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Net Yaroze Usenet dump 


——HHEEEEEE EEE HHH 
—-START USENET FOLDER: net-yaroze-usenet/00000001-SCEE 
——HHEEEEEEE EE HEH 


EE AE TE AE AE FE AE FE AE HE HEHE H H 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze 
EE E TE AE HE FE HE FE E HE EEE H 


——HHEEEEEEE EEE EH 
——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/announce 
——HHEEEEEEE EE HEH 


--MESSAGE FILE 1 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000001 
Path: chuka.playstation.co.uk!news 

From: netscape@chuka.scee.sony.co.uk 

Newsgroups: scee.yaroze.announce 

Subject: Here we are! 

Date: Thu, 30 Jan 1997 15:23:28 +0000 
Organization: SCEE 

Lines: 1 

Message-ID: <32FO0BCF0.EDB@chuka.scee.sony.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Only we at SCEE can post to this newsgroup. 
--MESSAGE FILE 1 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000001 


--MESSAGE FILE 2 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000004 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Welcome to Net Yaroze ! 

Date: Thu, 27 Feb 1997 19:52:26 +0000 
Organization: SCEE 

Lines: 1 

Message-ID: <3315E5FA.3245@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Sony Computer Entertainment welcomes all new members ! 
--MESSAGE FILE 2 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000004 


--MESSAGE FILE 3 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000005 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: FTP put problems 

Date: Fri, 14 Mar 1997 18:11:40 +0000 
Organization: SCEE 

Lines: 5 

Message-ID: <332994DC.2C4B@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


At the moment no-one can write to their home directory. 
We are currently working on this problem (which is an ftp software error 
and not one due to file and directory permissions which is what is 
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appears). Please bear with us on this. Normal service will be resumed as 
soon possible. 
--MESSAGE FILE 3 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000005 


--MESSAGE FILE 4 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000006 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: FTP put problems 

Date: Mon, 17 Mar 1997 15:57:09 +0000 
Organization: SCEE 

Lines: 14 

Message-ID: <332D69D5.621@interactive.sony.com> 
References: <332994DC.2C4B@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Web Master wrote: 


At the moment no-one can write to their home directory. 

We are currently working on this problem (which is an ftp software error 
and not one due to file and directory permissions which is what is 
appears). Please bear with us on this. Normal service will be resumed as 
soon possible. 


VVVVVV 


IT'S FIXED. (I think.) 
Looking forward to your home pages - they have to be better than mine! 


Laura 
--MESSAGE FILE 4 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000006 


--MESSAGE FILE 5 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000008 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: IMPORTANT: COMPATIBILITY REQUIREMENTS FOR TELEVISIONS 

Date: Wed, 19 Mar 1997 13:32:52 +0000 

Organization: SCEE 

Lines: 23 

Message-ID: <332FEB04.A40@interactive.sony.com> 

NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


IMPORTANT: COMPATIBILITY REQUIREMENTS FOR TELEVISIONS 


We have received reports of possible compatibility issues where the Net 
Yaroze PlayStation and a PC are used in conjunction with televisions 
which are not suitable for connecting to earth. This configuration may 
result in damage to your Net Yaroze PlayStation and/or television. 
Damage may occur where the TV and PC are plugged in but not switched on. 


Please ensure that the television you are using is suitable for 
connecting to earth, consult the television manufacturer for advice 
and/or SCEE. 


Gl 


Where your television is not a model suitable for connecting to earth we 
would be happy to refund the money paid for the Net Yaroze Starter Kit 
on its receipt at SCEE's offices. SCEE will either arrange for a 
courier to pick up the Net Yaroze Starter Kit or reimburse postage 
costs. 


If you require further information contact us at the usual 
addresses/numbers (available from - 
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SCEE 
—-MESSAGE FILE 5 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000008 


--MESSAGE FILE 6 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000009 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: TV COMPATABILITY CRISIS OVER 

Date: Fri, 21 Mar 1997 17:50:25 +0000 

Organization: SCEE 
Lines: 14 
Message-ID: <3332CA61.4A5E@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


The suspected TV compatability crisis is over. 


:-) Good News 

It would seem that the Member who had a problem with his TV when he 
connected it up to his PC via his Net yaroze PlayStation had some dodgy 
wiring on his plug socket. 


It was this that caused the problem and not the type of TV. 


As far as we know there shouldn't be any compatability problems with 
TVs. 


Laura 
—-MESSAGE FILE 6 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000009 


--MESSAGE FILE 7 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000010 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.announce, scee.yaroze.announce 

Subject: Star Fighter PSX 

Date: 5 Jun 1997 08:25:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <5n5t5t$7d027@scea> 

NNTP-Posting-Host: vanc0O1m05-5.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:26 scee.yaroze.announce:10 


Check out my first Yaroze game Star Fighter. It's a 2D side 
scroller which I originally did on my PC but converted it over 
to the PSX. I would like to get some feedback on the game and 
also my source code both of which are available at my website. 
The game is also located on Showcase. 


..to code or not to code..... I'd rather code..... 
Latah.... 
George Bain 


--MESSAGE FILE 7 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000010 


--MESSAGE FILE 8 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000012 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Yaroze showcase demos 
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Date: Fri, 01 Aug 1997 10:04:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <33E1A681.5E7F@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Yaroze demo discs 


At SCEE we are making Yaroze demo discs of samples 

from the European Yaroze website. These discs will be shown 
to press, retailers and marketing people to showcase the 
Yaroze and what it can do. 


If you fancy showing off your demo or game, 
post it to the website and make a posting to the 'mydemos' 
newsgroup. 


Nothing will infringe authors' ownership of programs. 
Everyone will be fully credited. 


Post your programs soon so that we can show them at ECTS ..... 
--MESSAGE FILE 8 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000012 


--MESSAGE FILE 9 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000013 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Yaroze showcase demos 

Date: Fri, 01 Aug 1997 13:31:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33E1D70E.2C37@interactive.sony.com> 
References: <33E1A681.5E7F@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Developer Support wrote: 


Everyone will be fully credited. 


> 

> Yaroze demo discs 

> 

> At SCEE we are making Yaroze demo discs of samples 

> from the European Yaroze website. These discs will be shown 
> to press, retailers and marketing people to showcase the 
> Yaroze and what it can do. 

> 

> If you fancy showing off your demo or game, 

> post it to the website and make a posting to the 'mydemos' 
> newsgroup. 

> 

> Nothing will infringe authors' ownership of programs. 

> 

> 

> 


Post your programs soon so that we can show them at ECTS ..... 


NOTE: we will be making 2 demo discs over the next month or two. 


The first will be for the press, the second will be shown at ECTS 
itself throughout the show. 


Deadline for the first disc is 12th August, 
deadline for the second is 4th September. 
--MESSAGE FILE 9 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000013 
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--MESSAGE FILE 10 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000014 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: REMINDER - Showcase demos for ECTS 

Date: Thu, 28 Aug 1997 09:45:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <34053AAB.67D0@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Want people to see your work at ECTS? 


Very soon we will be making demo discs of European Yaroze members' 
demos and games to be shown at ECTS. 


Post your programs by 4th September at the latest. 
--MESSAGE FILE 10 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000014 


--MESSAGE FILE 11 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000015 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Tmdsort 

Date: Fri, 29 Aug 1997 10:25:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <3406958B.59CF@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


We've just put a program called tmdsort in the 3dtools section. This 
program sorts the polygons in a tmd, and can increase the speed at which 
its processed. I got a 20 scanline increase (drawing a model 3 times) in 
a program I'm doing at the moment. 


Stuart 
--MESSAGE FILE 11 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000015 


--MESSAGE FILE 12 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000016 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Fame Game 

Date: Thu, 30 Oct 1997 16:41:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <63adsiS$sk224@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Do you want your playable demo to be seen by hundreds of thousands of 
people? 


If yours is chosen, it will be put on the demo disc with the January issue 
of the 
Official PlayStation magazine. 


Post your demo to your home page (source optional) by Monday 3rd November, 
9am, at the latest. 

Please display the Net Yaroze title screen (see website) for a few seconds 
at the start of the program. 
Please post to this newsgroup telling us about your submission. 
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The winner will be notified within the week. 


Please note: 


(1) Entries should not contain material copyright of any third party; any 
such entries that are submitted 

without clear evidence of permission given by the third party will not be 
used. 


(2) All entries must be free of claims of ownership by any third party, and 
must not have been made 
available to third parties with the intention of commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated imagery 
and/or trademarks 
are copyright material of their respective owners. 


--MESSAGE FILE 12 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000016 


--MESSAGE FILE 13 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000017 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Fame Game 

Date: Fri, 31 Oct 1997 15:11:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <3459F53B.42CF@interactive.sony.com> 
References: <63adsiS$sk224@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Please note that we will need the source code to recompile the game 
to run as a demo segment on the demo disc. 


This source code will remain entirely your property. 


SCEE wrote: 


Do you want your playable demo to be seen by hundreds of thousands of 
people? 


If yours is chosen, it will be put on the demo disc with the January issue 
of the 
Official PlayStation magazine. 


Post your demo to your home page (source optional) by Monday 3rd November, 
9am, at the latest. 

Please display the Net Yaroze title screen (see website) for a few seconds 
at the start of the program. 
Please post to this newsgroup telling us about your submission. 


The winner will be notified within the week. 
Please note: 


(1) Entries should not contain material copyright of any third party; any 
such entries that are submitted 


VVVVVVVVVVVVVV VV VV VV 
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without clear evidence of permission given by the third party will not be 
used. 


(2) All entries must be free of claims of ownership by any third party, and 
must not have been made 
available to third parties with the intention of commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated imagery 
and/or trademarks 

are copyright material of their respective owners. 

--MESSAGE FILE 13 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000017 


VVVVVVVVVVV VV 


--MESSAGE FILE 14 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000018 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Fame Game 

Date: Fri, 31 Oct 1997 15:16:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <3459F646.434B@interactive.sony.com> 
References: <63adsiS$sk224@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Please note that we will need the source code to recompile the game 
to run as a demo segment on the demo disc. 


This source code will remain entirely your property. 


Please post it to ps_yaroze @ interactive.sony.com 


SCEE wrote: 


Do you want your playable demo to be seen by hundreds of thousands of 
people? 


If yours is chosen, it will be put on the demo disc with the January issue 
of the 
Official PlayStation magazine. 


Post your demo to your home page (source optional) by Monday 3rd November, 
9am, at the latest. 

Please display the Net Yaroze title screen (see website) for a few seconds 
at the start of the program. 
Please post to this newsgroup telling us about your submission. 


The winner will be notified within the week. 
Please note: 


(1) Entries should not contain material copyright of any third party; any 
such entries that are submitted 

without clear evidence of permission given by the third party will not be 
used. 


(2) All entries must be free of claims of ownership by any third party, and 
must not have been made 
available to third parties with the intention of commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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> (4) Product titles, publisher/developer names, brands and associated imagery 
> and/or trademarks 

> are copyright material of their respective owners. 

--MESSAGE FILE 14 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000018 


--MESSAGE FILE 15 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000019 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Yaroze fame in Edge magazine 

Date: Tue, 04 Nov 1997 10:54:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <345EFEDE. 9DC@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


To let you know that the December issue of Edge magazine 

will carry an article on Net Yaroze and will feature 

several pictures of Net Yaroze members' games. 

--MESSAGE FILE 15 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000019 


--MESSAGE FILE 16 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000020 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Ongoing Fame Games 

Date: Thu, 06 Nov 1997 18:47:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <346210DE.1C13@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


More fame opportunities 


We are now looking for the 4th Net Yaroze playable demo 
to go on the Official PlayStation magazine cover disc. 
As before, the disc will go out to hundreds of thousands of people. 


Closing date for this is Friday 21st November at 9am. 


Please post your demo to your web page, and notify us by email 
and/or newsgroups. 


The winner will be notified within the week. 


Lets have it with those games! 


Please note: 


(1) Entries should not contain material copyright of any third party; 
any such entries that are submitted without clear evidence of permission 
given by the third party will not be used. 


(2) All entries must be free of claims of ownership by any third party, 
and must not have been made available to third parties with the 
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intention of commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created 
by a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated 
imagery and/or trademarks are copyright material of their respective 
owners. 
--MESSAGE FILE 16 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000020 


--MESSAGE FILE 17 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000021 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Can Any One Help 

Date: Wed, 12 Nov 1997 19:31:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <64d0q7S4vil68@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Calling all ‘Italian Net Yaroze Members' 

We have been contacted by Simone who would like to get in touch with an 
Itialian Net Yaroze Member, please could you contact him on the following 
e-mail address 


simone @ enter.it 


Thanks 


--MESSAGE FILE 17 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000021 


--MESSAGE FILE 18 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000022 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze 'Fame Game' 

Date: Wed, 19 Nov 1997 14:57:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <64uvalSlbn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


If you are entering this month's 'Net Yaroze Fame Game', please could you 
mail back as soon as possible to let us know - we wouldn't want to miss your 
entry! 

Remember, we need your submission by 9:00am on Friday 21st November. 

Good luck! 


PS We have just heard from our UK PR Department that the Christmas Official 
PlayStation Magazine has sold over 200,000 so far in the UK alone!! 


--MESSAGE FILE 18 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000022 


--MESSAGE FILE 19 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000023 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game 

Date: Thu, 20 Nov 1997 15:37:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 6 

Message-ID: <34745953.4D0B@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Remember, you only have until 9:00am tomorrow (Friday 21st November) to 
post your demo to your Home Page for entry into the Fame Game. 


Don't forget to e-mail us! 


Good luck! 
--MESSAGE FILE 19 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000023 


--MESSAGE FILE 20 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000024 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game - Official Winners List 
Date: Mon, 24 Nov 1997 13:06:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <65buj2S1bn9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Congratulations to the winning members of the 'Net Yaroze Fame Game', 
whose demos will be seen by hundreds of thousands of PlayStation gamers 
across Europe, Australia and New Zealand. 


December 97 Lewis Evans "Between The Eyes' (Tunnel) 
Christmas 97 Stuart Ashley 'Clone' 

January 98 Ira Rainey 'A Dog Tail' 
February 98 Scott Evans "Bouncer II' 


Look out for the winning Net Yaroze titles and read about how the games were 
made 
in the Official PlayStation Magazine. 


--MESSAGE FILE 20 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000024 


--MESSAGE FILE 21 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000025 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game (continues ..... ) 

Date: Mon, 24 Nov 1997 13:10:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <65buri$ibn10@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


More fame opportunites! 


We are now looking forthe fifth Net Yaroze playable demo to go on the 
Official PlayStation Magazine demo disc which will go out to hundreds of 
thousands 

of keen PlayStation gamers in Europe and Australia in March 1998. If you 
would 

like to see your playable demo on the disc, get programming. 


The closing date for submissions is 9am on Wednesday 17th December. 


Please advise by email asap if you are submitting a game. 
Entries will be judged on the Wednesday and the winner will be notified 
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soon afterwards. 


Good Luck!! 


Please note: 

(1) Entries should not contain material copyright of any third party; 
any such entries that are submitted without clear evidence of permission 
given by the third party will not be used. 

(2) All entries must be free of claims of ownership by any third party, 
and must not have been made available to third parties with the 
intention of commercial usage. 

(3) Entries must be created using Net Yaroze libraries only, and created 
by a Net Yaroze member. 

(4) Product titles, publisher/developer names, brands and associated 
imagery and/or trademarks are copyright material of their respective 
owners. 


--MESSAGE FILE 21 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000025 


--MESSAGE FILE 22 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000026 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze lst Anniversary Game Competition - sponsored by Edge 
Date: Tue, 25 Nov 1997 17:19:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <65f1lsk$lbn14@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


The Net Yaroze 1st Anniversary Game Competition 
sponsored by Edge 


PRIZES 

lst Sony Digital Still Camera DSC-F1 + Subscription to Edge for 1 year 

2nd Sony Recording MiniDisc Walkman MZ-R30 + Subscription to Edge for 1 
year 


3rd Sony Shoulder Speakers SRS-GS70 + Subscription to Edge for 1 year 


THE COMPETITION 

The competition is open to SCEE Net Yaroze Members. All you have to do is 
create a game on your Net Yaroze. Entries will be judged on technical and 
creative content (for the purpose of the competition, the game does not have 
to be complete). It's that simple! 


HOW TO ENTER 

All you have to do is print off and complete the Application Form which you 
will find at www.scee.sony.co.uk/news/ and post it to 'The Net Yaroze 1st 
Anniversary Game Competition', SCEE, Waverley House, 7-12 Noel Street, 
London, W1V 4HH. Alternatively, call the Net Yaroze Enquiry Line on + 44 
171 447 1616 and request an Application Form to be sent to you by post. 
Once your program is complete simply post it to your Home Page on the Net 
Yaroze Members Web site. Entries must be on your Home Page by 12th March 
1998. 


IMPORTANT DATES 


Entries: “must be. in Du «աաա riesen արան 10th March 1998 
Competition Closing Date ............. 12th March 1998 
Judgemernt: Day Հաստատ շաասախ ar oie ene sU. eius Within 2 weeks of Closing Date 


Enter NOW ..... ! 
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--MESSAGE FILE 22 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000026 


—-MESSAGE FILE 23 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000027 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Fame Game (continues ..... ) 
Date: Fri, 12 Dec 1997 14:21:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <66rhmk$9k32@chuka.playstation.co.uk> 
References: <65buriS$lbnl10@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Just a reminder that the closing date for the fifth Net Yaroze playable demo 
is 
9am on Wednesday 17th December. 


We are now looking for the fifth Net Yaroze playable demo to go on the 
Official PlayStation Magazine demo disc which will go out to hundreds of 
thousands of keen PlayStation gamers in Europe and Australia in March 1998. 
If you would like to see your playable demo on the disc, get your submission 
in by 

the date above. 


Please advise by email asap if you are submitting a game. 
Entries will be judged on the Wednesday and the winner will be notified 
soon afterwards. 


Good Luck!! 


Please note: 

(1) Entries should not contain material copyright of any third party; 
any such entries that are submitted without clear evidence of permission 
given by the third party will not be used. 

(2) All entries must be free of claims of ownership by any third party, 
and must not have been made available to third parties with the 
intention of commercial usage. 

(3) Entries must be created using Net Yaroze libraries only, and created 
by a Net Yaroze member. 

(4) Product titles, publisher/developer names, brands and associated 
imagery and/or trademarks are copyright material of their respective 
owners. 


—-MESSAGE FILE 23 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000027 


--MESSAGE FILE 24 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000028 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Calling all members! 

Date: Tue, 23 Dec 1997 11:24:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <349F9F57.1B11@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Net Yaroze lst Anniversary Competition Update 


As you all know, we are hosting a Competition which is being sponsored 
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by Edge (www.scee.sony.co.uk/news/edge) . Edge will be doing a regular 
feature running up to the Competition closing date and will then 
announce and feature the winners. We will be looking for quotes and 
hints and tips from Members so, please could you e-mail me as soon as 
soon as possible if you are entering the competition with your contact 
number (Sarah_Bennett@playstation.sony.com). 


Don't forget to post your Competition Entry Forms! 
--MESSAGE FILE 24 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000028 


--MESSAGE FILE 25 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000029 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Net Yaroze Fame Game (continues in '98 ...) 

Date: Fri, 9 Jan 1998 15:39:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <695gufSbfn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:29 scee.yaroze.freetalk.english:2 
83 scee.yaroze.mydemos: 68 


"News just in ...... ' 
'Official PlayStation sales figures for last month's Christmas edition were 
240,000 in UK alone! ' 


More fame opportunities! 

We are now looking for the 6th Net Yaroze playable demo to go on 'Official 
PlayStation Magazine’ Demo Disc which will go out to hundreds of thousands 
keen PlayStation games players in Europe and Australia in April '98. If you 
would like to see your playable demo on the disc then get programming. 
Closing date is Monday 19th April at 9:00am. 

Please remember to include the title screen on the front of your game - this 
can be found in the download area (demodisc.zip) within the demo section on 
the Members Web site. 

and 

Please advise by e-mail asap if you are submitting a game. 

Entries will be judged on Monday 19th April at 9:00am and the winner will be 
notified shortly afterwards! 


Remember: 

1. Entries should not contain copyright material օք any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

35 Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by any 
third party, and must not have been made available to third parties with 
the intention of commercial usage. 

Good luck! 


NET YAROZE 


--MESSAGE FILE 25 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000029 


--MESSAGE FILE 26 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000030 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: Net Yaroze Fame Game (continues in '98 ...) 

Date: Sat, 10 Jan 1998 11:15:35 -0600 

Organization: (no organization) 

Lines: 15 
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Message-ID: <34B7ACB7.1FAD@charlie.cns.iit.edu> 

References: <695gufSbfn6@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:30 scee.yaroze.freetalk.english:2 
87 scee.yaroze.mydemos:71 


SCEE wrote: 

> More fame opportunities! 

> We are now looking for the 6th Net Yaroze playable demo to go on ‘Official 
> PlayStation Magazine' Demo Disc which will go out to hundreds of thousands 
> keen PlayStation games players in Europe and Australia in April '98. 


v 


3. Entries must be created using NY PlayStation libraries only, and 
> created by a Net Yaroze Member. 


I think I remember reading on the SCEE web page that this contest is 
only for SCEE Net Yaroze members. Is this true, or can we SCEA members 
submit titles for consideration? We don't seem to have a similar 
outlet in the US. 


Ed Federmeyer 
--MESSAGE FILE 26 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000030 


--MESSAGE FILE 27 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000031 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: 3d animation demo, TOD format 

Date: Mon, 02 Mar 1998 18:20:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <34FAF86B.71C8@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Animation demo using TOD format 


See the <demos> section of the SCEE site 

for a demo called <tod1l>. This shows the use 

of TOD animation data with TMD modelling data, 
and includes a document detailing the TOD format. 


Happy Animating! 
--MESSAGE FILE 27 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000031 


--MESSAGE FILE 28 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000032 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Are you looking for an artist? 

Date: 4 Mar 1998 18:42:33 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 12 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6dk7apS$4akl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
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If you are looking for an artist to work with you on your Yaroze game, why 
not go to 3D Studio on-line forum (3DSMAX Diner) at 
http://support.ktx.com/~8 


Maybe you could team up with an artist who is eager to get into the games 
industry! 


--MESSAGE FILE 28 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000032 


--MESSAGE FILE 29 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000033 
Path: chuka.playstation.co.uk!news 

From: Dev Support <Dev_Support@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Are you looking for an artist? 

Date: Thu, 05 Mar 1998 16:07:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <34FECDB3.7706@Playstation.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


If you are looking for an artist to work with you on your Yaroze game, 
why not go to 3D Studio on-line forum (3DSMAX Diner) at 
http://support.ktx.com/~8 


Maybe you could team up with an artist who is eager to get into the 
games industry! 
--MESSAGE FILE 29 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000033 


—-MESSAGE FILE 30 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000034 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Are you looking for an artist? 

Date: Wed, 4 Mar 1998 17:39:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6dmkstSiap6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


If you are looking to team up with an artist to work with you on your Yaroze 
game, why not register on the Kinnetix 3D Studio on-line forum (3DSMax R2 
Diner) which is at http://support.ktx.com/~8 


--MESSAGE FILE 30 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000034 


--MESSAGE FILE 31 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000035 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: 'Calling all French Members' 

Date: 6 Mar 1998 11:17:56 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 17 
Sender: news@chuka.playstation.co.uk 
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Message-ID: <6dom14$9jj1@emeka.playstation.co.uk> 
Reply-To: Sarah_Bennett@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id DAA04150; 
Fri, 6 Mar 1998 03:21:58 -0800 (PST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
cc: BRUNO.WIECKOWSKI@HOL.FR 


Remy Ghazal has just joined Net Yaroze and will be programming using his 
Mac. However, he would like some asssitance with set up (in French). 
Please could a French speaking Net Yaroze Members contact him on 
michel.ghazal@wanadoo.fr or + 33 1 45 51 6182. 


Thank you! 
Sarah Bennett 


--MESSAGE FILE 31 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000035 


--MESSAGE FILE 32 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000036 
Path: chuka.playstation.co.uk!news 

From: Dev Support <Dev_Support@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Edge 1st Anniversary Competition 

Date: Mon, 09 Mar 1998 14:02:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3503F65B.4178@Playstation.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


For all those entering the competition, 
please observe the following checkpoints:- 


(1) The program is in PAL 


(2) the program has your own title screen, 

showing the name of the game, the name of the 
Yaroze member submitting it, and any credits. 
(Please do not use the title screen that has been 
used for the Official PlayStation magazine monthly 
Fame Game competitions). 


(3) Please name the program 'Edgel.zip' and put 
it in the publically accessible ftp area 
attached to your home page. 


(4) Post the program by midnight, 12th March 1998. 
--MESSAGE FILE 32 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000036 


—-MESSAGE FILE 33 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000037 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game - March Winner 

Date: 20 Mar 1998 16:10:45 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 19 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6eu4e5Sohk1l@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 
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via smtpd (for [194.203.13.2]) with SMTP; 20 Mar 1998 16:14:38 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA19754 
for <news@playstation.co.uk>; Fri, 20 Mar 1998 16:14:20 GMT 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Congratulations to Gerhard Rittenhofer and his team who have won the March 
Net Yaroze 'Fame Game' with their game Rocks 'n' Gems which will appear on 
the June Official PlayStation Demo Disc. 

Regards 


Sarah Bennett 
Net Yaroze Project Manager 


—-MESSAGE FILE 33 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000037 


--MESSAGE FILE 34 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000038 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Yaroze Graphic Artists 

Date: 25 Mar 1998 17:43:30 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 596 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fbfo2Sassl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 25 Mar 1998 17:47:14 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA10773 
for <news@playstation.co.uk>; Wed, 25 Mar 1998 17:46:36 GMT 
From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
Boundary="0__ =T134k3uu00tOxqsZf1l0txt4t 6J4Uu60GepaniSGK3rRz6QSNR233UnxU" 


—-O0__=T134k3uu00tOxqsZf1l0txt 4t 6J4Uu60GepaniSGK3rRz6QSNR233UnxU 


Forwarded by Sarah Bennett on 25/03/98 17:54 


To: PS Yaroze 
ce: 
From: Jonathon.Smith@packaging.sca.be 


Subject: Yaroze Graphic Artists 


I wish to collaborate with Net Yaroze members who are looking for 
graphic artists, mainly Logos and Textures. Below is a logo showing my 
E-mail address. 

Thankyou. 

Jonathan Smith 


—-0__=T134k3uu00tOxqsZf1l0txt 4t 6J4Uub60GepaniSGK3rRz6QSNR233UnxU 
name="fadd.JPG" 

Content-transfer-encoding: base6é4 

Content—Description: JPEG File Interchange 


--MESSAGE FILE 34 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000038 
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--MESSAGE FILE 35 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000039 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Are you looking for a Graphic Artist? 

Date: 26 Mar 1998 10:00:47 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 25 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fd90fScvtl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 26 Mar 1998 10:04:29 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA02373 
for <news@playstation.co.uk>; Thu, 26 Mar 1998 10:04:12 GMT 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Subsequent to a recent article in Edge requesting artists to work with 
Yaroze Members 


Tim Carpenter 

In response to the notice in Edge magazine, issue 57, I am replying in 
order to seek further information regarding the nature of the work required 
for artists willing to contribute to Yaroze Playstation projects. 


I have a large interest in computer graphics and have access to both 
PhotoShop, Deluxe Paint and Paint Shop Pro, for 2D graphics design and 
manipulation. 


Any advice for personal correspondence / direct correspondence by 
project groups would be appreciated. 
e-mail: ssu97tsc@reading.ac.uk 


--MESSAGE FILE 35 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000039 


—-MESSAGE FILE 36 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000040 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Are you looking for a Graphic Artist? 

Date: 26 Mar 1998 14:50:34 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 36 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fdpvq$Sdjml@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 26 Mar 1998 14:54:27 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA02678 
for <news@playstation.co.uk>; Thu, 26 Mar 1998 14:54:09 GMT 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
Boundary="0__ =bh fES5LOPOFDUgUQ2tx28792fzZAAILJNHDSSCG9C9S3 JDRVAVGMK1lo1lk8v" 


—-0__ =bhfE5LOPOFDUgUO2tx28I992 fzZAALINHDSSCG9CIS3 JDRVAVAGMK1o1k8v 
Anyone after Manga style artist to work on any Yaroze games? 


Contact Kevin Haynes. 
rodder@globalnet.co.uk 


—-0__=bhfE5LOPOFDUgUO2tx28I592 fzZAAILJINHDSSCG9C9IS3 JDRVAVAGMK1lol1lk8v 
name="attl.htm" 
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Content-transfer-encoding: base6é4 

Content—Description: Internet HTML 

--0__=bh fE5LOPOFDUgUQ2tx28J92 fzAA1LJNHDSSCG9C9S3 JDRVAVAGMK1olk8v—-— 


-—-MESSAGE FILE 36 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000040 


—-MESSAGE FILE 37 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000041 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Mike _Kavallierou@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze 1st Anniversary Competition 

Date: 31 Mar 1998 16:52:24 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fr3foSt961@emeka.playstation.co.uk> 

Reply-To: Mike_Kavallierou@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 31 Mar 1998 16:56:20 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA19180 
for <news@playstation.co.uk>; Tue, 31 Mar 1998 16:56:04 +0100 (BST) 
From: Mike _Kavallierou@Playstation.sony.com 
To: news@playstation.co.uk 


Congratulations to the winners օք the Net Yaroze 1st Anniversary 
Competition 


The Net Yaroze 1st Anniversary Competition was judged yesterday by Juan 
Montes, Vice President Software Development of Sony Computer Entertainment 
Europe, and, Jason Brookes, editor of Edge. It was an extremely difficult 
competition to judge as we received so many great entries. However, here 
are the results you have been waiting for 


lst Prize Monster Mall/Blitter Boy written by Chris Chadwick 


2nd Prize 22 written by James Pitts 
3rd Prize Bouncer 2 written by Scott Evans 


If you would like to receive the judges comment on your entry, please do 
not hesitate to contact me at the above e-mail address. 
Congratulations to the winners again! 


Have a great weekend! 


Regards 


Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 37 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000041 


--MESSAGE FILE 38 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000042 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Mike _Kavallierou@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze lst Anniversary Comp Entries 

Date: 31 Mar 1998 17:31:37 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 131 

Sender: news@chuka.playstation.co.uk 
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Message-ID: <6fr5p9$2al@emeka.playstation.co.uk> 
Reply-To: Mike_Kavallierou@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 31 Mar 1998 17:35:35 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA07356 
for <news@playstation.co.uk>; Tue, 31 Mar 1998 17:35:19 +0100 (BST) 
From: Mike _Kavallierou@Playstation.sony.com 
To: news@playstation.co.uk 


Please find below the entries for the Net Yaroze lst Anniversary 


Competition ... (they are listed in a random order!) 
1: 

Game Title: SAM THE BOULDER MAN 

Game Type: 2D PUZZLE ADVENTURE 


Yaroze Member: JAMES HOBDEN 
Credits: LEVELS: STUART & DEREK 
Country: UK 


2:. 
Game Title: GRAVITATION 
Game Type: 2D SHOOTEMUP 


Yaroze Member: JAMES SHAUGHNESSY 
Country: UK 


3. 

Game Title: 722 

Game Type: 3D SHOOTEMUP AND GRAPPLING 

Yaroze Member: JIM PITTS 

Credits: GRAPHICS/SOUND:ANDREW WEBB/GREG READ 
Country: UK 


4. 

Game Title: COMBAT 3D 

Game Type: 3D TANK COMBAT 
Yaroze Member: ANDREW LANGSTAFF 
Country: UK 


5 

Game Title: REVOLUTION 

Game Type: 2D DRIVING GAME 

Yaroze Member: ROBERT FRANCIS SWAN 
Credits: GRAPHICS: GARRY SWAN 
Country: UK 


6. 

Game Title: SNOWBALL FIGHT 

Game Type: 2D SNOWBALL FIGHTING 
Yaroze Member: JAMES RUTHERFORD 
Country: UK 


7. 

Game Title: ONE ON ONE BASKETBALL 

Game Type: 3D BASKETBALL 

Yaroze Member: RAMON DE ABRELL VENTOSO 
Country: SPAIN 


8. 

Game Title: INVADERS FROM MARS 
Game Type: 3D UFO COMBAT 
Yaroze Member: BEN JAMES 
Country: UK 


9. 

Game Title: HOVER CAR RACING 

Game Type: 2D RACING 

Yaroze Member: RICHARD SMITHIES 
Credits: TRACK DESIGN: MICKAEL DE CRUE 
Country: UK 


10. 
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Game Title: MO 
Game Type: 2D I 
Yaroze Member: 
Country: UK 


alse 
Game Title: THE 


NSTER MALL/BLITTIER BOY 
SOMETRIC SHOOTEMUP 
CHRIS CHADWICK 


INCREDIBLE CONEMAN 


Game Type: 3D P 
Yaroze Member: 
Credits: LEVEL 


URSUIT 2581». (B EVASION ACTION 
LARS BARSTAD 
& TEXTURE:JOSTEIN TRONDAL, FREDE KRISTENSEN, BJORN 


ULLEVO 
Country: NORWAY 


12. 

Game Title: SPH 
Game Type: 3D R 
Yaroze Member: 
Country: UK 


1.2; 
Game Title: SUP 
Game Type: 3D S 


Yaroze Member: 
Country: UK 
14. 


Game Title: INE 
Game Type: 3D B 
Yaroze Member: 
Country: UK 


15; 

Game Title: DOG 
Game Type: 2D P 
Yaroze Member: 
Country: UK 


16. 

Game Title: BOU 
Game Type: 2D B 
Yaroze Member: 
Country: UK 


17: 
Game Title: JAG 


Game Type: 2D P 
Yaroze Member: 
Country: DENMA 


18. 

Game Title: ROC 
Game Type: 2D P 
Yaroze Member: 
Credits: GRAPHI 
Country: AUSTRI 


T9; 

Game Title: NET 
Yaroze Member: 
Country: ITALY 


LDSEETER 


ERE 
OAMING ADVENTURE 
PETER DOLLOCHAN 


ER RAMP SKATER 
KATING 
DOUG DAY 


RTIA 
ALANCING ACT 
JOHN REYNOLDS 


TAIL 
LATFORMER 
IRA RAINEY 


NCER 2 (please re-set Debugging Station) 
OUNCING/BREAKOUT GAME 
SCOTT EVANS 


OT 

UZZLER 

KENNETH VINGAARD 
RK 


KS AND GEMS 

UZZLER ADVENTURE 

GERHARD RITTENHOFER 

CS/SOUND/LEVEL DESIGN:MANFRED TUCMANDEL 
A 


YAROZE INTRO 
LUCA CAPPELLINI 
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--MESSAGE FILE 38 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000042 


—-MESSAGE FILE 39 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000043 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: Sarah_Benn 
Newsgroups: scee 
Subject: Looking 
Date: 6 Apr 1998 
Organization: So 


ett@Playstation.sony.com 
.yaroze.announce 
for a Musician 
17:38:51 +0100 
ny Computer Entertainment Europe - 119.SS5 
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Lines: 15 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gb0erSintl@emeka.playstation.co.uk> 
Reply-To: Sarah_Bennett@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 6 Apr 1998 16:42:33 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA08703 
for <news@playstation.co.uk>; Mon, 6 Apr 1998 17:40:00 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Anybody want to raid my collection of Classical & Rock compositions I have 
written on my sequencer and/or 4-track over the last couple of years? Just 
to let you know, I have NO programming knowledge! 

e-mail: sr4@compuserve.com 


ps NO CHARGE! 


—-MESSAGE FILE 39 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000043 


--MESSAGE FILE 40 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000044 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Looking for a Musician 

Date: 6 Apr 1998 17:45:08 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 16 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gb0qkSiogql@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 6 Apr 1998 16:49:04 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA13571 
for <news@playstation.co.uk>; Mon, 6 Apr 1998 17:48:51 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Anybody want to raid my collection of Classical & Rock compositions I have 
written on my sequencer and/or 4-track over the last couple of years? Just 
to let you know, I have NO programming knowledge! 

e-mail: sr4@compuserve.com 


ps NO CHARGE! 


--MESSAGE FILE 40 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000044 


--MESSAGE FILE 41 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000045 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Looking for an Artist 

Date: 7 Apr 1998 12:56:11 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 15 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gd48r$18nl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 7 Apr 1998 12:00:00 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA20843 
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for <news@playstation.co.uk>; Tue, 7 Apr 1998 12:59:41 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


In this months Edge magazine ( uk ) I saw an article on yaroze game 
development where people want graphics artist for their games. I would be 
happy to help any one out. I am currently studying on a game design course 
at uni. 

Bye... 


Steven Spencer 
S$123spencer@yahoo.com 


--MESSAGE FILE 41 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000045 


--MESSAGE FILE 42 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000046 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game 

Date: 7 Apr 1998 18:46:27 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 38 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gdopjSmiml@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 7 Apr 1998 17:50:21 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id SAA13145 
for <news@playstation.co.uk>; Tue, 7 Apr 1998 18:50:06 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Do you want your Net Yaroze playable demo to be seen by hundreds of 
thousands of people? 

If so, we are currently looking for a Yaroze game to go on the July Issue 
of the Official PlayStation Demo Disc. If you would like to enter the 
competition, please firstly e-mail me at the above and announce your entry 
on the Newsgroups. Then, post your demo to your to your Home Page in a 
public FTP area (source optional) by Tuesday 14th April, 9am, at the 
latest. Please display the Net Yaroze title screen (see Member's Web site 
http://www.netyaroze-europe.com/yaroze/demos/ftpmain.htmdemodisc.zip) for a 
few seconds at the start of the program. 


The winner will be notified within the week! 
Please note: 


(1) Entries should not contain material copyright of any third party; any 
such entries that are submitted without clear evidence of permission given 
by the third party will not be used. 


(2) All entries must be free of claims of ownership by any third party, and 
must not have been made available to third parties with the intention of 
commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 


--MESSAGE FILE 42 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000046 


—-MESSAGE FILE 43 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000047 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
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r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: More artists seeking work with Yaroze owners 
Date: 8 Apr 1998 16:11:34 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 22 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gg436Sorgl@emeka.playstation.co.uk> 
Reply-To: Sarah_Bennett@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 8 Apr 1998 15:15:31 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA26900 
for <news@playstation.co.uk>; Wed, 8 Apr 1998 16:15:08 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


In the April edition of Edge magazine, there is an article which says that 
"Several Net Yaroze members are looking for artists...to collaborate on 
current games projects" I have been working with 3D for some time and have 
recently completed level one and two courses in 3D Studio Max. I am now 
looking for a games project to work on, with the solid intention of 
breaking into the games industry. Collaboration with people outside of 
London or the UK should present no problem. I look forward to hearing from 
you. 


Simon Picard (spicard@mail.ndirect.co.uk) 


—-MESSAGE FILE 43 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000047 


--MESSAGE FILE 44 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000048 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Audio Help Offered 

Date: 16 Apr 1998 10:08:33 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 49 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6h4hqh$jitl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 16 Apr 1998 09:11:15 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA02008 
for <news@playstation.co.uk>; Thu, 16 Apr 1998 10:10:47 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Please find below details of a sound engineer looking to work with a Yaroze 
Member 


To: PS Yaroze 
ec: 
From: CSweetman@compuserve.com 


Subject: Audio Help Offered 


15-4-98 

Hi, 

I saw a request in Edge magazine for audio experts to help various Net 
Yaroze members working on current game projects. 
I am a Sound Effects Designer based in the UK, and am willing to offer my 
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services free of charge to these developers. 
have included a project resume: 

The Saint 

Goldeneye 

12 Monkeys 

Dust Devil 

Four Weddings & a Funeral 

Cracker 

Richard III 

Space Precinct 

All the Little Animals 

Hackers 
Bean - The Ultimate Disaster Movie 

>Computer/Console Productions 

Crime Killer - Interplay 

Aironauts - Ocean 

Virus 2000 - Grolier 

Spitfire - Microsoft 

> Carmegeddon Splat pack - SCI 

Feel free to contact me or give any yaroze members my e-mail address 
Regards 

Chris Sweetman 

Sound Designer 


VVVVVVVVVV VHA 


V V V V 


e-mail: CSweetman@compuserve.com 


—--MESSAGE FILE 44 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000048 


--MESSAGE FILE 45 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000049 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: More audio Help Offered 

Date: 16 Apr 1998 10:12:48 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6h4i2g$jj71@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 16 Apr 1998 09:15:46 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA05123 
for <news@playstation.co.uk>; Thu, 16 Apr 1998 10:15:25 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Please find below details of another sound engineer looking to work with 
Yaroze Member! 


To: PS Yaroze 
ccs 
From: lpadspea@lipa.ac.uk 
Subject: ricercar 
hello, 
er...yes...excuse me... I was wondering.. well... you see... 
I'm looking for the yaroze users network.I hear.. well that's to say I've 
heard... that there are people looking for some music. Well I'm offering 


myself as a composer/sound designer to anyone that wants me, and if you 
don't then you should. I'm currently studying for a degree in Sound 
Technology at the Liverpool Institute of Performing arts. I've been 
involved in sound design for 
various dance pieces/performance art/video and installations. I'm now 
looking at offering my skills to game designers. If you want to know more 
or hear some of my work then just hit the 'Re-mail' 

duncan 
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c/o :klein design: idiosyncratic sound for media and performance 


--MESSAGE FILE 45 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000049 


--MESSAGE FILE 46 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000050 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game 

Date: 16 Apr 1998 10:34:03 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 19 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6h4jab$jlul@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 16 Apr 1998 09:36:55 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA13015 
for <news@playstation.co.uk>; Thu, 16 Apr 1998 10:36:35 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Congratulations to James Shaugnessy for winning this month's Fame Game with 
his game 'Gravitation'! 


This game will appear on the July '98 Issue of the Official PlayStation 
covermount CD. 


Regards 
Sarah 


--MESSAGE FILE 46 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000050 


--MESSAGE FILE 47 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000051 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Musician seeking Yaroze Member 

Date: 28 Apr 1998 16:43:50 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 42 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6i4tfm$sl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 28 Apr 1998 15:49:16 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA28228 
for <news@playstation.co.uk>; Tue, 28 Apr 1998 16:48:49 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
Boundary="0__ =3YdlsspzHc4qwIwWbj6fmPm35K7sUPXEhrrsJ3LSg0qn0ApwwfLxiRo4v" 


--0__=3YdlsspzHc4qwIWbj6fmPm35K7sUPXEhrrsJ3LSg0qn0ApwwfLxiRo4v 


Response from Edge Issue 57 š 

I'm a musician/ sound effects guy for downloads, go to 
http://www.ozemail.com.au/~gmstam/gms.htm 

Thanks, George Stam. 

gmstam@ozemail.com.au 


Net Yaroze newsgroups message dump.txt 


--0__=3YdlsspzHc4qwIWbj6fmPm35K7sUPXEhrrsJ3LSg0qn0ApwwfLxiRo4v 


name="attl.htm" 
Content-transfer-encoding: baseé4 
Content—Description: Internet HTML 


--0__=3YdlsspzHc4qwIWbj6fmPm35K7sUPXEhrrsJ3LSg0qn0ApwwfLxiRo4v—-— 
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--MESSAGE FILE 47 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000051 


--MESSAGE FILE 48 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000052 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 
From: Sarah_Bennett@Playstation.sony.com 
Newsgroups: scee.yaroze.announce 


Subject: Event-—Net Yaroze at onedotzero2, ICA, London 


Date: 29 Apr 1998 12:23:58 +0100 


Organization: Sony Computer Entertainment Europe - 119.SS5 


Lines: 117 
Sender: news@chuka.playstation.co.uk 


Message-ID: <6i72ke$2jd1l@emeka.playstation.co.uk> 
Reply-To: Sarah_Bennett@Playstation.sony.com 


NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 29 Apr 1998 11:29:25 UT 


by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA02635 


for <news@playstation.co.uk>; Wed, 29 Apr 1998 12:29:08 +0100 (BST) 


From: Sarah_Bennett@Playstation.sony.com 


Return-Receipt—To: Sarah_Bennett@Playstation.sony.com 


To: news@playstation.co.uk 
cc: Juan_Montes@Playstation.sony.com 


For any Members who are interested, Net Yaroze will be present at 
onedotzero2 on 7th, 8th & 9th May at the ICA in London. On 8th, George 
Bain will be presenting a Net Yaroze Workshop (please see details below). 


This event could be an ideal opportunity to 


meet up with artists with whom 


you could collaborate on future Yaroze projects. 


Free day Memberships to give away 


We have 10 free day Memberships to give away for each of the days we are 
showing Yaroze (7th, 8th, and 9th May) which allow entry into the ICA. 
These tickets are on a first come first served basis. If you would like to 


attend on one of these dates, please e-mail 
daytime contact details. 


Please see the schedule below 
onedotzero2 


me asap with your full name and 


in association with Adobe @ Institute of Contemporary Arts [ICA], London 


Schedule 2-10.5.98 


onedotzero2 presents tomorrow's visuals, today: modern and contemporary 


short films which push the envelope and chal 
of programs. Inspiring contemporary visuals 


llenge conventions in a variety 
from the worlds of digital 


film, new media, and computer gaming the festival showcase rising stars of 


digital arts alongside established critical] 


y acclaimed names. An eclectic 


and inspiring mix of work, packed with premieres and new work specially 


produced for the festival 


Wow + flutter: graphically progressive, music-led moving image program, 


including Fuel, Antirom, Man + Martin, Lost 
Lens Flare: full motion video from computer 


in Space, ISO. 
gaming, including Tomb Raider 


1+2, Tekken series, City of Lost Children, Parappa the Rapper. Sponsored by 


Sony PlayStation. 


Wavelength: personally-driven work by commercial and promo directors, 
including Chris Cunningham, Edmundo, Hex, Spike Jonze. 

J-star: eclectic compilation of Japanese moving graphics and visuals, 
including Tycoon Graphics, Hiroyuki Nakano [Peacedelic Studio], DJ Krush, 


Towa Tei. 


Sequence + vl: selection of college talent + last year's original 
groundbreaking program, including tomato, Me Co, Fuel, Underbelly. 


Sequence supported by Adobe. 

[c] indicates cinema 

weds/6 1900/lens flare 
2100/sequencet+vl 


Net Yaroze newsgroups message dump.txt 


thurs/7 1900/sequencetvl 
2100/wavelength 
fri/8 1900/j-star 
2100/wow+flutter 
sat/9 1300/panel [c] 
1500/wowt+flutter [c] 
1900/wavelength 
2100/lens flare 
2300/Ghost in the Shell [c] 
sun/10 1300/wavelength [c] 
1500/j-star [c] 
1900/wowt+flutter 
2300/lens flare 
Lost in space 3D masterclass [4-7 may/new media centre] CG-imagery brief 
set by Lost in Space, using Lightwave 3D. 
Electronic Lounge [5 may/2200-0100/bar] 
Robin Rimbaud, aka Scanner, hosts a special session of his regular night of 
ambient chill for the festival. 
Projector [5-7 may/1700-2200/theatre] 
"Your future is analogue' by ISO. Also: cd-rom collection to play and 
interact with filmmaking futures panel [9 may/1300/cinema] 
The future and state of moving image creation explored in this discussion 
with influencers in their field. Moderated by Michael Taylor of Creation 
magazine. 
Net Yaroze: building gaming experiences [8 may/1400-1600/new media centre] 
An introduction to the concepts and process of developing gaming projects 
on the Net Yaroze, the programmable PlayStation, for sound and graphic 
talent. 
PlayStation pods [gamepods: 2-10 may/bar/yaroze pods: 7-9 may/bar] 
Also from 7-9 may from 1700-2000 a Net Yaroze representative is available 
to discuss creative gaming development, while pods are always on to play 
and explore ghost in the shell [9 may/2315]. Late night screening of 
seminal anime. Destructive tale of man/machine adventures in this classic 
Japanese animated movie. 
onedotzero me: intranet programme [2-10 may/always on] 
Highlights from Rotterdam's Exploding Cinema and Barcelona's Sonar 
festivals. Including additional work from festival contributors and 
filmmakers. 
ProteinTV: Internet broadcast [10 may/1800 and after] 
Programme profiling onedotzero2 and participants, digitally produced during 
the festival, to be streamed by intranet and internet for global access. 
onedotedit [2-10 may] 
Live non-linear image creation during the festival. Supported and provided 
by Media 100. 


Institute of Contemporary Arts, The Mall, London ՏԱԼ 
Box Office 0171930 3647 
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Cinema Tickets ¢$B!rz(B6.50 / Members ¿$B!r¿(B5 / Cinematheque ;$B!rz(B5 / ICA Membe 


ԷՏ ¿$B!r¿ (84 
Yaroze Workshop tickets ;$B!rz(B6.50 / ICA Members ¿$B!r¿ (85. 


* Warning: onedotzero programmes may contain strobing effects which have 
been known to cause epileptic fits. onedotzero and the ICA cannot accept 
responsibility for any adverse reaction caused. 
onedotzero2 in association with Adobe with Westminster Council, Sony 
PlayStation and Media 100, Manga Entertainment. cd-rom with Creative Review 
[onedotzero digital creativity] 
[web http://www.onedotzero.com] 


Kind regards 
Sarah 


--MESSAGE FILE 48 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000052 
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--MESSAGE FILE 49 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000053 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Members demos on show at onedotzero2 

Date: 30 Apr 1998 11:24:30 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 23 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6i9jgu$5jgl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 30 Apr 1998 10:29:50 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id LAA27689 
for <news@playstation.co.uk>; Thu, 30 Apr 1998 11:29:39 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
cc: George_Bain@Playstation.sony.com 
Content-Disposition: inline 


We will shortly be putting together a compilation of Yaroze Members work to 
be shown at onedotzero2 show next week. If any of you have any new or 
updated demos please e-mail both myself and George Bain letting us know 
where they are (Tuesday 5th May latest please). 


Look forward to hearing from you! 


Regards 
Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 49 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000053 


—-MESSAGE FILE 50 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000054 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze User Agreement 

Date: 8 May 1998 10:36:42 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 22 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6iujna$2t11l@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 8 May 1998 09:41:30 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA09173 
for <news@playstation.co.uk>; Fri, 8 May 1998 10:41:14 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi all, 


Since everyone signed this agreement they should follow it. I 
know that some members have homepages elsewhere on the 
Internet used as a second Yaroze homepage. This is great but 
you can't release your games or PSX documentation, including 
PSX source code. This is a strict violation of the agreement. 
Please remove such information if needed. 


Regards, 
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George 


—-MESSAGE FILE 50 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000054 


--MESSAGE FILE 51 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000055 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game 

Date: 11 May 1998 18:04:37 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 46 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j37b35$d501@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 11 May 1998 17:09:07 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id SAA19606 
for <news@playstation.co.uk>; Mon, 11 May 1998 18:08:47 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Do you want your Net Yaroze playable demo to be seen by hundreds of 
thousands of people? 


If so, we are currently looking for a Yaroze game to go on the August Issue 
of the Official PlayStation Magazine Demo Disc. If you would like to enter 
the competition, please firstly e-mail me at the above and announce your 
entry on the Newsgroups. Then, post your demo to your to your Home Page in 
a public FTP area (source optional) by Wednesday 13th May, 9am, at the 
latest. Please display the Net Yaroze title screen (see Member's Web site 
http://www.netyaroze-europe.com/yaroze/demos/ftpmain.htmdemodisc.zip) for a 
few seconds at the start of the program. 


The winner will be notified within the week! 
Please note: 


(1) Entries should not contain material copyright of any third party; any 
such entries that are submitted without clear evidence of permission given 
by the third party will not be used. 


(2) All entries must be free of claims of ownership by any third party, and 
must not have been made available to third parties with the intention of 
commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated 
imagery and/or trademarks are copyright material of their respective 
owners. 


Regards 


Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 51 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000055 


--MESSAGE FILE 52 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000056 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 
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Newsgroups: scee.yaroze.announce 

Subject: "On recherche des talents" 

Date: 12 May 1998 14:46:37 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 84 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j9jrtS$frsl@emeka.playstation.co.uk> 
Reply-To: Sarah_Bennett@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 12 May 1998 13:50:58 UT 

by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA29878 

for <news@playstation.co.uk>; Tue, 12 May 1998 14:50:45 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—-To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 

Boundary="0__ =nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnIIMusVwfwwl0hefn" 
Content-Disposition: inline 


--0__=nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnIIMusVwfwwl0hefn 
Content-—Disposition: inline 


Pour le Membres qui veux la musique dans leur jeux 


To: PS Yaroze 

cc: Jay200579@aol.com 

From: Jay200579@aol.com 

Subject: "On recherche des talents" 
Bonjour, 


J'ai lu recemment (dans le nouveau magazine de jeux vid 
--0__=nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnI IMusVwfwwl0hefn 
Content-—Disposition: inline 

Content-Transfer-Encoding: quoted-printable 


X-MIME-Autoconverted: from 8bit to quoted-printable by camsg001.camb.scee.sony.co. 


id OAA29878 


=A8=A6os Next Games) que 

des nombreux membres du ruseau Yaroze recherchent des musiciens pour 
collaborer 

sur des projets de jeux en cours. 


Je ne suis pas un vrai musicien mais plut 
--0__=nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnI IMusVwfwwlO0Ohefn 
Content-—Disposition: inline 

Content-Transfer-Encoding: quoted-printable 


=F4t un apprenti (j'ai 6 ans de 

Conservatoire derriere moi, je joue de la guitare, de la batterie et de= 
la 

basse). 


J'ai achet= 
-—-0__=nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnI IMusVwfwwlO0Ohefn 


Content—-Disposition: inline 
Content-Transfer-Encoding: quoted-printable 


X-MIME-Autoconverted: from 8bit to quoted-printable by camsg001.camb.scee.sony.co. 


id OAA29878 


=A8=A6 au d=A8=A6but de 1l'ann=A8=A6e une carte son Soundblaster AWE64 gol= 
d et 

un 

synth=A8=A6 pour commencer a composer, et j'ai fait plein de morceaux de 
tout 

style. Etant donn=A8=A6 que ces morceaux sont dans mon PC en norme midi, 
je pense 

qu'ils peuvent int=A8=A6resser des concepteurs de jeux de tous 

niveaux pour leurs 


uk 


uk 
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projets. 

Et surtout, j'ai envie de faire des musiques sp=A8=A6cialement pour un je= 
u pour 

lui 

donner toute son intensit=A8=A6 et creer des ambiances. 


En ce moment j'ai beaucoup de temps libre, c'est pourquoi j'attends une 
reponse avec impatience de n'importe qui pouvant =A8=BAtre interess =A8=A6. 


J=A8=A6r 
--0__=nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnIIMusVwfwwl0hefn 
Content-—Disposition: inline 

Content-Transfer-Encoding: quoted-printable 


=F4me JOUANIN 


--0__=nBPyHbrwnb3BC7P5JHfKs3YJeH13iUIbHVyPccFnI IMusVwfwwlO0hefn-—- 


—-MESSAGE FILE 52 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000056 


—-MESSAGE FILE 53 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000057 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game Winner 

Date: 18 May 1998 11:16:21 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 17 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jplp1$5khl@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 18 May 1998 10:21:04 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id LAA25726 
for <news@playstation.co.uk>; Mon, 18 May 1998 11:18:57 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Congratulations to Richard Smithies for winning this month's Fame Game with 
his game 'Hover Car Racing'! 


This game will appear on the August '98 Issue of the Official PlayStation 
Magazine covermount CD. 


Regards 
Sarah 


--MESSAGE FILE 53 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000057 


--MESSAGE FILE 54 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000058 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game 

Date: 4 Jun 1998 14:54:08 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 47 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6168u0Sst1l@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 
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via smtpd (for [194.203.13.2]) with SMTP; 4 Jun 1998 14:00:20 UT 
by camsg001.camb.scee.sony.co.uk (8.9.0/8.9.0) with SMTP id OAA05684 
for <news@playstation.co.uk>; Thu, 4 Jun 1998 14:59:31 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Do you want your Net Yaroze playable demo to be seen by hundreds of 
thousands of people? 


If so, we are currently looking for a Yaroze game to go on the September 
Issue of the Official PlayStation Magazine Demo Disc. If you would like to 
enter the competition, please firstly e-mail me at the above and announce 
your entry on the Newsgroups. Then, post your demo to your to your Home 
Page in a public FTP area (source optional) by Wednesday 10th June, 9am, at 
the latest. Please display the Net Yaroze title screen (see Member's Web 
sitehttp://www.netyaroze-europe.com/yaroze/demos/ftpmain.htmdemodisc. zip) 
for a few seconds at the start of the program. 


The winner will be notified within the week! 


Please note: 


(1) Entries should not contain material copyright of any third party; any 
such entries that are submitted without clear evidence of permission given 
by the third party will not be used. 


(2) All entries must be free of claims of ownership by any third party, and 
must not have been made available to third parties with the intention of 
commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated 
imagery and/or trademarks are copyright material of their respective 
owners. 


Regards 


Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 54 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000058 


--MESSAGE FILE 55 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000059 
Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: NEWSFLASH Best Net Yaroze Game in GDUK 98 Competition 
Date: Wed, 10 Jun 1998 18:05:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <6lmepr$s981@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The Games Developer UK Games Team is delighted to announce a new Category in 
the Games Developer UK '98 Competition, 'The Best Net Yaroze Game'. 


Sony Computer Entertainment Europe has agreed to provide an additional prize 
of £1,000 for 'The Best Net Yaroze Game' which will go to the best entry 
within this Category. Entrants will also be eligible for the overall prize 
of £5,000 for the Best UK Game Developer '98. 


The GDUK Competition gives all games enthusiasts, those in or out of work, 
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students from schools, colleges and universities the 

opportunity to make their mark in an industry currently worth £5 billion 
world wide. There are cash prizes in five categories as well 
as the chance to win the overall award of Best UK Games Developer 1998. 


Closing date for Registration is 30th June 1998 and for Submission of your 
entry 31st August 1998. 


If you would like to enter into the 'Best Net Yaroze Game', then all you 
need to do is e-mail info@gduk.co.uk or visit http: //www.gduk.co.uk/ 
GDUK will then forward an information pack and Registration Form to you by 
post. Please note that the Competition is open to all UK residents. 


Let us know if you are entering by mailing PS_Yaroze@playstation.sony.com 


In addition to the GDUK Rules and Regs, please note the following additions 


1. Participants into 'The Best Net Yaroze Game' Category must be registered 
SCEE UK Net Yaroze Members. 

2. Net Yaroze entries should be placed on the Member's Home Page by 31st 
August 1998 which is the Competition closing 

date. SCEE will arrange for all Net Yaroze entries to be put onto gold disc 
which will then be submitted to GDUK for judging purposes. 

3. Entrants into 'The Best Net Yaroze Game' Category should indicate this 
clearly on the GDUK registration form and entrants should also e-mail their 
intention to enter the competition to Net Yaroze administration at SCEE 
PS_Yaroze@playstation.sony.com 


I look forward to hearing from you! 
Kind regards 
Sarah Bennett 


Net Yaroze Project Manager 


--MESSAGE FILE 55 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000059 


--MESSAGE FILE 56 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000060 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Closing date for Games Developer UK '98 Comeptition 

Date: Mon, 29 Jun 1998 12:52:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6n7ul3S$q6cl6@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.announce:60 scee.yaroze.freetalk.english:1 
284 


Please note that Monday 29th and Tuesday 30th June 1998 are the last days 
you can register your entry(s) into the 'Best Net Yaroze Game' Category 
within the GDUK '98 Competition. Registrations received after 30th June 
will not be accepted. 


Please forward your registration by e-mail to info@gduk.co.uk or call 0800 
7315300. GDUK will then forward an information pack and Registration Form 
to you by post. Please note that the Competition is open to all UK 
residents. 


For more information please see http://www.gduk.co.uk/ 


Don't forget to let us here at SCEE know if you are entering the Competition 
by mailing PS_Yaroze@playstation.sony.com but remember to e-mail GDUK 
first! 
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Thanks! 
Sarah 


--MESSAGE FILE 56 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000060 


--MESSAGE FILE 57 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000061 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.announce 

Subject: Re: New Yaroze Dev FAQ 

Date: 30 Jun 1998 11:39:21 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Sender: thutton@TECH10 

Message-ID: <uogvbekhi.fsf@cybec.com.au> 

References: <6n71lcl$4atl@scea> <35981C32.AC9F87F4@jps.net> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Elliott Lee <tenchi@jps.net> writes: 


> Add: 

> 

> Each Playstation contains 2 MB of main memory, of which about 512 KB 
> is used by the operating system (0x80000000-O0x8008ffff) leaving 

> approximately 1.4 MB for use. 


Well, I'm being picky here, but 0x00090000 is exactly 576K, a bit more 
than ‘about 512K'. 


Toby. 
PS. I just tried to post this to scea.yaroze.announce as a reply and 
was denied, using the SCEE news server. Is it just me? 


—-MESSAGE FILE 57 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000061 


--MESSAGE FILE 58 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000062 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Fame Game:scee.yaroze.announce 

Date: Mon, 6 Jul 1998 13:12:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <6ngedeSrq81@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Do you want your Net Yaroze playable demo to be seen by hundreds of 
thousands of people? 


If so, we are currently looking for a Yaroze game to go on the October Issue 
of the Official PlayStation Magazine Demo Disc. If you would like to enter 
the competition, please firstly e-mail me at the above and announce your 
entry on the Newsgroups. Then, post your demo to your to your Home Page in 
a public FTP area (source optional) by Tuesday 7th July, 9am, at the latest. 
Please display the Net Yaroze title screen (see Member's Web site 
http://www.netyaroze-europe.com/yaroze/demos/ftpmain.htmdemodisc.zip) for a 
few seconds at the start of the program. 


The winner will be notified within the week! 
Please note: 
(1) Entries should not contain material copyright of any third party; any 


such entries that are submitted without clear evidence of permission given 
by the third party will not be used. 
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(2) All entries must be free of claims of ownership by any third party, and 
must not have been made available to third parties with the intention of 
commercial usage. 


(3) Entries must be created using Net Yaroze libraries only, and created by 
a Net Yaroze member. 


(4) Product titles, publisher/developer names, brands and associated imagery 
and/or trademarks are copyright material of their respective owners. 


Regards 


Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 58 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000062 


—-MESSAGE FILE 59 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000063 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: NY demo page... 

Date: Thu, 16 Jul 1998 17:38:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 
Message-ID: <6oleg0Sofp9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.36 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi everyone, 


As some of you may know from the NY newsgroups, I am setting up a 
page to list new demos. At the moment, the attached text file is more or 
less the form I plan on using for submissions. Could you please take a 
look at it and tell me what you think? I don't want to go adding many 
more categories as I think it already covers the most important stuff, 
but if anyone has any good ideas (or hates some of it) please let me 
know! 


The page will be text-based - NO graphics - which means v. quick 
loading times and will enable you to download those demos with minimum 
trouble! Of course, with all this going on you can forget about me 
getting my GDUK entry in on time :-) 


Please DON'T mail me your latest demo details just yet - I want to 
give myself a 24 hour period for your feedback on the prototype before I 
put the final pages up Friday night. Check my NY homepage (listed below) 
or the SAQnet mirror Saturday or late Friday evening for the official 
v1.0 form... 


Thanks, 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


--MESSAGE FILE 59 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000063 


--MESSAGE FILE 60 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000064 
Path: chuka.playstation.co.uk!news 
From: "Nick Ferguson" <nickf@saqnet.co.uk> 
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Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: New Member Demos 

Date: Fri, 17 Jul 1998 21:24:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6o0obuvSofp15@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.2.150.53 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.announce:64 scee.yaroze.freetalk.english:1 
438 scee.yaroze.mydemos:229 


It's here! 

Please get vaguely into it! 

The New Member Demos hub is now online at the following sites: 
http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 
http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 

Please check it out, get what it's all about and bookmark it! Then, when 
you next have something new to post, let me know about it using the form 


on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
Now, if only I could get in touch with those pesky SCEI lads... 


Nick F 


PS This idea won't die. I really, really *will* keep this site updated! 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


--MESSAGE FILE 60 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000064 


--MESSAGE FILE 61 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000065 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Sat, 18 Jul 1998 18:25:51 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 15 

Message-ID: <35BODA9E.698C7610@nospam.easynet.co.uk> 

References: <6o0o0buvSofp15@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:65 scee.yaroze.freetalk.english:1 
446 scee.yaroze.mydemos:231 


Nick Ferguson wrote: 


> "...despite all that's happened, there are still 
> some people with a sense of humour!" 


That's from Dawn of the Dead isn't it?! 
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PS. I'm working on a demo, which I'll let you have soon (maybe in a week or 
two) 


--MESSAGE FILE 61 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000065 


--MESSAGE FILE 62 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000066 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: 8th Wonder looking for Net Yaroze Programmers 

Date: 20 Jul 1998 13:10:42 GMT 

Organization: SCEE 

Lines: 43 

Message-ID: <01bdb37b$49a2d780Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


The backing of Sony has given us creative freedom in the games we produce. 
If that's as important to you as it is to us, we need: 


Software Engineers 


We are looking for talented and enthusiastic software engineers to join our 
team developing for Sony Playstation. 


Successful candidates will display an avid interest in video games coupled 
with knowledge of 3D programming and comprehensive C experience. 


Experience in any of the following areas is advantageous (but not 
essential): 


3D APIs (eg. Playstation, N64, SegaGL, OpenGL or Direct3D) 
Assembly language. 

Commercial game development 

Algorithm theory. 

Object oriented design methods. 

C++ 

Playstation programming (incl. Yaroze) 

Post A Level maths or physics. 

Unix 


Apply, including CV and work samples to: 


Human Resources Manager 
Eighth Wonder 

4 Fairway Court 

Amber Close 

Amington 

Tamworth 

Staffordshire 

B77 ARP. 


Please ensure that discs are self-booting. 

or 

email: jobs@8w.co.uk 

Eighth Wonder does not use recruitment agencies. 


--MESSAGE FILE 62 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000066 


—-MESSAGE FILE 63 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000067 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Mon, 20 Jul 1998 21:09:57 +0100 


Net Yaroze newsgroups message dump.txt Page 39 


Organization: Debri Productions 

Lines: 33 

Message-ID: <ldch86o0.t7aetgj2iah8N@al-—88-100.a1l.nl1> 
References: <6o0o0buvSofp15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:67 scee.yaroze.freetalk.english:1 
486 scee.yaroze.mydemos:232 


Make a small banner-like of image of your demo's list. I will put it 
(linked to your page) on my page. 


DEnnis.. 


It's here! 

Please get vaguely into it! 

The New Member Demos hub is now online at the following sites: 
http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 
http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 

Please check it out, get what it's all about and bookmark it! Then, when 
you next have something new to post, let me know about it using the form 


on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
Now, if only I could get in touch with those pesky SCEI lads... 


Nick F 


PS This idea won't die. I really, really *will* keep this site updated! 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

"...despite all that's happened, there are still 

some people with a sense of humour!" 

--MESSAGE FILE 63 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000067 


VVVVVVVVVVVVV VV VV VV VV VV VV 


--MESSAGE FILE 64 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000068 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Mon, 20 Jul 1998 21:45:56 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35b3ba2e.440957208@news.scea.sony.com> 

References: <6o0o0buvSofp15@chuka.playstation.co.uk> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.announce:68 scee.yaroze.freetalk.english:1 
498 scee.yaroze.mydemos:233 


This is a great idea. It would be nice to go to one page to reference 
all the demos instead of having to jump around web sites all the time. 
I'll put a link on the FAQ. 


Jamin 
On Fri, 17 Jul 1998 21:24:50 +0100, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


>It's here! 
> 


Net Yaroze newsgroups message dump.txt Page 40 


>Please get vaguely into it! 


> 

>The New Member Demos hub is now online at the following sites: 
> 

>http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 

> 


>http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 

> 

>Please check it out, get what it's all about and bookmark it! Then, when 
>you next have something new to post, let me know about it using the form 
>on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
>Now, if only I could get in touch with those pesky SCEI lads... 

> 

>Nick F 

> 

>PS This idea won't die. I really, really *will* keep this site updated! 
> 
>http://www.saqnet.co.uk/users/nickf 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 
>ICQ #9464742 


>"...despite all that's happened, there are still 
>some people with a sense of humour!" 

> 

> 

> 

> 


--MESSAGE FILE 64 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000068 


—-MESSAGE FILE 65 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000069 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: ECTS tickets for Net Yaroze Members 

Date: Thu, 30 Jul 1998 19:14:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6pqcjvSfvf4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have a limited number of Registration Forms for ECTS 98. If you would 
like to attend please e-mail the following information and I will forward a 
Registration Form to you by post 


full name 
full postal address 
daytime telephone number 


Los PS_Yaroze@playstation.sony.com 
Subject: ECTS 


Please note that this offer is for Net Yaroze Members only. 
Regards 


Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 65 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000069 


—-MESSAGE FILE 66 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000070 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze games at ECTS 
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Date: Fri, 31 Jul 1998 16:29:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6psn9qSfvf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your work 
to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


Tos PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 

daytime telephone number 

Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Demos / New download area / Filename demodisc.zip 


Regards 
Sarah 


—-MESSAGE FILE 66 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000070 


--MESSAGE FILE 67 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000071 
Path: chuka.playstation.co.uk!news 

From: "MadMark" <o_shea@post12.tele.dk> 

Newsgroups: scee.yaroze.announce 

Subject: MadMark MiniCompetition 

Date: Tue, 11 Aug 1998 03:36:32 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6qo7e6$8143@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp112.hil.tele.dk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


MadMark MiniCompetition is up. Don't vote now though, just read the rules 
and start contemplating who, why and for how much!!!!? 


--MESSAGE FILE 67 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000071 


—-MESSAGE FILE 68 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000072 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze Members Site 

Date: 13 Aug 1998 14:34:14 GMT 

Organization: SCEE 

Lines: 13 

Message-ID: <0Olbdc663Sf0a74d40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi everyone, 
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The Net Yaroze members site is under construction during the following 
weeks. 


Please have patience during this time as the website won't be 100%. Thank 
you. 
Regards, 


The Net Yaroze Team 


—-MESSAGE FILE 68 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000072 


—-MESSAGE FILE 69 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000073 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.announce 

Subject: Profilelist 

Date: Thu, 13 Aug 1998 22:15:35 +0200 

Organization: Debri Productions 

Lines: 42 

Message-ID: <lddq0gu.39cjvkwz1850N@al1-88-138.al1.nl1> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Hai All, 


My profile-list now counts 45 members and I hope it will keep expanding. 
There is now also the oppertunity to add an image. 
I Already have pictures of: 


— DEnnis (myself) 
- Roberet Swan 

- Nick F 

— Paul Bircham 


I would like pictures of the members already on the list. With images 
you can have an picture in mind so you have a cleu who your dealing 
(speaking) with. 

If you don't have your profile on my list, please mail me the info or 
ask for a 'mail-form'. If you attach a picture, please sent a JPG-file. 
Name the picture after your membername. So in my case (membername = 
madmac) it's "madmac.jpg". 

Anyhow... My page can be found at: 

http://www.al.nl/macsupport/debri 

or 

http://come.to/debri 

or 

http://debri.ml.org 


or 


http://www.netyaroze-europe.com 


Cheers DEnnis... 


PS. The course-page has been updated... 
-—-MESSAGE FILE 69 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000073 


--MESSAGE FILE 70 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000074 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Thu, 13 Aug 1998 22:18:15 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <lddq0jx.1lmlfgcp13r11ibN@al1-88-138.al.nl1> 

References: <0Olbdc663Sf0a74d40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hi everyone, 

> 

> The Net Yaroze members site is under construction during the following 

> weeks. 

> Please have patience during this time as the website won't be 100%. Thank 
> you. 

> 

> Regards, 

> 

> 


The Net Yaroze Team 


What is thet??? Yaroze member site? what can we expect?? 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 70 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000074 


--MESSAGE FILE 71 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000075 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Fri, 14 Aug 1998 11:08:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <35D40CA5.4E7E@manc.u-net.com> 

References: <Olbdc663$f0a74d40Sf2e832a2@gbain.wav.scee.sony.co.uk> <lddq0jx.1lmlfgcpl 
3r11ibN@al-88-138.al.nl> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I thought Yaroze members couldn't post to this newsgroup -- 
I read it was for administrative announcements etc only? 


I guess DEnnis you found a way through! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


--MESSAGE FILE 71 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000075 


--MESSAGE FILE 72 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000076 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Fri, 14 Aug 1998 13:51:59 +0100 

Organization: I wish! 

Lines: 10 

Message-ID: <35D432EF.3A94@mdx.ac.uk> 

References: <Olbdc663$f0a74d40S$f2e832a2@gbain.wav.scee.sony.co.uk> <lddq0jx.1lmlfgcpl 
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3rllibNQal-88-138.al.nl> <35D40CA5.4E7E@manc.u-net.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Shaughnessy wrote: 

> I thought Yaroze members couldn't post to this newsgroup -- 
> I read it was for administrative announcements etc only? 

> 

> I guess DEnnis you found a way through! 


Dennis just bugged the newsgroup for ages and ages until it just gave up 
and let his post on :) 


Rob 
--MESSAGE FILE 72 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000076 


—-MESSAGE FILE 73 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000077 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Fri, 14 Aug 1998 17:36:58 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <lddr6oky.12fmmgj1f0lh9yN@al1l-88-117.al.nl1> 

References: <Olbdc663$f0a74d40S$f2e832a2@gbain.wav.scee.sony.co.uk> <lddq0jx.1mlfgcpl 
3r11ibN@al-88-138.al.nl> <35D40CA5.4E7E@manc.u-net.com> 

NNTP-Posting-Host: 81-88-117.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


I thought Yaroze members couldn't post to this newsgroup -- 
I read it was for administrative announcements etc only? 


> 
> 
> 
> I guess DEnnis you found a way through! 

> Jim 

You're right Jim, 

Sometimes you can, sometimes you can't. I just tried lot's of times... 


Cheers DEnnis... 
—-MESSAGE FILE 73 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000077 


--MESSAGE FILE 74 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000078 
Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Fri, 14 Aug 1998 19:14:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6rlur0Sea91@chuka.playstation.co.uk> 

References: <Olbdc663$f0a74d40S$f2e832a2@gbain.wav.scee.sony.co.uk> <lddq0jx.1lmlfgcpl 
3r11libN@al-88-138.al.nl> <35D40CA5.4E7E@manc.u-net.com> <lddréky.12fmmgj1f0lh9yN@al- 
88-117.al.nl> 

NNTP-Posting-Host: client157b.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert was right, DEnnis just kept bugging the newsgroup until it let him 
post, but if thats what DEnnis did, how did I post my message? 


Paul 


--MESSAGE FILE 74 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000078 
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—-MESSAGE FILE 75 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000079 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Fri, 14 Aug 1998 20:34:19 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <lddrk7f£.1lvhbik5vttrtuN@al—88-140.al.nl1> 

References: <Olbdc663S$f0a74d40$f2e832a2@gbain.wav.scee.sony.co.uk> <lddq0jx.1lmlfgcpl 
3r11ibN@al-88-138.al.nl> <35D40CA5.4E7E@manc.u-net.com> <35D432EF.3A94@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


James Shaughnessy wrote: 
I thought Yaroze members couldn't post to this newsgroup -- 
I read it was for administrative announcements etc only? 


v 


> 
> 
> I guess DEnnis you found a way through! 


Dennis just bugged the newsgroup for ages and ages until it just gave up 
and let his post on :) 


VVVVVVVV VV 


Rob 
Am I that obvious for you all? 


DEnnis.. 
--MESSAGE FILE 75 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000079 


--MESSAGE FILE 76 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000080 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze Members Site 

Date: Fri, 14 Aug 1998 20:50:51 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <lddraqvn.y74b4ctvbtmkN@al1-88-140.a1l.nl1> 

References: <Olbdc663$f0a74d40S$f2e832a2@gbain.wav.scee.sony.co.uk> <lddq0jx.1lmlfgcpl 
3r11libN@al-88-138.al.nl> <35D40CA5.4E7E@manc.u-net.com> <lddréky.12fmmgj1f01lh9yN@al- 
88-117.81.ու» <6rlur0Sea91l@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> Robert was right, DEnnis just kept bugging the newsgroup until it let him 
> post, but if thats what DEnnis did, how did I post my message? 

> 

> Paul 


Ha, Paul... I probably killed it!!! Now it's open to everybody ;-) 


Dennis... 
--MESSAGE FILE 76 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000080 


--MESSAGE FILE 77 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000081 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: RELEASE ANNOUNCE: RsdANIM v1.5 

Date: 17 Aug 1998 18:17:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 216 

Message-ID: <0Olbdca0a$929ba700S$230b0a0a@Angelal.intelligent-—group.com> 
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NNTP-Posting-Host: 194.131.235.3 
X-Newsreader: Microsoft Internet News 4.70.1155 


Xref: chuka.playstation.co.uk scee.yaroze.announce:81 scee.yaroze.programming.3d_gra 
phics: 839 


Announcing the next release of RsdANIM (1.5), and RsdANIM_lib (v2.0). 
Available from my yaroze WWW page now.... 


Changes from 1.4 are listed below. Action Replay support is removed from 
this 
release (not permanently, just for a while). 


[28/7/98] 
o Started adding code to use the Datel Action Replay to provide a fast 
previewer 

actually on the Playstation itself (taken from my ARS server/client 
code). 
o New toolbar added "Action Replay Control". 
o AR port setup available in options dialog. 
o AR comms class integrated into program (based on the stuff I wrote for 
ARS). 


[29/7/98] 
o AR texture download works. Bloody quick it is as well. 
o Fixed bug in vertex selection (couldn't click to select a single vertex 
if 

you had Show Vertices enabled without having Show Model enabled as well). 
o Added the "View Track" check box to the Action Replay Control toolbar. 
o Added Action Replay Comms Error dialog in case comms ops timeout. 
Provides Retry or Cancel 

options. 
o New CRC checked block transfer method for AR comms. I should go back and 
put this into 

ARS :) 
o Added AR model download code (save a temporary TMD as 
"c:\temp\temp_tmd.tmd", then downloads that). 


[30/7/98] 
o Added AR zoom & rotation control. 
o Coded Playstation side previewer. 
o AR preview mode works fine now....excellent!!! 


[2/8/98] 
o Improved speed of AR download approx. 300% by changing the process 
priority for the duration of 

the download, and removng timeout detection once a download is in 
progress (you may occasionally 

get an error using this, but it's worth it for the 99% of the time it 
works fine and is loads 

faster). 
o Added AR forced EXE download to put the previewer onto the playstation 
real quick. I probably 

cann't actually do a release with this code in, but it's quite useful. 
o Added playstation graphics resolution selection to the AR previewer and 
RsdANIM. 
o Added remote reset button to the AR Control toolbar. 


[3/8/98] 
o Added poly4 support to the TMD saving routine. 
New primitives: 
FP4 
GP4 
FP4N 
GP4N 
FTP4 
GTP4 
FTP4N 
GTP4N 
This is used both by the direct TMD saving code (Save As->TMD) and the 
Action Replay previewer, 
(which saves out a temporary TMD to download to the Playstation). 
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o Inlined the playstation side AR previewer EXE into the RsdANIM 
executable. 

This will probably not make it into a general release version (see note 
on forced exe download 

on 2/8/98). 


[4/8/98]: Limited distribution source release 1.5 (prerelease) 
Released to a small number of people who offered 
to help with debugging some issues with the 
Direct3D code. 
Thanks to Steve Spiller & Mario Wynands for their help. 


[5/8/98] 
o Added CPU & GPU load profiler to PSX side previewer. 
o Added switches to turn these on and off from RsdANIM's TOOLS menu. 
o Fixed bug in RSD saving, bones skeleton now correctly saves baseframe 
skeleton instead of 
current edit frame skeleton. 


[6/8/98] 
o Bones skeleton now saved for all keyframes, previously only the baseframe 
skeleton was saved. 

Older bones files will still load, but will save out in the new extended 
format. 
o Plugged the memory leak (at long last) that's been giving me grief since 
v1.0 :) 
o When we arrive at the final frame of an animation, correctly set the 
bones and stuff (the 2nd 

to last frame's bones skeleton was being set instead). 


[7/8/98] 
o Added new binary MIMe save code. 
o Extended the PSX side RsdANIM library with two new functions: 


LinkMIMe () : links a binary MIMe file so you can then use InitMIMe() 
n 
ԼԵ: 

ReleaseMIMe(): releases a MIME_HANDLE and free's the memory allocated to 
it 


o Added support for animation previewing on the playstation. 
— New button in AR Control bar "AR Send MIMe" 
— Support in the PSX side previewer for downloading binary MIMe files. 
(animation plays continously once started). 


[10/8/98] 
o Re-arranged the TOOLS menu a bit. 
o Added new function "Delete Movement" (Tools->Movement->Delete). 


o Added new function "Remove Texture" (Tools->Texture->Remove). Removes all 
refferances 
to the selected texture from the model. All faces painted with it are 
made coloured, 
all other texture ID's are renumbered and the texture is removed from the 
RSD altogether. 
Slight fix to the set as coloured face option. 
Added new function "Rename Movement" (Tools->Movement->Rename) 
Added new function "Rename Keyframe" (Tools->Keyframe->Rename) 
Added new function "Rename Poly Group" (Tools->Group->Rename) 
Added new generic rename function (Edit->Rename), will rename 
Movements, Groups or Keyframes. 


OOOOO 


[11/8/98] 
o Added new function "Ungroup Polygons" (Tools->Group->Ungroup). 
o Fixed tools menu Tools->Keyframe->Delete to actually work. 
o Added new generic delete funtion (Edit->Delete), will delete Movements & 
Keyframes and ungroup 

Poly Groups (really, it deletes the grouping information, hence it being 
on the delete option). 
o Following Mario's suggestions on Backbuffer/Z-Buffer creation in the 
Direct3D code, I've added 

some retry code that attempts to ensure that the display is actually 


օ 
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created correctly. A bit 

techie, but what it does is shrink the window and keep trying to create a 
Direct3D display 

using repeatedly smaller windows until it finds a size that your 3D card 
can handle. 

Note that this doesn't apply if you're using the software renderer. 
o Added a new pane in the Options dialog. This allows you to set the 
maximum view pane size. 

So, you can setup a huge max size so that you can have a single view full 
screen? Well, perhaps. 

Depends how much memory you've got on your 3D card. If you're using the 
software renderer 

(NO from the startup dialog) then you're in luck, as the DirectX 6 
software renderer will 

happily display 1280*1024*16bit Z-Buffered 3D images. Of course, the 
bigger the display pane, 

the slower it updates...... 


[12/8/98] 
o Added new recentering function to the Model info panel, to allow all 
frames of an animation 

to be re-centred. 
o Re-scale & re-centre now correctly effect the bones skeleton. 
o Holding down shift when selecting bones with the pick tool will now 
select bones when you click 

on their start joint. 
o Holding down shift when using the Rotate Bone tool will now rotate about 
the joint end instead. 
o New function "locked rotate joint". Not sure how to describe what it does 
- try it on a model 

to see. 


[13/8/98] 

o Recoded the Direct3D textured display driver to get a bit better 
performance. 

o Fixed the problem with using shift as the joint/bone modifier. 


[14/8/98] 
o Improved the drag & drop operation of the Project Manger Tree slightly. 
o Right click on an item in the Project Manager Tree now gets you a popup 
menu 

with common operations in it. Exactly which depends on what type of item 
you click 

on (eg. right-clicking on a Keyframe get you a menu with Edit 
Info,Rename,Replace & Delete in it). 


[15/8/98] 

o Model Info dialog now shows centre point of object as well. 

o Rotate joint & locked rotate joint now show the angle (in degrees & 
radians) in the view pane. 
o "Save As Rsd" now actually works and saves as the RSD filename you 
select. 


17/8/98] 

Added "Measure Angle" function. 

More performance optimisations in the texture view display code. 
Optimised the RecalculateVertexNormals() code (improves display speed). 
Play Preview (on PC) - right button click & drag to change viewing angle 
now works whilst a preview is playing... 


Օօ ՕՕՕ-.- 


[4/8/98]: Public Release 1.5 
NOTES: The AR control stuff isn't disabled is this release, but 


I've 
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not released the Playstation side client yet, as I've yet to put 


together 


a Yaroze libps built version (current version uses pro-dev library 
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Craig Graham, 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
--MESSAGE FILE 77 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000081 


--MESSAGE FILE 78 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000082 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: NEW MEMBERS WEBSITE 

Date: 18 Aug 1998 14:46:25 GMT 

Organization: SCEE 

Lines: 12 

Message-ID: <01lbdca53$0c5475c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all, 


The new website is complete and running. We hope you find it much easier 
to navigate and 

find the files or documents you need. Please address problems and broken 
links 

to the appropriate news group. 


Regards, 


The Net Yaroze Team 
—-MESSAGE FILE 78 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000082 


—-MESSAGE FILE 79 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000083 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: NEW FILES AND DOCUMENTS 

Date: 18 Aug 1998 14:46:27 GMT 

Organization: SCEE 

Lines: 10 

Message-ID: <01bdca53$86372860Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all, 


There are a number of new files located on the new site. These 
include new tools and documents. Please feel free to roam around 
the new site. 


Regards, 


The Net Yaroze Team 
--MESSAGE FILE 79 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000083 


--MESSAGE FILE 80 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000084 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: TUTORIAL 

Date: 18 Aug 1998 14:49:11 GMT 

Organization: SCEE 

Lines: 12 

Message-ID: <0Olbdca53$f00e3080Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all, 
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There is a new tutorial on the website in the documents area. 
There is no docs for the tutorial yet but the example code is 
clean and has plenty of comments. Please feel free to give 
feedback on what has been completed. 


Regards, 


George@SCEE 
—-MESSAGE FILE 80 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000084 


--MESSAGE FILE 81 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000085 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <0Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


To: PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 

daytime telephone number 

Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 
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--MESSAGE FILE 81 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000085 


--MESSAGE FILE 82 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000086 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


--MESSAGE FILE 82 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000086 


—-MESSAGE FILE 83 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000087 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: THE IMMACULATE COLLECTION 

Date: 19 Aug 1998 07:48:42 GMT 

Organization: SCEE 

Lines: 18 

Message-ID: <0lbdcaelSfb75dde0$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all, 
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As this section is new on the website I shall explain it. 
"The Immaculate Collection" is a collection of games or 
demos done by Net Yaroze Members. To put it simple, 

they are the best of best. To have your game/demo 

on this top ten list simple post on the newsgroups where 
it is, so we can evalulate it. Good-luck. 


*NOTE* 
For all those games/demos listed in "The Immaculate Collection" 
and are not the current versions simply e-mail me directly the latest. 


Regards, 


George@SCEE 
—-MESSAGE FILE 83 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000087 


--MESSAGE FILE 84 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000088 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 


Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


VVVVVVVVVVV VV 


Nick F 
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--MESSAGE FILE 84 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000088 


--MESSAGE FILE 85 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000089 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: TUTORIAL 

Date: Wed, 19 Aug 1998 10:46:09 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <1lde082h.151lu7xulqxosoxN@al-88-126.al.nl1> 

References: <Olbdca53$f00e3080Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hello all, 

> 

> There is a new tutorial on the website in the documents area. 
> There is no docs for the tutorial yet but the example code is 
> clean and has plenty of comments. Please feel free to give 

> feedback on what has been completed. 

> 

> 

> Regards, 

> 

> George@SCEE 

I want to use your code but I won't name you in my docs... Will you 


attack me in public so I get lots of hits on my counter ;-) 
hehehehehe, sorry.... just playing up..... 


DEnnis.... 
--MESSAGE FILE 85 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000089 


--MESSAGE FILE 86 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000090 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: NEW MEMBERS WEBSITE 

Date: Wed, 19 Aug 1998 10:46:11 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <lde085w.gtu2217bx1lrmN@al-88-126.al.nl1> 

References: <01lbdca53$0c5475c0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 
Hello all, 


The new website is complete and running. We hope you find it much easier 
to navigate and 

find the files or documents you need. Please address problems and broken 
links 

to the appropriate news group. 


Regards, 


VVVVVVVVV VV 


The Net Yaroze Team 


Uhhh..... If I don't like the new style, may I be honest and let you 
know? I liked the frames-one better. The new Dblack one needs more 
loading and the black makes it a bit messy since you used some images 
that were designed for a white background. Like the bleu bullets at the 
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Homepages-section. Now they have white (anti-aliassed) edges. 

With less colour and graphics I think the page looks a bit boring. The 
rather dark bleu text on the black background is harder to read and a 
black background makes it more difficult to print. 


but this is just my opinion.... 


Cheers DEnnis... 
--MESSAGE FILE 86 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000090 


--MESSAGE FILE 87 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000091 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: NEW FILES AND DOCUMENTS 

Date: Wed, 19 Aug 1998 10:46:13 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <lde08hd. 8iny64c3dlqmN@al-88-126.a1l.nl1> 

References: <0Olbdca53$86372860Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 
Hello all, 
There are a number of new files located on the new site. These 


include new tools and documents. Please feel free to roam around 
the new site. 


Regards, 


VVVVVVV VV 


The Net Yaroze Team 


Cool. thanks! 


Cheers DEnnis... 
—-MESSAGE FILE 87 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000091 


—-MESSAGE FILE 88 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000092 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: THE IMMACULATE COLLECTION 

Date: Wed, 19 Aug 1998 10:55:32 +0200 

Organization: Debri Productions 

Lines: 25 

Message-ID: <lde08s8.7ef08mlav3sweN@al-—88-126.a1l.nl1> 

References: <OlbdcaelSfb75dde0$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


For all those games/demos listed in "The Immaculate Collection" 
and are not the current versions simply e-mail me directly the latest. 


> Hi all, 

> 

> As this section is new on the website I shall explain it. 
> "The Immaculate Collection" is a collection of games or 
> demos done by Net Yaroze Members. To put it simple, 

> they are the best of best. To have your game/demo 

> on this top ten list simple post on the newsgroups where 
> it is, so we can evalulate it. Good-luck. 

> 

> 

> *NOTE* 

> 

> 

> 

> 


Regards, 
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> 
> George@SCEE 


Idea is great, a bit like Nick's Demo-list. I do think that some more 
games would be good. Why not make it a top 20 list? There is enough 
around I think and it's hgetting more in a fast pace. 


DEnnis... 
--MESSAGE FILE 88 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000092 


--MESSAGE FILE 89 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000093 
Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: TUTORIAL 

Date: Wed, 19 Aug 1998 11:07:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6rebp4$12e18@chuka.playstation.co.uk> 

References: <Olbdca53$f00e3080Sf2e832a2@gbain.wav.scee.sony.co.uk> <lde082h.151lu7xul 
qxosoxN@al-88-126.al.nl1> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I want to use your code but I won't name you in my docs... Will you 
>attack me in public so I get lots of hits on my counter ;-) 
Se ed sorry.... just playing up..... 
տոր ՋԱՐ 
DEnnis, 


John 


--MESSAGE FILE 89 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000093 


--MESSAGE FILE 90 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000094 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: TUTORIAL 

Date: Wed, 19 Aug 1998 20:51:38 +0200 

Organization: Debri Productions 

Lines: 19 
Message-ID: <ldeOop9.lbxa5m4lrruilpN@al-88-115.al.nl> 

References: <Olbdca53$f00e3080Sf2e832a2@gbain.wav.scee.sony.co.uk> <lde082h.151lu7xul 
qxosoxN@al-88-126.al.nl> <6rebp4$12e18@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-115.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


John Whitmore <john@jwhit.demon.co.uk> wrote: 


>I want to use your code but I won't name you in my docs... Will you 
>attack me in public so I get lots of hits on my counter :-) 

> 

>hehehehehe, sorry.... just playing up..... 

> 

>DEnnis.... 


DEnnis, 


VVVVVVVVV VV 


John 


Sorry, I shouldn't have done that. I was drunk when I wrote this... 
please ignore... (if possible) 
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DEnnis.. 
—-MESSAGE FILE 90 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000094 


--MESSAGE FILE 91 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000095 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: NEW MEMBERS WEBSITE 

Date: Thu, 20 Aug 1998 02:06:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35DB7687.772@manc.u-net.com> 

References: <0O1lbdca53$0c5475c0Sf2e832a2@gbain.wav.scee.sony.co.uk> <lde085w.gtu2217b 
xlrmN@al-88-126.al.nl> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> Homepages-section. Now they have white (anti-aliassed) edges. 

> With less colour and graphics I think the page looks a bit boring. The 
> rather dark bleu text on the black background is harder to read and a 
> black background makes it more difficult to print. 


Hey DEn, funny you mention the dark blue text... 

Take a look at who's entry is the last before the text buggers 
up (hence who's fault it is....) you might find the name is 
FAmiliar to you ... :) 

Jim 


I think I'm the only one whe MUCH prefers the new look. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


--MESSAGE FILE 91 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000095 


--MESSAGE FILE 92 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000096 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: TUTORIAL 

Date: Thu, 20 Aug 1998 09:30:04 +0100 

Organization: I wish! 

Lines: 8 
Message-ID: <35DBDE8C.2904@mdx.ac.uk> 

References: <Olbdca53$f00e3080Sf2e832a2@gbain.wav.scee.sony.co.uk> <lde082h.151lu7xul 
qxosoxN@al-88-126.al.nl> <6rebp4$12e18@chuka.playstation.co.uk> <lde0Qop9.1lbxa5m41rru 
ilpN@al-88-115.al.nl> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 
> Sorry, I shouldn't have done that. I was drunk when I wrote this... 
> please ignore... (if possible) 


Sorry, DEnnis (the MEnace) :) but when we met you on the course, you 
said you didnt drink!! What really happened? 


Rob 
--MESSAGE FILE 92 END: net—yaroze-usenet/00000001-SCEE/yaroze/announce/00000096 
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—-MESSAGE FILE 93 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000097 


Path: chuka.playstation.co.uk!news 
From: "Paul Holman" <Paul_Holman@€scee.sony.co.uk> 
Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Stats-—Man 
Date: Thu, 20 Aug 1998 09:33:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <6rgno6$12e21@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-8859-1" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: chuka.playstation.co.uk scee.yaroze.announce:97 scee.yaroze.freetalk.english:1 


843 


FYI, we've run a few stats on the usage of the site. 


Looks interesting - at least a quarter of possible Members access the site at least 


once a week. It will be interesting to see if 
the new improved interface helps. 


Incidentally, for those discussing the site - our goal was for ease of 
downloads. Another issue we faced is the vast 

range of browsers used to access the site, which meant that the lowest 
nator had to be used (and even then those using 

Palm Pilot ones may have a few problems). Interesting to compare to 
onal" site whereby 70% used IE 4 or above, and 

almost all the rest used the latest versions of Netscape Navigaor.... 


Anyway, here's the top 15 files downloaded in the last month, congrats 
1 


/~c_graham/ftp/rsdaniml_4.zip 
/~c_graham/ftp/pgirl.zip 
/~shaughnj/ftp/bgedit.zip 
/yaroze/ftp/scee/tutor/chapl.zip 
/~c_graham/ftp/rsdanim_lib.zip 
/~jwhitmor/ftp/escapevll.zip 
/~middex2/ftp/gdukl.zip 
/yaroze/ftp/scee/tutor/chap4.zip 
/~MADMARK/ftp/AirlockP.zip 

10: /~middx_uni/ftp/tutorial.zip 

11: /yaroze/ftp/utils/graphic/timtool/timtool.zip 
12: /yaroze/ftp/scee/tutor/chap8.zip 
13: /~deruiter/ym.zip 

=: /yaroze/ftp/scee/tutor/chap3.zip 
15: /~deanmc/ftp/gduk1l.zip 

=: /~shaughnj/ftp/connect4.zip 


NO OO —] OY 1 i QO N = 


use and quick 
common denomi 


our "professi 


to "c_graham" 


--MESSAGE FILE 93 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000097 


--MESSAGE FILE 94 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000098 


Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Stats—Man 

Date: Thu, 20 Aug 1998 11:16:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6rgt77$12e23@chuka.playstation.co.uk> 
References: <6rgno6$12e21@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Xref: chuka.playstation.co.uk scee.yaroze.announce:98 scee.yaroze.freetalk.english:1 


846 
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>1: /~c_graham/ftp/rsdaniml_4.zip 
>2: /~c_graham/ftp/pgirl.zip 

>3: /~shaughnj/ftp/bgedit.zip 

>4: /yaroze/ftp/scee/tutor/chapl.zip 
>5: /~c_graham/ftp/rsdanim_lib.zip 
>6: /~jwhitmor/ftp/escapevll.zip 

>7: /~middex2/ftp/gdukl.zip 

>8: /yaroze/ftp/scee/tutor/chap4.zip 
>9: /~MADMARK/ftp/AirlockP.zip 

>10: /~middx_uni/ftp/tutorial.zip 


Wow, 
I'm like totally impressed...6th position, 2nd highest 
game..... cheers Sony you've just made my day (along with the fact I'm going 
out with my girlfriend for a drink!!!).... 


John 


John Whitmore 
/jwhitmor 


--MESSAGE FILE 94 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000098 


--MESSAGE FILE 95 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000099 
Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 11:18:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6rgta6$12e24@chuka.playstation.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:99 scee.yaroze.freetalk.english:1 
847 


> Wow, 
> I'm like totally impressed...6th position, 2nd highest 
>game..... cheers Sony you've just made my day (along with the fact I'm going 


>out with my girlfriend for a drink!!!).... 
Sorry that should say EX girlfriend...... hmmmmm 


John 


>John Whitmore 
>/jwhitmor 


> 


--MESSAGE FILE 95 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000099 


—-MESSAGE FILE 96 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000100 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 
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Date: Thu, 20 Aug 1998 12:38:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35DCOA9A.B33C3F0F@easynet.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> <6rgta6$12e24@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:100 scee.yaroze.freetalk.english: 
1849 


John Whitmore wrote: 


>> Wow, 

>> I'm like totally impressed...6th position, 2nd highest 

> >game..... cheers Sony you've just made my day (along with the fact I'm going 
> >out with my girlfriend for a drink!!!).... 

> 

> Sorry that should say EX girlfriend...... hmmmmm 


Such are the sacrifices of being a coder. 

I've pacified my partner by buying her lots of presents (books, CDs, Spanish 
language courses) in an attempt to gain some time to do my GDUK entry. 
Unfortunately we go away on holiday on Monday, so I've now got only 3 days left. 


Oh well, here's looking forward to GDUK '99 


Phil 


--MESSAGE FILE 96 END: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000100 


--MESSAGE FILE 97 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000101 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: NEW MEMBERS WEBSITE 

Date: Thu, 20 Aug 1998 14:28:22 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <lde262t.v917k71mbnm4gN@al1-—88-110.al.nl1> 

References: <Olbdca53$0c5475c0S$f2e832a2@gbain.wav.scee.sony.co.uk> <lde085w.gtu2217b 
xlrmN@al-—88-126.al.nl> <35DB7687.772@manc.u-net.com> 

NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


DEnnis Brinkhuis wrote: 

> Homepages-section. Now they have white (anti-aliassed) edges. 

With less colour and graphics I think the page looks a bit boring. The 
rather dark bleu text on the black background is harder to read and a 
black background makes it more difficult to print. 


Vv v v 


Hey DEn, funny you mention the dark blue text... 

Take a look at who's entry is the last before the text buggers 
up (hence who's fault it is....) you might find the name is 
FAmiliar to you ... :) 


Jim 


VVVVVVVVVVVV VV 


I think I'm the only one whe MUCH prefers the new look. 


hehehe.... thats no fault!! that getting attention without the use of 
pictures... չ-) 


Net Yaroze newsgroups message dump.txt Page 60 


DEnnis.. 
—-MESSAGE FILE 97 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000101 


--MESSAGE FILE 98 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000102 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: TUTORIAL 

Date: Thu, 20 Aug 1998 14:28:29 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <1lde265k.64mld35ndp9qN@al-—88-110.al.nl1> 

References: <Olbdca53$f00e3080Sf2e832a2@gbain.wav.scee.sony.co.uk> <lde082h.151lu7xul 
qxosoxN@al-—88-126.al.nl> <6rebp4$12e18@chuka.playstation.co.uk> <ldeQop9.1lbxa5m41rru 
ilpN@al-88-115.al.nl> <35DBDE8C.2904@mdx.ac.uk> 

NNTP-Posting-Host: al-88-110.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> > Sorry, I shouldn't have done that. I was drunk when I wrote this... 
> > please ignore... (if possible) 

> 

> Sorry, DEnnis (the MEnace) :) but when we met you on the course, you 
> said you didnt drink!! What really happened? 

> 

> Rob 


Thats true, I maybe drink once or twice a year. I don't like beer, but I 
do have a 2L bottle of wiskey in my cupboard wich I mix with cola. 

I only drink when I'm alone and very sad.... (thinking of my brother and 
stuff). 

But that just happens very occasionally. So don't think that I'ma 
lonley alcoholic, the bottle is more than a year old and still not 
empty. 


DEnnis.. 
—-MESSAGE FILE 98 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000102 


—-MESSAGE FILE 99 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000103 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats—Man 

Date: Thu, 20 Aug 1998 14:10:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35DC2056.C75DDB3A@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s3-35-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:103 scee.yaroze.freetalk.english: 
1853 


Paul Holman wrote: 


> Palm Pilot ones may have a few problems). Interesting to compare to our "profes 
sional" site whereby 70% used IE 4 or above, and 
> almost all the rest used the latest versions of Netscape Navigaor.... 


The pro-site does look load's prettier - obviously not done by George(or by me eithe 
r, I must have one of the crappest looking pages on 
SCEE), 


but the new-look pro pages take forever to load (the old one was better). 


> Anyway, here's the top 15 files downloaded in the last month, congrats to "c_graha 
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1: /~c_graham/ftp/rsdaniml_4.zip 


Do I win a prize for that ? A Gran Turismo compatible steering wheelwould go down ni 
cely ;) 


> 2: /~c_graham/ftp/pgirl.zip 


I ripped that file from the Japan mirror and put my girfriends face on it(she'll be 
overjoyed at her new - found fame...). 


> 3: /~shaughnj/ftp/bgedit.zip 
> 4: /yaroze/ftp/scee/tutor/chapl.zip 
> 5: /~c_graham/ftp/rsdanim_lib.zip 


And I'll be right up there next month as well 'coz of the releaseof RsdANIM v1.5, Rs 
dGANIM_ lib v2 & the forthcoming Action Replay 

model & animation preview plugin for RsdANIM - Mario W. can back me 

up on how much people will want this one :) 


Oh yeah - and I'll be finally putting a nice game demo using RsdANIM 
animations up there RSN as well ;) 


Craig. 


—-MESSAGE FILE 99 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000103 


—-MESSAGE FILE 100 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000104 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 14:13:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35DC20F4.E5B6A259@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 
NNTP-Posting-Host: dl-s3-35-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:104 scee.yaroze.freetalk.english: 
1854 


Craig Graham wrote: 


> > Anyway, here's the top 15 files downloaded in the last month, congrats to "c_gra 
ham" ! 
>> 


> > 1: /~c_graham/ftp/rsdanim1_4.zip 
> 


> Do I win a prize for that ? A Gran Turismo compatible steering wheelwould go down 
nicely ;) 
Even better - how about a couple of tickets to the Sony ECTS party? 


Craig. 


--MESSAGE FILE 100 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000104 


—-MESSAGE FILE 101 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000105 
Path: chuka.playstation.co.uk!scea!camsg001.camb.scee.sony.co.uk!camsg001.camb.scee. 
sony.co.uk! localnews.wav.scee.sony.co.uk!not-—for-mail 
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From: "Paul Holman, SCEE" <Paul_Holman@€scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats—Man 

Date: Thu, 20 Aug 1998 16:05:33 +0100 

Organization: Sony Computer Entertainment Europe (Waverley House) 

Lines: 15 

Message-ID: <6rhdpaStpj$1@localnews.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: publicweb.wav.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:105 scee.yaroze.freetalk.english: 
1855 


Hi Craig, 
Yes, the pro site was able to be built with lots of nice Java. 


Although this is out of context, it shouldn't be slower - the actual 
"footprint" of the site (in terms of bytes that need to be downloaded) was 


cut dramatically. The only thing I can think of is that you have a very 
fast line, but a very slow speed client ? Take this to the pro' groups.... 
Paul 


PS I can see it now, people downloading their file a few thousand times to 
bump up the hits... but I can think of a way it might work. 


--MESSAGE FILE 101 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000105 


—-MESSAGE FILE 102 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000106 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: 20 Aug 1998 18:26:05 GMT 

Organization: SCEE 

Lines: 18 

Message-ID: <01lbdcc04S$9a0b28c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:106 scee.yaroze.freetalk.english: 
1857 


Hi there, 
This I have to see.... 
George 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35DC2056.C75DDB3A@hinge.mistral.co.uk>... 


> Oh yeah - and I'll be finally putting a nice game demo using RsdANIM 
> animations up there RSN as well ;) 
> 


Craig. 


> 
> 
> 
> 
> 


--MESSAGE FILE 102 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000106 


—-MESSAGE FILE 103 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000107 
Path: chuka.playstation.co.uk!news 
From: "George Bain" <George_Bain@Playstation.sony.com> 
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Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: 20 Aug 1998 18:26:27 GMT 

Organization: SCEE 

Lines: 26 

Message-ID: <0lbdcc04Sa67bab20Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <35DC20F4.E5B6A259@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:107 scee.yaroze.freetalk.english: 
1858 


Hi there, 
Dream a little more... 
George 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35DC20F4.E5B6A259@hinge.mistral.co.uk>... 

> 

> 

> Craig Graham wrote: 

> 

> > > Anyway, here's the top 15 files downloaded in the last month, 
congrats to "c_graham" | 

>>> 

> > > 1: /~c_graham/ftp/rsdanim1_4.zip 

>> 

> > Do I win a prize for that ? A Gran Turismo compatible steering 
wheelwould go down nicely ;) 


Even better - how about a couple of tickets to the Sony ECTS party? 


Craig. 


VV VV V V V 


--MESSAGE FILE 103 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000107 


—-MESSAGE FILE 104 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000108 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 20:56:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35dc8abb.334957@news.playstation.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> <6rgta6$12e24@chuka.playstation.co.uk> <35DCOA9A.B33C3F0F@easynet.co.uk> 
NNTP-Posting-Host: p45-francolin-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.announce:108 scee.yaroze.freetalk.english: 
1861 


On Thu, 20 Aug 1998 12:38:02 +0100, Phil Gooch <philg@easynet.co.uk> 
wrote: 


> 

> 

>John Whitmore wrote: 

> 

>> > Wow, 

>> > I'm like totally impressed...6th position, 2nd highest 
>> >game..... cheers Sony you've just made my day (along with the fact I'm going 
>> >out with my girlfriend for a drink!!!).... 

>> 

>> Sorry that should say EX girlfriend...... hmmmmm 

> 


>Such are the sacrifices of being a coder. 
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> 

>I've pacified my partner by buying her lots of presents (books, CDs, Spanish 
>language courses) in an attempt to gain some time to do my GDUK entry. 
>Unfortunately we go away on holiday on Monday, so I've now got only 3 days left. 
> 

>Oh well, here's looking forward to GDUK '99 

> 

>Phil 

> 

> 


I get no grief from mine at all no matter how long I spend coding at 
night....mind you she does live in Քստտ18..... 


Richard 


--MESSAGE FILE 104 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000108 


--MESSAGE FILE 105 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000109 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 22:42:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35DC982F.E3200F19@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <6rhdpaStpj$1@localnews.wav.scee.sony.co.uk> 

NNTP-Posting-Host: dl-s43-75-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:109 scee.yaroze.freetalk.english: 
1863 


Paul Holman, SCEE wrote: 


> fast line, but a very slow speed client ? Take this to the pro' groups.... 
Sorry I mentioned it here - althought, you did mention it first.... 

> Paul 

> 

> PS I can see it now, people downloading their file a few thousand times to 
> bump up the hits... but I can think of a way it might work. 


Hmmm.. I'd feel offended if I was that way inclined... 


Craig. 


--MESSAGE FILE 105 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000109 


——MESSAGE FILE 106 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000110 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 22:46:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35DC9932.1E1B81C@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <Olbdcc04$9a0b28c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: dl-s43-75-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Xref: chuka.playstation.co.uk scee.yaroze.announce:110 scee.yaroze.freetalk.english: 
1864 


George Bain wrote: 


> Hi there, 

> 

> This I have to see.... 

> 

Ye of little faith....get Mark_Breugelmans to show you the logobeckRsdANIM 


animations I mailled him (on PSX if he's got it setup) 
- they appear in the game :) 


> George 


Craig. 


--MESSAGE FILE 106 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000110 


——MESSAGE FILE 107 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000111 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 12:15:25 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <35DD56CD.5DBD791Béscee.sony.co.uk> 

References: <01lbdca0a$929ba700S230b0a0a@Angelal.intelligent-group.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

To: cgraham@hinge.mistral.co.uk 

Xref: chuka.playstation.co.uk scee.yaroze.announce:111 scee.yaroze.programming.3d_gr 
aphics: 841 


The Zip file of RSDAnim is infected with a virus! Please check your system IMMEDIATE 
LY. We found it 
with the _latest_ DAT files of Mcafee (http://www.mcafee.com). Mcafee states that th 


e virus is not 
reparable, but other virus checkers have repaired it. 


The virus is called W32.CIH.SPACEFILLER, and it will infect almost every EXE within 
the system. 


Kinda takes the sheen off that number one download status, huh? :0) 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Smiley faces were meant to be annoying. 
—-MESSAGE FILE 107 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000111 


—-MESSAGE FILE 108 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000112 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Important - Technical Requirements Checklist Document 

Date: Fri, 21 Aug 1998 13:24:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 13 

Message-ID: <6rjo09t$d24j9@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


IMPORTANT: 

We have published a document 'Technical Requirements for Net Yaroze 
Software' which can be found on the Net Yaroze Members site in 'Documents' 
http://www.netyaroze-europe.com/yaroze/docs/main.htm. The TRC document 
contains a set of guidelines to which Net Yaroze software appearing on 
published PlayStation titles (such as cover discs MUST comply. These include 
requirements and recommendations on logo usage, naming conventions, 
functionality, peripheral handling and user interface features. 


-—-MESSAGE FILE 108 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000112 


--MESSAGE FILE 109 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000113 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 14:28:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35DD7600.F1FF6359@hinge.mistral.co.uk> 

References: <Olbdca0a$929ba700S$230b0a0a@Angelal.intelligent-—group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s5-37-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:113 scee.yaroze.programming.3d_gr 
aphics: 842 


James Russell wrote: 

> Kinda takes the sheen off that number one download status, huh? :0) 
Bugger - thanks James....which V Killer sorts it out? 

> James 


Craig. 


—-MESSAGE FILE 109 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000113 


——MESSAGE FILE 110 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000114 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 14:48:44 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <35DD7ABC.47B2D4C3@scee.sony.co.uk> 

References: <0Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:114 scee.yaroze.programming.3d_gr 
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aphics: 843 

Craig Graham wrote: 

> 


> Bugger - thanks James....which V Killer sorts it out? 


AntiViral Toolkit - http://www.avp.com/ 
Mcafee VirusScan - http://www.mcafee.com/ 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


3 kinds of people: those who can count & those who can't. 
-—-MESSAGE FILE 110 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000114 


—-MESSAGE FILE 111 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000115 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: GDUK Entries 

Date: Fri, 21 Aug 1998 16:43:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6rk40k$d24j10@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


All those entering the GDUK Competition - please could you create and send a 
Read-me file with your game entry. 


Thank you. 


--MESSAGE FILE 111 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000115 


—-MESSAGE FILE 112 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000116 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@Compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 18:29:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6rkb0a$d24j12@chuka.playstation.co.uk> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> 

NNTP-Posting-Host: mfs2-dnbqy-166.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:116 scee.yaroze.programming.3d_gr 
aphics: 845 


James Russell wrote in message <35DD7ABC.47B2D4C3@scee.sony.co.uk>... 

>Craig Graham wrote: 

>> 

>> Bugger - thanks James....which V Killer sorts it out? 

> 

How dangerous is this Virus - 

Are we talking major hard disk wipe out or just another bacteria type virus. 
Does it affect EXEs only or data files as well 


I had better get a virus checker pronto before my GDUK entry gets eaten! 


Cheers 


Nick (s) 
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--MESSAGE FILE 112 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000116 


——MESSAGE FILE 113 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000117 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 19:16:14 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <35DDB96E.AE8BE2F4@scee.sony.co.uk> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j312@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:117 scee.yaroze.programming.3d_gr 
aphics: 846 


Nick Slaven wrote: 

> 

> How dangerous is this Virus - 

> Are we talking major hard disk wipe out or just another bacteria type virus. 
> Does it affect EXEs only or data files as well 


Well, I had to install Windows again, and most of my other apps. Win32 EXEs are the 
only ones 

affected. It doesn't change the file size, and most apps _seem_ to work ok, but it c 
ompletely 

crashed my compilers and linkers, and it took ages to find out why. Mcafee didn't sa 
y if it did 

anything other than replicate itself (ie, "on the Xth day օք the Xth month 19XX it w 
111 wipe your 

system"), but I'd get rid of it ASAP if I were you. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Et tu, Bob? 
—-MESSAGE FILE 113 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000117 


—-MESSAGE FILE 114 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000118 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 14:57:47 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <6rkq01$Slqh5@scea> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:118 scee.yaroze.programming.3d_gr 
aphics: 847 


James Russell wrote in message <35DDB96E.AF8BE2F4@scee.sony.co.uk>... 
>Nick Slaven wrote: 


Net Yaroze 


>> 
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>> How dangerous is this Virus - 
>> Are we talking major hard disk wipe out or just another bacteria type 


virus. 
>> Does it 


affect EXEs only or data files as well 


It replicates in Win95 program files. It's a nasty bugger... Depending on 
what version you have, on the 26th of any given month, it will attempt to 
nuke your FlashBIOS and the MBRs of your hard disks. I was able to 
disinfect my systems with Norton and everything still seems to work fine. 


> 


>Well, I had to install Windows again, and most of my other apps. Win32 EXEs 
are the only ones 


>affected. 


but it completely 


It doesn't change the file size, and most apps _seem_ to work ok, 


>crashed my compilers and linkers, and it took ages to find out why. Mcafee 


didn't say 


if it did 


>anything other than replicate itself (ie, "on the Xth day of the Xth month 
19XX it will wipe your 


>system"), 
> 


but I'd get rid of it ASAP if I were you. 


I agree... ASAP. 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>Et tu, Bob? 


-Steve 


--MESSAGE FILE 114 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000118 


--MESSAGE FILE 115 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000119 
Path: chuka.playstation.co.uk!news 
From: "Nick Slaven" <NickSlaven@compuserve.com> 


Newsgroups 


: scee.yaroze.announce, scee. yaroze.programming.3d_graphics 


Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 


Date: Sat, 


22 Aug 1998 03:22:01 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 26 


Message-ID: 
References: 


D791B@scee 
ee.sony.co 


<6rlago$d2j14@chuka.playstation.co.uk> 

<01lbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
-sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
-uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 


o.uk> <6rkq01Slqh5@scea> 
NNTP-Posting-Host: mfs2-dnbqz-011.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 


X-MimeOLE: 


Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scee.yaroze.announce:119 scee.yaroze.programming.3d_gr 


aphics: 848 


Steve Spiller wrote in message <6rkq01$lqh5@scea>... 
>It replicates in Win95 program files. It's a nasty bugger... Depending on 
>what version you have, on the 26th of any given month, it will attempt to 


>nuke your 


Yikes !! 


FlashBIOS and the MBRs of your hard disks. 


>>Well, I had to install Windows again, and most of my other apps. 


McAffee reported around 350 infected exes & wouldn't fix em, 

fortunately its a new PC (windows 98) & not much installed on it, 

it seemed simpler to nuke the hard disk & reinstall, this was after 
allowing McAffee to delete explorer - kind of like sawing off the branch 
your sat on. 
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Didn't take too long, honest! 


Nick (S) 


--MESSAGE FILE 115 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000119 


—-MESSAGE FILE 116 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000120 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sat, 22 Aug 1998 10:25:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <35DE8E71.F9E8214Béhinge.mistral.co.uk> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01Slqh5@scea> <6rlago$d2j14@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl—-s51-83-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:120 scee.yaroze.programming.3d_gr 
aphics: 850 


Nick Slaven wrote: 


Steve Spiller wrote in message <6rkq01S$lqh5@scea>... 
>It replicates in Win95 program files. It's a nasty bugger... Depending on 
>what version you have, on the 26th of any given month, it will attempt to 
>nuke your FlashBIOS and the MBRs of your hard disks. 


Yikes !! 


VVVVVVVV 


>>Well, I had to install Windows again, and most of my other apps. 

I've used AVP (as recommended by James Russell) to clean the virusoff my system 
- it spotted all the infected files & repaired them. 

System's clean now..... no re-install needed, takes about half an hour. 

> Didn't take too long, honest! 

Sorry for the inconvenience, I've no idea where it came from, but I'll 

replace the archive with a clean one later this weekend...... 

> Nick (S) 


Craig. 


--MESSAGE FILE 116 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000120 


—-MESSAGE FILE 117 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000121 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sat, 22 Aug 1998 11:42:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 38 
Message-ID: <6rm7c4$d24j15@chuka.playstation.co.uk> 
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References: <0Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-—group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01S$lqh5@scea> <6rlago$d24j14@chuka.playstation.co.uk> <35DE8E71.F9E8214B@h 


inge.mistral.co.uk> 
NNTP-Posting-Host: 1d55-007.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scee.yaroze.announce:121 scee.yaroze.programming.3d_gr 


aphics:851 


Craig Graham wrote in message <35DE8E71.F9E8214B@hinge.mistral.co.uk>... 
>Nick Slaven wrote: 

>I've used AVP (as recommended by James Russell) to clean the virusoff my 
system 

>- it spotted all the infected files & repaired them. 

>System's clean now..... no re-install needed, takes about half an hour. 


In hindsite it was rather a rash decision & should have checked out AVP 1st, 


however Mr Carling, Mr Black & Mr Label outvoted me by 3 to 1. 


>Sorry for the inconvenience, I've no idea where it came from, but I'll 
>replace the archive with a clean one later this weekend...... 


No problems - its not your fault. 
Back to rsdanim.... 


What do you reckon to auto bone placement in rsdanim. 

Currently You have to create groups for the limbs & other bits of your model 
& then 

create bones that lie inside the points of the group. 

The likelyhood is that the group ends will be connected to other groups, so 
this already 

defines where the bone ends will be. This would work for "skinned" models as 
well 
since the bone end would be the average of all the points that exist in 2 
joining groups. 


cheers 


Nick (S) 


—-MESSAGE FILE 117 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000121 


—--MESSAGE FILE 118 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000122 


Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Stats—Man 

Date: Sun, 23 Aug 1998 16:54:50 +1200 

Organization: Sidhe Interactive 
Lines: 21 

Message-ID: <6ro6so$d24j17@chuka.playstation.co.uk> 


References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 


co.uk> 

NNTP-Posting-Host: pl8-max6.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Xref: chuka.playstation.co.uk scee.yaroze.announce:122 scee.yaroze.freetalk.english: 


1898 


Craig Graham wrote in message <35DC2056.C75DDB3A@hinge.mistral.co.uk>... 
>Paul Holman wrote: 
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>And I'll be right up there next month as well 'coz of the releaseof RsdANIM 
v1.5, RSdANIM_lib v2 & the forthcoming Action Replay 

>model & animation preview plugin for RsdANIM - Mario W. can back me 

>up on how much people will want this one :) 


Hmmm, realtime PSX preview mode via AR controllable from the PC - yeah, I 
think people around here will be pretty keen :) 


With the rate Craig is adding features expect RSDAnim to be at the top of 
the downloads list for a while. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


-—-MESSAGE FILE 118 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000122 


—-MESSAGE FILE 119 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000123 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: 23 Aug 1998 09:42:00 GMT 

Organization: SCEE 

Lines: 31 

Message-ID: <01lbdcel6$f27072e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <6ro6so$d2j17@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:123 scee.yaroze.freetalk.english: 
1899 


Hi there, 
Maybe, but expect RSDAnim to go through alot of virus checkers first.... 
George 


Mario Wynands <mario@sidhe.co.nz> wrote in article 
<6ro6so$d2j17@chuka.playstation.co.uk>... 

> Craig Graham wrote in message <35DC2056.C75DDB3A@hinge.mistral.co.uk>... 
> >Paul Holman wrote: 
> >And I'll be right up there next month as well 'coz of the releaseof 
RsdANIM 

> v1.5, RsdANIM_lib v2 & the forthcoming Action Replay 

>model & animation preview plugin for RsdANIM - Mario W. can back me 
>up on how much people will want this one :) 


Hmmm, realtime PSX preview mode via AR controllable from the PC - yeah, I 
think people around here will be pretty keen :) 


With the rate Craig is adding features expect RSDAnim to be at the top of 
the downloads list for a while. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


VVVVVVVVVVVVVV VV VV 


--MESSAGE FILE 119 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000123 


——MESSAGE FILE 120 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000124 
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Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sun, 23 Aug 1998 11:30:20 +0100 

Organization: The PC Shop 

Lines: 23 

Message-ID: <35DFEF3C.505F1303@infotrade.co.uk> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01Slqh5@scea> <6rlago$d2j14@chuka.playstation.co.uk> <35DE8E71.F9E8214B@h 
inge.mistral.co.uk> <6rm7c4$d24315@chuka.playstation.co.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr1l24.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:124 scee.yaroze.programming.3d_gr 
aphics:853 


Trashed my system. 
I should have updated my version of Norton's. 


I had to reload everything. 


Although I have back ups of my code I have lost all my old news group data. : ( 

Is there anyway of downloading all the old newsgroups data (It's was a great source 
of help) 

as a block. 

I have tried FTP but cannot get access via my FTP software. 

Any suggestions? 

Cheers, 


Tan 


Craig, it's not your fault. It happens to the best of us mate. 


—-MESSAGE FILE 120 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000124 


—-MESSAGE FILE 121 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000125 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: DOWNLOADS - IMPORTANT 

Date: 23 Aug 1998 10:44:22 GMT 

Organization: SCEE 

Lines: 11 

Message-ID: <0Olbdcelf$a612cd40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


*NOTE* 


Although all checks have been done to unsure that files are not 
infected with a virus, please check all files that you download 
with a virus checker as a second precaution. 


Regards, 


George@SCEE 
--MESSAGE FILE 121 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000125 
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—-MESSAGE FILE 122 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000126 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Sun, 23 Aug 1998 13:28:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35E00AEC.83D5B21A@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <6ro6so$d2j17@chuka.playstation.co.uk> <Olbdcel6S$f27072e0Sf2e832a2@gbain.wav. 
scee.sony.co.uk> 

NNTP-Posting-Host: d3-s7-163-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:126 scee.yaroze.freetalk.english: 
1900 


George Bain wrote: 

> Hi there, 

> 

> Maybe, but expect RSDAnim to go through alot of virus checkers first.... 
(sticks tongue out, blows rasberry) 


> George 


Craig. 


--MESSAGE FILE 122 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000126 


-—-MESSAGE FILE 123 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000127 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sun, 23 Aug 1998 17:02:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6rpego$3604@chuka.playstation.co.uk> 

References: <0Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01S$lqh5@scea> 

NNTP-Posting-Host: lon-dnbsj-219.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:127 scee.yaroze.programming.3d_gr 
aphics: 854 


Steve Spiller wrote in message <6rkq01S$lqh5@scea>... 

>It replicates in Win95 program files. It's a nasty bugger... Depending on 
>what version you have, on the 26th of any given month, it will attempt to 
>nuke your FlashBIOS and the MBRs of your hard disks. I was able to 
>disinfect my systems with Norton and everything still seems to work fine. 


Does Norton ( Win 95 V2.01 here) have a different name for this virus, I've 
checked 

my (recently installed!) copy, & the W32.CIH.SPACEFILLER name does not 
appear in the list. I've the most up to date definition file (19/08/98). 


Nick (S) 
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-—-MESSAGE FILE 123 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000127 


—-MESSAGE FILE 124 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000128 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: ECTS CARDS!!! 

Date: Tue, 25 Aug 1998 17:42:11 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldebm4r.lyxs6cd8042aaN@al-—88-130.a1l.nl> 
NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I'm hunting for those ECTS cards now for a wile and I tried to get them 
from every souce I have. I now have 2 cards registrated on my name. For 
the rest I got lots of brochures.... I chuck most of them in the bin. 
Now I just started reading this and I noticed that the little form on 
thise brochures is also an free entry card. I never payed attention to 
it and I had in mind thet the form had to be sent in or be faxed, thats 
also what the form tells. But... there is also the option to bring the 
filled in form to the ECTS. In that case you do need to get in the que 
at the show (wich can be loooong). Anyhow, I still have about 9 forms. 

I have 2 cards for direct access (with my name on them) and I could sent 
the other 7 out for them who want them. Notice that if you have the 
large brochure (that comes with the personalized cards) also has 2 forms 
on it. So.... a personized card gets you in the easy way without que, 
the forms get you in for free, but do expect a que. If you have a form 
but not a personal ticket, try to fax, mail or register at the site to 
avoid the que. 


For all Net Yaroze-members..... 

Shall we meet at the sony-stand every day at 13.00 hours? That way we 
can meet eachother in person. The sonystand is supposed to be large, so 
we'll be at the Net Yaroze section. Maybe sony can even make a special 
Net Yaroze meetingpoint for us... that would be a good idea.... 

And please try to sent in a picture of you to put with the profiles on 
my profile-list. This way you can recognize some of the members (maybe). 
If your profile is not on the list, please sent me your profile with a 
jpg-picture (name the picture after your membername) 


ok... 


hope to meet you all at the ECTS... 


DEnnis.... 
--MESSAGE FILE 124 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000128 


—-MESSAGE FILE 125 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000129 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: RsdANIM - no more releases : ( 

Date: Tue, 25 Aug 1998 17:55:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35E2EC95.FA63D55Behinge.mistral.co.uk> 

NNTP-Posting-Host: d2-s20-114-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1945 scee.yaroze.announce 
$129 


Unfortunately, I've just lost my nice cosy day job (embedded systems), 
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so I'll have to put a lot of my time into finding, getting into & making 


a good show of, a new job. 


SO aie «աաա I'm afraid as of now I'll be stopping all work on RsdANIM, 
ARS and the nice game demo I was intending to release. This is for 
the forseable future...... 


Sorry, but I gotta pay the rent.... 


Craig Graham. 
(this, on top of the virus - good grief...) 


--MESSAGE FILE 125 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000129 


—-MESSAGE FILE 126 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000130 
Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Tue, 25 Aug 1998 22:15:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6rv613S$pdo9@chuka.playstation.co.uk> 

References: <35E2EC95.FA63D55Behinge.mistral.co.uk> 

NNTP-Posting-Host: p301-106.ppp.get2net.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1948 scee.yaroze.announce 
2130 


Hi Craig, 


Sad to hear.... (Anyway, I think you'll have lots of job opportunities with 
your capabilities, tough!) 


You've previously talked about releasing the source for RSDANIM.-> 

I think it'll be good idea at this point to release it, as there's still 
many bugs and improvements to be made, someone might want to continue 
updating it! 


Furthermore: good luck finding a new job! 


org sys 

ld hl,message 

. loop 

ld a, (hl) 

inc hl 

ora 

ԷՏԻ, 2 

call sys_printchar 

jr loop 

-message db "You're one cool guy!",0 


Regards, 


Carlos Pieterse 


--MESSAGE FILE 126 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000130 


—-MESSAGE FILE 127 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000131 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: 26 Aug 1998 07:46:38 GMT 

Organization: SCEE 
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Lines: 25 

Message-ID: <01bdd062$49255e00Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1950 scee.yaroze.announce 
2434) 


Hi there, 


Lets hope it had nothing to do with infecting dozens of people with a virus 


: ( 
George 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35E2EC95.FA63D55B@hinge.mistral.co.uk>... 

> Unfortunately, I've just lost my nice cosy day job (embedded systems), 
so I'll have to put a lot of my time into finding, getting into & making 


a good show of, a new job. 


SO es 30% I'm afraid as of now I'll be stopping all work on RsdANIM, 
ARS and the nice game demo I was intending to release. This is for 
the forseable future...... 


Sorry, but I gotta pay the rent.... 


Craig Graham. 
(this, on top of the virus - good grief...) 


VVVVVVVVVVV VV VV 


--MESSAGE FILE 127 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000131 


—-MESSAGE FILE 128 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000132 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Wed, 26 Aug 1998 10:35:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35E3D6F5.69EF9079@hinge.mistral.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> <0O1lbdd062$49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> 

NNTP-Posting-Host: d3-s47-203-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1952 scee.yaroze.announce 
2132 


George Bain wrote: 


> Hi there, 

> 

> Lets hope it had nothing to do with infecting dozens of people with a virus 
> :( 

George - can you lay off the virus bit. The fact that my name is plasteredall 


over the SCEE yaroze site (and implied on the ProDev site as well) is 
gonna make it hard enough to get another job as it is. 


And no, it's got bugger all to do with the virus - most of my work is in 
embedded systems, I only coded Playstation stuff for fun, and a bit of 

pro stuff just for the challenge (I didn't even get payed from the last PSX 
project I worked on). 


> George 
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Craig. 


--MESSAGE FILE 128 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000132 


—-MESSAGE FILE 129 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000133 
Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce 

Subject: IMPORTANT calling all GDUK Competitors 

Date: Thu, 27 Aug 1998 12:14:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6s3ee8Sckr6@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


GDUK 98 Competition 


For all you hard working Net Yaroze Members who are entering into the GDUK 
98 Competition you may have realised that you only have a few programming 
days left until the submission date! 


I will be collating entries for all Categories within GDUK 98 created on a 
Yaroze and will burn a gold disc for each category which I will then forward 
to Scottish Enterprise for judging. 


In order that we receive all entries by the Competition closing date please 
read the following carefully 


x Zip up your game and e-mail 
To: PS_Yaroze@playstation.sony.com 
Subject: GDUK 98 Entry 
Please include a contact telephone number for Tuesday 1st September. 


ա Code must arrive at SCEE on Monday 31st August. 


ի Fax or e-mail your GDUK 98 Submission Form(s) to Sarah Bennett at 
0171-390 4324 or 
To: PS_Yaroze@playstation.sony.com 
Subject: GDUK Submission Forms 
by Monday 31st August so that we are able to sort the competition 
entries into categories and 
burn the relevant discs. 


* You look through the GDUK rules once again on their site 
http://www.gduk.co.uk/html/first.html 


In addition to this it would be a good idea to check out the new Technical 
Requirements Checklist document at 
http://www.netyaroze-europe.com/yaroze/docs/yartrcl0.htm and see if your 
game complies with these requirements. 


FYI, If you have any questions, I can be contacted today, Friday and Tuesday 
on 0171-447 1649. I look forward to seeing your entries! 
Regards 


Sarah Bennett 
Net Yaroze Project Manager 


--MESSAGE FILE 129 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000133 


—-MESSAGE FILE 130 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000134 
Path: chuka.playstation.co.uk!news 
From: "Nick Slaven" <NickSlaven@compuserve.com> 
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Newsgroups: scee.yaroze.announce 

Subject: Re: IMPORTANT calling all GDUK Competitors 
Date: Thu, 27 Aug 1998 12:44:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6s3gu8Sckr8@chuka.playstation.co.uk> 
References: <6s3ee8Sckr6@chuka.playstation.co.uk> 
NNTP-Posting-Host: lon-dnbsj-230.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sarah Bennett wrote in message <6s3ee8Sckr6@chuka.playstation.co.uk>... 
>GDUK 98 Competition 

>In order that we receive all entries by the Competition closing date please 
>read the following carefully 


> 

>* Fax or e-mail your GDUK 98 Submission Form(s) to Sarah Bennett at 
>0171-390 4324 or 

> To: PS_Yaroze@playstation.sony.com 

> Subject: GDUK Submission Forms 

> ... by Monday 31st August so that we are able to sort the competition 
>entries into categories and 

> burn the relevant discs. 

> 


I take it that the submission form must include the documentation relating 
to the 

game - ie the background, user instructions, concept etc - or are we 
required to 

post this separately? 


Nick S 


--MESSAGE FILE 130 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000134 


—-MESSAGE FILE 131 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000135 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: IMPORTANT calling all GDUK Competitors 

Date: 27 Aug 1998 13:52:12 GMT 

Organization: SCEE 

Lines: 28 

Message-ID: <01lbdd15e$89fe0920Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6s3ee8Sckr6@chuka.playstation.co.uk> <6s3gu8S$ckr8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Nick, 


Please, include documentation with your game if possible. 
It would be nice to know who did the game, instructions, etc.... 


Regards, 


George@SCEE 


Nick Slaven <NickSlaven@compuserve.com> wrote in article 
<6s3gu8Sckr8@chuka.playstation.co.uk>... 


> I take it that the submission form must include the documentation 
relating 

> to the 

> game - ie the background, user instructions, concept etc - or are we 
> required to 
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post this separately? 


--MESSAGE FILE 131 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000135 


—-MESSAGE FILE 132 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000136 
Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.announce 

Subject: Re: IMPORTANT calling all GDUK Competitors 

Date: Thu, 27 Aug 1998 21:40:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <6s4g75Sckr13@chuka.playstation.co.uk> 

References: <6s3ee8Sckr6@chuka.playstation.co.uk> <6s3gu8S$ckr8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: ppp184.enterprise.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I take it that the submission form must include the documentation relating 
>to the 

>game - ie the background, user instructions, concept etc - or are we 
>required to 

>post this separately? 


Dang, this is confusing! I'm going to just print out my games readme file 
and post that to GDUK with the submission form. Then, email Sony the game, 
the readme file and the details on the submission form. If that's not enough 
then I don't know what is. 


--MESSAGE FILE 132 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000136 


——MESSAGE FILE 133 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000137 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: IMPORTANT calling all GDUK Competitors 

Date: Fri, 28 Aug 1998 01:13:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35E5F634.43CD@manc.u-net.com> 

References: <6s3ee8Sckr6@chuka.playstation.co.uk> <6s3gu8S$ckr8@chuka.playstation.co. 
uk> <6s4g75S$ckr13@chuka.playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ben James wrote: 

> Dang, this is confusing! I'm going to just print out my games readme 

> file and post that to GDUK with the submission form. Then, email Sony 
> the game, the readme file and the details on the submission form. If 

> that's not enough then I don't know what is. 


Email Sony the game? I thought they wanted it on your ftp webpage and 
just email them your phone number for Tuesday in a notice that your 
entering to ps_yaroze. Mmm. 

Well I guessed the same as you and posted a printed README.TXT with my 
submission form to GDUK (it can't hurt can it!) and assume Sony just 
need the details that are on the form -- NOT an actual signed copy 
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(otherwise how would you email it?) I think Sony will print out 

the entries' README.TXT's for collective submission with the gold discs 
(or if not it makes no difference as all the games files will be 

on the CDs anyhoo so the judges oh, would need a Yaroze to read them..) 
Now I'm confused. To be safe just zip your entire Hard Disk and 

email it to them. Sorry I'm getting silly now. This kind of 
tomfoolery belongs in scee..freetalk so I'll go. 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 133 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000137 


—-MESSAGE FILE 134 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000138 
Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.announce 

Subject: Re: IMPORTANT calling all GDUK Competitors 

Date: Fri, 28 Aug 1998 12:34:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6s64jbSckr17@chuka.playstation.co.uk> 

References: <6s3ee8Sckr6@chuka.playstation.co.uk> <6s3gu8S$ckr8@chuka.playstation.co. 
uk> <6s4g75S$ckr13@chuka.playstation.co.uk> <35E5F634.43CD@manc.u-net.com> 
NNTP-Posting-Host: max04-190.enterprise.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Email Sony the game? I thought they wanted it on your ftp webpage and 
>just email them your phone number for Tuesday in a notice that your 
>entering to ps_yaroze. Mmm. 
Check out the first message in this thread. It says: 
* Zip up your game and e-mail 

To: PS_Yaroze@playstation.sony.com 

Subject: GDUK 98 Entry 


Please include a contact telephone number for Tuesday lst September. 


I guess that must mean they want our games emailed to them... 


--MESSAGE FILE 134 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000138 


——MESSAGE FILE 135 START: net-yaroze-usenet/00000001-SCEF/yaroze/announce/00000139 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Code Warrior and Net Yaroze 

Date: 28 Aug 1998 15:59:51 GMT 

Organization: SCEE 

Lines: 21 

Message-ID: <01lbdd239S8fe59ac0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:139 scee.yaroze.programming.codew 
arrior:334 


To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 
b) The only issue is that you cannot use MWDebugIO in a program submitted 
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for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 


Regards, 


The Net Yaroze Team 


—-MESSAGE FILE 135 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000139 


—-MESSAGE FILE 136 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000140 
Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Sat, 29 Aug 1998 20:19:05 +0100 

Organization: The PC Shop 

Lines: 26 

Message-ID: <35E85429.3DE93EC4@infotrade.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr239.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2003 scee.yaroze.announce 
2140 


Sorry to see you go Craig, 

Thanks for all the hard work on RSDAnim & ARS. 
Best of luck in the future. 

lan 

Craig Graham wrote: 


Unfortunately, I've just lost my nice cosy day job (embedded systems), 
so I'll have to put a lot of my time into finding, getting into & making 


a good show of, a new job. 


SO ayuy 3-2 I'm afraid as of now I'll be stopping all work on RSdANIM, 
ARS and the nice game demo I was intending to release. This is for 
the forseable future...... 


Sorry, but I gotta pay the rent.... 


Craig Graham. 
(this, on top of the virus - good grief...) 


VVVVVVVVVVV VV 


--MESSAGE FILE 136 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000140 


—-MESSAGE FILE 137 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000141 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Got a GDUK entry? READ THIS! 

Date: Sun, 30 Aug 1998 10:12:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <6sb58uSkuvl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.2.150.9 
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X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Page 83 


Xref: chuka.playstation.co.uk scee.yaroze.announce:141 scee.yaroze.freetalk.english: 


2008 scee.yaroze.mydemos:247 
Hiya all, 


Seeing as the next 48 hours should see a glut of GDUK and ECTS demos 
making an appearance, I just wanted to remind people that when they put 
their demos on-line, could they PLEASE notify me so I can put a note of 
it on my Member Demo's list? I've noticed a few games have already gone 
up on *.mydemos (Pushy IIb, the rolling ball game) without me being 
mailed about it :-( 

Now, I'm not some demo-regulation facist (oh no I'm not!) but if 
people aren't going to mail me the details of their demos I can't see 
the point in maintaining the site - after all, if I don't get 
notification of demos, people are going to spend time browsing around 
the ng, website etc to try and find them which is what my page is meant 
to prevent. I hoped to provide a COMPREHENSIVE list of all SCEE and SCEA 
demos, which I know I currently don't because the aforementioned games 
(and maybe more?) are missing. I've covered a few demos 'manually' after 
I found them (Grav 1.3, ECTS version of Blitter Boy) but I can't be 
arsed making a habit of it! I realise some people might feel that it 
isn't worth mailing me if they have just released an early beta or small 
update, but the whole point of the site is to provide links to ALL the 
Yaroze demos on one handy page, and if people start making exceptions 
then it rather defeats the point... 


C'mon people - do you want a Member Demo's page or don't you? Those of 
you who have NO IDEA what I'm talking about (where have you been?) visit 
my NY page below... - remember to use the form provided to submit 
details of the demos... 


http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 


Cheers for listening to this rant - I hope I'm mega-busy with updates 
over the next few days!!! 


Nick "only happy when it rains" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 137 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000141 


—--MESSAGE FILE 138 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000142 


Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 
Subject: Re: Code Warrior and Net Yaroze 

Date: Mon, 31 Aug 1998 18:39:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35EADFDF.F1B54B78@ndirect.co.uk> 

References: <Olbdd239S$8fe59ac0$f2e832a2@gbain.wav.scee.sony.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Xref: chuka.playstation.co.uk scee.yaroze.announce:142 scee.yaroze.programming.codew 


arrior:338 


George Bain wrote: 


> To all members, 
> 
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Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 

b) The only issue is that you cannot use MWDebugIO in a program submitted 
for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 


Regards, 


VVVVVVVVV VV 


The Net Yaroze Team 


Sorry George, but I have yet another question. 


Do we HAVE to use the batch file method of preloading? Would it be possible 
to put my graphics/sound files in a sub-directory on the CD and load the 
files from within the program using CdReadFile()? (Just like we do for the 
standard sound files etc.) We could even agree to use our member IDs for 
sub-directory name to save any name confilcts on disk! All my programs are 
designed to work this way. In fact a couple of projects I've been working on 
need to do this as I can't fit it all the main RAM at the same time. 
Obviously I can provide a batch file which loads the executable only. 


Herbs 


—-MESSAGE FILE 138 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000142 


——MESSAGE FILE 139 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000143 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior and Net Yaroze 

Date: 31 Aug 1998 19:03:01 GMT 

Organization: SCEE 

Lines: 37 

Message-ID: <01lbdd4ae$b4258e00Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdd239S$8fe59ac0$f2e832a2@gbain.wav.scee.sony.co.uk> <35EADFDF.F1B54B7 
8@ndirect.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:143 scee.yaroze.programming.codew 
arrior:339 


Hi there, 

Yes, you have to use the batch file method of preloading. Don't 
forget that you can use the "DATA" directory on the Net Yaroze 
CD when loading any of these files for your game. 


Regards, 


George@SCEE 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35EADFDF.F1B54B78@ndirect.co.uk>... 


> Sorry George, but I have yet another question. 

> 

> Do we HAVE to use the batch file method of preloading? Would it be 
possible 

> to put my graphics/sound files in a sub-directory on the CD and load the 
> files from within the program using CdReadFile()? (Just like we do for 
the 

> standard sound files etc.) We could even agree to use our member IDs for 
> sub-directory name to save any name confilcts on disk! All my programs 
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are 
> designed to work this way. In fact a couple of projects I've been 
working on 

> need to do this as I can't fit it all the main RAM at the same time. 
> Obviously I can provide a batch file which loads the executable only. 
> 


Herbs 


V V V V 


--MESSAGE FILE 139 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000143 


—-MESSAGE FILE 140 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000144 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: 31 Aug 1998 22:54:01 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <slrn6umao5.id.tjs@longford.cs.monash.edu.au> 

References: <35E2EC95.FA63D55B@ehinge.mistral.co.uk> <01bdd062S$49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> <35E3D6F5.69EF9079@hinge.mistral.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2040 scee.yaroze.announce 
2144 


On Wed, 26 Aug 1998 10:35:49 +0100, Craig Graham wrote: 

>George Bain wrote: 

> 

>> Hi there, 

>> 

>> Lets hope it had nothing to do with infecting dozens of people with a virus 
>> 3 ( 

> 

>George - can you lay off the virus bit. The fact that my name is plasteredall 
>over the SCEE yaroze site (and implied on the ProDev site as well) is 

>gonna make it hard enough to get another job as it is. 

> 

>And no, it's got bugger all to do with the virus - most of my work is in 
>embedded systems, I only coded Playstation stuff for fun, and a bit of 

>pro stuff just for the challenge (I didn't even get payed from the last PSX 
>project I worked on). 


> 
I don't really know where to follow up on this... There are too many 
threads to cope with... :) Anyway, one final bit of information which (if 


it's true, and the source is reasonably reliable) proves completely that 
Craig can't be held responsible: 


"EA has released free demos of its latest Wing Commander game. Օք course, 
the demo included the recently dreaded win95.CIH virus..." 


Toby. [mmm... that's one insidious virus...] 
-—-MESSAGE FILE 140 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000144 


—-MESSAGE FILE 141 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000145 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Wed, 2 Sep 1998 19:19:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6sk28p$164j9@chuka.playstation.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> <01bdd062S49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> <35E3D6F5.69EF9079@hinge.mistral.co.uk> <slrn6umao5.id.tjs@lo 
ngford.cs.monash.edu.au> 

NNTP-Posting-Host: p36-thrush-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2110.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2093 scee.yaroze.announce 
2145 


Toby Sargeant wrote in message ... 

>On Wed, 26 Aug 1998 10:35:49 +0100, Craig Graham wrote: 

>>George Bain wrote: 

>> 

>>> Hi there, 

>>> 

>>> Lets hope it had nothing to do with infecting dozens of people with a 
virus 


>>> :( 

>> 

>>George - can you lay off the virus bit. The fact that my name is 
plasteredall 


>>over the SCEE yaroze site (and implied on the ProDev site as well) is 
>>gonna make it hard enough to get another job as it is. 

>> 

>Anyway, one final bit of information which (if 

>it's true, and the source is reasonably reliable) proves completely that 
>Craig can't be held responsible: 

> 
>"EA has released free demos of its latest Wing Commander game. Օք course, 
> the demo included the recently dreaded win95.CIH virus..." 

> 

>Toby. [mmm... that's one insidious virus...] 


Too bloody true, I think the Yaroze neighbourhood will miss Craig's 
RSDAnim program and the new version of ARS that was going to be released. 
Craig you will definitely be missed !! 


Cheers for the excellent programs, 


James 


--MESSAGE FILE 141 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000145 


—-MESSAGE FILE 142 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000146 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Sat, 5 Sep 1998 17:42:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 
Message-ID: <6srpm7$66615@chuka.playstation.co.uk> 

References: <35E2EC95.FA63D55B@ehinge.mistral.co.uk> <01bdd062S$49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> <35E3D6F5.69EF9079@hinge.mistral.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2195 scee.yaroze.announce 
2146 


George's comment was totally uncalled for! The whole sorry point of viruses 
is that they get spread by 'carriers'. Craig is just an unwitting carrier 
and victim of the mindless prats who create the viruses. 


JohnT 


Craig Graham wrote in message <35E3D6F5.69EF9079@hinge.mistral.co.uk>... 
>George Bain wrote: 

> 

>> Hi there, 

>> 

>> Lets hope it had nothing to do with infecting dozens of people with a 
virus 

>> 3: ( 
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> 
>George - can you lay off the virus bit. The fact that my name is 
plasteredall 


>over the SCEE yaroze site (and implied on the ProDev site as well) is 
>gonna make it hard enough to get another job as it is. 

> 

>And no, it's got bugger all to do with the virus - most of my work is in 
>embedded systems, I only coded Playstation stuff for fun, and a bit of 
>pro stuff just for the challenge (I didn't even get payed from the last PSX 
>project I worked on). 

> 

>> George 

> 

>Craig. 

> 

> 


--MESSAGE FILE 142 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000146 


—--MESSAGE FILE 143 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000147 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.announce 

Subject: FLibraries and Yaroze Development Template 
Date: Fri, 11 Sep 1998 18:56:24 +0100 

Organization: The Hex Heroes 

Lines: 28 

Message-ID: <35F96448 .A56@writeme.com> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Crikey, being able to post to .announce eh? 
Let's hope I've got something interesting to Say... 


I've spent a substantial chunk of my recent life getting a new project 
off the ground. 


I've taken my old controller library, added NeGcon, mouse and ՇսոՇօո-45 
support (which just happens to be better than the commercial 
implementations). There's a powerful new analogue clipping routine for 
making sure your controllers behave. All fully explained in example 
code. 


There's a screen library chucked in to make things as easy as possible 
for you (fixing a couple of display bugs en route) and a logic library 
for keeping everything in check. 


The most helpful addition however is my Yaroze development template - a 
general purpose, very comprehensible yet superbly flexible beginning for 
all your projects (I use it to start all of mine...) 


Newbies should find it provides a handy start, Yaroze veteran coders can 
use it to get their projects underway in double-quick time. 


Give it a try - what have you got to lose? 
[FLIBS1_0.ZIP] @ http://www.netyaroze-europe.com/~mrfrosty/ 


James (~mrfrosty) 
—-MESSAGE FILE 143 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000147 


—-MESSAGE FILE 144 START: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000148 
Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior and Net Yaroze 

Date: Sun, 13 Sep 1998 18:48:14 +0200 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <35FBF74E.F34C8B67@aol.com> 

References: <Olbdd239S8fe59ac0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 170-22-49.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

To: George Bain <George_Bain@Playstation.sony.com> 

Xref: chuka.playstation.co.uk scee.yaroze.announce:148 scee.yaroze.programming.codew 
arrior:352 


George Bain wrote: 


> To all members, 
> 
> Due to some confusion with members using CW we will 
> clarify some issues. 
> 
> a) CW is fully endorsed by SCEE 
> b) The only issue is that you cannot use MWDebugIO in a program submitted 
> for a demo disk. You have to use the batch file method of preloading 
> graphics and accessing them from a preconfigured address. 
> 
> Regards, 
> 
> The Net Yaroze Team 
>> 
Subject: 


Contest Conditions 
Date: 
11 Mar 1998 10:51:08 -0000 
From: 
Lewis_Evans@Playstation.sony.com 
Organization: 
Sony Computer Entertainment Europe - 119.SS5 
Newsgroups: 
scee.yaroze.beginners 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id CAA13469 

for <news@playstation.co.uk>; Wed, 11 Mar 1998 02:55:47 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hello! 

I start programming on the playstation using the Metroworks CodeWarrior. 
For the most comptetions, that are announced around this are, the explicit 
usage of NY Playstation libraries is required. Does this imply, that it is 
not allowed 

to make use of the MW IO functions to access files on the PC, or is it not 
even allowed to use the CodeWarrior at all to compile the final version, as 
this development environment adopts the libraries shipped with the NY? 
Thanks 

Christoph 


You can feel free to use both CodeWarrior and the MW IO functions. 


Lewis 
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<< 


--MESSAGE FILE 144 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000148 


—-MESSAGE FILE 145 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000149 
Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior and Net Yaroze 

Date: Sun, 13 Sep 1998 18:54:12 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <35FBF8B3.79960A02@aol.com> 

References: <01lbdd239S8fe59ac0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 170-22-49.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:149 scee.yaroze.programming.codew 
arrior:353 


Ouops, 


There seems to be some more confusion. I handed in a version, that does not 
make use of MWDebuGIO but accesses the CDROM. I tested the CDROM access 
function with some files, that are supplied with the demo disc. I also handed 


in two test programs that do not need to load any files at all. Both test 
programs have been compiled using CodeWarrior. One program makes use of the 
heap area and the other one does not. Since I never got any replies, whether 
one of the program works, I deduced, that at least one does not. If this is 
the case, there is a principal problem using CW. 


Christoph Ltirig 


George Bain wrote: 
To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 

b) The only issue is that you cannot use MWDebugIO in a program submitted 
for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 


Regards, 


VVVVVVVVVVV VV 


The Net Yaroze Team 


--MESSAGE FILE 145 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000149 


-—-MESSAGE FILE 146 START: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000150 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.announce, scee.yaroze.pr 
ogramming.gnu_compiler 

Subject: YarozeMaster with AR 

Date: Mon, 14 Sep 1998 16:25:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6tj3908S$4516@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:102 scee.yaroze.a 
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nnounce:150 scee.yaroze.programming.gnu_compiler:245 

Hi there, 

I would like to announce the release of YarozeMaster v2.1. 


The major update is the Action Replay file Server (ARS). ARS is originally 
from Craig Graham, but is now also available in YarozeMaster v2.1. 


Regards! 


--MESSAGE FILE 146 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000150 


—-MESSAGE FILE 147 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000151 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: TUTORIAL - Code Warrior Converted 

Date: 14 Sep 1998 14:55:07 GMT 

Organization: SCEE 

Lines: 11 

Message-ID: <0Olbddf8cSa36eb940Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all, 


There is a new tutorial on the website in the documents area. 
There is no docs for the tutorial yet but the example code is 
clean and has plenty of comments. Please feel free to give 
feedback on what has been completed. 


Regards, 


George@SCEE 
--MESSAGE FILE 147 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000151 


—-MESSAGE FILE 148 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000152 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: TIMTOOL V3.0 

Date: 14 Sep 1998 14:57:09 GMT 

Organization: SCEE 

Lines: 8 

Message-ID: <0Olbddf8cSec6fb040Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


New version of the TimTool is ready for download. 
Please install in a new directory and annouce any bugs 
in the appropiate news groups. 


Regards, 


George@SCEE 
--MESSAGE FILE 148 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000152 


—-MESSAGE FILE 149 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000153 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Tutorials, examples, etc, etc 
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Date: Tue, 15 Sep 1998 11:32:54 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <35FE4256.B73FEQEE@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


As the current maintainer of the 'Official' Yaroze Programming FAQ, I'd like it toc 
ontain a list of 

all the wonderful reference material that people have created, so that new members h 
ave an jumping 
off point. If you have created any tutorials, libraries, references or utilities tha 
t you think 

other people would benefit from, please email me and I'll put it in. At this stage, 
I'm keeping it 

purely technical, so no diaries or game source code links, thanks. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Socrates last words: "I drank WHAT?" 
--MESSAGE FILE 149 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000153 


—-MESSAGE FILE 150 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000154 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: TUTORIAL - Code Warrior Converted Again! 

Date: 16 Sep 1998 09:57:47 GMT 

Organization: SCEE 

Lines: 12 

Message-ID: <01lbde0f5$78446700Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all, 


I have fixed all the Code Warrior programs so that they will 
work with Code Warrior Version 2.0 and above. 


Regards, 


George@SCEE 


--MESSAGE FILE 150 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000154 


—-MESSAGE FILE 151 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000155 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: SOUND TOOL - WAV2VAG2 

Date: 16 Sep 1998 15:55:20 GMT 

Organization: SCEE 

Lines: 13 

Message-ID: <01lbde127S639ab7a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Hi all, 


New version of this conversion tool. It now allows 
looping. 


Regards, 


George@SCEE 


--MESSAGE FILE 151 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000155 


—-MESSAGE FILE 152 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000156 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.announce 

Subject: PAL Eater v1.0 

Date: Wed, 16 Sep 1998 16:18:18 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <36002B1A.5B84E6F1@mw.3com. com> 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:100 scee.yaroze.announce:156 


Hey all you SCEA members, don't you wish you could see what our 

SCEE friends are up to, but that really great game or demo only comes 
as an executable without source, and you don't have a TV that supports 
the PAL format? Well, give "PAL Eater v1.0" a try... It's a DOS 
program that takes a PAL-only Net Yaroze executable and converts 

it to an NTSC Net Yaroze executable! 


You can get it from my web page: 
http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 


Source and documentation is included if you are curious about how 
this program works. I should mention that since I don't have the 
official specs on all the file formats and compiler outputs, I can't 
guarantee it will work on ALL programs, but it did work on all of 
the dozen or so I tried it on. If you find a program it fails to 
convert, let me know and I'll try to fix it. 


I don't have a Mac, otherwise I would have provided a Mac 

version as well. If anyone wants to port it, that'd be great. I only 
had to make a few changes (ulong/ushort already defined, O_BINARY 
wasn't defined) to make it compile on a Sun, so a Linux port 

should be easy as well, for anyone who wants to support that 

platform. 


Have fun with all the new games and demos this opens up to you! 
Ed Federmeyer 


--MESSAGE FILE 152 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000156 


--MESSAGE FILE 153 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000157 
Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <o_shea@post12.tele.dk> 
Newsgroups: scee.yaroze.announce 

Subject: MiniCompetition Results are up 

Date: Mon, 21 Sep 1998 17:49:32 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6u5svbS$fsh9@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip77.hinxrl.ras.tele.dk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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The MiniCompetition is finished, done, kaput. And the winner is Nick 
Fergusson by an overwhelming 100%. Though just two people voted for the 
second round, anyway.... 


hey ho 


—-MESSAGE FILE 153 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000157 


-—-MESSAGE FILE 154 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000158 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: MiniCompetition Results are up 

Date: Tue, 22 Sep 1998 00:24:57 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6u5vkrS$fshl0@chuka.playstation.co.uk> 
References: <6u5svbS$fsh9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 202.82.241.174 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


You love me! You really love me! 
*hem* 


Cheers "anonymous voters" who voted for me (not). Your cheques are in the 
mail. 


Nick "dual 3DFX?" F 


--MESSAGE FILE 154 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000158 


--MESSAGE FILE 155 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000159 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: TOP 10 DOWNLOADS Aug 22- Sept 22 1998 

Date: 23 Sep 1998 14:03:39 GMT 

Organization: SCEE 

Lines: 20 

Message-ID: <01lbde696Sfacf1480Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


1: /yaroze/ftp/scee/tutor/chap2.zip : 148 
2: /yaroze/ftp/scee/tutor/chapl.zip : 136 
3: /yaroze/ftp/scee/tutor/chap6.zip : 135 
4: /yaroze/ftp/scee/tutor/chap9.zip : 121 
5: /yaroze/ftp/scee/tutor/chap4.zip : 117 
6: /yaroze/ftp/scee/tutor/chap7.zip : 109 
7: /yaroze/ftp/scee/tutor/chap8.zip : 108 
8: /yaroze/ftp/scee/tutor/chap3.zip : 103 
9: /~middex2/ftp/gdukl.zip : 100) 

10: /yaroze/ftp/scee/tutor/chap5.zip : 99 


11: /~charlie/ftp/tsyaroze.zip : 98] 

12: /yaroze/ftp/docs/todl.zip : 93] 

13: /yaroze/ftp/docs/periph.zip : 88] 

14: /yaroze/ftp/docs/fileformat.zip : 84] 

15: /yaroze/ftp/tools/snd_pc/vabtool.zip : 83] 


--MESSAGE FILE 155 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000159 
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—-MESSAGE FILE 156 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000160 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: TOP 10 DOWNLOADS Aug 22- Sept 22 1998 

Date: 23 Sep 1998 14:08:31 GMT 

Organization: SCEE 

Lines: 33 

Message-ID: <01lbde697Sa8ae7e60Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <Olbde696Sfacf1480Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Glad to see people are downloading my tutorial. 

I hope that it's helping everyone out! Also, Adventure 
Game and Total Soccer are big downloads. 

Regards, 


George@SCEE 


George Bain <George_Bain@Playstation.sony.com> wrote in article 
<Olbde696Sfacf1480Sf2e832a2@gbain.wav.scee.sony.co.uk>... 


> 

> 

> 

> 1: /yaroze/ftp/scee/tutor/chap2.zip : 148 
> 2: /yaroze/ftp/scee/tutor/chapl.zip : 136 
> 3: /yaroze/ftp/scee/tutor/chap6.zip : 135 
> 4: /yaroze/ftp/scee/tutor/chap9.zip : 121 
> 5: /yaroze/ftp/scee/tutor/chap4.zip : 117 
> 6: /yaroze/ftp/scee/tutor/chap7.zip : 109 
> 7: /yaroze/ftp/scee/tutor/chap8.zip : 108 
> 8: /yaroze/ftp/scee/tutor/chap3.zip : 103 
> 9: /~middex2/ftp/gduk1l.zip : 100] 

> 10: /yaroze/ftp/scee/tutor/chap5.zip : 99 
> 11: /~charlie/ftp/tsyaroze.zip : 98] 

> 12: /yaroze/ftp/docs/todl.zip : 93] 

> 13: /yaroze/ftp/docs/periph.zip : 88] 

> 14: /yaroze/ftp/docs/fileformat.zip : 84] 
> 15: /yaroze/ftp/tools/snd_pc/vabtool.zip : 83] 
> 

> 

> 


--MESSAGE FILE 156 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000160 


—-MESSAGE FILE 157 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000161 
Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.announce 

Subject: help me 

Date: Thu, 01 Oct 1998 16:05:53 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138C40.CAA57B76@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 


ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 
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--MESSAGE FILE 157 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000161 


——MESSAGE FILE 158 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000162 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.announce 

Subject: Memcard Format Utility 

Date: Sun, 11 Oct 1998 21:44:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <362118C2.37CF@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Dear Points Of View, 


There is a new memory card format utility in "getting started", 
by Michael Koziniak of Dev Support, which came to my attention 
thanks to the new regularly-updated news section. I suspect that 
he and a few other Dev Support engineers would never stoop low 
enough to read the Yaroze FAQ which tells us of a much easier 
method -- just type "format bul0:" in siocons. 


It will however be of use to Mac owners I suspect, who cannot use 
siocons in this direct way, so maybe the information should be 
adjusted accordingly? 


Also, the zip file in question actually contains another copy 
of itself padding it all out to 27K, luckily this doesn't recur to 
infinitum.. 


yours sincerely, 
A Viewer 
—-MESSAGE FILE 158 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000162 


——MESSAGE FILE 159 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000163 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.announce 

Subject: Re: Demo competition REMINDER - ONE MONTH TO GO 

Date: Fri, 30 Oct 1998 14:20:51 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <3639CB43.B7126D99@scee.sony.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:305 scee.yaroze.announce:163 


REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 


=== Entries for the Demo Competition must be received by 11:59pm, Sunday Nov 29th 19 


That gives you one month from today! You've had a month to contemplate ideas, so now 
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is the 
time to start panicking and actually code it up. 


REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A male and his money are soon fools. 
—-MESSAGE FILE 159 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000163 


——MESSAGE FILE 160 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000164 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 
Subject: Non NY members 

Date: 16 Nov 1998 19:36:36 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <72pus4Sdvm2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


To all NY members, 


Recently there seems to be alot of people accessing the NY newsgroups 


who are NOT NY members. If any NY members notice people that shouldn't 
be accessing these newsgroups or the members website please e-mail 
"ps_yaroze@playstation.sony.com". Remember that it hurts legit NY 


members when non NY members access the private newsgroups and website 
for free. Keep a lookout for outsiders!! 


Regards, 
George 


--MESSAGE FILE 160 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000164 


—-MESSAGE FILE 161 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000165 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Non NY members 

Date: Mon, 16 Nov 1998 20:26:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <72qlu5Sdvm3@chuka.playstation.co.uk> 
References: <72pus4Sdvm2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-73.androderm.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi George, 

I'm amazed it hasn't happened earlier than this(alot anyways)...... 

But can I just point out how hard it is, several members send messages 

to the NG's from parents/brothers/sisters or whatever - PC's (and Macs;-) 
that are set up differently, for example a post in the 2D group is from 
Sonia Pursley but the sig is - Miles I'm not saying this person is a baaad 
man or anything but... you know what I mean. 


Pete. 
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(needle in a haystack)or(thorn in the side) 


George Bain wrote in message <72pus4Sdvm2@chuka.playstation.co.uk>... 
> 

>To all NY members, 

> 

>Recently there seems to be alot of people accessing the NY newsgroups 
>who are NOT NY members. If any NY members notice people that shouldn't 
>be accessing these newsgroups or the members website please e-mail 
>"ps_yaroze@playstation.sony.com". Remember that it hurts legit NY 
>members when non NY members access the private newsgroups and website 
>for free. Keep a lookout for outsiders!! 

> 

>Regards, 

> 

>George 

> 


--MESSAGE FILE 161 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000165 


—-MESSAGE FILE 162 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000166 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Web site open 

Date: Tue, 17 Nov 1998 20:32:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <72smdn$dvm11l@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well, the subject says it all, I'm created the my Yaroze web site and it's 
online, I've even started the diary. 


Nigel 


--MESSAGE FILE 162 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000166 


—--MESSAGE FILE 163 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000167 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 
Subject: Re: Non NY members 

Date: Wed, 18 Nov 1998 10:06:28 +0100 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldinuwv. 8y4dvllhvgkxeN@al-88-133.al.nl> 
References: <72pus4Sdvm2@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-133.al.nl 

X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@playstation.sony.com> wrote: 
To all NY members, 


Recently there seems to be alot of people accessing the NY newsgroups 
who are NOT NY members. If any NY members notice people that shouldn't 
be accessing these newsgroups or the members website please e-mail 
"ps_yaroze@playstation.sony.com". Remember that it hurts legit NY 
members when non NY members access the private newsgroups and website 
for free. Keep a lookout for outsiders!! 


Regards, 


VVVVVVVVVV VV 


George 
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I did not notice anything yet.. But if you find out that this happens, 
just cansel the membership of the person that gave away his name and 
password. From the other side I get the impression that things are 
moving more and more public. And that does not only happen by choice. 


DEnnis.. 
--MESSAGE FILE 163 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000167 


—-MESSAGE FILE 164 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000168 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Demo Competition - last entries due Midnight Sunday 29th November, 1998 
Date: Fri, 27 Nov 1998 17:28:50 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <365EE152.57D69CF4@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


2 days to go... 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Programming is an art form that fights back. 
--MESSAGE FILE 164 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000168 


——MESSAGE FILE 165 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000169 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Mon, 28 Dec 1998 10:21:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> 

NNTP-Posting-Host: dl-s0-32-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:169 scee.yaroze.programming.3d_gr 
aphics:1093 


As the title say's, release 1.6 of RsdANIM is on my Yaroze WWW site as I 
write. 


Archive includes a few samples, a new version of the RsdANIM_lib 
playstation library, 
updated help files and the program itself. 


Lot's of new toys, but no improvements in compatibility (ie. still 
unlikely to work on NT 
and still not fond of 3DFX cards). 


There's much I could say, but you can download it to find out..... 


Craig. 
http://www.netyaroze-europe.com/~c_graham/ 


--MESSAGE FILE 165 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000169 
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——MESSAGE FILE 166 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000170 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Mon, 28 Dec 1998 16:08:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3687ACFE.D7B43771@hinge.mistral.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> 

NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:170 scee.yaroze.programming.3d_gr 
aphics:1094 


Craig Graham wrote: 


> Lot's of new toys, but no improvements in compatibility (ie. still 
> unlikely to work on NT 
> and still not fond of 3DFX cards). 


Although, that said Mario say's it works on his machine now 
(with a card Viper550, whatever that may be....). 


Craig. 


—-MESSAGE FILE 166 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000170 


--MESSAGE FILE 167 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000171 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Tue, 29 Dec 1998 11:01:29 +1300 

Organization: Sidhe Interactive 

Lines: 23 

Message-ID: <768unk$22920@chuka.playstation.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> <3687ACFE.D7B43771@hinge.mistral 
-co.uk> 

NNTP-Posting-Host: p51-maxll.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.announce:171 scee.yaroze.programming.3d_gr 
aphics:1095 


Craig Graham wrote in message <3687ACFE.D7B43771@hinge.mistral.co.uk>... 
>Craig Graham wrote: 

> 

>> Lot's of new toys, but no improvements in compatibility (ie. still 

>> unlikely to work on NT 

>> and still not fond of 3DFX cards). 

> 

>Although, that said Mario say's it works on his machine now 

>(with a card Viper550, whatever that may be....). 


Previously I had problems with the DirectX acceleration and random crashes, 
but with the new version these problems have gone away. So if you had 
problems before give this new version a try. Its worth it. 


The Diamond Viper 550 is a Riva 128 TNT card. 
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Mario 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


—-MESSAGE FILE 167 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000171 


——MESSAGE FILE 168 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000172 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Mon, 28 Dec 1998 22:51:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <36880B8E.4D37B9D8@hinge.mistral.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> <3687ACFE.D7B43771@hinge.mistral 
.co.uk> <768unk$22920@chuka.playstation.co.uk> 

NNTP-Posting-Host: d3-s22-178-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:172 scee.yaroze.programming.3d_gr 
aphics:1096 


Mario Wynands wrote: 


> Previously I had problems with the DirectX acceleration and random crashes, 
> but with the new version these problems have gone away. So if you had 
> problems before give this new version a try. Its worth it. 


:) 
> The Diamond Viper 550 is a Riva 128 TNT card. 
That explains it. The RivaTNT chipset can do rendering to a window (as can the 


S3 and Videologic chipsets). 3DFX enforces full screen only (apart from the 
Voodoo Rush chipset, but that's full of crap bugs anyway). 


Steve Spiller reckon's I'm not handling the error from the 3Dfx running out of 
memory 

creating the Z-Buffer's, and that's why it doesn't work with a 3Dfx - maybe 
someone 

in the Brighton area wants to lend me a 3Dfx for a week or two & I'll have a 
look? 


> Mario 


Craig. 


—-MESSAGE FILE 168 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000172 


——MESSAGE FILE 169 START: net-yaroze-usenet/00000001-SCEF/yaroze/announce/00000173 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: Viper 550 

Date: Tue, 29 Dec 1998 08:20:33 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7697v9$22922@chuka.playstation.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> <3687ACFE.D7B43771@hinge.mistral 
.co.uk> <768unk$22920@chuka.playstation.co.uk> 

NNTP-Posting-Host: ip—-54-33.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
Xref: chuka.playstation.co.uk scee.yaroze.announce:173 scee.yaroze.programming.3d_gr 
aphics:1097 


Mario Wynands wrote in message <768unk$22920@chuka.playstation.co.uk>... 
> 


>The Diamond Viper 550 is a Riva 128 TNT card. 


Well, it's a Riva *TNT* card, the successor to the Riva 128. 2x AGP, 16MB, 
excellent 2D and 3D (rivalling Voodoo 2 performance) and the ability to cope 
with 32-bit colour and resolutions over 800x600 (with v. little loss of 
speed). Yeah, the TNTs are kick-ass cards. 


(They'd better be as I plan on buying one today!) 


Nick "better stop these irrelevant posts" F 


--MESSAGE FILE 169 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000173 


——MESSAGE FILE 170 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000174 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 09:56:50 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <36909062.19AF9F7Beéscee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:174 scee.yaroze.freetalk.english: 
3236 


Hi everyone, 


w32.cih.spacefiller has cropped up again - this EXTREMELY NASTY virus (e.g trash har 
d disk, wipe PC 
BIOS) has been lurking within Javier's Project Builder application (Pbuilder.zip). I 
f you have 

downloaded it and run the setup, then please check your machine immediately! You can 
download 

checkers from: 


http://www.mcafee.com/ 
http://pspl.com/download/cleancih.htm 
http://www.elusiv.net/killcih.html 


A search for "spacefiller" on Altavista turned up a whole lot of links if the above 
ones don't work. 


Oh, and er, happy new year! 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A little greed can get you lots of stuff. 
—-MESSAGE FILE 170 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000174 
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—-MESSAGE FILE 171 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000175 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 12:52:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3690B979.2D1F8A47@hinge.mistral.co.uk> 

References: <36909062.19AF9F7B@éscee.sony.co.uk> 

NNTP-Posting-Host: dl-s37-69-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:175 scee.yaroze.freetalk.english: 
3237 


James Russell wrote: 


> Hi everyone, 

> 

> w32.cih.spacefiller has cropped up again - this EXTREMELY NASTY virus (e.g trash h 

ard disk, wipe PC 

> BIOS) has been lurking within Javier's Project Builder application (Pbuilder.zip). 
If you have 

> 


Grief - I read the header and thought you were gonna say that I'd done it again 
- can you check the latest RsdANIM archive to make sure it's clean for me James... 


> Oh, and er, happy new year! 

I think we're gonna have to have a submissions procedure for PC programs on the site 
before 

much longer aren't we : ( 


> James 


Craig. 


--MESSAGE FILE 171 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000175 


—-MESSAGE FILE 172 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000176 
Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 14:59:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3690C949.7634DCA4@mundivia.es> 

References: <36909062.19AF9F7B@éscee.sony.co.uk> 

NNTP-Posting-Host: info19555181138.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:176 scee.yaroze.freetalk.english: 
3239 


I'm sorry boys!, I'll update a free virus version as soon as I can. 


Javier. 


Net Yaroze newsgroups message dump.txt Page 103 


--MESSAGE FILE 172 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000176 


——MESSAGE FILE 173 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000177 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 15:34:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3690DF77.5CE1991C@hinge.mistral.co.uk> 

References: <36909062.19AF9F7Bescee.sony.co.uk> <3690C949.7634DCA4@mundivia.es> 
NNTP-Posting-Host: d3-s47-203-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:177 scee.yaroze.freetalk.english: 
3240 


Javier Ventoso wrote: 

> I'm sorry boys!, I'll update a free virus version as soon as I can. 
Happens to the best of us occasionally : ( 

> Javier. 


Craig. 


—-MESSAGE FILE 173 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000177 


—-MESSAGE FILE 174 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000178 
Path: chuka.playstation.co.uk!scea!camsg001.camb.scee.sony.co.uk!camsg001.camb.scee. 
sony.co.uk!www.wav.scee.sony.co.uk!not-—for-mail 

From: "Paul Holman" <Paul_Holman@€scee.sony.co.uk> 

Newsgroups: scee.dev.announce, scee.gen.announce, scee.gen.problems.internet, scee.yaro 
ze.announce 

Subject: SCEE Server Downtime 

Date: Mon, 4 Jan 1999 10:35:08 -0000 

Organization: SCEE Waverley 

Lines: 9 

Message-ID: <76q8p0Sh7mS$1@www.wav.scee.sony.co.uk> 

NNTP-Posting-Host: pholman.wav.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As a result of essential maintenance work, all SCEE Web site and News 
servers will be down at the following dates and times. 


Date of outage : Tuesday 5 / 1 / 1999 


Time of outage : 7:30am - 8:45am (GMT) 


--MESSAGE FILE 174 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000178 


--MESSAGE FILE 175 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000179 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce 

Subject: Level Mappers Required 

Date: 14 Jan 1999 16:22:32 GMT 
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Organization: Sony Computer Entertainment Europe 
Lines: 28 

Message-ID: <7715k8S6d04@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Level Mappers Required 


PictureHouse Software is a small London based development team working 
exclusively for Sony. We are the team who wrote Die Hard Trilogy, and have 
formed our own company to design and program original PlayStation games. 


Our first game is nearing the end of development and we need additional level 
mappers to build environments, program and place enemies. We use a fairly 
complex enemy programming language to determine how enemies behave so 
applicants must have not only some game-play smarts but also general 
programming skills (algorithm design etc.). 


The position offered is initially a temporary one, lasting around six months. 
This may be extended for an exceptional candidate, with the additional 
possibility of a promotion to trainee/support programmer. 


Salary from £12,000 p.a. depending on experience and ability. 


Please send CV and examples of your work as Yaroze executables, or on video 
tape to: 


Simon Pick 

PictureHouse Software Ltd 
7A Lower Grosvenor Place 
London 

SW1W OEN 


—-MESSAGE FILE 175 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000179 


—-MESSAGE FILE 176 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000180 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Level Mappers Required 

Date: Thu, 14 Jan 1999 20:38:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <369E55D4.5BC484B@éhinge.mistral.co.uk> 
References: <7715k8S6d04@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s8-40-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


George Bain wrote: 


> Salary from £12,000 p.a. depending on experience and ability. 


We'll all rush for that one ;) 


BTW. Pixel Logic pay that for the same sort of post but in Sheffield 
(you can live on that in Sheffield, I doubt you can in London). They'll 
pay more for programmers, and are looking at the moment according 

to my friend who works there - and are interested in Yaroze folks as 
well (my sources tell me at least two yaroze programmers have had 
interview's there - one didn't get a job 'coz his code was spaghetti 
stylee, the other guy may get hired). 


Craig. 
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even a nurse makes more than 12K (just) 


--MESSAGE FILE 176 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000180 


—-MESSAGE FILE 177 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000181 
Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Level Mappers Required 

Date: Fri, 15 Jan 1999 14:26:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <369F4FF9.BFDBF5A8@easynet.co.uk> 

References: <7715k8S6d04@chuka.playstation.co.uk> <369E55D4.5BC484B@hinge.mistral.co 
.uk> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Craig Graham wrote: 


> Craig. 
> even a nurse makes more than 12K (just) 


Yeah, when are we going to see news items about the low rate of pay of 
games programmers? It's a national disgrace :) 


Phil 


--MESSAGE FILE 177 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000181 


—-MESSAGE FILE 178 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000182 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Level Mappers Required 

Date: Fri, 15 Jan 1999 20:05:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <770791Shoo4@chuka.playstation.co.uk> 

References: <7715k8S6d04@chuka.playstation.co.uk> <369E55D4.5BC484B@hinge.mistral.co 
.uk> 

NNTP-Posting-Host: mfs-pci-bqz-vtyl70.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Craig Graham wrote in message <369E55D4.5BC484B@hinge.mistral.co.uk>... 
>BTW. Pixel Logic pay that for the same sort of post but in Sheffield 


>(you can live on that in Sheffield, I doubt you can in London). 
When was the last time you were in steel city! 


>They'll pay more for programmers, and are looking at the moment according 
16-21k for new games programmers, more for experienced. 


Nick S 


--MESSAGE FILE 178 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000182 


—-MESSAGE FILE 179 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000183 
Path: chuka.playstation.co.uk!news 
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From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Level Mappers Required 

Date: Sat, 16 Jan 1999 13:48:51 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 
Message-ID: <36A098C3.DEFE78D5@hinge.mistral.co.uk> 

References: <7715k8S6d04@chuka.playstation.co.uk> <369E55D4.5BC484B@hinge.mistral.co 
-uk> <770791Shoo4@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s3-97-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Slaven wrote: 


> Craig Graham wrote in message <369E55D4.5BC484B@é@hinge.mistral.co.uk>... 
> >BIW. Pixel Logic pay that for the same sort of post but in Sheffield 

> 

> >(you can live on that in Sheffield, I doubt you can in London). 

> When was the last time you were in steel city! 

Erm....I was out around Ecclesall Road about 3 weeks ago, I'll be back up 
there 


the last weekend of the month. Probaly in the White Lion (up from The Bridge) 
then on to the Music Factory via the Beer Engine. 


> >They'll pay more for programmers, and are looking at the moment according 
> 16-21k for new games programmers, more for experienced. 


So - it was you.......... 
> Nick S 


Craig. 


--MESSAGE FILE 179 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000183 


——MESSAGE FILE 180 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000184 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Level Mappers Required 

Date: Sun, 17 Jan 1999 11:46:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <77slbeShoo7@chuka.playstation.co.uk> 

References: <7715k8S6d04@chuka.playstation.co.uk> <369E55D4.5BC484B@hinge.mistral.co 
-uk> <770791Shoo4@chuka.playstation.co.uk> <36A098C3.DEFE78D5@hinge.mistral.co.uk> 
NNTP-Posting-Host: mfs-pci-bqz-vty105.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Craig Graham wrote in message <36A098C3.DEFE78D5@hinge.mistral.co.uk>... 
>Erm....I was out around Ecclesall Road about 3 weeks ago, I'll be back up 
there 

>the last weekend of the month. Probaly in the White Lion (up from The 
Bridge) 

>then on to the Music Factory via the Beer Engine. 

hey, Yaroze meet in Sheffield! - think I may be away that weekend - darn 


>50 = it was ‘VOU... 2. ee wie ee 
well they've contacted me, but I hav'nt had an interview, 
so I'm not the Bolognaise Kid չ-) 


Nick S 
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--MESSAGE FILE 180 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000184 


—-MESSAGE FILE 181 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000185 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Net Yaroze Fame Game - OPM 

Date: 18 Jan 1999 16:58:22 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <77vp7eShool2@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:185 scee.yaroze.freetalk.english: 
3291 scee.yaroze.mydemos: 386 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 
e-mail me directly. 


Regards, 


George@SCEE 


--MESSAGE FILE 181 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000185 


—-MESSAGE FILE 182 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000186 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Level Mappers Required 

Date: Tue, 19 Jan 1999 14:18:14 +0000 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <36A49426.1C005236@writeme.com> 

References: <7715k8S6d04@chuka.playstation.co.uk> <369E55D4.5BC484B@hinge.mistral.co 
-uk> <770791Shoo4@chuka.playstation.co.uk> 

NNTP-Posting-Host: hestia.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Nick Slaven wrote: 


> >They'll pay more for programmers, and are looking at the moment according 
> 16-21k for new games programmers, more for experienced. 


I'm job hunting at the moment - I was told it was reasonable to expect 14-16k 
(North) for a recent graduate with no industry experience... is this about 
right? 

James. 


--MESSAGE FILE 182 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000186 


—-MESSAGE FILE 183 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000187 
Path: chuka.playstation.co.uk!news 
From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
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Newsgroups: scee.yaroze.announce 

Subject: Job in Scotland 

Date: Wed, 20 Jan 1999 15:24:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 135 

Message-ID: <36A5E70D.BC327A70@immd9.informatik.uni-erlangen.de> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 1F27E7F743D870790013DEFE" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


1LF27E7F743D870790013DEFE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello all! 


Yesterday I got an e-mail from a collegue from a university in Scotland, 
who is offering a job in computer graphics 

reserach. I have attached the e-mail. Have a look yourself. The 
requirements are also listed on the web-page. I do not know 

this group personally, but there list of publications looks quite 
interesting 


From: rn@scms.rgu.ac.uk 

Received: (qmail 23983 invoked from network); 19 Jan 1999 13:28:09 -0000 

Received: from detritus.scms.rgu.ac.uk (HELO petritus) (193.62.32.170) 

by master.scms.rgu.ac.uk with SMTP; 19 Jan 1999 13:28:09 -0000 

To: "Bannatyne, Mark W. McK." <mwbannatyne@tech.purdue.edu>, 
"DI Gernot Opriessnig" <gernot.opriessnig@ifb.tu-graz.ac.at>, 
banisse@sbu.ac.uk, blob@cpsc.ucalgary.ca, geoff@otago.ac.nz, 
hagen@informatik.uni-kl.de, Stefanie.Hahmann@imag.fr, 
thalmann@cui.unige.ch, thalmann@lig.di.epfl.ch, dreger@inf.ethz.ch, 
grossm@inf.ethz.ch, cspywong@comp.polyu.edu.hk, rynson@cs.cityu.edu.hk, 
e.rabae3@vwmail.de, piesk@khm.de, galin@cc.ec-lyon.fr, 
jarek@cc.gatech.edu, kchui@mae.cuhk.edu-.hk, 
roediger@informatik.uni-bremen.de, fox@cs.ucdavis.edu, 
brainerd@cse.ucsc.edu, weik@tnt.uni_hannover.de, 
ktmiura@eng.shizuoka.ac.jp, ikedo@u-aizu.ac.jp, 
sarfraz@ccse.kfupm.edu.sa, cpluerig@immd9.informatik.uni-erlangen.de, 
rn@rgu.ac.uk 

Date: Tue, 19 Jan 1999 13:28:13 -0000 

Subject: Job available in Scotland 

X-mailer: Pegasus Mail for Win32 (v3.01a) 

Status: ORf 


<FontFamily><param>Arial</param><smaller>Here at the Robert Gordon University, Aberd 
een (Scotland) we are about to advertise a 

job vacancy for a Research Fellow/Assistant (lYear Fixed Term): Ref. No. 1044 in the 
field of Virtual Sculpting in Computer Graphics. 


This project aims to develop mouse-based sculpting tools which act directly ona 
flexible virtual object, such that the sculpted object can then be animated. Object 
s are 

based on a form of NURBS surface and existing software allows the user to interact 
with the object in a virtual 3- D environment. The current tools are quite simple a 
nd 
need to be extended, but in such a way that the user feels they are interacting dire 
ctly 

with the object, not with its mathematical structure. 


Further particulars will be found at: 


<underline><color><param>0000, 8000, 0000</param>http://www.scms.rgu.ac.uk/staff/rn/jo 
b_details.html 


</underline></color>Closing date Feb 5th 1999. 


Please forward this as appropriate. 


Net Yaroze newsgroups message dump.txt Page 109 
Bob Noble 


The Robert Gordon University, Aberdeen 


Christoph Luerig 


LF27E7F743D870790013DEFE 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello all! 


<P>Yesterday I got an e-mail from a collegue from a university in Scotland, 

who is offering a job in computer graphics 

<BR>reserach. I have attached the e-mail. Have a look yourself. The requirements 
are also listed on the web-page. I do not know 

<BR>this group personally, but there list of publications looks quite interesting 


<P> 
<PRE>From: rn@scms.rgu.ac.uk 

Received: (qmail 23983 invoked from network); 19 Jan 1999 13:28:09 -0000 

Received: from detritus.scms.rgu.ac.uk (HELO petritus) (193.62.32.170) 

é&nbsp; by master.scms.rgu.ac.uk with SMTP; 19 Jan 1999 13:28:09 -0000 

To: "Bannatyne, Mark W. McK." &l1t;mwbannatyne@tech.purdue.edu>, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; "DI Gernot Opriessnig" &lt;gernot.opriess 
nig@ifb.tu-graz.ac.at>, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; banisse@sbu.ac.uk, blob@cpsc.ucalgary.ca, 
geoff@otago.ac.nz, 

énbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; hagen@informatik.uni-kl.de, Stefanie.Hahm 
ann@imag.fr, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; thalmann@cui.unige.ch, thalmann@lig.di.ep 
fl.ch, dreger@inf.ethz.ch, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; grossm@inf.ethz.ch, cspywong@comp.polyu.e 

du.hk, rynson@cs.cityu.edu.hk, 
énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; e.rabae3@vwmail.de, piesk@khm.de, galin@c 
c.ec-lyon.fr, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; jarek@cc.gatech.edu, kchui@mae.cuhk.edu.h 

k, 

é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; roediger@informatik.uni-bremen.de, fox@cs 
-ucdavis.edu, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; brainerd@cse.ucsc.edu, weik@tnt.uni_hanno 

ver.de, 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; ktmiura@eng.shizuoka.ac.jp, ikedo@u-aizu. 
ac. JP; 

énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; sarfraz@ccse.kfupm.edu.sa, cpluerig@immd9 
-informatik.uni-erlangen.de, 

énbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; rn@rgu.ac.uk 

Date: Tue, 19 Jan 1999 13:28:13 -0000 

Subject: Job available in Scotland 

X-mailer: Pegasus Mail for Win32 (v3.01a) 

Status: ORf 


&1t;FontFamily>é1t;param>Arial&1t;/param>&lt;smaller>Here at the Robert Gordon Unive 
rsity, Aberdeen (Scotland) we are about to advertise aé&nbsp; 

job vacancy for a Research Fellow/Assistant (lYear Fixed Term): Ref. No. 1044 in the 
é&nbsp; 

field of Virtual Sculpting in Computer Graphics. 


This project aims to develop mouse-based sculpting tools which act directly on aénbs 
Pr 

flexible virtual object, such that the sculpted object can then be animated.&nbsp; O 
bjects areénbsp; 

based on a form of NURBS surface and existing software allows the user to interactén 
bsp; 

with the object in a virtual 3- D environment.&nbsp; The current tools are quite sim 
ple andénbsp; 

need to be extended, but in such a way that the user feels they are interacting dire 
ctlyé&nbsp; 
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with the object, not with its mathematical structure. 


Further particulars will be found at: 


&lt;underline>&lt;color>&lt;param>0000, 8000, 0000&1t;/param><A HREF="http://www.scms. 
rgu.ac.uk/staff/rn/job_details-.html">http://www.scms.rgu.ac.uk/staff/rn/job_details. 
html</A> 


&1t;/underline>&é1lt;/color>Closing date Feb 5th 1999. 


Please forward this as appropriate. 


Bob Noble 


The Robert Gordon University, Aberdeen 


</PRE> 
énbsp; Christoph Luerig</HIML> 


1F27E7EF743D870790013DEFE-— 


—-MESSAGE FILE 183 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000187 


—-MESSAGE FILE 184 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000188 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.announce, scee.yaroze.pr 
ogramming.gnu_compiler 

Subject: Re: YarozeMaster with AR 

Date: Wed, 20 Jan 1999 10:24:41 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <788011S2po2@scea> 

References: <6tj3908S4516@chuka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:110 scee.yaroze.a 
nnounce:188 scee.yaroze.programming.gnu_compiler:294 


YarozeMaster is fantastic. I love it. 

Any chance we could see a customizable link to some external editor when we 
double click on source files? Or (hope i'm not pushing it) some sort of 
management/flagging system where we can flag resource files for upload to 
avoid resending 300k+ files each run? 


:) 


great idea/program so far though... 


—charles 


--MESSAGE FILE 184 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000188 


——MESSAGE FILE 185 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000189 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Demo Competition - last entries due Midnight Sunday 29th November, 1998 
Date: Fri, 29 Jan 1999 18:54:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <78svvuSccr7@chuka.playstation.co.uk> 

References: <365EE152.57D69CF4@scee.sony.co.uk> 

NNTP-Posting-Host: modem—-59.lamivudine.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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When's the next Demo Competition, James? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


James Russell wrote in message <365EE152.57D69CF4@scee.sony.co.uk>... 
>2 days to go... 


> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>Programming is an art form that fights back. 


—-MESSAGE FILE 185 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000189 


——MESSAGE FILE 186 START: net-yaroze-usenet/00000001-SCEF/yaroze/announce/00000190 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.announce 

Subject: Net Yaroze - Out of Stock ! 

Date: 23 Feb 1999 11:21:53 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 52 

Message-ID: <7au30hSerp37@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


"Net Yaroze - Out of Stock !" 
1) Why will sales of Net Yaroze be stopping ? 


"On 28th February 1997, Net Yaroze was released by SCEE, six months after the 


Japanese launch. The last two years have proven to be a huge success with Net 
Yaroze being sold across most of Europe and Australia. In particular we were 
pleased to see Net Yaroze being used by NNN Universities. However, in the 


last month a major order was shipped to a University in Singapore, and we are 
now rapidly running out of stock. 


We have therefore taken the decision to suspend general sales of Net Yaroze, so 
that a stock of units can be held in reserve for the needs of our current 
academic community. 


At the beginning of March we will be placing an announcment on 
http://www.scee.sony.co.uk/, but wanted to ensure that our current Net Yaroze 
members were informed of the reasons behind our plans before they are 
publically unveiled." 


2) Will the Net Yaroze members website close down? 


No, the website will continue to be available for the use of existing members, 
and as originally promised there are no plans for any additional future fees. 


3) Will the Net Yaroze members newsgroups close down? 


No, the newsgroups will continue to be available. 

4) Will support from Sony Net Yaroze Engineers stop? 

No, support will continue to be available. Indeed, many of the people here at 
SCEE (and many other PlayStation development companies) started out as Net 


Yaroze members, and continue to particpate. 


5) Will the "Fame Game" competition continue on the Official PlayStation 
Magazine? 


Yes, the "Fame Game" competition has been enormously successful with both 
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readers of the OPM and with giving Fame to Net Yaroze members. The 
competition will continue, and we'll actively be looking to promote the best 
games and demos, publishing them when ever good material is available. 


In addition, we are in speaking with the Scottish Games Alliance about this 
years competition, and again we will be promoting the Net Yaroze titles (which 
last year dominated the awards). 

6) Will there be a Net Yaroze 2? 


There are no official announcements regarding any form of successor to 
PlayStation. If any plans are released, we'll let everyone know. 


—-MESSAGE FILE 186 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000190 


-—-MESSAGE FILE 187 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000191 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Tue, 23 Feb 1999 17:02:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <7aun04Serp39@chuka.playstation.co.uk> 
References: <7au30hSerp37@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en139-011.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I don't know what others are thinking about this, but after the recent 
article in OPSM, I believe it was hoped more people would join the program, 
which would therefore expand the number of ideas, and quality games in the 
Yaroze community. 
On the other hand, it may improve the overall quality of members' skills, 
building up an expertise of knowledge... 

Anyway, who knows, we'll just have to see what happens, which sort of ruins 
the whole point of this e-mail, so I'll shut up now, and let you draw your 
own conclusions 


Rikki 


George Bain wrote in message <7au30hSerp37@chuka.playstation.co.uk>... 
>"Net Yaroze - Out of Stock !" 

> 

>1) Why will sales of Net Yaroze be stopping ? 

> 

>"On 28th February 1997, Net Yaroze was released by SCEE, six months after 
the 


>Japanese launch. The last two years have proven to be a huge success with 
Net 

>Yaroze being sold across most of Europe and Australia. In particular we 
were 

>pleased to see Net Yaroze being used by NNN Universities. However, in 
the 


>last month a major order was shipped to a University in Singapore, and we 
are 

>now rapidly running out of stock. 

> 

>We have therefore taken the decision to suspend general sales of Net 
Yaroze, so 

>that a stock of units can be held in reserve for the needs of our current 
>academic community. 
> 

>At the beginning of March we will be placing an announcment on 
>http://www.scee.sony.co.uk/, but wanted to ensure that our current Net 
Yaroze 

>members were informed of the reasons behind our plans before they are 
>publically unveiled." 

> 

>2) Will the Net Yaroze members website close down? 

> 


>No, the website will continue to be available for the use of existing 
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members, 
>and as originally promised there are no plans for any additional future 
fees. 


ss Will the Net Yaroze members newsgroups close down? 

Nes the newsgroups will continue to be available. 

A Will support from Sony Net Yaroze Engineers stop? 

a support will continue to be available. Indeed, many of the people 
here at 


>SCEE (and many other PlayStation development companies) started out as Net 
>Yaroze members, and continue to particpate. 


> 

>5) Will the "Fame Game" competition continue on the Official PlayStation 
>Magazine? 

> 

>Yes, the "Fame Game" competition has been enormously successful with both 
>readers of the OPM and with giving Fame to Net Yaroze members. The 


>competition will continue, and we'll actively be looking to promote the 
best 

>games and demos, publishing them when ever good material is available. 

> 

>In addition, we are in speaking with the Scottish Games Alliance about this 
>years competition, and again we will be promoting the Net Yaroze titles 
(which 

>last year dominated the awards). 


> 

>6) Will there be a Net Yaroze 2? 

> 

>There are no official announcements regarding any form of successor to 
>PlayStation. If any plans are released, we'll let everyone know. 

> 


--MESSAGE FILE 187 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000191 
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——MESSAGE FILE 188 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000192 


Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Tue, 23 Feb 1999 21:53:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36D32364.AD0C1F1@hinge.mistral.co.uk> 
References: <7au30hSerp37@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.184.231.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is going to add weight to the "go hack" approach. It'll become the only 
way in for an amateurs to have a play. 


I can see a lot of people going down the re-flashed AR or pirated yaroze 
route (there's an ISO of the yaroze CD with the access card check hacked 
out going around). 


Now the officially endorsed route has closed, I'll not be able to critise anyone 
going into that..... as long as they don't use pirated software of course. 

Craig. 

Ever so slightly depressed by that news. 


--MESSAGE FILE 188 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000192 


—-MESSAGE FILE 189 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000193 
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Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Wed, 24 Feb 1999 03:17:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <VavrbrS9po3@chuka.playstation.co.uk> 
References: <7au30hSerp37@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr02-50.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi George, 
From Sony's point of view, how successful has the Net Yaroze really been? I 
guess that if it has been hugely successful, there will probably be a Net 


Yaroze 2, otherwise I guess not. 


Anyhow, this is rather sad news. What's the stock situation at SCEI? 


Herbs 


—-MESSAGE FILE 189 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000193 


—-MESSAGE FILE 190 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000194 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: 24 Feb 1999 08:30:05 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 35 

Message-ID: <7b0dad$9po4@chuka.playstation.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Alex, 


I would have to say that is was successful. There are now thousands 

of Net Yaroze's across the world and it's anyone's guess how many 

use them to code. If they do, then that's more PlayStation programmers 
coding PlayStation games. A new breed of young console game programmers 
have emerged from this project. 


P.S. NY Forever! 
Regards, 


George@SCEE 


In article <VavrbrS9po3@chuka.playstation.co.uk>, aherbert@ndirect.co.uk 
says... 

> 

>Hi George, 

> 

> 

>From Sony's point of view, how successful has the Net Yaroze really been? I 
>guess that if it has been hugely successful, there will probably be a Net 
>Yaroze 2, otherwise I guess not. 

> 
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>Anyhow, this is rather sad news. What's the stock situation at SCEI? 
> 

> 

>Herbs 

> 


Vv v v 


--MESSAGE FILE 190 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000194 


—-MESSAGE FILE 191 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000195 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Fri, 26 Feb 1999 00:49:32 +1300 

Organization: Sidhe Interactive 
Lines: 19 

Message-ID: <7b3cs8S$9pol6@chuka.playstation.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dad$9po4@chuka.playstation.co.uk> 

NNTP-Posting-Host: p20-max5.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


George Bain wrote in message <7b0dadS9po4@chuka.playstation.co.uk>... 

>Hi Alex, 

> 

>I would have to say that is was successful. There are now thousands 

>of Net Yaroze's across the world and it's anyone's guess how many 

>use them to code. If they do, then that's more PlayStation programmers 
>coding PlayStation games. A new breed of young console game programmers 
>have emerged from this project. 


And a startup Playstation developer or two :) 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


--MESSAGE FILE 191 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000195 


—-MESSAGE FILE 192 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000196 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Thu, 25 Feb 1999 19:11:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7b478tS$9pol7@chuka.playstation.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dad$9po4@chuka.playstation.co.uk> <7b3cs8S$9pol6@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-93.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh well, looks like you can scrap that FAQ you were doing Mario! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Mario Wynands wrote in message <7b3cs8$9pol6@chuka.playstation.co.uk>... 
>George Bain wrote in message <7b0dadS$9po4@chuka.playstation.co.uk>... 
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>>Hi Alex, 

>> 

>>I would have to say that is was successful. There are now thousands 
>>of Net Yaroze's across the world and it's anyone's guess how many 

>>use them to code. If they do, then that's more PlayStation programmers 
>>coding PlayStation games. A new breed of young console game programmers 
>>have emerged from this project. 

> 

> 

>And a startup Playstation developer or two :) 

> 

> 

>Mario Wynands 

>Sidhe Interactive 

>mario@sidhe.co.nz 

>www.sidhe.co.nz 

> 

> 


--MESSAGE FILE 192 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000196 


—-MESSAGE FILE 193 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000197 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Fri, 26 Feb 1999 08:54:01 +1300 

Organization: Sidhe Interactive 
Lines: 18 

Message-ID: <7b4981S9pol18@chuka.playstation.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dadS$9po4@chuka.playstation.co.uk> <7b3cs8S$9pol6@chuka.playstation.co.uk> <7 
b478t$9pol7@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl7-max8.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rad wrote in message <7b478tS$9pol7@chuka.playstation.co.uk>... 
>Oh well, looks like you can scrap that FAQ you were doing Mario! 


Yeah, no point now really seeing as it was pitched at people interested in 
in buying one. I don't particularly feel like testing my developer NDA by 
making suggestions involving Action Replays and visits to dodgy websites 
either :) 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


--MESSAGE FILE 193 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000197 


—-MESSAGE FILE 194 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000198 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Thu, 25 Feb 1999 22:07:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36D5C998.10198E45@hinge.mistral.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dad$9po4@chuka.playstation.co.uk> <7b3cs8S$9pol6@chuka.playstation.co.uk> <7 
b478tS$9pol7@chuka.playstation.co.uk> <7b4981S9pol8@chuka.playstation.co.uk> 
NNTP-Posting-Host: d1-s13-45-telehouse.mistral.co.uk 


Net Yaroze newsgroups message dump.txt 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Mario Wynands wrote: 


heh heh heh. 


> Mario Wynands 


Craig. 


> Rad wrote in message <7b478tS$9pol7@chuka.playstation.co.uk>... 

> >Oh well, looks like you can scrap that FAQ you were doing Mario! 

> 

> Yeah, no point now really seeing as it was pitched at people interested in 
> in buying one. I don't particularly feel like testing my developer NDA by 
> making suggestions involving Action Replays and visits to dodgy websites 

> either :) 
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--MESSAGE FILE 194 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000198 


--MESSAGE FILE 195 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000199 


Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 
Date: Thu, 25 Feb 1999 20:23:45 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 


Message-ID: <7b40ed$9po21@chuka.playstation.co.uk> 
References: <7au30hSerp37@chuka.playstation.co.uk> <36D32364.AD0C1F1@hinge.mistral.c 


o.uk> 


NNTP-Posting-Host: dialup137-84.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I can see a lot of people going down the re-flashed AR or pirated yaroze 
>route (there's an ISO of the yaroze CD with the access card check hacked 


>out going around). 


> 

>Now the officially endorsed route has closed, I'll not be able to critise 
anyone 

>going into that..... as long as they don't use pirated software of course. 


Right - although I can't see anyone getting particularly far without 
pirated libs... (tho' when people in the industry use ARs you have to admit 


it seems a most reasonable way to do it). Al 


lso, the people hacking the PS 


tend to be people who wouldn't buy a NY on general principle anyway (even if 


they're often quite happy to use pirate NY 1 


libs — hooray for hypocrisy). 


When somebody mails me about "hacking the PS-X" these days, I tend to 


say "Don't bother". This news just makes me 


even more likely to do that, 


seeing as the guys mailing me will never get a NY anyway. Plus, "hackers" 


tend to produce hacks or demos - 'games' as such are pretty unusual from 
outside official member sites, and it's games I'm interested in (not that 
that's strictly relevant - just an observation)... 

*hem* 


>Ever so slightly depressed by that news. 


Mmmm. Sad, but inevitable, I guess. Sooner than I expected, though... 


s= 
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Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 195 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000199 


——MESSAGE FILE 196 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000200 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Fri, 26 Feb 1999 06:09:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36D63AB4.CE73D547@hinge.mistral.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <36D32364.AD0C1F1l@hinge.mistral.c 
o.uk> <7b40ed$9po21@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.184.231.41 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


>I can see a lot of people going down the re-flashed AR or pirated yaroze 
>route (there's an ISO of the yaroze CD with the access card check hacked 
>out going around). 

> 

>Now the officially endorsed route has closed, I'll not be able to critise 
anyone 

>going into that..... as long as they don't use pirated software of course. 


Right - although I can't see anyone getting particularly far without 
pirated libs... (tho' when people in the industry use ARs you have to admit 
it seems a most reasonable way to do it). Also, the people hacking the PS 


VVVVVVVVV VV 


Although that said, no-one in the industry would ever admit to using an AR 
commercially. 


> tend to be people who wouldn't buy a NY on general principle anyway (even if 
> they're often quite happy to use pirate NY libs - hooray for hypocrisy). 


Silly really. 


> When somebody mails me about "hacking the PS-X" these days, I tend to 
> say "Don't bother". This news just makes me even more likely to do that, 


Sorry, I didn't mean that. I meant that with the yaroze door closed, the ONLY 
route available to the budding game programmer who wants to work with a PSX 

is the AR route - so you cann't very well say "buy a yaroze" when they cann't. 
A shame, as the best thing about the yaroze is actually the newsgroups and 
person 

to person support (the pro support isn't really like that, with a couple of 
exceptions). 

Maybe SCEE should produce an officially sanctioned re-flash, and sell it with 
a news/www server access id (if their short on Yaroze machines, it'd make 
perfect 

sense). 


> Nick F 


Craig. 
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--MESSAGE FILE 196 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000200 


—-MESSAGE FILE 197 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000201 
Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: Sun, 28 Feb 1999 09:18:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36D909CF.2D22A405@btinternet .com> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dad$9po4@chuka.playstation.co.uk> <7b3cs8S$9pol6@chuka.playstation.co.uk> <7 
b478tS$9pol7@chuka.playstation.co.uk> <7b4981S9pol8@chuka.playstation.co.uk> <36D5C99 
8.10198E45@hinge.mistral.co.uk> 

NNTP-Posting-Host: host5-99-44-214.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Can Sony tell us if Codewarrior is still going to be 
supported by Metrowerks, and if not where will 
Codewarrior users get support from, as i can't see 
Sony being much help. 


Cheers 


James D 


--MESSAGE FILE 197 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000201 


—--MESSAGE FILE 198 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000202 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 

Date: 3 Mar 1999 18:43:48 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <7bjvt4S$9hel9@chuka.playstation.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dadS$9po4@chuka.playstation.co.uk> <7b3cs8S$9pol6@chuka.playstation.co.uk> <7 
b478tS$9pol7@chuka.playstation.co.uk> <7b4981S9pol8@chuka.playstation.co.uk> <36D5C99 
8.10198ER45@hinge.mistral.co.uk> <36D909CF.2D22A405@btinternet.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi James, 

Yes, SCE and Metrowerks will continue to support 
Codewarrior. A new version of Codewarrior will 
be released very shortly. 


Regards, 


George@SCEE 


In article <36D909CF.2D22A405@btinternet.com>, J.Duffield@btinternet.com 
says... 
> 
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>Can Sony tell us if Codewarrior is still going to be 
>supported by Metrowerks, and if not where will 
>Codewarrior users get support from, as i can't see 
>Sony being much help. 

> 

>Cheers 

> 

>James D 

> 


—-MESSAGE FILE 198 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000202 


——MESSAGE FILE 199 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000203 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Net Yaroze Fame Game - OPM 

Date: 8 Mar 1999 10:36:00 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <7c096g$12g7@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:203 scee.yaroze.freetalk.english: 
3715 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 
e-mail me directly. 


Regards, 
George@SCEE 


--MESSAGE FILE 199 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000203 


—--MESSAGE FILE 200 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000204 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Fame Game - OPM 

Date: Wed, 10 Mar 1999 00:19:05 -0800 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36E62AF9.EEBC549@znet .com> 

References: <7c096g$12g7@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:204 scee.yaroze.freetalk.english: 
3740 


Bain wrote: 


Q 
O 
O 
K 
Q 
Փ 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 
e-mail me directly. 


VVVVVVV VV 
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> Regards, 
> 
> George@SCEE 


Do you accept stuff from American members (if PAL compatible) 7 
The US Official Playstation magazine never put a 
yaroze program on its disc... snobs... 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 200 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000204 


—-MESSAGE FILE 201 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000205 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Fame Game - OPM 

Date: 10 Mar 1999 09:19:36 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <7cSdf8S$cij7@chuka.playstation.co.uk> 

References: <7c096g$l12g7@chuka.playstation.co.uk> <36E62AF9.EEBC549@znet.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:205 scee.yaroze.freetalk.english: 
3742 


Hi Kirk, 


Yes, sure do! Just make sure that you have the game 
running in PAL mode. The game also has to have music, 
game play, etc... 


Regards, 


George@SCEE 


In article <36E62AF9.EEBC549@znet.com>, kbender@znet.com says... 


>Do you accept stuff from American members (if PAL compatible)? 
>The US Official Playstation magazine never put a 

>yaroze program on its disc... snobs... 

> 

>kirk 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender.html 


--MESSAGE FILE 201 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000205 


—-MESSAGE FILE 202 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000206 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: URGENT! NY SCEE website and newsgroups 

Date: 25 Mar 1999 14:23:32 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <7ddgt4S6v3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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Xref: chuka.playstation.co.uk scee.yaroze.announce:206 scee.yaroze.freetalk.english: 
3823 

To all members, 

The website and newsgroups have been down since March 19th and we 

are currently trying to fix the problem. However it seems that some 

members can access while others can't. The FTP area is still accessible 

by all members. Sorry for any inconvenience that this might have caused 

and we hope to be running 100% by this weekend. 

Regards, 


The Net Yaroze Team 


--MESSAGE FILE 202 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000206 


——MESSAGE FILE 203 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000207 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Website and newsgroups now working 

Date: 26 Mar 1999 17:25:00 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <7dgftcSlimc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:207 scee.yaroze.freetalk.english: 
3827 


To all members, 


The website and newsgroups should now be working. We apologise 
for any inconvenience that this might have caused. 


If anyone is still experiencing any problems accessing the members 
website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 


Regards, 
Net Yaroze Team 


--MESSAGE FILE 203 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000207 


—-MESSAGE FILE 204 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000208 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 09:26:36 -0800 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <36FBC34C.BF15CB79@vmlabs.com> 
References: <7dgftcS$lmc4@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs35.vmlabs.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:208 scee.yaroze.freetalk.english: 
3828 


Hmm, I just tried and it still doesn't work for me. I will try again 
a bit later. 


Scott 
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To all members, 


The website and newsgroups should now be working. We apologise 
for any inconvenience that this might have caused. 


If anyone is still experiencing any problems accessing the members 
website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 


Regards, 


VVVVVVVVV VV 


Net Yaroze Team 
--MESSAGE FILE 204 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000208 


--MESSAGE FILE 205 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000209 
Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 18:02:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36FBCBAD.440B36CF@yaroze2000.freeserve.co.uk> 

References: <7dgftcSlmc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.244 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:209 scee.yaroze.freetalk.english: 
3829 


Thanks for that, George! 


I think you all did a sterling job of getting them back up & running. 
Also, apologies for pestering you with emails - I know a support 
position can get very stressful when you've got people on your back 
every 5 seconds! 


Incidentally, what sort of server are you running off ? Let me guess, 
NT based right ?! 


If it is....oh - what - a - surprise! 

Anyway, thanks once again - it feels good to get yer voice back! 
Cheers! 

Tones 8) 


—-MESSAGE FILE 205 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000209 


—-MESSAGE FILE 206 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000210 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 18:18:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7dgj1lk$lmc5@chuka.playstation.co.uk> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-12.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:210 scee.yaroze.freetalk.english: 
3830 


>The website and newsgroups should now be working. We apologise 
>for any inconvenience that this might have caused. 
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Yahoo! Life has meaning again! :) 


Nick "only half joking" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


--MESSAGE FILE 206 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000210 


—-MESSAGE FILE 207 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000211 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 11:14:44 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36FBDCA4.D192EFFB@vmlabs.com> 

References: <7dgftcSlimc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> 
NNTP-Posting-Host: vmlabs35.vmlabs.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:211 scee.yaroze.freetalk.english: 
3832 


George, 


Tried again and it still doesn't work. Since Tones and Nick could get 
in I guess it's just broken for me. Can someone have a look at it for 
me? 


Scott 

> Hmm, I just tried and it still doesn't work for me. I will try again 
> a bit later. 

> 

> Scott 


-—-MESSAGE FILE 207 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000211 


——MESSAGE FILE 208 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000212 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: 27 Mar 1999 11:09:13 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <7die8p$imcl13@chuka.playstation.co.uk> 

References: <7dgftcSlmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:212 scee.yaroze.freetalk.english: 
3836 


Hey Scott, (and SCEA members) 


Opps! 
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I think it might take until next week for the SCEA members 
to log onto the SCEE website and newsgroups. We only have 
the backup of SCEE members and will need to arrange the 
backup of the SCEA members. Sorry for this all. 


Regards, 


George 


In article <36FBC34C.BF15CB79@vmlabs.com>, scartier@vmlabs.com says... 
> 

>Hmm, I just tried and it still doesn't work for me. I will try again 
>a bit later. 

> 

>Scott 

> 

> 

>> To all members, 

>> 

>> The website and newsgroups should now be working. We apologise 

>> for any inconvenience that this might have caused. 

>> 

>> If anyone is still experiencing any problems accessing the members 
>> website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 
>> 

>> Regards, 

>> 

>> Net Yaroze Team 


—-MESSAGE FILE 208 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000212 


——MESSAGE FILE 209 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000213 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: 27 Mar 1999 11:11:20 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <7diecoSimc14@chuka.playstation.co.uk> 

References: <7dgftc$lmc4@chuka.playstation.co.uk> <36FBCBAD.440B36CF@yaroze2000.free 
serve.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:213 scee.yaroze.freetalk.english: 
3837 


Hey Slick, 


Not a problem. I'm no web server guru but all I know 
was that the website and newsgroups are using some 
Netscape stuff and the FTP using a Unix box. That's why 
the FTP was still up and running! A stable OS!! 


George 


In article <36FBCBAD.440B36CF@yaroze2000.freeserve.co.uk>, 
slick@yaroze2000.freeserve.co.uk says... 

> 

>Thanks for that, George! 

> 

>I think you all did a sterling job of getting them back up & running. 
>Also, apologies for pestering you with emails - I know a support 
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>position can get very stressful when you've got people on your back 
>every 5 seconds! 

> 

>Incidentally, what sort of server are you running off ? Let me guess, 
>NT based right ?! 

>If it is....oh - what - a - surprise! 

> 

>Anyway, thanks once again - it feels good to get yer voice back! 

> 

>Cheers! 

> 

>Tones 8) 

> 


--MESSAGE FILE 209 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000213 


—-MESSAGE FILE 210 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000214 
Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Sun, 28 Mar 1999 11:50:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7d1110$19r2@chuka.playstation.co.uk> 

References: <7dgftcSlmc4@chuka.playstation.co.uk> <36FBCBAD.440B36CF@yaroze2000.free 
serve.co.uk> <7dieco$lmcl14@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-121.santa.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:214 scee.yaroze.freetalk.english: 
3848 


> George wrote.... 

>That's why 

>the FTP was still up and running! A stable OS!! 
> 

>George 


Haha! 

Our system at work runs on 2 Dec Alpha 4100's running Dec Unix v4 (if that 
means anything to you!). The other department use NT quite alot - NT is 
pants, it crashes more times that the stock market and if you forget your 
password your buggered!!! 

Long live UNIX! Viva UNIX! 

Cheers! 

Tones 8) 


UNIX Appreciation society Inc. 


—-MESSAGE FILE 210 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000214 


—-MESSAGE FILE 211 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000215 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Mon, 29 Mar 1999 20:39:29 -0500 

Organization: Identical Software 

Lines: 17 

Message-ID: <37002B51.4F0196C1@identicalsoftware.com> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> <7d 
ie8p$lmcl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:215 scee.yaroze.freetalk.english: 
3854 


Does that mean us poor SCEAers who have never been allowed to access the 
SCEE site will be allowed on then? (Not that I have the time to look 
around anyway.) 


Dennis Payne 
dulsi@identicalsoftware.com 


George Bain wrote: 
Hey Scott, (and SCEA members) 


Opps! 


I think it might take until next week for the SCEA members 

to log onto the SCEE website and newsgroups. We only have 

the backup of SCEE members and will need to arrange the 

backup of the SCEA members. Sorry for this all. 

--MESSAGE FILE 211 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000215 


VVVVVVVVV 


—-MESSAGE FILE 212 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000216 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: 30 Mar 1999 08:22:08 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <7dqljgSmtg4@chuka.playstation.co.uk> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> <7d 
ie8pSlmc1l3@chuka.playstation.co.uk> <37002B51.4F0196C1@identicalsoftware.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:216 scee.yaroze.freetalk.english: 
3857 


Hi there, 
Sure why not. 
George 


In article <37002B51.4F0196C1l@identicalsoftware.com>, 


dulsi@identicalsoftware.com says... 

> 

>Does that mean us poor SCEAers who have never been allowed to access the 
>SCEE site will be allowed on then? (Not that I have the time to look 
>around anyway.) 

> 


>Dennis Payne 
>dulsi@identicalsoftware.com 


--MESSAGE FILE 212 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000216 


-—-MESSAGE FILE 213 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000218 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: hello 

Date: Sun, 11 Apr 1999 15:04:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7esud6S$s5q8@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem4294967287.environment.dialup.pol.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


hello 


--MESSAGE FILE 213 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000218 


—-MESSAGE FILE 214 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000219 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Wed, 14 Apr 1999 23:00:49 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldq85hx.aefwrrlhwaejyN@al-—88-138.al.nl1> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: al—-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:219 scee.yaroze.freetalk.english: 
3901 


George Bain <george_bain@playstation.sony.com> wrote: 
To all members, 


The website and newsgroups should now be working. We apologise 
for any inconvenience that this might have caused. 


If anyone is still experiencing any problems accessing the members 
website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 


VVVVVVVV 


Could you next time put this message also on the NY-mailinglist? If I 
still can't enter, I can't read what you wrote here. 
But Thanks for getting me in again.. My nose was totally empty.. 


Cheer, 


DEnnis.. 
--MESSAGE FILE 214 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000219 


-—-MESSAGE FILE 215 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000220 
Path: chuka.playstation.co.uk!news 

From: Subnormal <subnormal79@hotmail.com> 
Newsgroups: scee.yaroze.announce 

Subject: Re: hello 

Date: Fri, 30 Apr 1999 17:22:12 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <37295A23.B0658E50@hotmail.com> 
References: <7esud6$s5q8@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.108.136.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hello 


--MESSAGE FILE 215 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000220 


——MESSAGE FILE 216 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000221 
Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze - Out of Stock ! 
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Date: Sun, 13 Jun 1999 21:54:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7k1l5grS$hn79@chuka.playstation.co.uk> 

References: <7au30hSerp37@chuka.playstation.co.uk> <7avrbrS$9po3@chuka.playstation.co 
-uk> <7bO0dad$9po4@chuka.playstation.co.uk> <7b3cs8S$9pol6@chuka.playstation.co.uk> <7 
b478t$9pol7@chuka.playstation.co.uk> <7b4981S9po18@chuka.playstation.co.uk> <36D5C99 
8.10198E45@hinge.mistral.co.uk> <36D909CF.2D22A405@btinternet.com> <7bjvt4$9hel9@chu 
ka.playstation.co.uk> 

NNTP-Posting-Host: 62.136.200.82 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


The thing that shocked me much was an article in Future Gamer stating that 
it had not been a sucess and that there was few decent games. 


Ed :) 


—-MESSAGE FILE 216 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000221 


—--MESSAGE FILE 217 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000222 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 
scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 217 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000222 


—-MESSAGE FILE 218 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000223 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


--MESSAGE FILE 218 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000223 


—--MESSAGE FILE 219 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000224 
Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.programmin 
g.2d_graphics 

Subject: Bristol Yaroze Meet 

Date: Sat, 19 Jun 1999 19:39:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7kgns4S4fj23@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-77.namel3.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:224 scee.yaroze.freetalk.english: 
4200 scee.yaroze.programming.2d_graphics:1002 


Please read the scee.yaroze.event newsgroup for information on this South of 
England Yaroze Meet. 


Ed :) 


—-MESSAGE FILE 219 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000224 


—-MESSAGE FILE 220 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000225 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: ECTS "guest list" info! 

Date: Wed, 18 Aug 1999 21:14:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7pf43vShtr13@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-21.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:225 scee.yaroze.event:157 scee.ya 
roze.freetalk.english: 4506 


Hi all, 

In an attempt to sort out everyone's ECTS activities (and eventually, the 
world) I have created the "Net Yaroze ECTS Guest List". Check it out at 
www.netyaroze-europe.com/~rookiel 


More "excitement" (in the form of mega-diary entries) coming soon. 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"You were nearly a gerbil sandwich!" 
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--MESSAGE FILE 220 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000225 


—-MESSAGE FILE 221 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000226 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 12:01:22 +0200 

Organization: DEbri 

Lines: 9 

Message-ID: <ldws9d6.bik2jgqyrbloN@al-—88-122.al1l.nl1> 

References: <7pf43vShtr13@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-122.al.nl 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:226 scee.yaroze.event:158 scee.ya 
roze.freetalk.english:4507 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 
> www.netyaroze-europe.com/~rookiel 

I could not find it, am I turning blind? 
Cheers, 


DEnnis.. 
--MESSAGE FILE 221 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000226 


—-MESSAGE FILE 222 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000227 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 11:04:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7pgkuqShtr14@chuka.playstation.co.uk> 

References: <7pf43vShtr13@chuka.playstation.co.uk> <ldws9d6.bik2jgqyrbloN@al-88-122. 
al.nl> 

NNTP-Posting-Host: th-gt141-011.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:227 scee.yaroze.event:159 scee.ya 
roze.freetalk.english: 4508 


> Nick Ferguson <nickf@saqnet.co.uk> wrote: 

Í > www.netyaroze-europe.com/~rookiel 

: I could not find it, am I turning blind? 

Yes, it's at the top, in the newsflash bit. Though Nick probably doesn't 


want people skipping past without looking at his homepage, go here 
http://www.netyaroze-europe.com/~rookiel/ects.htm but keep it a bit quiet ;) 


> Cheers, 
> 
> DEnnis.. 


Rikki 


—-MESSAGE FILE 222 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000227 


—-MESSAGE FILE 223 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000228 
Path: chuka.playstation.co.uk!news 
From: "Nick Ferguson" <nickf@saqnet.co.uk> 
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Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 13:16:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7phjr7Shtrl6@chuka.playstation.co.uk> 

References: <7pf43v$htrl3@chuka.playstation.co.uk> <ldws9d6.bik2jgqyrbloN@al-88-122. 
al.nl> <7pgkuq$Shtr14@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-114.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:228 scee.yaroze.event:162 scee.ya 
roze.freetalk.english:4511 


> > www.netyaroze-europe.com/~rookiel 
> 


> I could not find it, am I turning blind? 


Yes, it's at the top, in the newsflash bit. Though Nick probably doesn't 
want people skipping past without looking at his homepage, go here 
http://www.netyaroze-europe.com/~rookiel/ects.htm but keep it a bit quiet 


VVVVVVV 


չ) 


Yes, I admit it, I'm a counter-slut (like everyone else). Sorry if the page 
was hard to find - I'll admit it was a rather "lazy" update. 


Nick F 


--MESSAGE FILE 223 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000228 


—-MESSAGE FILE 224 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000229 
Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 20:58:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7phklmShtr17@chuka.playstation.co.uk> 

References: <7pf43vShtri3@chuka.playstation.co.uk> 

NNTP-Posting-Host: ppp-119-116.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:229 scee.yaroze.event:163 scee.ya 
roze.freetalk.english: 4512 


Hi ! 
Isn't the ECTS a press only show ? 
How do you get a pass ? 


Nick Ferguson <nickf@saqnet.co.uk> a écrit dans le message 
Tef43vShtr1i3@chuka.playstation.co.uk... 
> Hi all, 


In an attempt to sort out everyone's ECTS activities (and eventually, the 
world) I have created the "Net Yaroze ECTS Guest List". Check it out at 
www.netyaroze-europe.com/~rookiel 


More "excitement" (in the form of mega-diary entries) coming soon. 


Nick F 


www.saqnet.co.uk/users/nickf 
www.loonygames.com 


VVVVVVVVV VV 
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www.netyaroze-europe.com/~rookiel 


> 

> 

> "You were nearly a gerbil sandwich!" 
> 

> 


--MESSAGE FILE 224 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000229 


—-MESSAGE FILE 225 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000230 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Fri, 20 Aug 1999 13:31:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7pjhn5$8mol@chuka.playstation.co.uk> 

References: <7pf43vShtr13@chuka.playstation.co.uk> <7phklmShtr17@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: dialup137-110.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:230 scee.yaroze.event:164 scee.ya 
roze.freetalk.english:4514 


HPMAN <mwa.p@infonie.fr> wrote in message 
news: 7phkimShtr17@chuka.playstation.co.uk... 


> Hi | 

> Isn't the ECTS a press only show ? 
> How do you get a pass ? 

I am press - www.loonygames.com 


And if you think that doesn't count, guess again. Loonygames is getting 
pretty big now! :) 


Nick F 


--MESSAGE FILE 225 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000230 


—-MESSAGE FILE 226 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000231 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Sun, 22 Aug 1999 16:06:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <935337993.259545891@news.playstation.co.uk> 

References: <7pf43vS$htrl13@chuka.playstation.co.uk> <7phklmShtr17@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: d4-s41-43-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.announce:231 scee.yaroze.event:166 scee.ya 
roze.freetalk.english: 4526 


"HPMAN" <mwa.p@infonie.fr> wrote: 


>Hi ! 
> Isn't the ECTS a press only show ? 
> How do you get a pass ? 


Fill in the application on their WWW page - just invent 
a company name and job title, they never check. 
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A guy I worked with alway's attends as=20 
"Technical Tea-boy, Shit Systems Inc." 
I'll not spoil things for him by letting on who he really works for... 


Alternatively, just ring the tickets line on the day, complain that 
your pass didn't arrive (you registered by post, if they ask). They'll 
give a password to use with the folks at the pass desk at the door, 
who'll print you a pass for free anyway...(I did this last year because 
my pass really hadn't turned up). 


Craig. 
(there on the sunday, probably hanging with the lads from Pixelogic) 
--MESSAGE FILE 226 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000231 


-—-MESSAGE FILE 227 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000232 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Mon, 23 Aug 1999 11:31:39 +0200 

Organization: DEbri 

Lines: 28 

Message-ID: <ldwzmb2.lys7niktujtjgN@[194.151.88.143]> 

References: <7pf43v$htrl3@chuka.playstation.co.uk> <7phklm$htr17@chuka.playstation.c 
o.uk> <935337993.259545891@news.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:232 scee.yaroze.event:168 scee.ya 
roze.freetalk.english: 4529 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> "HPMAN" <mwa.p@infonie.fr> wrote: 

> >Hi ! 

>> Isn't the ECTS a press only show ? 

>> How do you get a pass ? 

> 

> Fill in the application on their WWW page - just invent 

> a company name and job title, they never check. 

> 

> A guy I worked with alway's attends as 

> “Technical Tea-boy, Shit Systems Inc." 

> I'll not spoil things for him by letting on who he really works for... 
> 

> Alternatively, just ring the tickets line on the day, complain that 

> your pass didn't arrive (you registered by post, if they ask). They'll 
> give a password to use with the folks at the pass desk at the door, 

> who'll print you a pass for free anyway...(I did this last year because 
> my pass really hadn't turned up). 

> 

> Craig. 

> (there on the sunday, probably hanging with the lads from Pixelogic) 
How evil we all are.. I signed in for another pass. This time I used as 


name: Lekker Ding 
Thats dutch for something like Horney chunk heheheheh 


DEnnis.. 
--MESSAGE FILE 227 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000232 


—-MESSAGE FILE 228 START: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000233 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 
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Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 


e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.probl 


2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze. 


lems.internet 
profile:183 


scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 


ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compil 


ler:343 scee. 


yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 


7169 


this is a test 


--MESSAGE FILE 228 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000233 


--MESSAGE FILE 229 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000234 


Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 
Newsgroups: scee.yaroze.announce 

Subject: My firs yaroze playablegame, 
Date: Tue, 07 Sep 1999 00:43:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <37D451AE.BB2233E9@breathemail.net> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: modem-212-21.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en, ja 


Hi everyone, I've now made available my long awaited first PSX yaroze 
game! 


It's a kind of 3D Tetris based game where you have to build a tower 
rather than stop one from building! 


So let me know what you think, and if I like your contributions I'll put 


‘em in my MSc project write up ;) 

There's also a PC only OpenGL conversion there as well. 
Cheers 

Al 

http://www.netyaroze-europe.com/~admars/ 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


--MESSAGE FILE 229 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000234 


--MESSAGE FILE 230 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000235 


Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Java 2D Map Editor prototype 

Date: Sat, 2 Oct 1999 04:29:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7tj53c$9v11@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-93.pravachol.dialup.pol.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all 
My 2D Map Editor prototype is finished!!! Go to 
http://www.netyaroze-europe.com/~partinga to download it. You'll need Java 


1.1.x to use it. 
cheers 


Andy 


—-MESSAGE FILE 230 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000235 


—-MESSAGE FILE 231 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000236 
Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 

Subject: Re: Non NY members 

Date: Sun, 10 Oct 1999 12:52:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <38007E02.B7410A3E@chilternmag.demon.co.uk> 

References: <72pus4Sdvm2@chuka.playstation.co.uk> <ldinuwv. 8y4dvllhvgkxeN@al-88-133. 
al.nl> 

NNTP-Posting-Host: modem-60.technetium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Take away a membership??? 

If you look around the NG's you'll see a Keith Wallace. 

Thats my Dad....but....its me. 

We use the same computer so he changes the settings around in Netscape etc. 
so his name is put their instead of mine... 

Also, if your using somone elses computer to get in, for the next few times 
you won't have to enter the password. 

So someone else could get in with out knowing the Password. 


Chris Wallace. 


DEnnis Brinkhuis wrote: 


George Bain <george_bain@playstation.sony.com> wrote: 


> To all NY members, 

> 

> Recently there seems to be alot of people accessing the NY newsgroups 
> who are NOT NY members. If any NY members notice people that shouldn't 
> be accessing these newsgroups or the members website please e-mail 

> "ps_yaroze@playstation.sony.com". Remember that it hurts legit NY 

> members when non NY members access the private newsgroups and website 
> for free. Keep a lookout for outsiders!! 

> 

> Regards, 

> 

> George 


I did not notice anything yet.. But if you find out that this happens, 
just cansel the membership of the person that gave away his name and 
password. From the other side I get the impression that things are 
moving more and more public. And that does not only happen by choice. 


VVVVVVVVVVVVVVV VV VV VV 


DEnnis.. 


--MESSAGE FILE 231 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000236 


Net Yaroze newsgroups message dump.txt Page 137 


—-MESSAGE FILE 232 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000237 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 

Subject: Re: Non NY members 

Date: Sun, 10 Oct 1999 13:53:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <38008C4A. 69F90219@breathemail.net> 

References: <72pus4S$dvm2@chuka.playstation.co.uk> <ldinuwv. 8y4dvllhvgkxeN@al-—88-133. 
al.nl> <38007E02.B7410A3E@chilternmag.demon.co.uk> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: as21-s15-139-220.cwci.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept-Language: en,ja 


That probably also applies to the Uni students, we had one name and 
password for a group of us using the Yaroze at Bournemouth Uni. 


i've left there now, but I have my own yaroze so I'm legit :) 
Al 

~admars 

Chris Wallace wrote: 


Take away a membership??? 

If you look around the NG's you'll see a Keith Wallace. 

Thats my Dad....but....its me. 

We use the same computer so he changes the settings around in Netscape etc. 
so his name is put their instead of mine... 

Also, if your using somone elses computer to get in, for the next few times 
you won't have to enter the password. 

So someone else could get in with out knowing the Password. 


Chris Wallace. 


DEnnis Brinkhuis wrote: 


George Bain <george_bain@playstation.sony.com> wrote: 


> To all NY members, 

> 

> Recently there seems to be alot of people accessing the NY newsgroups 
> who are NOT NY members. If any NY members notice people that shouldn't 
> be accessing these newsgroups or the members website please e-mail 

> "ps_yaroze@playstation.sony.com". Remember that it hurts legit NY 

> members when non NY members access the private newsgroups and website 
> for free. Keep a lookout for outsiders!! 

> 

> Regards, 

> 

> George 


I did not notice anything yet.. But if you find out that this happens, 
just cansel the membership of the person that gave away his name and 
password. From the other side I get the impression that things are 
moving more and more public. And that does not only happen by choice. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVVV VV VV VV 


DEnnis.. 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 
--MESSAGE FILE 232 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000237 


—-MESSAGE FILE 233 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000238 


Net Yaroze newsgroups message dump.txt Page 138 


Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 

Subject: Re: Non NY members 

Date: Mon, 11 Oct 1999 09:29:42 +0200 

Organization: DEbri 

Lines: 16 

Message-ID: <ldzivmy.va9fp8raac4sN@[194.171.204.57]> 

References: <72pus4Sdvm2@chuka.playstation.co.uk> <ldinuwv. 8y4dvllhvgkxeN@al-88-133. 
al.nl> <38007E02.B7410A3E@chilternmag.demon.co.uk> <38008C4A. 69F90219@breathemail.ne 
t> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Al <admars32@breathemail.net> wrote: 


That probably also applies to the Uni students, we had one name and 
password for a group of us using the Yaroze at Bournemouth Uni. 


i've left there now, but I have my own yaroze so I'm legit :) 
Al 


~admars 


VVVVVVVVV 


Bournemouth? And is that a good study? I had plans of trying to get on 
this school. Too bad it was far too expensive for me. 


DEnnis.. 
—-MESSAGE FILE 233 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000238 


—-MESSAGE FILE 234 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000239 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 

Subject: Re: Non NY members 

Date: Wed, 13 Oct 1999 01:19:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3803D024.18058BB@breathemail.net> 

References: <72pus4Sdvm2@chuka.playstation.co.uk> <ldinuwv. 8y4dvllhvgkxeN@al-88-133. 
al.nl> <38007E02.B7410A3E@chilternmag.demon.co.uk> <38008C4A. 69F90219@breathemail.ne 
t> <ldzivmy.va9fp8raac4sN@[194.171.204.57]> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.176.210.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept-Language: en,ja 


DEnnis Brinkhuis wrote: 


> 

> Al <admars32@breathemail.net> wrote: 

> 

> > That probably also applies to the Uni students, we had one name and 
> > password for a group of us using the Yaroze at Bournemouth Uni. 

>> 

> > i've left there now, but I have my own yaroze so I'm legit :) 

>> 

> > Al 

>> 

> > ~admars 

>> 

> 

> Bournemouth? And is that a good study? I had plans of trying to get on 
> this school. Too bad it was far too expensive for me. 

> 

> DEnnis.. 


Err, how can I put this diplomatically, if I could go back to this time 
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last year, I wouldn't have got an 8,000 loan to study at Bournemouth, I 
may have gone somewhere else, but I really wouldn't recommend any of teh 
Digital Media MA/MSc courses at Bournemouth! Consider yourself lucky, 
you have saved yourself a lot of money! 


While we're on the subject, what did ppl think of the Abertay and 
Middlesex courses which involved yaroze? 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 
--MESSAGE FILE 234 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000239 


—-MESSAGE FILE 235 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000240 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.english.freetalk 

Subject: Re: Non NY members 

Date: Wed, 13 Oct 1999 12:39:09 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldzm5p0.sriol2cum208N@[194.171.204.57]> 

References: <72pus4Sdvm2@chuka.playstation.co.uk> <ldinuwv. 8y4dvllhvgkxeN@al-88-133. 
al.nl> <38007E02.B7410A3E@chilternmag.demon.co.uk> <38008C4A. 69F90219@breathemail.ne 
t> <ldzivmy.va9fp8raac4sN@[194.171.204.57]> <3803D024.18058BB@breathemail.net> 
NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Al <admars32@breathemail.net> wrote: 


> While we're on the subject, what did ppl think of the Abertay and 
> Middlesex courses which involved yaroze? 


I did a short course at Middlesex in the summer 2 years ago. I was 
rather impressed by some of the work over there. And Peter Passmore is 
very skilled with the NY. Ask Robert Swam (from SCEE), he did the study 
at Middlesex Uni. 


Cheers, 


DEnnis. 
—-MESSAGE FILE 235 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000240 


-—-MESSAGE FILE 236 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000241 
Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Databug Game v.1 

Date: Wed, 13 Oct 1999 15:41:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7u25pg$vp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-69.fluvoxamine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


3D Cartoon Racing Game available to download from 
http://www.netyaroze-europe.com/~timrvl 


—-MESSAGE FILE 236 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000241 


--MESSAGE FILE 237 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000242 
Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce 


Net Yaroze newsgroups message dump.txt Page 140 


Subject: Databugs v.1 

Date: Wed, 13 Oct 1999 15:47:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7u264v$vp4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-69.fluvoxamine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Arrgh! 


Forgot to mention, it's a CodeWarrior version, 
I'll try and get into that unix stuff in the next few days.......... 


3D Cartoon Racing Game available to download from 
http://www.netyaroze-europe.com/~tlimrvl 


Hope you enjoy it, 


Tim. 


-—-MESSAGE FILE 237 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000242 


--MESSAGE FILE 238 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000243 
Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Databugs for everyone :) 

Date: Sat, 16 Oct 1999 11:37:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7u9kj2S45p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-24.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi again 

Siocons & CodeWarrior version of 3D Cartoon Racing Game at 
http://www.netyaroze-europe.com/~tlimrvl 

or 

http://www.netyaroze-europe.com/~timrvl/ftp 

if you want to skip the pictures! 

All the Best 


Tim. 


--MESSAGE FILE 238 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000243 


——MESSAGE FILE 239 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000244 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.announce 

Subject: Support E-mail 

Date: 8 Nov 1999 07:45:38 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <805v32Sb8i3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Support e-mail has been changed from "ps_yaroze@playstation.sony.com" 
to "ps_yaroze@scee.net. 
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George 


—-MESSAGE FILE 239 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000244 


—-MESSAGE FILE 240 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000245 
Path: chuka.playstation.co.uk!news 

From: george_bain@scee.net (George Bain) 
Newsgroups: scee.yaroze.announce 

Subject: NY Access Cards & Boot Discs 

Date: 27 Nov 1999 15:33:08 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 11 

Message-ID: <8lotjk$4s62@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


To all members, 

We are currently running low on extra access cards and boot discs. 
Please take care of these items since replacing them in the future 
will become very difficult. 


Regards, 


George@SCEE 


--MESSAGE FILE 240 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000245 


—-MESSAGE FILE 241 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000246 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.announce 

Subject: New Game - "TetPlet" 

Date: Tue, 30 Nov 1999 19:24:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 915 

Message-ID: <3845245f.178669843@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

X-Newsreader: Forte Agent 1.5/32.452 


Hey All! 


Well, here's my first game. Forgive the complete 
unoriginality. The point was to practice game writing 
not to create something new and magnificent. (that will 
be my second game). 


I thought after owning an NY for 1 year I should do 
SOMETHING with it. 


Anyway, this game took me about 10 hours to develop. 


Sadly, that's broken up into 3 hours to write the whole 
thing in Java (yes, 100% functional), then 7 hours to just 
port it to NY. (and learn what was necessary in the 
meantime). 


I started working on a C++ infrastructure for games with 
this project. I plan on refining it and putting the 
improvements into this project as well as new ones. Once 
it is a little stable, I will release the source code. 


If anyone is really REALLY anxious to see it in it's raw 
state, just email me. 


Net Yaroze newsgroups message dump.txt Page 142 
There are two batch files, one for PAL, one for NTSC. 

I'm not certain if the PAL version works, I'd appreciate 

it if someone let me know. 


Any questions/comments, don't hesitate to ask! 


Steven Osman 
sosman@terratron.com 


http://www.scea.sony.com/net/yaroze/pages/sosman.html 
"sauce" on the SCEA Tuesday night chats. 


--MESSAGE FILE 241 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000246 


——MESSAGE FILE 242 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000247 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.announce 

Subject: Re: New Game - "TetPlet" 

Date: Tue, 30 Nov 1999 20:45:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <38443753.183521620@news.playstation.co.uk> 
References: <3845245f.178669843@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


My apologies if I posted this in the wrong group. 


It seems like an "announcement", and scea.yaroze.announce didn't allow 
my post (I got an access denied -- maybe because I'm using scee's 
server). 


Steven 
—-MESSAGE FILE 242 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000247 


—-MESSAGE FILE 243 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000248 
Path: chuka.playstation.co.uk!news 

From: "Mark Cance" <mark_cance@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Yaroze Website and Newsgroups 

Date: Thu, 2 Mar 2000 10:03:25 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <89leea$6j1@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


On the 31/03/2000 the members Net Yaroze Website and Newsgroups will be 
taken of line. 


SCEE will keep this downtime to a minimum, resuming the services as soon as 
possible. 


It is unlikely that the site and newsgroups will be unavailable for more 
that 2 weeks, however for additional information or clarification on this 
matter contact webmaster@scee.sony.co.uk 


Thanks for you co-operation. 
Mark 


Mark Cance 
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Web Guru 
Sony Computer Entertainment Europe 
www.scee.sony.co.uk 


--MESSAGE FILE 243 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000248 


—-MESSAGE FILE 244 START: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000249 
Path: chuka.playstation.co.uk!news 

From: "Mark Cance" <mark_cance@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Web Site 

Date: Wed, 8 Mar 2000 09:54:26 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8a5841Sau52@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

On the 31/03/2000 the members Net Yaroze Website and Newsgroups will be 
taken off line. 


SCEE will keep this downtime to a minimum, resuming the services as soon as 
possible. 


It is unlikely that the site and newsgroups will be unavailable for more 
that 2 weeks, however for additional information or clarification on this 
matter contact webmaster@scee.sony.co.uk 


Thanks for you co-operation. 
Mark 


Mark Cance 

Web Guru 

Sony Computer Entertainment Europe 
www.scee.sony.co.uk 


--MESSAGE FILE 244 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000249 


—-MESSAGE FILE 245 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000250 
Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce 

Subject: Re: Yaroze Website and Newsgroups 

Date: Tue, 14 Mar 2000 06:40:18 +0100 

Organization: DEbri 

Lines: 5 

Message-ID: <le74cpw.12xlw43lyalwdrN@ipc379b2a6.dial.wxs.nl> 

References: <89leea$S6j1@chuka.playstation.co.uk> 

NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 
X-Newsreader: MacSOUP 2.3 


Crap, well.. at least we'll know they'll be back. Thanks for the 
announcement, also on the site.. 


DEnnis.. 
--MESSAGE FILE 245 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000250 


—-MESSAGE FILE 246 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000251 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event,scee.yaroze 
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.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


--MESSAGE FILE 246 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000251 


-—-MESSAGE FILE 247 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000252 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Website and newsgroups up and running! 

Date: Fri, 1 Sep 2000 16:39:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <8o00in5$7h4@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:252 scee.yaroze.freetalk.english: 
5769 


Yes, it's true! During the next couple of weeks we will see how many 
Net Yaroze members out there who are still active. There are however 
some things that need to be noted. 


1) There is limited technical support (please check support information on 
website or newsgroups because 

it's more then likely that your question has already been answered) 

2) There will be no upgrade of the current libraries 

3) There will be no replacements for lost "boot discs", "boot memory cards" 
or “communication cables". 

The reason for this is that all left over Net Yaroze stock has been sent 
back to Japan. There is however, a small quantity of left over stock for 
Educational purposes. 


4) There will be no more OPM Fame Game submissions 

5) There will be no more competitions 

6) The "Net Yaroze Members in the games industry" list will continue to be 
updated 


7) Please read the FAQ located on the website for more information 


I'll check how future repairs of Net Yaroze will be handled and will post a 
message 

when I recieve the answer. 

Regards, 


Net Yaroze Team 


--MESSAGE FILE 247 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000252 
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—-MESSAGE FILE 248 START: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000253 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Fri, 1 Sep 2000 18:24:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <8o00onk$7h5@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> 

NNTP-Posting-Host: host213-1-176-156.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:253 scee.yaroze.freetalk.english: 
5770 


WHOOOO HOOOOO. 


...Յհ, nice to have got that out :) 


Anyway, most of the stuf below we already knew right? But I guess it's been 
stated again to kirb endless discussions about the fame game and why can't 
we have discs burnt... ad infinitum. 


So who's still about then? 


Yes, it's true! During the next couple of weeks we will see how many 
Net Yaroze members out there who are still active. There are however 
some things that need to be noted. 


1) There is limited technical support (please check support information on 
website or newsgroups because 
it's more then likely that your question has already been answered) 


2) There will be no upgrade of the current libraries 
3) There will be no replacements for lost "boot discs", "boot memory 
ards" 


or "communication cables". 

The reason for this is that all left over Net Yaroze stock has been sent 
back to Japan. There is however, a small quantity of left over stock for 
Educational purposes. 


4) There will be no more OPM Fame Game submissions 

5) There will be no more competitions 

6) The "Net Yaroze Members in the games industry" list will continue to be 
updated 


7) Please read the FAQ located on the website for more information 


I'll check how future repairs of Net Yaroze will be handled and will post 


message 
when I recieve the answer. 


Regards, 


Net Yaroze Team 


VVVVVVVVVV®& VV VV VV VV VV VV OAV VV VV VV VV 


--MESSAGE FILE 248 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000253 


—-MESSAGE FILE 249 START: net-—yaroze-usenet/00000001-SCEE/yaroze/announce/00000254 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 
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Date: Sat, 2 Sep 2000 00:16:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8o0pdcd$7h8@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <800onk$7h5@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: th-gt148-163.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scee.yaroze.announce:254 scee.yaroze.freetalk.english: 
5773 


> So who's still about then? 


I'm still about. I don't think the Net Yaroze Active Member's List will 
still work from my site. Instead, try going to 
http://www.rprince.dircon.co.uk/nyal/ until I get a chance to fix the one on 
the NY server (actually come to think of it, it should still work on the NY 
server, if it hasn't been deleted, but if it doesn't, use the above URL). 


Rikki 


--MESSAGE FILE 249 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000254 


——MESSAGE FILE 250 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000255 
Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: 2 Sep 2000 11:17:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01c014cf$4d386060$559124c3@pal-—s-—omnibook> 

References: <800in5$7h4@chuka.playstation.co.uk> 

NNTP-Posting-Host: nas3-85.aub.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:255 scee.yaroze.freetalk.english: 
5774 


Thank you very much George and all of you at SCEE who took the time to set 
the server back. You know we were all very worried about the future of 
Yaroze... 


I hope that great things will continue to come out of all of us Yarozers to 
show Sony that they were right with setting up and maintaining the Yaroze 
program (and make them think about Yaroze2 hehe). 


Don't expect to see anything from me in the next two months however - it's 
exam time and college courses beginning here. But count me as a soon-active 
member ! 


Oh, and I have a few requests 
- please upgrade the lib burn cd opm compo... no, just kidding ;) 


Btw, anyone knows what's the situation with NY overseas, especially in 
Japan ? 


pal 


Quotation of the day 

> It is unlikely that the site and newsgroups will be unavailable for more 
> that 2 weeks 

(Mark Cance, The Apocalypse, March 8th 2000) 


--MESSAGE FILE 250 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000255 
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—-MESSAGE FILE 251 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000256 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Sat, 2 Sep 2000 13:15:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <8o0qqv8S7h9@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <01c014cf$4d386060$559124c3@pal-s-o 
mnibook> 

NNTP-Posting-Host: host62-7-94-89.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:256 scee.yaroze.freetalk.english: 
5775 


= 


> Thank you very much George and all of you at SCEE who took the time to set 
> the server back. You know we were all very worried about the future of 
> Yaroze... 


Seconded! 


> I hope that great things will continue to come out of all of us Yarozers 
to 

> show Sony that they were right with setting up and maintaining the Yaroze 
> program (and make them think about Yaroze2 hehe). 


Cool stuff is definately on the way, I've seen some of it. 


> Btw, anyone knows what's the situation with NY overseas, especially in 
> Japan ? 


Well the US has been very quiet for a good while, but they were never into 
the bedroom games coder idea really, were they? I dunno abut the JP side of 
it but I've not been directed towards anything new for ages from them 
either. 


--MESSAGE FILE 251 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000256 


—-MESSAGE FILE 252 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000257 
Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <80ohocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80ohocS$7h3@chuka.playstation.co.uk... 
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> 
> 
> 


--MESSAGE FILE 252 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000257 


--MESSAGE FILE 253 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000258 
Path: chuka.playstation.co.uk!news 

From: "Stuart Macdonald" <scmacdonald@cableinetco.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Wed, 6 Sep 2000 08:35:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <8p4sgl$qd32@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <800onk$7h5@chuka.playstation.co.uk 
> <80pdcd$7h8@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr151-uddl.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 

Xref: chuka.playstation.co.uk scee.yaroze.announce:258 scee.yaroze.freetalk.english: 
5795 


Well, I'm still around. 

Been really busy with other projects, but I want to get back to my Yaroze 
eventually. If you want to see what I've been up to try 
http://www.scmacdonald.pwp.blueyonder.co.uk if the site dosen't work first 
time go back later on - Cable internet is useless! was considering a cable 
modem, but its a wee bit too dear:) 

Might even find time to finish Tanx2 maybe a couple of months from now ( I'm 
really busy! ), but I think I'll be recoding most of it as it's a bit of a 
mess! 

Went to ECTS on Monday, didn't see any familiar faces though, anyone else 
there? 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 
news: 80pdcd$7h8@chuka.playstation.co.uk... 
> So who's still about then? 


I'm still about. I don't think the Net Yaroze Active Member's List will 
still work from my site. Instead, try going to 
http://www.rprince.dircon.co.uk/nyal/ until I get a chance to fix the one 
n 

the NY server (actually come to think of it, it should still work on the 
Y 

server, if it hasn't been deleted, but if it doesn't, use the above URL). 


Rikki 


VVVVVAZAVOVVV VV 


--MESSAGE FILE 253 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000258 


—-MESSAGE FILE 254 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000259 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Thu, 7 Sep 2000 22:52:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8p92o0o0Spnil@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <80o0onk$7h5@chuka.playstation.co.uk 
> 
NNTP-Posting-Host: 212.137.181.163 
X-Priority: 3 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:259 scee.yaroze.freetalk.english: 
5800 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 800onk$7h5@chuka.playstation.co.uk... 

> WHOOOO HOOOOO. 

> 

> ...ah, nice to have got that out :) 

> 

> Anyway, most of the stuf below we already knew right? But I guess it's 
been 

> stated again to kirb endless discussions about the fame game and why can't 
> we have discs burnt... ad infinitum. 

> 

> So who's still about then? 


I'm still about but I haven't touched the Yaroze dev system for yonks 
(that's why my website is at the bottom of the list !!). 


James 


--MESSAGE FILE 254 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000259 


——MESSAGE FILE 255 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000260 
Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: 12 Sep 2000 10:17:55 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <85u2bm79ak.fsf@foo.mel.vet.com.au> 

References: <800in5$7h4@chuka.playstation.co.uk> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:260 scee.yaroze.freetalk.english: 
5802 


I think there must be some sort of psychic connection going on here, 
as my Yaroze has been in my cupboard for about a year and just 
yesterday I thought 'Hrmm, maybe I'll pull that out and fiddle - I 
wonder if the Yaroze server is still there..?' Lo and behold, the 
server is back! 


Hurrah! But for how long? Can Sony afford to run the server here 
even if without the support they used to provide? Yeah, I'm sure they 
can :) 


Toby. 
--MESSAGE FILE 255 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000260 


—--MESSAGE FILE 256 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000261 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Net Yaroze (repairs reminder) 

Date: Wed, 22 Nov 2000 14:53:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8vgmrcS$7ai3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:261 scee.yaroze.freetalk.english: 
5939 


Hi all, 

The one year gaurentee for Net Yaroze machines has been over for some time. 
If you want your 

Net Yaroze repaired, then you should contact the PlayStation Care Line at 
0990-998-877. They will 

most likely charge for any repairs that are needed. 

http: //www.netyaroze-europe.com/yaroze/problems/guarent.htm 


Regards, 


George 


--MESSAGE FILE 256 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000261 


—-MESSAGE FILE 257 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000262 
Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze (repairs reminder) 

Date: Wed, 22 Nov 2000 22:37:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8vhhnrSrjil@www.netyaroze-europe.com> 

References: <8vgmrc$7ai3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-147-64.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:262 scee.yaroze.freetalk.english: 
5941 


Good to know it can be fixed though if it goes wrong, all the same. 


Cheers, 
Jon 


--MESSAGE FILE 257 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000262 


--MESSAGE FILE 258 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000263 
Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze (repairs reminder) 

Followup-To: scee.yaroze.announce 

Date: 24 Nov 2000 18:05:33 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8566ldkfya.fsf@foo.mel.vet.com.au> 

References: <8vgmrc$7ai3@www.netyaroze-europe.com> <8vhhnrS$rjil@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:263 scee.yaroze.freetalk.english: 
5945 
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"Jon Prestidge (Moose)" <jon@surfed.to> writes: 


> Good to know it can be fixed though if it goes wrong, all the same. 
> 


Yeah, if you're in the UK... lucky the PSX is a sturdy little 
bugger. :) 


Toby. 


—-MESSAGE FILE 258 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000263 


--MESSAGE FILE 259 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000264 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce 

Subject: Re: Net Yaroze (repairs reminder) 

Date: Fri, 24 Nov 2000 08:41:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <8vlal5$qoh2@www.netyaroze-europe. com> 

References: <8vgmrc$7ai3@www.netyaroze-europe.com> <8vhhnrS$rjil@www.netyaroze-europe 
-com> <8566ldkfya.fsf@foo.mel.vet.com.au> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi there, 

Just contact the PlayStation Careline in Australia. The contact details 
pasted in every game manual from every country that sells PlayStation. 
George 


"Prof. Frink" <frink@foo.mel.vet.com.au> wrote in message 
news: 8566ldkfya.fsf@foo.mel.vet.com.au... 


> "Jon Prestidge (Moose)" <jon@surfed.to> writes: 

> 

> > Good to know it can be fixed though if it goes wrong, all the same. 
>> 

> 

> Yeah, if you're in the UK... lucky the PSX is a sturdy little 

> bugger. :) 

> 

> Toby. 

> 


--MESSAGE FILE 259 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000264 


--MESSAGE FILE 260 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000265 
Path: chuka.playstation.co.uk!news 

From: "Nik" <nik@nick00.demon.co.uk> 

Newsgroups: scee.yaroze.announce 

Subject: Anybody out there ... 

Date: Fri, 22 Dec 2000 23:38:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <923d3m$7a62@www.netyaroze-europe. com> 
NNTP-Posting-Host: nick00.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi everyone (anyone), 
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Just wanted to see how many people are taking an active role in yaroze 
development. 


Nik 


—-MESSAGE FILE 260 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000265 


—-MESSAGE FILE 261 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000266 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.announce 

Subject: Re: Anybody out there ... 

Date: Fri, 29 Dec 2000 20:52:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <92itk2S$14b2@www.netyaroze-europe. com> 
References: <923d3m$7a62@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-139-169.jakinternet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


not the best newsgroup to watch for activity you would be better of in 
scee.yaroze.freetalk.english of something. 


But I'm still active http://www.netyaroze-europe.com/~ncritten/ 
Nigel :) 


"Nik" <nik@nick00.demon.co.uk> wrote in message 

news: 923d3m$7a62@www.netyaroze-europe.com... 

> Hi everyone (anyone), 

> 

> Just wanted to see how many people are taking an active role in yaroze 
> development. 


--MESSAGE FILE 261 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000266 


-—-MESSAGE FILE 262 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000267 
Path: chuka.playstation.co.uk!news 

From: "Webmaster" <webmaster@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Netyaroze server downtime 

Date: Wed, 14 Mar 2001 10:44:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <98ni95S$16i2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.193.234.96 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6386 scee.yaroze.announce 
2267 


Hi 


We will be moving the netyaroze web site and newsgroup to a new (more secure 
and reliable!) host. 

The server will be offline Thursday morning (14th March) and probably won't 
be back until Friday sometime. 


Once it's back up and running, only the news and web services will be 
available, the ftp is going to take a little while longer to sort. 


Thanks 
Webmaster 
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--MESSAGE FILE 262 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000267 


--MESSAGE FILE 263 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000268 
Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: Netyaroze server downtime 

Date: Wed, 14 Mar 2001 13:04:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <98nq88516i3@www.netyaroze-europe. com> 

References: <98ni95S16i2@www.netyaroze-europe.com> 

NNTP-Posting-Host: 193.82.133.57 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6387 scee.yaroze.announce 
: 268 


Thanks for letting ստ know! 
Tones 


"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 

news: 98ni95$16i2@www.netyaroze-europe.com... 

> Hi 

> 

> We will be moving the netyaroze web site and newsgroup to a new (more 
secure 
> and reliable!) host. 

> The server will be offline Thursday morning (14th March) and probably 
won't 

> be back until Friday sometime. 


> 

> Once it's back up and running, only the news and web services will be 
> available, the ftp is going to take a little while longer to sort. 

> 

> Thanks 

> Webmaster 

> 

> 


-—-MESSAGE FILE 263 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000268 


—-MESSAGE FILE 264 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000269 
Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: Netyaroze server downtime 

Date: Fri, 16 Mar 2001 10:44:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <98sqroS6fl@www.netyaroze-europe. com> 

References: <98ni95$16i2@www.netyaroze-europe.com> <98nq88$16i3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6394 scee.yaroze.announce 
2269 


It lives!!! Its alive.... Just doing an internal test... 


Steve 
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--MESSAGE FILE 264 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000269 


——MESSAGE FILE 265 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000270 
Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: Netyaroze server downtime 

Date: Fri, 16 Mar 2001 12:06:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <98svlcS6f2@www.netyaroze-europe.com> 

References: <98ni95S516i2@www.netyaroze-europe.com> 

NNTP-Posting-—Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6395 scee.yaroze.announce 
2270 


Hi all 


The Netyaroze Server has now been moved to a new host (more secure and 
stable) and is back online for web and news access. 


FTP access will take a while to get sorted out so please be patient, but 
1`11 announce in this newsgroup when it is available again. 


Steve 


Steve Loughran, Network Infrastructure Manager 
Sony Computer Entertainment Europe (Cambridge) 
Home Page -» http://sl.scee.sony.co.uk/ 

Yamaha YZF1000R Thunderace 

ICQ#: 12666311 (Work), 104426046 (Laptop) 

Team Waste - Where do you want to go wrong today? 


—-MESSAGE FILE 265 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000270 


—--MESSAGE FILE 266 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000271 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:23:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9jme8tSect4@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.193.234.101 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 

Xref: chuka.playstation.co.uk scee.yaroze.announce:271 scee.yaroze.freetalk.english: 
6827 


Hi all, 


The one year gaurentee for Net Yaroze machines has been over for some time. 
If you want your Net Yaroze repaired, then you should contact the 
PlayStation Care Line at 

0990-998-877. They will most likely charge for any repairs that are needed. 
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http: //www.netyaroze-europe.com/yaroze/problems/guarent.htm 
Regards, 


George 


—-MESSAGE FILE 266 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000271 


——MESSAGE FILE 267 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000272 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:36:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9jmenaSect 6@www.netyaroze-europe. com> 

References: <9 jme8tSect4@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-80-234-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 

Xref: chuka.playstation.co.uk scee.yaroze.announce:272 scee.yaroze.freetalk.english: 
6829 


The number for the PS Care Line is 08705 998877. 


cheers 
Derek 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: 9jme8tSect4@www.netyaroze-europe.com... 

> 

> Hi all, 

> 

> The one year gaurentee for Net Yaroze machines has been over for some 
time. 

> If you want your Net Yaroze repaired, then you should contact the 

> PlayStation Care Line at 

> 0990-998-877. They will most likely charge for any repairs that are 
needed. 

> 

http: //www.netyaroze-europe.com/yaroze/problems/guarent.htm 


Regards, 


George 


VVVVVVV 


—-MESSAGE FILE 267 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000272 


——MESSAGE FILE 268 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000273 
Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 
Subject: NetYaroze-Europe ... nearly time to say goodbye 
Date: Tue, 28 Apr 2009 10:18:36 +0100 

Organization: SCEE 

Lines: 18 

Message-ID: <gt6ivdSbv91@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 
X-RFC2646: Format=Flowed; Original 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9326 scee.yaroze.announce 
2273 


Hi everyone, 


The Net Yaroze Programme was started in March 1997, and we've seen many of 
those first members take their experiences to either understand more about 
the games development process, or indeed as a stepping stone to entering the 
industry. 


Sadly, the Netyaroze-Europe server is at the end of its life, and we are 
planning to turn it off (before it dies in a mess), 


Could you spread the word about taking any copies of any files that you have 
on this server ? 


Thanks, 


Paul 


--MESSAGE FILE 268 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000273 


-—-MESSAGE FILE 269 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000274 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 28 Apr 2009 15:12:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <gt743rSbv92@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe. com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9327 scee.yaroze.announce 
2274 


Hi Paul, 
Thanks for the heads up. 


Would it be possible to get a backup of the whole site and newsgroups burned 
to a CD/DVD? 


I'd like to archive as much as possible - games, demos, utilites, docs, 
interesting newsgroup threads, etc - it'd be a shame if it all just 
disappeared into the ether, and it'd be quite a job to go through the whole 
site saving stuff by hand. 


Thanks, 
Derek 


http://www.netyaroze-europe.com/~tomaandi/ 
All good things... 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news: gt6ivdSbv91l@www.netyaroze-europe.com... 
> Hi everyone, 


The Net Yaroze Programme was started in March 1997, and we've seen many of 
those first members take their experiences to either understand more about 
the games development process, or indeed as a stepping stone to entering 
the industry. 


Sadly, the Netyaroze-Europe server is at the end of its life, and we are 
planning to turn it off (before it dies in a mess), 


VVVVVVVV 
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Could you spread the word about taking any copies of any files that you 

have on this server ? 

Thanks, 


Paul 


VVVVVVVV 


—-MESSAGE FILE 269 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000274 


--MESSAGE FILE 270 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000275 
Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Wed, 29 Apr 2009 07:30:09 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <gt7mokSbv94@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 122-57-14-202.jetstream.xtra.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt743rSbv92@www.netyaroze-europe. com> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9328 scee.yaroze.announce 
22705 


I'd also be very keen for an entire archive of everything.. If someone 
could archive id be willing to just download a cd/dvd imagine.. though 
with my crappy internet this might take a while : ( 


Can anyone suggest a very good offline newsgroup reader, as i'll try and 
archive the news groups that way.. 


Also wondering what Yaroze bits are left over at scee? any spares i 
might be keen on grabbing to keep my unit and documentation going as 
long as possible. 


i had wondered when this day might come 


Derek da Silva wrote: 
Hi Paul, 


Thanks for the heads up. 


Would it be possible to get a backup of the whole site and newsgroups burned 
to a CD/DVD? 


I'd like to archive as much as possible - games, demos, utilites, docs, 
interesting newsgroup threads, etc - it'd be a shame if it all just 
disappeared into the ether, and it'd be quite a job to go through the whole 
site saving stuff by hand. 


Thanks, 
Derek 


http://www.netyaroze-europe.com/~tomaandi/ 
All good things... 
"Paul Holman" <Paul_Holman@scee.net> wrote in message 


news: gt6ivdSbv91l@www.netyaroze-europe.com... 
>> Hi everyone, 


VVVVVVVVVVVVVVV VV VV VV 


>> The Net Yaroze Programme was started in March 1997, and we've seen many of 
>> those first members take their experiences to either understand more about 
>> the games development process, or indeed as a stepping stone to entering 
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>> the industry. 

>> 

>> Sadly, the Netyaroze-Europe server is at the end of its life, and we are 
>> planning to turn it off (before it dies in a mess), 

>> 
>> Could you spread the word about taking any copies of any files that you 
>> have on this server ? 

>> 

>> Thanks, 


>> Paul 


—-MESSAGE FILE 270 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000275 


—-MESSAGE FILE 271 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000276 
Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 28 Apr 2009 13:57:43 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <gt7rs4Sbv95@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt 7mok$bv94@www.netyaroze-europe. com> 

NNTP-Posting-Host: searspoint.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt7mokSbv94@www.netyaroze-europe. com> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9329 scee.yaroze.announce 
2276 


Perhaps an official Yaroze alumni Facebook page would be in order? 
I agree about archiving everything under the sun. 


Scott 
--MESSAGE FILE 271 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000276 


——MESSAGE FILE 272 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000277 
Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 28 Apr 2009 14:48:05 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <gt7uqiSbv96@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokSbv94@www.netyaroze-europe.com> <gt7rs4Sbv95@www.netyaroze-europe. com> 
NNTP-Posting-Host: searspoint.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
In-Reply-To: <gt7rs4Sbv95@www.netyaroze-europe. com> 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9330 scee.yaroze.announce 
2277 


Heh. Not only is there a Yaroze Facebook page, but I'm already a 
member. Oops :) 


http://www. facebook.com/group.php?sid=41a53e08234e313007185dd8e9b7b9b7 &gid=238249863 
8&ref=search 


Scott 
—-MESSAGE FILE 272 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000277 
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——MESSAGE FILE 273 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000278 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Wed, 29 Apr 2009 14:15:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <gt9165Shbm1@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokS$bv94@www.netyaroze-europe. com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9331 scee.yaroze.announce 
2278 


> Can anyone suggest a very good offline newsgroup reader, as i'll try and 
> archive the news groups that way.. 


http://mpgravity.sourceforge.net/ 


I'm using Gravity 2.7.1. Add the www.netyaroze-europe.com server and 
subscribe to all the groups and select save article bodies as the storage 
mode. It'll create a database in 

C:\Program Files\Gravity\newsdb\www.netyaroze-europe.com 

which you can save and restore with the GravityBackup.exe utility. 


—-MESSAGE FILE 273 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000278 


—-MESSAGE FILE 274 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000279 
Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Thu, 30 Apr 2009 10:18:50 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <gtal04Shbm4@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokSbv94@www.netyaroze-europe.com> <gt9165Shbm1@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt9165Shbm1@www.netyaroze-europe. com> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9334 scee.yaroze.announce 
2279 


great will give it a go, im curently trying a free product called 
XanaNews which seems to be ok.. But Gravity seems to have more 
filtering options. 


Derek da Silva wrote: 

>> Can anyone suggest a very good offline newsgroup reader, as i'll try and 
>> archive the news groups that way.. 

> 

http://mpgravity.sourceforge.net/ 


I'm using Gravity 2.7.1. Add the www.netyaroze-europe.com server and 


> 
> 
> 
> subscribe to all the groups and select save article bodies as the storage 
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> mode. It'll create a database in 

> C:\Program Files\Gravity\newsdb\www.netyaroze-europe.com 

which you can save and restore with the GravityBackup.exe utility. 


> 
> 
> 
> 
> 


--MESSAGE FILE 274 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000279 


—-MESSAGE FILE 275 START: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000280 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Mon, 4 May 2009 21:17:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <gtnjodSm3a3@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokSbv94@www.netyaroze-europe. com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9337 scee.yaroze.announce 
:280 


A mirror of the entire site can be created using wget like so: 


wget -mbc --username=user --password=password 
http://www.netyaroze-europe.com 


http://www.christopherlewis.com/WGet/wget-1.11.4b.zip 


--MESSAGE FILE 275 END: net-yaroze-usenet/00000001-SCEE/yaroze/announce/00000280 


E AE AE FE FE AE FE AE AE FE FE FE FEAF 
E AE AE E FE AE FE AE AE FE FE ETH 


EE E TE AE HE FE E FE E HE HEH E H 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/beginners 


RHEE EEE EH HE EH 


—-MESSAGE FILE 276 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000001 
Path: chuka.playstation.co.uk!news 

From: Jamie Stanley <cmsjstan@livjm.ac.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: can i *change* my password..? 
Date: Mon, 17 Mar 1997 09:12:14 -0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <332D18FE.3365@livjm.ac.uk> 
NNTP-Posting-Host: cmsc26.cms.livjm.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


BET. is .. . i want to know how to go about changing my password...? 

thanks 

cmsjstan@livjm.ac.uk 

—-MESSAGE FILE 276 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000001 


--MESSAGE FILE 277 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000002 
Path: chuka.playstation.co.uk!news 
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From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: changing password 

Date: Mon, 17 Mar 1997 10:51:50 +0000 
Organization: SCEE 

Lines: 12 

Message-ID: <332D2246.3637@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


No. 
Call me evil if you like but we want to make sure that all the vital 


stuff works first - like ftp needs fixing and some people are having 
problems with cgi generated pages. 


Maybe sometime in the future then. 


Laters, 


Laura 
—-MESSAGE FILE 277 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000002 


—-MESSAGE FILE 278 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000005 
Path: chuka.playstation.co.uk!news 
From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 
Subject: IMPORTANT: COMPATIBILITY REQUIREMENTS FOR TELEVISIONS 
Date: Wed, 19 Mar 1997 13:37:22 +0000 
Organization: SCEE 
Lines: 23 
Message-ID: <332FEC12.4D38@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Transfer-Encoding: 7bit 


Content-T 
X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


IMPORTANT: COMPATIBILITY REQUIREMENTS FOR TELEVISIONS 


We have received reports of possible compatibility issues where the Net 
Yaroze PlayStation and a PC are used in conjunction with televisions 
which are not suitable for connecting to earth. This configuration may 
result in damage to your Net Yaroze PlayStation and/or television. 
Damage may occur where the TV and PC are plugged in but not switched on. 


Please ensure that the television you are using is suitable for 
connecting to earth, consult the television manufacturer for advice 
and/or SCEE. 


Where your television is not a model suitable for connecting to earth we 
would be happy to refund the money paid for the Net Yaroze Starter Kit 
on its receipt at SCEE's offices. SCEE will either arrange for a 
courier to pick up the Net Yaroze Starter Kit or reimburse postage 
costs. 


If you require further information contact us at the usual 
addresses/numbers (available from - 
http://www.playstation.co.uk/yaroze/) 


SCEE 
—-MESSAGE FILE 278 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000005 


—-MESSAGE FILE 279 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000006 
Path: chuka.playstation.co.uk!news 

From: Jamie Stanley <cmsjstan@llivjm.ac.uk> 

Newsgroups: scee.yaroze.beginners 
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Subject: HELP (again :) ... .. the *.gz files 
Date: Fri, 21 Mar 1997 12:18:02 -0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <33328A8A.2C28@llivjm.ac.uk> 
NNTP-Posting-Host: cmsc25.cms.livjm.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Hi there... err call me Gumple... but when a do a GZIP -D <file>.gz 
i get the file but its like overrights the orig. filename (minus the 
-gz) and the file just looks a mess... 


theres weird stuff at the beginning and then the AUTO file for siocons 
and then some more stuff then some code... i think that its NOT creating 
all the separte files just sorta appending them... 


any help... *MUCH APPREACHIATED* 
thanks - jamie... cmsjstan@livjm.ac.uk 
—-MESSAGE FILE 279 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000006 


-—-MESSAGE FILE 280 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000007 
Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP (again :) ... .. the *.gz files 

Date: Fri, 21 Mar 1997 13:20:42 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3332FBA8.1B18@glam.ac.uk> 

References: <33328A8A.2C28@llivjm.ac.uk> 

NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Winl6; I) 

X-Priority: 3 (Normal) 


Jamie Stanley wrote: 


Hi there... err call me Gumple... but when a do a GZIP -D <file>.gz 
i get the file but its like overrights the orig. filename (minus the 


-gz) and the file just looks a mess... 


any help... *MUCH APPREACHIATED* 
thanks - jamie... cmsjstan@livjm.ac.uk 


I would suggest trying 'winzip' which is available from www.winzip.com 
or a lot of other shareware sites. The latest version recognises a large 
selection of compression formats, and has a simple windows interface. 


James 


—-MESSAGE FILE 280 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000007 


—-MESSAGE FILE 281 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000008 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP (again :) ... .. the *.gz files 

Date: Fri, 21 Mar 1997 17:44:53 +0000 

Organization: SCEE 

Lines: 24 

Message-ID: <3332C915.4F9F@interactive.sony.com> 

References: <33328A8A.2C28@llivjm.ac.uk> <3332FBA8.1B18@glam.ac.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


James Undery wrote: 


> 

> Jamie Stanley wrote: 

> 

> Hi there... err call me Gumple... but when a do a GZIP -D <file>.gz 
> i get the file but its like overrights the orig. filename (minus the 
> 

> -gz) and the file just looks a mess... 

> 

> any help... *MUCH APPREACHIATED* 

> thanks - jamie... cmsjstan@livjm.ac.uk 

> 

> I would suggest trying 'winzip' which is available from www.winzip.com 
> or a lot of other shareware sites. The latest version recognises a large 
> selection of compression formats, and has a simple windows interface. 
> 

> James 

yep, 


Try winzip which came as part of your net Yaroze Starter Kit or see 
http://www.winzip.com 


Laura 


--MESSAGE FILE 281 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000008 
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--MESSAGE FILE 282 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000009 


Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: TV CRISIS OVER 

Date: Fri, 21 Mar 1997 17:51:45 +0000 
Organization: SCEE 

Lines: 14 

Message-ID: <3332CAB1.31DD@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


The suspected TV compatibility crisis is over. 

:-) Good News 

It would seem that the Member who had a problem with his TV when he 
connected it up to his PC via his Net yaroze PlayStation had some dodgy 
wiring on his plug socket. 


It was this that caused the problem and not the type of TV. 


As far as we know there shouldn't be any compatibility problems with 
TVs. 


Laura 


—-MESSAGE FILE 282 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000009 


-—-MESSAGE FILE 283 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000010 


Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP (again :) ... .. the *.gz files 
Date: 21 Mar 1997 23:29:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bc3650$4e767180Sb756dec2@algorithm> 
References: <33328A8A.2C28@llivjm.ac.uk> 
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NNTP-Posting-Host: algorithm.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Jamie Stanley <cmsjstan@llivjm.ac.uk> wrote in article 
<33328A8A.2C28@llivjm.ac.uk>... 

> Hi there... err call me Gumple... but when a do a GZIP -D <file>.gz 
> i get the file but its like overrights the orig. filename (minus the 
> .gz) and the file just looks a mess... 


It should do this. It's best to work on a copy of the orignal file... 


> theres weird stuff at the beginning and then the AUTO file for siocons 
> and then some more stuff then some code... i think that its NOT creating 
> all the separte files just sorta appending them... 


This is called a TAR file (basically it's just text representations of a 
group of files joined together). What you need to do is rename the file to 
(whatever) .TAR then use 

tar xvf (whatever) .TAR 
to extract it. 


BTW - the version of GZIP I use will rename .TGZ files to .TAR after 
decompressing, so it's probably possible to rename first to a TGZ file then 
GZIP and detar. 


Russ 
—-MESSAGE FILE 283 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000010 


——MESSAGE FILE 284 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000000 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: tuto0 and tutol Contents Reversed 

Date: Tue, 25 Mar 1997 17:29:02 +0000 
Organization: SCEE 

Lines: 29 

Message-ID: <33380B5E.41CA@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


25th March 1997 
tuto0 and tutol Contents Reversed 


SCEI (Japan) report the following......... 


In the document, "batchO", "batchi", "tuto0.c", and "tutol.c" under the 
folder 

"\psx\quick\" stored in the Development disc the programs were described 
as follows; 


Tuto0 (called by batchO) prints 'Hello World!' to the SIOCONS console on 
ENE PCs 
Tutol (called by batchi) prints 'Hello World!' to the TV screen. 


The actual contents of "tuto0O" and "tutol" ("batchO" and "batch1") 
are reversed on the boot disc. 


File names in the boot disc should have been changed to correct this 
inconsistency. 

In order to get the discs made in time for launch we could not change 
the file names. 


We do not think this would become a critical problem but would like you 
to make 
an announcement in order to reduce inquires from Members. 
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Laura 
—-MESSAGE FILE 284 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000011 


—-MESSAGE FILE 285 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000012 
Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Using Count - the number of accesses to your Home page 
Date: Wed, 02 Apr 1997 18:02:17 +0100 

Organization: SCEE 

Lines: 4 

Message-ID: <33429119.714B@interactive.sony.com> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Incidentally, if anyone wants to use the more sophisticated facilities 

of "Count" (the .CGI program provided in your default home page), have a 

look at 
http://www.playstation.co.uk/yaroze_scei/Beginner/MemberHome/counter/docs/Count .-html 
#refr 

—-MESSAGE FILE 285 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000012 


—-MESSAGE FILE 286 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000013 
Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.beginners 

Subject: GDB or How do I debug my programs with the GNU utilities 

Date: Fri, 18 Apr 1997 19:14:08 +0200 

Organization: Mindmap Computersysteme GmbH 

Lines: 10 

Message-ID: <3357ABE0.7F736B32@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


I do not know how to debug my code with gdb. I have CodeWarrior as 
well by I want to go through the demo code without it. 


Could anybody point me in the right direction, please ?! 


Thank you. 
Hypemeister (TM) Hans 


Hypemeister is a registered trademark so do not use it. 
--MESSAGE FILE 286 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000013 


--MESSAGE FILE 287 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000014 
Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.beginners 

Subject: GDB 

Date: Fri, 18 Apr 1997 22:41:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3357DC8C.2EF780D4@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


I would like to debug my programs with the GNU debugger gdb but I 
do not know how. 


Net Yaroze newsgroups message dump.txt Page 166 


Could anybody point me in the right direction ? 


CU 
Hans 
—-MESSAGE FILE 287 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000014 


—-MESSAGE FILE 288 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000015 
Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.beginners 

Subject: GDB 
Date: Sat, 19 Apr 1997 07:10:36 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <335853CC.55967925@hypemeister.bb.bawue.de> 
NNTP-Posting-Host: hypemeister.bb.bawue.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


I would like the GNU debugger gdb for testing my code - but I do not 
know how. Could anybody point me in the right direction ? 


CU 
Hans 
—-MESSAGE FILE 288 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000015 


—-MESSAGE FILE 289 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000016 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GDB 

Date: Sun, 20 Apr 1997 22:35:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <335A8C19.6FF8@micronetics.com> 

References: <335853CC.55967925@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Hans-Jürgen Schmid wrote: 


> 

> I would like the GNU debugger gdb for testing my code - but I do not 
> know how. Could anybody point me in the right direction ? 

> 

> CU 

> Hans 

Hi Hans, 


It's been a few week since I used gdb and even then it was only 
playing around, but it goes something like this. 


Compile your code with -g. This is for symbolic debugging information 
in the exe. 


startup siocons, and do ? because there is a command that I have 
forgotten, its something like 'start remote debugging' but I could be 
wrong. 


Then run gdb <filename> and do 'help' then get help on misc user 
commands and there should be some specific psx commands, run em. 
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Well, after scanning what I just wrote, I realize there is niff all real 
information. Basically all I did was type 'help' and '?' at every 
prompt in siocons and gdb until it worked. You will have to set the com 
ports port and irq within gdb. 


I think you may have limited success with gdb because of the way it 
works. Its definitely not as good as similar debuggers (adb, xdb etc..) 


I really think you will have more luck with ton loads of asserts and 
printfs. 


18r 
Jim 
—-MESSAGE FILE 289 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000016 


—-MESSAGE FILE 290 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000017 
Path: chuka.playstation.co.uk!news 

From: "D C" <telephone@geocities.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Macintosh Yaroze Startup (HTML page will appear on web site later) 

Date: Thu, 01 May 1997 11:32:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 
Message-ID: <telephone-0105971132300001@194.203.13.9> 

NNTP-Posting-Host: 194.203.13.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail and News for Macintosh - 1.5bl1 (45) 


<html> 


<b><font size=5>Macintosh Codewarrior/Yaroze Help</font></b> 

<p> 

Using a Yaroze on a macintosh is slightly more complicated then on a PC, but it can 
be done. First of all you will need the Yaroze Version of Metrowerk's 'Codewarrior'. 
To run programs that other people have already written and up-loaded as executable 
files, you will also need: 

<p> 

ResEdit, or another program to change the <b>types</b> and <b>creators</b> of files. 
ResEdit is avalible from <a href="ftp://ftp.info.apple.com/Apple.Support.Area/Apple 

_SW_Updates/US/Macintosh/Utilities/ResEdit_2.1.3.sea.hqx>here (631k) </a> 
<p> 
The patch for the PSComm utility that comes with Codewarrior for running pre-compile 
d programs from <a href="ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/PSComUtil13.si 
t.hqx">here (365k) .</a> 

<p> 

Some compressed file Extractors for various formats, namely LHA (i.e LZH,LHA,LZH), Z 
IP, TAR and G-ZIP. There are various shareware programs avalible to do this job, but 
the ones that I have tried are listed here: 

<p> 

<a href="ftp://ftp.amug.org/pub/amug/bbs-—in-a-box/files/unstuff/other-compression/zi 

pit-1.3.5-fat.sit.hqx">Zipit (487k) </a> 
<br> 

<a href="ftp://ftp.amug.org/pub/amug/bbs—in-a-box/files/unstuff/other-compression/lh 
a-expander-1.0.3.sit.hqx">LHA Expander (105k) </a> 

<br> 

<a href="ftp://src.doc.ic.ac.uk/packages/info-mac/cmp/mac-gzip-10.hqx">MacGzip (234k 
) </a> 

<br> 

<a href="http://hyperarchive.lcs.mit.edu/HyperArchive/Archive/cmp/tar-40b.hqx">Tar ( 
40k) </a> 


<p> 

All are easy to use. 

<p> 

I will split this document into two sections, one for running programs from source ( 


i.e ones that you have written) and running pre-compiled programs. 

<p> 

<b><font size=5>Pre-compiled programs</b></font> 

<p> 

The easiest thing to do is to run executable Yaroze programs written by other people 
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To find a program to run, goto the <a href="http://www.playstation.co.uk/yaroze/de 
mos/demomain.htm">Net Yaroze Demo web page.</a> The files are generally compressed i 
n one of the formats above, so once they are downloaded, run the appropriate helper 
app to de-compress the files. Note that files with the extention .tar.gz need to be 
decompressed in Gzip first and this file must then be compressed in Tar. 
<p> 
First of all, locate the main program file, normally called MAIN. Run ResEdit (or an 
other program for changing types and creators) and goto 'Get Info for <the file>' in 

the file menu. Change the <b>type</b> to PSX and the <b>creator</b> to CWIE. 
<br> 
Next install the patch for the PSComm utility and then run the program called PSComm 
Util. With most of the programs that have been written there will be a file called A 
UTO, BATCH or something similar. This is a simple ASCII text document written by the 
author of the program that contains a list of instructions to the DOS version of SI 
OCONS. The file cntains a list of files and memory locations to download into. Open 
it up with SimpleText (or another text editor) and will look something like this: 
<p> 
local dload a.tmd 80090000 
<br> 
local dload b.tmd 800c0000 
<br> 
local dload Ps.nhk 80080000 
<br> 
local load main 
<br> 
go 
<p> 
This file would tell SIOCONS to download a.tmd to the memory location 0x80090000 (in 
hex). What you must do, is load PSCommUtil and connect to the playstation after set 
ting the options up in the connect menu. Next goto 'Download DATA file' in the 'Prog 
ram Execution’ menu. Select one of the files in the folder you decompressed the file 
s into listed in the Batch file (e.g a.tmd), click OK and type in the memory address 

(with an Ox at the front to tell PSCommUtil that is is a HEX number). Click OK agai 
n and the data file will be downloaded into the Yaroze Playstation. Repeat this proc 
ess until you reach the line that downloads the main program file. This looks differ 
ent to the other lines as it has no memory address. do the same as above but select 
‘download program' instead of download data. 
<p> 
Once all the files are downloaded, you are ready to play, simply click run on th pro 
gram execution menu and wait for the playstation to start the program. 
<p> 
<b><font size=5>Using Codewarrior to compile and debug your own programs</b></font> 
<p> 
If you have already used the GNU version of the Yaroze compiler, and want to use Cod 
ewarrior to compile and debug programs, there are a few things you must do. 
<p> 
1. Create a new project as a Yaroze project. 
<br> 
2. Change the target name of the project to something different to the project name. 

The default is for the names to be the same, but this produces an error. The target 
name is in the edit-preferences menu. 

<br> 

3. If you are planning to use any external files, like 3D objects or Texture maps, t 

hen you must add the line 

<p> 

#include "MWDebugIO.h" 

<p> 

And then add the file MWDebugI0O.1lib to the project. You can then load the files that 
you want to use into the yaroze dynamically mallocing and freeing memory for textur 
es and models on the fly, although this does have the overhead of a slow connection 

to the computer through the serial cable. The function to load a file from the hard 

disk is: 

<p> 

MWbload("filename", (void*)memory_location) ; 

<p> 

To debug your program, you must then select ‘enable debugging' from the run menu, an 

d then select debug from the same menu. The debugger should then connect to the play 
station (make sure it is at the terminal screen on the playstation) and then you can 
select run from the debugger menu to step through, or run your program. Everything 

else from now on is more or less the same as the GNU compiler in DOS. 

</html> 

—-MESSAGE FILE 290 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000017 
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-—-MESSAGE FILE 291 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000018 
Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.beginners 

Subject: CD ROM access using fopen() etc? 
Date: Fri, 09 May 1997 16:23:17 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <3373B1E5.394A@compuserve.com> 
NNTP-Posting-Host: 1d25-045.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


I've read through the manual and I see that the supplied functions to 
read CD-ROM data files are CdReadFile() and CdReadSync() using CdlFILE 
strucures. 


I also see open(), read(), write() etc in the Library Reference - are 
these only for use with memory cards? 


I would like to be able to use FILE based functions such as fopen(), 
fread() etc to access the CD - are these available? If not, what are the 
advantages of the CdlFILE based functions? 


On a separate issue, why is it that I can read files from the Yaroze boot 
CD and the "demo one" CD, but not from other ISO 9660 ("silver") CD ROMs? 


Do the PS CDs use a special format? Or are the stricter file and 
directory limits stopping the Yaroze PS reading ordinary CDs? 


Ken Lam 
ESP Software 
—-MESSAGE FILE 291 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000018 


-—-MESSAGE FILE 292 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000019 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: CD ROM access using fopen() etc? 

Date: 13 May 1997 14:31:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <0Olbc5faaS$ee3f82f0Sbe8fb5cc@furlough> 

References: <3373B1E5.394A@compuserve.com> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> On a separate issue, why is it that I can read files from the Yaroze boot 
> CD and the "demo one" CD, but not from other ISO 9660 ("silver") CD ROMs? 


When you open the unit, the operating system in the PS notices, and when 
you insert a new CD, it checks the "Copy Protection" on the CD. If it is 
entact, then you can read files from that CD. If it is not, then none of 
the CD routines work. 


> Do the PS CDs use a special format? Or are the stricter file and 
> directory limits stopping the Yaroze PS reading ordinary CDs? 


Only the Copy Protection prevents you from reading ordinary CDs.. 
—-MESSAGE FILE 292 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000019 


—-MESSAGE FILE 293 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000020 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Backgrounds 

Date: Mon, 19 May 1997 22:07:20 +0100 
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Organization: shadow developments 

Lines: 12 

Message-ID: <3380C107.1DAC@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-07.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Maybe it's just me back I can't work out how to display an image as a 
background as a whole - a 320x240 image, as a startup screen. 


Do I use the GsSprite functions or GsCell & GsBG? 


Any chance of anyone posting some simple code - with good comments 
please. 
Ira. 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 293 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000020 


—-MESSAGE FILE 294 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000021 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Backgrounds 

Date: Wed, 21 May 1997 12:14:41 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 50 

Message-ID: <3382D921.3000@interactive.sony.com> 
References: <3380C107.1DAC@netcomuk.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ira Rainey wrote: 


Maybe it's just me back I can't work out how to display an image as a 
background as a whole - a 320x240 image, as a startup screen. 


Do I use the GsSprite functions or GsCell & GsBG? 


Any chance of anyone posting some simple code - with good comments 
please. 


Ira. 
"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


VVVVVVVVVVV VV 


There are several ways to display a background. 


Firstly: sprites, either one large one or several small ones. 

Note that no sprite/polygon can ever have a texture area bigger 
than 256 by 256, hence if your screen res is in any way higher 
than that, you will need to scale a single sprite to make it 

fill the screen. Drawing sprites is very straightforward and clean. 
The 2d and 2d2 sample code directories show how to do various 
things with sprites. 


Secondly: you can use a polygon with a texture, but this ends up 
being similar to using a sprite; the polygon must be orientated 
to be straight-on to the camera, and can be 'scaled' by altering 
its distance from the viewpoint. 
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Thirdly: you can use MoveImage to directly copy one area of 

VRAM to another, eg copy from one large TIM texture 

onto both dispay/draw buffers (or one large area if using 

interlace rather than double buffering). MoveImage is quite quick, and 
for a startup screen, can just be done the first frame 

rather than redoing every time. MoveImage is very straightforward 

but there is no possibility of scaling the image or 

adjusting its bit-depth, tinkering with rgb or palette colours, etc. 
To fill the whole screen requires a pretty large TIM. 


Fourthly: you cn use the GsBG/GsCELL/GsMap collection of items 
designed for doing scrolling sprite-ish backgrounds; 

the SCEI sample code includes a demo of using this, 

which is nicely done. 


Lewis 
—-MESSAGE FILE 294 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000021 


—-MESSAGE FILE 295 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000022 
Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Bad demos: blow.gz and chrome.gz 

Date: Thu, 22 May 1997 12:10:35 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33849A2B.7077@compuserve. com> 

NNTP-Posting-Host: 1d08-196.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Winl16; 


T) 
The demos "blow.gz" and "chrome.gz" seem to be bugged : ( 


Having executed make for "blow" and used "batch" batchfile SIOCONS 
displays the error "Unsupported TMD type" 


With "chrome", SIOCONS displays "GPU CODE 008 not assigned." 246 times 
and the keeps displaying "non supported code 0 800a016c" endlessly, 


Are these demos faulty? (The others I've tried like 2d.gz seem to be 
file) 


Ken Lam 
ESP Software 
—-MESSAGE FILE 295 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000022 


—-MESSAGE FILE 296 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000023 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 

Date: Thu, 22 May 1997 14:04:06 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <33844446.4FC0@interactive.sony.com> 
References: <33849A2B.7077@compuserve.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ken Lam wrote: 

> 

> The demos "blow.gz" and "chrome.gz" seem to be bugged : ( 
> 
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Having executed make for "blow" and used "batch" batchfile SIOCONS 
displays the error "Unsupported TMD type" 


With "chrome", SIOCONS displays "GPU CODE 008 not assigned." 246 times 
and the keeps displaying "non supported code 0 800a016c" endlessly, 


Are these demos faulty? (The others I've tried like 2d.gz seem to be 
file) 


Ken Lam 
ESP Software 


VVVVVVVVV VV 


With the chrome demo it looks like the TMD isn't loaded. From SIOCONS 
press F3 then type auto<CR>. 


Stuart 
—-MESSAGE FILE 296 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000023 


-—-MESSAGE FILE 297 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000024 
Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <ulthwe@foobar.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Reading a CD 

Date: 27 May 1997 21:55:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <01lbc6ae9$35b7e660S$c35ba4c2@ulthwe> 
NNTP-Posting-Host: dyn-dtC03.foobar.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 


Having just got through my exams and revision (well partially). 


Anyway ... the black CD that comes with the Yaroze, the special 

boot CD for the development platform. 

What is on it ... or how can I get a listing of files that are on it ? 
D 


ulthwe@foobar.co.uk 


—-MESSAGE FILE 297 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000024 


—-MESSAGE FILE 298 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000025 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Reading a CD 

Date: Tue, 27 May 1997 23:07:04 +0100 
Organization: shadow developments 

Lines: 21 

Message-ID: <338B5B07.1A7C@netcomuk.co.uk> 
References: <Olbc6ae9$35b7e660$c35ba4c2@ulthwe> 
NNTP-Posting-Host: dialup-13-31.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Smethurst wrote: 
Hi, 
Having just got through my exams and revision (well partially). 


Anyway ... the black CD that comes with the Yaroze, the special 
boot CD for the development platform. 


VVVVVVVV ՊՊԾ 


What is on it ... or how can I get a listing of files that are on it ? 
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> 
2 Ds 
> ulthwe@foobar.co.uk 


Just slip it into your ROM drive on your PC, you can read it just the 
same as a regular CD. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 298 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000025 


--MESSAGE FILE 299 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000026 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Backgrounds 

Date: Wed, 28 May 1997 21:51:52 -0400 

Organization: ArcanaTech 

Lines: 20 

Message-ID: <338CE138.66B2@earthlink.net> 

References: <3380C107.1DAC@netcomuk.co.uk> 

NNTP-Posting-Host: 1Cust53.Max6.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Ira Rainey wrote: 


Any chance of anyone posting some simple code - with good comments 
please. 


Ira. 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


VV V NV V VV V 


Ira, 

I had quite a bit of trouble myself, but with some timely hints from 
Mario (on this side of the pond) I got a full screen (512x240 8bit CLUT) 
to display nicely.. 


Rather than duplicating my post here, check out the sceA newsgroup on 
2-D graphics (I assume you can get to it, since I can get to sceE 
groups). 


Jack Copper 
—-MESSAGE FILE 299 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000026 


-—-MESSAGE FILE 300 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000027 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Reading a CD 

Date: 29 May 1997 14:14:42 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <0Olbcéc3b$3d62b2c0Sbe8fb5cc@furlough> 

References: <Olbc6ae9$35b7e660S$c35ba4c2@ulthwe> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


D Smethurst <ulthwe@foobar.co.uk> wrote in article 
<O1lbc6ae9S35b7e660Sc35ba4c2@ulthwe>... 

> 

> Hi, 

> 

> Having just got through my exams and revision (well partially). 
> 
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Anyway ... the black CD that comes with the Yaroze, the special 
boot CD for the development platform. 


> 
> 
> 
> What is on it ... or how can I get a listing of files that are on it ? 


Or in siocons, just type DIR, and it'll do the work for you. 
—-MESSAGE FILE 300 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000027 


—-MESSAGE FILE 301 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000028 
Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 

Date: Fri, 30 May 1997 17:25:53 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <338F7011.6B9C@compuserve.com> 

References: <33849A2B.7077@compuserve.com> <33844446.4FC0@interactive.sony.com> 
NNTP-Posting-Host: 1d29-096.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


>>Date: Thu, 22 May 1997 14:04:06 +0100 

From: Developer Support <dev_support@interactive.sony.com> 
Ken Lam wrote: 

> 

> The demos "blow.gz" and "chrome.gz" seem to be bugged : ( 


With the chrome demo it looks like the TMD isn't loaded. From SIOCONS 
press F3 then type auto<CR>. 


Stuart 
<< 
Can you confirm that "chrome" is not faulty and does run properly? 


As you can see from the SIOCONS output below, the TMD file has been 
loaded, but it still doesn't work : ( 


I've also just tried 3d.gz and I've had the same kind of problems : ( 


Ken Lam 
ESP Software 


siocons -8115200 -p0x2f8,3 auto 

I/O addr = 0x02F8, IRQ=3 (vect=0x000B, 8259=20) 
BAUDRATE = 115200 

start log append into "log.txt" 


texture.tim address:80090000-800a1188 size:011189 011189: 16sec. 
torus.tmd address:800a0000-800a2fd3 size:002fd4 002824: 28sec. 

main | .text] address:80100000-80100b8f size:000b90 000b90: lsec. 
main | .data] address:80100b90-80100cdf size:000150 000150: lsec. 
main [.sdata] address:80100ce0-80100d5f size:000080 000080: lsec. 


PC=801009d0, GP=80108ce0, SP=801ffff0 


>>goResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 
GPU CODE 008 not assigned. (lots of these) 


non supported code 0 800a016c (even more of these) 
—-MESSAGE FILE 301 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000028 


—-MESSAGE FILE 302 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000029 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 

Date: Fri, 30 May 1997 17:45:39 +0100 

Organization: Sony Computer Entertainment Europe 
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Lines: 51 
Message-ID: <338F0432.7AB1@interactive.sony.com> 
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References: <33849A2B.7077@compuserve.com> <33844446.4FC0@interactive.sony.com> <338 


F7011.6B9C@compuserve. com> 

Reply-To: N/A-Use-Newsgroup 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ken Lam wrote: 

>>Date: Thu, 22 May 1997 14:04:06 +0100 

From: Developer Support <dev_support@interactive.sony.com> 
Ken Lam wrote: 


> 
> The demos "blow.gz" and "chrome.gz" seem to be bugged 


press F3 then type auto<CR>. 


Stuart 
<< 


loaded, but it still doesn't work : ( 


Ken Lam 
ESP Software 


siocons -8115200 -p0x2f8,3 auto 

I/O addr = 0x02F8, IRQ=3(vect=0x000B, 8259=20) 
BAUDRATE = 115200 

start log append into "log.txt" 


torus.tmd address:800a0000-800a2fd3 size:002fd4 002824: 


PC=801009d0, GP=80108ce0, ՏԵ-801188810 


>>goResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 
GPU CODE 008 not assigned. (lots of these) 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


I can confirm there are no problems with the 'chrome' demo. 
it running under codewarrior. 


texture.tim address:80090000-800a1188 size:011189 011189: 
main | .text] address:80100000-80100b8f size:000b90 000b90: 


main | .data] address:80100b90-80100cdf size:000150 000150: 
main [.sdata] address:80100ce0-80100d5f size:000080 000080: 


non supported code 0 800a016c (even more of these) 


With the chrome demo it looks like the TMD isn't loaded. From SIOCONS 


Can you confirm that "chrome" is not faulty and does run properly? 


As you can see from the SIOCONS output below, the TMD file has been 


I've also just tried 3d.gz and I've had the same kind of problems : ( 


16sec. 
2sec. 
lsec. 
lsec. 
lsec. 


We even had 


The errors definitely seem to indicate that the model isn't loaded. I'll 


have a look at it on Monday. It could be that it isn't being 
decompressed correctly, (just a thought). 


Is there anyone else whose had problems, got it working? 


Stuart 


—-MESSAGE FILE 302 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000029 


—-MESSAGE FILE 303 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000030 


Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: object.c/.h examples 

Date: Fri, 30 May 1997 20:32:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
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Message-ID: <338F2B64.5818@ukonline.co.uk> 
NNTP-Posting-Host: lon3-45.ukonline.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


hi all, 

Are there any examples kicking around using the scee overlay 
object.c/.h that explains the use of hierarchial model's, 
you know the supercoordinateobjectid bit. 


cheers Pete. 
—-MESSAGE FILE 303 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000030 


—-MESSAGE FILE 304 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000031 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Sprite/2D Demo code 

Date: Sun, 01 Jun 1997 23:15:40 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <3391F473.AAD@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-04.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 
CC: scea.yaroze.beginners 


Having recently had the fog lifted, from my mind, and now making some 
progress on my Yaroze, I would be willing to put togther some *simple* 
source code, with an explanation of the problems I had and the way the 
graphics system works, basically the real basics to get people going 
with sprites and the like. 


If enough people need it then I will compile this resource, if no-one 
needs it then that's fine, but I know how frustrating it can get. 


So either mail me or post here, and if demand requires it then I will do 
Te: 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

--MESSAGE FILE 304 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000031 


--MESSAGE FILE 305 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000032 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Sprite/2D Demo code 

Date: Sun, 01 Jun 1997 23:17:16 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <3391F4E9.70FE@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-04.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Having recently had the fog lifted, from my mind, and now making some 
progress on my Yaroze, I would be willing to put togther some *simple* 
source code, with an explanation of the problems I had and the way the 
graphics system works, basically the real basics to get people going 
with sprites and the like. 


If enough people need it then I will compile this resource, if no-one 
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needs it then that's fine, but I know how frustrating it can get. 


So either mail me or post here, and if demand requires it then I will do 
it: 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 305 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000032 


—-MESSAGE FILE 306 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000033 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: object.c/.h examples 

Date: Mon, 02 Jun 1997 08:52:52 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <33927BD3.50BA@interactive.sony.com> 
References: <338F2B64.5818@ukonline.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Peter Dollochan wrote: 


hi all, 
Are there any examples kicking around using the scee overlay 

object.c/.h that explains the use of hierarchial model's, 

you know the supercoordinateobjectid bit. 


VV V V V V V 


cheers Pete. 


The super-coordinate-object id is just there so that 

objects can participate in a coordinate system hierarchy; 

a simple version of this is shown in the demo <solar2>, 

and before long we may be doing a 3d-animation sample demo 
that will also use a hierarchical coordinate tree to achieve 
the movement animation. 


Lewis 
--MESSAGE FILE 306 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000033 


—-MESSAGE FILE 307 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000034 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 

Date: Mon, 02 Jun 1997 09:57:37 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 56 

Message-ID: <33928B01.73D1@interactive.sony.com> 

References: <33849A2B.7077@compuserve.com> <33844446.4FC0@interactive.sony.com> <338 
F7011.6B9C@compuserve. com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Ken Lam wrote: 

> 

> >>Date: Thu, 22 May 1997 14:04:06 +0100 

> From: Developer Support <dev_support@interactive.sony.com> 
> Ken Lam wrote: 
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> 
> The demos "blow.gz" and "chrome.gz" seem to be bugged : ( 


With the chrome demo it looks like the TMD isn't loaded. From SIOCONS 
press F3 then type auto<CR>. 


Stuart 
<< 
Can you confirm that "chrome" is not faulty and does run properly? 


As you can see from the SIOCONS output below, the TMD file has been 
loaded, but it still doesn't work : ( 


I've also just tried 3d.gz and I've had the same kind of problems : ( 


Ken Lam 
ESP Software 


siocons -8115200 -p0x2f8,3 auto 

I/O addr = 0x02F8, IRQ=3 (vect=0x000B, 8259=20) 
BAUDRATE = 115200 

start log append into "log.txt" 


texture.tim address:80090000-800a1188 size:011189 011189: 16sec. 
torus.tmd address:800a0000-800a2fd3 size:002fd4 002824: 28sec. 

main | .text] address:80100000-80100b8f size:000b90 000b90: lsec. 
main | .data] address:80100b90-80100cdf size:000150 000150: lsec. 
main [.sdata] address:80100ce0-80100d5f size:000080 000080: lsec. 


PC=801009d0, GP=80108ce0, ՏԵ-801188810 


>>goResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 
GPU CODE 008 not assigned. (lots of these) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV OV 


non supported code 0 800a016c (even more of these) 
I've checked them both out and they do work on my machine. 


One thing I did notice is that in the 'chrome' demo texture.tim and 
torus.tmd overlap, a bit of an oversight on my part. You could try 
altering 'main.c' so that #define torusTMD (u_long *)800a0000 is changed 
to #define torusTMD (u_long *)800b0000, and then alter 'auto' so that 
dload torus.tmd 800a0000 reads dload tour.tmd 800b0000. 


One other thing, when I loaded the demo on my machine the texture was 
loaded from 80090000-800a021f and the torus from 800a0000-800a2fb7, 
which is a bit strange. 


Anyway, try the changes and let me know if it works. If it doesn't, 
could you give me the file sizes for torus.tmd and texture.tim from DOS. 


Stuart 
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—-MESSAGE FILE 307 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000034 


—-MESSAGE FILE 308 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000035 


Path: chuka.playstation.co.uk!news 

From: Ken Lam <"100411,265"@compuserve.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 
Date: Mon, 02 Jun 1997 13:00:33 -0700 
Organization: ESP Software 

Lines: 47 

Message-ID: <33932661.7C3E@compuserve.com> 


References: <33849A2B.7077@compuserve.com> <33844446.4FC0@interactive.sony.com> <338 


F7011.6B9C@compuserve.com> <33928B01.73D1@interactive.sony.com> 
NNTP-Posting-Host: 1d41-118.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


> One thing I did notice is that in the 'chrome' demo texture.tim and 
> torus.tmd overlap, a bit of an oversight on my part. You could try 


Net Yaroze newsgroups message dump.txt 
altering 'main.c' so that #define torusTMD (u_long *)800a0000 is changed 
to #define torusTMD (u_long *)800b0000, and then alter 'auto' so that 
dload torus.tmd 800a0000 reads dload tour.tmd 800b0000. 
>I've tried this but it still doesn't work: the only difference is in the 
error message 
non supported code 0 800b016c 


VV v 


(The SIOCONS is shown output below.) 


One other thing, when I loaded the demo on my machine the texture was 
loaded from 80090000-800a021f and the torus from 800a0000-800a2fb7, 
which is a bit strange. 


Anyway, try the changes and let me know if it works. If it doesn't, 
could you give me the file sizes for torus.tmd and texture.tim from DOS. 


VVVVVVVV 


Stuart 


Here are the file sizes: 
TEXTURE TIM 70,025 24/04/97 10:32 
TORUS TMD 12,244 24/04/97 10:32 


I note that when I try to Preview TEXTURE.TIM in TIMUTIL, I get an error 
message in Japanese "x xxxx 65535 xxxxxxxxxx" where "x"s are extended 
ASCII 

characters. Is this a limit in TIMUTIL or is the file corrupted(but the 
“GZ 

file was decompressed by WinZip without errors)? 


Ken Lam 
ESP Software 


C:\PROJECTS\PSX\CHROME>siocons -8115200 -p0x2f8,3 autol 
start log append into "log.txt" 


texture.tim address:80090000-800a1188 size:011189 011189: 8sec. 
torus.tmd address:800b0000-800b2fd3 size:002fd4 002824: 28sec. 

main | .text] address:80100000-80100baf size:000bb0 000ԵԵ0: Osec. 
main | .data] address:80100bb0-80100cff size:000150 000150: lsec. 
main [.sdata] address:80100d00-80100d7f£ size:000080 000080: lsec. 


PC=801009f0, GP=80108d00, ՏԵ-80188810 


PS A nettigeutte reminder which I'm sure you're already aware of: When 
replying, please 
EDIT down the quoted message! 


—-MESSAGE FILE 308 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000035 
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—-MESSAGE FILE 309 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000036 


Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 

Date: Mon, 02 Jun 1997 13:33:28 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <3392BD98.64C6@interactive.sony.com> 


References: <33849A2B.7077@compuserve.com> <33844446.4FC0@interactive.sony.com> <338 
F7011.6B9C@compuserve.com> <33928B01.73D1@interactive.sony.com> <33932661.7C3E@compu 


serve.com> 

Reply-To: N/A-Use-Newsgroup 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


The file sizes should be 66080 for texture.tim and 12216 for torus.tmd. 
It might be worth getting gzip and untar and decompressing the stuff 
from dos. 


Stuart 
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PS at least I'm not a CAPS fiend. 
—-MESSAGE FILE 309 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000036 


—-MESSAGE FILE 310 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000037 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <"100411,265"@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Bad demos: blow.gz and chrome.gz 

Date: Mon, 02 Jun 1997 16:22:59 -0700 

Organization: ESP Software 

Lines: 17 

Message-ID: <339355D3.1615@compuserve.com> 

References: <33849A2B.7077@compuserve.com> <33844446.4FC0@interactive.sony.com> <338 
F7011.6B9C@compuserve.com> <33928B01.73D1@interactive.sony.com> <33932661.7C3E@compu 
serve.com> <3392BD98.64C6@interactive.sony.com> 

NNTP-Posting-Host: 1d45-098.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; 1) 


> The file sizes should be 66080 for texture.tim and 12216 for torus.tmd. 
> It might be worth getting gzip and untar and decompressing the stuff 
> from dos. 


You're right, WinZip 5.6 is inflating the sizes of the files, even though 
it reports the correct values in its own window. 


I've installed WinZip 6.2 (16-bit) which decompresses correctly-sized 
files. 


Hooray! I now get a spinning torus on the screen : ) 


(This might explain why some of the demos I've tried haven't been working 
properly. Anyway, at least the problem's been nailed down. Thanks!) 


Ken Lam 
ESP Software 
—-MESSAGE FILE 310 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000037 


-—-MESSAGE FILE 311 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000038 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: How to ... Display sprites. 

Date: Mon, 02 Jun 1997 20:13:06 +0100 
Organization: shadow developments 

Lines: 43 

Message-ID: <33931B40.3765@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-17.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


How to ... Display sprites. 


As promised, I have written some documentation and source code for the 
display of sprites for use by anybody who needs it. 


The docs started out short, but ended up about eight pages long. They're 
pretty detailed without being complicated, I just cover the necessary 
bits to get the sprite from your head onto the screen. 


The source code is short, functional, well documented with comments, and 
easy to follow. 


The docs and source code are available now, including the executable and 
a sample TIM from my ftp site at: 


http://www.playstation.co.uk/~shadow/ftp/ 
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It's available as a .zip file for PC, with the docs in Word 6 format & 
Ascii text, and .hqx format for Mac with the docs in Wordperfect 3.1 
format & Simpletext. 


If you can't access the SCEE ftp, mail me and I will mail it to you, 
just say what format you want it in. 


I know how frustrating it can get when you are trying to get stuff 
working, it took me a couple of weeks to get my head round it all. So I 
just hope this makes life easier and quicker for those of you who are 
struggling and starting out - have faith we've all been there. 


How about continuing this "How to .." series, if anyone else could knock 
together some docs and source code for say, basic 3D, basic sound, using 
Yaroze on Mac/Amiga/Linux, assembler on Yaroze, collision detection, 
etc, etc. Source code alone without docs can sometimes just be 
confusing. Perhaps SCEE could give us some more FTP space for a "How to 
." area, and then people could upload stuff there for the benefit of 
everyone. 


How about it people, after all, we're all in this together. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 311 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000038 


—-MESSAGE FILE 312 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000039 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn6é66@concentric.net> 

Newsgroups: scee.yaroze.beginners 

Subject: help 

Date: Mon, 02 Jun 1997 00:08:09 -0400 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33924729.B68@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts001d20.tar-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


hi ira, 
i'm one of those people who are frustrated and the fog isn't yet lifted 
off my head. seeing one of your programs might help alot. 


thanks 


-Djinn 
e-mail: kanedal01@aol.com 
--MESSAGE FILE 312 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000039 


--MESSAGE FILE 313 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000040 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Baokang Chen <chen@actlab.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Q: What's ku/k0/k1? 

Date: Tue, 03 Jun 1997 12:38:36 -0700 

Organization: ACT Laboratory Ltd. 

Lines: 13 

Message-ID: <339472BC.228C@actlab.com> 

Reply-To: chen@actlab.com 

NNTP-Posting-Host: FLYERS.ACTLAB.COM 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 
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Hi everyone, 

I just started jumping to this Yaroze boat. Browsing through 

the Yaroze development manuals, there is no place to explain 

those 3 fixed memory mappings: ku/k0/k1. 

Can anyone out there kindly explain to me those terms and how 

those mappings are reflected in the source code and when to 


use which mapping? 


Thanks in advance! 


—-Benny 
—-MESSAGE FILE 313 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000040 


—-MESSAGE FILE 314 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000041 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Backgrounds 

Date: Tue, 03 Jun 1997 22:40:04 +0100 
Organization: shadow developments 

Lines: 13 

Message-ID: <33948F31.3121@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—00-32.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I have posted more how to code on my ftp area: 
http://www.playstation.co.uk/~shadow/ 


This time it is about displaying a 320x240 16 bit image as a whole 
screen using two sprites. 


Let me know what you think. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 314 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000041 


-—-MESSAGE FILE 315 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000042 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Q: What's ku/k0/k1? 

Date: Wed, 04 Jun 1997 00:15:02 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 
Message-ID: <3394b346.8692597@news.scea.sony.com> 
References: <339472BC.228C@actlab.com> 
NNTP-Posting-Host: nbppp93.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


This has been asked several times in SCEA and no 
one seems to answer.... 


Jamin Frederick 


On Tue, 03 Jun 1997 12:38:36 -0700, Baokang Chen <chen@actlab.com> 
wrote: 


>Hi everyone, 

> 

>I just started jumping to this Yaroze boat. Browsing through 
>the Yaroze development manuals, there is no place to explain 
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>those 3 fixed memory mappings: ku/k0/k1. 

> 

>Can anyone out there kindly explain to me those terms and how 
>those mappings are reflected in the source code and when to 
>use which mapping? 


> 

>Thanks in advance! 
> 

>--Benny 


—-MESSAGE FILE 315 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000042 


—-MESSAGE FILE 316 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000043 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn666@concentric.net> 

Newsgroups: scee.yaroze.beginners 

Subject: just agreeing. 

Date: Tue, 03 Jun 1997 08:36:55 -0400 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <33940FE7.5BE1@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts003d11.hil-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


hi, 
i would just like to point out that i would also be very interested in 
any information about the three memory fields (ku,ko,k1) 


-Djinn 
--MESSAGE FILE 316 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000043 


--MESSAGE FILE 317 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000044 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Q: What's ku/k0/k1? 

Date: Wed, 04 Jun 1997 09:28:17 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <33952720.364@interactive.sony.com> 

References: <339472BC.228C@actlab.com> <3394b346.8692597@news.scea.sony.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


>those 3 fixed memory mappings: ku/k0/k1. 

> 

>Can anyone out there kindly explain to me those terms and how 
>those mappings are reflected in the source code and when to 
>use which mapping? 


VV V V V 


The memory mappings are just left-overs from the 

full dev. kit. On Yaroze, there is only one mapping 
available to use, and this involved using addresses 
0280090000 - Ox801fffff. In that single 

mapping, the I-cache and D-cache are both available 

for use. (The D-cache is 1K data scratchpad, usable for 
storing a program stack for faster stack access; 

see the new download area for an example of this use. 
The I-cache is a 4K instruction scratchpad, usable 

for speeding up execution, especially when in loops). 
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Lewis 
—-MESSAGE FILE 317 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000044 


—-MESSAGE FILE 318 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000045 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Q: What's ku/k0O/k1? 

Date: Thu, 05 Jun 1997 15:48:14 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 
Message-ID: ՀՅՅ96482Ե.57635466205.149.189.29» 

References: <339472BC.228C@actlab.com> <3394b346.8692597@news.scea.sony.com> <339527 
20.364@interactive.sony.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Lewis, 


Thanks for clearing that up. I suspected it was a holdover from the 
full kit, but couldn't find anyone who could/would confirm it. 


Mario 


On Wed, 04 Jun 1997 09:28:17 +0100, Developer Support 
<dev_support@interactive.sony.com> wrote: 


>The memory mappings are just left-overs from the 

>full dev. kit. On Yaroze, there is only one mapping 
>available to use, and this involved using addresses 
>0x80090000 - Ox801fffff. In that single 

>mapping, the I-cache and D-cache are both available 
>for use. (The D-cache is 1K data scratchpad, usable for 
>storing a program stack for faster stack access; 

>see the new download area for an example of this use. 
>The I-cache is a 4K instruction scratchpad, usable 

>for speeding up execution, especially when in loops). 


—-MESSAGE FILE 318 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000045 


—-MESSAGE FILE 319 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000046 
Path: chuka.playstation.co.uk!news 

From: "Andrew Howe" <ataru@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: What's ku/k0/k1? 

Date: 5 Jun 1997 22:05:53 GMT 

Organization: Acme 

Lines: 14 

Message-ID: <0lbc71£d$26738220S01000080@solabh51.dial.pipex.com> 
References: <339472BC.228C@actlab.com> 

NNTP-Posting-Host: ael79.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I just started jumping to this Yaroze boat. Browsing through 
> the Yaroze development manuals, there is no place to explain 
> those 3 fixed memory mappings: ku/k0/k1. 


The docs are wrong. 

00000000-001fffff and 80000000-801fffff are identical and cacheable 
(instructions only) 

a0000000-a01fffff is the same as the other two but is uncacheable. 


The docs on page 15 of the user guide are wrong, they suggest "kO" 
(80000000-801fffff) is uncacheable. 


Andrew. 


—-MESSAGE FILE 319 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000046 


—-MESSAGE FILE 320 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000047 
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Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Simple sprite rotation 

Date: Thu, 05 Jun 1997 23:44:03 +0100 
Organization: shadow developments 

Lines: 10 

Message-ID: <33974132.49F6@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-54.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


To continue on with the sprite how to series, a simple rotation and 
scaling demo, with source is now at my ftp. 


http://www.playstation.co.uk/~shadow/ 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 320 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000047 


—-MESSAGE FILE 321 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000048 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: What's ku/k0/k1? 

Date: Fri, 06 Jun 1997 09:23:00 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <3397C8E4.2274@interactive.sony.com> 

References: <339472BC.228C@actlab.com> <0Olbc71£d$26738220$01000080@solabh51.dial.pip 
ex.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Andrew Howe wrote: 
> 


> I just started jumping to this Yaroze boat. Browsing through 
> the Yaroze development manuals, there is no place to explain 
> those 3 fixed memory mappings: ku/k0/k1. 


> 

> 

> 

> 

> The docs are wrong. 

> 00000000-001fffff and 80000000-801fffff are identical and cacheable 
> (instructions only) 

> aQ000000-a01fffff is the same as the other two but is uncacheable. 
> 
> 
> 
> 
> 


The docs on page 15 of the user guide are wrong, they suggest "kO" 
(80000000-80188888) is uncacheable. 


Andrew. 


There is no point in trying to use any mapping other than 
0280000000 - Ox801fffff. 


Under this mapping, both the I-cache and the D-cache are available. 


See the new ftp download area for sample code using the D-cache. 
—-MESSAGE FILE 321 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000048 


—-MESSAGE FILE 322 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000049 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn666@concentric.net> 
Newsgroups: scee.yaroze.beginners 

Subject: great document!!! 

Date: Sat, 07 Jun 1997 05:45:18 -0400 
Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33992DAE.2918@concentric.net> 
Reply-To: djinn666@concentric.net 
NNTP-Posting-Host: ts001d10.tar-ny.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C (Win95; I) 


for those of you who are having trouble on displaying simple sprites, 
there is a great document that really helps on understand the procedure 


it's located at www.playstation.co.uk/~shadow/ 
it's by far the best doc floating around 


-Djinn 
--MESSAGE FILE 322 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000049 


—-MESSAGE FILE 323 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000050 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Stars 

Date: Wed, 11 Jun 1997 00:38:13 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <339DE564.1BBF@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-46.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Another simple step up the routine ladder. 


Check out my stars demo at my ftp, showing a four field parallax star 
field and sprite rotation and scaling stuff. 


Only simple stuff, but ace fun to play with. 
Source code available when it's tidy. 
Ira 


http://www.playstation.co.uk/~shadow/ 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 323 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000050 


—-MESSAGE FILE 324 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000051 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Source available 

Date: Thu, 12 Jun 1997 19:01:06 +0100 
Organization: shadow developments 

Lines: 11 

Message-ID: <33A03962.D56@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—08-03.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 

The source for the starfield and runner demos are now on my ftp area. 
http://www.playstation.co.uk/~shadow/ 

Check them out. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 324 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000051 


-—-MESSAGE FILE 325 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000052 
Path: chuka.playstation.co.uk!news 

From: "Andrew Howe" <ataru@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: What's ku/k0/k1? 

Date: 15 Jun 1997 22:59:01 GMT 

Organization: Acme 

Lines: 14 

Message-ID: <01bc79e0$3e255340S01000080@solabh51.dial.pipex.com> 

References: <339472BC.228C@actlab.com> <0O1lbc71£d$26738220$01000080@solabh51.dial.pip 
ex.com> <3397C8E4.2274@interactive.sony.com> 

NNTP-Posting-Host: ak041.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> There is no point in trying to use any mapping other than 
> 0x80000000 - Ox801fffff. 


It's identical to 0x00000000-0Ox001fffff. And the latter is faster to use 
in some cases, like generating primitive lists. 


> Under this mapping, both the I-cache and the D-cache are available. 


The "D-cache" is only available at 0x1f800000, and it's not a data cache, 
it's just 1k of 1 cycle memory ... ??? 


Andrew - Core Design 


—-MESSAGE FILE 325 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000052 


—-MESSAGE FILE 326 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000053 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Backgrounds 

Date: 20 Jun 1997 13:13:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 
Message-ID: <01bc7d95$a546a200Scb56eccd@nsantos> 
NNTP-Posting-Host: ppp-5200-0445.mtl.total.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I read a couple of messages regarding displaying an entire 320x240 image on 
the screen. If you want an easy and crude way of doing it, you can use the 
LoadImage to move the entire image into your display and swap buffers 
instead of using 2 sprites, and just use a main loop that does nothing but 
swap buffers. Like this: 


GsGetTimInfo((u_long *) (PICTURE+1),&Image) ; 
Rect.x = 0; 

Rect.y = 0; 

Rect.w = 320; 

Rect.h = 240; 

LoadImage (&Rect, Image.pixel); 

Rect.y = 240; 
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LoadImage (&Rect, Image.pixel); 


while (PadRead(1) != PadSelect) 
{ 
Buffer = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)Packet [Buffer])j; 
GsClearOt (0,0, &O0T[Buffer]); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsDrawOt (&OT [Buffer] ); 


This is not useable for background images in games and only works with 
images that includes the CLUT information in the data, but it's a great way 
to do a quick display of a title image for example. 


Nelson. 


—-MESSAGE FILE 326 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000053 


-—-MESSAGE FILE 327 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000054 
Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Backgrounds 

Date: Fri, 20 Jun 1997 14:38:31 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 46 

Message-ID: <33AA87D7.6184@interactive.sony.com> 
References: <0O1bc7d95$a546a200$cb56eccd@nsantos> 
Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nelson Santos wrote: 


I read a couple of messages regarding displaying an entire 320x240 image on 
the screen. If you want an easy and crude way of doing it, you can use the 
LoadImage to move the entire image into your display and swap buffers 
instead of using 2 sprites, and just use a main loop that does nothing but 
swap buffers. Like this: 


GsGetTimInfo((u_long *) (PICTURE+1),&Image) ; 
Rect.x = 0; 

Rect.y = 0; 

Rect.w = 320; 

Rect.h = 240; 

LoadImage (&Rect, Image.pixel); 

Rect.y = 240; 
LoadImage (&Rect, Image.pixel); 


while (PadRead(1) != PadSelect) 
{ 
Buffer = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)Packet [Buffer] )j; 
GsClearOt (0,0, &0T[Buffer]); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsDrawOt (&OT [Buffer] ); 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


> This is not useable for background images in games and only works with 
> images that includes the CLUT information in the data, but it's a great way 
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> to do a quick display of a title image for example. 
> 
> Nelson. 


-- One nice advantage օք this LoadImage method is that you can 

specify the TIM coordinates as those of one draw/display buffer in VRAM 
eg topleft (0, 0) and (w,h) as (320, 240); 

this means you can fit more things into the rest of VRAM, 

and so a large title screen need not hinder use of game textures. 


GsSPRITEs will enable you to display images very flexibly; 

each one can only show 256by256 pixels of frame buffer, but if 

you have a larger TIM than 256x256, show it using more than 

one sprite. 

—-MESSAGE FILE 327 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000054 


—-MESSAGE FILE 328 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000055 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprite/2D Demo code 

Date: Tue, 01 Jul 1997 23:53:30 -0700 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33B9FAE9.2636@earthlink.net> 

References: <3391F4E9.70FE@netcomuk.co.uk> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxl-so-ca-22.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Ira Rainey wrote: 


> 

> Having recently had the fog lifted, from my mind, and now making some 
> progress on my Yaroze, I would be willing to put togther some *simple* 
> source code, with an explanation of the problems I had and the way the 
> graphics system works, basically the real basics to get people going 

> with sprites and the like. 

> 

> If enough people need it then I will compile this resource, if no-one 
> needs it then that's fine, but I know how frustrating it can get. 

> 

> So either mail me or post here, and if demand requires it then I will do 
> it. 

> 

> Ira 

> -- 

> "Never take life too seriously, 'cause you know you're not getting out 
> of it alive." - Bugs Bunny 

Oh yes definetely I would like that a lot . Email at 
Hodgke@earthlink.net . Great!!!! I was looking for someone like you!!! 


—-MESSAGE FILE 328 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000055 


--MESSAGE FILE 329 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000056 
Path: chuka.playstation.co.uk!news 

From: wardsterl@hotmail.com 

Newsgroups: scee.yaroze.beginners 

Subject: Memory address selection? 

Date: Wed, 09 Jul 1997 00:58:18 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <33C3449A.34EB@hotmail.com> 
NNTP-Posting-Host: 1d17-036.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01E-CIS (Win95; I; 16bit) 


Hi there... 
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I got the Yaroze only a few days ago, but something has got me confused. 
Why do I have to choose hexadecimal value memory addressed for any data 
files that I choose to use (seq, vab, 3d objects etc.). 


Does anyone have any information regarding the choice of memory adresses, 
for example, what is the top/bottom address, do I have to allocate a 
certain amount of memory etc. 


Any comments would be appreciated.... 


See ya. 
-—-MESSAGE FILE 329 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000056 


—-MESSAGE FILE 330 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000057 
Path: chuka.playstation.co.uk!news 

From: wardsterl@hotmail.com 

Newsgroups: scee.yaroze.beginners 

Subject: Visual C++ 5 

Date: Wed, 09 Jul 1997 01:02:53 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <33C345AD.453A@hotmail.com> 
NNTP-Posting-Host: 1d17-036.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01E-CIS (Win95; I; 16bit) 


Hi again 


When I purchased the Yaroze I ordered CodeWarrior also, however, after 
using Microsoft VC++ 5, MetroWerks IDE seems to be lacking (ho hum...). 


Is there any possibilty of using VC++ as a frontend IDE / Compiler. 
Any info would be greatly appreciated. 


See ya. 
—-MESSAGE FILE 330 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000057 


—-MESSAGE FILE 331 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000058 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

Date: Wed, 09 Jul 1997 08:56:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <33C34446.520@interactive.sony.com> 
References: <33C3449A. 34EB@hotmail.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


wardsterl@hotmail.com wrote: 
Hi there... 


> 
> 
> 
> I got the Yaroze only a few days ago, but something has got me confused. 
> Why do I have to choose hexadecimal value memory addressed for any data 
> files that I choose to use (seq, vab, 3d objects etc.). 

The convention on PlayStation is to use hexadecimal addressing; 

the PC programs that directly communicate with the PlayStation 

will use them, so it's easiest to stick with them throughout 

rather than converting to decimal. 


> 
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> Does anyone have any information regarding the choice of memory adresses, 
> for example, what is the top/bottom address, do I have to allocate a 

> certain amount of memory etc. 

> 

> Any comments would be appreciated.... 

> 

> See ya. 


եռ 


The Yaroze memory is 2Mb of main RAM from 

O0x80000000 - Ox801fffff. The video RAM and sound RAM are 
1Mb and 0.5Mb each respectively, and the addresses for them 

are not disclosed as they are acccessed via library calls. 

The Yaroze kernal and base library take up the memory 

from 0x80000000 - Ox8008ffff, so Never load anything before 
0x80090000; this is effectively the starting address. 

The top address is 0x801fffff, but the stack grows down from that 
point, so best to leave it some space; hence you can take 

values like 0x801f0000 or 0x801ff000 as the top-most address. 


As regards allocation, you can use whatever bits of RAM you like, 

as long as you avoid conflict with data files (TIM, TMD, SEQ, VH, VB, 
etc) and with program space; you can use dynamic memory allocation, 
or static allocation (eg declaring global arrays) or you 

can directly set where you want a buffer to be, e.g. 


u_long *memoryBufferl; // pointer: 
// treatable as base of array 
memoryBufferl = (u_long*) 0x80090000; 


// set the memory location of memory buffer 
you can define memory buffer areas quite easily, and if you 
define a bottom and top address for each, and check against 
these values when getting memory, all will be fine. 


Note: in the makefile of a project, specify the linker option 
that forces generation of a mapfile (lots of the SCEE samples 
do this). The mapfile shows you exactly where things are 

and how much space various parts of your program are consuming; 
very useful for spotting subtle conflicts. 


Lewis 


—-MESSAGE FILE 331 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000058 
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--MESSAGE FILE 332 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000059 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

Date: Wed, 09 Jul 1997 19:38:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <33c3e6ed.8639997@news.scea.sony.com> 

References: <33C3449A.34EB@hotmail.com> <33C34446.520@interactive.sony.com> 
NNTP-Posting-Host: nb5ppp166.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 09 Jul 1997 08:56:54 +0100, Developer Support 
<dev_support@interactive.sony.com> wrote: 


>The Yaroze memory is 2Mb of main RAM from 
>0x80000000 - Ox801fffff. The video RAM and sound RAM are 
>1Mb and 0.5Mb each respectively, and the addresses for them 
>are not disclosed as they are acccessed via library calls. 
> 

anyways, would it interfere with video syncing if we 
were able to access video RAM at will? 


>The Yaroze kernal and base library take up the memory 

>from 0x80000000 - Ox8008ffff, so Never load anything before 
>0x80090000; this is effectively the starting address. 

>The top address is 0x801fffff, but the stack grows down from that 
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>point, so best to leave it some space; hence you can take 
>values like 0x801f0000 or 0Ox801ff000 as the top-most address. 


program stack grows down from 0x801ffff, and the 
linker option to load your executable will load at that point and 
upward, say at 0x801e3000 and upward, so that the only thing 
colliding would be the program stack and the program exectable, 
and everything below 0x801e3000 is ok? yes? no? 


Jamin 


>Lewis 


—-MESSAGE FILE 332 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000059 


—-MESSAGE FILE 333 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000060 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

Date: Thu, 10 Jul 1997 10:22:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <33C4A9BF.4B06@interactive.sony.com> 

References: <33C3449A.34EB@hotmail.com> <33C34446.520@interactive.sony.com> <33c3e6e 
d.8639997@news.scea.sony.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


>The Yaroze kernal and base library take up the memory 

>from 0x80000000 - Ox8008ffff, so Never load anything before 
>0x80090000; this is effectively the starting address. 

>The top address is 0x801fffff, but the stack grows down from that 
>point, so best to leave it some space; hence you can take 

>values like 0x801f0000 or 0:80188000 as the top-most address. 


program stack grows down from 0x801ffff, and the 
linker option to load your executable will load at that point and 
upward, say at 0x801e3000 and upward, so that the only thing 
colliding would be the program stack and the program exectable, 
and everything below 0x801e3000 is ok? yes? no? 


VVVVVVVVVV VV 


If you were loading your program at 80153000, and you made the 
linker generate a mapfile, and hence you knew the program 

space ended at e.g. 0x801f0000, then you can be sure of no overlap 
of stack and program; and use of the space between 

0x80090000 and 0x801le2fff would be fine. 


> 
> Jamin 

> 

> >Lewis 

—-MESSAGE FILE 333 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000060 


—-MESSAGE FILE 334 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000061 
Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Visual C++ 5 

Date: 10 Jul 1997 18:56:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <01bc8120$19d11280$c793989e@fourny.demon.co.uk> 
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References: <33C345AD.453A@hotmail.com> 
NNTP-Posting-Host: fourny.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


wardsterl@hotmail.com wrote in article <33C345AD.453A@hotmail.com>... 
Hi again 


When I purchased the Yaroze I ordered CodeWarrior also, however, after 
using Microsoft VC++ 5, MetroWerks IDE seems to be lacking (ho hum...). 


Is there any possibilty of using VC++ as a frontend IDE / Compiler. 
Any info would be greatly appreciated. 


See ya. 


VVVVVVVVV VV 


I dont have visual C++ 5, but visual C++ 4 allows you to load an external 
makefile if its got a .mak extension, for example a makefile that would 
work with gcc (just make sure its simple). Then when you do 'build' it 
calls the makefile which calls the external compiler and builds your ps 
exe. Use siocons for uploading and you can forget CodeWarrior (hurrah). Of 
course the debugger doesnt work, not sure about the browsers. 


I havent actually tried this but it works with my TI compilers. I seem to 
remember someone working on their own windows IDE for yaroze. Also there is 
something called 'blue gnu' for cygnus-release gcc on win32. That might 
work too. 


see ya 


Graeme 


—-MESSAGE FILE 334 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000061 


—-MESSAGE FILE 335 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000062 
Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.beginners 

Subject: 3d "chessboard" 

Date: Sun, 03 Aug 1997 22:08:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <33E4F34B.697@Compuserve.com> 
NNTP-Posting-Host: 1d44-188.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'm trying to create a 3d "chessboard" effect using cubes of varying 
height in a grid pattern. 


I downloaded the "3dprogs" demo programs, and substituted CUBE.TMP for 
the object displayed by tuto0. This worked fine, giving me a cube on the 
screen which I could rotate and zoom in and out using the joypad. 


My next step was to display more than one cube. I modified the program 
to create a two-element array for the object handler and to do all the 
3d calls etc twise, once for each element. 


I changed the initial xyz coordinates for the second object to offset it 
on the screen from the first. 


All I got was a single cube at the new position. 


Am I on the right lines? If so, what am I doing wrong? Perhaps I need to 
do something more complicated? 
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Any help would be most welcome. This is my first attempt at 3d, so 
forgive me if I'm doing something really stupid! I would also be 
grateful for any really basic examples of displaying two identical 
objects at different coordinates. 


Thanks. 
—-MESSAGE FILE 335 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000062 


—-MESSAGE FILE 336 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000063 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Stuck with Sprites - Oddness° 

Date: Mon, 04 Aug 1997 21:35:48 +0100 
Organization: No 

Lines: 33 

Message-ID: <33E63D24.33F3@antelope.demon.co.uk> 
NNTP-Posting-Host: antelope.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ok, after spending a while with this machine, I've finally gone from a 
completely blank screen to a completely blank screen with a slight tinge 
of red... Basically, I understand (I think!) how the graphics system 
works, but it seems to have inconsistencies in it that I don't 
understand. Perhaps some kind soul could explain a few things.. 


1 - Ok, I have the frame buffer, which is basically a massive 
scratchpad except that part of it at any given moment will be onscreen. 
Things like GetTPage and LoadImage, etc. seem to refer to coordinates in 
this. However, when it comes to actually _drawing_ things, it seems 
that the system compensates for the location of the current drawing 
buffer in the scratchpad. (Evidence: The CHECK program, when it 
recalculates the positions of the sprites, does not have an amount that 
it adds on in order to draw in the second frame buffer on every other 
frame). Is this true? What if I really do want to draw in the texture 
space, CLUT, or similar? 


2 — What colour does FntPrint() text come out in? (1 was trying to 
FntPrint() some text in the scratchpad, mark that area as TextureSpace 
then pick it up in a sprite, but it never shows up...) 


3 — Once you've drawn an Ot, you can do whatever you like to the Ot in 
memory, right? 


4 - You don't actually *need* two sets of GpuPackets for two buffered 
frames if you're only drawing one at a time (which is a stupid thing to 
do, but is simple, so that's what I'm trying to do at the moment :) ) 


5 - The drawing commands draw on the buffer that is *not* visible at 
the moment, right? 


Thanks for any help!! 
Mg 
—-MESSAGE FILE 336 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000063 


—-MESSAGE FILE 337 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000064 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Stuck with Sprites - Oddness` 

Date: Mon, 04 Aug 1997 19:43:51 -0400 

Organization: Cornell University 

Lines: 48 

Message-ID: <33E66937.2140@erols.com> 

References: <33E63D24.33F3@antelope.demon.co.uk> 

NNTP-Posting-Host: rkv-asls30.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


I don't have very many answers, but I'll give this a shot... 


Mark Green wrote: 


1 - Ok, I have the frame buffer, which is basically a massive 
scratchpad except that part of it at any given moment will be onscreen. 
Things like GetTPage and LoadImage, etc. seem to refer to coordinates in 
this. However, when it comes to actually _drawing_ things, it seems 
that the system compensates for the location of the current drawing 
buffer in the scratchpad. (Evidence: The CHECK program, when it 


VV V V V V 


When you have sprites on the screen, you're dealing with world coordinates (correct 
me if I'm 

wrong) and not frame buffer coordinates. For example, you can move sprites to negat 
ive 

coordinates, even though no such coordinates exist in the framebuffer. 


recalculates the positions of the sprites, does not have an amount that 
it adds on in order to draw in the second frame buffer on every other 
frame). Is this true? What if I really do want to draw in the texture 
space, CLUT, or similar? 


V V V V 


If you want to actually write somewhere off the screen in the frame buffer, I think 
you have to 
use LoadImage(). 


2 - What colour does FntPrint() text come out in? (1 was trying to 
FntPrint() some text in the scratchpad, mark that area as TextureSpace 
then pick it up in a sprite, but it never shows up...) 


V V V V 


I assume FntPrint() is in white, just cos I've used that function before and my text 
was white. 

If you want to have some text on a sprite, try writing the text using a paint progra 

m, saving the 

image with the text, converting it to a tim, and then mapping that tim to your sprit 
e. 


3 — Once you've drawn an Ot, you can do whatever you like to the Ot in 
memory, right? 


4 - You don't actually *need* two sets of GpuPackets for two buffered 
frames if you're only drawing one at a time (which is a stupid thing to 
do, but is simple, so that's what I'm trying to do at the moment :) ) 


V V V V V V 


Can't help you with those, sorry. 


> 5 — The drawing commands draw on the buffer that is *not* visible at 
> the moment, right? 


That's right. 


CliNt 
--MESSAGE FILE 337 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000064 


--MESSAGE FILE 338 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000065 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Stuck with Sprites - Oddness` 

Date: Tue, 05 Aug 1997 08:22:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <33E6D4BD.1AC4@interactive.sony.com> 
References: <33E63D24.33F3@antelope.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Mark Green wrote: 


Ok, after spending a while with this machine, I've finally gone from a 
completely blank screen to a completely blank screen with a slight tinge 
of red... Basically, I understand (I think!) how the graphics system 
works, but it seems to have inconsistencies in it that I don't 
understand. Perhaps some kind soul could explain a few things.. 


1 - Ok, I have the frame buffer, which is basically a massive 
scratchpad except that part of it at any given moment will be onscreen. 
Things like GetTPage and LoadImage, etc. seem to refer to coordinates in 
this. However, when it comes to actually _drawing_ things, it seems 
that the system compensates for the location of the current drawing 
buffer in the scratchpad. (Evidence: The CHECK program, when it 
recalculates the positions of the sprites, does not have an amount that 
it adds on in order to draw in the second frame buffer on every other 
frame). Is this true? What if I really do want to draw in the texture 
space, CLUT, or similar? 


VVVVVVVVVVVVV VV VV 


The GPU draws on screen ( The 512 by 1024 VRAM ) using a structure 
called a DRAWENV to tell it where the origin is, and what size to use 
for screen clipping. The graphics initialisation normally sets up two of 
these structures for the double buffering, but you can use others if you 
want to draw off screen ( For reflection effects etc ) 


> 

> 2 - What colour does FntPrint() text come out in? (I was trying to 
> FntPrint() some text in the scratchpad, mark that area as TextureSpace 
> then pick it up in a sprite, but it never shows up...) 

> 


You can change the colour of FntPrint using either ~crgb where rgb are 


Single digits from 0-9 ( you can go above but it's in ASCII order, not 
hex ) 
> 3 - Once you've drawn an Ot, you can do whatever you like to the Ot in 


> memory, right? 


Once the drawing has finished the Ot is dead.. but don't modify it 
before drawing has finished. 


> 

> 4 - You don't actually *need* two sets of GpuPackets for two buffered 
> frames if you're only drawing one at a time (which is a stupid thing to 
> do, but is simple, so that's what I'm trying to do at the moment :) ) 

> 


If you drawsync after drawing ( So that the CPU waits for the drawing to 
complete ) You will only need one set of Gpupackets+OT, however you will 
lose a lot of performance that way. 


> 5 — The drawing commands draw on the buffer that is *not* visible at 
> the moment, right? 

> 

Yup...(Unless you tell them not to) 

> Thanks for any help!! 

> Mg 

Cheers, 

Colin. 
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—-MESSAGE FILE 338 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000065 


—-MESSAGE FILE 339 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000066 


Path: chuka.playstation.co.uk!news 
From: Developer Support <dev_support@interactive.sony.com> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Stuck with Sprites - Oddness` 

Date: Tue, 05 Aug 1997 09:46:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <33E6E86E.3606@interactive.sony.com> 
References: <33E63D24.33F3@antelope.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mark Green wrote: 


> 2 — What colour does FntPrint() text come out in? (I was trying to 
> FntPrint() some text in the scratchpad, mark that area as TextureSpace 
> then pick it up in a sprite, but it never shows up...) 

> 


If your trying to use FntPrint off screen, you can't because it gets 
clipped to the screen. 


Stuart 
—-MESSAGE FILE 339 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000066 


—-MESSAGE FILE 340 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000067 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Stuck with Sprites - Oddness 

Date: 5 Aug 1997 21:11:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <5s84ts$oj7@chuka.playstation.co.uk> 

NNTP-Posting-Host: antelope.demon.co.uk 


Thanks for all your help, I've finally gotten it working now. :) 


Mg 
—-MESSAGE FILE 340 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000067 


—-MESSAGE FILE 341 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000068 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Spoke too soon - TIM files..? 

Date: 6 Aug 1997 20:36:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <5san9b$o0j9@chuka.playstation.co.uk> 

NNTP-Posting-Host: antelope.demon.co.uk 


Ok, I got it working using the ball.h data from the check program, but then 
i tried to load a TIM file.. and got stuck. Do I load these with LoadImage() 
or is there some other call? Does a TIM have to full the frame buffer (since 
the program seems to let you place bitmaps anywhere in the frame buffer?) 
WHy can't I save the bitmap and the clut in different bitmaps and load them 
with seperate LoadImages just like the check program does? When I tried to 
load the sprite from the TIM (loading the TIM at coordinate 0 in the frame 
buffer), I got garbage. Also, the image was the wrong colour in the Timutil 
program.. and when I reloaded the tim it created it was a *different* wrong 
colour! :) What's the deal with this? 


=~ 


Mg 
(pardon my spelling, but from here I'm having to type news into telnet :) ) 
—-MESSAGE FILE 341 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000068 


—-MESSAGE FILE 342 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000069 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Spoke too soon - TIM files..? 
Date: Thu, 07 Aug 1997 22:40:13 -0400 
Organization: Cornell University 

Lines: 34 

Message-ID: <33EA870D.3ADA@erols.com> 
References: <5san9b$oj9@chuka.playstation.co.uk> 
NNTP-Posting-Host: rkv-as4s63.erols.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Mark Green wrote: 


Ok, I got it working using the ball.h data from the check program, but then 
i tried to load a TIM file.. and got stuck. Do I load these with LoadImage() 
or is there some other call? Does a TIM have to full the frame buffer (since 
the program seems to let you place bitmaps anywhere in the frame buffer?) 
WHy can't I save the bitmap and the clut in different bitmaps and load them 
with seperate LoadImages just like the check program does? When I tried to 
load the sprite from the TIM (loading the TIM at coordinate 0 in the frame 
buffer), I got garbage. Also, the image was the wrong colour in the Timutil 
program.. and when I reloaded the tim it created it was a *different* wrong 
colour! :) What's the deal with this? 


=~ 


Mg 
(pardon my spelling, but from here I'm having to type news into telnet :) ) 


VVVVVVVVVVVV VV 


Check out http://www.playstation.co.uk/~shadow/ and click on the disk. These demos 
should get you pointed in 
the right direction. 


I went through the same questions about a month ago. Unfortunately I'm leaving on v 
acation tomorrow so I 


don't have enough time to write a big explaination... sorry. I'll try to answer som 
e of your questions, 
though: 


You load TIM files with a batch file. All of the demos you can download have these. 
They tell your PC to 
where in the PSX's memory to put the TIMs and then they put in the main program. 


The TIM doesn't have to fill the frame buffer. Look at page 154 on the user guide ք 
or instructions for using 

timutil. You can use the Tim Arrangment command to place your textures and cluts. 
You shouldn't load the TIM 

to 0,0 on the frame buffer, cos that's the display area. 


I know that timutil screws up colors. I'm not sure what to do about it. Sorry.... 


Clint 
—-MESSAGE FILE 342 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000069 


-—-MESSAGE FILE 343 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000070 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Ok, truly stuck again. 

Date: Sun, 10 Aug 1997 12:50:15 +0100 

Organization: No 

Lines: 142 

Message-ID: <33EDAAF7.7E00@antelope.demon.co.uk> 
NNTP-Posting-Host: antelope.demon.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 26CC511B519D" 
X-Mailer: Mozilla 3.0 (Win95; I) 


This is a multi-part message in MIME format. 


26CC511B519D 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
I'm actually going to post my source here because I really can't see 
what's wrong (and worse yet I have to post through Netscape to do a file 
include, so it'll probably do that stupid post-it-in-html-twice trick, 
but I can't get a decent bit of news software and my telnet won't 
transmit files.. many apologies in advance if it has done it). 

Basically, this program is supposed to draw a sprite, but it doesn't 
work at all. And I can't see why. I have checked against the check 
program and against shadow's code and it seems to do everything in the 
same order. If I take the GsSortClear() out, it works, but doesn't 
clear the screen (of course ;) ) 

Any help much appreciated. 
Mg 

26CC511B519D 
Content-Type: text/plain; charset=us-ascii; name="main.c" 
Content-Transfer-Encoding: 7bit 
Content-—Disposition: inline; filename="main.c" 
#include <libps.h> 
#include "pad.h" 
#define VH_ADDR 0x80100000 
/* Reserved memory for building packets for the GPU */ 
PACKET Packets[2] [500]; 
/* Ordering table for planes */ 
GsOT OT[2]; 
/* Only need a few tags, since we're not using 3D */ 
GsOT_TAG Tag[2] [10]; 
int frame; 
/* Our sprite record */ 
GsSPRITE oursprite; 
/* Where we put the TIM */ 
u_long *theTIMfile = (u_long *) VH_ADDR; 
/* Pointers to the PSX control buffers */ 
volatile u_char *bb0O, *bbl1; 
Gs IMAGE theimage; 
/* God knows what this does, but it works */ 
static u_long PadRead(long id) 
{ 
return (- (« (ԵԵ0Հ3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) << 24)); 


} 


void loadthetexture() { 
RECT rect; 
int i; 


GsGetTimInfo((u_long *) (VH_ADDR+4),&theimage) ; 
rect.x = theimage.px; rect.y = theimage.py; 
rect.w = theimage.pw; rect.h = theimage.ph; 
LoadImage (&rect, theimage.pixel); 

rect.x = theimage.cx; rect.y theimage.cy; 
rect.w = theimage.cw; rect.h = theimage.ch; 
LoadImage (&rect, theimage.clut); 

DrawSync (0); 


} 


void setupsprite() { 
u_long tpage; 


tpage = GetTPage(1,0,640,0); 
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oursprite.attribute = 1 << 24; 

oursprite.x = 50; oursprite.y = 50; 

oursprite.w = theimage.pw*2; oursprite.h = theimage.ph; 
oursprite.u = 0; oursprite.v = 0; 


oursprite.cx = theimage.cx; oursprite.cy = theimage.cy; 
oursprite.tpage = tpage; 


oursprite.r = oursprite.g = oursprite.b = 128; 
oursprite.scalex = oursprite.scaley = ONE; 
oursprite.mx = oursprite.my = 10; 
oursprite.rotate = 0; 

} 

main() { 
int t; 


u_long padval; 
/* Set up screen */ 


Set VideoMode (MODE_PAL) ; 
GetPadBuf (&bb0, &bbl1); 
GsInitGraph (320,256,4,0,0); 


/* Tell system where the double-buffer screen is in the global fbuf */ 


GsDefDispBuff(0,0,0,256); 


/* Set up the ordering tables */ 
for (t=O; t<2; t++) í 
OT[t].length = 1; 
OT[t].org = Tag[t]; 
} 


loadthetexture(); 
setupsprite(); 


/* ORDER OF DOING THINGS: */ 


Ls Compute frame X */ 
{X Check drawing of frame X-1 is finished */ 
/* Wait for vertical blanking */ 
Ex Shift 2-1 into screen, bring X-2 to buffer for overwrite */ 
[is Start drawing frame X */ 
/* Increment X, go to top */ 
while (padval != PADselect) { 


frame = GsGetActiveBuff (); 

GsSetWorkBase((PACKET *)Packets[frame]) ; 
GsClearOt (0,0,&O0T[frame] ); 

padval = PadRead(1); 

if (padval & PADLright) oursprite.rotate += 4096; 
if (padval & PADLleft) oursprite.rotate -= 4096; 


GsSortSprite(&oursprite, &O0T[frame], 0); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 
GsSortClear(0,0,0,&O0T[frame] ); 
GsDrawOt (&OT [frame] ) ; 


26CC511B519D-- 


—-MESSAGE FILE 343 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000070 
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—-MESSAGE FILE 344 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000071 


Path: chuka.playstation.co.uk!news 
From: Chris Chadwick <x jk18@dial.pipex.com> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Mon, 11 Aug 1997 01:08:57 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 151 

Message-ID: <33EEC899.5F54@dial.pipex.com> 
References: <33EDAAF7.7EQO0@antelope.demon.co.uk> 
NNTP-Posting-Host: aj241.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Mark Green wrote: 


Page 201 


> 

> I'm actually going to post my source here because I really can't see 

> what's wrong (and worse yet I have to post through Netscape to do a file 
> include, so it'll probably do that stupid post-—it-in-html-twice trick, 
> but I can't get a decent bit of news software and my telnet won't 

> transmit files.. many apologies in advance if it has done it). 

> Basically, this program is supposed to draw a sprite, but it doesn't 
> work at all. And I can't see why. I have checked against the check 

> program and against shadow's code and it seems to do everything in the 
> same order. If I take the GsSortClear() out, it works, but doesn't 

> clear the screen (of course ;) ) 

> Any help much appreciated. 

> 

> Mg 

Hi Mark, 


I've had a quick look through your code and the only problem I can 
see is regarding the OT length. I've annoted your code, below, 
to what I think should help... 


Sorry I couldn't actually try this out but it's too late/early now 
do so (for reasons I wont bore you with). Anyway, if this makes no 
difference, or I've missed something else, Im shaw a SCEE tech bod 
will step in tomorrow (Monday) and help you out! 


This is me signing off for at least a few days while my laptop 
goes on a jolly jaunt back to Ireland for repairs : ( 


See ya later 


Chris 


> 
> 
> 
> #include <libps.h> 
> #include "pad.h" 

> 

> 


#define VH_ADDR 0x80100000 #define OT_LENGTH 1 

value from 1 to 14 only! <-- add this line 
//1 here = just 2 Z planes 

> 
> /* Reserved memory for building packets for the GPU */ 
> PACKET Packets[2] [500]; 
> 
> /* Ordering table for planes */ 
> GsOT OT[2]; 
> /* Only need a few tags, since we're not using 3D */ 
> GsOT_TAG Tag[2] [1<<OT_LENGTH]; //1<<OT_LENGTH=2 planes 


//can be any 


(see below) 


<-- change to this line //Note the 2nd dimension 


, 10 you had in your 


//original code is invalid: 


er of 2 
> int frame; 
> 


> /* Our sprite record */ 
> GsSPRITE oursprite; 
> 


it must be a pow 
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/* Where we put the TIM */ 
u_long *theTIMfile = (u_long *) VH_ADDR; 
/* Pointers to the PSX control buffers */ 
volatile u_char *bb0, *bb1; 


Gs IMAGE theimage; 


/* God knows what this does, but it works */ 
static u_long PadRead(long id) 
{ 


return (>(*(bb0+3). | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) << 24)); 
) 
void loadthetexture() { 

RECT rect; 

int i; 


GsGetTimInfo((u_long *) (VH_ADDR+4), &theimage) ; 
rect.x = theimage.px; rect.y = theimage.py; 
rect.w = theimage.pw; rect.h = theimage.ph; 
LoadImage (&rect, theimage.pixel); 

rect.x = theimage.cx; rect.y = theimage.cy; 
rect.w = theimage.cw; rect.h theimage.ch; 
LoadIimage (&rect, theimage.clut); 

DrawSync (0); 


} 


void setupsprite() { 
u_long tpage; 


tpage = GetTPage(1,0,640,0); 


oursprite.attribute = 1 << 24; 

oursprite.x = 50; oursprite.y = 50; 

oursprite.w = theimage.pw*2; oursprite.h = theimage.ph; 
oursprite.u = 0; oursprite.v = 0; 


oursprite.cx = theimage.cx; oursprite.cy = theimage.cy; 
oursprite.tpage = tpage; 


oursprite.r = oursprite.g = oursprite.b = 128; 
oursprite.scalex = oursprite.scaley = ONE; 
oursprite.mx = oursprite.my = 10; 
oursprite.rotate = 0; 

} 

main() { 
int Էչ 


u_long padval; 
/* Set up screen */ 


Set VideoMode (MODE_PAL) ; 
GetPadBuf (&bb0, &bb1); 
GsInitGraph (320,256,4,0,0); 


/* Tell system where the double-buffer screen is in the global fbuf */ 
GsDefDispBuff(0,0,0,256); 


/* Set up the ordering tables */ 
for (t=O; t<2; t++) í 
OT[t].length = OT_LENGTH; <== 
hange to this line 
OT[t].org = Tag[t]; 
} 


loadthetexture(); 
setupsprite(); 


/* ORDER OF DOING THINGS: */ 


/* Compute frame X */ 
/* Check drawing of frame X-1 is finished */ 
/* Wait for vertical blanking */ 


VVVVVVVVVVVaAVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


/* Shift 2-1 into screen, bring X-2 to buffer for overwrite */ 
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> /* Start drawing frame X */ 

> /* Increment X, go to top */ 

> 

> while (padval != PADselect) { 

> 

> frame = GsGetActiveBuff(); 

> GsSetWorkBase ( (PACKET *)Packets[frame]); 
> GsClearOt (0,0,&OT[frame] ) ; 

> 

> padval = PadRead(1); 

> if (padval & PADLright) oursprite.rotate += 4096; 
> if (padval & PADLleft) oursprite.rotate -= 4096; 
> 

> GsSortSprite(&oursprite, &OT[frame], 0); 
> 

> DrawSync (0); 

> VSync (0); 

> GsSwapDispBuff(); 

> GsSortClear (0,0,0,&O0T[frame]) ; 

> GsDrawOt (&OT[frame] ); 

> } 

> 


> ) 
—-MESSAGE FILE 344 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000071 


—-MESSAGE FILE 345 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000072 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Mon, 11 Aug 1997 18:25:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <33EF4B18.704B@interactive.sony.com> 
References: <33EDAAF7.7EQ0@antelope.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mark Green wrote: 


clear the screen (of course ;) ) 
Any help much appreciated. 


Mg 


> 

> I'm actually going to post my source here because I really can't see 

> what's wrong (and worse yet I have to post through Netscape to do a file 
> include, so it'll probably do that stupid post-it-in-html-twice trick, 
> but I can't get a decent bit of news software and my telnet won't 

> transmit files.. many apologies in advance if it has done it). 

> Basically, this program is supposed to draw a sprite, but it doesn't 
> work at all. And I can't see why. I have checked against the check 

> program and against shadow's code and it seems to do everything in the 
> same order. If I take the GsSortClear() out, it works, but doesn't 

> 

> 

> 

> 

> 


I got it to work by replacing 


tpage GetTPage(1,0,640,0); 
with 
tpage = GetTPage(theimage.pmode & 3, 0, theimage.px,theimage.py); 


this way it doesn't matter where the texture is, or its bit depth. 


Stuart 
—-MESSAGE FILE 345 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000072 
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-—-MESSAGE FILE 346 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000073 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: 11 Aug 1997 21:14:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <5snvc6$d575@chuka.playstation.co.uk> 

NNTP-Posting-Host: antelope.demon.co.uk 


Thanks for all your help. However I have tried both of your kind 
suggestions and neither worked :( This seems very odd. Is it something to 
do with non-word-alignment of variables or similar? 
—-MESSAGE FILE 346 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000073 


—-MESSAGE FILE 347 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000074 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Tue, 12 Aug 1997 00:02:00 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <33F00A68.74E@dial.pipex.com> 

References: <5snvc6$d575@chuka.playstation.co.uk> 

NNTP-Posting-Host: al1l71.du.pipex.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Mark Green wrote: 


> 
> Thanks for all your help. However I have tried both of your kind 
> suggestions and neither worked :( This seems very odd. Is it something to 


> do with non-word-alignment of variables or similar? 
Hi Mark. Me again (I got an extra day before I have to send PC for repairs :) 


Sorry no solution yet, but i've just noticed something else that should 
make a difference! The TIM load address defined in your code with: 


#define VH_ADDR 0x80100000 
Address 0x80100000 is the default load address to place the actual .text 


section of your program. Try changing this to something like 0x80090000. 
I'm assuming you havent changed the default .text load address in your 


makefile - if using GNU development - or made the equivalent dialog box 
setting change - if using CodeWarrior. 
However, im still a bit puzzled when you said earlier that it works 


when you remove the GsSortClear(); if there was a conflict of 
addresses, your download TIM would be overwritten when the .text 
section was downloaded at the same address... 


Anyway, hope this helps. 
Cheers 


Chris 
—-MESSAGE FILE 347 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000074 


—-MESSAGE FILE 348 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000075 
Path: chuka.playstation.co.uk!news 

From: Kev <shockwave@mindless.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Tue, 12 Aug 1997 14:02:21 +0100 

Organization: Twisted Wave Productions 

Lines: 11 
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Message-ID: <33F05EDD.7A85@mindless.com> 
References: <33EDAAF7.7EQO0@antelope.demon.co.uk> 
NNTP-Posting- Host: mango.ferndown.ate.slb.com 
Mime-Version: 1 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Mark Green brilliantly summed up my Yaroze experience so far: 
> /* God knows what this does, but it works */ 


Arrrrrgghhh, now if I could only suss out half the code I'm using I 
might be able to actually code something useful :) 


Kev. 

EyeCandy Award winning homepage! <- blatent plug! 
http://www.geocities.com/SiliconValley/Pines/7428 

—-MESSAGE FILE 348 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000075 


—-MESSAGE FILE 349 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000076 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: 13 Aug 1997 21:06:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <5st710$d5710@chuka.playstation.co.uk> 

NNTP-Posting-—Host: antelope.demon.co.uk 


I tried changing the address.. no luck.. the makefile was set to load 
the program at 80140000, but I changed it to 80100000 and the TIM address 
to 80090000, still no luck. This is driving me *MAD*! Everybody else's 
code does exactly the same thing AFAICT.. but theirs works and mine 
doesn't (hmm, is my Yaroze discriminating against me? ;) ) I may just 
try rewrting thecode from scratch but even then I have no idea why 
it's behaving like it is, and this annoying little voice in the back of 
my head reminds me how much I paid for being frustrated like this. .- 
—-MESSAGE FILE 349 END: net-yaroze-usenet/00000001- SCEE/yaroze/beginners/ 00000076 


—-MESSAGE FILE 350 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000077 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Thu, 14 Aug 1997 09:58:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <33F2C8CD.5033@interactive.sony.com> 
References: <5st710$d5710@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mark Green wrote: 


I tried changing the address.. no luck.. the makefile was set to load 
the program at 80140000, but I changed it to 80100000 and the TIM address 
to 80090000, still no luck. This is driving me *MAD*! Everybody else's 
code does exactly the same thing AFAICT.. but theirs works and mine 
doesn't (hmm, is my Yaroze discriminating against me? ;) ) I may just 
try rewrting thecode from scratch but even then I have no idea why 
it's behaving like it is, and this annoying little voice in the back of 
my head reminds me how much I paid for being frustrated like this.. :) ;) 


VVVVVVV VV 


Can you post the lot as an attachment, TIM file, code, exe, etc. This 
will give us a better chance of finding out what's wrong. 


Net Yaroze newsgroups message dump.txt Page 206 


Stuart 
—-MESSAGE FILE 350 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000077 


—-MESSAGE FILE 351 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000078 
Path: chuka.playstation.co.uk!news 

From: Stephen Ewart <S.Ewart@ulst.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Thu, 14 Aug 1997 12:15:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <33F2E8E3.167E@ulst.ac.uk> 

References: <33EDAAF7.7E00@antelope.demon.co.uk> 
NNTP-Posting-Host: ijce231l.infj.ulst.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 


Mark Green wrote: 


> 

> I'm actually going to post my source here because I really can't see 

> what's wrong (and worse yet I have to post through Netscape to do a file 
> include, so it'll probably do that stupid post-it-in-html-twice trick, 
> but I can't get a decent bit of news software and my telnet won't 

> transmit files.. many apologies in advance if it has done it). 

> Basically, this program is supposed to draw a sprite, but it doesn't 
> work at all. And I can't see why. I have checked against the check 

> program and against shadow's code and it seems to do everything in the 
> same order. If I take the GsSortClear() out, it works, but doesn't 

> 


clear the screen (of course ;) ) 


This would suggest to me that the CLUT was being written over by the 
GsSortClear() call. 

This happened to me with the simple ball bounding demo which came with 
the Yaroze. That demo work fine in NTSC but as the CLUT was stored just 
below the second video buffer it was overwritten when using the larger 
buffers of MODE_PAL. 


Check the position of the CLUT with timtool. 


.. Steve 
—-MESSAGE FILE 351 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000078 


—-MESSAGE FILE 352 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000079 
Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.beginners 

Subject: problems with sin() 

Date: Thu, 14 Aug 1997 17:41:02 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 27 

Message-ID: <MPG.e5d444e80cf636e989688@news.playstation.co.uk> 
NNTP-Posting-Host: portl14.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


hi there. 


I would like to calculate the sinus of an angle, but CW complains while 
linking that something is undefined. 
the source for testing is: 


#include <libps.h> 

main () 

{ 

int sinus; 

sinus = sin(0.1); 

sinus = (int) sin(0.1); 


} 
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the error-msg is: 

Link Error : ndefined: ¢__cvt_dfp2unsignedji;¢¢¢¢eferenced from ¿mainė 
in main.cgzLink Error : ndefined: ¢__cvt_dfp2unsignedi;2:¢¢¢eferenced 
from gmaing in main.cgz¢Link failed.; 


I was looking around in other sources, but everybody has a precalculated 
sinustable as a sourcefile. So what can I do? Waiting for another update 
or is there a workaround? 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 352 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000079 


—-MESSAGE FILE 353 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000080 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: 14 Aug 1997 21:20:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <5svsq5$d3t1@chuka.playstation.co.uk> 
References: <33F2E8E3.167E@ulst.ac.uk> 
NNTP-Posting-Host: antelope.demon.co.uk 


Just today I tried changing the screen to NTSC mode, and it worked.. 
I was wondering if my RFU was broken, but your solution makes perfect 
sense - I haven't had time to try it yet, but it ties in with everything - 
and I forgot to check those coordinates in timutil. 
Next thing. Just recently I tried to add another sprite to the program - 
the laser that the rotating ship the previous code was supposed to produce 
can fire. It's in ok, but when I tried to draw it, despite using the 
values from the GetTimInfo() as the texture coordinate, I get the wrong 
coordinates. If, however, I modify the texture u+v values it works. Now, 
I think this is the following thing: How exactly does GetTPage() work? 
Does it return a magic value calculated from the inputs? Or does it poke 
the inputs into a table somewhere in the GPU and return a value? (ie, 
is it safe to do: for Է-1 to 5 sprite[x].tpage = GetTPage(x,y,z,a) and expect 
all the values will be the same, or should I copy the GetTPage value into a 
variable first?) 
—-MESSAGE FILE 353 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000080 


—-MESSAGE FILE 354 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000081 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: problems with sin() 

Date: Fri, 15 Aug 1997 10:22:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <33F41FDF.3A85@interactive.sony.com> 

References: <MPG.e5d444e80cf636e989688@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Raasch wrote: 
hi there. 
I would like to calculate the sinus of an angle, but CW complains while 


linking that something is undefined. 


> 
> 
> 
> 
> 
> the source for testing is: 
> 

> 


#include <libps.h> 
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from ¿mainė in main.c 


Link failed. 


> main() 

> { 

> int sinus; 

> sinus = sin(0.1); 

> sinus = (int) sin(0.1); 

> } 

> 

> the error-msg is: 

> Link Error : ndefined: ¢__cvt_dfp2unsignedzzééé 
> eferenced from ¿mainė 

> in main.c 

> 

> Link Error : ndefined: ¢__cvt_dfp2unsignedzzééé 
> eferenced 

> 

> 

> 

> 


This is a specifically CodeWarrior problem, solvable by 
floating-point code generation options in the IDE. 


The easiest workaround is to use the precalculated sincos 

tables, available as .c and .հ modules, in much of the SCEE 

sample code programs. 

—-MESSAGE FILE 354 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000081 


-—-MESSAGE FILE 355 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000082 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Fri, 15 Aug 1997 10:29:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <33F4216F.73BC@interactive.sony.com> 

References: <33F2E8E3.167E@ulst.ac.uk> <5svsq5Sd3t1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mark Green wrote: 


Just today I tried changing the screen to NTSC mode, and it worked.. 
I was wondering if my RFU was broken, but your solution makes perfect 
sense - I haven't had time to try it yet, but it ties in with everything - 
and I forgot to check those coordinates in timutil. 
Next thing. Just recently I tried to add another sprite to the program - 
the laser that the rotating ship the previous code was supposed to produce 
can fire. It's in ok, but when I tried to draw it, despite using the 
values from the GetTimInfo() as the texture coordinate, I get the wrong 
coordinates. If, however, I modify the texture u+v values it works. Now, 
I think this is the following thing: How exactly does GetTPage() work? 
Does it return a magic value calculated from the inputs? Or does it poke 
the inputs into a table somewhere in the GPU and return a value? (ie, 
is it safe to do: for t=1 to 5 sprite[x].tpage = GetTPage(x,y,z,a) and expect 
all the values will be the same, or should I copy the GetTPage value into a 
variable first?) 


VVVVVVVVVVVVV VV VV 


The fact that you can modify the u,v and thereby make it work 
tells you something about your TIM file and how you are drawing 
it with a sprite; specifically, how to make it work correctly. 
You could make the u,vs modifiable at runtime (modified using 
controller) to see exactly what is going on. 


The better method is to use pre-built functions from sample code; 
the SCEE sample programs 2d and 2d2 (and mny others) 

show a clean, clear way to link a sprite to any image; using those 
you can get a laser working in not time, and they will show 
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you how to use GetTPage. 
—-MESSAGE FILE 355 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000082 


—-MESSAGE FILE 356 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000083 
Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Truly stuck again. 

Date: 15 Aug 1997 20:24:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <5t2dum$d3t3@chuka.playstation.co.uk> 

NNTP-Posting-Host: antelope.demon.co.uk 


(** THIS IS THE END OF THE HEADERS YOU SILLY MACHINE. IF YOU LET ME TYPE 
MY WHOLE MESSAGE IN AGAIN AND THEN BOUNCE IT BECAUSE IT HAS NO BODY I'M 
GOING TO SCREAM. **) 


I got the laser problem sussed - the texture page address was getting clipped 
to the nearest multiple of a predefined value. Now it all works. :) Reckon 
there's call for a text file to introduce this type of thing? Or has that 
all been done to death? 

—-MESSAGE FILE 356 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000083 


—-MESSAGE FILE 357 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000084 
Path: chuka.playstation.co.uk!dialup-—00-52.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.beginners 

Subject: Where's the help! 

Date: Sat, 16 Aug 1997 22:53:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <ira-1608972253240001@dialup-—00-52.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-00-52.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I've just updated my ftp area to incorporate all of my demos to PAL and 
NTSC so there's something for everybody. 


Ira 


http://www.playstation.co.uk/~shadow/ 
—-MESSAGE FILE 357 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000084 


—-MESSAGE FILE 358 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000085 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ok, truly stuck again. 

Date: Mon, 18 Aug 1997 11:53:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <33F829A6.7E2D@interactive.sony.com> 

References: <33F2E8E3.167E@ulst.ac.uk> <5svsq5Sd3t1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


GetTPage() just calculates the tpage from the coordinates given. There 
are 32 tpages 16x2 in VRAM. Theres also a bit of information on CLUT 
depth and semi transparency. 


bit 7+8 ... colour mode O0-4bit 1-8bit 2-16bit 
bit 5+6 ... semi trans 0-50+50 1-100+100 2-100-100 3-100+25% 
bit 0..4 ... tpage (0..31) 


Stuart 
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—-MESSAGE FILE 358 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000085 


—-MESSAGE FILE 359 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000086 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.beginners 

Subject: Space Invaders. 

Date: Tue, 19 Aug 1997 01:54:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <33fafc7e.20655220@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


Anyone done a space invaders. Need to know how it would be done, like 

I would be using that to learn how to put a program together. 

Anyone tried reading the manuals? I knew less than before I read 

them.. heh heh.. 

/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 359 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000086 


-—-MESSAGE FILE 360 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000088 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.beginners 

Subject: Ira's Sprite file thingy 

Date: Tue, 19 Aug 1997 18:30:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33f9e5c4.9719365@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


Got the code to compile, 

I get a blank screen... nothing much happens.. 

I know I am missing a step somewhere...let me guess.. the TIM's? 
How do I get the TIM's on to the Yaroze? 


I am using Code Warrior. 


Anyhelps? 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 360 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000088 


—-MESSAGE FILE 361 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000089 
Path: chuka.playstation.co.uk!dialup-13-50.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ira's Sprite file thingy 

Date: Tue, 19 Aug 1997 21:07:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <ira-1908972107480001@dialup-13-50.netcomuk.co.uk> 

References: <33f9e5c4.9719365@news.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 211 


NNTP-Posting-Host: dialup-13-50.netcomuk.co.uk 
X-newsreader: MT-NewsWatcher 2.2.2 


In article <33f£9e5c4.9719365@news.playstation.co.uk>, 
alan@alanyuen.demon.co.uk wrote: 


> Got the code to compile, 

> I get a blank screen... nothing much happens.. 

> I know I am missing a step somewhere...let me guess.. the TIM's? 
> How do I get the TIM's on to the Yaroze? 

> 

> I am using Code Warrior. 

> 

> Anyhelps? 


Try just using the batch download file to download the exe and the tims. 
If you've downloaded the docs within the past week then the PC version has 
a file called batch.bat, or if you've downloaded it previous to the past 
week then you'll be looking at download.sio for your batch file needs. 


Make sure your tim files are sitting at a decent place in the frame 
buffer, and not overwritten by the screen image. This is *the* most common 
problem when starting out. 


Ira 
—-MESSAGE FILE 361 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000089 


—-MESSAGE FILE 362 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000090 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.beginners 

Subject: tim tool. 

Date: Wed, 20 Aug 1997 20:04:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <33fbded1.988791@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


What I am supppose to do with the project file when i have made one 

with Tim tool? 

I am using codewarrior. 

/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 362 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000090 


—-MESSAGE FILE 363 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000091 
Path: chuka.playstation.co.uk!dialup-01-34.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.beginners 

Subject: Shadow stuff update 

Date: Fri, 22 Aug 1997 20:44:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ira-2208972044010001@dialup-—01-34.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—01-34.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


After a few complaints about junk in the PC files on my ftp area, I 
checked it out and found that CW puts all it's formatting in the header 
and tail of the file, so if you don't use CW to open the file then you get 
loads of shit. Also some of the text files were still in Mac format, and 
so a bit difficult to read with a basic text editor. 


I've now fixed all these problems and *all* the pc stuff has been sorted 
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out and zipped up - on a pe - and I've just uploaded it all again.If 
you've had some problems like this then just download again and it will 
all be nice and lovely. 


Sorry about that. 


Ira 
—-MESSAGE FILE 363 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000091 


—-MESSAGE FILE 364 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000092 
Path: chuka.playstation.co.uk!dialup-11-58.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.beginners 

Subject: New game demo 

Date: Sun, 31 Aug 1997 01:25:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-3108970125180001@dialup-11-58.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-58.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I have just uploaded to my ftp area my first finished game demo, a dog tale. 
Check it out and let me know what you think. 
http://www.playstation.co.uk/~shadow 


Ira 
—-MESSAGE FILE 364 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000092 


—-MESSAGE FILE 365 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000093 
Path: chuka.playstation.co.uk!news 

From: "“Wardster" <wardsterl@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Executable file size 

Date: 9 Sep 1997 10:05:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <0Olbcbd07$efe4c7e0$SLocalHost@steve> 

NNTP-Posting-Host: 1d36-235.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary="---—-=_NextPart_000_01BCBD10.51A92FE0" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


This is a multi-part message in MIME format. 


eS == =_NextPart_000_01BCBD10.51A92FE0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 


Hi everyone. 


I have downloaded the example code that Ira Rainey wrote to demonstrate how 
to manipulate sprites / rotation etc. 


I downloaded the code and executable to the station and it ran fine (by the 
way this is the example code which uses the mascots.tim file). I had a look 
around the code and decided I would experiment with parameterising some of 
the functions making them more generic, so that I could use them in any 
future Yaroze project. 


Using the MAKE utility I compiled the code, and after sorting out some 
errors with dereferencing pointers incorrectly, I downloaded the new 
executable to the Yaroze .... the screen on the TV went blank. 


After messing around with the code for a while, I decided to revert back to 
the original code, by re-exploding the .zip file. To cut a long story 
short, I tried a few things with the code, some a simple as declaring a 
variable as type GsSPRITE (and not doing anything with that variable) and 
trying to run the executable .... the same problem occurred, a blank 


Net Yaroze newsgroups message dump.txt Page 213 
screen. 

Then I noticed two things. 

Firstly, the executable size for the original provided by Ira was aprox. 

7K. My re-compiled version was at least 27K, even though all I had done was 
re-compile with no changes! 

Secondly, I noticed that when Ira's exe was downloading to the station that 


it was downloading in a single block, where as mine was downloaded in, I 
think, three stages .text, .data and something else, sorry I have forgot! 


This leaves me in a very frustrating position because I have been using the 
Yaroze for some weeks now and I feel 'comfortable' with the way that the 
system should be programmed/manipulated to achieve the right results but I 
can not test any code because I don't understand what is happening to my 
exe. 


This is almost like having two learning cures for me, one for the system 
and the associated functions and another for how to compile the code and 
create makefiles! 


I presume that this is due to some compiler optimisation flag, or that I'm 
not creating the makefile correctly. If this is the case, can someone 
please post an example makefile which I could use for future development as 
everytime I find a makefile it seems to be in a different format. (perhaps 
when code is posted the author could provide the makefile also? ... pretty 
please) 


Anyway, any info regarding the problems outlined above would be really 
appreciated. 


=== SS= =_NextPart_000_01BCBD10.51A92FE0 
Content-Type: text/html; charset=ISO-8859-1 
Content-Transfer-Encoding: quoted-printable 


<html><head></head><BODY bgcolor=3D"#FFFFFF"><p><font size=3D2 = 
color=3D"#000000" face=3D"Arial">Hi everyone.<br><br>I have downloaded = 
the example code that Ira Rainey wrote to demonstrate how to manipulate = 
sprites / rotation etc.<br><br>I downloaded the code and executable to = 
the station and it ran fine (by the way this is the example code which = 
uses the mascots.tim file). I had a look around the code and decided I = 
would experiment with parameterising some of the functions making them = 
more generic, so that I could use them in any future Yaroze = 
project.<br><br>Using the MAKE utility I compiled the code, and after 
sorting out some errors with dereferencing pointers incorrectly, I = 
downloaded the new executable to the Yaroze .... the screen on the TV = 
went blank.<br><br>After messing around with the code for a while, I 
decided to revert back to the original code, by re-exploding the .zip 
file. To cut a long story short, I tried a few things with the code, 
some a simple as declaring a variable as type GSSPRITE (and not doing = 
anything with that variable) and trying to run the executable .... the = 
same problem occurred, a blank screen.<br><br>Then I noticed two = 
things.<br><br>Firstly, the executable size for the original provided by 
Ira was aprox. 7K. My re-compiled version was at least 27K, even though = 
all I had done was re-compile with no changes!<br><br>Secondly, I = 
noticed that when Ira's exe was downloading to the station that it was = 
downloading in a single block, where as mine was downloaded in, I think, = 
three stages .text, .data and something else, sorry I have = 
forgot!<br><br>This leaves me in a very frustrating position because I = 
have been using the Yaroze for some weeks now and I feel 'comfortable' = 
with the way that the system should be programmed/manipulated to achieve 
the right results but I can not test any code because I don't understand 
what is happening to my .exe.<br><br>This is almost like having two = 
learning cures for me, one for the system and the associated functions = 
and another for how to compile the code and create makefiles!<br><br>I = 
presume that this is due to some compiler optimisation flag, or that I'm 
not creating the makefile correctly. If this is the case, can someone = 
please post an example makefile which I could use for future development 
as everytime I find a makefile it seems to be in a different format. = 
(perhaps when code is posted the author could provide the makefile also? 
pretty please) <br><br>Anyway, any info regarding the problems = 
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outlined above would be really appreciated.<br><br>See ya.</p> 
</font></body></html> 
SSS > =_NextPart_000_01BCBD10.51A92FE0-— 


—-MESSAGE FILE 365 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000093 


—-MESSAGE FILE 366 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000094 
Path: chuka.playstation.co.uk!news 

From: wardsterl@hotmail.com 

Newsgroups: scee.yaroze.beginners 

Subject: Executable file size 

Date: 10 Sep 1997 16:13:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 121 

Message-ID: <5v6gvn$aal1l0@chuka.playstation.co.uk> 
Reply-To: wardsterl@hotmail.com 

NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


From the info given it's not possible to say what the problem is. 
It might just be that Ira's exe is not current with source and makefile. 


Use other demo programs, they do not suffer these problems. 


Lewis 

To: Lewis Evans 

ccs 

From: news @ playstation.co.uk 


Subject: Executable file size:scee.yaroze.beginners 


From: "“Wardster" <wardsterl@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Executable file size 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_01BCBD10.51A92FE0" 

Content-Transfer-Encoding: 7bit 

This is a multi-part message in MIME format. 

=== s= =_NextPart_000_01BCBD10.51A92FE0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 7bit 

Hi everyone. 

I have downloaded the example code that Ira Rainey wrote to demonstrate how 
to manipulate sprites / rotation etc. 

I downloaded the code and executable to the station and it ran fine (by the 
way this is the example code which uses the mascots.tim file). I had a look 
around the code and decided I would experiment with parameterising some of 
the functions making them more generic, so that I could use them in any 
future Yaroze project. 

Using the MAKE utility I compiled the code, and after sorting out some 
errors with dereferencing pointers incorrectly, I downloaded the new 
executable to the Yaroze .... the screen on the TV went blank. 

After messing around with the code for a while, I decided to revert back to 
the original code, by re-exploding the .zip file. To cut a long story 
short, I tried a few things with the code, some a simple as declaring a 
variable as type GsSPRITE (and not doing anything with that variable) and 
trying to run the executable .... the same problem occurred, a blank 
screen. 

Then I noticed two things. 

Firstly, the executable size for the original provided by Ira was aprox. 
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7K. My re-compiled version was at least 27K, even though all I had done was 
re-compile with no changes! 

Secondly, I noticed that when Ira's exe was downloading to the station that 
it was downloading in a single block, where as mine was downloaded in, I 
think, three stages .text, .data and something else, sorry I have forgot! 
This leaves me in a very frustrating position because I have been using the 
Yaroze for some weeks now and I feel 'comfortable' with the way that the 
system should be programmed/manipulated to achieve the right results but I 
can not test any code because I don't understand what is happening to my 
exe. 

This is almost like having two learning cures for me, one for the system 
and the associated functions and another for how to compile the code and 
create makefiles! 

I presume that this is due to some compiler optimisation flag, or that I'm 
not creating the makefile correctly. If this is the case, can someone 
please post an example makefile which I could use for future development as 
everytime I find a makefile it seems to be in a different format. (perhaps 


when code is posted the author could provide the makefile also? ... pretty 
please) 

Anyway, any info regarding the problems outlined above would be really 
appreciated. 

See ya. 


=== =_NextPart_000_01BCBD10.51A92FE0 
Content-Type: text/html; charset=ISO-8859-1 
Content-Transfer-Encoding: quoted-printable 
<html><head></head><BODY bgcolor=3D"#FFFFFF"><p><font size=3D2 = 
color=3D"#000000" face=3D"Arial">Hi everyone.<br><br>I have downloaded = 
the example code that Ira Rainey wrote to demonstrate how to manipulate = 
sprites / rotation etc.<br><br>I downloaded the code and executable to = 
the station and it ran fine (by the way this is the example code which = 
uses the mascots.tim file). I had a look around the code and decided I = 
would experiment with parameterising some of the functions making them = 
more generic, so that I could use them in any future Yaroze = 
project.<br><br>Using the MAKE utility I compiled the code, and after 
sorting out some errors with dereferencing pointers incorrectly, I = 
downloaded the new executable to the Yaroze .... the screen on the TV 
went blank.<br><br>After messing around with the code for a while, I 
decided to revert back to the original code, by re-exploding the .zip = 
file. To cut a long story short, I tried a few things with the code, 
some a simple as declaring a variable as type GSSPRITE (and not doing = 
anything with that variable) and trying to run the executable .... the = 
same problem occurred, a blank screen.<br><br>Then I noticed two = 
things.<br><br>Firstly, the executable size for the original provided by 
Ira was aprox. 7K. My re-compiled version was at least 27K, even though = 
all I had done was re-compile with no changes!<br><br>Secondly, I = 
noticed that when Ira's exe was downloading to the station that it was = 
downloading in a single block, where as mine was downloaded in, I think, 
three stages .text, .data and something else, sorry I have = 
forgot!<br><br>This leaves me in a very frustrating position because I = 
have been using the Yaroze for some weeks now and I feel 'comfortable' = 
with the way that the system should be programmed/manipulated to achieve 
the right results but I can not test any code because I don't understand 
what is happening to my .exe.<br><br>This is almost like having two = 
learning cures for me, one for the system and the associated functions = 
and another for how to compile the code and create makefiles!<br><br>I = 
presume that this is due to some compiler optimisation flag, or that I'm = 
not creating the makefile correctly. If this is the case, can someone = 
please post an example makefile which I could use for future development = 
as everytime I find a makefile it seems to be in a different format. = 
(perhaps when code is posted the author could provide the makefile also? 
pretty please) <br><br>Anyway, any info regarding the problems = 
outlined above would be really appreciated.<br><br>See ya.</p> 
</font></body></html> 
== =_NextPart_000_01BCBD10.51A92FE0-- 


--MESSAGE FILE 366 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000094 


--MESSAGE FILE 367 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000095 
Path: chuka.playstation.co.uk!news 
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From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Executable file size 

Date: 11 Sep 1997 08:15:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <Olbcbe8c$b3c285a0$5ae52ac2@ira-rainey> 
References: <5v6gvn$aal10@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-05-26.netcomuk.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 


wardsterl@hotmail.com wrote in article 
<5v6gvn$aall0@chuka.playstation.co.uk>... 
> From: Lewis_Evans@Playstation.sony.com 


> To: news@playstation.co.uk 

> From the info given it's not possible to say what the problem is. 

> It might just be that Ira's exe is not current with source and makefile. 
> Use other demo programs, they do not suffer these problems. 

> 

> Lewis 


The executable *is* the actual code compiled from that particular source 
code. All code is compiled using CW. 


Ira 


—-MESSAGE FILE 367 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000095 


—-MESSAGE FILE 368 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000096 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Beginners 3D Questions 

Date: Mon, 22 Sep 1997 14:26:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 112 

Message-ID: <34267214.541C94E8@micronetics.com> 

References: <Olbcc069S$85cdfe20$c793989e@fourny.demon.co.uk> <341D0A2C.801EF566@micro 
netics.com> <0Olbcclc3$c7£77c80$c793989e@fourny.demon.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Graeme Evans wrote: 

> 

> Jim. Your demo is one of my favourites (can't wait for the Make-a-chip 
> bit). 


Thanks, that means a lot to me. At least it looks like I'm heading down 
the right path. Currently I've not done much on it as I'm currently 
working on realtime compression stuff. Expect something real soon now. 


> Can I rather cheekily ask you some questions about it & steal all 
> your ideas? 


Sure, fire away. 


> 

>>> 

>> > (a) Lit gourard quads and triangles dont work, or rather the lighting 
> > > doesnt work 

>> 

> 

> What did 

> you do to get them working? Anything special? 


I created the objects in 3ds, (now I use lightwave) exported them as dxf 
and did dxf2rsd with the gouraud option on. Now I used the lightwave 
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plug in and export directly it rsd. 1 don't think I hit any noticeable 
problems with this and it was about 2 months ago, so I could have 
selectively forgotten it all. 


> 


I played with this in theory but thought that it would be far too much 
work to run though a tmd and tweak the normals each frame just for the 
lighting. If you look at my robot demo (playstation.co.uk/~Sigl1LL) I 
don't use any of GsLibs lighting or fogging effects. 


VV V V V V V 
V V V V V 


No fogging? How did you get the maze to appear out of darkness? 


I wrote the fogging myself. I just find the distance from the viewer to 
each tile and alter the light intensity based on the distance. 


>Did you 
> alter the RGB values of the floor polys and robots as they get further 
> away? 


Yep for each vertices of the polygon, I just scale it on the distance. 
>What about that cool green glow? It looks too circular to be done the 
> same way. 


Its done it exactly the same way. I just calculate the distance from 
the emitter to each tile vertices and calculate an intensity on that. 


>Is it a separate set of green polys with transparency set you 
> draw over the floor? 


Nope. I just tweak each RGB triple for each poly vert. 


Do you get a better resolution with libgs fogging, for example does it 
gradate a fog effect over a single poly so the back of it is more faded 
than the front? 


The major bonus is that my fogging is actually spherical. I don't pay 
attention to the polygon normals so back facing polys would be lit 
exactly the same as forward. It would be quite trivial to fix, but I 
don't estimate it to be a major glitch. So it would probably never be 
fixed. 


>When you say it only works with black and white does that 
> mean it can only fade to black 
> or that all your polys have to be greyscale? 


Ah no. gslib will only depth cue polys to black (I think). So a faded 
out poly would look really strange against a red background. (if you 
see what I mean) 


> 

> > > I guess subdivision is to do with how you draw polys when half of them 
> > > sticks off the screen (like the floor in dungeon); 

> 

> I'm being a bit lazy here and I suppose I should really write some code and 
> try it, but if say you have one of your nice textured floor quads and maybe 
> 10% of it (say the bottom left corner) is off the bottom of the screen, 

> does that mean it doesnt get drawn unless you subdivide or do I have 

> totally the wrong idea here? 

All changed now. :-) 1 don't do any of my own subdivision now. Լ 

managed to totally eradicate it. (probably a good thing too.) I've 


tweaked the view distance so not may disappear and GsDIV1 (I think) 
seems to suffice for ones that will split. 
> 


> 
> Do you have this split TMD arrangement for your floor, where your near 
objects are in one tmd (with subdivision turned on) and the far ones in 


v 
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> another? And each time you subdivide by two, do the polys divide exactly in 
> the middle? 


Each tile in the world is just one tmd. Which is why the the rgb 
tweaking to so trivial. 


> 
> Oh so many questions. 


Fire away. All too happy to help. I'll be releasing the source once it 
is readable. 


> 
> Graeme 
—-MESSAGE FILE 368 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000096 


—-MESSAGE FILE 369 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000097 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Beginners 3D Questions 

Date: 22 Sep 1997 20:20:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <606ju0$53211@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: 194.203.13.2 

Originator: news@emeka 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


>When you say it only works with black and white does that 
> mean it can only fade to black 


> or that all your polys have to be greyscale? 
Ah no. gslib will only depth cue polys to black (I think). So a faded 
out poly would look really strange against a red background. (if you 


see what I mean) 


LibGs will depth cue polygons/TMDs to ANY specified colour. 


GsFOGPARAM has members rfc, gfc, bfc: basically the rgb members of the fog 
colour. 

By setting rgb, you can make libgs depth cue to any background colour. 

In practice, black is mosty commonly chosen, but white generates a nice 
misty effect. 


Lewis 


—-MESSAGE FILE 369 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000097 


-—-MESSAGE FILE 370 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000098 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Kev <shkwav@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 
Subject: Moving an object locally? 

Date: Thu, 18 Sep 1997 18:09:04 +0100 

Organization: Twisted Wave Productions 

Lines: 17 

Message-ID: <34216030.6706A19F@globalnet.co.uk> 

NNTP-Posting-Host: client084a.globalnet.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics: 322 
ginners: 98 


Hi, 


Can anyone help with this problem, I think it's quite simple but I 
can't suss it out... 


I've got a spaceship object and I've got it rotating and moving etc. 
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scee.yaroze.be 


but it moves relative to the WORLD and I need it to move in the direction 
it's pointing. So if I've got a rotation vector, how do I use it to get the 
ship to translate/move in that direction?? (yeah, I know I need to brush up 


on my 3D but I've been playing with 2D so far.... :) 
Cheers! 
Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 


—-MESSAGE FILE 370 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000098 


—-MESSAGE FILE 371 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000099 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk! news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 
Subject: Re: Moving an object locally? 

Date: Fri, 19 Sep 1997 16:14:03 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 38 

Message-ID: ՀՅ421ԲՇ08. 63DE@peace.co.nz> 

References: <34216030.6706A19F@globalnet.co.uk> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics: 323 
ginners:99 


Kev wrote: 
Hi, 


Can anyone help with this problem, I think it's quite simple but I 
can't suss it out... 


I've got a spaceship object and I've got it rotating and moving etc. 


on my 3D but I've been playing with 2D so far.... :) 


VVVVVVVVVV VV 


With only a rotation matrix, I would: 


Make a unit vector pointing in a standard direction (X, Y or Z, can't 
remember which). 


Apply the rotation matrix to it. 
There's your direction vector. 


Multiply this by the 'distance' you want to go. 
Vector Add it onto the original position. 


yay! 


scee.yaroze.be 


but it moves relative to the WORLD and I need it to move in the direction 
it's pointing. So if I've got a rotation vector, how do I use it to get the 
ship to translate/move in that direction?? (yeah, I know I need to brush up 
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J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Trust me! Would I lie to you...again? 
—-MESSAGE FILE 371 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000099 


—-MESSAGE FILE 372 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000100 
Path: chuka.playstation.co.uk!news 

From: "Mike" <m.ferenduros@btinternet.com.removethisbit> 
Newsgroups: scee.yaroze.beginners 

Subject: Memory usage - Help! 

Date: 30 Sep 1997 22:10:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <0Olbccdee$cf£4753c0$6e3863c3@default> 
NNTP-Posting-Host: host5-99-56-110.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 


I'm a bit confused about how memory usage works. 
Ok, I understand you have main RAM, VRAM and SRAM. I also understand you 
can't get at the VRAM or SRAM directly. 


My problem is with the following: Say you have 1/2Mb of textures and 1/2Mb 
of sound data. These would fit into VRAM and SRAM respectively with no need 
to keep copies in main memory. However, as I understand it, you have to 
upload them to main memory and then have your code copy them to VRAM/SRAM. 
So that's 1Mb of main memory taken up, used only to store (very) temporary 
copies of your data. This seems like a bit of a waste of a pretty scarce 
resource. 


Have I gone wrong somewhere, or is that right? 
Thanks in advance, 
Mike 


m.ferenduros@btinternet.com 
—-MESSAGE FILE 372 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000100 


—-MESSAGE FILE 373 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000101 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Clayton <mark@nombas.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Newbie getting nowhere with setup 

Date: Thu, 16 Oct 1997 13:47:11 -0400 

Organization: Nombas Inc 

Lines: 17 

Message-ID: <3446531F.C2158032@nombas.com> 

Reply-To: mark@nombas.com 

NNTP-Posting-Host: 205.181.136.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-DIAL (WinNT; U) 

CC: mark@nombas.com 


I'm a little late getting started here since I've been real busy 
with other projects. I've finally got around to hooking of the 
playstation to my TV. It appears that I'm not getting any output. 
I've tried attaching the PS to both the TV and the VCR video and 
audio inputs. For the TV, I needs one of those Game/TV switches 
(circa 1990 Atari). What's the likelihood I've a) broken the PS 
b) received a busted PS or c) my TV and VCR are not compatible? 
I've never hooked up a PS, it can't be this difficult, right 
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(heck, I haven't even played a video game since the Atari died 
back in the early '80's). All I can get is static. Just to make 
sure I'm not being stupid, here are a few assumption I made, a) 
I don't need the PS to be hooked up to a computer just to see if 
the PS boots, b) the boot CD and access card are all I need to 


install (besides hooking to a TV) or c) even a 10 year old TV 
should work. What do you think? 
Mark 


mark@nombas.com 
—-MESSAGE FILE 373 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000101 


—-MESSAGE FILE 374 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000102 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Newbie getting nowhere with setup 

Date: Fri, 17 Oct 1997 00:47:57 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <3446b488.30729086@205.149.189.29> 

References: <3446531F.C2158032@nombas.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 16 Oct 1997 13:47:11 -0400, Mark Clayton <mark@nombas.com> 
wrote: 


>I'm a little late getting started here since I've been real busy 
>with other projects. I've finally got around to hooking of the 
>playstation to my TV. It appears that I'm not getting any output. 
>I've tried attaching the PS to both the TV and the VCR video and 
>audio inputs. For the TV, I needs one of those Game/TV switches 
>(circa 1990 Atari). What's the likelihood I've a) broken the PS 
>b) received a busted PS or c) my TV and VCR are not compatible? 
>I've never hooked up a PS, it can't be this difficult, right 
>(heck, I haven't even played a video game since the Atari died 
>back in the early '80's). All I can get is static. Just to make 
>sure I'm not being stupid, here are a few assumption I made, a) 
>I don't need the PS to be hooked up to a computer just to see if 
>the PS boots, b) the boot CD and access card are all I need to 
>install (besides hooking to a TV) or c) even a 10 year old TV 
>should work. What do you think? 


Mark, 


The Yaroze should work fine with older TV's but you may need an RF 
adapter to hook it up. I don't think this adapter comes with the 
Yaroze (at least it didn't come with mine) so you may have to purcahse 
it seperately. It should just be a matter of plugging it in and 
turning it on. 


Mario 
PS 


You can tell if you have the RF adapter cable by looking at the 

connector on the Yaroze end. There's a switch that selects the 

channel. 

—-MESSAGE FILE 374 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000102 


-—-MESSAGE FILE 375 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000103 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: [ANN] CodeWarrior Update 

Date: Wed, 29 Oct 1997 14:01:15 -0600 

Organization: Metrowerks 

Lines: 40 

Message-ID: <sumner-ya02408000R2910971401150001@news.scea.sony.com> 
NNTP-Posting-Host: docs-old.metrowerks.com 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 


X-Newsreader: Yet Another NewsWatcher 2.4.0 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:221 scee.yaroze.be 


ginners:103 scee.yaroze.programming.codewarrior:102 


For those of you who haven't gone up to the Yaroze web site recently, I 


thought I would repost this message here: 


The update CDs are in the mail now. If you purchased CodeWarrior and have 
not sent back your registration form, please visit our website at the 
address below and register. If you don't receive your update by Monday, 
November 3, please e-mail me your registration number (do not post it 
please <grin>) and I'll check on your status. 


Thanks! 


CodeWarrior Update 


To insure that all CodeWarrior customers are using the highest quality 
CodeWarrior for Net Yaroze tools we are offering a free update to 
customers who purchased the original version of CodeWarrior for Net 
Yaroze. This is a special one time offer for persons who purchased the 
first edition of the Codewarrior for Net Yaroze tools only. 

The latest full-featured Win/Mac version of CodeWarrior for Net Yaroze 
will be available at the end of October. If you have registered your 
copy with Metrowerks you will receive your new CD through the mail. If 
you are a North American or European customer and have not registered 
your copy, please visit the Metrowerks website at 
http://www.metrowerks.com/db/registerFM.qry?function=form and fill out 
the online form ASAP or send an e-mail to register@metrowerks.com. 


If you do not use CodeWarrior now but would like to license CodeWarrior 
for Net Yaroze please contact Sony Computer Entertainment America, Sony 
Computer Entertainment Europe, or Metrowerks. Please let us know if you 
have any additional questions. Thanks for being a CodeWarrior! 


Andy Price 
Corporate Sales 
Metrowerks 


PlayStation Development Tools Dude 
Metrowerks 


—-MESSAGE FILE 375 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000103 


—-MESSAGE FILE 376 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000104 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 


Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 


beginners, scee.yaroze.programming.codewarrior 
Subject: Re: [ANN] CodeWarrior Update 

Date: Wed, 29 Oct 1997 22:26:54 -0600 
Organization: (no organization) 

Lines: 18 

Message-ID: <34580C8E.58FF@charlie.cns.iit.edu> 
References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:223 scee.yaroze.be 


ginners:104 scee.yaroze.programming.codewarrior:103 


> 


> CodeWarrior Update 
> 
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To insure that all CodeWarrior customers are using the highest quality 
CodeWarrior for Net Yaroze tools we are offering a free update to 
customers who purchased the original version of CodeWarrior for Net 
Yaroze. This is a special one time offer for persons who purchased the 
first edition of the Codewarrior for Net Yaroze tools only. 


V V V V V 


I thought when we register CodeWarrior tools, we automatically get 
two free updates. (I could be wrong on that, I tried poking around 
the Metrowerks Web site, but I can't get through to it at the moment 
for some reason). 


Is this saying for us "early adopters" we actually get three 
free updates, or is it saying we only get one free update? 


Ed Federmeyer 
—-MESSAGE FILE 376 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000104 


—-MESSAGE FILE 377 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000105 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Thu, 30 Oct 1997 09:29:55 -0600 

Organization: Metrowerks 

Lines: 46 

Message-ID: <sumner-ya02408000R3010970929550001@news.scea.sony.com> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> <34580C8E.58FF@c 
harlie.cns.iit.edu> 

NNTP-Posting-Host: 198.214.227.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:224 scee.yaroze.be 
ginners:105 scee.yaroze.programming.codewarrior:104 


Hi there, 
The Net Yaroze tools are a bit of a special case. 


Normally, if you purchase our full development kit (CodeWarrior for Mac or 
CodeWarrior for PlayStation) for $599 or $899 respectively, you get one 
year worth of updates. Now that we have gone to a 6 month cycle, this means 
one free update for each product. 


Our Discover series of tools that are not intended for commercial 
development (Discover Programming for Mac, Discover Java, CodeWarrior for 
Net Yaroze) are sold at a much lower price ($119 to $300) and don't come 
with updates. However, due to the admitted problems with the first Net 
Yaroze CD, we wanted to release a second version to all registered users 
for free. Hence, everyone is receiving CodeWarrior for Net Yaroze release 
2. 


I hope this answers your question. 
-Joel 


In article <34580C8E.58FF@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


>> 
>> CodeWarrior Update 

>> 

>> To insure that all CodeWarrior customers are using the highest quality 
>> CodeWarrior for Net Yaroze tools we are offering a free update to 

>> customers who purchased the original version of CodeWarrior for Net 

>> Yaroze. This is a special one time offer for persons who purchased the 
>> first edition of the Codewarrior for Net Yaroze tools only. 

> 

>I thought when we register CodeWarrior tools, we automatically get 

>two free updates. (I could be wrong on that, I tried poking around 
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>the Metrowerks Web site, but I can't get through to it at the moment 
>for some reason). 

> 

>Is this saying for us "early adopters" we actually get three 

>free updates, or is it saying we only get one free update? 

> 

>Ed Federmeyer 


PlayStation Development Tools Dude 
Metrowerks 
—-MESSAGE FILE 377 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000105 


—-MESSAGE FILE 378 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000106 
Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Fri, 31 Oct 1997 10:02:43 +1100 

Organization: Forefront Software Services 

Lines: 18 

Message-ID: <34591213.7044580A@forefront.com.au> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> <34580C8E.58FF@c 
harlie.cns.iit.edu> <sumner-ya02408000R3010970929550001@news.scea.sony.com> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:227 scee.yaroze.be 
ginners:106 scee.yaroze.programming.codewarrior:105 


Joel Sumner wrote: 

> Our Discover series of tools that are not intended for commercial 
> development (Discover Programming for Mac, Discover Java, CodeWarrior for 

> Net Yaroze) are sold at a much lower price ($119 to $300) and don't come 

> with updates. However, due to the admitted problems with the first Net 

> Yaroze CD, we wanted to release a second version to all registered users 

> for free. Hence, everyone is receiving CodeWarrior for Net Yaroze release 
> 2. 

> 

So what you mean to say is that the when the documentation that playstation 
distributed, as well as the documentation that came with the compiler said 
‘two free updates', what it really should have said was 'two free updates, at 
least one of which you have to pay for'? Pity... 


> -Joel 
> 
Toby. 


—-MESSAGE FILE 378 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000106 


-—-MESSAGE FILE 379 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000107 
Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.beginners 

Subject: Questions about Ordering Table 
Date: Wed, 19 Nov 1997 00:47:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <34722911.C7EC3C06@freenet.fr> 
NNTP-Posting-Host: ppp-rack196.melun.cci.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hello every body, 
I research more informations about ordering table ) 
I try to understand the Hello World Program 
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GsOT WorldOrderingTable[2]; 

GsOT_TAG zsortTable[2] [1<<OT_LENGTH]; 
WorldOrderingTable[0].length = OT_LENGTH; 
WorldOrderingTable[1].length = OT_LENGTH; 
WorldOrderingTable[0].org = zSortTable[0]; 
WorldOrderingTable[1].org = zSortTable[1]; 


What's a Ordering Table ? 

Why OT_LENGHT is egal 14 ? 

Can you explain the point "." between WorldOrderingTable[x] and length ( 
ou org...) ? 


Thank you for playing 


William 


—-MESSAGE FILE 379 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000107 


—-MESSAGE FILE 380 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000108 
Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about Ordering Table 

Date: Wed, 19 Nov 1997 15:28:30 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 146 

Message-ID: <34724ECE. 6EEA@peace.co.nz> 
References: <34722911.C7EC3C06@freenet.fr> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


TOUZALIN William wrote: 


> 

> 

> GsOT WorldOrderingTable[2]; 

> GsOT_TAG zsortTable[2] [1<<OT_LENGTH]; 

> 

> WorldOrderingTable[0].length = OT_LENGTH; 

> WorldOrderingTable[1].length = OT_LENGTH; 

> WorldOrderingTable[0].org = zSortTable[0]; 
> WorldOrderingTable[1].org = zSortTable[1]; 
> 

> 


What's a Ordering Table ? 


To draw things on the screen, the Yaroze sends the Graphics Processor 
a list of commands, and it's the Graphics Processor that does the 
actual drawing. You can't affect the screen directly like on other machines. 


These commands are operations like "Draw Line" and "Clear Screen", or 
"Draw This Triangle with This Texture Map", and each command has a number 
or arguments (for instance, Draw Line's arguments specify the 

start and end points, and the colour of the line to be drawn). 


With traditional games, especially 3D ones, the way you render a scene 

is to draw the objects furthest away from you first, then work your 

way to the objects nearest to you. This is called the Painters 

Algorithm. The reason we do this is because if you draw something near, 
then draw something further back that overlap in an area on the screen, 
the object further back will cover or overlap the object that is supposed 
to be nearer, and your scene will look all wrong. 


With this appraoch, you have to sort out which objects 
will be drawn first, and which will be drawn last. This is where Ordering 
Tables come in. 
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With ordering tables, you just work out what you want you object to look 

like (position, size and so on) and insert it (using GsSortSprite or GsSortObject) 
into the Ordering Table. The Graphics Library will automatically figure out where 
your object is supposed to be in amongst the other objects, so that 

when the GPU come to draw the scene, everything looks right. You don't have 

to worry about sorting objects, because the Ordering Tables do that 

for you. When you've put every object you want on the screen into the 

Ordering Table, you set the GPU off and it goes and draws everything for you. 


(The GsSortSprite and GsSortObject functions also create the Graphics 
Processor commands decribed above to draw your object. They put those 
commands in a Working area (These are the zSortTables in the code above) 
and you don't have to worry about those.) 


Ordering Tables are used by both 2D and 3D graphics, so you can mix 

sprites (2D graphics) with 3D objects. It may seem strange to think of 2D 
graphics as having an order, but if you can imagine a screen with a background, 
well, you'd want that to be 'behind' your main character, so it would be 
further back in the order. 


When you insert and object into an Ordering Table, you've got to specify 

how far back the object is. This 'distance' is called the objects 'priority'. 
The higher the priority, the further back it is (if this seems strange, think 
of higher priority as meaning it gets drawn sooner). 

This is where the 'length' comes in. A priority of 0 means it is drawn last (is 
closest to you). But what is the highest priority? Well, the highest priority 
will depend on your situation. 


If you've only got two or three objects to draw, then you only need two 
priorities maximum, so a maximum priority of 1 will do. 

If you've got a zillion 3D objects to draw, then you might need more. 

If you have complicated 3D objects, having a greater maximum priority can 
avoid some drawing errors. 


When you make an Ordering Table, you choose the maximum priority. 
Priorities start at 2 and go up in powers of 2 (up to 2%14). 
So you could have a maximum priority of 2-1 (1), 4-1 (3), 8-1 (7), 
16384-1 (16383) .The higher the maxmimum priority, the more memory is taken up t 
hough. 
This exponent is called the Ordering Table 'length'. The minimum length 
is 1 and the maximum length is 14 (I think, off the top of my head). 


Instead of having to remember these numbers, you just use the exponent of 
2. Thus, if you have an Ordering Table with length 10, that means you've 
got a maximum priority of 2՞10-1 1024-1 1023. 0 is always the lowest 
priority. 


The reason why there are two Ordering Tables are because there must be one for 
each frame of the Double Buffering (ie the Graphics Processor is busy drawing 
off one while you're drawing *into* the other). 


Every screen must have a "World" or "Master" Ordering Table. Eventually, everything 
ends up in this Ordering Table. It is possible to have more than one Ordering 

Table for a screen (this is done for speed reasons), but they all have to be merged 
into one big Ordering Table before you can draw the scene. 


An Ordering Table works via linked lists (I won't explain how those work). One impor 
tant 

thing to remember is that if you insert an object using GsSortObject or GsSortSprite 
into an Ordering Table at, say, priority 6, then insert another object at priority 6 


Ա 
the object drawn first will be the last one inserted. 


Thusif you have the following objects and insert them in the following order at the 
following priorities (My 'length' is 4, so my maximum priority is 2՞4-1 Հ 15): 


Aeroplane - priority 4 
Wizard — priority 10 
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Moose wearing Wax Lips - priority 7 
Postman Pat - priority 3 

Thermonuclear Toaster - priority 7 

Large Weasel with Contract - priority 10 


They will be drawn by the GPU in the following order (remember, last to be drawn app 
ears 
"closest'): 


Large Weasel = 10 
Wizard - 10 
Toaster A 
Moose 7, 
Aeroplane = 4 
Postman Pat = 3 


So Postman Pat will appear in front of all the others. 


The next question usually is - "Do I have to use Ordering Tables?" and the 
answer is "Unless you wan't to go to a WHOLE lot of trouble, yes." 


> Can you explain the point "." between WorldOrderingTable[x] and length ( 
> ou org...) ? 


If you're asking what I think you're asking then you don't know about referencing 
structures (which in C are pretty Basic Things You Need To Know). I suggest getting 
a good book about C, in that case. Apologies if you're talking about something else. 


Cheers, 


James 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Buffalo: Greeting between two nudists. 
—-MESSAGE FILE 380 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000108 


—-MESSAGE FILE 381 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000109 
Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: 3D Tutorial 

Date: Wed, 19 Nov 1997 20:31:16 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <34734C94.75E8@mdx.ac.uk> 
Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: staff-dialup3.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


A new 40 page 3D tutorial can be found at 
http://www.netyaroze-europe.com/~middx_uni/ftp/ 

My students have got 3D games results within 2 weeks with this even 

though they have lots of other work to do and spend their weekends drunk 

dancing on tables in pubs... 

—-MESSAGE FILE 381 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000109 


—-MESSAGE FILE 382 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000110 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: Questions about Ordering Table 

Date: Thu, 20 Nov 1997 18:15:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <65ludp$ibn7@chuka.playstation.co.uk> 

References: <34722911.C7EC3C06@freenet.fr> <34724ECE. 6EEA@peace.co.nz> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James, you're a star. I vote you rewrite the manuals. 


—-MESSAGE FILE 382 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000110 


—-MESSAGE FILE 383 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000111 
Path: chuka.playstation.co.uk!news 

From: Steve <SMR@cs.bham.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: just testing 

Date: Tue, 25 Nov 1997 23:54:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <347B6532.6DE0@cs.bham.ac.uk> 

NNTP-Posting-Host: diall0.bham.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I) 


Sorry. Ive just set up my yaroze and modem and am just checking that 
the newsgroup posting stuff is set up OK. 


Steve 
—-MESSAGE FILE 383 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000111 


—-MESSAGE FILE 384 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000112 
Path: chuka.playstation.co.uk!news 

From: "Pete" <Pete.Hobson@virgin.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Linking Data files 

Date: 28 Nov 1997 00:29:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <0Olbcfb8f£$d2e5c560SLocalHost @petecom> 
NNTP-Posting-Host: p24-dunlin-gui.tch.virgin.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


How do I load sprite and 3D data into the N-Z? 

Am I supposed to access the PC's file system from the code i.e fopen() (Or 
similar) 
Or, do I link the data to the executable in some way? 

I know this seems a very rudimentry question - but I cant find any 
reference in the manuals to this simple ?-^ task... 


Cheers 
—-MESSAGE FILE 384 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000112 


—-MESSAGE FILE 385 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000113 
Path: chuka.playstation.co.uk!news 

From: "Pete" <Pete.Hobson@virgin.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprite/2D Demo code 

Date: 28 Nov 1997 00:29:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <0lbcfb90S3ed5e980SLocalHost @petecom> 
References: <3391F4E9.70FE@netcomuk.co.uk> 
NNTP-Posting-Host: p24-dunlin-gui.tch.virgin.net 
X-Newsreader: Microsoft Internet News 4.70.1155 
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Ira Rainey <shad.dev@netcomuk.co.uk> wrote in article 
<3391F4E9.70FE@netcomuk.co.uk>... 
> Having recently had the fog lifted, from my mind, and now making some 


> progress on my Yaroze, I would be willing to put togther some *simple* 
> source code, with an explanation of the problems I had and the way the 
> graphics system works, basically the real basics to get people going 

> with sprites and the like. 

> 

Me too... 

Pete 


—-MESSAGE FILE 385 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000113 


—-MESSAGE FILE 386 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000114 
Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Linking Data files 

Date: Fri, 28 Nov 1997 14:19:43 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 93 

Message-ID: <347E1C2F.167E@peace.co.nz> 
References: <0Olbcfb8f£$d2e5c560SLocalHost @petecom> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Pete wrote: 
> 
> How do I load sprite and 3D data into the N-Z? 


N-Z? 


> Am I supposed to access the PC's file system from the code i.e fopen() (Or 
> similar) 
> Or, do I link the data to the executable in some way? 


If you 'compile' your sprite objects into .o files (convert raw source 
to 
a C char array), then you can link objects very easily. 


E.G char MyGraphic[] = { 0x34, Ox2a, 0244..... ); 


You just reference the graphic as MyGraphic and you're away laughing. 


However, this can get to be a Dit of a pain, especially when you adjust 
3 pixels 

in your source BMP file, and you've got to reconvert the raw file to C. 
In addition, you can only have 64K of static data linked to your 
executable 

(or is that 64K of global variables... damn, can't remember), so when 
you 

start writing large games, this method won't work. 


The alternatice method that everyone uses is: 


Make your graphic/sound/3D file. 
In your C, make a #define like: 
#define MY_GRAPHIC 0x80100000 
This is an address in Yaroze memory to place your graphic. 
In your C program, reference the graphic as MY_GRAPHIC. 
Make the program. 
Upload the CODE for the program (what gcc and the linker generated) and 
the GRAPHIC itself separately. Load the graphic to the address you 
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specified. 


A SIOCONS script to do this might look like: 


local dload c:\graphics\my_wizard.tim 80100000 
local load c:\psx_code\my_program 
go 


This will load the file c:\graphics\my_wizard.tim to yaroze address 
0x80100000, 

and the code file c:\psx_code\my_program to wherever you linked the 
program to. 

(When you link the program, you specify which address you want, and the 
‘load’ 

function puts it there). 

The "go" part starts the execution of your program. Because your program 
referenced 

MY_GRAPHIC, which was really address 0x80100000, and you loaded your 
graphic 

to 0x80100000 with SIOCONS, your program will be accessing the graphic 
data just 

as if you had linked the data to be at 0x80100000. 


Valid address ranges are from 0x80090000 to Ox801fffff. Most people load 
their 

data at 0x80090000 and their code at 0x80100000. You have to manually 
make 

sure that multiple data loads won't overlap other data, so that means 
you 

have to sit down with a calculator and figure out the sizes and 
addresses of 

all the data. 


Cheers, 


James 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


A poor man's holodeck: A tab of acid and a glass of water. 
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—-MESSAGE FILE 386 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000114 


—-MESSAGE FILE 387 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000115 


Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprite/2D Demo code 

Date: Fri, 28 Nov 1997 17:51:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <ira-2811971751140001@dialup-—03-30.netcomuk.co.uk> 


References: <3391F4E9.70FE@netcomuk.co.uk> <0lbcfb90S3ed5e980SLocalHost @petecom> 


NNTP-Posting-Host: dialup-—03-30.netcomuk.co.uk 
X-Newsreader: MT-NewsWatcher 2.3.5 


In article <0lbcfb90S3ed5e980SLocalHost@petecom>, "Pete" 
<Pete.Hobson@virgin.com> wrote: 


> > Having recently had the fog lifted, from my mind, and now making some 
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progress on my Yaroze, I would be willing to put togther some *simple* 
source code, with an explanation of the problems I had and the way the 
graphics system works, basically the real basics to get people going 
with sprites and the like. 


V V V V V V 
V V V V V 


Me too... 


Wow, does the news server hold messages for this amount of time? I wrote 
this message back in June (I think!). 


If you want to check out the demo/tutorials, there are all at my ftp site: 
http://www.netyaroze-europe.com/~shadow 


Ira 
—-MESSAGE FILE 387 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000115 


—-MESSAGE FILE 388 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000116 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Tutorial 

Date: Thu, 04 Dec 1997 08:54:07 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3486E02F.6320@earthlink.net> 

References: <34734C94.75E8@mdx.ac.uk> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 170-72-123.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi thanks a lot for making that tutorial, it has opened my learning 
channels all the way!!! 

Well I have been trying collision detection for the end of the road 
and the only thing I can come up with is to see if the GsObjectHandler 
is greater or equal to SEPERATION and if it is then reverse Vectors.Do 
you have something different? 

I haven't been able to get 2 models on screen yet except a 
blinking one that draws each player each frame.Any suggestions? 

Thanks a lot!!!! 

-Austin (Bufferman) 
—-MESSAGE FILE 388 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000116 


—-MESSAGE FILE 389 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000117 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Siocons <-[7m eh?? 

Date: Tue, 30 Dec 1997 19:11:29 +0000 
Organization: Bacardi Ferrari V12 

Lines: 21 

Message-ID: <34A94761.1C3B@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


OK, got the NY today. Mmmm nice. No IDE with the standard 
dev tools? I got CodeWarrior but I don't really want code 
that's over twice as slow. Come on Metrowerks sort it out! 


OK, with SIOCONS I'm getting rubbish characters output like this: 


type -[7m Fl -[0;36;1m ----» display help 


AAAA AAAAAAAAA 


What's that all about? 
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Cheers, 
Jim 


Mmmm, WOW 9600 bps is FAST maaan! I _think_ I'll need a mem 
Card. y 6 sie 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 389 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000117 


-—-MESSAGE FILE 390 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000118 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Siocons <-[7m eh?? 

Date: Thu, 1 Jan 1998 16:09:48 -0000 

Organization: Yaloozer 

Lines: 25 

Message-ID: <68gepn$9i4j8@chuka.playstation.co.uk> 
References: <34A94761.1C3B@manc.u-net.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>OK, got the NY today. Mmmm nice. No IDE with the standard 
>dev tools? I got CodeWarrior but I don't really want code 

>that's over twice as slow. Come on Metrowerks sort it out! 
> 


You can load a gnu makefile into visual c++ and use microsofts IDE (minus 
debugger). Mmm... nice. 


>OK, with SIOCONS I'm getting rubbish characters output like this: 
> 


> type -[7m Fl -[0;36;1m ----» display help 
> NANN RAKAKRANRAANA 
> 


>What's that all about? 


Its that you need to load ANSI.SYS. Well you dont need to load it, you just 
get a load of garbage characters instead of colour if you dont. 


cheerio 


Graeme 


—-MESSAGE FILE 390 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000118 


—-MESSAGE FILE 391 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000119 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Do I have to use double buffering? & PAL? 
Date: Fri, 02 Jan 1998 12:17:37 +0000 
Organization: Bacardi Ferrari V12 

Lines: 23 

Message-ID: <34ACDAE1.5327@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


OK, after a couple of days messing around, I'm quickly 
getting the hang of this thing. Sure is easier than PC! 
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The question is as the title says, do I HAVE to use double 
buffering in order to see my screen? I am fine if I use 

it but I don't want to! How do I set the screen offset 

of the frame buffer (to 0,0 say) for my visual area (I'm using 
a 640x512 virtual screen). I could do it with DBing but I'd 
have to MovelImage everything twice - to both pages. Mmmm.. 

Or I could set both pages to the same frame buffer area... 


Another question - I can get into PAL mode (it's B/W and fuzzy 
on my monitor if in NTSC) fine, but the working area still 

is only 240 pixels high (even though I have put 256 
GsInitGraph (320, 256, 0, 0, 0); 

Help please!!! 


Jim 


PS Expect a working demo on my page in one week! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 391 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000119 


—-MESSAGE FILE 392 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000120 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Do I have to use double buffering? & PAL? 

Date: 2 Jan 1998 14:10:02 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 67 

Sender: news@chuka.playstation.co.uk 

Message-ID: <68isfqSjcel@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


As regards double buffering, the use of this depends on vertical screen 
resolution. 

If you use hi-res (screen height is 480 or 512) you have to use interlaced 
mode; 

here the double buffering is done semi-invisibly, ie you only use ONE area 
in VRAM. 

The restriction is that if your program doesn't run at top frame rate, you 
inevitably get severe 

flicker. 


If you use low-res (screen height is 240 or 256), you can use single or 
double buffering. 

Single buffering will usually leave you with lots of flicker, so is not 
recommended. 

Many of the SCEE samples use 320 by 240, this is quite common and a decent 
resolution to work with. 


As regards PAL and NTSC, most PAL TVs do not display the whole 256 lines; 
many only display just over 240 lines. There's nothing that can be done 
about this. 


Lewis 
To: Lewis Evans 
ces 
From: news @ playstation.co.uk 


Subject: Do I have to use double buffering? & PAL?:scee.yaroze.beginners 
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From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Do I have to use double buffering? & PAL? 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

OK, after a couple of days messing around, I'm quickly 
getting the hang of this thing. Sure is easier than PC! 

The question is as the title says, do I HAVE to use double 
buffering in order to see my screen? I am fine if I use 

it but I don't want to! How do I set the screen offset 

of the frame buffer (to 0,0 say) for my visual area (I'm using 
a 640x512 virtual screen). I could do it with DBing but I'd 
have to MovelImage everything twice - to both pages. Mmmm.. 
Or I could set both pages to the same frame buffer area... 
Another question - I can get into PAL mode (it's B/W and fuzzy 
on my monitor if in NTSC) fine, but the working area still 
is only 240 pixels high (even though I have put 256 
GsInitGraph (320, 256, 0, 0, 0): 

Help please!!! 

Jim 

PS Expect a working demo on my page in one week! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 392 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000120 


—-MESSAGE FILE 393 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000121 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to see a single buffered screen? & PAL? Mem card? 
Date: Fri, 02 Jan 1998 16:11:00 +0000 

Organization: Bacardi Ferrari V12 

Lines: 42 

Message-ID: <34AD1194.4287@manc.u-net.com> 

References: <68isfq$Sjcel@emeka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


> As regards PAL and NTSC, most PAL TVs do not display the whole 256 lines; 
> many only display just over 240 lines. There's nothing that can be done 
> about this. 

> Lewis 

I'm using a Philips CM8833 monitor (from my Amiga days) with RGB scart 
input 

with a fully adjustable screen -- it is still only getting 240 lines. 

The 

SIOCONS tool has full 256 height I just can't kick it into it myself. 
Looking at a lot of PAL demos they also only use 240 (small black 

borders 

at top and bottom). All setting PAL does is CENTRE the screen better 

(and 

give a colour composite A/V picture). 

As I say I've sorted my main double buffering problem by doing: 
GsSetDispBuff(0, 0, 0, 0); 
which saves me drawing everything twice. Using a virtual screen 
avoids the flicker you get by drawing on the visible space. 

How do do singe buffering then? As I say I know what to do I just 
can't see the part of the frame buffer I'm using. Note: all my 
graphic drawing/operations are done on a virtual screen at another 


Net Yaroze newsgroups message dump.txt Page 235 


part of the frame buffer, so all I do is whip with MovelImage the 
part of the virtual screen I want. (The reason I'm doing this is 
there's two players sharing same bit-map space, with a split screen 
view, so this is the best method than handling each screen's view 
separately) Anyone know what I'm talking about? 

But how do I actually get a 256 pixel-high picture? 


Cheers, 
Jim 


PS I just bought a memory card today but how do I FORMAT the bugger?? 
SIOCONS isn't seeing it on startup. 9600 is driving me mad! 

At the main card control screen it gives me only 3 options -- none to 
initialize it like it says in the manual. I don't have any commercial 
games for it yet to do it by game software. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 393 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000121 


—-MESSAGE FILE 394 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000122 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Siocons <-[7m eh?? 

Date: Tue, 06 Jan 1998 16:28:08 -0600 

Organization: Metrowerks 

Lines: 25 

Message-ID: <sumner-ya02408000R0601981628080001@news.scea.sony.com> 
References: <34A94761.1C3B@manc.u-net.com> 

NNTP-Posting-Host: mtwks219.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <34A94761.1C3B@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>OK, got the NY today. Mmmm nice. No IDE with the standard 
>dev tools? I got CodeWarrior but I don't really want code 
>that's over twice as slow. Come on Metrowerks sort it out! 


I'm not sure where this rumor might have started. All of the code I have 
compiled runs around the same speed with gnu "Opt 3/no frame pointer" as it 
does with CW in Optimization level 4. I've seen a few cases where our code 
is somewhat slower but they are always on code fragments that aren't really 
reflective of a game. (benchmarks are never substitues for the real thing) 
We have large customers using our compilers to produce PlayStation titles 
that you'll see in the stores this spring (i.e, they are in beta test now) 
and they are seeing the same frame rates as with GNU. 


If you have an example of some inefficent codegen, please let me know. The 
compiler patch that we will be sending out in about two weeks to fix some 
global debug symbol issues will also boost performance in some cases. 


-Joel 


PlayStation Development Tools Dude 
Metrowerks 
--MESSAGE FILE 394 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000122 


--MESSAGE FILE 395 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000123 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to see a single buffered screen? & PAL? Mem card? 

Date: Tue, 06 Jan 1998 16:29:18 -0600 
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Organization: Metrowerks 

Lines: 19 

Message-ID: <sumner-ya02408000R0601981629180001@news.scea.sony.com> 

References: <68isfq$jcel@emeka.playstation.co.uk> <34AD1194.4287@manc.u-net.com> 
NNTP-Posting-Host: mtwks219.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <34AD1194.4287@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>PS I just bought a memory card today but how do I FORMAT the bugger?? 
>SIOCONS isn't seeing it on startup. 9600 is driving me mad! 

>At the main card control screen it gives me only 3 options -- none to 
>initialize it like it says in the manual. I don't have any commercial 
>games for it yet to do it by game software. 


There's a file in the files area call "memcard.zip" I think. It will 
format your memory card. Another way to do it is to run a PlayStation game 
on your Net Yaroze with the Memory Card in. It will probably format the 
card also. 


-Joel 


PlayStation Development Tools Dude 
Metrowerks 
--MESSAGE FILE 395 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000123 


--MESSAGE FILE 396 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000124 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to see a single buffered screen? & PAL? Mem card? 

Date: Thu, 08 Jan 1998 03:18:50 +0000 

Organization: Bacardi Ferrari V12 

Lines: 22 

Message-ID: <34B4459A.E53@manc.u-net.com> 

References: <68isfq$jcel@emeka.playstation.co.uk> <34AD1194.4287@manc.u-net.com> <su 
mner—ya02408000R0601981629180001@news.scea.sony.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Joel Sumner wrote: 

> There's a file in the files area call "memcard.zip" I think. It will 

> format your memory card. Another way to do it is to run a PlayStation game 
> on your Net Yaroze with the Memory Card in. It will probably format the 

> card also. 


I managed it using SIOCONS tool: just typed, "format bul0:" and voila. 
115200 is a *tad* better methinks. Why can't Sony just bundle a 

mem card with it (only 15 quid!)? 

My Playstation is really 'gappy' with polygons in all the games I've 
played on it. Does anyone know if this is normal? I think I have 

a dodgy GPU, which is okay cause my latest game demo (only a week 

in development mind) doesn't even touch it! 

Looks like another return is in order tsk... 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 396 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000124 
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—-MESSAGE FILE 397 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000125 
Path: chuka.playstation.co.uk!news 

From: "Tucmandl Manfred" <jadwin@telekabel.at> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Siocons <-[7m eh?? 

Date: Sat, 10 Jan 1998 18:12:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6989m7Sbfn7@chuka.playstation.co.uk> 
References: <34A94761.1C3B@manc.u-net.com> 
NNTP-Posting-Host: TK140044.telekabel.at 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James Shaughnessy schrieb in Nachricht <34A94761.1C3B@manc.u-net.com>... 


>OK, with SIOCONS I'm getting rubbish characters output like this: 
> 


> type -[7m Fl -[0;36;1m ----» display help 
> NANNAN AAAAAAAAA 
> 


>What's that all about? 
i think you dont have load a ANSI-device 


Manfred 


--MESSAGE FILE 397 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000125 


—-MESSAGE FILE 398 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000126 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Tutorial 

Date: Fri, 16 Jan 1998 18:46:53 +0000 
Organization: I wish! 

Lines: 13 

Message-ID: <34BFAB1D.6FFO0@mdx.ac.uk> 
References: <34734C94.75E8@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Peter Passmore wrote: 


A new 40 page 3D tutorial can be found at 
http://www.netyaroze-europe.com/~middx_uni/ftp/ 

My students have got 3D games results within 2 weeks with this even 
though they have lots of other work to do and spend their weekends drunk 
dancing on tables in pubs... 


VVVVVV 


As one of the aforementioned students, I can comment on the usefulness 

of the tutorials, and also the lie about us spending the weekends 

drunk. I am of course drunk during the week, when I should be at 

university. As a (sort of) beginner, I have put up what my own web site. 

Now all I need is my finished demo to go up there. (give me two weeks) 

—-MESSAGE FILE 398 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000126 


—-MESSAGE FILE 399 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000127 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@nospam.virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: NTSC Discs 

Date: 19 Jan 1998 18:44:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 16 

Message-ID: <01bd250a$b712b880SLocalHost@james.banks> 
NNTP-Posting-Host: p40-forktail-gui.tch.virgin.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Can anybody play NTSC discs using their Yaroze Playstation ?? I have tried 
to play an NTSC disc but all I get is a screen saying "Please insert disc". 
My Yaroze Playstation is connected by a SCART lead from the Multi 1/0 port 
to the T.V. (I am in the UK) 


Someone please help, 


Thanks, 


James 

--» remove nospam to reply Հ-- 

http://www.netyaroze-europe.com/~jbanks/ 

"How lucky I am!! Whenever I make a mistake people are sure to discover it." 
—-MESSAGE FILE 399 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000127 


-—-MESSAGE FILE 400 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000128 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Tutorial 

Date: Tue, 20 Jan 1998 02:56:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <34c41263.22129831@news.playstation.co.uk> 

References: <34734C94.75E8@mdx.ac.uk> <34BFABI1D. 6FFO0@mdx.ac.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 16 Jan 1998 18:46:53 +0000, Robert Swan <rsl08@mdx.ac.uk> 
wrote: 


>Peter Passmore wrote: 

>> 

>> A new 40 page 3D tutorial can be found at 

>> http://www.netyaroze-europe.com/~middx_uni/ftp/ 

>> My students have got 3D games results within 2 weeks with this even 
>> though they have lots of other work to do and spend their weekends drunk 
>> dancing on tables in pubs... 

> 

>As one of the aforementioned students, I can comment on the usefulness 
>of the tutorials, and also the lie about us spending the weekends 
>drunk. I am of course drunk during the week, when I should be at 
>university. As a (sort of) beginner, I have put up what my own web site. 
>Now all I need is my finished demo to go up there. (give me two weeks) 


When you finish your course work right? :-) 

/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 400 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000128 


—-MESSAGE FILE 401 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000130 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Tutorial 

Date: Tue, 10 Feb 1998 21:40:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <ébqhf1Sbe j4@chuka.playstation.co.uk> 
References: <34734C94.75E8@mdx.ac.uk> 
NNTP-Posting-Host: userk710.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm currently converting this excellent tutorial to Ct+/CodeWarrior. If 
anyone would like the source code, please let me know. 


>A new 40 page 3D tutorial can be found at 
>http://www.netyaroze-europe.com/~middx_uni/ftp/ 

>My students have got 3D games results within 2 weeks with this even 
>though they have lots of other work to do and spend their weekends drunk 
>dancing on tables in pubs... 


—-MESSAGE FILE 401 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000130 


—-MESSAGE FILE 402 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000131 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Siocons <-[7m eh?? 

Date: Wed, 11 Feb 1998 17:49:16 -0800 

Organization: 

Lines: 25 

Message-ID: <34E2551C.147246C1@netmagic.net> 

References: <34A94761.1C3B@manc.u-net.com> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


James Shaughnessy wrote: 

OK, got the NY today. Mmmm nice. No IDE with the standard 
dev tools? I got CodeWarrior but I don't really want code 

that's over twice as slow. Come on Metrowerks sort it out! 


OK, with SIOCONS I'm getting rubbish characters output like this: 


type -[7m Fl -[0;36;1m ----» display help 


AAAA AAAAAAAAA 


VVVVVVVVV VV 


What's that all about? 


You need to have ANSI.SYS loaded in your CONFIG.SYS file. Those 
are ANSI escape sequence color controls. :) e.g. 


device=himem.sys 
device=emm386.exe 
device=ANSI.SYS 
files=30 
buffers=10 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 402 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000131 


—-MESSAGE FILE 403 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000132 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Visual C++ 5 

Date: Fri, 13 Feb 1998 17:34:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <6c200fSbej18@chuka.playstation.co.uk> 

References: <33C345AD.453A@hotmail.com> <01bc8120519d11280$c793989e@fourny.demon.co. 
uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi there, 


I am a new Net Yaroze member and being a (semi)professional Windows 
programmer I have Microsoft's Visual C++ 5 and have been using various 
versions of Visual C++ for over three years now. So I am used to it's IDE as 
you can imagine. 


I would like to know if anyone has successfully configured VC5 to compile 
and manage Yaroze projects before I start trying to figure it out. It would 
save me time and heartache if you could tell me :) 


Thanks, 
JohntT 


—-MESSAGE FILE 403 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000132 


—-MESSAGE FILE 404 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000133 
Path: chuka.playstation.co.uk!news 

From: Michael Voegeli <michael@access.ch> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Assigning texture maps to 3D objects at runtime? 

Date: Sun, 15 Feb 1998 19:00:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 
Message-ID: <34E72D24.691CD1E4@access.ch> 

Reply-To: michael@access.ch 

NNTP-Posting-Host: line1l37-basel.datacomm.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 (Macintosh; I; PPC) 

To: michael@datacomm.ch 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:330 scee.yaroze.beginners 
2133 scea.yaroze.freetalk:402 


Hi there 


After almost one year as a yaroze member, I finally have the time to 
have a closer look at playstation programming and am trying to catch up 
a bit. 


I studied the paper manuals and thought they are quite useful. 


I created some dxf files in some Mac modeler, converted them to rsd and 
tmd on the PC and downloaded them togeteher with TMDVIEW from my Mac 
again, since this is my working Platform (Code Warrior, etc.). 


Everything worked pretty well and I began to think about what to do as 
some first 3d project... 


Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


I probably have to assign them by editing the RSD File... 


However, I would rather like to assign colors and textures to my 3D 
Objects at runtime anyway. 


I checked the manuals for some info about runtime object manipulation 
and especially texture map and color assignment. It apears the manual is 
very very thin at this subject. There are things mentioned about texture 
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pages and alignment but this is more like an overview and I couldn't 
find any specific information about working with these features... 


The Library Reference manual lists no functions for texture or color 
assignment to 3D Objects in RAM. Are there none? Am I blind? 


Do I have to study the file format stuff and hack it myself? 


Sure, I will check out all the demos and source I can grab but I wonder 
If there is some other, more coherent information available on the 


subject. 


Thank you for any hints 


MV 


a a aR a Ra Ne ke 


Michael Voegeli Interactive Media Programming 
mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
լ * լ * ! * լ * լ * լ * լ * լ * l 


k*-1—*k*-1—*-—1—*-—1—*-—1-—*_ | 


—-MESSAGE FILE 404 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000133 
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-—-MESSAGE FILE 405 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000134 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Tutorial 

Date: Sun, 15 Feb 1998 23:24:51 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 19 


Message-ID: <34e778d9.26006495@news.playstation.co.uk> 

References: <34734C94.75E8@mdx.ac.uk> <6bqhflSbej4@chuka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


As in Object Oriented Programming? 


On Tue, 10 Feb 


1998 21:40:57 -0000, "Steve Dunn" 


<stevedunn@dial.pipex.com> wrote: 


>I'm currently 
>anyone would 
> 


converting this excellent tutorial to Ct+/CodeWarrior. If 


like the source code, please let me know. 


>>A new 40 page 3D tutorial can be found at 
>>http://www.netyaroze-europe.com/~middx_uni/ftp/ 

>>My students have got 3D games results within 2 weeks with this even 
>>though they have lots of other work to do and spend their weekends drunk 
>>dancing on tables in pubs... 


> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 
alan@alanyuen.demon.co.uk 
http://www.playstation.co.uk/~alanyuen/ 
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—-MESSAGE FILE 405 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000134 


—-MESSAGE FILE 406 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000135 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: 3D tutorials and OT document 

Date: Mon, 16 Feb 1998 15:42:31 +0000 
Organization: I wish! 

Lines: 29 

Message-ID: <34E85E67.70B@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


A while ago my lecturer put up a document explaining 
about how to use 3D graphics in a game. Many people 
found this very useful, and I have recently been 
working on doing all the example programs to go with 
this as well. These are now complete, and both the 
tutorial and the tutorial demo programs can be 
downloaded from my web page. 


Another thing that can be found is a document trying 
to explain ordering tables. This is partly an 
experiment on my own part (I find it hard to work 
with the idea of OTs without some form of clear 
explanation at hand) and I have put this up for 
people to look at. At the moment I think it is fairly 
helpful, but I'm worried it sounds like a gibbering 
rant at times (especially the last paragraph, which I 
will edit (remove) completely so I'm asking for 
anyone who reads it to mail me if they have any 
opinions other than it is completely average :) 


Pick up both the tutorial stuff and the OT documents 
from 


http://www.netyaroze-europe.com/~middex2 


Once there, go to the 'DOWNLOADS' page and have a 
ganders. 


Robert Swan 
—-MESSAGE FILE 406 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000135 


—-MESSAGE FILE 407 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000136 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Tutorial 

Date: Mon, 16 Feb 1998 18:32:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <6ca0mfSbeo23@chuka.playstation.co.uk> 

References: <34734C94.75E8@mdx.ac.uk> <6bqhf1lSbej4@chuka.playstation.co.uk> <34e778d 
9.26006495@news.playstation.co.uk> 

NNTP-Posting-Host: usera830.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Yes. 

I've got my hands on the C files, and anything that looks like an 
entity, i've stuck the word 'class' before it and put squiggly brackets 
around. 

The current 'objects' are. 

CPad 

CWorld 

CView 
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C3DOb ject 

CPadCompanion 

CCar 

CBat (something I added) 
COrderTable 
COrderTableHeader 


I'll upload it on my page (~steved) soon. In the meantime, check the page 
out anyway. It's packed full of intersting articles ! ( all 2 of them !) 
Steve 


/////////////////////////////////////////////// 


Alan Yuen wrote in message <34e778d9.26006495@news.playstation.co.uk>... 
>As in Object Oriented Programming? 

> 

>On Tue, 10 Feb 1998 21:40:57 -0000, "Steve Dunn" 


><stevedunn@dial.pipex.com> wrote: 

> 

>>I'm currently converting this excellent tutorial to C++/CodeWarrior. If 
>>anyone would like the source code, please let me know. 

>> 


>>>A new 40 page 3D tutorial can be found at 
>>>http://www.netyaroze-europe.com/~middx_uni/ftp/ 

>>>My students have got 3D games results within 2 weeks with this even 
>>>though they have lots of other work to do and spend their weekends drunk 
>>>dancing on tables in pubs... 

>> 

> 

>/\/\/\/\/\ (0.0) 

>Yep Luen (Alan) Yuen 

>alan@alanyuen.demon.co.uk 

>http://www.playstation.co.uk/~alanyuen/ 


—-MESSAGE FILE 407 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000136 


—-MESSAGE FILE 408 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000137 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Visual C++ 5 

Date: Mon, 16 Feb 1998 18:51:02 -0000 

Organization: Yaloozer 

Lines: 3 

Message-ID: <6calg2Sbeo25@chuka.playstation.co.uk> 

References: <33C345AD.453A@hotmail.com> <01bc8120519d11280$c793989e@fourny.demon.co. 
uk> <6c200fSbej18@chuka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


mmm you should look at www.netyaroze-europe.com/~steved i believe 


—-MESSAGE FILE 408 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000137 


—-MESSAGE FILE 409 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000138 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: GsSortOt BUG!! 

Date: 16 Feb 1998 23:11:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <01bd399fS5ff02980S2a02bfc3@manolo> 
NNTP-Posting-Host: 195.191.2.42 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Hi world! I have a great problem with sorting: 
1)I have created a mech warrior that have 1000 polygons tri and quads. 


1.1)If i load all the mechwarrior from 1-RSD to 1TMD and then i use it in 
GsSortObject4() it will displayed very well with all the polygons. 


1.2)BUT! If i create all the parts in rsd format (head, legs hands,etc...) 
and i convert it in tmd format and i sort it with GsSortOt() starting from 
head to feets i'll see only the firstest 12 of 23 objects well displayed 
and th others are flickering or are not here! 


1.3)BUT! This is VERY INTERESTING! 11118 i invert the allocation to 
ordering table from feets to head ,i'll see only the lastest objects thath 
means legs feets etc. 


CONCLUSION:Why i can't sort more than 15 objects? 


ps:I tried using a single object in multiple copyes an the problem persist 
but the number of object thath i can display is increased. 


—-MESSAGE FILE 409 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000138 


—-MESSAGE FILE 410 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000139 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Mon, 16 Feb 1998 21:24:46 -0600 

Organization: (no organization) 

Lines: 24 

Message-ID: <34E902FE.4224@charlie.cns.iit.edu> 

References: <34E72D24.691CD1E4@access.ch> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:339 scee.yaroze.beginners 
2139 scea.yaroze.freetalk: 410 


Michael Voegeli wrote: 

> Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


> 
> 
> 
> I probably have to assign them by editing the RSD File... 

There is an excellent Windows/PC tool called "rsdtool.exe", that you 


can download from the "Utilities" page that lets you load an .RSD model 
and color and texture the faces of your model. 


This is one very usefull program. My only question about it is: 
Is there a way to make some faces "goraud shaded" while not "goraud 
shading" some other faces? 


For example, I want a model with some "roundish" parts, where shading 
will help it look smoother, with fewer polys, but other parts of the 
same model are "Squarish and pointy", where shading would be out օք 
place. 


Any ideas? (currently I use the "-g" option on dxf2rsd.exe to turn 
shading on for the whole model). 


EdF 
--MESSAGE FILE 410 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000139 
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—-MESSAGE FILE 411 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000140 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

Date: Wed, 18 Feb 1998 14:58:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6ceskkSbeo37@chuka.playstation.co.uk> 

References: <33C3449A.34EB@hotmail.com> <33C34446.520@interactive.sony.com> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>The Yaroze kernal and base library take up the memory 

>from 0x80000000 - Ox8008ffff, so Never load anything before 

>0x80090000; this is effectively the starting address. 

>The top address is 0Ox801fffff, but the stack grows down from that 

>point, so best to leave it some space; hence you can take 

>values like 0x801f0000 or 0Ox801ff000 as the top-most address. 

> 

So, what you are saying is that the claims in the documentation we got about 
the Net Yaroze is wrong when it states we have 2MB of memory to use! Because 
of the kernel we only get 1.44MB. The documentation has a FAQ section in 
which is effectively asked "What sort of game can I make in 2MB?" and the 
answer is effectively "Anything. Ridge Racer, Tomb Raider etc." I think that 
is very misleading and should be re-written to say 1.44MB instead of 2 and 
that those games spool the level data off the CD and do not keep it all in 
memory. Also those games were written with a full development kit which may 
give the programmer more memory. 


JohnT 


—-MESSAGE FILE 411 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000140 


—-MESSAGE FILE 412 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000141 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprite/2D Demo code 

Date: Wed, 18 Feb 1998 15:03:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6cesuhSbeo38@chuka.playstation.co.uk> 

References: <3391F4E9.70FE@netcomuk.co.uk> <Olbcfb90$3ed5e980SLocalHost@petecom> <ir 
a-2811971751140001@dialup—-03-30.netcomuk.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ira Rainey wrote in message ... 
>In article <0lbcfb90S3ed5e980SLocalHost@petecom>, "Pete" 
><Pete.Hobson@virgin.com> wrote: 


> 

>> > Having recently had the fog lifted, from my mind, and now making some 
>> > progress on my Yaroze, I would be willing to put togther some *simple* 
>> > source code, with an explanation of the problems I had and the way the 
>> > graphics system works, basically the real basics to get people going 
>> > with sprites and the like. 

>> > 

>> Me too... 

> 


>Wow, does the news server hold messages for this amount of time? I wrote 
>this message back in June (I think!). 

> 

It's still holding it now!!! 


Net Yaroze newsgroups message dump.txt Page 246 


—-MESSAGE FILE 412 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000141 


—-MESSAGE FILE 413 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000142 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

Date: Wed, 18 Feb 1998 10:10:39 -0600 

Organization: Metrowerks 

Lines: 26 

Message-ID: <sumner-ya02408000R1802981010390001@news.scea.sony.com> 

References: <33C3449A.34EB@hotmail.com> <33C34446.520@interactive.sony.com> <6ceskk$ 
beo37@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <6ceskkSbeo37@chuka.playstation.co.uk>, "JohnT" 
<johnt@nettech.demon.co.uk> wrote: 


>>The Yaroze kernal and base library take up the memory 

>>from 0x80000000 - Ox8008ffff, so Never load anything before 

>>0x80090000; this is effectively the starting address. 

>>The top address is O0x801fffff, but the stack grows down from that 

>>point, so best to leave it some space; hence you can take 

>>values like 0x801f0000 or 0x801ff000 as the top-most address. 

>> 

>So, what you are saying is that the claims in the documentation we got about 
>the Net Yaroze is wrong when it states we have 2MB of memory to use! Because 
>of the kernel we only get 1.44MB. The documentation has a FAQ section in 
>which is effectively asked "What sort of game can I make in 2MB?" and the 
>answer is effectively "Anything. Ridge Racer, Tomb Raider etc." I think that 
>is very misleading and should be re-written to say 1.44MB instead of 2 
[snip] 


Not exactly. "Professional" games have all of the Sony libraries linked in 
to the executable. Thus, they don't get 2 Megs worth of RAM to use either. 
They can load their programs lower in memory but they end up using a big 
chunk of that memory for libraries anyway, just like the Yaroze. 


PlayStation Development Tools Dude 
Metrowerks 
—-MESSAGE FILE 413 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000142 


-—-MESSAGE FILE 414 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000143 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 18:01:09 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6cf7fj$beo039@chuka.playstation.co.uk> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:353 scee.yaroze.beginners 
2143 scea.yaroze.freetalk:417 


Hi, 


If you want to apply an animated texture to a TMD, the easiest way is 
probally to have the animation frames in main ram, and download one frame at 
a time ( using LoadImage ) before drawing, so the GPU draws the same TMD 
each time with the same VRAM info, but the graphics change. 

Any other way does involve poking around with the innards of the TMD 
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structure... 
Cheers, 


Colin’. 


Michael Voegeli wrote in message <34E96F7C.3E149E37@access.ch>... 

> 

> 

>Ed Federmeyer wrote: 

> 

>> Michael Voegeli wrote: 

>> > Obviously, my dxf files don't contain any color and texture information 


>> > but I'm not shure if this is because my modeler doesn't export them or 
>> > because DXF doesn't support them. (222) 

>> > 

>> > I probably have to assign them by editing the RSD File... 

>> 


>> There is an excellent Windows/PC tool called "rsdtool.exe", that you 

>> can download from the "Utilities" page that lets you load an .RSD model 
>> and color and texture the faces of your model. 
>> 

> 

>Thank you for your reply. 

>I downloaded rsdtool.exe but didn't try it yet. 
> 
>Actually I would like to downloaded some TMD File with watever 

>color, texture and shading and then change these during RUNTIME. 

> 

>Obvoiously this is not the standard way to go but it would allow great 
>flexibility and reduce my download time. 

> 

>Any (secret) library functions available for manipulating 3d object data 
>? 

>Will I have to go down to the bits and bytes to code it one my own? 


PRRI IE tN EE a Ca ca a SSO S ua ka A SSS ce 
Michael Voegeli Interactive Media Programming 
mail: michael@access.ch vox: +41-61-331-4729 


snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
a a a a a = k= nt ae et ==! 


VVVVVVVVV VV 


—-MESSAGE FILE 414 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000143 


—-MESSAGE FILE 415 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000144 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 

Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 15:25:26 -0600 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34EB51C5.D3D4F3E@ix.netcom. com> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fj$beo39@chuka.playstation.co.uk> 

NNTP-Posting-Host: dgr-ill1-21.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:355 scee.yaroze.beginners 
144 scea.yaroze.freetalk:419 


SCEE wrote: 
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If you want to apply an animated texture to a TMD, the easiest way is 
probally to have the animation frames in main ram, and download one 
frame at 

a time ( using LoadImage ) before drawing, so the GPU draws the same 
TMD 

each time with the same VRAM info, but the graphics change. 

Any other way does involve poking around with the innards of the TMD 
structure... 


VVVVVVVV 


What do I have to do if I want to draw a regular sprite, instead of 
using LoadImage? 


Manny Najera 


—-MESSAGE FILE 415 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000144 


—-MESSAGE FILE 416 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000145 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D tutorials and OT document 

Date: Thu, 19 Feb 1998 00:30:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <34eb7caé.8092506@news.playstation.co.uk> 

References: <34E85E67.70B@mdx.ac.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 16 Feb 1998 15:42:31 +0000, Robert Swan <rsl08@mdx.ac.uk> 
wrote: 


>A while ago my lecturer put up a document explaining 
>about how to use 3D graphics in a game. Many people 
<snip> 

>Robert Swan 


hey Rob, you messages today 18th feb, didnt apear on the sever. its 

like the 00:29, 19th feb. 

/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 416 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000145 


—-MESSAGE FILE 417 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000146 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 19:56:33 -0600 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <34EB9150.B3BDED04@ix.netcom. com> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fjSbeo39@chuka.playstation.co.uk> <34EB51C5.D3D4F3E@ix. 
netcom. com> 

NNTP-Posting-Host: dgr-il9-34.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:356 scee.yaroze.beginners 
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146 scea.yaroze.freetalk:421 

Manny Najera wrote: 

> > If you want to apply an animated texture to a TMD, the easiest way 
ae ee to have the animation frames in main ram, and download one 


> frame at 
> a time ( using LoadImage ) before drawing, so the GPU draws the same 


> TMD 
> each time with the same VRAM info, but the graphics change. 
> Any other way does involve poking around with the innards of the TMD 


> structure... 


What do I have to do if I want to draw a regular sprite, instead of 
using LoadImage? 


VVVVVVVVVVV VV 


Forget it, I just figured it out: 


You create a second OT, with it's own workbase and such. You change the 
clip property of the GSDRAWENV to point to the place that you want to 
draw to in VRAM. Then you sort your sprites and whatnot into the second 
OT, which is then drawn into the area you specified. The next time you 
draw your TMD, it will be drawn with the changed textures. 


Manny Najera 
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—-MESSAGE FILE 417 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000146 


—-MESSAGE FILE 418 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000147 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

Date: 19 Feb 1998 10:58:13 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 74 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ch385$k411@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


To: Lewis Evans 
ecs 
From: news @ playstation.co.uk 


Subject: Re: Memory address selection?:scee.yaroze.beginners 


From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory address selection? 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

>The Yaroze kernal and base library take up the memory 

>from 0x80000000 - Ox8008ffff, so Never load anything before 
>0x80090000; this is effectively the starting address. 

>The top address is 0x801fffff, but the stack grows down from that 
>point, so best to leave it some space; hence you can take 

>values like 0x801f0000 or 0x801ff000 as the top-most address. 

> 

So, what you are saying is that the claims in the documentation we got 
about 

the Net Yaroze is wrong when it states we have 2MB of memory to use! 
Because 
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of the kernel we only get 1.44MB. 


As someone else said, on the professional kit all executables are _much_ 
larger 

than Yaroze executables because they must link with libraries; Yaroze 
executables 

do not contain library functions and variables. The difference is hence 
very small. 
Further, on almost every machine there are libraries to be linked with, 
and hence available program memory is always less than the N Mb quoted 
for the machine. 


The documentation has a FAQ section in 

which is effectively asked "What sort of game can I make in 2MB?" and the 
answer is effectively "Anything. Ridge Racer, Tomb Raider etc." I think 
that 

is very misleading and should be re-written to say 1.44MB instead of 2 and 
that those games spool the level data off the CD and do not keep it all in 
memory. 


Many games do spool off CD; but Ridge Racer does not do so at all, the 
entire caper 

fits into RAM. This game is undoubtedly realistic for Yaroze, the main 
barriers 

being graphic artwork and sheer development time. 


Also those games were written with a full development kit which may 
give the programmer more memory. 


The full dev kit does allow you to use 8Mb, it's true; but a game using 
over 2 Mb can 

only been played by other people with full dev kits, ie a restriction in 
your game market 

from 20 million machines to a few thousand. Every game that has ever 

been published on PlayStation uses only 2Mb, since that's all the console 
has. 


Cheers, 


Lewis 
JohntT 


—-MESSAGE FILE 418 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000147 


—-MESSAGE FILE 419 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000148 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 


If you have, please let me know 
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Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 419 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000148 


—-MESSAGE FILE 420 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000149 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Memory card I/O. O_CREAT? 

Date: Sun, 22 Feb 1998 13:51:00 +0000 
Organization: Bacardi Ferrari V12 

Lines: 28 

Message-ID: <34F02D44.3294@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alrighty then, here's the situation: 

I have just started out trying to use the memory card and run into 

a slight hitch. The manual talks of macros O_CREAT and O_RDONLY 

but I can't get them to work. I've searched through all the header 
files for definitions to no avail. In FS.H there's defines for READ 
etc. but I obviously need the exact value for O_CREAT in order to 
create a file on the mem card. 

In creating a 1-block file called 'MyFilename', the way I understand 
it is this: 


int fd; // File descriptor 
char *fname = "bul0:MyFilename"; // bul0: mem card slot 2 


fd = open (fname, O_CREAT| (1<<16)); 
close (fd); 


Writing data is something I'm not sure about either (but I'll sort 

that out using ye-olde tried and tested trial and error technique) 

and what about making my own icon (possibly animated) for the file? 
Please help, or point me in the right direction! 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 420 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000149 


—-MESSAGE FILE 421 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000150 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card I/O. O_CREAT? 

Date: Sun, 22 Feb 1998 14:54:56 +0000 
Organization: Bacardi Ferrari V12 

Lines: 16 

Message-ID: <34F03C40.2696@manc.u-net.com> 
References: <34F02D44.3294@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Er, I just wrote: 
> Writing data is something I'm not sure about either (but I'll sort 
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> that out using ye-olde tried and tested trial and error technique) 
> and what about making my own icon (possibly animated) for the file? 


I found all I needed about the mem-card icons and header info here: 


http: //www.netyaroze-europe.com/yaroze/manuals/periph.htm 


But I still need help with O_CREAT please! 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 421 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000150 


-—-MESSAGE FILE 422 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000151 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card I/O. O_CREAT? 

Date: Sun, 22 Feb 1998 12:07:03 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6cq01p$9863@scea> 

References: <34F02D44.3294@manc.u-net.com> <34F03C40.2696@manc.u-net .com> 
NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Shaughnessy wrote in message <34F03C40.2696@manc.u-net.com>... 
>Er, I just wrote: 

>> Writing data is something I'm not sure about either (but I'll sort 
>> that out using ye-olde tried and tested trial and error technique) 
>> and what about making my own icon (possibly animated) for the file? 
> 

>I found all I needed about the mem-card icons and header info here: 

> 

>http://www.netyaroze-europe.com/yaroze/manuals/periph.htm 

> 

>But I still need help with O_CREAT please! 

>Jim 

>—— 

> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


Hmm-- in <sys/file.h>, O_CREAT is defined as FCREAT, which is defined in 
<sys/fcntl.h> as: 


#define FCREAT 0x0200 /* create if nonexistant */ 
Hope this helps, 


mike 


—-MESSAGE FILE 422 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000151 


-—-MESSAGE FILE 423 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000152 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card I/O. O_CREAT? 

Date: Sun, 22 Feb 1998 21:20:04 +0000 

Organization: Bacardi Ferrari V12 

Lines: 21 

Message-ID: <34F09684.695@manc.u-net.com> 

References: <34F02D44.3294@manc.u-net.com> <34F03C40.2696@manc.u-net.com> <6cq01p$98 
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63@scea> 

NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Hough wrote: 

> Hmm-- in <sys/file.h>, O_CREAT is defined as FCREAT, which is defined in 
> <sys/fcntl.h> as: 

> 

> #define FCREAT 0x0200 /* create if nonexistant */ 


DOH! I didn't even look in the sys directory! 
O_CREAT is right there in FILE.H which just redefines FCREAT like you say. 


Cheers Mike, 
Jim 


Just one more thing everyone, the details of the header say that for Europe 
the file type is ALWAYS 0211 which means you can't have animated icons (like 
types 0x12 and 0x13). I know animated icons work so why aren't PAL users 
allowed them? 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 423 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000 


--MESSAGE FILE 424 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/0 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card I/O. O_CREAT? 

Date: Mon, 23 Feb 1998 09:08:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6cre43Sas2@chuka.playstation.co.uk> 

References: <34F02D44.3294@manc.u-net.com> <34F03C40.2696@manc.u-net.com> Հ 
63@scea> <34F09684.695@manc.u-net.com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi James, 


In the European OSD ( Playstation rom ) there was a bug that caused animated 
icons to corrupt. QA limited the use of animated icons because of this. 

It's a bug because the wasn't enough VRAM for 2 cards by 15 files by 3 
animations ) 


Cheers, 
Colin. 


James Shaughnessy wrote in message <34F09684.695@manc.u-net.com>... 
>Michael Hough wrote: 

>> Hmm-- in <sys/file.h>, O_CREAT is defined as FCREAT, which is defined in 
>> <sys/fcntl.h> as: 

>> 

>> #define FCREAT 0x0200 /* create if nonexistant */ 

> 

>DOH! I didn't even look in the sys directory! 

>O_CREAT is right there in FILE.H which just redefines FCREAT like you say. 
> 

>Cheers Mike, 

>Jim 

> 

>Just one more thing everyone, the details of the header say that for Europe 
>the file type is ALWAYS 0x11 which means you can't have animated icons 
(like 
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00152 


0000153 


cq01p$98 
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>types 0x12 and 0x13). 1 know animated icons work so why aren't PAL users 
>allowed them? 

>—— 

> 

>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 

> 


—-MESSAGE FILE 424 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000153 


-—-MESSAGE FILE 425 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000154 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card I/O. O_CREAT? 

Date: 23 Feb 1998 09:17:30 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 17 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6crera$50sl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Jim, 
.. because of a problem with the European version of PlayStation 
- albeit very subtle, and only appearing when you have two full Memory 
cards full of animated icons, which results in a little bit of graphical 
corruption. 


Its just a rule for full titles, so please go ahead and use them if 
you like... 


Paul 


—-MESSAGE FILE 425 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000154 


—-MESSAGE FILE 426 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000155 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: z resolution overflow? 

Date: Mon, 23 Feb 1998 13:21:35 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 19 

Message-ID: <34F177DF.49069A48@codeworks.demon.co.uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


I've just recently started getting this cryptic message. 
ps_sort_sprite,bg: z resolution overflow. 

Any one have and suggestions to what's causing it? 

It's only recently started happening and naturally I've not changed any 


thing in my program. :-) 


It happens on a call to GsSortSprite, with a priority of 0, 
which I believe always used to work.. 
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On an unrelated not. 

I guess that libps does a lot of error checking on the parameters 
we pass it. Is it possible to disable the error checking in an 
attempt to squeeze a few more cycles from it? 


Cheers 


Jim 
—-MESSAGE FILE 426 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000155 


—-MESSAGE FILE 427 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000156 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: z resolution overflow? 

Date: 24 Feb 1998 18:36:42 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cv3vqS8aml@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I've just recently started getting this cryptic message. 
ps_sort_sprite,bg: z resolution overflow. 

Any one have and suggestions to what's causing it? 

It's only recently started happening and naturally I've not changed any 
thing in my program. :-) 

It happens on a call to GsSortSprite, with a priority of 0, 

which I believe always used to work.. 


Things to check: 
(1) you're not overflowing the work base set for libgs 

(use GsGetWorkBase to check how far from start it is after the 
primitives 

have been registered into the OT) 
(2) tell us what you've changed recently in the program (OT length? ot org 
/ number of ot_tags? 

shift or point within OT?) 
On an unrelated not. 
I guess that libps does a lot of error checking on the parameters 
we pass it. Is it possible to disable the error checking in an 
attempt to squeeze a few more cycles from it? 


Essentially no. Libgs doesn't perform a great deal of checking, 
and it can't be altered. 


Lewis 


Cheers 
Jim 


—-MESSAGE FILE 427 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000156 


—-MESSAGE FILE 428 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000157 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: I can'tuse math functions!!!! 

Date: 25 Feb 1998 00:05:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
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Message-ID: <01lbd3ff0$3b526b40S08bff7c2@manolo> 
NNTP-Posting-Host: ip008.pool-01.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Why with codewarrior i can't use math function ???? 
The Linker says every time that are not defined convertion functions 
FloatingPoint<----- >no Floating Point types!!!! 


If there's someone that have some sqrt or e*x function tables please help 
me! ! 


Diotallevi Emanuele 
—-MESSAGE FILE 428 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000157 


—-MESSAGE FILE 429 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000158 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: I can'tuse math functions!!!! 

Date: 25 Feb 1998 10:11:26 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 50 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d0qoeSac81@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Note that floating-point is not very fast. 


You may be better off doing 'fractional fixed point’. eg using a 32-bit int 
as u_short integer part (top 16 bits) and 0-4095 fractional part (lower 16 
bits) 


eg 
// second arg must be 0 to 4095 
int MakeComposite (int integerPart, int fractionalPart) 


{ 


return( (integerPart ՀՀ 16) + fractionalPart) ; 


} 


void DecomposeComposite (int composite, int *integerPart, int 


*fractionalPart) 

{ 
*integerPart = composite >> 16; 
*fractionalPart = composite & Oxffff; 


} 


This way, you get the fractional functionality of float, running faster, 
and no undefined conversion problems. 


Lewis 
To: Lewis Evans 
CEs 
From: news @ playstation.co.uk 
Subject: I can'tuse math functions!!!!:scee.yaroze.beginners 


From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: I can'tuse math functions!!!! 

Why with codewarrior i can't use math function ???? 

The Linker says every time that are not defined convertion functions 
FloatingPoint<----- >no Floating Point types!!!! 

If there's someone that have some sqrt or e*x function tables please help 
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me!! 
Diotallevi Emanuele 


—-MESSAGE FILE 429 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000158 


—-MESSAGE FILE 430 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000159 
Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <luca.cappellini@planet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: Upload 

Date: Wed, 25 Feb 1998 14:30:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <34F41CD9.2C5FF8BD@planet.it> 
NNTP-Posting-Host: 195.103.1.44 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


How can I UpLoad some demos in the demo area, i should upload them in my 
ftp area and than you decide if are good enough to put in the Demo 
section ? 

bye 


Luca 


—-MESSAGE FILE 430 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000159 


—-MESSAGE FILE 431 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000160 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Upload 

Date: Wed, 25 Feb 1998 13:52:09 +0000 
Organization: I wish! 

Lines: 15 

Message-ID: <34F42209.72E@mdx.ac.uk> 

References: <34F41CD9.2C5FF8BD@planet.it> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I think so. I haven't read of anywhere about people putting stuff into 
the demo area. My suggestion would be to upload it to your own ftp 
site, mention to people that it's there in the 'mydemos' newsgroup, 
stating that you wouldn't mind seeing it on the demos area for everyone 
to get easy access, and then see what people (and Sony) say about it. 


Luca Cappellini wrote: 


> 

> How can I Upload some demos in the demo area, i should upload them in my 
> ftp area and than you decide if are good enough to put in the Demo 

> section ? 

> 

> bye 

> 

> Luca 


—-MESSAGE FILE 431 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000160 


—-MESSAGE FILE 432 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000161 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: I can'tuse math functions!!!! 
Date: Wed, 25 Feb 1998 17:02:03 -0600 
Organization: Metrowerks 

Lines: 26 

Message-ID: <sumner-ya02408000R2502981702030001@news.scea.sony.com> 
References: <Olbd3ff0$3b526b40S08bff£7c2@manolo> 
NNTP-Posting-Host: mtwks204.metrowerks.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi Emanuele, 

If you include the math library from the folder "Net Yaroze Support\lib" 
called (I think?) Math_IS1_LE.lib it will allow you to use the floating 
point operations. 


As Lewis mentioned, however, FP is emulated on the Net Yaroze and thus is 
very slow. You probably should use lookup tables in fixed point to do most 
calculations. 


-Joel 


In article <01bd3ff0S3b526b40S08bff7c2@manolo>, "Emanuele Diotallevi" 
<g.mork@flashnet.it> wrote: 


>Why with codewarrior i can't use math function ???? 

>The Linker says every time that are not defined convertion functions 
>FloatingPoint<----- >no Floating Point types!!!! 

> 

>If there's someone that have some sqrt or e^x function tables please help 
>me!! 

> 

> Diotallevi Emanuele 


PlayStation Development Tools Dude 
Metrowerks 
—-MESSAGE FILE 432 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000161 


—-MESSAGE FILE 433 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000162 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: I can'tuse math functions!!!! 

Date: 26 Feb 1998 13:39:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <01bd42bd$7400bee0S6b02bfc3@manolo> 
References: <6d0qoeSac81@emeka.playstation.co.uk> 
NNTP-Posting-Host: ip043.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you mr. Lewis but i need another kind of help ,i have created an 
array about 5000 elements of sqrt calculation to use in main loop but using 
math functions the program starts after lminute ,now if you have a sqrt 
table in ascii file i can use it in my project. 


Thanks,Diotallevi emanuele 


ps:If there's asite where i can find a vector declaration of it i can take 
it myself !! 


—-MESSAGE FILE 433 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000162 


—-MESSAGE FILE 434 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000163 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: I can'tuse math functions!!!! 

Date: 26 Feb 1998 14:36:23 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 33 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d3ul17Se4ul@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


See the SCEE demo 'car', the hi-res split-screen car racer. 
There's a file called 'sqrt.c' which houses a 64K square-root 
look-up table. 


Lewis 
To: Lewis Evans 
cc: 
From: news @ playstation.co.uk 
Subject: Re: I can'tuse math functions!!!!:scee.yaroze.beginners 


From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 
Subject: Re: I can'tuse math functions!!!! 


Thank you mr. Lewis but i need another kind of help ,i have created an 
array about 5000 elements of sqrt calculation to use in main loop but using 
math functions the program starts after lminute ,now if you have a sqrt 
table in ascii file i can use it in my project. 

Thanks,Diotallevi emanuele 
ps:If there's asite where i can find a vector declaration of it i can take 
it myself !! 


—-MESSAGE FILE 434 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000163 


—-MESSAGE FILE 435 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000164 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: I can'tuse math functions!!!! 

Date: 26 Feb 1998 17:39:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <01bd42dfS$010532a0S68bff7c2@manolo> 
References: <6d3u17Se4ul@emeka.playstation.co.uk> 
NNTP-Posting-Host: ip040.pool-02.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


—-MESSAGE FILE 435 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000164 


—-MESSAGE FILE 436 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000165 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: World---->Local convertion 

Date: 26 Feb 1998 17:47:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd42e0$22e23700S68bff£7c2@manolo> 

NNTP-Posting-Host: ip040.pool-02.flashnet.it 
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X-Newsreader: Microsoft Internet News 4.70.1155 


I'm programming collisions with Bounding boxes ,but i must find the local 
coord. of a point in the world,so lw matrix calculates world coord from 
local cord ,i thinked that i must calculate the inverse matrix of lw matrix 
calculating the (in italian we say " Determinante ") 


LW* (-1) =((LW%a) *t) /Det. (LW)??? 


If there's someone that have a function that calculates the Ճ՞ (-1) matrix 
please help me! 


—-MESSAGE FILE 436 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000165 


—-MESSAGE FILE 437 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000166 
Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Sound Probs. 

Date: Thu, 26 Feb 1998 21:51:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <34F5E3F3.41C6@bournemouth.ac.uk> 
NNTP-Posting-Host: o2cgl1l1.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 


I'm having a few problems getting any sound happenning. I've converted 
a single .wav (16 bit, uncompressed, mono) with aiff2vag, and then 
(attempted) to make a vab file, seperated into vh & vb. But when I 


attempt to play this with SsUtKeyOn nothing happens, and -1 is returned 
(so I guess SsUtKeyOn failed). 


Is it necessary to have a SEQ file, even though I only want to play one 

sound effect at a time? I've set the volume using SsSetMVol, but in the 
sample pieces of code I've looked at, they've also used SsSetSeqVolume. 

I haven't used this as I have no SEQ file. 


I'm also confused about the use of the def file when making the .vab. is 
there an easy way to make the def file? I ask this because I'm not sure 
where you're supposed to get the values for the center and shift labels 
in the ToneAtr. I've just sampled a single sound effect from a CD so I 
have no idea what note it's supposed to be. Because of this I just 
bunged in any old values, would this adversly affect things if I got it 
wildly wrong? 


Cheers, Anna. 
—-MESSAGE FILE 437 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000166 


—-MESSAGE FILE 438 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000167 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: .TAR problems 

Date: 26 Feb 1998 23:24:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <01bd430fS$38d81e60S0a02bfc3@manolo> 
NNTP-Posting-Host: ip010.pool-15.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Why winzip doesn't convert car_tar.tar ? 
Howi must use tar.exe,the help is really awful!!!! 
If there'someone that know how to convert these files please help me! 


Thanks...., Diotallevi Emanuele 
—-MESSAGE FILE 438 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000167 
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—-MESSAGE FILE 439 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000168 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sound Probs. (long reply) 

Date: Thu, 26 Feb 1998 15:03:27 -0800 

Organization: 

Lines: 132 

Message-ID: <34F5F4BF.B70199D2@netmagic.net> 

References: <34F5E3F3.41C6@bournemouth.ac.uk> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Anna wrote: 


I'm having a few problems getting any sound happenning. I've converted 
a single .wav (16 bit, uncompressed, mono) with aiff2vag, and then 
(attempted) to make a vab file, seperated into vh & vb. But when I 
attempt to play this with SsUtKeyOn nothing happens, and -1 is returned 
(so I guess SsUtKeyOn failed). 


Is it necessary to have a SEQ file, even though I only want to play one 

sound effect at a time? I've set the volume using SsSetMVol, but in the 
sample pieces of code I've looked at, they've also used SsSetSeqVolume. 

I haven't used this as I have no SEQ file. 


I'm also confused about the use of the def file when making the .vab. is 
there an easy way to make the def file? I ask this because I'm not sure 
where you're supposed to get the values for the center and shift labels 
in the ToneAtr. I've just sampled a single sound effect from a CD so I 
have no idea what note it's supposed to be. Because of this I just 
bunged in any old values, would this adversly affect things if I got it 
wildly wrong? 


VVVVVVVVVVVV VV VV VV VV GV 


Cheers, Anna. 


Yeah, sound is tricky at first. The general order of things in your 
code should be: 


1) transfer the sound data from local RAM to the sound RAM w/ 
SsVabTrans fer () 
2) set the master volume 
—-MESSAGE FILE 439 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000168 


—-MESSAGE FILE 440 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000169 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: .TAR problems 

Date: Fri, 27 Feb 1998 00:48:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <34F5FF3B.26CF@hotmail.com> 

References: <0O1bd430£$38d81e60S0a02bfc3@manolo> 
NNTP-Posting-Host: ppp-121-69.marseille.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E [fr]-GIEOG (Win95; 1) 

CC: palpalpalpal@hotmail.com 


Winzip doesn't extract files with the .tar extension because it's not 
its preferred format (which is .zip). 

As you point out, you have to use tar.exe. But, as a Unix tool, tar 
requires strange options to do simple things. "tar -xvf <filename>" 
should uncompress your file, if I remember correctly. 
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Type "tar" with no filename nor option, you'll be given the details. 


Hope this helps, 
pal 
(palpalpalpal@hotmail.com) 

—-MESSAGE FILE 440 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000169 


-—-MESSAGE FILE 441 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000170 
Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: I can'tuse math functions!!!! 

Date: 27 Feb 1998 01:20:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <slrn6fc5gl.q20.toby@ns.forefront.com.au> 
References: <6d3u17Se4ul@emeka.playstation.co.uk> 
NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On 26 Feb 1998 14:36:23 -0000, Lewis_Evans@Playstation.sony.com 
<Lewis_Evans@Playstation.sony.com> wrote: 

>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>See the SCEE demo 'car', the hi-res split-screen car racer. 

>There's a file called 'sqrt.c' which houses a 64K square-root 

>look-up table. 

> 

> Lewis 


some references on fast integer square root calculations: 
http://www.cs.waikato.ac.nz/~rbg/sqrt/ 

the factoring method can be used with a much smaller lookup table (or no 
lookup table, if need be). don't know what the speed difference would be, but 
it might be handy if you don't have 64k to play with. 


Toby. 
—-MESSAGE FILE 441 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000170 


-—-MESSAGE FILE 442 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000171 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: .TAR problems 

Date: Thu, 26 Feb 1998 22:03:06 -0800 

Organization: 

Lines: 43 

Message-ID: <34F6571A.82EAABED@netmagic.net> 

References: <0O1bd430f$38d81e60S0a02bfc3@manolo> <34F5FF3B.26CF@hotmail .com> 
Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


pal wrote: 
> Winzip doesn't extract files with the .tar extension because it's not 


I have WinZip v6.2 and it reads TAR files just fine. (I just tested 
it right now for a sanity check.) It may be using a helper program, 
but I thought it did it natively. :P 


FYI, TAR files are not compressed. GZIPped TAR files are, and they 
usually have a ".gz" extension. 


tar -cf <archive file> <file list> 
Creates a TAR archive. 
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tar -tf <archive file> 

Lists the contents of a TAR archive. 
tar -xf <archive file> 

Extracts the contents of a TAR archive. 


tar -cfz <archive file> <file list> 
Creates a GZIPped TAR archive. 
tar -xfz <archive file> <file list> 


Uncompresses a GZIPped TAR archive. 


man tar 
Get the help details, of course. 
tar --help 
Help text on some systems like Linux. 


The "-v" option just tells it to be really verbose when extracting 
files. 


> its preferred format (which is .zip). 

> As you point out, you have to use tar.exe. But, as a Unix tool, tar 
> requires strange options to do simple things. "tar -xvf <filename>" 
> should uncompress your file, if I remember correctly. 

> Type "tar" with no filename nor option, you'll be given the details. 
> 

> Hope this helps, 

> pal 

> (palpalpalpal@hotmail.com) 

- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 442 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000171 


—-MESSAGE FILE 443 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000172 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: .TAR problems 

Date: 27 Feb 1998 14:40:12 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d6j8cShgpl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


tar -xvf 


tar xvf 

tar xf 

To: Lewis Evans 

ՇԸ 

From: news @ playstation.co.uk 

Subject:  .TAR problems:scee.yaroze.beginners 


From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: .TAR problems 

Why winzip doesn't convert car_tar.tar ? 

Howi must use tar.exe,the help is really awful!!!! 

If there'someone that know how to convert these files please help me! 
Thanks...., Diotallevi Emanuele 
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—-MESSAGE FILE 443 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000172 


—-MESSAGE FILE 444 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000173 
Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Sound probs with .def files? 

Date: Sat, 28 Feb 1998 14:52:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <34F82498.167E@bournemouth.ac.uk> 

References: <34F5E3F3.41C6@bournemouth.ac.uk> <34F5F4BF.B70199D2@netmagic.net> 
NNTP-Posting-Host: o2cg6.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (211: I; IRIX 6.3 IP32) 


Finally got my sound effects to work, cheers to Elliot Lee for the info 
posted, and discovered one mighty big glitch that may be useful for 
others having similar problems. 


In the sample .def file included in the manuals "sound tools" download, 
there is a "ToneAtr" heading. However, after checking out the 
simple.def file in the psx\bin directory I found that the heading here 
was not "ToneAtr" but "VagAtr". I just changed the heading in my .def 
file and hey presto, sound in effect. Since I currently only have one 
sound effect, I'm not sure if this still holds true when there are 
multiple .vags, I'm about to find out just as soon as I can get hold of 
some more noises. But I thought it was worthwhile noting it for any 
other beginners stuck on sound. 


Anna. 
—-MESSAGE FILE 444 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000173 


—-MESSAGE FILE 445 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000174 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: .TAR problems 

Date: 1 Mar 1998 01:50:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd44b5S$ec335b80S17bff£7c2@manolo> 

References: <0O1bd430f$38d81e60S0a02bfc3@manolo> <34F5FF3B.26CF@hotmail.com> <34F6571 
A.82EAABED@netmagic.net> 

NNTP-Posting-Host: ip023.pool-01.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you ,ifind the way to decompress these files i just pun a _".z" 
extension to the file and winzip 'll decompress it!! 


ps:I find this tip on winzip site!! 
Thanks to all members!!! 


Diotallevi Emanuele 


—-MESSAGE FILE 445 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000174 


—-MESSAGE FILE 446 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000175 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: .TAR problems 

Date: Mon, 02 Mar 1998 09:05:33 +1100 

Organization: Cybec Pty. Ltd. 


Net Yaroze newsgroups message dump.txt Page 265 


Lines: 17 

Message-ID: <34F9E9BD.CO88C95@cybec.com.au> 
References: <0O1bd430£$38d81e60S0a02bfc3@manolo> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Emanuele Diotallevi wrote: 


> 

> Why winzip doesn't convert car_tar.tar ? 

> 

> Howi must use tar.exe,the help is really awful!!!! 
> 


> If there'someone that know how to convert these files please help me! 
> 


I think your problem was that you downloaded the file 'car.tar.gz' with 
Netscape and it likes to screw up filenames. It puts underscores in 
instead of dots and changes the .gz extension to .tar. Stupid. 
Therefore, as you have already found out, for WinZip to extract the 
files you need to put .Z or .gz back in the file name. Or you could 
use: tar xzvf car_tar.tar 


Toby. 
—-MESSAGE FILE 446 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000175 


—-MESSAGE FILE 447 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000176 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: Where is SQRT.c??? 

Date: 1 Mar 1998 23:11:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <01bd4568Se00ff760S0602bfc3@manolo> 
NNTP-Posting-Host: ip006.pool-15.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Excuse me but i didn't find any sqrt.c in SCEE demo 'car',if someone kow 
where exactly is or someone have one please send me it!!!! 


Thanks, Emanuele Diotallevi 


—-MESSAGE FILE 447 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000176 


-—-MESSAGE FILE 448 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000177 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: z resolution overflow? 

Date: Mon, 02 Mar 1998 10:07:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 
Message-ID: <34FA84ED.5CD9BA4A@micronetics.com> 
References: <6cv3vq$8aml@emeka.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I did reply to this last week, I guess it got lost. 


I solved the problem thanks Lewis. A number of things were causing it.. 
Firstly it was a line primitive, not a sprite as the error message states 
causing 

the problem, this threw me a googlie at first. 

Next the cause of the error was due to a bit a bone head code on my behalf 
passing a negative number as the priority of the line. Understandle really. 
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The thing that really stumped me was the message about a sprite when infact 
it was a line causing it. 


Cheers 


Jim 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I've just recently started getting this cryptic message. 
ps_sort_sprite,bg: z resolution overflow. 

Any one have and suggestions to what's causing it? 

It's only recently started happening and naturally I've not changed any 
thing in my program. :-) 

It happens on a call to GsSortSprite, with a priority of 0, 

which I believe always used to work.. 


Things to check: 
(1) you're not overflowing the work base set for libgs 
(use GsGetWorkBase to check how far from start it is after the 
primitives 
have been registered into the OT) 


/ number of ot_tags? 

shift or point within OT?) 
On an unrelated not. 
I guess that libps does a lot of error checking on the parameters 
we pass it. Is it possible to disable the error checking in an 
attempt to squeeze a few more cycles from it? 


Essentially no. Libgs doesn't perform a great deal of checking, 
and it can't be altered. 


Lewis 
Cheers 
Jim 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 448 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000177 


(2) tell us what you've changed recently in the program (OT length? ot org 
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—-MESSAGE FILE 449 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000178 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scee.yaroze.beginners 

Subject: World---->Local convertion 

Date: 2 Mar 1998 12:40:20 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 104 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6de9bkS$qi0l@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id EAA13354 

for <news@playstation.co.uk>; Mon, 2 Mar 1998 04:44:53 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


If you want to express the coordinates of a world point in a local 
coordinate system, 

you can just use the technique as the SCEE demos 'flying' and 'dungeon'; 
those 

demos involve ships hunting and shooting at each other, to do this they 
express the target ship's position in their own coord system. 

This is done by using the fact that a coordinate system's matrix is just a 
set 

of 3 vectors specifying the local x,y and z axes. 
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Here's a couple of functions, 
accessing the matrix elements 
and the other does super->sub. 


nearly the same, 


Lewis 


// eg know position or vector in world space, 
// want to find it in object coordinate terms 


// NOTE: Only takes account of rotation 
// NOT displacement as well 


ExpressSuperPointInSub (VECTOR* superPoint, 


GsCOORDINATE2* subSystem, 


void 


MATRIX* matrix; 


matrix = &subSystem->coord; 

setVECTOR(subPointOutput, 
((superPoint>vx * 
+ superPoint>vy 
+ superPoint>vz * 


atrix-—>m 
atrix-—>m 
atrix-—>m 


* 
ZENE 
oOo 


atrix—>m[1 
atrix—>m[1 
atrix—>m[1 


Ց 


((superPoint>vx * 
+ superPoint>vy * 
+ superPoint>vz * 


ՅՑ 


atrix-—>m 
atrix-—>m 
atrix-—>m 


Ց 


((superPoint>vx * 
+ superPoint>vy * 
+ superPoint>vz * 


3 


Ց 
NNN 


// eg know position or vector in object space, 
// want to find it in world coordinate terms 


// NOTE: Only takes account of rotation 
// NOT displacement as well 


(VECTOR* subPoint, 
VECTOR* 


ExpressSubPointInSuper 
GsCOORDINATE2* subSystem, 


void 


MATRIX* matrix; 


matrix = &subSystem->coord; 

setVECTOR(superPointOutput, 
((subPoint>vx * matrix-—>m 
+ subPoint>vy atrix-—>m 
+ subPoint>vz * matrix-—>m 


Ց 


* 
s 
NRO 
OoOo 


((subPoint>vx * matrix->m 
+ subPoint>vy * matrix-—>m 
+ subPoint>vz * matrix->m 


zag 
թ Ի ՓԾ 
= 


((subPoint>vx * matrix->m 
+ subPoint>vy atrix-—>m 
+ subPoint>vz * matrix->m 


* 
ՅՑ 


NFO 
N N NƏ 


To: Lewis Evans 
EE 
From: 
Subject: 


news @ playstation.co.uk 


Թ Թ ՓԾ NFO 


NRO 


) 


) 


) 


but the different ways of 
mean that one does sub->super conversion 


VECTOR* subPointOutput) 


) >> 12), 


superPointOutput) 


>> 12), 


>> 12), 


>> 12) ); 


World---->Local convertion:scee.yaroze.beginners 
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From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: World---->Local convertion 

I'm programming collisions with Bounding boxes ,but i must find the local 
coord. of a point in the world,so lw matrix calculates world coord from 
local cord ,i thinked that i must calculate the inverse matrix of lw matrix 
calculating the (in italian we say " Determinante ") 

LW* (-1) =((LW%a) *t) /Det. (LW)??? 

If there's someone that have a function that calculates the Ճ՞ (-1) matrix 
please help me! 


—-MESSAGE FILE 449 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000178 


—-MESSAGE FILE 450 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000179 
Path: chuka.playstation.co.uk!news 

From: Stephen Fernandez <sf054@mdx.ac.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: HELP! problem using sciocons with NT4 
Date: Tue, 10 Mar 1998 15:45:54 +0000 
Organization: ChaoticShockolate 

Lines: 12 

Message-ID: <35056032.17C2@mdx.ac.uk> 
NNTP-Posting-Host: nsw88.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


the auto batch file loads all the tmds and tims 
but then right at the end i get the error message 
synch error 


does anyone know the solution to this? 


PS i heard mention of an GUI interface for sciocons under NT 
yet couldnt acess the file i think it was by a dlawton or jlawton 


cheers... 
steve.f 
—-MESSAGE FILE 450 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000179 


—-MESSAGE FILE 451 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000180 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP! problem using sciocons with NT4 
Date: Tue, 10 Mar 1998 17:47:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4834 

Message-ID: <6e3u3eS6ngql@chuka.playstation.co.uk> 
References: <35056032.17C2@mdx.ac.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


There is a 32-bit version of Siocons available from someone's web site but I 
am unable to remember where/who's!! (Useless aren't I!! ;) So instead I have 
attached the zip file to this message (hope SCEE don't mind binaries here ;) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 
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Stephen Fernandez wrote in message <35056032.17C2@mdx.ac.uk>... 
>the auto batch file loads all the tmds and tims 

>but then right at the end i get the error message 

>synch error 

> 

>does anyone know the solution to this? 

> 

>PS i heard mention of an GUI interface for sciocons under NT 
>yet couldnt acess the file i think it was by a dlawton or jlawton 
> 

> 

>cheers... 

>steve.f 


—-MESSAGE FILE 451 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000180 


—-MESSAGE FILE 452 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000181 
Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.beginners 

Subject: Contest Conditions 

Date: Tue, 10 Mar 1998 19:28:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35058651.2233BBED@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello! 
I start programming on the playstation using the Metroworks CodeWarrior. 
For the most comptetions, that are announced around this are, the explicit 


usage of NY Playstation libraries is required. Does this imply, that it is not allow 
ed 


to make use of the MW IO functions to access files on the PC, or is it not 


even allowed to use the CodeWarrior at all to compile the final version, as 


this development environment adopts the libraries shipped with the NY? 


Thanks 


Christoph 


—-MESSAGE FILE 452 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000181 


—-MESSAGE FILE 453 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000182 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Contest Conditions 

Date: 11 Mar 1998 10:51:08 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 28 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e5qasSp6rl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 
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by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id CAA13469 

for <news@playstation.co.uk>; Wed, 11 Mar 1998 02:55:47 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hello! 

I start programming on the playstation using the Metroworks CodeWarrior. 
For the most comptetions, that are announced around this are, the explicit 
usage of NY Playstation libraries is required. Does this imply, that it is 
not allowed 

to make use of the MW IO functions to access files on the PC, or is it not 
even allowed to use the CodeWarrior at all to compile the final version, as 
this development environment adopts the libraries shipped with the NY? 
Thanks 

Christoph 


You can feel free to use both CodeWarrior and the MW IO functions. 


Lewis 


—-MESSAGE FILE 453 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000182 


—-MESSAGE FILE 454 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000183 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP! problem using sciocons with NT4 

Date: Wed, 11 Mar 1998 22:54:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <350715c8.7525410@news.playstation.co.uk> 

References: <35056032.17C2@mdx.ac.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Slow the baud rate down by half to 56700 or something like that. It 
should work, it did for me. Enjoy the downloading time. :-P 


On Tue, 10 Mar 1998 15:45:54 +0000, Stephen Fernandez 
<sf054@mdx.ac.uk> wrote: 


>the auto batch file loads all the tmds and tims 

>but then right at the end i get the error message 

>synch error 

> 

>does anyone know the solution to this? 

> 

>PS i heard mention of an GUI interface for sciocons under NT 
>yet couldnt acess the file i think it was by a dlawton or jlawton 
> 

> 

>cheers... 

>steve.f 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 454 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000183 
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-—-MESSAGE FILE 455 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000184 
Path: chuka.playstation.co.uk!news 

From: Stephen Fernandez <sf054@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP! problem using sciocons with NT4 

Date: Sat, 14 Mar 1998 14:44:54 +0000 

Organization: InterPlanetaryCraft 

Lines: 18 

Message-ID: <350A97E6.3566@mdx.ac.uk> 

References: <35056032.17C2@mdx.ac.uk> <6e3u3eS6ngql@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

CC: johnt@nettech.demon.co.uk 


JohnT wrote: 

There is a 32-bit version of Siocons available from someone's web site but I 
am unable to remember where/who's!! (Useless aren't I!! ;) So instead I have 
attached the zip file to this message (hope SCEE don't mind binaries here ;) 


JohnT 


VVVVVVV 


Thanks for posting it, but i downloaded it and tried it and it didnt 
seem to work at all, whatever menu item i chose the program seemed to 
freeze up and all the documentation appears to be in Japanese.... 

any advice as to what im doing wrong? 


cheers 


steve.f 
—-MESSAGE FILE 455 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000184 


—-MESSAGE FILE 456 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000185 
Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Bugger Timutil 

Date: Tue, 17 Mar 1998 00:52:54 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <350DC966.1D6EFDCE@bournemouth.ac.uk> 
NNTP-Posting-Host: pc5188.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Having a bugger of a time with timutil. 


I have 2 images, a texture and a background sprite (240 x 240). Now, I 
just converted these to tim's without a thought for the frame buffer, 
and amazingly enough they worked fine. It was then suggested to me by 
some bright spark that I check the positions of the two images in the 
frame buffer using timutil. This I did, and suddenly the texture is all 
buggered up. They're not overlapping in memory, they're not overlapping 
in the frame buffer, they're fine in the preview of the timutil window, 
but in the yaroze, cack. In the program, I load the sprite first, and 
this comes out fine, and then the texture, which comes out all bizarre 
shapes and colours. The sprite is 8 bit, the texture 4 bit, they both 
have they're own cluts, but would the differing bit depths make any 
difference? It seems bizarre that they were both working until timutil 
came on the scene - is their something I don't know about this program? 


Any suggestions would be greatly recieved. 


Cheers, 
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Anna. 


—-MESSAGE FILE 456 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000185 


—-MESSAGE FILE 457 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000186 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Bugger Timutil 

Date: Mon, 16 Mar 1998 17:56:21 -0800 

Organization: Cisco Systems 

Lines: 39 

Message-ID: <350DD845.469C45A4@netmagic.net> 

References: <350DC966.1D6EFDCE@bournemouth.ac.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Your graphic data is not overlapping, but did you check your CLUT 
locations. The graphic data does NOT contain the cluts. I suggest 


you load the sprite graphic and texture graphic in TimUtil (at the 
same time), go to the "TIM Layout..." window, and make sure the 
CLUTs are: 


- X-aligned on 16-pixel boundaries 

— they are not inside your frame buffer 

- they are not at the same locations. E.g. you could probably 
use (0,480)-(255,480) for the 8-bit CLUT and (0,481)- 
(15,481) for the 4-bit CLUT. 


ee 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Anna wrote: 


Having a bugger of a time with timutil. 


I have 2 images, a texture and a background sprite (240 x 240). Now, I 
just converted these to tim's without a thought for the frame buffer, 
and amazingly enough they worked fine. It was then suggested to me by 
some bright spark that I check the positions of the two images in the 
frame buffer using timutil. This I did, and suddenly the texture is all 
buggered up. They're not overlapping in memory, they're not overlapping 
in the frame buffer, they're fine in the preview of the timutil window, 
but in the yaroze, cack. In the program, I load the sprite first, and 
this comes out fine, and then the texture, which comes out all bizarre 
shapes and colours. The sprite is 8 bit, the texture 4 bit, they both 
have they're own cluts, but would the differing bit depths make any 
difference? It seems bizarre that they were both working until timutil 
came on the scene - is their something I don't know about this program? 


Any suggestions would be greatly recieved. 


Cheers, 


VVVVVVVVVVVV VV VV VV VV VV 


Anna. 
—-MESSAGE FILE 457 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000186 


—-MESSAGE FILE 458 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000187 
Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Sprite sizes 

Date: Tue, 17 Mar 1998 10:02:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 273 


Lines: 17 

Message-ID: <6elhe2Sdud28@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Is there a minimum size for sprites? I tried a 4x4 sprite over the weekend 
and nothing appeared! However, on second thoughts, as the image of the 
sprite was in a 16x16 grid that is used for background cells (the small 
sprite used to be displayed by the background routine) the actual image of 
the sprite is in the center of the cell. Could it have been because the 
sprite did not start on a 16 pixel boundary along the X axis? 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 458 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000187 


—-MESSAGE FILE 459 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000188 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Bugger Timutil 

Date: 17 Mar 1998 11:03:40 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 44 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ellacSeinl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id DAA08586 

for <news@playstation.co.uk>; Tue, 17 Mar 1998 03:08:22 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Several possibilities 

(1) the GsSPRITE that you use to display the images with, 
the attribute member needs setting to reflect the 
bit-depth (4,8,16) of the TIM being used; 
bits 24 and 25 if I remember, see the SCEE 
samples <2d> and <2d2>; comparing your program's way 
of handling TIMs to these samples may locate the trouble 


(2) do you have the previous tims/bmps intact? 
if timutil suddenly made things go wrong, surely 
it must have saved changes to the TIMs; 
comparing previous and current may show the 
vital difference. 


Lewis 


Having a bugger of a time with timutil. 

I have 2 images, a texture and a background sprite (240 x 240). Now, I 
just converted these to tim's without a thought for the frame buffer, 
and amazingly enough they worked fine. It was then suggested to me by 
some bright spark that I check the positions of the two images in the 
frame buffer using timutil. This I did, and suddenly the texture is all 
buggered up. They're not overlapping in memory, they're not overlapping 
in the frame buffer, they're fine in the preview of the timutil window, 
but in the yaroze, cack. In the program, I load the sprite first, and 
this comes out fine, and then the texture, which comes out all bizarre 
shapes and colours. The sprite is 8 bit, the texture 4 bit, they both 
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have they're own cluts, but would the differing bit depths make any 
difference? It seems bizarre that they were both working until timutil 


came on the scene - is their something I don't know about this program? 
Any suggestions would be greatly recieved. 

Cheers, 

Anna. 


—-MESSAGE FILE 459 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000188 


—-MESSAGE FILE 460 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000189 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Sprite sizes 

Date: 17 Mar 1998 11:04:24 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 30 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ellboSeivl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Sprites can be as small as you like, down to 1x1 pixels. 

You can display sprites anywhere on screen, no alignment 

needed; alignments affect textures' pixel and clut areas in VRAM. 
Must be due to something else. 


Lewis 


Is there a minimum size for sprites? I tried a 4x4 sprite over the weekend 
and nothing appeared! However, on second thoughts, as the image of the 
sprite was in a 16x16 grid that is used for background cells (the small 
sprite used to be displayed by the background routine) the actual image of 
the sprite is in the center of the cell. Could it have been because the 
sprite did not start on a 16 pixel boundary along the X axis? 

JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 460 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000189 


—-MESSAGE FILE 461 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000190 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprite sizes 

Date: Tue, 17 Mar 1998 13:42:33 -0800 

Organization: Cisco Systems 

Lines: 30 

Message-ID: <350EREE49.F515326E@netmagic.net> 

References: <6ellboSeivl@emeka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Sprites can be as small as you like, down to 1x1 pixels. 

You can display sprites anywhere on screen, no alignment 

needed; alignments affect textures' pixel and clut areas in VRAM. 
Must be due to something else. 


Lewis 


Is there a minimum size for sprites? I tried a 4x4 sprite over the weekend 
and nothing appeared! However, on second thoughts, as the image of the 
sprite was in a 16x16 grid that is used for background cells (the small 
sprite used to be displayed by the background routine) the actual image of 
the sprite is in the center of the cell. Could it have been because the 
sprite did not start on a 16 pixel boundary along the X axis? 

JohnT 


VVVVVVVVVVVVVV VV VV 


John, if you meant whether or not the sprite image data in VRAM had 
to be aligned on 16-pixel boundaries (not in the frame buffer), then 
yes. As a general rule, I align all my sprites onto 16x/l6y pixel 
boundaries and I've had no problems ever since starting to do that. 
As for CLUTs, I align them only on 16x pixel boundaries. 


Maybe this helps? 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 461 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000190 


—-MESSAGE FILE 462 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000191 
Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: More Bugger Timutil!! 

Date: Wed, 18 Mar 1998 03:16:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <350F3C85.55F0601E@bournemouth.ac.uk> 

NNTP-Posting-Host: pc5188.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


A-HAAAAA! Well, fixed the problem I was having last night when I 
realised that the rearranging the Tim layout in TimUtil means that you 
have to reset the Sprite 'ս' and 'v' attributes to take into account the 
texture page offset thingy. 


Unfortunately this only works for the sprite. The texture now loads and 
displays itself, but appears to borrow the sprites clut, as it appears 
in the sprites colours. I've checked to ensure that the cluts don't 
overlap in the timlayout, so I'm wondering if there's some similar tpage 
offset thingy for the textures? 


cheers, 
Anna. 


—-MESSAGE FILE 462 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000191 


-—-MESSAGE FILE 463 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000192 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: More Bugger Timutil!! 

Date: Wed, 18 Mar 1998 06:31:35 -0800 
Organization: Cisco Systems 

Lines: 30 

Message-ID: <350FDAC7.DEA67135@netmagic.net> 
References: <350F3C85.55F0601E@bournemouth.ac.uk> 
Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Anna wrote: 


A-HAAAAA! Well, fixed the problem I was having 
realised that the rearranging the Tim layout in 
have to reset the Sprite 'u' and 'v' attributes 
texture page offset thingy. 


Unfortunately this only works for the sprite. 
displays itself, but appears to borrow the spr 
in the sprites colours. I've checked to ensure 
overlap in the timlayout, so I'm wondering if t 
offset thingy for the textures? 


VVVVVVVVV VV 


Probably. 


After checking things out, everything seems to be 
aligned (16-byte boundaries). Even stuff being 1 
RAM needed to be aligned properly for things like 
LoadImage(). 


Btw: <advertisement> 
I have a sprite loader mini library avaiable 
Mine Field source code pack (see scee.yaroze 
find it in the "library/" subdirectory. Tha 
the u, v, attribute settings, and so on, aut 
</advertisement> 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 463 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000192 


Page 


last night when I 
TimUtil means that you 
to take into account the 


The texture now loads and 
ites clut, as it appears 
that the cluts don't 
here's some similar tpage 


at least paragraph- 
oaded into plain ol' 
SsVabTransfer() and 


. If you get the 
-mydemos), you'll 

t should handle all 
omatically. :) 
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—-MESSAGE FILE 464 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000193 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scee.yaroze.beginners 

Subject: More Bugger Timutil!! 

Date: 18 Mar 1998 15:50:07 -0000 

Organization: Sony Computer Entertainment Europe 
Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6eoqffSiacl@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


- 119.555 


via smtpd (for [194.203.13.2]) with SMTP; 18 Mar 1998 15:54:02 UT 


by camsg001.camb.scee.sony.co.uk (8.8.6/8 
for <news@playstation.co.uk>; Wed, 18 Mar 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


.8.6) with SMTP id PAA20371 
1998 15:53:43 GMT 


Have you set the cx, cy sprite members according to 


the TIM - GsIMAGE.cx, cy members? 


See SCEE samples <2d> and 'Between The Eyes' 
for nice way to link a sprite to a TIM; works for 


any 
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position or bit-depth of TIM, after linking the sprite 
is ready for GsSortSprite. 


Lewis 


A-HAAAAA! Well, fixed the problem I was having last night when I 
realised that the rearranging the Tim layout in TimUtil means that you 
have to reset the Sprite 'u' and 'v' attributes to take into account the 
texture page offset thingy. 

Unfortunately this only works for the sprite. The texture now loads and 
displays itself, but appears to borrow the sprites clut, as it appears 
in the sprites colours. I've checked to ensure that the cluts don't 
overlap in the timlayout, so I'm wondering if there's some similar tpage 
offset thingy for the textures? 

cheers, 

Anna. 


—-MESSAGE FILE 464 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000193 


-—-MESSAGE FILE 465 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000194 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprite sizes 

Date: Wed, 18 Mar 1998 21:34:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
Message-ID: <6epebh$15r10@chuka.playstation.co.uk> 

References: <6ellboSeivl@emeka.playstation.co.uk> <350EEE49.F515326E@netmagic.net> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Elliott Lee wrote in message <350EEE49.F515326E@netmagic.net>... 
>Lewis_Evans@Playstation.sony.com wrote: 

>> 

>> From: Lewis_Evans@Playstation.sony.com 

>> To: news@playstation.co.uk 

>> 

>> Sprites can be as small as you like, down to 1x1 pixels. 

>> You can display sprites anywhere on screen, no alignment 

>> needed; alignments affect textures' pixel and clut areas in VRAM. 

>> Must be due to something else. 

>> 

>> Lewis 

>> 

>> Is there a minimum size for sprites? I tried a 4x4 sprite over the 
weekend 

>> and nothing appeared! However, on second thoughts, as the image of the 
>> sprite was in a 16x16 grid that is used for background cells (the small 
>> sprite used to be displayed by the background routine) the actual image 
of 

>> the sprite is in the center of the cell. Could it have been because the 
>> sprite did not start on a 16 pixel boundary along the X axis? 

>> Johnt 

> 

>John, if you meant whether or not the sprite image data in VRAM had 

>to be aligned on 16-pixel boundaries (not in the frame buffer), then 
>yes. As a general rule, I align all my sprites onto 16x/16y pixel 
>boundaries and I've had no problems ever since starting to do that. 

>As for CLUTs, I align them only on 16x pixel boundaries. 


> 
That is exactly what I meant! It would be a sad machine if the sprites could 
only be placed on the screen on 16 pixel boundaries!! ;) Think of all the 


extra sprite images just to make one move a pixel at a time!! 


JohnT 
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Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 465 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000194 


—-MESSAGE FILE 466 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000195 
Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.beginners 

Subject: screen flickering 

Date: Thu, 19 Mar 1998 22:14:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <35118ACE.6369@telecom.at> 
NNTP-Posting-Host: LPO7PORT27.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Aa! 


When I switch on my PlayStation the scree flickers blue. Sometimes that 
happens while loading a program. 


I am not sure if this is a hardware bug or a feature ? 
Please help, 


Thanx. 
—-MESSAGE FILE 466 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000195 


—-MESSAGE FILE 467 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000196 
Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.beginners 

Subject: What is the WorkBase 

Date: Thu, 19 Mar 1998 22:16:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <35118B35.5B98@telecom.at> 
NNTP-Posting-Host: LPO7PORT27.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hi! 
What is the WorkBase and how is it related to ordering tables ? 
Thanx, 


Harald Ploch. 
—-MESSAGE FILE 467 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000196 


—-MESSAGE FILE 468 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000197 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: screen flickering 

Date: Fri, 20 Mar 1998 12:43:19 +0000 

Organization: The Hex Heroes 

Lines: 16 


Net Yaroze newsgroups message dump.txt Page 279 


Message-ID: <35126467.680C@writeme.com> 
References: <35118ACE.6369@telecom.at> 
NNTP-Posting-Host: at14-005.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Harald Ploch wrote: 
Hi! ! 


When I switch on my PlayStation the screen flickers blue. Sometimes 


> 
> 
> 
> that happens while loading a program. 


Have you checked that the PlayStation to monitor lead isn't dicky? I 
used to have that problem on the Amiga (One of the RGB channels 
occasionally cut out)... 

> I am not sure if this is a hardware bug or a feature ? 


Are they not the same thing? : ) 


James (~mrfrosty). 
—-MESSAGE FILE 468 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000197 


—-MESSAGE FILE 469 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000198 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: screen flickering 

Date: Fri, 20 Mar 1998 11:52:00 -0800 

Organization: Cisco Systems 

Lines: 28 

Message-ID: <3512C8E0.90FC9AAF@netmagic.net> 

References: <35118ACE.6369@telecom.at> <35126467.680C@writeme.com> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


James Rutherford wrote: 


jam 


arald Ploch wrote: 
Hi!! 


When I switch on my PlayStation the screen flickers blue. Sometimes 
that happens while loading a program. 


V V V V 


Have you checked that the PlayStation to monitor lead isn't dicky? I 
used to have that problem on the Amiga (One of the RGB channels 
occasionally cut out)... 

> I am not sure if this is a hardware bug or a feature ? 


Are they not the same thing? : ) 


VVVVVVVVVVVVV VV VV 


James (~mrfrosty). 


Have you tried your Yaroze on another TV as well? Mine goes blue 
when it does not detect an incoming video signal. Sometimes it 
flickers when the Yaroze is switching between the brick wall 
console screen and the program it is about to run or has just 
terminated... 


- Թ) 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 469 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000198 
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—-MESSAGE FILE 470 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000199 
Path: chuka.playstation.co.uk!news 

From: Scott Campbell <SCampb@aol.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Displaying a sprite 

Date: Sat, 21 Mar 1998 00:56:40 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 236 
Message-ID: <351380C8.73EA@aol.com> 

NNTP-Posting-Host: 172-67-26.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 1€5D394338E" 
X-Mailer: Mozilla 2.02 (Win95; I) 


This is a multi-part message in MIME format. 


1C05D3 94338! 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Gl 


I have been beating my head against a brick wall. So before it does any 
damage........ 


Could someone PLEASE have a look at the code attached and tell me why 
when the GsSortClear call is taken out the sprite is displayed against 
the brick background, BUT when I insert this command back in the same 
place as in all the examples the screen clears and NO sprite is 
displayed. 


AND, why can't I get .h files to work, even if I specify full paths or 
put them in the same location as the source. Any demo's I download 
compile fine!! 


Thanks in advance. 


ScoTT 
ScoTT Campbell ՇՏՅ 
Computing Science Dept. 
E-Mail: campbels@dcs.gla.ac.uk University of Glasgow 
or SCampb8044@aol.com 


Visit me: www.dcs.gla.ac.uk/~campbels 
or www.netyaroze-europe.com/~escotia (Member's only) 


"The first rule is not to lose. The second rule is never to 


forget the first rule." - Warren Buffet 
1C5D394338E 
Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
Content-Disposition: inline; filename="spriteout" 


[BRK RK KKK KKK KK RK KK KK KK OK KK OK KK KK OK KK KK / 


/* An attempt at displaying a sprite Ի) 
/* Author: ScoTT Campbell 
wh 


/* Date: 9/3/98 
* / 


[BRK RK KKK KK KK KKK KR KK KKK KK OK KK OK OK KK OK KK KK / 


#include <libps.h> 
//#include "c:\WINDOWS\Desktop\spritel6march\Pad.h" 
//#include "c:\WINDOWS\Desktop\spritel6march\screen.h" 


#define PADk (1<< 8) 
#define PADselect PADk 
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// All possible combinations for screen 
// Choose video mode then one height and one width 


#define Video_Mode MODE_PAL 
//#define Video_Mode MODE_NTSC 


//#define Screen_Height 240 // NTSC 
//#define Screen_Height 480 // NTSC 
#define Screen_Height 256 // PAL 
//#define Screen_Height 512 // PAL 


//#define Screen Width 256 
#define Screen_Width 320 

//#define Screen _Width 384 
//#define Screen _Width 512 
//#define Screen _Width 640 


// Ordering table related definitions 
#define OT_Multiple 1 
#define OT_Length (1 << OT_Multiple) 


GsOT worldOT[2]; // OT headers 
GsOT_TAG OTElements[2][OT_Length]; // OT's 


//Primitive related definitions 

#define Sprite_Address 0xa0090000 // Where sprite will be placed in memory 
#define Max_Sprites 1 // Number of sprites to be displayed 

#define Num_Sprites (Max_Sprites + 1) 


GsSPRITE sprite; // Sprite handler 

PACKET packetArray[2] [Num_Sprites * sizeof (GsSPRITE) ]; 
// Controller related definitions 

volatile unsigned char *padbuffl, *padbuff2; 


// Function definitions 


void InitialiseGraphics(); 
// Sets up graphics according to MACROS defined in screen.h 


void InitialiseOTs(); 
// Sets up ordering table headers 


void InitialiseControllers(); 
// Sets up the controller buffers 


unsigned long int PadRead(); 
// Returns value from controller 1 


void InitialiseSprite(); 
// Sets up sprite in frame buffer 


int main() 


{ 


int activeBuffer; 


InitialiseGraphics(); 
InitialiseOTs(); 
InitialiseControllers(); 
InitialiseSprite(); 


while(! ((PadRead()) & PADselect)) // SELECT defined in pad.h 
{ 


activeBuffer = GsGetActiveBuff(); // Find out which buffer we want t 
o draw in 


Net Yaroze newsgroups message dump.txt Page 282 


GsSetWorkBase ( (PACKET*) packetArray[activeBuffer]); // Set drawing co 
mmand storage address 


GsClearOt (0,0, &£worldOT[activeBuffer]); // Clear the current ordering 
table 


GsSortFastSprite (&sprite, &worldOT[activeBuffer],0); // Put sprite in 
to current OT 

DrawSync(0); // Wait for current drawing to finish 

VSync (0); // Wait for screen to finish drawing 

GsSwapDispBuff(); // Swap drawing buffer with display buffer 


GsSortClear (60,120,120, &worldOT[activeBuffer]); // Clear the screen 
to cyan 


GsDrawOt (&worldOT[activeBuffer]); // Draw the OT we just processed 
} 


return (0); 


void InitialiseGraphics () 
// Needs global definitions from screen.h 


{ 


SetVideoMode (Video_Mode); // PAL or NTSC - defined in screen.h 
GsInitGraph (Screen_Width, Screen_Height,4,0,0); // Defines screen resolution 
to Screen_Width & Screen_Height, 


// sets non-interlace with gpu offset, dither off and 16-bit vid 
eo mode 


GsDefDispBuff (0,0,0,Screen_Height); // Define double buffers 


} 


void InitialiseOTs() 
// Initialises WorldOT's (headers) 
{ 


int i; 


for (1=0;1<2; i++) 

{ 
worldOT[i].length = OT_Length; 
worldOT[i].org = OTElements[il]; 


void InitialiseControllers() 
// Get addresses of controllers' buffers 
{ 

GetPadBuf (&padbuffl, &padbuff2); 


} 


unsigned long int PadRead() 
// Read from controller 1 
{ 
return (~(*(padbuff1+3) | *(padbuff1+2) << 8 | *(padbuff2+3) << 16 | *(padbu 
ff2+2) << 24)); 
} 


void InitialiseSprite() 


{ 


RECT rect; 
GsIMAGE timData; 
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// Get info at Sprite_Address and put into timData 
GsGetTimInfo ( (unsigned long*) (Sprite_Address+4), &timData); 


// Load sprite into frame buffer 
rect.x = timData.px; 
rect.y timData.py; 
rect.w = timData.pw; 
rect.h = timData.ph; 
LoadIimage (&rect, timData.pixel); 


// Load sprites CLUT into frame buffer 
rect.x = timData.cx; 

rect.y = timData.cy; 

rect.w timData.cw; 

rect.h = timData.ch; 

LoadiImage (&rect, timData.clut); 


sprite.attribute = 0x1000000; 


sprite.x = ((Screen_Width/2) -timData.pw) ; 

sprite.y = ((Screen_Height/2)-timData.ph); 

sprite.w = (timData.pw * 2); 

sprite.h = (timData.ph); 

sprite.tpage = GetTPage (1, 0, timData.px, timData.py); 
sprite.u = 0; 


sprite.v = 0; 

sprite.cx timData.cx; 
sprite.cy = timData.cy; 
sprite.r = 128; 


sprite.g = 128; 
sprite.b = 128; 
sprite.mx = 0; 


sprite.my = 0; 


sprite.scalex = ONE; 
sprite.scaley = ONE; 
sprite.rotate = 0; 
DrawSync (0); 
} 
1C05D394338E-— 


—-MESSAGE FILE 470 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000199 


—-MESSAGE FILE 471 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000200 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Displaying a sprite 

Date: Fri, 20 Mar 1998 18:59:58 -0800 

Organization: Cisco Systems 

Lines: 288 

Message-ID: <35132D2E.8D466F27@netmagic.net> 

References: <351380C8.73EA@aol.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I think that you have the ordering wrong, which is why things are 
getting messed up. 


In general, you should have the GsSortClear() call to clear everything 
in the frame buffer, but you don't have to. The order of your calls 
is (just to be more compact): 


while { 
GsGetActiveBuff (); 
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GsSetWorkBase(); 
GsClearoOt (); 
GsSortFastSprite(); 
DrawSync(); 
VSync(); 
GsSwapDispBuff(); 
GsSortClear(); 
GsDrawOt (); 

} 


Let's take a step back before we go over this first. The GPU and 

the CPU are two completely separate units. The way graphics get 

plopped on the screen is for the CPU to tell the GPU where the 

—-MESSAGE FILE 471 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000200 


—-MESSAGE FILE 472 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000201 
Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Scaling 3D Models 

Date: Sat, 21 Mar 1998 21:57:01 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <351437AD.B835CB21@bournemouth.ac.uk> 
NNTP-Posting-Host: pc5188.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


This is just a quick question, Is it possible to scale a 3D model 
(like, a TMD model)? I've seen the Scale Matrix function and had a bit 
of a go with it, but it made the model disappear. Just so I know if 
it's worth carring on with this line of experimentation, or if its a 
dead loss and you can't scale them at all. 


Cheers, 


Anna 


—-MESSAGE FILE 472 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000201 


—-MESSAGE FILE 473 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000202 
Path: chuka.playstation.co.uk!news 

From: Scott Campbell <SCampb@aol.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still trying to display a sprite 

Date: Sun, 22 Mar 1998 13:46:33 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 118 

Message-ID: <351586B9.1FD0@aol.com> 

References: <351380C8.73EA@aol.com> <35132D2E.8D466F27@netmagic.net> 
NNTP-Posting-Host: 170-59-244.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Thanks for the suggestion, but still no luck. 


I cannot help but think it must be something other than the order of my 
main loop. After all, it is basically a straight cut and paste from the 
start up guide code or even Ira Rainey's tutorial code. 


Any other suggestions? (Please) 
ScoTT. 


p.s I've removed the code from this message so as not do keep perpetualy 
duplicating it. 
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ScoTT Campbell ՇՏՅ 
Computing Science Dept. 
University of Glasgow 
E-Mail: campbels@dcs.gla.ac.uk 
or SCampb8044@aol.com 


Visit me: www.dcs.gla.ac.uk/~campbels 
or www.netyaroze-europe.com/~escotia (Member's only) 


"The first rule is not to lose. The second rule is never to 
forget the first rule." - Warren Buffet 


Elliott L 
ee wrote: 


I think that you have the ordering wrong, which is why things are 
getting messed up. 


In general, you should have the GsSortClear() call to clear everything 
in the frame buffer, but you don't have to. The order of your calls 
is (just to be more compact): 


while { 
GsGetActiveBuff (); 
GsSetWorkBase(); 
GsClearOt (); 
GsSortFastSprite(); 
DrawSync(); 
VSync(); 
GsSwapDispBuff(); 
GsSortClear(); 
GsDrawOt (); 

} 


VVVVVVVVVVVVVV VV VV VV 


> Let's take a step back before we go over this first. The GPU and 

> the CPU are two completely separate units. The way graphics get 

> plopped on the screen is for the CPU to tell the GPU where the 

—-MESSAGE FILE 473 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000202 


—-MESSAGE FILE 474 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000203 
Path: chuka.playstation.co.uk!news 

From: Scott Campbell <SCampb@aol.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Beginners resources 

Date: Sun, 22 Mar 1998 14:00:55 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <35158A17.5C19@aol.com> 
NNTP-Posting-Host: 170-59-244.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


I am currently in the middle of (finally) making up a proper site, 
instead of the single page that's there. 


I want the links page to be somehwere that will be useful for beginners 
like myself to find resources. As I'm sure many of you are aware, one of 
the main difficulties when starting out is WHERE to start. The site (and 
the books for that matter) are just a mish mash of information. 


So please could you all mail me the addresses of the sites that you 
found most useful when you started out. Or, if you have written some 
code that you think would help a beginner and it is available on your 
site, then please mail me your address so that I can add a link to it. 


I've already got Ira Rainey's and Dr.Peter Passmore's sites earmarked. 
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I'm currently on holiday from Uni. so mail me at SCampb8044@aol.com. 
Thanks a lot. 
ScoTT. 


p.s. If you haven't already could you please have a look at the problem 
I've posted above 


ScoTT Campbell ՇՏՅ 
Computing Science Dept. 
E-Mail: campbels@dcs.gla.ac.uk University of Glasgow 
or SCampb8044@aol.com 


Visit me: www.dcs.gla.ac.uk/~campbels 
or www.netyaroze-europe.com/~escotia (Member's only) 


"The first rule is not to lose. The second rule is never to 
forget the first rule." - Warren Buffet 
—-MESSAGE FILE 474 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000203 


—-MESSAGE FILE 475 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000204 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Displaying a sprite 

Date: Mon, 23 Mar 1998 02:09:02 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <351634BE.AER6@dial.pipex.com> 
References: <351380C8.73EA@aol.com> 
NNTP-Posting-Host: an202.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi Scott, 


I've just taken a quick look at your code and I think your 
problem is that the packet buffers aren't big enough. The line: 


PACKET packetArray[2] [Num_Sprites * sizeof (GsSPRITE) |: 


This only gives the size of a GSSPRITE object for each buffer 
which is enough for when you dont use a GsSortClear(), but when 
you do there isnt enough buffer space since GsSortClear() adds 
a primitive to the drawing command list, just like any other 
"sort' does... 


I seem to recall seeing the above line of code in someones 
tutorial source - to me it's mis-leading. Each primitive sorted 
into the packet buffers won't simply be the same size as a 
GsSPRITE. In fact, I find that non-scaled, non-rotated sprites 
use 24 PACKETS (bytes) and scaled/rotated sprites use 40 PACKETS. 
I believe a sprite with scaling or rotation is actually added to 
the packet buffer as a flat, texture-mapped polygon primitive. 


24 PACKETS seems to be the accepted primitive size to use when 
defining your buffers, but since some primitives can be larger 
than this, its always a good idea to make your buffers somewhat 
larger than simply 'num_sprites * 24'. Something like: 
"(num_spritest+50) * 24' might be in order since we are talking 
only 24 bytes per primitive! 


Hope this helps and that I havent missed something else in your 
code. 


Cheers, 
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-Chris 
--MESSAGE FILE 475 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000204 


--MESSAGE FILE 476 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000205 
Path: chuka.playstation.co.uk!news 

From: Scott Campbell <SCampb@aol.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Found the answer above 

Date: Mon, 23 Mar 1998 02:13:43 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <351635D7.5971@aol.com> 

References: <351380C8.73EA@aol.com> <35132D2E.8D466F27@netmagic.net> <351586B9.1FD0@ 
aol.com> 

NNTP-Posting-Host: 200-191-77.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


OK. I see someone else has already had this problem. 

Strangely I got extra messages in the newsgroup when I changed from show 
all to show unread - hey presto a whole thread on the subject (well most 
of a thread then!). 


Anyway, I understand the problem now. Using a sprite for NTSC with PAL 
buffers. I just don't understand the mechanics of why the problem 
occurs. 


If someone would like to explain it all to me I would be grateful. 


ScoTT. 
ScoTT Campbell ՇՏՅ 
Computing Science Dept. 
E-Mail: campbels@dcs.gla.ac.uk University of Glasgow 
or SCampb8044@aol.com 


Visit me: www.dcs.gla.ac.uk/~campbels 
or www.netyaroze-europe.com/~escotia (Member's only) 


"Chance favours the prepared mind." - Louis Pasteur. 
—-MESSAGE FILE 476 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000205 


—-MESSAGE FILE 477 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000206 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Displaying a sprite 

Date: Mon, 23 Mar 1998 02:19:57 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <3516374D.777@dial.pipex.com> 

References: <351380C8.73EA@aol.com> <351634BE.AE6@dial.pipex.com> 
NNTP-Posting-Host: an202.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Oops! Just realized that you actually have num_sprites defined as 2 

so my above ramblings may not entirely solve your problem. Sorry, 

but I should remember not to try and give advice when it's late... 

—-MESSAGE FILE 477 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000206 


—-MESSAGE FILE 478 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000207 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Displaying a sprite 

Date: Mon, 23 Mar 1998 04:12:30 GMT 

Organization: L4 Software 

Lines: 26 

Message-ID: <3515e00c.21656293@205.149.189.29> 

References: <351380C8.73EA@aol.com> <351634BE.AR6@dial.pipex.com> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Mon, 23 Mar 1998 02:09:02 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Hi Scott, 

> 

>I've just taken a quick look at your code and I think your 
>problem is that the packet buffers aren't big enough. The line: 
> 

>PACKET packetArray[2][Num_Sprites * sizeof (GsSPRITE) |: 

> 

>This only gives the size of a GSSPRITE object for each buffer 
>which is enough for when you dont use a GsSortClear(), but when 
>you do there isnt enough buffer space since GsSortClear() adds 
>a primitive to the drawing command list, just like any other 
>'sort' does... 

> 

>I seem to recall seeing the above line of code in someones 
>tutorial source - to me it's mis-leading. 


That was my tutorial code, and you're right it is not only misleading, 
it is absolutely wrong. (Sorry, I'd only had the Yaroze for two days 
when I wrote that.) I think all that code has been replaced with 
corrected versions. I'll check to be certain. If anyone else is still 
using this method, please change it to the num_sprite*24 method Chris 
outlined. 


—-MESSAGE FILE 478 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000207 
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-—-MESSAGE FILE 479 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000208 


Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Scaling 3D Models 

Date: Mon, 23 Mar 1998 09:59:20 +0000 
Organization: Mobius Codeworks Ltd. 

Lines: 25 

Message-ID: <35163278.D417AEA3@micronetics.com> 
References: <351437AD.B835CB21@bournemouth.ac.uk> 
Reply-To: jim@codeworks.demon.co.uk 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Anna wrote: 

> 

> This is just a quick question, Is it possible to scale a 3D model 
> (like, a TMD model) ? 

Yes. 


> I've seen the Scale Matrix function and had a bit 
> of a go with it, but it made the model disappear. 


Did you check that 4096 is the fixed point representation of 1.0? 


So if you want your tmd to appears 1:1 use a scale of [4096,4096, 4096]. 
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To double it in size use [8192:8192:8192] for example. 

>Just so I know if 

> it's worth carring on with this line of experimentation, or if its 8 


> dead loss and you can't scale them at all. 


Scaling works fine, I've used it for a few things so far. 


Could you post some code to demonstrate this? 
Cheers 


Jim 
—-MESSAGE FILE 479 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000208 


—-MESSAGE FILE 480 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000209 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still trying to display a sprite 

Date: Mon, 23 Mar 1998 15:38:35 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <35167fe9.2748362@205.149.189.29> 

References: <351380C8.73EA@aol.com> <35132D2E.8D466F27@netmagic.net> <351586B9.1FD0@ 
aol.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sun, 22 Mar 1998 13:46:33 -0800, Scott Campbell <SCampb@aol.com> 
wrote: 


>Thanks for the suggestion, but still no luck. 
> 
>I cannot help but think it must be something other than the order of my 
>main loop. After all, it is basically a straight cut and paste from the 
>start up guide code or even Ira Rainey's tutorial code. 

> 

>Any other suggestions? (Please) 

> 

>ScoTT. 


Scott, 


When you remove the GsSortClear(), does the sprite flicker against the 
brick background? I've been trying to duplicate your problem and have 
found that if I load the sprite graphics at a location of 0,0 in the 
frame buffer and remove the GsSortClear(), I get a sprite that 
flickers at 0,0 on the screen. When I Put the GsSortClear() back, I 
just get a colored screen. This is because the sprite image data is 
located in the display area and is overwritten when the GsSortClear () 
is executed. If this sounds like what you are experiencing, make sure 
your sprite image data is located in the Frame Buffer outside the 
display area. 


Mario 
—-MESSAGE FILE 480 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000209 


—-MESSAGE FILE 481 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000210 
Path: chuka.playstation.co.uk!news 

From: "James" <james.banks@nospam.virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: ARS cg_bload - How does it work ?? 

Date: Tue, 24 Mar 1998 10:54:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 605 

Message-ID: <6f99u8Sf1lo26@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl4-nightjar-gui.tch.virgin.net 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have just set-up my Action Replay File Server with my Yaroze, could 
someone please tell me how the cg_bload works. Is it the same as the 
Metrowerks MWBload ?? The reason I am asking is because I have some TIM and 
TMD files on my hard disk in the same directory as the NY.PXE file that I 
download to the Yaroze. Whenever I try to use cg_bload to load them onto 
the Yaroze system I get the screen shot attached to this message. I have 
also tried to load them in using the full path of where the files are 
located but still no luck. I have also attached a short piece of code that 
tries to load in a TMD file. 


Am I doing something wrong ?? 


Thanks, 


James 
——> remove nospam to reply Հ-- 


"How lucky I am!! Whenever I make a mistake people are sure to discover it." 


—-MESSAGE FILE 481 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000210 


—-MESSAGE FILE 482 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000211 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ARS cg_bload - How does it work ?? 

Date: 25 Mar 1998 09:53:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd57d4$8ab14ac0$72d449c2@Angelal.intelligent-—group.com> 
References: <6f99u8Sf1l026@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1114.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I didn't update the cg_bload() function last time I changed the fileserver 


protocol 

(as Steve Dunn has pointed out to me). I don't use it myself, so I forgot 
all about it... 

I'll do an update later today...in the mean time, use fopen/fread/fclose 
instead, 


as they do work.... 


Craig. 
(Author of ARS) 
—-MESSAGE FILE 482 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000211 


—-MESSAGE FILE 483 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000212 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ARS cg_bload - How does it work ?? 

Date: Wed, 25 Mar 1998 12:28:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6fasgg$f1029@chuka.playstation.co.uk> 

References: <6f99u8Sf1lo026@chuka.playstation.co.uk> <01bd57d4$8ab14ac0$72d449c2@Angel 
al.intelligent-—group.com> 

NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


You could also give 'Nice ARS v1.5' a try at ~steved. Good if you like NT, 
AND it has support for 'MWread', 'MWlseek', etc. 
Very handy. 1.6 will also support 'MWwrite' 


Net Yaroze newsgroups message dump.txt Page 291 


Steve 


Craig Graham wrote in message 
<01bd57d4$8ab14ac0$72d449c2@Angelal.intelligent-group.com>... 


> 

>I didn't update the cg_bload() function last time I changed the fileserver 
>protocol 

>(as Steve Dunn has pointed out to me). I don't use it myself, so I forgot 
>all about it... 

>I'1ll do an update later today...in the mean time, use fopen/fread/fclose 
>instead, 

>as they do work.... 

> 

>Craig. 


>(Author of ARS) 


—-MESSAGE FILE 483 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000212 


—-MESSAGE FILE 484 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000213 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ARS cg_bload - How does it work ?? 

Date: 25 Mar 1998 13:39:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01bd57£4$0b5812c0$84d449c2@Angelal.intelligent-—group.com> 

References: <6f99u8Sf1lo26@chuka.playstation.co.uk> <01bd57d4S$8ab14ac0$72d449c2@Angel 
al.intelligent-group.com> <6fasgg$f1lo29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1132.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <stevedunnmobile@dial.pipex.com> wrote in article 
<6fasgg$f1lo29@chuka.playstation.co.uk>... 

> You could also give 'Nice ARS v1.5' a try at ~steved. Good if you like 
NT, 

> AND it has support for 'MWread', 'MWlseek', etc. 

Very handy. 1.6 will also support 'MWwrite' 


> 
> 
> Steve 

> 

But not PXE put - right Steve? 


Craig. 
—-MESSAGE FILE 484 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000213 


—-MESSAGE FILE 485 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000214 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ARS cg_bload - How does it work ?? 

Date: Wed, 25 Mar 1998 14:00:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6fblqk$ql191@chuka.playstation.co.uk> 

References: <6f99u8Sf1lo026@chuka.playstation.co.uk> <01bd57d4S8ab14ac0$72d449c2@Angel 
al.intelligent-group.com> <6fasgg$f1lo29@chuka.playstation.co.uk> <01bd57f£4$0b5812c0$ 
84d449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


No no no... 


Fluffy demo man. 
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Craig Graham wrote in message 
<01bd57£4$0b5812c0S84d449c2@Angelal.intelligent-group.com>... 
> 
> 
>Steve Dunn <stevedunnmobile@dial.pipex.com> wrote in article 
><6fasgg$flo29@chuka.playstation.co.uk>... 

>> You could also give 'Nice ARS vl.5' a try at ~steved. Good if you like 
>NT, 

>> AND it has support for 'MWread', 'MWlseek', etc. 

>> Very handy. 1.6 will also support 'MWwrite' 

>> 

>> Steve 

>> 

> 

>But not PXE put - right Steve? 

> 

>Craig. 


—-MESSAGE FILE 485 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000214 


—-MESSAGE FILE 486 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000215 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: .tod and lightwave 

Date: Fri, 27 Mar 1998 14:34:22 +0000 
Organization: Mobius Codeworks Ltd. 

Lines: 9 

Message-ID: <351BB8EE.A918B500@micronetics.com> 
Reply-To: jim@codeworks.demon.co.uk 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Is there a .tod file exporter for lightwave in existence any where? I 
know that 3ds exports .tod but I can't afford to shell out for another 
modeler. Are there any other Yarozers using lightwave? Would it be 
worth my while writing a .tod exporter if one doesn't already exist? 
Cheers 

Jim 


—-MESSAGE FILE 486 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000215 


—-MESSAGE FILE 487 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000216 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: .tod + lightwave 

Date: Thu, 26 Mar 1998 20:02:37 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 12 

Message-ID: <351AB45D.F3B8CB1C@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Is there a .tod exporter plugin for lightwave? I know there's one for 
3ds but I really don't wanna shell out for another modeler, especially 
since I don't actually model I just use it to do test objects. 


Are there any other yarozers using lightwave? Would it be worth my 
while writing a plugin to export .tod? 


cheers 
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Jim 


—-MESSAGE FILE 487 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000216 


—-MESSAGE FILE 488 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000217 
Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: .tod and lightwave 

Date: Tue, 31 Mar 1998 17:31:15 +0200 

Organization: OMGIM Productions 

Lines: 14 

Message-ID: <6friv8S6ne30@chuka.playstation.co.uk> 
References: <351BB8EE.A918B500@micronetics.com> 
NNTP-Posting-Host: dialup107-10-13.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


What's .tod? 


<351BB8EE.A918B500@micronetics.com>... 

>Is there a .tod file exporter for lightwave in existence any where? I 
>know that 3ds exports .tod but I can't afford to shell out for another 
>modeler. Are there any other Yarozers using lightwave? Would it be 
>worth my while writing a .tod exporter if one doesn't already exist? 

> 

>Cheers 

> 

>Jim 

> 


—-MESSAGE FILE 488 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000217 


—-MESSAGE FILE 489 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000218 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: .tod and lightwave 

Date: Tue, 31 Mar 1998 20:28:45 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 25 

Message-ID: <352143ED.670693FC@codeworks.demon.co.uk> 

References: <351BB8EE.A918B500@micronetics.com> <6frlv8S6ne30@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


It's an animation format for GsLib that was recently released by Sony, 
it helps keyframe and Animate Tmd models. Check the demo ftp area on 
SCEE. 


Unfortunately I don't have anyway of creating .tod files so I can't 
animate the models. 


I'd love to get Scorpo Robot in 22 doing a tail whip melee attack. :-) 
Jim 

Anders Clerwall wrote: 

What's .tod? 

<351BB8EE.A918B500@micronetics.com>... 


>Is there a .tod file exporter for lightwave in existence any where? I 
>know that 3ds exports .tod but I can't afford to shell out for another 


VVVVVV 
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>modeler. Are there any other Yarozers using lightwave? Would it be 

>worth my while writing a .tod exporter if one doesn't already exist? 

> 

>Cheers 

> 

>Jim 

> 

—-MESSAGE FILE 489 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000218 


VVVVVVV 


—-MESSAGE FILE 490 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000219 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: I can'tuse math functions!!!! 

Date: Wed, 01 Apr 1998 23:47:31 -0800 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <35234292.2A76@bc.sympatico.ca> 

References: <6d3ul17Se4ul@emeka.playstation.co.uk> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm02-118.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Here's an alternative to a 64k table: 


#define STEP (k) s = r + (1L << k * 2); r >>= 1; N 
if (s < v) { v — s; r |= (1L << k * 
2): } 
u_long Sqrt(u_long n) 
{ 
u_long r = 0, s, v =n; 
STEP (15); STEP (14); STEP (13); STEP (12); 
STEP (11); STEP (10); STEP (9): 
STEP (8): 
STEP (7); STEP (6); 
STEP (5); STEP (4); 
STEP (3): STEP (2): 
STEP (1); STEP (0) ; 


return r; 


} 


It works fine for fixed point as long as you remember where your fixed 
point belongs. In other words, if you're taking the root of a 16.16 
number, shift the result left by 8 to renormalize it. 


- nick 
—-MESSAGE FILE 490 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000219 


—-MESSAGE FILE 491 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000220 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: .tod and lightwave 

Date: Thu, 2 Apr 1998 09:59:20 +0100 

Organization: Debri 

Lines: 15 

Message-ID: <ld6urhc.pd2wvqdoaps8N@al1-88-106.a1l.nl1> 
References: <351BB8EE.A918B500@micronetics.com> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Jim <jim@micronetics.com> wrote: 


> Is there a .tod file exporter for lightwave in existence any where? I 
> know that 3ds exports .tod but I can't afford to shell out for another 
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> modeler. Are there any other Yarozers using lightwave? Would it be 
> worth my while writing a .tod exporter if one doesn't already exist? 
> 

> Cheers 

> 

> Jim 


You should ask this in the newsgroup for 3D problems. As far as I know a 
lot of other members use lightwave. 


See Ya DEnnis... 
—-MESSAGE FILE 491 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000220 


-—-MESSAGE FILE 492 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000221 
Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.beginners 

Subject: 3D Studio Offer - Where do I get the order form? 
Date: Mon, 06 Apr 1998 22:15:35 GMT 

Organization: Not very. Pretty unorganised in fact. 
Lines: 11 

Message-ID: <352952f3.2656474@www.netyaroze-europe. com> 
NNTP-Posting-Host: lunarl.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.451 


Hi, 


Does anyone know whats happened to the place you send to get the order 
form for the 3D Studio special offer for Yaroze? 


The e-mail address in the starter pack, kinetix@mcqueens.com, doesn't 
appear to exist anymore. 


Dave 


—-MESSAGE FILE 492 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000221 


—-MESSAGE FILE 493 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000222 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Studio Offer - email address 

Date: 7 Apr 1998 14:58:34 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 14 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gdbeaSlhel@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 7 Apr 1998 14:02:26 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id PAA08854 
for <news@playstation.co.uk>; Tue, 7 Apr 1998 15:02:11 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


kinetix@mcqueen.com has been tested today by Kinetix staff who tell me 
that it is working. 


Regards 
Sarah 


—-MESSAGE FILE 493 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000222 
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—-MESSAGE FILE 494 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000223 
Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Studio Offer - Where do I get the order form? 
Date: Tue, 07 Apr 1998 16:31:01 GMT 

Organization: ElectricMail Ltd. 

Lines: 9 

Message-ID: <352b54a2.105480476@news.playstation.co.uk> 
References: <352952f3.2656474@www.netyaroze-europe. com> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.0/32.390 


On Mon, 06 Apr 1998 22:15:35 GMT, dave@lunarl.demon.co.uk (David 
Wagner) wrote: 


>Hi, 

> 

I thought that there was a time limit on the application? I could 
be wrong though. 


Mark 
—-MESSAGE FILE 494 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000223 


--MESSAGE FILE 495 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000224 
Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: 3D Studio Offer - Where do I get the order form? 

Date: Tue, 07 Apr 1998 17:40:09 GMT 

Organization: Not very. Pretty unorganised in fact. 

Lines: 18 

Message-ID: <352a64b7.1609830@www.netyaroze-europe. com> 

References: <352952f3.2656474@www.netyaroze-europe.com> <352b54a2.105480476@news.pla 
ystation.co.uk> 

NNTP-Posting-Host: lunarl.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


The voucher says it is valid until lst August 1998. 


Dave 


On Tue, 07 Apr 1998 16:31:01 GMT, Mark.Dickman@elmail.co.uk (Mark ) 
wrote: 


>On Mon, 06 Apr 1998 22:15:35 GMT, dave@lunarl.demon.co.uk (David 
>Wagner) wrote: 

> 

>>Hi, 

>> 

>I thought that there was a time limit on the application? I could 
>be wrong though. 

> 

>Mark 


—-MESSAGE FILE 495 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000224 


—-MESSAGE FILE 496 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000225 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Display problem 

Date: Thu, 9 Apr 1998 21:49:23 +0200 
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Organization: Debri 

Lines: 6 

Message-ID: <1d78m47.vnarplkjos2iN@al-—88-115.al.nl> 
NNTP-Posting-Host: al-88-115.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


If I upload the "bouncing ball", I get it in grayscale. I know it should 
be in colour. My new TV can handle PAL and NTSC and that's for sure. I 
tested it with a NTSC-PSX of a friend. I think I need a special cable. 
Is that treu? And if yes, why is it not provided with the package? 


DEnnis.. 
—-MESSAGE FILE 496 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000225 


—-MESSAGE FILE 497 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000226 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Robert Schutt" <rschutt@cs.colgate.edu> 

Newsgroups: scee.yaroze.beginners 

Subject: time.h - Help!!! 

Date: Fri, 10 Apr 1998 14:19:02 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <6glmn5$3687@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know how to do timings with the Playstation? 
There seems to be know time.h support with the gcc compiler. 


I am trying to write some code that will do timings. Can anyone 
help me? 


-rschutt@cs.colgate.edu 


—-MESSAGE FILE 497 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000226 


-—-MESSAGE FILE 498 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000227 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Display problem 

Date: Fri, 10 Apr 1998 12:02:25 -0700 

Organization: Cisco Systems 

Lines: 17 

Message-ID: <352E6CC1.1BB5389@netmagic.net> 

References: <1d78m47.vnarplkjos2iN@a1l-88-115.al.nl1> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Did you make sure that if the ball is 8-bit or 4-bit that the CLUT is 
way outside the range of the video frame buffers? I've had problems 
sometimes leaving the CLUTs in the area (0,480)-(320,511). Try moving 
it over to something like 640x256...? 


Dennis Brinkhuis wrote: 


If I upload the "bouncing ball", I get it in grayscale. I know it should 
be in colour. My new TV can handle PAL and NTSC and that's for sure. I 
tested it with a NTSC-PSX of a friend. I think I need a special cable. 
Is that treu? And if yes, why is it not provided with the package? 


VV V V V V V 


DEnnis.. 
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- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 498 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000227 


-—-MESSAGE FILE 499 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000228 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Display problem 

Date: Sat, 11 Apr 1998 00:52:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <352EBOC7.1F1E96C2@ndirect.co.uk> 
References: <1d78m47.vnarplkjos2iN@al1-88-115.al.nl> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: 195.7.226.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Dennis Brinkhuis <macsuppor@al.nl> 


No idea why, but you should use a SCART cable anyway for best picture. I'd 
like to know why Sony don't supply one with the machine. Sega supplied one 
with my Saturn! 


Alex. 


Dennis Brinkhuis wrote: 


If I upload the "bouncing ball", I get it in grayscale. I know it should 
be in colour. My new TV can handle PAL and NTSC and that's for sure. I 
tested it with a NTSC-PSX of a friend. I think I need a special cable. 
Is that treu? And if yes, why is it not provided with the package? 


V V V V V V 


DEnnis.. 


—-MESSAGE FILE 499 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000228 


—-MESSAGE FILE 500 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000229 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Display problem 

Date: Fri, 10 Apr 1998 17:44:10 -0700 

Organization: Cisco Systems 

Lines: 14 

Message-ID: <352EBCDA.65543F44@netmagic.net> 

References: <1d78m47.vnarplkjos2iN@al-88-115.al.nl> <352EB0C7.1F1E96C2@ndirect.co.uk 
> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Alex Herbert wrote: 
> No idea why, but you should use a SCART cable anyway for best picture. I'd 


> like to know why Sony don't supply one with the machine. Sega supplied one 
> with my Saturn! 
> 
> Alex. 
Essas 
Dennis, is it the case that ONLY the "bouncing ball" thing is in grayscale, 


or is the PSX logo (when you turn the Yaroze on) also in black 'n white? 
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- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 500 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000229 


—-MESSAGE FILE 501 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000230 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Display problem 

Date: Sat, 11 Apr 1998 19:56:34 +0200 

Organization: Debri 

Lines: 5 

Message-ID: <ld7c7aa.lbnn6éwsltukpv0ON@al-88-107.al.n1> 

References: <1d78m47.vnarplkjos2iN@al-88-115.al.nl> <352EB0C7.1F1E96C2@ndirect.co.uk 
> <352EBCDA.65543F44@netmagic.net> 

NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 36 days) 


Now I used a scart cable and the bouncing ball worked fine, only if I 
try other "games" I just get a black screen. I do need to upload the 
-pxs files do I? 


DEnnis.. 
—-MESSAGE FILE 501 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000230 


—-MESSAGE FILE 502 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000231 
Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Shadow 

Date: Thu, 16 Apr 1998 13:35:29 +0200 

Organization: CREATRON GmbH 
Lines: 5 
Message-ID: <3535ED01.DAEOE1D3@creatron.de> 
NNTP-Posting-Host: 193.30.95.254 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hi, 
is there a way to let my 3d-objects throw shadows? 
Eric 


(sorry for my bad english...) 
—-MESSAGE FILE 502 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000231 


—-MESSAGE FILE 503 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000232 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Shadow 

Date: Thu, 16 Apr 1998 13:47:35 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 33 

Message-ID: <3535FDE7.5F95COD8@micronetics.com> 
References: <3535ED01.DAEQOE1D3@creatron.de> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; 1) 


Not as an integrate feature of the Yaroze library. 
Making objects self shadow is quite complex. 


But you could cast simple shadows with a bit of fiddling. For example 
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if you have an object above a plane, with a light source directly above 
the object in question, with the intention of casting a shadow onto the 
plane. You could scale the object along the Y axis so that it is 
completely flat and then draw it below the object casting the shadow, so 
it appears on the plane. You would also have to set the colour of the 
scaled object to black, and possibly make it transparent, so it looks 
like a shadow. 


I guess you could also scale the object on the Y axis in your modelling 
package, and have two independent models, one the shadow and one the 
original. This would only work if the original object doesn't animate. 
One step further, I don't see any reason why you couldn't have the 
shadow as part of the original model. 


Casting accurate shadows from a moving light source is nontrivial, but 
there's plenty of books on it. 


Hope this gets you on your way. 
Jim 


Eric Bleinagel wrote: 


Hi, 
is there a way to let my 3d-objects throw shadows? 


Eric 
(sorry for my bad english...) 
—-MESSAGE FILE 503 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000232 


> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 504 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000233 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: time.h - Help!!! 

Date: Wed, 22 Apr 1998 01:13:45 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <353D2829.7846F003@hotmail.com> 
References: <6glmn5$3687@scea> 

Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseillel-139.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm not sure this will be of any help, but if a 50 Hz resolution is 
enough for you, you may just count the frames, since you should have a 
main loop executing at each one. 


—-MESSAGE FILE 504 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000233 


—-MESSAGE FILE 505 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000234 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Display problem 

Date: Thu, 23 Apr 1998 10:31:53 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <1ld7wn9m.p1i80d27yjfN@al—88-118.al.nl1> 

References: <1d78m47.vnarplkjos2iN@al-88-115.al.nl> <352EB0C7.1F1E96C2@ndirect.co.uk 
> <352EBCDA. 65543F44@netmagic.net> <ld7c7aa.lbnnéwsltukpv0ON@al-88-107.al.nl> 
NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Dennis Brinkhuis <macsuppor@al.nl> wrote: 


> Now I used a scart cable and the bouncing ball worked fine, only if I 
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> try other "games" I just get a black screen. I do need to upload the 
> .pxs files do I? 

> 

> DEnnis.. 


Stopid question, I got it already 
—-MESSAGE FILE 505 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000234 


—-MESSAGE FILE 506 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000235 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners 

Subject: TEAM BLACK 

Date: Sun, 26 Apr 1998 09:32:40 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1d836hp.18z4cmklpf2nxpN@al-88-107.al.n1> 

NNTP-Posting-Host: 81-88-107.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:704 scee.yaroze.beginners 
2235 


A lot of members have similar idea's and wishes like; 


— Getting a job in the professional industry 

- Meetings with other Members 

- A blackdisk with our work on it 

- More contact with SCEA 

- More and better manuals in PDF-format (zipped) 

- A public Press-page to inform non-members about our work 
- More and better contact with SCEE and other members 


Well, why don't we join together in a special group. Let's name it *TEAM 
BLACK* for now. If there are enough other members that want to join, we 
can try to get another homepage where we all can work on and keep it up 
together. So what do you all think about this out there... 


Greatings DEnnis... 


http://www.netyaroze-europe.com/~madmac/teamblack.html 
—-MESSAGE FILE 506 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000235 


—-MESSAGE FILE 507 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000236 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: * TEAM BLACK * 

Date: Wed, 29 Apr 1998 08:32:15 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <1d88nno.11lhbwzgv5e064N@al—88-124.al.nl1> 
NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


We are looking for opinions to see how we can improve the membership. If 
there is something you would like to see different, just tell us! 


www.netyaroze-europe.com/~madmac 
—-MESSAGE FILE 507 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000236 


—-MESSAGE FILE 508 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000237 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: What am I doing wrong? (or not doing right?) 

Date: Fri, 01 May 1998 21:14:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <354A2D1E.631CD47A@chowfam.demon.co.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm stuck, and yes I'm a newbie. But I have tried 
(nearly) everything but it's still not right, 


The code. 


#include <libps.h> 


#define OTLENGTH (1) 
#define SCNX (320) 
#define SCNY (256) 
GsOT ot [2]; 


GsOT_TAG ottags[2] [1<<OTLENGTH]; 


main () 

{ 
int buf; 
Ine 2 


Set VideoMode (MODE_PAL) ; 
GsInitGraph (SCNX, SCNY, GSOFSGPU, 0,0); 
GsDefDispBuff (0,0,0,SCNY) ; 
for (1-0: i<2; i++) { 
ot [i].length = OTLENGTH; 
ot[i].org = ottags[il]l; 
} 
FntLoad (SCNX, 0); 
FntOpen (0,0,SCNX, SCNY,0,512); 
while (1) { 
buf = GsGetActiveBuff (); 
GsClearOt (0,0, &o0t [buf]); 
FntPrint ("hello"); 
FntFlush(-1); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear (0, 60, 60, &ot [buf]); 
GsDrawOt (&ot [buf]); 


} 


The problem. 

I'm trying to write a minimal program just for debugging by 
printing to screen. And so I've written this little thing. 
This is in PAL mode, but I just keep getting borders the size 
of NTSC mode. When in PAL mode, I've noticed that using the 
full screen (320 x 256), the width of the borders top and 
bottom are the same size as the borders left and right. 

But when I make and run this code the borders are not. 

Anyone any ideas? 


One other thing, is there any redundant code here? 
I've been looking through the docs and some tutorials, 
but all of them seem to be drawing graphics to screen, 
and therefore require extra code. I deleted the code 
for packets and eveything still seems to be working. 
Still need packets? Or is that just for graphics? 


My config. 

Codewarrior v2.1 (updated it but the thing still says 
v2.0.3). 

PsComUtil 

PAL only TV. I'm using a crappy TV card, that doesn't 
support NTSC at all (get black and white and display 
is corrupted, yuck!). However in testing the problem, 
I downloaded some progs and they worked in full PAL 
display. 


Page 302 
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jc 


—-MESSAGE FILE 508 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000237 


—-MESSAGE FILE 509 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000238 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: What am I doing wrong? (or not doing right?) 
Date: Fri, 01 May 1998 22:56:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <354a5185.1029733@www.netyaroze-europe. com> 
References: <354A2D1E.631CD47A@chowfam.demon.co.uk> 
NNTP-Posting-Host: stu-dialup1l14.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


The reason you dont get a full screen in PAL mode is well known. no 
matter how you specify it, the max is 240. The way around it is 
something like this (this off top of my head, so hope its right) 


extern DISPENV GSDISPENV 
// global variable 


//in you screen initialisation code add this - 
GsDISPENV. screen .h=256; 


As far as Im aware there is no redundant code :) 
Robert Swan 
rsl08@mdx.ac.uk 


http://www.netyaroze-europe.com/~middex2 


On Fri, 01 May 1998 21:14:22 +0100, James Chow 
<james@chowfam.demon.co.uk> wrote: 


>#include <libps.h> 


> 

>#define OTLENGTH (1) 

>#define SCNX (320) 
>#define SCNY (256) 

> 

>GsOT ot [2]; 

>GsOT_TAG ottags[2] [1<<OTLENGTH]; 
> 

>main () 

>í 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (SCNX, SCNY, GSOFSGPU, 0,0); 
GsDefDispBuff (0,0,0, SCNY); 
for (i=0; i<2; i++) { 
ot[i].length = OTLENGTH; 
ot[i].org = ottags[i]; 
} 
FntLoad (SCNX, 0); 
FntOpen (0,0,SCNX, SCNY, 0,512); 
while (1) { 
buf = GsGetActiveBuff (); 
GsClearOt (0,0, &ot [buf]); 
FntPrint ("hello"); 
FntFlush(-1); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear (0, 60, 60, &ot [buf]); 
GsDrawOt (&0t [buf]); 


VVVVVVVVVVVVVV VV VV VV VV 
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>) 


—-MESSAGE FILE 509 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000238 


—-MESSAGE FILE 510 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000239 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: What am I doing wrong? (or not doing right?) 
Date: Sat, 02 May 1998 01:31:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <354A694E.2F5E0D49@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm stuck, and yes I'm a newbie. But I have tried 
(nearly) everything but it's still not right, 


The code. 


#include <libps.h> 


#define OTLENGTH (1) 
#define SCNX (320) 
#define SCNY (256) 
GsOT ot [2]; 


GsOT_TAG ottags[2] [1<<OTLENGTH]; 


main () 

{ 
int buf; 
int i; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph (SCNX, SCNY, GSOFSGPU, 0,0); 
GsDefDispBuff (0,0,0, SCNY); 
for (i=0; i<2; i++) { 
ot[i].length = OTLENGTH; 
ot[i].org = ottags[i]; 
} 
FntLoad(SCNX, 0); 
FntOpen (0,0, SCNX, SCNY, 0,512); 
while (1) { 
buf = GsGetActiveBuff (); 
GsClearOt (0,0, &ot [buf]); 
FntPrint ("hello"); 
FntFlush(-1); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear (0, 60,60, &ot [buf]); 
GsDrawOt (&0t [buf]); 


} 


The problem. 

I'm trying to write a minimal program just for debugging by 
printing to screen. And so I've written this little thing. 
This is in PAL mode, but I just keep getting borders the size 
of NTSC mode. When in PAL mode, I've noticed that using the 
full screen (320 x 256), the width of the borders top and 
bottom are the same size as the borders left and right. 

But when I make and run this code the borders are not. 

Anyone any ideas? 


One other thing, is there any redundant code here? 
I've been looking through the docs and some tutorials, 
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but all of them seem to be drawing graphics to screen, 
and therefore require extra code. I deleted the code 
for packets and eveything still seems to be working. 
Still need packets? Or is that just for graphics? 


My config. 

Codewarrior v2.1 (updated it but the thing still says 
v2.0.3). 

PsComUtil 

PAL only TV. I'm using a crappy TV card, that doesn't 
support NTSC at all (get black and white and display 


is corrupted, yuck!). However in testing the problem, 
I downloaded some progs and they worked in full PAL 
display. 


Thanks in advance. 


jc 


--MESSAGE FILE 510 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000239 


—-MESSAGE FILE 511 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000240 
Path: chuka.playstation.co.uk!news 

From: "James Sutherland" <james@guybrush.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: SIOCONS dowloads 

Date: Sun, 3 May 1998 15:21:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6ihu71Sjpr4@chuka.playstation.co.uk> 
NNTP-Posting-Host: guybrush.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 
When I download a program to the Yaroze using SIOCONS, it waits for the 
return key to be hit after each chunk of data. Is this normal? Is there 


any way to stop it? I can't see it mentioned in the manual. 


James 


Work: jamess@gremlin.co.uk Home: james@guybrush.demon.co.uk 


—-MESSAGE FILE 511 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000240 


—-MESSAGE FILE 512 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000241 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Questions about VSync. 

Date: Sun, 03 May 1998 16:08:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <354C8851.709D2E83@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I realise the most relevant way to obtain an timer function is to 
use VSync(). 

Initially I was using VSync(-1) to get some sort of indication of 
the length of time passed. Unfortunately this increments in steps 
of 1/50sec for PAL and 1/60sec for NTSC, which are slightly too 
big. 
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This means using the number of hsyncs which can be gotten from by 
ՄՏՃոօ (0 or 1). Unfortunately, this is the thing which I am confused 
about. 


I get the indication (from the docs) that each horizontal line 
drawn represents a hsync. And all the hsyncs on the screen 
represent a vsync. Yes? 

OK. So if I set the graphics system to 256 lines in PAL, does this 
mean I should get 256 hsyncs per vsync? 

If not, why not? 


If this is correct, then why does it say in the User Guide 

(paper version, page 38) that PAL gives 312 hsyncs per vsync and 

262 hsyncs per vsync for NTSC? 

And just to confuse me even more, we only have 311 hsyncs per vsync 
(71.1 electronic p37). Now what has happened to the other number? 

Or do PAL and NTSC outputs give the same number of hsyncs per vsync? 


Another thing, that bothers me is this. 


while (1) { 
//do work 
cnt = VSync (0); 
//swap buffers, etc 
} 


VSync (0) blocks until vertical synchronisation and returns the number 
of hsyncs since VSync(0) was last called. So why does this code give 

a variable number depending on the amount of work done? 

An illustration of this would be by using the Check prog. With 1 ball, 
cnt is 14, and increases when the number of balls increases. But the 
number of lines (and therefore hsyncs) that need to be drawn remain the 
same. 


Argh! Help! 
jc 


——MESSAGE FILE 512 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000241 


--MESSAGE FILE 513 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000242 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Sun, 03 May 1998 15:32:42 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <354c8cac.36427568@news.scea.sony.com> 

References: <6ihu71Sjpr4@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-81.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>When I download a program to the Yaroze using SIOCONS, it waits for the 
>return key to be hit after each chunk of data. Is this normal? Is there 
>any way to stop it? I can't see it mentioned in the manual. 


That is not normal, I thought I had heard it all after a year, but 
this is a new one. Most of the time, when members have a problem with 
Siocons, it is because their environment space is too small, so try 
setting that larger. 


-Matt 


--MESSAGE FILE 513 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000242 


--MESSAGE FILE 514 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000243 
Path: chuka.playstation.co.uk!news 
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From: West <wb6ac> 

Newsgroups: scee.yaroze.beginners 

Subject: djsetup how to run auto 

Date: 3 May 1998 20:48:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <6iil6hSjpr8@chuka.playstation.co.uk> 
NNTP-Posting-Host: nl2.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.beginners 


Having been years since I've had to alter my autoexec file(and having lost my 
dos manual) Could someone please tell me the command to automatically load 
djsetup when I start my computer (so I don't have to keep typing it in) 


—-MESSAGE FILE 514 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000243 


—-MESSAGE FILE 515 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000244 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Mon, 4 May 1998 02:45:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6ij6jdS$jpr1l8@chuka.playstation.co.uk> 
References: <354C8851.709D2E83@chowfam.demon.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


James Chow wrote in message <354C8851.709D2E83@chowfam.demon.co.uk>... 
>I realise the most relevant way to obtain an timer function is to 
>use VSync(). 

>Initially I was using VSync(-1) to get some sort of indication օք 
>the length of time passed. Unfortunately this increments in steps 
>of 1/50sec for PAL and 1/60sec for NTSC, which are slightly too 
>big. 

> 

> 

>This means using the number of hsyncs which can be gotten from by 
>VSync(0 or 1). Unfortunately, this is the thing which I am confused 
>about. 

> 

>I get the indication (from the docs) that each horizontal line 
>drawn represents a hsync. And all the hsyncs on the screen 
>represent a ՄՏՄՈՇ. Yes? 

>OK. So if I set the graphics system to 256 lines in PAL, does this 
>mean I should get 256 hsyncs per vsync? 

>If not, why not? 

> 

>If this is correct, then why does it say in the User Guide 

>(paper version, page 38) that PAL gives 312 hsyncs per vsync and 
>262 hsyncs per vsync for NTSC? 

>And just to confuse me even more, we only have 311 hsyncs per ՄՏՄՈՇ 
>(vl.1 electronic p37). Now what has happened to the other number? 
>Or do PAL and NTSC outputs give the same number of hsyncs per vsync? 


Ok James, it seems you are slightly confused here which is not surprising 
considering the poor information contained in the Yaroze manuals! vsyncs and 
hsyncs are nothing to do with the Yaroze display that you use in your 
demo/game. They are in fact hardware timings for the TV display. The Yaroze 
can sync itself to these timings. An hsync is the horizontal time for a beam 
to travel across the TV screen and the vsync is the overall time for the to 
reset to the top left corner after reaching the bottom right. It is usual 
for any gaming system that displays to a TV set to use the vsync time to 
refresh the display to create a flicker free image. The PAL system has more 
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vertical definition at a cost of speed. 312 lines is probably right and the 
311 figure is probably due to computers counting from 0 (I.E. 0 - 311 = 312 
lines) NTSC has less lines so it can work faster to reduce flicker even 
further. (Typical of the Americans, if it can't be bigger it has to be 
faster!) 


I hope this clears things up for you :) 


Regards, 
Johnt 


—-MESSAGE FILE 515 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000244 


—-MESSAGE FILE 516 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000245 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: djsetup how to run auto 

Date: Sun, 03 May 1998 23:12:01 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <354D5C31.A05EB8F0@sinclair.net> 

References: <6iil6hSjpr8@chuka.playstation.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


You could either manually add all the lines in djsetup.bat to your 
autoexec.bat (using "edit autoexec.bat") or you could add this to the 
end of your autoexec.bat (again, with "edit autoexec.bat"): 


call c:\pathtoyarozestuff\djsetup.bat 


West wrote: 

> 

> Having been years since I've had to alter my autoexec file(and having lost my 
> dos manual) Could someone please tell me the command to automatically load 

> djsetup when I start my computer (so I don't have to keep typing it in) 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 516 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000245 


—-MESSAGE FILE 517 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000246 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Mon, 04 May 1998 03:31:27 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <354d35e6.17842015@news.scea.sony.com> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jdS$jpr1l8@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: client-119-17.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> (Typical of the Americans, if it can't be bigger it has to be 
> faster!) 


Yeah, what is with those silly, competitive Americans, egads!!! 
[LOL] 
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-Matt 


--MESSAGE FILE 517 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000246 


--MESSAGE FILE 518 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000247 
Path: chuka.playstation.co.uk!news 

From: "James Sutherland" <james@guybrush.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Mon, 4 May 1998 09:06:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6ijs14Sjpr20@chuka.playstation.co.uk> 

References: <6ihu71Sjpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> 

NNTP-Posting-Host: guybrush.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Matthew Hulett wrote in message <354c8cac.36427568@news.scea.sony.com>... 
> 


>>When I download a program to the Yaroze using SIOCONS, it waits for the 


>>return key to be hit after each chunk of data. Is this normal? Is there 
>>any way to stop it? I can't see it mentioned in the manual. 
> 


> That is not normal, I thought I had heard it all after a year, but 

>this is a new one. Most of the time, when members have a problem with 
>siocons, it is because their environment space is too small, so try 
>setting that larger. 

> 

It's really odd - it's working OK now. It seems to be something to do with 
having WinTV running, but I'll have to play around with it some more to find 
out. 


Thanks for the advice, 
James 


James Sutherland, Software Engineer: Gremlin Interactive Ltd. 
Work: jamess@gremlin.co.uk Home: james@guybrush.demon.co.uk 


—-MESSAGE FILE 518 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000247 


-—-MESSAGE FILE 519 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000248 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Mon, 04 May 1998 10:30:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <354D8AA7.17CA37C6@chowfam.demon.co.uk> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jdS$jpr1l8@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Still confused. 


JohnT wrote: 

> 

> demo/game. They are in fact hardware timings for the TV display. The Yaroze 
> can sync itself to these timings. An hsync is the horizontal time for a beam 
> to travel across the TV screen and the vsync is the overall time for the to 
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> reset to the top left corner after reaching the bottom right. It is usual 


I thought a vsync was the time taken to get from bottom right to the 
bottom right again. 


(a) > (b) 
(c) > (d) 
(e) > (8) 


The tv traces the beam from (a) to (b), then jumps to (c) and traces to 
(d), 

and repeats this until (f). At this point the beam goes back to (a) to 
repeat this process. 


Is the time for a hsync, 

(1) the time it takes for the beam to trace a horizontal, ie (c) to (d), 
(2) or the time since the last hysnc, ie (b) to (d)? 

And the time for a vsync, 

(3) (f) to (a), 

(4) (f) back to (ք), 

The way you have explained it seems to give (1) and (3). 

Is this correct? 

I thought a vsync was (4). 


for any gaming system that displays to a TV set to use the vsync time to 
refresh the display to create a flicker free image. The PAL system has more 
vertical definition at a cost of speed. 312 lines is probably right and the 
311 figure is probably due to computers counting from 0 (I.E. 0 - 311 = 312 
lines) NTSC has less lines so it can work faster to reduce flicker even 
further. (Typical of the Americans, if it can't be bigger it has to be 
faster!) 


VV V N VV V V 


while (1) { 
//do work 
cnt = VSync (0); 
//more work 


} 


So if VSync() is a blocking function, returning at a vsync, (f) in diag, 
why doesn't cnt = 312? 


One final thing. 
How do you calculate the time taken between to arbitrary points in time, 
then, calling VSync(0) between them? 


—-MESSAGE FILE 519 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000248 


—-MESSAGE FILE 520 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000249 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Mon, 04 May 1998 13:29:02 -0700 

Organization: Cisco Systems 

Lines: 37 

Message-ID: <354E250E.CE6A48BD@netmagic.net> 

References: <6ihu71$jpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> <6ijsl4Sjpr20@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


If you're using Windows 95, be sure you keep the focus on the DOS 
window. (e.g. I have X-Mouse enabled.) It appears that if the 
DOS window task doesn't get most of the attention of Windows, then 
the serial port doesn't remain in sync with the Yaroze. Tapping 
Enter to send some bogus data seems to clear things up a little. 


Net Yaroze newsgroups message dump.txt Page 311 


- e! 


James Sutherland wrote: 


Matthew Hulett wrote in message <354c8cac.36427568@news.scea.sony.com>... 
> 


>>When I download a program to the Yaroze using SIOCONS, it waits for the 


>>return key to be hit after each chunk of data. Is this normal? Is there 
>>any way to stop it? I can't see it mentioned in the manual. 
> 


> That is not normal, I thought I had heard it all after a year, but 

>this is a new one. Most of the time, when members have a problem with 
>siocons, it is because their environment space is too small, so try 
>setting that larger. 

> 

It's really odd - it's working OK now. It seems to be something to do with 
having WinTV running, but I'll have to play around with it some more to find 
out. 


Thanks for the advice, 


James 


James Sutherland, Software Engineer: Gremlin Interactive Ltd. 
Work: jamess@gremlin.co.uk Home: james@guybrush.demon.co.uk 


VVVVVVVVVVVVVVV VV VV VV VV 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 520 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000249 


—-MESSAGE FILE 521 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000250 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Mon, 04 May 1998 13:48:15 -0700 

Organization: Cisco Systems 

Lines: 82 

Message-ID: <354E298F.2865CC25@netmagic.net> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jd$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


James Chow wrote: 
Eas] 


I thought a vsync was the time taken to get from bottom right to the 
bottom right again. 

(a) > (Ե) 

(c) > (4) 

(e) > (ք) 


The tv traces the beam from (a) to (b), then jumps to (c) and traces to 
(d), 

and repeats this until (f). At this point the beam goes back to (a) to 
repeat this process. 


Is the time for a hsync, 

(1) the time it takes for the beam to trace a horizontal, ie (c) to (d), 
(2) or the time since the last hysnc, ie (b) to (d)? 

And the time for a vsync, 

(3) (£) to (a), 


VVVVVVVVVVVVVV VV VV 
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(4) (f) back to (ք), 
The way you have explained it seems to give (1) and (3). 
Is this correct? 
I thought a vsync was (4). 
Basa] 


V V V V 


You're close. The TV does trace like something like that. Assume an 
NTSC config w/ 240 lines per screenful: 


OL 222 oes 320 
0 > 
1 > 
2 > 
3 > 
240 > 


The ray gun hits the RGB strips on the screen for each pixel and 
goes from row to row. There is a "vertical retrace period" where 
the gun shuts off and travels from (320,240) back up to (0,0) to 
—-MESSAGE FILE 521 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000250 


-—-MESSAGE FILE 522 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000251 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Tue, 05 May 1998 00:26:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <354E4EA8 .A92F3D10@chowfam.demon.co.uk> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jdS$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> 
NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nope. Still confused. Read on. 
Elliott Lee wrote: 
And the return values for calling VSync (mode): 


— if mode>=0: the number of horizontal sync units should be 
returned. If I understand the docs correctly, this should probably 
be the total number of horizontal lines from the top of the screen 
to the bottom, including the lines before and after the visible 
screen data. This may also include some bogus horizontal retrace 
period interrupts triggered during the retrace period---the ray 
gun doesn't always travel in a straight line back to (0,0). 


VVVVVVVVV VV 


Will someone _just_ answer this question then. 


while (1) { 
//do work 
cnt = VSync (0); 
//more work 


} 


Why does cnt _not_ equal 312 for PAL or 262 for NTSC, through 
each loop iteration? 


- if mode<0: the number of horizontal syncs since the beginning 
of the program. 


way to time your program because you only get that value after every 
v-sync. You shouldn't really switch the video pages until the 


> 

> 

> 

> As far as I can tell, the number of h-syncs is probably not a good 

> 

> 

> vertical retrace begins. And, getting an arbitrary time is probably 
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> not that useful because drawing the graphics with the GPU will take 
> different amounts of time depending on the complexity of the scene 
> you are rendering... 

> 


I know it's not a good way to do timing, but are there any other 
suggestions of how to get a finer resolution than 1/50th sec 

or 1/60th sec? But not too fine, eg. using the root counter, which 
flies past like f£*** and has probably "gone round" a few 

times before you've checked again. 


Games like Ridge Racer have timers going down to 1/1000th sec 
resolution. Now how to do they manage that? 

Personally I find using vsync(-1) + rand() /RAND_MAX 

a bit too tacky. 


Cheers. 


jc 


—-MESSAGE FILE 522 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000251 


—-MESSAGE FILE 523 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000252 
Path: chuka.playstation.co.uk!news 

From: "James Sutherland" <james@guybrush.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Tue, 5 May 1998 08:34:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6imf4g$jpr23@chuka.playstation.co.uk> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jd$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
E4EA8 .A92F3D10@chowfam.demon.co.uk> 

NNTP-Posting-Host: guybrush.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James Chow wrote in message <354E4EA8 .A92F3D10@chowfam.demon.co.uk>... 
> 

>Will someone _just_ answer this question then. 

> 
>while (1) { 

> //do work 

> cnt = VSync (0); 

> //more work 

>} 

> 

>Why does cnt _not_ equal 312 for PAL or 262 for NTSC, through 

>each loop iteration? 

> 

It seems to me that perhaps it is returning the number of HSyncs since ՄՏՄոՇ 
last returned, rather than since it was last called. This would be a much 
more useful figure, since you could use it to determine how much more 
drawing time you can get out of your program, and you can use it to fix the 
logic rate of the program independent of the frame rate. 


So, with the balls demo, it takes 14 hsyncs to render a single ball, and 
this increases as you do more work. 


I'm not sure, though. 
Of course, even with the definition in the manual, you still wouldn't get 


312 or 262 out of it unless you did the same amount of work each frame 
(since your VSync calls wouldn't be exactly a frame apart). 


James Sutherland, Software Engineer: Gremlin Interactive Ltd. 
Work: jamess@gremlin.co.uk Home: james@guybrush.demon.co.uk 
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—-MESSAGE FILE 523 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000252 


—-MESSAGE FILE 524 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000253 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Tue, 05 May 1998 17:05:19 +0100 

Organization: Intelligent Research 

Lines: 18 
Message-ID: <354F38BF.BD6EDDEE@hinge.mistral.co.uk> 

References: <6ihu71$jpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> <6ijsl4Sjpr20@chuka.playstation.co.uk> <354E250E.CE6A48BD@netmagic.net> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Elliott Lee wrote: 


If you're using Windows 95, be sure you keep the focus on the DOS 
window. (e.g. I have X-Mouse enabled.) It appears that if the 
DOS window task doesn't get most of the attention of Windows, then 
the serial port doesn't remain in sync with the Yaroze. Tapping 
Enter to send some bogus data seems to clear things up a little. 


VVVVVVV 


- e! 


Even better, use Yaroze Master to do serial stuff instead of SIOCONS. 
It's a proper Win95 program and leaves SIOCONS for dead.... 


Craig. 


—-MESSAGE FILE 524 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000253 


—-MESSAGE FILE 525 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000254 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Tue, 05 May 1998 17:28:38 +0100 

Organization: Intelligent Research 

Lines: 31 

Message-ID: <354F3E36.35930DCO0@hinge.mistral.co.uk> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jd$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
E4EA8 .A92F3D10@chowfam.demon.co.uk> <6imf4gSjpr23@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


To be (I hope) definitive: 


VSync (0); // Wait for next single vertical blank 
VSync (1); // Don't block, just return number of VSync's 
VSync (n); // Where n is greater than 1, wait for n vertical blanks.... 


All values 0>=n return the number of HSync's between successive calls 
to VSync(); 


eg. 


VSync (1); // We don't really care about the 
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// return value here, we're just 
resetting 

// the hsyne counter to get an 
accurate measure 


/* 
*Do some work here 
* blah blah blah 
*./ 


h_ent=VSync (1); // h_cnt is now how long the work took.... 


Laters, 
Craig. 


—-MESSAGE FILE 525 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000254 


—-MESSAGE FILE 526 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000255 
Path: chuka.playstation.co.uk!news 

From: "James Sutherland" <james@guybrush.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Tue, 5 May 1998 18:06:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6ingu7Sjpr28@chuka.playstation.co.uk> 

References: <6ihu71$jpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> <6ijsl4S$jpr20@chuka.playstation.co.uk> <354E250E.CE6A48BD@netmagic.net> <354F38 
BF .BD6EDDEE@hinge.mistral.co.uk> 

NNTP-Posting-Host: guybrush.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Craig Graham wrote in message <354F38BF.BD6EDDEE@hinge.mistral.co.uk>... 
> 

>Even better, use Yaroze Master to do serial stuff instead of SIOCONS. 
>It's a proper Win95 program and leaves SIOCONS for dead.... 

> 

>Craig. 

> 

> 

Great. Where can I get it from? 


I seem to be having a great deal of difficulty finding all these useful 
utils. Is there a central resource for them? Have I just missed something 
obvious on the web site? 


James Sutherland, Software Engineer: Gremlin Interactive Ltd. 
Work: jamess@gremlin.co.uk Home: james@guybrush.demon.co.uk 


—-MESSAGE FILE 526 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000255 


—-MESSAGE FILE 527 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000256 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: 5 May 1998 17:14:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <01bd7848$9c948740$273c63c3@default> 

References: <6ihu71$jpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> <6ijsl4$jpr20@chuka.playstation.co.uk> <354E250E.CE6A48BD@netmagic.net> <354F38 
BF .BD6EDDEE@hinge.mistral.co.uk> <6ingu7Sjpr28@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-60-39.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 
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Hey James, 

download it at 
http://www.netyaroze-europe.com/~deruiter/ 
The Little Studio site :-) 


Pete. 


James Sutherland <james@guybrush.demon.co.uk> wrote in article 
<6ingu7$jpr28@chuka.playstation.co.uk>... 


> Craig Graham wrote in message <354F38BF.BD6EDDEE@hinge.mistral.co.uk>... 


> 

>Even better, use Yaroze Master to do serial stuff instead of SIOCONS. 
>It's a proper Win95 program and leaves SIOCONS for dead.... 

> 

>Craig. 

> 

> 

Great. Where can I get it from? 


utils. Is there a central resource for them? Have I just missed 
omething 
obvious on the web site? 


James Sutherland, Software Engineer: Gremlin Interactive Ltd. 
Work: jamess@gremlin.co.uk Home: james@guybrush.demon.co.uk 


VVVVVVVVVQDaVVVVV VV VV VV 


I seem to be having a great deal of difficulty finding all these useful 
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—-MESSAGE FILE 527 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000256 


—-MESSAGE FILE 528 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000257 


Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: GpuPacketArea query. 

Date: Sun, 10 May 1998 10:48:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35557807.6E248247@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Can anyone tell me why declaring (and using) 
PACKET GpuPktArea[2][x], where x = 2՞ո-1 


does not work? (u*v = pow(u,v) ) 
(n is any number) 


I understand that if x is too small then the 
GPU will not have enough space to carry out 
its tasks. That means if we set it to be a 
large value, then everything should be OK. 
However, this does not seem to be the case. 


With x = 32767, it locked up just trying to 
draw a line. 


Anyone? 


jc 


—-MESSAGE FILE 528 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000257 
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—-MESSAGE FILE 529 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000258 
Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Fame Game and Textures 

Date: Sun, 10 May 1998 22:08:15 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <3556092F.E3881563@aol.com> 
NNTP-Posting-—Host: 170-193-133.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hello! 
I have two questions, 
1) What are the creteria Sony applies, when judging a game for the fame 


game competition 
(means what is more important or less important)? 


2) Is there another way to generate textured rsd-files then using the 
RSDTool, means are there any converter programs, that can read any 
standard graphic file formats, that incorporate information on textures? 


Thanks 
Christoph Ltirig 


—-MESSAGE FILE 529 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000258 


—-MESSAGE FILE 530 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000259 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Fame Game and Textures 

Date: 11 May 1998 08:29:33 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 43 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j69ctSbsol@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 11 May 1998 07:34:00 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id IAA22380 
for <news@playstation.co.uk>; Mon, 11 May 1998 08:33:45 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 
1: We look for games that are more playable ( with sound ) then technical. 


2: I use RSDTool but check out the 3D packages ( 3D Studio, etc ) 


Regards, 


George 


From: "Christoph L?ig" <CLuerig@aol.com> 


Hello! 
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I have two questions, 
1) What are the creteria Sony applies, when judging a game for the fame 


game competition 
(means what is more important or less important)? 


2) Is there another way to generate textured rsd-files then using the 
RSDTool, means are there any converter programs, that can read any 
standard graphic file formats, that incorporate information on textures? 


Thanks 
Christoph L?ig 


—-MESSAGE FILE 530 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000259 


-—-MESSAGE FILE 531 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000260 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Tue, 12 May 1998 03:59:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3557BAFE.CD170013@ndirect.co.uk> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jd$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
E4EA8 .A92F3D10@chowfam.demon.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-36.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Chow <james@chowfam.demon.co.uk> 


James Chow wrote: 


> I know it's not a good way to do timing, but are there any other 
> suggestions of how to get a finer resolution than 1/50th sec 

> or 1/60th sec? But not too fine, eg. using the root counter, which 
> flies past like f*** and has probably "gone round" a few 

> times before you've checked again. 

> 

> Games like Ridge Racer have timers going down to 1/1000th sec 

> resolution. Now how to do they manage that? 

> Personally I find using vsync(-1) + rand() /RAND_MAX 

> a bit too tacky. 

> 

> Cheers. 

> -- 

> jc 


All games (with only a few exceptions) are clocked to 50 or 60Hz (PAL or 
NTSC). There is no point it having a higher resolution timer. Ridge Racer is 
only clocked at 25Hz ('cos it updates every other frame). It's just an 
illusion. Clock your game at 50Hz with vsync() and slap some random digits 
on the end. No one will notice! 


Herbs 


—-MESSAGE FILE 531 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000260 


—-MESSAGE FILE 532 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000261 
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Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Tue, 12 May 1998 09:25:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <355814cd.1014568@news.playstation.co.uk> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fj$beo39@chuka.playstation.co.uk> 

NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:908 scee.yaroze.beginners 
:261 scea.yaroze.freetalk: 633 


On Wed, 18 Feb 1998 18:01:09 -0000, "SCEE" 
<dev_support@interactive.sony.com> wrote: 


>Hi, 

> 

>If you want to apply an animated texture to a TMD, the easiest way is 
>probally to have the animation frames in main ram, and download one frame at 
>a time ( using LoadImage ) before drawing, so the GPU draws the same TMD 
>each time with the same VRAM info, but the graphics change. 

>Any other way does involve poking around with the innards of the TMD 
>structure... 

> 

>Cheers, 

> 

>Colin. 

> 


Can you also adjust the translucency levels (i.e from opaque to 
totally transparent) ? 


I would rather poke at the TMD structure directly, where would I find 
the info to do this and what am I looking for. For sprites you did 
this by altering the r, g, and b fields to adjust brightness. I am 
assuming that the same thing is true for TMD's. 

Cheers, 


Byron 


—-MESSAGE FILE 532 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000261 


—-MESSAGE FILE 533 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000262 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Tue, 12 May 1998 03:01:16 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <wal-ya02408000R1205980301160001@news.scea.sony.com> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jdS$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
E4EA8 .A92F3D10@chowfam.demon.co.uk> 

NNTP-Posting-Host: dnai-207-181-237-170.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <354E4EA8 .A92F3D10@chowfam.demon.co.uk>, James Chow 
<james@chowfam.demon.co.uk> wrote: 


Will someone _just_ answer this question then. 


while (1) { 


> 
> 
> 
> //do work 
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> cnt = VSync (0); 

> //more work 

> ) 

> 

> Why does cnt _not_ equal 312 for PAL or 262 for NTSC, through 
> each loop iteration? 


I've been playing with VSync() a lot recently, and the docs seem a bit confused. 


As far as I can tell from my experiments, when VSync() is called with a 
parameter >=0, it returns the number of hsyncs that have passed since the 
last *blocking call* to VSync() RETURNED; that is, the number of hsyncs 
that have passed since VSync() last returned when it was called with an 
argument of 0 or 2+. This means that you can call VSync(1) multiple times 
in your main loop and it will return the time in hsyncs since the "top of 
frame". 


I have a little diagram on paper, but I could ASCII-ize it, or maybe put it 
on my web page. 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
—-MESSAGE FILE 533 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000262 


—-MESSAGE FILE 534 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000263 
Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Problems with TimView 

Date: Tue, 12 May 1998 14:06:22 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <3558B9CE.B4E@easynet.co.uk> 
NNTP-Posting-Host: hst248.routledge.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


Hi All 
Just got my Net Yaroze last week! 
I'm having problems using TimView (the Yaroze program for checking that 


your bitmaps have converted to TIM correctly) to display large images on 
the TV screen. 


I've used TimUtil to convert a 64 * 64 4 bit image to TIM and it displays 
fine on the Yaroze with TimView (though it looks about half the size it 
should), and I've converted a 320 * 240 8 bit image (making sure that it 
is correctly aligned and not clashing with the double buffer - i.e has an 
image org of 320, 0 and a CLUT org of 480, 0) but this larger image will 
not display correctly with TimView. 


Only the top left hand quarter of the image is shown on screen and it is 
stretched out vertically and squashed horizontally. 


I'm not at the stage of writing code to display it onscreen myself, but I 
wondered if I'm doing something wrong with TimUtil, or maybe TimView has 
a limit on the size of images it can display. If I resize my original 320 
*240 image in Photoshop to 160 * 120 and reconvert to TIM it displays 
fine in TimUtil (but again, looks about half the size it should). 


Does TimView use high-res (640 * 480) mode? That would explain why the 
images look too small on the TV screen. But what could be causing the 320 
* 240 image to display incorrectly? 


Cheers 


Phil 
philg@easynet.co.uk 
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—-MESSAGE FILE 534 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000263 


—-MESSAGE FILE 535 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000264 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Problems MAC 

Date: 12 May 1998 14:33:07 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 23 

Sender: news@chuka.playstation.co.uk 

Message-ID: <639j2jSfq01@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 12 May 1998 13:37:28 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA23973 
for <news@playstation.co.uk>; Tue, 12 May 1998 14:37:14 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi all, 


Does anyone have a MAC / Codewarrior? If so can you help 

a member who is having problems setting it up correctly. He 

is from France and doesn't really speak english at all. Can 
someone provide some steps on how to set up correctly. 

From the very very basic steps...he is 13. Thanks for the help. 


Regards, 


George 


—-MESSAGE FILE 535 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000264 


-—-MESSAGE FILE 536 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000265 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: RE: Problems with TimView 

Date: 12 May 1998 14:40:53 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 38 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j9jh5Sfqtl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 12 May 1998 13:45:15 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA28372 
for <news@playstation.co.uk>; Tue, 12 May 1998 14:45:02 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Hi there, 

That might be the problem. Go visit Kirk Bender's homepage at SCEA's 
Net Yaroze website for his TIM viewer that is capable of doing what you 
want done. 


Regards, 
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George 


From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 


Does TimView use high-res (640 * 480) mode? That would explain why the 
images look too small on the TV screen. But what could be causing the 320 
* 240 image to display incorrectly? 


Cheers 


Phil 
philg@easynet.co.uk 


—-MESSAGE FILE 536 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000265 


-—-MESSAGE FILE 537 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000266 
Path: chuka.playstation.co.uk!news 

From: James Ogden <9057230g@udcf.gla.ac.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Yaroze and linux ? 

Date: Tue, 12 May 1998 16:50:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <35586FD5.603B78EB@udcf.gla.ac.uk> 
NNTP-Posting-Host: trap-door.biomed.gla.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (X11; I; Linux 2.0.27 i586) 


Hi, 


Has anyone ported siocons and other tools to run under 
the linux OS ? Couldn't find anything using the search engine. 
Does anyone else think this would be a great idea ? 


Cheers, 


twig 
—-MESSAGE FILE 537 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000266 


—-MESSAGE FILE 538 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000267 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Tue, 12 May 1998 13:24:59 -0700 

Organization: Cisco Systems 

Lines: 69 

Message-ID: <3558B01B.A01C8CF3@netmagic.net> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jd$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
E4EA8 .A92F3D10@chowfam.demon.co.uk> <3557BAFE.CD170013@ndirect.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Heya, 
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There's a better way than to just slap random digits on the end and 


it's ACCURATE! (I just implemented this for a real-time clock so I 
know it works.) Cut and paste this code snippet into the appropriate 
places: 


// put in your constants definitions 
/* #define VIDEO_REFRESH 60 */ 
#define VIDEO_REFRESH 50 


// put in your variable declarations 
char TimerBuf [8+1]; 
long RunningClock=0; 


// this is your main program loop 
while( ...whatever... ) 


{ 


// to calculate the minutes, seconds, and hundredths: 
RunningClock++; 
sprintf( TimerBuf,"%0.2d:%0.2d.%0.2d", 


(RunningClock/VIDEO_REFRESH) /60, // mins 
(RunningClock/VIDEO_REFRESH) %60, // secs 
((RunningClock*100) /VIDEO_REFRESH) 5100 // 100ths 


) 


// now print out the TimerBuf somehow... 
} // end of the while... 


Of course, you could increase the TimerBuf's storage space to 10+1 
and change the 100ths to 1000ths or 10000ths, but that's your option. 
This is pretty accurate as long as you don't miss a video frame. And, 
if you do, say, 25 FPS, then just change the VIDEO_REFRESH to 25. 

SUC. CCC. "EECa 


A A 


Alex Herbert wrote: 
> 
> James Chow wrote: 


I know it's not a good way to do timing, but are there any other 
suggestions of how to get a finer resolution than 1/50th sec 

or 1/60th sec? But not too fine, eg. using the root counter, which 
flies past like f£*** and has probably "gone round" a few 

times before you've checked again. 


Games like Ridge Racer have timers going down to 1/1000th sec 
resolution. Now how to do they manage that? 

Personally I find using vsync(-1) + rand() /RAND_MAX 

a bit too tacky. 


Cheers. 


jc 


VVVVVVVVVVVV VV 


games (with only a few exceptions) are clocked to 50 or 60Hz (PAL or 
TSC). There is no point it having a higher resolution timer. Ridge Racer is 
ly clocked at 25Hz ('cos it updates every other frame). It's just an 
lusion. Clock your game at 5082 with vsync() and slap some random digits 
on the end. No one will notice! 


-O Z p 
o ; 


MMAM MON NOS AOV NY NMN NN NNN NONON NN. 


m 
Փ 
K 
Ծ' 
տ 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 538 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000267 


-—-MESSAGE FILE 539 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000268 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Problems with TimView 

Date: Tue, 12 May 1998 13:28:41 -0700 
Organization: Cisco Systems 

Lines: 51 

Message-ID: <3558BOF9.5F9BD9IC1@netmagic.net> 
References: <3558B9CE.B4E@easynet.co.uk> 
Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Hi, 


Are you absolutely sure that you set your GSSPRITE parameters 
correctly, accounting for the width AND the bits-per-pixel? 
Chances are, your TIM is being displayed correctly in its 
vertical aspect but about 50% in its horizontal... 


Your 320x240x8 image is also too large to be displayed all at 
once. The limit of the Yaroze hardware is an 256x256 image, 
no matter what the bits-per-pixel are. Break up the 320x240 
into 2 TIMS (e.g. 160x240). 


philip gooch wrote: 

Hi All 

Just got my Net Yaroze last week! 

I'm having problems using TimView (the Yaroze program for checking that 


your bitmaps have converted to TIM correctly) to display large images on 
the TV screen. 


I've used TimUtil to convert a 64 * 64 4 bit image to TIM and it displays 
fine on the Yaroze with TimView (though it looks about half the size it 
should), and I've converted a 320 * 240 8 bit image (making sure that it 
is correctly aligned and not clashing with the double buffer - i.e has an 
image org of 320, 0 and a CLUT org of 480, 0) but this larger image will 
not display correctly with TimView. 


Only the top left hand quarter of the image is shown on screen and it is 
stretched out vertically and squashed horizontally. 


I'm not at the stage of writing code to display it onscreen myself, but I 
wondered if I'm doing something wrong with TimUtil, or maybe TimView has 
a limit on the size of images it can display. If I resize my original 320 
*240 image in Photoshop to 160 * 120 and reconvert to TIM it displays 
fine in TimUtil (but again, looks about half the size it should). 


Does TimView use high-res (640 * 480) mode? That would explain why the 
images look too small on the TV screen. But what could be causing the 320 
* 240 image to display incorrectly? 


Cheers 


Phil 
philg@easynet.co.uk 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 539 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000268 


—-MESSAGE FILE 540 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000269 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: Questions about VSync. 

Date: Wed, 13 May 1998 00:38:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <3558DD92.8524211E@ndirect.co.uk> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jdS$jpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
E4EFA8 .A92F3D10@chowfam.demon.co.uk> <3557BAFE.CD170013@ndirect.co.uk> <3558B01B.A01C 
8CF3@netmagic.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: tenchi@cisco.com 


Elliott Lee wrote: 


Heya, 

There's a better way than to just slap random digits on the end and 
it's ACCURATE! (I just implemented this for a real-time clock so I 
know it works.) Cut and paste this code snippet into the appropriate 
places: 


// put in your constants definitions 
/* #define VIDEO_REFRESH 60 */ 
#define VIDEO_REFRESH 50 


// put in your variable declarations 
char TimerBuf [8+1]; 
long RunningClock=0; 


// this is your main program loop 
while( ...whatever... ) 


{ 


// to calculate the minutes, seconds, and hundredths: 
RunningClock++; 
sprintf( TimerBuf,"%0.2d:%0.2d.%0.2d", 


(RunningClock/VIDEO_REFRESH) /60, // mins 
(RunningClock/VIDEO_REFRESH) %60, // secs 
((RunningClock*100) /VIDEO_REFRESH) 5100 // 100ths 


) 


// now print out the TimerBuf somehow... 
} // end of the while... 


Of course, you could increase the TimerBuf's storage space to 10+1 
and change the 100ths to 1000ths or 10000ths, but that's your option. 
This is pretty accurate as long as you don't miss a video frame. And, 
if you do, say, 25 FPS, then just change the VIDEO_REFRESH to 25. 

ete. ete... ete... 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Hello again. 
Two things. 


1. What is the point in actually clocking at a higher rate than your frame rate? 
The person playing the game is responding to what was drawn 2 frames ago, and the 
game situation and display only change once per frame. How much accuracy can a 
game under these conditions need? 


2. In your example code you use RunningClock which is incremented once per 
frame. So, your counter is clocked at the same rate as your frame rate. 
Therefore it is not any more acurate. With a video refresh of 50Hz and a frame 
rate of 50Hz, your hundredths will always be even numbers. If you extend it to 
thousandths of a second, then they will always be multiples of 20. If you extend 
it further to 10,000ths, then multiples of 200 - the last 2 digits will always be 
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O! Is that more accurate? Futhermore, if you reduce your frame rate to 25fps, 
then the accuracy is halved. Your timer's accuracy is always restricted to the 
frame rate. You are simply adjusting the scale of your frame counter, not 

increasing the accuracy. 


Remember, creating a game is about creating illusion. If you want to give the 
illusion that your timer is more accurate than your frame rate, then my original 
suggestion is the easiest way. 

Herbs 


PS. Sorry if that sounds rude or big headed - not my intention. :) 


—-MESSAGE FILE 540 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000269 


—-MESSAGE FILE 541 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000270 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Wed, 13 May 1998 00:47:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3558DF85.7C89DA42@ndirect.co.uk> 
References: <35557807.6E248247@chowfam.demon.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-14.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Chow <james@chowfam.demon.co.uk> 


James Chow wrote: 


> Can anyone tell me why declaring (and using) 
> 

> PACKET GpuPktArea[2][x], where x = 2՞ո-1 

> 

> does not work? (uv = pow(u,v) ) 

> (n is any number) 

> 

> I understand that if x is too small then the 
> GPU will not have enough space to carry out 
> its tasks. That means if we set it to bea 
> large value, then everything should be OK. 
> However, this does not seem to be the case. 
> 

> With x = 32767, it locked up just trying to 
> draw a line. 

> 

> Anyone? 

> -- 

> jc 

You say: x = 24°n=1.. 

Shouldn't that be: x = 2՞ոշ 


Also, upper limit for n is 14, so the max value for x is 16384. 


Hope that sorts it for ya. 


Herbs 


—-MESSAGE FILE 541 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000270 


—-MESSAGE FILE 542 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000271 
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Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and linux ? 

Date: 13 May 1998 11:55:55 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Sender: thutton@TECH10 

Message-ID: <ud8dj7x30.fsf@cybec.com.au> 
References: <35586FD5.603B78EB@udcf.gla.ac.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


James Ogden <9057230g@udcf.gla.ac.uk> writes: 
Hi, 
Has anyone ported siocons and other tools to run under 


the linux OS ? Couldn't find anything using the search engine. 
Does anyone else think this would be a great idea ? 


VVVVVVV 


May people are already doing this. I use FreeBSD. The Japanese are 
particularly fond of the free unices, and you can get patches and 
limited instructions on how to build binutils-2.8.1, gcc-2.8.0 and 
gdb-4.16, and source to a unix version of siocons from: 


http://www.netyaroze-europe.com/~byz00002/unix/ 


Toby. 
—-MESSAGE FILE 542 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000271 


—-MESSAGE FILE 543 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000272 
Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Problems with TimView 

Date: Wed, 13 May 1998 11:05:23 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <3559ER0E3.5369@easynet.co.uk> 
References: <6j9jh5Sfqtl@emeka.playstation.co.uk> 
NNTP-Posting-Host: hst248.routledge.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


George_Bain@Playstation.sony.com wrote: 


Hi there, 

That might be the problem. Go visit Kirk Bender's homepage at SCEA's 
Net Yaroze website for his TIM viewer that is capable of doing what you 
want done. 


Regards, 


George 
Cheers, I'll check it out 


VVVVVVVVV VV 


Phil 
—-MESSAGE FILE 543 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000272 


—-MESSAGE FILE 544 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000273 
Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problems with TimView 
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Date: Wed, 13 May 1998 11:11:07 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3559E23B.303D@easynet.co.uk> 

References: <3558B9CE.B4E@easynet.co.uk> <3558BOF9.5F9BDIC1@netmagic.net> 
NNTP-Posting-Host: hst248.routledge.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


Elliott Lee wrote: 

Hi, 

Are you absolutely sure that you set your GSSPRITE parameters 
correctly, accounting for the width AND the bits-per-pixel? 


Chances are, your TIM is being displayed correctly in its 
vertical aspect but about 50% in its horizontal... 


Your 320x240x8 image is also too large to be displayed all at 
once. The limit of the Yaroze hardware is an 256x256 image, 
no matter what the bits-per-pixel are. Break up the 320x240 
into 2 TIMS (e.g. 160x240). 


VVVVVVVVVV VV 


Aha! That makes sense - because a texture page has a max size of 256 * 
So basically if you want to display a full screen static image (e.g for a 
backdrop or a splash screen) you have to break it up into smaller chunks? 


To display an image on screen, does it have to be a GsSPRITE? I don't 
want it to move or rotate or anything, just be there! 


Cheers 


Phil 
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—-MESSAGE FILE 544 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000273 


—-MESSAGE FILE 545 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000274 


Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Problems MAC 

Date: Wed, 13 May 1998 11:15:13 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <3559EF331.2808@easynet.co.uk> 
References: <63932jSfq01@emeka.playstation.co.uk> 
NNTP-Posting-Host: hst248.routledge.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


George_Bain@Playstation.sony.com wrote: 


> Hi all, 

> 

> Does anyone have a MAC / Codewarrior? If so can you help 

> a member who is having problems setting it up correctly. He 
> is from France and doesn't really speak english at all. Can 
> someone provide some steps on how to set up correctly. 

> From the very very basic steps...he is 13. Thanks for the help. 
> 

> Regards, 

> 

> George 

George 


I'm using a Mac with Codewarrior and have set it up successfully to 
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compile and download programs to the Yaroze. I can give him step-by-step 
instructions of how I set mine up if you like. 


Do you have his email address? Or should I post it to the newsgroup or 
the Web site? 


Would anyone be able to translate it into French? 


Phil 
—-MESSAGE FILE 545 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000274 


—-MESSAGE FILE 546 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000275 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problems MAC 

Date: 13 May 1998 11:39:26 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 36 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6 jbt8uSihel@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 13 May 1998 10:43:49 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id LAA09670 
for <news@playstation.co.uk>; Wed, 13 May 1998 11:43:30 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Hi Phil, 


Great! Yes, post it here and I'll translate it to French, then later 
give it to him. 


Regards, 
George 


>>> >>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>> 


George 

I'm using a Mac with Codewarrior and have set it up successfully to 
compile and download programs to the Yaroze. I can give him step-by-step 
instructions of how I set mine up if you like. 


Do you have his email address? Or should I post it to the newsgroup or 
the Web site? 


Would anyone be able to translate it into French? 


Phil 


—-MESSAGE FILE 546 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000275 


—-MESSAGE FILE 547 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000276 
Path: chuka.playstation.co.uk!news 

From: James Ogden <9057230g@udcf.gla.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and linux ? 

Date: Wed, 13 May 1998 13:55:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 


Net Yaroze newsgroups message dump.txt Page 330 


Message-ID: <35599844.71722DAF@udcf.gla.ac.uk> 

References: <35586FD5.603B78EB@udcf.gla.ac.uk> <ud8dj7x30.fsf@cybec.com.au> 
NNTP-Posting-Host: trap-door.biomed.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (X11; I; Linux 2.0.27 i586) 


Toby Hutton wrote: 


May people are already doing this. I use FreeBSD. The Japanese are 
particularly fond of the free unices, and you can get patches and 
limited instructions on how to build binutils-2.8.1, gcc-2.8.0 and 
gdb-4.16, and source to a unix version of siocons from: 


http://www.netyaroze-europe.com/~byz00002/unix/ 


VVVVVVVV 


thanks for the info. 


Unfortunately, the link to the siocons source code is broken. 
At times like this I wish I could read Japanese. Any other links 
to this source ? 


Cheers, 


twig 
—-MESSAGE FILE 547 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000276 


-—-MESSAGE FILE 548 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000277 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and linux ? 

Date: Wed, 13 May 1998 12:38:44 -0400 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <3559CC94.53FE1728@cobite.com> 

References: <35586FD5.603B78EB@udcf.gla.ac.uk> <ud8dj7x30.fsf@cybec.com.au> <3559984 
4.71722DAF@udcf.gla.ac.uk> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 i586) 

To: James Ogden <9057230g@udcf.gla.ac.uk> 


James Ogden wrote: 


> 

> Toby Hutton wrote: 

>> 

> > May people are already doing this. I use FreeBSD. The Japanese are 
> > particularly fond of the free unices, and you can get patches and 
> > limited instructions on how to build binutils-2.8.1, ցօօ-2.8.0 and 
> > gdb-4.16, and source to a unix version of siocons from: 

>> 

> > http://www.netyaroze-europe.com/~byz00002/unix/ 

>> 

> 

> thanks for the info. 

> 

> Unfortunately, the link to the siocons source code is broken. 

> At times like this I wish I could read Japanese. Any other links 

> to this source ? 

> 

> Cheers, 

> 

> twig 


In the members websites on SCEA, Charles Henrich has posted the prebuilt 
binaries for FreeBSD 2.2, as well as the Source distribution. I 
managed to compile these for linux fairly easily, with a few abortive 
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attempts (mostly because the information in his supplied README was 
not entirely correct). 


The link, if you can access it, is 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 

tho I think you SCEE people have to use a mirror address or something 
to get there. Im only fairly knew, sorry for the inconvenience if that 


doesn't help you :) 


If you cant get it to compile, feel free to bug me and I'll describe the 
extra steps I had to take. 


Craig 
—-MESSAGE FILE 548 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000277 


—-MESSAGE FILE 549 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000278 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Wed, 13 May 1998 18:29:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3559D87E.D5C1EBD1@chowfam.demon.co.uk> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Maybe the original post wasn't too clear. 
Let me try again. 


Why does, declaring any of the following 


PACKET GpuPktArea[2] [31]; or 
PACKET GpuPktArea[2] [63]; or 
PACKET GpuPktArea[2][255]; or 
PACKET GpuPktArea[2][511]; or 
PACKET GpuPktArea[2] [1023]; 


(...you get the idea...) 


lock up the program? 
Even if it is just one line. 


—-MESSAGE FILE 549 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000278 


—-MESSAGE FILE 550 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000279 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problems with TimView 

Date: Wed, 13 May 1998 17:08:38 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3559d2f8.2225353@news.scea.sony.com> 

References: <3558B9CE.B4E@easynet.co.uk> <3558BOF9.5F9BD9C1@netmagic.net> <3559E23B. 
303D@easynet.co.uk> 

NNTP-Posting-Host: client-151-198-130-101.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>To display an image on screen, does it have to be a GsSSPRITE? I don't 
>want it to move or rotate or anything, just be there! 


You could also use MoveImage or LoadImage. Check the thread named 
Big Sprite ? by Alex, in the Scea.Yaroze.Programming.2D_Graphics 
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—Matt 
—-MESSAGE FILE 550 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000279 


—-MESSAGE FILE 551 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000280 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.beginners 

Subject: Plotting 2D Boxes in a 3D World 

Date: Thu, 14 May 1998 00:49:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <355a3dc2.2999054@news.playstation.co.uk> 
NNTP-Posting-Host: pll-nothura-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I'm writing a 3d shoot em up game and I want the background to be a 
pretty backdrop of stars. I've coded the stars as 1 * 1 rectangles 
which get bunged into the OT using GsSortBoxFill. They are being 
displayed but what is happening is that they are all appearing ina 
small box in the lower right hand corner of the screen. I am assigning 
each star random co-ordinates using something like x = rand()%320, y = 


rand()%256. I know that I have to do something to the co-ordinates to 
map them into 3d space ( i.e the whole screen ) but I cannot determine 


what. Can anyone help please !!! 


—-MESSAGE FILE 551 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000280 


—-MESSAGE FILE 552 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000281 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: Thu, 14 May 1998 04:41:30 +0100 

Organization: I wish! 

Lines: 37 

Message-ID: <355A67EA.137C@mdx.ac.uk> 

References: <355a3dc2.2999054@news.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Hi Richard, I was wondering when Id see your presence on here after 
onedotzero... 

I also have to say I think you're progressing pretty darned fast, which 
is nice to see. 


What is happening is this - 

normal screen coordinates are (0,0) top left of screen to (320,240) 
bottom right, but when you use initialise the screen for 3d graphics 
with GsInit3D(), then the origin moves to the center of the screen, 
so all you have to do is draw your rectangles from (-160,-120) to 
(160,120) !! 


PS, I think from what James Shaugnessy found out that there is a 
quicker way of drawing one by one dots, and that is to have a 121 
pixel large sprite, and use that instead of boxes. You can alter the 
r,g,b member attributes of the GsSSPRITEs to get different hued dots. 
Although, thinking about it now, James was not using boxes in the 
first place, so maybe its worth checking if sprites are faster. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


(btw, you put your web site up at lam. Im replying to this at 
4.49am. Im staying up all night at uni (yawn) ) 
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I'm writing a 3d shoot em up game and I want the background to be a 

pretty backdrop of stars. I've coded the stars as 1 * 1 rectangles 

which get bunged into the OT using GsSortBoxFill. They are being 

displayed but what is happening is that they are all appearing ina 

small box in the lower right hand corner of the screen. I am assigning 

each star random co-ordinates using something like x = rand()%320, y = 
rand()%256. I know that I have to do something to the co-ordinates to 

map them into 3d space ( i.e the whole screen ) but I cannot determine 

what. Can anyone help please !!! 

—-MESSAGE FILE 552 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000281 


VVVVVVVVVV 


-—-MESSAGE FILE 553 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000282 
Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Getting started on the Mac 

Date: Thu, 14 May 1998 15:23:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 128 

Message-ID: <355AFE5A.146@easynet.co.uk> 
NNTP-Posting-Host: hst248.routledge.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


George asked me to post this to the group for a French Yaroze member who 
is having problems setting up his Mac. Also, Metrowerks should be able 
provide Codewarrior documentation in French. 


Feel free to edit/repost as necessary 
Getting started with Net Yaroze development using the Mac 


You will need: 

1) Metrowerks Codewarrior for Net Yaroze 

(Please note that the version that ships when you order Codewarrior with 
your Net Yaroze in 2.03, and this is for Power Macintosh only. If you are 
using an older 68K Mac you should download the upgrade to version 2.1 
which supports 68K Macs. However, you should really be using a Power Mac 
for Net Yaroze development, which leads me to... 

2) A Power Mac with at least 32MB of RAM. The Codewarrior Integrated 
Development Environment is pretty memory-hungry. 

3) A high-speed Hayes-compatible Mac modem cable that is wired for 
hardware handshaking. (I find that the modem cable that is supplied with 
the Motorola 28.8 Mac modem works fine). 
4) A 25-pin-female to 9-pin-male adaptor (available at any PC shop) 

5) Preferably a copy of Softwindows or Virtual PC so that you can run the 
sound and graphics conversion tools supplied on the Net Yaroze Software 
Development CD. In fact, with Softwindows or Virtual PC you could use all 
the development tools supplied by Sony as if you were using a real PC. 
I've tried it and it works, but I won't go into the details here. 


Step 1: Installation 


Install the Codewarrior software onto the Mac from the Codewarrior for 
Net Yaroze CD. 

Double-click on the CW for Net Yaroze Installer icon to run the 
installation program. If your CD drive supports dual-partition CDs, you 
may see 2 CD icons appear on the desktop when you insert the Codewarrior 
CD. If so, first double-click on the 'Metrowerks' CD icon (not the 

"PS NY" icon, which contains the PC version of Codewarrior) 


**Note: you might like to go straight to Step 4 before Steps 2 and 3. 
Step 4 is about installing the Net Yaroze Runtime Library used in 
developing your own projects 


Step 2 Check that your Mac->Yaroze connection is working OK. 


Set up your Net Yaroze hardware as described in the Net Yaroze manual. 
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Make sure the Net Yaroze access card is in memory slot 1. 

Connect the round 8-pin end of your modem cable to the Mac modem port. 
Connect the 25-pin end to the 25-pin end of the adaptor. Connect the 
9-pin end of the adaptor to the 9-pin end of the Net Yaroze serial cable. 
Make sure the other end of the Net Yaroze serial cable is correctly 
connected to the Net Yaroze. Switch on or reset the Net Yaroze, and wait 
for the brick background to appear on the TV screen. 


Open the 'Codewarrior for Net Yaroze' folder that was placed on your hard 
disk in Step 1. Inside, you will find a folder called 'Other Metrowerks 
Tools'. Here there should be a program called PSComUtil, which allows the 
Mac to connect to the Yaroze and download programs to it. 


Double-click on the PSComUtil icon and you should get a message saying: 
"Connecting to Playstation". If this fails, try again by selecting 
Reconnect in the Edit menu. If everything is working OK you should have a 
connection established. If not, check the following: 

a) check that the Net Yaroze boot CD is in the Yaroze CD drive. Most 
people's boot CDs are black, but mine was light blue! Make sure you 
haven't got the wrong CD in the Yaroze. 

b) on PSComUtil on the Mac, go into Preferences in the Edit menu. Make 
sure that Modem Port is selected for the Port setting. If you do not have 
a memory card in memory slot 2 on the Yaroze, make sure that the Boot 
Speed is set to 9600 Kbps. Debug Speed should be set to whatever the 
highest baud rate your Mac supports. It should work with a setting of 
115.2 Kbs. If not, try lowering it to 56 Kbps. 

After checking a) and b), try to Reconnect again (Edit menu). If you are 
using the correct modem cable and use the settings given above, you 
should get a connection. 


Step 3: Download a test file 


With PSComUtil still running, and with a connection established to the 
Yaroze, choose 'Download Program’ from the 'Program Execution' menu. 
Select the file called 'NY.pxe' in the 'Check' folder inside 'Net Yaroze 
Examples' 

(Note: the Codewarrior manual is wrong here. The file you want is called 
"NY.pxe', *not* 'Check') 


You should get a message saying 'Download Successful' 
Select 'Run' from the 'Program Execution' menu. After a brief pause you 
should see a bouncing ball on the TV screen accompanied by some music 
Reset the Yaroze when you've finished playing with the test file. 


Step 4: Compiling the Net Yaroze Runtime Library 


Put the Net Yaroze Sofware Development disc in your Mac CD drive. There 
should be a folder called 'PSX' on the CD. Inside the PSX folder are two 
folders of interest: LIB and INCLUDE. 

a) Copy the contents of the CD's PSX\LIB folder to the folder called 
'Lib' in the 'Net Yaroze Support' folder which is in the main 
"Metrowerks Codewarrior' folder on your Mac hard disk. The LIB folder on 
the Yaroze CD should contain 2 files: 'libps.a' and 'specs', anda 
folder called 'ldscript'. Make sure you copy all of these. Make sure you 
only copy the contents of the LIB folder, not the folder itself 

b) Copy the contents of the CD's PSX\INCLUDE folder to the folder called 
"Include' in the 'Net Yaroze Support' folder on the Mac hard disk. The 
INCLUDE folder on the Yaroze CD should contain 23 files and a directory 
called 'sys'. Make sure you copy all of these. Copy only the contents of 
the INCLUDE folder, not the folder itself. 


c) Double-click on the 'NetYarozeLibConvert.prj' file on your Mac hard 
disk. It is in: 

Codewarrior Examples\Net Yaroze Examples\Net Yaroze Lib Convert 

The Codewarrior Project window should appear. In the Project window, 
select the file 'Libps.a' and choose 'Compile' from the 'Project' menu. 
You should find that a new file called 'Libps.a.lib' has been created in 
the 'Lib' folder in 'Net Yaroze Support' to which you copied files in 
step a) 


d) You can test that this library has been correctly compiled by opening 
the 'Check' project (the file is check.prj in Net Yaroze Examples\Check) 
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in Codewarrior and recompiling it (choosed 'Compile' from the 'Project' 
menu). 


If you have any problems, make sure that you copied all of the files from 


the Yaroze Software development disc to the correct locations on the Mac, 
as outlined above. 


Hope this is useful 


Phil 
—-MESSAGE FILE 553 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000282 


—-MESSAGE FILE 554 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000283 
Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Getting started on the Mac 

Date: Thu, 14 May 1998 15:23:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 128 

Message-ID: <355AFE77.1B40@easynet.co.uk> 
NNTP-Posting-Host: hst248.routledge.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


George asked me to post this to the group for a French Yaroze member who 
is having problems setting up his Mac. Also, Metrowerks should be able 
provide Codewarrior documentation in French. 


Feel free to edit/repost as necessary 
Getting started with Net Yaroze development using the Mac 


You will need: 

1) Metrowerks Codewarrior for Net Yaroze 

(Please note that the version that ships when you order Codewarrior with 
your Net Yaroze in 2.03, and this is for Power Macintosh only. If you are 
using an older 68K Mac you should download the upgrade to version 2.1 
which supports 68K Macs. However, you should really be using a Power Mac 
for Net Yaroze development, which leads me to... 

2) A Power Mac with at least 32MB of RAM. The Codewarrior Integrated 
Development Environment is pretty memory-hungry. 

3) A high-speed Hayes-compatible Mac modem cable that is wired for 
hardware handshaking. (I find that the modem cable that is supplied with 
the Motorola 28.8 Mac modem works fine). 
4) A 25-pin-female to 9-pin-male adaptor (available at any PC shop) 

5) Preferably a copy of Softwindows or Virtual PC so that you can run the 
sound and graphics conversion tools supplied on the Net Yaroze Software 
Development CD. In fact, with Softwindows or Virtual PC you could use all 
the development tools supplied by Sony as if you were using a real PC. 
I've tried it and it works, but I won't go into the details here. 


Step 1: Installation 


Install the Codewarrior software onto the Mac from the Codewarrior for 
Net Yaroze CD. 

Double-click on the CW for Net Yaroze Installer icon to run the 
installation program. If your CD drive supports dual-partition CDs, you 
may see 2 CD icons appear on the desktop when you insert the Codewarrior 
CD. If so, first double-click on the 'Metrowerks' CD icon (not the 

"PS NY" icon, which contains the PC version of Codewarrior) 


**Note: you might like to go straight to Step 4 before Steps 2 and 3. 
Step 4 is about installing the Net Yaroze Runtime Library used in 
developing your own projects 


Step 2 Check that your Mac->Yaroze connection is working OK. 


Set up your Net Yaroze hardware as described in the Net Yaroze manual. 
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Make sure the Net Yaroze access card is in memory slot 1. 

Connect the round 8-pin end of your modem cable to the Mac modem port. 
Connect the 25-pin end to the 25-pin end of the adaptor. Connect the 
9-pin end of the adaptor to the 9-pin end of the Net Yaroze serial cable. 
Make sure the other end of the Net Yaroze serial cable is correctly 
connected to the Net Yaroze. Switch on or reset the Net Yaroze, and wait 
for the brick background to appear on the TV screen. 


Open the 'Codewarrior for Net Yaroze' folder that was placed on your hard 
disk in Step 1. Inside, you will find a folder called 'Other Metrowerks 
Tools'. Here there should be a program called PSComUtil, which allows the 
Mac to connect to the Yaroze and download programs to it. 


Double-click on the PSComUtil icon and you should get a message saying: 
"Connecting to Playstation". If this fails, try again by selecting 
Reconnect in the Edit menu. If everything is working OK you should have a 
connection established. If not, check the following: 

a) check that the Net Yaroze boot CD is in the Yaroze CD drive. Most 
people's boot CDs are black, but mine was light blue! Make sure you 
haven't got the wrong CD in the Yaroze. 

b) on PSComUtil on the Mac, go into Preferences in the Edit menu. Make 
sure that Modem Port is selected for the Port setting. If you do not have 
a memory card in memory slot 2 on the Yaroze, make sure that the Boot 
Speed is set to 9600 Kbps. Debug Speed should be set to whatever the 
highest baud rate your Mac supports. It should work with a setting of 
115.2 Kbs. If not, try lowering it to 56 Kbps. 

After checking a) and b), try to Reconnect again (Edit menu). If you are 
using the correct modem cable and use the settings given above, you 
should get a connection. 


Step 3: Download a test file 


With PSComUtil still running, and with a connection established to the 
Yaroze, choose 'Download Program’ from the 'Program Execution' menu. 
Select the file called 'NY.pxe' in the 'Check' folder inside 'Net Yaroze 
Examples' 

(Note: the Codewarrior manual is wrong here. The file you want is called 
"NY.pxe', *not* 'Check') 


You should get a message saying 'Download Successful' 
Select 'Run' from the 'Program Execution' menu. After a brief pause you 
should see a bouncing ball on the TV screen accompanied by some music 
Reset the Yaroze when you've finished playing with the test file. 


Step 4: Compiling the Net Yaroze Runtime Library 


Put the Net Yaroze Sofware Development disc in your Mac CD drive. There 
should be a folder called 'PSX' on the CD. Inside the PSX folder are two 
folders of interest: LIB and INCLUDE. 

a) Copy the contents of the CD's PSX\LIB folder to the folder called 
'Lib' in the 'Net Yaroze Support' folder which is in the main 
"Metrowerks Codewarrior' folder on your Mac hard disk. The LIB folder on 
the Yaroze CD should contain 2 files: 'libps.a' and 'specs', anda 
folder called 'ldscript'. Make sure you copy all of these. Make sure you 
only copy the contents of the LIB folder, not the folder itself 

b) Copy the contents of the CD's PSX\INCLUDE folder to the folder called 
"Include' in the 'Net Yaroze Support' folder on the Mac hard disk. The 
INCLUDE folder on the Yaroze CD should contain 23 files and a directory 
called 'sys'. Make sure you copy all of these. Copy only the contents of 
the INCLUDE folder, not the folder itself. 


c) Double-click on the 'NetYarozeLibConvert.prj' file on your Mac hard 
disk. It is in: 

Codewarrior Examples\Net Yaroze Examples\Net Yaroze Lib Convert 

The Codewarrior Project window should appear. In the Project window, 
select the file 'Libps.a' and choose 'Compile' from the 'Project' menu. 
You should find that a new file called 'Libps.a.lib' has been created in 
the 'Lib' folder in 'Net Yaroze Support' to which you copied files in 
step a) 


d) You can test that this library has been correctly compiled by opening 
the 'Check' project (the file is check.prj in Net Yaroze Examples\Check) 
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in Codewarrior and recompiling it (choosed 'Compile' from the 'Project' 
menu). 


If you have any problems, make sure that you copied all of the files from 


the Yaroze Software development disc to the correct locations on the Mac, 
as outlined above. 


Hope this is useful 


Phil 
—-MESSAGE FILE 554 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000283 


-—-MESSAGE FILE 555 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000284 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: Thu, 14 May 1998 16:25:08 +0100 

Organization: The Hex Heroes 

Lines: 21 

Message-ID: <355BOCD4.2A85@writeme.com> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> 
NNTP-Posting-Host: gfs0-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 


PS, I think from what James Shaugnessy found out that there is a 
quicker way of drawing one by one dots, and that is to have a 121 
pixel large sprite, and use that instead of boxes. You can alter the 
r,g,b member attributes of the GsSPRITEs to get different hued dots. 
Although, thinking about it now, James was not using boxes in the 
first place, so maybe its worth checking if sprites are faster. 


VVVVVV 


I'm pretty darned sure that GsSPRITEs (min. size 4x1?) are faster than 
GsBOXFs. Also fairly sure that GsLINEs with x0,xl and y0,yl co-ordinates 
identical will be faster than GsBOXFs (though untested). 
The quickest way to do particle/star effects (but probably the least 
friendly) is to muck about with a u_short[x*y] array and use LoadImage 
to plonk it on the screen. 
I think each direct pixel (16bit) is arranged: 

[STPFLAG] [BBBBB] [GGGGG] [RRRRR] 


Check the little yellow book for more details... 


James (~mrfrosty). 
—-MESSAGE FILE 555 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000284 


—-MESSAGE FILE 556 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000285 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Thu, 14 May 1998 18:25:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <355B2918.417D7F3C@chowfam.demon.co.uk> 
References: <354C8851.709D2E83@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks to everyone who have gone to the trouble 
in replying to my initial problem. 
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But, my GpuPktArea query seems to have gone 
unnoticed. For me, that is now proving to be 
quite confusing. 


jc 


—-MESSAGE FILE 556 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000285 


—-MESSAGE FILE 557 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000286 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: Thu, 14 May 1998 21:10:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <355b5c8b.297920@news.playstation.co.uk> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> 
NNTP-Posting-Host: p40-crane-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks Robert, 


That works a treat ! I new it had to be something simple in the end 
and there was me thinking that I was going to have to bugger about 
with matrices and the like. 


I have stayed with using boxes for now as I haven't got around to 
playing with sprites yet ( well I had a go, but we won't talk about 
that. + < ot ). What I've done is to package up my starfield routines 
into a library which is probably completely OTT but now means I can 
easily create and animate my starfields with a couple of function 
calls. Its all in my ftp area if anyones interested just check the 
web page http://www.netyaroze-europe.com/~rcutting. 


Now its back to fixing some of my game logic which I broke the other 
day..... SUH se ese 


Richard. 
( richard.cutting@virgin.net ) 


On Thu, 14 May 1998 04:41:30 +0100, Robert Swan <rs1l08@mdx.ac.uk> 
wrote: 


>Hi Richard, I was wondering when Id see your presence on here after 
>onedotzero... 

>I also have to say I think you're progressing pretty darned fast, which 
>is nice to see. 

> 

>What is happening is this - 

>normal screen coordinates are (0,0) top left of screen to (320,240) 
>bottom right, but when you use initialise the screen for 3d graphics 
>with GsInit3D(), then the origin moves to the center of the screen, 

>so all you have to do is draw your rectangles from (-160,-120) to 


>(160,120)!! 
> 
>PS, I think from what James Shaugnessy found out that there is a 


>quicker way of drawing one by one dots, and that is to have a 1xl 
>pixel large sprite, and use that instead of boxes. You can alter the 
>r,g,b member attributes of the GsSPRITEs to get different hued dots. 
>Although, thinking about it now, James was not using boxes in the 
>first place, so maybe its worth checking if sprites are faster. 

> 

>Robert Swan 

>rsl08@mdx.ac.uk 

>http://www.netyaroze-europe.com/~middex2 

> 

>(btw, you put your web site up at lam. Im replying to this at 
>4.49am. Im staying up all night at uni (yawn) ) 

> 

>Richard Cutting wrote: 
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>> 
>> I'm writing a 3d shoot em up game and I want the background to be a 
>> pretty backdrop of stars. I've coded the stars as 1 * 1 rectangles 


>> which get bunged into the OT using GsSortBoxFill. They are being 

>> displayed but what is happening is that they are all appearing ina 

>> small box in the lower right hand corner of the screen. I am assigning 
>> each star random co-ordinates using something like x = rand()%320, y = 


>> rand()%256. I know that I have to do something to the co-ordinates to 
>> map them into 3d space ( i.e the whole screen ) but I cannot determine 


>> what. Can anyone help please | |) 


—-MESSAGE FILE 557 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000286 


-—-MESSAGE FILE 558 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000287 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: Fri, 15 May 1998 01:05:01 +0100 

Organization: Bacardi Ferrari V12 

Lines: 48 

Message-ID: <355B86AD.3C0@manc.u-net.com> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
BOCD4.2A85@writeme.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Rutherford wrote: 

Robert Swan wrote: 

> PS, I think from what James Shaughnessy found out that there is a 
quicker way of drawing one by one dots, and that is to have a 121 
pixel large sprite, and use that instead of boxes. You can alter the 
r,g,b member attributes of the GsSSPRITEs to get different hued dots. 
Although, thinking about it now, James was not using boxes in the 
first place, so maybe its worth checking if sprites are faster. 


I'm pretty darned sure that GsSPRITEs (min. size 4x1?) are faster than 
GsBOXFs. Also fairly sure that GsLINEs with x0,x1 and 70,571 


VVVVVVVV VV 
V V V V V 


I originally was using ClearImages to draw single pixels which was 
MERDE slow (about 1 HSync just for one single call! NEVER use this for 
plotting, but as James R says an array[x*y] for a section of screen is 
a top way for area plotting with a single LoadImage to slap it over). 
Indeed now Լ use a 1x1 sprite to plot pixels (and change rgb members as 
you say Robert to alter the colour -- nice to see you notice my 
"technique', oo'er) which I would say would be much faster than a 1x1 
BOXF. A 1x1 GSSPRITE is perfectly legal by the way (my Grav bullets 
are all GsSPRITES), and I think you can re-use the single sprite to 
draw hundreds of pixels in one go -- just keep reSORTing it into the 
OT after each manipulation (please correct me if I'm wrong). 


Just one thing I'd like to say as I've been reminded by the array[x*y] 
thing. This may be old news but here a little hint that assembly coders 
will no-doubt know about. Say you have an array for a full screen: 


array [320*240]; 


As everyone knows you access a coordinate with the formula: x+y*320 
WRONG! It is much quicker to do xty*256+y*64 (but using BITSHIFTS) to 


avoid doing a (relatively slow) multiplication, like so: 
offset = xt+(y<<8)+(y<<6) ; // for a screen 256+64=320 pixels wide 
Bit-shifts look scary to C newcomers (like when they first see the 


code for the PadRead function) but THEY ARE THE WAY FORWARD FOLKS! 
Use and Abuse ‘'em!! 


Jim 
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PS I'll do some benchmarks on this soon for those who're interested.. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 558 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000287 


—-MESSAGE FILE 559 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000288 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: Fri, 15 May 1998 01:26:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
Message-ID: <6jg24uSf403@chuka.playstation.co.uk> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
BOCD4.2A85@writeme.com> <355B86AD.3C0@manc.u-net.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


This is so true. I used to program assembly on my Atari STE and I found that 
for fast graphics I had to use shifting. I took those ideas over to C 
programming when I started on that. It's amazing how many programmers don't 
bother with this sort of thing just because of the power of the processors. 
If games (PC, PSX or whatever) where still programmed using those speed 
enhancing tips from assembly programmers working on slower machines the game 
would not need half as much processing power that they do these days. 


JohnT 


>Just one thing I'd like to say as I've been reminded by the array[x*y] 
>thing. This may be old news but here a little hint that assembly coders 


>will no-doubt know about. Say you have an array for a full screen: 
> 

>array[320*240]; 

> 


>As everyone knows you access a coordinate with the formula: x+y*320 
>WRONG! It is much quicker to do xty*256+y*64 (but using BITSHIFTS) to 
>avoid doing a (relatively slow) multiplication, like so: 

> 

>offset = xt+(y<<8)+(y<<6); // for a screen 256+64=320 pixels wide 

> 

>Bit-shifts look scary to C newcomers (like when they first see the 
>code for the PadRead function) but THEY ARE THE WAY FORWARD FOLKS! 
>Use and Abuse ‘'em!! 

> 

>Jim 

> 

>PS I'll do some benchmarks on this soon for those who're interested.. 
>—— 


> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


—-MESSAGE FILE 559 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000288 


--MESSAGE FILE 560 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000289 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: 15 May 1998 02:31:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <slrn61lna7j.qab.tjs@indy16.cs.monash.edu.au> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
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BOCD4.2A85@writeme.com> <355B86AD.3C0@manc.u-net.com> <6 jg24uSf4o03@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Fri, 15 May 1998 01:26:46 +0100, JohnT <johnt@nettech.demon.co.uk> wrote: 
>This is so true. I used to program assembly on my Atari STE and I found that 
>for fast graphics I had to use shifting. I took those ideas over to C 
>programming when I started on that. It's amazing how many programmers don't 
>bother with this sort of thing just because of the power of the processors. 
>If games (PC, PSX or whatever) where still programmed using those speed 
>enhancing tips from assembly programmers working on slower machines the game 
>would not need half as much processing power that they do these days. 


The STE was a 68000 processor, right? That would mean a table lookup 
would have been faster than shifts, which would have been faster than 
those wonderful 68 (or there abouts...) cycle multiplies. 


on the R3000, shifts are still faster than multiplies, although the 
processor isn't sitting idle during that time, so if you can use the 
delay slots, then you don't lose out. 


the fact is though, that all optimising compilers will take constant 
multiplies and turn them into shifts if it's faster to do it that way. 


the other thing is that it's optimisation on an algorithmic level, 
rather than on an instruction level that gives most performance 
improvements. 


so basically, if you're writing anything other than assembly, it's not 
worth the extra effort to write things out explicitly as shifts. in 
fact they *might* confuse the compiler, so that the end result is worse. 


caches, better processors, and optimising compilers mean that 
optimisation techniques of 5-10 years ago are much less useful than 
they were. 


toby. 
—-MESSAGE FILE 560 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000289 


—-MESSAGE FILE 561 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000290 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "dr Z" <gsauve@sie.qc.ca> 
Newsgroups: scee.yaroze.beginners 
Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: 15 May 1998 04:04:48 GMT 

Organization: SCEA News Server 

Lines: 83 

Message-ID: <0Olbca867S$ef75bda0$leb6e9cd@lausauvege> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
BOCD4.2A85@writeme.com> <355B86AD.3C0@manc.u-net.com> <6 jg24uSf4o03@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: sie-182-30.sie.qc.ca 

X-Newsreader: Microsoft Internet News 4.70.1155 


This is a little off topic but now on Pentium and on Power PC processors, 
using Y*320 instead of Y<<8 + Y<<6 is faster because of the cost of 
stalling the processor and the less cycles used by the multiplication 
instruction. And I agree that there is a lot of room for optimisation these 
days. 


Now, on a more related topic, could it be more faster and memory efficient 
to use GsLines instead of sprites or GSBOXFs. A line uses less packets in 
the WorkBase and the GPU doesn't have to do a look-up in VRAM. You could 
use a GSGLINE with the semi-transparency rate set to lxback + 1xforward and 
a width of 2 to 4 to simulate the blur of a fast moving stars. 


something like: 
GsGLINE TheLine; 


TheLine.attribute = (1<<30)+(1<<28); 
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TheLine.x0 = 0; 
TheLine.yO = random(240); 
TheLine.xl = 4; 


7 
TheLine.yl = TheLine.y0; 
TheLine.r0O = TheLine.gO = TheLine.b0O = OxFF; 
TheLine.rl = TheLine.gl= TheLine.bl = 0; 


m 


faster to copy it in the OT. 
Ex: 
// somewhere in the program 
#define MaxStars 500 
typedef struct Star{ 

short X,Y; 
}Star; 
Star Stars [MaxStars]; 
//initialisation of the Star array 
register u_long i; 


for (i=0;i<MaxStars;i+t) 


Stars[i].X = random (MaxXRes ) 
Y = random (MaxYRes ) 


Ա 
r 


// in the drawing proc 


register GsGLINE *TheLine = (GsGLINE*)0x1F800000; // Map to the logical 


memory space of the D-Cache 
register u_long i; 

register u_short StarsPri = 16383; 
register Star *TheStar; 


TheLine->attribute = (1<<30)+(1<<28); 
TheLine->r0 = TheLine->g0 = TheLine->b0 = OxFF; 
TheLine->rl = TheLine->gl= TheLine->bl = 0; 


// the drawing loop should look like this 
for (i=0;i<MaxStars;i+t) 
{ 
TheStar = &Stars[i]; 
if ( (TheStar->X += 4) > MaxxXRes ) 
{ 
TheStar->X 
TheStar->Y 
} 
TheLine->xl = (TheLine->x0 = TheStar->X) + 4; 
TheLine->yl = TheLine->y0 = TheStar->Y; 
GsSortGLine (TheLine, ActiveOTPtr, StarsPri)j; 
} 


-4: 
random (MaxYRes) ; 


This way, only setting the X and Y attributes and passing the pointers to 
GsSortGLine should be faster in accessing half the main memory than before. 


Anyway, I'll take a look at your library sometime soon. 
Germain ( doctor Z ) Sauvé 


P.S. Excuse my crappy english. 


To speed things up a little bit, you could put the GsLINE 
structure ) used many times in the Data-Cache of the CPU so it would be 
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—-MESSAGE FILE 561 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000290 


—-MESSAGE FILE 562 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000291 


Path: chuka.playstation.co.uk!tjs 
From: tjs@cs.monash.edu.au (Toby Sargeant) 
Newsgroups: scee.yaroze.beginners 
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Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: 15 May 1998 05:58:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <slrn6inmc8.s51.tjs@indy1l6.cs.monash.edu.au> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
BOCD4.2A85@writeme.com> <355B86AD.3C0@manc.u-net.com> <6 jg24uSf4o03@chuka.playstation 
.co.uk> <Olbca867Sef75bda0Sleb6e9cd@lausauvege> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On 15 May 1998 04:04:48 GMT, dr Z <gsauve@sie.qc.ca> wrote: 

>This is a little off topic but now on Pentium and on Power PC processors, 
>using Y*320 instead of Y<<8 + Y<<6 is faster because of the cost of 
>stalling the processor and the less cycles used by the multiplication 
>instruction. And I agree that there is a lot of room for optimisation these 
>days. 

> 

>Now, on a more related topic, could it be more faster and memory efficient 
>to use GsLines instead of sprites or GsBOXFs. A line uses less packets in 
>the WorkBase and the GPU doesn't have to do a look-up in VRAM. You could 
>use a GSGLINE with the semi-transparency rate set to lxback + 1lxforward and 
>a width of 2 to 4 to simulate the blur of a fast moving stars. 


The blur is a definite bonus, but: 


1) There's a special sprite primitive for 1x1 sprites, which is both 
smaller in terms of GPU packets, and which _should_ be faster for 
the GPU to draw. 

2) The GPU texture cache should mean that there's only 1 read from VRAM. 


The fastest way, i think, would be to build an OT with a length of 1 
(or several, if you want many priorities). render MAX_STARS lines (or 
sprites) into it, and then update the packet data to change the 
coordinates and the num element of the GsOT_TAG structure to change the 
number of stars drawn. then, sort the OT into the master OT, and just 
draw it. 


toby. 
—-MESSAGE FILE 562 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000291 


-—-MESSAGE FILE 563 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000292 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting started on the Mac 

Date: Fri, 15 May 1998 09:52:30 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <1d9lkgq.x0g9mwipenn9N@ [194.151.88.142]> 
References: <355AFE5A.146@easynet.co.uk> 
NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I copied it as reference material, Is there already a group of mac users 
that work with each other? In that case we can help eacho ther better! 


DEnnis.. 
—-MESSAGE FILE 563 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000292 


—-MESSAGE FILE 564 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000293 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: Fri, 15 May 1998 13:07:21 +0100 

Organization: Bacardi Ferrari V12 

Lines: 25 

Message-ID: <355C2FF9.26F4@manc.u-net.com> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
BOCD4.2A85@writeme.com> <355B86AD.3C0@manc.u-net.com> <6 jg24uSf4o03@chuka.playstation 
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.co.uk> <slrn6lna7j.qab.tjs@indyl6.cs.monash.edu.au> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I 


-- 


Toby Sargeant wrote: 
> on the R3000, shifts are still faster than multiplies, although the 
processor isn't sitting idle during that time, so if you can use the 
delay slots, then you don't lose out. 
the fact is though, that all optimising compilers will take constant 

multiplies and turn them into shifts if it's faster to do it that way. 


> 
> 
> 
> 


Have I been shot down? Are you saying that under optimisation all 
compilers will turn x*320 into x<<8+x<<6? What about 336? Would it 
do x<<8+x<<6+x<<4 or leave it as MUL? Will they also turn x+=1 into 
x++? Will they know if x+=2 is faster than x++;x++;? Will 
Dangermouse ever be captured by Baron Greenback? I guess 

compiler engineering has come a long way since the early days. 

I remember when it were all fields, and you got free milk at school 
etc. etc. 

Now I REALLY need to do some benchmarks on this! 

(Compiler engineering that is, not urban redevelopment) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 564 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000293 


—-MESSAGE FILE 565 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000294 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World (+ faster code hint!) 

Date: Fri, 15 May 1998 13:20:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6 jhbutS$f404@chuka.playstation.co.uk> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
BOCD4.2A85@writeme.com> <355B86AD.3C0@manc.u-net.com> <6 jg24uSf4o03@chuka.playstation 
.co.uk> <Olbca867Sef75bda0Sleb6e9cd@lausauvege> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


dr Z wrote in message <01lbca867Sef75bda0Sleb6e9cd@lausauvege>... 

>This is a little off topic but now on Pentium and on Power PC processors, 
>using Y*320 instead of Y<<8 + Y<<6 is faster because of the cost of 
>stalling the processor and the less cycles used by the multiplication 
>instruction. And I agree that there is a lot of room for optimisation these 
>days. 

> 

This is only true if your compiler links in the FPU libraries. Granted, most 
do use an emulated library that first detects if an FPU is used and uses it 
if it is. 


JohnT 


—-MESSAGE FILE 565 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000294 


—-MESSAGE FILE 566 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000295 
Path: chuka.playstation.co.uk!news 
From: Alex Herbert <aherbert@ndirect.co.uk> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Fri, 15 May 1998 19:08:33 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <355C84A0.ADE95B52@ndirect.co.uk> 
References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-11.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Chow <james@chowfam.demon.co.uk> 


James Chow wrote: 


> Maybe the original post wasn't too clear. 
> Let me try again. 

> 

> Why does, declaring any of the following 
> PACKET GpuPktArea[2] [31]; or 

> PACKET GpuPktArea[2] [63]; or 

> PACKET GpuPktArea[2][255]; or 

> PACKET GpuPktArea[2] [511]; or 

> PACKET GpuPktArea[2] [1023]; 

> 

> (...you get the idea...) 

> 

> lock up the program? 

> Even if it is just one line. 

Sorry, I was talking crap in my last posting anyway. I saw the 2%n 


thing and started thinking Ordering Tables instead of GPU packets. Doh! 


Anyhow your declarations seem fine. Personally, I allocate packet space 
with malloc() rather than using arrays, but I originally started with a 
[2] [4096] array which worked without worries. 


I am interested to know why you are choosing your array sizes to have 
2^n-1 elements. 

It shouldn't matter if your packet space is big enough, but wouldn't it 
be nicer to use nicely rounded numbers? The PSX does tend to hang 
though if your packet space is too small. 


I'm at work at the moment, so I don't have my Yaroze here. I check it 
out at home tonight, and if I can figure out what's going wrong I'll get 
back. 


Herbs. 


—-MESSAGE FILE 566 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000295 


—-MESSAGE FILE 567 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000296 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Sat, 16 May 1998 02:51:28 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <wal-ya02408000R1605980251280001@news.scea.sony.com> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jd$Sjpr1l8@chuka.playstation. 
co.uk> <354D8AA7.17CA37C6@chowfam.demon.co.uk> <354E298F.2865CC25@netmagic.net> <354 
F4EA8 .A92F3D10@chowfam.demon.co.uk> <wal-ya02408000R1205980301160001@news.scea.sony. 
com> 

NNTP-Posting-Host: dnai-207-181-237-240.dialup.dnai.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


If anyone is still interested, I uploaded a diagram of the way I think 
VSync() return values work, for VSync(0) and VSync(1). Go to my web page 
(listed below) and click on "Misc". 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
—-MESSAGE FILE 567 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000296 


—-MESSAGE FILE 568 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000297 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Sat, 16 May 1998 02:59:10 -0700 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <wal-ya02408000R1605980259100001@news.scea.sony.com> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> 

NNTP-Posting-Host: dnai-207-181-237-240.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <3559D87E.D5C1EBD1@chowfam.demon.co.uk>, James Chow 
<james@chowfam.demon.co.uk> wrote: 


(...you get the idea...) 


lock up the program? 
Even if it is just one line. 


> Maybe the original post wasn't too clear. 
> Let me try again. 

> 

> Why does, declaring any of the following 
> PACKET GpuPktArea[2] [31]; or 

> PACKET GpuPktArea[2] [63]; or 

> PACKET GpuPktArea[2][255]; or 

> PACKET GpuPktArea[2] [511]; or 

> PACKET GpuPktArea[2] [1023]; 

> 

> 

> 

> 

> 


Hmmm. Since PACKET is char-sized, do you think the compiler is aligning the 
second row on an odd-byte boundary, which might mess up GsSetWorkBase()? It 
doesn't seem likely to me, but if you want to check, look at 
&GpuPktArea[1][0] in the debugger and see what you get. I don't even know 
if passing an odd address to GsSetWorkBase() is OK or not. 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
—-MESSAGE FILE 568 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000297 


—-MESSAGE FILE 569 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000298 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: Sat, 16 May 1998 16:13:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <355db8b0.377766@www.playstation.co.uk> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
b5c8b.297920@news.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup15.mdx.ac.uk 


Net Yaroze newsgroups message dump.txt 
X-Newsreader: Forte Free Agent 1.11/32.235 


One of the things I mean to do in the very near future was do my own 
starfield routine, but once again I got beaten to it. (or should I say 
I wanted to do it, but was too lazzy, and seeing someone else do it 
made me feel stupid!). 


There are ways you can edit your routine to avoid one of the 
"problems' of your routine, which is that you only have planes of 
stars, ie, a load moving a one pixel per update, the next lot at two, 
three or four or whatever. (you may want this effect...) 


To make every star move at its own speed then you have a scaled system 
which involves bit shifting. (I agree with James Shaughnessy, bit 
shiufting rules the world). 


ok, I will implement a demo of this myself at some point, starfields 
being very useful, but it goes something like this - 


Original method (stars move single pixel values only) 


typedef struct 

{ 
long x, y; 
long dx, dy; 
} star; 


// where x,y = real screen coords 
// dx, dy = movement values in pixels 


stardemo.x += stardemo.dx; 
stardemo.y += stardemo.dy; 


// and then use a routine to draw the star, ie - 
drawStar(stardemo.x stardemo.y); 

OK, nice new version, which scales everything up by 256 times... 
typedef struct 

long x, y; 


long dx, dy; 
} newstar; 


// where x,y = real screen coords * 256 
// ax, dy = movement values in pixels * 256 


stardemo.x += stardemo.dx; 
stardemo.y += stardemo.dy; 


// and then use a routine to draw the star, ie - 
drawStar(stardemo.x >> 8, stardemo.y >> 8); 


what this means is that if dx or dy = 256, then when it comes to 
drawing them on screen, they will still only have moved one pixel. 
With this method you can have dx or dy as, say, 255, which means that 
they will be a tiny bit slower than normal. Um, maybe this isnt clear 
so much now...! 


I use this method in my revolution game (on the 3rd + 4th levels, if 
you can get there) and I think scaling systems are explained a lot 
better on James Rutherford's page under the resource link - check out 


http://www.netyaroze-europe.com/~mrfrosty 
which is where I learnt about them. 
Robert Swan 


rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 569 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000298 
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—-MESSAGE FILE 570 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000299 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: Sat, 16 May 1998 19:40:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <355deaf9.13252372@www.playstation.co.uk> 

References: <355a3dc2.2999054@news.playstation.co.uk> <355A67EA.137C@mdx.ac.uk> <355 
b5c8b.297920@news.playstation.co.uk> <355db8b0.377766@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ok, ive put up a demo to show this. Its not optimised at all, but it 
shows that every star has its own speed. hope it helps 
Look in the downloads section on my page, its the first up there. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 570 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000299 


—-MESSAGE FILE 571 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000300 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.beginners 

Subject: ICQ 

Date: Sat, 16 May 1998 23:08:05 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1d959im.wclhlktyb6tON@al-—88-130.al.nl1> 
NNTP-Posting-Host: 81-88-130.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Antonio can't download ICQ from the site. Is there a PC-member that will 
mail him the PC version of ICQ? Don'ty sent it to me (so don't reply) I 
use a mac. 

Please mail it to: 


omoliner@lesein.es 


Thanks! | 
—-MESSAGE FILE 571 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000300 


-—-MESSAGE FILE 572 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000301 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Sat, 16 May 1998 23:17:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <355E1081.827D66E9@ndirect.co.uk> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> <wal-ya02408000R1605980259100001@news.scea 
. sony . com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-31.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hmmm. Since PACKET is char-sized, do you think the compiler is aligning the 
second row on an odd-byte boundary, which might mess up GsSetWorkBase()? It 
doesn't seem likely to me, but if you want to check, look at 
&GpuPktArea[1] [0] in the debugger and see what you get. I don't even know 
if passing an odd address to GsSetWorkBase() is OK or not. 


V V V V V 
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wayne a. lee <wal@blarg.net> 


> 
> 
> 
> <http://www.scea.sony.com/net/yaroze/pages/wlee.html> 


Isn't PACKET int-sized rather that char-sized? In which case it will be 
aligned correctly. 


Herbs 


—-MESSAGE FILE 572 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000301 


-—-MESSAGE FILE 573 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000302 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: 17 May 1998 16:32:00 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 30 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jmvtg$3691@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 17 May 1998 15:36:47 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA00749 
for <news@playstation.co.uk>; Sun, 17 May 1998 16:35:06 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Hi there, 
It's an unsigned char. 
Regards, 


George@SCEE 


From: Alex Herbert <aherbert@ndirect.co.uk> 
Isn't PACKET int-sized rather that char-sized? In which case it will be 
aligned correctly. 


Herbs 


—-MESSAGE FILE 573 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000302 


—-MESSAGE FILE 574 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000303 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: 17 May 1998 16:37:38 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jn082S3601@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 
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via smtpd (for [194.203.13.2]) with SMTP; 17 May 1998 15:42:24 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA03003 
for <news@playstation.co.uk>; Sun, 17 May 1998 16:40:44 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi all, 


I did a star field in Star Fighter and the full source for this game has 
been available for a year now. Check out star.c for the routine. 

First try and guess by playing the game how it was done then check 

out the source. Everyone guesses it wrong..... 


Regards, 


George@SCEE 


From: rsl08@mdx.ac.uk (Robert Swan) 
Newsgroups: scee.yaroze.beginners 


One of the things I mean to do in the very near future was do my own 
starfield routine, but once again I got beaten to it. (or should I say 
I wanted to do it, but was too lazzy, and seeing someone else do it 
made me feel stupid!). 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 574 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000303 


—-MESSAGE FILE 575 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000304 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Hoffmann Liu" <homles@wownet .net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Mon, 18 May 1998 16:49:49 +0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <6josdg$56j6@scea> 

References: <6ihu71Sjpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> <6ijsl4S$jpr20@chuka.playstation.co.uk> <354E250E.CE6A48BD@netmagic.net> <354F38 
BF .BD6EDDEE@hinge.mistral.co.uk> <6ingu7Sjpr28@chuka.playstation.co.uk> <01bd7848S9c 
948740$273c63c3@default> 

NNTP-Posting-Host: 203.79.17.211 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.1 


Peter Dollochan 22222 <01bd7848$9c948740S273c63c3@default>... 
>Hey James, 

>download it at 

>http://www.netyaroze-europe.com/~deruiter/ 

Hi ... I can't access netyaroze-europe .... I'm in SCEA 


Can you mail it to homles@wownet.net or put it on FTP site ? 


Thanks 


—-MESSAGE FILE 575 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000304 
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—-MESSAGE FILE 576 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000305 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: SIOCONS dowloads 

Date: Mon, 18 May 1998 22:28:56 GMT 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <3560b4ab.33070877@news.scea.sony.com> 

References: <6ihu71$jpr4@chuka.playstation.co.uk> <354c8cac.36427568@news.scea.sony. 
com> <6ijsl4S$jpr20@chuka.playstation.co.uk> <354E250E.CE6A48BD@netmagic.net> <354F38 
BF .BD6EDDEE@hinge.mistral.co.uk> <6ingu7Sjpr28@chuka.playstation.co.uk> <01bd7848S9c 
948740S$273c63c3@default> <6josdg$56j6@scea> 

NNTP-Posting-Host: client-151-198-130-167.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yo' Hoffman, 
Your welcome, but I had to look pretty hard to pick out the thank 
you, look at what you sent me in your e-mail: :-) 


+ADwWAIQ-DOCTYPE HTML PUBLIC +ACI--//W3C//DID W3 HTML//EN+ACIAPg- 
+ADw-HTML+AD4-+ADw-HEAD+AD4-— +ADw-META content+ADOAIg-text/html1+ADs— 
charset+AD0-utf-7+ACI-http-equiv+AD0-Content-—Typet+tAD4-— +ADw-META 
content+ADO-'+ACI-MSHTML 4.72.3110.2+ACI-'name+ADO-GENERATOR+AD4-— 
+ADw-/HEAD+AD4—-+ADw-BODYbgColor+ADO0AIw-ffffff+AD4—+ADw-DIV+AD4APA-FONT 
color+ADOAIw-—000000 size+AD0-2+AD4AJg-gt+ADs- Hope I am not 
duplicating other's efforts...+ADw-—/FONT+AD4APA-/DIV+AD4- 
+ADw-DIV+AD4APA-FONTcolor+AD0AIw-000000size+AD0-2+AD4APA-/FONT 
+AD4AJg-nbsp+ADsAPA-/DIV+AD4- +ADw-DIV+AD4APA-FONT 
color+ADOAIw-—000000 size+ADO-2+AD4-Thank you very much for sending 
this great tool for me+ACEAPA-/FONT+AD4APA-/DIV+AD4- 
+ADw-DIV+AD4APA-FONTcolor+AD0AIw—-000000size+ADO-2+AD4APA 
—/FONT+AD4AJg-nbsp+ADsAPA-/DIV+AD4- +ADw-DIV+AD4APA-FONT 
color+ADOAIw-—000000size+AD0-2+AD4—-Hoffmann+ADw-/FONT 
+AD4APA-—/DIV+AD4APA-/BODY+AD4APA-/HTML+AD4- 


That is the wackiest e-mail I have ever seen , what OS are you 
using? I have never received nor seen anything quite like this... :-)) 
Would be interesting to know why your note was translated into such a 
jumbled mess... 


-Matt 


--MESSAGE FILE 576 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000305 


--MESSAGE FILE 577 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000306 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Plotting 2D Boxes in a 3D World 

Date: Tue, 19 May 1998 19:15:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <355f5830.1415437@news.playstation.co.uk> 
References: <6jn082$3601@emeka.playstation.co.uk> 
NNTP-Posting-Host: p52-bittern-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 17 May 1998 16:37:38 +0100, George_Bain@Playstation.sony.com wrote: 


> via smtpd (for [194.203.13.2]) with SMTP; 17 May 1998 15:42:24 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA03003 
> for <news@playstation.co.uk>; Sun, 17 May 1998 16:40:44 +0100 (BST) 


>From: George_Bain@Playstation.sony.com 
>To: news@playstation.co.uk 
>Content-—Disposition: inline 

> 

> 

>Hi all, 

> 
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>I did 8 star field in Star Fighter and the full source for this game has 
>been available for a year now. Check out star.c for the routine. 

>First try and guess by playing the game how it was done then check 

>out the source. Everyone guesses it wrong..... 

> 

>Regards, 

> 

>George@SCEE 

> 


Where can I find this on the web site ? I'm curious now.... 


Richard. 


—-MESSAGE FILE 577 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000306 


—-MESSAGE FILE 578 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000307 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about VSync. 

Date: Wed, 20 May 1998 21:16:46 -0400 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <3563807E.BCCFB33E@mail.datasys.net> 

References: <354C8851.709D2E83@chowfam.demon.co.uk> <6ij6jdSjpr1l8@chuka.playstation. 
co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 299.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


JohnT wrote: 


Ok James, it seems you are slightly confused here which is not surprising 
considering the poor information contained in the Yaroze manuals! vsyncs and 
հտչոօտ are nothing to do with the Yaroze display that you use in your 
demo/game. They are in fact hardware timings for the TV display. The Yaroze 
can sync itself to these timings. An hsync is the horizontal time for a beam 
to travel across the TV screen and the vsync is the overall time for the to 
reset to the top left corner after reaching the bottom right. It is usual 
for any gaming system that displays to a TV set to use the vsync time to 
refresh the display to create a flicker free image. The PAL system has more 
vertical definition at a cost of speed. 312 lines is probably right and the 
311 figure is probably due to computers counting from 0 (I.E. 0 - 311 = 312 
lines) NTSC has less lines so it can work faster to reduce flicker even 
further. (Typical of the Americans, if it can't be bigger it has to be 
faster!) 


VVVVVVVVVVV VV VV 


Well, ACTUALLY the real reason for the difference in VSync times 
vetween NTSC and PAL has to do with when the formats were first being 
developed. In the United States, the AC power is 120v at 60Hz. So to 
make the TV's easier to build, they made the refresh at 60hz 
interlaced. Now, if we were developing the standard now, the 
frequiency of the AC power would matter at all, but back then it 
mattered alot. Well, guess what Hz most european power ran at? You 
guessed it - 50Hz. 

Don't say you never learned anything from Net Yaroze. :) 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
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"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 578 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000307 


—-MESSAGE FILE 579 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000308 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Software recommendations wanted. 

Date: Fri, 22 May 1998 10:07:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35654053.37C9571E@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Can anyone recommend any particular software packages 
to me? 

I'm looking for one of each of the tools. 

That is 2D paint program, 3D modelling program, and a 
sound creation tool. 


I don't particularly want I lot of functionality, but 
must provide more than the most basic functions. 
Microsoft Paint would come in the category of not enough 
functionality. 

Also, as a "beginner" I'm looking at ease of use of the 
provided utilities. Ideally, if the 2D and 3D stuff is 
integrated then that would be a bonus. 


One problem. Cost. I don't want to fork out a fortune 
to buy these tools, as they are only for "home" use. 
Yes, I've looked at the Kinetix software, and output 
quality is AAA standard, and I have no doubt that they 
are great products - but there is NO WAY I can afford 
even the reduced prices. 

I have around 100UKP, but I'm looking to cover all 3 
tools. Also, I'm not really bothered if it's 
freeware/shareware. 


TIA. 


jc 


—-MESSAGE FILE 579 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000308 


--MESSAGE FILE 580 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000309 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 11:13:38 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 45 

Message-ID: <35654FD2.829ABBBF@micronetics.com> 
References: <35654053.37C9571E@chowfam.demon.co.uk> 
NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


James, 
For 2d I would recommend Paint Shop Pro V5. 


For Audio have a look at sound forge. 
I don't really know much about midi packages. 
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There are a lot of free 3d models out there. I believe that a 


co 
di 
Ni 


mmercial modelling package was given away recently on a magazine cover 
sk that you may be able to track down. 
ce thing about psp5 and sound forge is you can try before you buy, but 


they're definitely worth it. 


Cheers 


Ji 


Ja 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Pa 
Fr 
Ne 
Su 


m 
mes Chow wrote: 


Can anyone recommend any particular software packages 
to me? 

I'm looking for one of each of the tools. 

That is 2D paint program, 3D modelling program, and a 
sound creation tool. 


I don't particularly want I lot of functionality, but 
must provide more than the most basic functions. 
Microsoft Paint would come in the category of not enough 
functionality. 

Also, as a "beginner" I'm looking at ease of use of the 
provided utilities. Ideally, if the 2D and 3D stuff is 
integrated then that would be a bonus. 


One problem. Cost. I don't want to fork out a fortune 
to buy these tools, as they are only for "home" use. 
Yes, I've looked at the Kinetix software, and output 
quality is AAA standard, and I have no doubt that they 
are great products - but there is NO WAY I can afford 
even the reduced prices. 

I have around 100UKP, but I'm looking to cover all 3 
tools. Also, I'm not really bothered if it's 
freeware/shareware. 


TIA. 


jc 
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MESSAGE FILE 580 FND: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000309 


MESSAGE FILE 581 START: net-yaroze-usenet/00000001-SCFE/yaroze/beginners/00000310 


th: chuka.playstation.co.uk!news 

om: West <wb6ac> 

wsgroups: scee.yaroze.beginners 

bject: Re: Software recommendations wanted. 


Date: 22 May 1998 16:14:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6k4891S4p34@chuka.playstation.co.uk> 

References: <35654053.37C9571E@chowfam.demon.co.uk> <35654FD2.829ABBBF@micronetics.c 
om> 

NNTP-Posting-Host: n28.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35654FD2.829ABBBF@micronetics.com 
Jre. I believe that a 

>commercial modelling package was given away recently on a magazine cover 


>d 
>N 


Դ-Ի 


Pa 
Fr 


isk that you may be able to track down. 


uespace version 1 was given away with PC Review (should sell back issues) 


MESSAGE FILE 581 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000310 


MESSAGE FILE 582 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000311 


th: chuka.playstation.co.uk!macsuppor 
om: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 18:59:13 +0200 

Organization: Debri Productions 

Lines: 40 

Message-ID: <1d9fhru.96tpu5lxmfj28N@al-—88-135.al.nl> 
References: <35654053.37C9571E@chowfam.demon.co.uk> 
NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


James Chow <james@chowfam.demon.co.uk> wrote: 


> Can anyone recommend any particular software packages 
> to me? 

> I'm looking for one of each of the tools. 

> That is 2D paint program, 3D modelling program, anda 
> sound creation tool. 


2D = Adobe Photoshop is probably most used (and very proffesional) 
3D = 3D Studio rules, Cinema4D XL is a cheaper option (with great 
options too) and otherwise maybe Lightwave. 


> I don't particularly want I lot of functionality, but 

> must provide more than the most basic functions. 

> Microsoft Paint would come in the category of not enough 
> functionality. 

> Also, as a "beginner" I'm looking at ease of use of the 
> provided utilities. Ideally, if the 2D and 3D stuff is 

> integrated then that would be a bonus. 


Don't even think about CorelDraw! 


One problem. Cost. I don't want to fork out a fortune 
to buy these tools, as they are only for "home" use. 
Yes, I've looked at the Kinetix software, and output 
quality is AAA standard, and I have no doubt that they 
are great products - but there is NO WAY I can afford 
even the reduced prices. 

I have around 100UKP, but I'm looking to cover all 3 
tools. Also, I'm not really bothered if it's 
freeware/shareware. 


VVVVVVVVV 


Try to get older versions of the software. Like Photoshop, that recent] 
launced version 5.0. I still use the 3.0 version that in my opinion is 


still perfect and not to complicated. This version is sometimes for sal 


in Holland for 100 guilders. Thats not even 30 Uk pounds. And for that 
money you do have a proffesional package. 


DEnnis.. 


LY 


e 
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--MESSAGE FILE 582 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000311 


--MESSAGE FILE 583 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000312 


Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 
Date: Fri, 22 May 1998 19:17:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 47 

Message-ID: <3565C14D.D5A4108A@compuserve. com> 
References: <35654053.37C9571E@chowfam.demon.co.uk> 
NNTP-Posting-Host: 1d16-145.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


For 3d, PC Format gave away Assymetrix 3d on their April Issue (no 81). 


For 2d, get Paint Shop pro, or again PC Format gave away 
Adobe PhotoDeluxe 1.1 on their May Issue (no 82). 
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For sound Check Out Harmony Central http://harmony-central.com/ 


The number to phone for PC Format Back Issues is 
01458 271129 (theyll cost you a fiver each) 


Cheers 


Nick 
James Chow wrote: 


Can anyone recommend any particular software packages 
to me? 

I'm looking for one of each of the tools. 

That is 2D paint program, 3D modelling program, and a 
sound creation tool. 


I don't particularly want I lot of functionality, but 
must provide more than the most basic functions. 
Microsoft Paint would come in the category of not enough 
functionality. 

Also, as a "beginner" I'm looking at ease of use of the 
provided utilities. Ideally, if the 2D and 3D stuff is 
integrated then that would be a bonus. 


One problem. Cost. I don't want to fork out a fortune 
to buy these tools, as they are only for "home" use. 
Yes, I've looked at the Kinetix software, and output 
quality is AAA standard, and I have no doubt that they 
are great products - but there is NO WAY I can afford 
even the reduced prices. 

I have around 100UKP, but I'm looking to cover all 3 
tools. Also, I'm not really bothered if it's 
freeware/shareware. 


TIA. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


jc 


--MESSAGE FILE 583 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000312 


—-MESSAGE FILE 584 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000313 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 15:43:23 GMT 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <35658d26.38518228@news.scea.sony.com> 

References: <35654053.37C9571E@chowfam.demon.co.uk> 
NNTP-Posting-Host: client-—151-198-130-75.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

So, you be a poor boy, eh? ;-) O.k., Լ have a bunch of links off my 
website for financially-challenged sorts. I'll summarize what I use 
here: 


3D- True Space 3. 

The discussion about 3D Studio vs, TS3 has occured many times... 
Heck, if you have $10,000 to spend, buy SoftImage. For 5300-5400, you 
can have TS3, which exports in every PSX format except TOD. 3D Studio 
doesn't do that, but it does export in TOD. You'll pay $800 for 3D 
Studio Animator, plus another $1000 for Max. You choose, I like TS3, 
but would like to also have Max, if I had $1800 to splurge with. 

I have seen mention of a bunch of free 3D modelers, the name Rhino 
comes to mind... Scan through all the messages in the 3D sections, 
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you'll see them mentioned. A few mentions were in the freetalk 
sections too. 


2D- CorelDraw 7.0 

I don't know why Dennis dislikes CorelDraw, it has an excellent 
program for creating textures. I admit I have not put it through the 
rigors yet, but it was recomended to me, and I have not been 
disapointed. I also got it for $130, since version 8 is now out. 

For free, everyone knows of the shareware for PhotoShopPro 5.0. 
http://www. jasc.com/pspdl.html 
Sound (the true bugger of yaroze programming, IMHO) - 
Wavs- Cool Edit (shareware version available, lots of tutorials about) 
http://www.softseek.com/Home_Family_and_Leisure/Music/Learning 


_Playing_Creating_and_Printing_Music/Review_4231_index-html 


Wav forms- Gold Wave (shareware available) 


http://www.goldwave.com/ 


Midi SEQ uses- Here's a page with lots of tools, WinJammer was 
recomended to me some time ago, but I have not tried it yet: 


http://drum.warwick.ac.uk/music/drum/dosseq.html 


-Matt 


--MESSAGE FILE 584 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000313 


--MESSAGE FILE 585 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000314 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 15:50:38 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35659ea2.42995454@news.scea.sony.com> 

References: <35654053.37C9571E@chowfam.demon.co.uk> <35658d26.38518228@news.scea.son 
y . com> 

NNTP-Posting-Host: client-151-198-130-75.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> For free, everyone knows of the shareware for PhotoShopPro 5.0. 
> 
>http://www.jasc.com/pspdl.html 


Make that Paint Shop Pro 5.0. 


—Matt, who is not an artist! 
—-MESSAGE FILE 585 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000314 


—-MESSAGE FILE 586 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000315 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 23:59:26 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <1d9g27n.vg8y6110dmlwyN@al-88-105.a1l.nl> 

References: <35654053.37C9571E@chowfam.demon.co.uk> <35654FD2.829ABBBF@micronetics.c 
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om> 
NNTP-Posting-Host: 81-88-105.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


> There are a lot of free 3d models out there. I believe that a 
> commercial modelling package was given away recently on a magazine cover 
> disk that you may be able to track down. 


This is a good one, a lot of magazines give older versions of great 
software away on cover-disks. they do that so you get used to their 
software and they offer nice disscounts on updates. 

I know that Computer Arts sometimes gives away great software (Future 
publishing). 

I use Mac, and for Mac-users there is MacFormat with also a lot of free 
software. I do think that Future also has a Magazine called PC Format. 
Future has great contacts and just keep an eye on their magazines. 


DEnnis.. 
—-MESSAGE FILE 586 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000315 


—-MESSAGE FILE 587 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000316 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 23:02:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <3565F5DA.72800DB3@chowfam.demon.co.uk> 
References: <35654053.37C9571E@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Does Corel support .dxf? 
—-MESSAGE FILE 587 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000316 


-—-MESSAGE FILE 588 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000317 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 18:45:04 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3565c68b.53213781@news.scea.sony.com> 

References: <35654053.37C9571E@chowfam.demon.co.uk> <3565F5DA.72800DB3@chowfam.demon 
-co.uk> 

NNTP-Posting-Host: client-—151-198-130-75.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Does Corel support .dxf? 


Oh, my brain gets so confused by all these formats. pa) 

If I am not being dense, .dxf is a 3D export format “used by 3D Studio 
Max, which you must then convert with a Sony tool to .rsd. This is 
for 3D objects. 

Corel Photo-Paint is a 2D application. It exports in a slew of 
formats, .bmp and .pcx being the ones that are most useful for us 
gamers. You take your .bmp, open it with TimTool, and you convert it 
to a .tim. 

Oh my, where's the aspirin! [BG] 


-Matt 


--MESSAGE FILE 588 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000317 
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—-MESSAGE FILE 589 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000318 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Software recommendations wanted. 

Date: Fri, 22 May 1998 18:48:54 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <3565c837.53642029@news.scea.sony.com> 

References: <35654053.37C9571E@chowfam.demon.co.uk> <3565C14D.D5A4108A@compuserve.co 
m> 

NNTP-Posting-Host: client-—151-198-130-75.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>For sound Check Out Harmony Central http://harmony-central.com/ 


That is one awesome link Nick, no one should miss it. What a 
selection of tools, even Unix users get to get in on the fun. 


—Matt 
—-MESSAGE FILE 589 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000318 


—-MESSAGE FILE 590 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000319 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Profile 

Date: Mon, 25 May 1998 00:54:18 +0200 

Organization: Debri Productions 

Lines: 51 

Message-ID: <1d9k7r2.1rgay6xop5m7uN@al-—88-134.al.nl1> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


Can I have all your profiles for the profilelist (if I don't already 
have it)? 


I'm bussy with a Public Profile List. Here you can see all the basic 
info about members that sent me their profile. Lots of members already 
sent me their profile. Just have a look. Tell what you want others to 
know. 
The next info can be made public this way: 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

— Personal Page <linked> 

- NY page <linked> 

- Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10> 

- Rate Coding Skills <number out of 10» 

- Specialisation 

- Projects 

- Extra Info 

- Member since 

- Hot 

- Not 


This is for SCEE and SCEA members (and SCEI members if in English) 


http://www.al.nl/macsupport/debri/ny/profilelist.html 


http://www.al.nl/macsupport/debri/ 
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Greatings DEnnis.. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/ 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 590 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000319 


—-MESSAGE FILE 591 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000320 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.beginners 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 08:59:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb4smShcal2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 591 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000320 


—-MESSAGE FILE 592 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000321 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.beginners 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 08:59:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb4tkShcal5@chuka.playstation.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 
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YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 592 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000321 


-—-MESSAGE FILE 593 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000322 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 593 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000322 


—-MESSAGE FILE 594 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000323 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 

scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
—-MESSAGE FILE 594 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000323 


-—-MESSAGE FILE 595 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000324 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk,scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 

Will Atkin wrote: 

Maurice Sibrandi wrote: 

YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVV VV VV VV V 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Will 
= ne 
tenchi@netmagic.net 


http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 595 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000324 


—-MESSAGE FILE 596 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000325 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Memory Cards? 

Date: Wed, 27 May 1998 19:55:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <356C61B5.498B9E45@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Does anyone has a very simple memory card demo? 


Cheers. 


jc 
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—-MESSAGE FILE 596 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000325 


—-MESSAGE FILE 597 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000326 
Path: chuka.playstation.co.uk!news 

From: "1ՀԾ" <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Getting a sprite to leave a trail 

Date: Thu, 28 May 1998 00:02:25 +0100 

Organization: ttp://www.macintouch.com 

Lines: 14 

Message-ID: <356C9B7A.C18CCEE4@easynet.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Hello all 


Could anyone give me some clues on how to get a moving sprite leave a 
trail behind it? Would I need a new sprite for each bit of the trail, 
each with its own level of brightness, to give the impression of the 

trail fading away? 


Also, any hints on doing other special effects such as screen dissolves, 
melts, morphs etc would be greatly appreciated. 


Thanks 


Phil 


—-MESSAGE FILE 597 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000326 


-—-MESSAGE FILE 598 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000327 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Thu, 28 May 1998 00:19:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6ki72jSlev1l1l@chuka.playstation.co.uk> 
References: <356C9B7A.C18CCEE4@easynet.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


You could try only using one video 'page' so that there is no swapping then 
just not clear the video memory between each frame. 

If you do this with frame 'page' swapping then the trail has the appearance 
of movement within it which could also be a nice effect. 


JohntT 


Ï<ò wrote in message <356C9B7A.C18CCEE4@easynet.co.uk>... 
>Hello all 

> 
>Could anyone give me some clues on how to get a moving sprite leave a 
>trail behind it? Would I need a new sprite for each bit of the trail, 
>each with its own level of brightness, to give the impression of the 
>trail fading away? 

> 

>Also, any hints on doing other special effects such as screen dissolves, 
>melts, morphs etc would be greatly appreciated. 

> 

>Thanks 

> 

>Phil 

> 
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—-MESSAGE FILE 598 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000327 


—-MESSAGE FILE 599 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000328 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Wed, 27 May 1998 17:22:33 -0700 

Organization: Cisco Systems 

Lines: 39 

Message-ID: <356CAE49.AFC4F92E@netmagic.net> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <6ki72jSlev11l@chuka.playstation.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


JohnT wrote: 


> 

> You could try only using one video 'page' so that there is no swapping then 
> just not clear the video memory between each frame. 

> If you do this with frame 'page' swapping then the trail has the appearance 
> of movement within it which could also be a nice effect. 

> 

> JohnT 


The only problem with that is that the previous impressions of the 
sprite don't fade out. :( 


Phil, I take it that you're trying to do some kind of motion blur? 
If so, I'd take your sprite and make about 4 or 5 copies of it at 
about 205-355 intensity and semitransparent. The overlapping 
transparent sprites will make the ones closer to the middle of the 
trail a bit brighter and the ends a little darker. Then put a 
non-semitransparent copy of the sprite over the "head". That 
shouldn't take up too much GPU time. 


> Ï<ò wrote in message <356C9B7A.C18CCEE4@easynet.co.uk>... 

> >Hello all 

>> 

> >Could anyone give me some clues on how to get a moving sprite leave a 
> >trail behind it? Would I need a new sprite for each bit of the trail, 
> >each with its own level of brightness, to give the impression of the 
> >trail fading away? 

>> 

> >Also, any hints on doing other special effects such as screen dissolves, 
> >melts, morphs etc would be greatly appreciated. 

>> 

> >Thanks 

>> 

> >Phil 

>> 

- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 599 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000328 


—-MESSAGE FILE 600 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000329 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Thu, 28 May 1998 10:19:33 +0100 

Organization: Intelligent Research 

Lines: 27 

Message-ID: <356D2C25.C4E7BOB3@hinge.mistral.co.uk> 
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References: <356C9B7A.C18CCEE4@easynet.co.uk> <6ki72jSlev1l1l@chuka.playstation.co.uk> 
<356CAE49 .AFC4F92EF@netmagic.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Elliott Lee wrote: 


The only problem with that is that the previous impressions of the 
sprite don't fade out. :( 


Phil, I take it that you're trying to do some kind of motion blur? 
If so, I'd take your sprite and make about 4 or 5 copies of it at 
about 20%-35% intensity and semitransparent. The overlapping 
transparent sprites will make the ones closer to the middle of the 
trail a bit brighter and the ends a little darker. Then put a 
non-semitransparent copy of the sprite over the "head". That 
shouldn't take up too much GPU time. 


VVVVVVVVV VV 


The same approach works on 3D objects as well, just draw a fewcopies with the 
transparency bit set, clear it and draw again - as 

the last thing sorted is drawn first if all objects are level, the final 
'Տօ114' image will be drawn last (ie. on top). 


If you want a better effect (only easy with sprites), then use the RGB 
scaler to fade out the trailing images as well..... 


>-e! 
> tenchi@netmagic.net 


Craig. 


—-MESSAGE FILE 600 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000329 


—-MESSAGE FILE 601 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000330 
Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 
Newsgroups: scee.yaroze.beginners 

Subject: Aspect Ratio 

Date: Thu, 28 May 1998 20:47:31 +0200 
Organization: CREATRON GmbH 

Lines: 15 

Message-ID: <356DB143.A56CBBAB@creatron.de> 
NNTP-Posting-Host: 193.30.95.254 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hi, 


I want to port something I’ve done on the PC to the Yaroze. But on the 
TV the aspect ratio of my Graphics (320x240) seems to be wrong. 


The user guide says that the possible screen modes for pal/ non 
interlaced are 320x256, 384x256... and so on. So I think these modes 
have aspect ratios like 1.25, 1.5... 

But normal TVs and PCs have an ratio of 1.33 (4/3). 

How can I get the correct aspect ratio? 


Maybe I’m totally wrong or have done something stupid, so please correct 
me! 


Eric 
—-MESSAGE FILE 601 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000330 


-—-MESSAGE FILE 602 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000331 
Path: chuka.playstation.co.uk!news 
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From: Frank Glaser <fglaser@internet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Everybody can answer this question. Pls help!!! 
Date: Thu, 28 May 1998 21:30:27 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <356DBB53.FOB6EB20@internet .de> 
NNTP-Posting-Host: 194.162.173.248 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


As I said, here follows a very simple question: 


How can I save the content of my memory card on the PC and vive versa? 
(Don't laugh, I don't know anything about Ct). 


I would be grateful to get a step-by-step explanation for an absolute 
newbie. 


Many thanks, 
Frank 
—-MESSAGE FILE 602 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000331 


—-MESSAGE FILE 603 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000332 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Fri, 29 May 1998 14:14:42 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <356F2542.6F7C@easynet.co.uk> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <6ki72jSlev1l1@chuka.playstation.co.uk> 
<356CAE49 .AFC4F92E@netmagic.net> <356D2C25.C4E7BOB3@hinge.mistral.co.uk> 

NNTP-Posting-Host: hst248.routledge.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Winl6; I) 


Craig Graham wrote: 


Elliott Lee wrote: 


The only problem with that is that the previous impressions of the 
sprite don't fade out. :( 


Phil, I take it that you're trying to do some kind of motion blur? 
If so, I'd take your sprite and make about 4 or 5 copies of it at 
about 20%-35% intensity and semitransparent. The overlapping 
transparent sprites will make the ones closer to the middle of the 
trail a bit brighter and the ends a little darker. Then put a 
non-semitransparent copy of the sprite over the "head". That 
shouldn't take up too much GPU time. 


VVVVVVVVV VV 


The same approach works on 3D objects as well, just draw a fewcopies with the 
transparency bit set, clear it and draw again - as 

the last thing sorted is drawn first if all objects are level, the final 
'Տօ114' image will be drawn last (ie. on top). 


If you want a better effect (only easy with sprites), then use the RGB 
scaler to fade out the trailing images as well..... 


VVVVVVVVVVVV VV VV VV VV VV 


Thanks guys 


So its multiple sprites then to handle the trails. I should be able to 
handle that. 


But anyone know how certain other effects are done - for instance I've 
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seen Yaroze games where the whole screen melts away, starting from the 
centre. Is there a way of addressing individual pixels in the frame 
buffer to shift them around, apply different transparencies and RGB 
values to them etc to create this effect? 


Phil 
—-MESSAGE FILE 603 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000332 


—-MESSAGE FILE 604 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000333 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Fri, 29 May 1998 16:21:06 +0100 

Organization: The Hex Heroes 

Lines: 21 

Message-ID: <356ED262.3D8F@writeme.com> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <6ki72jS$Slev1l1@chuka.playstation.co.uk> 
<356CAE49 .AFC4F92E@netmagic.net> <356D2C25.C4E7BOB3@hinge.mistral.co.uk> <356F2542. 
6F7C@easynet.co.uk> 

NNTP-Posting-Host: at1l4-031.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


> But anyone know how certain other effects are done - for instance I've 
> seen Yaroze games where the whole screen melts away, starting from the 
> centre. 


The effect you're talking about is probably a combination of screen 


rotation (via sprite) and screen fading (via STP box). It's the effect 
used in Ben James' 'Psychon' and Chris Chadwick's 'Blitter Boy'. Have a 
look at the Funky Spirals source code on my page - it's basically the 


same thing, I think. 


> Is there a way of addressing individual pixels in the frame 
> buffer to shift them around, apply different transparencies and RGB 
> values to them etc to create this effect? 


Yep, you're not allowed to fiddle about with the frame buffer directly, 
but you can use StoreImage() to send the display to a 16-bit array, mess 
around with it and then LoadImage() it back. As I say, this is probably 
not the method you want for that effect, but it's well worth knowing 
what sort of things this allows you to do. 


James (~mrfrosty) 
—-MESSAGE FILE 604 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000333 


—-MESSAGE FILE 605 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000334 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Feedback effect 

Date: Fri, 29 May 1998 16:30:09 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 59 

Message-ID: <356ED481.818036C3@scee.sony.co.uk> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <6ki72jSlev1l1l@chuka.playstation.co.uk> 
<356CAE49 .AFC4F92E@netmagic.net> <356D2C25.C4E7BOB3@hinge.mistral.co.uk> <356F2542. 
6F7C@easynet.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


But anyone know how certain other effects are done - for instance I've 
seen Yaroze games where the whole screen melts away, starting from the 
centre. Is there a way of addressing individual pixels in the frame 
buffer to shift them around, apply different transparencies and RGB 


V V V V 
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> values to them etc to create this effect? 


This is a dead easy effect, as seen on Final Fantasy VII and a few Yaroze 

games - you just use the screen that's currently being 

displayed as a giant texture on a sprite (with transparency on), then rotate and 
scale the sprite by a few degrees and pop it in the OT. Set up is about 10 lines, 
and performing the feedback effect each frame is 1 line! 


Cheers, 
James 


Here's some code: (BIW a texture can be a maximum of 256 pixels wide, which isn't 
great if you've got a 320 wide screen - so I cheated and had a 256 wide screen. 
For > 256 pixels wide, you've got to use two sprites) 


If you adjust this code so that it draws the sprite just before it draws your normal 
screen (assuming you've got some black edges) then you get a really great effect! 


void flashScreen (void) 


{ 
#define FLASHLEN 200 


int flashlength = FLASHLEN; 
GsSPRITE sprite; 

int activeBuff; 

int zoomx, zoomy; 

MATRIX tmpls; 


sprite.attribute=(2<<24) + (0<<28)+(1<<30); // Transparency set up (experiment 
with different types of transparency) 
sprite.x = 0; sprite.y = 0; 


sprite.w = 256; sprite.h = 240; 

sprite.u = 0; sprite.v = 0; 

sprite.cx = 0; sprite.cy = 0; 

sprite.r = sprite.g = sprite.b = 128; 

sprite.mx = 128; sprite.my = 120; // Set the middle of the sprite to b 


e the middle of the screen 
sprite.scalex = sprite.scaley = 4350; // That's about 105% scaling 


sprite.rotate = 4096*2; // Rotate by 2 degrees 
while(flashlength--) { 

activeBuff = GsGetActiveBuff (); 

sprite.tpage = activeBuff ? 0: 16; // The tpage points to the ' 


screen' you're about to feedback. 
GsSetWorkBase ( (PACKET*) GouPacketArea[activeBuff]); 
ClearOT (&WorldOT[activeBuff], OTSIZE); 
GsSortSprite(&sprite, &WorldOT[activeBuff], 0); 


DrawSync (0); 


VSync (2); 

GsSwapDispBuff(); // You might have to swap th 
ese two lines 

DrawOT (&WorldOT[activeBuff]); // around... 


} 
} 
—-MESSAGE FILE 605 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000334 


—-MESSAGE FILE 606 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000335 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Fri, 29 May 1998 10:31:03 -0700 

Organization: Cisco Systems 

Lines: 27 

Message-ID: <356EFOD7.9D72D3F@netmagic.net> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <6ki72jS$Slev1l1l@chuka.playstation.co.uk> 
<356CAE49 .AFC4F92E@netmagic.net> <356D2C25.C4E7BOB3@hinge.mistral.co.uk> <356F2542. 
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6F7C@easynet.co.uk> 

Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


philip gooch wrote: 
peed 
Thanks guys 


> 

> 

> So its multiple sprites then to handle the trails. I should be able to 
> handle that. 

> 

> But anyone know how certain other effects are done - for instance I've 
> seen Yaroze games where the whole screen melts away, starting from the 
> centre. Is there a way of addressing individual pixels in the frame 

> buffer to shift them around, apply different transparencies and RGB 

> values to them etc to create this effect? 

> 

> Phil 

To move VRAM data around, use the MoveImage() command. If you want 


destructive algorithms, you can just copy the visible frame buffer 
to the work frame buffer then shift things around. If you want to 
rotate, scale, or do other stuff, I'd recommend clearing some space 
in VRAM and maintaining a copy of the frame buffer in there. Then you 
can treat it as a sprite and paste it back into the work frame buffer. 


Ben James (SCEE), who did the Psychon game, had some cool effects... 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 606 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000335 


—-MESSAGE FILE 607 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000336 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Colin_Hughes@Playstation.sony.com 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: 1 Jun 1998 14:26:23 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 70 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6kua5v$kd91@emeka.playstation.co.uk> 

Reply-To: Colin_Hughes@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 1 Jun 1998 13:32:32 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA15574 
for <news@playstation.co.uk>; Mon, 1 Jun 1998 14:31:52 +0100 (BST) 
From: Colin_Hughes@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


A lot of cool effects can be produced by using the previous screen as a 
source... 

I use this a bit in the snd2l1t, and there are several feedback type 
demos.... 


Colin. 

To: Colin_Hughes@scee.sony.co.uk 
Ces (bcc: Colin Hughes) 

From: news@playstation.co.uk @ INET 


Subject: Re: Getting a sprite to leave a trail:scee.yaroze.beginners 
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From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Craig Graham wrote: 


Elliott Lee wrote: 


> The only problem with that is that the previous impressions of the 
> sprite don't fade out. : ( 

> 

> Phil, I take it that you're trying to do some kind of motion blur? 
> If so, I'd take your sprite and make about 4 or 5 copies of it at 
> about 20% intensity and 
emitransparent. The overlapping 


> transparent sprites will make the ones closer to the middle of the 
trail a bit brighter and the ends a little darker. Then put a 
non-semitransparent copy of the sprite over the "head". That 
shouldn't take up too much GPU time. 


V V V V 


The same approach works on 3D objects as well, just draw a fewcopies with 
he 

transparency bit set, clear it and draw again - as 

the last thing sorted is drawn first if all objects are level, the final 
'Տօ114' image will be drawn last (ie. on top). 


If you want a better effect (only easy with sprites), then use the RGB 
scaler to fade out the trailing images as well..... 


VVVVVVEVVVV VV VOD V VV VV VV VV 


Thanks guys 


So its multiple sprites then to handle the trails. I should be able to 
handle that. 


But anyone know how certain other effects are done - for instance I've 
seen Yaroze games where the whole screen melts away, starting from the 
centre. Is there a way of addressing individual pixels in the frame 
buffer to shift them around, apply different transparencies and RGB 
values to them etc to create this effect? 


Phil 


—-MESSAGE FILE 607 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000336 


—-MESSAGE FILE 608 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000337 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Aspect Ratio 

Date: Wed, 03 Jun 1998 15:57:33 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 

Message-ID: <3575645D.7096AB84@ndirect.co.uk> 
References: <356DB143.A56CBBAB@creatron.de> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-57.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Eric Bleinagel <bleinagel@creatron.de> 


Eric Bleinagel wrote: 
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> Hi, 

> 

> I want to port something I’ve done on the PC to the Yaroze. But on the 
> TV the aspect ratio of my Graphics (320x240) seems to be wrong. 

> 

> The user guide says that the possible screen modes for pal/ non 

> interlaced are 320x256, 384x256... and so on. So I think these modes 

> have aspect ratios like 1.25, 1.5... 

> But normal TVs and PCs have an ratio of 1.33 (4/3). 

> How can I get the correct aspect ratio? 

> 

> Maybe I’m totally wrong or have done something stupid, so please correct 
> me! 

> 

> Eric 


Right, I know the problem, and there's no simple answer. 


In NTSC modes such as 320x240, the aspect ratio is correct. In PAL, the 
aspect ratio is a bit messed up. Not only are there 256 lines displayed, 
but there are also a few extra lines at the top a bottom of the screen which 
are not usually writeable, so the actual screen height is >256. (Although 
you can write to them if you mess with the DISPENV structure, but this 
doesn't change the aspect ratio - just gives more lines.) The result is 
that a PAL picture if virtically squashed. This applies to most ports from 
NTSC to PAL. The program may still be running 320x240, but with those huge 
top and bottom borders the picture is obviously squashed. 


Try using the 384x256 resolution. The aspect ratio is actually much closer 
to what it should be. (384x288 would actually give the correct aspect 
ratio, but by the time you've added the extra border lines to the 256 
displayable, it's not far off.) 


Other than that, you stuck with it. Thats what happens when you take a 
machine which is NTSC native and force it to work on PAL. 


Herbs 


—-MESSAGE FILE 608 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000337 


-—-MESSAGE FILE 609 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000338 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Everybody can answer this question. Pls help!!! 

Date: Wed, 03 Jun 1998 16:52:12 -0400 

Organization: SCEA News Server 

Lines: 36 
Message-ID: <3575B77C.342CF7FF@mail.datasys.net> 
References: <356DBB53.F0B6EB20@internet.de> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 288.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


You can do this without even writing a program for it, just a siocons 
script will do the trick. 


For example, lets say you want to read the data from the file 
"BASLUS-—00184" from the memory card from the second memory card port. 
The file takes up one block of memory on the card. The script would 
look something like this: 


read bul0:BASLUS-00184 80090000 
local wait-prompt 
local dsave memcard.bin 80090000 2000 
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That should work. 


Frank Glaser wrote: 


> 

> As I said, here follows a very simple question: 

> 

> How can I save the content of my memory card on the PC and vive versa? 
> (Don't laugh, I don't know anything about Ct). 

> 

> I would be grateful to get a step-by-step explanation for an absolute 
> newbie. 

> 

> Many thanks, 

> Frank 

"Darco 


darco@NOSPAM@bigfoot.com 
(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 609 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000338 


—-MESSAGE FILE 610 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000339 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Wed, 03 Jun 1998 16:59:19 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <3575B927.1D3140CD@mail.datasys.net> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 288.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ï<ò wrote: 


Hello all 


Could anyone give me some clues on how to get a moving sprite leave a 
trail behind it? Would I need a new sprite for each bit of the trail, 
each with its own level of brightness, to give the impression of the 
trail fading away? 


VVVVVVV 


The easiest way to do this is by not fully clearing the screen at each 
refresh. Unfortunately, this will only look right with a static 
background, but the method might still be useful. Instead of sorting a 
primitive to clear the screen; sort a rectangle primitive that fills 
the entire screen. Color it black, but enable transparency. (I'm not 
sure what the correct transparancy level should be, you will have to 
play around with it. It's only 4 different possibilities, just go 
through them all untill you find one that looks good.) 


This should leave a "trail" of a sprite behind it as it moves. The 
trail will shake a little bit, but it will fade out quickly so I don't 
think the player will notice too much. 


BTW: I haven't tried this, this is all theoretical stuff that I've 
been thinking about. Give it a try and tell me how it worked. 


"Darco 
darco@NOSPAM@bigfoot.com 
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(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 610 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000339 


—-MESSAGE FILE 611 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000340 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Wed, 03 Jun 1998 14:40:02 -0700 

Organization: Cisco Systems 

Lines: 57 

Message-ID: <3575C2B2.48A863A4@netmagic.net> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575B927.1D3140CD@mail.datasys.net> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Well, if you're going to go this route, the screen will become a 
mess unless you have a way of "degrading" the impressions of the 
image beforehand. I would suggest overlapping a semi-trans filled 
rectangle over the frame buffer and then throw your new graphics 
on top. If you're writing an demo intro, this could create some 
sweet effects. :) 


The only problem I see with this is that since you have 2 frame 
buffers, the amounts of trailing are going to be different because 
the updates to each frame only happen every other frame. One way 
to compensate for this is to let the Yaroze always display frame 
buffer 0 and only draw in frame buffer 1. Wait for the vsync 
interrupt and then do a MoveImage() from buffer 1 into buffer 0. 
This would ensure that you have a "perfect" copy of the workspace 
at the cost of the extra GPU cycles to copy memory... 


Darco wrote: 
<ó wrote: 


Hello all 


Could anyone give me some clues on how to get a moving sprite leave a 
trail behind it? Would I need a new sprite for each bit of the trail, 
each with its own level of brightness, to give the impression of the 

trail fading away? 


VV V V V V V 


The easiest way to do this is by not fully clearing the screen at each 
refresh. Unfortunately, this will only look right with a static 
background, but the method might still be useful. Instead of sorting a 
primitive to clear the screen; sort a rectangle primitive that fills 
the entire screen. Color it black, but enable transparency. (I'm not 
sure what the correct transparancy level should be, you will have to 
play around with it. It's only 4 different possibilities, just go 
through them all untill you find one that looks good.) 


This should leave a "trail" of a sprite behind it as it moves. The 
trail will shake a little bit, but it will fade out quickly so I don't 
think the player will notice too much. 


BTW: I haven't tried this, this is all theoretical stuff that I've 
been thinking about. Give it a try and tell me how it worked. 


"Darco 
darco@NOSPAM@bigfoot.com 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 
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UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


V V V V 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 611 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000340 


—-MESSAGE FILE 612 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000341 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Wed, 03 Jun 1998 23:07:07 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3575d677.88041597@news.scea.sony.com> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


This reminds me of someone who was getting more than one sprite 

to display with only one sprite struct. He would sort the sprite, 
then change the sprite position and sort it again. If this could be 
done often enough, it would save a lot of memory, as opposed to an 
individual struct for each sprite on the screen... 


Jamin 
On Thu, 28 May 1998 00:02:25 +0100, "I<d" <philg@easynet.co.uk> wrote: 


>Hello all 
> 
>Could anyone give me some clues on how to get a moving sprite leave a 
>trail behind it? Would I need a new sprite for each bit of the trail, 
>each with its own level of brightness, to give the impression of the 
>trail fading away? 

> 

>Also, any hints on doing other special effects such as screen dissolves, 
>melts, morphs etc would be greatly appreciated. 

> 

>Thanks 

> 

>Phil 

> 


—-MESSAGE FILE 612 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000341 


—-MESSAGE FILE 613 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000342 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Wed, 03 Jun 1998 17:14:45 -0700 

Organization: Cisco Systems 

Lines: 53 

Message-ID: <3575E6F5. 9440E0E6@netmagic.net> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575d677.88041597@news.scea.sony.com> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


This is how I do tiled backgrounds. :) e.g. tiling with 32x32 
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sprites: 


GsSPRITE blah; 
#define SPRITE_HEIGHT 32 


for( x=0; x<320 x+=SPRITE_HEIGHT ) 
for( y=0; y<240; y+=SPRITE_HIEGHT ) 
{ 
blah.x=x; 
blah.y=y; 
GsSortFastSprite (&blah, &£WorldOT[activeBuff],0); 
} 


Il = 


It is as fast as can be. You should only have 1 GSSPRITE per 
TIM in memory. There's no point in keeping more around since it 
just consumes memory. 


Jamin Frederick wrote: 

> 

This reminds me of someone who was getting more than one sprite 

to display with only one sprite struct. He would sort the sprite, 
then change the sprite position and sort it again. If this could be 
done often enough, it would save a lot of memory, as opposed to an 
individual struct for each sprite on the screen... 


Jamin 
On Thu, 28 May 1998 00:02:25 +0100, "I<d" <philg@easynet.co.uk> wrote: 


>Hello all 
> 
>Could anyone give me some clues on how to get a moving sprite leave a 
>trail behind it? Would I need a new sprite for each bit of the trail, 
>each with its own level of brightness, to give the impression of the 
>trail fading away? 

> 

>Also, any hints on doing other special effects such as screen dissolves, 
>melts, morphs etc would be greatly appreciated. 

> 

>Thanks 

> 

>Phil 

> 


VVVVVVVVVVVVVV VV VV VV VV VV 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 613 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000342 


—-MESSAGE FILE 614 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000343 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Thu, 04 Jun 1998 14:51:09 GMT 

Organization: SCEA News Server 

Lines: 65 

Message-ID: <3576b2b7.144425412@news.scea.sony.com> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575d677.88041597@news.scea.sony.com> 
<3575E6F5. 9440E0F6@netmagic.net> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Pretty cool. I guess the best time to use this technique is when 
there is nothing changing about the sprite that's being sorted. For 
instance, there's no need to do this with moving/scaling/coloring game 
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objects, since you have to store certain state information SOMEWHERE, 
and it might as well be the sprite struct. 


Jamin 


On Wed, 03 Jun 1998 17:14:45 -0700, Elliott Lee <tenchi@netmagic.net> 
wrote: 


>This is how I do tiled backgrounds. :) e.g. tiling with 32x32 
>sprites: 

> 

> 

> 

> GsSPRITE blah; 

> #define SPRITE_HEIGHT 32 

> 

> 

> 

> for( x=0; x<320 x+=SPRITE_HEIGHT ) 

> for( y=0; y<240; y+=SPRITE_HIEGHT ) 

> { 

> blah.x=x; 

> blah.y=y; 

> GsSortFastSprite (&blah, &WorldOT[activeBuff],0); 
> } 


> 

>It is as fast as can be. You should only have 1 GsSSPRITE per 
>TIM in memory. There's no point in keeping more around since it 
>just consumes memory. 


> 

>Jamin Frederick wrote: 

>> 

>> This reminds me of someone who was getting more than one sprite 

>> to display with only one sprite struct. He would sort the sprite, 
>> then change the sprite position and sort it again. If this could be 


>> done often enough, it would save a lot of memory, as opposed to an 

>> individual struct for each sprite on the screen... 

>> 

>> Jamin 

>> 

>> On Thu, 28 May 1998 00:02:25 +0100, "Ï<ò" <philg@easynet.co.uk> wrote: 
>> 

>> >Hello all 

>> > 
>> >Could anyone give me some clues on how to get a moving sprite leave a 
>> >trail behind it? Would I need a new sprite for each bit of the trail, 

>> >each with its own level of brightness, to give the impression of the 

>> >trail fading away? 

>> > 

>> >Also, any hints on doing other special effects such as screen dissolves, 
>> >melts, morphs etc would be greatly appreciated. 

>> > 

>> >Thanks 

>> > 

>> >Phil 


>- e! 
> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 614 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000343 
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—-MESSAGE FILE 615 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000344 


Path: chuka.playstation.co.uk!news 

From: philg <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 
Date: Thu, 04 Jun 1998 19:06:11 +0100 
Organization: philg@easynet.co.uk 

Lines: 7 
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Message-ID: <3576E20F.70CEC259@easynet.co.uk> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575d677.88041597@news.scea.sony.com> 
<3575E6F5.9440E0E6@netmagic.net> <3576b2b7.144425412@news.scea.sony.com> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


This has been a really useful thread - I've only had my Yaroze a couple 
of weeks and am still getting to grips with the basics. 


Thanks everyone. I've learnt a lot today! 
Phil 


—-MESSAGE FILE 615 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000344 


—-MESSAGE FILE 616 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000345 
Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory usage - Help! 

Date: Fri, 5 Jun 1998 00:47:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <61784eS6020@chuka.playstation.co.uk> 

References: <Olbccdee$cf4753c0$6e3863c3@default> 

NNTP-Posting-Host: amf0541.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Hi, 

> 

>I'm a bit confused about how memory usage works. 

>Ok, I understand you have main RAM, VRAM and SRAM. I also understand you 
>can't get at the VRAM or SRAM directly. 

> 

>My problem is with the following: Say you have 1/2Mb of textures and 1/2Mb 
>of sound data. These would fit into VRAM and SRAM respectively with no need 
>to keep copies in main memory. However, as I understand it, you have to 
>upload them to main memory and then have your code copy them to VRAM/SRAM. 
>So that's 1Mb of main memory taken up, used only to store (very) temporary 
>copies of your data. This seems like a bit of a waste of a pretty scarce 
>resource. 

> 

>Have I gone wrong somewhere, or is that right? 

> 


Yeah, you're right about that. You can re-use this memory after copying 
things to VRAM or SRAM (unless you will overwrite it in VRAM later on and 
want to be able to copy it again). 


If you don't want to spoil memory like that, then use realtime (down) loading 
in your program instead (and allocating memory dynamically using InitHeap() 
and malloc()). I didn't try this yet (I'm a beginner as well ;-), but I've 
seen examples of it (written using CodeWarrior). 


I don't know if this is also possible using SIOCONS; maybe someone else can 
fill me in... 


Good luck! 


Greets, 


Jan-Lieuwe 
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—-MESSAGE FILE 616 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000345 


—-MESSAGE FILE 617 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000346 
Path: chuka.playstation.co.uk!news 

From: “Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Questions about Ordering Table 

Date: Fri, 5 Jun 1998 01:01:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6178vm$6021@chuka.playstation.co.uk> 

References: <34722911.C7EC3C06@freenet.fr> <34724ECE. 6EEA@peace.co.nz> <65ludp$lbn7@ 
chuka.playstation.co.uk> 
NNTP-Posting-Host: amf0541.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>James, you're a star. I vote you rewrite the manuals. 


Sounds like a good idea to me! 


—-MESSAGE FILE 617 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000346 


—-MESSAGE FILE 618 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000347 
Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: What is the WorkBase 

Date: Fri, 5 Jun 1998 01:17:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6179sk$6022@chuka.playstation.co.uk> 

References: <35118B35.5B98@telecom.at> 

NNTP-Posting-Host: amf0541.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Hi! 
> 
>What is the WorkBase and how is it related to ordering tables ? 


A workbase is an area in memory which will be used to store gpu-packets 
(like GsLINE and GsSPRITE). The OT's refer to these packets. When you do 
"GsDrawOt", the function can retrieve all the parameters it needs for 
drawing. 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 618 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000347 


—-MESSAGE FILE 619 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000348 
Path: chuka.playstation.co.uk!news 

From: “Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: problems with sin() 

Date: Fri, 5 Jun 1998 01:26:32 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6l7ae8S$6023@chuka.playstation.co.uk> 

References: <MPG.e5d444e80cf636e989688@news.playstation.co.uk> 

NNTP-Posting-Host: amf0541.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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>hi there. 

> 

>I would like to calculate the sinus of an angle, but CW complains while 
>linking that something is undefined. 

>the source for testing is: 


> 
>#include <libps.h> 

>main () 

>{ 

>int sinus; 

>sinus = sin(0.1); 

>sinus = (int) sin(0.1); 

>} 

> 

>the error-msg is: 

>Link Error : ndefined: ¢__cvt_dfp2unsignedi:;:;¢¢eferenced from ¿mainė 
>in main.cLink Error : ndefined: ¢__cvt_dfp2unsigned;:;¢¢¢eferenced 
>from gmaing in main.c Link failed. 

> 


>I was looking around in other sources, but everybody has a precalculated 
>sinustable as a sourcefile. So what can I do? Waiting for another update 
>or is there a workaround? 

> 


You should link the "Math-ISA1l-noFPU-LE.lib" to your executable. Goto: 
"Project" / "Add files..." and search for this LIB-file. 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 619 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000348 


-—-MESSAGE FILE 620 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000349 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Public Profile List 

Date: Fri, 5 Jun 1998 08:34:53 +0200 

Organization: Debri Productions 

Lines: 61 

Message-ID: <lda55o0y.dejn8rilehshyN@al-88-117.a1l.nl> 
NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


First: 

Thanks everybody who already sent in their profiles. 

For everybody who doesn't know it yet, I try to keep up a public 
profilelist with Yaroze-members. This list is more like a adressbook 


with some info about members that sent in their profile. 


If you are looking for some coders... 
Just check the profilelist. 


If you are looking for designers... 
Just check the profilelist. 


If you are looking for members in your home-town... 
Just check the profilelist. 


Need some E-mail adresses or ICQ numbers? 
Just check the profilelist. 


Want to start a project with SCEE, SCEA and SCEI members? 
Just check the profilelist. 
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Just started working on a project with other members that you don't even 
know? 

Just check the profilelist and maybe you know who you'r dealing with and 
what you can expect. 


No time to keep up a weppage with basic info on yourself? 
Just sent in your profile and sent in an update every now and then.. 


If you want your profile on the list (and it's not already on), just 
sent the next info to DEnnis (macsuppor@al.nl) 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

- Personal Page <linked> 

- NY page <linked> 

- Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10» 

- Rate Coding Skills <number out of 10> 

— Specialisation 

- Projects 

— Extra Info 

- Member since 

- Hot 

- Not 


The list can be found here: 
http://www.al.nl/macsupport/debri/ 


Cheers DEnnis.. 
—-MESSAGE FILE 620 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000349 


—-MESSAGE FILE 621 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000350 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Fri, 05 Jun 1998 13:25:51 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <3577E3CF.5A90@writeme.com> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575B927.1D3140CD@mail.datasys.net> Հ 
3575C2B2.48A863A4@netmagic.net> 

NNTP-Posting-Host: at14-040.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


The only problem I see with this is that since you have 2 frame 
buffers, the amounts of trailing are going to be different because 
the updates to each frame only happen every other frame. One way 
to compensate for this is to let the Yaroze always display frame 
buffer 0 and only draw in frame buffer 1. Wait for the vsync 
interrupt and then do a MoveImage() from buffer 1 into buffer 0. 
This would ensure that you have a "perfect" copy of the workspace 


at the cost of the extra GPU cycles to copy memory... 


VVVVVVVV 


Or you could make both frame buffers point to the same display area. 


James (~mrfrosty). 
—-MESSAGE FILE 621 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000350 
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—-MESSAGE FILE 622 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000351 
Path: chuka.playstation.co.uk!news 

From: peter black <peter.black@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: static and non stativ viods 

Date: Sun, 07 Jun 1998 09:03:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <357A494B.2A9A@virgin.net> 

Reply-To: peter.black@virgin.net 

NNTP-Posting-Host: pl4-grebe-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; name="functions.txt" 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 
Content-—Disposition: inline; filename="functions.txt" 


can anyone tell me the differnce between 
static void function () 

and 

viod function () 

and why the latter seems to create rubbish in 
codewarrior debbuger stack window 


—-MESSAGE FILE 622 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000351 


—-MESSAGE FILE 623 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000352 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: static and non stativ viods 

Date: Mon, 08 Jun 1998 09:55:53 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 18 

Message-ID: <357BA719.952E2157@scee.sony.co.uk> 
References: <357A494B. 2A9A@virgin.net> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


peter black wrote: 
> 
> can anyone tell me the differnce between 

> static void function () 

> and 

> viod function () 

A function (or variable) defined with 'static' is not exported, which 
means that functions in other object files can't see it, and 

thus they can't use it. Only variables/functions within the file can 
use that variable/function. It's mainly used to prevent an object's 
function/variable definitions from conflicting with another object's 
function/variable definitions. 


> and why the latter seems to create rubbish in 
> codewarrior debbuger stack window 


Um... pass. 
—-MESSAGE FILE 623 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000352 


—-MESSAGE FILE 624 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000353 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Mon, 08 Jun 1998 13:24:40 -0700 

Organization: Cisco Systems 

Lines: 30 

Message-ID: <357C4888.396CF2E8@jps.net> 
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References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575B927.1D3140CD@mail.datasys.net> Հ 
3575C2B2.48A863A4@netmagic.net> <3577E3CF.5A90@writeme.com> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-e-39-201.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


True, but the reason you don't do that is while the GPU is rendering 
and the hardware is displaying the contents of that frame buffer, 
you'll either get screen full of flashing objects or static. Remember 
the old PC games that didn't sync properly with the vertical refresh 
rate? Same problem... : ( 


It's usually better to have an area that's hidden from the user's view 
and only copy over/switch to the finished rendering. 


- e! 
James Rutherford wrote: 


The only problem I see with this is that since you have 2 frame 
buffers, the amounts of trailing are going to be different because 
the updates to each frame only happen every other frame. One way 
to compensate for this is to let the Yaroze always display frame 
buffer 0 and only draw in frame buffer 1. Wait for the vsync 
interrupt and then do a MoveImage() from buffer 1 into buffer 0. 
This would ensure that you have a "perfect" copy of the workspace 
at the cost of the extra GPU cycles to copy memory... 


VVVVVVVV 


Or you could make both frame buffers point to the same display area. 


VVVVVVVVVVV VV 


James (~mrfrosty). 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 624 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000353 


—-MESSAGE FILE 625 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000354 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Getting a sprite to leave a trail 

Date: Mon, 08 Jun 1998 13:24:55 -0700 

Organization: Cisco Systems 

Lines: 15 

Message-ID: <357C4897.87D97708@jps.net> 

References: <356C9B7A.C18CCEE4@easynet.co.uk> <3575d677.88041597@news.scea.sony.com> 
<3575E6F5.9440E0E6@netmagic.net> <3576b2b7.144425412@news.scea.sony.com> <3576E20F. 
TOCEC259@easynet.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-e-39-201.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Ask a good question, get lots of good answers. ^_^ 
philg wrote: 


This has been a really useful thread - I've only had my Yaroze a couple 
of weeks and am still getting to grips with the basics. 


Thanks everyone. I've learnt a lot today! 


VVVVVVV 


Phil 
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- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 625 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000354 


—-MESSAGE FILE 626 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000355 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory usage - Help! 

Date: Mon, 08 Jun 1998 23:48:29 GMT 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <357c782e.24060827@news.scea.sony.com> 

References: <OlbccdeeScf4753c0$6e3863c3@default> <61784eS6020@chuka.playstation.co.u 
k> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Actually, sometimes you NEED that stuff kept in memory -- 
pixel-by-pixel collision detection for instance... 


Jamin 


On Fri, 5 Jun 1998 00:47:10 +0200, "Jan-Lieuwe Koopmans" <moa@wxs.nl> 
wrote: 


>>Hi, 

>> 

>>I'm a bit confused about how memory usage works. 

>>Ok, I understand you have main RAM, VRAM and SRAM. I also understand you 
>>can't get at the VRAM or SRAM directly. 

>> 

>>My problem is with the following: Say you have 1/2Mb of textures and 1/2Mb 
>>of sound data. These would fit into VRAM and SRAM respectively with no need 
>>to keep copies in main memory. However, as I understand it, you have to 
>>upload them to main memory and then have your code copy them to VRAM/SRAM. 
>>So that's 1Mb of main memory taken up, used only to store (very) temporary 
>>copies of your data. This seems like a bit of a waste of a pretty scarce 
>>resource. 

>> 

>>Have I gone wrong somewhere, or is that right? 

>> 

> 

> 

>Yeah, you're right about that. You can re-use this memory after copying 
>things to VRAM or SRAM (unless you will overwrite it in VRAM later on and 
>want to be able to copy it again). 

> 

>If you don't want to spoil memory like that, then use realtime (down) loading 
>in your program instead (and allocating memory dynamically using InitHeap () 


>and malloc()). I didn't try this yet (I'm a beginner as well ;-), but I've 
>seen examples of it (written using CodeWarrior). 
> 


>I don't know if this is also possible using SIOCONS; maybe someone else can 
>fill me in... 
> 

>Good luck! 

> 

> 

>Greets, 

> 

>Jan-Lieuwe 

> 

> 


—-MESSAGE FILE 626 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000355 


—-MESSAGE FILE 627 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000356 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: static and non stativ viods 

Date: Mon, 08 Jun 1998 23:52:38 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <357c78dd.24235428@news.scea.sony.com> 

References: <357A494B. 2A9A@virgin.net> <357BA719.952E2157@scee.sony.co.uk> 
Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 08 Jun 1998 09:55:53 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>peter black wrote: 

>> 

>> can anyone tell me the differnce between 

>> static void function () 

>> and 

>> viod function () 

> 

>A function (or variable) defined with 'static' is not exported, which 
>means that functions in other object files can't see it, and 

>thus they can't use it. Only variables/functions within the file can 
>use that variable/function. It's mainly used to prevent an object's 
>function/variable definitions from conflicting with another object's 
>function/variable definitions. 

> 


Yea, the less globally accessible stuff you've got hanging out 
of your file, the more modularized your code is -- all the static 
stuff stays nice and "watertight". 


Jamin 


>> and why the latter seems to create rubbish in 
>> codewarrior debbuger stack window 
> 


>Um... pass. 
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—-MESSAGE FILE 627 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000356 


—-MESSAGE FILE 628 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000357 


Path: chuka.playstation.co.uk!news 
From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 


Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 


ng.2d_graphics 

Subject: [Q] How to remove the "Interlaced-Line"...? 
Date: Thu, 11 Jun 1998 21:08:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <6l1p9uh$s984@chuka.playstation.co.uk> 
NNTP-Posting-Host: amf1024.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Xref: chuka.playstation.co.uk scee.yaroze.beginners:357 scee.yaroze.freetalk.english 


21130 scee.yaroze.programming.2d_graphics:392 
Hi Folks, 


Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
annoying (dashed) line at the top of my screen. I use the 


GsSortClear-function to clear the screen before drawing and I set my Display 


Buffers to respectively (0,0) and (512,0). Am I missing something here...? 
Greets, 


Jan-Lieuwe 
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—-MESSAGE FILE 628 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000357 


—-MESSAGE FILE 629 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000358 
Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: [Q] How to remove the "Interlaced-Line"...? 

Date: Thu, 11 Jun 1998 21:08:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6lpa8a$s985@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1178.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:358 scee.yaroze.freetalk.english 
21131 scee.yaroze.programming.2d_graphics:393 


Hi Folks, 


Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
annoying (dashed) line at the top of my screen. I use the 
GsSortClear-function to clear the screen before drawing and I set my Display 
Buffers to respectively (0,0) and (512,0). Am I missing something here...? 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 629 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000358 


--MESSAGE FILE 630 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000359 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: Re: [Q] How to remove the "Interlaced-Line"...? 

Date: Fri, 12 Jun 1998 08:58:40 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <3580DFB0.FBD40D4A@scee.sony.co.uk> 

References: <6l1p9uhS$s984@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:359 scee.yaroze.freetalk.english 
21137 scee.yaroze.programming.2d_graphics:394 


Jan-Lieuwe Koopmans wrote: 


> 

> Whenever I switch to interlaced mode (512x480 to be exactly) I get this 

> annoying (dashed) line at the top of my screen. I use the 

> GsSortClear-function to clear the screen before drawing and I set my Display 
> Buffers to respectively (0,0) and (512,0). Am I missing something here...? 


In Interlaced mode, the display buffers should be set to the _same_ 
address. The GPU will automatically 'skip' every other line when drawing 
in interlaced mode, so it doesn't matter that the two buffers are interleaved. 


Cheers, 


James 
—-MESSAGE FILE 630 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000359 


-—-MESSAGE FILE 631 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000360 
Path: chuka.playstation.co.uk!news 
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From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: Re: [Q] How to remove the "Interlaced-Line"...? 

Date: Fri, 12 Jun 1998 21:33:36 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6lrvqc$s9813@chuka.playstation.co.uk> 

References: <6l1p9uhSs984@chuka.playstation.co.uk> <3580DFB0O.FBD40D4A@scee.sony.co.uk 
> 
NNTP-Posting-Host: amf1186.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:360 scee.yaroze.freetalk.english 
21150 scee.yaroze.programming.2d_graphics:395 


>> Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
>> annoying (dashed) line at the top of my screen. I use the 

>> GsSortClear-function to clear the screen before drawing and I set my 
Display 

>> Buffers to respectively (0,0) and (512,0). Am I missing something 
here...? 

> 

>In Interlaced mode, the display buffers should be set to the _same_ 
>address. The GPU will automatically 'skip' every other line when drawing 
>in interlaced mode, so it doesn't matter that the two buffers are 
interleaved. 

> 

>Cheers, 

> 

>James 


Thanx! That did the job... 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 631 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000360 


—-MESSAGE FILE 632 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000361 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Nick <porcino@home.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Win/Mac 3D Modeller upgraded 

Date: Fri, 12 Jun 1998 21:19:39 -0700 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3581FDD8.321F@home.com> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Animation Master 98 from Hash Inc., www.hash.com has just upgraded their 
spline based modeler to export RSD files! AM98 runs on PCs and Macs, and 
is an extremely easy and fast modeler to use. 


It has a good animator, and excellent bones and inverse kinematics. 


As an interesting technical note, it uses the same surface subdivision 
technology Shiny is using in Messiah. The result is that AM models are 
very small - I built a character in AM98 and the same one in 3D Studio. 
The models looked the same when rendered, but the AM98 model had only 
238 surfaces, whereas the equivalent 3DS model had over 1500 (built 
properly in 3DS not imported from the AM98 model). 


Duke Nuken 3D and many other well known games were modeled using Hash, 
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and it only costs $199. 


—nick 


http://www.geocities.com/CapeCanaveral/9376/ 
—-MESSAGE FILE 632 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000361 


—-MESSAGE FILE 633 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000362 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <porcino@home.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: static and non stativ viods 

Date: Fri, 12 Jun 1998 21:23:38 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <3581FEC6.7503@home.com> 

References: <357A494B. 2A9A@virgin.net> <357BA719.952E2157@scee.sony.co.uk> <357c78dd 
-24235428@news.scea.sony.com> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Rubbish in a codewarrior stack display is usually a result of registers 
being unavailable due to inlining. If you turn off all your 
optimizations, all the variables become valid. When I'm debugging an 
optimized build, I usually bring up the register display window, and 
switch the IDE to the Mixed Source/Assembly mode so I can see what 
registers are actually in use. 


Another reason you might get rubbish in a stack crawl is when a function 
has been inlined because in that case there is no stack context to 
display. It would probably be better if the values greyed out and 
displayed ??? instead, but oh well. 


-nick 
--MESSAGE FILE 633 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000362 


--MESSAGE FILE 634 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000363 
Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.beginners 

Subject: kanji and ascii string 

Date: Sun, 14 Jun 1998 02:03:12 GMT 

Organization: Nowadays 

Lines: 8 

Message-ID: <35832f31.35914965@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppv27.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi! 

How can I convert a kanji string into a ascii string? and also, how 
can I convert a ascii string into a kanji string? I think it must be a 
simple mathematicle function.. thnx for your help! 


Yan 

asC . nowadayS . www.netlink.ch/nowadayS 

Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 

—-MESSAGE FILE 634 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000363 


—-MESSAGE FILE 635 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000364 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Win/Mac 3D Modeller upgraded 

Date: Sun, 14 Jun 1998 10:43:11 +0200 

Organization: Debri Productions 
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Lines: 28 

Message-ID: <ldal8t6.loayrbqlfi6éxaiN@al-—88-127.a1l.nl> 
References: <3581FDD8.321F@home.com> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick <porcino@home.com> wrote: 
> Animation Master 98 from Hash Inc., www.hash.com has just upgraded their 


> spline based modeler to export RSD files! AM98 runs on PCs and Macs, and 
> is an extremely easy and fast modeler to use. 


YES!!!! I was looking for that. I was hoping Cinema4D XL would get an 
plugin for RSD... not till now.. Cinema4D XL can work with 3D Studio 
models very well, and the complete program is very professional. 


> It has a good animator, and excellent bones and inverse kinematics. 


H 


will buy Hash! 


As an interesting technical note, it uses the same surface subdivision 
technology Shiny is using in Messiah. The result is that AM models are 
very small - I built a character in AM98 and the same one in 3D Studio. 
The models looked the same when rendered, but the AM98 model had only 
238 surfaces, whereas the equivalent 3DS model had over 1500 (built 
properly in 3DS not imported from the AM98 model). 

Duke Nuken 3D and many other well known games were modeled using Hash, 
and it only costs $199. 


VVVVVVV VV 


You have me convinced and I remember that they even have a large 
discount for students! 


DEnnis.. 
—-MESSAGE FILE 635 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000364 


—-MESSAGE FILE 636 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000365 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Win/Mac 3D Modeller upgraded 

Date: 14 Jun 1998 10:34:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd20e0S2bb83ea0$a63663c3@default> 

References: <3581FDD8.321F@home.com> <ldal8t6.loayrbqlfi6xaiN@al-—88-127.al.nl1> 
NNTP-Posting-Host: host5-99-54-166.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> I will buy Hash! 

> 

> 

> DEnnis.. 

> 

Why doesn't that surprise me coming from a dutchman ;) 
taken out of context anyone !! 


Pete. 


—-MESSAGE FILE 636 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000365 


—-MESSAGE FILE 637 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000366 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: kanji and ascii string 

Date: Mon, 15 Jun 1998 09:21:43 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 89 

Message-ID: <3584D997.D1245F95@scee.sony.co.uk> 

References: <35832f31.35914965@news.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 390 


NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Yannick Suter wrote: 

> 

> How can I convert a kanji string into a ascii string? and also, how 

> can I convert a ascii string into a kanji string? I think it must be a 
> simple mathematicle function.. thnx for your help! 


// ASCII code to Shift-JIS code transfer table 
static unsigned short ascii_table[3][2] = { 
(02824ք, 0230), /* 0-9 */ 
(028260, 0241), /* A-Z */ 
(028281, 0261), /* a-z */ 
J; 


// ASCII code to Shift-JIS code transfer table 


static unsigned short ascii_k_table[] = { 
0x8140, /* ամ 
028149, Հանի... 
028168, ւի RY 
028194, /" # */ 
0x8190, FROG ORS 
0x8193, LR BEY 
0x8195, /* & */ 
028166, / Է RY 
028169, /" ( »/ 
0::8168, LR Sek 
0x8196, fa Re RY 
0x817b, /* + */ 
0x8143, ERG Ծի 
Ox817c, fea EL 
0x8144, /* . */ 
0x815e, ար “KY. 
0x8146, fe «5. ES 
0x8147, [Bet ey 
Ox8171, [ROR Ֆ/ 
0x8181, /* = */ 
0x8172, LES Յ-/ 
0x8148, [RR Ք/ 
028197, /* 0 */ 
0x816d, {F xy 
0x818f, LEN EY 
0x816e, /* ef 
0x814f, /* ^ */ 
0x8151, A oS hf 
0x8165, 23: ` ORL 
028161, /* */ 
0x8162, /* */ 
0x8170, Susa SA 
0x8150, [ER RY, 


)չ 


// ASCII code to Shift-JIS code transfer function 
int ascii2sjis(unsigned char ascii_code) 
{ 

int sjis_code = 0; 

unsigned char stmp; 

unsigned char stmp2 = 0; 


if ((ascii_code >= 0x20) ճե (ascii_code <= 0x2f)) 


stmp2 = 1; 

else 

if ((ascii_code >= 0x30) && (ascii_code <= 0x39) ) 
stmp = 0; 

else 


if ((ascii_code >= 0x3a) && (ascii_code <= 0x40) ) 
stmp2 = 11; 


else 
if ((ascii_code >= 0x41) && (ascii_code <= 0x5a)) 
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stmp = 1; 
else 
if ((ascii_code >= 0x5b) && (ascii_code <= 0x60) ) 
stmp2 = 37; 
else 
if ((ascii_code >= 0x61) && (ascii_code <= 0x7a)) 
stmp = 2; 
else 
if ((ascii_code >= Ox7b) && (ascii_code <= 0x7e)) 
stmp2 = 63; 
else { 
printf ("bad ASCII code 0x%x\n", ascii_code) ; 
return (0); 
} 
if (stmp2) 
sjis_code = ascii_k_table[ascii_code - 0x20 - (stmp2 - 1)]; 
else 
sjis_code = ascii_table[stmp] [0] + ascii_code - ascii_table[stmp] [1] 


return (sjis_code) ; 


} 
—-MESSAGE FILE 637 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000366 


—-MESSAGE FILE 638 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000367 
Path: chuka.playstation.co.uk!news 

From: Aubrey <aubrey.murray@which.net> 
Newsgroups: scee.yaroze.beginners 

Subject: How do I use the GDB debugger? 
Date: Wed, 17 Jun 1998 02:05:12 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <35871648.78F3@which.net> 
Reply-To: aubrey.murray@which.net 
NNTP-Posting-Host: 194.168.102.126 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-Mozilla (Win95; 1) 


I've gotten all the compile time error out of my program . 
But running my program gives me a blank screen. How do I use the 
debugger? Please 


KINGBREE. 
—-MESSAGE FILE 638 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000367 


—-MESSAGE FILE 639 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000368 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Nice ARS for Windows NT 

Date: Tue, 23 Jun 1998 18:59:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6mosodSenm7@chuka.playstation.co.uk> 

NNTP-Posting-Host: p4l-osterich-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:368 scee.yaroze.freetalk.english 
21238 scee.yaroze.problems.pc:102 


Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
having trouble starting Nice ARS by Steve Dunn. When I start-up my system I 
get the following message in the event log :- 


The GenPort service failed to start due to the following error: 
The specified service is disabled and cannot be started. 
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I know my PC-Comms link is working and it is set to address 0x320 but I 
can't seem to get it to work. I don't think I have any other hardware items 


conflicting with the base IO port. Is there anyone out there that can help 
because I don't know much about the way NT works. 


Cheers, 


James 


—-MESSAGE FILE 639 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000368 


—-MESSAGE FILE 640 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000369 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Wed, 24 Jun 1998 09:17:48 +0100 

Organization: Backroom Software Ltd. 

Lines: 40 

Message-ID: <6mqcutSenm17@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera022.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:369 scee.yaroze.freetalk.english 
21253 scee.yaroze.problems.pc:103 


I'd need to look at the registry file you merged into your registry. 

If you like, you can be a 'guinea pig' for the new version that supports all 
of the datel commands as well as being a file server. The new commands 
enable you to; 

send a byte 

send a word 

send a file 

reflash the AR (with the Datel ROM of course :) 

view registers 

view memory 

etc. 

etc. 

Let me know if you are(or anyone else) is interested. 


Steve 
James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 
> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 


>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
1 
>get the following message in the event log :- 


> 

> The GenPort service failed to start due to the following error: 

> The specified service is disabled and cannot be started. 

> 

> I know my PC-Comms link is working and it is set to address 0x320 but I 


>can't seem to get it to work. I don't think I have any other hardware items 
>conflicting with the base IO port. Is there anyone out there that can help 
>because I don't know much about the way NT works. 

> 

> 

>Cheers, 

> 

> 

> 

>James 

> 

> 

> 
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—-MESSAGE FILE 640 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000369 


—-MESSAGE FILE 641 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000370 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 
Subject: Re: Nice ARS for Windows NT 

Date: Wed, 24 Jun 1998 18:29:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 71 
Message-ID: <6mrd8aSenm22@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcut$enm17@chuka.playstation.co 
-uk> 
NNTP-Posting-Host: p09-swan-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:370 scee.yaroze.freetalk.english 
21263 scee.yaroze.problems.pc:104 


Please find attached copy of the genport.reg file that I used, I have 
changed the IOPortCount because I believe my SB32 card uses IO port 330. 

If you need a willing 'guinea pig', look no further!! I would be glad to 
help you. 


Cheers, 


James 


Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>I'd need to look at the registry file you merged into your registry. 

>If you like, you can be a 'guinea pig' for the new version that supports 
all 

>of the datel commands as well as being a file server. The new commands 
>enable you to; 

>send a byte 

>send a word 

>send a file 

>reflash the AR (with the Datel ROM of course :) 

>view registers 

>view memory 

>etc. 

>etc. 

>Let me know if you are(or anyone else) is interested. 

> 

>Steve 

>James Banks wrote in message <6mosod$enm7@chuka.playstation.co.uk>... 

>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
>I 

>>get the following message in the event log :- 


>> 

>> The GenPort service failed to start due to the following error: 

>> The specified service is disabled and cannot be started. 

>> 

>> I know my PC-Comms link is working and it is set to address 0x320 but 
I 

>>can't seem to get it to work. I don't think I have any other hardware 
items 

>>conflicting with the base IO port. Is there anyone out there that can help 


>>because I don't know much about the way NT works. 
>> 

>> 

>>Cheers, 

>> 

>> 

>> 

>>James 

>> 

>> 
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>> 
> 
> 


—-MESSAGE FILE 641 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000370 


—-MESSAGE FILE 642 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000371 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Thu, 25 Jun 1998 09:45:03 +0100 

Organization: Backroom Software Ltd. 

Lines: 296 
Message-ID: <6mt2uiSenm24@chuka.playstation.co.uk> 

References: <6mosodšenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
-uk> <6mrd8aSenm22@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera670.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:371 scee.yaroze.freetalk.english 
1270 scee.yaroze.problems.pc:105 


This should do it, follow the instructions below on the included file. 
Don't forget to change the port number in the registry after. 


Steve 


In order for Windows NT to access I/O ports, a device driver is necessary 
(which is not normally included). The driver takes two parameters - the 

base port, and the number of addresses. For example, the default might be 
port 300h for 10h addresses. 


To install the driver, be logged on with administrator privileges and copy 
genport.sys to your %SystemRoot%\system32\drivers directory. Next, you must 
create certain registry entries. 


File-Run-REGEDT32 (or Start-Run if using the new Shell). 

You should see four windows open on within REGEDT32. 

Select the window titled HKEY_LOCAL_MACHINE on Local Machine. 

Next you will double-click on a number of "keys" to expand down a tree: 
First double-click on SYSTEM, then CurrentControlSet, and then Services. 
Now use the Edit menu and select Add Key. 

In the dialog box, type GenPort and then press the enter key (or OK). 
Next, scroll down using the down-arrow key until GenPort is highlighted. 
Now use the Registry menu and select Restore... 

Enter the filename genport.REG for the default. 

After pressing the enter key (or OK), you will get a warning popup. 

If you are sure that you had highlighted (selected) GenPort, press Yes. 


If you need to specify a different base port, it is fairly easy to follow 
the above steps, then double-click on GenPort, double-click on Parameters, 
then double-click on the line to the right which says IoPortAddress. You can 
then enter a new value (in hex) and press the enter key (or OK). 


Finally, use the Registry menu and select Exit. 


Now shutdown/reboot the machine, and the device driver should automatically 
start (watch for any error). 


To verify that the driver installed/started correctly is to use Control 
Panel-—Devices, and scroll down to the entry for GenPort (which should say 
Started Automatic). You can use the Startup button to disable the driver if 
necessary at some future point. 


James Banks wrote in message <6mrd8aSenm22@chuka.playstation.co.uk>... 
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> Please find attached copy of the genport.reg file that I used, I have 
>changed the I0PortCount because I believe my 5832 card uses IO port 330. 
> If you need a willing 'guinea pig', look no further!! I would be glad 
to 

>help you. 

> 

>Cheers, 

> 

> 

>James 

> 


>Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>>I'd need to look at the registry file you merged into your registry. 
>>If you like, you can be a 'guinea pig' for the new version that supports 
>all 

>>of the datel commands as well as being a file server. The new commands 
>>enable you to; 

>>send a byte 

>>send a word 

>>send a file 

>>reflash the AR (with the Datel ROM of course :) 

>>view registers 

>>view memory 


>>etc. 

>>etc. 

>>Let me know if you are(or anyone else) is interested. 

>> 

>>Steve 

>>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 
>>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>>having trouble starting Nice ARS by Steve Dunn. When I start-up my 
system 

>>I 

>>>get the following message in the event log :- 

>>> 

>>> The GenPort service failed to start due to the following error: 

>>> The specified service is disabled and cannot be started. 

>>> 

>>> I know my PC-Comms link is working and it is set to address 0x320 but 
>I 


>>>can't seem to get it to work. I don't think I have any other hardware 
>items 

>>>conflicting with the base IO port. Is there anyone out there that can 
help 

>>>because I don't know much about the way NT works. 

>>> 

>>> 

>>>Cheers, 

>>> 

>>> 

>>> 

>>>James 

>>> 

>>> 

>>> 

>> 

>> 

> 

> 

> 


——MESSAGE FILE 642 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000 


—-MESSAGE FILE 643 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/0 
Path: chuka.playstation.co.uk!news 
From: "James Banks" <james.banks@virgin.net> 
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00371 


0000372 


Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 


pc 
Subject: Re: Nice ARS for Windows NT 
Date: Thu, 25 Jun 1998 19:22:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 51 

Message-ID: <6mu4mcSq6cl@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
-uk> <6mrd8aSenm22@chuka.playstation.co.uk> <6mt2uiSenm24@chuka.playstation.co.uk> 
NNTP-Posting-Host: p42-grackle-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:372 scee.yaroze.freetalk.english 
21272 scee.yaroze.problems.pc:106 


Cheers, works like a dream !! 


James 


Steve Dunn wrote in message <6mt2uiSenm24@chuka.playstation.co.uk>... 
>This should do it, follow the instructions below on the included file. 
>Don't forget to change the port number in the registry after. 

> 

>Steve 

> 

> 

> 


>James Banks wrote in message <6mrd8aSenm22@chuka.playstation.co.uk>... 


>> Please find attached copy of the genport.reg file that I used, I have 
>>changed the IO0PortCount because I believe my 5832 card uses IO port 330. 
>> If you need a willing 'guinea pig', look no further!! I would be glad 
>to 

>>help you. 

>> 

>>Cheers, 

>> 

>> 

>>James 

>> 


>>Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>>>I'd need to look at the registry file you merged into your registry. 
>>>If you like, you can be a 'guinea pig' for the new version that supports 
>>all 

>>>of the datel commands as well as being a file server. The new commands 
>>>enable you to; 

>>>send a byte 

>>>send a word 

>>>send a file 

>>>reflash the AR (with the Datel ROM of course :) 

>>>view registers 

>>>view memory 

>>>etc. 

>>>etc. 

>>>Let me know if you are(or anyone else) is interested. 

>>> 

>>>Steve 

>> 

>> 

>> 

> 

> 

> 


—-MESSAGE FILE 643 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000372 


—-MESSAGE FILE 644 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000373 
Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.beginners 

Subject: laserGun 

Date: Fri, 26 Jun 1998 19:27:32 GMT 

Organization: Nowadays 

Lines: 7 

Message-ID: <3593f571.1664005@news.playstation.co.uk> 
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Reply-To: asc@netlink.ch 
NNTP-Posting-Host: pppb204.netlink.ch 
X-Newsreader: Forte Free Agent 1.1/32.230 


hi! 
are there any docs out about how to control the lasergun? - any 
hints/ideas? thnx.. 


Yan 

ՁՏԸ . nowadayS . www.netlink.ch/nowadayS 

Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 

—-MESSAGE FILE 644 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000373 


-—-MESSAGE FILE 645 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000374 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: laserGun 

Date: Sat, 27 Jun 1998 09:11:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6n29inSq6c8@chuka.playstation.co.uk> 
References: <3593f571.1664005@news.playstation.co.uk> 
NNTP-Posting-Host: usero776.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 5.00.0518.4 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 


Depends what type of gun you've got. If it's the Konami one, forget it. It 
may be possible to get it working, but it would be mega hassle. The Namco 
one (with the connection to the video port) is far easier to use. Just write 
a little program that outputs the data in padbuf. Wave the gun at the 
screen, and it should be fairly obvious what's going on. (I could tell you, 
but where's the fun in that ;-) 


One thing to remember is that, as the name suggests, a light gun needs light 
to work. Pointing at a dark area on the screen just won't register at all. 
Sounds obvious I know, but it threw me last week when I tried putting my 
nice new gun routines into my game which consists mainly of a black 
background... Doh! 


Mark 
Yannick Suter <asc@netlink.ch> wrote in message 
3593£571.1664005@news.playstation.co.uk... 


>hi! 

>are there any docs out about how to control the lasergun? - any 
>hints/ideas? thnx.. 

> 

>Yan 


>asC . nowadayS . www.netlink.ch/nowadayS 
>Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 
> 


—-MESSAGE FILE 645 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000374 


—-MESSAGE FILE 646 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000375 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Sat, 27 Jun 1998 10:49:07 +0100 

Organization: Bacardi Ferrari V12 

Lines: 36 

Message-ID: <3594C013.116@manc.u-net.com> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 
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James Chow wrote: 


PACKET GpuPktArea[2] [1023 
(...you get the idea...) 
lock up the program? 


> Why does, declaring any of the following 
> PACKET GpuPktArea[2] [31]; or 

> PACKET GpuPktArea[2] [63]; or 

> PACKET GpuPktArea[2] [255] or 

> PACKET GpuPktArea[2] 

> 

> 

> 


Why do you choose 2*%n-1? Why not just 2՞ո, or 2%(n-1)? 

Are you not supposed to long word align your arrays and structures? 
(Using padding variables/even addresses as necessary) 

I guess it's okay to just make it even (ie word aligned) in the 

case of the PACKET array because it is 2-dimesional - gpupacket[2][n] - 
which naturally will longword align even if n is only word aligned. 
If you see what I mean. 

Anyways, I think the problem here is not so much that the PACKET 
array is an odd size or whatever, but that the next structure is not 
aligned and so cannot be accessed, which is possibly your GsLINE 
variable or whatever (even if you only have 1 line of code the psxlib 
stuff will slap something there), and it is THIS which is causing the 
crash. Of course, I could be totally wrong :) 

Jim 


PS I still use the old formula for packet space: 

PACKET GpuPacketArea[2] [NUM_SPRITES*sizeof (GSSPRITE) |: 

"sizeof (GsSPRITE)" is a macro unless I'm very much mistaken. 

Usually when I don't allow enough for NUM_SPRITES I get wierd effects 
like flickering sprites. It is amazingly difficult to actually get 
the PlayStaion to crash, I find! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 646 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000375 


—-MESSAGE FILE 647 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000376 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Sat, 27 Jun 1998 22:30:43 +0100 

Organization: Backroom Software Ltd. 

Lines: 48 

Message-ID: <6n30i3$q6cll1l@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenm17@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: usera221.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:376 scee.yaroze.freetalk.english 
21280 scee.yaroze.problems.pc:107 


V2 Beta is now up at http://www.netyaroze-europe.com/~steved/ 


Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>I'd need to look at the registry file you merged into your registry. 
>If you like, you can be a 'guinea pig' for the new version that supports 
all 

>of the datel commands as well as being a file server. The new commands 
>enable you to; 

>send a byte 

>send a word 

>send a file 

>reflash the AR (with the Datel ROM of course :) 

>view registers 

>view memory 

>etc. 
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>etc. 

>Let me know if you are(or anyone else) is interested. 

> 

>Steve 

>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 

>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 


>>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
>I 
>>get the following message in the event log :- 


>> 

>> The GenPort service failed to start due to the following error: 

>> The specified service is disabled and cannot be started. 

>> 

>> I know my PC-Comms link is working and it is set to address 0x320 but 
I 


>>can't seem to get it to work. I don't think I have any other hardware 
items 

>>conflicting with the base IO port. Is there anyone out there that can help 
>>because I don't know much about the way NT works. 

>> 

>> 

>>Cheers, 

>> 

>> 

>> 

>>James 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 647 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000376 


-—-MESSAGE FILE 648 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000377 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: 29 Jun 1998 11:15:22 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Sender: thutton@TECH10 

Message-ID: <uu355qa81.fsf@cybec.com.au> 

References: <35557807.6E248247@chowfam.demon.co.uk> 
<3558DF85.7C89DA42@ndirect.co.uk> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> 
<3594C013.116@manc.u-net.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


James Shaughnessy <james@manc.u-net.com> writes: 
> PS I still use the old formula for packet space: 


> PACKET GpuPacketArea[2] [NUM_SPRITES*sizeof (GSSPRITE) ]; 
> "sizeof (GSSPRITE)" is a macro unless I'm very much mistaken. 


sizeof is actually a C operator, and GSSPRITE is a struct. You can 
use sizeof with any variable or data type to return its size. 


If you're doing 2D only with sprites then NUM_SPRITES * sizeof 
(GSSPRITE) would work fine. A packet can be other things though, like 
a poly or line which are different sizes, perhaps larger than 
GsSSPRITE, so you need to make sure you reserve plenty of space. 


Toby. 
—-MESSAGE FILE 648 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000377 


—-MESSAGE FILE 649 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000378 
Path: chuka.playstation.co.uk!news 
From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: 29 Jun 1998 10:51:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <0Olbda34bSa5fc6c20$f30b0a0a@Angelal.intelligent-—group.com> 

References: <35557807.6E248247@chowfam.demon.co.uk><3558DF85.7C89DA42@ndirect.co.uk> 
<3559D87E.D5C1EBD1@chowfam.demon.co.uk><3594C013.116@manc.u-net.com> <uu355qa81.fsf 
@cybec.com.au> 

NNTP-Posting-Host: dl-s42-83-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Toby Hutton <thutton@cybec.com.au> wrote in article 
<uu355qa81.fsf@cybec.com.au>... 
> James Shaughnessy <james@manc.u-net.com> writes: 


> PS I still use the old formula for packet space: 

> PACKET GpuPacketArea[2] [NUM_SPRITES*sizeof (GSSPRITE) ]; 

> "sizeof (GSSPRITE)" is a macro unless I'm very much mistaken. 
sizeof is actually a C operator, and GSSPRITE is a struct. You can 


use sizeof with any variable or data type to return its size. 


If you're doing 2D only with sprites then NUM_SPRITES * sizeof 
(GSSPRITE) would work fine. A packet can be other things though, like 
a poly or line which are different sizes, perhaps larger than 
GsSSPRITE, so you need to make sure you reserve plenty of space. 


VVVVVVVVVV VV 


That's not quite true, as a GSSPRITE when entered using GsSortSprite() 

(as opposed to GsSortFastSprite) actually generates the same type of GPU 
packet as a texture mapped Quad (different front end to the same low-level 
primitive). 

> Toby. 


Craig. 


—-MESSAGE FILE 649 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000378 


—-MESSAGE FILE 650 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000379 
Path: chuka.playstation.co.uk!news 

From: "James Sutherland" <jamess@gremlin.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: laserGun 

Date: Mon, 29 Jun 1998 17:25:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6n8fd0Ssubl@chuka.playstation.co.uk> 

References: <3593f571.1664005@news.playstation.co.uk> <6n29inSq6c8@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 195.152.73.108 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Mark Wilson wrote in message <6n29inSq6c8@chuka.playstation.co.uk>... 


>One thing to remember is that, as the name suggests, a light gun needs 
light 

>to work. Pointing at a dark area on the screen just won't register at all. 
>Sounds obvious I know, but it threw me last week when I tried putting my 
>nice new gun routines into my game which consists mainly of a black 
>background... Doh! 

> 

Which is why most gun games flash the screen white when you pull the 
trigger. Looks nice enough, and makes the gun more accurate. 


James Sutherland: Software Engineer - Gremlin Interactive Ltd. 


Net Yaroze newsgroups message dump.txt Page 401 


Work: jamess@gremlin.co.uk 
Home: james@guybrush.demon.co.uk 


—-MESSAGE FILE 650 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000379 


—-MESSAGE FILE 651 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000380 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: laserGun 

Date: Mon, 29 Jun 1998 18:19:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6n8ibpSsub2@chuka.playstation.co.uk> 

References: <3593f571.1664005@news.playstation.co.uk> <6n29inSq6c8@chuka.playstation 
.co.uk> <6n8fd0Ssubl@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm473.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0518.4 


>Which is why most gun games flash the screen white when you pull the 
>trigger. Looks nice enough, and makes the gun more accurate. 


The thought crossed my mind, but it's a fairly intensive shoot 'em up type 
thing, and you'd be firing very rapidly, so I thought the white flashes 
would become annoying. I didn't want to be responsible for hundreds of 
people quivering and convulsing in front of their TVs either ;-) 


Mark 


—-MESSAGE FILE 651 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000380 


-—-MESSAGE FILE 652 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000381 
Path: chuka.playstation.co.uk!news 

From: "michael.resch" <michael.resch@metronet.de> 
Newsgroups: scee.yaroze.beginners 

Subject: Dual Shock Pad 

Date: Mon, 29 Jun 1998 23:35:25 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3598089D.5294@metronet .de> 
NNTP-Posting-—Host: md33-078.mun.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Hi, 
does anyone know how i can controll the vibration 


of the dual shock pad ??? 


cu 
Mike 
—-MESSAGE FILE 652 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000381 


-—-MESSAGE FILE 653 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000382 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Dual Shock Pad 

Date: Tue, 30 Jun 1998 17:42:53 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <3599158D.FOD8F074@ndirect.co.uk> 
References: <3598089D.5294@metronet .de> 
Reply-To: aherbert@ndirect.co.uk 
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NNTP-Posting-Host: dialin2-39.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


michael.resch wrote: 
Hi, 


> 

> 

> does anyone know how i can controll the vibration 
> of the dual shock pad ??? 
> 
> 
> 


cu 
Mike 
You can't. The Yaroze libs don't allow us to write to the controller 
ports. This is why we can't use the multi-tap either. 
Herbs 


—-MESSAGE FILE 653 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000382 


—-MESSAGE FILE 654 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000383 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Tue, 30 Jun 1998 17:58:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35991930.333A683@ndirect.co.uk> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> <3594C013.116@manc.u-net.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-39.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


PS I still use the old formula for packet space: 

PACKET GpuPacketArea[2] [NUM_SPRITES*sizeof (GSSPRITE) |: 

"sizeof (GsSPRITE)" is a macro unless I'm very much mistaken. 

Usually when I don't allow enough for NUM_SPRITES I get wierd effects 
like flickering sprites. It is amazingly difficult to actually get 
the PlayStaion to crash, I find! 


VV V V V V 


Maybe I'm missing something here, but I didn't realise that there was any 
correlation between packet sizes and the size of the GsSPRITE structure. 


Personally, I allocate say 64K of space for each packet buffer using 
malloc(). Then, after sorting all objects (just before I DrawSync()) I 
check out how much actual memory space is used, by subtracting the result 
of GsGetworkbase from the address used for GsSetworkbase. (I think that's 
what the functions are called.) By keeping a running peak value for memory 
usage, I know exactly how much memory is required, so I can reduce the size 
of the packet buffers if memory starts to get tight. 


Herbs 


—-MESSAGE FILE 654 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000383 
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—-MESSAGE FILE 655 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000384 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Very Simple Memory Card question 

Date: Tue, 30 Jun 1998 18:51:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35992596.6FD20487@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I don't want to buy another memory card to test my theory, 
but someone out there must know this. 


What is the status of TestCard() for a new memory card? 
Is it a new card or an uninitialised memory card? 
(Because a new card is also uninitialised, I'm not sure.) 


What are the differences between them and how do they arise? 
Cheers. 
jc 


—-MESSAGE FILE 655 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000384 


—-MESSAGE FILE 656 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000385 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Wed, 01 Jul 1998 10:52:17 +0100 

Organization: Bacardi Ferrari V12 

Lines: 20 

Message-ID: <359A06D1.579C@manc.u-net.com> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> <3594C013.116@manc.u-net.com> <35991930.33 
3A683@ndirect.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alex Herbert wrote: 

> Personally, I allocate say 64K of space for each packet buffer using 
malloc(). Then, after sorting all objects (just before I DrawSync() ) 
check out how much actual memory space is used, by subtracting the 
result of GsGetworkbase from the address used for GsSetworkbase. (I 
think that's what the functions are called.) By keeping a running 
peak value for memory usage, I know exactly how much memory is 
required, so I can reduce the size of the packet buffers if memory 
starts to get tight. 


VV V V V V V 


Seems Լ was very much mistaken about that macro thing :) 
I'm sure someone told me that.. 

That's a pretty nifty method there Alex, I'll give it a go! 
Cheers 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 656 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000385 
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—-MESSAGE FILE 657 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000386 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Thu, 02 Jul 1998 02:16:22 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <359B4FE6.6894@dial.pipex.com> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> <3594C013.116@manc.u-net.com> ՀՅ5991930.33 
3A683@ndirect.co.uk> 

NNTP-Posting-Host: usern576.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Alex Herbert wrote: 


> 

> James Shaughnessy wrote: 

> 

> > PS I still use the old formula for packet space: 

> > PACKET GpuPacketArea[2] [NUM_SPRITES*sizeof (GSSPRITE) |: 

> > "Sizeof(GsSPRITE)" is a macro unless I'm very much mistaken. 

> > Usually when I don't allow enough for NUM_SPRITES I get wierd effects 
> > like flickering sprites. It is amazingly difficult to actually get 

> > the PlayStaion to crash, I find! 

> 

> Maybe I'm missing something here, but I didn't realise that there was any 
> correlation between packet sizes and the size of the GSSPRITE structure. 


Im pretty sure there isnt! I seem to remember doing some tests on this and 
found a normal sprite uses 24 bytes, and a rotate/scale enabled sprite 
uses 40 bytes (or something). 


Personally, I allocate say 64K of space for each packet buffer using 
malloc(). Then, after sorting all objects (just before I DrawSync()) I 
check out how much actual memory space is used, by subtracting the result 
of GsGetworkbase from the address used for GsSetworkbase. (I think that's 
what the functions are called.) By keeping a running peak value for memory 
usage, I know exactly how much memory is required, so I can reduce the size 
of the packet buffers if memory starts to get tight. 


VVVVVVV VV 


Herbs 


Yeah. I also prefer using heap memory to plonk sprites, gpu buffers etc. in. 
I THINK I used calloc (I havent looked at my allocation functions for a 
long time) because this guarantees zeroed memory. 

My original plan was to do this so that I could reclaim memory (used to hold 
TIMs (etc.) before sending them to VRAM) back to the heap. I still haven't 
actually tried this yet mainly because Im still not sure about the 
usage/restrictions of the InitHeap (?) function. Does this idea make any 
kind of sense to anyone else - I figured allocating everything from heap 
memory would also stop the exe producing a sprawling bss (where, I think, 
static arrays would otherwise have been placed) at run time. But hey, its 
late, perhaps Im dreaming... zzzzZZZZZZ 


-Chris 
--MESSAGE FILE 657 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000386 


--MESSAGE FILE 658 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000387 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.mydemos, scee.yaroze.programming.librar 
ies 

Subject: Library to Save/Load Memory Cards 

Date: Thu, 02 Jul 1998 19:15:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <359BCE2D.7020B2F8@chowfam.demon.co.uk> 
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NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:387 scee.yaroze.mydemos:201 scee 
.yaroze.programming.libraries:157 


—-CROSSPOST: scee.yaroze.beginners, scee.yaroze.mydemos, 
scee.yaroze.programming.libraries 


Hello. 

I've written a library to ease saving and loading 
game data to memory cards. 
http://www.netyaroze-europe.com/~jaycee/ 

Have fun! 

jc 


—-MESSAGE FILE 658 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000387 


-—-MESSAGE FILE 659 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000388 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: RotMatrixBUG??? 

Date: 3 Jul 1998 11:43:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <01lbda678Sdd2f68c0S6ebff7c2@manolo> 
NNTP-Posting-Host: ip046.pool-02.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi! World,i have problem with RotMatrix Function!!!: 


This function create the rotation matrix around Y,Z local axes but *super X 

axis rotation!!! 

If someone can help me please to understand this strange phenomen! 

Thanks! Emanuele 

—-MESSAGE FILE 659 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000388 


—-MESSAGE FILE 660 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000389 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Game / Demo Competition.... 

Date: Sat, 4 Jul 1998 09:53:34 -0500 

Organization: SCEA News Server 

Lines: 13 
Message-ID: <6nl1f6k$6102@scea> 

NNTP-Posting-Host: d104.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:76 scea.yaroze.freetalk:797 scee. 
yaroze.beginners:389 scee.yaroze.freetalk.english:1350 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 
Regards, 


Jeff (aka Zark Wizard) / Nemesis 
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—-MESSAGE FILE 660 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000389 


—-MESSAGE FILE 661 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000390 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 10:42:09 -0700 

Organization: Cisco Systems 

Lines: 48 
Message-ID: <35A10C71.E193D187@jps.net> 

References: <6nl1f6k$6102@scea> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:77 scea.yaroze.freetalk:798 scee. 
yaroze.beginners:390 scee.yaroze.freetalk.english:1356 


Cool. Some notes: 


— some kind of disclaimer statiting that this is not an 
officialed contest from the SCE[A|E|I]. 


— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 

- have an NTSC mode if it originates from a PAL system. 

- have a title screen or ending credits text 
listing at least one contact address (e-mail) 

- adhere to the Yaroze membership guidelines 
(i.e. no profanity, racism, sexist comments, 
nudity etc.); basic courtesy to other members 
worldwide. 


- copyright disclaimer stating that Yaroze and the Playstation 
are Sony stuff and that the programs entered in this compo 
are copyright their respectful authors. Also, that entries 


are being run at the risk of the members' machines---e.g. 
no one will be responsible for damage to their equipment 
due to bad refresh rates. Of course, there would be a penalty 


if someone enters a virus or something. 


Jeff Lawton wrote: 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 


Regards, 


VVVVVVVVVV VV 


Jeff (aka Zark Wizard) / Nemesis 


Mata ne, 


- e! paN tenchi@shell.jps.net ԱԷ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) տ http://www. jps.net/tenchi 


—-MESSAGE FILE 661 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000390 
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-—-MESSAGE FILE 662 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000391 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <david.white@cubic.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 11:08:46 -0700 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <35A112AE.446B@cubic.com> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: onyxl.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:78 scea.yaroze.freetalk:799 scee. 
yaroze.beginners:391 scee.yaroze.freetalk.english:1357 


Elliott Lee wrote: 
> 


Cool. Some notes: 
— requirements for entries. something like: 


All games and demos must: 

— be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 


VVVVVVVVV 


That would lock out all Macintosh developers! 


David 
—-MESSAGE FILE 662 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000391 


—-MESSAGE FILE 663 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000392 
Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: RotMatrixBUG??? 

Date: Tue, 7 Jul 1998 00:15:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6nria3$rq82@chuka.playstation.co.uk> 

References: <Olbda678Sdd2f68c0S$6ebff7c2@manolo> 

NNTP-Posting-Host: amf1078.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Hi! World,i have problem with RotMatrix Function!!!: 

> 

>This function create the rotation matrix around Y,Z local axes but *super X 
>axis rotation!!! 

>If someone can help me please to understand this strange phenomen! 

>Thanks! Emanuele 


There's no hardware involved, so feel free to write your own RotMatrix! 
Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 663 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000392 


—-MESSAGE FILE 664 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000393 
Path: chuka.playstation.co.uk!news 
From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Dual Shock Pad 

Date: Tue, 7 Jul 1998 00:18:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6nrif7$rq83@chuka.playstation.co.uk> 

References: <3598089D.5294@metronet.de> <3599158D.FOD8F074@ndirect.co.uk> 
NNTP-Posting-Host: amf1078.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>michael.resch wrote: 

> 

>> Hi, 

>> 

>> does anyone know how i can controll the vibration 
>> of the dual shock pad ??? 


>> cu 
>> Mike 


>You can't. The Yaroze libs don't allow us to write to the controller 


>ports. This is why we can't use the multi-tap either. 
> 


But assembly does allow us to do so... 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 664 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000393 


408 


-—-MESSAGE FILE 665 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000394 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 


Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 


oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 
Date: Mon, 06 Jul 1998 16:26:45 -0700 
Organization: Cisco Systems 

Lines: 26 
Message-ID: <35A15D35.E5068B36@jps.net> 


References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 


Reply-To: tenchi@jps.net 
NNTP-Posting-Host: dhcp-m-62-247.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.announce:79 scea.yaroze.freetalk:800 scee. 


yaroze.beginners:394 scee.yaroze.freetalk.english:1359 


David White wrote: 
> Elliott Lee wrote: 


> > Cool. Some notes: 

>> — requirements for entries. something like: 

>> All games and demos must: 

>> - be executables that can be loaded with the 

> > provided Yaroze utilities (e.g. SIOCONS). It 
>> doesn't matter what you used to create it, but 
>> it must be run-able for all. 

> 

> That would lock out all Macintosh developers! 

> 

> David 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 
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be sharable with other people. For instance, you shouldn't develop 
something that streams data from your PC/Mac via a tool like an AR. 
What is the highest common denominator we have? 


Mata ne, ead otek 

- e! Տն tenchi@shell.jps.net mag 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) 5e http://www. jps.net/tenchi 


—-MESSAGE FILE 665 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000394 


—-MESSAGE FILE 666 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000395 

Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 07 Jul 1998 22:49:56 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <skennedy-0707982249560001@pro1-147.barrie.connex.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
<35A15D35.E5068B36@jps.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:80 scea.yaroze.freetalk:806 scee. 

yaroze.beginners:395 scee.yaroze.freetalk.english:1369 


In article <35A15D35.E5068B36@jps.net>, tenchi@jps.net wrote: 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 

be sharable with other people. For instance, you shouldn't develop 

something that streams data from your PC/Mac via a tool like an AR. 

What is the highest common denominator we have? 


> David White wrote: 

> > Elliott Lee wrote: 

> > > Cool. Some notes: 

>>> — requirements for entries. something like: 

>>> All games and demos must: 

>>> - be executables that can be loaded with the 
>>> provided Yaroze utilities (e.g. SIOCONS). It 
>>> doesn't matter what you used to create it, but 
>>> it must be run-able for all. 

> > That would lock out all Macintosh developers! 

> > David 

> 

> 

> 

> 

> 

> 


Yes, that is a good point, But I have also been dev'ing PSX apps and using 
SIOCONS {USING SOFTPC... ;) } to DL and test the code. This really does 
well for those who want good speed. 


It does mean that if you are a Mac Developer {I am, I also do WIN32 DX5 
and GB..} that you do need the requirement of using a Power Macintosh. 

I found out {Much to the annoyance of J. Sumner @ Metrowerks...} that to 
do any "REAL" work on Yaroze, I needed a powermac. I finally got one. 

Hi Joel... :) 


FYI, I also got the GCC under MkLinux {Powermac} to host yaroze technology. 
Trouble is, I need to build a SIOCONS for MkLinux.. 

Anybody at Sony got the source??? All I need is the Binary Downloader.. BLOAD 
component. 

--MESSAGE FILE 666 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000395 


--MESSAGE FILE 667 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000396 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 7 Jul 1998 21:50:26 -0500 
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Organization: SCEA News Server 

Lines: 10 

Message-ID: <6numah$7mk7@scea> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: d101.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:81 scea.yaroze.freetalk:807 scee. 
yaroze.beginners:396 scee.yaroze.freetalk.english:1370 


Great point... 1:11 add exectly that to the site. 
Regards, 
Zark / Nemesis 


http://yaroze-world.org 


—-MESSAGE FILE 667 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000396 


—-MESSAGE FILE 668 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000397 
Path: chuka.playstation.co.uk!news 

From: peter black <peter.black@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: black&white 

Date: Wed, 08 Jul 1998 22:45:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35A3E897.1582@virgin.net> 

Reply-To: peter.black@virgin.net 

NNTP-Posting-Host: p34-goshawk-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; name="black and white.txt" 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; I) 

Content-—Disposition: inline; filename="black and white.txt" 


dear tech support 


completed my first demo lander 
available on my web page peter black /~mystic 
i would include a link if i knew how 


anyway had a couple of e-mails about it 
one said may game game was in black and white 


is this possible? its in full colour when i play it. 


—-MESSAGE FILE 668 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000397 


—-MESSAGE FILE 669 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000398 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: Thu, 09 Jul 1998 01:01:38 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35A3FA51.405B7C2C@hotmail.com> 
References: <35A3E897.1582@virgin.net> 

Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseille5-193.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> anyway had a couple of e-mails about it 
> one said may game game was in black and white 
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> 
> is this possible? its in full colour when i play it. 


Looks like your game runs in Ntsc and someone played it on a Pal-only 
Tv. 
If this is the case, add an option for switching to Pal, or build two 
different versions. 

(See SetVideoMode(), GsInitGraph(), GsDefDispBuf() to change mode) 


Hope this helps. 


—-MESSAGE FILE 669 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000398 


—-MESSAGE FILE 670 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000399 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Thu, 09 Jul 1998 14:55:48 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35A51234.B26BE66C@mail.datasys.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:82 scea.yaroze.freetalk:821 scee. 
yaroze.beginners:399 scee.yaroze.freetalk.english:1381 


David White wrote: 


> 

> Elliott Lee wrote: 

>> 

> > Cool. Some notes: 

>> 

>> — requirements for entries. something like: 

>> 

>> All games and demos must: 

>> - be executables that can be loaded with the 
>> provided Yaroze utilities (e.g. SIOCONS). It 
> > doesn't matter what you used to create it, but 
>> it must be run-able for all. 

> 

> That would lock out all Macintosh developers! 


As long as you run your PSE file through the PlayStation postlinker 
and turn it inso the PS-X format (extension PXE), then it loads fine 
in SIOCONS. This is what I've been doing. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 670 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000399 


—-MESSAGE FILE 671 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000400 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Darrell Porcher" <dporcher@bellatlantic.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 
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Date: Thu, 2 Jul 1998 16:56:32 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6067ov$8q37@scea> 

References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail .com> 
NNTP-Posting-Host: client-151-198-130-170.bellatlantic.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I really wish you could autodetect which mode the Playstation was running 
in, that would make things so much easier, most Yarozers don't build two 
versions... 


-Darrell Porcher 
pal wrote in message <35A3FA51.405B7C2C@hotmail.com>... 


>> anyway had a couple of e-mails about it 
>> one said may game game was in black and white 


>> 

>> is this possible? its in full colour when i play it. 

> 

> 

>Looks like your game runs in Ntsc and someone played it on a Pal-only 


>Tv. 
>If this is the case, add an option for switching to Pal, or build two 
>different versions. 

>(See SetVideoMode(), GsInitGraph(), GsDefDispBuf() to change mode) 

> 

>Hope this helps. 

> 

> 
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—-MESSAGE FILE 671 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000400 


-—-MESSAGE FILE 672 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000401 


Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: 13 Jul 1998 07:58:54 GMT 

Organization: SCEE 

Lines: 18 

Message-ID: <01lbdadd0$04286180Sf2e832a2@gbain.wav.scee.sony.co.uk> 


References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail.com> <6067ov$8q37@ 


scea> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Darrell Porcher <dporcher@bellatlantic.net> wrote in article 
<6067ovS8q37@scea>... 


> I really wish you could autodetect which mode the Playstation was running 


in, that would make things so much easier, most Yarozers don't build two 


> 
> versions... 
> 
> 


-Darrell Porcher 


Use GetVideoMode() to get current video mode. 


Regards, 


George 


—-MESSAGE FILE 672 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000401 


—-MESSAGE FILE 673 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000402 
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Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: 13 Jul 1998 12:09:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <Olbdae56$bb788460S026f6f6f@two> 

References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail.com> <6067ov$8q37@ 
scea> <0lbdadd0$04286180Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 195.171.231.18 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi George, 

I noticed ages ago that sony were asking people to do this 

but if i use getvideomode it returns ntsc and is black'n'white 

I dare say other people have noticed this as well and are asking 
if there would be a better way?? 

Pete; 


Use GetVideoMode() to get current video mode. 


> 
> 
> 
> Regards, 
> 
> 
> 
> 


—-MESSAGE FILE 673 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000402 


—-MESSAGE FILE 674 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000403 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: Mon, 13 Jul 1998 22:18:29 +0100 

Organization: Debri Productions 

Lines: 4 

Message-ID: <ldbyc0q.1lswsi7oktxdjJON@al-—88-106.a1.nl1> 

References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail .com> 
NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Black & White is a game in development by Lionhead. Thats the company of 
Peter Molyneux. 


Cheers DEnnis 
—-MESSAGE FILE 674 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000403 


—-MESSAGE FILE 675 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000404 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: 14 Jul 1998 16:21:52 GMT 

Organization: SCEE 

Lines: 55 

Message-ID: <0lbdael0Sfab64180Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail.com> <6067ov$8q37@ 
scea> <01lbdadd0$04286180Sf2e832a2@gbain.wav.scee.sony.co.uk> <Olbdae56Sbb788460S026f 
6f6f@two> 

NNTP-Posting-Host: camfw0l.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Yes, there is another way. When the PlayStation first boots up the video 
mode 
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defaults to NTSC. If you do a GetVideoMode() at 
NTSC. 

So lets check the product code ( product code is 
territories) 

on the Net Yaroze Boot Disc. If the file is not 
user 


has a NTSC machine. Check the code below.. 


P.S. Note, you have to use a scart cable to see 
if ( CdSearchFile(&file, "\\DTL_S30.35;1") 
{ 
printf("Boot file not found... 
SetVideoMode( MODE_NTSC ); 
video_mode = GetVideoMode () ; 
} 
else 
{ 
printf ("Boot file found... MODE_PAL 
SetVideoMode ( MODE_PAL ); 
video_mode = GetVideoMode () ; 
} 
Regards, 
George@SCEE 


Peter Dollochan <Peter.Dollochan@btinternet.com> 
<Olbdae56Sbb788460S026f6f6f@two>... 
> Hi George, 


if there would be a better way?? 
Pete. 


Use GetVideoMode () 


Regards, 


> 
> 
> 
> 
> 
> George 
> 

> 


VVVVVVVVVVVV VV VV 
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the startup it will be 
different in all 3 


found we now know that the 


color in NTSC mode. 


== 20) 


MODE_NTSC enabled \n"); 


enabled \n"); 


wrote in article 


I noticed ages ago that sony were asking people to do this 
but if i use getvideomode it returns ntsc and is black'n'white 
I dare say other people have noticed this as well and are asking 


to get current video mode. 


—-MESSAGE FILE 675 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000404 


—-MESSAGE FILE 676 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000405 


Path: chuka.playstation.co.uk!news 
From: "Peter Dollochan" 
Newsgroups: scee.yaroze.beginners 
Subject: Re: black&white 

Date: 14 Jul 1998 17:09:20 GMT 
Organization: PlayStation Net Yaroze 
Lines: 45 
Message-ID: 
References: 


(SCEE) 


<01bdaf49Sc721dac0S$S026f6f6f@two> 


<35A3E897.1582@virgin.net> <35A3FA51. 
scea> <0lbdadd0$04286180Sf2e832a2@gbain.wav.scee. 


<Peter.Dollochan@btinternet.com> 


405B7C2C@hotmail.com> <6067ov$8q37@ 
sony.co.uk> <Olbdae56$bb788460S026f 


6f6f@two> <Olbdael0$fab64180Sf2e832a2@gbain.wav.scee.sony.co.uk> 


NNTP-Posting-Host: 195.171.236.26 
X-Newsreader: Microsoft Internet News 4.70.1161 


Nice one george now thats what i call an answer 
(if it works ;) 


Pete. 


:-) 


George Bain <George_Bain@Playstation.sony.com> wrote in article 
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<Olbdael10$fab64180Sf2e832a2@gbain.wav.scee.sony.co. 


> 

> 

> Hi there, 

> 

> Yes, there is another way. When the PlayStation 
> mode 

> defaults to NTSC. If you do a GetVideoMode() at 
> NTSC. 

> So lets check the product code ( product code is 
> territories) 

> on the Net Yaroze Boot Disc. If the file is not 
the 

> user 

> has a NTSC machine. Check the code below.. 

> 

> P.S. Note, you have to use a scart cable to see 
> 

> if( CdSearchFile(&file, "\\DTL_S30.35;1") 
> { 

> printf("Boot file not found... MODE _ 
> SetVideoMode( MODE_NTSC ); 

> video_mode = GetVideoMode () ; 

> } 

> else 

> { 

> printf ("Boot file found... MODE_PAL 
> SetVideoMode ( MODE_PAL ); 

> video_mode = GetVideoMode () ; 

> } 

> 

> 

> Regards, 

> 

> George@SCEE 

> 

> 

> 


—-MESSAGE FILE 676 END: net-yaroze-usenet/00000001 


—-MESSAGE FILE 677 START: net-yaroze-usenet/000000 
Path: chuka.playstation.co.uk!news 

From: "Carlos M Rincón" <carlos.rincon@mcmail.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Borland C++ Builder 

Date: Wed, 15 Jul 1998 09:17:14 +0100 
Organization: Fairlight ESP Ltd 

Lines: 15 

Message-ID: <35AC6589.83006BFC@mcmail.com> 
Reply-To: carlos.rincon@mcmail.com 
NNTP-Posting-Host: asnl4-2.mcmail.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi All, 


Someone asked recently about using the Visual C++ 
about Borland C++ builder? Has anyone configured 
this purpose? Obviously I wouldn't want to be usi 
just like to be able to use Builder 'cause I use i 
used to it and I like the IDE. 


Carlos M. Rincón 
Fairlight ESP Limited 


carlos.rincon@mcmail.com 
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uk>... 


first boots up the video 
the startup it will be 
different in all 3 


found we now know that 


color in NTSC mode. 
== ) 


NTSC enabled \n"); 


enabled \n"); 


—-SCEE/yaroze/beginners/00000405 


01-SCEE/yaroze/beginners/00000406 


IDE for Yaroze. How 
it successfully for 
ng VCL, etc, I would 
t all the time, I'm 
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—-MESSAGE FILE 677 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000406 


—-MESSAGE FILE 678 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000407 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Borland C++ Builder 

Date: 15 Jul 1998 08:28:33 GMT 

Organization: SCEE 

Lines: 31 

Message-ID: <0Olbdaf66S838fb440Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35AC6589.83006BFC@mcmail .com> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Carlos, 


You can always use the Borland editor and just jump into DOS, 
compile and run SIOCONS to upload your game. 


Regards, 


George@SCEE 


Carlos M Rincón <carlos.rincon@mcmail.com> wrote in article 
<35AC6589.83006BFC@mcmail.com>... 
> Hi All, 


Someone asked recently about using the Visual C++ IDE for Yaroze. How 
about Borland C++ builder? Has anyone configured it successfully for 

this purpose? Obviously I wouldn't want to be using VCL, etc, I would 
just like to be able to use Builder 'cause I use it all the time, I'm 

used to it and I like the IDE. 


Carlos M. Rincón 
Fairlight ESP Limited 


carlos.rincon@mcmail.com 


VVVVVVVVVVVVV VV 


—-MESSAGE FILE 678 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000407 


—-MESSAGE FILE 679 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000408 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 10:09:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 219 

Message-ID: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:408 scee.yaroze.programming.code 
warrior:297 scee.yaroze.programming.2d_graphics:432 


Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 
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Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96*48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTextureInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite) ; 


void main() 


{ 


int activeBuffer; 


InitGraphics(); 

while (1) 

ere = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 
GsClearot (0, 0, &gOrderTable[activeBuffer]); 


GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 0); 
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DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (34,34,34, &gOrderTable[activeBuffer] ); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 

void InitGraphics () 

ET OTTags [2] [1<<OT_LENGTH]; 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo) ; 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
í 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 

rect.x = textureInfo->px; 

rect.y textureInfo->py; 

rect.w = textureInfo->pw; // width in 16-bit words (NOT pixels) 
rect.h = textureInfo->ph; 

LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x d\n", textureInfo->px) ; 
printf ("image y d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image h %$d\n", textureInfo->ph) ; */ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


rect.x = textureInfo->cx; // x pos in frame buffer 

rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h = textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf ("clut y d\n", textureInfo->cy) ; 
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printf("clut w d\n", textureInfo->cw) ; 
printf£("clut հ $d\n", textureInfo->ch) ;*/ 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 
{ 


int pixelsPerWord, texturePage; 


InitSprite (sprite); 


// Get texture page ID 
texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 
textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) << 24 + 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = texturelInfo->cy; // CLUT y axis positio 

} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w = 32; // don't want to display whole TIM, just the 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 


sprite->u = 0; 
sprite->v = 0; 
sprite->cx = 0; 


sprite->cy = 0; 

sprite->r = 128; 

sprite->g 128; 

sprite->b = 128; 

sprite->mx = 0; 

sprite->my 0; 

sprite->scalex ONE; // ONE = 4096 
sprite->scaley ONE; 

sprite->rotate = 0; 
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—-MESSAGE FILE 679 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000408 


—-MESSAGE FILE 680 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000409 


Path: chuka.playstation.co.uk!news 
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From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 17:53:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 230 
Message-ID: <35ACDE6C.954014D4@ndirect.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:409 scee.yaroze.programming.code 
warrior:298 scee.yaroze.programming.2d_graphics: 434 


Philip Gooch wrote: 
Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96*48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 
GsIMAGE gPlayerTexturelInfo; 


GsSPRITE gPlayerSprite; 
GsOT gOrderTable[2]; 
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PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite); 


void main() 


{ 

int activeBuffer; 

InitGraphics(); 

while (1) 

Աաաա zs = GsGetActiveBuff((); 


GsSetWorkBase((PACKET *)GpuPacketArea[activeBuffer]); 


GsClearOt (0, 0, &gOrderTable[activeBuffer]); 
GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 0); 
DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 
void InitGraphics() 
{ 
GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 


GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 


GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo); 


} 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 

rect.x = textureInfo->px; 

rect.y = textureInfo->py; 

rect.w = textureInfo->pw; // width in 16-bit words (NOT pixels) 
rect.h = textureInfo->ph; 

LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x d\n", textureInfo->px) ; 
printf("image y d\n", textureInfo->py) ; 
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printf ("image w %d\n", textureInfo->pw) ; 
printf("image h %d\n", textureInfo->ph) ; */ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 

Bef, 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


rect.x = texturelInfo->cx; // x pos in frame buffer 

rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h = textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf ("clut y d\n", textureInfo->cy) ; 
printf("clut w d\n", textureInfo->cw) ; 
printf("clut հ Յո", textureInfo->ch) ;*/ 
} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 
{ 


int pixelsPerWord, texturePage; 


InitSprite (sprite); 


// Get texture page ID 
texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 
textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) << 24 + 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = textureInfo->cy; // CLUT y axis positio 

} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w 32; // don't want to display whole TIM, just the 
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> first 32*48 segment 

> sprite->h = 48; 

> sprite->tpage = 0; 

> sprite->u = 0; 

> sprite->v = 0; 

> sprite->cx = 0; 

> sprite->cy = 0; 

> sprite->r = 128; 

> sprite->g = 128; 

> sprite->b = 128; 

> sprite->mx = 0; 

> sprite->my = 0; 

> sprite->scalex = ONE; // ONE = 4096 
> sprite->scaley = ONE; 
> sprite->rotate = 0; 

> 


Hi Philip. I've just posted you in the freetalk newsgroup. Wish I'd seen 
this first. 


Well, I've had a quick scan over the code, and one thing which jumped out at 
me was your GsSOTTAGs. Try making them global. 


Hope that helps. 


Herbs 


—-MESSAGE FILE 680 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000409 


—-MESSAGE FILE 681 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000410 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: Wed, 15 Jul 1998 17:56:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <35ACDF4A. 4C84E304@ndirect.co.uk> 

References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail.com> <6067ov$8q37@ 
scea> <01bdadd0$04286180Sf2e832a2@gbain.wav.scee.sony.co.uk> <Olbdae56S$bb788460S026f 
6f6f@two> <Olbdael0$fab64180Sf2e832a2@gbain.wav.scee.sony.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


George Bain wrote: 


Hi there, 


Yes, there is another way. When the PlayStation first boots up the video 
mode 

defaults to NTSC. If you do a GetVideoMode() at the startup it will be 
NTSC. 

So lets check the product code ( product code is different in all 3 
territories) 

on the Net Yaroze Boot Disc. If the file is not found we now know that the 
user 

has a NTSC machine. Check the code below.. 


P.S. Note, you have to use a scart cable to see color in NTSC mode. 


if( CdSearchFile(&file, "\\DTL_S30.35;1") == 0) 
{ 
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> printf("Boot file not found... MODE_NTSC enabled \n"); 
> SetVideoMode( MODE_NTSC ); 

> video_mode = GetVideoMode () ; 

> } 

> else 

> { 

> printf("Boot file found... MODE_PAL enabled \n"); 
> SetVideoMode ( MODE_PAL ); 

> video_mode = GetVideoMode () ; 

> } 

> 

> Regards, 

> 

> George@SCEE 


Now that is one hell of an answer. That is so cool. And there was me counting 
hsyncs... 


Herbs 


—-MESSAGE FILE 681 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000410 


-—-MESSAGE FILE 682 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000411 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: 15 Jul 1998 18:35:19 GMT 

Organization: SCEE 

Lines: 238 

Message-ID: <0OlbdafadSlb8a66a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:411 scee.yaroze.programming.code 
warrior:299 scee.yaroze.programming.2d_graphics:437 


Hi Philip, 


Sorry to hear that you are having trouble. I think you should hear that 
there is nothing wrong with your code. I've compiled and ran it using 
GCC and SIOCONS. I personally don't use CodeWarrior but I suggest 

using GCC and SIOCONS. 


As for ditching your Net Yaroze..don't give in. It will take time and 
patience. Good-luck. 


Regards, 


George@SCEE 


Philip Gooch <philg@easynet.co.uk> wrote in article 
<35AC71D4.AA79EB4A@easynet.co.uk>... 
> Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 
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What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96"48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTexturelInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite) ; 


void main() 


{ 


int activeBuffer; 


InitGraphics(); 


while (1) 
{ 
activeBuffer = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 
GsClearot (0, 0, &gOrderTable[activeBuffer]); 
GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 0); 
DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 
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} 
} 


void InitGraphics () 

Ae: OTTags [2] [1<<OT_LENGTH]; 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo) ; 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 

rect.x = textureInfo->px; 

rect.y = textureInfo->py; 

rect.w = textureInfo->pw; // width in 16-bit words (NOT pixels) 
rect.h = textureInfo->ph; 

LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x d\n", textureInfo->px) ; 
printf ("image y %d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image հ d\n", textureInfo->ph) ;*/ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


rect.x = textureInfo->cx; // x pos in frame buffer 

rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h Հ textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf("clut y %d\n", textureInfo->cy) ; 
printf("clut w %d\n", textureInfo->cw) ; 
printf£("clut հ %$d\n", textureInfo->ch) ;*/ 


} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 
{ 


int pixelsPerWord, texturePage; 
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InitSprite (sprite); 


// Get texture page ID 
texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 
textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) << 24 + 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = textureInfo->cy; // CLUT y axis positio 

} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w = 32; // don't want to display whole TIM, just the 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 


sprite->u = 0; 
sprite->v = 0; 
sprite->cx = 0; 


sprite->cy = 0; 
sprite->r = 128; 
sprite->g = 128; 
sprite->b 128; 
sprite->mx = 0; 
sprite->my = 0; 
sprite->scalex 
sprite->scaley 
sprite->rotate 


ONE; // ONE = 4096 
ONE; 
0; 
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--MESSAGE FILE 682 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000411 


--MESSAGE FILE 683 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000412 
Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 21:27:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35AD10B6.153EE9C5@compuserve.com> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
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NNTP-Posting-Host: 1d53-013.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:412 scee.yaroze.programming.code 
warrior:300 scee.yaroze.programming.2d_graphics:439 


Philip Gooch wrote: 

> What happens is that when I run the program I get the Yaroze boot-up 

> screen, then the screen flashes briefly before returning to the boot-up 
> screen. 


I've had crashes like this when I made the packet area too big, and when 

its too small. Try making PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 

bigger - you are sorting a clear screen command in here as well as the sprite. 
Also I noticed that you've got OTTags as local in one 

of your functions - try making it global - or static. 


cheers 
Nick (S) 


—-MESSAGE FILE 683 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000412 


—-MESSAGE FILE 684 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000413 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 23:34:58 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35AD2E8E.DEF2C169@nospam.easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> <35AD10B6.153EE9C5@compuserve.com> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:413 scee.yaroze.programming.code 
warrior:301 scee.yaroze.programming.2d_graphics:440 


Nick Slaven wrote: 


> Philip Gooch wrote: 
> > What happens is that when I run the program I get the Yaroze boot-up 
> > screen, then the screen flashes briefly before returning to the boot-up 
> > screen. 
> 
> I've had crashes like this when I made the packet area too big, and when 
> its too small. Try making PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 
> bigger - you are sorting a clear screen command in here as well as the sprite. 
> Also I noticed that you've got OTTags as local in one 
> of your functions - try making it global - or static. 
> 
> cheers 
> 
> Nick (S) 
YES!! This works. Thanks guys. I wouldn't have sussed this out on my own. I 


really appreciate you help. 
Cheers Nick, Herbs and George. Turned out not to be a Codewarrior problem after 
all! Sorry about the cross-posting. 


But what confuses me is: Why does OTTags need to be a global if I'm only using it 
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in one function - InitGraphics()? Is GsOT_TAG somehow used by the OS throughout 

the program and so needs to be aware of it whenever it needs it? Sorry, I'm 

really dim on the low-level stuff. I'm better at algorithms - honest! 


Thanks again. 


Phil 


—-MESSAGE FILE 684 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000413 


—-MESSAGE FILE 685 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000414 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 23:53:34 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 9 

Message-ID: <35AD32E7.3C2B87A9@nospam.easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> <35AD10B6.153EE9C5@compuserve.com> <35 
AD2E8E.DEF2C169@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:414 scee.yaroze.programming.code 
warrior:302 scee.yaroze.programming.2d_graphics: 441 


I suppose also, to be on the safe side, I could cheat and make all my 
OS-level variables globals! 


Only joking, but because I haven't got much of a clue on the hardware 
side it's not clear to me what sort of things always need to be 
accessible to the OS 


Phil 


—-MESSAGE FILE 685 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000414 


—-MESSAGE FILE 686 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000415 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 16 Jul 1998 11:15:36 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Sender: thutton@TECH10 
Message-ID: <uiukyd29z.fsf@cybec.com.au> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:415 scee.yaroze.programming.code 
warrior:303 scee.yaroze.programming.2d_graphics: 442 


Philip Gooch <philg@nospam.easynet.co.uk> writes: 

> But what confuses me is: Why does OTTags need to be a global if I'm only using it 
> in one function - InitGraphics()? Is GsOT_TAG somehow used by the OS throughout 

> the program and so needs to be aware of it whenever it needs it? Sorry, I'm 

> really dim on the low-level stuff. I'm better at algorithms - honest! 


The main difference between local variables and globals variables in C 
is their scope, obviously (ie. which functions can see them). The 
second biggest difference is where they're stored. Global and static 
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variables are allocated from the heap, while locals are from the 
stack. 


The stack is also used to store parameters passed to functions and 
return addresses. Exhausting the stack is a Bad Thing, as function 
calls may misbehave, crash, hang... I honestly don't know how big the 
default stack is for the Yaroze - it's determined at compile time. 
That's why your code may work for one compiler, but not another. 


Basically, if you have some enormous data structures locally, make 

them static. But remember, they'll persist across multiple calls to 

the function, though this doesn't matter if you were already treating 

them as locals (which don't persist). 

Toby. 

—-MESSAGE FILE 686 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000415 


—-MESSAGE FILE 687 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000004 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Wed, 15 Jul 1998 23:06:05 -0400 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <35AD6DE7.11E5@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot- 
>up screen. 

> 

>What's weird is that in Codewarrior, if I change my data address 

>in Linker Settings from the default 0x00000000 to 0x80140000, I get a 


430 


16 


>very large (700K) executable, except this time the screen goes black >and I get a 1 


ine of garbage along the bottom. 


Maybe some techies have a different opinion, but it's probably a wise 
idea to leave the data address at OL and let the linker figure things 
out for you? 


As for what's going wrong, have you explored the Metrowerks debugger at 
all? There's a handy panel that will let you back-trace through the 
stack which can help you figure out which function is dying. 


BTW, I agree with Alex; If you backtrack a bit I'm sure you'll find 
"GsSortFastSprite" is dying because your OTTags are stored locally and 
disappearing before you use 'em. Of course because it's such a small 
app., the code *might* still run fine if nothing writes over where the 
local variables "used" to exist. (I guess CW does a little more clean-up 
than GCC :) 


- Gerrit 


PS - IMHO, 9 times out of 10, CodeWarrior is the best way to develop 
applications for any platform. Yaroze included. 
—-MESSAGE FILE 687 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000416 


—-MESSAGE FILE 688 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000417 


Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 16 Jul 1998 08:11:02 GMT 

Organization: SCEE 

Lines: 28 

Message-ID: <01lbdb02dS4280dc00Sf2e832a2@gbain.wav.scee.sony.co.uk> 
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References: <35AD6DE7.11E5@funnytown.com> 


NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Gerrit, 


But you still gotta love GCC! 


Regards, 


George@SCEE 


Gerrit Goossen <gerrit@funnytown.com> wrote in article 
<35AD6DE7.11E5@funnytown.com>... 


PS - IMHO, 9 times out of 10, CodeWarrior is the best way to develop 
applications for any platform. Yaroze included. 


> BTW, I agree with Alex; If you backtrack a bit I'm sure you'll find 

> "GsSortFastSprite" is dying because your OTTags are stored locally and 
> disappearing before you use 'em. Of course because it's such a small 

> app., the code *might* still run fine if nothing writes over where the 
> local variables "used" to exist. (I guess CW does a little more clean-up 
> than GCC :) 

> 

> - Gerrit 

> 

> 

> 

> 


—-MESSAGE FILE 688 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000417 


—-MESSAGE FILE 689 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000418 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: black&white 

Date: 16 Jul 1998 08:29:08 GMT 

Organization: SCEE 

Lines: 19 

Message-ID: <0Olbdb02fSc7d63e20Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35A3E897.1582@virgin.net> <35A3FA51.405B7C2C@hotmail.com> <6067ov$8q37@ 
scea> <01lbdadd0$04286180Sf2e832a2@gbain.wav.scee.sony.co.uk> <Olbdae56S$bb788460S026f 
6f6f@two> <Olbdael0$fab64180Sf2e832a2@gbain.wav.scee.sony.co.uk> <35ACDF4A.4C84E304@ 
ndirect.co.uk> 

NNTP-Posting-Host: camfw0l1.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Alex, 


I have to admit, Colin helped me out on this one... 


Regards, 


George@SCEE 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35ACDF4A. 4C84E304@ndirect.co.uk>... 
> Now that is one hell of an answer. That is so cool. And there was me 
counting 

> hsyncs... 

> 


> Herbs 
> 
> 
> 


—-MESSAGE FILE 689 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000418 
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—-MESSAGE FILE 690 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000419 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Thu, 16 Jul 1998 14:24:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35ADFF08.A310D245@easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:419 scee.yaroze.programming.code 
warrior:304 scee.yaroze.programming.2d_graphics:445 


Toby Hutton wrote: 


The stack is also used to store parameters passed to functions and 
return addresses. Exhausting the stack is a Bad Thing, as function 
calls may misbehave, crash, hang... I honestly don't know how big the 
default stack is for the Yaroze - it's determined at compile time. 
That's why your code may work for one compiler, but not another. 


Basically, if you have some enormous data structures locally, make 
them static. But remember, they'll persist across multiple calls to 
the function, though this doesn't matter if you were already treating 
them as locals (which don't persist). 


VVVVVVVVVV VV 


Toby. 

Does the GsOT_TAG structure count as an enormous data structure? Is that why in th 
is 

case it needed to be global (or static)? 


Phil 


—-MESSAGE FILE 690 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000419 


—-MESSAGE FILE 691 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000420 
Path: chuka.playstation.co.uk!news 
From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Thu, 16 Jul 1998 14:53:10 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 71 
Message-ID: <35AE05C6.489D09F9@scee.sony.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybe 
c.com.au> <35ADFF08.A310D245@easynet.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:420 scee.yaroze.programming.code 
warrior:305 scee.yaroze.programming.2d_graphics: 446 


Philip Gooch wrote: 
> 


> Does the GsOT_TAG structure count as an enormous data structure? 
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Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GPU 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TAG 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the fun 
ction (the time 

spent inside the function) it is contained in. 

This means that if you create a valid GsOT_TAG structure (which is done by the syste 
m when you call 

GsSortSprite() or GsSortObject4() ) and then set the GPU off reading it (using GsDra 
wOT), and then 

exit your function to go and do other things, then the space used by the GsOT_TAG st 
ructure will be 

reclaimed and probably wiped over, while the GPU is reading it! This is a very Bad T 


hing. So 

defining this structure globally will solve the problem. If you want to keep it asa 
local variable, 

defining it as 'static' will tell the compiler not to reclaim the space when the fun 


ction exits. 


A variable that is defined 'static' in a function only has the scope of that functio 
n, but it is not 

destroyed when the function returns, unlike other local variables which are not defi 
ned 'static’. 


Example: 


void nonStatic(void) { 


int ns = 0; 
printf("ns = %d\n",ns); 
ns++; 


) 


void usesStatic(void) ( 


static int s = 0; // s is defined static here 
printf("s = %d\n",s); 
S++; 


} 


void main(void) { 
nonStatic(); 
nonStatic(); 
nonStatic(); 


usesStatic(); 
usesStatic(); 
usesStatic(); 


This program gives the following output: 


ns = 0; 
ns = 0; 
ns = 0; 
s = 0; 
s = 1; 
s = 2; 


Just to make life more confusing, a 'static' global variable has the scope of the ob 
ject file it is 
defined in, so only functions in that C source file can use it. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A sufficiently advanced god would use evolution. 
—-MESSAGE FILE 691 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000420 


—-MESSAGE FILE 692 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000421 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Thu, 16 Jul 1998 15:22:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35AER0C94.1D8D32A3@easynet.co.uk> 

References: <35AD6DE7.11E5@funnytown.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Gerrit Goossen wrote: 


>What happens is that when I run the program I get the Yaroze boot-up 

screen, then the screen flashes briefly before returning to the boot- 

>up screen. 

> 

>What's weird is that in Codewarrior, if I change my data address 

>in Linker Settings from the default 0x00000000 to 0x80140000, I get a 

>very large (700K) executable, except this time the screen goes black >and I get a 
line of garbage along the bottom. 


VVVVVVV 


Maybe some techies have a different opinion, but it's probably a wise 
idea to leave the data address at OL and let the linker figure things 
out for you? 


As for what's going wrong, have you explored the Metrowerks debugger at 
all? There's a handy panel that will let you back-trace through the 
stack which can help you figure out which function is dying. 


BTW, I agree with Alex; If you backtrack a bit I'm sure you'll find 
"GsSortFastSprite" is dying because your OTTags are stored locally and 
disappearing before you use 'em. Of course because it's such a small 
app., the code *might* still run fine if nothing writes over where the 
local variables "used" to exist. (I guess CW does a little more clean-up 
than GCC :) 


VVVVVVVVVVVVVVV VV 


= Gerrit 
Cheers Gerrit 


I haven't made much use of the debugger. I'll be sure to start using now. The stack 
trace facility sounds useful. I must 

admit I'm not very up on what goes on under the hood in terms of how and where stora 
ge space is allocated. Some people 

have suggested using malloc() to dynamically allocate memory from the heap for all t 
he ordering table-related stuff, 
rather than using arrays. If you know what you're doing (unlike me!) this sounds lik 
e a good approach. 


Phil 


—-MESSAGE FILE 692 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000421 


—-MESSAGE FILE 693 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000422 


Net Yaroze newsgroups message dump.txt Page 435 


Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Object files and linking 

Date: Thu, 16 Jul 1998 21:57:54 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 215 

Message-ID: <35AE6952.2D94C5E9@scee.sony.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Not everybody here is a C guru, and I know the C book I learnt from (C programming ք 
or the Amiga, 
one of the dodgiest Abacus books around) wasn't exactly very helpful when it came to 
complex 

programs. So here's a little bit about object files and linking which hopefully ever 

yone will find 

useful. 


When you first learn C, all of your programs will be in one source file, and you've 
probably 

learnt 

to compile it by some rote-learned wizard's incantation like "Abracadabra, ccpsx -o 
myCfile.exe 

myCfile.c -03 -—X$80100000" without really knowing what it all meant. 


If you've been programming for a little while and have started to create larger and 
larger 

programs, 

you've probably found that having all your source in one big file is a pain. It beco 
mes difficult 
to 

manage and find the bits you want to adjust. Those marginally clued up will have fig 
ured out that 

'#include "myfile.c"' is just like inserting myfile.c into that point of the program 
, and will 
have 
split up their program that way (I know I did). So you'd have, say 5 separate C file 
s that all got 

#include'd when you compiled, to make one big file and the magic incantation worked. 


Still, this is really inefficient, because the compiler has to re-compile the whole 
thing when 
you're probably only changing one line. The solution is to split up your program int 
o various 

managable parts (say, Music, 2D graphics, Controllers, Main Loop, etc). These parts 
are then 

compiled into _object_files_, and the object files are linked together to form the f 
inal program. 


The beauty of this scheme is that once an object file has been created, you don't ne 
ed to 

recompile 

it unless the related source code changes. You always need to relink all the object 
files together 

though. This means that you'll get much faster compilation/linking times, because th 
e compiler 

doesn't have to process all the C source files, only the ones you've changed. 


To create an object file, the magic incantation is: 
ccpsx -c -o myCfile.o myCfile.c 
!'—c' means compile only, don't link. This will compile your file (turn it into machi 


ne code) but 
won't try to link it up with any other object files. 
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!'—o' means that the next argument is the name of the object file to create. It doesn 
'Է matter what 

it's called, but most people use the same name as the source file with the extension 
Wot or 

" .obj" 


If you've split up your file up into lots of different chunks and tried the above, y 
ou've probably 
encountered lots of horrible errors. There's usually a common cause for all this, an 
d they're 

remedied with ".h" files. 


Variables: 


When you compile a C file it's usually going to reference variables or functions in 

another C 

file. 

If you have the variable 'myVar' defined in another source file, and use "myVar = my 
Var + 1" in 

this 

file, then the compiler is going to have to know what sort of variable 'myVar' is. I 
t could be a 

char, an int, a pointer, a float, or anything, so the compiler must know what type i 
t is, 

otherwise 

it can't generate the correct machine code to process it. 


The way to let the compiler know that a variable is defined outside of this file is 
with the 

"extern' keyword. If you specify 'extern float myVar;' before you use 'myVar' in thi 
s C file, then 

the compiler will know that myVar is referring to a float in some other C file somew 
here. 


Functions: 


Functions defined outside the file don't need the 'extern' keyword. But they do need 
a 

_function_prototype_. A function prototype looks exactly like the first line of a fu 

nction 

definition: 


erg 


int myFunction (int a, float b) { 
return a+ Ք: 


} 
has a function prototype of: 
int myFunction(int a, float b); 


This is to let the compiler know how many parameters the external function will expe 
ct, what types 

those parameters will be, and what sort of variable it is going to return. If it did 

n't know these 

things, it couldn't create the appropriate machine code. This is why you #include <l 
ibps.h>, so 

that 

the compiler knows how many/what type the variables passed to/from library functions 
are. 


Իո" files. 


People tend to get a bit sick of writing 'extern' this and 'void myFunction(...);' p 
rototypes in 

EVERY C file that references another object file. So they tend to create HEADER file 
s, which 

contain 

all that guff, and then just #include it. So say you had a C file called "graphics.c 
" which 

contained all your useful graphics functions, you might create "graphics.h" which co 
ntained all of 
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graphics.c's function prototypes, and usually any structure definitions used by grap 
hics.c too. 

This 

graphics.h file can then be #include'd into your _other_ C files so that you don't h 
ave to define 

the function prototypes. 


"հ" files are used in many wonderful and wierd ways, so you may see variations on t 
his. But their 

main purpose is to be included with C files so that the compiler will know the types 
, functions 

and 

variables involved. 


Once your C file has been compiled into an object file, you need to link all the obj 

ect files 

together to create a single executable. This is done with the program 'ld', the link 

er. ccpsx's 

default behaviour is to compile the file you give it and then call 'ld' on it, which 
is why just 
calling ccpsx will get you a real executable, because it's actually calling ld which 
does the 

executable creation. ccpsx is intelligent enough to distinguish between a C source f 
ile and an 

object file too, so if you call ccpsx with a list of object files, it will pass them 
all to the 

linker instead of trying to compile them. 


The linker takes all the object files and adjusts the machine code in each one so th 
at the 

function 

calls and variable references work correctly. It's rare to get linker errors, but th 
ey can be 

troublesome because your code compiled fine (no C errors) but it won't link. The sol 
ution is 
usually 
to make sure that you've made no spelling mistakes when referencing external variabl 
es and 

functions 

(uppercase/lowercase matters too). Generally, a linker problem stems from one C file 
'Տ idea of 

things being different from another C file's idea of things. So if you add a new par 
ameter toa 

function, be sure to add the same parameter to the appropriate .h file. 


One of the parameters you specify to the linker is the link address - this is where 
the program 

will 

be placed when it is run. 


Function/variable naming 


The object file contains the names of the functions and variables involved, so when 
the linker 
uses 

the object file it can figure out which functions 'connect'. Case is usually importa 
nt in naming. 


The C keyword 'static' is useful here. If a global variable or function is defined ' 
static' then 
its 

name is effectively not exported to the object file. This means that no other object 
file can 

access 

that global variable/function. This is useful when you use a lot of global variables 
/functions in 

different C files with the same name, like 'timer' or ‘'count', or ‘initialise()'. If 
you define 

these variables/functions as 'static', the names are not exported and so there won't 
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be any 

conflicts when you link with another file using 'timer' or 'count' as a global varia 
ble/function 

name. 


Including raw data 


Sometimes it is useful to include raw data (like a TMD or TIM) directly into the pro 
gram. There 


are 
programs available which will convert raw data into a C source file (looking somethi 
ng like "char 

myRawData[] = { 0x12,0x34,0x56... };) If you compile these files into object files, 


then you can 
just link them in at linktime, instead of #include'ing them. This will drastically r 
educe compile 


times. All you need to do in your main program is have 'extern char myRawData[]' som 
ewhere near 

the 

top. 

"lib" files 


A library is a collection of object files, all stored into one big file. You pass a 
.11Ե file to the 
linker as normal, but it only extracts the object files it needs. This is really use 
ful when you've 
created a generic library of functions and you want to pass it around to other devel 
opers or use it 

in different programs. Since only the object files containing functions that are use 
d are included 

in the final executable, this is a drastic reduction in file size than if you'd incl 
uded everything. 


Makefiles 


Makefiles are initially difficult to create and understand, but in essence they are 
very simple. 

When you make a program using lots of object files, you don't want to have to type i 
n that long 

magic incantation to compile the ones you've changed. The make program can detect wh 
ich files have 

been adjusted and call ccpsx/ld for you. So when you quit your editor, ready to comp 
ile, make will 

only find and compile _only_the_adjusted_ files, so all you need to do is type 'make 
' regardless օք 

what C file you were editing. 


A makefile is a list of dependencies like: 


bananas.o: bananas.c bananas.h 
ccpsx -c -o bananas.o bananas.c 


This means "If bananas.h OR bananas.c is younger than bananas.o then run 'ccpsx -c - 
o bananas.o 
bananas.c'". 


If you have 3 object files "graphics.o", "music.o", "main.o" then your makefile migh 
t look like: 


myprog.exe: graphics.o music.o main.o 
ccpsx -o myprog.exe graphics.o music.o main.o 


graphics.o: graphics.c graphics.h 
ccpsx -c -օ graphics.o graphics.c 


music.o: music.c music.h 
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ccpsx -c -o music.o music.c 


main.o: main.c main.h 
ccpsx -c -o main.o main.c 


This is an oversimplification - makefiles are extremely powerful and can get extreme 
ly complicated. 
There were some tricks here I didn't use for simplicity of explanation. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Carpe Noctem. 
—-MESSAGE FILE 693 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000422 


—-MESSAGE FILE 694 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000423 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 17 Jul 1998 10:35:38 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 
Sender: thutton@TECH10 
Message-ID: <upvf5nwkl.fsf@cybec.com.au> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au> 
<35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:423 scee.yaroze.programming.code 
warrior:306 scee.yaroze.programming.2d_graphics: 447 


James Russell <James_Russell@scee.sony.co.uk> writes: 


Philip Gooch wrote: 
> 


> Does the GsOT_TAG structure count as an enormous data structure? 
Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GP 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TA 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the f 
unction (the time 

> spent inside the function) it is contained in. 


VQAVGAVVVVVVVV VV 


Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
made it static, everything worked. So the 'life' of the variable had 
nothing to do with it - I assumed it must've been too big. I'm right 


in my case, aren't I? 
Toby. 
—-MESSAGE FILE 694 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000423 


-—-MESSAGE FILE 695 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000424 
Path: chuka.playstation.co.uk!news 
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From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Fri, 17 Jul 1998 09:42:22 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 33 

Message-ID: <35AFOER6E.3ECA2415@scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 
<35ADFF08 .A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk 
> <upvf5nwkl.fsf@cybec.com.au> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:424 scee.yaroze.programming.code 
warrior:307 scee.yaroze.programming.2d_graphics: 448 


Toby Hutton wrote: 


> 

> James Russell <James_Russell@scee.sony.co.uk> writes: 

> 

>> 

> > Philip Gooch wrote: 

>>> 

> > > Does the GsOT_TAG structure count as an enormous data structure? 

> > 

> > Generally, yes. 

>> 

> > > Is that why in this case it needed to be global (or static)? 

>> 

> > No. The reason it must be defined outside a function (or static) is because the 
GPU will be reading 

> > it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_ 
TAG was defined 


> > locally (and not static), its contents would be valid only for the 'life' of the 
function (the time 
> spent inside the function) it is contained in. 


> 

> 

> Ok. քող. I had my OT defined locally in main() originally, crashed, 

> made it static, everything worked. So the 'life' of the variable had 

> nothing to do with it - I assumed it must've been too big. I'm right 

> in my case, aren't I? 

Well, there's a conflict of definition here - when I said "the time spent inside the 
function", I 

meant the time between when you enter the function and return from the function. Fun 
ction calls made 

from that function are included in this time. Since you never return from the main () 
function until 

you exit the program, the time spent inside the function is equal to the life of the 
program! 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 695 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000424 


—-MESSAGE FILE 696 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000425 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Fri, 17 Jul 1998 12:06:57 +0100 


Net Yaroze newsgroups message dump.txt Page 441 


Organization: Sony Computer Entertainment Europe 
Lines: 30 
Message-ID: <35AF3051.CBD1D9D@scee.sony.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 
> 
<35ADFF08 .A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk 
> <upvf5nwkl.fsf@cybec.com.au> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:425 scee.yaroze.programming.code 
warrior:308 scee.yaroze.programming.2d_graphics:449 


Toby Hutton wrote: 


> Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
> made it static, everything worked. So the 'life' of the variable had 
> nothing to do with it - I assumed it must've been too big. I'm right 
> in my case, aren't I? 

Whoops! I really should read the message before responding... :0) 

I replied: 


> Well, there's a conflict of definition here - when I said "the time spent inside t 

he function", 

> I meant the time between when you enter the function and return from the function. 
Function 

> calls made from that function are included in this time. Since you never return fr 

om the main() 

> function until you exit the program, the time spent inside the main() function is 

equal to the 

> life of the program! 


This is true, but didn't answer your question. When you call a function with local v 
ariables, the 

compiler will try to allocate space on the stack for them, and if the stack isn't bi 
g enough, 

kaboom, a crash. However, defining a variable as 'static' inside a function tells th 
e compiler to 

allocate space for it (once) on the heap, not the stack, which is why your program w 
orked when you 

defined it 'static'. Thanks to Patrik Buckau for pointing out my mistake. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 696 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000425 


—-MESSAGE FILE 697 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000426 
Path: chuka.playstation.co.uk!news 
From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Fri, 17 Jul 1998 12:08:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 
Message-ID: <35AF30A2.14DA9F66@easynet.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z. 
fsf@cybec.com.au> <35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co. 
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uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:426 scee.yaroze.programming.code 
warrior:309 scee.yaroze.programming.2d_graphics:450 


James Russell wrote: 


Philip Gooch wrote: 
> 


> Does the GsOT_TAG structure count as an enormous data structure? 
Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GP 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TA 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the f 
unction (the time 

> spent inside the function) it is contained in. 

> This means that if you create a valid GsOT_TAG structure (which is done by the sys 
tem when you call 

> GsSortSprite() or GsSortObject4() ) and then set the GPU off reading it (using GsD 
rawOT), and then 

> exit your function to go and do other things, then the space used by the GsOT_TAG 
structure will be 

> reclaimed and probably wiped over, while the GPU is reading it! This is a very Bad 
Thing. So 


VQVGVVVVVVV VV 


> defining this structure globally will solve the problem. If you want to keep it as 
a local variable, 

> defining it as 'static' will tell the compiler not to reclaim the space when the f 

unction exits. 

> 


This is very useful information. Thanks James. 

I think you've pinpointed what for me is the most difficult thing to master, which i 
s how to handle the 

multitasking aspects of Yaroze programming. 


Cheers 


Phil 


—-MESSAGE FILE 697 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000426 


—-MESSAGE FILE 698 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000427 
Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Object files and linking 

Date: Fri, 17 Jul 1998 19:02:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 115 

Message-ID: <35AF91D1.CCE4F782@compuserve. com> 
References: <35AE6952.2D94C5E9@scee.sony.co.uk> 
NNTP-Posting-Host: 1d43-099.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 
> This is to let the compiler know how many parameters the external function will ex 
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pect, what types 

> those parameters will be, and what sort of variable it is going to return. If itd 
idn't know these 

> things, it couldn't create the appropriate machine code. This is why you #include 
<libps.h>, so 

> that 

> the compiler knows how many/what type the variables passed to/from library functio 
ns are. 


> 

> ",h" files. 

> 

> People tend to get a bit sick of writing 'extern' this and 'void myFunction(...);' 


prototypes in 

> EVERY C file that references another object file. So they tend to create HEADER fi 
les, which 

> contain 

> all that guff, and then just #include it. So say you had a C file called "graphics 
.Շ" which 

> contained all your useful graphics functions, you might create "graphics.h" which 
contained all of 

> graphics.c's function prototypes, and usually any structure definitions used by gr 
aphics.c too. 

> This 

> graphics.h file can then be #include'd into your _other_ C files so that you don't 
have to define 

> the function prototypes. 

> 

> ".h" files are used in many wonderful and wierd ways, so you may see variations on 
this. But their 

> main purpose is to be included with C files so that the compiler will know the typ 
es, functions 

> and 

> variables involved. 


It might be worth mentioning pre processor directives (I think thats the name). 
For instance; say you stick all your graphics in one module, and all your 

game engine in another. 

For arguments sake lets say our files are graphics.c,graphics.h,game.c and 
game.h. 

Now lets say we have a variable in Graphics called Screen and one in Game called 
PadStatus. The files might look something like this. 


Graphics.h 
extern int Screen; 


Graphics.c 
int Screen; 


Game.h 
extern int PadStatus; 


Game.c 
int PadStatus; 


Now lets say that we have all our function prototypes in our headers as well (to 
save on typing). Our headers might look something like this now 


Graphics.h 
void Draw (void); 
extern int Screen; 


Game.h 
int GetPadStatus (void) ; 
extern int PadStatus; 


Now when we include Graphics.h in game.c we can see GetPadStatus and PadStatus, 
however 

when we include Graphics.h in graphics.c we will get an error generated as 
Screen will 

be declared twice, once as an extern in Graphics.h and once in Graphics.c. 

To get around this we use the pre processor directives #define and #ifndef 
#define as you know is used for macro definitions, but it can also be used to 
define 
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"flags" at compile time. These "flags" can be tested for existence with #ifndef 
(which 

stands for "if not defined"). 

So, our header file now looks like this- 


Graphics.h 
void Draw (void); 
#ifndef GRAPHICS_C 

extern int Screen; 
#fendif 


and our source file looks like this 


Graphics.c 

#define GRAPHICS _C 
#include "Graphics.h" 
#include "Game.h" 


so the line "extern int Screen" is only ever included in files that don't have 
GRAPHICS_C 
defined at the top. 


One step on - it is possible to create multiple includes of the same header in 
one c file 

this can happen when your headers include headers themselves. This can lead to 
all sorts of 

sticky problems (for instance you may get multiple references for structure 
definitions) 

causing the compiler to generate a bucket load of errors. This can be avoided by 
wrapping 

your entire header in one #ifndef statement. Our header file now looks like 
this. 


Graphics.h 
#ifndef GRAPHICS_H 
#define GRAPHICS_H 


void Draw (void); 
#ifndef GRAPHICS_C 
extern int Screen; 
#endif 
#endif 


Hmmm, this is a bit of a naff example but I hope you can see what I'm getting 
at, and I 
hope I haven't confused anybody. 


Cheers 


Nick (S) 


—-MESSAGE FILE 698 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000427 


—-MESSAGE FILE 699 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000428 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Object files and linking 

Date: Fri, 17 Jul 1998 21:50:41 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 41 

Message-ID: <35AFB921.F692044A@scee.sony.co.uk> 

References: <35AE6952.2D94C5E9@scee.sony.co.uk> <35AF91D1.CCE4F782@compuserve. com> 
NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Nick Slaven wrote: 
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> 
> It might be worth mentioning pre processor directives (I think thats the name). 


I use them in a similar way: 


If I've got Graphics.c which has globals that must be accessed by other modules, I d 
o this: 


Graphics.c: 
#define _GRAPHICS_C 
#include "graphics.h" 


yadda yadda yadda 


Graphics.h 

#ifndef _GRAPHICS_C 

#define GRAPHICS EXTERN extern 
#else 

#define GRAPHICS _EXTERN 

#endif 


GRAPHICS_EXTERN int banana; 
GRAPHICS_EXTERN int wibble; 


Thus, in Graphics.C, wibble and banana are defined without the 'extern' keyword, but 
if I include 

graphics.h in any other file, they are defined 'extern'. banana and wibble are not d 

efined in 

Graphics.c, but graphics.h. I'm sure there must be a better way of doing this though 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A student who changes the course of history is probably taking an exam. 
—-MESSAGE FILE 699 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000428 


—-MESSAGE FILE 700 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000429 
Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: What's the point of CodeWarrior ?? 

Date: Fri, 17 Jul 1998 22:41:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35AFC525.5495@virgin.net> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p39-pigeon-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:429 scee.yaroze.freetalk.english 
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At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Net Yaroze newsgroups message dump.txt Page 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


If any of you know of anything decent that CodeWarrior CAN do, then 
please let me know, cos I just don't get it! 
—-MESSAGE FILE 700 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000429 


——MESSAGE FILE 701 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000004 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sat, 18 Jul 1998 09:29:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6opmgnSofpl7@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> 

NNTP-Posting-Host: userm622.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:430 scee.yaroze.freetalk.engl 
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>What a pile of cack! There's nothing there that I can't do from DOS. 
>Granted, I have coding experience and am familiar with makefiles, 
>projects and also change control, but to fork out £90 for a glorified 
>(bad) editor, with a Yaroze comms program only marginally easier to use 


>than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
>bad grammar an' all). 
> 


The only reason I see for using CodeWarrior is the debugger, which beats the 
GNU one hands down. The rest of the system ranges between merely acceptable 
and downright incompetent. 


>Unfortunately, I think there's a two week return period for CodeWarrior, 
>hence, even though I don't use this product, there's no way for me to 
>get my money back! 

> 


I thought it was thirty days? 
>Let this be a warning for those who're thinking of buying it - the IDE's 
>a bit crap and the only reason to get it is if you can't suss out 


>makefiles. 
> 


Hmm, ok that's another good reason in CWs favour. I can suss out makefiles, 
and have used them for many years, but they're a major pain in the bum... A 
project system is much simpler. 


Mark 


—-MESSAGE FILE 701 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000430 


446 


30 


ish 
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—-MESSAGE FILE 702 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000431 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: 18 Jul 1998 11:26:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01lbdb23eS$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35AFC525.5495@virgin.net> <6opmgnSofp1l7@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s5-46-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:431 scee.yaroze.freetalk.english 
:1441 


I'll return to this one later in the weekend - anyone familiar with me will 
be looking forward to this..... 


Craig. 


—-MESSAGE FILE 702 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000431 


-—-MESSAGE FILE 703 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000432 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sat, 18 Jul 1998 12:28:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6oql0fSofp18@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> ՀՕԼԵՎԵ 
23e$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: usern564.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:432 scee.yaroze.freetalk.english 
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Can't wait ;-) 

Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
Olbdb23eS8ca54600Sf30b0a0a@Angelal.intelligent-group.com... 

> 

>I'll return to this one later in the weekend - anyone familiar with me will 
>be looking forward to this..... 

> 

>Craig. 

> 


—-MESSAGE FILE 703 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000432 


—-MESSAGE FILE 704 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000433 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sat, 18 Jul 1998 18:51:15 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 59 

Message-ID: <35BOE08F.4E160699@nospam.easynet.co.uk> 

References: <35AFC525.5495@virgin.net> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:433 scee.yaroze.freetalk.english 
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Pankaj Gautama wrote: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


If any of you know of anything decent that CodeWarrior CAN do, then 
please let me know, cos I just don't get it! 


NOO! Not this one again! You either love Codewarrior or hate it. I've 


never used anything else, because I've got a Mac, but here are a few things 
that are pretty good about it. 


1) 


Compiling programs with multiple targets is a doddle - if you want to 


compile multiple versions of your code, say your trying out different 
things and you want to test the effects, this is easy. You can add all the 
different versions of your code to a project and quickly choose which ones 
to compile. 


2) 


Similarly, it's easy to compile Debug and Optimised (with 4 levels of 


optimisation) versions of your code 


3) 


Markers: if you want to quickly go to a particular point in your code, 


you can add a marker. Great for long and untidy source code! 


4) 
5) 


Pop-up menus so you can quickly jump to all your functions. 
Pop up menus so you can quickly open up your header files (great if 


you've forgotten what you've called or defined something as 


6) 
7) 
8) 


Clicking and holding on a variable will let you jump to its definition 
Colour syntax highlighting 
Being able to dynamically download data from the host computer - great 


if you want to write games with lots of levels and graphics (downside is 
you need PsComUtil to run them) 


That'll do for starters 


Phil 


—-MESSAGE FILE 704 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000433 
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—-MESSAGE FILE 705 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000434 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Object files and linking 

Date: Sun, 19 Jul 1998 02:13:21 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 46 

Message-ID: <35B1482F. 94AB6660@nospam.easynet.co.uk> 
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References: <35AE6952.2D94C5E9@scee.sony.co.uk> <35AF91D1.CCE4F782@compuserve.com> Հ 
35AFB921.F692044A@scee.sony.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


James Russell wrote: 


Nick Slaven wrote: 
> 


> 
> 
> > It might be worth mentioning pre processor directives (I think thats the name). 
> 

> I use them in a similar way: 

> 
> 


If I've got Graphics.c which has globals that must be accessed by other modules, I 
do this: 


GRAPHICS_EXTERN int banana; 
GRAPHICS_EXTERN int wibble; 


> 

> Graphics.c: 

> #define _GRAPHICS_C 

> #include "graphics.h" 

SY առ 

> yadda yadda yadda 

Ps 

> 

> Graphics.h 

> #ifndef _GRAPHICS_C 

> #define GRAPHICS_EXTERN extern 
> #else 

> #define GRAPHICS_EXTERN 
> #endif 

> 

> 

> 

> 


> Thus, in Graphics.C, wibble and banana are defined without the 'extern' keyword, b 

ut if I include 

> graphics.h in any other file, they are defined 'extern'. banana and wibble are not 
defined in 

> Graphics.c, but graphics.h. I'm sure there must be a better way of doing this thou 

gh. 

> 

> Cheers, 

> 

> James 

> 


All this stuff is very useful. Thanks guys. 


Basically the way I see it, you add the #ifndef stuff in your header file to prevent 
the same things 

being defined twice (which can happen if you #include the same header files in multi 

ple source 

files) 


Phil 


—-MESSAGE FILE 705 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000434 


—-MESSAGE FILE 706 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000435 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sun, 19 Jul 1998 02:42:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 
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Message-ID: <35B14EEA.60974A67@ndirect.co.uk> 
References: <35AFC525.5495@virgin.net> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-28.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Xref: chuka.playstation.co.uk scee.yaroze.beginners:435 scee.yaroze.freetalk.english 
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Pankaj Gautama wrote: 


awfully decent £90 ;-). 


This worked fine. 


should try out CodeWarrior. 


VVVVVVVVVVVVV VV VV 


bad grammar an' all). 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 


Yes, CW is a little rough round the edges to say the least. 


hence, even though I don't use this product, 
get my money back! 


makefiles. 


VVVVVVVVVV VV 


please let me know, cos I just don't get it! 


Unfortunately, I think there's a two week return period for CodeWarrior, 


there's no way for me to 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 


If any of you know of anything decent that CodeWarrior CAN do, then 


I like the fact that I can compile and run my code with a single button 
press. I like the way the compiler points to erronous code in an editor 


window so it can be corrected there and then. 


with CW is the dynamic loading - load a TIM, copy to VRAM, load next TIM at 


But the main reason I stick 


same location etc etc. Saves a hell of a lot of memory. Now I have it, I 


can't live without it! 


Herbs 


—-MESSAGE FILE 706 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000435 


—-MESSAGE FILE 707 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000436 


Path: chuka.playstation.co.uk!news 
From: Kevin <kevin@reality-—bytesxX.demon.co.uk> 


Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 


Subject: Re: What's the point of CodeWarrior ?? 


Date: Sun, 19 Jul 1998 11:49:51 +0100 
Organization: Reality-Bytes Coding Group 
Lines: 13 


Message-ID: <35B1CF4F.C5FD7847@reality-—bytesxX.demon.co.uk> 
References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> ՀՕԼԵՎԵ 
23e$8ca54600Sf£30b0a0a@Angelal.intelligent-—group.com> 


NNTP-Posting-Host: reality-bytes.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:436 scee.yaroze.freetalk.english 
:1460 


Looking forward to it man. 
Kevin 


Craig Graham wrote: 


> I'll return to this one later in the weekend - anyone familiar with me will 
> be looking forward to this..... 

> 

> Craig. 


—-MESSAGE FILE 707 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000436 


—-MESSAGE FILE 708 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000437 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Dual Shock Pad 

Date: Sun, 19 Jul 1998 19:45:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6oteut$4606@chuka.playstation.co.uk> 

References: <3598089D.5294@metronet.de> <3599158D.FOD8FO074@ndirect.co.uk> <6nrif7$rq 
83@chuka.playstation.co.uk> 

NNTP-Posting-Host: p37-osterich-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jan-Lieuwe Koopmans wrote in message 
<6nrif7$rq83@chuka.playstation.co.uk>... 
>>michael.resch wrote: 

>> 

>>> Hi, 

>>> 

>>> does anyone know how i can controll the vibration 
>>> of the dual shock pad ??? 

>>> 

>>> cu 

>>> Mike 

>> 

>>You can't. The Yaroze libs don't allow us to write to the controller 
>>ports. This is why we can't use the multi-tap either. 
>> 

> 

>But assembly does allow us to do so... 

> 

> 

>Greets, 

> 

>Jan-Lieuwe 

> 

> 


Would anyone like to show me how ?? 
Cheers, 


James 


—-MESSAGE FILE 708 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000437 
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—-MESSAGE FILE 709 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000438 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Dual Shock Pad 

Date: Sun, 19 Jul 1998 20:57:52 -0700 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <35B2C040.B5E06C32@sinclair.net> 

References: <3598089D.5294@metronet.de> <3599158D.FOD8FO074@ndirect.co.uk> <6nrif7$rq 
83@chuka.playstation.co.uk> <6oteut$4606@chuka.playstation.co.uk> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


No one knows how; otherwise, some demos would use it. I did read a 
clue, if you are good at hacking the system (I ain't even gonna try): I 
read that to write to the controller ports, you should write to the SIO 
registers, writing to the ports in a similar way to writing directly to 
the memory cards. This may or may not be correct, it's way beyond my 
level. 


James Banks wrote: 


Jan-Lieuwe Koopmans wrote in message 
<6nrif7$rq83@chuka.playstation.co.uk>... 
>>michael.resch wrote: 
>> 
>>> Hi, 
>>> 
>>> does anyone know how i can controll the vibration 
>>> of the dual shock pad ??? 
>>> 
>>> cu 
>>> Mike 
>> 
>>You can't. The Yaroze libs don't allow us to write to the controller 
>>ports. This is why we can't use the multi-tap either. 
>> 
> 
>But assembly does allow us to do so... 
> 
> 
>Greets, 
> 
>Jan-Lieuwe 
> 
> 
Would anyone like to show me how ?? 


Cheers, 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


James 


_ Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
--MESSAGE FILE 709 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000438 


--MESSAGE FILE 710 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000439 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
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Subject: Re: What's the point of CodeWarrior ?? 
Date: Mon, 20 Jul 1998 12:17:35 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35b33531.13470355@news.scea.sony.com> 
References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> ՀՕԼԵՎԵ 
23e$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: client-119-1.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:439 scee.yaroze.freetalk.english 
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>I'll return to this one later in the weekend - anyone familiar with me will 
>be looking forward to this..... 


Phew, I thought you went soft on us! [BG] 
-Matt 


--MESSAGE FILE 710 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000439 


--MESSAGE FILE 711 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000440 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners,scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 18:46:10 +0100 

Organization: Intelligent Research 

Lines: 93 

Message-ID: <35B38262.186E232A@hinge.mistral.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:440 scee.yaroze.freetalk.english 
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**** Craig yawns, flexs his muscles, bares his teeth a little and rips into 
**w** this topic yet again...wish folks read up the old posts on this subject. 


Mark Wilson wrote: 
> >What a pile of cack! 
Cack? Where's your evidance? 
>There's nothing there that I can't do from DOS. 


Dead code stripping & call tree analysis. 

Optimisation that works. 

Understandable inline assembler syntax. 

FileServer (though my view on this is mixed, I prefer ARS for it's speed). 
GUI Debugger. 

IDE that isn't (contrary to popular myth) as bad as all that. 

C++. 

Generates full on playstation EXE format (for those who want that). 


> >Granted, I have coding experience and am familiar with makefiles, 


Not much obviously ;) 


> >projects and also change control, but to fork out £90 for a glorified 
> >(bad) editor, with a Yaroze comms program only marginally easier to use 


The yaroze version editor is buggy, yes. They sorted the IDE out on thePro 
version about 6monthes ago, no more dodgy characters and stuff. 

Perhaps if enough people mail them they'll do an IDE update for the 

yaroze compiler that provides the same fixes. 
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> >than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
> >bad grammar an' all). 


The comms program also includes their fileserver code. 


I suggest you check out what the ProDev version (which isn't that far 
ahead of the Yaroze one) costs. The differance is measured in thousands. 
And Metrowerks aren't overcharging for it in context. Several companys 
charge much more than that: 


eg. Microtec 68000 dev tools for embedded systems: 

£1000 for the C compiler + assembler 

£1000 for the C++ compiler (requires the C/assembler package) 

£1500 for the debugger (and you have to port the monitor program yourself 
which is a bugger even for experienced 68K experts) 


> The only reason I see for using CodeWarrior is the debugger, which beats the 
> GNU one hands down. The rest of the system ranges between merely acceptable 
> and downright incompetent. 


The debugger is a big step beyond the GNU one. The rest of the systemis actually 
rather good. The compiler itself is very fast compared to GNU, 

and the code browsing stuff is excellent (better in many respects than the 
Microsoft IDE). 


>Unfortunately, I think there's a two week return period for CodeWarrior, 
>hence, even though I don't use this product, there's no way for me to 
>get my money back! 

> 


I thought it was thirty days? 
>Let this be a warning for those who're thinking of buying it - the IDE's 


>a bit crap and the only reason to get it is if you can't suss out 
>makefiles. 


VVVVVVVV VV 


Or you want a much better dev system than the GNU compiler. 


> Hmm, ok that's another good reason in CWs favour. I can suss out makefiles, 


> and have used them for many years, but they're a major pain in the bum... A 
> project system is much simpler. 

> 

I could go on, but my view's are on record already - I notice that mostpeople 


who complain that the IDE is holding them back (and one guy 

blamed the whole fact he couldn't code on a yaroze on the IDE not 
working the same as VC++), tend to be the same people who don't 
produce or release anything. Or do anything else but whine on and on 
about CW being crap. It's cheap - stop being so wet and get on with it. 


> Mark 
Craig. 


(fed up of whinges on this subject - why not whinge at the lack of a fileserver 
that works via serial for GNU instead?) 


—-MESSAGE FILE 711 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000440 


-—-MESSAGE FILE 712 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000441 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 19:25:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <6p0260S$46010@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> <35B38 
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262.186E232A@hinge.mistral.co.uk> 

NNTP-Posting-Host: userl842.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:441 scee.yaroze.freetalk.english 
¿1483 


>Mark Wilson wrote: 

> 

>> >What a pile of cack! 
> 


Um, don't think I did say that actually... 


>The yaroze version editor is buggy, yes. They sorted the IDE out on thePro 
>version about 6monthes ago, no more dodgy characters and stuff. 

>Perhaps if enough people mail them they'll do an IDE update for the 
>yaroze compiler that provides the same fixes. 

> 


Or if enough people moan here... 


>I suggest you check out what the ProDev version (which isn't that far 
>ahead of the Yaroze one) costs. The differance is measured in thousands. 
>And Metrowerks aren't overcharging for it in context. Several companys 
>charge much more than that: 

> 


I agree that CW is a bargain at £90. 


>eg. Microtec 68000 dev tools for embedded systems: 

>£1000 for the C compiler + assembler 

>£1000 for the C++ compiler (requires the C/assembler package) 

>£1500 for the debugger (and you have to port the monitor program yourself 
>which is a bugger even for experienced 68K experts) 

> 


And the Microtec compiler is a bit smelly, GNU is better. 


> 

>> The only reason I see for using CodeWarrior is the debugger, which beats 
the 

>> GNU one hands down. The rest of the system ranges between merely 
acceptable 

>> and downright incompetent. 

> 

>The debugger is a big step beyond the GNU one. The rest of the systemis 
actually 

>rather good. The compiler itself is very fast compared to GNU, 

>and the code browsing stuff is excellent (better in many respects than the 
>Microsoft IDE). 

> 

> 

Ah, now this *is* a reply to something I said. I was probably a bit cruel... 
should have said "good to buggy" 


>(fed up of whinges on this subject - why not whinge at the lack of a 
fileserver 

>that works via serial for GNU instead?) 

OK... Why oh why isn't there a GNU fileserver? 


I'm fed up of these CW arguments as well, as I can never decide which side 
I'm on :-) 


Mark 


—-MESSAGE FILE 712 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000441 


-—-MESSAGE FILE 713 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000442 
Path: chuka.playstation.co.uk!news 
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From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: 21 Jul 1998 18:29:57 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Sender: thutton@TECH10 

Message-ID: <uiukr7gje.fsf@cybec.com.au> 

References: <35AFC525.5495@virgin.net> <6opmgnSofp17@chuka.playstation.co.uk> 
<35B38262.186E232A@hinge.mistral.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:442 scee.yaroze.freetalk.english 

21500 


Craig Graham <c_graham@hinge.mistral.co.uk> writes: 

> > The only reason I see for using CodeWarrior is the debugger, which beats the 
> > GNU one hands down. The rest of the system ranges between merely acceptable 

> > and downright incompetent. 

> 

> The debugger is a big step beyond the GNU one. The rest of the systemis actually 


I didn't buy CodeWarrior because a) I'm very familiar with GNU and b) 
I don't run Windows. So I'm curious about the CW debugger, since 
everyone seems to rave about it. 


I currently use gdb within emacs, giving me full source code debugging 
capabilities rather than the line oriented 'plain' gdb. Could someone 
compare the CW debugger with gdb running in, say, DDD or xxgdb? Is it 
*just* the interface that people don't like about gdb? 


Thanks, 


Toby. 
—-MESSAGE FILE 713 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000442 


—-MESSAGE FILE 714 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000443 
Path: chuka.playstation.co.uk!news 

From: peter black <peter.black@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Tue, 21 Jul 1998 20:22:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35B4EA76.150E@virgin.net> 

References: <35AFC525.5495@virgin.net> 

Reply-To: peter.black@virgin.net 

NNTP-Posting-Host: p01l-skua-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:443 scee.yaroze.freetalk.english 
21514 


Pankaj Gautama wrote: 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
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than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


VVVVVVVVVV VV 


If any of you know of anything decent that CodeWarrior CAN do, then 
> please let me know, cos I just don't get it! 

as a complete beginner 

all i can say is that codewarrior is absolutly brilliant 

i have little idea of how DOS works and had majour problems getting 
the sound tools to work 


codewarrior has made learning c++ real pleasure 

having all my silly misstakes pointed out 

and being able to watch programs run a line at a time has 
been a real revelation 


codewarrior is great 


yours peter black 


—-MESSAGE FILE 714 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000443 


-—-MESSAGE FILE 715 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000444 
Path: chuka.playstation.co.uk!news 

From: peter black <peter.black@virgin.net> 
Newsgroups: scee.yaroze.beginners 

Subject: dxf 

Date: Tue, 21 Jul 1998 20:41:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <35B4EEE7.4AERE@virgin.net> 
Reply-To: peter.black@virgin.net 
NNTP-Posting-Host: p01l-skua-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


I have tried importing the dxf models found in the pxs/bin 
to some cheap cad programs that claim to import dxf files 
but they didn't 


is there somthing odd about the dxf files on the psx disc? 
aren't all dxf files the same? 


can any one tell me if DesignCad97 from viagrafix would produce 
compatible files it dose say dxf on the box? 


i am reluctant to spend the little money i have on a program 
that may not what i need. 


—-MESSAGE FILE 715 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000444 


—-MESSAGE FILE 716 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000445 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Coding Help 

Date: 23 Jul 1998 17:56:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bdb66c$36c14180$9a3363c3@default> 

NNTP-Posting-Host: host5-99-51-154.btinternet.com 
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X-Newsreader: Microsoft Internet News 4.70.1162 
Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


—-MESSAGE FILE 716 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000445 
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—-MESSAGE FILE 717 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000446 


Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Clever bit manipulation routines? 
Date: Thu, 23 Jul 1998 20:54:45 +0100 
Organization: philg@nospam.easynet.co.uk 

Lines: 27 

Message-ID: <35B79502.BC7489D6@nospam.easynet.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator= 


4F5353" 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Hello folks 


I've got a few lines of code that look ugly and wondered if there's a 
clever bit manipulation routine using shifting, ANDing and complement or 
something to achieve the same thing. I'm sure there's a way, just can't 
figure it out. 


Basically: 


if (gPlayer.turningAngle > 45) gPlayer.turningAngle = 45; 
if (gPlayer.turningAngle Հ -45) gPlayer.turningAngle = -45; 
I'm convinced there's something out there that will handle both of these 


in one line, something like 
(~(gPlayer.turningAngle) & 0x2d) >> something. Though obviously not 
this! 


Do you see what I'm getting at? Something that will leave the variable 
unchanged unless it is greater or less than a certain value, in which 
case it becomes that value. 


Anyone have any ideas? 
Cheers 


Phil 


—-MESSAGE FILE 717 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000446 


" 4D 
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—-MESSAGE FILE 718 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000447 
Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 

Date: Thu, 23 Jul 1998 23:38:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <35B7BB71.D869219@compuserve. com> 
References: <35B79502.BC7489D6@nospam.easynet.co.uk> 
NNTP-Posting-Host: 1d52-142.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Philip Gooch wrote: 
Hello folks 


I've got a few lines of code that look ugly and wondered if there's a 
clever bit manipulation routine using shifting, ANDing and complement or 
something to achieve the same thing. I'm sure there's a way, just can't 
figure it out. 


Basically: 


if (gPlayer.turningAngle > 45) gPlayer.turningAngle = 45; 
if (gPlayer.turningAngle Հ -45) gPlayer.turningAngle = -45; 
I'm convinced there's something out there that will handle both of these 


in one line, something like 
(~(gPlayer.turningAngle) & 0x2d) >> something. Though obviously not 
this! 


Do you see what I'm getting at? Something that will leave the variable 
unchanged unless it is greater or less than a certain value, in which 
case it becomes that value. 


Anyone have any ideas? 


Cheers 


VVVVVVVVVVNVVVV VV VV VV VV VV VV 


> Phil 
how about the limitRange macro (tho its not bit manipulation) 
like this 


limitRange (gPlayer.turningAngle,-45, 45); 
its defined in libps.h & is coded as follows. 
#define limitRange(x, 1, h) ( (x) =( (x) < (1) 2? (1): (x) > (h) ? (h): (x) )) 


The A=B?C:D; construct you find here, (if you're familiar with it 
ignore the rest) takes the argument in B and if it is nonzero (ie true) 
sticks the value of C in A, if B is zero (ie false) the value of D is 
placed in A. B can be a single variable or any logical expression (like 
(gPlayer.turningAngle<-45) for instance) 


cheers 
Nick (S) 


—-MESSAGE FILE 718 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000447 


—-MESSAGE FILE 719 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000448 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 
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Date: 24 Jul 1998 12:05:57 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Sender: thutton@TECH10 

Message-ID: <uglfsatq2.fsf@cybec.com.au> 

References: <35B79502.BC7489D6@nospam.easynet.co.uk> 
<35B7BB71.D869219@compuserve. com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Nick Slaven <NickSlaven@compuserve.com> writes: 
how about the limitRange macro (tho its not bit manipulation) 
like this 


limitRange (gPlayer.turningAngle,-45,45); 
its defined in libps.h & is coded as follows. 


#define limitRange(x, 1, h) ( (x) =( (x) < (1)? (1): (x) > (h) ? (h): (x) )) 


The A=B?C:D; construct you find here, (if you're familiar with it 
ignore the rest) takes the argument in B and if it is nonzero (ie true) 
sticks the value of C in A, if B is zero (ie false) the value of D is 
placed in A. B can be a single variable or any logical expression (like 
(gPlayer.turningAngle<-45) for instance) 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


This is probably the easiest way for arbitrary values. I'd also 
suggest you use more sensible values for your angles if possible. 


Looks like turningAngle is indeed an angle, right? And it looks like 
you're using 360 degrees as a full circle, and you want to limit the 
turning angle to an eighth of that, 45 degrees. 


The libraries often use 12 bit fixed point math. This means that 4096 
is 1, 2048 is 1/2 and 512 will be an eighth. 512 in hex is 0x0200 and 
511 is Ox01ff. To limit a value between 0 and +511 you simply: 


val &= 02188: 


If 4096 is too high a resolution, try 256. It's a similar resolution 
to 360. An eighth of 256 is 32, and you could use: val &= 0x1f; 


This won't work for negative numbers. If you wanted to limit the 
range between -32 and 32 I'd do it by making the range 0-64 and then 
subtracting 32, or perhaps val = ((val + 0x20) & Ox3f) - 0x20; 


There really is no reason to use 360 degrees in a circle, except to 

satisfy any preconcieved notions that a 'right-angle' is 90 degrees. 

For computer science, 360 degrees is a not a great number as it isn't 

a power of 2. 

Toby. 

—-MESSAGE FILE 719 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000448 


—-MESSAGE FILE 720 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000449 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 

Date: 24 Jul 1998 03:53:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn6rg196.636.tjs@indy19.cs.monash.edu.au> 

References: <35B79502.BC7489D6@nospam.easynet.co.uk> <35B7BB71.D869219@compuserve.co 
m> <uglfsatq2.fsf@cybec.com.au> 

NNTP-Posting-Host: indy19.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On 24 Jul 1998 12:05:57 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
[snip] 

>The libraries often use 12 bit fixed point math. This means that 4096 
>is 1, 2048 is 1/2 and 512 will be an eighth. 512 in hex is 0x0200 and 
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>511 is 020188. To limit a value between 0 and +511 you simply: 
> 
>val &= Oxlff; 


sadly, that won't do what was wanted. That will wrap all values into a range, 
whereas the intention was to compute f(x), where f(x)=-45 if x<-45, f£(x)=x 
if -45ՀՀՀՀ-45, ք(2)-45 if 45<x. 


while you could do that with bitops, it would be messier and slower than the 
equivalent test/assigns. 


toby. 
—-MESSAGE FILE 720 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000449 


—-MESSAGE FILE 721 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000450 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 

Date: Fri, 24 Jul 1998 09:47:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35B84A24.939EB9IF8@easynet.co.uk> 

References: <35B79502.BC7489D6@nospam.easynet.co.uk> <35B7BB71.D869219@compuserve.co 
m> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Slaven wrote: 


how about the limitRange macro (tho its not bit manipulation) 
like this 


limitRange (gPlayer.turningAngle,-45,45); 

its defined in libps.h & is coded as follows. 

#define limitRange(x, 1, h) ( (x) =( (x) < (1)? (1): (x) > (h) 2? (h): (x) )) 
ignore the rest) takes the argument in B and if it is nonzero (ie true) 
sticks the value of C in A, if B is zero (ie false) the value of D is 


placed in A. B can be a single variable or any logical expression (like 
(gPlayer.turningAngle<-—45) for instance) 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> The A=B?C:D; construct you find here, (if you're familiar with it 
> 
> 
> 
> 
> 
> cheers 
> 
> Nick (S) 

That'll do nicely! I should have spotted that myself. Cheers. 
Phil 


—-MESSAGE FILE 721 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000450 


-—-MESSAGE FILE 722 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000451 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 

Date: Fri, 24 Jul 1998 09:55:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35B84BE6.80FC4CA7@easynet.co.uk> 

References: <35B79502.BC7489D6@nospam.easynet.co.uk> <35B7BB71.D869219@compuserve.co 
m> <uglfsatq2.fsf@cybec.com.au> <slrn6rg196.6j6.tjs@indy19.cs.monash.edu.au> 
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NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Toby Sargeant wrote: 


> On 24 Jul 1998 12:05:57 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
> [snip] 
> >The libraries often use 12 bit fixed point math. This means that 4096 
> >is 1, 2048 is 1/2 and 512 will be an eighth. 512 in hex is 0x0200 and 
> >511 is Ox01ff. To limit a value between 0 and +511 you simply: 
>> 
> >val &= Oxlff; 
> 
> sadly, that won't do what was wanted. That will wrap all values into a range, 
> whereas the intention was to compute f(x), where ք(2)Հ-45 if x<-45, f(x)=x 
> if -45<=x<=45, f£(x)=45 if 45<x. 
> 
> while you could do that with bitops, it would be messier and slower than the 
> equivalent test/assigns. 
> 
> toby. 
But the point Toby S made about using 4096 as 1 etc is still valid, and useful. 


In fact I do normally do that - the example I gave using 45 degrees was just for 
illustration. 


Phil 


—-MESSAGE FILE 722 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000451 


—-MESSAGE FILE 723 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000452 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Sound and Music tutorial 

Date: Fri, 24 Jul 1998 19:05:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6paik6éSbaqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl87-penguin-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:452 scee.yaroze.freetalk.english 
21546 


Does anyone know if anyone has compiled a 'definitive' tutorial for 
playing sound and music on the Yaroze ?? I have been concentrating mainly on 
the graphics side without even thinking of sounds or music. 


Cheers, 


James 


—-MESSAGE FILE 723 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000452 


—-MESSAGE FILE 724 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000453 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: siocons ERRORS! 

Date: 24 Jul 1998 19:29:07 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <0Olbdb742$41ff0b00Sd92e63c3@default> 
NNTP-Posting-Host: host5-99-46-217.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Please help, 

I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


Tanvir Khan 
Email: 2bad@lineone.net 


I hope nothings faulty. 


—-MESSAGE FILE 724 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000453 


—-MESSAGE FILE 725 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000454 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: books recommend 

Date: 24 Jul 1998 20:26:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01lbdb74a$38675180Sd92e63c3@default> 
NNTP-Posting-Host: host5-99-46-217.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


Tanvir Khan 
2bad@lineone.net 


—-MESSAGE FILE 725 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000454 


—-MESSAGE FILE 726 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000455 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: Fri, 24 Jul 1998 22:08:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35b9059c.1309456@news.playstation.co.uk> 

References: <6paik6Sbqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: p32-tern-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:455 scee.yaroze.freetalk.english 
21552 


On Fri, 24 Jul 1998 19:05:50 +0100, "James Banks" 
<james.banks@virgin.net> wrote: 


> 

> Does anyone know if anyone has compiled a 'definitive' tutorial for 
>playing sound and music on the Yaroze ?? I have been concentrating mainly on 
>the graphics side without even thinking of sounds or music. 

> 

> 

>Cheers, 

> 

> 

> 
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>James 
> 
> 


I've stuck a quick and dirty tutorial on my web page which details my 
experiences in this area ( under the Help button ), but I haven't gone 
into anything in particular detail. 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 726 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000455 


-—-MESSAGE FILE 727 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000456 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: 25 Jul 1998 11:53:28 GMT 

Organization: SCEE 

Lines: 30 

Message-ID: <0lbdb75eSfd867c20Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6paik6Sbqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:456 scee.yaroze.freetalk.english 
21556 


Hi James, 


Yes, I have but it won't be realeased for another few weeks. 
Hold tight....I won't disapoint you. 


Regards, 


Gl 


George@SCEI 


James Banks <james.banks@virgin.net> wrote in article 
<6paik6éSbaqp8@chuka.playstation.co.uk>... 

> 

> Does anyone know if anyone has compiled a 'definitive' tutorial for 

> playing sound and music on the Yaroze ?? I have been concentrating mainly 
on 

> the graphics side without even thinking of sounds or music. 


v 


Cheers, 


James 


VVVVVVVVV 


—-MESSAGE FILE 727 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000456 


-—-MESSAGE FILE 728 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000457 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: books recommend 

Date: 25 Jul 1998 21:22:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <0lbdb81b$474872c0Sb7e2abc3@default> 
References: <0O1lbdb74a$38675180Sd92e63c3@default> 
NNTP-Posting-Host: 195.171.226.183 
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X-Newsreader: Microsoft Internet News 4.70.1162 


T Khan <2bad@lineone.net> wrote in article 
<01bdb74a$38675180Sd92e63c3@default>... 
> Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


HV VV Vv 


ՄՏ looked through some 'Շ' books and notice they all teach you the 
"scanf' function which does not seem to work on the Yaroze. Why is this and 
what can be done about it? Are there other functions which don't work on 
the Yaroze? If so what can be done instead. 


> Tanvir Khan 

> 2bad@lineone.net 
> 

> 


—-MESSAGE FILE 728 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000457 


—-MESSAGE FILE 729 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000458 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: siocons ERRORS! 

Date: Sun, 26 Jul 1998 13:37:02 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <35BB22ED.AD583D78@hotmail.com> 
References: <Olbdb742S41ff0b00Sd92e63c3@default> 
NNTP-Posting-Host: 173-181-163.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


H 


Khan wrote: 


I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


MN MMN VN NGON 


Check you haven't got conflicting download speeds. 


ScoTT 


--MESSAGE FILE 729 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000458 


—-MESSAGE FILE 730 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000459 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 
Newsgroups: scee.yaroze.beginners 

Subject: ftp uploading problems 

Date: Sun, 26 Jul 1998 13:39:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <35BB2368.930F47A9@hotmail.com> 
NNTP-Posting-Host: 173-181-163.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Anyone know why I can't upload files bigger than about 10k? 


I'm using ftp on dos 
ScoTT 


—-MESSAGE FILE 730 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000459 


—-MESSAGE FILE 731 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000460 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "JW" <jarw@clover.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: books recommend 

Date: Sun, 26 Jul 1998 12:19:08 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6pfk90Sep34@scea> 

References: <0O1lbdb74a$38675180S$d92e63c3@default> <01lbdb81b$474872c0Sb7e2abc3@default 
> 

NNTP-Posting-Host: usr-tort-m29-r29.clover.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The scanf function in C is used to read from the standard input. This means 
that when the function is called in your program it tries to read characters 
that the user is typing on the keyboard (the standard input). There is 
probably no great need for this on the Yaroze as the important input device 
is the controller (and possibly the memory card). There is the printf 
function which has been adapted to work with the Yaroze libraries. This 
function sends output to the standard output (your computer's monitor). The 
only reason this function is provided is so you can send debugging messages 
to your monitor while a program is running. You can see why this could be 
useful. 


The C functions that are supported on the Yaroze can be found in the 
"Standard C Functions" section of the User Guide you got with your Yaroze. 


As far as C programming books I would consider a book called something like 
"How To Program C". It was written by Deitel/Deitel and was published by 
Prentice Hall. If you can't find this anything like a beginning C book or 
"How to Program C in 21 days" would be a start. As graphics go, others have 
suggested "Introduction to Computer Graphics" by Foley and van Dam. 

Hope this helps. 


JW 


—-MESSAGE FILE 731 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000460 


—-MESSAGE FILE 732 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000461 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: ftp uploading problems 

Date: Sun, 26 Jul 1998 23:41:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <35BBBOA2.C61A3757@hotmail.com> 
References: <35BB2368.930F47A9@hotmail.com> 
NNTP-Posting-Host: 172-54-171.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Problem sorted. Thanks Pete. 
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ScoTT Campbell wrote: 


> Anyone know why I can't upload files bigger than about 10k? 
> 
> I'm using ftp on dos 
> 
> 


ScoTT 


—-MESSAGE FILE 732 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000461 


-—-MESSAGE FILE 733 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000462 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 

Date: 27 Jul 1998 13:14:14 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Sender: thutton@TECH10 

Message-ID: <uyatg7zp5.fsf@cybec.com.au> 

References: <35B79502.BC7489D6@nospam.easynet.co.uk> 
<35B7BB71.D869219@compuserve.com> <uglfsatq2.fsf@cybec.com.au> 
<slrn6rg196.636.tjs@indy19.cs.monash.edu.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 


On 24 Jul 1998 12:05:57 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
[snip] 

>The libraries often use 12 bit fixed point math. This means that 4096 
>is 1, 2048 is 1/2 and 512 will be an eighth. 512 in hex is 0x0200 and 
>511 is 020188. To limit a value between 0 and +511 you simply: 

> 
>val &= 02188: 


sadly, that won't do what was wanted. That will wrap all values into a range, 
whereas the intention was to compute f(x), where f(x)=-45 if x<-45, f£(x)=x 
if -45ՀՀՀՀ-45, ք(2)-45 if 45<x. 


VVVVVVVVVV VV 


f(x) that you just described is a range, no? Don't let x get less 
than -45 or greater than 45. What? Hey? 


If you used +/-31 instead of +/-45, why wouldn't 

x = ((x + 0x20) & Ox3f) - 0x20; work? 

Toby. 

—-MESSAGE FILE 733 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000462 


—-MESSAGE FILE 734 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000463 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Clever bit manipulation routines? 

Date: Mon, 27 Jul 1998 22:02:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35BCEACA.299@manc.u-net.com> 

References: <35B79502.BC7489D6@nospam.easynet.co.uk> 
<35B7BB71.D869219@compuserve.com> <uglfsatq2.fsf@cybec.com.au> 
<slrn6rg196.646.tjs@indy19.cs.monash.edu.au> <uyatg7zp5.fsf@cybec.co 


m.au> 

NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 468 


Toby Hutton wrote: 
> If you used +/-31 instead of +/-45, why wouldn't 
> f(x) = ((x + 0x20) & 0238) - 0220: work? 


It strips bits higher than 0x3f (=63 so bit-6 upwards) which is a 
problem because x needs to be signed. 
In this case f(-35) = 29 (when it should be -31) 


if x is -35 then it is required that it gets limited to -31, 

but the f(x) above would give the wrong number because 

(x + 0220) would equal OxFFFD (-3 decimal) (assuming 16bit signed int) 
and when &'d with 0238 it would then be 0x3d (61 decimal). 

Then the - 0x20 would make it 29. 


Just use this: 
limitRange(x, -45, 45); 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 734 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000463 


-—-MESSAGE FILE 735 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000464 
Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: siocons ERRORS! 

Date: Mon, 27 Jul 1998 22:56:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35BCF78D.707E@virgin.net> 

References: <Olbdb742S41ff0b00$d92e63c3@default> 
Reply-To: pankaj.gautama@virgin.net 
NNTP-Posting-Host: p51-chachalaca-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


Khan wrote: 
Please help, 


I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


Tanvir Khan 
Email: 2bad@lineone.net 


VVVVVVVVVVVV VA 


I hope nothings faulty. 


Check your comms cable. I had the same problem when I first got my 

Yaroze - I didn't realise the Yaroze end of the cable went in SO far. 

(lotsa panicking there!) 

—-MESSAGE FILE 735 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000464 


—-MESSAGE FILE 736 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000465 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: TIM File Attribute 

Date: Wed, 29 Jul 1998 19:06:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 15 

Message-ID: <6pnohnS$3uel4@chuka.playstation.co.uk> 
NNTP-Posting-Host: p24-grebe-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I know this is probably a really easy question to answer but can anyone 
explain how I calculate the attribute number for TIM files ?? I have used 
Ira Rainey's Sprite tutorial which uses 8 bit sprites but I am now working 
on a breakout game using 4 bit TIM's and it doesn't work !! Someone please 
help. 


Cheers, 
James 
http://www.netyaroze-europe.com/~jbanks/ 


net.yaroze@virgin.net 


—-MESSAGE FILE 736 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000465 


—-MESSAGE FILE 737 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000466 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Ball movement on a breakout game 

Date: Wed, 29 Jul 1998 19:08:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6pnohoS3uel15@chuka.playstation.co.uk> 

NNTP-Posting-Host: p24-grebe-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:466 scee.yaroze.freetalk.english 
21563 


Hi, I'm working on my first real Yaroze project which will hopefully be 
a Breakout style game. I haven't got a clue how to model the correct ball 
movements, can anyone point me in the right direction ?? 


Cheers, 


James 


—-MESSAGE FILE 737 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000466 


—-MESSAGE FILE 738 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000467 
Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: TIM File Attribute 

Date: Wed, 29 Jul 1998 21:24:31 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6pnssvS$3uel6@chuka.playstation.co.uk> 
References: <6pnohn$3uel4@chuka.playstation.co.uk> 
NNTP-Posting-Host: pm29-10.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> I know this is probably a really easy question to answer but can anyone 
>explain how I calculate the attribute number for TIM files ?? I have used 
>Ira Rainey's Sprite tutorial which uses 8 bit sprites but I am now working 
>on a breakout game using 4 bit TIM's and it doesn't work !! Someone please 
>help. 
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Ok, the bits 24-25 must be set to 0, when you use 4bit sprites. 


Like this: 

bit 25,24 - 0,0 = 4bit 

bit 25,24 - 0,1 = 8bit 

bit 25,24 - 1,1 = 15 bit direct 


Look under GsSPRITE in Library Reference, where the used bits of attribute 
are described!!! 


> 
>Cheers, 
> 
> 


>James 


Carlos Pierterse 


—-MESSAGE FILE 738 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000467 


—-MESSAGE FILE 739 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000468 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Ball movement on a breakout game 

Date: 29 Jul 1998 19:26:52 GMT 

Organization: SCEE 

Lines: 26 

Message-ID: <01lbdbac3$129537c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6pnoho$3uel15@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:468 scee.yaroze.freetalk.english 
21564 


Hi James, 


I did a Breakout style game for the PC but it wasn't that great. BUT Mario 
Perdue 
did a great Net Yaroze version that you can find on the SCEA website. 


Regards, 
George@SCEE 


James Banks <net.yaroze@virgin.net> wrote in article 
<6pnoho$3uel5@chuka.playstation.co.uk>... 

> Hi, I'm working on my first real Yaroze project which will hopefully 
be 

> a Breakout style game. I haven't got a clue how to model the correct ball 
> movements, can anyone point me in the right direction ?? 

> 


Cheers, 


James 


VVVVVVVV V 


—-MESSAGE FILE 739 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000468 


—-MESSAGE FILE 740 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000469 
Path: chuka.playstation.co.uk!news 
From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: TIM File Attribute 

Date: Wed, 29 Jul 1998 20:35:52 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 31 

Message-ID: <35BF7998.F5951872@scee.sony.co.uk> 
References: <6pnohn$3uel4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


James Banks wrote: 


I know this is probably a really easy question to answer but can anyone 
explain how I calculate the attribute number for TIM files ?? I have used 
Ira Rainey's Sprite tutorial which uses 8 bit sprites but I am now working 
on a breakout game using 4 bit TIM's and it doesn't work !! Someone please 
help. 


VVVVVV 


The reference manual (under GsSSPRITE) states which bits in the attribute mean what, 
but doesn't 
state how to calculate the attribute. 


Depending on the application, you decide what value the bits should be set to (there 
is a list of 

valid numbers in the manual) and then just add up all the values after shifting them 
appropriately. 

For example, if I want to turn Brightness Regulation off (value 1 at bit 6) and amu 
sing a 15bit 

direct sprite (value 2 at bits 24-25), then the attribute is: 


attribute = (1 << 6) + (2 << 24); 
A complete (but rather inefficient) setting would be: 
attribute = (BRIGHTNESS << 6) + (BitDEPTH << 24) + (RotationON << 27) + (SemiTransRa 


te << 28) + 
(SemiTransON << 30) + (Displayed << 31); 


where Brightness, BitDEPTH, etc are the desired values within the ranges specified i 
n the manual. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Amnesia: You've read the book now read the book. 
—-MESSAGE FILE 740 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000469 


—-MESSAGE FILE 741 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000470 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Ball movement on a breakout game 

Date: Wed, 29 Jul 1998 19:33:54 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <35bf78cb.16550359@205.149.189.29> 

References: <6pnoho$3uel15@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:470 scee.yaroze.freetalk.english 
21565 


If you look at my WalZ demo in the North American web site, you'll see 
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how ball movement is done. WalZ is s breakout style game where the 
bricks move. 


Mario 


On Wed, 29 Jul 1998 19:08:13 +0100, "James Banks" 
<net.yaroze@virgin.net> wrote: 


> Hi, I'm working on my first real Yaroze project which will hopefully be 
>a Breakout style game. I haven't got a clue how to model the correct ball 
>movements, can anyone point me in the right direction ?? 

> 

> 

>Cheers, 

> 

> 

>James 

> 

> 


—-MESSAGE FILE 741 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000470 


--MESSAGE FILE 742 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000471 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 
Newsgroups: scee.yaroze.beginners 

Subject: Starting problems 

Date: Thu, 30 Jul 1998 15:19:45 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35C072F1.6F80@gap.baynet.de> 
NNTP-Posting-Host: line04.GAP.BAYNET.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


I'm in desperate need of help, 


I have a problem. Neither the "hello world"-demo nor the sample 
program runs on my computer. I follow the instructions and bring 
up the console tool(siocons), but then the siocons prompt (double 
-right arrow) doesn't appear. I press F3 whichs brings up the 
Auto[1]: prompt and enter the name of the batch file(in this case 
batchO). After pressing enter i receive the error message: 


BINARY WRITE: timeout ! 
auto commands all stop 


I have already checked the communication cable, the Pc and the 
TV, but the problem stayed always the same. 


I don't know what to do else, please help ! 
e-mail: d-twinz@gap.baynet.de 


Roman 
—-MESSAGE FILE 742 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000471 


-—-MESSAGE FILE 743 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000472 
Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Starting problems 

Date: Thu, 30 Jul 1998 15:56:57 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <6ppu2sSfvf3@chuka.playstation.co.uk> 
References: <35C072F1.6F80@gap.baynet .de> 
NNTP-Posting-Host: pm26-60.image.dk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Roman und Gregor Dashuber wrote: 

>I'm in desperate need of help, 

> 

>I have a problem. Neither the "hello world"-demo nor the sample 
>program runs on my computer. I follow the instructions and bring 
>up the console tool(siocons), but then the siocons prompt (double 
>-right arrow) doesn't appear. I press F3 whichs brings up the 


>Auto[1]: prompt and enter the name of the batch file(in this case 
>batch0O). After pressing enter i receive the error message: 
> 


>BINARY WRITE: timeout ! 
>auto commands all stop 


Looks like your PC ain't talking with the Yaroze. 
> 


>I have already checked the communication cable, the Pc and the 
>TV, but the problem stayed always the same. 


Be sure to push the communications cable hard in the Yaroze! 
> 


>I don't know what to do else, please help ! 


What is your port setup (coml/com2, which addresses?) baud settings etc. 


> 

>e-mail: d-twinz@gap.baynet.de 
> 

>Roman 


Carlos Pieterse. 


—-MESSAGE FILE 743 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000472 


—-MESSAGE FILE 744 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000473 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 
Newsgroups: scee.yaroze.beginners 

Subject: Starting Problems 

Date: Thu, 30 Jul 1998 22:58:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35CODE61.5A7B@gap.baynet.de> 
NNTP-Posting-Host: line0Q5.GAP.BAYNET.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


I'm in desperate need of help, 


I have a problem. Neither the "hello world"-demo nor the sample 
program runs on my computer. I follow the instructions and bring 
up the console tool(siocons), but then the siocons prompt (double 
-right arrow) doesn't appear. I press F3 whichs brings up the 
Auto[1]: prompt and enter the name of the batch file(in this case 
batchO). After pressing enter i receive the error message: 


BINARY WRITE: timeout ! 
auto commands all stop 


I have already checked the communication cable, the Pc and the 
TV, but the problem stayed always the same. 


I don't know what to do else, please help ! 


e-mail: d-twinz@gap.baynet.de 
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Roman 
—-MESSAGE FILE 744 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000473 


—-MESSAGE FILE 745 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000474 
Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Starting Problems 

Date: Thu, 30 Jul 1998 23:53:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6pqq0rSfvf5@chuka.playstation.co.uk> 
References: <35CODE61.5A7B@gap.baynet.de> 
NNTP-Posting-Host: p301-183.ppp.get2net.dk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I'm in desperate need of help, 

> 

>I have a problem. Neither the "hello world"-demo nor the sample 
>program runs on my computer. I follow the instructions and bring 
>up the console tool(siocons), but then the siocons prompt (double 
>-right arrow) doesn't appear. I press F3 whichs brings up the 


>Auto[1]: prompt and enter the name of the batch file(in this case 
>batch0O). After pressing enter i receive the error message: 
> 


>BINARY WRITE: timeout ! 
>auto commands all stop 
> 
>I have already checked the communication cable, the Pc and the 
>TV, but the problem stayed always the same. 

> 

>I don't know what to do else, please help ! 

> 

>e-mail: d-twinz@gap.baynet.de 

> 

>Roman 


Like I stated earlier(btw. try keeping the same subject in to the 
newsgroup! -this you should have posted under your previuos message!!) what 
is your port setup (coml/com2, which addresses?) baud settings etc. 


Hereby I mean 


Which com port (the serial port on the PC this is!) have you plugged in the 
yaroze serial cable? 

What speed did you set the baud rating at ?? (you must set it to 9600 bps 
for starters!) 
How is your serial port set up in the BIOS of computer?? (auto ???) 

What OS are you using ??? 

Where did you install the psx-, gnu- directories etc. 

You must specify your problem a bit for us (or I) being able to help you! 


Furthermore you must have a SET for DTLH3000 in your yaroze environment. 
What is this ?? (Try typing SET in your yaroze environment, and tell me the 
setting of DTLH3000!) 


You are using a PC ?? (not a mac???) 

I'd wished you'd replied on my first posting. I think I'd by now could have 
been capable of solving your problem. (but with your above message, anything 
could be wrong!!!) 


Regards, 


Carlos Pieterse 


—-MESSAGE FILE 745 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000474 
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-—-MESSAGE FILE 746 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000475 
Path: chuka.playstation.co.uk!news 

From: "Stradal, Franz" <FStradal@ikarion.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Sprites 

Date: Fri, 31 Jul 1998 09:49:22 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <35C17702.528C3022@ikarion.com> 
NNTP-Posting-Host: miles.ikarion.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I’m just a beginner, so it is an easy question. 
I have 12 sprites 16*16 pixle 4Bit Clut. 
The CLUT i always loadup to 0"480, 0*481, 0*482 


When i move the Sprites to 320*0, 320%*16, 320232, 320*48 .... it works 
fine; 
but when they are moved to 320*0, 336*0, 352*0, 368*0... i just have 


colord snow??? 
Any ideas? 


—-MESSAGE FILE 746 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000475 


—-MESSAGE FILE 747 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000476 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites 

Date: Fri, 31 Jul 1998 09:09:29 +0100 
Organization: I wish! 

Lines: 18 

Message-ID: <35C17BB9.351C@mdx.ac.uk> 
References: <35C17702.528C3022@ikarion.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


which sprite routine are use using to calculate the u,v values of the 
GsSPRITE? (these refer to the inset of the sprites from the top left of 
the texture page they are on, and can sometimes be calculated wrong) ? 
What is strange is that surely at least the 320,0 sprite should show up 
in both cases? 


Rob Swan 
Stradal, Franz wrote: 


I’m just a beginner, so it is an easy question. 

I have 12 sprites 16*16 pixle 4Bit Clut. 

The CLUT i always loadup to 0"480, 0*481, 0*482 ... 

When i move the Sprites to 320*0, 320*16, 320*32, 320*48 .... it works 

fine; 

but when they are moved to 320*0, 336*0, 352*0, 368*0... i just have 

colord snow??? 

Any ideas? 

—-MESSAGE FILE 747 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000476 


VVVVVVV VV 


—-MESSAGE FILE 748 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000477 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Starting Problems 2 

Date: Fri, 31 Jul 1998 14:02:26 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35C1B252.7342@gap.baynet.de> 
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NNTP-Posting-Host: 195.37.219.70 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Thanks a lot for the mail Carlos, 


I'll try to specify my problem a bit more. 

I'm using a Pentium 200 Mhz with 32Mb Ram, the yaroze is 
connected to the Pc over coml. 

The baudrate is set up at 9600 bps as it is then standard 
configuration in djsetup.bat. 

In the BIOS then coml port is specified as: "Onboard UART 1 
3F8/IRQ4" 

The OS version I'm using is Ms-Dos 7.00. The psx- and the gnu- 
directories were installed on 

c drive root. 

The setting of DTLH3000 is: 


DJGPP=C:/psx/djgpp.env 

TMP=C: \tmp < only the important part 
concerning the DTLH3000 

DTLH3000=0x3£f8, 4, 9600 


I hope that these informations will help. 


Regards, 


Roman 
—-MESSAGE FILE 748 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000477 


—-MESSAGE FILE 749 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000478 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Starting problems 

Date: 31 Jul 1998 13:36:01 GMT 

Organization: SCEE 

Lines: 53 

Message-ID: <0lbdbc23S$5d663ae0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35C072F1.6F80@gap.baynet.de> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Roman, 


After the cd boots you should have some startup messages on 
the t.v screen. 


acces card checking: OK 
memory card checking: OK 
terminal speed 9600 BPS 


if all thats o.k then move along... 


Check all your settings. You might need to edit "djsetup.bat" 
to set the proper directories. This is VERY important. Next... 


type "siocons" at the dos prompt after you have typed "djsetup.bat" 
Reset you PlayStation the first time you do this...or you might 

get a Binary write error. You should now see some communication 
messages on your dos box. If no ">>" appears..... hit enter a few times 
to bring it up. 


After you see ">>" you are connected properly. Go ahead and try out the 
siocons commands. 


Good-luck.. 
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George@SCEE 


Roman und Gregor Dashuber <d-twinz@gap.baynet.de> wrote in article 
<35C072F1.6F80@gap.baynet.de>... 
> I'm in desperate need of help, 


I have a problem. Neither the "hello world"-demo nor the sample 
program runs on my computer. I follow the instructions and bring 
up the console tool(siocons), but then the siocons prompt (double 
-right arrow) doesn't appear. I press F3 whichs brings up the 
Auto[1]: prompt and enter the name of the batch file(in this case 
batchO). After pressing enter i receive the error message: 


BINARY WRITE: timeout ! 
auto commands all stop 


I have already checked the communication cable, the Pc and the 
TV, but the problem stayed always the same. 


I don't know what to do else, please help ! 
e-mail: d-twinz@gap.baynet.de 


Roman 


VVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 749 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000478 


—-MESSAGE FILE 750 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000479 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: Sun, 2 Aug 1998 01:47:11 +0100 

Organization: Debri Productions 

Lines: 4 

Message-ID: <ldd4ldg.kluccsxdqpjxN@al-88-110.al.nl1> 

References: <6paik6éSbqp8@chuka.playstation.co.uk> <35b9059c.1309456@news.playstation 
.Co.uk> 

NNTP-Posting-Host: al-88-110.al.n1l 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:479 scee.yaroze.freetalk.english 
21594 


I have a profile-list, nick has a demo-list. Anybody for a 
tutorial-list?? 


DEnnis.. 
—-MESSAGE FILE 750 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000479 


—-MESSAGE FILE 751 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000480 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: books recommend 

Date: Sun, 2 Aug 1998 01:47:15 +0100 

Organization: Debri Productions 

Lines: 18 
Message-ID: <ldd4lhi.lyv01fbllscw6N@al-88-110.a1l.nl> 
References: <0O1lbdb74a$38675180$d92e63c3@default> 
NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


V V V V V V 


Tanvir Khan 
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AAAAAAAHHHHHHHRRRRRRRGGGGG. 


DON'T PUT EVERY ARTICLE IN EVERY NEWSGROUP! 


DEnnis.. 
—-MESSAGE FILE 751 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000480 


—-MESSAGE FILE 752 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000481 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Coding Help 

Date: Sun, 2 Aug 1998 01:47:20 +0100 

Organization: Debri Productions 
Lines: 29 

Message-ID: <ldd4lke.w543knlphw7sl1N@al-—88-110.al.nl1> 
References: <Olbdb66c$36c14180$9a3363c3@default> 
NNTP-Posting-Host: al-88-110.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


VVVVVVVVVVVVVVV VV VV VV 


JUST S* O*, I'M GETTING FED UP WITH THIS. EVERY ARTICLE IN ALL THE 
NEWSGROUPS. 


DEnnis.. 
—-MESSAGE FILE 752 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000481 


—-MESSAGE FILE 753 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000482 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: siocons ERRORS! 

Date: Sun, 2 Aug 1998 01:47:24 +0100 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldd4ind.dwdrlldlipcjJN@al-88-110.al.nl1> 
References: <Olbdb742$41ff0b00Sd92e63c3@default> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
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Please help, 


I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


Tanvir Khan 
Email: 2bad@lineone.net 


VVVVVVVVVV VV 


I hope nothings faulty. 


CHECK YOUR BRAIN! 
—-MESSAGE FILE 753 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000482 


—-MESSAGE FILE 754 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000483 
Path: chuka.playstation.co.uk!news 

From: Han Solo <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Beginner docs. 

Date: Sun, 02 Aug 1998 17:56:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35C49A4F.77AE97B8@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


If you consider yourself a beginner then come to my 
site. 


http://www.netyaroze-europe.com/~jaycee 


After having difficulty myself in getting started 
with the simple things, I've taken the time to 
write a number of documents, which I hope you 

may find useful. 


If you have any comments or opinions regarding 
them, please repost on this thread. 
Thanks. 


jc 
james@chowfam.demon.co.uk 


—-MESSAGE FILE 754 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000483 


—-MESSAGE FILE 755 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000484 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Yaroze Programming FAQ 

Date: Mon, 03 Aug 1998 10:21:06 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <35C58102.730E7B32@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


There is a Yaroze Programming FAQ which can be accessed from the New Members page on 
the official 
site: 
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http: //www.netyaroze-europe.com/yaroze/newmembers/yarfaq-.htm 


It contains frequently asked questions most people have when they first start progra 
mming the 

Yaroze. The questions and answers have been taken from the newsgroups. Please email 
the person 

maintaining it (listed at the top of the page), if you feel that there should be som 
e additions to 

the questions, or corrections/clarifications to the answers. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"Weaseling out of things is what separates us from the animals!... 
Except the weasel." -- Homer 
—-MESSAGE FILE 755 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000484 


-—-MESSAGE FILE 756 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000485 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Beginner docs. 

Date: Mon, 03 Aug 1998 18:09:34 -0700 

Organization: Cisco Systems 

Lines: 35 

Message-ID: <35C65F4E.3COB6BD0@jps.net> 

References: <35C49A4F.77AE97B8@chowfam.demon.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-249.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I may be dreaming here, but I would LOVE to set up some kind of 
universally-accessible knowledge base. The only thing that comes 
close to it right now (that we have) is these newsgroups---and 
that isn't exactly the most efficient way to get info. 


Anyone for writing/installing some kind of system for this? 


- e! 


Han Solo wrote: 


> 

> If you consider yourself a beginner then come to my 
> site. 

> 

> http://www.netyaroze-europe.com/~jaycee 

> 

> After having difficulty myself in getting started 
> with the simple things, I've taken the time to 

> write a number of documents, which I hope you 

> may find useful. 

> 

> If you have any comments or opinions regarding 

> them, please repost on this thread. 

> Thanks. 

> 

> — 

> jc 

> 


james@chowfam.demon.co.uk 


Mata ne, 
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- e! ee tenchi@shell.jps.net ԱԵ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) +s http://www.jps.net/tenchi 


--MESSAGE FILE 756 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000485 


--MESSAGE FILE 757 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000486 
Path: chuka.playstation.co.uk!news 

From: doug@littlegreenmen.demon.co.uk (Doug Roberts) 
Newsgroups: scee.yaroze.beginners 

Subject: DrawSync confusion. 

Date: Tue, 04 Aug 1998 11:35:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35c6f063.10719834@news.playstation.co.uk> 
NNTP-Posting-Host: dhvuk.demon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Can anyone please explain to me how when and how often to use the 
drawsync function? Some of the source I've look at uses it often, 
after all the all the functions like LoadImage etc, and some just in 
the main loop before the VSync function. Maybe I'm just getting 
confused but hey, I guess that's what happens when you buy yourself 
one of these things and have to learn everything from scratch 
(including the language!). 


Just like to say thanks to everyone who has taken time to provide 
help, tutorials and source. It's been isuch a help getting me as far 
as I've got to date. 


Regards, 
Doug. 
—-MESSAGE FILE 757 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000486 


-—-MESSAGE FILE 758 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000487 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: DrawSync confusion. 

Date: Tue, 04 Aug 1998 13:05:59 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 43 

Message-ID: <35C6F927.4765EF18@scee.sony.co.uk> 
References: <35c6f063.10719834@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Doug Roberts wrote: 
> 
> Can anyone please explain to me how when and how often to use the 

> drawsync function? Some of the source I've look at uses it often, 

> after all the all the functions like LoadImage etc, and some just in 

> the main loop before the VSync function. 

DrawSync(0) waits for the Graphics Processing Unit to finish processing all the comm 
ands that have 

been sent to it. There are two reasons that you'd want to call it: 


1) When you're loading TIMs into VRAM using LoadImage, the GPU will queue up the Loa 
dImage command 

(which means that it doesn't get executed immmediately). When it gets around to proc 
essing it, it 

will use the values in the RECT structure that exists at the time of the GPU process 
ing, rather than 

the values that were in the RECT when you did the LoadImage. Thus doing this: 


setRect (&myRect, 1,2,3,4); 
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LoadImage (&émyRect, émyTimData) ; 
setRect (&myRect, 5,6,7,8); 


is more likely to use the _latter_ rectangle instead of the intended former rectangl 
e. To get around 
this, it is advisable to do a DrawSync (0) directly after the LoadImage instruction, 
which guarantees 
that the values the GPU will use will be the ones you intend. 


2) In a double buffering situation, you are supposed to swap screens when 1) The GPU 
has completed 

drawing the last frame, and 2) in the Vertical Blank. Thus you will see programs do 

this: 


DrawSync (0); // Wait for GPU to finish 

Vsync (0); // Wait for the vertical blank 

GsSwapDispBuff (); //Swap the display buffers. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Scorpio: "This is my death ray. Which country would you like to destroy, Homer? Fran 
ce or Italy?" 

Homer: "Ummmm.... France." 

Scorpio: "Hehe... No-one ever says Italy." 

—-MESSAGE FILE 758 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000487 


—-MESSAGE FILE 759 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000488 
Path: chuka.playstation.co.uk!news 

From: codeworks <jim@codeworks.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze Programming FAQ 

Date: Wed, 05 Aug 1998 00:29:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35C7995D.64B3CDFF@codeworks.demon.co.uk> 
References: <35C58102.730E7B32@scee.sony.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (WinNT; 1) 
X-Accept—-Language: en 


James, 

Excellent work with the Faq! 
Cheers 

Jim 

James Russell wrote: 


> There is a Yaroze Programming FAQ which can be accessed from the New Members page 
on the official 

> site: 

> 

> http://www.netyaroze-europe.com/yaroze/newmembers/yarfaq.htm 

> 

> It contains frequently asked questions most people have when they first start prog 
ramming the 

> Yaroze. The questions and answers have been taken from the newsgroups. Please emai 
1 the person 

> maintaining it (listed at the top of the page), if you feel that there should be s 
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ome additions to 


"Weaseling out of things is what separates us from the animals!... 
Except the weasel." -- Homer 


> the questions, or corrections/clarifications to the answers. 

> 

> Cheers, 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> 

> 

> 


—-MESSAGE FILE 759 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000488 


—-MESSAGE FILE 760 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000489 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: Wed, 05 Aug 1998 14:06:26 +0100 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35C858D2.6EE7@writeme.com> 

References: <6paik6Sbqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: at14-021.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:489 scee.yaroze.freetalk.english 
21639 


James Banks wrote: 


> Does anyone know if anyone has compiled a 'definitive' tutorial for 
> playing sound and music on the Yaroze ?? I have been concentrating 
> mainly on the graphics side without even thinking of sounds or music. 


Sound systems do seem to be the least well documented area. You can gain 
a little from the sound document available at: 


http://www.netyaroze-europe.com/yaroze_scea/docs/index.html 


Although it does cover quite a lot of irrelevant material (CD sound), it 
does have a couple of useful SFX tips. 


James (~mrfrosty) 
—-MESSAGE FILE 760 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000489 


—-MESSAGE FILE 761 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000490 
Path: chuka.playstation.co.uk!news 

From: "Stradal, Franz" <FStradal@ikarion.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites 

Date: Wed, 05 Aug 1998 15:42:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <35C8614E.781CB22B@ikarion.com> 

References: <35C17702.528C3022@ikarion.com> <35C17BB9.351C@mdx.ac.uk> 
NNTP-Posting-Host: miles.ikarion.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Thanks for help. 
I rehacked the tuto0 example from Codewarrior. 
And yes, the 320,0 Sprite is always right.Now i use one big map, with 
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subsprites in it, 
and it works! 


Robert Swan wrote: 


> which sprite routine are use using to calculate the u,v values of the 

> GsSPRITE? (these refer to the inset of the sprites from the top left of 
> the texture page they are on, and can sometimes be calculated wrong)? 

> What is strange is that surely at least the 320,0 sprite should show up 
> in both cases? 

> 

> Rob Swan 

> 

> Stradal, Franz wrote: 

>> 

> > I’m just a beginner, so it is an easy question. 

> > I have 12 sprites 16"16 pixle 4Bit Clut. 

> > The CLUT i always loadup to 0*480, 0"481, 0"482 ... 

> > When i move the Sprites to 320*0, 320"16, 320*32, 320*48 .... it works 
> > fine; 

> > but when they are moved to 320*0, 336*0, 352*0, 368*0... i just have 
> > colord snow??? 

> > Any ideas? 


—-MESSAGE FILE 761 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000490 


—-MESSAGE FILE 762 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000491 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Middlesex Short Course 

Date: Thu, 6 Aug 1998 23:27:06 +0100 

Organization: Debri Productions 

Lines: 14 

Message-ID: <1lddd536.7vltislsy9534N@al-—88-122.al1l.nl1> 
NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


For all beginners the Short Course is a great oppertunity!! 


I put a small journal online to get an impression on the first short 
course. I also took lot's of photo's and there is even a quicktimeVR 
from the classroom. 


http://www.al.nl/macsupport/debri/ 
or 
http://com.to/debri 


Cheers DEnnis.... 
—-MESSAGE FILE 762 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000491 


—-MESSAGE FILE 763 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000492 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: starting Problems 

Date: Sun, 09 Aug 1998 14:16:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35CD9303.3067@gap.baynet.de> 

NNTP-Posting-Host: line09.GAP.BAYNET.DE 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 
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I'm still strugglin with my NY. I followed the advice of James 
Russel and pushed the cable in the Playstation firmly. After that 
i started Siocons again, the >> didn't appear. I pressed enter a 
few times (about a minute), but the prompt didn't appear. I 
pressed F3 to execute the batchO file. After that I got the 
binary write error as described in my first two Mails. I also 
tried out the method George from SCEE told me and restarted the 
Yaroze after i've typed "djsetup.bat" and "siocons", but 

it also didn't help. I pressed a few times enter but no prompt 
(>>) appeared. 


If anyone has got an idea of what is wrong with my NY, pleas help 
me. 


Regards, Roman 


e-mail : d-twinz@gap.baynet.de 
—-MESSAGE FILE 763 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000492 


—-MESSAGE FILE 764 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000493 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: starting Problems 

Date: Mon, 10 Aug 1998 10:53:05 -0400 

Organization: SCEA News Server 

Lines: 75 

Message-ID: <35CF0951.53BO06F9@cobite.com> 

References: <35CD9303.3067@gap.baynet.de> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 

To: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 


Roman und Gregor Dashuber wrote: 


Hello, 


I'm still strugglin with my NY. I followed the advice of James 
Russel and pushed the cable in the Playstation firmly. After that 
i started Siocons again, the >> didn't appear. I pressed enter a 
few times (about a minute), but the prompt didn't appear. I 
pressed F3 to execute the batchO file. After that I got the 
binary write error as described in my first two Mails. I also 
tried out the method George from SCEE told me and restarted the 
Yaroze after i've typed "djsetup.bat" and "siocons", but 

it also didn't help. I pressed a few times enter but no prompt 
(>>) appeared. 


If anyone has got an idea of what is wrong with my NY, pleas help 
me. 


Regards, Roman 


VVVVVVVVVVVVVV VV VV VV 


e-mail : d-twinz@gap.baynet.de 


Looking back over a previous note of yours, I noticed you said you 
were using MS-DOS 7 - correct me if Im wrong but isnt that win95? 


Anyway, there are a couple of things to consider that could be the 
cause of the problem, which is that your Yaroze is _definitely_ not 
communicating with your PC. 


Make sure you know what all your COM ports are connected to. Since you 
have MS DOS 7 you have Win95, so boot up 95, and check out what you have 
your modem (I assume you have one since thats one of the 'requirements' 
for the Net Yaroze program) and your mouse, and your free COM port are. 
Do this by checking in the Modems Control Panel to see what port your 
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modem is on, then find out which one your mouse is on, this is either in 
the Mouse control panel, or on the System control panel under Pointing 
Devices(?) or something similar. See how many COM ports you actually 
have. Do you have a free one? A mouse takes away one port, a modem might 
(see below). 


Check to make sure the cable is plugged in, that the port on your PC is 
_really_ COM1, not COM2, or COM3 even, that the com port you have the 
Yaroze plugged up to isn't disabled in the BIOS (this is a common thing 
it seems, as internal modems that are in a shipped computer have their 
own internal com port, and the manufacturer turns off one of the 
motherboard's built in COM ports so you think you only have 2, when you 
really now have 3) 


If you're deadly sure you have the right port, and its not disabled, the 
next thing you might need to check is whether there is an IRQ conflict 
between the COM port you're using and one of your other COM ports, or 
another device. This is only likely if you have three COM ports in your 
PC (one probably being an internal modem). As COM1/COM3 share the same 
IRQ, as does COM2/COM4, if you have two devices you want to use at the 
same time on COM1 and COM3, one of them is going to work and one isnt. 
So either you can not use the modem and the yaroze at the same time, or 
you can change the IRQ on one of the ports to a free IRQ. Do this in the 
Control Panels of Win95 under the System cpanel, right click one of the 
com ports under the Ports item in the big list of devices. 


Next thing to try doing is to use a Windows communications program to 
check the com port you're using. HyperTerm works well, use it to create 
a 'new connection' and when it asks you what device to use, change the 
dropdown which says "Connect using:" to COM1. Make the BPS selection 
9600, hit OK, turn on your yaroze, and start hitting return in the 
window when the Green Brick screen comes up. If you get any text, you 
now know you have the right COM port and you can quit and start using 
SIOCONS with impunity. 


It's going to take some messing around to get this to work, I had a 
devil of a time getting my old 486 to correctly use 3 COM ports 
simultaneously but it's happy now, as am I. Keep posting if you have 
more problems, or are confused... or just keep posting. :) 


Craig 
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—-MESSAGE FILE 764 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000493 


-—-MESSAGE FILE 765 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000494 


Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: starting Problems 

Date: Mon, 10 Aug 1998 17:25:10 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <35CF1EE6. 9AEBB4C8@ndirect.co.uk> 
References: <35CD9303.3067@gap.baynet.de> <35CF0951.53BO06F9@cobite.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-56.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


It is always possible that something is broken. Maybe a dud serial 
lead/port? 


Hope not. 


Herbs 


—-MESSAGE FILE 765 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000494 


—-MESSAGE FILE 766 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000495 
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Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: starting Problems 

Date: Tue, 11 Aug 1998 00:41:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35CF8515.2A6@mdx.ac.uk> 
References: <35CD9303.3067@gap.baynet.de> <35CF0951.53BO06F9@cobite.com> 
NNTP-Posting-Host: staff-dialupl.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Hi, 


Craig's advice may well be the key. I had a win 95 machine with an 
external modem on com2. When I tried to connect the yaroze to com2 it 
wouldn't work as win95 seemed to have assigned com2 to the modem 
regardless of whether the modem was connected. The work around was to 
plug the yaroze into com2 and try to connect to the ISP which of course 
failed with a comms error. However this then freed the com2 port so that 
the yaroze worked. Playing with 18 yarozes I've seen pcs die and tvs 
develop problems but the yarozes have so far always worked apart from 
when the cables were incorrectly connected Have you tried it on another 
PC? Good luck, you must be getting pretty pissed off by now, and you've 
yet to experience the libs! 


Peter. 
—-MESSAGE FILE 766 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000495 


—-MESSAGE FILE 767 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000496 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DrawSync confusion. 

Date: Tue, 11 Aug 1998 00:56:55 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <35CFF947.10D5@dial.pipex.com> 

References: <35c6f063.10719834@news.playstation.co.uk> <35C6F927.4765EF18@scee.sony. 
co.uk> 

NNTP-Posting-Host: usern605.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Russell wrote: 

> 

> 1) When you're loading TIMs into VRAM using LoadImage, the GPU will queue up the L 
oadImage command 

> (which means that it doesn't get executed immmediately). When it gets around to pr 
ocessing it, it 

> will use the values in the RECT structure that exists at the time of the GPU proce 
ssing, rather than 

the values that were in the RECT when you did the LoadImage. Thus doing this: 


v 


setRect (&myRect, 1,2,3,4); 
LoadImage (&myRect, émyTimData) ; 
setRect (&myRect, 5,6,7,8); 


N N N: AM 


> is more likely to use the _latter_ rectangle instead of the intended former rectan 
gle. To get around 

> this, it is advisable to do a DrawSync(0) directly after the LoadImage instruction 
, which guarantees 

> that the values the GPU will use will be the ones you intend. 

> 


Are you sure about this? I only ask as I use MoveImage without a subsequent DrawSync 
and everything 
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works OK. I use the following function to dynamically create a sprite by using Movel 
mage to copy 
characters from a font TIM into the sprite area of VRAM: 


//" 

//* MakeAmmoBarText 
//* 

----<???> 


void MakeAmmoBarText (char *charp) 


{ 


RECT Src; 

int len=0; 

int destX = timData[TIM_POLYCART] .px+31; //* 31 is 124>>2 because of 
4bit pixels 

int destY = timData[TIM_POLYCART] .py+40; 

int ascii; 

int fontX = timData[TIM_POLYCART] .px+4; 


//* Set font image source rect (constant members) 

src.y = destyY; 

src.h = 5; 

src.w = 1; //* 
1 is 4 4bit pixels wide 


//* Copy chars to sprite image area 


while (ascii = *charp+t+) ( 
if (ascii==' ') 
src.x = fontX + 26; //* Space pa 


ttern is after Z 
else 
src.x = fontX + (ascii - 'A'); 


MovelImage(&src, destXt++, destY); 
lent+; 
} 


//* Update .x and .w sprite settings for this text 
ammoText-—>x = AMMO _BAR_X + ((BAR_MAX - (ammoText-—>w=len<<2)) >> 1); 
} 


As you can see, the main loop copies a character at a time from the font TIM using 

MoveImage (altering the RECT on each iteration!) without a subsequent DrawSync. This 
is 

vital as this function will be called from within the main game loop where a DrawSyn 

c 

issued anywhere other than before the main VSync would cause havoc. 


When I queried the EXACT operation of MoveImage a couple of months back, I was told 
(by someone at tech support, I think) it was OK to do this as a copy of the RECT is 
made 

when the MoveImage request is put in the GPU queue. Thus, the RECT can be altered 
immediately after MoveImage without fear of getting undesirable results. This indeed 
appears to be the case as the above function works fine. 


I would, then, be very surprised if LoadImage doesnt also operate in the same manner 
by storing a copy of the RECT when executed. Then again, I've been surprised before 


=) 
Regards, 


-Chris 
--MESSAGE FILE 767 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000496 


--MESSAGE FILE 768 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000497 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DrawSync confusion. 

Date: Tue, 11 Aug 1998 09:31:20 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 
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z 


Message-ID: <35D00158.871324EBQ@scee.sony.co.uk> 

References: <35c6f063.10719834@news.playstation.co.uk> <35C6F927.4765EF18@scee.sony. 
co.uk> <35CFF947.10D5@dial.pipex.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept-Language: en 


Chris Chadwick wrote: 
When I queried the EXACT operation of Movelmage a couple of months back, I was tol 


(by someone at tech support, I think) it was OK to do this as a copy Of the RECT i 
made 

when the Movelmage request is put in the GPU queue. Thus, the RECT can be altered 
immediately after MoveImage without fear of getting undesirable results. This inde 
d 

appears to be the case as the above function works fine. 


V @ V V @ N D. V V 


After Colin and I checked the source in more detail, I found we've been spreading FD 
U (Fear Doubt & 

Uncertainty) over the use of <Load|Store|Move>Image. Yes, indeed they DO copy the ar 
guments. So it 

is perfectly OK to adjust the RECT straight afterwards. <POISON_THE_WELL> Blame Coli 
n, it's all his 

fault. </POISON_THE_WELL> :0) 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


One Chicken to bring them all and in the darkness bind them. 
—-MESSAGE FILE 768 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000497 


—-MESSAGE FILE 769 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000498 
Path: chuka.playstation.co.uk!news 

From: Karl Sigiscar <karls@mygale.org> 
Newsgroups: scee.yaroze.beginners 

Subject: Siocons trouble 

Date: Wed, 12 Aug 1998 09:08:11 +0200 
Organization: Eureka 

Lines: 12 

Message-ID: <35D13F5B.2430E60F@mygale.org> 
NNTP-Posting-Host: 195.25.52.76 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


When I type djsetup from the PSX library drawer, I get an insufficient 
environment space message. 

When I use Siocons on my PC, I get a SYNC ERROR message (FFFFFFFF) on my 
TV screen. 

When set up at a 115200 baud rate, SIOCONS blocks. 


But when using CodeWarrior with PSCom Utils, the communication is all 
right. 

What's wrong with Siocons on my system ? I want to use it for some 
projects, and PSCom Utils for others. 


—-MESSAGE FILE 769 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000498 


—-MESSAGE FILE 770 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000499 
Path: chuka.playstation.co.uk!news 
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From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: starting Problems 

Date: Wed, 12 Aug 1998 00:46:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6qsp9d$n7i2@chuka.playstation.co.uk> 
References: <35CD9303.3067@gap.baynet.de> <35CF0951.53BO006F9@cobite.com> <35CF8515.2 
A6@mdx.ac.uk> 

NNTP-Posting-Host: 195.2.132.1 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Peter Passmore wrote in message <35CF8515.2A6@mdx.ac.uk>... 

>Good luck, you must be getting pretty pissed off by now, and you've 
>yet to experience the libs! 

Hee hee. Now that's just *evil*.... :-) 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 770 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000499 


-—-MESSAGE FILE 771 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000500 
Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Siocons trouble 

Date: Thu, 13 Aug 1998 01:00:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <35D22C99.1BFE@virgin.net> 
References: <35D13F5B.2430E60F@mygale.org> 
Reply-To: pankaj.gautama@virgin.net 
NNTP-Posting-Host: p55-parrot-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Շ-ՄԱ709-003 (Win95; 1) 


Karl Sigiscar wrote: 

> 

> When I type djsetup from the PSX library drawer, I get an insufficient 
> environment space message. 


This probably means you've got so many environment variables set that 
the DOS/WIn environment can't handle any more. 


BUT - you can set your yaroze variables in your config.sys file, instead 
of autoexec.bat/djsetup.bat. 


Here's an extract from my config.sys 


SET 

PATH=C: \WINDOWS; C: \WINDOWS\COMMAND; c: \windows\system;c:\DOS;d:\extdos;d:\Winstuff\do 
s;d:\yaroze\psx\bin;d:\yaroze\gnu\bin;C:\ 

SET TEMP=D: \TEMP 

set DJGPP=d:/yaroze/psx/djgpp.env 

set TMP=d:\yaroze\work 

set DTLH3000=0x2f8, 3, 9600 

Set DirCmd=/OGN 


I then don't need to run djsetup when I want to do the Yaroze Dev Thang 
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Hope that helps. 
—-MESSAGE FILE 771 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000500 


—-MESSAGE FILE 772 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000501 
Path: chuka.playstation.co.uk!news 

From: "Urban" <urban@aptitudes.fr> 

Newsgroups: scee.yaroze.beginners 

Subject: Background tec ! 

Date: Thu, 13 Aug 1998 09:34:04 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6qu551$5n7i4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ancy8-220.abo.wanadoo.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, I'm french programer and i search demo and info for backgroung 
dev, how to create a big map and use with game ???? 


urban@aptitudes.fr 


—-MESSAGE FILE 772 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000501 


—-MESSAGE FILE 773 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000502 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Siocons trouble 

Date: Thu, 13 Aug 1998 16:45:21 -0700 

Organization: Cisco Systems 

Lines: 57 

Message-ID: <35D37A91.ACE1815A@jps.net> 

References: <35D13F5B.2430E60F@mygale.org> <35D22C99.1BFE@virgin.net> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-249.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


You may also want to try some of the following: 


- Don't put the DJSETUP.BAT stuff in your AUTOEXEC.BAT just 
yet. Check the AUTOEXEC.BAT to make sure that you can 
remove as many of those SET environment statements as 
possible or shorten your path. This should free up some 
space. After you've determined that you can't squeeze any 
more memory out of the environment, then run the 
DJSETUP.BAT file by adding to the AUTOEXEC.BAT: 


call c:\psx\djsetup.bat 
(Adjust the path as necessary.) 


- If the above doesn't work, then try loading up your 
shell (MS-DOS Prompt). Click on the button for properties 
and then click on the Memory tab. Change the Initial 
Environment to 4096 (or something larger). You'll have to 
close the window and re-load the shell. CD over to your 
PSX directory and run DJSETUP on the prompt---it should 
run fine now. The only tedious thing about this method 
is that you have to run DJSETUP.BAT manually every time 
you open the DOS window. 


Pankaj Gautama wrote: 
> 

> Karl Sigiscar wrote: 
>> 
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> When I type djsetup from the PSX library drawer, I get an insufficient 
> environment space message. 


This probably means you've got so many environment variables set that 
the DOS/WIn environment can't handle any more. 


of autoexec.bat/djsetup.bat. 
Here's an extract from my config.sys 


SET 

PATH=C: \WINDOWS; C: \WINDOWS\COMMAND; c: \windows\system;c:\DOS;d:\extdos;d:\Winstuff\ 
dos;d:\yaroze\psx\bin;d:\yaroze\gnu\bin;C:\ 

SET TEMP=D:\TEMP 

set DJGPP=d:/yaroze/psx/djgpp.env 

set TMP=d:\yaroze\work 

set DTLH3000=0x2f8, 3, 9600 
DirCmd=/0OGN 


> 
> 
> 
> 
> 
> 
> BUT - you can set your yaroze variables in your config.sys file, instead 
> 
> 
> 
> 
> 
> 


I then don't need to run djsetup when I want to do the Yaroze Dev Thang 


VVVVVVV VV 
տ 
O 
ct 


Hope that helps. 


Mata ne, ones’ ԲԱՐ» 

- Թ) cae: tenchi@shell.jps.net ies 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ere http://www. jps.net/tenchi 


—-MESSAGE FILE 773 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000502 


—-MESSAGE FILE 774 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000503 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Starting Problems; once again 

Date: Fri, 14 Aug 1998 18:38:26 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35D46802.7EF8@gap.baynet.de> 

NNTP-Posting-Host: line09.GAP.BAYNET.DE 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Hey, 


after trying out all the references which were sent to me, i can 
finally say : nothing worked. I checked a hundred times the 
com-ports and tried out everything i've been told. At least i 
duplicated the problem on two other PC's. A Notebook with 200 MHz 
and 32 Mb Ram and a 486 DX4 100MHz with 12 Mb Ram. I got the same 
error message aS on my own computer, the ">>" didn't appear after 
starting siocons. Now i'm sure that there must be a hardware 
problem with the NY, itself. If there's anyone left who has got 
an idea of what to do now, mail me. Thanks in advice. 


Regards Roman 


e-mail: d-twinz@gap.baynet.de 
—-MESSAGE FILE 774 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000503 


—-MESSAGE FILE 775 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000504 
Path: chuka.playstation.co.uk!news 

From: "Chris Searle" <chris@cxs97c.netkonect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Need help with arrays 

Date: Mon, 17 Aug 1998 21:51:29 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <6rcfhe$12e4@chuka.playstation.co.uk> 

NNTP-Posting-Host: cxs97c.netkonect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:515 scee.yaroze.be 
ginners:504 scea.yaroze.programming.2d_graphics:398 


Hi, I've got an array, u_long line[640], and want to copy a random 320 
chunks to a two-dimensional array here some source: 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_long scr[240] [320]; 


u_long line[640]; 


main() { 
RECT screen; 
short counter; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph(320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0): 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 


for( counter = 0; counter Հ 640; counter++) í 
if (rand()%2) line[counter] = (1<<15) + (31<<10) + (31<<5) + 31; //set 
pixels to 
else line[counter] = (1<<15); //black 
or white 


} // setup first array 


while(1) í 
VSync (0); 


for (counter = 0; counter Հ 240; counter++) { //This part 
doesn't work 
memcpy ( scr+(counter*320), line+(rand()%320), 640 ); //copy 640 bytes 
(320 int's) 
} 


LoadImage( &screen, *scr ); 
DrawSync (0); 


GsSwapDispBuff(); 
} // end while 


ResetGraph (0); 
} // end main 


This is a simple programming question but I do need some help. 


Cheers 


—-MESSAGE FILE 775 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000504 


—-MESSAGE FILE 776 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000505 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Tue, 18 Aug 1998 19:16:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 61 

Message-ID: <35D9C501.C08B393A@ndirect.co.uk> 
References: <6rcfhe$12e4@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-50.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:516 scee.yaroze.be 


ginners:505 scea.yaroze.programming.2d_graphics:399 
Chris Searle wrote: 


Hi, I've got an array, u_long line[640], and want to copy a random 320 
chunks to a two-dimensional array here some source: 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_long scr[240] [320]; 
u_long line[640]; 


main() { 
RECT screen; 
short counter; 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0); 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 


for( counter = 0; counter < 640; counter++) í 
if (rand()%2) line[counter] = (1<<15) + (31<<10) + (31<<5) + 31; //set 


pixels to 


or white 
} // setup first array 


while(1) { 
VSync (0); 


for (counter = 0; counter Հ 240; counter++) { //This part 
doesn't work 


(320 int's) 
} 


LoadImage( &screen, *scr ); 
DrawSync (0); 


GsSwapDispBuff(); 
} // end while 


ResetGraph (0); 
} // end main 


This is a simple programming question but I do need some help. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


Cheers 


Not sure exactly what you're trying to do here, but your scr[] array should 
probably be u_short, as each screen pixel is 16-bit. ս 1օոց is 32. 


Herbs 


else line[counter] = (1<<15); //black 


memcpy ( scr+(counter*320), line+(rand()%320), 640 ); //copy 640 bytes 
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—-MESSAGE FILE 776 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000505 


—-MESSAGE FILE 777 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000506 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Tue, 18 Aug 1998 15:38:07 -0700 

Organization: Cisco Systems 

Lines: 59 

Message-ID: <35DA024F.10FF8B2B@jps.net> 

References: <6rcfhe$12e4@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:518 scee.yaroze.be 
ginners:506 scea.yaroze.programming.2d_graphics:401 


Weird. I don't know what you're trying to accomplish either, but try 
this? What is the effect you want? Static? 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_short scr[240] [320]; 
u_short line[640]; 


void main(void) 
{ 
RECT screen; 
short counter; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph(320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0): 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 


// setup first array 
for( counter = 0; counter Հ 640; counter+t+t) 
{ 
// set pixels to black or white 
line[counter] = (1<<15); 
if( rand()%2 ) 
{ line[counter] += (31<<10) + (31<<5) + 31; } 
) // for( counter = 0; counter < 640; counter+t) 


while (1) 
{ 
VSync (0); 
// copy 640 bytes (320 u_shorts/ints): 
// 
// scr[][] dereferences to a memory location. 
// scr[] is a pointer to the final [] array 
// scr is a pointer to the [] pointer to the final [] 
// 
for (counter = 0; counter Հ 240; counter+t) 


{ memcpy( scr[counter], line[rand()%320], 640 ); } 
LoadImage( &screen, *scr ); 
DrawSync (0); 


GsSwapDispBuff(); 
) // while (1) 
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ResetGraph (0); 
} // void main (void) 


Mata ne, Sete աեր 

- e! sans tenchi@shell.jps.net tas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) nx http://www.jps.net/tenchi 


--MESSAGE FILE 777 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000506 


--MESSAGE FILE 778 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000507 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 
Newsgroups: scee.yaroze.beginners 

Subject: STARTING PROBLEMS 5 

Date: Thu, 27 Aug 1998 22:12:28 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35E5BDAC.6E1D@gap.baynet.de> 
NNTP-Posting-Host: line27.GAP.BAYNET.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


hey, 


i'm still stuck with my starting problem, when i try to run 
siocons no ">>" appears. I've tried everthing what the newsgroups 
members told me to but the problem is still there. Now i'm quiet 
sure that either my serial cable is detective or even my NET 
YAROZE. 


If anyone has got an idea of what to do now or who i should 
contact, tell me. Thanks in advice. 


Regards, Roman. 
—-MESSAGE FILE 778 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000507 


-—-MESSAGE FILE 779 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000508 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: STARTING PROBLEMS 5 

Date: 27 Aug 1998 21:36:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01lbdd203Sebef3820S7802bfc3@manolo> 
References: <35E5BDAC.6E1D@gap.baynet .de> 
NNTP-Posting-Host: ip056.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi,i'm emanuele,i had these problems with Windows NT Operating System, but 
under windows 95 it will work fine. 

You must buy Codewarrior is an exponential development tool simple to 
use... 


Cheers, Emanuele. 


—-MESSAGE FILE 779 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000508 


—-MESSAGE FILE 780 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000509 
Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: STARTING PROBLEMS 5 

Date: Fri, 28 Aug 1998 00:17:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 497 


Lines: 19 

Message-ID: <6s4lstS$ckri5@chuka.playstation.co.uk> 
References: <35E5BDAC.6E1D@gap.baynet.de> 
NNTP-Posting-Host: p301-027.ppp.get2net.dk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi! 


To me it seems that your Yaroze must be defective! (if you did the previous 
checks, I mailed you! and those posted in this ng). 


You must contact sony, to get it repaired/swapped! 


Go to the Net Yaroze members page, choose support-—>PlayStation Hardware 
Problems 


Btw. how unfortunate to buy a NY, which is defective upon retrieval! (I'd 
gone totally ....... #S!S) 
Good luck, 


Carlos Pieterse 


—-MESSAGE FILE 780 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000509 


—-MESSAGE FILE 781 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000510 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: collision detection. 

Date: 30 Aug 1998 17:20:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdcb9e$7381ce40S$2de5abc3@2badlineone.net> 
NNTP-Posting-Host: 195.171.229.45 

X-Newsreader: Microsoft Internet News 4.70.1162 


Hi 


I'm working on a cool racing game but I am having some problems. I know 
nothing about collision detection. 

I would be thankful for any help. Iwould definitley need some code to work 
with otherwise I would not know what to do. Please help. 


Thanks. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


—-MESSAGE FILE 781 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000510 


—-MESSAGE FILE 782 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000511 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: background 

Date: 30 Aug 1998 17:21:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbdcb9e$a5349580S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: 195.171.229.45 

X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


I need to know how to add a background to my racing game (eg. Sprites etc). 
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I would need a code to work with as I would not know what to do otherwise. 


Thanks. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


—-MESSAGE FILE 782 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000511 


—-MESSAGE FILE 783 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000512 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: collision detection. 

Date: Sun, 30 Aug 1998 20:12:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6sc8f9Skuv6@chuka.playstation.co.uk> 
References: <Olbdcb9e$7381ce40S$2de5abc3@2badlineone.net> 
NNTP-Posting-Host: modem051.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


T Khan <2bad@lineone.net> wrote in message 
<Olbdcb9e$7381ce40S$2de5abc3@2badlineone.net>... 

> 

>I'm working on a cool racing game but I am having some problems. I know 
>nothing about collision detection. 

>I would be thankful for any help. Iwould definitley need some code to 
work 

>with otherwise I would not know what to do. Please help. 


Hmmm. Try looking at George Bain's tutorials for some v. useful source 
(apparently he won't mind if you rip it off without giving credit) ;-) 
My first demo, Amateur Wars, is about as simple as 2D games get: 
although it isn't exactly written in the most efficient/ sensible way 
IMHO that just makes it easier to understand. You can find it on my 


website... source included! Feel free to rip the collision detection 
from it - after all, I ripped it from Mr Frosty's Snowball Fight source 
(along with 99% of my GDUK entry - "Snawboll Fight") 


Only kidding Jimbo :-) 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 783 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000512 


—-MESSAGE FILE 784 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000513 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: background 

Date: Mon, 31 Aug 1998 21:17:04 +0200 

Organization: Debri Productions 

Lines: 25 

Message-ID: <lden91k.hl5eshlpjvi9sN@al-—88-100.a1.nl> 

References: <Olbdcb9e$a5349580S2de5abc3@2badlineone.net> 


Net Yaroze newsgroups message dump.txt Page 499 


NNTP-Posting-Host: al-88-100.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hi, 


I need to know how to add a background to my racing game (eg. Sprites etc). 
I would need a code to work with as I would not know what to do otherwise. 


Thanks. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVVVV VV V 


2bad@lineone.net 


I have a great tip for you!! Ask GrandMaster T. Khan for EMAG DESIGN. He 
is possitive he knows it all and EMAG DESIGN is THE company that can do 
it alii 


(You started it again) 


DEnnis.. 
—-MESSAGE FILE 784 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000513 


—-MESSAGE FILE 785 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000514 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: collision detection. 

Date: Mon, 31 Aug 1998 21:17:05 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <1lden961.17d14yllain4luN@a1-88-100.al.nl1> 

References: <Olbdcb9e$7381ce40S$2de5abc3@2badlineone.net> 

NNTP-Posting-Host: al-88-100.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hi 


I'm working on a cool racing game but I am having some problems. I know 
nothing about collision detection. 

I would be thankful for any help. Iwould definitley need some code to work 
with otherwise I would not know what to do. Please help. 


Thanks. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVVVVV VV 


2bad@lineone.net 


GT-buster and I already warned one of the coders from GT for your game. 
He's keeping an eye on you. And I will also sent some mails to psygnosis 
and other companies about you.. pleased? 


(You probably don't care, EMAG DESIGN will probably beat EA in the near 
future) 


DEnnis.. 
—-MESSAGE FILE 785 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000514 
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—-MESSAGE FILE 786 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000515 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: background 

Date: Tue, 01 Sep 1998 08:32:36 +0100 

Organization: I wish! 

Lines: 13 
Message-ID: <35EBA314.71A6@mdx.ac.uk> 

References: <Olbdcb9e$a5349580$2de5abc3@2badlineone.net> <lden91k.hl5eshlpjvi9sN@al— 
88-100.al.nl> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 

> I have a great tip for you!! Ask GrandMaster T. Khan for EMAG DESIGN. He 
> is possitive he knows it all and EMAG DESIGN is THE company that can do 
> it all! 


Come on DEnnis, don't reply to 'everything'... 


T Kahn, I would suggest that whatever news browser you have, try to get 
hold of the old messages, as most of your questions are already covered. 
Have a look through peoples web pages as there are a few with loads of 
stuff on them 


Rob 
—-MESSAGE FILE 786 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000515 


—-MESSAGE FILE 787 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000516 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: background 

Date: Tue, 1 Sep 1998 18:37:37 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldeoa7s.17k2tk81780mr2N@al-—88-130.al.nl> 

References: <Olbdcb9e$a5349580S2de5abc3@2badlineone.net> <lden91k.hl5eshlpjvi9sN@al— 
88-100.81.ուլ» <35EBA314.71A6@mdx.ac.uk> 

NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


DEnnis Brinkhuis wrote: 

> I have a great tip for you!! Ask GrandMaster T. Khan for EMAG DESIGN. He 
> is possitive he knows it all and EMAG DESIGN is THE company that can do 
> it all! 


Come on DEnnis, don't reply to 'everything'... 


MM- OWN N: Y 


I know you're right Robert (but sorry, I did it again). This bloke is 
just such a diehard pain in the a***.. euh... bottom.. 

I know you are the social type of guy, but I'm not (if the other person 
is called Khan). He's just on my nerves now... 

I'll try to let him... 


And hey, during the ECTS I'm not in the Newsgroups.. nice and 
peacefull... then. 


Sorry mate, 
I do am looking forward meeting you at the ECTS.. 


DEnnis.. 
—-MESSAGE FILE 787 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000516 
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-—-MESSAGE FILE 788 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000517 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners 

Subject: The sincerest form of flattery... 

Date: Wed, 02 Sep 1998 18:39:44 +0100 

Organization: The Hex Heroes 

Lines: 1 
Message-ID: <35ED82E0.6C06@writeme.com> 

References: <Olbdcb9e$7381ce40S$2de5abc3@2badlineone.net> <6sc8f9Skuv6@chuka.playstat 
ion.co.uk> 
NNTP-Posting-Host: at15-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


70) 
—-MESSAGE FILE 788 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000517 


-—-MESSAGE FILE 789 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000518 
Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 9 Sep 1998 15:43:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6té6é4aq$Sbgell@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl9-seedeater-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:518 scee.yaroze.freetalk.english 
2221 


Hi 


Is anybody successfully using / setup any of the above mentioned, I'm a new 
yaroze member and after the comments I've seen posted regarding Code Warrior 
I decided not to purchase it. So I would like to either BCv4.52 (Which I 
have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, preferably 
not in that order :-) I just want an IDE that allows me to Code / Make or 
Compile without the major hassles I'm having at the moment (I suppose 
doesn't everyone!). 


Hope someone can help me. 
Cheers 


Derrick Bailey -- aka --- Del. 


—-MESSAGE FILE 789 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000518 


—-MESSAGE FILE 790 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000519 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 
Date: Wed, 09 Sep 1998 17:13:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35F6A93D.284940A6@ndirect.co.uk> 

References: <6t64aqSbgell@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-05.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:519 scee.yaroze.freetalk.english 
:2228 


Del wrote: 
Hi 


Is anybody successfully using / setup any of the above mentioned, I'm a new 
yaroze member and after the comments I've seen posted regarding Code Warrior 
I decided not to purchase it. So I would like to either BCv4.52 (Which I 
have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, preferably 
not in that order :-) I just want an IDE that allows me to Code / Make or 
Compile without the major hassles I'm having at the moment (I suppose 
doesn't everyone!). 


Hope someone can help me. 


VVVVVVVVVV VV 


Can't help you with those IDEs 'cos I don't use them. I'm a CodeWarrior user 


and I like it. It does feel a little alien to start with, but once you know it, 
it's actually very good. It does exactly what you're asking for - and then 
some. 

Herbs 


—-MESSAGE FILE 790 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000519 


—-MESSAGE FILE 791 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000520 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 09 Sep 1998 17:34:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35F6AE31.1463B3AA@easynet.co.uk> 

References: <6t64aqSbgell@chuka.playstation.co.uk> <35F6A93D.284940A6@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:520 scee.yaroze.freetalk.english 
22230 


Alex Herbert wrote: 
Del wrote: 
Hi 


Is anybody successfully using / setup any of the above mentioned, I'm a new 
yaroze member and after the comments I've seen posted regarding Code Warrior 
I decided not to purchase it. So I would like to either BCv4.52 (Which I 
have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, preferably 
not in that order :-) I just want an IDE that allows me to Code / Make or 
Compile without the major hassles I'm having at the moment (I suppose 
doesn't everyone!). 


Hope someone can help me. 


VVVVVVVVVV VV 


Can't help you with those IDEs 'cos I don't use them. I'm a CodeWarrior user 
and I like it. It does feel a little alien to start with, but once you know it, 
it's actually very good. It does exactly what you're asking for - and then 


VVVVVVVVVVVVVV VV VV 
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> some. 
> 


> Herbs 

Don't want to get into another Codewarrior flame war, but I'd recommend using 
Codewarrior over Borland any day. We used Borland as the IDE on the Yaroze short 
course, remember - didn't you find it a pain? I did. 

If you go back over the posts/rants about Codewarrior I think you'll find more 
people in favour of it that against it. Craig Graham uses it and he knows what he's 
talking about, so it must be OK! 

Phil 

BTW Del - how are you getting on with the Yaroze? Didn't you and your group do that 


2-d shoot-em-up during the course? That was pretty good. 


—-MESSAGE FILE 791 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000520 


—-MESSAGE FILE 792 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000521 

Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 9 Sep 1998 19:49:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6t6ikqSpf51@chuka.playstation.co.uk> 

References: <6té64aq$bgell@chuka.playstation.co.uk> <35F6A93D.284940A6@ndirect.co.uk> 
<35F6AE31.1463B3AA@easynet.co.uk> 

NNTP-Posting-Host: p59-thrush-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:521 scee.yaroze.freetalk.english 
22234 


I suppose Borland IDE was a pain on the course because it wasn't setup 
properly, I.e, it didn't have the GCC compiler linked to it (Which I believe 
is possible). As for the Shootem Up, nothing until I get this Damn Editor / 
Compiler setup how I want it!! (I'm a bit fussy that way :-) ). So what are 
you working Phil? anything interesting?. 


Phil Gooch wrote in message <35F6AE31.1463B3AA@easynet.co.uk>... 

> 

> 

>Alex Herbert wrote: 

> 

>> Del wrote: 

>> 

>> > Hi 

>> > 

>> > Is anybody successfully using / setup any of the above mentioned, I'ma 
new 

>> > yaroze member and after the comments I've seen posted regarding Code 
Warrior 

>> > I decided not to purchase it. So I would like to either BCv4.52 (Which 
1 

>> > have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, 


preferably 

>> > not in that order :-) I just want an IDE that allows me to Code / Make 
or 

>> > Compile without the major hassles I'm having at the moment (I suppose 
>> > doesn't everyone!). 

>> > 

>> > Hope someone can help me. 

>> > 

>> 


>> Can't help you with those IDEs 'cos I don't use them. I'm a CodeWarrior 
user 

>> and I like it. It does feel a little alien to start with, but once you 
know it, 
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>> it's actually very good. It does exactly what you're asking for - and 
then 

>> some. 

>> 

>> Herbs 

> 

>Don't want to get into another Codewarrior flame war, but I'd recommend 
using 

>Codewarrior over Borland any day. We used Borland as the IDE on the Yaroze 
short 

>course, remember - didn't you find it a pain? I did. 

> 

>If you go back over the posts/rants about Codewarrior I think you'll find 
more 

>people in favour of it that against it. Craig Graham uses it and he knows 
what he's 

>talking about, so it must be OK! 

> 

>Phil 

> 

>BTW Del - how are you getting on with the Yaroze? Didn't you and your group 
do that 

>2-d shoot-em-up during the course? That was pretty good. 

> 

> 


—-MESSAGE FILE 792 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000521 


-—-MESSAGE FILE 793 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000522 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 09 Sep 1998 22:48:44 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 16 

Message-ID: <35F6F7B9.196802CF@nospam.easynet.co.uk> 

References: <6t64aq$bgell@chuka.playstation.co.uk> <35F6A93D.284940A6@ndirect.co.uk> 
<35F6AE31.1463B3AA@easynet.co.uk> <6t6ikq$pf51@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:522 scee.yaroze.freetalk.english 
22236 


Del wrote: 


I suppose Borland IDE was a pain on the course because it wasn't setup 
properly, I.e, it didn't have the GCC compiler linked to it (Which I believe 
is possible). As for the Shootem Up, nothing until I get this Damn Editor / 
Compiler setup how I want it!! (I'm a bit fussy that way :-) ). So what are 


> 
> 
> 
> 
> you working Phil? anything interesting?. 
> 


Nothing much really. Still struggling on with my 2D Spyhunter game which hasn't 
progressed much since the course. Oh well. 


Phil 


—-MESSAGE FILE 793 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000522 


—-MESSAGE FILE 794 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000523 
Path: chuka.playstation.co.uk!news 
From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
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Newsgroups: scee.yaroze.beginners 

Subject: GPU CODE NOT ASSIGNED ??????? 

Date: 11 Sep 1998 17:12:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <0Olbdbd70$c78£8360$5902bfc3@manolo> 
NNTP-Posting-Host: ip025.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi,if someone know what does it mean and why please help me because is the 
last bug on my demo!!! 


Thanks...emanuele 
—-MESSAGE FILE 794 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000523 


—-MESSAGE FILE 795 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000524 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GPU CODE NOT ASSIGNED 27777737 

Date: Fri, 11 Sep 1998 18:15:51 +0100 

Organization: The Hex Heroes 

Lines: 12 
Message-ID: <35F95AC6.16A2@writeme.com> 
References: <0Olbdbd70$c78f£8360S5902bfc3@manolo> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Emanuele Diotallevi wrote: 


> Hi,if someone know what does it mean and why please help me because 
> is the last bug on my demo!!! 


I've had this error when a dynamic TMD has illegal parameters (usually 
because I'm pointing the 3D functions at the wrong address). 


If you're using 3D then double check that your #defines point to the 
right place (probably true for any GPU commands - 2D also). 


James (~mrfrosty) 
—-MESSAGE FILE 795 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000524 


—-MESSAGE FILE 796 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000525 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GPU CODE NOT ASSIGNED 22777737 

Date: 11 Sep 1998 17:27:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01lbdbd72S$d28cb4c0$5902bfc3@manolo> 

References: <Olbdbd70$c78£8360$5902bfc3@manolo> <35F95AC6.16A2@writeme.com> 
NNTP-Posting-Host: ip025.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks james,but i have the pointer at the correct address because all my 
program works fine but when i want to clone an object using the same tmd 
object it says GPU...... If you want i'llsend you my Mcp. 


Hi! Emanuele. 


—-MESSAGE FILE 796 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000525 


—-MESSAGE FILE 797 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000526 
Path: chuka.playstation.co.uk!news 
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From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GPU CODE NOT ASSIGNED 22222727 
Date: Fri, 11 Sep 1998 18:33:39 +0100 
Organization: The Hex Heroes 

Lines: 11 
Message-ID: <35F95EF3.2105@writeme.com> 

References: <Olbdbd70$c78f£8360$5902bfc3@manolo> <35F95AC6.16A2@writeme.com> <01bdbd7 
2$d28cb4c0S$5902bfc3@manolo> 

NNTP-Posting-Host: at15-030.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Emanuele Diotallevi wrote: 


> ավՐարմ If you want i'llsend you my Mcp. 
Sorry, don't know enough about it - I guess you'd Dbetter take a closer 
look over how you're 'cloning' the TMD - are you sure you're copying all 


the relevant data, etc..? 
I'd guess your best bet would be posting some code to the 3D group 


James. 
-—-MESSAGE FILE 797 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000526 


—-MESSAGE FILE 798 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000527 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Yaroze dev. template and the FLibraries! 
Date: Fri, 11 Sep 1998 18:45:51 +0100 
Organization: The Hex Heroes 

Lines: 30 

Message-ID: <35F960F4.3646@writeme.com> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Beginners - get your coding off the ground faster with my new Yaroze 
development template. 


Features: 


Easy to use, flexible template that will stand you in good stead for the 
/vast/ majority of game projects. 


Support for standard, analogue pads, analogue joystics, NeGcon, mouse 
and GunCon-45 (more accurate than the commerial games). 
Powerful analogue remapping routine to keep your controllers in check. 


Setup the screen and display environments with one simple call. Fixes 
256 and 512 line bugs and automatically centres the screen for the mode 
and height you are using. 


Perfect modular system for synchronising logical flags throughout your 
projects and my libraries (probably makes more sense when you've seen it 
done...) 

Full documentation and example code. 

Phew! 

Will probably be updated with more libraries depending on feedback. 

Give flibs1_0a try, eh? 


James (~mrfrosty) 
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http://www.netyaroze-europe.com/~mrfrosty 
—-MESSAGE FILE 798 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000527 


—-MESSAGE FILE 799 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000528 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GPU CODE NOT ASSIGNED 22272777 

Date: Fri, 11 Sep 1998 20:01:55 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <35F973A3.4E808E76@scee.sony.co.uk> 
References: <Olbdbd70$c78£8360$5902bfc3@manolo> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Emanuele Diotallevi wrote: 
> 

> Hi,if someone know what does it mean and why please help me because is the 
> last bug on my demo!!! 


That occurs when GsLinkObject4() encounters an unknown polygon type. This usually me 
ans that you've 
corrupted your TMD. Don't run GsLinkObject4() twice over the same TMD. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Why do they put expiration dates on sour cream? 
—-MESSAGE FILE 799 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000528 


—-MESSAGE FILE 800 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000529 
Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.beginners 

Subject: Collision Detection 

Date: Mon, 14 Sep 1998 17:29:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <35fd526f.9192286@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-69.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I am still getting nowhere with collision detection even after some 
help from George Bain's sample, so I am putting some bits of the code 
of the code I'm working on for your knowledge so you know whats going 
on. 


I want a 3D car to collide once it is of the track which is made of 
cells. 


The struct of the car is: 


typedef struct 
{ 


SVECTOR rotation; 
long speed; 
GsDOBJ2 Object_Handler; 


GsCOORDINATE2 Object_Coord; 
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) Object_Header0; 
Object_Header0O CarModel; 


Track struct is: 


typedef struct 
{ 


long numberObjects; 

GsDOBJ2 Object_Handler [GROUND_MAX_OBJECTS]; 

GsCOORDINATE2 Object_Coord [GROUND_MAX_OBJECTS]; 

u_long *Back_Pointer [GROUND_MAX OBJECTS]; 

u_long *Object_Pointer [GROUND_MAX_OBJECTS]; 

} Track_Header0; 
Track_HeaderO TrackData; 
Track_HeaderO TracklData; 
Track_HeaderO Track2Data; 
Track_HeaderO Track3Data; 
Track_HeaderO Track4Data; 
Track_HeaderO Track5Data; 
Tack array: 
char RawGroundArray [GROUND_MAXX] [GROUND_MAXZ] = 

ԻՑ ԱՆ Tg eee ea BE PO TOU MOM tO MOU VOM se HOM 2617 ԻԶ, 
EB OS HO Oe ՍԻ iO, MoM ԵԼ CeO E OM he het dh Mate a T 
ՅԱՍ ԿԹ NO O ԵՍԻ "ԹՐ MOU RS VO LOSES ROM NOt ES 
372017 Oh, OS MON, EL, alt nt na OY 00, 3, TON OY 3}, 
ԵՅԻ 070, TOES OY tU riy tat t r TO Oe EC YO 
DM a. FO, BO DW ԵՆԻ, ԼՐ ՍՆՆ sopa ԵԼՆԵԼ won ՃԻ 0 VO ՅԵՆ 
POMS Os N ON 2 BOM Os OMe VON s POM a 0 POR OM wQ to MOVs Vay, 
TOM VOM, LOVE O ROM ԵՑ Լ ՄԱ B ee E BE y napa ԵԼՆԵԼ A y> 
100 TOT pg TO OM 33 mO TO 0 t O O. OT 30 t 05721052: 
FO YU US 0 "06417 OY, OE OY UOV OOO UO O OUO 057 
FG tatu LO MS OY 233 OO LM OY. t BO LOS UPOP a PO BON, T 
EE E O gO MONO 95 1 Ն Ր ՍՆՆ 177 Ն Ca Ն 177 tO by 
ԱՅՑ ԱՈ 02: Թ 202 ՏԱ ՈԱ»: PO U 202 Ot ՐՈՑ: ՈԹ ՏՅ 
ԻՆԸ Os 0521 05727 05220772 0521 07705207 05210527 052 10772535 
աա Pot: ՎԱ OM Pe Jeta tayta ene յԱ Աա t tot ՀԱԼ 122240 


Can anyone please put some examples for collision detection using the 
information provided. 


If anymore info is needed that's no problem. 
Sorry for the trouble. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
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—-MESSAGE FILE 800 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000529 


—-MESSAGE FILE 801 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000530 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.beginners 

Subject: please help me!! 

Date: Wed, 09 Sep 1998 20:12:23 -0700 

Organization: none 

Lines: 10 

Message-ID: <35F74397.7E93@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool013-max10.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


help me< I am chris ramirez the 14 yr old net yaroze member :) and I am 
having problems with this file thing- ok here it is I downlaoded this 
tutorial and it is telling me to download a tim-sprite image into an 
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addres like 0x800f8000, the thing I do not understand is what is the 

deal with an addres like that. How do I download an image-tim file into 

an adres like that? hmm?. please I would really like any help I can get 

:) please please please I beg any one!!! 

well thank you for reading this message 

Chris Ramirez 

p.S thank you once more :) 

—-MESSAGE FILE 801 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000530 


—-MESSAGE FILE 802 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000531 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Memory for beginners 

Date: Tue, 15 Sep 1998 10:14:30 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 63 

Message-ID: <35FE2FF6.B60CF288@scee.sony.co.uk> 
References: <35F74397.7E93@earthlink.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Very quick overview of memory.... 


The strange and twisted analogy I was taught when I first learnt what all this meant 
was: 


Imagine memory to be a long street with houses down one side. Each house has eight 1 
ight switches 

which can either be on or off. The postal address of the first house is 0, and the p 
ostal address of 

the last house (in most computers, anyway) is 4294967295. That's a long postal route 
! The 

combination of lights on/off in each house allows the computer to store numbers, pic 
tures, sounds, 

whatever. Each house represents one "byte", and each of the eight light switches in 

the house 

represent one "bit". The CPU can set a house's light switches and retrieve the statu 
s of a house's 

light switches. 


The combination of on/off lightswitches can represent different things, depending on 
the 

programmer's wishes. They could represent numbers, instructions to the CPU, parts of 
graphics or 

sound, whatever. There's no separate thing to say what these light switches represen 
t, you just have 

to know. It's like if you scribble down the number "10", it could mean your house nu 

mber, your bank 

balance, whatever you want. 


Now because memory chips cost money, the whole street isn't full of houses. Some hav 
e just empty 

lots, which means the CPU can't use them. Actually, most of them have empty lots. In 
the 

Playstation, the houses start at 2147483648 and end at 2149580799. There are some ot 
her houses, but 

you don't need to know about them. The houses mentioned above are the only ones you 

need to know 

about for now. 


Storing a byte at an address means setting the light switches at that address to an 
appropriate 

value. Loading a file into memory at a particular address 'X' means storing the cont 

ents of the 

first byte of the file at address 'X', the second byte of the file at address 'X+1', 
and so until 

you run out of bytes in the file to store. So basically you're setting the value of 
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a whole lot of 
consecutive houses' light switches. 


Now, occassionally you have to specify which address to start at, and as you can see 
above, those 

numbers are pretty big and horrible. An easier way to manage those numbers is to use 
hexadecimal, 

which is an alternative representation of normal decimal numbers. A hexadecimal numb 
er is made up of 

the digits from 0-9, and the letters A-F. The advantage of hexadecimal is that any a 
ddress is 

represented in 8 digits maximum. You can always tell a hexadecimal number in the C 1 
anguage, because 

it starts with 'Ox'. The first address of real Playstation memory (2147483648) is 02 
80000000. If you 

are using Windows95, the Calculator program can convert between decimal and hexadeci 

mal (and 

binary). Experiment with it and try to see how hexadecimal works. 


Your link to the Playstation memory is the program SIOCONS (unless you are using Cod 
eWarrior). 

SIOCONS has commands like 'dload' which will take a file you specify and put it inm 
emory starting 

at an address you specify in hexadecimal. People generate script files with a whole 
bunch of 

‘dload's that place all their sound and graphics data in memory, and a 'load' comman 
d that places 

the program in memory. 


Learning low-level stuff like this is never easy, and there can be many misunderstan 
dings. But keep 

at it. What you're going through is what many other people here have had to go throu 
gh. If this is 

your first foray into the world of programming, then I strongly advise getting some 
good C books 

(something very basic and easy), and getting some PC programs going first. Then when 
you're 

confident, move back to the Yaroze. 


As a general hint, most people read all the newsgroups, so don't crosspost the same 
question to many 
groups, because it splits the replies up. Just keep it to one. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Socrates last words: "I drank WHAT?" 
—-MESSAGE FILE 802 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000531 


-—-MESSAGE FILE 803 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000532 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection 

Date: Tue, 15 Sep 1998 14:03:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <35FE65A9.FAC72858@ndirect.co.uk> 
References: <35fd526f.9192286@news.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-20.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Tanvir Khan wrote: 
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Hi, 


I am still getting nowhere with collision detection even after some 
help from George Bain's sample, so I am putting some bits of the code 
of the code I'm working on for your knowledge so you know whats going 
on. 


I want a 3D car to collide once it is of the track which is made of 
cells. 


VVVVVVVVV 


Hi Tanvir, 
I have a few things to say here. 


First, sorry about my attitude towards you in the past. I sure you 

understand why, but it's now clear that you are keen to get on with 

programming and join the spirit of Net Yaroze, I'll be happy to help 
where I can. 


Secondly, I think you're jumping in too deep, too soon. I'd strongly 
recommend that you stick well clear of 3D stuff until you are at least 
competent with writing a 2D game. Even the pro's will start of messing 


with the 2D capabilities of a new console before attempting 3D. It would 
be far better to learn the fundamentals of game programming in a simple 
environment, rather than a complicated one. I suggest that you should 


start off with a simple shoot 'em up. Are you familiar with the '80s 
classic Centipede? Something like that would be a great place to start, 
and you'd learn a lot about game mechanics. 


Thirdly, be careful with using other peoples code. By all means look at 
other people's code to get an understanding of how things can be done, 
but avoid cutting and pasting. You won't get very far by using other 
peoples code if you don't fully understand what it is you're using. And 
remember that you're just as likely to pick up other peoples bad 
programming habits as well as their good ones. To be a good programmer, 
you need to understand things in your own way, and program in your own 
way. 


I know this is not the answer you are looking for, but I'm doing my best 
to help. 


BIW, Centipede can be found on the first Atari Collection (available on 
PlayStation) or on MAME (just download MAME and the Centipede ROMs from 
the net, but please make sure you read the copyright information before 
doing so). 


Herbs 


—-MESSAGE FILE 803 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000532 


—-MESSAGE FILE 804 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000533 
Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Still Searching for the answer! 

Date: Tue, 15 Sep 1998 19:05:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6tmablSefu3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p21-guillemot-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


My Quest: 


To adopt or adapt an IDE to cope with NY + GCC so I can get some coding done 
without having to continually switch to a poxy dos box to run siocons. 
Looking for a program that will allow me to Edit/Compile/Run(batch file for 
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siocons possibly) effortlessly. 


Oh I now wish I had the extra pennies to have bought CW at the time of 
buying my NY, I'm still really Pissed that they brought the price down £229 
a week after I paid £349!, coz then I would not have to writing this moaning 
MSG aD OU. is ie ete eae oe eee Everything :-( 


Del. 


PS. And yes I know I said negative things about CW before, but I suppose its 
better than dos (Nothing) box!!. 


—-MESSAGE FILE 804 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000533 


—-MESSAGE FILE 805 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000534 
Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still Searching for the answer! 

Date: Tue, 15 Sep 1998 19:08:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6tmahgSefu4@chuka.playstation.co.uk> 
References: <6tmablSefu3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p21-guillemot-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh BTW I have access to the following Products if anyone has them working 
with GCC: 


Borland C++v4.52 
Codewright V4 
Ms VC++v5 


Del wrote in message <6tmablSefu3@chuka.playstation.co.uk>... 

on Quest: 

Cr adopt or adapt an IDE to cope with NY + GCC so I can get some coding 
s having to continually switch to a poxy dos box to run siocons. 
>Looking for a program that will allow me to Edit/Compile/Run (batch file for 


>siocons possibly) effortlessly. 

> 

>Oh I now wish I had the extra pennies to have bought CW at the time of 
>buying my NY, I'm still really Pissed that they brought the price down £229 


>a week after I paid £349!, coz then I would not have to writing this 
moaning 

>>MSG AŅOUT yuaya bia tanpay ps Everything :-( 

> 

> 

>Del. 

> 

>PS. And yes I know I said negative things about CW before, but I suppose 
its 

>better than dos (Nothing) box!!. 


V V V V V V 


—-MESSAGE FILE 805 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000534 
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—-MESSAGE FILE 806 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000535 
Path: chuka.playstation.co.uk!macpaul 

From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Tue, 15 Sep 1998 22:35:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ldff£5c0.3h50mz1lxfnn40N@th-pm05-19.ndirect.co.uk> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> <3594C013.116@manc.u-net.com> <uu355qa81.f 
sf@cybec.com.au> <Olbda34b$a5fc6c20Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: th-pm05-19.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


Toby Hutton <thutton@cybec.com.au> wrote in article 
<uu355qa81.fsf@cybec.com.au>... 


James Shaughnessy <james@manc.u-net.com> writes: 

> PS I still use the old formula for packet space: 

> PACKET GpuPacketArea[2] [NUM_SPRITES*sizeof (GSSPRITE) ]; 

> "sizeof (GsSSPRITE)" is a macro unless I'm very much mistaken. 
sizeof is actually a C operator, and GSSPRITE is a struct. You can 


use sizeof with any variable or data type to return its size. 


If you're doing 2D only with sprites then NUM_SPRITES * sizeof 
(GSSPRITE) would work fine. A packet can be other things though, like 
a poly or line which are different sizes, perhaps larger than 
GsSSPRITE, so you need to make sure you reserve plenty of space. 


VVVVVVVVVVV VV 


That's not quite true, as a GSSPRITE when entered using GsSortSprite() 

(as opposed to GsSortFastSprite) actually generates the same type of GPU 
packet as a texture mapped Quad (different front end to the same low-level 
primitive). 


> Toby. 


VVVVVVVVVVVVVV VV VV VV VV VV 


Craig. 


Where on earth does a yaroze member pick up such technical details as 
this?!!!! The Packet area is nothing short of a great mystery. It's 
interesting to hear some tech on packet sizes, etc, but how do you come 
by this, or do you just need to be _really_ clever?! 


~md 
—-MESSAGE FILE 806 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000535 


—-MESSAGE FILE 807 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000536 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Still Searching for the answer! 

Date: Wed, 16 Sep 1998 01:22:33 GMT 

Organization: L4 Software 

Lines: 47 

Message-ID: <35f£1294.40771789@205.149.189.29> 

References: <6tmablSefu3@chuka.playstation.co.uk> <6tmahgSefu4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.452 


Del, 
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I use Codewright with GCC all the time. It's a cakewalk to set it up. 
If you'd like, I can send you a sample project file. 


Mario 


On Tue, 15 Sep 1998 19:08:19 +0100, "Del" <derrick.b@virgin.net> 
wrote: 


>Oh BIW I have access to the following Products if anyone has them working 
>with GCC: 

> 

>Borland Ctt+v4.52 

>Codewright V4 

>Ms VCt+v5 

> 

>Del wrote in message <6tmablSefu3@chuka.playstation.co.uk>... 

>> 

>>My Quest: 

>> 

>>To adopt or adapt an IDE to cope with NY + GCC so I can get some coding 
>done 

>>without having to continually switch to a poxy dos box to run siocons. 
>>Looking for a program that will allow me to Edit/Compile/Run (batch file for 
>>siocons possibly) effortlessly. 

>> 
>>Oh I now wish I had the extra pennies to have bought CW at the time of 
>>buying my NY, I'm still really Pissed that they brought the price down £229 
>>a week after I paid £349!, coz then I would not have to writing this 
>moaning 

>>MSG about.............2.06- Everything :-( 

>> 

>> 

>>Del. 

>> 

>>PS. And yes I know I said negative things about CW before, but I suppose 
>its 

>>better than dos (Nothing) box!!. 

>> 

>> 

>> 

>> 

>> 

>> 

> 


—-MESSAGE FILE 807 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000536 


—-MESSAGE FILE 808 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000537 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Wed, 16 Sep 1998 09:34:05 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 11 

Message-ID: <35FF77FD.CB5EE793@scee.sony.co.uk> 
References: <35557807.6E248247@chowfam.demon.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


I've put some info into the FAQ about the size of the different packets. It's not co 
mplete, but 
should give allow you to better estimate the size of your packet area. 


Cheers, 


james 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Salman Rushdie's next book: "Buddha, you fat bastard." 


—-MESSAGE FILE 808 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000537 


—-MESSAGE FILE 809 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000538 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Wed, 16 Sep 1998 13:42:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35FFB240.FE7E9A82@hinge.mistral.co.uk> 

References: <35557807.6E248247@chowfam.demon.co.uk> <3558DF85.7C89DA42@ndirect.co.uk 
> <3559D87E.D5C1EBD1@chowfam.demon.co.uk> <3594C013.116@manc.u-net.com> <uu355qa81.f 
sf@cybec.com.au> <Olbda34b$a5fc6c20Sf30b0a0a@Angelal.intelligent-—group.com> <ldff5c0 
-3h50mz1xfnn40N@th-pm05-19.ndirect.co.uk> 

NNTP-Posting-Host: d3-s36-192-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Paul Harvey wrote: 


> Where on earth does a yaroze member pick up such technical details as 
> this?!!!! The Packet area is nothing short of a great mystery. It's 


I'm sure one of sony's tech support guys mentioned it in passing on thenews 
groups (about a year ago)........ 


> interesting to hear some tech on packet sizes, etc, but how do you come 
> by this, or do you just need to be _really_ clever?! 


I'm saying nothing..... 
> ~md 


Craig. 


—-MESSAGE FILE 809 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000538 


-—-MESSAGE FILE 810 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000539 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GpuPacketArea query. 

Date: Wed, 16 Sep 1998 18:54:16 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ldfg32c.2np9m514aswheN@al-—88-120.a1.nl> 

References: <35557807.6E248247@chowfam.demon.co.uk> <35FF77FD.CB5EE793@scee.sony.co. 
uk> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Russell <James_Russell@scee.sony.co.uk> wrote: 
> Salman Rushdie's next book: "Buddha, you fat bastard." 
Onother bestseller: "All the way up.... and down" 


by C Blinton. 
—-MESSAGE FILE 810 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000539 


—-MESSAGE FILE 811 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000540 
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Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Hark! What sound do I here! 

Date: Sun, 20 Sep 1998 12:10:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6u336kSfsh5@chuka.playstation.co.uk> 
NNTP-Posting-Host: asnl4-99.mcmail.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello all, 


Right, got my game mechanics all up and running, but as I am still new to 
coding in C I thought I had better post this one here. My problem is 

sound - or lack of it. I have looked into just getting a simple sound fx to 
play when 'X' is pressed - but all of the documentation I have looked at is 
waaayyy to complicated for the likes of me! 


Anyway, I am basically looking for an easy to understand tutorial for sound. 
I have just spent over 2 hrs looking on the 'net, and am still trying soooo 
hard to get my little sound to work. 


I've gotta get it working soon, my fiancee is going to kill me if I don't 
stop coding in the next coupla hours!!!! :) 


Cheers, 


Tones 


—-MESSAGE FILE 811 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000540 


—-MESSAGE FILE 812 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000541 
Path: chuka.playstation.co.uk!news 


From: "Tones" <caz.tones@cwmail.com> 
Newsgroups: scee.yaroze.beginners 
Subject: Re: Hark! What sound do I here! - Oops, should be ‘'hear'! 


Date: Sun, 20 Sep 1998 15:30:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6u339uSfsh6@chuka.playstation.co.uk> 
References: <6u336kSfsh5@chuka.playstation.co.uk> 
NNTP-Posting-Host: asnl4-99.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Oopsy Daisy, 


Should be 'Hark! What sound do I hear!!' 
Never Mind, never was good at spelling!! 


Tones :) 


—-MESSAGE FILE 812 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000541 


—-MESSAGE FILE 813 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000542 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Hark! What sound do I here! - Oops, should be ‘'hear'! 

Date: 20 Sep 1998 18:11:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01lbde4c1$5077ee20S026f6f6ftwo> 

References: <6u336kSfsh5@chuka.playstation.co.uk> <6u339uSfsh6@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host5-99-44-169.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 
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Hiz; 

Download George Bains tutorial chapter 
on sound its nice'n'easy to follow his 
functions and he wont even moan if 

you dont credit him ;-) 


Pete. 

Tones <caz.tones@cwmail.com> wrote in article 
<6u339uSfsh6@chuka.playstation.co.uk>... 

> Oopsy Daisy, 


Should be 'Hark! What sound do I hear!!' 
Never Mind, never was good at spelling!! 


Tones :) 


VVVVVVVV 


—-MESSAGE FILE 813 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000542 


—-MESSAGE FILE 814 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000543 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Halting problem 

Date: Mon, 21 Sep 1998 09:10:52 +0100 
Organization: DMA Design Ltd 

Lines: 15 

Message-ID: <36060A0C.97E@dma-—design.com> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Got a slight problem: I compile my program fine but when I go to run it, 
after it's transferred over by siocons, the PSX just halts before 
executing anything. 


I type "go" & it freezes. Needs to be reset to do anything else. I have 
a feeling I'm either accessing dodgy memory or I'm not quite compiling 
correctly.... 

Ideas? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 814 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000543 


—-MESSAGE FILE 815 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000544 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Halting problem 

Date: Mon, 21 Sep 1998 10:27:06 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 30 

Message-ID: <36061BEA.536E8D68@scee.sony.co.uk> 
References: <36060A0C.97E@dma-—design.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
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Brian Baird wrote: 


Got a slight problem: I compile my program fine but when I go to run it, 
after it's transferred over by siocons, the PSX just halts before 
executing anything. 


I type "go" & it freezes. Needs to be reset to do anything else. I have 
a feeling I'm either accessing dodgy memory or I'm not quite compiling 
correctly.... 


VVVVVVV N 


Looks like: 


o you've linked your code to some address that's lower than 0x8009000. That will wi 
pe over the 
libraries, so that won't work. 
o you've got a bug in your code that occurs before you set up your screen display 
(TMD/TIM setup?) 


Try putting lots of "printf"s around the functions at the beginning of your program 
to see 

where it's crashing. If you put in a printf at the very start and you don't get any 
output, it's 

very likely that you're linking to the wrong place. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Attend! The William! Shatner! School of! Acting! 


—-MESSAGE FILE 815 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000544 


—-MESSAGE FILE 816 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000545 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Halting problem 

Date: Mon, 21 Sep 1998 11:53:48 +0100 

Organization: DMA Design Ltd 

Lines: 27 

Message-ID: <3606303C.869@dma-—design.com> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; Լ) 


James Russell wrote: 
> 
> 
> Looks like: 
> 
> o you've linked your code to some address that's lower than 0x8009000. That will 
wipe over the 
libraries, so that won't work. 
o you've got a bug in your code that occurs before you set up your screen display 
(TMD/TIM setup?) 


Try putting lots of "printf"s around the functions at the beginning of your progra 
to see 

where it's crashing. If you put in a printf at the very start and you don't get an 
output, it's 

very likely that you're linking to the wrong place. 


V< VB V V V V V 


I usually link to 0x8014000. Very first statement is a printf, and it 
doesn't seem to get that far... I'll double check the linking tonight - 
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I had a gut feeling it might be something like that... 
The weird thing is that it worked *once*, I did a recompile/link without 


changing anything & it stopped working - that's what made me think about 
memory/link problems. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 816 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000545 


—-MESSAGE FILE 817 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000546 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Hark! What sound do I here! 

Date: Mon, 21 Sep 1998 12:54:13 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36063E65.73A4108C@mcmail.com> 
References: <6u336kSfsh5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.192 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Cheers Pete! 
Actually, I feel a little stupid for asking in the first place - I scanned the 


newsgroup a few items up, and the damn answer to my problems was staring me in 
the. face... wa 


Maybe I should look a little harder next time!!!!! BTW, the tutorial I got hold 
of was by Richard Cutting (~rcutting) called 'Sound programming for dummies', 
and bloody good it is too!!! It's on my level, and very easy to implement what 


it is conveying. Nice one Richard!! 
Cheers, 
Tones :) 


—-MESSAGE FILE 817 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000546 


—-MESSAGE FILE 818 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000547 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Halting problem 

Date: Mon, 21 Sep 1998 12:54:43 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <36063E83.51BDAB48@scee.sony.co.uk> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Brian Baird wrote: 
> 


> I usually link to 0x8014000. Very first statement is a printf, and it 
> doesn't seem to get that far... 


Ah - get your compiler to create a map file. What's probably happening is that you'v 
e got some 
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hideously large array in your BSS section (see the FAQ for more info), and it's goin 
g past the end 

of memory (and nuking the stack along with it). Use the map file to figure out where 
your program 

begins and ends in memory. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Attend! The William! Shatner! School of! Acting! 


—-MESSAGE FILE 818 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000547 


—-MESSAGE FILE 819 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000548 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Halting problem 

Date: Mon, 21 Sep 1998 13:06:31 +0100 

Organization: DMA Design Ltd 

Lines: 13 

Message-ID: <36064147.5E43@dma-design.com> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design.com> <36063E83.51BDAB48@scee.sony.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Russell wrote: 

> 

> Ah - get your compiler to create a map file. What's probably happening is that you 
"ve got some 

> hideously large array in your BSS section (see the FAQ for more info), and it's go 
ing past the end 

> of memory (and nuking the stack along with it). Use the map file to figure out whe 
re your program 

> begins and ends in memory. 


Ta very much - I'll do that tonight. I think that'll solve my problems. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 819 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000548 


—-MESSAGE FILE 820 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000549 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Hark! What sound do I here! - Oops, should be ‘'hear'! 

Date: Mon, 21 Sep 1998 14:52:55 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldfof1l.yvedr9sa0zlsN@al-88-100.a1l.nl1> 

References: <6u336kS$fsh5@chuka.playstation.co.uk> <6u339uSfsh6@chuka.playstation.co. 
սք» <01bde4c1S5077ee20S026f6f6f@two> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote: 


> Hi, 
> Download George Bains tutorial chapter 
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> on sound its nice'n'easy to follow his 
> functions and he wont even moan if 

> you dont credit him ;-) 

> 

> Pete. 

> 

Heheheheh stir the pot again :-).... 


DEnnis.. 
—-MESSAGE FILE 820 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000549 


—-MESSAGE FILE 821 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000550 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Hark! What sound do I here! 

Date: Mon, 21 Sep 1998 15:22:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36066e77.18037769@news.playstation.co.uk> 

References: <6u336kSfsh5@chuka.playstation.co.uk> <36063E65.73A4108C@mcmail.com> 
NNTP-Posting-Host: p28-pheasant-—gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 21 Sep 1998 12:54:13 +0100, Tones <caz.tones@mcmail.com> 
wrote: 


>Cheers Pete! 

> 

>Actually, I feel a little stupid for asking in the first place - I scanned the 
>newsgroup a few items up, and the damn answer to my problems was staring me in 
>the face.... 

> 

>Maybe I should look a little harder next time!!!!! BIW, the tutorial I got hold 
>of was by Richard Cutting (~rcutting) called 'Sound programming for dummies', 
>and bloody good it is too!!! It's on my level, and very easy to implement what 
>it is conveying. Nice one Richard!! 

> 

>Cheers, 

> 

>Tones :) 

> 


Thanks for the compliment. I was just about to point you in the 
direction but you beat me to it ! 


Richard. 


—-MESSAGE FILE 821 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000550 


—-MESSAGE FILE 822 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000551 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.beginners 

Subject: DUAL_SHOCK_ 

Date: 21 Sep 1998 17:57:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <01bdb9895$2e349ce0$3304bfc3@manolo> 
NNTP-Posting-Host: ip051.pool1-07.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi world,i've a Dual shock and i can handle the analogue stick,but i must 
know how i can send to the joypad the Feedbacks,and if it is possible. 
Thanks, Emanuele Diotallevi. 


—-MESSAGE FILE 822 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000551 


-—-MESSAGE FILE 823 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000552 
Path: chuka.playstation.co.uk!news 
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From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DUAL_SHOCK_ 

Date: 21 Sep 1998 18:08:24 GMT 

Organization: SCEE 

Lines: 20 

Message-ID: <01lbde526Scebc3240Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <01bdb989$2e349ce0$3304bfc3@manolo> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
You can NOT use the DUAL SHOCK feature. It is NOT supported in the 


NY libraries. Please read the Net Yaroze Prgramming FAQ for 
more information on other programming issues. 


Regards, 


George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bdb989$2e349ce0$3304bfc3@manolo>... 

> Hi world,i've a Dual shock and i can handle the analogue stick,but i 
must 

> know how i can send to the joypad the Feedbacks,and if it is possible. 
> Thanks,Emanuele Diotallevi. 

> 

> 


—-MESSAGE FILE 823 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000552 


—-MESSAGE FILE 824 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000553 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Halting problem 

Date: Mon, 21 Sep 1998 12:16:16 -0700 

Organization: Bwahaha 

Lines: 66 

Message-ID: <3606A600.C79FE1FE@shell.jps.net> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design. com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


To be sure, when you're using SIOCONS, when you load your program 
to the Yaroze you should get 4 status messages for things like 
[.text] and [.data], etc. The exact addresses should be printed 
there. I also use a DATAMAN-like utility to make sure my addresses 
aren't colliding with each other especially when things are close 
together. 


If your program is all nicely broken up into functions and such, you 
may want to comment out the calls to the main routines and just 
leave initialization stuff in there. See if the program runs and 
then immediately exits without error. Following the advice about 
print statements, I usually have those statements in there as well. 
You could add the following variable at the top of your code: 


#define SHOW_DEBUG_STUFF 
and whenever you want a debugging statement in your code just put: 
#ifdef SHOW_DEBUG_STUFF 


printf( "DEBUG: Initializing Sound...\n" ); 
#endif 
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So, that way during the creation stage, you can get debugging messages 
to track the progress of the program. And when you go for production, 
just comment out that #define SHOW_DEBUG_STUFF line and the printf 
statements won't be compiled in to the program, but they'll be there 
if you need to go back to them. 


Stuff that helps me out, 
- e! 


Brian Baird wrote: 


James Russell wrote: 
> 

> 

> Looks like: 

> 

> o you've linked your code to some address that's lower than 0x8009000. That wil 
wipe over the 

> libraries, so that won't work. 
> o you've got a bug in your code that occurs before you set up your screen displ 


(TMD/TIM setup?) 


Try putting lots of "printf"s around the functions at the beginning of your prog 
m to see 

> where it's crashing. If you put in a printf at the very start and you don't get 
ny output, it's 

> very likely that you're linking to the wrong place. 


I usually link to 0x8014000. Very first statement is a printf, and it 
doesn't seem to get that far... I'll double check the linking tonight - 
I had a gut feeling it might be something like that... 


The weird thing is that it worked *once*, I did a recompile/link without 


changing anything & it stopped working - that's what made me think about 
memory/link problems. 


Brian @ DMA 


VVVVVVVVVVV VV V&V BV VV OV VRE VV VV VV ON 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


Mata ne, awis PERIE 

- e! ee tenchi@shell.jps.net eee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) eee http://www. jps.net/tenchi 


—-MESSAGE FILE 824 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000553 


—-MESSAGE FILE 825 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000554 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Debugging code 

Date: Tue, 22 Sep 1998 09:27:29 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 43 

Message-ID: <36075F71.B9689F1F@scee.sony.co.uk> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design.com> <3606A600.C79FE1FE@shell.jps.net> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Elliott Lee wrote: 
> 


> You could add the following variable at the top of your code: 
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#define SHOW_DEBUG_STUFF 
and whenever you want a debugging statement in your code just put: 
#ifdef SHOW_DEBUG_STUFF 


printf( "DEBUG: Initializing Sound...\n" ); 
#endif 


VVVVVVV VV 


Just as an addendum which I find useful, I define 3 macros like so: 
#define DEBUG 


#ifdef DEBUG 

#define debugStr (xxx) printf ( (xxx) ) 

#define debugStr2(xxx,yyy) printf ( (xxx), (yyy) ) 

#define debugStr3 (xxx, ՄՄՄ,222) printf ( (xxx), (yyy), (222)) 
#else 

#define debugStr (xxx) 

#define debugStr2 (xxx,yyy) 

#define debugStr3 (xxx, yyy, ZZZ) 

#endif 


Then I can just go: 
debugStr2("The value of KillerBananaNum = %dNn",killerBananaNum); 
If "DEBUG" is not defined, that line isn't even included in the compile. The reason 


I do this is 
that it stops my code getting clogged up with lots if "#ifdef" and "#endif" lines. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

== Developer Support Engineer - Sony Computer Entertainment Europe 

"Go to Red Alert." "Are you absolutely sure, sir? It'll mean changing the bulb." 


—-MESSAGE FILE 825 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000554 


—-MESSAGE FILE 826 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000555 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Halting problem 

Date: Tue, 22 Sep 1998 09:45:23 +0100 

Organization: DMA Design Ltd 

Lines: 31 

Message-ID: <360763A3.57C1@dma-design.com> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design.com> <3606A600.C79FE1FE@shell.jps.net> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Elliott Lee wrote: 


> 
> To be sure, when you're using SIOCONS, when you load your program 

> to the Yaroze you should get 4 status messages for things like 

> [.text] and [.data], etc. The exact addresses should be printed 

> there. I also use a DATAMAN-like utility to make sure my addresses 
> aren't colliding with each other especially when things are close 

> together. 


[ Normal debug stuff snipped :) ] 
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So, that way during the creation stage, you can get debugging messages 
to track the progress of the program. And when you go for production, 
just comment out that #define SHOW_DEBUG_STUFF line and the printf 
statements won't be compiled in to the program, but they'll be there 
if you need to go back to them. 


WA SZ MO ON 


Solved the problem. As James suggested, my data area was *waaaay* too 
large & overwrote either my program or the libs (it was my program in my 
case...). I had a packet size of something like 28000... Rather large. 

>) 


Works now - got a nice litttle 3D car to spin & move as much as I like 


>) 
Ta for all the help, guys! 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 826 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000555 


—-MESSAGE FILE 827 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000556 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DUAL_SHOCK_ 

Date: 22 Sep 1998 12:41:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <01lbdba26$2857accOSb5bff7c2@manolo> 

References: <0O1lbdb989$2e349ce0$3304bfc3@manolo> <O0lbde526$cebc3240Sf2e832a2@gbain.wa 
v.scee.sony.co.uk> 

NNTP-Posting-Host: ip053.pool-03.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


i'll not use the NY library i want to know if i can use assembly language 
to handle it,thanks. 


George Bain <George_Bain@Playstation.sony.com> scritto nell'articolo 
<O1lbde526Scebc3240Sf2e832a2@gbain.wav.scee.sony.co.uk>... 
> Hi there, 


You can NOT use the DUAL SHOCK feature. It is NOT supported in the 
NY libraries. Please read the Net Yaroze Prgramming FAQ for 
more information on other programming issues. 


Regards, 


George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bdb989$2e349ce0$3304bfc3@manolo>... 

> Hi world,i've a Dual shock and i can handle the analogue stick,but i 
must 

know how i can send to the joypad the Feedbacks,and if it is possible. 
Thanks, Emanuele Diotallevi. 


v 


> 
> 
> 


VVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 827 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000556 


-—-MESSAGE FILE 828 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000557 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Debugging code 

Date: Wed, 23 Sep 1998 13:38:17 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3608EBB9.6ED2@manc.u-net.com> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design.com> <3606A600.C79FE1FE@shell.jps.net> <36075F71.B9689F1F@scee.so 
ny.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Russell wrote: 
> If "DEBUG" is not defined, that line isn't even included in the 
> compile. The reason I do this is that it stops my code getting 


Cool method -- I'm definitely going to use that. It's a lot like 
_ASSERTtions, which are also *extrememly* useful (because 

they tell you the file and line number exactly where the assertion 
failed), and more flexible, assertions being only boolean. 

The same technique can be used in any way you want specific to 
your game of course, it being not just limited to printf's. 


Nice one James, I was getting quite riled looking at all those 
#ifdef DEBUG #else's in my code! 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 828 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000557 


—-MESSAGE FILE 829 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000558 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: GsSortClear in HI-RES 

Date: Mon, 28 Sep 1998 01:37:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <360EDA53. 9AF9921A@hotmail.com> 

NNTP-Posting-Host: 205-168-18.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 64119CBA0D2290B2D11F81F4" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This is a multi-part message in MIME format. 
64119CBA0D2290B2D11F81F4 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Attached should be some code which is meant to put the system into 
Hi-Res (640*512 - interlaced) and put a GsSortClear() command into the 
OT. 


For some reason the GsSortClear command never happens. The screen is 
drawn with the bricked background (but twice because of the resolution) 


It seems you can put anything else in EXCEPT this. I can get it to draw 
lines and sprites but the screen won't clear unless I use the isbg 
method. 


I've tries to check it against G Bains tutorial code (which works - I've 
checked), and it seems identical apart from obvious style differences, 
and most have these have been taken out just in case. 


Obviously my code goes wrong somewhere........ 
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Grateful in advance 


ScoTT 


64119CBA0D2290B2D11F81F4 
Content-Type: application/x-unknown-content-type-cfile; name="animate.c" 
—-MESSAGE FILE 829 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000558 


—-MESSAGE FILE 830 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000559 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Debugging code 

Date: 28 Sep 1998 14:36:46 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Sender: thutton@TECH10 

Message-ID: <un27kdfa9.fsf@cybec.com.au> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> 
<3606303C.869@dma-design.com> <3606A600.C79FE1FE@shell.jps.net> 
<36075F71.B9689F1F@scee.sony.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


James Russell <James_Russell@scee.sony.co.uk> writes: 
Just as an addendum which I find useful, I define 3 macros like so: 


#define DEBUG 


> 

> 

> 

> 

> #ifdef DEBUG 

> #define debugStr(xxx) printf ( (xxx) ) 

> #define debugStr2(xxx,yyy) printf ( (xxx), (yyy) ) 

> #define debugStr3(xxx,yyy,zzz) printf ( (xxx), (yyy), (zzz) ) 
> #else 
> 
> 
> 
> 
> 
> 
> 
> 


#define debugStr (xxx) 

#define debugStr2 (xxx, yyy) 
#define debugStr3 (xxx, yyy, ZZZ) 
#endif 


Then I can just go: 

debugStr2("The value օք KillerBananaNum = %d\n",killerBananaNum) ; 
Or you could use: 

#if defined (DEBUG) 

#define dprintf(x) printf x 

#else 


#define dprintf (x) 
#endif 


and use it: 
dprintf(("foo = 54 (0x%08x), bar = %d (0x%08x)\n", foo, foo, bar, bar)); 


Note the double parentheses. Means you can have just one macro. 
Toby. 
--MESSAGE FILE 830 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000559 


—-MESSAGE FILE 831 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000560 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Debugging code 

Date: 28 Sep 1998 06:10:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <slrn7Ouaeu.kmn.tjs@longford.cs.monash.edu.au> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
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03C.869@dma-design.com> <3606A600.C79FEI1FE@shell.jps.net> <36075F71.B9689F1F@scee.so 
ny.co.uk> <un27kdfa9.fsf@cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 28 Sep 1998 14:36:46 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>James Russell <James_Russell@scee.sony.co.uk> writes: 

> 

>> Just as an addendum which I find useful, I define 3 macros like so: 
>> 

>> #define DEBUG 

>> 

>> #ifdef DEBUG 

>> #define debugStr(xxx) printf ( (xxx) ) 

>> #define debugStr2(xxx,yyy) printf ( (xxx), (yyy) ) 

>> #define debugStr3 (xxx, Մ77222) printf ( (xxx), (yyy), (222)) 

>> #else 

>> #define debugStr (xxx) 

>> #define debugStr2 (xxx, yyy) 

>> #define debugStr3 (xxx, yyy, 222) 

>> #endif 

>> 

>> Then I can just go: 

>> 

>> debugStr2("The value օք KillerBananaNum = %d\n",killerBananaNum) ; 
> 

>Or you could use: 

> 

>#if defined (DEBUG) 

>#define dprintf(x) printf x 

>#else 

>#define dprintf (x) 

>#endif 

> 

>and use it: 

> 

>dprintf(("foo = %d (0x%08x), bar = 54 (0x%08x)\n", foo, foo, bar, bar)); 
> 

>Note the double parentheses. Means you can have just one macro. 


or, 


#ifdef DEBUG 
#define D(x) printf (x) 


#else 
#define D(x) 
#endif 
#define AND , 
then: 
D("foo") + 


D("fooss" AND foo); 

etc. 

or you can just preprocess your source with m4, and do it in a sane and 
rational way. may the authors of the c preprocessor spec be cursed for all 


eternity for not doing it the rightWay (tm). 


Toby. 
—-MESSAGE FILE 831 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000560 


—-MESSAGE FILE 832 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000561 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: 28 Sep 1998 08:15:39 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <01lbdea54S487c4ca0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
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References: <360EDA53. 9AF9921A@hotmail.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Scott, 


During hi-res GsSortClear() will clear 640x511. As you can see you have 
to minus 1 line in height. I suggest setting the GsDRAWENV.isbg = 1 
which will clear the background. Check out my interlace example in 

my tutorial. It is set in the routine InitGame()...also check 
UpdateScreen(). 


Regards, 


George@SCEE 


ScoTT Campbell <escotia@hotmail.com> wrote in article 
<360EDA53.9AF9921A@hotmail.com>... 

> Attached should be some code which is meant to put the system into 
Hi-Res (640*512 - interlaced) and put a GsSortClear() command into the 
OF 


For some reason the GsSortClear command never happens. The screen is 
drawn with the bricked background (but twice because of the resolution) 


It seems you can put anything else in EXCEPT this. I can get it to draw 
lines and sprites but the screen won't clear unless I use the isbg 
method. 


I've tries to check it against G Bains tutorial code (which works - I've 
checked), and it seems identical apart from obvious style differences, 
and most have these have been taken out just in case. 


Obviously my code goes wrong somewhere........ 


Grateful in advance 


ScoTT 


VVVVVVVVVVVVVV VV VV ՎՊ 


—-MESSAGE FILE 832 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000561 


—-MESSAGE FILE 833 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000562 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: Mon, 28 Sep 1998 11:09:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <360F6062.BEE05519@hotmail.com> 

References: <360EDA53.9AF9921A@hotmail.com> <Olbdea54S487c4ca0$f2e832a2@gbain.wav.sc 
ee.sony.co.uk> 

NNTP-Posting-Host: 208-198-99.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George, 

Despite the fact I could swear I already had your code working without 
GsDRAWENV.isbg and only GsSortClear(), I freshly unzipped program 5 from 
tutorial 2 and commented out the 4 lines related to GsDRAWENV.isbg. 


Lo and behold the same problem. The screen does not clear, even though you 
have a GsSortClear() call in your UpdateScreen(). 


Cheers 


ScoTT 
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George Bain wrote: 


> Hi Scott, 

> 

> During hi-res GsSortClear() will clear 64 
> to minus 1 line in height. I suggest set 
> which will clear the background. Check o 
> my tutorial. It is set in the routine In 
> UpdateScreen(). 

> 

> Regards, 

> 

> George@SCEE 

> 


—-MESSAGE FILE 833 END: net-yaroze-usenet/0 


—-MESSAGE FILE 834 START: net-yaroze-usenet 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstatio 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: 28 Sep 1998 10:54:53 GMT 


Organization: Sony Computer Entertainment E 
Lines: 28 
Message-ID: <0Olbdea6a$871e8840Sf2e832a2@gba 


References: <360EDA53.9AF9921A@hotmail.com> 
ee.sony.co.uk> <360F6062.BEE05519@hotmail.c 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 


X-Newsreader: Microsoft Internet News 4.70. 
Hi there, 

I should have commented out GsSortClear(). 
the 4 lines related to the GSDRAWENV.isbg.. 
Regards, 

George@SCEE 


ScoTT Campbell <escotia@hotmail.com> wrote 
<360F6062.BEE05519@hotmail.com>... 


> George, 

> 

> Despite the fact I could swear I already 
> GSDRAWENV.isbg and only GsSortClear(), I 
> tutorial 2 and commented out the 4 lines 
> 

> Lo and behold the same problem. The scree 
you 

> have a GsSortClear() call in your Updates 
> 

> Cheers 

> 

> ScoTT 


—-MESSAGE FILE 834 END: net-yaroze-usenet/0 


—-MESSAGE FILE 835 START: net-yaroze-usenet 
Path: chuka.playstation.co.uk!news 
From: James Rutherford <hexheroes@writeme.c 


Newsgroups: scee.yaroze.beginners 
Subject: Re: GsSortClear in HI-RES 
Date: Mon, 28 Sep 1998 18:01:41 +0100 


Organization: The Hex Heroes 
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0x511. As you can see you have 
ting the GsDRAWENV.isbg 1 

ut my interlace example in 
itGame()...also check 


0000001-SCEE/yaroze/beginners/00000562 


/00000001-SCEE/yaroze/beginners/00000563 


n.sony.com> 


urope 
in.wav.scee.sony.co.uk> 

<Olbdea54S$487c4ca0Sf2e832a2@gbain.wav.sc 
om> 


1155 


Don't comment out 


in article 


had your code working without 
freshly unzipped program 5 from 
related to GsDRAWENV.isbg. 

n does not clear, even though 


creen(). 


0000001-SCEE/yaroze/beginners/00000563 


/00000001-SCEE/yaroze/beginners/00000564 


om> 
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Lines: 22 

Message-ID: <360FCOF5.29A2@writeme.com> 
References: <360EDA53.9AF9921A@hotmail.com> 
NNTP-Posting-Host: atl4-m09.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


ScoTT Campbell wrote: 
> Obviously my code goes wrong somewhere........ 
Or maybe it's the Playstation 512-line bug...? 


Due to some bug in the hardware, the playstation can apparently not 
handle BoxF's or clear screen commands with 512 vertical lines. 


Two solutions: 
1) Define your screen height as 511. 


2) Use two BoxF's (appreciably slower than (1), but allows you to do 
some nifty transparency stuff) 


I've no idea what .isbg = 1 will do for your program, let alone your 
sanity - I'm sure I tried it and it had ոօ effect. 


[The FLibraries I've written keep your back nicely covered from the 
512-line and 256-line bugs: I'll get the fixed zip up soon, Scott]. 


James (~mrfrosty) 
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—-MESSAGE FILE 835 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000564 


—-MESSAGE FILE 836 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000565 


Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: Mon, 28 Sep 1998 19:02:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <360FCF3B.BAF7BC9F@hotmail.com> 


NNTP-Posting-Host: 167-29-220.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Have I missed a discussion about this somewhere? 
Is the 256 bug the same? 

BIW Any good news yet James? 

Cheers 


ScoTT 


References: <360EDA53. 9AF9921A@hotmail.com> <360FCOF5.29A2@writeme.com> 


—-MESSAGE FILE 836 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000565 


-—-MESSAGE FILE 837 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000566 


Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners 
Subject: Re: Debugging code 

Date: 29 Sep 1998 11:24:42 +1000 


Net Yaroze newsgroups message dump.txt Page 532 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Sender: thutton@TECH10 

Message-ID: <uiui7pv6ét.fsf@cybec.com.au> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> 
<3606303C.869@dma-design.com> <3606A600.C79FE1FE@shell.jps.net> 
<36075F71.B9689F1F@scee.sony.co.uk> <un27kdfa9.fsf@cybec.com.au> 
<slrn70Ouaeu.kmn.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 

> 

> or you can just preprocess your source with m4, and do it in a sane and 

> rational way. may the authors of the c preprocessor spec be cursed for all 
> eternity for not doing it the rightWay(tm). 


Do you really think that the 99% of the Yaroze members using Windows 
are going to use m4?!? Or if they have even *heard* or m4? 


Toby. 
—-MESSAGE FILE 837 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000566 


-—-MESSAGE FILE 838 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000567 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Debugging code 

Date: 29 Sep 1998 03:33:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <slrn7101m5.rdb.tjs@longford.cs.monash.edu.au> 

References: <36060A0C.97E@dma-design.com> <36061BEA.536E8D68@scee.sony.co.uk> <36063 
03C.869@dma-design.com> <3606A600.C79FEI1FE@shell.jps.net> <36075F71.B9689F1F@scee.so 
ny.co.uk> <un27kdfa9.fsf@cybec.com.au> <slrn7Ouaeu.kmn.tjs@longford.cs.monash.edu.au 
> <uiui7pvét.fsf@cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 29 Sep 1998 11:24:42 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>tjs@cs.monash.edu.au (Toby Sargeant) writes: 


>> or you can just preprocess your source with m4, and do it in a sane and 
>> rational way. may the authors of the c preprocessor spec be cursed for all 
>> eternity for not doing it the rightWay(tm). 


>Do you really think that the 99% of the Yaroze members using Windows 
>are going to use m4?!? Or if they have even *heard* or m4? 


Of course not. But that doesn't stop it from being better :) 


(I wasn't being serious. Just wishful thinking, really...) 


Toby. 
—-MESSAGE FILE 838 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000567 


—-MESSAGE FILE 839 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000568 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: Tue, 29 Sep 1998 19:22:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <36112575.B390B4C9@ndirect.co.uk> 

References: <360EDA53.9AF9921A@hotmail.com> <360FCOF5.29A2@writeme.com> <360FCF3B.BA 
F7BC9F@hotmail.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-30.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ScoTT Campbell wrote: 


S Z x g wa 512-line and 256-line bugs........ 

> 

> Have I missed a discussion about this somewhere? 

> 

> Is the 256 bug the same? 

> 

Now let's see if my memory is still working. I had the same problem 
with 512 lines. GsSortClear() has no effect. When .isbg=l, the screen 
is cleared automattically each frame, and so GsSortClear() is no longer 
needed. But I seem to remember that this didn't fix the problem, as the 
last scanline never gets cleared (due to the 512 line bug). The 
solution I opted for was to set the screen size to 640x511. Ok, so you 


lose a whole scanline, but for me this was not a big deal. 


The 256 line bug is not the same. This is when you set the screen 
height to 256 lines, but only 240 are actually displayed. Easily fixed 
by setting the screen height in GsDISPENV. 


Herbs 


—-MESSAGE FILE 839 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000568 


—-MESSAGE FILE 840 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000569 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: Tue, 29 Sep 1998 21:23:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <361141DB.CCC564BC@hotmail.com> 

References: <360EDA53.9AF9921A@hotmail.com> <360FCOF5.29A2@writeme.com> <360FCF3B.BA 
F7BC9F@hotmail.com> <36112575.B390B4C9@ndirect.co.uk> 

NNTP-Posting-Host: modem-99.scandium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


What do I set the screen height to? 
Anywhere above the lowest 16 lines? 


eg GsDISPENV.screen.h = 224 
Cheers 


ScoTT 


Alex Herbert wrote: 


> The 256 line bug is not the same. This is when you set the screen 

> height to 256 lines, but only 240 are actually displayed. Easily fixed 
> by setting the screen height in GsDISPENV. 

> 

> Herbs 


—-MESSAGE FILE 840 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000569 
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—-MESSAGE FILE 841 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000570 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: Thu, 01 Oct 1998 00:28:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3612BEA0.2EDB1IE3C@ndirect.co.uk> 

References: <360EDA53.9AF9921A@hotmail.com> <360FCOF5.29A2@writeme.com> <360FCF3B.BA 
F7BC9F@hotmail.com> <36112575.B390B4C9@ndirect.co.uk> <361141DB.CCC564BC@hotmail.com 
> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-29.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ScoTT Campbell wrote: 


> What do I set the screen height to? 

> Anywhere above the lowest 16 lines? 

> 

> eg GsDISPENV.screen.h = 224 

> 

> Cheers 

> 

> ScoTT 

> 

> Alex Herbert wrote: 

> 

> > The 256 line bug is not the same. This is when you set the screen 
> > height to 256 lines, but only 240 are actually displayed. Easily fixed 
> > by setting the screen height in GsDISPENV. 

>> 

> > Herbs 


Just set it to 256 if you want 256 lines. Simple as that. 


There seems to be a bug in the libs when setting 256 lines for PAL modes. 

The GPU will actually draw to all 256 lines, but only the first 240 lines get 
displayed. Setting GsDISPENV.screen.h to 256 after initializing the screen 
sorts this out without any known side effects. Experiment with the 
GsDISPENV.screen stuff as this allows you to centre the screen and create 
custom modes. 1 had fun playing with this for at least 10 mins. :) 


Herbs 


—-MESSAGE FILE 841 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000570 


—-MESSAGE FILE 842 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000571 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: GsSortClear in HI-RES 

Date: Thu, 01 Oct 1998 19:11:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3613C5B8.FE6FC5F0@hotmail.com> 

References: <360EDA53.9AF9921A@hotmail.com> <360FCOF5.29A2@writeme.com> <360FCF3B.BA 
F7BC9F@hotmail.com> <36112575.B390B4C9@ndirect.co.uk> <361141DB.CCC564BC@hotmail.com 
> <3612BEA0.2EDBIE3C@ndirect.co.uk> 

NNTP-Posting-Host: 200-198-93.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Right I understand at last. 


I always enjoy a bit of a fiddle. ;-) 


Cheers 

ScoTT 

> > Alex Herbert wrote: 

>> 

> > > The 256 line bug is not the same. This is when you set the screen 

> > > height to 256 lines, but only 240 are actually displayed. Easily fixed 
> > > by setting the screen height in GsDISPENV. 

>>> 

> > > Herbs 

> 

> Just set it to 256 if you want 256 lines. Simple as that. 

> 

> There seems to be a bug in the libs when setting 256 lines for PAL modes. 

> The GPU will actually draw to all 256 lines, but only the first 240 lines get 
> displayed. Setting GsDISPENV.screen.h to 256 after initializing the screen 
> sorts this out without any known side effects. Experiment with the 

> GsDISPENV.screen stuff as this allows you to centre the screen and create 

> custom modes. 1 had fun playing with this for at least 10 mins. :) 

> 

> Herbs 


—-MESSAGE FILE 842 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000571 


—-MESSAGE FILE 843 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000572 
Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Wheeee!!! Throwing actions ! 

Date: Mon, 5 Oct 1998 22:31:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <6vbdjiSrdal@chuka.playstation.co.uk> 
NNTP-Posting-Host: asn21-132.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello all, 


Once again I speak after having a little trouble with yet another trivial 
problem. This time it is programming a particular fuction. Throwing an 
object! (I'm sure all you guys must think I am totally incompetant, having 
posted a number of requests for help b4 ('bout 3 I think?) |) 


Basically, when I press X I want to be able to throw an object, which then 
becomes totally independent in it's flight path. I have used a fuction to 
tell the program that the object has now been thrown (I use a simple array 
to do this), but what method would I use to calculate it's trajectory from 
Playerl.x and Playerl.y if I want it to go up a little in the direction the 
player is facing, then obviously fall back to the ground according to Mr 
Isaac Newton's law of gravity ? I.e. an arc of some kind. 


have tried a number of things, such as calulating the x and y positions, 
sticking these in a structured array, then access each successive 
co-ordinate on each pass of the fuction. However, this take's up a bit of 
time (in programming terms, not actually on the screen - as I use a for 
loop). I have also thought of using a Sine wave table, but this is a little 
beyond my capabilities. 


In quick terms, I need pointing (HaHa! Oops, no pun intended :( ) in the 
right direction. 
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Otherwise, you may be pleased to learn my game is coming on quite nicely - 
Apples & Pears!!!! 


Many thanks in advance, 


Tones : ) 


—-MESSAGE FILE 843 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000572 


—-MESSAGE FILE 844 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000573 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Wheeee!!! Throwing actions ! 

Date: Mon, 05 Oct 1998 23:20:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <36194630.5FA6@manc.u-net.com> 
References: <6vbdjiS$rdal@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tones wrote: 
> Once again I speak after having a little trouble with yet another 


> trivial problem. This time it is programming a particular fuction. 
> Throwing an object! (I'm sure all you guys must think I am totally 
> incompetant, 


Check Nick Ferguson's Amateur Wars Special Edition, perfect for 
demonstrating what you want. I'm biased on this though being part 
of it, but it is designed for beginners like you who want to get 
started on simple 'firing bullets' type algorithms: 


http: //www.netyaroze-europe.com/~rookiel/projects/aw_special.zip 


Laters, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 844 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000573 


—-MESSAGE FILE 845 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000574 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Wheeee!!! Throwing actions ! 

Date: Mon, 05 Oct 1998 23:22:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3619469F.46F6@manc.u-net.com> 

References: <6vbdjiSrdal@chuka.playstation.co.uk> <36194630.5FA6@manc.u-—net.com> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


D'OH! Or try going here instead: 
http://www.netyaroze-europe.com/~rookiel/ftp/aw_special.zip 


Full source included etc, 
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Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 845 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000574 


—-MESSAGE FILE 846 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000575 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Wheeee!!! Throwing actions ! 

Date: Mon, 05 Oct 1998 22:50:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <36194791.17530092@news.playstation.co.uk> 
References: <6vbdjiSrdal@chuka.playstation.co.uk> 
NNTP-Posting-Host: p31-shoveler-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 5 Oct 1998 22:31:38 +0100, "Tones" <caz.tones@cwmail.com> 
wrote: 


>Hello all, 

> 

>Once again I speak after having a little trouble with yet another trivial 
>problem. This time it is programming a particular fuction. Throwing an 


>object! (I'm sure all you guys must think I am totally incompetant, having 
>posted a number of requests for help b4 ("bout 3 I think?) |) 
> 


>Basically, when I press X I want to be able to throw an object, which then 
>becomes totally independent in it's flight path. I have used a fuction to 
>tell the program that the object has now been thrown (I use a simple array 
>to do this), but what method would I use to calculate it's trajectory from 
>Playerl.x and Playerl.y if I want it to go up a little in the direction the 
>player is facing, then obviously fall back to the ground according to Mr 
>Isaac Newton's law of gravity ? I.e. an arc of some kind. 

> 

>I have tried a number of things, such as calulating the x and y positions, 
>sticking these in a structured array, then access each successive 
>co-ordinate on each pass of the fuction. However, this take's up a bit of 


>time (in programming terms, not actually on the screen - as I use a for 
>loop). Լ have also thought of using a Sine wave table, but this is a little 
>beyond my capabilities. 

> 

>In quick terms, I need pointing (HaHa! Oops, no pun intended :( ) in the 
>right direction. 

> 


>Otherwise, you may be pleased to learn my game is coming on quite nicely - 
>Apples & Pears!!!! 

> 

>Many thanks in advance, 

> 

>Tones : ) 

> 

> 


All you need to do is to calculate the x and y velocities for the 
object as if it were chucked in a straight line and then apply wind 
and gravity so it falls back to earth. You can do this using some 
simple maths. 


To get the x and y velociities you use; 


xv = sin( angle ) * magnitude 
yv = cos( angle ) * magnitude 


where angle is the angle relative to the horizon and magnitude is the 
speed. 


( I may have got sin and cos the wrong way round, but it's late and 
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I'm knackered.... ) 


Then to calculate the x and y positions you just apply wind to the x 
and gravity to the y. I.e; 


Հ position = x_position + xv + wind 
y_position = y_position + yv + gravity 


( where gravity is a fixed constant and wind is whatever you want ! ) 
This would be done every game cycle. 


For speed reasons you want to steer well clear of the Yaroze's sin and 
cos library functions. I recommend that you grab James Shaughnessy's 
SINCOS.H file from his home page ( 
http://www.netyaroze-europe.com/~shaughnj ) which gives you tables 
containing a fixed point implementation. You have to do a bit of bit 
shifting to use them but it's not difficult. 


Richard ( Who's really needs to dig out his basic maths books !! ) 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 846 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000575 


-—-MESSAGE FILE 847 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000576 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Wheeee!!! Throwing actions ! 

Date: Mon, 05 Oct 1998 23:48:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <36194CDB.5C90@manc.u-net.com> 
References: <6vbdjiSrdal@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tones wrote: 

> direction the player is facing, then obviously fall back to the 

> ground according to Mr Isaac Newton's law of gravity ? I.e. an arc of 
> some kind. 


Oh yes simulating gravity. There's a game somewhere around here 
where that's it's main theme.. ;-) 

If you've not seen my game "Gravitation" I suggest you take a look 
at that (on my page, link below). Source code is also available 
there to get those Newton's Laws in full operation. Any probs or Qs 
just mail me. I'm running a Gravitation Championship right now too 
(with prizes!), but interest is in the range of "moderate" to 
"negligable" so far :-( 

Without Robert Ryan's promotional help (rivalling Max Clifford's) it 
would've died a bloody death ages ago ;-} 1 hope you will enter. 


Cheers, 
Jim 


PS I'll try and fit what I have to say in one post next time :) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 847 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000576 


—-MESSAGE FILE 848 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000577 
Path: chuka.playstation.co.uk!news 
From: richard.cutting@virgin.net (Richard Cutting) 
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Newsgroups: 


Subject: Re: 


scee.yaroze.beginners 
Wheeee!!! Throwing actions ! 


Date: Mon, 05 Oct 1998 22:56:35 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 35 
Message-ID: 
References: 


<36194e65.19278532@news.playstation.co.uk> 
<6vbdjiSrdal@chuka.playstation.co.uk> <36194CDB.5C90@manc.u-net .com> 


NNTP-Posting-Host: p31-shoveler-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 05 Oct 1998 23:48:59 +0100, James Shaughnessy 


<james@manc. 


u-net.com> wrote: 


>Tones wrote: 

>> direction the player is facing, then obviously fall back to the 

>> ground according to Mr Isaac Newton's law of gravity ? I.e. an arc of 
>> some kind. 


> 


>Oh yes simulating gravity. There's a game somewhere around here 


>where that' 


s it's main theme.. ;-) 


>If you've not seen my game "Gravitation" I suggest you take a look 
>at that (on my page, link below). Source code is also available 
>there to get those Newton's Laws in full operation. Any probs or Qs 
>just mail me. I'm running a Gravitation Championship right now too 
>(with prizes!), but interest is in the range of "moderate" to 
>"negligable" so far :-( 

>Without Robert Ryan's promotional help (rivalling Max Clifford's) it 
>would've died a bloody death ages ago ;-} I hope you will enter. 


> 
>Cheers, 
>Jim 

> 


>PS I'll try and fit what I have to say in one post next time :) 


>= = 
> 


>James Shaughnessy james@manc.u-net.com 


>http://www. 
> 


netyaroze-europe.com/~shaughnj 


I'd agree totally with that. Your program has really helped me with my 
new one James, especially that bit shifting gubbins. 


Richard. 


( Definitely off to bed NOW ) 


—-MESSAGE FILE 848 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000577 


—-MESSAGE FILE 849 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000578 
Path: chuka.playstation.co.uk!news 


From: James 
Newsgroups: 
Subject: Re: 


Shaughnessy <james@manc.u-net.com> 
scee.yaroze.beginners 
Wheeee!!! Throwing actions ! 


Date: Mon, 05 Oct 1998 23:56:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 23 
Message-ID: 
References: 
n.co.uk> 


<36194EAER.12D2@manc.u-net.com> 
<6vbdjiS$rdal@chuka.playstation.co.uk> <36194791.17530092@news.playstatio 


Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Richard Cutting wrote: 


For speed 


V V V V V V 


reasons you want to steer well clear of the Yaroze's sin and 


cos library functions. I recommend that you grab James Shaughnessy's 
SINCOS.H file from his home page ( 
http://www.netyaroze-europe.com/~shaughnj ) which gives you tables 
containing a fixed point implementation. You have to do a bit of bit 
shifting to use them but it's not difficult. 
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Look for the file SCBUILD.ZIP on my site, more info in the readme. 
(cheers Rich for the link -- good to know things I do are of use :)) 
It's a (v. recently updated) DOS program that allows you ro build any 
size tables you want, eg typing "scbuild 1024" gives you arrays with 
1024 index entries " long SIN[1024] = {.." Defaults to 360 divisions 
(degrees obviously) but using 1024 or 4096 is usually the most 
versatile numbers to use. 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 849 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000578 


—-MESSAGE FILE 850 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000579 
Path: chuka.playstation.co.uk!news 

From: Peter J Ricci <littledevil@trump.net.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Lost access card!! 

Date: Tue, 06 Oct 1998 14:53:38 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36199442.4F7900B8@trump.net.au> 

NNTP-Posting-Host: slhob51p52.ozemail.com.au 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; I) 


Help, what can I do, we need it back, and to ship a new one to australia 
takes 2-3 weeks. 

Any suggestions? 

TIA 


—-MESSAGE FILE 850 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000579 


—-MESSAGE FILE 851 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000580 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Wheeee!!! Throwing actions ! 

Date: Tue, 06 Oct 1998 13:45:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <361A10E4.A07E498E@mcmail.com> 

References: <6vbdjiS$rdal@chuka.playstation.co.uk> <36194791.17530092@news.playstatio 
n.co.uk> <36194EAE.12D2@manc.u-net.com> 

NNTP-Posting-Host: 193.82.133.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks guy's, 


I can now see light (albeit a tinsy-winsy one) at the end of the tunnel!!! 


Cheers once again, 
Tones :) 


—-MESSAGE FILE 851 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000580 
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—-MESSAGE FILE 852 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000581 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Rabbit Teeth <kah@lynx.neu.edu> 

Newsgroups: scee.yaroze.beginners 

Subject: Bitmaps!!! 

Date: Sun, 11 Oct 1998 19:14:02 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36213BBA.2A749DB3@lynx.neu.edu> 

NNTP-Posting-Host: 201-159-131.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi There, 

I just got my Yarezo not too long ago. And i have not use it yet. 
But i would like to know, when i use Siocons. I know that the software 
upload the source files and data files. But when writing the programs, 
how do i know where, in the playstation's memory, resides. So that i 
can call them in the program to use a textures or bitmaps. Sorry, I am 


a newbie. 


Rabbit Teeth 


—-MESSAGE FILE 852 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000581 


—-MESSAGE FILE 853 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000582 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Bitmaps!!! 

Date: Sun, 11 Oct 1998 23:55:21 -0700 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <3621A7D9.D0E78BED@shell.jps.net> 

References: <36213BBA.2A749DB3@lynx.neu.edu> 

NNTP-Posting-Host: 171.70.208.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


The SIOCONS batch file lists the file to download and at what 
memory address it resides. The only exception is the compiled 
source code (if you're using the supplied GCC) which sets its 
memory addresses in the makefile. :) 


Check some of the examples. You're best bet is getting a hold 
of a small game or test program and looking at it. 


=e) 


Rabbit Teeth wrote: 


a newbie. 


> 

> Hi There, 

> 

> I just got my Yarezo not too long ago. And i have not use it yet. 
> But i would like to know, when i use Siocons. I know that the software 
> upload the source files and data files. But when writing the programs, 
> how do i know where, in the playstation's memory, resides. So that i 

> can call them in the program to use a textures or bitmaps. Sorry, I am 
> 

> 

> 


Rabbit Teeth 


- e! seit tenchi@shell.jps.net ts 
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(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) axe. http://www. jps.net/tenchi 


—-MESSAGE FILE 853 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000582 


—-MESSAGE FILE 854 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000583 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Lost access card!! 

Date: Mon, 12 Oct 1998 07:47:42 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3621EC5E.A62432B5@datasys.net> 

References: <36199442 .4F7900B8@trump.net.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 71.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Peter J Ricci wrote: 


Help, what can I do, we need it back, and to ship a new one to australia 
takes 2-3 weeks. 


Any suggestions? 


V V V V V V 


Wait a sec, you lost your access card? I'm not sure Sony will give you a 
new one. 


"Darco 
—-MESSAGE FILE 854 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000583 


—-MESSAGE FILE 855 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000584 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DUAL_SHOCK_ 

Date: Mon, 12 Oct 1998 07:51:11 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3621ED2F.6DA361B0@datasys.net> 

References: <0O1lbdb989$2e349ce0$3304bfc3@manolo> <O0lbde526$cebc3240Sf2e832a2@gbain.wa 
v.scee.sony.co.uk> <Olbdba26$2857acc0S$b5bff7c2@manolo> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 71.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


Emanuele Diotallevi wrote: 


i'll not use the NY library i want to know if i can use assembly language 
to handle it,thanks. 


V V V V 


I've been thinking about this. The only way to figure this out would be 
to reverse engineer a game that uses the feedback system. 


Note: I did not say reverse engineer the development tools. Just the 
game itself. From my understanding of the liscencing agreement, this is 
"fair game". Correct me if I'm wrong though. 


"Darco 
—-MESSAGE FILE 855 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000584 
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-—-MESSAGE FILE 856 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000585 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DUAL_SHOCK_ 

Date: Tue, 13 Oct 1998 10:45:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6vvvcrSnec3@chuka.playstation.co.uk> 

References: <O1lbdb989$2e349ce0$3304bfc3@manolo> <O0lbde526$cebc3240Sf2e832a2@gbain.wa 
v.scee.sony.co.uk> <0lbdba26$2857acc0$b5bff7c2@manolo> <3621ED2F.6DA361B0@datasys.ne 
t> 

NNTP-Posting-Host: mfs2-dnbqw-143.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Darco wrote in message <3621ED2F.6DA361B0@datasys.net>... 
>I've been thinking about this. The only way to figure this out would be 
>to reverse engineer a game that uses the feedback system. 


But surely the game would be written using SONY proffessional 
development libraries & hence you would be reverse engineeering 
SONY code at the end of the day, which will have been "protected" 
by some legal stuff somewhere, if not in your licence agreement. 
Maybe I'm talking pants 


Nick S 


—-MESSAGE FILE 856 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000585 


—-MESSAGE FILE 857 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000586 
Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: NTSC output 

Date: Tue, 13 Oct 1998 19:37:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <36239DF2.7A4D3E7C@revolution.co.uk> 
NNTP-Posting-Host: 62.172.90.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Can I get RGB output from the Yaroze ? 
e.g. by getting a normal PlayStation a/v to SCART cable 
The reason being my tv doesn't understand NTSC composite signals but 


does understand NTSC RGB signals (as proved by my own conversion of a US 
N64) 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 857 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000586 


—-MESSAGE FILE 858 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000587 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DUAL_SHOCK_ 

Date: Wed, 14 Oct 1998 07:47:40 -0400 

Organization: SCEA News Server 
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Lines: 25 

Message-ID: <36248F5C.288EE5CD@datasys.net> 

References: <0O1lbdb989$2e349ce0$3304bfc3@manolo> <0lbde526$cebc3240Sf2e832a2@gbain.wa 
v.scee.sony.co.uk> <0lbdba26$2857acc0$b5bff7c2@manolo> <3621ED2F.6DA361B0@datasys.ne 
t> <6vvverSnec3@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 284.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nick Slaven wrote: 
Darco wrote in message <3621ED2F.6DA361B0@datasys.net>... 


>I've been thinking about this. The only way to figure this out would be 
>to reverse engineer a game that uses the feedback system. 


But surely the game would be written using SONY proffessional 
development libraries & hence you would be reverse engineeering 
SONY code at the end of the day, which will have been "protected" 
by some legal stuff somewhere, if not in your licence agreement. 
Maybe I'm talking pants 


VVVVVVVVVV VV 


Nick S 


I am not bound by the profesional development tools, except for the fact 
that I can't use copyrighted material in my code that belongs to someone 
else. So revrese enginering would be only useful for obtaining 
concepts... Then I can go about implementation by my own method. 


If it wern't for reverse enginering, the computer industry would be not 
be as developed as it is now. It is a good thing, as long as you haven't 
surrendered your right to do so. . . Which we, as yaroze owners, all 
have. 


"Darco 
—-MESSAGE FILE 858 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000587 


—-MESSAGE FILE 859 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000588 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Wed, 14 Oct 1998 17:16:56 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <3624CE77.C52941F2@ndirect.co.uk> 
References: <36239DF2.7A4D3E7C@revolution.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr02-58.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Jake Turner wrote: 

Can I get RGB output from the Yaroze ? 

e.g. by getting a normal PlayStation a/v to SCART cable 

The reason being my tv doesn't understand NTSC composite signals but 
does understand NTSC RGB signals (as proved by my own conversion of a US 


N64) 


Jake Turner : Token Rocket Scientist 


VVVVVVVVV VV 


Practive VI it may save your life one day 
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Yep. Just get hold of an RGB SCART cable which plugs into the multi-out (or 
whatever it's called). The Sony one is not cheap, but then you pay for 
quality. 


Herbs 


—-MESSAGE FILE 859 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000588 


—-MESSAGE FILE 860 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000589 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Thu, 15 Oct 1998 09:37:12 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldgwzfs.tdcsogqlvxqyhsN@al-—88-120.al.nl1> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> 
NNTP-Posting-Host: al-88-120.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Yep. Just get hold of an RGB SCART cable which plugs into the multi-out (or 
> whatever it's called). The Sony one is not cheap, but then you pay for 

> quality. 

> 


When I got my Net Yaroze, it came with a PAL cable. What is the point of 
getting a complete system that can handle both PAL and NTSC if only a 
PAL cable is provided. I got with this problem to an autorized 
Playstation reseller but he could not help mee. I bought the cable from 
a guy who sold them for use with chipped Playstations. This cable works 
fine. Why did Sony not profide this cable? 


DEnnis.. 
—-MESSAGE FILE 860 END: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000589 


—-MESSAGE FILE 861 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000590 
Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Thu, 15 Oct 1998 19:04:07 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36262B07.FD3F71A5@augsburg.baynet.de> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> Հ 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.a1l.nl1> 

NNTP-Posting-Host: dial041.augsburg.baynet.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


When I got my Net Yaroze, it came with a PAL cable. What is the point of 
getting a complete system that can handle both PAL and NTSC if only a 
PAL cable is provided. I got with this problem to an autorized 
Playstation reseller but he could not help mee. I bought the cable from 
a guy who sold them for use with chipped Playstations. This cable works 
fine. Why did Sony not profide this cable? 


VV NV V V V 


Why should Sony give you the cable with the machine, if they can sell it to you 
later for some more money? ;-) 


Andy.. 


—-MESSAGE FILE 861 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000590 
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—-MESSAGE FILE 862 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000591 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Thu, 15 Oct 1998 18:23:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36262F9B.D23C2F48@ndirect.co.uk> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> Հ 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.al.nl> <36262B07.FD3F71A5@augsburg.baynet.de> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr01-31.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


loonybit wrote: 


> Why should Sony give you the cable with the machine, if they can sell it to you 
> later for some more money? :-) 

> 

> Andy.. 


Interesting to note that Sega included an RGB SCART cable with the Saturn. 


Herbs 


—-MESSAGE FILE 862 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000591 


—-MESSAGE FILE 863 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000592 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Fri, 16 Oct 1998 18:44:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <362777F3.4CC4595F@augsburg.baynet .de> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> Հ 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.al.nl> <36262B07.FD3F71A5@augsburg.baynet.de> <3626 
2F9B.D23C2F48@ndirect.co.uk> 

NNTP-Posting-Host: 195.37.223.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


loonybit wrote: 


> Why should Sony give you the cable with the machine, if they can sell it to you 
> later for some more money? :-) 
> 
> 


Andy.. 


Interesting to note that Sega included an RGB SCART cable with the Saturn. 


VVVVVVVV VV 


Herbs 


Interesting that Sony is market leader and Sega was on the losing side with Saturn 


Andy 
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—-MESSAGE FILE 863 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000592 


—-MESSAGE FILE 864 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000593 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Fri, 16 Oct 1998 18:50:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36278756.A89FFOCF@ndirect.co.uk> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> Հ 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.al.nl1l> <36262B07.FD3F71A5@augsburg.baynet.de> <3626 
2F9B.D23C2F48@ndirect.co.uk> <362777F3.4CC4595F@augsburg.baynet.de> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-39.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


loonybit wrote: 


> Interesting that Sony is market leader and Sega was on the losing side with Satu 
rm. 

> 7) 

> 

> Andy 


Well it just goes to show that you can't win a war with a SCART cable. But seriousl 
y, it 

would have been a nice touch if an RGB SCART had been included with the NY, seeing a 
s 

it's meant to be a world wide kinda thing. 


Herbs 


--MESSAGE FILE 864 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000593 


--MESSAGE FILE 865 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000594 
Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Fri, 16 Oct 1998 20:29:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36279092.697AAD89@augsburg.baynet .de> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> < 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.al.nl> <36262B07.FD3F71A5@augsburg.baynet.de> <3626 
2F9B.D23C2F48@ndirect.co.uk> <362777F3.4CC4595F@augsburg.baynet.de> <36278756.A89FFO 
CF@ndirect.co.uk> 

NNTP-Posting-Host: dial087.augsburg.baynet.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


> Well it just goes to show that you can't win a war with a SCART cable. But seriou 
A have been a nice touch if an RGB SCART had been included with the NY, seeing 
s is meant to be a world wide kinda thing. 

_ Herbs 
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Yep, i can only agree, especially for the NY price. 


Andy 


—-MESSAGE FILE 865 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000594 


—-MESSAGE FILE 866 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000595 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Sun, 18 Oct 1998 20:11:56 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldh03fk.lcl5cmlfxllmoN@al-88-102.al.nl> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> Հ 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.al.nl> <36262B07.FD3F71A5@augsburg.baynet .de> 
NNTP-Posting-Host: 81-88-102.81.ոլ 

X-Newsreader: MacSOUP 2.3 


loonybit <bal24908@augsburg.baynet.de> wrote: 


> Why should Sony give you the cable with the machine, 
>if they can sell it to you 

> later for some more money? :-) 

> 

> Andy.. 


I was thinking this was the Nintendo policy. I'm glad I did not buy an 
official cable ;-) 


DEnnis.. 
—-MESSAGE FILE 866 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000595 


-—-MESSAGE FILE 867 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000596 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: DUAL_SHOCK_ 

Date: Sun, 18 Oct 1998 20:53:50 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <362A474E.90DBCB3A@scee.sony.co.uk> 

References: <0O1lbdb989$2e349ce0$3304bfc3@manolo> <O01lbde526$cebc3240Sf2e832a2@gbain.wa 
v.scee.sony.co.uk> <0lbdba26$2857acc0$b5bff7c2@manolo> <3621ED2F.6DA361B0@datasys.ne 
t> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Darco wrote: 

> 

> I've been thinking about this. The only way to figure this out would be 
> to reverse engineer a game that uses the feedback system. 


Aside from the legal issues (I don't know if there are any), Dual Shock capability, 
like all 
controller and memcard communication, is extremely convoluted and complicated (even 
prof. developers 

have trouble getting it right). It's not just writing "Wobble with a value of 255" t 
o address 

Oxabc123. Reverser engineering it is not worth the effort. 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
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== Developer Support Engineer - Sony Computer Entertainment Europe 


How come you never hear about gruntled employees? 
—-MESSAGE FILE 867 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000596 


—-MESSAGE FILE 868 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000597 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC output 

Date: Sun, 18 Oct 1998 22:17:21 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1dh4346.175cvno1b10658N@a1-88-103.a1.nl1> 

References: <36239DF2.7A4D3E7C@revolution.co.uk> <3624CE77.C52941F2@ndirect.co.uk> Հ 
ldgwzfs.tdcsoqlvxqyhsN@al-88-120.al.nl> <36262B07.FD3F71A5@augsburg.baynet.de> <3626 
2F9B.D23C2F48@ndirect.co.uk> <362777F3.4CC4595F@augsburg.baynet.de> <36278756.A89FFO 
CF@ndirect.co.uk> <36279092.697AAD8 9@augsburg.baynet .de> 

NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 


loonybit <bal24908@augsburg.baynet.de> wrote: 


> Yep, i can only agree, especially for the NY price. 
> 


Even for the price they count now... 


DEnnis.. 
—-MESSAGE FILE 868 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000597 


-—-MESSAGE FILE 869 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000598 
Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve_davison@yahoo.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Redirecting output from gcc in dos? 

Date: Thu, 22 Oct 1998 08:53:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <70mo78$7i8@chuka.playstation.co.uk> 
NNTP-Posting-Host: sdar.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This is going to make me sound like a total lamer but, how do I redirect the 
error list generated by gcc at the dos prompt to either a printer, or by 
preference, a file. I’m certain this can be done as I remember having to do 
this way back when I was using COBOL, but I`1ll be buggered if I can remember 
how to do it. 


—-MESSAGE FILE 869 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000598 


—-MESSAGE FILE 870 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000599 
Path: chuka.playstation.co.uk!news 

From: Ben J <BJD3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Yaroze and Macs....(oh boy...) 
Date: Mon, 26 Oct 1998 10:28:18 +0000 
Organization: University of Brighton 

Lines: 16 

Message-ID: <36344EC2.6898@bton.ac.uk> 
NNTP-Posting-Host: itsuitel39.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


Hi all, 
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I've just recently (well three weeks ago) gotten my NY, but I'm having a 
little trouble getting it to work with my Mac. (Please; no sick jokes 
about it serving me right etc...) I've bought what I *think* are the 
right cables, but attempting to connect using PSComUtil gives me an 
error message along the lines of 'hardware interrupt at 0x0'. 


And before anybody says anything; yes I've checked the cables are firmly 
connected/baud rate is 9600 bps etc... 


Are my cables wrong? Or is there something wrong with the yaroze itself? 


Ben 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
—-MESSAGE FILE 870 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000599 


—-MESSAGE FILE 871 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000600 
Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.beginners 

Subject: NY department 

Date: Mon, 26 Oct 1998 16:05:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36348FD0.EB52A5F1@immd9.informatik.uni-erlangen.de> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 69B8F7D96DB179B9F30FCCC9" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


69B8F7D96DB179B9F30FCCC9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi folks, 


sorry for my curiosity, but I would be interested if the NY department 
is a complete stand alone department at Sony, 

or if the people out there (Sarah, George, ...) are also working part 
time in the pro development group. Thanks, 


Christoph Luerig 


69B8F7D96DB179B9F30FCCC9 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hi folks, 


<P>sorry for my curiosity, but I would be interested if the NY department 
is a complete stand alone department at Sony, 

<BR>or if the people out there (Sarah, George, ...) are also working part 
time in the pro development group. Thanks, 

<PRE>Christoph Luerig</PRE> 

é&nbsp; </HTML> 


69B8F7D96DB17 9B9F30FCCC9-—- 


—-MESSAGE FILE 871 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000600 


—-MESSAGE FILE 872 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000601 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Tue, 27 Oct 1998 20:57:08 +0200 

Organization: Debri Productions 
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Lines: 36 

Message-ID: <ldhj8hi.e767usv4quccN@al-88-136.al.nl1> 
References: <36344EC2.6898@bton.ac.uk> 
NNTP-Posting-Host: al-88-136.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 32 days) 


Ben J <BUD3@bton.ac.uk> wrote: 
> Hi all, 
Hi Ben-ji չ-) 


> I've just recently (well three weeks ago) gotten my NY, but I'm having a 
> little trouble getting it to work with my Mac. (Please; no sick jokes 
> about it serving me right etc...) 


Hey, you're not alone. There are quite a lot օք mac-using NY members. 
Ira Rainey, Philip Gooch, Paul Harvey and of course.. myself. 


>I've bought what I *think* are the 
> right cables, but attempting to connect using PSComUtil gives me an 
> error message along the lines of 'hardware interrupt at 0x0'. 


Well, there seem to be two cables that fit, but only one that works. 
Don't ask me witch is the right one and how to call it. I have a working 
convertion cable and I got it with my digital camera (Agfa ePhoto 307). 
It came with a PC-cable and a mac-converter piece. I never use the PC 
cable that came with it, a normal printercable works fine. This way I 
can use the converter part for the Yaroze. 

As you may have noticed, I suspect your cable is the problem. But don't 
ask me any technical stuff. I can't even code.. 


Succes.. 

DEnnis.. (~madmac) 

> And before anybody says anything; yes I've checked the cables are firmly 
> connected/baud rate is 9600 bps etc... 

> Are my cables wrong? Or is there something wrong with the yaroze itself? 
— Ben 


—-MESSAGE FILE 872 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000601 


—-MESSAGE FILE 873 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000602 

Path: chuka.playstation.co.uk!news 

From: "Carl" <noa@knoware.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Tue, 27 Oct 1998 22:51:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <715f9vSfj63@chuka.playstation.co.uk> 

References: <36344EC2.6898@bton.ac.uk> 
<ldhj8hi.e767usv4quccN@al-88-136.al.nl> 

NNTP-Posting-Host: dynaisdn-231.knoware.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


I do believe that it is your cable. 

I am using an old mac to modem cable that has a serial looking connection on 
the end. 

I was lucky as It is one of those cables I picked up along the way while 
using macs. 


I also need a special adapter between it and the psx cable. 


See if you can find the other cable varient that is compatible with the mac. 
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better still the mac tools have proven to be a very crap in comparison to 
the PC 
"man" there is a big difference. 


If can pick up a dirt cheap 386 pc i am almost sure you will have a lot more 
pleasure. 


I am sometimes using an old toshsiba labtop 386 4mb and appart from the dos 
crippling 
it becomes quite a pleasure to use when i use it. 


of course I had no cd rom drive and had to do manual disk/file transfers but 
with careful totting 
around I managed to get the system up and running. 


I got myself a G3 system and I'm quite proud of it but linked to the NY is 
not a very happening event. 
—-MESSAGE FILE 873 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000 


——MESSAGE FILE 874 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/0 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Wed, 28 Oct 1998 14:31:53 +0000 

Organization: University of Brighton 

Lines: 29 

Message-ID: <36372AD9.5B78@bton.ac.uk> 

References: <36344EC2.6898@bton.ac.uk> 
<ldhj8hi.e767usv4quccN@al—-88-136.al.nl> <715f9v$fj63@chuka. 

ion.co.uk> 

NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


RE: the cable; 


Well I think I'll have it sorted by tommorow. I've ordered the PalmPilot 
Mac Pac which *apparently* will work. Unfortunately MacWarehouse UK 
weren't very forthcoming on me having a refund for the other cables, as 
I was the one at fault. (Plus they've been used.) So, so far I've spent 
£20 on cables (and no result) and the palmpilot stuff was another £30. 
Hoo boy. 


> the mac tools have proven to be a very crap in comparison 
> to the PC... 


Get a PC? No way! I've spent my entire Uni term evangalising the Mac; 
I'm not selling out. No way. 


> I got myself a G3 system and I'm quite proud of it but linked to the 
> NY is not a very happening event. 


Well I've used Virtual PC on an iMac (albeit briefly) and Win95 seemed 
to run just as fast as on the Uni's own PCs... ;-) I was planning on 
buying RealPC so I could use just the DOS utilities... 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 874 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000 


—-MESSAGE FILE 875 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/0 
Path: chuka.playstation.co.uk!news 
From: BJ <b jd3@bton.ac.uk> 
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00602 


0000603 


playstat 


00603 


0000604 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 
Date: Wed, 28 Oct 1998 14:34:41 +0000 
Organization: University of Brighton 

Lines: 16 

Message-ID: <36372B81.360B@bton.ac.uk> 
References: <36344EC2.6898@bton.ac.uk> <ldhj8hi.e767usv4quccN@al-—88-136.al.nl1> 
NNTP-Posting-Host: 194.81.200.30 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


> Hi Ben-ji ;-) 
Do not, repeat do not, EVER CALL ME BENJI. 


As for the cable situation, I'll find out if it's sorted tomorrow. (see 
post below) If THAT doesn't work, then I'm going to Maplin's and buying 
the neccessary parts to MAKE one. (The CodeWarrior manual has the 
pin-out, so it shouldn't be too hard.) 


Ben չ-| 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 875 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000604 


—-MESSAGE FILE 876 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000605 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Win/Mac 3D Modeller upgraded 

Date: Wed, 28 Oct 1998 15:20:45 +0000 

Organization: University of Brighton 

Lines: 11 

Message-ID: <3637364D.FA@bton.ac.uk> 

References: <3581FDD8.321F@home.com> <ldal8t6.loayrbqlfi6xaiN@al-—88-127.al.nl1> 
NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


So how much will the student discount take it to? I can't afford over 
£100 really. But then I am only using Extreme 3D v1.0.2 at the 
moment...*pants*... 

Ben 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 876 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000605 


—-MESSAGE FILE 877 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000606 

Path: chuka.playstation.co.uk!news 

From: "Carl" <noa@knoware.nl> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Wed, 28 Oct 1998 23:42:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <718613Sfj65@chuka.playstation.co.uk> 

References: <36344EC2.6898@bton.ac.uk> 
<ldhj8hi.e767usv4quccN@al-88-136.al.nl> <36372B81.360B@bton.ac.uk> 
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NNTP-Posting-Host: dynaisdn-45.knoware.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Ben do let me know if you have any luck with the emulators. 

Of course I tried Virtual PC and found that I could not get the ports 
connected. 

But that was version 1 


Good luck 
—-MESSAGE FILE 877 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000606 


—-MESSAGE FILE 878 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000607 
Path: chuka.playstation.co.uk!news 
From: BJ <b jd3@bton.ac.uk> 
Newsgroups: scee.yaroze.beginners 
Subject: Re: Yaroze and Macs....(oh boy...) 
Date: Thu, 29 Oct 1998 10:23:33 +0000 
Organization: University of Brighton 
Lines: 15 
Message-ID: <36384225.44D9@bton.ac.uk> 
References: <36344EC2.6898@bton.ac.uk> 
<ldhj8hi.e767usv4quccN@al-88-136.al.nl> <36372B81.360B@bton.ac.uk> 
<718613Sf365@chuka.playstation.co.uk> 
NNTP-Posting-Host: itsuite62.it.bton.ac.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03Gold (Win95; I) 


> I tried Virtual PC and found that I could not get the ports connected. 


Good point. Although in all honesty I was only thinking of using an 
emulator for the utilities (i.e. for converting files etc.) and using 
the Mac as a programming environment. Anyway - why don't the ports work? 
It shouldn't be THAT difficult to make an emulator access com ports, 
right? 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 878 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000607 


—-MESSAGE FILE 879 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000608 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Thu, 29 Oct 1998 10:33:29 +0000 

Organization: University of Brighton 

Lines: 19 

Message-ID: <36384479.2F4D@bton.ac.uk> 

References: <35AFC525.5495@virgin.net> 

NNTP-Posting-Host: itsuite62.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:608 scee.yaroze.freetalk.english 
22882 


> If any of you know of anything decent that CodeWarrior CAN do, then 
> please let me know, cos I just don't get it! 


Well I've got a Mac, the system for which CodeWarrior was designed, and 
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to be honest I'm not surprised so many PC users hate it. It looks like a 
Mac program, and it has many Mac-like quirks (like not being able to 
max/minimize text windows etc.). That said, it is very stable on a Mac, 
and makes the entire dev. process integrated. Also, once I get CW Prof. 
for my Mac, I'll be able to develop for the NY, Mac and PC all from one 
application. I don't know about the PC version, but the debugger in the 
Mac vers. is pretty damned lush. 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http: //www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 879 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000608 


—-MESSAGE FILE 880 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000006 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Invisible memory card...? 

Date: Thu, 29 Oct 1998 10:37:44 +0000 
Organization: University of Brighton 
Lines: 19 

Message-ID: <36384578.2637@bton.ac.uk> 
NNTP-Posting-Host: itsuite62.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


Hey, 


AS some may know, I'm still waiting for the right cables to connect my 
Mac to the NY, but in the meantime can somebody explain why the NY 
doesn't recognise that there is a memory card in port 2? When I start up 
from the black bootdisk with the access card in port 1, anda 
(formatted) memory card in port 2, it says MEMORY CARD: NOT FOUND. 


The card has loads of space on it, (although there is a Gran Turismo 
save on there also) so why is it not being recognised? Is this something 
to do with the comm. cable not being connected? Please help. 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 880 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000609 


—-MESSAGE FILE 881 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000006 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Invisible memory card...? 

Date: Thu, 29 Oct 1998 11:12:21 -0000 

Organization: SCEE 

Lines: 21 

Message-ID: <MPG.10a25deca699f6b0989682@www.netyaroze-europe. com> 
References: <36384578.2637@bton.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


In article <36384578.2637@bton.ac.uk>, bjd3@bton.ac.uk says... 

> Hey, 

> 

> AS some may know, I'm still waiting for the right cables to connect my 
> Mac to the NY, but in the meantime can somebody explain why the NY 
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doesn't recognise that there is a memory card in port 2? When I start up 
from the black bootdisk with the access card in port 1, anda 
(formatted) memory card in port 2, it says MEMORY CARD: NOT FOUND. 


The card has loads of space on it, (although there is a Gran Turismo 
save on there also) so why is it not being recognised? Is this something 
to do with the comm. cable not being connected? Please help. 


Ben ;-) 


VVVVVVVV VV 


The memory card is fine. It just doesn't have a baud rate setting on it. 
Read the Net Yaroze FAQ for more information. 


George 
—-MESSAGE FILE 881 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000610 


-—-MESSAGE FILE 882 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000611 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Invisible memory card...? 

Date: Thu, 29 Oct 1998 11:24:08 +0000 

Organization: University of Brighton 

Lines: 12 

Message-ID: <36385058.606E@bton.ac.uk> 

References: <36384578.2637@bton.ac.uk> <MPG.10a25deca699f6b0989682@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: itsuite62.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


> Read the Net Yaroze FAQ for more information. 


OK, so the FAQ says use SIOCONS to format a baud rate...mmm. But I have 
a Mac, and thus cannot use SIOCONS. How do I do it with a Mac? 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 882 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000611 


—-MESSAGE FILE 883 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000612 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Memory card saving PSComUtil settings... 
Date: Fri, 30 Oct 1998 12:27:39 +0000 
Organization: University of Brighton 

Lines: 13 

Message-ID: <3639BOBB.6FA1@bton.ac.uk> 
NNTP-Posting-Host: itsuite36.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


I know this should be easy, but I can't seem to get PSComUtil to save 
the settings for my download rate. I've formatted the mem card, and it's 
in port 2. So when I set the rate to higher than 9600 bps, why doesn't 
it save it? Is it done automatically? The manuals don't seem to be much 
help... 


Ben 
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Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 883 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000612 


—-MESSAGE FILE 884 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000613 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card saving PSComUtil settings... 
Date: Fri, 30 Oct 1998 14:15:53 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 18 

Message-ID: <3639CA19.F55CEA9E@scee.sony.co.uk> 
References: <3639BOBB.6FA1@bton.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


BJ wrote: 

> 

> I know this should be easy, but I can't seem to get PSComUtil to save 
> the settings for my download rate. 


Use siocons to create the baud rate memory card file (see the FAQ for details). Befo 
re you point out 

that siocons doesn't work on a Mac, the source to siocons is available on the websit 
e — if you can 

recompile it to work for the Mac, then there's your solution. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A male and his money are soon fools. 
—-MESSAGE FILE 884 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000613 


—-MESSAGE FILE 885 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000614 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card saving PSComUtil settings... 
Date: 30 Oct 1998 16:13:49 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 27 

Message-ID: <7lcojt$p711@chuka.playstation.co.uk> 
References: <3639BOBB.6FA1@bton.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 

Have you been reading the Code Warrior manuals? 

Check pages 139-142 and the NY codewarrior and Ny mac 
newsgroups. 


Regards, 
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In article <3639B0BB.6FA1@bton.ac.uk>, bjd3@bton.ac.uk says... 

> 

>I know this should be easy, but I can't seem to get PSComUtil to save 
>the settings for my download rate. I've formatted the mem card, and it's 
>in port 2. So when I set the rate to higher than 9600 bps, why doesn't 
>it save it? Is it done automatically? The manuals don't seem to be much 
>help... 


>Screw you guys; I'm going home. Talking poo is where I draw the line. 
> — Cartman 

> 

>http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
>http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 


—-MESSAGE FILE 885 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000614 


—-MESSAGE FILE 886 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000615 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card saving PSComUtil settings... 

Date: Fri, 30 Oct 1998 16:15:20 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <3639F618.6BFC@bton.ac.uk> 

References: <3639B0BB.6FA1@bton.ac.uk> <3639CA19.F55CEA9E@scee.sony.co.uk> 
NNTP-Posting-Host: itsuite220.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


> the source to siocons is available on the website - if you can 
> recompile it to work for the Mac, then there's your solution. 


OK, so you're saying I have to use a Mac compiler (e.g. CodeWarrior 
prof.) to create my own Mac version of SIOCONS? Surely this isn't how 
other Mac users save their settings? Couldn't I just get a PC to do the 
formatting for me? 


Ben 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 886 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000615 


—-MESSAGE FILE 887 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000616 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card saving PSComUtil settings... 

Date: Fri, 30 Oct 1998 18:10:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <363A012E.DDEC365@mcmail.com> 

References: <3639BOBB.6FA1@bton.ac.uk> <3639CA19.F55CEA9E@scee.sony.co.uk> <3639EF618 
. OBFC@bton.ac.uk> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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If I remember correctly, I think you have to use the Debugger to do this. I 
might be talking complete plop, as I am at work and haven't got the stuff 
in front of me, but I think I remember having the same problem as 

yourself. Try it out...... 


Tones 
Who still hasn't got his lovely silver memory card he won for having PSS 
(Cmon Sony!!) 


—-MESSAGE FILE 887 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000616 


-—-MESSAGE FILE 888 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000617 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Sat, 31 Oct 1998 11:40:28 +0100 

Organization: Debri Productions 

Lines: 39 

Message-ID: <ldhrf13.wlxb83m9dpdwN@al1-88-106.a1l.nl1> 

References: <36344EC2.6898@bton.ac.uk> <ldhj8hi.e767usv4quccN@al-88-136.al.nl> <715f 
9v$f£j63@chuka.playstation.co.uk> <36372AD9.5B78@bton.ac.uk> 

NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


BJ <b jd3@bton.ac.uk> wrote: 
RE: the cable; 


Well I think I'll have it sorted by tommorow. I've ordered the PalmPilot 
Mac Pac which *apparently* will work. Unfortunately MacWarehouse UK 
weren't very forthcoming on me having a refund for the other cables, as 
I was the one at fault. (Plus they've been used.) So, so far I've spent 
20 on cables (and no result) and the palmpilot stuff was another 30. 
Hoo boy. 


VVVVVVVV 


Why not try the agfa-cable, like I use. I think you can buy them 
seperate for a fiver.. And MacWarehouse in Holland is not much better. 
They delivered somthing wrong and now, 2 months later they still did not 
refund my money. 


> the mac tools have proven to be a very crap in comparison 
> to the PC... 


> 
> 
> 
> Get a PC? No way! I've spent my entire Uni term evangalising the Mac; 
> I'm not selling out. No way. 


Same here!! 


> I got myself a G3 system and I'm quite proud of it but linked to the 
> NY is not a very happening event. 


Well I've used Virtual PC on an iMac (albeit briefly) and Win95 seemed 
to run just as fast as օո the Uni's own PCs... ;-) I was planning on 
buying RealPC so I could use just the DOS utilities... 


V V V V V V 


Our dear friend Paul Harvey took his G3 powerbook to the NY short 
course. He was running VirtualPC 2 and it was faster than the 
sufisticated systems they used on the Middlesex Uni. Robert said that 
coursed by a unknown reason the systems run slower than they should. 
Paul was running 3D studio Max on his G3 at a great speet and without 
any trouble. He was able to do it all on his G3 without trouble. 


DEnnis.. 
—-MESSAGE FILE 888 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000617 


—-MESSAGE FILE 889 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000618 
Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Sat, 31 Oct 1998 11:40:32 +0100 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldhrfxa.y0Owyj514uemcrN@al-88-106.a1.nl1> 

References: <36344EC2.6898@bton.ac.uk> <ldhj8hi.e767usv4quccN@al-88-136.al.nl> <3637 
2B81.360B@bton.ac.uk> <718613Sf7j65@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


Carl <noa@knoware.nl> wrote: 


Ben do let me know if you have any luck with the emulators. 

Of course I tried Virtual PC and found that I could not get the ports 
connected. 

But that was version 1 


V V V V 


I had the same problem, but I did see Paul work perfectly with version2. 


DEnnis.. 
—-MESSAGE FILE 889 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000618 


—-MESSAGE FILE 890 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000619 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Invisible memory card...? 

Date: Sat, 31 Oct 1998 11:40:34 +0100 

Organization: Debri Productions 

Lines: 25 

Message-ID: <ldhrglm.abqrdkdpm1z9N@al1-88-106.al1.nl1> 
References: <36384578.2637@bton.ac.uk> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


BJ <bjd3@bton.ac.uk> wrote: 
Hey, 


AS some may know, I'm still waiting for the right cables to connect my 
Mac to the NY, but in the meantime can somebody explain why the NY 
doesn't recognise that there is a memory card in port 2? When I start up 
from the black bootdisk with the access card in port 1, anda 
(formatted) memory card in port 2, it says MEMORY CARD: NOT FOUND. 


The card has loads of space on it, (although there is a Gran Turismo 
save on there also) so why is it not being recognised? Is this something 
to do with the comm. cable not being connected? Please help. 


VVVVVVVVVVV VV 


Ben ;-) 


I had the same problem, and so I worked at the low speed the first 
months. At the short course I noticed that the powerbooks did work at 
higher speeds so I started finding out why it did not wok on my system. 
I think I trew the prefs of PScomUtil away and the next time I started 
it up, it asked at what speed I want to work. Then I said a higher speed 
(the highest speed is not possible with mac, if I remember well). Then 
It saved the bautrate to the memorycard. And now it works fine. 


DEnnis.. 
—-MESSAGE FILE 890 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000619 


—-MESSAGE FILE 891 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000620 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory card saving PSComUtil settings... 

Date: Sat, 31 Oct 1998 11:40:36 +0100 

Organization: Debri Productions 

Lines: 19 
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Message-ID: <ldhrgdz.zfx4d21i74krnN@al—88-106.al.nl1> 

References: <3639BOBB.6FA1@bton.ac.uk> <3639CA19.F55CEA9E@scee.sony.co.uk> <3639E618 
. 6BFC@bton.ac.uk> 

NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


BJ <bjd3@bton.ac.uk> wrote: 


> the source to siocons is available on the website - if you can 
> recompile it to work for the Mac, then there's your solution. 


> 

> 

> 

> OK, so you're saying I have to use a Mac compiler (e.g. CodeWarrior 

> prof.) to create my own Mac version of SIOCONS? Surely this isn't how 

> other Mac users save their settings? Couldn't I just get a PC to do the 
> formatting for me? 

Siocons for mac would be nice, it would also be great if there would be 

a dxf2rsd and a RSDtool for mac.. 


DEnnis.. 


PS. 

I wrote in an other article how I worked your problem out (if I remember 

well). And I think its odd that 'support' said that you must use a PC to 

get that done. 

—-MESSAGE FILE 891 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000620 


—-MESSAGE FILE 892 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000621 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NY department 

Date: Sat, 31 Oct 1998 11:40:38 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldhrgj1.p4kitp1120f2wN@al-—88-106.a1.nl1> 

References: <36348FD0.EB52A5F1@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> wrote: 


69B8F7D96DB179B9F30FCCC9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi folks, 


sorry for my curiosity, but I would be interested if the NY department 
is a complete stand alone department at Sony, 

or if the people out there (Sarah, George, ...) are also working part 
time in the pro development group. Thanks, 


Christoph Luerig 


VVVVVVVVVVV VV 


not much of an answer is there? 


DEnnis.. 
—-MESSAGE FILE 892 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000621 


—-MESSAGE FILE 893 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000622 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Win/Mac 3D Modeller upgraded 

Date: Sat, 31 Oct 1998 11:40:40 +0100 

Organization: Debri Productions 

Lines: 38 

Message-ID: <ldhrgkh.1lc7bri1llzhgd9N@al-88-106.a1.nl1> 
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References: <3581FDD8.321F@home.com> <ldal8t6.loayrbqlfiéxaiN@al-88-127.al1 
364D.FA@bton.ac.uk> 

NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


BJ <bjd3@bton.ac.uk> wrote: 


> So how much will the student discount take it to? I can't afford over 
> 100 really. But then I am only using Extreme 3D v1.0.2 at the 

> moment...*pants*... 

> 

> Ben 


Well, you can do a few things. 


One: buy Hash Animation studio. They have a student discount and you 
should be able to get the 3D package for about 50 pounds. It's a rather 
good package but It woks mostly with NURBS. I know this may make things 
hard, but I know a canadian Mac-—user that used it for a great net 
yaroze-presentation. And Hash said that RSD will be supported in future 
versions. (htt://www.hash.com) 


Two: Buy old versions of the software. At local stores I can sometimes 
buy older versions of software. I just bought Photoshop 3.0.3 for a 
bargain. I still use version 3 since I still like this version better 
than 4 or 5. 


Three: Buy "Computer Arts" or "MacFormat" from Future-publishing. 
Sometimes there are complete versions of software packages on the 
coverdisks. I already got: ColourIt, Bryce, Poser, Extreme3D, Apple 
Media Tool, etc. for FREE!! All complete versions 


Four: Cinema 4D (not the XL version) can be bought for a studentprice. 
And Cinema 4D XL is for sure the best (but not yet most supported) 3D 
program for mac. Lightwave 5.6 is also availeble for mac but has a 
PC-interface. 


Five: Well..... You can try the programs by borrowing them. You know the 
illegal way. I always need to be carefull with this. I don't wan't to 
support illegal software! But I do take software from school home to try 
or use it. 


DEnnis.. 
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.nl> <3637 


—-MESSAGE FILE 893 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000622 


—-MESSAGE FILE 894 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000623 


Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Mon, 02 Nov 1998 11:21:53 +0000 

Organization: University of Brighton 

Lines: 17 

Message-ID: <363D95D1.6DC@bton.ac.uk> 

References: <36344EC2.6898@bton.ac.uk> <ldhj8hi.e767usv4quccN@al-—88-136.al 


1-88-106.al.n1> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


Our dear friend Paul Harvey took his G3 powerbook to the NY short 
course. He was running VirtualPC 2 and it was faster than the 
sufisticated systems they used on the Middlesex Uni. Robert said that 
coursed by a unknown reason the systems run slower than they should. 
Paul was running 3D studio Max on his G3 at a great speet and without 
any trouble. He was able to do it all on his G3 without trouble. 


VVVVVV 


Dammit I want a G3! Any generous folks listening out there? Please Mr 
Satan Claws; buy me a G3...I'll be a good boy, honest! 


.nl> <715£ 
9v$f£j63@chuka.playstation.co.uk> <36372AD9.5B78@bton.ac.uk> <ldhrf13.wlxb83m9dpdwN@a 
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Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 


- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 894 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000623 


—-MESSAGE FILE 895 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000624 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Win/Mac 3D Modeller upgraded 

Date: Mon, 02 Nov 1998 11:31:10 +0000 

Organization: University of Brighton 

Lines: 54 

Message-ID: <363D97FD.507E@bton.ac.uk> 

References: <3581FDD8.321F@home.com> <ldal8t6.loayrbgqlfiéxaiN@al-88-127.al.nl> ՀՅ637 
364D.FA@bton.ac.uk> <ldhrgkh.1lc7brillzhgd9N@al1-88-106.al.n1> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


OK, so which do I do...? 


One: buy Hash Animation studio. They have a student discount and you 
should be able to get the 3D package for about 50 pounds. It's a 
rather good package but It woks mostly with NURBS. I know this may 
make things hard, but I know a canadian Mac-user that used it fora 
great net yaroze-presentation. And Hash said that RSD will be 
supported in future versions. 


V V V V V V 


OK, so is it any good with ploygons? I'm really not very experienced in 
3D modelling, although I imagine it wouldn't take long to get used to 
it... I'm prepared to pay £50 for it though, so if it'll do what I need 
TLL go- fer ԼԵ. 


Two: Buy old versions of the software. At local stores I can sometimes 
buy older versions of software. I just bought Photoshop 3.0.3 for a 
bargain. I still use version 3 since I still like this version better 
than 4 or °. 


V V V v 


Well I already have Photoshop 5 courtesy of my university, but what 
older versions would be any good...? 


Three: Buy "Computer Arts" or "MacFormat" from Future-publishing. 
Sometimes there are complete versions of software packages on the 
coverdisks. I already got: ColourIt, Bryce, Poser, Extreme3D, Apple 
Media Tool, etc. for FREE!! All complete versions 


V V V V 


I buy MacFormat regularly, but I'm not sure those packages are as good 
as those I can buy... 


Four: Cinema 4D (not the XL version) can be bought for a studentprice. 
And Cinema 4D XL is for sure the best (but not yet most supported) 3D 
program for mac. Lightwave 5.6 is also availeble for mac but has a 
PC-interface. 


V V V V 


I want LightWave 3D SO BAD! But it costs over a grand, and you need a G3 
to get the best out of it....geez...I need a G3....! 


Five: Well..... You can try the programs by borrowing them. You know 
the illegal way. I always need to be carefull with this. I don't wan't 
to support illegal software! But I do take software from school home 
to try or use it. 


V V V V 


Well all would be fine, but I wouldn't be able to get them anyway. The 
Macs at uni have got Extreme 3D 2... is that any good? 
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Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
—-MESSAGE FILE 895 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000624 


—-MESSAGE FILE 896 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000625 
Path: chuka.playstation.co.uk!paul.hannington 

From: paul.hannington@luton.ac.uk (Paul H) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze and Macs....(oh boy...) 

Date: Mon, 02 Nov 1998 17:10:35 +0000 

Organization: Bad Monkey Media 

Lines: 29 

Message-ID: <paul.hannington-0211981710350001@paul.luton.ac.uk> 
References: <36344EC2.6898@bton.ac.uk> 

NNTP-Posting-Host: paul.luton.ac.uk 

X-Newsreader: MT-NewsWatcher 2.4 


Ben, 
Do not give in to the PC pressure - I am using a Mac with no problems (so 
far !) to develop for the Yaroze (using CodeWarrior). I use the MacAdapter 


kit for the 3Com PalmPilot as a friend told me that would work and I 
already had a PalmPilot. 


The Mac has the best of both worlds as you can drop into Windows using 
Virtual PC to run other utilities when you have to ! 


Paul 


In article <36344EC2.6898@bton.ac.uk>, Ben J <BJD3@bton.ac.uk> wrote: 
Hi all, 


I've just recently (well three weeks ago) gotten my NY, but I'm having a 
little trouble getting it to work with my Mac. (Please; no sick jokes 
about it serving me right etc...) I've bought what I *think* are the 
right cables, but attempting to connect using PSComUtil gives me an 
error message along the lines of 'hardware interrupt at 020'. 


And before anybody says anything; yes I've checked the cables are firmly 
connected/baud rate is 9600 bps etc... 


Are my cables wrong? Or is there something wrong with the yaroze itself? 


VVVVVVVVVVVV VV 


Ben 
—-MESSAGE FILE 896 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000625 


—-MESSAGE FILE 897 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000626 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Win/Mac 3D Modeller upgraded 

Date: Mon, 2 Nov 1998 21:23:40 +0200 

Organization: Debri Productions 

Lines: 31 

Message-ID: <ldhvtf6.1s5vq4424p7wN@al-88-127.al.nl1> 

References: <3581FDD8.321F@home.com> <ldal8t6.loayrbgqlfi6éxaiN@al-88-127.al.nl> ՀՅ637 
364D.FA@bton.ac.uk> <ldhrgkh.1lc7brlllzhgd9N@al-88-106.al.n1l> <363D97FD.507E@bton.ac. 
uk> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 


BJ <bjd3@bton.ac.uk> wrote: 
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> Well all would be fine, but I wouldn't be able to get them anyway. The 
> Macs at uni have got Extreme 3D 2... is that any good? 

> 

> Ben :-) 


Well, do you want a nice reaction or the painfull truth?? I'll be 
honest. I love (!!!!!!) MacroMedia! I think the world of Director and 
FreeHand is much better than Illustrator IMHO. But.... 

Xres and Extreme3D suck!! Both could be found at coverCD's for free in 
the past (older versions). I'm taking a look at my 4-year collection of 
MacFormat CD's and see here... 


CD MF53 August 1997..... Extreme 3D version 1.0 FOR FREE!!! 
CD MF47 February 1997... xRes version 2.0 FOR FREE! | 
Well... I must correct you that LightWave 5.6 works great on my 


Powerbook 1400c (166) and my PPC8500av (120) can handle it too without 
any problems. So you don't even need a G3. But I can recomend a large 
screen for Lightwave. And again... It's realy a PC program so It's not 
as easy as other 3D programs on Mac. 

You could also think about Amapi. That is an odd program and I don't 
like it. But it supposed to be cheap.. 

For Hash I can give you the mailadres of the SCEA-member that uses it. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 897 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000626 


—-MESSAGE FILE 898 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000627 
Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: angles, angles 

Date: Tue, 17 Nov 1998 21:20:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <72spa7Sdvm12@chuka.playstation.co.uk> 
NNTP-Posting-Host: client1531.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 
Could someone please give me a few pointers about using trig functions. 


I have this sprite that rotates left and right, and what I want to do is 
move it in the direction it is pointing when you press forward (up). 


The way I thought of doing it is finding the angle the sprite is at from 0, 
say (a), calculating using sin(a) and cos(a) to get the x and y distances to 
move. However, I realise that the accuracy of this is no good, its either 
going to be 0,0 1,1 1,0 or 1,1 and there's probably a whole bunch of 
other 
problems too. Basically I need a shove in the right direction (a big shove 
maybe!) 


Help! 


Darren 


—-MESSAGE FILE 898 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000627 


-—-MESSAGE FILE 899 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000628 
Path: chuka.playstation.co.uk!news 
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From: "Darren Jackson" <darren@tang.globalnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Tue, 17 Nov 1998 21:50:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <72sr28Sdvm13@chuka.playstation.co.uk> 
References: <72spa7Sdvm12@chuka.playstation.co.uk> 
NNTP-Posting-Host: client128f.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


HHmmm... 


The previous message isn't quite right, I am confusing myself at the minute 
| | 


The thing is how do Լ get the correct x and y values according to the angle. 
I know that x and y can only be integers but I need to know how many pixels 
across for every one up, for example. ( I have had a hard day at work and I 
trying to figure this out now!!). 


Darren 


—-MESSAGE FILE 899 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000628 


—-MESSAGE FILE 900 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000629 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Wed, 18 Nov 1998 10:01:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <3652971c.228584498@news.playstation.co.uk> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvml13@chuka.playstation.c 
o.uk> 

NNTP-Posting-—Host: p38-guillemot-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 17 Nov 1998 21:50:40 -0000, "Darren Jackson" 
<darren@tang.globalnet.co.uk> wrote: 


>HHmmm... 

> 

>The previous message isn't quite right, I am confusing myself at the minute 
>!! 

> 

>The thing is how do I get the correct x and y values according to the angle. 
>I know that x and y can only be integers but I need to know how many pixels 
>across for every one up, for example. ( I have had a hard day at work and I 
>trying to figure this out now!!). 

> 

>Darren 

> 

> 


To compute the trajectory the following bit of maths is used; 


XV sin( angle ) * magnitude 
yv = cos( angle ) * magnitude 


( where angle is the angle relative to the horizon and magnitude is 
the overall speed of the sprite in pixels per game cycle ) 


If you apply xv and yv to your sprites x and y co-ordinates the sprite 
will move in a straight line path from its point of origin. 


To get around the floating point problem you'll need a fixed point 
trig library. There are a couple floating around, two I know of can 
be found at http://www.netyaroze-europe.com/~shaughnj or 
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http://www.netyaroze-europe.com/~nslaven 
Richard. 


—-MESSAGE FILE 900 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000629 


—-MESSAGE FILE 901 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000630 
Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Wed, 18 Nov 1998 19:50:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <365324F5.258FE38Bécthullu. freeserve.co.uk> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971cC.228584498@news.playstation.co.uk> 

NNTP-Posting-Host: modem—-59.polonium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Richard Cutting wrote: 


On Tue, 17 Nov 1998 21:50:40 -0000, "Darren Jackson" 
<darren@tang.globalnet.co.uk> wrote: 


>HHmmm... 

> 

>The previous message isn't quite right, I am confusing myself at the minute 
>!! 

> 

>The thing is how do I get the correct x and y values according to the angle. 
>I know that x and y can only be integers but I need to know how many pixels 
>across for every one up, for example. ( I have had a hard day at work and I 
>trying to figure this out now!!). 

> 

>Darren 

> 

> 


To compute the trajectory the following bit of maths is used; 


xv sin( angle ) * magnitude 
yv = cos( angle ) * magnitude 


( where angle is the angle relative to the horizon and magnitude is 
the overall speed of the sprite in pixels per game cycle ) 


If you apply xv and yv to your sprites x and y co-ordinates the sprite 
will move in a straight line path from its point of origin. 


To get around the floating point problem you'll need a fixed point 
trig library. There are a couple floating around, two I know of can 
be found at http://www.netyaroze-europe.com/~shaughnj or 
http://www.netyaroze-europe.com/~nslaven 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Richard. 


An even better method would be to use the internal matrix functions of the Yaroze 


e.g. RotMatrixxX (or Y or Z), that will give cos (angle) and sin(angle) in GTE 
fixed point values e.g. 4096 = 1.0, look it up in the library reference 


Cheers 


Jake 


Jake Turner : Token Rocket Scientist 
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Practice VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 901 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000630 


—-MESSAGE FILE 902 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000631 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Thu, 19 Nov 1998 00:06:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <72vnstSolq4@chuka.playstation.co.uk> 

References: <72spa7Sdvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <365324F5.258FE38Bécthullu.freeser 
ve.co.uk> 

NNTP-Posting-Host: 195.232.123.96 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jake Turner wrote in message <365324F5.258FE38B@écthullu.freeserve.co.uk>... 
>An even better method would be to use the internal matrix functions of the 
Yaroze 
>e.g. RotMatrixX (or Y or Z), that will give cos (angle) and sin(angle) in 
GTE 
>fixed point values e.g. 4096 = 1.0, look it up in the library reference 


& don't forget to set up the identity matrix lst! 
but how would you get acos(x) asin(x) etc from the yaroze libs in this case? 
cheers 


Nick S 


—-MESSAGE FILE 902 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000631 


—-MESSAGE FILE 903 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000632 
Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Thu, 19 Nov 1998 20:24:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <73lup3Solq9@chuka.playstation.co.uk> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvml13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> 

NNTP-Posting-Host: client15e0.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Richard Cutting wrote in message 
<3652971cC.228584498@news.playstation.co.uk>... 

>On Tue, 17 Nov 1998 21:50:40 -0000, "Darren Jackson" 
><darren@tang.globalnet.co.uk> wrote: 

> 

>>HHmmm... 

>> 

>>The previous message isn't quite right, I am confusing myself at the 
minute 


Net Yaroze newsgroups message dump.txt Page 569 


>>!) 

>> 

>>The thing is how do I get the correct x and y values according to the 
angle. 

>>I know that x and y can only be integers but I need to know how many 


pixels 

>>across for every one up, for example. ( I have had a hard day at work and 
ի 

>>trying to figure this out now!!). 

>> 

>>Darren 

>> 

>> 

> 

>To compute the trajectory the following bit of maths is used; 
> 

>xv = sin( angle ) * magnitude 

>yv = cos( angle ) * magnitude 


>( where angle is the angle relative to the horizon and magnitude is 
>the overall speed of the sprite in pixels per game cycle ) 

> 
>If you apply xv and yv to your sprites x and y co-ordinates the sprite 
>will move in a straight line path from its point of origin. 


> 
>To get around the floating point problem you'll need a fixed point 
>trig library. There are a couple floating around, two I know of can 


>be found at http://www.netyaroze-europe.com/~shaughnj or 
>http://www.netyaroze-europe.com/~nslaven 

> 

>Richard. 

> 


I understand the maths, no problem, its just the fixed point trig that I am 
trying to get my head around. 

At the moment I am trying to use the rotation element of the sprite 
structure to give me an angle ? And then using this in the trig equations to 
give x and y. But what do I have to do to the rotation value to make it 
meaningful to use in trig. 


ONE=4096=ldegree, right? 
should I convert to degrees before using it in sin and cos? 


Darren 


—-MESSAGE FILE 903 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000632 


—-MESSAGE FILE 904 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000633 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Fri, 20 Nov 1998 03:50:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3654E715.74C8@manc.u-net.com> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Darren Jackson wrote: 
> ONE=4096=ldegree, right? 
> should I convert to degrees before using it in sin and cos? 
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It depends on what your sin/cos library uses. If you use my SINCOS.H 
lookup tables (see SCBUILD from my page plug plug ;-) ) then 

you can divide a full circle into whatever you want, including 
degrees if you wish: "scbuild 360" gives proper 'degree' tables, 

so to do sin(90 degrees) just do: SIN[90] in your program. 

If you use "ՏօԵս11Վ 1024" then sin(90 degrees) is SIN[256]. 

(I assume you are aware that "SIN[]" is just an array, and not 

a slow maths function like "sin()") 


The result of SIN[] is multiplied by 4096 as the fixed point scaling 
function (nothing to do with the angle argument which I think you 

are confusing it with), so when you want to refer to it in it's "true" 
form, you must bitshift it right 12 times: (SIN[angle]>>12) 


There's no reason why you should use degrees though, it's best 

and more accurate to use say 1024. For more accuracy (but more 
memory) use 4096 for a full circle. (SIN[4096] and COS[4096] tables 
would add 32Kb to the executable so not too bad anyhoo) 


Then use a pencil to ram up your nose to mash up the part of the brain 
that always wants to think in degrees. The only reason a circle was 
divided into 360 was because it was "quite near" to how many days that 
are in a year you know. End of history lesson. 8-) 

4096 is dead easy to get used to though (1024 right-angle), just be 
glad we don't have to use RADIANS! (or that mutant Gradian..) 


Jim 
(aka: Joey Joe Joe Junior Shabadoo) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 904 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000633 


-—-MESSAGE FILE 905 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000634 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Fri, 20 Nov 1998 04:14:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3654EC9C.7CO02@manc.u-net.com> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Darren Jackson wrote: 
> ONE=4096=ldegree, right? 
> should I convert to degrees before using it in sin and cos? 


I'm an idiot, as soon as I post it I get what you were getting at. 
You are using the sprite's actual .rotate value as its rotation, 
so yes 4096 == 1 degree, but this needs to be scaled to whatever 
lookup tables/trig library you are using. So if you use 360 as 
your SIN[]/COS[] size (with "scbuild 360") then just divide 

the .rotate by 4096 (>>12) to get the array index as a degree. 
Job's a good'en. 


BE SURE though to limit the range of .rotate between 0~(4096*360-1) 
when doing this (with mod %), otherwise wierd things will happen (BUG 
CITY). The best way to avoid this is to NOT use .rotate as your sprite 
angle variable, ie. store it in a STRUCT, and merely set .rotate after 
manipulating the other variables. Etc. 
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4096 = 1 degree is a pain in the arse when other structs use 
4096 as 360 degrees. Still, what can you do. 


Joey Joe joe. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 905 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000634 


—-MESSAGE FILE 906 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000635 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Sat, 21 Nov 1998 17:40:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <736vpvSekm8@chuka.playstation.co.uk> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mfs-pci-bqk-vty15.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Darren Jackson wrote in message <73lup3Solq9@chuka.playstation.co.uk>... 

>I understand the maths, no problem, its just the fixed point trig that I am 
>trying to get my head around. 

>At the moment I am trying to use the rotation element of the sprite 
>structure to give me an angle ? And then using this in the trig equations 
to 

>give x and y. But what do I have to do to the rotation value to make it 
>meaningful to use in trig. 

> 

>ONE=4096=l1degree, right? 


for sprite rotation 4096=1 degree 
for rotation transforms in 3D space 4096=360 degrees 
does anyone know why this is like this?? 


I wrote trig lib with 4096=360 degrees for the PSX functions. 
and the function values in fixed point where 4096=1.0 


eg 
sin (45deg) =0.707 


using trig lib 
SinD (45) =0.707*4096=2897 
SinP (512) -2897 


ASinD (2897) =45; // mul by 4096 to use in sprite stuff 
ASinP (2897) =512; // mul by 360 to use in sprite stuff 


in trig lib the PSX functions are quicker as the degree 
functions all do a conversion 1st on the angle to get it in PSX 
units. 


cheers 


Nick S 


—-MESSAGE FILE 906 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000635 


—-MESSAGE FILE 907 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000636 
Path: chuka.playstation.co.uk!news 
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From: "Darren Jackson" <darren@tang.globalnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Sun, 22 Nov 1998 19:57:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <739qi2Sekm13@chuka.playstation.co.uk> 

References: <72spa7Sdvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> <3654E715.74C8@manc.u-net .com> 

NNTP-Posting-Host: pFAs07a06.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Shaughnessy wrote in message <3654E715.74C8@manc.u-net.com>... 
>Darren Jackson wrote: 

>> ONE=4096=ldegree, right? 

>> should I convert to degrees before using it in sin and cos? 

> 

>It depends on what your sin/cos library uses. If you use my SINCOS.H 
>lookup tables (see SCBUILD from my page plug plug :-) ) then 

>you can divide a full circle into whatever you want, including 
>degrees if you wish: "scbuild 360" gives proper 'degree' tables, 
>so to do sin(90 degrees) just do: SIN[90] in your program. 

>If you use "scbuild 1024" then sin(90 degrees) is SIN[256]. 


>(I assume you are aware that "SIN[]" is just an array, and not 
>a slow maths function like "sin()") 
> 


>The result of SIN[] is multiplied by 4096 as the fixed point scaling 
>function (nothing to do with the angle argument which I think you 

>are confusing it with), so when you want to refer to it in it's "true" 
>form, you must bitshift it right 12 times: (SIN[angle]>>12) 


> 
>There's no reason why you should use degrees though, it's best 
>and more accurate to use say 1024. For more accuracy (but more 


>memory) use 4096 for a full circle. (SIN[4096] and COS[4096] tables 
>would add 32Kb to the executable so not too bad anyhoo) 


> 
>Then use a pencil to ram up your nose to mash up the part of the brain 
>that always wants to think in degrees. The only reason a circle was 


>divided into 360 was because it was "quite near" to how many days that 
>are in a year you know. End of history lesson. 8-) 

>4096 is dead easy to get used to though (1024 right-angle), just be 
>glad we don't have to use RADIANS! (or that mutant Gradian..) 


After a bit of thinking and a lot of trial and error, I came up with this, 
which kinda does what I want but the sprite moves way to fast. Also, I am 
not really sure what is going on, and I am not sure as to the accuracy (i.e. 
how may different paths are they between 0 and 90degrees? and how do I get 
more?) I am using the trig library generated by scbuild 4096. Am I on the 
right track? 


basically I want the sprite (tank) to move forward in the direction its 
pointing, but I want it to go quite slowly. 


code snippet 


if (PAD & PADup } 
{ 
tank1.x_speed=(SIN[tankl.sprite.rotate/360]>>9); 
tank1l.y_speed=- (COS [tankl.sprite.rotate/360]>>9); 
MovePlayer(); 
} 


if (PAD & PADdown ) 


{ 
} 


if (PAD & PADright ) 
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{ 
tankl.sprite.rotate+=ONE; 


} 


if (PAD & PADleft ) 


{ 
tankl.sprite.rotate-=ONE; 


} 


void MovePlayer () 

{ 

tankl.sprite.x += tank1l.x_speed; 
tankl.sprite.y += tankl.y_speed; 
} 


Darren 


-—-MESSAGE FILE 907 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000636 


—-MESSAGE FILE 908 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000637 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Sun, 22 Nov 1998 22:09:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <36588BB6.65EC@manc.u-net.com> 

References: <72spa7$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> <3654E715.74C8@manc.u-net.com> <739qi2Sekm13@chuka.playstation.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Darren Jackson wrote: 
> how may different paths are they between 0 and 90degrees? and how do 


There are 1024 finite directions between 0 and 90 degrees if you use 
SCBUILD 4096. That should be plenty enough for the vast majority 

of projects. Use of velocity vectors effectively increases this too. 
(which you are already using) 


So yes you are on the right track but you're making a classic error -- 
you are losing the 'resolution' by storing the tank's speed in its 
real (ie. non simulated floating point) form (by doing the >>9 in 

the wrong place). 


So, looking at the code you posted: 


> if (PAD & PADup } 

> { 

> tank1.x_speed=(SIN[tankl.sprite.rotate/360]>>9); 
> tank1l.y_speed=- (COS [tankl.sprite.rotate/360]>>9); 
> MovePlayer(); 

> } 

> void MovePlayer () 

> A 

> tankl.sprite.x += tankl.x_speed; 

> tankl.sprite.y += tankl.y_speed; 

> ) 


It should actually be: 


if (PAD & PADup } 
{ 
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tank1l.x_speed = SIN[tankl.sprite.rotate/360]; 
tankl.y_speed = -COS[tankl.sprite.rotate/360]; 
MovePlayer(); 
} 
void MovePlayer () 
{ 
tankl.sprite.x += tankl.x_speed>>12; // can use >>9 
tankl.sprite.y += tankl.y_speed>>12; // or whatever 
} 


You should find that you can get the tank to go as slowly as 

you want. Bear in mind that the x_speed and y_speed velocity 
vectors are where the SCALING FUNCTION is (they are ALWAYS 4096 
times their floating point size) -- so only when you *refer* to them 
do you use the >>12 part. 


Hope this helps, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 908 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000637 


—-MESSAGE FILE 909 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000638 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Serial lead & COM ports 

Date: Mon, 23 Nov 1998 01:24:04 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <3658B934.5D2C@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hello. 

For the past 11 months of having this Black Beauty called the 
Yaroze, I quite possibly have been doing something incredibly 
stupid. "Trying to code" hahaha yes indeed. 

You see my PC has only 2 COM ports on the motherboard. COM1 

is used for the mouse, and COM2 for the Modem. Now, as you 

know the Yaroze-PC serial lead wants a COM port so it's a game 

of "musical chairs" every time I want to do something. 

So I just have to swap the modem/yaroze cable every time I want 

to use the repective device. Do most of you do this, or do 

a lot of people have 4 COM ports? Or do you all splash out ona 
serial card? Call me tight but I'm not paying PC-WORLD £35 for one. 
That cash can go towards more important things (like Turok 2, Zelda 
etc..) 


My solution (like an idiot) to my prob was to buy an INTERNAL 
modem, thus freeing up COM2. How naive. Of course having bought 
one it tells me I have to DISABLE COM2 for it to work. DOH!!!! 
Straight back it went, along with my dreams of a handy internal 
56k modem and the idea of using my Yaroze, modem and mouse all 

at the same time. 

It's not so much me being lazy, but swapping the leads twice a day 
puts unnecessary strain on the Yaroze cable's internal wires. 
Will buying a serial card fix my problem, or just introduce IRQ 
conflicts and waste memory with sorry-arse resident TSR drivers? 
Will Penelope Pitstop escape? 


Cheers, 
Jim 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 909 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000638 


—-MESSAGE FILE 910 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000639 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Serial lead & COM ports 

Date: 23 Nov 1998 01:44:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <slrn75hffc.863.tjs@longford.cs.monash.edu.au> 
References: <3658B934.5D2C@manc.u-net.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 23 Nov 1998 01:24:04 +0000, James Shaughnessy wrote: 


>You see my PC has only 2 COM ports on the motherboard. COM1 

>is used for the mouse, and COM2 for the Modem. Now, as you 

>know the Yaroze-PC serial lead wants a COM port so it's a game 

>of "musical chairs" every time I want to do something. 

>So I just have to swap the modem/yaroze cable every time I want 

>to use the repective device. Do most of you do this, or do 

>a lot of people have 4 COM ports? Or do you all splash out ona 
>serial card? Call me tight but I'm not paying PC-WORLD £35 for one. 
>That cash can go towards more important things (like Turok 2, Zelda 
>etc..) 


I use a 2 port serial card. Very few motherboards have more than 2 serial 
ports, although some have a ps/2 mouse port, which you can use to free up 

a com port, if you really want to. I got my serial card for ~$30, which is 
1/2 - 1/3 the price you've quoted. I think if you looked harder, you should 
be able to find a much better price. 


>My solution (like an idiot) to my prob was to buy an INTERNAL 
>modem, thus freeing up COM2. How naive. Of course having bought 
>one it tells me I have to DISABLE COM2 for it to work. DOH!!!! 
>Straight back it went, along with my dreams of a handy internal 
>56k modem and the idea of using my Yaroze, modem and mouse all 
>at the same time. 


You can get internal modems that can use many different port/IRQ assignments. 
This is the kind of thing you've got to specify, though, and hope that the 
sales assistant actually knows what you're talking about. 


>It's not so much me being lazy, but swapping the leads twice a day 
>puts unnecessary strain on the Yaroze cable's internal wires. 
>Will buying a serial card fix my problem, or just introduce IRQ 
>conflicts and waste memory with sorry-arse resident TSR drivers? 


Adding extra com ports might cause you problems if you're not careful. 
com3 and com4 share IRQs with coml and com2. This is normally fine, if the 
driver is written to accomodate it. The win95/NT drivers are fine, but of 
course siocons bypasses the OS and goes straight to the hardware, so it's 
hard to say whether it'll work with IRQ sharing. On the other hand, linux 
doesn't have a problem sharing IRQs, and psxfer works like a charm :) 


If you're careful about the serial card you get, you'll be able to stick one 
of the ports on IRQ 5, and then just don't connect anything to the other one. 


All in all, I'd suggest doing something about the situation, but whether that 
something is purchasing a (better) internal modem, or a (cheaper & better) 
serial card, I don't know. 


>Will Penelope Pitstop escape? 
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Not if I can help it. 


Toby.. 
—-MESSAGE FILE 910 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000639 


-—-MESSAGE FILE 911 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000640 
Path: chuka.playstation.co.uk!news 

From: Steve Parnell <steve@parny.force9.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Serial lead & COM ports 

Date: Mon, 23 Nov 1998 14:16:08 +0000 

Organization: Architectronics 

Lines: 39 

Message-ID: <36596E28.BD6C464A@parny. force9.co.uk> 
References: <3658B934.5D2C@manc.u-net.com> 

Reply-To: steve@parny.force9.co.uk 

NNTP-Posting-Host: 356.hiper02.shef.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 
X-Accept—-Language: en 


Hi James, 


For the past 11 months of having this Black Beauty called the 
Yaroze, I quite possibly have been doing something incredibly 
stupid. "Trying to code" hahaha yes indeed. 

You see my PC has only 2 COM ports on the motherboard. COM1 

is used for the mouse, and COM2 for the Modem. Now, as you 

know the Yaroze-PC serial lead wants a COM port so it's a game 

of "musical chairs" every time I want to do something. 

So I just have to swap the modem/yaroze cable every time I want 

to use the repective device. Do most of you do this, or do 

a lot of people have 4 COM ports? Or do you all splash out ona 
serial card? Call me tight but I'm not paying PC-WORLD £35 for one. 
That cash can go towards more important things (like Turok 2, Zelda 
etc..) 


VVVVVVVVVVV VV 


I got a bog standard ISA serial card from MAPLIN about a year ago for about a tenner 


Took a bit of fiddling around with IRQs and jumpers and all with this NT box but I f 
inally fixed it 

so Yaroze (COM4) and the modem (COM2) share IRQ3 with mouse on COM1. 

Don't ask about COM3. It still won't play ball, but I don't need it to...yet. 


My solution (like an idiot) to my prob was to buy an INTERNAL 
modem, thus freeing up COM2. How naive. Of course having bought 
one it tells me I have to DISABLE COM2 for it to work. DOH!!!! 
Straight back it went, along with my dreams of a handy internal 
56k modem and the idea of using my Yaroze, modem and mouse all 

at the same time. 


VVVVVV 


You should be able to set the internal modem to use COM3 instead of COM2. 

Again, you'll need to mess with irksome IRQs, but this has worked for me B4 on '95 m 
achines, leaving 

2 serial ports free. 


> Will Penelope Pitstop escape? 


Erm, I'm currently negotiating with the Hooded Claw. 

I'll get back to you on that one... 

Steev 

—-MESSAGE FILE 911 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000640 


—-MESSAGE FILE 912 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000641 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: Serial lead & COM ports 

Date: Mon, 23 Nov 1998 15:30:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <36597F9E.8A5@manc.u-net.com> 
References: <3658B934.5D2C@manc.u-net.com> <36596E28.BD6C464A@parny. force9.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Steve Parnell wrote: 
> I got a bog standard ISA serial card from MAPLIN about a year ago for 
> about a tenner. 


10 notes is a price I'd pay for one, and there's a Maplin near me. 

I seem to remember trying them though a while back to no avail. The 
thing about Maplin is they know their stuff (compare to ... TANDY) 
[Another Simpsons reference I'm afraid: Homer: "Right, let's try 
looking where all the social misfits hang out!" Lisa: "OK, 1'11 
start with Radio Shack." ;-)] 


An new (internal) modem would be a better solution for me as my 
28.8k jobby can't cut the proverbial mustard on 'net Quake anymore, 
so I think I'll look into getting one that can use COM2 without 
having to disable the physical port. 


Cheers Steve and Toby, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 912 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000641 


—-MESSAGE FILE 913 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000642 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Serial lead & COM ports 

Date: Mon, 23 Nov 1998 19:13:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <73cck7Sno88@chuka.playstation.co.uk> 

References: <3658B934.5D2C@manc.u-net.com> <36596E28.BD6C464A@parny.force9.co.uk> ՀՅ 
6597F9E.8A5@manc.u-net.com> 

NNTP-Posting-Host: mfs-pci-bqo-vty1l166.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Shaughnessy wrote in message <36597F9E.8A5@manc.u-net.com>... 
>10 notes is a price I'd pay for one, and there's a Maplin near me. 
>I seem to remember trying them though a while back to no avail. The 
>thing about Maplin is they know their stuff (compare to ... TANDY) 
>[Another Simpsons reference I'm afraid: Homer: "Right, let's try 
>looking where all the social misfits hang out!" Lisa: "OK, I'll 
>start with Radio Shack." ;-)] 


If they don't have jumpers, I have (sucessfully) hacked the 
tracks going to the edge connector to rewire (requires a bit 
of soldering) the IRQ onto something more reasonable, 

I'll dig out the pin assignments on the ISA bus if you need. 
Though my current solution to this problem is a computer 
with a PS2 mouse - got racked off with groveling under the 
table to swap the serial cables over! 


You could always go for one of those incredibly overpriced 
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serial port switches, I think Maplin do them. 
Cheers 


Nick S 


—-MESSAGE FILE 913 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000642 


—-MESSAGE FILE 914 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000643 
Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Mon, 23 Nov 1998 23:36:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <73cs2m$no810@chuka.playstation.co.uk> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvml13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> <3654E715.74C8@manc.u-net.com> <739qi2Sekm13@chuka.playstation.co.uk> <36588BB6. 
65EC@manc.u-net.com> 

NNTP-Posting-Host: client4081.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>It should actually be: 


> 

> if (PAD & PADup } 

> { 

> tank1.x_speed = SIN[tankl.sprite.rotate/360]; 
> tankl.y_speed = -COS[tankl.sprite.rotate/360]; 
> MovePlayer(); 

> } 


>void MovePlayer() 

>{ 

> tankl.sprite.x += tankl.x_speed>>12; // can use >>9 

> tankl.sprite.y += tankl.y_speed>>12; // or whatever 

>} 

> 

>You should find that you can get the tank to go as slowly as 
>you want. Bear in mind that the x_speed and y_speed velocity 
>vectors are where the SCALING FUNCTION is (they are ALWAYS 4096 


>times their floating point size) -- so only when you *refer* to them 
>do you use the >>12 part. 
> 


it is helping a bit, its slowly becoming more clear, but I still have a 
basic problem. 


Have you ever been in a position where no matter how many times you bang 
your head against a brick wall, the wall doesn't budge? I think I have a 
mental block at the minute! Changing the code as you suggested doesn't make 
any difference (note I used >>9 because >>12 didn't work, if I used >>11, 
then I get a slower sprite but lower resolution). 

I think I am missing something fairly basic here or maybe I am not thinking 
about it right. 

Going back to basics, my sprite has a x_speed and a y_speed. These speeds 
are added to x and y members of the GsSPRITE when up is pressed. To find the 
values of x_speed and y_speed when the sprite has been rotated to make the 
sprite go forward in the direction its pointing, I use trig functions, hence 
x_speed=sin (angle) *magnitude y_speed=—cos (angle) *magnitude. Since I want the 
sprite to go slowly, magnitude=1. 

This is where I get a block, because I cant see how I can move the sprite 
one pixel at a time when the angle is not 0,45,90,135 etc? If I was to move 
it say 8 pixels at a time, I can see how to get more resolution, but this is 
no good. 
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Apologies if you are getting fed up with this (I know I am!) I know it will 
take just one little thing for me to understand then I will kick my self 
very hard as it all becomes clear! 


Darren 


—-MESSAGE FILE 914 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000643 


—-MESSAGE FILE 915 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000644 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Tue, 24 Nov 1998 19:01:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <365B0276.4760@manc.u-net.com> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> <3654E715.74C8@manc.u-net.com> <739qi2Sekm13@chuka.playstation.co.uk> <36588BB6. 
65EC@manc.u-net.com> <73cs2m$no810@chuka.playstation.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Darren Jackson wrote: 

> Have you ever been in a position where no matter how many times you 

> bang your head against a brick wall, the wall doesn't budge? I think 
> I have a mental block at the minute! Changing the code as you 

> suggested doesn't make any difference (note I used >>9 because >>12 


It is something that will just 'click"', usually when you're not 
banging your head against the wall, but some irrelevant time. I 
see now that the code I gave you wouldn't sort out the problem 
(D'OH!) although it did highlight a classic mistake (location of 
the bitshifts.) Phew. 


You need to add a scaling function on the SPRITE's coordinates, 
but you cannot do that if you are still using the .x .y members 
of the GsSPRITE structure to handle its position -- you will need 
to create your own player struct: 


tyedef struct { 
long x; 

long y; 

} TANK; 


TANK Tank; 


Then make Tank.x and Tank.y your scaled coordinates (*4096) and just 
before GsSorting the actual sprite, set the sprite's .x and .y values: 
tanksprite.x = Tank.x>>12; 

tanksprite.y = Tank.y>>12; 


This WILL allow you to get the tank to move as slow as you want. 
Honest ;-) So when Tank.x = 4096 it actually refers to sprite.x = 1 


Also, you can put all of the Tank's variables in its struct, which 
will tidy it all up and allow you to add more tanks very easily. 

If you have trouble still I could help much better if you posted more 
code, but this should sort it out. Keep banging! (oco'er). 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
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http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 915 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000644 


—-MESSAGE FILE 916 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000645 

Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: angles, angles 

Date: Tue, 24 Nov 1998 20:38:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <73f5eiSno812@chuka.playstation.co.uk> 

References: <72spa7S$dvm12@chuka.playstation.co.uk> <72sr28Sdvm13@chuka.playstation.c 
o.uk> <3652971c.228584498@news.playstation.co.uk> <73lup3Solq9@chuka.playstation.co. 
uk> <3654E715.74C8@manc.u-net.com> <739qi2Sekm13@chuka.playstation.co.uk> <36588BB6. 
65EC@manc.u-net.com> <73cs2mS$no810@chuka.playstation.co.uk> <365B0276.4760@manc.u-ne 
t.com> 

NNTP-Posting-Host: client9578.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>It is something that will just 'click', usually when you're not 
>banging your head against the wall, but some irrelevant time. I 
>see now that the code I gave you wouldn't sort out the problem 
>(D'OH!) although it did highlight a classic mistake (location of 
>the bitshifts.) Phew. 

> 


Hurray!! 


I have it working (and going slowly!!) now i have just got to digest what is 
going on, and i think i am beginning to see. i see now how bitshifting in 
the wrong place will affect the result. 


>Also, you can put all of the Tank's variables in its struct, which 
>will tidy it all up and allow you to add more tanks very easily. 

>If you have trouble still I could help much better if you posted more 
>code, but this should sort it out. Keep banging! (oco'er). 


yes, i have a struct with all the variables for the tank already, and i 
think i will use one for the angle rather than use .rotate (as you said 
earlier but now i understand why) 

Thanks for your help, it was much appreciated 


Darren 


—-MESSAGE FILE 916 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000645 


—-MESSAGE FILE 917 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000646 
Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Crap TV? 

Date: Wed, 25 Nov 1998 23:21:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <73i3cn$9ia9@chuka.playstation.co.uk> 
NNTP-Posting-Host: p75s14a06.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everyone, 


Is my TV crap? 
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Let me explain, I draw a border around the screen using GSLINE, screen size 
320,240. 


The top and bottom lines are fine, the right hand line is only just visible 
and a bit hidden at the corners, and the left hand line is just not visible. 
It seem I must move the lines in a bit by a couple of pixels just so I can 
see them on the screen. 


Is it time to get a new TV? (bad news really, cos I can't afford one :( ) 
Darren 


(posted this to scea.yaroze.beginners by mistake) 


—-MESSAGE FILE 917 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000646 


-—-MESSAGE FILE 918 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000647 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Crap TV? 

Date: 26 Nov 1998 07:53:08 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 38 

Message-ID: <7331d4S9ial0@chuka.playstation.co.uk> 
References: <73i3cn$9ia9@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 

Use the DISPENV environment to modify position on t.v. 
Check out the Net Yaroze Tutorial demos for examples 
on how to perform this. 


Regards, 


George@SCEE 


In article <73i3cn$9ia9@chuka.playstation.co.uk>, darren@tang.globalnet.co.uk 
says... 

> 

>Hi everyone, 

> 

>Is my TV crap? 

> 

>Let me explain, I draw a border around the screen using GsLINE, screen size 
>320,240. 

> 

>The top and bottom lines are fine, the right hand line is only just visible 
>and a bit hidden at the corners, and the left hand line is just not visible. 
>It seem I must move the lines in a bit by a couple of pixels just so I can 
>see them on the screen. 

> 

>Is it time to get a new TV? (bad news really, cos I can't afford one :( ) 
> 

>Darren 

> 

>(posted this to scea.yaroze.beginners by mistake) 

> 

> 


—-MESSAGE FILE 918 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000647 
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—-MESSAGE FILE 919 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000648 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Serial lead & COM ports 

Date: Wed, 02 Dec 1998 15:56:41 -0800 

Organization: 

Lines: 51 

Message-ID: <3665D3B9.1329F43F@shell.jps.net> 

References: <3658B934.5D2C@manc.u-net.com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Weird. I have your basic old Pentium Pro with 2 serial ports. 
I have my mouse plugged into port 1, my Yaroze in port 2. My 
internal modem used the same COM number as my Yaroze, but I've 
never had to swap. I thought it was because I use different 
IRQ numbers. I've not yet tried the modem and Yaroze at the 
same time, but everything seems to work OK. Correct me if I'm 
wrong, but I don't see why things shouldn't work. 


I did have to spend some time trying all 4 permutations of 

the DJSETUP.BAT settings to get that DTLH environment variable 
to have the right settings. Maybe you just have to play around 
with it until it works? 


- e! 
James Shaughnessy wrote: 


Hello. 

For the past 11 months of having this Black Beauty called the 
Yaroze, I quite possibly have been doing something incredibly 
stupid. "Trying to code" hahaha yes indeed. 

You see my PC has only 2 COM ports on the motherboard. COM1 

is used for the mouse, and COM2 for the Modem. Now, as you 

know the Yaroze-PC serial lead wants a COM port so it's a game 

of "musical chairs" every time I want to do something. 

So I just have to swap the modem/yaroze cable every time I want 

to use the repective device. Do most of you do this, or do 

a lot of people have 4 COM ports? Or do you all splash out ona 
serial card? Call me tight but I'm not paying PC-WORLD £35 for one. 
That cash can go towards more important things (like Turok 2, Zelda 
etc..) 


My solution (like an idiot) to my prob was to buy an INTERNAL 
modem, thus freeing up COM2. How naive. Of course having bought 
one it tells me I have to DISABLE COM2 for it to work. DOH!!!! 
Straight back it went, along with my dreams of a handy internal 
56k modem and the idea of using my Yaroze, modem and mouse all 

at the same time. 

It's not so much me being lazy, but swapping the leads twice a day 
puts unnecessary strain on the Yaroze cable's internal wires. 
Will buying a serial card fix my problem, or just introduce IRQ 
conflicts and waste memory with sorry-arse resident TSR drivers? 
Will Penelope Pitstop escape? 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 919 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000648 
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-—-MESSAGE FILE 920 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000649 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Serial lead & COM ports 

Date: Thu, 03 Dec 1998 20:29:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3666F499.2215@manc.u-net.com> 

References: <3658B934.5D2C@manc.u-net.com> <3665D3B9.1329F43F@shell.jps.net> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Elliott Lee wrote: 

> I did have to spend some time trying all 4 permutations of 

> the DJSETUP.BAT settings to get that DTLH environment variable 
> to have the right settings. Maybe you just have to play around 
> with it until it works? 


No, this particular modem *specifically* had to have COM2 disabled 
(from the BIOS setup.) for it to work. It was a cheapo one though. 
What model is yours then? 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 920 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000649 


-—-MESSAGE FILE 921 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000650 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Serial lead & COM ports 

Date: Thu, 03 Dec 1998 21:53:52 -0800 

Organization: SCEA News Server 

Lines: 91 

Message-ID: <366778F0.D3DCD3AD@shell.jps.net> 

References: <3658B934.5D2C@manc.u-net.com> <3665D3B9.1329F43F@shell.jps.net> <3666F4 
99.2215@manc.u-net.com> 

NNTP-Posting-Host: svalliap-isdn3.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Heya, 


Hopefully here's the info about my system you can use. I didn't 
disable anything from the BIOS menu... 


My (relevant) system config: 


— pentium pro board w/ 2 serial ports 
- Modem Blaster Flash 56 Value 

- PCI Ethernet Adapter 
- Adaptec 2940 SCSI Controller 
- AWE 32 PnP 

- Win 95 


Part of my autoexec.bat: 


rem Other system stuff 
SET MIDI=SYNTH:1 MAP:E MODE:0 
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SET SOUND=C: \PROGRA~1\CREATIVE\CTSND 
SET BLASTER=A220 110 51 H7 P300 E620 16 


rem Yaroze stuff 
call c:\progra~1\psx\djsetup.bat 


My config.sys is: 


device=C:\OS\WIN\95\himem. sys 
device=c:\os\win\95\emm386.exe 

rem device=c:\os\win\95\emm386.exe m6 
devicehigh=c:\os\dos\mtmcdai.sys /d:MSCD0001 
devicehigh=c: \os\win\95\command\ansi.sys 


My djsetup.bat is: 


@echo off 

PATH %path%;c:\progra~1\psx\bin;c:\progra~1\gnu\bin 
set DJGPP=c:/progra~l1/psx/djgpp.env 

set TMP=c:\progra~1\psx\temp 

set DTLH3000=0x3f8, 4,115200 

set go32=dpmistack 2000000 


The Modem Properties are: 


Port: COM3 
I/O Range: 03E8-03EF 
IRQ: 5 


COM1 Properties: 


I/O Range: 03F8-03FF 
IRQ: 4 


COM2 Properties: 


I/O Range: 02F8-02FF 
IRQ: 3 


Mouse Properties: 


N 


Standard Serial Mouse. Doesn't say what port it's on but 
it's plugged into my first serial port. 


ote: I had problems with the Creative IDE controller, so I disabled 


it---that freed up an IRQ. 


James Shaughnessy wrote: 

> 

> Elliott Lee wrote: 

> > I did have to spend some time trying all 4 permutations of 

> > the DJSETUP.BAT settings to get that DTLH environment variable 

> > to have the right settings. Maybe you just have to play around 

> > with it until it works? 

> 

> No, this particular modem *specifically* had to have COM2 disabled 

> (from the BIOS setup.) for it to work. It was a cheapo one though. 

> What model is yours then? 

> 

> Cheers, 

> Jim 

> -- 

> 

> James Shaughnessy james@manc.u-net.com 

> http://www.netyaroze-europe.com/~shaughnj 

> 

Mata ne, Pes ենա 

- Թ) et tenchi@shell.jps.net Հ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 


(Tenchikun) the http://www. jps.net/tenchi 
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—-MESSAGE FILE 921 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000650 


—-MESSAGE FILE 922 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000651 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Mon, 07 Dec 1998 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <366C57AF.4E60D961@aol.com> 

References: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 
warrior:370 scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 
yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 
Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


VVVVVVV 


Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 922 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000651 


—-MESSAGE FILE 923 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000652 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5S$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 


Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 

> 

> 

>Steve Dunn schrieb: 

> 
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>> Has anyone got this to work under NT(4). 


>> 

>> If you have, please let me know 

>> 

>> Thanks in advance. 

>> 

>> Steve Dunn 

> 

> Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 
> 

> 


—-MESSAGE FILE 923 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000652 


—-MESSAGE FILE 924 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000653 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Yaroze Software Setup - HELP! 
Date: Fri, 11 Dec 1998 16:53:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <36714E03.4242F372@yahoo.com> 
NNTP-Posting-Host: 172-34-103.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hello, 


My name is Ed (gookaloo), and I'm having problems with using the 
djsetup.bat setup program. If I try to run it thru Win95 (dos box), it 
just shouts 'Out of environment space' to me. 


If I restart the computer in MS-DOS mode, it works, but if I try to use 
'make' for example through the DOS box later, it doesn't work - so it 
seems that the file only works either a) once or b)only in complete 
MS-DOS mode. 


But even when using make in MSDOS, it comes up with a strange error 
about in not being able to find a swapfile in c:\temp - I noticed that 
there was not a c:\temp and so I have created one, and haven't tried 
again - I wonder if it will work?? 


Please help me, I'm pulling my hair out on this one. 


Cheers, 
Ed :) 


http://www.netyaroze-europe.com/~gookaloo 
P.S - If it helps, my computer is a P300 with 64MB RAM 


—-MESSAGE FILE 924 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000653 


—-MESSAGE FILE 925 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000654 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze Software Setup - HELP! 

Date: Fri, 11 Dec 1998 18:30:46 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 27 

Message-ID: <367164D6.5A0AED61@scee.sony.co.uk> 
References: <36714E03.4242F372@yahoo.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Ed Fear wrote: 

> 

> My name is Ed (gookaloo), and I'm having problems with using the 

> djsetup.bat setup program. If I try to run it thru Win95 (dos box), it 
> just shouts 'Out of environment space' to me. 


You have to increase your environment space in MS-DOS. Check the FAQ (off the New me 
mbers section on 
the Website) for more info. 


But even when using make in MSDOS, it comes up with a strange error 
about in not being able to find a swapfile in c:\temp - I noticed that 
there was not a c:\temp and so I have created one, and haven't tried 
again - I wonder if it will work?? 


V V V V 


It should do. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


His fountain pen was so expensive it looked as if someone had grabbed 

the pope, turned him upside down and started writing with the tip of 

his big pointy hat. 

—-MESSAGE FILE 925 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000654 


—-MESSAGE FILE 926 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000655 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Yaroze AC Plug - weird? 

Date: Sat, 12 Dec 1998 16:01:45 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36729369.4D280474@yahoo.com> 
NNTP-Posting-Host: 204-72-98.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


This is to all of the UK Net Yaroze members: 

Did your NY come with a European cable and a hollow plug? My dad is an 
electrician so he can change the plugs around, but what did all you guys 
do? Did you buy a European to UK plug converter? 


Thanks, 


ti 
A 
-- 


—-MESSAGE FILE 926 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000655 


—-MESSAGE FILE 927 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000656 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze AC Plug - weird? 

Date: Sat, 12 Dec 1998 18:32:25 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <74ucqa$1s8@chuka.playstation.co.uk> 
References: <36729369.4D280474@yahoo.com> 
NNTP-Posting-Host: vil-9.village.gre.ac.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The hollow uk plug is included for a reason :) simply connect the european 
plug to it. 


Ed Fear wrote in message <36729369.4D280474@yahoo.com>... 

>This is to all of the UK Net Yaroze members: 

> 

>Did your NY come with a European cable and a hollow plug? My dad is an 
>electrician so he can change the plugs around, but what did all you guys 
>do? Did you buy a European to UK plug converter? 

> 

>Thanks, 

> 

Հեզ :) 

> 


—-MESSAGE FILE 927 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000656 


—-MESSAGE FILE 928 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000657 
Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.beginners 

Subject: - HELP A BEGINNER - 

Date: Sun, 13 Dec 1998 00:10:15 +0100 
Organization: nikkolo@lycosmail.com 

Lines: 16 

Message-ID: <3672F7D7.AC743927@hempseed. com> 
NNTP-Posting-Host: ppp-verona64-2.io01.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Hi guys, 


I am an italian beginner and as until now I haven't find help here in 
Italy, I hope to find it in U.K.: 


1. how can I connect Yaroze and particullary how to use the software to 
make it work? 

2. I have been designing some pcx about my RPG game project: is there 
some beginner that would be interessed to join to my project or to teach 
me the first step in programming, moving and collisions of sprite. 


Thank in advance. 


Niccollo' 
Italy 


—-MESSAGE FILE 928 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000657 


-—-MESSAGE FILE 929 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000658 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Enemies in a Space Invaders Clone 
Date: Sat, 26 Dec 1998 16:46:42 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <368512F2.4AC179EE@yahoo. com> 
NNTP-Posting-Host: 167-21-241.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, 
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I woz just wondering what you guys would do when faced with the fact 
that you need 20 enemies on the screen at a time? I was thinking of 
doing something like this 


typedef struct { 
GsSPRITE sprite; 
int dead; 

} enemy 


enemy Enemies [20]; // as a global 


And then whenever I get to the main loop and I have to enter the sprites 
into the OT, do this: 


for (i = 0; i Հ MAX_SPRITES, i++) 
{ 
if (Enemies[i].dead = 0) 
GsSortFastSprite (&Enemies[i].sprite, WorldOT[activeBuff], 0); 
} 


so that when the enemy is shot, dead is set to 1 and it is not drawn. 
Does this seem the most sensible idea? 

Cheers, 

Ed :) 


—-MESSAGE FILE 929 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000658 


—-MESSAGE FILE 930 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000659 
Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: - HELP A BEGINNER - 

Date: Sun, 27 Dec 1998 13:31:14 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 53 

Message-ID: <765ctd$22912@chuka.playstation.co.uk> 

References: <3672F7D7.AC743927@hempseed. com> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Hi there, 


To connect the yaroze, you just plug the cable that came with it into the 
back of the Playstation (looking at the back, its the socket on the left) 
and the other end into a nine pin serial port on the back of your PC. If you 
are using a Mac, then you will need to get hold of a Macintosh modem cable 
(8 pin male din on one end, 25 pin male serial plug on the other end) and 
plug that into a converter that converts your 25 pin male end to a 9 pin 
male end. Then you just plug the 9 pin end of the Yaroze lead into that. If 
you are using a Mac then you will also need to invest in a copy of 
CodeWarrior for the Yaroze in order to actually write any code. You will 
still need to copy across the libraries and include files from the included 
PC CD ROM though. 


If you are using a PC then just dump the PC CDROM that came with your yaroze 
into the CD Drive and copy everything to your C drive. 


From that point on, look at the getting started guide to geta simple program 
compiled and downloaded. There is an equivalent guide included with 
Codewarrior if you are using a Mac, or even if you bought Codewarrior for 
the PC. 


Once you have followed the startup guides and got a simple example program 
compiled and uploaded to the Yaroze, browse through the member's homepages 
on the Yaroze Europe site and you'll find quite a lot more code to play with 
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as well as some excellent tutorials out there as well. 


Good luck, 


Peter Wright. 


>From: Niccolo' <jameskirk@hempseed.com> 
In article <3672F7D7.AC743927@hempseed.com>, Niccolo' 
<jameskirk@hempseed.com> wrote: 


>Hi guys, 

> 

>I am an italian beginner and as until now I haven't find help here in 
>Italy, I hope to find it in U.K.: 

> 

>1. how can I connect Yaroze and particullary how to use the software to 
>make it work? 

>2. I have been designing some pcx about my RPG game project: is there 
>some beginner that would be interessed to join to my project or to teach 
>me the first step in programming, moving and collisions of sprite. 

> 

>Thank in advance. 


> 

> Niccollo' 
> Italy 

> 


—-MESSAGE FILE 930 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000659 


-—-MESSAGE FILE 931 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000660 
Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Enemies in a Space Invaders Clone 

Date: Sun, 27 Dec 1998 13:32:06 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 41 

Message-ID: <765cuv$22913@chuka.playstation.co.uk> 

References: <368512F2.4AC179EE@yahoo.com> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Sounds like you are on the right track to me. Good luck with your game. 


Peter Wright. 


In article <368512F2.4AC179EE@yahoo.com>, Ed Fear <gookaloo@yahoo.com> 
wrote: 


>Hey, 

> 

>I woz just wondering what you guys would do when faced with the fact 
>that you need 20 enemies on the screen at a time? I was thinking of 
>doing something like this 

> 

>typedef struct { 

>GsSPRITE sprite; 

>int dead; 

>} enemy 

> 

>enemy Enemies[20]; // as a global 

> 

> 

>And then whenever I get to the main loop and I have to enter the sprites 
>into the OT, do this: 
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> 

>for (i = 0; i < MAX_SPRITES, i++) 

>í 

> if (Enemies[i].dead = 0) 

> GsSortFastSprite (&Enemies[i].sprite, WorldOT[activeBuff], 0); 

> ) 

> 

>so that when the enemy is shot, dead is set to 1 and it is not drawn. 
> 

>Does this seem the most sensible idea? 

> 

>Cheers, 

> 

Հեզ :) 

> 

—-MESSAGE FILE 931 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000660 


—-MESSAGE FILE 932 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000661 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Help me! 

Date: Sun, 27 Dec 1998 16:40:39 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <36866307.756DC07@yahoo.com> 
NNTP-Posting-Host: 204-40-177.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I know that the attribute member of a GSSPRITE for a 8-bit sprite with 
rotation, scaling, no semi-transparency blah blah is 0x01000000 


I need to play around with bit 31 (the one which controls whether the 
sprite is displayed) - does anyone know what the value is for the same 
*but with bit 31 set to 1*? 


I've tried many ways (0x01000000 + (1<<31)) being one, but it doesn't 
work. 


So can someone help me? 
Cheers in advance, 
Ed :) 


—-MESSAGE FILE 932 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000661 


—-MESSAGE FILE 933 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000662 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Help me! 

Date: Mon, 28 Dec 1998 00:22:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3686CF38.78559533@escotia.freeserve.co.uk> 
References: <36866307.756DCO7@yahoo.com> 
NNTP-Posting-Host: modem-117.zoloft.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


> I've tried many ways (0x01000000 + (1<<31)) being one, but it doesn't 
> work. 
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Try (SPRITE_ATTRIBUTE | (Ox1<<31)) to set bit 31 of SPRITE_ATTRIBUTE. 
Check up your C book on bitwise operators too. 
ScoTT 


—-MESSAGE FILE 933 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000662 


—-MESSAGE FILE 934 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000663 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze AC Plug - weird? 

Date: Sat, 2 Jan 1999 15:26:11 +0100 

Organization: Debri Productions 

Lines: 26 

Message-ID: <1d105f3.1inc3bgyvp9m5bN@al—-88-108.a1.n1l> 
References: <36729369.4D280474@yahoo.com> 
NNTP-Posting-Host: 81-88-108.81.ու 

X-Newsreader: MacSOUP 2.3 


Ed Fear <gookaloo@yahoo.com> wrote: 


This is to all of the UK Net Yaroze members: 


Did your NY come with a European cable and a hollow plug? My dad is an 
electrician so he can change the plugs around, but what did all you guys 
do? Did you buy a European to UK plug converter? 


VVVVVV 


I don't get you english people!! I don't need the UK-converter for my 
UK-NY.. I just plug it in. But wile we in the rest of europe: 

- we drive right, you have to drive left 

— we have a standaard plug, you need to have a different one 

— we all wight with kilo's, you want to weight in stones 

- we use liters, you use gallons 

— we use meters, you use feet 

- we put salt on our fries, you have to use vinigar 


What kind of people are you, natural pains in the arss? I suppose when 
civilasation struck us, it just never got to the UK ;-) 


(Before I get all wacky mails and stuff... I love the UK and my 
girlfriend is even British official, so no offence to the UK or 
any of you) 


DEnnis.. 
—-MESSAGE FILE 934 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000663 


—-MESSAGE FILE 935 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000664 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Charles Nicholson <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: greets to all 

Date: Fri, 08 Jan 1999 15:40:32 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <36966D40.47664F57@vassar.edu> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1123 scee.yaroze.b 
eginners: 664 


Hello all. Just got my Yaroze last week and i have my first official 
maddening problem with it. 
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I wrote up a simple compression/file packing library that compresses 
multiple directories into one big .lib file so i don't have to reference 
everything with defines and offset values. This works fine on my pc 
(watcom, dos4gw), but it does the strangest thing when i port it to the 
Yaroze. It finds the correct offset to start decompressing from in the 
file (in mem.. it's at 80009000), it validates it by reading a signature 
off the beginning of the correct entry, but when i walk through it (i 


mean walk, no writes at ALL, just reading...) to decompress, the yaroze 
crashes. But it doesn't crash consistently. I threw a c file in and 
uncomp'd it, read it out, it worked fine. I threw a tim in there, it 
gets halfway through. It gets better. 


It's simple huffman compression (binary tree- the file format i have is 
"header, tree, data". What i was doing was setting a pointer in memory 
to the tree and the data, and uncompressing from there. What ended up 
working was creating two more pointers, mallocing in one the size of the 
tree and the other the size of the data. I memcpy'd the data from the 
file in memory to these malloc'd arrays, and now it works more 
frequently, but it still is not consistently functional. I am 100% on 
the compression/decompression routines and file formats, and i am 
POSITIVE that they function properly. can anyone tell me what on earth 
is going on? I figured i might have been walking over my code, but that 
starts at 80100000 and i know my data file is not that big (usually 
about 12k)... is there something about memory i just don't know? 


thanks a lot, talk to you all in the future.. 
-charles nicholson 


—-MESSAGE FILE 935 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000664 


—-MESSAGE FILE 936 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000665 
Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 
Subject: Re: greets to all 
Date: 9 Jan 1999 16:02:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0Olbe3be9$6c109f40S0a3ddec2@guildfoc> 

References: <36966D40.47664F57@vassar.edu> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1125 scee.yaroze.b 
eginners:665 


Charles - 

Just on the off chance..... 

If you're using malloc() to create working space dynamically add some debug 
code to return the allocated address. By default malloc() allocates space 
anywhere after 0x80000000 you may find you're overwriting the NY debugger 
workspace located just below 0x80009000. 


- Miles 


—-MESSAGE FILE 936 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000665 


—-MESSAGE FILE 937 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000666 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 9 Jan 1999 11:20:10 -0600 

Organization: Ed Federmeyer 

Lines: 23 

Message-ID: <7782i9Sm3r4@scea> 
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References: <36966D40.47664F57@vassar.edu> <01lbe3be9S6c109f40S0a3ddec2@guildfoc> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1126 scee.yaroze.b 
eginners: 666 


Miles Buzzing wrote in message <0Olbe3be9$6c109f40S0a3ddec2@guildfoc>... 
>Charles - 


> 

>Just on the off chance..... 

> 

>If you're using malloc() to create working space dynamically add some debug 
>code to return the allocated address. By default malloc() allocates space 


>anywhere after 0x80000000 you may find you're overwriting the NY debugger 
>workspace located just below 0x80009000. 
> 


>- Miles 


Yes, definitely. I had all kinds of flaky problems with malloc() until I 
realized I 
actually needed to call InitHeap() first. By flaky, I mean, sometimes the 
program would crash, sometimes not. Even if I alloc'd the exact same 

size memory each time I ran! 


Good luck, 
EdF 


-—-MESSAGE FILE 937 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000666 


-—-MESSAGE FILE 938 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000667 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Charles Nicholson <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 09 Jan 1999 14:28:37 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3697ADE4.3F396011@vassar.edu> 

References: <36966D40.47664F57@vassar.edu> <01lbe3be9S6c1l09f40S0a3ddec2@guildfoc> <77 
82i19Sm3r4@scea> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1127 scee.yaroze.b 
eginners: 667 


> Yes, definitely. 1 had all kinds of flaky problems with malloc() until I 
> realized I 

> actually needed to call InitHeap() first. By flaky, I mean, sometimes the 
> program would crash, sometimes not. Even if I alloc'd the exact same 

> size memory each time I ran! 

> 

> Good luck, 

> EdF 


Thanks- What should i put for my initheap params? 
-charles 


--MESSAGE FILE 938 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000667 


--MESSAGE FILE 939 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000668 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tony Levatino <levatino@nycap.rr.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 
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Subject: Re: greets to all 

Date: Sat, 09 Jan 1999 17:38:05 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3697DA4D.2DA108B9@nycap.rr.com> 

References: <36966D40.47664F57@vassar.edu> <0lbe3be9S6c109f40S0a3ddec2@guildfoc> <77 
82i9$m3r4@scea> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1128 scee.yaroze.b 
eginners: 668 


You know what the crazy thing is? Sometimes it crashes (locks up, needs a reset 
punch) BEFORE i malloc... :) 

i don't understand it. I'm not doing anything but walking a file in memory, and 
WELL within limits at that... 


:) 
-charles 


Ed Federmeyer wrote: 


Miles Buzzing wrote in message <01be3be9$6c109f40$0a3ddec2@guildfoc>... 
>Charles - 

> 

>Just on the off chance..... 

> 

>If you're using malloc() to create working space dynamically add some debug 
>code to return the allocated address. By default malloc() allocates space 
>anywhere after 0x80000000 you may find you're overwriting the NY debugger 
>workspace located just below 0x80009000. 

> 

>- Miles 


Yes, definitely. I had all kinds of flaky problems with malloc() until I 
realized I 
actually needed to call InitHeap() first. By flaky, I mean, sometimes the 
program would crash, sometimes not. Even if I alloc'd the exact same 

size memory each time I ran! 


VVVVVVVVVVVVVV VV VV VV 


Good luck, 
EdF 


--MESSAGE FILE 939 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000668 


—-MESSAGE FILE 940 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000669 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 9 Jan 1999 17:57:15 -0600 

Organization: Ed Federmeyer 

Lines: 27 

Message-ID: <778pqg$Sm3r6@scea> 

References: <36966D40.47664F57@vassar.edu> <0lbe3be9S6c109f40S0a3ddec2@guildfoc> <77 
82i9Sm3r4@scea> <3697ADE4.3F396011@vassar.edu> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1129 scee.yaroze.b 
eginners: 669 


Charles Nicholson wrote in message <3697ADE4.3F396011@vassar.edu>... 

>> Yes, definitely. 1 had all kinds of flaky problems with malloc() until I 
>> realized I 
>> actually needed to call InitHeap() first. By flaky, I mean, sometimes 
the 

>> program would crash, sometimes not. Even if I alloc'd the exact same 
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>> size memory each time I ran! 

>> 

>> Good luck, 

>> EdF 

> 

>Thanks- What should i put for my initheap params? 
>-charles 


The start address of a chunk of memory, and it's length. The docs say the 
length is "/4" in other words, the length in 32bit words rather than 8 bit 
bytes. I dunno about that. I've been using the length as in 8-bit byte 
quantitites and it's worked great for me. 


Just like any other memory-file, you need to make sure this heap area does 
not overlap anything else. All malloc() memory will come from within this 
area, so it must be big enough for all your potential malloc()s. 


EdF 


—-MESSAGE FILE 940 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000669 


-—-MESSAGE FILE 941 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000670 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Music - eek? 

Date: Sun, 10 Jan 1999 09:50:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <369877CA.FES9IBOA5S@yahoo. com> 
NNTP-Posting-Host: 208-137-66.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Does anyone know of a place where I can find a simple tutorial on sound 
and music? Nick Ferguson mentioned a tutorial called 'Sound for 
Dummies', but he didn't know where it was - can someone help me, please? 


Oh, my site will soon be hosting the Net Yaroze Members MUSIC 

Directory. If anybody has the demo version of MUSIC for the 
PlayStation, make a cool piece, use a microphone to record to your PC 
and save it as a .wav. Upload it to your web space (I may use mine, 
watch this space, it's just that a 30 second piece is 600kb) and give me 
some details (that will be specified up on the site) and a link to it. 
If anybody thinks this is a good idea, mail me! 


Ed :) 
gookaloo@yahoo.com 
http://www.netyaroze-europe.com/~gookaloo 


—-MESSAGE FILE 941 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000670 


—-MESSAGE FILE 942 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000671 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 
Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 09:14:52 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <3699C10C.FFO6A956@scee.sony.co.uk> 

References: <36966D40.47664F57@vassar.edu> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
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X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1130 scee.yaroze.b 
eginners:671 


Check that your addresses are what they expect to be - the tradition on Yaroze is to 
put all 

addresses in the range 0x80090000 - Ox801fffff, even though you can put them at 0x00 
090000 - 

0x001fffff without any ill effects. If you're casting between signed ints and pointe 
rs, there might 

be a problem there. Unlikely, but worth a try if you're desparate. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I TOLD you boys not to go in there. What IS your fascination with my Forbidden 
Closet of Mystery?" -- Police Chief Wiggam 
—-MESSAGE FILE 942 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000671 


—-MESSAGE FILE 943 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000672 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 11:05:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3699DAE7.26D36389@hinge.mistral.co.uk> 

References: <36966D40.47664F57@vassar.edu> <3699C10C.FFO6A956@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s50-82-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1132 scee.yaroze.b 
eginners: 672 


James Russell wrote: 

> Check that your addresses are what they expect to be - the tradition on Yaroze is 

to put all 

> addresses in the range 0x80090000 - Ox801fffff, even though you can put them at 0x 
00090000 - 

> 0x001fffff without any ill effects. If you're casting between signed ints and poin 
ters, there might 


Doesn't that do something to the I-cache enable? Like, turn's it off? 


> James 


Craig. 


—-MESSAGE FILE 943 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000672 


—-MESSAGE FILE 944 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000673 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 13:23:06 +0000 

Organization: Sony Computer Entertainment Europe 
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Lines: 17 

Message-ID: <3699FB3A.CE3B52DBéscee.sony.co.uk> 

References: <36966D40.47664F57@vassar.edu> <3699C10C.FFO6A956@scee.sony.co.uk> <3699 
DAE7.26D36389@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1133 scee.yaroze.b 
eginners: 673 


Craig Graham wrote: 
> 
> Doesn't that do something to the I-cache enable? Like, turn's it off? 


Nah. You're thinking of segment kl. (BTW the memory map in the Yellow Yaroze manual 
is incorrect in 
the I-Cache column, the last two entries should be switched). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I TOLD you boys not to go in there. What IS your fascination with my Forbidden 
Closet of Mystery?" -- Police Chief Wiggam 
—-MESSAGE FILE 944 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000673 


—-MESSAGE FILE 945 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000674 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 16:41:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <369A29AD.1AA3CE97@hinge.mistral.co.uk> 

References: <36966D40.47664F57@vassar.edu> <3699C10C.FFO6A956@scee.sony.co.uk> <3699 
DAE7.26D36389@hinge.mistral.co.uk> <3699FB3A.CE3B52DB@scee.sony.co.uk> 
NNTP-Posting-Host: d3-s43-199-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1134 scee.yaroze.b 
eginners: 674 


James Russell wrote: 


Craig Graham wrote: 
> 


> Doesn't that do something to the I-cache enable? Like, turn's it off? 


Nah. You're thinking of segment kl. (BTW the memory map in the Yellow Yaroze manua 
is incorrect in 
the I-Cache column, the last two entries should be switched). 


VEFVVVVV 


My mistake (should look thing's up instead of relying on shaky old memory). 


> James 


Craig. 
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—-MESSAGE FILE 945 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000674 


—-MESSAGE FILE 946 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000675 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Music - eek? 

Date: Tue, 12 Jan 1999 17:44:27 -0800 

Organization: 

Lines: 30 

Message-ID: <369BFA7B.A98D739B@shell.jps.net> 

References: <369877CA.FE59BOA5@yahoo.com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


The best tutorials are probably the NY games with source available. 
Try that. 


For music, there is my MOD player I put together last year sometime. 
You can link to it (for now) at: 


http://www. jps.net/tenchi/etc/dms_111.zip 


Personally, I think it's easier to use than MIDI, but it's not as 
accurate. 


= e ass 
Ed Fear wrote: 


Does anyone know of a place where I can find a simple tutorial on sound 
and music? Nick Ferguson mentioned a tutorial called 'Sound for 
Dummies', but he didn't know where it was - can someone help me, please? 


Oh, my site will soon be hosting the Net Yaroze Members MUSIC 

Directory. If anybody has the demo version of MUSIC for the 
PlayStation, make a cool piece, use a microphone to record to your PC 
and save it as a .wav. Upload it to your web space (I may use mine, 
watch this space, it's just that a 30 second piece is 600kb) and give me 
some details (that will be specified up on the site) and a link to it. 
If anybody thinks this is a good idea, mail me! 


Ed :) 

gookaloo@yahoo.com 

http://www.netyaroze-europe.com/~gookaloo 

—-MESSAGE FILE 946 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000675 


VVVVVVVVVVVVVV VV 


—-MESSAGE FILE 947 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000676 
Path: chuka.playstation.co.uk!news 

From: 456 <65@sfdkljngs.com> 

Newsgroups: scee.yaroze.beginners, scea.yaroze.beginners 

Subject: tuts and documentation 

Date: Wed, 13 Jan 1999 19:58:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <369CFB00.8787387C@sfdklijngs.com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:676 scea.yaroze.beginners:298 


Hello again all you Yaroze people!! 


I wondering if there is any tutorial information out there similar to 
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Peter Passmore's 3D booklet from Middlesex university. 


This one was 


really well organized and because it started from the very basics it 


helped alot.. 


but I would like to know if anyone else out there has made 


anything like that so I can gather more info and help these guys learn. 


So far I seen that most of the tuts on the websites are simply 


of source code that demostrate particular yaroze capabilities. 


good to cut 


I was looking forward to seeing Darco's upcoming tut, 


batches 
This is 


+ paste, but to really understand it I think I'll need some 
more documentation on the code itself. 


he gave it up, a darn shame!! 


Anyone know 


Will 


—-MESSAGE FILE 947 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000676 


of anything like this let me know, 


but it looks like 


600 


—-MESSAGE FILE 948 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000677 
Path: chuka.playstation.co.uk!news 
From: will atkin <william_atkin@hotmail.com> 


Newsgroups: 


Lines: 26 
Message-ID: 
References: 


scee.yaroze.beginners, scea.yaroze.beginners 


Subject: Re: tuts and documentation 
Date: Wed, 13 Jan 1999 20:02:36 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


<369CFBDC. 90643E89@hotmail.com> 
<369CFB00.8787387C@sfdklijngs.com> 


NNTP-Posting-Host: cran64.bournemouth.ac.uk 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Xref: chuka.playstation.co.uk scee.yaroze.beginners:677 scea.yaroze.beginners:299 


sorry.. my browser decided to play a funny trick on everyone... 


My name is Will Atkin.. email: william_atkin@hotmail.com 


456 wrote: 


Hello again all you Yaroze people!! 


anything 


VVVVVVVVVVVVVVV VV VV 


Will 


—-MESSAGE FILE 948 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000677 


So far I seen that most օք the tuts on the websites are simpl 
of source code that demostrate particular yaroze capabilities. This is 


I wondering if there is any tutorial information out there similar to 
Peter Passmore's 3D booklet from Middlesex university. This 
really well organized and because it started from the very basics it 
helped alot.. but I would like to know if anyone else out there has made 
like that so I can gather more info and help these guys learn. 


one was 


ly batches 


good to cut + paste, but to really understand it Լ think Լ' 11 
more documentation on the code itself. 


I was looking forward to seeing Darco's upcoming tut, but it 
he gave it up, a darn shame!! 


Anyone know of anything like this let me know, 


L need some 


looks like 


-—-MESSAGE FILE 949 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000678 
Path: chuka.playstation.co.uk!news 


From: Roman 
Newsgroups: 


und Gregor Dashuber <d-twinz@gaponline.de> 
scee.yaroze.beginners 


Subject: How to fade ??? 
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Date: Sun, 17 Jan 1999 10:15:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36A1AA36.348D@gaponline.de> 
NNTP-Posting-Host: line55.GAPONLINE.DE 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Hey, 


I just started to convert my PC game demo to N.Y, but i don't 
know how to do this simple Fadings, like from a pic to black or 
to white. If anyone got's and idea, please tell me. 

Thanks in advice. 


Regards, Roman 


P.S: Does anyone know how to do this palette rotations ? 
—-MESSAGE FILE 949 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000678 


—-MESSAGE FILE 950 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000679 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to fade ??? 

Date: Mon, 18 Jan 1999 22:16:52 +1300 

Organization: Sidhe Interactive 

Lines: 33 

Message-ID: <77utolShoold0@chuka.playstation.co.uk> 
References: <36A1AA36.348D@gaponline.de> 
NNTP-Posting-Host: p34-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Roman und Gregor Dashuber wrote in message <36A1AA36.348D@gaponline.de>... 


>Hey, 

> 

>I just started to convert my PC game demo to N.Y, but i don't 
>know how to do this simple Fadings, like from a pic to black or 


>to white. If anyone got's and idea, please tell me. 
>Thanks in advice. 

> 

>Regards, Roman 

> 

>P.S: Does anyone know how to do this palette rotations ? 


Hi Roman, 
A common method for fading to black is to draw a semi transparent RECT over 


the top of everything and vary the RGB values over the course of several 
frames. 


To fade to white, apply the same principal but use additive transparency 
instead. 


Check out the "Fading..." thread in *.2d_graphics for more information and 
some basic source by Robert Swan. 

Regards 

Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 950 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000679 
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—-MESSAGE FILE 951 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000680 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to fade ??? 

Date: Mon, 18 Jan 1999 11:40:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <36A31DCB.5EB9@bristol.ac.uk> 

References: <36A1AA36.348D@gaponline.de> <77utolShool0@chuka.playstation.co.uk> 
NNTP-Posting-Host: m08.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hi Roman, 
A common method for fading to black is to draw a semi transparent RECT over 


the top of everything and vary the RGB values over the course of several 
frames. 


VVVVVV 


Surely the easiest way to fade to black is to change the values of the 
rgb data in the GSSPRITE structure? This doesn't work for fading to 
white though because setting these values to 255 only makes the image 
twice as bright. 


Cheers, 


Tom 
—-MESSAGE FILE 951 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000680 


—-MESSAGE FILE 952 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000681 
Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gaponline.de> 
Newsgroups: scee.yaroze.beginners 

Subject: How to Fade 2 ??? 

Date: Mon, 18 Jan 1999 20:19:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <36A38937.4F77@gaponline.de> 
NNTP-Posting-Host: line63.GAPONLINE.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Thanks a lot, i'll be checking out what you told me 


Regards, Roman. 
—-MESSAGE FILE 952 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000681 


—-MESSAGE FILE 953 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000682 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to fade ??? 

Date: Tue, 19 Jan 1999 10:04:36 +1300 

Organization: Sidhe Interactive 

Lines: 25 

Message-ID: <78077gShool4@chuka.playstation.co.uk> 

References: <36A1AA36.348D@gaponline.de> <77utolShool0@chuka.playstation.co.uk> <36A 
31DCB.5EB9@bristol.ac.uk> 

NNTP-Posting-Host: p46-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Tom wrote in message <36A31DCB.5EB9@bristol.ac.uk>... 
>> Hi Roman, 
>> 
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>> A common method for fading to black is to draw a semi transparent RECT 
over 

>> the top of everything and vary the RGB values over the course of several 
>> frames. 

>> 

> 

>Surely the easiest way to fade to black is to change the values of the 
>rgb data in the GSSPRITE structure? This doesn't work for fading to 

>white though because setting these values to 255 only makes the image 
>twice as bright. 


That will only work if all items on your screen are sprites though. Using 
the transparent GsBOXF method is more generic allowing you to perform a fade 
over any type of graphics. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 953 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000682 


—-MESSAGE FILE 954 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000683 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to fade ??? 

Date: Tue, 19 Jan 1999 11:13:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36A468C6.3CEA@bristol.ac.uk> 

References: <36A1AA36.348D@gaponline.de> <77utol$hool0@chuka.playstation.co.uk> <36A 
31DCB.5EB9@bristol.ac.uk> <78077gS$hool14@chuka.playstation.co.uk> 

NNTP-Posting-Host: n39.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Mario Wynands wrote: 

> 

> That will only work if all items on your screen are sprites though. Using 

> the transparent GSBOXF method is more generic allowing you to perform a fade 
> over any type of graphics. 


Goo point, well made. 

> Mario 

> mario@sidhe.co.nz 

> www.sidhe.co.nz 

I stand corrected (although I would prefer to sit) 


Cheers, 


Tom 
—-MESSAGE FILE 954 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000683 


—-MESSAGE FILE 955 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000684 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to fade ??? 

Date: Tue, 19 Jan 1999 11:14:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <36A46902.7B69@bristol.ac.uk> 

References: <36A1AA36.348D@gaponline.de> <77utol$hool0@chuka.playstation.co.uk> <36A 
31DCB.5EB9@bristol.ac.uk> <78077g$hool4@chuka.playstation.co.uk> <36A468C6.3CEA@bris 
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tol.ac.uk> 

NNTP-Posting-Host: n39.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Good, even. 
—-MESSAGE FILE 955 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000684 


—-MESSAGE FILE 956 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000685 
Path: chuka.playstation.co.uk!news 

From: "Matthew Chubb" <matthew@mchubb. fresserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Compiling !! 

Date: Sun, 24 Jan 1999 12:22:18 -0000 

Organization: Home 

Lines: 10 

Message-ID: <78f3ak$Snd45@chuka.playstation.co.uk> 
Reply-To: "Matthew Chubb" <matthew@mchubb.freeserve.co.uk> 
NNTP-Posting-Host: modem-3.ibogaine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I am having problems compiling my first program, this may sound really dumb 
but when ever I have tried to compile my code it comes up with an error 


main.c:9 libps.h: file not found 


any suggestions would be most helpful 


—-MESSAGE FILE 956 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000685 


—-MESSAGE FILE 957 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000686 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Compiling !! 

Date: 24 Jan 1999 13:40:28 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <78f7scS$nd47@chuka.playstation.co.uk> 
References: <78f3ak$nd45@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Make sure you setup your paths correctly. 
Check your djsetup.bat. See below... 


Regards, 


George@SCEE 


@echo off 

set DJGPP=d:/yaroze/psx/djgpp.env 

PATH %path%;d:\yaroze\psx\bin;d:\yaroze\gnu\bin 
set TMP=c:\temp 

set DTLH3000=0x2f8, 3,115200 
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In article <78f3akSnd45@chuka.playstation.co.uk>, 
matthew@mchubb.fresserve.co.uk says... 

> 

>I am having problems compiling my first program, this may sound really dumb 
>but when ever I have tried to compile my code it comes up with an error 

> 


> main.c:9 libps.h: file not found 
> 
>any suggestions would be most helpful 
> 
> 
> 
> 


—-MESSAGE FILE 957 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000686 


—-MESSAGE FILE 958 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000687 
Path: chuka.playstation.co.uk!news 

From: "Matthew Chubb" <matthew@mchubb. fresserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Compiling !! 

Date: Sun, 24 Jan 1999 15:22:54 -0000 

Organization: Home 

Lines: 32 

Message-ID: <78fdt8Snd48@chuka.playstation.co.uk> 

References: <78f3akSnd45@chuka.playstation.co.uk> <78f7scSnd47@chuka.playstation.co. 
uk> 

Reply-To: "Matthew Chubb" <matthew@mchubb.freeserve.co.uk> 

NNTP-Posting-Host: modem-97.strontium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


My djsetup.bat file looks like this: 


@echo off 

set DJGPP=c:/psx/djgpp.env 

PATH %path%;c:\psx\bin;c:\gnu\bin 
set TMP=c:\Temp 

set DTLH3000=0x2F8, 3, 9600 


I have a main.c file which uses the librarys pad.h and libps.h. 


I copy the main.c file and the pad.h file to the C:\gnu\bin directory. 


Once that is done I then go into dos invoke djsetup (not sure if I'm 
supposed to or not) and then type in gcc -c main.c, the error then occurs !! 


Matt 


George Bain wrote in message <78f7sc$nd47@chuka.playstation.co.uk>... 
>Hi there, 

> 

>Make sure you setup your paths correctly. 

>Check your djsetup.bat. See below... 

> 

>Regards, 

> 

>George@SCEE 

> 


—-MESSAGE FILE 958 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000687 


—-MESSAGE FILE 959 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000688 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Compiling !! 
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Date: Tue, 26 Jan 1999 10:54:26 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <36AD90D1.560A2AD7@hotmail.com> 
References: <78f3ak$nd45@chuka.playstation.co.uk> <78f7scS$nd47@chuka.playstation.co. 
uk> <78fdt8Snd48@chuka.playstation.co.uk> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-—Host: marseille9-91.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> I have a main.c file which uses the librarys pad.h and 11Եթտ.հ. 


Make sure you write :#include <libps.h> 
and not 
#include "libps.h" 


> I copy the main.c file and the pad.h file to the C:\gnu\bin directory. 


You should use a separate directory for your projects. Using the gnu, psx or 
whatever directories doesn't hurt, but may well introduce confusion as your 
projects grow. Moreover, your projects may not run on someone else's system if 
they are not copied in the same directory. 


Hope this helps, 
pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 959 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000688 


—-MESSAGE FILE 960 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000689 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: F.P.S. 

Date: Sat, 30 Jan 1999 19:34:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <78vmsl1S6fvl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en139-011.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Can anyone tell me, or give me a code snippet for how to calculate how many 
frames per second a game is running at? 


Thanks in advance 
Rikki 


—-MESSAGE FILE 960 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000689 


—-MESSAGE FILE 961 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000690 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: F.P.S. 

Date: Sun, 31 Jan 1999 18:02:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <79264iS6fv7@chuka.playstation.co.uk> 
References: <78vmslS$6fvl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr02-40.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rikki Prince wrote in message <78vmsl1S6fvl@chuka.playstation.co.uk>.. 
>Can anyone tell me, or give me a code snippet for how to calculate how many 
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>frames per second a game is running at? 
> 

>Thanks in advance 

>Rikki 

> 

> 


I think this will work. Call fps() in your main loop just after VSync(0). 


void fps(void) { 
static int previous; 
int now, fps; 


now=VSync (-1); // VSyncs since program start 

fps=50/ (now-previous) ; // for PAL. use 60/(now-previous) for 
NTSC 

FntPrint ("FPS: %d\n", fps); 

previous=now; 


Herbs 


—-MESSAGE FILE 961 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000690 


-—-MESSAGE FILE 962 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000691 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: How to fade ??? 

Date: Sat, 06 Feb 1999 03:58:30 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <36BC2E66.28BF672@shell.jps.net> 

References: <36A1AA36.348D@gaponline.de> <77utolShool0@chuka.playstation.co.uk> <36A 
31DCB.5EB9@bristol.ac.uk> 

NNTP-Posting-Host: svalliap-isdnl.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


The reason why you shouldn't vary the RGB values of the GSSPRITE 
structure is that it causes an odd flickering. It's just something 
that happens as the image gets rendered to 15-bit graphics in the 
frame buffer... 


Tom wrote: 


> 

> > Hi Roman, 

>> 

> > A common method for fading to black is to draw a semi transparent RECT over 
> > the top of everything and vary the RGB values over the course of several 
> > frames. 

>> 

> 

> Surely the easiest way to fade to black is to change the values of the 

> rgb data in the GSSPRITE structure? This doesn't work for fading to 

> white though because setting these values to 255 only makes the image 

> twice as bright. 

> 

> Cheers, 

> 

> Tom 

Mata ne, ՆԻԱՆ: Հա.» 

- e! eit tenchi@shell.jps.net Mahe 


(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
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(Tenchikun) Pate http://www. jps.net/tenchi 


—-MESSAGE FILE 962 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000691 


—-MESSAGE FILE 963 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000692 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Memory Addresses 

Date: Sun, 07 Feb 1999 20:49:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <36BDFC53.2014A8AC@yahoo.com> 
NNTP-Posting-Host: ppp-2-14-41.access.telinco.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Heya all, howz life? 
Well, I've got a question, hope someone can help me... 


I know that you can upload stuff to the Yaroze's memory from address 
80090000 - 80140000, or something like that. Or at least, when my 
program loads, the main program starts loading at 80140000. I have 
reached that limit, and I was wondering if there are any other places to 
where you can upload things. If there is, can respond in a way like 
"you can upload from 80472158 - 80600000'. I have reached the limit, 
and have only loaded a few TIMS and a .vb and .vh file anda .seq 


Cheers in advance, 
Ed :) 
'There was a wise man who once said "Never quote me". Heh' 


—-MESSAGE FILE 963 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000692 


—-MESSAGE FILE 964 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000693 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: Mon, 08 Feb 1999 09:48:23 -0800 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <36BF2367.B9A504B8@vmlabs.com> 

References: <36BDFC53.2014A8AC@yahoo. com> 

NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Ed, 


The library functions occupy 0x80000000 through Ox808FFFFF (I think). 
You could find some functions you're not using and overwrite them with 
your own data. 


To find out the exact address of each function use the "nm.exe" 
utility: 


nm main 
I find it useful to pipe it through "sort" so that everything is 


sorted by address. Also redirect output to a file so you can read it 
more easily: 
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nm main | sort > nm.out 


I have a little blurb about all this on my website. Click on 
"NM.EXE" in the left frame. It's under the "Tech" heading. 


http://www.concentric.net/~dsyaroze/insider 
A word of warning though. I have tried this. I attempted to reuse 


some of the 3D drawing functions since my game is 2D only. This 
didn't work for some reason and I never spent time figuring out why. 


Scott 

> Heya all, howz life? 

> 

> Well, I've got a question, hope someone can help me... 

> 

> I know that you can upload stuff to the Yaroze's memory from address 
> 80090000 - 80140000, or something like that. Or at least, when my 

> program loads, the main program starts loading at 80140000. 1 have 
> reached that limit, and I was wondering if there are any other places to 
> where you can upload things. If there is, can respond in a way like 
> 'you can upload from 80472lef - 80600000'. I have reached the limit, 
> and have only loaded a few TIMS and a .vb and .vh file anda .seq 

> 

> Cheers in advance, 

> 

> Ed :) 

> 

> 'There was a wise man who once said "Never quote me". Heh' 


—-MESSAGE FILE 964 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000693 


—-MESSAGE FILE 965 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000694 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: Mon, 08 Feb 1999 19:39:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <36BF3D88.93494BC4@yahoo. com> 

References: <36BDFC53.2014A8AC@yahoo.com> <36BF2367.B9A504B8@vmlabs.com> 
NNTP-Posting-Host: ppp-2-4-52.access.telinco.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Um, in English? 


So basically I have reached my limit... 


Ed :) 


Scott Cartier wrote: 


(zal 


d, 

The library functions occupy 0x80000000 through Ox808FFFFF (I think). 
You could find some functions you're not using and overwrite them with 
your own data. 


To find out the exact address of each function use the "nm.exe" 
utility: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> nm main 
> 

> 


I find it useful to pipe it through "sort" so that everything is 
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sorted by address. Also redirect output to a file so you can read it 
more easily: 


nm main | sort > nm.out 


I have a little blurb about all this on my website. Click on 
"NM.EXE" in the left frame. It's under the "Tech" heading. 


http://www.concentric.net/~dsyaroze/insider 
A word of warning though. I have tried this. I attempted to reuse 


some of the 3D drawing functions since my game is 2D only. This 
didn't work for some reason and I never spent time figuring out why. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Scott 

> Heya all, howz life? 

> 

> Well, I've got a question, hope someone can help me... 

> 

> I know that you can upload stuff to the Yaroze's memory from address 
> 80090000 - 80140000, or something like that. Or at least, when my 

> program loads, the main program starts loading at 80140000. 1 have 
> reached that limit, and I was wondering if there are any other places to 
> where you can upload things. If there is, can respond in a way like 
> 'you can upload from 80472168 - 80600000'. I have reached the limit, 
> and have only loaded a few TIMS and a .vb and .vh file anda .seq 

> 

> Cheers in advance, 

> 

> Ed :) 

> 

> 'There was a wise man who once said "Never quote me". Heh' 


—-MESSAGE FILE 965 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000694 


—-MESSAGE FILE 966 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000695 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Found the problem, but need more help!!!! 
Date: Mon, 08 Feb 1999 20:14:03 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36BF458A. 4D0F9814@yahoo.com> 
References: <36BDFC53.2014A8AC@yahoo.com> 
NNTP-Posting-Host: ppp-1-12-56.access.telinco.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Heya all! 
I have found the problem... 


I am following the Sound For Dummies tutorial, and to play midi I have to 


load a file called std0.vb (I do also have to load a .vh file, but it's only 
small...). Unfortunatley, it is 300kb... can anyone suggest a way of 
making it smaller or using another method? Please respond in 'plain 
English' - I'm just a lowly beginner! 


I can't see that they expect you to give up 300kb for a file that you need. 


To make a soundfile, you have to split it up into a .vb and .vh file. Can I 
get a very small sound file and use these as the .vb and .vh file? 


Cheers in advance, 


Ed :) 
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UMS ea 


—-MESSAGE FILE 966 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000695 


—-MESSAGE FILE 967 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000696 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Found the problem, but need more help!!!! 

Date: Mon, 8 Feb 1999 20:34:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <79ni2o0Sldo3@chuka.playstation.co.uk> 

References: <36BDFC53.2014A8AC@yahoo.com> <36BF458A. 4D0F9814@yahoo. com> 
NNTP-Posting-Host: mfs-pci-bqk-vty203.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Ed Fear wrote in message <36BF458A.4D0F9814@yahoo.com>... 

>I am following the Sound For Dummies tutorial, and to play midi I have to 
>load a file called std0.vb (I do also have to load a .vh file, but it's 
only 


>small...). Unfortunatley, it is 300kb... can anyone suggest a way of 
>making it smaller or using another method? Please respond in 'plain 
>English' - I'm just a lowly beginner! 

> 


>I can't see that they expect you to give up 300kb for a file that you need. 
> 
>To make a soundfile, you have to split it up into a .vb and .vh file. Can 
իր 


>get a very small sound file and use these as the .vb and .vh file? 
> 


Have you considered the fact that the VB portion of your data does not 

need to be retained in main memory once you have transferred it to sound 
RAM? 

My solution to this problem is to load the std0.vb into the memory space 
that 

will be occupied by the heap before I initialise the heap. BTW the stdo.vb 
file is stored on your Yaroze boot disc so you can load it from there inside 
your code. You need to do something along the lines of 


main () 

{ 

LoadSounds (); 

MakeHeap () ; 

// now use malloc to create areas for the ordered table etc rather than 

// statically defining them in your code & you will reclaim the area used by 
// std0.vb when loaded from CD 

} 


void MakeHeap (void) 

{ 

// heap initialisation stuff 

// heap starts after the main program on a 16-byte boundary 
unsigned long lclHeapStart=(_end & OxXFFFFFFFOL)+0x10; 

// heap extends to the bottom of the stack. 

unsigned long lclHeapSize=((_stack_addr-(_stack_size<<10)) & 
OxFFFFFFFOL)-lclHeapStart; 


InitHeap((unsigned long *)lclHeapStart, lclHeapSize)j; 
} 


// loads sound from cd & sets up vabs etc 
// NOTE : This is called before InitHeap 
void LoadSounds (void) 


{ 
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unsigned long LBuff=(_end & OXFFFFFFFOL)+0x10; // program end 

// UBuff will now be pointing to the 1st word boundary after your program in 
memory 

GetFile("\\data\\sound\\STDO.VB", (ulong*) LBuff) ; 
GetFile("\\data\\sound\\STDO.VH", (ulong*) ST_VH) ; 
MusicVabID=SsVabTransfer ( (u_char*) ST_VH, (u_char*) LBuff,-1,1); 

// the VB file has now been transferred to sound RAM & therefore you can now 
// initialise the heap over the area it was loaded into 


} 


void GetFile(char * File,ulong*LBuff) 
{ 


unsigned char Result; 


CdReadFile (File, LBuff,0); 
CdReadSync (0, &Result) ; 
} 


You can also do something similar with your tim files once they have been 
loaded into 
video RAM. 


Hope this helps 
Cheers 


Nick S 


—-MESSAGE FILE 967 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000696 


—-MESSAGE FILE 968 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000697 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: Tue, 09 Feb 1999 09:51:15 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36C07593.FB1476@vmlabs.com> 

References: <36BDFC53.2014A8AC@yahoo.com> <36BF2367.B9A504B8@vmlabs.com> <36BF3D88.9 
3494BC4@yahoo.com> 

NNTP-Posting-Host: vmlabs34.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Unless you want to overwrite the library functions (risky), yes, you've 
reached the limit. 


Scott 


Um, in English? 


> 
> 
> So basically I have reached my limit... 
> 
> 


Ed :) 
—-MESSAGE FILE 968 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000697 


—-MESSAGE FILE 969 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000698 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Found the problem, but need more help!!!! 

Date: Tue, 09 Feb 1999 10:07:14 -0800 

Organization: SCEA News Server 
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Lines: 83 

Message-ID: <36C07952.17FA1882@vmlabs.com> 

References: <36BDFC53.2014A8AC@yahoo.com> <36BF458A.4D0F9814@yahoo. com> 
NNTP-Posting-Host: vmlabs34.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Okay, I'll try to make this plain English. Let me know if I lose 
you. :) 


Note, this is definitely not a "beginners" topic. 


One thing I thought about doing (to solve this very problem) is to have 
my program execute in two parts. The first part would load in the 
sample set and sound effects, put them in sound RAM, and then quit. 
Once they are in sound RAM you can reuse the memory that they occupied. 
So the sequence would be something like this (in SIOCONS pseudo-code): 


dload sfx.vb 0x80090000 
dload sfx.vh 0x800A0000 
dload main 

go 


<program loads in sfx.vb & sfx.vh and stores them in sound RAM> 
<program reads in std0.vb & std0.vh from CD and stores them in sound 
RAM> 


<program quits> 


dload graphixl.tim 0x80090000 
dload graphix2.tim 0x800A0000 


go 


<game starts> 


Your main program might look something like this: 


int mode = 0; 
void main() { 
if (mode == 0) { 
<load sounds and sample set> 
modet++; 
exit; 


} 
<rest of your program> 
} 
When you load your program, "mode" will be set to 0. The first time 


you execute it, that "if" statement will take effect, load the sounds, 
increment "mode", and exit. 


Then after you've loaded your graphics and other data you execute the 
program again (DON'T reload it - just type "go" again). This time 
"mode" is 1 so it skips that first part. 


Did that make sense? I know I'll be using this method once I run out 
of RAM. 


Anyone else have ideas how to accomplish the same thing? 


Scott 
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> Heya all! 

> 

> I have found the problem... 

> 

> I am following the Sound For Dummies tutorial, and to play midi I have to 

> load a file called std0.vb (I do also have to load a .vh file, but it's only 
> small...). Unfortunatley, it is 300kb... can anyone suggest a way of 

> making it smaller or using another method? Please respond in 'plain 

> English' - I'm just a lowly beginner! 

> 

> I can't see that they expect you to give up 300kb for a file that you need. 
> 

> To make a soundfile, you have to split it up into a .vb and .vh file. Can I 
> get a very small sound file and use these as the .vb and .vh file? 

> 

> Cheers in advance, 

> 

> Ed :) 

> 

Տո SUM aes war 


—-MESSAGE FILE 969 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000698 


-—-MESSAGE FILE 970 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000699 
Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Thanx 

Date: Tue, 09 Feb 1999 20:02:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <36C0944B.C39BB7FD@yahoo. com> 

References: <36BDFC53.2014A8AC@yahoo.com> <36BF458A.4D0F9814@yahoo.com> <36C07952.17 
FA1882@vmlabs.com> 

NNTP-Posting-Host: ppp-1-9-57.access.telinco.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Scott, thou ist a god. Quite frankly. A superb god at that. 
I don't know if it will work when I do it, but thanx! 


Ed :) 
P.S If anyone else has any ways of doing it, feel free to post them! 


Scott Cartier wrote: 


Okay, I'll try to make this plain English. Let me know if I lose 
you. :) 


Note, this is definitely not a "beginners" topic. 


One thing I thought about doing (to solve this very problem) is to have 
my program execute in two parts. The first part would load in the 
sample set and sound effects, put them in sound RAM, and then quit. 
Once they are in sound RAM you can reuse the memory that they occupied. 
So the sequence would be something like this (in SIOCONS pseudo-code): 


dload sfx.vb 0x80090000 
dload sfx.vh 0x800A0000 
dload main 


go 


<program loads in sfx.vb & sfx.vh and stores them in sound RAM> 

<program reads in std0.vb & std0.vh from CD and stores them in sound 
RAM> 

<program quits> 


dload graphixl.tim 0x80090000 
dload graphix2.tim 0x800A0000 


VVVVVVVVVVVVVV VV VV VV VV VV 
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go 
<game starts> 


Your main program might look something like this: 


int mode = 0; 
void main() { 
if (mode == 0) { 
<load sounds and sample set> 
modet++; 
exit; 


} 


<rest of your program> 


} 


When you load your program, "mode" will be set to 0. The first time 
you execute it, that "if" statement will take effect, load the sounds, 
increment "mode", and exit. 


Then after you've loaded your graphics and other data you execute the 
program again (DON'T reload it - just type "go" again). This time 
"mode" is 1 so it skips that first part. 


Did that make sense? I know I'll be using this method once I run out 
of RAM. 


Anyone else have ideas how to accomplish the same thing? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Scott 

> Heya all! 

> 

> I have found the problem... 

> 

> I am following the Sound For Dummies tutorial, and to play midi I have to 
> load a file called std0.vb (I do also have to load a .vh file, but it's only 
> small...). Unfortunatley, it is 300kb... can anyone suggest a way of 

> making it smaller or using another method? Please respond in 'plain 

> English' - I'm just a lowly beginner! 

> 

> I can't see that they expect you to give up 300kb for a file that you need. 
> 

> To make a soundfile, you have to split it up into a .vb and .vh file. Can I 
> get a very small sound file and use these as the .vb and .vh file? 

> 

> Cheers in advance, 

> 

> Ed :) 

> 

> MUM. ; y 0" 


—-MESSAGE FILE 970 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000699 


—-MESSAGE FILE 971 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000700 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: 14 Feb 1999 02:06:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01b9dbb0$1leb98100S$c13cac3e@gareth> 

References: <36BDFC53.2014A8AC@yahoo.com> 
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NNTP-Posting-Host: host62-172-60-193.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hey Ed, 


Okay, I'm working from a very sketchy memory of something I read at about 3 
in the morning but I think one of the Code Warrior demos uses host 
downloading to fetch files off the server (your computer) to the Yaroze. 


If this is correct, you could dload your sound into RAM, copy it into SRAM 
and then dload the rest of the files you need. All this is done at runtime 
and you wouldn't need to execute the program twice as Scott sugested, 
which, lets face it, is not very user friendly (no offence Scott). 


Gareth! 
—-MESSAGE FILE 971 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000700 


—-MESSAGE FILE 972 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000701 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: Sun, 14 Feb 1999 07:49:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <36C68017.555C476C@hinge.mistral.co.uk> 

References: <36BDFC53.2014A8AC@yahoo.com> <01b9dbb0$1leb98100Sc13cac3e@gareth> 
NNTP-Posting-Host: d2-s6-100-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Gareth wrote: 
Hey Ed, 


Okay, I'm working from a very sketchy memory of something I read at about 3 
in the morning but I think one of the Code Warrior demos uses host 
downloading to fetch files off the server (your computer) to the Yaroze. 


If this is correct, you could dload your sound into RAM, copy it into SRAM 
and then dload the rest of the files you need. All this is done at runtime 
and you wouldn't need to execute the program twice as Scott sugested, 
which, lets face it, is not very user friendly (no offence Scott). 


VVVVVVVV VV 


There's currently 3 (yaroze) way's to do this: 


1) CodeWarrior's MWDebugIO library allows you to redirect file io 

to a file server built into their console program & debugger. Only useful 
for people who have CodeWarrior (GNU user's cann't use it). And it 

has a tendency to lock up. 

2) I forget the name, but some guy wrote the Cyclone serial fileserver. 
It's ok - no source released though, but seems to be more stable than 

the Metrowerks server. 
3) The ARS fileserver library for GNU and CodeWarrior. This is the 

most widely supported file server protocol (with support from the original 
DOS ARS server, a WinNT server called NiceARS, and a server built 

into Maurice Sibrandi's Yaroze Master IDE for GNU). And a Linux server 

coming up in the next week or two. Requires a Datel Action Replay comms 

link card to work though (but from that you get MUCH faster and more reliable 
file loading times than the other servers). 


> Gareth! 


Craig. 
(who wrote the original ARS server 'coz the CodeWarrior one kept locking սք, 
so he should know) 
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—-MESSAGE FILE 972 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000701 


—-MESSAGE FILE 973 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000702 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: Tue, 16 Feb 1999 09:46:14 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <36C9AEE6.C84FA937@vmlabs.com> 

References: <36BDFC53.2014A8AC@yahoo.com> <01b9dbb0$1eb98100Scl3cac3e@gareth> <36C68 
017.555C476C@hinge.mistral.co.uk> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept-Language: en 


Of these three, only #2 will be guaranteed to work with everyone's 
Yaroze. Not everyone has CW or the Action Replay. Օհ how I wouldn't 
love to get an AR, though, for the faster downloads. 


Scott 


There's currently 3 (yaroze) way's to do this: 


1) CodeWarrior's MWDebugIO library allows you to redirect file io 

to a file server built into their console program & debugger. Only useful 
for people who have CodeWarrior (GNU user's cann't use it). And it 

has a tendency to lock up. 

2) I forget the name, but some guy wrote the Cyclone serial fileserver. 
It's ok - no source released though, but seems to be more stable than 

the Metrowerks server. 
3) The ARS fileserver library for GNU and CodeWarrior. This is the 

most widely supported file server protocol (with support from the original 
DOS ARS server, a WinNT server called NiceARS, and a server built 

into Maurice Sibrandi's Yaroze Master IDE for GNU). And a Linux server 

coming up in the next week or two. Requires a Datel Action Replay comms 

link card to work though (but from that you get MUCH faster and more reliable 
file loading times than the other servers). 


> Gareth! 


Craig. 

(who wrote the original ARS server 'coz the CodeWarrior one kept locking up, 

so he should know) 

—-MESSAGE FILE 973 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000702 


VVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 974 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000703 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: 16 Feb 1999 20:32:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <01b9dddcSec83bf00S623dac3e@gareth> 

References: <36BDFC53.2014A8AC@yahoo.com> <01b9dbb0$1leb98100Scl1l3cac3e@gareth> <36C68 
017.555C476C@hinge.mistral.co.uk> <36C9AEE6.C84FA937@vmlabs.com> 

NNTP-Posting-Host: host62-172-61-98.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Too many jokes about NiceARS, must....re..sist! 
—-MESSAGE FILE 974 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000703 
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—-MESSAGE FILE 975 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000704 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Memory Addresses 

Date: Wed, 17 Feb 1999 14:28:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36CADIFE.89D5E881@hinge.mistral.co.uk> 

References: <36BDFC53.2014A8AC@yahoo.com> <01b9dbb0S$1leb98100Scl1l3cac3e@gareth> <36C68 
017.555C476C@hinge.mistral.co.uk> <36C9AEE6.C84FA937@vmlabs.com> <01b9dddcS$ec83bf00$ 
623dac3e@gareth> 

NNTP-Posting-Host: d3-s45-201-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Gareth wrote: 


> Too many jokes about NiceARS, must....re..sist! 


Been done - check out Steve Dunn's page for the NiceARS 
server for NT (complete with great ladies backside on the 
splash screen). 


Craig. 


—-MESSAGE FILE 975 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000704 


-—-MESSAGE FILE 976 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000705 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze AC Plug - weird? 

Date: Thu, 18 Feb 1999 18:31:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7ahmbaSbtf11@chuka.playstation.co.uk> 

References: <36729369.4D280474@yahoo.com> <1d105f3.1nc3bgyvp9m5bN@al-—88-108.al.nl1> 
NNTP-Posting-Host: th-en139-096.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I don't get you english people!!! I don't need the UK-converter for my 
>UK-NY.. I just plug it in. But wile we in the rest of europe: 

>- we drive right, you have to drive left 

>- we have a standaard plug, you need to have a different one 

>- we all wight with kilo's, you want to weight in stones 

>- we use liters, you use gallons 

>- we use meters, you use feet 

>- we put salt on our fries, you have to use vinigar 


And we call them chips, not fries, and we put salt AND vinegar. 


>What kind of people are you, natural pains in the arss? 
You noticed then... :) 


Rikki 


—-MESSAGE FILE 976 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000705 


—-MESSAGE FILE 977 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000706 
Path: chuka.playstation.co.uk!news 
From: "Rikki Prince" <rprince@dircon.co.uk> 


Net Yaroze newsgroups message dump.txt Page 619 


Newsgroups: scee.yaroze.beginners 

Subject: Tim Load Function 

Date: Thu, 18 Feb 1999 18:37:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7V7ahmkuSbtf13@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en139-096.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm writing a very basic function to load a TIM into the VRAM. It is based 
on those that I've seen in other programs and tutorials. As it is not 
specific to a program, I need it to be able to load any TIM I need to. For 
this reason, I need to know whether its best to pass (along with the TIM 
address) the GsIMAGE structure as a pointer, or whether to return the 
GsIMAGE at the end of the function. Can someone please tell me what the most 
efficient/most used or generally best way of doing this? 

Thanks, sorry if this doesn't make sense, I'm in a rush! 

Rikki 


—-MESSAGE FILE 977 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000706 


-—-MESSAGE FILE 978 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000707 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Counters 

Date: Thu, 18 Feb 1999 18:55:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7ahnnvSbtf15@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-41l.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Whats the deal with these counters? i.e. root counters, etc. 

Could someone please explain to me what the different types are and what 
they are used for. 

Thanks, 

Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 978 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000707 


—-MESSAGE FILE 979 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000709 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Counters 

Date: Thu, 18 Feb 1999 21:18:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7ai02vSbtf20@chuka.playstation.co.uk> 
References: <7ahnnvSbtf15@chuka.playstation.co.uk> 
NNTP-Posting-Host: p96s09a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Whats the deal with these counters? i.e. root counters, etc. 

>Could someone please explain to me what the different types are and what 
>they are used for. 

>Rad. 


George Bain's NY tutorial contains a section on counters and the ‘root 
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counter'. 


Just a quick question օք my own - how often exactly is the root counter 
incremented? The manual states it is increased every 0.24 microseconds. 


Using the framerate as a guide, I worked out that the time between ResetRCnt 
and the root counter reaching the value of about 15500 is 1 second. What 
gives? 


Derek 


dasi@globalnet.co.uk 


—-MESSAGE FILE 979 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000709 


—-MESSAGE FILE 980 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000710 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@dwines.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Tim Load Function 

Date: 20 Feb 1999 03:03:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <01b9e06f$2d791160$7292a6c3@gareth> 
References: <7ahmkuSbtf13@chuka.playstation.co.uk> 
NNTP-Posting-Host: 114.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Um, if I understand you correctly, Rikki, then you will want to pass the 
GsIMAGE as a pointer, for example: 


GsIMAGE my_picy; 


// Loads the .tim into VRAM 
load_tim (&my_picy); // This line in your main function 


//////////////////////////////////////////////////////////////////////////// 
/7/777777777777777777777777777777777777777/7 

void load_logo (GsIMAGE *picy) 

{ 


RECT dest; 
GsGetTimInfo ((u_long *) (TIM_ADDR + 4), picy); 
dest.x = picy->px; dest.y = picy->py; 
dest.w = picy->pw; dest.h = picy->ph; 
LoadiImage (&dest, picy->pixel); 
// Test for presence of CLUT, skip this part if not needed. 
dest.x = picy.cx; dest.y = picy.cy; 
dest.w = picy.cw; dest.h = picy.cy; 


LoadiImage (&dest, picy.clut); 
} 


I'm also in a rush...to get to bed (03:02!!!) so I haven't looked too hard 
into this little snippet of code. Anyway, this will load the .tim at 
TIM_ADDR in RAM into VRAM (and the CLUT if neccesary, but I haven't got 


that code to hand 'cause I haven't needed it yet). Hope this helps 'till 
someone a little more awake than me replies... 


Gareth! 
—-MESSAGE FILE 980 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000710 


—-MESSAGE FILE 981 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000711 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Counters 

Date: Sun, 21 Feb 1999 12:44:03 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7J7aovirSerp14@chuka.playstation.co.uk> 

References: <7ahnnvS$btf15@chuka.playstation.co.uk> <7ai02vS$btf20@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: pFCs13a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Here's some info from way back in May 1997. Look, and ye shall find... 
So, nobody knows how often the timers are incremented? :-) 


>Basically, a call to GetRCnt(1) obtains the value of this 
>counter; it seems to increment Very fast (not yet sure how fast), 
>and its range is (we think) 0-65535 ie unsigned_short, 

>and can be expected to wraparound very often (more than once 
>per second). 


>Sorry about the uncertainty, but we're unsure about the 
>other timers and whether or nopt they're usable. 
>Will post again soon. 


>There are 3 root counters, 0, 1, and 2. The return values are 0-65535, 
>root counter 1 is slowest. As theres no information on which root 
>counter measures what, so we don't know the timings, so it'll have to be 
>trial and error (1 maybe hsyncs). 


> 

>As for the code, something like this should do the trick. 
> 

>void main (void) 

>í 

> printf("startingNn"); 

> StartRCnt (1); // not needed on Yaroze 
> ResetRCnt (1); 

> 

> while(!kbhit ()) 

> { 

> if (GetRCnt(1) == 40) 

> { 

> printf ("event\n"); 

> ResetRCnt (1); 

> } 

> } 

> getch(); 

> printf ("done\n"); 

>} 


>SCEE Developer Support 


Derek 


dasi@globalnet.co.uk 


—-MESSAGE FILE 981 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000711 


—-MESSAGE FILE 982 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000712 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: memory overwrite 

Date: Sun, 21 Feb 1999 17:26:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <V7apfkdSerp17@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


Net Yaroze newsgroups message dump.txt 


How can I stop my program overwriting my data, 


at the moment my *.sio is like this 


local dload data\fontl.tim 80091000 
local load ny.pxe 
go 


all the other tutorials I've looked at do a similar thing 
without their data being overwritten? 


BTW this is using codewarriors PSComUtil as SIOCONS doesn't work on my NT 
system. 


Also with regard ordering tables and such, I've allocated a PACKET of 128000 
for the workspace and an ordertable with a length of 9 (it started out at 1 
and I've increased it to try and fix this problem) the problem is, if I add 
a sprite to the OT fine, if I add a line or box to the OT fine, if I add 
both a sprite & a line to the OT it crashes (just pops up a black screen - 
it's cleared to blue BTW) 


This is beginning to annoy me, I've never had so many problems programming 
any other system before. 


TIA 
Nigel 


——MESSAGE FILE 982 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/000 


——MESSAGE FILE 983 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/0 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: memory overwrite 

Date: Sun, 21 Feb 1999 23:59:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7aq716Serp22@chuka.playstation.co.uk> 
References: <V7apfkdSerp17@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr02-17.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel Critten wrote in message <7apfkdSerpl7@chuka.playstation.co.uk>... 
>Hi, 

> 

>How can I stop my program overwriting my data, 

> 

>at the moment my *.sio is like this 


>local dload data\fontl.tim 80091000 
>local load ny.pxe 


>all the other tutorials I've looked at do a similar thing 

>without their data being overwritten? 

> 

>BTW this is using codewarriors PSComUtil as SIOCONS doesn't work on my NT 
>system. 

> 


Try loading your data at a higher address. At the moment you're loading 
your data only 4Kb beyond the default program start address (80090000). An 
alternative is to change the porgram address and load it beyond the data, 
which will make sure you wont have to move your data as your program grows. 
(Check out the linker settings for your CW project). 
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00712 


0000714 
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>Also with regard ordering tables and such, I've allocated a PACKET of 
128000 

>for the workspace and an ordertable with a length of 9 (it started out at 1 
>and I've increased it to try and fix this problem) the problem is, if I add 
>a sprite to the OT fine, if I add a line or box to the OT fine, if I add 
>both a sprite & a line to the OT it crashes (just pops up a black screen - 
>it's cleared to blue BTW) 


> 
Strange. Sounds like you're not setting up your OTs and packet areas 
correctly. Post us your source code and I'll take a look. ( either here or 


to my email: aherbert@ndirect.co.uk ) 


>This is beginning to annoy me, I've never had so many problems programming 
>any other system before. 

> 

>TIA 

>Nigel 

> 

> 


—-MESSAGE FILE 983 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000714 


—-MESSAGE FILE 984 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000715 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: memory overwrite 

Date: Mon, 22 Feb 1999 21:31:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7JVasia3Serp32@chuka.playstation.co.uk> 

References: <7apfkdSerp17@chuka.playstation.co.uk> <7aq716Serp22@chuka.playstation.c 
o.uk> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Try loading your data at a higher address. At the moment you're loading 
>your data only 4Kb beyond the default program start address (80090000). An 


That's worked great thanks, I did try increasing the start address but not 
by enough. 


>Strange. Sounds like you're not setting up your OTs and packet areas 
>correctly. Post us your source code and I'll take a look. ( either here 
or 


>to my email: aherbert@ndirect.co.uk ) 


You were right I wasn't setting the packets until it got to my double buffer 
stuff that handles all the DrawOTs and ClearOTs, I've now sorted this by 
setting the packets after setting them right after initialising the screens 
and OT's thanks. 


Thanks for the help 


Last thing, I can now see the TIM, what it is, I've got a TIM containing a 
custom font, when the font is displayed on screen some vertical lines are 
repeated, I've using Dataman to set up the data now to avoid more dload 
problems in the future, is this an alignment problem, I'm using 
SortFastSprite so there is no scaling or rotating going on. 


TIA 


Nigel 


Net Yaroze newsgroups message dump.txt Page 624 


—-MESSAGE FILE 984 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000715 


—-MESSAGE FILE 985 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000716 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: memory overwrite 

Date: Mon, 22 Feb 1999 22:14:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7asl7kSerp33@chuka.playstation.co.uk> 

References: <7apfkdSerp17@chuka.playstation.co.uk> <7aq716Serp22@chuka.playstation.c 
o.uk> <7asia3Serp32@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-usr00-53.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel Critten wrote in message <7asia3Serp32@chuka.playstation.co.uk>... 

> 

>Last thing, I can now see the TIM, what it is, I've got a TIM containing a 
>custom font, when the font is displayed on screen some vertical lines are 
>repeated, I've using Dataman to set up the data now to avoid more dload 
>problems in the future, is this an alignment problem, I'm using 
>SortFastSprite so there is no scaling or rotating going on. 

> 

>TIA 

> 

>Nigel 

> 

> 


GsSortFastSprite() doesn't like odd numbers for either .u or .w. 
GsSortSprite() doesn't mind. 


Herbs 


—-MESSAGE FILE 985 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000716 


-—-MESSAGE FILE 986 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000717 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Trying to display a sprite 

Date: Tue, 23 Feb 1999 21:16:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <7av5sm$9pol@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en140-241.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:895 scee.yaroze.be 
ginners:717 


I've just typed out the code at the end of Ira Rainey's tutorial (typed, not 
copied and pasted, to try and gain some experience, and extra knowledge from 
doing so. However, I've compiled, and attempted to run, it flashes something 
very quickly on the screen, and then the screen goes blank, with the thick 
black strips at the top and bottom. Anyway, I've attached the code, so if 
anyone has the chance to look at it, and tell me what's been copied 
incorrectly, or what's in the wrong order, etc. I would be very thankful. 


Rikki 


—-MESSAGE FILE 986 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000717 
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-—-MESSAGE FILE 987 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000718 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Tue, 23 Feb 1999 16:50:00 -0500 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <7av7s5$8jb8@scea> 

References: <7av5sm$9pol@chuka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:896 scee.yaroze.be 
ginners:718 


Umm... most of it looks pretty good- You might want to change the line in 
InitSprite() that calls GsGetTimInfo though... 


Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be changed 
to 
"(u_long *) (spriteAdd + 1)". 


The information that GetTimInfo needs is actually 4 bytes in from the 
header. Since you're casting spriteAdd to a u_long, it will multiply any 
addition you do (in this case +4) by the size of a u_long. The final offset 
calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 bytes 
into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
advancement. 


This was a real pain for me too... :) 


hope i helped. 
-charles 


>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
not 

>copied and pasted, to try and gain some experience, and extra knowledge 
from 

>doing so. However, I've compiled, and attempted to run, it flashes 
something 

>very quickly on the screen, and then the screen goes blank, with the thick 
>black strips at the top and bottom. Anyway, I've attached the code, so if 
>anyone has the chance to look at it, and tell me what's been copied 
>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
> 

>Rikki 


--MESSAGE FILE 987 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000718 


--MESSAGE FILE 988 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000719 
Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 00:31:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <36D34854.92429E91@escotia.freeserve.co.uk> 

References: <7av5sm$9pol@chuka.playstation.co.uk> <7av7s5$8jb8@scea> 
NNTP-Posting-Host: modem-90.icehockey.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:897 scee.yaroze.be 
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ginners:719 


իր 


don't know whether Charles' advice has worked but I know Լ certainly use 


(u_long*) (spriteAdd+4) without problems. 


If you are using Ira Rainey's sprite rather than your own, unless you've 
modified it with timTool or similar then you are loading it into the double 
buffers and then overwriting it. This is because Ira used NTSC and put the 
sprite into the space below the buffers, rather than to the side. Of course 
there is no space below the buffers when you use PAL. 


Solution: Move the sprite somewhere safe using timTool. 


I 


I 


spent AGES working this out when I first got my Yaroze. 


hope this helps. If you've got access to siocons there's a bare bones sprite 


display demo an my site too. 


ScoTT 


Charles Nicholson wrote: 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 988 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000719 


Umm... most of it looks pretty good- You might want to change the line in 
InitSprite() that calls GsGetTimInfo though... 


Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be changed 
to 
"(u_long *) (spriteAdd + 1)". 


The information that GetTimInfo needs is actually 4 bytes in from the 
header. Since you're casting spriteAdd to a u_long, it will multiply any 
addition you do (in this case +4) by the size of a u_long. The final offset 
calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 bytes 
into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
advancement. 


This was a real pain for me too... :) 


hope i helped. 
-charles 


>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
not 

>copied and pasted, to try and gain some experience, and extra knowledge 
from 

>doing so. However, I've compiled, and attempted to run, it flashes 
something 

>very quickly on the screen, and then the screen goes blank, with the thick 
>black strips at the top and bottom. Anyway, I've attached the code, so if 
>anyone has the chance to look at it, and tell me what's been copied 
>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
> 

>Rikki 
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--MESSAGE FILE 989 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000720 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 
Subject: Re: Trying to display a sprite 

Date: Tue, 23 Feb 1999 20:10:50 -0500 

Organization: Identical Software 

Lines: 11 

Message-ID: <36D3519A. 3C53E96E@identicalsoftware.com> 

References: <7av5sm$9pol@chuka.playstation.co.uk> <7av7s5$8jb8@scea> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Xref: 


chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:898 scee.yaroze.be 


Net Yaroze newsgroups message dump.txt Page 627 
ginners:720 


Charles Nicholson wrote: 

> Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be changed 
> to 

> "(u_long *) (spriteAdd + 1)". 


That shouldn't be necessary. spriteAdd is simply a number at the time 
of addition. After the addition it is cast to a u_long *. (Personally 
I'd just define spriteAdd to be 4 more.) 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 989 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000720 


—-MESSAGE FILE 990 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000721 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 00:23:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <7J7avh7sS$9po2@chuka.playstation.co.uk> 

References: <7avS5sm$9pol@chuka.playstation.co.uk> <7av7s5$8jb8@scea> 
NNTP-Posting-Host: modem-13.mallet.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:899 scee.yaroze.be 
ginners:721 


Hi all 


I think the addition is carried out before the cast so keep the +4 or it'll 
break :) apart from that Scott is right after the first draw your blank out 
the sprite and clut.. 


Pete. 


Charles Nicholson wrote in message <7Jav7s5S8jb8@scea>... 


>Umm... most of it looks pretty good- You might want to change the line in 
>InitSprite() that calls GsGetTimInfo though... 

> 

>Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be 
changed 

>to 

>"(u_long *) (spriteAdd + 1)". 

> 

>The information that GetTimInfo needs is actually 4 bytes in from the 
>header. Since you're casting spriteAdd to a u_long, it will multiply any 


>addition you do (in this case +4) by the size of a u_long. The final 
offset 
>calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 
bytes 


>into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
>advancement. 

> 

>This was a real pain for me too... :) 

> 


>hope i helped. 

>-charles 

> 

> 

> 

>>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
>not 

>>copied and pasted, to try and gain some experience, and extra knowledge 
>from 

>>doing so. However, I've compiled, and attempted to run, it flashes 
>something 
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>>very quickly on the screen, and then the screen goes blank, with the thick 
>>black strips at the top and bottom. Anyway, I've attached the code, so if 
>>anyone has the chance to look at it, and tell me what's been copied 
>>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
>> 

>>Rikki 

> 

> 

> 


—-MESSAGE FILE 990 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000721 


-—-MESSAGE FILE 991 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000722 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Tue, 23 Feb 1999 22:58:04 -0500 

Organization: SCEA News Server 

Lines: 64 

Message-ID: <7Javte3$8 jb9@scea> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5S$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:900 scee.yaroze.be 
ginners:722 


heh... funny. I've been looking through all my code (just to double check 
at the chance of sounding like a fool), and it all has the sprite address + 
1 inside the cast. Go figure- seems to work fine for me... :) 

ah well. 

-charles 


Peter Dollochan wrote in message <7avh7s$9po2@chuka.playstation.co.uk>... 
>Hi all 


> 

>I think the addition is carried out before the cast so keep the +4 or it'll 
>break :) apart from that Scott is right after the first draw your blank out 
>the sprite and clut.. 

> 

> 

>Pete. 

> 

> 

>Charles Nicholson wrote in message <7av7s5S$8 jb8@scea>... 

>>Umm... most of it looks pretty good- You might want to change the line in 
>>InitSprite() that calls GsGetTimInfo though... 

>> 

>>Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be 
>changed 

>>to 

>>"(u_long *) (spriteAdd + 1)". 

>> 

>>The information that GetTimInfo needs is actually 4 bytes in from the 
>>header. Since you're casting spriteAdd to a u_long, it will multiply any 


>>addition you do (in this case +4) by the size of a u_long. The final 
>offset 
>>calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 
>bytes 


>>into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
>>advancement. 

>> 

>>This was a real pain for me too... :) 

>> 


>>hope i helped. 
>>-charles 
>> 
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>> 

>> 

>>>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
>>not 

>>>copied and pasted, to try and gain some experience, and extra knowledge 
>>from 

>>>doing so. However, I've compiled, and attempted to run, it flashes 
>>something 

>>>very quickly on the screen, and then the screen goes blank, with the 
thick 

>>>black strips at the top and bottom. Anyway, I've attached the code, so if 
>>>anyone has the chance to look at it, and tell me what's been copied 
>>>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
>>> 

>>>Rikki 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 991 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000722 


-—-MESSAGE FILE 992 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000723 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 11:14:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7b0nbq$9po5@chuka.playstation.co.uk> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5S$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> <7avte3$8 jb9@scea> 

NNTP-Posting-Host: modem-21.lute.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:901 scee.yaroze.be 
ginners:723 


by any chance do you do 

u_long *spriteadd = 0x80100000; 

instead of 

#define spriteadd 0x80100000 rikki' code 


and yes C buffs the top one will give a warning about integer/pointer 
conversion... maybe :չ:-) 


Pete. 


Charles Nicholson wrote in message <7avte3$8jb9@scea>... 


>heh... funny. I've been looking through all my code (just to double check 
>at the chance of sounding like a fool), and it all has the sprite address + 
>1 inside the cast. Go figure- seems to work fine for me... :) 

> 

>ah well. 

>-charles 

> 

> 


—-MESSAGE FILE 992 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000723 
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—-MESSAGE FILE 993 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000724 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 11:25:03 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <7b196v$84jb10@scea> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> <7avte3$8jb9@scea> <7bOnbaqS 9po5@chuka.playstation.co.uk> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:902 scee.yaroze.be 
ginners:724 


ummmm, I load it from a library file that's a large u_char array, but when i 
finally get to the correct starting byte, it's a u_long *. I suppose that 
MIGHT have something to do w/it... :) 


doh 
-charles 


>by any chance do you do 

>u_long *spriteadd = 0x80100000; 

>instead of 

>#define spriteadd 0x80100000 rikki' code 
> 

> 

>and yes C buffs the top one will give a warning about integer/pointer 
>conversion... maybe :-) 

> 

> 

>Pete. 

> 


—-MESSAGE FILE 993 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000724 


—-MESSAGE FILE 994 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000725 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Handy newbie site 

Date: Wed, 24 Feb 1999 23:36:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7b22cr$9pol2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-75.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya, 


I was "cruising" my bookmarked websites when I came upon this little gem - 
handy for newbie programmers, I suspect... 


http://www.intstudios.co.uk/gameon/index.htm 
Check it out - it's pretty useful (and it's just in the early stages) 
Nick F 


PS Bob + Mr Frosty - let's get those Edinburgh photos up!!! :) 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 
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"Game over, man. Game over!" 


—-MESSAGE FILE 994 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000725 


—-MESSAGE FILE 995 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000726 
Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.beginners 

Subject: A 'c' question... 

Date: Thu, 25 Feb 1999 01:01:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7b27fmS$9pol4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-45-2.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I have been working hard to get my first game out there and am nearly 
there! I do have a problem, though. I am using a linked list in the game and 
am not sure how to free the space back to the system. I think I need the 
'free' function. Do I need to 'free' each pointer in the linked list, 
individually, or can I just 'free' the head of the list (or would that just 
leave a chunk of used up memory with no access to it)? 


Cheers, 


Mac. 
jJ-mac@lineone.net 


—-MESSAGE FILE 995 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000726 


—-MESSAGE FILE 996 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000727 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: A 'c' question... 

Date: Thu, 25 Feb 1999 08:36:38 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 28 

Message-ID: <36D50B96.8E621C69@scee.sony.co.uk> 
References: <7b27fm$9po0l14@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Johan MacLeod wrote: 


I have been working hard to get my first game out there and am nearly 
there! I do have a problem, though. I am using a linked list in the game and 
am not sure how to free the space back to the system. I think I need the 
'free' function. Do I need to 'free' each pointer in the linked list, 
individually, or can I just 'free' the head of the list (or would that just 
leave a chunk of used up memory with no access to it)? 


VV V V V V V 


Depends how you've allocated your memory. If you've allocated each element using mal 
loc(), then 

you'll have to free() each element as well. Just use 'free' with the address you got 
back from 

malloc(). 


_However_, as I recall there is a bug in free which basically means it doesn't work. 
20 ( 
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Instead, you could figure out the maximum number of structures you'd need, allocate 

a big chunk of 

space for them, and do it all manually. This might work out to be a bit more time ef 
ficient, 

depending on your implementation. You'd have to manage the used/free areas yourself. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Amnesia: You've read the book now read the book. 
—-MESSAGE FILE 996 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000727 


—-MESSAGE FILE 997 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000728 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: A 'c' question... 

Date: Thu, 25 Feb 1999 03:01:28 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <7b302d$8jb11@scea> 

References: <7b27fm$9pol14@chuka.playstation.co.uk> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


It sounds like you have to free each node in the list. 
Basically, a good rule of thumb to follow is that if you got it with 
malloc(), 

you give it back with free(). Keep those in a 1:1 check, and you'll be 
cool. 


oh yeah- and don't forget to put out an ntsc version for us scea ppl. :) 
-charles 


Johan MacLeod wrote in message <7b27fmS9pol4@chuka.playstation.co.uk>... 

> I have been working hard to get my first game out there and am nearly 
>there! I do have a problem, though. I am using a linked list in the game 
and 

>am not sure how to free the space back to the system. I think I need the 
>'free' function. Do I need to 'free' each pointer in the linked list, 
>individually, or can I just 'free' the head of the list (or would that just 
>leave a chunk of used up memory with no access to it)? 

> 

> Cheers, 

> 

> Mac. 

>j-mac@lineone.net 


v 


V V V V 


——MESSAGE FILE 997 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000728 


—-MESSAGE FILE 998 START: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000729 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Please help with Error in compiler 

Date: Fri, 26 Feb 1999 18:28:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
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Message-ID: <7b6ép5a$9po23@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en135-035.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've just been trying out a basic sprite viewer, and when compiling have had 
the following error: 
main.c:xx: declaration for parameter 'MyFunction' but no such 
parameter 


where xx is the line number the error occurred, and MyFunction is one of my 
functions. Also, main.c is sometimes graphics.h etc. 

If anyone can tell me what the problem is in my program, I will be very 
grateful. 


Thanks in advance 
Rikki 


—-MESSAGE FILE 998 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000729 


—-MESSAGE FILE 999 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000730 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Setting Multiple Bits in GsSPRITE 

Date: Sun, 28 Feb 1999 10:41:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7bb6h9S9po30@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en138-193.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:908 scee.yaroze.be 
ginners:730 


To set the Semi-transparency rate in a GSSPRITE structure, can I use 


attribute |= (3<<28); to set 1.0xBack+0.25xForward, and therefore 
attribute |= (2<<28); for 1.0xBack-1.0xForward? 

Or do I have to use 

attribute |= (1<<28); 

attribute |= (1<<29); for 1.0xBack+0.25xForward 

and 

attribute |= (1<<29); for 1.0xBack-1.0xForward? 


Thanks in advance to anyone who can help 
Rikki 


—-MESSAGE FILE 999 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000730 


—-MESSAGE FILE 1000 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000731 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Setting Multiple Bits in GsSPRITE 

Date: Sun, 28 Feb 1999 19:56:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7bc7e3Sabn5@chuka.playstation.co.uk> 

References: <7bb6h9S9po030@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-usr00-56.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:912 scee.yaroze.be 
ginners:731 


Rikki Prince wrote in message <7bb6h9S9po30@chuka.playstation.co.uk>... 
>To set the Semi-transparency rate in a GsSPRITE structure, can I use 
>attribute |= (3<<28); to set 1.0xBack+0.25xForward, and therefore 
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>attribute |= (2<<28); for 1.0xBack-1.0xForward? 


Yep, that's fine. 


>Or do I have to use 
>attribute |= (1<<28); 
>attribute (1<<29); for 1.0xBack+0.25xForward 


I'd avoid doing it in multiple statements. If you do need to set multiple 
bits, it would be neater to compund the statements like: 


attribute |=(1<<28) | (1<<29); 


as you can be sure that the compiler will evaluate the complete expression 
at compile time. Personally, I'd do it like: 


attribute |= 0x50000000; 


but then I love hex. At the end of the day, it doesn't matter much. Use 
whichever way makes most sense to you - at the end of the day it will 
compile into similar code, if not idenical. 


>and 

>attribute |= (1<<29); for 1.0xBack-1.0xForward? 
> 

>Thanks in advance to anyone who can help 

>Rikki 

> 

> 


Herbs 
--MESSAGE FILE 1000 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000731 


--MESSAGE FILE 1001 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000732 

Path: chuka.playstation.co.uk!news 

From: "WickedNun" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: proposition 

Date: Tue, 2 Mar 1999 18:31:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7bhb7uS9he4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.67.133.67 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3629 scee.yaroze.event: 93 
scee.yaroze.beginners:732 


Ok all you doomsayers, the yaroze isn't dead untill people stop developing 
for it. I'm going to start a yaroze page on freeserve, this will include 
help, tutorials, demos and yaroze media, basically the same as the support 
site is now, so if anyone wants to add demos, games or tutorial files reply 
to this group or e-mail me at wickednun@callnetuk.com 


Rob 


-—-MESSAGE FILE 1001 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000732 


—-MESSAGE FILE 1002 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000733 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: Tue, 2 Mar 1999 19:34:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 22 

Message-ID: <7bhegvS9he5@chuka.playstation.co.uk> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3634 scee.yaroze.event:94 
scee.yaroze.beginners:733 


I'm not sure you are allowed to do that, I would check your Application 
form, I think it says something about not publishing Yaroze code outside the 
Yaroze membership 


I could be wrong 
Nigel 


WickedNun wrote in message <7bhb7uS$9he4@chuka.playstation.co.uk>... 

>Ok all you doomsayers, the yaroze isn't dead untill people stop developing 
>for it. I'm going to start a yaroze page on freeserve, this will include 
>help, tutorials, demos and yaroze media, basically the same as the support 
>site is now, so if anyone wants to add demos, games or tutorial files reply 
>to this group or e-mail me at wickednun@callnetuk.com 

> 

>Rob 

> 


> 
> 
> 
—-MESSAGE FILE 1002 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000733 


—-MESSAGE FILE 1003 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000734 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: 2 Mar 1999 19:39:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <0Olbe6é4e4S$62bb0f 60S0a3ddec2@sonia> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3635 scee.yaroze.event:95 
scee.yaroze.beginners:734 


This is a great idea for the future but unless I've missed something Sony 
aren't actually killing or scapping the Yaroze project. If their press 
release is to be believed they're going to continue supporting existing 
academic and private users for some time to come. 


If Sony have got a termination date in mind then they should publish it in 
order to give owners time to prepare with alternative ways of comunicating 
- that is providing they don't inforce their license and ask for all the 
development libraries back! 


Personally, I don't see myself getting tired of Yaroze programming just yet 
and I just hope that Sony's announcement doesn't dishearten too many other 
users. As for Yaroze-2; how many NY or commercial developers (Konami 
excluded) have really pushed playstation to its limits? 


WickedNun <wickednun@callnetuk.com> wrote in article 

<7bhb7u$ 9he4@chuka.playstation.co.uk>... 

> Ok all you doomsayers, the yaroze isn't dead untill people stop 
developing 

> for it. I'm going to start a yaroze page on freeserve, this will include 
> help, tutorials, demos and yaroze media, basically the same as the 
support 
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> site is now, so if anyone wants to add demos, games or tutorial files 
reply 

> to this group or e-mail me at wickednun@callnetuk.com 

> 

> Rob 


-—-MESSAGE FILE 1003 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000734 


—-MESSAGE FILE 1004 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000735 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: Tue, 02 Mar 1999 20:38:06 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <36DC4C2E.6C7548BF@scee.sony.co.uk> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <7bhegvS$9he5@chuka.playstation.co. 

uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3638 scee.yaroze.event: 96 
scee.yaroze.beginners:735 


Nigel Critten wrote: 

> 

> I'm not sure you are allowed to do that, I would check your Application 

> form, I think it says something about not publishing Yaroze code outside the 
> Yaroze membership 


Yaroze code is fine, it's things like the tools and the libraries that you're not al 
lowed to make 
available. 


We're definitely not closing down support - we've just run out! 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


The cigarette does the smoking, YOU'RE just the sucker!! 
—-MESSAGE FILE 1004 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000735 


—-MESSAGE FILE 1005 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000736 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 

Subject: Re: proposition 

Date: Tue, 2 Mar 1999 16:41:51 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <7bhm0dSbsd8@scea> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <0lbe64e4S62bb0f60S0a3ddec2@sonia> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3639 scee.yaroze.event:97 
scee.yaroze.beginners:736 


Hehe... 
I hope you're excluding SquareSoft and Namco too.... 


-charles 
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>Personally, I don't see myself getting tired of Yaroze programming just yet 
>and I just hope that Sony's announcement doesn't dishearten too many other 
>users. As for Yaroze-2; how many NY or commercial developers (Konami 
>excluded) have really pushed playstation to its limits? 

> 

> 

> 

>WickedNun <wickednun@callnetuk.com> wrote in article 

><7bhb7u$ 9he4@chuka.playstation.co.uk>... 

>> Ok all you doomsayers, the yaroze isn't dead untill people stop 
>developing 

>> for it. I'm going to start a yaroze page on freeserve, this will include 
>> help, tutorials, demos and yaroze media, basically the same as the 
>support 
>> site is now, so if anyone wants to add demos, games or tutorial files 
>reply 

>> to this group or e-mail me at wickednun@callnetuk.com 

>> 

>> Rob 

> 


—-MESSAGE FILE 1005 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000736 


—-MESSAGE FILE 1006 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000737 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: 2 Mar 1999 23:13:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01be6502$43377340S0a3ddec2@sonia> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <0lbe64e4S62bb0f 60S0a3ddec2@sonia> 
<7bhm0d$bsd8@scea> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3640 scee.yaroze.event: 98 
scee.yaroze.beginners:737 


FFVII, didn't do much for me I'm afraid ... Yes, seriously. 

Namco. Tekken3, RR4, hmmm. OK, I'll give you that one. 

(But just wait until you see my latest epic: Spinning 3D Yaroze, WITH 
controller! Coming just a soon a I finish texture mapping the controller - 
grrrrr, lousy RSDTool). 


Charles Nicholson <chnicholson@vassar.edu> wrote in article 
<7bhm0d$bsd8@scea>... 

> Hehe... 

> I hope you're excluding SquareSoft and Namco too.... 

> 

> -charles 


—-MESSAGE FILE 1006 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000737 


—-MESSAGE FILE 1007 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000738 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 
Subject: Re: proposition 

Date: Tue, 02 Mar 1999 17:48:48 -0500 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <36DC6AD0.1199EE7C@datasys.net> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <01lbe64e4S62bb0f60S0a3ddec2@sonia> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 348.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (Win95; U) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3642 scee.yaroze.event:99 
scee.yaroze.beginners:738 


Miles Buzzing wrote: 


This is a great idea for the future but unless I've missed something Sony 
aren't actually killing or scapping the Yaroze project. If their press 
release is to be believed they're going to continue supporting existing 
academic and private users for some time to come. 


If Sony have got a termination date in mind then they should publish it in 
order to give owners time to prepare with alternative ways of comunicating 
- that is providing they don't inforce their license and ask for all the 
development libraries back! 


VVVVVVVVV VV 


Certainly such action would be followed by a swift lawsuit! What would 
sony want with thousands of black playstations anyway? 


> Personally, I don't see myself getting tired of Yaroze programming just yet 
> and I just hope that Sony's announcement doesn't dishearten too many other 
> users. 


"Darco 
—-MESSAGE FILE 1007 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000738 


—-MESSAGE FILE 1008 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000739 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: Wed, 3 Mar 1999 01:10:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7bi26eS9he8@chuka.playstation.co.uk> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <O0lbe64e4S62bb0f 60S 0a3ddec2@sonia> 
<36DC6AD0.1199EFE7C@datasys.net> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3643 scee.yaroze.event:10 
0 scee.yaroze.beginners:739 


>> — that is providing they don't inforce their license and ask for all the 
>> development libraries back! 

>> 

> 

>Certainly such action would be followed by a swift lawsuit! What would 
>sony want with thousands of black playstations anyway? 


I don't think it's a lawsuit you would win, as we all signed a contract 
saying Sony could take the machines back with 30days notice 


Nigel 


—-MESSAGE FILE 1008 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000739 


—-MESSAGE FILE 1009 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000740 
Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: 3 Mar 1999 06:57:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01be6543$2abd0f00S0a3ddec2@sonia> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <O0lbe64e4S$62bb0f 60S0a3ddec2@sonia> 
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<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3645 scee.yaroze.event:10 
1 scee.yaroze.beginners: 740 


You love your license agreement don't you Nigel չ-) 
Seriously through, I can't really imagine that Sony will inforce the 


"return development kit clause'. The logistics of gathering in & checking 
the equipment and software would be a nighmare. 


In addition -and lets be honest here - faced with a demand to hand back 
their kit, many Yaroze owners would try every trick in the book to 

crack/hack & copy the libraries, dongle etc before doing so - creating a 
flood of 'unorthorised' development kits where there weren't any before! 


I'm pretty sure than when the black day comes and Sony finally do 
officially end the Yaroze project, if they do anything they will take the 
more pragmatic approach of asking users to 'destroy' their development 
libraries and withdraw the official license. 


- Miles 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in article 

<7bi26eS$ 9he8@chuka.playstation.co.uk>... 

> >> - that is providing they don't inforce their license and ask for 811 
the 

>> development libraries back! 

>> 

> 

>Certainly such action would be followed by a swift lawsuit! What would 
>sony want with thousands of black playstations anyway? 


v 


I don't think it's a lawsuit you would win, as we all signed a contract 
saying Sony could take the machines back with 30days notice 


Nigel 


VVVVVVVVVVVV VV 


-—-MESSAGE FILE 1009 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000740 


—-MESSAGE FILE 1010 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000741 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 
Subject: Re: proposition 

Date: Wed, 03 Mar 1999 10:22:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36DD0D79.319EE9A6@easynet.co.uk> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <Olbe64e4S62bb0f60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3649 scee.yaroze.event:10 
2 scee.yaroze.beginners: 741 


Miles Buzzing wrote: 
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I'm pretty sure than when the black day comes and Sony finally do 
officially end the Yaroze project, if they do anything they will take the 
more pragmatic approach of asking users to 'destroy' their development 
libraries and withdraw the official license. 


VV V V 


I'm not sure they'd even ask us to do that. By the time the license expires 
the PSX2 will be out in Japan and the original Playstation/Yaroze will have 
ZX Spectrum status in the gaming world :). No one will be using the original 
libraries commercially anymore by then. 


I can't see what Sony would have to lose by letting people continue to 
develop for the Yaroze for as long as they want to. 


Phil 


—-MESSAGE FILE 1010 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000741 


-—-MESSAGE FILE 1011 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000742 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 

Subject: Re: proposition 

Date: Wed, 03 Mar 1999 13:21:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36DD3753.656BDCOE@dma-—design. com> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <O0lbe64e4S62bb0f60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3655 scee.yaroze.event:10 
3 scee.yaroze.beginners: 742 


Miles Buzzing wrote: 

> 

> Seriously through, I can't really imagine that Sony will inforce the 

> 'return development kit clause'. The logistics of gathering in & checking 
> the equipment and software would be a nighmare. 


Ummmm... As far as I understand the licence, the actual physical black 
Playstation is *ours*. That's /not/ the development kit that we licence. 
We're effectively licencing the memory card, the two dev CDs, the 
manuals + the link cable. /That's/ what we would theoretically have to 
return, /not/ the actual machine. 


I'm pretty sure than when the black day comes and Sony finally do 
officially end the Yaroze project, if they do anything they will take the 
more pragmatic approach of asking users to 'destroy' their development 
libraries and withdraw the official license. 


V V V V 


I think we're collectively worrying about nothing here. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 1011 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000742 


—-MESSAGE FILE 1012 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000743 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Mathieu Tanguay <mtanguay@megatoon.ca> 

Newsgroups: scee.yaroze.beginners 

Subject: HELP!!! 

Date: Thu, 04 Mar 1999 13:44:54 -0500 

Organization: SCEA News Server 
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Lines: 18 

Message-ID: <36DED4A6.FCC536BC@megatoon.ca> 
NNTP-Posting-Host: qtmtll.megatoon.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


i've writtin an app on the net yaroze using two library, the libps.lib 
and the libsio.lib. 
The problem is that when I execute make I get errors like this: 


Main.c: undefined reference to '_sio_control' 
Main.c:relocation truncated to fit: JMPADDR _sio_control 


It seems that the linker takes by default libps.a and doesn't find that 
function in it. 
My question is how do i do to link new library to that file (if thats 
the problem) or how can i include library in my makefile? 


Thanks 
Reiko 


—-MESSAGE FILE 1012 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000743 


-—-MESSAGE FILE 1013 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000744 

Path: chuka.playstation.co.uk!news 

From: "Tony Bolton" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: Thu, 4 Mar 1999 21:40:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7bmum1$9he33@chuka.playstation.co.uk> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <0lbe64e4S62bb0f60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> <36DD3753.656BDCOE@dma-—design. com> 

NNTP-Posting-Host: modem-76.doctor.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3670 scee.yaroze.event:10 
4 scee.yaroze.beginners: 744 


Yep, 


That's how I pretty much understood it as well. The psx is ours, the dev 
software isn't. Pretty simple, really. 


Besides, I don't know why everyone is worrying about 'maybe' having to hand 
back the dev software stuff anyway - by the time that comes (if ever), we'll 
all be playing on our PSX2 and worrying about coding our game for the Yaroze 
2. He hehe! ;) 


Cheers! 


Tones 8) 

Brian Baird wrote in message <36DD3753.656BDCOE@dma-—design.com>... 

>Miles Buzzing wrote: 

>> 

>> Seriously through, I can't really imagine that Sony will inforce the 
>> ‘return development kit clause'. The logistics of gathering in & checking 
>> the equipment and software would be a nighmare. 

> 

>Ummmm... As far as I understand the licence, the actual physical black 
>Playstation is *ours*. That's /not/ the development kit that we licence. 
>We're effectively licencing the memory card, the two dev CDs, the 
>manuals + the link cable. /That's/ what we would theoretically have to 
>return, /not/ the actual machine. 


Net Yaroze newsgroups message dump.txt Page 642 


> 

>*snip* 

>I think we're collectively worrying about nothing here. 
> 

>-- 


> 
>Brian @ DMA 
> 
> 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 1013 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000744 


—-MESSAGE FILE 1014 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000745 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP!!! 

Date: Thu, 04 Mar 1999 20:18:22 -0500 

Organization: Identical Software 

Lines: 7 

Message-ID: <36DF30DE.7D37E236@identicalsoftware.com> 

References: <36DED4A6.FCC536BC@megatoon.ca> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


To link in libsio.lib just add '-lsio' to the link command. (You may 
also need '-Ldir' where dir is the directory containing the library.) 
This assumes you're using the dos compiler don't know about doing it 

with codewarrior. 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 1014 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000745 


—-MESSAGE FILE 1015 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000746 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: Fri, 05 Mar 1999 07:26:01 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36DFCD59.B950F007@datasys.net> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <Olbe64e4S62bb0f 60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

do0f00S0a3ddec2@sonia> <36DD3753.656BDC0OE@dma-—design. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 289.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3681 scee.yaroze.event:10 
5 scee.yaroze.beginners: 746 


Brian Baird wrote: 


Ummmm... As far as I understand the licence, the actual physical black 
Playstation is *ours*. That's /not/ the development kit that we licence. 
We're effectively licencing the memory card, the two dev CDs, the 
manuals + the link cable. /That's/ what we would theoretically have to 
return, /not/ the actual machine. 


VVVVVVV 


That's true... They did come in seperate packages. The most they could 
ask us to do is back up everything in the "Software Development Tool" 
box and send that back, which I doubt they would do. Ever. Sony isn't 
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The Net Yaroze program will continue for years to come, we have no good 
reason to think otherwise. So grab up that sexy black PSX and give it a 
hug - it won't be saying good bye anytime soon unless you do something 

stupid. 


"Darco 
—-MESSAGE FILE 1015 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000746 


—-MESSAGE FILE 1016 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000747 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 
Subject: Re: proposition 

Date: 5 Mar 1999 19:29:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01lbe673e$87f£58380S0a3ddec2@sonia> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <Olbe64e4S62bb0f 60S 0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> <36DD3753.656BDCOE@dma-design.com> <36DFCD59.B950F007@datasys. 

net> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3684 scee.yaroze.event:10 
6 scee.yaroze.beginners: 747 


The Net Yaroze program will continue for years to come, we have no good 
reason to think otherwise. So grab up that sexy black PSX and give it a 
hug - it won't be saying good bye anytime soon unless you do something 

stupid. 


I'm hugging, I'm hugging :-) 
PS I found a great method for reading gold disks on the NY .... Only 
kidding Sony. No seriously, it was just a joke! Honest! 


—-MESSAGE FILE 1016 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000747 


—-MESSAGE FILE 1017 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000748 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: LoadImage sending me to the loony farm 
Date: 7 Mar 1999 22:51:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <01b9eb4c$79110640Sla92a6c3@gareth> 
NNTP-Posting-Host: 26.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Oh well, here goes... 


I know a lot of more experienced people out there are gonna be hacked off 
with another stupid question, but what's up with this code? 


What it's supposed to do is copy a .tim from RAM to VRAM so that it's 
displayed on the frame buffer every cycle but for some reason it just 
doesn't show up. It's not like I haven't done this before I've had great 
success using LoadImage in the past. I've spent pretty much all weekend 
looking at other people's code and demos and tuts but none of it has 
helped. It's driving me crazy! ARRGGGGHHH!!! 


I've tried a putpixel function and that worked fine so I know the buffers 
are set up okay. 

I've tried my .tim in other programs and it's displayed, then I tried 
editing these programs code and PSComUtil kept reporting an error on data 
fetch or something?! 


Well, enough yammering here's the source from the main function, should be 
pretty self explanetory. 
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Gareth! 
I hope it doesn't drive any of you crazy too... 


void main (void) 
{ 
GsIMAGE green; 


RECT dest; 

init_game (); // Set up the screen res, d/buffer and joypa 
ds 

active_buffer = GsGetActiveBuff(); // Initialise the active_buffer 
variable 


GsGetTimInfo ((u_long *) (LOGO_ADDR + 4), &green); 


if (green.ph == 256) printf ("TIM Loaded successfully"); 

dest.x = 0; 

dest.w = green.pw; dest.h = green.ph; 

while (! PAD_PRESS (bufferl, PAD_CROSS) ) // Exit when X pressed on 


controller 1 


{ 
GsSetWorkBase ((PACKET *) gpu_packet_area [active_buffer]); 


GsClearOt (0, 0, &ordering_table [active_buffer]); 


dest.y = active_buffer * SCREEN_HEIGHT; 
LoadiImage (&dest, green.pixel); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (0, 0, 0, &ordering_table [active_buffer]); 
GsDrawOt (&o0rdering_table [active_buffer]); 


active_buffer = 1 - active_buffer; // Flip the active_buffer 
} 
ResetGraph (3); 
} 


—-MESSAGE FILE 1017 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000748 


—-MESSAGE FILE 1018 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000749 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: LoadImage sending me to the loony farm 
Date: Mon, 08 Mar 1999 10:16:13 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 26 

Message-ID: <36E3A36D.79AE903Beéscee.sony.co.uk> 
References: <01b9eb4c$79110640S1la92a6c3@gareth> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


LoadImage can be confusing when you're trying to use it every frame, because the fra 

me buffer the 

CPU is building is identical to the frame that is being displayed, not the frame tha 
t the GPU is 

currently drawing. I.e. The GPU is displaying frame X, the GPU is drawing frame X+1, 
the CPU is 

building frame X+2. So it's easy to miscalculate which frame buffer your LoadImage s 
hould target. 


As a test, take out the GsSortClear statement. If you get an image on screen, change 
this line. 


> dest.y = active_buffer * SCREEN_HEIGHT; 
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to: 
> dest.y = (l-active_buffer) * SCREEN_HEIGHT; 


If there's no image, then there's something else wrong, like your texture in memory 
is getting 


overwritten. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Windws is @ine for bckground# comunicaions 
—-MESSAGE FILE 1018 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000749 


—-MESSAGE FILE 1019 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000750 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: LoadImage sending me to the loony farm 

Date: 11 Mar 1999 22:06:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01b9ee6a$ee320980S015e38d4@gareth> 

References: <01b9eb4c$79110640Sla92a6c3@gareth> <36E3A36D.79AE903Beéscee.sony.co.uk> 
NNTP-Posting-Host: 212.56.94.1 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ah ha! I reduced the size of the gpu packet area and it works. Could it be 
this was overwriting the TIM info? I would've thought the area taken by the 
TIM was reserved. 


Anyway it works fine now, thanks James. This baby's almost ready for 
upload, just a few optimisations and a web page update...might have it by 
Saturday night... 


Gareth! 
—-MESSAGE FILE 1019 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000750 


-—-MESSAGE FILE 1020 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000751 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: LoadImage sending me to the loony farm 

Date: Fri, 12 Mar 1999 09:56:11 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <36E8E4BB.4E96856C@scee.sony.co.uk> 

References: <01b9eb4c$79110640$la92a6c3@gareth> <36E3A36D.79AE903Béscee.sony.co.uk> 
<01b9ee6aSee320980S015e38d4egareth> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Gareth wrote: 

> 

> Ah ha! I reduced the size of the gpu packet area and it works. Could it be 
> this was overwriting the TIM info? I would've thought the area taken by the 
> TIM was reserved. 


No, the libraries consider the GPU packet area to be infinite and will blindly overw 
rite data (even 
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code) as it feels necessary. This is both good and bad, depending on whether you hav 
e memory 
constraints or you're debugging! 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


To err is human. And stupid. 
-—-MESSAGE FILE 1020 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000751 


-—-MESSAGE FILE 1021 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000752 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Yaroze AC Plug - weird? 

Date: Fri, 12 Mar 1999 18:00:01 +0100 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ldnzxa2.11709islcvun5oN@al-88-123.al.nl1> 

References: <36729369.4D280474@yahoo.com> <1d105f3.1nc3bgyvp9m5bN@al-—88-108.al.nl> < 
JahmbaSbtf11@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <rprince@dircon.co.uk> wrote: 


> >I don't get you english people!!! I don't need the UK-converter for my 
> >UK-NY.. I just plug it in. But wile we in the rest of europe: 

> >- we drive right, you have to drive left 

> >- we have a standaard plug, you need to have a different one 

> >- we all wight with kilo's, you want to weight in stones 

> >- we use liters, you use gallons 
> 
> 
> 
> 
> 


>- we use meters, you use feet 
>- we put salt on our fries, you have to use vinigar 


And we call them chips, not fries, and we put salt AND vinegar. 


In Holland we call them Patat or frietjes. If you order chips in 
Holland, you'll get crisps. As far as I know, a chip is a flat round, 
and what you call chips is not flat and round, but what you call crisps 
is. 


> >What kind of people are you, natural pains in the arss? 
> You noticed then... :) 


Yeah, can't wait to come over again and meet my kind of people ;-) 
Cheers, 


DEnnis.. (the biggest pain the the arss around!) 
-—-MESSAGE FILE 1021 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000752 


—-MESSAGE FILE 1022 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000753 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Net Yaroze Web Account Help 

Date: 14 Mar 1999 04:15:32 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <0Olbe6dd1$2e1b8320S518a9fad0@terryarn> 
NNTP-Posting-Host: 1Cust24.tnt39.dfw5.da.uu.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


My web account access information has not yet been added to the SCEE 
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members only site and I have been a member since December 28th . Can you 
see about getting it set up ? 


—-MESSAGE FILE 1022 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000753 


—-MESSAGE FILE 1023 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000754 
Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: TMD diagnostics 

Date: 22 Mar 1999 21:37:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0Olbe74ac$a7d7fea0$869793c3@default> 
NNTP-Posting-Host: p85s07a02.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I've written some diagnotic code that folk might find useful 

if they are having problems creating TMD objects within their 
programs. 

It'll also tell you if you have any redundant normals or vertices. 


to find out more or to down load the source goto:- 
www.netyaroze-europe.com/~zmoose/ 


Jon 
—-MESSAGE FILE 1023 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000754 


—-MESSAGE FILE 1024 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000755 
Path: chuka.playstation.co.uk!news 

From: peter black <peter_black@dolphin94.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: screen grab sprite 

Date: Fri, 26 Mar 1999 22:45:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <36FCOE19.BCA85D4A@dolphin94.freeserve.co.uk> 
NNTP-Posting-Host: modem-79.depacon.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


is it possible to grab the whole screen in 640,480 mode as a sprite 
setting tpage as 0,0 and sprite w=640 height 480 

when i try this the area 0,0 to 256,256 seems to repeat itself four 
times 

in a tiled arrangement?? 


—-MESSAGE FILE 1024 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000755 


—-MESSAGE FILE 1025 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000756 
Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Sat, 27 Mar 1999 01:06:14 +0000 

Organization: StreetWise Consulting Limited. 

Lines: 73 

Message-ID: <7dhavbSlmc8@chuka.playstation.co.uk> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> <7avte3$8 jb9@scea> 

Reply-To: "swiseltd@ aol.com" <"remove no spam"> 

NNTP-Posting-Host: 98CC2486.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:920 scee.yaroze.be 
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Hmmm, 

Just a guess from a total novice, but maybe +1 and +4 are worked out by the 

compiler to fit into the same 4-byte boundary, and therefor the same physical 


memory address? 


—Kezza 
http://www.netyaroze-europe.com/~kmillar 


Charles Nicholson wrote: 


heh... funny. I've been looking through all my code (just to double check 
at the chance of sounding like a fool), and it all has the sprite address + 
1 inside the cast. Go figure- seems to work fine for me... :) 

ah well. 

-charles 


Peter Dollochan wrote in message <7avh7s$9po2@chuka.playstation.co.uk>... 
>Hi all 


> 

>I think the addition is carried out before the cast so keep the +4 or it'll 
>break :) apart from that Scott is right after the first draw your blank out 
>the sprite and clut.. 

> 

> 

>Pete. 

> 

> 

>Charles Nicholson wrote in message <7av7s5$8jb8@scea>... 

>>Umm... most of it looks pretty good- You might want to change the line in 
>>InitSprite() that calls GsGetTimInfo though... 

>> 

>>Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be 
>changed 

>>to 

>>"(u_long *) (spriteAdd + 1)". 

>> 

>>The information that GetTimInfo needs is actually 4 bytes in from the 
>>header. Since you're casting spriteAdd to a u_long, it will multiply any 


>>addition you do (in this case +4) by the size of a u_long. The final 
>offset 

>>calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 
>bytes 

>>into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
>>advancement. 

>> 

>>This was a real pain for me too... :) 

>> 

>>hope i helped. 

>>-charles 

>> 

>> 

>> 

>>>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
>>not 

>>>copied and pasted, to try and gain some experience, and extra knowledge 
>>from 

>>>doing so. However, I've compiled, and attempted to run, it flashes 
>>something 

>>>very quickly on the screen, and then the screen goes blank, with the 
thick 

>>>black strips at the top and bottom. Anyway, I've attached the code, so if 
>>>anyone has the chance to look at it, and tell me what's been copied 
>>>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
>>> 

>>>Rikki 

>> 

>> 

>> 

> 


VN V N N N NV NN N N NV N NV, VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> > 


—-MESSAGE FILE 1025 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000756 


—-MESSAGE FILE 1026 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000757 
Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: memory overwrite 

Date: Sat, 27 Mar 1999 01:08:42 +0000 

Organization: StreetWise Consulting Limited. 

Lines: 40 

Message-ID: <7dhb3vSlimc9@chuka.playstation.co.uk> 
References: <V7apfkdSerp17@chuka.playstation.co.uk> 
Reply-To: "swiseltd@ aol.com" <"remove no spam"> 
NNTP-Posting-Host: 98CC2486.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 
X-Accept—-Language: en 


Why not check out my PSXComm utility, at 
http://www.netyaroze-europe.com/~kmillar 

if you can't use siocons under NT then you should be able to use PSXComm - it is 
a full windows 32 bit app and supports siocons type auto files. 

-kezza 

Nigel Critten wrote: 

Hi, 

How can I stop my program overwriting my data, 


at the moment my *.sio is like this 


local dload data\fontl.tim 80091000 
local load ny.pxe 
go 


all the other tutorials I've looked at do a similar thing 
without their data being overwritten? 


BTW this is using codewarriors PSComUtil as SIOCONS doesn't work on my NT 
system. 


Also with regard ordering tables and such, I've allocated a PACKET of 128000 
for the workspace and an ordertable with a length of 9 (it started out at 1 
and I've increased it to try and fix this problem) the problem is, if I add 
a sprite to the OT fine, if I add a line or box to the OT fine, if I add 
both a sprite & a line to the OT it crashes (just pops up a black screen - 
it's cleared to blue BTW) 


This is beginning to annoy me, I've never had so many problems programming 
any other system before. 


TIA 
Nigel 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 1026 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000757 


-—-MESSAGE FILE 1027 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000758 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: screen grab sprite 

Date: Sat, 27 Mar 1999 10:41:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 


16 


Message-ID: <7dicosSimc12@chuka.playstation.co.uk> 
References: <36FCOE19.BCA85D4A@dolphin94.freeserve.co.uk> 
NNTP-Posting-Host: modem-26.altace.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Max sprite size is 256x256 so use move/loadimage instead for larger areas, I 
believe there is stuff about it in James Russells FAQ. Oh yeh you could use 
more than one sprite... 


Pete. 


peter black wrote in message 


<3 6FCOI 


19.1 


BCA85D4A@dolphin94.freeserve.co.uk>... 


>is it possible to grab the whole screen in 640,480 mode as a sprite 
>setting tpage as 0,0 and sprite w=640 height 480 
>when i try this the area 0,0 to 256,256 seems to repeat itself four 


>times 


>in a tiled arrangement?? 


> 


—-MESSAGE FILE 1027 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000758 


—-MESSAGE FILE 1028 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000759 
Path: chuka.playstation.co.uk!news 

"Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.beginners 


From: 


Subject: 


Date: Wed, 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 


7 


Parse Error in Libps.h 


31 Mar 1999 16:14:27 +0100 


Message-ID: <7dte6vS$5qul@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en133-080.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:311 scee.yaroze.b 


eginners:759 


I'm writing a simple sprite viewer, but whenever I try to compile, I get 
Parse Errors in Libps.h Can anyone tell me why this is happening? 


Thanks 
Rikki 


—-MESSAGE FILE 1028 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000759 


—-MESSAGE FILE 1029 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000760 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 


Lines: 


Subject: 
Date: Wed, 
Organization: Identical Software 


12 


Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.beginners 
Re: Parse Error in Libps.h 


31 Mar 1999 20:13:03 -0500 


Message-ID: <3702C81F.42083DE2@identicalsoftware.com> 
References: <7dte6vS5qul@chuka.playstation.co.uk> 
NNTP-Posting-Host: 207.60.36.51 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: 


Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 


Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:312 scee.yaroze.b 
eginners:760 


My guess would be that there is a problem in an earlier include file. 
Try making it the first included file if it isn't already. 
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Dennis Payne 
dulsi@identicalsoftware.com 


Rikki Prince wrote: 
> I'm writing a simple sprite viewer, but whenever I try to compile, I get 
Parse Errors in Libps.h Can anyone tell me why this is happening? 


Thanks 
Rikki 
—-MESSAGE FILE 1029 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000760 


> 
> 
> 
> 


—-MESSAGE FILE 1030 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000761 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.beginners 

Subject: Re: Parse Error in Libps.h 

Date: Thu, 1 Apr 1999 01:30:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7duepnS$Squ3@chuka.playstation.co.uk> 

References: <7dte6v$5qul@chuka.playstation.co.uk> <3702C81F.42083DE2@identicalsoftwa 
re.com> 

NNTP-Posting-Host: th-en137-120.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:313 scee.yaroze.b 
eginners:761 


Thanks, but I read the message just after working it out. I tried running it 
through CodeWarrior, and the debugger picked it up, and I found the comment 
above the #include line was faulty. It now compiles and runs, but the sprite 
won't display properly. Instead I get a huge (bigger than the sprite size) 
green block. I haven't got a clue what could be wrong, can anyone help? 


Thanks 
Rikki 


Dennis Payne <dulsi@identicalsoftware.com> wrote in message 

news :3702C81F.42083DE2@identicalsoftware.com... 

> My guess would be that there is a problem in an earlier include file. 
Try making it the first included file if it isn't already. 


Dennis Payne 
dulsi@identicalsoftware.com 


Rikki Prince wrote: 
> I'm writing a simple sprite viewer, but whenever I try to compile, I get 
Parse Errors in Libps.h Can anyone tell me why this is happening? 


VVVVVVVVV VV 


> 
> 

> Thanks 
> Rikki 


—-MESSAGE FILE 1030 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000761 


—-MESSAGE FILE 1031 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000762 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 
Subject: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 01:40:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 245 

Message-ID: <7dufd6S$5qu4@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en137-120.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:762 scee.yaroze.programming.2d_g 
raphics: 923 


The sprite viewer I am attempting to write, is written ina style, which 
will allow me to reuse the functions for other games for all sprites. 
However, at the moment, all that is displayed is a large green block in the 
sprites place, but bigger than the sprite. All my functions are based on 
those in Ira Rainey's tutorial (though not copied and pasted). I've made as 
many functions as possible, to reduce the amount of code in the main file, 
so anything that is repeated, or doesn't change, is stored in a function. 
For example, the basic code in the game loop (the ordering table set up, 
buffer changing etc) is split into two functions, one for code after the 
GsSortFastSprite, and one for after. 


I haven't got a clue what is going wrong, and I have attached all my code, 
and makefile, auto etc in case anyone can look at it and see if they can 
find what is wrong. 

I would be extremely grateful if someone could find the problem, and tell me 
the reason that it is wrong. 


Thanks 
Rikki 


—-MESSAGE FILE 1031 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000762 


—-MESSAGE FILE 1032 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000763 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 10:51:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7dvfivS5qu5@chuka.playstation.co.uk> 

References: <7dufd6S5qu4@chuka.playstation.co.uk> 

NNTP-Posting-Host: pA9s04a03.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:763 scee.yaroze.programming.2d_g 
raphics:924 


It looks like you're trying to load your sprite and your program to the same 
place in memory. Try changing the address of your sprite; something like 
0x80090000 should work. 


Derek 


Rikki Prince wrote in message <7dufdé6éS5qu4@chuka.playstation.co.uk>... 

>I haven't got a clue what is going wrong, and I have attached all my code, 
>and makefile, auto etc in case anyone can look at it and see if they can 
>find what is wrong. 


—-MESSAGE FILE 1032 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000763 


-—-MESSAGE FILE 1033 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000764 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 18:11:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7e09fbS5qué@chuka.playstation.co.uk> 

References: <7dufd6S$5qu4@chuka.playstation.co.uk> <7dvfiv$5qu5@chuka.playstation.co. 
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uk> 

NNTP-Posting-Host: th-gt145-002.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:764 scee.yaroze.programming.2d_g 
raphics:925 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

news: 7dvfiv$5qu5@chuka.playstation.co.uk... 

> It looks like you're trying to load your sprite and your program to the 
same 

place in memory. Try changing the address of your sprite; something like 
0x80090000 should work. 


v 


> 
> 
> Derek 
> 
> 


Just tried that Derek, but it didn't do the job. Any other ideas anybody? 


Thanks 
Rikki 


--MESSAGE FILE 1033 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000764 


—-MESSAGE FILE 1034 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000765 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 18:41:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7e0b8h$5qu7@chuka.playstation.co.uk> 

References: <7dufd6$5qu4@chuka.playstation.co.uk> <7dvfiv$5qu5@chuka.playstation.co. 
uk> <7e09fbS5qué@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-56.amoxicillin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:765 scee.yaroze.programming.2d_g 
raphics: 926 


Hi, 

Yes it does work but you have to remember to update your main.c file as well 
the part where you call GraphicsInitSprite(0x80100000,...... haven't 

tried it with anything other than your tim file though :) 


Pete. 


Rikki Prince wrote in message <7e09fbS5qué@chuka.playstation.co.uk>... 

> 

>Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

>news: 7dvfivS5qu5@chuka.playstation.co.uk... 

>> It looks like you're trying to load your sprite and your program to the 
>same 

>> place in memory. Try changing the address of your sprite; something like 
>> 0x80090000 should work. 

>> 

>> Derek 

>> 

>> 

> 

>Just tried that Derek, but it didn't do the job. Any other ideas anybody? 
> 

>Thanks 

>Rikki 

> 

> 
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—-MESSAGE FILE 1034 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000765 


—-MESSAGE FILE 1035 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000766 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 18:59:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7e0c98S5qu8@chuka.playstation.co.uk> 

References: <7dufd6S$5qu4@chuka.playstation.co.uk> <7dvfivS5qu5@chuka.playstation.co. 
uk> <7e09fbS5qué@chuka.playstation.co.uk> <7e0b8hS5qu7@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-002.pool.dircon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:766 scee.yaroze.programming.2d_g 
raphics: 927 


yeah, yippee, it works, I'm so happy!!! Thanks. After Derek's suggestion, I 
tried it, but forgot to update the main file like you just said, then I 
tried loadsa other stuff to get it working, but I've just gone back and 
changed it all back like you said, and it works!! Now I can do something 
proper with my programming!!! Yea!! 


Thanks Peter 


Rikki (not at all happy to sarcastically say the least!!) 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 
news: 7e0b8h$5qu7@chuka.playstation.co.uk... 
> Hi, 
> Yes it does work but you have to remember to update your main.c file as 
well 

the part where you call GraphicsInitSprite(0x80100000,...... haven't 
tried it with anything other than your tim file though :) 


Pete. 


Rikki Prince wrote in message <7e09fbS5qué@chuka.playstation.co.uk>... 

> 

>Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

>news: 7dvfivS5qu5@chuka.playstation.co.uk... 

>> It looks like you're trying to load your sprite and your program to the 
>same 

>> place in memory. Try changing the address of your sprite; something 
ike 

>> 0x80090000 should work. 

>> 

>> Derek 

>> 

>> 

> 

>Just tried that Derek, but it didn't do the job. Any other ideas anybody? 
> 

>Thanks 

>Rikki 

> 

> 


VVVVVVVVVVVVV VV EVV VV VV VV VV VV 


—-MESSAGE FILE 1035 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000766 
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-—-MESSAGE FILE 1036 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000767 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Collision Detection with the Background 

Date: Fri, 2 Apr 1999 00:17:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7e0ut2$5qul2@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en137-103.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:928 scee.yaroze.be 
ginners:767 


Can anyone tell me how to do collision detection between the player's 
sprite, and a background made with the BG functions? I'm not too bothered 
about getting any actual code, I just need the theory behind doing this. All 
I can think of is to check whenever the player moves through 16 pixels, then 
say that the player has moved into a new cell, then check whether the cell 
is filled with a block which would stop the player, then move the player 
back to the nearest place where they are not in the cell. However, I don't 
know how efficient this would be. Anyone got any other ideas? 


Thanks 


Rikki 
—-MESSAGE FILE 1036 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000767 


—-MESSAGE FILE 1037 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000768 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Collision Detection with the Background 

Date: Fri, 2 Apr 1999 02:32:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <7elénc$5qul5@chuka.playstation.co.uk> 

References: <7e0ut2S5qul2@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-12.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:929 scee.yaroze.be 
ginners: 768 


Yep thats one way to do it and it's probably the most effiecent way. 
Another way is to test the player's sprite against the cell at the pixel 
level but this is obviously slower and introduces other problems but it all 
depends on the type of game and the type of cells you are using. 


p.s. I'm sure most people check all the newsgroups so there really is no 
need to post the same messages in multiple groups it just causes duplicate 
messages all over the place. 


Cheers, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7eOut2S5qul2@chuka.playstation.co.uk>... 
>Can anyone tell me how to do collision detection between the player's 
>sprite, and a background made with the BG functions? I'm not too bothered 
>about getting any actual code, I just need the theory behind doing this. 
All 

>I can think of is to check whenever the player moves through 16 pixels, 
then 
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>say that the player has moved into a new cell, then check whether the cell 
>is filled with a block which would stop the player, then move the player 
>back to the nearest place where they are not in the cell. However, I don't 
>know how efficient this would be. Anyone got any other ideas? 

> 

>Thanks 

> 

>Rikki 

> 

> 


-—-MESSAGE FILE 1037 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000768 


—-MESSAGE FILE 1038 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000769 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Collision Detection with the Background 

Date: Fri, 2 Apr 1999 13:28:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 
Message-ID: <7e2d80S5qul18@chuka.playstation.co.uk> 

References: <7eOut2$5qul2@chuka.playstation.co.uk> <7el6ncS$5qul5@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-en137-107.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:930 scee.yaroze.be 
ginners:769 


Rad <rad@cyberdude.com> wrote in message 

news: 7el6nc$5quli5@chuka.playstation.co.uk... 

> Yep thats one way to do it and it's probably the most effiecent way. 

> Another way is to test the player's sprite against the cell at the pixel 
> level but this is obviously slower and introduces other problems but it 
all 
> depends on the type of game and the type of cells you are using. 
> 

Cheers, I'll get going on writing the code then. 


> p.s. I'm sure most people check all the newsgroups so there really is no 
> need to post the same messages in multiple groups it just causes duplicate 
> messages all over the place. 
> 
Sorry about that, I'll refrain from multiple posting in the future 
Cheers, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7e0ut2S5qul2@chuka.playstation.co.uk>... 
>Can anyone tell me how to do collision detection between the player's 
>sprite, and a background made with the BG functions? I'm not too bothered 
>about getting any actual code, I just need the theory behind doing this. 
All 

>I can think of is to check whenever the player moves through 16 pixels, 
then 

>say that the player has moved into a new cell, then check whether the 
cell 
> >is filled with a block which would stop the player, then move the player 
> >back to the nearest place where they are not in the cell. However, I 
don't 

> >know how efficient this would be. Anyone got any other ideas? 

>> 


VVVVVVVVVVV VV VV 
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> >Thanks 
>> 

> >Rikki 
>> 

>> 

> 
> 


—-MESSAGE FILE 1038 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000769 


—-MESSAGE FILE 1039 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000770 
Path: chuka.playstation.co.uk!news 

From: "pete.black" <pete.black@eidos.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: dither GsInitGraph 

Date: Sat, 03 Apr 1999 22:21:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <37068671.99C70060@eidos.co.uk> 
NNTP-Posting-Host: tnt-1-85.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


could anyone tell me what dither dose?? 
as GsInitGraph ( A ; rint dither, ) 


-—-MESSAGE FILE 1039 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000770 


—-MESSAGE FILE 1040 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000771 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: dither GsInitGraph 

Date: Tue, 06 Apr 1999 11:27:15 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 16 

Message-ID: <3709E183.A4DA698Béscee.sony.co.uk> 
References: <37068671.99C70060@eidos.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


"pete.black" wrote: 


> 
> could anyone tell me what dither dose?? 
> as GsInitGraph ( í ի zint dither, ) 


When rendering multicoloured polygons (like Gouraud triangles), the renderer will ei 
ther dither the 

colours (making it look smoother), or not dither the colours, which can make cause n 
asty bands. 

Leave dithering on. 


J 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


A will is a dead giveaway. 
—-MESSAGE FILE 1040 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000771 


—-MESSAGE FILE 1041 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000772 
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Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: unwanted graphics 

Date: Tue, 6 Apr 1999 16:21:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 229 

Message-ID: <7ed8qk$ jiil@chuka.playstation.co.uk> 
NNTP-Posting-Host: p57s0la01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


my sprites are displayed with an extra mysterious horizontal and vertical 


line of pixels. The central row and colomn of pixels in the sprite is 
duplicated, and so twice as thick as it should be. Why is this happening? 
Check the attached example to see what I mean. I've noticed the same effect 


in other peoples sprite viewers too. 
Thanks 
Derek 


dasi@eidosnet.co.uk 


—-MESSAGE FILE 1041 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000772 


—-MESSAGE FILE 1042 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000773 
Path: chuka.playstation.co.uk!news 

From: "pete.black" <pete.black@eidos.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: unwanted graphics 

Date: Tue, 06 Apr 1999 21:36:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <370A7058.5C365745@eidos.co.uk> 
References: <7ed8qk$jiil@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-122.uranium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Derek da Silva wrote: 


dasi@eidosnet.co.uk 


Name: example.zip 
example.zip Type: Zip Compressed Data (application/x-zip-—compressed) 
Encoding: x-uuencode 


> my sprites are displayed with an extra mysterious horizontal and vertical 

> line of pixels. The central row and colomn of pixels in the sprite is 

> duplicated, and so twice as thick as it should be. Why is this happening? 
> 

> Check the attached example to see what I mean. I've noticed the same effect 
> in other peoples sprite viewers too. 

> 

> Thanks 

> 

> Derek 

> 

> 

> 

> 

> 

> 


—-MESSAGE FILE 1042 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000773 


—-MESSAGE FILE 1043 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000774 
Path: chuka.playstation.co.uk!news 
From: "pete.black" <pete.black@eidos.co.uk> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: unwanted graphics 

Date: Wed, 07 Apr 1999 00:24:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 122 
Message-ID: <370A97B1.1256424@eidos.co.uk> 
References: <7ed8qk$jiil@chuka.playstation.co.uk> 
NNTP-Posting-Host: tnt-6-57.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" F52421FD3EE581A4913E84B0" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
F52421FD3EE581A4913E84B0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I'll get it right this time I hope 
I have attached a zip file read the text file for explanation. 
yours peter black. 


Derek da Silva wrote: 


dasi@eidosnet.co.uk 


Name: example.zip 
example.zip Type: Zip Compressed Data (application/x-zip-—compressed) 
Encoding: x-uuencode 


> my sprites are displayed with an extra mysterious horizontal and vertical 

> line of pixels. The central row and colomn of pixels in the sprite is 

> duplicated, and so twice as thick as it should be. Why is this happening? 
> 

> Check the attached example to see what I mean. I've noticed the same effect 
> in other peoples sprite viewers too. 

> 

> Thanks 

> 

> Derek 

> 

> 

> 

> 

> 

> 


F52421FD3EE581A4913E84B0 

Content-Type: application/x-zip-compressed; 

name="sSprt.zip" 

--MESSAGE FILE 1043 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000774 


—-MESSAGE FILE 1044 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000775 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: unwanted graphics 

Date: Wed, 7 Apr 1999 11:03:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7efahm$ jii3@chuka.playstation.co.uk> 

References: <7ed8qk$jiil@chuka.playstation.co.uk> <370A97B1.1256424@eidos.co.uk> 
NNTP-Posting-Host: p9Es01la01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks 


I didn't expect to get any distortion when scaling up by a power of 2. 
How annoying. 


Derek 


—-MESSAGE FILE 1044 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000775 
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—-MESSAGE FILE 1045 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000776 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Hey everyone 

Date: Sat, 10 Apr 1999 19:48:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7eqqluS$s5ql@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967220.religion.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


Hi there 


i want to learn to code cool yaroze games. i have a bit of experience in 
pascal, vb and C++, but not much. I need a tutorial that will start right 
from the basics. it must be easy to use. If anyone can help me, reply to 
this message. Pleez! 


Cya all 


Loz 


—-MESSAGE FILE 1045 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000776 


—-MESSAGE FILE 1046 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000777 
Path: chuka.playstation.co.uk!news 

From: "Pankaj Gautama" <pankaj.gautama@NOSPAMvirgin.net> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Hey everyone 

Date: Mon, 12 Apr 1999 23:16:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7VetrclSh8o03@chuka.playstation.co.uk> 
References: <7eqqluS$s5ql@chuka.playstation.co.uk> 
NNTP-Posting-Host: p04-parmigan-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Michael, 


Looks like the newsgroups are a bit quiet. 
Try the home page links from the NY WebSite. Lots of Tutorials out there. 
Jak. 


Michael Dyer wrote in message <7eqqlu$s5ql@chuka.playstation.co.uk>... 

>Hi there 

> 

>i want to learn to code cool yaroze games. i have a bit of experience in 
>pascal, vb and C++, but not much. I need a tutorial that will start right 
>from the basics. it must be easy to use. If anyone can help me, reply to 
>this message. Pleez! 

> 
>Cya all 
> 

>Loz 

> 

> 


—-MESSAGE FILE 1046 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000777 


—-MESSAGE FILE 1047 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000778 
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Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: unwanted graphics 

Date: Tue, 04 May 1999 18:46:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <372F3276.EEAE9D4D@yaroze2000.freeserve.co.uk> 
References: <7ed8qk$jiil@chuka.playstation.co.uk> <370A97B1.1256424@eidos.co.uk> <7e 
fahm$ jii3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


S'funny, 

I've had a similar problem with my sprite on my new project - except I 
fixed it by making sure the GsSPRITE.u and GSSPRITE.v are always even. 
Anyone else had this problem? 

Cheers! 

Tones 8) 

Derek da Silva wrote: 


Thanks 


I didn't expect to get any distortion when scaling up by a power of 2. 
How annoying. 


VV V V V V 


Derek 


--MESSAGE FILE 1047 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000778 


--MESSAGE FILE 1048 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000779 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Hello All, Quick Question 

Date: Mon, 10 May 1999 16:19:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7h6tflShrs9@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967208.environment.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


When i use FntPrint to print to the monitor, it always comes out in CAPITAL 
LETTERS LIKE THIS, even when I write it in small letters like this. Is there 
any way to print small letters to the screen?? 


Any answers please send directly to me @ 
laurence@bleakhouse.swinternet.co.uk 


Loz 


—-MESSAGE FILE 1048 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000779 


—-MESSAGE FILE 1049 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000780 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Hello All, Quick Question 
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Followup-To: laurence@bleakhouse.swinternet.co.uk 
Date: 10 May 1999 15:53:04 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <7h6vd0Shrsl0@chuka.playstation.co.uk> 
References: <7h6tflShrs9@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 

No you'll have to write your own font printing routines. 
The fntprint() is mainly for debug purposes. 

George@SCEE 


In article <7h6tflShrs9@chuka.playstation.co.uk>, 
laurence@bleakhouse.swinternet.co.uk says... 


> 

>When i use FntPrint to print to the monitor, it always comes out in CAPITAL 
>LETTERS LIKE THIS, even when I write it in small letters like this. Is there 
>any way to print small letters to the screen?? 

> 


>Any answers please send directly to me @ 
>laurence@bleakhouse.swinternet.co.uk 

> 

>Loz 

> 

> 


662 


—-MESSAGE FILE 1049 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000780 


-—-MESSAGE FILE 1050 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000781 


Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Hello All, Quick Question 

Date: Wed, 12 May 1999 16:01:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7hc2giSkr44@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967247.people.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


When i use FntPrint to print to the monitor, it always comes out in CAPITAL 
LETTERS LIKE THIS, even when I write it in small letters like this. Is there 
any way to print small letters to the screen?? 


Any answers please send directly to me @ 
laurence@bleakhouse.swinternet.co.uk 


Loz 


—-MESSAGE FILE 1050 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000781 


—-MESSAGE FILE 1051 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000782 


Path: chuka.playstation.co.uk!news 

From: "pete.black" <pete.black@eidosnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: G-con45 

Date: Sun, 16 May 1999 22:03:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <373F3293.D4311507@eidosnet.co.uk> 
NNTP-Posting-Host: tnt-—5-238.easynet.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Dose anyone have a good calibration routine for the G-con45 gun 

Or can anyone give me some advice on calibrating the gun to low and high 
res modes 

The X and Y read From the controller ports seems to bear little 
relation to the guns 

position on the screen. 

I can get accuracy at the corners of the screen but lose it in the 
middle 

I assume this is due to the speed of the TV electron beam being faster 
at the edge 

of the screen than in the middle because of the difference in distance 
from electron gun 

to screen. 

many thanks pete 


-—-MESSAGE FILE 1051 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000782 


—-MESSAGE FILE 1052 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000783 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: -***Please, Please help me. *** 

Date: Mon, 17 May 1999 15:32:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7hp9cb$11lu8@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967228.crime.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


With this email is an attached file called main.c 


It is some code that i'm trying to get to work. Whenever i try to compile it 
in gcc, it comes up with a few error messages, does anyone know what's wrong 
with it? 


Any help would realllllly be appreciated. Please send it to me at 
laurence@bleakhouse.swinternet.co.uk 


From 
Loz 


—-MESSAGE FILE 1052 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000783 


—-MESSAGE FILE 1053 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000784 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: -*** Please help me 2 *** 

Date: Tue, 18 May 1999 16:19:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 107 

Message-ID: <7hs0gn$4u57@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967244.justice.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


Sorry, i forgot to attach it. Here it is. 
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--MESSAGE FILE 1053 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000784 


—-MESSAGE FILE 1054 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000785 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: -***Please, Please help me. *** 

Date: Tue, 18 May 1999 17:05:30 GMT 

Organization: Reichardt Informatik AG 

Lines: 43 

Message-ID: <37429b07.1888335@news.playstation.co.uk> 

References: <7hp9cb$1lu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: dial-in-97.magnet.ch 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 17 May 1999 15:32:28 +0100, Laurence Dyer wrote: 

> It is some code that i'm trying to get to work. Whenever i try to compile it 
> in gcc, it comes up with a few error messages, does anyone know what's wrong 
> with it? 

I had to make two small adjustments in your source: 


> void initpads (void) { GetPadBuf(&bb[0], &bb[1]); } 


The function prototype and calls have an upper-case 'P'. Might cause an 
error from a case-sensitive linker. 


> int padState(int port) { return ~(* (bb[port]+3) * (bb[port]+2) <<8); } 


AN 


> 

> int updateGame(void) { 

> if (padConnected(0) == PADin) { 

> if ((padType(0) == PADstandard) 

> (padType(0) == PADanalogue) 

Instead of the logical OR operator Հի (I assume that's what is meant 


here) the source file contained invalid characters. Might have been 
scrambled through transmission, though. 


Otherwise your code compiles and links without errors or warnings in my 
environment. The executable does, as far as I can tell, display a timer 
in the upper left corner (counting seconds) and doesn't crash. 


So, what compiler or linker error messages do you get exactly? Are they 
related to your source code only, or is there a problem with your header 
files? 


Is your environment configured correctly and compiles and links other 
programs successfully? 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 1054 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000785 


—-MESSAGE FILE 1055 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000786 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.beginners 
Subject: Re: -***Please, Please help me. *** 
Date: Tue, 18 May 1999 20:03:15 -0400 
Organization: Identical Software 
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Lines: 6 

Message-ID: <3741FFC3.3C84EC03@identicalsoftware.com> 

References: <7hp9cb$l1lu8@chuka.playstation.co.uk> <37429b07.1888335@news.playstation 
-co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 


> > int padState(int port) { return ~(* (bb[port]+3) | | * (bb[port]+2) <<8); } 
I think you want a bitwise OR '|' not a logical one. 
Dennis Payne 


dulsi@identicalsoftware.com 
—-MESSAGE FILE 1055 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000786 


-—-MESSAGE FILE 1056 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000787 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: G-con45 

Date: Wed, 19 May 1999 17:50:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7hugq3n$4u58@chuka.playstation.co.uk> 
References: <373F3293.D4311507@eidosnet.co.uk> 
NNTP-Posting-Host: tnt-—8-222.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


pete.black wrote in message <373F3293.D4311507@eidosnet.co.uk>... 
>Dose anyone have a good calibration routine for the G-con45 gun 


James Rutherford's flibraries contain GCON45 calibration routines and other 
useful GCON45 info. 


www.netyaroze-europe.com/~mrfrosty/ 


Derek 
—-MESSAGE FILE 1056 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000787 


—-MESSAGE FILE 1057 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000788 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: -*** Please, Please help me again !!! ***- 

Date: Thu, 20 May 1999 16:18:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 123 
Message-ID: <7i197u$1182@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967211.people.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


thanks a lot for your help last time, Daniel and Dennis, the problem was the 
Inavlid characters instead of ||. 


Now i've got some more trouble with the same code (the code can be found 
attachede to this file). The program is programmed to terminate when the 
user presses the buttons START + SELECT, using the updateGame(); function. 
When i run the program, it start and then stops straight away, unless i 
comment out the line: 
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done = updateGame (); 


I think that theprogram is being told that the user is pressing the start + 
select buttons, even if they're not. 


Please help me. 


Loz 


-—-MESSAGE FILE 1057 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000788 


—-MESSAGE FILE 1058 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000789 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: —*** Please, Please help me again !!! ***- 
Date: Thu, 20 May 1999 17:30:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <37444667.836628718@news.playstation.co.uk> 
References: <7i197u$1182@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Michael, I'm not sure, but it looks like you are using a logical or 
where you wanted to make a bitwise or 


int padState(int port) { 
return ~(*(bb[port]+3) || * (bb[port]+2) <<8); 
} 


Should probably read 


int padState(int port) { 
return ~(* (bb[port]+3) | * (bb[port]+2) <<8); 
} 


(note the | instead of ||) 
See if that helps. 
Steven 


On Thu, 20 May 1999 16:18:24 +0100, "Michael Dyer" 
<laurence@bleakhouse.swinternet.co.uk> wrote: 


>thanks a lot for your help last time, Daniel and Dennis, the problem was the 
>Inavlid characters instead of մէ 

> 

>Now i've got some more trouble with the same code (the code can be found 
>attachede to this file). The program is programmed to terminate when the 
>user presses the buttons START + SELECT, using the updateGame(); function. 
>When i run the program, it start and then stops straight away, unless i 
>comment out the line: 

> 

>done = updateGame(); 

> 

>I think that theprogram is being told that the user is pressing the start + 
>select buttons, even if they're not. 

> 

>Please help me. 

> 

>Loz 

> 


—-MESSAGE FILE 1058 END: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000789 
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—-MESSAGE FILE 1059 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000790 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Please help me --- 

Date: Thu, 20 May 1999 19:19:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 151 

Message-ID: <7ilkm9$1184@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967196.crime.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Hi folks. 


Me again. Still having trouble with my code. 


now i'm trying to change it so that you can move the timer around the 
screen. 


Whenever i compile it says 


parse error before '1' 
no data type or definition 


(I don't remember excactly but it's something like that.) 
the code is included with this e-mail. 
Someone please help me again 


Loz 
—-MESSAGE FILE 1059 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000790 


—-MESSAGE FILE 1060 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000791 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Please help me --- 

Date: Thu, 20 May 1999 19:32:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <374462e4.843921414@news.playstation.co.uk> 
References: <7ilkm9$1184@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Here you go... two things 


while (!done) { 
if (padConnected(0) == PADin) { 
if ((padType(0) == PADstandard) | 
(padType (0) == PADanalogue) 
(padType (0) == PADdualshck)) { 
if (padState(0) & PADLup) { 
vpos--; 


} 

if (padState(0) & PADLdown) { 
vpostt; 

} 

if (padState(0) & PADLleft) { 
hpos--; 

} 

/* if (padState(0) & PADLleft) {*/ 
if (padState(0) & PADLright) { 
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hpos++; 


) 


} 
f* } Don't need this here */ 


First of all, you closed the curlies too many times, so I commented 
the fourth one out. Second, you looked for the left pad button twice, 
never the right one. I doubt this is what you had intended! that is 
the line that is fixed. 


Steven 


On Thu, 20 May 1999 19:19:32 +0100, "Michael Dyer" 
<laurence@bleakhouse.swinternet.co.uk> wrote: 


>Hi folks. 

> 

>Me again. Still having trouble with my code. 

> 

>now i'm trying to change it so that you can move the timer around the 
>screen. 

> 

>Whenever i compile it says 

> 

>parse error before '1' 

>no data type or definition 

> 

>(I don't remember excactly but it's something like that.) 
> 

>the code is included with this e-mail. 

> 

>Someone please help me again 

> 

>Loz 

> 


—-MESSAGE FILE 1060 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000791 


-—-MESSAGE FILE 1061 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000792 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Please help me --- 

Date: Thu, 20 May 1999 13:04:47 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <7ilq70Saps8@scea> 

References: <7ilkm9$1184@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 7ilkm9$1184@chuka.playstation.co.uk... 


> Hi folks. 

> 

> Me again. Still having trouble with my code. 
> 

> now i'm trying to change it so that you can move the timer around the 
> screen. 

> 

> Whenever i compile it says 

> 

> parse error before '1' 

> no data type or definition 
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(I don't remember excactly but it's something like that.) 
Վ the code is included with this e-mail. 

Վ Someone please help me again 

— Loz 


This happens because ResetGraph is outside of a function; the close brace 
immediately preceding it ends main(). I haven't looked at it carefully 
enough, but either that brace is to blame or you don't want to end the 
while(!done) loop on line 129. 


Good luck! 


—-MESSAGE FILE 1061 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000792 


—-MESSAGE FILE 1062 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000793 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: transparency question 

Date: Fri, 21 May 1999 13:51:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7i3kv1$1186@chuka.playstation.co.uk> 
NNTP-Posting-Host: p59s03a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I want to fade an opaque foreground sprite into invisibility against it's 
background (and back again) - kinda like the onscreen icons in Zelda64. In 
terms of transparency rate, sprite brifghtness values, etc - how is this 
effect achieved? 


Thanks 
Derek 


—-MESSAGE FILE 1062 END: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000793 


-—-MESSAGE FILE 1063 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000794 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Help me again ??? --- 

Date: Fri, 21 May 1999 16:12:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 164 

Message-ID: <7i3t77$1187@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967267.religion.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Hello Everyone 


Before i tell you about my latest problem in my timer program, I just want 
to thank everyone who's helped me over the past few days. I've been 
programming a timer program and i couldn't have got to the stage i'm at now 
without the help from people who have helped me. 


Anyway my latest problem 
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I'm trying to change the timer prgram so that you can pause and unpause by 
pressing X and O respectively. It pauses when i press X, but then does 
nothing when i press O. What's wrong? The code is included with this email. 


Please help. 


Loz 


—-MESSAGE FILE 1063 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000794 


—-MESSAGE FILE 1064 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000795 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Help me again ??? --- 

Date: Fri, 21 May 1999 20:26:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7i4c17$1188@chuka.playstation.co.uk> 
References: <7i3t77$1187@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-223.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm not sure, coz I haven't had a chance to try it (sorry!) but it could 
possibly be that the incrementation of the 'count' variable is independant 
of whether it is paused or not. I can't quite get my head around what is 
happening (coz I'm lazy), but I'll have a go later, when I'm offline, and 
see if I can work it out. Also, you I'm not sure why you've put the check to 
see if the cross or circle is pressed away from the other pad checking, but 
it makes the code a bit confusing, so I suggest you put it with the rest, to 
make it easier when the program gets more complex, and even if it won't, you 
might as well get into the habit of doing it for later games. 

Anyway, try putting the increment of the 'count' variable inside the check 
for paused or not, and if I do work out if it's something else, I'll repost. 


Thanks 
Rikki 


Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 713t77$1187@chuka.playstation.co.uk... 
> Hello Everyone 


Before i tell you about my latest problem in my timer program, I just want 
to thank everyone who's helped me over the past few days. I've been 
programming a timer program and i couldn't have got to the stage i'm at 

ow 
without the help from people who have helped me. 


Anyway my latest problem 


I'm trying to change the timer prgram so that you can pause and unpause by 
pressing X and O respectively. It pauses when i press X, but then does 
nothing when i press O. What's wrong? The code is included with this 
email. 


VVVVVVVOBOVV VV 


Please help. 


Loz 


VVVVVVV 


—-MESSAGE FILE 1064 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000795 


—-MESSAGE FILE 1065 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000796 
Path: chuka.playstation.co.uk!news 
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From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Help me again ??? --- 

Date: Fri, 21 May 1999 21:33:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <3746d09b.92448213@news.playstation.co.uk> 
References: <71i3t77$1187@chuka.playstation.co.uk> <7i4c17$1188@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


You are correct. 


The reason is because Michael sets the next clock update to be at a 
time when count==value (not when count>=value) 


Count is incrementing while the game is paused, so once count becomes 
greater than value, it will never be equal to it (and the clock will 
never update). 


Michael 


Move your "count++;" statement to insider if not paused statement and 
then it will work fine. 


Steven 


On Fri, 21 May 1999 20:26:24 +0100, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>I'm not sure, coz I haven't had a chance to try it (sorry!) but it could 
>possibly be that the incrementation of the 'count' variable is independant 
>of whether it is paused or not. I can't quite get my head around what is 
>happening (coz I'm lazy), but I'll have a go later, when I'm offline, and 
>see if I can work it out. Also, you I'm not sure why you've put the check to 
>see if the cross or circle is pressed away from the other pad checking, but 
>it makes the code a bit confusing, so I suggest you put it with the rest, to 
>make it easier when the program gets more complex, and even if it won't, you 
>might as well get into the habit of doing it for later games. 

>Anyway, try putting the increment of the 'count' variable inside the check 
>for paused or not, and if I do work out if it's something else, I'll repost. 
> 

>Thanks 

>Rikki 

> 

>Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
>news:713t77$1187@chuka.playstation.co.uk... 

>> Hello Everyone 

>> 

>> Before i tell you about my latest problem in my timer program, I just want 
>> to thank everyone who's helped me over the past few days. I've been 

>> programming a timer program and i couldn't have got to the stage i'm at 
>now 
>> without the help from people who have helped me. 

>> 

>> Anyway my latest problem 

>> 

>> I'm trying to change the timer prgram so that you can pause and unpause by 
>> pressing X and O respectively. It pauses when i press X, but then does 

>> nothing when i press O. What's wrong? The code is included with this 
>email. 

>> 

>> Please help. 

>> 

>> Loz 

>> 

>> 

>> 

> 
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—-MESSAGE FILE 1065 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000796 


—-MESSAGE FILE 1066 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000797 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: transparency question 

Date: 21 May 1999 23:34:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <slrn7kbrc0.60u.tjs@longford.cs.monash.edu.au> 
References: <7i3kv1$1186@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Fri, 21 May 1999 13:51:47 +0100, Derek da Silva <dasi@eidosnet.co.uk> wrote: 
> 


> 
>I want to fade an opaque foreground sprite into invisibility against it's 
>background (and back again) - kinda like the onscreen icons in Zelda64. In 


>terms of transparency rate, sprite brifghtness values, etc - how is this 
>effect achieved? 


Very not easily, I'm afraid. 

One way to do it is this: 

Take a copy of the sprite on a black background. Use the subtract mode to 
subtract a copy of the background that it's currently on top of from the 
copy of the sprite. 


You need to leave all the transparent pixels the same though (i.e. the ones 
with the sprite pixel value 0x0000), which *might* require CPU intervention. 


If it's a static background, you're in luck, and you can precompute this. 
This leaves you with an area օք VRAM that is essentially (sprite - background) 


then you can use the add mode to get (sprite - background) + background, 
which is == sprite. 


by varying the semitransparency rate, you get: 

ո» (sprite - background) + background, 

== n*sprite + (1 - n)*background 

which is the alpha transparency formula you wanted. 

Also, because pixels can't have negative intensities, you'd better be sure that 
all the pixels in your sprite are brighter than the ones in the background, 
otherwise computing (sprite - background) will cause clipping of colour 


values, and the effect won't look right (some pixels in the unfaded version 
will appear to be transparent (or the wrong colour) when they shouldn't be). 


[Not just brighter, by the way; every R, G and B component in the sprite has 
to be brighter] 


All in all, I think it's better to either 


a) fake it. (most games I've seen do this) 
b) (for small sprites) do it with the CPU. 


Proper alpha transparency. Another reason why a Yaroze 2 would be so much 
more fun. 


Toby. 
—-MESSAGE FILE 1066 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000797 


—-MESSAGE FILE 1067 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000798 
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Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Hey there --- 

Date: Sat, 22 May 1999 09:51:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7idrr2Slicl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967239.advice.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Right, my timer program now displays minutes:seconds:splitseconds, you can 
move it round the screen, pause and unpause, and other stuff. It's almost 
time for me to move on to another project. But first i want to know how to 
change the font and colour. I've included the code with this email. Please 
let me know how to change the colour and font. 


And please stop calling me Michael. My name is Laurence, or loz, michael is 
my dad's name. 


Byee! 


Loz 


—-MESSAGE FILE 1067 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000798 


—-MESSAGE FILE 1068 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000799 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Hey there --- 

Date: Sat, 22 May 1999 09:53:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7idrr3$lic2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967239.advice.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Right, my timer program now displays minutes:seconds:splitseconds, you can 
move it round the screen, pause and unpause, and other stuff. It's almost 
time for me to move on to another project. But first i want to know how to 
change the font and colour. I've included the code with this email. Please 
let me know how to change the colour and font. 


And please stop calling me Michael. My name is Laurence, or loz, michael is 
my dad's name. 


Byee 


—-MESSAGE FILE 1068 END: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000799 


—-MESSAGE FILE 1069 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000800 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Hey There --- 

Date: Sat, 22 May 1999 10:01:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 171 

Message-ID: <7idrr6S$lic3@chuka.playstation.co.uk> 

Reply-To: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967239.advice.dialup.pol.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Right, my timer program now displays minutes:seconds:splitseconds, you can 
move it round the screen, pause and unpause, and other stuff. It's almost 
time for me to move on to another project. But first i want to know how to 
change the font and colour. I've included the code with this email. Please 
let me know how to change the colour and font. 


And please stop calling me Michael. My name is Laurence, or loz, michael is 
my dad's name. 


Byee 


Loz 


—-MESSAGE FILE 1069 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000800 


—-MESSAGE FILE 1070 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000801 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: =-= *** Hey There *** --- 

Date: Sat, 22 May 1999 18:29:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7iépjfSlic6@chuka.playstation.co.uk> 

Reply-To: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967177.death.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Right, my timer program now displays minutes:seconds:splitseconds, you can 
move it round the screen, pause and unpause, and other stuff. It's almost 
time for me to move on to another project. But first i want to know how to 
change the font and colour. I've included the code with this email. Please 
let me know how to change the colour and font. 


And please stop calling me Michael. My name is Laurence, or loz, michael is 
my dad's name. 


Byee 


Loz 


-—-MESSAGE FILE 1070 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000801 


-—-MESSAGE FILE 1071 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000802 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Hey There --- 

Date: Sat, 22 May 1999 19:49:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7i6u8rS$lic7@chuka.playstation.co.uk> 
References: <7iS5rr6S$lic3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-182.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi Mich..sorry Loz, j/k 
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Well to fix the problem with the name if you're using Outlook Express, goto 
Tools, Accounts, click the News tab, choose the Net Yaroze server 

(news: //www.netyaroze-europe.com or news://news.playstation.co.uk) and click 
the Properties button. Here you'll be able to set the Name section. This 
will not affect any other names for other newsgroup servers, or e-mailing, 
except from the Net Yaroze newsgroups. 

About the colour of text, use ~cRGB where RGB are the red, green and blue 
values between 0 and 9 of the text. eg for fully red: ~c900 

In the context of FntPrint, to display "Hello World" in blue, put: 

FntPrint ("~c009HelloWorld") ; 

In the case of changing the font, you will need to create your own font in a 
graphics program, then convert it into a TIM. You then need to write a 
function which uses a GSSPRITE, sets the .u and .v values to match the 
character you wish to display, display it, then loop round to the next 
character in the string. It's also best to leave the colour of the font 
white, so you can alter the RGB of the GSSPRITE to whatever colour you want. 
I'm going to make my own font handler when I get around to it, so I've got 
some ideas, so ask me if you want any more help. 


Thanks 
Rikki 


Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 7i5rr6S$lic3@chuka.playstation.co.uk... 
> Right, my timer program now displays minutes:seconds:splitseconds, you can 


> move it round the screen, pause and unpause, and other stuff. It's almost 
> time for me to move on to another project. But first i want to know how to 
> change the font and colour. I've included the code with this email. Please 
> let me know how to change the colour and font. 

> 

> And please stop calling me Michael. My name is Laurence, or loz, michael 
is 

> my dad's name. 

> 

> Byee 

> 

> Loz 

> 

> 

> 


675 


—-MESSAGE FILE 1071 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000802 


—-MESSAGE FILE 1072 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000803 


Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Help me pleez --- 

Date: Sat, 22 May 1999 21:23:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 214 

Message-ID: <7i73pd$lic8@chuka.playstation.co.uk> 
Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967185.advice.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Ok, here's the deal 


This code (main.c, attached to this email.) is supposed to change the colour 
of the timer when you press R1 or L1. And it does nothing when you press 
either of these buttons. Why? Please reply to this email if you can help. 


Byee !! 


Loz 
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—-MESSAGE FILE 1072 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000803 


—-MESSAGE FILE 1073 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000804 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Help me pleez --- 

Date: Sun, 23 May 1999 01:35:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7i7igs$lic9@chuka.playstation.co.uk> 
References: <7i73pd$lic8@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-088.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well Loz, your problem this time is that I didn't explain the colouring of 
text fully. I suppose I should have said this explicitly, but it skipped my 
mind at the time. The ~cRGB only affects the colour of the text in the rest 
of the text after it is inserted. So: 

FntPrint ("~c090Hello World") /* Would be in green */ 

FntPrint ("~c900This is Loz") /* Would be in red */ 

Sorry for this mix-up. 

I suggest it would be best to declare three integer variables named r, g and 
b, then put ~crgb before any text, then in your check to see whether the 
chosen colour is RED, BLUE, PURPLE etc, set r, g and b to whatever will make 
the text that colour. 

I hope this has made it clear, sorry for not making this obvious before. 


Thanks 
Rikki 


Loz Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 7i73pd$lic8@chuka.playstation.co.uk... 

> Ok, here's the deal : 

> 

> This code (main.c, attached to this email.) is supposed to change the 
colour 
> of the timer when you press R1 or L1. And it does nothing when you press 
> either of these buttons. Why? Please reply to this email if you can help. 
> 


Byee !! 


Loz 


VV NV V V V 


--MESSAGE FILE 1073 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000804 


—-MESSAGE FILE 1074 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000805 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: --- Help me pleez --- 

Date: Sun, 23 May 1999 01:44:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <7i7j16$licl0@chuka.playstation.co.uk> 

References: <7i73pd$lic8@chuka.playstation.co.uk> <7i7igs$lic9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: th-gt141-088.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Sorry, a bit of a mistake: 
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In FntPrint, you cannot put ~crgb, but instead you need to put ~c%d%d%d, 
then put r,g,b at the end of FntPrint, like you would with any other 
variable. So: 


r=0; 
g=9; 
b=0; 
FntPrint ("~cS3d%d%dHello World",r,g,b) /* Print Hello World in Green */ 


Sorry again, its late so my mind slipped. Another thing is that for white 
you'd need ~c999, not ~c000. 
If you need any more help just ask. 


Thanks 
Rikki 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7i7igs$lic9@chuka.playstation.co.uk... 

> Well Loz, your problem this time is that I didn't explain the colouring of 
> text fully. I suppose I should have said this explicitly, but it skipped 
my 

> mind at the time. The ~cRGB only affects the colour of the text in the 
rest 


> of the text after it is inserted. So: 
FntPrint ("-Շ09086116 World") /* Would be in green */ 
FntPrint ("~c900This is Loz") /* Would be in red */ 


Sorry for this mix-up. 

I suggest it would be best to declare three integer variables named r, g 
and 

> b, then put ~crgb before any text, then in your check to see whether the 
> chosen colour is RED, BLUE, PURPLE etc, set r, g and b to whatever will 

make 

the text that colour. 

I hope this has made it clear, sorry for not making this obvious before. 


Thanks 
Rikki 


Loz Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 7i73pd$lic8@chuka.playstation.co.uk... 

> Ok, here's the deal : 

> 

> This code (main.c, attached to this email.) is supposed to change the 
colour 
> of the timer when you press R1 or L1. And it does nothing when you press 
> either of these buttons. Why? Please reply to this email if you can 
elp. 

> 


Byee !! 


> 
> 
> Loz 
> 
> 
> 


VVVVVVVVV EVV VV VV VV VV VV VV 


—-MESSAGE FILE 1074 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00 


—-MESSAGE FILE 1075 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/ 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- Help me again pleez --- 

Date: Sun, 23 May 1999 08:42:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7i8bjbS$lic1l1@chuka.playstation.co.uk> 
Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967268.death.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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000805 


00000806 


Net Yaroze newsgroups message dump.txt Page 678 


X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Right, the colour part of my timer program is working... But not very well. 
When you press R1 or L1 it flickers for ages and never goes white or red - 
it is usually purple, but sometimes green or blue. 72777 


Pleez help. 


Loz 
—-MESSAGE FILE 1075 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000806 


—-MESSAGE FILE 1076 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000807 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: --- yaroze 2 --- 

Date: Sun, 23 May 1999 08:44:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7i8bnbSlic1l2@chuka.playstation.co.uk> 
Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967268.death.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Will there be a net yaroze 2 to go with the ngps hardware ???? 
—-MESSAGE FILE 1076 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000807 


-—-MESSAGE FILE 1077 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000808 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: --- How ? --- 
Date: Sun, 23 May 1999 09:17:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 
Message-ID: <7i8d11$lic13@chuka.playstation.co.uk> 

Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967267.mythology.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


how... 


Do I include my own .հ files with some code? When i type #include 
"filename.h" (replacing filename with my own filename), I get an error 
(can't remember what it says), do i needed to add an extra command when 
linking or something ?? 


Pleez help. 


Loz 


—-MESSAGE FILE 1077 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000808 


—-MESSAGE FILE 1078 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000809 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ---Help me քԼ662--- ETC ETC 
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Date: Sun, 23 May 1999 14:25:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <7i8vjj$lic1l4@chuka.playstation.co.uk> 
References: <7i8d11$lic13@chuka.playstation.co.uk> 
NNTP-Posting-Host: pBAs13a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Loz 


Before you post anything else here, have a look at a version of your progam 
I've altered - I've mainly removed duplicated stuff (you don't really need 
to check the pad type and status so much) and tried to make things clearer 
by grouping related items together (eg joypad button checks). 


Some stuff is rewritten in a slightly clearer way but in doing so I've not 
made it any more complicated than your original work. 


I've used Rikki's way of altering the text colour - which now works - it's 
all pretty clear in the attached source. 


It's worth trying to limit the number of seperate threads you start up - it 
makes it easier for people to reply to your question. If you're gonna 
include a file attachment - zip it up. If you don't have WinZip - email me 
and I'll send you the code directly. 


To include a header file you also have to specify you want to include it in 
your makefile - the yellow user guide has some info. 


Good luck in your future projects 


Cheers 
Derek 


—-MESSAGE FILE 1078 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000809 


—-MESSAGE FILE 1079 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000810 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ---Help me pleez--- ETC ETC 

Date: Sun, 23 May 1999 14:12:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <374a0c06.238731828@news.playstation.co.uk> 

References: <7i8d11$licl13@chuka.playstation.co.uk> <7i8vjj$licl4@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Derek (rather, more for Loz than Derek), 
I would make a couple of further enhancements on this. 


For one thing, you can just say R=(++R) 510 and eliminate an if 
statement (when increasing the R, B and G). 


Further, instead of calling padState(0), I would assign it toa 
variable and compare that variable over and over. 


Calling functions cost a sliver of time, and it could be eliminated. 
Steven 


On Sun, 23 May 1999 14:25:06 +0100, "Derek da Silva" 
<dasi@eidosnet.co.uk> wrote: 
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—-MESSAGE FILE 1079 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000810 


—-MESSAGE FILE 1080 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000811 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: ---Help me քԼ662--- ETC ETC 

Date: Sun, 23 May 1999 18:02:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7i9ccnS$licl6@chuka.playstation.co.uk> 

References: <7i8d11$lic13@chuka.playstation.co.uk> <7i8vjj$licl4@chuka.playstation.c 
o.uk> <374a0c06.238731828@news.playstation.co.uk> 

NNTP-Posting-Host: p79s01la01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Steven 


Steven Osman wrote in message 

>For one thing, you can just say R=(++R) %10 and eliminate an if 
>statement (when increasing the R, B and G). 

>Steven 


Yup. It wasn't my intention to rewrite the whole thing. Loz was already 
using an if statement to control a colour variable in his original, so I 
stuck with the way he was already doing it to get his colour problem 
sorted - no point in intoducing unfamiliar stuff (forgive me if I'm making 
inaccurate assumptions here, Loz :-)). 


No doubt Loz is already making your suggested optimizations :-) 


Cheers 
Derek 


—-MESSAGE FILE 1080 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000811 


—-MESSAGE FILE 1081 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000812 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: --- How ? --- 

Date: 24 May 1999 06:21:17 GMT 

Organization: SCEE 

Lines: 29 

Message-ID: <7J7iar4tSsfdl@chuka.playstation.co.uk> 

References: <7i8d11$lic13@chuka.playstation.co.uk> 

NNTP-Posting-Host: Dial-6-182.funtv.com 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


Hi Loz, 


I strongly suggest you read a good C programming book before 

jumping into some game code. After a good month or two of that 

try out some of the tutorials located on the members website. 

Learn C first then how to code games. Also try not to post source 
code on the newsgroup...just drop it to your ftp directory so people 
can look at it there. That would be the easiest way. 


George 


In article <7i8d11$lic13@chuka.playstation.co.uk>, 
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laurence@bleakhouse.swinternet.co.uk says... 

> 

>how... 

> 

>Do I include my own .h files with some code? When i type #include 
>"filename.h" (replacing filename with my own filename), I get an error 
>(can't remember what it says), do i needed to add an extra command when 
>linking or something ?? 

> 

>Pleez help. 

> 

>Loz 

> 

> 


-—-MESSAGE FILE 1081 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000812 


—-MESSAGE FILE 1082 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000813 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: transparency question 

Date: Mon, 24 May 1999 09:28:20 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <37490DA4.FA7A4042@scee.sony.co.uk> 
References: <7i3kv1$1186@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Derek da Silva wrote: 


> 

> I want to fade an opaque foreground sprite into invisibility against it's 

> background (and back again) - kinda like the onscreen icons in Zelda64. In 
> terms of transparency rate, sprite brifghtness values, etc - how is this 

> effect achieved? 


The way I've seen it done is to have a grey mask in addition to your sprite. The mas 

k is the same 

dimensions as your sprite, but all the non-transparent pixels are grey. Then you dra 

w two sprites 

with semi-trans - Say you have a 'fade value' "ք" between 0 (invisible) and 128 (vis 
ible), then you 

draw the mask with semitrans 100%-100% at brightness value f, then the sprite at the 
same position 

with brightness value f, but the semitrans mode is 100%+100%. 


James 
== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


How do you make Windows faster? Throw it harder. 
—-MESSAGE FILE 1082 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000813 


-—-MESSAGE FILE 1083 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000814 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: One more question.... Heeeek..... 

Date: Mon, 24 May 1999 15:19:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7ibn8kSsfd7@chuka.playstation.co.uk> 

Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967185.environment.dialup.pol.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Sorry i'm so pathetic and have to keep coming here. Thank you, Derek, for 
helping me with my timer program. 


The timer program now changes colour, pause/unpauses, stops when you hit a 
side, and so forth. My mentour, Jon Cousins has seen it and he wants me to 
make a program where the timer bounces around the screen on it's own, like a 
snooker ball. I'm not sure where to start, can someone point me in the right 
direction?? 


I've attached the timer program. Type "auto.txt" in siocons to run it. The 
source is main.c 


Byee! 


Loz 


—-MESSAGE FILE 1083 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000814 


—-MESSAGE FILE 1084 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000815 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: One more question.... Eeeeek..... 

Date: Mon, 24 May 1999 15:11:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <37496af4.328569978@news.playstation.co.uk> 
References: <7ibn8kSsfd7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Loz, 
When you think about it, it is rather simple. 


Why does a snooker ball behave the way it does? It does so because it 
has a certain "Speed". Lets say, every second it edges two 
centimeters to the right, and one centimeter in to the table. What 
happens when it hits the right wall? It now "bounces" back and moves 
2 centimeters per second to the left, and still moving one centimeter 
per second into the table. (until it hits the far end, in which case, 
it starts moving "out" of the table, back to you). 


Basically, that is what you will need to do with your timer. Picka 
"speed" at which you want your timer to travel. Perhaps one point 
down and one point to the right each time you draw the screen. All 
you have to do is increment the X and Y coordinates once each loop. 
Finally, when it hits the edge of the screen, you need to move in the 
opposite direction to that. 


I say you give it a shot and try to write it instead of someone else 
writing it for you! After all, how will you solve a complex problem 
in a fighting game when you are a professional developer, if you can't 
try and solve a smaller problem today! 


Steven 


On Mon, 24 May 1999 15:19:44 +0100, "Loz Dyer" 
<laurence@bleakhouse.swinternet.co.uk> wrote: 


>Sorry i'm so pathetic and have to keep coming here. Thank you, Derek, for 
>helping me with my timer program. 
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> 

>The timer program now changes colour, pause/unpauses, stops when you hit a 
>side, and so forth. My mentour, Jon Cousins has seen it and he wants me to 
>make a program where the timer bounces around the screen on it's own, like a 
>snooker ball. I'm not sure where to start, can someone point me in the right 
>direction?? 

> 

>I've attached the timer program. Type "auto.txt" in siocons to run it. The 
>source is main.c 

> 

>Byee! 

> 

>Loz 

> 

> 


—-MESSAGE FILE 1084 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000815 


—-MESSAGE FILE 1085 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000816 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Sorry Everyone. 

Date: Mon, 24 May 1999 16:36:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7ibrnoSsfd1l0@chuka.playstation.co.uk> 
Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967251.advice.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


i've had an email from "pal" saying i've been abusing the newsgroup. I'm 
very sorry, i just want to make lots of progress quicik, but i realise it's 
better to puzzle it out myself. 


Loz 


—-MESSAGE FILE 1085 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000816 


—-MESSAGE FILE 1086 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000817 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sorry Everyone. 

Date: Mon, 24 May 1999 10:05:46 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <7ic184$241@scea> 

References: <7ibrnoSsfdl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Loz Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 

news: 7ibrnoSsfdl1l0@chuka.playstation.co.uk... 

> i've had an email from "pal" saying i've been abusing the newsgroup. I'm 
> very sorry, i just want to make lots of progress quicik, but i realise 
it's 

> better to puzzle it out myself. 

> 

> Loz 


I wouldn't call it abuse. If you're going to be posting a lot, you might 
want to contain it within a thread or two, in order to take up less space 
visually in peoples' newsreaders (and so "pal" can ignore/killfile it), but 


Net Yaroze newsgroups message dump.txt Page 684 


it's not like the Yaroze news servers are running at anything near maximum 
capacity. 


Of course, it's rude of me to volunteer other peoples' newsgroups. So I'll 
volunteer the howling desert that is scea.yaroze.beginners instead. 


mike 


—-MESSAGE FILE 1086 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000817 


—-MESSAGE FILE 1087 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000818 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: My Sprite Viewer Doesn't Work 

Date: Tue, 25 May 1999 17:57:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 426 

Message-ID: <7iekt2Ssfd26@chuka.playstation.co.uk> 
Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967210.fashion.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


The .zip file attached is a sprite viewer i've been working on. 


the code is in main.c and the sprite is in ball.tim. The siocons batch file 
is in auto.txt 


When i run it the sprite doesn't appear. 
Does anyone know why??? 


Loz 


—-MESSAGE FILE 1087 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000818 


—-MESSAGE FILE 1088 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000819 
Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.beginners 

Subject: Ireland 

Date: Fri, 28 May 1999 15:27:23 +0100 

Organization: Indigo ( ISP ) 

Lines: 15 

Message-ID: <7im9d7S6pd6@chuka.playstation.co.uk> 
NNTP-Posting-Host: pc-83.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I must be one of the last people to get a Yaroze, I've been planning to get 


one for months and only just got in in time....I'm a second year student in 
Computer Science UCD and am desperate to hook up with people in Ireland who 
are currently programming for the Yaroze...... anybody know of anybody? 


Hook me up please! 
Donal O' Duibhir 


"Your brain is a cre-a-tive com-pu-ter", Professor Hawk, Dexter's Laboratory 


Mailto: oduibhir@indigo.ie, dod@netsoc.ucd.ie 
Web: www.netsoc.ucd.ie/~dod 
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—-MESSAGE FILE 1088 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000819 


—-MESSAGE FILE 1089 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000820 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sorry Everyone. 

Date: 3 Jun 1999 08:56:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <0lbead9eS$ad4e9940S$ee9524c3@pal-—s-—omnibook> 
References: <7ibrnoSsfdl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: Marseille-4-238.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Loz. 

I'm sorry that you understood my email that way ; i really didn't meant 
that you were "abusing". Feel free to post as much as you want, the 
newsgroups are here for people to help each other (moreover, this is the 
beginners group, so even basic questions are welcome). I just pointed out 
some details you might not have been aware of, such as the importance of a 
precise subject line, and not exagerately drawing attention. Please don't 
get me wrong, and continue posting as you need. 


pal 


—-MESSAGE FILE 1089 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000820 


—-MESSAGE FILE 1090 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000821 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: 3 Jun 1999 17:55:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <0lbeade9$f30c3000$ad9524c3@pal-—s-—omnibook> 
References: <7iekt2Ssfd26@chuka.playstation.co.uk> 
NNTP-Posting-Host: Marseille-4-173.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I haven't been able to fix your code, but I noticed one error (surely a 
typo, but the compiler won't barf at it) 

in main.c at line 68, for initGame to be called you must add parenthesis 
initGame() ; 

The form without parenthesis just evaluates "initGame", which is the 
pointer to the function - i.e. it does nothing. 


I also noticed that at the first frame, your code works ; after that it 
messes the sprite up. To see this, add a line like 

{long m ; for (m = 0 ; տ Հ 1000000L ; m++) ;} 

at the end of the loop to make the program pause between frames. 

Change also the background color in GsSortClear to (100, 100, 100) (don't 
know why, but when it's black something disappears - you''1ll see what I 
mean when you try). 


Also, the screen height in PAL mode is 256, not 240. Changing this causes 
the first frame to not work anymore, however... weird. 


I suspect something is littering your sprite's memory - I tried to reinit 
the sprite every frame, and it works. But this is not what should be done ! 


hope this helps, 
pal 


—-MESSAGE FILE 1090 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000821 
—-MESSAGE FILE 1091 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000822 


Path: chuka.playstation.co.uk!news 
From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 
Date: Thu, 3 Jun 1999 19:25:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <7j6hbd$m4q16@chuka.playstation.co.uk> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <0lbeade9Sf30c3000S$ad9524c3@pal-s 
-omnibook> 

NNTP-Posting-Host: th-gt141-026.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


pal <palpalpalpal@hotmail.com> wrote in message 
news: 0Olbeade9$f30c3000S$ad9524c3@pal-—s-omnibook... 
> I haven't been able to fix your code, but I noticed one error (surely a 


> typo, but the compiler won't barf at it) 

> in main.c at line 68, for initGame to be called you must add parenthesis 
> initGame() ; 

> The form without parenthesis just evaluates "initGame", which is the 

> pointer to the function - i.e. it does nothing. 

> 


Well wouldn't this mean that his sprite doesn't get initialised, so cannot 
be used? 


Also, I dunno how much of a problem, if any, but he #includes libps.h in 
speech marks (meaning located in local folder), when I think he needs to use 
greater and lower than signs: #include <libps.h> 


Another thing, which I'm not sure about but rings a bell could be to do with 
defining a lot of his variables (I'm looking at gpuPktArea and the OT 
handling ones) inside the main. I dunno, but maybe these should be global 
variables so the outside lib functions have access to them. 


Hope that helps 
Rikki 


—-MESSAGE FILE 1091 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000822 


—-MESSAGE FILE 1092 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000823 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: Thu, 03 Jun 1999 21:24:52 -0400 

Organization: Identical Software 

Lines: 11 

Message-ID: <37572AE4.76B55C85@identicalsoftware.com> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <0lbeade9Sf30c3000$ad9524c3@pal-s 
-omnibook> <7 j6hbdSm4ql6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 


Rikki Prince wrote: 

> Also, I dunno how much of a problem, if any, but he #includes libps.h in 

> speech marks (meaning located in local folder), when I think he needs to use 
> greater and lower than signs: #include <libps.h> 


Using double quotes simply means to check the current directory then the 
include path. <> signs only check the include path. Unless he created 
his own libps.h in the current directory it shouldn't matter. 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 1092 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000823 
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-—-MESSAGE FILE 1093 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000824 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: Fri, 04 Jun 1999 22:57:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <375859c1.80988034@news.playstation.co.uk> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <0lbeade9Sf30c3000$ad9524c3@pal-s 
-omnibook> <7j6hbd$m4q16@chuka.playstation.co.uk> <37572AE4.76B55C85@identicalsoftwa 
re.com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


That's funny, I thought quote marks meant look only in the source 
path, and <> meaning look in the include path. 


Steven 


On Thu, 03 Jun 1999 21:24:52 -0400, Dennis Payne 
<dulsi@identicalsoftware.com> wrote: 


>Rikki Prince wrote: 

>> Also, I dunno how much of a problem, if any, but he #includes libps.h in 

>> speech marks (meaning located in local folder), when I think he needs to use 
>> greater and lower than signs: #include <libps.h> 

> 
>Using double quotes simply means to check the current directory then the 
>include path. <> signs only check the include path. Unless he created 
>his own libps.h in the current directory it shouldn't matter. 

> 

>Dennis Payne 

>dulsi@identicalsoftware.com 


—-MESSAGE FILE 1093 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000824 


—-MESSAGE FILE 1094 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000825 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: Sat, 5 Jun 1999 00:22:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7j9n3t$9665@chuka.playstation.co.uk> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <0lbeade9Sf30c3000Sad9524c3@pal-s 
-omnibook> <7j6hbd$m4q16@chuka.playstation.co.uk> <37572AE4.76B55C85@identicalsoftwa 
re.com> <375859c1.80988034@news.playstation.co.uk> 

NNTP-Posting-Host: th-gt143-049.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Right my mistake, damn C books! Don't tell you anything!! 


Sorry, I doubted that was at all the reason, anyway, hence the other idle 
suggestions 
Rikki 


Steven Osman <sosman@terratron.com> wrote in message 

news :375859c1.80988034@news.playstation.co.uk... 

> That's funny, I thought quote marks meant look only in the source 
path, and <> meaning look in the include path. 


> 
> 
> Steven 
> 
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On Thu, 03 Jun 1999 21:24:52 -0400, Dennis Payne 
<dulsi@identicalsoftware.com> wrote: 


>Rikki Prince wrote: 

>> Also, I dunno how much of a problem, if any, but he #includes libps.h 
n 

> >> speech marks (meaning located in local folder), when I think he needs 
to use 

>> greater and lower than signs: #include <libps.h> 

> 
>Using double quotes simply means to check the current directory then the 
>include path. <> signs only check the include path. Unless he created 
>his own libps.h in the current directory it shouldn't matter. 

> 
>Dennis Payne 

>dulsi@identicalsoftware.com 


v 


VVVVVVVV 


—-MESSAGE FILE 1094 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000825 


—-MESSAGE FILE 1095 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000826 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: Fri, 04 Jun 1999 17:09:24 -0700 

Organization: SCEA News Server 

Lines: 23 
Message-ID: <37586AB4.E30A5E1@vmlabs.com> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <Olbeade9Sf30c3000$Sad9524c3@pal-s 
-omnibook> <7j6hbd$m4q16@chuka.playstation.co.uk> <37572AE4.76B55C85@identicalsoftwa 
re.com> <375859c1.80988034@news.playstation.co.uk> <7j9n3t$9665@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: vmlabs27.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept-Language: en 


Okay, something is wrong here. 

For me, this message appears with the subject "Re: Best game" with 
the author Alan Yuen. However, it was clearly written by Rikki as a 
response to "Re: My Sprite Viewer Doesn't Work". 


Plus, if I go to the scee.yaroze.freetalk.english group, find the thread 
"Best game" on 5/3/98 and read Alan's message I get Rikki's instead. 


Does this happen to anyone else, or is it just my newsreader? I'm 
using Netscape 4.5. 


This has happened before for me in the scee.yaroze.programming.sound 
group too. It's very weird. 


Scott 


Right my mistake, damn C books! Don't tell you anything!! 


suggestions 
Rikki 
—-MESSAGE FILE 1095 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000826 


> 

> 

> Sorry, I doubted that was at all the reason, anyway, hence the other idle 
> 

> 


—-MESSAGE FILE 1096 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000827 
Path: chuka.playstation.co.uk!news 

From: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: -Sprite Viewer still faulty- 
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Date: Sat, 5 Jun 1999 18:29:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 826 

Message-ID: <7jbmt7$96611@chuka.playstation.co.uk> 

Reply-To: "Loz Dyer" <laurence@bleakhouse.swinternet.co.uk> 
NNTP-Posting-Host: modem4294967282.firearms.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Hello All, 


This sprite program should make a sprite bounce around the screen. And it 
does. But it leaves a copy of the sprite behind in the top left corner. Does 
anyone know how to fix this? 


The siocons batch file is in AUTO2.TXT, the sprite is JONC.TIM, and the 
source code is MAIN2.C. 


Please help. 


Loz 


—-MESSAGE FILE 1096 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000827 


—-MESSAGE FILE 1097 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000828 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: 5 Jun 1999 22:51:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <0Olbeafa5Saf1360e0$a89524c3@pal-—s-—omnibook> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <0lbeade9Sf30c3000$ad9524c3@pal-s 
-omnibook> <7 j6hbdSm4q16@chuka.playstation.co.uk> 

NNTP-Posting-Host: Marseille-4-168.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> > The form without parenthesis just evaluates "initGame", which is the 
> > pointer to the function - i.e. it does nothing. 

>> 

> Well wouldn't this mean that his sprite doesn't get initialised, so 
cannot 

> be used? 


Exactly. 


> Another thing, which I'm not sure about but rings a bell could be to do 
with 

> defining a lot of his variables (I'm looking at gpuPktArea and the OT 

> handling ones) inside the main. I dunno, but maybe these should be global 
> variables so the outside lib functions have access to them. 


Everything needed is passed as arguments, so there's nothing wrong in the 
variables being local, as long as they are not used after the end of the 
function they're declared in. It may be confusing, though, because of what 
I just wrote. (and this last sentence may be confusing, too, may not it ?) 
Btw, you can have as many different OTs (esp. in hierarchical structures) 
and displays (think split screen) as you want, which lets you imagine that 
those things are better handled with parameters. 


pal. 
—-MESSAGE FILE 1097 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000828 
—-MESSAGE FILE 1098 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000829 


Path: chuka.playstation.co.uk!news 
From: "Mark Naylor" <satan#2@usa.net> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Visual C++ 5 

Date: Sun, 6 Jun 1999 16:39:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7 je4paS49v4@chuka.playstation.co.uk> 

References: <33C345AD.453A@hotmail.com> <01bc8120519d11280$c793989e@fourny.demon.co. 
uk> <6c200fSbej18@chuka.playstation.co.uk> <6calg2Sbeo25@chuka.playstation.co.uk> 
NNTP-Posting-Host: du-1524.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


i also have a tutorial at my site to set it up on my site, if u want a 
lookie, at www.netyaroze-europe.com/~mnaylor 


—-MESSAGE FILE 1098 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000829 


—-MESSAGE FILE 1099 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000830 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Out of Environment Space 

Date: Mon, 7 Jun 1999 17:46:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7jgt29S49v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-017.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I haven't been able to play with my Yaroze for a few weeks (revision), but 
I've just downloaded some games, and wanted to run them. Just as I went to 
set up the DOS stuff etc. I got a double "Out of Environment Space" error, 
after running djsetup. I've got no idea why this has happened, coz it was 
working perfectly before. All I can think of is that I installed LCC 
recently, but I don't know how this could have affected it, or how to fix 
It: 

Could any suggest what I can do to fix this problem? 


Thanks 
Rikki 


--MESSAGE FILE 1099 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000830 


--MESSAGE FILE 1100 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000831 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: My Sprite Viewer Doesn't Work 

Date: Mon, 7 Jun 1999 09:53:12 -0700 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <7jgt55$ql64@scea> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <0lbeade9Sf30c3000$ad9524c3@pal-s 
-omnibook> <7j6hbd$m4q16@chuka.playstation.co.uk> <37572AE4.76B55C85@identicalsoftwa 
re.com> <375859c1.80988034@news.playstation.co.uk> <7j9n3t$9665@chuka.playstation.co 
-uk> <37586AB4.E30A5E1@vmlabs.com> 

NNTP-Posting-Host: tide73.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I see the same thing and I'm using whatever version of Outlook Express that 
ships with IE 5.0. 
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-Steve 


Scott Cartier <scartier@vmlabs.com> wrote in message 
news:37586AB4.E30A5E1@vmlabs.com... 
> Okay, something is wrong here. 


For me, this message appears with the subject "Re: Best game" with 
the author Alan Yuen. However, it was clearly written by Rikki as a 
response to "Re: My Sprite Viewer Doesn't Work". 


Plus, if I go to the scee.yaroze.freetalk.english group, find the thread 
"Best game" on 5/3/98 and read Alan's message I get Rikki's instead. 


Does this happen to anyone else, or is it just my newsreader? I'm 
using Netscape 4.5. 


This has happened before for me in the scee.yaroze.programming.sound 
group too. It's very weird. 


Scott 


> Right my mistake, damn C books! Don't tell you anything!! 

> 

> Sorry, I doubted that was at all the reason, anyway, hence the other 
idle 

> > suggestions 

> > Rikki 


VVVVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 1100 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000831 


—-MESSAGE FILE 1101 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000832 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Corrupted newsgroups 

Date: Mon, 07 Jun 1999 10:08:44 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <375BFC9C.7453D3D4@vmlabs.com> 

References: <7iekt2Ssfd26@chuka.playstation.co.uk> <Olbeade9Sf30c3000Sad9524c3@pal-s 
-omnibook> <7j6hbd$m4q16@chuka.playstation.co.uk> <37572AE4.76B55C85@identicalsoftwa 
re.com> <375859c1.80988034@news.playstation.co.uk> <7j9n3t$9665@chuka.playstation.co 
-uk> <37586AB4.E30A5E1@vmlabs.com> <7jgt55$ql64@scea> 

NNTP-Posting-Host: vmlabs93.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Glad to know I'm not going insane. Or at least not because of this :) 


Does anyone at Sony see this too? I'm not sure where the problem is 
originating from. 


Scott 


> I see the same thing and I'm using whatever version of Outlook Express that 

> ships with IE 5.0. 

> 

> -Steve 

—-MESSAGE FILE 1101 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000832 


—-MESSAGE FILE 1102 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000833 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: Out of Environment Space 

Date: Mon, 07 Jun 1999 18:32:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <375d103b.324310664@news.playstation.co.uk> 
References: <7 jgt29S49v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


What operating system are you running? DOS or Windows 95? 


On Mon, 7 Jun 1999 17:46:43 +0100, “Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>I haven't been able to play with my Yaroze for a few weeks (revision), but 
>I've just downloaded some games, and wanted to run them. Just as I went to 
>set up the DOS stuff etc. I got a double "Out of Environment Space" error, 
>after running djsetup. I've got no idea why this has happened, coz it was 
>working perfectly before. All I can think of is that I installed LCC 
>recently, but I don't know how this could have affected it, or how to fix 
>it. 

>Could any suggest what I can do to fix this problem? 

> 

>Thanks 

>Rikki 

> 


—-MESSAGE FILE 1102 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000833 


—-MESSAGE FILE 1103 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000834 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Out of Environment Space 

Date: Mon, 7 Jun 1999 21:47:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7jhb6fS49v9@chuka.playstation.co.uk> 

References: <7 jgt29S49v8@chuka.playstation.co.uk> <375d103b.324310664@news.playstati 
on.co.uk> 

NNTP-Posting-Host: th-gt143-058.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Sorry, Win 95, using a DOS window. 


Thanks 
Rikki 


Steven Osman <sosman@terratron.com> wrote in message 
news :375d103b.324310664@news.playstation.co.uk... 
What operating system are you running? DOS or Windows 95? 


v 


On Mon, 7 Jun 1999 17:46:43 +0100, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


> >I haven't been able to play with my Yaroze for a few weeks (revision), 
but 

> >I've just downloaded some games, and wanted to run them. Just as I went 
to 

> >set up the DOS stuff etc. I got a double "Out of Environment Space" 
error, 

>after running djsetup. I've got no idea why this has happened, coz it was 
>working perfectly before. All I can think of is that I installed LCC 
>recently, but I don't know how this could have affected it, or how to fix 
>it. 

>Could any suggest what I can do to fix this problem? 


v 
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> 
>Thanks 
>Rikki 
> 


VVVVYV 


-—-MESSAGE FILE 1103 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000834 


—-MESSAGE FILE 1104 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000835 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Out of Environment Space 

Date: 8 Jun 1999 07:45:48 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 26 

Message-ID: <7jihncSrgel@chuka.playstation.co.uk> 
References: <7 jgt29S49v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1. 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


HI there, 
Read the FAQ on the website...answer is there. 


George 


In article <7 jgt29S49v8@chuka.playstation.co.uk>, 
netyaroze@rprince.dircon.co.uk says... 

> 

>I haven't been able to play with my Yaroze for a few weeks (revision), but 
>I've just downloaded some games, and wanted to run them. Just as I went to 
>set up the DOS stuff etc. I got a double "Out of Environment Space" error, 
>after running djsetup. I've got no idea why this has happened, coz it was 
>working perfectly before. All I can think of is that I installed LCC 
>recently, but I don't know how this could have affected it, or how to fix 
>it. 

>Could any suggest what I can do to fix this problem? 

> 

>Thanks 

>Rikki 

> 

> 


—-MESSAGE FILE 1104 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000835 


—-MESSAGE FILE 1105 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000836 
Path: chuka.playstation.co.uk!news 

From: Alan Marshall <admars32@breathemail.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Out of Environment Space 

Date: Mon, 07 Jun 1999 22:19:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <375C3774.7CF09903@breathemail.net> 

References: <7 jgt29S49v8@chuka.playstation.co.uk> <375d103b.324310664@news.playstati 
on.co.uk> <7 jhb6f$49v9@chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-206-4.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (WinNT; 1) 

X-Accept—-Language: en 


Rikki Prince wrote: 
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Sorry, Win 95, using a DOS window. 


Thanks 
Rikki 


VVVVYV 


I get that if I run djsetup, then djsetup again. 


At the risk of sounding patronizing, have you created anice little bat 
file so that when your DOS prompt starts it runs DJSetup automatically. 
An then when you manually start djsetup, you get the error. I do that 
all the time! 


btw that's in Win95 
Al 
Steven Osman <sosman@terratron.com> wrote in message 


news :375d103b.324310664@news.playstation.co.uk... 
What operating system are you running? DOS or Windows 95? 


v 


> 

> On Mon, 7 Jun 1999 17:46:43 +0100, "Rikki Prince" 
> <netyaroze@rprince.dircon.co.uk> wrote: 
> 


v 


>I haven't been able to play with my Yaroze for a few weeks (revision), 
but 

> >I've just downloaded some games, and wanted to run them. Just as I went 
to 

> >set up the DOS stuff etc. I got a double "Out of Environment Space" 
error, 

> >after running djsetup. I've got no idea why this has happened, coz it was 
>working perfectly before. All I can think of is that I installed LCC 
>recently, but I don't know how this could have affected it, or how to fix 
>it. 

>Could any suggest what I can do to fix this problem? 

> 

>Thanks 

>Rikki 

> 


VVVVVVVVVVVVVVV VV VV VV VV 


VVVVVVVVV 


—-MESSAGE FILE 1105 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000836 


—-MESSAGE FILE 1106 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000837 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Out of Environment Space 

Date: Wed, 09 Jun 1999 13:37:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <37606c0a.478885500@news.playstation.co.uk> 

References: <7 jgt29S49v8@chuka.playstation.co.uk> <375d103b.324310664@news.playstati 
on.co.uk> <7jhb6fS49v9@chuka.playstation.co.uk> <375C3774.7CF09903@breathemail.net> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well, in all honesty is that the problem is that he has not got enough 
environment space! 


That is easy to rectify really. 


Rikki, you have two options 


1. You can add a line that looks like this in your C:\CONFIG.SYS file 


SHELL=C: \WINDOWS\COMMAND.COM /E:3072 /Ք 
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Or, if there already is a SHELL= line, make sure there is a /E: 
parameter. If there is, then make the number better (if it is 
currently 2048 or something, 3072 is okay) I believe the maximum is 
4096. 


This will give you more environment space at startup time. 


2. If, however, you know for a fact that you will only ever use the 
environment space out of a specific MSDOS window, you can right click 
on your DOS prompt, go to properties, click on the memory tab, and 
pick a nice, large number for initial environment. 


I would opt for choice number 1. It is more permanent, and you can 
then set up your yaroze stuff in autoexec.bat and forget about it! 


Steven 


On Mon, 07 Jun 1999 22:19:48 +0100, Alan Marshall 
<admars32@breathemail.net> wrote: 


>Rikki Prince wrote: 

>> 

>> Sorry, Win 95, using a DOS window. 
>> 

>> Thanks 

>> Rikki 


>I get that if I run djsetup, then djsetup again. 

> 

>At the risk of sounding patronizing, have you created anice little bat 
>file so that when your DOS prompt starts it runs DJSetup automatically. 
>An then when you manually start djsetup, you get the error. I do that 
>all the time! 

> 
>btw that's in Win95 


>> Steven Osman <sosman@terratron.com> wrote in message 
>> news:375d103b.324310664@news.playstation.co.uk... 
>> > What operating system are you running? DOS or Windows 95? 


>> > 

>> > On Mon, 7 Jun 1999 17:46:43 +0100, "Rikki Prince" 
>> > <netyaroze@rprince.dircon.co.uk> wrote: 

>> > 


>> > >I haven't been able to play with my Yaroze for a few weeks (revision), 

>> but 

>> > >I've just downloaded some games, and wanted to run them. Just as I went 
>> to 

>> > >set up the DOS stuff etc. I got a double "Out of Environment Space" 

>> error, 

>> > >after running djsetup. I've got no idea why this has happened, coz it was 


>> > >working perfectly before. All I can think of is that I installed LCC 

>> > >recently, but I don't know how this could have affected it, or how to fix 
>> > >it. 

>> > >Could any suggest what I can do to fix this problem? 

>> > > 

>> > >Thanks 

>> > >Rikki 

>> > > 

>> > 


695 


—-MESSAGE FILE 1106 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000837 


—-MESSAGE FILE 1107 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000838 


Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Using VC++ (Dev Studio) IDE. How? 
Date: Sun, 13 Jun 1999 20:31:10 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <376406FE.F29F20C9@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


I'd like to use the Developer Studio IDE to develop the executable. 

I know the customisable functions on the toolbar and that, but I want to 
know if it is possible to generate a makefile from VC++ which I can then 
use the gcc make with. 

Or do I have to write one myself? 


Thanks, 
James. 


-—-MESSAGE FILE 1107 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000838 


—-MESSAGE FILE 1108 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000839 
Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Using VC++ (Dev Studio) IDE. How? 

Date: Mon, 14 Jun 1999 19:14:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7k3gh6$hn714@chuka.playstation.co.uk> 
References: <376406FE.F29F20C9@chowfam.demon.co.uk> 
NNTP-Posting-Host: modem-—64.name71.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


check out http://www.netyaroze-europe.com/~mnaylor - he's put together a 
tutorial. 


Hope It Helped 


Ed :) 


—-MESSAGE FILE 1108 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000839 


—-MESSAGE FILE 1109 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000840 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Drawing to background. 

Date: Tue, 15 Jun 1999 02:43:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7k4b39S75r3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p48-meadowlark-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Wow, I've finally got on the news group. Don't ask me why I couldn't get on 
before, it was just me being thick again. 


I've never used a newsgroup before so here's a question to test it out. 
Is there any way to draw images to the background. 


For example: 
Say I have a game which has lots of aliens 
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flying about the screen, when the aliens get shot the sprites are replaced 
with pictures of dead aliens. However, because the images just need to stay 
there without moving or anything is there anyway of drawing them without 
sorting them as sprites and therefore maybe saving on speed. Is this a 
relevent question or am I just missing the point? 


Cheers, 


Scott "thick as pig shit" Ward. 


—-MESSAGE FILE 1109 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00 


--MESSAGE FILE 1110 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/ 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Drawing to background. 

Date: Tue, 15 Jun 1999 14:13:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <7k5j£3$75r5@chuka.playstation.co.uk> 
References: <7k4b39S75r3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.120.22 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Scott Ward <scott.ward6@virgin.net> wrote in message 

news: 7k4b39S$75r3@chuka.playstation.co.uk... 

> Wow, I've finally got on the news group. Don't ask me why I couldn't get 
on 


> before, it was just me being thick again. 

> 

> I've never used a newsgroup before so here's a question to test it out. 
> 

> Is there any way to draw images to the background. 

> For example: 

> Say I have a game which has lots of aliens 

> flying about the screen, when the aliens get shot the sprites are replaced 
> with pictures of dead aliens. However, because the images just need to 
stay 

> there without moving or anything is there anyway of drawing them without 
> sorting them as sprites and therefore maybe saving on speed. Is this a 

> relevent question or am I just missing the point? 

> 

> Cheers, 

> 

> Scott "thick as pig shit" Ward. 

> 

Hi Scott, 


Welcome to the newsgroups! 


As the screen is completely redrawn each frame, those objects still need to 
be drawn. However, if your background is a static 16-bit bitmap, then you 
could draw your sprites directly onto the background image by moving the GPU 
drawing/clipping area accordingly. This would give the desired effect, but 
you have to be careful not to move the clipping area while the GPU is 
drawing. And don't forget, a screen sized 16-bit image will take up a lot 
of VRAM. 


Herbs 
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—-MESSAGE FILE 1110 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000841 


—-MESSAGE FILE 1111 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000842 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Drawing to background. 

Date: Tue, 15 Jun 1999 16:41:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7k5s87S75r8@chuka.playstation.co.uk> 
References: <7k4b39S75r3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-118.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Scott Ward <scott.ward6@virgin.net> wrote in message 

news: 7k4b39S$75r3@chuka.playstation.co.uk... 

> Wow, I've finally got on the news group. Don't ask me why I couldn't get 
on 


v 


before, it was just me being thick again. 
I've never used a newsgroup before so here's a question to test it out. 


Is there any way to draw images to the background. 
For example: 

Say I have a game which has lots of aliens 
flying about the screen, when the aliens get shot the sprites are replaced 
with pictures of dead aliens. However, because the images just need to 
stay 
> there without moving or anything is there anyway of drawing them without 
> sorting them as sprites and therefore maybe saving on speed. Is this a 
> relevent question or am I just missing the point? 
> 
I don't really think its worth trying to integrate the dead player sprite 
into the background, as you'll probably have more grief attempting this than 
you will lose in speed. As you're sprites for the aliens, and dead aliens 
are probably resonably small, so the time taken to do this shouldn't really 
matter, unless the rest of the game is super processor intensive, which it 
shouldn't be unless you've advanced that quickly (which by your pessimism it 
doesn't look like). 


VVVVVVVV 


As I say, unless you've finished the game, and its running slow, and you're 
working on optimising it, I reccomend you get on with finishing the game, 
just get some more experience. Worrying about this sort of thing will do you 
no good. 


Rikki 


> Cheers, 


> 

> Scott "thick as pig shit" Ward. 

> 

> 

Such self confidence... J/K, don't degrade yourself so much Scott, it will 


only affect your programming in a bad way. Just remember, although it looks 
like there's a lot of people better than you in the Yaroze community, just 
turn around and look out of the Yaroze world and see how many can't even 
turn on a computer, let alone run a piece of software, let alone program a 
bit of software, let alone program a hi-tech gaming console like the 
PlayStation. 


—-MESSAGE FILE 1111 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000842 


—-MESSAGE FILE 1112 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000843 
Path: chuka.playstation.co.uk!news 
From: "Scott Ward" <scott.ward6@virgin.net> 
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Newsgroups: scee.yaroze.beginners 

Subject: Re: Drawing to background. 

Date: Tue, 15 Jun 1999 22:12:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7k6fju$S75r9@chuka.playstation.co.uk> 
References: <7k4b39S$75r3@chuka.playstation.co.uk> <7k5s87S$75r8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p25-pigeon-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Cheers boys, 
It seems like it's not worth bothering about then, oh well, never mind. 


PS 

Rikki, when I titled my note 'Scott "thick as pig shit" Ward' I did it 
slightly 'tongue in cheek'. I don't actually think my intellect resembles 
that of a shit from a pig, however, your little pep talk was most touching. 
70) 


Scott "Smart as Dr. Stephen Hawkins" Ward. 
20% 


—-MESSAGE FILE 1112 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000843 


-—-MESSAGE FILE 1113 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000844 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Drawing to background. 

Date: Wed, 16 Jun 1999 12:42:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <37678D8C.7C2A@bristol.ac.uk> 

References: <7k4b39S$75r3@chuka.playstation.co.uk> <7k5s87$75r8@chuka.playstation.co. 
uk> <7k6fju$75r9@chuka.playstation.co.uk> 

NNTP-Posting-Host: n66.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hi Scott, 


I think you'll be surprised at just how much the Net Yaroze can cope 
with. In a few days I'll be releasing the latest version of Arena2 and 
the front end has loads of sprites whizzing around at 50fps (and with a 
load of playgon models AND with the ever-present motion blurring). 


Cheers, 


Tom "I know what a pointer is" չ-) 
—-MESSAGE FILE 1113 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000844 


—-MESSAGE FILE 1114 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000845 
Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Out of Environment Space 

Date: Wed, 16 Jun 1999 21:05:43 +0100 
Organization: Max Studios 

Lines: 50 

Message-ID: <37680396.B5CO6C5E@which.net> 
References: ՀՄ jgt29$49v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: p256-bantam-gui.tch.which.net 
Mime-Version: 1.0 
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Content-Type: multipart/mixed; 

boundary=" 5832936E26C1ODC5D8CBAFC7" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
5832936E26C1ODC5D8CBAFC7 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I had the same problem... I think. 


Launch a dos shell in a window from Windows. Click on the 
go through Memory to the Environment space then set it to the maximum amount 


you can get. 


Should sort it, or is this totally not the answer you needed? 


Max 


Rikki Prince wrote: 


> I haven't been able to play with my Yaroze for a few weeks 
> I've just downloaded some games, and wanted to run them. Just as I went to 
> set up the DOS stuff etc. I got a double "Out of Environment Space" error, 
> after running djsetup. I've got no idea why this has happened, 
> working perfectly before. All I can think of is that I installed LCC 
> recently, but I don't know how this could have affected it, 
> 
> 
> 
> 
> 


it. 
Could any suggest what I can do to fix this problem? 


Thanks 
Rikki 


5832936E26C10DC5D8CBAFC7 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content-Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray;Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


5832936E26C10DC5D8CBAFC7-— 


(revision), 


coz it was 


or how to fix 
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properties tab and 


—-MESSAGE FILE 1114 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000845 


—-MESSAGE FILE 1115 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000846 


Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Out of Environment Space 

Date: Wed, 16 Jun 1999 23:07:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7k9780S75r24@chuka.playstation.co.uk> 
References: <7 jgt29S49v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-098.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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Thanks everyone, in the end it was the need to add: 

SHELL=command.com /E:2048 /p 

to my config.sys. It said it in the FAQ, which I should have checked first. 
D'oh! 


Thanks again 
Rikki 


—-MESSAGE FILE 1115 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000846 


—-MESSAGE FILE 1116 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000847 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: map-tastic tile question 

Date: Thu, 17 Jun 1999 12:19:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7kalncS4fj2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p8Fs10a01.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi 

I'm looking to make some optimizations to a simple tile based game I'm 
working on - specifically the method used to draw the visible part of the 
map. 


At the moment I just run through my array of tiles and check each one to see 
if it should be drawn to the screen... 


cell_struct cell[map.numcells]; 
// scroll map by changing map.scrollx and map.scrolly 
void Draw_Map_Graphics (void) 
eee register i; 
for(i=0; i<map.numcells; i++) 


map_sprt.x = cell[i].px + map.scrollx; 
map_sprt.y cell[i]-py + map.scrolly; 


if (clip_sprite(map_sprt.x, map_sprt.y, 16, 16)) // check if tile օո 
screen 


{ 


map_sprt.u = ((cell[i].timindex%8) << 5); 
map_sprt.v = ((cell[i].timindex/8) << 5); 


GsSortFastSprite(&map_sprt, &WorldOT[activebuff], 2); 
} 


} 


I realise this is very inefficient. Any tips on how to do this better, 
smarter and quicker would be greatly appreciated. 


Thanks 


Derek 


—-MESSAGE FILE 1116 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000847 
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--MESSAGE FILE 1117 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000848 
Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: map-tastic tile question 

Date: Thu, 17 Jun 1999 18:36:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7kbc23S4fj3@chuka.playstation.co.uk> 
References: <7kalncS$4fj2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-65.viractin.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 7kalncS$4fj2@chuka.playstation.co.uk... 
> Hi 


> 

> I'm looking to make some optimizations to a simple tile based game I'm 

> working on - specifically the method used to draw the visible part of the 
> map. 

> 

> At the moment I just run through my array of tiles and check each one to 

see 

> 


if it should be drawn to the screen... 
> 


Ok this probably isn't on the lines that you were thinking of but it should 
still improve speed a teeny little bit. 


When doing for loops do -- instead of ++, apparently the Playstation is ever 
so slightly quicker at -- 


For example 


int i 
for (i=100000,i!=0;i--) 
{ 
printf ("Hello world\n"); 
} 


Hope that helps 


Bob 
bob@shandfam. freeserve.co.uk 


-—-MESSAGE FILE 1117 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000848 


—-MESSAGE FILE 1118 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000849 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: map-tastic tile question 

Date: Thu, 17 Jun 1999 23:06:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <7kbrdiS4fj7@chuka.playstation.co.uk> 
References: <7kalncS4fj2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.166.145.136 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 7kalncS$4fj2@chuka.playstation.co.uk... 
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Hi 

I'm looking to make some optimizations to a simple tile based game I'm 

working on - specifically the method used to draw the visible part of the 

map. 

At the moment I just run through my array of tiles and check each one to 
rr it should be drawn to the screen... 

cell_struct cell[map.numcells]; 

// scroll map by changing map.scrollx and map.scrolly 

աա Draw_Map_Graphics (void) 


u_long register i; 


for(i=0; i<map.numcells; i++) 


map_sprt.x cell[i].px + map.scrollx; 
map_sprt.y = cell[i].py + map.scrolly; 


if (clip_sprite (map_sprt.x, map_sprt.y, 16, 16)) // check if tile օո 
screen 


{ 


map_sprt.u = ((cell[i].timindex%8) << 5); 
map_sprt.v = ((cell[i].timindex/8) << 5); 


GsSortFastSprite(&map_sprt, &WorldOT[activebuff], 2); 
} 


} 


I realise this is very inefficient. Any tips on how to do this better, 
smarter and quicker would be greatly appreciated. 


Thanks 


Derek 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV DV VV VV VV 


Is this a standard tile based map? If so, then you'd probably be better off 
using a 2 dimensional array, where the array indexes are directly linked to 
the cell position. 


// assuming screen res is 320x256 and cell size is 32x32 


mx=map.scrollx>>5; // map x index 
my=map.scrolly>>5; // map y index 
ox=map.scrol11x&31; // screen offset 
oy=map.scrolly&31; // screen offset 


for (y=0;y<=8;yt+) { 


map_sprt.y=(y<<5) -oy; // get screen y pos 
for (x=0;x<=10;x++) { 
map_sprt.x=(x<<5) -ox; // get screen x pos 
1-Շ511 |7) [x] .timindex; // get tim index from cell 
array 


map_sprt.u ((1%8) <<5); 
map_sprt.v = ((i/8)<<5); 
GsSortFastSprite(&map_sprt, &WorldOT[activebuff], 2); 


} 


This way you know which cells are going to be drawn (from the scroll 
position), and don't need to bother with the undrawn cells at all. And you 
won't need the .px and .py in the cell structure. This will also make 
collision detection with the background much simpler. 
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But, I get the feeling I'm missing the point. Your method will allow the 
cells to be positioned individually at any location, and not necessarily 
aligned to a grid - hence the .px and .py components. If this is necessary 
and the map is quite large, then all I can suggest is to break the map up 
into smaller regions and only bother with the regions which fall within the 
screen area. 


Like I say, I feel like I've missed the point, so sorry if this is not what 
you are looking for. 


Herbs 


—-MESSAGE FILE 1118 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000849 


—-MESSAGE FILE 1119 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000850 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: map-tastic tile question 

Date: Thu, 17 Jun 1999 23:18:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7kbs34jS4fj8@chuka.playstation.co.uk> 

References: <7kalncS4fj2@chuka.playstation.co.uk> <7kbc23S4fj3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 195.166.145.136 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Robert Shand <bob@shandfam.freeserve.co.uk> wrote in message 

news: 7kbc23S$4fj3@chuka.playstation.co.uk... 

> 

> Ok this probably isn't on the lines that you were thinking of but it 
should 

> still improve speed a teeny little bit. 


> 

> When doing for loops do -- instead of ++, apparently the Playstation is 
ever 

> so slightly quicker at -- 

> 

> For example 

> 

> int i 

> for (i=100000,i!=0;i--) 

> { 

> printf ("Hello world\n"); 
> ) 

> 

> Hope that helps 

> 

> Bob 

> bob@shandfam. freeserve.co.uk 
> 

> 

> 

I can't see why -- should be any faster than ++. I would imagin that it's 


the comparison with 0 which is quicker. 


Herbs 


—-MESSAGE FILE 1119 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000850 
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-—-MESSAGE FILE 1120 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000851 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 1120 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000851 


—-MESSAGE FILE 1121 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000852 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Collision Detection!..... (Joy) 

Date: Fri, 18 Jun 1999 16:15:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <7kdntqS4fj13@chuka.playstation.co.uk> 
NNTP-Posting-Host: p-222-virginl.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I've been looking for different ways of achieving quality collision 
detection and I saw a method on the Sony FAQ page which copies images into 
main memory and then uses bitwise 'and' to test for collision. Although this 
method is supposedly very slow it is pixel perfect when it comes to accuracy 
so I really wouldn't mind giving it a whirl. 


I got in touch with James Russell at Sony who provided me with some more 
information but I'm still unsure of how to do it. Here's a snippet of what 
he sent me: 


>Firstly you do trivial rejection - if the horizontal and vertical 
boundaries of 

>the two sprites don't cross in any way, then there is no detection. If they 
do 

>cross, then you clear a buffer that is the same size as the screen 
(although it 

>only has to have a 2 bit resolution). Then you copy the first mask into 
that 

>buffer, shifting the bits as necessary so that the mask is in the same 
position 

>it's in on the screen. Then you do the same for the second mask, except 
instead 

>of copying the mask into the buffer, you and it with the buffer and test 
the 

>result. If any bit is one, then there was a collision. 


Right, I'm still pretty new to this games coding business so whilst this 
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message may seem reasonably straight forward to you lot it has me a little 
baffled. 


I'd get back in touch with James but I feel this may take some time to sort 
out so instead of me hounding the good people at Sony I'd rather someone 
offered their time to help me out. To save space on the newsgroup I'll try 
to ask as many questions on this one note. Here goes: 


1) Although I understand the concept of creating a mask of a sprite how do 
you make one? At first I thought that you probably just create an identical 
sprite with lower resolution but then, as far I know, 4-bit sprites are the 
lowest resolution you can load into the frame buffer. How do you make a 
2-bit mask? 


2)When James refers to a buffer, does this mean in the frame buffer or a 
buffer in memory? If it means create a buffer in memory then I definately 
need help. :0\ 


3) Copying the first mask into the buffer. What form does the mask take? Is 
it an image in the frame buffer or is it stored in memory as a series of 
bytes? 


4)If all this done in the frame buffer then I have no bother moving stuff 
about but if it's done in memory how would you go about 'shifting the bits' 
and how would you know where to shift them to? 


I know this question(s) must seem a bit daunting but even if you can only 
answer one of the questions or you think you have a rough idea then I'd be 
grateful if you'd get in touch. 


Cheers, 


Scott "stuck again..... what a surprise" Ward. 


—-MESSAGE FILE 1121 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00 


——MESSAGE FILE 1122 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/ 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Fri, 18 Jun 1999 17:06:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <7kdqqp$4f j15@chuka.playstation.co.uk> 
References: <7kdntq$4fj13@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-001.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Scott Ward <scott.ward6@virgin.net> wrote in message 

news: 7kdntq$4fj13@chuka.playstation.co.uk... 

> I've been looking for different ways of achieving quality collision 

> detection and I saw a method on the Sony FAQ page which copies images into 
> main memory and then uses bitwise 'and' to test for collision. Although 
this 

> method is supposedly very slow it is pixel perfect when it comes to 
accuracy 

so I really wouldn't mind giving it a whirl. 


v 


I got in touch with James Russell at Sony who provided me with some more 
information but I'm still unsure of how to do it. Here's a snippet of what 
he sent me: 


V V V V V V 


>Firstly you do trivial rejection - if the horizontal and vertical 
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000852 


00000853 
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> boundaries of 

> >the two sprites don't cross in any way, then there is no detection. If 
they 

do 

>cross, then you clear a buffer that is the same size as the screen 
(although it 

>only has to have a 2 bit resolution). Then you copy the first mask into 
that 

>buffer, shifting the bits as necessary so that the mask is in the same 
position 

>it's in on the screen. Then you do the same for the second mask, except 
instead 

>of copying the mask into the buffer, you and it with the buffer and test 
the 

>result. If any bit is one, then there was a collision. 


v 


Right, I'm still pretty new to this games coding business so whilst this 
message may seem reasonably straight forward to you lot it has me a little 
baffled. 


I'd get back in touch with James but I feel this may take some time to 

ort 

out so instead of me hounding the good people at Sony I'd rather someone 
offered their time to help me out. To save space on the newsgroup I'll try 
to ask as many questions on this one note. Here goes: 


1) Although I understand the concept of creating a mask of a sprite how do 
you make one? At first I thought that you probably just create an 
identical 

> sprite with lower resolution but then, as far I know, 4-bit sprites are 
the 

> lowest resolution you can load into the frame buffer. How do you make a 

> 2-bit mask? 

> 

I'm not too sure about this, as I haven't done anything I'm going to talk 
about, but I've heard of most of it. I think, just by copying the area of 
the sprite to the main memory it might do the conversion into 2 bit. I can't 
be certain, but possibly in the main memory, the bits of memory are only 
on/off or 2bit. This would also imply that the Video RAM can support higher 
bits. As I say, I'm not too knowledgeable in memory concepts, so this is 
just a guess. 


VVVVVVDAVVVVV VV VV VV VV VV VV 


> 2)When James refers to a buffer, does this mean in the frame buffer or a 
> buffer in memory? If it means create a buffer in memory then I definately 
> need help. :oN 

> 

I think he means a buffer in the main memory. When people talk about a 
buffer in computing terms, it is just a storage area in memory. So 
initialising a variable is just making a buffer. For this case, you could 
initialise an array (not sure what of, probably int's), or use malloc() 
passing the size in bytes you want, and it returns a pointer to the place in 
memory that you've just allocated. You need this pointer in whatever copy 
function you use, though I don't know which one you need to use. 

[Added note: I know believe it to be StoreImage that you want.] 


> 3)Copying the first mask into the buffer. What form does the mask take? Is 
> it an image in the frame buffer or is it stored in memory as a series of 

> bytes? 

> 

It should be a series of bytes in the frame buffer, indicating whether each 
byte is on/off. It is each of these bytes that you check against those in 
the other image, to see whther they're colliding. 


> 4)If all this done in the frame buffer then I have no bother moving stuff 
> about but if it's done in memory how would you go about 'shifting the 
bits' 

> and how would you know where to shift them to? 

> 

I don't quite understand this either, I think its to make one image relative 
to the other, as it is in the screen image. For example rather than checking 
byte 0 of image 1 against byte 0 of image 2 (unless they're on top of each 
other like that - unlikely if your collision detection is working!), you 
might need to chek byte 0 of image 1 against byte 37 of image 2. 
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> 

> I know this question(s) must seem a bit daunting but even if you can only 
> answer one of the questions or you think you have a rough idea then I'd be 
> grateful if you'd get in touch. 

> 

Does that mean e-mail you? Whoops sorry! 

> Cheers, 

> 

> Scott "stuck again..... what a surprise" Ward. 

> 


—-MESSAGE FILE 1122 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000853 


—-MESSAGE FILE 1123 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000854 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Sat, 19 Jun 1999 02:18:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7ker42S4fj17@chuka.playstation.co.uk> 

References: <7kdntqS4fj13@chuka.playstation.co.uk> <7kdqqpS$4f j15@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: p46-heron-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rikki, 
As always Rikki, you are only too pleased to help and you should 
be commended for it. It is much appreciated. 


So far, your comments are definately food for thought, however, there are 
still a couple of points that you, or anyone else for that matter, might be 
able to clear up. 

The more I think about it the more I'm starting to get my head around the 
concept of testing for collision in main memory BUT why is the image stored 
as 2-bit? If for example the mask is stored so that a 1 represents the image 
and a 0 represents the transparent bits wouldn't that only require one bit 
per pixel? 

This is probably where you laugh at me but wouldn't that make it a 1-bit 
image? Why two bits per pixel (or is that not what 2-bit means?). 


Also, I could probably work out a mask for my image but in the game I use 
the GsSPRITE .rotate argument to rotate the main sprite so I would really 
need to be able to draw the mask in game depending on the position of the 
sprite. Any ideas? 


Cheers, 


Scott 


-—-MESSAGE FILE 1123 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000854 


—-MESSAGE FILE 1124 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000855 
Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.beginners 

Subject: HELP NEW BIE ,PLEASE!! 

Date: Sat, 19 Jun 1999 09:53:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <376B4C81.3E09EFD3@sis.it> 

NNTP-Posting-Host: totaldipo-35.sis.it 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Hi, 

how can i rewrite in the CONFIG.SYS? (device=c:\............ 2222 
how can i rewrite in the AUTOEXEC.BAT ---» SET 

թՃղԱՅԹ ՅՆՔԱ 22 մատ BK le wees 2223 


Tnk at all for help me. 
Niccolo' 


—-MESSAGE FILE 1124 END: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000855 


—-MESSAGE FILE 1125 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000856 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP NEW BIE ,PLEASE!! 

Date: Sat, 19 Jun 1999 11:51:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7kg08bS4fj18@chuka.playstation.co.uk> 
References: <376B4C81.3E09EFD3@sis.it> 
NNTP-Posting-Host: th-gt142-248.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


If you're using Windows 95, goto Run on the Start menu, and type in sysedit 
This will then open autoexec.bat, config.sys and a few others for you to 

edit. In Dos, I'm not so sure, go into your root c:\ directory, or maybe 

windows or windows/system directory, to see if config.sys is there, and type 

edit config.sys, which will open the Dos text editor, in which you can 

change it. 

I hope this answers your question if not, just ask. 


Rikki 


niccolo' <niccolo@sis.it> wrote in message news:376B4C81.3EQO9EFD3@sis.it... 


Hi, 

how can i rewrite in the CONFIG.SYS? (device=c:N............ 2277 
how can i rewrite in the AUTOEXEC.BAT ---» SET 

PATH= CNPOX tS TS 4 Sheet dc, ua ata ed. 22737 


Tnk at all for help me. 


Niccolo' 


VVVVVVVVV VV 


—-MESSAGE FILE 1125 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000856 


-—-MESSAGE FILE 1126 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000857 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming. libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 
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Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 1126 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000857 


-—-MESSAGE FILE 1127 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000858 
Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: map-tastic tile question 

Date: Sun, 20 Jun 1999 01:33:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <376c42c9.1519220@www.netyaroze-europe. com> 

References: <7kalncS$4fj2@chuka.playstation.co.uk> <7kbrdiS4fj7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p8Ds05a03.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


unfortunaltey, seeing as Im half drunk, not sure how much of this has 
been covered in previous posts. 


point 1) 

Ive noticed the compiled version of a for(i=0; i<100; i++) with 
optimisation does get compiled as for(i=99; i>=0; i--) presumably 
meaning that i-- is faster than i++ but as its handled by compiler, 


you should be able to pretty much ignore it ! 


ok, back to clipping a world. how about sometyhing like this? 


(again off the top of my head... apologies for mistakes) 
#define CELLS_X (50) 
#define CELLS_Y (50) 
#define CELLS_ONSCREEN_X (10) 
#define CELLS_ONSCREEN_Y (10) 
CellType WorldArray [CELLS_X] [CELLS_Y]; 
// in loop for clipping 
// x and y are basically the array index of the first visible 
// cell in the top left of the screen. 
void BlahBlahClipWorld(int x, int y) 
{ 
CellType *cell; 
int i,j; 
ce] WorldArray[x] [y]; 


= & 
for (1-0: i<(CELLS_ONSCREEN_X; i++) 


for (j=0; j3<CELL_ONSCREEN_Y; j++) 
{ 


GsSortSprite(cell->spriteAddress, 
é&o0tRubbishInfo, depth); 
cell++; 
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cell += CELLS_X-CELLS_ONSCREEN_X-1; 
} 


aargh, cant think straight... maybe got loads of my x and ys in the 
wrong order, but there you go. It does work, and its all pointer 
arithmetic. which is nice. 


it doesnt take into account clipping when you get to the edge of the 
world but hey, my brain hurts :) 


Rob 
—-MESSAGE FILE 1127 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000858 


—-MESSAGE FILE 1128 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000859 
Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP NEW BIE ,PLEASE!! 

Date: Sun, 20 Jun 1999 11:26:27 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <376CB3C3.C06330C1@sis.it> 

References: <376B4C81.3E09EFD3@sis.it> <7kg08bS4fj18@chuka.playstation.co.uk> 
NNTP-Posting-Host: totaldipo-34.sis.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Rikki Prince <netyaroze@rprince.dircon.co.uk> 


Ciao Rikki, 


Tnk for reply, 


If you're using Windows 95, goto Run on the Start menu, and type in sysedit 

This will then open autoexec.bat, config.sys and a few others for you to 
edit. In Dos, I'm not so sure, go into your root c:\ directory, or maybe 
windows or windows/system directory, to see if config.sys is there, and type 
edit config.sys, which will open the Dos text editor, in which you can 
change it. 


V V V V V V 


How can I change it? What do I write in Config.sys and Autoexect.bat? 


> I hope this answers your question if not, just ask. 
> 

> > how can i rewrite in the AUTOEXEC.BAT ---» SET 

> D>. PATHS SND SX ie ie Nese: toa te lalel 2??? 

> > 

> Tnk at all for help me. 

> 

> Niccolo' 

> 


—-MESSAGE FILE 1128 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000859 


--MESSAGE FILE 1129 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000860 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: HELP NEW BIE ,PLEASE!! 

Date: Sun, 20 Jun 1999 12:23:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7kij07$33u6@chuka.playstation.co.uk> 

References: <376B4C81.3E09EFD3@sis.it> <7kg08bS4f4j18@chuka.playstation.co.uk> <376CB 
3C3.C06330C1@sis.it> 

NNTP-Posting-Host: th-gt141-077.pool.dircon.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> How can I change it? What do I write in Config.sys and Autoexect.bat? 


Sorry, I did not realise it was this you wanted to know. It should tell you 
in the Startup Guide - the red book, on page 17 for the config.sys stuff, 
but I don't think you need to add anything to your autexec.bat, just the 
djsetup.bat, which is in the PSX folder, which is what you should copy from 
the CD to your hard drive. As I say, check your Startup Guide, and ask again 
if you need anymore help. 


Thanks 
Rikki 


—-MESSAGE FILE 1129 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000860 


—-MESSAGE FILE 1130 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000861 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Sun, 20 Jun 1999 12:46:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7kikb8$33u8@chuka.playstation.co.uk> 

References: <7kdntq$4fj13@chuka.playstation.co.uk> <7kdqqpS$4f j15@chuka.playstation.c 
o.uk> <7ker42S$4fj17@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt141-022.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Scott Ward <scott.ward6@virgin.net> wrote in message 
news: 7ker42S4fj17@chuka.playstation.co.uk... 


> Rikki, 

> As always Rikki, you are only too pleased to help and you 
should 

> be commended for it. It is much appreciated. 

> 


> So far, your comments are definately food for thought, however, there are 
> still a couple of points that you, or anyone else for that matter, might 
be 

> able to clear up. 

> The more I think about it the more I'm starting to get my head around the 
> concept of testing for collision in main memory BUT why is the image 
stored 

> as 2-bit? If for example the mask is stored so that a 1 represents the 
image 

and a 0 represents the transparent bits wouldn't that only require one bit 
per pixel? 

This is probably where you laugh at me but wouldn't that make it a 1-bit 
image? Why two bits per pixel (or is that not what 2-bit means?). 


> 
> 
> 
> 


> 
You've got me there, your argument seems perfectly logical, and I too do not 
understand the need for 2bit, rather than lbit image mask. Maybe James 
mistyped 2 instead of 1, which is easy, it would have been harder to mistype 
8bit instead of 24bit for example! The only other possible alternative could 
be that it needs to be 2bit for easy conversion from any of the possible 
sprite resolutions (4, 8 and 16 + 24 bits), but this doesn't quite work, as 
once you've got it to 2bit, it'll be just as easy to get it into lbit. As I 
say I'm just throwing ideas around, in the hope that the answer hits someone 
on the head, and we realise! 


> Also, I could probably work out a mask for my image but in the game I use 
> the GsSPRITE .rotate argument to rotate the main sprite so I would really 
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> need to be able to draw the mask in game depending on the position of the 
> sprite. Any ideas? 

> 

Maybe this is where the bit shifting comes in, but really we'd need an 
expert, such as Mr. Russell, to explain what bit shifting you'd need to do 
to simulate the current position and rotation, but it seems they've all gone 
on holiday, or something equally lazy! j/k. 


> Cheers, 
> 

> Scott 
> 

Rikki 


—-MESSAGE FILE 1130 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000861 


-—-MESSAGE FILE 1131 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000862 
Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Sun, 20 Jun 1999 18:40:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 191 

Message-ID: <376d3500.12938268@www.netyaroze-europe. com> 
References: <7kdntq$4fj13@chuka.playstation.co.uk> 
NNTP-Posting-Host: pEBslla01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Right this time 111 answer it properly. Basically, I had got halfway 
thru answering this last night in my half drunk state, and then my 
B***Y modem crashed the computer, so it was all wasted. So 
unfortunately I have less patience this time and maybe wont write 
everything down. Just have to see how annoyed I get, really. 


also, none of this is tested, im very likely to get some of my x's and 
y's the wrong way around, but then I always do :) 


On Fri, 18 Jun 1999 16:15:41 +0100, "Scott Ward" 
<scott.ward6é@virgin.net> wrote: 


>I've been looking for different ways of achieving quality collision 
>detection and I saw a method on the Sony FAQ page which copies images into 
>main memory and then uses bitwise 'and' to test for collision. Although this 
>method is supposedly very slow it is pixel perfect when it comes to accuracy 
>so I really wouldn't mind giving it a whirl. 

> 

>I got in touch with James Russell at Sony who provided me with some more 
>information but I'm still unsure of how to do it. Here's a snippet of what 
>he sent me: 

> 

>>Firstly you do trivial rejection - if the horizontal and vertical 
>boundaries of 

>>the two sprites don't cross in any way, then there is no detection. If they 
>do 

>>cross, then you clear a buffer that is the same size as the screen 
>(although it 

>>only has to have a 2 bit resolution). Then you copy the first mask into 
>that 

>>buffer, shifting the bits as necessary so that the mask is in the same 
>position 

>>it's in on the screen. Then you do the same for the second mask, except 
>instead 

>>of copying the mask into the buffer, you and it with the buffer and test 
>the 

>>result. If any bit is one, then there was a collision. 

> 

>Right, I'm still pretty new to this games coding business so whilst this 
>message may seem reasonably straight forward to you lot it has me a little 
>baffled. 
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> 

>I'd get back in touch with James but I feel this may take some time to sort 
>out so instead of me hounding the good people at Sony I'd rather someone 
>offered their time to help me out. To save space on the newsgroup I'll try 
>to ask as many questions on this one note. Here goes: 

> 

>1) Although I understand the concept of creating a mask of a sprite how do 
>you make one? At first I thought that you probably just create an identical 
>sprite with lower resolution but then, as far I know, 4-bit sprites are the 
>lowest resolution you can load into the frame buffer. How do you make a 
>2-bit mask? 


ok, lets assume that the texture from which you create the texture has 
a width that is a multiple of 2 (which it has to if its a 4 bit tim 
anyway. or summat like that... cant remember (as usual)) This will 
also muck up if you specify a sprite x or y of zero, but you would be 
a FOOL to do such a thing. There is a much simpler way of creating 
your masks, and that is to use an art package. Load up your texture, 
and then mess around until all your non black colours are all white 
(either through changing the palette values or floodfil or whatever) 
and hen reduce it down to 2 colours. This can then be loaded into your 
program as any other data file (tim or tmd). 


// am only creating the mask locally. you might want to do it 
// globally or whatever... 
// imageData is a pointer to the LoadImaged'd texture 


void CreateMaskFromTextureData(int sizex, int sizey, u_char 
*imageData) 


{ 


// create an array that will hold all the mask info 
u_char maskData[((sizex&0xf8)+1) * sizey]; 
u_char *maskPointer, *tp; 


int i,j; 


// try to use pointer arithmetic as per usual rubbish 
maskPointer = maskData; 


// work from top to bottom 
for (i=0; i<sizey; i++) 
{ 


// work from left to right, a byte at a time 
for (j=0; j<(sizex&f8)+1); j++) 
{ 

maskData = 0; 

maskBit = 0; 


// work on a maskData char at a time 
for (k=0; k<(sizex&0x07); k+=2) 
{ 


maskPointer |= !!(imageData & Ox0f) << maskB 
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maskPointer |= !!(imageData & Oxf0) << (maskBit+1); 


maskBit+t+=2; 
imageDatatt; 
} 
maskPointer+t; 


} 
} 


what you end up with is a mask whose width is a multiple of 8 pixels. 
Ie, if your texture was 6 pixels wide, the mask is 8 pixels wide with 
the extra bits set to zero so as not to interfere with the anding 
later on. 


>2)When James refers to a buffer, does this mean in the frame buffer ora 
>buffer in memory? If it means create a buffer in memory then I definately 
>need help. :0\ 


see above with regards creating buffer in memory. It could be globabl 
or local. 
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>3)Copying the first mask into the buffer. What form does the mask take? Is 
>it an image in the frame buffer or is it stored in memory as a series of 
>bytes? 


well, what it is is irrelevant. Its the interpretation of memory that 
defines what its use is, so an image in frame buffer or in memory as a 
series of bytes are analogous. except one is in vram, the other isnt. 


>4)If all this done in the frame buffer then I have no bother moving stuff 
>about but if it's done in memory how would you go about 'shifting the bits' 
>and how would you know where to shift them to? 


ah, thje fun part. This next function is going to assume some nasty 
things - that both the objects you want to check have masks of 16x16 
pixels (ie, 16x16/8 bytes = 32 chars). 


int HasCollided(int x1, int yl, int x2, int y2, u_char*maskl, u_char 
mask2) 
{ 

int shiftl, shift2; 

int numy; 

u_long ml, m2; 

u_char *linel, *line2; 

int ave 


// do trivial boundy box reject first 
// do these stacked IFs give quicker execution than 
// one huge IF statement? havent checked so hypothetical 


if (xl > (x2+16)) return (0); 
if (xl <= (x2-16)) return (0); 
if (yl > (y2+16)) return (0); 
if (yl <= (y2-16)) return (0); 
// ok so bound boxes overlap... now some annoying stuff... 


// find offset from 16 pixel boundaries for the masks 
shiftl = xl & 0208: 

shift2 = x2 & Ox0f; 

if (yl > y2) 


numy = 72 - yl + 16; 
linel = maskl; 
line2 mask2 + (16-numy) ; 


numy = yl - y2 + 16; 
linel = maskl + (16-numy) ;; 
line2 = mask2; 


// now do the actual checking loop 
for (i=0; i<numy; i++) 


{ 


tl = (*linel >> shift2) >> 16; 
t2 = (*line2 >> shiftl) >> 16; 
if (t1&t2) return (1); 
linel++; 

line2++; 


} 


return (0); 


} 


>I know this question(s) must seem a bit daunting but even if you can only 
>answer one of the questions or you think you have a rough idea then I'd be 
>grateful if you'd get in touch. 


> 

>Cheers, 

> 

>Scott "stuck again..... what a surprise" Ward. 

Of course, you could email James Shaugnessy who did this collision 


detection method for his cool game, gravitation, from which I won a 
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lovely joystick :) 


Rob 
—-MESSAGE FILE 1131 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000862 


—-MESSAGE FILE 1132 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000863 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Wed, 23 Jun 1999 11:56:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <7kqf2dSqpvl@chuka.playstation.co.uk> 

References: <7kdntqS$4fj13@chuka.playstation.co.uk> <376d3500.12938268@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> >4)If all this done in the frame buffer then I have no bother moving stuff 
> >about but if it's done in memory how would you go about 'shifting the 
bits' 

> >and how would you know where to shift them to? 


ah, thje fun part. This next function is going to assume some nasty 
things - that both the objects you want to check have masks of 16x16 
pixels (ie, 16x16/8 bytes = 32 chars). 


int HasCollided(int x1, int yl, int x2, int y2, u_char*mask1l, u_char 
mask2) 

{ 

int shift, տութեշչ 

int numy; 

u_long ml, m2; 

u_char *linel, *line2; 

int i; 


// do trivial boundy box reject first 

// do these stacked IFs give quicker execution than 

// one huge IF statement? havent checked so hypothetical 

if (xl > (x2+16)) return (0) 
(xl <= (x2-16)) return (0 

if (yl > (y2+16)) return (0) 
(y1 <= (y2-16)) return (0 


); 
): 


Ա 


// ok so bound boxes overlap... now some annoying stuff... 
// find offset from 16 pixel boundaries for the masks 
shiftl «1 & Ox0f; 

shift2 = x2 & 0208: 

if (yl > y2) 


numy = y2 - yl + 16; 

linel = maskl; 

line2 = mask2 + (16-numy); 
} 


else 


numy = yl - 72 + 16; 
linel = maskl + (16-numy) ;; 
line2 = mask2; 


} 


// now do the actual checking loop 
for (1-0: i<numy; i++) 

{ 

tl = (*linel >> shift2) >> 16; 

t2 = (*line2 >> տհւքել) >> 16; 

if (tl&t2) return (1); 

linel++; 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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line2++; 
} 


> 
> 
> 
> return (0); 

> ) 

> 

Surely you do not need to use any shifts to detect the results of anding the 
two images? I would have thought it would be quicker to check the ints or 
longs for TRUE as any value other than zero is true. Going back to the 
original idea of the array containing a 2 bit area of the screen size with 
the two 2 bit masks anded on as per instructions ;) The following function 
will check it far quicker than using shifts. Oh, this routine assumes the 
screen res is 320x256 :) 


BOOL CheckCollide(long *array) 
{ 
ոէ 1: 
for (1-0: i<2560; i++) // 2560 is 320 * 256 / 32 (32 bits to a long as we 
all should know ;) 
{ 
if (array[i]) 
return (1); 
} 
return (0); 


} 


Regards, 
JohntT 


—-MESSAGE FILE 1132 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000863 


—-MESSAGE FILE 1133 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000864 
Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.beginners 

Subject: - COLLABORATION - 

Date: Wed, 23 Jun 1999 20:06:52 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <3771223B.B49E8E8B@ésis.it> 
NNTP-Posting-Host: totaldipo-35.sis.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Is there some new beginner who want to start to programming together 
with me?? 


Tnk 
Niccolo’ 
Italy 


—-MESSAGE FILE 1133 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000864 


—-MESSAGE FILE 1134 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000865 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Thu, 24 Jun 1999 00:35:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7kruf5Sqpv9@chuka.playstation.co.uk> 

References: <7kdntq$4fj13@chuka.playstation.co.uk> <376d3500.12938268@www.netyaroze-— 
europe.com> <7kqf2dSqpvl@chuka.playstation.co.uk> 

NNTP-Posting-Host: p21-crow-gui.tch.virgin.net 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'd just like to say to say thanks for you boys who've answered this query 
so far. 
However, a couple of things still have me puzzled. 

Like I mentioned before, people keep mentioning 2-bit images but I don't 
understand why. The way people keep writing about this collision detection 
method wouldn't you be able to use 1-bit masks? (1 bit represents 1 pixel) 


Please let me know if I have the wrong idea about what 1-bit, 2-bit, etc 
means. 


Moving away from this subject slightly maybe somebody could explain this to 
me: 


>maskPointer 
>maskPointer 


!! (imageData & O0x0f) 
!! (imageData & 0280) 


<< maskBit; 
<< (maskBit+1); 


Rob Swan wrote this, can someone please tell me what the '!!' part means? 


For now, I'm going to have a go at writing some code to achieve the desired 
collision detection but it's doubtful whether I'll pull it off (:0.) so 

further help will be much appreciated or perhaps some sample code for me to 
look at. 


Cheers fella's! 


Scott Ward. 


—-MESSAGE FILE 1134 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000865 


—-MESSAGE FILE 1135 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000866 
Path: chuka.playstation.co.uk!news 
From: yaroze@theburrow.co.uk (Barry & Robert Swan) 


Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Thu, 24 Jun 1999 22:59:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3772b792.14736242@www.netyaroze-europe. com> 

References: <7kdntqS$4fj13@chuka.playstation.co.uk> <376d3500.12938268@www.netyaroze-— 


europe.com> <7kqf2dSqpvl@chuka.playstation.co.uk> 
NNTP-Posting-Host: pF8s07a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


well] 


my two example bits of code were a bit unrelated (blushes). 


Ա 


the first part was just for creating a lbit mask (It should really be 
called 1 bit all along). and would take the scrolling of the sprite 
into account already (i think, cant remember and too lazy to check!) 


The second was slightly different; iamge you had 2 16x16 masks for 
each sprite when aligned to an x multiple of 8. The routine would take 
in any x and y for each of these two sprites and compare that; ie if 
you have 200 bullet sprites, you wouldnt need to create a mask for 
each one, just have one pixel aligned version and then use that mask 
by bitshifting to replicate the sprites true x position (which may be 


8pixel aligned 
Does that make 
I wasnt really 


Sos, 
Rob 


or not). 
sense? 


clear about the whole thing to be honest! 
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>Surely you do not need to use any shifts to detect the results of anding the 
>two images? I would have thought it would be quicker to check the ints or 

>longs for TRUE as any value other than zero is true. 
a of the array containing a 2 bit area of the screen size with 
t masks anded on as per instructions ;) 
t far quicker than using shifts. 


>original ide 
>the two 2 bi 
>will check i 
>screen res i 


—--MESSAGE FIL 


Տ 320x256 :) 


Going back to the 


The following function 
Oh, this routine assumes the 
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E 1135 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000866 


—-MESSAGE FILE 1136 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000867 
Path: chuka.playstation.co.uk!news 
From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.beginners 
Collision Detection!..... (Joy) 
Date: Thu, 24 Jun 1999 23:05:10 GMT 
PlayStation Net Yaroze (SCEE) 


Subject: Re: 


Organization: 
Lines: 43 


Message-ID: <3772b870.14958289@www.netyaroze-europe. com> 
References: <7kdntqS$4fj13@chuka.playstation.co.uk> <376d3500.12938268@www.netyaroze-— 
europe.com> <7kqf2dSqpvl@chuka.playstation.co.uk> <7kruf5$qpv9@chuka.playstation.co. 


uk> 


NNTP-Posting-Host: 


pF8s07a01.client.global. 


X-Newsreader: Forte Free Agent 1.11/32.235 


in the example I was assuming that the 4bit sprite you were using had 


net.uk 


colour 0 as the only one you didnt want to be represented by a 1 in 


the lbit mask 


if 4bit pixel 
"Abit "= 
"Abit "= 
" Abit " 
" 4bit T 
"Abit "= 
etc... 


վ 
Q OONN D 


. lets look at 


= 0 
then 
then 
then 
then 
then 


then lbit = 0, 


lbit = 1, 
lbit = 1, 
lbit = 1, 
lbit = 1, 
lbit = 1, 


an easier check for all that is 


(if 4bit pixe 


1 & Oxf) 


converting a 4bit pixel to lbit. 


which will mask of the 4bits from (in my 


example) an 8bit u_char. However, it returns a value of 1-15 fora 


"coloured' pi 


xel, 


so by using the NOT function twice, 


non zero value to 1 (which is what we want 
The shifting at the end is merely to set the correct bit of the mask. 


Ie for the first pixel, 


for the lbit mask). 


you dont want to shift at all, 


for the second pixel you want to shift by one 


etc,etc... 


if you do the example on paper it might hel 
>) 


again, maybe 


not 


p clarify things. Then 


My thanks to the wierd guy at Sony who left a !! in some code that we 


looked at, and made us wonder what the hell 


Rob 


On Thu, 24 Jun 1999 00:35:42 +0100, "Scott 
<scott.ward6é@virgin.net> wrote: 


>Moving away from this subject slightly maybe somebody could explain this to 


>me: 

> 
>>maskPointer 
>>maskPointer 
> 


>Rob Swan wrote this, 


!! (imageData & 0208) 
!! (imageData & Oxf0) << (maskBit+1)j; 


he was doing...! 


Ward" 


it converrts any 


<< maskBit; 


can someone please tell me what the '!!' part means? 


—-MESSAGE FILE 1136 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000867 


—-MESSAGE FILE 1137 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000868 
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Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: 24 Jun 1999 23:43:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <slrn7n5glm.e8b.tjs@longford.cs.monash.edu.au> 

References: <7kdntqS$4fj13@chuka.playstation.co.uk> <376d3500.12938268@www.netyaroze-— 
europe.com> <7kqf2dSqpvl@chuka.playstation.co.uk> <7kruf5$qpv9@chuka.playstation.co. 
uk> <3772b870.14958289@www.netyaroze-europe. com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Thu, 24 Jun 1999 23:05:10 GMT, Barry & Robert Swan wrote: 
>My thanks to the wierd guy at Sony who left a 11 in some code that we 
>looked at, and made us wonder what the hell he was doing...! 


<IMHO> 

!!val and val?1:0 both produce the same i386 and sparc assembler under 
optimisation. I'm going to assume that this means that the RTL produced is the 
same, which would mean that this holds true for MIPS as well. I'm at work, 
though, so I can't test this out. 


This means that !!val is cute, but a) relies on true=1 (which is not 
_required_; any non zero value will do - although the ANSI standard probably 
specifies that it must be 1, just to stop freakish bugs in code like this) and 
b) is a lot less readable than val?1:0, which is very explicit about what it's 
actually doing. 


The other issue is also the fact that ! binds more strongly than ?, so 

!! (val+1) requires brackets, whereas i+1?1:0 does what is expected (unless 
you're using Visual C++, which, last time I checked, got the precedence of the 
ternary operator wrong). 

</IMHO> 


Toby. 
-—-MESSAGE FILE 1137 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000868 


—-MESSAGE FILE 1138 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000869 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Fri, 25 Jun 1999 10:53:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7kvk4jSqpv1l4@chuka.playstation.co.uk> 

References: <7kdntq$4fj13@chuka.playstation.co.uk> <376d3500.12938268@www.netyaroze-— 
europe.com> <7kqf2dS$qpvl@chuka.playstation.co.uk> <3772b792.14736242@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I wasnt really clear about the whole thing to be honest! 
Try keeping your head out of the bottle then ;) 


JohnT 


—-MESSAGE FILE 1138 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000869 


—-MESSAGE FILE 1139 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000870 
Path: chuka.playstation.co.uk!news 
From: "Scott Ward" <scott.ward6@virgin.net> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scee.yaroze.beginners 

Subject: Nearly there chaps... 

Date: Fri, 25 Jun 1999 14:43:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7102beSqpv18@chuka.playstation.co.uk> 
References: <7kdntq$4fj13@chuka.playstation.co.uk> 
NNTP-Posting-Host: pll-snipe-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Okay, 
Thanks to you lot I now have a good idea of how things are done. 
However one more thing eludes me. 


Right, the problem I'm facing now is that I really could do with being able 
to draw specific sprites or background areas to a buffer in vram. So far, 
the example code I've seen so far (thanks to Rob, by the way, for his 
patience and time) takes image data and creates a mask with it, brilliant. 
BUT, if I'm rotating my sprite image in game it will often be different to 
the image/texture stored in the frame buffer, I imagine this could leave the 
mask being different to the image on-screen. Ideally, I could do with 
drawing the current sprite to a seperate area in the frame buffer (with 
black background) before converting to a mask. Does this make any sense? 


By using this method I could also draw seperate GsBG areas to the same area 
so collision detection with scenery could also be achieved or in my case use 
the line functions to draw pre-set collision lines to test with. 


Anyway, after setting about this task I remembered that all these things are 
sorted to the ordering table before being drawn, does this mean that I can't 
draw specific objects/lines etc. to specifid areas in the frame buffer? 


I've thought about setting up another drawing area with it's own ordering 
tables to deal with this but I'm currently using non-interlace mode and I 
don't really know whether this can be set up or not. 


Any ideas on how I could achieve this would be accepted with open arms. 
Cheers, 


Scott 


—-MESSAGE FILE 1139 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00 


—-MESSAGE FILE 1140 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/ 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: integer to string 

Date: Sat, 26 Jun 1999 16:04:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7l2qanSqpv24@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-3.namel4.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 
How to I convert an integer (int) to a string (*char)? I know that to 
convert a single digit to a char you can add 48, but i'm having trouble 


making a string. 


cheers//matt 


——MESSAGE FILE 1140 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00 
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000870 


00000871 


000871 
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--MESSAGE FILE 1141 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000872 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: integer to string 

Date: Sat, 26 Jun 1999 19:47:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <713795Sqpv25@chuka.playstation.co.uk> 
References: <7l2qan$qpv24@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-042.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Do you have an array of ints? If so, then loop through the array of ints, 
and the equivalent char array element. The assignment would probably look 
like: 

char[counter] = ((char *)int[counter]) +48; 

I'm not sure about the (char *) bit, but it will be either that or (char), 
but this could be sussed out with some simple testing. Why don't you post 
whatever code you've got to see where you're having problems? 


Rikki 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 
news: 712qanS$qpv24@chuka.playstation.co.uk... 


> Hi, 

> 

> How to I convert an integer (int) to a string (*char)? I know that to 
> convert a single digit to a char you can add 48, but i'm having trouble 
> making a string. 

> 

> cheers//matt 

> 

> 


-—-MESSAGE FILE 1141 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000872 


—-MESSAGE FILE 1142 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000873 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: integer to string 

Date: Sat, 26 Jun 1999 21:45:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <713e9g$1111@chuka.playstation.co.uk> 

References: <712qanS$qpv24@chuka.playstation.co.uk> <713795S$qpv25@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: modem-9.liontamer.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Basically I have a function that renders text (passed as 'char *text') to 
the screen. I need to be able to pass integer values to the function, like 
'13' or '2056' etc... 


Rikki Prince wrote in message <713795Sqpv25@chuka.playstation.co.uk>... 

>Do you have an array of ints? If so, then loop through the array of ints, 
>and the equivalent char array element. The assignment would probably look 
>like: 

>char[counter] = ((char *)int[counter])+48; 

>I'm not sure about the (char *) bit, but it will be either that or (char), 
>but this could be sussed out with some simple testing. Why don't you post 
>whatever code you've got to see where you're having problems? 

> 
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—-MESSAGE FILE 1142 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000873 


—-MESSAGE FILE 1143 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000874 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: integer to string 

Date: Sat, 26 Jun 1999 22:17:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <713g2e$1113@chuka.playstation.co.uk> 

References: <71l2qanSqpv24@chuka.playstation.co.uk> <713795Sqpv25@chuka.playstation.c 
o.uk> <713e9g$1111@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-107.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well, then you should be able to just pass a string such as "Hello 123", and 
your routine should display it, however, your function will need to support 
it. How are you displaying to screen? If you're using a big sprite with your 
font, then changing your .u and .v values to display the correct character, 
then this is where you have to fix it, by adding your font's version of the 
numbers 0-9, and then add support in your programs function which gives you 
the u and v values for all your characters... 

Actually, now that I reread your message, I may have got the wrong end of 
the stick, but I've left the above in, just in case. 

If you wanted to know how you could take an integer variable, and pass it to 
your function, to display it, like printf and FntPrint take %d, and the name 
of the variable at the end of the parameters, then you could handle variable 
parameters, but this is a bit tricky, but I could dig out some info if this 
is what you want, or you could just take your string pointer, and add the 
beginning text to it, then typecast your integer variable to char, and add 
it to your string pointer, and so on. 

If you need this explained in more detail, post again, coz this reply's a 
bit crap, and ‘all-over-the-place' 


Thanks 
Rikki 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 
news: 713e9g$1111@chuka.playstation.co.uk... 
> Basically I have a function that renders text (passed as 'char *text') to 


>but this could be sussed out with some simple testing. Why don't you post 
>whatever code you've got to see where you're having problems? 
> 


> the screen. I need to be able to pass integer values to the function, like 
Տար Փ "2056". «ՇԵՇ. 

> 

> 

> Rikki Prince wrote in message <713795Sqpv25@chuka.playstation.co.uk>... 

> >Do you have an array of ints? If so, then loop through the array of ints, 
> >and the equivalent char array element. The assignment would probably look 
> >like: 

> >char[counter] = ((char *)int[counter])+48; 

> >I'm not sure about the (char *) bit, but it will be either that or 
(char), 

> 

> 

> 

> 

> 

> 


—-MESSAGE FILE 1143 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000874 


—-MESSAGE FILE 1144 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000875 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.beginners 
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Subject: Re: integer to string 

Date: 27 Jun 1999 00:08:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn7naqsa.geb.tjs@longford.cs.monash.edu.au> 
References: <7l2qan$qpv24@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Sat, 26 Jun 1999 16:04:48 +0100, Matt Verran wrote: 

>Hi, 

> 

> How to I convert an integer (int) to a string (*char)? I know that to 
>convert a single digit to a char you can add 48, but i'm having trouble 
>making a string. 

> 

>cheers//matt 

> 

> 


sprintf (str,"%d",val); 
or if you want a function to do it: 


char *int_to_str(char *buf,int val) { 
static char temp[32]; 
char *t=temp+31; 


temp [31]=0; 
if (!val) ( 
*--t='0'; 
} else { 
while (val) { 
*—--t='0'+(val%10); 
val/=10; 
} 
} 
return strcpy(buf,t); 
} 
—-MESSAGE FILE 1144 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000875 


—-MESSAGE FILE 1145 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000876 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: integer to string 

Date: Sun, 27 Jun 1999 13:25:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7155bp$1117@chuka.playstation.co.uk> 

References: <7l2qanSqpv24@chuka.playstation.co.uk> <slrn7naqsa.geb.tjs@longford.cs.m 
onash.edu.au> 

NNTP-Posting-Host: modem-92.namel14.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Brilliant, this looks like what I wanted, I knew there had to be a simple 
solution. 


Thanks Toby and Rikki 


Toby Sargeant wrote in message ... 

>On Sat, 26 Jun 1999 16:04:48 +0100, Matt Verran wrote: 

>>Hi, 

>> 

>> How to I convert an integer (int) to a string (*char)? I know that to 
>>convert a single digit to a char you can add 48, but i'm having trouble 
>>making a string. 

>> 

>>cheers//matt 

>> 
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>> 

>sprintf (str,"%Sd",val); 

> 

>or if you want a function to do it: 
> 


>char *int_to_str(char *buf,int val) { 
> static char temp[32]; 
char *t=temp+31; 


temp | 31 | 


-0 
if (!val) 


{ 
x—-t='0':; 

} else { 
while (val) { 
x—-t='0'+(val%10); 
val/=10; 

} 

} 

return strcpy (buf,t); 


VVVVVVVVVVV VV 


—-MESSAGE FILE 1145 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000876 


—-MESSAGE FILE 1146 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000877 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Collision Detection!..... (Joy) 

Date: Fri, 02 Jul 1999 19:42:49 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 64 

Message-ID: <377D0829.BA46A529@scee.sony.co.uk> 

References: <7kdntqS$4fj13@chuka.playstation.co.uk> <7kdqqp$4f j15@chuka.playstation.c 
o.uk> <7ker42S4fj17@chuka.playstation.co.uk> <7kikb8$33u8@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Hi guys, 
I was out of the country for a little while so I didn't see this until just now. 


Scott, I mistyped 2-bit for 1-bit. I basically meant an image of your sprite where a 
1 means "this 

pixel should be used in collision detection" and 0 means "ignore this pixel, it's tr 

ansparent". 


As for the shifting, that's necessary if you're storing 8 pixels per byte for the ma 
sk. 


Here's a concrete example: 


Say you've got a sprite 12 pixels wide and 3 pixels high. The mask of it might look 
like this: 


001111111111 
110010011111 
001111111111 


I dunno what that is, maybe it's a bullet or something. Anyway, I've put a 1 where t 
here is colour, 
and a 0 where there is no colour. 


Now say I want to detect whether this hit another sprite. For simplicity, let's say 
we're checking 
against two identical sprites. 


Firstly, I check the bounding boxes - if the leftmost edge of sprite 1 is further ri 
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ght than the 
rightmost edge of sprite 2, then there's no collision, etc... 


If the two boxes intersect anywhere, then I have to go to the pixel level. 
This is where it gets slightly tricky. The pseudocode is this: 
For each line in Sprite 1 { 

Check to see whether Sprite 2 overlaps this line at all. If so { 


Check the bit patterns for the current line in Sprite 1 with the bit 
pattern 


for the overlapping line in Sprite 2. 
} 


The middle bit is the tricky part. You can find out which line in Sprite 2 you have 
to check by 

doing some simple arithmetic based on the relative position of the two sprites. Now 
say you have the 

two lines in an array, 8 bits per byte, so that's 16 bits wide for our sprite above 
(it's only 12 

wide, so we pad it out to 16 with Os (Pad them with Os on the LEFT)). 


Say the X of sprite 1 is S1X and the X positions of Sprite 2 is S2X, and S1X >= S2X. 
Then they are 
S2X - S1X pixels different in position. Call this value DX. 


For each byte (I) in Sprite 1's line starting at the rightmost byte: 

Sprite2 byte offset = DX / 8 

Sprite2 shift offset = DX % 8 

S1P = Sprite 1 byte (I) 

S2P = Sprite 2 byte (Sprite2 byte offset + I) 

S2P <<= Sprite2 shift offset 

if S2P AND S1P != 0 then there is a collision. 
do this until either Sprite2 byte offset + I > width of the thinnest sprite being te 
sted 


Erm... I just figured this out my head, but it should work. (Cough) 

James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


90% of all statistics are made up. 
—-MESSAGE FILE 1146 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000877 


—-MESSAGE FILE 1147 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000878 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Seperate drawing environments. 

Date: Sat, 3 Jul 1999 20:20:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <7llogk$ko218@chuka.playstation.co.uk> 
NNTP-Posting-Host: p22-griffon-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Is there any way of having seperate drawing environments when in 
non-interlaced mode? 


I want to keep the main drawing buffers for the drawing to screen but it 
would be useful if I could draw to smaller areas of the frame buffer to 
convert to 1-bit masks for collision detection purposes. For example, only 
drawing one layer of a background image which would then be converted to a 
1-bit mask and tested for collision against a spaceship mask. Essentially, 
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this should enable collision detection with background graphics, shouldn't 
it? 


I know it's a slow method of collision detection but I'd still like to try 
it out so please help. :o) 


Scott Ward. 


—-MESSAGE FILE 1147 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000878 


—-MESSAGE FILE 1148 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000879 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Non-blocking Functions. 

Date: Thu, 8 Jul 1999 01:34:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7m0rmuSdq84@chuka.playstation.co.uk> 
NNTP-Posting-Host: p-38-virginl.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Just another quick question. 


I know that functions such as MovelImage(), LoadImage() and StoreImage() are 
non-blocking so that once the commands have been registered, processing 
recommences. However, if more than one is registered will they block each 
other? Will they be executed in turn in the same order that you call the 
functions? 
I assume they will but I'd appreciate it if someone could verify this so I 
can rule this problem out when things start to mess up. 


Cheers, 


Scott 


—-MESSAGE FILE 1148 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000879 


—-MESSAGE FILE 1149 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000880 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Non-blocking Functions. 

Date: Thu, 8 Jul 1999 16:41:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7m2gvsSdq86@chuka.playstation.co.uk> 
References: <7m0rmuSdq84@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-093.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi Scott 

Well for some reason I thought that you could send more than one and they 
all get processed, but after checking the Library Reference ('Da Greeen 
Wun') it says: "Actual completion of the transmission needs to be identified 
by DrawSync() because it is a non-blocking function." There's a bit more, 
but I couldn't be bothered to understand it. Basically, you call 
Move/Store/LoadImage(), then call DrawSync before calling 
Move/Store/LoadImage() again, otherwise it'll all go wrong. 


HTH 
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Rikki 
Scott Ward <scott.ward6@virgin.net> wrote in message 


news: 7mOrmuSdq84@chuka.playstation.co.uk... 
> Just another quick question. 


> 

> I know that functions such as MoveImage(), LoadImage() and StoreImage() 
are 

> non-blocking so that once the commands have been registered, processing 


> recommences. However, if more than one is registered will they block each 
> other? Will they be executed in turn in the same order that you call the 
> functions? 

> I assume they will but I'd appreciate it if someone could verify this so I 
> can rule this problem out when things start to mess up. 

> 

> Cheers, 

> 

> Scott 

> 

> 

> 


—-MESSAGE FILE 1149 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000880 


—-MESSAGE FILE 1150 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000881 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Non-blocking Functions. 

Date: Thu, 8 Jul 1999 20:09:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7m2siuSdq87@chuka.playstation.co.uk> 
References: <7m0rmuSdq84@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.113.32 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Scott Ward <scott.ward6@virgin.net> wrote in message 
news: 7mOrmuSdq84@chuka.playstation.co.uk... 
> Just another quick question. 


> 

> I know that functions such as MoveImage(), LoadImage() and StoreImage() 
are 

> non-blocking so that once the commands have been registered, processing 


> recommences. However, if more than one is registered will they block each 
> other? Will they be executed in turn in the same order that you call the 
> functions? 

> I assume they will but I'd appreciate it if someone could verify this so I 
> can rule this problem out when things start to mess up. 

> 

> Cheers, 

> 

> Scott 

> 

> 

> 

Hi Scott, 


The operations which are registered by these non-blocking functions are put 
into a queue. Only one of these operations will be actually be executed at 


a time, but as soon as one's finished the next one will start. I believe 
the queue length is 64. If the queue is full, and another non-blocking 
function is called, it will block until there's room in the queue. 


Hope that helps. 
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Herbs 


—-MESSAGE FILE 1150 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000881 


—-MESSAGE FILE 1151 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000882 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Non-blocking Functions. 

Date: Fri, 9 Jul 1999 01:58:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7m3hneS$dq89@chuka.playstation.co.uk> 

References: <7m0rmuSdq84@chuka.playstation.co.uk> <7m2siuS$dq87@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p34-albatross-gui.tch.virgin.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Cheers boys, 
Thanks for clearing that up. 


Rikki, you seemed a little confused as to the use of DrawSync() so I figured 
that seen as you've helped me out so many times I'd try and clear this one 
up for you. Due to the certain functions being non-blocking it means that 
once the function has been registered the processing will continue 
regardless of whether the non-blocking function has finished or not. So, if 
you call MoveImage() the Yaroze will stick the command in a queue and carry 
on processing your code (dual processing), therefore, your code will 
continue to run even if the MoveImage() command hasn't been done yet. I'm 
sure you'll see how this could cause problems. DrawSync() is used so the 
program will wait until all the non-blocking functions in the queue have 
been carried out before running the code again. 

As Alex Herbert says, you can have about 64 non-blocking functions waiting 
in the queue at any one time, you wouldn't necessarily have to call 
DrawSync() after every one. 


I hope this has cleared this up for you, actually, I hope this is the right 
explanation for it. Like I say, I'm still getting to grips with the 
non-blocking stuff myself so this is only my interpretation. :0) 


Thanks Alex and Rikki, 


Scott 


—-MESSAGE FILE 1151 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000882 


—-MESSAGE FILE 1152 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000883 
Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Question: Font 

Date: Mon, 19 Jul 1999 20:58:02 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3793753A.F1F3A7F6@netway.at> 

NNTP-Posting-Host: t2p094.at-—732.netway.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 

X-Accept-Language: de,en,nl 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:1059 scee.yaroze.b 
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eginners: 883 
Hi! 


I read many things about "user defined" fonts. 
Most of you seem to use sprites for displaying it... 


But I have an idea (I haven't tried it yet, and maybe everyone 
already use it): 

With the FntLoad function you "load" the system font into VRam 
(4bit texture, 256*128pix, clut y+128). If you copy a tim 
right above this area - can you display your "tim defined font" 
by using FntPrint?? 


I am a beginner in yaroze coding (and I am not very goo in 
english) so forgive me if it's a stupid question... 


greetz 
ObiWan not 


I hate bugs! - I like Starship Troopers... 


730 


—-MESSAGE FILE 1152 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000883 


—-MESSAGE FILE 1153 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000884 


Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 
Subject: Re: Question: Font 

Date: Tue, 20 Jul 1999 16:49:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7n25stS6tn4@chuka.playstation.co.uk> 
References: <3793753A.F1F3A7F 6@netway.at> 
NNTP-Posting-Host: th-gt143-061.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:1061 scee.yaroze.b 


eginners: 884 
> Hi! 
Hi 


> I read many things about "user defined" fonts. 
> Most of you seem to use sprites for displaying it... 


It was usually me asking the same question over and over again... :) 


But I have an idea (I haven't tried it yet, and maybe everyone 
already use it): 

With the FntLoad function you "load" the system font into VRam 
(4bit texture, 256*128pix, clut y+128). If you copy a tim 
right above this area - can you display your "tim defined font" 
by using FntPrint?? 


VVVVVV 


I also suggested this in a thread a while ago, but no-one responded, and I 
haven't had a chance to test this. In theory, I think it should work, but 
someone needs to test it. Although it would be easier, you would lose all 
the things you can do with the sprites, such as rotation and scaling. 


I am a beginner in yaroze coding (and I am not very goo in 
english) so forgive me if it's a stupid question... 


greetz 
ObiWan ot 


VV V V V 
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—-MESSAGE FILE 1153 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000884 


—-MESSAGE FILE 1154 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000885 
Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <EddieHarrison@netscape.net> 
Newsgroups: scee.yaroze.beginners 

Subject: sin and cos 

Date: Thu, 22 Jul 1999 04:24:58 +0100 
Organization: 24/7 Games Design 

Lines: 30 

Message-ID: <37968F09.108DFABB@netscape.net> 
Reply-To: EddieHarrison@netscape.net 
NNTP-Posting-Host: tnt-10-5.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] C-NECCK (Win95; 1) 


Does any 1 now how to use sin or cos in a game at the moment i am using 
a bit of code i have borrowed which involves look up tables and i don't 
understand it ( it from amatuer wars and uses a >>12 thing in it ) . i 
have also looked at the section in the libary reference but like the 
rest of the book it means nothing to me . if anyone know's which is 
faster look up tables or the sin function please tell me 

here is my attempt so far at using lookup tables 


#include <libps.h> 
#include "sincos.h" 


int main () 


{ 
int adjacent, oppisate, angle; 


angle = 32; 


adjacent = (SIN[angle]*10); 

oppisate = (COS[angle]*10); 

printf("A triangle has a angle of %d\n",angle); 
printf("and a hypotonuse of 10 so!!\n"); 

printf("so it's adjacent side is 54 long\n",adjacent) ; 
printf("and its oppisate side is %d long\n\n",oppisate) ; 


return 0; 


} 


—-MESSAGE FILE 1154 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000885 


—-MESSAGE FILE 1155 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000886 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: sin and cos 

Date: Thu, 22 Jul 1999 06:59:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <3796B340.82D5CDCC@chowfam.demon.co.uk> 
References: <37968F09.108DFABB@netscape.net> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Look up tables are much faster (I've not done any proper timings - 
but I reckon in the region of 100 times faster...) 

Sin/cos functions in the libraries uses radians and not degrees. 
360 degrees = 2 * PI radians 


Net Yaroze newsgroups message dump.txt 


1 degree = (2 * PI / 360) radians 

Sorry, don't know about the >> 12 tho, haven't looked at the code. 

I know using >> bit shift operator is a trick to do quick division on 
integers by numbers to the powers of 2. so >> 12 does x / (2%12) 

ie x/4096. The rotate member variable in GsSPRITE uses 4096 

units for 1 degree which is probably the reason for >> 12. 


#define PI (3.14159265) 
double SIN[360]; 
double COS[360]; 


//initialise look up tables before using 
for (1-0: i<360; i++) 
{ 
SIN[i] 
COS [i] 
} 


sin(2 * PI * i / 360); 
cos(2* PI * i / 360); 


//to get sin/cos values 
int degree = ?; 
degree = degree % 360; //restrict to +/- 360 
if (degree < 0) 
degree = degree + 360; //if negative, make positive 
int sindegree = SIN[degree]; 
int cosdegree = COS[degree]; 


Sorry if this isn't very clean, but I'm writing this on the fly. 
Cheers. 
James. 


Eddie Harrison wrote: 


Does any 1 now how to use sin or cos in a game at the moment i am using 
a bit of code i have borrowed which involves look up tables and i don't 
understand it ( it from amatuer wars and uses a >>12 thing in it ) . i 
have also looked at the section in the libary reference but like the 
rest of the book it means nothing to me . if anyone know's which is 
faster look up tables or the sin function please tell me 

here is my attempt so far at using lookup tables 


#include <libps.h> 
#include "sincos.h" 


int main () 


{ 
int adjacent, oppisate, angle; 


angle = 32; 


adjacent = (SIN[angle]*10); 

oppisate = (COS[angle]*10); 

printf("A triangle has a angle of %d\n",angle); 
printf("and a hypotonuse of 10 so!!\n"); 

printf("so it's adjacent side is 54 long\n",adjacent) ; 
printf("and its oppisate side is %d long\n\n",oppisate) ; 


return 0; 


} 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 1155 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000886 


—-MESSAGE FILE 1156 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000887 


Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: sin and cos 

Date: Sat, 24 Jul 1999 00:25:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 45 
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Message-ID: <7nasvrS6tnl1l@chuka.playstation.co.uk> 
References: <37968F09.108DFABB@netscape.net> 
NNTP-Posting-Host: 195.166.145.169 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Eddie, 


You should find the Yaroze FAQ very helpful here. Check out the fixed-point 
maths and sin/cos sections: 


http: //www.netyaroze-europe.com/yaroze/newmembers/yarfaq-.htm 


Herbs 


Eddie Harrison <EddieHarrison@netscape.net> wrote in message 
news:37968F09.108DFABB@netscape.net... 

> Does any 1 now how to use sin or cos in a game at the moment i am using 
a bit of code i have borrowed which involves look up tables and i don't 
understand it ( it from amatuer wars and uses a >>12 thing in it ) . i 
have also looked at the section in the libary reference but like the 
rest of the book it means nothing to me . if anyone know's which is 
faster look up tables or the sin function please tell me 

here is my attempt so far at using lookup tables 


#include <libps.h> 
#include "sincos.h" 


int main() 


{ 
int adjacent, oppisate, angle; 


angle = 32; 


adjacent = (SIN[angle]*10); 

oppisate = (COS[angle]*10); 

printf("A triangle has a angle of %d\n",angle); 
printf("and a hypotonuse of 10 so!!\n"); 

printf("so it's adjacent side is 54 long\n",adjacent) ; 
printf("and its oppisate side is %d long\n\n",oppisate) ; 


return 0; 


} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 1156 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000887 


—-MESSAGE FILE 1157 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000888 


Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 
Newsgroups: scee.yaroze.beginners 

Subject: GPU timeout 

Date: Sun, 25 Jul 1999 20:22:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7nfo9d$i4m23@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-60-147.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Either a 2d graphics question or a beginners question. I thought that it 
was more a beginners question, so I've posted to the beginners group :) 

Question: Can a "GPU timeout" error be caused by not calling DrawSync (0) 
after a non-blocking function? 
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I noticed that I had missed out a DrawSync(0) in my code, but as the 
timeout only seems to happen when it feels like it, I have had no reliable 
way of testing whether the problem was caused by the missing DrawSync(0) or 
by another problem elsewhere. All help appreciated, 


cheers, 


Mac 


—-MESSAGE FILE 1157 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000888 


—-MESSAGE FILE 1158 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000889 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: GPU timeout 

Date: Tue, 27 Jul 1999 10:00:42 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <379D753A.743D45F1@scee.sony.co.uk> 
References: <7nfo9d$i4m23@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Johan MacLeod wrote: 


Either a 2d graphics question or a beginners question. I thought that it 
was more a beginners question, so I've posted to the beginners group :) 

Question: Can a "GPU timeout" error be caused by not calling DrawSync (0) 
after a non-blocking function? 

I noticed that I had missed out a DrawSync(0) in my code, but as the 
timeout only seems to happen when it feels like it, I have had no reliable 
way of testing whether the problem was caused by the missing DrawSync(0) or 
by another problem elsewhere. All help appreciated, 


VVVVVVVVV 


GPU timeouts occur when the OT currently being drawn by the GPU gets corrupted. The 

OT contains 

pointers (it's essentially a linked list) to the pieces of data it has to send to th 
e GPU, and if 

this gets corrupted then you get a GPU timeout. You must use DrawSync(0) to wait for 
the GPU to 

finish before re-using memory that the current OT is occupying. Alternatively, you c 
an use 

ResetGraph(1) to break the GPU's operation (but obviously all your polygons won't ge 
t drawn!). 


James 
== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


This message was written by a Rubber Chicken and his family. 
—-MESSAGE FILE 1158 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000889 


—-MESSAGE FILE 1159 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000890 
Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.beginners 

Subject: Utiliy for FileAddresses 

Date: Tue, 27 Jul 1999 22:37:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
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Message-ID: <379E1896.CE470354@netway.at> 
NNTP-Posting-Host: t1p041.at-732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Hi! 
Maybe someone of you know a utility... 


The last 2 days I coded my first demo on the yaroze, 
and I had about 22 Tim-Files... 


Is there a utility which: 
- sets automatically all addresses for the upload in a text-file? 
— combines all your files together and creates a text-—file 

with the real addresses (to use in main.c)? 


many thanx in advance! 


obiWAhN 


official developer of O.ne S.hot R.ising 


I hate bugs! - I like Starship Troopers... 


-—-MESSAGE FILE 1159 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000890 


—-MESSAGE FILE 1160 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000891 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Anyone used LCC-Win32 for Net Yaroze? 

Date: Wed, 28 Jul 1999 00:15:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <7nlelsSoub3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-043.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Has anyone out there used LCC-Win32 for compiling Net Yaroze programs? 


Cheers 
Rikki 


—-MESSAGE FILE 1160 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000891 


-—-MESSAGE FILE 1161 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000892 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Utiliy for FileAddresses 

Date: Wed, 28 Jul 1999 00:22:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <7nlf2aSoub4@chuka.playstation.co.uk> 
References: <379E1896.CE470354@netway.at> 
NNTP-Posting-Host: th-gt145-043.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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Darco's combine should do what you wanna do. I think you can get it from: 
http://www.datasys.net/users/stu/rquat/CMBNV1_4.ZIP 


HTH 
Rikki 


<john.j@netway.at> wrote in message news:379E1896.CE470354@netway.at... 
Hi! 


Maybe someone of you know a utility... 


The last 2 days I coded my first demo on the yaroze, 
and I had about 22 Tim-Files... 


Is there a utility which: 
- sets automatically all addresses for the upload in a text-file? 
- combines all your files together and creates a text-—file 

with the real addresses (to use in main.c)? 


many thanx in advance! 


obiWAhN 


official developer of O.ne S.hot R.ising 


I hate bugs! - I like Starship Troopers... 


VVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 1161 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000892 


—-MESSAGE FILE 1162 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000893 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Utiliy for FileAddresses 

Date: Wed, 28 Jul 1999 00:26:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <7nlfabSoub5@chuka.playstation.co.uk> 

References: <379E1896.CE470354@netway.at> <7nlf2aSoub4@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-043.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7nlf2aSoub4@chuka.playstation.co.uk... 

> Darco's combine should do what you wanna do. I think you can get it from: 
> http://www.datasys.net/users/stu/rquat/CMBNV1_4.ZIP 


Just checked it and you want: 
http://www.datasys.net/users/stu/rquat/combv154.zip 


sorry 
HTH 
Rikki 


<john.j@netway.at> wrote in message news:379E1896.CE470354@netway.at... 
Hi! 


Maybe someone of you know a utility... 


The last 2 days I coded my first demo on the yaroze, 
and I had about 22 Tim-Files... 


VVVVVVVVVV VV 


VV VV V V V 
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Is there a utility which: 
- sets automatically all addresses for the upload in a text-file? 
— combines all your files together and creates a text-—file 

with the real addresses (to use in main.c)? 


many thanx in advance! 


obiWAhN 


official developer of O.ne S.hot R.ising 


I hate bugs! - I like Starship Troopers... 


VVVVVVVVVVVVV VV VV 
VVVVVVVVVVV VV VV 


—-MESSAGE FILE 1162 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000893 


—-MESSAGE FILE 1163 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000894 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Utiliy for FileAddresses 

Date: Wed, 28 Jul 1999 11:45:29 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <379EDF48.9EC39178@scee.sony.co.uk> 

References: <379E1896.CE470354@netway.at> <7nlf2a$oub4@chuka.playstation.co.uk> Հյու 
fabSoub5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


There's also one mentioned in the FAQ. 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


-—-MESSAGE FILE 1163 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000894 


—-MESSAGE FILE 1164 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000895 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: How to know how max memory used? 

Date: Wed, 28 Jul 1999 20:06:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <379F54A6.5A2FCBBA@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Does anyone know how to estimate the maximum of main memory used at any 
one time during the lifetime of the program? 


Cheers, 
James 
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—-MESSAGE FILE 1164 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000895 


—-MESSAGE FILE 1165 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000896 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Anyone used LCC-Win32 for Net Yaroze? 

Date: Thu, 29 Jul 1999 12:02:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <7npcecSoub25@chuka.playstation.co.uk> 
References: <7nlelsSoub3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-154.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Has anyone out there used LCC-Win32 for compiling Net Yaroze programs? 


Yea! Yippee, done it. Basically like the VC++ use for compiling NY programs. 
If anyone wants exact instructions (that is if anyone else uses LCC-Win32 
:), just e-mail me. 


> Cheers 
> Rikki 


—-MESSAGE FILE 1165 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000896 


—-MESSAGE FILE 1166 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000897 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: How to know how max memory used? 

Date: Thu, 29 Jul 1999 14:53:47 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <37A05CEB.E143C43A@scee.sony.co.uk> 
References: <379F54A6.5A2FCBBA@chowfam.demon.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


James Chow wrote: 

> 

> Does anyone know how to estimate the maximum of main memory used at any 
> one time during the lifetime of the program? 


Get the linker to generate a map file, and this will tell you where it's placing all 
your code in 

memory. You can use this combined with your SIOCONS upload file to determine which p 
arts are getting 

taken up with data. The amount of memory you're 'malloc'ing, you'll have to keep tra 
ck of internally 

in the program. 


James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
"YOU! Kidney failure!" --Death 


—-MESSAGE FILE 1166 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000897 


—-MESSAGE FILE 1167 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000898 
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Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Utiliy for FileAddresses 

Date: Thu, 29 Jul 1999 19:18:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <37A08CEA. 8BC40392@netway.at> 

References: <379E1896.CE470354@netway.at> <7nlf2a$oub4@chuka.playstation.co.uk> <7nl 
fabSoub5@chuka.playstation.co.uk> <379EDF48.9EC39178@scee.sony.co.uk> 
NNTP-Posting-Host: t2p138.at-—732.netway.at 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Thanx a lot for you help (Rikki + J.R.) ! 


...Յոզ I'm sorry that I haven't checked the faq carefully enough... 


thanx 

obiWAhN 

btw: I love those utils! - They will save a lot of time! z) 
I hate bugs! - I like Starship Troopers... 


--MESSAGE FILE 1167 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000898 


--MESSAGE FILE 1168 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000899 
Path: chuka.playstation.co.uk!news 

From: john.j@netway.at 

Newsgroups: scee.yaroze.beginners 

Subject: Question bout MoveImage / OT... 
Date: Thu, 29 Jul 1999 19:18:43 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <37A08CF2.3EAB7667@netway.at> 
NNTP-Posting-Host: t2p138.at-—732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


H: 


I don't understand exactly the documentation, but I think 
you can confirm or correct this for me... 


Ordering Tables are entries in the "GPU-queue", 
Commands like "Move/Clear/Load/Store-Image" are also such entries. 
(a maximum of 64 entries (=linked lists) in the queue) 


OT: 
I start to build an OT using different GsSort... commands, 
with GsDrawOT I "tell" the GPU to start drawing the list. 


"Image"-Commands: 
When giving such a command, would the effect be similar to the 
use of GsDrawOT? (-> tell the GPU to start) 


Conclusion: (assumption: the GPU is "unemployed") 

-> I make a GsDrawOT, -> GPU starts DMA-Transfer and drawing... 

-> I make a MovelImage, -> ...GPU is still drawing the OT... 

-> I make a StoreImage, -> ... GPU finished OT, starts now with MovelImage... 


—> DrawSync(0) -» the CPU is waiting for the GPU to finish drawing... 
-> ...GPU finished drawing, -> CPU continues processing... 
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Are my thoughts right? 


Thanx for your help, greetz 


obiWAhN 


I hate bugs! - I like Starship Troopers... 


—-MESSAGE FILE 1168 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000899 


—-MESSAGE FILE 1169 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000900 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: User Font Module Available 

Date: Thu, 29 Jul 1999 19:14:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7nq5nfSoub26@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-65.chromium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I have just put a ready made font module online at my site: 
http://www.netyaroze-europe.com/~frktlx/nyFont.zip 
includes: 


- full documentation 

— example font texture 

- source 

- drop into code and use your own fonts 


I would be interested in what people think of it. If anyone wants to have a 
go at improving or adding to it see the docs. 


-—-MESSAGE FILE 1169 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000900 


-—-MESSAGE FILE 1170 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000901 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Question bout MoveImage / OT... 

Date: Fri, 30 Jul 1999 11:23:03 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 9 

Message-ID: <37A17D07.627F41EE@scee.sony.co.uk> 
References: <37A08CF2.3EAB7667@netway.at> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


> Are my thoughts right? 

Yes. 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


My lucky color just faded. 


Net Yaroze newsgroups message dump.txt Page 741 


—-MESSAGE FILE 1170 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000901 


—-MESSAGE FILE 1171 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000902 
Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Question bout MoveImage / OT... 

Date: Fri, 30 Jul 1999 21:25:53 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37A1FC41.9A026D9A@netway.at> 

References: <37A08CF2.3EAB7667@netway.at> <37A17D07.627F41EE@scee.sony.co.uk> 
NNTP-Posting-Host: t2p152.at-—732.netway.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 

X-Accept-Language: de,en,nl 


James Russell schrieb: 


> > Are my thoughts right? 
> 

> Yes. 

> 


Phew, very happy bout it- thanx! 

..-but another thing: 

The "Fnt"-commands: 

The FntFlush looks (for me) to behave like the "Image" and "GsDrawOT"-command. 


(-> a kind of OT is builded with the "FntPrint" and is sent to the GPU with 
"FntFlush") 


Am I right? 


obiWAhN 


official developer of O.ne S.hot R.ising 


I hate bugs! - I like Starship Troopers... 


—-MESSAGE FILE 1171 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000902 


—-MESSAGE FILE 1172 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000903 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Question bout MoveImage / OT... 

Date: Sat, 31 Jul 1999 23:24:02 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <37A37782.EBB57460@scee.sony.co.uk> 

References: <37A08CF2.3EAB/667@netway.at> <37A17D07.627F41EE@scee.sony.co.uk> <37A1F 
C41. 9A026D9A@netway.at> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


john.j@netway.at wrote: 


> 

> The "Fnt"-commands: 

> The FntFlush looks (for me) to behave like the "Image" and "GsDrawOT"-command. 
> (-> a kind of OT is builded with the "FntPrint" and is sent to the GPU with 

> "FntFlush") 
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> 
> Am I right? 


Yup. All letters are sent to the GPU when you call FntFlush. 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
"Is that seat saved?" "No, but we're praying for it." 


—-MESSAGE FILE 1172 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000903 


—-MESSAGE FILE 1173 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000904 
Path: chuka.playstation.co.uk!news 

From: "pol" <john.twynholm@strath.ac.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: rsdv & timv 

Date: Sat, 14 Aug 1999 20:47:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7p4h89Si8s7@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-13.cc.strath.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


I have just started working on my yaroze and the first thing I decided to do 
was to certify that I could obtain satisfactory 2D, 3D and sound information 
on my yaroze. When I tried using the viewers (rsdv and timv) I am informed 
that the information is being loaded followed by the respective viewer. 

When finished loading I get the message 'done' on the computer terminal, but 
no info on the TV screen. 


This is the same case for files that I have created and demo's obtained in 
the psx data folder. 


If you are reading this you probably realise the hills that I am still to 
climb, can anyone help me? 


Thanks 


-—-MESSAGE FILE 1173 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000904 


—-MESSAGE FILE 1174 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000905 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 
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—-MESSAGE FILE 1174 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000905 


—-MESSAGE FILE 1175 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000906 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Ordering tables, damned sons 'o' bitches! 

Date: Thu, 2 Sep 1999 23:50:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7qmuruS$4g73@chuka.playstation.co.uk> 
NNTP-Posting-Host: p26-curlew-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Does anyone know what the deal is with drawing the same ordering table more 
than once per frame? 


For example: 


{ 

Clear ordering table... 
Sort ordering table... 
Draw Ordering... 


Clear ordering table... 
Sort different objects into drawing table... 
Draw ordering table... 


Swap display buffers... 
} 


I've been told by the good Mr. Russell at Sony that it can be done but [I'll 
be buggered if I can get it to work. I've stuck DrawSync()'s in everywhere 
but the best I get is this: 


1)First ordering table is drawn... 

2)Only top ten lines or so of second ordering table are drawn (and these 
flicker like they're only drawn on one buffer) 

At first I thought that maybe the gpu just couldn't draw it fast enough but 
surely if I'm using DrawSync's then the frame rate would just decrease and 
everything would be drawn fine. 


Has anyone ever tried this sort of thing before? Or is this method just not 
possible in practice? 


Please help!!! 


SCOEE 


—-MESSAGE FILE 1175 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000906 


—-MESSAGE FILE 1176 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000907 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Ordering tables, damned sons 'o' bitches! 
Date: Sat, 04 Sep 1999 22:37:40 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 35 

Message-ID: <37D19124.61CA8711@scee.sony.co.uk> 
References: <7qmuru$4g73@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 
X-Accept-Language: en-GB,en,en-* 


Scott Ward wrote: 


Does anyone know what the deal is with drawing the same ordering table more 
than once per frame? 


For example: 


{ 

Clear ordering table... 
Sort ordering table... 
Draw Ordering... 


Clear ordering table... 
Sort different objects into drawing table... 
Draw ordering table... 


Swap display buffers... 
} 


I've been told by the good Mr. Russell at Sony that it can be done but [I'll 
be buggered if I can get it to work. I've stuck DrawSync()'s in everywhere 
but the best I get is this: 


VVVVVVVVVVVVVVV VV VV VV 


Did I say it could be done? Hmmm... Don't recall that. 


The above loop will work (although it'll be stupidly slow) if you put a DrawSync in 
just after each 
DrawOT call. 


James 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Anomalous Transient Phenomenon: (N)uts, (D)arn, (R)ats 
—-MESSAGE FILE 1176 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000907 


-—-MESSAGE FILE 1177 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000908 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ordering tables, damned sons 'o' bitches! 

Date: Sat, 4 Sep 1999 23:20:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <7qs5tn$764@chuka.playstation.co.uk> 

References: <7qmuru$4g73@chuka.playstation.co.uk> <37D19124.61CA8711@scee.sony.co.uk 
> 

NNTP-Posting-Host: p34-jacana-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


James Russell <James_Russell@scee.sony.co.uk> wrote in message 

news :37D19124.61CA8711@scee.sony.co.uk... 

> 

> Did I say it could be done? Hmmm... Don't recall that. 

> 

> The above loop will work (although it'll be stupidly slow) if you put a 
DrawSync in just after each 

> DrawOT call. 


James 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 


V V V V V 
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7390 4324 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 

> Anomalous Transient Phenomenon: (N)uts, (D)arn, (R)ats 


James, 
I wrote to you with the same problem a few weeks ago, the 
reply was this: 


>Hi Scott, 

> 

>You can use multiple DrawOT's in one frame. All requests for DrawOT, 
MovelImage, 

>queue is executed whenever the current item is finished. You don't need to 
>DrawSync, that function only waits until the queue is completely clear. 

> 

>Your problem could be that you're transferring the wrong data. It's a 
little 

>awkward, because the CPU is drawing frame X, the GPU is drawing X-1 and the 
>screen is displaying X-2, so check to see your transfers are taking place 
from 

>the correct positions. 

> 

>Cheers, 

> 

>James 


I promise I'm not lying, unless there's an imposter at Sony. :0) 


Has anyone ever actually done this? I know the method might work in theory 
but I'm not so sure in practice. Then again, I'm pretty cack at all this so 
it might be my mistake. I guess I'll just keep plodding on with it. 


All help welcome, 


Scott 


—-MESSAGE FILE 1177 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000908 


—-MESSAGE FILE 1178 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000909 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Ordering tables, damned sons 'o' bitches! 
Date: Sun, 5 Sep 1999 00:04:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7qs8hg$765@chuka.playstation.co.uk> 
References: <7qmuru$4g73@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-044.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> 1)First ordering table is drawn... 

> 2)Only top ten lines or so of second ordering table are drawn (and these 

> flicker like they're only drawn on one buffer) 

> At first I thought that maybe the gpu just couldn't draw it fast enough 
but 

> surely if I'm using DrawSync's then the frame rate would just decrease and 
> everything would be drawn fine. 


I'll put this forward, just in case something 'obviouse-once-you-know-it' 
has been overlooked: have you got a large enough PACKET area? Is this a 
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possible cause? I only say it as you mention displaying most but not all of 
the image, and some of it flickering. It shouldn't be a problem as most 
people define a massive PACKET size. However this is a fixed amount. Does 
anyone set the PACKET size dependant on the number of primitives etc? 
Anyway, it's just an idea in case you've overlooked it 


> Please help!!! 
> 
> Scott 


Rikki 


PS please don't shout at me for being dumb! ;) 


—-MESSAGE FILE 1178 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000909 


-—-MESSAGE FILE 1179 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000910 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Ordering tables, damned sons 'o' bitches! 

Date: Mon, 06 Sep 1999 09:41:53 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <37D37E51.DD50DA6E@scee.sony.co.uk> 

References: <7qmuru$4g73@chuka.playstation.co.uk> <37D19124.61CA8711@scee.sony.co.uk 
> <7qs5tn$764@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 

X-Accept-—Language: en-GB,en,en-* 


aaaaaaahhhhhhhhhhhh but I was assuming that you weren't using the same ordering tabl 
e. If you are 

using the same ordering table, then you either have to be Extremely Clever or wait u 
ntil the GPU has 

finished drawing it before accessing it again with the CPU. 


Cheers, 

James 

Scott Ward wrote: 

I promise I'm not lying, unless there's an imposter at Sony. :0) 


Has anyone ever actually done this? I know the method might work in theory 
but I'm not so sure in practice. Then again, I'm pretty cack at all this so 


> 
> 
> 
> 
> 
> it might be my mistake. I guess I'll just keep plodding on with it. 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


How do you know when it's time to tune your bagpipes? 
—-MESSAGE FILE 1179 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000910 


—-MESSAGE FILE 1180 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000911 
Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.beginners 

Subject: MAKE Include files 

Date: Tue, 07 Sep 1999 23:15:38 +0100 
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Organization: Max Studios 

Lines: 14 

Message-ID: <37D58E8A.5387E0F6@which.net> 
NNTP-Posting-Host: p278-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Please help, 


When I run MAKE it says that it cannot find the include files ie. 
libps.h etc..... These files are kept in the Include diractory in the 
PSX folder but somehow MAKE cannot find them. I have run DJSETUP.BAT and 
changed my config.sys and AUTOEXEC files to let make be accesable from 
any folder. 


Can anyone suggest a solution? 

I will be forever grateful, hey I am already you opened the message 
didn't you? 

At least someone on the newsgroups is still alive. 

Max 


—-MESSAGE FILE 1180 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000911 


—-MESSAGE FILE 1181 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000912 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: MAKE Include files 

Date: Wed, 8 Sep 1999 01:29:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7r4ai4$23b7@chuka.playstation.co.uk> 
References: <37D58E8A.5387E0F6@which.net> 
NNTP-Posting-Host: p29-meadowlark-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Max, 
I may be missing the point here but have you changed the 
paths in the djsetup batch file itself? 


Sorry if this is no help to you. 


Scott Ward 


Andrew Murray <mad.max@which.net> wrote in message 
news:37D58E8A.5387EOF6@which.net... 
> Please help, 


When I run MAKE it says that it cannot find the include files ie. 
libps.h etc..... These files are kept in the Include diractory in the 
PSX folder but somehow MAKE cannot find them. I have run DJSETUP.BAT and 
changed my config.sys and AUTOEXEC files to let make be accesable from 
any folder. 


Can anyone suggest a solution? 

I will be forever grateful, hey I am already you opened the message 
didn't you? 

At least someone on the newsgroups is still alive. 

Max 


VVVVVVVVVVV VV 


—-MESSAGE FILE 1181 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000912 


—-MESSAGE FILE 1182 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000913 
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Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: CLUT lookup help! 

Date: Wed, 8 Sep 1999 20:56:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <7r7386$23b11@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-70.aspirin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everyone! 


I'm trying to write a pixel-perfect collision detection routine. I've coded 
one before in x86 asm on PC in model3h (ahh, direct framebuffer access, 
heaven!), but i'm having some trouble on the Yaroze version... 


I have a 256 colour sprite, and I want to lookup the CLUT entry for each 
byte of the sprite. I am assuming that in 16 and 256 colour modes, the 
sprite pixel data is actually an index into the CLUT, which contains the 
correct colour, like the .PCX picture format. I was expecting a copy of the 
sprite to be inside the collision area, but when I LoadImage() the collision 
area back to the visible screen to check what is going on inside the 
collision area, the sprite I copied in is corrupted (and yes, I am doing a 
DrawSync(0) after each LoadImage() and StoreImage() operation!). 


I hope someone can help me out, I can't get my head round what's going on! 
Below is my code for looking up CLUT entries for 256-colour sprite data, to 
show what i'm trying to do (probably something daft!) 


When I get it working, i'll stick the source on my page, so everyone can 
benefit, and see the way not to do things :) 


Cheers 
Andy 


a.partington@yaroze41.freeserve.co.uk 
http://www.netyaroze-europe.com/~partinga 


u_short* collisionArea; //64*64 array (8192 bytes) 
u_short* clutArea; //malloc()'ed to 512 bytes, 
containing a CLUT 

u_char* ufoArea; //16*8 area for enemy pixel 
data 

u_byte index; 

u_short colour; 

u_short offset; 


for (ypos=0; ypos<8; ypostt) 

{ 
for (xpos=0; xpos<16; xpostt) 
{ 


index=ufoArea[ufoOffset]; //get byte from UFO array 
colour=clutArea [index]; //look up entry in CLUT 
collisionArea[offset]=colour; //Put the entry in the collision 
area 
ufoOffsett+; 
offsettt+; 
} 
offsett+=(64-16); //-16 for sprite width 
} 
and then when the sprite has been written into the collision 
area, 


the collision area is LoadImage()'d back to the visible screen 
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to 
see whats going on, and DrawSync(0) waited on! 


—-MESSAGE FILE 1182 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000913 


—-MESSAGE FILE 1183 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000914 
Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: CLUT lookup help! 

Date: Thu, 9 Sep 1999 06:02:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7r8b32Smac2@chuka.playstation.co.uk> 

References: <7r7386$23b11@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-88.risperdal.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all 


Heh, well i've sussed out what was wrong with my code, the CLUT colour 
retrieval was working properly, but I hadn't copied the right area of VRAM 
to my buffer, doh! 


I should have been copying from where my game graphics start, instead it was 
copying a 16*8 block from the top left hand corner of VRAM. And to make 
matters worse, I forgot to allow for the size of the pixels in VRAM for 
8-bit sprites - 8 bytes in VRAM in 256 colour mode represents 16 pixels!! 


So when i've coded the routine and buzzed off it a bit, i'll knock together 
another tutorial and put it on my site! 


Cheers 
Andy 


a.partington@yaroze41.freeserve.co.uk 
http://www.netyaroze-europe.com/~partinga 


—-MESSAGE FILE 1183 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000914 


—-MESSAGE FILE 1184 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000915 
Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Problem creating single file. 

Date: Sat, 11 Sep 1999 21:32:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7ree97Smacl19@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-112.potassium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all 


I'm trying to create a single DATA file of my demo, I've tried doing it this 
way: 


siocons auto // Load program into yaroze 
// Exit program 


// Press F10 then F4 to access dsave[x] 
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At this point I type in this: 
dasave[1l1]: data 80090000 40000 


At this point the yaroze screen says it has completed but no prompt back on 
the dos screen what's going wrong? 


—-MESSAGE FILE 1184 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000915 


—-MESSAGE FILE 1185 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000916 
Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javiervr@teleline.es> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Problem creating single file. 

Date: Mon, 13 Sep 1999 05:12:14 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <37DC6B8E. 86FD3FCA@teleline.es> 
References: <7ree97Smac19@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.235.211.239 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


If you want build one compact data file, try msdos command 
"Copy" with "+" and "/b" ( binary copy ) 


example, add tims and tmd to "mydata.dat" 
copy /b imagel.tim + image2.tim + model.tmd mydata.dat 
Cheers, 


Javi. 


DeL wrote: 
Hi all 


I'm trying to create a single DATA file of my demo, I've tried doing it this 
way: 


siocons auto // Load program into yaroze 
// Exit program 

// Press F10 then F4 to access dsave[x] 

At this point I type in this: 

dasave[1]: data 80090000 40000 


At this point the yaroze screen says it has completed but no prompt back on 
the dos screen what's going wrong? 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 1185 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000916 


—-MESSAGE FILE 1186 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000917 
Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problem creating single file. 

Date: Mon, 13 Sep 1999 07:27:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 
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Message-ID: <7ri5po$g0d6@chuka.playstation.co.uk> 

References: <7ree97Smac19@chuka.playstation.co.uk> <37DC6B8E. 86FD3FCA@teleline.es> 
NNTP-Posting-Host: modem-28.cornucopia.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks for you're input Javier, but unfortunately this has not worked 
(Yaroze crashes after loading file). 
Anyone got any other tips, I know my original method is supposed to work. 


Javier Ventoso wrote in message <37DC6B8E. 86FD3FCA@teleline.es>... 
>If you want build one compact data file, try msdos command 
>"copy" with "+" and "/b" ( binary copy ) 

> 

>example, add tims and tmd to "mydata.dat" 

> 

>copy /b imagel.tim + image2.tim + model.tmd mydata.dat 

> 

>Cheers, 

> 

>Javi. 

> 

> 

>DeL wrote: 

> 

>> Hi all 

>> 

>> I'm trying to create a single DATA file of my demo, I've tried doing it 
this 

>> way: 

>> 

>> siocons auto // Load program into yaroze 

>> 

>> // Exit program 

>> 

>> // Press F10 then F4 to access dsave[x] 

>> 

>> At this point I type in this: 

>> 

>> dasave[1]: data 80090000 40000 


>> At this point the yaroze screen says it has completed but no prompt back 


>> the dos screen what's going wrong? 


-—-MESSAGE FILE 1186 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000917 


—-MESSAGE FILE 1187 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000918 
Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javiervr@teleline.es> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problem creating single file. 

Date: Mon, 13 Sep 1999 16:47:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <37DDOE6D.C37CDD77@teleline.es> 

References: <7ree97S$macl19@chuka.playstation.co.uk> <37DC6B8E. 86FD3FCA@teleline.es> < 
Trid5po$g0d6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.235.211.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


If this does not work then check loading address in your code, 
must be without space between files: 


#define TIM 00 0x80090000 // file 256 bytes long 
#define TIM 01 0x80090100 


Net Yaroze newsgroups message dump.txt Page 752 
(222) 


Download "autosort" in my page to do it, or use "ny project builder": 
http://www.netyaroze-europe.com/~javier/ 


Cheers 
DeL wrote: 


Thanks for you're input Javier, but unfortunately this has not worked 
(Yaroze crashes after loading file). 
Anyone got any other tips, I know my original method is supposed to work. 


Javier Ventoso wrote in message <37DC6B8E. 86FD3FCA@teleline.es>... 
>If you want build one compact data file, try msdos command 
>"copy" with "+" and "/b" ( binary copy ) 

> 

>example, add tims and tmd to "mydata.dat" 

> 

>copy /b imagel.tim + image2.tim + model.tmd mydata.dat 

> 

>Cheers, 

> 

>Javi. 

> 

> 

>DeL wrote: 

> 

>> Hi all 

>> 

>> I'm trying to create a single DATA file of my demo, I've tried doing it 
this 

>> way: 

>> 

>> siocons auto // Load program into yaroze 

>> 

>> // Exit program 

>> 

>> // Press F10 then F4 to access dsave[x] 

>> 

>> At this point I type in this: 

>> 

>> dasave[1]: data 80090000 40000 


>> At this point the yaroze screen says it has completed but no prompt back 


>> the dos screen what's going wrong? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 1187 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000918 


—-MESSAGE FILE 1188 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000919 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problem creating single file. 

Date: Mon, 13 Sep 1999 16:39:55 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <37dd27£6.1108063086@news.scea.sony.com> 

References: <7ree97Smacl19@chuka.playstation.co.uk> <37DC6B8E. 86FD3FCA@teleline.es> 
NNTP-Posting-Host: vmlabs26.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>If you want build one compact data file, try msdos command 


>"copy" with "+" and "/b" ( binary copy ) 

> 

>example, add tims and tmd to "mydata.dat" 

> 

>copy /b imagel.tim + image2.tim + model.tmd mydata.dat 
> 


>Cheers, 
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> 
>Javi. 


This will only work if all your data files are a multiple of 4-bytes. 
Otherwise, the beginning of some files will not be long-aligned. 


If you have file A which is 3 bytes and file B is 2 bytes, doing the 
copy will produce a file 5 bytes long. However, there needs to be a 1 
byte pad after A in order to force B to start on a long boundary. 


Scott 
—-MESSAGE FILE 1188 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000919 


-—-MESSAGE FILE 1189 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000920 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problem creating single file. 

Date: Mon, 13 Sep 1999 16:41:58 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <37dd28e6.1108303159@news.scea.sony.com> 

References: <7ree97Smacl19@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs26.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hi all 

> 

>I'm trying to create a single DATA file of my demo, I've tried doing it this 
>way: 

> 

>siocons auto // Load program into yaroze 
> 

>// Exit program 

> 

>// Press F10 then F4 to access dsave[x] 

> 

>At this point I type in this: 

> 

>dasave[1]: data 80090000 40000 

> 


>At this point the yaroze screen says it has completed but no prompt back on 
>the dos screen what's going wrong? 


That's how I do it and it's worked for me. Dunno what might be going 
wrong. I assume you tried hitting <RETURN> a bunch of times to get 
the prompt back? 


Scott 
-—-MESSAGE FILE 1189 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000920 


—-MESSAGE FILE 1190 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000921 
Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Problem creating single file. 

Date: Tue, 14 Sep 1999 11:43:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <7rl8u0$g0d21@chuka.playstation.co.uk> 

References: <7ree97Smacl9@chuka.playstation.co.uk> <37dd28e6.1108303159@news.scea.so 
ny . com> 

NNTP-Posting-Host: modem-249.marine-betta.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks everyone I have now sorted this problem, my error my hex calculation 
was incorrectly done. All is fine now. 


Scott Cartier wrote in message <37dd28e6.1108303159@news.scea.sony.com>... 
>>Hi all 
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>> 

>>I'm trying to create a single DATA file of my demo, I've tried doing it 
this 

>>way: 

>> 

>>siocons auto // Load program into yaroze 

>> 

>>// Exit program 

>> 

>>// Press F10 then F4 to access dsave[x] 

>> 

>>At this point I type in this: 

>> 

>>dasave[1]: data 80090000 40000 

>> 

>>At this point the yaroze screen says it has completed but no prompt back 
on 

>>the dos screen what's going wrong? 

> 

>That's how I do it and it's worked for me. Dunno what might be going 
>wrong. Լ assume you tried hitting <RETURN> a bunch of times to get 
>the prompt back? 

> 

>Scott 


—-MESSAGE FILE 1190 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000921 


—-MESSAGE FILE 1191 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000922 
Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: WebSite Counter 

Date: Tue, 14 Sep 1999 11:47:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <7rl95p$g0d22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-249.marine-betta.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


My Website Counter doesn't appear to work, always showing 888888 anyone know 
what I've missed. 


http://www.netyaroze-europe.com/~derrickb/ 


—-MESSAGE FILE 1191 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000922 


—-MESSAGE FILE 1192 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000923 
Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javiervr@teleline.es> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: WebSite Counter 

Date: Tue, 14 Sep 1999 13:43:45 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <37DE34F1.94FC4801@teleline.es> 
References: <7rl95p$g0d22@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.235.208.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


You have two reference to "http://" 


http://http://www.netyaroze-europe.com/cgi-bin/Count .cgi?ft=9|frgb=... 
http://www.netyaroze... 
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Javi. 


DeL wrote: 


My Website Counter doesn't appear to work, always showing 888888 anyone know 
what I've missed. 


V V V V 


http://www.netyaroze-europe.com/~derrickb/ 


—-MESSAGE FILE 1192 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000923 


—-MESSAGE FILE 1193 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000924 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Order in main display loop 

Date: Sat, 18 Sep 1999 15:41:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <7s08asSlcull@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-148.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I've been playing about with some wrapper functions to simplify writing 
games, for example sprite initialisation function (which everyone has made 
or copied out of G. Bain's tutorials :), and so on. When I did a simple 
version of some of these most basic wrappers, I had two functions for the 
main loop, basically setting up the graphics (GsGetActiveBuff() etc), and 
then waiting for DrawSync etc. These were used as first and last functions 
called in my main while(RUNNING) loop, with pad handling and 
rendering/sorting of primitives, so the loop looked like: 


while (RUNNING) 
{ 
GraphicsLoopStart (); /* The variables used were global */ 
PadHandler (); 
DisplayScreen(); 
GraphicsLoopEnd() ; 


In this code GraphicsLoopStart() basically consisted of: 
ActiveBuff = GsGetActiveBuff (); 


GsSetWorkBase (&GpuPacketArea [ActiveBuff]); 
GsClearOt (0, 0, &OrderingTable[ActiveBuff]); 


and Graphics LoopEnd() was: 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear(0, 0, 255, &OrderingTable[ActiveBuff]); 
GsDrawOt (&OrderingTable [ActiveBuff]); 


Now when I've come to tidy these functions up, with the variables used (OT, 
active buffer etc) being passed as arguments, I tried to integrate these 
into one function, so that it could be called at the end or the start of the 
loop. I thought this would be possible, as in the loop example above, I 
thought it could be rearranged as: 


while (RUNNING) 
{ 
GraphicsLoopEnd (); 
GraphicsLoopStart (); /* The variables used were global */ 
PadHandler (); 
DisplayScreen(); 
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or 


while (RUNNING) 
{ 

PadHandler (); 

DisplayScreen(); 

GraphicsLoopEnd (); 

GraphicsLoopStart (); /* The variables used were global */ 
} 


However, when I came to test this, it didn't work at all. After messing 
around with it, using the actual code in place of a function call, and then 
splitting the code into the two separate functions, and putting them in 
different places in relation to the other function calls in the loop, I 
found it only worked when the 'GraphicsLoopStart' code was at the start of 
the loop, and the 'GraphicsLoopEnd' code was at the end. I think the idea of 
combining the two parts should work, at least the do in theory, but I can't 
seem to get it to work - I get a warped image of the 'start-up brick 
screen', followed by a GPU timeout message in siocons, then the blue 
background screen I should be getting, and control of the program (well 
Start + Select to exit). 


Has anyone got any ideas on why it isn't working? I suppose it could be my 
whole testing program etc, as it's a bit recycled from old stuff, but it 
works with the code at the start and end, but not all at the end, or al at 
the start. Can someone tell me if it shouldn't work in theory, and that I've 
got completely the wrong idea? I'd be grateful for any help whatsoever. 


Thanks 
Rikki 


—-MESSAGE FILE 1193 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000924 


-—-MESSAGE FILE 1194 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000925 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Order in main display loop 

Date: Sun, 19 Sep 1999 00:49:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <7s18ejSlcul3@chuka.playstation.co.uk> 

References: <7s08as$lcull@chuka.playstation.co.uk> 

NNTP-Posting-—Host: pABs08a07.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_000A_01BF0238.BE4972CCO" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


= = =_NextPart_000_000A_01BF0238.F4972CC0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi 


Check out what each line in your GraphicsLoopStart() and = 
GraphicsLoopEnd() do. You'll see that sprites/objects must be sorted = 
/between/ clearing and drawing your OT. 


activebuff =3D GsGetActiveBuff (); 
=20 
GsSetWorkBase ( (PACKET*) GouPacketArea[activebuff]); 
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GsClearOt (0, 0, &WorldOT[activebuff]); // initialise OT 
GsSortSprite(&sprite, &WorldOT[activebuff], 1); // insert sprite = 
in OT =20 
DrawSync (0); // wait for completion of all drawing 
rea վիր // wait for next vsync 
ա ՀԱՆ ԱՆ // swap double buffers 
Tees 0, 0, &WorldOT[activebuff]); // insert clear sceen = 


command in OT 

GsDrawOt (&WorldOT[activebuff]); // draw OT 
Hope this helps, 
Derek 


------ = _NextPart_000_000A_01BF0238.E4972CCO 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" Հ 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT size=3D2>Hi</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Check out what each line in your GraphicsLoopStart() = 
and=20 

GraphicsLoopEnd() do.&nbsp; You'll see that sprites/objects must be = 
sorted=20 

/between/ clearing and drawing your OT.</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT size=3D2></FONT>&nbsp; </DIV> 

DIV><FONT size=3D2>&nbsp; &nbsp; énbsp; activebuff =3D=20 
sGetActiveBuff () ;<BR>&nbsp; <BR>&nbsp; énbsp; =20 

sSetWorkBase ( (PACKET*) GpuPacketArea[activebuff]) ;</FONT></DIV> 
DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>énbsp; énbsp; &nbsp;GsClearot (0, 0,=20 
amp;WorldOT[activebuff]);&nbsp;&nbsp;&nbsp; // initialise = 
T</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>é&nbsp; énbsp; énbsp; <STRONG>GsSortSprite (&amp; sprite, =20 
amp;WorldOT[activebuff], 1);&nbsp;énbsp;&nbsp; </STRONG>// insert = 
prite in=20 

Ténbsp; énbsp; </FONT></DIV> 

DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>&nbsp; &nbsp; &nbsp;DrawSync(0);énbsp; énbsp;énbsp; // = 
wait=20 

forénbsp; completion of all drawing<BR>énbsp; <BR>énbsp; &nbsp; =20 

VSync (0); &nbsp; &énbsp;énbsp; // wait for next = 

vsync<BR>é&nbsp; <BR>&nbsp; énbsp; =20 
GsSwapDispBuff();&nbsp; &nbsp; &nbsp; // swap double=20 
buffers<BR>é&nbsp; énbsp; énbsp; <BR>&nbsp; énbsp; GsSortClear(0, 0, 0,=20 
é&amp;WorldOT[activebuff]);&nbsp;énbsp;énbsp; // insert clear sceen = 
command in=20 

OT</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>é&nbsp; &nbsp; =20 

GsDrawOt (&amp; WorldOT[activebuff]);&nbsp; &nbsp; &nbsp; // draw = 
OT</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Hope this helps, </FONT></DIV> 

<DIV>&nbsp; </DIV> 


NONDMRAADORAAQDHDAAA 
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<DIV><FONT size=3D2>Derek</FONT></DIV></BODY></HIML> 
— s = _NextPart_000_000A_01BF0238.F4972CC0—-- 


—-MESSAGE FILE 1194 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000925 


—-MESSAGE FILE 1195 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000926 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Order in main display loop 

Date: Sun, 19 Sep 1999 01:26:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7slahn$lcul4@chuka.playstation.co.uk> 

References: <7s08as$lcull@chuka.playstation.co.uk> <7s18ej$lcul3@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-gt142-220.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Hi 

> 

> Check out what each line in your GraphicsLoopStart() and GraphicsLoopEnd () 
do. 

> You'll see that sprites/objects must be sorted /between/ clearing and 
drawing your OT. 


What I'm trying to find out is whether you can do 'Draw OT - Clear OT - Sort 
Sprites - Loop', or 'Sort Sprites - DrawOT - Clear OT - Loop', rather than 
"Clear OT - Sort Sprites - Draw OT - Loop' as it would allow the 'Draw OT - 
Clear OT' to be integrated into one fuinction, if you see what I mean. I 
both cases, Sort Sprites comes between the Clear OT and the Draw OT, it's 
just the loop that is inbetween as well. 


Rikki 

> activebuff = GsGetActiveBuff (); 

> GsSetWorkBase ( (PACKET*) GouPacketArea[activebuff]); 

> GsClearOt (0, 0, &WorldOT[activebuff]); // initialise OT 

> GsSortSprite(é&sprite, &WorldOT[activebuff], 1); // insert sprite in 
OT 

> DrawSync (0) ; // wait for completion of all drawing 

> VSync (0); // wait for next vsync 

> GsSwapDispBuff (); // swap double buffers 

> GsSortClear(0, 0, 0, &WorldOT[activebuff]); // insert clear sceen 
command in OT 

> GsDrawOt (&WorldOT [activebuff]); // draw OT 

> Hope this helps, 

>Derek 


—-MESSAGE FILE 1195 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000926 


—-MESSAGE FILE 1196 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000927 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Order in main display loop 

Date: Sun, 19 Sep 1999 13:43:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7s2lp1Sbbg2@chuka.playstation.co.uk> 
References: <7s08as$lcull@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-061.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Has 


anyone got any ideas on why it isn't working? I suppose it could be my 


whole testing program etc, as it's a bit recycled from old stuff, but it 
works with the code at the start and end, but not all at the end, or al at 


ve 


> 
> 
> 
> the 
I Ա 
> got 


Hmmm, 


start. Can someone tell me if it shouldn't work in theory, and that 
completely the wrong idea? I'd be grateful for any help whatsoever. 


I seem to have got it working, I've put a condition which checks to 


see if it's the first ever loop, and then it calls GraphicsLoopStart first, 
then GraphicsLoopEnd, then GraphicsLoopStart. After that, each loop it only 


calls 
about 


GraphicsLoopEnd then GraphicsLoopStart. Once I did that I had to muck 
with all the pointers and structures and everything that I'm passing 


to the function. It works, without any GPU Timeout messages, so hopefully it 
should work all the time, but I'll need to test it more with displaying 
sprites etc. 


Just to add to what Derek said, as well as Sort Sprite having to come 
*between* Clear OT and Draw OT, Clear OT always has to be called before Draw 
OT, which is OK once into the loop, and it's looping around, but Clear OT 
has to be called at the start of the loop, to make sure it's before the Draw 
OT. (If that made no sense, read the first post and Derek's reply, and my 


reply 


to Derek... phew, won't try saying that again! :) 


Thanks 


Rikki 
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-—-MESSAGE FILE 1196 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000927 


—-MESSAGE FILE 1197 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000928 


Path: 
From: 


Date: 


Lines: 


chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
shade@dragonshadow.com (Scott Cartier) 


Newsgroups: scee.yaroze.beginners 
Subject: Re: Order in main display loop 


Mon, 20 Sep 1999 20:57:10 GMT 


Organization: SCEA News Server 


31 


Message-ID: <37e69d87.356653241@news.scea.sony.com> 
References: <7s08asSlcull@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs33.vmlabs.com 


X-Newsreader: Forte Free Agent 1.11/32.235 


I tried this as well at one point. It didn't work for me either and I 
reverted back to the original split code. 


You've probably already figured this out, but just for the heck of 


DG. 


You want to be able to do this: 


Which 


GraphicsLoopEnd () ; 
GraphicsLoopStart (); 


is effectively: 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 255, &OrderingTable[ActiveBuff]); 
GsDrawOt (&OrderingTable[ActiveBuff]); 
ActiveBuff = GsGetActiveBuff (); 
GsSetWorkBase (&GpuPacketArea[ActiveBuff]); 
GsClearOt (0, 0, &OrderingTable[ActiveBuff]); 


The problem lies in the fact that neither OrderingTable, nor 
ActiveBuff are initialized the first time through the loop. The 
functions GsGetActiveBuff (which initializes ActiveBuff) and GsClearot 
(which inits the ordering table) aren't called until after you've 
already used them in GsSortClear and GsDrawOt. 


You said you get around this by checking to see if this is the first 
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iteration and skipping those functions if so. That should be a 
perfectly valid solution. 


Scott 
—-MESSAGE FILE 1197 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000928 


—-MESSAGE FILE 1198 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000929 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: NTSC & PAL!? 

Date: Sun, 26 Sep 1999 13:29:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <7s13f£1$2091@chuka.playstation.co.uk> 
NNTP-Posting-Host: m148-mpl-cvxla.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I think I'm in need of some basic tutoring in the ways of PAL and NTSC. 
Here's how I understand it: 


PAL - 50 fps. 256/512 horizontal lines. 
NTSC - 60 fps. 240/480 horizontal lines 


Until now I've always just left the Yaroze in it's default mode (which I 
thought was PAL but turned out to be NTSC). I didn't think there was any 
problem 'cos I had heard that in NTSC the picture was in black & white and 
mine was always in colour. Plus, I was always under the impression that NTSC 
left a 'letterbox' effect because of the reduced horizontal lines and my 
picture has always been full screen. It's not until now that I've swapped 
the modes and PAL seems to squash the picture and leave the borders 
top/bottom of the screen. 


1) Both modes show a clear picture in full colour on my TV. I've been told 
that some TV's swap modes automatically, is the case with my setup? 


2) Why does PAL squash up and leave borders even when it has extra 
horizontal lines? It may make the resolution look better but it messes with 
the vertical dimensions of the graphics. :օ( 


3)In the same way, why is NTSC full screen even though it has less 
horizontal lines? It may be more 'blocky' but at least the graphics look 
like they're supposed to. 


4) This may seem obvious but in theory, does PAL leave you with slightly 
more cpu time? 


Any help much appreciated. 
Cheers, 


Scott 


—-MESSAGE FILE 1198 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000929 


—-MESSAGE FILE 1199 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000930 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: NTSC & PAL!? 

Date: Mon, 27 Sep 1999 01:38:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 
Message-ID: <7sme6p$7del@chuka.playstation.co.uk> 
References: <7s13f1$2091@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.111.42 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Scott Ward <scott.ward6@virgin.net> wrote in message 
news: 7s13f1$2091@chuka.playstation.co.uk... 
> I think I'm in need of some basic tutoring in the ways of PAL and NTSC. 


Here's how I understand it: 


PAL - 50 fps. 256/512 horizontal lines. 
NTSC - 60 fps. 240/480 horizontal lines 


Until now I've always just left the Yaroze in it's default mode (which I 
thought was PAL but turned out to be NTSC). I didn't think there was any 


VVVVVVVV VV 


mine was always in colour. Plus, I was always under the impression that 
NTSC 
left a 'letterbox' effect because of the reduced horizontal lines and my 
picture has always been full screen. It's not until now that I've swapped 
the modes and PAL seems to squash the picture and leave the borders 
top/bottom of the screen. 


that some TV's swap modes automatically, is the case with my setup? 


VVVVVVV VY 


Most PAL TVs can sync to 60 fps, and if you're using an RGB Scart cable, 
then you'll get full colour in NTSC. It is rare for a PAL TV to be able to 
decode NTSC colour info from a composite video signal. The lead supplied 
with the NY package is composite video only which is why so many of us 
suffer from the B/W syndrome. 


> 2) Why does PAL squash up and leave borders even when it has extra 

> horizontal lines? It may make the resolution look better but it messes 
with 
the vertical dimensions of the graphics. :o( 


v 


> 
> 3)In the same way, why is NTSC full screen even though it has less 

> horizontal lines? It may be more 'blocky' but at least the graphics look 
> 

> 


like they're supposed to. 


NTSC should not have any top or bottom borders if the TV syncs ok. The 
scan-lines in NTSC are spaced further apart than in PAL. 240/480 lines is 
enough to fill a NTSC screen. PAL needs 288/576 lines to fill the picture 
hence the borders when running 256 lines. The reason the graphics are 
squashed is because the horizontal resolution hasn't been increased to 
account for the extra virtical resolution. The max horizontal resolution 
for NTSC is 640 pixels, whereas PAL's max is 768. 


> 4) This may seem obvious but in theory, does PAL leave you with slightly 
> more cpu time? 
> 


Quite a bit more! Although the GPU will have to do more work per frame as 
there's more screen to draw to. 


> Any help much appreciated. 
> 

> Cheers, 

> 

> Scott 

> 
> 


Herbs 
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problem 'cos I had heard that in NTSC the picture was in black & white and 


1) Both modes show a clear picture in full colour on my TV. I've been told 


—-MESSAGE FILE 1199 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000930 
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-—-MESSAGE FILE 1200 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000931 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Sprites, OTs and dodgy wrappers... 

Date: Wed, 29 Sep 1999 23:15:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7su34m$7f£82@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-097.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Right, continued work on my dodgy wrapper functions etc have led me to 
design a structure which has all the basic variables and structures I need 
for the graphics and some main other variables. So basically, I've got a 
structure with my Active Buffer tracker integer, my GPU Packet Area, OT, OT 
Tags etc. I've got this working with a just a clear screen to blue, and it 
all seems to work. However, when I try to add some code to display a 

sprite - Initialisation and Display - it locks up. I've worked out that the 
problem is with the call to GsSortSprite, where I pass the pointer to the 
GsSPRITE struct, a pointer to the OT and a position in the OT. So as long as 
the pointer to the sprite is ok, then it must be the pointer to the OT - 
which could be a problem as it's inside another structure, as is the active 
buffer int, which is used to select which of the OT array to use. At the 
moment, I'm trying '&thisGame.ot[thisGame.ab]' where 'thisGame' is the 
struct, ot within the struct is the GsOT array, and ab within the struct is 
the active buffer int. This is where I believe the problem is, and would be 
very grateful if anyone could shed some light on what I'm completely missing 
(e.g.. can't use the OT struct inside another struct for one reason or 
another, or something similar). 


Cheers for any help. 
Rikki 


—-MESSAGE FILE 1200 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000931 


-—-MESSAGE FILE 1201 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000932 
Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites, OTs and dodgy wrappers... 

Date: 30 Sep 1999 09:16:24 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86n1lu5j013.fsf@foo.mel.cybec.com.au> 

References: <7su34m$7f82@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Rikki Prince" <netyaroze@rprince.dircon.co.uk> writes: 


Right, continued work on my dodgy wrapper functions etc have led me to 
design a structure which has all the basic variables and structures I need 
for the graphics and some main other variables. So basically, I've got a 
structure with my Active Buffer tracker integer, my GPU Packet Area, OT, OT 
Tags etc. I've got this working with a just a clear screen to blue, and it 
all seems to work. However, when I try to add some code to display a 

sprite - Initialisation and Display - it locks up. I've worked out that the 
problem is with the call to GsSortSprite, where I pass the pointer to the 
GsSPRITE struct, a pointer to the OT and a position in the OT. So as long as 
the pointer to the sprite is ok, then it must be the pointer to the OT - 
which could be a problem as it's inside another structure, as is the active 
buffer int, which is used to select which of the OT array to use. At the 
moment, I'm trying '&thisGame.ot[thisGame.ab]' where 'thisGame' is the 
struct, ot within the struct is the GsOT array, and ab within the struct is 
the active buffer int. This is where I believe the problem is, and would be 


VVVVVVVVVVV VV VV 
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> very grateful if anyone could shed some light on what I'm completely missing 
> (e.g... can't use the OT struct inside another struct for one reason or 
> another, or something similar). 


Off the bat, again I can't stress how important it is to make your 
large variables (like struct thisgame) either static local or global. 
Secondly, having nested structs shouldn't matter as long as you're 


passing in the right values - do you have warnings turned all the way 
up with your compiler? This may help if you're not quite doing what 
you think you're doing :) Use the -Wall option with gcc, don't know 
for CW. 

Toby. 


-—-MESSAGE FILE 1201 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000932 


—-MESSAGE FILE 1202 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000933 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites, OTs and dodgy wrappers... 

Date: Thu, 30 Sep 1999 23:38:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7t0oqe$2d02@chuka.playstation.co.uk> 

References: <7su34m$7f82@chuka.playstation.co.uk> <86n1lu5j013.fsf@foo.mel.cybec.com. 
au> 

NNTP-Posting-Host: th-gt142-194.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well, I've been persisting with this, and it seems that the main loop goes 
through once, and dies when it gets to the GsSortSprite on the second loop. 
This further proves that it must be a problem with the address of the OT 
that I'm passing, but I reckon - due to this evidence - that it must be the 
double buffer effect that is causing problems. I don't think it is the value 
in the active buffer integer, as using an int (all global btw. Toby ;) 
separate from the structure still doesn't work. This must mean it's 
something wrong with the OT itself. There's a number of things this could 
be: 
1) Not passing the address of the current (which in the double buffer) OT 
correctly. At the moment, I using: &thisGame.ot[thisGame.ab] which from what 
I gather should be the address of one - depending on the .ab value - of the 
array of GsOT structs. I can't see anything wrong here, please correct me if 
this is where I'm mucking up. 
2) Something with the OT Tags. At the moment, in the struct, I'm setting a 
pointer to GsOT_TAG, then in my struct initialisation function, I use 
realloc, to allocate memory to the size of: 
2* (1<<otLength) *sizeof (GsOT_TAG), which is equivalent (I hope) to the amount 
allocated if I used GsOT_TAG otTag[2] [l<<otLength]. Again this is way off, 
please tell me. I really need to allocate this memory dynamically, as the 
size of the array depends on the OT length passed to the init. function. 
3)Similarly, I may have a problem with the PACKET area, as this is being 
dynamically allocated, as well. Is it a good idea to be dynamically 
allocating this memory, or should I lessen the flexibility of these 
functions etc? Just to check, if I've got a pointer inside my struct, and I 
need to pass the address (which has been set to that pointer by realloc() ) 
do I just pass: struct.pointer or do I need &struct.pointer. (for this 
example, say the struct had been set up as: 

typedef struct 

{ 


int *pointer; 
} ASTRUCTURE; ) 


Again, if anyone could aid me with this, I'd be extremely grateful. If 
anyone thinks some source code would be of much help in solving this, I 
could try to sort some out, though, it's a bit messy, with not enough 
commenting. 


Thanks 
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Rikki 


—-MESSAGE FILE 1202 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000933 


-—-MESSAGE FILE 1203 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000934 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites, OTs and dodgy wrappers... 

Date: Sun, 3 Oct 1999 11:19:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7t7aieSc861@chuka.playstation.co.uk> 

References: <7su34m$7f82@chuka.playstation.co.uk> <86nlu5j013.fsf@foo.mel.cybec.com. 
au> <7t0oqe$2d02@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt143-062.pool.dircon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> 3)Similarly, I may have a problem with the PACKET area, as this is being 
> dynamically allocated, as well. Is it a good idea to be dynamically 

> allocating this memory, or should I lessen the flexibility of these 

> functions etc? Just to check, if I've got a pointer inside my struct, and 
1 


Well, I've got it working, and it seems it was the PACKET area, though I 
changed both the allocation of the memory method and what I was passing to 
the function, so I can't be certain, but I think I was passing the wrong 
pointer (thisGame.gpuPacket instead of thisGame.gpuPacket[0]). I also 
changed the memory allocation to: 


thisGame.gpuPacket[0] = (PACKET *)malloc(sizeof (PACKET) *maxPackets) ; 
thisGame.gpuPacket[1] = (PACKET *)malloc(sizeof (PACKET) *maxPackets) ; 


And inside the struct: 


typedef struct 
{ 


PACKET *gpuPacket [2]; 
} rpGAMEINFO; 


Anyway, I've got that working, so now I can start working on other stuff, 
such as sound. 


Thanks 
Rikki 


—-MESSAGE FILE 1203 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000934 


—-MESSAGE FILE 1204 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000935 
Path: chuka.playstation.co.uk!news 

From: "pete.black" <pete.black@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites, OTs and dodgy wrappers... 

Date: Sun, 03 Oct 1999 18:06:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <37F78D26.571055AF@eidosnet.co.uk> 

References: <7su34m$7f82@chuka.playstation.co.uk> <86nlu5j013.fsf@foo.mel.cybec.com. 
au> <7t0oqge$2d02@chuka.playstation.co.uk> <7t7aie$c861@chuka.playstation.co.uk> 
NNTP-Posting-Host: tnt-6-240.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en, ja 


Rikki Prince wrote: 


3)Similarly, I may have a problem with the PACKET area, as this is being 
dynamically allocated, as well. Is it a good idea to be dynamically 
allocating this memory, or should I lessen the flexibility of these 
functions etc? Just to check, if I've got a pointer inside my struct, an 


HVVVV 


Well, I've got it working, and it seems it was the PACKET area, though I 
changed both the allocation of the memory method and what I was passing to 
the function, so I can't be certain, but I think I was passing the wrong 
pointer (thisGame.gpuPacket instead of thisGame.gpuPacket[0]). I also 
changed the memory allocation to: 


thisGame.gpuPacket[0] = (PACKET *)malloc(sizeof (PACKET) *maxPackets) ; 
thisGame.gpuPacket [1] (PACKET *)malloc(sizeof (PACKET) *maxPackets) ; 


And inside the struct: 


typedef struct 
{ 


PACKET *gpuPacket [2]; 
} rpGAMEINFO; 


Anyway, I've got that working, so now I can start working on other stuff, 
such as sound. 


Thanks 
Rikki 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


hi rikki 

I'd like a laugh 

if you would be so kind as to send one your source i'll give you some of my 
valueless time 

if you geared for code warrioring then I'd appreciate the whole project! 
yours pete.black@eidosnet.co.uk 
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—-MESSAGE FILE 1204 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000935 


—-MESSAGE FILE 1205 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000936 


Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: Sprites, OTs and dodgy wrappers... 

Date: Tue, 5 Oct 1999 19:30:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7tdg42S$61gl@chuka.playstation.co.uk> 


References: <7su34m$7f82@chuka.playstation.co.uk> <86nlu5j013.fsf@foo.mel.cybec.com. 
au> <7t0oqe$2d02@chuka.playstation.co.uk> <7t7aie$c861@chuka.playstation.co.uk> <37F 


78D26.571055AR@eidosnet.co.uk> 

NNTP-Posting-Host: th-gt146-223.pool.dircon.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> hi rikki 
> I'd like a laugh 


About what? ;) 


> if you would be so kind as to send one your source i'll give you some of 
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my 
> valueless time 


Well, as far as I know, it's fixed, so I don't currently need any more help. 
If you want to take a look anyway, you can see the finished .c file and its 
header on its own, or with the testing code. 


> if you geared for code warrioring then I'd appreciate the whole project! 


I've got Code Warrior, but I'm not using for this. I could stick ina 
project, but it wouldn't help much, as I'm just writing a bunch of 
functions, which I'll compile into a library, which can be included in any 
project, so basically, there's not a ton of files which merit the use of a 
project. 


> yours pete.black@eidosnet.co.uk 


Rikki 


—-MESSAGE FILE 1205 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000936 


—-MESSAGE FILE 1206 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000937 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: A quickie about VSync... 

Date: Wed, 27 Oct 1999 17:12:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7v783vSf4p2@chuka.playstation.co.uk> 
NNTP-Posting-Host: m70-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 

I've been getting to grips with the different modes of VSync lately and 
although I've learnt a great deal off of past ng threads one thing still 
puzzles me. 


V-blanks: 50 (PAL) per second 
This makes sense, PAL runs at 50 fps so would expect 50 vertical blanks 
(one per frame) 


H-blanks: 312 (PAL) per v-blank 
This I DON'T get. Where does this figure (312) come from? 


WHY 312 h-blanks every frame? 


I naturally assume that if I'm using 320x256 res. then there would be 
255/256 h-blanks. Where is my logic deserting me? 


Cheers, 


Scott 


—-MESSAGE FILE 1206 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000937 


-—-MESSAGE FILE 1207 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000938 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Many questions for I am confoosed! :0/... 

Date: Sun, 31 Oct 1999 16:40:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7vhr5g$4g31@chuka.playstation.co.uk> 
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NNTP-Posting-Host: m269-mpl-cvxlb.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


As a beginner I'm not only new to the Yaroze system but to computer 
programming in general so there are always plenty of questions floating 
around my head. Anyway, I've decided to dedicate a bit of time to learn 
about hardware and other coding related topics etc. To save a huge list of 
threads I'll try and stick all my latest queries in one post. 


1) We'll start off easy. Basically, why are header files used in C programs. 


( *.h as opposed to *.c )? For instance, I use header files for LUT's of 
sin/cos values as per normal but couldn't I just initialise an array with a 
.Շ file? The only reason I can see at the moment is that a header file 


doesn't require you to call a function eg. InitSinCos();. I know how to 
create and include header files no problem but WHY are headers used in C 
programs instead of normal c files? 


2) Next, memory areas such as the *heap* or *stack*. Could anyone explain to 
me what the heap and stack are and what they are used for? I say this 
because I've recently been reading about using 'static' variables to 'move 
them off the stack' but I'm lost as to what it means. I always assumed that 
the stack was memory allocated for the computer's OS and the heap was memory 
that the user sets aside for their own use (using malloc() etc. ). However, 
I keep reading threads and info that suggest otherwise. :o/ Please help!!! 


3) On to, the dreaded 'cache's'. I've never really understood what cache's 
are. I've always understood them as seperate parts of RAM that read/write at 
a much quicker rate but I'd like to know more. ;0) In general, what is a 
cache and what is it's use? Which leads us on to the next question.... 


4) The Yaroze has an *I-cache* and a *D-cache*. Lovely, but how and what are 
they used for? Apparantly, the I-cache is a 4K instruction scratchpad and 
the D-cache is a 1K data scratchpad. Mmmmmm..... yeah. Anyone care to 
enlighten me as to what this means!? At the moment I'm just interested in 
WHY I would want to access these cache's. I'll leave the 'HOW' questions for 
later. :0) 


5) Lastly, when people mention computer speeds such as 'scanlines' and 
‘cycles' what does this refer to? 


All answers are gratefully accepted in plain English, I've yet to get to 
grips with the so-called computer tech-lingo. ;0) 


Any help on any of the questions is much appreciated, cheers. 


Scott 


——MESSAGE FILE 1207 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00 


--MESSAGE FILE 1208 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/ 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: Many questions for I am confoosed! :0/... 

Date: Sun, 31 Oct 1999 12:12:34 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 
Message-ID: <7vil61Sa6n2@chuka.playstation.co.uk> 
References: <7vhr5g$4g31@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98ADA218.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>1) We'll start off easy. Basically, why are header files used in C 
programs. 

>( *.h as opposed to *.c )? For instance, I use header files for LUT's of 
>sin/cos values as per normal but couldn't I just initialise an array with a 
>.c file? The only reason I can see at the moment is that a header file 
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>doesn't require you to call a function eg. InitSinCos();. I know how to 
>create and include header files no problem but WHY are headers used in C 
>programs instead of normal c files? 


Header files are used to define variables and function prototypes. You can 
include 

these header files in multiple c (or implimentation) files so that the 
compiler knows 

that the functions and variables exist and can be referenced, but they do 
not have to 

be implimented readily. To make it all short, it is just the way it is :-) 


>2) Next, memory areas such as the *heap* or *stack*. Could anyone explain 
to 

>me what the heap and stack are and what they are used for? I say this 
>because I've recently been reading about using 'static' variables to 'move 
>them off the stack' but I'm lost as to what it means. I always assumed that 
>the stack was memory allocated for the computer's OS and the heap was 
memory 

>that the user sets aside for their own use (using malloc() etc. ). However, 
>I keep reading threads and info that suggest otherwise. :o/ Please help!!! 


On the Yaroze, the heap is allocated with InitHeap(), which allocates all 
available 
memory to be used by malloc (so your programs do not get overwritten). The 
stack is used to 'pop' variables on and off when you call a function. The 

variables can be pushed onto the stack, then popped off in their origional 

form. 
This helps to free up the registeres when you have a function with a lot of 
variables. 


>3) On to, the dreaded 'cache's'. I've never really understood what cache's 
>are. I've always understood them as seperate parts of RAM that read/write 
at 

>a much quicker rate but I'd like to know more. ;0) In general, what is a 
>cache and what is it's use? Which leads ստ on to the next question.... 


Caches are used to execute code at higher speed. Usually this equates to 
RAM 

that exists on the processor itself used for small repetative tasks that can 
be 

speeded up by placing it in the cache. 


>4) The Yaroze has an *I-cache* and a *D-cache*. Lovely, but how and what 
are 

>they used for? Apparantly, the I-cache is a 4K instruction scratchpad and 
>the D-cache is a 1K data scratchpad. Mmmmmm..... yeah. Anyone care to 
>enlighten me as to what this means!? At the moment I'm just interested in 
>WHY I would want to access these cache's. I'll leave the 'HOW' questions 
for 

>later. :0) 


The I-cache is used by the processor. When the code is executed from RAM 
to the processor, the instructions flow through the I-cache, dort of an 
internal 

speed-up. The D-cache is available to users, but there is little advantages 
to be gained by using it on the Yaroze. On the professional dev system, 
where 

you can write your own rendering pipeline, the D-cache could be useful for 
things like transform or lighting calculation code. 


>5)Lastly, when people mention computer speeds such as 'scanlines' and 
>'cycles' what does this refer to? 


Scanlines are used in consoles mostly and are a speed measurement 

based on the number and frequency of lines that the television 

displays. Cycles could be anything, but generally refer to clock 

cycles that occur at a certain frequency (i.e. 33 MHz). The instructions 
are measured in cycles, i.e. 4 cycles, which is the time it takes for that 
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particular instruction to finish. Basically, cycles are the amount of times 
the processor executes instructions in a givin time period (usually ms 
or even us). 


>All answers are gratefully accepted in plain English, I've yet to get to 
>grips with the so-called computer tech-lingo. ;0) 


Well, I tried my best :-) 


Nathan Miller 


—-MESSAGE FILE 1208 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000939 


—-MESSAGE FILE 1209 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000940 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 

Newsgroups: scee.yaroze.beginners 

Subject: static variables 

Date: 31 Oct 1999 23:57:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bf23£9$82197ac0$429124c3@pal—s—omnibook> 

References: <7vhr5g$4g3l@chuka.playstation.co.uk> <7vil61Sa6n2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: Aubervilliers-2-66.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nathan Miller wrote 

<snip> 

>I've recently been reading about using 'static' variables to 'move 
>them off the stack' but I'm lost as to what it means. 

<snip> 


Variables declared in a function body are allocated on the stack when the 
function is entered, unless you specify otherwise. If you wish so, you can 
force them to go in registers ("register" modifier) for faster access, or 
to be global ("static" modifier) so that they're allocated once only before 
the program starts. 


When a variable is declared "Static", it behaves exactly as if it were 
declared outside the function (scope aside). There's no more need for 
allocating it on the stack every time the function is entered - so 
execution time is gained. Be aware however that the function must not be 
called again before it ends (well, technically it can, but you must manage 
to avoid it corrupting its static variables) - that means, no recursion and 
no parallelism. Be careful with initialisation too. 


pal 


—-MESSAGE FILE 1209 END: net-—yaroze-usenet/00000001-SCEE/yaroze/beginners/00000940 


—-MESSAGE FILE 1210 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000941 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: static variables 

Date: Mon, 01 Nov 1999 02:55:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <381e00cb.566387381@news.playstation.co.uk> 

References: <7vhr5g$4g3l@chuka.playstation.co.uk> <7vil61Sa6n2@chuka.playstation.co. 
uk> <01bf£23£9$82197ac0$429124c3@pal-s-—omnibook> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.452 


Also, and quite importantly... local variables are allocated as the 
function is called. That means, when you are not in the function, the 
memory is not taken up! 


If you have a non-recursive application, you can't just make 
everything static for speed, without considering that you will be 
consuming a lot of memory, given enough variables. 

Steven 


On 31 Oct 1999 23:57:47 GMT, "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
wrote: 


>Nathan Miller wrote 

><snip> 

>>I've recently been reading about using 'static' variables to 'move 

>>them off the stack' but I'm lost as to what it means. 

><snip> 

> 

>Variables declared in a function body are allocated on the stack when the 
>function is entered, unless you specify otherwise. If you wish so, you can 


>force them to go in registers ("register" modifier) for faster access, or 
>to be global ("Static" modifier) so that they're allocated once only before 
>the program starts. 

> 


>When a variable is declared "Static", it behaves exactly as if it were 
>declared outside the function (scope aside). There's no more need for 
>allocating it on the stack every time the function is entered - so 
>execution time is gained. Be aware however that the function must not be 
>called again before it ends (well, technically it can, but you must manage 
>to avoid it corrupting its static variables) - that means, no recursion and 
>no parallelism. Be careful with initialisation too. 

> 

> 

> 

>pal 
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—-MESSAGE FILE 1210 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000941 


—-MESSAGE FILE 1211 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000942 


Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: A quickie about VSync... 

Date: Mon, 01 Nov 1999 17:27:09 +0000 
Organization: Sony Computer Entertainment Europe 
Lines: 16 

Message-ID: <381DCD6D.9B058501@scee.sony.co.uk> 
References: <7v783vSf4p2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


Scott Ward wrote: 


> 

> H-blanks: 312 (PAL) per v-blank 

> This I DON'T get. Where does this figure (312) come from? 
> 


> WHY 312 h-blanks every frame? 


There are 312 lines on your screen (you don't see all of them, you roughly see about 


256). 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 


Net Yaroze newsgroups message dump.txt Page 771 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 
their prejudices. 
—-MESSAGE FILE 1211 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000942 


—-MESSAGE FILE 1212 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000943 
Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <"eddieharrison"@ netscape.net> 
Newsgroups: scee.yaroze.beginners 

Subject: help me 

Date: Sat, 06 Nov 1999 14:34:07 +0000 

Organization: 24/7 Games Design 

Lines: 14 

Message-ID: <80le6énScp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host212-140-126-114.host.btclick.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


I am currently making a game that only uses boxes and lines using GsBOXF 
and GsLINE . I am getting very near completing it but I have one problem 
since I added stars in the background when i loaded the program the 
screen goes black and nothing happens , unless i run another program 
first that uses boxes but not as many once I have done this it gives me 
a gpu time out error mesage and then works fine ( it is not a problem 
with my packet size ) 


ps . this will sound really wierd but when i try to use siocons to load 
a file it wont work unless i constatly bash random letters on my 
keyboard then it works fine 


eddie : ) -{-< 


—-MESSAGE FILE 1212 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000943 


—-MESSAGE FILE 1213 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000944 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: help me 

Date: Fri, 12 Nov 1999 21:09:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <80hvojSmirl@chuka.playstation.co.uk> 
References: <80le6nS$cp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—-96.amantadine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just a thought, but how different is the other program for initialising your 
graphics, etc. Perhaps your main game isn't initialising right, but your 
stripped down software you load before it is initialising the graphics 
system ok. Check for dfferences between the two anyway, apart from that not 
very useful idea I can't offer you much. i just thought you'd like to know 
your post was at least getting some consideration. 


Stuart. 
PS. no idea about the random key thing, I just use 83 and an auto.bat file 
to load files. 


-—-MESSAGE FILE 1213 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000944 


—-MESSAGE FILE 1214 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000945 
Path: chuka.playstation.co.uk!debri 
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From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: help me 

Date: Sat, 13 Nov 1999 01:48:40 +0100 

Organization: DEbri 

Lines: 17 

Message-ID: <lel5vh2.5vm5b585a4g7N@al-—88-128.al.nl1> 
References: <80le6nScp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Eddie Harrison <"eddieharrison"@netscape.net> wrote: 


> ps . this will sound really wierd but when i try to use siocons to load 
> a file it wont work unless i constatly bash random letters on my 

> keyboard then it works fine 

> 

> eddie : ) -{-< 


Try to type cookie cookie cookie cookie cookie cookie cookie cookie 
cookie cookie cookie cookie cookie cookie cookie cookie cookie cookie 
cookie cookie cookie cookie cookie cookie cookie cookie cookie cookie 
cookie cookie cookie cookie cookie cookie cookie cookie cookie cookie 
cookie cookie cookie cookie cookie cookie cookie cookie cookie cookie 
it might help ;-) 


DEnnis.. 
—-MESSAGE FILE 1214 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000945 


-—-MESSAGE FILE 1215 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000946 
Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: help me 

Date: Sat, 13 Nov 1999 15:08:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <382D7EDA.37EC582@chilternmag.demon.co.uk> 
References: <80le6nScp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—58.fluorine.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I had this problem, I had to take the graphic out, compile, load it,exit the 
game, put it in again, recompile and then run just the PXE executable... 
I still haven't solved it, I just took it out... 


Chris. 


Eddie Harrison wrote: 


> Լ am currently making a game that only uses boxes and lines using GSBOXF 
> and GsLINE . I am getting very near completing it but I have one problem 
> since I added stars in the background when i loaded the program the 

> screen goes black and nothing happens , unless i run another program 

> first that uses boxes but not as many once I have done this it gives me 
> a gpu time out error mesage and then works fine ( it is not a problem 

> with my packet size ) 

> 

> ps . this will sound really wierd but when i try to use siocons to load 
> a file it wont work unless i constatly bash random letters on my 

> keyboard then it works fine 

> 
> 


eddie : ) -{-< 


—-MESSAGE FILE 1215 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000946 
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-—-MESSAGE FILE 1216 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000947 
Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <"eddieharrison"@ netscape.net> 
Newsgroups: scee.yaroze.beginners 

Subject: rotateing bg 

Date: Sun, 21 Nov 1999 00:46:58 +0000 

Organization: 24/7 Games Design 

Lines: 7 

Message-ID: <817fat$d425@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-6-116-214.host.btclick.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


I have seen various games with rotateing bg cells ( psychon ) but you 
can't do this ( can you ) so how is this illusion achieved 
Are these just sprites , if so how do you get them to stay in the 
same place on the background ?? 
thanks for any help 
Eddie [:-) 


—-MESSAGE FILE 1216 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000947 


—-MESSAGE FILE 1217 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000948 
Path: chuka.playstation.co.uk!news 

From: Jo1l80@mdx.ac.uk (John Owens) 

Newsgroups: scee.yaroze.beginners 

Subject: A Problem with Malloc and a question about InitHeap 
Date: Sat, 11 Dec 1999 15:38:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <3851a5b1.5208772@news.playstation.co.uk> 
Reply-To: Jol80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-052.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


OK first the question. 
I use InitHeap like this. 


InitHeap ( (void*) FREE_MEM, 0x7D000) ; 

where FREE_MEM is just the first address after I load in my TMDs and 
TIMS. Is this right, I want to get a Heap so I can allocate around 500 
kbytes dynamically. It is just that I read somewhere that the heap is 
actually stored in reverse so the first address would be 
FREE_MEM+0x7D000. 


Second the bug with malloc which BTW lost me a day of time is this, 


This macro works: 

#define AddCamera(list) \ 
while( list!= NULL ) list=list-—>next; \ 
list = (Camera*) malloc( sizeof(Camera) );\ 
ReadCamera (list); \ 


But this function doesn't: 

void AddCamera(Camera* list) 

{ 
while( list!= NULL ) list=list-—>next; 
list = (Camera*) malloc( sizeof (Camera) ); 
ReadCamera (list); 


} 


when the camera pointer I pass in is more or less a global i.e. inside 
a global scene structure. 


The reason for this seems to be that when you exit the function it 
deallocates the memory because the pointer reference is destroyed. 
AFAIK that is not how malloc is supposed to work, i.e. it should only 
deallocate memory when you call free. 
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However if it is my fault, and I wouldn't be suprised as I tend to 
prefare c++ anyway then don't hesitate to flame me and set me straight 
on how I should do memory allocation on the yaroze best, for linked 
lists etc. 


BTW - InitHeap seems to have no effect. Oh and one last thing how do 

you reclaim the memory after you have loaded your files into video 

memory or into their structures(I parse a raw binary file also). 

-—-MESSAGE FILE 1217 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000948 


—-MESSAGE FILE 1218 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000949 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: A Problem with Malloc and a question about InitHeap 
Date: Sat, 11 Dec 1999 22:15:06 +0000 

Organization: Identical Software 

Lines: 53 

Message-ID: <3852CCEA.714FF3B2@identicalsoftware.com> 

References: <3851a5b1.5208772@news.playstation.co.uk> 
NNTP-Posting-Host: 207.60.36.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.2.5-22 i586) 


> void AddCamera(Camera* list) 

> { 

> while( list!= NULL ) list=list-—>next; 

> list = (Camera*) malloc( sizeof(Camera) ); 

> ReadCamera (list); 

> ) 

The code is wrong (I think). To do the equivelent of the macro: 


void AddCamera(Camera** list) 

{ 
while( (*list)!= NULL ) (*list)=(*list) ->next; 
(*list) = (Camera*) malloc( sizeof (Camera) ); 
ReadCamera (*list) ; 


} 


I don't think this is what you want though. This iterates through 
the list but does not add the item to the list. It also destroys 
the pointers to the list in the process. Here's what I think 

you want: 


void AddCamera(Camera** list) 
{ 
Camera *prev; 
if ((*list) == NULL) 
{ 
(*list) = (Camera*) malloc( sizeof (Camera) ); 
ReadCamera (*list); 


else 
prev = *list; 
while( prev->next != NULL ) prev=prev->next; 


prev->next = (Camera*) malloc( sizeof (Camera) ); 
ReadCamera (prev->next) ; 


} 


(In C++ you would pass in a "Camera *é&list".) 


If you need an explaination of what this is doing let me know. 

> BIW - InitHeap seems to have no effect. Oh and one last thing how do 
> you reclaim the memory after you have loaded your files into video 

> memory or into their structures(I parse a raw binary file also). 


After you're done with the files simply use the memory. For 


Net Yaroze newsgroups message dump.txt Page 775 


example if you loaded all the graphic images then you could use 
InitHeap with the memory addresses of where the images were stored. 
(I have no experience with InitHeap so I don't know why it would be 
a problem.) 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 1218 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000949 


—-MESSAGE FILE 1219 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000950 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: A Problem with Malloc and a question about InitHeap 

Date: Mon, 13 Dec 1999 05:27:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <385482c4.380848671@news.playstation.co.uk> 

References: <3851a5b1.5208772@news.playstation.co.uk> <3852CCEA.714FF3B2@identicalso 
ftware.com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Incidentally, at the cost of 4 bytes of memory you can make it 
faster... 


void AddCamera(Camera ** listStart, Camera **listEnd) { 
Camera *newCamera=(Camera *) malloc(sizeof (Camera) ); 


if (*listEnd) { 
*]istEnd->next=newCamera; 

} else { 
*listStart=newCamera; 


} 


*l]istEnd=newCamera; 
ReadCamera (newCamera) ; 


} 


Just keep the start and end pointers of the list (make sure they are 
both initialized to NULL). 


Steven 


On Sat, 11 Dec 1999 22:15:06 +0000, Dennis Payne 
<dulsi@identicalsoftware.com> wrote: 


>> void AddCamera(Camera* list) 


>> { 

>> while( list!= NULL ) list=list-—>next; 

>> list = (Camera*) malloc( sizeof(Camera) ); 
>> ReadCamera (list); 

>> } 

> 

>The code is wrong (I think). To do the equivelent of the macro: 
>void AddCamera(Camera** list) 

>{ 

> while( (*list)!= NULL ) (*list)=(*list) —>next; 
> (*list) = (Camera*) malloc( sizeof(Camera) ); 
> ReadCamera (*list); 

>} 

> 


>I don't think this is what you want though. This iterates through 
>the list but does not add the item to the list. It also destroys 
>the pointers to the list in the process. Here's what I think 

>you want: 

> 

>void AddCamera(Camera** list) 

>{ 
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> Camera *prev; 

> if ((*list) == NULL) 

> { 

> (*list) = (Camera*) malloc( sizeof(Camera) ); 

> ReadCamera (*list); 

> } 

> else 

> { 

> prev = *list; 

> while( prev->next != NULL ) prev=prev->next; 

> prev->next = (Camera*) malloc( sizeof (Camera) ); 
> ReadCamera (prev->next) ; 

> } 

>} 

> 

>(In C++ you would pass in a "Camera *&list".) 

> 

>If you need an explaination of what this is doing let me know. 
> 


>> BIW - InitHeap seems to have no effect. Oh and one last thing how do 
>> you reclaim the memory after you have loaded your files into video 
>> memory or into their structures(I parse a raw binary file also). 

> 
>After you're done with the files simply use the memory. For 
>example if you loaded all the graphic images then you could use 
>InitHeap with the memory addresses of where the images were stored. 
>(I have no experience with InitHeap so I don't know why it would be 
>a problem.) 

> 

>Dennis Payne 

>dulsi@identicalsoftware.com 


-—-MESSAGE FILE 1219 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000950 


-—-MESSAGE FILE 1220 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000951 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: FntPrint,FntOpen, etc.... 

Date: Sat, 5 Feb 2000 03:11:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 709 

Message-ID: <87g5um$2s32@chuka.playstation.co.uk> 
NNTP-Posting-Host: m5-mp2-cvxl1lb-.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I seem to be having a little bit of bother with FntPrint() although I can't 
see where I'm going wrong. Hopefully, someone could help me out. 

Basically, I've got a simple program which does very little as yet and I 
want to set up 8 different print streams so I can write basic text onto the 
screen. Sounds simple until I tried to pull it off. 


The main loop goes something like this: 


main 
Initiatefunction(); // Sets up all the graphics stuff etc. 
including FntLoad and FntOpen. 
for (;;) 
Reece cae // Get currentbuffer, clear OT, blah blah... 
Gamefunctions (); // There are actually a few functions here but 


basically this is where I print to the 


// streams using FntPrint and then 
flush them to the frame buffer (FntFlush). 


DrawScreen(); // DrawSync, SwapBuffers, DrawOT, etc. 
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} 
} 


Okay, this all works fine if I use a default print stream but as soon as I 
try allocating the print streams to int variables it doesn't work. :o( 


eg. 


FntLoad (960,256); 
FntOpen(0,0,....... ); 
FntPrint ("TEXT IN HERE.\n"); 
FntFlush(-1); 

THIS WORKS!!! 


FntLoad (960) ; 


fontid[0]=FntOpen(0,0,........ Jo 

fontid[1]=FntOpen(0,0......... ի» 

FntPrint (fontid[0],"TEXT ON STREAM ONE"); 

FntPrint (fontid[1],"TEXT ON STREAM TWO"); 

FntFlush(fontid[0]); 

FntFlush(fontid[1]); 

THIS HAS CRASHED THE CODE, SHOWN BLANK STREAMS OR SHOWN NO STREAMS. 


I've looked over example bits of code which use the same method so it 
*should* work. After bucket loads of time and effort trying to find the root 
of the problem I can only assume the problem lies in the 'fontid' variables 
that I'm declaring. At the moment they are declared as globals like so: int 
fontid[8]; 

I've tried swapping and changing all sorts of things to get it to work but 
to no avail. 


Are there any occasions when global variables can get overwritten? 


Any help at all will be much appreciated or if anyone has the decency to 
look at my code then PLEASE let me know where I am going wrong. I'd love to 
move on from this and get back to coding the good stuff. :o) 


Cheers, 


ՏՇԾԵԵ 


-—-MESSAGE FILE 1220 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000951 


—-MESSAGE FILE 1221 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000952 
Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: FntPrint,FntOpen, etc.... 

Date: Sun, 6 Feb 2000 14:25:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <87jvr7S9ih3@chuka.playstation.co.uk> 
References: <87g5um$2s32@chuka.playstation.co.uk> 
NNTP-Posting-Host: m115-mpl-cvxlb.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


It's all sorted now. 


It turned out to be a pointer that I initialised wrong in another function 
somewhere (that loads images to the frame buffer). I don't have a clue why 
it affected all the print streams but there you go, bizarre. 


Anyway, cheers to Stuart who took the time to look through the code and give 
me some nice pointers( that's pointers as in tips, not pointers as in the 
things that hold memory add...... ah forget it. ;0) ) 


ՏՇԾԵԵ 
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"Scott Ward" <scott.ward6@virgin.net> wrote in message 

news: 87g5um$2s32@chuka.playstation.co.uk... 

> I seem to be having a little bit of bother with FntPrint() although I 
can't 
> see where I'm going wrong. Hopefully, someone could help me out. 

> Basically, I've got a simple program which does very little as yet and I 
> want to set up 8 different print streams so I can write basic text onto 
the 
screen. Sounds simple until I tried to pull it off. 


The main loop goes something like this: 


main 
Initiatefunction(); // Sets up all the graphics stuff etc. 
including FntLoad and FntOpen. 
for (;;) 
Արարայի // Get currentbuffer, clear OT, blah blah... 
Gamefunctions (); // There are actually a few functions here but 


basically this is where I print to the 


// streams using FntPrint and 
hen 
flush them to the frame buffer (FntFlush). 


DrawScreen(); // DrawSync, SwapBuffers, DrawOT, etc. 
} 
} 


Okay, this all works fine if I use a default print stream but as soon as I 
try allocating the print streams to int variables it doesn't work. :o( 


eg. 


FntLoad (960,256); 
FntOpen(0,0,....... ); 
FntPrint ("TEXT IN HERE.\n"); 
FntFlush(-1); 

THIS WORKS!!! 


FntLoad (960); 
fontid[0]=FntOpen (0, 
fontid[1]=FntOpen(0,0......... ee 


FntPrint (fontid[0],"TEXT ON STREAM ONE"); 

FntPrint (fontid[1],"TEXT ON STREAM TWO"); 

FntFlush(fontid[0]); 

FntFlush(fontid[1]); 

THIS HAS CRASHED THE CODE, SHOWN BLANK STREAMS OR SHOWN NO STREAMS. 


I've looked over example bits of code which use the same method so it 
*should* work. After bucket loads of time and effort trying to find the 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV EFV VV VV VV VV VV VV VV V 


> of the problem I can only assume the problem lies in the 'fontid' 
variables 

> that I'm declaring. At the moment they are declared as globals like so: 
int 

> fontid[8]; 

I've tried swapping and changing all sorts of things to get it to work but 
to no avail. 


Are there any occasions when global variables can get overwritten? 


Any help at all will be much appreciated or if anyone has the decency to 
look at my code then PLEASE let me know where I am going wrong. I'd love 
° 

move on from this and get back to coding the good stuff. :o) 


VVIVVVVV VV 


> Cheers, 
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Scott 


V V V V V V 


--MESSAGE FILE 1221 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000952 


—-MESSAGE FILE 1222 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000953 
Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners 

Subject: USB connection possible 

Date: Tue, 14 Mar 2000 06:40:17 +0100 

Organization: DEbri 

Lines: 5 

Message-ID: <le74co3.a6kpde99no00N@ipc379b2a6.dial.wxs.nl> 
NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


I'm using a Mac with USB, is there a converter that works? 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 1222 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000953 


-—-MESSAGE FILE 1223 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000954 
Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 
Newsgroups: scee.yaroze.beginners 

Subject: Re: USB connection possible 

Date: Mon, 17 Apr 2000 18:37:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8dfi91S6c24@chuka.playstation.co.uk> 
References: <le7/4co3.a6kpde99Ino00N@ipc379b2a6.dial.wxs.nl> 
NNTP-Posting-Host: 62.172.86.57 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi, I haven't tried this but can't you use a Belkin USB hub with a 
serial port built in ?? 


Thanks, 


James 
"DEnnis Brinkhuis" <debri@hetnet.nl> wrote in message 
news:le74co3.a6kpde99no00N@ipc379b2a6.dial.wxs.nl... 

I'm using a Mac with USB, is there a converter that works? 


Cheers, 


DEnnis.. 


—-MESSAGE FILE 1223 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000954 


—-MESSAGE FILE 1224 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000955 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 
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Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


—-MESSAGE FILE 1224 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000955 


—-MESSAGE FILE 1225 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000956 
Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <80ohocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80ohocS$7h3@chuka.playstation.co.uk... 

> 

> 

> 


—-MESSAGE FILE 1225 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000956 


—-MESSAGE FILE 1226 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000957 
Path: chuka.playstation.co.uk!news 

From: lallix@lallix.vr9.com (lallix) 

Newsgroups: scee.yaroze.beginners 

Subject: hello? 
Date: 12 Mar 2001 11:39:09 GMT 

Organization: lallix Industries 

Lines: 20 

Message-ID: <98icgtSeo91@www.netyaroze-europe. com> 
NNTP-Posting-Host: is3278.tay.ac.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


hiya :) 


is there anyone reading this group anymore? 
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i have just bought a secondhand yaroze :) 
i am having a little problem displaying a sprite, though: 


i have written a simple program to display a 128x128 sprite, and allow you to 
move it round the screen with the controller. however, i find that the sprite 
moves fine on one buffer, but the other one it stays put resolutely at 0,0 
(giving a flickery blending effect). 


is this a common problem? ie. is there asomething i have obviously missed? or 
will i need to post a bit of code? 


yours hopefully, 
lallix :) 


—-MESSAGE FILE 1226 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000957 


-—-MESSAGE FILE 1227 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000958 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: Re: hello? 

Date: Sun, 18 Mar 2001 14:13:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <992fvmS5Sial@www.netyaroze-europe. com> 
References: <98icgtSeo91l@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1663-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


will i need to post a bit of code? 


> 
> 
> 
> yours hopefully, 
> 
> lallix :) 

> 


Hi 
Post your code. 


cheers 
Derek 


—-MESSAGE FILE 1227 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000958 


—-MESSAGE FILE 1228 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000959 
Path: chuka.playstation.co.uk!news 

From: lallix@lallix.vr9.com (lallix) 

Newsgroups: scee.yaroze.beginners 

Subject: Re: hello? 

Date: 22 Mar 2001 11:22:03 GMT 

Organization: lallix Industries 

Lines: 13 

Message-ID: <99cn8rScia5@www.netyaroze-europe. com> 

References: <98icgtSeo91l@www.netyaroze-europe.com> <992fvm$S5ial@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: is3315.tay.ac.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


i sorted it now, thanks :) 
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it turs out, the code itself was fine, but the TIM file was set to load at 0,0 
— on one of the screens. 


why don't sony make such things clearer in the docs? 


grrrr. 


alex :) 


—-MESSAGE FILE 1228 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000959 


—-MESSAGE FILE 1229 START: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000960 
Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.beginners 

Subject: test 

Date: Mon, 12 Aug 2002 20:25:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <ajbn40$ro22@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1139.gacked.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


test 


—-MESSAGE FILE 1229 END: net-yaroze-usenet/00000001-SCEE/yaroze/beginners/00000960 


E AE AE E FE AE FE AE AE FE FE FE FEAF 
E AE AE E FE AE AE AE AE E FE HHT HE 


S EREEREER 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
EE E TE FE TE FE AE FE E HE REESE 


——HHEEEEEEE EE HEH 
——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian 
——HHEEEEEEE EE HEH 


—-MESSAGE FILE 1230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000001 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.austrian 
Subject: G'Day! 

Date: Thu, 30 Apr 1998 18:25:34 +0100 
Organization: The Hex Heroes 

Lines: 6 

Message-ID: <3548B40E.4298@writeme.com> 
NNTP-Posting-Host: at14-014.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


G'Day Cobbers! 


Chucks ate me source code this avo' - plopped 'em on the barbie along 
with me kanga burgers... bonzer mate! 


<ahem...> 
—-MESSAGE FILE 1230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000001 
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--MESSAGE FILE 1231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000002 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.austrian 
Subject: Re: G'Day! 

Date: Tue, 26 May 1998 16:37:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <356AE1D2.45DA@saqnet.co.uk> 
References: <3548B40E.4298@writeme.com> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: atl4-012.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; 1) 


James Rutherford wrote: 


> 

> G'Day Cobbers! 

> 

> Chucks ate me source code this avo' - plopped 'em on the barbie along 
> with me kanga burgers... bonzer mate! 

> 

> 


<ahem...> 


Oh dear. That is low. But lower than a midget, limbo dancing under the 
sales figures of the Atari Lynx? I think not... 


(Yes, James, I said that to *hurt* you) 


Nick "Arnold Schwarzenegger comes from Austria, y'know" Բ 
--MESSAGE FILE 1231 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000002 


-—-MESSAGE FILE 1232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000003 

Path: chuka.playstation.co.uk!news 

From: Arnold Shwarzenneggenner <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.austrian 

Subject: Re: G'Day! 

Date: Wed, 27 May 1998 15:57:12 +0100 

Organization: The Armed and Dangerous Hex Heroes 

Lines: 8 

Message-ID: <356C29C8.7130@writeme.com> 

References: <3548B40E.4298@writeme.com> <356AE1D2.45DA@saqnet.co.uk> 
NNTP-Posting-Host: at1l4-010.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; 1) 


> (Yes, James, I said that to *hurt* you) 


I'm coughing blood - you really know how to hit a man where it hurts... 
I feel truly backstabbed. 


James "Yep, Rolf Harris too" R. 


< Austrian speakers are welcome on this newsgroup as well : ) > 
--MESSAGE FILE 1232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000003 


-—-MESSAGE FILE 1233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000004 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
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danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <0Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


LOS PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


—-MESSAGE FILE 1233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000004 


--MESSAGE FILE 1234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000005 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


--MESSAGE FILE 1234 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000005 


—-MESSAGE FILE 1235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000006 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380S$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 
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P.S. Gotta love "cutt and past" 
Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


> Right, 1st September, OK. Ties in nicely with GDUK, lots of time, etc... 
> 

> >please put your code no later than Monday 24th August to on your public 
> FTP 

> >site - please include a Read me file. Then mail to advise at the 

> following 

> 

> 

> Erp! next Monday???? Which is it, George? I don't think I can have it 

> all tied up as neatly as I'd like it for 5 days time, unfortunately... 

> Is this just a cut-and-paste error (aah, they're fun)? 

> 

> Nick F 


—-MESSAGE FILE 1235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000006 


—-MESSAGE FILE 1236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000007 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.austrian 
Subject: help me 

Date: Thu, 01 Oct 1998 15:50:21 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3613889C.FC64C496@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 


i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 

please contact me by e-mail at : hunter@sc.trinakria.it 

thx 


—-MESSAGE FILE 1236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 
000007 


--MESSAGE FILE 1237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 
00000008 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.freetalk.austrian 
Subject: Juhuu.... 

Date: Mon, 05 Jul 1999 22:55:28 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <37811BC0.23793BB4@netway.at> 
NNTP-Posting-Host: t1p179.at-—732.netway.at 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; 1) 
X-Accept-Language: de,en,nl 


Hi! 
Ist leicht gar niemand da???? 


JJoS 


I hate bugs! - I like Starship Troopers... 
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--MESSAGE FILE 1237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 


000008 


--MESSAGE FILE 1238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/ 


00000009 

Path: chuka.playstation.co.uk!news 

From: "Armand Molinski" <armandsdev@gmx.de> 
Newsgroups: scee.yaroze.freetalk.austrian 

Subject: Re: Juhuu.... 

Date: Tue, 1 Apr 2003 18:03:26 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <b6ce42S28f6@www.netyaroze-europe. com> 
References: <37811BC0.23793BB4@netway.at> 
NNTP-Posting-Host: 195.143.24.242 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Doch jetzt schon! 


<john.j@netway.at> schrieb im Newsbeitrag 
news:37811BC0.23793BB4@netway.at... 


> Hi! 

> 

> Ist leicht gar niemand da???? 

> 

> JJos 

> 

> -- 

> I hate bugs! - I like Starship Troopers... 
> 


—-MESSAGE FILE 1238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/austrian/00 


000009 


E AE AE FE FE AE FE AE AE FE FE FE FEAE 
E AE AE E FE AE AE AE AE FE FE HEHE 


EE E TE AE HE FE AE FE E HE HEH HH 


——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish 


E AE AE E FE AE FE AE AE FE HHH 


--MESSAGE FILE 1239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish/00 


000001 
Path: chuka.playstation.co.uk!news 
From: "George Bain" <George_Bain@Playstation.sony.com> 


Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 


talian 
Subject: SONY ECTS PARTY 
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Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <01lbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


To: PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


-—-MESSAGE FILE 1239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish/0000 
0001 


—-MESSAGE FILE 1240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish/00 
000002 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
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NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


--MESSAGE FILE 1240 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish/0000 
0002 


--MESSAGE FILE 1241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish/00 
000003 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 
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Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


VVVVVVVVVVV VV 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 
>please put your code no later than Monday 24th August to on your public 
FTP 

>site - please include a Read me file. Then mail to advise at the 
following 

Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 

Nick F 
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--MESSAGE FILE 1241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/danish/0000 
0003 


EE E TE AE HE FE E FE E HE EEE H 
E AE AE AE AE EAE FE EAE E EH 


E AE EAE AE AEE FE EH HE HH 


——START USENET FOLDER: 


E AE AE E FE AE AE AE AE FE HHT HE 


net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch 


--MESSAGE FILE 1242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00001 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Eindelijk een Nederlandse NewsGroup 

Date: Fri, 1 May 1998 01:04:02 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ld8bpys.x9lxdmlt0e23kN@al-88-137.al.nl> 


NNTP-Posting-Host: al-88-137.al.nl 
X- 


Newsreader: MacSOUP 2.3 (unregistered) 


Eindelijk is er een Nederlandse Newsgroup!! 


Nou ik zal maar even openen dan. 


Ik ben DEnnis Brinkhuis en ik heb mijn Net Yaroze gewonnen met en 
wedstrijd. En het is een werelds bakkie. Ik zou graag willen weten of er 
verder nog veel Nederlandse members zijn. Ik weet dat ik niet alleen 
ben. Ik geloof dat er een Sebastiaan is ofzo, die een eigen bedrijfje 
heeft dat "the Little Studio" heet. Alleen kun je hem niet bereiken 
omdat zijn E-mail niet klopt. Volgens mij heeft hij meerdere Net Yarozes 
maar ook dat weet ik niet zeker. Als er Nederlanders zijn, dan zou ik 
het leuk vinden om samen eens een project te doen. Uiteindelijk hoop ik 
dat de Digital Entertainment Industrie in Nederland ook een beetje op 
komt bloeien. Ik weet dat er wel wat kleine bedrijfjes zijn die ook voor 
PSX ontwikkelen (zoals Lost Boys) maar er zit niets noemenswaardigs bij. 


Nou de groeten maar weer en hopenlijk laten jullie wat van je horen! 


DEnnis Brinkhuis 
www.netyaroze-europe.com/~madmac 
macsuppor@al.nl 
--MESSAGE FILE 1242 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
001 
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-—-MESSAGE FILE 1243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00002 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Helemaal alleen... 

Date: Wed, 6 May 1998 19:56:50 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <1d8m8r2.49nz8mquo5qxN@al-—88-116.al.nl1> 
NNTP-Posting-Host: 81-88-116.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nog steeds geen Nederlanders..sniff... 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 


debri@dds.nl 
macsuppor@al.nl 


ICQ: 5667178 
--MESSAGE FILE 1243 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
002 


--MESSAGE FILE 1244 START: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00003 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Profile 

Date: Mon, 25 May 1998 00:54:21 +0200 

Organization: Debri Productions 

Lines: 51 

Message-ID: <1d9k7r1l.1kc70qm1f401rdN@al1-—88-134.al.nl1> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


Can I have all your profiles for the profilelist (if I don't already 
have it)? 


I'm bussy with a Public Profile List. Here you can see all the basic 
info about members that sent me their profile. Lots of members already 
sent me their profile. Just have a look. Tell what you want others to 
know. 

The next info can be made public this way: 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

— Personal Page <linked> 
- NY page <linked> 
- Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10» 

- Rate Coding Skills <number out of 10» 

- Specialisation 

- Projects 

— Extra Info 

- Member since 

- Hot 

- Not 


This is for SCEE and SCEA members (and SCEI members if in English) 


Net Yaroze newsgroups message dump.txt Page 792 


http://www.al.nl/macsupport/debri/ny/profilelist.html 


http://www.al.nl/macsupport/debri/ 


Greatings DEnnis.. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/ 


debri@dds.nl 
macsuppor@al.nl 


--MESSAGE FILE 1244 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
003 


—-MESSAGE FILE 1245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00004 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


--MESSAGE FILE 1245 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
004 
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--MESSAGE FILE 1246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00005 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 

scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVV VV VV VV VV 


Hey Maurice, 


I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
--MESSAGE FILE 1246 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
005 


--MESSAGE FILE 1247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00006 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 
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Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 


Will Atkin wrote: 
> 
> Maurice Sibrandi wrote: 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 


VVVVVVVVVVVVVVV VV VV VV VV 


> I checked out that web-address and came up with an adress not found 


> screen. I also looked under http://www.playstation-europe.com and 
> couldn't find anything leading to yaroze, 

> 

> any ideas? 

> 

> Will 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
--MESSAGE FILE 1247 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
006 


—-MESSAGE FILE 1248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00007 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <casaub@webscore.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Zo weinig? 

Date: Wed, 27 May 1998 10:52:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6kgjqcSlev7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.108.62.29 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Dus dit is de Nederlandse Nieuwsgroup? Ai jai jai... 
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Laat ik mezelf in ieder geval even introduceren; al is het misschien 
alleen aan DEnnis ; ) 


Naam: Jun Nakamura 

NickNaam: Casaub 

Geboren: 30/09/73 

ICQ 4015118 

Thuis: Amsterdam 

Spreekt: C/C++, Java, Pascal, Modula, Prolog en wat Assembly 


Ik heb nog geen tijd gehad om mijn pagina voor op de Yaroze-site 
af te maken... vooral ook omdat ik nog niets heb om echt bij te 
dragen. Mocht je toch iets willen zien... kom dan eens langs bij 
www.webscore.nl ; een eenmansBV waar ik voor werk. 


projecten: 

- LoadRunner (retrogaming.. ook een Java versie) 
— een shoot-em-up 

— en een RPG 


tijd.. tijd.. tijd.. : drat drat drat and double drat. 


CASAUB 


casaub@webscore.nl 
"don't let your fears stand in the way of your dreams". 


--MESSAGE FILE 1248 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
007 


—-MESSAGE FILE 1249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00008 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:15:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6kjrhqSlev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:670 scee.yaroze.freetalk.dutch:8 
scee.yaroze.freetalk.english:1063 scee.yaroze.freetalk.german:17 


Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
Link. Preferably a online-store or post-order company. You can leave out 
Datel, because I already checked them. 


Thanks! 


Maurice 


--MESSAGE FILE 1249 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
008 


-—-MESSAGE FILE 1250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00009 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:05:24 +0100 

Organization: Intelligent Research 

Lines: 13 
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Message-ID: <356D7D34.22090B63@hinge.mistral.co.uk> 
References: <6kjrhq$lev13@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:671 scee.yaroze.freetalk.dutch:9 
scee.yaroze.freetalk.english:1064 scee.yaroze.freetalk.german:18 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 

> 


What was wrong with Datel ? I got mine direct from them.... 
Craig. 


—-MESSAGE FILE 1250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
009 


—-MESSAGE FILE 1251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00010 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Zo weinig? 

Date: Thu, 4 Jun 1998 06:33:35 +0200 

Organization: Debri Productions 

Lines: 28 

Message-ID: <1d9rjuw.rik7rel1669rpcN@al-—88-112.a1.nl1> 
References: <6kgjqcS$lev7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-112.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Cumbaja! ik ben niet meer alleen! 


Welkom makker. Ik zou graag je profile willen hebben voor de 
profile-list. 

Ik heb op het net een publieke pagina staan met allemaal "profielen" van 
members. Zo kun je makkelijk zien met wie je te maken hebt en als je 
ergens hulp bij nodig hebt weet je meteen bij wie je moet zijn en welke 
adressen daar bij horen. Neem maar eens een kijkje op: 
http://www.al.nl/macsupport/debri/ny/profilelist.html 

Verder lijkt het me wel leuk om een keer een project samen te doen. Ik 
ben voornamelijk vormgever en jij programmeur heb ik gezien. Verder had 
ik nog een vraag; Ik ga eind juli naar de Middlesex University in London 
om daar een korte cursus te doen. Het is een introductie cursus voor Net 
Yaroze. Misschien ook wel tof voor jou. Het kost 165 pond (ongeveer 550 
gulden) en de basics voor Net Yaroze komen aan de orde. Dus een beetje 
vormgeving, 2D- en 3D programmeren. Mocht je nou geen intresse hebben, 
zou je mij dan willen helpen? Er wordt namelijk verwacht dat je wat 
ervaring met C hebt. Dat heb ik (nog) niet. Ik ben wel druk bezig maar 
je leert niet echt snel uit boeken. Tenminste ik niet. Zou je mij niet 
een handje opweg kunnen helpen met C? Daar heb ik ook wel een leuke 
vergoeding voor over. Laat maar even weten of je voor eind juli nog een 
keer een beetje tijd hebt, en zo ja hoeveel je zou willen verdienen voor 
een spoedcursus C (alleen een beetje de basus). Verwacht overigens niet 
dat ik helemaal geen ervaring heb. Ik ben al een beetje bezig geweest en 
ik ben ook best technisch aan gelegt. 

Ik hoor het wel.. 


GHroeten DEnnis.. 
--MESSAGE FILE 1251 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
010 
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-—-MESSAGE FILE 1252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00011 

Path: chuka.playstation.co.uk!news 

From: "casaub" <casaub@webscore.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Zo weinig? 

Date: Thu, 4 Jun 1998 09:41:26 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <615ilbS$6014@chuka.playstation.co.uk> 

References: <6kgjqcS$lev7@chuka.playstation.co.uk> <1d9rjuw.rik7rel669rpcN@al-88-112. 
al.nl> 

NNTP-Posting-Host: 195.108.62.29 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Lijkt me leuk die cursus DEnnis, probleem alleen is dat ik 
helemaal blut ben (what else is new?). Dus moet maar even 
kijken of ik het geld voor die tijd bij elkaar kan krijgen. 


Helpen doe ik graag en daar hoef je me uiteraard niet voor te 
betalen. Cursus geven doe ik niet, maar antwoord geven op vragen 


wel 8 ) Mijn ICQ nummer heb je, dus ik hoor het wel van je en 
aangezien je in Amsterdam werkt, kunnen we best een keer 
afspreken (?) ik woon in West en werk aan de Raadhuisstraat, 


dus mogelijkheden te over. 


c ya JUN. 


--MESSAGE FILE 1252 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
011 


—-MESSAGE FILE 1253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00012 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Eindelijk een Nederlandse NewsGroup 

Date: Fri, 5 Jun 1998 02:03:14 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <617cj2S6024@chuka.playstation.co.uk> 
References: <ld8bpys.x91lxdm1t0e23kN@al1-—-88-137.al.nl1> 
NNTP-Posting-Host: amf0541.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Okay... dan stel ik me ook even voor! 


Mijn naam is Jan-Lieuwe Koopmans en ik heb mijn Yaroze ongeveer een week 
geleden binnen gekregen (gewoon gekocht ;-). Ik programmeer al vanaf mijn 
12e (ik ben nu bijna 23 jaar). Ik ben begonnen op MSX (in Basic) en later 
ben ik spellen en demo's gaan programmeren in 280 Assembly. Op de PC heb ik 
nooit echt de draad op kunnen pakken (alhoewel ik wel C/C++/Pascal/80x86 
Assembly beheers) qua games-programming. Ik heb wel wat engines geschreven 
in zowel DOS als Windows 95 (DirectX). Ik hoop m.b.v. mijn Yaroze wat leuke 
projecten te kunnen starten (en afronden). Ik heb vooral interesse in het 
maken van RPG's (Japanse stijl ala Final Fantasy, Xak en Ys). Verder 
componeer ik muziek (in eerste instantie om mijn spellen van muziek te 
voorzien, maar inmiddels heb ik hier een hele studio) en kan wel aardig 
grafisch ontwerpen. Als iemand ooit met mij een RPG wil gaan programmeren 
voor de Yaroze, dan ben je welkom! Ik wil alleen eerst die Yaroze goed onder 
de knie krijgen. Ik heb het 2D gedeelte al aardig door; nu alleen het 3D 
gedeelte nog. 


Dat was het wel zo'n beetje... 


Greets, 


Jan-Lieuwe 
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http://home.wxs.nl1/~moa/ 


—-MESSAGE FILE 1253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
012 


-—-MESSAGE FILE 1254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00013 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Profile 

Date: Fri, 5 Jun 1998 02:15:28 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 82 

Message-ID: <617da8$6o025@chuka.playstation.co.uk> 

References: <1d9k7rl.1kc70qm1f£401rdN@a1-88-134.al.nl1> 

NNTP-Posting-Host: amf0541.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>— Name 


Jan-Lieuwe Koopmans 
>- Membername 
Master of Audio (or MOA) 


>- Birthdate 


17/8/75 

>- Email <linked> 

moa@wxs .nl 

>- ICQ 

4033356 

>- Nationality 

Dutch 

>- Home-town 

Putten 

>- Personal Page <linked> 
http://home.wxs.nl/~moa/ 

>- NY page <linked> 
http://www.netyaroze-europe.com/~moa_22/ 
>- Rate NY-page <number out of 10, how you rate your own page> 
0 (Nothing there...) 


>- Rate Designing Skills <number out of 10> 


>- Rate Coding Skills <number out of 10> 


>- Specialisation 
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- Games Composing 
- Games Programming 


>- Projects 
N/A (Wants to create an RPG) 
>— Extra Info 


- Languages I can handle: C/C++/Assembly (several CPU's) /Pascal/Basic 
- Various MIDI-equipment 
- I Know some great 2D-artists, capable of creating sprites and stuff. 


>- Member since 
30/5/98 
>- Hot 


- Panzer Dragoon Saga 
- Gran Turismo 

- RPG's 

- Roland 


>- Not 


- My telephone bill 
- Yaroze manuals 


--MESSAGE FILE 1254 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
013 


—-MESSAGE FILE 1255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00014 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 11 Jun 1998 07:28:59 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6loi2f$fil4@scea> 

References: <6kjrhq$lev13@chuka.playstation.co.uk> 

NNTP-Posting-Host: d120.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:720 scee.yaroze.freetalk.dutch:14 
scee.yaroze.freetalk.english:1123 scee.yaroze.freetalk.german: 22 


Goto: 


http://www.therage.com/ 


Maurice Sibrandi wrote in message <6kjrhq$levl1l3@chuka.playstation.co.uk>... 
>Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
>Link. Preferably a online-store or post-order company. You can leave out 
>Datel, because I already checked them. 

> 

>Thanks! 

> 

>Maurice 

> 

> 

> 


--MESSAGE FILE 1255 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
014 
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—-MESSAGE FILE 1256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 

00015 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Fri, 12 Jun 1998 10:51:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6lqq55$s986@chuka.playstation.co.uk> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:722 scee.yaroze.freetalk.dutch:15 
scee.yaroze.freetalk.english:1140 scee.yaroze.freetalk.german:23 


I ordered mine from directly from Datel. Works great! 


-—-MESSAGE FILE 1256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
015 


—-MESSAGE FILE 1257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 

00016 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: 13 Jun 1998 09:59:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> <61qq55$s986@c 

huka.playstation.co.uk> 

NNTP-Posting-Host: d1l-s16-57-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:727 scee.yaroze.freetalk.dutch:16 
scee.yaroze.freetalk.english:1160 scee.yaroze.freetalk.german: 24 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6lqq55$s986@chuka.playstation.co.uk>... 
> I ordered mine from directly from Datel. Works great! 


Hey Maurice, when does Yaroze Master get proper ARS fileserver support? And 
who's gonna 
go a serial version of the lib? 


Craig. 
--MESSAGE FILE 1257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
016 


—-MESSAGE FILE 1258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00017 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Tue, 07 Jul 1998 19:26:32 -0500 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <35A2BCB8.3462C182@mw. 3com.com> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 
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NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:804 scee.yaroze.freetalk.dutch:17 
scee.yaroze.freetalk.english:1368 scee.yaroze.freetalk.german:26 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 


Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 
PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


"Game Sharks"? 

Can I use the ARS type Yaroze software with a "Shark Link" rather than the 
"Comms Card"??? What is the difference between ARS and "Nice ARS"? 

Are there other fast-download solutions along these lines? 

Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 


these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 
EdF 


--MESSAGE FILE 1258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
017 


-—-MESSAGE FILE 1259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00018 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Clearing some confusion 

Date: Tue, 07 Jul 1998 21:40:24 -0700 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <35A2F838.1EE593B@ésinclair.net> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <35A2BCB8.3462C182@mw.3com.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:816 scee.yaroze.freetalk.dutch:18 
scee.yaroze.freetalk.english:1373 scee.yaroze.freetalk.german:27 


I can clear some confusion - I remember a device, I think was for SNES 
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(maybe NES) called the "Action Replay". It allowed you to save any game 


at any point in the game, 


and then reload it at that point, whether it 


had battery backup or not. I'm not sure, but it could be related to the 
"Pro Action Replay" by Datel. 


Datel made the Pro Action 


Replay, for sale in Europe and Japan. For US 


distribution, they licensed it to InterAct. It is exactly the same 
device, but with different codes in it (for US versions of games). It 
does work with Datel's CommsLink card for the PAR. 


This is my knowledge. 


CodeMasters, the makers 
PlayStation?) 


they seems to have Game 


"Game Sharks"? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


EdF 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 


of the current Micro Machines game on the 


On the Rocket Game Products web page http://www.rocketgameproducts.com 


Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


Can I use the ARS type Yaroze software with a "Shark Link" rather than the 
"Comms Card"??? What is the difference between ARS and "Nice ARS"? 
Are there other fast-download solutions along these lines? 


Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 
these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 


We are the music-makers, 


And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


—-MESSAGE FILE 1259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 


018 


—-MESSAGE FILE 1260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 


00019 


Path: chuka.playstation.co.uk!news 
From: "George Bain" <George_Bain@Playstation.sony.com> 
Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 


danish, scee.yaroze.freetal 
french, scee.yaroze.freetal 
talian 

Subject: SONY ECTS PARTY 


lk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
lk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 


Date: 18 Aug 1998 18:50:12 GMT 


Organization: SCEE 
Lines: 44 


Message-ID: <0Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


To: PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


—-MESSAGE FILE 1260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
019 


—-MESSAGE FILE 1261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00020 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
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5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


--MESSAGE FILE 1261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
020 


-—-MESSAGE FILE 1262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00021 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 


Regards, 


George@SCEE 
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Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


> Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 
> 

> >please put your code no later than Monday 24th August to on your public 
> FTP 

> >site - please include a Read me file. Then mail to advise at the 

> following 

> 

> 

> Erp! next Monday???? Which is it, George? I don't think I can have it 

> all tied up as neatly as I'd like it for 5 days time, unfortunately... 

> Is this just a cut-and-paste error (aah, they're fun)? 

> 

> Nick F 


--MESSAGE FILE 1262 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
021 


—-MESSAGE FILE 1263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00022 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: help me 

Date: Thu, 01 Oct 1998 15:51:15 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <361388D2.5COD4EF1@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


-—-MESSAGE FILE 1263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
022 


—-MESSAGE FILE 1264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00023 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: help me 

Date: Sat, 3 Oct 1998 22:54:38 +0200 

Organization: Debri Productions 

Lines: 5 

Message-ID: <ldgbnur.rytn05i4weluN@al-88-132.al.nl1> 
References: <361388D2.5COD4EF1@sc.trinakria.it> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paolo B. <hunter@sc.trinakria.it> wrote: 
please don't put the same message on every newsgroup. 


DEnnis.. 
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--MESSAGE FILE 1264 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
023 


—-MESSAGE FILE 1265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00024 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Gelukkig nieuwjaar!!! 

Date: Sun, 3 Jan 1999 01:08:18 +0100 

Organization: Debri Productions 

Lines: 3 

Message-ID: <ldkwdcl.1f9m4xpt5o0hxuN@al-—-88-131.al.nl1> 
NNTP-Posting-Host: al-88-131l.al.nl 

X-Newsreader: MacSOUP 2.3 


Nog steeds weinig hollanders hier.. 


Dennis.. 
-—-MESSAGE FILE 1265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
024 


—-MESSAGE FILE 1266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00025 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: TEAM PARC WELCOME 

Date: Sun, 3 Jan 1999 23:50:20 +0100 

Organization: Debri Productions 

Lines: 5 

Message-ID: <1dl2y51.1p6pj8b166bydiN@al-88-134.al.nl> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Hi all, 
What about a public development system? 


DEnnis.. 
-—-MESSAGE FILE 1266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
025 


—-MESSAGE FILE 1267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00026 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: TEAM PARC WELCOME 

Date: Wed, 06 Jan 1999 18:09:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <369398CB.B3DC2DCD@augsburg.baynet .de> 
References: <ldl2y51.1p6p j8b166bydiN@al-88-134.al.nl1> 
NNTP-Posting-Host: 62.208.46.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


Just a test answer 


Andy 


Hi all, 


What about a public development system? 


V V V V 
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> DEnnis.. 


--MESSAGE FILE 1267 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
026 


—-MESSAGE FILE 1268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00027 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: TEAM PARC WELCOME 

Date: Thu, 7 Jan 1999 17:43:22 +0100 

Organization: Debri Productions 

Lines: 14 

Message-ID: <1d188hr.lupfiyslmjottsN@al-88-131.al.nl> 

References: <1dl12y51.1p6pj8b166bydiN@al-88-134.al.nl> <369398CB.B3DC2DCD@augsburg.ba 
ynet .de> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


loonybit <ba1l24908@augsburg.baynet.de> wrote: 


> Just a test answer 


> 

> Andy 
> 

> 

Hi Andy, 


Now hope the rest will follow.. 


DEnnis.. 
—-MESSAGE FILE 1268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
027 


—-MESSAGE FILE 1269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00028 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: TEAM PARC NEWS 

Date: Tue, 12 Jan 1999 09:56:37 +0100 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ldlijlr.lwnb2hdlqfbih6N@al-88-135.al.nl1> 
NNTP-Posting-Host: 81-88-135.81.ու 

X-Newsreader: MacSOUP 2.3 


- ACCESS FOR JOHNT: 

JohnT now also has access to the team parc FTP-directory. I think we 
should use this from now on. Although I would like to get the demo's by 
mail to. If you mail me a demo and you did not put it in the 
parc-directory, please note that in the mail and I will put it in. 


— IMAGE FOR PAINTCARS: 

I attached an image tu use as background with paintcars. I think Andy 
and John need to be carefull that they don't do the same updates on 
seperate demo's. At this moment there is a demo with 3 items displayed 
at all times. 


— MUSIC FOR PAINTCARS: 
I asked Paul to have a look at some music for paintcars, could you also 
find out how you can get music running under a demo? 


- NEXT CHAT SESSIONS: 
Past week there were 2 sessions (friday and saturday). On friday I spoke 
with andy and paul, on saturday I spoke with John. I was thinking of 
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skipping the chatsessions every week and getting on in the dutch 
newsgroup. This way everybody is free to speak whenever you want. To 
encurage this, I will also put this mail in there. Maybe we could do a 
chat just at the first friday of every month. 


Later blokes... 


DEnnis.. 
—-MESSAGE FILE 1269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
028 


—-MESSAGE FILE 1270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00029 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Andy's mail.. 

Date: Sat, 16 Jan 1999 10:50:29 +0100 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldlq0q0.fbp3dqovubugN@al1-88-135.al.nl1> 
NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 


Sorry andy, I still get mails returned from BOTH adresses!! What is 
going on... 
I hope this will be a solution for us.. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 1270 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
029 


--MESSAGE FILE 1271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00030 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: TEAM PARC WELCOME 

Date: Fri, 08 Jan 1999 22:39:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <36967B24.6E084211@augsburg.baynet.de> 

References: <1d12y51.1p6pj8b166bydiN@al-88-134.al.nl> <369398CB.B3DC2DCD@augsburg.ba 
ynet.de> <1d188hr.lupfiyslmjottsN@al-88-131.al.nl> 

NNTP-Posting-Host: diall09.a-city.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


Me too. :-) 


loonybit <ba1l24908@augsburg.baynet.de> wrote: 


> Just a test answer 
> 

> Andy 

> 

> 


Hi Andy, 


Now hope the rest will follow.. 


VVVVVVVVVVV VV 


DEnnis.. 
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--MESSAGE FILE 1271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
030 


--MESSAGE FILE 1272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00031 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Andy's mail.. 

Date: Sat, 16 Jan 1999 17:38:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <36A0C07B.B9D3AE4C@augsburg.baynet .de> 
References: <ldlq0q0.fbp3dqovubugN@al1-88-135.al.nl> 
NNTP-Posting-Host: diall09.a-city.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


It seems to be a problem with the mail server...Hope that will change 
soon. 


Sorry for the trouble, 


Andy 


> Sorry andy, I still get mails returned from BOTH adresses!! What is 
> going on... 

> I hope this will be a solution for us.. 

> 

> Cheers, 

> 

> DEnnis.. 


--MESSAGE FILE 1272 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
031 


—-MESSAGE FILE 1273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00032 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Update Team Parc-site 

Date: Tue, 19 Jan 1999 00:59:17 +0100 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldlut9k.1te06je5b1d9cN@al-—88-110.al.nl> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 


The teamParc site is finally updated, just like my personal site. It's 
now possible to download a demo. Please put the latest versions also on 
the net from now on.. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 1273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
032 


--MESSAGE FILE 1274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00033 
Path: chuka.playstation.co.uk!news 
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From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.dutch 
Subject: Re: TEAM PARC WELCOME 

Date: Mon, 18 Jan 1999 23:51:29 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <780he2Shoo16@chuka.playstation.co.uk> 

References: <1d12y51.1p6p j8b166bydiN@al1l-88-134.al.nl> <369398CB.B3DC2DCD@augsburg.ba 
ynet.de> <1d188hr.lupfiyslmjottsN@al-88-131.al.nl> <36967B24.6E084211@augsburg.bayne 
t.de> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Following 


loonybit wrote in message <36967B24.6E084211@augsburg.baynet.de>... 
>Me too. :-) 


>> loonybit <bal24908@augsburg.baynet.de> wrote: 


>> > Just a test answer 
>> > 

>> > Andy 

>> > 

>> > 


>> Hi Andy, 
>> Now hope the rest will follow.. 


>> DEnnis.. 


--MESSAGE FILE 1274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
033 


--MESSAGE FILE 1275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00034 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Lesson Dutch 

Date: Wed, 20 Jan 1999 16:02:36 +0100 

Organization: Debri Productions 

Lines: 36 

Message-ID: <ldlxg81.o0e2g3nlsvpkc6N@al-—88-108.a1l.nl> 
NNTP-Posting-Host: 81-88-108.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Yes = Ja 

No = Nee 

Hello = Hallo 

Well done = Goed gedaan 

Thank You = Dank je 

Please = Alsjeblieft 

Nice = Mooi 

Today = Vandaag 

Tomorrow = Morgen 

Yesterday = Gisteren 

Much work = Veel werk 

Not possible = Kan niet 

Cool = Gaaf or Heftig or Tof 

I need to go to the toilet = Ik moet even naar de WC 
To barf (throw up) = Kotsen (over geven) 
Monday = Maandag 
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Tuesday = Dinsdag 
Wednesday = Woensdag 
Thursday = Donderdag 
Friday = Vrijdag 
Saturday = Zaterdag 
Sunday = Zondag 

Car = Auto 

Bike Fiets 

Dork Sukkel 

Nerd = Eikel 
Arshole = Klootzak 
More = Meer 

Less = Minder 

Much = Veel 


Some = Weinig 
Apple = Appel 
Bird (girl) = Meissie 


Bloke = Gozer 

Pal = Makker 

Work = Werk 

--MESSAGE FILE 1275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
034 


—-MESSAGE FILE 1276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00035 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: TEAM PARC NEWS 

Date: Tue, 26 Jan 1999 08:39:20 +0100 

Organization: Debri Productions 

Lines: 32 

Message-ID: <ldm7nmz.11lpxa811nd9f0gN@al-88-127.a1l.nl> 
NNTP-Posting-Host: 81-88-127.81.ոլ 

X-Newsreader: MacSOUP 2.3 


— ANDY: 

Andy, can you please keep us informed about when you are completely 
finished with moving? When it's all done, can you check out the bug in 
WingWorld? 


- JOHN: 

I suppose you are also very bussy, but can you tell when you think that 
the background will be in paintcars? 

After that we can work on the bullet and the oneplayer-game with counter 


(you choose what first) 


- PAUL: 

Did you find a little time to take a look at the models and see if you 
could get them to work on the NY? Or otherwise to work on some music. 
I know that you are the proud owner օք Zelda64, but could you just let 
us know when you finished it? չ-) 


- NO CHATS: 

I noticed that there is growing a larger distance since we have no chats 
anymore. I do hope that it was a good thing that we stopped the chats 
and that we went on with this newsgroup. 


= FC TS: 

The ECTS is still very far away. As far as I know, the ECTS will be 5 
till 7 september this year. I'm planning of organizing a hudge NY 
meeting. I hope that we can book a complete hotel for just NY members. 


Cheers, 
Later.. 
DEnnis.. 


--MESSAGE FILE 1276 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
035 
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-—-MESSAGE FILE 1277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00036 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: TEAM PARC NEWS 

Date: Tue, 26 Jan 1999 18:33:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <36ADFC7B.  9AA99921@augsburg.baynet.de> 
References: <ldm7nmz.1llpxa811nd9f0gN@al1-88-127.al.n1> 
NNTP-Posting-Host: diall63.a-city.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


— ANDY: 

Andy, can you please keep us informed about when you are completely 
finished with moving? When it's all done, can you check out the bug in 
WingWorld? 


MOM MWY 


I'll keep you informed. I think moving will be finished after next weekend. 
Equipment should run again after 2 days. So, i suppose, i'm ready to look 
for the WingWorld bug next week. I've already done some changes to the 
PaintCars code. I want to finish the improved collision system next 
week.Thanks for your patience. 


> — JOHN: 

> I suppose you are also very bussy, but can you tell when you think that 
> the background will be in paintcars? 

> After that we can work on the bullet and the oneplayer-game with counter 
> (you choose what first) 


Maybe, you'll wait for the new collision system, then i needn't implement it 


> — PAUL: 

> Did you find a little time to take a look at the models and see if you 
> could get them to work on the NY? Or otherwise to work on some music. 
> 
> 


I know that you are the proud owner օք Zelda64, but could you just let 
us know when you finished it? չ-) 


How's Andy? 


> - ECTS: 

> The ECTS is still very far away. As far as I know, the ECTS will be 5 
> till 7 september this year. I'm planning of organizing a hudge NY 

> meeting. I hope that we can book a complete hotel for just NY members. 
:)1'11 hope to be there. 

Cheers, 

Andy 


--MESSAGE FILE 1277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
036 


--MESSAGE FILE 1278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00037 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Mailadress Andy 

Date: Sun, 31 Jan 1999 01:22:51 +0100 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ldmh2Zep.1in7auqblvwe5cmN@al-88-109.al.nl> 
NNTP-Posting-Host: al-88-109.al.nl 
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I still get my mails returned from Andy, can anybody else try to 
contacty him by mail? 


Later, 


DEnnis.. 
--MESSAGE FILE 1278 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
037 


—-MESSAGE FILE 1279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00038 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: My absence 

Date: Tue, 2 Feb 1999 10:09:40 -0000 

Organization: Network Technology 

Lines: 13 

Message-ID: <796iteSis69@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


For the better part of a week I have been unable to access the internet and 
am still unable to use email at home until I get some hardware problems 
resolved. This also means I have been unable to work on PaintCars : ( 

I do not wish to re-install various programs on my PC until I have fully 
tested and installed the new hardware for which I am currently waiting for a 
replacement (companies are never fast at replacing faulty goods) 


I am checking here from my office as you can probably guess ;) 


JohnT 


--MESSAGE FILE 1279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
038 


--MESSAGE FILE 1280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00039 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: My absence 

Date: Fri, 5 Feb 1999 00:29:28 +0100 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldmm78q.1v9z6dh8aqbeoN@al-88-120.a1.nl1> 
References: <796iteSis69@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-120.al.nl 

X-Newsreader: MacSOUP 2.3 


JohnT <johnt@nettech.demon.co.uk> wrote: 


For the better part of a week I have been unable to access the internet and 
am still unable to use email at home until I get some hardware problems 
resolved. This also means I have been unable to work on PaintCars : ( 

I do not wish to re-install various programs on my PC until I have fully 
tested and installed the new hardware for which I am currently waiting for a 
replacement (companies are never fast at replacing faulty goods) 


I am checking here from my office as you can probably guess ;) 


VVVVVVVVVV 


JohnT 


I hope you get your stuff fixed soon. Thanx for getting us informed, I 
think that that is very important. Andy is also almost ready to get on 
with coding. I'm working on the games book in the mean time, and I make 
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up new idea's for later, like a fish-game where you control a fish that 
swims in a river. 
Anyhow, keep us informed.. 


Later, 


DEnnis.. 
-—-MESSAGE FILE 1280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
039 


—-MESSAGE FILE 1281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00040 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: My absence 

Date: Fri, 5 Feb 1999 09:46:28 -0000 

Organization: Network Technology 

Lines: 36 

Message-ID: <79eeltSdjc6@chuka.playstation.co.uk> 

References: <796iteSis69@chuka.playstation.co.uk> <ldmm78q.1v9z6dh8aqbeoN@al-88-120. 
al.nl> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DEnnis Brinkhuis wrote in message 
<ldmm78q.1v9z6dh8aqbeoN@al-88-120.al.nl1l>... 

>JohnT <johnt@nettech.demon.co.uk> wrote: 

> 

>> For the better part of a week I have been unable to access the internet 
and 

>> am still unable to use email at home until I get some hardware problems 
>> resolved. This also means I have been unable to work on PaintCars : ( 

>> I do not wish to re-install various programs on my PC until I have fully 
>> tested and installed the new hardware for which I am currently waiting 
fora 

>> replacement (companies are never fast at replacing faulty goods) 

>> 

>> I am checking here from my office as you can probably guess ;) 

>> 

>> JohnT 

> 

>I hope you get your stuff fixed soon. Thanx for getting us informed, I 
>think that that is very important. Andy is also almost ready to get on 
>with coding. I'm working on the games book in the mean time, and I make 
>up new idea's for later, like a fish-game where you control a fish that 
>swims in a river. 

>Anyhow, keep us informed.. 

> 

Ok, here goes ;) 


I have had the hardware back and it is working nicely and I can now 
re-install everything I need on my PC. I should be up and running for 
programming either Saturday afternoon or Sunday at the latest (lots to 
re-install!) 


JohnT 


--MESSAGE FILE 1281 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
040 


—-MESSAGE FILE 1282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00041 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: My absence 
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Date: Sat, 6 Feb 1999 02:07:12 +0100 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldmrs7g.1llm9mtylue7o7cN@al-88-116.al.nl> 

References: <796iteSis69@chuka.playstation.co.uk> <ldmm78q.1v9z6dh8aqbeoN@al-88-120. 
al.nl> <79eeltSdjc6@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-116.al.nl 

X-Newsreader: MacSOUP 2.3 


> Ok, here goes ;) 

> 

> I have had the hardware back and it is working nicely and I can now 

> re-install everything I need on my PC. I should be up and running for 
> programming either Saturday afternoon or Sunday at the latest (lots to 
> re-install!) 

> 

> JohnT 

So no saturday-chat for you?... I hope can make it in time to join in 


the saturday chat. 


DEnnis.. 
--MESSAGE FILE 1282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
041 


—-MESSAGE FILE 1283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00042 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: TEAM PARC NEWS 10 FEBRUARY 

Date: Fri, 12 Feb 1999 00:09:29 +0100 

Organization: Debri Productions 

Lines: 60 

Message-ID: <ldnlzvo.1lmjq5z61bc0j0wN@al-88-100.a1.nl1> 
NNTP-Posting-Host: al-88-100.al.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


- CHAT SESSIONS: 

To be honest, actually miss the chat sessions. I think the sessions 
where stimulating faster development. My idea is to start the weekly 
chats again and just try to be here if possible and otherwise, we'll see 
next week. The day and time at this point are: SATURDAY 22:00 hours 
(9:00 PM) 

I'll be there for sure 


— NEWSGROUP: 

The Newsgroup thing is not working out the way I hoped. Some of us have 
trouble accessing, others just check mail far more often. I will go on 
using the newsgroup since I think it's an addition to our communication 
but I willalso use mail. 


- PAINTCARS: 

After Andy moving places and John having trouble with his PC, I think we 
are all ready again to get on with our projects. I think the weekly 
chats will motivate development, so just let's see what will happen. 


- GAMES BOOK: 
My book is just about ready. I'm out of money and out of blanc CD's. 
Otherwise you all would already have a copy. It's a 200 page 
PDF-document on CD. The CD is a PC-CD with both Acrobat for PC as 
Acrobhat for Mac on it. The first 80 pages is an article (book) written 
in 1982 about games design. I think this text is still very essential 
for games design and development. The rest of the pages show a wide 
veriaty of images from games around. That is not special, what is 
special, is that I tried to find a lot of concept art and development 
art. I put that all togheter in one "bookish" type of PDF. I will also 
sell CD's to anyone that is interested. They will cost £ 5.- , DM 10,- 
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each.. That only covers my expences (mailing, burning the CD and making 
the inlay and stuff). 


— WINGWORLD: 

I also still want to finish WingWorld. I know we can do only one game at 
the time, but I think this game is developed for more than 50% so why 
not finish it. Paul, did youalready checkthe models? Andy, could you 
check the bug.. Like always, just take your time. I just know that 
people in this industry need lots of motivation. 


— FREEFALL: 
Some personal very bad news. The company that was going to develop a 
demo for FreeFall, can't afford it. They can even go bankrupt course of 
it. They did say that if I could get a demo, and they could get a 
publisher, that the effort will surely be paid for. After finishing 
WingWorld or Paintcars I would like to try to create a FreeFall Demo. 
Please let me know if you all would like that or not. 


- SOUND: 

I think I'll als take a look at some sound files to use for effects, I 
all of you could do the same, we have the biggest chance to find 
something usefull. 


Well, I hope to chat with you all on saturday.. 
I will put this NEWS on the Newsgroups so you can also reply in public 
if you like, or you can rely by mail. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 1283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
042 


—-MESSAGE FILE 1284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00043 

Path: chuka.playstation.co.uk!news 

From: "Michel Vissers" <yaroze@play.xs4all.nl> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Gelukkig nieuwjaar!!! 

Date: Mon, 15 Feb 1999 23:55:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7aa8j2S6p318@chuka.playstation.co.uk> 
References: <ldkwdcl.1f9m4xpt5ohxuN@a1-88-131.al.nl1> 
NNTP-Posting-Host: play.xs4all.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DEnnis Brinkhuis wrote in message 
<ldkwdcl.1f£9m4xpt5ohxuN@al1-88-131l.al.nl>... 
>Nog steeds weinig hollanders hier.. 


Tel er maar eentjuh bij dan maar... Naja, ik heb em net een paar dagen, tel 
meer voor een half ofzo... 


Michel 


--MESSAGE FILE 1284 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
043 


—-MESSAGE FILE 1285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00044 

Path: chuka.playstation.co.uk!news 

From: "Michel Vissers" <yaroze@play.xs4all.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Profile 
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Date: Tue, 16 Feb 1999 00:21:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <7aa9u0$S6p319@chuka.playstation.co.uk> 
References: <1d9k7rl.1kc70qm1f£401rdN@a1-88-134.al.nl1> 
NNTP-Posting-Host: play.xs4all.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ik weet niet of je nog hieraan doet, maar anyway, hier is de mijne... 
>- Name 

Michel Vissers 

>- Membername 


Michel 


>- Birthdate 


29 Augustus 1973 

>- Email <linked> 

michel@play.xs4all.nl 

>- ICQ 

None 

>- Nationality 

NL 

>- Home-town 

Delft 

>- Personal Page <linked> 

None 

>- NY page <linked> 

None 

>- Rate NY-page <number out of 10, how you rate your own page> 
No page yet... 

>- Rate Designing Skills <number out օք 10» 
6 or 7 I guess 

>- Rate Coding Skills <number out օք 10» 


7 (Overall score) 


>- Specialisation 
Sick humour 

>- Projects 

None 

>- Extra Info 


I used to do a lot of programming on C64 & Amiga (both assembly). I've 
never actually programmed in C, but I guess with about 10 years of 
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programming experience (basic, pascal and assembly) I should be able 
to pick C up pretty quick... 


>- Member since 
Last friday... 
>- Hot 


Cool and fast games 
Women 
Manga and Anime 


>- Not 


Nerds 
Politics 
People without a sense of humour 


That's it I guess 


Michel 


—-MESSAGE FILE 1285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
044 


—-MESSAGE FILE 1286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00045 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Gelukkig nieuwjaar!!! 

Date: Thu, 18 Feb 1999 00:21:38 +0100 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldncigqa.le38te37sp39bN@al-88-124.a1.nl1> 

References: <ldkwdcl.1f9m4xpt5ohxuN@al-88-131.al.nl> <7aa8j2S6p318@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: al—-88-124.al.nl 
X-Newsreader: MacSOUP 2.3 


Michel Vissers <yaroze@play.xs4all.nl> wrote: 


DEnnis Brinkhuis wrote in message 
<ldkwdcl.1f£9m4xpt5ohxuN@al1-88-131.al.nl>... 
>Nog steeds weinig hollanders hier.. 


Tel er maar eentjuh bij dan maar... Naja, ik heb em net een paar dagen, tel 
meer voor een half ofzo... 


VVVVVVVVV 


Michel 


Mag ik vragen wat je doet in het dagelijks leven en waar je woont? Ik 
ben altijd nieuwschierig naar andere nederlanders.. 


Groeten DEnnis.. 
-—-MESSAGE FILE 1286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
045 


—-MESSAGE FILE 1287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00046 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 
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Subject: Re: Profile 

Date: Thu, 18 Feb 1999 00:21:45 +0100 

Organization: Debri Productions 

Lines: 5 

Message-ID: <ldncitz.1bw94j917zamgN@al-—88-124.al1l.nl1> 

References: <1d9k7rl.1kc70qm1f401rdN@al-88-134.al.nl> <7aa9u0$6p319@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 


Dank je, 


heb je de lijst op mijn site al gezien? 


Groete DEnnis.. 
--MESSAGE FILE 1287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
046 


-—-MESSAGE FILE 1288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00047 

Path: chuka.playstation.co.uk!news 

From: "Michel Vissers" <yaroze@play.xs4all.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Gelukkig nieuwjaar!!! 

Date: Thu, 18 Feb 1999 23:07:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <7ai2nkS$btf23@chuka.playstation.co.uk> 

References: <ldkwdcl.1f9m4xpt5o0hxuN@al-88-131.al.nl> <7aa8j2S$6p318@chuka.playstation 
.co.uk> <ldnciga.le38te37sp39bN@al-88-124.al.nl> 

NNTP-Posting-Host: play.xs4all.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DEnnis Brinkhuis wrote in message 
<ldncigqa.le38te37sp39bN@al-88-124.al.nl>... 


>> Tel er maar eentjuh bij dan maar... Naja, ik heb em net een paar dagen, 
tel 

>> meer voor een half ofzo... 

> 


>Mag ik vragen wat je doet in het dagelijks leven en waar je woont? Ik 
>ben altijd nieuwschierig naar andere nederlanders.. 


Vragen mag altijd ;) 


Anyway... Ik verblijf sinds enige tijd in Zeezicht2, een studenten & 
werkenden flat in 

Delft. Eigenlijk is het gewoon een flat waar ik met een paar vrienden (en 
hun 

vriendinnen) wonen, en we Zeezicht 2 hebben gedoopt (lang verhaal...). 


Ik werk bij Gist-—brocades, of beter gezegd DSM, als installateur & 
troubleshooter. 

Of in andere woorden, ik probeer die PC shit een beetje lopende te houden :) 
Ik 

denk dat ik, sinds dat ik er 2 jaar geleden ben gekomen, al meer dan 2000 
computers heb geinstalleerd ! 2000 keer win95 installeren...dat verklaart 
misschien mijn huidige geestelijke toestand...hmmm... 


Gelijk een stukje over mijn verleden ? Na een hoop gekloot in basic op een 
VIC 20, 

Sharp MZ-700 en Apple 2c, wat hack en demo werk op C64 en daarna Amiga in 
assembly. Vooral op de Amiga ben ik veel bezig geweest. Ik denk dat ik zo'n 
10 

jaar totaal geprogrammeerd heb. Daarna kwam de PC en mijn werk en is er 
eigenlijk niet zo enorm veel meer gekomen van programmeren. Nu maar es 

C gaan leren. Zou toch niet zo enorm moeilijk moeten wezen. Alleen die 
boeken 

van de yaroze mogen wel wat beter ;) Zouden es naar de documentatie van 
amiga moeten kijken (dev docs). 
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Tevens heb ik veel muziek gemaakt met werkelijk elke soort tracker die ik 
mijn 

handen heb gehad, maar vooral protracker spul. Nu speelde ik nog wel eens 
met 

Fasttracker op pc, maar nu ik com2 nodig heb voor de yaroze moest ik de dos 
support van de sblive uitschakelen (chronisch irq tekort). 


Andere interesses en verslavingen: Anime&manga (grote conventie in rotterdam 
dit weekend waar ik natuurlijk ben), muziek (alle niet commerciele varianten 
house, 

het betere rock werk (skunk anansie bv.) alsook hardrock/metal enz, het 
zwaardere 

(lees stevigere) klassiek en Nederhop (Osdorp Posse rules)). en...ja, dat 
was het 

wel zo'n beetje... 


Michel 


--MESSAGE FILE 1288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
047 


--MESSAGE FILE 1289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00048 

Path: chuka.playstation.co.uk!news 

From: "Jun Nakamura" <jun@cable.a2000.n1> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Gelukkig nieuwjaar!!! 

Date: Sat, 20 Feb 1999 13:44:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <7amajf$erp1@chuka.playstation.co.uk> 

References: <ldkwdcl.1f9m4xpt5o0hxuN@al-88-131.al.nl> <7aa8j2$6p318@chuka.playstation 
.co.uk> <ldnciga.le38te37sp39bN@al-88-124.al.n1l> <7ai2nkSbtf23@chuka.playstation.co. 
uk> 
NNTP-Posting-Host: nodel1lc33.a2000.n1 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Aangenaam Michel, 


Ik ben één van de weinige andere Nederlandse leden, 
maar ben lang niet zo actief in de Newsgroups als DEnnis ; ) 
Dus er zijn er nu 5 in NL met een Yaroze? 


Nou veel succes met de zwarte bak in ieder geval. 
c yas, 


JUN 


jun@cable.a2000.n1 


—-MESSAGE FILE 1289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
048 


—-MESSAGE FILE 1290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00049 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Gelukkig nieuwjaar!!! 

Date: Fri, 5 Mar 1999 02:59:34 +0100 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldol8cv.1lliwe0pqfgltmN@al-—88-114.al.nl> 

References: <ldkwdcl.1f9m4xpt5o0hxuN@al-88-131.al.nl> <7aa8j2$6p318@chuka.playstation 
.co.uk> <ldnciqa.le38te37sp39bN@al-88-124.al.nl> <7ai2nkS$btf23@chuka.playstation.co. 
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uk> 
NNTP-Posting-Host: al-88-114.al.nl 
X-Newsreader: MacSOUP 2.3 


> Andere interesses en verslavingen: Anime&manga (grote conventie in rotterdam 
> dit weekend waar ik natuurlijk ben) 


Ik had er ook bericht van gekregen. Ik heb me ooit eens "geregistreerd 
op de site van de organistatie die dat regelt. Ik kan echter niet.. 
jammer.. 


DEnnis.. 
-—-MESSAGE FILE 1290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
049 


—-MESSAGE FILE 1291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00050 

Path: chuka.playstation.co.uk!news 

From: "Michel Vissers" <michel@play.xs4all.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Gelukkig nieuwjaar!!! 

Date: Wed, 10 Mar 1999 23:49:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7chbbpS$fu92@chuka.playstation.co.uk> 

References: <ldkwdcl.1f9m4xpt5o0hxuN@al-88-131.al.nl> <7aa8j2S$6p318@chuka.playstation 
.co.uk> <ldnciga.le38te37sp39bN@al-88-124.al.nl> <7ai2nkSbtf23@chuka.playstation.co. 
uk> <ldol8cv.lliwe0pqfgltmN@al1-88-114.al.nl1> 

NNTP-Posting-Host: play.xs4all.nl 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DEnnis Brinkhuis wrote in message 
<1ldol8cv.lliwe0pqfgltmN@al-88-114.al.nl>... 

> 

>> Andere interesses en verslavingen: Anime&manga (grote conventie in 
rotterdam 

>> dit weekend waar ik natuurlijk ben) 

> 

> 

>Ik had er ook bericht van gekregen. Ik heb me ooit eens "geregistreerd 
>op de site van de organistatie die dat regelt. Ik kan echter niet.. 
>Jjammer.. 

> 

>DEnnis.. 


Volgend jaar weer... We zijn er al mee bezig ! 


Michel 


--MESSAGE FILE 1291 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
050 


—-MESSAGE FILE 1292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00051 

Path: chuka.playstation.co.uk!news 

From: "Jun Nakamura" <jun@formula.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: wie doet wat en waar? 

Date: Fri, 9 Apr 1999 13:30:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7ekobiSamo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip-245.lostboys.nl 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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Dag allemaal, 


Ik ben eigenlijk best nieuwsgierig waar iedereen op dit 
moment mee bezig is. Worden er nog leuke dingen 

gedaan? Het is altijd leuk om te weten welke NY projecten 
er in Nederland lopen. 


--MESSAGE FILE 1292 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
051 


--MESSAGE FILE 1293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00052 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: wie doet wat en waar? 

Date: Wed, 14 Apr 1999 23:00:41 +0200 

Organization: Debri Productions 

Lines: 25 

Message-ID: <ldq84xl.lylkmk7r7q9riN@al-—88-138.al1l.nl1> 
References: <7ekobiSamo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 


Jun Nakamura <jun@formula.nl> wrote: 
Dag allemaal, 


Ik ben eigenlijk best nieuwsgierig waar iedereen op dit 
moment mee bezig is. Worden er nog leuke dingen 

gedaan? Het is altijd leuk om te weten welke NY projecten 
er in Nederland lopen. 


VVVVVVV 


—-MESSAGE FILE 1293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
052 


—-MESSAGE FILE 1294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00053 

Path: chuka.playstation.co.uk!news 

From: Sarix <sarix@xs4all.nl> 

Newsgroups: scee.yaroze.freetalk.dutch 
Subject: hoi 

Date: Thu, 07 Oct 1999 10:42:04 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <37FC5CDC. 9DE90267@xs4all.nl> 
NNTP-Posting-Host: dc2-isdn1325.dial.xs4all.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (Win95; I) 
X-Accept—-Language: en 


Hoi, 

ik weet niet of nog iemand deze newsgroup leest , 

maar zo ja, waar is de homepage van die meneer dennis, ik heb een hele 
lange tijd geleden 

met hem gesproken en ben hem toen uit het oog verloren... 


groetjes 

john-pierre 

--MESSAGE FILE 1294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
053 


--MESSAGE FILE 1295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00054 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 
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Subject: Re: hoi 

Date: Tue, 12 Oct 1999 21:05:19 +0200 

Organization: DEbri 

Lines: 19 

Message-ID: <ldzd68k.lg7khu2lueyv1lsN@[194.151.88.144]> 
References: <37FC5CDC.9DE90267@xs4all.nl> 
NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 


Sarix <sarix@xs4all.nl> wrote: 


Hoi, 

ik weet niet of nog iemand deze newsgroup leest , 

maar zo ja, waar is de homepage van die meneer dennis, ik heb een hele 
lange tijd geleden 

met hem gesproken en ben hem toen uit het oog verloren... 


groetjes 
john-pierre 


VVVVVVVV 


http://come.to/debri 
Maar er zit nog een grote update aan te komen.. 
Groeten, 


DEnnis.. 
—-MESSAGE FILE 1295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
054 


-—-MESSAGE FILE 1296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00055 

Path: chuka.playstation.co.uk!news 

From: "Frank Cleynen" <frankcleynen@freegates.be> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Nog iemand.. 

Date: Thu, 6 Jan 2000 19:20:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <852m8p$9dnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-15-147.freegates.be 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hallo Dennis en de (andere) Hollanders. Ik ben wel een Belg (Frank) maar we 
kunnen elkaar toch goed verstaan, hoop ik. Ik lees Dennis hier al heel lang 
klagen maar wat ik dan zeggen?? Geen Belg te bespeuren. Volgens mij ben ik 
de enige Belg die in het bezit is van een Net Yaroze. Als dat niet erg is. 
Het is een fantastische machine om op te beginnen, vind ik toch. Misschien 
heb ik later nog enkele vragen want als ik het goed heb is Dennis toch 
diegene die dat spel met die parachutisten heeft gemaakt. Wel, als dat zo 
is, ga ik hem overladen met vragen en vind ik het zeer knap werk. Doei!!!! 
http://www.netyaroze-europe.com/~cfrank/ 


—-MESSAGE FILE 1296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
055 


-—-MESSAGE FILE 1297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00056 

Path: chuka.playstation.co.uk!news 

From: "Frank Cleynen" <frankcleynen@freegates.be> 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Lesson Dutch 

Date: Thu, 6 Jan 2000 19:24:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <852mfs$9dn2@chuka.playstation.co.uk> 
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References: <ldlxg81.oce2g3nlsvpkc6N@al1-—88-108.a1l.nl1> 
NNTP-Posting-Host: ppp-15-147.freegates.be 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


He Dennis, moet je een cursus Frans hebben??? (grapje) Nederlanders zijn er 
nogal bekend voor om geen woord Frans te kunnen praten. Maar misschien jij 
wel, wie weet. 


DEnnis Brinkhuis <macsuppor@al.nl> schreef in berichtnieuws 
ldlxg81.oe2g3nlsvpkc6N@al-88-108.al.nl... 

> Yes = Ja 

No = Nee 

Hello = Hallo 

Well done = Goed gedaan 

Thank You = Dank je 

Please = Alsjeblieft 

Nice = Mooi 

Today = Vandaag 

Tomorrow = Morgen 

Yesterday Gisteren 

Much work = Veel werk 

Not possible = Kan niet 

Cool = Gaaf or Heftig or Tof 

I need to go to the toilet = Ik moet even naar de WC 
To barf (throw up) = Kotsen (over geven) 

Monday = Maandag 

Tuesday = Dinsdag 

Wednesday = Woensdag 

Thursday = Donderdag 

Friday = Vrijdag 

Saturday = Zaterdag 

Sunday = Zondag 

Car = Auto 

Bike Fiets 

Dork Sukkel 

Nerd = Eikel 
Arshole = Klootzak 
More = Meer 

Less = Minder 

Much = Veel 

Some = Weinig 
Apple = Appel 

Bird (girl) = Meissie 
Bloke = Gozer 

Pal = Makker 

Work = Werk 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV ՎՊ 
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--MESSAGE FILE 1297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 


056 


—-MESSAGE FILE 1298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 


00057 

Path: chuka.playstation.co.uk!news 

From: "Frank Cleynen" <frankcleynen@freegates.be> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Help gevraagd --->DEnnis!!! 

Date: Thu, 6 Jan 2000 19:28:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <852mng$9dn3@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-15-147.freegates.be 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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Frank weer. Ik heb een probleem. Ik probeerde enkele dagen gelden om een 

gewone sprite op het scherm te krijgen en deed alles zoals het moest. Ik 

compileerde de code en startte het op maar kreeg enkel ofwel een wit, 
half-doorzichtig scherm of de sprite die ik wilde laten verschijnen maar het 
opstartscher mnog zichtbaar op de achtergrond. Hoe komt dat en hoe kan ik 

het oplossen. (Misschien een idiote vraag voor jullie maar ik ben maar 15 

--MESSAGE FILE 1298 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
057 


—-MESSAGE FILE 1299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00058 

Path: chuka.playstation.co.uk!news 

From: "Frank Cleynen" <frankcleynen@freegates.be> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Antwoord op 'Profile' 

Date: Thu, 6 Jan 2000 19:40:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <855bm9$97cl1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-09-026.freegates.be 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Name: Frank Cleynen 

Membername: cfrank 

Birthday: 01/03/84 

Email: frankcleynen@freegates.be 

ICQ: 55881239 

Nationality: Belg 

Home-town: Outgaarden (ongeveer 50 km van Brussel) 
Personal Page: nog niet helemaal klaar maar binnenkort op 
http://www.perfectcreatures.webprovider.com 

NY page: http://www.netyaroze-europe.com/~cfrank/ 


Rate NY-page: 8/10 
Rate Design Skill: 8/10 
Rate Coding Skill: 5/10 


Specialisation: ik doe nu nog maar het secundaire onderwijs maar ik ben nu 
wel zeer goed in het bedenken van verhalen voor games. Ik heb een groot 
doorzettingsvermogen. 

Projects: 3D-game-->test 

Extra info: ik hou van programmeren, uitgaan, voetbal, basketbal, basebal, 
dansmusic, goede punk. 

Member since: zomer 98 

Hot: Tiberian Sun, Final Fantasy reeks, MC reeks van Roland, 

Not: mensen die tijd en geld verspillen, tijdverspillen, wachten, mensen die 
zagen, de SCEE official hompage (de laatset update is van 8 juli 99!!!!), 
Latijn. 


-—-MESSAGE FILE 1299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
058 


—-MESSAGE FILE 1300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00059 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Lesson Dutch 

Date: Mon, 24 Jan 2000 22:49:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <le4oe6k.3h7imylexbsdcN@hg10308-1.dial.wxs.nl> 

References: <ldlxg81.oce2g3nlsvpkc6N@al—-88-108.al.nl> <852mfs$9dn2@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: hgl10308-1.dial.wxs.nl 
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X-Newsreader: MacSOUP 2.3 (unregistered for 54 days) 
Frank Cleynen <frankcleynen@freegates.be> wrote: 


> He Dennis, moet je een cursus Frans hebben??? (grapje) Nederlanders zijn er 
> nogal bekend voor om geen woord Frans te kunnen praten. Maar misschien jij 

> wel, wie weet. 
> 
> 


Howdy, 


Ik ben er al een tijdje niet meer geweest, ben je nieuw? Ik heb je hier 
nog niet eerder gezien.. 


Groeten, 


DEnnis.. 
—-MESSAGE FILE 1300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
059 


—-MESSAGE FILE 1301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00060 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Help gevraagd --->DEnnis!!! 

Date: Mon, 24 Jan 2000 22:50:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <le40e8j.1rloidqlimivs0O0ON@hg10308-1.dial.wxs.nl> 

References: <852mng$9dn3@chuka.playstation.co.uk> 

NNTP-Posting-Host: hgl0308-1.dial.wxs.nl 
X-Newsreader: MacSOUP 2.3 (unregistered for 54 days) 


Frank Cleynen <frankcleynen@freegates.be> wrote: 


Frank weer. Ik heb een probleem. Ik probeerde enkele dagen gelden om een 

gewone sprite op het scherm te krijgen en deed alles zoals het moest. Ik 
compileerde de code en startte het op maar kreeg enkel ofwel een wit, 
half-doorzichtig scherm of de sprite die ik wilde laten verschijnen maar het 
opstartscher mnog zichtbaar op de achtergrond. Hoe komt dat en hoe kan ik 

het oplossen. (Misschien een idiote vraag voor jullie maar ik ben maar 15 
--MESSAGE FILE 1301 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
060 


VV NV V V V 


--MESSAGE FILE 1302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00061 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Nog iemand.. 

Date: Mon, 24 Jan 2000 22:50:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <le4oeel.1dv16x89xifukN@hg10308-1.dial.wxs.nl> 
References: <852m8p$9dnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: hg10308-1.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 54 days) 


Frank Cleynen <frankcleynen@freegates.be> wrote: 


Hallo Dennis en de (andere) Hollanders. Ik ben wel een Belg (Frank) maar we 
kunnen elkaar toch goed verstaan, hoop ik. Ik lees Dennis hier al heel lang 
klagen maar wat ik dan zeggen?? Geen Belg te bespeuren. Volgens mij ben ik 
de enige Belg die in het bezit is van een Net Yaroze. Als dat niet erg is. 
Het is een fantastische machine om op te beginnen, vind ik toch. Misschien 
heb ik later nog enkele vragen want als ik het goed heb is Dennis toch 
diegene die dat spel met die parachutisten heeft gemaakt. Wel, als dat zo 
is, ga ik hem overladen met vragen en vind ik het zeer knap werk. Doei!!!! 
http://www.netyaroze-europe.com/~cfrank/ 


VVVVVVV VV 
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Ik programeer zelf dus niet. Ik kom met ideeen en doe graphics. 

Ik heb op je site gekeken maar was een beetje teleurgesteld dat je het 
op zo'n hoge resolutie moet draaien. Ik ben gewend om 5 of 6 windows 
teglijk open te hebben. Dus het liefst zit ik op sites die ook op 
640x480 draaien.. 

Grafisch is je pagina niet spectaculair, maar dat had ik ook nit 
verwacht.. 


We spreken elkaar nog wel.. 


Groeten.. 
--MESSAGE FILE 1302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
061 


—-MESSAGE FILE 1303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00062 

Path: chuka.playstation.co.uk!news 

From: "Frank Cleynen" <frankcleynen@freegates.be> 
Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Ja, ik ben nieuw. 

Date: Sun, 30 Jan 2000 13:09:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8719hfSb5v1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-10-067.freegates.be 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yo de mannen. 

En ja Dennis, ik ben nieuw hier en ik ben Belg. En zowat de enige die een 
Net Yaroze bezit. Erg , vind je niet? Het is voor mij veel moeilijker om 
iemand te vinde nwaar ik kan mee samen werken maar op dit moment heb ik daar 
toch geen behoefte aan daar ik geen tijd en geen idee heb voor een game. Ik 
heb nogal veel schoolwerk want ik ben nog maar 15. 

Twee jaar geleden las ik een artikel in de Official Benelux Playstation 
Magazine over de Net Yaroze en ik zie: DAT MOET IK HEBBEN!! Ik ging zagen 
bij m'n ouders maar die zagen het toch niet zitten. Toen was ik maar 13 en 
wat kon ik nu doen met zo iets. (ze hadden eigenlijk wel gelijk want ik kon 
toen geen letter programmeren). Na veel gezaag en een goed schoolrapport heb 
ik hem dan toch gekregen. En daar heb ik geen spijt van. Het is een zeer 
goed pakket om mee van start te gaan. 

Ik ga nu afsluiten, jongens. Tot nog eens!!! 


-—-MESSAGE FILE 1303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
062 


—-MESSAGE FILE 1304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/000 
00063 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.dutch 

Subject: Re: Ja, ik ben nieuw. 

Date: Mon, 14 Feb 2000 00:26:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <le5yui8.lug79mnagydhcN@al-88-139.al.nl> 
References: <8719hfSb5vl@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-139.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 74 days) 


Frank Cleynen <frankcleynen@freegates.be> wrote: 


> Yo de mannen. 


Veel sucess, en het team waarmee ik werk bestaat uit 2 engelsen, een 
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schot een duitser en een spanjaard, dus ook niet echt in de buurt.. 
Groeten, 


DEnnis.. 
--MESSAGE FILE 1304 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/dutch/00000 
063 


E AE EAE AE EAE EH HE EH 
E AE AE AE AE AEE FE EAE E EH H 


EE E TE AE HE FE E FE EHE HEH E H 
--START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english 


EE E TE FE AE FE AE FE E FE EEE SE 


--MESSAGE FILE 1305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000001 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: hello 

Date: 13 Mar 1997 18:54:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01bc2182$ddfad680$c793989e@fourny .demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


i like the japanese website graphics 
very hello kittyesque 


not sure about the rest of it though 
--MESSAGE FILE 1305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00001 


--MESSAGE FILE 1306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000002 

Path: chuka.playstation.co.uk!news 

From: Niki Dent-Young-Holman <niki_holman@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: My favourite games so far (In DEMOS area) 

Date: Sat, 15 Mar 1997 10:42:36 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <332AED9C.7CC7@dial.pipex.com> 
NNTP-Posting-Host: aol3l.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Obviously the Japanese have had a bit of a head start, but its 
interesting to see that the amazing FTPTEST shoot 'em up was posted only 
a few months after the author received his Yaroze kit. Great effects, 
and all by one guy at Tokyo Uni. 


Recently we've seen things like TERRA_B2. Very nice RPG - although I 
have little idea whats going on ... keeping hitting X to cycle through 
the conversation at the beginning, and marvel at the way you can view the 
3D world. I think this could be the start of something good.... 


(Incidentally, try navigating your way to 
http://www.playstation.co.uk/cgi-bin/homepage/list.cgi, and explore some 
of the Japanese Members home pages ... be warned that our site is 
Mirrored with theirs so we have some competition). 


Also worth looking at are some of our guys efforts .. Stuart put the core 
of Dungeon together in a few weeks...and the source code is yours to 
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dabble with... 


I also like "flying" (but not after a few beers...) 


Have fun ! 
(PS This is my Wife's E-mail account, so reply to this newsgroup) 


—-MESSAGE FILE 1306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00002 


—-MESSAGE FILE 1307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000003 

Path: chuka.playstation.co.uk!news 

From: Niki Dent-Young-Holman <niki_holman@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My favourite games so far (In DEMOS area) 

Date: Sat, 15 Mar 1997 17:03:41 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <332B46ED.5A27@dial.pipex.com> 
References: <332AED9C.7CC7@dial.pipex.com> 
NNTP-Posting-Host: aol31.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


> 
> (Incidentally, try navigating your way to 
> http://www.playstation.co.uk/cgi-bin/homepage/list.cgi 


Further to that last mail, I've just noted that there is a bug at the 
moment in the www_fixhome, which is not prepending 
/www.playstation.co.uk/ to /yaroze_scei/. 


(It worked locally, but our testers didn't spot it... 'twill be fixed). 


—-MESSAGE FILE 1307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00003 


-—-MESSAGE FILE 1308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000004 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My favourite games so far (In DEMOS area) 

Date: 15 Mar 1997 20:34:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01bc2230Scc60c5c0$c7 9398 9e@fourny.demon.co.uk> 

References: <332AED9C.7CC7@dial.pipex.com> <332B46ED.5A27@dial.pipex.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Is there a secret to looking at the demos area? I tried the link but all I 
get is a blank page. Same for ‘utilities and links'. 


-—-MESSAGE FILE 1308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00004 


—-MESSAGE FILE 1309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000005 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My favourite games so far (In DEMOS area) 

Date: 15 Mar 1997 22:00:05 GMT 
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Organization: The World's Fair Ltd 

Lines: 13 

Message-ID: <01bc318c$4bc33cc0$5b18989e@civy> 

References: <332AED9C.7CC7@dial.pipex.com> <332B46ED.5A27@dial.pipex.com> <01bc2230S$ 
cc60c5c0$c793989e@fourny.demon.co.uk> 

NNTP-Posting-Host: civy.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


grim <frothy@fourny.demon.co.uk> wrote in article 
<01bc2230S$cc60c5c0$c793989e@fourny.demon.co.uk>... 

> 

> Is there a secret to looking at the demos area? I tried the link but all 
իր 

> get is a blank page. Same for ‘utilities and links'. 


I think you have to use netscape :( the same happened to me with msie 
Richard 


—-MESSAGE FILE 1309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00005 


-—-MESSAGE FILE 1310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000006 

Path: chuka.playstation.co.uk!news 

From: Niki Dent-Young-Holman <niki_holman@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My favourite games so far (In DEMOS area) 

Date: Sun, 16 Mar 1997 20:36:55 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <332CCA67.788C@dial.pipex.com> 

References: <332AED9C.7CC7@dial.pipex.com> <332B46ED.5A27@dial.pipex.com> <01bc2230S$ 
cc60c5c0$c793989e@fourny.demon.co.uk> <01bc318c$4bc33cc0$5b18989eRcivy> 
NNTP-Posting-Host: aj057.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Richard Maddocks wrote: 


> 

> grim <frothy@fourny.demon.co.uk> wrote in article 

> <01bc2230Scc60c5c0$c793989e@fourny.demon.co.uk>... 

>> 

> > Is there a secret to looking at the demos area? I tried the link but all 
> I 

> > get is a blank page. Same for ‘utilities and links’. 

> 

> I think you have to use netscape :( the same happened to me with msie 
> 

> Richard 

> 


The page is created on the fly by a CGI script. 


As a workaround. grab the files directly by pointing your browser at: 
http://www.playstation.co.uk/yaroze/ftpdemos/ 

—-MESSAGE FILE 1310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00006 


-—-MESSAGE FILE 1311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000007 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MS Explorer problems 

Date: Mon, 17 Mar 1997 12:16:58 +0000 

Organization: SCEE 

Lines: 31 

Message-ID: <332D363A.564D@interactive.sony.com> 
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NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


We've fixed this problem. (well, we think so.) 


It was due to dodgy HTML - it seems that Explorer is a lot more uptight 
than Navigator about its HTML - so a missing '--!>' on the end of some 

comments in the HTML file meant that the whole page was not readable by 
MSE. 


Checking out other pages, there were some other bits of dodgy HTML which 
meant that parts of pages were cut out. 


They should all be fixed - although there is still a problem with the 
Manuals imagemap on some pages in the Manuals section which occurs in MSE 
only. 


Can't seem to find the problem there. 


Just having to use Explorer for a few minutes was irritating me so much - 
it really is a lot slower than Navigator to load pages and I can't find 
any ‘back in frame' button on the mouse and..... can't find the empty cache 
option and.... 


Enough ranting. 


Seriously, we try to make sure that everything works with Navigator - as 
the Server is Netscape server software and we give you a Navigator 
browser. Given this, there may be a few problems with using MSE but we'll 
try to iron them out as they occur. 


Now about that FTP problem.... 


Laura 
—-MESSAGE FILE 1311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00007 


—-MESSAGE FILE 1312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000008 

Path: chuka.playstation.co.uk!news 

From: Jamie Stanley <cmsjstan@livjm.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: reading from the PC... .. .? 

Date: Mon, 17 Mar 1997 14:44:21 -0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <332D66D5.418A@livjm.ac.uk> 
NNTP-Posting-Host: cmsc23.cms.livjm.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


is it possible to read in a text file *FROM* the PC...??? i dont wanna 
write to the PC (its a breach of security anyway) but i wanna know if 
its possible..??? 


Also how many people (in the UK) have actually got there black 
playstation...? :) 


thanks.. 

cmsjstan@livjm.ac.uk 

—-MESSAGE FILE 1312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00008 


—-MESSAGE FILE 1313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000009 
Path: chuka.playstation.co.uk!news 
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From: Webmaster <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: reading from the PC... .. .? 

Date: Mon, 17 Mar 1997 17:05:09 +0000 
Organization: SCEE 

Lines: 19 

Message-ID: <332D79C5.1CCC@interactive.sony.com> 
References: <332D66D5.418A@livjm.ac.uk> 
NNTP-Posting-Host: 194.203.13.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4m) 


Jamie Stanley wrote: 
> 


> is it possible to read in a text file *FROM* the PC...??? i dont wanna 
> write to the PC (its a breach of security anyway) but i wanna know if 
> its possible..??? 


Don't get the question? 


> 

> Also how many people (in the UK) have actually got there black 
> playstation...? :) 
> 

2 


9 and rising by the day. 


> thanks.. 
> cmsjstan@livjm.ac.uk 
my pleasure :) 


Laura 
—-MESSAGE FILE 1313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00009 


-—-MESSAGE FILE 1314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000010 

Path: chuka.playstation.co.uk!news 

From: gweston <gweston@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Invalid path problems ? 

Date: Mon, 17 Mar 1997 20:12:59 +0000 
Organization: Eikon Software Ltd 

Lines: 12 

Message-ID: <332DA5CB. 6E7D@easynet.co.uk> 
Reply-To: gweston@easynet.co.uk 
NNTP-Posting-Host: gweston.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 


I have noticed a problem when trying to run rsdv, mainly that it 
doesn't work if you install yaroze in anything apart from root dir. 
ie c:\psx\etc if fine but c:\yaroze\psx\etc doesn't work. 


Its an easy enough problem to fix (amend the batch file) but my main 
worry is that this problem will exist in other areas. 


Does Yaroze require all program locations to be in the root dir ? 


Cheers 
-—-MESSAGE FILE 1314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00010 


—-MESSAGE FILE 1315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000011 
Path: chuka.playstation.co.uk!news 
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From: Webmaster <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Invalid path problems ? 

Date: Tue, 18 Mar 1997 10:25:24 +0000 
Organization: SCEE 

Lines: 26 

Message-ID: <332E6D94.3A80@interactive.sony.com> 
References: <332DA5CB.6E7D@easynet.co.uk> 
NNTP-Posting-Host: 194.203.13.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4m) 
CC: ps_yaroze@interactive.sony.com 


gweston wrote: 
Hi, 

I have noticed a problem when trying to run rsdv, mainly that it 
doesn't work if you install yaroze in anything apart from root dir. 


ie c:\psx\etc if fine but c:\yaroze\psx\etc doesn't work. 


Its an easy enough problem to fix (amend the batch file) but my main 
worry is that this problem will exist in other areas. 


Does Yaroze require all program locations to be in the root dir ? 


VVVVVVVVVVV VV 


Cheers 


If you run the file 'djsetup.bat' (located in the install directory) it 
will set up the path. This may need changing from the default, all the 
options for the file are described on page 17 of the Start Up Guide. 


'djsetup.bat' must be run at the start of each Yaroze session. If you 
are using a dos box from windows this means that each box used must call 
'djsetup.bat', ie if a session is started in one box and 'djsetup.bat' 
run, then another dos box opened, this must also run 'djsetup.bat'. 


Stuart 
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—-MESSAGE FILE 1315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00011 


—-MESSAGE FILE 1316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000012 

Path: chuka.playstation.co.uk!news 

From: Eric van Riet Paap <ericvrp@lostcity.nl> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: reading from the PC... .. .? 
Date: Wed, 19 Mar 1997 15:25:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <332FF73F.260C@lostcity.nl> 


NNTP-Posting-Host: 194.109.72.40 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


Webmaster wrote: 


Jamie Stanley wrote: 

> 

> is it possible to read in a text file *FROM* the PC...??? i dont 
wanna 

> write to the PC (its a breach of security anyway) but i wanna know 
if 

> its possible..??? 


References: <332D66D5.418A@livjm.ac.uk> <332D79C5.1CCC@interactive.sony.com> 
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Don't get the question? 


> 

> Also how many people (in the UK) have actually got there black 
> playstation...? :) 
> 
2 


9 and rising by the day. 
And at least 1 in The Netherlands! 
(eric) 


> thanks.. 
> cmsjstan@livjm.ac.uk 
my pleasure :) 


Laura 


-—-MESSAGE FILE 1316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00012 


—-MESSAGE FILE 1317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000013 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: reading from the PC... .. .? 

Date: Thu, 20 Mar 1997 09:35:52 +0000 

Organization: SCEE 

Lines: 17 

Message-ID: <333104F8.4A78@interactive.sony.com> 

References: <332D66D5.418A@livjm.ac.uk> <332D79C5.1CCC@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 

To: Webmaster <ps_yaroze@interactive.sony.com> 


Webmaster wrote: 


Jamie Stanley wrote: 

> 

> is it possible to read in a text file *FROM* the PC...??? i dont wanna 
> write to the PC (its a breach of security anyway) but i wanna know if 
> its possible..??? 


VVVVVVV 


Hi, 

No, you're free to talk to your PC - to the PlayStation it appears a "tty" s 
erial device, take a look at calls 
such as http://www.playstation.co.uk/yaroze/ftplibraries/updatel/. 


With CodeWarrior you can use the MWbload function directly, with the standar 
d libraries (GNU) its a little 
trickier but possible - again you can open the tty and read/write. 


Have a look, at see what you can do. 
-—-MESSAGE FILE 1317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00013 


—-MESSAGE FILE 1318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000014 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: tmd file format 

Date: Sat, 22 Mar 1997 21:42:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 3 

Message-ID: <33345243.412B@mail.globalnet.co.uk> 
NNTP-Posting-Host: client8432.globalnet.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


In the Library Ref man. it says refere to the Members web site for 

details of the TMD file format. Whereabouts on the website would I find 

this? 

-—-MESSAGE FILE 1318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00014 


—-MESSAGE FILE 1319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000015 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: tmd file format 

Date: 23 Mar 1997 00:38:39 GMT 

Organization: The World's Fair Ltd 

Lines: 17 

Message-ID: <01bc3722$a2a884a0$5b18989e@civy> 
References: <33345243.412B@mail.globalnet.co.uk> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Brian West <briest@mail.globalnet.co.uk> wrote in article 
<33345243.412Bemail.globalnet.co.uk>... 

> In the Library Ref man. it says refere to the Members web site for 

> details of the TMD file format. Whereabouts on the website would I find 
> this? 


Hi, 
I did a search on the WEB and in a FAQ it says see the CD that comes with 
yaroze :) 


If you find out drop me a mail if you would. 
Thanks 


Richard 
—-MESSAGE FILE 1319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00015 


-—-MESSAGE FILE 1320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000016 

Path: chuka.playstation.co.uk!pyrotek.demon.co.uk! jase 
From: Jason G Doig <jase@pyrotek.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Dodgy HTML (was Re: MS Explorer problems) 
Date: 23 Mar 1997 01:20:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <9703230116.NA157302@pyrotek.demon.co.uk> 
References: <332D363A.564D@interactive.sony.com> 
NNTP-Posting-Host: pyrotek.demon.co.uk 

X-Newsreader: NewsAgent 1.4r10f 


Web Master <ps_yaroze@interactive.sony.com> wrote: 
> We've fixed this problem. (well, we think so.) 


Not yet... 
> than Navigator about its HTML - so a missing '--!>' on the end of some 


A missing what? See below... 
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> Checking out other pages, there were some other bits of dodgy HTML which 
> meant that parts of pages were cut out. 


Loads of pages are still broken from here. 


There are two types of 'comments' causing problems... 


<!—— This is not a valid comment> (seen on the new users page) 

and 

<!-- Neither is this, --!> (seen on the ftp page) 

According to the rfc, a comment block starts with a '<!' followed 

by one or more comments, (which may have white space after them), 

followed by a '>'. Comments are delimited by '--' at the start 

and end. 

Which means that '<!-- comment>' is not valid, as there is no '--' to 

end the comment, and so the rest of the page is commented out, 

and '<!-—- this --!>' causes problems, as there is a '!' between the comment 


and the '>' which is not whitespace, and not strictly allowed... 


Either of these cause my browser to comment out the page, which happens 
on every single page on the site for me, apart from the main index... 


FWIW, I'm using neither IE or NS, as I don't 'net from the PC... 


Cheers, 
Jase. 
main() {int e=4;char a[4],b[]="|@O N@N @A@ |¿O ",*c=a, /* Compilable .sig */ 


*d;while(e--) {d=b; while (*d) {while (*c++=*d++-32) ;while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if(e) printf ("\n\ 
\ 

Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n") ;}} 


-—-MESSAGE FILE 1320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00016 


-—-MESSAGE FILE 1321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000017 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: memory cards + downloading 

Date: Mon, 24 Mar 1997 20:45:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3336E7CF.303D@mail.globalnet.co.uk> 

Reply-To: briest@mail.globalnet.co.uk 

NNTP-Posting-Host: client825f.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I have a Blaze card which has caused me no problems with my original 

playstation however the net yaroze doesnt recognize it for downloading 

is this bacause you can only use genuine sony cards or do you have to 

erase any save games (I havent tried this as it has saved games I dont 

want to lose). 

—-MESSAGE FILE 1321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00017 
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--MESSAGE FILE 1322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000018 

Path: chuka.playstation.co.uk!news 

From: Johnathan Price <email@jprice.force9.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: New version of code warrior 

Date: Mon, 24 Mar 1997 21:59:41 +0000 
Organization: Force9 

Lines: 6 

Message-ID: <3336F94D.1368@jprice.force9.net> 
Reply-To: email@jprice.force9.net 
NNTP-Posting-Host: 01-01.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


After the conversation with Sony with regard to the 'television 
problem' I was informed that I(we) would be receiving a new version of 
CodeWarrior - what's going to be different, and have I wasted my time 
printing the 800+ pages of manuals? 


Thanks in advance. 
—-MESSAGE FILE 1322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00018 


—-MESSAGE FILE 1323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000019 

Path: chuka.playstation.co.uk!news 

From: Toby Frere <xip56@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invalid path problems ? 

Date: Mon, 24 Mar 1997 22:45:57 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <333774A5.7A2E@dial.pipex.com> 

References: <332DA5CB.6E7D@easynet.co.uk> <332E6D94.3A80@interactive.sony.com> 
NNTP-Posting-Host: am044.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


> 

> If you run the file 'djsetup.bat' (located in the install directory) it 
> will set up the path. This may need changing from the default, all the 
> options for the file are described on page 17 of the Start Up Guide. 

> 

One note ... under Win95 you may need to change the size of your 


environment (in "properties" of DOS Box) if your environment (which 

includes PATH) gets too large. 

—-MESSAGE FILE 1323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00019 


—-MESSAGE FILE 1324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000020 

Path: chuka.playstation.co.uk!news 

From: Toby Frere <xip56@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: New version of code warrior 
Date: Mon, 24 Mar 1997 22:48:55 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <33377557.7C26@dial.pipex.com> 
References: <3336F94D.1368@jprice.force9.net> 
NNTP-Posting-Host: am044.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 
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Johnathan Price wrote: 


After the conversation with Sony with regard to the 'television 
problem' I was informed that I(we) would be receiving a new version of 
CodeWarrior - what's going to be different, and have I wasted my time 
printing the 800+ pages of manuals? 


VVVVVVV 


Thanks in advance. 


Have you seen the CodeWarrior Newsgroup (Under Netscape News I keep 
selecting the Option to see all groups). It looks like Metrowerks are 
issuing updates for bug fixes on request... 


Toby 
—-MESSAGE FILE 1324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00020 


-—-MESSAGE FILE 1325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000021 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dodgy HTML (was Re: MS Explorer problems) 

Date: Tue, 25 Mar 1997 15:45:20 +0000 

Organization: SCEE 

Lines: 66 

Message-ID: <3337F30F.258C@interactive.sony.com> 

References: <332D363A.564D@interactive.sony.com> <9703230116.NA157302@pyrotek.demon. 
co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jason G Doig wrote: 


Web Master <ps_yaroze@interactive.sony.com> wrote: 
> We've fixed this problem. (well, we think so.) 


Not yet... 
> than Navigator about its HTML - so a missing '--!>' on the end of some 
A missing what? See below... 


> Checking out other pages, there were some other bits of dodgy HTML which 
> meant that parts of pages were cut out. 


Loads of pages are still broken from here. 


There are two types of 'comments' causing problems... 


<!—— This is not a valid comment> (seen on the new users page) 

and 

<!-- Neither is this, --!> (seen on the ftp page) 

According to the rfc, a comment block starts with a '<!' followed 

by one or more comments, (which may have white space after them), 

followed by a '>'. Comments are delimited by '--' at the start 

and end. 

Which means that '<!-- comment>' is not valid, as there is no '--' to 

end the comment, and so the rest of the page is commented out, 

and 'Հ/-- this --!>' causes problems, as there is a '!' between the comment 


and the '>' which is not whitespace, and not strictly allowed... 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Either of these cause my browser to comment out the page, which happens 
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*d;while(e--) {d=b; while (*d) {while (*c+t+=*d++-32) ;while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if (e) printf ("\n\ 


> on every single page on the site for me, apart from the main index... 
> 

> FWIW, I'm using neither IE or NS, as I don't 'net from the PC... 

> 

> Cheers, 

> 

> Jase. 

> 

> -- 

> main() {int e=4; char a[l4],b[]="|@o NGN QAQ | ¿o Tož C=a, /* Compilable .sig */ 
> 

> 

> 

> 


Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk NnNXn");]) 


I'll do what I can to make the HTML readable by browsers other than 
Navigator - unfortunately most of the files, if they have comments in 
them have the <!-- comment --!> type in them. I will try to change it 
to one which is acceptable to other browsers but, as we give everyone a 
copy of Navigator I make sure that it works with that browser first. 


I fully understand that you want to use different browsers to access the 
site and different platforms but I do have to sleep - I am at work til 9 
or 10 PM most nights already! 


How does your browser like comments? 
(I'll try to fix it soon.) 


Laura 
—-MESSAGE FILE 1325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00021 


-—-MESSAGE FILE 1326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000022 

Path: chuka.playstation.co.uk!pyrotek.demon.co.uk! jase 

From: Jason G Doig <jase@pyrotek.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dodgy HTML (was Re: MS Explorer problems) 

Date: 25 Mar 1997 21:01:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9703252102.NA51302@pyrotek.demon.co.uk> 

References: <332D363A.564D@interactive.sony.com> <9703230116.NA157302@pyrotek.demon. 
co.uk> <3337F30F.258C@interactive.sony.com> 

NNTP-Posting-Host: pyrotek.demon.co.uk 

X-Newsreader: NewsAgent 1.4r10f 


sceetech <ps_yaroze@interactive.sony.com> wrote: 
> How does your browser like comments? 


RFC compliant ;) 
<!-- Comment --» 


is fine. It's the extra characters between the comment and the end of 
comment tag it didn't like. 


> (I'll try to fix it soon.) 


Ok, cheers, 


Jase. 


main() {int e=4;char a[4],b[]="|@O N@N @A@ |¿O ",*c=a, /* Compilable .sig */ 
*d;while(e--) {d=b; while (*d) {while (*c+t+=*d++-32) ;while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if(e) printf ("\n\ 
\ 

Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n") ;}} 
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—-MESSAGE FILE 1326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00022 


-—-MESSAGE FILE 1327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000023 

Path: chuka.playstation.co.uk!news 

From: Johnathan Price <email@jprice.force9.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Games Development 

Date: Fri, 28 Mar 1997 14:04:43 +0000 
Organization: Force9 

Lines: 18 

Message-ID: <333BCFFB. 3A69@jprice.force9.net> 
Reply-To: email@jprice.force9.net 
NNTP-Posting-Host: 01-24.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Could anyone please tell me that given the Yaroze standard supplied 
development hardware and software if it would be possible to create game 
to the standard of 'Ridge Racer', 'Crash Bandicoot' etc... Without 
resorting to Assembler routines, or is it just a 'Myth' that the Yaroze 
is a 'full un-hindered' development system, on the cheap. 


Can someone also explain why the 'full-powered' libraries are not 
supplied with the yaroze, is this as I suspect because a software house 
developing on a £10,000 kit would, perhaps justafiably be upset at 
someone approaching the same standard on a £600 system? 


Also pre release Yaroze magizine reviews stated that 'thousands' of 
orders had already been taken for the Yaroze, if this is true, why is 
the number currently at 29? 


Thanks in advance... 


—-MESSAGE FILE 1327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00023 


-—-MESSAGE FILE 1328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000024 

Path: chuka.playstation.co.uk!news 

From: Toby Frere <xip56@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Games Development 

Date: Fri, 28 Mar 1997 20:28:49 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <333C9A81.6B18@dial.pipex.com> 
References: <333BCFFB. 3A69@jprice.force9.net> 
NNTP-Posting-Host: am046.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Just my thoughts on this.... have you seen some of the demos in the SCEI "Demos" sec 
tion 
? True, most of them are pretty crude but that 3D RPG looked amazing. Mind you, the 


trick though is to have a good artist to help produce the graphics ! 
As the "full unhindered", I picked up most of my info from Edge-41 and it was pretty 
clear that Yaroze would be s subset ("most") of the full set. It will take me some 


time 
to get to the limits of these ! 
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As to numbers, I was amazed at delivery of thes system being so quick (I remember th 
e 


wait for ordering a Spectrum...) and if "grim" made his posting on the 13th (a Thurs 
day) 

when he received his kit.. how many orders could been processed by the Monday. 
Besides, do you believe the press ;-) [Other than the Edge of course]. 


Toby (non Sony) 
Johnathan Price wrote: 


Could anyone please tell me that given the Yaroze standard supplied 
development hardware and software if it would be possible to create game 
to the standard of 'Ridge Racer', 'Crash Bandicoot' etc... Without 
resorting to Assembler routines, or is it just a 'Myth' that the Yaroze 
is a 'full un-hindered' development system, on the cheap. 


Can someone also explain why the 'full-powered' libraries are not 
supplied with the yaroze, is this as I suspect because a software house 
developing on a £10,000 kit would, perhaps justafiably be upset at 
someone approaching the same standard on a £600 system? 


Also pre release Yaroze magizine reviews stated that 'thousands' of 
orders had already been taken for the Yaroze, if this is true, why is 
the number currently at 29? 


VVVVVVVVVVVVV VV VV 


Thanks in advance... 
—-MESSAGE FILE 1328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00024 


—-MESSAGE FILE 1329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000025 

Path: chuka.playstation.co.uk!pyrotek.demon.co.uk! jase 

From: Jason G Doig <jase@pyrotek.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Development 

Date: 30 Mar 1997 14:20:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <9703301415.NA103048@pyrotek.demon.co.uk> 

References: <333BCFFB. 3A69@jprice.force9.net> <333C9A81.6B18@dial.pipex.com> 
NNTP-Posting-Host: pyrotek.demon.co.uk 

X-Newsreader: NewsAgent 1.4r10f 


The major stumbling block I hit within a few minutes of opening the 
manuals is the complete inability to get the damned thing just to 


draw triangles. Not 3d meshes, but just triangles. I had an idea 
for an engine that requires me to be able to throw large amounts of 
triangles about, and the PSX should really be ideal. However, the 


Yaroze seems to restrict me to only using the style of engines that 
sony have decided we should use, i.e. 3d meshes rendered with 
perspective through their library. 


Bang goes the creativity that I thought was the whole point of this 
excercise. 


I can understand the libs etc. being heavily cut down (or rather 
missing entirely), but I think at the very least there should be 
some support for throwing polygons straight at the renderer, and 
I just can't see how with the libs we've got. 


Looks easy in the full PSX devkit ref-manual (I looked it up at 
work after I got the Yaroze). 


Anyone got a solution to this, or does my yaroze get to gather dust 
until they upgrade the libraries or I conform? 


Cheers, 


Net Yaroze newsgroups message dump.txt 


Jase. 
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main() {int e=4; char a[l4],b[]="|@o N@N QAQ |o "_*c=a, /* Compilable .sig */ 
*d;while(e--) {d=b; while (*d) {while (*c+t+=*d++-32) ;while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if(e) printf ("\n\ 


\ 


C€; 


ase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n") ; }} 


—-MESSAGE FILE 1329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00025 


—-MESSAGE FILE 1330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000026 


Path: chuka.playstation.co.uk!news 
From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: 


Games Development 


Date: Tue, 01 Apr 1997 10:02:08 +0100 
Organization: SCEE 


Lines: 46 


Message-ID: <3340CF10.7F8B@interactive.sony.com> 
References: <333BCFFB.3A69@jprice.force9.net> <333C9A81.6B18@dial.pipex.com> <970330 
1415.NA103048@pyrotek.demon.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Jason G Doig 


excercise. 


work after 


Anyone got 


\ 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


It is քօտտ1Ե1 


done is a single triangle declared as a TMD. 


Yaroze seems to restrict me to onl 
sony have decided we should use, 
perspective through their library. 


I can understand the libs etc. 
missing entirely), 


wrote: 


The major stumbling block I hit within a few minutes of opening the 
manuals is the complete inability to get the damned thing just to 

draw triangles. Not 3d meshes, but just triangles. I had an idea 
for an engine that requires me to be abl 
triangles about, and the PSX should real 


le to throw large amounts of 
ly be ideal. However, the 


Looks easy in the full PSX devkit ref-manual 


I got the Yaroze). 


esas 


Ly using the style of engines that 


3d meshes rendered with 


Bang goes the creativity that I thought was the whole point of this 


being heavily cut down (or rather 
but I think at the very least there should be 
some support for throwing polygons straight at the renderer, and 
I just can't see how with the libs we've got. 


(I looked it up at 


a solution to this, or does my yaroze get to gather dust 


until they upgrade the libraries or I conform? 


le to do triangles, if a little compl 


demo the wall 


ls, floor, roof, monsters, 


Cheers, 
Jase. 
main() {int e=4;char a[4],b[]="|@O N@N @A@ |¿0 ", *c=a, /* Compilable .sig */ 


*d;while(e--) {d=b; while (*d) {while (*c+t+=*d++-32) ;while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if(e) printf ("\n\ 


Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n") ; }} 


licated. What has to be 


If you look in the 'clone' 


etc are al 


ll created as quads at 


Net Yaroze newsgroups message dump.txt 


run time. In a similar manner triangles can be declared. 


Its a bit of a complicated solution to something so simple, but its the 


only way round the problem at present. 


Stuart 
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—-MESSAGE FILE 1330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00026 


—-MESSAGE FILE 1331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000027 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Wibbly Flag 

Date: Tue, 01 Apr 1997 15:51:51 GMT 
Organization: Into Beyond 

Lines: 28 

Message-ID: <33452d77.9212266@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


Yes, it's here, 


My Wibbly Flag (tm) routine. 


http://www.playstation.co.uk/~IBEYOND 


It'll boot in NTSC or PAL (PAL default) so everyone without NTSC 
tellys will be fine for a change. Hold the SELECT button on pad 2 for 
NTSC while loading. Be nice if more people could do this :) 


Full docs are included... 


See how much you can wibble the flag. 
Ho hum... 


Oh, it's about 1800 goraud textured triangles in 50/60 frames for 
those people who like counting. 


Look out for ManicX, a great little Pacman game, coming to a Yaroze 
near you (though it'll help if we ever start it). 


Del has also got a nice water routine written in R3k on his site. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


—-MESSAGE FILE 1331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00027 


—-MESSAGE FILE 1332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000028 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Development 

Date: Tue, 01 Apr 1997 16:01:09 GMT 

Organization: Into Beyond 

Lines: 29 

Message-ID: <33463098.10013268@news.playstation.co.uk> 


1415.NA103048@pyrotek.demon.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 


References: <333BCFFB.3A69@jprice.force9.net> <333C9A81.6B18@dial.pipex.com> <970330 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On 30 Mar 1997 14:20:38 GMT, Jason G Doig <jase@pyrotek.demon.co.uk> 
did quoth at me: 


>Anyone got a solution to this, or does my yaroze get to gather dust 
>until they upgrade the libraries or I conform? 


Hi Jase mate :) 
Yes there is a solution. 
Just write to the OT directly. It works fine. See my flag routine. 


Can't do much about the myriad of other missing libs though. How about 
the lack of polygon subdivision stuff? AAARGH! Here we have nice 
hardware and we are forced to do everything in software or use the 
very rigid (although nice for very quick mock ups) gslib. 


Sony, PLEASE explain the decision to miss out so much stuff. I cannot 
understand it at all. Surely if better programmers/games are too 
appear then you have to allow 'demo coders' et al access to at least 
the primitives (which should have been documented). 


Note about the debug font BTW: Only seems to work if loaded into 
location 960x256 or something like that. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 
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—-MESSAGE FILE 1332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00028 


—-MESSAGE FILE 1333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000029 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Games Development 

Date: Tue, 01 Apr 1997 15:34:30 +0100 
Organization: SCEE 

Lines: 19 

Message-ID: <33411CF6.2A6D@interactive.sony.com> 


References: <333BCFFB.3A69@jprice.force9.net> <333C9A81.6B18@dial.pipex.com> <970330 
1415.NA103048@pyrotek.demon.co.uk> <33463098.10013268@news.playstation.co.uk> 


Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: alex@teeth.demon.co.uk 


Alex Amsel wrote: 


> 

> 

> Can't do much about the myriad of other missing libs though. How about 
> the lack of polygon subdivision stuff? AAARGH! Here we have nice 

> hardware and we are forced to do everything in software or use the 

> very rigid (although nice for very quick mock ups) gslib. 

> 

> Sony, PLEASE explain the decision to miss out so much stuff. I cannot 
> understand it at all. Surely if better programmers/games are too 

> appear then you have to allow 'demo coders' et al access to at least 
> the primitives (which should have been documented). 

> 


Hi Alex, 
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There's a big Yaroze related meeting coming up, and we'll raise 
your question. Promise. 


PS Nice Demo ;-) 
-—-MESSAGE FILE 1333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00029 


—-MESSAGE FILE 1334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000030 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New version of code warrior 

Date: Tue, 01 Apr 1997 10:45:02 -0500 
Organization: Metrowerks Corp. 

Lines: 17 

Message-ID: <33412D7D.7888@austin.metrowerks.com> 
References: <3336F94D.1368@jprice.force9.net> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Johnathan Price proclaimed: 

>After the conversation with Sony with regard to the 'television 
>problem' I was informed that I(we) would be receiving a new version of 
>CodeWarrior - what's going to be different, and have I wasted my time 
>printing the 800+ pages of manuals? 


We have issued a patch to fix a bug that applied to those Net Yaroze 
members using Windows NT as their host machine. There have been no 
changes in the manuals. 

As bugs are reported we will try to timely fix and post patches to them 
on our Metrowerks web pages. All bug fixes will be announced here under 
scee.yaroze.programming.codewarrior 


Thanks, 


Mark Couvillion 

Metrowerks Corporation 

-—-MESSAGE FILE 1334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00030 


--MESSAGE FILE 1335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000031 

Path: chuka.playstation.co.uk!news 

From: Paul Collyer <oliver@champman.compulink.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Want a job in the Games Industry ? 

Date: Wed, 02 Apr 1997 18:47:45 -0800 

Organization: Championship Manager 3 

Lines: 11 

Message-ID: <33431A51.38CD@champman.compulink.co.uk> 
NNTP-Posting-Host: champman.compulink.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I; 16bit) 


Hi, 
Sports Interactive are currently looking for a programmer to work on 
Championship Manager 3. 


If you love football, have a sense of humour and can play Duke Nuke Em 
email me at this address with a copy of your CV 


oliver@champman.compulink.co.uk 


PS. Games industry experience is not neccassary but a clean & sensible 
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approach to programming is. 
—-MESSAGE FILE 1335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00031 


—-MESSAGE FILE 1336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000032 

Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Is a demo announcement newsgroup a good idea? 
Date: Thu, 03 Apr 1997 10:46:20 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3343FAFC.2444@glam.ac.uk> 
NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Winl6; I) 

X-Priority: 3 (Normal) 


HTML><BODY> 


<BR>As people are staring to release their first demos, would it be useful 
to have a dedicated newsgroup to announce their releases in. This newsgroup 
could also be used to comment on the demo itself. 

<BR> 

<BR>James. 

<BR> 

<BR>P.S. <A HREF="http://www.playstation.co.uk/~IBEYOND">Wibbly Flag</A> is 
well worth a look, but the code would be nice to see ;-) 


</BODY> 
</HTML> 


—-MESSAGE FILE 1336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00032 


-—-MESSAGE FILE 1337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000033 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Want a job in the Games Industry ? 
Date: Thu, 03 Apr 1997 16:54:29 +0100 

Organization: SCEE 

Lines: 21 

Message-ID: <3343D2B5.1A14@interactive.sony.com> 
References: <33431A51.38CD@champman.compulink.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
To: Paul Collyer <oliver@champman.compulink.co.uk> 


Thanks for this Paul... although this is "freetalk", perhaps your home 
page might be the best place for this. 

Yarozers everywhere ... what do you think (this is afterall your site). 
— scee 


Paul Collyer wrote: 

> 

Hi, 

Sports Interactive are currently looking for a programmer to work on 
Championship Manager 3. 


V V V V 


Net Yaroze newsgroups message dump.txt Page 847 


If you love football, have a sense of humour and can play Duke Nuke Em 
email me at this address with a copy of your CV 


oliver@champman.compulink.co.uk 


PS. Games industry experience is not neccassary but a clean & sensible 
approach to programming is. 
—-MESSAGE FILE 1337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00033 


VV V V V V V 


--MESSAGE FILE 1338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000034 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is a demo announcement newsgroup a good idea? 
Date: Thu, 03 Apr 1997 16:27:06 GMT 

Organization: ElectricMail Ltd. 

Lines: 13 

Message-ID: <3343d985.25759213@news.playstation.co.uk> 
References: <3343FAFC.2444@glam.ac.uk> 

NNTP-Posting-Host: oneida.elmail.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, James Undery <jeundery@glam.ac.uk> wrote: 

>As people are staring to release their first demos, would it be useful 

>to have a dedicated newsgroup to announce their releases in. This newsgroup 
>could also be used to comment on the demo itself. 

Good idea. At least that way we can have some way of knowing the 

chronology of games/demos and updates. etc. 


Also, would it be possible to not post with HTML please. It looks 
absolutely rubbish in a normal newsreader... :-) 


Thanks. 


Mark 
—-MESSAGE FILE 1338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00034 


—-MESSAGE FILE 1339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000035 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A few thoughts, ideas and questions 

Date: Thu, 03 Apr 1997 16:47:24 GMT 

Organization: ElectricMail Ltd. 

Lines: 34 

Message-ID: <3343db8e.26279976@news.playstation.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


Just a few random thoughts as I've looked through the site/newsgroups 


1) Are you expiring articles on the newsgroups, or are you going to 
be storing the lot? Will there be a compilation of FAQs etc. 


2) Would it be better to have a site last updated time, and also some 


sort of order to the home web page index. eg. chronological 
addition, or by alphabetical order. This is because the site will 
become unwieldy, and difficult to browse through once there are 
larger numbers of people on the site. 


3) When you reference something on the site (eg. with the posting of 
the alpha RSDtool) should we explicitly reference the location.eg. 


it is available at 
http://www.playstation.co.uk/yaroze/ftp/utils/graphic/rsdtool/rsdtool.exe.gz 
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which is directly clickable by most browsers. 


4) Can we have the ftp demos available through a normal FTP session? 
Maybe a symlink through to the normal FTP areas for members? I can 


go off and download a bunch of files in one go then. 


5) Out of interest why are some of the files being gzipped when they 
can't be compressed any further, so meaning we have to go through 
an additional stage? 


Thoughts, comments, etc. welcome 


Mark 


-—-MESSAGE FILE 1339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00035 


-—-MESSAGE FILE 1340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000036 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A few thoughts, ideas and questions 

Date: Thu, 03 Apr 1997 18:08:54 +0100 

Organization: SCEE 

Lines: 35 

Message-ID: <3343E426.15FB@interactive.sony.com> 
References: <3343db8e.26279976@news.playstation.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Mark wrote: 
Just a few random thoughts as I've looked through the site/newsgroups 


1) Are you expiring articles on the newsgroups, or are you going to 
be storing the lot? Will there be a compilation of FAQs etc. 


VV V V V V 


answering this in the scee.yaroze.problems.internet 


2) Would it be better to have a site last updated time, and also some 


sort of order to the home web page index. eg. chronological 
addition, or by alphabetical order. This is Dbecause the site will 
become unwieldy, and difficult to browse through once there are 
larger numbers of people on the site. 


3) When you reference something on the site (eg. with the posting of 
the alpha RSDtool) should we explicitly reference the location.eg. 


it is available at 
http://www.playstation.co.uk/yaroze/ftp/utils/graphic/rsdtool/rsdtool.exe.gz 
which is directly clickable by most browsers. 


4) Can we have the ftp demos available through a normal FTP session? 
Maybe a symlink through to the normal FTP areas for members? I can 


go off and download a bunch of files in one go then. 


5) Out of interest why are some of the files being gzipped when they 
can't be compressed any further, so meaning we have to go through 
an additional stage? 


Thoughts, comments, etc. welcome 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


Mark 
—-MESSAGE FILE 1340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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00036 


—-MESSAGE FILE 1341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000037 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 3d Meshes 

Date: Sat, 05 Apr 1997 15:35:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <33466336.5ECB@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


All, 

I have found an excellent 3d mesh site with 3ds, dxf models at. 
http://www. 3dcafe.com 

There are also some excellent tiles / textures etc. 


Thought this may be of some use if you're anything like me at drawing. 
:-) 


Regards 
Jim 


—-MESSAGE FILE 1341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00037 


—-MESSAGE FILE 1342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000038 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 3d Meshes 

Date: Fri, 04 Apr 1997 16:29:25 +0100 
Organization: SCEE 

Lines: 23 

Message-ID: <33451E55.7953@interactive.sony.com> 
References: <33466336.5ECB@micronetics.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 

All, 

I have found an excellent 3d mesh site with 3ds, dxf models at. 
http://www. 3dcafe.com 

There are also some excellent tiles / textures etc. 


Thought this may be of some use if you're anything like me at drawing. 
77) 


Regards 


VVVVVVVVVVV VV VV 


Jim 
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If you want some models try 
http://www.third.com/objects.htm 


Stuart 
—-MESSAGE FILE 1342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00038 


—-MESSAGE FILE 1343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000039 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New version of code warrior 

Date: Sun, 06 Apr 1997 07:01:18 +0200 

Organization: Reptile Design 

Lines: 8 

Message-ID: <33472E1E.4376@reptile.no> 

References: <3336F94D.1368@jprice.force9.net> <33412D7D.7888@austin.metrowerks.com> 
Reply-To: lars.barstad@reptile.no 

NNTP-Posting-Host: grimstad-4.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

To: couv@austin.metrowerks.com 


Are there any way to redefine the keyboard in Codewarrior? 


I find it a bit odd that the "usual" editing keys aren't used in 
Codewarrior (ie. Home & End to go to the start/end of current lines), 
also pressing pagedown to browse the code doesn't move the marker but 
simply scrolls the window. Is anything of this possible to redefine? 


Lars 
—-MESSAGE FILE 1343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00039 


—-MESSAGE FILE 1344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000040 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Invalid path problems ? 

Date: Wed, 09 Apr 1997 16:11:17 +0100 
Organization: SCEE 

Lines: 25 

Message-ID: <334BB195.5861@interactive.sony.com> 
References: <332DA5CB.6E7D@easynet.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


gweston wrote: 
Hi, 

I have noticed a problem when trying to run rsdv, mainly that it 
doesn't work if you install yaroze in anything apart from root dir. 


ie c:\psx\etc if fine but c:\yaroze\psx\etc doesn't work. 


Its an easy enough problem to fix (amend the batch file) but my main 
worry is that this problem will exist in other areas. 


Does Yaroze require all program locations to be in the root dir ? 


VVVVVVVVVV VV 
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The dos tools and batch files in psx\bin are suspicious, 
often assuming given paths, sometimes only working at 9600 bps 
baud rate connection speed. 


To view rsd files, you can convert to TMD and then 

use tmdview/tmdview2/other tmdviewer programs (in sample area), 
or wait for the sooncoming tmdtool which is being developed 
here. 


Lewis 
—-MESSAGE FILE 1344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00040 


—-MESSAGE FILE 1345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000041 

Path: chuka.playstation.co.uk!news 

From: Dave Smethurst <djs@ulthwe.foobar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory Card Problem 

Date: Thu, 10 Apr 1997 00:00:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <334C1F7F.2E7A73D7@ulthwe.foobar.co.uk> 

NNTP-Posting-Host: ulthwe.foobar.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


Hi all, 
Hope someone could help but I have a problem. 


I just bought an official Sony memory card for my Yaroze so I could 
get better download speeds. 


The problem is that the Yaroze development platform doesn't detect it. 
Games detect it in either of the two slots but when I boot to the 
development system it doesn't find it !! 


Anyone with any answers ? 


DJS 
—-MESSAGE FILE 1345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00041 


—-MESSAGE FILE 1346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000042 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory Card Problem 

Date: Thu, 10 Apr 1997 08:55:01 +0100 

Organization: SCEE 

Lines: 22 

Message-ID: <334C9CD5.EF5@interactive.sony.com> 
References: <334C1F7F.2E7A73D7@ulthwe.foobar.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Dave Smethurst wrote: 

> 

> Hi all, 

> 

> Hope someone could help but I have a problem. 
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> 

> I just bought an official Sony memory card for my Yaroze so I could 
> get better download speeds. 

> 

> The problem is that the Yaroze development platform doesn't detect it. 
> Games detect it in either of the two slots but when I boot to the 

> development system it doesn't find it !! 

> 

> Anyone with any answers ? 

> 

> DJS 


The card may be unformatted... 
Type format bul0: from SIOCONS to format it. ( I don't think that 
described clearly in the manual ) 


Colin. 
—-MESSAGE FILE 1346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00042 


—-MESSAGE FILE 1347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000043 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory Card Problem 

Date: 10 Apr 1997 09:44:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01bc4594$a080c040$91567ec2@briest> 

References: <334C1F7F.2E7A73D7@ulthwe.foobar.co.uk> <334C9CD5.EF5@interactive.sony.c 
om> 

NNTP-Posting-Host: client8691.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I found this happened until I saved the baud rate in the memory card and 
then it detected it fine. 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<334C9CD5.EF5@interactive.sony.com>... 
> Dave Smethurst wrote: 


>> 

> > Hi all, 

>> 

> > Hope someone could help but I have a problem. 

>> 

> > I just bought an official Sony memory card for my Yaroze so I could 
> > get better download speeds. 

>> 

> > The problem is that the Yaroze development platform doesn't detect it. 
> > Games detect it in either of the two slots but when I boot to the 
> > development system it doesn't find it !! 

>> 

> > Anyone with any answers ? 

>> 

> > DIS 

> 

> The card may be unformatted... 

> Type format bul0: from SIOCONS to format it. ( I don't think that 

> described clearly in the manual ) 

> 

> Colin. 

> 


—-MESSAGE FILE 1347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00043 


-—-MESSAGE FILE 1348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000044 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: SIOCONS transfer protocol 

Date: Thu, 10 Apr 1997 11:50:07 +0200 
Organization: Funcom Oslo A/S 

Lines: 11 

Message-ID: <334CB7CF.5CBC@funcom. com> 
NNTP-Posting-Host: pcshare27.funcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Hello! 


I'm trying to get a R3000 GNU compiler up and running on my Amiga. It 
goes pretty well, but I also need a SIOCONS program for the Amiga. 


So: Can you release details on the transfer protocol used by SIOCONS? 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00044 


-—-MESSAGE FILE 1349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000045 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory Card Problem 

Date: Thu, 10 Apr 1997 11:09:30 +0100 

Organization: SCEE 

Lines: 43 

Message-ID: <334CBC5A.704A@interactive.sony.com> 

References: <334C1F7F.2E7A73D7@ulthwe.foobar.co.uk> <334C9CD5.EF5@interactive.sony.c 
om> <01bc4594$a080c040$91567ec2@briest> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


brian west wrote: 

> 

I found this happened until I saved the baud rate in the memory card and 
then it detected it fine. 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<334C9CD5.EF5@interactive.sony.com>... 
> Dave Smethurst wrote: 


> 

> 

> 

> 

> 

> 

>>> 

> > > Hi all, 

>>> 

> > > Hope someone could help but I have a problem. 

>>> 

> > > I just bought an official Sony memory card for my Yaroze so I could 
> > > get better download speeds. 

>>> 

> > > The problem is that the Yaroze development platform doesn't detect it. 
> > > Games detect it in either of the two slots but when I boot to the 
> > > development system it doesn't find it !! 

>>> 

> > > Anyone with any answers ? 

>>> 

> > > DJS 

>> 

> > The card may be unformatted... 

> > Type format bul0: from SIOCONS to format it. ( I don't think that 

> > described clearly in the manual ) 

>> 
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> > Colin. 
>> 


Basically, when the main Yaroze CIP screen comes in, 

memory card checking .... ONLY tests for the presence of 
baud-rate change file in memory card. 

Ie it does not detect if there's a memory card in slot2 

or not; it searches for a card in slot 2 with the special 

file telling it to auto-boot with non-default baud rate speed. 


As brian says, when you have saved a new baud rate onto the 
memory card, then it will detect that and auto-set the new baud rate. 


Lewis 
—-MESSAGE FILE 1349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00045 


-—-MESSAGE FILE 1350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000046 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Light Gun 

Date: Thu, 10 Apr 1997 15:26:31 +0100 
Organization: Spider Software Limited 

Lines: 18 

Message-ID: <334CF897.2C8@spider.com> 
NNTP-Posting-Host: tasha.spider.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


hi there, 


I know that there is no library support for 
the light gun (Konami's Justifier) but has 
anyone worked out how to use it with yaroze? 


While on the subject has anyone managed to use 
the multitap with the yaroze? 


cheers, 


andy 


Andy Winton Spider Software Limited 

8 John's Place, Leith, Edinburgh, EH6 7EL. 

(mailto:andy@spider.com) (http://www.spider.com/) 

(voice +44 131 475 7008) (fax +44 131 475 7001) 

—-MESSAGE FILE 1350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00046 


-—-MESSAGE FILE 1351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000047 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Light Gun 

Date: Thu, 10 Apr 1997 16:40:40 +0100 
Organization: SCEE 

Lines: 42 

Message-ID: <334D09F8.F80@interactive.sony.com> 
References: <334CF897.2C8@spider.com> 

Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Andy Winton wrote: 


8 John's Place, Leith, Edinburgh, EH6 7EL. 
(mailto:andy@spider.com) (http://www.spider.com/) 
(voice +44 131 475 7008) (fax +44 131 475 7001) 


> 

> hi there, 

> 

> I know that there is no library support for 
> the light gun (Konami's Justifier) but has 

> anyone worked out how to use it with yaroze? 
> 

> While on the subject has anyone managed to use 
> the multitap with the yaroze? 

> 

> cheers, 

> 

> andy 

> 

> -- 

> Andy Winton Spider Software Limited 

> 

> 

> 


Basically, the hardware is there to do all the business; 
many things are easy to do in software 

i.e. a controller in slot2 is simple, 

just use the hash-defined pad constants << 16; 

other controllers that use thse ports are also OK. 


The Namco gun works, the Konami one isn't supported in 
software; neither is Multitap supported in software. 


However, since the hardware is all there, we are in the process 
of creating software support, and intend it to cover ALL 

the controllers available for PlayStation. These will 
probably be released as .h and .o module, or as .11Ե. 


Hope to have the software support for these controllers 
within 2-4 weeks (not brilliant I know, but player-actions 
code can usually be quite easily written in fairly 
controller-independent/rewritable manner). 


Lewis 
—-MESSAGE FILE 1351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00047 


—-MESSAGE FILE 1352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000048 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Light Gun 

Date: Thu, 10 Apr 1997 17:05:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <334D0FB8.893@micronetics.com> 

References: <334CF897.2C8@spider.com> <334D09F8.F80@interactive.sony.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


sceetech wrote: 


The Namco gun works, the Konami one isn't supported in 
software; neither is Multitap supported in software. 


However, since the hardware is all there, we are in the process 
of creating software support, and intend it to cover ALL 


V V V V V 
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the controllers available for PlayStation. These will 
probably be released as .հ and .o module, or as .lib. 


Hope to have the software support for these controllers 
within 2-4 weeks (not brilliant I know, but player-actions 
code can usually be quite easily written in fairly 
controller-independent/rewritable manner). 


VVVVVVV VV 


Lewis 


Is there any planned support for the predator light gun, even 
though its not an official Sony product? 


Can we get packet information for the light guns, multi tap etc. like 
that for the neGcon on web pages. 


Do you have any release date for the Sony duel analog control pad in the 
uk? And will this also be supported under the Yaroze? Are there any 
plans to provide Yaroze members with hardware like the analog pad before 
to official UK release date or perhaps at a discounted price as special 
offers etc.? Much like the code warrior deal? 


Regards 


Jim 
—-MESSAGE FILE 1352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00048 


—-MESSAGE FILE 1353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000049 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Light Gun 

Date: Thu, 10 Apr 1997 21:44:11 +0100 

Organization: SCEE 

Lines: 49 

Message-ID: <334D511B.57F9@interactive.sony.com> 

References: <334CF897.2C8@spider.com> <334D09F8.F80@interactive.sony.com> <334D0FB8. 
893@micronetics.com> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 
sceetech wrote: 


The Namco gun works, the Konami one isn't supported in 
software; neither is Multitap supported in software. 


However, since the hardware is all there, we are in the process 
of creating software support, and intend it to cover ALL 

the controllers available for PlayStation. These will 

probably be released as .հ and .o module, or as .lib. 


Hope to have the software support for these controllers 
within 2-4 weeks (not brilliant I know, but player-actions 
code can usually be quite easily written in fairly 
controller-independent/rewritable manner). 


VVVVVVVVVVVV VV 


Lewis 


Is there any planned support for the predator light gun, even 
though its not an official Sony product? 


Can we get packet information for the light guns, multi tap etc. like 
that for the neGcon on web pages. 


VVVVVVVVVVVVVVV VV VV VV VV V 
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> Do you have any release date for the Sony duel analog control pad in the 
> uk? And will this also be supported under the Yaroze? Are there any 

> plans to provide Yaroze members with hardware like the analog pad before 
> to official UK release date or perhaps at a discounted price as special 
> offers etc.? Much like the code warrior deal? 

> 

> Regards 

> 

> Jim 


Sorry Jim, 


The light guns don't work in the same way as other peripherals, ie: 
There is no packet returned showing the X/Y position of the gun. 
Instead there is a very complex ( and inaccurate ) timing/interupt 
based function to return the gun position. 

Because of the size of this library, ( and the small amount of guns/gun 
games available for the PS ) it wasn't included with Yaroze. 

As Lewis says, support may be added in the future, but I wouldn't count 
on it occuring soon, as the gun support involves a complete rewrite of 
the controller handler. 


Colin. 


—-MESSAGE FILE 1353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00049 


—-MESSAGE FILE 1354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000050 
Path: chuka.playstation.co.uk!news 
From: "del :)" <del@nlights.demon.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS transfer protocol 

Date: 10 Apr 1997 22:56:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01bc4602$523c6560Sda7f989e@nlights.demon.co.uk> 
References: <334CB7CF.5CBC@funcom. com> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


hehe! you nutter... mig r3000 compiler? hohoho 

good! Tek; 5) 

Jon Rocatis <jon@funcom.com> wrote in article <334CBU7CF.5CBC@funcom.com>... 
Hello! 


I'm trying to get a R3000 GNU compiler up and running on my Amiga. It 


> 
> 
> 
> goes pretty well, but I also need a SIOCONS program for the Amiga. 
> 
> 


So: Can you release details on the transfer protocol used by SIOCONS? 


—-MESSAGE FILE 1354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00050 


—-MESSAGE FILE 1355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000051 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: SIOCONS transfer protocol 
Date: Fri, 11 Apr 1997 10:55:53 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <334E0AA9.60F9@micronetics.com> 


References: <334CB7CF.5CBC@funcom.com> <01bc4602$523c6560S$da7f989e@nlights.demon.co. 


uk> 
NNTP-Posting-Host: jim.micronetics.com 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


del :) wrote: 

> 

> hehe! you nutter... mig r3000 compiler? hohoho 
> 


> good luck... :) 


Why? I would not consider this particularly tricky. 
Isn't it Simply a job of porting gas + gcc to the amiga? 
And modifying config.h to produce r3000 code? 

I'm sure there must already be a port of gcc to the mig. 
Or am I missing something. 


You may have trouble with the lib, but they are linked at run time as 


it was a .sl 


So if the libps.a changes to included code not in LIBPSX.EXE you may 


have problems. 


Hello! 


VVVVVVVV 
V V V V V V 


Jon Rocatis <jon@funcom.com> wrote in article <334CB7CF.5CBC@funcom 


I'm trying to get a R3000 GNU compiler up and running on my Amiga. 
goes pretty well, but I also need a SIOCONS program for the Amiga. 


LE 
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SCOM Es 


Tt 


So: Can you release details on the transfer protocol used by SIOCONS? 


SIOCONS is simply a terminal program, other terminal programs work fine 


too although you can't transfer anything. You could always attach a 


dumb terminal/another pc to the other end of a null modem and see what 
gets passed around when you use siocons. If you don't have the kit to 


do this I could always give it a shot for you. 


Regards 


Jim 


—-MESSAGE FILE 1355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00051 


-—-MESSAGE FILE 1356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000052 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: SIOCONS transfer protocol 
Date: Fri, 11 Apr 1997 12:32:33 +0200 
Organization: Funcom Oslo A/S 

Lines: 38 

Message-ID: <334E1341.2A04@funcom. com> 


References: <334CB7CF.5CBC@funcom.com> <01bc4602$523c6560S$da7f989e@nlights.demon.co. 


uk> <334E0AA9.60F9@micronetics.com> 
NNTP-Posting-Host: pcshare27.funcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Jim wrote: 


> Why? I would not consider this particularly tricky. 
> Isn't it Simply a job of porting gas + gcc to the amiga? 


Yep. 
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> And modifying config.h to produce r3000 code? 


Building a cross compiler using GNU is just giving some parameters to a 
script file. This script does everything for you (when it works 1005 :) 


> I'm sure there must already be a port of gcc to the mig. 
> Or am I missing something. 


Yes. It's ported. A had some problems building a x-compiler using the 
v2.7.2.1 sources, but a friend of mine just got a R3000 compiler up and 
running on his Mac (running Linux) without any problems using the latest 
sources. 


We tried compiling one of the Yaroze-examples on it. Then we uploaded 
the generated file via SIOCONS on the PC and it worked! 


> You could always attach a 
> dumb terminal/another pc to the other end of a null modem and see what 
> gets passed around when you use siocons. 


That is what I intend to do - but if I could get a description of the 
protocol it would really save me a lot of hassle :) 
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> If you don't have the kit to do this I could always give it a shot for you. 


Thanks - but I already have everything I need (expect time maybe :) 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/eng 
00052 


--MESSAGE FILE 1357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
0000053 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Transfers to video mem 

Date: Mon, 14 Apr 1997 10:32:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3351F992.63E2@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


*Warning* 
Bone head question coming up! 


I really don't know if I am missing something here, but... 


When I upload my code/data via siocons I have to transfer all tims/vabs 
to main memory first essentially creating a huge foot print of unused 
memory once it has been transferred to video/wave memory. Can I 
directly transfer tims to video memory? Saving myself some main ram? 


Alternatively I thought I could upload my code and start it off first, 
and get that to assume the role of mon.exe thereby accepting all data 
and shifting it to its respective location and then loading the tmd data 
over the tim upload area. How does this sound? Am I missing something 
really simple? From what I can see is if I have .5mb of tims this area 
would also be wasted in main ram even though it is not require to be 
there. 


Now to do this I guess I will need to know how siocons communicates with 
mon.exe and how it creates the checksums. In what format does siocons 


lish/000 


nglish/0 
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store its info on the memory card. So I could set the tty at the same 
speed without having a menu etc.. 


These are just idle ramblings, what do you think? 


Regards 


Jim 
—-MESSAGE FILE 1357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00053 


—-MESSAGE FILE 1358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000054 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Transfers to video mem 

Date: Mon, 14 Apr 1997 10:45:37 +0100 
Organization: SCEE 

Lines: 65 

Message-ID: <3351FCC1.20AA@interactive.sony.com> 
References: <3351F992.63E2@micronetics.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 


*Warning* 
Bone head question coming up! 


I really don't know if I am missing something here, but... 


When I upload my code/data via siocons I have to transfer all tims/vabs 
to main memory first essentially creating a huge foot print of unused 
memory once it has been transferred to video/wave memory. Can I 
directly transfer tims to video memory? Saving myself some main ram? 


VVVVVVVVV VV 


You're definitely right about the potential for saving 

lots of memory space; and not just TIMs. 

Of the main resource file types, TIM, TMD, SEQ, VH, VB, 
only TMD and VH need to stay in main memory (I think), 
hence the space used by the others can be reclaimed as soon 
as an initialiser function has transferred data into a 
specific buffer (eg VRAM, SRAM). 


Alternatively I thought I could upload my code and start it off first, 
and get that to assume the role of mon.exe thereby accepting all data 
and shifting it to its respective location and then loading the tmd data 
over the tim upload area. How does this sound? Am I missing something 
really simple? From what I can see is if I have .5mb of tims this area 
would also be wasted in main ram even though it is not require to be 
there. 


Now to do this I guess I will need to know how siocons communicates with 
mon.exe and how it creates the checksums. In what format does siocons 
store its info on the memory card. So I could set the tty at the same 
speed without having a menu etc.. 


These are just idle ramblings, what do you think? 


Regards 


VVVVVVVVVVVVVV VV VV 


Jim 
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Don't know what you mean by 'mon.exe' at all. 


Have much better news for you: the direct binary downloading 
which can be invoked by program code under CodeWarrior, 

is soon to be built into the siocons setup. 

Hence, Yaroze program code will soon be able to say 


(context: many things loaded into main RAM by siocons batch file) 
load all the TIMs onto frame buffer 


(calls to LoadImage and DrawSync (0) ) 
load more data files into newly vacated space 


We are awaiting news of developments, will let everyone know 
with sample code as soon as we have it working. 


Lewis 
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—-MESSAGE FILE 1358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00054 


—-MESSAGE FILE 1359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000055 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Transfers to video mem 

Date: Mon, 14 Apr 1997 11:07:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <335201E5.4A5D@micronetics.com> 


References: <3351F992.63E2@micronetics.com> <3351FCC1.20AA@interactive.sony.com> 


NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


sceetech wrote: 
> 
> Jim wrote: 
>> 

> 
> 


Don't know what you mean by 'mon.exe' at all. 


Sorry, I still have to wake up this morning. :-) I meant the Yaroze 


console program. 

> Have much better news for you: the direct binary downloading 
> which can be invoked by program code under CodeWarrior, 

I would be using code warrior if the IDE didn't stink so much. 


> is soon to be built into the siocons setup. 
> Hence, Yaroze program code will soon be able to say 


So we can completely skip main ram? (As far as my program is concerned 
anyway.) I did notice that the ps console program had functions to move 


data to SRAM/VRAM but I could not see how to use it from siocons. 


We are awaiting news of developments, will let everyone know 
with sample code as soon as we have it working. 


V V V V 
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> Lewis 


Can we expect this in the next few weeks? 


Thanks for the quick reply. 


Jim 
—-MESSAGE FILE 1359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00055 


--MESSAGE FILE 1360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000056 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transfers to video mem 

Date: Mon, 14 Apr 1997 12:05:59 GMT 

Organization: Into Beyond 

Lines: 19 

Message-ID: <33521713.796115@news.playstation.co.uk> 

References: <3351F992.63E2@micronetics.com> <3351FCC1.20AA@interactive.sony.com> <33 
5201E5.4A5D@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 14 Apr 1997 11:07:33 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>> Have much better news for you: the direct binary downloading 
>> which can be invoked by program code under CodeWarrior, 

> 

>I would be using code warrior if the IDE didn't stink so much. 


Apparently that is changing :) 
>Can we expect this in the next few weeks? 


It would indeed be very useful. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 1360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00056 


—-MESSAGE FILE 1361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000057 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: siocons wish list 

Date: Mon, 14 Apr 1997 14:54:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <33523720.6A0D@micronetics.com> 

References: <3351F992.63E2@micronetics.com> <3351FCC1.20AA@interactive.sony.com> <33 
5201E5.4A5D@micronetics.com> <33521713.796115@news.playstation.co.uk> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Net Yaroze newsgroups message dump.txt 


Page 


Is the siocons development in the UK? If we make serious wishes what 


would the chance of them being implemented be? 


I'll start the ball rolling by. 


1) could siocons choose to transfer compressed streams to cut down on 
transfer time. It could uncompress the stream on the fly to remove the 


need of an intermediate buffer. 

2) Grab directly form video mem for screen shots etc.. 
3) Scrap ansi support. 

Regards 


Jim 


863 


—-MESSAGE FILE 1361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00057 


-—-MESSAGE FILE 1362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000058 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Transfers to video mem 

Date: Mon, 14 Apr 1997 18:21:23 +0100 
Organization: SCEE 

Lines: 50 

Message-ID: <33526793.19DA@interactive.sony.com> 


References: <3351F992.63E2@micronetics.com> <3351FCC1.20AA@interactive.sony.com> <33 


5201E5.4A5D@micronetics.com> 

Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 


sceetech wrote: 
> 


> Jim wrote: 

>> 

> 
> Don't know what you mean by 'mon.exe' at all. 


Sorry, I still have to wake up this morning. :-) 
console program. 


v 


> is soon to be built into the siocons setup. 
> Hence, Yaroze program code will soon be able to say 


with sample code as soon as we have it working. 


W: NZ NC AOOO 


Lewis 


Can we expect this in the next few weeks? 


VVVVVVVVVVVVVV N N NNN NSP, N, NE VN NP VN N NNN NP VV V 


Thanks for the quick reply. 


I meant the Yaroze 


Have much better news for you: the direct binary downloading 
> which can be invoked by program code under CodeWarrior, 


I would be using code warrior if the IDE didn't stink so much. 


So we can completely skip main ram? (As far as my program is concerned 
anyway.) I did notice that the ps console program had functions to move 
data to SRAM/VRAM but I could not see how to use it from siocons. 


We are awaiting news of developments, will let everyone know 
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> 
> Jim 
Hi Jim, 


You can use the SIOCONS commands to transfer stuff to VRAM / SRAM in the 
same way as you use 'go' to run your code, ie. Use F9F4 to load a binary 
TIM and then the SIOCONS command to transfer it to VRAM. ( If you need 
help then just type HELP ALL to get a full list of the SIOCONS commands 
) 


If you have any trouble, I'll work out an example tommorrow... 
Cheers, 


Colin 
—-MESSAGE FILE 1362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00058 


-—-MESSAGE FILE 1363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000059 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hi! 

Date: Tue, 15 Apr 1997 12:00:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33535FD1.74C3@geocities.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi! 


Just thought I'd say hello...! 

Got my yaroze goody kit on thursday last week. Looks cool.. 

My homepage is up at http://www.playstation.co.uk/~kevtoast “there! s not 
much (read: sod all) up there at the moment, but there will be, oh yes! 


Check out the demos by Alex and Del (on the home page list), they're 
good! 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 
—-MESSAGE FILE 1363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00059 


-—-MESSAGE FILE 1364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000060 

Path: chuka.playstation.co.uk!news 

From: Gordon Bell <gordonb@aisb.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: SNES Emulator? 

Date: Tue, 15 Apr 1997 18:23:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3353B97E.E7F@aisb.ed.ac.uk> 
NNTP-Posting-Host: pongo.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5.1 sun4m) 


Hi all, 
Well just to show my sincerity and commitment to games programming, I 
was wondering if anyone has found the SNES emulator which is supposed to 
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exists on the Japanese site. Phil Harrison at Develop96, 
said that there was one, and now my flatmates are asking me why I havent 
got it yet! 


Well, thats all for now, 

Gordong 
-—-MESSAGE FILE 1364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00060 


—-MESSAGE FILE 1365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000061 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Emulators 

Date: Wed, 16 Apr 1997 10:36:05 +0100 
Organization: SCEE 

Lines: 7 

Message-ID: <5j26un$k2cl@chuka.playstation.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hmmm, 
http://www.playstation.co.uk/yaroze_scei/homepages/home00/ezm00028/public_html/fcemu 
Looks like an interesting developement. 


Not that we've tried it of course. 
—-MESSAGE FILE 1365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00061 


—-MESSAGE FILE 1366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000062 
Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS transfer protocol 

Date: Wed, 16 Apr 1997 12:25:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <3354B73F.4C8F@interactive.sony.com> 

References: <334CB7CF.5CBC@funcom. com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: Jon Rocatis <jon@funcom. com> 


Hi, 
Hmm, although we're not supporting this area, have a look at 
http://www.playstation.co.uk/yaroze_scei/homepages/home00/byz00002/public_html/unix/ 


Looks like some of the Japanese Members have been experimenting in 
this area. 


Certainly the programs compiled and ran on our GNU sun tools. but we 
haven't tried hooking up a Yaroze. 


Let us know how it goes on Linux/Amiga. 


- SCEE 


Jon Rocatis wrote: 
> 
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Hello! 


I'm trying to get a R3000 GNU compiler up and running on my Amiga. It 
goes pretty well, but I also need a SIOCONS program for the Amiga. 


So: Can you release details on the transfer protocol used by SIOCONS? 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00062 


VVVVVVVVV VV 


—-MESSAGE FILE 1367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000063 

Path: chuka.playstation.co.uk!news 

From: Gordon Bell <gordonb@aisb.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Welcome Pack contents? 

Date: Wed, 16 Apr 1997 18:13:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <335508B2.4D0C@aisb.ed.ac.uk> 
NNTP-Posting-Host: spike.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5.1 sun4m) 


Hi again, 
Im still waiting for my Welcome Pack to arrive (phoned up Sony 
to get my password and stuff) but I was wondering if there was any 
point in chasing them up for the pack. So basically I want to know 
whats in it? Is it just the password (in which case I dont care) or 
is there some more stuff (in which case I'll get back on the phone). 


Gordon 
—-MESSAGE FILE 1367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00063 


—-MESSAGE FILE 1368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000064 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS transfer protocol 

Date: Thu, 17 Apr 1997 11:00:03 +0200 

Organization: Funcom Oslo A/S 

Lines: 19 

Message-ID: <3355EF693.6F1B@funcom. com> 

References: <334CB7CF.5CBC@funcom.com> <3354B73F.4C8F@interactive.sony.com> 
NNTP-Posting-Host: pcshare27.funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


SCEE Developer Support wrote: 


> Certainly the programs compiled and ran on our GNU sun tools. but we 
> haven't tried hooking up a Yaroze. 

> 

> Let us know how it goes on Linux/Amiga. 


I got the compiler up and running yesterday! 


I compiled, assembled and linked the "balls" demo on my Amiga, then 
transfered the output to a PC and uploaded it. It works perfectly! 


Now, all I need to port is a program similar to SIOCONS. The http-ref 
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you posted seems to be a big help here.. 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00064 


—-MESSAGE FILE 1369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000065 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: rsdv and the tools 

Date: Thu, 17 Apr 1997 11:57:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33560211.62B5@geocities.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi, 


It says in the manual that rsdv (and the other quick viewing progs) 
will only run at 9600 baud. LIES! :-) They will all run at 115200 

if you've got your Yaroze setup with the baud rate in the memory 
card at 115200 (as per the very helpful manual update on the members 
web site) and you edit the following environment variable in 
DJSETUP.BAT - change the baud rate (last number) in DTLH3000 to 
115200, run rsdv it works!! 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 
—-MESSAGE FILE 1369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00065 


—-MESSAGE FILE 1370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000066 
Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Welcome Pack contents? 

Date: Sun, 20 Apr 1997 21:52:24 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <335A73F8.360C@mbox.ulisse.it> 
References: <335508B2.4D0C@aisb.ed.ac.uk> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Gordon Bell wrote: 


Hi again, 

Im still waiting for my Welcome Pack to arrive (phoned up Sony 
to get my password and stuff) but I was wondering if there was any 
point in chasing them up for the pack. So basically I want to know 
whats in it? Is it just the password (in which case I dont care) or 
is there some more stuff (in which case I'll get back on the phone). 


VVVVVVVVV 


Gordon 


jam 
Է 
Q 
O 
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Nothing more, but your pass and ID. 
—-MESSAGE FILE 1370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00066 


—-MESSAGE FILE 1371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000067 

Path: chuka.playstation.co.uk!scea!news 

From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: AV to RGB/SVideo 

Date: Mon, 21 Apr 1997 14:19:03 -0500 

Organization: prairie research 

Lines: 15 

Message-ID: <5jgedr$1k12@scea> 

NNTP-Posting-Host: roin5-all.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Is there a Sony produced RGB cable (or perhaps another vendor)? 
Preferred would be a cable with phono 
or BNC on the video end. An additional Svideo plug would be nice too. 


I've not spotted any AV cables in the stores. 
Enough composite already! 


Speaking of video, has any game ever allowed non-interlace mode? 
Speaking of Sony, thanks, guys-- this is so cool... 


Bill Romanowski 


—-MESSAGE FILE 1371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00067 


—-MESSAGE FILE 1372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000068 
Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AV to RGB/SVideo 

Date: Tue, 22 Apr 1997 08:18:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <335C663F.41ED@interactive.sony.com> 

References: <5jgedr$1k12@scea> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Bill Romanowski wrote: 


Is there a Sony produced RGB cable (or perhaps another vendor) ? 
Preferred would be a cable with phono 
or BNC on the video end. An additional Svideo plug would be nice too. 


I've not spotted any AV cables in the stores. 
Enough composite already! 


Speaking of video, has any game ever allowed non-interlace mode? 
Speaking of Sony, thanks, guys-- this is so cool... 


VVVVVVVVVV VV 


Bill Romanowski 


The Standard Playstation SCART lead brings out RGB, composite, stereo 
sound and SVideo ( I think ) on the SCART plug. If you want BNC or phono 
plugs then you'll need some kind of SCART adapter. 
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Any 240/256y resolution is automatically non-interlaced, ( which can 
make it a pain to videotape games ) only 480/512y displays as 
interlaced. As for 640x480y non-interlaced it isn't a part of the 
standard libraries as the PS has always been designed for use with a 
normal TV set. 


Colin. 
-—-MESSAGE FILE 1372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00068 


-—-MESSAGE FILE 1373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000069 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: its dead around here! 

Date: 22 Apr 1997 20:39:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <0lbc4f5cSa8e9a040S$da7f£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


come on! lets have some chit chat! 
-—-MESSAGE FILE 1373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00069 


—-MESSAGE FILE 1374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000070 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: Wed, 23 Apr 1997 11:21:32 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <335E532C.1882@compuserve.com> 

References: <Olbc4f5cSa8e9a040Sda7f£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: 1d53-095.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl16; I) 


del :) wrote: 
> 
> come on! lets have some chit chat! 


Well what do you want to chit-chat about!? 
-—-MESSAGE FILE 1374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00070 


—-MESSAGE FILE 1375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000071 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: 23 Apr 1997 18:34:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bc5014$682a4560Sda7f989e@nlights.demon.co.uk> 

References: <Olbc4f5cSa8e9a040Sda7f£989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> 

NNTP-Posting-Host: 158.152.127.218 

X-Newsreader: Microsoft Internet News 4.70.1155 


well, seen my engine 4? 


Ken Lam <100411.265@compuserve.com> wrote in article 
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<335E532C.1882@compuserve.com>... 

del :) wrote: 

> 

> come on! lets have some chit chat! 


> 
> 
> 
> 
> Well what do you want to chit-chat about!? 

> 

-—-MESSAGE FILE 1375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00071 


-—-MESSAGE FILE 1376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000072 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: Thu, 24 Apr 1997 01:41:20 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <335F1CBO.6DA2@dial.pipex.com> 

References: <Olbc4f5cSa8e9a040Sda7f989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc5014$682a4560Sda7f£989e@nlights.demon.co.uk> 

NNTP-Posting-Host: ak125.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


del :) wrote: 

> 

> well, seen my engine 4? 

> 

> Ken Lam <100411.265@compuserve.com> wrote in article 
> <335E532C.1882@compuserve.com>... 

> > del :) wrote: 

>>> 

> > > come on! lets have some chit chat! 

>> 

> > Well what do you want to chit-chat about!? 

>> 

I've seen Engine 4 and it's smoooooth... Show off! :-) 


BTW I see you got another gig in Edge - blimey! 
Cheers, 


Chris 
—-MESSAGE FILE 1376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00072 


-—-MESSAGE FILE 1377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000073 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: Thu, 24 Apr 1997 02:24:12 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <335F26BC.637Bédial.pipex.com> 

References: <Olbc4f5cSa8e9a040Sda7f£989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc5014$682a4560Sda7f£989e@nlights.demon.co.uk> <335F1CB0O.6DA2@dial.pipex.c 
om> 

NNTP-Posting-Host: ak125.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


... I've just remembered: Has anyone worked-out the answer to 


Net Yaroze newsgroups message dump.txt Page 871 
the quiz question on Dave Watson's Yaroze home page? 


I saw it the other night and it was bugging me until I worked 
it out... or at least I *think* I know what the answer is! 


Cheers (again :-) 


Chris 
—-MESSAGE FILE 1377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00073 


—-MESSAGE FILE 1378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000074 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: thanks 

Date: Wed, 23 Apr 1997 22:06:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <335E79D3.39AE@micronetics.com> 

References: <Olbc4f5cSa8e9a040Sda7f989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc5014$682a4560Sda7f989e@nlights.demon.co.uk> <335F1CB0.6DA2@dial.pipex.c 
om> <335F26BC.637Bédial.pipex.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Though I would continue the idle chatter by thanking 
Sony for the Chrimble card. Very nice gesture. :-) 


Thanks 


Jim 
—-MESSAGE FILE 1378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00074 


-—-MESSAGE FILE 1379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000075 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: Thu, 24 Apr 1997 10:07:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <335F22CB.30B9@geocities.com> 

References: <Olbc4f5cSa8e9a040Sda7f989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc5014$682a4560Sda7f£989e@nlights.demon.co.uk> 

NNTP-Posting-Host: mango.ferndown.ate.slb.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


del wrote: 
> well, seen my engine 4? 

Yeah, it's well smart. So you gonna release the source code and help 
all us 'not quite as smart' yaroze coders then? չ-) 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 
-—-MESSAGE FILE 1379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00075 


—-MESSAGE FILE 1380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0000076 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: blur 

Date: Sun, 27 Apr 1997 22:35:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3363C69C.3388@micronetics.com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


I have put a silly little routine I wrote on Friday on my ftp site. 
Nothing special but it will show you how to link assembler in with your 
c code. It also shows how slow the r3000 really is and that all the 
hard work is done my the gte/gpu combo. 


http://www.playstation.co.uk/~SiglLL/ftp/demos/ 
Have phun. 
Jim 


Ps. I've had trouble posting this message on the mydemos news group. Is 

this working ok? 

—-MESSAGE FILE 1380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00076 


—-MESSAGE FILE 1381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000077 

Path: chuka.playstation.co.uk!news 

From: "David Watson" <dave@polylang.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: 29 Apr 1997 13:55:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bc54a4$ed249a60Se17dcac2@dave .POLYLANG. COM> 

References: <Olbc4f5cS$a8e9a040Sda7£989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc5014$682a4560Sda7f£989e@nlights.demon.co.uk> <335F1CB0.6DA2@dial.pipex.c 
օո» <335F26BC.637B@édial.pipex.com> 

NNTP-Posting-Host: dave.polylang.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I know the answer. 
Its one of those where you kick yourself when you find out. 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<335F26BC.637Bédial.pipex.com>... 

> ...I've just remembered: Has anyone worked-out the answer to 
the quiz question on Dave Watson's Yaroze home page? 


I saw it the other night and it was bugging me until I worked 
it out... or at least I *think* I know what the answer is! 


Cheers (again :-) 


Chris 


VVVVVVVVV 


—-MESSAGE FILE 1381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00077 


—-MESSAGE FILE 1382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000078 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jeff Lawton <jlawton@groupz.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: Wed, 30 Apr 1997 06:33:11 -0500 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33672DF7.5476@groupz.net> 

References: <Olbc4f5cSa8e9a040Sda7f£989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc5014$682a4560Sda7f£989e@nlights.demon.co.uk> 
Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-rl-pl.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


del :) wrote: 
> 


> well, seen my engine 4? 


Would love to.. But us US guys can't access your web site, due to the 
fact that we have to be a SCEE website member.. 


Care to send it my way so I can put it up on my Sony US page that 
resides on the SCEA server? 


Regards, 


Jeff 
--MESSAGE FILE 1382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00078 


--MESSAGE FILE 1383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000079 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: its dead around here! 

Date: Wed, 30 Apr 1997 13:51:31 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 32 

Message-ID: <33674053.4AD0@interactive.sony.com> 

References: <Olbc4f5cS$a8e9a040Sda7f£989e@nlights.demon.co.uk> <335E532C.1882@compuser 
ve.com> <01bc50145$682a4560Sda7f989e@nlights.demon.co.uk> <33672DF7.5476@groupz.net> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: jlawton@groupz.net 


Jeff Lawton wrote: 


> 

> del :) wrote: 

>> 

> > well, seen my engine 4? 

> 

> Would love to.. But us US guys can't access your web site, due to the 
> fact that we have to be a SCEE website member.. 

> 

> Care to send it my way so I can put it up on my Sony US page that 
> resides on the SCEA server? 

> 

> Regards, 

> 

> Jeff 

Hi, 


We know that SCEA are working on this - we'll be giving you guys access 
to our site so that you 
can see Australians and Europeans at work and play. 


- scee 
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PS FYI for SCEE Members - we are able to "mirror" the SCEA and SCEI 
sites for your viewing pleasure, 

but there are concerns in America about Web site providers being 
hauled off to court if their 

disks contain dubious material. Thats the reason why their Members 
pages have to be slightly 

more structured - and why material has to be uploaded for checking 
before being made available 

to all. 
—-MESSAGE FILE 1383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00079 


—-MESSAGE FILE 1384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000080 

Path: chuka.playstation.co.uk!news 

From: Mark Henkelis <mark.henkelis@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: NTSC TV 

Date: Fri, 02 May 1997 00:20:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <33692553.F01@virgin.net> 
NNTP-Posting-Host: p02-kestrel-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO05 (Win95; 1) 


Hi, 


after using my Yaroze connected to an old portable via co-ax 
(no SCART socket, NTSC is just a mess), I've decided to upgrade 
to something with a SCART socket. It seems logical to also go 
for something with NTSC capabilities, but everywhere I've asked 
says you can't get a dual-standard portable, but some Sony TVs 
can display NTSC. Does anyone know any different/can anyone 
suggest a TV that will work (it just needs to fit on my desk 
Ses 


Thanks, Mark. 
—-MESSAGE FILE 1384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00080 


—-MESSAGE FILE 1385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000081 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC TV 

Date: Fri, 02 May 1997 18:08:15 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <336A1F7F.5291@interactive.sony.com> 
References: <33692553.F01@virgin.net> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mark Henkelis wrote: 
Hi, 


after using my Yaroze connected to an old portable via co-ax 
(no SCART socket, NTSC is just a mess), I've decided to upgrade 
to something with a SCART socket. It seems logical to also go 
for something with NTSC capabilities, but everywhere I've asked 
says you can't get a dual-standard portable, but some Sony TVs 
can display NTSC. Does anyone know any different/can anyone 


VVVVVVV VV 
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suggest a TV that will work (it just needs to fit on my desk 


> 
> ). 
> 
> 


Thanks, Mark. 


I have been informed that there's a very good chance that 
your current TV will display both PAL and NTSC fine, 

if linked to the Yaroze by a SCART rgb lead. 

Please try this first before getting another TV, 

and let us know if it works. 


Thanks 


Lewis 


Page 875 


—-MESSAGE FILE 1385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00081 


-—-MESSAGE FILE 1386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000082 

Path: chuka.playstation.co.uk!news 

From: Mark Henkelis <mark.henkelis@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: NTSC TV 

Date: Fri, 02 May 1997 23:40:17 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <336A6D51.6A6B@virgin.net> 


References: <33692553.F01@virgin.net> <336A1LF7F.5291@interactive.sony.com> 


NNTP-Posting-Host: p35-kittiwake-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO05 (Win95; 1) 


Developer Support wrote: 


Mark Henkelis wrote: 
> 


v 


Hi, 


after using my Yaroze connected to an old portable via co-ax 
(no SCART socket, NTSC is just a mess), I've decided to upgrade 
to something with a SCART socket. It seems logical to also go 
for something with NTSC capabilities, but everywhere I've asked 
says you can't get a dual-standard portable, but some Sony TVs 
can display NTSC. Does anyone know any different/can anyone 
suggest a TV that will work (it just needs to fit on my desk 
eae) Es 


VVVVVVVVV VV 


Thanks, Mark. 


I have been informed that there's a very good chance that 
your current TV will display both PAL and NTSC fine, 

if linked to the Yaroze by a SCART rgb lead. 

Please try this first before getting another TV, 

and let us know if it works. 


Thanks 


VVVVVVVVVVVVV VV VV VV VV VV VV 


Lewis 

There isn't a SCART socket on the TV. Is there any way to tell if 
any TV with SCART will work without trying it (and do some TVs 
produce better results than others)? 


Thanks, Mark. 


—-MESSAGE FILE 1386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00082 


Net Yaroze newsgroups message dump.txt Page 876 


-—-MESSAGE FILE 1387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000083 

Path: chuka.playstation.co.uk!news 

From: Vassilis <touronis@hyper.gr> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: 3d/2d Software Offer 

Date: Tue, 06 May 1997 18:18:37 +0300 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <336F4BCD.54E4@hyper.gr> 
Reply-To: touronis@hyper.gr 
NNTP-Posting-Host: thes05p1l.otenet.gr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Why is Europe the only continent that received Yaroze without any offer 
on 3D/2D software ? Japanese members got Lightwave and US members got 3D 
Studio, Animator Pro and Texture Universe at very very low prices. The 
excuse that Japan did not got the deal right away so we have to wait is 
not enough since US members got the offer in their Welcome Pack. Can 


Sony let us know what is going on? Are European customers second class? 


Vassilis 
-—-MESSAGE FILE 1387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00083 


—-MESSAGE FILE 1388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000084 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: downloading demos 

Date: 6 May 1997 20:09:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <01bc58c7$17d06200Se6547ec2@brianwes> 
NNTP-Posting-Host: client8518.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have tried downloading a lot of the demos and when I try to unzip them 
with WinZip95/Classic only about quarter successfully uncompressed the rest 
have errors in the headers according to WinZip. 


Also when downloading the latest versions of the manuals and trying to get 
them to display with Acrobat (latest version) I get an error along the 
lines of header missing -%pdf- 


Any Suggestions on what I might be doing wrong? 


PS . I wish this site was as fast as the US one :) 
—-MESSAGE FILE 1388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00084 


—-MESSAGE FILE 1389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000085 

Path: chuka.playstation.co.uk!news 

From: SCEE Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3d/2d Software Offer 

Date: Wed, 07 May 1997 09:11:09 +0100 

Organization: SCEE 
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Lines: 29 

Message-ID: <3370391D.101C@interactive.sony.com> 
References: <336F4BCD.54E4@hyper.gr> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
To: touronis@hyper.gr 


Hi Vassilis, 

We're working on similar arrangments here - the problem for us is rather tha 
n for a supplier having to 
create a structure that will work in a single country (i.e. Japan or America), andd 
eal that we bring in must 
work across all of Europe and Australia. 


[You'd be amazed at how complicated it was to bring Net Yaroze to Europe (th 
ank God that the EC meant that 
there was only one electrical safety standard in Europe ... but of course there were 
different plugs and 
standards in Australia) . | 


We'll keep you posted, but it should be soon ! 


Paul 


Vassilis wrote: 

Why is Europe the only continent that received Yaroze without any offer 
on 3D/2D software ? Japanese members got Lightwave and US members got 3D 
Studio, Animator Pro and Texture Universe at very very low prices. The 
excuse that Japan did not got the deal right away so we have to wait is 
not enough since US members got the offer in their Welcome Pack. Can 


Sony let us know what is going on? Are European customers second class? 


VVVVVVVVVVVV VV 


Vassilis 
-—-MESSAGE FILE 1389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00085 


-—-MESSAGE FILE 1390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000086 

Path: chuka.playstation.co.uk!news 

From: SCEE Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: downloading demos 

Date: Wed, 07 May 1997 09:16:08 +0100 

Organization: SCEE 

Lines: 32 

Message-ID: <33703A48.15A6@interactive.sony.com> 

References: <01bc58c7$17d06200Se6547ec2@brianwes> 

NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
To: brian west <briest@mail.globalnet.co.uk> 


Hi Brian, 
Name them, and we'll investigate (we've used both the Version of Winzip 
on the CD and the standard Mac equivalents and found no problems). 


Which version of Acrobat are you using ? 


Paul 
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PS Which US site - if you're talking about the US site in the "links" 
section, remember that we're actually supply a Mirror of their site, and 
it still resides at this location. Seriously - if you have specific 
problems with performance, let us know and we'll investigate. 


(Is it possible to perform a TRACE from your ISP to our site - it could 
be your provider has rather a convoluted route. We've tested the site 
from both PIPEX and Demon using 24400 Modems, and performance seemed 
OK). 


brian west wrote: 


> 

> I have tried downloading a lot of the demos and when I try to unzip them 

> with WinZip95/Classic only about quarter successfully uncompressed the rest 
> have errors in the headers according to WinZip. 

> 

> Also when downloading the latest versions of the manuals and trying to get 
> them to display with Acrobat (latest version) I get an error along the 

> lines of header missing -%pdf- 

> 

> Any Suggestions on what I might be doing wrong? 

> 

> PS . I wish this site was as fast as the US one :) 


—-MESSAGE FILE 1390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00086 


—-MESSAGE FILE 1391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000087 

Path: chuka.playstation.co.uk!news 

From: Piquois <laxer3a@hol.fr> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: About a new NewsGroup : scee.yaroze.myutils 
Date: Wed, 07 May 1997 14:38:04 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <337077AC.263E@hol.fr> 
NNTP-Posting-Host: ppp35.gre.hol.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E [fr]—-HAVAS1 (Win95; 1) 


Hello to everybody... 
I had a mail exchange with Laura at SCEE about making a new newsgroup 


scee.yaroze.myutils for people who are making utils for PS-X like 
Aimga Version of Siocons or 3DEditor etc... 


I think this kind of area will be better than scee.yaroze.mydemos 
Ps-X is one thing and Computer is another... 
Please answer here... Scee Tech waits your reply... 
Laxer3A 
Ps:Sorry for my bad english... 


—-MESSAGE FILE 1391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00087 


—-MESSAGE FILE 1392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000088 

Path: chuka.playstation.co.uk!news 

From: "Vassilis" <touronis@hyper.gr> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 2d/3d Software Offer 

Date: 7 May 1997 17:51:33 GMT 

Organization: Home 

Lines: 8 
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Message-ID: <01bc58ca$753b7440S$9d02aac3@akis-—pc> 
NNTP-Posting-Host: thes05p06.otenet.gr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Why is Europe the only continent that received Yaroze without any offer, 
on 3D/2D software ? Japanese members got Lightwave and US members got 3D; 
Studio, Animator Pro and Texture Universe at very very low prices. The, 
excuse that Japan did not got the deal right away so we have to wait is¢ 
not enough since US members got the offer in their Welcome Pack. Canz 
Sony let us know what is going on? Are European customers second class?¢ 
é 
Vassilis 

-—-MESSAGE FILE 1392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00088 


—-MESSAGE FILE 1393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000089 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: I can't use PAL 

Date: 10 May 1997 03:12:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <0Olbc5cf0$2f114a60S2d91b8cd@mannynaj> 
NNTP-Posting-Host: dgr-ill-13.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've just recently been able to access SCEE's yaroze site, and I have been 
downloading all the programs that you guys have made. The only problem is, 
they are made for PAL, and all I see on my tv is a black and white mess. 


I think that -everyone- should include both NTSC and PAL versions of their 
Yaroze programs, so everyone can share in the chewy goodness. 


I'm still new to the Yaroze... so are there any major differences between 
NTSC and PAL that would make a conversion somewhat bothersome? 


Manny Najera 
—-MESSAGE FILE 1393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00089 


-—-MESSAGE FILE 1394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000090 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I can't use PAL 

Date: 10 May 1997 09:47:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <01bc5d26$3ec26940Sda7f989e@nlights.demon.co.uk> 
References: <Olbc5Scf0$2f114a60$2d91b8cd@mannynaj> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


ofcourse you can use pal! 
just purchase a dual standard TV, or better still get yourself a scart 


monitor than runs pal/ntsc... simple 


all of us in the UK can run NTSC (pretty much) , we've been in the 
business of importing consoles for years....] 


18rs 


Manny Najera <mnajera@ix.netcom.com> wrote in article 
<Olbc5cf0$2f114a60S2d91b8cd@mannynaj>... 
> I've just recently been able to access SCEE's yaroze site, and I have 
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been 
> downloading all the programs that you guys have made. The only problem 
is, 
> they are made for PAL, and all I see on my tv is a black and white mess. 
> 
> I think that -everyone- should include both NTSC and PAL versions of 
their 

Yaroze programs, so everyone can share in the chewy goodness. 


> 

> 

> I'm still new to the Yaroze... so are there any major differences between 
> NTSC and PAL that would make a conversion somewhat bothersome? 
> 
> 
> 


Manny Najera 


—-MESSAGE FILE 1394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00090 


—-MESSAGE FILE 1395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000091 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I can't use PAL 

Date: Mon, 12 May 1997 09:22:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <3376D35B.159B@interactive.sony.com> 
References: <OlbcScf0$2f114a60$2d91b8cd@mannynaj> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Manny Najera wrote: 


I've just recently been able to access SCEE's yaroze site, and I have been 
downloading all the programs that you guys have made. The only problem is, 
they are made for PAL, and all I see on my tv is a black and white mess. 


I think that -everyone- should include both NTSC and PAL versions of their 
Yaroze programs, so everyone can share in the chewy goodness. 


I'm still new to the Yaroze... so are there any major differences between 
NTSC and PAL that would make a conversion somewhat bothersome? 


VVVVVVVVVV VV 


Manny Najera 


You are right that all Yaroze programs should work equally 
happily under both PAL and NTSC. 


The simplest way to achieve this in programming code: 


(1) Detect (not set) what the current mode is, using GetVideoMode 
(2) Hence set ScreenWidth, ScreenHeight (these depend only 

on desired resolution and video mode) 

(3) For all game timing that relies on hsyncs/scan lines, 

use the fact that 260 hsyncs is roughly the 60fps cutoff point 

for NTSC games, for PAL the 50fps cutoff point is around 280 hsyncs. 
Games can quite easily detect their own hysnc count (look at the 
return value from VSync(0)) and hence infer the way to maximise 
their frame rate and sync it with other things. 


There is a document in the manual additions section of the website, 
and more sample code to be released soon will include a 

simple C module (.c and .h file) which will easily enable 

everyone to ensure that their programs work under both modes. 


Lewis 
—-MESSAGE FILE 1395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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00091 


—-MESSAGE FILE 1396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000092 
Path: chuka.playstation.co.uk!news 


From: "del :)" <del@nlights.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: About a new NewsGroup : scee.yaroze.myutils 


Date: 13 May 1997 20:19:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <0Olbc5fd9Sef4d6520S$da7f£989e@nlights.demon.co.uk> 
References: <337077AC.263E@hol.fr> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


good, idea 


Piquois <laxer3a@hol.fr> wrote in article <337077AC.263E@hol.fr>... 
> Hello to everybody... 


Ps:Sorry for my bad english... 


> 

> I had a mail exchange with Laura at SCEE about making a new newsgroup 
> 

> scee.yaroze.myutils for people who are making utils for PS-X like 
> Aimga Version of Siocons or 3DEditor etc... 

> 

> I think this kind of area will be better than scee.yaroze.mydemos 
> 

> Ps-X is one thing and Computer is another... 

> 

> Please answer here... Scee Tech waits your reply... 

> 

> Laxer3A 

> 

> 

> 


—-MESSAGE FILE 1396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00092 


—-MESSAGE FILE 1397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000093 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I can't use PAL 

Date: Fri, 16 May 1997 18:04:46 GMT 

Organization: Into Beyond 

Lines: 18 

Message-ID: <33788973.4272203@news.playstation.co.uk> 

References: <OlbcScf0$2f114a60S2d91b8cd@mannynaj> <3376D35B.159B@interactive.sony.co 
m> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 12 May 1997 09:22:51 +0100, Developer Support 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>(1) Detect (not set) what the current mode is, using GetVideoMode 
It always returns NTSC the first time around. 

>(2) Hence set ScreenWidth, ScreenHeight (these depend only 

>on desired resolution and video mode) 


>(3) For all game timing that relies on hsyncs/scan lines, 


I prefer being able to check out NTSC/PAL just by using the joypad or 
whatever. See my wibbly demo (~IBEYOND) 
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* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Please God Win! 97-98 * 

* Obbly Bobbly the Depressed cried forth "Roberts? Ugh!" * 

—-MESSAGE FILE 1397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00093 


-—-MESSAGE FILE 1398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000094 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze: An "Early Adopters" Review v1.0 
Date: Fri, 16 May 1997 21:02:41 -0700 

Organization: Cobra Developments 

Lines: 144 

Message-ID: <337D2DE1.F67@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


I am a Hobbyist programmer, I have had my Yaroze System For a Month + 
Now & I have Devoted All of My Programming Efforts in its Direction. 

As an "Early Adopter" I Submit a Personal review of the System & Tools 
from a Users point of view. 


I stress that the Review is My True Personal Experience & No Malice or 
Untoward Intentions are Expressed or Implied. If you are a from-: 


A> Yaroze Tech Support look upon this as Feedback from a Users point 
of view & How Things can be improved. 


B> If you are a Coder Look upon this as 1 Early Adopters Experience. 
This Review is not meant to Discourage you from purchasing the Kit. 


OK Lets Go!! 


My-Self: 

I Have Been Coding for About 5 Years i.e. Amiga & PC, Using Assembler 
& C/C++ Doing 2D stuff. During the last 8 months I have been finishing 
off an isometric view top down shooter rather like "Loaded" & studying 
The underlying principles Behind 3D Game programming. I have also 
been doing some basic primitives in LightWave 4.0, so I guess I meet 
Sony's criteria. I was about to make the Quantum Leap into 3D 


programming 
Using Direct X, But When I heard about this Kit I decided to Go the 
Console Way via this Fantastic Machine. (WHAT!!! The Great Sony are 


releasing a DevKit? I'm Gonna Get One of Those!!). 


Out-of- Box-Experience. 

I Received My £652.49 Worth of Kit Mid April which consisted of 

Yaroze + CodeWarrior. Along with the Kit came 3 Manuals, A CD 

full of convertion Tools and Extra Demo Disk With many cool Programs. 
I was very Impressed with the package & set up the machine with almost 
no 

problems. 8/10 


The Manuals: 
The Yaroze Manuals consist of 3 Books & I must admit to being more than 
a little supprised how thin they were-: 


1. START UP GUIDE. Is informative & Explains How to set-up & get 
Started. 

Connection of Yaroze Was a breeze as I had already added 2 new COM ports 
to 

My PC. It took me approximately an hour to get everything sorted out. 
Installation of Tools Was Easy Too. 8/10 


E 
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There is also some Code to Get You Compiling & Running programs. 
But I Was puzzled as to why this Code Was strictly a 2D affair!! 
No Pointers to 3d Yet Then! 5/10 (3 points Deducted). 


2. USER GUIDE. Contains information on how to develop for Yaroze 

& includes Sections on Graphics, Sound, Tools, ect. This is where 
things start to go Downhill as the Complete Manual is Only 205 pages 
in Total!! The Sections pertaining to Graphics are only 27 pages & Not 
very Informative at all. There is also No Example Code to back up the 
Extremely Brief & Vague Information. 

The Manual is also Riddled with Spelling Mistakes & Poor Grammar, 
ratio-: at least 1 per Page!! There could be Many reasons for this i.e 
a) Bad Translation from Japanese Manuals. 

b) Rushing to Get the Manuals to Press 

Either Way they are Very Poor. AT this point I must say that I own Many 
Development Manuals for various Machines Including "Amiga Hardware 
Reference" by Addison/Wesley & "FastGraph 4.5" (PC) by Ted Gruber. 

In comparison the Yaroze Manual is Comical. 

If the purpose of Yaroze is to bring the Hobbyist Scene back to Life 
as in the days of the Amiga (Yes I was there!!). they won't do it with 
uninformative Manuals like this. 4/10 


3. LIBRARY REFERENCE. Contains information on the Library & Structures 
Used to 

Control this powerful Console. This is a good Book & The Descriptions 
are good. 

But Without a decent Manual Explaining How to utilise some of the 
complex stuff its 

Not Very Easy to Work from. 7/10. 


Summary: The Concept, Tools & Kit are Good but the Manual is Very Poor, 
In Order to Address the Problem with the Manual I suggest the 
following-: 

1> Completely Rewrite the Manual. 

2» Supplement The Manual with a *.PDF or *.HTML Doc showing how to do 
a simple 3D game from the ground up. 


This Would Make the Yaroze much Better & Easier to use. 


OK With That off my Chest I delve into the "NET" part of Net Yaroze 


NET YAROZE: 

Access To Technical Support is via Sony's WebSite. To log into this 
site you have to 

Supply Both a "User Name" & a "Pass Word". When you Apply for Yaroze 
You Specify 

Your chosen "User Name". A Week or So after you receive your Kit Sony 
Promise to send 

You conformation of Both via letter, I am Still Waiting for my Letter!! 
To gain access to the 

Site I had to Phone the Yaroze Teams HQ who after checking my 
credentials gave me the 

password via phone. 


The Site is Very Good & Easy to Navigate. There are many Sections 
Including NewsGroups, 

Demos (including Source Code). I took a look at the NewsGroups & found 
that many other 

Users Were Experiencing the same problems as I was. Time & Time again 
the same Questions 

arose. I also downloaded some demos/code to see if they would clear up 
my confusion. 

Most of the code and Demos will not run directly On Yaroze & needs much 
modification to 

get it running. The reason for this is-: On Yaroze the Boot disk Uses 
certain regions of 

Memory in the PSX so you cannot Load Programs into this Memory. Most of 
the Demos I 

downloaded crashed because the were trying to access this memory. Which 
makes me believe 

that they were not written on Yaroze as Sony would have us believe!! The 
code is also Very Poorly documented BTW. So there you have it. 
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Summary: Yaroze Will be a Failure & have a Negative Effect if Sony Does 
Not Address 

these Problems. At the Moment it is a Complete Mess. Development Systems 
Like 

Direct X Don't Need great Documentation because, you can buy Many Third 
Party 

Books in your local Book Store if the Official Documentation is not to 
your liking. 

(I know I have two). With Yaroze this is not the case. We Are Dependant 
on The 

official Stuff. 


This posting will first be mailed on the Sony Site as to get a official 
response from Yaroze Team 
After 1 week I will post it to the outside world. 


I would be grateful for any response To be sent to My IP address As Well 
as the Newsgroup. 


Colin Adams 
Cobra Developments 
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—-MESSAGE FILE 1398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00094 


—-MESSAGE FILE 1399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000095 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze: An "Early Adopters" Review v1.0 
Date: Sat, 17 May 1997 00:29:28 +0100 
Organization: shadow developments 

Lines: 140 

Message-ID: <337CEDD1.6E2@netcomuk.co.uk> 
References: <337D2DE1.F67@cobradev.demon.co.uk> 
NNTP-Posting-Host: dialup-—08-02.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


In comment to colin: 


colin adams wrote: 

> 

> I am a Hobbyist programmer, I have had my Yaroze System For a Month + 
> Now & I have Devoted All of My Programming Efforts in its Direction. 
> 


I've had mine for around a month now, but haven't had a whole load of 
time to devote to it (been averaging a couple of nights a week). 


> My-Self: 
> I Have Been Coding for About 5 Years i.e. Amiga & PC, Using Assembler 
> & C/C++ Doing 2D stuff. 


Started coding about 10 years ago, 8-bit assembler, games ե utils on 
spectrum & C64, dropped it all for about 6 years and picked it up about 
2 years ago, learnt C and got a job as a C developer. 


>When I heard about this Kit I decided to Go the 
> Console Way via this Fantastic Machine. (WHAT!!! The Great Sony are 
> releasing a DevKit? I'm Gonna Get One of Those!!). 


Me too! 


Out-of- Box-Experience. 

I Received My £652.49 Worth of Kit Mid April which consisted of 
Yaroze + CodeWarrior. Along with the Kit came 3 Manuals, A CD 

full of convertion Tools and Extra Demo Disk With many cool Programs. 


> 
> 
> 
> 
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> I was very Impressed with the package & set up the machine with almost 
> no 
> problems. 8/10 


A few more problems with my Mac than I would of liked , but otherwise 
ok, I can resort to my PC laptop or my PC at work if needed. 


> The Manuals: 
> The Yaroze Manuals consist of 3 Books & I must admit to being more than 
> a little supprised how thin they were-: 


Snap. 

> 2. USER GUIDE. Contains information on how to develop for Yaroze 

> & includes Sections on Graphics, Sound, Tools, ect. This is where 

> things start to go Downhill as the Complete Manual is Only 205 pages 

> in Total!! The Sections pertaining to Graphics are only 27 pages & Not 
> very Informative at all. There is also No Example Code to back up the 
> Extremely Brief & Vague Information. 

> The Manual is also Riddled with Spelling Mistakes & Poor Grammar, 

> ratio-: at least 1 per Page!! 


I agree, it would have been nice to have it in a more structured order, 
all the relevant functions grouped together. 


> Development Manuals for various Machines Including "Amiga Hardware 
> Reference" by Addison/Wesley & "FastGraph 4.5" (PC) by Ted Gruber. 
> In comparison the Yaroze Manual is Comical. 


I fondly remember my C64 programmers reference guide and my Z80 
programmers manual, neither of which could hold any more info. They were 
ace. 


> 3. LIBRARY REFERENCE. Contains information on the Library ե Structures 
> Used to 

> Control this powerful Console. This is a good Book & The Descriptions 

> are good. 
> 
> 
> 


But Without a decent Manual Explaining How to utilise some of the 
complex stuff its 
Not Very Easy to Work from. 7/10. 


Agree again. 


Summary: The Concept, Tools & Kit are Good but the Manual is Very Poor, 
In Order to Address the Problem with the Manual I suggest the 
following-: 

1> Completely Rewrite the Manual. 

2> Supplement The Manual with a *.PDF or *.HTML Doc showing how to do 


> 
> 
> 
> 
> 
> a simple 3D game from the ground up. 


2d as well. I agree 3d is more the current vain, and is obviously the 
natural progression for the gaming industry, but good 2d games are just 
as good. Remember, the game is in the playablilty and adictivness not 
just the graphics (I've still got my Atari VCS 2600 and some of those 
games are so playable even if they only take up 88). 


Access To Technical Support is via Sony's WebSite. To log into this 
site you have to 

Supply Both a "User Name" & a "Pass Word". When you Apply for Yaroze 
You Specify 

Your chosen "User Name". A Week or So after you receive your Kit Sony 


V V V V V 


Web site isn't too bad, but sometimes I find the server a bit slow. (I 
connect at 33.6K) 


> The Site is Very Good & Fasy to Navigate. 


Agreed. 

> Most of the code and Demos will not run directly On Yaroze & needs much 
> modification to 

> get it running. The reason for this is-: On Yaroze the Boot disk Uses 

> certain regions of 
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> Memory in the PSX so you cannot Load Programs into this Memory. Most of 

> the Demos I 

> downloaded crashed because the were trying to access this memory. Which 

> makes me believe 

> that they were not written on Yaroze as Sony would have us believe!! 


I thought the very thing! 


> Summary: Yaroze Will be a Failure & have a Negative Effect if Sony Does 
> Not Address 
> these Problems. At the Moment it is a Complete Mess. 


It depends on what is classed a failure. It's still early days her in 
Europe, but Japan seems to be rolling, if SCE's figures are anything to 


go by. 


> (I know I have two). With Yaroze this is not the case. We Are Dependant 
> on The 
> official Stuff. 


I think that is the problem. We have the official line, which isn't that 
clear, and the unofficial/hobby/hacker line, which isn't always 
accurate. 


In general I am happy with my Yaroze, even though I am making slow 
progress with it - but hey, someone has to bring up the rear. The 
documentation is pretty poor and sometimes hard to follow, even though I 
would consider myself a fairly good and ambitious C coder. 


I hope that maybe SCEE take note from these readings and try to produce 
some better documentation. I know that nothing is easy, hey that's the 
fun of programming, but is it just me? 


Ira. 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
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—-MESSAGE FILE 1399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00095 


—-MESSAGE FILE 1400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000096 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze: An "Early Adopters" Review v1.0 
Date: Mon, 19 May 1997 09:05:11 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 223 

Message-ID: <338009B7.73F8@interactive.sony.com> 
References: <337D2DE1.F67@cobradev.demon.co.uk> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: colin adams <colin@cobradev.demon.co.uk> 


Hi Colin, 

Thanks for this - we always appreciate feedback, so that 
we can improve the site and information available as much as 
possible. 


I few of comments are below... 
-Paul 


> 
> Out-of- Box-Experience. 
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> I Received My £652.49 Worth of Kit Mid April which consisted of 

> Yaroze + CodeWarrior. Along with the Kit came 3 Manuals, A CD 

> full of convertion Tools and Extra Demo Disk With many cool Programs. 
> I was very Impressed with the package & set up the machine with almost 
> no 

> problems. 8/10 

Great! 

> 

> The Manuals: 

> The Yaroze Manuals consist of 3 Books & I must admit to being more than 
> a little supprised how thin they were-: 

> 

> 1. START UP GUIDE. Is informative & Explains How to set-up & get 

> Started. 

> Connection of Yaroze Was a breeze as I had already added 2 new COM ports 
> to 

> My PC. It took me approximately an hour to get everything sorted out. 

> Installation of Tools Was Easy Too. 8/10 

> There is also some Code to Get You Compiling & Running programs. 

> But I Was puzzled as to why this Code Was strictly a 2D affair!! 

> No Pointers to 3d Yet Then! 5/10 (3 points Deducted). 


We'd attempted to put a lot more sample code on the CD, but a 
few last minute issues prevented us. (Everything for the CD had to be 
finalized last year). 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


2. USER GUIDE. Contains information on how to develop for Yaroze 

& includes Sections on Graphics, Sound, Tools, ect. This is where 
things start to go Downhill as the Complete Manual is Only 205 pages 
in Total!! The Sections pertaining to Graphics are only 27 pages & Not 
very Informative at all. There is also No Example Code to back up the 
Extremely Brief & Vague Information. 

The Manual is also Riddled with Spelling Mistakes & Poor Grammar, 
ratio-: at least 1 per Page!! There could be Many reasons for this i.e 
a) Bad Translation from Japanese Manuals. 

b) Rushing to Get the Manuals to Press 

Either Way they are Very Poor. AT this point I must say that I own Many 
Development Manuals for various Machines Including "Amiga Hardware 
Reference" by Addison/Wesley & "FastGraph 4.5" (PC) by Ted Gruber. 

In comparison the Yaroze Manual is Comical. 

If the purpose of Yaroze is to bring the Hobbyist Scene back to Life 
as in the days of the Amiga (Yes I was there!!). they won't do it with 
uninformative Manuals like this. 4/10 


3. LIBRARY REFERENCE. Contains information on the Library & Structures 
Used to 

Control this powerful Console. This is a good Book & The Descriptions 
are good. 

But Without a decent Manual Explaining How to utilise some of the 
complex stuff its 

Not Very Easy to Work from. 7/10. 


Summary: The Concept, Tools & Kit are Good but the Manual is Very Poor, 
In Order to Address the Problem with the Manual I suggest the 
following-: 

1> Completely Rewrite the Manual. 

2» Supplement The Manual with a *.PDF or *.HTML Doc showing how to do 
a simple 3D game from the ground up. 


Fair comments. Actually the Manuals have already been heavily revised, 
and complemented with more .HTML documents. The "how to..." idea is 
good, and we'll look at that. 


Firstly, have you seen http://www.playstation.co.uk/yaroze/manuals ? 


To give you an insight into the way things worked: 


եյ 


The manuals were translated from the Japanese originals 


Each manual was split into sections, and reviewed by one of our 
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experts in that area (the group here supports both Yaroze and 
Professional developers). The emphasis was on technical accuracy, 
rather than grammar. [The docs were updated by our own 
programming team..] 


x Each section was then reviewed again by another person, before 
being put together into WORD, and convereted into acrobat. 


X The electronic forms of the manuals were sent on CD to our 
three "beta" sites. (One at the University Middlesex, one in 
Northern Ireland, one in Sweden). Any comments were addressed. 

ե These versions were sent off for inclusion on the CD and to be 


printed in Japan. 


š Since then, our colleagues in the U.S. have been through a similar 
process, and we've been publishing more information every few 
weeks on this site. 


եշ A new revision of the Manuals will be on the site shortly. 


In summary. much of your concerns are already being addressed - (to all) 
what is your all time favourite manual for programming on a specific 
platform ? [We'll look again at Colin's suggestion]. 


Also are there any particular chapters of the manuals you'd like us to 
work on ? 


> 

> This Would Make the Yaroze much Better & Easier to use. 

> 

> 

> OK With That off my Chest I delve into the "NET" part of Net Yaroze 

> 

> NET YAROZE: 

> Access To Technical Support is via Sony's WebSite. To log into this 

> site you have to 

> Supply Both a "User Name" & a "Pass Word". When you Apply for Yaroze 

> You Specify 

> Your chosen "User Name". A Week or So after you receive your Kit Sony 
> Promise to send 

> You conformation of Both via letter, I am Still Waiting for my Letter!! 
> To gain access to the 

> Site I had to Phone the Yaroze Teams HQ who after checking my 

> credentials gave me the 

> password via phone. 


Hmm. Yes, our use of Courier has been much more sucessful than our 
use of "snail mail" services, and most people seem to have received 
their systems within a couple of weeks of their order being placed. 


(FYI: The hardware is shipped directly from our warehouse by courier 
upon 

confirmation of payement, and the same day an account is set up on this 
Web site, and a letter sent out from our office in London). 


One suggestion (half in jest) was to delay the sending out of the 
hardware 
by a week to let the Post Office have a fair chance ;-) 


Seriously, we'll look into it, and I'll discuss some ideas internally. 

> 

> The Site is Very Good & Easy to Navigate. There are many Sections 

> Including NewsGroups, 

> Demos (including Source Code). I took a look at the NewsGroups & found 
> that many other 

> Users Were Experiencing the same problems as I was. Time & Time again 
> the same Questions 

> arose. I also downloaded some demos/code to see if they would clear up 
> my confusion. 


H 


think we address the questions we see (except the ones asking for 
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"hardware information" and "protocol information"). 


Areas such as information on TMD, RSD and GDB took a little time to 
document, but have all been addressed. 


Please let us know օք any outstanding - incidentally its also worth 
looking at the American Newsgroups as well these days. 


Most of the code and Demos will not run directly On Yaroze & needs much 
modification to 

get it running. The reason for this is-: On Yaroze the Boot disk Uses 
certain regions of 

Memory in the PSX so you cannot Load Programs into this Memory. Most of 
the Demos I 

downloaded crashed because the were trying to access this memory. Which 
makes me believe 

that they were not written on Yaroze as Sony would have us believe!! The 
code is also Very Poorly documented BTW. So there you have it. 


VVVVVVVV VV 


Could you point out specific demos with which you saw problems, and a 
description 
of the problem ? 


As a background, all of Stuart and Lewis' code was written on a Yaroze 
(albeit using the Japanese version initially, which was interesting 
whilst we had no documents). The exceptions are some demos such as 
"dino", which were ported from the "professional" environment. 


As a check, we also had two work experience chaps with us, who 
downloaded and checked the samples on Mac and PC. (Hence some of the 
rather 

odd descriptions of code from the Japanese site). 


Summary: Yaroze Will be a Failure & have a Negative Effect if Sony Does 
Not Address 

these Problems. At the Moment it is a Complete Mess. Development Systems 
Like 

Direct X Don't Need great Documentation because, you can buy Many Third 
Party 

Books in your local Book Store if the Official Documentation is not to 
your liking. 

(I know I have two). With Yaroze this is not the case. We Are Dependant 
on The 

official Stuff. 


This posting will first be mailed on the Sony Site as to get a official 
response from Yaroze Team 
After 1 week I will post it to the outside world. 


I would be grateful for any response To be sent to My IP address As Well 
as the Newsgroup. 


Colin Adams 
Cobra Developments 


VVVVVVVVVVVV VV VV VV VV VV Կ 


Well, it appears that a number of Magazines (in particular the excellent 
Spanish "Superjuegos") have run excellent articles on "How to program" 
Yaroze, so I suppose its only a matter of time before "the book" is 
written. 


In the mean time, if you point out specific areas that could be 
improved, we will work on them. 
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—-MESSAGE FILE 1400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00096 


-—-MESSAGE FILE 1401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000097 
Path: chuka.playstation.co.uk!news 
From: Jon Rocatis <jon@funcom. com> 


Net Yaroze newsgroups message dump.txt Page 890 


Newsgroups: scee.yaroze.freetalk.english 
Subject: SIOCONS protocol.. 

Date: Tue, 20 May 1997 15:52:33 +0200 
Organization: Funcom Oslo A/S 

Lines: 10 

Message-ID: <3381ACA1.7652@funcom. com> 
NNTP-Posting-Host: pcshare27.funcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0Gold (Win95; I) 


Hello! 
You now read about the SIOCONS protocol on my homepage if you want.. 


Enjoy. 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00097 


—-MESSAGE FILE 1402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000098 
Path: chuka.playstation.co.uk!news 

From: Gordon Bell <gordonb@aisb.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Whats your favourite 'bad' demo? 

Date: Tue, 20 May 1997 16:38:17 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3381C569.6160@aisb.ed.ac.uk> 
NNTP-Posting-Host: vidar.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5.1 sun4m) 


Hi all, 
Well I expect by now weve all had a good trawl through the Japanese 

demo section, and I was wondering what everyones favourite 'bad' demo 

was? By this I mean programmes which are so impossibly poor they become 

entertaining. At the moment my personal favourite has to be the one in 

which some multicoloured furry pigs run across the screen at different 

speeds. I have no idea what the point it is, but its fun. Coming a 

close second is the Flowers game, in which a Girl dances about the 

screen, and flower grow under her. Quality entertainment. 


So what do the rest of you think, what other classics are lurking in 
files like LINESO09.LZH and its many friends! 


Gordon 
—-MESSAGE FILE 1402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00098 


—-MESSAGE FILE 1403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000099 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS protocol.. 

Date: Tue, 20 May 1997 15:45:32 GMT 

Organization: ElectricMail Ltd. 

Lines: 27 

Message-ID: <3381c5bd.5916111@news.playstation.co.uk> 
References: <3381ACA1.7652@funcom. com> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Tue, 20 May 1997 15:52:33 +0200, Jon Rocatis <jon@funcom. com> 
wrote: 


> 

>You now read about the SIOCONS protocol on my homepage if you want.. 
> 

>Enjoy. 


Once I'd found your webpage, (www.playstation.co.uk/~CACTUS/) I 
got broken archives on both of your .LHA archives. Whilst trying 
to extract the source from uploadsrc.lha it came up with the 
following 


D:\Yaroze\Utilities\temp>lha e ..\upload.lha 
Extracting from archive : UPLOAD.LHA 


Melting myecoff.h 
Broken archive. 


Did you upload this correctly? or am I the only one experiencing 
problems? 


Mark 


—-MESSAGE FILE 1403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00099 


—-MESSAGE FILE 1404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000100 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS protocol.. 

Date: Wed, 21 May 1997 10:24:15 +0200 

Organization: Funcom Oslo A/S 

Lines: 17 

Message-ID: <3382B12F.1A1D@funcom. com> 

References: <3381ACA1.7652@funcom.com> <3381c5bd.5916111@news.playstation.co.uk> 
NNTP-Posting-Host: pcshare27.funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Mark wrote: 
> >You now read about the SIOCONS protocol on my homepage if you want.. 


> Did you upload this correctly? or am I the only one experiencing 
problems? 


v 


I just downloaded it myself and I got the same problem! 
Strange.. I'll try to upload it again. 
Sorry... 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00100 
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—-MESSAGE FILE 1405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000101 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS protocol.. 

Date: Wed, 21 May 1997 10:41:06 +0200 

Organization: Funcom Oslo A/S 

Lines: 13 

Message-ID: <3382B522.4FAE@funcom. com> 

References: <3381ACA1.7652@funcom.com> <3381c5bd.5916111@news.playstation.co.uk> 
NNTP-Posting-Host: pcshare27.funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Mark wrote: 


> Did you upload this correctly? or am I the only one experiencing 
> problems? 


I guess that was a problem with files with .lha extension. I have 
renamed them to .lzh and tried downloading them myself and it worked for 
me! 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 1405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00101 


—-MESSAGE FILE 1406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000102 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS protocol.. 

Date: Wed, 21 May 1997 09:32:42 GMT 

Organization: ElectricMail Ltd. 

Lines: 10 

Message-ID: <3383c106.70255091@news.playstation.co.uk> 

References: <3381ACA1.7652@funcom.com> <3381c5bd.5916111@news.playstation.co.uk> <33 
82B522 .4FAR@funcom. com> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Wed, 21 May 1997 10:41:06 +0200, Jon Rocatis <jon@funcom. com> 
wrote: 


>I guess that was a problem with files with .lha extension. I have 
>renamed them to .lzh and tried downloading them myself and it worked for 
>me | 

> 

Cheers, I've managed to download and extract them OK. :-) 


Mark 
—-MESSAGE FILE 1406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00102 


-—-MESSAGE FILE 1407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000103 

Path: chuka.playstation.co.uk!news 

From: Vassilis <touronis@hyper.gr> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SCEA Site Access 

Date: Wed, 21 May 1997 12:59:36 +0300 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <3382C788.5282@hyper.gr> 
Reply-To: touronis@hyper.gr 
NNTP-Posting-Host: thes02p15.otenet.gr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I was trying to look into Bill Romanowski's "Cool" Home Page in the US 
Net Yaroze Site but although we can access the first page, accessing the 
downloads or anything else on his page requires password and European 
ones don't work over there. Can this be fixed ? 


Vassilis 
—-MESSAGE FILE 1407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00103 


—-MESSAGE FILE 1408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000104 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA Site Access 

Date: Wed, 21 May 1997 10:53:05 GMT 

Organization: ElectricMail Ltd. 

Lines: 41 

Message-ID: <3384d130.74394053@news.playstation.co.uk> 
References: <3382C788.5282@hyper.gr> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Wed, 21 May 1997 12:59:36 +0300, Vassilis <touronis@hyper.gr> 
wrote: 


>I was trying to look into Bill Romanowski's "Cool" Home Page in the US 
>Net Yaroze Site but although we can access the first page, accessing the 
>downloads or anything else on his page requires password and European 
>ones don't work over there. Can this be fixed ? 


Not unless he rewrites his pages, no. He has explicitly coded 
references within the Net Yaroze site to point at wwl.scea.sony.com. 
There is nothing that SCEE/SCEI can do unless they go in and recode 
links — and I think that they have better things to do!! :-) 

It would be better if all HTML references from the home directories 
are made without explicit mapping. ie by not putting in full paths 
to your information. 


If you are willing to work at it, you can get to the pages by 
examining the page source, and code. So that the 


http://www.playstation.co.uk/yaroze_scea/pages/bromanowski.html 
has a link to downloads at 
http://wwl.scea.sony.com/net/yaroze/pages/bromanowski4.html 

this will need to be re-written to read 
http://www.playstation.co.uk/yaroze_scea/pages/bromanowski4.html 


which in this case is just adding a 4 to the end of the URL 


Hope this helps. 
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Mark 


—-MESSAGE FILE 1408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00104 


—-MESSAGE FILE 1409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000105 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze: An "Early Adopters" Review v1.0 

Date: Wed, 21 May 1997 13:16:36 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <33815bbe.10414304@news.playstation.co.uk> 

References: <337D2DE1.F67@cobradev.demon.co.uk> <338009B7.73F8@interactive.sony.com> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 19 May 1997 09:05:11 +0100, Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>Well, it appears that a number of Magazines (in particular the excellent 
>Spanish "Superjuegos") have run excellent articles on "How to program" 
>Yaroze, so I suppose its only a matter of time before "the book" is 
>written. 


Well I have considered writing parts of game programming books in the 
past but the publisher involved kinda went into money troubles 
unfortunately. 


But if anyone at Sony would like to look into the possibility, I would 
certainly love to do the job. 


:) 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 

* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 

* Master Tibble did declare, "Sheffield ain't ‘arf cold" * 

—-MESSAGE FILE 1409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00105 


—-MESSAGE FILE 1410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000106 

Path: chuka.playstation.co.uk!news 

From: SCEE Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA Site Access 

Date: Wed, 21 May 1997 18:12:35 +0100 

Organization: SCEE 

Lines: 50 

Message-ID: <33832D03.7D82@interactive.sony.com> 

References: <3382C788.5282@hyper.gr> <3384d130.74394053@news.playstation.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 

To: Mark <Mark.Dickman@elmail.co.uk> 


Always eager to help, we've extended our scripts to automatically 
fix up absolute reference and make them relative. 


Net Yaroze newsgroups message dump.txt 


(We do the same for the SCEI site). 


But we strongly agree with your point - relative addressing is always 
better than absolute addressing for portability reasons. 


[. 


..sorry, broke into C-speak ...] 


Paul 


Mark wrote: 


VVVVVVVVVVNVVVV VV VV VV VV VV VV VV VV VV VV NN 


On Wed, 21 May 1997 12:59:36 +0300, Vassilis <touronis@hyper.gr> 
wrote: 


>I was trying to look into Bill Romanowski's "Cool" Home Page in the US 
>Net Yaroze Site but although we can access the first page, accessing the 
>downloads or anything else on his page requires password and European 
>ones don't work over there. Can this be fixed ? 


Not unless he rewrites his pages, no. He has explicitly coded 
references within the Net Yaroze site to point at wwl.scea.sony.com. 
There is nothing that SCEE/SCEI can do unless they go in and recode 
links - and I think that they have better things to do!! :-) 

It would be better if all HTML references from the home directories 
are made without explicit mapping. ie by not putting in full paths 
to your information. 


If you are willing to work at it, you can get to the pages by 
examining the page source, and code. So that the 


http://www.playstation.co.uk/yaroze_scea/pages/bromanowski.html 
has a link to downloads at 
http://wwl.scea.sony.com/net/yaroze/pages/bromanowski4.html 

this will need to be re-written to read 
http://www.playstation.co.uk/yaroze_scea/pages/bromanowski4.html 
which in this case is just adding a 4 to the end of the URL 

Hope this helps. 


Mark 
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—-MESSAGE FILE 1410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00106 


—-MESSAGE FILE 1411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000107 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 


References: 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze: An "Early Adopters" Review v1.0 
Date: Thu, 22 May 1997 09:27:34 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <33840376.61C8@interactive.sony.com> 
<337D2DE1.F67@cobradev.demon.co.uk> <337CEDD1.6E2@netcomuk.co.uk> 
Reply-To: N/A-Use-Newsgroup 
NNTP-Posting-Host: 194.203.13.10 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


> 
> 
> 


Mailer: Mozilla 3.01 (Win95; I) 


> Most of the code and Demos will not run directly On Yaroze & needs much 
> modification to 


Net Yaroze newsgroups message dump.txt Page 896 


> > get it running. The reason for this is-: On Yaroze the Boot disk Uses 

> > certain regions of 

> > Memory in the PSX so you cannot Load Programs into this Memory. Most of 
> > the Demos I 

> > downloaded crashed because the were trying to access this memory. Which 
> > makes me believe 

> > that they were not written on Yaroze as Sony would have us believe!! 

> 

> I thought the very thing! 

> 


Please specify exactly which demos didn't work first time, 

and what precisely was the behaviour observed. 

As point of fact, every single one was written on Yaroze, 

and not one loads memory before 0x80090000 (bootstrap library) 

because if they did they would _always_ crash before 

entering <main>. 

—-MESSAGE FILE 1411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00107 


—-MESSAGE FILE 1412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce, scee.yaroze.freetalk.english, scea.yaroze.programmin 
g.gnu_compiler, scea.yaroze.programming.codewarrior 

Subject: GNU C WIN95/NT Front end editor... 

Date: Thu, 22 May 1997 09:46:02 -0500 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33845C2A.21ED75EB@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-—5200-1-p23.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.announce:22 scee.yaroze.freetalk.english:1 
08 scea.yaroze.programming.gnu_compiler:15 scea.yaroze.programming.codewarrior:45 


I just finished a front end WIN95/NT editor for GNU C. This is the 
first version of the program, so it's in BETA phase. It supports upload 
via SIOCONS (as soon as we finish our windows version it'll work dirctly 
through it as opposed to a DOS window), GCC, strip, makefiles, compiler 
flags, function jump tables, project type listing, and lot's more. 


We are also working on a SIOCONS for 95/NT, and a TMD Editor. If you 
want to download the most recent version visit my Sony page at: 


http://www.scea.sony.com/net/yaroze/pages/jlawton.html 


Please send me suggestions for additions to the program or any bugs you 
might find. We should have another version ready in a week or so. 


Regards, 
Jeff Lawton 


—-MESSAGE FILE 1412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00108 


—-MESSAGE FILE 1413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000109 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Story so far...... 

Date: Fri, 23 May 1997 10:58:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
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Message-ID: <33856A4B.AB92FA60@micronetics.com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I have listed a few thing that you may find useful. And pitfalls I have 
already fallen down. 


1) Its not really worth creating a huge tmd for a map or world, its 
often just as effective to make a tmd for each poly of the world. Then 
culling is much easier. 


2) Have one huge array for all vertices and normals. That the single 
world polys index into. GsSortObject4 (or whatever its called) 
transforms each vertex as its used. So there is no speed hit in having 
all your tmds used the same huge vertex table. 


3) I don't think the normals in the tmd are used for polygon culling, 
just light sourcing. (I would like to be contradicted on this). 


4) Larger textures greatly effect performance. With lots of textures 
over 128*128 you will see a performance hit fairly soon on a relatively 
low poly count. ԼԵ is worth having different scaled/filtered textures 
for polys that are closer. Texture polys that are close with 128*128, 
further away by 64 * 64 and still further away with 32*32. Maybe even 
flat fill some way off ones. 


I think that's all for now. 


Jim 
—-MESSAGE FILE 1413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00109 


—-MESSAGE FILE 1414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000110 

Path: chuka.playstation.co.uk!news 

From: Alexander Jakes <oo83@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Is 3D Studio for sale 

Date: Fri, 23 May 1997 18:52:08 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <338649C8.6D4D@dial.pipex.com> 
NNTP-Posting-Host: af1l06.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Win95; I; 16bit) 


Does any one have a copy of 3D studio R4 for sale or know where I might 
buy a second hand copy? 


Thanks, 
Alex 


—-MESSAGE FILE 1414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00110 


—-MESSAGE FILE 1415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000111 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Mips handbook 

Date: Tue, 27 May 1997 13:07:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 
Message-ID: <338ACE70.55F813F1@micronetics.com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


There is a technical reference to the Mips r4000 processor at 
http://www.csrd.uiuc.edu/~ece412/cpu/r4400/R4000.book_1.html 
It gives good technical information on Mips processors and opcodes. 


The r4000 is almost identical to the r3000 except for a few atomic 
semaphore ops and a better cache. 


Though this may be of some use to y'all 
Cheers 


Jim 
—-MESSAGE FILE 1415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00111 


—-MESSAGE FILE 1416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000112 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Restarting PSX 

Date: Wed, 28 May 1997 00:13:56 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <338B6AAD.6F38@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-37.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


It's taken some time to sink in, but I've just noticed that my Yaroze 
doesn't reset when it should/I tell it to(?). 


I just realised this after going through the wad of misc source files I 
have now and finding the very first hello world code and reading the 
text file. That's when it clicked. 

Is this something due to the PSComUtil, or what? 


Any ideas, all I end up with is a frozen screen on the PSX and an error 
in the console window unexpected error type 8. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 1416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00112 


—-MESSAGE FILE 1417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000113 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Restarting PSX 

Date: Wed, 28 May 1997 09:33:42 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 45 

Message-ID: <338BEDE5.2083@interactive.sony.com> 
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References: <338B6AAD. 6F38@netcomuk.co.uk> 
Reply-To: N/A-Use-Newsgroup 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ira Rainey wrote: 


It's taken some time to sink in, but I've just noticed that my Yaroze 
doesn't reset when it should/I tell it to(?). 


I just realised this after going through the wad of misc source files I 
have now and finding the very first hello world code and reading the 
text file. That's when it clicked. 

Is this something due to the PSComUtil, or what? 


Any ideas, all I end up with is a frozen screen on the PSX and an error 
in the console window unexpected error type 8. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


VVVVVVVVVVVVV VV VV 


Not sure what you mean by 'resetting' the Yaroze. 


If you mean a full memory reset, this is not achievable 
by any software call, only by manually pressing the reset button. 


If you mean resetting to properly return to the CIP console, 

i.e. the Yaroze ready-to-download screen, then there are a couple 
of things to bear in mind. (Mainly that it is vital to make 
programs exit cleanly to return to the console; otherwise 

you will need hardware resets and reloading of many files). 


Firstly, a program will only quit and return to the console if 
(a) the program has a quit-condition (eg user presses start and 
select together) - many programs have No such terminator 

(b) the program exits cleanly: programs that use sound are 
especially in need of properly freeing up the sound resources 
before exiting. Also return zero from main. 


Secondly, our testers had problems with CodeWarrior: this seems 
to mke it more likely to need resetting. 

Best advice here: send messages to Metrowerks via the 
CodeWarrior newsgroup. 


Lewis 
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—-MESSAGE FILE 1417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00113 


-—-MESSAGE FILE 1418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000114 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Restarting PSX 

Date: Wed, 28 May 1997 18:37:48 +0100 
Organization: shadow developments 

Lines: 54 

Message-ID: <338C6D6B. 4C00@netcomuk.co.uk> 


NNTP-Posting-Host: dialup-—06-05.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


References: <338B6AAD.6F38@netcomuk.co.uk> <338BEDE5.2083@interactive.sony.com> 
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Developer Support wrote: 
Ira Rainey wrote: 


It's taken some time to sink in, but I've just noticed that my Yaroze 
doesn't reset when it should/I tell it to(?). 


I just realised this after going through the wad of misc source files I 
have now and finding the very first hello world code and reading the 
text file. That's when it clicked. 

Is this something due to the PSComUtil, or what? 


Any ideas, all I end up with is a frozen screen on the PSX and an error 
in the console window unexpected error type 8. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


VVVVVVVVVVVVV VV VV 


Not sure what you mean by 'resetting' the Yaroze. 


If you mean a full memory reset, this is not achievable 
by any software call, only by manually pressing the reset button. 


If you mean resetting to properly return to the CIP console, 

i.e. the Yaroze ready-to-download screen, then there are a couple 
of things to bear in mind. (Mainly that it is vital to make 
programs exit cleanly to return to the console; otherwise 

you will need hardware resets and reloading of many files). 


Firstly, a program will only quit and return to the console if 
(a) the program has a quit-condition (eg user presses start and 
select together) - many programs have No such terminator 

(b) the program exits cleanly: programs that use sound are 
especially in need of properly freeing up the sound resources 
before exiting. Also return zero from main. 


Secondly, our testers had problems with CodeWarrior: this seems 
to mke it more likely to need resetting. 

Best advice here: send messages to Metrowerks via the 
CodeWarrior newsgroup. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Lewis 

When I mean resetting, I meant the PSX returning to the CIP console. 
This has never happened. 

Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


—-MESSAGE FILE 1418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00114 


—-MESSAGE FILE 1419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000115 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: SCEA Site Access 

Date: Wed, 28 May 1997 20:28:50 -0500 
Organization: prairie research 

Lines: 9 
Message-ID: <5miltgq$7d01@scea> 

References: <3382C788.5282@hyper.gr> 

NNTP-Posting-Host: roin5-al4.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Net 
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Vassilis wrote in article <3382C788.5282@hyper.gr>... 


>I was trying to look into Bill Romanowski's "Cool" Home Page in the US 
I've changed it... try the page(s) and let me know if it's working. 
billr 
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—-MESSAGE FILE 1419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00115 


-—-MESSAGE FILE 1420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000116 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom.com> 


Newsgroups: 


Subject: Link-up games... over the Internet! And more.... 
Date: Thu, 29 May 1997 01:52:35 -0500 
Organization: The Implementor 

Lines: 26 

Message-ID: <338D27B3.225C@ix.netcom.com> 
Reply-To: spelwevr@ix.netcom.com 
NNTP-Posting-Host: aus-tx2-04.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Xref: 


16 


I have completed my PSXsock utility program for Windows 95/NT4 which 
allows the Yaroze (tm) to be accessed via TCP/IP sockets. It allows 
your PC to act as a socket server or client. Using PSXsock, two 
Yaroze systems can be connected, allowing link-up games to be 
written/debugged/played via any TCP/IP network (including LANs and 


dial 


Լ-սք networking connections). In fact, even commercial PSX games 


should work (Internet WipeOut, anyone?). Also, PSXsock will act as 
a server for local connections, allowing utility programs (such as 


rep] 


lacements for SIOCONS) to be written (in fact, I'm working on 


some of these right now; more on this later). 


This is the initial release of PSXsock, and so it is bound to have 
bugs, so if (when) you find some, let me know (kindly). I will 


try 


to fix them as quickly and cleanly as possible. 


Other upcoming additions include a Win32 DLL which provides a high- 
level interface, allowing you to write Win32 programs to perform 
such tasks as file/data upload, program execution, etc. -- anything 
that SIOCONS can do, and then some. More on this as things 
develop. 


I am about to go and post the PSXsock archive (PSXSOCK.ZIP) on the 
SCEA web site. I haven't tried uploading anything there yet, so 
if you can't find it, or I fouled up in uploading it somehow, let 
me know; also, if you want, I can email it to you instead (it is 
only 21K zipped). 

—-MESSAGE FILE 1420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00116 


—-MESSAGE FILE 1421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetal 


scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 


chuka.playstation.co.uk scea.yaroze.freetalk:36 scee.yaroze.freetalk.english:1 


1Տհ/0 


0000117 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 


Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk, scee.yaroze.freetal 


k/eng] 


k.eng] 


ish 


Subject: Re: Link-up games... over the Internet! And more.... 
Date: Thu, 29 May 1997 02:22:50 -0500 

Organization: The Implementor 

Lines: 15 

Message-ID: <338D2ECA.2306@ix.netcom.com> 
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References: <338D27B3.225C@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx2-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:38 scee.yaroze.freetalk.english:1 
17 


Behold, for the Scribes of the Ancients record that I spake thusly: 
> I have completed my PSXsock utility program for Windows 95/NT4 
> which allows the Yaroze (tm) to be accessed via TCP/IP sockets. 
E Հտ մ 
> I am about to go and post the PSXsock archive (PSXSOCK.ZIP) on 
> the SCEA web site. 


Woe unto the unprepared -- little did I know that files uploaded are 
not immediately available on this site. I uploaded the archive, but 
it will not be available for download until it is duly authorized by 


whomever is in charge there. When this is done it will be available 
from the following web site: 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
Most likely it will be available later today (the 29th), but if not, 
email me and I'll send you a copy. 
—-MESSAGE FILE 1421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00117 


—-MESSAGE FILE 1422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000118 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Yaroze I/O 

Date: Sat, 31 May 1997 01:59:40 -0500 

Organization: The Implementor 

Lines: 6 

Message-ID: <338FCC5C.5E46@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx5-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:43 scee.yaroze.freetalk.english:1 
18 


For those who were asking (and anyone else for that matter), I have 
put up some source code showing how to perform I/O with the Yaroze 
using the PSXsock utility. There is also version 1.01 of PSXsock 
(puts your Yaroze on a TCP/IP network) and a summary of the file 
upload protocol. 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
—-MESSAGE FILE 1422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00118 


—-MESSAGE FILE 1423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000119 

Path: chuka.playstation.co.uk!news 

From: James Hobden <hobdenj@hobdenj.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Collision detection 

Date: Sat, 31 May 1997 23:18:19 -0700 
Organization: SugarLoaf 

Lines: 8 

Message-ID: <3391142B.19E1@hobdenj.demon.co.uk> 
Reply-To: hobdenj@hobdenj.demon.co.uk 
NNTP-Posting-Host: hobdenj.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0 (Win95; I; 16bit) 
Hi 


Does anybody out there know how to do collision detection within the 
geometry of a 3d model....much obliged for any advice. 


Cheers 
James 
—-MESSAGE FILE 1423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00119 


-—-MESSAGE FILE 1424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000120 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Fabulous" <potomacl@medifax.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Sat, 31 May 1997 16:43:04 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33909B68.1BD0@medifax.com> 

References: <338FCC5C.5E46@ix.netcom. com> 

NNTP-Posting-Host: host-—207-53-19-216.bna.bellsouth.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:47 scee.yaroze.freetalk.english:1 
20 


Spellweaver wrote: 


For those who were asking (and anyone else for that matter), I have 
put up some source code showing how to perform I/O with the Yaroze 
using the PSXsock utility. There is also version 1.01 of PSXsock 
(puts your Yaroze on a TCP/IP network) and a summary of the file 
upload protocol. 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 


VV V V V V V 


Just bouncing this around, and wondered if there would be a way 
to download files from the PC to the Yaroze employing this 
method. Thus, allowing us to write programs that are larger 
than 2 meg.. 


Thoughts?? 
—-MESSAGE FILE 1424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00120 


—-MESSAGE FILE 1425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000121 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Sun, 01 Jun 1997 05:36:49 -0500 

Organization: The Implementor 

Lines: 23 

Message-ID: <339150C1.68D4@ix.netcom. com> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx13-07.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: "Mr. Fabulous" <potomacl@medifax.com> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:49 scee.yaroze.freetalk.english:1 
21 
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Quoth Mr. Fabulous: 

> Spellweaver wrote: 
> For those who were asking (and anyone else for that matter), 
> I have put up some source code showing how to perform I/O 
> with the Yaroze using the PSXsock utility. There is also 
> version 1.01 of PSXsock (puts your Yaroze on a TCP/IP network) 
> and a summary of the file upload protocol. 
> http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
Just bouncing this around, and wondered if there would be a way 
to download files from the PC to the Yaroze employing this 
method. Thus, allowing us to write programs that are larger 
than 2 meg.. 


VVVVVVVVV VV 


It should be possible. You would need to work out the protocol. 
Just write a Win32 app that connects to the Yaroze socket, and 
when the Yaroze requests a file, send it to the socket (it would 

be up to the Yaroze program to actually transfer the data into 

the proper memory location, but that is not difficult). 

I will probably put something of this sort in the utility 

program that I'm working on. If anyone has any protocol 

suggestions (i.e., how much error detection should I include, 

etc.), let me know. 

—-MESSAGE FILE 1425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00121 


—-MESSAGE FILE 1426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000122 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision detection 

Date: 2 Jun 1997 18:15:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <0Olbc6éf£81$94a88e30Sbe8fb5cc@furlough> 

References: <3391142B.19E1@hobdenj.demon.co.uk> 

NNTP-Posting-Host: potomac.medifax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


> Does anybody out there know how to do collision detection within the 
> geometry of a 3d model....much obliged for any advice. 


If you are familiar with the bounding box technique of detecting collisions 
of 2D sprites, it is a relatively short leap up to "Bounding Sphere" for 
SD. 


Otherwise, it works as follows (in theory). 


You find the maximum width of your object(s), and build a sphere around 
them that is you maximum width in diameter. During the check, you just 


check to see if they intersect on an object by object basis. (I. E. see if 
any vertex of an object is inside your sphere. If so, you have collided!) 
Hope this helps.. Got no example code handy, but plenty of theory.. 


—-MESSAGE FILE 1426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00122 


—-MESSAGE FILE 1427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000123 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: SNES Emulator? 

Date: Sun, 15 Jun 1997 00:14:51 -0700 

Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <33A3966B. 6262@znet.com> 

References: <3353B97E.E7F@aisb.ed.ac.uk> 

NNTP-Posting-Host: capts-30.znet.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:123 scea.yaroze.freetalk: 
56 


Gordon Bell wrote: 

> 

> Hi all, 

> Well just to show my sincerity and commitment to games programming, I 
> was wondering if anyone has found the SNES emulator which is supposed to 
> exists on the Japanese site. Phil Harrison at Develop96, 

> said that there was one, and now my flatmates are asking me why I havent 
> got it yet! 

> 

> Well, thats all for now, 

> Gordon 


I found a FC emulator on the Japan site, which I suppose emulates the 
Famicon, 


or old 8-bit nintendo. I downloaded and ran it, but it is missing files 
for 
the included batch file. I guess it would be illegal for them to post 


binaries of the 

8-bit cartridges... 

You can find it at 

http://wwwl.scei.co.jp/~ezm00028/ 

What's neat about this page is that it also has a yaroze parody of Final 
Fantasy VII, 

called Fatal Fantasy, and a neat 3D plaform/RPG game called Terra 
Incognita. 

In Fatal Fantasy, the character appears to be searching a men's room for 
toilet paper! 

No source code though. 

some other interesting Japanese links: 


yaroze home page: 

http://wwwl.scei.co. jp/ 

other downloads: 
http://wwwl.scei.co.jp/forum/program/pssoft.html 
member home pages: 
http://wwwl.scei.co.jp/cgi-bin/homepage/list.cgi 


share and enjoy. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

-—-MESSAGE FILE 1427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00123 


—-MESSAGE FILE 1428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000124 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jeff <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New Win95/NT SIOCONS & GNU Front End 

Date: Tue, 17 Jun 1997 10:40:31 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A6AFEF .DFB58A69@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r4-pl.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


I just finish the new version of our front end for GNU compiler. It now 
includes a Windows 95/NT version of SIOCONS. I have included quite a 
few of the SIOCONS functions, but alas since it's a beta there may still 
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be a couple of little glitches. 


If you encounter anything , or want me too add something to make the 
program better please feel free to send me e-mail. 


You can find the latest version at: 
http://www.scea.sony.com/net/yaroze/pages/jlawton.html 
Regards, 

Jeff Lawton 


—-MESSAGE FILE 1428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00124 


—-MESSAGE FILE 1429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000125 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transfers to video mem 

Date: Wed, 18 Jun 1997 13:46:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <33A7D8C0.4D37FD85@micronetics.com> 

References: <3351F992.63E2@micronetics.com> <3351FCC1.20AA@interactive.sony.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Lewis, 
Do you have any more news on this development? 
Jim 


sceetech wrote: 


> 

> Have much better news for you: the direct binary downloading 
> which can be invoked by program code under CodeWarrior, 

> is soon to be built into the siocons setup. 

> Hence, Yaroze program code will soon be able to say 

> 

> (context: many things loaded into main RAM by siocons batch file) 
> 

> load all the TIMs onto frame buffer 

> (calls to LoadImage and DrawSync (0) ) 

> load more data files into newly vacated space 

> 

> We are awaiting news of developments, will let everyone know 
> with sample code as soon as we have it working. 

> 

> Lewis 


—-MESSAGE FILE 1429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00125 


-—-MESSAGE FILE 1430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000126 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: New Utility 

Date: Wed, 18 Jun 1997 13:51:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <33A7D9ED.9EDA7E71@micronetics.com> 
NNTP-Posting-Host: jim.micronetics.com 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


61197 
I've just updated my webpage with a little utility called cram. 
You just write a small script listing all of you datafiles, 
run cram on it and it will produce a C header with all your datafiles 
neatly spaced out in memory. It also produces 
a batch file for siocons. 
This should reduce overlapping data files.etc.. 
http://www.playstation.co.uk/~Sigl1lLL 
Mail me with any probs. 
Jim 
Sigill@geocities.com 


—-MESSAGE FILE 1430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00126 


—-MESSAGE FILE 1431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000127 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: handheld yaroze 

Date: 19 Jun 1997 18:25:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01lbc7cdf£$232352c0$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Leafing through a copy of todays Electronics Times, theres an interview 
with Wilf Corrigan, CEO of LSI logic who make one of the chips in a PSX. 


Anyway he mentions that the future is in a handheld PSX. He doesnt quite 
explain how you fit CDROMs into a gameboy... Is this news or should I be 
reading "Playstation mega tips power monthly"??? 


Oh, and by the way, i've got this problem with ordering tabl.... 
-—-MESSAGE FILE 1431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00127 


—-MESSAGE FILE 1432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000128 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: SNES Emulator? 

Date: Thu, 19 Jun 1997 14:36:03 -0500 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33A98A23.6DF7C3E4@ix.netcom.com> 

References: <3353B97E.E7F@aisb.ed.ac.uk> <33A3966B.6262@znet.com> 

NNTP-Posting-Host: dgr-il9-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:128 scea.yaroze.freetalk: 
58 
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Kirk Bender wrote: 


What's neat about this page is that it also has a yaroze parody of 
Final 

Fantasy VII, 

called Fatal Fantasy, and a neat 3D plaform/RPG game called Terra 
Incognita. 

In Fatal Fantasy, the character appears to be searching a men's room 
for 

toilet paper! 


VVVVVVV VY 


I just ran Fatal Fantasy... that is one good-looking game! It looks 
very Similar to the Final Fantasy 7 demo disc. The bathroom looks very 
professional, they modeled Cloud perfectly (execpt for the face), and 
they even got that cool warping effect. Do these guys work for Square 
or something? 


Manny Najera 


--MESSAGE FILE 1432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00128 


—-MESSAGE FILE 1433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000129 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Fri, 20 Jun 1997 14:53:40 -0500 

Organization: Metrowerks 

Lines: 18 

Message-ID: <sumner-ya023380002006971453400001@news.scea.sony.com> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> 
NNTP-Posting-Host: sumner-mac.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.3.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:59 scee.yaroze.freetalk.english:1 
29 


In article <33909B68.1BD0@medifax.com>, "Mr. Fabulous" 
<potomacl@medifax.com> wrote: 

>Just bouncing this around, and wondered if there would be a way 
>to download files from the PC to the Yaroze employing this 
>method. Thus, allowing us to write programs that are larger 
>than 2 meg.. 


The CodeWarrior tools actually have this built in. There is a library 
"MWDebugIO.1lib" which you can link in to your program which gives you 
open(), read(), write() <grin>, seek(), and close() capability. If you are 
running the program using PSComUtil (not SIOCONS), you can load levels, 
graphics, or whatever you like at up to 115k. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 1433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00129 


--MESSAGE FILE 1434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000130 

Path: chuka.playstation.co.uk!news 

From: Wade Bowmer <wade@one.net.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Oz power (was Re: 3d/2d Software Offer) 

Date: Mon, 23 Jun 1997 20:31:40 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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Message-ID: <33AE508B.CD4CCB5@one.net.au> 

References: <336F4BCD.54E4@hyper.gr> <3370391D.101C@interactive.sony.com> 
NNTP-Posting-Host: 203.56.72.165 

Mime-Version: 1.0 


Շ 


ontent-Type: text/plain; charset=iso-8859-1 


X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 


X-Priority: 3 (Normal) 


Տ 
- 
- 
- 
- 
- 


1 


1 


CEE Support wrote: 


[You'd be amazed at how complicated it was to bring Net Yaroze 
to Europe (thank God that the EC meant that 
there was only one electrical safety standard in Europe ... but of 
course there were different plugs and 
standards in Australia) .] 


t would have been okay if you didn't replace the power lead, 


t 
s 


ncidentally, for us "down-under". Plug converters are dreadfully easy 
o get. All you would have had to do was to indicate the need to 
eparately buy a converter... :-) They're like $2 ea or something. 


Wade. 
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—-MESSAGE FILE 1434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


0 


0130 


—-MESSAGE FILE 1435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0 
P 
F. 
N 
Տ 
ք 
O 
L 


000131 

ath: chuka.playstation.co.uk!news 

rom: Wade Bowmer <wade@one.net.au> 

ewsgroups: scee.yaroze.freetalk.english 

ubject: Re: Net Yaroze: An "Early Adopters" Review v1.0 
ate: Mon, 23 Jun 1997 20:43:55 +1000 

rganization: PlayStation Net Yaroze (SCEE) 

ines: 26 


Message-ID: <33AE536B.596602A0@one.net.au> 


R 
N 


Mime-Version: 1.0 


C 
2 
2 


N 


VA UN S 


M 
Մ 
Ե 


eferences: <337D2DE1.F67@cobradev.demon.co.uk> <338009B7.73F8@interactive.sony.com> 


NTP-Posting-Host: 203.56.72.165 


ontent-Type: text/plain; charset=iso-8859-1 
—-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 
—-Priority: 3 (Normal) 


ow for my two bits worth :-) 


— (to all) 
what is your all time favourite manual for programming on a specific 
platform ? [We'll look again at Colin's suggestion]. 


y favourite when I was learning Winl6 programming (i.e. Windows 3.1) 
as the Petzold book. Once I understood all he went on about, I 
asically relied on MS's reference books, and later Schulman's 


"Undocumented Windows". Hard acts to follow, I know, but you did ask 
eae her 


> 
> 
BE 
B 


Hmm. Yes, our use of Courier has been much more sucessful than our 
use of "Snail mail" services, and most people seem to have received 
their systems within a couple of weeks of their order being placed. 


Seriously, we'll look into it, and I'll discuss some ideas internally. 


nteresting problem. Being Australian, all my NY bits had to come from 
ritain! Interestingly, the courier company rang me on a Monday to get 


the hardware through Customs ($300 :-( unfortunately), the Invoice 


a 
W 


W 


rrived Tuesday and the hardware and the welcome kit arrived the 
ednesday! I couldn't believe the timing. 


ade. 


--MESSAGE FILE 1435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


0 


0131 
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--MESSAGE FILE 1436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000132 

Path: chuka.playstation.co.uk!news 

From: Anthony Durity <anthony@cyberia.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bleary Eyed Monsters 

Date: Tue, 24 Jun 1997 04:56:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33AF457C.7522210A@cyberia.ie> 

NNTP-Posting-Host: cyberia7.cyberia.ie 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hmmm, 


Just sitting here at ten to five in the morning in Cyberia Cafe, 
Dublin. I would recommend Lavazza coffee in espresso format to any 
aspiring all-nighters. And matchsticks. And 17" monitors. 


Just wondering did anybody else buy a Yaroze in Ireland. If they 
did mail zaphod@cyberia.ie (yes the one with the two heads). Errrm thats 
about it save for the fact that I am hoping that lack-of-sleep induced 
hallucinations will land me with a killer game idea. 


blip, Anto. 


—-MESSAGE FILE 1436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00132 


-—-MESSAGE FILE 1437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: 24 Jun 1997 13:19:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <01lbc80a6$313a6bd0Sbe8fb5cc@furlough> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> <sumner-ya0233 
80002006971453400001@news.scea.sony.com> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:60 scee.yaroze.freetalk.english:1 
33 


I found this out after getting the update to CodeWarrior. Nice feature! 


> The CodeWarrior tools actually have this built in. There is a library 
> "MWDebugIO.lib" which you can link in to your program which gives you 
> open(), read(), write() <grin>, seek(), and close() capability. If you 
are 

> running the program using PSComUtil (not SIOCONS), you can load levels, 
> graphics, or whatever you like at up to 115k. 


-—-MESSAGE FILE 1437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00133 


—-MESSAGE FILE 1438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000134 
Path: chuka.playstation.co.uk!news 


From: "del :)" <del@nlights.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: any chance of the full libs for yaroze users? please... pretty please :) 


Date: 27 Jun 1997 00:48:30 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01bc8292Sa37ac760$da7f£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Is there any chance of getting the full libraries for us Yaroze coders? 


Lets face it, it would be a bonus... 


Del. 
—-MESSAGE FILE 1438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00134 


—-MESSAGE FILE 1439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000135 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Fri, 27 Jun 1997 15:24:34 -0400 

Organization: Humber College A.A.T. 

Lines: 57 

Message-ID: <33B4136E.7F74@admin.humberc.on.ca> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> <sumner-ya0233 
80002006971453400001@news.scea.sony.com> 

Reply-To: kennedy@moe.acad.humberc.on.ca 

NNTP-Posting-Host: ratbert.humberc.on.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

CC: Joel Sumner <sumner@austin.metrowerks.com> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:69 scee.yaroze.freetalk.english:1 
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Joel Sumner wrote: 


> 

> In article <33909B68.1BD0@medifax.com>, "Mr. Fabulous" 

> <potomacl@medifax.com> wrote: 

> >Just bouncing this around, and wondered if there would be a way 

> >to download files from the PC to the Yaroze employing this 

> >method. Thus, allowing us to write programs that are larger 

> >than 2 meg.. 

> 

> The CodeWarrior tools actually have this built in. There is a library 
> "MWDebugIO.lib" which you can link in to your program which gives you 
> open(), read(), write() <grin>, seek(), and close() capability. If you are 
> running the program using PSComUtil (not SIOCONS), you can load levels, 
> graphics, or whatever you like at up to 115k. 

> -Joel 

> -- 

> PlayStation Development Tools Dude 

> Metrowerks 

Hi Joel, 


I like the fact that the MWDebugIO.lib uses the HSS.EXE debugger in 
Interactive mode 

This make certain prototyping ops In Win95 and Mac_OS a lot easier. 
Unfortunately, SIOCONS does not support this feature, And thence the 2MB 
code limit. 


The plus-ses and Minus's of both utilities should be merged. 

IE: in SIOCONS you can Bload and download a binary to memory. Then using 
the CONIO interface, execute the program, and monitor its stdio Output 
to serial. As well, the serial port could be monitored {PSXsock} for 
incoming packets that could tell the debugger to break, and allow 
monitoring of memory, OR download of More Bins. SIOCONS also allows the 
programmer to use more UNIX like command line IO attributes to be 
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handled by ANSI.SYS for line feeds, placements, Etc... 


Question? {I'm going around with this one} What methodtype Does SIOCONS 
binary download when bload is run, at the serial console? Does it use 
binary packet with cre runtime? 

Xmodem? -Y/Zmodem? ASCII DL of S19 or Intel Hex Format? or what. I have 
realised that PSCommUtil uses an interactive method of loading files, 
and Executing them. But what about Macintosh users who wish for an 
ANSI.SYS interface {Zterm} but want to be able to DL exe Binaries to the 
PSX and make them go. {This Question applies to Linux Support too.) 


As for the PSCommUtil: Can the utility be prevented from going into HSS 
mode and the Serial port Console be left available as an ANSI.SYS Bi-Dir 
interface. This is a lot to ask I know but for Dev work on things like 
kernel's and timing sensitive apps I don't want the Debugger in the way 
all the time. 


ANSI.SYS STDIO.H support for the PSCommUtil would be super Cool cause 
you can set the interface colors, limit the font to a monospaced font. 
AND be able to send printf() formatting and have it work. {Very 
important to serial based-Communication. } 

Allowing tty access to the console would be super too. 


-sean 
--MESSAGE FILE 1439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00135 


--MESSAGE FILE 1440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000136 

Path: chuka.playstation.co.uk!news 

From: Dick <dickyv2@pi.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: AMIGA emulator for PSX? 

Date: Sat, 28 Jun 1997 12:45:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <33B4EB51.620E@pi.net> 
Reply-To: dickyv2@pi.net 

NNTP-Posting-Host: Imt2.pi.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hey "Net yaroze" folks! 
Why not start a project to emulate a AMIGA 500 using a yaroze PSX? 


* There is enough RAM for a standard A500. 

* We could attach special floppy discs for the amiga format or keyboards 
using the memory-card interface. 

* All special hardware tricks of the Amiga can be done easily by the PSX 
hardware. (such as sprites/playfields/audio etc...) Or am I mistaken...? 


We could use sources from the Ultimate Amiga Emulator project for the 
PC, and rewrite it for the PSX...? 


Is this a challenge or what?! 
—-MESSAGE FILE 1440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00136 


—-MESSAGE FILE 1441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000137 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: problems 

Date: Sun, 29 Jun 1997 17:59:44 -0700 

Organization: SCEA Net Yaroze News 

Lines: 1 

Message-ID: <33B70500.125C@earthlink.net> 
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Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: max10-so-ca-04.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Any body no how to remedy "Out of environment space" ? I use windows 3.1 
-—-MESSAGE FILE 1441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00137 


-—-MESSAGE FILE 1442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000138 

Path: chuka.playstation.co.uk!news 

From: Laura <laura_smith@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: problems 

Date: Mon, 30 Jun 1997 09:35:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <33B76FDD.2F2C@interactive.sony.com> 
References: <33B70500.125C@earthlink.net> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Linda J. Hodge wrote: 
> 


> Any body no how to remedy "Out of environment space" ? I use windows 3.1 


I had this problem with the MS-DOS box I used for SIOCONS and GNU; 

the remedy is to give the DOS box maximum environment memory, 

eg 4096, using the properties dialogue box. 

—-MESSAGE FILE 1442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00138 


-—-MESSAGE FILE 1443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000139 

Path: chuka.playstation.co.uk!news 

From: Laura <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems 

Date: Mon, 30 Jun 1997 09:57:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <33B77505.7C1E@interactive.sony.com> 

References: <33B70500.125C@earthlink.net> <33B76FDD.2F2C@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Laura wrote: 


Linda J. Hodge wrote: 
> 


> Any body no how to remedy "Out of environment space" ? I use windows 3.1 


I had this problem with the MS-DOS box I used for SIOCONS and GNU; 
the remedy is to give the DOS box maximum environment memory, 
eg 4096, using the properties dialogue box. 


VVVVVVVV 


Except there are no properties on the dos box in 3.1. If it's a problem 
while your compiling try 


set go32=dpmistack 2000000 
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Otherwise quit out of windows and see if that works. 


Stuart 
—-MESSAGE FILE 1443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00139 


—-MESSAGE FILE 1444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000140 

Path: chuka.playstation.co.uk!news 

From: Nicholas La Frenais <"lanic "@ hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Changing Contact Details 

Date: Mon, 30 Jun 1997 11:23:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <5p81fgSfv56@chuka.playstation.co.uk> 
Reply-To: lanic, @, hotmail.com 
NNTP-Posting-Host: 194.216.35.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


How do I change my contact / registation information ? 


Thanks - Nic 
—-MESSAGE FILE 1444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00140 


—-MESSAGE FILE 1445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000141 

Path: chuka.playstation.co.uk!news 

From: Nicholas La Frenais <"lanic "@ hotmail.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Link-up games... over the Internet! And more.... 

Date: Mon, 30 Jun 1997 17:31:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <5p8nlsS$fv58@chuka.playstation.co.uk> 

References: <338D27B3.225C@ix.netcom.com> <338D2ECA.2306@ix.netcom.com> 

Reply-To: lanic, @, hotmail.com 

NNTP-Posting-Host: 194.216.35.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:73 scee.yaroze.freetalk.english:1 
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Spellweaver wrote: 


Behold, for the Scribes of the Ancients record that I spake thusly: 
> I have completed my PSXsock utility program for Windows 95/NT4 
> which allows the Yaroze (tm) to Dbe accessed via TCP/IP sockets. 
Lay Վ 
> I am about to go and post the PSXsock archive (PSXSOCK.ZIP) on 
> the SCEA web site. 


Woe unto the unprepared -- little did I know that files uploaded are 
not immediately available on this site. I uploaded the archive, but 
it will not be available for download until it is duly authorized by 
whomever is in charge there. When this is done it will be available 
from the following web site: 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
Most likely it will be available later today (the 29th), but if not, 
email me and I'll send you a copy. 


VVVVVVVVVVVVVV VV 


Will this be released on the SCEE site ? If not can you post the archive 
to lanic@hotmail.com. 
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Thanks - Nic 
—-MESSAGE FILE 1445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00141 


—-MESSAGE FILE 1446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000142 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Action Replay File Server... 

Date: 1 Jul 1997 22:49:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <0lbc866fSc84ccee0S$da7f989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hey there people... 


if you surf the www hard enough, you'll find the action replay fileserver 
software/source code... 


Its cogli ; 
i`m now downloading 2megs in 8 seconds! 


I like it! 


del. 


http://www.nlights.demon.co.uk 
—-MESSAGE FILE 1446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00142 


—-MESSAGE FILE 1447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000143 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AMIGA emulator for PSX? 

Date: 1 Jul 1997 22:51:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01bc8670S0d7100e0Sda7f£989e@nlights.demon.co.uk> 
References: <33B4EB51.620E@pi.net> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wow ,Amazing idea dude! (-) 


:) if you get my meaning... hahaha 


Dick <dickyv2@pi.net> wrote in article <33B4EB51.620E@pi.net>... 
Hey "Net yaroze" folks! 


Why not start a project to emulate a AMIGA 500 using a yaroze PSX? 


* There is enough RAM for a standard A500. 

* We could attach special floppy discs for the amiga format or keyboards 
using the memory-card interface. 

* All special hardware tricks of the Amiga can be done easily by the PSX 
hardware. (such as sprites/playfields/audio etc...) Or am I mistaken...? 


We could use sources from the Ultimate Amiga Emulator project for the 
PC, and rewrite it for the PSX...? 


VVVVVVVVVV VV 
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> 

> Is this a challenge or what?! 

> 

—-MESSAGE FILE 1447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00143 


-—-MESSAGE FILE 1448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000144 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: any chance of the full libs for yaroze users? please... pretty please 
) 

Date: Sat, 05 Jul 1997 04:55:14 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33bdd3ae.4116177@news.scea.sony.com> 

References: <0O1lbc8292Sa37ac760Sda7f£989e@nlights.demon.co.uk> 

NNTP-Posting-Host: a33.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 27 Jun 1997 00:48:30 GMT, "del :)" <del@nlights.demon.co.uk> wrote: 


>Is there any chance of getting the full libraries for us Yaroze coders? 
> 

>Lets face it, it would be a bonus... 

> 

> 

> 

> 

>Del. 


Don't you have already access to the full libraries? I mean, since 
you're working at coding Ninja for Core Design :) 


Can you comment about speed increases in 2D and 3D stuff, using the 
full libraries? 


—-MESSAGE FILE 1448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00144 


—-MESSAGE FILE 1449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000145 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze: An "Early Adopters" Review v1.0 

Date: Sun, 06 Jul 1997 00:01:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33bedfab.20089107@news.scea.sony.com> 

References: <337D2DE1.F67@cobradev.demon.co.uk> <338009B7.73F8@interactive.sony.com> 
<33AE536B.596602A0@one.net.au> 

NNTP-Posting-Host: nb8ppp108.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


1 also found Petzold's 'Programming Windows 95' an excellent API 
manual. It's well-worded and very comprehensive for someone starting 
out like me. 


Jamin Frederick 


On Mon, 23 Jun 1997 20:43:55 +1000, Wade Bowmer <wade@one.net.au> 
wrote: 


>Now for my two bits worth :-) 

> 

>> .... Հ (to all) 

>> what is your all time favourite manual for programming on a specific 
>> platform ? [We'll look again at Colin's suggestion]. 

>> 
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>My favourite when I was learning Winl6 programming (i.e. Windows 3.1) 
>was the Petzold book. Once I understood all he went on about, I 
>basically relied on MS's reference books, and later Schulman's 
>"Undocumented Windows". Hard acts to follow, I know, but you did ask 
Տ) 

> 


—-MESSAGE FILE 1449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00145 


-—-MESSAGE FILE 1450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000146 

Path: chuka.playstation.co.uk!news 

From: matrix@cyberia.ie (Matrix Games) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Matrix Games new web site 

Date: Mon, 07 Jul 1997 22:41:33 GMT 
Organization: Matrix Games 

Lines: 4 

Message-ID: <5pqvim$8c9@chuka.playstation.co.uk> 
Reply-To: matrix@cyberia.ie 

NNTP-Posting-Host: pl07-asl.dubexs.tinet.ie 
X-Newsreader: Forte Free Agent 1.0.82 


The Matrix Games website has been updated. 

www.matrix.ie 

—-MESSAGE FILE 1450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00146 


—-MESSAGE FILE 1451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000147 
Path: chuka.playstation.co.uk!news 


From: "del :)" <del@nlights.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: any chance of the full libs for yaroze users? please... pretty please 


) 
Date: 8 Jul 1997 13:25:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <01lbc8bal$37e9dc80S$da7f989e@nlights.demon.co.uk> 

References: <01bc8292Sa37ac760Sda7f989e@nlights.demon.co.uk> <33bdd3ae.4116177@news. 
scea.sony.com> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Patrick Bureau <pbureau@odyssee.net> wrote in article 
<33bdd3ae.4116177@news.scea.sony.com>... 
> On 27 Jun 1997 00:48:30 GMT, "del :)" <del@nlights.demon.co.uk> wrote: 


>Is there any chance of getting the full libraries for us Yaroze coders? 
> 

>Lets face it, it would be a bonus... 

> 

> 

> 

> 

>Del. 


Don't you have already access to the full libraries? I mean, since 
you're working at coding Ninja for Core Design :) 


Can you comment about speed increases in 2D and 3D stuff, using the 
full libraries? 


VVVVVVVVVVVVV VV VV 
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Well I do have access to the stuff at work, but at home I've got to try and 
remember the GTE stuff in my head! 


processor-wise you can do 2-4 times as much if you don’t use the library 
stuff... :) 


but I guess you can tell that anyway by looking at commerical games like 
TOMB RAIDER! (Plug Plug!) 


—-MESSAGE FILE 1451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00147 


-—-MESSAGE FILE 1452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000148 

Path: chuka.playstation.co.uk!news 

From: Henk-Jan Ober <tratax@holding.pi.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AMIGA emulator for PSX? 

Date: Wed, 09 Jul 1997 04:43:44 -0700 
Organization: Planet Internet Holding 

Lines: 19 

Message-ID: <33C37970.41C6@holding.pi.net> 
References: <33B4EB51.620E@pi.net> 
NNTP-Posting-Host: huizen.holding.pi.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; IRIX 6.2 IP22) 


Dick wrote: 
Hey "Net yaroze" folks! 
Why not start a project to emulate a AMIGA 500 using a yaroze PSX? 


* There is enough RAM for a standard A500. 

* We could attach special floppy discs for the amiga format or keyboards 
using the memory-card interface. 

* All special hardware tricks of the Amiga can be done easily by the PSX 
hardware. (such as sprites/playfields/audio etc...) Or am I mistaken...? 


We could use sources from the Ultimate Amiga Emulator project for the 
PC, and rewrite it for the PSX...? 


VVVVVVVVVVVV VV V 


Is this a challenge or what?! 

Well, since my port of the MSX emulator to the Yaroze has speed problems 

already, I dont see any use of porting UAE. NES, Gameboy and maybe 

C64 would work :) 

—-MESSAGE FILE 1452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00148 


—-MESSAGE FILE 1453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000149 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: any chance of the full libs for yaroze users? please... pretty please 

) 

Date: Wed, 09 Jul 1997 09:35:53 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33C3A1C9.F452649F@groupz.net> 

References: <0O1lbc8292Sa37ac760Sda7f989e@nlights.demon.co.uk> <33bdd3ae.4116177@news. 
scea.sony.com> <0lbc8bal$37e9dc80S$da7f989e@nlights.demon.co.uk> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r2-p6.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; 1) 

X-Priority: 3 (Normal) 
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del :) wrote: 

> Well I do have access to the stuff at work, but at home I've got to 

> try and 

> remember the GTE stuff in my head! 

Hey Del, did you ever release a version of your 3D engine for the NTSC 
market.. I heard so much about it, but was unable to take a look at it 
since I'm in the NTSC world, and not PAL. 

Let me know. 

Regards, 

Jeff 


—-MESSAGE FILE 1453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00149 


—-MESSAGE FILE 1454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000150 
Path: chuka.playstation.co.uk!news 


From: "del :)" <del@nlights.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: any chance of the full libs for yaroze users? please... pretty please 


) 

Date: 10 Jul 1997 01:01:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01lbc8ccbh$83263420Sda7f989e@nlights.demon.co.uk> 

References: <0Olbc8292Sa37ac760Sda7f989e@nlights.demon.co.uk> <33bdd3ae.4116177@news. 
scea.sony.com> <0Olbc8bal$37e9dc80S$da7f989e@nlights.demon.co.uk> <33C3A1C9.F452649F@g 
roupz.net> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jeff <jlawton@groupz.net> wrote in article 
<33C3A1C9.F452649F@groupz.net>... 


> del :) wrote: 

> 

> > Well I do have access to the stuff at work, but at home I've got to 
> > try and 

> > remember the GTE stuff in my head! 

> 

> Hey Del, did you ever release a version of your 3D engine for the NTSC 
> market.. I heard so much about it, but was unable to take a look at it 
> since I'm in the NTSC world, and not PAL. 

> 

> Let me know. 

> 

> Regards, 

> 

> Jeff 

> 

> 


1`11 compile a version for ntsc and upload it to my site soon... :) 


—-MESSAGE FILE 1454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00150 


—-MESSAGE FILE 1455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000151 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Patrick Bureau <pbureau@odyssee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: any chance of the full libs for yaroze users? please... pretty please 


) 
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Date: Thu, 10 Jul 1997 02:32:09 -0400 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33C481E9.1D7C@odyssee.net> 

References: <0Olbc8292Sa37ac760Sda7f989e@nlights.demon.co.uk> <33bdd3ae.4116177@news. 
scea.sony.com> <0lbc8bal$37e9dc80S$da7f989e@nlights.demon.co.uk> 
NNTP-Posting-Host: a9.Dynamic-IP.Mlink.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


del :) wrote: 

> Well I do have access to the stuff at work, but at home I've got to try and 
> remember the GTE stuff in my head! 

> 

> processor-wise you can do 2-4 times as much if you don’t use the library 

> stuff... :) 

> 

> but I guess you can tell that anyway by looking at commerical games like 

> TOMB RAIDER! (Plug Plug!) 


But I think that even if we asked Sony with a "pretty please with sugar 
on top" 

to release the full libs, they would not want to. For the simple reason 
that the 

Net Yaroze would be too much like the real dev kit. 


Still, if you want to start a petition, I'm in! :) 


Patrick Bureau 
—-MESSAGE FILE 1455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00151 


-—-MESSAGE FILE 1456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000152 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ny Article 

Date: Tue, 15 Jul 1997 10:52:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33CB4873.2B259293@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Anyone read the July Visual Systems Journal? 
There is a Yaroze article, nothing we didn't know 
about already though. 


Did find this statement amusing though. 


"Net Yaroze means "let's do it", and the project is 
probably the most ambitious development program 
since DirectX and Windows 95.' - VSJ 


Oh, I'm still laughing now. Ohh stoppit. 


Jim 
—-MESSAGE FILE 1456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00152 


-—-MESSAGE FILE 1457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000153 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Just moved house... 

Date: Fri, 18 Jul 1997 08:59:20 GMT 
Organization: ElectricMail Ltd. 

Lines: 8 

Message-ID: <33cf3045.86569087@news.playstation.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


Who do I need to inform at SCEE of my new address? 


Cheers, 


Mark 
-—-MESSAGE FILE 1457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00153 


—-MESSAGE FILE 1458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000154 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Motion Capture 

Date: Sat, 19 Jul 1997 17:45:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <33D0EF20.2FAAE78@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi Everyone, 


I've just added a section about motion capture to my web page. 


http://www.playstation.co.uk/~Sigl1LL 


There are also some motion data files courtesy of Probe Entertainment 
Motion Capture Studios, provided they are used for our own personal 
projects, and we credit them as the source. No problem I said! 


Hope its of some use. Give me some feekback? Hope to have a demo done 
for next week some time. 


Cheers 


Jim 
—-MESSAGE FILE 1458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00154 


—-MESSAGE FILE 1459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000155 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: E3 - Yaroze 

Date: Sun, 20 Jul 1997 20:09:32 GMT 

Organization: Into Beyond 

Lines: 15 

Message-ID: <33da65a1l.2562551@news.playstation.co.uk> 
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Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


For various work reasons I decided to go over to Atlanta to visit E3 
among other things. And I'm pleased to say there was actually a Yaroze 
there, running the Japanese shoot-em-up demo. 


So will there be a slot at the ECTS? Perhaps a competition for a 
suitable demo should be held... 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Iwan Roberts, Norwich is a great place, please go! WWFC + 

—-MESSAGE FILE 1459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00155 


—-MESSAGE FILE 1460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000156 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Are there any Gfx Artists among us? 
Date: Mon, 21 Jul 1997 12:30:24 -0700 
Organization: Cobra Developments 

Lines: 18 

Message-ID: <33D3B8D0.53B2@cobradev.demon.co.uk> 
NNTP-Posting-—Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


If there are any Graphic Artists Among us. Work is available 
On My first Yaroze project "Hunt Seek Find & Kill". 
Visit "http://www.cobradev.demon.co.uk" for more Information. 


Q: I would also like to know how the Yaroze Membership is split, 
in terms of Skills. Off the top of my Head I would say-: 


65% Bedroom Game/Demo Coders. 

10% Working Coders (Home Machine). 

10% Companies(cheaper alternative to full devkit). 
6% Graphic Artists. 

4% Musicians/Sound effects Coders. 

5% Other. 


Q: How Many European Yaroze's Have been Sold to Date ? 


Cobra 
—-MESSAGE FILE 1460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00156 


—-MESSAGE FILE 1461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000157 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze with Linux 

Date: Thu, 24 Jul 1997 10:04:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <33D71AB0.17FF@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Anyone know anyone who is successfully using the Yaroze 
with Linux? If so, please reply to this 


Lewis 
—-MESSAGE FILE 1461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00157 


—-MESSAGE FILE 1462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000158 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze with Linux 

Date: Sat, 02 Aug 1997 18:33:39 +0000 

Organization: SCEA Net Yaroze News 

Lines: 28 
Message-ID: <33E37D82.FFD127C@msu.edu> 

References: <33D71AB0.17FF@interactive.sony.com> 
NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01b6C [en] (X11; I; FreeBSD 2.2.2-RELEASE i386) 
X-Priority: 3 (Normal) 


Developer Support wrote: 


> Anyone know anyone who is successfully using the Yaroze 
> with Linux? If so, please reply to this 

> 

> Lewis 


Let me know if you find anything out, Im interested in running the 
Yaroze 

devkit under FreeBSD, an interesting note, it should be fairly trivial 
to 
build the GNU tools from within any Unixes, afterall its all GNU. 


Tip happily will talk to a PSX serial connection, of course the upload 
tools arent available :( : ( 


(I really want the Unix versions, I dont have DOS at home :) 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 


—-MESSAGE FILE 1462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00158 


—-MESSAGE FILE 1463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000159 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Cool tools (long post!) 

Date: Fri, 08 Aug 1997 00:37:34 -0700 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 74 

Message-ID: <33EACCBE.4596@dial.pipex.com> 
NNTP-Posting-Host: an1l28.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi all, 


Now that yaroze has been out here for a few months, I was 
just wondering what development tools people have settled 
down with and would recommend (PC). 


Myself, I suspect like many others, had the black, magic box 
delivered with a copy of CodeWarrior which I struggled with 
for several weeks until I could stand the buggy interface 

no more. The straw that broke the camels back was when I 
heard that the code it produced was significantly slower 
than that of GNU development. Nuff said! I dropped it 
quicker than a hot stone... 


That's not to say I won't go back to CodeWarrior sometime 
in the future when/if it proves it's worth - at least 
MetroWerks are trying to offer an alternative which is a 
good thing, I s'pose. 


The editor I use now is PFE (Programmer's File Editor). Don't 
let the prosaic name put you off (I wonder if the programmer 
thought it up :) , I've found it a God send since mourning 
the passing of CW: it comes in 32- and 16-bit flavours for 
windows, you can run your makefile and SIOCONS by the press 
of a toolbar button, has multiple file editing, brill 
preferences setup, turn line numbers on/off at the press of 
a button (great for tracking back through source code when 
compiling/linking throws up an error line num :), templates, 
special C features (e.g. auto brace alignment) etc, etc... 
Only downside: no debugger, of course! 


Perhaps this is a well known editor (?) but I stumbled across 
it on an FTP site somewhere. Oh yeah, I almost forgot the best 
bit... it's *FREEWARE* ;) Anyone interested, then go: 
http://www.lancs.ac.uk/people/cpaap/pfe/ 

(tip: dont be put off by the default, chunky font; this is 
easily changed to the neat, skinny courier one) 


Anyway, on to graphics creation: 

I wont bore you with *all* I have to go through to create 
sprite animation frames etc., but suffice it to say, it 
involves a home-made graphics editor, a *screen grabber*, 
a re-boot, sometimes colour depth conversion (which 
corrupts the colours most of the time), TIM 

conversion, TimTool... phew! 


I'm thinking theres got to be an easier/quicker way than this! 

I have Neopaint (useful *sometimes*); I've tried shareware 

Paint Shop Pro (not very impressed) and also a trial of the - 

I believe - popular Adobe Photoshop. This interested me particularly 
because of the pluggin available from Yaroze web site which lets 
you work directly using the TIM file format (I think)... 

Then I saw the price: approx £400! :O 

Whats the deal with this? is it *really* worth getting? Is there 
anything that would allow me to test sprite frame animation is 
‘working' as expected from within the app (as my home-made 

jobby does)? Any help/info appreciated! 


As for 3D, TMD generation, I haven't started trying any 3D stuff 

yet (I feel like I'm standing at the foot of a rather steep hill :( ) 
so I cant comment on available tools. Besides, I still have a 

great affection for sprite-based games (spot the cop-out due to 

crap math skills :) - A *huge* majority of my all time favourite 
games are sprite-filled! 


924 
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I digress (I've always wanted to say that!), I understand 3D Studio 
and equivalents are also several hundred pounds... 
This is turning out to be *one* expensive hobby! 


Enough for now. Any comments welcome! 
Cheers 


Chris 
—-MESSAGE FILE 1463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00159 


-—-MESSAGE FILE 1464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000160 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Analog Controller 

Date: Fri, 08 Aug 1997 14:36:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <33EB20CA.223564AC@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi Guys!, 


Just got myself one of those new spangled duel analog controllers. 
Is SCEE gonna release some coding docs for it as I would love to code 
this into my latest project. Just seems ideal what what I need. 


Then again I dont suppose it would be too tricky to work it out. But it 
would take some of the guess work out of it. 


-JiM 
--MESSAGE FILE 1464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00160 


--MESSAGE FILE 1465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000161 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool tools (long post!) 

Date: Fri, 08 Aug 1997 15:37:53 GMT 

Organization: Into Beyond 

Lines: 74 
Message-ID: <33eb359a.9289604@news.playstation.co.uk> 
References: <33EACCBE.4596@dial.pipex.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 08 Aug 1997 00:37:34 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> did quoth at me: 


>The editor I use now is PFE (Programmer's File Editor). Don't 
>let the prosaic name put you off (I wonder if the programmer 
>thought it up :) , I've found it a God send since mourning 


If you can afford it then buy Codewright. Otherwise I have to admit I 
am quite happy using UltraEdit - I don't like auto expansion and 
suchlike, and UE is very quick to use and becoming more configurable 
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as time goes by. It is shareware rather than a full commercial 
product. 


>Anyway, on to graphics creation: 

>I wont bore you with *all* I have to go through to create 
>sprite animation frames etc., but suffice it to say, it 
>involves a home-made graphics editor, a *screen grabber*, 
>a re-boot, sometimes colour depth conversion (which 
>corrupts the colours most of the time), TIM 

>conversion, TimTool... phew! 


!!! Get an old Amiga and use DPaint or Brilliance. Failing that just 
use an old copy of DPaint on the PC (like many commercial artists 
still do - we looked into doing a commercial replacement a couple օք 
times...). Photoshop is brilliant at effects and working with layers 
is very useful indeed, but for basic pixel editing forget it. I don't 
think it's palette handling is too hot regarding games dev. 


I use PSP for my batch conversions, and for TIM stuff we sometimes 
create our own. Especially if several frames make up an anim - a quick 
tool we have puts the frames together in whatever row/column mix you 
want and stores the data as appropriate (not tim which isn't needed 
anyway). 


>As for 3D, TMD generation, I haven't started trying any 3D stuff 

>yet (I feel like I'm standing at the foot of a rather steep hill :( ) 
>so I cant comment on available tools. Besides, I still have a 

>great affection for sprite-based games (spot the cop-out due to 


>crap math skills :) - A *huge* majority of my all time favourite 
>games are sprite-filled! 
> 


>I digress (I've always wanted to say that!), I understand 3D Studio 
>and equivalents are also several hundred pounds... 
>This is turning out to be *one* expensive hobby! 


3DS is pretty awful for beginners too. 3dsmax is better. I'd go for LW 
or perhaps Imagine (can't remember if any mags have given older 
versions away recently). 


Write your own TMD converters so you don't have to lose all the 
texture information as that is an incredible pain in the arse. 


>Enough for now. Any comments welcome! 


Well I just hit another real odd bug - I use extensive logging 
facilites so I know exactly what is being loaded, where, when, what 
functions have been run, line numbers and file numbers, etc. But after 
changing my compiler setup a little sometimes printf would stop 
working on the ps-x. Then sometimes my code would stop at really 
obscure places. After almost 6 hours messing, I changed my batch file 
setup and no more problems. 


Still, I did finally get round to checking where all the variables are 
stored and how much stack space is generally available etc. I had to 
check for memory trashes so checked over the stack info too. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

-—-MESSAGE FILE 1465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00161 


-—-MESSAGE FILE 1466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000162 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@angst.forefront.com.au> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yaroze with Linux 

Date: Mon, 11 Aug 1997 16:07:49 +1000 

Organization: Forefront Software Services 

Lines: 51 

Message-ID: <33EEAC35.3E1450F2@angst.forefront.com.au> 

References: <33D71AB0.17FF@interactive.sony.com> <33E37D82.FFD127C@msu.edu> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


Charles Henrich wrote: 
Developer Support wrote: 


> Anyone know anyone who is successfully using the Yaroze 

> with Linux? If so, please reply to this 

> 

> Lewis 

Let me know if you find anything out, Im interested in running the 
Yaroze 

devkit under FreeBSD, an interesting note, it should be fairly trivial 
to 
build the GNU tools from within any Unixes, afterall its all GNU. 


Tip happily will talk to a PSX serial connection, of course the upload 
tools arent available :( : ( 


(I really want the Unix versions, I dont have DOS at home :) 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


http://pilot.msu.edu/~henrich 


Well, I got gcc/binutils/gdb compiled and running under linux with 
little 

effort. There are patches at 
http://www.playstation.co.uk/~byz00002/unix/ 

as well as some instructions regarding applying them. I don't reccomend 
deviating too far from the reccomended procedure. You will need to 
compile binutils as well as gcc because gcc needs the gnu as and ld when 
compiling for a MIPS target. actually getting the source distributions 
is going to be a little painful; it's about 16 meg all up. 


All in all it's very good to get away from windows. Especially with 
codewarrior, the number of problems I had even downloading the 
precompiled 

code to the playstation was very disconcerting. Under linux I can 
reliably 

transfer at 57.6k, but not 115.2k. Under windows {95|NT4} I couldn't 
even get 38.4k reliably (even though I have no problems with the modem 
at 57.6k). I find this a little weird, because it shouldn't be a pe 
issue. I'm using a ppro 200 and a separate serial card with a 16550a. 


Toby Sargeant | toby@angst.forefront.com.au | [ forcefed on fear and 
failure ] 
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—-MESSAGE FILE 1466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00162 


-—-MESSAGE FILE 1467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000163 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt 


Subject: Re: Analog Controller 

Date: Mon, 11 Aug 1997 09:46:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <33EED182.75C@interactive.sony.com> 
References: <33EB20CA.223564AC@micronetics.com> 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; 


194.203.13.10 


1) 
Jim wrote: 


Hi Guys!, 


Is SCEE gonna release some coding docs for it 


Just got myself one of those new spangled duel 


analog controllers. 
as I would love to code 


this into my latest project. Just seems ideal 


would take some of the guess work out of it. 


VVVVVVVVV VV 


-JiM 


We haven't got any Yaroze docs for the controller, 
I did have a look at it once, 


some from somewhere. 
easy. 


If you have any problems with it let us know. 


Stuart 


Then again I dont suppose it would be too tricky to work it out. 


L what what I need. 


But it 


we may be able to get 
seemed reasonably 
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—-MESSAGE FILE 1467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00163 


—-MESSAGE FILE 1468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000164 
Path: chuka.playstation.co.uk!news 
From: Jim <jim@micronetics.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Analog Controller 

Date: Mon, 11 Aug 1997 11:23:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <33EEE828 .A4731363@micronetics.com> 
References: 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.01 [en] 
X-Priority: 3 (Normal) 


jim.micronetics.com 


charset=us-ascii 
7bit 


(Win95; I) 


Developer Support wrote: 


some from somewhere. 
easy. 


If you have any problems with it let us know. 


VVVVVVVV 


Stuart 


I had a play with it at the weekend. 
just four extra bytes following on, 


ananlog controller axis. 


I can't quite remember but I think the device id is 0x73 


though). 


We haven't got any Yaroze docs for the controller, 
I did have a look at it once, 


Was infact very easy. 
as if it was a standard controller. 
The analog controller part is just a signed char. 


we may be able to 
seemed reasonably 


get 


There are 


One char for each 


(could be wrong 


<33EB20CA.223564AC@micronetics.com> <33EED182.75C@interactive.sony.com> 
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But I managed to hack in analog control into my code in about 20 
minutes. 
Very cool device too. 


If anyone is intrested I could type up what I have. 


Cheers 

Jim 

—-MESSAGE FILE 1468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00164 


—-MESSAGE FILE 1469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000165 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analog Controller 

Date: Tue, 12 Aug 1997 01:00:23 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 17 

Message-ID: <MPG.e59b7ef1606d042989685@news.playstation.co.uk> 

References: <33EB20CA.223564AC@micronetics.com> <33EED182.75C@interactive.sony.com> 
<33EEE828 .A4731363@micronetics.com> 

NNTP-Posting-Host: portl11.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


In article <33EEE828 .A4731363@micronetics.com>, jim@micronetics.com 
says... 

> I had a play with it at the weekend. Was infact very easy. There are 
just four extra bytes following on, as if it was a standard controller. 
The analog controller part is just a signed char. One char for each 
ananlog controller axis. 


I can't quite remember but I think the device id is 0x73 (could be wrong 
though). 


> 
> 
> 
> 
> 
> 
> 
> But I managed to hack in analog control into my code in about 20 
> minutes. 

> Very cool device too. 

> 

> 

> If anyone is intrested I could type up what I have. 

yes please. 


—-MESSAGE FILE 1469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00165 


-—-MESSAGE FILE 1470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000166 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Any Win95 problems / memopry card format problems???? 
Date: Thu, 14 Aug 1997 10:44:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <33F2D38A. 6A4@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Has anyone had problems with using a Windows95 DOX box 
to communicate the with the Yaroze? 


Has anyone had trouble with using a memory card to up 
the baudrate? 


Net Yaroze newsgroups message dump.txt Page 930 


If so, please tell us all details, either in reply to this 
or email to PS Yaroze. 


Thanks 


SCEE Yaroze support 
—-MESSAGE FILE 1470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00166 


—-MESSAGE FILE 1471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000167 

Path: chuka.playstation.co.uk!news 

From: Kev <shockwave@mindless.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any Win95 problems / memopry card format problems???? 
Date: Thu, 14 Aug 1997 14:27:01 +0100 

Organization: Twisted Wave Productions 

Lines: 16 

Message-ID: <33F307A5.74F2@mindless.com> 

References: <33F2D38A. 6A4@interactive.sony.com> 

NNTP-Posting-Host: mango.ferndown.ate.slb.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 

To: Developer Support <dev_support@interactive.sony.com> 


Hi, 
> Has anyone had problems with using a Windows95 DOX box 


> to communicate the with the Yaroze? 
Not really. I've had a couple of lock ups but I think that was me :) 


> Has anyone had trouble with using a memory card to up 

> the baudrate? 

At first I couldn't get it to work at anything higher than 9600 - but 
someone posted more detailed info and it's worked fine ever since. 


Cheers, 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 
—-MESSAGE FILE 1471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00167 


—-MESSAGE FILE 1472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000168 

Path: chuka.playstation.co.uk!news 

From: MichaelD <MichaelD@manic.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Loading and executing programs in system space 
Date: Thu, 14 Aug 1997 16:33:37 +0100 

Organization: Manic Media Productions Ltd 

Lines: 16 

Message-ID: <33F32551.40E8@manic.co.uk> 
NNTP-Posting-Host: gw2-132.pool.dircon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hello NY Users, 


I have noticed some programs tend to have a low load address, well below 
that of 0x80090000 that Net Yaroze manuals suggests. Attempting to load 
these programs via a 'boot' program or from the siocons causes 
everything to freeze - not altogether unexpected. 
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Does anyone know of a way to reclaim some or all of the bottom 576K on 
NetYaroze in order to run such programs or just have more mem space ??? 


Tell me ! 
Thanks, 


Michael. 
—-MESSAGE FILE 1472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00168 


—-MESSAGE FILE 1473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000169 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: thoughts 

Date: 16 Aug 1997 18:41:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <01lbca4bb$4783f£080$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Anyone see that the americans are having a virtual yaroze conference soon. 
Any chance of the Europeans borrowing their software? It looks kinda fun. 


Also has anyone seen the humungous list of blokes on the new web page 
index? If theres that many people with yarozes in europe, how come the 
newsgroups and websites are so dead? Are 75% of yaroze owners disaffected 
and dumped their yarozes in the cupboard? If I was sony I'd be a bit 
worried. No on second thoughts if I was sony I'd be happy with so many 
£600's and no questions to answer. Mmm what's going on? Is everyone 
someplace else? Compared to being on the indiepop mailing list (220 
subscribers, around 40 posts per day from passionate twee pop kids 
discussing life and death and crushes and records), being a Yaroze owner is 
crap. MAybe I'm just being naiive to think that owning a yaroze is a 
lifestyle choice. But any chance of some scee.alt.code.geek groups on the 
server? 


Could someone (Laura?) fix the 'new demos' area so IE people get to 
download the 'new demos'. Someone pointed out that the bottom right frame 
is always grey *ages* ago and it still isnt fixed. Sorry to be a drag but 
I'd really like to see some of them sometime. Also, any chance of re-doing 
the graphics on the web site to make them more twee and japanese? That 
scary eyeball thing in the corner gives me the creeps. 


OK got to go 
Grim 


—-MESSAGE FILE 1473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00169 


—-MESSAGE FILE 1474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000170 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Analog pad and Vibration 

Date: Sun, 17 Aug 1997 10:30:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <33F6C49E.F79FE4AR@mail.globalnet.co.uk> 

NNTP-Posting-Host: client85e7.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
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X-Priority: 3 (Normal) 


Do the Japanesse get support for the Vibrating device? and if so is 
there any chance of giving this to us Uk members? 


—-MESSAGE FILE 1474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00170 


—-MESSAGE FILE 1475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000171 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Loading and executing programs in system space 
Date: Mon, 18 Aug 1997 09:48:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <33F80C66.4E48@interactive.sony.com> 
References: <33F32551.40E8@manic.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


MichaelD wrote: 


> 

> Hello NY Users, 

> 

> I have noticed some programs tend to have a low load address, well below 
> that of 0x80090000 that Net Yaroze manuals suggests. Attempting to load 
> these programs via a 'boot' program or from the siocons causes 

> everything to freeze - not altogether unexpected. 

> 

> Does anyone know of a way to reclaim some or all of the bottom 576K on 

> NetYaroze in order to run such programs or just have more mem space ??? 
> 

> Tell me ! 

> 

> Thanks, 

> 

> Michael. 

There's no way to reclaim the 576k, as it's used to hold the Yaroze 
libraries as well as the monitor and terminal program code. What 

programs are you looking at? If they appear to load at 0x80010000 they 

are probally full commercial programs that have their libraries linked 


in with the code. 
Cheers, 


Colin. 
—-MESSAGE FILE 1475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00171 


—-MESSAGE FILE 1476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000172 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analog pad and Vibration 

Date: Mon, 18 Aug 1997 09:57:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33F80E94.44D3@interactive.sony.com> 
References: <33F6C49E.F79FE4AR@mail.globalnet.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Brian West wrote: 

> 

> Do the Japanesse get support for the Vibrating device? and if so is 
> there any chance of giving this to us Uk members? 


There's no support for the vibrating device for Yaroze ( Japanese or 
otherwise ), and it's not likely to happen as it won't be present in the 
European or American versions of the controller. ( And it's use in new 


games for Japan is not being encouraged either ) 


The Yaroze libs are the same worldwide ( apart from PAL/NTSC modes ) so 
there are no secret Japanese only libs..... 


Colin. 
—-MESSAGE FILE 1476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00172 


-—-MESSAGE FILE 1477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000173 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: thoughts 

Date: Tue, 19 Aug 1997 01:29:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <33f8f63c.19053847@news.playstation.co.uk> 

References: <0Olbca4bb$4783f080$c793989e@fourny.demon.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Forte Agent 1.0/32.390 


On 16 Aug 1997 18:41:07 GMT, "Grim" <frothkid@fourny.demon.co.uk> 
wrote: 


>Anyone see that the americans are having a virtual yaroze conference soon. 
>Any chance of the Europeans borrowing their software? It looks kinda fun. 
where? 


> 

>Also has anyone seen the humungous list of blokes on the new web page 
>index? If theres that many people with yarozes in europe, how come the 
>newsgroups and websites are so dead? Are 75% of yaroze owners disaffected 
>and dumped their yarozes in the cupboard? If I was sony I'd be a bit 
where again? dead? errmm ? because only a limited numbe of people can 
access it, not 30+ million people. 


>worried. No on second thoughts if I was sony I'd be happy with so many 
>£600's and no questions to answer. Mmm what's going on? Is everyone 
>someplace else? Compared to being on the indiepop mailing list (220 
>subscribers, around 40 posts per day from passionate twee pop kids 
>discussing life and death and crushes and records), being a Yaroze owner is 
>crap. MAybe I'm just being naiive to think that owning a yaroze is a 
>lifestyle choice. But any chance of some scee.alt.code.geek groups on the 
>server? 

okay so what have you done? 


> 

>Could someone (Laura?) fix the 'new demos' area so IE people get to 
>download the 'new demos'. Someone pointed out that the bottom right frame 
>is always grey *ages* ago and it still isnt fixed. Sorry to be a drag but 


>I'd really like to see some of them sometime. Also, any chance of re-doing 
>the graphics on the web site to make them more twee and japanese? That 
>scary eyeball thing in the corner gives me the creeps. 


2222 
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> 

>OK got to go 
> 

>Grim 

> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00173 


-—-MESSAGE FILE 1478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000174 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analog pad and Vibration 

Date: Tue, 19 Aug 1997 01:32:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <33f9f704.19253875@news.playstation.co.uk> 

References: <33F6C49E.F79FE4AR@mail.globalnet.co.uk> <33F80E94.44D3@interactive. sony 
. com> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Mon, 18 Aug 1997 09:57:56 +0100, Developer Support 
<dev_support@interactive.sony.com> wrote: 


>Brian West wrote: 

>> 

>> Do the Japanesse get support for the Vibrating device? and if so is 
>> there any chance of giving this to us Uk members? 


> 

>There's no support for the vibrating device for Yaroze ( Japanese or 
>otherwise ), and it's not likely to happen as it won't be present in the 
>European or American versions of the controller. ( And it's use in new 


>games for Japan is not being encouraged either ) 
Dam no cheap frills program that i always wanted to do... :-) 


> 

>The Yaroze libs are the same worldwide ( apart from PAL/NTSC modes ) so 
>there are no secret Japanese only libs..... 

Can someone do a English version of the manuals? I mean like not 
Japanese manuals in English, if that means anything. 


> 
>Colin. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00174 


—-MESSAGE FILE 1479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000175 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Tue, 19 Aug 1997 01:55:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 5 

Message-ID: <33fbfcef.20768703@news.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent 1.0/32.390 


How's going to see if they can go to ECTS in Septemeber? 

/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00175 


—-MESSAGE FILE 1480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000176 

Path: chuka.playstation.co.uk!dialup-13-50.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 19 Aug 1997 21:03:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ira-1908972103530001@dialup-13-50.netcomuk.co.uk> 
References: <33fbfcef.20768703@news.playstation.co.uk> 
NNTP-Posting-Host: dialup-13-50.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33fbfcef.20768703@news.playstation.co.uk>, 
alan@alanyuen.demon.co.uk wrote: 


> How's going to see if they can go to ECTS in Septemeber? 
I'm gonna go on Sunday (9th I think) 


Ira 
—-MESSAGE FILE 1480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00176 


-—-MESSAGE FILE 1481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000177 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 19 Aug 1997 21:16:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <33fa0d2a.19805188@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent 1.0/32.390 


I am going to try get the tickets for that day as well... dunno if 
I'll get them. 


On Tue, 19 Aug 1997 21:03:53 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>In article <33fbfcef.20768703@news.playstation.co.uk>, 
>alan@alanyuen.demon.co.uk wrote: 
> 


>> How's going to see if they can go to ECTS in Septemeber? 
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> 

>I'm gonna go on Sunday (9th I think) 
> 

>Ira 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00177 


-—-MESSAGE FILE 1482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000178 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze Charts Needed? 

Date: Wed, 20 Aug 1997 06:04:45 -0700 

Organization: Cobra Developments 

Lines: 89 

Message-ID: <33FAEB6D.7C04@cobradev.demon.co.uk> 

NNTP-Posting-—Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 
X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Hello All. 


It is now August 1997, approximately 4+ months have passed since the 
launch of Yaroze in 

the UK. Quite a few Projects must now have reached Fruition. I send 
greetings to Yaroze Team 

& Fellow Yaroze Members World-wide. 


Q? Any Records as to How Many SCEE & World-wide Yaroze Members? 


My Own project "Hunt Seek find & Kill" has just received its fourth 
update. 
Features: 3 rooms of Non Stop 3d Action, Realistic Sound effects, 
Guards, Doors, 
Flying Saucers, Mechs + lots of Killing. No Weapon Upgrades yet! 


HSFK version 0.4a alpha should now (update permitting) be available via 
my Website-: 

"http: //www.cobradev.demon.co.uk/" Earlier versions have been available 
for 8 weeks. 

HSFK ver.03d has been available via http://www.playstation.co.uk/~colind 
for 3 weeks. 

Despite all this I haven't received a single e-mail regarding the 
project from-: 

Yaroze Team, Scee or Other Yaroze members. 


Q? Does anyone involved in the Commercial World of Gaming Look at any of 
these Projects? 


Q? Is the Demo Good? 

Q? Is the Demo Crap? 

Q? Has anyone else experienced this? 

Q? Have I upset someone? 

Don't get me wrong but after -: 

Spending £*** on a Yaroze + tools. 
Spending £*** on books. 

Spending £**** on 3d Art Packages :- 


Spending £**** upgrading your Machine 
Spending ****** hours coding 


@ oo oo 
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I would at least expect Someone of Substance from SCEE to periodically 
download all the 
Yaroze Demos & give us All some feed-back! 


Q? If We Get No feedback how we gonna know if our projects are good or 
crap? 
(self-praise is no recommendation). 


Q? How About creating a quarterly Chart? 


The SCEE Yaroze Team could be the Judges, & offer feed back on how Demos 
could be improved upon 

if needed. This would -: 

a) Give us all an incentive to produce better Demos which should improve 
the Quality in general. 

b) Let us know if a project is worth pursuing. 

c) Let anyone have instant access to a List of the Best & Most recent 
Demos at a Glance, Rather than just wading through The Homepage list at 
random. 

d) Get used to having our work reviewed. 


I reserve Judgement on my Own project, But I must mention the "ConeMan 
Demo" from Lars Barstard which I think is Excellent! 


Q? After the Demo is Coded , What Next? 


I recently sent my Yaroze demo to a PC/PSX/N64 Developer (Interactive 
Studios), but they 
were unable to view it because they did not have a Yaroze!! 


Q? Is there a list of Companies that have a Yaroze? 
Q? Are we all dressed up with no-where to go? 


Q? Can someone explain the presence of Yaroze at ECTS? 


Thanks in Advance 
Colin Adams 
Cobra Developments 
Email: colin@cobradev.demon.co.uk 
See HSFK v 0.4a PlayStation Yaroze Demo at-: 
http://www.cobradev.demon.co.uk/ 


937 


—-MESSAGE FILE 1482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00178 


—-MESSAGE FILE 1483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000179 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ECTS 

Date: Wed, 20 Aug 1997 09:45:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <33FAAE9F.4BDC6D8E@micronetics.com> 


References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 


13-50.netcomuk.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Ira Rainey wrote: 

> 

> In article <33fbfcef.20768703@news.playstation.co.uk>, 
> alan@alanyuen.demon.co.uk wrote: 

> 
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> > How's going to see if they can go to ECTS in Septemeber? 
> 

> I'm gonna go on Sunday (9th I think) 

> 

> Ira 


I should be there on Sunday too. The Sunday is the 7th, and it runs 
until Tuesday 9th. 


-JiM 
--MESSAGE FILE 1483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00179 


--MESSAGE FILE 1484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000180 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 20 Aug 1997 15:11:08 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <33fafcld.2520763@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 20 Aug 1997 09:45:19 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>I should be there on Sunday too. The Sunday is the 7th, and it runs 
>until Tuesday 9th. 


We'll be there all 3 days, although I can't say exactly what state 
we'll be in. Depends how the Worms party goes! 


Anyone want to meet up at the bar? 


[Oh, and I have a free spare ticket here, albeit with my name on it] 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 1484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00180 


—-MESSAGE FILE 1485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000181 

Path: chuka.playstation.co.uk!dialup-21-20.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 20 Aug 1997 19:00:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> 

NNTP-Posting-Host: dialup-21-20.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 
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In article <33fafcld.2520763@news.playstation.co.uk>, 
alex@teeth.demon.co.uk wrote: 


Anyone want to meet up at the bar? 


> On Wed, 20 Aug 1997 09:45:19 +0100, Jim <jim@micronetics.com> did 
> quoth at me: 

> 

> >I should be there on Sunday too. The Sunday is the 7th, and it runs 
> >until Tuesday 9th. 

> 

> We'll be there all 3 days, although I can't say exactly what state 
> we'll be in. Depends how the Worms party goes! 

> 

> 

> 


Telepathy over the internet, maybe a higher form of brain power? 


I was gonna suggest the same thing, all us UK yaroze guys having a 
quiet[?] sunday afternoon beer or six, whilst talking utter bollocks. 


Ira 
—-MESSAGE FILE 1485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00181 


-—-MESSAGE FILE 1486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000182 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Wed, 20 Aug 1997 19:46:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 120 

Message-ID: <33FB3B95.9726EB23@mail.globalnet.co.uk> 

References: <33FAEB6D.7C04@cobradev.demon.co.uk> 

NNTP-Posting-Host: client87e2.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


colin adams wrote: 
Hello All. 


It is now August 1997, approximately 4+ months have passed since the 
launch of Yaroze in 

the UK. Quite a few Projects must now have reached Fruition. I send 
greetings to Yaroze Team 

& Fellow Yaroze Members World-wide. 


Q? Any Records as to How Many SCEE & World-wide Yaroze Members? 


My Own project "Hunt Seek find & Kill" has just received its fourth 
update. 

Features: 3 rooms of Non Stop 3d Action, Realistic Sound effects, 
Guards, Doors, 

Flying Saucers, Mechs + lots of Killing. No Weapon Upgrades yet! 


HSFK version 0.4a alpha should now (update permitting) be available 
via 

my Website-: 

"http: //www.cobradev.demon.co.uk/" Earlier versions have been 
available 

for 8 weeks. 

HSFK ver.03d has been available via 
http://www.playstation.co.uk/~colind 

for 3 weeks. 

Despite all this I haven't received a single e-mail regarding the 
project from-: 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 
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Yaroze Team, Scee or Other Yaroze members. 
Q? Does anyone involved in the Commercial World of Gaming Look at any 


of 
these Projects? 


VVVVVVV 


Q? Is the Demo Good? 
better than others I've seen. 
> 

> 


> Q? Is the Demo Crap? 


er yes! but least its finnished and works unlike mine:) 


> 

> 

> Q? Have I upset someone? 

> 

> Don't get me wrong but after -: 

> 

> a) Spending £*** on a Yaroze + tools. 

> b) Spending £*** on books. 

> c) Spending £**** on 3d Art Packages :-| 
> d) Spending £**** upgrading your Machine 
> e) Spending ****** hours coding 

> 

> I would at least expect Someone of Substance from SCEE to periodically 
> 

> download all the 

> Yaroze Demos & give us All some feed-back! 


that should take all of 5minutes. Maybe I'm not looking hard enough but 
there does seem to a lack of demos.Has anyone finnished one? (My excuse 
is I'm having to write an openGl modeller which works the way I want it 
to plus save me £500. :)) 


Q? If We Get No feedback how we gonna know if our projects are good or 


> 
> 
> 
> 
> crap? 

> (self-praise is no recommendation). 

Personally I dont like to comment on the naffness of some of the demos 
as I realise people are still trying to get to grips with the system and 
most programmers arn't artists. 


Q? How About creating a quarterly Chart? 


The SCEE Yaroze Team could be the Judges, & offer feed back on how 
Demos 

could be improved upon 

if needed. This would -: 

a) Give us all an incentive to produce better Demos which should 
improve 

the Quality in general. 

b) Let us know if a project is worth pursuing. 

c) Let anyone have instant access to a List of the Best & Most 
recent 

Demos at a Glance, Rather than just wading through The Homepage list 
at 

random. 

d) Get used to having our work reviewed. 


I reserve Judgement on my Own project, But I must mention the "ConeMan 


Demo" from Lars Barstard which I think is Excellent! 


VVVVVVVVVVVVVV VV VV VV VV VV 


Q? After the Demo is Coded , What Next? 


Page 940 
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A Small game perhaps!Try adding special effects to the demo. ie your 
demo seem to lack any transparency effects. 

Play around with the lights. 

Improve your demo( make it faster, more responsive) the possibilities 
are endless. 


> 
> 
> I recently sent my Yaroze demo to a PC/PSX/N64 Developer (Interactive 
> Studios), but they 

> were unable to view it because they did not have a Yaroze!! 


Shouldn't it be possible to record your demos with a vcr? 


—-MESSAGE FILE 1486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00182 


—-MESSAGE FILE 1487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000183 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: 20 Aug 1997 19:08:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01bca577$63b922e0$c793989e@fourny.demon.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Eh what is ECTS? Is it like ECIF? 


Grrim 
—-MESSAGE FILE 1487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00183 


—-MESSAGE FILE 1488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000184 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 20 Aug 1997 20:15:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <33fd4fel.29932560@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Wed, 20 Aug 1997 19:00:22 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>In article <33fafcld.2520763@news.playstation.co.uk>, 
>alex@teeth.demon.co.uk wrote: 
> 


>> On Wed, 20 Aug 1997 09:45:19 +0100, Jim <jim@micronetics.com> did 
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>> quoth at me: 

>> 

>> >I should be there on Sunday too. The Sunday is the 7th, and it runs 
>> >until Tuesday 9th. 


>> 
>> We'll be there all 3 days, although I can't say exactly what state 
>> we'll be in. Depends how the Worms party goes! 


Whats this? 


>> 
>> Anyone want to meet up at the bar? 
inside the ECTS? 


>> 

> 

>Telepathy over the internet, maybe a higher form of brain power? 
> 
>I was gonna suggest the same thing, all us UK yaroze guys having a 
>quiet[?] sunday afternoon beer or six, whilst talking utter bollocks. 
I'll be in for it, how will we know whoes who's type thing? 


> 
>Ira 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00184 


—-MESSAGE FILE 1489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000185 

Path: chuka.playstation.co.uk!dialup-14-07.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 20 Aug 1997 23:51:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ira-2008972351240001@dialup-14-07.netcomuk.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup- 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-—21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> 

NNTP-Posting-Host: dialup-14-07.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33fd4fel.29932560@news.playstation.co.uk>, 
alan@alanyuen.demon.co.uk wrote: 


> >> Anyone want to meet up at the bar? 
> inside the ECTS? 


> >I was gonna suggest the same thing, all us UK yaroze guys having a 
> >quiet[?] sunday afternoon beer or six, whilst talking utter bollocks. 


> I'll be in for it, how will we know whoes who's type thing? 
I'll be the guy with a beer in each hand. 


Ira 
—-MESSAGE FILE 1489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00185 


-—-MESSAGE FILE 1490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000186 

Path: chuka.playstation.co.uk!news 

From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yaroze Charts Needed? 

Date: 21 Aug 1997 8:33:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <5tguh4S$q9q4@chuka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 

To: news@playstation.co.uk 

Originator: news@chuka.playstation.co.uk 


Hi, 

Well as much as we would like, we can't force you to put up your 
demos on the 
siite .. although with ECTS fast aproaching, its a great time to do so, 
since you can be 
assured of a wide audience of people able to appreciate your talents. 
(Remember 
to have a nice big credits screen). 


The Yaroze charts idea is also a good one - for some time, I've toyed 
with the idea 
of having a chart, which other Yaroze Members could vote and pass comments 
on - 
all it needs is a little time to write some more PERL CGI scripts. 


As to showing your work to Publishers and prospective employers - we 
know of 
several cases where this has happened already. We believe people are 
using 
a combination of Video and a floppy with their source code, 


Another bit of CGI that we'll have to write at some stage would be to 
allow the Yaroze 
and Professional sites to be linked (maybe on the form of a common 
"free-ads" page). 


Paul 
SCEE 


—-MESSAGE FILE 1490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00186 


—-MESSAGE FILE 1491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000187 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 21 Aug 1997 09:15:19 GMT 

Organization: ElectricMail Ltd. 

Lines: 9 

Message-ID: <33fd06f3.261563267@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup- 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Wed, 20 Aug 1997 19:00:22 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 
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> 
>I was gonna suggest the same thing, all us UK yaroze guys having a 
>quiet[?] sunday afternoon beer or six, whilst talking utter bollocks. 


Sounds good. I'll try and be there on the Sunday :-) 


Mark 
-—-MESSAGE FILE 1491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00187 


—-MESSAGE FILE 1492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000188 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Thu, 21 Aug 1997 09:55:17 GMT 

Organization: SN Systems 

Lines: 28 

Message-ID: <5th2ut$3qt1@chuka.playstation.co.uk> 
References: <5tguh4$q9q4@chuka.playstation.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


> Another bit of CGI that we'll have to write at some stage would be to 
>allow the Yaroze 

>and Professional sites to be linked (maybe on the form of a common 
>"free-ads" page). 


Although most PSX games seem to be programmed to deadlines which would 
make the average client-server business programmer squeal in pain, 
there might be scope for companies to use Yaroze people to code 
subroutines for commercial games on a flat-—fee-if-used basis... the 
candidates to be selected and recommended to the companies based on 
the quality of the demos they've written. 


This would take time on the part of SCEE (evaluating the demos, 
although peer-group evaluation would probably indicate who was clearly 
productive and competent) and more than a little trust on the part of 
the games companies - but then many games companies have, er, 
unorthodox management styles shall we say, so you might stand a 
chance. 


Perhaps Paul H can post something to the pro newsgroups inviting 
comments from the developers themselves, who might leap at the chance 
to farm out their subroutines at UKP20 a throw or something... 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


-—-MESSAGE FILE 1492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00188 


—-MESSAGE FILE 1493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000189 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 21 Aug 1997 13:38:19 GMT 

Organization: Into Beyond 

Lines: 42 

Message-ID: <33fc2dee.5728511@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 
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NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 20 Aug 1997 20:15:33 GMT, alan@alanyuen.demon.co.uk (Alan 
Yuen) did quoth at me: 


>>> We'll be there all 3 days, although I can't say exactly what state 
>>> we'll be in. Depends how the Worms party goes! 
>Whats this? 


At these shows there are usually several corporate parties which I've 
never managed to get into. Hopefully we'll get into this one this year 
since we worked on one of the versions. Probably unlikely though... 


>>> Anyone want to meet up at the bar? 
>inside the ECTS? 


There are several!! In fact, I remember going in with the worst 
hangover of my life once after doing an all-nighter down the Astoria2. 
Long story, but essentially I made it to the ECTS with no sleep and 
feeling extremely ill. Then all these lovely ladies in nurses uniforms 
were going around with hangover cures. Personally I had to have a 
bacon butty as nothing else worked. 


I think there is a bar if you go in and turn left immiediately you 
enter the hall. Watch out for silly prices though. 


>I'll be in for it, how will we know whoes who's type thing? 


Well I'll be there with my crappy name badge on. I'm 6ft2 and look 
like a short-haired programmer. Hey, what else do you need to know ?-) 


Best arrange a time. Sunday is definately best. How about lunchtime 
then? 


Regards, 
Alex Amsel 
+ Tuna Technologies + Windows 95/NT, Console and Internet + 


+ The PC/PS-X Game Tools and Game Development Specialists + 
+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 


945 


—-MESSAGE FILE 1493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00189 


—-MESSAGE FILE 1494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000190 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Thu, 21 Aug 1997 13:38:21 GMT 

Organization: Into Beyond 

Lines: 25 

Message-ID: <33fd2f49.6075799@news.playstation.co.uk> 


uk> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 21 Aug 1997 09:55:17 GMT, gil@snsys.com (Gil Jaysmith) did 
quoth at me: 


References: <5tguh4$q9q4@chuka.playstation.co.uk> <5th2utS3qt1l@chuka.playstation.co. 
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>Although most PSX games seem to be programmed to deadlines which would 

>make the average client-server business programmer squeal in pain, 

To say the least! 


>there might be scope for companies to use Yaroze people to code 
>subroutines for commercial games on a flat-—fee-if-used basis... the 


Except for probs with the original Yaroze license perhaps... 


Also note that the yaroze libs are pretty useless if you need 
something to work on the full system just because hardly anyone uses 
libgs for their 3d systems. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 1494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00190 


—-MESSAGE FILE 1495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000191 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Thu, 21 Aug 1997 15:32:18 GMT 

Organization: SN Systems 

Lines: 26 

Message-ID: <5thmmrS3qt3@chuka.playstation.co.uk> 

References: <5tguh4$q9q4@chuka.playstation.co.uk> <5th2ut$3qtl@chuka.playstation.co. 
նէ» <33fd2f49.6075799@news.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


alex@teeth.demon.co.uk (Alex Amsel) wrote: 

>Except for probs with the original Yaroze license perhaps... 

>Also note that the yaroze libs are pretty useless if you need 
>something to work on the full system just because hardly anyone uses 
>libgs for their 3d systems. 


True. And non-library-specific programming could be contracted out to 
anyone, not just a Yaroze bod. Ho hum, I guess they just have to hope 
companies are paying attention to the Yaroze world. 


(I'm sticking with the N64; 2Mb just isn't enough for me, and who 
wants to do something easy anyway? :=) 


Are there are any games magazines which would be interested in burning 
a Yaroze demo disk? The quality of the demos would have to be 
reasonably high so as not to disappoint the reader - average age 8, 
probably - but it might spark interest in the Yaroze market and alert 
more people to the fact that console games don't just magically 
materialise out of thin air. And the Yaroze demos would probably be 
more interactive... 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 1495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00191 
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—-MESSAGE FILE 1496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000192 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 21 Aug 1997 20:15:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33fcalcc.723470@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <ira—-2008972351240001@dialup-14-07.netcomuk.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


T 


On Wed, 20 Aug 1997 23:51:24 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>In article <33fd4fel.29932560@news.playstation.co.uk>, 
>alan@alanyuen.demon.co.uk wrote: 


> 

>> >> Anyone want to meet up at the bar? 
> 

>> inside the ECTS? 

> 


>> >I was gonna suggest the same thing, all us UK yaroze guys having a 
>> >quiet[?] sunday afternoon beer or six, whilst talking utter bollocks. 
> 

>> I'll be in for it, how will we know whoes who's type thing? 

> 

>I'll be the guy with a beer in each hand. 

I am not sure what I'll be.. 


> 
>Ira 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00192 


—-MESSAGE FILE 1497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000193 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 21 Aug 1997 20:17:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <33fda20d.788343@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <33fc2dee.5728511@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Thu, 21 Aug 1997 13:38:19 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
wrote: 
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>On Wed, 20 Aug 1997 20:15:33 GMT, alan@alanyuen.demon.co.uk (Alan 
>Yuen) did quoth at me: 


> 

> 

>>>> We'll be there all 3 days, although I can't say exactly what state 
>>>> we'll be in. Depends how the Worms party goes! 

>>Whats this? 

> 

>At these shows there are usually several corporate parties which I've 
>never managed to get into. Hopefully we'll get into this one this year 


>since we worked on one of the versions. Probably unlikely though... 

> 

>>>> Anyone want to meet up at the bar? 

>>inside the ECTS? 

> 

>There are several!! In fact, I remember going in with the worst 
>hangover օք my life once after doing an all-nighter down the Astoria2. 
>Long story, but essentially I made it to the ECTS with no sleep and 
>feeling extremely ill. Then all these lovely ladies in nurses uniforms 
>were going around with hangover cures. Personally I had to have a 
>bacon butty as nothing else worked. 

> 

>I think there is a bar if you go in and turn left immiediately you 
>enter the hall. Watch out for silly prices though. 

> 

>>I'll be in for it, how will we know whoes who's type thing? 

> 
>Well I'll be there with my crappy name badge on. I'm 6ft2 and look 
>like a short-haired programmer. Hey, what else do you need to know ?-) 
> 

>Best arrange a time. Sunday is definately best. How about lunchtime 
>then? 

And where? I dont know my way around that place. I was thinking about 
going there at opening time. 

We could all just sit about the Yaroze stand complain about how shit 
the manuals are and demand that we get some better ones. 


> 

> 

> 

>Regards, 

> 

>Alex Amsel 

> 

>+ Tuna Technologies + Windows 95/NT, Console and Internet + 
>+ The PC/PS-X Game Tools and Game Development Specialists + 
>+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00193 


—-MESSAGE FILE 1498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000194 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 21 Aug 1997 20:19:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <33fea2a6.941553@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup- 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd06f3.2615632 
67@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


i had the idea to just hang about the Yaroze stand and complain about 
the shitty manuals. :) 


On Thu, 21 Aug 1997 09:15:19 GMT, Mark.Dickman@elmail.co.uk (Mark ) 
wrote: 


>On Wed, 20 Aug 1997 19:00:22 +0100, ira@netcomuk.co.uk (Ira Rainey) 
>wrote: 

>> 

>>I was gonna suggest the same thing, all us UK yaroze guys having a 
>>quiet[?] sunday afternoon beer or six, whilst talking utter bollocks. 
> 

>Sounds good. I'll try and be there on the Sunday :-) 

> 

>Mark 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00194 


—-MESSAGE FILE 1499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000195 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Thu, 21 Aug 1997 22:39:58 -0700 

Organization: Cobra Developments 

Lines: 98 

Message-ID: <33FD262E.77E1@cobradev.demon.co.uk> 

References: <5tguh4$q9q4@chuka.playstation.co.uk> <5th2ut$3qtl@chuka.playstation.co. 
uk> <33fd2f49.6075799@news.playstation.co.uk> <5thmmrS3qt3@chuka.playstation.co.uk> 
NNTP-Posting-—Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


You all wrote: 
Hello All 


Thanks for your response, it is much appreciated. I would like to 
reply to various comments that were passed on this topic. 


>> Q? Is the Demo Good? 
> better than others I've seen. 


Thanks, But I haven't seen that Many! Hence the need for a Chart. 
But its still early days. 


>> Q? Is the Demo Crap? 
> er yes! but least its finished and works unlike mine:) 


Thanks again, But remember its only an Alpha (Scratch Demo) 

& is by no means finished. There is still a load of work to be 

done on this Demo, As my Development time is limited I produce 

alphas & update when I get the time. Add the fact that I am using 

the project to get used to Playstation Programming, so it will be a 
bit "Rough". The Games industry is very competitive so we shouldn't 

be afraid of passing comments on other peoples projects as long as its 
not malicious. 


> Well as much as we would like, we can't force you to put up your 
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> demos on the site.. although with ECTS fast approaching, its a great time 
> to do so, since you can be assured of a wide audience of people able to 
> appreciate your talents. (Remember to have a nice big credits screen). 


Will you SCEE be showing demos off the site at ECTS? I personally would 
like to 

make Major improvements before I give it a public viewing. Do we have a 
say in 

this matter? 


> As to showing your work to Publishers and prospective employers - we 
> know of several cases where this has happened already. We believe people are 
> using a combination of Video and a floppy with their source code, 


The Video is a good idea! Can I plug the Scart Cable into my "Sony 
Tri-logic" 
video & commit it to tape? 


> Another bit of CGI that we'll have to write at some stage would be to 
> allow the Yaroze and Professional sites to be linked (maybe on the form 
> of a common "free-ads" page). 


Another good idea! 


> there might be scope for companies to use Yaroze people to code 
> subroutines for commercial games on a flat-—fee-if-used basis. 


This would be OK for me as programming is my Hobby, My livelihood does 
not depend on it. My main reason for not pursuing a career in the game 
industry is that I have a secure day job & the entertainment industry is 
very volatile. 


> This would take time on the part of SCEE (evaluating the demos, 
> although peer-group evaluation would probably indicate who was clearly 
> productive and competent) 


I do think that an info-structure should be in place so that demos, 
coders, ect. 

can be quickly evaluated with clear links to professional developers, we 
are 

amateurs after all? 


> Also note that the yaroze libs are pretty useless if you need 
> something to work on the full system just because hardly anyone uses 
> libgs for their 3d systems. 


What do they use then? I read somewhere that the Sony Developers licence 
requires that you use the supplied libraries & you must code in C/C++. 


Are there are any games magazines which would be interested in burning 
a Yaroze demo disk? The quality of the demos would have to be 
reasonably high so as not to disappoint the reader - average age 8, 
probably - but it might spark interest in the Yaroze market and alert 
more people to the fact that console games don't just magically 
materialise out of thin air. And the Yaroze demos would probably be 
more interactive... 


VV V V V V V 


Good Idea! SCEE could pick the most promising each Quarter & commission 
personnel &/or suggest improvements to Dbring the demos up to scratch. 
The demos could then be used to sell Yaroze so the costs could be 
recouped 

in the long run. Something along the lines of the "Princes Trust CD" 
springs to mind. IMHO I don't think the CD should be left up to games 
magazines as this will expose SCEE's commitment to the Yaroze Project. 


Colin Adams 

Cobra Developments 

Email: colin@cobradev.demon.co.uk 

See HSFK v 0.4a PlayStation Yaroze Demo at-: 
http://www.cobradev.demon.co.uk/ 
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—-MESSAGE FILE 1499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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00195 


—-MESSAGE FILE 1500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000196 

Path: chuka.playstation.co.uk!dialup-—00-47.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 22 Aug 1997 01:24:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <ira-2208970124310001@dialup-—00-47.netcomuk.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <33fc2dee.5728511@news.playstation.co.uk> <33fda20d.788343 
@news.playstation.co.uk> 

NNTP-Posting-Host: dialup-—00-47.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33fda20d.788343@news.playstation.co.uk>, 
alan@alanyuen.demon.co.uk wrote: 


> >Best arrange a time. Sunday is definately best. How about lunchtime 
>then? 


v 


And where? I dont know my way around that place. I was thinking about 
going there at opening time. 

We could all just sit about the Yaroze stand complain about how shit 
the manuals are and demand that we get some better ones. 


M: AN A 


Isn't it amazing that the busiest newsgroup this server has seen in recent 
weeks all revolves around meeting in a bar and drinking beer! 


Incidently, there are a few bars in the venue, and Alex is right the 
price's are fairly steep, but other than the yaroze stand we could meet in 
the main upstairs cafe/bar? 


PS: Anyone driving by Bristol on their way? 


Ira 
—-MESSAGE FILE 1500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00196 


—-MESSAGE FILE 1501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000197 

Path: chuka.playstation.co.uk!news 

From: Paul_Holman@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: 22 Aug 1997 8:22:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 118 

Message-ID: <5tji7n$3qt4@chuka.playstation.co.uk> 
Reply-To: colin@cobradev.demon.co.uk 
NNTP-Posting-Host: chuka.playstation.co.uk 

To: news@playstation.co.uk 

cc: Sarah_Bennett@Playstation.sony.com 
Originator: news@chuka.playstation.co.uk 


Hi Colin, 
I've inserted my comments with the prefix P> 


Paul 
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From: colin adams <colin@cobradev.demon.co.uk> 


> Well as much as we would like, we can't force you to put up your 

> demos on the site.. although with ECTS fast approaching, its a great time 
> to do so, since you can be assured of a wide audience of people able to 
> appreciate your talents. (Remember to have a nice big credits screen). 
Will you SCEE be showing demos off the site at ECTS? I personally would 
like to 

make Major improvements before I give it a public viewing. Do we have a 
say in 

this matter? 


P> Of course. We're planning to have two demo pods running a compilation 
P> disc that we've put together with the "best" Yaroze games and demos 
P> from around the World. 


P> 

P> The deadline for this will be the end of this month (to allow us time to 
P> finish the disc and test it.). Please let us know if you'd like your 
work 

P> included (use scee.yaroze.mydemos) . 

P> 


P> If this move is popular. we could also produce a "compilation disc", 
P> for sale to Yaroze Members, in time for Christmas, so that you can 

P> give copies away to your friends and family etc. Let us know what 
P> you think of this idea, and we can look into the feasibility. 
(Christmas 

P> may be difficult because of the number of other PS Discs being 
manufactured 

P> at that time ... cost will be dependent on numbers produced). 

> As to showing your work to Publishers and prospective employers - we 

> know of several cases where this has happened already. We believe people 
are 

> using a combination of Video and a floppy with their source code, 

The Video is a good idea! Can I plug the Scart Cable into my "Sony 
Tri-logic" 

video & commit it to tape? 


P> I would imagine so ! 

> Another bit of CGI that we'll have to write at some stage would be to 

> allow the Yaroze and Professional sites to be linked (maybe on the form 
> of a common "free-ads" page). 

Another good idea! 

> there might be scope for companies to use Yaroze people to code 

> subroutines for commercial games on a flat-fee-if-used basis. 

This would be OK for me as programming is my Hobby, My livelihood does 
not depend on it. My main reason for not pursuing a career in the game 
industry is that I have a secure day job & the entertainment industry is 
very volatile. 

> This would take time on the part of SCEE (evaluating the demos, 

> although peer-group evaluation would probably indicate who was clearly 
> productive and competent) 
I do think that an info-structure should be in place so that demos, 
coders, ect. 
can be quickly evaluated with clear links to professional developers, we 
are 

amateurs after all? 

> Also note that the yaroze libs are pretty useless if you need 

> something to work on the full system just because hardly anyone uses 

> libgs for their 3d systems. 
What do they use then? I read somewhere that the Sony Developers licence 
requires that you use the supplied libraries & you must code in C/C++. 


P> The libraries provided with Net Yaroze are a subset of the full 
libraries, 

P> and SN (whom Gil works for) provide sophisticated tools such as 

P> specialized debuggers and CD-ROM emulators to get the most out 

P> of the machine. 

P> 

P> That said, we do know of several games that were written almost 
completely 

P> using the functions provided with Yaroze... and other that could have 
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been. 

P> 

P> (And professional developers can of course program in assembler 

P> although again we know of several number one titles that were straight 
ԻՇ) š 


Are there are any games magazines which would be interested in burning 
a Yaroze demo disk? The quality of the demos would have to be 
reasonably high so as not to disappoint the reader - average age 8, 
probably - but it might spark interest in the Yaroze market and alert 
more people to the fact that console games don't just magically 
materialise out of thin air. And the Yaroze demos would probably be 
more interactive... 

Good Idea! SCEE could pick the most promising each Quarter & commission 
personnel &/or suggest improvements to bring the demos up to scratch. 
The demos could then be used to sell Yaroze so the costs could be 
recouped 

in the long run. Something along the lines of the "Princes Trust CD" 
springs to mind. IMHO I don't think the CD should be left up to games 
magazines as this will expose SCEE's commitment to the Yaroze Project. 
P> Well, we also create most of PlayStation demo discs (for the Official 
P> PlayStation Magsa across Europe and Australia). Yes, we've been 

P> discussing this... 


VV V V V V V 


Colin Adams 

Cobra Developments 

Email: colin@cobradev.demon.co.uk 

See HSFK v 0.4a PlayStation Yaroze Demo at-: 
http://www.cobradev.demon.co.uk/ 
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—-MESSAGE FILE 1501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00197 


--MESSAGE FILE 1502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000198 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 22 Aug 1997 10:32:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <33fd6a4b.770017@news.playstation.co.uk> 


References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <33fc2dee.5728511@news.playstation.co.uk> <33fda20d.788343 


@news.playstation.co.uk> <ira-2208970124310001@dialup-00-47.netcomuk.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Fri, 22 Aug 1997 01:24:31 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>In article <33fda20d.788343@news.playstation.co.uk>, 
>alan@alanyuen.demon.co.uk wrote: 

> 

>> >Best arrange a time. Sunday is definately best. How about lunchtime 
>> >then? 

> 

>> And where? I dont know my way around that place. I was thinking about 
>> going there at opening time. 

>> We could all just sit about the Yaroze stand complain about how shit 
>> the manuals are and demand that we get some better ones. 
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> 

>Isn't it amazing that the busiest newsgroup this server has seen in recent 
>weeks all revolves around meeting in a bar and drinking beer! 

dont think i'll be drinking, i need to drive. in fact i dont drink 

either, it works better for me, allows me to score more points when 

women are druk. heh heh.. discovered this one by accident. 


> 

>Incidently, there are a few bars in the venue, and Alex is right the 
>price's are fairly steep, but other than the yaroze stand we could meet in 
>the main upstairs cafe/bar? 

is there one? 


> 

>PS: Anyone driving by Bristol on their way? 
i live in london soz. 

> 

>Ira 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00198 


—-MESSAGE FILE 1503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000199 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS meet-up: Sony where are you? 

Date: Fri, 22 Aug 1997 11:37:36 GMT 

Organization: Into Beyond 

Lines: 24 

Message-ID: <33fd6f39.1497858@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Seem to be a few of us going to ECTS, and I have yet more free-entry 
forms for anyone else who wants to go without paying the ludicrous 25 
quid entry fee. 


Meeting at the Yaroze stand is the best idea, good call that man. 
Any Sony fellas willing to join us? 


As for bitching about the manuals, I'll write some new ones if I can 
persuade sony to pay us to do a proper set of examples, full tools 
(like decent 3ds->tmd ones etc), tutorials, etc. I've asked, but I 
wouldn't expect anything... I'd do it all for free but I don't have 
time and have to make a living somehow : ( 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet 
+ The PC/PS-X Game Tools and Game Development Specialists 
+ And we say, "A good programmer always blames Microsoft" 
+ Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg 
—-MESSAGE FILE 1503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00199 


+ + + 


+ 


—-MESSAGE FILE 1504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0000200 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Fri, 22 Aug 1997 11:37:38 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <33ff73a6.2631767@news.playstation.co.uk> 

References: <5tguh4$q9q4@chuka.playstation.co.uk> <5th2ut$3qtl@chuka.playstation.co. 
uk> <33fd2f49.6075799@news.playstation.co.uk> <5thmmrS3qt3@chuka.playstation.co.uk> 
<33FD262E.77E1@cobradev.demon.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 21 Aug 1997 22:39:58 -0700, colin adams 
<colin@cobradev.demon.co.uk> did quoth at me: 


>What do they use then? I read somewhere that the Sony Developers licence 
>requires that you use the supplied libraries & you must code in C/C++. 


The Yaroze libs are a subset of the full libraries, the main 
difference being that the full libraries allow people to write their 
own custom 3d engines using a host of gte functions and gpu 
primitives. We do actually get the primitives (undocumented) but sadly 
not the gte functions : ( 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet 
+ The PC/PS-X Game Tools and Game Development Specialists 
+ And we say, "A good programmer always blames Microsoft" 
+ Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg 
—-MESSAGE FILE 1504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00200 


+ ++ 


+ 


--MESSAGE FILE 1505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000201 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Charts Needed? 

Date: Fri, 22 Aug 1997 12:08:02 GMT 

Organization: SN Systems 

Lines: 42 

Message-ID: <5tjv40S3qt6@chuka.playstation.co.uk> 

References: <5tguh4S$q9q4@chuka.playstation.co.uk> <5th2utS3qt1l@chuka.playstation.co. 
uk> <33fd2f49.6075799@news.playstation.co.uk> <5thmmrS3qt3@chuka.playstation.co.uk> 
<33FD262E.77E1@cobradev.demon.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


colin adams <colin@cobradev.demon.co.uk> wrote: 
>What do they use then? I read somewhere that the Sony Developers licence 
>requires that you use the supplied libraries & you must code in C/C++. 


The libraries shipped with the pro devkit number about 15 or so and 
cover all areas of the PSX including the memory card and the gun and 
stuff like that. The Yaroze library appears to be most of the 
functions rolled up into one library, and hardwired into memory at a 
particular place to save you having to worry about linker scripts and 
that sort of thing, which can save you lots of space if you pay 
attention to them. The Yaroze libraries don't contain the GTE 


Net Yaroze newsgroups message dump.txt 


functions which are what give the PSX 360K polygons a second rather 
than 60K or thereabouts. I guess they might not include the gun code 
and stuff like that too. 


You can code for the PSX in assembler, C, or Ct+ (bearing in mind that 
assembler is tortuous and C++ has no standard library in the way C 
does so you can't rely on the C++ equivalent of functions like string 
handling - but the C versions work fine, obviously). There isn't any 
difference in the final result, just in the effort it takes. All three 
versions can call the libraries. 


And yes, Sony does insist that you use the library functions, which 
has sometimes presented problems, as developers are fond of game 
speed, and you couldn't accuse earlier versions of the libraries of 
being all that quick. However, as part of Sony's QA for a game, the 
game's usage of library functions is assessed, and if you're quite 
patently not using any libraries, Sony will want to know (a) why not 
("they're crap" is generally not an excuse) and (b) what you're using 
instead - since you aren't supposed to disassemble the libraries to 
write your own optimal versions. This task used to be performed by 
some black monolith of a machine of which there were three in the 
world, or something like that, but is now much easier thanks to the 
Performance Analyser. This is available to developers as a debug and 
tuning aid, but it also conveniently provides much handier stats about 
library usage at the Sony end. 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 


Disclaimer: What I say when I post here represents me, not my employers. 
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—-MESSAGE FILE 1505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00201 


-—-MESSAGE FILE 1506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000202 

Path: chuka.playstation.co.uk!news 

From: Paul_Holman@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze Charts Needed? 

Date: 22 Aug 1997 12:48:56 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 72 

Message-ID: <5tklrpS$3qt7@chuka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
To: news@playstation.co.uk 

cc: gil@snsys.com 

Originator: news@chuka.playstation.co.uk 


Again, my comments with PH> Prefix. 


(Damn and Blast Lotus notes for not doing this automatically) 


From: gil@snsys.com (Gil Jaysmith) 
Newsgroups: scee.yaroze.freetalk.english 


The libraries shipped with the pro devkit number about 15 or so and 
cover all areas of the PSX including the memory card and the gun and 
stuff like that. The Yaroze library appears to be most of the 
functions rolled up into one library, and hardwired into memory at a 
particular place to save you having to worry about linker scripts and 
that sort of thing, which can save you lots of space if you pay 
attention to them. The Yaroze libraries don't contain the GTE 
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functions which are what give the PSX 360K polygons a second rather 
than 60K or thereabouts. I guess they might not include the gun code 
and stuff like that too. 


PH> However, remember that all the Gs* libps is actually written in 
assembler 

PH> with direct calls to the GTE itself, and has been tuned over several 
PH> years... 

PH> 

PH> So we've heard of programmers who've found that using Gs* calls 

PH> has been more efficient than they're own assembler. 

PH> This discussion is probably more suited to the "professional" 

PH> newsgroups.... 

PH> 

PH> (FYI: writing support for the Namco Gun is easy with Yaroze libraries, 
PH> its the "add-on" required for the Konami Gun that is not). 


You can code for the PSX in assembler, C, or C++ (bearing in mind that 
assembler is tortuous and C++ has no standard library in the way C 
does so you can't rely on the C++ equivalent of functions like string 
handling - but the C versions work fine, obviously). There isn't any 
difference in the final result, just in the effort it takes. All three 
versions can call the libraries. 

And yes, Sony does insist that you use the library functions, which 
has sometimes presented problems, as developers are fond of game 
speed, and you couldn't accuse earlier versions of the libraries of 
being all that quick. However, as part of Sony's QA for a game, the 
game's usage of library functions is assessed, and if you're quite 
patently not using any libraries, Sony will want to know (a) why not 
("they're crap" is generally not an excuse) and (b) what you're using 
instead - since you aren't supposed to disassemble the libraries to 
write your own optimal versions. This task used to be performed by 
some black monolith of a machine of which there were three in the 
world, or something like that, but is now much easier thanks to the 
Performance Analyser. This is available to developers as a debug and 
tuning aid, but it also conveniently provides much handier stats about 
library usage at the Sony end. 

PH> Again, there are probably better forums for this discussion. 

H> 

H> Also, its easy to point out how many good games have been 

H> written using the standard libraries..... and the bugs that have 
H> been picked up when people tried to drift off course.... 

H> 


ՒՍ Ս tJ tJ UD 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 
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--MESSAGE FILE 1506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00202 


—-MESSAGE FILE 1507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000203 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS meet-up: Sony where are you? 

Date: Fri, 22 Aug 1997 13:10:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <33fd8e7c.10035840@news.playstation.co.uk> 
References: <33fd6f39.1497858@news.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent 1.0/32.390 


On Fri, 22 Aug 1997 11:37:36 GMT, alex@teeth.demon.co.uk (Alex Amsel) 


Net Yaroze newsgroups message dump.txt Page 
wrote: 


> 

>Seem to be a few of us going to ECTS, and I have yet more free-entry 
>forms for anyone else who wants to go without paying the ludicrous 25 
>quid entry fee. 

You can buy tickets? I thought it was closed to the public. I have 
still to recive my ticket. 


> 

>Meeting at the Yaroze stand is the best idea, good call that man. 

> 

>Any Sony fellas willing to join us? 

> 

>As for bitching about the manuals, I'll write some new ones if I can 
Well, those books where confusing man, I read them and understood less 
than I started. 


>persuade sony to pay us to do a proper set of examples, full tools 
>(like decent 3ds->tmd ones etc), tutorials, etc. I've asked, but I 
>wouldn't expect anything... I'd do it all for free but I don't have 
>time and have to make a living somehow : ( 


Well if you write a really good book, I'll buy it. 


> 
> 
>Regards, 
> 


>Alex Amsel 
> 


>+ Tuna Technologies + Windows 95/NT, Console and Internet + 
whats this about fish? 

>+ The PC/PS-X Game Tools and Game Development Specialists + 
so wheres your web page? 


>+ And we say, "A good programmer always blames Microsoft" + 
>+ Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg + 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 
alan@alanyuen.demon.co.uk 
http://www.playstation.co.uk/~alanyuen/ 
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—-MESSAGE FILE 1507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00203 


--MESSAGE FILE 1508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000204 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze Charts Needed? 

Date: Fri, 22 Aug 1997 02:30:48 -0700 
Organization: Cobra Developments 

Lines: 55 

Message-ID: <33FD5C48.27BF@cobradev.demon.co.uk> 
References: <5tklrp$3qt7@chuka.playstation.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Paul_Holman@Playstation.sony.com wrote: 


Thanks to all who have contributed to this discussion, it has 
been very enlightening. 
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gl> The Yaroze libraries don't contain the GTE functions 
gl> which are what give the PSX 360K polygons a second rather 
gl> than 60K or thereabouts. 


Wow! that's a massive difference. Approximately 1/6 of the speed! 

Lets hope there will be a Yaroze libs upgrade soon? I knew the libs were 
slower but I didn't expect such a vast Difference. This will definitely 
stifle some of the things I had planned. (check out Room 3 in my demo 
for an 

example of slow-down). I may speed up the VCR to compensate :-) 


P> We're planning to have two demo pods running a compilation 
P> disc that we've put together with the "best" Yaroze games and demos 
P> from around the World. 


I will be going to ECTS so I'll see you there. Being a subscriber to CTW 
means I already have my "Fast-Lane Pass" so no queuing for me :-) 
I'll be there on Sunday. 


P> The deadline for this will be the end of this month (to allow us time 
to 
P> finish the disc and test it.). Please let us know if you'd like your 
P> work included (use scee.yaroze.mydemos). 


I will take a pass this time round as I've just acquired a Graphic 
Artist & We will 

Embark on a Major Rework of the project now we are aware of the 
limitations Yaroze 

imposes. I would like to see a list of the demos you aim to include 
though, 
as it will give me a insight as to the competition. :-) 


P> If this move is popular. we could also produce a "compilation disc", 
P> for sale to Yaroze Members, in time for Christmas, so that you can 
P> give copies away to your friends and family etc. Let us know what 
P> you think of this idea, and we can look into the feasibility. 


Hope your serious about this. I will aim to produce a better demo to 
include on 

this disk. (hey, stop playing Resident Evil I want to code). Hope you 
set the charts 

up too. Again Thanks for listening & keep the faith. 


Colin Adams 

Cobra Developments 

Email: colin@cobradev.demon.co.uk 

See HSFK v 0.4a PlayStation Yaroze Demo at-: 
http: //www.cobradev.demon.co.uk/ 
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—-MESSAGE FILE 1508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00204 


—-MESSAGE FILE 1509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000205 

Path: chuka.playstation.co.uk!dialup-01-34.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Shadow stuff update 

Date: Fri, 22 Aug 1997 20:45:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ira-2208972045110001@dialup-—01-34.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—01-34.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


After a few complaints about junk in the PC files on my ftp area, I 
checked it out and found that CW puts all it's formatting in the header 
and tail of the file, so if you don't use CW to open the file then you get 
loads of shit. Also some of the text files were still in Mac format, and 
so a bit difficult to read with a basic text editor. 


I've now fixed all these problems and *all* the pc stuff has been sorted 


Net Yaroze newsgroups message dump.txt 


out and zipped up - on a pe - and I've just uploaded it all again.If 


you've had some prob] 


all be nice and lovely. 


Sorry about that. 


Ira 


ems like this then just download again and it will 
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—-MESSAGE FILE 1509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00205 


-—-MESSAGE FILE 1510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000206 


Path: chuka.playstation.co.uk!news 
From: Developer Support <dev_support@interactive.sony.com> 


Newsgroups: 


Subject: Real PS speeds.... 


Date: Sat, 
Organization: 


Lines: 96 


Message-ID: <33FED194.5D74@interactive.sony.com> 


References: <5tklrp$3qt7@chuka.playstation.co.uk> <33FD5C48.27BF@cobradev.demon.co.u 


k> 


NNTP-Posting-Host: 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 3.01 (Win95; 


I thought I'd better correct some fallacies about the 'speed' difference 


194.203.13.10 


T) 


between Yaroze and full PS libs. 


The 360k polys per second ( pps 


( no gourard / no texture ) 
programming purposes 


running several games through a proffessional 


) 


scee.yaroze.freetalk.english 


23 Aug 1997 13:03:32 +0100 
PlayStation Net Yaroze (SCEE) 


is a marketing number that represents 
the limit of the gpu hardware when drawing a single flat poly repeatedly 


"real' pps count ranged as below. 


( Note: 


- As such it is pretty unrealistic for 


( although it is strictly correct ) 


L program analyser the 
( I only did this because I was bored, 
and I had 15 minutes to spare - So I wont be producing a hughe list ) 


These numbers don't represent maximums, 
at that particular stage/point in the game ) 


just what was happening 


Porsche Challenge 30,000 pps. 
Penny Racers. 64,000 pps. 
Soul Edge. 53,000 pps. 
Rage Racer. 45,000 pps. 
Terra Incognita(yaroze) 28,000 pps. 
Snave (yaroze) 40,000 pps. 
These represent the drawing throughput for these games. ( In all cases, 


the drawing time is less than the cpu time ) 
Although Penny racers seems to be drawing more pps, it actually has the 
slowest frame rate of all of the games. 


In my estimation the maximum speed up going from good yaroze code ( that 


uses all 
(inline 
If you 


L of the tricks possible with LibPs 
assembly and low level hardware access) 
look at the differences between FTP test 


) 


to 


RayStorm ( from Taito ) using the full devkits, 
technical improvement. 


Cheers, 


Colin. 


colin adams wrote: 


> 


> Paul_Holman@Playstation.sony. 


> 


Com 


wrote: 


good proffesional code 
is around 2 times. 
using the Yaroze, and 
there isn't really much 
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Thanks to all who have contributed to this discussion, it has 
been very enlightening. 


gl> The Yaroze libraries don't contain the GTE functions 
gl> which are what give the PSX 360K polygons a second rather 
gl> than 60K or thereabouts. 


Wow! that's a massive difference. Approximately 1/6 of the speed! 

Lets hope there will be a Yaroze libs upgrade soon? I knew the libs were 
slower but I didn't expect such a vast Difference. This will definitely 
stifle some of the things I had planned. (check out Room 3 in my demo 
for an 

example of slow-down). I may speed up the VCR to compensate :-) 


P> We're planning to have two demo pods running a compilation 
P> disc that we've put together with the "best" Yaroze games and demos 
P> from around the World. 


I will be going to ECTS so I'll see you there. Being a subscriber to CTW 
means I already have my "Fast-—Lane Pass" so no queuing for me :-) 
I'll be there on Sunday. 


P> The deadline for this will be the end of this month (to allow us time 
to 
P> finish the disc and test it.). Please let us know if you'd like your 
P> work included (use scee.yaroze.mydemos). 


I will take a pass this time round as I've just acquired a Graphic 
Artist & We will 

Embark on a Major Rework of the project now we are aware of the 
limitations Yaroze 

imposes. I would like to see a list of the demos you aim to include 
though, 

as it will give me a insight as to the competition. :-) 


P> If this move is popular. we could also produce a "compilation disc", 
P> for sale to Yaroze Members, in time for Christmas, so that you can 
P> give copies away to your friends and family etc. Let us know what 
P> you think of this idea, and we can look into the feasibility. 


Hope your serious about this. I will aim to produce a better demo to 
include on 

this disk. (hey, stop playing Resident Evil I want to code). Hope you 
set the charts 

up too. Again Thanks for listening & keep the faith. 


Colin Adams 

Cobra Developments 

Email: colin@cobradev.demon.co.uk 

See HSFK v 0.4a PlayStation Yaroze Demo at-: 
http://www.cobradev.demon.co.uk/ 

—-MESSAGE FILE 1510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00206 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 1511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000207 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The best free modeller 

Date: 24 Aug 1997 15:35:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0lbca5b6S$def8a7c0$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Does anyone know any free modellers that export DXF apart from 


Breeze Designer ( http://www.imagos.fl.net.au ) 
Rhinocerous beta ( http://www.rhino3d.com ) 
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Are any of the low cost modellers worth the money? I was recommended amapi 
by my pal who uses softimage but the demo seems impossible to drive (and 
when I asked him about this, he admitted he'd never actually used it) 


—-MESSAGE FILE 1511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00207 


—-MESSAGE FILE 1512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000208 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real PS speeds.... 

Date: Tue, 26 Aug 1997 17:32:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <3403052F.1365@interactive.sony.com> 

References: <5tklrp$3qt7@chuka.playstation.co.uk> <33FD5C48.27BF@cobradev.demon.co.u 
k> <33FED194.5D74@interactive.sony.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Developer Support wrote: 


I thought I'd better correct some fallacies about the 'speed' difference 
between Yaroze and full PS libs. 


The 360k polys per second ( pps ) is a marketing number that represents 
the limit of the gpu hardware when drawing a single flat poly repeatedly 
( no gourard / no texture ) - As such it is pretty unrealistic for 
programming purposes ( although it is strictly correct ) 


running several games through a proffessional program analyser the 
'real' pps count ranged as below. ( I only did this because I was bored, 
and I had 15 minutes to spare - So I wont be producing a hughe list ) 


( Note: These numbers don't represent maximums, just what was happening 
at that particular stage/point in the game ) 


Porsche Challenge 30,000 pps. 
Penny Racers. 64,000 pps. 
Soul Edge. 53,000 pps. 
Rage Racer. 45,000 pps. 
Terra Incognita(yaroze) 28,000 pps. 
Snave (yaroze) 40,000 pps. 
These represent the drawing throughput for these games. ( In all cases, 


the drawing time is less than the cpu time ) 
Although Penny racers seems to be drawing more pps, it actually has the 
slowest frame rate of all of the games. 


In my estimation the maximum speed up going from good yaroze code ( that 
uses all of the tricks possible with LibPs ) to good proffesional code 
(inline assembly and low level hardware access) is around 2 times. 
If you look at the differences between FTP test using the Yaroze, and 
RayStorm ( from Taito ) using the full devkits, there isn't really much 
technical improvement. 


Cheers, 


Colin. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


A quick addendum to this.... 
On the Yaroze, I tested two demo's this morning.. 


Lewis's tunnel demo ( May not be up yet ) 75,000 pps 
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Del's Engine 6 115,000 pps. 


Lewis's demo shows the limit ( probally ) of Yaroze at the moment, 


while Del ( naughty ) wrote his demo using the full low level libs... 
Del's is very quick because most of the poly's are untextured and 
unshaded, - most games aren't written this way. 


-—-MESSAGE FILE 1512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00208 


—-MESSAGE FILE 1513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000209 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real PS speeds.... 

Date: 26 Aug 1997 17:25:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <01bca621$851c7ea0$c793989e@fourny.demon.co.uk> 

References: <5tklrp$3qt7@chuka.playstation.co.uk> <33FD5C48.27BF@cobradev.demon.co.u 
k> <33FED194.5D74@interactive.sony.com> <3403052F.1365@interactive.sony.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Where does Del get his info from, that's what I'd like to know :) 
—-MESSAGE FILE 1513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00209 


—-MESSAGE FILE 1514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000210 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: 26 Aug 1997 22:35:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbcb271$0afafa00$410ee8c3@fred> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd06f3.2615632 
67@news.playstation.co.uk> <33fea2a6é.941553@news.playstation.co.uk> 
NNTP-Posting-—Host: 1d25-065.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'll go if Sony sends me a free ticket (They sent me a letter asking if I 
wanted one), hopefully I'll have a demo to show all the nice developers :) 


If I do go it'll be Sunday, so I'll see if I can meet everyone, although I 
think starting at the Yaroze stand and then moving to a bar would be best, 
that way everyone knows where to go, instead of meeting at four different 
bars! 


I was going to drag a friend with me but I doubt he'll want to come at £25 
a ticket, sheesh... 


Mike Enoch. 


All the way from sunny Middlesbrough. 
—-MESSAGE FILE 1514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00210 


—-MESSAGE FILE 1515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000211 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real PS speeds.... 

Date: Wed, 27 Aug 1997 14:17:27 +0200 

Organization: Michael Raasch Softwareentwicklung 
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Lines: 21 

Message-ID: <MPG.e6d38d712d552ab98968c@news.playstation.co.uk> 

References: <5tklrp$3qt7@chuka.playstation.co.uk> <33FD5C48.27BF@cobradev.demon.co.u 
k> <33FED194.5D74@interactive.sony.com> <3403052F.1365@interactive.sony.com> 
NNTP-Posting-Host: port15.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


In article <3403052F.1365@interactive.sony.com>, 
dev_support@interactive.sony.com says... 
> A quick addendum to this.... 


On the Yaroze, I tested two demo's this morning.. 


Lewis's tunnel demo ( May not be up yet ) 75,000 pps 
Del's Engine 6 115,000 pps. 


Lewis's demo shows the limit ( probally ) of Yaroze at the moment, 
while Del ( naughty ) wrote his demo using the full low level libs... 
Del's is very quick because most of the poly's are untextured and 
unshaded, - most games aren't written this way. 

it's is always the same. You can't compare demo-code with professional 
game-code. In demos you can do so many things improved only for the 
effects (tables and precalculated stuff and so on), where in games you 
have routines which are more versatile (erm, correct word?). 


VVVVVVVVVV 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
-—-MESSAGE FILE 1515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00211 


—-MESSAGE FILE 1516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000212 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 29 Aug 1997 10:13:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <340692C3.D8A4A0E8@micronetics.com> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup- 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <33fc2dee.5728511@news.playstation.co.uk> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Alex Amsel wrote: 


> Best arrange a time. Sunday is definately best. How about lunchtime 
> then? 


What time is best for all to meet up on Sunday then? 
lpm at the Yaroze stand? Then make a beeline for the bar? 


-Jim 
--MESSAGE FILE 1516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00212 


--MESSAGE FILE 1517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000213 

Path: chuka.playstation.co.uk!dialup-11-58.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: New game demo 

Date: Sun, 31 Aug 1997 01:24:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-3108970124530001@dialup-11-58.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-58.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I have just uploaded to my ftp area my first finished game demo, a dog tale. 
Check it out and let me know what you think. 
http://www.playstation.co.uk/~shadow 


Ira 
—-MESSAGE FILE 1517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00213 


—-MESSAGE FILE 1518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000214 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Help! 

Date: Sun, 31 Aug 1997 13:34:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <19970831133418beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.145.168.109 
X-Posting-Software: WSNews 2.01 


I have some problem about using RSDTool (bata0.8a Author:MalachyDuffin). 
I surely paint Textures to my model and saved it. But then after I reload 
the saved RSD model, It textures aren't mapped correctly. I need a help!! 


name:katu 

address:beru@fa2.so-net.or.jp 

—-MESSAGE FILE 1518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00214 


-—-MESSAGE FILE 1519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000215 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Help! 

Date: 1 Sep 1997 11:1:7 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <5ue79kS2gk6@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>I have some problem about using RSDTool (bata0.8a Author:MalachyDuffin). 

>I surely paint Textures to my model and saved it. But then after I reload 
>the saved RSD model, It textures aren't mapped correctly. I need a help!! 
It maybe the size of the textures (2 ^ X, although I thought this had been 
fixed). 


If you can email the rsd and texture it would be a help 
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Stuart 


—-MESSAGE FILE 1519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00215 


--MESSAGE FILE 1520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000216 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help! 

Date: Wed, 03 Sep 1997 01:53:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <19970903015342beru@fa2.so-net.or.jp> 
References: <5ue79kS$2gk6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 210.145.168.109 
X-Posting-Software: WSNews 2.01 


I used non-square(dot) image to RSD model. 
That was the cause of unwanted result. 


thank you. 
—-MESSAGE FILE 1520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00216 


—-MESSAGE FILE 1521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000217 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: 2 Sep 1997 17:51:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbcb7c9$a9772ac0Sadl1l6e8c3@fred> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup-— 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <33fc2dee.5728511@news.playstation.co.uk> <340692C3.D8A4A0 
E8@micronetics.com> 

NNTP-Posting-Host: 1d42-173.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


lpm? 
Ok, that sounds fine, I'll be there. 


Mike Enoch. 
—-MESSAGE FILE 1521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00217 


-—-MESSAGE FILE 1522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000218 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 04 Sep 1997 18:51:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <340f02d2.844053@news.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup- 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-21-20.netcomuk.co.uk> <33fd4fel.2993256 
O@news.playstation.co.uk> <33fc2dee.5728511@news.playstation.co.uk> <340692C3.D8A4A0 
E8@micronetics.com> 

Reply-To: alan@alanyuen.demon.co.uk 
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NNTP-Posting-Host: alanyuen.demon.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Fri, 29 Aug 1997 10:13:39 +0100, Jim <jim@micronetics.com> wrote: 


>Alex Amsel wrote: 

> 

>> Best arrange a time. Sunday is definately best. How about lunchtime 
>> then? 

> 

> 

>What time is best for all to meet up on Sunday then? 

>lpm at the Yaroze stand? Then make a beeline for the bar? 

That would be good, I have a problem still, not got the tickets. If I 
was to go, do I need some ID to get in? Or do I just hand over 25 
pounds? 


> 
> 
>-Jim 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00218 


—-MESSAGE FILE 1523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000219 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 05 Sep 1997 14:35:47 GMT 

Organization: SN Systems 

Lines: 24 

Message-ID: <5up50r$9441@chuka.playstation.co.uk> 

References: <33fbfcef.20768703@news.playstation.co.uk> <ira-1908972103530001@dialup- 
13-50.netcomuk.co.uk> <33FAAE9F.4BDC6D8E@micronetics.com> <33fafcld.2520763@news.pla 
ystation.co.uk> <ira-2008971900220001@dialup-—21-20.netcomuk.co.uk> <33fd06f3.2615632 
67@news.playstation.co.uk> <33fea2a6é.941553@news.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


alan@alanyuen.demon.co.uk (Alan Yuen) wrote: 
>i had the idea to just hang about the Yaroze stand and complain about 
>the shitty manuals. :) 


LOLOL!! Get in line, squire...! 


We remedial types from SN Systems will be drifting around (four of us 
including me on Sunday, most on Monday, one on Tuesday) to pass 
scathing comment on how original most games aren't these days and say, 
"Coo, we wanna copy," whenever we see a port of any arcade game from 
1987 or earlier. I'm going to come say boo to the lpm Yaroze drinks 
convention since you guys are our future customers. (Or, in Alex's 
case, our favourite customers :=) 


Recognition Guide: I'll be the small planet wearing a T-shirt with a 
Dali picture with our latest product cunningly buried in it, shaking 
my head and asking when anyone's going to port R-Type or Vulcan 
Venture. 


Gil Jaysmith 
SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.snsy 
s.com 
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—-MESSAGE FILE 1523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00219 


-—-MESSAGE FILE 1524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000220 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS Sunday, Yaroze stand, 12.15? 

Date: Fri, 05 Sep 1997 17:38:55 GMT 

Organization: Into Beyond 

Lines: 18 

Message-ID: <34134289.3500794@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


Meet Up suggestion: 
ECTS Sunday, Yaroze stand, 12.15pm 


I'll hang around a few minutes to see if anyone is around! 


Any Sony guys coming for a drink or two? 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet 
+ The PC/PS-X Game Tools and Game Development Specialists 
+ And we say, "A good programmer always blames Microsoft" 
+ Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg 
—-MESSAGE FILE 1524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00220 


+ ++ 


+ 


--MESSAGE FILE 1525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000221 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Oops, lpm 

Date: Fri, 05 Sep 1997 17:41:45 GMT 

Organization: Into Beyond 

Lines: 11 

Message-ID: <3414444c.3951387@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Bugger what I said about 12.15, I mean lpm. !!!! 


Regards, 
Alex Amsel 


Tuna Technologies + Windows 95/NT, Console and Internet 
The PC/PS-X Game Tools and Game Development Specialists 
And we say, "A good programmer always blames Microsoft" 
Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg 


+ + + + 
+ + + + 
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—-MESSAGE FILE 1525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00221 


—-MESSAGE FILE 1526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000222 

Path: chuka.playstation.co.uk!news 

From: Paul_Holman@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: 5 Sep 1997 17:46:5 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <S5upggu$aall@chuka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Gil, 
Good Grief, not wearing one of the famous SN Systems T-shirts ? 


Incidentally will SN be having a stand this year at ECTS or Develop! ? 


Paul 


PS On the subject of the manuals, we're trying to obtain the masters of the 
docs, 
to remove some of the more obvious problems. 


—-MESSAGE FILE 1526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00222 


-—-MESSAGE FILE 1527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000223 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 06 Sep 1997 18:04:47 GMT 

Organization: SN Systems 

Lines: 24 

Message-ID: <5us5SkmSaal2@chuka.playstation.co.uk> 
References: <5upgguS$aall@chuka.playstation.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Paul_Holman@Playstation.sony.com wrote: 
>Hi Gil, 
> Good Grief, not wearing one of the famous SN Systems T-shirts ? 


I'm afraid we have new improved SN Systems T-shirts, squire, although 
they're advertising Nintendo gear. And boy, are they big. Way big. 
We're working out whether it's going to be possible for the entire 
Windows team to fit into one of the extra-large T-shirts and get away 
with a single fare on the train. But they still have a huge SN logo on 
the back. And you wanna see the mousemats... 


> Incidentally will SN be having a stand this year at ECTS or Develop! ? 


Not at ECTS, although we're all going along on various days to do some 
mingling and the occasional spot of product placement. We are at 
Develop! as far as I know, but again the emphasis is likely to be on 
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the N64 products. I expect the new CD emulator and software will be on 
show. 


Gil Jaysmith 

SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.snsy 
s.com 

Disclaimer: the ads are my employers' but the opinions are mine. 


—-MESSAGE FILE 1527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00223 


—-MESSAGE FILE 1528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000224 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real PS speeds.... 

Date: 7 Sep 1997 21:06:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <01lbcbbd2$786d8160Sda7f989e@nlights.demon.co.uk> 

References: <5tklrp$3qt7@chuka.playstation.co.uk> <33FD5C48.27BF@cobradev.demon.co.u 
k> <33FED194.5D74@interactive.sony.com> <3403052F.1365@interactive.sony.com> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Developer Support <dev_support@interactive.sony.com> wrote in article 
<3403052F.1365@interactive.sony.com>... 

> Developer Support wrote: 

>> 

> > I thought I'd better correct some fallacies about the 'speed' 
difference 

> > between Yaroze and full PS libs. 

>> 

> > The 360k polys per second ( pps ) is a marketing number that represents 
> > the limit of the gpu hardware when drawing a single flat poly 
repeatedly 

> > ( no gourard / no texture ) - As such it is pretty unrealistic for 

> > programming purposes ( although it is strictly correct ) 

>> 
> > running several games through a proffessional program analyser the 
> > 'real' pps count ranged as below. ( I only did this because I was 
ed, 
and I had 15 minutes to spare - So I wont be producing a hughe list ) 


O 


( Note: These numbers don't represent maximums, just what was happening 
at that particular stage/point in the game ) 


Porsche Challenge 30,000 pps. 
Penny Racers. 64,000 pps. 
Soul Edge. 53,000 pps. 
Rage Racer. 45,000 pps. 
Terra Incognita (yaroze) 28,000 pps. 
Snave (yaroze) 40,000 pps. 
These represent the drawing throughput for these games. ( In all cases, 


the drawing time is less than the cpu time ) 
Although Penny racers seems to be drawing more pps, it actually has the 
slowest frame rate of all of the games. 


In my estimation the maximum speed up going from good yaroze code ( 


= 
VVVVVVV&®& NV NV VV VV VV VV VV VV VV VV IB 


ct 


uses all of the tricks possible with LibPs ) to good proffesional code 
(inline assembly and low level hardware access) is around 2 times. 
If you look at the differences between FTP test using the Yaroze, and 
RayStorm ( from Taito ) using the full devkits, there isn't really much 
technical improvement. 


VVVVVVVAVVV VV VV VV VV VV VV VV VO 


Cheers, 
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>> 

> > Colin. 

>> 

> 

> A quick addendum to this.... 

> 

> On the Yaroze, I tested two demo's this morning.. 

> 

> Lewis's tunnel demo ( May not be up yet ) 75,000 pps 

> Del's Engine 6 115,000 pps. 

> 

> Lewis's demo shows the limit ( probally ) of Yaroze at the moment, 
> while Del ( naughty ) wrote his demo using the full low level libs... 
> Del's is very quick because most of the poly's are untextured and 
> unshaded, - most games aren't written this way. 

> 


I have now optimized the engine6 demo to the max! I reckon I’m cranking սք 
about 175,000 pps now.... hehe 

I`m still putting this demo into the yaroze libs so I can spread the source 
code, I've just got a few problems at the moment (converting my meshes to 
tmd etc), anyway lookout for the extra hot engine? demo soon, maybe 1`11 
have the yaroze source too... :) 


—-MESSAGE FILE 1528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00224 


—-MESSAGE FILE 1529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000225 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real PS speeds.... 

Date: 7 Sep 1997 21:08:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01lbcbbd2$b4919fa0Sda7f989e@nlights.demon.co.uk> 

References: <5tklrp$3qt7@chuka.playstation.co.uk> <33FD5C48.27BF@cobradev.demon.co.u 
k> <33FED194.5D74@interactive.sony.com> <3403052F.1365@interactive.sony.com> ՀՕ1ԵՇ86 
21$851c7ea0$c793989e@fourny.demon.co.uk> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Grim <frothkid@fourny.demon.co.uk> wrote in article 
<01bca621$851c7ea0$c793989eR@fourny.demon.co.uk>... 

> Where does Del get his info from, that's what I'd like to know :) 
> 


hehe, sorry, i`m a developer, :) But I’m enjoying messing around the the GS 
libs (yaroze), I've learned alot from doing so. 

it is tempting to just dig out the full libs sometimes though, as you can 
really crank the GTE/GPU when you try! 


—-MESSAGE FILE 1529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00225 


—-MESSAGE FILE 1530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000226 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A game thats too hard 

Date: 8 Sep 1997 12:05:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <0Olbcbc51$52ef0420$5de72ac2@ira-rainey> 
NNTP-Posting-Host: dialup-13-29.netcomuk.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 
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I have been told by more than one person that my latest game demo, a dog 
tale is too hard. 


I knew it was pretty difficult, but it's not impossible. However, it would 
appear that those who have played it, have played the NTSC version, which 
is really a bit of a hack. 


As I wrote the game for PAL, all I did for NTSC was to change the video 
mode at the start of the game, knowing full well that it would be quicker, 
but not knowing how hard it would be to play. 


So I've chucked in another hack. There now only exists one version, which 
will auto-detect which video mode you are running in and if it's NTSC, then 
it will give you a polite warning and offer you the chance to run the game 
in glorious colour, but at a speed of which you'll never be able to finish 
the game, or switch the video mode to PAL and run it in true Atari style 
black and white, but at a more acceptable speed. The choice is yours. 


You can't please all the people all the time, but I like it just fine. 
Ira 


—-MESSAGE FILE 1530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00226 


—-MESSAGE FILE 1531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000227 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Post ECTS crap 

Date: 8 Sep 1997 12:09:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olbcbc51$f01349a0$5de72ac2@ira-rainey> 
NNTP-Posting-Host: dialup-13-29.netcomuk.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 


After dithering about on Sunday morning, I didn't get to the show in time 
to meet up with everyone as I would have liked, so after looking around the 
show for a while, I ended up on the yaroze stand chatting to Lewis and Stu 
for a while. 


Maybe next time. 


Ira 
—-MESSAGE FILE 1531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00227 


-—-MESSAGE FILE 1532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000228 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <ulthwe@demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Mon, 8 Sep 1997 22:42:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <5v4e7sSaal8@chuka.playstation.co.uk> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1008.3 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


Well what did everyone think of the show then ? 


I thought it was pretty good overall. 

Some good games on show up and coming , Tomb Raider 2, Deathtrap Dungeon and 
Heavy Gear to point out my 3 faves for the PC. 

Judge Dredd for the PSX looks quite good (but could we stand a game from 
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Gremlin ?) 


Well ... I'm off to do some stuff on my Yaroze (hi to all those I met 
even though I 
didn't stay talking to you long ..) 


DJS 


Dave Smethurst 
ulthwe@demon.co.uk 
Daviid.Smethurst@PanCredit.com (use to access during the day) 


—-MESSAGE FILE 1532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00228 


—-MESSAGE FILE 1533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000229 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 10 Sep 1997 10:46:14 GMT 

Organization: SN Systems 

Lines: 38 

Message-ID: <5v5tf0Saal9@chuka.playstation.co.uk> 
References: <5v4e7sS$aal8@chuka.playstation.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


>Well what did everyone think of the show then ? 


I enjoyed it. But then I went for free... 


>I thought it was pretty good overall. 

>Some good games on show up and coming , Tomb Raider 2, Deathtrap Dungeon and 
>Heavy Gear to point out my 3 faves for the PC. 

>Judge Dredd for the PSX looks quite good (but could we stand a game from 
>Gremlin ?) 


I liked the speed and colours of N20 (Gremlin) and am thoroughly in 
need of Parappa The Rapper when it comes out. "Chop! Block! Pose!" 
Hope you all picked up a PSX demo CD so you can experience the drama 
and subtlety of this masterpiece. LOLOL! The Psygnosis 
all-encompassing Wipeout arcade machine was cute (but very little else 
- as you'd expect from Psygnosis :=). As for games which look playable 
and interesting: call me a sucker for Pandemonium clones, but I'm off 
to get Medievil the day it hits the shops. And Tomb Raider 2. Oh dear, 
this will get expensive. 


However, the undeniable highlight of the show for me was the press 
release for "Diana - The Screensaver" from 21st Century Entertainment. 
How many of you saw that? And no, I amn't kidding, and I picked a 
couple up if you need proof. 


>Well ... I'm off to do some stuff on my Yaroze (hi to all those I met 
>even though I 
>didn't stay talking to you long ..) 


And I'm off to play Parappa The Rapper :)) T'was indeed good to meet 
you lot. You've sparked my own interest in getting a Yaroze... one of 
my own, that is, and not just the office one. 


Gil Jaysmith 

SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.snsy 
s.com 

Disclaimer: the ads are my employers' but the opinions are mine. 
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—-MESSAGE FILE 1533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00229 


-—-MESSAGE FILE 1534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000230 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 10 Sep 1997 20:39:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <341704d8.3604753@news.playstation.co.uk> 

References: <5v4e7sSaal8@chuka.playstation.co.uk> <5v5tf0Saal9@chuka.playstation.co. 
uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


On Wed, 10 Sep 1997 10:46:14 GMT, gil@snsys.com (Gil Jaysmith) wrote: 


snip! 

> 

>And I'm off to play Parappa The Rapper :)) T'was indeed good to meet 
>you lot. You've sparked my own interest in getting a Yaroze... one of 


>my own, that is, and not just the office one. 


The testing dept at Bullfrog went apeshit over that game, one of the 
guys even got a score of about 414 or so. I only managed about 250 so 
far. 


Didnt work out the hot thing in the middle was the Virgin stand till 

some one told me the next day. 

> 

> 

>Gil Jaysmith 

>SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.sns 
ys.com 

>Disclaimer: the ads are my employers' but the opinions are mine. 

> 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

--MESSAGE FILE 1534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00230 


—-MESSAGE FILE 1535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000231 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: About copyright 

Date: 20 Sep 1997 22:00:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0Olbcc611$48ffd240Sa5aa95c2@pc> 
NNTP-Posting-Host: ppp26.tou.hol.fr 

X-Newsreader: Microsoft Internet News 4.70.1161 


First I'm a new NetYaroze developer... 
I would like to know how copyright are used because I would like to code a 


game like Tetris with Worms creatures... I have drawn the sprites of the 
worms but I don't know if I can use them without problems... As it's not a 
commercial game maybe I can but I would like to be sure!! I tried to 


contact Teaml7 but for the moment no response... 
Help needed, thanks! 
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If you want to see some snapshots of what it could be try 
http://www.chez.com/wbruno/HomePage/PSXindex.html 
(snapshot 1 and snapshot 2) 
(Sorry there is no english version of my HomePage yet.... coming soon) 


—-MESSAGE FILE 1535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00231 


—-MESSAGE FILE 1536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000232 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sony probably doesn't like this 

Date: Wed, 24 Sep 1997 19:33:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <34295D09.8C4591C@ukonline.co.uk> 

NNTP-Posting-Host: lon4-30.ukonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


hi all 
I see some clever chappy has written a psx emulater for the pc 
and guess wot the Yaroze stuff can be done to. 

Yaroze games coming to a PC near you or something I suppose. 
Peter, 


—-MESSAGE FILE 1536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00232 


—-MESSAGE FILE 1537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000233 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony probably doesn't like this 

Date: Wed, 24 Sep 1997 23:40:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3429a4ed.43471058@news.playstation.co.uk> 

References: <34295D09.8C4591C@ukonline.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Hey, what the URL, i want to check this out.. 


On Wed, 24 Sep 1997 19:33:45 +0100, Peter Dollochan 
<peter.dollochan@ukonline.co.uk> wrote: 


>hi all 

>I see some clever chappy has written a psx emulater for the pc 
>and guess wot the Yaroze stuff can be done to. 

>Yaroze games coming to a PC near you or something I suppose. 
>Pete. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00233 
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-—-MESSAGE FILE 1538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000234 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony probably doesn't like this 

Date: Thu, 25 Sep 1997 11:52:09 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 40 

Message-ID: <3429A7A9.63DE@peace.co.nz> 

References: <34295D09.8C4591C@ukonline.co.uk> <3429a4ed.43471058@news.playstation.co 
.uk> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Alan Yuen wrote: 
> 
Hey, what the URL, i want to check this out.. 


>I see some clever chappy has written a psx emulater for the pc 
>and guess wot the Yaroze stuff can be done to. 
>Yaroze games coming to a PC near you or something I suppose. 


N NP EM NM 


http://szczecin.top.pl/~duddie 

What, I guess that's in Poland? 

Seems like its functionality is severely crippled and it doesn't look to 
be coded very well - but the fact that it's coded at all is quite 
impressive. 


However, I believe the person responsible is incorrect when they say: 


EMULATION IS NOT A CRIME, EMULATION SUPPORTS COMPANIES! 
TRY EMU - BUY CONSOLE! 


Yeah, right. "Murder is not a crime! It supports gun companies!" I guess 
Sony will have hestitation in crushing those sites which have BIOS 
binaries on them (like they did with the Oasis sites). 


I wouldn't say this PSE has got much life in it; You'd need some really 
good hardware docs to make a good emulator - Hey, maybe that's why Sony 
are so cagey about releasing details to us. :0) 


I'm sure all Sony would have to do in the next PSX is include some sort 
of built-in dongle (oxymoron) like you get with expensive apps. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Bad: You find a porn movie in your son's room. Worse: You're in it. 
—-MESSAGE FILE 1538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00234 


—-MESSAGE FILE 1539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000235 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony probably doesn't like this 

Date: Thu, 25 Sep 1997 08:39:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <342A1541.4D88@interactive.sony.com> 
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References: <34295D09.8C4591C@ukonline.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: Peter Dollochan <peter.dollochan@ukonline.co.uk> 


Call me cynical, but since the latest PC's are only now being able to 
emulate consoles from a decade ago, I would be surprised that they would 
have much of a stab at emulating a machine with comparable power 


Paul 
Peter Dollochan wrote: 


hi all 

I see some clever chappy has written a psx emulater for the pc 

and guess wot the Yaroze stuff can be done to. 

Yaroze games coming to a PC near you or something I suppose. 

Pete. 

—-MESSAGE FILE 1539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00235 


V V V V V V 


--MESSAGE FILE 1540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000236 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony probably doesn't like this 

Date: 25 Sep 1997 18:58:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <01bcc779$a5258100$c793989e@fourny.demon.co.uk> 

References: <34295D09.8C4591C@ukonline.co.uk> <3429a4ed.43471058@news.playstation.co 
-uk> <3429A7A9.63DE@peace.co.nz> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


http://szczecin.top.pl/~duddie 
What, I guess that's in Poland? 
Seems like its functionality is severely crippled and it doesn't look to 


be coded very well - but the fact that it's coded at all is quite 
impressive. 


VVVVVVV 


It didnt work too well for me either. But it does make a nice focus for 
emulator people since he's giving away the source. And the MIPS soft CPU 
looks very like a first effort, so maybe it wont always run like a dog on 
my trusty DX2. And you just know that *someone* in the world with a bad 
attitude is sitting with a big pile of hardware specs. 


However, I believe the person responsible is incorrect when they say: 


EMULATION IS NOT A CRIME, EMULATION SUPPORTS COMPANIES! 
TRY EMU - BUY CONSOLE! 


V V V V V V 


I think emulation is a really nice pure computer thing to do, even if it 
doesnt play any games. The people who ban emulators are the people who 
close libraries and probably peeled all the labels off their Rubiks Cube. 
Mmm 'try emu - bury console' maybe, but there's nowt wrong with that :). 
Naw anyway the playstation must be nearly dead, now that Sony need 'niche 
markets' (ahem..) 


> Yeah, right. "Murder is not a crime! It supports gun companies!" I guess 
> Sony will have hestitation in crushing those sites which have BIOS 
> binaries on them (like they did with the Oasis sites). 
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I have a hunch that with yaroze the BIOS is only a siocons command away I 
think, ah? But can anyone tell me (without reverse engineering) what that 
command is? 


> I'm sure all Sony would have to do in the next PSX is include some sort 
> of built-in dongle (oxymoron) like you get with expensive apps. 
> 


This is quite an interesting idea. But you know my boss put a dongle on one 
of our apps and one of the customers hacked it off in an afternoon. Anyway 
you shouldnt be saying stuff like this :) 


Anyway all this stuff is irrelevant. I'm here to code the next Dungeon a Go 
with my overpriced but cool piece of embedded hardware. slaver. 


Grim 


—-MESSAGE FILE 1540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00236 


—-MESSAGE FILE 1541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000237 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Exception Handlers 

Date: Mon, 29 Sep 1997 10:27:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <342F7487.C43D73F2@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi Chaps, 


I've updated my web page with info (ok, just source) on how to install 
an exception handler so you can grab everything before the psx kernel. 
Its really useful for trapping bus errors, etc.. 


You could also be really cheeky and grab the coprocessor interrupts. 
The original incentive was to find a way of grabbing a real-time clock 
that is constant over NTSC and PAL, but there are plenty of other 
possibilities. Its like TSRs all over again, welcome back to the fun 
days of coding. 


-Jim 

www.playstation.co.uk/-SiglLL 

—-MESSAGE FILE 1541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00237 


--MESSAGE FILE 1542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000238 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Exception Handlers 

Date: Tue, 30 Sep 1997 10:04:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3430COAF.3ECE6EA9@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
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Hi Chaps, 


I've updated my web page with info (ok, just source) on how to install 
an exception handler so you can grab everything before the psx kernel. 
Its really useful for trapping bus errors, etc.. 


You could also be really cheeky and grab the coprocessor interrupts. 
The original incentive was to find a way of grabbing a real-time clock 
that is constant over NTSC and PAL, but there are plenty of other 
possibilities. Its like TSRs all over again, welcome back to the fun 
days of coding. 


-Jim 

www.playstation.co.uk/-SiglLL 

—-MESSAGE FILE 1542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00238 


-—-MESSAGE FILE 1543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000239 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Alex Wallace <XLM77@PIPEX.DIAL.COM> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Freeware 

Date: Sun, 05 Oct 1997 12:42:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <34377D0A.71A2E6D@PIPEX.DIAL.COM> 

NNTP-Posting-Host: ad033.du.pipex.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" DB502392F 9E09F5AE7514202" 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


DB502392F 9E0 9F5AE7514202 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Thought all you creatives might find this interesting. 
source code and all. 


GNU Image Manipulation Program (GIMP) 


http://www.XCF.Berkeley.EDU/~gimp/gimp.html 
GIMP. ( I am not sure Adobe will approve of this ). 


Alex. 


DB502392F 9E0 9F5AE7514202 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Thought all you creatives might find this interesting. 
<BR>source code and all. 


<P>énbsp;<A HREF="http://www.XCF.Berkeley.EDU/~gimp/gimp.html">GNU Image 
Manipulation Program (GIMP) </A> 


<P><A HREF="http://www.XCF.Berkeley.EDU/~gimp/gimp.html">http://www.XCF.Berkeley.EDU 
/~gimp/gimp.html</A> 


<P>GIMP. ( I am not sure Adobe will approve of this ). 


<P>Alex.</HTML> 


DB502392F 9E09F5AR7514202-- 


—-MESSAGE FILE 1543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00239 
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—-MESSAGE FILE 1544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000240 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation.co.uk - what's the story? 

Date: Fri, 17 Oct 1997 16:36:52 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3446DD54.91ADDA8@ibm.net> 

NNTP-Posting-Host: slip202-135-86-96.ak.nz.ibm.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I visited www.playstation.co.uk to find the new internet address of the 
fast site - and got some freaky countdown page (seconds till 31st 
October). 


What's the story? Don't tell me they're launching Playstation 2. Maybe 
that's why the PSX has dropped to 5200 over here from 5400.... 


J 
—-MESSAGE FILE 1544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00240 


—-MESSAGE FILE 1545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000241 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation.co.uk - what's the story? 
Date: Fri, 17 Oct 1997 08:31:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6274tnSe3p27@chuka.playstation.co.uk> 
References: <3446DD54.91ADDA8@ibm.net> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


No, PlayStation 2 is well into the future - any speculation you read about 
is pure speculation, and I know of several games scheduled for release in 
1999 (if not later) on the current PlayStation. 


with www.playstation.co.uk - its a case of "stay tuned". 


unsubtle hint, wouldn't it be great if I could find out somewhere when new 
games are going to be released... 


James Russell wrote in message <3446DD54.91ADDA8@ibm.net>... 

>I visited www.playstation.co.uk to find the new internet address of the 
>fast site - and got some freaky countdown page (seconds till 31st 
>October). 

> 

>What's the story? Don't tell me they're launching Playstation 2. Maybe 
>that's why the PSX has dropped to $200 over here from 5400.... 

> 

>J 


--MESSAGE FILE 1545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00241 


—-MESSAGE FILE 1546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000242 
Path: chuka.playstation.co.uk!news 
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From: Jim <jim@micronetics.com> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Shade Yaroze?? 
Date: Tue, 21 Oct 1997 12 
Organization: PlayStation 
Lines: 27 


2:23:56 +0100 
Net Yaroze (SCEE) 


Message-ID: <344C90CC.20306FAD@micronetics.com> 
NNTP-Posting-Host: jim.micronetics.com 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding 


charset=us-ascii 
: 7bit 


X-Mailer: Mozilla 4.01 [en] (Win95; I) 


X-Priority: 3 (Normal) 


Hi, 


I've been browsing the SCEI website and noticed a lot about something 
called 'Shade Yaroze'. Any one know what it is? Or even got the demo 
copy? My understand of Japanese leaves a lot to be desired to say the 


least. 


I've also noticed that a 
SCEI site. 


lot of links to the binaries are broken on the 


Also as a suggestion, would SCEE consider dumping the contents of all 3 


yaroze sites to CD? I think it would act as a decent reference to other 


Yaroze owners. It looks 


like the Japanese members have solved a lot of 


the problems we're having, it just a shame the links are often broken. 


Presently I've downloaded 


all 3 sites using webgrabber and blown them to 


CD myself and it's turning out really useful. If SCEE have no 


objections I would probably not mind blowing CDs for others members for 
the price of a blank cdr. I'm not promising constant updates though 
because its kept my leased line tie up for quite a while downloading. 


:_) 
Comments Sony? 


Regards 


-Jim 
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--MESSAGE FILE 1546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00242 


--MESSAGE FILE 1547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000243 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze with Linux 

Date: Mon, 27 Oct 1997 09:15:08 +0000 
Organization: Spider Software Limited 
Lines: 14 

Message-ID: <34545B9C.39DA@spider.com> 


5.3E1450F2@angst.forefront.com.au> 
NNTP-Posting-Host: tasha.spider.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Toby Sargeant wrote: 


> 

> Well, I got gcc/binutils/gdb compiled and running under linux with 
> little 

> effort. There are patches at 


v 


http://www.playstation.co.uk/~byz00002/unix/ 


Has this link moved? 


References: <33D71AB0.17FF@interactive.sony.com> <33E37D82.FFD127C@msu.edu> <33EEAC3 
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andy 


Andy Winton 
—-MESSAGE FILE 1547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00243 


—-MESSAGE FILE 1548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000244 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Screensaver for boot screen 

Date: Tue, 28 Oct 1997 08:54:23 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 20 

Message-ID: <3454F16F.15FB@peace.co.nz> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Here's an idea for the next update of the boot ROMS - a screensaver. 


When I'm debugging code, my TV spends an awful lot of time on that 
initial boot up screen waiting for me to upload code and data - and I 
don't think TV manufacturers have applied the anti-burn-in technology to 
TVs like they have with monitors. 


A screen saver that turns the screen blank after 1 minute of inactivity 
would lengthen the life of my TV. 


Turning the screen off while not in use is another answer, but the act 
of turning the tube on and off reduces the life of the tube 
Significantly. 


J 


==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


"Beware of bugs in the above code: I have only proved it correct, 

not tried it.' -- Donald Knuth 

—-MESSAGE FILE 1548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00244 


—-MESSAGE FILE 1549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000245 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation Hardware Diagnostics 

Date: Sat, 01 Nov 1997 13:05:43 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <345B6F77.90DEOF64@msu.edu> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03b8 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 


Does anyone know if there are any PSX diagnostics tools that I might get my 
hands on for the playstation? Specifically my non-yaroze system has been 
acting up badly as of late (jittering and what not), not an unusual problem 
for me, and adjusting the various POTS inside the system has fixed it. 
However, it would be really nice to know where to position them for optimal 
use instead of just guessing on it. So does anyone have any documentation on 
what each of those do, as well as maybe some software that shows CDRead 
performance etc.. (I'm going to make a quick little Yaroze tool to do 

CD Reads and time them, which should give me a rough guide as to when the 
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system is 
working properly..) 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—-MESSAGE FILE 1549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00245 


—-MESSAGE FILE 1550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000246 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation Hardware Diagnostics 

Date: 1 Nov 1997 19:50:52 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 50 

Sender: news@chuka.playstation.co.uk 

Message-ID: <63gl6sS$S7nfl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Charles, 


We don't have and diagnostic tools for this - however if your Yaroze 
is from SCEE, you have a standard one year warranty period, so that we can 
arrange for immediate repair (there is a fault report form on our site for 
this). 


In Ameria, as with all other US electrical consumer goods (I believe) 
its 90 days... 


Paul 

To: Paul Holman 

ec: 

From: news @ playstation.co.uk 


Subject: Playstation Hardware Diagnostics:scee.yaroze.freetalk.english 


From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation Hardware Diagnostics 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Does anyone know if there are any PSX diagnostics tools that I might get my 
hands on for the playstation? Specifically my non-yaroze system has been 
acting up badly as of late (jittering and what not), not an unusual problem 
for me, and adjusting the various POTS inside the system has fixed it. 
However, it would be really nice to know where to position them for optimal 
use instead of just guessing on it. So does anyone have any documentation 
on 

what each of those do, as well as maybe some software that shows CDRead 
performance etc.. (I'm going to make a quick little Yaroze tool to do 

CD Reads and time them, which should give me a rough guide as to when the 
system is 

working properly..) 

-Crh 


Charles Henrich Michigan State University henrich@msu.edu 
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http://pilot.msu.edu/~henrich 


—-MESSAGE FILE 1550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00246 


—-MESSAGE FILE 1551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000247 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A DOG TALE - with source 

Date: Fri, 07 Nov 1997 20:27:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ira—-0711972027300001@dialup-07-31.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-31.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


A Dog Tale 
I've fixed a couple of bugs and made the game a tad easier and reposted it 


complete with full source code for anyone to delve into/be amazed by/laugh 
at, whatever. 


http://www.netyaroze-europe.com/~shadow 


Comments? 


Ira 
—-MESSAGE FILE 1551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00247 


—-MESSAGE FILE 1552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000248 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: the fame game 

Date: Mon, 24 Nov 1997 18:45:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <65chkt$lbn12@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


December 97 Lewis Evans "Between The Eyes' (Tunnel) 
Christmas 97 Stuart Ashley "Clone! 

hehehehehe 

fix. 


—-MESSAGE FILE 1552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00248 


-—-MESSAGE FILE 1553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000249 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: CD collection 

Date: Wed, 26 Nov 1997 01:52:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ira-2611970152040001@dialup-—08-40.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-—08-40.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:168 scee.yaroze.freetalk.english: 
249 


I know that I've seen somewhere in a post before about someone thinking of 
putting together a CD with source code, demos, and stuff on for other 
yaroze members, but I saw nothing else of it. 


Anyway, I was thinking of something very similar, and would be prepared to 
compile something if enough people wanted it, all I'd ask is the cost of 
the disk, postage, and a couple of quid for my time. 


Any ideas, suggestions or thoughts, post here or mail me with interest. I 
was thinking of producing an ISO 9660 disk so that all and sundry can 
access it (PC, MAC, Linux etc) 


Ira 
—-MESSAGE FILE 1553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00249 


—-MESSAGE FILE 1554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000250 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: CD collection 

Date: Tue, 25 Nov 1997 18:55:14 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <347B8F92.7C54@concentric.net> 

References: <ira-2611970152040001@dialup-—08-40.netcomuk.co.uk> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts015d02.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:169 scee.yaroze.freetalk.english: 
250 


Լ think that's a great idea. Unfortunately I don't think too many 
of us U.S. people have much in the way of finished products (or at 
least I haven't seen too many announcements about them). Still I'd 
like to see it happen. 


Scott 


I know that I've seen somewhere in a post before about someone thinking of 
putting together a CD with source code, demos, and stuff on for other 
yaroze members, but I saw nothing else of it. 


> 

> 

> 

> 

> Anyway, I was thinking of something very similar, and would be prepared to 
> compile something if enough people wanted it, all I'd ask is the cost of 

> the disk, postage, and a couple of quid for my time. 
> 
> 
> 
> 
> 
> 


Any ideas, suggestions or thoughts, post here or mail me with interest. I 
was thinking of producing an ISO 9660 disk so that all and sundry can 
access it (PC, MAC, Linux etc) 


Ira 
—-MESSAGE FILE 1554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00250 
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—-MESSAGE FILE 1555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000251 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: CD collection 

Date: Mon, 01 Dec 1997 10:35:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <348292DC.219E1BF4@micronetics.com> 

References: <ira-2611970152040001@dialup—08-40.netcomuk.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:170 scee.yaroze.freetalk.english: 
251 


Ira, 


I made a posting about 4 weeks ago along these lines. I just 
downloaded all 3 NY web sites and blew them to cd. Its turned out 
rather useful. 

I made the offer of making copies for other members but got no reply. 


Anyway, it's certainly worth doing. 


Cheers 
/Jim 


Ira Rainey wrote: 


> 

> I know that I've seen somewhere in a post before about someone thinking of 
> putting together a CD with source code, demos, and stuff on for other 

> yaroze members, but I saw nothing else of it. 

> 

> Anyway, I was thinking of something very similar, and would be prepared to 
> compile something if enough people wanted it, all I'd ask is the cost of 

> the disk, postage, and a couple of quid for my time. 

> 

> Any ideas, suggestions or thoughts, post here or mail me with interest. I 
> was thinking of producing an ISO 9660 disk so that all and sundry can 

> access it (PC, MAC, Linux etc) 

> 

> Ira 


-—-MESSAGE FILE 1555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00251 


—-MESSAGE FILE 1556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000252 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Now I'm getting REALLY mad! 

Date: Thu, 11 Dec 1997 19:13:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <34902D4B.D275BC60@tin.it> 
NNTP-Posting-Host: Genova7-3.tin.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Now I say: 
How is possible to have a PSX that could make wonderful games and don't 


I'm writing this because I'm really tired to work with this buggy 
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Codewarrior and this powerful but "too hard to debug program" GNU 
compiler. 

But I ask : Senior developers have to work with such problems or they 
have good library manuals and more powerful develop tools? 

I have make a lot of silly libraries and test programs to learn how to 
use the Yaroze to make games and now that I have written 4000+ line of 
code in my first full game, Codewarrior (2.0.3) is giving me a lot of 
problems and Metrowerks is evading my bugs reports! 

Now I'm wasting a lot of time to make Codewarrior run my routines! 
I've a little time every day to work on the Yaroze and I'm wasting it 
trying to make Codewarrior works. 

When something in my program don't run I have to check if it's a 
Codewarrior problem and sometime I have to rewrite code to make 
Codewarrior understand it in the right way! 

I have thought to put Codewarrior in the basket but trying to debug my 
game on GNU with my little time is quite impossible! 

Do I have to program only little games or demos and put them into the 
net? 

Do I have to look for a Software House to make my games become real? 


Hey SONY what about you? Your programmers are working with such silly 
problems? If the answer is no, why junior developers have to waste a 
lot of time due to horrible manuals and tools? 


And you friend programmers what you think about this BIG problem that is 
seriously delaying our dreams? 


Vanderik from Team Vanderik 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 

for games developers? 

Հժ ԻՆՆԻՆ» 

--MESSAGE FILE 1556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00252 


—-MESSAGE FILE 1557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000253 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Now I'm getting REALLY mad! 

Date: Thu, 11 Dec 1997 18:51:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <ira-1112971851150001@dialup-00-29.netcomuk.co.uk> 
References: <34902D4B.D275BC60@tin.it> 

NNTP-Posting-Host: dialup-00-29.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


> And you friend programmers what you think about this BIG problem that is 
> seriously delaying our dreams? 


I can understand your frustration with the standard of PC SW, that's why I 
use my Mac to produce my games, using CW I admit, but I've come across 
very few bugs in the Mac version, but maybe that's becuase MW write pretty 
good Mac C\Ct++ compilers anyway. I gave up pissing about with GNU, all 
those makefiles an stuff, what happened to GUI? Why have we had to go back 
to typing shit at command lines? You can stick that, all I wanna type is 
code. I do still use my PC, but really only for the graphics and sound 
tools. I'm sorry, but I believe in the evolution of technology, DOS is for 
the birds. 


Also I think that with all the self produced documentation and help files 
going around and stuff posted here over the past 6/7 months, there is only 
the hardcore stuff you really can't find out, and to be fair I bet most of 
the Yaroze coders at the moment couldn't take full advantage of it yet 
anyway (I know I couldn't). 


The way I see it is this: I've spent good money on this and I fully intend 
to get the best use I can from it, maybe if you're finding real 
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limitations and frustrations with producing off the shelf quality games 
you've bought the wrong unit? I think it's got to be remembered that the 
Yaroze was never intended for producing fully finished off the shelf type 
games, even though we will all try our very hardest to push it as much as 
we can. 


Ira 
—-MESSAGE FILE 1557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00253 


—-MESSAGE FILE 1558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000254 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Now I'm getting REALLY mad! 

Date: Fri, 12 Dec 1997 12:36:43 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <34912FDB.DD29F57F@micronetics.com> 
References: <34902D4B.D275BC60@tin.it> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Giulio wrote:>Senior developers have to work with such problems or they>have 
good library manuals and more powerful develop tools?They have a bigger set 

of api calls and from what I understand of overhearing pro developers, the 

full manuals are no better than what we have. 


>I have thought to put Codewarrior in the basket but trying to debug my 
>game on GNU with my little time is quite impossible! 


That's what I did with codewarrior! I've hardly used gdb, but it does work 
and isn't unusable, in fact it's very powerful. But if it doesn't fit your 
needs, find an alternative. Pepper your source with printf's I think that's 
the most accepted method here.>And you friend programmers what you think 
about this BIG problem that is>seriously delaying our dreams? 


To be honest I don't really think anything is. The whole philosophy behind 
programming is to push back the barriers and overcome problems with the 
tools you have, and that goes for any software development or language. 
Because Sony don't give you everything on a plate doesn't mean that it's not 
possible. 


I do hope however, when the Playstation dies and is replace with PSX2 that 
Sony would then release the full libs and docs to Yaroze owners. Any plans 
for this is a few years? 


Regards 


/ Jim 


—-MESSAGE FILE 1558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00254 


—-MESSAGE FILE 1559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000255 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Now I'm getting REALLY mad! 

Date: Fri, 12 Dec 1997 19:49:32 GMT 

Organization: SN Systems 

Lines: 43 
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Message-ID: <349190e4.16177852@news.playstation.co.uk> 

References: <34902D4B.D275BC60@tin.it> <34912FDB.DD29F57F@micronetics.com> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Jim <jim@micronetics.com> wrote: 

>I do hope however, when the Playstation dies and is replace with PSX2 that 
>Sony would then release the full libs and docs to Yaroze owners. Any plans 
>for this is a few years? 


Given that the last ever Megadrive game was released a couple months 
ago, the 'death' of the PSX is likely to be in something like 2004AD 
>) 


As for the original point, my wholly personal (and probably 
unhelpful!) opinion is: tough. This is the cheapest and most powerful 
development system anyone at home has ever had a chance to use. Home 
developers always have a paucity of documentation, little or no 
support from the manufacturers, and a strong need for other people to 
share their discoveries. Developing on the Spectrum and BBC fifteen 
years ago wasn't particularly easier, it's just that the user base got 
off its ass and shared all the information it could and wrote its own 
tools and books. The user base was bigger because the prices were 
lower, and the shared information made its way into books and 
magazines which everyone could access. The reason there isn't a 
respected Yaroze newsletter, central webpage, book of tips, whatever, 
which *everyone* reads - is simply that no-one has done one. 
Magazines and books cost money and time to produce, and why should you 
contribute, let alone organise and maintain, such information if 
you're not getting paid for it? Because you're a hobbyist community, 
is why, and that's what hobbyist communities do. 


Whinging from an old fogey, I know... but even acknowledging the 
flimsiness of the Yaroze documentation, I boggle at the slackness some 
people exhibit in wanting everything given to them by Sony. All credit 
to people like Linda J. Hodge, probably the most prolific poster to 
the newsgroups with questions about how to do things. She wants to 
understand, and she wants to find out. No whinges about what is or 
isn't provided and what could or couldn't have been done better - just 
curiosity about how to get it right. Good for her! 


Meanwhile, if anyone was thinking of buying a Yaroze so they could be 
a cool PlayStation game programmer, now would be a damn good time to 
recall that there's a reason why "PlayStation programmer" is a 
full-time job and why PSX games take so long to write. 


Grouchy on a Friday evening 
= Gil 


989 


-—-MESSAGE FILE 1559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00255 


—-MESSAGE FILE 1560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000256 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Now I'm getting REALLY mad! 
Date: Sat, 13 Dec 1997 00:28:45 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 61 
Message-ID: <3492473D.45F5@dial.pipex.com> 

References: <34902D4B.D275BC60@tin.it> <34912FDB.DD29F57F@micronetics.com> 
NNTP-Posting-Host: agl40.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Jim wrote: 
> 


> Giulio wrote:>Senior developers have to work with such problems or they>have 
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good library manuals and more powerful develop tools?They have a bigger set 
of api calls and from what I understand of overhearing pro developers, the 
full manuals are no better than what we have. 


>I have thought to put Codewarrior in the basket but trying to debug my 
>game on GNU with my little time is quite impossible! 


VV NV V VV VV 


That's what I did with codewarrior! 
Same here. Sorry, MetroWerks! 


>I've hardly used gdb, but it does work 

> and isn't unusable, in fact it's very powerful. But if it doesn't fit your 
> needs, find an alternative. Pepper your source with printf's I think that's 
> the most accepted method here. 


Indeed, this is the only form of debugging I use. I use the GNU tools and am very 
pleased with them. I guess I've become quite adept at debugging over the many 
years I've been addicted to programming, and so far I haven't had the need to 

try and get the GNU debugger going. I have found (over the years) that always 
keeping a tight reign on your code always pays. Keeping a clear, logical 

program flow might be a little more work, but it's better than ending up in 

knots and relying on a debugger to dig you out of the hole! (IMHO) 


>And you friend programmers what you think 
about this BIG problem that is>seriously delaying our dreams? 


To be honest I don't really think anything is. The whole philosophy behind 
programming is to push back the barriers and overcome problems with the 
tools you have, and that goes for any software development or language. 
Because Sony don't give you everything on a plate doesn't mean that it's not 
possible. 


VV V V V V V 


For me, I initially didn't even consider getting a Yaroze, because I'm quite 
new to C programming. However, for some reason (I can't quite remember why - 

I think I used it as an excuse to buy a new PC!) I decided to dive in and 

get one. Good decision! I love it! For a start, I consider it a great platform 
to develop my C skills (flat memory model, static platform, etc.), compared to 
the PC. Secondly, *all the hard work is done for us*. For someone, like me, who 
has had ambitions to write games for *many* years, the Yaroze is a God send. 
The library functions - which some people seem to complain about, for some 
reason - lay everything out on a plate. I admit I'ma bit of an old fogey 

who still loves sprite-based games, but I'm quite sure I could start developing 
3D stuff fairly quickly, if/when I choose to do so. Even with my math *skills*!? 


> I do hope however, when the Playstation dies and is replace with PSX2 that 
> Sony would then release the full libs and docs to Yaroze owners. Any plans 
> for this is a few years? 

> 

> Regards 

> 

> /Jim 


Anyways. Sorry for babbling on. One too many at the pub tonight, probably :) 
Cheery bye, 


Chris 
—-MESSAGE FILE 1560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00256 


—-MESSAGE FILE 1561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000257 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Creating 3D models 

Date: 15 Dec 1997 11:56:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bd0951$8e70ccc0$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 


Net Yaroze newsgroups message dump.txt 

X-Newsreader: Microsoft Internet News 4.70.1155 

After playing around with some modellers I'm about to give up. All I 
want to do is a nice 3D model of a sports car, but it turns out to be 
much more difficult than I thought of. Has anybody else made the same 
experience? How do you create your models? 


Roland 


Page 991 


—-MESSAGE FILE 1561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00257 


—-MESSAGE FILE 1562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000258 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Now I'm getting REALLY mad! 
Date: Mon, 15 Dec 1997 21:38:14 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <34959536.72445F9C@tin.it> 
References: <34902D4B.D275BC60@tin.it> 
NNTP-Posting-Host: Genova7-6.tin.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Oks boys, 
I thank you all, you have written your opinions about this matter and 
I'm pleased for this, I just want to underline two points: 

It's known that the manuals are quite useful to learn programming the 
PSX and that they are just a "reference" to know what types I have to 
use and what is already done for us. 

I have encountered no big problems learning how to use the libps and I 
think that this is only a problem of time and experience. So my 
disappoint is not focused on the manuals but on the Compiler-—Debugger. 
also know that the Yaroze still remain the only "easy to purchase and 
use" development tool but I thought (and it seems I'm wrong) that it was 
intended to develop games and not graphic demos or simple games like 
Pacman or Asteroids. 

The glorious CBM64 and Spectrum days are gone forever and now to build 8 
good game you need nice graphic, music, sound and code. The Yaroze can 
manage all of these things, but your time and work are cut by silly 
things as buggy IDE-Debugger (Metrowerks where are you?) or a powerful 
but time-enemy compiler-debugger (GNU). 

I have thought to put my game away for an indeterminate period and use 
my little time to learn more about game programming, 3D graphic 

engines and algorithms, but it was too much a pain! 

I have music, sound, graphic and code for my game and I want to see it 
finished... 

I will try to my best to make it works, thanks again for your support 
and kind suggestions. 


Vanderik 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 


for games developers? 
KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


—-MESSAGE FILE 1562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00258 


—-MESSAGE FILE 1563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000259 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Creating 3D models 

Date: 16 Dec 1997 15:30:24 GMT 

Organization: Intelligent Research Ltd 
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Lines: 24 

Message-ID: <01bd0a38$8b890120S6c0b0a0a@newcastle.twowaytv.co.uk> 
References: <01bd0951S8e70ccc0$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Roland Boettcher <roland@harlie.han.de> wrote in article 
<01bd0951S8e70cccO0S77el6dc0@ulthar.han.de>... 

> After playing around with some modellers I'm about to give up. All I 
> want to do is a nice 3D model of a sports car, but it turns out to be 
> much more difficult than I thought of. Has anybody else made the same 
> experience? How do you create your models? 


We get our graphics man on the job. I believe he uses 3D Studio Max 

- which does have the problem that we get everything as triangle meshes 
with no quads (which, contrary to popular belief are useful in certain 
circumstances). 


DXF's are exported from 3DS, and converted to RSD's which are textured 
with RSDTool if we don't want anything flash. Manual editting for any more 
funky stuff in the RSD. 


On occasion, we generate the 3d model algorithmically within the program 
(makes for faster loading and smoother animations). 


> Roland 
Craig. 


—-MESSAGE FILE 1563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00259 


—-MESSAGE FILE 1564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000260 

Path: chuka.playstation.co.uk!news 

From: "Rob Sibley" <Rob.Sibley@Dial.Pipex.Com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Namco light gun. 

Date: 17 Dec 1997 09:38:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <Olbd0acf$£9544740Scbf882c1@xbt28.dial.pipex.com> 
NNTP-Posting-Host: ai203.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there, 


Has anybody successfully managed to use the G-Con 45? I've got it just 
about working, but it wobbles by about an inch in every direction. Is 
there something special you need to do to get it to keep still? 


Cheers, 
Rob. 


—-MESSAGE FILE 1564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00260 


—-MESSAGE FILE 1565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000261 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Creating 3D models 

Date: 17 Dec 1997 15:55:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <Olbd0b05$3e639ea0$77el6dc0@ulthar.han.de> 

References: <01bd0951S$8e70ccc0S$77el6dc0@ulthar.han.de> <01bd0a38$8b890120S6c0b0a0a@n 
ewcastle.twowaytv.co.uk> 
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NNTP-Posting-Host: ulthar.han.de 
X-Newsreader: Microsoft Internet News 4.70.1155 


What I'd like to know is how do you create your models. Purely out 
of triangles or built from highlevel objects. 

For example when I tried breeze I had no idea how to make a car 
out of boxes, cones and such things. Now with AC3D 


http://www.comp.lancs.ac.uk/computing/users/andy/ac3d.html 


I'm trying to make it out of triangles which is cumbersome but 
I can see some results now (don't get me wrong: AC3D is a very good 
modeller and viewer I think). 


Are there special tricks which make life easier that I don't 
know? Or do I need 3D Studio Max? Please tell me. 


Roland 


-—-MESSAGE FILE 1565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00261 


—-MESSAGE FILE 1566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000262 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics,scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
—-MESSAGE FILE 1566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00262 


—-MESSAGE FILE 1567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000263 

Path: chuka.playstation.co.uk!news 
From: Phil Smy <psmy@skynet.be> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 
Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


—-MESSAGE FILE 1567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00263 


—-MESSAGE FILE 1568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000264 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: scee and scea 

Date: 23 Dec 1997 12:56:22 GMT 

Organization: Orion Telematica BV 

Lines: 5 

Message-ID: <01lbd0fa2S5c46bbe0$alc409c0@madcow.iccsrvl> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Internet News 4.70.1161 


Is it possible to look at member in scea if you're a scee member. 


I would realy like to see jeff's gnu frontend. 


—-MESSAGE FILE 1568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00264 


—-MESSAGE FILE 1569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000265 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: "Unfinished Sympathy" 

Date: Wed, 24 Dec 1997 03:57:06 +0000 
Organization: Bacardi Ferrari V12 

Lines: 24 

Message-ID: <34A08812.527E@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hello all! 

Yes, with the advent of my black PlayStation, [voice: Marcellus 
Wallace] "which should be arriving directly", I am in the midst of 
another disaster regarding game development. How come what began 

as a brilliant and feasible idea, mixed with some newly nurtured 
talent comes to a grinding halt because of some STUPID petty problem. 
I of course refer to writing for the PC. [Homer] "To start press any 
key. Where's the 'ANY' key?" Almost as bad. I hope the NY allows me 
to create what I have in mind. All previous projects (C64;Amiga; PC) 
have turned into a parody of that classic Massive Attack song due 

to some pointless reason. C64 POKE/PEEKs, alrighty then!; A.M.O.S., 
nice'n'easy but too slow; TurboC++3.0 yeah right! Well, my arse is 
in gear now and with the imminent arrival of said PSX I hope to have 
a proverbial canvas with which to tickle the non-ivories. 
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Providing I survive the Christmas and New Year 'festivities' without 
destroying too many brain cells expect some serious code in my web 


area soon. I welcome suggestions/encouragement/Ferraris at any time. 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj/ 
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—-MESSAGE FILE 1569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00265 


-—-MESSAGE FILE 1570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000266 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Now I'm getting REALLY mad! 

Date: Wed, 24 Dec 1997 00:57:51 +0000 

Organization: SCEA News Server 
Lines: 59 

Message-ID: <34A05E0F.7120@bellatlantic.net> 

References: <34902D4B.D275BC60@tin.it> <34959536.72445F9C@tin.it> 
NNTP-Posting-Host: client-119-49.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 

CC: Matthew Hulett <matth@bellatlantic> 


Hey Giulio, 

I support you 100%. Just because we are labelled 'hobbyists' doesn't 
mean we don't deserve a quality product that performs as advertised. 
We paid good money, we deserve a quality product. 

The good news is that I believe the Metrowerks guys are aware of the 
problems, note how they handed us a free update. In addition, I believe 
that version 3.0, to come in five or so months, will be available at a 
much more modest price, and I have no doubt that the software will 
improve. Considering the efforts they put into their documentation, 

I have no doubts about their commitment to quality. Hold your breath 
and be patient, relief will come soon. 

And as for you guys who get satisfaction from overcoming these 
hurdles, what's with that? Don't we face enough hurdles as it is? 

I have a friend who constructs databases for major corporations, 

and when I show him what we are doing, he is quite impressed. I think 
it's amazing that we human beings can do this at all. I suppose after 
10,000 hours or so, it becomes intuitive, but don't ever forget that 
what we are doing is pretty darn advanced. Take note how the U.S. 
Justice Dept. is suing Microsoft because most people can't remove 

the Microsoft browser and install the Netscape browser at will. 

And I sure am glad I can participate over here, because for some 
reason I can't access or post on the freetalk group in the U.S.. 

Go figure... 
Matt 


Giulio wrote: 


Oks boys, 

I thank you all, you have written your opinions about this matter and 
I'm pleased for this, I just want to underline two points: 

It's known that the manuals are quite useful to learn programming the 
PSX and that they are just a "reference" to know what types I have to 
use and what is already done for us. 

I have encountered no big problems learning how to use the libps and I 
think that this is only a problem of time and experience. So my 
disappoint is not focused on the manuals but on the Compiler-—Debugger. 
also know that the Yaroze still remain the only "easy to purchase and 
use" development tool but I thought (and it seems I'm wrong) that it was 
intended to develop games and not graphic demos or simple games like 
Pacman or Asteroids. 

The glorious CBM64 and Spectrum days are gone forever and now to build 8 


VVVVVVVVVVV VV VV 
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good game you need nice graphic, music, sound and code. The Yaroze can 
manage all of these things, but your time and work are cut by silly 
things as buggy IDE-Debugger (Metrowerks where are you?) or a powerful 
but time-enemy compiler-debugger (GNU). 

I have thought to put my game away for an indeterminate period and use 
my little time to learn more about game programming, 3D graphic 
engines and algorithms, but it was too much a pain! 

I have music, sound, graphic and code for my game and I want to see it 
finished... 

I will try to my best to make it works, thanks again for your support 
and kind suggestions. 


Vanderik 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 

for games developers? 

kkkxkxkxkxkxkxkxkxkxkxkkxkxkxkxkxkxkkxkxkxkxkxkkkxkxkx*k 

--MESSAGE FILE 1570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00266 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 1571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000267 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Now I'm getting REALLY mad! 

Date: Wed, 24 Dec 1997 01:00:57 +0000 

Organization: SCEA News Server 

Lines: 50 

Message-ID: <34A05EC9.57B8@bellatlantic.net> 

References: <34902D4B.D275BC60@tin.it> <34912FDB.DD29F57F@micronetics.com> <349190e4 
.16177852@news.playstation.co.uk> 

NNTP-Posting-Host: client-119-49.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Hello, 

Just thought I would mention that Linda J. Hodge is really Austin 
Kottke. He must be using his parent's computer. 

Matt 


Gil Jaysmith wrote: 


Jim <jim@micronetics.com> wrote: 

>I do hope however, when the Playstation dies and is replace with PSX2 that 
>Sony would then release the full libs and docs to Yaroze owners. Any plans 
>for this is a few years? 


Given that the last ever Megadrive game was released a couple months 
ago, the 'death' of the PSX is likely to be in something like 2004AD 
>) 


As for the original point, my wholly personal (and probably 
unhelpful!) opinion is: tough. This is the cheapest and most powerful 
development system anyone at home has ever had a chance to use. Home 
developers always have a paucity of documentation, little or no 
support from the manufacturers, and a strong need for other people to 
share their discoveries. Developing on the Spectrum and BBC fifteen 
years ago wasn't particularly easier, it's just that the user base got 
off its ass and shared all the information it could and wrote its own 
tools and books. The user base was bigger because the prices were 
lower, and the shared information made its way into books and 
magazines which everyone could access. The reason there isn't a 
respected Yaroze newsletter, central webpage, book of tips, whatever, 
which *everyone* reads - is simply that no-one has done one. 
Magazines and books cost money and time to produce, and why should you 
contribute, let alone organise and maintain, such information if 
you're not getting paid for it? Because you're a hobbyist community, 


VVVVVVVVVVVVVV VV VV VV VV VV VV 
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is why, and that's what hobbyist communities do. 


Whinging from an old fogey, I know... but even acknowledging the 
flimsiness of the Yaroze documentation, I boggle at the slackness some 
people exhibit in wanting everything given to them by Sony. All credit 
to people like Linda J. Hodge, probably the most prolific poster to 
the newsgroups with questions about how to do things. She wants to 
understand, and she wants to find out. No whinges about what is or 
isn't provided and what could or couldn't have been done better - just 
curiosity about how to get it right. Good for her! 


Meanwhile, if anyone was thinking of buying a Yaroze so they could be 
a cool PlayStation game programmer, now would be a damn good time to 
recall that there's a reason why "PlayStation programmer" is a 
full-time job and why PSX games take so long to write. 


Grouchy on a Friday evening 

= Gil 

-—-MESSAGE FILE 1571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00267 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


--MESSAGE FILE 1572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000268 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scee and scea 

Date: Wed, 24 Dec 1997 01:05:07 +0000 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <34A05FC3.1597@bellatlantic.net> 

References: <Olbd0fa2S$5c46bbe0$alc409c0@madcow.iccsrvl1> 

NNTP-Posting-—Host: client-119-49.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Hello, 
I would assume so, as an SCEA member, I've been to your member sites 
and I've downloaded tutorials from Ira Rainey and Peter Passmore. 
Try this link and enter your password information: 
http: //www.scea.sony.com/net/yaroze/pages/index.html 
It should work. 
Matt 


Maurice Sibrandi wrote: 

> 

> Is it possible to look at member in scea if you're a scee member. 

> 

> I would realy like to see jeff's gnu frontend. 

—-MESSAGE FILE 1572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00268 


—-MESSAGE FILE 1573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000269 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: thoughts 

Date: Wed, 24 Dec 1997 01:22:57 +0000 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <34A063F1.7539@bellatlantic.net> 

References: <01lbca4bb$4783f£0805c793989e@fourny.demon.co.uk> <0Olbcaafd$9a9783c0S06af3 
5c6@islandnet.com.islandnet.com> <33£74925.580721@205.149.189.29> 

NNTP-Posting-Host: client-119-49.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.04 (Win95; I) 
CC: Matthew Hulett <matth@bellatlantic.net> 


Mario Perdue wrote: 


On 17 Aug 1997 11:01:55 GMT, "Chris Blackwell" <bespeed@islandnet .com> 
wrote: 


>... My quess is those that are not posting are: 

> 

>a) people who haven't had enough time to play with it 

>b) too shy to post 

>c) people who bought it so they could say to their friends "niener niener, 
>my Playstation is black" 

>d) so frustrated with the documentation they're worried that if they post 
>they'll get responses like "You must use these registers in accordance with 
>these assignments in thread database operations and development using the 
>assembler." 


or 


e) people who have found the documentation adequate and have not 
needed any assistance in programming the Yaroze system. 


VVVVVVVVVVVVV VV VV VV VV 


Mario 


օ 
HB 


f) people like me who are total newbies who can get all their 
simplistic questions answered at the flip of a page. 


I have a number of friends, like my self, who are learning the 
language C and game programming from scratch.. They haven't posted 
member websites yet, we (I) can't start asking questions until 
we really get going. 

Would you have us ask you all to teach us from scratch before we 
have put forth a good faith effort to teach our selves? 

Don't worry, I'll be posting plenty of questions soon enough. The 
nice part is that so many of you have blazed the trail and made life 
easier for people like me. 

Matt 


998 


—-MESSAGE FILE 1573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00269 


—-MESSAGE FILE 1574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000270 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scee and scea 

Date: Wed, 24 Dec 1997 09:29:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <ira-2412970929360001@dialup-—00-04.netcomuk.co.uk> 


net> 
NNTP-Posting-Host: dialup-—00-04.netcomuk.co.uk 
X-Newsreader: MT-NewsWatcher 2.3.5 


Matthew Hulett wrote: 


> I would assume so, as an SCEA member, I've been to your member sites 
> and I've downloaded tutorials from Ira Rainey and Peter Passmore. 

> Try this link and enter your password information: 

> http://www.scea.sony.com/net/yaroze/pages/index.html 

> It should work. 


Maurice Sibrandi wrote: 

> 

> Is it possible to look at member in scea if you're a scee member. 
> 


VVVVV 


References: <0Olbd0fa2S5c46bbe0S$alc409c0@madcow.iccsrvl> <34A05FC3.1597@bellatlantic. 
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For SCEE members to access the SCEA (or SCEI) web pages, they must use the 
mirror sites on the SCEE server. It seems that the whole yaroze directory 
structure is replicated to the SCEE server, how often it is replicated I 
don't know. 


So you might want to try: 

http: //www.netyaroze-europe.com/yaroze_scea/ 
or 
http://www.netyaroze-europe.com/yaroze_scei/ 


Ira 
—-MESSAGE FILE 1574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00270 


—-MESSAGE FILE 1575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000271 

Path: chuka.playstation.co.uk!news 

From: "Rob Sibley" <Rob.Sibley@Dial.Pipex.Com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Namco Gun Part 2. 

Date: 24 Dec 1997 11:00:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bd105b$988a22e0S66f582c1@xbt28.dial.pipex.com> 
NNTP-Posting-Host: af1l02.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi again, 


I sorted out the problem with the gun, but now it only works accurately on 
light coloured backgrounds. I know this was the same problem that occured 
with the old Predator gun, but I thought this would be different with the 

G-Con, as it also takes input from the video signal. Is this data stored 

somewhere else? 


Has anybody used a gun successfully? Am I wasting my time? 
Cheers. 


Rob. 
—-MESSAGE FILE 1575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00271 


-—-MESSAGE FILE 1576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000272 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Crimble 

Date: Wed, 24 Dec 1997 19:28:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <ira-2412971928030001@dialup-13-47.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-13-47.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:228 scee.yaroze.freetalk.english: 
272 


Merry Christmas and a happy new year to all yaroze members the world over. 
Lets see more games and demos in the new year. 
Ira 


—-MESSAGE FILE 1576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00272 
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-—-MESSAGE FILE 1577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000273 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scee and scea 

Date: Wed, 24 Dec 1997 17:34:42 GMT 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <34a1463f.1534149@news.scea.sony.com> 

References: <Olbd0fa2$5c46bbe0$alc409c0@madcow.iccsrvl> <34A05FC3.1597@bellatlantic. 
net> <ira-2412970929360001@dialup—00-04.netcomuk.co.uk> 

NNTP-Posting-Host: client-119-42.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ooops, things are different for you guys. How interesting that all 
our stuff is duplicated on your server. Well, as a little aside, I am 
always prissing over my website, doing a little dingy here or there. 
Until I can actually make a real demo, it is my only creative outlet. 
I take note that changes I made within the past two days are on 
your server, but I did atest today, and after four hours it has not 
shown up. So, I would imagine it updates at least once a week. 

Happy Holidays 


On Wed, 24 Dec 1997 09:29:35 +0000, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>Matthew Hulett wrote: 

> 

>> I would assume so, as an SCEA member, I've been to your member sites 
>> and I've downloaded tutorials from Ira Rainey and Peter Passmore. 

>> Try this link and enter your password information: 

>> http://www.scea.sony.com/net/yaroze/pages/index.html 

>> It should work. 


>> Maurice Sibrandi wrote: 

>> > 

>> > Is it possible to look at member in scea if you're a scee member. 

>> > 

> 

>For SCEE members to access the SCEA (or SCEI) web pages, they must use the 
>mirror sites on the SCEE server. It seems that the whole yaroze directory 
>structure is replicated to the SCEE server, how often it is replicated I 
>don't know. 

> 

>So you might want to try: 

> 

>http://www.netyaroze-europe.com/yaroze_scea/ 

> 

>or 

> 

>http://www.netyaroze-europe.com/yaroze_scei/ 

> 

>Ira 


—-MESSAGE FILE 1577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00273 


-—-MESSAGE FILE 1578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000274 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scee and scea 

Date: Sat, 27 Dec 1997 16:42:05 -0000 

Organization: Yaloozer 

Lines: 16 

Message-ID: <683ast$9ij3@chuka.playstation.co.uk> 

References: <Olbd0fa2$5c46bbe0$alc409c0@madcow.iccsrvl> <34A05FC3.1597@bellatlantic. 
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net> <ira-2412970929360001@dialup—00-04.netcomuk.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 

>For SCEE members to access the SCEA (or SCEI) web pages, they must use the 
>mirror sites on the SCEE server. It seems that the whole yaroze directory 
>structure is replicated to the SCEE server, how often it is replicated I 
>don't know. 

> 


I think the problem is with jeff's page on the SCEE server. There's 
something strange about it and one or two others cos they just show up as 
blank pages in IE4 (and used to give error messages in IE3). i posted a 
message about this ages ago but its still broken. Do the pages show up in 
netscape off the SCEE server? 


Graeme 


—-MESSAGE FILE 1578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00274 


--MESSAGE FILE 1579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000275 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Creating 3D models 

Date: Sat, 27 Dec 1997 17:08:08 -0000 

Organization: Yaloozer 

Lines: 10 

Message-ID: <683cb4S$9ij4@chuka.playstation.co.uk> 

References: <01bd0951S$8e70ccc0$77el6dc0@ulthar.han.de> <01bd0a38$8b890120S6c0b0a0aG@n 
ewcastle.twowaytv.co.uk> <01lbd0b05S3e639ea0S77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


There is quite a good modeller in late beta called Rhino which is free until 
the end of february. The website has a download link and also (trumpets) 
tutorials in 3d modelling techniques and tells you how to make planes and 
freaky heads and stuff 


http://www. rhino3d.com 


gr 


—-MESSAGE FILE 1579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00275 


-—-MESSAGE FILE 1580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000276 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scee and scea 

Date: Sun, 28 Dec 1997 11:25:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ira-2812971125390001@dialup-11-17.netcomuk.co.uk> 

References: <Olbd0fa2$5c46bbe0$alc409c0@madcow.iccsrvl> <34A05FC3.1597@bellatlantic. 
net> <ira-2412970929360001@dialup-00-04.netcomuk.co.uk> <683ast$9ij3@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: dialup-11-17.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <683ast$9ij3@chuka.playstation.co.uk>, "Graeme Evans" 
<evans@fourny.demon.co.uk> wrote: 
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--MESSAGE FILE 14845 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000215 

Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <nospam@com> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: [CW Bug] - I wish..... 

Date: Sun, 12 Apr 1998 20:14:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6gtnp0Sgls3@chuka.playstation.co.uk> 
NNTP-Posting-Host: nmisystems.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I really really wish Codewarrior acted like practically every other Windows 
program 
in selection of words, lines etc using the keyboard. 


In many other programs you can hold down shift, control and then press the 
right 

arrow to select words at a time. Unfortunately CW doesnt do this which is 
mightly annoying. 


You end up having to hold down shift and right arrow and that takes too 
long. 


Any chance that this might be fixed in a later release ??? 

(and while you're at it, fix the problem when moving between words just 
using the 

control and left/right arrow keys). 


Cheers 
Graham 


—-MESSAGE FILE 14845 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000215 


—--MESSAGE FILE 14846 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000216 

Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <nospam@com> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: [CW Bug] - I wish..... 

Date: Mon, 13 Apr 1998 20:13:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6gtnqn$gls4@chuka.playstation.co.uk> 
NNTP-Posting-Host: nmisystems.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I really really wish Codewarrior acted like practically every other 
Windows program in selection of words, lines etc using the keyboard. 


In many other programs you can hold down shift, control and 
then press the right arrow to select words at a time. Unfortunately 
CW doesnt do this which is mightly annoying. 


You end up having to hold down shift and right arrow and that takes too 
long. 


Any chance that this might be fixed in a later release ??? (and while 
you're at it, fix the problem when moving between words just using the 
control and left/right arrow keys). 


Cheers 
Graham 
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—-MESSAGE FILE 14846 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000216 


—--MESSAGE FILE 14847 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000217 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: register variables again :-) 

Date: Tue, 14 Apr 1998 11:33:25 +0100 

Organization: Intelligent Research 

Lines: 67 
Message-ID: <35333B75.F180F59A@hinge.mistral.co.uk> 

References: <01bd6477$65581880Sc20f93c3@default> <352EAFA6.5C225F79@ndirect.co.uk> Հ 
Olbd659f$e094de60$780c93c3@default> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


The MIPS (SGI) R3000 manual has a recommended register allocation list. 
The registers themselves are general purpose - some assemblers such as 
the GNU one simply reffer to them as $0 - $31, but there is a naming and 
allocation convention that most compilers (Codewarrior included) use. 


You can find this in the R3000 manual..... I cann't offhand remember the 

exact details but roughly: 

4 parameter registers (80-83 (if a function has 4 parms or less they all use 
register 

parameter passing) 

stack (sp) 


global data pointer (gp) 
return address register (ra) 
temporary data registers (you don't need to stack them on function entry) t0-t4 


load's of general purpose regs that you DO have to stack on function entry if 
your using them. 


Also, a decent compiler should spot variable persistance and re-use 
registers anyway eg. 


void test (int parm) // parm will be passed in parameter register a0 
{ 
int a,b; 
a=10; // a is auto-allocated to register t0, t0=10 
at+=parm; // t0=t0+a0 
// a isn't used beyond this point, so we can re-use reg 
to 
b=30; // t0=30 
b*=parm; // tO=t0*a0 
} 
Craig. 


Jon Prestidge (alias Moose) wrote: 


Cheers for the reply Alex... 

I wonder how many spare registers there are roughly. I'll have to try 
some dissasembling too to see what's typical ... unless anyone knows off 
hand --- someone from MetroWerks perhaps.. (hint, hint!). 


Also is there just one type of register in this CPU or are they split 
betwen address and data registers .. if so presumably that would determin 
how pointers or integers etc. get assigned to each spare register. 


The reason I'm interested is that if you know roughly how many register 
variables are available you can code accordingly.... eg. if you have a few 


VVVVVVVVVV VV 
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at your disposal you can use a few meaningful variable names to help make 
the code more readable and still get the speed advantage ... but if you 
only had one spare you might want to keep reusing the same variable within 
a routine and call it 'temp' or somthing ... if you see what I mean. 


> 
> 
> 
> 
> 
> Alex Herbert <aherbert@ndirect.co.uk> wrote in article 

> <352EARA6.5C225F79@ndirect.co.uk>... 

> > I don't actually know the answer to this question, but, if you switch the 
> 

> 

> 

> 

> 

> 

> 


> optimisation to it's highest level, CW seems to 'convert' as many local 
> variables as posible into register vars. I haven't really checked this 
out, 
> but when dissasembling, it certainly looked that way. Can anyone verify 
this? 

> 

> Alex (alias Herbs) 


—-MESSAGE FILE 14847 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000217 


—-MESSAGE FILE 14848 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000218 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: [CW Bug] - I wish..... 

Date: Tue, 14 Apr 1998 15:47:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <353376E8.8A75F43F@compuserve. com> 
References: <6gtnqnS$gls4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d11-118.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


You can fix this yourself, you need to select Edit - Preferences 

from the CW IDE menu, then click "Key Bindings" under "General" 

on the right the Key Bindings panel will show, open up "Editor Commands" 
locate "Select Word Left" and "Select Word Right" double click on either 
one 

and then you can enter your keystroke, which is CTRL+SHIFT+ARROW_KEY 
click save and hey presto you've got the functionality you require. 


Cheers 
Nick 


Graham Bisset wrote: 


> I really really wish Codewarrior acted like practically every other 

> Windows program in selection of words, lines etc using the keyboard. 

> 

> In many other programs you can hold down shift, control and 

> then press the right arrow to select words at a time. Unfortunately 

> CW doesnt do this which is mightly annoying. 

> 

> You end up having to hold down shift and right arrow and that takes too 
> long. 

> 

> Any chance that this might be fixed in a later release ??? (and while 
> you're at it, fix the problem when moving between words just using the 
> control and left/right arrow keys). 

> 

> Cheers 

> Graham 


—-MESSAGE FILE 14848 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
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rior/00000218 


——MESSAGE FILE 14849 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000219 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: register variables 

Date: Tue, 14 Apr 1998 14:46:59 -0500 

Organization: Metrowerks 

Lines: 28 

Message-ID: <sumner-ya02408000R1404981446590001@news.scea.sony.com> 
References: <01bd6477$65581880Sc20f93c3@default> 

NNTP-Posting-Host: mtwks182.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bd6477S565581880Sc20f93c3@default>, "Jon Prestidge (alias 
Moose)" <zmoose@premier.co.uk> wrote: 


>With CodeWarrior:- 

> When you declare 'register' variables, how many are likely to acually 
>be registers 

>when the compiled/linked program is running? I can't find anything about 
>this in the targeting PS manual. Also does the compiler assign registers 
>to register variables in the order they are declared... meaning you should 
>declare your most heavily used variables as register variables first? 


The keyword "register", like "inline" is just a recommendation to the 
compiler. However, the compiler does take it pretty seriously. In 
general, a "register" variable will be placed into a register and not into 


memory. There are possible cases where it will not put it in a register 
though (typically when it is out of registers). 


The compiler will automatically place as many variables as it can in 
registers in higher optimization levels. It will also do "register 
coloring" which means that variables with non-overlapping lifetimes will be 
placed in the same register (i.e. TO="foo" for the first half of the 
function and "bar" for the second half of the function) 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14849 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000219 


——MESSAGE FILE 14850 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000220 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: No FP emulation in CW? 

Date: Tue, 14 Apr 1998 14:49:13 -0500 

Organization: Metrowerks 

Lines: 16 

Message-ID: <sumner-ya02408000R1404981449130001@news.scea.sony.com> 
References: <352e1377.6814288@www.netyaroze-europe. com> 
NNTP-Posting-Host: mtwks182.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <352e1377.6814288@www.netyaroze-europe.com>, 
dave@lunarl.demon.co.uk (David Wagner) wrote: 
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>Is there any reason for this particualr ommision from the Yaroze 
>version of CodeWarrior? The FP emulation library seems to be present 
>in the library folder (Math-ISA1l-noFPU-LE.lib), so is there any way of 
>persuading the linker to look at this library when generating code? 


You should be able to simply drop the library into the project and it will 
use all of the functions from it. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14850 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000220 


——MESSAGE FILE 14851 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000221 

Path: chuka.playstation.co.uk!news 

From: "skelet" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Adressing problem 

Date: Tue, 14 Apr 1998 23:45:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 887 

Message-ID: <6h0lg2Sgls8@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-92-50.infonie.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi everyone ! 


I'm new to yaroze development, and i've written a little sample program to 
watch out some sprite handling. 


Unfortunately, I'm obtaining various results, depending on the adress at 
which I download the tim file. (Program crash, did not display sprite, or 
display only half the sprite) 


Can anyone explain me the little thing I've missed ? 
Thanks a lot !!! 


PS: the tim address is specified in the main.c file. 


—-MESSAGE FILE 14851 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000221 


—-MESSAGE FILE 14852 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000222 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Bug in IDE? 

Date: 24 Apr 1998 00:06:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <memo.19980424010408.22501A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-05.compulink.co.uk 


Hi, 


I have a problem in CW. I don't know if it has been covered before. 
If I delete a file, while it is open in the IDE, I get the dialog 
telling me that the file has changed and do I want to reload it. 
This box keeps flashing and I can't stop it except for killing CW. 
I just spent 15 minutes typing stuff in, then wanted to remove the 
redundant main.c and pad.c - I lost the lot. 


Jeff Hannan 
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—-MESSAGE FILE 14852 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000222 


——MESSAGE FILE 14853 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000223 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bug in IDE? 

Date: Fri, 24 Apr 1998 16:01:52 -0500 

Organization: Metrowerks 

Lines: 20 

Message-ID: <sumner-ya02408000R2404981601520001@news.scea.sony.com> 
References: <memo.19980424010408.22501A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: mtwks157.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Ugh. I'll pass that one along. Sorry about that 


-Joel 


In article <memo.19980424010408.22501A@jmhannan.compulink.co.uk>, 
jmhannan@cix.co.uk wrote: 


>Hi, 

> 

>I have a problem in CW. I don't know if it has been covered before. 
>If I delete a file, while it is open in the IDE, I get the dialog 
>telling me that the file has changed and do I want to reload it. 
>This box keeps flashing and I can't stop it except for killing CW. 
>I just spent 15 minutes typing stuff in, then wanted to remove the 
>redundant main.c and pad.c - I lost the lot. 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14853 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000223 


——MESSAGE FILE 14854 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000224 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Which version is upgrade for? 

Date: Sun, 26 Apr 1998 01:17:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35427D10.C926C28D@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I only recently purchased Net Yaroze and the CodeWarrior 
development software. 

Now I've looked everywhere, and it's not clear whether 

I should download the upgrade. 

25Mb is a significant download, so I don't want to do it 
without any resulting benefit. 


The version number that the IDE says is 2.0.3. 

So is that the latest version with the upgrades already 
added? 

If not, what version do the upgrades apply for? 
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And what is the latest version? 


Also pscomutil is version is 1.4b3. 
Is this the latest one? 


Cheers. 


jc 


—-MESSAGE FILE 14854 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000224 


——MESSAGE FILE 14855 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000225 

Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <nospam@com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bug in IDE? 

Date: Sun, 26 Apr 1998 12:54:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6hv88b$b017@chuka.playstation.co.uk> 

References: <memo.19980424010408.22501A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: nmisystems.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Yup, happened to me as well, running v2 and its 
*very* annoying. 


Just suffered another problem with autosave, where each 
time you compile, it saves your source file! Very very 
annoying and am now having to re-do large parts of the 
code to recover. Time that I could have spent learning 
more Yaroze stuff, but now having to 'fix' my code *grrrr* 


This prevents you from going back to an old version! 
Graham 


Jeff Hannan wrote in message 

>Hi, 

> 

>I have a problem in CW. I don't know if it has been covered before. 
>If I delete a file, while it is open in the IDE, I get the dialog 
>telling me that the file has changed and do I want to reload it. 
>This box keeps flashing and I can't stop it except for killing CW. 
>I just spent 15 minutes typing stuff in, then wanted to remove the 
>redundant main.c and pad.c - I lost the lot. 

> 

>Jeff Hannan 

> 


—-MESSAGE FILE 14855 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000225 


—-MESSAGE FILE 14856 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000226 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bug in IDE? 

Date: 26 Apr 1998 12:27:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <slrn6k6aal.pvb.tjs@indy16.cs.monash.edu.au> 

References: <memo.19980424010408.22501A@jmhannan.compulink.co.uk> <6hv88bSb017@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 
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X-Newsreader: slrn (0.9.5.1 UNIX) 


On Sun, 26 Apr 1998 12:54:27 +0100, Graham Bisset <nospam@com> wrote: 
>Yup, happened to me as well, running v2 and its 

>*very* annoying. 
> 

>Just suffered another problem with autosave, where each 
>time you compile, it saves your source file! Very very 
>annoying and am now having to re-do large parts of the 
>code to recover. Time that I could have spent learning 
>more Yaroze stuff, but now having to 'fix' my code *grrrr* 


losing source really sucks, doesn't it? : ( 


The problem is that the compiler backend is going to need a source file 
to work from. while it theoretically could compile from a temporary file, 
or from memory, this would cause lots of other problems, such as external 
debuggers not havving access to the source, symbols needing to reference 
both text files and in-core source images, makefiles and projects having 
much more difficulty keeping track of dependencies and modification dates, 
and heaps of other things too. 


every ide i've ever seen writes out source to disk before compiling. 


what i suggest doing is using an editor (such as vim or emacs) that allows 
you to specify a script that runs every time a file is saved. then you just 
get your hands on a version control system like rcs (which I'm sure has 
been ported to win32 by now), and then check in the source every time the 
file is written. there are some problems with this idea (you end up with 
bazillions of revisions of each file), but on the whole, if you're prone 

to deleting or otherwise screwing up your source code on a regular basis, 
like i am, then it's a real godsend. 


>This prevents you from going back to an old version! 
only if you haven't got an old version lying about :) 
>Graham 


toby. 
—-MESSAGE FILE 14856 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000226 


——MESSAGE FILE 14857 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000227 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Which version is upgrade for? 

Date: Sun, 26 Apr 1998 23:41:24 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3543c462.25280939@news.scea.sony.com> 

References: <35427D10.C926C28D@chowfam.demon.co.uk> 
NNTP-Posting-Host: 151.198.184.9 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I only recently purchased Net Yaroze and the CodeWarrior 
>development software. 

>Now I've looked everywhere, and it's not clear whether 
>I should download the upgrade. 

>25Mb is a significant download, so I don't want to do it 
>without any resulting benefit. 


The patch is only 1 mb. for Win'95, and 3 Mb. for Mac. 
Here is the address to choose which one you want: 


http://www.metrowerks.com/db/updates.qry?function=form 


>The version number that the IDE says is 2.0.3. 
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>So is that the latest version with the upgrades already 
>added? 

>If not, what version do the upgrades apply for? 

>And what is the latest version? 


The patch allows you to upgrade to v2.1. So, unless I am confused 
[grin], you should download and run the patch (it takes only one or 
two seconds). 


>Also pscomutil is version is 1.4b3. 
>Is this the latest one? 


As far as I know... I am sure Joel will wander by and enlighten 
us, but I am pretty sure it is. 


—Matt 
—-MESSAGE FILE 14857 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000227 


——MESSAGE FILE 14858 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000228 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Metrowerks at CGDC 

Date: Fri, 01 May 1998 10:35:37 -0500 

Organization: Metrowerks 

Lines: 9 

Message-ID: <sumner-ya02408000R0105981035370001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks110.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:321 scee.yaroze.pr 
ogramming.codewarrior:228 


Hi there, 
If anyone is going to CGDC, stop by the Metrowerks booth. There's 
probably a T-shirt in it for you ;-) 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14858 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000228 


——MESSAGE FILE 14859 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000229 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bug in IDE? 

Date: Fri, 01 May 1998 10:33:37 -0500 

Organization: Metrowerks 

Lines: 23 

Message-ID: <sumner-ya02408000R0105981033370001@news.scea.sony.com> 

References: <memo.19980424010408.22501A@jmhannan.compulink.co.uk> <6hv88bSb017@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: mtwks110.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <6hv88bS$b017@chuka.playstation.co.uk>, "Graham Bisset" 
<nospam@com> wrote: 


>Yup, happened to me as well, running v2 and its 
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>*very* annoying. 

> 

>Just suffered another problem with autosave, where each 
>time you compile, it saves your source file! Very very 
>annoying and am now having to re-do large parts of the 
>code to recover. Time that I could have spent learning 
>more Yaroze stuff, but now having to 'fix' my code *grrrr* 
> 

>This prevents you from going back to an old version! 


I think this is an option in the IDE pref panel whether it saves files 
before build or not. CodeWarrior does have the capability of building the 
current file from memory rather than disk. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14859 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000229 


——MESSAGE FILE 14860 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000230 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Metrowerks moving 

Date: Fri, 01 May 1998 10:35:07 -0500 

Organization: Metrowerks 

Lines: 8 

Message-ID: <sumner-ya02408000R0105981035070001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks110.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:322 scee.yaroze.pr 
ogramming.codewarrior:230 


Hi there, 

Metrowerks will be moving offices on Friday, May 1 through Monday, May 4, 
1998. We'll be back up on Tuesday, May 5, 1998. We apologize for any 
inconvenience. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14860 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000230 


——MESSAGE FILE 14861 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000231 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Little problem 
Date: Sat, 2 May 1998 19:14:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 
Message-ID: <6ifngr$lbr1l0@chuka.playstation.co.uk> 
NNTP-Posting-Host: agl196.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I think I've found another fault. It's not amazingly important though. 


If you use the "Show Desktop" button on the IE4 taskbar you can't 
re-maximise Codewarrior. I was well cheesed off with this as I had loads of 
unsaved source, so with much swearing and cursing I launched the program 
from the start menu, which seemed to notice there was already an instance 
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>> 

> >For SCEE members to access the SCEA (or SCEI) web pages, they must use the 
> >mirror sites on the SCEE server. It seems that the whole yaroze directory 
> >structure is replicated to the SCEE server, how often it is replicated I 
> >don't know. 

>> 

> 

> I think the problem is with jeff's page on the SCEE server. There's 

> something strange about it and one or two others cos they just show up as 
> blank pages in IE4 (and used to give error messages in IE3). i posted a 

> message about this ages ago but its still broken. Do the pages show up in 
> netscape off the SCEE server? 

> 

> Graeme 


I think there is some kind of funky problem with IE and the SCEE server, I 
dont' know what but when I used to use IE to access the SCEE stuff, most 
of the graphics never used to load - answer - use Netscape, no probs. 


Ira 
—-MESSAGE FILE 1580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00276 


—-MESSAGE FILE 1581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000277 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Change of details 

Date: Sun, 28 Dec 1997 21:41:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ira.rainey—2812972141580001@host5-99-57-93 .btinternet.com> 
NNTP-Posting-Host: host5-99-57-93.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:235 scee.yaroze.freetalk.english: 
277 


Just a short note for all who wish to contact me, I have changed service 
providers and so have obviously changed e-mail address. 


My new e-mail address is: 
ira.rainey@btinternet.com 
Happy new year 


Ira 
—-MESSAGE FILE 1581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00277 


—-MESSAGE FILE 1582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000278 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Namco Gun Part 2. 

Date: Tue, 30 Dec 1997 17:18:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <68bans$9i4j7@chuka.playstation.co.uk> 

References: <O1lbd105bS$988a22e0S66f582c1@xbt28.dial.pipex.com> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Rob Sibley wrote in message 
<01bd105bS$ 988a22e0S 66f582c1@xbt28.dial.pipex.com>... 
>Hi again, 
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running and so maximised it for me... 


Mark Wilson 


—-MESSAGE FILE 14861 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000231 


—--MESSAGE FILE 14862 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000232 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Little problem 

Date: Sun, 3 May 1998 09:00:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6ih800Sjpri@chuka.playstation.co.uk> 
References: <6ifngrSlbril0@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk770.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I too found this. Theres 2 workarounds... 
1: Right click on the taskbar and select ‘un-minimize all windows' 
2: Right click on IDE in the taskbar and select 'close'. The IDE will prompt 


you to save any changed documents. 


Steve 

>I think I've found another fault. It's not amazingly important though. 

> 

>If you use the "Show Desktop" button on the IE4 taskbar you can't 
>re-maximise Codewarrior. I was well cheesed off with this as I had loads of 
>unsaved source, so with much swearing and cursing I launched the program 
>from the start menu, which seemed to notice there was already an instance 
>running and so maximised it for me... 

> 

>Mark Wilson 

> 

> 


—-MESSAGE FILE 14862 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000232 


—--MESSAGE FILE 14863 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000233 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: Metrowerks at CGDC 

Date: Sun, 03 May 1998 13:07:47 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <354c6c05.451769@news.scea.sony.com> 

References: <sumner-ya02408000R0105981035370001@news.scea.sony.com> 
NNTP-Posting-Host: ip1l51.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:323 scee.yaroze.pr 
ogramming.codewarrior:233 


Are you guys planning to attend E3 also?? 


On Fri, 01 May 1998 10:35:37 -0500, sumner@austin.metrowerks.com (Joel 
Sumner) wrote: 


>Hi there, 
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> If anyone is going to CGDC, stop by the Metrowerks booth. There's 
>probably a T-shirt in it for you չ-) 

> 

>-Joel 


—-MESSAGE FILE 14863 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000233 


—-MESSAGE FILE 14864 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000234 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Bug ? 

Date: 3 May 1998 20:44:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6iikvtSjpré6@chuka.playstation.co.uk> 

NNTP-Posting-Host: nl2.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.programming.codewarrior 


I haven't installed 2.1 update yet so I dont know if it fixes this bug I have 
found. 


The bug I found is this. When I made a file I accidently saved it in the 

directory above my project directory. I discoverd this when choosing the option 

to add a file to the project. I noticed this in the box that comes up to select 

your directory/files. I then moved this file into the directory by dragging it 
I then opened the directory and added it to my project. 


However when going back to the editor I got a box with a yellow triangle saying 
the source had been modified outside the editor. This box had two options 
however whichever I pressed the box just kept flahing . I had to press 
ALT+TABtetc to close the program down. This also had the side effect of 
diabling the tab key for any editor eg wordpad, word, vC5(althought the key 
worked for other uses ie swapping windows.) So in the end I had to reboot the 
system. 


—-MESSAGE FILE 14864 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000234 


—--MESSAGE FILE 14865 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000235 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Suggestion for improving CW IDE 

Date: 8 May 1998 21:20:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <memo.19980508221326.55549A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna24-04.compulink.co.uk 


I'm getting to like this IDE. Quick access to header files 

has always been something I've wanted to see. 

One idea, in Borland C++ Builder, is to put all the open files 
into one window, and have access to them via tabs. Its very 
easy to switch to the files you want. Unfortunately it is poor 
at letting you see more than one file at a time / different 
parts of the same file. 

Its the one problem I have with CW IDE, I tend to have lots of 
files in use at any one time, and can never remember where they 
are. 
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Jeff Hannan 


—-MESSAGE FILE 14865 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000235 


—-MESSAGE FILE 14866 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000236 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Suggestion for improving CW IDE 

Date: Fri, 08 May 1998 23:30:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35538781.C1240309@chowfam.demon.co.uk> 

References: <memo.19980508221326.55549A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


One major gripe I have about using CW is that it is so 
incredibly slow when it comes round to redrawing it's 
windows after they have been brought to the front. 


Another thing. 

Can you (Metrowerks) please use the implementation 
provided in the Windows SDK for dockable toolbars? 
The one now is agonisingly painful to use. 


jc 


—-MESSAGE FILE 14866 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000236 


——MESSAGE FILE 14867 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000237 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: CW puts "C" in text area. 

Date: Sat, 09 May 1998 12:38:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <35544040.F2A2C253@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 


m 


Content-Type: text/plain; charset=x-user-defined 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Anyone else experienced this? 


—-MESSAGE FILE 14867 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000237 


—-MESSAGE FILE 14868 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000238 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW puts "C" in text area. 

Date: Sat, 9 May 1998 18:25:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 


Net Yaroze newsgroups message dump.txt Page 10014 


Message-ID: <6j23noSaek16@chuka.playstation.co.uk> 
References: <35544040.F2A2C253@chowfam.demon.co.uk> 
NNTP-Posting-Host: usera812.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Seems to happen when you press the 'windows' key. 


>Anyone else experienced this? 
> 


—-MESSAGE FILE 14868 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000238 


—--MESSAGE FILE 14869 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000239 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW puts "C" in text area. 

Date: Sat, 09 May 1998 21:15:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3554B964.E54C8E21@chowfam.demon.co.uk> 

References: <35544040.F2A2C253@chowfam.demon.co.uk> <6j23noSaek16@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Dunn wrote: 


> 

> Seems to happen when you press the 'windows' key. 
> 

> >Anyone else experienced this? 

>> 


Nope. Definitely not that. 

1. I only have a 102 key keyboard. 

2. I think, but don't quote me, the "Windows" key simply sends 
the keycode representing "Ctrl+Esc". Trying "Ctrl+Esc" does 
not give any spurious C's. 


They seem to crop up in random locations. 

Sometimes in function names. Sometimes at the end 
of lines, for several lines. 

It can be irritating going over work just to delete 
them. 

Any other suggestions, of what may be the cause? 


jc 


—-MESSAGE FILE 14869 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000239 


——MESSAGE FILE 14870 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000240 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW puts "C" in text area. 

Date: Sat, 9 May 1998 21:26:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6j2ebcSaek19@chuka.playstation.co.uk> 

References: <35544040.F2A2C253@chowfam.demon.co.uk> <6j23noSaek16@chuka.playstation. 
co.uk> <3554B964.E54C8E21@chowfam.demon.co.uk> 
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NNTP-Posting-Host: userk921.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I found that pressing 'windows/E' (to bring up an explorer window) will cause 
the stray character. 


Steve 


>Steve Dunn wrote: 

>> 

>> Seems to happen when you press the 'windows' key. 
>> 

>> >Anyone else experienced this? 

>> > 

> 

>Nope. Definitely not that. 

>1. I only have a 102 key keyboard. 

>2. I think, but don't quote me, the "Windows" key simply sends 
>the keycode representing "Ctrl+Esc". Trying "Ctrl+Esc" does 
>not give any spurious C's. 

> 

>They seem to crop up in random locations. 
>Sometimes in function names. Sometimes at the end 
>of lines, for several lines. 

>It can be irritating going over work just to delete 
>them. 

>Any other suggestions, of what may be the cause? 
>-- 

>jc 

> 

> 


—-MESSAGE FILE 14870 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000240 


——MESSAGE FILE 14871 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000241 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW puts "C" in text area. 

Date: Sat, 09 May 1998 23:38:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3554DACA. 449FDFE4@chowfam.demon.co.uk> 

References: <35544040.F2A2C253@chowfam.demon.co.uk> <6j23noSaek16@chuka.playstation. 
co.uk> <3554B964.E54C8E21@chowfam.demon.co.uk> <6j2ebcSaek19@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Dunn wrote: 

> 

> I found that pressing 'windows/E' (to bring up an explorer window) will cause 
> the stray character. 

> 


Possibly. 

I can't get the damn thing to occur again, even though it has 
happened to me several times now. 

I usually notice the C's when I bring it to the front after 
looking some other windows. 


jc 


—-MESSAGE FILE 14871 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


Net Yaroze newsgroups message dump.txt Page 10016 


rior/00000241 


——MESSAGE FILE 14872 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000242 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW puts "C" in text area. 

Date: Sun, 10 May 1998 23:35:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6j5a30Srial@chuka.playstation.co.uk> 

References: <35544040.F2A2C253@chowfam.demon.co.uk> <6j23noSaek16@chuka.playstation. 
co.uk> <3554B964.E54C8E21@chowfam.demon.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


The windows key has it's own keycode! You could even code a DOS 3 (old 
versions of DOS) program to read it! I know, I have seen the code generated 
with an old keycode display program I wrote well before Windows 95 came 
along. Ctrl+Esc emulates the Windows key and not the other way round. Of 
course it can't be used like the Windows key to bring up the Explorer, Run 
dialog, or the Find File dialog (WK+E, WK+R and WK+F respectively) 


JohnT 


James Chow wrote in message <3554B964.E54C8E21@chowfam.demon.co.uk>... 
>Steve Dunn wrote: 

>> 

>> Seems to happen when you press the 'windows' key. 

>> 

>> >Anyone else experienced this? 

>> > 

> 

>Nope. Definitely not that. 

>1. I only have a 102 key keyboard. 

>2. I think, but don't quote me, the "Windows" key simply sends 
>the keycode representing "Ctrl+Esc". Trying "Ctrl+Esc" does 
>not give any spurious C's. 

> 

>They seem to crop up in random locations. 

>Sometimes in function names. Sometimes at the end 

>of lines, for several lines. 

>It can be irritating going over work just to delete 

>them. 

>Any other suggestions, of what may be the cause? 

>—— 

>jc 

> 

> 


—-MESSAGE FILE 14872 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000242 


——MESSAGE FILE 14873 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000243 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: register variables 

Date: 14 May 1998 14:06:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbd7f£41$9e5£7620S$47547ec2@default> 

References: <01bd6477$65581880S$c20f93c3@default> <sumner-—ya02408000R1404981446590001 
@news.scea.sony.com> 

NNTP-Posting-Host: client8447.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Thanks, everyone, for the info. 


I've still not gotten round to debugging some stuff in assembler to see how 
many registers are typically available for use.... 

when I find a simple rule-of-thumb typical value for how many registers 
are spare, then I'll post it here. At the end of the day that's still 
what I want to find-out so that I can tailor my programming style 
accordingly. 


it's good to know it does register colouring anyway. 


Jon 


—-MESSAGE FILE 14873 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000243 


—-MESSAGE FILE 14874 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000244 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: [ANN] new tool 

Date: Tue, 19 May 1998 00:01:57 -0700 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <35612E62.10BF@bc.sympatico.ca> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta0lm01-4.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

CC: scea.yaroze.programming.codewarrior 


Hi fellow mac-heads. I've released a tool on my outside website called 
"Fizzim!". It's a graphical finite state machine editor, now in its 1.2 
release. 


The tool lets you lay out FSMs, edit them, and as its real reason 
d'etre, it can then output the FSM as C++ source code, thus speeding 
game coding. I've found it really helpful for blocking out huge tracts 
of skeleton code. 


The sample file I include with it shows how to code up some combos for 
Epon from Tobal No. 1. I've used to design AI for games as well as 
general program flow. 


http://www.geocities.com/CapeCanaveral/9376 

Follow the Fizzim! link, and apologies for all the geocities cookies and 
interstitials... 

—-MESSAGE FILE 14874 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000244 


—-MESSAGE FILE 14875 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000245 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: [ANN] new tool 

Date: 19 May 1998 15:49:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <6js9miS4p8@chuka.playstation.co.uk> 
References: <35612E62.10BF@bc.sympatico.ca> 
NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 
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X-URL: news://news.playstation.co.uk/35612E62.10BF@bc.sympatico.ca 


Nick <Nick_Porcino@bc.sympatico.ca> wrote: 

>Hi fellow mac-—heads. I've released a tool on my outside website called 
>"Fizzim!". It's a graphical finite state machine editor, now in its 1.2 
>release. 

> 

>The tool lets you lay out FSMs, edit them, and as its real reason 


Damn, one year too late for my course :) 


—-MESSAGE FILE 14875 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000245 


—--MESSAGE FILE 14876 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000246 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: obvious to you but not to me(sob) question 

Date: 21 May 1998 13:27:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6k1a31$4p23@chuka.playstation.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.programming.codewarrior 


I have a problem downloading a program. It keeps giving me BUS ERROR on DATA 
LOAD. Debugging it shows me it is failing at the main() in ps_start.c 


The weird thing is that this program used to load okay, however I changrd the 
code address to 0x80010000 in the debugger pref menu in the ide. Then it 
stopped working. I then reverted back to the defaule values(that I was using 
before) and it still dont work. 


I was wondering whata likely cause of this error? 


—-MESSAGE FILE 14876 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000246 


—--MESSAGE FILE 14877 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000247 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: obvious to you but not to me(sob) question 

Date: Thu, 21 May 1998 16:09:14 +0100 

Organization: Intelligent Research 

Lines: 17 
Message-ID: <35644399. 6C4CA43C@hinge.mistral.co.uk> 
References: <6k1a31S4p23@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


West wrote: 


I have a problem downloading a program. It keeps giving me BUS ERROR on DATA 
LOAD. Debugging it shows me it is failing at the main() in ps_start.c 


The weird thing is that this program used to load okay, however I changrd the 
code address to 0x80010000 in the debugger pref menu in the ide. Then it 


> 
> 
> 
> 
> 
> stopped working. I then reverted back to the defaule values(that I was using 
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> before) and it still dont work. 
Address for a Yaroze build should be 0x80090000 minimum. 


Craig. 


—-MESSAGE FILE 14877 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000247 


—-MESSAGE FILE 14878 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000248 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: obvious to you but not to me(sob) question 

Date: Thu, 21 May 1998 16:51:59 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 28 

Message-ID: <35644D9F.F4CAF432@micronetics.com> 

References: <6k1a31S$4p23@chuka.playstation.co.uk> <35644399.6C4CA43C@hinge.mistral.c 
o.uk> 

NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Craig is correct in stating that you should build above 0x80090000 but I 
guess you discovered that as you reverted back. 


Can codewarrior make a map file? That would tell you for sure where 
your code is located. 


A bus error often occurs when you write words or double words to an odd 
address. Check you're not uploading to funny or uneven offsets. 


Cheers 
Jim 


Craig Graham wrote: 


Address for a Yaroze build should be 0x80090000 minimum. 


> 

> West wrote: 

> 

> > I have a problem downloading a program. It keeps giving me BUS ERROR on DATA 
> > LOAD. Debugging it shows me it is failing at the main() in ps_start.c 

>> 

> > The weird thing is that this program used to load okay, however I changrd the 
> > code address to 0x80010000 in the debugger pref menu in the ide. Then it 

> > stopped working. I then reverted back to the defaule values(that I was using 
> > before) and it still dont work. 

> 

> 

> 

> 


Craig. 
—-MESSAGE FILE 14878 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000248 


——MESSAGE FILE 14879 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000249 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: obvious to you but not to me(sob) question 

Date: 21 May 1998 16:05:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6k1ljbtS4p26@chuka.playstation.co.uk> 

References: <6k1a31S$4p23@chuka.playstation.co.uk> <35644399.6C4CA43C@hinge.mistral.c 
o.uk> 
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NNTP-Posting-Host: n30.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35644399. 6C4CA43C@hinge.mistral.co.uk 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 

> 

> 

>West wrote: 

> 

>> I have a problem downloading a program. It keeps giving me BUS ERROR on DATA 
>> LOAD. Debugging it shows me it is failing at the main() in ps_start.c 

>> 

>> The weird thing is that this program used to load okay, however I changrd the 
>> code address to 0x80010000 in the debugger pref menu in the ide. Then it 

>> stopped working. I then reverted back to the defaule values(that I was using 
>> before) and it still dont work. 

> 

>Address for a Yaroze build should be 0x80090000 minimum. 

> 


oops that shouldve been 0x80100000. 
>Craig. 

> 

> 


—-MESSAGE FILE 14879 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000249 


—-MESSAGE FILE 14880 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000250 
Path: chuka.playstation.co.uk!news 
From: West <wb6ac> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: obvious to you but not to me(sob) question 
Date: 21 May 1998 17:09:50 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 90 
Message-ID: <6kin4uS4p27@chuka.playstation.co.uk> 
References: <6k1a31S4p23@chuka.playstation.co.uk> <35644399.6C4CA43C@hinge.mistral.c 
o.uk> <35644D9F .F4CAF432@micronetics.com> 
NNTP-Posting-Host: n30.herts.ac.uk 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 130092841129986" 
X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 
X-URL: file:/gem2/fte/eqbh/wbh6ac/nypse~l1.xma 


This is a multi-part message in MIME format. 


130092841129986 
Content-Transfer-Encoding: 7bit 
Content-Type: text/plain; charset=us-ascii 


Heres a little more info . The program im trying to get running is the 3d 
tutorial by Peter ?(middlesex prof). Except its loading a cbe 1064 bytes big. 


The tmd is loaded at 800090000 
the code at 800100000 


Ive looked at the mapfile(attched) and it doesnt seem odd to me (admittidly Im 
no expert). 


What I dont understand is that this program originally worked (ie got past 
ps_start.c) into main.c. (it used to fail cause I forgot to download the tmd 
which is when i changed the address to 800100000 which is what ive always used 
with success on other progs). Those changes resulted in it failing in 
ps_start.c. When I reverted back to the earlier conditions it still failed in 
ps_start.c as opposed to main.c where it used to fail due to lack of tmd) 
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> 

>I sorted out the problem with the gun, but now it only works accurately on 
>light coloured backgrounds. I know this was the same problem that occured 
>with the old Predator gun, but I thought this would be different with the 

>G-Con, as it also takes input from the video signal. Is this data stored 

>somewhere else? 

> 

Hi Rob, 


The problem you have occurs on all Gun/LightPens, and is due to the fact 
that you have to have light present to trigger the sensor in the gun. 

The scanning method used by nearly all gun games is to check the trigger, 
and if it is pressed flash the screen white ( or light blue ) for a frame in 
order to get an accurate gun reading. 

The Namco gun uses the video input to set up a hardware counter, whereas the 
old guns used a software interupt. ( which is why you can use the Namco gun 
with the yaroze ) 


Cheers, 
Colin. 


>Has anybody used a gun successfully? Am I wasting my time? 
> 

>Cheers. 

> 

>Rob. 


—-MESSAGE FILE 1582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00278 


-—-MESSAGE FILE 1583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000279 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@nospam.virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Restarting PSX 

Date: 31 Dec 1997 19:52:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01bd1626$25d498e0Sda42a8c2@james.banks> 

References: <338B6AAD.6F38@netcomuk.co.uk> <338BEDE5.2083@interactive.sony.com> <338 
C6D6B. 4C00@netcomuk.co.uk> 

NNTP-Posting-Host: p38-kestrel-gui.tch.virgin.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ira Rainey <shad.dev@netcomuk.co.uk> wrote in article 
<338C6D6B. 4C00@netcomuk.co.uk>... 


> 

> When I mean resetting, I meant the PSX returning to the CIP console. 

> 

> This has never happened. 

> 

> Ira 

> -- 

> "Never take life too seriously, 'cause you know you're not getting out 
> of it alive." - Bugs Bunny 

> 


Did you ever get the Yaroze to reset back to the CIP console screen ?? I am 
using CodeWarrior as well and whenever a program finishes it never resets 
the Yaroze system. 


I would be grateful for any answers / fixes for this problem. 


Cheers, 
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Could it be my tmd? 
Is Codewarrior gone screwy? 
Or am I messing up big time? 
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130092841129986 
Content-Transfer-Encoding: 7Եւե 
Content-Type: text/plain 
@PAM __ start 
# Performance Analyzer Map File 
80100000 00000020 .text start_c (_psstart.c) 
80100020 0000011C .text __ start (_psstart.c) 
8010013C 0000009Շ .text main (main.c) 
801001D8 000000F0 .text InitGraphics (main.c) 
801002C8 0000011C .text RenderWorld (main.c) 
801003E4 00000074 .text DrawSqr (main.c) 
80100458 00000024 .text PadInit (Pad.c) 
8010047C 0000005C .text PadRead (Pad.c) 
801004D8 00000040 .text SetVideoMode (LIBPS.A.lib) 
8010051Շ 00000004 .rodata __static_init ( (linker generated) ) 
80100520 00000004 .rodata _gp ((linker generated) ) 
80100524 00000004 .rodata _sbss_size ((linker generated) ) 
80100528 00000004 .rodata _bss_size ((linker generated) ) 
8010052Շ 00000004 .rodata _sdata_size ((linker generated) ) 
80100530 00000004 .rodata _data_size ((linker generated) ) 
80100534 00000004 .rodata _rdata_size ((linker generated) ) 
80100538 00000004 .rodata _fsbss ((linker generated) ) 
8010053Շ 00000004 .rodata _fbss ((linker generated) ) 
80100540 00000004 .rodata _fsdata ((linker generated) ) 
80100544 00000004 .rodata _fdata ((linker generated) ) 
80100548 00000004 .rodata _frdata ((linker generated) ) 
8010054Շ 00000004 .rodata __exception_table_start ((linker generated) ) 
80100550 00000004 .rodata __exception_table_end ((linker generated) ) 
80100554 00000004 .rodata _ftext ((linker generated) ) 
80100558 00000004 .rodata _stack_addr ((linker generated) ) 
8010055Շ 00000004 .rodata _nbtvectors ((linker generated) ) 
80100560 00000004 .rodata _stack_size ((linker generated) ) 
80100564 00000004 .rodata _heap_size ((linker generated) ) 
80100568 00000004 .rodata _etext ((linker generated) ) 
8010056C 00000004 .rodata _edata ((linker generated) ) 
80100570 00000004 .rodata _end ((linker generated) ) 
80100574 00000004 .rodata _fsdata_ROM ((linker generated) ) 
80100578 00000004 .rodata _fdata_ROM ((linker generated) ) 
8010057C 00000004 .rodata _sdata_ROM_size ((linker generated) ) 
80100580 00000004 .rodata _data_ROM_size ((linker generated) ) 
80100584 00000004 .rodata _scratchpad_size ((linker generated) ) 
8010058C 0000000E .data 66 (main.c) 
8010059C 0000000D .data 611 (main.c) 
801005B4 00000004 .sbss PADstatus (main.c) 
801005B8 00000004 .sbss Buffer (main.c) 
801005BC 00000004 .sbss bbO (Pad.c) 
801005Շ0 00000004 .sbss bbi (Pad.c) 
801005Շ8 00000028 .bss OTHeader (main.c) 
801005F0 00008000 .bss Ot (main.c) 
801085Բ0 00011940 .bss PacketBuf (main.c) 
80119F30 00000060 .bss theSqr (main.c) 
#Memory map: 
80100000 0000051C .text 
8010058C 00000024 .data 
80100580 00000004 .sdata 
8010051Շ 00000070 .rodata 
80100584 00000014 .sbss 
18800000 00000004 .scratchpad 
801005C8 000199ՇՇ .bss 
130092841129986-- 


--MESSAGE FILE 14880 
rior/00000250 


END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


—-MESSAGE FILE 14881 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
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arrior/00000251 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: obvious to you but not to me(sob) question 

Date: Thu, 21 May 1998 20:14:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6kluecS4p28@chuka.playstation.co.uk> 

References: <6k1a31S$4p23@chuka.playstation.co.uk> <35644399.6C4CA43C@hinge.mistral.c 
o.uk> <35644D9F.F4CAF432@micronetics.com> <6kin4u$4p27@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Just a thought... 
Have you adjusted to address you upload it to on the Yaroze in the uploader 
program or batch file? 


JohnT 


West wrote in message <6kln4uS4p27@chuka.playstation.co.uk>... 

>Heres a little more info . The program im trying to get running is the 3d 
>tutorial by Peter ?(middlesex prof). Except its loading a cbe 1064 bytes 
big. 

> 

>The tmd is loaded at 800090000 

>the code at 800100000 

> 

>Ive looked at the mapfile(attched) and it doesnt seem odd to me (admittidly 
Im 

>no expert). 


> 

>What I dont understand is that this program originally worked (ie got past 
>ps_start.c) into main.c. (it used to fail cause I forgot to download the 
tmd 


>which is when i changed the address to 800100000 which is what ive always 
used 


>with success on other progs). Those changes resulted in it failing in 
>ps_start.c. When I reverted back to the earlier conditions it still failed 
in 


>ps_start.c as opposed to main.c where it used to fail due to lack of tmd) 
> 

>Could it be my tmd? 

>Is Codewarrior gone screwy? 

>Or am I messing up big time? 

> 


—-MESSAGE FILE 14881 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000251 


—--MESSAGE FILE 14882 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000252 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: !@#$%%&*()) (**&SS@#! Codewarrior 

Date: 21 May 1998 20:17:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6k2247S4p30@chuka.playstation.co.uk> 

References: <6k1a31S$4p23@chuka.playstation.co.uk> <35644399.6C4CA43C@hinge.mistral.c 
o.uk> <35644D9F.F4CAF432@micronetics.com> <6k1in4u$4p27@chuka.playstation.co.uk> <6k1 
uec$4p28@chuka.playstation.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6kluec$4p28@chuka.playstation.co.uk 
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notch up another one to Codewarrior. 
Created new proj, moved files to it , low and behold it works! 


—-MESSAGE FILE 14882 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000252 


—--MESSAGE FILE 14883 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000253 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 14883 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000253 


—-MESSAGE FILE 14884 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000254 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 
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X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8$hcal7@chuka.playstation.co.uk>... 
> YarozeMaster V2.0 is ready! 


> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end օք the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


V V V V 


Craig. 
—-MESSAGE FILE 14884 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000254 


——MESSAGE FILE 14885 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000255 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "L. Washington" <lemont@bellsouth.net> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: C++ In CW? 

Date: Fri, 29 May 1998 11:03:32 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <6kmi8iSalq3@scea> 

NNTP-Posting-Host: gapc93.BTNA.COM 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've followed mr Blackwells instructions on getting C++ to work to the T. 
But after all modifications I get a linker error stating that the function 
referenced in _pssstart.cpp called InitHeap(); is unresolved. 

Where is the InitHeap Function? Is it in the yaroze lib? 

THe acutal line of text that uses it is: 


jal InitHeap (Jump and Link assembler command to call subroutine) 
Anyone got this problem or have a solution? Thanks in Advance. 


—-MESSAGE FILE 14885 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000255 


—-MESSAGE FILE 14886 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000256 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ In CW? 

Date: Wed, 03 Jun 1998 20:56:19 -0700 

Organization: SCEA News Server 

Lines: 7 
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Message-ID: <35761AE0.7349@bc.sympatico.ca> 
References: <6kmi8iSalq3@scea> 

Reply-To: Nick_Porcino@studio.disney.com 
NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I just checked my projects, and they do indeed call InitHeap like yours 
does. Are you using the latest CW and libs? 


Have you included RTS_MWC+t+le.lib in your project? That's where it's 
defined, I think. Make sure you included libps.a.lib as well... 


- nick 
—-MESSAGE FILE 14886 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000256 


——MESSAGE FILE 14887 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000257 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: help! MWDebugIO doesn't work! 

Date: Thu, 04 Jun 1998 14:58:18 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3576b511.145027198@news.scea.sony.com> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Can someone from MW PLEASE tell me why I get an exception when 
I call PCcreat or PCopen? It works fine for a simple program, but for 
my larger program it keeps giving me an exception on the address where 
the functions are loaded in on the XMAP. Does it have anything to do 
with me calling it from a function that has grown very big (many 
pages, due to added and added logic over time!), or any hints at all, 


please. I've had trouble for 3 months, and could never figure it out, 
but I need some answers SOON. I can send the project zipped, thanks. 
Jamin 


—-MESSAGE FILE 14887 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000257 


—--MESSAGE FILE 14888 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000258 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 
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That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


—-MESSAGE FILE 14888 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000258 


—-MESSAGE FILE 14889 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000259 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Debugger problem 

Date: Sun, 7 Jun 1998 19:35:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6lemid$1293@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl403.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Another bug-ette has just reared its head, unless I've done something really 
stupid... which has been known. 


A routine I was working on was playing up, so I stuck in a breakpoint. There 
my troubles began. 


void GetCurrentPosition(Obj *obj) 
{ 


short i, d, deltax, deltay; 


int dincl, dinc2, xincl, xinc2, yincl, yinc2; 


deltax obj->tx ob j->sx; 
deltay ob j->ty ob j->sy; 


Setting a breakpoint on the "deltay = " line I noticed that deltax was 
coming out as 0, not -640. Stepping through the next line, I found that 
deltay was being calculated OK. 


So I stuck in a printf before the calculation like 
printf ("Sd\tSd%t%sd\n", obj->tx, obj->sx, obj-tx - obj->sx); 
which returned exactly the figures I'd expected, 0, 640 and -640. A printf 


AFTER the calculation showed that deltax was in fact being set up correctly, 
and was just not being displayed in the debugger. 


Any ideas? 


Mark 


—-MESSAGE FILE 14889 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000259 


—-MESSAGE FILE 14890 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000260 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: Sun, 07 Jun 1998 19:56:31 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 52 

Message-ID: <357AE25F.83EEAC60@compuserve. com> 
References: <6lemid$1293@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d19-030.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Mark Wilson wrote: 


Another bug-ette has just reared its head, unless I've done something really 
stupid... which has been known. 


A routine I was working on was playing up, so I stuck in a breakpoint. There 
my troubles began. 


void GetCurrentPosition(Obj *obj) 
{ 


short i, d, deltax, deltay; 


int dincl, dinc2, xincl, xinc2, yincl, yinc2; 


deltax ob j->tx obj->sx; 
deltay ob j->ty ob j->sy; 


Setting a breakpoint on the "deltay = " line I noticed that deltax was 
coming out as 0, not -640. Stepping through the next line, I found that 
deltay was being calculated OK. 


So I stuck in a printf before the calculation like 
printf ("Sd\tSd%tsd\n", obj->tx, obj->sx, obj-tx - obj->sx); 
which returned exactly the figures I'd expected, 0, 640 and -640. A printf 


AFTER the calculation showed that deltax was in fact being set up correctly, 
and was just not being displayed in the debugger. 


Any ideas? 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Mark 


I think this is a bug in the debugger, 'cos I've also had the same 

problem. I think that if the compiler optimises your local 

variables into registers then the debugger wont display them. If you open up the 
register window you will find that one of the registers 

will update with the values you'd expect. 

This can be overcome by using the keyword "volatile" as follows 


volatile short i,d,deltax,deltay; 
and the debugger will display the variables correctly. 
cheers 


Nick Slaven 


http://www.netyaroze-europe.com/~nslaven/ 
—-MESSAGE FILE 14890 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000260 


——MESSAGE FILE 14891 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000261 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: Mon, 8 Jun 1998 21:52:47 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6lhivj$1294@chuka.playstation.co.uk> 

References: <6lemid$1293@chuka.playstation.co.uk> <357AE25F.83EEAC60@compuserve.com> 
NNTP-Posting-Host: userk743.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Nick Slaven wrote in message <357AE25F.83EEAC60@compuserve.com>... 

>I think this is a bug in the debugger, 'cos I've also had the same 
>problem. I think that if the compiler optimises your local 

>variables into registers then the debugger wont display them. If you open 
up the 

>register window you will find that one of the registers 

>will update with the values you'd expect. 

>This can be overcome by using the keyword "volatile" as follows 

> 
>volatile short i,d,deltax,deltay; 

> 

>and the debugger will display the variables correctly. 


Thanks, that sorted it. 
Any chance of a fix Metrowerks? 


Mark 


—-MESSAGE FILE 14891 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000261 


—-MESSAGE FILE 14892 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000262 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <SMR@cs.bham.ac.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: float and integer trouble 

Date: Thu, 11 Jun 1998 21:53:12 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <358043B8.19F1@cs.bham.ac.uk> 
NNTP-Posting-Host: dial3.bham.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


I seem to be having a bit of trouble with integers and floats. I'ma 
Java programmer normally and don't have much experience with C so it may 
be me being crap but anyway. whenever I try any arithmetic involving a 
float and an integer i get errors from codearrior. it compiles fine but 
has a linker error saying it can't find _f_ftoi. 

I presume it is legal to add a float aand an int otherwise it would 
have a compiler error. I've tried searching all the header files to see 
if I can find ftoi but i can't. 

If anyone has any suggestions, or what i'm trying is just not possible 
then any help would be much appreciated. 


cheers steve 
—-MESSAGE FILE 14892 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000262 


—-MESSAGE FILE 14893 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000263 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: float and integer trouble 

Date: Fri, 12 Jun 1998 00:44:53 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <35806BF5.1479FC36@compuserve.com> 
References: <358043B8.19F1@cs.bham.ac.uk> 
NNTP-Posting-—Host: 1d36-170.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Steve Randerson wrote: 


I seem to be having a bit of trouble with integers and floats. I'ma 
Java programmer normally and don't have much experience with C so it may 
be me being crap but anyway. whenever I try any arithmetic involving a 
float and an integer i get errors from codearrior. it compiles fine but 
has a linker error saying it can't find _f_ftoi. 

I presume it is legal to add a float aand an int otherwise it would 
have a compiler error. I've tried searching all the header files to see 
if I can find ftoi but i can't. 

If anyone has any suggestions, or what i'm trying is just not possible 
then any help would be much appreciated. 


VVVVVVVVVVV VV 


cheers steve 


Sounds like a library problem to me, have you specified all the libs 

you need? I think there is an extra maths lib you have to link in if 

you want to use floating point arithmatic. (ftoi will be a "float to int" 
function call generated by the compiler & the only place it will be defined 
is inside a library) 
& yes its perfectly legal in C to mix all the variable types you like in 
calculations (including pointers!). 


Cheers 


Nick 


http://www.netyaroze-europe.com/~nslaven/ 
—-MESSAGE FILE 14893 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000263 


—-MESSAGE FILE 14894 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000264 

Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Release 2.0 compatibility 

Date: Fri, 12 Jun 1998 20:23:18 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35817216.31353559@aol.com> 

NNTP-Posting-Host: 172-104-109.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 2CE1E17A87993BECC63A2EDF" 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


2CE1E17A87993BECC63A2EDF 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello! 


I have written the program Pandora's Box on a PC with CodeWarrior 
Release 2.0. This program makes use of the MWDebugIO functionality. Some 
people complained (including Sony), that they can not run the program, 
because they do not have a Macintosh at hands. Doing a little digging I 
fugured out, that this spurious error message is probably due to some 
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Version change from an older version. Could someone of Metroworks check 
this phenomenon (and eventually provide Sony with the latest 
version...). 


Thanks 
Christoph Luerig 


2CE1E17A87993BECC63A2EDF 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello! 


<P>I have written the program <A HREF="http://www.netyaroze-europe.com/~cplverig">Pa 
ndora's 

Box </A>on a PC with CodeWarrior Release 2.0. This program makes use of 

the MWDebugIO functionality. Some people complained (including Sony), that 

they can not run the program, because they do not have a Macintosh at hands. 

Doing a little digging I fugured out, that this spurious error message 

is probably due to some Version change from an older version. Could someone 

of Metroworks check this phenomenon (and eventually provide Sony with the 

latest version...). 


<P>Thanks 
<BR>Christoph Luerig</HTML> 


2CE1E17A87993BECC63A2EDF-— 


—-MESSAGE FILE 14894 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000264 


——MESSAGE FILE 14895 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000265 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: @home.com 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: Sat, 13 Jun 1998 15:47:40 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3583018C.5A7F@home.com> 

References: <6lemid$1293@chuka.playstation.co.uk> <357AE25F.83EEAC60@compuserve.com> 
<6lhivj$1294@chuka.playstation.co.uk> 

Reply-To: @home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I don't work for Metrowerks, but I thought I'd point out a couple of 
things - 


Setting your variables "volatile" removes any hope of your code being 
optimized. You'll get MAJOR slow downs, in other words, and all the guys 
using gcc will start saying nyah-nyah-nyah to you. 


Check your compile settings instead. If you are building with 
instruction scheduling or many other optimizations turned on, the 
compiler doesn't give the symbol file any clues as to where a value 
might be held at any point. Microsoft Visual C++ for Intel does this too 
- it's not just Metrowerks. 


If you set up a project using the recent project stationery, you'll 
actually get two targets you can build - a debug version, and a release 
version. The debug version will have all the switches turned off so you 
can see your variables. 


I hope this helps. 
nick 
—-MESSAGE FILE 14895 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
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James 
—-MESSAGE FILE 1583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00279 


—-MESSAGE FILE 1584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000280 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Restarting PSX 

Date: Thu, 01 Jan 1998 19:38:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <ira.rainey—0101981938460001@0.0.0.0> 

References: <338B6AAD.6F38@netcomuk.co.uk> <338BEDE5.2083@interactive.sony.com> <338 
C6D6B.4C00@netcomuk.co.uk> <01bd1626$25d498e0Sda42a8c2@ james.banks> 
NNTP-Posting-Host: host5-99-58-69.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


<james.banks@nospam.virgin.net> wrote: 
Ira Rainey <shad.dev@netcomuk.co.uk> wrote in article 
When I mean resetting, I meant the PSX returning to the CIP console. 


This has never happened. 


VV N V V V 


Ira 


Did you ever get the Yaroze to reset back to the CIP console screen ?? I am 
using CodeWarrior as well and whenever a program finishes it never resets 
the Yaroze system. 


VVVVVVVVVV VV 


In short, no. But with the latest version of CW and PSComUtil when a 
program ends, the connection is usually still up and you can continue to 
upload and run stuff without having to manually reset the console. 


Ira 
—-MESSAGE FILE 1584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00280 


—-MESSAGE FILE 1585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000281 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Gran Turismo 

Date: 6 Jan 1998 18:53:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bd1ad5$1599d040$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


The graphics, unbelievable. If I hadn't the CD actually in my Yaroze I 
would have thought this runs on Playstation2. 

The cars shine, look and feel totaly realistic. There is one (of at least 
4) course where you drive through a big city at night. It has to be seen to 
be believed! 


Roland (playing GT) 
—-MESSAGE FILE 1585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00281 


—-MESSAGE FILE 1586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000282 
Path: chuka.playstation.co.uk!news 
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rior/00000265 


—--MESSAGE FILE 14896 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000266 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesxX.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Gripes about CodeWarior 

Date: Sun, 28 Jun 1998 22:34:20 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 32 

Message-ID: <3596B6DC.56DF88AD@reality-—bytesX.demon.co.uk> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You'd think that a comapny which writes compilers, like Metrowerks would 
have employed Ace programmers to write a compiler like CodeWarrior, I'm 
always in awe of people who write compilers and regard them as having to 
know everything there is to know about C. but 


why can't I use C++. 

why can't I maximise the code windows 

why can't I minimise the code windows 

why is there no syntactical help 

why do they use non standard buttons and other graphics 

why is the communications from PSX to PSCommUtill soo slow 

why did I have to do a 16MB download from Metrowerks site before the 
program would even work. 


My copy of Visual C++ 4.0 cost less than CW, lots less and guess what, 
It works. 


The only reason I opted to use CodeWarrior was because I though it would 
make life easier than strugling with a command line driven gnu c 
program. I think I would have pulled out a lot less hair if I had used 
gnu instead. 


I'm still strugling on with CodeWarrior now but only because I don't 
want to admit that I have wasted my money. 


Come on MetroWerks, fix the damned thing before I start posting messages 
like this to lots of other news groups. 


Nuff Said, 
Kevin 
Remove 'X' from address If you wish to Email me. 


—-MESSAGE FILE 14896 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000266 


——MESSAGE FILE 14897 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000267 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 

Date: 29 Jun 1998 10:33:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <01lbda349$1f£35c6c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <3596B6DC.56DF88AD@reality—bytesxX.demon.co.uk> 
NNTP-Posting-Host: dl-s42-83-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Kevin <kevin@reality-bytesxX.demon.co.uk> wrote in article 
<3596B6DC.56DF88AD@reality—bytesxX.demon.co.uk>... 
> You'd think that a comapny which writes compilers, like Metrowerks would 
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> have employed Ace programmers to write a compiler like CodeWarrior, I'm 


They did. The compiler itself is rather good (like, it does dead code 
stripping and 


stuff). 

> always in awe of people who write compilers and regard them as having to 
> know everything there is to know about C. but 

> 

> why can't I use C++. 


You can. Check out some older threads as to how.... 
> why can't I maximise the code windows 

> why can't I minimise the code windows 

> why is there no syntactical help 

It's a compiler, not a tutorial.... 


> why do they use non standard buttons and other graphics 


The environment came over from the Mac. Personally I rather like it, 
but thats only me.... 


> why is the communications from PSX to PSCommUtill soo slow 
You have it set to 9600 baud? 


why did I have to do a 16MB download from Metrowerks site before the 
program would even work. 


My copy of Visual C++ 4.0 cost less than CW, lots less and guess what, 
It works. 


VVVVYV 


VC++ is a mass market product with more resources thrown at it than 
Metrowerks total turnover. CW is a limited run product. How many Yaroze 
copys do you think they sell? Couple of thousand at most. So, even if they 
made 100% profit, and put it all into developmenmt of the tool, that only 
pays for two decent developers for a year, with no profit at all in it for 
the company.... 


There isn't that much money in the Yaroze version - bear in mind that 
CodeWarrior 
Pro Dev costs over 2000.00 (UK) per seat. 


> The only reason I opted to use CodeWarrior was because I though it would 
> make life easier than strugling with a command line driven gnu c 

> program. I think I would have pulled out a lot less hair if I had used 

> gnu instead. 

It is better than the GNU tools - you just have to throw away some of your 
assumptions 


about the environment (that you got from VC++). 


I'm still strugling on with CodeWarrior now but only because I don't 
want to admit that I have wasted my money. 


Come on MetroWerks, fix the damned thing before I start posting messages 
like this to lots of other news groups. 


VV V V V 


I think that would be childish - the product is certainly not that bad. 
> Kevin 


Craig. 

(who's said all this before) 

--MESSAGE FILE 14897 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000267 


——MESSAGE FILE 14898 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000268 
Path: chuka.playstation.co.uk!news 
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From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Gripes about CodeWarior 

Date: Mon, 29 Jun 1998 19:00:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6n8kq3Ssub3@chuka.playstation.co.uk> 
References: <3596B6DC.56DF88AD@reality-—bytesxX.demon.co.uk> 
NNTP-Posting-Host: usero341.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 5.00.0518.4 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 


>why can't I maximise the code windows 
>why can't I minimise the code windows 


Because you can't. So? I haven't noticed this until you just mentioned it. 
>why do they use non standard buttons and other graphics 

Because it's all ported over from the Mac. You get used to it, eventually. 
>why is the communications from PSX to PSCommUtill soo slow 


I do find 115200 baud fairly unreliable, but it seems fine at 57600. You 
could always try Craig Graham's ARS. (ooerr... sounds a bit rude :) 


>why did I have to do a 16MB download from Metrowerks site before the 
>program would even work. 


Um, what 16MB download was that? The update I downloaded was 2-3MB tops. 


>My copy of Visual C++ 4.0 cost less than CW, lots less and guess what, 
>It works. 


But you have to program a PC with it! :-) 


>The only reason I opted to use CodeWarrior was because I though it would 
>make life easier than strugling with a command line driven gnu c 
>program. I think I would have pulled out a lot less hair if I had used 
>gnu instead. 

> 

>I'm still strugling on with CodeWarrior now but only because I don't 
>want to admit that I have wasted my money. 

> 


I must admit that my first reaction to CW was "Oh my God, what a load of 
swill, can't even be bothered to write Windows-specific version, nasty 
ported Mac icons, messy windows, crap editor etc etc..." 


But I stuck with it, and although I still think it has a lousy editor, I 
think it's got a lot going for it. The debugger in particular is about as 
good as you're going to get considering the Yaroze's limitations. 


If you want an example of a truly appalling dev system you should see the 
one I've got to use at work. Debugging C using Forth is not my idea of a 
good time. 


Mark 


—-MESSAGE FILE 14898 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000268 


—-MESSAGE FILE 14899 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000269 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesxX.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 
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Date: Mon, 29 Jun 1998 21:29:11 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 29 

Message-ID: <3597F917.498697F@reality-—bytesX.demon.co.uk> 
References: <3596B6DC.56DF88AD@reality-—bytesX.demon.co.uk> <6n8kq3Ssub3@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: reality-bytes.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I'm prepared to accept most of the comments in Craig and Marks reply. I guess 
I havn't been exposed to a great many compilers. 


but 


I have my baud rate set to 115200 and printf locks up programs for sometimes 2 
to 4 seconds per character. when the playstation starts executing the programs 
or terminates the programs it takes several seconds for the relevant messages 
to finaly get finished in the PSCommUtill window. but not in Siocons. 


I have followed closely a couple of documents on getting C++ to work and have 
given up as I still have problems with it. guess I'm missing something. 


The 16 Mb download to get CW working was about a year ago. there wasn't a 
patch, basically you just replaced the version you had on the CD with the one 
you downloaded. 


Take a look at the about Metrowerks dialogue, I counted 81 people employed in 
the engineering team and they still couldn't come up with a standard windows 
program. 


Any way, I'm off to do more battle with Sound problems. 
Kevin 
Remove 'X' from address to Email me. 


—-MESSAGE FILE 14899 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000269 


——MESSAGE FILE 14900 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000270 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 

Date: Tue, 30 Jun 1998 00:07:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <6n96nnSsub6@chuka.playstation.co.uk> 

References: <3596B6DC.56DF88AD@reality—bytesX.demon.co.uk> <6n8kq3Ssub3@chuka.playst 
ation.co.uk> <3597F917.498697F@reality-—bytesxX.demon.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I'm prepared to accept most of the comments in Craig and Marks reply. I 
guess 

>I havn't been exposed to a great many compilers. 

> 


hey don't give in to those guys. its the emperors new clothes. i think 
codewarrior sucks too, and i have used a fair few compilers at work. 
Fortunately they were command line tools and I could call them from a 
makefile in visual studio. And you can with gnu too - steve dunn knows how. 


I think metrowerks shot themselves in the foot with that tacky windows 
porting tool, and using us Net Yaroze folk as unwitting paying beta testers. 
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I know I certainly wont be buying any of their tools at work now I know how 
frustrating they are. 


As for being a superior compiler, I really doubt theres much in it. Anyway 
didnt i read recently that metrowerks are going to start selling GNU 
compilers coupled with (cough!) their front end. I guess metrowerks dont 
think its that bad a compiler. And the GNU compilers are getting improved 
all the time with egcs (anyone built snapshots for their yaroze yet?) 


[ aside : I'm sure there could be dosh to be made if someone could integrate 
gdb as a Visual Studio plug-in. There is an interface already to read out VS 
breakpoints. Do it as a separate program that calls gdb, you keep the rights 
to the debugger plug in and you can undercut metrowerks. I know for £2000 a 
seat I'd support GNU tools. ergh! what am i saying?] 


sorry rambling a bit there. So anyway your question was why cant codewarrior 
do all that stuff, and the answer has to be 'because theres someone at 
metrowerks who really really likes their pet mac porting tool'. ach these 
things happen. I mean if we hadnt wasted £100 we wouldnt get to bitch about 
it :) 


see ya 


graeme 


—-MESSAGE FILE 14900 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000270 


—-MESSAGE FILE 14901 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000271 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 

Date: Tue, 30 Jun 1998 01:22:16 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35983caa.88589183@news.scea.sony.com> 

References: <3596B6DC.56DF88AD@reality-—bytesX.demon.co.uk> <0Olbda349S1f35c6c0Sf30b0a 
Oa@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: client-119-39.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


This is not the Craig I know... And I was so looking forward to a 
flame war, I am so disapointed!!! [LOL] Did you trade your sword for a 
beautiful woman? Darn, when I read through Kevin's post, I was sure 
some Grade A entertainment was in the offering... 


—Matt, who thinks Kevin just got a break he will never quite 

understand the depths of. 

—-MESSAGE FILE 14901 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000271 


——MESSAGE FILE 14902 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000272 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 

Date: 30 Jun 1998 10:26:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <01bda411$36fb9aa0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3596B6DC.56DF88AD@reality—bytesX.demon.co.uk> <6n8kq3Ssub3@chuka.playst 
ation.co.uk> <3597F917.498697F@reality-—bytesX.demon.co.uk> <6n96nnSsub6@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: dl-s2-43-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Graeme Evans <evans@fourny.demon.co.uk> wrote in article 
<6én96nnS$sub6@chuka.playstation.co.uk>... 

> >I'm prepared to accept most of the comments in Craig and Marks reply. I 
guess 

>I havn't been exposed to a great many compilers. 

> 


hey don't give in to those guys. its the emperors new clothes. i think 
codewarrior sucks too, and i have used a fair few compilers at work. 


V V V V V V 


Have you tried the Microtec XRAY debugger? It's a lot worse than CW, 
and they (still) charge £1500 a seat for it. Just the debugger, not the 
compiler. 


I think we should have a fight about it :) 
[ happy now Matthew... :) ] 


> Fortunately they were command line tools and I could call them from a 

> makefile in visual studio. And you can with gnu too - steve dunn knows 
how. 

> 

> I think metrowerks shot themselves in the foot with that tacky windows 
> porting tool, and using us Net Yaroze folk as unwitting paying beta 
testers. 

> I know I certainly wont be buying any of their tools at work now I know 
how 

> frustrating they are. 


I think the problem is that they haven't released an update to the Yaroze 
compiler for a long while. The ProDev compiler - as shown at Devcon a while 
ago, and on their WWW site, is a much better environment, which solves 
pretty much all the problems the earlier versions suffered (the editor is a 
case 

in point). 


> As for being a superior compiler, I really doubt theres much in it. 
Anyway 


Call tree analysis and dead code stripping. 


> didnt i read recently that metrowerks are going to start selling GNU 
> compilers coupled with (cough!) their front end. I guess metrowerks dont 


Actually, it's just a plugin to CodeWarrior that allows you to optionally 
call 
the GNU compiler in place of the Metrowerks one. 


> think its that bad a compiler. And the GNU compilers are getting improved 
> all the time with egcs (anyone built snapshots for their yaroze yet?) 


CW compiled code tends to be smaller than GNU compiled code. 


> [ aside : I'm sure there could be dosh to be made if someone could 
integrate 

> gdb as a Visual Studio plug-in. There is an interface already to read out 
ՄՏ 

> breakpoints. Do it as a separate program that calls gdb, you keep the 
rights 

> to the debugger plug in and you can undercut metrowerks. I know for £2000 
a 

> seat I'd support GNU tools. ergh! what am i saying?] 

> 

> sorry rambling a bit there. So anyway your question was why cant 
codewarrior 

> do all that stuff, and the answer has to be 'because theres someone at 

> metrowerks who really really likes their pet mac porting tool'. ach these 


I quite like the GUI. 
> graeme 


Craig. 
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—-MESSAGE FILE 14902 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000272 


—--MESSAGE FILE 14903 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000273 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 

Date: 30 Jun 1998 10:30:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bda411Sbd5f9880Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3596B6DC.56DF88AD@reality-—bytesxX.demon.co.uk> <01lbda349S1f35c6c0Sf30b0a 
Oa@Angelal.intelligent-group.com> <35983caa.88589183@news.scea.sony.com> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<35983caa.88589183@news.scea.sony.com>... 

> This is not the Craig I know... And I was so looking forward to a 

> flame war, I am so disapointed!!! [LOL] Did you trade your sword for a 
> beautiful woman? Darn, when I read through Kevin's post, I was sure 

> some Grade A entertainment was in the offering... 


I've been 111..... 


> -Matt, who thinks Kevin just got a break he will never quite 
> understand the depths of. 


I'll catch him when I've recovered...he's not off the hook yet ;) 


Craig. 
—-MESSAGE FILE 14903 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000273 


—-MESSAGE FILE 14904 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000274 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Gripes about CodeWarior 

Date: Tue, 30 Jun 1998 23:21:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <6nbodsSsub7@chuka.playstation.co.uk> 

References: <3596B6DC.56DF88AD@reality—bytesX.demon.co.uk> <6n8kq3Ssub3@chuka.playst 
ation.co.uk> <3597F917.498697F@reality—bytesX.demon.co.uk> <6n96nnSsub6@chuka.playst 
ation.co.uk> <01bda411$36fb9aa0Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: userm292.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 


>Have you tried the Microtec XRAY debugger? It's a lot worse than CW, 
>and they (still) charge £1500 a seat for it. Just the debugger, not the 
>compiler. 

> 


We use the Microtec 68K compiler at work (but not the debugger due to the 
Forth/C mess up previously described) and it's nothing to write home about, 
and still costs around £1500. We're looking to move to the GNU compiler 
actually! 


Mark 


—-MESSAGE FILE 14904 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000274 
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—--MESSAGE FILE 14905 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000275 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: float and integer trouble 

Date: Tue, 30 Jun 1998 22:46:24 GMT 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <35996a7d.371661938@news.scea.sony.com> 

References: <358043B8.19F1@cs.bham.ac.uk> <35806BF5.1479FC36@compuserve. com> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: Forte Free Agent 1.11/32.235 


Does anyone know what kind of stuff the compiler has to generate to 
make floating point work on the playstation? It seems like it would 
clog things up if it was used too much. 


Jamin 


On Fri, 12 Jun 1998 00:44:53 +0100, Nick Slaven 
<NickSlaven@compuserve.com> wrote: 


>Steve Randerson wrote: 

>> 

>> I seem to be having a bit of trouble with integers and floats. I'ma 

>> Java programmer normally and don't have much experience with C so it may 
>> be me being crap but anyway. whenever I try any arithmetic involving a 
>> float and an integer i get errors from codearrior. it compiles fine but 
>> has a linker error saying it can't find _f_ftoi. 

>> I presume it is legal to add a float aand an int otherwise it would 


>> have a compiler error. I've tried searching all the header files to see 
>> if I can find ftoi but i can't. 

>> If anyone has any suggestions, or what i'm trying is just not possible 
>> then any help would be much appreciated. 

>> 

>> cheers steve 

> 


>Sounds like a library problem to me, have you specified all the libs 

>you need? I think there is an extra maths lib you have to link in if 

>you want to use floating point arithmatic. (ftoi will be a "float to int" 
>function call generated by the compiler & the only place it will be defined 
>is inside a library) 
>& yes its perfectly legal in C to mix all the variable types you like in 
>calculations (including pointers!). 

> 

> 

>Cheers 

> 

> 

>Nick 

> 

>—— 

> 

>http://www.netyaroze-europe.com/~nslaven/ 


—-MESSAGE FILE 14905 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000275 


——MESSAGE FILE 14906 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000276 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: help! MWDebugIO doesn't work! 

Date: Tue, 30 Jun 1998 22:49:40 GMT 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <35996aca.371739312@news.scea.sony.com> 

References: <3576b511.145027198@news.scea.sony.com> 
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NNTP-Posting-Host: 204.240.38.127 
X-Newsreader: Forte Free Agent 1.11/32.235 


It seems like periodically for no reason at all the library call will 
work, and then it won't. After the libs cause an exception, I 
immediately run my program again and do the exact same thing, but this 
time around the read/writes work! I'm hoping that the functions 
maintain integrity while a program is running, so that you can test to 
see if the i/o is working in the beginning before you go through the 
trouble of making progress in your game/editor. Maybe I should break 
down and get Pro Action Replay... 


Jamin 


On Thu, 04 Jun 1998 14:58:18 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> Can someone from MW PLEASE tell me why I get an exception when 
>I call PCcreat or PCopen? It works fine for a simple program, but for 
>my larger program it keeps giving me an exception on the address where 
>the functions are loaded in on the XMAP. Does it have anything to do 
>with me calling it from a function that has grown very big (many 
>pages, due to added and added logic over time!), or any hints at all, 


>please. I've had trouble for 3 months, and could never figure it out, 
>but I need some answers SOON. I can send the project zipped, thanks. 
> 

> 

>Jamin 


—-MESSAGE FILE 14906 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000276 


—-MESSAGE FILE 14907 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000277 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: help! MWDebugIO doesn't work! 

Date: Wed, 1 Jul 1998 01:36:07 +0100 

Organization: Backroom Software Ltd. 

Lines: 38 

Message-ID: <6ncOhuSsub9@chuka.playstation.co.uk> 

References: <3576b511.145027198@news.scea.sony.com> <35996aca.371739312@news.scea.so 
ny . com> 

NNTP-Posting-Host: usera868.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Maybe I should break 

>down and get Pro Action Replay... 

Perhaps you should get Action Replay 'before' you break down. 

"Nice ARS' (the file server) now supports Metrowerks '‘utilities' library 
(open, seek, read, write, close) over parallel. 


Steve 


Jamin Frederick wrote in message <35996aca.371739312@news.scea.sony.com>... 
>It seems like periodically for no reason at all the library call will 
>work, and then it won't. After the libs cause an exception, I 
>immediately run my program again and do the exact same thing, but this 
>time around the read/writes work! I'm hoping that the functions 
>maintain integrity while a program is running, so that you can test to 
>see if the i/o is working in the beginning before you go through the 
>trouble of making progress in your game/editor. Maybe I should break 
>down and get Pro Action Replay... 

> 

> 

>Jamin 

> 

>On Thu, 04 Jun 1998 14:58:18 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 
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> 

>> Can someone from MW PLEASE tell me why I get an exception when 

>>I call PCcreat or PCopen? It works fine for a simple program, but for 
>>my larger program it keeps giving me an exception on the address where 
>>the functions are loaded in on the XMAP. Does it have anything to do 
>>with me calling it from a function that has grown very big (many 
>>pages, due to added and added logic over time!), or any hints at all, 
>>please. I've had trouble for 3 months, and could never figure it out, 
>>but I need some answers SOON. I can send the project zipped, thanks. 
>> 

>> 

>>Jamin 

> 


—-MESSAGE FILE 14907 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000277 


——MESSAGE FILE 14908 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000278 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: MWDebugI0O 

Date: Wed, 01 Jul 1998 14:37:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <359A3B82.2267A83D@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This is really a .beginners question really, but it's related to 
Codewarrior because I use it and love it! 


I'm using the MWDebugIO library functions to read in my TIM files 
dynamically rather than download them into a specific area of memory via 
a batch file. The benefit of this is also that it's easy to free up the 
memory once the TIMs have been transferred to the frame buffer 


But because these functions require PSComUtil and a lot of people are 
using SIOCONS, I will need to forget this and use the standard ‘local 
dload car.tim 80090000' stuff in a batch file when I release the final 
version, with the corresponding 

#define CAR_ADDRESS 80090000 


and 
p = (u_long *)CAR_ADDRESS 


and all that stuff 


But, I don't know how to free up this memory afterwards. Because it's 
not dynamically allocated, free(p) won't work, will it? Do I just set p 
to NULL? Have I answered my own question? 


Cheers 
Phil 


—-MESSAGE FILE 14908 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000278 


—-MESSAGE FILE 14909 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000279 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Wed, 01 Jul 1998 15:12:51 +0100 
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From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gran Turismo 

Date: Thu, 8 Jan 1998 20:33:15 -0000 

Organization: Yaloozer 

Lines: 16 

Message-ID: <693d49Sbfn4@chuka.playstation.co.uk> 
References: <01bd1ad5$1599d040S$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>The graphics, unbelievable. If I hadn't the CD actually in my Yaroze I 
>would have thought this runs on Playstation2. 

>The cars shine, look and feel totaly realistic. There is one (of at least 
>4) course where you drive through a big city at night. It has to be seen to 
>be believed! 

> 

>Roland (playing GT) 


Is GT out in europe yet? Tell all. 


Graeme (not playing GT) 


—-MESSAGE FILE 1586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00282 


—-MESSAGE FILE 1587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000283 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Net Yaroze Fame Game (continues in '98 ...) 

Date: Fri, 9 Jan 1998 15:39:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <695gufSbfn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:29 scee.yaroze.freetalk.english:2 
83 scee.yaroze.mydemos: 68 


"News just in ...... ւ 
"Official PlayStation sales figures for last month's Christmas edition were 
240,000 in UK alone!' 


More fame opportunities! 

We are now looking for the 6th Net Yaroze playable demo to go on 'Official 
layStation Magazine' Demo Disc which will go out to hundreds of thousands 
een PlayStation games players in Europe and Australia in April '98. If you 
ould like to see your playable demo on the disc then get programming. 
losing date is Monday 19th April at 9:00am. 

lease remember to include the title screen on the front of your game - this 
an be found in the download area (demodisc.zip) within the demo section on 
he Members Web site. 
nd 

lease advise by e-mail asap if you are submitting a game. 

Entries will be judged on Monday 19th April at 9:00am and the winner will be 
notified shortly afterwards! 


ՍՓ ԷՇ gO z wd 


Remember: 

1. Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 
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Organization: Intelligent Research 

Lines: 23 

Message-ID: <359A43E3.CD8101E3@hinge.mistral.co.uk> 
References: <359A3B82.2267A83D@easynet.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Philip Gooch wrote: 


> But, I don't know how to free up this memory afterwards. Because it's 
> not dynamically allocated, free(p) won't work, will it? Do I just set p 
> to NULL? Have I answered my own question? 


To get back the memory used for TIM's you've loaded into VRAM already, what 
you can do is organise all such 'disposable' TIM's to be AFTER your 

code and other data. Then, you can re-initialise the malloc system after 
loading 

the TIM's to the VRAM so that you will get the memory back for use 

at runtime... 


(yes, I'm aware that most people don't do this and put their graphics data 
before 

the code in memory - well, you don't get the memory back to the heap if you 
do it that way) 


> Phil 


Craig. 


—-MESSAGE FILE 14909 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000279 


—-MESSAGE FILE 14910 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000280 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Wed, 01 Jul 1998 16:00:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <359A4F13.6927AD1A@easynet.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


Philip Gooch wrote: 


> But, I don't know how to free up this memory afterwards. Because it's 
> not dynamically allocated, free(p) won't work, will it? Do I just set ք 
> to NULL? Have I answered my own question? 


To get back the memory used for TIM's you've loaded into VRAM already, what 
you can do is organise all such 'disposable' TIM's to be AFTER your 

code and other data. Then, you can re-initialise the malloc system after 
loading 

the TIM's to the VRAM so that you will get the memory back for use 

at runtime... 


VVVVVVVVVVVV VV 


(yes, I'm aware that most people don't do this and put their graphics data 
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before 
the code in memory - well, you don't get the memory back to the heap if you 
do it that way) 


V V V V 


Thanks Craig. And if storing my TIM as static data in an array (using Steve 
Dunn's bin2hex program), how can I free up the memory taken up by the array 
afterwards? 


Thanks in advance 
Phil 


--MESSAGE FILE 14910 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000280 


——MESSAGE FILE 14911 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000281 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Wed, 01 Jul 1998 16:20:30 +0100 

Organization: Intelligent Research 

Lines: 45 
Message-ID: <359A53BE.2F04B837@hinge.mistral.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Philip Gooch wrote: 


> Thanks Craig. And if storing my TIM as static data in an array (using Steve 
> Dunn's bin2hex program), how can I free up the memory taken up by the array 
> afterwards? 


Tricky. Probably not possible without some fine control over the linker. 

It's possible the other way because the TIM's were positioned beyond the end 

of the area that the linker has layed out for compiler generated data. 

Putting the TIM's in as C structs would embed them into the .data section of the 
linked program. Ordering is: 


program start address 


text :program code 

.rodata 

.data :initilised data (the TIM's would link into this section) 
.sdata 

.sbss :uninitialised data 

.bss :uninitialised data 


rest of memory, the TIM's would've loaded up here before.... 


Problem is that the other way, you can simply tell the PSX that the heap starts 
at the end of BSS and goes on to the base of the stack (heap must be linear). 
If you do it with the TIM's in the data section, you have the bss block inbetween 


them and the rest of the memory (and bss is where a lot of your global vars 
will link to). 


> Thanks in advance 


Sorry, no joy here :(Of course... 

You could be cunning and allocate the memory yourself explicitly 

- say you've got an array of objects that you know takes up less space 
than the TIM, overlay the array onto the TIM's memory after loading 

it to VRAM. I (and I suppose most people) do a similar thing with the 
scratchpad memory for doing fast calculations on blocks of data - allocate 
areas of it by hand, making sure that they don't interfere, or if they do 
that the data that's messed isn't needed any more. 


Net Yaroze newsgroups message dump.txt Page 10043 


> Phil 


Craig. 


—-MESSAGE FILE 14911 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000281 


—-MESSAGE FILE 14912 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000282 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Wed, 1 Jul 1998 18:02:48 +0100 

Organization: Backroom Software Ltd. 

Lines: 68 

Message-ID: <6ndqd5Ssub14@chuka.playstation.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> 

NNTP-Posting-Host: userk173.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just a 'wild' (very wild) thought, don't know if it'll work or not... 


use __declspec( bss ) for all 'disposable' C structs created with 
bin2hex, and then use __declspec( sbss ) for the rest of the unitialised 
data... 


For instance... 

__declspec(bss) char c[]={"1234567890"} ; (this would be the tim file as an 
array) 
__declspec(sbss) int nLives j; 


Next thing to do is load all the disposable stuff into VRAM that's contained 
in the bss section and (here comes the main bit I'm not sure about) tell the 
psx that the heap starts at the 'start' of the bss section. 

Something like this... 

InitHeap( _fbss, newheapsize ) ; 


Another 'possible' alternative is to shuffle everything around (data, sdata, 
sbss, and bss), so that '.data' is at the end, then init your heap all over 
it when you've finished loading what was in it. Look in ԷԵտ ՆՈՒՑ Ե -hs 
There lots օք interesting pointers in there. 


As I said, just a thought. Someones soon gonna come along and tell me I'm 
talking a load of sh!t :) 


Steve 


Philip Gooch wrote in message <359A4F13.6927AD1A@easynet.co.uk>... 
> 
> 


>Craig Graham wrote: 
>> Philip Gooch wrote: 


>> > But, I don't know how to free up this memory afterwards. Because it's 
>> > not dynamically allocated, free(p) won't work, will it? Do I just set 


>> > to NULL? Have I answered my own question? 

>> 

>> To get back the memory used for TIM's you've loaded into VRAM 

already, what 

>> you can do is organise all such 'disposable' TIM's to be AFTER your 

>> code and other data. Then, you can re-initialise the malloc system after 
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>> loading 

>> the TIM's to the VRAM so that you will get the memory back for use 

>> at runtime... 

>> 

>> (yes, I'm aware that most people don't do this and put their graphics 
data 

>> before 

>> the code in memory - well, you don't get the memory back to the heap if 
you 

>> do it that way) 

>> 

> 

>Thanks Craig. And if storing my TIM as static data in an array (using Steve 
>Dunn's bin2hex program), how can I free up the memory taken up by the array 
>afterwards? 

> 

>Thanks in advance 

> 

>Phil 

> 


—-MESSAGE FILE 14912 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000282 


——MESSAGE FILE 14913 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000283 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugI0O 

Date: 2 Jul 1998 09:30:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <0Olbda59b$bafd0560Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <steve@backroom.tm> wrote in article 
<6éndqd5$sub1l4@chuka.playstation.co.uk>... 
> Just a 'wild' (very wild) thought, don't know if it'll work or not... 


> 

> use __declspec( bss ) for all 'disposable' C structs created with 

> bin2hex, and then use __declspec( sbss ) for the rest of the unitialised 
> data... 

> 

> For instance... 

> __declspec(bss) char c[]={"1234567890"} ; (this would be the tim file as 
an 

> array) 

> __declspec(sbss) int nLives ; 


Don't do this. the bss is the uninitialised data segment (things are layed 
out in it 

by the linker, but no data is placed in it and I don't think it even 
appears in the PXE 

file - in fact, a bug in one revision of the CW linker was that the bss 
actually did appear 

in the final file, causing huge PXE's to be produced. They fixed that 
problem though, 

and I don't think it ever appeared in a Yaroze release of the compiler 
anyway. 


> Next thing to do is load all the disposable stuff into VRAM that's 
contained 

> in the bss section and (here comes the main bit I'm not sure about) tell 
the 

> psx that the heap starts at the 'start' of the bss section. 
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> Something like this... 

> InitHeap( _fbss, newheapsize ) ; 

> 

> Another 'possible' alternative is to shuffle everything around (data, 
sdata, 


> sbss, and bss), so that '.data' is at the end, then init your heap all 
over 
> it when you've finished loading what was in it. Look in 


rts_info_t__-h. 
> There lots of interesting pointers in there. 


I don't think rts_info_t__.h appears in the Yaroze distribution Steve. 
Perhaps 

you're seeing things yes? 

> As I said, just a thought. Someones soon gonna come along and tell me 
I'm 


> talking a load of sh!t :) 


You're talking a load of shit. But the re-order the .data to the end is a 
good idea, 
only problem is in guaranteeing that the TIM's are at the end of the data 
section 

(link in the file with them in it last in the link order pane?). 


> Steve 


Stop being such a wuss and get the serial ARS support done - I might even 
give you a hand 
and do the PSX side libs if you're really lucky. 


Craig. 
—-MESSAGE FILE 14913 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000283 


——MESSAGE FILE 14914 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000284 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugI0O 

Date: Thu, 2 Jul 1998 11:12:01 +0100 

Organization: Backroom Software Ltd. 

Lines: 96 
Message-ID: <6nfmlu$6011@chuka.playstation.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl14@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560$f30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: usera507.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I don't think rts_info_t__.h appears in the Yaroze distribution Steve. 
>Perhaps 

>you're seeing things yes? 

> 


erm, think it did. If it didn't come with the original, it must have been 
put there when I inadvertently visited black-bag or something. 


>You're talking a load of shit. But the re-order the .data to the end is a 
>good idea, 
aha, excuse me while I visit Ladbrokes to pick up my winnings! '1-5' on 
Craig being the first person to say I was in fact talking 'sh!t' ! :) 
(Didn't expect the 'good idea' bit at the end though ! :) 


> 

>Stop being such a wuss and get the serial ARS support done - I might even 
>give you a hand 

>and do the PSX side libs if you're really lucky. 

> 

Would be nice to get it done. As soon as I'm sacked from my day job 
(shouldn't be too long now), I'll get straight to it. 
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Craig Graham wrote in message 
<O1lbda59bSbafd0560Sf30b0a0a@Angelal.intelligent-group.com>... 

> 

> 

>Steve Dunn <steve@backroom.tm> wrote in article 
><6ndqd5$sub14@chuka.playstation.co.uk>... 

>> Just a 'wild' (very wild) thought, don't know if it'll work or not... 
>> 


>> use __declspec( bss ) for all 'disposable' C structs created with 

>> bin2hex, and then use __declspec( sbss ) for the rest of the unitialised 
>> data... 

>> 

>> For instance... 

>> __declspec(bss) char c[]={"1234567890"} ; (this would be the tim file as 
>an 

>> array) 

>> __declspec(sbss) int nLives ; 

> 


>Don't do this. the bss is the uninitialised data segment (things are layed 
>out in it 

>by the linker, but no data is placed in it and I don't think it even 
>appears in the PXE 

>file - in fact, a bug in one revision of the CW linker was that the bss 
>actually did appear 

>in the final file, causing huge PXE's to be produced. They fixed that 
>problem though, 

>and I don't think it ever appeared in a Yaroze release of the compiler 
>anyway. 

> 

>> Next thing to do is load all the disposable stuff into VRAM that's 
>contained 

>> in the bss section and (here comes the main bit I'm not sure about) tell 
>the 

>> psx that the heap starts at the 'start' of the bss section. 

>> Something like this... 

>> InitHeap( _fbss, newheapsize ) ; 

>> 

>> Another 'possible' alternative is to shuffle everything around (data, 
>sdata, 


>> sbss, and bss), so that '.data' is at the end, then init your heap all 
>over 
>> it when you've finished loading what was in it. Look in 


>__rts_info_t__.h. 

>> There lots of interesting pointers in there. 

> 

>I don't think rts_info_t__.h appears in the Yaroze distribution Steve. 

>Perhaps 

>you're seeing things yes? 

> 

>> As I said, just a thought. Someones soon gonna come along and tell me 

>I'm 

>> talking a load of sh!t :) 

> 

>You're talking a load of shit. But the re-order the .data to the end is a 
>good idea, 
>only problem is in guaranteeing that the TIM's are at the end of the data 
>section 

>(link in the file with them in it last in the link order pane?). 

> 

>> Steve 

> 

>Stop being such a wuss and get the serial ARS support done - I might even 
>give you a hand 

>and do the PSX side libs if you're really lucky. 

> 
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>Craig. 


—-MESSAGE FILE 14914 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000284 


—-MESSAGE FILE 14915 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000285 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: 2 Jul 1998 11:28:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <0Olbda5ac$37a72220Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Quick note for those who don't know: 


Steve & me are mates of old (we used to work together at an un-named 
interactive TV company in west london), so I'm not being a nasty rotter 
by telling him he's talking shit - he can take it :) 


Craig. 

(who doesn't generally post nasty comments, don't be afraid to chip in 

here everyone else) 

—-MESSAGE FILE 14915 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000285 


——MESSAGE FILE 14916 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000286 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Thu, 02 Jul 1998 12:54:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <359B7510.CD114F0D@easynet.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Dunn wrote: 


>I don't think rts_info_t__.h appears in the Yaroze distribution Steve. 
>Perhaps 

>you're seeing things yes? 

> 


erm, think it did. If it didn't come with the original, it must have been 
put there when I inadvertently visited black-bag or something. 


VVVVVVV 


It's definitely there. I think it comes with Codewarrior, with useful comments 
added by Metrowerks. 
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It would be helpful if someone from Metrowerks and Sony could give us some help 
here. Having a completely self-contained executable containing all the static 
graphics and sound data that can be overwritten when no longer needed would be a 
good thing, IMO. 


Sony appear to have been totally absent from the newsgroups recently. Are they 
all on holiday? 


Phil 


—-MESSAGE FILE 14916 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000286 


——MESSAGE FILE 14917 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000287 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugI0O 

Date: Thu, 02 Jul 1998 09:12:21 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <359b4e89.14273705@news.scea.sony.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
նէ» <359B7510.CD114F0D@easynet.co.uk> 

NNTP-Posting-Host: client-119-2.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


One of your support staff, James Russell. just made an appearance in 
the 3D section... good entry too. 
-Matt 


--MESSAGE FILE 14917 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000287 


——MESSAGE FILE 14918 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000288 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Thu, 02 Jul 1998 11:11:58 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <359b68d1.21002714@news.scea.sony.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
uk> <0O1lbda5ac$37a72220Sf30b0a0a@Angelal.intelligent-group.com> 

NNTP-Posting-Host: client-—151-198-130-233.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Craig. 
>(who doesn't generally post nasty comments, don't be afraid to chip in 
>here everyone else) 


O.k., I won't be shy. I was just joshing you over on Kevin's 
thread, I am glad to see you haven't gone soft on us. ;-)) 

And to everyone else, I can testify that Craig's bark is worse than 
his bite, he is a definite cheeky sod. Always remember that this guy 
was writing his own C compiler at the age of 12 or so, and has no 
patience for us mere mortals when we whine unreasonably about the 
great tools we have. 

Take him with a grain of salt. I just tease him because he blew 
raspberries in my face once, and I never got to blow back. And his 
edgey entries always crack me up no end. When you need an 
authoritative answer to a question, Craig will be there for you. 


—Matt, who is glad to see you are well again. 
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—-MESSAGE FILE 14918 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000288 


—--MESSAGE FILE 14919 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000289 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: 2 Jul 1998 16:34:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0Olbda5d7$0£425900Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5S$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
նէ» <359B7510.CD114F0D@easynet.co.uk> <359b4e89.14273705@news.scea.sony.com> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<359b4e89.14273705@news.scea.sony.com>... 

> One of your support staff, James Russell. just made an appearance in 
> the 3D section... good entry too. 


Listen to James. He knows what he's talking about. Nice Dancing Ogre, shame 
the env mapper 
was so slow... 


Craig. 


—-MESSAGE FILE 14919 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000289 


--MESSAGE FILE 14920 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000290 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Thu, 2 Jul 1998 18:21:36 +0100 

Organization: Backroom Software Ltd. 

Lines: 9 

Message-ID: <6ngfre$6013@chuka.playstation.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <6énfmlu$6011@chuka.playstation.co. 
նէ» <359B7510.CD114F0D@easynet.co.uk> <359b4e89.14273705@news.scea.sony.com> 
NNTP-Posting-Host: usera780.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


What's the '3D Section' ? 


Matthew Hulett wrote in message <359b4e89.14273705@news.scea.sony.com>... 


>One of your support staff, James Russell. just made an appearance in 
>the 3D section... good entry too. 

> 

>-Matt 


—-MESSAGE FILE 14920 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000290 


—--MESSAGE FILE 14921 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000291 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
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Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Thu, 2 Jul 1998 19:07:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6ngia8$6014@chuka.playstation.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <6énfmlu$6011@chuka.playstation.co. 
uk> <O1lbda5ac$37a72220Sf30b0a0a@Angelal.intelligent-group.com> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Quick note for those who don't know: 


craig & me go back too. We used to be at scripture union together, he was a 
short fat kid with really thick glasses and he smelt funny. we all used to 
kick him in, now look what happened! yes he can take a bit of joshing, old 
craigie. 


—-MESSAGE FILE 14921 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000291 


—--MESSAGE FILE 14922 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000292 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Thu, 02 Jul 1998 14:26:45 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <359b9832.33133265@news.scea.sony.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
uk> <359B7510.CD114F0D@easynet.co.uk> <359b4e89.14273705@news.scea.sony.com> <éngfre 
$6013@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-119-71.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>What's the '3D Section' ? 
scee.yaroze.programming.3d_graphics. 
Wiseass. չ-)) 

-Matt 


--MESSAGE FILE 14922 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000292 


——MESSAGE FILE 14923 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000293 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: Thu, 2 Jul 1998 20:24:59 +0100 

Organization: Backroom Software Ltd. 

Lines: 16 

Message-ID: <6ngn20$6016@chuka.playstation.co.uk> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
uk> <359B7510.CD114F0D@easynet.co.uk> <359b4e89.14273705@news.scea.sony.com> <éngfre 
$6013@chuka.playstation.co.uk> <359b9832.33133265@news.scea.sony.com> 
NNTP-Posting-Host: usera037.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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3% Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by any 
third party, and must not have been made available to third parties with 
the intention of commercial usage. 

Good luck! 


NET YAROZE 


—-MESSAGE FILE 1587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00283 


—-MESSAGE FILE 1588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000284 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gran Turismo 

Date: 9 Jan 1998 17:08:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01lbd1d21$fb393ac0$77el6dc0@ulthar.han.de> 

References: <0O1lbd1ad5$1599d040S77el6dc0@ulthar.han.de> <693d49Sbfn4@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


> >The graphics, unbelievable. If I hadn't the CD actually in my Yaroze I 

> >would have thought this runs on Playstation2. 

> >The cars shine, look and feel totaly realistic. There is one (of at 
least 

> >4) course where you drive through a big city at night. It has to be seen 
to 

> >be believed! 

> 

>Roland (playing GT) 


Is GT out in europe yet? Tell all. 


Graeme (not playing GT) 


VVVVVVV 


Nah, I bought the Japanese Import. Its available here in Germany. 
—-MESSAGE FILE 1588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00284 


—-MESSAGE FILE 1589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000285 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gran Turismo 

Date: Fri, 09 Jan 1998 17:22:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <34b65c25.7047276@www-s.playstation.co.uk> 
References: <01bd1ad5$1599d040S77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 6 Jan 1998 18:53:06 GMT, "Roland Boettcher" <roland@harlie.han.de> 

wrote: 

>The graphics, unbelievable. If I hadn't the CD actually in my Yaroze I 
>would have thought this runs on Playstation2. 

>The cars shine, look and feel totaly realistic. There is one (of at least 
>4) course where you drive through a big city at night. It has to be seen to 
>be believed! 
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Seriously, I didn't know you were referring to the newsgroup :) 
(although I do try my best to be a wiseass the rest of the time:) 


Steve 


Matthew Hulett wrote in message <359b9832.33133265@news.scea.sony.com>... 
>>What's the '3D Section' ? 

> 

>scee.yaroze.programming.3d_graphics. 

> 

>Wiseass. չ-)) 

> 

>-Matt 

> 


—-MESSAGE FILE 14923 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000293 


——MESSAGE FILE 14924 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000294 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWDebugIO 

Date: 2 Jul 1998 20:06:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01lbda5f4S$ab594700Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <359A3B82.2267A83D@easynet.co.uk> <359A43E3.CD8101E3@hinge.mistral.co.uk 
> <359A4F13.6927AD1A@easynet.co.uk> <6ndqd5$subl1l4@chuka.playstation.co.uk> <01lbda59b 
Sbafd0560Sf30b0a0a@Angelal.intelligent-group.com> <énfmlu$6011@chuka.playstation.co. 
uk> <01lbda5ac$37a72220Sf30b0a0a@Angelal.intelligent-group.com> <6ngia8$6014@chuka.pl 
aystation.co.uk> 
NNTP-Posting-Host: d2-s35-138-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Graeme Evans <evans@fourny.demon.co.uk> wrote in article 
<6ngia8$6014@chuka.playstation.co.uk>... 

> Quick note for those who don't know: 

> 

> craig & me go back too. We used to be at scripture union together, he was 
a 


I'm surprised you remembered - I thought people tried to blank experiences 
like that, what with the stuff you did with the priest and all ;) 


> short fat kid with really thick glasses and he smelt funny. we all used 
to 


how did you know I'm short & fat :-] 


Craig. 
—-MESSAGE FILE 14924 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000294 


--MESSAGE FILE 14925 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000295 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: ONLY ONE VARIABLE REGISTER.... IS THAT RIGHT? 
Date: 14 Jul 1998 14:58:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbdaf37$daa747e0SLocalHost@default> 
References: <01bd6477$65581880S$c20f93c3@default> 
NNTP-Posting-Host: client9501.globalnet.co.uk 
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Well I've been looking at a disassembly ... it seems that (on optimization 
level 0) you only get one register variable which is SO. 


What's more is that in the debugger with CW release 2.1 the variable that 
does get this coverted SO register does not get updated properly (if at 
all) in the variable display window. 


Where the previous version of the debugger displayed register variables OK 
problem was it didn't display static variables at all ... oh well 
better than the first version that seemed to put random values in the 
variables window! At least with this problem you can put the register 
window-up and look at that ... but if it colours the variables into SO then 
that won't always be easy to follow. 


When can we have a CW debugger that displays all the variables? 
—-MESSAGE FILE 14925 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000295 


——MESSAGE FILE 14926 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000296 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: ONLY ONE VARIABLE REGISTER.... IS THAT RIGHT? 

Date: 14 Jul 1998 15:12:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdaf39$8b207a00Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <01bd6477S$65581880Sc20f93c3@default> <0lbdaf37$daa747e0SLocalHost@defaul 
t> 
NNTP-Posting-Host: dl-s18-59-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Jon Prestidge (alias Moose) <zmoose@premier.co.uk> wrote in article 
<Olbdaf37$daa747e0SLocalHost@default>... 

> 

> When can we have a CW debugger that displays all the variables? 

> 


Top tip - use the comms DLL from the previous version of the debugger with 
the current 
one. It'll work a treat.... 


Craig. 


—-MESSAGE FILE 14926 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000296 


—-MESSAGE FILE 14927 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000297 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 10:09:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 219 

Message-ID: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:408 scee.yaroze.programming.code 
warrior:297 scee.yaroze.programming.2d_graphics: 432 


Net Yaroze newsgroups message dump.txt 
Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96"48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTexturelInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite); 


void main() 


{ 


int activeBuffer; 


InitGraphics(); 


while (1) 
{ 
activeBuffer = GsGetActiveBuff (); 
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GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 


GsClearot (0, 0, &gOrderTable[activeBuffer]); 
GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 0); 
DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 

void InitGraphics () 

eee OTTags [2] [1<<OT_LENGTH]; 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo); 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 

rect.x = textureInfo->px; 

rect.y = texturelInfo->py; 

rect.w = textureInfo->pw; // width in 16-bit words (NOT pixels) 
rect.h = textureInfo->ph; 

LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x d\n", textureInfo->px) ; 
printf ("image y %d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image հ %d\n", textureInfo->ph) ;*/ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 

*/ 


// Load the CLUT into the frame buffer, if it has one 

if (textureInfo->pmode & 0x8) 

{ 

rect.x = textureInfo->cx; // x pos in frame buffer 
rect.y textureInfo->cy; // y pos in frame buffer 
rect.w = textureInfo->cw; // width of CLUT 
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rect.h = textureInfo->ch; // height of CLUT 
LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf("clut y %d\n", textureInfo->cy) ; 
printf("clut w d\n", textureInfo->cw) ; 
printf£("clut հ $d\n", textureInfo->ch) ;*/ 
} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 
{ 


int pixelsPerWord, texturePage; 


InitSprite (sprite); 


// Get texture page ID 
texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 
textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) << 24 + 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = textureInfo->cy; // CLUT y axis positio 

} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w 32; // don't want to display whole TIM, just the 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 
sprite->u = 0; 
sprite->v = 0; 
sprite->cx = 
sprite->cy ; 
sprite->r = 128; 
sprite->g 
sprite->b = 128; 
sprite->mx = 0; 
sprite->my = 0; 
sprite->scalex = ONE; // ONE = 4096 
sprite->scaley ONE; 
sprite->rotate 0; 
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—-MESSAGE FILE 14927 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000297 


—--MESSAGE FILE 14928 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000298 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 17:53:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 230 

Message-ID: <35ACDE6C.954014D4@ndirect.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:409 scee.yaroze.programming.code 
warrior:298 scee.yaroze.programming.2d_graphics: 434 


Philip Gooch wrote: 
Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96*48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 
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#define OT_LENGTH al. 
// globals 


GsIMAGE gPlayerTexturelInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 
void InitGraphics(); 
void LoadTimData(u_long address, GsIMAGE *texturelInfo); 


void InitSprite(GsSPRITE *sprite); 


void main() 


{ 

int activeBuffer; 

InitGraphics(); 

while (1) 

E = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 


GsClearot (0, 0, &gOrderTable[activeBuffer]); 


DrawSync (0); 


VSync (0); 


GsSwapDispBuff(); 
GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 
void InitGraphics () 
ane OTTags [2] [1<<OT_LENGTH]; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 


GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo) ; 


} 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 
rect.x = textureInfo->px; 


VN V N N N N N NV V V NV V V V NV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo); 


0); 
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rect.y = textureInfo->py; 

rect.w = textureInfo->pw; // width in 16-bit words (NOT pixels) 
rect.h = textureInfo->ph; 

LoadIimage (&rect, textureInfo->pixel); 


/*printf ("image x %d\n", textureInfo->px) ; 
printf ("image y %d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image հ d\n", textureInfo->ph) ; */ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


rect.x = textureInfo->cx; // x pos in frame buffer 

rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h Հ textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut) ; // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf("clut y d\n", textureInfo->cy) ; 
printf("clut w %d\n", textureInfo->cw) ; 
printf£("clut հ $d\n", textureInfo->ch) ;*/ 
} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSPRITE *sprite, GsIMAGE *textureInfo) 
{ 


int pixelsPerWord, texturePage; 
InitSprite (sprite); 


// Get texture page ID 
texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 
textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) << 24 + 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = texturelInfo->cy; // CLUT y axis positio 

} 
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// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w 32; // don't want to display whole TIM, just the 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 


sprite->u = 0; 

sprite->v = 0; 

sprite->cx = 0; 
sprite->cy = 0; 
sprite->r = 128; 
sprite->g = 128; 
sprite->b = 128; 


sprite->mx = 0; 

sprite->my = 0; 

sprite->scalex = ONE; // ONE = 4096 
sprite->scaley = ONE; 

sprite->rotate 0; 


VVVVVVVVVVVVVVV NP, NP, VN N VV VV 


Hi Philip. I've just posted you in the freetalk newsgroup. Wish I'd seen 
this first. 


Well, I've had a quick scan over the code, and one thing which jumped out at 
me was your GsSOTTAGs. Try making them global. 


Hope that helps. 


Herbs 


—-MESSAGE FILE 14928 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000298 


——MESSAGE FILE 14929 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000299 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: 15 Jul 1998 18:35:19 GMT 

Organization: SCEE 

Lines: 238 

Message-ID: <0OlbdafadSlb8a66a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:411 scee.yaroze.programming.code 
warrior:299 scee.yaroze.programming.2d_graphics:437 


Hi Philip, 

Sorry to hear that you are having trouble. I think you should hear that 
there is nothing wrong with your code. I've compiled and ran it using 
GCC and SIOCONS. I personally don't use CodeWarrior but I suggest 

using GCC and SIOCONS. 


As for ditching your Net Yaroze..don't give in. It will take time and 
patience. Good-luck. 


Regards, 


George@SCEE 
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Philip Gooch <philg@easynet.co.uk> wrote in article 
<35AC71D4.AA79EB4A@easynet.co.uk>... 


> 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96*48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTextureInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite); 


void main() 


{ 


int activeBuffer; 


InitGraphics(); 


while (1) 
{ 
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At Develop!97 in October they had GT running on the Sony stand, and 
the programmers from CodeMasters (I think) came over to take a look. 
Initially they were "yeah, yeah, that's a bit lame compared to our 
stuff" (as you do), but then they started picking out some of the 
attention to detail, and they started going "coo" a lot, and left the 
stand with the appearance of subdued men. 


The nicest thing about the graphics is definitely the shine on the 
cars and the handling of the windscreen. (I didn't pay enough 
attention to spot any large mountains suddenly appearing on the 
horizon.) Not being a fan of car games I couldn't comment on the 
gameplay. 


- Gil 
—-MESSAGE FILE 1589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00285 


-—-MESSAGE FILE 1590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000286 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: NEW! Yaroze Reviews 

Date: Fri, 09 Jan 1998 18:19:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <34B66A3A.7373@sms.ed.ac.uk> 
NNTP-Posting-Host: at14-013.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Yaroze Reviews: 
There's lots of code out there - some very hot, some not so. 
I've started cataloguing some of the best. 


Check out the new Yaroze Reviews section in the 24C resource and 
tell me what you think... 


James. 
http://www.netyaroze-europe.com/~mrfrosty 


(Some of the new SCEI stuff is damn-near scorching!) 
—-MESSAGE FILE 1590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00286 


—-MESSAGE FILE 1591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000287 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: Net Yaroze Fame Game (continues in '98 ...) 

Date: Sat, 10 Jan 1998 11:15:35 -0600 

Organization: (no organization) 

Lines: 15 

Message-ID: <34B7ACB7.1FAD@charlie.cns.iit.edu> 

References: <695gufSbfn6@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:30 scee.yaroze.freetalk.english:2 
87 scee.yaroze.mydemos:71 
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activeBuffer = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 
GsClearot (0, 0, &gOrderTable[activeBuffer]); 
GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 
DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 

void InitGraphics() 

it OTTags [2] [1<<OT_LENGTH]; 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo); 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 
rect.x = textureInfo->px; 
rect.y textureInfo->py; 
rect.w 
rect.h = textureInfo->ph; 

LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x d\n", textureInfo->px) ; 
printf ("image y %d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image հ %d\n", textureInfo->ph) ;*/ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


rect.x = textureInfo->cx; // x pos in frame buffer 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


0); 


textureInfo->pw; // width in 16-bit words (NOT pixels) 
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rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h = textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf("clut y %d\n", textureInfo->cy) ; 
printf("clut w d\n", textureInfo->cw) ; 
printf("clut հ $d\n", textureInfo->ch) ;*/ 
} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 


{ 


int pixelsPerWord, texturePage; 
InitSprite (sprite); 


// Get texture page ID 


texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 


textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = textureInfo->cy; // CLUT y axis positio 

} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w = 32; // don't want to display whole TIM, 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 


sprite->u = 0; 
sprite->v = 0; 
sprite->cx = 0; 


sprite->cy = 0; 

sprite->r = 128; 

sprite->g = 128; 

sprite->b = 128; 

sprite->mx = 0; 

sprite->my = 0; 

sprite->scalex = ONE; // ONE = 4096 
sprite->scaley = ONE; 

sprite->rotate = 0; 


<< 24 + 


just the 
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> 

> 

> 

—-MESSAGE FILE 14929 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000299 


—--MESSAGE FILE 14930 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000300 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 21:27:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <35AD10B6.153EE9C5@compuserve. com> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: 1d53-013.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:412 scee.yaroze.programming.code 
warrior:300 scee.yaroze.programming.2d_graphics:439 


Philip Gooch wrote: 

> What happens is that when I run the program I get the Yaroze boot-up 

> screen, then the screen flashes briefly before returning to the boot-up 
> screen. 


I've had crashes like this when I made the packet area too big, and when 

its too small. Try making PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 

bigger - you are sorting a clear screen command in here as well as the sprite. 
Also I noticed that you've got OTTags as local in one 

of your functions - try making it global - or static. 


cheers 
Nick (S) 


-—-MESSAGE FILE 14930 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000300 


--MESSAGE FILE 14931 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000301 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 23:34:58 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35AD2E8E.DEF2C169@nospam.easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> <35AD10B6.153EE9C5@compuserve. com> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:413 scee.yaroze.programming.code 
warrior:301 scee.yaroze.programming.2d_graphics:440 


Nick Slaven wrote: 
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> Philip Gooch wrote: 
> > What happens is that when I run the program I get the Yaroze boot-up 
> > screen, then the screen flashes briefly before returning to the boot-up 
> > screen. 
> 
> I've had crashes like this when I made the packet area too big, and when 
> its too small. Try making PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 
> bigger - you are sorting a clear screen command in here as well as the sprite. 
> Also I noticed that you've got OTTags as local in one 
> of your functions - try making it global - or static. 
> 
> cheers 
> 
> Nick (S) 
YES!! This works. Thanks guys. I wouldn't have sussed this out on my own. I 


really appreciate you help. 
Cheers Nick, Herbs and George. Turned out not to be a Codewarrior problem after 
all! Sorry about the cross-posting. 


But what confuses me is: Why does OTTags need to be a global if I'm only using it 
in one function - InitGraphics()? Is GsOT_TAG somehow used by the OS throughout 
the program and so needs to be aware of it whenever it needs it? Sorry, I'm 
really dim on the low-level stuff. I'm better at algorithms - honest! 


Thanks again. 
Phil 


—-MESSAGE FILE 14931 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000301 


--MESSAGE FILE 14932 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000302 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 23:53:34 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 9 

Message-ID: <35AD32E7.3C2B87A9@nospam.easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> <35AD10B6.153EE9C5@compuserve.com> <35 
AD2E8E.DEF2C169@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:414 scee.yaroze.programming.code 
warrior:302 scee.yaroze.programming.2d_graphics: 441 


I suppose also, to be on the safe side, I could cheat and make all my 
OS-level variables globals! 


Only joking, but because I haven't got much of a clue on the hardware 
side it's not clear to me what sort of things always need to be 
accessible to the OS 


Phil 


—-MESSAGE FILE 14932 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000302 


——MESSAGE FILE 14933 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000303 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
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Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 16 Jul 1998 11:15:36 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Sender: thutton@TECH10 
Message-ID: <uiukyd29z.fsf@cybec.com.au> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:415 scee.yaroze.programming.code 
warrior:303 scee.yaroze.programming.2d_graphics: 442 


Philip Gooch <philg@nospam.easynet.co.uk> writes: 

> But what confuses me is: Why does OTTags need to be a global if I'm only using it 
> in one function - InitGraphics()? Is GsOT_TAG somehow used by the OS throughout 

> the program and so needs to be aware of it whenever it needs it? Sorry, I'm 

> really dim on the low-level stuff. I'm better at algorithms - honest! 


The main difference between local variables and globals variables in C 
is their scope, obviously (ie. which functions can see them). The 
second biggest difference is where they're stored. Global and static 
variables are allocated from the heap, while locals are from the 
stack. 


The stack is also used to store parameters passed to functions and 
return addresses. Exhausting the stack is a Bad Thing, as function 
calls may misbehave, crash, hang... I honestly don't know how big the 
default stack is for the Yaroze - it's determined at compile time. 
That's why your code may work for one compiler, but not another. 


Basically, if you have some enormous data structures locally, make 
them static. But remember, they'll persist across multiple calls to 
the function, though this doesn't matter if you were already treating 
them as locals (which don't persist). 


Toby. 
—-MESSAGE FILE 14933 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000303 


—--MESSAGE FILE 14934 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 

arrior/00000304 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Thu, 16 Jul 1998 14:24:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35ADFF08.A310D245@easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:419 scee.yaroze.programming.code 
warrior:304 scee.yaroze.programming.2d_graphics:445 


Toby Hutton wrote: 


> The stack is also used to store parameters passed to functions and 
> return addresses. Exhausting the stack is a Bad Thing, as function 
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> calls may misbehave, crash, hang... I honestly don't know how big the 
> default stack is for the Yaroze - it's determined at compile time. 

> That's why your code may work for one compiler, but not another. 

> 

> Basically, if you have some enormous data structures locally, make 

> them static. But remember, they'll persist across multiple calls to 

> the function, though this doesn't matter if you were already treating 
> them as locals (which don't persist). 

> -- 

> Toby. 


Does the GsOT_TAG structure count as an enormous data structure? Is that why in th 
is 
case it needed to be global (or static)? 


Phil 


—-MESSAGE FILE 14934 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000304 


—--MESSAGE FILE 14935 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000305 
Path: chuka.playstation.co.uk!news 
From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Thu, 16 Jul 1998 14:53:10 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 71 
Message-ID: <35AE05C6.489D09F9@scee.sony.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybe 
c.com.au> <35ADFF08.A310D245@easynet.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:420 scee.yaroze.programming.code 
warrior:305 scee.yaroze.programming.2d_graphics: 446 


Philip Gooch wrote: 
> 
> Does the GsOT_TAG structure count as an enormous data structure? 


Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GPU 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TAG 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the fun 
ction (the time 

spent inside the function) it is contained in. 

This means that if you create a valid GsOT_TAG structure (which is done by the syste 
m when you call 

GsSortSprite() or GsSortObject4() ) and then set the GPU off reading it (using GsDra 
wOT), and then 

exit your function to go and do other things, then the space used by the GsOT_TAG st 
ructure will be 

reclaimed and probably wiped over, while the GPU is reading it! This is a very Bad T 


hing. So 

defining this structure globally will solve the problem. If you want to keep it asa 
local variable, 

defining it as 'static' will tell the compiler not to reclaim the space when the fun 


ction exits. 


A variable that is defined 'static' in a function only has the scope of that functio 
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n, but it is not 
destroyed when the function returns, unlike other local variables which are not defi 
ned 'static'. 


Example: 


void nonStatic(void) { 


int ns = 0; 
printf("ns = %d\n",ns); 
ոտ, 


} 


void usesStatic(void) { 


static int s = 0; // s is defined static here 
printf ("s = Sd\n",s); 
S++} 


} 


void main(void) { 
nonStatic(); 
nonStatic(); 
nonStatic(); 


usesStatic(); 
usesStatic(); 
usesStatic(); 


This program gives the following output: 


ns = 0; 
ns = 0; 
ns = 0; 
s = 0; 
s = 1; 
s = 2; 


Just to make life more confusing, a 'static' global variable has the scope of the ob 
ject file it is 
defined in, so only functions in that C source file can use it. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A sufficiently advanced god would use evolution. 
—-MESSAGE FILE 14935 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000305 


—--MESSAGE FILE 14936 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000306 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 17 Jul 1998 10:35:38 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 
Sender: thutton@TECH10 
Message-ID: <upvf5nwkl.fsf@cybec.com.au> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au> 
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<35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:423 scee.yaroze.programming.code 
warrior:306 scee.yaroze.programming.2d_graphics: 447 


James Russell <James_Russell@scee.sony.co.uk> writes: 


Philip Gooch wrote: 
> 


> Does the GsSOT_TAG structure count as an enormous data structure? 
Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GP 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TA 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the ք 
unction (the time 

> spent inside the function) it is contained in. 


VQAVGVVVVVVVV VV 


Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
made it static, everything worked. So the 'life' of the variable had 
nothing to do with it - I assumed it must've been too big. I'm right 
in my case, aren't I? 


Toby. 
—-MESSAGE FILE 14936 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000306 


—-MESSAGE FILE 14937 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 

arrior/00000307 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Fri, 17 Jul 1998 09:42:22 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 33 

Message-ID: <35AFOE6E.3ECA2415@scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 
<35ADFF08 .A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk 
> <upvf5nwkl.fsf@cybec.com.au> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:424 scee.yaroze.programming.code 
warrior:307 scee.yaroze.programming.2d_graphics: 448 


Toby Hutton wrote: 


> 

> James Russell <James_Russell@scee.sony.co.uk> writes: 

> 

>> 

> > Philip Gooch wrote: 

>>> 

>>> Does the GSOT_TAG structure count as an enormous data structure? 
>> 

> > Generally, yes. 

>> 

> > > Is that why in this case it needed to be global (or static)? 
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> > No. The reason it must be defined outside a function (or static) is because the 

GPU will be reading 

> > it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_ 

TAG was defined 

> > locally (and not static), its contents would be valid only for the 'life' of the 
function (the time 


> > spent inside the function) it is contained in. 

> 

> Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
> made it static, everything worked. So the 'life' of the variable had 
> nothing to do with it - I assumed it must've been too big. I'm right 
> 


in my case, aren't I? 


Well, there's a conflict of definition here - when I said "the time spent inside the 
function", I 

meant the time between when you enter the function and return from the function. Fun 

ction calls made 

from that function are included in this time. Since you never return from the main() 
function until 

you exit the program, the time spent inside the function is equal to the life of the 
program! 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 14937 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000307 


—-MESSAGE FILE 14938 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 

arrior/00000308 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Fri, 17 Jul 1998 12:06:57 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <35AF3051.CBD1D9D@scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 
<35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk 
> <upvf5nwkl.fsf@cybec.com.au> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:425 scee.yaroze.programming.code 
warrior:308 scee.yaroze.programming.2d_graphics:449 


Toby Hutton wrote: 


> Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
> made it static, everything worked. So the 'life' of the variable had 
> nothing to do with it - I assumed it must've been too big. I'm right 
> in my case, aren't I? 

Whoops! I really should read the message before responding... :0) 

I replied: 


> Well, there's a conflict of definition here - when I said "the time spent inside t 
he function", 

> I meant the time between when you enter the function and return from the function. 
Function 

> calls made from that function are included in this time. Since you never return fr 
om the main () 
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> function until you exit the program, the time spent inside the main() function is 
equal to the 
> life of the program! 


This is true, but didn't answer your question. When you call a function with local v 
ariables, the 

compiler will try to allocate space on the stack for them, and if the stack isn't bi 
g enough, 

kaboom, a crash. However, defining a variable as 'static' inside a function tells th 
e compiler to 

allocate space for it (once) on the heap, not the stack, which is why your program w 
orked when you 

defined it 'static'. Thanks to Patrik Buckau for pointing out my mistake. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 14938 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000308 


——MESSAGE FILE 14939 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000309 
Path: chuka.playstation.co.uk!news 
From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Fri, 17 Jul 1998 12:08:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 
Message-ID: <35AF30A2.14DA9F66@easynet.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z. 
fsf@cybec.com.au> <35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co. 
uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:426 scee.yaroze.programming.code 
warrior:309 scee.yaroze.programming.2d_graphics:450 


James Russell wrote: 


Philip Gooch wrote: 
> 


> Does the GsOT_TAG structure count as an enormous data structure? 
Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GP 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TA 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the f 
unction (the time 

> spent inside the function) it is contained in. 

> This means that if you create a valid GsOT_TAG structure (which is done by the sys 
tem when you call 

> GsSortSprite() or GsSortObject4() ) and then set the GPU off reading it (using GsD 


VQAVGVVVVVVV VV 
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SCEE wrote: 

> More fame opportunities! 

> We are now looking for the 6th Net Yaroze playable demo to go on ‘Official 
> PlayStation Magazine' Demo Disc which will go out to hundreds of thousands 
> keen PlayStation games players in Europe and Australia in April '98. 


v 


Bis Entries must be created using NY PlayStation libraries only, and 
> created by a Net Yaroze Member. 


I think I remember reading on the SCEE web page that this contest is 
only for SCEE Net Yaroze members. Is this true, or can we SCEA members 
submit titles for consideration? We don't seem to have a similar 
outlet in the US. 


Ed Federmeyer 
--MESSAGE FILE 1591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00287 


--MESSAGE FILE 1592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000288 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: How best to exploit this thing-a-ma-jig?! 

Date: Sun, 11 Jan 1998 03:05:49 -0500 

Organization: SCEA News Server 

Lines: 60 

Message-ID: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ott-pm4-21.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:184 scee.yaroze.pr 
ogramming.3d_graphics:426 scea.yaroze.freetalk:278 scee.yaroze.freetalk.english:288 


First off, hello :) 


This note is part rant, part statement and part question, so please bear 
with me. I hope this should be of interest to just about everyone 
involved in trying to create NY/PSX games. 


Right now, after about 8 months of banging away (off and on) I would 
have to say that I have a rather solid and speedy engine for a lst/3rd 
person, 3D game. The one problem that has been bugging me from day one, 
that has yet to be solved is the flaky renderer in the PS. With its 
affine texture mapping and z-sorting/painters algorithm approach, it 
cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 
detail-type modelling and outright clipping of near faces, none of which 
have produced very reasonable results. 


The question I am left with is this... 

"Commercial products work with this same renderer, so how do they get 
away with it?" 

Is the answer just to make models with more/smaller polygons and handle 
the level of detail better (I had hoped to let distance fogging take 
away some of the work, but if the fog is set to anything but black, with 
a black background, it looks horrible)? Just don't let the player 
camera go anywhere near the walls of the model and hope it all looks Ok? 


Maybe the answer is in the geometry engine... currently I am using a 
region/portal approach with subdivision turned on for the local region 
and less for adjacent regions, but the problems don't go away 
(admittedly, I am lacking a good model to experiment with... ie 
something that takes full advantage of the benefits of this approach). 
It has reduced the number of calls to the GsSort... func to a bare 
minimum (one for local region and one for each adj. region... not more 
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rawOT), and then 

> exit your function to go and do other things, then the space used by the GsOT_TAG 
structure will be 

> reclaimed and probably wiped over, while the GPU is reading it! This is a very Bad 


Thing. So 
> defining this structure globally will solve the problem. If you want to keep it as 
a local variable, 
> defining it as 'static' will tell the compiler not to reclaim the space when the f 
unction exits. 
> 


This is very useful information. Thanks James. 

I think you've pinpointed what for me is the most difficult thing to master, which i 
s how to handle the 

multitasking aspects of Yaroze programming. 

Cheers 


Phil 


—-MESSAGE FILE 14939 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000309 


——MESSAGE FILE 14940 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000310 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: ONLY ONE VARIABLE REGISTER.... IS THAT RIGHT? 


Date: 21 Jul 1998 10:11:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <01bdb490S$53fb2460Sa4527ec2@default> 

References: <01bd6477$65581880Sc20f93c3@default> <0lbdaf37$daa747e0$SLocalHost@defaul 
t> <Olbdaf39$8b207a00Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: client82a4.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Cheers I'll try that. 
—-MESSAGE FILE 14940 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000310 


—--MESSAGE FILE 14941 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000311 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: register variables 

Date: 21 Jul 1998 10:21:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bdb491Sbd2f6760Sa4527ec2@default> 
References: <01bd6477$65581880Sc20f93c3@default> 
NNTP-Posting-Host: client82a4.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


No -- sorry S1 does seem to be available most of the time too. 
So that's two register variables to play with (plus the colouring of them) 
— not too bad. 


I tried rejigging a little maths routine I wrote so that it just used two 
register variables for the main bulk of it, and it made the disassembly 
quite a lot, lot shorter... it did away with most of the loading and then 
writing back of variables to memory that occurs on almost every line of C. 
Probably well worth it on routines that get executed hundreds of times per 
frame. 


—-MESSAGE FILE 14941 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000311 
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——MESSAGE FILE 14942 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000312 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: register variables 

Date: Wed, 22 Jul 1998 16:37:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35B60724.66AD3C0OE@ndirect.co.uk> 

References: <01bd6477$65581880Sc20f93c3@default> <01bdb491Sbd2f6760Sa4527ec2@default 
> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Just thought I'd let you know, that there are some details on register usage in 
the User Guide. It's quite near the front in the section about the R3000. 


Herbs 


—-MESSAGE FILE 14942 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000312 


—-MESSAGE FILE 14943 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000313 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: John MacPherson <rmacpher@idirect.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: NYoptimize problems 

Date: Wed, 22 Jul 1998 13:16:54 -0700 

Organization: SCEA News Server 

Lines: 5 
Message-ID: <35B648B6. 656A@idirect .com> 
NNTP-Posting-Host: x2-2-26.oshawa.idirect.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


I decided inside my project to change from NYdebug to NYoptimized and 

when I relinked the exact same program I got a bizarre error where 

reading the controller in a certain function no longer worked. When I 

switched it back to NYdebug the problem went away. Is there anything 

special I should know about "NYoptimize"? 

—-MESSAGE FILE 14943 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000313 


—-MESSAGE FILE 14944 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000314 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: NYoptimize problems 

Date: Thu, 23 Jul 1998 10:12:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <35B6F089.F1AD4DD0@immd9.informatik.uni-erlangen.de> 

References: <35B648Bé6. 656A@idirect.com> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" FF91C268B651FDEDACA2 321A" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


FF91C268B651FDEDACA2321A 
Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

John MacPherson wrote: 

> I decided inside my project to change from NYdebug to NYoptimized and 

> when I relinked the exact same program I got a bizarre error where 

> reading the controller in a certain function no longer worked. When I 

> switched it back to NYdebug the problem went away. Is there anything 

> special I should know about "NYoptimize"? 


Hi John! 


I got some problem of this also, when I used a "long" variable in a variable ina fu 
nction, that was used for some calculation. 


According to the behaviour of the program, the variable ws not handled as long in th 
e optimized version any more. 


When I declared it volatile 


everything went O.K. If you are requesting the pads however you must declare 


the variables volatile, that you get from the GetPadBuf function. If you have alread 
y declaerd it volatile have a look around if there 


are other vriables involved and declare them also volatile. 


Christoph 


FF91C268B651FDEDACA2321A 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 

John MacPherson wrote: 

<BLOCKQUOTE TYPE=CITE>I decided inside my project to change from NYdebug 

to NYoptimized and 

<BR>when I relinked the exact same program I got a bizarre error where 
<BR>reading the controller in a certain function no longer worked. &nbsp; 

When I 

<BR>switched it back to NYdebug the problem went away.&é&nbsp; Is there anything 
<BR>special I should know about "NYoptimize"?</BLOCKQUOTE> 


Լ 


<PRE></PRE> 
<PRE></PRE> 
<PRE>Hi John!</PRE> 
<PRE></PRE> 


<PRE>I got some problem of this also, when I used a "long" variable in a variable in 
a function, that was used for some calculation.</PRE> 


<PRE>According to the behaviour of the program, the variable ws not handled as long 
in the optimized version any more.</PRE> 


<PRE>&nbsp;When I declared it volatile</PRE> 


<PRE>everything went O.K. If you are requesting the pads however you must declare</P 
RE> 


<PRE>the variables volatile, that you get from the GetPadBuf function. If you have a 
lready declaerd it volatile have a look around if there</PRE> 


<PRE>are other vriables involved and declare them also volatile.</PRE> 


<PRE></PRE> 


<PRE>Christophénbsp; </PRE> 
é&nbsp; </HTML> 
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FF91C268B651FDEDACA2321A-- 


—-MESSAGE FILE 14944 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000314 


——MESSAGE FILE 14945 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000315 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: PSComUtil 

Date: Fri, 31 Jul 1998 17:11:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <35C1ECA7.12DFD52F@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-55.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


This posting is directed at Metroworks. 


Please would Metroworks be kind enough to allow PSComUtil to be 
distributed freely amongst Yaroze members. It was a great idea to 
include the MWDebugIO library with CW for Yaroze, but it means that 
non-CW users can't run our code. If PSComUtil could be downloaded from 
the SCEE/SCEA/SCEI sites it would solve this problem. It may even 
encourage a few more people to opt for CW over GNU. Please have a 
serious think about it. 


Any other Yaroze members want to back me up on this one? 


Herbs 


—-MESSAGE FILE 14945 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000315 


——MESSAGE FILE 14946 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000316 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Stuck with version 1 of Codewarrior 
Date: Sat, 01 Aug 1998 17:01:19 +0100 
Organization: The PC Shop 

Lines: 14 

Message-ID: <35C33BCE.A0C6CEE2@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr423.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This message goes out to Metroworks, 
Hi, 


I have recently found out that a new upgrade CD was sent to registered Codewarrior u 
sers. I have not received one. 


I am posting this message here in the hope that somebody from Metroworks will send m 
e the upgrade CD. 


I am registered, but I am stuck with version 1 plus the additional upgrade from thei 
r website. 
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I have emailed Metroworks but to no avail. 
Ian T. 


--MESSAGE FILE 14946 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000316 


——MESSAGE FILE 14947 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000317 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "dr Z" <gersauve@cgocable.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: 2 Aug 1998 19:34:08 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <01lbdbe4d$b28287a0S4b9ee218@gersauve.cgocable.ca> 
References: <35C1ECA7.12DFD52F@ndirect.co.uk> 

NNTP-Posting-Host: 158-75.ri.cgocable.ca 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm backing you up on this Herb. This is a problem for me too, programming 
on a MAC requires PSComUtil. 


> Please would Metroworks be kind enough to allow PSComUtil to be 

> distributed freely amongst Yaroze members. It was a great idea to 
> include the MWDebugIO library with CW for Yaroze, but it means that 
> non-CW users can't run our code. If PSComUtil could be downloaded from 
> the SCEE/SCEA/SCEI sites it would solve this problem. It may even 
> encourage a few more people to opt for CW over GNU. Please have a 
> serious think about it. 

> 

> Any other Yaroze members want to back me up on this one? 

> 

> 

> Herbs 


—-MESSAGE FILE 14947 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000317 


—-MESSAGE FILE 14948 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000318 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: PSComUtil 

Date: Mon, 03 Aug 1998 16:11:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <35C5D332.E2E678AA@easynet.co.uk> 
References: <35C1ECA7.12DFD52F@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 
This posting is directed at Metroworks. 


Please would Metroworks be kind enough to allow PSComUtil to be 
distributed freely amongst Yaroze members. It was a great idea to 
include the MWDebugIO library with CW for Yaroze, but it means that 
non-CW users can't run our code. If PSComUtil could be downloaded from 
the SCEE/SCEA/SCEI sites it would solve this problem. It may even 
encourage a few more people to opt for CW over GNU. Please have a 
serious think about it. 


VVVVVVV VV 
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Any other Yaroze members want to back me up on this one? 


VV V V 


Herbs 


I think I suggested something similar sometime ago. It's definitely the 
way forward, and Metrowerks have nothing to 
lose and everything to gain by it - i.e. more copies of Codewarrior sold 
when people realise what can be done with the 
excellent MW libraries. 


I really missed Codewarrior/PSComUtil when I was on the Net Yaroze Short 
Course last week, though SIOCONS is 

great for one thing - it allows you to do a 'soft' reset of the Playstation 
and retain all your downloaded TIMs etc in 

memory so that you only need to redownload your executable each time. Great 
when debugging - a real timesaver. It's 

an incredible pain having to keep 'hard' resetting the Yaroze and 
downloading everything each time with PSComUtil and 

adds hours to debugging and development time. 


Phil 


—-MESSAGE FILE 14948 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000318 


—--MESSAGE FILE 14949 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000319 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: 3 Aug 1998 16:33:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <0Olbdbefb$e9f5a2e0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Philip Gooch <philg@easynet.co.uk> wrote in article 
<35C5D332.E2E678AA@easynet.co.uk>... 


> I think I suggested something similar sometime ago. It's definitely the 
> way forward, and Metrowerks have nothing to 

> lose and everything to gain by it - i.e. more copies of Codewarrior sold 
> when people realise what can be done with the 

> excellent MW libraries. 


Yawn. ARS 4 ever. 
(GNU + CodeWarrior fileserver support). 


> I really missed Codewarrior/PSComUtil when I was on the Net Yaroze Short 
> Course last week, though SIOCONS is 

> great for one thing - it allows you to do a 'soft' reset of the 
Playstation 

> and retain all your downloaded TIMs etc in 

> memory so that you only need to redownload your executable each time. 
Great 

> when debugging - a real timesaver. It's 

> an incredible pain having to keep 'hard' resetting the Yaroze and 

> downloading everything each time with PSComUtil and 

> adds hours to debugging and development time. 


I cann't believe folks actually do that. PsCOMUtil doesn't drop you back to 
the 

bricks screen when a program exits, but you can re-send a PXE without doing 
a hard reset, and your TIM's will still be there. 


> Phil 
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You should invest in a AR so the time to load TIM's & models stops being an 
issue. 


Craig. 


BTW. Watch out for a new Win95 version of ARS coming soon from the original 
author 
that's about 300% faster than the DOS FileServer. 


—-MESSAGE FILE 14949 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000319 


—--MESSAGE FILE 14950 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000320 

Path: chuka.playstation.co.uk!news 

From: tisa <tisa@aol.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Mon, 03 Aug 1998 17:46:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35C5E957.36CA534D@aol.com> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0$f30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


> I cann't believe folks actually do that. PsCOMUtil doesn't drop you back to 
> the 

> bricks screen when a program exits, but you can re-send a PXE without doing 
> a hard reset, and your TIM's will still be there. 

> 

> > Phil 

> 

> 


I find that when my program exits (i.e. the main() function ends) I get a 
"Playstation generated an instruction exception at address 0x0' message from 
PSComUtil, so I *have* to reset the Playstation. 


With SIOCONS, the program exits gracefully and your back to the bricks screen. 
With PSComUtil, when main() ends, the screen freezes with whatever image 
happened to be on the screen at the time, and you get the instruction 
exception. 


Am I doing something wrong? 
Phil 


—-MESSAGE FILE 14950 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000320 


——MESSAGE FILE 14951 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000321 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Mon, 03 Aug 1998 18:43:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <35C5F6A9.8BF63F43@ndirect.co.uk> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0$f30b0a0a@Angelal.intelligent-—group.com> 
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Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-02.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I think you may have missed the point Graham. Yes, in the perfect world AR 
would be the standard and we'd all be using it. But, AR isn't official, CW 
is. Many CW owners use MWDebugIO and thus their code can't be run from 
SIOCONS. That's the problem we're trying to overcome. 


Herbs :) 


Craig Graham wrote: 


Philip Gooch <philg@easynet.co.uk> wrote in article 
<35C5D332.E2E678AA@easynet.co.uk>... 


> I think I suggested something similar sometime ago. It's definitely the 
> way forward, and Metrowerks have nothing to 

> lose and everything to gain by it - i.e. more copies of Codewarrior sold 
> when people realise what can be done with the 

> excellent MW libraries. 


Yawn. ARS 4 ever. 
(GNU + CodeWarrior fileserver support). 


> I really missed Codewarrior/PSComUtil when I was on the Net Yaroze Short 
> Course last week, though SIOCONS is 

> great for one thing - it allows you to do a 'soft' reset of the 
Playstation 

> and retain all your downloaded TIMs etc in 

> memory so that you only need to redownload your executable each time. 
Great 

> when debugging - a real timesaver. It's 

> an incredible pain having to keep 'hard' resetting the Yaroze and 

> downloading everything each time with PSComUtil and 

> adds hours to debugging and development time. 


I cann't believe folks actually do that. PsCOMUtil doesn't drop you back to 
the 

bricks screen when a program exits, but you can re-send a PXE without doing 
a hard reset, and your TIM's will still be there. 


> Phil 


You should invest in a AR so the time to load TIM's & models stops being an 
issue. 


Craig. 
BTW. Watch out for a new Win95 version of ARS coming soon from the original 


author 
that's about 300% faster than the DOS FileServer. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 14951 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000321 


——MESSAGE FILE 14952 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000322 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 
Date: Thu, 06 Aug 1998 14:11:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35C9AB72.9C1CFC68@nospam.easynet.co.uk> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
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dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5F6A9. 8BF63F43@ndirect.co 
-uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 


I think you may have missed the point Graham. Yes, in the perfect world AR 
would be the standard and we'd all be using it. But, AR isn't official, CW 
is. Many CW owners use MWDebugIO and thus their code can't be run from 
SIOCONS. That's the problem we're trying to overcome. 


VV V V 


Anyway, is there a way of avoiding the PSComUtil message of the instruction 
exception at address 0x0 when main() ends? Craig, you said that you can resend 
the pxe, but I can't get this to work, because when main(), the Yaroze freezes 
under PSComUtil 


Cheers 
Phil 


—-MESSAGE FILE 14952 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000322 


—-MESSAGE FILE 14953 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000323 

Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <graham@nmisystems.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Sun, 9 Aug 1998 19:27:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <6ql11j0$814j1@chuka.playstation.co.uk> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> <01b 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5E957.36CA534D@aol.com> 
NNTP-Posting-Host: nmisystems.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


tisa wrote in message <35C5E957.36CA534D@aol.com>... 

> 

> 

>Craig Graham wrote: 

> 

>> I cann't believe folks actually do that. PsCOMUtil doesn't drop you back 
to 

>> the 

>> bricks screen when a program exits, but you can re-send a PXE without 
doing 

>> a hard reset, and your TIM's will still be there. 

>> 

>> > Phil 

>> 

>> 

> 

>I find that when my program exits (i.e. the main() function ends) I get a 
>'Playstation generated an instruction exception at address 0x0' message 
from 

>PSComUtil, so I *have* to reset the Playstation. 

> 


I get the same message but there is *NO* need to reset the PSX. All 
you need to do is run the next download and off it goes. I would have 
found another program to use if this was the case. 
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>With SIOCONS, the program exits gracefully and your back to the bricks 
screen. 

>With PSComUtil, when main() ends, the screen freezes with whatever image 
>happened to be on the screen at the time, and you get the instruction 
>exception. 

> 

>Am I doing something wrong? 

> 


Nope, other than not loading the next program. 


Graham 


—-MESSAGE FILE 14953 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000323 


—-MESSAGE FILE 14954 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000324 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Mon, 10 Aug 1998 08:15:10 GMT 

Organization: Reichardt Informatik AG 

Lines: 27 

Message-ID: <35d2a9c5.6006336@news.reichardt.ch> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5F6A9. 8BF63F43@ndirect.co 
-uk> <35C9AB72.9C1CFC68@nospam.easynet.co.uk> 

NNTP-Posting-Host: empty229.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Thu, 06 Aug 1998 14:11:14 +0100, Phil Gooch 
<philg@nospam.easynet.co.uk> wrote: 


Anyway, is there a way of avoiding the PSComUtil message of the instruction 
exception at address 0x0 when main() ends? Craig, you said that you can resend 
the pxe, but I can't get this to work, because when main(), the Yaroze freezes 
under PSComUtil 


V V V V 


I'm experiencing yet another behavior: when my program returns from 
main(), there is no exception, but main() is automatically _run_again_. 
Instead, I'd like to get to the brick screen. I couldn't find any 
documentation regarding this matter (is the return value of main() 
relevant?) . 


The program is written in C++ with CodeWarrior. Do the changes I had to 
make to get C++ working in some way affect program termination? 


Is there a function I can call from within my program that returns the 
machine to the brick screen? Having to press the reset Dbutton every time 
is frustrating. 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 14954 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000324 


--MESSAGE FILE 14955 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000325 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
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than a handful in the end). 
Is there a better way? Something that will allow me to better tell what 
will pop in and out because the PS renderer decided that its average 
centre will be off the screen, while in fact the other 50% of it is 
visible... 


My next project for the next few days (big ice storms are great for 
getting time off work :) is to implement a good scanline-based renderer 
(Similar to z-buffering, but more efficient, imho) and see how close I 
can come to real-time performancewhile doing all the work in system 
memory (ie. totally ignoring the PS renderer). I doubt this will work 
out very well, but ya never know. 


Ok, to sum up, my quetsions are these... 

— How do the pros really work around/with the PS renderer 

— How do you work around/with the PS renderer 

- How do you handle the faces in your world and the ...fun... or giving 
them to the PS to draw. 


Oh and while I'm at it... I would like to suggest/ask that if anyone has 
any interesting models/worlds that they want to donate ;) to post the 
files/links to files somewhere... or maybe just mail them to me. Heh. 


Please comment at will, I am hoping this will be a productive/useful 
thread, and if you have any detailed questions feel free to ask :) 


—-MESSAGE FILE 1592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00288 


—-MESSAGE FILE 1593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000289 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 14:24:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd1e9d$5786e940S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:185 scee.yaroze.pr 
ogramming.3d_graphics:427 scea.yaroze.freetalk:279 scee.yaroze.freetalk.english:289 


cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 


VVVYV 


I think setting the subdivision flags is the way to go. You can look at my 
demo to see how I dealt with the problem (by the way the source code is 
free). 


Roland 
-—-MESSAGE FILE 1593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00289 


—-MESSAGE FILE 1594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000290 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 16:45:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbdlea0$1c894240S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> <01bd1e9d$5786e940S77el6dc0@ulthar. 
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Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Mon, 10 Aug 1998 13:46:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <35CEEBB6.5653DFB5@nospam.easynet.co.uk> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5E957.36CA534D@aol.com> < 
6q1150$81j51@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Graham Bisset wrote: 


tisa wrote in message <35C5E957.36CA534D@aol.com>... 

> 

> 

>Craig Graham wrote: 

> 

>> I cann't believe folks actually do that. PsCOMUtil doesn't drop you back 
to 

>> the 

>> bricks screen when a program exits, but you can re-send a PXE without 
doing 

>> a hard reset, and your TIM's will still be there. 

>> 

>> > Phil 

>> 

>> 

> 

>I find that when my program exits (i.e. the main() function ends) I get a 
>'Playstation generated an instruction exception at address 0x0' message 
from 

>PSComUtil, so I *have* to reset the Playstation. 

> 


I get the same message but there is *NO* need to reset the PSX. All 
you need to do is run the next download and off it goes. I would have 
found another program to use if this was the case. 


>With SIOCONS, the program exits gracefully and your back to the bricks 
screen. 

>With PSComUtil, when main() ends, the screen freezes with whatever image 
>happened to be on the screen at the time, and you get the instruction 
>exception. 

> 

>Am I doing something wrong? 

> 


Nope, other than not loading the next program. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


Graham 

As Homer Simpson would say, "Doh!!". I'd sussed this out over the weekend. 
Actually, because PSComUtil doesn't return you to the brick screen, I find that 
subsequent reconnections and downloads are faster. 

Cheers 

Phil 


—-MESSAGE FILE 14955 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000325 


—-MESSAGE FILE 14956 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000326 
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Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Thu, 20 Aug 1998 17:16:07 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <35DC3DB6.13AEDBB2@immd9.informatik.uni-erlangen.de> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5F6A9. 8BF63F43@ndirect.co 
.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 
Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


No} 


B4181ABC7D9CC411644D9E2" 


9B4181ABC7D9CC411644D9E2 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Alex Herbert wrote: 


I think you may have missed the point Graham. Yes, in the perfect world AR 
would be the standard and we'd all be using it. But, AR isn't official, CW 
is. Many CW owners use MWDebugIO and thus their code can't be run from 
SIOCONS. That's the problem we're trying to overcome. 


VV V V V 


Hi Alex! 


To my experience CW does not seem to be that official. Because I got words from Sony 


, 
that they could not consider a game of mine wrote with CW for the demo disc, 


until I rewrite it for GCC. There seems to be a principle difference in the executab 
le format 


between GCC and CW what makes trouble to their wrapper program they are using on the 
demo disc. 


Christoph Luerig 


9B4181ABC7D9CC411644D9E2 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 

Alex Herbert wrote: 

<BLOCKQUOTE TYPE=CITE>I think you may have missed the point Graham. &nbsp; 
Yes, in the perfect world AR 

<BR>would be the standard and we'd all be using it.&nbsp; But, AR isn't 
official, CW 

<BR>is.&nbsp; Many CW owners use MWDebugIO and thus their code can't be 
run from 

<BR>SIOCONS.&nbsp; That's the problem we're trying to overcome. 

<BR> &nbsp; </BLOCKQUOTE> 


<PRE>Hi Alex!</PRE> 
<PRE></PRE> 


<PRE>To my experience CW does not seem to be that official. Because I got words from 
Sony, </PRE> 


<PRE>that they could not consider a game of mine wrote with CW for the demo disc, </P 
RE> 


<PRE>until I rewrite it for GCC. There seems to be a principle difference in the exe 
cutable format</PRE> 
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<PRE>between GCC and CW what makes trouble to their wrapper program they are using o 
n the demo disc.</PRE> 

<PRE></PRE> 


<PRE></PRE> 


<PRE>Christoph Luerig</PRE> 
é&nbsp; </HTML> 


9B4181ABC7D9CC411644D9E2-- 


—-MESSAGE FILE 14956 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000326 


—--MESSAGE FILE 14957 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000327 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Thu, 20 Aug 1998 17:24:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35DC4DD7.B95003EA@hinge.mistral.co.uk> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5F6A9. 8BF63F43@ndirect.co 
-uk> <35DC3DB6.13AEDBB2@immd9.informatik.uni-erlangen.de> 

NNTP-Posting-Host: d3-s51-207-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Christoph Luerig wrote: 


> Hi Alex! 

> 

> To my experience CW does not seem to be that official. Because I got words from So 
ny, 

> 

> that they could not consider a game of mine wrote with CW for the demo disc, 

> 

> until I rewrite it for GCC. There seems to be a principle difference in the execut 
able format 

> 

> between GCC and CW what makes trouble to their wrapper program they are using on t 
he demo disc. 

> 

CW generates full-blown playstation EXE format (same as comercial 

games). 

GCC produces ECOFF format. 


> Christoph Luerig 
> 
Craig. 


—-MESSAGE FILE 14957 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000327 


——MESSAGE FILE 14958 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000328 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 

Date: Fri, 21 Aug 1998 09:29:00 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 116 
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Message-ID: <35DD21BB.CF4AD368@immd9.informatik.uni-erlangen.de> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5F6A9. 8BF63F43@ndirect.co 
-uk> <35DC3DB6.13AEDBB2@immd9.informatik.uni-erlangen.de> <35DC4DD7.B95003EA@hinge.m 
istral.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 35C8D749D44E3306C250B5FD" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


35C8D749D44E3306C250B5FD 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Craig Graham wrote: 


> Christoph Luerig wrote: 

> 

> > Hi Alex! 

>> 

> > To my experience CW does not seem to be that official. Because I got words from 
Sony, 

>> 

> > that they could not consider a game of mine wrote with CW for the demo disc, 

>> 

> > until I rewrite it for GCC. There seems to be a principle difference in the exec 
utable format 

>> 

> > between GCC and CW what makes trouble to their wrapper program they are using on 


the demo disc. 
> 
CW generates full-blown playstation EXE format (same as comercial 
games). 
GCC produces ECOFF format. 


> Christoph Luerig 
> 


Craig. 


VVVVVVVV 


Hi Craig! 
Tell it Sony, since I sent them two test programs to narrow down this 
problem, I never got a reply any more to my e-mails. One program was to figure out, 


if their wrapper program can cooporate with a CW executable and the second one was t 
° 


figure out if their wrapper program does not like it, if I make use of the heap area 
(what I actually do 


in the program). Since this point of time I never got any ansewers to my mails. This 
is especially weired, as 


Sonys quality assurance wrote two reviews for me. My guess is, that they for some re 
asons have havy compatibility 


problems with CW executables and their launcher program and do not want admit it ope 
nly. Anyway, 


I mounted a FireGl grapchics card into my PC and started porting this thing over to 
DirectX. For the 3D stuff 


I am using the retained mode. Up to now I only have experience with OpenInventor as 
a scene graph API, which 


is SGIs scene graph api built on top of OpenGl. To my mind it is much easier to prog 
ram than the retained mode. 


Let us hope, that Fahrenheit will come out soon and replace this chaos. 


Christoph 
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35C8D749D44E3306C250B5FD 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Craig Graham wrote: 
<BLOCKQUOTE TYPE=CITE>Christoph Luerig wrote: 


<P>> Hi Alex! 

BR>> 

BR>> To my experience CW does not seem to be that official. Because I 

ot words from Sony, 

BR>> 

BR>> that they could not consider a game of mine wrote with CW for the 
emo disc, 

BR>> 

BR>> until I rewrite it for GCC. There seems to be a principle difference 
n the executable format 

BR>> 

BR>> between GCC and CW what makes trouble to their wrapper program they 
re using on the demo disc. 

BR>> 

R>CW generates full-blown playstation EXE format (same as comercial 
R>games) . 

R>GCC produces ECOFF format. 


AAAADMAAKAAQDAAQAA 


w wW wW 


<P>> Christoph Luerig 
<BR>> 
<BR>Craig.</BLOCKQUOTE> 


<PRE>Hi Craig!</PRE> 
<PRE>Tell it Sony, since I sent them two test programs to narrow down this</PRE> 


<PRE>problem, I never got a reply any more to my e-mails. One program was to figure 
out, </PRE> 


<PRE>if their wrapper program can cooporate with a CW executable and the second one 
was to</PRE> 


<PRE>figure out if their wrapper program does not like it, if I make use of the heap 
area (what I actually do</PRE> 


<PRE>in the program). Since this point of time I never got any ansewers to my mails. 
This is especially weired, as</PRE> 


<PRE>Sonys quality assurance wrote two reviews for me. My guess is, that they for so 
me reasons have havy compatibility</PRE> 


<PRE>problems with CW executables and their launcher program and do not want admit i 
Է openly. Anyway, </PRE> 


<PRE>I mounted a FireGl grapchics card into my PC and started porting this thing ove 
r to DirectX. For the 3D stuff</PRE> 


<PRE>I am using the retained mode. Up to now I only have experience with OpenInvento 
r as a scene graph API, which</PRE> 


<PRE>is SGIs scene graph api built on top of OpenGl. To my mind it is much easier to 
program than the retained mode.</PRE> 


<PRE>Let us hope, that Fahrenheit will come out soon and replace this chaos.</PRE> 
<PRE></PRE> 


<PRE>Christoph</PRE> 
é&nbsp; </HTML> 


35C8D749D44E3306C250B5FD-- 
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—-MESSAGE FILE 14958 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000328 


—--MESSAGE FILE 14959 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000329 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil 
Date: Fri, 21 Aug 1998 15:01:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35DD7DAD.B5525378@easynet.co.uk> 

References: <35C1ECA7.12DFD52F@ndirect.co.uk> <35C5D332.E2E678AA@easynet.co.uk> ՀՕ1Ե 
dbefbSe9f5a2e0S$f30b0a0a@Angelal.intelligent-group.com> <35C5F6A9. 8BF63F43@ndirect.co 
-uk> <35DC3DB6.13AEDBB2@immd9.informatik.uni-erlangen.de> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Christoph Luerig wrote: 


> Alex Herbert wrote: 

> 

>> I think you may have missed the point Graham. Yes, in the perfect 

>> world AR 

>> would be the standard and we'd all be using it. But, AR isn't 

>> official, CW 

>> is. Many CW owners use MWDebugIO and thus their code can't be run 

>> from 

>> SIOCONS. That's the problem we're trying to overcome. 

>> 

> 

> Hi Alex! 

> 

> To my experience CW does not seem to be that official. Because I got words from So 
ny, 

> 

> that they could not consider a game of mine wrote with CW for the demo disc, 

> 

> until I rewrite it for GCC. There seems to be a principle difference in the execut 
able format 

> 

> between GCC and CW what makes trouble to their wrapper program they are using on t 
he demo disc. 

> 

> Christoph Luerig 

> 

> 


If this is true, this is very disturbing!An official announcement from 
SCEE would be appreciated. 


Phil 


—-MESSAGE FILE 14959 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000329 


——MESSAGE FILE 14960 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000330 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Stuck with version 1 of Codewarrior 

Date: Sun, 23 Aug 1998 11:31:45 +0100 

Organization: The PC Shop 
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Lines: 20 

Message-ID: <35DFEF91.6E5615F0@infotrade.co.uk> 
References: <35C33BCE.A0C6CEE2@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr1l24.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Ian Thompson wrote: 


> This message goes out to Metroworks, 
> 
> Hi, 
> 
> I have recently found out that a new upgrade CD was sent to registered Codewarrior 
users. I have not received one. 
> 
> I am posting this message here in the hope that somebody from Metroworks will send 
me the upgrade CD. 
> 
> I am registered, but I am stuck with version 1 plus the additional upgrade from th 
eir website. 
> 
> I have emailed Metroworks but to no avail. 
> 
> Ian T. 
Hello? 


—-MESSAGE FILE 14960 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000330 


—-MESSAGE FILE 14961 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000331 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Stuck with version 1 of Codewarrior 

Date: Mon, 24 Aug 1998 19:43:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6rsc8sSpdol@chuka.playstation.co.uk> 

References: <35C33BCE.A0C6CEE2@infotrade.co.uk> <35DFEF91.6E5615F0@infotrade.co.uk> 
NNTP-Posting-Host: p45-guan-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2110.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ian Thompson wrote in message <35DFEF91.6E5615F0@infotrade.co.uk>... 

> 

> 

>Ian Thompson wrote: 

> 

>> This message goes out to Metroworks, 

>> 

>> Hi, 

>> 

>> I have recently found out that a new upgrade CD was sent to registered 
Codewarrior users. I have not received one. 

>> 

>> I am posting this message here in the hope that somebody from Metroworks 
will send me the upgrade CD. 

>> 

>> I am registered, but I am stuck with version 1 plus the additional 
upgrade from their website. 

>> 

>> I have emailed Metroworks but to no avail. 

>> 
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>> Ian T. 
> 
> Hello? 
> 


Hello, we are still here but I don't know what's happened to Joel 
Sumner. I don't know what to suggest, have you got any Yaroze members near 
to you ?? 


Cheers, 


James 


--MESSAGE FILE 14961 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000331 


--MESSAGE FILE 14962 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000332 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ronnie King <support@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Stuck with version 1 of Codewarrior 

Date: Tue, 25 Aug 1998 13:37:54 -0500 

Organization: Metrowerks 

Lines: 6 

Message-ID: <35E30482.763A@metrowerks.com> 

References: <35C33BCE.A0C6CEE2@infotrade.co.uk> 

NNTP-Posting-Host: mtwks164.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hi, 

You can mail to "register@austin.metrowerks.com", if you are a 
registered user they will send you the update accordingly. If you have 
any further questions drop me a line. 


Ronnie 
—-MESSAGE FILE 14962 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000332 


—--MESSAGE FILE 14963 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000333 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Stuck with version 1 of Codewarrior 

Date: Tue, 25 Aug 1998 21:46:35 +0100 

Organization: The PC Shop 

Lines: 22 

Message-ID: <35E322AB.5921490F@infotrade.co.uk> 

References: <35C33BCE.A0C6CEE2@infotrade.co.uk> <35E30482.763A@metrowerks.com> 
Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr440.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Ronnie King wrote: 


Hi, 

You can mail to "register@austin.metrowerks.com", if you are a 
registered user they will send you the update accordingly. If you have 
any further questions drop me a line. 


V V V V 
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> 
> Ronnie 


Wehey! 

Just as I had given up and started blowing the dust off of the old GNU compiler! :0) 
Thanks Ronnie. 

Now where is that pesky registration number....... ? 

Ian 


--MESSAGE FILE 14963 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000333 


——MESSAGE FILE 14964 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000334 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Code Warrior and Net Yaroze 

Date: 28 Aug 1998 15:59:51 GMT 

Organization: SCEE 

Lines: 21 

Message-ID: <01lbdd239S8fe59ac0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:139 scee.yaroze.programming.codew 
arrior:334 


To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 

b) The only issue is that you cannot use MWDebugIO in a program submitted 
for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 


Regards, 


The Net Yaroze Team 


—-MESSAGE FILE 14964 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000334 


——MESSAGE FILE 14965 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000335 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil - Demo Disc not CW Friendly 

Date: Sat, 29 Aug 1998 21:04:38 -0400 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <35E8A520.3591@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 
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>Christoph Luerig wrote: 

> 

>> Alex Herbert wrote: 

>> 

>>> I think you may have missed the point Graham. Yes, in the perfect world AR 
>>> would be the standard and we'd all be using it. But, AR isn't official, CW 
>>> is. Many CW owners use MWDebugIO and thus their code can't be run from 
>>> SIOCONS. That's the problem we're trying to overcome. 

>>> 

>> Hi Alex! 

>> 

>> To my experience CW does not seem to be that official. Because I got words 
>>from Sony, that they could not consider a game of mine wrote with CW for the 
>>demo disc, until I rewrite it for GCC. There seems to be a principle 
>>difference in the executable format between GCC and CW what makes trouble 
>>to their wrapper program they are using on the demo disc. 

>> 

>> Christoph Luerig 

> 

>If this is true, this is very disturbing!An official announcement from 

>SCEE would be appreciated. 

> 

>Phil 


Is it just me, or does it seem ever weirder that the "_psstart.c" 
included with CW is *specifically tailored* to work with demo discs? ie: 


> /* Pull RA from the stack so that we can return */ 
> /* to the launcher 
*/ 
> /* (note: this does not return to the Net Yaroze */ 
> /* "brick screen". However, if this program were called */ 
> /* from a demo disc, it needs to terminate this way */ 
> 
> lw ra, 8(sp) 
> addiu sp, sp, 8 
> jr ra 
> nop 


Perhaps the Yaroze demo discs use a "different" demo launcher that isn't 
expecting this? Maybe with some tweaking to '_psstart.c' CW users could 
have a shot at those demo discs too... 


— Gerrit 


Note to Sony: These things make a difference... especially to us Mac 

users! 

--MESSAGE FILE 14965 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000335 


——MESSAGE FILE 14966 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000336 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil - Demo Disc not CW Friendly 

Date: 30 Aug 1998 10:07:51 GMT 

Organization: SCEE 

Lines: 27 

Message-ID: <01bdd39a$c0665c40$f2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35E8A520.3591@funnytown. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 
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han.de> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:186 scee.yaroze.pr 
ogramming.3d_graphics:428 scea.yaroze.freetalk:280 scee.yaroze.freetalk.english:290 


If you look exactly at the graphics of games like Gran Turismo, Porsche 
Challenge or Tomb Raider you can see that they set the subdivision flag to 
a high value at the polys near the view point and to a low value to those 
polys far away. 


Roland 
—-MESSAGE FILE 1594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00290 


—-MESSAGE FILE 1595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000291 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bye! 
Date: 23 Jan 1998 12:20:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <0Olbd27fa$427£7b00$3e1546c2@atlantis> 
NNTP-Posting-Host: 194.247.80.1 

X-Newsreader: Microsoft Internet News 4.70.1161 


I got a job with Visual Sciences, a games company in Scotland, so I'll be a 
bit busy to do any Yaroze stuff :) 


See ya! 
Mike. 


P.S. Go here to find out my new mail address,etc. 
http://195.92.24.16/~1001101/ 


—-MESSAGE FILE 1595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00291 


—-MESSAGE FILE 1596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000292 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bye! 

Date: Fri, 23 Jan 1998 13:00:13 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <34C8945D.CF8D8338@micronetics.com> 
References: <0O1lbd27fa$427£7b00$3e1546c2@atlantis> 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Out of interest do you think your Yaroze experience was of any assistance in 
getting the job? 

I'm curious how employers perceive the Yaroze. 

Well good luck in the job. 

/JiM 

Michael Enoch wrote: 

> I got a job with Visual Sciences, a games company in Scotland, so I'll be a 


> bit busy to do any Yaroze stuff :) 
> 
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b) The only issue is that you cannot use MWDebugIO in a program submitted 

for a demo disk. You have to use the batch file method of preloading 

graphics and accessing them from a preconfigured address. 

Regards, 

The Net Yaroze Team 

Gerrit Goossen <gerrit@funnytown.com> wrote in article 


<35E8A520.3591@funnytown.com>... 
> Perhaps the Yaroze demo discs use a "different" demo launcher that isn't 


> expecting this? Maybe with some tweaking to '_psstart.c' CW users could 
> have a shot at those demo discs too... 

> 

> — Gerrit 

> 

> Note to Sony: These things make a difference... especially to us Mac 

> users! 

> 


—-MESSAGE FILE 14966 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000336 


—-MESSAGE FILE 14967 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000337 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Stuck with version 1 of Codewarrior 
Date: Mon, 31 Aug 1998 11:53:10 +0100 
Organization: The PC Shop 

Lines: 10 

Message-ID: <35EA8096.7F3D34B2@infotrade.co.uk> 
References: <35C33BCE.A0C6CEE2@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr337.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Wehey! 

I got my new version of Codewarrior this morning! 
A big thanks to all concerned. 

Cheers, 

Ian 


--MESSAGE FILE 14967 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000337 


——MESSAGE FILE 14968 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000338 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 
Subject: Re: Code Warrior and Net Yaroze 

Date: Mon, 31 Aug 1998 18:39:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35EADFDF.F1B54B78@ndirect.co.uk> 

References: <Olbdd239S8fe59ac0$f2e832a2@gbain.wav.scee.sony.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Xref: chuka.playstation.co.uk scee.yaroze.announce:142 scee.yaroze.programming.codew 
arrior:338 


George Bain wrote: 
To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 

b) The only issue is that you cannot use MWDebugIO in a program submitted 
for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 


Regards, 


VVVVVVVVVVV VV 


The Net Yaroze Team 


Sorry George, but I have yet another question. 


Do we HAVE to use the batch file method of preloading? Would it be possible 
to put my graphics/sound files in a sub-directory on the CD and load the 
files from within the program using CdReadFile()? (Just like we do for the 
standard sound files etc.) We could even agree to use our member IDs for 
sub-directory name to save any name confilcts on disk! All my programs are 
designed to work this way. In fact a couple of projects I've been working on 
need to do this as I can't fit it all the main RAM at the same time. 
Obviously I can provide a batch file which loads the executable only. 


Herbs 


—-MESSAGE FILE 14968 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000338 


—-MESSAGE FILE 14969 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000339 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior and Net Yaroze 

Date: 31 Aug 1998 19:03:01 GMT 

Organization: SCEE 

Lines: 37 

Message-ID: <01lbdd4aeS$b4258e00Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdd239S$8fe59ac0$f2e832a2@gbain.wav.scee.sony.co.uk> <35EADFDF.F1B54B7 
8@ndirect.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:143 scee.yaroze.programming.codew 
arrior:339 


Hi there, 

Yes, you have to use the batch file method of preloading. Don't 
forget that you can use the "DATA" directory on the Net Yaroze 
CD when loading any of these files for your game. 

Regards, 


George@SCEE 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35EADFDF .F1B54B78@ndirect.co.uk>... 
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> Sorry George, but I have yet another question. 

> 

> Do we HAVE to use the batch file method of preloading? Would it be 
possible 

> to put my graphics/sound files in a sub-directory on the CD and load the 
> files from within the program using CdReadFile()? (Just like we do for 
the 

> standard sound files etc.) We could even agree to use our member IDs for 
> sub-directory name to save any name confilcts on disk! All my programs 
are 

> designed to work this way. In fact a couple of projects I've been 
working on 

> need to do this as I can't fit it all the main RAM at the same time. 

> Obviously I can provide a batch file which loads the executable only. 

> 


Herbs 


VVVYV 


—-MESSAGE FILE 14969 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000339 


—--MESSAGE FILE 14970 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000340 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: TestCard(); Problems 

Date: Wed, 09 Sep 1998 07:39:44 -0400 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35F66900.4DA4E141@bigfoot.com> 

NNTP-Posting-Host: 137.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:340 scea.yaroze.pr 
ogramming.codewarrior:343 


Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
int slot0, slotl; 
printf ("Memory Card Test\n"); 


slot0O = 


eae 


long) TestCard( (long) 0); 


slotl 


=~ 


long) TestCard((long)1); 


printf("Slot 0: %d\nSlot 1: %d\n\n",slot0,slotl); 
} 


== END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 
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Then I compiled this same exact program in GCC and it works like a 
charm. (BTW, New memory cards return 4, and the access card returns 0) 


Has anyone else had this problem? I browsed over the newsgroup to see if 
anyone else had posted problems(It seems like a big problem), but I 
didn't see anyone, so I decied to post. 


"Darco 
—-MESSAGE FILE 14970 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000340 


--MESSAGE FILE 14971 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000341 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 16:57:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <35F6A574.DEE2C730@easynet.co.uk> 

References: <35F66900.4DA4E141@bigfoot.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:341 scea.yaroze.pr 
ogramming.codewarrior: 344 


Darco wrote: 
Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
{ 
int slot0, Տ1օԵ1չ 


printf ("Memory Card Test\n"); 


slot0O = (long) TestCard( (long) 0); 
slotl = (long) TestCard((long)1); 
printf("Slot 0: %Sd\nSlot 1: %d\n\n",slot0,slotl); 


} 
-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (811, New memory cards return 4, and the access card returns 0) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Has anyone else had this problem? I browsed over the newsgroup to see if 
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> anyone else had posted problems(It seems like a big problem), but I 
> didn't see anyone, so I decied to post. 

> 

> 'Darco 


Maybe you need to format the card first? There's a utility that comes with 
CW that does it for you. 


I'll try your code tonight on a formatted card and see what happens 


Phil 


—-MESSAGE FILE 14971 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000341 


—-MESSAGE FILE 14972 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000342 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 15:56:33 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <35F6DD71.1044D965@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> 
NNTP-Posting-Host: 415.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:342 scea.yaroze.pr 
ogramming.codewarrior:345 


Phil Gooch wrote: 

> 

> Maybe you need to format the card first? There's a utility that comes with 
> CW that does it for you. 
> 
> 


I'll try your code tonight on a formatted card and see what happens 


Good try, but Լ ran the program before in inserted the blank card - I 
had my origional memory card in there. I thought it might be the access 
card screwing it up, but removing it didn't change anything. 


Remember, the program works like a charm when I compile it with GCC. 
Thanks for replying. 


"Darco 
—-MESSAGE FILE 14972 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000342 


—--MESSAGE FILE 14973 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000343 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 22:43:37 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35F6F687.1A956AA5@nospam.easynet.co.uk> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:343 scea.yaroze.pr 
ogramming.codewarrior: 346 


Darco wrote: 


Phil Gooch wrote: 

> 

> Maybe you need to format the card first? There's a utility that comes with 
> CW that does it for you. 

> 

> I'll try your code tonight on a formatted card and see what happens 


Good try, but I ran the program before in inserted the blank card - I 
had my origional memory card in there. I thought it might be the access 
card screwing it up, but removing it didn't change anything. 

Remember, the program works like a charm when I compile it with GCC. 


Thanks for replying. 


VVVVVVVVVVVVVV VV 


'Darco 


I've verified that compiling and running this program under Codewarrior freezes 
the Yaroze. I wonder what could be causing it? I tried adding a few VSync()'s 
between each call to TestCard() but it made no difference. 


Maybe Codewarrior needs a few other things to be set up before you can 
successfully call TestCard(). 


I'll try adding it to my game code and see if it works then. 


Phil 


—-MESSAGE FILE 14973 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000343 


—--MESSAGE FILE 14974 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000344 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 16:23:50 -0500 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35F6F1E6.B68AE48@metrowerks.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> 

NNTP-Posting-Host: mtwks6.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Darco wrote: 


Phil Gooch wrote: 
> 


> Maybe you need to format the card first? There's a utility that comes with 
> CW that does it for you. 
> 
> 


I'll try your code tonight on a formatted card and see what happens 


Good try, but I ran the program before in inserted the blank card - I 
had my origional memory card in there. I thought it might be the access 


VVVVVVV VV 
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card screwing it up, but removing it didn't change anything. 
Remember, the program works like a charm when I compile it with GCC. 


Thanks for replying. 


VVVVVVV 


"Darco 

Hi Darco, 

I wanted to know what version of the Sony Libs are you using? 
Are you using the same version with GCC? 

Thanks, 

-Rafael 


PlayStation Development Tools Dude 
Metrowerks 


--MESSAGE FILE 14974 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000344 


——MESSAGE FILE 14975 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000345 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 19:10:27 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35F70AE3.B97D901F@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> <35F6F1E6.B68AE48@met rowerks.com> 

NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Rafael Campana wrote: 

> 

> Hi Darco, 

> 

> I wanted to know what version of the Sony Libs are you using? 


I wasn't aware that there was more than one version. I'm using the 
version that came with my Net Yaroze system. I'm in the United States, 
and I got my system from SCEA. Is that what you meant? 


> Are you using the same version with GCC? 
Yeah. 


"Darco 
—-MESSAGE FILE 14975 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000345 


——MESSAGE FILE 14976 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000346 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 19:35:36 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35F710C8.3AB1B752@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
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D71.1044D965@bigfoot.com> <35F6F687.1A956AA5@nospam.easynet.co.uk> 
NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:346 scea.yaroze.pr 
ogramming.codewarrior:348 


Philip Gooch wrote: 


> 
> I've verified that compiling and running this program under Codewarrior freezes 
> the Yaroze. I wonder what could be causing it? I tried adding a few VSync()'s 


> between each call to TestCard() but it made no difference. 


Great minds think alike. :) That is the exact same thing that I tried. 

> 

> Maybe Codewarrior needs a few other things to be set up before you can 
> successfully call TestCard(). 

> 

> I'll try adding it to my game code and see if it works then. 

> 


My origional version of that code I had written using my own custom 
stationary, which loaded up several drivers and sets up several 
subsystems...... I thought that it might be causing the interference, so 
I stripped it down to that little bit of code. You may have more luck, 
but I'm not sure. It's worth a shot. 


"Darco 
—-MESSAGE FILE 14976 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000346 


——MESSAGE FILE 14977 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000347 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Fri, 11 Sep 1998 06:56:38 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35F901E6.5A5A5178@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> <35F6F37B.BC89157B@metrowerks.com> 

NNTP-Posting-Host: 82.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:349 scee.yaroze.pr 
ogramming.codewarrior: 347 


Rafael Campana wrote: 
> 


> Hi Darco, 
> 


> I wanted to know what version of the Sony Libs are you using? 

I wasn't aware that there was more than one version. I'm using the 
version that came with my Net Yaroze system. I'm in the United States, 
and I got my system from SCEA. Is that what you meant? 

> Are you using the same version with GCC? 

Yeah. 

"Darco 


—-MESSAGE FILE 14977 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000347 
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——MESSAGE FILE 14978 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000348 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Fri, 11 Sep 1998 23:08:46 -0400 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <35F9E5BE.4C3E85D6@bigfoot .com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> <35F6F1E6.B68AE48@met rowerks.com> 

NNTP-Posting-Host: 213.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:348 scea.yaroze.pr 
ogramming.codewarrior:350 


You there? 


"Darco 
—-MESSAGE FILE 14978 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000348 


—-MESSAGE FILE 14979 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000349 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: TestCard() 7 

Date: Sat, 12 Sep 1998 17:31:51 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <35FAE847.184C03F5@bigfoot.com> 

NNTP-Posting-Host: 85.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:349 scea.yaroze.pr 
ogramming.codewarrior:351 


Any luck with the TestCard() problem? Has any codewarrior users noticed 
this? What's the word from MetroWerks? 


"Darco 
—-MESSAGE FILE 14979 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000349 


—-MESSAGE FILE 14980 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000350 

Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil - Demo Disc not CW Friendly 

Date: Sun, 13 Sep 1998 18:02:13 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35FBEC85.5550975B@aol.com> 

References: <35E8A520.3591@funnytown.com> <01bdd39aS$c0665c40Sf2e832a2@gbain.wav.scee 
. sony .co.uk> 

NNTP-Posting-Host: md16-162.mun.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

To: George Bain <George_Bain@Playstation.sony.com> 
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George Bain wrote: 
To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 

b) The only issue is that you cannot use MWDebugIO in a program submitted 
for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 


Regards, 
The Net Yaroze Team 
Gerrit Goossen <gerrit@funnytown.com> wrote in article 


<35E8A520.3591@funnytown.com>... 
> Perhaps the Yaroze demo discs use a "different" demo launcher that isn't 


VVVVVVVVVVVVVVV VV VV VV VV VV 


> expecting this? Maybe with some tweaking to '_psstart.c' CW users could 
> have a shot at those demo discs too... 
> 
> — Gerrit 
> 
> Note to Sony: These things make a difference... especially to us Mac 
> users! 
> 
> Օսօքտ, 


There seems to be some more confusion. I handed in a version, that does not 
make use of MWDebuGIO but accesses the CDROM. I tested the CDROM access 
function with some files, that are supplied with the demo disc. I also handed 
in two test programs that do not need to load any files at all. Both test 
programs have been compiled using CodeWarrior. One program makes use of the 
heap area and the other one does not. Since I never got any replies, whether 
one of the program works, I deduced, that at least one does not. If this is 
the case, there is a principal problem using CW. 


Christoph Ltirig 


—-MESSAGE FILE 14980 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000350 


—--MESSAGE FILE 14981 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000351 

Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil - Demo Disc not CW Friendly 

Date: Sun, 13 Sep 1998 18:04:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35FBECF9.5667DA45@aol.com> 

References: <35E8A520.3591@funnytown.com> <01lbdd39aSc0665c40Sf2e832a2@gbain.wav.scee 
. sony .co.uk> 

NNTP-Posting-Host: md16-162.mun.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

To: George Bain <George_Bain@Playstation.sony.com> 


George Bain wrote: 


> To all members, 
> 
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See ya! 
Mike. 


P.S. Go here to find out my new mail address,etc. 


> 
> 
> 
> 
> 
> http://195.92.24.16/~1001101/ 


—-MESSAGE FILE 1596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00292 


—-MESSAGE FILE 1597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000293 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bye! 

Date: 23 Jan 1998 15:11:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bd2812$2ee565b0$3e1546c2@atlantis> 

References: <Olbd27faS427£7b00$3e1546c2@atlantis> <34C8945D.CF8D8338@micronetics.com 
> 

NNTP-Posting-Host: 194.247.80.1 

X-Newsreader: Microsoft Internet News 4.70.1161 


Yeh, I think it was of use. I'm not sure if they actually looked at my 
demo but just owning the Yaroze for a while seems to have helped. Of 
course I was also sent a C/C++ questionnaire which had a few questions 
making sure I knew the language, and I also spent two hours in an 
interview. 


I think they percieve the Yaroze as just another PS dev kit really, they 
treated my experience with the Yaroze as if I had just been working on a 
full kit for eight or nine months (That is, for the length of time I owned 
ԷԷ). 


Mike. 


—-MESSAGE FILE 1597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00293 


—-MESSAGE FILE 1598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000294 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bye! 

Date: Fri, 23 Jan 1998 17:40:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <34c8d45e.27220272@www-s.playstation.co.uk> 

References: <Olbd27fa$427f£7b00S$3e1546c2@atlantis> <34C8945D.CF8D8338@micronetics.com 
> <01bd2812$2ee565b0$3e1546c2@atlantis> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 23 Jan 1998 15:11:47 GMT, "Michael Enoch" 

<Michael.Enoch@vissci.com> wrote: 

>Yeh, I think it was of use. I'm not sure if they actually looked at my 
>demo but just owning the Yaroze for a while seems to have helped. Of 
>course I was also sent a C/C++ questionnaire which had a few questions 
>making sure I knew the language, and I also spent two hours in an 
>interview. 


Well done, squire. Visual Sciences is a good company. Presumably this 
means I'll see you on scee.dev.programming.psyq_compiler :) 


>I think they percieve the Yaroze as just another PS dev kit really, they 
>treated my experience with the Yaroze as if I had just been working on a 
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Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 

b) The only issue is that you cannot use MWDebugIO in a program submitted 
for a demo disk. You have to use the batch file method of preloading 
graphics and accessing them from a preconfigured address. 

Regards, 


The Net Yaroze Team 


Gerrit Goossen <gerrit@funnytown.com> wrote in article 
<35E8A520.3591@funnytown.com>... 


VVVVVVVVVVVVVVV VV VV VV VV 


> Perhaps the Yaroze demo discs use a "different" demo launcher that isn't 
> expecting this? Maybe with some tweaking to '_psstart.c' CW users could 
> have a shot at those demo discs too... 
> 
> — Gerrit 
> 
> Note to Sony: These things make a difference... especially to us Mac 
> users! 
> 
> Օսօքտ, 


There seems to be some more confusion. I handed in a version, that does not 
make use of MWDebuGIO but accesses the CDROM. I tested the CDROM access 
function with some files, that are supplied with the demo disc. I also handed 
in two test programs that do not need to load any files at all. Both test 
programs have been compiled using CodeWarrior. One program makes use of the 
heap area and the other one does not. Since I never got any replies, whether 
one of the program works, I deduced, that at least one does not. If this is 
the case, there is a principal problem using CW. 


Christoph Ltirig 


—-MESSAGE FILE 14981 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000351 


——MESSAGE FILE 14982 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000352 

Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior and Net Yaroze 

Date: Sun, 13 Sep 1998 18:48:14 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <35FBF74E.F34C8B67@aol.com> 

References: <Olbdd239S8fe59ac0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 170-22-49.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

To: George Bain <George_Bain@Playstation.sony.com> 

Xref: chuka.playstation.co.uk scee.yaroze.announce:148 scee.yaroze.programming.codew 
arrior:352 


George Bain wrote: 
To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


a) CW is fully endorsed by SCEE 
b) The only issue is that you cannot use MWDebugIO in a program submitted 


VV VV V V V 
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> for a demo disk. You have to use the batch file method of preloading 
> graphics and accessing them from a preconfigured address. 
> 
> Regards, 
> 
> The Net Yaroze Team 
>> 
Subject: 


Contest Conditions 
Date: 
11 Mar 1998 10:51:08 -0000 
From: 
Lewis_Evans@Playstation.sony.com 
Organization: 
Sony Computer Entertainment Europe - 119.SS5 
Newsgroups: 
scee.yaroze.beginners 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id CAA13469 

for <news@playstation.co.uk>; Wed, 11 Mar 1998 02:55:47 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hello! 

I start programming on the playstation using the Metroworks CodeWarrior. 
For the most comptetions, that are announced around this are, the explicit 
usage of NY Playstation libraries is required. Does this imply, that it is 
not allowed 

to make use of the MW IO functions to access files on the PC, or is it not 
even allowed to use the CodeWarrior at all to compile the final version, as 
this development environment adopts the libraries shipped with the NY? 
Thanks 

Christoph 


You can feel free to use both CodeWarrior and the MW IO functions. 


Lewis 


<< 


—-MESSAGE FILE 14982 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000352 


——MESSAGE FILE 14983 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000353 

Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior and Net Yaroze 

Date: Sun, 13 Sep 1998 18:54:12 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <35FBF8B3.79960A02@aol.com> 

References: <Olbdd239S8fe59ac0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 170-22-49.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:149 scee.yaroze.programming.codew 
arrior:353 
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Ouops, 


There seems to be some more confusion. I handed in a version, that does not 
make use of MWDebuGIO but accesses the CDROM. I tested the CDROM access 
function with some files, that are supplied with the demo disc. I also handed 


in two test programs that do not need to load any files at all. Both test 
programs have been compiled using CodeWarrior. One program makes use of the 
heap area and the other one does not. Since I never got any replies, whether 
one of the program works, I deduced, that at least one does not. If this is 
the case, there is a principal problem using CW. 


Christoph Ltirig 
George Bain wrote: 
To all members, 


Due to some confusion with members using CW we will 
clarify some issues. 


> 
> 
> 
> 
> 
> a) CW is fully endorsed by SCEE 

> b) The only issue is that you cannot use MWDebugIO in a program submitted 
> for a demo disk. You have to use the batch file method of preloading 

> graphics and accessing them from a preconfigured address. 

> 

> 

> 

> 


Regards, 


The Net Yaroze Team 


—-MESSAGE FILE 14983 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000353 


--MESSAGE FILE 14984 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000354 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Germain Sauvé" <gersauve@cgocable.ca> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Sun, 13 Sep 1998 17:27:58 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <6thct3Sabv4@scea> 

References: <35FAE847.184CO03F5@bigfoot.com> 

NNTP-Posting-Host: 158-75.ri.cgocable.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:354 scea.yaroze.pr 
ogramming.codewarrior:352 


>Any luck with the TestCard() problem? Has any codewarrior users noticed 
>this? What's the word from MetroWerks? 

> 

>'Darco 


I have the same problem but it wasn't a priority for me, that's why I 
haven't tried to fix it. I'll take a look at this if I got time off this 
week. 

doctor 2 


—-MESSAGE FILE 14984 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000354 


—-MESSAGE FILE 14985 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000355 
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Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 09:33:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35FCD4C2.FA95E73E@easynet.co.uk> 

References: <35FAE847.184C03F5@bigfoot.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:355 scea.yaroze.pr 
ogramming.codewarrior:353 


Darco wrote: 


Any luck with the TestCard() problem? Has any codewarrior users noticed 
this? What's the word from MetroWerks? 


VVVYV 


'Darco 


Sorry I meant to test this within one of my game environments this weekend 
but I didn't get around to it. But you appear to have tried this already, 
haven't you? 


Anyway, using TestCard() in a simple program such as the one you posted 
earlier definitely doesn't work. 


I'll try and play around with it a bit more this week 
Cheers 


Phil 


—-MESSAGE FILE 14985 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000355 


——MESSAGE FILE 14986 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000356 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 09:47:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <35FCD825.712C09A4@scee.sony.co.uk> 

References: <35FAE847.184C03F5@bigfoot.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:356 scea.yaroze.pr 
ogramming.codewarrior:354 


Darco wrote: 
> 


> Any luck with the TestCard() problem? 


As a workaround (and this suggestion may crash and burn horribly), why not compile a 
11 your code 

that uses TestCard using the GCC compiler into an object file, then link in that obj 
ect file with 

the rest of your CW stuff? If, as you say, TestCard only fails when called by CW and 
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not GCC, then 


perhaps this will fix it. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Alcoholism is not a disease, it's a goal. 
—-MESSAGE FILE 14986 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000356 


—-MESSAGE FILE 14987 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000357 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 07:25:30 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35FCFD2A.BD945AE9@bigfoot.com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> 
NNTP-Posting-Host: 253.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:357 scea.yaroze.pr 
ogramming.codewarrior:355 


James Russell wrote: 


Darco wrote: 
> 


> Any luck with the TestCard() problem? 


VV NV V V V 


As a workaround (and this suggestion may crash and burn horribly), why not compile 
all your code 

> that uses TestCard using the GCC compiler into an object file, then link in that o 
bject file with 

> the rest of your CW stuff? If, as you say, TestCard only fails when called by CW a 
nd not GCC, then 

> perhaps this will fix it. 


*Deep thought* 


That... Just might work... Yeah, I think that just might work. I'll try 
that after school today. 


"Darco 
—-MESSAGE FILE 14987 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000357 


—-MESSAGE FILE 14988 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000358 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 18:15:44 -0400 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <35FD9590.2579AFB5@bigfoot .com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> 
NNTP-Posting-Host: 255.dialup.datasys.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: James Russell <James_Russell@scee.sony.co.uk> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:358 scea.yaroze.pr 
ogramming.codewarrior:356 


James Russell wrote: 


Darco wrote: 
> 


> Any luck with the TestCard() problem? 


As a workaround (and this suggestion may crash and burn horribly), 
why not compile all your code that uses TestCard using the GCC 
compiler into an object file, then link in that object file with 
the rest of your CW stuff? If, as you say, TestCard only fails when 
called by CW and not GCC, then perhaps this will fix it. 


VVVVVVVVV VV 


Indeed, it did seem like a good idea. 
I tried it... But no avail. 


It did the same thing it always did. I even tried changing the program 
entry point directly to main() but that didn't help. 


I looked at the disassembled code, checked it over and over again and 
I'm starting to get sick. Honestly. My eyes hurt. I guess it's partly 
because I have my monitor in 1280x1024 mode... Uggg... 


It was a valiant idea but oh well. From my research the bug seems to be 
in one of 2 places : In the compiler (Ua... Not likely) or the 
codewarrior-converted yaroze libraries. I thought it might be that 
metrowerks was doing something funky before dropping me to the main() 
subroutine; but after changing the program entry point and it still not 
doing a thing, I don't think this is the case. Changing the optimization 
level doesn't seem to help either. 


Either way it would seem that TestCard()'s fate now lays in the hands of 
MetroWerks. I'll keep crunching away to see if I can figure out what's 
up but I doubt that I'll come up with anything. 


Adios! 


"Darco 
—-MESSAGE FILE 14988 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000358 


—-MESSAGE FILE 14989 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000359 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Fri, 18 Sep 1998 17:20:51 -0500 

Organization: SCEA News Server 

Lines: 63 

Message-ID: <3602DCC3.EB53B9C6@metrowerks.com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> <35F 
D9590.2579AFB5@bigfoot .com> 

NNTP-Posting-Host: mtwks80.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 

To: Darco <darco@bigfoot.com> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:359 scea.yaroze.pr 
ogramming.codewarrior:357 


Hi everybody, 
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This problem is related to PSComUtil versus SIOCONS. I built the source 
code 
with both CodeWarrior (to generate NY.pxe) and GNU (to generate MAIN.A). 
If I download main.a or ny.pxe in PSComUtil, it doesn't work. If I 
download ny.pxe or main.a in SIOCONS, they both work. 


Thus, it appears to be some sort of bug in the Sony libraries or the "RDB" 
debug monitor in the Net Yaroze, and/or in PSComUtil. 


We are talking to Sony to figure this problem out..... so more news to come. 


Thanks. 


PlayStation Development Tools 
Metrowerks 


Darco wrote: 
James Russell wrote: 


Darco wrote: 
> 


> Any luck with the TestCard() problem? 


As a workaround (and this suggestion may crash and burn horribly), 
why not compile all your code that uses TestCard using the GCC 
compiler into an object file, then link in that object file with 
the rest of your CW stuff? If, as you say, TestCard only fails when 
called by CW and not GCC, then perhaps this will fix it. 


VVVVVVVVV VV 


Indeed, it did seem like a good idea. 


Լ tried it... But no avail. 


It did the same thing it always did. I even tried changing the program 
entry point directly to main() but that didn't help. 


looked at the disassembled code, checked it over and over again and 
I'm starting to get sick. Honestly. My eyes hurt. I guess it's partly 
because I have my monitor in 1280x1024 mode... Uggg... 


It was a valiant idea but oh well. From my research the bug seems to be 
in one of 2 places : In the compiler (Ua... Not likely) or the 
codewarrior-converted yaroze libraries. I thought it might be that 
metrowerks was doing something funky before dropping me to the main() 
subroutine; but after changing the program entry point and it still not 
doing a thing, I don't think this is the case. Changing the optimization 
level doesn't seem to help either. 


Either way it would seem that TestCard()'s fate now lays in the hands of 
MetroWerks. I'll keep crunching away to see if I can figure out what's 
up but I doubt that I'll come up with anything. 


Adios! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


'Darco 


--MESSAGE FILE 14989 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000359 


——MESSAGE FILE 14990 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000360 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Wed, 23 Sep 1998 18:46:36 -0400 

Organization: SCEA News Server 
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Lines: 33 

Message-ID: <36097A4C.5A56DBAF@bigfoot .com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> <35F 
D9590.2579AFB5@bigfoot.com> <3602DCC3.EB53B9C6@metrowerks.com> 

NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: Rafael Campana <rcampana@metrowerks.com> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:360 scea.yaroze.pr 
ogramming.codewarrior:358 


Rafael Campana wrote: 


> 

> Hi everybody, 

> 

> This problem is related to PSComUtil versus SIOCONS. I built the source 
> code 

> with both CodeWarrior (to generate NY.pxe) and GNU (to generate MAIN.A). 

> If I download main.a or ny.pxe in PSComUtil, it doesn't work. If I 

> download ny.pxe or main.a in SIOCONS, they both work. 

> 

> Thus, it appears to be some sort of bug in the Sony libraries or the "RDB" 
> debug monitor in the Net Yaroze, and/or in PSComUtil. 

> 

> We are talking to Sony to figure this problem out..... so more news to come. 
> 

I've tried what you've said... And I get some interesting results... 


—— Success with GCC and SIOCONS 

—— Failure with GCC and PSComUtil 

—— Failure with CodeWarrior and PSComUtil 
-- Failure with CodeWarrior and SIOCONS 


I even tried sending both executables directly to the PlayStation via my 
reprogramed AR/GS. Again, it succeeded with the GCC build, and failed 
with the CodeWarrior build. 


I can't seem to reproduce your CodeWarrior and SIOCONS results... Every 
time I try it, it crashes right at TestCard(). 


Anyway, I'm just posting my finds. Any progress on your end? 


"Darco 
—-MESSAGE FILE 14990 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000360 


—--MESSAGE FILE 14991 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000361 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Conflict with SIOCONS & PsComUtil 
Date: Thu, 24 Sep 1998 13:12:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <360A3740.4DB2C35@mcmail.com> 
NNTP-Posting-Host: 193.82.133.211 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello everyone, 
Just a quickie. Has anyone ever had this problem 
When I use SIOCONS to do various debug bitz an' pieces, and I finish 


using it - then run PSComUtil - do you find that PSCUtil cannot access 
the serial port ? 
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I usually find I have to reset the PC if I want to use the Metrowerks 
software if I have been using SIOCONS. It can be a pain.... : ( 


Is there any way to tell SIOCONS to free the port ? 
Cheers 
Tones :) 


—-MESSAGE FILE 14991 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000361 


——MESSAGE FILE 14992 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000362 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Conflict with SIOCONS & PsComUtil 

Date: Thu, 24 Sep 1998 09:51:36 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <360A4E68.683299C2@cobite.com> 

References: <360A3740.4DB2C35@mcmail.com> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 

To: Tones@cobite.com 


Tones wrote: 


> 

> Hello everyone, 

> 

> Just a quickie. Has anyone ever had this problem 

> 

> When I use SIOCONS to do various debug bitz an' pieces, and I finish 
> using it - then run PSComUtil - do you find that PSCUtil cannot access 
> the serial port ? 

> 

> I usually find I have to reset the PC if I want to use the Metrowerks 
> software if Լ have been using SIOCONS. It can be a pain.... :( 

> 

> Is there any way to tell SIOCONS to free the port ? 

> 

> Cheers 

> 

> Tones :) 


I recall reading somewhere that SIOCONS in a dos box in windows will 
steal away the Com port in question until the dos box is closed. Try 
closing the dos box you're using SIOCONS in first. 


If not... hmm, chalk it up to one of those weird things about Com ports. 
All I can advise in that case is to try web searching for a com util for 
windows. 


Good luck, 

Craig 

—-MESSAGE FILE 14992 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000362 


--MESSAGE FILE 14993 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000363 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Conflict with SIOCONS & PsComUtil 

Date: Mon, 28 Sep 1998 13:07:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt 


Lines: 18 
Message-ID: 
References: 
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<360F7C1E.BDIE8AB9@mcmail .com> 
<360A3740.4DB2C35@mcmail.com> <360A4E68.683299C2@cobite.com> 


NNTP-Posting-Host: 193.82.133.223 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Venz wrote: 


> I recall reading somewhere that SIOCONS in a dos box in windows will 
> steal away the Com port in question until the dos box is closed. Try 
> closing the dos box you're using SIOCONS in first. 


Cheers Craig, 


Tried all of this an' that, and guess what - no joy. 'Spose it must me one 
of those things ( then again, what can you expect from a Compaq :) ) 


Thanks again, 


Tones :) 


—-MESSAGE FILE 14993 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000363 


—-MESSAGE FILE 14994 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000364 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Couple of questions about CodeWarrior compiler settings 

Date: Tue, 29 Sep 1998 09:23:24 +0100 

Organization: Revolution Software 

Lines: 35 

Message-ID: <361098FC.91B5B5D3@revolution.co.uk> 

Reply-To: jaket@revolution.co.uk 

NNTP-Posting-Host: 194.205.71.251 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:364 scea.yaroze.pr 
ogramming.codewarrior:359 


I am used to good old fashioned makefiles so 


How do I set an include path such that 

#include "..\psxLibrary\psx_file.h" 

will be found by CodeWarrior ? 

I tried setting the build paths, but they seemed to ignore the ..\ on 
the front of the include path. 

How do I set some #defines in the compiler e.g. good old fashioned -D on 
the GCC compiler line. 


I want to have some project wide #defines, without having to have a 
silly header file that all the files in the project include. 


Can I put these things in ny_debug_preset.h and then expect CodeWarrior 
not to trash my #defines ? 


What global #defines does CodeWarrior set 
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>full kit for eight or nine months (That is, for the length of time I owned 
>it). 


Effectively it is. If you can write a good 3D game on the Yaroze, you 
can make it faster on the pro kit with the low-level graphics engine. 
(And pay for your efforts in the heartache of GTE programming.) The 
rest of the programming is the same - subject to the constraints 
imposed by the weaker Yaroze devkit and the daft uncontrollable 
library linking. 


- Gil 
-—-MESSAGE FILE 1598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00294 


—-MESSAGE FILE 1599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000295 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bye! 

Date: Fri, 23 Jan 1998 19:02:38 -0000 

Organization: Yaloozer 

Lines: 12 

Message-ID: <6aap5t$723@chuka.playstation.co.uk> 
References: <0Olbd27fa$427£7b00$3e1546c2@atlantis> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hey Mike 

Congratulations on the new job. But why have you taken away all your 
downloads? Just programming for the company seems like such a .... corporate 
sell out. 


Freedom of artistic expression, dude :) 


Graeme 


—-MESSAGE FILE 1599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00295 


—-MESSAGE FILE 1600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000296 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bye! 

Date: 26 Jan 1998 11:35:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbd2a4f$7e3509b0$3e1546c2@atlantis> 

References: <Olbd27faS427£7b00$3e1546c2@atlantis> <6aap5t$723@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: 194.247.80.1 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Congratulations on the new job. But why have you taken away all your 

> downloads? Just programming for the company seems like such a 

corporate 

> sell out. 

Because my downloads will/have become obsolete. Already, about four weeks 
on the job, I've found four or five ways to improve the speed of my Yaroze 
demo. I can't believe I didn't think of these things before! I don't have 
time to update it though, so I've removed it until I have time to go 
through the code (Maybe never, I admit). 


> Freedom of artistic expression, dude :) 
> 
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e.g. TARGET_DEVICE, c_plus_plus, 


One last one: 


How do I get CodeWarrior to integrate with my favourite external editor 
(VI) ? 


Cheers 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 
—-MESSAGE FILE 14994 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000364 


—--MESSAGE FILE 14995 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000365 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: help me 

Date: Thu, 01 Oct 1998 16:00:36 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138B04.BAF96AF6@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 14995 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000365 


——MESSAGE FILE 14996 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000366 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Help with DSAVEing 

Date: Thu, 01 Oct 1998 20:35:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <3613D99E.7ABB@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hello challengees! 


I have a problem in that I don't have CodeWarrior so I can't 

fix a problem I have with my Gravitation demo saver program CW_DSAVE 
for CW users (who can't use my "Savepal" siocons batch file). 

This is so Mac users can enter replays to my Grav Championship. 


Anyhoo, the problem is that it currently saves 74000 bytes, as 
opposed to the required 73728 (ie. exactly 72Kb == 0x12000), even 
though the functions are being called with 0x12000 as data size. 
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The file it creates is MYPAL.DAT if you select "Save PAL replays" 
and it's this that should be exactly 73728 bytes. Same for NTSC. 
So if someone could take a look at the code, in particular the 
SaveRecordToHost() function in CW_DSAVE.C which should save exactly 
72K from the relevant address (depending whether the user wants to 
save PAL or NTSC demos) to the 'հօտե' ie. a PC file: 


http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 


Thanks greatly, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 14996 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000366 


—--MESSAGE FILE 14997 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000367 

Path: chuka.playstation.co.uk!news 

From: "Joachim Mertens" <brainchild@cww.de> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: TestCard()? 

Date: Mon, 5 Oct 1998 18:55:32 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6vau31S6p5@chuka.playstation.co.uk> 

References: <35FAE847.184C03F5@bigfoot.com> 

NNTP-Posting-Host: dtm8-m97-109.pool.cww.de 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:367 scea.yaroze.pr 
ogramming.codewarrior:360 


Darco schrieb in Nachricht <35FAE847.184CO3F5@bigfoot.com>... 

>Any luck with the TestCard() problem? Has any codewarrior users noticed 
>this? What's the word from MetroWerks? 

> 

>'Darco 


Hae 

I think I’ve found the solution for your problem. Try to init the graphic 
system before you call the TestCard function. I have added the following 
line to your program and suddenly it works, but don’t ask me why ;) 


GsInitGraph (320, 256, GSNONINTER|GsOFSGPU, 1,0): 
TestCard... 
Please tell me if it works now on your Yaroze too. 


cYa 


Jo 


—-MESSAGE FILE 14997 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000367 


—-MESSAGE FILE 14998 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000368 
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Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Help with MWwrite() function 

Date: Thu, 08 Oct 1998 20:27:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <361D1236.2107@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I would really appreciate help with this someone. Please! 
I have posted some of the relevant code below, in case it's 
obvious and to save you dloading the file and all that malarky. 


Anyhoo, the problem is that it currently saves 74000 bytes, as 
opposed to the required 73728 (ie. exactly 72Kb == 0x12000), even 
though the functions are being called with 0x12000 as data size. 
The file it creates is MYPAL.DAT if you select "Save PAL replays" 
and it's this that should be exactly 73728 bytes. Same for NTSC. 


http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 


// snippet from the cw_dsave program 
// Saves PAL-demo memory block to host in MetroWerks CodeWarrior 
void SaveRecordToHost () 
{ 
int fd, bytes; 
char *filenamel = "mypal.dat"; 
void *data; 


data = (void *) (0x80196000); 
fd = MWopen(filenamel, FCREAT) ; 
bytes = MWwrite(fd, data, 0x12000); // 0x12000 = 73728 bytes 
MWclose (fd); 
} 


I appreciate any help with this, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 14998 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000368 


—-MESSAGE FILE 14999 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000369 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Help with MWwrite() function 

Date: 8 Oct 1998 23:32:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 
Message-ID: <slrn71qj9k.qgs.tjs@longford.cs.monash.edu.au> 
References: <361D1236.2107@manc.u-net.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Thu, 08 Oct 1998 20:27:50 +0100, James Shaughnessy wrote: 

>I would really appreciate help with this someone. Please! 

>I have posted some of the relevant code below, in case it's 
>obvious and to save you dloading the file and all that malarky. 

> 

>Anyhoo, the problem is that it currently saves 74000 bytes, as 
>opposed to the required 73728 (ie. exactly 72Kb == 0x12000), even 
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>though the functions are being called with 0x12000 as data size. 
>The file it creates is MYPAL.DAT if you select "Save PAL replays" 
>and it's this that should be exactly 73728 bytes. Same for NTSC. 


Stab in the dark, but... Is it possible that MWOpen takes a flag for either 
binary or ascii mode (with the default being ascii)? The pc side needs 2 
characters for a carriage return, whereas I think the psx only uses one, so 
in ascii mode, writes might be translating 0x0a characters into 0x0a,0x0d. 
This would blow out your file size in the way you're seeing. 


Toby. 


—-MESSAGE FILE 14999 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000369 


--MESSAGE FILE 15000 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000370 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Help with MWwrite() function 

Date: Fri, 09 Oct 1998 10:27:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <361DD6F2.19ERADE6C@hinge.mistral.co.uk> 
References: <361D1236.2107@manc.u-net.com> 
NNTP-Posting-Host: d2-s4-98-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Shaughnessy wrote: 


I would really appreciate help with this someone. Please! 
I have posted some of the relevant code below, in case it's 
obvious and to save you dloading the file and all that malarky. 


Anyhoo, the problem is that it currently saves 74000 bytes, as 
opposed to the required 73728 (ie. exactly 72Kb == 0x12000), even 
though the functions are being called with 0x12000 as data size. 
The file it creates is MYPAL.DAT if you select "Save PAL replays" 
and it's this that should be exactly 73728 bytes. Same for NTSC. 


http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 


// snippet from the cw_dsave program 
// Saves PAL-demo memory block to host in MetroWerks CodeWarrior 
void SaveRecordToHost () 
{ 
int fd, bytes; 
char *filenamel = "mypal.dat"; 
void *data; 


data = (void *) (0x80196000); 
fd = MWopen(filenamel, FCREAT) ; 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
Should be fd = MWopen(filenamel, O_WRONLY | O_CREAT) ; 
> bytes = MWwrite(fd, data, 0x12000); // 0x12000 = 73728 bytes 
> MWclose (fd); 

> ) 

> 
> I appreciate any help with this, 

Get an AR ;) 


> Jim 


Craig. 
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—-MESSAGE FILE 15000 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000370 


—--MESSAGE FILE 15001 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000372 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Help with MWwrite() function 

Date: Fri, 09 Oct 1998 22:26:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <361E7F78.665B@manc.u-net.com> 

References: <361D1236.2107@manc.u-net.com> <361DD6F2.19EADE6C@hinge.mistral.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Craig Graham wrote: 
> Should be fd = MWopen(filenamel, O_WRONLY | O_CREAT) ; 


That doesn't fix it I'm afraid, but cheers to you and Toby for 
the help. PsComUtil apparently is saying that it is saving 

73728 bytes, but for some reason the file comes up as 74000 bytes. 
Any other ideas? 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15001 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000372 


——MESSAGE FILE 15002 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000373 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Sun, 11 Oct 1998 14:52:32 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3620FE70.744C3E5A@datasys.net> 

References: <35FAE847.184C0O3F5@bigfoot.com> <6vau31S6p5@chuka.playstation.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 101.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:373 scea.yaroze.pr 
ogramming.codewarrior:361 


Joachim Mertens wrote: 


Է 

I think I’ve found the solution for your problem. Try to init the graphic 
system before you call the TestCard function. I have added the following 
line to your program and suddenly it works, but don’t ask me why ;) 


GsInitGraph (320, 256, GSNONINTER|GsOFSGPU, 1,0): 
TestCard... 


VVVVVVVV V 
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> 

> Please tell me if it works now on your Yaroze too. 

> cYa 

> 

> Jo 

Wow man, you got my hopes up there for a second... But that doesn't seem 
to work on my end. Is there anything more you can tell me about your 
setup? Are you doing anyting... odd? 

"Darco 


—-MESSAGE FILE 15002 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000373 


—--MESSAGE FILE 15003 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000374 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Conflict with SIOCONS & PsComUtil 

Date: Sun, 11 Oct 1998 14:55:50 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3620FF36.FDD6355Bédatasys.net> 

References: <360A3740.4DB2C35@mcmail.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 101.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Tones wrote: 

Hello everyone, 

Just a quickie. Has anyone ever had this problem 

When I use SIOCONS to do various debug bitz an' pieces, and I finish 
using it - then run PSComUtil - do you find that PSCUtil cannot access 


the serial port ? 


I usually find I have to reset the PC if I want to use the Metrowerks 
software if I have been using SIOCONS. It can be a pain.... :( 


Is there any way to tell SIOCONS to free the port ? 


VVVVVVVVVVVV VV 


This has happened to me a few times. How do you finish up using siocons? 
Make sure you exit rather than just stopping the program dead in it's 
tracks. 


You might look into the 'mode' command... Not sure if there's any 
command in it to free the comm port, but it might be worth a shot. Also, 
when you can't seem to free up the comm port in PSComUtil, try loading 
up siocons again, and see if I can get through. 


"Darco 
—-MESSAGE FILE 15003 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000374 


——MESSAGE FILE 15004 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000375 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Undefined Macros in CW 

Date: Sat, 17 Oct 1998 15:18:47 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <362917C7.8F6BC33@aol.com> 
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NNTP-Posting-Host: 166-7-20.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


I tried to compile a 2-player program had the following: 


if (padd & PAD1_START) return(98); 
if (padd & PAD1_SELECT) return(99); 


if (padd & PAD1_ RIGHT) CheckCollision (RIGHT); 
if (padd & PAD1_LEFT) CheckCollision (LEFT); 
if (padd & PAD1_UP) CheckCollision (UP); 

if (padd & PAD1_ DOWN) CheckCollision (DOWN) ; 


This did not work--I checked the pad.h file and the only macros defined 
are things for 1-player 

stuff. The macros don't include 2-player stuff such as PAD1_DOWN; it's 
just set to PADdown or something for only the l-player controller. What 
should I do to fix this problem? 


—-MESSAGE FILE 15004 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000375 


—-MESSAGE FILE 15005 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000376 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Undefined Macros in CW 

Date: Sun, 18 Oct 1998 09:29:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 73 

Message-ID: <3629A6DE.B63220F1@revolution.co.uk> 
References: <362917C7.8F6BC33@aol.com> 
NNTP-Posting-Host: 62.172.91.248 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Omar Metwally wrote: 


This did not work--I checked the pad.h file and the only macros defined 
are things for 1-player 

stuff. The macros don't include 2-player stuff such as PAD1_DOWN; it's 
just set to PADdown or something for only the l-player controller. What 
should I do to fix this problem? 


> I tried to compile a 2-player program had the following: 
> 

> if (padd & PAD1_START) return (98); 

> if (padd & PAD1_SELECT) return(99)j; 

> 

> if (padd & PAD1_RIGHT) CheckCollision (RIGHT); 
> if (padd & PADI_LEFT) CheckCollision (LEFT); 

> if (padd ե PAD1_UP) CheckCollision (UP); 

> if (padd & PAD1_DOWN) CheckCollision (DOWN); 

> 

> 

> 

> 

> 

> 


Look in their sample C++ code PadCPPDemo directory. 


Here is the 1 / 2 player return codes for padd where 


padd = ~(*(m_pBufferl + 3) | *(m_pBufferl + 2) << 8 | *(m_pBuffer2 + 3) << 
16 | *(m_pBuffer2 + 2) << 24); 


And m_pBufferl & m_pBuffer2 are the pointers set for pad reading by libps 
} 


// controller one Read() return types 
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const ulong kPadl_Up = (1 << 12)» 
const ulong kPadl_Down = (1 << 14); 
const ulong kPadl_Left = (1 << 15); 
const ulong kPadl_Right = (1 ՀՀ 13); 
const ulong kPadl_Triangle = (1 << 4); 
const ulong kPadl_Cross = (1 << 6); 
const ulong kPadl_Square = (1 ՀՀ 7); 
const ulong kPadl_Circle = (1 << 5); 
const ulong kPadl_L1 = (1 << 2); 
const ulong kPadi_R1 = (1 ՀՀ 3); 
const ulong kPad1_L2 = (1 ՀՀ 0); 
const ulong kPad1_R2 = (1 << 1); 
const ulong kPadl_Select = (1 << 8): 
const ulong kPadl_Start = (li << 11)» 


// controller two Read() return types 


const ulong kPad2_Up = (1 << 12 + 16); 
const ulong kPad2_Down = (1 << 14 + 16); 
const ulong kPad2_Left = (1 << 15 + 16); 
const ulong kPad2_Right = (1 << 13 + 16); 
const ulong kPad2_Triangle = (1 << 4 + 16); 
const ulong kPad2_Cross = (1 << 6 + 16); 
const ulong kPad2_Square = (1 << 7 + 16); 
const ulong kPad2_Circle = (1 << 5 + 16); 
const ulong kPad2_L1 = (1 << 2 + 16); 
const ulong kPad2_R1 = (1 << 3 + 16); 
const ulong kPad2_L2 = (1 << 0 + 16); 
const ulong kPad2_R2 = (1 << 1+ 16); 
const ulong kPad2_Select = (1 << 8 + 16); 
const ulong kPad2_Start = (1 << 11 + 16); 


// ControllerType return values 


const ulong kMouse = 021: 

const ulong kNeGCon = 0x2; 
const ulong kStandard = 0x4; 
const ulong kJoystick = 0x5; 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 15005 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000376 


--MESSAGE FILE 15006 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000377 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: C++ & debugger 

Date: Wed, 21 Oct 1998 20:41:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <362E38FE.D0022249@cthullu. freeserve.co.uk> 

NNTP-Posting-Host: modem-48.germanium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:363 scee.yaroze.pr 
ogramming.codewarrior:377 


Hi all 


Having great fun on yaroze, now that I seem not to be fighting it every 
inch of the way. 


One last problem, getting C++ to be usable under the debugger 7 
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It all works fine, except the line information is completely wrong so I 
can't break or see where I am in the source code, this is a little un 
useful to say the list. 


Any suggestions 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 15006 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000377 


—--MESSAGE FILE 15007 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000378 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: how to: download psyq executables to the psx 

Date: Tue, 27 Oct 1998 17:47:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:179 scee.yaroze.progr 
amming.2d_graphics:682 scee.yaroze.programming.3d_graphics:977 scee.yaroze.programmi 
ng.codewarrior:378 scee.yaroze.programming.gnu_compiler:259 


Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


if so...can I have them? :-D 


thanks, 


angel. 


—-MESSAGE FILE 15007 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000378 


——MESSAGE FILE 15008 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000379 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 09:26:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
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Message-ID: <3636E35D.91F7A5BF@hinge.mistral.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:180 scee.yaroze.progr 
amming.2d_graphics:683 scee.yaroze.programming.3d_graphics:978 scee.yaroze.programmi 
ng.codewarrior:379 scee.yaroze.programming.gnu_compiler:260 


Angel Sastre wrote: 
Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


VVVVVVV 


Naughty Naughty. 


> 
> 
> if so...can I have them? :-D 


No. 


> thanks, 
> 
> angel. 


Craig. 


—-MESSAGE FILE 15008 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000379 


——MESSAGE FILE 15009 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000380 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: help me 

Date: Wed, 28 Oct 1998 17:14:04 +0000 
Organization: University of Brighton 

Lines: 19 

Message-ID: <363750DC.39DB@bton.ac.uk> 
References: <36138B04.BAF96AF6@sc.trinakria.it> 
NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


> i need a routine for to play some animation file (.avi, flc, str,mov 


I can't say for sure, but I was under the impression that you couldn't 
do that kind of stuff with the Yaroze since everything has to fit inside 
the 2MB of system RAM. If you could read stuff from the CD in a program, 
then yes. 


Even if you could, you're going to take up a pretty large amount of 
space with your animation, and you'll be left with no room for program 
code. Anyway, I'm just speculating (I still haven't actually created any 
programs) 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
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> Graeme 
Power to the people! :) 


Mike 
—-MESSAGE FILE 1600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00296 


—-MESSAGE FILE 1601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000297 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scee and scea 

Date: Wed, 28 Jan 1998 16:39:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <34CF5F2C.2CAE@sms.ed.ac.uk> 

References: <Olbd0fa2$5c46bbe0$alc409c0@madcow.iccsrvl> <34A05FC3.1597@bellatlantic. 
net> <ira-2412970929360001@dialup-00-04.netcomuk.co.uk> <683ast$9ij3@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Graeme Evans wrote: 
> I think the problem is with jeff's page on the SCEE server. 


I got in touch with Jeff recently and it seems he's got a lot on at the 
moment. Looks like we'll have to wait a while for his projects (a bit of 
a shame 'cause he seems to have pretty good direction with them... 


>There's something strange about it and one or two others cos they just > show up as 
blank pages in Լիճ... 


It's the same with Netscape - I think some internal links have broken 
(or HTML been zapped). 


James. 
—-MESSAGE FILE 1601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00297 


—-MESSAGE FILE 1602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000298 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: a better idea than 'Black Magic' 

Date: Thu, 29 Jan 1998 20:18:04 -0000 

Organization: Yaloozer 

Lines: 13 

Message-ID: <6aqnr9$711@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


hey dudes 


You know how sony always said that Ridge Racer was written using the same 
calls as the yaroze and it could all fit into memory at once, i think it 
would be really cool to see the source code. 


Well ive looked at loads of the demos, it would just be nice to see how 
people wrote an entire proper driving game with moving scenery, even if i 
couldnt compile it. Would anyone else like to join in a clamour? 


Graeme 
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http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15009 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000380 


—-MESSAGE FILE 15010 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000381 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 17:16:42 +0000 

Organization: University of Brighton 

Lines: 16 

Message-ID: <3637517A.3D08@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:181 scee.yaroze.progr 
amming.2d_graphics:684 scee.yaroze.programming.3d_graphics:979 scee.yaroze.programmi 
ng.codewarrior:381 scee.yaroze.programming.gnu_compiler:261 


Sheesh Ank - I'd have thought you'd know better. But to go posting it 
here AS WELL! Man oh man... 


Oh and by the way; I hope you've read that mail I sent you re: password 
(i.e. mine) since SCEE are onto you! (I got a phonecall from Kerry who 
wondered why my e-mail address was suddenly ams50 instead of bjd3...) 


Later, 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15010 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000381 


--MESSAGE FILE 15011 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000382 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Thu, 29 Oct 1998 18:11:10 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3638F60E.DBB0745F@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 157.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:182 scee.yaroze.progr 
amming.2d_graphics:688 scee.yaroze.programming.3d_graphics:982 scee.yaroze.programmi 
ng.codewarrior:382 scee.yaroze.programming.gnu_compiler:262 
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Angel Sastre wrote: 


> 

> Hi 

> 

> I've come across a few psyq executables which I would like to run, but I 

> can't download them to the playstation neither with siocons or the utility 
> which came with codewarrior. Is there a dedicated utility which will do 

> this? is there a program which will convert the psyq executable into a net 
> yaroze one so that I may download it with siocons? 

> 

> if so...can I have them? :-D 

> 

dre Ko VAy Ay A Ay Ay Ay Av Ay Ay Ay Ay Pa Ay Fy Fa pia s a asus ss You nut. You must be one of those 


younger newbies, not quite knowing what you are implicating when you 
post. You aren't even supose to have psyq executables unless they are in 
a game you just bought. So unless you are a professional developer, you 
got them from a underground site. 


To answer your question, psyq executables will only run on a net yaroze 
system if it leaves everything below 0x80090000 alone. 99% of all psyq 
executables load there program into this region, so that when you try to 
upload them they accidently overwrite the program that is currently 
running and the system crashes. Think about it. The net yaroze system 
will run psyq programs, just not the ones that you want it to run. 


Now, think before you post something like this again. This is the 
official Net Yaroze development discussion area, not the Underground PSX 
hacking Q&A newsgroup. 


"Darco 
—-MESSAGE FILE 15011 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000382 


--MESSAGE FILE 15012 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000383 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Missing Lib files from CW... 

Date: Fri, 30 Oct 1998 12:34:24 +0000 
Organization: University of Brighton 

Lines: 20 

Message-ID: <3639B250.2404@bton.ac.uk> 
NNTP-Posting-Host: itsuite36.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


Hey all, 


I've finally gotten my Mac connected to my NY, and I've been 
experiencing difficulties with the MW codewarrior compiler. When trying 
to make the tutorial file, I first got a load of errors telling me it 
couldn't find certain header files. I discovered that they hadn't been 
installed, and were lurking on the PC CD-ROM. However, one file is still 
missing - libps.a.lib. There is a file called libps.a, but renaming this 
still results in errors at compile time (with what is allegedly a fully 
working demo). 


Can any Mac CW users tell me why this is happening? 


Ben 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15012 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000383 
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--MESSAGE FILE 15013 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000384 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Missing Lib files from CW... 

Date: Fri, 30 Oct 1998 13:28:02 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <3639BEE1.45B4FC1F@ndirect.co.uk> 
References: <3639B250.2404@bton.ac.uk> 
NNTP-Posting-Host: th-usr02-59.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


BJ wrote: 
Hey all, 


I've finally gotten my Mac connected to my NY, and I've been 
experiencing difficulties with the MW codewarrior compiler. When trying 
to make the tutorial file, I first got a load of errors telling me it 
couldn't find certain header files. I discovered that they hadn't been 
installed, and were lurking on the PC CD-ROM. However, one file is still 
missing - libps.a.lib. There is a file called libps.a, but renaming this 
still results in errors at compile time (with what is allegedly a fully 
working demo). 


Can any Mac CW users tell me why this is happening? 


Ben 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 


VVVVVVVVVVVVVV VV VV VV 


You need to run the NetYarozeLibConvert project. See the section 
"Installing the Net Yaroze Runtime Library" in the CW Targeting NetYaroze 
manual. (page 16 in my book). 


Herbs 


—-MESSAGE FILE 15013 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000384 


——MESSAGE FILE 15014 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000385 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:26:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <363A04CD.EQOEA3EBA@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 8D9689B42D542775C3A465D7" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Xref: chuka.playstation.co.uk playstation.ny.program.questions:183 scee.yaroze.progr 
amming.2d_graphics:689 scee.yaroze.programming.3d_graphics:983 scee.yaroze.programmi 
ng.codewarrior:385 scee.yaroze.programming.gnu_compiler:263 


8D9689B42D542775C3A465D7 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Dear sir, 


RE: Possible possession of illegal executables 


We would like you to return your access card and PS libraries..... 


You will probably know the rest of this Angel by the time you read it. I hope 
you're not into all of this underground crap - I for one am DEAD AGAINST any 
form of piracy, which is what this would constitute. Anyone who has any sense 
would know that PsyQ exe's, as stated by BJ, are only in the possession of 
licensed developers - which we are not. If you obtained these knowing this, 
then I hope you lose your membership....... 


Asshole. 


Tones 
Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 


8D9689B42D542775C3A465D7 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<I>Dear sir,</I> 


<P><B><I><U>RE: Possible possession of illegal executables</U></I></B> 
<P><I>We would like you to return your access card and PS libraries..... </I><I></I> 


<P>You will probably know the rest of this Angel by the time you read it.&nbsp; 
I hope you're not into all of this underground crap - I for one am DEAD 
AGAINST any form of piracy, which is what this would constitute. Anyone 

who has any sense would know that PsyQ exe's, as stated by BJ, are only 

in the possession of licensed developers - which we are not.&nbsp; If you 
obtained these knowing this, then I hope you lose your membership....... 


<P>Asshole. 


<P>Tones 
<BR>Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 
<BR>é&nbsp; </HTML> 


8D9689B42D542775C3A465D7-—- 


—-MESSAGE FILE 15014 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000385 


——MESSAGE FILE 15015 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000386 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:28:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <363A0531.141600E5@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:184 scee.yaroze.progr 
amming.2d_graphics:690 scee.yaroze.programming.3d_graphics:984 scee.yaroze.programmi 
ng.codewarrior:386 scee.yaroze.programming.gnu_compiler:264 


exe's, as stated by BJ, are only in the possession of licensed 


> 

> developers - which we are not. If you obtained these knowing this, 
> then I hope you lose your membership....... 
> 
> 


Ooops, sorry Darco - you were the one who said about licensed 
developers...Sorry! 


Cheers 
Tones 


-—-MESSAGE FILE 15015 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000386 


—--MESSAGE FILE 15016 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000387 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 16:19:20 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <363A2D58.967A47AD@datasys.net> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 343.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:185 scee.yaroze.progr 
amming.2d_graphics:691 scee.yaroze.programming.3d_graphics:985 scee.yaroze.programmi 
ng.codewarrior:387 scee.yaroze.programming.gnu_compiler:265 


Tones wrote: 


> 

> Ooops, sorry Darco - you were the one who said about licensed 
> developers...Sorry! 

> 


For this you will pay dearly. ;) 


"Darco 
—-MESSAGE FILE 15016 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000387 


--MESSAGE FILE 15017 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000388 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sat, 31 Oct 1998 12:53:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <71f0vtSdrd2@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: asn4-244.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:186 scee.yaroze.progr 
amming.2d_graphics:694 scee.yaroze.programming.3d_graphics:986 scee.yaroze.programmi 
ng.codewarrior:388 scee.yaroze.programming.gnu_compiler:266 


Darco wrote in message <363A2D58.967A47AD@datasys.net>... 

>Tones wrote: 

>> 

>> Ooops, sorry Darco - you were the one who said about licensed 
>> developers...Sorry! 

>> 

> 

>For this you will pay dearly. ;) 

> 

>'Darco 


Hehe! 
Tones 7) 


—-MESSAGE FILE 15017 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000388 


—-MESSAGE FILE 15018 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000389 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 11:49:32 +0000 

Organization: University of Brighton 

Lines: 11 

Message-ID: <363D9C4C.3974@bton.ac.uk> 

References: <7158bkSfj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> 
NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:187 scee.yaroze.progr 
amming.2d_graphics:698 scee.yaroze.programming.3d_graphics:990 scee.yaroze.programmi 
ng.codewarrior:389 scee.yaroze.programming.gnu_compiler:267 


Oh be nice to poor Angel - he is Spanish after all. 


*patronising Prunella Scales voice* "He's from Barcelona!!!" 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15018 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000389 


——MESSAGE FILE 15019 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000390 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Missing Lib files from CW... 
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Date: Mon, 02 Nov 1998 11:52:04 +0000 
Organization: University of Brighton 
Lines: 9 

Message-ID: <363D9CE4.1030@bton.ac.uk> 
References: <3639B250.2404@bton.ac.uk> 
NNTP-Posting-Host: itsuite35.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


OK, so I read the manual and now I understand...d'oh... 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15019 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000390 


—-MESSAGE FILE 15020 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000391 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:00:32 +0000 

Organization: University of Brighton 

Lines: 14 

Message-ID: <363D9EE0.4684@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:188 scee.yaroze.progr 
amming.2d_graphics:699 scee.yaroze.programming.3d_graphics:991 scee.yaroze.programmi 
ng.codewarrior:391 scee.yaroze.programming.gnu_compiler:268 


BJ wrote: 

> 

> Oh be nice to poor Angel - he is Spanish after all. 
> 


> *patronising Prunella Scales voice* "He's from Barcelona!!!" 


SORRY! MADRID! I know that to accuse a Spaniard of being a Catalan when 
he is not is a major insult, so sorry mate... ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15020 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000391 


—--MESSAGE FILE 15021 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000392 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 
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Date: Mon, 02 Nov 1998 12:08:06 +0000 

Organization: University of Brighton 

Lines: 9 

Message-ID: <363DA0A6.1703@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:189 scee.yaroze.progr 
amming.2d_graphics:700 scee.yaroze.programming.3d_graphics:992 scee.yaroze.programmi 
ng.codewarrior:392 scee.yaroze.programming.gnu_compiler:269 


Hang on! I did know that anyway! 
Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 


- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15021 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000392 


——MESSAGE FILE 15022 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000393 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:13:12 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363DA1D8.6A0@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:190 scee.yaroze.progr 
amming.2d_graphics:701 scee.yaroze.programming.3d_graphics:993 scee.yaroze.programmi 
ng.codewarrior:393 scee.yaroze.programming.gnu_compiler:270 


okay i'm using ben's account to reply. 


I never said i downloaded psyq executables, hell i didn't even know what 
they were. 


so there. 


so if you want to ban people out of the world then ban the underground 
people not me. 


yeah and real madrid rools europe. 


> *Ben's comment* - Juve were robbed! 
—-MESSAGE FILE 15022 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000393 


——MESSAGE FILE 15023 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000394 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
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e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:05:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <363DAE21.A8A7A839@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> <363DA0A6.1703@bton.ac.u 
k> 

Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:191 scee.yaroze.progr 
amming.2d_graphics:702 scee.yaroze.programming.3d_graphics:994 scee.yaroze.programmi 
ng.codewarrior:394 scee.yaroze.programming.gnu_compiler:271 


BJ wrote: 


> Hang on! I did know that anyway! 
> 
> Ben :-) 


Sorry Ben, no offence intended.... 
Cheers 
Tones 8) 


—-MESSAGE FILE 15023 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000394 


——MESSAGE FILE 15024 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000395 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:18:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <363DB13D.12B9188@mcmail.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:192 scee.yaroze.progr 
amming.2d_graphics:703 scee.yaroze.programming.3d_graphics:995 scee.yaroze.programmi 
ng.codewarrior:395 scee.yaroze.programming.gnu_compiler:272 


BJ wrote: 
> okay i'm using ben's account to reply. 
I'll assume this is you, Angel... 


> I never said i downloaded psyq executables, hell i didn't even know what 
> they were. 


Then you should have said that in your initial posting... 
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> so there. 
No need for that..... 


> so if you want to ban people out of the world then ban the underground 
> people not me. 
> 


That is correct. Don't get me wrong, I have no intention on picking on 
anyone, but in all of the years I have been involved in this industry, only 
one thing get's up my nose more than anything else, and that is piracy. 

Your posting implied that you had obtained the PsyQ exe's via 
‘unconventional' means, and for that, I blasted you. Forgive me if this was 
not the case.... 


Obviously, the very reason we all use the Yaroze (99% anyway) is to get a 
foothold into the industry we all so dearly love, but if Sony were to feel 
that die-hard gamers were using their tool for more malicious intent, then I 
fear they could either pull the plug (which incidentally I seriously doubt - 
they need us as much as we need them) or maybe reconsider future projects of 
a Similar nature. Even though this posting isn't strictly about piracy, you 
must remember one thing. Piracy effects the industry and those who work in 
it - so one day, when you are sat at your desk in a games company 
programming away (or whatever), the pirates out there are taking your 


> yeah and real madrid rools europe. 


On this, I'll digress..... ! :)I hope this is the end of this posting - I 
never meant it to flare up in this way - just be a little more careful with 
what you post in future.... 


Cheers! 


Tones 8) 
"Minds are like parachutes - they only work when they're open.' 


—-MESSAGE FILE 15024 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000395 


--MESSAGE FILE 15025 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000396 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BJUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 17:28:23 +0000 

Organization: University of Brighton 

Lines: 34 

Message-ID: <363DEBB7.14FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> 

NNTP-Posting-Host: itsuite60.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:193 scee.yaroze.progr 
amming.2d_graphics:704 scee.yaroze.programming.3d_graphics:996 scee.yaroze.programmi 
ng.codewarrior:396 scee.yaroze.programming.gnu_compiler:273 


I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 
Angel didn't get the PsyQs via illegal means - they were created by 


(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
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—-MESSAGE FILE 1602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00298 


—-MESSAGE FILE 1603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000299 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: Thu, 29 Jan 1998 21:40:23 -0600 

Organization: (no organization) 

Lines: 20 

Message-ID: <34D14BA7.4F57@charlie.cns.iit.edu> 

References: <6aqnr9$711@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Graeme Evans wrote: 


> 

> hey dudes 

> 

> You know how sony always said that Ridge Racer was written using the same 
> calls as the yaroze and it could all fit into memory at once, i think it 
> would be really cool to see the source code. 

> 

> Well ive looked at loads of the demos, it would just be nice to see how 

> people wrote an entire proper driving game with moving scenery, even if i 
> couldnt compile it. Would anyone else like to join in a clamour? 

> 

> Graeme 


Yes, I'd have to agree that would be cool! And it's not such a far 
fetched 

idea. After all, source code to Doom, Abuse, and Descent have been made 
publicly available by thier respective companies. 


EdF 
--MESSAGE FILE 1603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00299 


--MESSAGE FILE 1604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000300 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: 30 Jan 1998 09:06:42 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 52 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6as572Sbpcl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Graeme Evans wrote: 
hey dudes 
You know how sony always said that Ridge Racer was written using the same 


calls as the yaroze and it could all fit into memory at once, i think it 
would be really cool to see the source code. 


V V V V V V 
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the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. In fact, I'm pretty sure it is 
about as illegal as downloading a shareware utility. The fact that Angel 
was trying to use it on his NY is academic. 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 
Ben չ-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15025 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000396 


——MESSAGE FILE 15026 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000397 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:01:39 +0000 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <363DF383.765Bédma-—design. com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:194 scee.yaroze.progr 
amming.2d_graphics:705 scee.yaroze.programming.3d_graphics:997 scee.yaroze.programmi 
ng.codewarrior:397 scee.yaroze.programming.gnu_compiler:274 


BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 
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Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 15026 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000397 


—--MESSAGE FILE 15027 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000398 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:29:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 
Message-ID: <363DFA06.D723BBD@ndirect.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

NNTP-Posting-Host: th-usr00-46.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:195 scee.yaroze.progr 
amming.2d_graphics:706 scee.yaroze.programming.3d_graphics:998 scee.yaroze.programmi 
ng.codewarrior:398 scee.yaroze.programming.gnu_compiler:275 


BJD3 wrote: 
I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. 


VVVVVVV VV 


That's like saying stealing is illegal, but receiving stolen goods is ok. 


> In fact, I'm pretty sure it is 
> about as illegal as downloading a shareware utility. The fact that Angel 
> was trying to use it on his NY is academic. 


Illegal or not, it's certainly against the spirit of the NY project. 
Now don't get me wrong - I'm not condoning piracy; I just feel that 


Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff you 
Sony". You can't sit on the fence. If you want to keep your development 
licence, you have to respect Sony and play by the rules. 


> 


> Maybe we could all try to just be friends. 
> 
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Anyway, there's my two-bob. 


Ben ;-) 


- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 


> 

> 

> 

> 

> Screw you guys; I'm going home. Talking poo is where I draw the line. 
> 

> 

> 

> http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 


Herbs 


—-MESSAGE FILE 15027 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000398 


—-MESSAGE FILE 15028 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000399 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 2 Nov 1998 22:23:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <711b41S9iv5@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: asnl6—-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:196 scee.yaroze.progr 
amming.2d_graphics:708 scee.yaroze.programming.3d_graphics:999 scee.yaroze.programmi 
ng.codewarrior:399 scee.yaroze.programming.gnu_compiler:276 


Thanks guys, 


BJ - I know you mean well, but I doubt very much your arguments would stand 
up in front of everyone who works in the industry. 


I wasn't picking on Angel specifically - I was using him to get my point 
across. Sure, he pi**ed me off in his first post, because at the time it 
came across as though HE was the 'pirate-or' (or whatever). 


However, whether he got hold of the exe's through himself or by others, the 
fact of the matter is that he is in possession of something he shouldn't be. 
This goes for everyone in the same boat. Talking of piracy, take a look at 
the letter in the latest issue of PSM (Official Playstation Magazine) - if 
you cross the line you can be sure they WILL find out. 


Either way, I am sure you will catch my drift - as Brian Baird@DMA 
illustrates above, pirater's and their like really get on the industries 
thingymejigs. 


Let this be a lesson to those who might try, and an end to this debate - I'm 
finding it tedious explaining the intricacies 'o' the law..... 


Tones 8) 
Feeling particularly vicious tonight...... 


—-MESSAGE FILE 15028 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000399 


--MESSAGE FILE 15029 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000400 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
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Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: 2 Nov 1998 22:21:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn73scke.i3e.tjs@longford.cs.monash.edu.au> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design. com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:197 scee.yaroze.progr 
amming.2d_graphics:709 scee.yaroze.programming.3d_graphics:1000 scee.yaroze.programm 
ing.codewarrior:400 scee.yaroze.programming.gnu_compiler:277 


On Mon, 02 Nov 1998 18:01:39 +0000, Brian Baird <brian@dma-design.com> wrote: 


>"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
>surely? They may be developing games, they may be swapping their own 
>sources - but all their development tools are pirated. 


I'd disagree. A number of people seem to have the pirated PsyQ tools, which 
is just plain wrong, but a lot more seem to have built gcc cross compilers. 

I don't think there's any way that that can be illegal. The question of 
libraries is a more delicate one, but again I think there are probably people 
out there who aren't using the libraries either. 


I guess if they're producing PsyQ executables, though, the question of which 
category they fall into is rather academic] 


Š 


Toby. 
—-MESSAGE FILE 15029 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000400 


—--MESSAGE FILE 15030 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000401 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 23:56:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <363E46B6. 930FF336@hinge.mistral.co.uk> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design. com> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:198 scee.yaroze.progr 
amming.2d_graphics:710 scee.yaroze.programming.3d_graphics:1001 scee.yaroze.programm 
ing.codewarrior:401 scee.yaroze.programming.gnu_compiler:278 


Brian Baird wrote: 

BJD3 wrote: 

Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 


that. 


Another thing; you are insinuating that these people are using PsyQ for 
'mailcious intent' - now what exactly is malicious about writing games? 


VV V NV VV V 
VV VV V V V 
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These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


V V V V 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVV 


Actually, as PsyQ (SDEVTC) is GNU based, doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


Craig @ Intelligent Video Games Ltd. 


—-MESSAGE FILE 15030 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000401 


—-MESSAGE FILE 15031 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000402 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:43:07 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363EEC4B. 6B98@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:199 scee.yaroze.progr 
amming.2d_graphics:714 scee.yaroze.programming.3d_graphics:1002 scee.yaroze.programm 
ing.codewarrior:402 scee.yaroze.programming.gnu_compiler:279 


> "Acquired unofficially"? Acquired *illegally* is what you meant to 
> say, surely? 


Yes, yes. That is what I *meant* to say... 


The point is, owning a PsyQ exe somebody else created is completely 
legal....surely? 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15031 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000402 


——MESSAGE FILE 15032 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000403 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
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gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:54:21 +0000 

Organization: University of Brighton 

Lines: 33 

Message-ID: <363EEEED.3F98@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:200 scee.yaroze.progr 
amming.2d_graphics:715 scee.yaroze.programming.3d_graphics:1003 scee.yaroze.programm 
ing.codewarrior:403 scee.yaroze.programming.gnu_compiler:280 


> That's like saying stealing is illegal, but receiving stolen goods 
> is ok. 


No, it's like stealing a program is illegal, but receiving a document 
*created* with that program is OK. Come on, don't twist words. 


> Illegal or not, it's certainly against the spirit of the NY project. 
I agree. I'm not doing it, and I have no intention of ever doing it. 
But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff 


you Sony". You can't sit on the fence. If you want to keep your 
development licence, you have to respect Sony and play by the rules. 


V V V V 


True. But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... (Unless 
you get into the issue over the Sony libraries...in which case it's not 
so clear; but then Angel hasn't got the PsyQ libraries; just the 
executable.) 


Pah. 
Ben ;-) 


N.B — Whilst I defend Angel's actions, I can wholely agree with Sony's 
position. Please don't tell me I don't... 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15032 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000403 


——MESSAGE FILE 15033 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000404 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The end!!! 

Date: Tue, 03 Nov 1998 14:09:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <363F0E87.4350FB4B@cwcom.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 
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Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 14F80148A2F 91BFCF7FF6A6F" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:201 scee.yaroze.progr 
amming.2d_graphics:716 scee.yaroze.programming.3d_graphics:1004 scee.yaroze.programm 
ing.codewarrior:404 scee.yaroze.programming.gnu_compiler:281 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


BJ wrote: 
But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... 


Hi 87, 


Don't forget one thing - you were one of the people to kick it off, 
remember! 


Right, not this IS the end of this posting. 
Cheers BJ, and no offence intended... 


Tones 8) 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
é&nbsp; 


<P>BJ wrote: 
<BR><I>But I only raised the issue because people were hounding Angel for</I> 
<BR><I>doing something which strictly speaking, isn't really illegal...</I><I></I> 


<P>Hi BJ, 


<P>Don't forget one thing - you were one of the people to kick it off, 
remember! 


<P>Right, not this IS the end of this posting. 
<P>Cheers BJ, and no offence intended... 


<P>Tones 8) 
<BR>é&nbsp; </HTML> 


14E80148A2F 91BFCF7FF6A6F-—- 


—-MESSAGE FILE 15033 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000404 


——MESSAGE FILE 15034 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000405 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The End: 'Crusade'....(unnecessary follow-up) 

Date: Tue, 03 Nov 1998 15:06:16 +0000 

Organization: University of Brighton 

Lines: 12 

Message-ID: <363F1BE8.71FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
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3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> Հ 
363EEEED.3F98@bton.ac.uk> <363F0E87.4350FB4B@cwcom.net> 

NNTP-Posting-Host: itsuitel31.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:202 scee.yaroze.progr 
amming.2d_graphics:717 scee.yaroze.programming.3d_graphics:1005 scee.yaroze.programm 
ing.codewarrior:405 scee.yaroze.programming.gnu_compiler:282 


Cheers matey. 


(Was that pointless? But admit it - you're relieved you don't have to 
swing your handbag any more...) 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15034 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000405 


——MESSAGE FILE 15035 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000406 

Path: chuka.playstation.co.uk!news 

From: AMS50 <AMS50@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 15:38:21 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363F236D.7A27@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

NNTP-Posting-Host: itsuitel05.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:203 scee.yaroze.progr 
amming.2d_graphics:718 scee.yaroze.programming.3d_graphics:1006 scee.yaroze.programm 
ing.codewarrior:406 scee.yaroze.programming.gnu_compiler:283 


> so clear; but then Angel hasn't got the PsyQ libraries; just the 
> executable.) 


[i'm angel. okay i'm using ben's account because my password seems to 
be somewhere in spain - i hope you'll excuse me while I get it posted 
back to me] 


no no and no. i didn't download any executables. i just saw them and 
wondered what they were. very innocent, really. 


hey ben you're not helping me very well :-D 


angel. 
—-MESSAGE FILE 15035 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000406 


——MESSAGE FILE 15036 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000407 


Net Yaroze newsgroups message dump.txt Page 10139 


Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 18:06:06 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363F460E.2E1@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F236D.7A27@bton.ac.uk> 

NNTP-Posting-Host: itsuitel31.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:204 scee.yaroze.progr 
amming.2d_graphics:719 scee.yaroze.programming.3d_graphics:1007 scee.yaroze.programm 
ing.codewarrior:407 scee.yaroze.programming.gnu_compiler:284 


> hey ben you're not helping me very well :-D 


Well those who play with fire...I thought you *did* have the 
exe's...sheesh...I'm opting for Tones' suggestion and dropping this 
subject... 


Ben :-/ 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15036 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000407 


—--MESSAGE FILE 15037 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000408 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: SIOCONS compatibility solved 

Date: Mon, 09 Nov 1998 11:10:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <3646BFA9.D7B25BD6@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello! 


Yesterday I came more or less accidentally to a solution of a problem, 
that may also interest some other people. 

The problem was, that I have written a program that makes use of the 
heap area and the MWDebugIO functionality, 

But some people needed the program in a siocons compatible format, that 
loads all the data in advance at fixed addresses. 


I needed the heap, as I have quite a lot of transient data during the 
intialization stage. One possible solution would be to split the memory 
in two halfes, one is reserved for the heap and the other one for the 
initially preloaded data. This would not work neither as the amount of 
preloaded data 

is quite large and would not leave anough space for the heap. The second 
solution would be to reinitialize the heap to 

a greater extend, if all preloaded data is moved over to the video 
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memory/ the sound buffer. The problem however is, that I allocate 

some data structures in the heap before everything is moved over to the 
videomemory. I would probably get lost of this data, if I reinitialize 
the 

heap inbetween. 


The solution to this problem is very dirty. The idea to exploit here, is 
that the operating system does not assign memory areas 

to the program, as you have in oridinary operating systems. This means, 
if you allocate memory at the beginning of the program, the playstation 
will allocate the memory again at the same position, if you run the 
program again. I now calculated how much memory I would need to take all 
preloadable files. For administration purposes I divided this complex in 
three chunks. Then I allocated the memory and looked, where these chunks 
are positioned. 

I took these addresses as the destination address to preload my data. 
This way the memory area is protected as long as I want. This is really 
bad style and I know this. Every time the program is modified (even when 
switching from debug to optimized) the addresses have to be 
recalculated. I talked about this 

to one of our low level programming freaks at our lab today and he said, 
that I am lucky, that this works anyhow. Usually malloc implementations 
modify 

some of the memory out of the mallocated area for pointering the 
different memory chunks. As I allocate three consecutive memory chunks, 
the memory 
in the second and third block could be altered. Well experiments have 
shown that they are not altered, or at least there is enough space 
between the blocks 
that one does not get interference problems. 


This brings me to a quite interesting extension idea, that would solve 
this whole problem. The idea would be to implement a malloc routine, 
that gets besides thed required memory the position where this memory 
should start as an extra parameter. As a result this method would return 
either success or not. I know that this is absolutely ridiculous, but 
the fact, that the batch file uses absolute addresses for their data to 
preload and the fact that some people 

insist on using this method, makes it necesarry to think about absolute 
addressing problems in the program. This is very pitty to my mind, as I 
think, that 

the Codewarrior programming environment shields the programmer quite 
effectively from these uninteresting low level details. 


Christoph Luerig 
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—-MESSAGE FILE 15037 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000408 


—-MESSAGE FILE 15038 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000409 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: SIOCONS compatibility solved 

Date: Mon, 09 Nov 1998 14:14:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <3646F8CA.AA180937@hinge.mistral.co.uk> 
References: <3646BFA9.D7B25BD6@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: d3-s5-161-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Christoph Luerig wrote: 
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> Well ive looked at loads of the demos, it would just be nice to see how 

> people wrote an entire proper driving game with moving scenery, even if i 

> couldnt compile it. Would anyone else like to join in a clamour? 

> 

> Graeme 

Yes, I'd have to agree that would be cool! And it's not such a far 

fetched 


idea. After all, source code to Doom, Abuse, and Descent have been made 
publicly available by thier respective companies. 
EdF 


Hey there, 


This is a joke right? First off, I don't ever recall reading that Ridge 
Racer was written using the 


Yaroze library in any magazine. Yes, it does fit into main memory and you 
can pop in a Audio CD 

and play music while playing the game ( something you can't do with the 
Yaroze libs). Yes, it 


would be cool to get the source but come on..it's like Sega releasing the 
source for Daytona USA, 

it's never going to happen. As for Wolfenstein ( not Doom ), Abuse, and 
Descent these are all 

computer games. I don't ever recall any console company releasing their 
source code ever. 

Also I don't think any Japanese game company would release their source 
COGS ws ts. E oie Siete 


George@SCEE 
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—-MESSAGE FILE 1604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00300 


-—-MESSAGE FILE 1605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000301 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: Fri, 30 Jan 1998 02:35:55 -0800 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <6as9urScO0f6é@scea> 

References: <6as572Sbpcl@emeka.playstation.co.uk> 
NNTP-Posting-Host: delirium.Stanford.EDU 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


[an enthusiastic and only slightly naive request deleted] 


>Hey there, 

> 

> 

>This is a joke right? First off, I don't ever recall reading that Ridge 
>Racer was written using the 


>Yaroze library in any magazine. Yes, it does fit into main memory and you 
>can pop in a Audio CD 

>and play music while playing the game ( something you can't do with the 
>Yaroze libs). Yes, it 


>would be cool to get the source but come on..it's like Sega releasing the 
>source for Daytona USA, 
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> This brings me to a quite interesting extension idea, that would solve 
> this whole problem. The idea would be to implement a malloc routine, 
> that gets besides thed required memory the position where this memory 


> should start as an extra parameter. As a result this method would return 


Better is a heap manager that understands a non-contiguous memory pool(so, 
you would in effect call an ‘extend heap' type function to add an extra 
chunk of memory to the heap (which would then be allocated from 
transparently using standard malloc/free). This is a pretty simple extension 


to the standard K&R malloc/free code (a bit like an extended free() to add 

a new block to the list). In fact, thinking about it, the facility is almost 
there in 
K&R malloc() (it calls morecore() or kmalloc() or something to get a new 
chunk 

of OS memory if it runs out, you could just implement morecore() to return 
the 

blocks you're adding to the heap. 


either success or not. I know that this is absolutely ridiculous, but 
the fact, that the batch file uses absolute addresses for their data to 
preload and the fact that some people 

insist on using this method, makes it necesarry to think about absolute 
addressing problems in the program. This is very pitty to my mind, as I 
think, that 

the Codewarrior programming environment shields the programmer quite 
effectively from these uninteresting low level details. 


VVVVVVVV 


A better solution (I keep saying) is to do a serial based fileserver. I'm 
sureMaurice Sibrandi could add it to Yaroze Master easily as it already does 


SIOCONS emulation and ARS fileserver emulation. 
> Christoph Luerig 


Craig. 


—-MESSAGE FILE 15038 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000409 


--MESSAGE FILE 15039 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000410 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: SIOCONS compatibility solved 

Date: Thu, 12 Nov 1998 09:15:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <364A9908.84A95884@immd9.informatik.uni-erlangen.de> 

References: <3646BFA9.D7B25BD6@immd9.informatik.uni-erlangen.de> <3646F8CA.AA180937@ 
hinge.mistral.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Craig Graham wrote: 

Christoph Luerig wrote: 

> This brings me to a quite interesting extension idea, that would solve 
> this whole problem. The idea would be to implement a malloc routine, 


> that gets besides thed required memory the position where this memory 


> should start as an extra parameter. As a result this method would return 


VVVVVVV VV 


Better is a heap manager that understands a non-contiguous memory pool(so, 
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you would 


in effect call an ‘extend heap' type function to add an extra 


> 
> chunk of memory to the heap (which would then be allocated from 

> transparently using standard malloc/free). This is a pretty simple extension 
> 

> 


This would be of course the better solution, as it would probably also reduce 
memory fragmentation. 


preload 


VVVVVVVV 


either success or not. I know that this is absolutely ridiculous, but 
the fact, that the batch file uses absolute addresses for their data to 


and the fact that some people 


insist on using this method, makes it necesarry to think about absolute 
addressing problems in the program. This is very pitty to my mind, as I 
think, that 

the Codewarrior programming environment shields the programmer quite 
effectively from these uninteresting low level details. 


A better solution (I keep saying) is to do a serial based fileserver. I'm 
sureMaurice Sibrandi could add it to Yaroze Master easily as it already does 


VVVVVVVVVV VV 


This was the solution I originally implemented. I think it is also the best 
one. The reason, why 
I have switched over to the discussed solution can be deduced from the 


CodeWarrior 


and 


Net Yaroze thread above. 


Christoph 


—-MESSAGE FILE 15039 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000410 


--MESSAGE FILE 15040 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000411 
Path: chuka.playstation.co.uk!news 


From: Craig 
Newsgroups: 
Subject: Re: 


Graham <c_graham@hinge.mistral.co.uk> 
scee.yaroze.programming.codewarrior 
SIOCONS compatibility solved 


Date: Thu, 12 Nov 1998 16:12:52 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 17 
Message-ID: 
References: 


<364B0904.7E7BD37@hinge.mistral.co.uk> 
<3646BFA9.D7B25BD6@immd9.informatik.uni-erlangen.de> <3646F8CA.AA180937@ 


hinge.mistral.co.uk> <364A9908.84A95884@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: d2-s16-110-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Christoph Luerig wrote: 


V V V V V 


This was the solution I originally implemented. I think it is also the best 
one. The reason, why 

I have switched over to the discussed solution can be deduced from the 
CodeWarrior and 

Net Yaroze thread above. 


If you've got a serial based fileserver, let's see it - the world waits with 


baited 


> Christoph 


Craig. 


—-MESSAGE FILE 15040 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000411 


Net Yaroze newsgroups message dump.txt Page 10143 


——MESSAGE FILE 15041 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000412 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: ide upgrade question 

Date: Fri, 13 Nov 1998 11:19:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <72h81s$5bg11@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:412 scea.yaroze.pr 
ogramming.codewarrior:364 


Hello all, 


As I understand it all of the compilers/linkers etc. are plugins for 
Codewarrior. On the Metrowerks site, they have an IDE version greater than 
the Yaroze version ( I have version 2.1). Therefore my question is, if I 
download a newer copy of the IDE will all of the Yaroze compilers that I 
currently have from V2.letc. still work with it? 


Thanks all 
Bob 
Robert Shand 


—-MESSAGE FILE 15041 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000412 


—-MESSAGE FILE 15042 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000413 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ronnie K." <support@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: ide upgrade question 

Date: Fri, 13 Nov 1998 16:44:10 -0600 

Organization: Metrowerks 

Lines: 23 

Message-ID: <364CB63A. 4F4E@met rowerks.com> 

References: <72h81s$5bg11@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks26.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:413 scea.yaroze.pr 
ogramming.codewarrior:365 


Hi, 


The IDE updates which are on the website only work with the respective 
tool set. The Net Yaroze has specific preferences which are used with 
the debugger and PSCommUtil that are not provided with desktop versions. 


Thanks, 
Ronnie K. 
Metrowerks 


ROBERT C SHAND wrote: 


> 

> Hello all, 

> 

> As I understand it all of the compilers/linkers etc. are plugins for 

> Codewarrior. On the Metrowerks site, they have an IDE version greater than 
> the Yaroze version ( I have version 2.1). Therefore my question is, if I 

> download a newer copy of the IDE will all of the Yaroze compilers that I 

> 


currently have from V2.letc. still work with it? 
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> 

> Thanks all 

> Bob 

> Robert Shand 

—-MESSAGE FILE 15042 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000413 


—--MESSAGE FILE 15043 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000414 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthompson@mantis94.freeserve.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sun, 15 Nov 1998 14:43:11 +0000 

Organization: Mantis Software 

Lines: 40 

Message-ID: <364EE87F.BB55A768@mantis94.freeserve.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765B@dma-design.com> <36 
3E46B6. 930FF336@hinge.mistral.co.uk> 

Reply-To: ianthompson@mantis94.freeserve.co.uk 

NNTP-Posting-Host: modem-5.argon.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:205 scee.yaroze.progr 
amming.2d_graphics:737 scee.yaroze.programming.3d_graphics:1019 scee.yaroze.programm 
ing.codewarrior:414 scee.yaroze.programming.gnu_compiler:285 


Craig Graham wrote: 
Brian Baird wrote: 
BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Craig @ Intelligent Video Games Ltd. 


Caetla! 
Nothing to do with the PSX AR replacment ROM used by the hacks? 


IAN 
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—-MESSAGE FILE 15043 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000414 


——MESSAGE FILE 15044 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000415 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: [CW Bug] - I wish..... 

Date: Mon, 16 Nov 1998 12:31:53 +0000 
Organization: University of Brighton 

Lines: 15 

Message-ID: <36501B39.F3E@bton.ac.uk> 

References: <6gtnqn$gls4@chuka.playstation.co.uk> 
NNTP-Posting-Host: itsuite60.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


> In many other programs you can hold down shift, control and 
> then press the right arrow to select words at a time. Unfortunately 
> CW doesnt do this which is mightly annoying. 


The reason it does this is because it is baasically a Mac program on a 
PC. In fact, on the Mac version you CAN select whole words by pressing 
option-shift-arrow, or move between whole words with option-arrow. 


Ben 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15044 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000415 


——MESSAGE FILE 15045 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000416 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
.-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Mon, 07 Dec 1998 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <366C57AF.4E60D961@aol.com> 

References: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 
warrior:370 scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 
yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 

> Has anyone got this to work under NT(4). 
_ If you have, please let me know 
: 


Thanks in advance. 
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> 
> Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 15045 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000416 


——MESSAGE FILE 15046 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000417 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
.programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5S$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 


Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 


> 
> 

>Steve Dunn schrieb: 

> 

>> Has anyone got this to work under NT(4). 

>> 

>> If you have, please let me know 

>> 

>> Thanks in advance. 

>> 

>> Steve Dunn 

> 

> Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 
> 

> 


—-MESSAGE FILE 15046 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000417 


—--MESSAGE FILE 15047 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000418 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 15 Dec 1998 17:32:51 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3676E393.862F167A@datasys.net> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
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363EEEED.3F98@bton.ac.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:206 scee.yaroze.progr 
amming.2d_graphics:827 scee.yaroze.programming.3d_graphics:1072 scee.yaroze.programm 
ing.codewarrior:418 scee.yaroze.programming.gnu_compiler:292 


BJ wrote: 

> 

> > That's like saying stealing is illegal, but receiving stolen goods 
> > is ok. 

> 

> No, it's like stealing a program is illegal, but receiving a document 
> *created* with that program is OK. Come on, don't twist words. 

> 


No, it's not. 


"Darco 
—-MESSAGE FILE 15047 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000418 


——MESSAGE FILE 15048 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000419 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: TestCard() 

Date: Tue, 15 Dec 1998 17:40:41 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3676E569.7F86482D@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Has there been any more progress with the ailing TestCard() function? 


It would seem that if you use the TestCard function with anything that 
has the MetroWerks name on it, it will crash the PSX. For example, if 
you make a program in codewarrior that uses TestCard and run it with 
PSCommUtil, it crashes. If you run that same executable with Siocons, it 
crashes as well. If you run a program that uses testcard() that was 
compiled with GCC and upload it with siocons, it works fine. If you take 
that same executable and run it with PsCommUtil, it crashes. 


I've confirmed this. I've wasted hours of my life trying to debug it. I 
ended up giving up and switching to GCC. 


Has MetroWerks found an answer to this problem yet? 


"Darco 
—-MESSAGE FILE 15048 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000419 


——MESSAGE FILE 15049 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000420 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: TestCard() 

Date: Wed, 16 Dec 1998 19:44:10 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 23 
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Message-ID: <36780D8A.8F0B13C7@scee.sony.co.uk> 
References: <3676E569.7F86482D@datasys.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Darco wrote: 
Has there been any more progress with the ailing TestCard() function? 


It would seem that if you use the TestCard function with anything that 
has the MetroWerks name on it, it will crash the PSX. For example, if 
you make a program in codewarrior that uses TestCard and run it with 
PSCommUtil, it crashes. If you run that same executable with Siocons, it 
crashes as well. If you run a program that uses testcard() that was 
compiled with GCC and upload it with siocons, it works fine. If you take 
that same executable and run it with PsCommUtil, it crashes. 


VVVVVVVVVV 


Colin came up with the theory that PsCommUtil is doing something funny with the call 
backs. Try 

initialising graphics and doing a ResetCallback before you start your code. Let me k 
now how it goes. 


James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Microwave: Signal from a friendly micro. 


—-MESSAGE FILE 15049 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000420 


--MESSAGE FILE 15050 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000421 
Path: chuka.playstation.co.uk!news 
From: "Peter Wright" <dafrog@dapad.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: ide upgrade question 
Date: Sun, 27 Dec 1998 13:46:46 +0000 
Organization: Genesis Computer Software Ltd 
Lines: 38 
Message-ID: <765dqf$22916@chuka.playstation.co.uk> 
References: <72h81s$5bg11@chuka.playstation.co.uk> 
<364CB63A. 4F4E@metrowerks.com> 
NNTP-Posting-Host: 212.56.83.182 
Mime-Version: 1.0 
Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Hi Ron, 


errr.... I managed to get the Yaroze stuff all working with Code Warrior Pro 
Release 4 on my Mac. Have I done something that Metrowerks don't think is 
possible ? I can debug properly, compile properly, infact everything works 
just the way it should do, except I do it in your spanking new 3.whatever 
IDE. 


Peter Wright. 

>From: "Ronnie K." <support@metrowerks.com> 

In article <364CB63A.4F4E@metrowerks.com>, "Ronnie K." 
<support@metrowerks.com> wrote: 


>Hi, 
> 
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>The IDE updates which are on the website only work with the respective 
>tool set. The Net Yaroze has specific preferences which are used with 
>the debugger and PSCommUtil that are not provided with desktop versions. 
> 

>Thanks, 

>Ronnie K. 

>Metrowerks 

> 

>ROBERT C SHAND wrote: 

>> 

>> Hello all, 

>> 

>> As I understand it all of the compilers/linkers etc. are plugins for 
>> Codewarrior. On the Metrowerks site, they have an IDE version greater than 


>> the Yaroze version ( I have version 2.1). Therefore my question is, if I 
>> download a newer copy of the IDE will all of the Yaroze compilers that I 
>> currently have from V2.letc. still work with it? 

>> 

>> Thanks all 

>> Bob 


>> Robert Shand 
—-MESSAGE FILE 15050 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000421 


—--MESSAGE FILE 15051 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000422 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: ide upgrade question 

Date: Tue, 5 Jan 1999 13:22:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <76t3kq$773@chuka.playstation.co.uk> 

References: <72h81s$5bg11@chuka.playstation.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:422 scea.yaroze.pr 
ogramming.codewarrior:374 


You mean you have V2.1 that currently works? I'd embalm it for eternity and 
offer it prayers on a daily basis! :) 


Steve 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 

news: 72h81s$5bg11@chuka.playstation.co.uk... 

>Hello all, 

> 

>As I understand it all of the compilers/linkers etc. are plugins for 
>Codewarrior. On the Metrowerks site, they have an IDE version greater 
than 

>the Yaroze version ( I have version 2.1). Therefore my question is, if I 
>download a newer copy of the IDE will all of the Yaroze compilers that I 
>currently have from V2.letc. still work with it? 

> 

>Thanks all 

>Bob 

Robert Shand 


> 
> 
> 
—-MESSAGE FILE 15051 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000422 


—-MESSAGE FILE 15052 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000423 


Net Yaroze newsgroups message dump.txt Page 


Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: ide upgrade question 

Date: Tue, 05 Jan 1999 19:29:19 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 42 

Message-ID: <76tp8e$777@chuka.playstation.co.uk> 

References: <72h81s$5bgl11@chuka.playstation.co.uk> 
<76t3kq$773@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


I have Codewarrior Pro release 4 for Mac and Windows development. When I got 
the Yaroze I managed to install that here then copy over the stuff that's 
not in the Pro version into the Pro directories and voila - everything works 
lovely. I do all my Yaroze development now in a nice shiny 3.5 IDE and 
everything works just the way it should, including loading up the debugger 
to upload code and test it and stuff. 


Embed your graphics in your project as header files and you never need to 
leave the development environment ever again for anything. ;) 


Life is good, 


Peter. 


In article <76t3kq$773@chuka.playstation.co.uk>, "Steve Dunn" 
<steve_dunn@europe.mccann.com> wrote: 


>You mean you have V2.1 that currently works? I'd embalm it for eternity and 
>offer it prayers օո a daily basis! :) 

> 

>Steve 

> 

>ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
>news:72h81s$5bg11@chuka.playstation.co.uk... 

>>Hello all, 

>> 

>>As I understand it all of the compilers/linkers etc. are plugins for 
>>Codewarrior. On the Metrowerks site, they have an IDE version greater 
>than 

>>the Yaroze version ( I have version 2.1). Therefore my question is, if I 
>>download a newer copy of the IDE will all of the Yaroze compilers that I 
>>currently have from V2.letc. still work with it? 

>> 

>>Thanks all 

>>Bob 

>>Robert Shand 

>> 

>> 

> 

> 


10150 


—-MESSAGE FILE 15052 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000423 


--MESSAGE FILE 15053 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000424 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Optimisation 

Date: 9 Jan 1999 23:09:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbe3c25$le96ac00S0a3ddec2@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
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>it's never going to happen. As for Wolfenstein ( not Doom ), Abuse, and 
>Descent these are all 

>computer games. I don't ever recall any console company releasing their 
>source code ever. 

>Also I don't think any Japanese game company would release their source 
ՀՇԾԱՅՆ konani de ee 


>George@SCEE 


Actually, the Doom source is out there--I've found these at 
videogamedesign.com (though I personally haven't verified that they contain 
what they say they do, id's claimed to have released the code, and this was 
the first place I could find it; the readme file is very convincingly 
doomish). 


(linux, ~350k) 
http://videogamedesign.com/code/games/doomsrc.zip 

(and a dos port thereof, same caveat, ~450k) 

http: //videogamedesign.com/code/games/dosdoom046-src.zip 


And why not release it? It's a generation old, just as (presumably) Ridge 
Racer is. Even Netscape is releasing source nowadays. 


And console game companies (in the days before Yaroze) haven't had anybody 
but other professionals to release source to. Now, perhaps, it's 
different-—-though I sense conservative movements seeking the absence of 
change. There might also be, for id, a greater coolness-to-effort return 
releasing Doom to the entire world, than a console company releasing to us. 
Hmm. 


food, thinking: 


mike 


—-MESSAGE FILE 1605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
00301 


—-MESSAGE FILE 1606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0000302 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: How come this is a better idea than 'Black Magic'??! 
Date: Fri, 30 Jan 1998 16:01:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <34D1F95C.7F40@sms.ed.ac.uk> 

References: <6as572Sbpcl@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


George_Bain@Playstation.sony.com wrote: 


> This is a joke right? First off, I don't ever recall reading that 
> Ridge Racer was written using the Yaroze library in any magazine. 


At the very least, Sony said that Ridge Racer /could/ be written using 
the Yaroze libs. I can't remember whether they said that this is how it 
/was/ written - but that shouldn't be too hard to check. 

It was certainly written in Edge magazine and most probably the Official 
UK Playstation magazine. 


> Yes, it does fit into main memory and you can pop in a Audio CD and 
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glish/000 


english/0 
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X-Newsreader: Microsoft Internet News 4.70.1155 


Does anyone know how well CodeWarrior optimises constants at compile time? 
For example, if I include a #define statement such as - #define VELOCITY 
(2<<PRECISION) - does code warrior compile each reference of VELOCITY as 
the constant ( 8192) or as a logical shift? 


- Miles 
——MESSAGE FILE 15053 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmi 
rior/00000424 
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ng/codewar 


—--MESSAGE FILE 15054 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000425 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Optimisation 

Date: Mon, 11 Jan 1999 09:28:13 +0000 
Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <3699C42D.E5F50301@scee.sony.co.uk> 
References: <Olbe3c25$le96ac00S$0a3ddec2@guildfoc> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Miles Buzzing wrote: 
> 


For example, if I include a #define statement such as - #define VELOCITY 
(2<<PRECISION) - does code warrior compile each reference of VELOCITY as 
the constant ( 8192) or as a logical shift? 


> 
> 
> 
> 


Most compilers will try to calculate constants as far as they can without 
uracy. So 1<<10 
will compile to 1024. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I TOLD you boys not to go in there. What IS your fascination with my Forb 
Closet of Mystery?" -- Police Chief Wiggam 

—-MESSAGE FILE 15054 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmi 
rior/00000425 


Does anyone know how well CodeWarrior optimises constants at compile time? 


losing acc 


idden 


ng/codewar 


—--MESSAGE FILE 15055 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000426 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Codewarrior Plugins? API? 

Date: Thu, 14 Jan 1999 08:42:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <77ke32S6d01@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


Can we as Yaroze developers create our own Plugins for Codewarrior? I've 
searched the Metrowerks site and only found a bit of information regarding 
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creating Plugins under Mac OS, anything for us Windows people? 


Just a thought, as it would be good if we could intergrate some of the tools 
that other people have created into the IDE. 


Thanks for any help 
Cheers 


Bob Shand 
298rcs@tay.ac.uk 


—-MESSAGE FILE 15055 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000426 


——MESSAGE FILE 15056 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000427 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Codewarrior Plugins? API? 

Date: Thu, 14 Jan 1999 09:44:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <369DBC68.90352EFF@hinge.mistral.co.uk> 
References: <77ke32S6d01@chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s8-164-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


ROBERT C SHAND wrote: 

Hi all, 

Can we as Yaroze developers create our own Plugins for Codewarrior? I've 
searched the Metrowerks site and only found a bit of information regarding 


creating Plugins under Mac OS, anything for us Windows people? 


Just a thought, as it would be good if we could intergrate some of the tools 
that other people have created into the IDE. 


VVVVVVVV 


Joel Sumner said they were going to release this about a year ago, but 
it never actually happened (I wanted to re-do the debugger comms plugin). 


> Bob Shand 
Craig. 


—-MESSAGE FILE 15056 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000427 


--MESSAGE FILE 15057 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000428 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Codewarrior Plugins? API? 

Date: Thu, 14 Jan 1999 08:59:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <77kf30S6d02@chuka.playstation.co.uk> 

References: <77ke32S$6d01@chuka.playstation.co.uk> <369DBC68.90352EFF@hinge.mistral.c 
o.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I just went down the list and spotted that old message. 


So the next question is Joel what's the deal???? 


Bob 


Craig Graham wrote in message <369DBC68.90352EFF@hinge.mistral.co.uk>... 
>Joel Sumner said they were going to release this about a year ago, but 
>it never actually happened (I wanted to re-do the debugger comms plugin). 
> 

>> Bob Shand 

> 

>Craig. 

> 


—-MESSAGE FILE 15057 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000428 


--MESSAGE FILE 15058 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000429 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: MessageLib? 

Date: Tue, 19 Jan 1999 12:20:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7820n7Shoo18@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:429 scea.yaroze.pr 
ogramming.codewarrior:376 


Hello all, 


I was browsing through my Codewarrior libs directory and I came across the 
Messagelib lib. I then check the header file and found it only has 
definition of 


PrintMessage(unsigned long *, int ...) 


What is the purpose of this? I cant find anything mentioning the lib. 
Anyone any ideas? 


Cheers 
Bob 
Robert Shand 


—-MESSAGE FILE 15058 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000429 


—--MESSAGE FILE 15059 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000430 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: HELP!!!!! 

Date: Tue, 19 Jan 1999 20:11:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36A4E6EB. 6A6041FE@btinternet .com> 

NNTP-Posting-Host: host62-172-92-230.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
X-Accept—-Language: en 


I received my Net Yaroze about a week ago, and am having major 
trouble getting the 3D demo supplied by CW to work. 

I Have succesfully converted all files and batch files to CW, 

but whenever i try to run the program, it looks as though the vertical 
hold has stopped working, the screen just keeps on scrolling 
upwards. 

Also when you have a program with multiple targets, how do you 

get CW to load all targets into memory?, or is this not the way it 
works? 

The tutorial for 3D Demo in the CW Booklet just stops 

after tutorial 2, which has not helped me very much. 

Also the targeting yaroze manual supplied with CW makes 

various refrences to the IDE user guide, i do not have this manual 
should it have been supplied with CW?. 


James Duffield 
J.Duffield@btinternet.com 


—-MESSAGE FILE 15059 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000430 


——MESSAGE FILE 15060 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000431 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: HELP! || 11) 

Date: Tue, 19 Jan 1999 22:41:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7831nb$n1il@chuka.playstation.co.uk> 

References: <36A4E6EB. 6A6041FE@btinternet.com> 

NNTP-Posting-Host: th-pm00-50.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


In article <36A4E6EB. 6A6041FE@btinternet.com>, James Duffield 
<J.Duffield@btinternet.com> wrote: 


> HELP!I!!!! 1! 

> 

> I received my Net Yaroze about a week ago, and am having major 

> trouble getting the 3D demo supplied by CW to work. 

> I Have succesfully converted all files and batch files to CW, 

> but whenever i try to run the program, it looks as though the vertical 
> hold has stopped working, the screen just keeps on scrolling 

> upwards. 


Sound like you've got a PAL TV with an NTSC signal, or vice versa. I think 

the sample that come with CodeWarrior are all set up for NTSC, but are easy 

enough to chenge to PAL: look through the code for a line like: 
SetVideoMode (MODE_NTSC) ; 


and change it to 


SetVideoMode (MODE_PAL) ; 
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, recompile and see if this fixes it. 


> Also when you have a program with multiple targets, how do you 
> get CW to load all targets into memory?, or is this not the way it 
> works? 


CW's multiple targets capability lets you create different programs for 
different platforms in the same project. The programs usually have enough in 
commmon that it makes sense to combine them in such a way, e.g. they could 
be Yaroze and Windows versions of a program with the AI code the same in 
both versions. CodeWarrior helps you manage the programs, keep them in sync 
and helps you keep track of common and plaform-specific components. 


The tutorial for 3D Demo in the CW Booklet just stops 

after tutorial 2, which has not helped me very much. 

Also the targeting yaroze manual supplied with CW makes 

various refrences to the IDE user guide, i do not have this manual 
should it have been supplied with CW?. 


VVVVV 


A lot of the documentation only exists in digital form: for a guide to 
CodeWarrior and the IDE look in the 'Targeting Net Yaroze' document, 
available in PDF and other formats on the CD. 


John 
-—-MESSAGE FILE 15060 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000431 


——MESSAGE FILE 15061 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000432 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: HELP! !!!! 

Date: Thu, 21 Jan 1999 18:49:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <36A7769C. 43DE2E2A@btinternet .com> 

References: <36A4E6EB. 6A6041FE@btinternet.com> <7831nbS$n1il@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-63-59.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Thanks for replying John, 

However i have already considered this as a problem 
and have discounted for two reasons: 

1. All the other demos work fine without modification. 
2. I have a multi standard TV. 

Any other suggestions would be gratefully accepted. 
James Duffield 


John Blackburne wrote: 


> Pa ae, a ee hapi ey 

> In article <36A4E6EB. 6A6041FE@btinternet.com>, James Duffield 

> <J.Duffield@btinternet.com> wrote: 

> 

> > HELP!!!!!!! 

>> 

> > I received my Net Yaroze about a week ago, and am having major 
> > trouble getting the 3D demo supplied by CW to work. 

> > I Have succesfully converted all files and batch files to CW, 
> > but whenever i try to run the program, it looks as though the vertical 
> > hold has stopped working, the screen just keeps on scrolling 

> > upwards. 
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Sound like you've got a PAL TV with an NTSC signal, or vice versa. I think 

the sample that come with CodeWarrior are all set up for NTSC, but are easy 

enough to chenge to PAL: look through the code for a line like: 
SetVideoMode (MODE_NTSC) ; 


and change it to 


SetVideoMode (MODE_PAL) ; 


, recompile and see if this fixes it. 


> Also when you have a program with multiple targets, how do you 
get CW to load all targets into memory?, or is this not the way it 
> works? 


v 


CW's multiple targets capability lets you create different programs for 
different platforms in the same project. The programs usually have enough in 
commmon that it makes sense to combine them in such a way, e.g. they could 
be Yaroze and Windows versions of a program with the AI code the same in 
both versions. CodeWarrior helps you manage the programs, keep them in sync 
and helps you keep track of common and plaform-specific components. 


The tutorial for 3D Demo in the CW Booklet just stops 

after tutorial 2, which has not helped me very much. 

Also the targeting yaroze manual supplied with CW makes 

various refrences to the IDE user guide, i do not have this manual 
should it have been supplied with CW?. 


V V V V V 


A lot of the documentation only exists in digital form: for a guide to 
CodeWarrior and the IDE look in the 'Targeting Net Yaroze' document, 
available in PDF and other formats on the CD. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


John 


—-MESSAGE FILE 15061 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000432 


—--MESSAGE FILE 15062 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000433 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: GTE asm with CodeWarrior 

Date: Sat, 23 Jan 1999 22:59:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <78dk65$nd41@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm01-13.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:433 scea.yaroze.pr 
ogramming.codewarrior:377 


I'm having problems comiling GTE and GTE related code using CodeWarrior. 
CodeWarrior's assembler does not understand any GTE op-codes, nor does it 
understand the R3000 opcodes lwc2 and swc2. So the following code: 


asm void _testing(VECTOR "ՔՄ, int iScale) 


lwc2 9, 0(20) 
1աօշ 10, 4(a0) 
lwc2 11, 8(a0) 
mtc2 al, 8 
nop 

nop 

GPF 1 


swc2 25, 0(a0) 
ՏԱՇ2 26, 4 
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Տառ 27, 8(a0) 
ՅԷ ra 
nop 


} 


Generates the following errors: 
Error illegal operand 

math.c line 90 lwc2 9, 0(20) 
Error : illegal operand 

math.c line 91 lwc2 10, 4(a0) 
Error : illegal operand 

math.c line 92 lwc2 11, 8(a0) 
Error unknown assembler instruction mnemonic 
math.c line 96 GPF 1 

Error illegal operand 

math.c line 97 swc2 25, 0 (a0) 
Error : illegal operand 

math.c line 98 swc2 26, 4(a0) 
Error : illegal operand 

math.c line 99 swc2 27, 8 (a0) 


I might be able to work around this using a 
doesn't seem to be recognised either. 


"dw' 


CodeWarrior for Net Yaroze on a Macintosh. 


John 
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op-code/directive but that 
I'm using the latest version of 


—-MESSAGE FILE 15062 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000433 


--MESSAGE FILE 15063 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000434 
Path: 


chuka.playstation.co.uk!news 


From: Craig Graham <c_graham@hinge.mistral.co.uk> 


(SCEE) 


Newsgroups: 

Subject: Re: GTE asm with CodeWarrior 

Date: Sun, 24 Jan 1999 10:41:44 +0000 

Organization: PlayStation Net Yaroze 

Lines: 21 

Message-ID: <36AAF8E8.E85886FB@hinge.mistral.co.uk> 
References: 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 


<78dk65S$nd41@chuka.playstation.co.uk> 
d2-s11- 


105-telehouse.mistral.co.uk 


charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en 

Xref: 


ogramming.codewarrior:378 


John Blackburne wrote: 


I might be able to work 


VVVVVVV 


doesn't seem to be recognised either. 
CodeWarrior for Net Yaroze on a Macintosh. 


"dw' 
I'm using the 


around this using a 


scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 


chuka.playstation.co.uk scee.yaroze.programming.codewarrior:434 scea.yaroze.pr 


I'm having problems comiling GTE and GTE related code using CodeWarrior. 
CodeWarrior's assembler does not understand any GTE op-codes, 
understand the R3000 opcodes lwc2 and swc2. 


nor does it 


So the following code: 


op-code/directive but that 
latest version of 


This is certainly not the place to discuss GTE internal 
for that information you would have got the GTE inline definitions header 
file from Metrowerks - but as you are only using the Yaroze version of CW, 


you won't have it 


ls. If you had a license 


(and won't get it - it comes with the ProDev version which 
g 


costs several thousand pounds more and is only available to developers). 
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> John 


Craig. 


—-MESSAGE FILE 15063 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000434 


—-MESSAGE FILE 15064 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000435 
Path: chuka.playstation.co.uk!news 
From: "John Blackburne" <johnb@hk.super.net> 
Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 
Date: Sun, 24 Jan 1999 13:03:35 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <78f£511S$nd46@chuka.playstation.co.uk> 
References: <78dk65S$nd41@chuka.playstation.co.uk> 
<36AAF8E8 .E85886FB@hinge.mistral.co.uk> 
NNTP-Posting-Host: th-pm01-17.ndirect.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 
Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:435 scea.yaroze.pr 
ogramming.codewarrior:379 


In article <36AAF8E8.E85886FB@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


This is certainly not the place to discuss GTE internals. If you had a license 
for that information you would have got the GTE inline definitions header 

file from Metrowerks - but as you are only using the Yaroze version of CW, 

you won't have it (and won't get it - it comes with the ProDev version which 
costs several thousand pounds more and is only available to developers). 


V V V V V 


It's unfortunate this is not clearer with the Yaroze kit and with 
Codewarrior for Net Yaroze. First the assembler documentation is minimal, 
with no list of supported op-codes and symbols, and I couldn't find any asm 
sample code to indicate what's possible. Then when I tried compiling some 
GTE code some of the GTE op-codes did compile, e.g. CW has no problems with 
mtc2 and ctc2. So it looked like either I was using the wrong syntax or CW's 
GTE asm implementation was incomplete. 


But it looks like I'd need the pro version to do this sort of programming. I 
suspected this might be the case but my partial success with CW for NY had 
got my hopes up. Oh well, 


John 
—-MESSAGE FILE 15064 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000435 


——MESSAGE FILE 15065 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000436 
Path: chuka.playstation.co.uk!news 
From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 
Date: Sun, 24 Jan 1999 20:41:24 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 
Message-ID: <36AB8574.82169D5F@hinge.mistral.co.uk> 
References: <78dk65S$nd41@chuka.playstation.co.uk> 
<3 6AAF8E8.E85886FB@hinge.mistral.co.uk> <78f£511$nd46@chuka.playstat 


ion.co.uk> 
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NNTP-Posting-Host: d3-s26-182-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:436 scea.yaroze.pr 
ogramming.codewarrior:380 


John Blackburne wrote: 


v 


In article <36AAF8E8.E85886FB@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


This is certainly not the place to discuss GTE internals. If you had a license 
for that information you would have got the GTE inline definitions header 

file from Metrowerks - but as you are only using the Yaroze version of CW, 

you won't have it (and won't get it - it comes with the ProDev version which 
costs several thousand pounds more and is only available to developers). 


VV V V V 


It's unfortunate this is not clearer with the Yaroze kit and with 
Codewarrior for Net Yaroze. First the assembler documentation is minimal, 
with no list of supported op-codes and symbols, and I couldn't find any asm 
sample code to indicate what's possible. Then when I tried compiling some 
GTE code some of the GTE op-codes did compile, e.g. CW has no problems with 
mtc2 and ctc2. So it looked like either I was using the wrong syntax or CW's 
GTE asm implementation was incomplete. 


VVVVVVVVVVVVVV VV 


Shhh. 


If I were you I'd stop discussing GTE op-codes in these groups. If you were a 
developer, 

you'd have the manuals (some of them anyway) and the support. If not, you've picked 
up some stuff from a hacker site and are in danger of getting a revoked yaroze 
membership (I've never heard of it happening, but the threat is there if you aren't 
careful). 


> But it looks like I'd need the pro version to do this sort of programming. I 
> suspected this might be the case but my partial success with CW for NY had 
> got my hopes up. Oh well, 


It's the license, not the compiler that is difficult to get. Metrowerks are VERY 
helpful if you've got a license.... 


> John 


Craig. 


—-MESSAGE FILE 15065 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000436 


——MESSAGE FILE 15066 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000437 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Optimisation 

Date: Mon, 25 Jan 1999 11:41:43 -0600 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36ACACD7.7EB4A46D@metrowerks.com> 

References: <0Olbe3c25Sle96ac00S0a3ddec2@guildfoc> <3699C42D.E5F50301@scee.sony.co.uk 
> 
NNTP-Posting-Host: mtwks141.metrowerks.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

To: James Russell <James_Russell@scee.sony.co.uk>, 
Miles Buzzing <miles@guildfrd.demon.co.uk> 


Hi Miles, James, 


If an expression can be computed at compile time, it will. So in this case you will 
get the 
optimization. 


Thanks. 


Rafael Campana 
Metrowerks Inc. 


James Russell wrote: 


Miles Buzzing wrote: 

> 

Does anyone know how well CodeWarrior optimises constants at compile time? 
For example, if I include a #define statement such as - #define VELOCITY 
(2<<PRECISION) - does code warrior compile each reference of VELOCITY as 
the constant ( 8192) or as a logical shift? 


VVVVVVVV 
V V V V 


Most compilers will try to calculate constants as far as they can without losing a 
ccuracy. So 1ՀՀ10 
> will compile to 1024. 


> 

> Cheers, 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> "I TOLD you boys not to go in there. What IS your fascination with my Forbidden 
> Closet of Mystery?" —— Police Chief Wiggam 


—-MESSAGE FILE 15066 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000437 


——MESSAGE FILE 15067 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000438 

Path: chuka.playstation.co.uk!scea!prol1-150.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Tue, 26 Jan 1999 00:13:08 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 87 

Message-ID: <developer-2601990013080001@pro1-150.barrie.connex.net> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 
NNTP-Posting-Host: prol-150.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:438 scea.yaroze.pr 
ogramming.codewarrior:381 


v 


John Blackburne wrote: 


> > > This is certainly not the place to discuss GTE internals. If you had 

a license 

> > > for that information you would have got the GTE inline definitions header 
> > > file from Metrowerks - but as you are only using the Yaroze version of CW, 
> > > you won't have it (and won't get it - it comes with the ProDev 

version which 

> > > costs several thousand pounds more and is only available to developers). 


Very true, about the Commercial version, but to save time and money 
Metrowerks used the same code base for th Yaroze IDE as they did with the 
Commercial IDE. 
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> play music while playing the game (something you can't do with 
> the Yaroze libs). 


That's absolutely untrue - I've seen it done many times! 


As for whether it will happen or not- Cat in hell's chance I reckon. 
They've got more to lose than gain. 


James (~mrfrosty). 
—-MESSAGE FILE 1606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00302 


—-MESSAGE FILE 1607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000303 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: Fri, 30 Jan 1998 17:08:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <6at222$b21@chuka.playstation.co.uk> 
References: <6aqnr9$711@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Graeme Evans wrote in message <é6aqnr9$711@chuka.playstation.co.uk>... 


>hey dudes 

> 

>You know how sony always said that Ridge Racer was written using the same 
>calls as the yaroze and it could all fit into memory at once, i think it 
>would be really cool to see the source code. 

> 

>Well ive looked at loads of the demos, it would just be nice to see how 
>people wrote an entire proper driving game with moving scenery, even if i 
>couldnt compile it. Would anyone else like to join in a clamour? 


> 
>Graeme 
> 
> 


Hi Graeme, 


Unfortuantly we couldn't release the Source code to Ridge Racer as it isn't 
owned by Sony. 

When the Playstation was first released to developers the first version of 
LibGs ( which wasn't even as good 

at the Yaroze LibPS ) was pretty much all there was for quick 3D ( Ridge 
Racer was produced in a very short time, and 

the developers didn't have any CD access at all on their prototypes ) I 
think a lot of input came from Namco and was used to improve the 3D 
capabilities of LibGS ) So in my opinion you could quite easily produce a 
Ridge Racer clone using the Yaroze libs. 

Stuart played around with a very simple car game model that runs at 60fps 
with two cars racing ( split screen ) that is available on the web site. you 
could easily take some of the ideas that he uses and add more graphical 
polish. 


The secret to producing a good racing game is to forget about the track as 
being in a 3D world and split it up into sections that you race ( like 
Scaletrix or model railway track ). You can then generate a screen by 
drawing background/track pieces from the position of the car up to a 
clipping point ahead on the track. ( I know that this doesn't work very well 
for crossing tracks but there are none of those on the original ridge 

racer ) If these pieces ( straight / left turn by lighthouse / underbridge ) 
are seperate TMD's then this becomes quite simple with the Yaroze libs. 


If you wish I'll try and knock up something over the next month or two ( as 
long as I can spare the time from work and home decorating ) 


Net Yaroze newsgroups message dump.txt Page 10161 
With Bits Yanked out. 


That does not mean that the Yaroze system can be used for Assembler programming. 
When the North American Groove crew were in the SCEA management of the 

Yaroze program, there was an open invitation for those who whished to 
investigate R3000 assembler to request the information from the contact 

staff. 


Sadly those individuals left. And now no one knows what we are talking about. 


There was some sample FMV sequence players that could work on Yaroze too. 
Trouble was, the library had those elements removed, and the lib was from 
Metrowerks. It was encapsulated in the Software-Floating point library. 


It's unfortunate this is not clearer with the Yaroze kit and with 
Codewarrior for Net Yaroze. First the assembler documentation is minimal, 
with no list of supported op-codes and symbols, and I couldn't find any asm 
sample code to indicate what's possible. Then when I tried compiling some 
GTE code some of the GTE op-codes did compile, e.g. CW has no problems with 
mtc2 and ctc2. So it looked like either I was using the wrong syntax or CW's 
GTE asm implementation was incomplete. 


VVVVVVV 
VV VV V V V 


Hah, nothing in the "documentation" says anything there but I noticed a 
few Metrowerks examples and .h files that contained defintions that 
allowed GTE / GPU optimizations in assembler. 


> Shhh. 

> If I were you I'd stop discussing GTE op-codes in these groups. If you were a 
> developer, 

> you'd have the manuals (some of them anyway) and the support. If not, 

you've picked 

> up some stuff from a hacker site and are in danger of getting a revoked yaroze 
> membership (I've never heard of it happening, but the threat is there if 

you aren't 

> careful). 


Wait a minute here. The assembler will ony make sense to those that know 

what its true register designation defintions do and are documented. 

There is no supporting documentation, and the code is relatively unintellagable. 
I code in assembler, and what I see there looks like someone tried using a 

code snippet without knowing what goes on. 


> > But it looks like I'd need the pro version to do this sort of programming. I 
> > suspected this might be the case but my partial success with CW for NY had 
> > got my hopes up. Oh well, 


Nice motives, just stick to what you know you can do with supporting 
documentation. As well use what the compiler can support in assembly 
language, and not someone elses "Tweaks" that are part of a different 
developer product. 


> It's the license, not the compiler that is difficult to get. Metrowerks 
are VERY 

> helpful if you've got a license.... 

> Craig. 


Yes and no. It all comes down to what you wan to do, and what knowledge 
you have to do it. 


Assembler is a very powerful developer tool if you know EXACTLY what you 
are doing at ALL Times. This example is a clear case of someone who got a 
code snippet, and tried using it without proper file/library support in 
the compiler. 

However, if Sony had released an assembler fragment to allow "lets say" 
Force feedback control as part of the GetPadBuf() routine, to allow an 
output. Called PutPadBuf( *padFF_Info ) and there was good documentation 
support. Then Yes Metrowerks CW for Net Yaroze can compile the assembler 
source, and it would work. But it is easier to maintain these hooks in 
Library Upkeep in the file: LIBPS.A 


Assembler is like digging a post hole with a teaspoon. 
Keep in mind, you have control over EVERY Little Piece of Dirt. 
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-sean 
--MESSAGE FILE 15067 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000438 


——MESSAGE FILE 15068 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000439 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior,scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Tue, 26 Jan 1999 19:31:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36AE180E.A93530F9@hinge.mistral.co.uk> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@pro1-150.barrie.connex.net> 

NNTP-Posting-Host: d2-s25-119-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:439 scea.yaroze.pr 
ogramming.codewarrior: 382 


Sean Kennedy wrote: 


Very true, about the Commercial version, but to save time and money 
Metrowerks used the same code base for th Yaroze IDE as they did with the 
Commercial IDE. 

With Bits Yanked out. 


V V V V 


The pro-dev version is 3 years of development ahead of the yaroze version. 


> That does not mean that the Yaroze system can be used for Assembler programming. 


Yes it does. Download the ARS library source code from my SCEE site 
for an example..... 


When the North American Groove crew were in the SCEA management of the 
Yaroze program, there was an open invitation for those who whished to 
investigate R3000 assembler to request the information from the contact 
staff. 


V V V V 


R3000 asm is not what was being discussed. That's easy. And permitted. 
<SNIP - deleted irrelevant stuff> 
> -sean 


Craig. 


—-MESSAGE FILE 15068 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000439 


——MESSAGE FILE 15069 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000440 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Tue, 26 Jan 1999 22:04:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 
Message-ID: <78le37Sgpd8@chuka.playstation.co.uk> 
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References: <78dk65S$nd41@chuka.playstation.co.uk> 


<36AAF8E8 .E85886FB@hinge.mistral.co.uk> 
<78£511Snd46@chuka.playstation.co.uk> 
<36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@pro1-150.barrie.connex.net> 


NNTP-Posting-Host: th-pm00-04.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 
Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:440 scea 
ogramming.codewarrior:383 


> 


(Sean Kennedy) wrote: 


That does not mean that the Yaroze system can be used for Assembler 


programming. 


It can. Details follow. 


> 


Hah, nothing in the "documentation" says anything 


See pages 81 - 87 of the PDF file "C Compiler Reference MIPS", from the 
CodeWarrior CD. 


> 
> 
> 


but I noticed a 
few Metrowerks examples and .հ files that contained defintions that 
allowed GTE / GPU optimizations in assembler. 


Page 10163 


.yaroze.pr 


There's that too: ASM.H is the interesting one as it lets you refer to R3000 
registers by standard names. 


> 
> 


Wait a minute here. The assembler will ony make sense to those that know 
what its true register designation defintions do and are documented. 


MIPS assembly, including register and calling conventions, e.g. which 
registers variables are passed in, is fully & publicly documented. You can 
find the info online and in bookstores. The CodeWarrior Docs give some 
references. The CodeWarrior docs do not include this info, rather they 
describe MetroWerks implimentation of MIPS assembly. Together with the 
public docs it tells you everything you need to know to be able to program 
in assembler on Yaroze. 


> 
> 


I 


> 


VVVVVVVVVV VV 


Nice motives, just stick to what you know you can do with supporting 
documentation. 


plan to. 


Assembler is a very powerful developer tool if you know EXACTLY what you 
are doing at ALL Times. 


do (mostly). 

This example is a clear case of someone who got a 

code snippet, and tried using it without proper file/library support in 
the compiler. 

However, if Sony had released an assembler fragment to allow "lets say" 
Force feedback control as part of the GetPadBuf() routine, to allow an 
output. Called PutPadBuf( *padFF_Info ) and there was good documentation 
support. Then Yes Metrowerks CW for Net Yaroze can compile the assembler 
source, and it would work. But it is easier to maintain these hooks in 
Library Upkeep in the file: LIBPS.A 

Assembler is like digging a post hole with a teaspoon. 

Keep in mind, you have control over EVERY Little Piece of Dirt. 


For most coding it's better to work in a high level language such as C: 
going to assembler provides little benefit if most of the work is done by 
libraries, or if the code is non-critical. But there are many occasions 
where you will see significant gains after re-coding in assembler. And even 
if you always code in C a good understanding of the processor and its 
assembly language can help you write much better code, on the Yaroze as mu 
as any other processor. 


ch 
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John 
—-MESSAGE FILE 15069 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000440 


—--MESSAGE FILE 15070 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000441 

Path: chuka.playstation.co.uk!scea!prol-137.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Sun, 31 Jan 1999 20:54:58 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 162 

Message-ID: <developer-—3101992054580001@prol1-137.barrie.connex.net> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 

<developer—-2601990013080001@pro1-150.barrie.connex.net> <78le37Sgpd8@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: prol-137.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:441 scea.yaroze.pr 
ogramming.codewarrior:384 


I am answering Craig Graham and well as John Blackburne. 


Craig: 
*w*** Paste of Irrelevant Content: **** 


7) 


Sean Kennedy wrote: 

> Very true, about the Commercial version, but to save time and money 

> Metrowerks used the same code base for th Yaroze IDE as they did with the 
> Commercial IDE. 

> With Bits Yanked out. 

The pro-dev version is 3 years of development ahead of the yaroze version. 


V V V V V V 


Unfortunately, I believe that is not the case. At least from what I have 
seen and asked questions about. 

The Yaroze Code base started when the CW IDE for Commerical PSX 
development was in its 2nd year. But the two are twinned. 


Namely on its resource base. 

Again, I mentioned that bits were yanked out. THAT and only that 
constitutes the difference. The graphics are re-arranged, and the 
debuggers are different, but the IDE has plenty of similarity. 


Trouble is, When is the Next CW for Net Yaroze version coming out? 


That may be never... I cannot guess. 

> > That does not mean that the Yaroze system can be used for Assembler 
> programming. 

> Yes it does. Download the ARS library source code from my SCEE site 

> for an example..... 


Sean is a bit tick-ed here... 
ARS shows and proves that one can develop code using Assembler for the PSX_NY. 


From the way you responded, {and you were not alone} you indicate that the 
Yaroze cannot be programmed in assembler. 


You can. Why would Metrowerks AND Sony both mention that you could. 
You just needed to talk with Sony for someone to get you a code snippet. 


> When the North American Groove crew were in the SCEA management of the 
> Yaroze program, there was an open invitation for those who whished to 

> investigate R3000 assembler to request the information from the contact 
> staff. 

Hence the code snippet mentioned above. 


> R3000 asm is not what was being discussed. That's easy. And permitted. 
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What assembler code was it? 


So the discussion is about using assembler code developed {or copied from} 
for use with the commercial development system. Or compiling assembler 
code that was developed by someone [Their own content] with access to the 
CD_PSX, and they could not make it work on a Yaroze development system. 
You have a problem with that? 


> <SNIP - deleted irrelevant stuff> 
> > -sean 

> Craig. 

*w**w* PASTE irrelevant stuff. **** 


ohn Blackburne: 

(Sean Kennedy) wrote: 
> That does not mean that the Yaroze system can be used for Assembler 
programming. 


It can. Details follow. 

> Hah, nothing in the "documentation" says anything 

See pages 81 - 87 of the PDF file "C Compiler Reference MIPS", from the 
CodeWarrior CD. 


Documentation is was referring to was not from Metrowerks. I was 
indicating SCEA documentation. 


VVVVVVVVV VG 


—sorry. 
> > but I noticed a 

> > few Metrowerks examples and .h files that contained defintions that 

> > allowed GTE / GPU optimizations in assembler. 

> There's that too: ASM.H is the interesting one as it lets you refer to R3000 
> registers by standard names. 


This leads into the next category. 

The ASM.H refers to the R3000 registers as part of the processor definition. 
That is normal. It is part of the support for R3000. As well an R3000.H 
file exists too. 


What I was referring to was the GTE registers. 
Those are not documented. 


> Wait a minute here. The assembler will ony make sense to those that know 
> what its true register designation defintions do and are documented. 


MIPS assembly, including register and calling conventions, e.g. which 
registers variables are passed in, is fully & publicly documented. You can 
find the info online and in bookstores. The CodeWarrior Docs give some 
references. The CodeWarrior docs do not include this info, rather they 
describe MetroWerks implimentation of MIPS assembly. Together with the 
public docs it tells you everything you need to know to be able to program 
in assembler on Yaroze. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Again, true. This is covered by the ASM.H file. 

And if I wanted to write some code to do some fast 
"EnterCriticalSection()" code bits I would use all above public access 
documentation relating to the R3000. 


> > Nice motives, just stick to what you know you can do with supporting 
> > documentation. 


What supporting documentation as part of either the Metrowerks 
Documentation, or the SCEA Net Yaroze documentation talks about the GTE 
co-processor internals as it relates to assembly language? Or to the GPU? 
or the MDEC? 


Any documantation that relates to machine-language specific optimisations 
of the above three is not packaged as part of a Net Yaroze Development 
kit. 


But the R3000 processor is publicly documented as we all know, and my 
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reference was not related to that. 


I plan to. 


> 
> 
> > Assembler is a very powerful developer tool if you know EXACTLY what you 
> > are doing at ALL Times. 

> I do (mostly). 


Heh, same here. :) 


> This example is a clear case of someone who got a 

> code snippet, and tried using it without proper file/library support in 
> the compiler. 

> However, if Sony had released an assembler fragment to allow "lets say" 
> Force feedback control as part of the GetPadBuf() routine, to allow an 

> output. Called PutPadBuf( *padFF_Info ) and there was good documentation 
> support. Then Yes Metrowerks CW for Net Yaroze can compile the assembler 
> source, and it would work. But it is easier to maintain these hooks in 

> Library Upkeep in the file: LIBPS.A 

> Assembler is like digging a post hole with a teaspoon. 

> Keep in mind, you have control over EVERY Little Piece of Dirt. 


For most coding it's better to work in a high level language such as C: 
going to assembler provides little benefit if most of the work is done by 
libraries, or if the code is non-critical. But there are many occasions 
where you will see significant gains after re-coding in assembler. And even 
if you always code in C a good understanding of the processor and its 
assembly language can help you write much better code, on the Yaroze as much 
as any other processor. 

John 


VVVVVVVVVVVVVV VV VV VV 


Yep, I agree. I found THAT out coding for PowerPC. 
A recent book proved what I already found out for myself. 
And just think, I had no one to chat about it either. : ( 


I like to code in assembly when it suits me. 
But not as an everyday approach to coding in general... 


-sean 
--MESSAGE FILE 15070 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000441 


——MESSAGE FILE 15071 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000442 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Mon, 01 Feb 1999 10:46:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <36B58615.D0E8F6E4@hinge.mistral.co.uk> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 

<developer-—2601990013080001@pro1-150.barrie.connex.net> <78le37S$gpd8@chuka.playstati 
on.co.uk> <developer-—3101992054580001@pro1-137.barrie.connex.net> 

NNTP-Posting-Host: dl-s34-66-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:442 scea.yaroze.pr 
ogramming.codewarrior:385 


Sean Kennedy wrote: 


> > The pro-dev version is 3 years of development ahead of the yaroze version. 
> 
> Unfortunately, I believe that is not the case. At least from what I have 
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> seen and asked questions about. 


It is. I use (well did until the end of last year) the ProDev version for work. 
As we have the Yaroze and Pro versions, I can honestly say that CW ProDev 
version 4 is a long way ahead of the NY compiler & IDE in terms of tools 
provided and the list of bugs. The NY compiler is related to the core of ProDev 
v2 (years old). 


> The Yaroze Code base started when the CW IDE for Commerical PSX 
> development was in its 2nd year. But the two are twinned. 


Nope.The NY compiler hasn't moved a muscle in 2 years. 


Namely on its resource base. 

Again, I mentioned that bits were yanked out. THAT and only that 
constitutes the difference. The graphics are re-arranged, and the 
debuggers are different, but the IDE has plenty of similarity. 


V V V V 


Thats wrong. 

The debugger in the current Pro compiler is a development of the one in the 
yaroze setup - it's been in development for longer thats all. It also has the 
required 
plugins to talk to the real developer hardware. 


> Trouble is, When is the Next CW for Net Yaroze version coming out? 
> That may be never... I cannot guess. 


Good guess from what I can tell. 


> That does not mean that the Yaroze system can be used for Assembler 
programming. 

Yes it does. Download the ARS library source code from my SCEE site 
for an example..... 


V V V V 


Sean is a bit tick-ed here... 
ARS shows and proves that one can develop code using Assembler for the PSX_NY. 


From the way you responded, {and you were not alone} you indicate that the 
Yaroze cannot be programmed in assembler. 


VVVVVVVVV VV 


Re-read what I wrote. I said you COULD do r3000 assembler with CW, and said 
where to get an example of it in practise (which I wrote by the way). 


> You can. Why would Metrowerks AND Sony both mention that you could. 

> You just needed to talk with Sony for someone to get you a code snippet. 
Do you read replys, or what? Dumb ass. 

> > R3000 asm is not what was being discussed. That's easy. And permitted. 


> 
> What assembler code was it? 


As the subject line says, GTE assembler. This is not the same as R3000 assembler 
at all (extra op-codes, etc), and I'm not going to say any more about it here 'coz 


I'll get my butt kicked off SCEE developer support for it. 


So the discussion is about using assembler code developed {or copied from} 
for use with the commercial development system. Or compiling assembler 
code that was developed by someone [Their own content] with access to the 
CD_PSX, and they could not make it work on a Yaroze development system. 


VVVYV 


Read the messages and pay attention man. You're making yourself look a tad 
Sad Lys p 


> What I was referring to was the GTE registers. 
> 


> Those are not documented. 


Net Yaroze newsgroups message dump.txt Page 10168 
They aren't supposed to be. That's my point. 


> -sean 


If you'd put a post like this on a dodgy hacker board, they'd eat you for lunch 
"coz they'd expect you to have worked it out already. (Disclaimer: I don't support 


that, and don't reckomend it - in fact I'm just guessing, forget I said anything). 


If you put the post on the pro news groups they'd wonder what all the fuss is 
about. 


If you put it here, you're not getting anywhere..... 


Craig. 


—-MESSAGE FILE 15071 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000442 


—--MESSAGE FILE 15072 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 

arrior/00000443 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Mon, 01 Feb 1999 22:08:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <79587j6Sis66@chuka.playstation.co.uk> 

References: <78dk65$nd41@chuka.playstation.co.uk> 
<36AAF8E8 .E85886FB@hinge.mistral.co.uk> 
<78£511S$nd46@chuka.playstation.co.uk> 
<36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@pro1-150.barrie.connex.net> 
<78le37Sgpd8@chuka.playstation.co.uk> 
<developer-3101992054580001@pro1-137.barrie.connex.net> 

NNTP-Posting-Host: th-pm01-43.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:443 scea.yaroze.pr 

ogramming.codewarrior:386 


In article <developer-3101992054580001@pro1-137.barrie.connex.net>, 
developer@woodentulip.com (Sean Kennedy) wrote: 


This leads into the next category. 

The ASM.H refers to the R3000 registers as part of the processor definition. 
That is normal. It is part of the support for R3000. As well an R3000.H 
file exists too. 


What I was referring to was the GTE registers. 


VVVVVVNV VY 


Those are not documented. 


Not properly but: 

1) The compiler undestands some but not all GTE-related op codes. I think I 
now may know why: they're used in the pre-main initialisation in 
_pssstart.c. I suspect MW would have yanked all support except then this 
code would not have compiled. 
2) Further browsing the "Targeting Net Yaroze" (i.e. the user manual for CW 
for NY) the debugger chapter lists one of the ways of peeking at a running 
program is by opening a window to show the GTE registers. This does appear 
in the menu when debugging but is greyed out at all times. 


So it looks like GTE support, available in the Pro product according to MW's 
web pages, was excised from the cut-down NY version. But some limited 
support had to be kept and elsewhere the excisation was less than surgical. 
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> Yep, I agree. I found THAT out coding for PowerPC. 


The PSX is the first Assembler coding I've done in years: I was spoilt on 
the PPC with its FPU which does most everything, including multiply-add, in 
a Single cycle, at 200MHz on the laptop I'm writing this on. Coding on a 
processor that runs at a tenth this speed without the maths power has led me 
to rediscover the joys of very low level coding. 


John 
—-MESSAGE FILE 15072 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000443 


--MESSAGE FILE 15073 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000444 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Good news for CodeWarrior users 

Date: Thu, 4 Feb 1999 11:21:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:444 scea.yaroze.pr 
ogramming.codewarrior:387 scee.yaroze.freetalk.english:3422 scea.yaroze.freetalk:115 


Hi all, 


This is good news for all you codewarrior users. This is a copy of a reply 
I got from Metrowerks support. 


In regards to your support question, Reference No. 1L9901-1938; 
Hi Robert, 


You are correct, the current released IDE (2.0.3) for NY 2.1 doesn't have 
a public API to write any plugins. However, there will soon (within the 
next week) be a public patch to upgrade to NY 2.2. The patch will 
contain the 3.2 IDE which has the public API. The patch is still 
undergoing tesing, however, before we release it. Look for it on our web 
site during the coming week; or email us in 2 or 3 working days and we'll 
let you know the status. 


thanks, 
James C 
Metrowerks Technical Support 


—-MESSAGE FILE 15073 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000444 


--MESSAGE FILE 15074 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000445 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Good news for CodeWarrior users 

Date: Fri, 5 Feb 1999 09:13:42 +0100 

Organization: Debri Productions 

Lines: 8 
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Message-ID: <ldmql1t4.zellnmxxat 8wN@al-88-108.a1l.nl1> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:445 scea.yaroze.pr 


ogramming.codewarrior:388 scee.yaroze.freetalk.english:3423 scea.yaroze.freetalk:115 
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I think it's fair to say that the CW support is excelent. I mailed them 
before and they were ever so fast with their kind reply. 

Thats completely different from Apple, Microsoft or Adobe (or smaller 
companies I won't even mention). 

Thumbs up for Metroworks.. 


DEnnis.. 
—-MESSAGE FILE 15074 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000445 


--MESSAGE FILE 15075 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000446 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Hmmm 

Date: Wed, 03 Mar 1999 09:35:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <36DD0277.1447@bristol.ac.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: n63.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:446 scea.yaroze.pr 
ogramming.codewarrior:390 scee.yaroze.freetalk.english:3648 scea.yaroze.freetalk:124 


OK, at the risk of sounding like a complete moron, where is the update? 
I've searched the Metrowerks site and found nothing, am I looking in the 
wrong place, or has it not been released yet? 


Cheers, 


Tom 
—-MESSAGE FILE 15075 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000446 


—-MESSAGE FILE 15076 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000447 

Path: chuka.playstation.co.uk!news 

From: “ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 13:03:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <7bjbos$9hel4@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:447 scea.yaroze.pr 
ogramming.codewarrior:391 scee.yaroze.freetalk.english:3654 scea.yaroze.freetalk:124 
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I check the site for the update every couple of days and I still haven't 
seen it :-( 
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It won't have brilliant graphics, but I'll try to make it open and easily 
improvable. 


Cheers, 
Colin. 


( Senior Libraries & Technologies Engineer SCEE ) 


—-MESSAGE FILE 1607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00303 


—-MESSAGE FILE 1608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000304 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: 30 Jan 1998 17:36:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0Olbd2da6$8324f3e0$S77el6dc0@ulthar.han.de> 

References: <6aqnr9$711@chuka.playstation.co.uk> <6at222Sb21@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


SCEE <dev_support@interactive.sony.com> schrieb im Beitrag 
<6at222Sb21@chuka.playstation.co.uk>... 

> If you wish I'll try and knock up something over the next month or two ( 
as 


> long as I can spare the time from work and home decorating ) 

> It won't have brilliant graphics, but I'll try to make it open and easily 
> improvable. 

> 

> Cheers, 

> 

> Colin. 

> 

> ( Senior Libraries & Technologies Engineer SCEE ) 

> 


Yes I wish. Please make it. 
Roland 


-—-MESSAGE FILE 1608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00304 


—-MESSAGE FILE 1609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000305 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: Mon, 02 Feb 1998 00:06:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <34d50c6a.13897359@news.playstation.co.uk> 

References: <6as572Sbpcl@emeka.playstation.co.uk> <6as9urScOf6@scea> 
NNTP-Posting-Host: th-eng04-017.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 30 Jan 1998 02:35:55 -0800, "Michael Hough" 

<mhough@stanford.edu> wrote: 

>And why not release it? It's a generation old, just as (presumably) Ridge 
>Racer is. Even Netscape is releasing source nowadays. 


And who will ever again trust a link saying "Download Netscape from 
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The guy at Metrowerks said he would mail me when the pacth was actually 
released. All I can suggest is that we (as a collective group <grin>) mail 
Metrowerks technical support to enquire where the patch has gone. 
Apparently it has finished being tested. 


Cheers 
Bob 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 15076 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000447 


——MESSAGE FILE 15077 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000448 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm - Good news 

Date: Thu, 4 Mar 1999 10:45:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <7blo3k$9he26@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:448 scea.yaroze.pr 
ogramming.codewarrior:392 scee.yaroze.freetalk.english:3664 scea.yaroze.freetalk:125 


The update has now been released, I've just checked the Metrowerks site and 
it still doesn't show but it is on the SCEE Yaroze server, check under the 
news section for details. The pacth is under development in the tools 
section. 


Hope this helps 


Bob 
298rcs@tay.ac.uk 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 15077 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000448 


—--MESSAGE FILE 15078 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000449 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: 4 Mar 1999 10:50:35 GMT 

Organization: Sony Computer Entertainment Europe 
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Lines: 17 

Message-ID: <7blohrS9he27@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


These 2 files can be found under the "tools" section of the 
website. 


George 


Net Yaroze 2 Update 2 installer for both Mac and Windows. 
They include: 


# TDF: 3:22 
* CodeWarrior Dropin API 


and the Win side has a new MFC PSComUtil 


—-MESSAGE FILE 15078 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000449 


—--MESSAGE FILE 15079 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000450 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Doh! 

Date: Thu, 04 Mar 1999 12:24:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <36DE7B62.DC8F9EE0@bristol.ac.uk> 
References: <7blohrS9he27@chuka.playstation.co.uk> 
NNTP-Posting-Host: pearl.cs.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; SunOS 5.5.1 sun4m) 


George Bain wrote: 


These 2 files can be found under the "tools" section of the 
website. 


George 


Net Yaroze 2 Update 2 installer for both Mac and Windows. 
They include: 


* IDE 3.2 
* CodeWarrior Dropin API 


VVVVVVVVVV VV 


and the Win side has a new MFC PSComUtil 


Thanks, I actually found them just now before I read the newsgroup. Now 
all I have to do is zip 4.1MB onto floppies and get it home. Ho, hum 


Cheers, 

Tom 
—-MESSAGE FILE 15079 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000450 


—-MESSAGE FILE 15080 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000451 
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Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 18:19:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7bmi24S9he30@chuka.playstation.co.uk> 

References: <79bvmiS$djc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> <7bj 
bosS9hel4@chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-205-3.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:451 scea.yaroze.pr 
ogramming.codewarrior:393 scee.yaroze.freetalk.english:3667 scea.yaroze.freetalk:125 
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I just went to www.metrowerks.com 


followed the downloads link, chose Codewarrior for Net Yaroze in the list 
box, chose a link to download it from. 


Did take me a few try though, server kept on timing out. 


Also I don't know what difference it made! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7bjbos$9hel4@chuka.playstation.co.uk>... 

>I check the site for the update every couple of days and I still haven't 
>seen it :-( 

> 

>The guy at Metrowerks said he would mail me when the pacth was actually 
>released. All I can suggest is that we (as a collective group <grin>) mail 
>Metrowerks technical support to enquire where the patch has gone. 
>Apparently it has finished being tested. 

> 

>Cheers 

>Bob 

> 

>>OK, at the risk of sounding like a complete moron, where is the update? 
>>I've searched the Metrowerks site and found nothing, am I looking in the 
>>wrong place, or has it not been released yet? 

>> 

>>Cheers, 

>> 

>> Tom 

> 

> 


—-MESSAGE FILE 15080 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000451 


—--MESSAGE FILE 15081 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000452 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 05 Mar 1999 19:37:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <36E0327A.BE75AF5@btinternet .com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-172-94-57.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
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4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
X-Accept—-Language: en 


Every time i try to Download the CW upgrade 

i get the message below, is anyone else having this 

problem?. 

Not Found 

The requested object does not exist on this server. The link you 
followed is either outdated, inaccurate, or the server has been 
instructed not to let you have it. 

Please inform the site administrator of the referring page. 
Cheers 

James D. 


George Bain wrote: 


These 2 files can be found under the "tools" section of the 
website. 


George 


Net Yaroze 2 Update 2 installer for both Mac and Windows. 
They include: 


* IDE 3:2 
* CodeWarrior Dropin API 


VVVVVVVVVV VV 


and the Win side has a new MFC PSComUtil 


—-MESSAGE FILE 15081 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000452 


—--MESSAGE FILE 15082 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000453 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: 8 Mar 1999 10:39:43 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <7c09df$12g8@chuka.playstation.co.uk> 

References: <7blohrS9he27@chuka.playstation.co.uk> <36E0327A.BE75AF5@btinternet .com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi all, 


This should be working now...please let me know 
if it's still messed up. 


George 


In article <36E0327A.BE75AF5@btinternet.com>, J.Duffield@btinternet.com says... 
> 

>Every time i try to Download the CW upgrade 

>i get the message below, is anyone else having this 

>problem?. 

> 

> 
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>Not Found 

> 

>The requested object does not exist on this server. The link you 
>followed is either outdated, inaccurate, or the server has been 
>instructed not to let you have it. 

>Please inform the site administrator of the referring page. 

> 

>Cheers 

> 

>James D. 


—-MESSAGE FILE 15082 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000453 


—--MESSAGE FILE 15083 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 

arrior/00000454 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Mon, 08 Mar 1999 21:44:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36E444C9.5CA06935@btinternet .com> 

References: <7blohr$9he27@chuka.playstation.co.uk> <36E0327A.BE75AF5@btinternet .com> 
<7c09df$12g8@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-59-116.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Sorry George, 

It might just be me but i still can't get this to work. 
anyone else having problems?. 

Cheers 


James D. 


George Bain wrote: 
Hi all, 


This should be working now...please let me know 
if it's still messed up. 


George 


VV V V V V V 


—-MESSAGE FILE 15083 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000454 


——MESSAGE FILE 15084 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000455 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Mon, 08 Mar 1999 15:35:54 -0600 

Organization: Metrowerks 

Lines: 24 

Message-ID: <sumner-ya02408000R0803991535540001@news.scea.sony.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks200.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
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Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:455 scea.yaroze.pr 
ogramming.codewarrior:395 


In article <7blohrS$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 

>and the Win side has a new MFC PSComUtil 


FYI, The main new features of the IDE are: 


* More stable 
* File compare option 
* optional MDI interface (finally...) 


Enjoy! 
-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 15084 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000455 


——MESSAGE FILE 15085 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000456 

Path: chuka.playstation.co.uk!news 

From: Peter Miller <ptm97@doc.ic.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Tue, 09 Mar 1999 13:04:07 +0000 
Organization: Dept of Computing, Imperial College, London 

Lines: 31 

Message-ID: <36E51C47.53ED75AE@doc.ic.ac.uk> 

References: <7blohr$9he27@chuka.playstation.co.uk> <36E0327A.BE75AF5@btinternet .com> 
<7c09df$12g8@chuka.playstation.co.uk> <36E444C9.5CA06935@btinternet.com> 
NNTP-Posting-Host: direct29.doc.ic.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi James, 
Go to 
http://www.netyaroze-europe.com/yaroze/ftp/tools/dev 


and download it directly - that worked for me. 


Peter 


James Duffield wrote: 


> Sorry George, 

> It might just be me but i still can't get this to work. 
> anyone else having problems?. 

> 

> Cheers 

> 

> James D. 

> 

> 


George Bain wrote: 
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> 

> > Hi all, 

>> 

> > This should be working now...please let me know 
> > if it's still messed up. 

>> 

> > George 

>> 


—-MESSAGE FILE 15085 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000456 


—-MESSAGE FILE 15086 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000457 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Wed, 10 Mar 1999 00:01:29 -0800 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <36E626D9.6AC0194E@znet .com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> 

NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:457 scea.yaroze.pr 
ogramming.codewarrior:398 


Joel Sumner wrote: 


In article <7blohr$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 


>and the Win side has a new MFC PSComUtil 
FYI, The main new features of the IDE are: 
* More stable 

* File compare option 

* optional MDI interface (finally...) 
Enjoy! 

-Joel 


PlayStation Development Tools Dude 
Metrowerks 


VVVVVVVVVVVVVVV VV VV VV VV VV 


yes, MUCH better, thanks. 
All the separate windows iconify and move together in 
one main window. 


But I have to say PScomutil still hangs on TestCard 
and printfs are still slow. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 15086 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000457 
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——MESSAGE FILE 15087 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000458 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Wed, 10 Mar 1999 10:19:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 
Message-ID: <36E64720.173B@bristol.ac.uk> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01l@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> 

NNTP-Posting-Host: n69.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:458 scea.yaroze.pr 
ogramming.codewarrior:399 


Kirk Bender wrote: 
> 


Joel Sumner wrote: 


In article <7blohrS$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 


>and the Win side has a new MFC PSComUtil 
FYI, The main new features of the IDE are: 
* More stable 

* File compare option 

* optional MDI interface (finally...) 
Enjoy! 

-Joel 


PlayStation Development Tools Dude 
Metrowerks 


MIY AL NO NNNMNN AOAN N MYON MN N YNNN NMN S 
VVVVVVVVVVVVVVV VV VV VV VV VV 


There's now a memory dump facility in PSComUtil to allow saving from the 
Yaroze to the PC, but whenever I try it, I only save four bytes. Does it 
work, or has it been disabled? 


Just another minor gripe...Metrowerks saw fit to remove the key 
shortcuts for disconnect/reconnect which is a bit of pain when the 
Yaroze locks up (no more hitting Crtl-f). This got extremely irritating 
when I was debugging a TMD editor I was writing as a lot of the time I 
would get that stupid 'GPU code xxH not assigned' which gets repeatedly 
sent if the Yaroze tries to link a corrupt TMD. The crash recovery's not 
all that great in that instance. 


Cheers, 


Tom 
—-MESSAGE FILE 15087 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000458 


—-MESSAGE FILE 15088 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000459 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 
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From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Wed, 10 Mar 1999 13:20:39 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 63 

Message-ID: <developer-1003991320390001@192.168.0.1> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511S$nd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-—2601990013080001@pro1-150.barrie.connex.net> <78le37S$gpd8@chuka.playstati 
on.co.uk> <developer-—3101992054580001@prol-137.barrie.connex.net> <79587j6Sis66@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: pro2-208.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:459 scea.yaroze.pr 
ogramming.codewarrior: 400 


<johnb@hk.super.net> wrote: 

> > This leads into the next category. 

> > The ASM.H refers to the R3000 registers as part of the processor definition. 
> > That is normal. It is part of the support for R3000. As well an R3000.H 

> > file exists too. 

> > What I was referring to was the GTE registers. 

> > Those are not documented. 

> Not properly but: 

> 1) The compiler undestands some but not all GTE-related op codes. I think I 
> now may know why: they're used in the pre-main initialisation in 

> _pssstart.c. I suspect MW would have yanked all support except then this 

> code would not have compiled. 

Yep. 

> 2) Further browsing the "Targeting Net Yaroze" (i.e. the user manual for CW 
> for NY) the debugger chapter lists one of the ways of peeking at a running 
> program is by opening a window to show the GTE registers. This does appear 
> in the menu when debugging but is greyed out at all times. 


Yep. 


> So it looks like GTE support, available in the Pro product according to MW's 
> web pages, was excised from the cut-down NY version. But some limited 
> support had to be kept and elsewhere the excisation was less than surgical. 


Again, R2.X and now 3.X of the tools were part of the build path, but were 
forked part way though. They both HAD the same functionality, but were 
stripped. 

Just Like the LIBPS.A ecoff library. 


> > Yep, I agree. I found THAT out coding for PowerPC. 

> The PSX is the first Assembler coding I've done in years: I was spoilt on 

> the PPC with its FPU which does most everything, including multiply-add, in 
> a single cycle, at 200MHz on the laptop I'm writing this on. Coding on a 
> 
> 
> 


processor that runs at a tenth this speed without the maths power has led me 
to rediscover the joys of very low level coding. 
John 


Integrated FPU helps, lots. But I started with R3000 and 88100 code. I 
never got too pedal-to-the metal with the 88100, and the R3K was mostly 
Microcontroller interfacing so no Floating Point was needed. The R4700 
changed that quite a bit, but then I didn't have to goto ASM to get what I 
needed. 


PIC 16C54 on the other hand changed my outlook on RISC and memory storage 
QUITE a bit... 256 Bytes of Scratchpad/mem/register/stack. Try doing 
Fpoint in there... ;) 


Thanks John, for letting me know that there are others in Yaroze who are 
trying to code in R3K ASM. GTE micro-code I cannot help you with, But I 
wished I could. 


Having even minimal access to the GTE module [Mdec and others.] would have 
been too much of a comprimise for Sony to let Yarozers have it. Even 
though we always wished to could be so. 
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Sony, who are now in the midst of Litigation with Connectix in relation to 
the VGS emulator; are probably wondering how Connectix was able to 
Software Fabricate the State engine of ALL the modules in the PSX.? 


Does not surprise me at all there is a Intellectual Property issue there. 

-sean 

--MESSAGE FILE 15088 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000459 


——MESSAGE FILE 15089 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000460 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Wed, 10 Mar 1999 23:23:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <36E6FEEO.D4DF4C81@btinternet .com> 

References: <7blohr$9he27@chuka.playstation.co.uk> <36E0327A.BE75AF5@btinternet.com> 
<7c09df$12g8@chuka.playstation.co.uk> <36E444C9.5CA06935@btinternet.com> <36E51C47. 
53ED75ABR@doc.ic.ac.uk> 

NNTP-Posting-Host: host62-172-94-182.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


I have know downloaded this file 5 yes FIVE times 

from both the standard site, and the ftp site, neither work, 
(usually downloading as a text file). 

So far i think the update has cost me more than the actual 
program. 

I would try adding a resource fork to the file as suggested to 
me by John Blackburne but i dont have any old metrowerk 

files i can steal one from. 


HELP ME NOW. 

Thanks. 

James Duffield 

p.s. If any kind person at Sony would like to e mail me 


a KNOWN working file i would be happy to wait on 
it downloading AGAIN. 


Peter Miller wrote: 


> Hi James, 

> 

> Go to 

> 

> http://www.netyaroze-europe.com/yaroze/ftp/tools/dev 
> 

> and download it directly - that worked for me. 

> 

> Peter 

> 

> James Duffield wrote: 

> 

> > Sorry George, 

> > It might just be me but i still can't get this to work. 
> > anyone else having problems?. 

>> 

> > Cheers 
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this site" ;=) 


>And console game companies (in the days before Yaroze) haven't had anybody 
>but other professionals to release source to. Now, perhaps, it's 
>different-—-though I sense conservative movements seeking the absence of 
>change. There might also be, for id, a greater coolness-to-effort return 
>releasing Doom to the entire world, than a console company releasing to us. 


Most console game developers aren't in charge of their source code. If 
they were, they'd send it to Sony or to us so we could do our support 

jobs a little more easily. As it is, we end up providing compiler and 

linker support without anything more than the occasional snippet of C 

which might or might not be causing the problem. 


Console game code is usually controlled by someone in the game 
creation chain (publisher, producer, coders, outsourced coders, 
converters, whatever) who isn't interested in what others in the 
programming world do or don't want. Everyone else involved in the 
game's production typically signs an NDA which forbids them to 
distribute anything to do with the game to anyone else. Amongst other 
reasons, this is why anyone waving around a CPE or EXE file they say 
they've gotten from an authorised developer is liable to get 
themselves and that developer in heaploads of trouble. 


- Gil 
—-MESSAGE FILE 1609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00305 


—-MESSAGE FILE 1610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000306 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: 2 Feb 1998 09:48:03 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 23 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6b440jSh5pl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


First off, I don't ever recall reading that Ridge 
Racer was written using the 
Yaroze library in any magazine. 


It wasn't written using the Yaroze library, but the point is is _could_ 
have been. 


Yes, it does fit into main memory and you 

can pop in a Audio CD 

and play music while playing the game ( something you can't do with the 
Yaroze libs). 


You can do this using the Yaroze libraries, see 'Between The Eyes' 
available via http://www.netyaroze-europe.com/~lewis_e 


Lewis 


—-MESSAGE FILE 1610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00306 


-—-MESSAGE FILE 1611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000307 
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James D. 
George Bain wrote: 
Hi all, 


This should be working now...please let me know 
if it's still messed up. 


George 


VVVVVVVVVV VV 
VVVVVVVVVV VV 


VV VV V V V 


—-MESSAGE FILE 15089 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000460 


—--MESSAGE FILE 15090 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000461 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Thu, 11 Mar 1999 09:30:23 -0600 

Organization: SCEA News Server 

Lines: 65 

Message-ID: <36E7E18F.69BBO5DE@metrowerks.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> <36E64720.173Beébristol.ac.uk> 
NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 

X-Accept—-Language: en 

To: Tom <tm7130@bristol.ac.uk> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:461 scea.yaroze.pr 
ogramming.codewarrior:401 


Hi Tom, 


Tom wrote: 


N 
H- 
K 

Ճ' 


Bender wrote: 
Joel Sumner wrote: 


In article <7blohrS$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 


>and the Win side has a new MFC PSComUtil 
FYI, The main new features of the IDE are: 
* More stable 

* File compare option 

* optional MDI interface (finally...) 
Enjoy! 

-Joel 


PlayStation Development Tools Dude 
Metrowerks 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV 
VVVVVVVVVVVVV VV VV VV VV VV VV 


There's now a memory dump facility in PSComUtil to allow saving from the 
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> Yaroze to the PC, but whenever I try it, I only save four bytes. Does it 
> work, or has it been disabled? 
> 

This should work just fine. If you can, please email us at: 
mailto:support@metrowerks.com 
with your comments on how to reproduce the problem so we can fix it. We 


will have a freeware version of PSComUtil shortly so you will probably see 
the fixes there. 


Thanks for the reports. 
-Rafi 


PlayStation Development Tools 
Metrowerks, Inc. 


Just another minor gripe...Metrowerks saw fit to remove the key 
shortcuts for disconnect/reconnect which is a bit of pain when the 
Yaroze locks up (no more hitting Crtl-f). This got extremely irritating 
when I was debugging a TMD editor I was writing as a lot of the time I 
would get that stupid 'GPU code xxH not assigned' which gets repeatedly 
sent if the Yaroze tries to link a corrupt TMD. The crash recovery's not 
all that great in that instance. 


Cheers, 


VVVVVVVVVV VV 


Tom 


—-MESSAGE FILE 15090 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000461 


——MESSAGE FILE 15091 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000462 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 12 Mar 1999 14:01:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <7cb7dp$cij18@chuka.playstation.co.uk> 

References: <7blohrS9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> <36E64720.173Beébristol.ac.uk> <3 
6E7E18F.69BBO5DE@met rowerks.com> 

NNTP-Posting-Host: th-usr00-23.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:462 scea.yaroze.pr 
ogramming.codewarrior:402 


Rafael Campana wrote in message <36E7E18F.69BBO5DE@metrowerks.com>... 
> 


>... We will have a freeware version of PSComUtil shortly... 
> 


So, it can be distributed to Yaroze members without CW? And they'll be 
able to run my code which uses MWDebugI0O? Cool! :) 


Herbs 


—-MESSAGE FILE 15091 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000462 


——MESSAGE FILE 15092 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
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arrior/00000463 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: New problem( at least it compiles now) 

Date: Sun, 14 Mar 1999 15:54:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7cgm70Sfu91@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.247.237.91 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:403 scee.yaroze.pr 
ogramming.codewarrior: 463 


Chears for your advice John, I hacked until some of my .h and .c files 
disappeared ;) 


Anyway, again using siocons normally, my program compiles and runs no 
problem, however with Codewarrior, it compiles, but when I run it, it 
connects OK, downloads the files, but then I get the dreaded black screen, 
and I'm told I need to reset the host. 


I looked through the manual to see if that had any helpful hints since it's 
a conversion of a GNU program, and as far as I can see all I had to set was 
the Code Address in MIPS linker to 0x80140000! 


Chears for any help 
Al 
admars@rocketmail.com 


http://www.geocities.com/SunsetStrip/Palms/3657 


—-MESSAGE FILE 15092 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000463 


—-MESSAGE FILE 15093 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000464 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: the forthcoming freeware pscom util 

Date: 18 Mar 1999 11:34:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <01be7133$c9e436c0$688393c3@default> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> <36E64720.173Beébristol.ac.uk> <3 
6E7E18F.69BBO5DE@met rowerks.com> 

NNTP-Posting-Host: p67s03a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:464 scea.yaroze.pr 
ogramming.codewarrior:404 


Can the freeware version of pscomutil have quicker printf output please? 
(if the latest update hasn't already -- I've not had a chance to download 
it yet) 


Pscomutil seems to use a clever API to write text to its window which makes 
sure words arn't spit over two lines... perhaps this is why it so slow.... 
(looking like it is at 1200baud rather than 9600) I can only speak for 
myself but: it would be fine if it used some simpler method, it doesn't 
matter if words get split, I can put in a "Nn" where necessary. Also I 
don't see why the output window couldn't be fixed to use a fixed-pitch font 
too. 


Also if it still does two CR and LFs for every "\n" can that be fixed in 
the forthcomming freeware version so that it just does one (then I can get 
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twice as much debug data on the screen at once). 
I read somewhere that one or more hot key shortcuts have been removed from 


the latest version, could we have more and not less of those please? Also 
perhaps, menu options, because I remember in the very first version there 


was a menu option "Down-load program and run" (or similar) but that was 
taken-out --- it was really convenient for me because Լ have no data files 
to load after my prog and the initialization in my program takes a while to 
do --- so now I have to start the down-load, go-off and do something else 


for a bit, comeback, start it running, go off and do something else for a 
bit, comeback and finally start testing what I've done. 


Jon Prestidge 
—-MESSAGE FILE 15093 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000464 


—-MESSAGE FILE 15094 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000465 

Path: chuka.playstation.co.uk!news 

From: Alex Blamey <alex@blamey.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 19 Mar 1999 06:01:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <36F1E843.472A0E24@blamey. freeserve.co.uk> 
References: <7blohrS$9he27@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-85.lead.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hi all! 


(Newbie alert! - just got my NY on Monday) 


I've downloaded and installed patch 1 from Metrowerks site and 
the patch two from the NY site. It's all working find except for 
the help files. It's looking for IDEALL.HLP but that wasn't 
installed by the update. Is it just me or does anyone else 

have this problem? 


Alex 
George Bain wrote: 


These 2 files can be found under the "tools" section of the 
website. 


George 


Net Yaroze 2 Update 2 installer for both Mac and Windows. 
They include: 


* IDE 3.2 
* CodeWarrior Dropin API 


VVVVVVVVVVV VV 


and the Win side has a new MFC PSComUtil 
—-MESSAGE FILE 15094 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000465 


——MESSAGE FILE 15095 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000466 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 19 Mar 1999 11:51:57 -0600 

Organization: SCEA News Server 
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Lines: 39 

Message-ID: <36F28EBC.587BCF59@metrowerks.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <36F1E843.472A0E24@blamey.freeser 
ve.co.uk> 

NNTP-Posting-Host: mtwks28.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


The NY 2 Update 2 installs the 3.2 IDE, which is the same that ships 
with CW Pro 4. This IDE will search for IDEALL.hlp as it is the Pro 4 
help file. You should have a IDE.hlp file installed in 
\CodeWarrior\Help which you can just rename to IDEALL-hlp. 

Please let us know if you run into any further problems. 

Good luck! 


Steven Beachler 
Metrowerks QA/TS 


Alex Blamey wrote: 


11! 


= 
ph 
w 


(Newbie alert! - just got my NY on Monday) 


I've downloaded and installed patch 1 from Metrowerks site and 
the patch two from the NY site. It's all working find except for 
the help files. It's looking for IDEALL.HLP but that wasn't 
installed by the update. Is it just me or does anyone else 

have this problem? 


Alex 
George Bain wrote: 


These 2 files can be found under the "tools" section of the 
website. 


George 


Net Yaroze 2 Update 2 installer for both Mac and Windows. 
They include: 


* IDE 3.2 
* CodeWarrior Dropin API 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


VVVVVVVVVVV VV 


and the Win side has a new MFC PSComUtil 


—-MESSAGE FILE 15095 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000466 


—-MESSAGE FILE 15096 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000467 

Path: chuka.playstation.co.uk!news 

From: Alex Blamey <alex@blamey.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Tue, 23 Mar 1999 03:08:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 
Message-ID: <36F70594.14E59B21@blamey.freeserve.co.uk> 

References: <7blohr$9he27@chuka.playstation.co.uk> <36F1E843.472A0E24@blamey.freeser 
ve.co.uk> <36F28EBC.587BCF59@met rowerks.com> 

NNTP-Posting-Host: modem-31.arsenic.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 
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Thanks, that mostly works now. 

I also renamed ide.cnt to ideall.cnt so the contents screen appears 

correctly. Additionally the debugger manual needs to be renamed to 

db. hip 

Thanks for the help. 

Alex 


Rafael Campana wrote: 


> 

> The NY 2 Update 2 installs the 3.2 IDE, which is the same that ships 
> with CW Pro 4. This IDE will search for IDEALL.hlp as it is the Pro 4 
> help file. You should have a IDE.hlp file installed in 

> \CodeWarrior\Help which you can just rename to IDEALL.hlp. 

> Please let us know if you run into any further problems. 

> Good luck! 

> 

> Steven Beachler 

> Metrowerks QA/TS 

> 

> Alex Blamey wrote: 

> 

> > Hi all! 

>> 

> > (Newbie alert! - just got my NY on Monday) 

>> 

> > I've downloaded and installed patch 1 from Metrowerks site and 
> > the patch two from the NY site. It's all working find except for 
> > the help files. It's looking for IDEALL.HLP but that wasn't 

> > installed by the update. Is it just me or does anyone else 

> > have this problem? 

>> 

> > Alex 

>> 

> > George Bain wrote: 

>>> 

> > > These 2 files can be found under the "tools" section of the 
> > > website. 

>>> 

> > > George 

>>> 

> > > Net Yaroze 2 Update 2 installer for both Mac and Windows. 

> > > They include: 

>>> 

> > > * IDE 3.2 

> > > * CodeWarrior Dropin API 

>>> 

> > > and the Win side has a new MFC PSComUtil 
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—-MESSAGE FILE 15096 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000467 


——MESSAGE FILE 15097 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000468 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Typecasts 

Date: 5 Apr 1999 23:54:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <01lba021leSe97a70e0S6e93a6c3@gareth> 
NNTP-Posting-Host: 366.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hey there everyone, 


I wonder if anyone else has had this problem? I am trying to typecast but 
CW is constantly throwing errors at me. 


e.g. if I try to convert a float to an int it reports "Link Error 
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undefined: '_f ftoi' " 


I'm pretty sure I'm not doing anything wrong, maybe there's an error in the 
lib? 


I hope you can help. 


Gareth! 
—-MESSAGE FILE 15097 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000468 


——MESSAGE FILE 15098 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000469 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Typecasts 

Date: Tue, 06 Apr 1999 11:32:28 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 28 

Message-ID: <3709E2BC.4491D147@scee.sony.co.uk> 
References: <Olba02leSe97a70e0S$ 6e93abc3@gareth> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Gareth wrote: 


I wonder if anyone else has had this problem? I am trying to typecast but 
CW is constantly throwing errors at me. 


e.g. if I try to convert a float to an int it reports "Link Error 


> 
> 
> 
> 
> 
> undefined: '_f ftoi' " 


Looks like you're not linking in the floating point library. 


From the FAQ: 


I want to perform a maths function like sin or cos, but CodeWarrior complains that s 
omething is 
undefined. 


You should link the "Math-ISAl-noFPU-LE.lib" to your executable. Goto: "Project" / " 
Add files..." 
and search for this LIB-file. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


A will is a dead giveaway. 
—-MESSAGE FILE 15098 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000469 


—-MESSAGE FILE 15099 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000470 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Typecasts 

Date: 11 Apr 1999 20:47:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <0lba06bb$d6743160S6b92a6c3@gareth> 

References: <Olba02leSe97a70e0$6e93ab6c3@gareth> <3709E2BC.4491D147@scee.sony.co.uk> 
NNTP-Posting-Host: 107.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Nice one. 
What FAQ was that from? I must've missed that one. 


Gareth! 
—-MESSAGE FILE 15099 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000470 


--MESSAGE FILE 15100 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000471 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Typecasts 

Date: Mon, 12 Apr 1999 10:04:54 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <3711B736.D20741A2@scee.sony.co.uk> 

References: <Olba02leSe97a70e0$6e93ab6c3@gareth> <3709E2BC.4491D147@scee.sony.co.uk> 
<01lba06bb$d6743160$ 6b92ab6c3e@gareth> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Gareth wrote: 
> 
> Nice one. 

> 

> What FAQ was that from? I must've missed that one. 


Programming FAQ (off the New Members page). 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Don't crush that dwarf, hand me the pliers. 
—-MESSAGE FILE 15100 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000471 


—--MESSAGE FILE 15101 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000472 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Typecasts 

Date: 13 Apr 1999 12:09:43 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 9 

Message-ID: <7evc67Sh804@chuka.playstation.co.uk> 

References: <Olba02leSe97a70e0$6e93ab6c3@gareth> <3709E2BC.4491D147@scee.sony.co.uk> 
<O01lba06bb$d6743160S 6b92a6c3@gareth> <3711B736.D20741A2@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


The FAQ is also available in the "documents" area of 
the members website. You can't miss it :) 
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George@SCEE 


—-MESSAGE FILE 15101 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000472 


—--MESSAGE FILE 15102 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000473 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 7 May 1999 01:42:33 -0700 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <ldreuxz.11fd2vt1j6xri2N@user—33qsomr.dialup.mindspring.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> 

NNTP-Posting-Host: user-33qsomr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:473 scea.yaroze.pr 
ogramming.codewarrior:405 


hey!!!! why is the mac updater not on the SCEA site, only the pc 
updater!? i had to go to the SCEE site to get it.... 


jeez! 


Joel Sumner <sumner@austin.metrowerks.com> wrote: 


> In article <7blohrS9he27@chuka.playstation.co.uk>, 

> george_bain@playstation.sony.com (George Bain) wrote: 
> 

> >Net Yaroze 2 Update 2 installer for both Mac and Windows. 
> >They include: 

>> 

> >* IDE 3.2 

> >* CodeWarrior Dropin API 

>> 

> >and the Win side has a new MFC PSComUtil 

> 

> FYI, The main new features of the IDE are: 

> 

> * More stable 

> * File compare option 

> * optional MDI interface (finally...) 

> 

> Enjoy! 

> 

> -Joel 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 15102 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000473 


——MESSAGE FILE 15103 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000474 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Auto Indent 

Date: Sun, 9 May 1999 13:20:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7h3uceShrs6@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


Net Yaroze newsgroups message dump.txt Page 10190 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Hi all, 


I have had a great working CW setup until I installed the Update, now auto 
indent doesn't work, the auto indent tick box is checked, anyone else had 
this problem? 


I can't carry on having to hit tab every time I open a ( 
Cheers 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 15103 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000474 


——MESSAGE FILE 15104 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000475 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Ireland 

Date: Fri, 28 May 1999 15:29:57 +0100 

Organization: Indigo ( ISP ) 

Lines: 18 

Message-ID: <7im9ilS6pd7@chuka.playstation.co.uk> 
NNTP-Posting-Host: pc-83.lan.indigo.ie 

X=Priority* 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I must be one of the last people to get a Yaroze, I've been planning to get 


one for months and only just got in in time....I'm a second year student in 
Computer Science UCD and am desperate to hook up with people in Ireland who 
are currently programming for the Yaroze...... anybody know of anybody? 


Am currently getting to grips with codewarrior v.2...... 
Hook me up please! 


Donal O'Duibhir. 


"Your brain is a cre-a-tive com-pu-ter", Professor Hawk, Dexter's Laboratory 


Mailto: oduibhir@indigo.ie, dod@netsoc.ucd.ie 
Web: www.netsoc.ucd.ie/~dod 


—-MESSAGE FILE 15104 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000475 


——MESSAGE FILE 15105 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000476 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: C++ examples 

Date: Fri, 28 May 1999 20:54:44 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <374f£0288.6225691@news.scea.sony.com> 
NNTP-Posting-Host: tstpa3-8.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: My own siocons 

Date: Wed, 4 Feb 1998 08:57:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6b96ms$b210@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:369 scea.yaroze.programming.libra 
ries:6 scee.yaroze.freetalk.english:307 


Hi there, 


I'm writing my own siocons program (win95) which encloses a 
project in which the tim/tmd/exe-files are kept. This project can 
be uploaded to the Yaroze. Just like the load-batch functionality 
of siocons. It is also able to load a 'normal' siocons-batch file. 
This is 95% working. But now I want to extend my 

program with upload and download functionality from within a 
psx-exe. I have tried to implement it but I encountered some odd 
problems. Small files (to 10k) seem to work, but larger files fail. 
It seems like there is a problem with reading/writing to tty. 

How does ioctl() work. I can set the baud to 115200. Need I set 
the handshake method, if so : how? 


Help me and I create the homepage and upload my console program 
including source. (This is not blackmail but crap-grammar). 


Thank you! 


-—-MESSAGE FILE 1611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00307 


—-MESSAGE FILE 1612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000308 

Path: chuka.playstation.co.uk!news 

From: Luca Cotta Ramusino <lcotta@systemy.it> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Wed, 04 Feb 1998 17:18:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34D894BE.5A829402@systemy.it> 

References: <6b96ms$b210@chuka.playstation.co.uk> 

NNTP-Posting-Host: 151.85.242.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:370 scea.yaroze.programming.libra 
ries:7 scee.yaroze.freetalk.english: 308 


Maurice Sibrandi ha scritto: 
> I'm writing my own siocons program (win95) which encloses a 
ՀԱՆ. 


> I can set the baud to 115200. Need I set the handshake method, if so 
> how? 


For high speeds (ie >38400) you should set the handshake to "HARDWARE", 
otherwise you get a lot of dropped bytes. XON/XOFF can't manage this 
speed. This should also explain why your app chokes on large files. Best 
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I'm looking for C++ examples for NY. Please tell me where I can 

find/get some 

Thank You, 

Jesse Palmer 

—-MESSAGE FILE 15105 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000476 


—--MESSAGE FILE 15106 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000477 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: C++ code Examples 

Date: Fri, 28 May 1999 21:22:49 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <374f08bf.7816924@news.scea.sony.com> 
NNTP-Posting-Host: tstpa3-8.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm looking for any infomation on C++ Code warrior. additionaly a 
example of a simple working FntPrint() in C++ code warrior 
Thanks, 


Jesse Palmer 
—-MESSAGE FILE 15106 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000477 


——MESSAGE FILE 15107 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000478 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: C++ code Examples 

Date: Fri, 28 May 1999 22:37:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7in2n1S$6pd26@chuka.playstation.co.uk> 
References: <374f08bf.7816924@news.scea.sony.com> 
NNTP-Posting-Host: modem-112.silicon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi Jesse, 


The stuff about CodeWarrior and C++ for the NY was done by a SCEA member, 
sorry can't think of the blokes name off the top of my head. I'm sure if 
you look in the members pages on the SCEA mirror all the information is 
there. 


If my memory serves me right, there is also some stuff in the unsupported 
folder in your NY instalation directory. 


Regards 

Bob 

bob@shandfam. freeserve.co.uk 
298rcs@tay.ac.uk 


Jesse Palmer <unmodify@gate.net> wrote in message 
news: 374f08bf.7816924@news.scea.sony.com... 


> I'm looking for any infomation on C++ Code warrior. additionaly a 
> example of a simple working FntPrint() in C++ code warrior 
> Thanks, 


> Jesse Palmer 


—-MESSAGE FILE 15107 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000478 
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--MESSAGE FILE 15108 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000479 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ronnie K." <rking@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ code Examples 

Date: Mon, 07 Jun 1999 10:00:32 -0500 

Organization: Metrowerks 

Lines: 22 

Message-ID: <7jgm68$ql63@scea> 

References: <374f08bf.7816924@news.scea.sony.com> 

NNTP-Posting-Host: mtwks25.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Hi Jesse, 


I would highly recommend installing the Update 2 for NY2 for C++ 
applications. We noticed a substantial increase in compiler's handling of 
code between the release 2 and this one. 


There is a document named C++ Support ReadMe.txt in the Unsupported\Ct++ 
Support. This will explain the necessary procedure for installing the 
stationary and other necessary files. I will see if I can find some 
examples here for you. 


Ronnie 


In article <374f08bf.7816924@news.scea.sony.com>, unmodify@gate.net (Jesse 
Palmer) wrote: 


> I'm looking for any infomation on C++ Code warrior. additionaly a 

> example of a simple working FntPrint() in C++ code warrior 

> Thanks, 

> Jesse Palmer 

—-MESSAGE FILE 15108 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000479 


——MESSAGE FILE 15109 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000480 
Path: chuka.playstation.co.uk!news 

From: Westerfield Akinyele <westerfield.akinyele@icl.com> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: CW Link Errors 

Date: Tue, 08 Jun 1999 07:38:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <375CBA69.1AFDFFE5@icl.com> 
NNTP-Posting-Host: ba6.icl.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi guys!, I'm getting this error 

Link Error: undefined: 'Initialise2DGraphics' 
Referenced from 'main' in main.c 

Could anyone tell me how to resolve this.... 
Thanx 


—-MESSAGE FILE 15109 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000480 


——MESSAGE FILE 15110 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000481 
Path: chuka.playstation.co.uk!news 
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From: "John Blackburne" <j.blackburne@virgin.net> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: CW Link Errors 

Date: Sat, 12 Jun 1999 18:02:48 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <7ju3r1$hn71@chuka.playstation.co.uk> 
References: <375CBA69.1AFDFFE5@icl.com> 
NNTP-Posting-Host: p-149-virgin12.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


This happens whenever you use a routine which is not defined. Possible cause 
include: 

* With library functions not including the relevant libaries in the program. 
But as this is not a library function (at least I don't recgonise it) this 
seems unlikely. 

* for user defined functions not including their definition, i.e. the .c 
file they're defined in, in the project. 

* a spelling error so the name doesn't match exactly. Remember C identifiers 
must match exactly, including their case. 


I would suspect the last two possibilities. If it's your own function make 
sure you've included the file it's in in the project and that it' name is 
the same (letters and case) everywhere it' used. If it's someone elses code 
make sure you've included all the files of the project. 


John 


In article <375CBA69.1AFDFFE5@icl.com>, Westerfield Akinyele 
<westerfield.akinyele@icl.com> wrote: 


> Link Error: undefined: 'Initialise2DGraphics' 
> Referenced from 'main' in main.c 
> Could anyone tell me how to resolve this.... 


10193 


—-MESSAGE FILE 15110 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000481 


--MESSAGE FILE 15111 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000482 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 


Newsgroups: scee.yaroze.programming.codewarrior 
Subject: align 

Date: Mon, 14 Jun 1999 09:53:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7k2fvl$Shn711@chuka.playstation.co.uk> 
NNTP-Posting-Host: pDDs14a01.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Can you align items within a structure to a long word boundry somehow? 


I've seen 'align' in the Codewarrior manual but it says it's only for Mac OS 
programming. 


The reason is that I've found that 'ApplyMatrixSV' crashes with a fetch 
error at 8002d550 if the address օք the input SVECTOR is not aligned on a 
long-word boundry. 


It's a particularly big and detailed structure and it's a bit teedious doing 
this alignment manually by putting pads in. 


Jon. 
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—-MESSAGE FILE 15111 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000482 


--MESSAGE FILE 15112 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000483 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 15112 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000483 


--MESSAGE FILE 15113 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000484 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming. sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 
—-MESSAGE FILE 15113 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000484 


—--MESSAGE FILE 15114 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000485 
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Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <j.blackburne@virgin.net> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: align 

Date: Sat, 19 Jun 1999 23:16:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <7kh4ri$33ul@chuka.playstation.co.uk> 
References: <7k2fvl$hn711@chuka.playstation.co.uk> 
NNTP-Posting-Host: p-125-virgin1l2.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


In article <7k2fvlShn711@chuka.playstation.co.uk>, "Jon Prestidge (alias 


Moose)" <zmoose@premier.co.uk> wrote: 

> Can you align items within a structure to a long word boundry somehow? 

> 

> I've seen 'align' in the Codewarrior manual but it says it's only for Mac OS 
> programming. 


There's also the 'pack' pragma, though I've not used it myself so don't know 
too much about it's operation.but from the docs this: 


#pragma pack (4) 
SVECTOR myVector; 
#pragma pack (4) 


should do it. 


Alternately a method that will work with any compiler is put the SVECTOR in 
a union. The alignment of a union is the same as that of whichever member 
has the largest alignment, so just include a 4-byte aligned type, e.g. a 
long, in your union. It makes your code a bit more complex - basically you 
trade portability and maintainability (by someone not familiar with CW's 
arcane pragmas) for simplicity. 


> The reason is that I've found that 'ApplyMatrixSV' crashes with a fetch 
> error at 8002d550 if the address of the input SVECTOR is not aligned on a 
> long-word boundry. 


That does not sound right. There's no programming reason for a SVECTOR to be 
aligned any way other than it's natural alignment, i.e. 2 bytes. If it were 
you would expect it to be noted or specified in the headers. I've 
encountered this in code as when I inadvertently wrote code which assumed 
4-byte alinment for SVECTORS my code quickly broke as the compiler happily 
puts them on boundaries that are 2-byte but not 4-byte. 


But the matrix does need to be 4-byte - it's an unusual structure, with a 3 
x 3 array of shorts followed a 3 element vector of longs. This enforces 
4-byte alignment on the whole thing (and so creates an implicit 2-byte pad 
in the struct), and functions can use this to speed copying and loading the 
matrix. 


As many functions only use the 3x3 array of shorts it may be tempting to 
just declare such an array, but as this may not be aligned as the libs 
expect it may crash in such routines. It's possible that you're interpreting 
such mis-alignment as the SVECTOR's mis-alignment if they're adjacent in 
memory. 


Try stepping though the code in assembly, see which pointer is causing it 
problems, and then check what it is a pointer too - if anything, as a null 
pointer, or pointer to non-existent memory, can cause similar errors. 


John 
—-MESSAGE FILE 15114 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000485 
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—--MESSAGE FILE 15115 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000486 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: align 

Date: Tue, 3 Aug 1999 18:26:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7V7ohvgqr$782@chuka.playstation.co.uk> 

References: <7k2fvl$hn711@chuka.playstation.co.uk> <7kh4ri$33ul@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: pB2s04a03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Cheers for the info John. 


—-MESSAGE FILE 15115 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000486 


——MESSAGE FILE 15116 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000487 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Freeware PSCom Util 

Date: Tue, 3 Aug 1999 18:28:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7ohvr0$783@chuka.playstation.co.uk> 
NNTP-Posting-Host: pB2s04a03.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2014.211 


Any news on the freeware version of PSComUtil? 


Jon 


—-MESSAGE FILE 15116 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000487 


—--MESSAGE FILE 15117 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000488 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Screen position adjustment 

Date: Sat, 7 Aug 1999 23:45:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7oidigq$784@chuka.playstation.co.uk> 
NNTP-Posting-Host: pC6s03a01.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


When my demo is loaded using PSCOMUTIL the picture is positioned quite well 
on the TV screen... but when it is loaded using SIOCONS the picture is a lot 
further up so that the top is not visible. 


Does anyone know why this is? 
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Is there a way of adjusting it? I've tried calling PutDispEnv and adjusting 
the 'screen.y' field in the DISPENV structure... which works but it causes 
the screen to flicker and it seems to slow things down. 


Jon Prestidge 


—-MESSAGE FILE 15117 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000488 


——MESSAGE FILE 15118 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000489 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming. sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—-MESSAGE FILE 15118 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000489 


——MESSAGE FILE 15119 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000490 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Cyclone with code warrior.... 

Date: Sun, 12 Sep 1999 12:52:18 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7rfbogSmac20@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns00928.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Have anyone out there tried to use Cyclone with code warrior? I get this 
message everthing I complie.... 


Link Error : undefined: ‘ioctl'¢g¢é¢ 
Referenced from 'sio_open' in Libcyc.a.lib 


Link Error : Link failed. 


Link failed. 
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—-MESSAGE FILE 15119 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000490 


——MESSAGE FILE 15120 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000491 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Cyclone with code warrior.... 

Date: Sun, 12 Sep 1999 07:16:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7rfgirSg0d1@chuka.playstation.co.uk> 
References: <7rfbog$mac20@chuka.playstation.co.uk> 
NNTP-Posting-Host: 62.6.18.239 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


You probably require the updated libps.a library, as the original supplied 
with the yaroze kit doesn't contain the ioctl() function. 


It's available on the Sony site at:- 
http://www.netyaroze-europe.com/yaroze/ftp/tools/dev/libps.zip 


Pete. 
Stanley Lim <lkhemail@bigfoot.com> wrote 


Have anyone out there tried to use Cyclone with code warrior? I get this 
message everthing I complie.... 


Link Error : undefined: ‘ioctl'¢g¢gé¢ 
Referenced from 'sio_open' in Libcyc.a.lib 


Link Error : Link failed. 


Link failed. 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 15120 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000491 


—-MESSAGE FILE 15121 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000492 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Cyclone with code warrior.... 

Date: Mon, 13 Sep 1999 16:43:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7rj67j$g0d11@chuka.playstation.co.uk> 
References: <7rfbog$mac20@chuka.playstation.co.uk> 
NNTP-Posting-Host: host212-140-3-62.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Thanks Stan for emailing me and pointing out Cyclone's CodeWarrior library 
is broken. (oops) 
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I've fixed the problem, and the working library is available at:- 
http://www.netyaroze-europe.com/~imilco/ftp/cwlibfix.zip 


The problem was within the vsync callback function, the psx locked up when 
trying to access the main link data structure. I've moved the structure 
declaration into the same source file as the callback function and this 
appears to have done the trick. 


Pete. 


—-MESSAGE FILE 15121 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000492 


--MESSAGE FILE 15122 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000493 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: C++ will not link! 

Date: Thu, 23 Sep 1999 08:36:56 +0300 

Organization: Nokia 

Lines: 37 

Message-ID: <37E9BC78.6DEBDCC8@nokia.com> 
NNTP-Posting-Host: nas-dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 


Has anyone actually managed to create a C++ program for Yaroze on a Mac? 
I have spent two nights now trying it and have not suceeded yet. I 
started doing exactly as was explained in the instructions in C++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version օք 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

'  rts_info_t__.h"' had: 


SECTION extern void (*__static_init) (void); 


and the PC '_ rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


P: S. 
Since we also have a PC at home, I then did exactly the same there - and 


surprise, surprise - the learn project compiled and linked fine. 


--MESSAGE FILE 15122 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000493 
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--MESSAGE FILE 15123 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000494 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: C++ builds fine now! 

Date: Thu, 30 Sep 1999 08:10:34 +0300 

Organization: Nokia 

Lines: 58 

Message-ID: <37F2F0CA.FESBEODB@nokia.com> 
References: <37E9BC78.6DEBDCC8@nokia.com> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi again! 
C++ works fine now in a Mac.and it was not at all complicated. 


By the help of Metroworks excellent customer support I got everything 
right.. 

The only thing needed in addition to the instructions in C++Support 
Readme.txt was that 

both CodeWarrior for Net Yaroze Release 2, CW NY Updater (dated Feb 13, 
1998), 


and CW NY R2 update 2 (dated Feb 15, 1999). needed to be installed. Also 
these 
patches must be installed on top of each other (you cannot install R2 Update 


2 without 
already having the first Updater installed). 


Regards, 
Markku Kaurila 


Markku Kaurila wrote: 
Hi, 


Has anyone actually managed to create a C++ program for Yaroze on a Mac? 
I have spent two nights now trying it and have not suceeded yet. I 
started doing exactly as was explained in the instructions in C++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version of 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

'  rts_info_t__.h' had: 


SECTION extern void (*__static_init) (void); 


and the PC '__rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Bess 
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of luck 
Luca Cotta Ramusino 


—-MESSAGE FILE 1612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00308 


—-MESSAGE FILE 1613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000309 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Thu, 5 Feb 1998 09:06:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6bbrj2$b212@chuka.playstation.co.uk> 

References: <6b96ms$b210@chuka.playstation.co.uk> <34D894BE.5A829402@systemy.it> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:371 scea.yaroze.programming.libra 
ries:8 scee.yaroze.freetalk.english:309 


Luca Cotta Ramusino wrote in message <34D894BE.5A829402@systemy.it>... 


>For high speeds (ie >38400) you should set the handshake to "HARDWARE", 
>otherwise you get a lot of dropped bytes. XON/XOFF can't manage this 
>speed. This should also explain why your app chokes on large files. Best 
>of luck 


How does one do that? With ioctl() I presume, but that function isn't 
documented very well 


—-MESSAGE FILE 1613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00309 


—-MESSAGE FILE 1614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000310 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: "Unfinished Sympathy" 

Date: Fri, 06 Feb 1998 02:01:24 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <34DA6EF3.1E9F@enterprise.net> 
References: <34A08812.527E@manc.u-net.com> 
Reply-To: elvis@enterprise.net 
NNTP-Posting-Host: max02-096.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


ames Shaughnessy wrote: 


Hello all! 

Yes, with the advent of my black PlayStation, [voice: Marcellus 
Wallace] "which should be arriving directly", I am in the midst of 
another disaster regarding game development. How come what began 

as a brilliant and feasible idea, mixed with some newly nurtured 
talent comes to a grinding halt because of some STUPID petty problem. 
I of course refer to writing for the PC. [Homer] "To start press any 
key. Where's the 'ANY' key?" Almost as bad. I hope the NY allows me 


VVVVVVVVVG 
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> 
> Since we also have a PC at home, I then did exactly the same there - and 
> surprise, surprise - the learn project compiled and linked fine. 


—-MESSAGE FILE 15123 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000494 


—-MESSAGE FILE 15124 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000495 

Path: chuka.playstation.co.uk!news 

From: "Matt Seeney" <mattseeney@abertay.screaming.net> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: re: Codewarrior Linking Errors 

Date: Wed, 24 Nov 1999 22:02:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <81lhndnScs02@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.228.203 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This is my first post on a NY newsgroup, so excuse me if I'm being really 
stupid and missing something really simple. Every project that I try to make 
(using F7) in the Codewarrior IDE generates linking errors, from a simple 
"Hello World" program (with or without <stdio.h> included) to a simple loop 
counter. I have copied all the relevant .lib and .h header files from the 
Net Yaroze PC installation disk into the "C:\Program 
Files\Metrowerks\CodeWarrior\Net Yaroze Support" lib and include folders. 
When I make the project it comes up with the following errors 


Link Error : undefined: 'printf'OOOO Referenced from 'main' in main.c 
Link Error : Link failed 
Link failed 


The correct access paths are set in both the system paths and user paths in 
the preferences. Any helpful suggestions would be greatly appreciated 
because so far my NY has been fairly useless! I've tried re-installing 
Codewarrior and everything else and using the latest Metrowerks update. 
Here's hoping someone can help! 


Matt Seeney 


—-MESSAGE FILE 15124 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000495 


—--MESSAGE FILE 15125 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000496 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Codewarrior Linking Errors 

Date: Mon, 29 Nov 1999 18:04:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3842c027.87477556@news.playstation.co.uk> 
References: <8lhndnScs02@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Did you run the process to convert the library? 
Steven 


On Wed, 24 Nov 1999 22:02:26 -0000, "Matt Seeney" 
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<mattseeney@abertay.screaming.net> wrote: 


>This is my first post on a NY newsgroup, so excuse me if I'm being really 
>stupid and missing something really simple. Every project that I try to make 
>(using F7) in the Codewarrior IDE generates linking errors, from a simple 
>"Hello World" program (with or without <stdio.h> included) to a simple loop 
>counter. I have copied all the relevant .lib and .h header files from the 
>Net Yaroze PC installation disk into the "C:\Program 
>Files\Metrowerks\CodeWarrior\Net Yaroze Support" lib and include folders. 
>When I make the project it comes up with the following errors 

> 

>Link Error : undefined: 'printf'OOOO Referenced from 'main' in main.c 

>Link Error : Link failed 

>Link failed 

> 

>The correct access paths are set in both the system paths and user paths in 
>the preferences. Any helpful suggestions would be greatly appreciated 
>because so far my NY has been fairly useless! I've tried re-installing 
>Codewarrior and everything else and using the latest Metrowerks update. 
>Here's hoping someone can help! 

> 

>Matt Seeney 

> 

> 


—-MESSAGE FILE 15125 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000496 


—--MESSAGE FILE 15126 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000497 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: CodeWarrior 

Date: Wed, 17 Jan 2001 21:26:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9452skSokb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch8as13-77-168-240.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Hi, I'm having trouble locating the first update to CodeWarrior for Net 
Yaroze. I have the second update but I can't find the first update on the 
Metrowerks website, does anyone have a copy of the first update file ?? If 
so could you let me know. 


Cheers, 


James 


ԵՏ. 

I downloaded a file from the Metrowerks website but it keeps asking me 
to put the original CD in which I do, but it reports it can't find the disk. 
From what I can remember the first update didn't ask for the original CD, so 
I think I've got the wrong file. 


—-MESSAGE FILE 15126 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000497 


——MESSAGE FILE 15127 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000498 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior 
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Date: Thu, 18 Jan 2001 00:38:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <945dnqSokb5@www.netyaroze-europe. com> 
References: <9452skSokb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-1-232.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Try ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/ 

For Windows I'm pretty sure this is the file: 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe 
Weighs in at 14MB. 

Regards, 


Peter 


"James Banks" <banksjames@hotmail.com> wrote in message 
news: 9452skSokb3@www.netyaroze-europe.com... 


> Hi, I'm having trouble locating the first update to CodeWarrior for 
Net 
> Yaroze. I have the second update but I can't find the first update on the 


Metrowerks website, does anyone have a copy of the first update file ?? If 
so could you let me know. 


Cheers, 


James 


PS. 


VVVVVVVVVV 


I downloaded a file from the Metrowerks website but it keeps asking me 
> to put the original CD in which I do, but it reports it can't find the 
disk. 

> From what I can remember the first update didn't ask for the original CD, 
so 

> I think I've got the wrong file. 

> 

> 

> 


--MESSAGE FILE 15127 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000498 


——MESSAGE FILE 15128 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000499 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior 

Date: Thu, 18 Jan 2001 11:44:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <94610j$b991@www.netyaroze-europe. com> 

References: <9452skSokb3@www.netyaroze-europe.com> <945dnqSokb5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr1703-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-Mimeole: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 
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The above link is the first patch (only about 1.11MB) for CW release 2. It 
sounds like you already have the second which has to be installed on top.. 


Are the other files below for CW release one? Is that pscomutil thing the 
mac version? 


Derek 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: 945dnqSokb5@www.netyaroze-europe.com... 

> Try ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/ 

> 

> For Windows I'm pretty sure this is the file: 

> 

> 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe 


Weighs in at 14MB. 


Regards, 
Peter 


"James Banks" <banksjames@hotmail.com> wrote in message 

news: 9452skSokb3@www.netyaroze-europe.com... 

> Hi, I'm having trouble locating the first update to CodeWarrior for 
Net 

> Yaroze. I have the second update but I can't find the first update on 
he 

> Metrowerks website, does anyone have a copy of the first update file ?? 
f 

> so could you let me know. 

> 

> Cheers, 


VVVVVVVVVHV EVV VV VV VV VV VV 
v 


I downloaded a file from the Metrowerks website but it keeps asking 
me 

> > to put the original CD in which I do, but it reports it can't find the 
> disk. 

> > From what I can remember the first update didn't ask for the original 


Ծ 


Տօ 

> I think I've got the wrong file. 
> 

> 

> 


VV V VV V VO 


—-MESSAGE FILE 15128 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000499 


--MESSAGE FILE 15129 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000500 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior 

Date: Thu, 18 Jan 2001 05:04:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <9460eq$b992@www.netyaroze-europe. com> 

References: <9452skSokb3@www.netyaroze-europe.com> <945dnqSokb5@www.netyaroze-europe 
.com> <94610j3Sb991@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-124-70.btinternet.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


OMG there are two patches for Release 2? 
Actually that explains a lot. 


God knows how I missed the first one. I've been installing CW R2 from disc 
and chucking psx_ny_update2.exe straight over the top. 


Ignore my other links they're for updating the first CW disc. 


Cheers for pointing out the obvious, debugging should be a little less 
painful from now on. :) 


Peter 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9461043Sb991@www.netyaroze-europe.com... 

> Hi 

> 

> ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 

> 

> The above link is the first patch (only about 1.11MB) for CW release 2. 
ԼԵ 


v 


sounds like you already have the second which has to be installed on top.. 


> 

> Are the other files below for CW release one? Is that pscomutil thing the 
> mac version? 

> 

> Derek 

> 

> "Peter Armstrong" <hanno@btinternet.com> wrote in message 

> news: 945dnqSokb5@www.netyaroze-europe.com... 

> > Try ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/ 

>> 

> > For Windows I'm pretty sure this is the file: 

>> 

>> 

> 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe 
>> 

> > Weighs in at 14MB. 

>> 

> > Regards, 

> > Peter 

>> 

>> 

> > "James Banks" <banksjames@hotmail.com> wrote in message 

> > news: 9452skSokb3@www.netyaroze-europe.com... 

SSS Hi, I'm having trouble locating the first update to CodeWarrior 
for 

> > Net 

> > > Yaroze. I have the second update but I can't find the first update on 
> the 

> > > Metrowerks website, does anyone have a copy of the first update file 
22? 

> If 

> > > so could you let me know. 

>>> 

> > > Cheers, 

>>> 

>>> 

> > > James 

>>> 

>> > PS. 

>>> I downloaded a file from the Metrowerks website but it keeps 
asking 

> me 

> > > to put the original CD in which I do, but it reports it can't find the 
> > disk. 

> > > From what I can remember the first update didn't ask for the original 
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Ծ 


Տօ 
> I think I've got the wrong file. 
> 
> 
> 


VV V V V V V O 


VVVVVVVV VV 


—-MESSAGE FILE 15129 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000500 


—--MESSAGE FILE 15130 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000501 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior 

Date: Thu, 18 Jan 2001 20:10:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <947j22Sq3t1l@www.netyaroze-europe. com> 

References: <9452skSokb3@www.netyaroze-europe.com> <945dnqSokb5@www.netyaroze-europe 
.com> <94610jSb991@www.netyaroze-europe.com> <9460eq$b992@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch8as19-83-174-2.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


It looks like it's the right file, cheers guys. Right how do I program 
this thing !?! 


Cheers, 

James 

"Peter Armstrong" <hanno@btinternet.com> wrote in message 
news: 9460eq$b992@www.netyaroze-europe.com... 

> OMG there are two patches for Release 2? 


Actually that explains a lot. 


God knows how I missed the first one. I've been installing CW R2 from disc 
and chucking psx_ny_update2.exe straight over the top. 


Ignore my other links they're for updating the first CW disc. 


Cheers for pointing out the obvious, debugging should be a little less 
painful from now on. :) 


Peter 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 946104Sb991@www.netyaroze-europe.com... 


VVVAVVEAVVVV VV VV VV VV VV VV VV VV VV 


> Hi 

> 

> ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 

> 

> The above link is the first patch (only about 1.11MB) for CW release 2. 

It 

> sounds like you already have the second which has to be installed on 
op. 

> 

> Are the other files below for CW release one? Is that pscomutil thing 
he 

> mac version? 

> 

> Derek 
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>> 

> > "Peter Armstrong" <hanno@btinternet.com> wrote in message 

> > news: 945dnqSokb5@www.netyaroze-europe.com... 

> > > Try ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/ 

>>> 

> > > For Windows I'm pretty sure this is the file: 

>>> 

>>> 

>> 

> 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe 
>>> 

> > > Weighs in at 14MB. 

>>> 

> > > Regards, 

> > > Peter 

>>> 

>>> 

> > > "James Banks" <banksjames@hotmail.com> wrote in message 

> > > news: 9452skSokb3@www.netyaroze-europe.com... 

>>> > Hi, I'm having trouble locating the first update to CodeWarrior 
> for 

> > > Net 

> > > > Yaroze. I have the second update but I can't find the first update 
on 

> > the 

> > > > Metrowerks website, does anyone have a copy of the first update file 
> ?? 

>> Լք 

> > > > so could you let me know. 

>>>> 

> > > > Cheers, 

>> >> 

>>>> 

> > > > James 

>>>> 

>> > > PS. 

>>>> I downloaded a file from the Metrowerks website but it keeps 
> asking 

> > me 

> > > > to put the original CD in which I do, but it reports it can't find 
the 

> > > disk. 

> > > > From what I can remember the first update didn't ask for the 
original 

> > CD, 

>> > so 

> > > > I think I've got the wrong file. 

>>>> 

> > > > 

> > > > 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 15130 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000501 


--MESSAGE FILE 15131 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000502 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: CodeWarrior WinXP 

Date: Thu, 18 Mar 2004 00:25:09 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <c3bnco$8s16@www.netyaroze-europe. com> 
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NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Greetings, 


I'm hoping someone will actually read and reply to this. If not, I'll move 
it to freetalk where all the remaining action is. 


I have WinXP Pro and no hope of any previous OS for my development. When I 
install Codewarrior Release 2 (from the original CD) everything works fine. 
But when I go to apply Update 1 I get "unable to locate the original NY cd" 
(similar) and when I browse to point to the drive where the Codewarrior CD 


is it says the same thing and then aborts the installation. I can not make 
it recognize the CD (and yes, it is an original CD not a duplicate). What 
must I do to make this work? Is there anything? 

Thanks, 

Shawn 


—-MESSAGE FILE 15131 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000502 


--MESSAGE FILE 15132 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000503 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior WinXP 

Date: Fri, 19 Mar 2004 10:46:08 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <c3fg5gSano3@www.netyaroze-europe. com> 
References: <c3bnco$8s16@www.netyaroze-europe.com> 
NNTP-Posting-Host: 63.251.219.69 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Well, I figured it out. I was applying the wrong patch. 


Thanks, 
Shawn 


"Shawn B." <leabre@hotmail.com> wrote in message 

news: c3bnco$8sl6@www.netyaroze-europe.com... 

> Greetings, 

> 

> I'm hoping someone will actually read and reply to this. If not, I'll 
move 
> it to freetalk where all the remaining action is. 
> 
> I have WinXP Pro and no hope of any previous OS for my development. When 
1 
> install Codewarrior Release 2 (from the original CD) everything works 
fine. 

> But when I go to apply Update 1 I get "unable to locate the original NY 
cd" 

> (Similar) and when I browse to point to the drive where the Codewarrior CD 


> is it says the same thing and then aborts the installation. 1 can not 
make 

> it recognize the CD (and yes, it is an original CD not a duplicate). What 
> must I do to make this work? Is there anything? 

> 


> 
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Thanks, 


> 
> Shawn 
> 
> 


—-MESSAGE FILE 15132 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000503 


AE AE AE AE FE AE AE FE AEE E EHE 
E AE EAE AE EAE FE HEE EH 


——HHEEEEEE EEE HHH 
——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler 


w AE AE E FE AE AE AE AE FE FE FE AEA 


——MESSAGE FILE 15133 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000001 

Path: chuka.playstation.co.uk!news 

From: David Johanson <davidj@disctronics.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Interface to GNU 

Date: Thu, 27 Mar 1997 09:19:22 +0000 
Organization: Disctronics Ltd 

Lines: 15 

Message-ID: <333A3B9A.7F79@disctronics.co.uk> 
NNTP-Posting-Host: 194.207.104.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


If anybody is interested in an Intergrated environment to DJGPP (GCC) 
which is a similar environment to the DOS version of Turbo C, you can 
get one from the Simtel site. 

It has a debugger and a few other bangs and whistles, but can be alittle 
bit buggy depending on your setup ( mine blows up randomly :-( ) 


The Binaries are at 
ftp.simtel.net/pub/gnu/djpp/v2apps/rhidel2b.zip ( 1.3 mb ) 
you also need 
ftp.simtel.net/pub/gnu/djpp/v2misc/csdpmi3.zip (39kb ) 


I suggest you read the documentation. 
--MESSAGE FILE 15133 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000001 


—-MESSAGE FILE 15134 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000002 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Optimise Problem - trunced data 

Date: Sat, 29 Mar 1997 20:51:22 GMT 

Organization: Into Beyond 

Lines: 18 

Message-ID: <333d7fd9.23907964@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


When switching on the optimisingt options in gcc, my program gives 
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something like the following error: 

relocation truncated to fit: GPREL RSDOFSX 

Same happens if I ever use RSDOFSY. 

These are defined in libps.h as extern short RSDOFSX[2] 

Couple of other questions: 

How can I set the stack to be in the data cache? 


How big is the stack? [or is it just 'however'] 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC for the Treble 2026 * 

>Sillytuna: Official Sony Yaroatsi PlayStation Developer!< 

—-MESSAGE FILE 15134 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000002 


--MESSAGE FILE 15135 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000003 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: More GNU stuff 

Date: Tue, 01 Apr 1997 15:51:14 GMT 

Organization: Into Beyond 

Lines: 12 

Message-ID: <33412c8c.8977789@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Another gnu problem: 


I have a callback routine for vertical blanking stuff, but when 
optimisation is one it can't access my data, I presume it just needs 
the data ptr/stack pointer initialising - how do I mark a function 
appropriately within gnu? I tried various _interrupt (etc) 
combinations to no avail. Probably missed something obvious... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

-—-MESSAGE FILE 15135 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000003 


—-MESSAGE FILE 15136 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000004 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: IsPrint 

Date: Tue, 01 Apr 1997 22:37:32 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <33418E2C.6F9C@innotts.co.uk> 
NNTP-Posting-Host: serialB14.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 
I'm probably doing something stupid but :- 
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to create what I have in mind. All previous projects (C64;Amiga; PC) 
have turned into a parody of that classic Massive Attack song due 

to some pointless reason. C64 POKE/PEEKs, alrighty then!; A.M.O.S., 
nice'n'easy but too slow; TurboC++3.0 yeah right! Well, my arse is 
in gear now and with the imminent arrival of said PSX I hope to have 
a proverbial canvas with which to tickle the non-ivories. 

Providing I survive the Christmas and New Year 'festivities' without 
destroying too many brain cells expect some serious code in my web 
area soon. I welcome suggestions/encouragement/Ferraris at any time. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj/ 


VVVVVVVVVVVVVV VV 


When I first read this, I was listening to that very song. Weird! 
—-MESSAGE FILE 1614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00310 


—-MESSAGE FILE 1615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000311 

Path: chuka.playstation.co.uk!news 

From: "K.W." <kwutzke@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory card... 

Date: Fri, 06 Feb 1998 16:13:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <34DB2891.608A6A57@usa.net> 

NNTP-Posting-Host: dialup176.dreieich.nacamar.de 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


How in the world do I format a Playstation 
memory card? Loading an image to view 

on the TV taking more than 10 minutes 

is very annoying! 


kwutzke@usa.net 


—-MESSAGE FILE 1615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00311 


—-MESSAGE FILE 1616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000312 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory card... 

Date: Fri, 06 Feb 1998 11:53:59 GMT 

Organization: SCEA News Server 

Lines: 16 
Message-ID: <34daf808.57956140@news.scea.sony.com> 
References: <34DB2891.608A6A57@usa.net> 
NNTP-Posting-Host: client-119-44.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 06 Feb 1998 16:13:22 +0100, "K.W." <kwutzke@usa.net> wrote: 


>How in the world do I format a Playstation 
>memory card? Loading an image to view 

>on the TV taking more than 10 minutes 

>is very annoying! 


Hello, 
There is a utility for formatting memory cards in the SCEA 
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I'm trying to use the "Standard" isprint to determine 
if certain characters are printable. 


I've included ctypes.h but when i try and compile/link, 
I get the message 


main.c(.text+0x380): undefined reference to '_ctype_' 
Any ideas??? 


Thanks in advance 
Richard. 
—-MESSAGE FILE 15136 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000004 


—--MESSAGE FILE 15137 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000005 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Optimise Problem - trunced data 

Date: Wed, 02 Apr 1997 12:16:51 +0100 

Organization: SCEE 

Lines: 28 

Message-ID: <33424023.72C4@interactive.sony.com> 
References: <333d7£fd9.23907964@news.playstation.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 


> 

> When switching on the optimisingt options in gcc, my program gives 
> something like the following error: 

> 

> relocation truncated to fit: GPREL RSDOFSX 

> 

> Same happens if I ever use RSDOFSY. 

> 

> These are defined in libps.h as extern short RSDOFSX[2] 

> 

> Couple of other questions: 

> 

> How can I set the stack to be in the data cache? 

> How big is the stack? [or is it just '‘however'] 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 
> * http://www.intobeyond.com * WWFC for the Treble 2026 * 
> >Sillytuna: Official Sony Yaroatsi PlayStation Developer!< 


I tried using PSDCNT and that didn't work either. A lot of things seem 
to have been left in from the full libraries, which just don't work on 
the cut down Yaroze library. I'm afraid this is another case. 


There is no way to set the stack without using assembly, (working on 
this), and the stack can have a maximum size set. 


Stuart 
—--MESSAGE FILE 15137 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000005 


—-MESSAGE FILE 15138 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000006 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: IsPrint 

Date: Wed, 02 Apr 1997 12:19:20 +0100 
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Organization: SCEE 

Lines: 23 

Message-ID: <334240B8.7B5@interactive.sony.com> 
References: <33418E2C.6F9C@innotts.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Haskey wrote: 


> 

> Hi, 

> I'm probably doing something stupid but :- 

> 

> I'm trying to use the "Standard" isprint to determine 
> if certain characters are printable. 

> 

> I've included ctypes.h but when i try and compile/link, 
> I get the message 

> 

> main.c(.text+0x380): undefined reference to '_ctype_' 

> 

> Any ideas??? 

> 

> Thanks in advance 

> Richard. 

The 'external char _ctype_[]' isn't set in any of the libraries, hence 


your problem, (we'll try and find it / write it). 


Stuart 
—-MESSAGE FILE 15138 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000006 


——MESSAGE FILE 15139 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000007 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Wed, 02 Apr 1997 14:58:46 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <334572ec.3118734@news.playstation.co.uk> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 02 Apr 1997 12:16:51 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>I tried using PSDCNT and that didn't work either. A lot of things seem 
>to have been left in from the full libraries, which just don't work on 
>the cut down Yaroze library. I'm afraid this is another case. 


It does actually work when unoptimised. Wierd or what. So I'm keeping 
track of offsets myself then :) 


>There is no way to set the stack without using assembly, (working on 
>this), and the stack can have a maximum size set. 


I think CW allows you to move the stack. There were a couple of 
‘linking' information files I noticed - don't know much about them but 
I suspect the stack address must be in them somewhere. 
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* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15139 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000007 


—-MESSAGE FILE 15140 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000008 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: IsPrint 

Date: Wed, 02 Apr 1997 15:30:26 +0100 

Organization: SCEE 

Lines: 29 

Message-ID: <33426D82.772B@interactive.sony.com> 

References: <33418E2C.6F9C@innotts.co.uk> <334240B8.7B5@interactive.sony.com> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


sceetech wrote: 


> 

> Richard Haskey wrote: 

>> 

> > Hi, 

>> I'm probably doing something stupid but :- 

>> 

>> I'm trying to use the "Standard" isprint to determine 
>> if certain characters are printable. 

>> 

>> I've included ctypes-h but when i try and compile/link, 
>> I get the message 

>> 

>> main.c(.text+0x380): undefined reference to '_ctype_' 
>> 

>> Any ideas??? 

>> 

>> Thanks in advance 

>> Richard. 

> 

> The 'external char _ctype_[]' isn't set in any of the libraries, hence 
> your problem, (we'll try and find it / write it). 

> 

> Stuart 


The file 'ctype.c' is now in the library section 


Stuart 
—-MESSAGE FILE 15140 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000008 


——MESSAGE FILE 15141 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000009 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Wed, 02 Apr 1997 15:36:01 +0100 

Organization: SCEE 

Lines: 13 

Message-ID: <33426ED1.4B1B@interactive.sony.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny.com> <334572ec.3118734@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I think CW allows you to move the stack. There were a couple of 
‘linking' information files I noticed - don't know much about them but 
I suspect the stack address must be in them somewhere. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VV V V V V V 


We don't use codewarrior here, the data cache starts at 1880000 and is 
lk long, if its any help. 


Stuart 
——MESSAGE FILE 15141 END: net-yaroze-usenet/00000001-SCEF/yaroze/programming/gnu_com 
piler/00000009 


——MESSAGE FILE 15142 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000010 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: More GNU stuff 

Date: Wed, 02 Apr 1997 15:42:51 +0100 

Organization: SCEE 

Lines: 18 

Message-ID: <3342706B.20C1@interactive.sony.com> 
References: <33412c8c.8977789@news.playstation.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 
> 


Another gnu problem: 


I have a callback routine for vertical blanking stuff, but when 
optimisation is one it can't access my data, I presume it just needs 
the data ptr/stack pointer initialising - how do I mark a function 
appropriately within gnu? I tried various _interrupt (etc) 
combinations to no avail. Probably missed something obvious... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVV VV 


Try using /GO as a parameter in gcc. 


Stuart 
—--MESSAGE FILE 15142 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000010 


——MESSAGE FILE 15143 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000011 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: IsPrint 

Date: Wed, 02 Apr 1997 22:08:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3342D8F6.438E@innotts.co.uk> 
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References: <33418E2C.6F9C@innotts.co.uk> <334240B8.7B5@interactive.sony.com> <33426 
D82.772B@interactive.sony.com> 

NNTP-Posting-Host: serialBOf.innotts.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


sceetech wrote: 


> The file 'ctype.c' is now in the library section 
> 
> Stuart 


Thanks for the source, I had to strip out the islower, isupper bits 
because they were already defined in another object file (I cant 
remember which - symusr.o or something like that) but the array allowed 
me to recompile my program using the 'isprint' function successfully. 


Thanks again, 
Richard 
—-MESSAGE FILE 15143 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000011 


—-MESSAGE FILE 15144 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000012 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 03:02:56 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <334c572£.9721328@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:63 scee.yaroze.pro 
gramming.gnu_compiler:12 scee.yaroze.programming.codewarrior:28 


We have come up against several compiler and ps-x bugs so far, 
including gcc crashing on -O3 compiles [stack error] on simple code 
and some other stuff, but this is brilliant! 


The following code kills the Yaroze. Something to do with the variable 
name length (9) although longer and shorter seems ok. Only occurs with 
certain sized arrays (something to do with odd values?) and with 
unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 
need to be included. 


unsigned short PlayerMap[3*5]; 


main () 
{ 
} 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15144 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000012 


—-MESSAGE FILE 15145 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000013 
Path: chuka.playstation.co.uk!news 
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From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Getting output 

Date: Thu, 10 Apr 1997 03:02:58 GMT 
Organization: Into Beyond 

Lines: 9 

Message-ID: <334d580e.9944896@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


How do you get the output from gcc to go sensibly to a file (without 
dumping out the source code too) ? Standard redirection anda 
redirection program cause various problems (mostly slow compilation 
since it insists on dumping out source code first). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15145 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000013 


—-MESSAGE FILE 15146 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000014 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 09:15:44 +0100 

Organization: SCEE 

Lines: 35 

Message-ID: <334CA1B0.426E@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:64 scee.yaroze.pro 
gramming.gnu_compiler:14 scee.yaroze.programming.codewarrior:29 


Alex Amsel wrote: 


> 

> We have come up against several compiler and ps-x bugs so far, 

> including gcc crashing on -O3 compiles [stack error] on simple code 

> and some other stuff, but this is brilliant! 

> 

> The following code kills the Yaroze. Something to do with the variable 
> name length (9) although longer and shorter seems ok. Only occurs with 
> certain sized arrays (something to do with odd values?) and with 

> unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 

> need to be included. 

> 

> unsigned short PlayerMap[3*5]; 

> 

> main () 

> { 

> ) 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 

> MM: "Hand the opposition the lead, the supporters love it" 


Cool bug...(gnu fixes welcome) 


About your stack problems, There is a GNU environment variable that sets 
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up the size of the STACK. Use the following to set it to 2M 
SET GO32=dpmistack 2000000 


I wouldn't recommend going above 02, as the optimisations added for 03 
are mainly related to loop unrolling, which gives no advantages on the 
Yaroze because of the direct mapped cache. ( Loop overheads on the R3000 
are very low ) 


Colin. 
—--MESSAGE FILE 15146 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000014 


—--MESSAGE FILE 15147 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000015 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 10:47:35 +0100 

Organization: SCEE 

Lines: 53 

Message-ID: <334CB737.3E25@interactive.sony.com> 

References: <334c572£.9721328@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:68 scee.yaroze.pro 
gramming.gnu_compiler:15 scee.yaroze.programming.codewarrior: 30 


Alex Amsel wrote: 


> 

> We have come up against several compiler and ps-x bugs so far, 

> including gcc crashing on -O3 compiles [stack error] on simple code 

> and some other stuff, but this is brilliant! 

> 

> The following code kills the Yaroze. Something to do with the variable 
> name length (9) although longer and shorter seems ok. Only occurs with 
> certain sized arrays (something to do with odd values?) and with 

> unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 

> need to be included. 

> 

> unsigned short PlayerMap[3*5]; 

> 

> main () 

> { 

> ) 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 

> MM: "Hand the opposition the lead, the supporters love it" 


Firstly: the crashing on optimisation with stack error is 
simply the fact that GNU wants massive of stack space when 
optimising. use 

<< set go32=dpmistack 2000000 >> eg in djsetup.bat 

to ensure it never runs out of stack space. 


Secondly: trying your code fragment here, we notice that the 
length of the name of the array makes NO difference at all, 
the fragment always crashes the Yaroze. We suspect 
that it is simply the declaration of an array with an odd 
number of elements, together with element size being small, 
hence there is no aligning on 32bit boundary; the machine is 
purely 32bit, and manuals specifically say that non-32bit access 
will cause errors. 
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The REMEDY for this problem is not hard to find: always declare 
arrays (and structures, etc, see libps.h) so that they 
always align on 4-byte boundaries. 


However, I have programmed on Yaroze for months without 
ever considering the need to do this, 

never padding structures to 4 bytes etc, and have NEVER had 
this problem. I must ask exactly what kind of activity led 
you to discover this 'problem'; were you testing the 
reliability of the compiler / Yaroze? 


Hope to hear from you soon 


Lewis 
——MESSAGE FILE 15147 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000015 


—-MESSAGE FILE 15148 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000016 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 12:04:15 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <334dd06b.1659549@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> <334CA1B0.426E@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:71 scee.yaroze.pro 
gramming.gnu_compiler:16 scee.yaroze.programming.codewarrior:31 


On Thu, 10 Apr 1997 09:15:44 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>I wouldn't recommend going above 02, as the optimisations added for 03 
>are mainly related to loop unrolling, which gives no advantages on the 
>Yaroze because of the direct mapped cache. ( Loop overheads on the R3000 
>are very low ) 


Thanks for the fix. 


Can you tell ստ any more about gnu optimisations/code on the PS-X? 


Anythings (memcpy etc) that are better written in asm (1..6 
sibstantially quicker) ? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15148 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000016 


—-MESSAGE FILE 15149 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000017 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 12:04:16 GMT 
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Organization: Into Beyond 

Lines: 57 

Message-ID: <334ed0d3.1764129@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> <334CB737.3E25@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:72 scee.yaroze.pro 
gramming.gnu_compiler:17 scee.yaroze.programming.codewarrior: 32 


On Thu, 10 Apr 1997 10:47:35 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>Secondly: trying your code fragment here, we notice that the 
>length of the name of the array makes NO difference at all, 


I would expect the same, but last night it was very fussy about the 
name. I had been up a few hours too long so I'll check today and get 
back to you. 


>the fragment always crashes the Yaroze. We suspect 

>that it is simply the declaration of an array with an odd 
>number of elements, together with element size being small, 
>hence there is no aligning on 32bit boundary; the machine is 
>purely 32bit, and manuals specifically say that non-32bit access 
>will cause errors. 


That is what I thought. We created a mapfile but having never used a 
mapfile before didn't make much sense of much of it. It looked as if 
half the variables overwrite each other - I think I need to get the 

gnu docs this weekend! 


>The REMEDY for this problem is not hard to find: always declare 
>arrays (and structures, etc, see libps.h) so that they 
>always align on 4-byte boundaries. 


I usually do for speed reasons (on other machines anyway). 


>never padding structures to 4 bytes etc, and have NEVER had 
>this problem. I must ask exactly what kind of activity led 
>you to discover this 'problem'; were you testing the 
>reliability of the compiler / Yaroze? 


Not at all. We were just comparing my bg routine with the Sony ones as 
we were just chucking across a pacman level. We were just declaring a 
few map layers, one was for player stuff. The size was 23*19 u_shorts. 
There were 3 array declarations in a row, the first two being 1 letter 
shorter than Playerwhateveritwas. The first two were done fine, but 
the final one caused the crash no matter what others had been 
declared. All were tested individually and all was fine except the 
final one again. We added just a single letter to the variable name 
(in various places) and it worked fine. 


So yes, the variable name DEFINATELY did have an effect. Even tried 
declaring a few variables in between the arrays etc incase they 
realigned the compiler since that almost certainly was the problem. 


Don't you just love weird errors. 


Anyway, for those who haven't tried it, the Yaroze will lock 
immediately you run the program - no calls ever start from the looks 
Of It, 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15149 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000017 
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——MESSAGE FILE 15150 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000018 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 14:57:21 +0100 

Organization: SCEE 

Lines: 51 

Message-ID: <334CF1C1.23A4@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> <334CB737.3E25@interactive.son 
y.com> <334ed0d3.1764129@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:76 scee.yaroze.pro 
gramming.gnu_compiler:18 scee.yaroze.programming.codewarrior: 33 


That is what I thought. We created a mapfile but having never used a 
mapfile before didn't make much sense of much of it. It looked as if 
half the variables overwrite each other - I think I need to get the 

gnu docs this weekend! 


VV V V 


The mapfile is just oddly structured; once I started using them I 
never had memory troubles again. They specify everything, 

where things go and how large they are, 

text segments, offsets, etc etc etc. 


Not at all. We were just comparing my bg routine with the Sony ones as 
we were just chucking across a pacman level. We were just declaring a 
few map layers, one was for player stuff. The size was 23*19 u_shorts. 
There were 3 array declarations in a row, the first two being 1 letter 
shorter than Playerwhateveritwas. The first two were done fine, but 
the final one caused the crash no matter what others had been 
declared. All were tested individually and all was fine except the 
final one again. We added just a single letter to the variable name 
(in various places) and it worked fine. 


VVVVVVVVVV 


I simply can't say anything about the length of the variable name, 
I've never experienced anything like it. I am still certain 

that the underlying problem is the 4byte boundary aligning. 

The fact that an even-named array which doesn't align worked 
seems neither here nor there. 


At the risk of sounding pedantic I'd like to say that 

I cannot ever see the point of declaring an array with 

any of its dimensions being odd. I most definitely cannot see 
the point of using u_short instead of int for such a small array, 
and this minute memory save caused the crash. 

The Yaroze has Lots of memory, and I've never needed to 

replace ints with shorts, chars, etc to fit anything in. 

There's always far larger rearrangements that are far safer to 
do if you ever find yourself gettting short of memory 

E.g. reducing number of object files 

(the mapfile shows that each extra .o file has a 4096 byte overhead) 
E.g. reducing the global/stored data of a program by finding 

a quick way of re-inferring it at runtime 

(apply this ruthlessly and you'll find yourself with 

huge amounts of room) 

E.g. packing all resource files tightly together 

(find size of al TIM, TMD, SEQ, VH, VB files in bytes 

and pack like sardines). 


Hope this is useful 
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utilities section, so I would assume there is one on your SCEE 
website. It is used similar to running many demos, it comes with an 
auto file for execution. 


-Matt 


--MESSAGE FILE 1616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00312 


--MESSAGE FILE 1617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000313 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory card... 

Date: Fri, 06 Feb 1998 12:08:41 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34dafcc2.59166579@news.scea.sony.com> 

References: <34DB2891.608A6A57@usa.net> 

NNTP-Posting-Host: client-119-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 06 Feb 1998 16:13:22 +0100, "K.W." <kwutzke@usa.net> wrote: 


>How in the world do I format a Playstation 
>memory card? Loading an image to view 
>on the TV taking more than 10 minutes 
>is very annoying! 
> 
>kwutzke@usa.net 
> 

Doh! I just looked through your guys website and I did not spot the 
utility. It is probably there, but just to be sure I give a real 
answer, you can go to your utilities & links page, take the SCEA link, 
click on Files up top, then scroll to the bottom and click on 
utilities. A utility for formatting cards is there. 


—Matt 
--MESSAGE FILE 1617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00313 


--MESSAGE FILE 1618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000314 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Memory card... 

Date: Sat, 07 Feb 1998 07:46:56 +0000 
Organization: Bacardi Ferrari V12 

Lines: 18 

Message-ID: <34DC1170.7230@manc.u-net.com> 
References: <34DB2891.608A6A57@usa.net> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


-W. wrote: 

How in the world do I format a Playstation 
memory card? Loading an image to view 

on the TV taking more than 10 minutes 

is very annoying! 


V V V VN 


(With the card in slot 2) All you do is type: 
format bul0: 


at the siocons prompt, Job's a good'en. 
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Lewis 
-—-MESSAGE FILE 15150 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000018 


——MESSAGE FILE 15151 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000019 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Fri, 11 Apr 1997 15:46:37 -0500 

Organization: Metrowerks Corporation 

Lines: 16 

Message-ID: <hunt-ya02408000R1104971546370001@news.playstation.co.uk> 

References: <334c572f£.9721328@news.playstation.co.uk> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:80 scee.yaroze.pro 
gramming.gnu_compiler:19 scee.yaroze.programming.codewarrior:35 


In article <334c572f.9721328@news.playstation.co.uk>, 
alex@teeth.demon.co.uk wrote: 


> We have come up against several compiler and ps-x bugs so far, 
> including gcc crashing on -O3 compiles [stack error] on simple code 
> and some other stuff, but this is brilliant! 


This was placed in the CodeWarrior newsgroup. Does this code crash when 
built with CW but not with GNU? From followups it appears as thought it's 
endemic to both development environments, but if you could clarify, that 
would be great. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 15151 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000019 


—-MESSAGE FILE 15152 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000020 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: gcc DOS line length limit 

Date: Sat, 19 Apr 1997 00:47:12 GMT 

Organization: Into Beyond 

Lines: 15 

Message-ID: <335815c1.4298411@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Quick question, 

when using gcc and a makefile, the list of object files that 
make up the executable is often longer than the 126 characters that 
the dos command line allows. Most compilers i've used have a way 
around this, for e.g. Watcom uses a '*' in front of the link command 
and passes the command line in an environment variable, and the name 
of the env var to the linker in an @<env_var param>. 


Anybody know how to do a similar thing with gcc???? 


Net Yaroze newsgroups message dump.txt Page 10222 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15152 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000020 


—-MESSAGE FILE 15153 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000021 

Path: chuka.playstation.co.uk!news 

From: Dave Smethurst <djs@ulthwe.foobar.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: gcc DOS line length limit 

Date: Sat, 19 Apr 1997 13:00:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <3358B3EC.120EBF4C@ulthwe.foobar.co.uk> 

References: <335815c1.4298411@news.playstation.co.uk> 

NNTP-Posting-Host: ulthwe.foobar.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.30 i586) 


Alex Amsel wrote: 
> 
Quick question, 

when using gcc and a makefile, the list of object files that 
make up the executable is often longer than the 126 characters that 
the dos command line allows. Most compilers i've used have a way 
around this, for e.g. Watcom uses a '*' in front of the link command 
and passes the command line in an environment variable, and the name 
of the env var to the linker in an @<env_var param>. 


VVVVVVVVV 


Anybody know how to do a similar thing with gcc???? 


Well , 


if the DOS make utility is the same as all the UNIX types then you 
should 
be able to set enviroment variables inside the Make file. 


When I usually compile a program (haven't done many for PSX yet .. uni 
= the way =( ) I set 2 variables, one called SOURCE , the other obj 
i.e 

SOURCE = source.cpp 

OBJ = source.o 

EXE = source 


all: ${EXE} 


S{EXE} : ${OBJ} 
${GCC} -o S{EXE} ${OBJ} 


${OBJ} : ${SOURCE} 
${GCC} -c ${OBJ} ${SOURCE} 


For a fact I know that this works on UNIX. But I haven't had much 
experience 
with DOS make. 


Anyway ... you can set any variable really. But there are some which 
Make usually 
likes to reserve.... can't list all of them. 


The GCC variable is the compiler command line exe call. 
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If you need any more help drop me an email 


DJS. 

djs@ulthwe.foobar.co.uk 

—-MESSAGE FILE 15153 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000021 


—-MESSAGE FILE 15154 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000022 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: gcc DOS line length limit 

Date: Sun, 20 Apr 1997 16:10:26 GMT 

Organization: Into Beyond 

Lines: 28 

Message-ID: <335c0c99.2878832@news.playstation.co.uk> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Sat, 19 Apr 1997 13:00:44 +0100, Dave Smethurst 
<djs@ulthwe.foobar.co.uk> did quoth at me: 


>SOURCE source.cpp 
>OBJ = source.o 


>Anyway ... you can set any variable really. But there are some which 
>Make usually 
>likes to reserve.... can't list all of them. 


That doesn't solve the problem - they are macros rather than 
environmental variables aren't they? 


It is when the macros are expanded that problems occur. 
Source = blahl.c blah2.c ... blah256.c 
-» gcc blahl.c ... blah256.c 


—> Command line > input limit 


What is need is something like gcc @file where file contains the 
command line. (like in Watcom). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15154 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000022 


—--MESSAGE FILE 15155 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000023 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: gcc DOS line length limit 

Date: Mon, 21 Apr 1997 12:21:35 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 41 

Message-ID: <335B4DBF.46E6@interactive.sony.com> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> <335c0c99.2878832@news.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

On Sat, 19 Apr 1997 13:00:44 +0100, Dave Smethurst 
<djs@ulthwe.foobar.co.uk> did quoth at me: 


>SOURCE = source.cpp 
>OBJ = source.o 


>Anyway ... you can set any variable really. But there are some which 
>Make usually 
>likes to reserve.... can't list all of them. 


That doesn't solve the problem - they are macros rather than 
environmental variables aren't they? 


It is when the macros are expanded that problems occur. 
Source = blahl.c blah2.c ... blah256.c 
-» gcc blahl.c ... blah256.c 


—> Command line > input limit 


What is need is something like gcc @file where file contains the 
command line. (like in Watcom). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


VVVVVVVVVVVVVV VV VV VV VV VV VV V 


You can split a long line over several lines using the '\' 
ie linel \ 

line2 \ 

line3 \ 

line4 


Note that the text-parsing of 'make' is very poor, 
so ensure there are no characters at all after the backslash. 


Lewis 
--MESSAGE FILE 15155 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000023 


—-MESSAGE FILE 15156 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000024 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: C++ compiler? 

Date: Mon, 21 Apr 1997 16:06:27 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <335BF2F3.127A@compuserve.com> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> <335c0c99.2878832@news.playstation.co.uk> <335B4DBF.46EF6é@interactive.sony. 
com> 

NNTP-Posting-Host: 1d53-072.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


WIll a C++ compiler be available for Yaroze? 


(I'm not using OOP at the moment but I would appreciate using "better C" 
C++ at the moment.) 


Net Yaroze newsgroups message dump.txt Page 10225 


Tung Ken Lam 

ESP Software 

—-MESSAGE FILE 15156 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000024 


——MESSAGE FILE 15157 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000025 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Redirect gcc >file 

Date: Mon, 21 Apr 1997 16:20:38 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <335BF646.AD6@compuserve. com> 
NNTP-Posting-Host: 1d53-072.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl16; I) 


I have tried redirecting gcc's output to a file 
gcc xxx.c > file.txt 
but all the text still goes to the screen. 


I'd like to collect all the error messages so that I can view them at 
leisure later : ( 


Ken Lam 

ESP Software 

—-MESSAGE FILE 15157 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000025 


——MESSAGE FILE 15158 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000026 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ compiler? 

Date: Mon, 21 Apr 1997 16:42:42 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <335B8AF2.4CAF@interactive.sony.com> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> <335c0c99.2878832@news.playstation.co.uk> <335B4DBF.46E6é@interactive.sony. 
com> <335BF2F3.127A@compuserve.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ken Lam wrote: 
WIll a C++ compiler be available for Yaroze? 


(I'm not using OOP at the moment but I would appreciate using "better C" 
C++ at the moment.) 


Tung Ken Lam 
ESP Software 


VVVVVVVV 


The CodeWarrior system supports C++. 


I don't know if the current GNU does; I think it may, 
but I don't have the GNU docs to hand. 


Having just tried it, I can't get it to work at all 
(it won't compile any class declarations). This might 
reflect more my ignorance of gnu C++ compiling. 
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We will look into it however, since many people want this. 
Will post again here within the week. 


Lewis 
—-MESSAGE FILE 15158 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000026 


—-MESSAGE FILE 15159 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000027 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: Mon, 21 Apr 1997 06:22:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <335AF994.28F6@micronetics.com> 

References: <335BF646.AD6@compuserve. com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Ken Lam wrote: 


I have tried redirecting gcc's output to a file 
gcc xxx.c > file.txt 
but all the text still goes to the screen. 


I'd like to collect all the error messages so that I can view them at 
leisure later : ( 


Ken Lam 
ESP Software 


VVVVVVVV VV 


Thats because errors get written to stderr. 


Try gcc >& gcc.err 


Hope that helps 


Jim 
—-MESSAGE FILE 15159 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000027 


—-MESSAGE FILE 15160 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000028 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: gcc DOS line length limit 

Date: Mon, 21 Apr 1997 19:37:48 GMT 

Organization: Into Beyond 

Lines: 16 

Message-ID: <335eb23e.5674319@news.playstation.co.uk> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> <335c0c99.2878832@news.playstation.co.uk> <335B4DBF.46F6é@interactive.sony. 
com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 
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On Mon, 21 Apr 1997 12:21:35 +0100, SCEE Developer Support 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>You can split a long line over several lines using the '\' 
>ie linel \ 

>line2 \ 

>line3 \ 

>line4 


That is just in the makefile though isn't it. It won't help get around 
the command line limits inposed by DOS itself. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15160 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000028 


—-MESSAGE FILE 15161 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000029 

Path: chuka.playstation.co.uk!news 

From: Piquois <laxer3a@hol.fr> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Interface to GNU 

Date: Tue, 22 Apr 1997 02:12:13 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 51 

Message-ID: <335C025D.529A@hol.fr> 

References: <333A3B9A.7F79@disctronics.co.uk> 
NNTP-Posting-Host: ppp21.gre.hol.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E [fr]—-HAVAS1 (Win95; 1) 


David Johanson wrote: 


If anybody is interested in an Intergrated environment to DJGPP (GCC) 
which is a similar environment to the DOS version of Turbo C, you can 
get one from the Simtel site. 

It has a debugger and a few other bangs and whistles, but can be alittle 
bit buggy depending on your setup ( mine blows up randomly :-( ) 


The Binaries are at 
ftp.simtel.net/pub/gnu/djpp/v2apps/rhidel2b.zip ( 1.3 mb ) 
you also need 


ftp.simtel.net/pub/gnu/djpp/v2misc/csdpmi3.zip (39kb ) 


VVVVVVVVVVVVVV VV 


I suggest you read the documentation. 
Hisse 


I'm working since today at an integrated env. devlpement 
which have the following features 


- Totally Win95/NT : 32 Bit App 


— Complete control of siocons features and more 
- AutoMakeFile , compiling etc... for GNU 

- AutoBatch Generate for downloading 

- AutoSpeed Commutation Uploading/Running Mode 


- Poor Editor Included (Like NotePad)... but my utility will link to 
external editor (like the powerfull Ultra-Edit32) 
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— All command for debugging of siocons will be control by Graphic 
User Interface... 


If things go well no need to type except for code... 
And i've a lot of others idea... 
But i need YOU for test and give new idea about this programm 


So leave me a mail... 


This programm will be updated as soon as I can... 
(I think every 2 days) for the 2 next weeks... 


I'm tired ... So I go to bed (02:15) but tomorrow I'll be back !!! 
——MESSAGE FILE 15161 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000029 


—--MESSAGE FILE 15162 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000030 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: gcc DOS line length limit 

Date: Tue, 22 Apr 1997 11:11:38 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <335C8EDA.5972@interactive.sony.com> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> <335c0c99.2878832@news.playstation.co.uk> <335B4DBF.46F6é@interactive.sony. 
com> <335eb23e.5674319@news.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Alex Amsel wrote: 


> 

> On Mon, 21 Apr 1997 12:21:35 +0100, SCEE Developer Support 
> <ps_yaroze@interactive.sony.com> did quoth at me: 

> 

> >You can split a long line over several lines using the '\' 
> >ie linel N 

> >line2 \ 

> >line3 \ 

> >line4 

> 

> That is just in the makefile though isn't it. It won't help get around 
> the command line limits inposed by DOS itself. 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 
> * http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
> MM - "Steve Corica is every bit as good as that Kinkladze" 


You're right that the backslash is for long lines in a GNU makefile. 


Can you tell me why you want over 160 characters of DOS command 
line? What operations of that character-length 
can be better done on command line than in a makefile? 


Lewis 
—-MESSAGE FILE 15162 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000030 


——MESSAGE FILE 15163 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000031 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
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Subject: Re: gcc DOS line length limit 

Date: Tue, 22 Apr 1997 12:19:30 GMT 

Organization: Into Beyond 

Lines: 26 

Message-ID: <335eab5c.2579978@news .playstation.co.uk> 

References: <335815c1.4298411@news.playstation.co.uk> <3358B3EC.120EBF4C@ulthwe.foob 
ar.co.uk> <335c0c99.2878832@news.playstation.co.uk> <335B4DBF.46E6é@interactive.sony. 
com> <335eb23e.5674319@news.playstation.co.uk> <335C8EDA.5972@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 22 Apr 1997 11:11:38 +0100, SCEE Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>Can you tell me why you want over 160 characters of DOS command 
>line? What operations of that character-length 
>can be better done on command line than in a makefile? 


When the makefile calls gcc (or any program) it passes across a series 
of parameters. So it will actually effectively '1ոքսե' 


gece =e blather ic) 2.52»: other.c 


So if your effective command length reaches 160 chars you have the 
same problem again. 


And it is easy to reach that limit, especially if porting code around. 


Just a pain really, not a /serious/ problem. 


I'm sure the DOS implementation must have a way around this. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15163 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000031 


—-MESSAGE FILE 15164 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000032 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: How do I use GDB ? 

Date: Tue, 22 Apr 1997 21:41:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <335D1464.3C1E0345@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


How can I connect to the NY with the GNU debugger gdb ? I want do 
go through the example codes with gdb but I don't have a clue how 
to do it. Do I have to connect first to NY with siocons and then 
start gdb or do I have to use gdb inside of siocons or can I use 
gdb on its own ....? Questions over questions. 


CU 

Hans 

—-MESSAGE FILE 15164 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000032 
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—-MESSAGE FILE 15165 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000033 
Path: chuka.playstation.co.uk!news 
From: Ken Lam <100411.265@compuserve.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: Wed, 23 Apr 1997 11:11:50 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <335E50E6.221@compuserve.com> 

References: <335BF646.AD6@compuserve.com> <335AF994.28F6@micronetics.com> 
NNTP-Posting-Host: 1d53-095.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


>> 
> I'd like to collect all the error messages so that I can view them at 


Thats because errors get written to stderr. 
Try gcc >& gcc.err 
Hope that helps 


Jim 
<< 
Thanks for the tip but it doesn't seem to work: if I use 


gcc loadsave.c >& gcc.err 


Լ get 
gcc.exe: gcc.err: file not found 


and a file of zero size called `&' gets created. 


Looks like I might have to go back to Codewarrior -- does anyone actually 
*like* it or use the thing? 


Ken Lam 
ESP Software 


PS Non-Yaroze question: 
And why can't I seem to use redirection in Windows 95 at all? Something 
like 

dir /s /b | grep -ir .*10\.c 
makes the dir command throw the error too many arguments or a file ‘grep' 
gets created.Jim wrote: 
> 


Ken Lam wrote: 


I have tried redirecting gcc's output to a file 
gcc xxx.c > file.txt 
but all the text still goes to the screen. 


I'd like to collect all the error messages so that I can view them at 
leisure later : ( 


Ken Lam 
ESP Software 


VVVVVVVV VV 


Thats because errors get written to stderr. 
Try gcc >& gcc.err 


Hope that helps 


VVVVVVVVVVVV VV VV VV V 


Jim 
—-MESSAGE FILE 15165 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000033 
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Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00314 


—-MESSAGE FILE 1619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000315 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thompsonl0@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: YAROZE CD PIRATED!!! 

Date: Sat, 07 Feb 1998 18:39:48 +0000 

Organization: The PC Shop 

Lines: 10 

Message-ID: <34DCAA74.B2CC5A13@virgin.net> 

Reply-To: ian.thompsonl0@virgin.net 

NNTP-Posting-Host: pl4-emu-gui.tch.virgin.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED! 
IT IS AVAILABLE AT; 
http://www.gatecom.com/~microtac/ 

I HAVE INFORMED SONY. 

IAN T. 


—-MESSAGE FILE 1619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00315 


—-MESSAGE FILE 1620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000316 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Yaroze Server" <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: My site... (Jeff's site problems) 

Date: Mon, 9 Feb 1998 20:40:30 -0500 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <6boaih$2sa3@scea> 

References: <Olbd0fa2$5c46bbe0$alc409c0@madcow.iccsrvl> <34A05FC3.1597@bellatlantic. 
net> <ira-2412970929360001@dialup-00-04.netcomuk.co.uk> <683ast$9ij3@chuka.playstati 
on.co.uk> <34CF5F2C.2CAER@sms.ed.ac.uk> 

NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> I think the problem is with jeff's page on the SCEE server. 


Hmmm... Well since you are all talking about me, and since I have not been 
around for quite a while.. (6 mths should be about right) I thought maybe 
I would give you my 2 cents worth on the problems with the servers... 


I keep all of the files you download on a seperate site, and most of my 


images are directly referenced on the SCEA servers.. So.... Images 
probably will not show up for you.. :( Sad but true... As for the 
programs.. They should download.. although the version that are up on my 


site are extremely old... 
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—-MESSAGE FILE 15166 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000034 
Path: chuka.playstation.co.uk!news 
From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: C++ compiler? 

Date: Wed, 23 Apr 1997 11:14:48 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <335E5198.242@compuserve.com> 
NNTP-Posting-Host: 1d53-095.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


>>The CodeWarrior system supports C++. 

<< 

Why isn't there a newsgroup for Codewarrior? (It'd be somewhere where I 
might 

actually become motivated to using the thing, instead of letting it sit 
on 

the hard disk doing nothing) 


>>I don't know if the current GNU does; I think it may, 
but I don't have the GNU docs to hand. 


Having just tried it, I can't get it to work at all 

<< 

Neither can I -- note that if you compile ‘foo.cpp' instead of `քօօ.Շ' 
you'll get a linker error for some unfathomable reason (!) 


>>(it won't compile any class declarations). This might 
reflect more my ignorance of gnu C++ compiling. 


Lewis 

<< 

Probably reflects my ignorance too, but mine is probably because the 
manuals 

only list the basic switches for gcc and that the Yaroze PC CD-ROM omits 
all 
the docs for the GNU tools (gnu\bin) -- isn't this against the spirit 
(and 

probably the word) of the GNU Public License? 


Ken Lam 

ESP Software 

—-MESSAGE FILE 15166 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000034 


—-MESSAGE FILE 15167 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000035 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: Tue, 22 Apr 1997 23:20:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <335D39A7.10A8@micronetics.com> 

References: <335BF646.AD6@compuserve.com> <335AF994.28F6@micronetics.com> <335E50E6. 
221@compuserve.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Ken Lam wrote: 
> 
> Thats because errors get written to stderr. 
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> 

> Try gcc >& gcc.err 

> 

> Thanks for the tip but it doesn't seem to work: if I use 


v 


> gcc loadsave.c >& gcc.err 


humm, works for me. 

I was redirecting stderr from make but that shouldn't make a 
difference. >& just redirects stderr > redirects stdout. 

Are using the standard command shell? 


ABR sa s 2; Im using ndos. Maybe thats why it works for me. 


Try 4dos or an alternative. 


Regards 
Jim 
> 
> I get 
> gcc.exe: gcc.err: file not found 
> 
> and a file of zero size called `&' gets created. 
> 
> L 


--MESSAGE FILE 15167 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000035 


—-MESSAGE FILE 15168 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000036 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ compiler? 

Date: Wed, 23 Apr 1997 13:12:08 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <335DFC97.1481@interactive.sony.com> 

References: <335E5198.242@compuserve.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Ken Lam wrote: 


>>The CodeWarrior system supports C++. 

<< 

Why isn't there a newsgroup for Codewarrior? (It'd be somewhere where I 
might 

actually become motivated to using the thing, instead of letting it sit 
on 

the hard disk doing nothing) 


VVVVVVV VV 


There is one, with the other Yaroze newsgroups, 
scee.yaroze.programming.codewarrior 


the Yaroze PC CD-ROM omits 

> all 

the docs for the GNU tools (gnu\bin) -- isn't this against the spirit 
(and 


> 
> 
> probably the word) of the GNU Public License? 
> 
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> Ken Lam 
> ESP Software 


We are going to put either all the GNU docs (or references 
to places where they can be downloaded from) onto the web site 


Lewis 
—-MESSAGE FILE 15168 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000036 


—-MESSAGE FILE 15169 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000037 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: Wed, 23 Apr 1997 15:05:13 GMT 

Organization: Into Beyond 

Lines: 13 

Message-ID: <3360249e.3889587@news.playstation.co.uk> 

References: <335BF646.AD6@compuserve.com> <335AF994.28F6@micronetics.com> <335E50E6. 
221@compuserve.com> <335D39A7.10A8@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 22 Apr 1997 23:20:23 +0100, Jim <jim@micronetics.com> did 
quoth at me: 
> Try 4dos or an alternative. 


Works for us in 4dos from make and just playing with it in wmake 
(watcom). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15169 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000037 


—-MESSAGE FILE 15170 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000038 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 

Newsgroups: scee.yaroze.programming.libraries, scee.yaroze.programming.gnu_compiler 
Subject: Errno 

Date: Wed, 23 Apr 1997 16:49:03 +0100 

Organization: Spider Software Limited 

Lines: 23 

Message-ID: <335E2F6F.1ECA@spider.com> 

NNTP-Posting-Host: tasha.spider.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.libraries:54 scee.yaroze.progr 
amming.gnu_compiler:38 


hi, 
Has anyone used errno yet? 


Where is it defined? The sys/errno.h only has the 
#defines. 


On my sun it's in errno.h which then includes sys/errno.h 
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but I couldn't see errno.h in the PS includes. 


cheers, 

andy 

PS As an aside, how do dos people search for strings in files? 
I was about to use 'grep' when I realised I'm using dos! 
I've now downloaded 'grep', 'vi', and all the other fun 
UNIX tools. Slowly but surely, my 95 box is looking more 
and more like UNIX every day... :-) 

Andy Winton Spider Software Limited 


8 John's Place, Leith, Edinburgh, EH6 7EL. 

(mailto:andy@spider.com) (http://www.spider.com/) 

(voice +44 131 475 7008) (fax +44 131 475 7001) 

—-MESSAGE FILE 15170 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000038 


——MESSAGE FILE 15171 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000039 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: GNU tools 4 LINUX 

Date: Sat, 26 Apr 1997 09:09:47 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3361AA3B.7125B520@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


Hi NY-Team, 
why isn't there a development system for LINUX based on the GNU tools ? 


I think it would be pretty easy to do that (just compile the whole thing 
under a LINUX box). Then we had a great system for developing NY games. 


Think about it and then do it. Pleeeeeeececeeeaaaaaaaaaaaaase !! 


CU 

Hans 

—-MESSAGE FILE 15171 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000039 


—-MESSAGE FILE 15172 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000040 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Sat, 26 Apr 1997 22:10:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <33626150.747C4ECF@hypemeister.bb.bawue.de> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


wrote: 


go through the example codes with gdb but I don't have a clue how 


I 

> 

> How can I connect to the NY with the GNU debugger gdb ? I want do 
> 

> to do it. Do I have to connect first to NY with siocons and then 
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> start gdb or do I have to use gdb inside of siocons or can I use 
> gdb on its own ....? Questions over questions. 


After wasting my time with NY I am almost at a point of giving it up. 
Now I even reply my own news messages! Why don't a get help from 
the SCEE team ? 


can't believe that I still can not connect to NY with GDB. 
As far as the GDB documentation says, there must be a debugging stub 
linked to the program you want to debug. So where is it and how can I 
link it to my programs? I really find it ridiculous to pay loads of 
money for a development system that doesn't even supply a working 
debugger. I'm completely fed up. 


Hans 
--MESSAGE FILE 15172 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000040 


—-MESSAGE FILE 15173 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000041 

Path: chuka.playstation.co.uk!news 

From: Webmaster <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: GNU tools 4 LINUX 

Date: Mon, 28 Apr 1997 09:25:03 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <33645EDE.1ECO@interactive.sony.com> 
References: <3361AA3B.7125B520@hypemeister.bb.bawue.de> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hans-Jürgen Schmid wrote: 


> 

> Hi NY-Team, 

> 

> why isn't there a development system for LINUX based on the GNU tools ? 
> 

> I think it would be pretty easy to do that (just compile the whole thing 
> under a LINUX box). Then we had a great system for developing NY games. 
> 

> Think about it and then do it. Pleeeeeeeeeeeaaaaaaaaaaaaase |) 

> 

> CU 

> Hans 


We have no plans to support NY on Linux, but as we told one of the other 
NY users, there is a user on the Japanese site who has prepared NY 
download and compile tools for Unix ( with source ) so you could try 
there... ( Try corresponding with the other Linux users via 
news.freetalk ) 


Colin.. 
——MESSAGE FILE 15173 END: net-yaroze-usenet/00000001-SCEF/yaroze/programming/gnu_com 
piler/00000041 


——MESSAGE FILE 15174 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000042 

Path: chuka.playstation.co.uk!news 

From: Webmaster <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Mon, 28 Apr 1997 09:27:45 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 29 

Message-ID: <33645F81.3016@interactive.sony.com> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hans-Jürgen Schmid wrote: 
wrote: 


1 

> 

> How can I connect to the NY with the GNU debugger gdb ? I want do 
> go through the example codes with gdb but I don't have a clue how 
> to do it. Do I have to connect first to NY with siocons and then 
> start gdb or do I have to use gdb inside of siocons or can I use 
> gdb on its own ....? Questions over questions. 


After wasting my time with NY I am almost at a point of giving it up. 
Now I even reply my own news messages! Why don't a get help from 
the SCEE team ? 


can't believe that I still can not connect to NY with GDB. 

As far as the GDB documentation says, there must be a debugging stub 
linked to the program you want to debug. So where is it and how can I 
link it to my programs? I really find it ridiculous to pay loads of 
money for a development system that doesn't even supply a working 
debugger. I'm completely fed up. 


VVVVVVVVVVVVVVV VV VV VV 


Hans 
Hi Hans, 


As far as I know you start SIOCONS and enter remote debugging mode from 
there, and then start GDB. 


Colin. 
--MESSAGE FILE 15174 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000042 


——MESSAGE FILE 15175 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000043 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Sun, 27 Apr 1997 21:57:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <3363BDA9.173B@micronetics.com> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <33645F81.3016@interactive.sony.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Webmaster wrote: 


> 

> Hans-Jürgen Schmid wrote: 

>> 

> > I wrote: 

>>> 

> > > How can I connect to the NY with the GNU debugger gdb ? I want do 
> 

> Hi Hans, 

> 

> As far as I know you start SIOCONS and enter remote debugging mode from 
> there, and then start GDB. 

> 

> Colin. 
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Yep, just type 'rdb' from siocons and you will see the debugger 
start on the NY, it will print a message to the console. Then start gdb 
on your pc. Rember to compiler your code with -g for debugging 
information. 


If you do '? all' from siocons you will get a lot more information about 
how the console works. 


Good luck 


regards 


Jim 
--MESSAGE FILE 15175 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000043 


——MESSAGE FILE 15176 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000044 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: assembler macros 

Date: Mon, 28 Apr 1997 01:41:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3363F23E.7EE@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Has anyone got the preprocessor working under the assembler? 


I would much rather refer to the registers by name as 
opposed to number. for example Sra rather than $31, ՏԵՑ - 58 
Տե» 


I tryed including asm.h and -3000.հ but the linker kept barfing. 
Any hints anyone? 
Regards 


Jim 
--MESSAGE FILE 15176 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000044 


——MESSAGE FILE 15177 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000045 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Relatively Important(!) : Buggy gcc 

Date: Tue, 29 Apr 1997 00:02:14 GMT 

Organization: Into Beyond 

Lines: 78 

Message-ID: <336635d6.3891193@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Right. 
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In 2 days we have come up with 2 bugs that appear totally compiler 
related (though if we ever find anything different we'll let you 
know!) . 


Bug 1 

When one particular global variable is altered in one particular 
function, even though it prints out fine, any functions which use it 
are screwed for some reason. But if it is altered anywhere else all is 
fine. And if I reset a load of general stuff (nothing to do with this 
variable) then all is fine again. Even if I change the variable but 
don't use it within this routine, then use it in a later routine, it 
still gets screwed up somehow when passed as a parameter to a system 
routine yet prints ok. The variable is set very simply - no pointers, 
no nothing. The bug fix (at the time; didn't have time to go through 
masking loads of code) was to simply mask out the variable modifier 
but still use the previous value within the loop. This worked fine, 
and the variable was still fine at the end of the function. WEIRD! 


Sorry if I haven't explained it well, but it was a weird bug! 


Bug 2 


We had a really weird problem on our little pacman game. The following 
structure caused a strange bug, possibly screwing the OT (who knows 
what it actually did). An error only occured when accessing a certain 
member of the structure at a certain perfectly legitimate point in the 
array (and odd location in the array I should add). The error was 
certainly ODD I can tell you. 


The following structure was used in an array (an even number of items 
before someone tells me off for doing something perfectly normal 
anyway). BOOL was defined as a UBYTE, which caused an error, then a 
UWORD which also caused an error. Լո fact, only by defining it as 
ULONG did it work. But again, it only ever went wrong when certain 
values were placed within it! It was only XPos that actually had any 
problems too, although it was the boolean typedef that seemed to cause 
it (even though there are 2 of the damn things!). As with bug 1, 
printing the actual modified xpos value showed it be have been updated 
correctly. The memory location was all fine, and there were no 
apparent clashes with any other data unless the compiler/linker messed 
up with global data. 


Are ULONGS the only safe thing???? To be quite honest this is pretty 
ridiculous. I don't know if the full kit has the same alignment 
problems, but from code alledgedly(!) tested there are similar weirdo 
flaws in the professional version. Since people pay 10k for this, I'd 
be pretty pissed off!! All of a sudden I can forgive slips in game 
deadlines and suchlike on the PS-X. These bugs can take a LONG time to 
solve. 


I should add that Bug 1 alledgedly(!) occured on the full dev kit 
although the code for bug 2 has only been run on my Yaroze. 


I'm sorry if I sound at all pissed off, but it takes ages to find 
these sodding bugs and it is really annoying when it is something so 
obscure that should run fine (and does on every other 
machine/compiler). And I know it isn't those Yaroze guys fault either. 
So please tell me its our code.... 


FIXEDPOINT is defined as an int BTW, and the array is global. 


struct BloodPartical { 
UWORD X, Y; 
BOOL XNeg, YNeg; 
FIXEDPOINT XPos, YPos; 
FIXEDPOINT XVel, YVel; 
FIXEDPOINT XAccl, YAccl; 
ULONG PrevCol; 


J; 
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* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15177 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000045 


—--MESSAGE FILE 15178 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000046 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Relatively Important(!) : Buggy gcc 

Date: Mon, 28 Apr 1997 22:29:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <336516C4.2958@micronetics.com> 

References: <336635d6.3891193@news.playstation.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Alex Amsel wrote: 


> 

> Bug 2 

> “<< 

> 

> anyway). BOOL was defined as a UBYTE, which caused an error, then a 
> UWORD which also caused an error. In fact, only by defining it as 
> ULONG did it work. But again, it only ever went wrong when certain 
> 

> 

> FIXEDPOINT is defined as an int BTW, and the array is global. 

> 

> struct BloodPartical { 

> UWORD X, Y; 

> BOOL XNeg, YNeg; 

> FIXEDPOINT XPos, YPos; 

> FIXEDPOINT XVel, YVel; 

> FIXEDPOINT XAccl, YAccl; 

> ULONG PrevCol; 

> )չ 

> 


Alex, 


These ones can be a real bugger to find. The r3000 is generating a bus 
error when it tries to access any data after the 4th byte. This occurs 
when you access data on unaligned addresses. It appears that gcc is not 
padding the structure out. The problem is caused by XNeg, YNeg both 
being a byte each and unaligning the whole structure. 


If gcc is not automatically padding the structures there should be a 
pragma or a command line switch to do so. 


Sony: Can we have the exception vector addresses? It would make life 
so much easier if I could just dump BusError to the log if it goes belly 
up rather than counting though map files or examining code, where infact 
the fault does not lie . You could also then roll the stack to find the 
faulting address. 


Regards 


Jim 
—-MESSAGE FILE 15178 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000046 
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——MESSAGE FILE 15179 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000047 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 

Newsgroups: scee.yaroze.programming.libraries, scee.yaroze.programming.gnu_compiler 
Subject: Re: Errno 

Date: Tue, 29 Apr 1997 10:57:49 +0100 

Organization: Spider Software Limited 

Lines: 21 

Message-ID: <3365C61D.7B73@spider.com> 

References: <335E2F6F.1ECA@spider.com> 

NNTP-Posting-Host: tasha.spider.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.libraries:56 scee.yaroze.progr 
amming.gnu_compiler:47 


Andy Winton wrote: 
> Has anyone used errno yet? 


ECHO, Echo, echo, 
I'm just wanting to talk to the "tty" device but I 
get a return value of -1, so I wanted to know the 


error number. 


Has anyone got some sample talking to "tty" device 


programs? 
cheers, 
andy 
Andy Winton Spider Software Limited 


8 John's Place, Leith, Edinburgh, EH6 7EL. 

(mailto:andy@spider.com) (http://www.spider.com/) 

(voice +44 131 475 7008) (fax +44 131 475 7001) 

—-MESSAGE FILE 15179 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000047 


——MESSAGE FILE 15180 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000048 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Tue, 29 Apr 1997 11:55:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 49 

Message-ID: <3365D3B7.5111@interactive.sony.com> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hans-Jürgen Schmid wrote: 
wrote: 


1 

> 

> How can I connect to the NY with the GNU debugger gdb ? I want do 
> go through the example codes with gdb but I don't have a clue how 
> to do it. Do I have to connect first to NY with siocons and then 
> start gdb or do I have to use gdb inside of siocons or can I use 
> gdb on its own ....? Questions over questions. 


VVVVVVVV VV 


After wasting my time with NY I am almost at a point of giving it up. 
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>I got in touch with Jeff recently and it seems he's got a lot on at the 
>moment. Looks like we'll have to wait a while for his projects (a bit of 
>a shame 'cause he seems to have pretty good direction with them... 


Alas I have some good news... As rare as that may seem.. I am now FREE 
from work.. Not unemployed I just have time again, our HUGE conversion is 
complete and I am happy to say the program is now talking happily to tons of 
mainframes and the scripting languages are complete.. In case you are 
wondering just what this means.. I'll tell you... 


I have just updated my IDE front end for GNU C (better late than never they 


say)... It has a built in SIOCONS and everything.. Kinda cool I think.. I 
have also joined Rogue.. (http://www.total.net/~nsantos/ a little plug 
never hurt) They will have all of my updates on there as well, so if you 


can't get em on the SCEA site, you will be able to snag em from there.. 


I have just sent the latest version (of the GNU front end IDE) out to a few 
people and as soon as I hear back from them I will put it up on the sites.. 
No more than a day or two I guess.. 


Hopefully together we can make the Yaroze even better! 
Regards, and happy coding, 


Jeff 
/RogueN 


--MESSAGE FILE 1620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00316 


--MESSAGE FILE 1621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000317 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Net Yaroze Special Offer 

Date: Tue, 10 Feb 1998 11:43:57 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <34E03D7D.EC2FED1@micronetics.com> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I assume the Yaroze didn't do as well as Sony had expected? Are there 
really that many unshifted units? 


Cheers 


/Jim 


Net Yaroze Special Offer 


To celebrate the launch of www.playstation-eurpoe.com, Sony Computer 
Entertainment Europe are offering the first 500 applicants who join Net 
Yaroze after 30th January 1998, membership at a discounted price of 
£349.99 (inc. VAT) each, (normal price £549.99 inc. VAT). Please mention 
this 'Special Offer' when applying for your Net Yaroze 

Membership. 


If you would like to receive details of how to join Net Yaroze please 
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Now I even reply my own news messages! Why don't a get help from 
the SCEE team ? 


can't believe that I still can not connect to NY with GDB. 

As far as the GDB documentation says, there must be a debugging stub 
linked to the program you want to debug. So where is it and how can I 
link it to my programs? I really find it ridiculous to pay loads of 
money for a development system that doesn't even supply a working 
debugger. I'm completely fed up. 


VVVVVVVVV VV 


Hans 


Apologies for not getting back to you earlier. 

We have finally got the debugger fully working. 

Our setup: Yaroze at 115200 bps. 

to the siocons prompt, type rdb; then quit from siocons. 


on the PC: enter the debugger by typing <gdb>, 
then type <start>. 


To check that things are working: 
try 'load <executable-file-name>' to the gdb prompt. 


We are working on making a large document on the debugger, 


how to set up and use etc, which we will post to the 
website. 


Hope this helps a little 


Lewis 
—-MESSAGE FILE 15180 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000048 


--MESSAGE FILE 15181 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000049 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Relatively Important(!) : Buggy gcc 

Date: Tue, 29 Apr 1997 11:47:37 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <3366dd38.1265914@news.playstation.co.uk> 

References: <336635d6.3891193@news.playstation.co.uk> <336516C4.2958@micronetics.com 
> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 28 Apr 1997 22:29:40 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>padding the structure out. The problem is caused by XNeg, YNeg both 
>being a byte each and unaligning the whole structure. 


Funny thing is that it happened when both were UWORDS as well. I got 
Mark to double check this, but again it was late at night sooo.... 


We seem to usually get problems with arrays, but then that doesn't 
explain bug 1. I'll have to start using gdb I htink, but since I don't 
have time for yaroze coding this week it'll have to wait. 
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* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15181 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000049 


—--MESSAGE FILE 15182 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000050 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Relatively Important(!) : Buggy gcc 

Date: Tue, 29 Apr 1997 15:43:37 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 41 

Message-ID: <33660919.23E2@interactive.sony.com> 

References: <336635d6.3891193@news.playstation.co.uk> <336516C4.2958@micronetics.com 
> <3366dd38.1265914@news.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 


> 

> On Mon, 28 Apr 1997 22:29:40 +0100, Jim <jim@micronetics.com> did 

> quoth at me: 

> 

> >padding the structure out. The problem is caused by XNeg, YNeg both 
> >being a byte each and unaligning the whole structure. 

> 

> Funny thing is that it happened when both were UWORDS as well. I got 
> Mark to double check this, but again it was late at night sooo.... 

> 

> We seem to usually get problems with arrays, but then that doesn't 

> explain bug 1. I'll have to start using gdb I htink, but since I don't 
> have time for yaroze coding this week it'll have to wait. 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

> MM - "Steve Corica is every bit as good as that Kinkladze" 


Apologies for these peculiar bugs. 


Cannot offer real insight/explanations, definitely agree 
that the problem is with padding; I can offer a way 

to avoid coming up against this: 

namely, never both with non-integer (ie 32bit long) types 

in structures. I have never encountered the bug types you 
report, and I nearly always use ints; 

if memory is genuinely getting short, use the different bits 
of ints, eg with accessor macros. 


Since the trouble seems to arise with arrays of non-simple-int 
type, avoid them. 


Sorry if this sounds didactic or frivolous, 

but I'd far rather quickly work out how to avoid a class of bugs 
than spend the time tracing it to its (compiler?) 

basis and then fixing it. 


Lewis 
—-MESSAGE FILE 15182 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000050 


—-MESSAGE FILE 15183 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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ompiler/00000051 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Tue, 29 Apr 1997 22:08:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <33665559.5A78B720@hypemeister.bb.bawue.de> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <3365D3B7.5111@interactive.sony.com> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


laura smith wrote: 
> = 


Hans-J=FCrgen Schmid wrote: 
wrote: 


1 

> 

> How can I connect to the NY with the GNU debugger gdb ? I want do 
> go through the example codes with gdb but I don't have a clue how 
> to do it. Do I have to connect first to NY with siocons and then 
> start gdb or do I have to use gdb inside of siocons or can I use 
> gdb on its own ....? Questions over questions. 


VVVVVVVVV VV 
VVVVVVVV VV 


After wasting my time with NY I am almost at a point of giving it up.= 


> Now I even reply my own news messages! Why don't a get help from 
> the SCEE team ? 

> 

We are working on making a large document on the debugger, 

how to set up and use etc, which we will post to the 

website. 


VVVVVV 


That's a very good idea - thank you very much (without any cynical 
tone). 


CU 

Hans 

—-MESSAGE FILE 15183 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000051 


—-MESSAGE FILE 15184 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000052 

Path: chuka.playstation.co.uk!news 

From: Andy Beveridge <Andy@snsys.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Relatively Important(!) : Buggy gcc 

Date: Thu, 08 May 1997 13:35:33 +0100 

Organization: SN Systems 

Lines: 11 

Message-ID: <3371C895.7692@snsys.com> 

References: <336635d6.3891193@news.playstation.co.uk> <336516C4.2958@micronetics.com 
> <3366dd38.1265914@news.playstation.co.uk> <33660919.23E2@interactive.sony.com> 
Reply-To: andy@snsys.com 

NNTP-Posting-Host: andy.snsys.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Anyone... What is the version No of the compiler that Yaroze developers 
are using? 


hint: you should find the version No in the header comment of any 
assembler source (.S) files produced by the compiler. 
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If it's not the latest compiler build then I see no reason why Yaroze 
developers shouldn't use the professional developer's compiler. 


- Andy 

SN Systems 

—-MESSAGE FILE 15184 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000052 


—--MESSAGE FILE 15185 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000053 

Path: chuka.playstation.co.uk!news 

From: doug mansell <doug@it.net.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Relatively Important(!) : Buggy gcc 

Date: Sun, 11 May 1997 22:16:07 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3376A797.1FD8@it.net.au> 

References: <336635d6.3891193@news.playstation.co.uk> <336516C4.2958@micronetics.com 
> <3366dd38.1265914@news.playstation.co.uk> <33660919.23E2@interactive.sony.com> <33 
71C895.7692@snsys.com> 

NNTP-Posting-Host: fluke.it.net.au 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Andy Beveridge wrote: 


Anyone... What is the version No of the compiler that Yaroze developers 
are using? 


hint: you should find the version No in the header comment of any 
assembler source (.S) files produced by the compiler. 


VV NV V V V 


mmm, this is what it says: 


# GNU C 2.7.2 [AL 1.1, MM 40] <0> PlayStation compiled by GNU C 


> If it's not the latest compiler build then I see no reason why Yaroze 
> developers shouldn't use the professional developer's compiler. 


Sounds good to me. Being GNU software after all... 


doug 
—-MESSAGE FILE 15185 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000053 


——MESSAGE FILE 15186 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000054 

Path: chuka.playstation.co.uk!news 

From: Andy Beveridge <Andy@snsys.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Relatively Important(!) : Buggy gcc 

Date: Tue, 13 May 1997 15:13:50 +0100 

Organization: SN Systems 

Lines: 24 

Message-ID: <3378771E.326E@snsys.com> 

References: <336635d6.3891193@news.playstation.co.uk> <336516C4.2958@micronetics.com 
> <3366dd38.1265914@news.playstation.co.uk> <33660919.23E2@interactive.sony.com> <33 
71C895.7692@snsys.com> <3376A797.1FD8@it.net.au> 

Reply-To: andy@snsys.com 

NNTP-Posting-Host: andy.snsys.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> mmm, this is what it says: 
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> 
> # GNU C 2.7.2 [AL 1.1, MM 40] ՀՕ» PlayStation compiled by GNU C 


That's the same version as the current developer version yet I've not 
heard of this problem amongst developers. 

Only other thing I can think of is that the developer version was built 
by us whereas the Yaroze one was built by SCE so perhaps it was built 
differently. Structure padding should be *on* by default, it certainly 
is on our build. 


Can anyone at SCEE confirm/reproduce the problem? If so then can you 
please try dropping in the developer's compiler first pass in place of 
the Yaroze one and see if it makes a difference? 

The prof developer's kit file is named CC1PSX.EXE (from the 16 bit DOS 
build, not the native Win32 one) and you'll need to rename it the same 
as the Yaroze compiler first pass (probably CCl or CC1.EXE) so just copy 
it over it. 


Let me know what you find (email may get my attention quicker as I only 
lurk in Yaroze occasionally). 


- Andy Beveridge 

SN Systems 

—-MESSAGE FILE 15186 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000054 


—-MESSAGE FILE 15187 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000055 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Wed, 14 May 1997 11:18:26 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 10 

Message-ID: <33799172.63C4@interactive.sony.com> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <3365D3B7.5111@interactive.sony.com> <33665559.5A78B720@hypemeister. 
bb. bawue.de> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


We have finally figured out how to work GDB, 
and have made a first draft document on it. 


This will be posted to the website (perhaps Manual Additions 
section) in the next day or so. 


Let us know how you find it 


Lewis 
--MESSAGE FILE 15187 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000055 


—-MESSAGE FILE 15188 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000056 
Path: chuka.playstation.co.uk!news 

From: Piquois <laxer3a@hol.fr> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Window Editor with call to GNU : BETA RELEASE AVAILABLE 
Date: Wed, 21 May 1997 15:24:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3382F771.F05@hol.fr> 

NNTP-Posting-Host: ppp35.gre.hol.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02E [fr]-HAVAS1 (Win95; I) 


Has; 


Me and Jeff Lawton, have made a program under W95 
to manage the AWFULL DOS CALL TO GNU... 


DownLoad it at my home page : 
http://www.playstation.co.uk/~laxer3a 


So don't hesitate to say your point of view about it. 
Bye... 
Ps : My English is always awfull like MS-DOS 


—-MESSAGE FILE 15188 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000056 


—-MESSAGE FILE 15189 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000057 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ compiler? 

Date: 14 Jun 1997 14:07:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01bc78c5S$f£605d8c0$c793989e@fourny.demon.co.uk> 

References: <335E5198.242@compuserve.com> <335DFC97.1481@interactive.sony.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm pretty much at the stage of giving up on PC Codewarrior, especially 
after seeing those compiler benchmarks. So I'm trying out gcc 


I downloaded the gnu docs to get the compiler options for c++, and wrote a 
wee simple c++ program to test it out, not using any psx libraries or 
header files 


The problem is that 
gcc -x c++ demo.cpp 


doesnt work. It doesnt even try to compile it. It gives ‘unrecognised 
language ct+'. You can check up the docs yourself; you're not even supposed 
to need the -x c++ bit. 


In another thread someone says this is gcc 2.7 something then according to 
the docs the c++ compiler is integrated and not a separate program. This 
makes me think that the compiler has not been built correctly - the docs 
dont say anything about c++ not working on MIPS. 


Can anyone at sony confirm this is true? Is it deliberate? 


Has anyone got further than this? On the gcc recompiles for amiga and 
linux, does c++ work there? 


—-MESSAGE FILE 15189 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000057 


—--MESSAGE FILE 15190 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000058 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ compiler? 

Date: 16 Jun 1997 21:10:13 GMT 

Organization: SN Systems Ltd 

Lines: 39 
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Message-ID: 
References: ՀՅ35) 
78c5S£605d8c0$c793989e@fourny.demon.co.uk 
Reply-To: "Martin Day" <martin@snsys.com> 
NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Microsoft Internet News 4.7 


Sony have not built the C++ compiler at a 
seen. 


<O1lbc7a9a$5b460900Sca2c9ac2@martin.snsys.com> 
£5198.242@compuserve.com> <335DFC97.1481@interactive.sony.com> ՀՕԼԵՇ 


> 


0.1162 


11 in the version of Yaroze I've 
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If they had you would have a file called CC1PLUS.EXE in the GNU executables 
directory but it's not there. There's only CC1.EXE which is the C compiler. 


Martin martin@snsys.com +44 117 92 
Grim <frothy@fourny.demon.co.uk> wrote in 
<01bc78c5$f605d8c0$c793989e@fourny.demon. 


> 


> I'm pretty much at the stage of giving 
> after seeing those compiler benchmarks. 
> 

> I downloaded the gnu docs to get the co 
a 

> wee simple c++ program to test it out, 
> header files 

> 

> The problem is that 

> 

> gcc -x c++ demo.cpp 

> 

> doesnt work. It doesnt even try to comp 
> language ct++'. You can check up the doc 
supposed 

> to need the -x c++ bit. 

> 


> In another thread someone says this is 
to 


v 


the docs the c++ compiler is integrated 
makes me think that the compiler has no 
dont say anything about c++ not working 


Can anyone at sony confirm this is true 


Has anyone got further than this? On th 
linux, does c++ work there? 


VVVVVVV VV 


9 9733 


article 
co.uk>... 


up on PC Codewarrior, 
So I'm trying out gcc 


especially 


mpiler options for c++, and wrote 


not using any psx libraries or 


ile it. It gives 'unrecognised 
s yourself; you're not even 


gcc 2.7 something then according 


and not a separate program. This 
t been built correctly - the docs 
on MIPS. 


? Is it deliberate? 


e gcc recompiles for amiga and 


--MESSAGE FILE 15190 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


piler/00000058 


—-MESSAGE FILE 15191 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000059 
Path: chuka.playstation.co.uk!news 
From: Developer Support <dev_support@inte 


Newsgroups: scee.yaroze.programming.gnu_c 
Subject: Re: C++ compiler? 

Date: Tue, 17 Jun 1997 13:39:33 +0100 
Organization: Sony Computer Entertainment 
Lines: 39 

Message-ID: <33A68585.7991@interactive.so 
References: 


78c5S£605d8c0$c793989e@fourny.demon.co.uk 
Reply-To: N/A-Use-Newsgroup 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-asci 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 
Grim wrote: 

> 


> I'm pretty much at the stage of giving up on PC Codewarrior, 


> after seeing those compiler benchmarks. 


ractive.sony.com> 
ompiler 


Europe 
ny.com> 


> 


i 


especially 
So I'm trying out gcc 


<335E5198.242@compuserve.com> <335DFC97.1481@interactive.sony.com> ՀՕԼԵՇ 
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I downloaded the gnu docs to get the compiler options for c++, and wrote a 
wee simple c++ program to test it out, not using any psx libraries or 
header files 


The problem is that 
gcc -x c++ demo.cpp 


doesnt work. It doesnt even try to compile it. It gives ‘unrecognised 
language ct+'. You can check up the docs yourself; you're not even supposed 
to need the -x c++ bit. 


In another thread someone says this is gcc 2.7 something then according to 
the docs the c++ compiler is integrated and not a separate program. This 
makes me think that the compiler has not been built correctly - the docs 
dont say anything about c++ not working on MIPS. 


Can anyone at sony confirm this is true? Is it deliberate? 


Has anyone got further than this? On the gcc recompiles for amiga and 
linux, does c++ work there? 


VVVVVVVVVVVV VV VV VV VV VV 


Despite references to C++ usage, I don't think that the Yaroze 
build did cater for C++. 


I think this is because Yaroze is derived from the normal Development 
Kit for PlayStation, and that kit enables the use of C++ but doesn't 
encourage it (eg lack of tech support for people developing 

C++ games on PSX). 


See the new CodeWarrior patch/update however, I'm fairly sure 

that deals with C++. 

—-MESSAGE FILE 15191 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000059 


——MESSAGE FILE 15192 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000060 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ compiler? 

Date: 20 Jun 1997 17:50:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01bc7d07$323c7f£c0$c793989e@fourny.demon.co.uk> 

References: <335E5198.242@compuserve.com> <335DFC97.1481@interactive.sony.com> ՀՕ1ԵՇ 
78c5$£605d8c0$c793989e@fourny.demon.co.uk> <33A68585.7991@interactive.sony.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> See the new CodeWarrior patch/update however, I'm fairly sure 
> that deals with C++. 


Is that the Sony answer? Mmm maybe its just me but even the new version is 
a big load of horsey bollocks. Why is it Տօօօօ sloooow??? Why does it go to 
sleep of its own accord??? Why cant I use siocons???? Why doesnt my C++ 
project (Pune, nearly finished thanks for asking) compile anymore??? Why is 
the menu bar thing like sooo nonstandard so you lose all your documents 
under clutter?? 


I cant believe anyone could release an IDE like that. They ship it with 
their pro cross compilers? I pity anyone who has to use it for a living. 
Have metrowerks really never seen msvc? 


As an aside, if you read the manual, it says something like 'ct+ is not 
supported on the playstation. just use c'! I have a solution. I am going to 
recompile gnu for c++, write a make file and build my project as an 
external project in ոտ. Is anyone else using c++ with the yaroze? mail me 
and tell me what you're doing. Maybe we could set up an enthusiasts club 
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and meet down the church hall on thursdays??? 
And beat each other over the head with big sticks 


Grim 
frothkid@fourny.demon.co.uk 


—-MESSAGE FILE 15192 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000060 


——MESSAGE FILE 15193 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000061 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ compiler? 

Date: 23 Jun 1997 12:46:44 GMT 

Organization: SN Systems Ltd 

Lines: 21 

Message-ID: <Olbc7f£d4$29c4f820Sca2c9ac2@martin.snsys.com> 

References: <335E5198.242@compuserve.com> <335DFC97.1481@interactive.sony.com> ՀՕ1ԵՇ 
78c5$£605d8c0$c793989e@fourny.demon.co.uk> <33A68585.7991@interactive.sony.com> ՀՕ1Ե 
c7d07$323c7f£c0$c793989e@fourny.demon.co.uk> 

Reply-To: "Martin Day" <martin@snsys.com> 

NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


Grim <frothkid@fourny.demon.co.uk> wrote in article 
<01bc7d07$323c7£c0$c793989e@fourny.demon.co.uk>... 


> 

> As an aside, if you read the manual, it says something like 'c++ is not 
> supported on the playstation. just use c'! I have a solution. I am going 
to 


> recompile gnu for c++, write a make file and build my project as an 

> external project in msvc. Is anyone else using c++ with the yaroze? mail 
me 
> and tell me what you're doing. Maybe we could set up an enthusiasts club 
> and meet down the church hall on thursdays??? 

> 


I think they only say C++ is not supported because they don't have any C++ 
libraries. There's certainly no problem building the C++ compiler and using 
that. If you do need standard C++ libraries then you could build and use 
the GNU ones though there are some license issues if you distribute your 
executable that's been linked with GNU libraries. 


Martin martin@snsys.com +44 117 929 9733 


—-MESSAGE FILE 15193 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000061 


—-MESSAGE FILE 15194 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000062 

Path: chuka.playstation.co.uk!news 

From: Henk-Jan Ober <tratax@holding.pi.net> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: GCC on linux, Yaroze executable format 
Date: Wed, 25 Jun 1997 01:18:57 -0700 
Organization: Planet Internet Holding 

Lines: 23 

Message-ID: <33B0D471.41C6@holding.pi.net> 
NNTP-Posting-Host: huizen.holding.pi.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; IRIX 6.2 IP22) 


Hi d 


After having (tried to) work with codewarrior, I have given up 
on it. Now, I have done some work with GCC for DOS, but I like the 
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extra flexibility that Linux tools give me. I know it is possible 
to configure GCC as a cross compiler, and with the documentation 
of the siocons protocol, an upload utility shouldnt be that hard. 
Before I try to invent the wheel again, is there someone working 
with Linux to program for the yaroze yet ? Could you give me some 
hints on how to set it up ? 


Furthermore, I have been looking on some of the yaroze executable code 
generated by the GCC compiler for DOS, and it looks like there is a lot 
of garbage in the files, just look at it with a hex editor, there is all 
sorts of readable ASCII strings in there, that look like they have 
nothing to do with the executable ! Anyone have more info about the 
yaroze executable format, it is certainly no PS-X exe format, so how 
could I use the ‘exec' call to start another yaroze binary file ? 


Questions, questions .. I know .. I've been working on other things, 
and now I finally have some time to play with my yaroze again :) 


-Henk-Jan 
——MESSAGE FILE 15194 END: net-yaroze-usenet/00000001-SCEF/yaroze/programming/gnu_com 
piler/00000062 


——MESSAGE FILE 15195 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000063 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GCC on linux, Yaroze executable format 

Date: 25 Jun 1997 17:38:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bc7db7$9b5bc0a0$c793989e@fourny .demon.co.uk> 
References: <33B0D471.41C6@holding.pi.net> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Henk-Jan Ober <tratax@holding.pi.net> wrote in article 

After having (tried to) work with codewarrior, I have given up 

on it. Now, I have done some work with GCC for DOS, but I like the 
extra flexibility that Linux tools give me. I know it is possible 
to configure GCC as a cross compiler, and with the documentation 
of the siocons protocol, an upload utility shouldnt be that hard. 
Before I try to invent the wheel again, is there someone working 
with Linux to program for the yaroze yet ? Could you give me some 
hints on how to set it up ? 


VVVVVVV VV 


have you seen scea.yaroze.freetalk? Its just as dull as 
scee.yaroze.freetalk.english only theres a discussion on linux there. 


—-MESSAGE FILE 15195 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000063 


—--MESSAGE FILE 15196 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000064 

Path: chuka.playstation.co.uk!news 

From: Alexander Diessner <ADiessner@aol.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: create lib with ar 

Date: Tue, 01 Jul 1997 19:31:18 -0700 
Organization: Lexel-Soft 

Lines: 8 

Message-ID: <33B9BD76.659E@aol.com> 
NNTP-Posting-Host: 172-99-28.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 
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SCEE supply Net Yaroze to the following 
countries only.... 
Australia, Austria, Belgium, Denmark, Finland, France, Germany, Greece, 
Ireland, Italy, Luxembourg, Netherlands, New Zealand, Norway, 
Portugal, Spain, Sweden, Switzerland, 


UK. 


Please note: For those countries as listed above which are outside EU 
(Australia, New Zealand, Norway, Switzerland) 
the price will be £297.86 (ex VAT) each and tax 
should be paid locally. 


-—-MESSAGE FILE 1621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00317 


—-MESSAGE FILE 1622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000318 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 10 Feb 1998 12:02:46 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6bpfl1é6S3ppl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 


>I assume the Yaroze didn't do as well as Sony had expected? Are there 
>really that many unshifted units? 

>Cheers 

>/Jim 


There are plenty of Yaroze's out there! The price was going to drop sooner 
or 

later. It's almost been a year, and remember the PlayStation had plenty of 
price drops also. 


Happy Coding! 


George@SCEE 


—-MESSAGE FILE 1622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00318 


—-MESSAGE FILE 1623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000319 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Thu, 12 Feb 1998 13:47:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <34E2FD72.5102@sms.ed.ac.uk> 
References: <34E03D7D.EC2FED1@micronetics.com> 
NNTP-Posting-Host: at1l4-028.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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hi 

How can i create a lib with ar.exe ?? 

Regards 

Alex 


—-MESSAGE FILE 15196 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000064 


—-MESSAGE FILE 15197 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000065 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: create lib with ar 

Date: Wed, 02 Jul 1997 11:17:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 272 

Message-ID: <33BA2AA8.854E9BA1@micronetics.com> 

References: <33B9BD76.659E@aol.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Alexander Diessner wrote: 

> 

> 

> How can i create a lib with ar.exe ?? 


Maybe not what your looking for but here is the manual page for "ar" 
I've just nicked off me workstation. If your intrested in more man 
pages for the gnu commands I'll be happy to post em. 


Jim 

ar (1) User Commands ar (1) 

NAME 
ar - maintain portable archive or library 

SYNOPSIS 
/usr/ccs/bin/ar -d [ -Vv ] archive file... 
/usr/ccs/bin/ar -m | -abiVv |) | posname ] archive file... 
/usr/ccs/bin/ar -p [ -sVv ] archive [file...] 
/usr/ccs/bin/ar -q | -cVv ] archive file... 
/usr/ccs/bin/ar -r | -abciuVv |) | posname ] archive file... 
/usr/ccs/bin/ar -t | -sVv ] archive [file...] 
/usr/ccs/bin/ar -x | -CsTVv ] archive [file...] 
/usr/xpg4/bin/ar -d | -Vv | archive file... 
/usr/xpg4/bin/ar -m [ -abiVv ] [ posname ] archive file... 
/usr/xpg4/bin/ar -p | -sVv | archive [file...] 
/usr/xpg4/bin/ar -q [ -cVv ] archive file... 
/usr/xpg4/bin/ar -r | -abciuVv | | posname | archive file... 
/usr/xpg4/bin/ar -t [ -sVv ] archive [file...] 
/usr/xpg4/bin/ar -x |Լ -CsTVv | archive [file...] 

AVAILABILITY 

/usr/bin/ar 


SUNWbtool 


/usr/xpg4/bin/ar 
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SUNWxcu4 

DESCRIPTION 
The ar command maintains groups of files combined into a 
Single archive file. Its main use is to create and update 
library files. However, it can be used for any similar pur- 
pose. The magic string and the file headers used by ar con- 
sist of printable ASCII characters. If an archive is com- 


posed of printable files, the entire archive is printable. 


When ar creates an archive, it creates headers in a format 
that is portable across all machines. The portable archive 
format and structure are described in detail in ar(4). The 
archive symbol table (described in ar(4)) is used by the 
link editor ld to effect multiple passes over libraries of 
object files in an efficient manner. An archive symbol 
table is only created and maintained by ar when there is at 
least one object file in the archive. The archive symbol 
table is in a specially named file that is always the first 
file in the archive. This file is never mentioned or acces- 
sible to the user. Whenever the ar command is used to 
create or update the contents of such an archive, the symbol 
table is rebuilt. The s option described below will force 
the symbol table to be rebuilt. 


OPTIONS 
The following options are supported: 


ՏսոՕտ 5.5.1 Last change: 9 Jan 1996 1 
ar (1) User Commands ar (1) 
-a Position new files in archive after the file 


named by the posname operand. 


=b Position new files in archive before the file 
named by the posname operand. 


-Շ Suppress the diagnostic message that is written 
to standard error by default when archive is 
created. 

=Ç Prevent extracted files from replacing like-named 


files in the file system. This option is useful 
when -T is also used to prevent truncated file 
names from replacing files with the same prefix. 


-զ Delete one or more files from archive. 


-1 Position new files in archive before the file 
named by the posname operand (equivalent to -b). 


-m Move files. If -a, -b, or -i with the posname 
operand are specified, move files to the new posi- 
tion; otherwise, move files to the end of archive. 


-ք Print the contents of files in archive to stan- 
dard output. If no files are specified, the con- 
tents of all files in archive will be written in 
the order of the archive. 


-զ Quickly append files to the end of archive. 
Positioning options -a, -Ե, and -i are invalid. 
The command does not check whether the added files 
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are already in archive. This option is useful to 
avoid quadratic behavior when creating a large 
archive piece-by-piece. 


Replace or add files in archive. If archive does 
not exist, a new archive file will be created and 
a diagnostic message will be written to standard 
error (unless the -c option is specified). If no 
files are specified and the archive exists, the 
results are undefined. Files that replace exist- 
ing files will not change the order of the 
archive. If the -u option is used with the -r, 
option, then only those files with dates of modif- 
ication later than the archive files are replaced. 
If the -a, -b, or -i option is used, then the 
posname argument must be present and specifies 
that new files are to be placed after (- a) or 
before (-b or -i) posname; otherwise the new files 
are placed at the end. 


SunOS 5.5.1 Last change: 9 Jan 1996 2 


ar (1) 


-V 


User Commands ar (1) 


Force the regeneration of the archive symbol 
table even if ar is not invoked with a option 
which will modify the archive contents. This com- 
mand is useful to restore the archive symbol table 
after the strip(1l) command has been used on the 
archive. 


Print a table of contents of archive. The files 
specified by the file operands will be included in 
the written list. If no file operands are speci- 
fied, all files in archive will be included in the 
order of the archive. 


Allow file name truncation of extracted files 
whose archive names are longer than the file sys- 
tem can support. By default, extracting a file 
with a name that is too long is an error; a diag- 
nostic message will be written and the file will 
not be extracted. 


Update older files. When used with the =r 
option, files within archive will be replaced only 
if the corresponding file has a modification time 
that is at least as new as the modification time 
of the file within archive. 


prints its version number on standard error. 


/usr/bin/ar 


A 


Give verbose output. When used with the option char- 
acters - d, -r, or -x, write a detailed file-by-file 
description of the archive creation and the constituent 
files, and maintenance activity. 


When used with -p, write the name of the file to the 
standard output before writing the file itself to the 
standard output. 


When used with -t, include a long listing of informa- 
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tion about the files within the archive. 


When used with -x, print the filename preceding each 
extraction. 


When writing to an archive, a message is written to the 
standard error. 


/usr/xpg4/bin/ar 


Vv 


Same as /usr/bin/ar version, except when writing to an 
archive, no message is written to the standrad error. 


-x Extract the files named by the file operands from 
ՏսոՕտ 5.5.1 Last change: 9 Jan 1996 3 
ar (1) User Commands ar (1) 

archive. The contents of archive will not be changed. 
If no file operands are given, all files in archive 
will be extracted. If the file name of a file 
extracted from archive is longer than that supported in 
the directory to which it is being extracted, the 
results are undefined. The modification time of each 
file extracted will be set to the time file is 
extracted from archive. 
OPERANDS 

The following operands are supported: 

archive A path name of the archive file. 

file A path name. Only the last component will be used 

when comparing against the names of files in the 
archive. If two or more file operands have the 
same last path name component ( basename(1)), the 
results are unspecified. The implementation's 
archive format will not truncate valid file names 
of files added to or replaced in the archive. 
posname The name of a file in the archive file, used for 
relative positioning; see options -m and -r. 
ENVIRONMENT 

See environ(5) for descriptions of the following environment 

variables that affect the execution of ar: LC_CTYPE, 


LC_MESSAGES, and NLSPATH. 


EXIT STATUS 
The following exit values are returned: 


0 


>0 


SEE ALSO 


Successful completion. 


An error occurred. 


basename (1), cc(1B), cpio(1), 14(1), lorder (1), strip(1), 
tar(1), a.out(4), ar(4), environ (5) 


NOTES 


If the same file is mentioned twice in an argument list, it 
may be put in the archive twice. 


By convention, archives are suffixed with the characters .a. 
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4 


—-MESSAGE FILE 15197 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


piler/00000065 


——MESSAGE FILE 15198 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000066 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: create lib with ar 

Date: Wed, 02 Jul 1997 11:24:13 GMT 
Organization: SN Systems 

Lines: 30 
Message-ID: <5pddj2S$8c2@chuka.playstation.co.uk> 
References: <33B9BD76.659E@aol.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Alexander Diessner <ADiessner@aol.com> wrote: 
Հիլ 


>How can i create a lib with ar.exe 77 


To add files to an archive, creating it if necessary: 


ar r mylib.a filel file2 file3 etc 


To extract: 

ar x mylib.a filel etc 
To delete: 

ar d mylib.a filel etc 
To list members: 


ar t mylib.a 


Or use objdump which gives you an idea of the contents, 


ship objdump? 


Gil Jaysmith 


too. Did they 


SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 


Disclaimer: What I say when I post here represents me, 


not my employers. 


--MESSAGE FILE 15198 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


piler/00000066 


—-MESSAGE FILE 15199 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000067 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Optimise Problem - trunced data 
Date: Wed, 23 Jul 1997 00:48:02 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <33D5B732.3AC9@dial.pipex.com> 
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References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny . com> 

NNTP-Posting-Host: al229.du.pipex.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


sceetech wrote: 


> 

> Alex Amsel wrote: 

> > 

> > When switching on the optimisingt options in gcc, my program gives 
> > something like the following error: 

> > 

> > relocation truncated to fit: GPREL RSDOFSX 

> > 

> > Same happens if I ever use RSDOFSY. 

>> 

> > These are defined in libps.h as extern short RSDOFSX[2] 

>> 

> > Couple of other questions: 

>> 

> > How can I set the stack to be in the data cache? 

> > How big is the stack? [or is it just 'however'] 

>> 

> > * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> > * http://www.intobeyond.com * WWFC for the Treble 2026 * 

> > >Sillytuna: Official Sony Yaroatsi PlayStation Developer!< 

> 

> I tried using PSDCNT and that didn't work either. A lot of things seem 
> to have been left in from the full libraries, which just don't work on 
> the cut down Yaroze library. I'm afraid this is another case. 

> 


Is there no way around this problem? Does this mean we can't use 
optimization with any code that uses any of the libps global 
variables? If so this basically means none of the globals can be 
used because everyone is going to want their stuff to run as fast 
as possible by using optimization (I know I do!) 


What a bummer :( especially when everythings OK 
when using the -00 switch... wee-urd! 


BTW sceetech: what do you mean by ‘a lot of things seem 
to have been left *in* from the full libraries... ', 
and what baring would this have on the problem? 


Any help/info appreciated 


Chris 
—-MESSAGE FILE 15199 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000067 


—-MESSAGE FILE 15200 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000068 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Wed, 23 Jul 1997 09:37:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33D5C2DA.4E7F@interactive.sony.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny.com> <33D5B732.3AC9@dial.pipex.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Chris Chadwick wrote: 


> 

> Is there no way around this problem? Does this mean we can't use 
> optimization with any code that uses any of the libps global 

> variables? If so this basically means none of the globals can be 
> used because everyone is going to want their stuff to run as fast 
> as possible by using optimization (I know I do!) 

> 

> What a bummer :( especially when everythings OK 

> when using the -00 switch... wee-urd! 

> 

> BTW sceetech: what do you mean by ‘a lot of things seem 

> to have been left *in* from the full libraries... ', 

> and what baring would this have on the problem? 

> 

> Any help/info appreciated 

> 

> Chris 

All this stuff works fine in the full libraries, it's just it seems to 


of got messed up when put into the LIBPS library. PSDCNT just does the 
number of frame swaps, so you could just keep count when swapping 
buffers. 


Stuart 
-—-MESSAGE FILE 15200 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000068 


—-MESSAGE FILE 15201 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000069 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: 29 Jul 1997 17:19:19 GMT 

Organization: SN Systems Ltd 

Lines: 28 

Message-ID: <0Olbc9c44$3fe961le0Sca2c9ac2@martin.snsys.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny.com> <33D5B732.3AC9@dial.pipex.com> 

Reply-To: "Martin Day" <martin@snsys.com> 

NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<33D5B732.3AC9@dial.pipex.com>... 


> 

> 

> Is there no way around this problem? Does this mean we can't use 
> optimization with any code that uses any of the libps global 

> variables? If so this basically means none of the globals can be 
> used because everyone is going to want their stuff to run as fast 
> as possible by using optimization (I know I do!) 

> 

> What a bummer :( especially when everythings OK 

> when using the -00 switch... wee-urd! 


One possible way round this would be to set up pointers to all the 
variables from libps you want to use and then only access them through 
these pointers rather than directly. e.g. in libps.h there's a line 
extern int math_errno; 

You could declare 

int *pmath_errno = &math_errno; 

in your program and then access it as *pmath_errno in your code. 


Martin martin@snsys.com +44 117 929 9733 
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—-MESSAGE FILE 15201 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000069 


—--MESSAGE FILE 15202 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000070 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: 29 Jul 1997 17:20:37 GMT 

Organization: SN Systems Ltd 

Lines: 17 

Message-ID: <01bc9c44$6e999780Sca2c9ac2@martin.snsys.com> 

References: <333d7£fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny.com> <33D5B732.3AC9@dial.pipex.com> <33D5C2DA.4E7F@interactive.sony.com> 
Reply-To: "Martin Day" <martin@snsys.com> 

NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


Developer Support <dev_support@interactive.sony.com> wrote in article 
<33D5C2DA. 4E7F@interactive.sony.com>... 


> 

> 

> All this stuff works fine in the full libraries, it's just it seems to 
> of got messed up when put into the LIBPS library. PSDCNT just does the 
> number of frame swaps, so you could just keep count when swapping 

> buffers. 

> 

> Stuart 


Actually it doesn't really work. We had to modify the assembler to make it 
work. E-mail me if you'd like any more info. 


Martin martin@snsys.com +44 117 929 9733 


—-MESSAGE FILE 15202 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000070 


—--MESSAGE FILE 15203 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000071 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Wed, 30 Jul 1997 16:43:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <33DF611A.7B30@interactive.sony.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0Sca2c9ac2@martin.snsys.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Martin Day wrote: 

One possible way round this would be to set up pointers to all the 
variables from libps you want to use and then only access them through 
these pointers rather than directly. e.g. in libps.h there's a line 
extern int math_errno; 


You could declare 


int *pmath_errno = &math_errno; 


VVVVVVVVVVV VV 


in your program and then access it as *pmath_errno in your code. 
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> -- 
> Martin martin@snsys.com +44 117 929 9733 


Thanks for the info. 


#define's do the trick as well. If you do a mapfile you can find out 
where the variables are, and then do a #define. 


#define psdcnt * (unsigned long *)0x800661e0 
#define psdidx * (short) 0x800661e4 


Stuart 
—--MESSAGE FILE 15203 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000071 


—--MESSAGE FILE 15204 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000072 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: VSyncCallback bug 

Date: Thu, 31 Jul 1997 10:11:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33E056BE.2D131340@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi All, 


I think I've finally found a solution to the VSyncCallback problem where 
you would not be able to access globals from within the callback its 
self. 


This is because $gp is not restored for the call back. 
Add this line as the very first of the callback function. 


__asm__ volatile ("la $28, ցք") 
and have 

extern long _gp; 

as a global somewhere. 


Besure to remove the callback before your prog exits. 


I would appriciate someone confirming this actually works as I only 
played with it a little. 


Cheers 

JiM 

—-MESSAGE FILE 15204 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000072 


—--MESSAGE FILE 15205 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000073 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Sat, 02 Aug 1997 13:24:34 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <33E39782.6C3F@dial.pipex.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 
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ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0Sca2c9ac2@martin.snsys.com> 
NNTP-Posting-Host: am080.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Martin Day wrote: 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<33D5B732.3AC9@dial.pipex.com>... 


> 

> 

> Is there no way around this problem? Does this mean we can't use 
> optimization with any code that uses any of the libps global 

> variables? If so this basically means none of the globals can be 
> used because everyone is going to want their stuff to run as fast 
> as possible by using optimization (I know I do!) 

> 

> What a bummer :( especially when everythings OK 

> when using the -00 switch... wee-urd! 


One possible way round this would be to set up pointers to all the 
variables from libps you want to use and then only access them through 
these pointers rather than directly. e.g. in libps.h there's a line 
extern int math_errno; 

You could declare 

int *pmath_errno = &math_errno; 

in your program and then access it as *pmath_errno in your code. 


Martin martin@snsys.com +44 117 929 9733 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


Hmmmm! Neat solution, Martin ;) 


Of course we still couldnt optimize the code module that actually 
assigns the address of PSDCNT etc. to the pointers as the mere 
mention of these variables, using optimization, turns the compiler 
egg-shaped. 


I'm not sure why this solution didnt occur to me before, although its 
not a problem I've dwelt on at any great length - I'll 

leave optimization problems until I've actually finished my 

project! 


Thanks to all who replied to my posting! 


Chris 
-—-MESSAGE FILE 15205 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000073 


—-MESSAGE FILE 15206 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000074 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: 4 Aug 1997 13:35:33 GMT 

Organization: SN Systems Ltd 

Lines: 47 

Message-ID: <0Olbca0db$fb8dfdc0$ca2c9ac2@martin.snsys.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 

ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0Sca2c9ac2@martin.snsys.com> 
<33E39782.6C3F@dial.pipex.com> 

Reply-To: "Martin Day" <martin@snsys.com> 

NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
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X-Mailer: Mozilla 3.03 (Win95; I) 

> Net Yaroze Special Offer 

I [blah, blah, 200 quid saving... blah]... 


Does anyone else feel a little narked about this 'price drop'? 


A reduction such as this would be justified if: 
— Yaroze were a mass-market machine 

— Yaroze were competing against another format 

— Sony were bothered about how many they'd sold 
- The Playstation is going out of fashion 


As Sony has often said before, these are not true. 


I'm a little rattled that, after as little as ten months, the price has 
dropped so dramatically. Presumably they had to cut back on the 
manuals... .°? 


Can anyone from SCEE say anything to make me feel better about this? 


James (~mrfrosty). 
—-MESSAGE FILE 1623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00319 


—-MESSAGE FILE 1624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000320 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 12 Feb 1998 18:00:14 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 34 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6bvdbe$7q21@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 


Well with the introduction of Net Yaroze games on cover discs, the Net 
Yaroze has 

become more popular then ever. So to make you feel beter, why not code 
some 

cool game so we can have it on cover disc. Good - luck! 


George@SCEE 
D> >>> >>> >>> >>> >> >> >> >> >> >> > DDD DDD DDD DDD DDD DDD DDD DDD DDD DD DDD DDD DD >> >> >>> >>> 


Does anyone else feel a little narked about this 'price drop'? 

A reduction such as this would be justified if: 

— Yaroze were a mass-market machine 

— Yaroze were competing against another format 

— Sony were bothered about how many they'd sold 

- The Playstation is going out of fashion 

As Sony has often said before, these are not true. 

I'm a little rattled that, after as little as ten months, the price has 
dropped so dramatically. Presumably they had to cut back on the 
manuals...? 

Can anyone from SCEE say anything to make me feel better about this? 
James (~mrfrosty). 
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<33E39782.6C3F@dial.pipex.com>... 


Hmmmm! Neat solution, Martin ;) 


Of course we still couldnt optimize the code module that actually 
assigns the address of PSDCNT etc. to the pointers as the mere 
mention of these variables, using optimization, turns the compiler 
egg-shaped. 


VV V NV V V V V 


If you simply initialise global variables with the address as in my example 


int *pmath_errno = &math_errno; 


then it should work fine. Doesn't this work for you? 


Here's another alternative that I think should work though I've not been 
able to try it properly. Modify the declarations in libps.h to change 


extern u_long PSDCNT; 

to 

extern u_long PSDCNT[]; 

and now use *PSDCNT to access this variable (or PSDCNT[0] if you prefer). 
Since you don't tell the compiler the dimension of the 'array' PSDCNT it 

decides it must be in the .data section rather than .sdata and so won't 
optimise the accesses to it. 


Change the variables that are arrays, e.g. 


extern short PSDOFSX[2], PSDOFSY[2]; 


to unspecified dimension too, i.e. 
extern short PSDOFSX[], PSDOFSY[]; 


in this example. 


Martin martin@snsys.com +44 117 929 9733 


—-MESSAGE FILE 15206 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000074 


——MESSAGE FILE 15207 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000075 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Wed, 06 Aug 1997 01:36:15 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <33E8377F.366F@dial.pipex.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 

ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0Sca2c9ac2@martin.snsys.com> 
<33E39782.6C3F@dial.pipex.com> <Olbca0dbS$fb8dfdc0S$ca2c9ac2@martin.snsys.com> 

NNTP-Posting-Host: ad123.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Martin Day wrote: 

> 

> Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
> <33E39782.6C3F@dial.pipex.com>... 
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Hmmmm! Neat solution, Martin ;) 


Of course we still couldnt optimize the code module that actually 
assigns the address of PSDCNT etc. to the pointers as the mere 
mention of these variables, using optimization, turns the compiler 
egg-shaped. 


VVVVVVVV 


If you simply initialise global variables with the address as in my example 


int *pmath_errno = &math_errno; 


VVVVVVVVVVV VV VV 


then it should work fine. Doesn't this work for you? 


Yes, sorry, this does work! :) I was just *assuming* that any mention 
of these globals would cause problems without first trying out what 
you had suggested... 


Here's another alternative that I think should work though I've not been 
able to try it properly. Modify the declarations in libps.h to change 


extern u_long PSDCNT; 

to 

extern u_long PSDCNT[]; 

and now use *PSDCNT to access this variable (or PSDCNT[0] if you prefer). 
Since you don't tell the compiler the dimension of the '‘array' PSDCNT it 


decides it must be in the .data section rather than .sdata and so won't 
optimise the accesses to it. 


VVVVVVVVVVV VV 


I've tried this method too and it seems to work fine ;) 

You are obviously more clued about the workings of the 

compiler than me (not difficult :) so I was wondering 

if you could explain what the 4 program sections - that are 
listed when dowloading a prog - actually contain: .text, .sdata, 
-rdata and .data 


assume .text is the actual executable program code and, from your 
above desciption, .sdata (s for session?) holds global data ? 


Change the variables that are arrays, e.g. 
extern short PSDOFSX[2], PSDOFSY[2]; 


to unspecified dimension too, i.e. 


extern short PSDOFSX[], PSDOFSY[]; 


in this example. 


Martin martin@snsys.com +44 117 929 9733 


VVVVVVVVVV VV 


Thanks for your help, Martin - that's another problem nailed! :) 


Chris 
--MESSAGE FILE 15207 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000075 


—--MESSAGE FILE 15208 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000076 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Wed, 06 Aug 1997 09:37:09 GMT 

Organization: SN Systems 

Lines: 74 
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Message-ID: <5s9g9eSo0j8@chuka.playstation.co.uk> 
References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 


ny.com> ՀՅՅՇ5) 


B732.3AC9@dial.pipex.com> <Olbc9c44S$3fe96leNSca2c9ac2@martin.snsys.com> 


<33E39782.6C3F@dial.pipex.com> <Olbca0dbS$fb8dfdc0$ca2c9ac2@martin.snsys.com> <33E83 


77F.366F@dial 


.pipex.com> 


Reply-To: gil@snsys.com 
NNTP-Posting-Host: gil.snsys.com 


X-Newsreader: 


Forte Free Agent 1.0.82 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 


>I've tried this method too and it seems to work fine ;) 
>You are obviously more clued about the workings of the 
>compiler than me (not difficult :) so I was wondering 


>if you could 


explain what the 4 program sections - that are 


>listed when dowloading a prog - actually contain: .text, .sdata, 


>.rdata and .data 


>I assume .text is the actual executable program code and, from your 
>above desciption, .sdata (s for session?) holds global data ? 


Wotcher Chris 


(compiler slave butts in since boss isn't in office yet :=) 


.text holds the executable program code. 

-data holds initialised data. 

-rdata holds initialised read-only data. (Sometimes it takes a little 
effort to convince the compiler of the difference.) 

-sdata holds small items of initialised data which are accessed 
slightly faster. 


There are also sections called .bss (for uninitialised data) and .sbss 
(for small items of uninitialised data). 


The -G option 


for the compiler determines what 'small' means. I think 


it defaults to 8 bytes. So if you declare an int variable, the 


compiler will 


allocate it in .sbss if you declare it simply as "int 


a;", or in .sdata if you declare it as "int a =1;". 


Anything bigger than that -G limit, which generally means most structs 
and arrays, goes into .data if you give an initialiser, or .bss if 


not. 


Why not set the -G limit to a huge number if access to it is faster? 
Because access is with a signed 16-bit offset from the GP register, 
which is set to point into the middle of the .sdata/.sbss combined 
section. So you have a limit of 64K of 'small' data. This limit is 
discovered, so to speak, at link time, which is why a project can 
compile perfectly well but crash out with linker errors because it 


can't fit the 
determining a 


offset into 16 bits. There isn't a good heuristic for 
good value for -G during compilation, other than to 


write your code in one C file, so if you get this problem, you just 
have to systematically reduce the -G value and remake until it links. 


The bss sections are flagged as having no contents, and it's the 
responsibility of the startup code to fill them with zeros. This is 
why you can declare something like "char a[1000000];" without getting 
a massive object file. 


You can also declare your own sections and place functions and 
variables within them using the GNU C extension "__attribute__", but 
you need to be canny with your linker script to place these where you 
want. The sections named above are just the standard ones you always 
get when compiling, and mostly you shouldn't need any others. Our 
linker has cool stuff to meddle with section names during linking so 


as to make it 
this with the 


easy to generate code overlays, but you can probably do 
GNU linker too and I seem to remember a previous thread 


somewhere talking about a Japanese demo which downloaded overlays from 


the host. 


In C++ there are also sections called .ctors and .dtors, which contain 


the addresses 


of routines which create any global class objects you 
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might have lying around. These are cycled through by the startup and 
shutdown code so you generally needn't worry about them. 


And that's what we know about standard COFF sections... 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 15208 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000076 


—-MESSAGE FILE 15209 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000077 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
Ը 

Subject: GNU / SIOCONS for PC Unix 

Date: Wed, 06 Aug 1997 18:46:46 -0400 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33E8FED6.F02A57C8@msu.edu> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02b7 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:26 scee.yaroze.pr 
ogramming.gnu_compiler:77 


Sony: Is there any chance that the SIOCONS source code will be released 
to the freeware unix community so that we dont have to be stuck in MS 
land to do yaroze work? 


Also, how about some details regarding the GNU compiler suites, was any 
work done to stock compilers to make it work for the PSX, if so where 
might I find the source? (According to the GNU Public License the 
source is always supposed to be released along with the binary media, 
but Sony has ignored that bit by not placing it on the CD). 


Any information would be most helpful, thanks! 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
--MESSAGE FILE 15209 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000077 


——MESSAGE FILE 15210 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000078 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Thu, 07 Aug 1997 01:53:16 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <33E98CFC.522Bédial.pipex.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 

ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0Sca2c9ac2@martin.snsys.com> 
<33E39782.6C3F@dial.pipex.com> <Olbca0dbS$fb8dfdc0$ca2c9ac2@martin.snsys.com> <33E83 
T7TE.366F@dial.pipex.com> <5s9g9eSoj8@chuka.playstation.co.uk> 

NNTP-Posting-Host: an099.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi, 6111 


Gil Jaysmith wrote: 


VVVVVVVVVVNVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


I 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 


>I've tried this method too and it seems to work fine ;) 

>You are obviously more clued about the workings of the 
>compiler than me (not difficult :) so I was wondering 

>if you could explain what the 4 program sections - that are 
>listed when dowloading a prog - actually contain: .text, .sdata, 
>.rdata and .data 


>I assume .text is the actual executable program code and, from your 
>above desciption, .sdata (s for session?) holds global data ? 


Wotcher Chris... 


(compiler slave butts in since boss isn't in office yet :=) 


.text holds the executable program code. 

.data holds initialised data. 

-rdata holds initialised read-only data. (Sometimes it takes a little 
effort to convince the compiler of the difference.) 

.sdata holds small items of initialised data which are accessed 
slightly faster. 


There are also sections called .bss (for uninitialised data) and .sbss 
(for small items of uninitialised data). 


The -G option for the compiler determines what 'small' means. I think 
it defaults to 8 bytes. So if you declare an int variable, the 
compiler will allocate it in .sbss if you declare it simply as "int 
a;", or in .sdata if you declare it as "int a Հ 1չ". 


Anything bigger than that -G limit, which generally means most structs 
and arrays, goes into .data if you give an initialiser, or .bss if 
not. 


Why not set the -G limit to a huge number if access to it is faster? 
Because access is with a signed 16-bit offset from the GP register, 
which is set to point into the middle of the .sdata/.sbss combined 
section. So you have a limit of 64K of 'small' data. 


wondered why the GP register was set to point to the *middle* and 


indexed with a signed offset instead of simply pointing to the base 
and using an unsigned offset. I didn't realize this section was 
shared! I guess, then, negative offsets index into .sdata and positive 
offsets index into .sbss (or vice versa)... 


VVVVVVVVVVVVVV VV VV VV 


This limit is 

discovered, so to speak, at link time, which is why a project can 
compile perfectly well but crash out with linker errors because it 
can't fit the offset into 16 bits. There isn't a good heuristic for 
determining a good value for -G during compilation, other than to 
write your code in one C file, so if you get this problem, you just 
have to systematically reduce the -G value and remake until it links. 


The bss sections are flagged as having no contents, and it's the 
responsibility of the startup code to fill them with zeros. This is 
why you can declare something like "char a[1000000];" without getting 
a massive object file. 


You can also declare your own sections and place functions and 
variables within them using the GNU C extension "__attribute__", but 
you need to be canny with your linker script to place these where you 
want. The sections named above are just the standard ones you always 
get when compiling, and mostly you shouldn't need any others. Our 
linker has cool stuff to meddle with section names during linking so 
as to make it easy to generate code overlays, but you can probably do 


Page 10265 


Net Yaroze newsgroups message dump.txt Page 10266 


this with the GNU linker too and I seem to remember a previous thread 
somewhere talking about a Japanese demo which downloaded overlays from 
the host. 


In C++ there are also sections called .ctors and .dtors, which contain 
the addresses of routines which create any global class objects you 
might have lying around. These are cycled through by the startup and 
shutdown code so you generally needn't worry about them. 


And that's what we know about standard COFF sections... 
Gil Jaysmith 


SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


VVVVVVVVVVVV VV 


Blimey! thank v. much for all the info. I understand these 
things a little more clearly now :) 


Cheers 
Chris 


—-MESSAGE FILE 15210 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000078 


——MESSAGE FILE 15211 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000079 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
եզ 

Subject: Re: GNU / SIOCONS for PC Unix 

Date: Thu, 07 Aug 1997 10:39:47 GMT 

Organization: SN Systems 

Lines: 54 

Message-ID: <5sc8ag$o0j10@chuka.playstation.co.uk> 

References: <33E8FED6.F02A57C8@msu.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:27 scee.yaroze.pr 
ogramming.gnu_compiler:79 


Charles Henrich <henrich@msu.edu> wrote: 


>Also, how about some details regarding the GNU compiler suites, was any 
>work done to stock compilers to make it work for the PSX, if so where 
>might I find the source? (According to the GNU Public License the 
>source is always supposed to be released along with the binary media, 
>but Sony has ignored that bit by not placing it on the CD). 


The professional compiler is the standard GNU source with a couple of 
patches to make sure it works properly with MS-DOS, and with a 
slightly customised config file (something which surrounds & includes 
config\mips\mips.h) to specify that the PSX is a little-endian R3000 

with no hardware FP. Most of the hassle I get with building it is to 

do with running the makefile in a DOS window rather than with it not 

actually working once it's been built. 


I don't know about the assembler and linker, although I imagine 
they're reasonably unchanged from normal builds since by that point 
target-specificity has pretty much been dealt with. 


I should also defend Sony (slightly) by saying that the GPL says the 
following: 


— The source code only has to be made available to someone if that 
someone obtained the executable from you. 

- 'Making the source code available' can be done by shipping it, 
making a clear offer to ship it, or redistributing the same clear 
offer you received from the person you obtained the executables from. 
You can't charge more than the actual distribution cost for it. 
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(This is why at the moment our website doesn't have a link to the 
source. If one of the professional developers wants it, it's on our 
BBS or I'll supply it on request, which is good enough.) 


Obviously all Yaroze purchasers are entitled to obtain the source code 
for all the GNU tools on the CD, and since I haven't looked at the 
Yaroze site I don't know whether they've got a link on there. If not, 
they should have. But the Free Software Foundation is mostly compelled 
to distribute source alongside executables simply because they *are* 
the original site for most GNU software and they have such a lot of 
work to do in new development that doing anything fancier would be a 
waste of their resources. Anyone distributing GPL-covered code can 
make it easier on themselves by not bothering with the source until 
someone asks for it... after all, the compiler toolchain is over 100Mb 
of source code which holds little interest for 99% of users. 


One of these days I suppose I might put the GNU source code on our 
website, but right now we don't have the space :) 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 15211 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000079 


—-MESSAGE FILE 15212 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000080 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
Է 

Subject: Re: GNU / SIOCONS for PC Unix 

Date: Thu, 07 Aug 1997 13:02:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <33522972.870941@news.scea.sony.com> 

References: <33E8FED6.FO02A57C8@msu.edu> <5sc8ag$o0j10@chuka.playstation.co.uk> 
NNTP-Posting-Host: socks5d.raleigh.ibm.com 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:28 scee.yaroze.pr 
ogramming.gnu_compiler: 80 


Hello, 

Looking around on the SCEI Japan site, I stumbled across the GNU 
Compiler source. They had it available a couple of weeks ago and it 
should still be there. Haven't checked lately. 


Jason Jones 


—-MESSAGE FILE 15212 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000080 


——MESSAGE FILE 15213 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000081 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: 7 Aug 1997 15:12:04 GMT 

Organization: SN Systems Ltd 

Lines: 16 

Message-ID: <0lbca344$£70784e0Sca2c9ac2@martin.snsys.com> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 

ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0Sca2c9ac2@martin.snsys.com> 
<33E39782.6C3F@dial.pipex.com> <Olbca0dbS$fb8dfdc0S$ca2c9ac2@martin.snsys.com> <33E83 
TTE.366F@dial.pipex.com> <5s9qg9eSoj8@chuka.playstation.co.uk> <33E98CFC.522Beédial.pi 

pex.com> 

Reply-To: "Martin Day" <martin@snsys.com> 

NNTP-Posting-Host: martin.snsys.com 
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X-Newsreader: Microsoft Internet News 4.70.1162 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<33E98CFC.522Bedial.pipex.com>... 


> [SNIP] 

> 

> I wondered why the GP register was set to point to the *middle* and 

> indexed with a signed offset instead of simply pointing to the base 

> and using an unsigned offset. I didn't realize this section was 

> shared! I guess, then, negative offsets index into .sdata and positive 
> offsets index into .sbss (or vice versa)... 

> 


Depends how big .sdata and .sbss are. If .sdata is small then GP can often 
end up well into the .sbss section or even past it if that is small too. 


Martin martin@snsys.com +44 117 929 9733 


—-MESSAGE FILE 15213 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000081 


——MESSAGE FILE 15214 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000082 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Optimise Problem - trunced data 

Date: Thu, 07 Aug 1997 16:08:07 GMT 

Organization: SN Systems 

Lines: 18 

Message-ID: <5scri7$0j11@chuka.playstation.co.uk> 

References: <333d7fd9.23907964@news.playstation.co.uk> <33424023.72C4@interactive.so 

ny.com> <33D5B732.3AC9@dial.pipex.com> <01lbc9c44S3fe96le0S$ca2c9ac2@martin.snsys.com> 
<33E39782.6C3F@dial.pipex.com> <Olbca0dbS$fb8dfdc0$ca2c9ac2@martin.snsys.com> <33E83 
T7E.366F@dial.pipex.com> <5s9g9eSoj8@chuka.playstation.co.uk> <33E98CFC.522Beédial.pi 

pex.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 

>I wondered why the GP register was set to point to the *middle* and 
>indexed with a signed offset instead of simply pointing to the base 
>and using an unsigned offset. I didn't realize this section was 
>shared! I guess, then, negative offsets index into .sdata and positive 
>offsets index into .sbss (or vice versa)... 


Not necessarily the middle... the total size of .sdata and .sbss is 
limited to 64K, so (assuming .sdata and .sbss occur in that order) the 
startup code can set GP to .sdata + 32768. So if you have really small 
.sdata and .sbss sections, all the offsets created by the linker will 
be sizeable and negative. 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 15214 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000082 


—-MESSAGE FILE 15215 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000083 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
r 

Subject: Re: GNU / SIOCONS for PC Unix 

Date: 7 Aug 1997 17:36:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
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Message-ID: <01lbca20a$3cfb3500$c793989e@fourny.demon.co.uk> 

References: <33E8FED6.F02A57C8@msu.edu> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:29 scee.yaroze.pr 
ogramming.gnu_compiler: 83 


I think the yaroze GNU compiler is the standard toolset cross compiled for 
MIPS-ECOFF. It works for me anyway, with a few changes to your playstation 
makefiles to stop the linker automatically linking libgcc. 


Jon Rocatis built it for amiga, and I did a cygwin 32 one similar. Linux or 
whatever should be dead easy. I made a web page with all Jons tips 
http://www.playstation.co.uk/~frothy. Check out Jons page too 
http://www.playstation.co.uk/~CACTUS 


good luck 
Graeme 


—-MESSAGE FILE 15215 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000083 


—-MESSAGE FILE 15216 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000084 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Have I Run Out of Memory? 

Date: Wed, 13 Aug 1997 21:10:05 -0700 

Organization: Cobra Developments 

Lines: 60 

Message-ID: <33F2851D.2FD1@cobradev.demon.co.uk> 

NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Hello all 


I am Still having Memory Problems with my Project. 
It seems that I have run out of Memory. My Project Data + 
*.pxe Totals only 719,763 bytes (less than a meg). 


Q? What is the Total Memory Capacity for Yaroze Projects? 
This is the situation. 


I have game data loaded in memory regions-: 
1. 80090000 - 800e86cb. tmds, sound, map-data. 
2. 80190000 - 801fd9fb. tmds. 


Data is loaded in 2 sections because my *.pxe resides at-: 
[text] 80100000 - 801116ef. [.rdata] 80111680 - 801117cf. 
[.data] 801117d0 - 80111Եօք. [.sdata] 80111bd0 - 80111c5f. 
The *.pxe size = 81920 bytes. 


Q? Can someone explain these sections? 


The Memory regions-: 80120000-8018ffff have been inaccessible 
for some time. Tmds loaded into this region result in either-: 
a) Code not supported. 

b) Ox8 not initialised. 

c) Failure to appear on Screen. 


I ignored this because I suspected the boot disk was using this memory. 
BUT as the code grows 90k+, the memory regions 80190000 + are also 
corrupted. 
Data which worked previously, now throws up the errors previously 
mentioned. 
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Its as if the memory is wiped out when the program executes. 

Q? Whats going on? 

I Saw a program called SIZE.exe in the Gnu directory. I managed to get 

it running. 

(No Docs) 


Q?. Are there any more docs on Gnu? via Ftp?, Website? 


SIZE.pxe reports-: TEXT DATA BSS DEC HEX FILE 
71408 1392 563380 636180 98514 MAIN.PXE 


Q? Can someone explain these sections? 
Q? Have I Run Out of Memory? 
Q? is it possible to modify any of this via mipspsx.x ? 


Thanks in advance. 


Colin Adams 
Cobra Developments 
Email: colin@cobradev.demon.co.uk 
See HSFK PlayStation Yaroze Demo at-: 
http://www. cobradev.demon.co.uk/ 
—-MESSAGE FILE 15216 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000084 


—-MESSAGE FILE 15217 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000085 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Have I Run Out of Memory? 

Date: Thu, 14 Aug 1997 09:06:20 GMT 

Organization: SN Systems 

Lines: 41 

Message-ID: <5suhf7$d5712@chuka.playstation.co.uk> 
References: <33F2851D.2FD1@cobradev.demon.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


colin adams <colin@cobradev.demon.co.uk> wrote: 


>Data is loaded in 2 sections because my *.pxe resides at-: 
>[text] 80100000 - 801116ef. [.rdata] 80111680 - 801117cf. 
>[.data] 80111740 - 80111Եօք. [.sdata] 80111Ե40 - 80111c5f. 
>The *.pxe size = 81920 bytes. 

>Q? Can someone explain these sections? 


.text is the executable machine code representing your C code. 
-rdata is read-only data (eg strings). 

.data is the space for initialised variables. 

.sdata is the space for initialised variables smaller than a certain 
size in bytes (default 8). 


>I Saw a program called SIZE.exe in the Gnu directory. I managed to get 
>it running. 

>(No Docs) 

>Q?. Are there any more docs on Gnu? via Ftp?, Website? 


http://www.delorie.com 
http://www.cygnus.com 


>SIZE.pxe reports-: TEXT DATA BSS DEC HEX FILE 
> 71408 1392 563380 636180 9B514 MAIN.PXE 
>Q? Can someone explain these sections? 
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—-MESSAGE FILE 1624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00320 


-—-MESSAGE FILE 1625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000321 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Thu, 12 Feb 1998 18:19:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6ébvee7Sbej8@chuka.playstation.co.uk> 
References: <6bvdbe$7q21@emeka.playstation.co.uk> 
NNTP-Posting-Host: userl879.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm only upset for purely personal reasons. 1 got mine last week and paid 
the full wack ? 
Any chance refunding the difference ? I'm quite upset ! 


Steve Dunn. 


George_Bain@Playstation.sony.com wrote in message 
<6ébvdbe$7q21@emeka.playstation.co.uk>... 

>From: George_Bain@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

> 

> 

>Hi there, 

> 

>Well with the introduction of Net Yaroze games on cover discs, the Net 
>Yaroze has 

>become more popular then ever. So to make you feel beter, why not code 
>some 
>cool game so we can have it on cover disc. Good - luck! 

> 

> 

>George@SCEE 

> 

D> >>> >>> >>> >>> >>> >>> >>> >>> >>> >> >> >>> >> >> >>> >> >>> >>> >>> >>> >>>>>>>>>>>>>>>>>> 
> 

>Does anyone else feel a little narked about this 'price drop'? 

>A reduction such as this would be justified if: 

>- Yaroze were a mass-market machine 

>- Yaroze were competing against another format 

>- Sony were bothered about how many they'd sold 

>- The Playstation is going out of fashion 

>As Sony has often said before, these are not true. 

>I'm a little rattled that, after as little as ten months, the price has 
>dropped so dramatically. Presumably they had to cut back on the 
>manuals...? 

>Can anyone from SCEE say anything to make me feel better about this? 
>James (~mrfrosty). 

> 


> 
> 
> 


—-MESSAGE FILE 1625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00321 


—-MESSAGE FILE 1626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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TEXT = .text 

DATA = .data 

BSS = the .bss section, which is space for uninitialised variables. 
This area is cleared with zeroes when the program image is loaded, but 
the zeroes aren't stored in the game file itself (since this would be 
silly). 


Dunno about the rest of the Q's though... 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 15217 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000085 


—--MESSAGE FILE 15218 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000086 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Have I Run Out of Memory? 

Date: Thu, 14 Aug 1997 10:09:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <33F2CB53.4459@interactive.sony.com> 
References: <33F2851D.2FD1@cobradev.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


adams wrote: 


Q 
O 
ւռ 
H- 
5 


> 

> Hello all 

> 

> I am Still having Memory Problems with my Project. 

> It seems that I have run out of Memory. My Project Data + 

> *.pxe Totals only 719,763 bytes (less than a meg). 

> 

> Q? What is the Total Memory Capacity for Yaroze Projects? 
0x170000. 

> 

> The Memory regions-: 80120000-8018ffff have been inaccessible 

> for some time. Tmds loaded into this region result in either-: 

> a) Code not supported. 

> b) 0x8 not initialised. 

> c) Failure to appear on Screen. 

> 

> I ignored this because I suspected the boot disk was using this memory. 
> BUT as the code grows 90k+, the memory regions 80190000 + are also 
> corrupted. 

> Data which worked previously, now throws up the errors previously 
> mentioned. 

> Its as if the memory is wiped out when the program executes. 

> 

> Q? Whats going on? 


It's the BSS section wiping that area of memory. 


> 
> Օշ Have I Run Out of Memory? 


Yes 


> Q? is it possible to modify any of this via mipspsx.x 7 
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> 
Don't think so. 


Your BSS section seems really big, what size ordering table are you 
using, and how many? 


Stuart 
—-MESSAGE FILE 15218 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000086 


—-MESSAGE FILE 15219 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000087 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Have I Run Out of Memory? 

Date: Thu, 14 Aug 1997 10:22:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <33F2CE4E.3EC3@interactive.sony.com> 
References: <33F2851D.2FD1@cobradev.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


adams wrote: 


Q 
O 
pa 
H- 
| 


Hello all 


I am Still having Memory Problems with my Project. 
It seems that I have run out of Memory. My Project Data + 
*.pxe Totals only 719,763 bytes (less than a meg). 


Q? What is the Total Memory Capacity for Yaroze Projects? 
This is the situation. 


I have game data loaded in memory regions-: 
1. 80090000 - 800e86cb. tmds, sound, map-data. 
2. 80190000 - 801fd9fb. tmds. 


Data is loaded in 2 sections because my *.pxe resides at-: 
[text] 80100000 - 801116ef. [.rdata] 80111680 - 801117cf. 
[.data] 801117d0 - 80111Եօք. [.sdata] 80111bd0 - 80111c5f. 
The *.pxe size = 81920 bytes. 


Q? Can someone explain these sections? 


The Memory regions-: 80120000-8018ffff have been inaccessible 
for some time. Tmds loaded into this region result in either-: 
a) Code not supported. 

b) 0x8 not initialised. 

c) Failure to appear on Screen. 


I ignored this because I suspected the boot disk was using this memory. 
BUT as the code grows 90k+, the memory regions 80190000 + are also 
corrupted. 
Data which worked previously, now throws up the errors previously 
mentioned. 

Its as if the memory is wiped out when the program executes. 


Q? Whats going on? 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VY 


Basically, the four sectors of program that you mention above 
(text, rdata, data, sdata) are NOT the only memory space that your 
program uses. The globals used by your program extend beyond that. 
The best way to find out exactly what areas of memory your program 
occupies is to generate a mapfile; under GNU, specify 
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-Xlinker -Map -Xlinker mapfile as a linker options; 
under CodeWarrior there is probably some IDE option to build a mapfile. 
The mapfile will tell you all memory locations user by your program. 


It sounds as if you may want to find ways to reduce the space consumed 
by global variables in your program. 


NOTE that the boot disc/program DOES NOT use any memory 
above 0x80090000 except for the very top of memory (eg above 0x801ff000) 
where there is a system stack, next to which is your program stack. 


I Saw a program called SIZE.exe in the Gnu directory. I managed to get 
it running. 
(No Docs) 


Q?. Are there any more docs on Gnu? via Ftp?, Website? 


SIZE.pxe reports-: TEXT DATA BSS DEC HEX FILE 
71408 1392 563380 636180 9B514 MAIN.PXE 


Q? Can someone explain these sections? 
Q? Have I Run Out of Memory? 
Q? is it possible to modify any of this via mipspsx.x ? 


Thanks in advance. 


Colin Adams 

Cobra Developments 

Email: colin@cobradev.demon.co.uk 

See HSFK PlayStation Yaroze Demo at-: 

http://www. cobradev.demon.co.uk/ 

—-MESSAGE FILE 15219 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000087 


VVVVVVVVVVVVVVV VV VV VV VV 


—--MESSAGE FILE 15220 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000088 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Maybe useful titbits + memory notes + give us more work if you love us real 
ly 

Date: Wed, 20 Aug 1997 15:10:00 GMT 

Organization: Into Beyond 

Lines: 367 

Message-ID: <33fdfd81.2876030@news.playstation.co.uk> 

References: <33F2851D.2FD1@cobradev.demon.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


This email is pretty big and has various examples at the bottom...read 


on.. 


On Wed, 13 Aug 1997 21:10:05 -0700, colin adams 
<colin@cobradev.demon.co.uk> did quoth at me: 


>I have game data loaded in memory regions-: 
>1. 80090000 - 800686ՇԵ. tmds, sound, map-data. 
>2. 80190000 - 801fd9fb. tmds. 


I can only tell you how my code works.... 
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Code starts at 80090000 rather than 80100000. 


From the info printed you can see how the various code sections are 
allocated. Also create a mapfile to see exactly how far your BSS 
variables go into memory. By organising the linking order so that your 
Primitive memory is last in the list, you can allow for a few memory 
overruns to a certain extent (well, rather uncertain due to primitive 
memory being double buffered, but better than nothing). 


You should be able to download data to any part of ram above 80090000 
but you obviously don't want to conflict with your data segments. 


The stack starts from 801fff00 I think, and goes down. I use a macro 
to print the current stack value at the start of certain functions, 
but I don't ever use much stack. 


volatile long r28, r29, r30; 
#define PrintRegs 
\ 
` asm__ volatile ("usw $28, r28"); \ 
__asm__ volatile ("usw $29, r29"); \ 
__asm__ volatile ("usw $30, r30"); \ 
D(logf("\n%-1ls 2044 Reg: GP:0x%08x SP:0x%08x FP:0x%08x\n\n", 
FILE Ի LINE r E28; Է29,. ԷՅ0))» 


..-where D(logf)) is part of my debug code, but is effectively printf. 
Remember to remove the 2nd bracket at the end if you just use printf ! 


[this could probably be done better, but hell, if works] 


GP = global pointer 
SP = stack pointer 
FP = frame pointer 


When dling an exec to the Yaroze the basic info is printed anyway, but 
I had some problems to wanted to verify a few things. 


Another useful thing to do is to fill all unused memory with e.g. 
OxObadf00d, and at various points in your code (esp. exit) you should 
verify that memory still contains this value. If it doesn't then you 
have either: 


a) Overwritten parts of memory you shouldn't have 
or 


b) Accidently filled memory that is bart of your BSS or data 
segments. 


The Amiga had a great program called mungwall for this. 


If you are using malloc for memory requests I suggest writing several 
wrapper functions to deal with memory handling. My memory handlers, as 
well as handling multiple memory types (both hardware types and 
software types), also have optional debug variations. They 
automatcially generate both checksums and prerun/overrun checking 
data, and this data is verified during all memory operations. 


Apart from anything else, good memory handlers allow you to bulk 
return all your e.g. TMD ram in one go. When allocating ram, I can say 
it is for TMD objects, sound objects,. 3d data, etc. I can then either 
return data individually, in which case I can request an error to be 
given if that memory isn't allocated, or I can just return all memory 
allocated to that type in one call. Easy way of keeping track of 
things! 


Finally, it also keeps logging information on memory requests and so 
on. 


Some useful bits... 


From my makefile: some is a little hacked as I kept having probs with 
the linker as a separate module, and I'm also close to some linking 
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limits. 
version = normal 


compiler = gcc 


ccoptions_normal = -w -c 

ccoptions_debug = -w -g -DDEBUG -DASSERT_ON -c 

ccoptions_optimise = -w -02 -UDEBUG -UASSERT_ON -DOPTIMISE -c 
ccoptions = $(ccoptions_S$ (version) ) 

linker = gcc 

linkoptions_normal = -Xlinker -Ttext -Xlinker 80090000 -Xlinker -Map 
-Xlinker map.txt 

linkoptions_debug = -Xlinker -Ttext -Xlinker 80090000 -Xlinker -Map 
—-Xlinker map.txt 

linkoptions_optimise = -Xlinker -Ttext -Xlinker 80090000 -Xlinker -Map 
—-Xlinker map.txt 

linkoptions = $(linkoptions_$ (version) ) 


# 3d.o should always be last in this list 

objects = pad.o vb_int.o sincos.o system.o level.o player.o sound.o 
effects.o game.o menu.o col.o sfx.o 3d.o 

base_headers = global.h types.h debug.h psxdefs.h abyss.h 


main: main.o S(objects) 
$(linker) $(linkoptions) $< S$(objects) -o $@ 


vb_int.o: vb_int.c vb_int.h types.h psxdefs.h 
S(compiler) $(ccoptions_normal) $< 


S(compiler) S$(ccoptions) $< 
main.o: main.c S$(base_headers) game.h system-.h 


system.o: system.c $(base_headers) system.h level.h sound.h pad.h 
vb_int.h sfx.h 


etc: 


From the MAP.TXT file: by linking 3d.o last I can ensure my PacketArea 
is the last thing is my list. This is the very bottom of my MAP file 
generating by the linker, and shows me where I can start downloading 
data via our dumpaddress tool (see the website). 


800bd0e0 PacketArea 
801323e0 801323e0 end =. 
801323e0 801323e0 _end =. 

OUTPUT (main ecoff-littlemips) 


From the dumpaddress config file: this makes life simple for placing 
data in the ps-x ram. Dumpaddress uses the config file to create 
dumpaddr.h and an AUTO batch file. In fact our 3ds scene converter 
generates texture size information so I don't need most of these 
labels. The dumpaddr program also allows you to enter any SIOCONS 
command into the AUTO file incidently. 


ALIGN LONG 


BASE 0x80140000 

FILE X:\yaroze\projects\m\sounds\mlsnds.vh SFX_H 
FILE X:\yaroze\projects\m\sounds\mlsnds.vb SFX_B 
DEFINE TEXTURESTART_ADDR 

FILE X:\yaroze\projects\m\cestib\wood.tim TEXT_WOOD 
FILE X:\yaroze\projects\m\cestib\rain.tim TEXT_TIM 
etc. 

FILE X:\yaroze\projects\m\cestib\cestib.scn SCNE 

EXE main 

BATCH go 


From our 3ds file converter/scene editor: it stores all sorts of 
additional properties - note the very readable ASCII internal save 
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format. This makes errors very easy to find, and even adjust. 


logfile notes below. Note we support some ps-x options like 


transparency through some appropriately selected 3DS4 option. 


SceneName Ultimate Wibbly Flibble 
SceneExtBackgroundColour 0x8c8159 
SceneExtEnvDisplacement 60,102,140,20 
SceneExtPlayer 4096,155648,11,-409,136 
SceneExtStart -7500,0,-149,3072,0,0 
SceneExtAmbient 3248, 3248, 3048, 3072, 3072, 3072,256 
SceneExtFog 0,-5039,19565822 

SceneExtFogColour 0x000000 

SceneExtLevel pickupicon.tim, 50 


MaterialName CONSTRUCT TREE 
MaterialType FLAT TEXTURE 
MaterialFlags FACEMAP TRANSPARENCY 
MaterialColour 0x000000 
MaterialTransparency 1 
MaterialTexture WOOD.BMP 


etc. 
[this is an animated texture] 


MaterialName SCREEN 01 
MaterialType FLAT TEXTURE 
MaterialColour 0x000000 
MaterialTexture BOBO001.BMP 
MaterialTexture BOB0O002.BMP 
MaterialTexture BOB0O003.BMP 
MaterialTexture BOB0O004.BMP 
MaterialTexture BOB0O005.BMP 
MaterialTexture BOB0O006.BMP 
MaterialExtFrameRate 8 


ete. 


ObjectName Object.gnd 

ObjectTranslation -437.472015, 3169.653076,750.883423 
ObjectNoVertices 21 

ObjectNoNormals 21 

ObjectNoPolygons 16 

Vertex -1052.439087,-976.793701,0.000000 

etc. 

Normal 0.000000,0.000000,1.000000 

etc. 

Polygon 19,17,20,19,15,17,OBJECT 

FLOOR, 0.500000,0.999509,0.000000,0.999507,0.500000,0.499509 
ete. 

ObjectExtFlags GROUND 

ObjectExtSubDivision 3 

ObjectExtSubDistance 500 

ObjectExtScaling 1.010000 


et, 


PathName Lighting Path 1 

PathType LIGHTING 

PathExtLighting 0,0 

PathNoPoints 2 

PathVector 0.000000,0.000000,100.000000 
PathLightingVector 0,0x000000,0,0,0 
PathVector 0.000000,0.000000,0.000000 
PathLightingVector 0,0xe3c61c,0,90,0 


etc. 


From a logfile: view this without a proportional font! It is important 
to have READABLE log information. i.e. know how to use printf. 


° 


For all addresses use 0x%08x, signed numbers could use % 04d, 


See the 


CEC. 


Filling in the blank zeros and so on makes everything align nicely, 
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thus making errors much easier to spot. This sort of thing takes no 
time at all and is fantastic for debugging with. 


>>local auto auto 
>>go 
main.c 0042 Reg: GP:0x800af890 SP:0x801fff08 FP:0x801fff08 


Version 1.21 
Select & Start to Quit 


ResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 


+++ Loading Sound Data +++ 


+++ Level Data Areas Being Cleared +++ 


+++ Loading Scene flibble.scn +++ 


+++ Remap New Scene Pointers +++ 

Objects -> Address: 0x80170f54 Offset: 0x00000154 

Textures -> Address: 0x80172134 Offset: 0x00001334 
Tmd -» Address: 0x801730d0 Offset: 0x000022d0 


+++ Scene Information +++ 
Name: Ultimate Wibbly Flibble 
Version: 1 Revision: 9 Objects: 22 Textures: 27 


+++ Loading Icons +++ 


+++ Loading Scene.lision Data +++ 


+++ Loading 027 Textures +++ 

000 TXTROOO1L.tim -> initialising texture pointers 
001 TXTROOO2.tim -> initialising texture pointers 
002 TXTROOO3.tim -> initialising texture pointers 
003 TXTROOO4.tim -> initialising texture pointers 
004 TXTROOOS5.tim -> initialising texture pointers 


etc. 


+++ Initialising 027 Tims +++ 
000 TXTR0001.tim (000) 0x00001334 -> 0x80148270 TimInfo 


001 TXTROOO2.tim (001) 0x000013c8 -> 0x8014c490 TimInfo 
002 TXTROOO3.tim (002) 0x0000145c -> 0x801506b0 TimInfo 
003 TXTROOO4.tim (003) 0x000014f0 -> 0x801548d0 TimInfo 
004 TXTROOOS5.tim (004) 0x00001584 -> 0x80158af0 TimInfo 


( 

( ) 
( ) 
( ) 
( ) 

005 TXTROOO6.tim (005) 0x00001618 -> 0x8015cd10 TimInfo 

( ) 
( ) 
( ) 
( ) 


006 TXTROOO7.tim (006) 0x000016ac -> 0x80160f30 TimInfo 
007 TXTROOO8.tim (007) 0x00001740 -> 0x80165150 TimInfo 
008 TXTROOO9.tim (008) 0x000017d4 -> 0x80169370 TimInfo 
009 WATROOO1.tim (009) 0x00001868 -> 0x8016d590 TimInfo...8 frame anim 


(00) 


017 PLANT_O1.tim (017) 0Ox00001d08 -> 0x8016e790 TimInfo 

018 PLANT_0O2.tim (018) 0x00001d9c -> 0x8016efd0 TimInfo 

019 BRLSOOO1.tim (019) 0x00001e30 -> 0x8016f810 TimInfo...8 frame anim 
(01) 


etc 


+++ Initialising Lighting Data +++ 


+++ Copying to VRam from 027 Tims +++ 
000 TXTROOO1L.tim -> VRam 
001 TXTROOO2.tim -> VRam 
002 TXTROOO3.tim -> VRam 
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003 TXTROOO4.tim -> VRam 
004 TXTROOOS.tim -> VRam 
005 TXTROOO6.tim -> VRam 
006 TXTROOO7.tim -» VRam 
007 TXTROOO8.tim -> VRam 
008 TXTROOO9.tim -> VRam 
009 WATROOO1.tim* -> VRam 
017 PLANT_O1l.tim -> VRam 
018 PLANT_02.tim -> VRam 
019 BRLSOOO1L.tim* -> VRam 
+++ Copying Icons to VRAM +++ 


+++ Initialising 022 
000 plant01 


F1:0x00000000 


001 plant04 


F1:0x00000000 


( 
( 


021 ba06.2dcol ( 


F1:0x00000048 


000) 


001) 


021) 


Object 3D Handlers +++ 
—> X:-00610 Y: 


-» X: 00578 Y: 


—> X: 00354 Y:-02122 Z: 


+++ Updating TMD Data +++ 
Addr: 0x801730d0 
000 plant01 
001 plant04 


etc 


Offset: 
Offset: 


Of 


fset: 0x000022d0 
0x000022dc 0032 primitives 
0x000022f8 0032 primitives 


+++ Collision Detection Data +++ 


Remapping... 


+++ Reseting Player Data +++ 


[game log data here when I have a bug!] 
0 03 1024 1024 T:1024 M:0017 D:0060 
B:000 255 072 

0 03 1024 1024 T:1024 M:0019 D:0060 
B:000 255 080 

SEC sce 

Total Render Time: 83880 ms 
Average Frame Time: 48 ms 

Frames Rendered: 1720 

Average Frame Rate: 20 fps 


Regards 


r 


Alex Amsel 


+ Tuna Technologies + Windows 95/NT, 
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00923 Att:0x0080 


00654 Att:0x0080 


02085 Att:0x0080 


R:000 255 072 G:000 255 072 


R:000 255 080 G:000 255 080 


Console and Internet + 


+ The PC/PS-X Game Tools and Game Development Specialists + 
+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 


——MESSAGE FILE 15220 END: net-yaroze-usenet/00000001-SCE] 


piler/00000088 


E/yaroze/programming/gnu_com 


——MESSAGE FILE 15221 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000089 


Path: chuka.playstation.co.uk!news 
(Alex Amsel) 


From: alex@teeth.demon.co.uk 
Newsgroups: 
: Re: Maybe useful titbits + memory notes + give us more work if you love us 


Subject 
really 


Date: Thu, 


scee.yaroze.programming.gnu_compiler 


21 Aug 1997 13:38:22 GMT 


Net Yaroze newsgroups message dump.txt Page 10279 


Organization: Into Beyond 

Lines: 18 

Message-ID: <33fe3481.7411665@news.playstation.co.uk> 
References: <33F2851D.2FD1@cobradev.demon.co.uk> <33fdfd81.2876030@news.playstation. 
co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On Wed, 20 Aug 1997 15:10:00 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
did quoth at me: 


>b) Accidently filled memory that is bart of your BSS or data 


AAAA 


Damn that Simpson fella. He gets everywhere. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 15221 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000089 


—-MESSAGE FILE 15222 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000090 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Maybe useful titbits + memory notes + give us more work if you love us 

really 

Date: Thu, 21 Aug 1997 13:38:24 GMT 

Organization: Into Beyond 

Lines: 99 

Message-ID: <33ff3629.7835315@news.playstation.co.uk> 

References: <33F2851D.2FD1@cobradev.demon.co.uk> <33fdfd81.2876030@news.playstation. 
co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Some people have had problems finding a way to encode actual texture 
information into TMDs without knowing all the TIM info beforehand. 


As usual, there is quite an easy solution but it does require a bit of 
work. Maybe I ought to do a proper tutorial with example code and 
stuff sometime!! 


Within TMD primitives is information on the CLUT and TEXTURE PAGE of 
the texture to use. Ordinarily this is filled in the TMD data file you 
download to the PS-X. However, perhaps you have just written a 
converter to convert 3ds scenes to TMD scenes. 


If you have kept the texture (or material) information you can build a 
list of all the textures used. 


e.g. 


Woodl1 
Wood2 
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Wood3 
Metall 


In this example imagine our object uses the above 4 textures. If this 
list is saved out as an array we can think of them as texture[0], 
texture[1], texture[2] and texture[3]. 


When exporting the TMD data we can thus use the currently empty CLUT 
entry or TEXTURE PAGE entry in the primitive structure to store the 
index value of the texture to use on that primitive. 


To ensure these texture indices are useful we must ensure that the 
textures can stil be referenced by the same number. 


i.e. Texture 0 must still refer to Woodl. 


The easiest way is to simply download them to the Yaroze in this 
order, but it is not the only way. 


Now we have everything but the actual CLUT and TEXTURE PAGE 
information itself. 


Consider what we do have - we know the texture to be used on each 
primitive, we have loaded up the TIM file and have access to the usual 
GsIMAGE data, and we have GetClut and GetTPage calls. 


All that is needed is to parse through the primitive structure doing 
the following: 


Load the texture index 

Check the GsIMAGE structure for that texture 

Call GetClut and fill the CLUT entry 

Call GetTPage and fill the TPage entry 

Adjust the u,v co-ordinates if your texture is not exactly ona 
boundary. 


+ * * * * 


This last bit is not so easy as you might think. You must take into 
account the colour depth of the image 


This later process can be time consuming to program as you must be 
able to deal with all sorts of different types of primitive, skipping 
the correct amount of data if appropriate. To make matters worse you 
must also remember to take account of the manner in which the TMD 
object is altered by the GsLinkObject call. I think details on this 
are covered in an earlier posting from Jim. 


Another important consideration is how to deal with objects that have 
already been 'remapped'. If you are like us and have to download a lot 
of data for your project, you'll also only be downloading the modified 
executable each time. Afterall, all your original gfx and suchlike 
will be in main ram unless you have overwritten them. However, if you 
try remapping an object that is already remapped, you'll run into all 
sorts of problems. One solution is to use a flag, similar to that used 
by Sony themselves in some cases. 


3 cases should be considered: 
1) Unmapped - the data needs remapping. This is the saved value 


2) WIP - Work in Progress - some data has been amended - I use this 
incase I quit out the program due to an error. In this case I can tell 
the object is partially remapped and needs downloading again, hence I 
quit out with an appropriate error. 


3) Remapped - the data has been remapped and needn't be touched again 


All the work is worth it however. No longer do you need to lose your 
texture information. No longer do you need to use any dodgy tools, DXF 
or RSD format. And you can quickly update and reposition all your 
textures without reference to your original TMD object. 
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0000322 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Thu, 12 Feb 1998 18:44:25 -0000 

Organization: Yaloozer 

Lines: 18 

Message-ID: <6ébvfjpS$bej9@chuka.playstation.co.uk> 
References: <6bvdbe$7q21@emeka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 
>Well with the introduction of Net Yaroze games on cover discs, the Net 
>Yaroze has 


>become more popular then ever. So to make you feel beter, why not code 
>some 

>cool game so we can have it on cover disc. Good - luck! 

> 


Did anyone get a yaroze game with their feb PSM? Or was it just mine was a 
duff disc? 


Anyway, now when my friends ask how much a Net Yaroze costs, I can tell them 
its only 3 times as much as a regular playstation and not feel like a 5 
times divvy..... 


Gr (rrrrr) aeme 


—-MESSAGE FILE 1626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00322 


-—-MESSAGE FILE 1627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000323 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Fri, 13 Feb 1998 10:33:53 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 12 

Message-ID: <34E386E1.B731116E@cybec.com.au> 

References: <6bvdbe$7q21@emeka.playstation.co.uk> <6bvfjpSbej9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Graeme Evans wrote: 
> Did anyone get a yaroze game with their feb PSM? Or was it just mine was a 
> duff disc? 


I just bought Australian PSM and 'Clone' was on the cover disk, which 
according to the News page on the Yaroze site you guys had on the 
Christmas issue. The UK Feb mag was supposed to have Bouncer II, by 
Scott Eveans. 


I doubt your CD alone was a dud. Pity. 


Toby. 
—-MESSAGE FILE 1627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00323 


—-MESSAGE FILE 1628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000324 
Path: chuka.playstation.co.uk!news 
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Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 15222 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000090 


——MESSAGE FILE 15223 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000091 

Path: chuka.playstation.co.uk!news 

From: "Alexander Jakes" <alex.jakes@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: 2 Sep 1997 09:58:44 GMT 

Organization: UUNET 

Lines: 27 

Message-ID: <01bcb787Sd76f6100Sf9f082cl@bass> 

References: <335BF646.AD6@compuserve.com> <335AF994.28F6@micronetics.com> <335E50E6. 
221@compuserve.com> <335D39A7.10A8@micronetics.com> <3360249e.3889587@news.playstati 
on.co.uk> 

NNTP-Posting-Host: aa249.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


I get the same problem. I'm using the DOS that comes with Window95 ver 
4.000.950. 


Anyone got any ideas? 
Thanks, 


Alex 


Alex Amsel <alex@teeth.demon.co.uk> wrote in article 

<3360249e.3889587@news.playstation.co.uk>... 

> On Tue, 22 Apr 1997 23:20:23 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


> Try 4dos or an alternative. 


> 

> 

> 

> 

> 

> Works for us in 4dos from make and just playing with it in wmake 
> (watcom). 
> 
> 
> 
> 
> 
> 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


—-MESSAGE FILE 15223 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000091 


—-MESSAGE FILE 15224 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000092 

Path: chuka.playstation.co.uk!news 

From: “Alexander Jakes" <alex.jakes@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: 2 Sep 1997 10:07:26 GMT 

Organization: UUNET 

Lines: 30 

Message-ID: <01bcb789S0ea49180Sf9f082cl1@bass> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <3365D3B7.5111@interactive.sony.com> <33665559.5A78B720@hypemeister. 
bb. bawue.de> <33799172.63C4@interactive.sony.com> 

NNTP-Posting-Host: aa249.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 
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I have tried working through the GDB documentation and still cannot get it 
to work. 

I connect using com3 and have DTLH3000 set accordingly, but when I type 
target hss com3 I get the messages: 


Remote debugging using com3 
hss_putpkt: write failed: Unknown error 101. 


Can any one help? 


I am an experienced GDB/GCC user and have used them for two years on the 
NEXT platform. 


Thanks, 

Alex 

Developer Support <ps_yaroze@interactive.sony.com> wrote in article 
<33799172.63C4@interactive.sony.com>... 

> We have finally figured out how to work GDB, 


and have made a first draft document on it. 


This will be posted to the website (perhaps Manual Additions 
section) in the next day or so. 


Let us know how you find it 


Lewis 


VVVVVVVV VV 


—-MESSAGE FILE 15224 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000092 


--MESSAGE FILE 15225 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000093 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: Tue, 02 Sep 1997 11:32:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <340BEB54.732A4068@micronetics.com> 

References: <335BF646.AD6@compuserve.com> <335AF994.28F6@micronetics.com> <335E50E6. 
221@compuserve.com> <335D39A7.10A8@micronetics.com> <3360249e.3889587@news.playstati 
on.co.uk> <Olbcb787Sd76f£6100S£9f082cl1@bass> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Alexander Jakes wrote: 


> 

> I get the same problem. I'm using the DOS that comes with Window95 ver 
> 4.00.950. 

> 

> Anyone got any ideas? 

> 

Alex, 

Try a decent command shell like ndos or 4dos. I use ndos that comes 


with Norton Utils 8. You should then be able to redirect stderr. 


Regards 


-JiM 
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—-MESSAGE FILE 15225 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000093 


—--MESSAGE FILE 15226 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000094 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Redirect gcc >file 

Date: 2 Sep 1997 17:25:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01bcaa2d$c8551280$c793989e@fourny.demon.co.uk> 

References: <335BF646.AD6@compuserve.com> <335AF994.28F6@micronetics.com> <335E50E6. 
221@compuserve.com> <335D39A7.10A8@micronetics.com> <3360249e.3889587@news.playstati 
on.co.uk> <0lbcb787Sd76f6100Sf9F082cl@bass> <340BEB54.732A4068@micronetics.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> 

> Alex, 

> 

> Try a decent command shell like ndos or 4dos. I use ndos that comes 
> with Norton Utils 8. You should then be able to redirect stderr. 
> 

> 

> Regards 

> 

> -JiM 

> 


How about a bash shell? You can get the free cygwin32 port for win95/NT 
from 

http: //www.cygnus.com/misc/gnu-win32 

You only need the binaries. Start the bash shell from your dos prompt (no 
need for messy registry stuff) and you get an entire gnu development 
environment, sed 

and everything. As much redirection as you want. 


—-MESSAGE FILE 15226 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000094 


—-MESSAGE FILE 15227 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000095 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@angst.forefront.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Wed, 03 Sep 1997 11:25:42 +1000 

Organization: Forefront Software Services 

Lines: 40 

Message-ID: <340CBC96.AF4298F0@angst.forefront.com.au> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <3365D3B7.5111@interactive.sony.com> <33665559.5A78B720@hypemeister. 
bb. bawue.de> <33799172.63C4@interactive.sony.com> <01bcb789S0ea49180Sf9f082cl1@bass> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


Alexander Jakes wrote: 


> 

> I have tried working through the GDB documentation and still cannot get it 
> to work. 

> I connect using com3 and have DTLH3000 set accordingly, but when I type 

> target hss com3 I get the messages: 

> 

> Remote debugging using com3 
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> hss_putpkt: write failed: Unknown error 101. 

> 

I've got gdb to work fine under linux. The differences shouldn't be all 
that big. I copied the .gdbinit file straight from the psx cd, and that 
created a macro called start-—remote-debugging. all i do is: 


~> psxfer exename 
~> gdb exename 
(gdb) start-remote-debugging 


psxfer starts the remote debugger, so I'd imagine that all you'd need 
to do is use siocons to do the same thing (after transferring the 
executable), port psxfer to dos, or write another version of it. I also 
have real problems with hss at 115.2K, because it doesn't do checksums, 
and so I get frequent corruption. 57.6 is as fast as I can drive it. 


<controversial> 

To be very blunt about it, I found both the gnu tools under dos, and 
the codewarrior tools under win95/NT to be either unusable, or a load 
of rubbish, and since building my own environment for linux, I 
haven't looked back. The only thing I lack now is a modeller, and 
since I'm much more interested in realtime generation of 3d objects, 
that's not an important issue for me. 

</controversial> 


Toby 


Toby Sargeant + The sun describes its lonely arc, 
gothic@sirwal.mmcc.monash.edu.au A brilliant ballet of red and blue, 
[c|C++|perl|680x0|80x86|lisp|1m1] Drawing the soft mist of starlight 

[HTML |vim|Linux|poetry|music| art] Shivering expectantly in its wake. 

—-MESSAGE FILE 15227 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000095 


—-MESSAGE FILE 15228 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000096 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: 3 Sep 1997 18:01:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bcaa57$e0292200$c793989e@fourny.demon.co.uk> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <3365D3B7.5111@interactive.sony.com> <33665559.5A78B720@hypemeister. 
bb. bawue.de> <33799172.63C4@interactive.sony.com> <01bcb789S0ea49180Sf9Ff082cl1l@bass> 
<340CBC96.AF4298F0@angst.forefront.com.au> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> <controversial> 

> To be very blunt about it, I found both the gnu tools under dos, and 
> the codewarrior tools under win95/NT to be either unusable, or a load 
> of rubbish, and since building my own environment for linux, I 

> haven't looked back. The only thing I lack now is a modeller, and 

> since I'm much more interested in realtime generation of 3d objects, 
> that's not an important issue for me. 

> </controversial> 


Tell us about your environment and what sort of tools you can get for 
linux. Do you have the snazzy graphical xwindows debugger? 


—-MESSAGE FILE 15228 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000096 


—-MESSAGE FILE 15229 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000097 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@angst.forefront.com.au> 
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Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: How do I use GDB ? 

Date: Thu, 04 Sep 1997 17:24:47 +1000 

Organization: Forefront Software Services 

Lines: 41 

Message-ID: <340E623F.AAB9FDO5@angst.forefront.com.au> 

References: <335D1464.3C1E0345@hypemeister.bb.bawue.de> <33626150.747C4ECF@hypemeist 
er.bb.bawue.de> <3365D3B7.5111@interactive.sony.com> <33665559.5A78B720@hypemeister. 
bb.bawue.de> <33799172.63C4@interactive.sony.com> <01bcb789S0ea49180Sf9f082cl1l@bass> 
<340CBC96.AF4298F0@angst.forefront.com.au> <01bcaa57$e0292200$c793989e@fourny.demon. 
co.uk> 

NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


Graeme Evans wrote: 


<controversial> 

To be very blunt about it, I found both the gnu tools under dos, and 
the codewarrior tools under win95/NT to be either unusable, or a load 
of rubbish, and since building my own environment for linux, I 
haven't looked back. The only thing I lack now is a modeller, and 
since I'm much more interested in realtime generation of 3d objects, 
that's not an important issue for me. 

</controversial> 


VVVVVVVV 


Tell us about your environment and what sort of tools you can get for 
linux. Do you have the snazzy graphical xwindows debugger? 


VVVVVVVVVV VV 


after spending an entire undergraduate degree using gdb in text mode, 
i haven't really found all that much use for xxgdb, but seeing as it 
just sits on top of gdb, i suppose it could be used.. 


basically, i'm using: 

* vim5 with syntax highlighting and the perl/python extensions 

* gcc/gas/gdb/make 

* gimp for graphics (no TIM plugin yet, but that's a minor issue) 
* psxfer for transferring data 

x 


perl/python for anything else i need (including an extensible 

gui siocons, once i get around to writing it) :) 

* there's a povray modeller for linux that i'm going to take a look 
at too, and if it'll export triangle or quad meshes, then i'll 
look at using that, too. 


that said, i've been informed by someone at metrowerks that a lot of my 
codewarrior gripes are addressed in the second release, so all this 
might change. especially seeing as the win32 ports of python and perl 
mean that anything i develop now i'll be able to keep if i switch back. 


Toby. 


Toby Sargeant + The sun describes its lonely arc, 
gothic@sirwal.mmcc.monash.edu.au A brilliant ballet of red and blue, 
[c|c++|per1|680x0|80x86|lisp|1m1] Drawing the soft mist of starlight 
[HTML | vim|Linux|poetry|music|art] Shivering expectantly in its wake. 

—-MESSAGE FILE 15229 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000097 


—-MESSAGE FILE 15230 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000098 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: gdb for Windows (informational) 

Date: Tue, 09 Sep 1997 10:36:32 GMT 

Organization: SN Systems 

Lines: 27 

Message-ID: <5v38gqSaal6@chuka.playstation.co.uk> 
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Reply-To: gil@snsys.com 
NNTP-Posting-Host: gil.snsys.com 
X-Newsreader: Forte Free Agent 1.0.82 


Wotcher, honourable Yaroze squires & squirrels. 


All this burbling about gdb has reminded me that last year we found 
the source for a Windows front-end to gdb which Steve Chamberlain at 
Cygnus Support had written in his spare time. We got it compiling but 
didn't bother configuring it in any advanced way (ie to operate 
remotely, although apparently the facility was included). 


If anyone is interested in a visual interface to gdb, this might at 
least jumpstart the process, if not entirely supplant the need for 
coding. 


The (slight) problem is that Chamberlain no longer works at Cygnus; he 
recently told Martin that the source is "out there", but we couldn't 
find a copy ourselves, having thrown away the copy from last year. 


So if anyone can find it and get it working (sounds like a job for 
SCEE, I'd say, but, then again, perhaps not) this might make gdb more 
fun to use. 


Cygnus are at http://www.cygnus.com, should anyone feel like making a 
start at tracking it down. 


Gil Jaysmith 

SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.snsy 
s.com 

Disclaimer: the ads are my employers' but the opinions are mine. 


—-MESSAGE FILE 15230 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000098 


—--MESSAGE FILE 15231 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000099 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: a <"leanne.m@virgin.net"@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: RHIDE!!! 

Date: Sat, 20 Sep 1997 18:59:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <600te6$5322@emeka.playstation.co.uk> 

NNTP-Posting-Host: p41-barbet-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi, 
A simple question ;- 


Can I use RHIDE (Great Borland style IDE for DJGPP) with yaroze 
GNU? 


If so, how??? 

All the best, 

Ian T. 

—-MESSAGE FILE 15231 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000099 


—-MESSAGE FILE 15232 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000100 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk! news 
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From: Kev <shkwav@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: RHIDE!!! 

Date: Sat, 20 Sep 1997 18:54:16 +0100 
Organization: Twisted Wave Productions 

Lines: 10 

Message-ID: <34240DC8.519D7650@globalnet.co.uk> 
References: <600te6S5322@emeka.playstation.co.uk> 
NNTP-Posting-Host: client0825.globalnet.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


> Can I use RHIDE (Great Borland style IDE for DJGPP) with yaroze 

> GNU? 

Dunno about RHIDE - but I use the brilliant IDE built into BorlandCt+ 4 
(given away free recently on the cover of PC Plus!) which has coloured 
syntax highlighting and all that jazz :) Then I simply compile in a DOS 
window etc. 


Kev. 
http://www.geocities.com/SiliconValley/Pines/7428 


—-MESSAGE FILE 15232 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000100 


—-MESSAGE FILE 15233 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000101 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: a <"leanne.m@virgin.net"@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: RHIDE!!! 

Date: Sun, 21 Sep 1997 00:32:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 138 

Message-ID: <601kdt$5323@emeka.playstation.co.uk> 

References: <600te6$5322@emeka.playstation.co.uk> <34240DC8.519D7650@globalnet.co.uk 
> 
NNTP-Posting-Host: p51-finch-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" TCCE04077EE8E2 9CE06C5880" 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


7CCF04077EE8E2 9CE06C5880 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Kev wrote: 


window etc. 


Kev. 


> > Can I use RHIDE (Great Borland style IDE for DJGPP) with yaroze 
> 

> > GNU? 

> Dunno about RHIDE - but I use the brilliant IDE built into BorlandCc++ 
> 4 

> (given away free recently on the cover of PC Plus!) which has coloured 
> 

> syntax highlighting and all that jazz :) Then I simply compile ina 

> DOS 

> 

> 

> 

> 

> 


http://www.geocities.com/SiliconValley/Pines/7428 
Hi Kev, 
RHIDE is the main IDE for the GNU compiler here is a list of features ;- 


RHIDE is an integrated development environment for DJGPP. RHIDE is NOT a compiler, i 


Net Yaroze newsgroups message dump.txt Page 10288 
t is a program to give you a more friendly user 
interface to the compilers (mostly gcc) which come with ք76ՔՔ. 


RHIDE is free software which is copyleft by the GPL. RHIDE was developed by me to jo 
in two good things togehther: 


The good feeling of Borlands IDE from version 3.1 
All the power of DJGPP together with the status of free software 
Some highlights of the features of RHIDE 


Here I will give you a short description of some main things, which RHIDE is able to 
do: 


Compiling your programs without knowing of the exact (and sometimes mystic for n 
ewbies) commandline syntax of gcc 


Collect your souce files to belong to a project, where the source files compiled 
only, when needed 


Syntax is highlighted for C/C++ source files (and headers) and for Pascal source 
files 


RHIDE has an integrated debugger which enables you to debug your program without 
leaving RHIDE and running any external 


debugger. 


RHIDE is customizable in many many things (colors, screen mode, compilers and co 
mpiler options, language, ...) 


RHIDE is FREE software, you have NOT to pay for it. 


Get it at ;- 
http://www.tu-chemnitz.de/~rho/rhide-1.3/rhide-.html 


You are currently using the BC compiler as a simple syntax colouring 
text editor. While this is a fully integrated development environment. 
It should be able to modify it for the Yaroze as the full source code is 
available. 


All the best, 


Ian Thompson 


7CCF04077EE8E2 9CE06C5880 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 

Kev wrote: 

<BLOCKQUOTE TYPE=CITE>>&nbsp; &nbsp; &nbsp; énbsp; Can I use RHIDE (Great 
Borland style IDE for DJGPP)&nbsp; with yaroze 

<BR>> GNU? 

<BR>Dunno about RHIDE - but I use the brilliant IDE built into BorlandCt++ 
4 

<BR>(given away free recently on the cover of PC Plus!) which has coloured 
<BR>syntax highlighting and all that jazz :)&nbsp; Then I simply compile 
in a DOS 

<BR>window etc. 

<P>Kev. 

ՀԲԵ»-- 


<BR><A HREF="http://www.geocities.com/SiliconValley/Pines/7428">http://www.geocities 
.com/SiliconValley/Pines/7428</A></BLOCKQUOTE> 
Hi Kev, 
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<P>RHIDE is the main IDE for the GNU compiler here is a list of features 


= 
<PRE>RHIDE is an integrated development environment for DJGPP. RHIDE is NOT a compil 
er, it is a program to give you a more friendly user</PRE> 


<PRE>interface to the compilers (mostly gcc) which come with DJGPP.</PRE> 


<PRE>RHIDE is free software which is copyleft by the GPL. RHIDE was developed by me 
to join two good things togehther:</PRE> 


<PRE>&nbsp; &nbsp; &nbsp; The good feeling of Borlands IDE from version 3.1</PRE> 


<PRE>&nbsp; énbsp; &nbsp; All the power of DJGPP together with the status of free soft 
ware</PRE> 


<PRE>Some highlights of the features of RHIDE</PRE> 


<PRE>Here I will give you a short description of some main things, which RHIDE is ab 
le to do:</PRE> 


<PRE>&nbsp; énbsp; &nbsp; Compiling your programs without knowing of the exact (and so 
metimes mystic for newbies) commandline syntax օք gcc</PRE> 


<PRE>é&nbsp; &nbsp; &nbsp; Collect your souce files to belong to a project, where the Տ 
ource files compiled only, when needed</PRE> 


<PRE>&nbsp; &nbsp; &nbsp; Syntax is highlighted for C/C++ source files (and headers) a 
nd for Pascal source files</PRE> 


<PRE>&nbsp; &nbsp; &nbsp; RHIDE has an integrated debugger which enables you to debug 
your program without leaving RHIDE and running any external</PRE> 


<PRE>é&nbsp; énbsp; énbsp; debugger.</PRE> 


<PRE>&nbsp; énbsp; &nbsp; RHIDE is customizable in many many things (colors, screen mo 
de, compilers and compiler options, language, ...)</PRE> 


<PRE>&nbsp; &nbsp; &nbsp; RHIDE is FREE software, you have NOT to pay for it.</PRE> 
é&nbsp; 


<P>&nbsp;Get it at ;- 


<P>énbsp;<A HREF="http://www.tu-chemnitz.de/~rho/rhide-1.3/rhide.html">http://www.tu 
-chemnitz.de/~rho/rhide-1.3/rhide.html</A> 


<P>You are currently using the BC compiler as a simple syntax colouring 
text editor. While this is a fully integrated development environment. 
It should be able to modify it for the Yaroze as the full source code is 
available. &nbsp; &nbsp; 


<P>All the best, 
<BR>&nbsp; 


<P>Ian Thompson</HIML> 


7CCF04077EE8E2 9CE06C5880-- 


—-MESSAGE FILE 15233 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000101 


—-MESSAGE FILE 15234 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000102 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: Majik <majik@mudhole.spodnet.uk.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Linker error - assembly problem? 

Date: Mon, 22 Sep 1997 17:11:56 +0100 

Organization: Sinclair MicroComputer Museum 

Lines: 20 

Message-ID: <342698CC.3E24@mudhole.spodnet.uk.com> 
Reply-To: majik@mudhole 

NNTP-Posting-Host: 194.202.250.27 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 
I am having a problem linking an object file created with as and one 

with gcc, the linker dies with an error like ‘relocation truncated - 

GPREL <varname>' and it does this for every variable I have tried to 

export from the asm file. 


The exported variables are declared with a .globl then later within a 
-data section with a .word directive. The C file is then informed of 
their existance with either a unsigned char * or unsigned long 
declaration. 


What have I done wrong? 


ttfn 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15234 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000102 


—-MESSAGE FILE 15235 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000103 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk! news 
From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Linker error - assembly problem? 

Date: Mon, 22 Sep 1997 18:31:02 GMT 

Organization: SN Systems 

Lines: 30 

Message-ID: <606dbb$5329@emeka.playstation.co.uk> 
References: <342698CC.3E24@mudhole.spodnet.uk.com> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Majik <majik@mudhole.spodnet.uk.com> wrote: 
>Hi, 


Wotcher squire. 


> I am having a problem linking an object file created with as and one 
>with gcc, the linker dies with an error like ‘relocation truncated - 
>GPREL <varname>' and it does this for every variable I have tried to 
>export from the asm file. 


The fact that it's a GP error makes it sound like you have too much 
stuff in the .sdata and .sbss sections. The C compiler probably thinks 
that since the variables are declared as unsigned char* and unsigned 
long that they should go into the small-data sections, while the 
assembler has already asserted that they're in .data. The compiler's 
object file therefore figures it can use GP-relative relocations to 
link it all together. Try compiling with the -G0 option. 


>-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
s Spod in a suitcase - ' Have Compiler, will travel ' 
--- http://mudhole.spodnet.uk.com/~majik/ 


Oh so it's you is it? My game Reptonmania should be in there 
somewhere... 


Gil Jaysmith 
SN Systems Software Ltd (http://www.snsys.com) 
Disclaimer: the ads are my employers' but the opinions are mine. 
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From: Toby Sargeant <toby@forefront.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: yet another siocons replacement 
Date: Fri, 13 Feb 1998 10:40:48 +1100 
Organization: Forefront Software Services 
Lines: 33 

Message-ID: <34E38880.724EB908@forefront.com.au> 
NNTP-Posting-Host: ws19.forefront.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hi, 


In order to address one of the many tool deficiencies that we unix users have 
to suffer, I'm working on another siocons. 


Rather than this just being yet another beefed up terminal emulator, I'm 
intending to provide an API to the functionality that the standard siocons 
provides. This way, it's trivial for anyone to write any form of interface to 
it. 


My primary aim is to provide the ability to read symbols from object files 
(using nm), and annotate disassembly, as an aid to learning to program in R3000 
machine code. 


Depending on whether I find documentation on the R3000 opcode format and the 
HSS protocol, I'll also support RDB, so as to provide simple hooks for 
debugging. 


It's all written in python, so as long as I can find a good serial I/O module 
for each operating system, this will also work օո win95/NT/dos/OS2/MAC. Long 
live cross platform programming. Python also has excellent support for OLE and 
CORBA, so I'm not planning on leaving the C/C++ programmers (completely) out in 
the cold. 


Suggestions as to things that you'd like to see an API provide above and beyond 
straight mappings of the siocons commands are very much welcomed. Given that I 
would like to see this as a possibilty to create a labour saving device for 
many people out there, the more feedback I have, the easier it is to reach my 
goal. 


Thanks, 


Toby. 
—-MESSAGE FILE 1628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00324 


—-MESSAGE FILE 1629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000325 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision detection 

Date: Fri, 13 Feb 1998 18:06:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6c21q0Sbej19@chuka.playstation.co.uk> 

References: <3391142B.19E1@hobdenj.demon.co.uk> <0lbc6f81$94a88e30Sbe8fb5cc@furlough 
> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Chris Furlough wrote in message <01lbc6f81594a88e30Sbe8fb5cc@furlough>... 

>> Does anybody out there know how to do collision detection within the 

>> geometry of a 3d model....much obliged for any advice. 

> 

>If you are familiar with the bounding box technique of detecting collisions 
>of 2D sprites, it is a relatively short leap up to "Bounding Sphere" for 
>3D. 
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—-MESSAGE FILE 15235 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000103 


—-MESSAGE FILE 15236 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000104 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Majik <majik@mudhole.spodnet .uk.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Linker error - assembly problem? 

Date: Tue, 23 Sep 1997 10:55:43 +0100 

Organization: Sinclair MicroComputer Museum 

Lines: 29 

Message-ID: <3427921F.120F@mudhole.spodnet.uk.com> 

References: <342698CC.3E24@mudhole.spodnet.uk.com> <606dbb$5329@emeka.playstation.co 
.uk> 

Reply-To: majik@mudhole 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Gil Jaysmith wrote: 
> Wotcher squire. 
Hello again, 


The fact that it's a GP error makes it sound like you have too much 
stuff in the .sdata and .sbss sections. The C compiler probably thinks 
that since the variables are declared as unsigned char* and unsigned 
long that they should go into the small-data sections, while the 
assembler has already asserted that they're in .data. The compiler's 
object file therefore figures it can use GP-relative relocations to 
link it all together. Try compiling with the -G0 option. 

Aha! I see now, I changed the .data in the assembly file to a .sdata and 
that linked perfectly :) Ta muchly 


VVVVVVV 


> Oh so it's you is it? My game Reptonmania should be in there 

> somewhere... 

My museum is more hardware based - basically as there are far too many 
games for the speccy ~5000 at the last reckoning, the guy you want is 
Aleksandr Babaylov - he has a Sinclair Software Museum, at 
http://zx-museum.org.ru/ I'll probably have to go and play reptonmania 
now y'know! 


ttfn 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15236 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000104 


—--MESSAGE FILE 15237 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000105 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: MIPS assembly queries.. 

Date: Thu, 02 Oct 1997 12:19:43 +0100 

Organization: Sinclair MicroComputer Museum 

Lines: 35 

Message-ID: <3433834F.3248@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 
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Hello first off I should say that it may be a good idea to have 
a s.y.p.assembly newsgroup... 


anyway, 


Having now hand coded a routine in assembly I just want to clarify 
a few queries, well actually there all to do with the pipeline, and 
internal architecture of the R3000 


for instance the sequence 


subu $9,$9,1 
bne $9,$0,end 
Ja $8,32 


will always load register 8 with 32 whether the branch is taken or not 
or at least this is my finding.. am I wrong, btw I know that preceding 
the 'li' with a nop cures the problem... 


or 
lw $9, data_item 
sub 59,59,1 

produces strangeness... it needs a nop also... 


not a problem as such, just a curiosity of the architecture... 


ttfn 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15237 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000105 


--MESSAGE FILE 15238 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000106 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: MIPS assembly queries.. 

Date: Thu, 02 Oct 1997 11:49:25 GMT 

Organization: SN Systems 

Lines: 29 

Message-ID: <343387b1.2092228@news.playstation.co.uk> 
References: <3433834F.3248@127.0.0.1> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Wotcher, Majik... 


>for instance the sequence 


> subu $9,$9,1 
> bne $9,S0,end 
> li $8, 32 


>will always load register 8 with 32 whether the branch is taken or not 
>or at least this is my finding.. am I wrong, btw I know that preceding 
>the 'li' with a nop cures the problem... 


Yes, this is correct. Pipelining means that the insn slot after a jump 
is scheduled before the jump takes place - in practice, this means 
that accidentally placing two routines next to one another without 
examining the implications of delay slots may result in strange 
effects. You'll certainly get something horrible, probably an 
exception, if you write things like two consecutive jumps. 


If you want to know more about delay slots and suchlike, pop over to 
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the MIPS website at www.mips.com and look for the PDFs documenting the 
MIPS insn sets. Alternatively I've got the majority of them, should 
you want them. I don't have an R3000-specific one, though, but then 
the R4600 will do just as well since it supports the R3000 insn set 
(and it'll also prepare you for hand-assembly on the Nintendo 64 and 
many arcade machines - LOLOL!) 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Disclaimer: the ads are my employers' but the opinions are mine. 

—-MESSAGE FILE 15238 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000106 


—-MESSAGE FILE 15239 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000107 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: gdb for Windows (informational) 

Date: Thu, 09 Oct 1997 12:41:42 GMT 

Organization: SN Systems 

Lines: 17 

Message-ID: <343cd0b7.9372066@news.playstation.co.uk> 
References: <5v38gqSaal6@chuka.playstation.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


gil@snsys.com (Gil Jaysmith) wrote: 

>The (slight) problem is that Chamberlain no longer works at Cygnus; he 
>recently told Martin that the source is "out there", but we couldn't 
>find a copy ourselves, having thrown away the copy from last year. 


Followup: I was meddling with the latest Cygnus CDK source and I found 
wingdb in a subdirectory of the gdb installation. Didn't bother 
building it; just thought you might like to know that it seems to be 
part of the standard distribution now. 


But I'm still using ours - since it doesn't have a frightening picture 
of Steve Chamberlain embedded in it! 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Disclaimer: the ads are my employers' but the opinions are mine. 

—-MESSAGE FILE 15239 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000107 


—-MESSAGE FILE 15240 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000108 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Pointless Optimisation Trick 1 

Date: Thu, 16 Oct 1997 17:11:49 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <344647ee.14591228@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Pointless Optimisation Trick 1: 


#define SWAP (a,b) {a “= b; b*= a; a “= Եչ) 
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Haven't tried it out yet but it worked on paper. Probably put it in 
code and it'll get upset! 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ "Just say NO to Big Fat Ron", say I to Sir Jack Hayward 
—-MESSAGE FILE 15240 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000108 


+++ 


+ 


——MESSAGE FILE 15241 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000109 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Pointless Optimisation Trick 1 

Date: Tue, 14 Oct 1997 07:50:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <625jjg$e3p24@chuka.playstation.co.uk> 
References: <344647ee.14591228@news.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 

>Pointless Optimisation Trick 1: 

> 

>#define SWAP (a,b) {a ^= b; b*= a; a “= Եչ) 
> 


Alex yr a star. 


—-MESSAGE FILE 15241 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000109 


—-MESSAGE FILE 15242 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000110 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Loader Error 

Date: Sun, 19 Oct 1997 20:48:31 -0700 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <344AD48F.28B7@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool042-max7.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I get this weird "loader error(0025)" when I try to run make or 

gcc.Can anybody help? 

—-MESSAGE FILE 15242 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000110 


—-MESSAGE FILE 15243 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000111 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 
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Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Interesting anomaly 

Date: Mon, 20 Oct 1997 14:12:51 +0100 
Organization: Sinclair MicroComputer Museum 
Lines: 21 

Message-ID: <344B58D3.268F@127.0.0.1> 
Reply-To: majik@127.0.0.1 
NNTP-Posting-Host: 194.202.250.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Again, I'm not sure if this is compiler trouble or MIPS trouble but 
hey-ho, 


if I have a module, that as part of its global data declares something 
like: 


unsigned char bl1k[27]; 

the PSX freezes when told to run, however 
unsigned char b1k[28]; 

works fine. 


eins 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 
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—-MESSAGE FILE 15243 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


piler/00000111 


—-MESSAGE FILE 15244 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000112 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Interesting anomaly 

Date: Mon, 20 Oct 1997 15:55:01 GMT 
Organization: Into Beyond 

Lines: 26 

Message-ID: <344e744a.5865623@news.playstation.co.uk> 
References: <344B58D3.268F@127.0.0.1> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 20 Oct 1997 14:12:51 +0100, Majik <majik@127.0.0.1> did quoth 
at me: 


>Again, I'm not sure if this is compiler trouble or MIPS trouble but 
>hey-ho, 
> 

>if I have a module, that as part of its global data declares something 
>like: 

> 
>unsigned char b1lk[27]; 


Although the compiler probably ought to be aligning things, you should 
always try to long word align all your structures and arrays. 


The above allocates 27 bytes of ram for blk, thus following data or 
code is being misaligned and the MIPS processor gets very upset. 


Net Yaroze newsgroups message dump.txt Page 10296 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 15244 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000112 


+++ 


+ 


——MESSAGE FILE 15245 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000113 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Object file max size 

Date: Tue, 21 Oct 1997 10:00:22 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 22 

Message-ID: <344BC666.69D8@peace.co.nz> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


For convenience, when I create raw data I convert it to a source file 
consisting of: 


char MyRawData[] ={ 0x12, 0x34, ..... } 


and then compile it into an object file. This way, I can reference 
MyRawData from within by program without having to figure out what 
address to load it to using DLOAD, and I upload one file instead of 20. 


While this works well for small files, large files are having trouble 
linking. Is there a maximum size for object files? 


Cheers, 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Don't shoot! I'm only the YAMAHA PSR-90 player. 
--MESSAGE FILE 15245 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000113 


—-MESSAGE FILE 15246 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000114 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Object file max size 

Date: Tue, 21 Oct 1997 10:48:23 GMT 

Organization: SN Systems 

Lines: 21 

Message-ID: <344c8812.4556762@news.playstation.co.uk> 
References: <344BC666.69D8@peace.co.nz> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


James Russell <jamesr@peace.co.nz> wrote: 
>For convenience, when I create raw data I convert it to a source file 
>consisting of: 
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>char MyRawData[] ={ 0x12, 0x34, ..... } 

>and then compile it into an object file. This way, I can reference 
>MyRawData from within by program without having to figure out what 
>address to load it to using DLOAD, and I upload one file instead of 20. 
>While this works well for small files, large files are having trouble 
>linking. Is there a maximum size for object files? 


Don't know whether there's a maximum size, although there shouldn't 
be. If you'd rather upload binary files, why not declare empty arrays 
with specific sizes, check where they end up in the linker map file 
(does 14 do one of them?) and then upload them manually. Or suss out 
how to use a proper linker script, which is the really powerful way, 
although ld's scripting language is a bit, er, yes, well. 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Standard disclaimer for personal opinions. 

—-MESSAGE FILE 15246 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000114 


—-MESSAGE FILE 15247 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000115 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Loader Error 

Date: Tue, 21 Oct 1997 15:36:01 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <344D2E51.62B5@earthlink.net> 

References: <62hs76S$g5kl@emeka.playstation.co.uk> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool001-max4.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


hodgke@earthlink.net wrote: 

> 

> From: Lewis_Evans@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> It must be due to your peculiar PC setp. I've installed the Yaroze PC 

> software on several PCs, and have never had 

> this problem, nor have I heard of it. Find another PC to use briefly, test 
> the Yaroze PC software on that, 

> when it works, compare the differences. 

> 

> Lewis 

> 

> Lewis.Do you think it may happen because I have turbo c++ and that has a makefile 


also. 

> 

—-MESSAGE FILE 15247 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000115 


—-MESSAGE FILE 15248 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000116 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Loader Error 

Date: Wed, 22 Oct 1997 02:33:09 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <344d654a.37303451@205.149.189.29> 

References: <62hs76S$g5kl@emeka.playstation.co.uk> <344D2E51.62B5@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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On Tue, 21 Oct 1997 15:36:01 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>hodgke@earthlink.net wrote: 
>> 
>> From: Lewis_Evans@Playstation.sony.com 

>> To: news@playstation.co.uk 

>> 

>> It must be due to your peculiar PC setp. I've installed the Yaroze PC 

>> software on several PCs, and have never had 

>> this problem, nor have I heard of it. Find another PC to use briefly, test 

>> the Yaroze PC software on that, 

>> when it works, compare the differences. 

>> 

>> Lewis 

>> 

> Lewis.Do you think it may happen because I have turbo c++ and that has a makefile 
also. 

> 


Austin, 


I run a similar setup except that I have Borland C++. You need to make 
sure that the path to the borland (turbo) tools is after the path to 
the Yaroze tools. Other than that they should peacefully co-exist. 


Mario 
—-MESSAGE FILE 15248 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000116 


—-MESSAGE FILE 15249 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000117 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Memory allocation probs... 

Date: Mon, 27 Oct 1997 14:54:45 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <34551BB5.58BA@dial.pipex.com> 
NNTP-Posting-Host: af130.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi and, er... HELP! 


Does anyone know if there's a problem with the GNU library memory 
allocation functions, specifically calloc()? All seems to work 
fine for normal situations, but if I call calloc() - as shown 
below - with numSprites set at a ludicrous value of say, 20000, 
the 'after...' message never gets displayed. This leads me to 
believe that, in this situation, calloc() never returns (not 


even with a NULL pointer) and the whole system hangs : ( 


GsSPRITE *p; 


printf ("before...\n"); 

if ((p = (GSSPRITE *) calloc(numSprites, GSSPRITE_SIZE) )==NULL) 
printf("\nFailed to allocate memory for sprites\n"); 

printf ("after...\n"); 


came across this problem while trying to track down another 
bug, so I would like to get this sorted before I continue (Mmmm, 
lovely debugging session without the aid of a debugger). 

I'm certainly not a 'C guru', so I may be missing/doing something 
really stoopid. BTW, I'm compiling with 0 optimization and 
linking to the default 0x80100000 address, if that helps. 


Thanks in advance, 
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Chris 
——MESSAGE FILE 15249 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000117 


—--MESSAGE FILE 15250 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000118 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Memory allocation probs... 

Date: Mon, 27 Oct 1997 16:59:26 GMT 

Organization: SN Systems 

Lines: 28 

Message-ID: <3454c596.21265918@news.playstation.co.uk> 
References: <34551BB5.58BA@dial.pipex.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 
>Hi and, er... HELP! 


Wotcher Chris... you again eh? 


>Does anyone know if there's a problem with the GNU library memory 
>allocation functions, specifically calloc()? All seems to work 
>fine for normal situations, but if I call calloc() - as shown 
>below - with numSprites set at a ludicrous value of say, 20000, 
>the 'after...' message never gets displayed. This leads me to 
>believe that, in this situation, calloc() never returns (not 
>even with a NULL pointer) and the whole system hangs : ( 


"Well then don't call it with a ludicrous value of say 20000. I don't 
know." 


OK, Tony Hancock returns you to your scheduled response: 


If calloc has a significant crisis and fails with a bus error or 
something, this would explain a hang like this. Does the Yaroze 
provide the ability to install an exception handler? I'd expect it 
wouldn't, but it's worth a shot. 


If this is the one declared in malloc.h, incidentally, then this isn't 
the GNU calloc, but the Sony library implementation. (No way would 
this explain its poor fault tolerance ;=) 


- Gil 
—-MESSAGE FILE 15250 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000118 


—-MESSAGE FILE 15251 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000119 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Tue, 28 Oct 1997 08:36:25 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 23 

Message-ID: <3454ED39.794Bépeace.co.nz> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


> >Does anyone know if there's a problem with the GNU library memory 
> >allocation functions, specifically calloc()? All seems to work 
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>fine for normal situations, but if I call calloc() - as shown 
>below - with numSprites set at a ludicrous value of say, 20000, 
>the 'after...' message never gets displayed. This leads me to 
>believe that, in this situation, calloc() never returns (not 
>even with a NULL pointer) and the whole system hangs : ( 


V V V V V 


You said you were linking at 80100000 which is quite high - I link at 
8009000 which is just above the libraries (AFAIK). Since the Sony libs 
don't know the position and extent of your code, they could be allocating 
memory that overlaps your code - if it clears the memory after allocating 
it, you've just wiped out all your code! 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9)3730401 


Diplomacy is saying "nice doggy" until you find a rock. 
——MESSAGE FILE 15251 END: net-yaroze-usenet/00000001-SCEF/yaroze/programming/gnu_com 
piler/00000119 


—--MESSAGE FILE 15252 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000120 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Tue, 28 Oct 1997 15:40:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3456076E. 92B9FC58@micronetics.com> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


G 

> 

>Does the Yaroze 

> provide the ability to install an exception handler? I'd expect it 
> wouldn't, but it's worth a shot. 


With yaroze lib support, no. Check my home page though for my ‘how to 
install an exception handler hack' A bit of kernel hacking later and 
presto! 


Chris: 

As far as memory allocation goes are you calling the mem alloc init 
function thing? When I played with this last I seam to remember having 
to do an init before I started allocating memory. 


Cheers 


-Jim 

www.netyaroze-europe.com/~Sig1LL 

--MESSAGE FILE 15252 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000120 


—--MESSAGE FILE 15253 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000121 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
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> 

>Otherwise, it works as follows (in theory). 

> 

>You find the maximum width of your object(s), and build a sphere around 
>them that is you maximum width in diameter. During the check, you just 


>check to see if they intersect on an object by object basis. (I. E. see if 
>any vertex of an object is inside your sphere. If so, you have collided!) 
> 

>Hope this helps.. Got no example code handy, but plenty of theory.. 


This is all very well if your 3D model fits in a sphere without too many 
"gaps' between some edges of the model and the imaginary sphere. I would 
assume that for more complicated models you would need multiple spheres. I 
have not even started to look at 3D programming yet so this is also just 
theory!! 

Am I right? 


JohnT 


-—-MESSAGE FILE 1629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00325 


-—-MESSAGE FILE 1630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000326 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 13 Feb 1998 20:27:57 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6c2acd$90el@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 


No, the Net Yaroze game "Bouncer II " did not make it on the cover disc 29 
due to 
technical difficulties. It will appear on Official PSX issue 30. 


P.S. Terra Incognita will appear on Official PSX issue 31......... 


George@SCEE 

>Did anyone get a yaroze game with their feb PSM? Or was it just mine was a 
>duff disc? 

>Anyway, now when my friends ask how much a Net Yaroze costs, I can tell 
them 

>its only 3 times as much as a regular playstation and not feel like a 5 
>times divvy..... 

>Gr(rrrrr) aeme 


—-MESSAGE FILE 1630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00326 


—-MESSAGE FILE 1631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000327 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
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Subject: Re: Memory allocation probs... 
Date: Wed, 29 Oct 1997 00:57:03 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <3456FA5F.DB8@dial.pipex.com> 
References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> 
NNTP-Posting-Host: anl42.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Thanks to all who replied to my post! 


James Russel 
Im linking to `80100000 because I load all my data/TIMs into low 
mem, before the prog. Where in mem do you load your data files? 


Jim wrote: 


Chris: 

As far as memory allocation goes are you calling the mem alloc init 
function thing? When I played with this last I seam to remember having 
to do an init before I started allocating memory. 


VVVVVV 


Yes, I'm sure you're right. I've just looked in malloc.h and there's 

a prototype for an InitHeap() function. Ill check this out but I *had* 
thought I'd managed to sort the problem, anyway. You see, when I was 
testing by trying to allocate mem for 20000 sprites (as in original 
post), I *forgot* that I was also using numSprites (20000) to allocate 
two static arrays of GsLINE & GsBOX objects for collision detection 
testing, while debugging. After I'd chopped these out, calloc() returned 
NULL, as expected, when unable to allocate mem. 


Still, I'm a bit surprised I didn't get any kind of compiler/linker 
warning if there was a problem with the two huge, static arrays in 
the first place. I'm probably showing my lack of compiler knowledge, 
but Im not proud (Gil, stop laughing :) 


Until the next time! 


Chris 
--MESSAGE FILE 15253 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000121 


—-MESSAGE FILE 15254 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000122 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Wed, 29 Oct 1997 14:48:16 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 28 

Message-ID: <345695E0.6102@peace.co.nz> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> 
NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Chris Chadwick wrote: 


Thanks to all who replied to my post! 


James Russel 
Im linking to `80100000 because I load all my data/TIMs into low 
mem, before the prog. Where in mem do you load your data files? 


> 
> 
> 
> 
>: 
> 
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> 


I link program to 0x80090000 (methinks) and data to 0x80100000. 

That's just a rip off of some example code though - the only reasoning 
I'd put behind it is that 0x80090000 is just above the PSX Library, and 
0x80100000 is slap bang in the middle of writable mem, so though the 
size of my code is variable, it shouldn't ever be overwritten by by 
data. 


Judging by the file size, code size is really small for most programs 
(sub 64K). I'm assuming that alloc() grabs memory from the top of mem, 
just below the stack, and works it's way down. Is this correct Sony? 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64 (9) 3730401 


LAPD Motto: Let's leave early and beat the crowd. 
——MESSAGE FILE 15254 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000122 


—-MESSAGE FILE 15255 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000123 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Wed, 29 Oct 1997 11:43:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <3457216F.61478ECA@micronetics.com> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Here's how I understand everything. 


The stack starts at the last 4 bytes of memory (0x801ffffd) and works it 
way down. 


I load all data starting at 0x80090000 and link my code to run at 
0x80100000. The psx kernel ends at 0x80090000. 


You have to be cautious when loading data after your code and programs 
data segments (anything > 0x80100000) because the BSS segment is 
located past the end of the program but is not actually located within 
the program binary when you upload it. 

Use the 'size' command on your program to see how large it really is. 
It's quite possible for your program to knob over your data file at 
runtime if they are located too close to the end of your code or static 
data. It also means that you could start getting spurious errors as 
your data files get trolleyed. 


Malloc etc grabs memory from the heap. This is located wherever you 
tell it with the InitHeap command. This is different under codewarrior, 
look at the startup stub for codewarrior to see how they do this. 


I now compress all my data files to speed upload times, but I still 
think I have to exceed the 0x80100000 limit for data. 


-Jim 


James Russell wrote: 
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Chris Chadwick wrote: 


Thanks to all who replied to my post! 


James Russell: 
Im linking to 80100000 because I load all my data/TIMs into low 
mem, before the prog. Where in mem do you load your data files? 


VVVVVVV 


I link program to 0x80090000 (methinks) and data to 0x80100000. 

That's just a rip off of some example code though - the only reasoning 
I'd put behind it is that 0x80090000 is just above the PSX Library, and 
0x80100000 is slap bang in the middle of writable mem, so though the 
size of my code is variable, it shouldn't ever be overwritten by by 
data. 


Judging by the file size, code size is really small for most programs 
(sub 64K). I'm assuming that alloc() grabs memory from the top of mem, 
just below the stack, and works it's way down. Is this correct Sony? 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


LAPD Motto: Let's leave early and beat the crowd. 
—--MESSAGE FILE 15255 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000123 


——MESSAGE FILE 15256 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000124 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Wed, 29 Oct 1997 12:03:08 GMT 

Organization: SN Systems 

Lines: 28 

Message-ID: <3457247b.3906186@news.playstation.co.uk> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 

>Still, I'm a bit surprised I didn't get any kind of compiler/linker 
>warning if there was a problem with the two huge, static arrays in 
>the first place. I'm probably showing my lack of compiler knowledge, 
>but Im not proud (Gil, stop laughing :) 


I'm trying ;=) 


More info: if you allocate space for static arrays which aren't 
initialised, this space is reserved in the .bss section, which isn't 
saved as part of the image but is zeroed out for you when the exe is 
loaded. So this memory would've been claimed for you before the 
program started running, and the compiler and linker wouldn't have 
complained since they just request the space, they don't care whether 
it actually exists and it's left to you to pick up the pieces if it 
doesn't. 


The heap should run from the end of the user segment to the bottom of 
the stack space at the top of memory (you call InitHeap to tell it 
this). The manufacturer-supplied startup code typically does this for 
you by investigating the section positions and calling InitHeap for 
you to claim the largest amount of free ram possible. Our PSX startup 
code, for example, looks for the end of the .bss section and claims 
everything up to 32K below the end of RAM; thus you have to be careful 
if you accidentally deploy overlays after that as the heap will stomp 
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all over them. 


- Gil 
--MESSAGE FILE 15256 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000124 


—-MESSAGE FILE 15257 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000125 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Thu, 30 Oct 1997 10:32:21 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 55 

Message-ID: <3457AB65.28CC@peace.co.nz> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Jim wrote: 


The stack starts at the last 4 bytes of memory (0x801ffffd) and works it 
way down. 


I load all data starting at 0x80090000 and link my code to run at 
0x80100000. The psx kernel ends at 0x80090000. 


You have to be cautious when loading data after your code and programs 
data segments (anything > 0x80100000) because the BSS segment is 
located past the end of the program but is not actually located within 
the program binary when you upload it. 

Use the 'size' command on your program to see how large it really is. 
It's quite possible for your program to knob over your data file at 
runtime if they are located too close to the end of your code or static 
data. It also means that you could start getting spurious errors as 
your data files get trolleyed. 


Malloc etc grabs memory from the heap. This is located wherever you 
tell it with the InitHeap command. This is different under codewarrior, 
look at the startup stub for codewarrior to see how they do this. 


I now compress all my data files to speed upload times, but I still 
think I have to exceed the 0x80100000 limit for data. 


VVVVVVVVVVVVVVV VV VV VV VV 


I guess it depends on your application - if it's just a program that loads 
the TIMs/VAGs into memory and never needs to reload them then I would 
prefer my way (link to 90000, data at 100000) - That way my program resides 
just above kernel, so no space is wasted, and the only thing I've got to 
worry about is if the BSS section will overrun 100000. 


The trick is NOT to have a BSS section (ha!), or to mung the startup code to 
shove your TIMs/VABs into VRAM/SRAM before BSS is initialised. And I 
don't want to even think about doing that. 


If I was writing a professional game with CD access instead of SIOCONS, I would 
put my code as low as possible. It's possible to determine the size of the 

code (incl. BSS), and you know that is static, so leave all the memory above 
for TIM loading and memory. To split that into two (load area BELOW code, 
malloc area ABOVE) seems inefficient and a waste of precious resource. 

But I'm being pedantic. 


Just out of interest, how big is the kernel for a normal commercial game? We 
effectively have 1.5 MB to work with, how much do the pro's get? 

I've been playing Abe's Oddysee for the last few days, and I'm wondering 
how they managed to get all that graphics data in there! :0) 
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J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Make like a shepherd and get the flock out of here. 
--MESSAGE FILE 15257 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000125 


—-MESSAGE FILE 15258 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000126 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Thu, 30 Oct 1997 09:34:28 -0600 

Organization: Metrowerks 

Lines: 20 

Message-ID: <sumner-ya02408000R3010970934280001@news.scea.sony.com> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> 
NNTP-Posting-Host: 198.214.227.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <3457AB65.28CC@peace.co.nz>, James Russell <jamesr@peace.co.nz> 
wrote: 


>Just out of interest, how big is the kernel for a normal commercial game? We 
>effectively have 1.5 MB to work with, how much do the pro's get? 

>I've been playing Abe's Oddysee for the last few days, and I'm wondering 
>how they managed to get all that graphics data in there! :0) 


The professional developer's don't really get much more memory to work 
with. They can link their code lower, however they have to link in the 
libraries (and there are more of them that do more stuff like control the 
CD, streaming video, etc...) Thus, the usable code space is only slightly 
larger. They play other tricks to dynamically load segments when needed, 
ELO ise 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 15258 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000126 


——MESSAGE FILE 15259 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000127 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Thu, 30 Oct 1997 21:58:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <3458fe56.1110110@news.playstation.co.uk> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> 
NNTP-Posting-Host: th-engl0-038.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


The OS needs a chunk of the 2mb - about 32K or 64K in size, can't 
remember which. Everything else is probably available. 
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Pro developers also get to choose which libraries they want, and can 
do some sneaky things with them. For example, the movie player uses a 
large chunk of BSS but when it isn't playing a movie you can use that 
space yourself. Add to that the thought that the pro libraries are 
perhaps coded and with a finer granularity than the Yaroze ones. 


Many games use code overlays extensively; the devkit makes it easy 
enough and the level-based structure of most games makes it intuitive. 
Developers also switch on -O3 and all sorts of other hideous 
optimisations. I can't tell you whether the optimisation facilities in 
the Yaroze GNU compiler are the same as the ones in the pro kit 
because I haven't seen which source tree the Yaroze compiler uses, but 
we recently switched to v2.7.2.3 with some Cygnus mods, and some 
developers have reported speed increases, code shrinkage, all those 
good things we like to hear about. 


Anyway, pro developers don't get the option of stuff not fitting into 
available memory. If it doesn't fit, their managers and producers hit 
them until it does. You'd be amazed at your new-found powers of 
optimising-for-space if your job depended on it. 


(The exception - and this is strictly in my personal opinion as a 
gamer - is "Resident Evil", which appears to have trouble fitting even 
one scene at a time into the available memory. "Oh look. Another 
"door' (TM). And now some 'stairs' (TM)." How on earth did that game 
get so popular... ick...!) 

- Gil 


—-MESSAGE FILE 15259 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000127 


—--MESSAGE FILE 15260 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000128 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: GNU Malloc (was Re: Memory allocation probs...) 
Date: Fri, 31 Oct 1997 10:19:03 +1100 

Organization: Forefront Software Services 

Lines: 17 

Message-ID: <345915E7.11D17D58@forefront.com.au> 
References: <34551BB5.58BA@dial.pipex.com> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I have a port of GNU malloc done for the psx, if anyone wants it. I've never 
bothered to do timings against the psx version, though, so I can't say what the 
advantages are likely to be. I'd expect it to either be faster, or be more 
efficient at the memory it returns to the malloc arena. 


One of the nice (IMHO) features that my port has is that you can specify the 
size and position of the malloc arena, rather than being forced to give it the 
memory from the top of your code to the top of memory. Unfortunately, given 
that there's no memory managment (I thought that the R3000 _did_ have memory 
management. has this just been ripped out, was it external, or is it just 
disabled?) there's no neat way to increase the size of the arena, because it 
has to be a contiguous block of memory. One simple extension would of course be 
to have multiple arenas, but that would become messy to use. 


Now I've just got to find the time to do something _interesting_ with it : ( 
toby. 


—-MESSAGE FILE 15260 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000128 


—-MESSAGE FILE 15261 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000129 
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Path: chuka. 
From: Chris 
Newsgroups: 
Subject: Re: 


playstation.co.uk!news 

Chadwick <xjk18@dial.pipex.com> 
scee.yaroze.programming.gnu_compiler 
Memory allocation probs... 


Date: Fri, 31 Oct 1997 00:47:26 -0800 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 37 

Message-ID: 
References: 
> <3456076E. 
eace.co.nz> 


<34599B1E.4515@dial.pipex.com> 

<34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
<3457216F.61478ECA@micronetics.com> 


NNTP-Posting-Host: ai205.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Me again (sorry!), 


Let me see if I've got this straight. Before I can malloc/calloc 
memory I need to call InitHeap(). OK. InitHeap() takes 2 args: 


void *head 
long size 


First, whats the best way to find an appropriate value for 'head', 
which is a pointer to where you want the start of heap mem to be?... 
According to the yellow manual, the GP register points to the 
middle of the BSS session which can be *upto* 64K in size. BSS is placed 
directly after the program segments; this seems to be verified to 
me because GP is displayed as pointing approx 32K beyond my program 
segs, when I download from SIOCONS. So, I assume the best value for 
"head' would be directly after BSS. But, of course, while a prog is 
in development it's going to get bigger, so its better to set 'head' 
some way beyond BSS (to allow for growth) until the prog is 
finished, right? 


Now, arg 'size' is the amount of mem you want to allocate as the heap, 
specified in 4-byte units ('head' has to be a 4-byte aligned address 

as well, then?). Do I, then, have to make sure I don't allocate so 

much mem that the stack may creep down and clash with it? Also, Im 
currently using the small piece of inline asm code that puts the 

stack in the 1K DCache, so I can ignore this consideration anyway, yeah? 
And the last thing, the manual says that all of 'size' mem will not 

be available for allocation because of an ‘overhead’. How much 

will this overhead be? 


Well, that's how far I've got to understanding all this. I hope 


someone can 


help make it clear, once and for all, for me :) 


Blinkey-blimey! Im beginning to wish I'd stuck to using static arrays. 


Thanks, 


Chris 


—-MESSAGE FILE 15261 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000129 


—-MESSAGE FILE 15262 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000130 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 


Newsgroups: 
Subject: Re: 


scee.yaroze.programming.gnu_compiler 
GNU Malloc (was Re: Memory allocation probs...) 


Date: Fri, 31 Oct 1997 12:08:14 GMT 
Organization: SN Systems 


Lines: 26 
Message-ID: 
References: 


<3459c89d.3383555@news.playstation.co.uk> 
<34551BB5.58BA@dial.pipex.com> <345915E7.11D17D58@forefront.com.au> 


Reply-To: gil@snsys.com 
NNTP-Posting-Host: gil.snsys.com 
X-Newsreader: Forte Free Agent 1.11/32.235 
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Toby Sargeant <toby@forefront.com.au> wrote: 

>I have a port of GNU malloc done for the psx, if anyone wants it. I've never 
>bothered to do timings against the psx version, though, so I can't say what the 
>advantages are likely to be. I'd expect it to either be faster, or be more 
>efficient at the memory it returns to the malloc arena. 


Knowing the Sony implementation of the first malloc sublibrary, it's 
likely to be both :) 


>One of the nice (IMHO) features that my port has is that you can specify the 
>size and position of the malloc arena, rather than being forced to give it the 
>memory from the top of your code to the top of memory. Unfortunately, given 
>that there's no memory managment (I thought that the R3000 _did_ have memory 
>management. has this just been ripped out, was it external, or is it just 
>disabled?)... 


The R3000's TLB was disabled in the PSX. (The only use for its control 
registers now is to provide a sneaky implementation of hardware memory 
watches :) 


You can call InitHeap to recast the start address and size of the heap 
however you like (sort of), so it's not like the malloc arena has to 
be permanently huge. Just don't do it after you've allocated anything 
after the default InitHeap call. 


- Gil 
—-MESSAGE FILE 15262 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000130 


—-MESSAGE FILE 15263 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000131 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Fri, 31 Oct 1997 12:20:36 -0600 

Organization: Metrowerks 

Lines: 165 

Message-ID: <sumner-ya02408000R3110971220360001@news.scea.sony.com> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <34599B1E.4515@dial.pipex.com> 
NNTP-Posting-Host: 198.214.227.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <34599B1E.4515@dial.pipex.com>, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Me again (sorry!), 


> 
>Let me see if I've got this straight. Before I can malloc/calloc 
>memory I need to call InitHeap(). OK. InitHeap() takes 2 args: 


>void *head 
>long size 
> 


>First, whats the best way to find an appropriate value for 'head', 
>which is a pointer to where you want the start of heap mem to be?... 


One fairly general memory organization technique would be: 


<ugly ascii art follows - fixed width font required> 


+ + 0x80090000 


Picture and Sound Data 


< Link Address 
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Program Area 
< bss end (linker generated variable) 
Heap 
< stack top-stack size 
Stack 
+ + 0x801FFF00 


Since the picture and sound data sizes are pretty well constant, you can 
put them low in memory and forget about them.You won't have to worry about 
your program file growing and all of a sudden encroaching on your 
picture/sound data area. This is especially useful because you aren't 
programatically loading the picture and sound data. Thus, you can't simply 
"malloc()" a region that is the size of each file and then load it into 
memory. Your picture loading is probably controlled by the SIOCONS batch 
file which has no knowledge of the heap positioning. 


However, if you are chaning pictures and sounds around a lot, this might 
cause problems if you don't carefully monitor the size of your picture data 
block to make sure that it isn't extending past "Link Address". 


If you position your picture data anywhere else in memory, you are subject 
to other problems. If you put it immediately after the program area, then 
any increases in code size or data size will probably end up in a memory 
area conflict. Thus, that approach won't work. 


Another approach might be 


+ + 0x80090000 Հ------- Link Address 
Program Area 
< bss end 
Heap 
< stack top-stack size 
Stack 
< stack top 
Picture and Sound Data 
+ + 
Instead of adding graphics to the front of your program, you add it after 


the stack. Since your program data is nowhere near your picture data, you 
won't get any runtime bugs that result from loading the picture data on top 
of the program area. If you made any changes to your picture data size, 
you'd change your stack top address rather than the program link address. 
(I assume the stack top can be specified using some the GNU compiler 
option. I may be wrong). 


>Now, arg 'size' is the amount of mem you want to allocate as the heap, 
>specified in 4-byte units ('head' has to be a 4-byte aligned address 
>as well, then?). Do I, then, have to make sure I don't allocate so 
>much mem that the stack may creep down and clash with it? 


It's probably best to use linker generated variables to determine this. If 
you take the stack top and subtract the stack size and the bss end address, 
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that will give you the max heap zone size. Since it is 100% based on 
linker variables, you'll never have to fiddle with the number. However, 
you probably should put in some sort of ASSERT in your code to make sure 
that the heap size is always bigger than some threshold that you think is 
appropriate for your code. (i.e. determining the min acceptable heap size 
is "an exercise left to the reader" <evil laugh>) 


>And the last thing, the manual says that all of 'size' mem will not 
>be available for allocation because of an 'overhead'. How much 
>will this overhead be? 


It depends upon the implementation of malloc. When you call malloc(), it 
allocates an area in the heap that not only contains the number of bytes 
that you allocated but also a "header" that contains some information that 
allows the malloc() function to determine where everything is located in 
the heap zone. 


thus, the heap zone consists of lots of blocks with the following format: 


+ + 
block header 
< pointer 
returned 
data block of from 
size requested malloc() 
call 
+ + 
Thus, the amount of "overhead" is determined by the number of malloc() 


calls that you make, not the amount of data allocated. 


So again, the actual loss due to headers will depend upon the 
characteristics of your program. 


So what does all of this mean to you as a programmer? Not much. 


1) Use the linker variables to make your heap as big as possible without 
stomping on any other program segments. Then you won't have to touch it. 


2) Put guard code around all of your malloc()s 


foo=malloc (size); 
ASSERT (foo!=NULL); 


That way, if you ever run out of memory, you'll know it in a hurry. 


3) Don't worry too much about it. After all, this isn't a multitasking 
system. You own the system. It's not like you are going to have users 
complaining that they can't run your program and Microsoft Word at the same 
time because you take up too much memory in the PlayStation. Be a hog. 
Take it all. Don't worry about it unless you realistically think that your 
entire program + graphics + dynamic data + stack will take up more than 1.5 
Megs. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 15263 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000131 


—-MESSAGE FILE 15264 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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r-mail 

From: George_Bain@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 13 Feb 1998 20:29:18 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 26 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6c2aeu$S9001@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 


I can sympathise what you are saying but, do you know how many people 
got screwed because of the N64 price drop. 


P.S I was the first kid in my city to own a Sega CD when it came out, it 
cost 

a fortune! Unfortunately no games really came out for it, there are 
probably 

more Yaroze games then Sega CD games....... 


George@SCEE 
>I'm only upset for purely personal reasons. I got mine last week and paid 


>the full wack ? 
>Any chance refunding the difference ? I'm quite upset ! 


>Steve Dunn. 


—-MESSAGE FILE 1631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00327 


-—-MESSAGE FILE 1632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000328 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Sat, 14 Feb 1998 15:27:38 +0100 

Organization: Engine Software 

Lines: 35 

Message-ID: <34E5A9DA.40B9@worldaccess.nl> 

References: <6b96ms$b210@chuka.playstation.co.uk> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-10.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 

To: Maurice Sibrandi <sibrandi@orion.nl> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:397 scea.yaroze.programming.libra 
ries:10 scee.yaroze.freetalk.english: 328 


Maurice Sibrandi wrote: 
Hi there, 


I'm writing my own siocons program (win95) which encloses a 
project in which the tim/tmd/exe-files are kept. This project can 
be uploaded to the Yaroze. Just like the load-batch functionality 
of siocons. It is also able to load a 'normal' siocons-batch file. 
This is 95% working. But now I want to extend my 


VVVVVVVV 
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ompiler/00000132 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Fri, 31 Oct 1997 23:57:45 GMT 

Organization: Into Beyond 

Lines: 32 

Message-ID: <3458b58e.3790452@news.playstation.co.uk> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 30 Oct 1997 10:32:21 +1300, James Russell <jamesr@peace.co.nz> 
did quoth at me: 


>If I was writing a professional game with CD access instead of SIOCONS, I would 
>put my code as low as possible. It's possible to determine the size of the 


Code goes at 0x10000 for commercial stuff usually. 


>I've been playing Abe's Oddysee for the last few days, and I'm wondering 
>how they managed to get all that graphics data in there! :0) 


Yeah, what is the full game like? I loved the demo. 


Technically that game is pretty impressive. Have you checked the CD to 
see what data is stored and so on? I'd love to know how much of it is 
done with '3d' and how much of it is purely bitmap and bitmap 
animation based. The character moves so smoothly I thought perhaps it 
was made from polygons, but I didn't really look very hard and it 
would seem too clean for that. 


Anyway, go play a demo of it if you have a sense of humour... 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 15264 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000132 


+++ 


+ 


——MESSAGE FILE 15265 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000133 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Mon, 03 Nov 1997 11:24:39 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 53 

Message-ID: <345CFDA7.794B@peace.co.nz> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E.92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> <3458b58 
e.3790452@news.playstation.co.uk> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Alex Amsel wrote: 
> 


> >If I was writing a professional game with CD access instead of SIOCONS, I would 
> >put my code as low as possible. 

> 

> Code goes at 0x10000 for commercial stuff usually. 


It interseting to see that most people put their code OVER their area for loading 
data. My code may change size, but it's in the order of a couple of hundred 

bytes at a time - It's not going to suddenly overrun my picture area. 

My BSS is usually quite low too - only 4K I think. 


Is there anyway to load an image with SIOCONs, run some code (ie, bung the 
image into VRAM), load another image, bung that into VRAM, etc thus reducing 
the overhead required? I guess if we knew how SIOCONs worked that would be 
fine - I recall some source floating around.... 


>I've been playing Abe's Oddysee for the last few days, and I'm wondering 
>how they managed to get all that graphics data in there! :0) 


> 
> 
> 
> Yeah, what is the full game like? I loved the demo. 


Really good - Like Prince of Persia for the PC, but heaps more puzzles and 
secrets. Definitely addictive, but not too hard too complete, unfortunately. 


Technically that game is pretty impressive. Have you checked the CD to 
see what data is stored and so on? I'd love to know how much of it is 
done with '3d' and how much of it is purely bitmap and bitmap 
animation based. The character moves so smoothly I thought perhaps it 
was made from polygons, but I didn't really look very hard and it 
would seem too clean for that. 


VV NV V V V 


They seem to have made synthetic characters in a professional package, and 
used those for both the movie sequences and the game screens + characters. 
The result is that the graphics look really high quality, and you even 

get motion blurring when Abe moves. But essentially the game uses no 
'built-in' 3D at all. 


I'm getting off topic wildly here, but I had a look on the CD at the 
movie files - they had the extension ".MOV", but obviously weren't 
Quicktime movies. A quick squizz at the header showed they were of 
type "RIFF". Anyone heard of this format? That program floating 
around (PSXVIDEO) couldn't convert it to AVI - Bother. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9)3730401 


Scratch and Sniff!! [ ] Smells like glass, doesn't it? 
——MESSAGE FILE 15265 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000133 


—-MESSAGE FILE 15266 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000134 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Mon, 03 Nov 1997 02:00:26 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <345DA0BA.4D5C@dial.pipex.com> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <34599B1E.4515@dial.pipex.com> <sumn 
er-ya02408000R3110971220360001@news.scea.sony.com> 
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NNTP-Posting-Host: ak060.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Joel 


(First, I just tried sending this same message but I think I sent 
it to your mail, by mistake. Sorry.) 


Thanks for the reply, which leads me to... 


Joel Sumner wrote: 


> 

> In article <34599B1E.4515@dial.pipex.com>, Chris Chadwick 

> <xjk18@dial.pipex.com> wrote: 

> 

> <snip> 

> >Now, arg 'size' is the amount of mem you want to allocate as the heap, 

> >specified in 4-byte units ('head' has to be a 4-byte aligned address 

> >as well, then?). Do I, then, have to make sure I don't allocate so 

> >much mem that the stack may creep down and clash with it? 

> 

> It's probably best to use linker generated variables to determine this. If 
> you take the stack top and subtract the stack size and the bss end address, 
> that will give you the max heap zone size. Since it is 100% based on 

> 


linker variables, you'll never have to fiddle with the number. 


This sounds like the solution I'm looking for but I cant seem to find 

any details about linker variables. Could you (or anyone) give me a quick 
example of how I can use them do achieve what you've detailed in the 
above paragraph? 


Thanks in advance! 


Chris 
—-MESSAGE FILE 15266 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000134 


—-MESSAGE FILE 15267 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000135 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Mon, 3 Nov 1997 19:29:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <6318d3S$sk227@chuka.playstation.co.uk> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E.92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> <3458b58 
e.3790452@news.playstation.co.uk> <345CFDA7.794B@peace.co.nz> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I'm getting off topic wildly here, but I had a look on the CD at the 
>movie files - they had the extension ".MOV", but obviously weren't 
>Quicktime movies. A quick squizz at the header showed they were of 
>type "RIFF". Anyone heard of this format? That program floating 
>around (PSXVIDEO) couldn't convert it to AVI - Bother. 


I think RIFF is a microsoft format. WAV files are a sort of RIFF, I'm sure 
theres an explanation of the format somewhere in the windows multimedia 
manuals. Not that it would help you much except tell you where to look in 
the header to find the format of the data inside the RIFF, which could I 
guess be anything 
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—-MESSAGE FILE 15267 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000135 


——MESSAGE FILE 15268 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000136 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Memory allocation probs... 

Date: Tue, 04 Nov 1997 16:23:40 GMT 

Organization: SN Systems 

Lines: 24 

Message-ID: <345f4a7c.360738@news.playstation.co.uk> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> <3458b58 
e.3790452@news.playstation.co.uk> <345CFDA7.794B@peace.co.nz> <6318d3Ssk227@chuka.pl 
aystation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


"Graeme Evans" <evans@fourny.demon.co.uk> wrote: 

>I think RIFF is a microsoft format. WAV files are a sort of RIFF, I'm sure 
>theres an explanation of the format somewhere in the windows multimedia 
>manuals. Not that it would help you much except tell you where to look in 
>the header to find the format of the data inside the RIFF, which could I 
>guess be anything 


Gil cheerfully boots up MSDEV and there you are: 


Resource Interchange File Format (RIFF) 

A tagged-file specification used to define standard formats for 
multimedia files. Tagged-file structure helps prevent compatibility 
problems that often occur when file-format definitions change over 
time. Because each piece of data in the file is identified by a 
standard header, an application that does not recognize a given data 
element can skip over the unknown information. See also tagged file 
format. 


The exact contents are subject to interpretation by the specific file 
player thanks to this headered-block system; the examples given are 
WAVE (samples), RMID (MIDI), and RDIB (bitmaps). I expect there's a 
movie format in there somewhere too. 


- Gil 
—-MESSAGE FILE 15268 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000136 


—-MESSAGE FILE 15269 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000137 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: RIFF file format (was: Memory allocation probs...) 

Date: Mon, 10 Nov 1997 00:36:58 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 169 

Message-ID: <3466C7AA.78AD@dial.pipex.com> 

References: <34551BB5.58BA@dial.pipex.com> <3454c596.21265918@news.playstation.co.uk 
> <3456076E. 92B9FC58@micronetics.com> <3456FA5F.DB8@dial.pipex.com> <345695E0.6102@p 
eace.co.nz> <3457216F.61478ECA@micronetics.com> <3457AB65.28CC@peace.co.nz> <3458b58 
e.3790452@news.playstation.co.uk> <345CFDA7.794B@peace.co.nz> 

NNTP-Posting-Host: ai092.du.pipex.com 

Mime-Version: 1.0 
Content-Type: multipart/mixed; boundary=" 6098413C1A16" 
X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 
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This is a multi-part message in MIME format. 


6098413C1A16 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


James Russell wrote: 


I'm getting off topic wildly here, but I had a look on the CD at the 
movie files - they had the extension ".MOV", but obviously weren't 
Quicktime movies. A quick squizz at the header showed they were of 
type "RIFF". Anyone heard of this format? That program floating 
around (PSXVIDEO) couldn't convert it to AVI - Bother. 


VV V V V V V 


I had a quick gander at my Graphic File Format CD to see 

what it had to say about RIFF. Its quite a detailed description. 
I've included it here for anyone that's interested. Its a zipped 
HTML file so you can view it with your browser after unzipping. 


Sorry if I've PO'd anyone for including an attachment; I understand 
its 'frowned upon' in news groups but these are private NGs and it 

is only a small file (now, thats what I call anarchy in the UK!) :) 
Anyways, bye, 


Chris 


6098413C1A16 

Content-Type: application/x-zip-—compressed 

—-MESSAGE FILE 15269 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000137 


—-MESSAGE FILE 15270 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000138 

Path: chuka.playstation.co.uk!news 

From: john.rees@dial.pipex.com 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: long long ints for improved accuracy 
Date: Mon, 15 Dec 1997 13:19:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <673auk$9k35@chuka.playstation.co.uk> 
NNTP-Posting-Host: aal72.du.pipex.com 
X-Newsreader: Forte Free Agent 1.0.82 


I am trying to use long long ints to hold temporary values during 
fixed point calculations, but if I use divide and modulus operations 
then the linker complains that certain functions are not found. 


gcc basic.o -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
80100000 -o basic 
basic.o: In function `main': 


basic.c:11: undefined reference to `_ divdi3' 
basic.c:11: relocation truncated to fit: JMPADDR __divdi3 
basic.c:12: undefined reference to `_ moddi3' 


basic.c:12: relocation truncated to fit: JMPADDR __moddi3 
make.exe: *** [basic] Error 1 


It is strange that add, subtract and multiply seem to work, but divide 
and modulus are not provided. Even if these would be slow to execute 
on a 32 bit machine, it would be VERY useful. 


#include <stdio.h> 


#define printll(v) printf(#v "=%S08x %08x\n", *(((int*)&v)+1), 
*(int*)&v ) 


int main(void) 
{ 
long long x = 0x123456; 
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long long y = 0x100000; 
long long prod = (x-y)*y; 
long long quot = x/y; 
long long rem = x%y; 
printll (x); 

printll(y); 

printli (prod); 

printll (quot); 

printll (rem); 


return 0; 


} 
With the "quot" and "rem" lines commented out, the output is: 


x=00000000 00123456 
y=00000000 00100000 
prod=00000023 45600000 


Thanks to Alex Amsel for a throwaway remark in the More Pointless 
Optimisation Tricks thread that made me aware of long longs. 

After struggling with fixed point numbers for far too many hours I 
really hope someone can help with this. 


john 


—-MESSAGE FILE 15270 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000138 


—-MESSAGE FILE 15271 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000139 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thomson6@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: GNU error refrence? 

Date: Fri, 09 Jan 1998 21:22:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <34B69528.914BD947@virgin.net> 

Reply-To: ian.thomson6@virgin.net 

NNTP-Posting-Host: pl5-dowither-gui.tch.virgin.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi there! 
Just a small question. 


Does anybody know where I can get a clear english reference to GNU C 
error/warning messages? 


Eternaly greatfull, 
Ian Thompson 


—-MESSAGE FILE 15271 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000139 


—-MESSAGE FILE 15272 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000140 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: GNU error refrence? 

Date: 9 Jan 1998 14:04:36 -0000 
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Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 36 

Sender: news@chuka.playstation.co.uk 

Message-ID: <695apk$2ok1l@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


The GNU documentation is extensive and available free on the Internet. 
GNU is made by / a part of the Free Software Foundation, whose website 
should be easily found 

by a websearch; following some links should take you straight to the 
relevent documents. 


Lewis 
Tot Lewis Evans 
cc: 
From: news @ playstation.co.uk 
Subject: GNU error refrence?:scee.yaroze.programming.gnu_compiler 


From: Ian Thompson <ian.thomson6@virgin.net> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: GNU error refrence? 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hi there! 

Just a small question. 

Does anybody know where I can get a clear english reference to GNU C 
error/warning messages? 

Eternaly greatfull, 

Ian Thompson 


--MESSAGE FILE 15272 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000140 


—--MESSAGE FILE 15273 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000141 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: GNU error refrence? 

Date: Fri, 09 Jan 1998 16:15:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <34b64c01.2914832@www-s.playstation.co.uk> 
References: <695apk$2ok1l@emeka.playstation.co.uk> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Wocha... (I like Friday afternoon...) 


I did the conversion to HTML for the gcc and gnumake info files just 
before Christmas (having decided they were so much fun we should ship 
them on our CD) - so anyone who wants them can have them. 


This is the same information as can be found at various sites as Lewis 
suggests, but may be more up-to-date, having come out of the latest 
source release (although I don't actually think the FSF has updated 
their info files in about a year or so), and anyway you'll then have 
all 357 files to hand at once, without having to wait for the web. 
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There isn't an easy way for me to distribute them other than posting 
them here as a zip or emailing them to anyone who asks, but either is 
fine by me. 


- Gil 
--MESSAGE FILE 15273 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000141 


—-MESSAGE FILE 15274 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000142 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Fri, 09 Jan 1998 16:19:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34b64db8 .3353189@www-s.playstation.co.uk> 

References: <695apk$2okl@emeka.playstation.co.uk> <34b64c01.2914832@www-s.playstatio 
n.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 09 Jan 1998 16:15:42 GMT, gil@snsys.com (Gil Jaysmith) wrote: 

>There isn't an easy way for me to distribute them other than posting 

>them here as a zip or emailing them to anyone who asks, but either is 
>fine by me. 


(FX: struggles back to the keyboard after a near-miss with WinZip) 


The zipfile is 782K so I amn't posting that here. Does anyone at Sony 
want it to post on the Yaroze website, or does any Yaroze owner want 
to post it on theirs? 


- Gil 
--MESSAGE FILE 15274 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000142 


—--MESSAGE FILE 15275 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000143 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thomson6@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Sat, 17 Jan 1998 07:47:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <34C06219.BEBBC2E4@virgin.net> 

References: <695apk$2okl@emeka.playstation.co.uk> <34b64c01.2914832@www-s.playstatio 
n.co.uk> <34b64db8.3353189@www-s.playstation.co.uk> 

Reply-To: ian.thomson6@virgin.net 

NNTP-Posting-Host: p41-quail-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Gil Jaysmith wrote: 


The zipfile is 782K so I amn't posting that here. Does anyone at Sony 
want it to post on the Yaroze website, or does any Yaroze owner want 
to post it on theirs? 


VVVV 


Hi there, 


I personally think that Sony should finish off their own GNU 
documentation with an Error/Warning reference. The package, as it stands 
now, is simply incomplete. After all, how many compilers do you know 
that are distributed with system that do not have a proper error 
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reference? I suppose it all gets down to whether you believe an error 
reference is optional or an essential. I personally need one. 


I have tried to locate the document at the Free Software Foundation 
home page, I even used DJGPP Zip picker but I could not find it. 


So I hope that Sony will take up Gil's offer and make the GNU Yaroze 
package complete. 


After all most yaroze users don't even know that such a reference 
exists! 


Ian Thompson 


--MESSAGE FILE 15275 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000143 


—-MESSAGE FILE 15276 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000144 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Mon, 19 Jan 1998 11:53:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <34c33aa7.2260291@www-s.playstation.co.uk> 

References: <695apk$2okl@emeka.playstation.co.uk> <34b64c01.2914832@www-s.playstatio 
n.co.uk> <34b64db8 .3353189@www-s.playstation.co.uk> <34C06219.BEBBC2F4@virgin.net> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 17 Jan 1998 07:47:37 +0000, Ian Thompson 
<ian.thomson6@virgin.net> wrote: 

>I personally think that Sony should finish off their own GNU 
>documentation with an Error/Warning reference. The package, as it stands 
>now, is simply incomplete. After all, how many compilers do you know 
>that are distributed with system that do not have a proper error 
>reference? I suppose it all gets down to whether you believe an error 
>reference is optional or an essential. I personally need one. 


Unfortunately, you'd better get used to disappointment now you've 
joined the console programming arena... 


>I have tried to locate the document at the Free Software Foundation 
>home page, I even used DJGPP Zip picker but I could not find it. 


That'll be because there isn't one. GCC's errors aren't centralised 
like Visual C's. The problem with having so many core coders is that 
each has his own error routine. I cite as examples, from different .c 
files in the GCC distribution: 


- abort () 

= exit () 

- error () 

- my_friendly_abort () 

- my_friendly_assert () 

- fprintf(stderr, ...) 

- warning () 

- cp_warning_at () 

- warning_with_decl () 

- error_with_aggr_type() 
— compiler_error () 

— sorry () 

- fatal_insn_not_found() 
- fatal_insn() 

- fatal_io_error() 

- pfatal_with_name() 
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Some of these functions are called with an error code as well as the 
message text, and some aren't. All of them code the message text in 
the function call rather than pulling it out of a resource file or 
suchlike. Amongst other reasons, this is why you don't see too many 
language-localised versions of GCC. 


Sorry to be the beaver of bad news, as someone renamed me yesterday, 
but there you go. 


- Gil 
—--MESSAGE FILE 15276 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000144 


—--MESSAGE FILE 15277 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000145 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: GNU error refrence? 

Date: Thu, 22 Jan 1998 16:41:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6a7tgv$721@chuka.playstation.co.uk> 
References: <34B69528.914BD947@virgin.net> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


The GNU error reference documentation has now been put onto the 
Yaroze website, in the manuals section; 
I think it's called 'gnu_err.zip' 


Lewis 


Ian Thompson wrote in message <34B69528.914BD947@virgin.net>... 
>Hi there! 

> 

>Just a small question. 

> 

>Does anybody know where I can get a clear english reference to GNU C 
>error/warning messages? 

> 

>Eternaly greatfull, 

> 

>Ian Thompson 

> 


--MESSAGE FILE 15277 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000145 


——MESSAGE FILE 15278 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000146 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thomson6@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Fri, 23 Jan 1998 09:00:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34C85C48.4B5A9DB2@virgin.net> 

References: <34B69528.914BD947@virgin.net> <6a7tgv$721@chuka.playstation.co.uk> 
Reply-To: ian.thomson6@virgin.net 

NNTP-Posting-Host: p20-rhea-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
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program with upload and download functionality from within a 
psx-exe. I have tried to implement it but I encountered some odd 
problems. Small files (to 10k) seem to work, but larger files fail. 
It seems like there is a problem with reading/writing to tty. 

How does ioctl() work. I can set the baud to 115200. Need I set 
the handshake method, if so : how? 


Help me and I create the homepage and upload my console program 
including source. (This is not blackmail but crap-grammar). 


VVVVVVVVV VV 


Thank you! 


Does your communication protocol have some checksum protection?? A high 
speed connection may result in errors during transfer! I do need a 
runtime communication between my executable and the PC to, maybe we can 
join the project?? I do have some communication between the PC and my 
program, I however do not know the SIOCONS protocol, so I need the 
siocons application to lauch my communication program, start a PC 
communication program.... Not the way it should be! 


Greetinx 
Ivo Wubbels 


ps: Een Nederlands emailadres zou moeten betekenen dat we beide dezelfde 

taal spreken, dat is een stuk makkelijker !!!! (sorry for not Dutch 

people...) 

—-MESSAGE FILE 1632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00328 


—-MESSAGE FILE 1633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000329 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Sat, 14 Feb 1998 10:19:04 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <6c4cln$5bj4@scea> 

References: <6b96ms$b210@chuka.playstation.co.uk> <34E5A9DA.40B9@worldaccess.nl> 
NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:398 scea.yaroze.programming.libra 
ries:11 scee.yaroze.freetalk.english: 329 


>Does your communication protocol have some checksum protection?? A high 
>speed connection may result in errors during transfer! I do need a 
>runtime communication between my executable and the PC to, maybe we can 
>join the project?? I do have some communication between the PC and my 
>program, I however do not know the SIOCONS protocol, so I need the 
>siocons application to lauch my communication program, start a PC 
>communication program.... Not the way it should be! 


I have already coded a front end SIOCONS for win95/NT it also includes an 
IDE and it will build and compile files via GNU. The IDE is done (mostly) 
just waiting to hear back from a couple of beta people. Once I do I will 
upload it. 


I am almost finished a COMM server that will include Libs for the Yaroze and 
a front end օո the PC. Hopfully I'll have it completed in the next week or 
so. 


Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 1633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00329 
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X-Priority: 3 (Normal) 
SCEE wrote: 


> The GNU error reference documentation has now been put onto the 
> Yaroze website, in the manuals section; 

> I think it's called 'gnu_err.zip' 
> 
> 


Hi, 
Phew!... I thought I was flogging a dead horse with this one! 
Thanks go to all the guys at Sony/Lewis and to Gil. 
All the best! 
Ian Thompson 


—-MESSAGE FILE 15278 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000146 


——MESSAGE FILE 15279 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000147 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thomson6@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Fri, 23 Jan 1998 20:56:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <34C90412.A0A9012Beévirgin.net> 

References: <34B69528.914BD947@virgin.net> <6a7tgv$721@chuka.playstation.co.uk> <34C 
85C48. 4B5A9DB2@virgin.net> 

Reply-To: ian.thomson6@virgin.net 

NNTP-Posting-Host: p37-sparrow-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

To: ian.thomsoné6é@virgin.net 

X-Priority: 3 (Normal) 


Ian Thompson wrote: 


Thanks go to all the guys at Sony/Lewis and to Gil. 


All the best! 


> SCEE wrote: 

> 

> > The GNU error reference documentation has now been put onto the 
> > Yaroze website, in the manuals section; 

> > I think it's called 'gnu_err.zip' 

>> 

> > “Hi, 

> 

> Phew!... I thought I was flogging a dead horse with this one! 
> 

> 

> 

> 

> 

> 


Ian Thompson 
P.S. Had a small look for it and I can't see it. Where is it again? 


--MESSAGE FILE 15279 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000147 


—--MESSAGE FILE 15280 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000148 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.gnu_compiler 
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Subject: Re: GNU error refrence? 

Date: 26 Jan 1998 11:43:23 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 48 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ahssr$4s31@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


http://195.92.24.16/yaroze/main/demos/ftpmain.htm 


when at this page, go to the manuals section, should find gnuinfo.zip, 
that's the business you're after. 


Lewis 
To: Lewis Evans 
eos 
From: news @ playstation.co.uk 


Subject: Re: GNU error refrence?:scee.yaroze.programming.gnu_compiler 


From: Ian Thompson <ian.thomson6@virgin.net> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: GNU error refrence? 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

To: ian.thomsoné6é@virgin.net 

Ian Thompson wrote: 

> SCEE wrote: 


> The GNU error reference documentation has now been put onto the 
> Yaroze website, in the manuals section; 

> I think it's called 'gnu_err.zip' 

> 

> Hi, 

Phew!... I thought I was flogging a dead horse with this one! 


Thanks go to all the guys at Sony/Lewis and to Gil. 


All the best! 


VVVVVVVVVVVV VV 


Ian Thompson 
P.S. Had a small look for it and I can't see it. Where is it again? 


—-MESSAGE FILE 15280 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000148 


—--MESSAGE FILE 15281 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000149 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thomson6@virgin.net> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: GNU error refrence? 

Date: Tue, 27 Jan 1998 22:05:15 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <34CE5A1B.1AA33B7E@virgin.net> 
References: <6ahssr$4s31@emeka.playstation.co.uk> 
Reply-To: ian.thomson6@virgin.net 
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NNTP-Posting-Host: plé6é-plover-gui.tch.virgin.net 


Mime-Version: 
Content-Type: 
Content-Transf 
X-Mailer: Mozi 
To: Lewis_Evan 


1.0 

text/plain; charset=us-ascii 
er-Encoding: 7bit 

lla 4.01 [en] (Win95; I) 
s@Playstation.sony.com 
(Normal) 


I allready have GNUINFO.ZIP and unfortunately there isn't an 


X-Priority: 3 
Hi, 
error/warning 
Ahh well... Lo 


refrence within it. 


oks as if I will have to flog my old horse again. 


Thanks for trying anyway Lewis & Gil. 


All the best, 
Ian T. 


--MESSAGE FILE 
piler/00000149 


--MESSAGE FILE 
ompiler/000001 
Path: chuka.pl 
From: gil@snsy 
Newsgroups: sc 
Subject: Re: G 
Date: Wed, 28 
Organization: 
Lines: 29 
Message-ID: <3 
References: <6 
NNTP-Posting-H 
X-Newsreader: 


On Tue, 27 Jan 
<ian.thomson6@ 
>I allready ha 
>error/warning 


You could prob 
tool and at le 
where. There's 
error. It's ju 


It's tempting 

the GNU projec 
inaccurate wit 
(c) a waste of 
to localise er 
dead-ended exp 
revisions whic 
reimplementati 
at least that 


15281 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


15282 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
50 
aystation.co.uk!news 
s.com (Gil Jaysmith (Telecommuting) ) 
ee. yaroze.programming.gnu_compiler 
NU error refrence? 
Jan 1998 22:39:37 GMT 
PlayStation Net Yaroze (SCEE) 


4cfb1b9.442177@news.playstation.co.uk> 
ahssr$4s31l@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> 
ost: th-eng03-197.pool.dircon.co.uk 

Forte Free Agent 1.1/32.230 


1998 22:05:15 +0000, Ian Thompson 

virgin.net> wrote: 

ve GNUINFO.ZIP and unfortunately there isn't an 
refrence within it. 


ably index the actual compiler source with some suitable 
ast discover which file produced each error message, and 
usually something approaching a comment near each 

st that there's no centralised error output. 


to do something like that myself as a contribution to 

t, but my fear is that such a reference would be (a) 

hin one release, (b) not a straightforward project, and 
time, since I'd rather such a project came from an urge 
ror messages into one resource, rather than a one-shot 
lanation. The GNU project doesn't accept suggested 

h are 'just for prettiness' or which require major 

on across many files for no functionality increase, or 
was (FSF inceptor and original GCC lead programmer) 


Richard Stallman's attitude a while ago. IMHO this sort of attitude is 


why GCC has th 
but also compl 


Something will 
point - mostly 
benefits - but 
> ( 


= gil 
——MESSAGE FILE 
piler/00000150 


——-MESSAGE FILE 


e reputation of being incredibly flexible and powerful, 
etely unsupportable and unpredictable. 


have to be done about GCC (especially C++) at some 
for the pro developers although I expect you'd feel the 
I can't concentrate on it for long enough at the moment 


15282 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


15283 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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ompiler/00000151 
Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thomson6@virgin.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Sat, 31 Jan 1998 23:45:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <34D3B7B2.6COFF7B5@virgin.net> 

References: <6ahssr$4s31l@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> <34 
cfb1b9.442177@news.playstation.co.uk> 

Reply-To: ian.thomson6@virgin.net 

NNTP-Posting-Host: p25-forktail-gui.tch.virgin.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Gil Jaysmith (Telecommuting) wrote: 
You could probably index the actual compiler source with some suitable 


tool and at least discover which file produced each error message, 


Hi Gil, 
First of all, many thanks for your help. 


I feel that I have went a long distance, gotten nowhere but learnt a 
lot. 


It seems that a prerequisite to have a love hate relationship with GNU 
before you can program with it. 


If you do an error reference at some point please give me a post and I 
will be eternally grateful. 


Until then, thanks again for the help and info. 
Ian T. 


—-MESSAGE FILE 15283 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000151 


—--MESSAGE FILE 15284 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000152 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Mon, 02 Feb 1998 00:13:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <34d50ele.14333706@news.playstation.co.uk> 

References: <6ahssr$4s3l@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> <34 
cfb1b9.442177@news.playstation.co.uk> <34D3B7B2.6COFF7B5@virgin.net> 
NNTP-Posting-Host: th-eng04-017.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 31 Jan 1998 23:45:54 +0000, Ian Thompson 
<ian.thomson6@virgin.net> wrote: 

>It seems that a prerequisite to have a love hate relationship with GNU 
>before you can program with it. 


You can't fail to have a love-hate relationship with a program whose 
source includes the following lines (fortunately commented out by 
someone before I got it): 


#if O 
/* This was a fun hack, but #pragma seems to start to be useful. 
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By failing to recognize it, we pass it through unchanged to ccl. 


A], 
/* 


* the behavior of the #pragma directive is implementation defined. 
* this implementation defines it as follows. 


Ay 


static int 

do_pragma () 

{ 
close (0); 

if (open ("/dev/tty", O_RDONLY, 0666) != 0) 

goto nope; 

close (1); 

if (open ("/dev/tty", O_WRONLY, 0666) != 1) 
goto nope; 


execl ("/usr/games/hack", "#pragma", 0); 

execl ("/usr/games/rogue", "#pragma", 0); 

execl ("/usr/new/emacs", "-ք", "hanoi", "9", "-kill", 0); 

execl ("/usr/local/emacs", "-ք", "hanoi", "9", "-kill", 0); 
nope: 

fatal ("You are in a maze of twisty compiler features, all 


different"); 


} 
#endif 


not to mention this amazing comment: 


/* Return a newly allocated node of code CODE. 
Initialize the node's unique id and its TREE_PERMANENT flag. 
For decl and type nodes, some other fields are initialized. 
The rest of the node is initialized to zero. 


Achoo! I got a code in the node. */ 


I mean, really. **slap** **slap** 


>If you do an error reference at some point please give me a post and I 
>will be eternally grateful. 


GCC 2.8.0 is due out soon (he says, having been saying that virtually 
since joining SN). I don't see any problem with making available a 
build of it for Yaroze owners, although it might also require enhanced 
gas and ld. We'll see... 


- Gil 
--MESSAGE FILE 15284 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000152 


—-MESSAGE FILE 15285 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000153 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Mon, 02 Feb 1998 00:27:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <34d510ca.15017179@news.playstation.co.uk> 

References: <6ahssr$4s31@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> <34 
cfb1b9.442177@news.playstation.co.uk> <34D3B7B2.6COFF7B5@virgin.net> <34d50ele.14333 
706@news.playstation.co.uk> 

NNTP-Posting-Host: th-eng04-017.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 02 Feb 1998 00:13:00 GMT, gil@snsys.com (Gil Jaysmith 
(Telecommuting) ) wrote: 
>GCC 2.8.0 is due out soon (he says, having been saying that virtually 
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>since joining SN). I don't see any problem with making available a 
>build of it for Yaroze owners, although it might also require enhanced 
>gas and ld. We'll see... 


Duh - *slap*. Gil is a happy pookie who hasn't been paying attention 
to the FSF website for a fortnight. GCC 2.8.0 has been released. AT 
LAST! Yippee! 


If possible, I'll make the 32-bit build of this compiler available to 
people (hoping that the same gcc will handle it, because I don't build 
that for the pro devkit). I say 'if'. But if it can be done, it'll be 
relatively quickly, since there's nothing I have to do that's more 
important than making a solid Win32-hosted version of a significant 
compiler upgrade like this available to all developers. And if I can 
surreptitiously get a benefit to Yaroze owners to fall out of it, I'll 
dö TE 21 4 


= Gil, 


PS Has anyone tried programming the Yaroze in Objective C? ;=) 
--MESSAGE FILE 15285 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000153 


—-MESSAGE FILE 15286 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000154 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Siocons with Unix 

Date: Mon, 02 Feb 1998 14:27:36 +1100 
Organization: Cybec Pty. Ltd. 

Lines: 27 

Message-ID: <34D53D28.28E5DC2@cybec.com.au> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I've just spent a wonderful weekend building a gcc-2.8.0 psx cross 
compiler under FreeBSD 2.2.2. After a few weeks using DOS (even with 
bash and all the GNU tools it still sucks) I am now in quite a blissful 
state. 


I grabbed siocons for Unix and it works, but not well. You can't quit 
by using ESC apparently, you have to use '~' to get a local prompt and 
type 'quit'. Օք those of you who have also seen the light and are using 
a Unix equivalent, is this true for you, or is it my window manager 
screwing me around, or something? 


I also noticed that when you do a 'siocons auto', it'll work fine, 
except when you're done, if you try to get the local prompt and quit, it 
freezes. I found I had to kill the process from elsewhere. Instead, if 
I plain 'siocons' then hit '~' and type ‘auto auto' it loads the auto 
batch file ok, and also lets me quit afterwards. Little bit of a drag 
compared to 'siocons auto' though. 


While I'm at it, I noticed the hss-utils and 'psxfer'. I assume this is 
similar to siocons, though the docs are in Japanese and I'm yet to try 
and work the bastard out. Any tips? 


Thanks, 
Toby. 


PS. I'm seriously considering learning Kanji. There are so many web 

pages and Japanese games out there that I would like to be able to use! 

—-MESSAGE FILE 15286 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000154 


—-MESSAGE FILE 15287 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000155 
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Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Mon, 2 Feb 1998 18:37:12 -0000 

Organization: Yaloozer 

Lines: 12 

Message-ID: <6b53e4S$b29@chuka.playstation.co.uk> 

References: <6ahssr$4s31l@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> <34 
cfb1b9.442177@news.playstation.co.uk> <34D3B7B2.6COFF7B5@virgin.net> <34d50ele.14333 
706@news.playstation.co.uk> <34d510ca.15017179@news.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>If possible, I'll make the 32-bit build of this compiler available to 
>people (hoping that the same gcc will handle it, because I don't build 
>that for the pro devkit 


Cool. Gil, do you know whats better in 2.8? I had a looksie at the changelog 
and well it means nowt to me. 


Graeme 


—-MESSAGE FILE 15287 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000155 


—-MESSAGE FILE 15288 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000156 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: minor Assembler query 

Date: Mon, 02 Feb 1998 18:38:35 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 14 

Message-ID: <34D612AB.73B8@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 

is there anyway of setting up register aliases, ie Տցք / $28 or 
Smy-register / $4 etc in the GNU assembler, or should I just use 
#defines and run it through the pre-processor ? 


tein: 
Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
sess Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15288 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000156 


—-MESSAGE FILE 15289 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000157 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: minor Assembler query 

Date: Mon, 02 Feb 1998 21:16:30 GMT 


Net Yaroze newsgroups message dump.txt Page 10328 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <34d63728.1074065@news.playstation.co.uk> 
References: <34D612AB.73B8@127.0.0.1> 
NNTP-Posting-Host: th-eng07-034.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 02 Feb 1998 18:38:35 +0000, Majik <majik@127.0.0.1> wrote: 

>Hi, 

> is there anyway of setting up register aliases, ie Տցք / $28 or 
>Smy-register / 54 etc in the GNU assembler, or should I just use 
>#defines and run it through the pre-processor ? 


It should recognise standard names like gp already. For other aliases, 
I don't know whether it'll work with the preprocessor since asm 
statement parameters are strings and obviously won't get expanded. 


It should be possible to get hold of GASP and build that to run as a 
precursor to the standard assembler. I wouldn't recommend it though. 
For one thing I can't say anything about its reliability. 


- Gil 
—-MESSAGE FILE 15289 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000157 


—-MESSAGE FILE 15290 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000158 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: minor Assembler query 

Date: Tue, 03 Feb 1998 10:15:02 +0000 

Organization: Sinclair MicroComputer Museum 

Lines: 23 

Message-ID: <34D6EE26.484F@127.0.0.1> 

References: <34D612AB.73B8@127.0.0.1> <34d63728.1074065@news.playstation.co.uk> 
Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Gil Jaysmith (Telecommuting) wrote: 

> It should recognise standard names like gp already. 

It does, I gave that as an example of what I'm after which is 

simply giving the registers my own symbolic names, so I don't have to 
remember what goes where. 


> For other aliases, 

> I don't know whether it'll work with the preprocessor since asm 

> statement parameters are strings and obviously won't get expanded. 
Oh right... 


> It should be possible to get hold of GASP and build that to run as a 
> precursor to the standard assembler. I wouldn't recommend it though. 
> For one thing I can't say anything about its reliability. 

oh well, looks like I'll just have to _think_ about what I'm doing 


ttfn 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
ad Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15290 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000158 


—-MESSAGE FILE 15291 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000159 
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Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Wed, 04 Feb 1998 10:46:34 +1100 

Organization: Forefront Software Services 

Lines: 26 

Message-ID: <34D7AC5A.C701226D@forefront.com.au> 

References: <6ahssr$4s31l@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> <34 
cfb1b9.442177@news.playstation.co.uk> <34D3B7B2.6COFF7B5@virgin.net> <34d50ele.14333 
706@news.playstation.co.uk> <34d510ca.15017179@news.playstation.co.uk> <6b53e4Sb29@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Graeme Evans wrote: 


> 

> >If possible, I'll make the 32-bit build of this compiler available to 

> >people (hoping that the same gcc will handle it, because I don't build 

> >that for the pro devkit 

> 

> Cool. Gil, do you know whats better in 2.8? I had a looksie at the changelog 
> and well it means nowt to me. 

> 

> Graeme 


[slightly off topic, sorry] 


erk. well, I built ցօօ2.8.0 last night, for both linux and psx, and then rebuilt 
a kernel with it, hoping that the snazzy new ppro optimisations would speed 
things up a bit. the upshot of a night of frustration, followed by a bit of 
nosing around the newsgroups is that gcc 2.8.0 generates bad code from one of 
the linux kernel source files (ioport.c), which causes X to dump core. 

there's a way to get around it (use a copy of ioport.c from a later kernel 
revision (~ >2.1.70), but it's still a bit worrying. I think I'm going to stick 
with a 2.7.x gcc for a while, for both linux and psx. Given that I don't know 
exactly where the error is produced, I don't know whether it'll affect the 

code generated for the playstation, and I don't want to be hunting bugs that 
aren't there. 


toby. 
—-MESSAGE FILE 15291 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000159 


—-MESSAGE FILE 15292 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000160 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU error refrence? 

Date: Wed, 04 Feb 1998 18:05:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <34d8acfc.25589020@www-s.playstation.co.uk> 

References: <6ahssr$4s31@emeka.playstation.co.uk> <34CE5A1B.1AA33B7E@virgin.net> <34 
cfb1b9.442177@news.playstation.co.uk> <34D3B7B2.6COFF7B5@virgin.net> <34d50ele.14333 
706@news.playstation.co.uk> <34d510ca.15017179@news.playstation.co.uk> <6b53e4Sb29@c 
huka.playstation.co.uk> <34D7AC5A.C701226D@forefront.com.au> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 04 Feb 1998 10:46:34 +1100, Toby Sargeant 

<toby@forefront.com.au> wrote: 

>with a 2.7.x gcc for a while, for both linux and psx. Given that I don't know 
>exactly where the error is produced, I don't know whether it'll affect the 
>code generated for the playstation, and I don't want to be hunting bugs that 
>aren't there. 


By the time I release it for Yaroze - which I've been given the okay 
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to do, which is nice - it'll have had some reasonably exhaustive 
testing from developers, so you can assume it'll be working at least 
respectably. (If it doesn't show up on the Yaroze site, however, you 


can assume I decided it wasn't worth the risk.) 


I haven't had a chance to examine the changelog or do the proper PSX 
build yet, but I did build ccl under WinNT to target i386, which is 
always the more irritating half of the job and which wasn't helped by 
the winnt config files being significantly out-of-date. So hopefully 
I'll be able to run some tests here on the PSX version tomorrow. If 
developers gave me full games to recompile, it'd be much easier. If. 


- Gil 
—-MESSAGE FILE 15292 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000160 


——MESSAGE FILE 15293 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000162 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Integrating GNU with Developer Studio. 

Date: Wed, 11 Feb 1998 22:26:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6bt8hrSbej6@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk875.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


See my article on my yaroze homepage (~steved) 


—-MESSAGE FILE 15293 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000162 


—-MESSAGE FILE 15294 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000163 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler,scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 

Subject: Real executable size 

Date: Fri, 13 Feb 1998 16:17:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:54 scea.yaroze.pr 
ogramming.libraries:9 scee.yaroze.programming.gnu_compiler:163 scee.yaroze.programmi 
ng.libraries:108 


When compiled my exe is about 20k (for example) but 

when I declare an array of 250k (for a gpu workspace) the 
size stays 20k. I wouldn't complain about it because it 
saves upload time, but I'm writing my own siocons and 
want to include a memory map. How can I see how big 

my exe is INCLUDING the static data? Which registers 

tell me that in the fileheaders? 


Thank u! 


—-MESSAGE FILE 15294 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000163 
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-—-MESSAGE FILE 1634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000330 

Path: chuka.playstation.co.uk!news 

From: Michael Voegeli <michael@access.ch> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Assigning texture maps to 3D objects at runtime? 

Date: Sun, 15 Feb 1998 19:00:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <34E72D24.691CD1E4@access.ch> 

Reply-To: michael@access.ch 

NNTP-Posting-Host: linel37-basel.datacomm.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 (Macintosh; I; PPC) 

To: michael@datacomm.ch 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:330 scee.yaroze.beginners 
2133 scea.yaroze.freetalk:402 


Hi there 


After almost one year as a yaroze member, I finally have the time to 
have a closer look at playstation programming and am trying to catch up 
a bit. 


I studied the paper manuals and thought they are quite useful. 


I created some dxf files in some Mac modeler, converted them to rsd and 
tmd on the PC and downloaded them togeteher with TMDVIEW from my Mac 
again, since this is my working Platform (Code Warrior, etc.). 


Everything worked pretty well and I began to think about what to do as 
some first 3d project... 


Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


I probably have to assign them by editing the RSD File... 


However, I would rather like to assign colors and textures to my 3D 
Objects at runtime anyway. 


I checked the manuals for some info about runtime object manipulation 
and especially texture map and color assignment. It apears the manual is 
very very thin at this subject. There are things mentioned about texture 
pages and alignment but this is more like an overview and I couldn't 
find any specific information about working with these features... 


The Library Reference manual lists no functions for texture or color 
assignment to 3D Objects in RAM. Are there none? Am I blind? 


Do I have to study the file format stuff and hack it myself? 


Sure, I will check out all the demos and source I can grab but I wonder 
If there is some other, more coherent information available on the 
subject. 


Thank you for any hints 


MV 


Co a a a ՀԿԵ a a a a oa a a ah la ae taal ad 
Michael Voegeli Interactive Media Programming 
mail: michael@access.ch vox: +41-61-331-4729 
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——MESSAGE FILE 15295 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000165 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Sun, 15 Feb 1998 19:28:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6c7fiqSbeo9@chuka.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl453.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:60 scea.yaroze.pr 
ogramming.libraries:12 scee.yaroze.programming.gnu_compiler:165 scee.yaroze.programm 
ing.libraries:109 


The array will probably be created on the stack at runtime. There are some 
macros available (In Windows anyway, probably the same for PS) to specify 
whether data should go in the data or application area, but I haven't a clue 
what they are for the Playstation. 


Steve 


Maurice Sibrandi wrote in message <6clnrg$bej17@chuka.playstation.co.uk>... 
>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 
>size stays 20k. I wouldn't complain about it because it 
>saves upload time, but I'm writing my own siocons and 
>want to include a memory map. How can I see how big 

>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 

> 

>Thank u! 

> 


> 
> 
> 


—-MESSAGE FILE 15295 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000165 


—-MESSAGE FILE 15296 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000166 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Mon, 16 Feb 1998 13:19:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <34e83970.7648869@www-s.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:62 scea.yaroze.pr 
ogramming.libraries:13 scee.yaroze.programming.gnu_compiler:166 scee.yaroze.programm 
ing.libraries:110 


On Fri, 13 Feb 1998 16:17:32 +0100, "Maurice Sibrandi" 
<sibrandi@orion.nl> wrote: 

>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 
>size stays 20k. I wouldn't complain about it because it 
>saves upload time, but I'm writing my own siocons and 
>want to include a memory map. How can I see how big 

>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 
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The array is most likely in the .bss section, and is allocated only 
when the program is loaded; there's no point storing 250K of 
zero-bytes in the image. The allocation size of each section is 
specified in the COFF section header table. You should be able to get 
an idea of total program size by adding up the section sizes displayed 
by 'objdump' (if a copy ships with the Yaroze tools - if not then I've 
got the Cygnus one lying around which should work). 


Alternatively you can get lots of fun information by adding 
"-W1,-Map=map" to the gcc command line. The file 'map' receives an 
excessive amount of information showing where each symbol has ended 
up, and towards the end there's a list of final output sections. It's 
not exactly pretty, though it seems reasonably parseable if you're 
into that kind of thing. 


I'll take a look at the PS-EXE format to see what it specifically 
contains, but it isn't one we normally have to care about, so I don't 
really know right now. 


= Gil 
—-MESSAGE FILE 15296 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000166 


—-MESSAGE FILE 15297 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000167 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: minor Assembler query 

Date: Wed, 18 Feb 1998 10:48:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6cee42Sbeo35@chuka.playstation.co.uk> 
References: <34D612AB.73B8@127.0.0.1> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 


When I produce assembler code I always use the preprocessor, and #include 
asm.h to get proper register names such as a0-a3 etc. 

Since these are all setup using #defines anyway it I'd recommend you do the 
same. 


Cheers, 
Colin. 


Majik wrote in message <34D612AB.73B8@127.0.0.1>... 

>Hi, 

> is there anyway of setting up register aliases, ie Տցք / $28 or 
>Smy-register / 54 etc in the GNU assembler, or should I just use 
>#defines and run it through the pre-processor ? 


> 

Հէէքո. 

> 

>Majik 

> 

>—— 

>-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
>-- Spod in a suitcase - ' Have Compiler, will travel ' 

>-- http://mudhole.spodnet.uk.com/~majik/ 

>—— 


--MESSAGE FILE 15297 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000167 


——MESSAGE FILE 15298 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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ompiler/00000168 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 15298 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000168 


——MESSAGE FILE 15299 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000169 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: ANNOUNCE: Action Replay FileServer Release 2 with GNU C support 
Date: 22 Feb 1998 18:07:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbd3fbd$6bcfef00$84d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 1132.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've just put ARS r2 on my WWW site. I've added some new stuff, and 
improved some 
old stuff, and now you can use it with GNU C as well as with Code Warrior. 


It's a PC based fileserver for the Yaroze in case anyone doesn't know, and 
it uses 
a Datel Action Replay as the comms channel so it's real fast.... 


Laters, 
Craig. 


Craig Graham, 
EMAIL: cgraham@intelligent-group.com 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
——MESSAGE FILE 15299 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000169 


——MESSAGE FILE 15300 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000170 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: GNU Tools Source Code 

Date: 25 Feb 1998 08:59:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 15 

Message-ID: <0Olbd41lcc$71cdf9e0$81d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 1129.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'd like to do some mods to the GNU Debugger for Yaroze, so can anyone 
point me at the 

source code. If it's not kicking around anywhere I'll put in an official 
request to Sony 

for the code (it's GNU based so they have to release the source including 
any mods they have 

made if they are asked for it). 


Craig. 


Craig Graham, 
EMAIL: cgraham@intelligent-group.com 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 15300 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000170 


——MESSAGE FILE 15301 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000171 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU Tools Source Code 

Date: Wed, 25 Feb 1998 12:30:27 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34f40de6.35212216@news.scea.sony.com> 

References: <Olbd4lccS$71lcdf9e0$81d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: client-120-233.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 25 Feb 1998 08:59:58 GMT, "Craig Graham" 
<cgraham@intelligent-group.com> wrote: 


>I'd like to do some mods to the GNU Debugger for Yaroze, so can anyone 
>point me at the 

>source code. 

>+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 


Hello, 

Go to the American home page, click on files up top, then click on 
utilities towards the bottom. The source code is in this section, 
listed as gdb.zip. It is a 5.5 mg. file, better take a nap while 
that one downloads. 


-Matt 


--MESSAGE FILE 15301 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000171 


——MESSAGE FILE 15302 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000172 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU Tools Source Code 

Date: 25 Feb 1998 23:01:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <01bd4241$f7edb4a0$83d449c2@Angelal.intelligent-group.com> 

References: <01bd41cc$71cdf9e0$81dqd449c2@Angelal.intelligent-group.com> <34f40de6.352 
12216@news.scea.sony.com> 
NNTP-Posting-Host: 1131.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 
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Matthew Hulett <matth@bellatlantic.net> wrote in article 

<34f£40de6.35212216@news.scea.sony.com>... 

> On 25 Feb 1998 08:59:58 GMT, "Craig Graham" 
<cgraham@intelligent-group.com> wrote: 


> 
> 
> >I'd like to do some mods to the GNU Debugger for Yaroze, so can anyone 
> >point me at the 

> >source code. 

> Hello, 

> Go to the American home page, click on files up top, then click on 

> utilities towards the bottom. The source code is in this section, 

> listed as gdb.zip. It is a 5.5 ոց. file, better take a nap while 

> that one downloads. 


Got it, thanks...and thanks to the folks who mailled me that bit of info as 
well. 


(Leased line at the office is a wonderful thing - you get to download as 
much as you 
like for free during the day....) 


> -Matt 


Craig. 
—--MESSAGE FILE 15302 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000172 


—-MESSAGE FILE 15303 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000173 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.gnu_compiler,scee.yaroze 
.freetalk.english, scee.yaroze.programming, scee.yaroze.programming.gnu_compiler, scee. 
yaroze.programming.libraries 

Subject: Compression libs.... 

Date: Wed, 4 Mar 1998 00:23:59 -0500 

Organization: SCEA News Server 

Lines: 25 
Message-ID: <6dinqgt$dlré@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:84 scee.yaroze.fr 
eetalk.english:429 scee.yaroze.programming.gnu_compiler:173 scee.yaroze.programming. 
libraries:127 


Well, for the last week I have been coding some compression libs for us to 
use on the Yaroze.. The compression is based on LZH. I have included a WAD 
builder, as well as some demo code fo you to use.. The WAD builder will 
only work under WIN95/NT (sorry guys it's a custom format.. didn't code an 
LZH decompressor...) 


So if you use WIN95/NT then grab it.. Should be fairly easy to use... Now 
we can all just use single files as opposed to sending 30 small tims to make 
up our games... 


I have included some sample C code for the Yaroze. It works under GNU... 
don't know about code warrior... The demo code allocates mem for a TIM 
image the displays it to the screen... Not much, but it'll give you the 
idea of how to use it anyway... 

If you have any questions, comments, suggestions.... e-mail me. 

Regards, 


Jeff / Nemesis 


jlawton@groupz.net 
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--MESSAGE FILE 
piler/00000173 


—-MESSAGE FILE 
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15303 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


15304 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000174 


Path: 
From: 
Newsgroups: 
.freetalk.eng] 


chuka.pl 


laystation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
"Jeff Lawton" <jlawton@groupz.net> 

scea.yaroze.programming, scea.yaroze.programming.gnu_compiler,scee.yaroze 
lish, scee.yaroze.programming, scee. yaroze.programming.gnu_compiler,scee. 


yaroze.programming.libraries 


Subject: Re: Compression libs.... 
Date: Wed, 4 Mar 1998 00:25:15 -0500 
Organization: SCEA News Server 
Lines: 4857 

Message-ID: <6dinuhSdlr7@scea> 
References: <6dingt$dlr6@scea> 


NNTP-Posting-Host: 


wrightsville-johnson.org 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: 
libraries:128 
Opps forgot to 
Regards, 

Jeff / Nemesis 


jlawton@groupz 


--MESSAGE FILE 
piler/00000174 


—-MESSAGE FILE 


chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:85 scee.yaroze.fr 
eetalk.english: 


430 scee.yaroze.programming.gnu_compiler:174 scee.yaroze.programming. 


attach the file... Sorry it's been a long day!! 


. net 


15304 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


15305 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000175 


Path: 


chuka.playstation.co.uk!news 


From: James Shaughnessy <james@manc.u-net.com> 


Newsgroups: 
Subject: 
Date: Thu, 
Organization: 
Lines: 24 

Message-ID: 


scee.yaroze.programming.gnu_compiler 
-Օ Optimising levels 

12 Mar 1998 15:02:29 +0000 

Bacardi Ferrari V12 


<3507F905.2AF3@manc.u-—net.com> 


NNTP-Posting-—Host: manc.u-net.com 


Mime-Version: 


0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 


X-Mailer: Mozil 


Thit 


lla 3.0 (Win95; I) 


Hey there peop] 
If you haven't 


le, 
already seen Gravitation I suggest you check it out 


now -- a must for fans of the Thrust genre. 


I've done a lot of optimising the code from my early demos 


(such as removing the f] 


bullets) 
option. 


loating point numbers, and using sprites for 


and it seems to run perfectly okay without a -Օ compiler 
BUT when I use any optimising things go pear-shaped! 

I use a mixture of sing] 
screen during play, 
some reason this is the first to go nuts, 


le and double buffering (single buffer virtual 
and double buffering for intro/menus) and for 
although I've had the game 


crash in mid play once. 
Is it something to do with having your data structures odd sizes? 


(Like using an 


array[7] instead of an even array[8]?) 


Anything obvious I've missed? 
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Thanks, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15305 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000175 


—-MESSAGE FILE 15306 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000176 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: -Օ Optimising levels 

Date: 12 Mar 1998 15:49:12 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 56 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e9050Ssv61@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Firstly, odd-sized arrays are saving very little memory, 
so best to make them even-sized. 


As regards this buffering business, I can't say because I haven't seen your 
code 

and don't know what you mean by 'single virtual screen without 

double buffering' during game. (Do you write everything to the same 
rectangular 

offscreen area of VRAM each frame, and then MovelImage to 

whichever buffer is being drawn/displayed??). 


One thing that definitely needs looking at under optimisation: 

function calling and local variables. Without optimisation, the 

locals are accessed by the frame pointer, but with O, they're accessed 
via the stack pointer. If you put the program stack onto the data-cache 
for higher speed, but try to access locals, you get a nasty trouble 
because the stack pointer's moved and locals will not be accessed 
correctly, and you can expect all kinds of trouble. 


Other than that, try isolating which part(s) of the code are going 
astray under optimisation, and use -O2 because that's bestest 
(highest level before you get to Օ3 which unrolls loops, 

sounds great but on the PSX is very liable to give you 

instruction cache misses and hence anti-optimisation). 


Lewis 


Hey there people, 

If you haven't already seen Gravitation I suggest you check it out 

now -- a must for fans of the Thrust genre. 

I've done a lot of optimising the code from my early demos 

(such as removing the floating point numbers, and using sprites for 

bullets) and it seems to run perfectly okay without a -Օ compiler 
option. BUT when I use any optimising things go pear-shaped! 

I use a mixture of single and double buffering (single buffer virtual 
screen during play, and double buffering for intro/menus) and for 
some reason this is the first to go nuts, although I've had the game 

crash in mid play once. 

Is it something to do with having your data structures odd sizes? 
(Like using an array[7] instead of an even array[8]?) 

Anything obvious I've missed? 

Thanks, 
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Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15306 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000176 


—--MESSAGE FILE 15307 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000177 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: -Օ Optimising levels 

Date: Thu, 12 Mar 1998 18:12:10 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <3508257A.7717@127.0.0.1> 

References: <6e9050Ssv61l@emeka.playstation.co.uk> 
NNTP-Posting-Host: darkstar.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Lewis_Evans@Playstation.sony.com wrote: 

> Firstly, odd-sized arrays are saving very little memory, 

> so best to make them even-sized. 

I found that odd-sized arrays crash the PSX (i don't think gcc likes 
them) 

and even if it did, it would just pad them out anyway, make sure arrays 
are 32bit aligned. 


Other than that, try isolating which part(s) of the code are going 
astray under optimisation, and use -O2 because that's bestest 
(highest level before you get to Օ3 which unrolls loops, 

sounds great but on the PSX is very liable to give you 

instruction cache misses and hence anti-optimisation). 

personally I never use 03, because of this. 


V V V V V 


other than that, I couldn't say whats causing the trouble. 
Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15307 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000177 


——MESSAGE FILE 15308 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000178 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: -Օ Optimising levels 

Date: Fri, 13 Mar 1998 01:35:35 +0000 
Organization: Bacardi Ferrari V12 

Lines: 39 

Message-ID: <35088D67.2048@manc.u-net.com> 
References: <6e9050Ssv61l@emeka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Lewis_Evans@Playstation.sony.com wrote: 

> double buffering' during game. (Do you write everything to the same 
> rectangular 

> offscreen area of VRAM each frame, and then MoveImage to 

> whichever buffer is being drawn/displayed??). 


That is exactly it, but there is only one display buffer, all the 
drawing is done on the 640x512 virtual screen, except for the the 
on-screen stuff like the digital timer, lives count etc. I considered 
this to be the best option for my game format as having a split 

screen mode is simply done by MoveImaging two 320x128 areas during 

the vertical blank. (So if there's 250 bullets floating around the 
screen and both players are near them, even though there'd be 500 
bullets VISIBLE on the screen the code only has to draw 250. 

When I could compile my game with -O2 the speed increase (regarding 
on-screen bullets) was amazing -- It could easily handle well over 500 
bullets with no slow down. But without it, and both player have, say, 
lasers and spiralfire nasty slowdown does occur. 


> Other than that, try isolating which part(s) of the code are going 
> astray under optimisation, and use -O2 because that's bestest 


Since getting the Yaroze about 10 weeks ago I've been busy developing 
my game and learning the PSX -- I'm amazed how much I picked up 

in the first week alone. I had got it to do something that I only 
dreamt of ever managing on a PC. Funny because this -O optimisation 
problem is the only real hurdle I've come across. And I'm gonna jump 
it soon. Gravitation v1.0 is about 4000 lines long total and isolating 
a problem now is a bit harder than when it was simple. I guess I'll 
need to learn to use GDB or something to see where my game crashes and 
because of what variable when compiler optimised? 


Thanks, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15308 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000178 


—-MESSAGE FILE 15309 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000179 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Root counter controls... 

Date: Fri, 13 Mar 1998 15:12:40 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6ec3jiSi0m17@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:505 scea.yaroze.programming.gnu_c 

ompiler:86 scee.yaroze.freetalk.english:485 scee.yaroze.programming.gnu_compiler:179 
scee.yaroze.programming.libraries:133 


Has anyone ever played with the Root counter functions: 
ResetRCnt 

GetRCnt 

StartRCnt 


How do they work? 
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I need some timers in the program I am working on, and I thought they might 
be the answer... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 15309 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000179 


—--MESSAGE FILE 15310 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000180 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:55:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6eqm63$15r14@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:522 scea.yaroze.programming.gnu_c 

ompiler:87 scee.yaroze.freetalk.english:549 scee.yaroze.programming.gnu_compiler:180 
scee.yaroze.programming.libraries:140 


I think you would probally be better off using VSync(1) for most timing 
purposes ( it count's in hsyncs ) 

unless you want some really tight timing... 

But checking the time for a single small function ( <l Hsync ) can often 
give misleading results as the effects of other bus masters / cache history 
and dram refresh will sometimes give spurious results. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 15310 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000180 


—-MESSAGE FILE 15311 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000181 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 
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snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
lm ik == k= == el ree eh eee 


--MESSAGE FILE 1634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00330 


—-MESSAGE FILE 1635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000331 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: yet another siocons replacement 
Date: Mon, 16 Feb 1998 11:20:36 +1100 
Organization: Cybec Pty. Ltd. 

Lines: 70 

Message-ID: <34E78654.7984419F@cybec.com.au> 
References: <34E38880.724EB908@forefront.com.au> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Toby Sargeant wrote: 
> 


> Hi, 
Hey there, 


> 
> In order to address one of the many tool deficiencies that we unix users have 
> to suffer, I'm working on another siocons. 


Being a unix user myself, I'd be really interested in what you can 
produce. 


Rather than this just being yet another beefed up terminal emulator, I'm 
intending to provide an API to the functionality that the standard siocons 
provides. This way, it's trivial for anyone to write any form of interface to 
it. 


My primary aim is to provide the ability to read symbols from object files 
(using nm), and annotate disassembly, as an aid to learning to program in R3000 
machine code. 


VVVVVVVVV 


A disassembler? What does this have to do with serial comms with the 
Yaroze? How would it integrate with the standard siocons stuff within 
your API? (gdb disassembles my code already. nm already dumps my 
object files.) 


> Depending on whether I find documentation on the R3000 opcode format and the 
> HSS protocol, I'll also support RDB, so as to provide simple hooks for 
> debugging. 


I assume you have the source to the siocons that has already been ported 
to unix. There's probably all the HSS info you need in there. 


It's all written in python, so as long as I can find a good serial I/O module 
for each operating system, this will also work on win95/NT/dos/OS2/MAC. Long 
live cross platform programming. Python also has excellent support for OLE and 
CORBA, so I'm not planning on leaving the C/C++ programmers (completely) out in 
the cold. 


V N Ay CN V. N 
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Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler, scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:56:41 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6er7qh$13g5@scea> 

References: <6ec3ji$i0m17@scea> <6eqm63S15r14@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:524 scea.yaroze.programming.gnu_c 

ompiler:88 scee.yaroze.freetalk.english:553 scee.yaroze.programming.gnu_compiler:181 
scee.yaroze.programming.libraries:141 


SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 

>I think you would probally be better off using VSync(1) for most timing 
>purposes ( it count's in hsyncs ) 

>unless you want some really tight timing... 

>But checking the time for a single small function ( <l Hsync ) can often 
>give misleading results as the effects of other bus masters / cache history 
>and dram refresh will sometimes give spurious results. 


Boy thanks.. That was a rather informative response... Now I know how the 
Root control timers work.. 1:11 get right on it.... 1 don't mean to sound 
rude or make your response seem unwanted.. It just frustrates me that even 
simple things (or things you would imagine to be simple) are so poorly 
understood.. I just wanted to try them. 

All sarcasm aside.... Does anyone know how to use them.. I don't care if I 
can use ՄՏՄոՇ as a timer (I'm aware of that) or not... I want to know all I 


can about the Yaroze, and the docs on the Root timers are very poorly 
written... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 15311 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000181 


—--MESSAGE FILE 15312 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000182 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 01:05:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6esf11$15r32@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> <6eqm63S$15r1l4@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:526 scea.yaroze.programming.gnu_c 

ompiler:89 scee.yaroze.freetalk.english:565 scee.yaroze.programming.gnu_compiler:182 
scee.yaroze.programming.libraries:142 


Hi Jeff, 


RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 
To time a routine use the following... 


ResectRCnt ( RCntCNT2 ); 
StartRCnt ( RCntCNT2 ); 
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call routine 


time = GetRCnt( RCntCNT2 ); 


I'm sorry you thought I was being unhelpfull with my last response, but I 
offer the same advice to professional developers, plus with the Yaroze you 
don't have access to any other timers as they are used by the libraries 
internally. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6er7qh$13g5@scea>... 
>SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 


>>I think you would probally be better off using VSync(1) for most timing 
>>purposes ( it count's in hsyncs ) 

>>unless you want some really tight timing... 

>>But checking the time for a single small function ( <l Hsync ) can often 
>>give misleading results as the effects of other bus masters / cache 
history 

>>and dram refresh will sometimes give spurious results. 

> 

> 

>Boy thanks.. That was a rather informative response... Now I know how the 
>Root control timers work.. I'll get right on it.... I don't mean to sound 
>rude or make your response seem unwanted.. It just frustrates me that even 
>simple things (or things you would imagine to be simple) are so poorly 
>understood.. I just wanted to try them. 

> 

>All sarcasm aside.... Does anyone know how to use them.. I don't care if 
1 

>can use ՄՏՄոՇ as a timer (I'm aware of that) or not... I want to know all 
ի 


>can about the Yaroze, and the docs on the Root timers are very poorly 
>written... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 


—-MESSAGE FILE 15312 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000182 


—-MESSAGE FILE 15313 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000183 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 09:14:59 -0500 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6etta3Smfol@scea> 

References: <6ec33i$i0m17@scea> <6eqm63$15rl14@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> <6esf11$15r32@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:530 scea.yaroze.programming.gnu_c 

ompiler:90 scee.yaroze.freetalk.english:575 scee.yaroze.programming.gnu_compiler:183 
scee.yaroze.programming.libraries:143 
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SCEE wrote in message <6esf11$15r32@chuka.playstation.co.uk>... 

>Hi Jeff, 

> 

>RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 

>To time a routine use the following... 

> 

>ResectRCnt ( RCntCNT2 ); 

>StartRCnt ( RCntCNT2 ); 

> 

>call routine 

> 

>time = GetRCnt( RCntCNT2 ); 

> 

> 

>I'm sorry you thought I was being unhelpfull with my last response, but I 
>offer the same advice to professional developers, plus with the Yaroze you 
>don't have access to any other timers as they are used by the libraries 
>internally. 


I am thankful for any respose.. Sometimes I just get fed up with the docs.. 
like to know how to use what it is I'm playing with. One of those things 
was timers... Currently I do use the vsync because no one seemed to know 
how the timers functioned... The response you just gave me is exactly what 
I was looking for.. I wanted to know how they worked... I couldn't for the 
life of me figure out what you passed into the timer... 
surely didn't mean to sound rude about it... Was meant more as sarcasm... 


Sorry if I offended you. 
BTW Thanks for the solution to my question. 
Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 15313 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000183 


--MESSAGE FILE 15314 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000184 

Path: chuka.playstation.co.uk!news 

From: "Yaroze" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: c++ 

Date: Mon, 23 Mar 1998 07:38:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6f4vnk$flol6é@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup107-3-1.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Is it possible to use C++ (ie classes and such) with the gnu compiler in dos 
mode?.. 


// Anders Clerwall 


—-MESSAGE FILE 15314 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000184 


—--MESSAGE FILE 15315 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000185 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
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Subject: Re: c++ 

Date: Mon, 23 Mar 1998 11:31:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6f5gcj$flol7@chuka.playstation.co.uk> 
References: <6f4vnk$flol6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Version 2.8 of the gnu compiler is around somewhere, although I found it a 
bugger to install and getting working correctly. I now use Code Warrior, 
and since it's started working as it should, I love it almost as much as my 
own reflection. 


Steve 


Yaroze wrote in message <6f4vnkSflol6@chuka.playstation.co.uk>... 

>Is it possible to use C++ (ie classes and such) with the gnu compiler in 
dos 

>mode?.. 

> 

>-- 

>// Anders Clerwall 

> 

> 

> 


—-MESSAGE FILE 15315 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000185 


—--MESSAGE FILE 15316 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000186 

Path: chuka.playstation.co.uk!news 

From: <n.atkinson@cs.ucl.ac.uk> 

Newsgroups: scee.yaroze.problems.pc, scee.yaroze.programming.gnu_compiler 

Subject: DOS filename problem 
Date: Wed, 25 Mar 1998 23:19:55 -0000 

Organization: University College London 

Lines: 41 

Message-ID: <6fo5f0S6nel2@chuka.playstation.co.uk> 

NNTP-Posting-Host: ingenius.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.problems.pc:70 scee.yaroze.programming.gnu 
_compiler:186 


Hi all 
I am desperately trying to get my final year project sorted... 
I have been using Codewarrior for some time, but I am trying to use the GNU 


c compiler now, as I have not been able to get codewarrior to deal with GNU 
makefiles. 


Now I have a problem with gcc not recognising long filenames (under both NT 
and 95). Does anyone have a solution to this or at least know where I can 
get one? 


Altering the filenames is not a possibility, as i am trying to build the 
Java source tree (lots and lots of files!). 


please reply to my email address 


TIA 


Nigel Atkinson 
n.atkinson@cs.ucl.ac.uk 
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—-MESSAGE FILE 15316 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000186 


--MESSAGE FILE 15317 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000187 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc, scee.yaroze.programming.gnu_compiler 

Subject: Re: DOS filename problem 

Date: Tue, 31 Mar 1998 09:58:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <6fqav0S6ne21@chuka.playstation.co.uk> 

References: <6fo5f0S6nel2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.problems.pc:71 scee.yaroze.programming.gnu 
_compiler:187 


You don't have to rename the files but you will have to edit the makefile. 
Here is what you do... 


Where you have a long filename or directory name just edit it and shorten it 
to the first 6 characters, remove any spaces. Then add ~ followed by a 
number. The tricky bit is the number! Usually it will be 1, but if there has 
been an occurrence of the first 6 characters before then it will be 2, 3 
etc. so making it unique. You will need to exit to DOS and do a directory 
listing to find out the numbers. Best to pipe the directory listing to a 
text file (E.G. DIR >MYDIR.TXT) so you can use that as a reference in 
Windows. 
This will even work for programs that do recognise long filenames because 
when Windows looks for a file or directory it will check both the long and 
short versions on the disk. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


n.atkinson@cs.ucl.ac.uk wrote in message 
<6fo5f0$6nel2@chuka.playstation.co.uk>... 


>Hi all 

> 

>I am desperately trying to get my final year project sorted... 
> 


>I have been using Codewarrior for some time, but I am trying to use the GNU 
>c compiler now, as I have not been able to get codewarrior to deal with GNU 
>makefiles. 

> 

>Now I have a problem with gcc not recognising long filenames (under both NT 
>and 95). Does anyone have a solution to this or at least know where I can 
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>get one? 

> 

>Altering the filenames is not a possibility, as i am trying to build the 
>Java source tree (lots and lots of files!). 

> 
>please reply to my email address 
> 
>TIA 

> 

>Nigel Atkinson 
>n.atkinson@cs.ucl.ac.uk 


VVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 15317 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000187 


——MESSAGE FILE 15318 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000188 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: printf works, code doesn't 

Date: Mon, 13 Apr 1998 20:15:07 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3532D4BA.49B30CA9@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I have an oddity: I am trying to find the slope of a line - the 
equation for this is (Y2-Y1)/(X2-X1). In my code, I made a function 
"Slope", as follows: 


double Slope(int a,int b) 
{ 


u_long X1,Y1,X2,Y2; 
double Fun; 


X1=Dude[a] .position.vx; 
Y1=Dude [a] .position.vz; 
X2=Dude [b] .position.vx; 
Y2=Dude [b] .position.vz; 
printf2("N 


n%d / %d = %e " Y2-Y1,X2-X1, (Y2-Y1) / (X2-X1)); 
//printf2 = printf that supports %e Fun=((Y2-Y1) / (X2-X1)); 
printf("%e",Fun); 


return (Fun); // Used to be return ((Y2-Y1) / (X2-X1)); - Same thing 
happened 
} 
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The weird and annoying thing is that the printf2 shows the correct 
slope, 

while Fun doesn't. Fun=0. Does anyone have ANY idea why this is 
happening? 

Or an easier way to find the slope of a line? 


Thanks, 
- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 15318 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000188 


—-MESSAGE FILE 15319 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000189 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: printf works, code doesn't 

Date: Wed, 15 Apr 1998 09:42:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <3534730B.2417@127.0.0.1> 
References: <3532D4BA.49B30CA9@sinclair.net> 
NNTP-Posting-Host: darkstar.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


> double Slope(int a,int b) 
> { 


u_long X1,Y1,X2,Y2; 
double Fun; 


X1=Dude 
Y1=Dude 


[a] .position.vx; 
[a] .position.vz; 
X2=Dude [b] .position.vx; 
Y2=Dude [b] .position.vz; 
printf2("Nn%$d / %d = %e " Y2-Y1,X2-X1, (Y2-Y1) / (X2-X1)); 
//printf2 = printf that supports %e Fun=((Y2-Y1) / (X2-X1)); 
printf("%e",Fun); 


return (Fun); // Used to be return ((Y2-Y1) / (X2-X1)); - Same thing happened 
} 


VVVVVVVVVVV VV 


Is this the actaul code you are using? I only ask because 'Fun' isnt 
assigned any 
value, it is hidden by the // comment, what happens if you do 


//printf2 = printf that supports 626 
Fun=((Y2-Y1) / (X2-X1)); 


instead of 


> //printf2 = printf that supports %e ԲսոչՀ ( (22-41) / (X2-X1)); 


or is it just my mailreader that has screwed that bit up, sorry if I've 
been patronising. 


M. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15319 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000189 
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——MESSAGE FILE 15320 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000190 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: printf works, code doesn't 

Date: Wed, 15 Apr 1998 19:42:28 -0700 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <35357014.E195CEDC@sinclair.net> 

References: <3532D4BA.49B30CA9@sinclair.net> <3534730B.2417@127.0.0.1> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Well, that was the actual code, but that line wasn't remmed out (I think 
it was my newsgroup poster that messed it up). You know what fixed the 
problem? I had to type cast the equation as a double, like so: 

Fun= (double) (((Y2-Y1) / (X2-X1)); 


Majik wrote: 


> double Slope(int a,int b) 
> { 


u_long X1,Y1,X2,Y2; 
double Fun; 


X1=Dude 
Y1=Dude 


[a] .position.vx; 
[a] .position.vz; 
X2=Dude [b] .position.vx; 
[b 

( 


] 
] 
] 
Y2=Dude [b] .position.vz; 
printf2("Nn%d / %d = %e " Y2-Y1,X2-X1, (Y2-Y1) / (X2-X1)); 
//printf2 = printf that supports %e Fun=((Y2-Y1) / (X2-X1)); 
printf("%e",Fun); 


VVVVVVVVVV VV 


return (Fun); // Used to be return ((Y2-Y1) / (X2-X1)); - Same thing happene 
> ) 
Is this the actaul code you are using? I only ask because 'Fun' isnt 


assigned any 
value, it is hidden by the // comment, what happens if you do 


//printf2 = printf that supports 626 
Fun=((Y2-Y1) / (X2-X1)); 


instead of 
> //printf2 = printf that supports %e Fun=((Y¥2-Y1) / (X2-X1)); 


or is it just my mailreader that has screwed that bit up, sorry if I've 
been patronising. 


M. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


VVVVVVVVVVVVVVV VV VV VV VV QV VV VV VV VV VV VV VV 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 15320 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000190 


Net Yaroze newsgroups message dump.txt Page 10349 


—--MESSAGE FILE 15321 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000191 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: printf works, code doesn't 

Date: Thu, 16 Apr 1998 11:42:58 +0100 

Organization: Intelligent Research 

Lines: 28 

Message-ID: <3535E0B1.3FDF2F4E@hinge.mistral.co.uk> 

References: <3532D4BA.49B30CA9@sinclair.net> <3534730B.2417@127.0.0.1> <35357014.E19 
5CEDC@sinclair.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Joshua Meeds wrote: 


> Well, that was the actual code, but that line wasn't remmed out (I think 
> it was my newsgroup poster that messed it up). You know what fixed the 

> problem? I had to type cast the equation as a double, like so: 
> 
> 


Fun= (double) (((Y2-Y1) / (X2-X1)); 


The outer brackets mean that as all parameters are unsigned long int's,the result of 
the 
division is truncated to an integer before casting to a 

double - so you lose the fractional component. Also, as 41, etc, are 
unsigned, the result օք Y2-Y1 will always be unsigned, so you'll lose 
any directional information from the calculation. 


Try: 


Fun=( (double) (72-71) ) / ( (double) (X2-X1)); 


or alternatively, make X1, etc, into doubles instead of u_long's. 
Craig. 


> 


—-MESSAGE FILE 15321 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000191 


—-MESSAGE FILE 15322 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000192 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Interface to GNU 

Date: Mon, 20 Apr 1998 17:18:04 +0100 

Organization: The PC Shop 

Lines: 28 

Message-ID: <353B753C.FFE76D9@clara.net> 

References: <333A3B9A.7F79@disctronics.co.uk> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-2005.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


David Johanson wrote: 
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If anybody is interested in an Intergrated environment to DJGPP (GCC) 
which is a similar environment to the DOS version of Turbo C, you can 
get one from the Simtel site. 

It has a debugger and a few other bangs and whistles, but can be 
alittle 

bit buggy depending on your setup ( mine blows up randomly :-( ) 


The Binaries are at 
ftp.simtel.net/pub/gnu/djpp/v2apps/rhidel2b.zip ( 1.3 mb ) 
you also need 


ftp.simtel.net/pub/gnu/djpp/v2misc/csdpmi3.zip (39kb ) 


VVVVVVVVVVVVVV VV 


I suggest you read the documentation. 


I have used RHIDE 1.4 (and codewarrior) on the yaroze although it works 
fine, Piquois IDE 
is much more suited to the Yaroze as its Windows 95, a lot easier to 


use, more integrated (integrated coms etc.) and basicaly a LOT better. 


Ian Ta 


—-MESSAGE FILE 15322 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000192 


—-MESSAGE FILE 15323 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000193 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: C++ 

Date: Mon, 27 Apr 1998 23:31:25 +0200 

Organization: OMGIM Productions 

Lines: 8 

Message-ID: <6i2t6eSn9k2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup238-2-44.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi.. What do you have to do to be able to code C++ (classes and such) with 


the GNU compiler?? Is it at all possible.. I saw something about this on 
some member pages, didn't get it though :(.. Please help! 
// Anders 


—-MESSAGE FILE 15323 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000193 


——MESSAGE FILE 15324 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000194 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ 

Date: Mon, 27 Apr 1998 21:19:20 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3544f37a.33823530@news.scea.sony.com> 

References: <6i2t6eSn9k2@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-119-36.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hi.. What do you have to do to be able to code C++ (classes and such) with 
>the GNU compiler?? Is it at all possible.. I saw something about this on 
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Is CORBA well supported under Linux, FreeBSD and NetBSD? 


> Suggestions as to things that you'd like to see an API provide above and beyond 
> straight mappings of the siocons commands are very much welcomed. Given that I 
> would like to see this as a possibilty to create a labour saving device for 

> many people out there, the more feedback I have, the easier it is to reach my 

> goal. 

A really nice way of doing transfers during runtime would be great. Is 

this possible at the moment? So data could be loaded at the beginning 

of levels - a client using your API acts as a persistent storage 


interface for the PSX app, down the wire. 


The way the current siocons for un*x works sucks, because you can't 


break out of it unlike the DOS version. ESC doesn't work. 'kill' from 
a different terminal does. I'd like to see an app. that works as I 
believe psxfer is supposed to - a command that can be batched together 


in scripts. Psxfer doesn't work for me, it always goes into rdb mode, 
and doesn't load my models properly. 


Thanks, 


(A different Toby, also in Australia) 
—-MESSAGE FILE 1635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00331 


—-MESSAGE FILE 1636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000332 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan Miller" <nmiller@igalaxy.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Collision Detection Shortcut 

Date: Sun, 15 Feb 1998 16:39:53 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <6c81mh$5bj10@scea> 

NNTP-Posting-Host: usr-x2-hub1l.ppp-40.bak.igalaxy.net 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


It is possible to use only two points and some tricky programming to check 
collisions. For a hint on the two point method, think of taking the old 2d 
bounding box into 3d, cut out the useless points, and you have a simple 
collision detection algorithm. It is a lot quicker to check 2 points 
against 2 point than check 10 points from a sphere against 10 points from 
another sphere! 


If you don't figure it out e-mail me, 


Nathan Miller 
Ryu-Ki Software 
nmiller@igalaxy.net 


—-MESSAGE FILE 1636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00332 


—-MESSAGE FILE 1637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000333 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yet another siocons replacement 

Date: Mon, 16 Feb 1998 12:09:26 +1100 

Organization: Forefront Software Services 
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>some member pages, didn't get it though :(.. Please help! 


It is very possible, a few members are using C++, although I 
believe most of them do use C++ with CW, and not DJGPP. No matter, I 
am aware of some one who has used C++ with the GNU compiler. 

If I used or even knew C++, I could help more, but I can offer a 
few pieces of information. Graeme Evans has the file cclplus.exe 
on his website, which you will need. Unfortunately, I can't find his 
website on the european home pages listing, so he must have it listed 
under another title. Here's his e-mail: 


"Graeme Evans" <evans@fourny.demon.co.uk> 


I am quite sure he could tell you everything you need to get C++ going 
with DJUGPP. 


-Matt 


--MESSAGE FILE 15324 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000194 


——MESSAGE FILE 15325 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000196 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ 

Date: Tue, 28 Apr 1998 22:34:35 +0100 

Organization: Yaloozer 

Lines: 7 

Message-ID: <6i5hmg$n9k6@chuka.playstation.co.uk> 

References: <6i2t6e$n9k2@chuka.playstation.co.uk> <3544f37a.33823530@news.scea.sony. 
com> <6i5gsq$n9k3@chuka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Ha there i go mouthing off again. 
the upload messed up 


I'll try again tomorrow 


—-MESSAGE FILE 15325 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000196 


—-MESSAGE FILE 15326 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000197 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: C++ 

Date: Wed, 29 Apr 1998 21:00:10 +0100 

Organization: Yaloozer 

Lines: 73 

Message-ID: <6i80joSlbr3@chuka.playstation.co.uk> 

References: <6i2t6eSn9k2@chuka.playstation.co.uk> <3544f37a.33823530@news.scea.sony. 
com> <6i5gsq$n9k3@chuka.playstation.co.uk> <6i5hmg$n9k6@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


right, now it works. 


I was thinking of some things i forgot to mention. You can supply your own 
new and delete (called __builtin_new and __builtin_delete). That way you can 
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write debug versions and keep track of all your memory leaks, just like MFC. 
Ive tacked on some bodies I copied out of an old libgcc, but looking at it 
again they're a bit forgiving. 


Also, you might need to supply your own code for calling global 
constructors. this should do the trick; 


//define these outside of main() in the same file 
// CTOR_LIST symbol created by linker 

typedef void (*func_ptr) (void); 

extern func_ptr CTOR_LIST ԼԷ: 


// put the next bit օք code in main() after InitHeap but before everything 
else. 
unsigned int nptrs; 
nptrs=(unsigned int) CTOR_LIST [0]; 
if (nptrs== (unsigned int)-1) 
{ 
// on others, it is -1 and you see how many 
// pointers there are because the array is 
// null terminated 
nptrs=0; 
while (__CTOR_LIST [nptrs+1] !=NULL) 
{ 
nptrstt; 
} 
} 
// Call the initialisation functions in reverse order (?) 
for (h=nptrs; h>=1; հ--) 
{ 


CTOR_LIST__[h] (); 


} 


You won't need this if you dont have any global constructors. Helpfully, if 
you give ld the flag --warn-constructors it'll tell you if you have some. 


Oh and remember to unzip the zip in the root directory. 
yours compilerly 
gr 


who would really really like to go to the ICA but lives in Edinburgh. grrr 


—-MESSAGE FILE 15326 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000197 


--MESSAGE FILE 15327 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000198 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Robert Schutt" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 30 Apr 1998 21:38:13 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <6ib8biScv09@scea> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:585 scea.yaroze.programming.gnu_c 

ompiler:96 scee.yaroze.freetalk.english:721 scee.yaroze.programming.gnu_compiler:198 
scee.yaroze.programming.libraries:148 


I have been playing with the Root Counter Controls. 


I think there may be a bug with the root counter. 
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It seems to me that the root counter is incremented every 
clock cycle. Not every 8 clock cycles like the documentation 
suggests. 


This is done after several experiments with timing features. 
If anyone is interested let me know. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 15327 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000198 


—-MESSAGE FILE 15328 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000199 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: C++.. again! :) 

Date: Mon, 4 May 1998 18:25:33 +0200 

Organization: OMGIM Productions 

Lines: 10 

Message-ID: <6ikpt1Sjpr21@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup105-7-9.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello again.. I've now downloaded the stuff found on Graeme Evans 

memberpage and tried it.. didn't work.. it complained about not finding a 
file (mips-lt.exe or something).. couldn't Graeme write a little setup guide 
or check the library.. or just post a short guide here.. I would very much 
appreciate it! .. Thanks in advance.. 

// Anders 


—-MESSAGE FILE 15328 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000199 


——MESSAGE FILE 15329 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000200 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 
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NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 15329 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000200 


—-MESSAGE FILE 15330 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000201 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8Shcal7@chuka.playstation.co.uk>... 

> YarozeMaster V2.0 is ready! 

> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end of the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 
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I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVV 


Craig. 
—-MESSAGE FILE 15330 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000201 


—--MESSAGE FILE 15331 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000202 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


—-MESSAGE FILE 15331 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000202 


——MESSAGE FILE 15332 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000203 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: optimization compiler bug ? 

Date: Sun, 14 Jun 1998 18:20:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <35840650.7D29@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


when I compile my program with optimization anything over 'Little' I get 
an error: 


stack fault at eip=dfd17 
(and than loads of register values and addresses etc...) 
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its only one of my c files which it happens on but I can't seem to trace 
whats causing it... 


anyone else had similar problems ? 


Charlie 
—-MESSAGE FILE 15332 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000203 


—-MESSAGE FILE 15333 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000204 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: optimization compiler bug ? 

Date: Sun, 14 Jun 1998 23:03:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35845685.1169279@news.playstation.co.uk> 
References: <35840650.7D29@livemedia.co.uk> 
NNTP-Posting-Host: p29-guillemot-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 14 Jun 1998 18:20:16 +0100, Charlie <charlie@livemedia.co.uk> 
wrote: 


>Hi, 

> 

>when I compile my program with optimization anything over 'Little' I get 
>an error: 

> 

> stack fault at eip=dfd17 

>(and than loads of register values and addresses etc...) 

> 

>its only one of my c files which it happens on but I can't seem to trace 
>whats causing it... 

> 

>anyone else had similar problems ? 

> 

>Charlie 


Not seen anything like that myself. Can you post a copy of the files 
somewhere so we can have a play ? 


Richard. 
—-MESSAGE FILE 15333 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000204 


—-MESSAGE FILE 15334 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000205 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: optimization compiler bug ? 

Date: Sun, 14 Jun 1998 23:24:04 -0700 

Organization: SCEA News Server 

Lines: 512 

Message-ID: <3584BE04.35B9AB81@shell.jps.net> 

References: <35840650.7D29@livemedia.co.uk> <35845685.1169279@news.playstation.co.uk 
> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: oak-port626.jps.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 84D9FC4FCD637F399C12C229" 
X-Mailer: Mozilla 4.04 [en] (Win95; U) 


This is a multi-part message in MIME format. 
84D9FC4FCD637F399C12C229 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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The fault you're getting is probably due to the fact that the DJGPP 
compiler is running out of stack space. I had this at first and it 
frustrated the hell out of me. So, how do you fix it? Use the 
attached prog called Stub Edit. 


FIRST: find out where you left your Yaroze CD. If you screw up, 
you can just revive the GNU C tree. (My memory is a bit 
fuzzy on this.) 

To use it, pop it into your GNU C directory, and run it as: 


stubedit gcc.exe 


And answer the prompts (some are defaulted): 


- name of extender: go32 

- version of GO32: 1.12.maint3 
— minimum amount of stack: 0x200000 

— max virtual memory: 0 

— base name of file: M 

- enable wildcard expansion: yeah 

— amount of conventional: 0 


The stack there is 2 MB. That should be sufficient ^_^ 
If this doesn't work, can you post more clues? 
Richard Cutting wrote: 


On Sun, 14 Jun 1998 18:20:16 +0100, Charlie <charlie@livemedia.co.uk> 
wrote: 


>Hi, 

> 

>when I compile my program with optimization anything over 'Little' I get 
>an error: 

> 

> stack fault at eip=dfdl17 

>(and than loads of register values and addresses etc...) 

> 

>its only one of my c files which it happens on but I can't seem to trace 
>whats causing it... 

> 

>anyone else had similar problems ? 

> 

>Charlie 


Not seen anything like that myself. Can you post a copy of the files 
somewhere so we can have a play ? 


VVVVVVVVVVVVVVV VV VV VV VV 


Richard. 

Mata ne, ԲԵՐ Հար 
- e! ՀՆ tenchi@shell.jps.net nega 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) tithe http://www. jps.net/tenchi 


84D9FC4FCD637F399C12C229 

Content-Type: application/octet-stream; name="STUBEDIT.EXE" 

—-MESSAGE FILE 15334 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000205 


—--MESSAGE FILE 15335 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000206 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: optimization compiler bug ? 

Date: 15 Jun 1998 23:41:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 19 

Message-ID: <slrn6obca5.g41.tjs@indy16.cs.monash.edu.au> 

References: <35840650.7D29@livemedia.co.uk> <35845685.1169279@news.playstation.co.uk 
> <3584BE04.35B9AB81@shell.jps.net> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Sun, 14 Jun 1998 23:24:04 -0700, Elliott Lee <tenchi@shell.jps.net> wrote: 
>The fault you're getting is probably due to the fact that the DJGPP 
>compiler is running out of stack space. I had this at first and it 
>frustrated the hell out of me. So, how do you fix it? Use the 

>attached prog called Stub Edit. 

> 

<snip> 


djgpp (or maybe go32) also understands an environment variable called 
dpmistack or dpmistacksize (can't remember which it is, or whether there are 
hyphens involved) which saves stuffing around with the executable. There's 
no reason to still be using a dos based compiler anyway, seeing as you can 
compile gcc for win32, and get something that's much better. That way you're 
also not locked in to using gcc 2.6.3. 


Of course you could make the real leap, and go to a freeware unix - for 
which there will soon be a version of timtool, among other things. 


toby. 
—-MESSAGE FILE 15335 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000206 


—-MESSAGE FILE 15336 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000207 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: optimization compiler bug ? 

Date: 16 Jun 1998 11:07:14 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Sender: thutton@TECH10 

Message-ID: <ulngym9x9.fsf@cybec.com.au> 

References: <35840650.7D29@livemedia.co.uk> 
<35845685.1169279@news.playstation.co.uk> 
<3584BE04.35B9AB81@shell.jps.net> 
<slrn6obca5.g41.tjs@indyl6.cs.monash.edu.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 


> Of course you could make the real leap, and go to a freeware unix - for 

> which there will soon be a version of timtool, among other things. 

Eh? 

Toby. 

—-MESSAGE FILE 15336 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000207 


—--MESSAGE FILE 15337 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000208 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: optimization compiler bug ? 

Date: 16 Jun 1998 01:29:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <slrn6obiiv.gel.tjs@indy16.cs.monash.edu.au> 

References: <35840650.7D29@livemedia.co.uk> <35845685.1169279@news.playstation.co.uk 
> <3584BE04.35B9AB81@shell.jps.net> <slrn6obca5.g41.tjs@indyl6.cs.monash.edu.au> <ul 
nqym9x9.fsf@cybec.com.au> 
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NNTP-Posting-Host: indyl6.cs.monash.edu.au 
X-Newsreader: slrn (0.9.5.1 UNIX) 


On 16 Jun 1998 11:07:14 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>tjs@cs.monash.edu.au (Toby Sargeant) writes: 


> 

>> Of course you could make the real leap, and go to a freeware unix - for 
>> which there will soon be a version of timtool, among other things. 

> AAAAAAAAAAAAAAAAAAAAAAAAAAAA 

>Eh? 


Python port of timtool for linux using Tkinter and PIL. Currently got it 
loading images, and placing them in a VRAM overview. haven't got manual 
placement or CLUTs going yet though. zooming is very slow, as well, so 
I'll have to spend a little time thinking about it. TIM export can be done 
via a friend's ppmtotim tool or natively. haven't decided yet. 


toby. 
—-MESSAGE FILE 15337 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000208 


—-MESSAGE FILE 15338 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000209 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: optimization compiler bug ? 

Date: Mon, 15 Jun 1998 19:42:21 -0700 

Organization: Cisco Systems 

Lines: 45 

Message-ID: <3585DB8D.D75822C1@jps.net> 

References: <35840650.7D29@livemedia.co.uk> <35845685.1169279@news.playstation.co.uk 
> <3584BE04.35B9AB81@shell.jps.net> <slrn6obca5.g41.tjs@indyl6.cs.monash.edu.au> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-246.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Yah, I agree on both points. 


Yes, you can set the extern variable dpmistacksize, but that means 
that you have to do it in every single program. And, when you're 
downloading other member's code and then compiling them, having to 
edit their files to stick in that 1 line gets annoying. I'd rather 
use stubedit and ութ the problem once. :) 


I'd use a real IDE if it were "Standard". I want to be sure that 
whatever I make can be compiled and run using the Yaroze utils and 
libraries that we're given. Anything outside of that would be 
either documented or extra utils/code included in a released version. 
e.g. if I wrote a game that required PSCommUtil (sp?), I'd have a 
version of it readily available for downloading right next to the 
link to download the game. 


I would love to do Unix, but seeing as there's only 300 MB of free 
HDD space (and it's reserved for game installations ^_^), I can't 
install Linux or FreeBSD. Maybe it's time to get a 9 GB HDD... 


Toby Sargeant wrote: 


djgpp (or maybe go32) also understands an environment variable called 
dpmistack or dpmistacksize (can't remember which it is, or whether there are 


> 

> On Sun, 14 Jun 1998 23:24:04 -0700, Elliott Lee <tenchi@shell.jps.net> wrote: 
> >The fault you're getting is probably due to the fact that the DJGPP 
> >compiler is running out of stack space. I had this at first and it 
> >frustrated the hell out of me. So, how do you fix it? Use the 

> >attached prog called Stub Edit. 

>> 

> <snip> 

> 

> 

> 
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> hyphens involved) which saves stuffing around with the executable. There's 

> no reason to still be using a dos based compiler anyway, seeing as you can 

> compile gcc for win32, and get something that's much better. That way you're 
> also not locked in to using gcc 2.6.3. 

> 

> Of course you could make the real leap, and go to a freeware unix - for 

> which there will soon be a version of timtool, among other things. 

> 

> toby. 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15338 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000209 


——MESSAGE FILE 15339 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000210 

Path: chuka.playstation.co.uk!news 

From: "Tim" <tim@no_spammusicweb.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: implicit declaration of function : warning 

Date: 16 Jun 1998 23:28:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd997eSbb9253a0S$c613c8c3@musicweb.ftech.co.uk> 
NNTP-Posting-Host: pcl197.thmax-3.ftech.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 
I'm getting these warning's from the gnu compiler and was wondering 


if anyone could tell me what they mean. 

Tim. 

main.c:30: warning: implicit declaration of function *PadInit' 

main.c:31: warning: implicit declaration of function ‘InitialiseGraphics' 
main.c:33: warning: implicit declaration of function *‘build_viewpoint' 
main.c:35: warning: implicit declaration of function *‘build_scene' 
main.c:37: warning: implicit declaration of function ‘InitAllLights' 
main.c:44: warning: implicit declaration of function *‘RenderWorld' 


—-MESSAGE FILE 15339 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000210 


——MESSAGE FILE 15340 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000211 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: implicit declaration of function : warning 

Date: 17 Jun 1998 14:46:40 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Sender: thutton@TECH10 

Message-ID: <un2bcfxe7.fsf@cybec.com.au> 

References: <01bd997e$bb9253a0S$c613c8c3@musicweb. ftech.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Tim" <tim@no_spammusicweb.co.uk> writes: 


> 

> Hi, 

> I'm getting these warning's from the gnu compiler and was wondering 

> if anyone could tell me what they mean. 

> Tim. 

> 

> main.c:30: warning: implicit declaration of function `PadInit' 

> main.c:31: warning: implicit declaration of function `InitialiseGraphics' 
> main.c:33: warning: implicit declaration of function *‘build_viewpoint' 
> main.c:35: warning: implicit declaration of function *‘build_scene' 

> main.c:37: warning: implicit declaration of function ‘InitAllLights' 
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Lines: 70 

Message-ID: <34E791C6.11462516@forefront.com.au> 

References: <34E38880.724EB908@forefront.com.au> <34E78654.7984419F@cybec.com.au> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Toby Hutton wrote: 


> A disassembler? What does this have to do with serial comms with the Yaroze? 
> How would it integrate with the standard siocons stuff within your API? (gdb 
> disassembles my code already. nm already dumps my object files.) 


Agreed, but the point is that this will provide a way for any executable to 
gain access to the disassembled code, so rather than just seeing a text view in 
GDB, you'll be able to get any kind of view you'd like (assuming you have the 
time to write it). Examples might include a disassembly browser that's more 
simple to use than the gdb interface, or even a display of speculative code 
coverage, to help with optimisation and tracing. Essentially the aim of this 
project is not to reinvent the wheel, but to provide information that's already 
available in a more uniform and accessible manner. 


> Depending on whether I find documentation on the R3000 opcode format and 
the HSS protocol, I'll also support RDB, so as to provide simple hooks for 
> debugging. 


v 


I assume you have the source to the siocons that has already been ported to 
unix. There's probably all the HSS info you need in there. 


V N AVN V. V. 


Yep, that seems to be the consensus. It's a pity. the FSF tend to be good with 
their documentation, but this is one area that really isn't documented at all. 


It's all written in python, so as long as I can find a good serial I/O 
module for each operating system, this will also work on 
win95/NT/dos/OS2/MAC. Long live cross platform programming. Python also 


has excellent support for OLE and CORBA, so I'm not planning on leaving the 
C/C++ programmers (completely) out in the cold. 


VVVVVVVV 
VV NV V V V 


Is CORBA well supported under Linux, FreeBSD and NetBSD? 


Look at ILU, ftp://ftp.parc.xerox.com/pub/ilu/ilu.html ... It's an 
implementation that supports most unices, as well as W95/NT. 


Suggestions as to things that you'd like to see an API provide above and 
beyond straight mappings of the siocons commands are very much welcomed. 
Given that I would like to see this as a possibilty to create a labour 
saving device for many people out there, the more feedback I have, the 
easier it is to reach my goal. 


V V V V V 


A really nice way of doing transfers during runtime would be great. Is this 
possible at the moment? So data could be loaded at the beginning of levels - 
a client using your API acts as a persistent storage interface for the PSX 
app, down the wire. 


VVVVVVVV VV 


Yep, I can see this being possible. One thing I'd _like_ to do is to then be 
able to combine the fileserver data stream with the HSS data stream, so that 
you could use it while you were debugging. I admit, I'm assuming that this 
doesn't already work for GDB, but I think it's a pretty fair assumption, based 
upon the fact that sharing serial ports tends to be tricky. 


The way the current siocons for un*x works sucks, because you can't break out 
of it unlike the DOS version. ESC doesn't work. "kill' from a different 
terminal does. I'd like to see an app. that works as I believe psxfer is 
supposed to - a command that can be batched together in scripts. Psxfer 
doesn't work for me, it always goes into rdb mode, and doesn't load my models 
properly. 


VVVVVV 


I'll make sure that this works with my implementation, don't worry :) I still 
haven't decided yet, whether the sample interface that I'll provide will be 
text or graphical. 
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> main.c:44: warning: implicit declaration of function *‘RenderWorld' 


You're not prototyping your functions properly. You're either making 
calls to functions that appear later in the same module (file) 

ie. main.c, or to functions in a different module without including a 
header file with the exported prototypes. 


So, you need to declare all your functions in order, making sure that 
functions that are called by other functions appear before them - 
callee before caller. Օք, if you like to have main() up the top, put 
some prototypes before it. eg. 


int proc(int a, char b); 


int main() 
{ 
թԷօՇ (1, "AY? 


return 0; 


} 


int proc(int a, char b) 
{ 

// code... 
} 


Or, if these functions (PadInit, etc) are in different files, you need 

to make a header file with prototypes and #include it at the top of 

main.c 

Toby. 

--MESSAGE FILE 15340 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000211 


——MESSAGE FILE 15341 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000212 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: error file.. 

Date: Fri, 19 Jun 1998 03:10:18 GMT 

Organization: Nowadays 

Lines: 13 

Message-ID: <3589d5d3.3140602@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppb219.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hello.. 


why is it not possible to divert the errors (reported by gcc) to a 
file with 


gcc main.c >error.lst 


I really don't know, why this is not possible here! normaly it 
works fine. does gcc have a command-line option to do this? 


thnx.. Yan 

asC . nowadayS . www.netlink.ch/nowadayS 

Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 

—-MESSAGE FILE 15341 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000212 


—-MESSAGE FILE 15342 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000213 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: error file.. 

Date: Fri, 19 Jun 1998 09:12:23 +0100 
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Organization: Mobius Codeworks Ltd. 

Lines: 27 

Message-ID: <358A1D67.2198500D@micronetics.com> 
References: <3589d5d3.3140602@news.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


gcc directs all errors to stderr. 
Use >& to redirect stderr to stdout. 


gcc main.c > error.lst 2»81 


Cheers 


Jim 


Yannick Suter wrote: 
hello.. 


why is it not possible to divert the errors (reported by gcc) to a 
file with 


gcc main.c >error.lst 


I really don't know, why this is not possible here! normaly it 
works fine. does gcc have a command-line option to do this? 


thnx.. Yan 

asC . nowadayS . www.netlink.ch/nowadayS 

Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 

—-MESSAGE FILE 15342 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000213 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 15343 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000214 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: error file.. 

Date: 21 Jun 1998 06:54:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <slrn6éopbha.f25.tjs@indy16.cs.monash.edu.au> 

References: <3589d5d3.3140602@news.playstation.co.uk> <358A1D67.2198500D@micronetics 
. com> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Fri, 19 Jun 1998 09:12:23 +0100, Jim <jim@micronetics.com> wrote: 
>gcc directs all errors to stderr. 

>Use >& to redirect stderr to stdout. 

> 

>gcc main.c > error.lst 2>&1 


Is this NT/95 syntax? is it the same as gcc main.c 2>&1 > error.lst? If it 
isn't, then whoever wrote the NT/95 shell should be _shot_. Under sh (where 
this syntax came from), your example would redirect stdout to a file, and 
then redirect stderr to stdout (but not to the file). That's the way it 
should be. 


toby. 
—-MESSAGE FILE 15343 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000214 
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—-MESSAGE FILE 15344 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000215 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: error file.. 

Date: Sun, 21 Jun 1998 16:56:04 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 25 

Message-ID: <358D2D14.6AD1IDBDA@codeworks.demon.co.uk> 

References: <3589d5d3.3140602@news.playstation.co.uk> <358A1D67.2198500D@micronetics 
.com> <slrn6opbha.f25.tjs@indyl6.cs.monash.edu.au> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Toby Sargeant wrote: 

> 

> Is this NT/95 syntax? is it the same as gcc main.c 2>&1 > error.1st? 
>If it isn't, then whoever wrote the NT/95 shell should be _shot_. 


Yep, sick ain't it.. :-) 


>Under sh (where 

> this syntax came from), your example would redirect stdout to a file, >and then re 
direct stderr to stdout (but not to the file). That's the 

>way it should be. 

> 

> toby. 


If you do it the correct way for example 'gcc 2>&1 > jim' its doesn't 
redirect stderr to the file as you mention. I don't even think MS 
document any of this either. 


To be honest though I was surprised it even worked at all. 

I guess it the choice people make when they choose MS products.. :-) 
Cheers 

Jim 


—-MESSAGE FILE 15344 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000215 


—-MESSAGE FILE 15345 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000216 

Path: chuka.playstation.co.uk!news 

From: "Jon Watson" <jonwat@globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Gnu Make Vs Psymake 

Date: Thu, 2 Jul 1998 21:03:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6ngp20$6017@chuka.playstation.co.uk> 
NNTP-Posting-Host: client1558.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


I develop games for the playstation on a 'proper' dev kit using sn's 
wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze to 
see what its like.... 


Anyway, what I'm really after is this - 

Is there a way of incbinning data files through the gnu assembler like there 
is on asmpsx which comes with the devkit? It seems such a hassle having to 
manually load things into specific parts of memory.... 
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Just in case anyones interested....I'm currently working on the front end to 
Actua Soccer 3. 


Thanks, 
Jon Watson 
Gremlin Interactive 


—-MESSAGE FILE 15345 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000216 


—-MESSAGE FILE 15346 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000217 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Gnu Make Vs Psymake 

Date: 03 Jul 1998 11:19:56 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Sender: thutton@TECH10 

Message-ID: <uzperbuir.fsf@cybec.com.au> 
References: <6ngp20$6017@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Jon Watson" <jonwat@globalnet.co.uk> writes: 


Hiya all, 


I develop games for the playstation on a 'proper' dev kit using sn's 
wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze to 
see what its like.... 


Anyway, what I'm really after is this - 

Is there a way of incbinning data files through the gnu assembler like there 
is on asmpsx which comes with the devkit? It seems such a hassle having to 
manually load things into specific parts of memory.... 


VVVVVVVVVV VV 


[ don't think there's any directive for the GNU tools to automatically 
link binaries with your executable, but it'd take 10 mins to write a 
little program to convert a binary to C source (with a native compiler). 


Man, there's probably tonnes of bin2src progs on Simtel or somewhere 

if you don't want to do your own... 

Toby. 

—--MESSAGE FILE 15346 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000217 


—-MESSAGE FILE 15347 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000218 

Path: chuka.playstation.co.uk!news 

From: martin@fsnsys.com (Martin Day) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Gnu Make Vs Psymake 

Date: Fri, 3 Jul 1998 14:42:13 +0100 

Organization: SN Systems Ltd 

Lines: 18 

Message-ID: <MPG.1006f0138a0aa8eb989682@news.playstation.co.uk> 

References: <6ngp20$6017@chuka.playstation.co.uk> <uzperbuir.fsf@cybec.com.au> 
NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: MicroPlanet Gravity v2.10.940 


In article <uzperbuir.fsf@cybec.com.au>, thutton@cybec.com.au says... 

> "Jon Watson" <jonwat@globalnet.co.uk> writes: 

S աս 

> I don't think there's any directive for the GNU tools to automatically 
> link binaries with your executable, but it'd take 10 mins to write a 
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little program to convert a binary to C source (with a native compiler). 


> 
> 
> Man, there's probably tonnes օք bin2src progs on Simtel or somewhere 
> if you don't want to do your own... 


If the data files are going to be changed often then I'd recommend 
converting them to assembler rather than C to cut down on the build time. 
If you're not sure what declarations you need in the assembler source 
just build a C program with a data table with the -S option and look at 
what that's producing. An even better way is to convert to an object file 
if you have the spec for this. 


Martin E:martin@snsys.com T:+44 117 929 9733 F:+44 117 929 9251 
--MESSAGE FILE 15347 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000218 


——MESSAGE FILE 15348 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000219 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Increasing stack size 

Date: Sat, 04 Jul 1998 12:22:12 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <359E80E4.50C7@dial.pipex.com> 
NNTP-Posting-Host: userm538.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi 


Im getting a 'stack fault' error when compiling some of 

my modules with optimization which, judging by past 

posts Ive read, means I need to increase the size of 

the compilers stack(?). However, I cant seem to find 

these old posts which I seem to remember mentioned 
something about setting an environment variable (called 
go32 or something, whatever that is) to increase stack size. 
Can someone please tell me how to do this again. 


Thanks in advance 


-Chris 
--MESSAGE FILE 15348 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000219 


——MESSAGE FILE 15349 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000220 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Increasing stack size 

Date: Mon, 06 Jul 1998 10:51:35 -0700 

Organization: Cisco Systems 

Lines: 35 

Message-ID: <35A10EA7.72CAF33D@jps.net> 

References: <359E80E4.50C7@dial.pipex.com> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I fixed my problem with this permanently with STUBEDIT (ina 
previous post) but you can do this in your progs with putting this in 
your code: 
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unsigned _stklen = 1048576; /* need a 1MB stack */ 


This info came from the source at: 
http: //www.delorie.com/djgpp/v2faq/faql16.html 
- e! 


Chris Chadwick wrote: 


> 

> Hi 

> 

> Im getting a 'stack fault' error when compiling some of 

> my modules with optimization which, judging by past 

> posts Ive read, means I need to increase the size of 

> the compilers stack(?). However, I cant seem to find 

> these old posts which I seem to remember mentioned 

> something about setting an environment variable (called 

> go32 or something, whatever that is) to increase stack size. 

> Can someone please tell me how to do this again. 

> 

> Thanks in advance 

> 

> -Chris 

Mata ne, eet 22 

- e! seen tenchi@shell.jps.net Maes 
(Protocol) ::  ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) StH http://www. jps.net/tenchi 


—-MESSAGE FILE 15349 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000220 


——MESSAGE FILE 15350 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000221 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Increasing stack size 

Date: Fri, 10 Jul 1998 03:03:57 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <35A5E70D.5AA2@dial.pipex.com> 

References: <359E80E4.50C7@dial.pipex.com> <35A10EA7.72CAF33D@jps.net> 
NNTP-Posting-Host: userp159.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Elliott Lee wrote: 

I fixed my problem with this permanently with STUBEDIT (ina 

previous post) but you can do this in your progs with putting this in 
your code: 


unsigned _stklen = 1048576; /* need a 1MB stack */ 


This info came from the source at: 


http: //www.delorie.com/djgpp/v2faq/faql16.html 
=e! 
Chris Chadwick wrote: 
Hi 
Im getting a 'stack fault' error when compiling some of 


my modules with optimization which, judging by past 
posts Ive read, means I need to increase the size of 


VVVVVVVVVVVVVV VV VV VV 


V V V V V V 
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VVVVVVVVVVVVVV VV 


> the compilers stack(?). However, I cant seem to find 

> these old posts which I seem to remember mentioned 

> something about setting an environment variable (called 

> go32 or something, whatever that is) to increase stack size. 

> Can someone please tell me how to do this again. 

> 

> Thanks in advance 

> 

> -Chris 

Mata ne, ene ԵՐՆ 

-e! sont tenchi@shell.jps.net Nis 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ee http://www. jps.net/tenchi 


Thanks for the info, Elliott! 


What was all that business I seem to remember about 'ցօ32' then? 


-Chris 
--MESSAGE FILE 15350 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000221 


——MESSAGE FILE 15351 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000222 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Increasing stack size 

Date: Fri, 10 Jul 1998 10:54:18 -0700 

Organization: Cisco Systems 

Lines: 56 

Message-ID: <35A6554A.C6FC4BO0A@jps.net> 

References: <359E80E4.50C7@dial.pipex.com> <35A10EA7.72CAF33D@jps.net> <35A5E70D.5AA 
2@dial.pipex.com> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


X- 


I 


Mailer: Mozilla 4.03 [en] (Win95; U) 


dunno for sure, but I believe you can use the stubedit utility to 


modify go32.exe. Although, stubedit should probably be used only on 
gcc.exe...? 


Chris Chadwick wrote: 


> 


VVVVVVVVVVVVV VN VN VN NP, VP VN VV V 
VVVVVVVVVVVVVVV VN N VV VV 


VV VV V V V 


Elliott Lee wrote: 
I fixed my problem with this permanently with STUBEDIT (ina 
previous post) but you can do this in your progs with putting this in 
your code: 
unsigned _stklen = 1048576; /* need a 1MB stack */ 
This info came from the source at: 
http://www.delorie.com/djgpp/v2fag/faql16.html 
- e! 
Chris Chadwick wrote: 
Hi 
Im getting a 'stack fault' error when compiling some of 
my modules with optimization which, judging by past 


posts Ive read, means I need to increase the size of 
the compilers stack(?). However, I cant seem to find 


Net Yaroze newsgroups message dump.txt Page 10368 


> > > these old posts which I seem to remember mentioned 

> > > something about setting an environment variable (called 

> > > go32 or something, whatever that is) to increase stack size. 

> > > Can someone please tell me how to do this again. 

>>> 

> > > Thanks in advance 

>>> 

> > > -Chris 

>> 

>> -- 

> > Mata ne, ree 

> > =el eae tenchi@shell.jps.net Misys 

>> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

>> (Tenchikun) eae http://www. jps.net/tenchi ք 

>> vids ' E i 

> 

> Thanks for the info, Elliott! 

> 

> What was all that business I seem to remember about 'go32' then? 

> 

> -Chris 

Mata ne, եռն պե 

- Թ) sat tenchi@shell.jps.net oe 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) + š http://www.jps.net/tenchi 


—-MESSAGE FILE 15351 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000222 


—-MESSAGE FILE 15352 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000223 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: to many code?? 

Date: Sun, 12 Jul 1998 21:37:05 GMT 

Organization: Nowadays 

Lines: 17 

Message-ID: <35a92869.9830882@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppb197.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hi! 


I've a quite strange prob. At the moment I'm programming my 
IceClimberGame.. and it runs with more than 50fps - the mainFunction 
must handle a lot of pictures but that's not the prob.. 


well.. now I'm at a point, where when I add a single linge of code 
more, I lose more than 50% of the speed! (when I delete it again I get 
by 50fps back!) 


I checked any memCollisions, but there's nothing.. also, it's not a 
prob of too many pics.. the psx-executable ist only 58Kb .. so this 
can't be the prob too.. 


what could be the prob? 

AsC . www.netlink.ch/nowadays 

Yan . www.netyaroze-europe.com/~yannick 

—-MESSAGE FILE 15352 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000223 


—--MESSAGE FILE 15353 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000224 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: to many code?? 
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Date: Mon, 13 Jul 1998 19:01:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35aa598b.442907@news.playstation.co.uk> 
References: <35a92869.9830882@news.playstation.co.uk> 
NNTP-Posting-Host: p51-finch-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 12 Jul 1998 21:37:05 GMT, asc@netlink.ch (Yannick Suter) 


wrote: 

>hi! 

> 

>I've a quite strange prob. At the moment I'm programming my 
>IceClimberGame.. and it runs with more than 50fps - the mainFunction 
>must handle a lot of pictures but that's not the prob.. 

> 

>well.. now I'm at a point, where when I add a single linge of code 


>more, I lose more than 50% of the speed! (when I delete it again I get 
>by 50fps back!) 


> 

>I checked any memCollisions, but there's nothing.. also, it's not a 
>prob of too many pics.. the psx-executable ist only 58Kb .. so this 
>can't be the prob too.. 

> 


>what could be the prob? 
>AsC . www.netlink.ch/nowadays 
>Yan . www.netyaroze-europe.com/~yannick 


Is this any line of code or one particular line of code ? 


—-MESSAGE FILE 15353 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000224 


—--MESSAGE FILE 15354 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000225 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: to many code?? 

Date: Mon, 13 Jul 1998 13:45:58 -0700 

Organization: Cisco Systems 

Lines: 34 

Message-ID: <35AA7206.1CA9ADBC@jps.net> 

References: <35a92869.9830882@news.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Can you post a code fragment with the before-and-after comments in 
it? Sounds like you must be causing extra work managing memory or 
polling devices. If this line of code is in a loop, make sure that 
the variables used on that line of code don't overwrite any values 
of the loop variables! 


=o. 2 

Yannick Suter wrote: 

hi! 

I've a quite strange prob. At the moment I'm programming my 
IceClimberGame.. and it runs with more than 50fps - the mainFunction 
must handle a lot of pictures but that's not the prob.. 

well.. now I'm at a point, where when I add a single linge of code 


more, I lose more than 50% of the speed! (when I delete it again I get 
by 50fps back!) 


VVVVVVVVV VV 
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I checked any memCollisions, but there's nothing.. also, it's nota 
prob of too many pics.. the psx-executable ist only 58Kb .. so this 
can't be the prob too.. 


> 
> 
> 
> 
> what could be the prob? 

> AsC . www.netlink.ch/nowadays 

> Yan . www.netyaroze-europe.com/~yannick 


Mata ne, ibs wigs 

- e! sat tenchi@shell.jps.net Vises 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) tae http://www. jps.net/tenchi š 

—-MESSAGE FILE 15354 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 

piler/00000225 


—-MESSAGE FILE 15355 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000226 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: to many code?? 

Date: Tue, 14 Jul 1998 01:05:54 GMT 

Organization: Nowadays 

Lines: 11 

Message-ID: <35aaae67.31933708@news.playstation.co.uk> 
References: <35a92869.9830882@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppb196.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hihoe.. 

I solved it!.. it was kind of compilingBug.. coz: the prob was a 
switch command, which I rewrote in several if commands. after this 
everything worked fine again! hmm.. quite strange! 


thnx.. for u'r help! 


Yan 
AsC . www.netlink.ch/nowadays 
Yan . www.netyaroze-europe.com/~yannick 


—-MESSAGE FILE 15355 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000226 


—-MESSAGE FILE 15356 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000227 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: to many code?? 

Date: Wed, 15 Jul 1998 00:45:23 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35AC5E13.22A8@dial.pipex.com> 

References: <35a92869.9830882@news.playstation.co.uk> <35aaae67.31933708@news.playst 
ation.co.uk> 
NNTP-Posting-Host: userl257.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Yannick Suter wrote: 
hihoe.. 


I solved it!.. it was kind of compilingBug.. coz: the prob was a 
switch command, which I rewrote in several if commands. after this 


> 
> 
> 
> 
> 
> everything worked fine again! hmm.. quite strange! 
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> Toby. 
> 
> (A different Toby, also in Australia) 


Toby. 
-—-MESSAGE FILE 1637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00333 


—-MESSAGE FILE 1638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000334 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Mon, 16 Feb 1998 04:38:23 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <34e7bf82.17105555@news.scea.sony.com> 

References: <6bpf16S$3ppl@emeka.playstation.co.uk> 
NNTP-Posting-Host: a63.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 10 Feb 1998 12:02:46 -0000, George_Bain@Playstation.sony.com wrote: 


>From: George_Bain@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>There are plenty of Yaroze's out there! The price was going to drop sooner 
>or 

>later. It's almost been a year, and remember the PlayStation had plenty of 
>price drops also. 

> 

Is there any chances that SCEA will follow? I've got a couple of 

friends who would consider purchasing the Yaroze if the price tag was 

a bit less. I think 5499 US would be equivalent to SCEE's price and it 

would be much more affordable. 


>Happy Coding! 
If only I had more spare time grr! 


Patrick Bureau 
—-MESSAGE FILE 1638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00334 


—-MESSAGE FILE 1639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000335 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Wanted: 2D & 3D graphics and other help 
Date: Mon, 16 Feb 1998 15:48:18 +0000 
Organization: I wish! 

Lines: 22 

Message-ID: <34E85FC2.42F0@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Hi there, I'm another programmer hoping to write some 
wonderful games. The problem is, is that I've set myself 

a deadline of a week and a half to come up with a 
rudimentary game (shoot em up with rotation etc. etc.) and 
the problem is is that if I let myself do the graphics, 
then I spend absolutely AGES messing around with them 
because I never think they are good enough. If you want to 
help me (and I hope that you do!) then please, please Email 
me and I can give you a rundown of the sort of graphics I 
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> 

> thnx.. for u'r help! 

> 

> Yan 

> AsC . www.netlink.ch/nowadays 

> Yan . www.netyaroze-europe.com/~yannick 


I dont mean to sound patronizing, but did you remember to put a 'break;' 
at the end of each 'case' code? 


Just a thought. 


-Chris 
--MESSAGE FILE 15356 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000227 


——MESSAGE FILE 15357 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000228 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: to many code?? 

Date: Wed, 15 Jul 1998 13:45:33 GMT 

Organization: Nowadays 

Lines: 40 

Message-ID: <35acb06b.12526519@news.playstation.co.uk> 

References: <35a92869.9830882@news.playstation.co.uk> <35aaae67.31933708@news.playst 
ation.co.uk> <35AC5E13.22A8@dial.pipex.com> 

Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppb208.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


>I dont mean to sound patronizing, but did you remember to put a 'break;' 
>at the end of each 'case' code? 

en a thought. 

hehe.. nono.. it was not that trival! =) coz.. 

pseudoCode.. 


1. version! 


void blabla (void) 
{ 


several calculations.. 
switch-command.. 
} // 55 fps 


everyThing worked fine.. but I had to add some more code to it.. so: 


void blabla (void) 
{ 


several calculations.. 
switch-command.. 
calcs.. and one more if-command 
} // 15fps! 
and after adding the new codeSegment nothing worked normal anymore! 


ez! after rewritting the switchCommand, everyThing was fine again. BUT 


- I tried it yesterday.. if I put the whole switchCommand in a new 
(own) little procedure, it ok too!! hrmm.. I didn't tried to 
understand it.. seems really to be a bug.. but everything's fine now.. 
Yan 


AsC . www.netlink.ch/nowadays 
Yan . www.netyaroze-europe.com/~yannick 
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—-MESSAGE FILE 15357 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000228 


—-MESSAGE FILE 15358 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000229 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: to many code?? 

Date: 16 Jul 1998 12:37:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <0Olbdb0b6$2f661e80Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35a92869.9830882@news.playstation.co.uk> <35aaae67.31933708@news.playst 
ation.co.uk> <35AC5E13.22A8@dial.pipex.com> <35acb06b.12526519@news.playstation.co.u 
k> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Yannick Suter <asc@netlink.ch> wrote in article 
<35acb06b.12526519@news.playstation.co.uk>... 
> pseudoCode.. 


1. version! 


void blabla (void) 
{ 


several calculations.. 
switch-command.. 
} // 55 fps 


everyThing worked fine.. but I had to add some more code to it.. so: 


void blabla (void) 
{ 


several calculations.. 


switch-command.. 


VVVVVVVVVVVVVVV VV VV VV 


calcs.. and one more if-—command 
} // 15fps! 
Sound's like an I-Cache thrash to me....if the function overflows the 


I-Cache, 

you get a burst re-load of the cache, it was probably running wholely in 
cache 

before you increased the size... 


> Yan 
Craig. 


—-MESSAGE FILE 15358 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000229 


——MESSAGE FILE 15359 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000230 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: stack fault... still! 

Date: Fri, 24 Jul 1998 00:23:46 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <35B83682.2391@dial.pipex.com> 
NNTP-Posting-Host: userb122.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi 


OK, I still can't get a particular module in my project to compile with 

-Օ2 optimization. It compiles fine with -Օ0 and -Օ1 but I want it to run as fast 
as possible because it contains functions that are called MANY times 

during the main game loop. 


Heres the exact error message I get... 


gcc -O2 -c icsal.c 
Stack Fault at eip=d5d17 
eax=00000098 ebx=000042ec ecx=0000001c edx=000012e0 esi=002cdab8 edi=00000001 
ebp=001796e8 esp=0011204c cs=177 ds=16f es=16f fs=16f gs=187 ss=17f cr2=00009fec 
Call frame traceback EIPs: 

0x000d5d17 

0x00026fd8 

0x000167fb 

0x000076a5 

0x00025ee0 

0x000283d7 
make.exe: *** [icsal.o] Error 1 


I've tried using the suggested remedy of putting 'unsigned _stklen = 1048576' 
into the code to enlarge the stack but it made no difference! 


Help! Anyone got any ideas what's happening and how I can cure it? 
Thanks in advance, 


-Chris 
--MESSAGE FILE 15359 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000230 


——MESSAGE FILE 15360 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000231 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze. programming: gnu_compiler 

Subject: Re: stack fault... still! 
Date: Fri, 24 Jul 1998 11: :04: 10 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <35B85C1A.FAEFBD41@scee.sony.co.uk> 
References: <35B83682.2391@dial.pipex.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


Chris Chadwick wrote: 

> 

> I've tried using the suggested remedy of putting 'unsigned _stklen = 1048576' 
> into the code to enlarge the stack but it made no difference! 


That's not going to work, I think. The problem you've got is that the GNU compiler i 
s crashing and 

burning, and having ‘unsigned _stklen = 1048576' defined won't affect its operation. 
There must be 

something horrible in the source file somewhere. Try commenting out (or even removin 
g) various 

pieces of your code until it compiles OK. And if you've got huge arrays, reduce thei 
r size (you're 

not trying to write functional code yet, you're just trying to get it to compile!) O 
nce it compiles 

(as opposed to works, which it won't if you've removed parts) then you can focus on 

the part that's 

causing the GNU compiler to throw a hissy fit. 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

== Developer Support Engineer - Sony Computer Entertainment Europe 

"Are you alright, sir?" "Yes, why?" "Well, you're 67% more weasly." - RDVII 


—-MESSAGE FILE 15360 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000231 


——MESSAGE FILE 15361 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000232 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: stack fault... still! 

Date: Sat, 25 Jul 1998 11:47:40 +0100 

Organization: The PC Shop 

Lines: 12 

Message-ID: <35B9B7CB.CCB59125@infotrade.co.uk> 

References: <35B83682.2391@dial.pipex.com> <35B85C1A.FAEFBD41@scee.sony.co.uk> 
Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr204.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You cloud try this little mod (Stackguard) to be GNU compiler that makes stack crash 
es a little more easier to handle and debug. 


It can be found at; 

http: //www.cse.ogi.edu/DISC/projects/immunix/StackGuard/ 

Not tried it myself, no need as yet, but it's looks quite good. 
Hope it helps. 

Ian Thompson 


—-MESSAGE FILE 15361 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000232 


—--MESSAGE FILE 15362 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000233 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: stack fault... still! 

Date: 25 Jul 1998 14:56:30 GMT 

Organization: Ed Federmeyer 

Lines: 36 

Message-ID: <01lbdb7dcS$8bbdc5c0$8e9a7095@edfhome. 3com. com> 
References: <35B83682.2391@dial.pipex.com> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<35B83682.2391@dial.pipex.com>... 

> 

> OK, I still can't get a particular module in my project to compile with 
> -Օ2 optimization. It compiles fine with -Օ0 and -ՕԼ but I want it to run 
as fast 
> as possible because it contains functions that are called MANY times 
during the main game loop. 


> 
> 
> Heres the exact error message I get... 
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> 

> gcc -O2 -c icsal.c 

> Stack Fault at eip=d5d17 

> eax=00000098 ebx=000042ec ecx=0000001c edx=000012e0 esi=002cdab8 
edi=00000001 

> ebp=001796e8 esp=0011204c cs=177 ds=16f es=16f fs=16f gs=187 ss=17f 
cr2=00009fec 

> Call frame traceback EIPs: 

> 0x000d5d17 


When I had this problem, it was because I had a really long function in the 
file. (Normally 

I try not to make grossly long functions, but this was just a test hack and 
it was easier to 

just keep tacking stuff onto the function. :-) Apparently, when GCC is 
optimizing a big 

function, it needs alot more stack space when you crank the -Օ level սք. 


Add the DOS environment variable "GO32=dpmistack 2000000" (for example), to 
give 

GCC more room to work in. I have not had the problem after doing this. (I 
put it in my 

autoexec.bat, where all my other Yaroze-related environment variables are). 


EdF 


—-MESSAGE FILE 15362 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000233 


—-MESSAGE FILE 15363 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000234 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: stack fault... still! 

Date: Mon, 27 Jul 1998 14:07:17 -0700 

Organization: Cisco Systems 

Lines: 25 

Message-ID: <35BCEC05.2E1ED194@jps.net> 

References: <35B83682.2391@dial.pipex.com> <01lbdb7dc$8bbdc5c0$8e9a7095@edfhome.3com. 
com> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-249.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Ed Federmeyer wrote: 


> 
> Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
> <35B83682.2391@dial.pipex.com>... 
>> 
[258.2] 
> function, it needs alot more stack space when you crank the -O level up. 
> 
> Add the DOS environment variable "GO32=dpmistack 2000000" (for example), to 
> give 
> GCC more room to work in. I have not had the problem after doing this. (I 
> put it in my 
> autoexec.bat, where all my other Yaroze-related environment variables are). 
> 
> EdF 
Oh only 2 MB? hehe... I set mine to 4 MB and have been compiling 


quite happily ever since. 


Mata ne, Panes «22 

- e! scene tenchi@shell.jps.net mes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) sea http://www. jps.net/tenchi 
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vids vids 


—-MESSAGE FILE 15363 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000234 


—-MESSAGE FILE 15364 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000235 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: stack fault... still! 

Date: Tue, 28 Jul 1998 00:51:24 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <35BD82FC.2401@dial.pipex.com> 

References: <35B83682.2391@dial.pipex.com> <01lbdb7dc$8bbdc5c0$8e9a7095@edfhome.3com. 
com> 

NNTP-Posting-Host: usern069.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Ed Federmeyer wrote: 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<35B83682.2391@dial.pipex.com>... 

> 
> OK, I still can't get a particular module in my project to compile with 
> -Օ2 optimization. It compiles fine with -Օ0 and -ՕԼ but I want it to run 
as fast 
as possible because it contains functions that are called MANY times 
during the main game loop. 


v 


Heres the exact error message I get... 


gcc -02 -c icsal.c 

Stack Fault at eip=d5d17 

eax=00000098 ebx=000042ec ecx=0000001c edx=000012e0 esi=002cdab8 
edi=00000001 

> ebp=001796e8 esp=0011204c cs=177 ds=16f es=16f fs=16f gs=187 ss=17f 
cr2=00009fec 

> Call frame traceback EIPs: 

> 0x000d5d17 


v 


When I had this problem, it was because I had a really long function in the 
file. (Normally 

I try not to make grossly long functions, but this was just a test hack and 
it was easier to 

just keep tacking stuff onto the function. :-) Apparently, when GCC is 
optimizing a big 

function, it needs alot more stack space when you crank the -O level up. 


Add the DOS environment variable "GO32=dpmistack 2000000" (for example), to 
give 

GCC more room to work in. I have not had the problem after doing this. (I 
put it in my 

autoexec.bat, where all my other Yaroze-related environment variables are). 


VVVVVVVVVVVVVVV V N N N VN V NV N NP VN VN NP, VP N VN VN VV VV VY 


EdF 


Woo-hoo! Thanks, Ed. This was the info I was originally looking for. 
I knew I had read about setting an environment variable in a post 

a few months back but couldn't find the post when I needed it. :( 
I'm sure you're right about needing more space to compile large 
functions as the module I was having trouble with does contain a 
couple of biggies (which I can't split into smaller functions). 


Cheers for the help, 


-Chris 
--MESSAGE FILE 15364 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000235 
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—--MESSAGE FILE 15365 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000236 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Malloc question 

Date: Tue, 28 Jul 1998 20:42:30 +0100 
Organization: The PC Shop 

Lines: 23 

Message-ID: <35BE29A5. 9A848CA5@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr433.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 


I am not using my own psuedo-malloc (Manual laziness! 
rest how is the malloc command used on the yaroze? I am familiar 


with it on the PC. 


Here are some questions; 


Can you define the memory pool (from this address to that address) 


to a certain area of memory? 


Can you define separate memory pools for separate malloc calls? 


Can you force a garbage collection? 


Can you set the size of pages? 


Am I talking rubbish, is there a god, what is the meaning of life... 


d away there. a) 
Thanks, 


Ian T. 


at the moment but for inte 


that malloc uses 


oops got carrie 


--MESSAGE FILE 15365 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 


piler/00000236 


——MESSAGE FILE 15366 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000237 
Path: chuka.playstation.co.uk!news 


From: Craig Graham <c_graham@hinge.mistral.co.uk> 


Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Malloc question 

Date: Wed, 29 Jul 1998 16:43:43 +0100 
Organization: Intelligent Research 

Lines: 31 


Message-ID: <35BF432F.B4C2A7BD@hinge.mistral.co.uk> 


References: <35BE29A5. 9A848CA5@infotrade.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Ian Thompson wrote: 
> Hi, 
> 
> 
s 


to a certain area of memory? 


Can you define the memory pool (from this address to that address) that malloc use 
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You have to in fact (check InitMalloc() ). 

> Can you define separate memory pools for separate malloc calls? 

No. 

> Can you force a garbage collection? 

I expect Malloc/free uses pretty much the same tried andtested algorithm from K&R as 
everyone else uses. That doesn't 


garbage collect as such (not like in Java at any rate) - it just collates 
as you free up blocks that sit side by side... 


> Can you set the size of pages? 
Eh? What pages? Malloc is list based (generally), not page based. 


> Am I talking rubbish, is there a god, what is the meaning of life... oops got carr 
ied away there. : ) 


Bit of both there I think. 
> Ian T. 
Craig. 


—-MESSAGE FILE 15366 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000237 


——MESSAGE FILE 15367 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000238 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Malloc question 

Date: Wed, 29 Jul 1998 19:11:46 +0100 

Organization: The PC Shop 

Lines: 10 

Message-ID: <35BF65E2.6D5FD531@infotrade.co.uk> 

References: <35BE29A5.9A848CA5@infotrade.co.uk> <35BF432F.B4C2A7BD@hinge.mistral.co. 
uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr333.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks Craig, 

Me talk rubbish... never! : ) 
Cheers, 

Ian 


P.S. The Attach2Bone button in the Project window of RSDAnim is being over written b 
y list view below. Any way around this? 


--MESSAGE FILE 15367 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000238 


——MESSAGE FILE 15368 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000239 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Malloc question 

Date: 29 Jul 1998 19:37:25 GMT 

Organization: SCEE 
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Lines: 28 

Message-ID: <0lbdbac4$8be46780Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35BE29A5.9A848CA5@infotrade.co.uk> <35BF432F.B4C2A7BD@hinge.mistral.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


If you wish to use any of the memory routines you must call InitHeap() 
first. 

Therefore to set a region of free memory for dynamic memory allocation 
routines call InitHeap() once only. 


>InitMalloc() 
eh er ??? ???? 


Regards, 
George@SCEE 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35BF432F.B4C2A7BD@hinge.mistral.co.uk>... 

> Ian Thompson wrote: 

> 

> > Hi, 

>> 

> > Can you define the memory pool (from this address to that address) that 
malloc uses to a certain area of memory? 

> 

> You have to in fact (check InitMalloc() ). 


—-MESSAGE FILE 15368 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000239 


—--MESSAGE FILE 15369 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000240 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Malloc question 

Date: 30 Jul 1998 08:01:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdbb8f$efel9de0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35BE29A5.9A848CA5@infotrade.co.uk> <35BF432F.B4C2A7BD@hinge.mistral.co. 
uk> <35BF65E2.6D5FD531@infotrade.co.uk> 

NNTP-Posting-Host: d2-s8-111-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ian Thompson <A2595042@infotrade.co.uk> wrote in article 
<35BF65E2.6D5FD531@infotrade.co.uk>... 


> 

> P.S. The Attach2Bone button in the Project window of RSDAnim is being 
over written by list view below. Any way around this? 

> 


Yeah, use the button on the toolbar instead (picture of a Bone with a + 
next to it). 


Craig. 
—-MESSAGE FILE 15369 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000240 


—-MESSAGE FILE 15370 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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ompiler/00000241 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: New Tools: MegaTim and GrabAuto 

Date: Thu, 03 Sep 1998 18:54:51 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 23 

Message-ID: <35EED7EB.DF38720Béscee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


New tools at http://www.netyaroze-europe.com/~jruss1/ 


"MEGATIM" will take a list of tims on the command line (wildcards included) and pack 
s them all into 

one large 16-bit TIM (appropriately positioned and sized). This means that if you ar 
e distributing 

files, you only have to distribute (and load!) one TIM instead of many. TIMTool can 
create a file 

like this too, but TIMTool doesn't automatically work out the size for you, and TIMT 
ool has a few 

problems processing some sets of files. 


"GRABAUTO" processes an auto file, (say, one created by "DATAMAN", plug plug) and lo 
ads each 'local 

dload' file into a 'virtual' PlayStation RAM, then grabs a piece of that RAM and dum 
ps it to a file. 

This means that all your data can be distributed in one file instead of many. 


Hint: Sony demo disc creators would REALLY REALLY REALLY like you to use GRABAUTO. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Why do elephants have big ears? Because Noddy won't pay the ransom. 
—-MESSAGE FILE 15370 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000241 


——MESSAGE FILE 15371 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000242 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Inline Assembler: ? 

Date: Sat, 12 Sep 1998 17:14:11 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6te334$4511@chuka.playstation.co.uk> 
NNTP-Posting-Host: p301-065.ppp.get2net.dk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 

It seems that you with gnu can do inline assembler like this: 
— asm__ (" 

lw $8,var 

ror $8,$8,5 


li $9,1 
add $8,$8,$9 
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will require. (Basically small, mostly circular ships that 
don't require too much animation...) 


OK, after begging for 2D help, heres a more long term beg 
for a 3D artist. My project for university is going to be 
a Resident Evil style game, and I haven't got the computer 
or ability to mess around with models of that detail. 


Feel free to Email me or look at me web site... 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 1639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00335 


—-MESSAGE FILE 1640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000336 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory card Question. 

Date: 16 Feb 1998 16:14:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <6c90kcS$beol7@chuka.playstation.co.uk> 
NNTP-Posting-Host: n3l.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.english 


I am using a memory card to speed up downloads to 115200. I am also using it to 
store saved games and everything works fine. What I was wondering was how many 
blocks should I save for the ny(or can I use them all except for the one that 
stores the download speed) ? 


—-MESSAGE FILE 1640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00336 


—-MESSAGE FILE 1641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000337 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Mon, 16 Feb 1998 18:07:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <34E8806A.498E@sms.ed.ac.uk> 

References: <6c2aeuS9001@emeka.playstation.co.uk> 
NNTP-Posting-Host: at1l4-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


George_Bain@Playstation.sony.com wrote: 


> I can sympathise what you are saying but, do you know how many people 
> got screwed because of the N64 price drop. 


True, but although the newsgroup support has been there to some extent, 
I'd feel better about my purchase if the main web site was/had been in 
better condition. 


If someone could fix the homepages list ('date last updated') and update 
the SCEA/SCEI mirrors a bit more regularly, that would be appreciated. 


James (~mrfrosty) 
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11 $9,0x0000001F 
and $8,$8,S9 

rol $8,$8,5 

sw $8,var 


"յ 


Which is far easier (nicer) than doing: 


_— asm_ ("lw $8,var"); 
_— asm_ ("ror $8,$8,5"); 
Հա ՀԵՇ 


Anyway, my question is 


Does anyone know of a way to (un)comment certain lines, when you do 
assembler like that ? ( ; doesn't seem to work!) 


Thanks, 


Carlos Pieterse 


--MESSAGE FILE 15371 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000242 


—-MESSAGE FILE 15372 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000243 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Inline Assembler: ? 

Date: 14 Sep 1998 11:48:18 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Sender: thutton@TECH10 

Message-ID: <uaf43h3bx.fsf@cybec.com.au> 
References: <6te334$4511@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Carlos Pieterse" <john-doe@image.dk> writes: 


> Does anyone know of a way to (un)comment certain lines, when you do 
> assembler like that ? ( ; doesn't seem to work!) 
> 


Just a complete guess - but // and /*...*/ will probably work. 


If you're embedding the asm in a C file, then the preprocessor will 

definitely run over the file, and that's the stage where comments are 

removed. 

Toby. 

—-MESSAGE FILE 15372 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000243 


—-MESSAGE FILE 15373 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000244 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Inline Assembler: ? 

Date: 14 Sep 1998 03:33:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <slrn6vp41d. j4.tjs@longford.cs.monash.edu.au> 

References: <6te334$4511@chuka.playstation.co.uk> <uaf43h3bx.fsf@cybec.com.au> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 14 Sep 1998 11:48:18 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
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>"Carlos Pieterse" <john-doe@image.dk> writes: 


> 
>> Does anyone know of a way to (un)comment certain lines, when you do 
>> assembler like that ? ( ; doesn't seem to work!) 


; ends lines, rather makes comments (on most architectures) I think. 


>Just a complete guess - but // and /*...*/ will probably work. 

> 

>If you're embedding the asm in a C file, then the preprocessor will 
>definitely run over the file, and that's the stage where comments are 
>removed. 


Yes, but cpp is only run on the .c file, and because c style comments aren't 
pruned out of strings, they won't work. 


It turns out that while this is true, though, as does some preprocessing of 
its own: 


BERS REA Re AS pe ՑԱՆ asi as.info: 
There are two ways of rendering comments to ‘as'. In both cases the 
comment is equivalent to one space. 


Anything from `/*' through the next **/' is a comment. This means 
you may not nest these comments. 


/* 
The only way to include a newline ('\n') in a comment 
is to use this sort of comment. 


K, 
/* This sort of comment does not nest. */ 


Anything from the "line comment" character to the next newline is 


considered a comment and is ignored. The line comment character is °;' 
for the AMD 29K family; ~;' on the ARC; `;' for the H8/300 family; ~!' 
for the H8/500 family; `;' for the HPPA; `#' on the i960; `!' for the 
Hitachi SH; `!' on the SPARC; `#' on the m32r; ի, on the 68020: `#' on 
the Vax; ~!' for the 28000: ~#' on the V850; see *Note Machine 
Dependencies::. 


On some machines there are two different line comment characters. 
One character only begins a comment if it is the first non-whitespace 
character on a line, while the other always begins a comment. 


The V850 assembler also supports a double dash as starting a comment 
that extends to the end of the line. 


There are heaps of things I don't like about inline assembler via gcc. if 
you're only ever writing entire functions, I reccomend creating a .S file and 
putting the function in it. (the default make rule for .S.o passes the file 
through cpp, before running it through as, which is quite handy; c-style 
#defines and #includes, for example). 


I'm also thinking of making a set of m4 macros to make inline assembler much 
cleaner, at the expense of another step in the makefile. Is anyone interested? 
Can anyone share examples from a compiler they think does it well? 


Toby. 


—-MESSAGE FILE 15373 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000244 


——MESSAGE FILE 15374 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000245 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.announce, scee.yaroze.pr 
ogramming.gnu_compiler 
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Subject: YarozeMaster with AR 

Date: Mon, 14 Sep 1998 16:25:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6tj3908S$4516@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:102 scee.yaroze.a 
nnounce:150 scee.yaroze.programming.gnu_compiler:245 


Hi there, 


I would like to announce the release of YarozeMaster v2.1. 
The major update is the Action Replay file Server (ARS). ARS is originally 
from Craig Graham, but is now also available in YarozeMaster v2.1. 


Regards! 


--MESSAGE FILE 15374 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000245 


—-MESSAGE FILE 15375 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000246 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: make file etc..? 

Date: Tue, 15 Sep 1998 17:53:37 -0700 

Organization: none 

Lines: 13 

Message-ID: <35FF0C11.4659@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool017-max9.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Hello I am having difficulties with these 5 things- If you can please 
answer any of these it would help me out a lot :) 

1. How can I had a DOS batch file to my project 

2.what is the difference between a Batch runner post linker and a batch 
runner compliler- wich one do I need to download my info with?, which 
one should I add to my project 

3. How can I add a makefile to my project? 

4.How can I create a .pxe file? 

thank you for your help 

chris ramirez 

p.S if anyoen knows why I am having trouble putting my net yaroze web 
page up please tell me :( I cant seem to get it on there. althoguh I 
already made it. 

—-MESSAGE FILE 15375 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000246 


——MESSAGE FILE 15376 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000247 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: That dreaded Linux query again.... 

Date: Fri, 25 Sep 1998 03:01:10 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 224 

Message-ID: <360AF965.4D35F33Bewyrddreams.demon.co.uk> 
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NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" B3019ECC4347971EC9AAA31F" 
X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


B3019ECC4347971EC9AAA31F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Greetings all, 

I've just had some info from Toby Hutton that led me to a page 
(http: //www.netyaroze-europe.com/~byz00002/unix/) from the Japanese site 
that contains (if you can decypher it) some instructions for creating 
GCC development tools for Linux. OK, great, I downloaded binutils 
2.8.1, ցօօ2.8.0, gdb-4.16 plus all the patches and the hssutils from the 
page. I applied the patches. I built myself a lovely new set of GNU 


utilities and a shiny new set of compilers for Linux. I configured as a 
cross-compiler and did the same for the psx target. I try to compile 
something: 


wyrddreams{JTait}592: psx-gcc main.c 

/tmp/cca24145.s: Assembler messages: 

/tmp/cca24145.s:1: Warning: Missing string 

/tmp/cca24145.s:1: Error: Rest of line ignored. First ignored character is `1'. 
psx-gcc: Internal compiler error: program as got fatal signal 11 

It dumped core on me. I decided to go for the manual approach (which, 

I have to confess I'm not at all clued up about, but I had a guess all 
the same): 
wyrddreams{JTait}601: psx-gcc -v -S main.c 
Reading specs from /usr/lib/gcc-lib/psx/2.8.0/specs 
gcc version 2.8.0 

/usr/lib/gcc-lib/psx/2.8.0/cpp -lang-c -v -undef -D_ GNUC_ -2 -D__GNUC_MINOR__=8 -D 
mips -DMIPSEL -DR3000 -D_mips -D_MIPSEL -D_R3000 -D_ PSX -D_ mips -ք MIPSEL_  - 
ք R3000 -ք mips —-D_MIPSEL -D_R3000 -D_ PSX -D_ mips -D_ MIPSEL -D_ R3000 -D 


mips -D_ LANGUAGE_C -D_LANGUAGE_C -DLANGUAGE_C -D__SIZE_TYPE__=unsigned int -D_ P 
TRDIFF_TYPE__=int main.c /tmp/cca24197.i 


GNU CPP version 2.8.0 [AL 1.1, MM 40] SCE PlayStation 


#include "..." search starts here: 


#include <...> search starts here: 
/usr/lib/gcc-lib/psx/2.8.0/include 
/usr/psx/include 


End of search list. 


/usr/lib/gcec-lib/psx/2.8.0/ccl /tmp/cca24197.i -quiet -dumpbase main.c -version -o 
main.s 


GNU C version 2.8.0 (psx) compiled by GNU C version 2.8.0. 
wyrddreams{JTait}602: psx-as -o main.o main.s 

wyrddreams{JTait}603: psx-ld -o main main.o 

psx-ld: warning: cannot find entry symbol _start; defaulting to 80100000 


main.o: In function `main': 
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main.c(.text+Oxc): undefined reference to `_ main' 
main.c(.text+Oxc): relocation truncated to fit: JMPADDR _ main 
main.c(.text+0x18): undefined reference to “printf! 


main.c(.text+0x18): relocation truncated to fit: JMPADDR printf 


wyrddreams{JTait}604: psx-ld -o main /usr/local/psx/lib/libps.a main.o 


psx-ld: warning: cannot find entry symbol _start; defaulting to 80100000 


main.o: In function `main': 


main.c(.text+Oxc): undefined reference to `_ main' 
main.c(.text+Oxc): relocation truncated to fit: JMPADDR _ main 
main.c(.text+0x18): undefined reference to `printf' 


main.c(.text+0x18): relocation truncated to fit: JMPADDR printf 


wyrddreams{JTait}605: ls 
Makefile* main.c* main.o main.s pad.c* pad.h* 


As far as I can ascertain I've followed the instructions (I mean me 
not speaking shift-jis it's hard to tell), I even tried it the 
GCC-specified way, but I just can't get the programs to compile. 1'11 
admit I'm clueless when it comes to GCC anyway, but I prefer to work 
under Linux rather than having DOS installed purely for DJGCC and a 
couple of funky utils so if I get problems like this I can post it to a 
newsgroup (no PPP under DOS, you see.). I'd appreciate any help anyone 
can throw my way. 


Take care, 


JT 
\\|// 
(0-0) 
oOO-- (_) ——OOo 
"I can take you out with just a flick of my wrist" - Garbage (Supervixen) 
e-mail: jt061@nova.mdx.ac.uk Internet URL: http://www.mdx.ac.uk/~jt061/ 
Home: 01623 635037 Mobile: 0956 652763 


B3019ECC4347971EC9AAA31F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 

Greetings all, 

<BR>&nbsp; I've just had some info from Toby Hutton that led me to a page 

(<A HREF="http://www.netyaroze-europe.com/~byz00002/unix/">http://www.netyaroze-euro 
pe.com/~byz00002/unix/</A>) from the Japanese site 

that contains (if you can decypher it) some instructions for creating GCCé&énbsp; devel 
opment 

tools for Linux.énbsp; OK, great, IT&nbsp;downloaded binutils 2.8.1, gcc2.8.0, 
gdb-4.16 plus all the patches and the hssutils from the page.énbsp; Ié&nbsp; applied 
the patches.&nbsp; Ié&nbsp;built myself a lovely new set of GNU utilities 

and a shiny new set of compilers for Linux.&nbsp; I&nbsp;configured as 

a cross-compiler and did the same for the psx target.é&nbsp; I&nbsp;try 

to compile something: 

<BR>&nbsp; 

<PRE>wyrddreams{JTait}592: psx-gcc main.c</PRE> 


<PRE>/tmp/cca24145.s: Assembler messages:</PRE> 


<PRE>/tmp/cca24145.s:1: Warning: Missing string</PRE> 
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<PRE>/tmp/cca24145.s:1: Error: Rest of line ignored. First ignored character is `1'. 
</PRE> 


<PRE>psx-gec: Internal compiler error: program as got fatal signal 11</PRE> 


<P>&nbsp; It dumped core on me.&nbsp; I decided to go for the manual approach 
(which, I&nbsp;have to confess I'm not at all clued up about, but Iénbsp;had 
a guess all the same): 

<BR>&nbsp; 

<PRE>wyrddreams{JTait}601: psx-gcc -v -S main.c</PRE> 


էՍ 
v 


<PRE>Reading specs from /usr/lib/gcc-lib/psx/2.8.0/specs</PR 


<PRE>gcc version 2.8.0</PRE> 


<PRE>&nbsp; /usr/lib/gcc-lib/psx/2.8.0/cpp -lang-c -v -undef -D__GNUC__=2 -D_ GNUC_MI 
NOR__=8 -Dmips -DMIPSEL -DR3000 -D_mips -D_MIPSEL -D_R3000 -D_ PSX -D_ mips -D 
MIPSEL —D_ 783000 -D mips —D_MIPSEL -ք Ք3000 -D_ PSX —D_ mips -D_ MIPSEL -D 
. R3000 -Զ mips -D_ LANGUAGE_C -D_LANGUAGE_C -DLANGUAGE_C -D__SIZE_TYPE__=unsigned 
int -D__PTRDIFF_TYPE__=int main.c /tmp/cca24197.i</PRE> 


<PRE>GNU CPP version 2.8.0 [AL 1.1, MM 40] SCE PlayStation</PRE> 


<PRE>#include "..." search starts here:</PRE> 


<PRE>#include &lt;...> search starts here:</PRE> 


<PRE>&nbsp; /usr/lib/gcc-lib/psx/2.8.0/include</PRE> 


<PRE> &nbsp; /usr/psx/include</PRE> 


<PRE>End of search list.</PRE> 


<PRE>&nbsp; /usr/lib/gcc-lib/psx/2.8.0/cc1 /tmp/cca24197.i -quiet -dumpbase main.c -v 
ersion -o main.s</PRE> 


<PRE>GNU C version 2.8.0 (psx) compiled by GNU C version 2.8.0.</PRE> 
<PRE>wyrddreams{JTait}602: psx-as -o main.o main.s</PRE> 

<PRE>wyrddreams{JTait}603: psx-ld -o main main.o</PRE> 

<PRE>psx-ld: warning: cannot find entry symbol _start; defaulting to 80100000</PRE> 
<PRE>main.o: In function ‘main':</PRE> 

<PRE>main.c(.text+0Oxc): undefined reference to ~__main'</PRE> 
<PRE>main.c(.text+0xc): relocation truncated to fit: JMPADDR __main</PRE> 


<PRE>main.c(.text+0x18): undefined reference to “printf'</PRE> 


<PRE>main.c(.text+0x18): relocation truncated to fit: JMPADDR printf</PRE> 


<PRE>wyrddreams{JTait}604: psx-ld -o main /usr/local/psx/lib/libps.a main.o</PRE> 


<PRE>psx-ld: warning: cannot find entry symbol _start; defaulting to 80100000</PRE> 
<PRE>main.o: In function ‘main':</PRE> 

<PRE>main.c(.text+0Oxc): undefined reference to ~__main'</PRE> 
<PRE>main.c(.text+0xc): relocation truncated to fit: JMPADDR __main</PRE> 


<PRE>main.c(.text+0x18): undefined reference to “printf'</PRE> 


<PRE>main.c(.text+0x18): relocation truncated to fit: JMPADDR printf</PRE> 


<PRE>wyrddreams{JTait}605: ls</PRE> 


<PRE>Makefile*énbsp; main.c*é&nbsp; énbsp; énbsp; main.o&nbsp; &nbsp; &nbsp; &nbsp; main.s 
énbsp; &nbsp; &nbsp; &nbsp; pad.c*é&nbsp; énbsp; énbsp; énbsp; pad.h*</PRE> 
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<P>é&nbsp; As far as I&nbsp;can ascertain I've followed the instructions 

(I mean me not speaking shift-jis it's hard to tell), I&nbsp;even tried 

it the GCC-specified way, but Ié&nbsp; just can't get the programs to compile. &nbsp; 
I'll admit I'm clueless when it comes to GCCénbsp;anyway, but Iénbsp;prefer 

to work under Linux rather than having DOS&nbsp;installed purely for DJGCC 

and a couple of funky utils so if I&nbsp;get problems like this I&nbsp; can 

post it to a newsgroup (no PPP&énbsp;under DOS, you see.).&nbsp; I'd appreciate 
any help anyone can throw my way. 

<PRE>-— 

Take care, 


JT 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; énbsp; énbsp; 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; 
&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; \\|// 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; &énbsp; énbsp; &énbsp; 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; 
énbsp; &énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; (Օ-0Օ) 

օՕՕ Ը ) OOo 
&nbsp; "I can take you out with just a flick of my wrist" - Garbage (Supervixen) 
e-mail: jt061@nova.mdx.ac.uk&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; Internet URL:&nbsp; <A HR 
EF="http://www.mdx.ac.uk/~jt061/">http://www.mdx.ac.uk/~jt061/</A> 
&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; Home: 01623 635037&nbsp; &nbsp; &nbsp 
; nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp 
; nbsp; &nbsp; &nbsp; Mobile: 0956 652763</PRE> 
&nbsp; </HTML> 


B3019ECC4347971EC9AAA31F-- 


--MESSAGE FILE 15376 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000247 


——MESSAGE FILE 15377 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000248 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: That dreaded Linux query again.... 

Date: Fri, 25 Sep 1998 03:49:29 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 49 

Message-ID: <360B04B9.E258EC5D@wyrddreams.demon.co.uk> 
References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


<HTML> 

énbsp;OK, stop the press!&nbsp; I've managed to get somewhere.&nbsp; If 
Ténbsp;do this it works: 

<BR>&nbsp; 


<PRE>&nbsp; wyrddreams{JTait}688: psx-gcc -v -S main.c</PRE> 


<PRE>Reading specs from /usr/lib/gcc-lib/psx/2.8.0/specs 

gcc version 2.8.0 

/usr/lib/gcec-lib/psx/2.8.0/cpp -18ոց-Շ -v -undef -D__GNUC__=2 -D__GNUC_MINOR__= 

8 —Dmips —-DMIPSEL -DR3000 -D_mips -D_MIPSEL -D_R3000 -D_ PSX -D_ mips -D_ MI 
PSEL -ք 783000 -D mips —D_MIPSEL -D_R3000 -D_ PSX -D_ mips -D_ MIPSEL&nbsp 


r 

—D_ R3000 -D___mips -D_ LANGUAGE Շ -D_LANGUAGE_C -DLANGUAGE_C -D__SIZE_TYPE__=un 
signed int -D__PTRDIFF_TYPE__=int main.c /tmp/cca24715.i 

GNU CPP version 2.8.0 [AL 1.1, MM 40] SCE PlayStation 

#include "..." search starts here: 

#include &lt;...> search starts here: 

&nbsp;/usr/lib/gcc-lib/psx/2.8.0/include 

&nbsp; /usr/psx/include 

End of search list. 
énbsp; /usr/lib/gcec-lib/psx/2.8.0/ccl /tmp/cca24715.i -quiet -dumpbase main.c -versio 
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n 

&nbsp; -o main.s 

GNU C version 2.8.0 (psx) compiled by GNU C version 2.8.0. 
main.c: In function `main': 

main.c:16: warning: return type of `main' is not `int' 
wyrddreams{JTait}689: psx-as -o main.o main.s</PRE> 


<PRE>wyrddreams{JTait}690: psx-ld -EL -lps -L/usr/lib/gcc-lib/psx/2.8.0 -o main main 


o -lps 

wyrddreams{JTait}691: ls 

Makefile*énbsp; main*énbsp; énbsp; &nbsp; &nbsp; &nbsp; main.c*é&nbsp; énbsp; &énbsp; main.o 
énbsp; &nbsp; &nbsp; &nbsp; main.sé&nbsp; &nbsp; &énbsp; &énbsp; pad.c*&nbsp; &nbsp; &nbsp; &nbs 


p; pad.h* 

</PRE> 

é&nbsp;&nbsp; That created the main file and that downloads and runs, so 
Ténbsp;now know I&nbsp;can create psx programs of one source file....&nbsp; 


The only thing Iénbsp;really want to know is why won't it run the psx versions 
of the assembler and linker of its own accord?énbsp; Further suggestions 
anyone? 

<PRE>--&nbsp; 

Take care, 


JT 


énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; énbsp; &énbsp; 
énbsp; &énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; 
&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; \\|// 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; 
énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; énbsp; &énbsp; 
é&nbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; (Օ-Օ) 

օՕՕ Ը ) OOo 
é&nbsp; "I can take you out with just a flick of my wrist" - Garbage (Supervixen) 
e-mail: jt061@nova.mdx.ac.uké&nbsp; &énbsp; énbsp; énbsp; &énbsp; Internet URL: &nbsp; <A HR 
EF="http://www.mdx.ac.uk/~jt061/">http://www.mdx.ac.uk/~ jt061/</A> 
énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; Home: 01623 635037&nbsp; &nbsp; &nbsp 
7 &nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &nbsp 
; nbsp; &énbsp; énbsp; Mobile: 0956 652763</PRE> 
é&nbsp; </HTML> 


—-MESSAGE FILE 15377 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000248 


——MESSAGE FILE 15378 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000249 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: That dreaded Linux query again.... 

Date: Fri, 25 Sep 1998 23:44:39 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 86 

Message-ID: <360C1CD7.133D3870@wyrddreams.demon.co.uk> 
References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


<HTML> 
A further development! &nbsp; OK I've managed to get things working by reading 
lots of stuff on Makefiles and working back to a solution.&nbsp; Basically 
Ténbsp;have the following Makefile: 


<P>CCénbsp; &énbsp; &nbsp; &nbsp; &nbsp; = psx-gcc 
<BR>AS&nbsp; énbsp; énbsp; énbsp; énbsp; = psx-as 
<BR>LDé&nbsp; énbsp; énbsp; énbsp; énbsp; psx-ld 


<P>LIBS&nbsp; &nbsp; &nbsp; = -lps 
<BR>LIBDIRS = —-L/usr/lib/gcc-lib/psx/2.8.0 
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<P>CFLAGS&nbsp; = -funsigned-char -Wall 
<BR>LDFLAGS = -EL -Ttext 80140000 


<P>OBJUS&nbsp; énbsp; énbsp; = pad.o main.o 
<BR>PROG&nbsp; &nbsp; énbsp; = main 


<P>all:énbsp; énbsp; &nbsp; 5 (PROG) 
<P>main:énbsp; &nbsp; $(OBJS) 


<BR>énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &énbsp; $(LD) $(LIBS) $(LIBDIRS) 
S(LDFLAGS) -o 56 $(OBJS) $(LIBS) 


<P>%.o:&nbsp; &nbsp; &énbsp; %.s 
<BR>&nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; $(AS) -o $Q Տճ1Եչ 


<P>%S.s:&nbsp; &nbsp; &énbsp; %.c 

<BR>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; $(CC) -S S$(CFLAGS) -o 50 
S&lt; 

<BR>&nbsp; 

<BR>install:énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; 5 (PROG) 
<BR>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; psxfer -n$ (PROG) 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; psxfer -g 


<P>clean: 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; rm *.o main 


<P>It's a little ugly but it works if I&nbsp;use make -r.&nbsp; The only 


two problems I&nbsp;have are that I&nbsp;get a warning when I'm compiling: 
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<P>énbsp; In file included from /usr/lib/gcc-lib/psx/2.8.0/include/strings.h:25, 


bsp; énbsp; énbsp; énbsp; énbsp; 
from /usr/lib/gcc-lib/psx/2.8.0/include/string.h:14, 


<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 


<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 


bsp; énbsp; énbsp; énbsp; énbsp; 
from main.c:9: 


types for built-in function `memset' 


<BR>énbsp; /usr/lib/gcc-lib/psx/2.8.0/include/memory.h:32: warning: conflicting 


<P>And also Iénbsp;can't use anything that even vaguely refers to a non-integer 


number, e.g.: 


<P>#include é&1lt;libps.h> 
<BR>#include &lt;stdio.h> 


<P>int main () 
<BR> { 
<BR>&nbsp; int i; 


<P>&nbsp; i = 100; 
<BR>&nbsp; printf("Sd\n", i);&nbsp; // works, prints out 100 


W 


<P>énbsp; i = i/10; 
<BR>&nbsp; printf("Sd\n", i);&nbsp; // also works without trouble, prints 
out 10 


<P>énbsp; i = i * 0.1;&nbsp; // barf-o-mania 


<BR>&nbsp; return 0; 
<BR>} 


<P>é&nbsp; I'd appreciate any help anyone could offer clearing these last 
couple of problems up. 

<PRE>--&nbsp; 

Take care, 


JT 


<BR>&nbsp; printf("Sd\n", i); // never get this far, PSX has already crashed. 


énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; énbsp; &énbsp; 
énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; énbsp; 


&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; \\|// 


énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; 
énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; énbsp; 
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&énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; (0-0) 

oOO-- (_) ——OOo 
&nbsp; "I can take you out with just a flick of my wrist" - Garbage (Supervixen) 
e-mail: jt061@nova.mdx.ac.uké&nbsp; &énbsp; &nbsp; &énbsp; &énbsp; Internet URL: &nbsp; <A HR 
EF="http://www.mdx.ac.uk/~jt061/">http://www.mdx.ac.uk/~ jt061/</A> 
énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; Home: 01623 635037&nbsp; &nbsp; &nbsp 
; &nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &énbsp; &nbsp 
;&nbsp; &énbsp; énbsp; Mobile: 0956 652763</PRE> 
é&nbsp; </HTML> 


—-MESSAGE FILE 15378 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000249 


—-MESSAGE FILE 15379 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000250 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: That dreaded Linux query again.... 

Date: 28 Sep 1998 15:05:13 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Sender: thutton@TECH10 

Message-ID: <ulnn4ddyu.fsf@cybec.com.au> 

References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> 
<360C1CD7.133D3870@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Okay, I suppose I better check a couple of things here. I'm not sure 
why it isn't working for you. 


Where did you install the cross compiler and utils? When running 
./configure for each component you probably should use the --prefix 
and --exec-prefix arguments, both pointing to somewhere in your home 
directory (~/yaroze for me) just to make sure it's kept completely 
separate from the native compilers. 


If you applied the patches properly before building all the relevent 
tools should have a 'psx-' prefix. It looks like your tools do, 
though psx-gcc isn't calling psx-cpp, psx-as... perhaps because you 
installed them in /usr somewhere. 


You shouldn't have to do all the steps manually, obviously, that's 
what gcc is for. All I can suggest is removing the cross compiler 
you've installed, and re-do it *not as root* installing it into your 
home directory. That's what I did and I've had *no* problems. 


Toby. 
—-MESSAGE FILE 15379 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000250 


—-MESSAGE FILE 15380 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000251 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: That dreaded Linux query again.... 

Date: 28 Sep 1998 06:05:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <slrn70ua5s.kmn.tjs@longford.cs.monash.edu.au> 

References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> <360C1CD7.133D3870@wyrddreams 
.demon.co.uk> <ulnn4ddyu.fsf@cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 28 Sep 1998 15:05:13 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>You shouldn't have to do all the steps manually, obviously, that's 
>what gcc is for. All I can suggest is removing the cross compiler 
>you've installed, and re-do it *not as root* installing it into your 
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—-MESSAGE FILE 1641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00337 


-—-MESSAGE FILE 1642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000338 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan Miller" <nmiller@igalaxy.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Collision Detection Shortcut Update 

Date: Mon, 16 Feb 1998 13:18:08 -0800 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <6caa8e$5b j12@scea> 

NNTP-Posting-Host: usr-x2-hubl.ppp-9.bak.igalaxy.net 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Well, after a few responses I felt that I had been talking out of my *%&@ 
and needed to apologise to everyone for my last post on collision detection. 
I was thinking up an algorithm to detect collision and was oblivious to what 
spherical collision detection is! Although I agree in the speed aspect of 


the sphere method, I ama little concerned about the accuracy. I have two 
examples: 
1) 3D Action (Mario 64) Game- If using spherical detection when the 


character jumps onto a platform wouldn't the detection be true before he/she 
ever reached the actual platform? And if you use spherical detection only 
as a preliminary step, all other variables for any other form of detection 
must be tracked, so wouldn't it be easier to use a more accurate fom of 
detection even if it takes a little more computing power? 


2) 3D Fighting (Virtual Fighter) Game- If your character is composed of 
separate parts being animated by a skeleton system the spherical system 
works fine. If you have a solid mesh and you deform it in real time then 
the system fails. you can place spheres all over the model, but their 
location has to be tracked through translation (although the rotation 
doesn't need to be tracked) so again isn't it easier to use a different 
system? 


I am trying to understand all of this because obviously it is not my 
stronger point. If I am not making any sense then I would appreciate an 
explination of which one I should use. I am currently working on a game 
engine that I will post when it is done, so I would like to use the best 
system possible to please anyone who uses my libs. 


Thanks for the help, 


Nathan Miller 
Ryu-Ki Software 
nmiller@igalaxy.net 


—-MESSAGE FILE 1642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00338 


—-MESSAGE FILE 1643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000339 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Mon, 16 Feb 1998 21:24:46 -0600 

Organization: (no organization) 

Lines: 24 

Message-ID: <34E902FE.4224@charlie.cns.iit.edu> 

References: <34E72D24.691CD1E4@access.ch> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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AAAAAAAAAAA 


>home directory. That's what I did and I've had *no* problems. 
:-P that's what make -n is for. 


the gcc install works just fine installing to wherever you want to install 
it to. in fact, it's possible to produce a gcc version that will either 
call the native compiler or the psx cross compiler depending on the flags 
that you pass it. needless to say, it's much saner to just use an exec 
prefix, but the fact is that there is that option. 


IMHO it's much better to have a world writeable partition or directory 
that user binaries get installed into. That way people can share binaries 
that they compile (presupposing that they understand the security risks), 
and it means that you can have a relatively small partition for home 
directories. 


YMMV. 


Toby. 
—-MESSAGE FILE 15380 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000251 


——MESSAGE FILE 15381 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 

ompiler/00000252 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: That dreaded Linux query again.... 

Date: 29 Sep 1998 11:38:58 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Sender: thutton@TECH10 

Message-ID: <ugldbpujl.fsf@cybec.com.au> 

References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> 
<360C1CD7.133D3870@wyrddreams.demon.co.uk> <ulnn4ddyu.fsf@cybec.com.au> 
<slrn70Oua5s.kmn.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 


On 28 Sep 1998 15:05:13 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>You shouldn't have to do all the steps manually, obviously, that's 
>what gcc is for. All I can suggest is removing the cross compiler 
>you've installed, and re-do it *not as root* installing it into your 


AAAAAAAAAAA 


>home directory. That's what I did and I've had *no* problems. 


VVVVVVV VV 


:-P that's what make -ո is for. 


True, but still rootdom is a magical and powerful thing, and when 
stuffing around with things for the first time, as I was, I feel safer 
knowing I can rm -r ~/yaroze *afterwards* in case make -n slipped 
something by me that I missed... yeah, whatever. 


Toby, do you know why if I make the tools *my* psx-gcc calls psx-etc, 
but James does it and psx-gcc calls just etc? Did you use the patches 
on the Japanese site, or just make the x-compiler yourself? 


the gcc install works just fine installing to wherever you want to install 
it to. in fact, it's possible to produce a gcc version that will either 
call the native compiler or the psx cross compiler depending on the flags 
that you pass it. needless to say, it's much saner to just use an exec 
prefix, but the fact is that there is that option. 


VVVVYV 


If you're a newbie then you can't be too careful. 


> 
> IMHO it's much better to have a world writeable partition or directory 
> that user binaries get installed into. That way people can share binaries 
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> that they compile (presupposing that they understand the security risks), 
> and it means that you can have a relatively small partition for home 
> directories. 


How many users do you have on your home machine?!? Ha, a world 
writable binary directory is asking for mischief on a (real) 
multi-user machine, particularly if a a newbie puts it too early in 
their path, and I decide to write my own special version of passwd or 
something and put it in there. 


> 
> YMMV. 
> 
> 


Toby. 


Toby. 
—-MESSAGE FILE 15381 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000252 


--MESSAGE FILE 15382 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000253 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: That dreaded Linux query again.... 

Date: 29 Sep 1998 03:30:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <slrn710lgd.rdb.tjs@longford.cs.monash.edu.au> 

References: <360AF965.4D35F33Béwyrddreams.demon.co.uk> <360C1CD7.133D3870@wyrddreams 
.demon.co.uk> <ulnn4ddyu.fsf@cybec.com.au> <slrn70ua5s.kmn.tjs@longford.cs.monash.ed 
u.au> <ugldbpujl.fsf@cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 29 Sep 1998 11:38:58 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>tjs@cs.monash.edu.au (Toby Sargeant) writes: 

> 

>> 

>> On 28 Sep 1998 15:05:13 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>> >You shouldn't have to do all the steps manually, obviously, that's 

>> >what gcc is for. All I can suggest is removing the cross compiler 

>> >you've installed, and re-do it *not as root* installing it into your 


>> AAAAAAAAAAA 


>> >home directory. That's what I did and I've had *no* problems. 

>> 

>> :-P that's what make -ո is for. 

> 

>True, but still rootdom is a magical and powerful thing, and when 
>stuffing around with things for the first time, as I was, I feel safer 


>knowing I can rm -r ~/yaroze *afterwards* in case make -ո slipped 
>something by me that I missed... yeah, whatever. 
uhuh... but that's also why the solais model of /opt is really good, 


where you install everything to its own directory in /opt. then if you 
want to get rid of it, you just nuke the directory. 


But yes, it is a good idea to play it safe. (gcc is very nice about 
where it installs things, though, so it's pretty easy to clean up 
any messes it leaves behind). 


>Toby, do you know why if I make the tools *my* psx-gcc calls psx-etc, 
>but James does it and psx-gcc calls just etc? Did you use the patches 
>on the Japanese site, or just make the x-compiler yourself? 


I made the cross compiler myself, the first time, stealing the specs file 
and the like from the psx disc, and then i did the same thing with the 
patches, which really only give the configure scripts an explicit psx 
target (as well as breaking the c preprocessor by making it accept 

stupid dos crlf sequences). The gdb patches were the big win. 
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I *think* the reason that james’ compiler wasn't working (I think we worked 
it out via email) is that if you don't explicitly specify the exec-prefix 
and prefix when compiling gcc, or these aren't the same as the ones you 
used when you compiled binutils, then the gcc configuration will find the 
normal as|ld etc first. What it actually looks for is 
/prefix/target/bin/whatever, followed by /prefix/bin/whatever, and then 

it probably looks in standard locations. 


>> the gcc install works just fine installing to wherever you want to install 
>> it to. in fact, it's possible to produce a gcc version that will either 

>> call the native compiler or the psx cross compiler depending on the flags 
>> that you pass it. needless to say, it's much saner to just use an exec 

>> prefix, but the fact is that there is that option. 

> 

>If you're a newbie then you can't be too careful. 


But at the same time, the point of unix is to make you think about your 
actions ;) 


>> IMHO it's much better to have a world writeable partition or directory 

>> that user binaries get installed into. That way people can share binaries 
>> that they compile (presupposing that they understand the security risks), 
>> and it means that you can have a relatively small partition for home 

>> directories. 

> 

>How many users do you have on your home machine?!? Ha, a world 


My home one? Only a couple. My uni one? quite a few. 


>writable binary directory is asking for mischief on a (real) 
>multi-user machine, particularly if a a newbie puts it too early in 
>their path, and I decide to write my own special version of passwd or 
>something and put it in there. 


Exactly. Which is why all the contrib stuff goes last in my path. And 
why none of the contrib directories go in the ld.so.conf. And 

in reality I wouldn't make it world writeable, but would rather 

make it writeable by a group of trusted users. 


Toby. 
—-MESSAGE FILE 15382 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000253 


—-MESSAGE FILE 15383 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000254 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: That dreaded Linux query again.... 

Date: Wed, 30 Sep 1998 02:58:35 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 27 

Message-ID: <3611904B.A1B031AF@wyrddreams.demon.co.uk> 

References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> <360C1CD7.133D3870@wyrddreams 
.demon.co.uk> <ulnn4ddyu.fsf@cybec.com.au> <slrn70ua5s.kmn.tjs@longford.cs.monash.ed 
u.au> <ugldbpujl.fsf@cybec.com.au> <slrn710lgd.rdb.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


Me again. *80) 


Toby Sargeant wrote: 

I *think* the reason that james' compiler wasn't working (I think we worked 
it out via email) is that if you don't explicitly specify the exec-prefix 
and prefix when compiling gcc, or these aren't the same as the ones you 
used when you compiled binutils, then the gcc configuration will find the 
normal as|ld etc first. What it actually looks for is 
/prefix/target/bin/whatever, followed by /prefix/bin/whatever, and then 

it probably looks in standard locations. 


VV VV V V V 
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I figured out how I got it to call the right versions on as, ld, et al. 
Looking through my command history (yes, I actually went to the trouble 
of tracing what I did to make it work) I found a command 'pico gcc.c"' so 
I checked the timestamp of gcc.c against the other files in the 
directory and it is newer. 1 assume I must have changed the command 
references by hand, though I don't specifically remember it - I've had 
some very late (and sleepless, yes) nights sorting this lot out and 
after a while one piece of GNU code begins to look very much like the 
EOS Cis ա-ն 


Anyway, I still have the problem with the floating point stuff, which is 
slightly annoying and a little odd as it works fine in the DOS version. 
But I'm off and running again now and I can generate my code from Linux 


which is what I have been trying to achieve. So many thanks to Toby and 
Toby for both their help and hopefully I'll be posting enquiries of a 
more 'game-coding' nature soon. *8OP 


—-MESSAGE FILE 15383 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000254 


—--MESSAGE FILE 15384 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000255 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: That dreaded Linux query again.... 

Date: 30 Sep 1998 03:24:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <slrn7139hd.62g.tjs@longford.cs.monash.edu.au> 

References: <360AF965.4D35F33Bewyrddreams.demon.co.uk> <360C1CD7.133D3870@wyrddreams 
.demon.co.uk> <ulnn4ddyu.fsf@cybec.com.au> <slrn70ua5s.kmn.tjs@longford.cs.monash.ed 
u.au> <ugldbpujl.fsf@cybec.com.au> <slrn710lgd.rdb.tjs@longford.cs.monash.edu.au> ՀՅ 
611904B.A1B031AF@wyrddreams.demon.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 30 Sep 1998 02:58:35 +0100, James Tait wrote: 

>Me again. *80) 

> 

>Toby Sargeant wrote: 

>> I *think* the reason that james' compiler wasn't working (I think we worked 
>> it out via email) is that if you don't explicitly specify the exec-prefix 
>> and prefix when compiling gcc, or these aren't the same as the ones you 

>> used when you compiled binutils, then the gcc configuration will find the 
>> normal as|ld etc first. What it actually looks for is 

>> /prefix/target/bin/whatever, followed by /prefix/bin/whatever, and then 

>> it probably looks in standard locations. 

> 
>I figured out how I got it to call the right versions on as, 14, et al. 
>Looking through my command history (yes, I actually went to the trouble 
>of tracing what I did to make it work) I found a command 'pico gcc.c"' Տօ 
>I checked the timestamp of gcc.c against the other files in the 
>directory and it is newer. I assume I must have changed the command 
>references by hand, though I don't specifically remember it - I've had 
>some very late (and sleepless, yes) nights sorting this lot out and 
>after a while one piece of GNU code begins to look very much like the 
ՀԻՏՏՆ 22. 

> 

>Anyway, I still have the problem with the floating point stuff, which is 
>slightly annoying and a little odd as it works fine in the DOS version. 
>But I'm off and running again now and I can generate my code from Linux 


>which is what I have been trying to achieve. So many thanks to Toby and 
>Toby for both their help and hopefully I'll be posting enquiries of a 
>more 'game-coding' nature soon. *80OP 


This is simply because the version you compiled didn't quite get to the stage 
of compiling floating point emulation support. it should all be in libgcc.a. I 
don't know whether it's possible to copy the libgcc.a from the psx yaroze 
compiler, nor whether, once you have, you can actually convince you handbuilt 
gcc to use it, rather than just generating coprocessor code. I remember seeing 
stuff about this in the install file. 
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Emulated floating point really sucks anyway, so you'll be much better off 
learning how to use fixed point math. 


Toby. 
—-MESSAGE FILE 15384 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000255 


—--MESSAGE FILE 15385 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000256 

Path: chuka.playstation.co.uk!news 

From: "NoOne" <martin@lightwork.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Problem using GDB 
Date: 3 Oct 1998 15:40:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <0lbdeee4$62ab7580$7397989e@octopus> 
NNTP-Posting-Host: lightwk.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1154 


I have had it working previously, although at that time I was not able to 
quit gdb and upload newer source without reseting the Yaroze - it would ոօ 
longer respond to siocons - was this normal?. 


Anyway, I run at 115200k and have the following in the main gdb.ini file: 


define start-—remote-debugging 

set remotebaud 115200 

target hss coml 
end 
document start-remote-debugging 

start remote PSX debugging (115200bps, COM1) 
end 


and the following in the gdb.ini in my working directory: 
start-remote-debugging 


After uploading my files with siocons I run rdb, escape then: 
gdb <program> at the prompt. 


Here I get the following messages which I assume are normal?: 
warning: Hit heuristic-—fence-post without finding 
warning: enclosing function for address 0x8008a840 


0x8008a840 in GsNDIV () 


I can set a breakpoint but when I type run nothing happens. If I break with 
CTRL-A and type run again, after a pause it starts up but I can't use next 
or step to get it to move beyond the first instruction. 


Please anyone help or at least confirm that is what they do and see? 


Thanks, 
Martin 


—-MESSAGE FILE 15385 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000256 


—-MESSAGE FILE 15386 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000257 

Path: chuka.playstation.co.uk!news 

From: "NoOne" <martin@lightwork.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Problems using GDB 
Date: 3 Oct 1998 15:44:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 


Net Yaroze newsgroups message dump.txt Page 10396 


Message-ID: <0lbdeee4$e856d1c0$7397989e@octopus> 
NNTP-Posting-Host: lightwk.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1154 


I have had it working previously, although at that time I was not able to 
quit gdb and upload newer source without reseting the Yaroze - it would ոօ 
longer respond to siocons - was this normal?. 


Anyway, I run at 115200k and have the following in the main gdb.ini file: 


define start-remote-debugging 

set remotebaud 115200 

target hss coml 
end 
document start-remote-debugging 

start remote PSX debugging (115200bps, COM1) 
end 


and the following in the gdb.ini in my working directory: 
start-remote-debugging 


After uploading my files with siocons I run rdb, escape then: 
gdb <program> at the prompt. 


Here I get the following messages which I assume are normal?: 
warning: Hit heuristic-—fence-post without finding 
warning: enclosing function for address 0x8008a840 


0x8008a840 in GsNDIV () 


I can set a breakpoint but when I type run nothing happens. If I break with 
CTRL-A and type run again, after a pause it starts up but I can't use next 
or step to get it to move beyond the first instruction. 


Please anyone help or at least confirm that is what they do and see? 


Thanks, 
Martin 


—-MESSAGE FILE 15386 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000257 


—-MESSAGE FILE 15387 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000258 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: error file.. 

Date: Fri, 23 Oct 1998 02:20:27 -0400 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <70p6k5$dnql@scea> 

References: <3589d5d3.3140602@news.playstation.co.uk> <358A1D67.2198500D@micronetics 
-com> <slrn6opbha.f25.tjs@indyl6.cs.monash.edu.au> <358D2D14.6AD1DBDA@codeworks.demo 
n.co.uk> 

NNTP-Posting-Host: sud-tcsl-port59.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Can this be clarified a bit please... 


What is the syntax required... I've tried what is printed below, it 
creates the file but it fails to write the error messages to it. 


I remember having done this a while back but I can't remember how it was 
done and my notes are lost. 


Net Yaroze 


There isa 
yet that I' 
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newbie member in SCEA that doesn't have access to these grouyps 
m also trying to help. 


Thanks in advance. 


Steve Tolin 


titan@vianet.on.ca 


Jim wrote in message <358D2D14.6AD1DBDA@codeworks.demon.co.uk>... 
>Toby Sargeant wrote: 


>> 
>> Is this 


NT/95 syntax? is it the same as gcc main.c 2>&1 > error.lst? 


>>If it isn't, then whoever wrote the NT/95 shell should be _shot_. 


> 
>Yep, sick 
> 
>>Under sh 


ain't Lt... $=) 


(where 


>> this syntax came from), your example would redirect stdout to a file, 
>and then redirect stderr to stdout (but not to the file). That's the 
>>way it should be. 


>> 

>> toby. 

> 

>If you do it the correct way for example 'gcc 2>&1 > jim' its doesn't 
>redirect stderr to the file as you mention. I don't even think MS 
>document any of this either. 

> 

>To be honest though I was surprised it even worked at all. 

> 

>I guess it the choice people make when they choose MS products.. :-) 
> 

>Cheers 

> 

>Jim 

> 


—-MESSAGE FILE 15387 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000258 


——MESSAGE FILE 15388 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000259 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 


Newsgroups: 


playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 


e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 
Subject: how to: download psyq executables to the psx 


Date: Tue, 


27 Oct 1998 17:47:59 -0800 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 18 
Message-ID: 


<7158bkS$f£j62@chuka.playstation.co.uk> 


NNTP-Posting-Host: 194.83.127.74 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: 


Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk playstation.ny.program.questions:179 scee.yaroze.progr 
amming.2d_graphics:682 scee.yaroze.programming.3d_graphics:977 scee.yaroze.programmi 
ng.codewarrior:378 scee.yaroze.programming.gnu_compiler:259 


Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 


which came 


with codewarrior. Is there a dedicated utility which will do 


this? is there a program which will convert the psyq executable into a net 


yaroze one 


so that I may download it with siocons? 


if so...can I have them? :-D 


Net Yaroze newsgroups message dump.txt Page 10398 


thanks, 
angel. 


—-MESSAGE FILE 15388 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000259 


—-MESSAGE FILE 15389 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000260 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 09:26:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3636E35D.91F7A5BF@hinge.mistral.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:180 scee.yaroze.progr 
amming.2d_graphics:683 scee.yaroze.programming.3d_graphics:978 scee.yaroze.programmi 
ng.codewarrior:379 scee.yaroze.programming.gnu_compiler:260 


Angel Sastre wrote: 
Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


VV V V V V V 


Naughty Naughty. 


> 
> 
> 1f so...can I have them? :-D 


No. 


> thanks, 
> 
> angel. 


Craig. 


—-MESSAGE FILE 15389 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000260 


—--MESSAGE FILE 15390 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000261 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 17:16:42 +0000 

Organization: University of Brighton 

Lines: 16 
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Message-ID: <3637517A.3D08@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:181 scee.yaroze.progr 
amming.2d_graphics:684 scee.yaroze.programming.3d_graphics:979 scee.yaroze.programmi 
ng.codewarrior:381 scee.yaroze.programming.gnu_compiler:261 


Sheesh Ank - I'd have thought you'd know better. But to go posting it 
here AS WELL! Man oh man... 


Oh and by the way; I hope you've read that mail I sent you re: password 
(i.e. mine) since SCEE are onto you! (I got a phonecall from Kerry who 
wondered why my e-mail address was suddenly ams50 instead of bjd3...) 


Later, 
Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15390 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000261 


——MESSAGE FILE 15391 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000262 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Thu, 29 Oct 1998 18:11:10 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3638F60E.DBB0745F@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 157.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:182 scee.yaroze.progr 
amming.2d_graphics:688 scee.yaroze.programming.3d_graphics:982 scee.yaroze.programmi 
ng.codewarrior:382 scee.yaroze.programming.gnu_compiler:262 


Angel Sastre wrote: 


> 

> Hi 

> 

> I've come across a few psyq executables which I would like to run, but I 

> can't download them to the playstation neither with siocons or the utility 
> which came with codewarrior. Is there a dedicated utility which will do 

> this? is there a program which will convert the psyq executable into a net 
> yaroze one so that I may download it with siocons? 

> 

> if so...can I have them? :-D 

> 

a |i <A Ay Ay Ay Ay Ay Ay Ay Ay Ay Ay A Ay Ay ae You nut. You must be one of those 


younger newbies, not quite knowing what you are implicating when you 
post. You aren't even supose to have psyq executables unless they are in 
a game you just bought. So unless you are a professional developer, you 
got them from a underground site. 
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To answer your question, psyq executables will only run on a net yaroze 
system if it leaves everything below 0x80090000 alone. 99% of all psyq 
executables load there program into this region, so that when you try to 
upload them they accidently overwrite the program that is currently 
running and the system crashes. Think about it. The net yaroze system 
will run psyq programs, just not the ones that you want it to run. 


Now, think before you post something like this again. This is the 
official Net Yaroze development discussion area, not the Underground PSX 
hacking Q&A newsgroup. 


"Darco 
—-MESSAGE FILE 15391 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000262 


—--MESSAGE FILE 15392 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000263 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:26:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <363A04CD.EQOEA3EBA@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 8D9689B42D542775C3A465D7" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:183 scee.yaroze.progr 
amming.2d_graphics:689 scee.yaroze.programming.3d_graphics:983 scee.yaroze.programmi 
ng.codewarrior:385 scee.yaroze.programming.gnu_compiler:263 


8D9689B42D542775C3A465D7 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Dear sir, 


RE: Possible possession of illegal executables 


We would like you to return your access card and PS libraries..... 


You will probably know the rest of this Angel by the time you read it. I hope 
you're not into all of this underground crap - I for one am DEAD AGAINST any 
form of piracy, which is what this would constitute. Anyone who has any sense 
would know that PsyQ exe's, as stated by BJ, are only in the possession of 
licensed developers - which we are not. If you obtained these knowing this, 


then I hope you lose your membership....... 
Asshole. 

Tones 

Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 


8D9689B42D542775C3A465D7 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<I>Dear sir,</I> 


<P><B><I><U>RE: Possible possession of illegal executables</U></I></B> 


<P><I>We would like you to return your access card and PS libraries..... </I><I></I> 
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X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:339 scee.yaroze 
2139 scea.yaroze.freetalk:410 


Michael Voegeli wrote: 

> Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


> 
> 
> 
> I probably have to assign them by editing the RSD File... 


There is an excellent Windows/PC tool called "rsdtool.exe", that you 
can download from the "Utilities" page that lets you load an .RSD model 
and color and texture the faces of your model. 


This is one very usefull program. My only question about it is: 
Is there a way to make some faces "goraud shaded" while not "goraud 
shading" some other faces? 


For example, I want a model with some "roundish" parts, where shading 
will help it look smoother, with fewer polys, but other parts of the 
same model are "Squarish and pointy", where shading would be out օք 
place. 


Any ideas? (currently I use the "-g" option on dxf2rsd.exe to turn 
shading on for the whole model). 


EdF 
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. beginners 


—-MESSAGE FILE 1643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00339 


—-MESSAGE FILE 1644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000340 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 17 Feb 1998 05:50:41 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cb8fh$fool@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 


Please note this is a price drop, but ONLY for the first 500 purchasers. 
After 
500 the special offer will be over and the price will be put back up. 


Regards, 


George@SCEE 


>Is there any chances that SCEA will follow? I've got a couple of 
>friends who would consider purchasing the Yaroze if the price tag was 
>a bit less. I think $499 US would be equivalent to SCEE's price and it 
>would be much more affordable. 

>>Happy Coding! 

>If only I had more spare time grr! 

>Patrick Bureau 


-uk!not-fo 
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<P>You will probably know the rest of this Angel by the time you read it.&nbsp; 
I hope you're not into all of this underground crap - I for one am DEAD 
AGAINST any form of piracy, which is what this would constitute. Anyone 

who has any sense would know that PsyQ exe's, as stated by Bu, are only 

in the possession of licensed developers - which we are not.&nbsp; If you 
obtained these knowing this, then I hope you lose your membership....... 


<P>Asshole. 


<P>Tones 
<BR>Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 
<BR>é&nbsp; </HTML> 


8D9689B42D542775C3A465D7-- 


—-MESSAGE FILE 15392 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000263 


—-MESSAGE FILE 15393 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000264 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:28:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <363A0531.141600E5@mcmail.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:184 scee.yaroze.progr 
amming.2d_graphics:690 scee.yaroze.programming.3d_graphics:984 scee.yaroze.programmi 
ng.codewarrior:386 scee.yaroze.programming.gnu_compiler:264 


> exe's, as stated by BJ, are only in the possession of licensed 
> developers - which we are not. If you obtained these knowing this, 
> then I hope you lose your membership....... 
> 
> 
Ooops, sorry Darco - you were the one who said about licensed 
developers...Sorry! 
Cheers 
Tones 


—-MESSAGE FILE 15393 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000264 


—-MESSAGE FILE 15394 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000265 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 16:19:20 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <363A2D58.967A47AD@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> 
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Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 343.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:185 scee.yaroze.progr 
amming.2d_graphics:691 scee.yaroze.programming.3d_graphics:985 scee.yaroze.programmi 
ng.codewarrior:387 scee.yaroze.programming.gnu_compiler:265 


Tones wrote: 


> 

> Ooops, sorry Darco - you were the one who said about licensed 
> developers...Sorry! 

> 


For this you will pay dearly. ;) 


"Darco 
—-MESSAGE FILE 15394 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000265 


—--MESSAGE FILE 15395 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000266 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sat, 31 Oct 1998 12:53:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <71f0vtSdrd2@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: asn4-244.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:186 scee.yaroze.progr 
amming.2d_graphics:694 scee.yaroze.programming.3d_graphics:986 scee.yaroze.programmi 
ng.codewarrior:388 scee.yaroze.programming.gnu_compiler:266 


Darco wrote in message <363A2D58.967A47AD@datasys.net>... 

>Tones wrote: 

>> 

>> Ooops, sorry Darco - you were the one who said about licensed 
>> developers...Sorry! 

>> 

> 

>For this you will pay dearly. ;) 

> 

>'Darco 


Hehe! 
Tones 7) 


—-MESSAGE FILE 15395 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000266 


—--MESSAGE FILE 15396 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000267 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 11:49:32 +0000 
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Organization: University of Brighton 

Lines: 11 

Message-ID: <363D9C4C.3974@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:187 scee.yaroze.progr 
amming.2d_graphics:698 scee.yaroze.programming.3d_graphics:990 scee.yaroze.programmi 
ng.codewarrior:389 scee.yaroze.programming.gnu_compiler:267 


Oh be nice to poor Angel - he is Spanish after all. 


*patronising Prunella Scales voice* "He's from Barcelona!!!" 
Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 


- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15396 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000267 


—-MESSAGE FILE 15397 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000268 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:00:32 +0000 

Organization: University of Brighton 

Lines: 14 

Message-ID: <363D9EE0.4684@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:188 scee.yaroze.progr 
amming.2d_graphics:699 scee.yaroze.programming.3d_graphics:991 scee.yaroze.programmi 
ng.codewarrior:391 scee.yaroze.programming.gnu_compiler:268 


BJ wrote: 

> 

> Oh be nice to poor Angel - he is Spanish after 811. 
> 


> *patronising Prunella Scales voice* "He's from Barcelona!!!" 


SORRY! MADRID! I know that to accuse a Spaniard of being a Catalan when 
he is not is a major insult, so sorry mate... ;-) 

Screw you guys; I'm going home. Talking poo is where I draw the line. 

- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15397 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000268 


—-MESSAGE FILE 15398 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000269 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 
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Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:08:06 +0000 

Organization: University of Brighton 

Lines: 9 

Message-ID: <363DA0A6.1703@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:189 scee.yaroze.progr 
amming.2d_graphics:700 scee.yaroze.programming.3d_graphics:992 scee.yaroze.programmi 
ng.codewarrior:392 scee.yaroze.programming.gnu_compiler:269 


Hang on! I did know that anyway! 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15398 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000269 


—-MESSAGE FILE 15399 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000270 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:13:12 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363DA1D8.6A0@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:190 scee.yaroze.progr 
amming.2d_graphics:701 scee.yaroze.programming.3d_graphics:993 scee.yaroze.programmi 
ng.codewarrior:393 scee.yaroze.programming.gnu_compiler:270 


okay i'm using ben's account to reply. 


I never said i downloaded psyq executables, hell i didn't even know what 
they were. 


so there. 


so if you want to ban people out of the world then ban the underground 
people not me. 


yeah and real madrid rools europe. 
> *Ben's comment* - Juve were robbed! 


—-MESSAGE FILE 15399 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000270 


—-MESSAGE FILE 15400 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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ompiler/00000271 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:05:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <363DAE21.A8A7A839@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> <363DA0A6.1703@bton.ac.u 
k> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:191 scee.yaroze.progr 
amming.2d_graphics:702 scee.yaroze.programming.3d_graphics:994 scee.yaroze.programmi 
ng.codewarrior:394 scee.yaroze.programming.gnu_compiler:271 


BJ wrote: 


> Hang on! I did know that anyway! 
> 
> Ben :-) 


Sorry Ben, no offence intended.... 
Cheers 
Tones 8) 


—-MESSAGE FILE 15400 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000271 


--MESSAGE FILE 15401 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000272 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:18:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <363DB13D.12B9188@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:192 scee.yaroze.progr 
amming.2d_graphics:703 scee.yaroze.programming.3d_graphics:995 scee.yaroze.programmi 
ng.codewarrior:395 scee.yaroze.programming.gnu_compiler:272 


BJ wrote: 
> okay i'm using ben's account to reply. 
I'll assume this is you, Angel... 


> I never said i downloaded psyq executables, hell i didn't even know what 
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> they were. 


Then you should have said that in your initial posting... 
> so there. 
No need for that..... 


> so if you want to ban people out of the world then ban the underground 
> people not me. 
> 


That is correct. Don't get me wrong, I have no intention on picking on 
anyone, but in all of the years I have been involved in this industry, only 
one thing get's up my nose more than anything else, and that is piracy. 

Your posting implied that you had obtained the PsyQ exe's via 
‘unconventional' means, and for that, I blasted you. Forgive me if this was 
not the case.... 


Obviously, the very reason we all use the Yaroze (99% anyway) is to get a 
foothold into the industry we all so dearly love, but if Sony were to feel 
that die-hard gamers were using their tool for more malicious intent, then I 
fear they could either pull the plug (which incidentally I seriously doubt - 
they need us as much as we need them) or maybe reconsider future projects of 
a Similar nature. Even though this posting isn't strictly about piracy, you 
must remember one thing. Piracy effects the industry and those who work in 
it - so one day, when you are sat at your desk in a games company 
programming away (or whatever), the pirates out there are taking your 


> yeah and real madrid rools europe. 


On this, I'll digress..... ! :)I hope this is the end of this posting - I 
never meant it to flare up in this way - just be a little more careful with 
what you post in future.... 


Cheers! 


Tones 8) 
"Minds are like parachutes - they only work when they're open.' 


——MESSAGE FILE 15401 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000272 


—-MESSAGE FILE 15402 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000273 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 17:28:23 +0000 

Organization: University of Brighton 

Lines: 34 

Message-ID: <363DEBB7.14FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> 

NNTP-Posting-Host: itsuite60.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:193 scee.yaroze.progr 
amming.2d_graphics:704 scee.yaroze.programming.3d_graphics:996 scee.yaroze.programmi 
ng.codewarrior:396 scee.yaroze.programming.gnu_compiler:273 


I feel I ought to share my opinion on this little debate: 


(This is really Ben now...) 
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Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. In fact, I'm pretty sure it is 
about as illegal as downloading a shareware utility. The fact that Angel 
was trying to use it on his NY is academic. 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15402 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000273 


——MESSAGE FILE 15403 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000274 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-—design.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:01:39 +0000 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <363DF383.765Bédma-—design.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:194 scee.yaroze.progr 
amming.2d_graphics:705 scee.yaroze.programming.3d_graphics:997 scee.yaroze.programmi 
ng.codewarrior:397 scee.yaroze.programming.gnu_compiler:274 


BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 
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"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—--MESSAGE FILE 15403 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000274 


—-MESSAGE FILE 15404 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000275 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:29:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <363DFA06.D723BBD@ndirect.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

NNTP-Posting-Host: th-usr00-46.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:195 scee.yaroze.progr 
amming.2d_graphics:706 scee.yaroze.programming.3d_graphics:998 scee.yaroze.programmi 
ng.codewarrior:398 scee.yaroze.programming.gnu_compiler:275 


BJD3 wrote: 
I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. 


VVVVVVVV V 


That's like saying stealing is illegal, but receiving stolen goods is ok. 


> In fact, I'm pretty sure it is 
> about as illegal as downloading a shareware utility. The fact that Angel 
> was trying to use it on his NY is academic. 


Illegal or not, it's certainly against the spirit of the NY project. 

> Now don't get me wrong - I'm not condoning piracy; I just feel that 

> Angel has become a bit of a scapegoat for anti-piracy emotions. And 

> that. 

> 

> Another thing; you are insinuating that these people are using PsyQ for 
> 'mailcious intent' - now what exactly is malicious about writing games? 
> These people are doing virtually the same as us - writing games for the 
> PlayStation. The difference is, that these people are using source 

> aquired unofficially, and are not being supported by Sony. They have the 
> same goals as us, and are not evil or anything like that. 

> 

But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff you 
Sony". You can't sit on the fence. If you want to keep your development 


licence, you have to respect Sony and play by the rules. 
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Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 


VVVVVVVVVV VV 


Herbs 


——MESSAGE FILE 15404 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000275 


—--MESSAGE FILE 15405 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000276 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 2 Nov 1998 22:23:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <711b41S9iv5@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: asnl6-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:196 scee.yaroze.progr 
amming.2d_graphics:708 scee.yaroze.programming.3d_graphics:999 scee.yaroze.programmi 
ng.codewarrior:399 scee.yaroze.programming.gnu_compiler:276 


Thanks guys, 


BJ - I know you mean well, but I doubt very much your arguments would stand 
up in front of everyone who works in the industry. 


I wasn't picking on Angel specifically - I was using him to get my point 
across. Sure, he pi**ed me off in his first post, because at the time it 
came across as though HE was the 'pirate-or' (or whatever). 


However, whether he got hold of the exe's through himself or by others, the 
fact of the matter is that he is in possession of something he shouldn't be. 
This goes for everyone in the same boat. Talking of piracy, take a look at 
the letter in the latest issue of PSM (Official Playstation Magazine) - if 
you cross the line you can be sure they WILL find out. 


Either way, I am sure you will catch my drift - as Brian Baird@DMA 
illustrates above, pirater's and their like really get on the industries 
thingymejigs. 


Let this be a lesson to those who might try, and an end to this debate - I'm 
finding it tedious explaining the intricacies 'o' the law..... 


Tones 8) 
Feeling particularly vicious tonight...... 


—-MESSAGE FILE 15405 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000276 
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—-MESSAGE FILE 15406 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000277 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: 2 Nov 1998 22:21:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn73scke.i3e.tjs@longford.cs.monash.edu.au> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:197 scee.yaroze.progr 
amming.2d_graphics:709 scee.yaroze.programming.3d_graphics:1000 scee.yaroze.programm 
ing.codewarrior:400 scee.yaroze.programming.gnu_compiler:277 


On Mon, 02 Nov 1998 18:01:39 +0000, Brian Baird <brian@dma-design.com> wrote: 


>"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
>surely? They may be developing games, they may be swapping their own 
>sources - but all their development tools are pirated. 


I'd disagree. A number of people seem to have the pirated PsyQ tools, which 
is just plain wrong, but a lot more seem to have built gcc cross compilers. 

I don't think there's any way that that can be illegal. The question of 
libraries is a more delicate one, but again I think there are probably people 
out there who aren't using the libraries either. 


I guess if they're producing PsyQ executables, though, the question of which 
category they fall into is rather academic] 

Toby. 

--MESSAGE FILE 15406 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000277 


—-MESSAGE FILE 15407 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000278 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 23:56:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <363E46B6. 930FF336@hinge.mistral.co.uk> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design. com> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:198 scee.yaroze.progr 
amming.2d_graphics:710 scee.yaroze.programming.3d_graphics:1001 scee.yaroze.programm 
ing.codewarrior:401 scee.yaroze.programming.gnu_compiler:278 


Brian Baird wrote: 


> BJD3 wrote: 

>> 

> > Now don't get me wrong - I'm not condoning piracy; I just feel that 
> 


> Angel has become a bit of a scapegoat for anti-piracy emotions. And 
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—-MESSAGE FILE 1644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00340 


—-MESSAGE FILE 1645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000341 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 17 Feb 1998 06:05:04 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 30 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cb9ag$Sfqll@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 

A letter was sent out to every SCEE Yaroze member last week detailing about 
Yaroze in 1998. Support will continue and the SCEE Yaroze web page is 
undergoing MAJOR reconstruction as we speak. We are hoping for a April/May 


launch օք the new site! SCEE news support continues, and the new SCEE 
Yaroze web page will be updated every week if not everyday. So from this 
day 


until Spring 98 please be patient and start coding games. 


Happy Coding! 


Gl 


George@SCEI 


>True, but although the newsgroup support has been there to some extent, 
>I'd feel better about my purchase if the main web site was/had been in 
>better condition. 

>If someone could fix the homepages list ('date last updated') and update 
>the SCEA/SCEI mirrors a bit more regularly, that would be appreciated. 
>James (~mrfrosty) 


—-MESSAGE FILE 1645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00341 


—-MESSAGE FILE 1646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000342 

Path: chuka.playstation.co.uk!news 

From: Michael Voegeli <michael@access.ch> 

Newsgroups: scee.yaroze.freetalk.english, ¢scee.yaroze.beginners, ;scea.yaroze.freetal 
k 

Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Tue, 17 Feb 1998 12:07:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <34E96F7C.3E149E37@access.ch> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> 
Reply-To: michael@access.ch 

NNTP-Posting-Host: line84-basel.datacomm.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 (Macintosh; I; PPC) 
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that. 


Another thing; you are insinuating that these people are using PsyQ for 
'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


Craig @ Intelligent Video Games Ltd. 


—-MESSAGE FILE 15407 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000278 


—-MESSAGE FILE 15408 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000279 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:43:07 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363EEC4B. 6B98@bton.ac.uk> 

References: <7158bkS$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design. com> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:199 scee.yaroze.progr 
amming.2d_graphics:714 scee.yaroze.programming.3d_graphics:1002 scee.yaroze.programm 
ing.codewarrior:402 scee.yaroze.programming.gnu_compiler:279 


1) 


> "Acquired unofficially"? Acquired *illegally* is what you meant to 
> say, surely? 


Yes, yes. That is what I *meant* to say... 


The point is, owning a PsyQ exe somebody else created is completely 
legal....surely? 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15408 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000279 


—-MESSAGE FILE 15409 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000280 
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Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:54:21 +0000 

Organization: University of Brighton 

Lines: 33 

Message-ID: <363EEEED.3F98@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:200 scee.yaroze.progr 
amming.2d_graphics:715 scee.yaroze.programming.3d_graphics:1003 scee.yaroze.programm 
ing.codewarrior:403 scee.yaroze.programming.gnu_compiler:280 


> That's like saying stealing is illegal, but receiving stolen goods 
> is ok. 


No, it's like stealing a program is illegal, but receiving a document 
*created* with that program is OK. Come on, don't twist words. 


> Illegal or not, it's certainly against the spirit of the NY project. 


I agree. I'm not doing it, and I have no intention of ever doing it. 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff 
you Sony". You can't sit on the fence. If you want to keep your 
development licence, you have to respect Sony and play by the rules. 


VVVV 


True. But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... (Unless 
you get into the issue over the Sony libraries...in which case it's not 
so clear; but then Angel hasn't got the PsyQ libraries; just the 
executable.) 


Pah. 
Ben ;-) 


N.B — Whilst I defend Angel's actions, I can wholely agree with Sony's 
position. Please don't tell me I don't... 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15409 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000280 


—--MESSAGE FILE 15410 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000281 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The end!!! 

Date: Tue, 03 Nov 1998 14:09:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <363F0E87.4350FB4Bécwcom.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
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3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 14F80148A2F91BFCF7FF6A6F" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:201 scee.yaroze.progr 
amming.2d_graphics:716 scee.yaroze.programming.3d_graphics:1004 scee.yaroze.programm 
ing.codewarrior:404 scee.yaroze.programming.gnu_compiler:281 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


BJ wrote: 
But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... 


Hi BJ, 


Don't forget one thing - you were one of the people to kick it off, 
remember ! 


Right, not this IS the end of this posting. 
Cheers BJ, and no offence intended... 

Tones 8) 

14E80148A2F91BFCF7FF6A6F 


Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
é&nbsp; 


<P>BJ wrote: 
<BR><I>But I only raised the issue because people were hounding Angel for</I> 
<BR><I>doing something which strictly speaking, isn't really illegal...</I><I></I> 


<P>Hi BJ, 


<P>Don't forget one thing - you were one of the people to kick it off, 
remember! 


<P>Right, not this IS the end of this posting. 
<P>Cheers BJ, and no offence intended... 


<P>Tones 8) 
<BR>é&nbsp; </HTML> 


14E80148A2F 91BFCF7FF6A6F-—- 


—-MESSAGE FILE 15410 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000281 


——MESSAGE FILE 15411 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000282 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BJUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The End: 'Crusade'....(unnecessary follow-up) 

Date: Tue, 03 Nov 1998 15:06:16 +0000 

Organization: University of Brighton 
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Lines: 12 

Message-ID: <363F1BE8.71FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F0E87.4350FB4Beécwcom.net> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:202 scee.yaroze.progr 
amming.2d_graphics:717 scee.yaroze.programming.3d_graphics:1005 scee.yaroze.programm 
ing.codewarrior:405 scee.yaroze.programming.gnu_compiler:282 


Cheers matey. 


(Was that pointless? But admit it - you're relieved you don't have to 
swing your handbag any more...) 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15411 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000282 


—-MESSAGE FILE 15412 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000283 

Path: chuka.playstation.co.uk!news 

From: AMS50 <AMS50@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 15:38:21 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363F236D.7A27@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

NNTP-Posting-Host: itsuitel05.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:203 scee.yaroze.progr 
amming.2d_graphics:718 scee.yaroze.programming.3d_graphics:1006 scee.yaroze.programm 
ing.codewarrior:406 scee.yaroze.programming.gnu_compiler:283 


> so clear; but then Angel hasn't got the PsyQ libraries; just the 
> executable.) 


[i'm angel. okay i'm using ben's account because my password seems to 
be somewhere in spain - i hope you'll excuse me while I get it posted 
back to me] 


no no and no. i didn't download any executables. i just saw them and 
wondered what they were. very innocent, really. 


hey ben you're not helping me very well :-D 


angel. 
—--MESSAGE FILE 15412 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000283 
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—-MESSAGE FILE 15413 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000284 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 18:06:06 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363F460E.2E1@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F236D.7A27@bton.ac.uk> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:204 scee.yaroze.progr 
amming.2d_graphics:719 scee.yaroze.programming.3d_graphics:1007 scee.yaroze.programm 
ing.codewarrior:407 scee.yaroze.programming.gnu_compiler:284 


> hey ben you're not helping me very well :-D 


Well those who play with fire...I thought you *did* have the 
exe's...sheesh...I'm opting for Tones' suggestion and dropping this 
subject... 


Ben :-/ 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 15413 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000284 


—-MESSAGE FILE 15414 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000285 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthompson@mantis94.freeserve.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sun, 15 Nov 1998 14:43:11 +0000 

Organization: Mantis Software 

Lines: 40 

Message-ID: <364EE87F.BB55A768@mantis94.freeserve.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765B@dma-design.com> <36 
3E46B6. 930FF336@hinge.mistral.co.uk> 

Reply-To: ianthompson@mantis94.freeserve.co.uk 

NNTP-Posting-Host: modem—-5.argon.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:205 scee.yaroze.progr 
amming.2d_graphics:737 scee.yaroze.programming.3d_graphics:1019 scee.yaroze.programm 
ing.codewarrior:414 scee.yaroze.programming.gnu_compiler:285 


Craig Graham wrote: 
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Brian Baird wrote: 


BJD3 wrote: 
Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Craig @ Intelligent Video Games Ltd. 


Caetla! 
Nothing to do with the PSX AR replacment ROM used by the hacks? 
IAN 


——MESSAGE FILE 15414 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000285 


—-MESSAGE FILE 15415 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000286 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: i've lost it! 

Date: Tue, 17 Nov 1998 18:46:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <72scpuSdvm8@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup102-2-34.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I seem to have misplaced Yaroze program CD.. The one with the compiler on.. 
Now, if anyone could be so nice to e-mail me a copy (I have the source-code 
from the website, it doesn't compile) I'd be very grateful (well, I'd be 
glad :).. If you have the version with class support, that'd be cool.. Just 
mail it to: anders.clerwall@swipnet.se 


Thanks.. 
// Anders Clerwall 


—-MESSAGE FILE 15415 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000286 


—-MESSAGE FILE 15416 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000287 
Path: chuka.playstation.co.uk!news 
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From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Mon, 07 Dec 1998 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <366C57AF.4E60D961@aol.com> 

References: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 
warrior:370 scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 
yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 
> Has anyone got this to work under NT(4). 

7 If you have, please let me know 

3 Thanks in advance. 

— Steve Dunn 

Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 15416 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000287 


——MESSAGE FILE 15417 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 


ompiler/00000288 
Path: chuka.playstation.co.uk!news 
From: "Steve Dunn" <steve_dunn@europe.mccann.com> 


Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 


Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 

> 

> 

>Steve Dunn schrieb: 

> 

>> Has anyone got this to work under NT(4). 
>> 

>> If you have, please let me know 
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>> 

>> Thanks in advance. 

>> 

>> Steve Dunn 

> 

> Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 
> 

> 


—-MESSAGE FILE 15417 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000288 


—-MESSAGE FILE 15418 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000289 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Including stuff 

Date: Wed, 9 Dec 1998 21:28:07 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <74nale$6065@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I want ot make a trig look-up table, so I do it, put the definition of the 
array in a header like so: 


short PSXTrigLUT[361] = { 

0, 71, 142, 214, 285, 

356, 428, 499, 570, 640, 

711, 781, ..., 0 // just to save space in this post 
J; 


I compile trig.c that includes trig.h to get trig.o, but when I try to link 
this to the rest of my program, I get the error "multiple definition of 
"PSXTrigLUT'" 


Does anyone know why this is and how to fix it... this only seems to happen 
on explicity set arrays. 


- Tony 


—-MESSAGE FILE 15418 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000289 


—-MESSAGE FILE 15419 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000290 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Including stuff 

Date: Wed, 9 Dec 1998 21:30:34 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <74naql$6066@scea> 

References: <74nale$6065@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Just a further note on this topic... 


I use 


#ifndef TRIG_H 
#define TRIG_H 
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#endif 
on the header and my main looks like: 


#include "trig.h" 


void main(void) 


{ 
3 


- Tony 


—-MESSAGE FILE 15419 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000290 


—--MESSAGE FILE 15420 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000291 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Including stuff 

Date: 10 Dec 1998 04:59:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <slrn76ul9f.m9p.tjs@longford.cs.monash.edu.au> 
References: <74nale$6065@scea> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 9 Dec 1998 21:28:07 -0500, Antony Arciuolo wrote: 

>I want ot make a trig look-up table, so I do it, put the definition of the 
>array in a header like so: 

> 

>short PSXTrigLUT[361] = { 

>0, 71, 142, 214, 285, 

>356, 428, 499, 570, 640, 

>711, 781, ..., 0 // just to save space in this post 

>}; 

> 

>I compile trig.c that includes trig.h to get trig.o, but when I try to link 
>this to the rest of my program, I get the error "multiple definition of 
>'PSXTrigLUT'" 

> 

>Does anyone know why this is and how to fix it... this only seems to happen 
>on explicity set arrays. 


It's happening because when main.c and trig.c include trig.h, each .o file 
gets it's own copy of PSXTrigLUT. When the .o files are combined into a 
single executable, you get multiple definition errors. 

One way to get around this is to have the definition of PSXTrigLUT in trig.c, 
and in trig.h, have: 


extern short PSXTrigLUT[361]; 


which tells files including trig.h that PSXTrigLUT is defined somewhere in 
another source file. An external reference is generated, and resolved when 
you link. 


The other way is to declare PSXTrigLUT static, but this means that you end up 
with multiple copies of the table, which is probably not what you want. 


If you want to keep the definition of the table in a header, then: 


#ifdef TRIG_H_IMPL 

short PSXTrigLUT[361]={...}; 
#else 

extern shotrt PSXTrigLUT[361]; 
#fendif 
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and then in trig.c only: 


#define TRIG_H_IMPL 
#include "trig.h" 


Toby. 
-—-MESSAGE FILE 15420 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000291 


—-MESSAGE FILE 15421 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000292 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 15 Dec 1998 17:32:51 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3676E393.862F167A@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:206 scee.yaroze.progr 
amming.2d_graphics:827 scee.yaroze.programming.3d_graphics:1072 scee.yaroze.programm 
ing.codewarrior:418 scee.yaroze.programming.gnu_compiler:292 


BJ wrote: 

> 

> > That's like saying stealing is illegal, but receiving stolen goods 
> > is ok. 

> 

> No, it's like stealing a program is illegal, but receiving a document 
> *created* with that program is OK. Come on, don't twist words. 

> 


No, it's not. 


"Darco 
—--MESSAGE FILE 15421 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000292 


—-MESSAGE FILE 15422 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000293 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Autoexec and djsetup probs 

Date: Tue, 19 Jan 1999 17:37:26 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <36A4C2D6.BBF6C67A@which.net> 
NNTP-Posting-Host: p87-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Please tell me the lines I am supposed to add to my autoexec and djsetup 
files. 

I have put in the code it suggests and nothing happens appart from 
Saying "Out of environment space" twice when I run djsetup the directory 
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To: fedeedw@charlie.cns.iit.edu 


Ed Federmeyer wrote: 


Michael Voegeli wrote: 

> Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


MEMMEN 


I probably have to assign them by editing the RSD File... 


There is an excellent Windows/PC tool called "rsdtool.exe", that you 
can download from the "Utilities" page that lets you load an .RSD model 
and color and texture the faces of your model. 


VVVVVVVVV VV 


Thank you for your reply. 
I downloaded rsdtool.exe but didn't try it yet. 


Actually I would like to downloaded some TMD File with watever 
color, texture and shading and then change these during RUNTIME. 


Obvoiously this is not the standard way to go but it would allow great 
flexibility and reduce my download time. 


Any (secret) library functions available for manipulating 3d object data 
9 


Will I have to go down to the bits and bytes to code it one my own? 


2-ՑԸՉԶՉ-Յ-2-»ՀՉ-Յ-Չ-Յ-2-»-2-Յ-Չ--2-»-2-Յ-Չ-«-2-»-2-»-2 


Michael Voegeli Interactive Media Programming 

mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
Lok taw = kmksl Skea eel Sek Sl stal 


--MESSAGE FILE 1646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00342 


--MESSAGE FILE 1647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000343 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Tue, 17 Feb 1998 12:02:33 +0000 
Organization: Bacardi Ferrari V12 

Lines: 17 

Message-ID: <34E97C59.7B8C@manc.u-net.com> 
References: <6cb8fhSfool@emeka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


George_Bain@Playstation.sony.com wrote: 
> Please note this is a price drop, but ONLY for the first 500 purchasers. 
> After 500 the special offer will be over and the price will be put back up. 


And the M.F.I. sale must end THIS weekend! 
Sorry for my flippancy but I too got stung by this. I read on the site 
that there were NO plans for a price drop for the Yaroze just before I 


made my purchase (late Dec'97). Sure enough... 


But, like the Murphy's, 
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\tmp is on my harddrive so I don't know what is happening. The autoexec 
is supposed to enabe SIOCONS to be used in any directory I want 

in my case c:\yaroze . please help me. SIOCONS will not work or even 
communicate with the PSX yaroze. 


Thanks reply ASAP. 
Andrew Murray 


—-MESSAGE FILE 15422 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000293 


—-MESSAGE FILE 15423 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000294 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.announce, scee.yaroze.pr 
ogramming.gnu_compiler 

Subject: Re: YarozeMaster with AR 

Date: Wed, 20 Jan 1999 10:24:41 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <788011S2po2@scea> 

References: <6t j908$4516@chuka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:110 scee.yaroze.a 
nnounce:188 scee.yaroze.programming.gnu_compiler:294 


YarozeMaster is fantastic. I love it. 

Any chance we could see a customizable link to some external editor when we 
double click on source files? Or (hope i'm not pushing it) some sort of 
management/flagging system where we can flag resource files for upload to 
avoid resending 300k+ files each run? 


:) 


great idea/program so far though... 


—charles 


--MESSAGE FILE 15423 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000294 


——MESSAGE FILE 15424 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000295 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Autoexec and djsetup probs 

Date: Tue, 26 Jan 1999 10:35:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36AD8C45.669D61F4@hotmail.com> 
References: <36A4C2D6.BBF6C67A@which.net> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-—Host: marseille9-91.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> I have put in the code it suggests and nothing happens appart from 
> Saying "Out of environment space" twice when I run djsetup 


This problem has been discussed several times recently in the newsgroups. I 
can suggest three solutions, the last two being just what I remind from what 
I read in the newsgroups (so maybe not accurate) :- read the newsgroups ; 

- add something like "SET GO32=DPMIStack 500000" to your c:\autoexec.bat 
file ; 

— right-click on djsetup.bat, go to properties\memory, and set "initial 
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environment" to a high value. 


hope this helps, 
pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 15424 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000295 


—-MESSAGE FILE 15425 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000296 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Bug report 

Date: Tue, 26 Jan 1999 10:39:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <36AD8D42.89866195@hotmail.com> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseille9-91.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Has anyone noticed that free(NULL) fails (freezes) ? 
Just thought I should let everyone know, 


pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 15425 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000296 


—-MESSAGE FILE 15426 START: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000297 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Help 

Date: Fri, 19 Feb 1999 16:13:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7Vak2ipSbtf35@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en138-145.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I used to be able to use the make utility to make programs, but now, I think 
after installing my new hard drive, and moving my Yaroze stuff from my C:\ 
drive to my new D:\ drive, it doesn't work, and comes up with: 

CPU must be in REAL mode (not V86 mode) to run this program without 
VCPI. (If you are using an EMS emulator, make sure that EMS isn't disabled) 
Then I get an error message in Windows saying: 

Microsoft Make Utility may not run well unless it is run in MS-DOS mode. 
Would you like to create a shortcut to this program that will run it in 
MS-DOS mode? 

Then if I restart in MS-DOS mode, and try and run 'make' it says there's not 
enough memory. 


Please help anyone, if this has happened to you, or you know what to do? 
Thanks in advance 


Rikki 


—-MESSAGE FILE 15426 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000297 
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——MESSAGE FILE 15427 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000298 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: make 

Date: Mon, 22 Feb 1999 03:09:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7J7aqhqgSerp24@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-6.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Can anyone tell me why I'm getting this error message when using make to 
compile my project?: 


makefile:8: *** missing separator. Stop. 


Everything was working fine until I added some more .c and .h files. I also 
had this problem before when I changed the name of a file. 


Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 15427 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000298 


—--MESSAGE FILE 15428 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000299 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: 22 Feb 1999 04:11:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn7dlm7s.q9i.tjs@longford.cs.monash.edu.au> 
References: <V7agqhqgSerp24@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 22 Feb 1999 03:09:54 -0000, Rad <rad@cyberdude.com> wrote: 

>Can anyone tell me why I'm getting this error message when using make to 
>compile my project?: 

> 

>makefile:8: *** missing separator. Stop. 

> 

>Everything was working fine until I added some more .c and .h files. I also 
>had this problem before when I changed the name of a file. 


The primary reason for this error is using spaces instead of tabs to indent. 
make is very fussy about the distinction, which causes many headaches. 


Other than that, all I can suggest is that you post the makefile so that people 
can take a look at it. 


Toby. 
—-MESSAGE FILE 15428 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000299 


—-MESSAGE FILE 15429 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000300 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 
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Date: Mon, 22 Feb 1999 09:19:53 +0000 
Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <36D12139.4E38ECCE@scee.sony.co.uk> 
References: <7agqhqgSerp24@chuka.playstation.co.uk> <slrn7dlm7s.q9i.tjs@longford.cs.m 
onash.edu.au> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Toby Sargeant wrote: 

> 

> The primary reason for this error is using spaces instead of tabs to indent. 
> make is very fussy about the distinction, which causes many headaches. 


Addendum - DOS Edit will replace tabs with spaces. Which is REALLY annoying. Not sur 
e if 
Notepad/Wordpad work though. 


J 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Password- The nonsense word taped to the CRT. 
——MESSAGE FILE 15429 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000300 


——MESSAGE FILE 15430 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000301 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: Mon, 22 Feb 1999 10:50:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <36D13664.77EA38F5@hinge.mistral.co.uk> 

References: <V7agqhqgSerp24@chuka.playstation.co.uk> <slrn7dlm7s.q9i.tjs@longford.cs.m 
onash.edu.au> <36D12139.4E38ECCE@scee.sony.co.uk> 

NNTP-Posting-Host: 195.184.231.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


James Russell wrote: 


> Toby Sargeant wrote: 

>> 

> > The primary reason for this error is using spaces instead of tabs to indent. 
> > make is very fussy about the distinction, which causes many headaches. 

> 


> Addendum - DOS Edit will replace tabs with spaces. Which is REALLY annoying. Not s 
ure if 
> Notepad/Wordpad work though. 


SCEE should have given away copies of CodeWright with the Yaroze like they do with t 
he 
pro kit. Would save folks loads of heartache..... 


Craig. 


——MESSAGE FILE 15430 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
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piler/00000301 


—-MESSAGE FILE 15431 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000302 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: Mon, 22 Feb 1999 18:22:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7as79tSerp30@chuka.playstation.co.uk> 

References: <7aghqgSerp24@chuka.playstation.co.uk> <slrn7dlm7s.q9i.tjs@longford.cs.m 
onash.edu.au> <36D12139.4E38ECCE@scee.sony.co.uk> 

NNTP-Posting-Host: vil-78.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks people, got it working now. The spaces and DOS Edit were indeed the 
culprits. 


Take care, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


James Russell wrote in message <36D12139.4E38ECCE@scee.sony.co.uk>... 
>Toby Sargeant wrote: 

>> 

>> The primary reason for this error is using spaces instead of tabs to 
indent. 

>> make is very fussy about the distinction, which causes many headaches. 
> 

>Addendum - DOS Edit will replace tabs with spaces. Which is REALLY 
annoying. Not sure if 

>Notepad/Wordpad work though. 

> 

>J 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

>== Developer Support Engineer - Sony Computer Entertainment Europe 

> 

>Password- The nonsense word taped to the CRT. 


—-MESSAGE FILE 15431 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000302 


—-MESSAGE FILE 15432 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000303 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Please help with Compiler Error 

Date: Fri, 26 Feb 1999 18:29:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7b6ép6p$ 9po24@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en135-035.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've just been trying out a basic sprite viewer, and when compiling have had 
the following error: 
main.c:xx: declaration for parameter 'MyFunction' but no such 
parameter 


where xx is the line number the error occurred, and MyFunction is one of my 
functions. Also, main.c is sometimes graphics.h etc. 


Net Yaroze newsgroups message dump.txt Page 10426 


If anyone can tell me what the problem is in my program, I will be very 
grateful. 


Thanks in advance 
Rikki 


—-MESSAGE FILE 15432 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000303 


——MESSAGE FILE 15433 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000304 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Please help with Compiler Error 

Date: Thu, 4 Mar 1999 00:18:41 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <7bkjpc$9he22@chuka.playstation.co.uk> 
References: <7b6p6pS$9po24@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.166.130.117 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


Rikki Prince <rprince@dircon.co.uk> wrote in message 

news: 7b6p6p$9po024@chuka.playstation.co.uk... 

>I've just been trying out a basic sprite viewer, and when compiling have 
had 

>the following error: 


> main.c:xx: declaration for parameter 'MyFunction' but no such 
> parameter 
> 


>where xx is the line number the error occurred, and MyFunction is one of my 
>functions. Also, main.c is sometimes graphics.h etc. 

>If anyone can tell me what the problem is in my program, I will be very 
>grateful. 

> 

>Thanks in advance 

>Rikki 

> 

This is likely to be caused when you have changed a function's parameters 
and not made the same change in the declaration... Usually removing a 
parameter. 


EG In the header file or at the top of the code file you might have... 
void MyFunction(int start, int end, int length); 
and for the function... 


void MyFunction(int start, int end) 


{ 
as 


The length parameter was taken out from the function but not removed from 
the declaration. 


Another cause could be a change of parameter name in the function but again 
not changed in the declaration... 


void MyFunction(int start, int end); 


void MyFunction(int start, int stop) 


{ 
= 
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To avoid this I always leave out the parameter names in the declaration... 


void MyFunction(int, int); 


That way you can change the names without worrying about changing the 
declaration. Of course, you will still need to change the declaration if you 
change the type of a parameter or add/remove them. 


Hope that helps :) 


JohnT 


—-MESSAGE FILE 15433 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000304 


——MESSAGE FILE 15434 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000305 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: Thu, 4 Mar 1999 00:22:29 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7bkjpcS$9he23@chuka.playstation.co.uk> 

References: <7aghqgSerp24@chuka.playstation.co.uk> <slrn7dlm7s.q9i.tjs@longford.cs.m 
onash.edu.au> <36D12139.4E38ECCE@scee.sony.co.uk> 

NNTP-Posting-Host: 195.166.130.117 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


James Russell <James_Russell@scee.sony.co.uk> wrote in message 

news :36D12139.4E38ECCE@scee.sony.co.uk... 

>Toby Sargeant wrote: 

>> 

>> The primary reason for this error is using spaces instead of tabs to 
indent. 

>> make is very fussy about the distinction, which causes many headaches. 
> 

>Addendum - DOS Edit will replace tabs with spaces. Which is REALLY 
annoying. Not sure if 

>Notepad/Wordpad work though. 


Notepad and Wordpad do not replace tabs with spaces. 


JohnT 


—-MESSAGE FILE 15434 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000305 


——MESSAGE FILE 15435 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000306 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Mathieu Tanguay <mtanguay@megatoon.ca> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: HELP! 111111 

Date: Thu, 04 Mar 1999 08:52:20 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36DE9014.937257F0@megatoon.ca> 

NNTP-Posting-Host: qtmtll.megatoon.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


i've writtin an app on the net yaroze using two library, the libps.lib 
and the libsio.lib. 
The problem is that when I execute make I get errors like this: 


Main.c: undefined reference to '_sio_control' 
Main.c:relocation truncated to fit: JMPADDR _sio_control 


It seems that the linker takes by default libps.a and doesn't find that 
function in it. 
My question is how do i do to link new library to that file (if thats 
the problem) or how can i include library in my makefile? 


Thanks 
Reiko 


—-MESSAGE FILE 15435 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000306 


—-MESSAGE FILE 15436 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000307 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: HELP! | 11111 

Date: Thu, 11 Mar 1999 14:24:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <36E7D210.A3EC8ABF@hinge.mistral.co.uk> 

References: <36DE9014.937257F0@megatoon.ca> 

NNTP-Posting-Host: 195.184.231.55 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.2.0 1586) 


Mathieu Tanguay wrote: 


i've writtin an app on the net yaroze using two library, the libps.lib 
and the libsio.lib. 
The problem is that when I execute make I get errors like this: 


Main.c: undefined reference to '_sio_control' 
Main.c:relocation truncated to fit: JMPADDR _sio_control 


It seems that the linker takes by default libps.a and doesn't find that 
function in it. 
My question is how do i do to link new library to that file (if thats 
the problem) or how can i include library in my makefile? 


VVVVVVVVV VV 


Isn't libsio.lib a part of the prodev library set. Where did you pirate 
that fromthen? 


> Thanks 

> Reiko 

Craig. 

+++BASELINE REALITY FAILURE+++ 


+++PLEASE REBOOT UNIVERSE +++ 


—-MESSAGE FILE 15436 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000307 
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—--MESSAGE FILE 15437 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000308 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: Wed, 17 Mar 1999 16:42:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7com2aS$fu910@chuka.playstation.co.uk> 

References: <7aqhqg$Serp24@chuka.playstation.co.uk> <slrn7dlm7s.q9i.tjs@longford.cs.m 
onash.edu.au> <36D12139.4E38ECCE@scee.sony.co.uk> <7bkjpcS$9he23@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: th-en140-150.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>Addendum - DOS Edit will replace tabs with spaces. Which is REALLY 
>annoying. Not sure if 

>>Notepad/Wordpad work though. 

> 

>Notepad and Wordpad do not replace tabs with spaces. 

> 

>JohnT 

> 


Can anyone tell me why I can't 'Save As' any files in Notepad without a file 
extension? It always adds .txt as default, which doesn't seem to work when I 
run 'make'. This was part of the reason I thought of using DOS Edit, but 
after reading this and seeing the problems it causes I probably won't use it 
now! Also, does Wordpad add a file extension by default, or can I save files 
without one? Oh and by the way, I have tried choosing 'Save Type As: All 
files *.*" but it still doesn't work! 


Rikki 


—-MESSAGE FILE 15437 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000308 


——MESSAGE FILE 15438 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000309 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: Wed, 17 Mar 1999 10:06:28 -0800 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <36EFEF24.F107589@vmlabs.com> 

References: <7aghqgSerp24@chuka.playstation.co.uk> <slrn7dlim7s.q9i.tjs@longford.cs.m 
onash.edu.au> <36D12139.4E38ECCE@scee.sony.co.uk> <7bkjpc$9he23@chuka.playstation.co 
-uk> <7com2a$fu910@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs68.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Can anyone tell me why I can't 'Save As' any files in Notepad without a file 
extension? It always adds .txt as default, which doesn't seem to work when I 
run 'make'. This was part of the reason I thought of using DOS Edit, but 
after reading this and seeing the problems it causes I probably won't use it 
now! Also, does Wordpad add a file extension by default, or can I save files 
without one? Oh and by the way, I have tried choosing 'Save Type As: All 
files *.*" but it still doesn't work! 


VVVVVVVVV 


Rikki 
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Yeah, Notepad is really annoying that way. There's a way around it 
though. Instead of having a link to the Notepad executable, I have a 
link to a blank document (which automatically opens in Notepad). I 
just called it blank.txt. Open that to start a new document and then 
when you choose "Save As" you can pick your own extension without it 
appending .txt. 


Wordpad is nice too because of Notepad's innate filesize limit. 
Wordpad does not force any particular extension. 


Personally, I use a DOS port of EMACS which I open in a DOS box. I 
also use EMACS at work so it makes things easier on me only having to 
remember one set of commands. It's also much more powerful than 
Notepad or Wordpad. But then there's that whole EMACS/VI debate 
which I don't want to touch :) 


Scott 
—-MESSAGE FILE 15438 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000309 


—--MESSAGE FILE 15439 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000310 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: make 

Date: Fri, 19 Mar 1999 15:15:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7ctpqu$livd6@chuka.playstation.co.uk> 

References: <V7aqhqgSerp24@chuka.playstation.co.uk> <slrn7dlim7s.q9i.tjs@longford.cs.m 
onash.edu.au> <36D12139.4E38ECCE@scee.sony.co.uk> <7bkjpc$9he23@chuka.playstation.co 
-uk> <7com2a$fu910@chuka.playstation.co.uk> <36EFEF24.F107589@vmlabs.com> 
NNTP-Posting-Host: mail.ridgeway-sys.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Scott Cartier wrote in message <36EFEF24.F107589@vmlabs.com>... 

>> Can anyone tell me why I can't 'Save As' any files in Notepad without a 
>> file extension? It always adds .txt as default, which doesn't seem to 
>> work when I run 'make'. 


[snip] 


There's another way to fool notepad if you specifically don't want an 


extension (e.g. for a file called "makefile")... when saving the file, enter 
the filename as "makefile." including the "." at the end. Notepad thinks 
you've given it an extension and doesn't add ".txt" onto the end. 

Cheers, 

Mike 


—-MESSAGE FILE 15439 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000310 


—-MESSAGE FILE 15440 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000311 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.beginners 

Subject: Parse Error in Libps.h 

Date: Wed, 31 Mar 1999 16:14:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
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Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 1647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00343 


—-MESSAGE FILE 1648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000344 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Collision Detection Shortcut Update 
Date: Tue, 17 Feb 1998 12:02:51 +0000 
Organization: Bacardi Ferrari V12 

Lines: 68 

Message-ID: <34E97C6B. 646B@manc.u-net.com> 
References: <6caa8e$5bj12@scea> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

To: Nathan Miller <nmiller@igalaxy.net> 


This is how I understand it anyway: 


Al) With Mario, (imagine if any of us could come up with a game even 
half as good as that on the PSX eh?), and most 'block' orientated 
game (especially Tomb Raider etc), I would guess that everything 

is done using the bounding cuboid technique (eight points). Except 
maybe Mario himself who might use a vertical cylinder bounding area 
(By using bouding box in the Y/Z axis and bounding circle in the 

X/Z axis perhaps) although I guess a cuboid would suffice. 

(Remember, a cuboid of course is not necessarily a cube, it could be a 
high tower, or a large flat area (eq. ground/wall collision) ) 

Also remember that sphere-sphere bounding (two or four points) may 
not be as significantly faster than cuboid-cuboid (16 points) as 

you might think -- cuboid needs ONLY '>' '<=' type IF tests whereas 
spherical needs to calculate the length of a 3D vector in addition 
to some '<' '>=' type IF's. Anyone done tests on this? 

How N64's GOLDENEYE manages such perfect bullet-limb hit accuracy is 
another kettle of dogs. (prolly 3D geometry -- intersection of lines 
etc. Simultaneous equations anyone? Or can matrices do everything?) 


2) I suspect that collision in 3D fighters is a LOT simpler than 
using a load of collision spheres all over them -- that would be 

too expensive I'd say. The way I would do it is just use simple 
logic tests based on what move one character is doing, with what the 
other character is doing and their distance apart (they are always 
either looking at each other or away (and moves are limited) so you 


can think of collisions in a simple 2D form.) Then all you do is 

match the variables with what each character's body is like (height / 
arm reach etc.) so it appears as though when a hit a takes place it was 
due to the hand literally touching the face in 3 dimensions. Which is 


nice. 


The format you use totally depends on the game -- is it mostly 
character-scenery collisions, or character-character? You can 
always incorporate combinations of all types, but the best for 
your game engine may not be the best for another, so I'd need more 
info about it to tell you what I think would be best. 


ttfn, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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Message-ID: <7dte6v$5qul@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en133-080.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:311 scee.yaroze.b 
eginners:759 


I'm writing a simple sprite viewer, but whenever I try to compile, I get 
Parse Errors in Libps.h Can anyone tell me why this is happening? 


Thanks 
Rikki 


—-MESSAGE FILE 15440 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000311 


—-MESSAGE FILE 15441 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000312 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.beginners 

Subject: Re: Parse Error in Libps.h 

Date: Wed, 31 Mar 1999 20:13:03 -0500 

Organization: Identical Software 

Lines: 12 

Message-ID: <3702C81F.42083DE2@identicalsoftware.com> 

References: <7dte6v$5qul@chuka.playstation.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:312 scee.yaroze.b 
eginners:760 


My guess would be that there is a problem in an earlier include file. 
Try making it the first included file if it isn't already. 


Dennis Payne 
dulsi@identicalsoftware.com 


Rikki Prince wrote: 

> I'm writing a simple sprite viewer, but whenever I try to compile, I get 
> Parse Errors in Libps.h Can anyone tell me why this is happening? 
> 
> 
> 


--MESSAGE FILE 15441 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000312 


—-MESSAGE FILE 15442 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000313 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.beginners 

Subject: Re: Parse Error in Libps.h 

Date: Thu, 1 Apr 1999 01:30:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7duepnS$Squ3@chuka.playstation.co.uk> 

References: <7dte6v$5qul@chuka.playstation.co.uk> <3702C81F.42083DE2@identicalsoftwa 
re.com> 

NNTP-Posting-Host: th-en137-120.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:313 scee.yaroze.b 


Net Yaroze 
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eginners:761 


Thanks, but I read the message just after working it out. I tried running it 
through CodeWarrior, and the debugger picked it up, and I found the comment 
above the #include line was faulty. It now compiles and runs, but the sprite 
won't display properly. Instead I get a huge (bigger than the sprite size) 
green block. I haven't got a clue what could be wrong, can anyone help? 


Thanks 
Rikki 


Dennis Payne <dulsi@identicalsoftware.com> wrote in message 
news:3702C81F.42083DE2@identicalsoftware.com... 


> My guess 


would be that there is a problem in an earlier include file. 


Try making it the first included file if it isn't already. 


Dennis Payne 
dulsi@identicalsoftware.com 


Thanks 
Rikki 


VVVVVVVVV VV 


> 
> 
> 
> 


Rikki Prince wrote: 
> I'm writing a simple sprite viewer, but whenever I try to compile, I get 
Parse Errors in Libps.h Can anyone tell me why this is happening? 


—-MESSAGE FILE 15442 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000313 


—-MESSAGE FILE 15443 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000314 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: gnu assembler modifications 

Date: 6 Apr 1999 23:07:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 


Lines: 27 


Message-ID: <slrn7gl4u5.buo.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3886 scee.yaroze.programm 
ing.gnu_compiler:314 scea.yaroze.programming.gnu_compiler:112 


Hi, 


Just in case anyone's interested, I've made some small modifications to gas 
that add two new pseudo-ops - 


1) .sbss (which seems to be strangely lacking in the mips gas) which allows you 
to explicitly put bss data within reach of the gp. (gas will, by default, 


put small bss data in the sbss section, but I like to have more control) 


2) .incbin 
at that 


"file" — which will simply include the contents of the named file 
point in the source. No more need for utilities to convert binaries 


into source. 


Is anyone interested in these patches? It's probably only useful if you're 
already using your own binutils, or if you're prepared to make the switch. 

It shouldn't be too difficult to patch the djgpp version of binutils (assuming 
that there's a binutils 2.9.1 djgpp port), so if you want to keep using dos, 


you probab]l 


Additional] 


ly can. 


ly, is there anything else that makes sense as a pseudo-op that 


gas currently doesn't implement? I'm actually rather enjoying making 
modifications to it :) 


It's a pity I can't remember enough about asm-one and snasm. (mmm. those were 


the days.) 
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Toby. 
—--MESSAGE FILE 15443 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000314 


——MESSAGE FILE 15444 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000315 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: Re: gnu assembler modifications 

Date: Mon, 19 Apr 1999 07:20:11 -0400 

Organization: SCEA News Server 

Lines: 33 
Message-ID: <371B116B.B6286C00@datasys.net> 

References: <slrn7gl4u5.buo.tjs@longford.cs.monash.edu.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 353.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3913 scee.yaroze.programm 
ing.gnu_compiler:315 scea.yaroze.programming.gnu_compiler:113 


I'm interested. if you can zip up the files and post em' that'd be cool. 
"Darco 

Toby Sargeant wrote: 

Hi, 


Just in case anyone's interested, I've made some small modifications to gas 
that add two new pseudo-ops - 


1) .sbss (which seems to be strangely lacking in the mips gas) which allows you 
to explicitly put bss data within reach of the gp. (gas will, by default, 
put small bss data in the sbss section, but I like to have more control) 


2) .incbin "file" - which will simply include the contents of the named file 
at that point in the source. No more need for utilities to convert binaries 
into source. 


Is anyone interested in these patches? It's probably only useful if you're 
already using your own binutils, or if you're prepared to make the switch. 

It shouldn't be too difficult to patch the djgpp version of binutils (assuming 
that there's a binutils 2.9.1 djgpp port), so if you want to keep using dos, 
you probably can. 


Additionally, is there anything else that makes sense as a pseudo-op that 
gas currently doesn't implement? I'm actually rather enjoying making 
modifications to it :) 


It's a pity I can't remember enough about asm-one and snasm. (mmm. those were 
the days.) 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 


Toby. 
—-MESSAGE FILE 15444 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000315 


——MESSAGE FILE 15445 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000316 

Path: chuka.playstation.co.uk!news 

From: "Christopher Lightfoot" <archer@archer.free-online.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Problem with LD.EXE 

Date: Mon, 3 May 1999 08:34:19 +0100 

Organization: Lightfoot Productions 

Lines: 19 


Net Yaroze newsgroups message dump.txt Page 10434 


Message-ID: <7gjjmkShe35@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.116.147 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

I have recently had problems with my computer and I have lost all my 
information so I have started it up again and it all works, I have installed 
the Net Yaroze CD-ROM but I am encountering problem with a file called 
LD.EXE I have had this problem before when I installed the CD the first time 


The problem is that the file LD.EXE cant find another file called MIPSPSX.X 
and I an unable to compile my games 


I know its something about moving MIPSPSX.X because I've do it before but I 
don't know where to put it. 


From Chris 
Thankyou for the help 


P.S 
Could you also please tell me why is there this error on the CD, why does it 
copy the wrong file to the wrong place. 


—-MESSAGE FILE 15445 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000316 


——MESSAGE FILE 15446 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000317 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Problem with LD.EXE 

Followup-To: archer@archer.free-online.co.uk 

Date: 4 May 1999 07:34:16 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 39 

Message-ID: <7gm7toShe310@chuka.playstation.co.uk> 
References: <7gjjmkShe35@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Chris, 


1) copy the PSX directory and all its contents to your HD 

2) remove the read-only attributes from all the files 

3) edit djsetup.bat and change the paths 

4) give your dos shell some more environment space by 
typing the following in DOS >command /e:1024. 

5) run djsetup.bat 

6) hope I didn't forget anything.... 


PS. The mipspsx.x file is in \psx\lib\ldscript 
Regards, 
George@SCEE 


In article <7gjjmkShe35@chuka.playstation.co.uk>, 
archer@archer.free-online.co.uk says... 

> 

>I have recently had problems with my computer and I have lost all my 
>information so I have started it up again and it all works, I have installed 
>the Net Yaroze CD-ROM but I am encountering problem with a file called 
>LD.EXE I have had this problem before when I installed the CD the first time 
> 
>The problem is that the file LD.EXE cant find another file called MIPSPSX.X 
>and I an unable to compile my games 


Net Yaroze newsgroups message dump.txt Page 10435 


> 

>I know its something about moving MIPSPSX.X because I've do it before but I 
>don't know where to put it. 

> 

>From Chris 

>Thankyou for the help 

> 

>P.S 

>Could you also please tell me why is there this error on the CD, why does it 
>copy the wrong file to the wrong place. 

> 

> 


—-MESSAGE FILE 15446 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000317 


——MESSAGE FILE 15447 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000318 

Path: chuka.playstation.co.uk!news 

From: "Christopher Lightfoot" <archer@archer.free-online.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: GNU for my PC 

Date: Sun, 9 May 1999 10:44:47 +0100 

Organization: Lightfoot Productions 

Lines: 8 

Message-ID: <7h118eS2qc5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.120.116 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Does any one know weather I can use the GNU compiler to create EXEs that 
work on my PC (Dos) 
If you do what do I need to change to make it work 


Thankyou 
Christopher Lightfoot 


—-MESSAGE FILE 15447 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000318 


—-MESSAGE FILE 15448 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000319 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: Re: gnu assembler modifications 

Date: 9 May 1999 08:33:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <slrn7jai2t.5m0.tjs@indy10.cs.monash.edu.au> 

References: <slrn7gl4u5.buo.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: indy1l0.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3999 scee.yaroze.programm 
ing.gnu_compiler:319 scea.yaroze.programming.gnu_compiler:114 


On 6 Apr 1999 23:07:54 GMT, Toby Sargeant <tjs@cs.monash.edu.au> wrote: 

>Hi, 

> 

>Just in case anyone's interested, I've made some small modifications to gas 
>that add two new pseudo-ops - 

<snip> 


The patch is here: 


http: //www.netyaroze-europe.com/~gothic/ftp/diff—binutils-2.9.1.psx 
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Toby. 
—-MESSAGE FILE 15448 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000319 


—-MESSAGE FILE 15449 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000320 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <garcia_au@hotmail.com> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: GNU for my PC 

Date: Mon, 10 May 1999 16:53:57 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <37368285.218611C1@hotmail.com> 
References: <7h118eS2qc5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.108.136.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


> Does any one know weather I can use the GNU compiler to create EXEs that 
> work on my PC (Dos) 


ftp://go.cygnus.com/pub/sourceware.cygnus.com/cygwin/latest/ 
> If you do what do I need to change to make it work 
> I am downloading it now 


Hope that helped ya Chris 


—-MESSAGE FILE 15449 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000320 


—-MESSAGE FILE 15450 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000321 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Relocation overflow 

Date: Wed, 12 May 1999 22:43:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3739F607.13C2@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hi. 


Another problem which is driving me nuts. Each time I compile my program 
I get the following message: 

c:\temp/ccal5700: Assembler messages: 

c:\temp/ccal5700:28281: Error: Relocation overflow 


I believe this has something to do with the fact I am either using 
very large functions or using a large amount of macros. In any case, 
what do I do! Please help! 

Regards Mail: hc054@mdx.ac.uk 
Harvey #ICQ: 4269478 


—-MESSAGE FILE 15450 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000321 
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—-MESSAGE FILE 15451 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000322 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: GNU for my PC 

Date: Wed, 12 May 1999 20:02:46 -0400 

Organization: Identical Software 

Lines: 9 

Message-ID: <373A16A6.384030CF@identicalsoftware.com> 

References: <7h118eS2qc5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 


> Does any one know weather I can use the GNU compiler to create EXEs that 
> work on my PC (Dos) 


If you want to work with dos, try djgpp: 
http://www.delorie.com/djgpp 

Dennis Payne 
dulsi@identicalsoftware.com 


—-MESSAGE FILE 15451 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000322 


—-MESSAGE FILE 15452 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000323 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcscl1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 15452 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000323 


——MESSAGE FILE 15453 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000324 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
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nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee.yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 15453 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000324 


—-MESSAGE FILE 15454 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000325 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: errors and more errors 

Date: Mon, 21 Jun 1999 09:32:34 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <376E3EF2.3D997A29@aol.com> 

NNTP-Posting-Host: 98AB83F8.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Hello Yarozers, it's great to be back. Please visit my (~ometwally)'s 
web page sometime within the next two weeks cuz hopefully I'll update 
it. Now for my question: 


When I come to compile with the gcc compiler, and I get too many errors, 
it just scrolls off the page and I can't see the ones at the very top. 
Please tell me how to fix this problem. Thank you. 


Omar 


—-MESSAGE FILE 15454 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000325 


——MESSAGE FILE 15455 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000326 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: errors and more errors 

Date: Mon, 21 Jun 1999 17:07:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <7klo6ép$33u21@chuka.playstation.co.uk> 
References: <376E3EF2.3D997A29@aol.com> 
NNTP-Posting-Host: th-gt143-106.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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When I come to compile with the gcc compiler, and I get too many errors, 

it just scrolls off the page and I can't see the ones at the very top. 

Please tell me how to fix this problem. Thank you. 


Omar 


V V V V V V 


The obvious thing to say would be not make so many errors! Now, seriously, 
as far as I know you cannot scroll in DOS, unless you're in a program that 
supports it (eg. DOS Edit). Instead, try making more lines visible in DOS, 
by changing the Initial Size under the Screen tab of the Properties of the 
DOS window. This is all I can think of unless GCC stores all the errors ina 
file, which you could open in Windows, but I don't know if it does. Finally, 
try fixing the errors at the bottom of the list, and if there are loads of 
errors, which are from don't seem to relate to your program, check that 
there are no errors before or in your #include section, as mucking up here 
will give you a list of errors saying there's something wrong in the libps.h 
file etc. 


HTH 
Rikki 


—-MESSAGE FILE 15455 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000326 


—-MESSAGE FILE 15456 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000327 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: errors and more errors 

Date: Mon, 21 Jun 1999 18:01:56 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <376e7d3b.169497403@news.scea.sony.com> 

References: <376E3EF2.3D997A29@aol.com> 

NNTP-Posting-Host: vmlabs98.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>When I come to compile with the gcc compiler, and I get too many errors, 
>it just scrolls off the page and I can't see the ones at the very top. 
>Please tell me how to fix this problem. Thank you. 


Whenever this happens to me I use the good-ole CTRL-S method. 
Basically, as soon as you type "make<RETURN>" hit CTRL-S. This will 
pause output right at the beginning. Then you can do a quick 
SPACE/CTRL-S combo to get the next few lines. You have to be fast 
though! SPACE will un-pause the output and CTRL-S will re-pause it. 
If you're fast enough you should be able to catch the first few lines. 


Actually, the best way would be to redirect stderr to a file so you 
can read it at your leisure. I don't know how to do this in DOS. 
Anyone know? 


Scott 


—-MESSAGE FILE 15456 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000327 


—-MESSAGE FILE 15457 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000328 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: errors and more errors 

Date: Mon, 21 Jun 1999 21:33:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7km7u6$33u23@chuka.playstation.co.uk> 

References: <376E3EF2.3D997A29@aol.com> <376e7d3b.169497403@news.scea.sony.com> 
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NNTP-Posting-Host: modem-119.hyalgan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Actually, the best way would be to redirect stderr to a file so you 
> can read it at your leisure. I don't know how to do this in DOS. 

> Anyone know? 

I think it's the same as in the UNIX world try, 


gee FILES» «2... 4.% > errorlog.log 


That should redirect all output printed to the screen to errorlog.log. 


I think, give it a try first, since it may decide to put everything into 
one file. Not what you want 


Regards 
Bob 
298rcs@tay.ac.uk 


> 
> Scott 
> 


—-MESSAGE FILE 15457 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000328 


—-MESSAGE FILE 15458 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000329 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: errors and more errors 

Date: Tue, 22 Jun 1999 01:16:23 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <376ee326.195592448@news.scea.sony.com> 

References: <376E3EF2.3D997A29@aol.com> <376e7d3b.169497403@news.scea.sony.com> <7km 
7U6$33u23@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs98.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I think it's the same as in the UNIX world try, 


> 

>gcc FILES ..... > errorlog.log 

I think that just redirects stdout, not stderr. There's a separate 
way to redirect stderr. On our system at work it's ">&" (in place of 
">"). I just tried that in a DOS box and it didn't work. 

Scott 


—-MESSAGE FILE 15458 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000329 


—-MESSAGE FILE 15459 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000330 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: file not found 

Date: Tue, 22 Jun 1999 23:58:56 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <37705B80.9C01D459@aol.com> 

NNTP-Posting-Host: 98A76F00.ipt.aol.com 

Mime-Version: 1.0 
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Nathan Miller wrote: 

Well, after a few responses I felt that I had been talking out of my *%&@ 
and needed to apologise to everyone for my last post on collision detection. 
I was thinking up an algorithm to detect collision and was oblivious to what 
spherical collision detection is! Although I agree in the speed aspect of 


the sphere method, I am a little concerned about the accuracy. I have two 
examples: 
1) 3D Action (Mario 64) Game- If using spherical detection when the 


character jumps onto a platform wouldn't the detection be true before he/she 
ever reached the actual platform? And if you use spherical detection only 
as a preliminary step, all other variables for any other form of detection 
must be tracked, so wouldn't it be easier to use a more accurate fom of 
detection even if it takes a little more computing power? 


2) 3D Fighting (Virtual Fighter) Game- If your character is composed of 

separate parts being animated by a skeleton system the spherical system 

works fine. If you have a solid mesh and you deform it in real time then 

the system fails. you can place spheres all over the model, but their 

location has to be tracked through translation (although the rotation 

doesn't need to be tracked) so again isn't it easier to use a different 

system? 

—-MESSAGE FILE 1648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00344 


VVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 1649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000345 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Tue, 17 Feb 1998 03:49:56 -0800 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <6cbt1k$5bj15@scea> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Լ 


Michael Voegeli wrote in message <34E96F7C.3E149E37@access.ch>... 


>Actually I would like to downloaded some TMD File with watever 

>color, texture and shading and then change these during RUNTIME. 

> 

>Obvoiously this is not the standard way to go but it would allow great 
>flexibility and reduce my download time. 

> 

>Any (secret) library functions available for manipulating 3d object data 
>? 

>Will I have to go down to the bits and bytes to code it one my own? 


There aren't any builtin functions, but the object format is pretty well 
documented; it's in a PDF on the website somewhere. There are quite a few 
demos which manipulate 3d things on the fly--the SCEA 'survival' demo has a 
libtmd.h and .c which I found helpful, and there's the SCEE 'maketmd' demo 
which is also quite handy. You can rip the data structures from one of 
those, and it'll save you a lot of typing, at least. 


mike 


—-MESSAGE FILE 1649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00345 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Hey guys! I'm back again...sorry. Thanks a lot for the very 
informative (and creative) ideas you gave me with my last question :-) 
Well, this one is more of a problem and is really delaying my yaroze 
progress. Any help A.S.A.P. is gladly appreciated. When I try to 
compile more than one file, GCC says file not found, and it's 
right there in the same file! It just ignores whatever I try to compile 
is "not found" if it is more than one file. And another question: 
how does a make file work? 1 spend about 2 hours trying to write one 
and I can't. First of all, it's very cryptic and I can't understand all 


the #s and @s, and second of all I get an error complaining that I 
didn't define the "rules." So basically, this leaves me stranded, 
unable to produce any executable file. If there is another EASIER way 
to make an executable file please tell me (an executable file on yaroze 


is -pxe, right?...) 
A load of questions, but I have to do something with my Yaroze other 
than stare at it. Thanks. 


ometwally 


—-MESSAGE FILE 15459 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000330 


—-MESSAGE FILE 15460 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000331 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: don't reply, i understand now 

Date: Thu, 24 Jun 1999 17:47:44 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <3772A780.3B687966@aol.com> 

References: <37705B80.9C01D459@aol.com> 

NNTP-Posting-Host: 98AE46D9.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Hello! Well, I figured this one out, so no need to reply. Thanks anyway! 


Omar Metwally wrote: 


Hey guys! I'm back again...sorry. Thanks a lot for the very 
informative (and creative) ideas you gave me with my last question :-) 
Well, this one is more of a problem and is really delaying my yaroze 
progress. Any help A.S.A.P. is gladly appreciated. When I try to 
compile more than one file, GCC says file not found, and it's 
right there in the same file! It just ignores whatever I try to compile 
is "not found" if it is more than one file. And another question: 
how does a make file work? I spend about 2 hours trying to write one 
and I can't. First of all, it's very cryptic and I can't understand all 
the #s and @s, and second of all I get an error complaining that I 
didn't define the "rules." So basically, this leaves me stranded, 
unable to produce any executable file. If there is another EASIER way 
to make an executable file please tell me (an executable file on yaroze 
is _ .pxe, right?...) 

A load of questions, but I have to do something with my Yaroze other 
than stare at it. Thanks. 


VVVVVVVVVVVVVV VV VV 


ometwally 


—-MESSAGE FILE 15460 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000331 
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—-MESSAGE FILE 15461 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000332 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Setting up GNU Compiler variables at boot-up 

Date: Wed, 28 Jul 1999 00:13:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <7nlegvSoub2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-043.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is there anyway of setting up the gnu compiler's environment variables (or 
whatever they're called) at boot up, so you don't have to run djsetup.bat 
each time I want to use the compiler and siocons etc? I've tried putting 
"D:\PSX\DJSETUP.BAT" in my autoexec.bat and it had no effect. Is there 
anyway of doing this. 


Rikki 


—-MESSAGE FILE 15461 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000332 


—-MESSAGE FILE 15462 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000333 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Setting up GNU Compiler variables at boot-up 
Date: Wed, 28 Jul 1999 11:49:21 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <379ERE031.431DBAC7@scee.sony.co.uk> 
References: <7nlegvSoub2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Rikki Prince wrote: 


Is there anyway of setting up the gnu compiler's environment variables (or 
whatever they're called) at boot up, so you don't have to run djsetup.bat 
each time I want to use the compiler and siocons etc? I've tried putting 
"D:\PSX\DJSETUP.BAT" in my autoexec.bat and it had no effect. Is there 
anyway of doing this. 


V V NV V V V 


I think you have to use: 
call d:\psx\djsetup.bat 


Just the BAT reference won't work by itself. 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


—-MESSAGE FILE 15462 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000333 


—--MESSAGE FILE 15463 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000334 
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Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Setting up GNU Compiler variables at boot-up 
Date: Thu, 29 Jul 1999 22:40:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7nqhptSoub28@chuka.playstation.co.uk> 

References: <7nlegvSoub2@chuka.playstation.co.uk> <379EE031.431DBAC7@scee.sony.co.uk 
> 

NNTP-Posting-Host: th-gt144-180.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I think you have to use: 

> 

> call d:\psx\djsetup.bat 

> 

> Just the BAT reference won't work by itself. 


Cheers, that did the trick :) 


> 

> 

> -- 

> == James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 
390 4324 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 

> At the border: "What's in the trunk?" "Oh, nobody!" 

Rikki 


—-MESSAGE FILE 15463 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000334 


——MESSAGE FILE 15464 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000335 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Making my own library for the NY. 

Date: Fri, 20 Aug 1999 21:07:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7pkcms$8mo2@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt142-219.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:335 scee.yaroze.p 
rogramming.libraries:223 


A couple of questions on this subject. Firstly, is the input file a normal 
.c file with a group of functions? I just want to check this, as I've tested 
making .lib files with lcc-win32, which is a variant of gcc, and it worked 
in that, but I just need to know whether its the same in gcc. Secondly, can 
anyone point me towards, or give me some help on compiling libraries for the 
Net Yaroze. I read in one of the NY manuals that I should use ar.exe, but I 
do not know what parameters to send to it. 


Thanks 
Rikki 


——MESSAGE FILE 15464 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
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piler/00000335 


—-MESSAGE FILE 15465 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000336 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Date: Sun, 22 Aug 1999 14:44:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <7pousaS8mo9@chuka.playstation.co.uk> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-171-250-193.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:336 scee.yaroze.p 
rogramming.libraries:224 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 

> 

> A couple of questions on this subject. Firstly, is the input file a normal 
> .c file with a group of functions? I just want to check this, as I've 
tested 

> making .lib files with lcc-win32, which is a variant of gcc, and it worked 
> in that, but I just need to know whether its the same in gcc. Secondly, 
can 

> anyone point me towards, or give me some help on compiling libraries for 
the 

> Net Yaroze. I read in one of the NY manuals that I should use ar.exe, but 


do not know what parameters to send to it. 


Thanks 
Rikki 
Hi, 


Yes, you create yaroze libraries from standard c files containing your 
library functions, below is an example of how to create one. 
Where file.c is a library source file. 


Firstly create an object file from the source file, 


gcc -c file.c which creates the file file.o 


Next convert file.o into a library, 


ar -r libtest.a file.o creates the library libtest.a 


As far as I know all library names must start with lib. 


Next create a header file for the library, containing any function 
prototypes and defines that are required, then place the library and header 
where they can be found during compilation. 


In a yaroze project, #include the library header file in one of your source 
files, and on the gcc command line for the project add the -1 option, 
followed by the library name, excluding the lib part. 

Eg. where libtest.a is the library to be included in compilation, the gcc 
command line would look a little like- 


gcc -o main main.c -ltest 


That's a very quick example, but at least somewhere to start at, if you have 
any problems just ask. 


Pete. 
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—-MESSAGE FILE 15465 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000336 


—--MESSAGE FILE 15466 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000337 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Followup-To: scee.yaroze.programming.gnu_compiler 

Date: 23 Aug 1999 11:16:19 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 378 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86emgv70v0.fsf@foo.mel.cybec.com.au> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:337 scee.yaroze.p 
rogramming.libraries:225 


"Rikki Prince" <netyaroze@rprince.dircon.co.uk> writes: 


> A couple of questions on this subject. Firstly, is the input file a normal 

> .c file with a group of functions? I just want to check this, as I've tested 
> making .lib files with lcc-win32, which is a variant of gcc, and it worked 

> in that, but I just need to know whether its the same in gcc. Secondly, can 
> 
> 
> 


anyone point me towards, or give me some help on compiling libraries for the 
Net Yaroze. I read in one of the NY manuals that I should use ar.exe, but I 
do not know what parameters to send to it. 


(Static) libraries under unix (which is gcc's native environment) are 
really called archives. They are just a bunch of object files whacked 
together in the same place. 


They have a .a extension and must start with 'lib'. eg. libps.a which 
comes from Sony. 


Yep, to create them you use ‘'ar', usually with the -r switch which 
replaces an object in an existing archive or creates a new archive if 
it doesn't exist. You need to compile your source from .c to an 
object file .o then archive it into a library .a. 


You need to give it the 'lib' out the front if you want to link it on 
the gcc command line with the -l parameter. ie. gcc main.c -lps 
compiles your main.c and links it with libps.a. 


I don't think lcc is a variant of gcc, it's a separate compiler last 
time I looked. They may be compatible though. 


Here's the man page for ar from my system which is actually running 
egcs-1.1.2. 


Toby. 


ar (1) GNU Development Tools ar (1) 


NAME 
ar - create, modify, and extract from archives. 
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SYNOPSIS 
ar [-]{dmpqrtx}[abcilosSuvV] [membername] archive files... 
DESCRIPTION 
The GNU ar program creates, modifies, and extracts from 
archives. An archive is a single file holding a collec- 


tion of other files in a structure that makes it possible 
to retrieve the original individual files (called members 
of the archive). 


The original files' contents, mode (permissions), times- 
tamp, owner, and group are preserved in the archive, and 
may be reconstituted on extraction. 


GNU ar can maintain archives whose members have names of 
any length; however, depending on how ar is configured on 
your system, a limit on member-name length may be imposed 
(for compatibility with archive formats maintained with 
other tools). If it exists, the limit is often 15 charac- 
ters (typical of formats related to a.out) or 16 charac- 
ters (typical of formats related to coff). 


ar is considered a binary utility because archives of this 
sort are most often used as libraries holding commonly 
needed subroutines. 


ar will create an index to the symbols defined in relocat-— 
able object modules in the archive when you specify the 


modifier ~s'. Once created, this index is updated in the 
archive whenever ar makes a change to its contents (save 
for the `q' update operation). An archive with such an 


index speeds up linking to the library, and allows rou- 
tines in the library to call each other without regard to 
their placement in the archive. 


You may use “nm -s' or “nm --print-armap' to list this in- 
dex table. If an archive lacks the table, another form of 
ar called ranlib can be used to add just the table. 


ar insists on at least two arguments to execute: one 
keyletter specifying the operation (optionally accompanied 
by other keyletters specifying modifiers), and the archive 
name to act on. 


Most operations can also accept further files arguments, 
specifying particular files to operate on. 


cygnus support 5 November 1991 1 
ar (1) GNU Development Tools ar (1) 
OPTIONS 


GNU ar allows you to mix the operation code p and modifier 
flags mod in any order, within the first command-line ar- 
gument. 


—-MESSAGE FILE 15466 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000337 


—-MESSAGE FILE 15467 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
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ompiler/00000338 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Making my own library for the NY. 

Date: 23 Aug 1999 14:45:04 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86pv0f5cmn.fsf@foo.mel.cybec.com.au> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> <86emgv70v0.fsf@foo.mel.cybec.com. 
au> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


And to top it off, I repeat another posted answer. Hokay, I need to 


change my news proxy settings. Hrmm, I could just ask questions 
instead of answering in delayed mode... here goes. 
Toby. 


—-MESSAGE FILE 15467 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000338 


——MESSAGE FILE 15468 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000339 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au! nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Toby's question (not an answer). 

Date: 23 Aug 1999 14:54:39 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86nlvj5c60.fsf@foo.mel.cybec.com.au> 
NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


Attention fellow unix users. What are you guy(s) using for comms to 
the Yaroze? I've been using a crap (buggy) version of siocons which 
is barely adequate. 


There's the HSS utils, but when I build them (after patching for 
compile errors) and run psxfer (or whatever it's called, can't 
remember) it *always* puts the Yaroze into rdb mode. Are other people 
seeing this? 


It may be because I'm running FreeBSD and all of these tools are 
geared towards Linux..? 


Not that I have the time, but a better comms tool needs to be done. 

If anything, I need to put readline(3) into the siocons I use. Would 

improve it tremendously. Could even put a customer completor in there. 

Toby. 

—-MESSAGE FILE 15468 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000339 


—-MESSAGE FILE 15469 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000340 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Toby's question (not an answer). 

Date: 23 Aug 1999 23:02:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn7s3kon.ssg.tjs@longford.cs.monash.edu.au> 
References: <86nlvj5c60.fsf@foo.mel.cybec.com.au> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 
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On 23 Aug 1999 14:54:39 +1000, Toby Hutton <thutton@vet.com.au> wrote: 
>Attention fellow unix users. What are you guy(s) using for comms to 
>the Yaroze? I've been using a crap (buggy) version of siocons which 
>is barely adequate. 

> 

>There's the HSS utils, but when I build them (after patching for 
>compile errors) and run psxfer (or whatever it's called, can't 
>remember) it *always* puts the Yaroze into rdb mode. Are other people 
>seeing this? 

> 

>It may be because I'm running FreeBSD and all of these tools are 
>geared towards Linux..? 

> 

>Not that I have the time, but a better comms tool needs to be done. 
>If anything, I need to put readline(3) into the siocons I use. Would 
>improve it tremendously. Could even put a customer completor in there. 


I've never had any luck with siocons. Psxfer is designed to stick the yaroze 
into rdb mode. it's useful for remote debugging that it does. You don't 
really lose anything, because (almost) everything you can do talking to CIP 
you can do with gdb. 


Personally, though, I use a homegrown MIPS gdb stub talking to an action replay 
cart talking to linux running a bunch of tools that I wrote as well as a 
modified gdb. Works like a charm. When I next find myself inspired, I'm going 
to try and turn the gdb stub into a flashable rom image, and then I'll be able 
to get rid of the memory overhead. 


Toby. 
—-MESSAGE FILE 15469 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000340 


—-MESSAGE FILE 15470 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000341 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Toby's question (not an answer). 

Date: 24 Aug 1999 18:22:30 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86wvuldivd.fsf@foo.mel.cybec.com.au> 

References: <86nlvj5c60.fsf@foo.mel.cybec.com.au> <slrn7/s3kon.ssg.tjs@longford.cs.mo 
nash.edu.au> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 


On 23 Aug 1999 14:54:39 +1000, Toby Hutton <thutton@vet.com.au> wrote: 
>Attention fellow unix users. What are you guy(s) using for comms to 
>the Yaroze? I've been using a crap (buggy) version of siocons which 
>is barely adequate. 

> 

>There's the HSS utils, but when I build them (after patching for 
>compile errors) and run psxfer (or whatever it's called, can't 
>remember) it *always* puts the Yaroze into rdb mode. Are other people 
>seeing this? 

> 

>It may be because I'm running FreeBSD and all of these tools are 
>geared towards Linux..? 

> 

>Not that I have the time, but a better comms tool needs to be done. 
>If anything, I need to put readline(3) into the siocons I use. Would 
>improve it tremendously. Could even put a customer completor in there. 


I've never had any luck with siocons. Psxfer is designed to stick the yaroze 
into rdb mode. it's useful for remote debugging that it does. You don't 


VVVVVVVVVVVVVVV VV VV 


Psxfer has a stack of parameters for loading files into PSX memory, so 
I gather is wasn't intended to *only* put it into rdb mode. But it 
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always does... 


really lose anything, because (almost) everything you can do talking to CIP 
you can do with gdb. 


Personally, though, I use a homegrown MIPS gdb stub talking to an action replay 
cart talking to linux running a bunch of tools that I wrote as well as a 
modified gdb. Works like a charm. When I next find myself inspired, I'm going 
to try and turn the gdb stub into a flashable rom image, and then I'll be able 
to get rid of the memory overhead. 


VVVVVVV Y 


You're actually using gdb to do file transfers? Have you set up some 
macros to handle AUTO files that DOS Yarozers create? 


I noticed when building a cross compiled gdb there are about half a 
dozen remote targets, mainly for embedded systems work I suppose. Is 
your AR stub based on any of these? They're all serial targets I 
think, where the AR is parallel? 


Toby. 
--MESSAGE FILE 15470 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000341 


—-MESSAGE FILE 15471 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000342 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Toby's question (not an answer). 

Date: 24 Aug 1999 22:26:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <slrn7s6703.uft.tjs@longford.cs.monash.edu.au> 

References: <86nlvj5c60.fsf@foo.mel.cybec.com.au> <slrn7s3kon.ssg.tjs@longford.cs.mo 
nash.edu.au> <86wvuldivd.fsf@foo.mel.cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 24 Aug 1999 18:22:30 +1000, Toby Hutton <thutton@vet.com.au> wrote: 
>Psxfer has a stack of parameters for loading files into PSX memory, so 
>I gather is wasn't intended to *only* put it into rdb mode. But it 
>always does... 


Nope, this is _all_ done via rdb mode. The rdb protocol gives you a broad 
spectrum of memory read/write commands. And to top it off, the RDB psx serial 
I/O is written much better than CIP. CIP does _weird_ things with handshaking, 
which is why the unix port of siocons is so broken (and, indeed, why it busy 
polls, consuming 100% of your spare cpu time). 


>You're actually using gdb to do file transfers? Have you set up some 
>macros to handle AUTO files that DOS Yarozers create? 


Never tried that. I use a small program for up/downloading, and then run gdb 
and attach to the same connection. Basically, I have a server program which 
creates unix domain sockets in /tmp which allow various userland processes 
to talk to the AR without root privs (which you need temporarially for 
unprotecting the IO ports that the AR uses). Userland programs like the 
up/download tool, gdb, and the fileserver attach to the unix domain socket, 
and talk to it just like they were talking directly to the right code on the 
other side; the server transparently multiplexes and demultiplexes the data 
stream. It's really quite neat. The entire data segment is also relocatable 
as well, so once it's flashed onto a cart, it will have essentially zero 
fixed address footprint. 


>I noticed when building a cross compiled gdb there are about half a 
>dozen remote targets, mainly for embedded systems work I suppose. Is 
>your AR stub based on any of these? They're all serial targets I 
>think, where the AR is parallel? 


The only difference, once you're past the hardware interface is speed. (Oh, 
and for people that are used to the serial transfer rate, I'll reemphasise 
that: S_P_E_E Զ ). The protocol is based squarely on the standard gdb 
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remote protocol. Or at least it was before I went 8 bit to get more speed 
out of the connection. 


The different remote targets are for systems that already have a debugging 
interface. Given that I had the rather dubious luxury of building the 
debugger stub from scratch (*shudder*; it's _not_ fun when a bug in 8 
debugger stub causes the stub to crash and recursively call itself.) I 

got to choose the protocol, and the list of features to support (which turns 
out to be almost all of them). Additionally, while I was still playing around 
with this stuff, I found out how to use the AR firmware to set hardware 
watchpoints, so when I finally get round to polishing things up, I'll 

be able to add support for that too. 


About the only problem with the AR is that I won't be able to use it with 
my laptop. Might have to find out about the parallel port version. 


Toby. 
——MESSAGE FILE 15471 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000342 


--MESSAGE FILE 15472 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000343 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—-MESSAGE FILE 15472 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000343 


——MESSAGE FILE 15473 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000344 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com <NO SPAM>> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Long file names in #include's 

Date: 12 Oct 1999 09:48:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bf£1496$7d346960Sd£9624c3@pal—s—omnibook> 
NNTP-Posting-Host: Aubervilliers-1-223.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


It seems that long file names are not supported by gcc for NY. Ie when I 
write 

#include "longfilename.h" 

a "file not found" error is produced; but the following works: 

#include "longfi~l.h". 

Until now I managed to stick with short file names, but I simply cannot 
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—-MESSAGE 
0000346 


FILE 1650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!news 
From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 


Date: Tue, 


Re: Collision Detection Shortcut Update 


17 Feb 1998 13:29:21 +0000 


Organization: I wish! 


Lines: 28 


Message-ID: <34E990B1.7CE@mdx.ac.uk> 

References: <6caa8eS$5bj12@scea> <34E97C6B. 646B@manc.u-—net.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: 


Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Shaughnessy wrote: 


using a 


VVVVVVVVV VV 


nice. 


2) I suspect that collision in 3D fighters is a LOT simpler than 


load of collision spheres all over them -- that would be 


too expensive I'd say. The way I would do it is just use simple 

logic tests based on what move one character is doing, with what the 
other character is doing and their distance apart (they are always 
either looking at each other or away (and moves are limited) so you 

can think of collisions in a simple 2D form.) Then all you do is 

match the variables with what each character's body is like (height / 
arm reach etc.) so it appears as though when a hit a takes place it was 
due to the hand literally touching the face in 3 dimensions. Which is 


I think that is correct about 3D fighting games. I remember back when 


they were 
demo with 
implement 


converting Virtua Fighter to the Saturn, they released a 
only two moveable characters, but they said they had yet to 
the collision/move tables, suggesting that all contact 


permutations are precalculated and then its just a simple logic 
test. Having said that, in these days with such complex movements 


possible, 


calculating these tables beforehand would be a huge 


numbercrunching task, compared to simpler, more general routine of 
testing bounding volume intersections (even though this is much 


slower in 


execution) I'd be VERY impressed for a home developer to 


attempt this :) 


Robert Swan 


rsl08@mdx. 


ac.uk 


http://www.netyaroze-europe.com/~middex2 


—-MESSAGE 
00346 


—-MESSAGE 
0000347 


FILE 1650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


FILE 1651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!news 
From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 


Date: Tue, 


Re: Net Yaroze Special Offer 


17 Feb 1998 14:23:27 +0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 18 


Message-ID: <34E99D5F.58E8@sms.ed.ac.uk> 
References: <6cb8fhSfool@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-045.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: 


Mozilla 3.03 (Win95; I) 


George_Bain@Playstation.sony.com wrote: 


> Please note this is a price drop, but ONLY for the first 500 
> purchasers. After 500 the special offer will be over and the price 


> will be 


put back up. 


So how much of a limited offer is 500 purchasers? 
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anymore [many files are automatically produced and need pretty explicit 
names]. 


Has anyone any fix or hint? I noticed that there's no such problem with gcc 
for PC. I'm thinking about digging into the source code for both versions 
to see what I could do, but I'm not experienced in that kind of thing... 


pal 


—-MESSAGE FILE 15473 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000344 


—-MESSAGE FILE 15474 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000345 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Long file names in #include's 

Date: 12 Oct 1999 22:24:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <slrn807d91.3q9.tjs@longford.cs.monash.edu.au> 
References: <01bf1496$7d346960Sdf9624c3@pal-—s-omnibook> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 12 Oct 1999 09:48:56 GMT, pal <palpalpalpal@hotmail.com<NOSPAM> wrote: 
>It seems that long file names are not supported by gcc for NY. Ie when I 
>write 

>#include "longfilename.h" 

>a "file not found" error is produced; but the following works: 

>#include "1օոցք1-1.հ". 

>Until now I managed to stick with short file names, but I simply cannot 
>anymore [many files are automatically produced and need pretty explicit 
>names]. 


This is what you get for using a DOS port of gcc. (or, should I say, this 
is what you get as a result of Sony choosing to do so). You have three 
options, as I see it. 


1) you can recompile cpp.exe to support long filenames. I don't know how 
difficult this would be, or where you'd get source, or indeed whether 
you could just use a win32 cpp.exe as a replacement. cpp is simply the 
C preprocessor. it takes a source file as input, and outputs the 
processed text. It's used in a pipeline, with the next stage being 
compilation. 


2) You could compile gcc or egcs as a mips cross compiler for win32, and 
thus end up with a completely win32 kit, complete with much better 
compile times, no DPMI problems, and much better output code. This 
requires a bit of work, and also a copy of a native gcc compiler. 
have a look at www.cygnus.com if you're interested in this approach. 
I can help with building the cross compiler if need be, although the 
procedure's reasonably simple. 


3) you could switch to linux, and never have to worry about long/short 
filenames ever again :) 


Toby. 


—--MESSAGE FILE 15474 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000345 


——MESSAGE FILE 15475 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000346 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 
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Date: Sat, 13 Nov 1999 23:53:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <80ktpjSftc2@chuka.playstation.co.uk> 

References: <7pkcmsS$8mo2@chuka.playstation.co.uk> <7pousaS$8mo9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host62-172-93-228 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:346 scee.yaroze.p 
rogramming.libraries:230 


When i do this i get the following errors: 


General Protection Fault at eip=203da 

eax=000203d4 ebx=6401db64 ecx=6401db68 edx=0001f752 esi=00087304 
edi=0007bb60 

ebp=0007bac0O esp=0007bacO cs=1b7 ds=laf es=laf fs=laf gs=lc7 ss=1bf 
cr2=0000bfeb 


Call frame traceback EIPs: 
0x000203da 
0x0002af4d 
0::00028615 
0::0000ԵՇք6 
0x0000c118 
0::00006061 
0x0000f30a 


Any ideas?? 


—-MESSAGE FILE 15475 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000346 


—-MESSAGE FILE 15476 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000347 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Date: Sun, 14 Nov 1999 14:11:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <80mglmS$f2n3@chuka.playstation.co.uk> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> <7pousaS$8mo9@chuka.playstation.co. 
uk> <80ktp jS$ftc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 62.6.22.94 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:347 scee.yaroze.p 
rogramming.libraries:231 


lor <satan#2@usa.net> wrote... 


< 
w 
H 
5' 
Z 
w 
< 


When i do this i get the following errors: 


General Protection Fault at eip=203da 

eax=000203d4 ebx=6401db64 ecx=6401db68 edx=0001f752 esi=00087304 
edi=0007bb60 

ebp=0007bac0O esp=0007bac0O cs=1b7 ds=laf es=laf fs=laf gs=lc7 ss=1bf 
cr2=0000bfeb 


Call frame traceback EIPs: 
0x000203da 
0x0002af4d 
0::00028615 
0::0000ԵՇք6 


VVVVVVVVVVVV VV 
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> 0x0000c118 
> 0x0000e061 
> 0x0000f30a 
> 
> 


Any ideas?? 
You could try increasing your gcc stack space, add the line 
set GO32=DPMIStack 2000000 
to your autoexec.bat file and see if it helps. 
Looking at earlier posts about stack problems, it would appear the OS 
reports this problem as a Stack Fault and not a General Protection Fault, so 


increasing your stack space may not be the answer to your problem, but it's 
all I can suggest. 


Pete. 


—-MESSAGE FILE 15476 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000347 


—-MESSAGE FILE 15477 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000348 
Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Prob compiling, PLEASE HELP 

Date: Sat, 12 Feb 2000 11:57:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <883iapSfhfl@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-185-69.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Ok when i try to compile my code i get the following errors: 


bg.c:5: parse error before '{' 
Եց.հ:18: parm types given both in parmlist and separately 


i have looked at the code and can't see whats wrong, i know its probly 
something small, but i am too F(*(*ng pissed off with the code to work on it 
any more. 


Thanx 


—-MESSAGE FILE 15477 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000348 


——MESSAGE FILE 15478 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000349 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: Prob compiling, PLEASE HELP 

Date: Sat, 12 Feb 2000 20:32:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <884gvmSfhf29@chuka.playstation.co.uk> 
References: <883iapSfhfl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-64.nickel.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If the code's not too big perhaps you could attach it to a newsgroup message 
so we all could look at it? 
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It's probably the best way to see what's wrong. 


—-MESSAGE FILE 15478 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000349 


—-MESSAGE FILE 15479 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000350 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: Prob compiling, PLEASE HELP 

Date: Sat, 12 Feb 2000 22:45:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <884num$13t1@chuka.playstation.co.uk> 

References: <883iap$fhfl@chuka.playstation.co.uk> <884gvm$fhf29@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: host213-1-177-61.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Well i think i found whats wrong, i was using win2k, but when i tried it 
under 98 it work, so doesn't matter now. 


thanx anyway. 


<stuart@macdonald4798.freeserve.co.uk> wrote in message 

news: 884gvmS$fhf29@chuka.playstation.co.uk... 

> If the code's not too big perhaps you could attach it to a newsgroup 
message 

> so we all could look at it? 

> It's probably the best way to see what's wrong. 

> 


> 
> 


—-MESSAGE FILE 15479 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000350 


—-MESSAGE FILE 15480 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000351 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: undefined reference to 

Date: Wed, 23 Feb 2000 01:11:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <890bpaS6g2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-024.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Can anyone tell me why I keep getting a ո ‘undefined reference to...' error 
when I try to compile my main.c file with three of my own archive/library 
files? I've checked that the function is in the archive with nm.exe, and I 
can't understand why I can't use the function in my main.c file. If you 
think it would be worth posting the files here, I can, but I think it would 
be quicker for someone just to tell me what's most likely to be causing the 
error (unless of course it's a *really* general error that you get for 
everything). 


Cheers, 
Rikki 
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-—-MESSAGE FILE 15480 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000351 


—--MESSAGE FILE 15481 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000352 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: undefined reference to 

Date: Wed, 23 Feb 2000 10:27:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <38b3b5af.2600263@www.netyaroze-europe. com> 
References: <890bpaS6g2@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 23 Feb 2000 01:11:45 -0000, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>Can anyone tell me why I keep getting a n 'undefined reference to...' error 
>when I try to compile my main.c file with three of my own archive/library 
>files? I've checked that the function is in the archive with nm.exe, and I 
>can't understand why I can't use the function in my main.c file. If you 
>think it would be worth posting the files here, I can, but I think it would 
>be quicker for someone just to tell me what's most likely to be causing the 
>error (unless of course it's a *really* general error that you get for 
>everything). 

> 

>Cheers, 

>Rikki 

> 

> 


could it be that you aren't including an extern to the function/ has 
the prototype got different arguments to what you are calling it with? 
Im only guessing as Im not sure what sort of error messages gnu gives 
(havent used it for a while) - Mind you, I dont think its that as it 
would probably assume a function signature 


Rob 


if noone else can answer might be worth putting up the files 
--MESSAGE FILE 15481 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000352 


—-MESSAGE FILE 15482 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000353 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 
Subject: Re: undefined reference to 

Date: Wed, 23 Feb 2000 22:27:26 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <38B3C41E.D7EA0B50@fulcrum.com.au> 
References: <890bpaS6g2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem28.csse.monash.edu.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 
X-Accept—-Language: en 


Rikki Prince wrote: 

> 

> Can anyone tell me why I keep getting a n ‘undefined reference to...' error 
> when I try to compile my main.c file with three of my own archive/library 
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files? I've checked that the function is in the archive with nm.exe, and I 
can't understand why I can't use the function in my main.c file. If you 
think it would be worth posting the files here, I can, but I think it would 
be quicker for someone just to tell me what's most likely to be causing the 
error (unless of course it's a *really* general error that you get for 
everything). 


VVVVVYV 


nm will also display external references: 


compiling this: 


int main(char **argv,int argc) Í 
printf ("hello world\n"); 
} 


and then running nm (note, this is on a unix box, so it might look a little 
different): 


[toby@localhost toby]$ nm a.out | grep main 

U libc_start_main@@GLIBC_2.0 

080483c8 T main 

[toby@localhost toby]$ nm a.out | grep printf 
U printf@@GLIBC_2.0 


if you're sure that your library exports the symbol that you're looking for 
(which you can check by making sure that there's a T record in the nm 

dump of the .lib, and a U record with a matching name in the .obj) then 

the chances are that what's happening is that the ecoff type signatures 
don't match. 


A quick test seems to suggest that this doesn't actually happen with ecoff 
binaries, so it sounds most likely that your library doesn't actually export 
the function. 


[toby@localhost toby]$ cat test2.c 
int test(int x) { 
return 0; 
} 
[toby@localhost toby]$ cat test.c 
int main(int argc,char **argv) { 
extern void test(); 
test (); 


} 

[toby@localhost toby]$ psx-gcc -Շ test2.c 

[toby@localhost toby]$ psx-ar cr test.lib test2.0 

[toby@localhost toby]$ psx-gcc test.c test.lib -nostdlib 
/usr/local/contrib/psxdev/psx/bin/ld: warning: cannot find entry symbol _start; defa 
ulting to 80100000 

/tmp/ccBKJ20L.0o: In function `main': 

test.c(.text+0x14): undefined reference to `_ main' 

test.c(.text+0x14): relocation truncated to fit: JMPADDR __main 

collect2: ld returned 1 exit status 


sorry, this probably isn't any help... if things are still going wrong, posting 
the source might be your best bet. 


have you tried compiling the exe directly from source, without going via libraries? 
it might be a pain to set up, but that way you could be sure that it's not some 
form of symbol munging done by ar that's causing the problem (not, of course, that 
that's likely). 


Toby. 
—-MESSAGE FILE 15482 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000353 


—-MESSAGE FILE 15483 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000354 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: undefined reference to 

Date: Mon, 28 Feb 2000 00:01:12 -0000 


Net Yaroze newsgroups message dump.txt Page 10457 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <89cdu6éS$f2c4@chuka.playstation.co.uk> 
References: <890bpaS6g2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-237.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Cheers for the quick responses Toby and Rob. However, even with your help I 
couldn't figure out what was going on. Bascially, it worked when I compiled 
my main.c with the the function code in main.c and even when I compiled it 
together with precompiled object files of the library source (ie. gcc -օ 
main main.c graphics.o pad.o etc) but not with the library (.a) files I had 
made with ar (-r libgraph.a graphics.o) using gcc -o main 

main.c -lgraph -lpad etc. 

Rather than continue mucking about with that I decided on a different 
method, as I seemed to be getting nowhere quickly, and the new method worked 
just as well. Now I am just compiling the library source files into objects, 
but naming them .lib instead of .o. Then when compiling the program, I 
include the .lib files in the compilation, just as I did with the .o files, 
eg gcc -o main main.c graphics.lib pad.lib etc... 


Cheers 
Rikki 


—-MESSAGE FILE 15483 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000354 


—-MESSAGE FILE 15484 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000355 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: undefined reference to 

Date: Mon, 28 Feb 2000 16:55:39 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <38BAODDB.C6CAB1D9@fulcrum.com.au> 

References: <890bpaS6g2@chuka.playstation.co.uk> <89cdu6éSf2c4@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: redback.spyda.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 

X-Accept—-Language: en 


Rikki Prince wrote: 


Cheers for the quick responses Toby and Rob. However, even with your help I 
couldn't figure out what was going on. Bascially, it worked when I compiled 
my main.c with the the function code in main.c and even when I compiled it 
together with precompiled object files of the library source (ie. gcc -օ 
main main.c graphics.o pad.o etc) but not with the library (.a) files I had 
made with ar (-r libgraph.a graphics.o) using gcc -o main 

main.c -lgraph -lpad etc. 

Rather than continue mucking about with that I decided on a different 
method, as I seemed to be getting nowhere quickly, and the new method worked 
just as well. Now I am just compiling the library source files into objects, 
but naming them .lib instead of .o. Then when compiling the program, I 
include the .lib files in the compilation, just as I did with the .o files, 
eg gcc -o main main.c graphics.lib pad.lib etc... 


VVVVVVVVVVVV VV 


One thing I just thought of. You *might* need to run ranlib. 


SYNOPSIS 
ranlib [-v|-V] archive 


DESCRIPTION 
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ranlib generates an index to the contents of an archive, 
and stores it in the archive. The index lists each symbol 
defined by a member of an archive that is a relocatable 
object file. 


You may use “nm -s' or “nm --print-armap' to list this in- 
dex. 


An archive with such an index speeds up linking to the li- 
brary, and allows routines in the library to call each 
other without regard to their placement in the archive. 


The GNU ranlib program is another form of GNU ar; running 

ranlib is completely equivalent to executing ‘ar -s'. 
—-MESSAGE FILE 15484 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000355 


—-MESSAGE FILE 15485 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_c 
ompiler/00000356 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.gnu_compiler 

Subject: Re: undefined reference to 

Date: Mon, 28 Feb 2000 14:22:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <38ba848b.1123076027@news.playstation.co.uk> 

References: <890bpaS6g2@chuka.playstation.co.uk> <89cdu6S$f2c4@chuka.playstation.co.u 
k> <38BAODDB.C6CAB1ID9@fulcrum.com.au> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I was going to suggest that also! 


On Mon, 28 Feb 2000 16:55:39 +1100, Toby Sargeant 
<toby@fulcrum.com.au> wrote: 


>Rikki Prince wrote: 

>> 

>> Cheers for the quick responses Toby and Rob. However, even with your help I 
>> couldn't figure out what was going on. Bascially, it worked when I compiled 
>> my main.c with the the function code in main.c and even when I compiled it 
>> together with precompiled object files of the library source (ie. gcc -օ 

>> main main.c graphics.o pad.o etc) but not with the library (.a) files I had 
>> made with ar (-r libgraph.a graphics.o) using gcc -o main 

>> main.c -lgraph -lpad etc. 

>> Rather than continue mucking about with that I decided on a different 

>> method, as I seemed to be getting nowhere quickly, and the new method worked 
>> just as well. Now I am just compiling the library source files into objects, 
>> but naming them .lib instead of .o. Then when compiling the program, I 

>> include the .lib files in the compilation, just as I did with the .o files, 
>> eg gcc -օ main main.c graphics.lib pad.lib etc... 


> 

>One thing I just thought of. You *might* need to run ranlib. 

> 

>SYNOPSIS 

> ranlib [-v|-V] archive 

> 

>DESCRIPTION 

> ranlib generates an index to the contents of an archive, 
> and stores it in the archive. The index lists each symbol 
> defined by a member of an archive that is a relocatable 
> object file. 

> 

> You may use “nm -s' or “nm --print-armap' to list this in- 
> dex. 

> 

> An archive with such an index speeds up linking to the li- 
> brary, and allows routines in the library to call each 
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other without regard to their placement in the archive. 


The GNU ranlib program is another form of GNU ar; running 
ranlib is completely equivalent to executing ‘ar -s'. 


V V V V 


—-MESSAGE FILE 15485 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/gnu_com 
piler/00000356 


NRE AE AE AE FE EH HE HEH 
NRE RHEE HEE EH 


EE AE TE AE HE FE AE FE HEHE EEE H 
--START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries 


HRT ETH EH E EH 


—-MESSAGE FILE 15486 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000001 
Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Why only LibGS? 

Date: 19 Mar 1997 23:29:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <0Olbc34be$10f12140$b756édec2@algorithm> 
NNTP-Posting-Host: algorithm.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Why does the Yaroze only include a libgs derivative, when the developer 
community acknowledges that it libgs slower than libgpu/libgte? And why no 
inline GTE macros? 


I can understand the Yaroze being aimed at inexperienced developers, but 
would it be *that* difficult to make the higher performance libraries 
available for those that want them? 


Russ 
—-MESSAGE FILE 15486 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000001 


—-MESSAGE FILE 15487 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000002 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Why only LibGS? 

Date: Thu, 20 Mar 1997 09:26:12 +0000 
Organization: SCEE 

Lines: 46 

Message-ID: <333102B4.3846@interactive.sony.com> 
References: <Olbc34be$10f12140$b756dec2@algorithm> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
To: Russ Williams <russ@algorithm.demon.co.uk> 


Russ Williams wrote: 


Why does the Yaroze only include a libgs derivative, when the developer 
community acknowledges that it libgs slower than libgpu/libgte? And why no 
inline GTE macros? 


I can understand the Yaroze being aimed at inexperienced developers, but 
would it be *that* difficult to make the higher performance libraries 
available for those that want them? 


VVVVVVVV 
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Good question. 


The first point is that libgs (aka most of the functions in libps with 
the Gs prefix) routines have become highly tuned over the years - and 
are now mostly written in assembler/in-line GTE calls themselves. 


It would take a lot of time and effort to write more robust/efficient 
functions yourself ... and in fact a number of "professional" games are 
now written with these functions - take a look at some of the effects օք 
the "Demo Disc" menu that you received with your system. 


The advantage of Gs calls over some of the lower level functions in the 
"professional" libraries is that you can efficiently create a 3D world 
very quickly and then see if it "works". (In fact we now tend to 
prototype wiith Gs calls, and then fine tune in tyhe latter stages of 
games creation). 


Personally, I think the most important issue is to take a look at what 
can be done with Yaroze, and compare them with a "professional" title. 


For example, look in detail at FTPTEST (in Demos:SCEI) and the explosion 
effects - personally I think they're some of the nicest seen on 
PlayStation, and would put quite a few games which have access to the 
professional libraries to shame. 


Some of the reasons maybe that many games are designed to be easily 
ported to PC or Saturn, and don't make the best use of the libraries 
provided. 


My final comment is that the Yaroze libraries are being extended ... for 
example http://www.playstation.co.uk/yaroze/ftplibraries/updatel/.... 


Paul 
—-MESSAGE FILE 15487 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000002 


—-MESSAGE FILE 15488 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000003 

Path: chuka.playstation.co.uk!news 

From: Andrew Robert Williamson <andyw@supersonic.win-uk.net> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: pc file handling ioctl etc 

Date: Tue, 25 Mar 1997 17:11:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <333877DF.2FEC@supersonic.win-uk.net> 
NNTP-Posting-Host: aj148.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl16; I) 


Can anyone tell me if there are any demos of accessing a pc file via the 
tty stream, ie using open() close() read() write() and ioctl(). 


Is there a good description of the commands and arguments for ioctl() 
anywhere? 


thanks in advance, 


Andy Williamson. 
—-MESSAGE FILE 15488 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000003 


—-MESSAGE FILE 15489 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000004 
Path: chuka.playstation.co.uk!news 
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Not very limited, I'd say. 


If you skip to the 'list of all SCEE members' section and count them, 
you'll find out. I've estimated that there are about 570 entries 
(probably nearer 500 actual members as there are duplications for 
academic licences and quite a few of the entries point to 'Paul'). 


So, a 'limited run' of 500 eh? 
Hmmm... 


James (~mrfrosty) 
—-MESSAGE FILE 1651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00347 


—-MESSAGE FILE 1652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000350 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision Detection Shortcut Update 

Date: 17 Feb 1998 22:19:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <slrn6ek3h4.tov.toby@ns.forefront.com.au> 

References: <6caa8e$5bj12@scea> <34E97C6B.646B@manc.u-net.com> <34E990B1.7CE@mdx.ac. 
uk> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Tue, 17 Feb 1998 13:29:21 +0000, Robert Swan <rsl08@mdx.ac.uk> wrote: 
>James Shaughnessy wrote: 

>> 2) I suspect that collision in 3D fighters is a LOT simpler than 

>> using a load of collision spheres all over them -- that would be 

>> too expensive I'd say. The way I would do it is just use simple 

>> logic tests based on what move one character is doing, with what the 
>> other character is doing and their distance apart (they are always 
>> either looking at each other or away (and moves are limited) so you 


>> can think of collisions in a simple 2D form.) Then all you do is 

>> match the variables with what each character's body is like (height / 
>> arm reach etc.) so it appears as though when a hit a takes place it was 
>> due to the hand literally touching the face in 3 dimensions. Which is 


>> nice. 

> 

>I think that is correct about 3D fighting games. I remember back when 
>they were converting Virtua Fighter to the Saturn, they released a 
>demo with only two moveable characters, but they said they had yet to 
>implement the collision/move tables, suggesting that all contact 
>permutations are precalculated and then its just a simple logic 
>test. Having said that, in these days with such complex movements 
>possible, calculating these tables beforehand would be a huge 
>numbercrunching task, compared to simpler, more general routine of 
>testing bounding volume intersections (even though this is much 
>slower in execution) I'd be VERY impressed for a home developer to 
>attempt this :) 


>Robert Swan 
>rsl08@mdx.ac.uk 
>http://www.netyaroze-europe.com/~middex2 


Well, in the simple case, which a lot of 3d fighters adhere to, the two 
characters only exist in a 2 dimensional plane. Hence, for any particular move 
(and any particular block), you only need to calculate the positions at which 
a collision occurs, and store that. In all likelihood, these regions can then 
approximated by a (list of) geometric shape(s), so the algorithm becomes 
simply: 


if fighterA attacking: 
attack=unsucessful 
c=collision table for moveA,moveB 
for region in c: 
if centre(fighterA) in region 
attack=sucessful 
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From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: pc file handling ioctl etc 

Date: Thu, 27 Mar 1997 09:40:48 +0000 
Organization: SCEE 

Lines: 20 

Message-ID: <333A40A0.2D25@interactive.sony.com> 
References: <333877DF.2FEC@supersonic.win-uk.net> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Andrew Robert Williamson wrote: 


anywhere? 


thanks in advance, 


VVVVVVVVVV 


Andy Williamson. 


Page 10461 


Can anyone tell me if there are any demos of accessing a pc file via the 
tty stream, ie using open() close() read() write() 


and ioctl(). 


Is there a good description of the commands and arguments for ioctl() 


You can't at the moment. tty is the console environment, so all reads 


and write are to the console not directly to the PC. 


It is possible to load any PC files to Yaroze the same way that .tim and 
.tmd files are done. Other than this unless someone rewrites siocons all 
files have to be loaded from PC at the start of the program. 


Stuart 


—-MESSAGE FILE 15489 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000004 


—-MESSAGE FILE 15490 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000005 

Path: chuka.playstation.co.uk!news 

From: tratax@pi.net 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: pc file handling ioctl etc 

Date: Thu, 27 Mar 1997 23:01:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <333AEE3C.7169D3B1@pi.net> 


References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 


m> 

NNTP-Posting-Host: asd47-isdn.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; Linux 2.0.27 1586) 


> Can anyone tell me if there are any demos of accessing a pc file via the 
> tty stream, ie using open() close() read() write() and ioctl(). 


> 


You can't at the moment. tty is the console environment, so all reads 


It is possible to load any PC files to Yaroze the same way that .tim and 
.tmd files are done. Other than this unless someone rewrites siocons all 
files have to be loaded from PC at the start of the program. 


> 
> 
> 
> 
> and write are to the console not directly to the PC. 
> 
> 
> 
> 


Is there any documentation about the SIOCONS protocol ? I'd like to have 


a SIOCONS 


for linux, so linux can be my primary development environment, and to be 
able to implement a 'device protocol' library similair to MWopen, MWread 


etc. 
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-Henk-Jan 

IRL://Henk-Jan Ober Planet Internet Holding 
SMTP://tratax@pi.net Support Engineer 

HTTP: //www.htsa.hva.nl/~henkjan |Freetime Games Programmer 
IRC://tratax Engineering student 

I do not speak for my employer ...... I have a mind of my own. 


—-MESSAGE FILE 15490 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000005 


—-MESSAGE FILE 15491 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000006 

Path: chuka.playstation.co.uk!news 

From: Andrew Robert Williamson <andyw@supersonic.win-uk.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc file handling ioctl etc 

Date: Tue, 01 Apr 1997 08:51:51 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <33413D27.4F90@supersonic.win-uk.net> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1l@pi.net> 

NNTP-Posting-Host: ac087.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; 1) 


tratax@pi.net wrote: 


> Can anyone tell me if there are any demos of accessing a pc file via the 
> tty stream, ie using open() close() read() write() and ioctl(). 

> 
You can't at the moment. tty is the console environment, so all reads 
and write are to the console not directly to the PC. 


It is possible to load any PC files to Yaroze the same way that .tim and 
.tmd files are done. Other than this unless someone rewrites siocons all 
files have to be loaded from PC at the start of the program. 


VVVVVVV VV 


Is there any documentation about the SIOCONS protocol ? I'd like to have 

a SIOCONS 

for linux, so linux can be my primary development environment, and to be 

able to implement a 'device protocol' library similair to MWopen, MWread 
etc: 


VVVVVVVVVVVV VV VV VV 


-Henk-Jan 


Would it be possible to have the source code for the siocons system? I 
have a map editor which I want to run on my Yaroze. If I can extract the 
file handling routines from siocons then I can use more of the given 
memory for my map editor. 


Andy Williamson. 
--MESSAGE FILE 15491 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000006 


——MESSAGE FILE 15492 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000007 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc file handling ioctl etc 

Date: Tue, 01 Apr 1997 10:27:37 +0100 

Organization: SCEE 

Lines: 49 

Message-ID: <3340D509.4571@interactive.sony.com> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> 
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Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: Andrew Robert Williamson <andyw@supersonic.win-uk.net> 


Andrew Robert Williamson wrote: 
tratax@pi.net wrote: 


> Can anyone tell me if there are any demos of accessing a pc file via the 
> tty stream, ie using open() close() read() write() and ioctl(). 

> 
You can't at the moment. tty is the console environment, so all reads 
and write are to the console not directly to the PC. 


It is possible to load any PC files to Yaroze the same way that .tim and 
-tmd files are done. Other than this unless someone rewrites siocons all 
files have to be loaded from PC at the start of the program. 


VVVVVVV VV 


Is there any documentation about the SIOCONS protocol ? I'd like to have 

a SIOCONS 

for linux, so linux can be my primary development environment, and to be 

able to implement a 'device protocol' library similair to MWopen, MWread 
eté; 


VVVVVVVVVVVV VV VV VV 


-Henk-Jan 


Would it be possible to have the source code for the siocons system? I 
have a map editor which I want to run on my Yaroze. If I can extract the 
file handling routines from siocons then I can use more of the given 
memory for my map editor. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 


Andy Williamson. 


Hi Andy, 

No, I'm sorry but we can't provide the source for Siocons itself, 
however 
I'll add this to our list of requests that we'll work on. 


Note that you should be able to simply download and start your program 
on the 
Yaroze PlayStation, quit out of SIOCONS and start up your own "server" 
program on 
the PC that monitors COM1 and receives packets issued by your Yaroze 
program 
writing to "tty". 


You can then construct your own arbitration and messaging process to 
effectively allow your Yaroze program to control the PC (or indeed Visa 
Versa). 


This is effectively the way CodeWarrior works. 


- Yar Support 
—-MESSAGE FILE 15492 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000007 


—-MESSAGE FILE 15493 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000008 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc file handling ioctl etc 

Date: Tue, 01 Apr 1997 16:09:16 GMT 

Organization: Into Beyond 

Lines: 15 
Message-ID: <334832f6.10619960@news.playstation.co.uk> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3Bl@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
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nteractive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 01 Apr 1997 10:27:37 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


> You can then construct your own arbitration and messaging process to 
>effectively allow your Yaroze program to control the PC (or indeed Visa 
>Versa). 


Excellent. I think this means you could run a separate program on your 
PC which could be given commands to basically upload/download files 
with the PC. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15493 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000008 


—-MESSAGE FILE 15494 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000009 

Path: chuka.playstation.co.uk!news 

From: Silvio Samadelli <sledge@bluewin.ch> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: CdPlay() 

Date: Wed, 02 Apr 1997 00:16:33 +0200 
Organization: Laser Softworks 

Lines: 9 

Message-ID: <33418941.563B@bluewin.ch> 
Reply-To: sledge@bluewin.ch 
NNTP-Posting-Host: zhb4pub58.bluewin.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


I've tried to get that CdPlay funktion to work. Somehow it doesn't work 
the way I want it to. Could someone provide me with a sample for the 
function call? 


Tnx, 


Silvio 
—-MESSAGE FILE 15494 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000009 


—-MESSAGE FILE 15495 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000010 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: CdPlay() 

Date: Wed, 02 Apr 1997 11:40:12 +0100 
Organization: SCEE 

Lines: 32 

Message-ID: <3342378C.3257@interactive.sony.com> 
References: <33418941.563B@bluewin.ch> 

Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 (Win95; I) 


Silvio Samadelli wrote: 


> 

> Hi, 

> 

> I've tried to get that CdPlay funktion to work. Somehow it doesn't work 
> the way I want it to. Could someone provide me with a sample for the 

> function call? 

> 

> Tnx, 

> 

> Silvio 


#include <libps.h> 
int tracks[10] = {2,4,6,8,1,3,5,7,9,0}; 


void main() 
{ 
SsSetSerialAttr(SS_CD,SS_MIX,SS_SON) ; 
SsSetSerialVol (SS_CD,127,127); 


SsSetMVol (127,127); 
CdPlay(1,tracks, 6); 


while (CdPlay(3,tracks,6) != -1); 
} 


This will play the tracks in the array starting at position 6 (track 5), 
then tracks 7 and 9, and then end. 


Stuart 
—-MESSAGE FILE 15495 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000010 


—--MESSAGE FILE 15496 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000011 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc file handling ioctl etc 

Date: Thu, 03 Apr 1997 14:15:02 +0200 

Organization: Funcom Oslo A/S 

Lines: 15 

Message-ID: <33439F46.4FC1@funcom. com> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> 

NNTP-Posting-Host: pcshare27.funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


tratax@pi.net wrote: 


> Is there any documentation about the SIOCONS protocol ? I'd like to have 
> a SIOCONS 
> for linux, so linux can be my primary development environment 


Cool. I have similar plans, but I intend using my Amiga instead.. If 
there are any docs or source on this I would like to see it.. 


(Just got my Yaroze today so I can't wait to get home from work :) 


// 
\// JR 
—-MESSAGE FILE 15496 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000011 
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—--MESSAGE FILE 15497 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000012 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Rotation Matrix Functions 

Date: 3 Apr 1997 21:15:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bc4074$bd79ee80S$d603e8c3@fred> 
NNTP-Posting-Host: 195.232.3.214 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 
I've been trying to use RotMatrixX(),RotMatrixY(),RotMatrixZ() and I find 
that they tend to scale the 3D object slightly. It takes a while but if 


you constantly rotate on an axis the object gets smaller/bigger and sort of 
twists. One way to see this faster is to rotate equal amounts in one axis 
both ways(+/-) as this also causes the object to scale. I know it is 
scaling and not moving because of the odd twist and I printed the position 
onto screen. If you need more details please ask. I'm not using the 
single RotMatrix() function because it doesn't give me the required 
rotations. 


Thanks in advance, 

Mike Enoch 
—-MESSAGE FILE 15497 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000012 


——MESSAGE FILE 15498 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000013 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Rotation Matrix Functions 

Date: Thu, 03 Apr 1997 23:50:40 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <3345420f.1403970@news.playstation.co.uk> 
References: <01bc4074Sbd79ee80Sd603e8c3@fred> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 3 Apr 1997 21:15:45 GMT, "Michael Enoch" 
<100413.2514@compuserve.com> did quoth at me: 


>Hi, 
> I've been trying to use RotMatrixX(),RotMatrixY(),RotMatrixZ() and I find 
>that they tend to scale the 3D object slightly. It takes a while but if 


RotMatrix functions are software only and use tables that reach 4094 
rather than 4096. 


Just redo the functions with your own tables. No gte hardware is used 
by them anyway. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15498 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000013 


—-MESSAGE FILE 15499 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000014 
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Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Rotation Matrix Functions 

Date: Fri, 04 Apr 1997 20:11:22 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3345606A.51F9@innotts.co.uk> 
References: <0O1bc4074Sbd79ee80Sd603e8c3@fred> <3345420f.1403970@news.playstation.co. 
uk> 

NNTP-Posting-Host: serialA18.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alex Amsel wrote: 


> 

> RotMatrix functions are software only and use tables that reach 4094 
> rather than 4096. 

> 

> Just redo the functions with your own tables. No gte hardware is used 
> by them anyway. 

> 


If this is the case,when is the GTE used and how, as developers can we 
access it? (Or is ir a case of the phantom cut down library syndrome?) 


Richard 
—-MESSAGE FILE 15499 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000014 


—-MESSAGE FILE 15500 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000015 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Sat, 05 Apr 1997 01:14:17 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <3345a710.544618@news.playstation.co.uk> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <3345420f.1403970@news.playstation.co. 
uk> <3345606A.51F9@innotts.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 04 Apr 1997 20:11:22 +0000, Richard Haskey 
<rhaskey@innotts.co.uk> did quoth at me: 


>If this is the case,when is the GTE used and how, as developers can we 
>access it? (Or is ir a case of the phantom cut down library syndrome?) 


I can't say for sure, but I assume the gte is used on all matrix 
multiplication functions. To be honest there is little point using it 
when you can look up values in a small table. 


So if any matrix calcs are done, assume the gte is used. 


I don't actually know much about what the gte can do - have the nice 
guys at Sony got any useful info? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 
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—-MESSAGE FILE 15500 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000015 


—--MESSAGE FILE 15501 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000016 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: 6 Apr 1997 10:15:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bc4274$05a266a0S0805e8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <3345420f.1403970@news.playstation.co. 
նք» <3345606A.51F9@innotts.co.uk> <3345a710.544618@news.playstation.co.uk> 
NNTP-Posting-—Host: 1d07-008.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, it's me again, I was hunting around in the demos and found one called 
solar2 which was described as demonstrating various 3D orbits and things, 
well I downloaded it and there are some functions for dealing with object 
relative rotations in there so it has basically solved my problem. It uses 
the RotMatrix function to find the matrices and stays well clear of the 
dodgy RotMatrixx/Y/Z functions. I still think those functions should work 
though..... Does Sony have anything to say about them? 


Mike Enoch. 


—-MESSAGE FILE 15501 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000016 


—-MESSAGE FILE 15502 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000017 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Tue, 08 Apr 1997 10:14:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <334A0C83.5959@micronetics.com> 

References: <01bc4074$bd79ee80Sd603e8c3@fred> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Hi Mike, 
I've also seen this. 


Are you directly additive modifying the matrix (coord.m i think) element 
of GSCOORDINATE2 for each frame? I think your objects are scaling 
because of a small error creeping in for each rotation operation. 
Because you are modifying the same matrix for every frame the error get 
bigger and bigger until every thing starts freaking out. :-) 


If you take a copy of the initial matrix each frame and modify that with 
the rotation metrics you should be ok. I don't think this will apply to 
translation. 


For example rather than rotating an object 50 degrees on frame one and 
by another 50 the next, 

First rotate by 50 from the initial matrix, then by 100 again from the 
initial for the next frame. 

This will stop the error multiplying into one huge climax! :-) 


This may make no sense just yet because its monday morning before 
coffee. I'll reread this this afternoon and post an errata then. :-) 
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Regards 


Jim 


Michael Enoch wrote: 


Thanks in advance, 
Mike Enoch 


> 

> Hi, 

> I've been trying to use RotMatrixX(),RotMatrixY(),RotMatrixZ() and I find 
> that they tend to scale the 3D object slightly. It takes a while but if 

> you constantly rotate on an axis the object gets smaller/bigger and sort of 
> twists. One way to see this faster is to rotate equal amounts in one axis 
> both ways(+/-) as this also causes the object to scale. I know it is 

> scaling and not moving because of the odd twist and I printed the position 
> onto screen. If you need more details please ask. I'm not using the 

> single RotMatrix() function because it doesn't give me the required 

> rotations. 

> 

> 

> 


—-MESSAGE FILE 15502 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000017 


——MESSAGE FILE 15503 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000018 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Mon, 07 Apr 1997 12:24:29 +0100 

Organization: SCEE 

Lines: 52 

Message-ID: <3348D96D.289@interactive.sony.com> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi Mike, 
I've also seen this. 


Are you directly additive modifying the matrix (coord.m i think) element 
of GsCOORDINATE2 for each frame? I think your objects are scaling 
because of a small error creeping in for each rotation operation. 
Because you are modifying the same matrix for every frame the error get 
bigger and bigger until every thing starts freaking out. :-) 


If you take a copy of the initial matrix each frame and modify that with 
the rotation metrics you should be ok. I don't think this will apply to 
translation. 


For example rather than rotating an object 50 degrees on frame one and 
by another 50 the next, 

First rotate by 50 from the initial matrix, then by 100 again from the 
initial for the next frame. 

This will stop the error multiplying into one huge climax! :-) 


This may make no sense just yet because its monday morning before 
coffee. I'll reread this this afternoon and post an errata then. :-) 


Regards 


Jim 


VVVVVVVVVVVVVV VV VV VV VV VV VV ՎՊ 
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It is right that cumulative changes to a matrix are liable 
to progressively distort it due to accumulating errors in 
integer approximations; these distortions will have the 
effect of scaling and shearing 3d polygon models. 


Solutions to this: 

(i) if only ever rotating a model in one plane, can just store 
a single angle on that plane; each frame, regenerate the matrix 
from the original matrix and the angle, thereby ensuring 
minimal and constant error 

(ii) if rotating in more than one plane, this approach cannot 
be used because the order of rotations matters; building and 
using an ordered list of rotations quickly becomes too 
inefficient and cumbersome. One way to deal with this is 

to monitor the error: eg every N frames, inspect the matrix, 
look at it as 3 vectors, one per axis of the the object; 
usually each started off life with size ONE (ie 4096), 

hence test the actual sizes and rescale to ONE if 

necessary. Les than ideal, but does prevent runaway errors. 


Lewis 
—-MESSAGE FILE 15503 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000018 


—-MESSAGE FILE 15504 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000019 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Mon, 07 Apr 1997 16:09:57 GMT 

Organization: Into Beyond 

Lines: 19 

Message-ID: <3349dfe5.3964351@news.playstation.co.uk> 

References: <01bc4074Sbd79ee80S$d603e8c3@fred> <3345420f.1403970@news.playstation.co. 
uk> <3345606A.51F9@innotts.co.uk> <3345a710.544618@news.playstation.co.uk> <01bc4274 
$05a266a0S0805e8c3@fred> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 6 Apr 1997 10:15:38 GMT, "Michael Enoch" 
<100413.2514@compuserve.com> did quoth at me: 


>Hi, it's me again, I was hunting around in the demos and found one called 
>solar2 which was described as demonstrating various 3D orbits and things, 
>well I downloaded it and there are some functions for dealing with object 
>relative rotations in there so it has basically solved my problem. It uses 
>the RotMatrix function to find the matrices and stays well clear of the 
>dodgy RotMatrixX/Y/Z functions. I still think those functions should work 
>though..... Does Sony have anything to say about them? 


So your problem was just the XYZ ones? 


Perhaps with RotMatrix the errors are just smaller. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15504 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000019 


—-MESSAGE FILE 15505 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000020 
Path: chuka.playstation.co.uk!news 
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This sort of matches the near-enough-is-good-enough feel that most games seem 
to have. More complex moves are generally of the multipl attack type, which 
just requires that the test is performed a number of times during the move 
with slightly different collision tables, or are things like throws which can 
be implemented using the same algorithm, and only continuing the throw if 

the 'hit' is successful. 


Extending this to 3 dimensions is difficult, because suddenly you've got to 
consider the directions that each character is facing. In this case, you could 
probably use a bounding sphere for the hit surface, and some kind of simplified 
mesh over the target body to test against. 


People will get very confused if your collision detection algorithm is too 


accurate, so the correct 'feel' is just as important as the speed of the 
algorithm. Also, because movements are generally triggered only a few times a 
second, and exist over several frames, the collision detection can be 


reasonably complex, because it has a long time to execute. 


The physics in racing games is much more likely to be a hard problem. 


Toby. 
—-MESSAGE FILE 1652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00350 


—-MESSAGE FILE 1653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000353 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 18:01:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6cf7fj$be039@chuka.playstation.co.uk> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:353 scee.yaroze.beginners 
2143 scea.yaroze.freetalk:417 


Hi, 


If you want to apply an animated texture to a TMD, the easiest way is 
probally to have the animation frames in main ram, and download one frame at 
a time ( using LoadImage ) before drawing, so the GPU draws the same TMD 
each time with the same VRAM info, but the graphics change. 

Any other way does involve poking around with the innards of the TMD 
structure... 


Cheers, 


Colin. 


Michael Voegeli wrote in message <34E96F7C.3E149E37@access.ch>... 

> 

> 

>Ed Federmeyer wrote: 

> 

>> Michael Voegeli wrote: 

>> > Obviously, my dxf files don't contain any color and texture information 


>> > but I'm not shure if this is because my modeler doesn't export them or 
>> > because DXF doesn't support them. (222) 

>> > 

>> > I probably have to assign them by editing the RSD File... 

>> 


>> There is an excellent Windows/PC tool called "rsdtool.exe", that you 
>> can download from the "Utilities" page that lets you load an .RSD model 
>> and color and texture the faces of your model. 
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From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Mon, 07 Apr 1997 16:37:40 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <334b2016.21064909@news.playstation.co.uk> 
References: <01bc4074S$bd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, O7 Apr 1997 12:24:29 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>to monitor the error: eg every N frames, inspect the matrix, 
>look at it as 3 vectors, one per axis of the the object; 
>usually each started off life with size ONE (ie 4096), 
>hence test the actual sizes and rescale to ONE if 
>necessary. Les than ideal, but does prevent runaway errors. 


Can you also recalc an axis of the matrix from the other two to ensure 
perpen..perpendicul....they are all at 90 degrees to each other ?-) 


Just do a different axis whenever you recalc and that should keep 
errors down. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15505 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000020 


—-MESSAGE FILE 15506 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000021 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: 8 Apr 1997 18:00:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bc4447S$49f08ec0S0b16e8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <3345420f.1403970@news.playstation.co. 
uk> <3345606A.51F9@innotts.co.uk> <3345a710.544618@news.playstation.co.uk> <01bc4274 
$05a266a0S0805e8c3@fred> <3349dfe5.3964351@news.playstation.co.uk> 
NNTP-Posting-Host: 1d41-011.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Doh! I thought it was OK but after a while I noticed a small change in the 
shape of my object, after further testing it turns out that the function I 
was using is also wrong. So I substituted the RotMatrix function calls 
with my own matrix functions as Alex suggested, now it works better but 
still develops a wobble. It looks like I have jelly on the screen, would be 
great for an underwater game........... 


Either the other functions also have faults(Bad News) or I'm doing 
something wrong(But I don't see how). 


Any more suggestions would be greatly appreciated. 
Mike. 


—-MESSAGE FILE 15506 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000021 
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——MESSAGE FILE 15507 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000022 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: 8 Apr 1997 18:10:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bc4448S$a37ddc80S0b16e8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> 
NNTP-Posting-Host: 1d41-011.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm after the latter of your (Lewis's(SCEETech)) two options, where the 
order matters, I had thought about fixing the matrix every so often and 
after your suggestion that seems to be the answer. I don't suppose you 
could show me an example of how to do that, could you? 


Mike. 


—-MESSAGE FILE 15507 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000022 


——MESSAGE FILE 15508 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000023 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Wed, 09 Apr 1997 00:44:30 GMT 

Organization: Into Beyond 

Lines: 16 

Message-ID: <334be642.2316614@news.playstation.co.uk> 

References: <0O1bc4074Sbd79ee80Sd603e8c3@fred> <3345420f.1403970@news.playstation.co. 
uk> <3345606A.51F9@innotts.co.uk> <3345a710.544618@news.playstation.co.uk> <01bc4274 
$05a266a0S0805e8c3@fred> <3349dfe5.3964351@news.playstation.co.uk> <01bc4447S49f08ec 
O0SO0b16e8c3@fred> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 8 Apr 1997 18:00:30 GMT, "Michael Enoch" 
<100413.2514@compuserve.com> did quoth at me: 


>Either the other functions also have faults(Bad News) or I'm doing 
>something wrong(But I don't see how). 


1) Check for overflows or likely inaccuracies 

2) Are you reusing the same matrix? Errors accumulate. There are 
various positings in this thread describing methods to clear these a 
bit. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 15508 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000023 


—-MESSAGE FILE 15509 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000024 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 


Net Yaroze newsgroups message dump.txt Page 10473 


Date: Wed, 09 Apr 1997 11:13:45 +0100 

Organization: SCEE 

Lines: 39 

Message-ID: <334B6BD9.16E5@interactive.sony.com> 

References: <0O1bc4074Sbd79ee80Sd603e8c3@fred> <3345420f.1403970@news.playstation.co. 
uk> <3345606A.51F9@innotts.co.uk> <3345a710.544618@news.playstation.co.uk> <01bc4274 
$05a266a0S0805e8c3@fred> <3349dfe5.3964351@news.playstation.co.uk> <01bc4447S49f08ec 
0SO0b16e8c3@fred> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Enoch wrote: 


Doh! I thought it was OK but after a while I noticed a small change in the 
shape of my object, after further testing it turns out that the function I 
was using is also wrong. So I substituted the RotMatrix function calls 
with my own matrix functions as Alex suggested, now it works better but 
still develops a wobble. It looks like I have jelly on the screen, would be 
great for an underwater game........... 


Either the other functions also have faults(Bad News) or I'm doing 
something wrong(But I don't see how). 


Any more suggestions would be greatly appreciated. 


VVVVVVVVVVVV VV 


Mike. 


There's nothing intrinsically wrong with any of the Yaroze functions. 
The problem you're seeing is resultant on iterative updating 

of the matrix leading to cumulative errors; it happens on 

lots of systems, whether using fixed or floating point math. 


The simplest solutions I know of are 

(a) recompute the matrix from its (stored) original and 
one rotation angle. Only applicable when matrix only ever 
gets rotated in one given plane. 

(b) monitor the matrix and 'repair' it once in a while. 
The distortion of the TMD on screen is because the basic 
conditions of proper matrices become broken by iterative 
compounding of error: the conditions being that the matrix 
expresses three unit orthogonal vectors. 

Inspect the matrix every N frames, restore it to that state 
(take the current guess at 3 unit perp. matrices and 
rewrite them to make size closest to unit and the three 
directions closest to orthogonality). 


Let us know how it goes 


Lewis 
—-MESSAGE FILE 15509 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000024 


—--MESSAGE FILE 15510 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000025 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: Wed, 09 Apr 1997 15:30:47 +0100 

Organization: SCEE 

Lines: 19 

Message-ID: <334BA817.4A3C@interactive.sony.com> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 


Net Yaroze newsgroups message dump.txt 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 
Mozilla 3.01 


X-Mailer: 


Michael Enoch 
> 


VV NV V V V 


Take the rows 


I'm after the latter of your 
order matters, 
after your suggestion that seems to be the answer. 
could show me an example of how to do that, 


1.0 
text/plain; charset=us-ascii 
7bit 
(Win95; I) 
wrote: 


(Lewis's (SCEETe 
I had thought about fixing th 


Mike. 


(or columns) one at a time calcu 


sqrt (x*xty*y+z*z) 
and divide the x,y,z by the length 


ch)) two options, where the 
e matrix every so often and 
I don't suppose you 
could you? 


late the length 


The problem is that 4096 is one and sqrt is slow. 
All this means is that before the divide you have to multiply by 4096, 


and for the sqrt, 


Stuart 


—-MESSAGE FILE 15510 END: 


es/00000025 


--MESSAGE FILE 15511 START: 


ries/00000026 
Path: chuka.p 
From: "Michael 


only doing one row in a fram 


laystation.co.uk!news 


L Enoch" <100413.2514@compuserve 


Newsgroups: 
Subject: Re: 
Date: 10 Apr 


scee.yaroze.programming.libraries 


e and not every frame. 


. com> 


Organization: 


Rotation Matrix Functions 
1997 01:00:20 GMT 
PlayStation Net Yaroze 


The Solution? 


(SCEE) 


Lines: 29 
Message-ID: 
References: 


NNTP-Posting-Host: 
X-Newsreader: 


Take the rows 
sqrt (x*xty*y+z*z) 


and for the sqrt, 


VVVVVVVVV 


Stuart 


Thanks for the explanation, 


code: 


length=sqrt (Matrix-—>m[i 


(or columns) 


<01lbc454bS$1c8e8fe0$5214e8c30fred> 
<01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> <334BA817.4A3C@interactive.sony.com> 


1d37-082.lon.compuserve.com 


one at a time cal 


and divide the x,y,z by the length 


Microsoft Internet News 4.70.1155 


culate the length 


The problem is that 4096 is one and sqrt is slow. 
All this means is that before the divide you have to multiply by 4096, 


only doing one row in a frame and not every frame. 


i] [0] *Matrix->m[i] [0]+ 


[ 
Matrix->m[i][1l1]*Matrix->m[i][1l]+ 
Matrix->m[i] [2] *Matrix- oR ] [2]); 
Matrix->m[i][0]=(Matrix->m[i] [0] *ONE) /length; 
Matrix-—>m[i] [1]=(Matrix-—>m[i] [1] *ONE) /length; 
Matrix->m[i] [2]=(Matrix->m[i] [2] *ONE) /length; 


I repeated it 3 times changing i to equal 0,1,or 2 for the rows, 


I made this from it and tried it within my 


I wasn't 


too bothered about speed at the moment so I just did all 3 rows every 


frame. 


that the object still changes shape/whatever slightly. Am I just being 


picky or have I done something wrong? 


I thought I'd ask anyway to make sure. 


Thanks for your trouble, 
Mike. 


Page 


What I was wondering is whether I got it right? The reason I ask is 


It doesn't seem as bad as before but 
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net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
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—-MESSAGE FILE 15511 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000026 


—-MESSAGE FILE 15512 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000027 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : The Solution? 

Date: Thu, 10 Apr 1997 09:19:38 +0100 

Organization: SCEE 

Lines: 40 

Message-ID: <334CA29A.539A@interactive.sony.com> 

References: <01bc4074Sbd79ee80$d603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01lbc454bS$1lc8e8fe0$5214e 
8c3@fred> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Enoch wrote: 

> 

Take the rows (or columns) one at a time calculate the length 
sqrt (x*xty*y+z*z) 

and divide the x,y,z by the length 


The problem is that 4096 is one and sqrt is slow. 
All this means is that before the divide you have to multiply by 4096, 
and for the sqrt, only doing one row in a frame and not every frame. 


VVVVVVV VV 


Stuart 


Thanks for the explanation, I made this from it and tried it within my 
code: 


length=sqrt (Matrix—>m[i] [0] *Matrix—>m[i] [0]+ 
Matrix—>m[i] [1] *Matrix->m[i] [1]+ 
Matrix->m[i] [2] *Matrix- ee ][2]); 
Matrix->m[i] [0]=(Matrix—->m[i] [0] *ONE) /length; 
Matrix—->m[i] [1]=(Matrix->m[i] [1] *ONE) /length; 
)/ 


Matrix-—>m[i] [2]=(Matrix—->m[i] [2] *ONE) /length; 

I repeated it 3 times changing i to equal 0,1,or 2 for the rows, I wasn't 
too bothered about speed at the moment so I just did all 3 rows every 
frame. What I was wondering is whether I got it right? The reason I ask is 
that the object still changes shape/whatever slightly. Am I just being 
picky or have I done something wrong? It doesn't seem as bad as before but 
I thought I'd ask anyway to make sure. 


Thanks for your trouble, 
Mike. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


You get this problem because of maths inaccuracies on the PS ( because 
of the 16 bit values ) The normalisation process will oscillate is you 
use it continuously. 

The solution is only to normalise the matrix when you change the 
orientation of your scene/object. Then, when the picture is still you 
won't see any changes occuring. 


Colin. 
—-MESSAGE FILE 15512 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000027 


—--MESSAGE FILE 15513 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000028 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
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Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : The Solution? 

Date: 10 Apr 1997 19:58:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <0Olbc45ea$2a00f1a0$c209e8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01lbc454bS$1lc8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> 

NNTP-Posting-Host: 1d16-194.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


You get this problem because of maths inaccuracies on the PS ( because 
of the 16 bit values ) The normalisation process will oscillate is you 
use it continuously. 

The solution is only to normalise the matrix when you change the 
orientation of your scene/object. Then, when the picture is still you 
won't see any changes occuring. 


Colin. 


VVVVVVVVV 


When the picture is still there are no changes as it is, whether I use the 
code every frame or only when it moves, the problem is that when it moves, 
even with the code in to try to fix it as suggested, the innacuracies in 
the matrix all add up and then the object looks wrong, whether it moves or 
not. I hope you understood that, it's rather confusing as I read it back 
to myself. 


Here is an example: 
I'm printing out an object's matrix, and I then do a full 360 in the Y 

axis. It starts out as: 4096 0 0 

0 4096 0 

0 0 4096 
and it ends up as: 

4096 0 -4 

0 4096 0 

-5 0 4096 
I rotated in 5 degree steps (5* (4096/360)). 


I think the code I'm using to correct this is quite possibly wrong, if 
anyone can see where I'm going wrong, again, I'd be grateful. The code I 
wrote and the description by Stuart are a couple of messages back in this 
thread. 


Mike. 


—-MESSAGE FILE 15513 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000028 


—--MESSAGE FILE 15514 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000029 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : The Solution? 

Date: 11 Apr 1997 19:35:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <0Olbc46b0$08c8d860Sce08e8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01lbc454bS$1lc8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45ea$2a00f1a0$c209e8c3@fred> 
NNTP-Posting-Host: 1d14-206.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


My code was in the wrong place and wasn't affecting anything, now I've 
moved it and there is definately something wrong with it, the object 
streches all over the place. 

Mike. 
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—-MESSAGE FILE 15514 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000029 


—--MESSAGE FILE 15515 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000030 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : The Solution? 

Date: Mon, 14 Apr 1997 10:25:23 +0100 

Organization: SCEE 

Lines: 19 

Message-ID: <3351F803.EB8@interactive.sony.com> 

References: <01bc4074Sbd79ee80S$d603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01bc454b$1c8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45eaS$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c30fred> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


T 


Michael Enoch wrote: 


> 

> My code was in the wrong place and wasn't affecting anything, now I've 
> moved it and there is definately something wrong with it, the object 

> streches all over the place. 

> Mike. 


Two things: 


firstly, your earlier postings gave printouts of a matrix; 
after some rotation, the matrix columns were blatantly not of 
size 4096, which the normalisation in code should guarantee. 


secondly, object stretching is a Definite sign of matrix 
distortion; to sort this, please post your code for maintaining/ 
re-normalising the matrix, AND that for doing the basic rotation. 


Lewis 
--MESSAGE FILE 15515 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000030 


——MESSAGE FILE 15516 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000031 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : The Solution? 

Date: 14 Apr 1997 23:04:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 179 

Message-ID: <01bc4928$a4dd0940$f6lae8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01bc454b$1c8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45ea$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> 
NNTP-Posting-Host: 1d50-246.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Two things: 


firstly, your earlier postings gave printouts of a matrix; 
after some rotation, the matrix columns were blatantly not of 
size 4096, which the normalisation in code should guarantee. 


V V V V V V 


Net Yaroze newsgroups message dump.txt Page 
secondly, object stretching is a Definite sign of matrix 

distortion; to sort this, please post your code for maintaining/ 
re-normalising the matrix, AND that for doing the basic rotation. 


Lewis 


V V V V V V 


OK, I've reformated the code slightly to make it more readable. It starts 
at the comment with asterixes and ends at another. If it seems familiar 
then thats because I borrowed the basics from a demo program. The matrix 
fixing code I wrote is in the middle somewhere with a label so you can't 
miss it. You'll notice it fixes an object called ship[0] every time, this 
is because I'm only working with one object at the moment and I just wanted 
to see if it worked before making a final alteration to the function. The 
rsin() and rcos() functions are also borrowed from a demo, they just supply 
sine and cosine values from tables(in the correct range to 4096). I'm 
fairly sure they are not faulty but I'm going to rewrite them anyway after 
posting this just to be sure. 

Thanks, Mike. 


[ [RRR k k KKK KKK KKK k k k KKK K K k K K K k K K K k K K K K K KOK K K KOK K K KOK K K KOK K K KOR K KK OK KK KK KK 
* xxx xx xxx xxxxx 


void CalculateObjectPosition (MATRIX* GlobalMatrix, 
VECTOR* rotation, 
VECTOR* position, 
VECTOR* velocity, 
GsCOORDINATE2* coordSystem) 


int i=0; 

u_long length; 
VECTOR realMovement; 
MATRIX xMatrix, yMatrix, zMatrix; 
MATRIX copy; 


// velocity is object-relative, is firstly converted to 

// world-relative terms 

// eg 

// find the object-local velocity in super coordinate terms 
ApplyMatrixLV(GlobalMatrix, velocity, &realMovement) ; 


// update position by super-relative movement 
position->vx += realMovement.vx; 
position->vy += realMovement.vy; 
position->vz += realMovement.vz; 


xMatrix=xrotmatrix (rotation->vx) ; 
yMatrix=yrotmatrix(rotation->vy) ; 
zMatrix=zrotmatrix (rotation->vz); 


// to get world-relative rotations instead: 


// use 
MulMatrix0(GlobalMatrix, &xMatrix, &copy); 
MulMatrix0(&copy, &yMatrix, GlobalMatrix); 
MulMatrix0(GlobalMatrix, &zMatrix, &copy); 
*GlobalMatrix = copy; 

// Start of Matrix fix code 

// This function is in main(), ship[0] is a global structure, 


// containing an object handler, a coord system and some 
// vectors which I pass through as the function arguments. 
if (ship[0] .moved==1) 

{ 

ship[0] .moved=0; 


i=0; 
length=sqrt ( 
(ship[0].GlobalMatrix.m[i] [0]*ship[0].GlobalMatrix.m[i] [0])+ 
(ship[0].GlobalMatrix.m[i] [1]*ship[0].GlobalMatrix.m[i] [1])+ 
(ship[0].GlobalMatrix.m[i] [2]*ship[0].GlobalMatrix.m[i] [2])); 
ship[0].GlobalMatrix.m[i] [0]= 

(ship[0] .GlobalMatrix.m[i] [0] *ONE) /length; 
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ship[0].GlobalMatrix.m[i] [1]= 
(ship[0].GlobalMatrix.m[i] [1] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [2]= 
(ship[0].GlobalMatrix.m[i] [2] *ONE) /length; 
1-1չ 


length=sqrt ( 


(ship[0].GlobalMatrix.m[i] [0]*ship[0].GlobalMatrix.m[i] [0])+ 
(ship[0].GlobalMatrix.m[i] [1]*ship[0].GlobalMatrix.m[i] [1])+ 
(ship[0].GlobalMatrix.m[i] [2]*ship[0].GlobalMatrix.m[i][2])); 
ship[0].GlobalMatrix.m[i] [0]= 

(ship[0] .GlobalMatrix.m[i] [0] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [1]= 

(ship[0] .GlobalMatrix.m[i] [1] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [2]= 

(ship[0].GlobalMatrix.m[i] [2] *ONE) /length; 
1=2; 
length=sqrt ( 
(ship[0].GlobalMatrix.m[i] [0]*ship[0].GlobalMatrix.m[i] [0])+ 
(ship[0].GlobalMatrix.m[i] [1]*ship[0].GlobalMatrix.m[i] [1])+ 
(ship[0].GlobalMatrix.m[i] [2]*ship[0].GlobalMatrix.m[i] [2])); 


lobalMatrix.m[i] [0 


G = 
(ship[0] .GlobalMatrix.m[i] [0] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [1]= 
(ship[0].GlobalMatrix.m[i] [1] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [2]= 
(ship[0].GlobalMatrix.m[i] [2] *ONE) /length; 
} 
// End of Matrix fix code 


// copy GlobalMatrix 
coordSystem->coord = *GlobalMatrix; 


// set position absolutely 
coordSystem->coord.t [0] 
coordSystem->coord.t[1] 
coordSystem->coord.t [2] 


position->vx; 
position->vy; 
position->vz; 


// tell GTE that coordinate system has been updated 
coordSystem->flg = 0; 


} 


MATRIX xrotmatrix(int r) 


{ 
MATRIX tmp; 


tmp.m[0] [0] =ONE; 
tmp.m[0] [1]=0; 
tmp.m[0] [2]=0; 


tmp.m[1] [0]=0; 
tmp.m[1] [1]=rcos (r); 
tmp.m[1][2]=-rsin(r); 
tmp.m[2] [0]=0; 
tmp.m[2] [l]=rsin(r); 
tmp.m[2] [2]=rcos(r); 


return tmp; 


} 


MATRIX yrotmatrix(int r) 
{ 
MATRIX tmp; 


tmp.m[0] [0]=rcos (r); 
tmp.m[0] [1]=0; 
tmp.m[0] [2]=rsin(r); 
tmp.m[1] [0]=0; 
tmp.m[1] [1]=ONE; 
tmp.m[1] [2]=0; 
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tmp.m[2] [O0]=-rsin(r); 
tmp.m[2] [1]=0; 
tmp.m[2] [2]=rcos (r); 


return tmp; 


} 
MATRIX zrotmatrix(int r) 
{ 

MATRIX tmp; 


tmp.m[0] [0]=rcos (r); 


tmp.m[0] [1]=-rsin (r); 
tmp.m[0] [2]=0; 
tmp.m[1] [O]=rsin(r); 
tmp.m[1] [1]=rcos (r); 
tmp.m[1] [2]=0; 


return tmp; 


/ [RRR k k KKK KKK k k k k k KK K k k k K k K K K k K K K K K K K K K KOK K K KOK K K KOK K K KOK K K KOK K K KOR K kkk k kkk kkk R K K 
* k k k k k k k k k k k k x x x K < 


--MESSAGE FILE 15516 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000031 


—-MESSAGE FILE 15517 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000032 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : The Solution? 

Date: Tue, 15 Apr 1997 09:46:00 +0100 

Organization: SCEE 

Lines: 209 

Message-ID: <33534048.2B79@interactive.sony.com> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> <0lbc454bS$lc8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45eaS$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d8b60Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> <01bc4928Sa4dd094 
OSf6lae8c3@fred> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Looking at the code, it seems fine, except that 

there's no need to use the sin and cos functions 

(which have small inaccuracies) to get x, y and z matrices; 
instead of 


xMatrix=xrotmatrix (rotation-—>vx) ; 
yMatrix=yrotmatrix(rotation->vy) ; 
zMatrix=zrotmatrix (rotation->vz); 


use 


setVECTOR( &xVector, rotation->vx, 0, 0); 
RotMatrix( &xVector, &xMatrix); 


this will reduce the error. 
To sort this I will need to see printouts of the matrix 


(that was the thing in your earlier posting that made it look 
like the normalisation wasn't working). 
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>> 

> 

>Thank you for your reply. 

>I downloaded rsdtool.exe but didn't try it yet. 
> 
>Actually I would like to downloaded some TMD File with watever 

>color, texture and shading and then change these during RUNTIME. 

> 

>Obvoiously this is not the standard way to go but it would allow great 
>flexibility and reduce my download time. 

> 

>Any (secret) library functions available for manipulating 3d object data 
>? 

>Will I have to go down to the bits and bytes to code it one my own? 


oka a= Աաաա Աաաա Տա a Saha արան ականա aha aKa Ska Ske 
Michael Voegeli Interactive Media Programming 
mail: michael@access.ch vox: +41-61-331-4729 


snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
foes Paka Se =k eS k= k= pawa lk Poke Take Paka x= bawa 


VVVVVVVVV VV 


—-MESSAGE FILE 1653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00353 


—-MESSAGE FILE 1654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000355 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 15:25:26 -0600 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <34EB51C5.D3D4F3E@ix.netcom. com> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fj$beo39@chuka.playstation.co.uk> 

NNTP-Posting-Host: dgr-ill1-21.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:355 scee.yaroze.beginners 
2144 scea.yaroze.freetalk:419 


SCEE wrote: 


If you want to apply an animated texture to a TMD, the easiest way is 
probally to have the animation frames in main ram, and download one 
frame at 

a time ( using LoadImage ) before drawing, so the GPU draws the same 
TMD 

each time with the same VRAM info, but the graphics change. 

Any other way does involve poking around with the innards of the TMD 
structure... 


VVVVVVV VY 


What do I have to do if I want to draw a regular sprite, instead of 
using LoadImage? 


Manny Najera 


—-MESSAGE FILE 1654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00355 


Net Yaroze newsgroups message dump.txt Page 


Good luck 


Lewis 


Michael Enoch wrote: 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Two things: 


firstly, your earlier postings gave printouts of a matrix; 
after some rotation, the matrix columns were blatantly not of 
size 4096, which the normalisation in code should guarantee. 


secondly, object stretching is a Definite sign of matrix 
distortion; to sort this, please post your code for maintaining/ 
re-normalising the matrix, AND that for doing the basic rotation. 


Lewis 


VVVVVVVVVV VV 


OK, I've reformated the code slightly to make it more readable. It starts 
at the comment with asterixes and ends at another. If it seems familiar 
then thats because I borrowed the basics from a demo program. The matrix 
fixing code I wrote is in the middle somewhere with a label so you can't 
miss it. You'll notice it fixes an object called ship[0] every time, this 
is because I'm only working with one object at the moment and I just wanted 
to see if it worked before making a final alteration to the function. The 
rsin() and rcos() functions are also borrowed from a demo, they just supply 
sine and cosine values from tables(in the correct range to 4096). I'm 
fairly sure they are not faulty but I'm going to rewrite them anyway after 
posting this just to be sure. 

Thanks, Mike. 


[ [RRR RRR k k KKK KKK k k k KK k Kk K k K K K K K K K K K K K K K KOK K K KOK K K KOK K K KOR K K KOR K KK K KOK R K KOK R kkk 
KKKKKKKKKKKKKKK 


void CalculateObjectPosition (MATRIX* GlobalMatrix, 
VECTOR* rotation, 
VECTOR* position, 
VECTOR* velocity, 
GsCOORDINATE2* coordSystem) 


int i=0; 

u_long length; 
VECTOR realMovement; 
MATRIX xMatrix, yMatrix, zMatrix; 
MATRIX copy; 


// velocity is object-relative, is firstly converted to 

// world-relative terms 

// eg 

// find the object-local velocity in super coordinate terms 
ApplyMatrixLV(GlobalMatrix, velocity, &realMovement) ; 


// update position by super-relative movement 
position->vx += realMovement.vx; 
position->vy += realMovement.vy; 
position->vz += realMovement.vz; 


xMatrix=xrotmatrix (rotation-—>vx) ; 
yMatrix=yrotmatrix(rotation->vy) ; 
zMatrix=zrotmatrix (rotation->vz); 


// to get world-relative rotations instead: 

// use 
MulMatrix0(GlobalMatrix, &xMatrix, &copy); 
MulMatrix0(&copy, &yMatrix, GlobalMatrix); 


10481 
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VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


MulMatrix0(GlobalMatrix, &zMatrix, &copy); 


*GlobalMatrix = copy; 


// Start of Matrix fix code 

// This function is in main(), ship[0] is a global structure, 
// containing an object handler, a coord system and some 

// vectors which I pass through as the function arguments. 

if (ship[0] .moved==1) 

{ 

ship[0] .moved=0; 

i=0; 

length=sqrt ( 


(ship[0].GlobalMatrix.m[i] [0]*ship[0].GlobalMatrix.m[i] [0])+ 
(ship[0].GlobalMatrix.m[i] [1]*ship[0].GlobalMatrix.m[i] [1])+ 
(ship[0].GlobalMatrix.m[i] [2]*ship[0].GlobalMatrix.m[i] [2])); 


GlobalMatrix.m[i] [0 
(ship[0].GlobalMatri 
ship[0].GlobalMatrix.m[i] [1 
( 
G 
( 


-m[i] [0] *ONE) /length; 


ship[0].GlobalMatri 
lobalMatrix.m[i] [2 
ship[0].GlobalMatrix.m[i] [2] *ONE) /length; 


-m[i] [1] *ONE) /length; 


Ix H % | 


length=sqrt ( 


(ship[0].GlobalMatrix.m[i] [0]*ship[0].GlobalMatrix.m[i] [0])+ 
(ship[0].GlobalMatrix.m[i] [1]*ship[0].GlobalMatrix.m[i] [1])+ 
(ship[0].GlobalMatrix.m[i] [2]*ship[0].GlobalMatrix.m[i][2])); 
ship[0].GlobalMatrix.m[i] [0]= 

(ship[0].GlobalMatrix.m[i] [0] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [1]= 

(ship[0].GlobalMatrix.m[i] [1] *ONE) /length; 
ship[0].GlobalMatrix.m[i] [2]= 

(ship[0].GlobalMatrix.m[i] [2] *ONE) /length; 
1=2; 
length=sqrt ( 
(ship[0].GlobalMatrix.m[i] [0]*ship[0].GlobalMatrix.m[i] [0])+ 
(ship[0].GlobalMatrix.m[i] [1]*ship[0].GlobalMatrix.m[i] [1])+ 
(ship[0].GlobalMatrix.m[i] [2]*ship[0].GlobalMatrix.m[i][2])); 


ship[0].GlobalMatrix.m[i] [0 
ship[0].GlobalMatri 


G 

( 
ship[0].GlobalMatrix.m[i] [1 

( 

G 

( 


-m[i] [0] *ONE) /length; 


ship[0].GlobalMatri 
lobalMatrix.m[i] [2 
ship[0].GlobalMatrix.m[i] [2] ՕԱ) /length; 


-m[i] [1] *ONE) /length; 


Ix x I 


ship[0]. 


} 
// End of Matrix fix code 


// copy GlobalMatrix 
coordSystem->coord = *GlobalMatrix; 


// set position absolutely 


coordSystem->coord.t[0] = position->vx; 
coordSystem->coord.t[1] = position->vy; 
coordSystem->coord.t[2] = position->vz; 


// tell GTE that coordinate system has been updated 
coordSystem->flg = 0; 


} 


MATRIX xrotmatrix(int r) 


{ 
MATRIX tmp; 


tmp.m[0] [0] =ONE; 
tmp.m[0] [1]=0; 
tmp.m[0] [2]=0; 
tmp.m[1] [0]=0; 
tmp.m[1] [1]=rcos (r); 
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} 


{ 


tmp.m[2] [0]=0; 


tmp.m[1] [2]=-rsin(r) 


tmp.m[2] [l]=rsin(r)j; 


return tmp; 


MATRIX yrotmatrix(int r) 


MATRIX tmp; 


tmp.m[2] [2]=rcos(r 


tmp.m[0] [0]=rcos (r); 
tmp.m[0] [1]=0; 
tmp.m[0] [2]=rsin(r) 


tmp.m[1] [0]=0; 


tmp.m[1] [1] =ONE; 


tmp.m[1] [2]=0; 


tmp.m[2] [0]=-rsin (r); 
tmp.m[2] [1]=0; 


return tmp; 


tmp.m[2] [2]=rcos(r 


) 


) 


r 


$ 


, 


r 
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) 


{ 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


MATRIX zrotmatrix(int r) 


MATRIX tmp; 


tmp.m[0] [0]=rcos (r); 
tmp.m[0] [1]=-rsin 
tmp.m[0] [ 
tmp.m[1] [O]=rsin(r); 
tmp.m[1] [1]=rcos (r 
tmp.m[1] [2] 
tmp.m[2] [0]=0; 
tmp.m[2] [1]=0; 


return tmp; 


KKKKKKKKKKKKKKKKKKK 


r); 
J= 


0; 


նն k k k k k KKK k k X k k k k K k K k K Kk K k K K K K K K K K K K K KOK K K KOK K K KOK K K KOK K K KOK K K KOR K K KOR K OK R K k K R K K 


--MESSAGE FILE 15517 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000032 


——MESSAGE FILE 15518 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000033 
Path: 
From: 
Newsgroups: 
Subject: Re: 
Date: 16 Apr 1997 
Organization: 
Lines: 91 

Message-ID: 
References: 


chuka.playstation.co.uk!news 
"Michael Enoch" <100413.2514@compuserve.com> 
scee.yaroze.programming.libraries 

Rotation Matrix Functions 


00:21:55 GMT 


PlayStation Net Yaroze 


Stal, 


(SCEE) 


<01bc49fc$73633900SLocalHost@fred> 
<01bc4074Sbd7 9ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 


96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01lbc454bS$1lc8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45eaS$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> <01bc4928Sa4dd094 


OSf6lae8c3@fred> <33534048.21 


NNTP-Posting-Host: 
X-Newsreader: 


> 
> 
> 
> 
> 
> 


Good luck 


To sort this I wil 


B79@interactive.sony.com> 
1d51-019.lon.compuserve.com 
Microsoft Internet News 4.70.1155 


ԼԼ need to see printouts օք the matrix 
(that was the thing in your earlier posting that made it look 
like the normalisation wasn't working). 
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> 
> Lewis 


Ok, I hope this is what you mean by printouts...... 


Here are 17 matrices. Each matrix is a printout of what happens to my 
object's matrix when you rotate the object around the Y axis by (4096/16) 
units each time. The function I used to get these results was the one I 
posted earlier except with the changes you suggested in your last posting. 
These results are different (worse) than the ones I posted before because 
the normalisation code wasn't in the right place to work last time. 


4096 0 0 
0 4096 0 
0 0 4096 


3784 0 1568 
0 4096 0 
-800 0 3784 


2896 0 2897 
0 4096 0 
-5184 0 3377 


1566 0 3784 
0 4096 0 
-30282 0 751 


766 0 4096 
0 4096 0 
6971 0 9319 


-17970 0 4008 
0 4096 0 
1011 0 3969 


32766 0 -29442 
0 4096 0 
183 0 4053 


3739 0 -13081 
0 4096 0 
9467 0 3851 


2547 0 -15012 
0 4096 0 
2914 0 2878 


2178 0 16616 
0 4096 0 
1590 0 3774 


-6761 0 3955 
0 4096 0 
24 0 4096 


20320 0 557 
0 4096 0 
-778 0 3793 


3739 0 1670 
0 4096 0 
-6312 0 3391 


2815 0 2974 
0 4096 0 
5872 0 409 


1462 0 3826 
0 4096 0 
3666 0 1827 


654 0 4094 
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0 4096 0 
2687 0 3091 


-12848 0 3984 
0 4096 0 
1298 0 3884 


Ok that's it :) 
The second from last one should be when it finished a full loop, I think, 
but it's certainly not the same as the first matrix. I hope this helps. 


Mike. 
—-MESSAGE FILE 15518 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000033 


—--MESSAGE FILE 15519 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000034 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : Still 

Date: Wed, 16 Apr 1997 10:43:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <33549F41.7DBD@micronetics.com> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01lbc454bS$1lc8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45eaS$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> <01bc4928S$a4dd094 
OSf6lae8c3@fred> <33534048.2B79@interactive.sony.com> <01bc49fc$73633900SLocalHost@f 
red> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Why don't you post a zip of your source that reproduces the problem in a 
minimal amount of code? It may be easier for us to see what you are 
doing that way. 


Regards 


Jim 


Michael Enoch wrote: 


> 

> > To sort this I will need to see printouts of the matrix 

> > (that was the thing in your earlier posting that made it look 

> > like the normalisation wasn't working). 

>> 

>> 

> > Good luck 

>> 

> > Lewis 

> 

> Ok, I hope this is what you mean by printouts...... 

> 

> Here are 17 matrices. Each matrix is a printout of what happens to my 

> object's matrix when you rotate the object around the Y axis by (4096/16) 
> units each time. The function I used to get these results was the one I 
> posted earlier except with the changes you suggested in your last posting. 
> These results are different (worse) than the ones I posted before because 
> the normalisation code wasn't in the right place to work last time. 

> 

> Ok that's it :) 

> The second from last one should be when it finished a full loop, I think, 
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> but it's certainly not the same as the first matrix. I hope this helps. 

> 

> Mike. 

—-MESSAGE FILE 15519 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000034 


—-MESSAGE FILE 15520 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000035 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : Still 

Date: Wed, 16 Apr 1997 13:57:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 111 

Message-ID: <3354CCD4.5A60@interactive.sony.com> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01bc454b$1c8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45eaS$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> <01bc4928Sa4dd094 
OSf6lae8c3@fred> <33534048.2B79@interactive.sony.com> <01bc49fc$73633900SLocalHost@f 
red> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Enoch wrote: 


> 
> To sort this I will need to see printouts of the matrix 
> (that was the thing in your earlier posting that made it look 
> like the normalisation wasn't working). 
> 
> 
> Good luck 
> 
> Lewis 


Ok, I hope this is what you mean by printouts...... 


Here are 17 matrices. Each matrix is a printout of what happens to my 
object's matrix when you rotate the object around the Y axis by (4096/16) 
units each time. The function I used to get these results was the one I 
posted earlier except with the changes you suggested in your last posting. 
These results are different (worse) than the ones I posted before because 
the normalisation code wasn't in the right place to work last time. 


4096 0 0 
0 4096 0 
0 0 4096 


3784 0 1568 
0 4096 0 
-800 0 3784 


2896 0 2897 
0 4096 0 
-5184 0 3377 


1566 0 3784 
0 4096 0 
-30282 0 751 


766 0 4096 
0 4096 0 
6971 0 9319 


-17970 0 4008 
0 4096 0 
1011 0 3969 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՊՄՊՎՊՊՊՊՎՊՎՉՊՊԿ 
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32766 0 -29442 
0 4096 0 
183 0 4053 


3739 0 -13081 
0 4096 0 
9467 0 3851 


2547 0 -15012 
0 4096 0 
2914 0 2878 


2178 0 16616 
0 4096 0 
1590 0 3774 


-6761 0 3955 
0 4096 0 
24 0 4096 


20320 0 557 
0 4096 0 
-778 0 3793 


3739 0 1670 
0 4096 0 
-6312 0 3391 


2815 0 2974 
0 4096 0 
5872 0 409 


1462 0 3826 
0 4096 0 
3666 0 1827 


654 0 4094 
0 4096 0 
2687 0 3091 


-12848 0 3984 
0 4096 0 
1298 0 3884 


Ok that's it :) 
The second from last one should be when it finished a full loop, I think, 
but it's certainly not the same as the first matrix. I hope this helps. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Mike. 


It really looks like something wrong with the code to rotate 

the matrix; from the printouts 

above, you can see that the matrix is badly trashed by #4/#5 onwards. 

The problems with object shearing, due to matrix distortion 

due to lots of small inaccuracies compounding, do not usually 

—-MESSAGE FILE 15520 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000035 


—-MESSAGE FILE 15521 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000036 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : Still 

Date: 16 Apr 1997 18:10:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bc4a92$13713c40S$3clae8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b16e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01bc454b$1c8e8fe0$5214e 
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8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45ea$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> <01bc4928Sa4dd094 
OSf6lae8c3@fred> <33534048.2B79@interactive.sony.com> <01bc49fc$73633900SLocalHost@f 
red> <3354CCD4.5A60@interactive.sony.com> 

NNTP-Posting-—Host: 1d49-060.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I started off with the code from the solar2 demo which also does proper 
object-relative rotations and doesn't need normalisation for a long time (1 
suspect it will be the same code in the demos you mentioned) but it still 
needs to be corrected or it does go wobbly after a while. After all the 
vectors and the global matrix is initialised to either 0 for the vectors or 
GsIDMATRIX for the matrix, the only code which modifies the matrix is the 
code I posted earlier. The code I posted earlier didn't mess up for a long 
time either until I added the normalisation code which made it go freaky. 
Whether I use rsin or the RotMatrix function doesn't make any discernible 
difference. I'm sorry to drag this on for so long but no-one seems to have 
code that actually works with normalisation available and I think my 
normalisation code is wrong in some way. I'll try and do as Jim suggests 
and put a zip on my web page but it may take a while for me to figure out 
how to do that because I've never really tried to set up a web page before. 
I'll post a note when I'm done. 


Mike. 
—-MESSAGE FILE 15521 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000036 


—-MESSAGE FILE 15522 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000037 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : Still 

Date: 17 Apr 1997 01:54:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <0Olbc4ad2$d4dd6d00$2d09e8c3@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> <3348D 
96D.289@interactive.sony.com> <334b2016.21064909@news.playstation.co.uk> <01bc4448Sa 
37ddc80S0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> <01lbc454bS$lc8e8fe0$5214e 
8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45eaS$2a00f1la0$c209e8c3@fred> <01 
bc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony.com> <01bc4928Sa4dd094 
OSf6lae8c3@fred> <33534048.2B79@interactive.sony.com> <01bc49fc$73633900SLocalHost@f 
red> <3354CCD4.5A60@interactive.sony.com> <01bc4a92$13713c40S3clae8c3@fred> 
NNTP-Posting-Host: 1d15-045.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


My web site may take a while, the FTP stuff doesn't seem to work....... 


Mike. 
-—-MESSAGE FILE 15522 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000037 


—-MESSAGE FILE 15523 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000038 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: FP calculation speed. 

Date: 17 Apr 1997 07:54:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <01bc4b05$545e09e0$02018484@chrisa> 
NNTP-Posting-Host: 1d39-120.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Does the use of functions such as SIN(), COS() etc. have a dramatic effect 
on speed. I am messing arround with a sprite routine which performs 
1000xSIN() and 1000xCOS() calculations for each of 1000 sprites during the 
GsSortSprite() bit and I seem to be achieving around 1 frame per second 
(wow.). I disabled the SIN & COS calcs and it flew. I am goind to 
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pre-calculate the data into an array - but should I have to do that ? 

Chris Allmark, Zoo Software Solutions 

"If you can't plug it in - We don't use it !" 

—-MESSAGE FILE 15523 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000038 


—-MESSAGE FILE 15524 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000039 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : Still 

Date: Thu, 17 Apr 1997 08:18:41 GMT 

Organization: ElectricMail Ltd. 

Lines: 12 

Message-ID: <3355dc64.85509555@news.playstation.co.uk> 

References: <01bc4448Sa37ddc80S$0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> Հ 
Olbc454bS1c8e8fe0$5214e8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45ea$2a00 
fla0$c209e8c3@fred> <0lbc46b0S08c8d860Sce08e8c30fred> <3351F803.EB8@interactive.sony 
.com> <01bc4928Sa4dd0940$f6lae8c3@fred> <33534048.2B79@interactive.sony.com> <01bc49 
£c$73633900SLocalHost@fred> <3354CCD4.5A60@interactive.sony.com> <01bc4a92$13713c40$ 
3clae8c3@fred> <01lbc4ad2$d4dd6d00$2d09e8c3@fred> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On 17 Apr 1997 01:54:27 GMT, "Michael Enoch" 
<100413.2514@compuserve.com> wrote: 


>My web site may take a while, the FTP stuff doesn't seem to work....... 
Which way? It seems to be working this morning (9:20) When you ftp to 
the site (www.playstation.co.uk) you will be placed in your directory. 


cd public_html to place html pages for viewing by the masses. 


cd public_html/ftp to place files in your ftp download area. 


Mark 
-—-MESSAGE FILE 15524 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000039 


—-MESSAGE FILE 15525 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000040 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FP calculation speed. 

Date: Thu, 17 Apr 1997 13:18:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <33561515.15E9@geocities.com> 

References: <01bc4b05$545e09e0$02018484@chrisa> 

NNTP-Posting-Host: mango.ferndown.ate.slb.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Chris Allmark wrote: 

Does the use of functions such as SIN(), COS() etc. have a dramatic effect 
on speed. I am messing arround with a sprite routine which performs 
1000xSIN() and 1000xCOS() calculations for each of 1000 sprites during the 
GsSortSprite() bit and I seem to be achieving around 1 frame per second 
(wow.). I disabled the SIN & COS calcs and it flew. I am goind to 
pre-calculate the data into an array - but should I have to do that ? 


VVVVVYV 


Yep! It's pretty standard (or *very* standard) in 3D graphics to 
precalculate sin/cos and other tables for speed purposes. 


Net Yaroze newsgroups message dump.txt Page 10490 


Kev. 


Check out the Java K3D applet on: 

http://www.geocities.com/SiliconValley/Pines/7428 

—-MESSAGE FILE 15525 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000040 


——MESSAGE FILE 15526 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000041 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FP calculation speed. 

Date: Thu, 17 Apr 1997 16:16:41 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 29 

Message-ID: <33563ED9.703@interactive.sony.com> 

References: <01bc4b05$545e09e0$02018484@chrisa> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Chris Allmark wrote: 


Does the use of functions such as SIN(), COS() etc. have a dramatic effect 
on speed. I am messing arround with a sprite routine which performs 
1000xSIN() and 1000xCOS() calculations for each of 1000 sprites during the 
GsSortSprite() bit and I seem to be achieving around 1 frame per second 
(wow.). I disabled the SIN & COS calcs and it flew. I am goind to 
pre-calculate the data into an array - but should I have to do that ? 
Chris Allmark, Zoo Software Solutions 

"If you can't plug it in - We don't use it !" 


VVVVVVVV VV 


The standard C sin and cos are very slow, due (I think) 
to using floating-point math and being highly accurate. 


In the sample programs (eg flying, dungeon, tunelfin) 

you'll find modules __already__ written which provide 

interface functions to lookuptables. They're mostly quite 

simple, the only ones to be suspicious of are the arc-trig functions 
which were knocked up quickly, but aren't hard to redo. 


Looking at how the sample code calls and uses the LUT trig 
functions will show how the PlayStation uses angles and 
integer math; basically, 360 degrees = 2 PI 

= 4096 PlayStation units. 


Lewis 
—-MESSAGE FILE 15526 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000041 


—-MESSAGE FILE 15527 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000042 

Path: chuka.playstation.co.uk!news 

From: doug mansell <doug@it.net.au> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: pc-side server (was Re: pc file handling ioctl etc) 

Date: Fri, 18 Apr 1997 00:38:40 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <33572500.5COF@it.net.au> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> 

NNTP-Posting-Host: fluke.it.net.au 
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—-MESSAGE FILE 1655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000356 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 19:56:33 -0600 

Organization: SCEA News Server 

Lines: 27 
Message-ID: <34EB9150.B3BDED04@ix.netcom. com> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fjSbeo39@chuka.playstation.co.uk> <34EB51C5.D3D4F3E@ix. 
netcom. com> 

NNTP-Posting-Host: dgr-il9-34.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:356 scee.yaroze.beginners 
146 scea.yaroze.freetalk:421 


Manny Najera wrote: 


> > If you want to apply an animated texture to a TMD, the easiest way 
is 

> probally to have the animation frames in main ram, and download one 
> frame at 

> a time ( using LoadImage ) before drawing, so the GPU draws the same 


> TMD 
> each time with the same VRAM info, but the graphics change. 
> Any other way does involve poking around with the innards of the TMD 


> structure... 


What do I have to do if I want to draw a regular sprite, instead of 
using LoadImage? 


VVVVVVVVVVV VV 


Forget it, I just figured it out: 


You create a second OT, with it's own workbase and such. You change the 
clip property of the GSDRAWENV to point to the place that you want to 
draw to in VRAM. Then you sort your sprites and whatnot into the second 
OT, which is then drawn into the area you specified. The next time you 
draw your TMD, it will be drawn with the changed textures. 


Manny Najera 


—-MESSAGE FILE 1655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00356 


—-MESSAGE FILE 1656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000357 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Post not appreciated 

Date: 19 Feb 1998 09:35:25 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 33 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cguct$jv81@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Alex Amsel wrote: 


> 

> On Tue, 01 Apr 1997 10:27:37 +0100, sceetech 

> <ps_yaroze@interactive.sony.com> did quoth at me: 

> 

> > You can then construct your own arbitration and messaging process to 
> >effectively allow your Yaroze program to control the PC (or indeed Visa 
> >Versa). 

> 

> Excellent. I think this means you could run a separate program on your 

> PC which could be given commands to basically upload/download files 

> with the PC. 


You could do _so_ much with this server idea. Considering that all Net 
Yaroze members have modems and net connections there's no reason why we 
can't be playing multiplayer net games on our yarozes. That's the 
direction of my fiddling, anyway. 35) 


doug 
--MESSAGE FILE 15527 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000042 


——MESSAGE FILE 15528 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000043 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: FP calculation speed. 

Date: Thu, 17 Apr 1997 19:33:14 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <3358633d.1834747@news.playstation.co.uk> 
References: <01bc4b05$545e09e0$02018484@chrisa> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On 17 Apr 1997 07:54:59 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


Hi Chris, 


>Does the use of functions such as SIN(), COS() etc. have a dramatic effect 
>on speed. I am messing arround with a sprite routine which performs 


The proper ones probably use doubles or floats etc., and are very 
slow. Create a sintable similar to the ones used in several of the 
Sony demos - many contain sincos.h. You may simply use this as the 
accuracy should be ok for your needs. Stay away from floats and 
non-table based maths functions in general. 


If you have any questions just email me. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15528 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000043 


—-MESSAGE FILE 15529 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000044 
Path: chuka.playstation.co.uk!news 
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From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions : Still 

Date: 18 Apr 1997 18:54:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bc4c2a$7371b360S$4c10e8c3@fred> 

References: <01bc4448Sa37ddc80S$0b1l6e8c3@fred> <334BA817.4A3C@interactive.sony.com> Հ 
Olbc454bS1lc8e8fe0$5214e8c3@fred> <334CA29A.539A@interactive.sony.com> <01lbc45ea$2a00 
fla0$c209e8c3@fred> <0lbc46b0S08c8d860Sce08e8c3@fred> <3351F803.EB8@interactive.sony 
.com> <01bc4928Sa4dd0940S$f6lae8c3@fred> <33534048.2B79@interactive.sony.com> <01bc49 
f£c$73633900SLocalHost@fred> <3354CCD4.5A60@interactive.sony.com> <01bc4a92$13713c40$ 
3clae8c3@fred> <0lbc4ad2$d4dd6d00$2d09e8c3@fred> <3355dc64.85509555@news.playstation 
-co.uk> 

NNTP-Posting-Host: 1d29-076.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


There was a problem with my ID. Sony gave me another and now it works. 
So, anyone who wants to join the bug hunt can download doh.zip now from my 
web site, which is at: 


www.playstation.co.uk/~hexadecimal 


I assume you can access my site without me registering it, I don't want to 
register until I've made my final pages. 


Mike. 
—-MESSAGE FILE 15529 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000044 


—-MESSAGE FILE 15530 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000045 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc-side server (was Re: pc file handling ioctl etc) 

Date: 18 Apr 1997 18:56:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0Olbc4c2a$b51dd5a0$4cl10e8c3@fred> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
t.au> 

NNTP-Posting-Host: 1d29-076.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


You could do _so_ much with this server idea. Considering that all Net 
Yaroze members have modems and net connections there's no reason why we 
can't be playing multiplayer net games on our yarozes. That's the 
direction of my fiddling, anyway. :) 


doug 


VV VV V V V 


Great idea, keep us posted. 
Mike. 


—-MESSAGE FILE 15530 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000045 


——MESSAGE FILE 15531 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000046 

Path: chuka.playstation.co.uk!news 

From: doug mansell <doug@it.net.au> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: ad/dd in siocons 

Date: Sun, 20 Apr 1997 23:23:07 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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Message-ID: <335B07CB.12FC@it.net.au> 
NNTP-Posting-Host: fluke.it.net.au 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hello, 


These two commands in siocons have sparked my interest, but I can't find 
any descriptions of them, other than what siocons itself offers. Can 
anyone help? I've thought about how it might work, but maybe I'm 
heading in the wrong direction. 


Basically I want to write a device driver (to offer my programs more 
than just the usual cdrom:, bu:, mem:, etc) so I need to know what to 
implement in my driver code and how to format this driver in memory for 
the ad command to hook it in properly. I guess... Anyone know? 
scee.people maybe? :) 


cheers, bfn 
doug 

—-MESSAGE FILE 15531 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000046 


—--MESSAGE FILE 15532 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000047 
Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc-side server (was Re: pc file handling ioctl etc) 

Date: Mon, 21 Apr 1997 12:23:21 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <335B4E29.33@interactive.sony.com> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3Bl@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
t.au> <Olbc4c2a$b51dd5a0$4cl0e8c3@fred> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Enoch wrote: 


You could do _so_ much with this server idea. Considering that all Net 
Yaroze members have modems and net connections there's no reason why we 
can't be playing multiplayer net games on our yarozes. That's the 
direction of my fiddling, anyway. =) 


doug 


VV VV V V V 


Great idea, keep us posted. 


Mike. 


VVVVVVVVVVV VV 


I think the main reason this hasn't been looked at is due to the 
use of the serial connection making things slow; 

ie the sending of data packets between the Yarozes would be 

far too slow for playable games. 


Will think about it though. 


Lewis 
—-MESSAGE FILE 15532 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000047 
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—--MESSAGE FILE 15533 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000048 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc-side server (was Re: pc file handling ioctl etc) 

Date: Mon, 21 Apr 1997 11:54:02 GMT 

Organization: ElectricMail Ltd. 

Lines: 31 

Message-ID: <335c51d9.261001370@news.playstation.co.uk> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3Bl@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
t.au> <Olbc4c2a$b5ldd5a0$4cl0e8c3@fred> <335B4E29.33@interactive.sony.com> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


> 

>I think the main reason this hasn't been looked at is due to the 
>use of the serial connection making things slow; 

>ie the sending of data packets between the Yarozes would be 

>far too slow for playable games. 

Serial connection is slow? What about all the linkup games currently 
in existence. 


May I point out at this point the slowness of 28.8/33.6 modems which 
are used in TCP/IP-IPX based network games (eg. Doom, Quake). Seeing 
as you can drive a Yaroze at 115200bps, you can get approx 240bytes 
(NTSC) 288bytes (PAL) or of data into the Yaroze per frame refresh. I 
don't know what kind of processor load this would impose, but surely 
it can't be that high? 


>Will think about it though. 


Have a process running on the PC as a server to just download world 
data to the Yaroze, and talk TCP/IP to a server housed somewhere at 
SCE[EAI]? :-) If you can't then I can probably get a server housed on 
our DMZ. I'll have to think a bit more about this... 


<FX: runs off burbling about a Syndicate Wars-type game played over 
the internet.. :-) > 


Or am I talking rubbish? 


Mark, off to chat to more techies about bandwidth, protocol overheads, 
SEC si. 


—-MESSAGE FILE 15533 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000048 


—-MESSAGE FILE 15534 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000049 

Path: chuka.playstation.co.uk!news 

From: doug mansell <doug@it.net.au> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc-side server (was Re: pc file handling ioctl etc) 

Date: Mon, 21 Apr 1997 22:33:58 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <335C4DC6.3DE7@it.net.au> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
t.au> <Olbc4c2a$b5l1dd5a0$4cl0e8c3@fred> <335B4E29.33@interactive.sony.com> <335c51d9 
-261001370@news.playstation.co.uk> 

NNTP-Posting-Host: 203.8.117.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (WinNT; 1) 


Mark wrote: 


> >I think the main reason this hasn't been looked at is due to the 

> >use of the serial connection making things slow; 

> Serial connection is slow? What about all the linkup games currently 
> in existence. 

> 

> May I point out at this point the slowness of 28.8/33.6 modems which 
> are used in TCP/IP-IPX based network games (eg. Doom, Quake). 
Exactly! I remember attempting multiplayer Linux Doom across 14.4k and 
flooding my modem, but these days the games are written with modem 
players in mind and I believe are actually quite playable at 28.8k. I 


still have a slow modem, so I don't try these things at home. :) 


Seeing 

as you can drive a Yaroze at 115200bps, you can get approx 240bytes 
(NTSC) 288bytes (PAL) or of data into the Yaroze per frame refresh. I 
don't know what kind of processor load this would impose, but surely 
it can't be that high? 


VVVVYV 


Obviously across the internet and down a modem then into the yaroze, the 
modem is going to be the slowest part, so you'd want to write your game 
with a target bandwidth of 28.8k. I'd imagine the yaroze could manage 
that. :) 


I'm no expert in the field but I suspect you could get away with as low 
as 10 updates per second. I believe Quake keeps the frame rate high by 
not waiting about for updates and predicting user and object movement 
when updates get dropped. 


("finger johnc@idsoftware.com" for lots of interesting stuff) 

>Will think about it though. 

Have a process running on the PC as a server to just download world 
data to the Yaroze, and talk TCP/IP to a server housed somewhere at 


SCE[EAI]? :-) If you can't then I can probably get a server housed on 
our DMZ. I'll have to think a bit more about this... 


V V V V V V 


Yes, certainly lots to think about. 


> <FX: runs off burbling about a Syndicate Wars-type game played over 
> the internet.. :-) > 


Mmm... £) 
> Or am I talking rubbish? 
No, I don't think so. Now we need someone to just do it. <grin> 


cheers, 
doug 
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--MESSAGE FILE 15534 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000049 


——MESSAGE FILE 15535 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000050 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc-side server (was Re: pc file handling ioctl etc) 
Date: Mon, 21 Apr 1997 19:37:51 GMT 

Organization: Into Beyond 

Lines: 22 
Message-ID: <3361b335.5921795@news.playstation.co.uk> 


References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
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t.au> <Olbc4c2a$b51ldd5a0$4cl0e8c3@fred> <335B4E29.33@interactive.sony.com> <335c51d9 
-261001370@news.playstation.co.uk> <335C4DC6.3DE7@it.net.au> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On Mon, 21 Apr 1997 22:33:58 -0700, doug mansell <doug@it.net.au> did 
quoth at me: 


>("finger johnc@idsoftware.com" for lots of interesting stuff) 


And watch for John's postings around rgp I think. 
[rec.games.programmer [ 


re: serial links 


Yes they are slow, but people do use modems quite happily despite the 
yucky latency still around on them. I read a superb article about 
modems and on-line games describing the main problems and why 
technology is sufficient to handle a lot more than we are actually 
seeing (for a whole variety of reasons). 


I probably have it somewhere here is anyone wants it. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15535 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000050 


—-MESSAGE FILE 15536 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000051 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: pc-side server (was Re: pc file handling ioctl etc) 

Date: Tue, 22 Apr 1997 08:02:19 GMT 

Organization: ElectricMail Ltd. 

Lines: 9 

Message-ID: <335c7052.334349422@news.playstation.co.uk> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
t.au> <Olbc4c2a$b5l1ldd5a0$4cl0e8c3@fred> <335B4E29.33@interactive.sony.com> <335c51d9 
-261001370@news.playstation.co.uk> <335C4DC6.3DE7@it.net.au> <3361b335.5921795@news. 
playstation.co.uk> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Mon, 21 Apr 1997 19:37:51 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
wrote: 
> 


>I probably have it somewhere here is anyone wants it. 

Yes please. 

Mark 

—-MESSAGE FILE 15536 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000051 


—-MESSAGE FILE 15537 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000052 
Path: chuka.playstation.co.uk!news 
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From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Modem Latency and Transmission Speed Report 

Date: Tue, 22 Apr 1997 12:19:33 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <335fachbe.2837673@news.playstation.co.uk> 

References: <333877DF.2FEC@supersonic.win-uk.net> <333A40A0.2D25@interactive.sony.co 
m> <333AEE3C.7169D3B1@pi.net> <33413D27.4F90@supersonic.win-uk.net> <3340D509.4571@i 
nteractive.sony.com> <334832f6.10619960@news.playstation.co.uk> <33572500.5COF@it.ne 
t.au> <Olbc4c2a$b5l1dd5a0$4cl0e8c3@fred> <335B4E29.33@interactive.sony.com> <335c51d9 
-261001370@news.playstation.co.uk> <335C4DC6.3DE7@it.net.au> <3361b335.5921795@news. 
playstation.co.uk> <335c7052.334349422@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 22 Apr 1997 08:02:19 GMT, Mark.Dickman@elmail.co.uk (Mark ) 
did quoth at me: 


>On Mon, 21 Apr 1997 19:37:51 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
>wrote: 

>> 

>>I probably have it somewhere here is anyone wants it. 

> 

>Yes please. 


I'm not sure about posting it to a newsgroup, but I believe the 
original copy came from 


http://ResComp.Stanford.EDU/~cheshire/ 


If it isn't there let me know. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 15537 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000052 


—-MESSAGE FILE 15538 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000053 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Modem Latency and Transmission Speed Report 

Date: Tue, 22 Apr 1997 12:34:05 GMT 

Organization: ElectricMail Ltd. 

Lines: 15 

Message-ID: <335daf90.350541289@news.playstation.co.uk> 

References: <333A40A0.2D25@interactive.sony.com> <333AEE3C.7169D3B1@pi.net> <33413D2 
7.4F90@supersonic.win-uk.net> <3340D509.4571@interactive.sony.com> <334832f6.1061996 
O@news.playstation.co.uk> <33572500.5C0OF@it.net.au> <01lbc4c2aS$b51dd5a0S$4cl1l0e8c3@fred 
> <335B4E29.33@interactive.sony.com> <335c51d9.261001370@news.playstation.co.uk> <33 
5C4DC6.3DE7@it.net.au> <3361b5335.5921795@news.playstation.co.uk> <335c7052.334349422 
@news.playstation.co.uk> <335fac5Se.2837673@news.playstation.co.uk> 
NNTP-Posting-Host: 193.112.20.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Tue, 22 Apr 1997 12:19:33 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
>On Tue, 22 Apr 1997 08:02:19 GMT, Mark.Dickman@elmail.co.uk (Mark ) 
>>On Mon, 21 Apr 1997 19:37:51 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
>>>I probably have it somewhere here is anyone wants it. 

>> 

>>Yes please. 
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> 

>I'm not sure about posting it to a newsgroup, but I believe the 
>original copy came from 

> 

>http://ResComp.Stanford.EDU/~cheshire/ 


thanks a lot... :-) Seems to be some other useful stuff there. 


Mark 
—-MESSAGE FILE 15538 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000053 


—-MESSAGE FILE 15539 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000054 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 

Newsgroups: scee.yaroze.programming.libraries, scee.yaroze.programming.gnu_compiler 
Subject: Errno 

Date: Wed, 23 Apr 1997 16:49:03 +0100 

Organization: Spider Software Limited 

Lines: 23 

Message-ID: <335E2F6F.1ECA@spider.com> 

NNTP-Posting-Host: tasha.spider.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.libraries:54 scee.yaroze.progr 
amming.gnu_compiler:38 


hi, 
Has anyone used errno yet? 
Where is it defined? The sys/errno.h only has the 
#defines. 
On my sun it's in errno.h which then includes sys/errno.h 
but I couldn't see errno.h in the PS includes. 
cheers, 

andy 

PS As an aside, how do dos people search for strings in files? 
I was about to use 'grep' when I realised I'm using dos! 
I've now downloaded 'grep', 'vi', and all the other fun 
UNIX tools. Slowly but surely, my 95 box is looking more 
and more like UNIX every day... :-) 

Andy Winton Spider Software Limited 


8 John's Place, Leith, Edinburgh, EH6 7EL. 

(mailto:andy@spider.com) (http://www.spider.com/) 

(voice +44 131 475 7008) (fax +44 131 475 7001) 

—-MESSAGE FILE 15539 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000054 


—-MESSAGE FILE 15540 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000055 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Rotation Matrix Functions 

Date: 26 Apr 1997 01:02:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <0lbc5lde$0b38e980Sbbaaaec7@fred> 

References: <01bc4074Sbd79ee80Sd603e8c3@fred> <334A0C83.5959@micronetics.com> 
NNTP-Posting-Host: ad30-187.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Has anyone tried my code yet to see what's wrong? 
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I started back down here (the bottom of the thread) so that this message is 
more noticable than my last one (it's off to the right on the line above 
this one). 


Mike. 
-—-MESSAGE FILE 15540 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000055 


—-MESSAGE FILE 15541 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000056 

Path: chuka.playstation.co.uk!news 
From: Andy Winton <andy@spider.com> 
Newsgroups: scee.yaroze.programming.libraries, scee.yaroze.programming.gnu_compiler 
Subject: Re: Errno 

Date: Tue, 29 Apr 1997 10:57:49 +0100 

Organization: Spider Software Limited 

Lines: 21 

Message-ID: <3365C61D.7B73@spider.com> 

References: <335E2F6F.1ECA@spider.com> 

NNTP-Posting-Host: tasha.spider.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.libraries:56 scee.yaroze.progr 
amming.gnu_compiler:47 


Andy Winton wrote: 
> Has anyone used errno yet? 


ECHO, Echo, echo, 
I'm just wanting to talk to the "tty" device but I 
get a return value of -1, so I wanted to know the 


error number. 


Has anyone got some sample talking to "tty" device 


programs? 
cheers, 
andy 
Andy Winton Spider Software Limited 


8 John's Place, Leith, Edinburgh, EH6 7EL. 

(mailto:andy@spider.com) (http://www.spider.com/) 

(voice +44 131 475 7008) (fax +44 131 475 7001) 

—-MESSAGE FILE 15541 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000056 


—-MESSAGE FILE 15542 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000057 

Path: chuka.playstation.co.uk!aldebaran 

From: jean-luc.deltombe@alt.lu (Jean-Luc Deltombe) 
Newsgroups: scee.yaroze.programming.libraries 
Subject: tty device 

Date: Sat, 10 May 1997 05:54:28 GMT 

Organization: Advanced Logic Technology (ALT) 
Lines: 21 

Message-ID: <51l1dni$55al@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup3.arlon.skynet.be 
X-Newsreader: News Xpress 2.01 


Hi, 


After a bit of experimentation with tty device, I have a few questions that 
may be one of you could answer: 


1) Is it possible to do non blocking tty i/o? 
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Even if I open the tty device with O_NOWAIT option, the read operation is 
still blocking. ie read(tty, pBuff, 1) returns only after at least one 
character has been sent to the yaroze. In my point of view, this is a key 
point for multiplayer game implementation as you need to test for incoming 
bytes without blocking the program execution. 


2) what is the O_NOBUFF option of open? 


3) Is ioctl documented somewhere (or source code example available). How to 
change baud rate, settings etc.. 


sceetech maybe? 


Sorry for my english 

Jean-Luc 

—-MESSAGE FILE 15542 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000057 


—-MESSAGE FILE 15543 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000058 
Path: chuka.playstation.co.uk!news 
From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Shift JIS inof 

Date: Wed, 28 May 1997 15:50:55 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 77 

Message-ID: <338CB6CF.4EE6@compuserve.com> 
NNTP-Posting-Host: 1d28-226.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


I've been experimenting with writing files to the memory card and it 
turns out 

that the textual name of a file in the OSD needs to be in Shift Jis, not 
plain 

ASCII. 


I created the routine below by examining the file created by SIOCONS, but 
can 
anyone do better? 


Specifically I will eventually need to use punctuation and special 
characters 

such as accented letters -- where can I find more info on Shift Jis? 
Ken Lam 


ESP Software 


PS Please note that <ctype.h> on the Yaroze PC CD-ROM will cause an error 
in 
linking (_ctype_ undefined reference), the fix is on the Web site. 


#include <ctype.h> 
// 
int ConvertAsciiToShiftJis (const char* asc, char* Տյտ) 


{ 


// (hex numbers) 

// ASCII 'A' = 41, 'a' = 61 

tf 'O' = 30, ' ' = 20 

// Shift JIS 'A' = 82 60, 'a' = 82 81 

// 'O' Հ 81 4f, ' ' = 81 40 
char* AsciiPos = (char *) asc; 


char* ShiftJisPos = sjs; 


do 
{ 


if( isupper(*AsciiPos) ) 
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Hi James, 


I'm sorry if you were offended. I thought this was the yaroze.freetalk.. 

I may have a Sony e-mail address but I'm still a SCEA Yaroze member also. 

I have a web page setup at SCEA if you would like to visit some time. It 
has 

many game demos and PSX source code to help Yaroze members out or 

to whom ever wants to try my games out. As for you concerns about the 

web site, and Yaroze documentation I will personally be taking care of that 
starting in April. If I could get some feedback on what type of 
documentation 

or source code Yaroze members out there want, it will help me out fora 


Yaroze project I'm going to work on. It will be titled "Game Programming 
on 

Net Yaroze in 21 Days", covering everything from graphics, memory cards, 
game ideas, designs, sound, and even the analog joypads! Yes, I plan to 


cover eveything on hundreds of pages of documentation and source code! 
Look for it Spring 98. 


Happy coding, 


George@SCEE 


—-MESSAGE FILE 1656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00357 


—-MESSAGE FILE 1657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000359 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony probably doesn't like this 

Date: Thu, 19 Feb 1998 15:49:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <6chk0p$b31@chuka.playstation.co.uk> 

References: <34295D09.8C4591C@ukonline.co.uk> <342A1541.4D88@interactive.sony.com> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Yes, I know this may be an old thread but I had to say this :) 

Yes you are cynical!! Even a 486DX266 could emulate the consoles from a 
decade ago! The only reason you need the faster machines of today to run the 
emulators is because of the bad programming of those creating the emulators. 
If you were to write the emulators so that the critical stuff used less 
fancy (and slower) commands in assembler then they would be much faster! 

As for today's consoles. It's only the custom chips that prevent a decent 
emulation. If the writers of the emulators used the sort of hardware 
available to the PC today then the emulator could match the consoles and in 
some cases better them! 


Comparable power? The heart of a PSX has as much power as a 386 PC! It's 
only the custom chips that give it the extra power. The GPU is now surpassed 
with the power of the latest 3D accelerators for the PC and as for the sound 
system, take a look at the SoundBlaster AWE range for a better system! 


Don't get me wrong though. In my first week of owning a NY I have enjoyed 
playing about with it. But when it comes to gaming power, if a game is 
available on the PC as well as the PSX then I will get the PC version every 
time. 


Developer Support wrote in message <342A1541.4D88@interactive.sony.com>... 
>Call me cynical, but since the latest PC's are only now being able to 
>emulate consoles from a decade ago, I would be surprised that they would 
>have much of a stab at emulating a machine with comparable power 
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*ShiftJisPostt+ = 0x82; 


*ShiftJisPost+ = (*AsciiPos) 


else if ( islower(*AsciiPos) ) 


*ShiftJisPos+tt+ 
*ShiftJisPost+t 


02:82: 


else if( isdigit(*AsciiPos) ) 


*ShiftJdJisPost+ = 0x82; 


*ShiftJisPost+ = (*AsciiPos) 


else if( isspace(*AsciiPos) ) 


*ShiftJisPost+ = 0x81; 
*ShiftJisPost++ = 0x40; 
} 
else if( *AsciiPos == '\0' ) 


// first char might '\0' 
break; 


// unknown character or character currently not 


handled 
// just ignore the character 
} // end if 
} while( *AsciiPost+ != '\0'); 


// terminate string 
*ShiftJisPost++ 
*ShiftJisPost++ 


0x00; 
0x00; 


} 


(*AsciiPos) 


(string length == 


Page 


// 


10501 


—-MESSAGE FILE 15543 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000058 


—-MESSAGE FILE 15544 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000059 
Path: chuka.playstation.co.uk!news 


From: Developer Support <dev_support@interactive.sony.com> 


Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Shift JIS inof 

Date: Thu, 29 May 1997 11:23:07 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 86 

Message-ID: <338D590B.3EF5@interactive.sony.com> 
References: <338CB6CF.4EE6@compuserve.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ken Lam wrote: 


turns out 
plain 


ASCII. 


can 
anyone do better? 


VVVVVVVVV VV 


I've been experimenting with writing files to the memory card and it 


that the textual name of a file in the OSD needs to be in Shift Jis, 


I created the routine below by examining the file created by SIOCONS, 


not 


but 
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> Specifically I will eventually need to use punctuation and special 
> characters 

> such as accented letters -- where can I find more info on Shift Jis? 
> 

> Ken Lam 

> ESP Software 

> 

> PS Please note that <ctype.h> on the Yaroze PC CD-ROM will cause an error 
> in 

> linking (_ctype_ undefined reference), the fix is on the Web site. 
> 

> #include <ctype.h> 

> // 

> int ConvertAsciiToShiftJis(const char* asc, char* sjs) 

> { 

> 

> // (hex numbers) 

> // ASCII Ճ' = 41, ‘a' = 61 

> // 'O' = 30, ' ' = 20 

> // Shift JIS 'A' = 82 60, 'a' = 82 81 

> // 'O' Հ 81 4f, ' ' = 81 40 

> 

> char* AsciiPos = (char *) asc; 

> char* ShiftJisPos = sjs; 

> 

> do 

> { 

> if( isupper(*AsciiPos) ) 

> { 

> *ShiftJisPost++ = 0x82; 

> *ShiftJisPost++ = (*AsciiPos) + Oxl1f; 

> } 

> else if( islower(*AsciiPos) ) 

> { 

> *ShiftJisPost++ = 0x82; 

> *ShiftJisPos++ = (*AsciiPos) + 0x20; 

> } 

> else if( isdigit(*AsciiPos) ) 

> { 

> *ShiftJisPost++ = 0x82; 

> *ShiftJisPost++ = (*AsciiPos) - '0O' + Ox4f; 
> } 

> else if( isspace(*AsciiPos) ) 

> { 

> *ShiftJisPost++ = 0x81; 

> *ShiftJisPos++ = 0x40; 

> } 

> else if( *AsciiPos == '\0"' ) 

> { 

> // first char might '\0O' (string length == 0) 
> break; 

> } 

> else 

> { 

> // unknown character or character currently not 
> handled 

> // just ignore the character 

> } // end 18 

> 

> } while( *AsciiPost+ != 'N0'); 

> 

> // terminate string 

> *ShiftJisPos++ = 0x00; 

> *ShiftJisPos++ = 0x00; 

> ) 

> 

> // 


See the new <asc2sjis> demo in the new download area. 


While not complete, it's largely there. 
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Lewis 
—-MESSAGE FILE 15544 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000059 


—-MESSAGE FILE 15545 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Drawing Primitives 

Date: 1 Jul 1997 18:22:55 GMT 

Organization: First DataBank 

Lines: 13 

Message-ID: <0lbc864c$ade58d30$5271df£26@disintegration> 
NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Is there any functionallity for using the drawing primitives directly 
within the GPU? What if some of us would like to write our own 3D engine 
based on these primitives? I would think there would be information about 
this. They might be right in front of me and I over looked them. Even in 
general, is there more information about the hardware? This information 
would be very useful for writing low-level asm stuff that takes full 
advantage of the hardware. Any information would be greatly appreciated. 
Thank You. 


Benjamen Siroshton 


—-MESSAGE FILE 15545 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000060 


—-MESSAGE FILE 15546 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000061 

Path: chuka.playstation.co.uk!news 

From: Alain Malek <Alain.Malek@cryogen.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: VSyncCallback 

Date: Thu, 03 Jul 1997 11:43:36 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <33BB7448.19E8E81D@cryogen. com> 
Reply-To: Alain.Malek@cryogen.com 
NNTP-Posting-Host: lsne-home-2-9.urbanet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hello, 


I tried to use the VSyncCallback function. 
But I couldn't share variables between the callback 
routine and the main program. 
The UserGuide book says "information can be held 
in common with the normal program via external variables." 
But how 7 


Here is a piece of code which represents what I've done. 
static int a,b,c; 

static void callback () 

Í a = btc; // just an example... 


) 


static void InitCB() í 
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VSyncCallback (callback) ; 


} 


void main(int argc, char **argv) 
{ 
InitCB(); 


} 


The code didn't crash, but the variables where not 
modified by the callback function. 


Alain 
—-MESSAGE FILE 15546 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000061 


—-MESSAGE FILE 15547 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000062 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: VSyncCallback 

Date: Thu, 03 Jul 1997 11:43:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <33BB825C.20E2@interactive.sony.com> 
References: <33BB7448.19E8E81D@cryogen. com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alain Malek wrote: 
> 


Hello, 


I tried to use the VSyncCallback function. 
But I couldn't share variables between the callback 
routine and the main program. 
The UserGuide book says "information can be held 
in common with the normal program via external variables." 
But how ? 


Here is a piece of code which represents what I've done. 
static int a,b,c; 

static void callback () 

I a = btc; // just an example... 

} 

static void InitCB() ( 

VSyncCallback (callback) ; 


} 

void main(int argc, char **argv) 
InitCB(); 

seis 


The code didn't crash, but the variables where not 
modified by the callback function. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Alain 


I'm sorry to tell you this, but it doesn't work. We'll have to look into 
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it, see if it can be fixed. 


Stuart 
—-MESSAGE FILE 15547 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000062 


—-MESSAGE FILE 15548 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000063 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: VSyncCallback 

Date: Thu, 03 Jul 1997 13:41:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <33BB9DF0.FE2ZEB39B@micronetics.com> 

References: <33BB7448.19E8E81D@cryogen. com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Alain Malek wrote: 


> I tried to use the VSyncCallback function. 
> But I couldn't share variables between the callback 
> routine and the main program. 


Are you using compiler optimisations?? I believe there is a glitch in 
the compiler when relating to the $gp register inside the callback. 


The workaround is to put you callback function and shared variables ina 
separate .c file. Compile that with NO optimizations. And link it with 
your other optimized objects. You will probably have to write a header 
file to declare the variables and prototypes as externs. 


There was a posting about a month or two ago describing exactly this 
from Alex Amsel. Check these out for more information. 


Regards 


JiM 
—-MESSAGE FILE 15548 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000063 


——MESSAGE FILE 15549 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000064 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: VSyncCallback 

Date: Tue, 08 Jul 1997 17:29:52 GMT 

Organization: SN Systems 

Lines: 28 

Message-ID: <5ptt8s$8cl0@chuka.playstation.co.uk> 

References: <33BB7448.19E8E81D@cryogen.com> <33BB9DF0.FE2ZEB39B@micronetics.com> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Jim <jim@micronetics.com> wrote: 


>Are you using compiler optimisations?? I believe there is a glitch in 
>the compiler when relating to the $gp register inside the callback. 

>The workaround is to put you callback function and shared variables ina 
>separate .c file. Compile that with NO optimizations. And link it with 
>your other optimized objects. You will probably have to write a header 
>file to declare the variables and prototypes as externs. 
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The information I have is that when coding an event handler you have 
to compile with -G0, as the GP register has been loaded with the 
kernel's small-data section address at this point. (You could reload 
GP yourself at the start of the event handler code but this might be 
difficult unless you know the structure of the kernel data.) However, 
it also says here that callback routines don't suffer from this 
problem because the kernel knows to reload GP for you before executing 
the callback. Perhaps it's different on the Net Yaroze, though. 


I have no idea of the source of this information, incidentally; I'm 
just transcribing it from our notes on the subject. ("I'm a doctor, 
Jim, not a PlayStation programmer!") It's either trial-and-error or a 
rephrasing of a Sony doc. 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 
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—-MESSAGE FILE 15549 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000064 


—-MESSAGE FILE 15550 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000065 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: VSyncCallback 

Date: Sun, 20 Jul 1997 20:09:27 GMT 
Organization: Into Beyond 

Lines: 22 

Message-ID: <33d66133.1428347@news.playstation.co.uk> 
References: <33BB7448.19E8E81D@cryogen. com> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 03 Jul 1997 11:43:36 +0200, Alain Malek 
<Alain.Malek@cryogen.com> did quoth at me: 


> I tried to use the VSyncCallback function. 
>But I couldn't share variables between the callback 
>routine and the main program. 


With optimisation on is where the problems usually occur. Probably the 
data pointer not being reloaded... 


Easy fix is to ensure your make file compiles this handler with 
different options to your other code (i.e. no optimisation). 
Regards, 

Alex Amsel 

+ Tuna Technologies + Windows 95/NT, Console and Internet + 


+ The PC/PS-X Game Tools and Game Development Specialists + 
+ Iwan Roberts, Norwich is a great place, please go! WWFC + 


—-MESSAGE FILE 15550 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000065 


—-MESSAGE FILE 15551 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000066 

Path: chuka.playstation.co.uk!news 

From: Michael Dalton <MichaelD@manic.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Low memory usage 
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Date: Thu, 14 Aug 1997 16:51:14 +0100 
Organization: Manic Media Productions Ltd 
Lines: 19 

Message-ID: <33F32972.66D2@manic.co.uk> 
NNTP-Posting-Host: gw2-132.pool.dircon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hello NY Users, 


If you monitor the freetalk section you may have already seen this; if 
not read on ..... 


I have noticed some programs tend to have a low load address, well below 
that of 0x80090000 that Net Yaroze manuals suggests. Attempting to load 
these programs via a 'boot' program or from the siocons causes 
everything to freeze - not altogether unexpected. 


Does anyone know of a way to reclaim some or all of the bottom 576K on 
NetYaroze in order to run such programs or just have more mem space ??? 


Tell me ! 
Thanks, 


Michael. 
—-MESSAGE FILE 15551 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000066 


—-MESSAGE FILE 15552 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000067 

Path: chuka.playstation.co.uk!news 

From: Simon Wood <simon@mintsauce.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Analog Controller 

Date: Thu, 21 Aug 1997 11:24:06 +0100 
Organization: Black Sheep Design 

Lines: 19 

Message-ID: <33FC1746.813@mintsauce.com> 
Reply-To: simon@mintsauce.com 

NNTP-Posting-Host: host5-99-45-247.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi 


I would like to be able to support the new Analog Controller. But 
before I go out and buy one I would like to be sure that I can get the 
details of what data it returns and in what format. 


So, what I am after is the data format returned by the Analog 
Controller!! 


Any details, leads etc. would be greatly appreciated. 

Regards 

Simon Wood 

P.S. Details of any other controllers not detailed in the User Guide 
and the Manual Additions on the WebSite would also be greatly 
appreciated. 


—-MESSAGE FILE 15552 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000067 
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——MESSAGE FILE 15553 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000068 

Path: chuka.playstation.co.uk!news 

From: Colin_Hughes@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Analog Controller 

Date: 21 Aug 1997 12:33:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <5thcj9S$3qt2@chuka.playstation.co.uk> 
Reply-To: simon@mintsauce.com 

NNTP-Posting-Host: 194.203.13.2 

To: news@playstation.co.uk 

Originator: news@chuka.playstation.co.uk 


Analog controller returns... 


(Byte) 

0 -0 

ի -ID code changes depending օո mode 

2/3 - Buttons 

4/5/6/7 - 4 analog channels 0-255, with 128 centred 


I cant remember the code offhand, but just write a little test program. 


Cheers, 

Colin. 

To: Colin Hughes 

ees 

From: news @ playstation.co.uk 


Subject: Analog Controller:scee.yaroze.programming.libraries 


From: Simon Wood <simon@mintsauce.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Analog Controller 

Organization: Black Sheep Design 

Reply-To: simon@mintsauce.com 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hi 

I would like to be able to support the new Analog Controller. But 
before I go out and buy one I would like to be sure that I can get the 
details of what data it returns and in what format. 

So, what I am after is the data format returned by the Analog 
Controller!! 

Any details, leads etc. would be greatly appreciated. 

Regards 

Simon Wood 


P.S. Details of any other controllers not detailed in the User Guide 
and the Manual Additions on the WebSite would also be greatly 
appreciated. 


—-MESSAGE FILE 15553 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000068 
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——MESSAGE FILE 15554 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000069 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Analog Controller 

Date: Thu, 21 Aug 1997 20:17:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33FC943F.649F276E@mail.globalnet.co.uk> 
References: <33FC1746.813@mintsauce.com> 
NNTP-Posting-Host: client8424.globalnet.co.uk 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 4.01 [en] (Win95; I) 


To: simon@mintsauce.com 


X- 


Priority: 3 (Normal) 


Simon Wood wrote: 


VVVVVVVVVVVVVVV VV VV 


Hi 

I would like to be able to support the new Analog Controller. But 
before I go out and buy one I would like to be sure that I can get the 
details of what data it returns and in what format. 

So, what I am after is the data format returned by the Analog 
Controller!! 

Any details, leads etc. would be greatly appreciated. 

Regards 

Simon Wood 

P.S. Details of any other controllers not detailed in the User Guide 
and the Manual Additions on the WebSite would also be greatly 
appreciated. 


Doesn't the peripheral.html file tell you about the analogue 


controller ?(In the manual additions section) 


—-MESSAGE FILE 15554 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000069 


—-MESSAGE FILE 15555 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000070 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Analog Controller 

Date: Tue, 26 Aug 1997 10:02:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <34029BB6.E4EA0908@micronetics.com> 
References: <33FC1746.813@mintsauce.com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 
X- 


Mailer: Mozilla 4.01 [en] (Win95; I) 
Priority: 3 (Normal) 


Hi Simon, 


I 


was going to document this at the weekend but other projects consumed 


my time. Like attempting to drink 4 gallons of beer. (i failed) 


The operation of the duel analog controller is much the same as the 
digital one except there are four extra bytes at pad[4] .. pad[7]. 
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They are just signed chars for the x,y axis for each analog controller. 


You can also depress each thumb pad as well so it works like a button. 


The pad id (pad[1]) changes whenever you press the analog button on the 
pad, but for the life of me can't remember what it comes up with. 


I 


worked it all out by just printfing pad[0..7] in a loop and pressing 


all the buttons to see what would happen. 


It only took me about 30 minutes to work analog code into my current 
project. 


Jim 


Simon Wood wrote: 


VVVVVVVVVVVVVVV VV MEN 


Hi 


I would like to be able to support the new Analog Controller. But 
before I go out and buy one I would like to be sure that I can get the 
details of what data it returns and in what format. 


So, what I am after is the data format returned by the Analog 
Controller!! 


Any details, leads etc. would be greatly appreciated. 

Regards 

Simon Wood 

P.S. Details of any other controllers not detailed in the User Guide 


and the Manual Additions on the WebSite would also be greatly 
appreciated. 
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—-MESSAGE FILE 15555 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000070 


—--MESSAGE FILE 15556 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000071 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <leanne.mckee@virgin.net> 


Newsgroups: scee.yaroze.programming.libraries 
Subject: Memory Map 

Date: Sun, 31 Aug 1997 19:19:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3409B5BD.17E40A2A@virgin.net> 
Reply-To: leanne.mckee@virgin.net 
NNTP-Posting-Host: p37-martin-gui.tch.virgin.net 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 
X- 


I 


Mailer: Mozilla 4.0 [en] (Win95; I) 
Priority: 3 (Normal) 


am learning to use the yaroze and would be greatfull if somebody could 


give me a decent memory map of the yaroze in plain english. 


Many thanks in advance, 


Ian Thompson 


--MESSAGE FILE 15556 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000071 


—-MESSAGE FILE 15557 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000072 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
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> 

>Paul 

> 

>Peter Dollochan wrote: 

>> 

>> hi all 

>> I see some clever chappy has written a psx emulater for the pc 
>> and guess wot the Yaroze stuff can be done to. 

>> Yaroze games coming to a PC near you or something I suppose. 
>> Pete. 


—-MESSAGE FILE 1657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00359 


—-MESSAGE FILE 1658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000360 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: Thu, 19 Feb 1998 16:23:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6chm17S$b32@chuka.playstation.co.uk> 

References: <6aqnr9$711@chuka.playstation.co.uk> <6at222Sb21@chuka.playstation.co.uk 
> <O1lbd2da6$8324f3e0S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Roland Boettcher wrote in message 
<01bd2da6$8324f3e0S77el6dc0@ulthar.han.de>... 

>SCEE <dev_support@interactive.sony.com> schrieb im Beitrag 
><6at222Sb21@chuka.playstation.co.uk>... 

>> If you wish I'll try and knock up something over the next month or two ( 
>as 

>> long as I can spare the time from work and home decorating ) 
>> It won't have brilliant graphics, but I'll try to make it open and easily 
>> improvable. 

>> 

>> Cheers, 

>> 

>> Colin. 

>> 

>> ( Senior Libraries & Technologies Engineer SCEE ) 

>> 

> 

>Yes I wish. Please make it. 

> 

>Roland 

> 


I second that!! 


—-MESSAGE FILE 1658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00360 


—-MESSAGE FILE 1659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000361 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a better idea than 'Black Magic' 

Date: Thu, 19 Feb 1998 16:29:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6chmb0$b33@chuka.playstation.co.uk> 
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Newsgroups: scee.yaroze.programming.libraries 
Subject: Memory Map 

Date: 1 Sep 1997 11:14:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <5ue82bS$2gk7@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>I am learning to use the yaroze and would be greatfull if somebody could 
>give me a decent memory map of the yaroze in plain english. 

0::00000000 - Ox001fffff is the normal bit of memory but this is also mapped 
to 

02:80000000 - Ox801fffffF and Oxa0000000 - Oxa0lfffff. The differences are to 
do 

with caching, its best to use 0x8... 


The libraries take up everything from 0x00000000 - Ox0008ffff. 
The stack takes up everything from 0x001fff00 - Ox001fffff. 


0218800000 - Ox1lf8003ff is the scratch pad, or D cache 
And thats about it 


Stuart 


—-MESSAGE FILE 15557 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000072 


—-MESSAGE FILE 15558 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000073 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <leanne.mckee@virgin.net> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Memory Map 

Date: Thu, 04 Sep 1997 00:49:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <340DF79D.E85783B6@virgin.net> 
References: <5ue82b$2gk7@chuka.playstation.co.uk> 
Reply-To: leanne.mckee@virgin.net 
NNTP-Posting-Host: pl8-dunlin-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

To: Stuart_Ashley@Playstation.sony.com 
X-Priority: 3 (Normal) 


Stuart_Ashley@Playstation.sony.com wrote: 


Ox80000000 - 0x801fffff and Oxa0000000 - Oxa0lfffff. The differences 
are to 
do 


> From: Stuart_Ashley@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> >I am learning to use the yaroze and would be greatfull if somebody 
> could 

> >give me a decent memory map of the yaroze in plain english. 

> 0x00000000 - Ox001fffff is the normal bit of memory but this is also 
> mapped 

> to 

> 

> 

> 
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> with caching, its best to use 0x8... 

: The libraries take up everything from 0::00000000 - Ox0008ffff. 
> The stack takes up everything from Ox001fff00 - 0x001fffff. 

Վ 02:1Է800000 - Ox1f8003ff is the scratch pad, or D cache 

x And thats about it 

4 Stuart 


Thanks Stuart, 


know its in the manual but could you confirm the load adress of 
graphic, sound and code please. 


Thanks again. 


tan. 


(Oops! Just reposted this message to group, Incase the info is of any 
use to anybody else.) 


—-MESSAGE FILE 15558 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000073 


——MESSAGE FILE 15559 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000074 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Memory Map 

Date: Thu, 04 Sep 1997 14:39:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <340EB9FA.462F@interactive.sony.com> 

References: <5ue82bS2gk7@chuka.playstation.co.uk> <340DF79D.E85783B6@virgin.net> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


T 


Ian Thompson wrote: 


I know its in the manual but could you confirm the load adress of 
graphic, sound and code please. 


Thanks again. 


Ian. 


VVVVVVVV 


You can load graphics sound and your program anywhere. Personally I load 
my graphics and sound to 0x80090000 to Ox800FFFFF and my program from 
0x80100000. I find its best to put the graphics and sound before the 
program as the program is bigger than it looks due to uninitialised data 
(the gpu work area being the biggest problem), which can cause problems 
with the graphics and sound being overwritten if they are placed after 
the program. 


Once your graphics and sound are loaded into memory they can be 
transfered to graphics and sound memory freeing up that area, which can 
then be used as you wish (this does mean that you'll have to reload the 
graphics everytime you run, and maybe the sound unless you alter the 
program so it only transfers from main memory to sound memory on the 
first run each session). 


You maybe wondering if you can load direct to sound and video memory. 
The answer is no, not even full developers can do this, its to do with 
the way the playstation is put together. 
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Stuart 
—-MESSAGE FILE 15559 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000074 


——MESSAGE FILE 15560 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000075 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <leanne.mckee@virgin.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Memory Map 

Date: Fri, 05 Sep 1997 00:21:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <340F4296.4CA6AC4C@virgin.net> 

References: <5ue82b$2gk7@chuka.playstation.co.uk> <340DF79D.E85783B6@virgin.net> <34 
OEBOFA.462F@interactive.sony.com> 

Reply-To: leanne.mckee@virgin.net 

NNTP-Posting-Host: p08-hawk-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

To: Developer Support <dev_support@interactive.sony.com> 

X-Priority: 3 (Normal) 


Developer Support wrote: 
Ian Thompson wrote: 


I know its in the manual but could you confirm the load adress of 
graphic, sound and code please. 


Thanks again. 


Tan. 


VVVVVVVV 


You can load graphics sound and your program anywhere. Personally I 
load 
my graphics and sound to 0x80090000 to Ox800FFFFF and my program from 
0x80100000. I find its best to put the graphics and sound before the 
program as the program is bigger than it looks due to uninitialised 
data 
(the gpu work area being the biggest problem), which can cause 
problems 

with the graphics and sound being overwritten if they are placed after 


the program. 


Once your graphics and sound are loaded into memory they can be 
transfered to graphics and sound memory freeing up that area, which 
can 

then be used as you wish (this does mean that you'll have to reload 
the 
graphics everytime you run, and maybe the sound unless you alter the 
program so it only transfers from main memory to sound memory on the 
first run each session). 


You maybe wondering if you can load direct to sound and video memory. 
The answer is no, not even full developers can do this, its to do with 


the way the playstation is put together. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Stuart 
Great! Just the information I was looking for. 
Thankyou for all your help Stuart. 


Ian T. 
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—-MESSAGE FILE 15560 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000075 


—--MESSAGE FILE 15561 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000076 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Timers 

Date: Sun, 21 Sep 1997 13:09:16 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 17 

Message-ID: <342473BC.7566@peace.co.nz> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Quick and easy question: 


Is there any mechanism for causing an interrupt at a given time period? 
(Not VSyncCallback, because the time for that changes depending on 
whether you're using NTSC or PAL). 


Ta muchly, 


James 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Bad day: When your income tax refund check bounces. 
—-MESSAGE FILE 15561 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000076 


—-MESSAGE FILE 15562 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000077 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: Mon, 22 Sep 1997 10:49:43 GMT 

Organization: SN Systems 

Lines: 12 

Message-ID: <605ia7$5324@emeka.playstation.co.uk> 
References: <342473BC.7566@peace.co.nz> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


James Russell <jamesr@peace.co.nz> wrote: 

>Is there any mechanism for causing an interrupt at a given time period? 
>(Not VSyncCallback, because the time for that changes depending on 
>whether you're using NTSC or PAL). 


Root Counters, mate. StartRCnt and so forth. 

Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Disclaimer: the ads are my employers' but the opinions are mine. 

—-MESSAGE FILE 15562 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000077 


—-MESSAGE FILE 15563 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
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ries/00000078 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: Mon, 22 Sep 1997 23:02:49 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 28 

Message-ID: <34265059.398@peace.co.nz> 

References: <342473BC.7566@peace.co.nz> <605ia7S5324@emeka.playstation.co.uk> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Gil Jaysmith wrote: 


James Russell <jamesr@peace.co.nz> wrote: 

>Is there any mechanism for causing an interrupt at a given time period? 
>(Not VSyncCallback, because the time for that changes depending on 
>whether you're using NTSC or PAL). 


VVVVVVV 


Root Counters, mate. StartRCnt and so forth. 


But don't the counters just 'count' at a given rate, and you have to 
check them to see where they've got up to? I.e, they don't cause 
interrupts? 


The prog manual tells you about them but the library pages don't give 
enough info on what parameters they take. If they can cause an interrupt, 
that you be great, but AFAICT the only parameter the lib functions 

use is one that resets the counter to a set value. 


Cheers, 


J. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


"Sorry, this is the end for you!" -A-ko "Ha, That's my line!" -B-ko 
--MESSAGE FILE 15563 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000078 


—-MESSAGE FILE 15564 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000079 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: jamesr@peace.co.nz 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Timers 

Date: 22 Sep 1997 11:16:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <605k25$5325@emeka.playstation.co.uk> 
Reply-To: jamesr@peace.co.nz 

NNTP-Posting-—Host: 194.203.13.2 

Originator: news@emeka 


From: Lewis_Evans@PLAYSTATION.SONY.COM 
To: news@playstation.co.uk 


All you need is a method for translating frameCounter times in your program 
to seconds in the real world. 

(assuming you have a frameCounter variable that's updated every pass 
through the main loop). 
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Firstly detect PAL or NISC; now you know 50 or 60 frames per second. 


Secondly calculate the program's own frame rate from its hsync count. (Get 
hsync by VSync (1); 

240 scan lines for one frame of NTSC and 270 for PAL (roughly)). This tells 
you the frame rate divider 

(integer, typically 1 to 4). Now you know how long one frame takes. 


Eg in a PAL program with hsync count 340, frame rate divider is 2, ie 
running at 25 fps. 


Hence you can detect when N.M seconds have passed. 


Lewis 
To: Lewis Evans 
ՇՇ: 
From: news @ playstation.co.uk 
Subject: Timers:scee.yaroze.programming.libraries 


From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Timers 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Quick and easy question: 

Is there any mechanism for causing an interrupt at a given time period? 
(Not VSyncCallback, because the time for that changes depending on 
whether you're using NTSC or PAL). 


Ta muchly, 
James 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 
Bad day: When your income tax refund check bounces. 


—-MESSAGE FILE 15564 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000079 


——MESSAGE FILE 15565 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000080 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: Tue, 23 Sep 1997 02:55:23 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 47 

Message-ID: <342686DB.1F1A@peace.co.nz> 

References: <605k25S$5325@emeka.playstation.co.uk> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Lewis_Evans@PLAYSTATION.SONY.COM wrote: 

> 

> All you need is a method for translating frameCounter times in your program 
> to seconds in the real world. 
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(assuming you have a frameCounter variable that's updated every pass 
through the main loop). 


Firstly detect PAL or NTSC; now you know 50 or 60 frames per second. 


Secondly calculate the program's own frame rate from its hsync count. (Get 
hsync by VSync (1); 


VV V V V V V 


But that won't work if the frame rate is variable. 


240 scan lines for one frame of NTSC and 270 for PAL (roughly)). This tells 
you the frame rate divider 
(integer, typically 1 to 4). Now you know how long one frame takes. 


Eg in a PAL program with hsync count 340, frame rate divider is 2, ie 
running at 25 fps. 


Hence you can detect when N.M seconds have passed. 


VVVVVVVVV 


Whoa, didn't get that at all. 


One solution I could use would be to use Bresenhams (!) algorithm. 

If in PAL, run the program as normal (50 times a second) but if in NTSC 
you've got to run the interrupt on MOST (but not all) Vsync interrupts. 

To figure out which ones, draw an imaginary line from (0,0) to 

(width 60 (or X*60),50 (or X*50)). Every frame, advance 1 pixel to the right 
and if you go 'up' a pixel, call the interrupt, otherwise don't. 


This effectively calls the interrupt 5/6 of the time on an NTSC system, 
i.e. 50 times a second. Because Bresenhams handles the error nicely, 
you don't get the slight speedup/slowdown caused by an inaccurate 
fraction representation of 5/6. 


I would LIKE to use the root counters, and the User Guide *briefly* mentions 
something about the root counter and interrupts, but ends there. 


No luck then. 


Cheers, 


James 


10517 


—-MESSAGE FILE 15565 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000080 


—-MESSAGE FILE 15566 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000081 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: Mon, 22 Sep 1997 16:01:04 GMT 

Organization: SN Systems 

Lines: 24 

Message-ID: <6064i1$5327@emeka.playstation.co.uk> 


References: <342473BC.7566@peace.co.nz> <605ia7S5324@emeka.playstation.co.uk> <34265 


059.398@peace.co.nz> 

Reply-To: gil@snsys.com 
NNTP-Posting-Host: gil.snsys.com 
X-Newsreader: Forte Free Agent 1.0.82 


James Russell <jamesr@peace.co.nz> wrote: 

>But don't the counters just 'count' at a given rate, and you have to 
>check them to see where they've got up to? I.e, they don't cause 
>interrupts? 

>The prog manual tells you about them but the library pages don't give 
>enough info on what parameters they take. If they can cause an interrupt, 
>that you be great, but AFAICT the only parameter the lib functions 

>use is one that resets the counter to a set value. 


Sorry... didn't look hard enough at the manuals. I thought that since 
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they had some of the root counter functions they'd have SetRCnt as 
well, which is where you'd normally specify you want an interrupt. 


Interesting that the documentation mentions RCntCNT2 and RCntMdNOINTR, 

though, since these are values you can pass to SetRCnt to control 

whether you get interrupts. I wonder whether this was an accidental 

omission. Anyone at SCEE want to comment? Or is this just another 

—-MESSAGE FILE 15566 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000081 


—-MESSAGE FILE 15567 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000082 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: jamesr@peace.co.nz 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: 22 Sep 1997 16:58:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <606836$5328@emeka.playstation.co.uk> 
Reply-To: jamesr@peace.co.nz 

NNTP-Posting-Host: 194.203.13.2 

Originator: news@emeka 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 


Subject: Re: Timers:scee.yaroze.programming.libraries 


From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Lewis_Evans@PLAYSTATION.SONY.COM wrote: 

> 

> All you need is a method for translating frameCounter times in your 
program 

> to seconds in the real world. 

(assuming you have a frameCounter variable that's updated every pass 
through the main loop). 


Firstly detect PAL or NISC; now you know 50 or 60 frames per second. 


Secondly calculate the program's own frame rate from its hsync count. 
Get 

> hsync by VSync (1); 
But that won't work if the frame rate is variable. 


—~VVVVVV 


-- You're right; but you can get pretty close estimate of variable frame 
rate without wasting too much memory. 
Just store the 


> 240 scan lines for one frame of NTSC and 270 for PAL (roughly)). This 
tells 

> you the frame rate divider 

> (integer, typically 1 to 4). Now you know how long one frame takes. 

> 

> Eg in a PAL program with hsync count 340, frame rate divider is 2, ie 
> running at 25 fps. 

> 

> Hence you can detect when N.M seconds have passed. 
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> 
Whoa, didn't get that at all. 


-- All I mean is: the hsync (horizontal scan line count) of a single pass 
through your program determines the frame rate. 


Lots of sample code has lines like this 

cpuLoad = VSync (1); // find number of scan lines taken by CPU work 
DrawSync (0); // wait for all draw processes to finish 
gpuLoad = VSync (1); // find GPU load 

VSync (0); // wait for vertical blank interrupt 


The part about 270 - PAL and 240 - NTSC is the limits on what you get per 
scan line; 


eg in PAL, 
FrameRateDivider = 1; 
hsyncCopy = hsync; // copy the number of scan lines taken per single 


pass through main loop 

while (hsyncCopy > 270 ) 
{ 
FrameRateDivider+tt+; 
hsyncCopy -= 270 ; 
} 


knowing the FrameRateDivider tells you the actual frame rate (maximum 
divided by the divider). 

One solution I could use would be to use Bresenhams (!) algorithm. 

If in PAL, run the program as normal (50 times a second) but if in NTSC 
you've got to run the interrupt on MOST (but not all) Vsync interrupts. 
To figure out which ones, draw an imaginary line from (0,0) to 

(width 60 (or X*60),50 (or X*50)). Every frame, advance 1 pixel to the 
right 

and if you go 'up' a pixel, call the interrupt, otherwise don't. 

This effectively calls the interrupt 5/6 of the time on an NTSC system, 
i.e. 50 times a second. Because Bresenhams handles the error nicely, 
you don't get the slight speedup/slowdown caused by an inaccurate 
fraction representation of 5/6. 

I would LIKE to use the root counters, and the User Guide *briefly* 
mentions 

something about the root counter and interrupts, but ends there. 


-- See an SCEE demo (I think it's called 'profile') for use of the root 
counter. 
Basically, GetRCnt(1) returns the value of the counter. I think it uses 
hsyncs (scan lines) 

as unit of measurement (not sure though). 

No luck then. 


Cheers, 
James 


—-MESSAGE FILE 15567 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000082 


—-MESSAGE FILE 15568 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000083 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: A critical question 

Date: Wed, 15 Oct 1997 01:03:14 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <344478C2.6263@dial.pipex.com> 

NNTP-Posting-Host: al233.du.pipex.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 
Hi, 


Can someone help clear up in my mind the use of the EnterCriticalSection () 
and ExitCriticalSection() functions. I realize, presumably, the point 

of entering a critical section is so that a piece of code can be 

allowed to execute at maximum speed, having surpressed the vsync 
interrupt. Does this simply mean then that CallBack functions are 
disabled? What other interrupts etc. are surpressed when calling 
EnterCriticalSection () 7 


I ask because my experience of running code within a critical 
section is a bit baffling: The first piece of code I tried it 

on had to do alot of number crunching (to anti-alias the display 
image) which took quite a few vsyncs to complete. I got quite 

a significant speed improvement when running this code ina 
critical section. I also tried it on a piece of code that handled 
collision detection - which obviously has to execute within 

a single vsync - but actual got a degradation in speed. 


Does this mean I can expect *no* advantage running code in a 
critical section unless it takes considerably longer than 1 vsync 
to execute in the first place? 


And lastly (I promise!), the User Guide says than a program is 


Given that most library functions arent supposed to execute 
reliably if called from a critical section, whats going on? (a typo?) 


Someone sort my head out, please :) 
Have I got *totally* the wrong idea about all this? 


Cheers 4 now, 


Chris 
—-MESSAGE FILE 15568 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000083 


—--MESSAGE FILE 15569 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000084 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: A critical question 

Date: Wed, 15 Oct 1997 10:16:42 GMT 

Organization: SN Systems 

Lines: 30 

Message-ID: <344496f6.457037@news.playstation.co.uk> 
References: <344478C2.6263@dial.pipex.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Can someone help clear up in my mind the use of the EnterCriticalSection() 
>and ExitCriticalSection() functions. I realize, presumably, the point 

>of entering a critical section is so that a piece of code can be 

>allowed to execute at maximum speed, having surpressed the vsync 
>interrupt. Does this simply mean then that CallBack functions are 
>disabled? What other interrupts etc. are surpressed when calling 
>EnterCriticalSection()? 


Given that root counters can be used in the pro libraries to cause 
events, perhaps critical sections are ordinarily more useful to the 
pros, and they've been left in the Net Yaroze libraries for the hell 
of it. 


>And lastly (I promise!), the User Guide says than a program is 


>Given that most library functions arent supposed to execute 
>reliably if called from a critical section, whats going on? (a typo?) 
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References: <6as572Sbpcl@emeka.playstation.co.uk> <6as9urScOf6@scea> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Actually, the Doom source is out there--I've found these at 
>videogamedesign.com (though I personally haven't verified that they contain 
>what they say they do, id's claimed to have released the code, and this was 
>the first place I could find it; the readme file is very convincingly 
>doomish) . 


You can find it on iD Software's web site in the 'Hot New Stuff' link: 
http://www.idsoftware.com/hot/index.html 

or directly on their FTP site: 
ftp://ftp.idsoftware.com/idstuff/source/doomsrc.zip 


It's the Unix/Linux port of the source as they can not release the PC 
version due to parts of the source being copyrighted else where (the sound 
system, to be exact, was not written by iD!!) 


—-MESSAGE FILE 1659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00361 


—-MESSAGE FILE 1660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000362 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any Win95 problems / memopry card format problems???? 
Date: Thu, 19 Feb 1998 16:49:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6chnheSb34@chuka.playstation.co.uk> 

References: <33F2D38A. 6A4@interactive.sony.com> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, another old thread I am replying to!! ;) 
Developer Support wrote in message <33F2D38A. 6A4@interactive.sony.com>... 


>Has anyone had problems with using a Windows95 DOX box 
>to communicate the with the Yaroze? 


Well, I have two PC's, one with Windows 95 and the other (my main one) with 
Windows 98 Beta 3. I have had no troubles with either connecting to the NY 
in a DOS box (hmmm were you trying to make it rhyme? ;) 

However, on both systems I have left the SIOCONS running and connected to 
the NY whilst I edit code and use another DOS box for compiling. Both 
systems are slowed down by having SIOCONS running. Not just a slight slow 
down but a noticable one. Like it took it at least one second to save a 
slightly modified version of the MAIN.C file used in the Check sample 
project using notepad when normally it would be instant. 

I suspect this to be a problem with the DOS box and serial communications 
rather than SIOCONS. So how about a nice Windows 95 non-DOS version of 
SIOCONS which uses the 'official' Windows 95 method for using the serial 
communications? 


>Has anyone had trouble with using a memory card to up 
>the baudrate? 


Nope, no troubles with that. :) 


—-MESSAGE FILE 1660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00362 
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The pro devrefs assert this as well, so it's unlikely to be a typo. 

Presumably it just means that interrupts are disabled by default at 

the point of user program entry. It also adds that service functions 
modifying kernel data must be executed in a critical section, which 

seems fair enough. 


"Do not attempt to understand. Simply obey." ;=) 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Disclaimer: the ads are my employers' but the opinions are mine. 

—-MESSAGE FILE 15569 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000084 


—--MESSAGE FILE 15570 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000085 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: A critical question 

Date: Wed, 15 Oct 1997 23:51:32 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3445B974.5717@dial.pipex.com> 

References: <344478C2.6263@dial.pipex.com> <344496f6.457037@news.playstation.co.uk> 
NNTP-Posting-Host: acl61.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


> <snip> 
> "Do not attempt to understand. Simply obey." ;=) 


Hmmm. Im begining to get the message! :) 
-Chris 


> Gil Jaysmith 

> SN Systems Software Ltd (http://www.snsys.com) 

> Disclaimer: the ads are my employers' but the opinions are mine. 

--MESSAGE FILE 15570 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000085 


——MESSAGE FILE 15571 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000086 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: A critical question 

Date: Mon, 20 Oct 1997 10:43:33 GMT 

Organization: SN Systems 

Lines: 21 

Message-ID: <344b34ab.1127351@news.playstation.co.uk> 

References: <344478C2.6263@dial.pipex.com> <344496f6.457037@news.playstation.co.uk> 
<3445B974.5717@dial.pipex.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 
>Hmmm. Im begining to get the message! :) 


Actually I've thought of a better one: "Do not underestimate the chaos 
of Net Yaroze." 


Relatively high interest in Net Yaroze stuff at Develop!97, by the 
way. (Insofar as most developers there were PC-targeting.) I saw more 
of that tunnel demo than was really necessary, and that rotating cube 
hosting a game of Breakout was inspiringly difficult to play. The 
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highlight for me, however, was Sunday morning's sabotage of the sound 
system on the next stand, which had been annoying every other 
exhibitor with its monotonous rock guitar and puling Wolfenstein-MMxX 
demo. Grrrrrr. 


And Toshinden 3 is rental-only. What a pity :) Perhaps they'll be 
beefing up and selling Net Yaroze games in the next few months. Or 
making a compilation disk to sell. 


- Gil 


—-MESSAGE FILE 15571 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000086 


—-MESSAGE FILE 15572 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000087 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: A critical question 

Date: Mon, 27 Oct 1997 12:39:55 -0600 

Organization: Metrowerks 

Lines: 13 

Message-ID: <sumner-ya02408000R2710971239550001@news.scea.sony.com> 

References: <344478C2.6263@dial.pipex.com> <344496f6.457037@news.playstation.co.uk> 
<3445B974.5717@dial.pipex.com> <344b34ab.1127351@news.playstation.co.uk> 
NNTP-Posting-Host: mtwks141.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <344b34ab.1127351@news.playstation.co.uk>, gil@snsys.com wrote: 


The 

>highlight for me, however, was Sunday morning's sabotage of the sound 
>system on the next stand, which had been annoying every other 
>exhibitor with its monotonous rock guitar and puling Wolfenstein-MMxX 
>demo. Grrrrrr. 


That was an inspired move. I think everyone at the conference thanks you. չ-) 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 15572 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000087 


—-MESSAGE FILE 15573 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000088 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Analog Controller 

Date: Tue, 28 Oct 1997 22:09:08 -0600 

Organization: (no organization) 

Lines: 24 

Message-ID: <3456B6E4.6F24@charlie.cns.iit.edu> 

References: <5thcj9$3qt2@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Colin_Hughes@Playstation.sony.com wrote: 
> 

> Analog controller returns... 

> 

> (Byte) 
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> 0 -0 

> E -ID code changes depending օո mode 

> 2/3 - Buttons 

> 4/5/6/7 - 4 analog channels 0-255, with 128 centred 


Of the three markets (SCEI/Japan, SCEE/Europe, SCEA/US), which 
analog controllers support the "rumble-feedback" feature? 

(I know the US analog controllers sadly don't have it: 

Do the European versions have it, or only our lucky 

friends in Japan? 


If I were to buy an "import" rumble-analog-controller, 
does anyone know how to control the rumble part? 


Just out of curiosity, do any games released in the US 
support the rumble feature secretly? (ie, during the 
port they maybe just left the rumble support in?) 


Ed Federmeyer 
—-MESSAGE FILE 15573 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000088 


—-MESSAGE FILE 15574 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000089 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: news@chuka.playstation.co.uk 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Analog Controller 

Date: 29 Oct 1997 09:49:14 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 43 

Message-ID: <6370qq$1d61@emeka.playstation.co.uk> 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Ed, 

No the feedback device for the Analog controller only came out in 
Japan - not sure if any games released in US secret;y support it (but since 
you have a Yaroze, you could play the Japanese versions of games like Air 
Combat 2 !) 


Paul 

To: Paul Holman 

ce: 

From: news @ playstation.co.uk 

Subject: Re: Analog Controller:scee.yaroze.programming.libraries 


Colin_Hughes@Playstation.sony.com wrote: 
Analog controller returns... 


(Byte) 

0 -0 

1 -ID code changes depending օո mode 

2/3 - Buttons 

> 4/5/6/7 - 4 analog channels 0-255, with 128 centred 

Of the three markets (SCEI/Japan, SCEE/Europe, SCEA/US), which 
analog controllers support the "rumble-feedback" feature? 

(I know the US analog controllers sadly don't have it: 

Do the European versions have it, or only our lucky 

friends in Japan? 
If I were to buy an "import" rumble-analog-controller, 
does anyone know how to control the rumble part? 

Just out of curiosity, do any games released in the US 
support the rumble feature secretly? (ie, during the 


VV V V V V V 
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port they maybe just left the rumble support in?) 
Ed Federmeyer 


—-MESSAGE FILE 15574 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000089 


—-MESSAGE FILE 15575 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000090 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Analog Controller 

Date: Wed, 29 Oct 1997 11:49:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <345722AD.CEBEFB81@micronetics.com> 

References: <33FC1746.813@mintsauce.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi Simon, 

I've now documented the Analog controller and have written a demo 
program to show it off a bit. I expect to release it sometime next 
week. Stick around, sorry its taken so long to do though, i'm just 
waiting for someone to finish the sound effects.... 


-Jim 


Ps. And you all though the Yaroze documentation was poor. Anyone 
checked our the Psion 5 abortion of a developer kit yet? 


Simon Wood wrote: 


Hi 


I would like to be able to support the new Analog Controller. But 
before I go out and buy one I would like to be sure that I can get the 
details of what data it returns and in what format. 


So, what I am after is the data format returned by the Analog 
Controller!! 


Any details, leads etc. would be greatly appreciated. 

Regards 

Simon Wood 

P.S. Details of any other controllers not detailed in the User Guide 
and the Manual Additions on the WebSite would also be greatly 
appreciated. 


--MESSAGE FILE 15575 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000090 


VVVVVVVVVVVVV VV VV VV 


——MESSAGE FILE 15576 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: LibXplod 

Date: Wed, 10 Dec 1997 07:55:25 -0800 

Organization: SCEA News Server 

Lines: 5 
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Message-ID: <348EBBO6D. 4ACE@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 170-74-50.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I was wondering if someone had the same problem as me.when I use the 

xploding functions I only get a little bit of polygons flying in the 

screen randomly,And my tmd is still there undistorted.I want my tmd to 

explode like in the survival demo in to littlle bits and pieces.Can 

someone help 

—-MESSAGE FILE 15576 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000091 


—-MESSAGE FILE 15577 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000092 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Analog Controller 

Date: Fri, 12 Dec 1997 20:29:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <34919E97.2ACF@sms.ed.ac.uk> 

References: <33FC1746.813@mintsauce.com> 
NNTP-Posting-Host: at14-002.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


More analogue control help is available from 
http: //www.netyaroze-europe.com/~mrfrosty 


find <FCONTROL> in the download section. 
also check out information on thresholding in the 24C resource. 


James. 
—-MESSAGE FILE 15577 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000092 


—-MESSAGE FILE 15578 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000093 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.libraries,scee.yaroze.programming.libraries 
Subject: scanf() and sscanf() stdio.h functions? 

Date: Sun, 14 Dec 1997 20:19:12 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6700sq$9k33@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl-max8.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.libraries:2 scee.yaroze.progra 
mming.libraries: 93 


Anybody know what happened to the C Standard Library SCANF functions? I 
can't seem to access them. 


Mario 


—-MESSAGE FILE 15578 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000093 
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——MESSAGE FILE 15579 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000094 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 
Subject: Re: scanf() and sscanf() stdio.h functions? 

Date: Mon, 15 Dec 1997 10:54:03 GMT 

Organization: SN Systems 

Lines: 12 

Message-ID: <34950bae.1872592@news.playstation.co.uk> 

References: <6700sq$9k33@chuka.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.libraries:3 scee.yaroze.progra 
mming.libraries: 94 


"Mario Wynands" <mariow@ihug.co.nz> wrote: 
>Anybody know what happened to the C Standard Library SCANF functions? I 
>can't seem to access them. 


They aren't implemented. Sony implemented only the parts of the C 
standard library which seemed important, and the 'scanf' family is 
mostly used for input parsing, which is much less common on the Yaroze 
than on most hosts since the Yaroze has no stdin stream and no 
keyboard. So you'll have to write your own tokenising functions. 
(Lucky they implemented strtok, really :=) 


- Gil 
—-MESSAGE FILE 15579 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000094 


—-MESSAGE FILE 15580 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000095 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Reading from CD 

Date: 18 Dec 1997 10:47:25 GMT 

Organization: Orion Telematica BV 

Lines: 13 

Message-ID: <01lbd0ba2S86b5a2a0S$alc409c0@madcow.iccsrvl> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi folks, 


With CdRead you can read a from the CD (the startup CD). In a demo-program 
quickly change the disc with my own disc and try to read it, but that 
doesn't work. 

Is this correct? 


Also : Why doesn't FindFirst work on cdrom:*, it works on bu01:* (the 
memcard) ? 


Can anyl help me? 


Thanx! 
—-MESSAGE FILE 15580 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000095 


—-MESSAGE FILE 15581 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000096 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 
Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
—-MESSAGE FILE 15581 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000096 


—-MESSAGE FILE 15582 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000097 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


—-MESSAGE FILE 15582 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000097 


—-MESSAGE FILE 15583 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000098 

Path: chuka.playstation.co.uk!news 

From: Scott Barnett <scott@snrc.uow.edu.au> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: pc file handling ioctl etc 

Date: Thu, 08 Jan 1998 12:01:57 +1100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <34B42585.51E1@snrc.uow.edu.au> 
References: <333877DF.2FEC@supersonic.win-uk.net> 
NNTP-Posting-Host: babe.snrc.uow.edu.au 
Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 10528 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; SunOS 5.5 sun4c) 


Andrew Robert Williamson wrote: 


Can anyone tell me if there are any demos of accessing a pc file via the 
tty stream, ie using open() close() read() write() and ioctl(). 


Is there a good description of the commands and arguments for ioctl() 
anywhere? 


thanks in advance, 


VVVVVVVV VV 


Andy Williamson. 
I have a similar related problem/question. 


Does anyone know of any way to poll the serial port of the PSX for 
input ? I know that getchar() will read a character - but it blocks 
and waits until a character arrives, I need something more like 
PadRead() that is non-blocking. Is there any function similar 

to kbhit() or kbinp() that might work ?? 


Alternatively, if I had the appropriate hardware addresses of the 
serial port of the playstation I could write something myself... 


Any tips ? 


Scott Barnett - Switched Networks Research Centre - Uni. of Wollongong 
*Email: scott@snrc.uow.edu.au "Քհ: +61 42 21 4630 *Fax: +61 42 21 3236 
All opinions expressed above... blah blah blah ... yak yak yak........ 


Fast, Cheap, Good: Choose any two. 


—-MESSAGE FILE 15583 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000098 


—-MESSAGE FILE 15584 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000099 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: My own siocons 

Date: Mon, 2 Feb 1998 09:57:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6b41f6$b27@chuka.playstation.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi there, 


I'm writing my own siocons program (win95) which encloses a 
project in which the tim/tmd/exe-files are kept. This project can 
be uploaded to the Yaroze. Just like the load-batch functionality 
of siocons. It is also able to load a 'normal' siocons-batch file. 
This is 95% working. But now I want to extend my 

program with upload and download functionality from within a 
psx-exe. I have tried to implement it but I encountered some odd 
problems. Small files (to 10k) seem to work, but larger files fail. 
It seems like there is a problem with reading/writing to tty. 

How does ioctl() work. I can set the baud to 115200. Need I set 
the handshake method, if so : how? 


Help me and I create the homepage and upload my console program 
including source. (This is not blackmail but crap-grammar). 


Thank you! 
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—-MESSAGE FILE 15584 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000099 


—-MESSAGE FILE 15585 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000100 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: My own siocons 

Date: Mon, 02 Feb 1998 10:51:30 -0600 

Organization: Metrowerks 

Lines: 26 

Message-ID: <sumner-ya02408000R0202981051300001@news.scea.sony.com> 
References: <6b41f6S$b27@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks145.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


You might try it again at 56K. I ran into some problems at 115K and had to 
put in a lot of ugly client-side work-arounds. However, they may not apply 
for just straight TTY. Anyway, see if 56K helps. 

-Joel 


In article <6b41f6$b27@chuka.playstation.co.uk>, "Maurice Sibrandi" 
<sibrandi@orion.nl> wrote: 


>Hi there, 

> 

>I'm writing my own siocons program (win95) which encloses a 
>project in which the tim/tmd/exe-files are kept. This project can 
>be uploaded to the Yaroze. Just like the load-batch functionality 
>of siocons. It is also able to load a 'normal' siocons-batch file. 
>This is 95% working. But now I want to extend my 

>program with upload and download functionality from within a 
>psx-exe. I have tried to implement it but I encountered some odd 
>problems. Small files (to 10k) seem to work, but larger files fail. 
>It seems like there is a problem with reading/writing to tty. 

>How does ioctl() work. I can set the baud to 115200. Need I set 
>the handshake method, if so : how? 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 15585 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000100 


—-MESSAGE FILE 15586 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000101 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: My own siocons 

Date: Wed, 04 Feb 1998 19:54:11 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <34D8C763.6683CA2D@ndirect.co.uk> 
References: <6b41f6S$b27@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-19.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I have also had problems with tty (via CW). Not sure if its handshaking 


Net Yaroze newsgroups message dump.txt 


or buffering (on the PS end). The following workaround has sorted thing 
out for me, although it's just not the way I'd like things. 


Ta Send data in small chunks (say 4096 bytes). 

2. Pause after each chunk is transmitted to be sure it gets there. 
(Leave enough time for the whole chunk to arrive before sending the 
next.) 

3. Ensure that no GTE or DMA opperations are in progress while 
transmitting. (ie Keep the rest of the PS as idle as possible while 
tranfering data.) 

4. Keep data flowing in one direction at any one time. 


Hope this helps. 


Alex 


Maurice Sibrandi wrote: 


> Hi there, 

> 

> I'm writing my own siocons program (win95) which encloses a 

> project in which the tim/tmd/exe-files are kept. This project can 
> be uploaded to the Yaroze. Just like the load-batch functionality 
> of siocons. It is also able to load a 'normal' siocons-batch file. 
> This is 95% working. But now I want to extend my 

> program with upload and download functionality from within a 

> psx-exe. I have tried to implement it but I encountered some odd 
> problems. Small files (to 10k) seem to work, but larger files fail. 
> It seems like there is a problem with reading/writing to tty. 

> How does ioctl() work. I can set the baud to 115200. Need I set 

> the handshake method, if so : how? 

> 

> Help me and I create the homepage and upload my console program 

> including source. (This is not blackmail but crap-grammar). 

> 

> Thank you! 
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—-MESSAGE FILE 15586 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000101 


—-MESSAGE FILE 15587 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000102 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: A critical question 

Date: Wed, 04 Feb 1998 20:32:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 58 

Message-ID: <34D8D066.2F8D65CB@éndirect.co.uk> 
References: <344478C2.6263@dial.pipex.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-19.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Chris Chadwick wrote: 


Hi, 


and ExitCriticalSection() functions. I realize, presumably, the point 
of entering a critical section is so that a piece of code can be 


V V V V V 


Can someone help clear up in my mind the use of the EnterCriticalSection () 


Net Yaroze newsgroups message dump.txt Page 1054 


—-MESSAGE FILE 1661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000363 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Post not appreciated 

Date: Thu, 19 Feb 1998 12:41:04 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <34ec2619.38271583@news.scea.sony.com> 

References: <6cguctS$jv81@emeka.playstation.co.uk> 
NNTP-Posting-Host: client-120-82.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hi James, 

> 

> 

>I'm sorry if you were offended. I thought this was the yaroze.freetalk.. 


Actually George, I think you were looking for SCEE.YAROZE.BODY 
SLAM.RUDE. <BG> I think most who read that entry were slightly 
chagrined, I just tempered my response because I was the first 
respondent. 


-Matt 


--MESSAGE FILE 1661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00363 


--MESSAGE FILE 1662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000364 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PC vs PSX (Was: Re: Sony probably doesn't like this) 

Date: Fri, 20 Feb 1998 11:28:37 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 31 

Message-ID: <34ECCE35.D1DE1778@cybec.com.au> 

References: <34295D09.8C4591C@ukonline.co.uk> <342A1541.4D88@interactive.sony.com> < 
6chk0p$b31@chuka.playstation.co.uk> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


JohnT wrote: 


> 

> Yes, I know this may be an old thread but I had to say this :) 

[snip] 

> Don't get me wrong though. In my first week of owning a NY I have enjoyed 

> playing about with it. But when it comes to gaming power, if a game is 

> available on the PC as well as the PSX then I will get the PC version every 
> time. 


I haven't bought a single PC game since I bought my grey PSX, because 
they were giving the the sh*ts. 


Half the time they didn't run out-of-the-box because a) they needed 
DirectX drivers that I didn't have yet, b) I really need more CPU power 
or memory or something to get it to perform decently or c) I needed a 3D 
card. 


If I buy a PSX game I *know* it'll work, first time, no worries. At the 
time of buying my grey PSX I was tossing up the idea of getting either a 
3DFX or a PSX. They were about the same price. A whole game system, or 
a peripheral to my eternally-becoming-out-of-date PC. So I spent $A300 
on a PSX and haven't spent any money on hardware since. Օհ, except for 
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allowed to execute at maximum speed, having surpressed the vsync 
interrupt. Does this simply mean then that CallBack functions are 
disabled? What other interrupts etc. are surpressed when calling 
EnterCriticalSection () 7 


I ask because my experience of running code within a critical 
section is a bit baffling: The first piece of code I tried it 

on had to do alot of number crunching (to anti-alias the display 
image) which took quite a few vsyncs to complete. I got quite 

a significant speed improvement when running this code ina 
critical section. I also tried it on a piece of code that handled 
collision detection - which obviously has to execute within 

a single vsync - but actual got a degradation in speed. 


Does this mean I can expect *no* advantage running code in a 
critical section unless it takes considerably longer than 1 vsync 
to execute in the first place? 


And lastly (I promise!), the User Guide says than a program is 


Given that most library functions arent supposed to execute 
reliably if called from a critical section, whats going on? (a typo?) 


Someone sort my head out, please :) 
Have I got *totally* the wrong idea about all this? 


Cheers 4 now, 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Chris 


I know it's a long time since this was posted, but I thought this info might 
be useful. 

Whilst in a CriticalSection, the GTE seems to halt. (Well, OT drawing seems 
to get held up.) Hence no perfomance increase in most cases. (Code is 
faster, graphics transfere slower.) 


Whilst on the point of optimising... 

It is worth finding out how much time (in hsyncs) there is between just before 
you call DrawSync() and after. If this is consistently higher than 2 or 3 
scanlines, then your code is quicker than the GTE, in which case, optimising 
the code is futile - you still have to wait for the GTE. 


I'm sure someone will contradict me as I'm only a novice (had my Yaroze 6 
days!). 


Alex 


-—-MESSAGE FILE 15587 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000102 


—-MESSAGE FILE 15588 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000103 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Corrections to previous posting 

Date: Thu, 05 Feb 1998 13:58:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <34D9C568.292BAF55@ndirect.co.uk> 

References: <344478C2.6263@dial.pipex.com> <34D8D066.2F8D65CB@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialinl-23.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


In my previous message I referred to the GTE, wrongly I suspect. Read Graphics 
Transfer instead of GTE. 
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—-MESSAGE FILE 15588 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000103 


—-MESSAGE FILE 15589 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000104 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: GsLinkObject4 Declaration 

Date: Sat, 7 Feb 1998 16:21:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6bi1l17$b217@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl1596.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The library reference sighs it 
GsLinkObject4( u_long*, GsDOBJ2*, u_long) 


but all the headers (code warrior and Sony) say it's 
GsLinkObject4( u_long, GsDOBJ2*, int) 


Any ideas on what's correct ? The samples I'm going through assume the 
former declaration, and of course, it's not compiling 


Cheers 


Steve 


—-MESSAGE FILE 15589 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000104 


—-MESSAGE FILE 15590 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000105 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: GsLinkObject4 Declaration 

Date: Sat, 07 Feb 1998 16:30:01 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <34DC8C09.D8C3E2EB@ndirect.co.uk> 
References: <6bi1l17$b217@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-42.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Steve Dunn <stevedunn@dial.pipex.com> 


Don't know for sure as I haven't used GsLinkObject4. I've only had my 
Yaroze for a few days sor far, but, the Library Reference is full of 
mistakes, and I'd go with what the headers say. 


Alex 


Steve Dunn wrote: 


The library reference sighs it 
GsLinkObject4( u_long*, GsDOBJ2*, u_long) 


but all the headers (code warrior and Sony) say it's 
GsLinkObject4( u_long, GsDOBJ2*, int) 


V V V V V V 
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> Any ideas on what's correct ? The samples I'm going through assume the 
> former declaration, and of course, it's not compiling 

> 

> Cheers 

> 

> Steve 


—-MESSAGE FILE 15590 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000105 


—-MESSAGE FILE 15591 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000106 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: GsLinkObject4 Declaration 

Date: Mon, 09 Feb 1998 02:05:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <34de6454.22224232@news.playstation.co.uk> 
References: <6bi1l17$b217@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-eng07-072.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 7 Feb 1998 16:21:55 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 

>Any ideas on what's correct ? The samples I'm going through assume the 
>former declaration, and of course, it's not compiling 


Prefer the headers over the manuals in this situation. 


- Gil 
—-MESSAGE FILE 15591 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000106 


—-MESSAGE FILE 15592 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000107 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: GsLinkObject4 Declaration 

Date: Mon, 09 Feb 1998 09:33:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <34DECD7C.63381D50@micronetics.com> 

References: <6bi1l17$b217@chuka.playstation.co.uk> <34de6454.22224232@news.playstatio 
n.co.uk> 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I'd always go for the header file, although the prototype for 'flushcash' 
does look dubious. 


/Tim 
Gil Jaysmith (Telecommuting) wrote: 


On Sat, 7 Feb 1998 16:21:55 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 

>Any ideas on what's correct ? The samples I'm going through assume the 
>former declaration, and of course, it's not compiling 


Prefer the headers over the manuals in this situation. 


> 
> 
> 
> 
> 
> 
> 
> 


- 611 
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—-MESSAGE FILE 15592 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000107 


——MESSAGE FILE 15593 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000108 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Real executable size 

Date: Fri, 13 Feb 1998 16:17:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:54 scea.yaroze.pr 
ogramming.libraries:9 scee.yaroze.programming.gnu_compiler:163 scee.yaroze.programmi 
ng.libraries:108 


When compiled my exe is about 20k (for example) but 

when I declare an array of 250k (for a gpu workspace) the 
size stays 20k. I wouldn't complain about it because it 
saves upload time, but I'm writing my own siocons and 
want to include a memory map. How can I see how big 

my exe is INCLUDING the static data? Which registers 

tell me that in the fileheaders? 


Thank u! 


—-MESSAGE FILE 15593 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000108 


—-MESSAGE FILE 15594 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000109 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Sun, 15 Feb 1998 19:28:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6c7fiqSbeo9@chuka.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl453.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:60 scea.yaroze.pr 
ogramming.libraries:12 scee.yaroze.programming.gnu_compiler:165 scee.yaroze.programm 
ing.libraries:109 


The array will probably be created on the stack at runtime. There are some 
macros available (In Windows anyway, probably the same for PS) to specify 
whether data should go in the data or application area, but I haven't a clue 
what they are for the Playstation. 


Steve 


Maurice Sibrandi wrote in message <6clnrg$bej17@chuka.playstation.co.uk>... 
>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 

>size stays 20k. I wouldn't complain about it because it 

>saves upload time, but I'm writing my own siocons and 

>want to include a memory map. How can I see how big 
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>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 

> 

>Thank u! 

> 


Vv Vv v 


—-MESSAGE FILE 15594 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000109 


—-MESSAGE FILE 15595 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000110 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler,scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Mon, 16 Feb 1998 13:19:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <34e83970.7648869@www-s.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:62 scea.yaroze.pr 
ogramming.libraries:13 scee.yaroze.programming.gnu_compiler:166 scee.yaroze.programm 
ing.libraries:110 


On Fri, 13 Feb 1998 16:17:32 +0100, "Maurice Sibrandi" 
<sibrandi@orion.nl> wrote: 

>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 
>size stays 20k. I wouldn't complain about it because it 
>saves upload time, but I'm writing my own siocons and 
>want to include a memory map. How can I see how big 

>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 


The array is most likely in the .bss section, and is allocated only 
when the program is loaded; there's no point storing 250K of 
zero-bytes in the image. The allocation size of each section is 
specified in the COFF section header table. You should be able to get 
an idea of total program size by adding up the section sizes displayed 
by 'objdump' (if a copy ships with the Yaroze tools - if not then I've 
got the Cygnus one lying around which should work). 


Alternatively you can get lots of fun information by adding 
"-W1,-Map=map" to the gcc command line. The file 'map' receives an 
excessive amount of information showing where each symbol has ended 
up, and towards the end there's a list of final output sections. It's 
not exactly pretty, though it seems reasonably parseable if you're 
into that kind of thing. 


I'll take a look at the PS-EXE format to see what it specifically 
contains, but it isn't one we normally have to care about, so I don't 
really know right now. 


- Gil 
—-MESSAGE FILE 15595 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000110 


—-MESSAGE FILE 15596 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000111 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: GsSortOt BUG!! 

Date: 16 Feb 1998 23:10:51 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <01bd399fS$3e6176c0S2a02bfc3@manolo> 
NNTP-Posting-Host: 195.191.2.42 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi world! I have a great problem with sorting: 
1)I have created a mech warrior that have 1000 polygons tri and quads. 


1.1)If i load all the mechwarrior from 1-RSD to 1TMD and then i use it in 
GsSortObject4() it will displayed very well with all the polygons. 


1.2)BUT! If i create all the parts in rsd format (head, legs hands,etc...) 
and i convert it in tmd format and i sort it with GsSortOt() starting from 
head to feets i'll see only the firstest 12 of 23 objects well displayed 
and th others are flickering or are not here! 


1.3)BUT! This is VERY INTERESTING! 11118 i invert the allocation to 
ordering table from feets to head ,i'll see only the lastest objects thath 
means legs feets etc. 


CONCLUSION:Why i can't sort more than 15 objects? 


ps:I tried using a single object in multiple copyes an the problem persist 
but the number of object thath i can display is increased. 


pes:ot length=14,shift=0 
—-MESSAGE FILE 15596 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000111 


—-MESSAGE FILE 15597 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000112 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.libraries 

Subject: GsSortOt BUG!! 

Date: 17 Feb 1998 09:33:19 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 50 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cblgv$g401@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I have to say, I don't believe this is a library bug. 


ps:I tried using a single object in multiple copyes an the problem persist 
but the number of object thath i can display is increased. 


-- do you mean a single TMD with multiple GsDOBJ2s to display it? 


Have you enabled a runtime movable camera to ensure that the display 
problem is not due to clipping wrt camera position? 


Also ensure that fogging is off (GsSetLightMode(0)). 


Lewis 
To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 


Subject: GsSortOt BUG!!:scee.yaroze.programming.libraries 
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From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: GsSortOt BUG!! 

Hi world! I have a great problem with sorting: 

1)I have created a mech warrior that have 1000 polygons tri and quads. 
1.1)If i load all the mechwarrior from 1-RSD to 1TMD and then i use it in 


GsSortObject4() it will displayed very well with all the polygons. 
1.2)BUT! If i create all the parts in rsd format (head, legs hands,etc...) 
and i convert it in tmd format and i sort it with GsSortOt() starting from 


head to feets i'll see only the firstest 12 of 23 objects well displayed 
and th others are flickering or are not here! 

1.3)BUT! This is VERY INTERESTING! 11118 i invert the allocation to 
ordering table from feets to head ,i'll see only the lastest objects thath 
means legs feets etc. 
CONCLUSION:Why i can't sort more than 15 objects? 


ps:I tried using a single object in multiple copyes an the problem persist 
but the number of object thath i can display is increased. 


pps:ot length=14, shift=0 


—-MESSAGE FILE 15597 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000112 


—-MESSAGE FILE 15598 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000113 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: ANNOUNCE: ARS r2 Released 

Date: 22 Feb 1998 18:07:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbd3fbd$7c6059e0$84d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 1132.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've just put ARS r2 on my WWW site. I've added some new stuff, and 
improved some 
old stuff, and now you can use it with GNU C as well as with Code Warrior. 


It's a PC based fileserver for the Yaroze in case anyone doesn't know, and 
it uses 
a Datel Action Replay as the comms channel so it's real fast.... 


Laters, 
Craig. 


Craig Graham, 
EMAIL: cgraham@intelligent-group.com 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 


—-MESSAGE FILE 15598 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000113 


——MESSAGE FILE 15599 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000114 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: PAL versions of RSDV & TIMV? 

Date: Tue, 24 Feb 1998 10:33:00 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 15 
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Message-ID: <34F2072C.2DD6C54C@cybec.com.au> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I've been hand-crafting some RSD files lately and making some TIMs to 
texture them and have been using RSDV and TIMV to make sure things are 
cool. 


It annoys me though, that both of these tools from the installation are 
NTSC versions. Are there PAL versions floating around, or is the source 
available for me to convert? What also annoys me is most of the demos 
in the site are NTSC by default also, but they all come with source 
which I have to invariably patch. Why is it this way, considering 9 out 
of 10 SCEE members are going to have a PAL telly? 


Actually, is the source to the whole /psx/bin directory available? I'd 
really like to try an port a lot of the tools to unix. 


Toby. 
—-MESSAGE FILE 15599 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000114 


—-MESSAGE FILE 15600 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000116 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: GsSortOt BUG!!(I solved the problem !!!!!) is not a library BUG! 
Date: 25 Feb 1998 00:14:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbd3ff1S6d5cabe0SO8bff7c2@manolo> 

NNTP-Posting-Host: ip008.pool-01.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 


Excuse me ,but i have exchanged a variable ,and i didn't saw it because in 
copying blocks the assignement was on column 120 and it was not visible 
,only a NY member saw this bug and advertise me!! 

Thank you NY member! 

Thank you mr.Lewis! 


—-MESSAGE FILE 15600 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000116 


—-MESSAGE FILE 15601 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000117 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: CD-ROM 

Date: Thu, 26 Feb 1998 00:32:12 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <34F4A9FC.5347@telecom.at> 
NNTP-Posting-Host: LPO3PORT12.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hil! 
How can I run my Net Yaroze game from CD-ROM ? 
Thanx, 


Harald Ploch 
—-MESSAGE FILE 15601 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
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es/00000117 


—-MESSAGE FILE 15602 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000118 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: Wed, 25 Feb 1998 20:41:50 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <34f480b7.7704027@news.scea.sony.com> 

References: <34F4A9FC.5347@telecom.at> 

NNTP-Posting-Host: client-119-6.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 26 Feb 1998 00:32:12 +0100, Harald Ploch 
<harald.ploch@telecom.at> wrote: 


>Hi!! 
> 
>How can I run my Net Yaroze game from CD-ROM ? 


You can't, not unless you engage in certain practices that would 
invalidate your license agreement. The Net Yaroze was designed not to 
compete with the professional tools. There are quite a few members who 
have expressed their desire to be able to hand out a few CDs to their 
friends, and the bottom line is, "Don't hold you breath waiting for 
that opportunity." Many professionals would be quite peeved that they 
spent tens of thousands for their tools, and hundreds of thousands for 
their licenses, to be competing against yaroze games. 

Don't get me wrong, I wish we all could do this, but it is not 
going to happen. 


-Matt 


--MESSAGE FILE 15602 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000118 


——MESSAGE FILE 15603 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000119 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: 26 Feb 1998 14:25:31 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 55 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d3u0rSe3vl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


There's no special case for Yaroze owners; 

_everthing_ published on PlayStation (ie every CD playable in a consumer 
PSX) 

has been published through Sony, and has gone through their quality 
approval 

process. (Nearly all consoles have tight quality control, the main market 
that 

doesn't is the PC). 


Yaroze owners cannot directly make CDs that run in consumer machines; 
neither can professional developers. You must go via an established 
PlayStation publisher if you want it to be available commercially. 


If you make something decent, think of a good presentation and find 
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a publisher 


Lewis 
To: Lewis Evans 
ecs 
From: news @ playstation.co.uk 


Subject: Re: CD-ROM:scee.yaroze.programming.libraries 


From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: CD-ROM 
On Thu, 26 Feb 1998 00:32:12 +0100, Harald Ploch 
<harald.ploch@telecom.at> wrote: 

>Hi!! 

> 

>How can I run my Net Yaroze game from CD-ROM ? 

You can't, not unless you engage in certain practices that would 
invalidate your license agreement. The Net Yaroze was designed not to 
compete with the professional tools. There are quite a few members who 
have expressed their desire to be able to hand out a few CDs to their 
friends, and the bottom line is, "Don't hold you breath waiting for 
that opportunity." Many professionals would be quite peeved that they 
spent tens of thousands for their tools, and hundreds of thousands for 
their licenses, to be competing against yaroze games. 

Don't get me wrong, I wish we all could do this, but it is not 
going to happen. 

-Matt 


--MESSAGE FILE 15603 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000119 


——MESSAGE FILE 15604 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000120 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: Thu, 26 Feb 1998 11:04:37 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34f54b32.33021354@news.scea.sony.com> 

References: <6d3u0rSe3vl@emeka.playstation.co.uk> 
NNTP-Posting-Host: client-120-134.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>If you make something decent, think of a good presentation and find 
>a publisher 


Getting published would certainly do the trick! 

My perspective was based upon a conversation between a Sony 
representative and a member who wished that Sony would charge us a 
fee, and then press out five or ten CDs for his own personal use, i.e. 
hand them out to his friends. Or, give us the tools to do this 
ourselves. The answers I presented were the answers he received. 


-Matt 


--MESSAGE FILE 15604 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000120 
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a PSX mouse. If I was using my PC like my friends for games I would've 
probably spent another $A800 since then upgrading the bugger. 


The PSX games don't look quite as nice these days. But they play fine, 
and work first time. 


And Windows *sucks*. I don't have to boot to it anymore. 


Toby. 
—-MESSAGE FILE 1662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00364 


—-MESSAGE FILE 1663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000365 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC vs PSX (Was: Re: Sony probably doesn't like this) 

Date: Thu, 19 Feb 1998 21:54:05 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6ciqjv$7692@scea> 

References: <34295D09.8C4591C@ukonline.co.uk> <342A1541.4D88@interactive.sony.com> < 
6chkO0p$b31@chuka.playstation.co.uk> <34ECCE35.D1DE1778@cybec.com.au> 
NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Hutton wrote in message <34ECCE35.D1DE1778@cybec.com.au>... 


>The PSX games don't look quite as nice these days. But they play fine, 
>and work first time. 


>And Windows *sucks*. I don't have to boot to it anymore. 

You also forgot one big thing... The joysticks on the playstation are WAY 
better.. Driving games play way better on the PS with a neGcon as well.. 
Although a PC is great for strategy games... Anything else is not so 
great.. Tomb Raider II is a lot more playable on the PS or atleast I think 
so. 


Just my 2 cents, 
Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 1663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00365 


—-MESSAGE FILE 1664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000366 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Fri, 20 Feb 1998 10:11:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6cjkonSaol@chuka.playstation.co.uk> 

References: <6cci5fSgnsl@emeka.playstation.co.uk> <34EC20C0.55A89691@micronetics.com 
> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Jim, 
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—-MESSAGE FILE 15605 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000121 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: CD-ROM 

Date: Thu, 26 Feb 1998 19:21:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 114 

Message-ID: <6éd4fc5$g2d1@chuka.playstation.co.uk> 
References: <6d3u0rSe3vl@emeka.playstation.co.uk> 
NNTP-Posting-Host: userm879.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello Lewis, 

> 

>There's no special case for Yaroze 
owners; 

>_everthing_ published on PlayStation 
(ie every CD playable in a consumer 
>PSX) 

If everything is quality controlled 
by Sony, why are they so strict about 
who gets liscenced ? I'd like be a 
licenced developer, but as I've no 
immediate plans for a game, I doubt I'd 
get accepted. Nintendo were the same. 
I run a very successful Software House 
mainly doing Windows NT work, and it's 
very frustrating 'hobbying' around. 


> 

>Yaroze owners cannot directly make CDs 
that run in consumer machines; 

>neither can professional developers. 
You must go via an established 
>PlayStation publisher if you want it to 
be available commercially. 

> 


So what's the difference (apart from 
the price of the Yaroze compared to the 
pro's devkit). 


Cheers 


Steve Dunn 
Backroom Software Ltd. 


>From: Lewis_Evans@Playstation.sony.com 
>To: news@playstation.co.uk 

> 

>There's no special case for Yaroze 
owners; 

>_everthing_ published on PlayStation 
(ie every CD playable in a consumer 
>PSX) 

>has been published through Sony, and 
has gone through their quality 
>approval 

>process. (Nearly all consoles have 
tight quality control, the main market 
>that 

>doesn't is the PC). 

> 

>Yaroze owners cannot directly make CDs 
that run in consumer machines; 

>neither can professional developers. 
You must go via an established 
>PlayStation publisher if you want it to 
be available commercially. 
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> 

>If you make something decent, think of 
a good presentation and find 

>a publisher 


> 

> 

> Lewis 

> 

> 

> 

>To: Lewis Evans 

>CC? 

>From: news @ playstation.co.uk 


>Subject: Re: 

CD-ROM: scee. yaroze.programming.libraries 
> 

> 

> 

> 

>From: matth@bellatlantic.net (Matthew 
Hulett) 

>Newsgroups: 
scee.yaroze.programming.libraries 
>Subject: Re: CD-ROM 

>On Thu, 26 Feb 1998 00:32:12 +0100, 
Harald Ploch 
><harald.ploch@telecom.at> wrote: 


>>Hi! ! 

>> 

>>How can I run my Net Yaroze game from 
CD-ROM ? 


> You can't, not unless you engage in 
certain practices that would 
>invalidate your license agreement. The 
Net Yaroze was designed not to 

>compete with the professional tools. 
There are quite a few members who 

>have expressed their desire to be able 
to hand out a few CDs to their 
>friends, and the bottom line is, "Don't 
hold you breath waiting for 

>that opportunity." Many professionals 
would be quite peeved that they 

>spent tens of thousands for their 
tools, and hundreds of thousands for 
>their licenses, to be competing against 
yaroze games. 

> Don't get me wrong, I wish we all 
could do this, but it is not 

>going to happen. 

>-Matt 

> 


> 
> 
> 


—-MESSAGE FILE 15605 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000121 


——MESSAGE FILE 15606 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000122 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: Fri, 27 Feb 1998 17:28:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 131 

Message-ID: <6désprS$g2d8@chuka.playstation.co.uk> 

References: <6d3u0rSe3vl@emeka.playstation.co.uk> <6d4fc5$g2d1@chuka.playstation.co. 
uk> 
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NNTP-Posting-Host: 194.203.13.10 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Steve, 


I'm pretty sure that it's easier to vet ideas at the start rather than at 
the end of a project ( If you were a publisher or developer who had just 
invested 1/4-1/2 million in a project you'd be pretty pissed if Sony told 
you it couldn't be published ) 
You can become a licensed developer, however as the full devkit is not a 
mass market item Sony has to operate some kind of criteria to select who 
gets them. 


Cheers, 
Colin: 


Steve Dunn wrote in message <6d4fc5$g2d1@chuka.playstation.co.uk>... 
>Hello Lewis, 

>> 

>>There's no special case for Yaroze 
>owners; 

>>_everthing_ published on PlayStation 
>(ie every CD playable in a consumer 
>>PSX) 

> If everything is quality controlled 
>by Sony, why are they so strict about 
>who gets liscenced ? I'd like be a 
>licenced developer, but as I've no 
>immediate plans for a game, I doubt I'd 
>get accepted. Nintendo were the same. 
>I run a very successful Software House 
>mainly doing Windows NT work, and it's 
>very frustrating 'hobbying' around. 

> 

>> 

>>Yaroze owners cannot directly make CDs 
>that run in consumer machines; 
>>neither can professional developers. 
>You must go via an established 
>>PlayStation publisher if you want it to 
>be available commercially. 

>> 

> So what's the difference (apart from 
>the price of the Yaroze compared to the 
>pro's devkit). 

> 

>Cheers 

> 

>Steve Dunn 

>Backroom Software Ltd. 

> 

> 

>>From: Lewis_Evans@Playstation.sony.com 
>>To: news@playstation.co.uk 

>> 

>>There's no special case for Yaroze 
>owners; 

>>_everthing_ published on PlayStation 
>(ie every CD playable in a consumer 
>>PSX) 

>>has been published through Sony, and 
>has gone through their quality 
>>approval 

>>process. (Nearly all consoles have 
>tight quality control, the main market 
>>that 

>>doesn't is the PC). 

>> 

>>Yaroze owners cannot directly make CDs 
>that run in consumer machines; 
>>neither can professional developers. 
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>You must go via an established 
>>PlayStation publisher if you want it to 
>be available commercially. 

>> 

>>If you make something decent, think of 
>a good presentation and find 

>>a publisher 

>> 

>> 

>> Lewis 

>> 

>> 

>> 

>>To: Lewis Evans 

>>cc: 

>>From: news @ playstation.co.uk 
>>Subject: Re: 

>CD-ROM: scee.yaroze.programming.libraries 
>> 

>> 

>> 

>> 

>>From: matth@bellatlantic.net (Matthew 
>Hulett) 

>>Newsgroups: 
>scee.yaroze.programming.libraries 
>>Subject: Re: CD-ROM 

>>On Thu, 26 Feb 1998 00:32:12 +0100, 
>Harald Ploch 
>><harald.ploch@telecom.at> wrote: 
>>>Hi!! 

>>> 

>>>How can I run my Net Yaroze game from 
>CD-ROM ? 

>> You can't, not unless you engage in 
>certain practices that would 
>>invalidate your license agreement. The 
>Net Yaroze was designed not to 
>>compete with the professional tools. 
>There are quite a few members who 
>>have expressed their desire to be able 
>to hand out a few CDs to their 
>>friends, and the bottom line is, "Don't 
>hold you breath waiting for 

>>that opportunity." Many professionals 
>would be quite peeved that they 

>>spent tens of thousands for their 
>tools, and hundreds of thousands for 
>>their licenses, to be competing against 
>yaroze games. 

>> Don't get me wrong, I wish we all 
>could do this, but it is not 

>>going to happen. 

>>-Matt 

>> 

>> 

>> 

>> 

> 

> 
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—-MESSAGE FILE 15606 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000122 


—-MESSAGE FILE 15607 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000123 
Path: chuka.playstation.co.uk!news 


From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.libraries 


Subject: Screen centering 
Date: Sun, 01 Mar 1998 11:39:55 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <34F93AFB.3F5D@telecom.at> 
NNTP-Posting-Host: 195.3.71.194 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


HI! 


I just played a game on the PlayStation where I had to center the screen 
because it was shifted to the right. The game provided an option to do 
this. 


1) Why is the screen shifted in some games ? 
2) How can I implement a routine to shift the screen whith the NetYaroze 
Libraries ? 


Thanx 


Harald Ploch. 
—-MESSAGE FILE 15607 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000123 


—-MESSAGE FILE 15608 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000124 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: PAL versions of RSDV & TIMV? 

Date: Sun, 01 Mar 1998 14:21:04 -0600 

Organization: (no organization) 

Lines: 29 

Message-ID: <34F9C330.359F@charlie.cns.iit.edu> 

References: <34F2072C.2DD6C54C@cybec.com.au> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: 198.87.195.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Toby Hutton wrote: 

It annoys me though, that both of these tools from the installation are 
NTSC versions. Are there PAL versions floating around, or is the source 
available for me to convert? What also annoys me is most of the demos 
in the site are NTSC by default also, but they all come with source 
which I have to invariably patch. Why is it this way, considering 9 out 
of 10 SCEE members are going to have a PAL telly? 


VVVVVV 


It seems that when people post binary-only versions of thier programs, 
they really should leave out the call to "SetVideoMode (MODE_PAL);" (Or 
MODE_NTSC as the case may be...) 


From what I understand, the Yaroze comes up in your country's default 


anyway. If you leave that line out, *everyone* will be able to at 
least get a flavor of the game... Sure, a few scanlines may get 
cutoff, but I'd rather have that than nothing at all! You should see 


PAL on an NTSC screen. Ugh. Maybe you shouldn't :-) 


A few of my progs still have NTSC, from when I was cut-and-pasting from 
the examples, but I think I've pretty much dropped that from all my 
current work. 


I've downloaded more than a few SCEE PAL-only binaries, and it's a shame 
I can't see them. And also I've downloaded a few source code examples 
from members web pages, that didn't include everything needed to 
re-compile or relink the code, so I still can't modify it to run on 
NTSC. 


EdF 
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—-MESSAGE FILE 15608 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000124 


—--MESSAGE FILE 15609 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000125 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Screen centering 

Date: Mon, 02 Mar 1998 00:49:03 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <34FA727F.533C@dial.pipex.com> 
References: <34F93AFB.3F5D@telecom.at> 
NNTP-Posting-Host: ai238.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Harald Ploch wrote: 
HI! 
I just played a game on the PlayStation where I had to center the screen 


because it was shifted to the right. The game provided an option to do 
this. 


VVVVVVVV 


1) Why is the screen shifted in some games ? 


I'm not 100% sure about this but I suspect is has more to do with 

the way your TV is set up rather than anything your PSX is doing. 

Most TVs just aren't set up so the display is *exactly* centred - 

I know mine wasn't; I had to take off the back and twiddle with a pre-set 
resistor while the TV was on! (not really recommended) 

Using different screen modes may also have an effect. 


> 2) How can I implement a routine to shift the screen whith the NetYaroze 
> Libraries ? 


Theres an external variable in the library called GsDISPENV which is of 
type DISPENV (see page 11 of green manual). You can move the display 
around by altering the values of GsDISPENV.screen.x and GsDISPENV.screen.y 


> 
> Thanx 

> 

> Harald Ploch. 
Cheers, 


-Chris 
--MESSAGE FILE 15609 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000125 


——MESSAGE FILE 15610 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000126 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: PAL versions of RSDV & TIMV? 

Date: Tue, 3 Mar 1998 00:24:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6dfib4$2kk7@chuka.playstation.co.uk> 

References: <34F2072C.2DD6C54C@cybec.com.au> <34F9C330.359F@charlie.cns.iit.edu> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Ed Federmeyer wrote in message <34F9C330.359F@charlie.cns.iit.edu>... 

>Toby Hutton wrote: 

>> It annoys me though, that both of these tools from the installation are 
>> NTSC versions. Are there PAL versions floating around, or is the source 
>> available for me to convert? What also annoys me is most of the demos 
>> in the site are NTSC by default also, but they all come with source 

>> which I have to invariably patch. Why is it this way, considering 9 out 
>> of 10 SCEE members are going to have a PAL telly? 

> 

>It seems that when people post binary-only versions of thier programs, 
>they really should leave out the call to "SetVideoMode (MODE_PAL);" (Or 
>MODE_NTSC as the case may be...) 

Does not work! I have downloaded a demo that had the source with it. When I 
ran it on my PAL system it went into NTSC mode so I decided to change the 
SetVideoMode command to MODE_PAL but I found that the command was not being 
used! 

The best bet if you are going to release your demo/game to the Yaroze public 
without the source code then include an option within the demo to change 
modes. (Hmmm, I have not tried this but is it possible to change modes mid 
demo? ) 


JohntT 
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-—-MESSAGE FILE 15610 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000126 


—-MESSAGE FILE 15611 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000127 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.gnu_compiler, scee.yaroze 
.freetalk.english, scee.yaroze.programming, scee.yaroze.programming.gnu_compiler, scee. 


yaroze.programming.libraries 

Subject: Compression libs.... 

Date: Wed, 4 Mar 1998 00:23:59 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6dingtS$dlr6@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:84 scee.yaroze.fr 
eetalk.english:429 scee.yaroze.programming.gnu_compiler:173 scee.yaroze.programming. 


libraries:127 


Well, for the last week I have been coding some compression libs for us to 
use on the Yaroze.. The compression is based on LZH. I have included a WAD 
builder, as well as some demo code fo you to use.. The WAD builder will 
only work under WIN95/NT (sorry guys it's a custom format.. didn't code an 
LZH decompressor...) 


So if you use WIN95/NT then grab it.. Should be fairly easy to use... Now 
we can all just use single files as opposed to sending 30 small tims to make 
up our games... 


I have included some sample C code for the Yaroze. It works under GNU... 
don't know about code warrior... The demo code allocates mem for a TIM 
image the displays it to the screen... Not much, but it'll give you the 
idea of how to use it anyway... 

If you have any questions, comments, suggestions.... e-mail me. 

Regards, 


Jeff / Nemesis 


jlawton@groupz.net 
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—-MESSAGE FILE 15611 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000127 


——MESSAGE FILE 15612 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000128 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.gnu_compiler,scee.yaroze 
.freetalk.english, scee.yaroze.programming, scee.yaroze.programming.gnu_compiler, scee. 
yaroze.programming.libraries 

Subject: Re: Compression libs.... 

Date: Wed, 4 Mar 1998 00:25:15 -0500 

Organization: SCEA News Server 

Lines: 4857 

Message-ID: <6dinuh$dlr7@scea> 

References: <6dingt$dlr6@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:85 scee.yaroze.fr 
eetalk.english:430 scee.yaroze.programming.gnu_compiler:174 scee.yaroze.programming. 
libraries:128 


Opps forgot to attach the file... Sorry it's been a long day!! 
Regards, 
Jeff / Nemesis 


jlawton@groupz.net 


—-MESSAGE FILE 15612 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000128 


—--MESSAGE FILE 15613 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000129 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Software Reset 

Date: Sat, 07 Mar 1998 09:44:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <350108F8.4D38@telecom.at> 
NNTP-Posting-Host: 195.3.71.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hi! 
How do I reset the PlayStation by software. 


Thanx. 
—-MESSAGE FILE 15613 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000129 


—-MESSAGE FILE 15614 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000130 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Software Reset 

Date: Sat, 07 Mar 1998 12:37:04 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35013e24.37463304@news.scea.sony.com> 
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References: <350108F8.4D38@telecom.at> 
NNTP-Posting-Host: client-120-11.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>How do I reset the PlayStation by software. 


With the function ResetGraph(3). The reference only lists 0 or 1 as 
possible values, but many demos use 3, and it works. Remember, 
CW has a very annoying bug whereby the yaroze generates an error 
using PsComUtil, such that the yaroze does not reset properly, 
although I suppose you can still download a new program and run it 
(this is not always the case in real life). 


-Matt 


--MESSAGE FILE 15614 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000130 


——MESSAGE FILE 15615 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000131 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Software Reset 

Date: Sat, 07 Mar 1998 17:33:03 -0800 

Organization: Cisco Systems 

Lines: 14 

Message-ID: <3501F54F. 85AE4E43@netmagic.net> 

References: <350108F8.4D38@telecom.at> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Harald Ploch wrote: 
Hi! 


> 
> 
> 
> How do I reset the PlayStation by software. 
> 
> 


Thanx. 


Do you mean make it do a warm boot? Or do you mean to have it 
reset its graphics (fonts, sounds, etc.)? 


Se? 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15615 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000131 


—-MESSAGE FILE 15616 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000132 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Software Reset 

Date: 9 Mar 1998 11:47:03 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e0krn$ j0nl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Net Yaroze newsgroups message dump.txt Page 10550 


Hi! 
How do I reset the PlayStation by software. 
Thanx. 


--- What are you wanting to do with the reset? 


ResetGraph(3) will achieve some graphical reset; 
ResetGraph(0) and GsInitGraph can be used to change screen resolution 
at runtime. 


Other than that, I don't know why you want a reset. 


Lewis 


—-MESSAGE FILE 15616 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000132 


—-MESSAGE FILE 15617 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 

ries/00000133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Root counter controls... 

Date: Fri, 13 Mar 1998 15:12:40 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6ec3jiSi0m17@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:505 scea.yaroze.programming.gnu_c 

ompiler:86 scee.yaroze.freetalk.english:485 scee.yaroze.programming.gnu_compiler:179 
scee.yaroze.programming.libraries:133 


Has anyone ever played with the Root counter functions: 


ResetRCnt 
GetRCnt 
StartRCnt 


How do they work? 


I need some timers in the program I am working on, and I thought they might 
be the answer... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 15617 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000133 


—-MESSAGE FILE 15618 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000134 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: GsLinkObject4 Declaration 

Date: Mon, 16 Mar 1998 09:04:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <350CDCF8.3E2A3EF8@immd9.informatik.uni-erlangen.de> 
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We let George off lightly here because he seemed a little dissapointed about 
the poor canadian showing at the Nagano games. 

( You could hear his cries resonate throughout the office when he found out 
about the Ice Hockey results....... ) 


Cheers, 


Colin ( :-» ) 


—-MESSAGE FILE 1664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00366 


—-MESSAGE FILE 1665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000367 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC vs PSX (Was: Re: Sony probably doesn't like this) 

Date: Fri, 20 Feb 1998 10:54:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6cjn3gSao2@chuka.playstation.co.uk> 

References: <34295D09.8C4591C@ukonline.co.uk> <342A1541.4D88@interactive.sony.com> < 
6chkO0p$b31@chuka.playstation.co.uk> <34ECCE35.D1DE1778@cybec.com.au> <6ciqjv$7692@sc 
ea> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Jeff Lawton wrote in message <6ciqjv$7692@scea>... 

> 

>Toby Hutton wrote in message <34ECCE35.D1DE1778@cybec.com.au>... 

> 

>>The PSX games don't look quite as nice these days. But they play fine, 
>>and work first time. 


>>And Windows *sucks*. I don't have to boot to it anymore. 

> 

> 

>You also forgot one big thing... The joysticks on the playstation are WAY 
>better.. Driving games play way better on the PS with a neGcon as well.. 

> 

>Although a PC is great for strategy games... Anything else is not so 
>great.. Tomb Raider II is a lot more playable on the PS or atleast I think 
>so. 

> 


Actually, Tomb Raider II is better on the PC even without a 3D accelerator! 
The polygons do not get gaps in the scenery for one thing! (Though I have 
only played with the demo version on the PSX) I have a 3DFX accelerator card 
and Tomb Raider II looks 100% better using it. The 3DFX does not produce 
better performance with Tomb Raider II on my system (a P200MMX in case you 
are wondering) but it makes the game look better :) Without the 3DFX the 
game looks identical (barring the gaps) to the PSX version. 


As for joysticks, anything the PSX has the PC has an equivalent. Usually 
better! I now have a SideWinder Force Feedback Pro for my PC. Are there any 
controllers for the PSX that provide tactile feedback? No. Maybe in Japan 
they have a vibrating controller but still nothing that fights against your 
movement etc. E.G. The game TigerShark (Not chosen for it's gameplay etc. ;) 
When the craft is under water the Feedback Pro feels more 'sticky' because 
of the water. 


Driving games on the PC are just as good and with Feedback support are 
better (if you drive slightly off the track, the feedback tries to pull the 
car over so you have to work harder to keep the car on the track). Now we 
just need a Feedback steering wheel for driving games on the PC! 


Well, enough of this PSX vs PC. Everyone knows that a PC with the right 
backing can beat any console. It's just that the PSX is cheaper and more 
accessible to the home games player. I myself own two PSX's (including the 
NY) and a Nintendo 64 as well as my two PC's just so my family can have a 
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References: <6bi1l17$b217@chuka.playstation.co.uk> 
NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello Steve! 


In fact both are correct to my mind. Especially for the first parameter 
position you have to take an unsigned long * variable as a pointer to the 
TMD data. When you pass this variable to the GsLinkObject4 function you 
have to cast it to an unsigned long value. This sounds very nasty, but it 
works 

(it seems to be a mistake in the header file). 


Steve Dunn wrote: 


> The library reference sighs it 

> GsLinkObject4( u_long*, GsDOBJ2*, u_long) 

> 

> but all the headers (code warrior and Sony) say it's 
> GsLinkObject4( u_long, GsDOBJ2*, int) 

> 

> Any ideas on what's correct ? The samples I'm going through assume the 
> former declaration, and of course, it's not compiling 
> 

> Cheers 

> 

> Steve 


Christoph Luerig 


—-MESSAGE FILE 15618 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000134 


—-MESSAGE FILE 15619 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000135 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: Mon, 16 Mar 1998 09:05:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <350CDD54.FEA62791@immd9.informatik.uni-erlangen.de> 

References: <342473BC.7566@peace.co.nz> <605ia7$5324@emeka.playstation.co.uk> 
NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello! 


Can you or someone else provide me some information about that root counter 
specification please? 


Thanks 
Christoph 


Gil Jaysmith wrote: 


James Russell <jamesr@peace.co.nz> wrote: 

>Is there any mechanism for causing an interrupt at a given time period? 
>(Not VSyncCallback, because the time for that changes depending on 
>whether you're using NTSC or PAL). 


V V V V 
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Root Counters, mate. StartRCnt and so forth. 


Gil Jaysmith 
SN Systems Software Ltd (http://www.snsys.com) 


V V V V V V 


Christoph Luerig 


Disclaimer: the ads are my employers' but the opinions are mine. 
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—-MESSAGE FILE 15619 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000135 


——MESSAGE FILE 15620 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000136 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: GsLinkObject4 Declaration 

Date: Mon, 16 Mar 1998 09:10:14 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6eiqauSdudl0@chuka.playstation.co.uk> 


References: <6bi117$b217@chuka.playstation.co.uk> <350CDCF8.3E2A3EF8@immd9.informati 


k.uni-erlangen.de> 
NNTP-Posting-Host: userm076.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The header file is correct in this 
instance. Don't know why it want's it 
that way ? But it works. 


Regards 


Steve 


>Hello Steve! 

> 

>In fact both are correct to my mind. 
Especially for the first parameter 
>position you have to take an unsigned 
long * variable as a pointer to the 
>TMD data. When you pass this variable 
to the GsLinkObject4 function you 
>have to cast it to an unsigned long 
value. This sounds very nasty, but it 
>works 

>(it seems to be a mistake in the header 
file). 

> 

>Steve Dunn wrote: 

> 

>> The library reference sighs it 

>> GsLinkObject4( u_long*, GsDOBJ2*, 
u_long) 

>> 

>> but all the headers (code warrior and 
Sony) say it's 

>> GsLinkObject4( u_long, GsDOBJ2*, int) 
>> 

>> Any ideas on what's correct ? The 
samples I'm going through assume the 
>> former declaration, and of course, 
it's not compiling 

>> 

>> Cheers 

>> 

>> Steve 

> 
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> 
> 
>Christoph Luerig 
> 
> 
> 


—-MESSAGE FILE 15620 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000136 


—--MESSAGE FILE 15621 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000137 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Timers 

Date: 16 Mar 1998 11:02:18 -0000 

Organization: Sony Computer Entertainment Europe - 119.555 

Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ej0rqSbdel@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id DAA15550 

for <news@playstation.co.uk>; Mon, 16 Mar 1998 03:06:59 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


There's a couple of SCEE demos that use the timer, 

called 'profile', ‘'counter' etc 

Also, I think some members have used them and posted about this 
in previous newsgroup threads 


Lewis 


Hello! 

Can you or someone else provide me some information about that root counter 
specification please? 

Thanks 

Christoph 


Gil Jaysmith wrote: 

James Russell <jamesr@peace.co.nz> wrote: 

>Is there any mechanism for causing an interrupt at a given time period? 
>(Not VSyncCallback, because the time for that changes depending on 
>whether you're using NTSC or PAL). 


Root Counters, mate. StartRCnt and so forth. 
Gil Jaysmith 


SN Systems Software Ltd (http://www.snsys.com) 
Disclaimer: the ads are my employers' but the opinions are mine. 


VVVVVVVV VV 


Christoph Luerig 


—-MESSAGE FILE 15621 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000137 


—-MESSAGE FILE 15622 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000138 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 
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Subject: MoveImage() M.O. 

Date: Wed, 18 Mar 1998 01:56:27 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <350F9A4B.2062@dial.pipex.com> 
NNTP-Posting-Host: am1l14.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi, 


I currently need to display a sprite object in my game which is 
effectively a small text box. I'm doing this by copying (with MovelImage) 
each text character to the box sprite image in VRAM, from a font image 
located elsewhere in VRAM. I actually copy a single character image AND 
a cursor image once every couple of vsyncs, to give a 'computer read-out' 
type effect. I'm doing it this way as I obviously dont want to have a 
separate sprite for each character etc! 


So, the basic run of events within the main game loop is: 


game loop start 


Movelmage () // to copy character image to box sprite image 
.<alter RECT var> 
Movelmage () // to copy cursor image to box sprite image 
// Note: I dont/cant use a DrawSync() 
// after either MoveImage() call 
DrawSync () 
Vsync () 
GsSwapDispBuff () 
GsDraw0OT () 


game loop end 


I modify the source RECT used by the first MoveImage and use it with the 
second MoveImage. This seems to work BUT, isn't it possible I will have 
modified the RECT variable BEFORE the first MoveImage operation is done, 

as it is non-blocking? Or, does each MoveImage call keep it's own working 
copy of the RECT variable passed to it? I assume some such mechanism is used 
as when each MoveImage call is made (as above) the GPU will be busy 
because of the last GsDrawOT call, so the 2 MoveImage operations will 
be delayed until AFTER the GPU has finished drawing. Is this right? 
Is it QUARANTEED that any MoveImage call issued AFTER a GsDrawOT will 
be delayed until the GPU has finished drawing ALL the OT objects? 

I dont want to be altering a sprite image while/before the GPU has used 
that image in drawing the previous frame (if you see what I mean!?) 


I hope that lot makes some kind of sense to someone. :) 
I quess, what I'm asking in essence is: How and when, EXACTLY, are 
MovelImage operation requests stored and subsequently dealt with by the GPU? 


As I say, everything SEEMS to be working fine the way it is (things that 
run first go give me an uneasy feeling :) I just want to be sure that 
things wont go pear-shaped somewhere down the line. 


Thanks in advance! 


-Chris 
--MESSAGE FILE 15622 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000138 


——MESSAGE FILE 15623 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000139 
Path: chuka.playstation.co.uk!news 
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From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: MoveImage() M.O. 

Date: Thu, 19 Mar 1998 08:48:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <6eqlpq$15r13@chuka.playstation.co.uk> 
References: <350F9A4B.2062@dial.pipex.com> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Chris, 


Using MoveImage that way is fine as the libs copy the rect structure 
internally. 

( Incidentally you could do something similar using fast sprites, as once 
you have issued the GsSort.. call you can then freely change the structure ) 


Cheers, 


Colin. 


Chris Chadwick wrote in message <350F9A4B.2062@dial.pipex.com>... 

>Hi, 

> 

>I currently need to display a sprite object in my game which is 
>effectively a small text box. I'm doing this by copying (with MovelImage) 
>each text character to the box sprite image in VRAM, from a font image 
>located elsewhere in VRAM. I actually copy a single character image AND 
>a cursor image once every couple of vsyncs, to give a 'computer read-out' 
>type effect. I'm doing it this way as I obviously dont want to have a 
>separate sprite for each character etc! 


> 

>So, the basic run of events within the main game loop is: 
> 

> game loop start 

> 

> 

> . 

> MoveImage () // to copy character image to box sprite image 
> .<alter RECT var> 

> MoveImage () // to copy cursor image to box sprite image 
> // Note: I dont/cant use a DrawSync() 

> . // after either MoveImage() call 

աջ 

> DrawSync() 

> Vsync() 

> GsSwapDispBuff () 

> GsDrawOT () 

> 

> 

>. 

> game loop end 


> 

>I modify the source RECT used by the first MoveImage and use it with the 
>second MoveImage. This seems to work BUT, isn't it possible I will have 
>modified the RECT variable BEFORE the first MoveImage operation is done, 
>as it is non-blocking? Or, does each MoveImage call keep it's own working 
>copy of the RECT variable passed to it? I assume some such mechanism is 
used 
ՀՏ when each MoveImage call is made (as above) the GPU will be busy 
>because of the last GsDrawOT call, so the 2 MoveImage operations will 
>be delayed until AFTER the GPU has finished drawing. Is this right? 
>Is it QUARANTEED that any MoveImage call issued AFTER a GsDrawOT will 
>be delayed until the GPU has finished drawing ALL the OT objects? 

>I dont want to be altering a sprite image while/before the GPU has used 
>that image in drawing the previous frame (if you see what I mean!?) 

> 

>I hope that lot makes some kind of sense to someone. :) 

>I quess, what I'm asking in essence is: How and when, EXACTLY, are 
>MovelImage operation requests stored and subsequently dealt with by the GPU? 
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> 

>As I say, everything SEEMS to be working fine the way it is (things that 
>run first go give me an uneasy feeling :) I just want to be sure that 
>things wont go pear-shaped somewhere down the line. 

> 

>Thanks in advance! 

> 

>-Chris 


—-MESSAGE FILE 15623 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000139 


—-MESSAGE FILE 15624 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 

ries/00000140 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:55:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6eqm63$15r14@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:522 scea.yaroze.programming.gnu_c 

ompiler:87 scee.yaroze.freetalk.english:549 scee.yaroze.programming.gnu_compiler:180 
scee.yaroze.programming.libraries:140 


I think you would probally be better off using VSync(1) for most timing 
purposes ( it count's in hsyncs ) 

unless you want some really tight timing... 

But checking the time for a single small function ( <l Hsync ) can often 


give misleading results as the effects of other bus masters / cache history 
and dram refresh will sometimes give spurious results. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 15624 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000140 


—-MESSAGE FILE 15625 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000141 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler, scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:56:41 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6er7qh$13g5@scea> 

References: <6ec3ji$i0m17@scea> <6eqm63S$15r14@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:524 scea.yaroze.programming.gnu_c 

ompiler:88 scee.yaroze.freetalk.english:553 scee.yaroze.programming.gnu_compiler:181 
scee.yaroze.programming.libraries:141 


SCEE wrote in message <6eqm63$15rl4@chuka.playstation.co.uk>... 
>I think you would probally be better off using VSync(1) for most timing 


>purposes ( it count's in hsyncs ) 
>unless you want some really tight timing... 
>But checking the time for a single small function ( <l Hsync ) can often 


>give misleading results as the effects of other bus masters / cache history 
>and dram refresh will sometimes give spurious results. 


Boy thanks.. That was a rather informative response... Now I know how the 
Root control timers work.. I'll get right on it.... 1 don't mean to sound 
rude or make your response seem unwanted.. It just frustrates me that even 
simple things (or things you would imagine to be simple) are so poorly 
understood.. I just wanted to try them. 

All sarcasm aside.... Does anyone know how to use them.. I don't care if I 
can use ՄՏՄոՇ as a timer (I'm aware of that) or not... 1 want to know all I 


can about the Yaroze, and the docs on the Root timers are very poorly 
written... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 15625 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000141 


—-MESSAGE FILE 15626 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000142 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler, scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 01:05:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6esf11$15r32@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> <6eqm63$15rl14@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:526 scea.yaroze.programming.gnu_c 

ompiler:89 scee.yaroze.freetalk.english:565 scee.yaroze.programming.gnu_compiler:182 
scee.yaroze.programming.libraries:142 


Hi Jeff, 


RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 
To time a routine use the following... 


ResectRCnt ( RCntCNT2 ); 
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StartRCnt ( RCntCNT2 ); 

call routine 

time = GetRCnt( RCntCNT2 ); 

I'm sorry you thought I was being unhelpfull with my last response, but I 

offer the same advice to professional developers, plus with the Yaroze you 


don't have access to any other timers as they are used by the libraries 
internally. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6er7qh$13g5@scea>... 
>SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 


>>I think you would probally be better off using VSync(1) for most timing 
>>purposes ( it count's in hsyncs ) 

>>unless you want some really tight timing... 

>>But checking the time for a single small function ( <l Hsync ) can often 
>>give misleading results as the effects of other bus masters / cache 
history 

>>and dram refresh will sometimes give spurious results. 

> 

> 

>Boy thanks.. That was a rather informative response... Now I know how the 
>Root control timers work.. I'll get right on it.... I don't mean to sound 
>rude or make your response seem unwanted.. It just frustrates me that even 
>simple things (or things you would imagine to be simple) are so poorly 
>understood.. I just wanted to try them. 

> 

>All sarcasm aside.... Does anyone know how to use them.. I don't care if 
1 

>can use VSync as a timer (I'm aware of that) or not... I want to know all 
1 


>can about the Yaroze, and the docs on the Root timers are very poorly 
>written... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 


—-MESSAGE FILE 15626 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000142 


—-MESSAGE FILE 15627 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000143 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 
mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 09:14:59 -0500 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6etta3Smfol@scea> 

References: <6ec33i$i0m17@scea> <6eqm63$15r14@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> <6esf11$15r32@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:530 scea.yaroze.programming.gnu_c 
ompiler:90 scee.yaroze.freetalk.english:575 scee.yaroze.programming.gnu_compiler:183 
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scee.yaroze.programming.libraries:143 


SCEE wrote in message <6esf11$15r32@chuka.playstation.co.uk>... 

>Hi Jeff, 

> 

>RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 

>To time a routine use the following... 

> 

>ResectRCnt ( RCntCNT2 ); 

>StartRCnt ( RCntCNT2 ); 

> 

>call routine 

> 

>time = GetRCnt( RCntCNT2 ); 

> 

> 

>I'm sorry you thought I was being unhelpfull with my last response, but I 
>offer the same advice to professional developers, plus with the Yaroze you 
>don't have access to any other timers as they are used by the libraries 
>internally. 


I am thankful for any respose.. Sometimes I just get fed up with the docs.. 
I like to know how to use what it is I'm playing with. One of those things 
was timers... Currently I do use the vsync because no one seemed to know 
how the timers functioned... The response you just gave me is exactly what 
I was looking for.. I wanted to know how they worked... 1 couldn't for the 
life of me figure out what you passed into the timer... 


I surely didn't mean to sound rude about it... Was meant more as sarcasm... 
Sorry if I offended you. 


BTW Thanks for the solution to my question. 
Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 15627 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000143 


—-MESSAGE FILE 15628 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000144 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <xjk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: MoveImage() M.O. 

Date: Sat, 21 Mar 1998 00:11:24 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <3513762C.7432@dial.pipex.com> 

References: <350F9A4B.2062@dial.pipex.com> <6eqlpq$15r13@chuka.playstation.co.uk> 
NNTP-Posting-Host: ael95.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


SCEE wrote: 
> 
Hi Chris, 


Using MoveImage that way is fine as the libs copy the rect structure 
internally. 


> 
> 
> 
> 
Brill! I was hoping that was the case. 
Thanks, Colin. 


-Chris 
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( Incidentally you could do something similar using fast sprites, as once 
you have issued the GsSort.. call you can then freely change the structure ) 


Cheers, 
Colin. 


Chris Chadwick wrote in message <350F9A4B.2062@dial.pipex.com>... 

>Hi, 

> 

>I currently need to display a sprite object in my game which is 
>effectively a small text box. I'm doing this by copying (with MovelImage) 
>each text character to the box sprite image in VRAM, from a font image 
>located elsewhere in VRAM. I actually copy a single character image AND 
>a cursor image once every couple of vsyncs, to give a 'computer read-out' 
>type effect. I'm doing it this way as I obviously dont want to have a 
>separate sprite for each character etc! 

> 

>So, the basic run of events within the main game loop is: 


> 

> game loop start 

> 

> 

> 

> MoveImage () // to copy character image to box sprite image 
> .<alter RECT var> 

> MoveImage () // to copy cursor image to box sprite image 
> // Note: I dont/cant use a DrawSync() 

> // after either MoveImage () call 

Po -ա 

> DrawSync() 

> Vsync() 

> GsSwapDispBuff () 

> GsDrawOT () 

> 

> 

2: 2 

> game loop end 

> 


>I modify the source RECT used by the first MoveImage and use it with the 
>second MoveImage. This seems to work BUT, isn't it possible I will have 
>modified the RECT variable BEFORE the first MoveImage operation is done, 
>as it is non-blocking? Or, does each MoveImage call keep it's own working 
>copy of the RECT variable passed to it? I assume some such mechanism is 
used 
ՀՏ when each MoveImage call is made (as above) the GPU will be busy 
>because of the last GsDrawOT call, so the 2 MoveImage operations will 
>be delayed until AFTER the GPU has finished drawing. Is this right? 
>Is it QUARANTEED that any MoveImage call issued AFTER a GsDrawOT will 
>be delayed until the GPU has finished drawing ALL the OT objects? 

>I dont want to be altering a sprite image while/before the GPU has used 
>that image in drawing the previous frame (if you see what I mean!?) 

> 

>I hope that lot makes some kind of sense to someone. :) 

>I quess, what I'm asking in essence is: How and when, EXACTLY, are 
>MovelImage operation requests stored and subsequently dealt with by the GPU? 
> 

>As I say, everything SEEMS to be working fine the way it is (things that 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


>run first go give me an uneasy feeling :) I just want to be sure that 
>things wont go pear-shaped somewhere down the line. 

> 

>Thanks in advance! 

> 

>-Chris 


—-MESSAGE FILE 15628 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000144 


—-MESSAGE FILE 15629 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000145 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "cnevison" <rschutt@cs.colgate.edu> 
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greater choice of games. (Yep, call us gaming addicts!! ;) 


JohnT 


—-MESSAGE FILE 1665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00367 


—-MESSAGE FILE 1666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000368 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: 20 Feb 1998 11:56:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <0Olbd3df£7$45b8d740$7£d449c2@Angelal.intelligent-—group.com> 
References: <6cci5fSgnsl@emeka.playstation.co.uk> 

NNTP-Posting-Host: 1127.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


(don't mail and hassle me for this viewpoint, I've already been strung up 
for it myself once already) 


There is far to much griping about the standard of the tools, bugs in the 
compilers, it's all to slow, 

I've got my underpants on my head (and it's Sony's fault). Honestly, folk's 
gotta sort it out. 


I'm not pointing a finger (and I'm fairly sure mr frosty is not the man to 
point a finger at) but everyone 

has over-reacted to what is a quite reasonable post. I use the same tools 
as everyone else and have 

been amazed by how nice they are compared to most other remote hosted 
embedded systems 

development systems (all costing a LOT more). 


Some examples of not as good systems are: 
OpenTV - £4000+ a seat, same GNU compiler set, PC version is rubbish 
and doesn't work properly so you need a Sun to do it. Debugger is GDB. 
Microtec Compiler / Debugger for 68K embedded systems. 
£2000+ for the compiler, £1500(ish) for the debugger. The compiler is a 
command line 
(like GNU), debugger is an old and dodgy Win3.1 app with loads of bugs and 
a steep 


learning curve to install it. Codewarrior Yaroze kills it dead. 


As I've said before, comparing Yaroze to a mass market PC dev platform like 
VC++ is 

daft - it's a different class of product and in an area where costs are 
usually a LOT higher. 


The Yaroze is MUCH better than you would expect for a specialized embedded 
development 

system. If the professional system was like this, then I for one would not 
complain as loud as 

some people here are. At this price, it's a bargain..... 


Now hang me out to dry, and see how much I care...... 
Craig. 


(Speaking freely) 


—-MESSAGE FILE 1666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00368 
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Newsgroups: scee.yaroze.programming.libraries 
Subject: time.h library HELP!!! 

Date: Fri, 10 Apr 1998 14:05:28 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6glltm$3686@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know how to do timings on the Sony 
Playstation? 


The time.h file is not supported with the basic CDROM which 
came with the device. 


Can you help me? I am trying to write code to do some timings 
on the playstation but I can't find out how to do this. 


Please advise! 


-rschutt@cs.colgate.edu 


—-MESSAGE FILE 15629 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000145 


—-MESSAGE FILE 15630 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000146 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Software Reset 

Date: 22 Apr 1998 21:35:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <6hlnqh$31i25@chuka.playstation.co.uk> 

References: <6e0krn$j0nl@emeka.playstation.co.uk> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6e0krn$j0nl@emeka.playstation.co.uk 


Lewis_Evans@Playstation.sony.com wrote: 

>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>Hi! 

>How do I reset the PlayStation by software. 
>Thanx. 

> 

> 

>--- What are you wanting to do with the reset? 

> 

>ResetGraph(3) will achieve some graphical reset; 
>ResetGraph(0) and GsInitGraph can be used to change screen resolution 
>at runtime. 


> 

>Other than that, I don't know why you want a reset. 
> 

> Lewis 


I'd also like to do this so I dont have keep pressing the reset button to let 
codewarror connect. 
> 


> 
> 
> 
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—-MESSAGE FILE 15630 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000146 


—-MESSAGE FILE 15631 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000147 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Software Reset 

Date: Thu, 23 Apr 1998 19:48:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <353F8CE9.9BFD7124@ndirect.co.uk> 

References: <6e0krn$j0nl@emeka.playstation.co.uk> <6hlnqgh$31i25@chuka.playstation.co 
.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-60.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


A soft reset would be nice. The letters on my reset button are already worn 
off. My matt black Yaroze now has a shiny black reset button marked "RE em 
(Stupid CW) 


Herbs 


West wrote: 


Lewis_Evans@Playstation.sony.com wrote: 

>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>Hi! 

>How do I reset the PlayStation by software. 
>Thanx. 

> 

> 

>--- What are you wanting to do with the reset? 
> 

>ResetGraph(3) will achieve some graphical reset; 
>ResetGraph(0) and GsInitGraph can be used to change screen resolution 
>at runtime. 


> 

>Other than that, I don't know why you want a reset. 
> 

> Lewis 


I'd also like to do this so I dont have keep pressing the reset button to let 
codewarror connect. 
> 


VVVVVVVVVVVVVVV VV VV VV VV VV 


> 
> 
> 


—-MESSAGE FILE 15631 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000147 


—-MESSAGE FILE 15632 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000148 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Robert Schutt" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 
mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 
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Date: Thu, 30 Apr 1998 21:38:13 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <6ib8biScv09@scea> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:585 scea.yaroze.programming.gnu_c 

ompiler:96 scee.yaroze.freetalk.english:721 scee.yaroze.programming.gnu_compiler:198 
scee.yaroze.programming.libraries:148 


I have been playing with the Root Counter Controls. 
I think there may be a bug with the root counter. 


It seems to me that the root counter is incremented every 
clock cycle. Not every 8 clock cycles like the documentation 
suggests. 


This is done after several experiments with timing features. 
If anyone is interested let me know. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 15632 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000148 


—-MESSAGE FILE 15633 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000149 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Robert Schutt" <rschutt@cs.colgate.edu> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Root Counter Controls - Problem with library 
Date: Thu, 30 Apr 1998 21:48:59 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <6ib8vnScv010@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


After many experiements involving timing instructions 
on the MIPS processor I am pretty sure that there 
is a problem with the Root Counter functions. 


I believe that the root counter is incremented every 
clock cycle ... not every 8 clock cycles like the documentation 
claims. 


This means that each root count is equal to .03 Microseconds 
clock cycle) not .24 microseconds. 


=~ 
= 
է 
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If anyone is having problems related to this I'm pretty sure this 
is a big problem. 


This can be obtained by timing single instructions. I will probably 
post the assembly code and results later this week. That I used 
to obtain this results. 


Does anyone agree or disagree? 


—-MESSAGE FILE 15633 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000149 


—-MESSAGE FILE 15634 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000150 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Software Reset - How to do it 

Date: Wed, 06 May 1998 19:49:55 -0400 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <3550F723.FD56615E@mail.datasys.net> 

References: <6e0krn$j0nl@emeka.playstation.co.uk> <6hingh$31i25@chuka.playstation.co 
-uk> <353F8CE9.9BFD7124@ndirect.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 413.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


This is a dogity way to do it, but you can jump to Oxbfc00000. This is 
the entry point for the PSX ROM, and should cause the playstation to 
reset. You can test it by loading up siocons and typing 'go bfc00000' 
and your yaroze should reboot. 


Alex Herbert wrote: 

> 

A soft reset would be nice. The letters on my reset button are already worn 
off. My matt black Yaroze now has a shiny black reset button marked "RE tT 
(Stupid CW) 


Herbs 
West wrote: 


Lewis_Evans@Playstation.sony.com wrote: 

>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>Hi! 

>How do I reset the PlayStation by software. 
>Thanx. 

> 

> 

>--- What are you wanting to do with the reset? 

> 

>ResetGraph(3) will achieve some graphical reset; 
>ResetGraph(0) and GsInitGraph can be used to change screen resolution 
>at runtime. 


> 

>Other than that, I don't know why you want a reset. 
> 

> Lewis 


I'd also like to do this so I dont have keep pressing the reset button to let 
codewarror connect. 

> 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 

are not out to get me." 

—-MESSAGE FILE 15634 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000150 


——MESSAGE FILE 15635 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000151 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: amiga fonts 

Date: Mon, 01 Jun 1998 22:22:09 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <357327fe.20257648@news.scea.sony.com> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I know that the Amiga is still big in Europe, and I was 
wondering if anyone had any documentation on the simple bitmap text 
file format that Amiga has always supported. I figured it would be a 
good source for starting a text display library for the yaroze. I 
have an amiga and bunches of bitmap text files, I just don't know how 
to interpret them...I would need the byte interpretation of the 
contents of the file...but it would be cool to use arbitrary Amiga 
text files as an input for a text display library for on-screen 
display, since it seems the the amiga implementation of stuff has 
always been very straightforward. 


Thanks, 


Jamin Frederick 

jaminl@psu.edu 

—-MESSAGE FILE 15635 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000151 


—-MESSAGE FILE 15636 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000152 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: amiga fonts 

Date: 3 Jun 1998 13:18:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <613if0$6010@chuka.playstation.co.uk> 

References: <357327fe.20257648@news.scea.sony.com> 

NNTP-Posting-Host: n26.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/357327fe.20257648@news.scea.sony.com 


jaminl@psu.edu (Jamin Frederick) wrote: 
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> I know that the Amiga is still big in Europe, a 
> 


Couldve fooled me. 


—-MESSAGE FILE 15636 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000152 


—--MESSAGE FILE 15637 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000153 

Path: chuka.playstation.co.uk!news 

From: bv163 <bvl63@city.ac.uk> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Timers.. 

Date: Thu, 04 Jun 1998 15:28:28 +0100 
Organization: City University 

Lines: 57 

Message-ID: <3576AFOC.56F0@city.ac.uk> 
NNTP-Posting-Host: tongham.city.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


I still reckon that using the VSync Method is better but a bit more 
complicated.. 


You need to use a structure seeing as that the Vsync will not work with 
normal variables. 


EG: 


typedef struct { 
int frames; 
int seconds; 
int minutes; 
int ntscchek; 
} GAMECLOCK; 


the GAMECLOCK variable HAS to be global. 


GAMECLOCK AGClock; 


have a function called NTSCCheck which does this: 
void NTSCCheck () 
{ 
AGClock.ntscchek = 50; 
if (GetVideoMode() == MODE_NTSC) 
AGClock.ntscchek = 60; 
} 


then in the actual call back function. use this: 


void GameTimer () 
{ 
AGClock.frames ++; 
if (AGClock.frames > 50 + AGClock.ntsccheck) í 
AGClock.frames = 0; 


/* 
in this section here you do what needs to be 
done in one second for example increase the 
second count by 1 


Z 


I hope this helps. 


The explanations are kind of odd, but if you get confused or if there 
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are any problems with this ring me on 0958 660 653 [UK number] and ask 
for Aaron. 


P.S: How do you access and write to a memory card and how do you change 
the texture on a model in real time??? 


Are there any London based Yaroze Programmers who would like to get 

together and try and program a complete game. If so contact me on 

0958 660 653 or 0181 960 9880 [Ask for Aaron]. 

--MESSAGE FILE 15637 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000153 


—-MESSAGE FILE 15638 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000154 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: amiga fonts 

Date: Wed, 10 Jun 1998 14:47:45 GMT 

Organization: Reichardt Informatik AG 

Lines: 28 

Message-ID: <357f£9c87.30747873@news.reichardt.ch> 
References: <357327fe.20257648@news.scea.sony.com> 
NNTP-Posting-Host: empty172.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 01 Jun 1998 22:22:09 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


I know that the Amiga is still big in Europe, and I was 
wondering if anyone had any documentation on the simple bitmap text 
file format that Amiga has always supported. I figured it would be a 
good source for starting a text display library for the yaroze. I 
have an amiga and bunches of bitmap text files, I just don't know how 
to interpret them...I would need the byte interpretation of the 
contents of the file...but it would be cool to use arbitrary Amiga 
text files as an input for a text display library for on-screen 
display, since it seems the the amiga implementation of stuff has 
always been very straightforward. 


VVVVVVVV VV 


I'm not sure what you mean with 'bitmap text file'. Do you mean the 
bitmap data of pixel fonts? For every pixel (non-vector) font (*.font) 
there are different files inside a subdirectory, one for each font size. 
If you need a description of the internal format of these files, I could 
dig up my rom kernel manuals :-) 


If I didn't understand you correctly, please correct me. 
Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 15638 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000154 


——MESSAGE FILE 15639 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000155 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: amiga fonts 

Date: Wed, 10 Jun 1998 21:42:01 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <357efd30.804276@news.scea.sony.com> 

References: <357327fe.20257648@news.scea.sony.com> <357£9c87.30747873@news.reichardt 
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.Շի» 

Reply-To: jaminl@psu.edu 
NNTP-Posting-Host: MAXWELL.hq.ensco.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Yes, I was referring to the individual files within a *.font. 
Although "Sauron" from SCEA has already made a font display routine, 
with quite a wealth of fonts, so I'll probably just end up using 
these, and perhaps adding to it. Thanks anyway. 


Jamin 


On Wed, 10 Jun 1998 14:47:45 GMT, daniel@reichardt.ch (Daniel 
Hartmeier) wrote: 


>On Mon, 01 Jun 1998 22:22:09 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 
> 

>> I know that the Amiga is still big in Europe, and I was 

>> wondering if anyone had any documentation on the simple bitmap text 

>> file format that Amiga has always supported. I figured it would be a 
>> good source for starting a text display library for the yaroze. I 

>> have an amiga and bunches of bitmap text files, I just don't know how 
>> to interpret them...I would need the byte interpretation of the 

>> contents of the file...but it would be cool to use arbitrary Amiga 

>> text files as an input for a text display library for on-screen 

>> display, since it seems the the amiga implementation of stuff has 

>> always been very straightforward. 

> 

>I'm not sure what you mean with 'bitmap text file'. Do you mean the 
>bitmap data of pixel fonts? For every pixel (non-vector) font (*.font) 
>there are different files inside a subdirectory, one for each font size. 
>If you need a description of the internal format of these files, I could 
>dig up my rom kernel manuals :-) 

> 

>If I didn't understand you correctly, please correct me. 

> 

>Regards, 

>—— 

>Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 

> 

>"The woods are lovely, dark and deep. But I have promises to keep, 

>And lines to code before I sleep, And lines to code before I sleep." 
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—-MESSAGE FILE 15639 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000155 


——MESSAGE FILE 15640 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000156 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: amiga fonts 

Date: 10 Jun 1998 22:51:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn6énu3ek.28e.tjs@indyl6.cs.monash.edu.au> 


References: <357327fe.20257648@news.scea.sony.com> <357£9c87.30747873@news.reichardt 


.Շհ» <357efd30.804276@news.scea.sony.com> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 
X-Newsreader: slrn (0.9.5.1 UNIX) 


On Wed, 10 Jun 1998 21:42:01 GMT, Jamin Frederick <jaminl@psu.edu> wrote: 
> Yes, I was referring to the individual files within a *.font. 
>Although "Sauron" from SCEA has already made a font display routine, 
>with quite a wealth of fonts, so I'll probably just end up using 

>these, and perhaps adding to it. Thanks anyway. 

> 

>Jamin 
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An idea that I've been toying with for a while is porting freetype to the 
psx. Freetype is a free truetype renderer. It's just the renderer core; you 
have to provide all the actual display and caching code, which makes it 
rather ideal for the playstation, where memory is a bit tight for proper 
caching (making it a big pain to port if that was all integrated). 


http://www. freetype.org/ 


toby. 
—-MESSAGE FILE 15640 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000156 


—-MESSAGE FILE 15641 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000157 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.mydemos, scee.yaroze.programming.librar 
ies 

Subject: Library to Save/Load Memory Cards 

Date: Thu, 02 Jul 1998 19:15:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <359BCE2D.7020B2F8@chowfam.demon.co.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:387 scee.yaroze.mydemos:201 scee 
-yaroze.programming.libraries:157 


—-CROSSPOST: scee.yaroze.beginners, scee.yaroze.mydemos, 
scee.yaroze.programming.libraries 


Hello. 
I've written a library to ease saving and loading 
game data to memory cards. 


http: //www.netyaroze-europe.com/~jaycee/ 


Have fun! 


jc 


--MESSAGE FILE 15641 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000157 


——MESSAGE FILE 15642 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000158 

Path: chuka.playstation.co.uk!news 

From: "Jon Watson" <jonwat@globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Assembler stuff 

Date: Thu, 2 Jul 1998 21:04:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6ngp4d$6019@chuka.playstation.co.uk> 
NNTP-Posting-Host: client1558.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


I develop games for the playstation on a 'proper' dev kit using sn's 
wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze to 
see what its like.... 


Anyway, what I'm really after is this - 

Is there a way of incbinning data files through the gnu assembler like there 
is on asmpsx which comes with the devkit? It seems such a hassle having to 
manually load things into specific parts of memory.... 
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Just in case anyones interested....I'm currently working on the front end to 
Actua Soccer 3. 


Thanks, 
Jon Watson 
Gremlin Interactive 


—-MESSAGE FILE 15642 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000158 


—-MESSAGE FILE 15643 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000159 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Assembler stuff 

Date: Thu, 2 Jul 1998 21:23:19 +0100 

Organization: Backroom Software Ltd. 

Lines: 33 

Message-ID: <6ngqg5$60111@chuka.playstation.co.uk> 
References: <6ngp4d$6019@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera806.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The answer is 'Probably', 

But I'd need your SN kit for a while to make sure :) 

Do you remember Chris (Shrigley) at Gremlin? (It's going back some years 
now though) 


Steve 


Jon Watson wrote in message <6ngp4d$6019@chuka.playstation.co.uk>... 
>Hiya all, 


> 

>I develop games for the playstation on a 'proper' dev kit using sn's 
>wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze 
to 

>see what its like.... 

> 


>Anyway, what I'm really after is this - 

>Is there a way of incbinning data files through the gnu assembler like 
there 

>is on asmpsx which comes with the devkit? It seems such a hassle having to 
>manually load things into specific parts of memory.... 


> 

>Just in case anyones interested....I'm currently working on the front end 
to 

>Actua Soccer 3. 

> 

>Thanks, 


>Jon Watson 

>Gremlin Interactive 
> 

> 


—-MESSAGE FILE 15643 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000159 


—-MESSAGE FILE 15644 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000160 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: PAL versions of RSDV & TIMV? 

Date: Fri, 3 Jul 1998 00:29:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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—-MESSAGE FILE 1667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000369 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Fri, 20 Feb 1998 13:17:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <34ED8286.4E9578CE@micronetics.com> 

References: <6cci5fS$gnsl@emeka.playstation.co.uk> <Olbd3df7$45b8d740S7£d449c2@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Craig, 


You forgot to mention the Psion SDK. Absolute pile o' shite. There's not even a 
standard C library, 

although psion did buckle to requests, eventually. Made porting an existing 
application to it a complete 

pig. Օհ and if you do manage to get something working in the psion emulator 
you're only 25% to getting 

the bugger working on a real psion. 


The Yaroze is a stroll in the park. 


Jim 


—-MESSAGE FILE 1667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00369 


--MESSAGE FILE 1668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000370 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Fri, 20 Feb 1998 16:46:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <6ckbviSao3@chuka.playstation.co.uk> 

References: <6cci5fS$gnsl@emeka.playstation.co.uk> <Olbd3df7$45b8d740S7fd449c2@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: userm125.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Oh... 
Stop moaning about how good it is ?! :) 


Steve, 
The beautiful beer bellied biker 


Craig Graham wrote in message 
<O1lbd3df7$45b8d740S7£d449c2@Angelal.intelligent-group.com>... 

> 

> 

>(don't mail and hassle me for this viewpoint, I've already been strung up 
>for it myself once already) 

> 

>There is far to much griping about the standard of the tools, bugs in the 
>compilers, it's all to slow, 

>I've got my underpants on my head (and it's Sony's fault). Honestly, folk's 
>gotta sort it out. 

> 

>I'm not pointing a finger (and I'm fairly sure mr frosty is not the man to 
>point a finger at) but everyone 
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Lines: 46 

Message-ID: <6nh1jb$60112@chuka.playstation.co.uk> 

References: <34F2072C.2DD6C54C@cybec.com.au> <34F9C330.359F@charlie.cns.iit.edu> <6d 
fib4$2kk7@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf0817.wxs.nl 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-Mimeole: Produced By Microsoft MimeOLE V4.71.1712.3 


JohnT wrote in message <6dfib4$2kk7@chuka.playstation.co.uk>... 

>Ed Federmeyer wrote in message <34F9C330.359F@charlie.cns.iit.edu>... 
>>Toby Hutton wrote: 

>>> It annoys me though, that both of these tools from the installation are 
>>> NTSC versions. Are there PAL versions floating around, or is the source 
>>> available for me to convert? What also annoys me is most of the demos 
>>> in the site are NTSC by default also, but they all come with source 

>>> which I have to invariably patch. Why is it this way, considering 9 out 
>>> of 10 SCEE members are going to have a PAL telly? 


90% PAL only? Gotta be kidding... As far as I know *EVERY* modern TV can 
handle NTSC. I prefer using an EGA monitor, though... 


I create my Yaroze-apps for NTSC-mode (240/480 lines). If you put them into 
PAL mode they will run perfectly (just a bit slower because I time 
everything using the vertical blank period). 


>>It seems that when people post binary-only versions of thier programs, 
>>they really should leave out the call to "SetVideoMode (MODE_PAL);" (Or 
>>MODE_NTSC as the case may be...) 

>Does not work! I have downloaded a demo that had the source with it. When I 
>ran it on my PAL system it went into NTSC mode so I decided to change the 
>SetVideoMode command to MODE_PAL but I found that the command was not being 
>used! 


If you don't use the SetVideoMode command, the Yaroze will be put into NTSC 
mode. That's the default Video Mode. 


>The best bet if you are going to release your demo/game to the Yaroze 
public 

>without the source code then include an option within the demo to change 
>modes. (Hmmm, I have not tried this but is it possible to change modes mid 
>demo? ) 

> 

>JohnT 


Greets, 


Jan-Lieuwe Koopmans 


P/s: Sorry for this *LATE* response; I'm pretty new to the scene... 


—-MESSAGE FILE 15644 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000160 


—-MESSAGE FILE 15645 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000161 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Assembler stuff 

Date: 2 Jul 1998 23:07:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbda60d$e7ff£5d20Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <6ngp4d$6019@chuka.playstation.co.uk> 

NNTP-Posting-Host: d3-s13-178-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jon Watson <jonwat@globalnet.co.uk> wrote in article 
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<6ngp4d$6019@chuka.playstation.co.uk>... 

> Hiya all, 

> Just in case anyones interested....I'm currently working on the front end 
to 

> Actua Soccer 3. 


> Thanks, 
Jon Watson 
Gremlin Interactive 


Vv 


If you're based in Sheffield, say hi to Mark Dimond for me 
(I've not seen him since I was at a drunken party with him in Nottingham 
ages ago...) 


Craig Graham. 
—-MESSAGE FILE 15645 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000161 


——MESSAGE FILE 15646 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000162 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: RotmatrixBUG???? 

Date: 3 Jul 1998 13:21:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01lbda686S$98ef73e0S4falf7c2@manolo> 

NNTP-Posting-Host: ip015.pool-06.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Why Rotmatrix function rotate the object on local Z,Y axes and on Daddy's X 
axe 


How we can rotate the object on his X local axe without using RotMatrixX 


—-MESSAGE FILE 15646 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000162 


—-MESSAGE FILE 15647 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000163 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: SsVabTransfer locks up! 

Date: Sat, 04 Jul 1998 12:30:49 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <359E82E9.1134@dial.pipex.com> 
NNTP-Posting-Host: userm538.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi 


I think Ive asked for help on this before but 
didnt get any response. Anyway, Ill try again so here goes... 


Can anyone tell me why SsVabTransfer fails and causes the 
Yaroze to lock-up when I have the stack setup in the DCache. 
Everything works fine when I have the stack in main memory. 


Any help would be greatly appreciated! 


-Chris 
--MESSAGE FILE 15647 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
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es/00000163 


—-MESSAGE FILE 15648 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000164 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Sat, 04 Jul 1998 10:15:21 -0700 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <359R6329.4449F7ED@sinclair.net> 

References: <359E82E9.1134@dial.pipex.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This is just a guess, but maybe SsVabTransfer sends data through the 
DCache. 


Chris Chadwick wrote: 
Hi 


I think Ive asked for help on this before but 
didnt get any response. Anyway, 111 try again so here goes... 


Can anyone tell me why SsVabTransfer fails and causes the 
Yaroze to lock-up when I have the stack setup in the DCache. 
Everything works fine when I have the stack in main memory. 


Any help would be greatly appreciated! 


VVVVVVVVVVV VV 


-Chris 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 

-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 15648 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000164 


—-MESSAGE FILE 15649 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000165 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Tue, 07 Jul 1998 01:11:06 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35a17582.898850637@news.scea.sony.com> 

References: <359E82E9.1134@dial.pipex.com> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 04 Jul 1998 12:30:49 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Hi 
> 
>I think Ive asked for help on this before but 
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>didnt get any response. Anyway, 111 try again so here goes... 
> 

>Can anyone tell me why SsVabTransfer fails and causes the 
>Yaroze to lock-up when I have the stack setup in the DCache. 


How do you set up a stack in the DCache? 


>Everything works fine when I have the stack in main memory. 
> 

>Any help would be greatly appreciated! 

> 

>-Chris 


—-MESSAGE FILE 15649 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000165 


—-MESSAGE FILE 15650 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000166 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Fri, 10 Jul 1998 03:00:21 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <35A5E635.6368@dial.pipex.com> 

References: <359E82E9.1134@dial.pipex.com> <35a17582.898850637@news.scea.sony.com> 
NNTP-Posting-Host: userp159.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Jamin Frederick wrote: 
> How do you set up a stack in the DCache? 


I have a short bit of inline assembler code that I got 
from another Yaroze member's web site... trouble is, this 
was about a year ago and I cant remember who wrote 

it (many apologies to the author)! 

If you have trouble getting it, e-mail me and I'll send it 
to you. It's very short - about 6-8 lines. 


-Chris 
--MESSAGE FILE 15650 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000166 


——MESSAGE FILE 15651 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000167 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <xjk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Wed, 15 Jul 1998 01:00:28 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <35AC619C.3A76@dial.pipex.com> 

References: <359E82E9.1134@dial.pipex.com> <35a17582.898850637@news.scea.sony.com> Հ 
35A5E635.6368@dial.pipex.com> 

NNTP-Posting-Host: userl257.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Chris Chadwick wrote: 


> 

> Jamin Frederick wrote: 

> > How do you set up a stack in the DCache? 

> 

> I have a short bit of inline assembler code that I got 
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> from another Yaroze member's web site... trouble is, this 
> was about a year ago and I cant remember who wrote 

> it (many apologies to the author)! 

> If you have trouble getting it, e-mail me and I'll send it 
> to you. It's very short - about 6-8 lines. 

> 

> -Chris 

Update: this is the code (actually only 3 lines of assembler!) 
Lip 

//* main - stub to implement DCache stack 

PrF 

————<???> 


long savesp; 

int main() 

{ 
//* Change SP to scratchpad area... 
__asm__ volatile ("sw $29, (savesp)"); 
` asm__ volatile ("la $29,0x1f£8003£0"); 


//* Run program... 
MainProper(); 


//* Restore SP... 
__asm__ volatile ("lw $29, (savesp)"); 


return 0; 


} 


Now, I dont know much about this inline assembler stuff but the above code 
(now that I look at it!) seems to be setting the stack pointer register 

to the BOTTOM of the DCache memory. I'd assumed the stack would 'grow' 
downwards in memory, not up. This has probably got little to do with my 
original problem of SsVabTransfer locking up which I REALLY want to solve 
but... Ideas, anyone? 


-Chris 
--MESSAGE FILE 15651 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000167 


——MESSAGE FILE 15652 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000168 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Wed, 15 Jul 1998 18:00:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35ACE03B.EA7187D9@ndirect.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <359F6329.4449F7ED@sinclair.net> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 
> This is just a guess, but maybe SsVabTransfer sends data through the 


> DCache. 
> 


That sounds like a possible cause. Or maybe SsVabTransfer dumps a lot 
of data to that stack, and the DCache just isn't big enough. 


Just a thought. 


Net Yaroze newsgroups message dump.txt Page 10576 


Herbs 


—-MESSAGE FILE 15652 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000168 


—-MESSAGE FILE 15653 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000169 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: 15 Jul 1998 19:04:57 GMT 

Organization: SCEE 

Lines: 23 

Message-ID: <0Olbdafbf$5c177f20Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <359F82E9.1134@dial.pipex.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Chris, 


Post some code so we can have a look. 


Regards, 
George@SCEE 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<359E82E9.1134@dial.pipex.com>... 


> Hi 

> 

> I think Ive asked for help on this before but 

> didnt get any response. Anyway, 111 try again so here goes... 
> 

> Can anyone tell me why SsVabTransfer fails and causes the 

> Yaroze to lock-up when I have the stack setup in the DCache. 
> Everything works fine when I have the stack in main memory. 
> 

> Any help would be greatly appreciated! 

> 

> -Chris 

> 


—-MESSAGE FILE 15653 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000169 


—-MESSAGE FILE 15654 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000170 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Thu, 16 Jul 1998 10:36:54 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <35ADC9B6.64475D04@scee.sony.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <35a17582.898850637@news.scea.sony.com> Հ 
35A5E635.6368@dial.pipex.com> <35AC619C.3A76@dial.pipex.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Chris Chadwick wrote: 

> 

Now, I dont know much about this inline assembler stuff but the above code 
(now that I look at it!) seems to be setting the stack pointer register 

to the BOTTOM of the DCache memory. I'd assumed the stack would 'grow' 


> 
> 
> 
> downwards in memory, not up. 
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02188003ք0 is one word less than the top address of D-Cache (which is 1024 bytes lon 
g). That's what 
the stack is being set to in your code, so it is the _top_ of the D-Cache. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A sufficiently advanced god would use evolution. 
—-MESSAGE FILE 15654 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000170 


—--MESSAGE FILE 15655 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000171 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Fri, 17 Jul 1998 00:43:05 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35AF0089.5956@dial.pipex.com> 

References: <359E82E9.1134@dial.pipex.com> <35a17582.898850637@news.scea.sony.com> Հ 
35A5E635.6368@dial.pipex.com> <35AC619C.3A76@dial.pipex.com> <35ADC9B6.64475D04@scee 
. sony .co.uk> 

NNTP-Posting-Host: userb061.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Russell wrote: 


Chris Chadwick wrote: 

> 

Now, I dont know much about this inline assembler stuff but the above code 
(now that I look at it!) seems to be setting the stack pointer register 

to the BOTTOM of the DCache memory. I'd assumed the stack would 'grow' 
downwards in memory, not up. 


VVVVVVVVV 
V V V V 


Ox1f8003f0 is one word less than the top address of D-Cache (which is 1024 bytes 1 
ong). That's what 
> the stack is being set to in your code, so it is the _top_ of the D-Cache. 


You're right. Sorry, I had a bit of a brainstorm! 
However, why set it to 0x1f8003f0 and not 0x1f8003ff (the top)? 
For alignment? 


-Chris 
--MESSAGE FILE 15655 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000171 


——MESSAGE FILE 15656 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000172 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <xjk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Fri, 17 Jul 1998 00:50:11 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <35AF0233.70EE@dial.pipex.com> 

References: <359E82E9.1134@dial.pipex.com> <359E6329.4449F7ED@sinclair.net> <35ACE03 
B.EA7187D9@ndirect.co.uk> 

NNTP-Posting-Host: userb061.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 
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Alex Herbert wrote: 


> 

> Joshua Meeds wrote: 

> 

> > This is just a guess, but maybe SsVabTransfer sends data through the 
> > DCache. 

>> 

> 

> That sounds like a possible cause. Or maybe SsVabTransfer dumps a lot 
> of data to that stack, and the DCache just isn't big enough. 

> 

> Just a thought. 

> 

> Herbs 


This possibility did cross my mind, only the DCache is supposed to be freely 
available to the programmer at all times. Besides, I believe putting the stack 
in DCache is quite a common usage and so can't believe you can only do this 

if you don't use sound! 


Anyway, the mystery continues... 


-Chris 
--MESSAGE FILE 15656 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000172 


——MESSAGE FILE 15657 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000173 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <xjk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Fri, 17 Jul 1998 01:02:39 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <35AF051F.708C@dial.pipex.com> 

References: <359E82E9.1134@dial.pipex.com> <01bdafbf$5c177f20$f2e832a2@gbain.wav.sce 
e.sony.co.uk> 

NNTP-Posting-Host: userb061.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


George Bain wrote: 
> 
> Hi Chris, 

> 

> Post some code so we can have a look. 

> 

> Regards, 

> 

> George@SCEE 

Hi George 

OK, you should be able to duplicate the error by using the 
following code. Simply add it to one of your own progs (that 


has sound and uses SsVabTransfer() ) by renaming your prog's 
main() as MainProper()... 


long savesp; 

int main() 

{ 
//* Change SP to scratchpad area... 
__asm__ volatile ("sw $29, (savesp)"); 
` asm__ volatile ("la $29,0x1f£8003£0"); 


//* Run program... 
MainProper(); 


//* Restore SP... 
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__asm__ volatile ("lw $29, (savesp)"); 
return 0; 


} 


With me, SsVabTransfer() fails but if I comment out the _ asm _ 
lines it works fine! 


Any ideas? 


-Chris 
--MESSAGE FILE 15657 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000173 


——MESSAGE FILE 15658 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000174 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Fri, 17 Jul 1998 09:59:43 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <35AF127F.9C67BF57@scee.sony.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <35a17582.898850637@news.scea.sony.com> < 
35A5E635.6368@dial.pipex.com> <35AC619C.3A76@dial.pipex.com> <35ADC9B6.64475D04@scee 
-sony.co.uk> <35AF0089.5956@dial.pipex.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Chris Chadwick wrote: 

> 

> James Russell wrote: 

>> 

> > Ox1f8003f0 is one word less than the top address of D-Cache (which is 1024 bytes 
long). That's what 
> the stack is being set to in your code, so it is the _top_ of the D-Cache. 


> 
> 
> You're right. Sorry, I had a bit of a brainstorm! 
> However, why set it to 0x1f8003f0 and not Ox1f8003ff (the top)? 
> For alignment? 

Ox1lf8003fc xx xx xx XX 

0218800388 xx xx xx xx 

Ox1lf8003f4 xx xx xx xx 

Ox1lf8003f0 xx xx xx xx 


According to Colin, when a function is called in the MIPS processor the first 4 para 
meters are 

passed in the registers, but stack space is allocated for them just in case the func 
tion wants to 

save them for later. Since you're always in a function when you set the stack to D-C 
ache, that 

function will need that space allocated, which is why there are 4 words (16 bytes) u 
navailable to 

you. This isn't set in stone, but it is a standard adhered to by the GNU compiler. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 15658 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000174 
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—--MESSAGE FILE 15659 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000175 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Fri, 17 Jul 1998 10:01:59 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <35AF1307.C1D4198Béscee.sony.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5cl177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Chris Chadwick wrote: 
> 
> With me, SsVabTransfer() fails but if I comment out the __asm__ 
> lines it works fine! 

> 

> Any ideas? 


Colin thinks that SsVabTransfer is overflowing the stack on the D-Cache. He also poi 
nts out that the 

entire program doesn't have to run with the stack on the D-Cache, just the bits you 
want to run 

really fast. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 15659 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000175 


—-MESSAGE FILE 15660 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000176 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: SsVabTransfer locks up! 

Date: Mon, 20 Jul 1998 13:00:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <35B33151.6DE1D612@easynet.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


Chris Chadwick wrote: 

> 

With me, SsVabTransfer() fails but if I comment out the __asm__ 
lines it works fine! 


V V V V 


Any ideas? 


VV VV V V V 
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>has over-reacted to what is a quite reasonable post. I use the same tools 
>as everyone else and have 

>been amazed by how nice they are compared to most other remote hosted 
>embedded systems 

>development systems (all costing a LOT more). 

> 

>Some examples of not as good systems are: 

> OpenTV - £4000+ a seat, same GNU compiler set, PC version is rubbish 

> and doesn't work properly so you need a Sun to do it. Debugger is GDB. 

> Microtec Compiler / Debugger for 68K embedded systems. 

> £2000+ for the compiler, £1500(ish) for the debugger. The compiler is a 
>command line 

> (like GNU), debugger is an old and dodgy Win3.1 app with loads of bugs and 
>a steep 

> learning curve to install it. Codewarrior Yaroze kills it dead. 

> 

>As I've said before, comparing Yaroze to a mass market PC dev platform like 
>VCt++ is 


>daft - it's a different class of product and in an area where costs are 
>usually a LOT higher. 
> 


>The Yaroze is MUCH better than you would expect for a specialized embedded 
>development 

>system. If the professional system was like this, then I for one would not 
>complain as loud as 

>some people here are. At this price, it's a bargain..... 

> 

>Now hang me out to dry, and see how much I care...... 

> 

>Craig. 

>(Speaking freely) 

> 

> 


-—-MESSAGE FILE 1668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00370 


—-MESSAGE FILE 1669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000371 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Special Offer 

Date: Fri, 20 Feb 1998 12:23:26 GMT 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <34ed6ff£3.28790904@news.scea.sony.com> 

References: <6cci5fSgnsl@emeka.playstation.co.uk> <Olbd3df7$45b8d740S7fd449c2@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: 151.198.184.6 

X-Newsreader: Forte Free Agent 1.11/32.235 


>As George has been well and truly strung up for this one, I'll put forward 
>a quickie in 

>his defence..... 

> 

>(don't mail and hassle me for this viewpoint, I've already been strung up 
>for it myself once already) 


>I'm not pointing a finger (and I'm fairly sure mr frosty is not the man to 
>point a finger at) but everyone 

>has over-reacted to what is a quite reasonable post. I use the same tools 
>as everyone else and have 

>been amazed by how nice they are compared to most other remote hosted 
>embedded systems 

>development systems (all costing a LOT more). 

> 


>Now hang me out to dry, and see how much I care...... 
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> Colin thinks that SsVabTransfer is overflowing the stack on the D-Cache. He also p 
oints out that the 

> entire program doesn't have to run with the stack on the D-Cache, just the bits yo 
u want to run 

> really fast. 

> 


Anyone mind if I jump in here? Just taking up on your comment here, about putting 
the stack on the 
D-cache - in what cases would you want to do this, and when? Would you put in this c 
ode: 


asm volatil 


e ("sw $29, (savesp)"); 
__asm__ volatile 


("la Տ529,0218800380"): 


before a particular function call, and this: 


__asm__ volatile ("lw $29, (savesp)"); 

afterwards? For what sort of functions would I want to do this? Should it be used on 
ly sparingly? Can 

you give some real-world examples? 


Cheers 
Phil 


—-MESSAGE FILE 15660 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000176 


—-MESSAGE FILE 15661 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000177 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: D-Cache 

Date: Mon, 20 Jul 1998 14:21:57 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 77 

Message-ID: <35B34475.D898F644@scee.sony.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Philip Gooch wrote: 

> 

> Anyone mind if I jump in here? Just taking up on your comment here, about puttin 
g the stack on the 


> D-cache - in what cases would you want to do this, and when? Would you put in this 
code: 

> 

> __asm__ volatile ("sw $29, (savesp)"); 

> __asm__ volatile ("la 529, 02:18800380"): 

> 

> before a particular function call, and this: 

> 

> __asm__ volatile ("lw $29, (savesp)"); 

> 

> afterwards? 


Yes, that looks right. The first bit saves the current stack pointer and loads in th 
e new one, and 

the 

second bit restores the old stack pointer. 


> For what sort of functions would I want to do this? 
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Well, for starters, as a general rule I wouldn't call any Yaroze library functions w 
hile your stack 
is on the D-Cache, which probably rules out a few functions that you want to speed u 
p. Many of the 

library functions don't change the stack to the D-Cache, but some do to get extra sp 
eed. If your 

program is running with a D-Cache stack and you call a library function which resets 
the stack to 

the D-Cache too, your program will crash and burn because the new stack will overwri 
te the old one. 


GsSortObject4 doesn't reset the stack (to my knowledge), but takes as a parameter a 
"scratch' area 

to use for its intermediate workspace. If you've followed the sample code, you'll se 
e that they use 

getScratchAddr(0) for this scratch area, which is a macro that points to the start o 
f the D-Cache. 


To be honest, I can't think of any obvious examples where using the D-Cache _as_a_st 
ack_ would bring 
you a huge speed increase. But here's 3 reasons: 


1) If you're writing a function that uses a lot of local variables (more than the nu 
mber of 


registers available), then those variables will be allocated on the stack (and hence 
on the 
D-Cache), and therefore they'll go a bit faster. 


2) If you are doing some major processing on a local array which is less than 1K, th 

en having the 
stack on D-Cache will (generally) increase the speed of that function. 

3) If you are doing a tree traversal (depth/breadth first, that sort of thing) which 
involves a lot 

of recursive function calls, then having the stack on D-Cache will be faster. The on 
ly proviso is to 

make sure that there aren't too many local variables and/or the tree is not too deep 
, or you'll 

overflow the D-Cache! 


The D-Cache isn't a true cache in the usual sense of the word. A normal cache will 
transparently_ 
store the most recently used lines of RAM to increase speed. The D-Cache is more lik 
e a really fast 
area of memory, but it's only 1K long. Thus it's up to the programmer to explicitly 
load and store 

parts of this memory, which is why most people set up their stack on it, because it 
gives an instant 

speed increase to local variable access. 


If you want to process a global/static array, it's going to be stored on the heap an 
d so you'll have 

to transfer it to D-Cache before you start, and transfer it back after you finish. T 
his transfer 

overhead is only worth it if you're going to be accessing each element of the array 
more than twice. 

This is certainly the case if you're doing some image processing (like the flame/wat 
er effects). 


The first heuristic of optimisation is to optimise the biggest timewaster. Back in t 
he days when I 

was writing Unix database code, I managed to speed up a debugging function that was 
used twice in 

every function by a factor of 8. But since 90% of the time was spent preparing and p 
arsing the SQL, 

the speed increase from the new function hardly made a dent in the performance. The 
lesson there is 

that you should concentrate on optimising the component which takes the longest time 
to complete. 


If you want to time various parts of your code, use the VSync(-1) call or the Root c 
ounters. Run 
various important pieces of code in a loop a million times and see how many VSyncs e 
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ach part takes. 
That will give you some idea of the proportion of time that code is taking. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"Weaseling out of things is what separates us from the animals!... 
Except the weasel." -- Homer 


—-MESSAGE FILE 15661 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000177 


——MESSAGE FILE 15662 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000178 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: D-Cache 

Date: Mon, 20 Jul 1998 20:21:45 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 13 

Message-ID: <35B398C5.E7DE5F69@nospam.easynet.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


James Russell wrote: 
> lots of useful stuff about the D-cache 


James, your a star. Thanks for sharing your in-depth technical knowledge. It's reall 
y appreciated. 


Cheers 


Phil 


—-MESSAGE FILE 15662 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000178 


—-MESSAGE FILE 15663 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000179 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: D-Cache 

Date: Tue, 21 Jul 1998 00:27:23 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <35B442DB. 3AF0@dial.pipex.com> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> 
NNTP-Posting-Host: userm954.uk.uudial.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Russell wrote: 
> 

> Well, for starters, as a general rule I wouldn't call any Yaroze library functions 
while your stack 
> is on the D-Cache, which probably rules out a few functions that you want to speed 
up. Many of the 

> library functions don't change the stack to the D-Cache, but some do to get extra 
speed. If your 

> program is running with a D-Cache stack and you call a library function which rese 

ts the stack to 

> the D-Cache too, your program will crash and burn because the new stack will overw 
rite the old one. 


Ah! Well, that explains it. I simply wasn't aware that some library functions actual 
ly 

set up and use the Dcache as a stack. I was completely under the impression (mainly 
from 

the manuals) that the 1k scratchpad was available to the programmer at ALL times. 


> GsSortObject4 doesn't reset the stack (to my knowledge), but takes as a parameter 
a 'scratch' area 

> to use for its intermediate workspace. If you've followed the sample code, you'll 
see that they use 

> getScratchAddr(0) for this scratch area, which is a macro that points to the start 
of the D-Cache. 

> 

> To be honest, I can't think of any obvious examples where using the D-Cache _as_a_ 
stack_ would bring 

> you a huge speed increase. But here's 3 reasons: 

> 

> 1) If you're writing a function that uses a lot of local variables (more than the 

number of 


> registers available), then those variables will be allocated on the stack (and hen 
ce on the 
> D-Cache), and therefore they'll go a bit faster. 


> 2) If you are doing some major processing on a local array which is less than 1K, 
then having the 
> stack on D-Cache will (generally) increase the speed of that function. 

> 3) If you are doing a tree traversal (depth/breadth first, that sort of thing) whi 
ch involves a lot 

> of recursive function calls, then having the stack on D-Cache will be faster. The 
only proviso is to 

> make sure that there aren't too many local variables and/or the tree is not too de 
ep, or you'll 

> overflow the D-Cache! 

> 

> The D-Cache isn't a true cache in the usual sense of the word. A normal cache will 
_transparently_ 
> store the most recently used lines of RAM to increase speed. The D-Cache is more 1 
ike a really fast 
> area of memory, but it's only 1K long. Thus it's up to the programmer to explicitl 
load and store 

parts of this memory, which is why most people set up their stack on it, because i 
gives an instant 

speed increase to local variable access. 


V V V rt vK 


If you want to process a global/static array, it's going to be stored on the heap 

and so you'll have 

> to transfer it to D-Cache before you start, and transfer it back after you finish. 
This transfer 

> overhead is only worth it if you're going to be accessing each element of the arra 
y more than twice. 

> This is certainly the case if you're doing some image processing (like the flame/w 
ater effects). 

> 

> The first heuristic of optimisation is to optimise the biggest timewaster. Back in 
the days when [I 

> was writing Unix database code, I managed to speed up a debugging function that wa 
s used twice in 
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> every function by a factor of 8. But since 90% of the time was spent preparing and 
parsing the SQL, 

> the speed increase from the new function hardly made a dent in the performance. Th 
e lesson there is 

> that you should concentrate on optimising the component which takes the longest ti 

me to complete. 

> 

> If you want to time various parts of your code, use the VSync(-1) call or the Root 
counters. Run 

> various important pieces of code in a loop a million times and see how many VSyncs 
each part takes. 


"Weaseling out of things is what separates us from the animals!... 
Except the weasel." -- Homer 


> That will give you some idea of the proportion of time that code is taking. 
> 

> Cheers, 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> 

> 


Thanks very much for all the info, James! ;) 


Well, I think I'll have to ditch the idea about having a general purpose 
DCache stack and try and find a better use for it... 


Cheers, 


-Chris 
--MESSAGE FILE 15663 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000179 


——MESSAGE FILE 15664 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000180 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: D-Cache 

Date: Tue, 21 Jul 1998 11:11:40 +0100 

Organization: Intelligent Research 

Lines: 26 
Message-ID: <35B4695C.C29FB50D@hinge.mistral.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <01bdafbf$5c177f20$f2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


James Russell wrote: 


> If you want to process a global/static array, it's going to be stored on the heap 

and so you'll have 

> to transfer it to D-Cache before you start, and transfer it back after you finish. 
This transfer 

> overhead is only worth it if you're going to be accessing each element of the arra 
y more than twice. 

> This is certainly the case if you're doing some image processing (like the flame/w 
ater effects). 


An example where you can usefully use D-cache in this way is in a simpleenvironment/ 
chrome mapper. As you 

generate the transformed vertex normals, 

write them out to the D-Cache. As you will probably use each transformed 

vertex normal several times (once for each poly that uses the vertex), you 
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get a speedup as you aviod the usual main memory load/stall problems for 
one set of the data.... 


Also, as it's data that you are generating anyway, there isn't the copy-in overhead 
that James mentions above - you would have had to do the write anyway, might 
as well do it to the quickest place... 


> James 


Craig. 
(yes, I know it's a marginal one when you use lib calls to do the normal rotation, 
but hey, it's there) 


—-MESSAGE FILE 15664 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000180 


—-MESSAGE FILE 15665 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000181 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: More D-Cache thoughts... 

Date: Tue, 21 Jul 1998 15:30:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35B4A5FF.37EDA583@ndirect.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> <35B4695C.C29FB50 
D@hinge.mistral.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-35.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I can see why the D-cache is a nice place to put the stack, as the stack is probably 
the most used area of 

memory in most C programs. But it is only 1K (which can easily be eaten up if you'r 
e using lots of local 

variables, and nesting lots of functions), and if some of the library functions tras 
h the D-cache then it can 

only be used this way at certain times. 


In most cases I think it would be better to use the D-cache as a temporary scratch p 
ad or work area. 
GsSortObject4() is a perfect example. Another example... 


If you've got heavy nested looping (e.g. collision detection between a large number 
of objects) it would be 

worth putting variables used for loop counters, array indexes and intermediate calcu 
lations in the D-cache. 

OK, so putting the stack in the D-cache would have the same effect, but with this me 
thod at least you would 

know what's in the D-cache, where it is in the D-cache, and exactly how much of the 
D-cache is in use. 


I don't know... Maybe just sticking the stack there maybe easier, just remember not 
to overwrite your own 

stack by calling another function which also moves the stack into the D-cache when i 
t's there already. 


Herbs 


—-MESSAGE FILE 15665 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000181 


—-MESSAGE FILE 15666 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000182 
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Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: More D-Cache thoughts... 

Date: Wed, 22 Jul 1998 16:40:12 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 
Message-ID: <35B607DB. 7AC1B237@ndirect.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> <35B4695C.C29FB50 
D@hinge.mistral.co.uk> <35B4A5FF.37EDA583@ndirect.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 


> If you've got heavy nested looping (e.g. collision detection between a large numbe 
r of objects) it would be 

> worth putting variables used for loop counters, array indexes and intermediate cal 
culations in the D-cache. 

> OK, so putting the stack in the D-cache would have the same effect, but with this 
method at least you would 

> know what's in the D-cache, where it is in the D-cache, and exactly how much of th 
e D-cache is in use. 


Sorry, I was talking crap. It would be much better to use register variables for th 
e above. 


Herbs 


—-MESSAGE FILE 15666 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000182 


——MESSAGE FILE 15667 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000183 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: More D-Cache thoughts... 

Date: Fri, 24 Jul 1998 13:21:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35B87C42.F2E26C56@easynet.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5c177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> <35B4695C.C29FB50 
D@hinge.mistral.co.uk> <35B4A5FF.37EDA583@ndirect.co.uk> <35B607DB.7AC1B237@ndirect. 
co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 


> Alex Herbert wrote: 

> 

> > If you've got heavy nested looping (e.g. collision detection between a large num 
ber of objects) it would be 

> > worth putting variables used for loop counters, array indexes and intermediate c 
alculations in the D-cache. 

> > OK, so putting the stack in the D-cache would have the same effect, but with thi 
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s method at least you would 

> > know what's in the D-cache, where it is in the D-cache, and exactly how much of 
the D-cache is in use. 

> 

> Sorry, I was talking crap. It would be much better to use register variables for 
the above. 

> 

> Herbs 


Doesn't Codewarrior automatically use register variables where it thinks appropriate 
Չշ 


Phil 


—-MESSAGE FILE 15667 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000183 


——MESSAGE FILE 15668 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000184 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: More D-Cache thoughts... 

Date: Fri, 24 Jul 1998 15:22:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35B898B7. 6CA6FB73@ndirect.co.uk> 

References: <359E82E9.1134@dial.pipex.com> <Olbdafbf$5cl177f20Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <35AF051F.708C@dial.pipex.com> <35AF1307.C1D4198B@scee.sony.co.uk> <35 
B33151.6DE1D612@easynet.co.uk> <35B34475.D898F644@scee.sony.co.uk> <35B4695C.C29FB50 
D@hinge.mistral.co.uk> <35B4A5FF.37EDA583@ndirect.co.uk> <35B607DB.7AC1B237@ndirect. 
co.uk> <35B87C42.F2E26C56@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-21.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Philip Gooch wrote: 


> Doesn't Codewarrior automatically use register variables where it thinks appropria 
ter 


Yup, it sure does. That's why I say I was talking crap! 


Herbs 


--MESSAGE FILE 15668 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000184 


——MESSAGE FILE 15669 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000185 

Path: chuka.playstation.co.uk!news 

From: "Mike" <m.ferenduros@remove.this.btinternet.com> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: Sun, 23 Aug 1998 01:55:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6rnp9k$d2j16@chuka.playstation.co.uk> 
References: <6d3u0rSe3vl@emeka.playstation.co.uk> 
Reply-To: "Mike" <m.ferenduros@removethis.btinternet.com> 
NNTP-Posting-Host: 195.171.235.57 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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Lewis_Evans@Playstation.sony.com wrote in message 
<6d3u0rSe3vl@emeka.playstation.co.uk>... 


:There's no special case for Yaroze owners; 

:_everthing_ published on PlayStation (ie every CD playable in a consumer 
:PSX) 

:has been published through Sony, and has gone through their quality 
:approval process. 


What exactly does that involve? I don't mean to be rude but it's generally 
accepted that there's a glut of terrible games on the PSX right now. Is it 
more technical QA (ie. making sure the game doesn't crash)? 


Mike 
m.ferenduros@remove.this.btinternet.com 
E&OE 


—-MESSAGE FILE 15669 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000185 


—-MESSAGE FILE 15670 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000186 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: 23 Aug 1998 09:39:38 GMT 

Organization: SCEE 

Lines: 35 

Message-ID: <01lbdcel6$9d83b9e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6d3u0rSe3vl@emeka.playstation.co.uk> <6rnp9k$d2416@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Check out the T.R.C on the website for information on how games 
go through testing at QA. Yes, it's more or less to see if the game 


doesn't crash. As for games on the PlayStation ...companies can 
do what they want. It's up to the consumer not to buy the poor 
games I guess. That's just my personal opinion.... 

George@SCEE 


Mike <m.ferenduros@remove.this.btinternet.com> wrote in article 

<6rnp9k$d2j16@chuka.playstation.co.uk>... 

> Lewis_Evans@Playstation.sony.com wrote in message 
<6éd3u0rSe3vl@emeka.playstation.co.uk>... 


> 

> 

> :There's no special case for Yaroze owners; 

> :_everthing_ published on PlayStation (ie every CD playable in a consumer 
> :PSX) 

> :has been published through Sony, and has gone through their quality 

> :approval process. 

> 
> 


What exactly does that involve? I don't mean to be rude but it's 
generally 
> accepted that there's a glut of terrible games on the PSX right now. Is 
it 
> more technical QA (ie. making sure the game doesn't crash)? 
> 
Mike 
m.ferenduros@remove.this.btinternet.com 
E&OE 


VVVVVV 


—-MESSAGE FILE 15670 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
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es/00000186 


——MESSAGE FILE 15671 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000187 

Path: chuka.playstation.co.uk!news 

From: brainchild@cww.de 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Read from CD 

Date: Thu, 27 Aug 1998 15:28:42 +0200 
Organization: Prolixity 

Lines: 28 

Message-ID: <35E55F0A. 616FB8A7@cww.de> 
Reply-To: brainchild@cww.de 

NNTP-Posting-Host: stud-156.HRZ.Uni-Dortmund.DE 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [de] C-NECCK (Win95; 1) 


1... 


who can tell me why the following little program doesn’t work 272737 
I only get a strange error like this... 


CD_cw: (CdlSetloc) Sync=NoIntr, Ready=NoIntr 

(I use Codeworrier V 2.0.3) 

Are there other methods to read files from CD ??? 
cYa 

ՄԾ::.5- 

#include <libps.h> 


u_long sectbuf[1024]; 
u_long Len; 


main () 


{ 


Len = CdReadFile ("\DATA\TEXTURE\FANCY\CHECKO1.TIM", sectbuf, 0); 
printf ("Bytes:%d\n", Len) ; 


} 


—-MESSAGE FILE 15671 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000187 


——MESSAGE FILE 15672 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000188 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Read from CD 

Date: Thu, 27 Aug 1998 15:51:05 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 13 

Message-ID: <35E57259.65523455@scee.sony.co.uk> 
References: <35E55F0A.616FB8A7@cww. de> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


brainchild@cww.de wrote: 
> 
> Len = CdReadFile ("\DATA\TEXTURE\FANCY\CHECKO1.TIM", sectbuf, 0); 
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I disagree, and it was not his opinion that was the issue, it was 
the delivery. Take note that James took the time to make a lengthy 
entry to say, "Hey, I am not pleased..." Many members have expressed 
your opinion throughout the groups, and have been able to do so 
without that certain quality. Obviously, his style does not give you 
affront, but it gave James and other 'over-reacting members' affront. 
And I don't see George getting strung up, just nudged, as is 
appropiate. 

And I suspect yours will be the lone entry that defends calling 
other member's entries garbage. 

See that, I did not string you up... I have a nickname for you, 
Craig 'The Slayer' Graham. It has a certain ring to it, don't you 
think? 


-Matt 


--MESSAGE FILE 1669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00371 


--MESSAGE FILE 1670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000372 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior,scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 1670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00372 


—-MESSAGE FILE 1671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000373 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC vs PSX (Was: Re: Sony probably doesn't like this) 

Date: Sat, 21 Feb 1998 21:31:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <34ef472f.10136295@news.playstation.co.uk> 

References: <34295D09.8C4591C@ukonline.co.uk> <342A1541.4D88@interactive.sony.com> < 
6chkO0p$b31@chuka.playstation.co.uk> <34ECCE35.D1DE1778@cybec.com.au> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
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Well, for one, that string in memory will NOT be what you expect. Use double slashes 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 

their prejudices. 

—-MESSAGE FILE 15672 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000188 


—--MESSAGE FILE 15673 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000189 

Path: chuka.playstation.co.uk!news 

From: brainchild@cww.de 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Read from CD 

Date: Fri, 28 Aug 1998 11:34:56 +0200 

Organization: Prolixity 

Lines: 22 

Message-ID: <35E679C0.7E48D615@cww.de> 

References: <35E55F0A.616FB8A7@cww.de> <35E57259.65523455@scee.sony.co.uk> 
Reply-To: brainchild@cww.de 

NNTP-Posting-Host: stud-156.HRZ.Uni-Dortmund.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [de]C-NECCK (Win95; 1) 


James Russell schrieb: 


brainchild@cww.de wrote: 
> 
> Len = CdReadFile ("\DATA\TEXTURE\FANCY\CHECKO1.TIM", sectbuf, 0); 


Well, for one, that string in memory will NOT be what you expect. Use double slash 
s. 


VO V VV V V 


Yes, you are right but this is not the main reason. I’ve changed to double slashes b 
utit 

doesn t work either. Maybe the Codeworrier is the problem. I ve compiled the "Check" 
program (in the Sample directory) and I get the same strange error 

message (CD_cw: (CdlSetloc)...) when the program wants to load the sound from CD. Whe 


compile the same program with GNU, everything works fine. 
What can I do now 7737 


Jo 


--MESSAGE FILE 15673 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000189 


——MESSAGE FILE 15674 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000190 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Read from CD 

Date: Fri, 28 Aug 1998 14:08:37 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <35ER6ABD5.113F21AF@scee.sony.co.uk> 

References: <35E55F0A.616FB8A7@cww.de> <35E57259.65523455@scee.sony.co.uk> <35E679C0 
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. 7E48D615@cww. de> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


brainchild@cww.de wrote: 

> 

> Maybe the Codeworrier is the problem. I’ve compiled the "Check" 

> program (in the Sample directory) and I get the same strange error 

> message (CD_cw: (CdlSetloc)...) when the program wants to load the sound from CD. W 
hen I 

> compile the same program with GNU, everything works fine. 


We've compiled the "Check" program under both GNU and Codewarrior, both without prob 
lems. 
Other things to check might be: 

o The filename you specified didn't end in ";1" which is standard for a CD-R 
OM in 

ISO-9660 format. The ";1" is the version number of the file, which is usua 

lly ար ր 

o Can you CdSearchFile() for the file? 

o What exactly is the return code for CdReadFile? 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Never trust a man who can count to 1,023 on his fingers. 
—-MESSAGE FILE 15674 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000190 


—--MESSAGE FILE 15675 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000191 

Path: chuka.playstation.co.uk!news 

From: brainchild@cww.de 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Read from CD 

Date: Sat, 29 Aug 1998 15:27:45 +0200 

Organization: Prolixity 

Lines: 37 

Message-ID: <35E801D0.7FF1A2DE@cww. de> 

References: <35E55F0A.616FB8A7@cww.de> <35E57259.65523455@scee.sony.co.uk> <35E679C0 
. 7E48D615@cww.de> <35E6ABD5.113F21AF@scee.sony.co.uk> 

Reply-To: brainchild@cww.de 

NNTP-Posting-Host: stud-183.HRZ.Uni-Dortmund.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [de]C-NECCK (Win95; I) 


James Russell schrieb: We've compiled the "Check" program under both GNU and Codewar 
rior, both 
without problems. 


> Other things to check might be: 


> o The filename you specified didn't end in ";1" which is standard for a CD 
—ROM in 

> ISO-9660 format. The ";1" is the version number օք the file, which is ստ 
tally "2172 

> o Can you CdSearchFile() for the file? 

> o What exactly is the return code for CdReadFile? 


> 
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I don’t get any return code from CdReadFile because the program hang up at this func 
tion. 
The CdSearchFile function brings the same error. 


The following, very little program works fine when I compile it with GNU. It shows m 
ոճ correct length օք the file. When I compile the same program with Codeworrier (V2 
ee the already known error message ( Շք Շա: (CdlSetloc) Sync=NoIntr, Ready=NoIntr 
ieee my Codeworrier settings are incorrect ??? That were strange because I use the 
default settings. 


#include <libps.h> 
u_long sectbuf[1024]; 


u_long Len; 


main () 

{ 
Len = CdReadFile ("\\DATA\\TEXTURE\\FANCY\\CHECKO1.TIM", sectbuf, 0); 
printf ("Bytes:%d\n", Len); 

} 


I hope you can reconstruct my error... 
cYa 


Jo 


—-MESSAGE FILE 15675 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000191 


—-MESSAGE FILE 15676 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000192 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Read from CD 

Date: Mon, 31 Aug 1998 14:45:35 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 39 

Message-ID: <35EAA8FF.9790E95Beéscee.sony.co.uk> 

References: <35E55F0A.616FB8A7@cww.de> <35E57259.65523455@scee.sony.co.uk> <35E679C0 
. 7E48D615@cww.de> <35E6ABD5.113F21AF@scee.sony.co.uk> <35E801D0.7FF1A2DE@cww. de> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


brainchild@cww.de wrote: 

> 

> James Russell schrieb: We've compiled the "Check" program under both GNU and Codew 
arrior, both 
> without problems. 


> 

> > Other things to check might be: 

>> o The filename you specified didn't end in ";1" which is standard for a 
CD-ROM in 

>> ISO-9660 format. The ";1" is the version number of the file, which is 
usually 2-1". 

>> o Can you CdSearchFile() for the file? 

>> o What exactly is the return code for CdReadFile? 

>> 

> 


> I don’t get any return code from CdReadFile because the program hang up at this fu 
nction. 
> The CdSearchFile function brings the same error. 


Both CdReadFile and CdSearchFile are asynchronous functions, which mean that they ex 
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ecute in the 

background. Use CdReadSync to wait for the operation to complete. Because the manual 
states that 

CdReadFile returns the number of bytes read and yet the function is asynchronous, I' 

ma little 

confused as to how this could be the case. It's probably a documentation error, and 

the return code 

from CdReadFile might just be to state whether the request was initiated properly or 
not. 


> The following, very little program works fine when I compile it with GNU. It shows 
oe correct length of the file. When I compile the same program with Codeworrier ( 
ա. the already known error message ( CD_cw:(CdlSetloc) Sync=NoIntr, Ready=NoInt 
x ee my Codeworrier settings are incorrect ??? That were strange because I use t 
Հոնի settings. 


As I said, one of our engineers got it to work on both Codewarrior and GNU, so I'll 
get him to post 
his settings. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Clinton Economics: If 1+2=3 then 4+5=6. 
—-MESSAGE FILE 15676 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000192 


—-MESSAGE FILE 15677 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000193 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Read from CD 

Date: Mon, 31 Aug 1998 18:50:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35EAE24A. 9FC3AEF7@ndirect.co.uk> 

References: <35E55F0A.616FB8A7@cww.de> <35E57259.65523455@scee.sony.co.uk> <35E679C0 
. 7E48D615@cww.de> <35E6ABD5.113F21AF@scee.sony.co.uk> <35E801D0.7FF1A2DE@cww.de> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


brainchild@cww.de wrote: 


> I don’t get any return code from CdReadFile because the program hang up at this fu 
nction. 

> The CdSearchFile function brings the same error. 

> 

> The following, very little program works fine when I compile it with GNU. It shows 
me 

> the correct length of the file. When I compile the same program with Codeworrier ( 

v2.0.3) 

> I get the already known error message ( CD_cw:(CdlSetloc) Sync=NoIntr, Ready=NoInt 
r). 

> Maybe my Codeworrier settings are incorrect ??? That were strange because I use t 

he 

> default settings. 
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I can't think of any settings in CW which would affect the opperation of the Cd func 

tions. I've 

used the Cd functions under CW to load the standard vab, and I had no problems. I'm 
at work at the 

moment, so I don't have access to my code, but I'll bring a copy of my function into 
work tomorrow 

and post it to ya'. 


Herbs 


--MESSAGE FILE 15677 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000193 


——MESSAGE FILE 15678 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000194 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: help me 

Date: Thu, 01 Oct 1998 15:53:51 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3613896F. 92EEFA35@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 15678 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000194 


—-MESSAGE FILE 15679 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000195 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: help me 

Date: Thu, 1 Oct 1998 03:31:34 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 26 

Message-ID: <6v03eeS5eg3@chuka.playstation.co.uk> 
References: <3613896F.92EEA35@sc.trinakria.it> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi there, 

You can't play FMV using the Net Yaroze since the libraries 

don't and won't support it in the future. I suggest using 

the TOD animation format for animating your models. 

P.S. Please use the appropriate news groups when posting a message. 


Regards, 


George@SCEE 
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Paolo B. wrote in message <3613896F.92EEA35@sc.trinakria.it>... 
>hi, i'm paolo 

>i need a routine for to play some animation file (.avi, flc, str,mov 
>ecc..) , someone can help me ? 

> 

>please contact me by e-mail at : hunter@sc.trinakria.it 

> 

> 

>thx 

> 

> 


—-MESSAGE FILE 15679 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000195 


—-MESSAGE FILE 15680 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000196 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: FntPrint 

Date: Thu, 15 Oct 1998 20:44:52 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <362650B4.9CD3810E@revolution.co.uk> 
NNTP-Posting-Host: 62.172.88.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Is there a way to get FntPrint to start a newline e.g. \n in the format 
string. 


But that doesn't work for me (I am using CodeWarrior, so that might be 
the problem). 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 15680 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000196 


—-MESSAGE FILE 15681 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000197 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: FntPrint 

Date: Fri, 16 Oct 1998 11:49:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7078mrSnecl6@chuka.playstation.co.uk> 
References: <362650B4.9CD3810E@revolution.co.uk> 
NNTP-Posting-Host: mfs2-dnbqz-247.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jake Turner wrote in message <362650B4.9CD3810E@revolution.co.uk>... 
>Is there a way to get FntPrint to start a newline e.g. \n in the format 
>string. 


I am using code warrior & it works a treat for me. 
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What actually happens when you use it ?? 


Nick S 


—-MESSAGE FILE 15681 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000197 


—-MESSAGE FILE 15682 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000198 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FntPrint 

Date: Sun, 18 Oct 1998 09:31:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3629A76C.1E6B01A6@revolution.co.uk> 

References: <362650B4.9CD3810E@revolution.co.uk> <7078mrS$necl6@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 62.172.91.248 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Slaven wrote: 


> Jake Turner wrote in message <362650B4.9CD3810E@revolution.co.uk>... 

> >Is there a way to get FntPrint to start a newline e.g. \n in the format 
> >string. 

> 

> I am using code warrior & it works a treat for me. 

> What actually happens when you use it ?? 

> 

Hmmm, the \n is completely ignored (a space is inserted I would guess). So 


I can't line up my FntPrint outputs ? 


I am going to write my own TextOut function with x,y control one of these 
days, but other things are more pressing right now. 


P.S. I am using C++ and latest versions of CodeWarrior (v2 + patch from 


their web-site), oh I am on a PC not Mac. I wondered if CW was 
mis-understanding my Nn ? 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 15682 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000198 


—--MESSAGE FILE 15683 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000199 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FntPrint 

Date: Sun, 18 Oct 1998 12:22:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <70cjbiS$s3k7@chuka.playstation.co.uk> 

References: <362650B4.9CD3810E@revolution.co.uk> <7078mrS$necl6@chuka.playstation.co. 
նէ» <3629A76C.1E6BO1A6@revolution.co.uk> 

NNTP-Posting-Host: lon-dnbsk-038.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Jake Turner wrote in message <3629A76C.1E6BO1A6@revolution.co.uk>... 
>P.S. I am using C++ and latest versions of CodeWarrior (v2 + patch from 
>their web-site), oh I am on a PC not Mac. 


Got exactly the same version here. 
Post up your code? 


Nick S 


—-MESSAGE FILE 15683 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000199 


—-MESSAGE FILE 15684 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000200 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FntPrint 

Date: Sun, 18 Oct 1998 18:11:08 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <362A677C.E182190@datasys.net> 

References: <362650B4.9CD3810E@revolution.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 65.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Jake Turner wrote: 


Is there a way to get FntPrint to start a newline e.g. \n in the format 
string. 


But that doesn't work for me (I am using CodeWarrior, so that might be 
the problem). 


VV V V V V V 


I've had this problem before too. But one I re-structured my code, the 

problem seemed to correct itself. Try re-organizing your code. 

—-MESSAGE FILE 15684 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000200 


——MESSAGE FILE 15685 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000201 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FntPrint 

Date: Tue, 20 Oct 1998 20:03:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 338 

Message-ID: <362CDE94.299978C9@revolution.co.uk> 

References: <362650B4.9CD3810E@revolution.co.uk> <7078mrS$necl6@chuka.playstation.co. 
uk> <3629A76C.1E6BO1A6@revolution.co.uk> <70cjbiSs3k7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 62.172.81.107 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 84A61181AC8182760092CE7E" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This is a multi-part message in MIME format. 
84A61181AC8182760092C67F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Nick Slaven wrote: 
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Jake Turner wrote in message <3629A76C.1E6BO1A6@revolution.co.uk>... 
>P.S. I am using C++ and latest versions of CodeWarrior (v2 + patch from 
>their web-site), oh I am օո a PC not Mac. 


V V V V V 


Got exactly the same version here. 
> Post up your code? 


Here we go, I've attached the source file to my debug options class which 
tries to use FntPrint to get a nice lined up text output. 


The main loop is just using plain old gs stuff and here is the FntLoad bit: 


if ( reloadFont ) 
{ 
// Font stuff 
FntLoad( 512, 256 ); 
FntOpen( -SCREEN_W/2, -SCREEN_H/2, SCREEN_W, SCREEN_H, 0, 1024 ); 
reloadFont = 0; 
} 


Its got me as to why it doesn't work. 


P.S. When you say restructure code, what do you mean ? Where I call FntPrint 
compared to where I do DrawSync(0) and FntFlush(-1) ? 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


84A61181AC8182760092C67F 

Content-Type: application/x-—unknown-content-type-cppFile; name="psx_options.cpp" 
—-MESSAGE FILE 15685 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000201 


——MESSAGE FILE 15686 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000202 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: FntPrint 

Date: Wed, 21 Oct 1998 20:36:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <362E37AE.92FBD6DF@cthullu.freeserve.co.uk> 

References: <362650B4.9CD3810E@revolution.co.uk> <362A677C.E182190@datasys.net> 
NNTP-Posting-Host: modem-48.germanium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Just to let you know. It works now. The only change I can think of is I 
went 

from a PAL 512x256 screen to a PAL 512x240 

Thanks for your help 


Darco wrote: 


> Jake Turner wrote: 

>> 

> > Is there a way to get FntPrint to start a newline e.g. \n in the format 
> > string. 

>> 

> > But that doesn't work for me (I am using CodeWarrior, so that might be 
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> the problem). 
> 


I've had this problem before too. But one I re-structured my code, the 


> 
> 
> 
> 
> problem seemed to correct itself. Try re-organizing your code. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 
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—-MESSAGE FILE 15686 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000202 


—-MESSAGE FILE 15687 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000203 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: PSX -> PC data transfers via siocons... 
Date: Wed, 11 Nov 1998 13:58:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <36499817.411A@127.0.0.1> 
NNTP-Posting-Host: 194.202.250.13 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


This is probably the best group for this... 


right heres the task, I want to send a snapshot of the screen back to 
the PC, 

via siocons, whilst the program is running, currently I do something 
like 


use StoreImage on a small section of screen, 
convert colour 16 - 24 bit 

uuencoded the 24bit section 

use printf (?) to send it down the serial line 


at PC end, cat siocons output to file, 
uudecode file, hey presto! a perfect 24bpp bitmap. 


well, one slight problem, the reliability of printf isnt much to write 
home about. 
Is there anyway to write to the serial port, AND know that all the 
characters will 

get to the other end? without inplememting some checksum/resend protocol 
on it? 


or, am I missing the point completely, and theres an easy way to send a 
Snapshot of 
the VRAM back to the PC 


Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
oS Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 15687 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000203 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 20 Feb 1998 11:28:37 +1100, Toby Hutton <thutton@cybec.com.au> 
wrote: 


You the way it is, like it or lump it, stop moaning about it man. I 
bet your playstation cant surf the internet. :) 

PC's where never intended to be games machines. It was bored 
programmers that started it all off. 


> 

>I haven't bought a single PC game since I bought my grey PSX, because 
>they were giving the the sh*ts. 

> 

>Half the time they didn't run out-of-the-box because a) they needed 
>DirectX drivers that I didn't have yet, b) I really need more CPU power 
>or memory or something to get it to perform decently or c) I needed a 3D 
>card. 

> 

>If I buy a PSX game I *know* it'll work, first time, no worries. At the 
>time of buying my grey PSX I was tossing up the idea of getting either a 
>3DFX or a PSX. They were about the same price. A whole game system, or 
>a peripheral to my eternally-—becoming-out-—of-date PC. So I spent 52300 
>on a PSX and haven't spent any money on hardware since. Oh, except for 
>a PSX mouse. If I was using my PC like my friends for games I would've 
>probably spent another SA800 since then upgrading the bugger. 

> 

>The PSX games don't look quite as nice these days. But they play fine, 
>and work first time. 

> 

>And Windows *sucks*. I don't have to boot to it anymore. 

> 

>Toby. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 
alan@alanyuen.demon.co.uk 
http://www.playstation.co.uk/~alanyuen/ 
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—-MESSAGE FILE 1671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00373 


-—-MESSAGE FILE 1672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000374 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Post not appreciated 

Date: Sat, 21 Feb 1998 21:37:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <34f0480a.10355410@news.playstation.co.uk> 
References: <6cguctS$jv81@emeka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Whats this man? Sounds like about time! Or would it be too little too 
late? We'll see. I ask this question, why wasnt there one in the first 
place? 

For your book you'll need to cover different game paradimes. (if i 
spelt that properly) 

And what complier will you be covering? C/W? GNU? 

How would we buy this book? Or is it going to be free for members in 
PDF? 


On 19 Feb 1998 09:35:25 -0000, George_Bain@Playstation.sony.com wrote: 
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—-MESSAGE FILE 15688 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000204 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: PSX -» PC data transfers via siocons... 
Date: Wed, 11 Nov 1998 19:08:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <72cnpd$2am3@chuka.playstation.co.uk> 
References: <36499817.411A@127.0.0.1> 
NNTP-Posting-Host: mfs-pci-bqh-vty243.as.wcom.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Majik wrote in message <36499817.411A@127.0.0.1>... 
> use StoreImage on a small section of screen, 

> convert colour 16 - 24 bit 

> uuencoded the 24bit section 

> use printf (?) to send it down the serial line 


Siocons will download a memory image to a file (DSAVE I think) 
... reliably! 
(or press F10 F2 (or F4) can't remember which) 


cheers 


Nick 


—-MESSAGE FILE 15688 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000204 


——MESSAGE FILE 15689 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000205 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: PSX -> PC data transfers via siocons... 

Date: Wed, 18 Nov 1998 17:23:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <365302AD.64A@127.0.0.1> 

References: <36499817.411A@127.0.0.1> <72cnpd$2am3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.202.250.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Nick Slaven wrote: 

> Siocons will download a memory image to a file (DSAVE I think) 

> ...reliably! 

> (or press F10 F2 (or F4) can't remember which) 

yeah, but this requires stopping the program from running though : ( 
what I want is some sort of '‘interactive' memory dump. 

Ta, anyway 

M. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
535 Spod in a suitcase - ' Have Compiler, will travel ' 
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—-MESSAGE FILE 15689 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000205 


—--MESSAGE FILE 15690 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000206 

Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: PSX -> PC data transfers via siocons... 

Date: 18 Nov 1998 23:57:26 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 

Lines: 28 

Message-ID: <01lbel34eSb4dfdf60S$2bfbabc3@hanno> 

References: <36499817.411A@127.0.0.1> <72cnpdS2am3@chuka.playstation.co.uk> <365302A 
D.64A@127.0.0.1> 

NNTP-Posting-Host: host5-171-251-43.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Nick Slaven wrote: 

> > Siocons will download a memory image to a file (DSAVE I think) 
> > ...reliably! 

> > (or press F10 F2 (or F4) can't remember which) 

> 

> yeah, but this requires stopping the program from running though : ( 
> 

> what I want is some sort of 'interactive' memory dump. 

> 

> Ta, anyway 

> 

> M. 


Check out Cyclone and it's psx library in my file area, it should suit your 
needs. 


http://www.netyaroze-europe.com/~imilco/ 


Pete. 

> Saya 

> -- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
ie Spod in a suitcase - ' Have Compiler, will travel ' 

> -- http://mudhole.spodnet.uk.com/~majik/ 

> Z < 

> 


—-MESSAGE FILE 15690 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000206 


—-MESSAGE FILE 15691 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000207 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Variable arg list 

Date: Fri, 27 Nov 1998 09:33:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <731lri0$ngl1@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3151.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


Is it possible to setup a variable arg list for functions?, such a those 
found in printf, on the yaroze. I know these form part of the standard libs 
(as in ANSI) but we only have a subset of these. 
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It is obviously possible, but can we do it on the yaroze? 


Many thanks for any help 
Bob 

Robert Shand 
298rcs@tay.ac.uk 
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—-MESSAGE FILE 15691 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000207 


—-MESSAGE FILE 15692 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000208 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Variable arg list 

Date: Fri, 27 Nov 1998 11:05:00 +0000 
Organization: Sony Computer Entertainment Europe 
Lines: 62 

Message-ID: <365E875C.8B7B87FD@scee.sony.co.uk> 
References: <731ri0S$ngll@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


ROBERT C SHAND wrote: 

> 

> Hi all, 

> 

> Is it possible to setup a variable arg list for functions?, such a those 

> found in printf, on the yaroze. I know these form part of the standard libs 

> (as in ANSI) but we only have a subset of these. 

Yes - it's fairly easy. Here's an example: 

Remember - there's no variable that states how many extra args you have - it has to 


be specified 
either implicitly (as in printf) or explicitly in one of the fixed 
retty useless 

function, but hopefully you get the idea. 


#define va_start (AP, LASTARG) 
(AP = ((char *)&(LASTARG) + __va_rounded_size(LASTARG) ) ) 


#define va_end(AP) AP = (char *)NULL 
#define va_arg(AP, TYPE) 


(AP = ((char *) (AP)) += __va_rounded_size (TYPE), 
*( (TYPE *) ((char *) (AP) - __va_rounded_size (TYPE)))) 


typedef void *va_list; 


args. 


// Convert all passed strings to upper case before printing. 


// usage: 


This is ap 


// printff("Abcdef : Ss abc: %d",myString,100); // follow this with. 


// printf ("Abcdef : 558 abc: %$d",myString,100); 
void printff(char *s, ...) { 
va_list ap; 
int argnum; 
char *p,**a; 
static char strbuffer[1000]; 


va_start(ap, s); 


argnum = 0; 
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a (char **) ap; 
for(p = s; «թ Հ 07 p++) 1 
if(p[0] == '%') 
if (p[1] == 's') í 
makeUpperCase (a[argonum]) ; 
} 
argnumt+; 
ptt; 
} 
ptt; 
} 
a = (char **) ap; 


va_end (ap); 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Programming is an art form that fights back. 
—-MESSAGE FILE 15692 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000208 


——MESSAGE FILE 15693 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000209 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Variable arg list 

Date: Fri, 27 Nov 1998 11:13:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <73mleoSng12@chuka.playstation.co.uk> 

References: <731ri0$ngll@chuka.playstation.co.uk> <365E875C.8B7B87FD@scee.sony.co.uk 
> 
NNTP-Posting-Host: co3151.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks for the swift reply, I'll take a look once my coursework is handed 
in. It's not even programming coursework :-( 


Bob 

Robert Shand 

Class Rep First year BSc Computer Games Technology 
ABERTAY-DUNDEE UNIVERSITY 

298rcs@tay.ac.uk 


—-MESSAGE FILE 15693 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000209 


—-MESSAGE FILE 15694 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000210 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Variable arg list 

Date: Fri, 27 Nov 1998 11:58:50 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <365E93FA. 6FD412A3@scee.sony.co.uk> 

References: <731ri0S$ngll@chuka.playstation.co.uk> <365E875C.8B/7B87FD@scee.sony.co.uk 
> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Forgot one rather important definition there: 


#define __va_rounded_size(TYPE) N 
(((sizeof (TYPE) + sizeof (int) - 1) / sizeof (int)) * sizeof (int)) 
Cheers, 
James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Programming is an art form that fights back. 
—-MESSAGE FILE 15694 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000210 


—-MESSAGE FILE 15695 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000211 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: PSX -> PC data transfers via siocons... 

Date: Wed, 09 Dec 1998 15:36:19 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <366F0973.511AC084@vmlabs.com> 

References: <36499817.411A@127.0.0.1> 

NNTP-Posting-Host: vmlabs25.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


well, one slight problem, the reliability of printf isnt much to 
write home about. Is there anyway to write to the serial port, AND 
know that all the characters will get to the other end? without 
inplememting some checksum/resend protocol on it? 


Better late than never I guess. 


I too have problems with dropped characters when "printf"ing. The way 
I solved it was print everything multiple times. That way you're 
bound to get at least one correct transmission. 


Annoying? Most certainly. It takes a minute or more for me to capture 
a single screen shot. But hey, I just set it going and get myself a 
drink while it's chugging. 


Scott 
—-MESSAGE FILE 15695 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000211 


—-MESSAGE FILE 15696 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000212 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: CLIB 71.0 RELEASE 

Date: Thu, 28 Jan 1999 16:51:57 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1131 scee.yaroze.mydemos:389 scee 
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.yaroze.programming.libraries:212 


It's here. CLIB v1.0. The solution to all of your data 
compression/management needs. 


Featuring full directory structures (well, just one level deep, but that's 
all i really need, so that all anyone's really getting :) ), Completely 
AVERAGE Huffman Compression (WOOHOO!), and a reaaaaly easy API interface. 
Just drop it in and GO. 


It's only DOS32, and I've included DOS4GW (dos extender) in the zip file. 
Check it out. 
Lemme know what everyone thinks. 


ftp://143.209.106.203/clibv10.zip 
anonymous access enabled. 


-charles nicholson (and yes, i am just posting this everywhere for coverage. 
sorry. :) ) 


—-MESSAGE FILE 15696 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000212 


—-MESSAGE FILE 15697 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000213 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: Re: CLIB 71.0 RELEASE 

Date: Thu, 28 Jan 1999 16:54:04 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <78qlirSlas3@scea> 

References: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1132 scee.yaroze.mydemos:390 scee 
.yaroze.programming.libraries:213 


>ftp://143.209.106.203/clibv10.zip 
>anonymous access enabled. 


So sorry. Make that "143.229.106.203" and i don't think you can browse 
there- i'm serving w/SERV-U, and (at least) my copy օք ie4.0 doesn't like it 
too much..... 


-charles 


--MESSAGE FILE 15697 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000213 


——MESSAGE FILE 15698 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000214 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: Re: CLIB v1.0 RELEASE 

Date: Sun, 31 Jan 1999 12:23:48 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <7922ub$q123@scea> 

References: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1136 scee.yaroze.mydemos:393 scee 
.yaroze.programming.libraries:214 


I've added another somewhat helpful doc file- LOADER.TXT. This gives you 
more information 
on the in-file loading API, with examples. 


-charles 


--MESSAGE FILE 15698 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000214 


—-MESSAGE FILE 15699 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000215 

Path: chuka.playstation.co.uk!news 

From: Christopher Lightfoot <archer@archer.free-online.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Control Pad 

Date: Sat, 13 Feb 1999 19:02:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36C5CC32.7317CA27@archer.free-online.co.uk> 
NNTP-Posting-Host: 212.56.111.200 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Does anyone have a photographic image of a controller. I need one for my 
game and can't seem to find one anywhere. If you know where one is 
please email me the address at archer@archer.free-online.co.uk 


Thankyou very much 
Christopher 


—-MESSAGE FILE 15699 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000215 


——MESSAGE FILE 15700 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000216 

Path: chuka.playstation.co.uk!news 

From: Tim Bardsley <timboaus@netscape.net> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: CD-ROM 

Date: Mon, 12 Apr 1999 17:02:23 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7esSmq$s5q3@chuka.playstation.co.uk> 

References: <6d3u0rSe3vl@emeka.playstation.co.uk> <6rnp9k$d2416@chuka.playstation.co 
-uk> <Olbdcel16$9d83b9e0S f2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 203.108.136.28 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


read bellow and tell me what is 1.Ք.Շ ??? and which website?? 


George Bain wrote: 


> Hi there, 

> 

> Check out the T.R.C on the website for information on how games 

> go through testing at QA. Yes, it's more or less to see if the game 
> doesn't crash. As for games on the PlayStation ...companies can 

> do what they want. It's up to the consumer not to buy the poor 

> games I guess. That's just my personal opinion.... 

> 

> 


George@SCEE 
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Mike <m.ferenduros@remove.this.btinternet.com> wrote in article 

<6rnp9k$d2j16@chuka.playstation.co.uk>... 

> Lewis_Evans@Playstation.sony.com wrote in message 
<6éd3u0rSe3vl@emeka.playstation.co.uk>... 


> 

> 

> :There's no special case for Yaroze owners; 

> :_everthing_ published on PlayStation (ie every CD playable in a consumer 
> :PSX) 

> :has been published through Sony, and has gone through their quality 

> s:approval process. 

> 
> 


What exactly does that involve? I don't mean to be rude but it's 
generally 
> accepted that there's a glut of terrible games on the PSX right now. Is 
it 


VVVVVVVVVVVVVVVV VV VV VV VV 


> more technical QA (ie. making sure the game doesn't crash)? 
> 

> Mike 

> m.ferenduros@remove.this.btinternet.com 

> E&OE 

> 

> 

> 


-—-MESSAGE FILE 15700 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000216 


—-MESSAGE FILE 15701 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000217 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: TRC - was Re: CD-ROM 

Date: Mon, 12 Apr 1999 20:55:42 +1200 

Organization: Sidhe Interactive 

Lines: 34 

Message-ID: <7Vesbgq$s5q5@chuka.playstation.co.uk> 

References: <6d3u0rSe3vl@emeka.playstation.co.uk> <6rnp9k$d2416@chuka.playstation.co 
-uk> <Olbdcel16$9d83b9e0S f2e832a2@gbain.wav.scee.sony.co.uk> <7es5Smq$s5q3@chuka.plays 
tation.co.uk> 

NNTP-Posting-Host: p51-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


It stands for Technical Requirements Checklist, and can be found at 
http://www.netyaroze-europe.com/yaroze/docs/yartrcel0-.htm 


Basically just a set of standards your Yaroze projects should meet. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


Tim Bardsley <timboaus@netscape.net> wrote in message 
news: 7esSmq$s5q3@chuka.playstation.co.uk... 
> read bellow and tell me what is 1.Ք.Շ ??? and which website?? 


George Bain wrote: 


> Hi there, 
> 


> 
> 
> 
> 
> 
> > Check out the T.R.C on the website for information on how games 


Net Yaroze newsgroups message dump.txt Page 10609 


> > go through testing at QA. Yes, it's more or less to see if the game 
> > doesn't crash. As for games on the PlayStation ...companies can 

> > do what they want. It's up to the consumer not to buy the poor 

> > games I guess. That's just my personal opinion.... 

>> 

> > George@SCEE 


—-MESSAGE FILE 15701 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000217 


—-MESSAGE FILE 15702 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000218 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Control Pad 

Date: Sun, 18 Apr 1999 13:36:34 -0500 

Organization: Ed Federmeyer 

Lines: 18 

Message-ID: <7fd8eiS3qq2@scea> 

References: <36C5CC32.7317CA27@archer.free-online.co.uk> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Christopher Lightfoot wrote in message 
<36C5CC32.7317CA27@archer.free-online.co.uk>... 

>Does anyone have a photographic image of a controller. I need one for my 
>game and can't seem to find one anywhere. If you know where one is 
>please email me the address at archer@archer.free-online.co.uk 

> 

>Thankyou very much 

> 

>Christopher 


On a related note: Does anyone have 3D models of the 
PlayStation controllers? (.3DS, .DXF, .TMD, whatever!) 


Thanks, 
EdF 


—-MESSAGE FILE 15702 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000218 


—-MESSAGE FILE 15703 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000219 
Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: new libaries 

Date: Fri, 14 May 1999 18:47:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7hhnklSnpp7@chuka.playstation.co.uk> 
NNTP-Posting-Host: du-1352.claranet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


can anyone help me by telling me how to make new libraries? 


i know you have to use the ar tool and include it in the makefile but i am 
not sure about exactly how to do this?? 


so if you can help me please do!!! 


—-MESSAGE FILE 15703 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
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es/00000219 


——MESSAGE FILE 15704 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000220 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 15704 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000220 


—--MESSAGE FILE 15705 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000221 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 15705 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000221 


—-MESSAGE FILE 15706 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000222 

Path: chuka.playstation.co.uk!news 

From: "Ghost Technical Support" <support@ghost.co.nz> 
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>From: George_Bain@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

> 

> 

>Hi James, 

> 

> 

>I'm sorry if you were offended. I thought this was the yaroze.freetalk.. 
>I may have a Sony e-mail address but I'm still a SCEA Yaroze member also. 
>I have a web page setup at SCEA if you would like to visit some time. It 
>has 

>many game demos and PSX source code to help Yaroze members out or 

>to whom ever wants to try my games out. As for you concerns about the 
>web site, and Yaroze documentation I will personally be taking care of that 
>starting in April. If I could get some feedback on what type of 
>documentation 

>or source code Yaroze members out there want, it will help me out fora 


>Yaroze project I'm going to work on. It will be titled "Game Programming 
>on 

>Net Yaroze in 21 Days", covering everything from graphics, memory cards, 
>game ideas, designs, sound, and even the analog joypads! Yes, I plan to 


>cover eveything on hundreds of pages of documentation and source code! 
>Look for it Spring 98. 

> 

> 

>Happy coding, 

> 

> 

>George@SCEE 

> 

> 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00374 


—-MESSAGE FILE 1673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000375 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Looking for neGcon info 

Date: Sun, 22 Feb 1998 00:47:49 -0600 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <34EFCA14.10250D86@ix.netcom. com> 

NNTP-Posting-Host: dgr-il3-09.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Can anybody point me in the direction of some neGcon info? I realize 
the user guide tells the average coder everything they need to know, but 
I really don't know where to begin. 


Manny Najera 


-—-MESSAGE FILE 1673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00375 


-—-MESSAGE FILE 1674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000376 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 
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Newsgroups: scee.yaroze.programming.libraries 
Subject: Re: Read from CD 

Date: Wed, 14 Jul 1999 11:03:24 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7mggihStliv9@chuka.playstation.co.uk> 
References: <35E55F0A.616FB8A7@cww.de> 
NNTP-Posting-Host: 203.98.13.67 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


brainchild@cww.de wrote in message <35E55F0A.616FB8A7@cww.de>... 
SHL a 

> 

>who can tell me why the following little program doesn’t work ???? 
>I only get a strange error like this... 

> 

>CD_cw: (CdlSetloc) Sync=NoIntr, Ready=Nolntr 

> 

>(I use Codeworrier V 2.0.3) 

> 

>Are there other methods to read files from CD ??? 

> 

>cYa 

>JoO... 

> 

> 

>#include <libps.h> 


>u_long sectbuf[1024]; 
>u_long Len; 


>main () 

>í 

> 

> Len = CdReadFile ("NDATANTEXTURENFANCYNCHECK01.TIM", sectbuf, 0); 
> printf ("Bytes:%d\n", Len); 

> 

>} 


You need either double slashes, or alternatively use the / character instead 
(a lot of c compilers turn this into \\ for you). 
You also need the ;1 at the end (to specify the version of the file) 


And you have to wait for the operation to finish, its a asyncronous 
operation, it doesn't wait till its finished before returning. 


..-Chuck.. 


—-MESSAGE FILE 15706 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000222 


—-MESSAGE FILE 15707 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000223 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Making my own library for the NY. 

Date: Fri, 20 Aug 1999 21:07:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7pkcms$8mo2@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt142-219.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:335 scee.yaroze.p 
rogramming.libraries:223 


A couple of questions on this subject. Firstly, is the input file a normal 
.Շ file with a group of functions? I just want to check this, as I've tested 
making .lib files with lcc-win32, which is a variant of gcc, and it worked 
in that, but I just need to know whether its the same in gcc. Secondly, can 
anyone point me towards, or give me some help on compiling libraries for the 
Net Yaroze. I read in one of the NY manuals that I should use ar.exe, but I 
do not know what parameters to send to it. 


Thanks 
Rikki 


—-MESSAGE FILE 15707 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000223 


——MESSAGE FILE 15708 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000224 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Date: Sun, 22 Aug 1999 14:44:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <7pousaS8mo9@chuka.playstation.co.uk> 

References: <7pkcmsS$8mo2@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-171-250-193.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:336 scee.yaroze.p 
rogramming.libraries:224 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 

> 

> A couple of questions on this subject. Firstly, is the input file a normal 
> .c file with a group of functions? I just want to check this, as I've 
tested 

> making .115 files with lcc-win32, which is a variant of gcc, and it worked 
> in that, but I just need to know whether its the same in gcc. Secondly, 
can 

> anyone point me towards, or give me some help on compiling libraries for 
the 

> Net Yaroze. I read in one of the NY manuals that I should use ar.exe, but 


do not know what parameters to send to it. 


Thanks 
Rikki 
Hi, 


Yes, you create yaroze libraries from standard c files containing your 
library functions, below is an example of how to create one. 
Where file.c is a library source file. 


Firstly create an object file from the source file, 


gcc -c file.c which creates the file file.o 


Next convert file.o into a library, 


ar -r libtest.a file.o creates the library libtest.a 


As far as I know all library names must start with lib. 
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Next create a header file for the library, containing any function 
prototypes and defines that are required, then place the library and header 
where they can be found during compilation. 


In a yaroze project, #include the library header file in one of your source 
files, and on the gcc command line for the project add the -1 option, 
followed by the library name, excluding the lib part. 

Eg. where libtest.a is the library to be included in compilation, the gcc 
command line would look a little like- 


gcc -o main main.c -ltest 


That's a very quick example, but at least somewhere to start at, if you have 
any problems just ask. 


Pete. 


—-MESSAGE FILE 15708 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000224 


——MESSAGE FILE 15709 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000225 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Followup-To: scee.yaroze.programming.gnu_compiler 

Date: 23 Aug 1999 11:16:19 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 378 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86emgv70v0.fsf@foo.mel.cybec.com.au> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:337 scee.yaroze.p 
rogramming.libraries:225 


"Rikki Prince" <netyaroze@rprince.dircon.co.uk> writes: 


> A couple of questions on this subject. Firstly, is the input file a normal 

> .c file with a group of functions? I just want to check this, as I've tested 
> making .lib files with lcc-win32, which is a variant of gcc, and it worked 

> in that, but I just need to know whether its the same in gcc. Secondly, can 
> 
> 
> 


anyone point me towards, or give me some help on compiling libraries for the 
Net Yaroze. I read in one of the NY manuals that I should use ar.exe, but I 
do not know what parameters to send to it. 


(Static) libraries under unix (which is gcc's native environment) are 
really called archives. They are just a bunch of object files whacked 
together in the same place. 


They have a .a extension and must start with 'lib'. eg. libps.a which 
comes from Sony. 


Yep, to create them you use ‘'ar', usually with the -r switch which 
replaces an object in an existing archive or creates a new archive if 
it doesn't exist. You need to compile your source from .c to an 
object file .o then archive it into a library .8. 


You need to give it the 'lib' out the front if you want to link it on 
the gcc command line with the -1 parameter. ie. gcc main.c -lps 
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compiles your main.c and links it with libps.a. 


I don't think lcc is a variant of gcc, 


time I looked. They may be compatible though. 


Here's the man page for ar from my system which is actually running 


egcs-1.1.2. 
Toby. 
ar (1) GNU Development Tools ar (1) 
NAME 
ar - create, modify, and extract from archives. 
SYNOPSIS 
ar [-]{dmpqrtx}[abcilosSuvV] [membername] archive files... 
DESCRIPTION 


The GNU ar program creates, modifies, and extracts from 
archives. An archive is a single file holding a collec- 
tion of other files in a structure that makes it possible 
to retrieve the original individual files (called members 
of the archive). 


The original files' contents, mode (permissions), times- 
tamp, owner, and group are preserved in the archive, and 
may be reconstituted on extraction. 


GNU ar can maintain archives whose members have names of 
any length; however, depending on how ar is configured on 
your system, a limit on member-name length may be imposed 
(for compatibility with archive formats maintained with 
other tools). If it exists, the limit is often 15 charac- 
ters (typical of formats related to a.out) or 16 charac- 
ters (typical of formats related to coff). 


ar is considered a binary utility because archives of this 
sort are most often used as libraries holding commonly 
needed subroutines. 


ar will create an index to the symbols defined in relocat-— 
able object modules in the archive when you specify the 


modifier ~s'. Once created, this index is updated in the 
archive whenever ar makes a change to its contents (save 
for the `q' update operation). An archive with such an 


index speeds up linking to the library, and allows rou- 
tines in the library to call each other without regard to 
their placement in the archive. 


You may use “nm -s' or “nm --print-armap' to list this in- 
dex table. If an archive lacks the table, another form of 
ar called ranlib can be used to add just the table. 


ar insists on at least two arguments to execute: one 
keyletter specifying the operation (optionally accompanied 
by other keyletters specifying modifiers), and the archive 
name to act on. 


Most operations can also accept further files arguments, 
specifying particular files to operate on. 


cygnus support 5 November 1991 1 


it's a separate compiler last 
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ar (1) GNU Development Tools ar (1) 


OPTIONS 
GNU ar allows you to mix the operation code p and modifier 
flags mod in any order, within the first command-line ar- 
gument. 


—-MESSAGE FILE 15709 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000225 


——MESSAGE FILE 15710 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000226 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee.yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—-MESSAGE FILE 15710 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000226 


——MESSAGE FILE 15711 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000227 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Any lib that help in manging the mem in PS? 
Date: Wed, 8 Sep 1999 06:16:26 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7r44au$23b6@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns02246.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Has anyone out the programed a library which will help us in managing the 
memory in the Yaroze? 


—-MESSAGE FILE 15711 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000227 
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—--MESSAGE FILE 15712 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000228 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Any lib that help in manging the mem in PS? 
Date: Wed, 08 Sep 1999 15:05:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <37D66D3F.1D8FBB2D@scee.sony.co.uk> 
References: <7r44auS$23b6@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 
X-Accept-—Language: en-GB,en,en-* 


Stanley Lim wrote: 

> 

> Has anyone out the programed a library which will help us in managing the 
> memory in the Yaroze? 


If you mean "managing", so that you don't have to work out addresses for all your TI 
M and VAG files, 

then yes, check the FAQ. Otherwise I'm not sure what you mean, past 'malloc' and 'fr 
ee' 


Cheers, 

James 

== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
London Rain Festival - Jan. 1 to Dec. 31 


—-MESSAGE FILE 15712 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000228 


—-MESSAGE FILE 15713 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000229 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: C++ & Assembly 

Date: Tue, 21 Sep 1999 17:42:14 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <37E7FBB6.719439D4@aol.com> 

NNTP-Posting-Host: ABD7A241.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Hello, 


I was wondering if C++ and Assembly can be used with Yaroze. Also, can 
they be used with the professional development kit. 


Thanks. 

--ometwally 

—-MESSAGE FILE 15713 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000229 


—-MESSAGE FILE 15714 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000230 
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Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Date: Sat, 13 Nov 1999 23:53:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <80ktpjS$ftc2@chuka.playstation.co.uk> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> <7pousaS$8mo9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host62-172-93-228 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:346 scee.yaroze.p 
rogramming.libraries:230 


When i do this i get the following errors: 


General Protection Fault at eip=203da 

eax=000203d4 ebx=6401db64 ecx=6401db68 edx=0001f752 esi=00087304 
edi=0007bb60 

ebp=0007bac0O esp=0007bac0O cs=1b7 ds=laf es=laf fs=laf gs=lc7 ss=1bf 
cr2=0000bfeb 


Call frame traceback EIPs: 
0x000203da 
O0x0002af4d 
0x0002ael15 
0x0000bcf6 
0x0000c118 
0x0000e061 
0x0000f30a 


Any ideas?? 


--MESSAGE FILE 15714 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000230 


——MESSAGE FILE 15715 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000231 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Re: Making my own library for the NY. 

Date: Sun, 14 Nov 1999 14:11:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <80mglm$f2n3@chuka.playstation.co.uk> 

References: <7pkcms$8mo2@chuka.playstation.co.uk> <7pousaS$8mo9@chuka.playstation.co. 
uk> <80ktp jS$ftc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 62.6.22.94 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.gnu_compiler:347 scee.yaroze.p 
rogramming.libraries:231 


Mark Naylor <satan#2@usa.net> wrote... 
When i do this i get the following errors: 


General Protection Fault at eip=203da 

eax=000203d4 ebx=6401db64 ecx=6401db68 edx=0001f752 esi=00087304 
edi=0007bb60 

ebp=0007bac0O esp=0007bac0O cs=1b7 ds=laf es=laf fs=laf gs=l1c7 ss=1bf 
cr2=0000bfeb 


VVVVVVVV VV 


Call frame traceback EIPs: 
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0x000203da 
0x0002af4d 
0x0002ae15 
0x0000bcf6 
0x0000c118 
0x0000e061 
0::00008308 


VVVVVVV VV 


Any ideas?? 
You could try increasing your gcc stack space, add the line 
set GO32=DPMIStack 2000000 


to your autoexec.bat file and see if it helps. 

Looking at earlier posts about stack problems, it would appear the OS 
reports this problem as a Stack Fault and not a General Protection Fault, so 
increasing your stack space may not be the answer to your problem, but it's 
all I can suggest. 


Pete. 


—-MESSAGE FILE 15715 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000231 


—-MESSAGE FILE 15716 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000232 

Path: chuka.playstation.co.uk!news 

From: Jol80@mdx.ac.uk (John Owens) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: A Problem with Malloc and a question about InitHeap 
Date: Sat, 11 Dec 1999 15:38:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <3851a204.4268519@news.playstation.co.uk> 
Reply-To: Jol80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-052.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


OK first the question. 
I use InitHeap like this. 


InitHeap ( (void*) FREE_MEM, 0x7D000) ; 

where FREE_MEM is just the first address after I load in my TMDs and 
TIMS. Is this right, I want to get a Heap so I can allocate around 500 
kbytes dynamically. It is just that I read somewhere that the heap is 
actually stored in reverse so the first address would be 
FREE_MEM+0x7D000. 


Second the bug with malloc which BTW lost me a day of time is this, 


This macro works: 

#define AddCamera(list) \ 
while( list!= NULL ) list=list-—>next; \ 
list = (Camera*) malloc( sizeof (Camera) );\ 
ReadCamera (list) ;\ 


But this function doesn't: 

void AddCamera(Camera* list) 

{ 
while( list!= NULL ) list=list-—>next; 
list = (Camera*) malloc( sizeof(Camera) ); 
ReadCamera (list); 


} 


when the camera pointer I pass in is more or less a global i.e. inside 
a global scene structure. 


The reason for this seems to be that when you exit the function it 
deallocates the memory because the pointer reference is destroyed. 


Net Yaroze newsgroups message dump.txt Page 10619 


AFAIK that is not how malloc is supposed to work, i.e. it should only 
deallocate memory when you call free. 


However if it is my fault, and I wouldn't be suprised as I tend to 
prefare c++ anyway then don't hesitate to flame me and set me straight 
on how I should do memory allocation on the yaroze best, for linked 
lists etc. 


BTW - InitHeap seems to have no effect. Oh and one last thing how do 

you reclaim the memory after you have loaded your files into video 

memory or into their structures(I parse a raw binary file also). 

—-MESSAGE FILE 15716 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000232 


—--MESSAGE FILE 15717 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000233 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: Custom Librarys 

Date: Sat, 29 Apr 2000 18:10:07 +0100 
Organization: Max Studios 

Lines: 10 

Message-ID: <390B176F.99ED179D@which.net> 
NNTP-Posting-Host: p35-wren-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


I know that some developers, infact most of them use their own PSX 
librarys. What I was wondering is.... has anyone else with a Yaroze done 
the same thing, like a total re-rig of the librarys? I know that seems a 
time consuming task, but the ones we are stuck with are a little less 
than efficient. If I was to start to program my own graphiocs and sound 
libs would anyone know where I should start? 


Thanks in advance 
Max. 


—-MESSAGE FILE 15717 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000233 


—-MESSAGE FILE 15718 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000234 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Custom Librarys 

Date: Sat, 29 Apr 2000 20:49:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8efe96Sdt511@chuka.playstation.co.uk> 
References: <390B176F.99ED179D@which.net> 
NNTP-Posting-Host: 195.217.164.92 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Don't think anyone wil have done that because i wold have thought u would 
need the code for the old ones first. 


Mark. 


"Max" <mad.max@which.net> wrote in message 
news:390B176F.99ED179D@which.net... 

> I know that some developers, infact most of them use their own PSX 

> librarys. What I was wondering is.... has anyone else with a Yaroze done 
> the same thing, like a total re-rig of the librarys? I know that seems a 
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time consuming task, but the ones we are stuck with are a little less 
than efficient. If I was to start to program my own graphiocs and sound 
libs would anyone know where I should start? 


Thanks in advance 
Max. 


VV V V V V V 


--MESSAGE FILE 15718 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000234 


——MESSAGE FILE 15719 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000235 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: Custom Librarys 

Date: Tue, 02 May 2000 11:28:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <390ebb39.5063455@www.netyaroze-europe.com> 
References: <390B176F.99ED179D@which.net> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 29 Apr 2000 18:10:07 +0100, Max <mad.max@which.net> wrote: 


>I know that some developers, infact most of them use their own PSX 
>librarys. What I was wondering is.... has anyone else with a Yaroze done 
>the same thing, like a total re-rig of the librarys? I know that seems a 
>time consuming task, but the ones we are stuck with are a little less 
>than efficient. If I was to start to program my own graphiocs and sound 
>libs would anyone know where I should start? 


> 

>Thanks in advance 

>Max. 

> 

Well - if you reverese engineer the workspace area and the otag list - 


then you can insert your own 2d primitives into the ordering table. 
Then you could write your own 3d - 2d transformation stuff using some 
of the few gte functions we were given. 


Im not sure there is that much point in trying to write your own 3d to 
2d routines though. unless you wanted to create custom file formats to 
include 3d lines and sprites and stuff and various other reasons. Oh 
ok, it may be worth it :) 


—-MESSAGE FILE 15719 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000235 


—-MESSAGE FILE 15720 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000236 
Path: chuka.playstation.co.uk!news 
From: Michael Garcia <mgarcia@start.com.au> 
Newsgroups: scee.yaroze.programming.libraries 

Subject: reading cdrom using file descriptor functions 
Date: Wed, 03 May 2000 17:17:59 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 155 
Message-ID: <390FD2A6.900355E5@start.com.au> 

Reply-To: mgarcia@start.com.au 

NNTP-Posting-Host: 203.108.136.29 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" C32E04333BE47415BDC2A700" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Game Programming on Net Yaroze 

Date: 22 Feb 1998 14:01:03 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 46 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cpb2v$3jpl@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Yep, 
>Whats this man? Sounds like about time! Or would it be too little too 
>late? We'll see. I ask this question, why wasnt there one in the first 
>place? 


Nothing is ever too late. I can't answer why there wasn't one in the first 
place 

but I'll make sure it lives up to your's, mine, and everyone's 
expectations. 


>For your book you'll need to cover different game paradimes. (if i 
>spelt that properly) 

>And what complier will you be covering? C/W? GNU? 

>How would we buy this book? Or is it going to be free for members in 
>PDF? 


Most likely GNU, and maybe C/W later on. It will be free to Net Yaroze 
members 
of all three territories. But you can always make cheques payable to me :) 


George@SCEE 


* Views and opinions are expressed by me, myself and I. Not SCEE or 
any Sony affiliate. * 


>As for you concerns about the 

>web site, and Yaroze documentation I will personally be taking care of 
that 

>starting in April. If I could get some feedback on what type of 
>documentation 

>or source code Yaroze members out there want, it will help me out for a 


>Yaroze project I'm going to work on. It will be titled "Game Programming 
>on 

>Net Yaroze in 21 Days", covering everything from graphics, memory cards, 
>game ideas, designs, sound, and even the analog joypads! Yes, I plan to 


>cover eveything on hundreds of pages of documentation and source code! 
>Look for it Spring 98. 
> 


—-MESSAGE FILE 1674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
00376 


—-MESSAGE FILE 1675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0000377 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Looking for neGcon info 

Date: Sun, 22 Feb 1998 14:51:32 +0000 
Organization: Bacardi Ferrari V12 

Lines: 22 

Message-ID: <34F03B74.5EC2@manc.u-net.com> 
References: <34EFCA14.10250D86@ix.netcom. com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
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glish/000 


english/0 
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C32E04333BE47415BDC2A700 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi all :) 


I am porting a DOS program to NY and trying to read the CDROM with 
the ANIS C functions open() read() lseek()... 


Here is what I am trying to do. 


[RKKK KKK KK KKK KKK KKK KK KK siocons test KKK KKK KK KK / 


#include <libps.h> 
#include <sys/file.h> 


main () 


{ 


int fd,ret; 
char f[] = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1"; 
char text[1000]; 


printf("trying to open %s\n",f); 


fd = open(f,O_RDONLY); // | O_NOWAIT | O_NBLOCK | O_NOBUF); 
// just incase 


if(fd > 0) 
printf ("open worked fd 
else 


{ 


Sd\n", fd); 


printf("open failed fd %dNn", fd); 


return; 


} 

printf("trying to read %s\n fd = %d\n",f,fd); 
ret = read(fd, &text, 999); 

printf("ret = %d\n",ret); 

text [999] = 0; 

printf("File ՀՏ» CONTAINS \n<%s>\n",f,text) ; 


close (fd); 


This compiles but hangs when it hits 


fd = open(f,O_RDONLY); // | O_NOWAIT | O_NBLOCK | O_NOBUF); // 
just incase 


When this is ran using 


char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1"; // (no device - cdrom: ) 


it says that - \DATA\SOUND\SAMPLE1.SEQ;1 is not a device then 


it displays all devices available eg bu: ,tty:, cdrom: 
and exits. 


What is the correct device name for the cdrom eg 
cdrom??: 


I really don't want to use the CdlFILE functions ! 
BTW how do you convert CdlLOC type to a int to create a seek fuction? 
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What did I miss? 


Lots of thanks in advance! 
G'day from Brisbane, Australia 


C32E04333BE47415BDC2A700 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<font size=-1>Hi all :)</font><font size=-1></font> 

<p><font size=-1>I am porting a DOS programénbsp; to&nbsp; NY and trying 

to read the CDROM with theénbsp; ANIS C functionsénbsp; open() read() lseek()...</fo 
nt><font size=—-1></font> 

<p><font size=-l>Here is what I am trying to do.</font> 


<br><font size=—-1></font>é&nbsp; 
<br><font size=—1></font>é&nbsp;<font size=—1></font> 

<p><font size=-1l>/********************** siocons test ************/</font> 
<br><font size=-1>#include &1t;libps.h></font> 

<br><font size=—-1l>#include é&lt;sys/file.h></font><font Տ126--1»Հ/քօոՒ» 


<p><font size=—-1>main() </font> 


<br><font size=-1>{</font><font size=-1></font> 

<p><font size=-1>&nbsp; énbsp; énbsp; &nbsp; int fd, ret;</font> 

<br><font size=-1l>énbsp; énbsp;énbsp; char քլ) = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1" 
; </font> 
<br><font size=-1>&nbsp; &nbsp; &nbsp; char text[1000];</font><font size=-1></font> 
<p><font size=—1>&nbsp; &nbsp; &nbsp; &nbsp; printf ("trying to open %s\n",f);</font><fo 
nt size=-1></font> 

<p><font size=-1>&nbsp; &nbsp; &énbsp; &nbsp; fd = open(f,O_RDONLY); // | O_NOWAIT 

| O_NBLOCK | O_NOBUF) ; &nbsp; &nbsp; &nbsp; &nbsp; //é&nbsp;&nbsp; just incase</font> 
<br><font size=—1>énbsp; </font> 

<br><font size=—1l>énbsp; énbsp; énbsp;énbsp; if (fd > 0)</font> 

<br><font size=—1>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &énbsp; &nbsp; 

printf ("open worked fd = %d\n", fd) ;</font> 

<br><font size=-1>&nbsp; &nbsp; &nbsp; &nbsp; else</font> 

<br><font size=—-1>é&nbsp; &énbsp; &nbsp; &nbsp; {</font> 

<br><font size=—1>é&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; &énbsp; &énbsp; &nbsp; 

printf ("open failed fd = %d\n", fd) ;</font> 

<br><font size=—1>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; &énbsp; &nbsp; 

return; </font> 
<br><font size=—1l>énbsp; énbsp; énbsp; énbsp; }</font><font size=—-1></font> 

<p><font size=—1>é&nbsp; &énbsp; &nbsp; &nbsp; printf ("trying to read %s\n fd 

= %d\n",£,f£d);</font><font size=-1></font> 

<p><font size=—-1>énbsp; énbsp; énbsp; &énbsp; ret = read (fd, éamp;text, 999) ;</font><font 
size=-1></font> 
<p><font size=—-1>&nbsp; &nbsp; &nbsp; &nbsp; printf ("ret = Sd\n",ret);</font><font size 
=-1></font> 
<p><font size=—-1>énbsp; énbsp; énbsp; énbsp; text[999] = 0;</font><font size=—-1></font> 
<p><font size=—-1>é&nbsp; &nbsp; &nbsp; &nbsp; printf("File &lt;%s> CONTAINS 
\n&élt;%s>\n",f,text) ;</font> 

<br><font size=—1>énbsp; </font> 

<br><font size=-1>&nbsp; &énbsp; &nbsp; &nbsp; close (fd) ;</font> 

<br><font size=-1>}</font> 

<br><font size=—1></font>é&nbsp;<font size=—1></font> 

<p><font size=—-1>This compiles but hangs when it hits</font><font size=—1></font> 
<p><font size=-1>&nbsp; fd = open(f,O_RDONLY); // | O_NOWAIT | O_NBLOCK 

| O_NOBUF) ; &nbsp; &nbsp; &nbsp; &nbsp; //é&nbsp;é&nbsp; just incase</font><font size=-1>< 
/font> 


<p><font size=—-1>When this is ran using</font><font size=—1></font> 
<p><font size=—-1>char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1";&nbsp; // (no 
device - cdrom:&nbsp; )</font><font size=-1></font> 


<p><font size=-1>it says that - \DATA\SOUND\SAMPLE1.SEQ;lénbsp; is not 
a device then</font><font size=-1></font> 


<p><font size=—-1>it displays all devices available eg bu: ,tty:, cdrom:</font> 
<br><font size=-l>and exits.</font><font size=-1></font> 
<p><font size=—-1>What is the correct device name for the cdrom eg</font> 


<br><font size=-1>cdrom??:</font><font size=-1></font> 
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<p><font size=-1>I really don't want to use the CdlFILE functions !</font> 
<br><font size=-1>BTW how do you convert CdlLOC type to a int to create 
a seekénbsp; fuction?</font> 

<br><font size=—-1></font>é&nbsp;<font size=—1></font> 

<p><font size=—-1>What did I miss?</font><font size=—1></font> 

<p><font size=—-1>Lots of thanks in advance!</font> 

<br><font size=-1>G'day from Brisbane, Australia</font> 

<br><font size=-1></font>é&nbsp; 

<br><font size=—-1></font>é&nbsp; 

<br><font size=—-1></font>é&nbsp; 

<br><font size=-1></font>é&nbsp; 

<br><font size=—-1></font>&nbsp; </html> 


C32E04333BE47415BDC2A700-- 


—-MESSAGE FILE 15720 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000236 


—-MESSAGE FILE 15721 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000237 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.programming.libraries,scee.yaro 
ze.programming.libraries 

Subject: [ON TOPIC] 'cdrom:' device 77737 

Date: Fri, 05 May 2000 13:18:38 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 199 
Message-ID: <39123D8D.699FA972@start.com.au> 

Reply-To: mgarcia@start.com.au 

NNTP-Posting-Host: 203.108.136.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5762 scea.yaroze.programm 
ing.libraries:18 scee.yaroze.programming.libraries:237 


Hi all, again :) 


I am trying to read the CDROM with the ANIS C functions open() read() 
lseek()... 


Here is what I am trying to do. 


[BKK KKK KK KKK KKK KKK KK KK siocons test * * * * * k KK k * * / 


#include <libps.h> 
#include <sys/file.h> 


main () 


{ 


int fd,ret; 
char f[] = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1"; 
char text[1000]; 


printf ("trying to open %s\n",f); 
fd = open (f,O_RDONLY) ; 
if(fd > 0) 
printf ("open worked fd = %d\n", fd); 


else 


{ 


printf("open failed fd %dNn", fd); 
return; 


) 


printf("trying to read s\n fd = %d\n",f,fd); 
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ret = read(fd, &text, 999); 
printf ("ret = %d\n",ret); 
text [999] = 0; 
printf("File <%s> CONTAINS \n<%s>\n",f,text) ; 


close (fd); 


This compiles but hangs when it hits 
fd = open(f,O_RDONLY) ; 
When this is ran using 
char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1"; // (no device - cdrom: ) 
it says that - \DATA\SOUND\SAMPLE1.SEQ;1 is not a device then 


it displays all devices available eg bu: ,tty:, cdrom: 
and exits. 


What is the correct device name for the cdrom eg 
cdrom??: 


I really don't want to use the Cd1lFILE functions | 
BTW how do you convert CdlLOC type to a int to create a seek fuction? 


What did I miss? 
I had a search and it seems that I am not the only one !! 
see below 


Subject: 
Re: Contents of Boot CD 
Date: 
Fri, 09 May 1997 07:40:41 -0400 
From: 
Jack Copper <impmeister@earthlink.net> 
Organization: 
ArcanaTech 
Newsgroups: 
scea.yaroze.beginners 
References: 
Ly 2 


Mario Perdue wrote: 
> 


> Well, you could put the CD into your PC's CDROM drive browse it to see 


> what's there. You could also look in the PSX/DATA directory where you 
> installed the NY dev system. The files are all there as well. 

> 

> Mario 

This is the THIRD time I've tried to respond to you... the newsgroup bit 


bucket keeps eating messages. 

Anyway, I went ahead and tried programmatic access, but have had no 
success so far. I'm either doing something wrong (hmmm..) or there is a 
bug in the library firstfile() function. 


First, I tried what appeared to be the straightforward thing to do: 
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struct DIRENTRY stBaseDirectory; 

firstfile( "cdrom:*", &stBaseDirectory) ; 
This sends the playstation off into the weeds (reset city), as do 
"cdrom:\\", "cdrom:\\*", and other variations. 


However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
resulted in an error message that listed devices (something to the 
effect of:) 
* is not a valid device 
valid devices are: 
cdrom: 
Ey: 
bu: 
etc. 
And, if in fact I use "Ես10:»" as the name parameter, I get a reasonable 


string back for the first "directory" (i.e., I have a memory card in 
slot 2, and it has the configuration file on it) 


Any insights? 
Thanks, 
Jack Copper 


the reply 


Subject: 
Re: Contents of Boot CD 
Date: 
Fri, 09 May 1997 13:52:23 GMT 
From: 
mperdue@iquest.net (Mario Perdue) 
Organization: 
SCEA Net Yaroze News 


Newsgroups: 
scea.yaroze.beginners 
References: 
hap 222 #3 
>This is the THIRD time I've tried to respond to you... the newsgroup 
bit 


>bucket keeps eating messages. 


Sorry, we've been having a little trouble with the news groups. The 
problem seems to be under control now, and should be fixed shortly. 


>Anyway, I went ahead and tried programmatic access, but have had no 


>success so far. I'm either doing something wrong (hmmm..) or there is a 
>bug in the library firstfile() function. 
> 


>First, I tried what appeared to be the straightforward thing to do: 
> 

> struct DIRENTRY stBaseDirectory; 

> firstfile( "cdrom:*", &stBaseDirectory) ; 

>This sends the playstation off into the weeds (reset city), as do 
>"cdrom:\\", "cdrom:\\*", and other variations. 

> 

>However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
>resulted in an error message that listed devices (something to the 
>effect of:) 

> * is not a valid device 

> valid devices are: 

> cdrom: 
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> tty: 

> bu: 

>etc. 

>And, if in fact I use "bul0:*" as the name parameter, I get a 
reasonable 

>string back for the first "directory" (i.e., I have a memory card in 
>slot 2, and it has the configuration file on it) 

> 

>Any insights? 


Not really. I havn't worked with this stuff yet, but you can bet I'll 
be looking at it later today. If I can't figure it out, I'll find 
someone who can. 


Mario 


any help will be greatly appreciated.. 


—-MESSAGE FILE 15721 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000237 


—--MESSAGE FILE 15722 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000238 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.programming.libraries 
Subject: can anyone see me? 

Date: Mon, 15 Jan 2001 02:35:09 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <3A62D25D.26E2AF3C@start.com.au> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax2-221.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Hi , 

I am trying to read the CDROM with the ANIS C functions open() read() 
lseek()... 

Here is what I am trying to do. 


[RKRKK KKK KK KKK KKK KK KK KKK siocons test * * * * * * KK KK / 


#include <libps.h> 
#include <sys/file.h> 


main () 


{ 


int fd,ret; 
char text[1000]; 
char ք|) = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1"; // notice the 
cdrom: ! 


printf("trying to open %s\n",f); 
fd = open(f,O_RDONLY) ; 
if(fd > 0) 

printf("open worked fd 


else 


{ 


Sd\n", fd); 


printf("open failed fd %dNn", fd); 
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return; 


} 

printf ("trying to read s\n fd = %d\n",f,fd); 
ret = read(fd, &text, 999); 

printf("ret = %d\n",ret); 

text [999] = 0; 

printf("File <%s> CONTAINS \n<%s>\n",f,text) ; 


close (fd); 


This compiles but hangs when it hits 
fd = open (f,O_RDONLY) ; 
When this is ran using 
char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1"; // (no device - cdrom: 
it says that - \DATA\SOUND\SAMPLE1.SEQ;1 is not a device then 


it displays all devices available eg bu: ,tty:, cdrom: 
and exits. 


What is the correct device name for the cdrom eg 
cdrom??: 


I really don't want to use the CdlFILE functions! 
Has anyone got these functions working on the cdrom before? 


What did I miss? 


mgarcia (gwald) 
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—-MESSAGE FILE 15722 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 


es/00000238 


—-MESSAGE FILE 15723 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 


ries/00000239 

Path: chuka.playstation.co.uk!news 

From: "Will" <william.touzalin@wanadoo.fr> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: can anyone see me? 

Date: Tue, 24 Apr 2001 12:14:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <9c3jn2Sbu47@www.netyaroze-europe. com> 
References: <3A62D25D.26E2AF3C@start.com.au> 

Reply-To: "Will" <william.touzalin@wanadoo.fr> 
NNTP-Posting-Host: ALagny-101-1-1-160.abo.wanadoo.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hello MAN ! I see you ! 
But infortunatly I'm beginner so probably I can not help you ! 


"gwald" <gwald@start.com.au> a écrit dans le message news: 
3A62D25D.26E2AF3C@start.com.au... 

> Hi , 

> 

> 

> I am trying to read the CDROM with the ANIS C functions open () 


read () 
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lseek()... 
Here is what I am trying to do. 


[RRR KKK KK KKK KKK KKK k kkk siocons test * * * KKK KK KKK / 


#include <libps.h> 
#include <sys/file.h> 


main () 


{ 


int fd,ret; 
char text[1000]; 
char ք|) = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1"; // notice the 
cdrom: ! 


printf("trying to open %s\n",f); 
fd = open(f,O_RDONLY) ; 
if(fd > 0) 

printf("open worked fd 


else 


{ 


Sd\n", fd); 


printf("open failed fd %dNn", fd); 


return; 


} 

printf("trying to read %s\n fd = %d\n",f,fd); 
ret = read(fd, &text, 999); 

printf("ret = %d\n", ret); 

text [999] = 0; 

printf("File <%s> CONTAINS \n<%s>\n",f,text) ; 


close (fd); 


This compiles but hangs when it hits 
fd = open(f,O_RDONLY) ; 
When this is ran using 


char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1"; // (no device - cdrom: ) 


it says that - \DATA\SOUND\SAMPLE1.SEQ;1 is not a device then 


it displays all devices available eg bu: ,tty:, cdrom: 
and exits. 


What is the correct device name for the cdrom eg 
cdrom??: 


I really don't want to use the CdlFILE functions! 
Has anyone got these functions working on the cdrom before? 


What did I miss? 


mgarcia (gwald) 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 15723 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000239 
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—-MESSAGE FILE 15724 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/libra 
ries/00000240 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.programming.libraries 

Subject: Re: can anyone see me? 

Date: Thu, 26 Apr 2001 01:38:54 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3AE7DE9E.4B4CFBFD@start.com.au> 

References: <3A62D25D.26E2AF3C@start.com.au> <9c3jn2Sbu47@www.netyaroze-europe. com> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: 249.brs0204.brs.iprimus.net.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Win98; U) 

X-Accept—-Language: en 


Hi 


It's good to know some people still look outside of freetalk.... 
Anyway i use cyclone as a file server and it works good. 


bye 


—-MESSAGE FILE 15724 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/librari 
es/00000240 


E FE EAE FE HEE HEE EH 
E AE EAE AE EAE FE EAE E EH 


EE E TE AE AE FE AE FE HE HE HEH HE H 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
——HHEEEEEEE EE HEH 


--MESSAGE FILE 15725 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000001 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Attribute Definition Files 

Date: 31 Mar 1997 21:57:56 GMT 

Organization: froth kid 

Lines: 14 

Message-ID: <01bc2846S$fa391d00$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Has anyone worked out which voices in the example sound data are mapped to 
which MIDI patch numbers? (especially drums) Is this information in the 
Attribute definition file? Is there an example Attribute Definition File 
somewhere on the website? Would sony like to post the VAG files and 
Attribute Definition Files for the example VAB VB/VH files??? 


That way we could make a composite new VAB with some tone data taken from 
sony example data (would save having to sample lots of new stuff for game 
music) and add some sound effects VAGs for the game. 


Alternatively, what about a VB VH to VAB converter (vabjoin?) then a VAB to 
VAG and attribute file converter (mkvag?). 


Grim 


—-MESSAGE FILE 15725 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000001 


——MESSAGE FILE 15726 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000002 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Attribute Definition Files 

Date: 10 Apr 1997 20:17:41 GMT 

Organization: froth kid 

Lines: 39 

Message-ID: <01lbc2a5f$db0c3000$c793989e@fourny.demon.co.uk> 
References: <01bc2846S$fa391d00$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Here I answer my own questions. Maybe they were so dumb noone else did. 

> Has anyone worked out which voices in the example sound data are mapped 
to 

> which MIDI patch numbers? (especially drums) 


Drums are on patch 127 (channels 0-127) 


> Is this information in the 
> Attribute definition file? 


Yes 


> Is there an example Attribute Definition File 
> somewhere on the website? 


You can make an example attribute definition file by using the mkvab -r 
option to analyse the std0.vh file in the sample data 


> Would sony like to post the VAG files and 
Attribute Definition Files for the example VAB VB/VH files??? 


That way we could make a composite new VAB with some tone data taken from 
sony example data (would save having to sample lots of new stuff for game 
music) and add some sound effects VAGs for the game. 


V V V V V V 


I have a better question now; what is the format of the VB file? Is it just 
the VAG files concated together? Is it possible to extract individual VAGs 
by just splitting the VAB given the sample lengths at the end of the VH 
file? 


Also I have another question. How do you make VAB files using lots of VAGs 
when you have to list all the VAGs on the command line of mkvab? You soon 
run out of command line space (about 120 characters, isnt it?) especially 
since you have to include the .vag suffix. Is it possible to list the vag 
files in another text file or even the attribute definition file?? 


Graeme 
-—-MESSAGE FILE 15726 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000002 


--MESSAGE FILE 15727 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000003 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Attribute Definition Files 

Date: 16 Apr 1997 00:38:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <0lbc49fe$fd3d38e0SLocalHost@fred> 

References: <01bc2846S$fa391d00$c793989e@fourny.demon.co.uk> <Olbc2a5f$db0c3000$c7939 
89e@fourny.demon.co.uk> 

NNTP-Posting-Host: 1d51-019.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Also I have another question. How do you make VAB files using lots of 
VAGS 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

To: Manny Najera <mannyn@ix.netcom.com> 


Manny Najera wrote: 

> 

> Can anybody point me in the direction of some neGcon info? I realize 

> the user guide tells the average coder everything they need to know, but 
> I really don't know where to begin. 


In the manual addition area there's NeGcon byte info, (and 
stuff on memory card file header etc.) 


http://www.netyaroze-europe.com/yaroze/manuals/periph.htm 


If you want example code using non-standard controllers look at my 
page (link below -- look at scr360.zip and analog.zip source included). 
I noticed that the standard analog controller is actually 0x07 (not 
stated in the manual -- 0x05 is actually specifically analog joystick) 
Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00377 


—-MESSAGE FILE 1676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000378 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: If you liked Hover... 

Date: Mon, 23 Feb 1998 16:55:20 +1300 

Organization: Sidhe Interactive 

Lines: 19 

Message-ID: <6cqracSasl@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl4-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:432 scee.yaroze.freetalk.english: 
378 


Take a look at AirBob, another Japanese demo that has been upped in the past 
week. 


http://www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 


Looks more and more like we have a bit of catching up to do! 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 1676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00378 


—-MESSAGE FILE 1677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000379 
Path: chuka.playstation.co.uk!news 
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when you have to list all the VAGs on the command line of mkvab? You soon 
run out of command line space (about 120 characters, isnt it?) especially 
since you have to include the .vag suffix. Is it possible to list the vag 
files in another text file or even the attribute definition file?? 


V V V V V V 


Graeme 


I haven't really done any sound stuff yet but maybe you can use an .ARG 
file with that sound utility, a bit like with one of the graphics 
utilities. There is a good chance I'm wrong as I haven't tried it or 
anything but it's a suggestion anyway. (I haven't even used an ARG file with 
the graphics utility yet......:) 


Good Luck, and I hope you don't go crazy talking to yourself, 
Mike. 


P.S. The ARG file stuff is in the user guide I think. It may be worth a 
look if no-one else answers. 


-—-MESSAGE FILE 15727 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000003 


--MESSAGE FILE 15728 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000004 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: XM/MOD player 

Date: Wed, 16 Apr 1997 13:06:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3354COBE.75CA@geocities.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi, 
I use Fasttracker2 (get it from my page) to write XM format mods. Is 
anyone writing a converter/player for the Yaroze? Հ-- Damn good plan 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 
--MESSAGE FILE 15728 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000004 


——MESSAGE FILE 15729 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000005 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: XM/MOD player 

Date: Wed, 16 Apr 1997 13:23:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3354C4B3.4ADB@micronetics.com> 

References: <3354COBE.75CA@geocities.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Kev wrote: 
> 
> Hi, 
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I use Fasttracker2 (get it from my page) to write XM format mods. Is 
anyone writing a converter/player for the Yaroze? Հ-- Damn good plan 


Kev. 


VVVVVVV 


http://www.geocities.com/SiliconValley/Pines/7428 


I had planned to but I dont think we have enough low level detail about 
the sound processor to make it possible, although I have not spent much 
time on this. I think the best you could do is to convert the XM mods 
to smf files, and hack the samples into vab files. 


I would love to be contradicted on this, as I would also like to see an 
xm player. The guy who does music for me only uses ft2 and musicians 
get narked if their track doesn't sound 100% like it did when they wrote 
it. 


Regards 


Jim 
—-MESSAGE FILE 15729 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000005 


——MESSAGE FILE 15730 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000006 

Path: chuka.playstation.co.uk!news 

From: Henk-Jan Ober <tratax@holding.pi.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: XM/MOD player 

Date: Thu, 17 Apr 1997 03:46:54 -0700 

Organization: Planet Internet Holding 

Lines: 25 

Message-ID: <3355FF9E.41C6@holding.pi.net> 

References: <3354COBE.75CA@geocities.com> <3354C4B3.4ADB@micronetics.com> 
NNTP-Posting-Host: huizen.holding.pi.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; IRIX 6.2 IP22) 


Jim wrote: 

> > I use Fasttracker2 (get it from my page) to write XM format mods. Is 
> > anyone writing a converter/player for the Yaroze? Հ-- Damn good plan 
> I had planned to but I dont think we have enough low level detail about 
> the sound processor to make it possible, although I have not spent much 
> 
> 
> 
> 


time on this. I think the best you could do is to convert the XM mods 
to smf files, and hack the samples into vab files. 


I would love to be contradicted on this, as I would also like to see an 


I've been thinking of this too, but indeed, I do not have enough 
documentation. There are 24 channels, and XM can use more than that, I 
believe. Futhermore, the samples are lossy compressed, in an 
undocumented format, so it will not sound the same anyway, and you can 
forget about software mixing, or software sample generation. 

Another reason my fMSX emulator port does not have sound. 


IRL: //Henk-Jan Ober |Support Engineer, C(++) 
programmer 
SMTP://tratax@pi.net Playstation Games Programmer 
HTTP: //www.htsa.hva.nl/~henkjan |Emulation And Computergraphics 
IRC://tratax Engineering student 
I do not speak for my employer ...... I have a mind of my own. 


—-MESSAGE FILE 15730 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000006 


—--MESSAGE FILE 15731 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000007 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Midi files? 

Date: Wed, 23 Apr 1997 10:36:45 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <335DD82D.7409@geocities.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi, 


Can anyone suggest a good (and er, free?) program to knock up midi 
files on. I write tunes using Fasttracker but it would seem this is 
no good for the yaroze... Any ideas? 


Kev. 

http://www.geocities.com/SiliconValley/Pines/7428 
http://www.playstation.co.uk/~kevtoast 

—-MESSAGE FILE 15731 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000007 


——MESSAGE FILE 15732 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000008 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Midi files? 

Date: Wed, 23 Apr 1997 11:51:53 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <335DE9C9.EB4@interactive.sony.com> 

References: <335DD82D.7409@geocities.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


T 


Kev wrote: 


> 

> Hi, 

> 

> Can anyone suggest a good (and er, free?) program to knock up midi 

> files on. I write tunes using Fasttracker but it would seem this is 

> no good for the yaroze... Any ideas? 

> 

> Kev. 

> -- 

> http://www.geocities.com/SiliconValley/Pines/7428 

> http://www.playstation.co.uk/~kevtoast 

Last's months PC format (issue 68 / April ) had a complete working copy 
of CubaseAudio lite, which is pretty cool.... ( I always used Cubase on 
the ST ) 

Colin. 


-—-MESSAGE FILE 15732 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000008 


—-MESSAGE FILE 15733 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000009 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.sound 
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Subject: Re: XM/MOD player 

Date: Wed, 23 Apr 1997 13:40:10 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <335E032A.557F@interactive.sony.com> 
References: <3354COBE.75CA@geocities.com> <3354C4B3.4ADBémicronetics.com> <3355FF9E. 
41C6@holding.pi.net> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Henk-Jan Ober wrote: 


im wrote: 

> I use Fasttracker2 (get it from my page) to write XM format mods. Is 
> anyone writing a converter/player for the Yaroze? Հ-- Damn good plan 
I had planned to but I dont think we have enough low level detail about 
the sound processor to make it possible, although I have not spent much 
time on this. I think the best you could do is to convert the XM mods 
to smf files, and hack the samples into vab files. 


VVVVVVVV G&G 


I would love to be contradicted on this, as I would also like to see an 


I've been thinking of this too, but indeed, I do not have enough 
documentation. There are 24 channels, and XM can use more than that, I 
believe. Futhermore, the samples are lossy compressed, in an 
undocumented format, so it will not sound the same anyway, and you can 
forget about software mixing, or software sample generation. 

Another reason my fMSX emulator port does not have sound. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


IRL: //Henk-Jan Ober |Support Engineer, C(++) 
programmer 
SMTP://tratax@pi.net Playstation Games Programmer 
HTTP: //www.htsa.hva.nl/~henkjan |Emulation And Computergraphics 
IRC://tratax Engineering student 
I do not speak for my employer ...... I have a mind of my own. 


There has been talk to write a Tracker player for the PSX. I can't see 
there being too many problems writing one that decodes the data and uses 
KeyOn/Off calls etc. to play the music. I will look into this issue 
further, but don't expect to see anything for a while.. 


Jason Page 
-—-MESSAGE FILE 15733 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000009 


——MESSAGE FILE 15734 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000010 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Attribute Definition Files 

Date: Wed, 23 Apr 1997 13:50:13 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 32 

Message-ID: <335E0585.DDD@interactive.sony.com> 

References: <01bc2846S$fa391d00$c793989e@fourny.demon.co.uk> <Olbc2a5f$db0c3000$c7939 
89e@fourny.demon.co.uk> <Olbc49feSfd3d38e0S$LocalHost@fred> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Enoch wrote: 

> 

> > Also I have another question. How do you make VAB files using lots of 
> VAGS 
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when you have to list all the VAGs on the command line of mkvab? You soon 
run out of command line space (about 120 characters, isnt it?) especially 
since you have to include the .vag suffix. Is it possible to list the vag 
files in another text file or even the attribute definition file?? 


V V V V V V 


Graeme 


I haven't really done any sound stuff yet but maybe you can use an .ARG 
file with that sound utility, a bit like with one of the graphics 
utilities. There is a good chance I'm wrong as I haven't tried it or 
anything but it's a suggestion anyway. (I haven't even used an ARG file with 
the graphics utility yet......:) 


Good Luck, and I hope you don't go crazy talking to yourself, 
Mike. 


P.S. The ARG file stuff is in the user guide I think. It may be worth a 
look if no-one else answers. 


VVVVVVVVVVVV VV VV VV V 


I am waiting for a reply/update from Japan about this. Some of the game 
developers are having the same problem and there is no info on using 
script files. Hopefully I will have a reply soon. When (if?!) I do, we 
will let you know.... 


Cheers, Jason 
—-MESSAGE FILE 15734 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000010 


—--MESSAGE FILE 15735 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000011 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.programming.sound 
Subject: VAG -» VAB 

Date: Tue, 06 May 1997 06:03:46 +0200 
Organization: Reptile Design 

Lines: 6 

Message-ID: <336EADA2.145E@reptile.no> 
Reply-To: rune.solberg@reptile.no 
NNTP-Posting-Host: arendal4-9.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Can anyone explain how I make my own VAB? I have plenty of VAG's, 


but don't know how to make that darn attribute file! :) Has anyone got 
an attribute file I can peek at? The manual is a bit unclear on this 
matter... 

Lars 


-—-MESSAGE FILE 15735 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000011 


--MESSAGE FILE 15736 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000012 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAG -» VAB 

Date: 6 May 1997 17:27:06 GMT 

Organization: froth kid 

Lines: 19 

Message-ID: <01bc58ed$15132180$c793989e@fourny.demon.co.uk> 
References: <336EADA2.145E@reptile.no> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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I struggled over this for ages. But the way to get an attribute file is to 
type 


mkvab -r std0O.vh -o <attrib file name> 


using the .vh file given in the psx\data\sound directory, not a .vab file 
after all ! 


hope this helps 
Grim 


PSX Pune on the way! Started on saturday and its playable already. May get 
held up a bit because of 'playtesting'. ALso the fact that PScomUtil wont 
download data files and MWBload dont work so the graphics are a bit crap 
and I cant put the samples in yet. Wish sony would finish the multitap 
libraries then I can have a full 6 players and throw a Pune party. 


—-MESSAGE FILE 15736 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000012 


—--MESSAGE FILE 15737 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: mkvab 

Date: 30 May 1997 10:13:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <5mm990$7d08@scea> 

NNTP-Posting-Host: vanc0O1lm02-63.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:35 scee.yaroze.programmi 
ng.sound:13 


O.k I got my vag's now I have to convert them to vab's. 


How in the world does mkvab work!...can someone give me a usage 
example..argh!!! these manuals are so damn useless sometimes!! 
Horrible Japanese to English conversion............ 


Latah.... 
George Bain 


--MESSAGE FILE 15737 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000013 


—--MESSAGE FILE 15738 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000014 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: mkvab 

Date: Fri, 30 May 1997 05:16:46 +0200 

Organization: Reptile Design 

Lines: 16 

Message-ID: <338E469E.6FAA@reptile.no> 

References: <5mm990$7d08@scea> 

Reply-To: lars.barstad@reptile.no 

NNTP-Posting-Host: grimstad2-7.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:36 scee.yaroze.programmi 
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ng.sound:14 


George Bain wrote: 

> 

> O.k I got my vag's now I have to convert them to vab's. 

> 

> How in the world does mkvab work!...can someone give me a usage 
> example..argh!!! these manuals are so damn useless sometimes!! 
> Horrible Japanese to English conversion............ 

> 

> Latah.... 

> 

> George Bain 


Check out the snddemo.zip (or whatever) on the SCEA site. It contains 
the examples you need 


Lars 
—-MESSAGE FILE 15738 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000014 


—--MESSAGE FILE 15739 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: mkvab 

Date: Sat, 31 May 1997 03:10:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: ՀՅՅՑՔ9577.6805920205.149.189.29» 

References: <5mm990$7d08@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:37 scee.yaroze.programmi 
ng.sound:15 


On 30 May 1997 10:13:52 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 


>O.k I got my vag's now I have to convert them to vab's. 

> 

>How in the world does mkvab work!...can someone give me a usage 
>example..argh!!! 


If you download my sound example from the SCEA demos area you'll find 
a DOS batch file called BUILDIT.BAT. There's an example of MKVAB.EXE 
in that file. 


> these manuals are so damn useless sometimes!! 
>Horrible Japanese to English conversion............ 


No, I've seen horrible documentation for a Console System before. This 
stuff is really pretty good. Especially the the new stuff posted in 
the Documentation area. 


Mario 


—-MESSAGE FILE 15739 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000015 


--MESSAGE FILE 15740 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000016 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 

Newsgroups: scee.yaroze.programming.sound 

Subject: CdPlay() Function 

Date: 19 Jun 1997 08:52:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0Olbc7c8£$5722d780Sd63261cb@beast> 
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NNTP-Posting-Host: d3-u22.wgtn.clear.net.nz 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 


We're having problems getting the CdPlay function to work reliably. 
It seems to function OK for some tracks but some won't play at all. 
There is no apparent pattern to the behaviour - some tracks on 
certain CD's refuse to play. 


Is anyone else having this problem? 
If so - how does it work? 


Cheers, 


Tyrone & Mario 
—-MESSAGE FILE 15740 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000016 


——MESSAGE FILE 15741 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000017 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: mkvab 

Date: Fri, 27 Jun 1997 10:17:02 GMT 

Organization: SN Systems 

Lines: 14 

Message-ID: <5p03p5S$fv52@chuka.playstation.co.uk> 

References: <5mm990$7d08@scea> <338f£9577.680592@205.149.189.29> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:46 scee.yaroze.programmi 
ng.sound:17 


On 30 May 1997 10:13:52 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 

> these manuals are so damn useless sometimes!! 

>Horrible Japanese to English conversion............ 


Considering what the professional developers posting on the parallel 
newsgroup think of the full library reference, George, I'd say you're 
luckier than you know ;=) 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 15741 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000017 


—--MESSAGE FILE 15742 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000018 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Pain in the... 

Date: Tue, 01 Jul 1997 11:27:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <33B8DB74.51136F58@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Well I guess it was my turn to play with the audio stuff last night. 
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Not exactly my idea of a fun night coding... oh well. 


Is there expected to be a manual addition soon describing how to create 
vab files? 
I managed to hack out a .def file from std0.vag but that was not really 
liberal with any useful information. 


Incidently I did notice that a .vag file is just the .vh and .vb files 
concatonated. Just "copy std0.vh/b+std0.vb/b std0.vag" 


One thing I would like to see is the file format for .seq .vh .vb .vab 
files, and clear descriptions of .def. 


Now what are programs and tones? These .def files have really confused 
the pants off me. :-) 


I finally managed to get something playing late last night (or was it 
early morning?, can't remember) that almost resembled the .xm I was 
trying to convert. Mind you I don't have the nerve to show it to the 
guy who wrote it yet, probably get a bit violent, because of what I've 
done to his tune.. :-) 


Also anyone have an .xm -» .mid converter that does more that four 
channels? or am I best off writing my own? .seq file format anyone? 
How about a .xm -> (.seq, .vh, .vb) converter? Should not be tricky 
with the format? Unless the sample compression method is a sony 
propriatory thing they closely guard. 


regards 

JiM 

-—-MESSAGE FILE 15742 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000018 


—--MESSAGE FILE 15743 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000019 

Path: chuka.playstation.co.uk!news 

From: Alain Malek <Alain.Malek@cryogen.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: timer for XM 

Date: Thu, 03 Jul 1997 11:51:45 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <33BB7631.6EE9B61Beécryogen. com> 

Reply-To: Alain.Malek@cryogen.com 

NNTP-Posting-Host: lsne-home-2-9.urbanet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hello, 


I'm planing to make an XM player for the Yaroze 
based on the Mikmod player. 
But I need to have a function called at regular time 
intervals. Moreover, I must be able to change the rate 
and also access the KeyOn/Off sound functions from 
within this timer routine. 
Is it possbile to use the Rent stuff for this ? 


Alain 
—-MESSAGE FILE 15743 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000019 


—-MESSAGE FILE 15744 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000020 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: timer for XM 
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Date: Thu, 03 Jul 1997 13:17:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <33BB9852.6700A1CA@micronetics.com> 
References: <33BB7631.6EE9B61Beécryogen. com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Alain Malek wrote: 


> I'm planing to make an XM player for the Yaroze 

> based on the Mikmod player. 

> But I need to have a function called at regular time 

> intervals. Moreover, I must be able to change the rate 
> 

> 

> 


and also access the KeyOn/Off sound functions from 
within this timer routine. 
Is it possbile to use the Rent stuff for this ? 


How about putting it in the VSyncCallBack? But you would get 

a different frequency depending on PAL or NISC. So then use the 

root counter inside the callback to see if an event is required at that 
time interval, then keyon/off etc.. 


This is all theory. But then doesn't every thing work in theory? 


I have been trying to play xm's by first converting them to midi, then 
on to seq. And stripping the instruments out and encoding them as vags. 
etc.... The results where very poor. 


I'm just about the start my own player, and just skip the .seq stuff. 


Jim 
—-MESSAGE FILE 15744 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000020 


——MESSAGE FILE 15745 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000021 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Which function Plays Sound effects? 
Date: Wed, 09 Jul 1997 02:59:09 -0700 
Organization: Cobra Developments 

Lines: 31 

Message-ID: <33C360ED.3922@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


I am at the Sound Effects Stage in my project. Although 
I have read all of the stuff on sound in the manuals, I still 
cannot play single sound effects, i.e. gunshots ect. 


This is the situation-: 

1. I have converted my *.wavs to *.vags. 

2. I have converted my *.vags to *.vab. 

3. I have split them into vb & vh data forms. 


4. I verified them by playing them in a simple *.seq 
via vabplay (can't you play them singly?) 


5. I have loaded them to SRAM via SsVabTransfer i.e. 
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From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Access to American sites 

Date: Mon, 23 Feb 1998 13:54:52 +0000 
Organization: I wish! 

Lines: 20 

Message-ID: <34F17FAC.7807@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


My apologies if this has been asked and resolved before... 


but what is the state with us having access to american sites, and 
them to ours? I've been told that Americans can access our european 
sites (not just a mirror, I assume) and yet we cannot access 
theirs. We do have their mirror site, but if there html code 

has an absolute URL to the scea server, then we is stuffed. I've 
had to email people about bits of code I want, but as I can' really 
handle attachments to my uni email account, I've got problems. 


Also, I got an Email from an American saying he couldn't see my 
site and would I email the code!! 


Is there a time delay between being registered for your home area 
pages, and then for the others, and do we have to specifically 
request access to American sites? 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 1677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00379 


-—-MESSAGE FILE 1678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000380 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Access to American sites 

Date: Mon, 23 Feb 1998 10:16:50 -0800 
Organization: 

Lines: 34 

Message-ID: <34F1BD12.A3C83152@netmagic.net> 
References: <34F17FAC.7807@mdx.ac.uk> 
Reply-To: tenchi@netmagic.net 
NNTP-Posting-Host: dhcp-e-39-245.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Robert Swan wrote: 
My apologies if this has been asked and resolved before... 


but what is the state with us having access to american sites, and 
them to ours? I've been told that Americans can access our european 
sites (not just a mirror, I assume) and yet we cannot access 
theirs. We do have their mirror site, but if there html code 

has an absolute URL to the scea server, then we is stuffed. I've 
had to email people about bits of code I want, but as I can' really 
handle attachments to my uni email account, I've got problems. 


Also, I got an Email from an American saying he couldn't see my 
site and would I email the code!! 


Is there a time delay between being registered for your home area 
pages, and then for the others, and do we have to specifically 
request access to American sites? 


VVVVVVVVVVVVV VV NN 
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status=SsVabTransfer ((u_char*) vh_address, (u_char*) vb_address,1,1); 
status returns 1 so its OK. 


6. Which function Plays Them as single sound effects? 


I played around with SsUtKeyOn() with no success, but I was confused 

as to certain parameters which needed to be passed. if this is the 
function which plays them could someone explain the parameters tone, 
note, fine? This problem is holding up my Development time as my demo is 
almost finished, ե £****ing good it is too. 


Thanks in Advance 


Cobra 
—-MESSAGE FILE 15745 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000021 


——MESSAGE FILE 15746 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000022 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Thu, 10 Jul 1997 10:17:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <33C4A88F.6A7@interactive.sony.com> 
References: <33C360ED.3922@cobradev.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


lin adams wrote: 


O 


am at the Sound Effects Stage in my project. Although 
I have read all of the stuff on sound in the manuals, I still 
cannot play single sound effects, i.e. gunshots ect. 


This is the situation-: 


1. I have converted my *.wavs to *.vags. 
2. I have converted my *.vags to *.vab. 
3. I have split them into vb & vh data forms. 


4. I verified them by playing them in a simple *.seq 
via vabplay (can't you play them singly?) 


5. I have loaded them to SRAM via SsVabTransfer i.e. 
status=SsVabTransfer ((u_char*)vh_address, (u_char*)vb_address,1,1); 
status returns 1 so its OK. 


6. Which function Plays Them as single sound effects? 


I played around with SsUtKeyOn() with no success, but I was confused 

as to certain parameters which needed to be passed. if this is the 
function which plays them could someone explain the parameters tone, 
note, fine? This problem is holding up my Development time as my demo is 
almost finished, ե £****ing good it is too. 


Thanks in Advance 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VO 


Cobra 
Yes it is SsUtKeyOn() that plays single notes. The parameters are: 


short vabld, the VAB number as returned by SsVabTransfer (this will be 
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the variable 'status' in your case). 

short prog, the program number, this is where it starts to get 

confusing. Your VAB is broken down into sections called programs and 

each of the programs contains tones. 

short tone, the tone number, the tone is contained within a program. 

short note, this is the actual note to play, I believe 60 is middle C. 

short fine, this adds fine pitch detail to the note playing. 


short voll, left volume. 


short volr, right volume. 


So program and tone just tell you where in the VAB your sound is, while 
note and fine do the actual sound. 


Your call to SsUtKeyOn should look something like this, 
voice = SsUtKeyOn (status, 0, 0, 60, 0, 127,127); 
This should play the first sound, middle C. 


Hope this helps, if not I'll knock up a bit of code. 


Stuart 
—-MESSAGE FILE 15746 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000022 


——MESSAGE FILE 15747 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000023 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Auto .MID file conversion available? 

Date: Sun, 13 Jul 1997 20:47:37 -0500 

Organization: (no organization) 

Lines: 22 

Message-ID: <33C98539.2CD2@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I've taken a number of very good-sounding .MID files from the Internet, 
and tried converting them to the Yaroze format, using the standard 
SMF2SEQ.EXE and using the STDO.* files from the boot CD, but the 
results sound awful. You can *kind of* tell that the song is still 
there, if you know what to listen for! 


I seem to remember reading that the drum tracks need to be remapped. 


Does anyone have a good tool that automatically takes an already 
decent sounding General MIDI file, and auto-convert it to the Yaroze 
-SEQ format, automagically remapping the drum tracks and doing 
whatever else is needed to get the .SEQ to sound decent? 


If not, I'll offer it up as a suggestion to someone who is looking 
for a good Yaroze-support project! :-) 


There are a *ton* of great .MID files out there, and I'd like to just 
‘import' them into my Yaroze programs, without mich thought to manually 
remapping drum-tracks, etc. 


Thanks for any leads or tips, 

Ed Federmeyer 

—-MESSAGE FILE 15747 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000023 
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——MESSAGE FILE 15748 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Sun, 13 Jul 1997 22:42:19 -0500 

Organization: SCEA Net Yaroze News 

Lines: 89 

Message-ID: <33C9A01B.1351@dfwmm.net> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
NNTP-Posting-Host: 53-00-dal.dfwmm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

CC: scea.yaroze.programming.sound 


Hello, I am in the same boat as colin adams. I too have done everything 
that colin has, including trying to us the SsUtKeyOn command as 
specified below by Stuart (SsUtKeyOn(status, 0, 0, 60, 0, 127,127);). 


But still, we have no sound. SsUtKeyOn returns 0, which indicates a 
voice number was assigned successfully, but there is no sound from the 
t.v. 1 am not sure what the problem is, any ideas? 


Another question: Why does note/pitch have to be specified for a sound 
effect, i.e. a wave file (vag in vab) of a gunshot, for example? In 
other words, how does the note parameter have any bearing on the way a 
gunshot sound will be heard? I guess this is wear the major confusion 
lays. 


Could you please let me know where I am going wrong? 
Thanks much! 


Dave 
krampitz@dfwmm.net 


loper Support wrote: 

lin adams wrote: 

am at the Sound Effects Stage in my project. Although 

I have read all of the stuff on sound in the manuals, I still 


cannot play single sound effects, i.e. gunshots ect. 


This is the situation-: 


1. I have converted my *.wavs to *.vags. 
2. I have converted my *.vags to *.vab. 
I have split them into vb & vh data forms. 


4. I verified them by playing them in a simple ".56զ 
via vabplay (can't you play them singly?) 


5. I have loaded them to SRAM via SsVabTransfer i.e. 
status=SsVabTransfer ((u_char*) vh_address, (u_char*) vb_address,1,1); 
status returns 1 so its OK. 


6. Which function Plays Them as single sound effects? 


I played around with SsUtKeyOn() with no success, but I was confused 

as to certain parameters which needed to be passed. if this is the 
function which plays them could someone explain the parameters tone, 
note, fine? This problem is holding up my Development time as my demo is 
almost finished, ե £****ing good it is too. 


ԱՆԱՆ a YA N ON ee YP V NO VE S ESC YNN VAEN a 
ԱԱ ԱԱ SO O 0 uD as rene eee ae ea 3 
ա 
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Thanks in Advance 


V V V V 


Cobra 
Yes it is SsUtKeyOn() that plays single notes. The parameters are: 


short vabld, the VAB number as returned by SsVabTransfer (this will be 
the variable 'status' in your case). 


short prog, the program number, this is where it starts to det 
confusing. Your VAB is Dbroken down into sections called programs and 
each of the programs contains tones. 

short tone, the tone number, the tone is contained within a program. 
short note, this is the actual note to play, I believe 60 is middle C. 
short fine, this adds fine pitch detail to the note playing. 


short voll, left volume. 


short volr, right volume. 


So program and tone just tell you where in the VAB your sound is, while 
note and fine do the actual sound. 


Your call to SsUtKeyOn should look something like this, 
voice = SsUtKeyOn (status, 0, 0, 60, 0, 127,127); 
This should play the first sound, middle C. 


Hope this helps, if not I'll knock up a bit of code. 


VVVVVVVVVVVV VV NONE SUMO MONO VV VV VV VV ONN AA VV 


Stuart 
—-MESSAGE FILE 15748 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000024 


--MESSAGE FILE 15749 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000025 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: MOD player 

Date: Sun, 31 Aug 1997 16:01:38 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <3408ECA2.D5D11A95@ibm.net> 

NNTP-Posting-Host: slip202-135-86-122.ak.nz.ibm.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi all, 


I've had my Yaroze for about 2 months and work has *just* started to 
—-MESSAGE FILE 15749 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000025 


--MESSAGE FILE 15750 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000026 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MOD player 

Date: Wed, 03 Sep 1997 10:45:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <340D31C1.6FA4@interactive.sony.com> 
References: <3408ECA2.D5D11A95@ibm.net> 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Russell wrote: 

> 

> Hi all, 

> 

> I've had my Yaroze for about 2 months and work has *just* started to 

—-MESSAGE FILE 15750 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000026 


——MESSAGE FILE 15751 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000027 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MOD player 

Date: Thu, 04 Sep 1997 14:36:20 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 113 

Message-ID: <340E1EA4.7A5F@peace.co.nz> 

References: <3408ECA2.D5D11A95@ibm.net> <340D31C1.6FA4@interactive.sony.com> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Developer Support wrote: 
James Russell wrote: 


1) I'm totally confused by the VAB format. From what the manual tells 
me, a VAB contains the sound samples and up to 128 programs, each with 
up to 16 sound tone lists. 

So - What the heck is a program? 

And after someone comes up with the answer to that: 

What the heck is a tone? 
What's with these sound tone lists? 
How can we edit what programs/lists go into a VAB? 


2) I may be going down the same dead end as a couple of other people 
here - converting a MOD into a MIDI file format, then playing that. 
Although I don't know much about MIDI, I was under the assumption that 
it would be possible to map a track (from 0-15) to a sample. This was 
you'd have 16 MIDI tracks (1 for each sample in a 16 sample MOD) and all 
would be Kool & The Gang. But I can't find any documentation on how to 
do this. Also, how does MIDI integrate with the 24 voices on the SPU? 


VVVVVVVVVVVVVV VV VV 


Example: 


A PROG is, say, a piano. You could use 4 samples, one for each octave, to create 
a piano playing over 4 octaves. Each of these samples would be a seperate TONE 
in the PROG. Each TONE can be set to respond to certain key ranges over 

the keyboard (cl-bl, c2-b2, c3-b3, c4-b4....or what ever). TONES can 

also have different ADSR settings. So you could point each tone at the 

same sample, but have different release rates for each one. Basically, 

TONES are used for MIDI music where multi sampling is necessary (or a 

drum layout - each key being a different drum) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Thanks! I wish this stuff was in the manuals... 


Oh wait - I just downloaded the versions on the web - They contain 
heaps more info that the ones I have at home don't have. 


That's what I need to know in order to play a sample as used in XM/MOD. 
Maybe some of the commands in the MOD file could use multiple Tones to get 
better effects. 
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> When you set a program number in MIDI, it uses the PROG number to play 
> that sound. 


So to clarify: 


If I have a MIDI file in SMF-1 format, with 2 tracks (each track is one 
instrument) I would have TWO Programs: 

Program 0 would map to the Midi Track 0 (Instrument 0), 

Program 1 would map to the Midi Track 1 (Instrument 0). 


When I play the SEQ file (made from the SMF-1 file) on my PSX, and 
the SMF file sez "Play Note C, octave 4 on Instrument 1", what's 
happening in the PSX is: 


o The note "C-4" is converted to a Note number (60 ?) 

o The PSX looks up Program 1 (which holds Instrument 1) 
which holds a number of tones. 

o Each Tone in Program 1 which has a range that contains the "C-4" note 
(i.e. range_min <= 60 <= range_max) should be played. 

o For each such tone, look up the VAG associated with it, and play 
that VAG with the settings described in that Tone and Program 1. 


Now this sounds right (although I'm not sure) but my biggest problem with it 
is that it requires the use of a waveform (the VAG, or sound sample), and 
I was under the impression that MIDI didn't HAVE to have sound samples. 


So: 
1) How are the VAG numbers in the tone used? 


2) When the PSX emits sound, are there ** 2 ** possible sources, the CD player and 
the sound samples in the SPU memory, 
OR are there ** 3 ** possible sources, the CD player, the sound samples in 
SPU memory and real-time generated MIDI instruments? 


I ask this because at the end of the manual it sez: 
"Sampled waveform data can be used in the same way as MIDI waveform data. For more 
information, see the Yaroze web site." 


What exactly is this supposed to mean? MIDI can use sampled sounds? Or by 'waveform' 
do they mean ADSR and so on? 


I know this doesn't really relate to the XM player so much, but I'd sure like to 
know. 


And please, if you understand what the manual means when it sez: 

"The following items are included from 'control change': 

data entry (6) 

panpot (10) 

nprn (98,99) " 

What are these things? MIDI events? What are the numbers then? Event numbers? 


> Tracker to MIDI have problems with pitchbend though, so I would do it 
> under Vsync if I were you. 


Sounds like the plan. 


Ta 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64 (9) 3730401 


Why do they put expiration dates on sour cream? 
—-MESSAGE FILE 15751 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000027 


——MESSAGE FILE 15752 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000028 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Thu, 04 Sep 1997 15:04:07 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 57 

Message-ID: <340E2527.28D9@peace.co.nz> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A01B.1351@dfwmm.net> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Mr. Dave Krampitz wrote: 

> 

> But still, we have no sound. SsUtKeyOn returns 0, which indicates a 

> voice number was assigned successfully, but there is no sound from the 
> t.v. I am not sure what the problem is, any ideas? 


Main volume set to (127,127)? If not, you won't hear anything. 


Another question: Why does note/pitch have to be specified for a sound 
effect, i.e. a wave file (vag in vab) of a gunshot, for example? In 
other words, how does the note parameter have any bearing on the way a 
gunshot sound will be heard? I guess this is wear the major confusion 
lays. 


VV V V V 


If I'm interpreting your question correctly, you seem to be under the 
impression that if you sample a sound (a gunshot) at 44.1 Khz and 
that lasts 2 seconds which means approx 160 kilobytes in mono, then 
1f you play it Dback, it should sound the same, and take the same 
length of time, and that every time you play it back it sounds the 
same. 


BUT 


When you specify a note, it's really just a number that sez to the SPU 
how fast to play back your sound data. Middle C (Note number 60) on the 
PSX is the equivalent to 44.1Khz sampled sound playback, so when you 

play back any sound sampled at 44.1Khz at Middle C, it sounds normal, 
because Middle C sez "Play the sound data back at 44.1 Khz". 


If you played back a sound sampled at 22.05 Khz at Middle C, it would 
sound one octave up and play TWICE as fast, because you're really saying 
"Play back this sound which was sampled every 1/22050 seconds as if it 
was sampled every 1/44100 seconds" 


It's exactly like records. Your sample was sampled at 44.1Khz (a 45 rpm 
record), but you have the ability to play it back at at any rate (33 rpm 
or 78 rpm). It will sound wierd at those speeds, but maybe that's what 
you 

want. The 'Note' number is just like the RPM setting on a record player. 


Most sound effects don't need this ability - there's no need to play 
back 

a 45 rpm record at any other speed. But for music players, it's good, 
because you can sample one note of an instrument (say, a piano) and use 
the same sample for other notes too. 


Cheers, 


J. 
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==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Your Mama's armpits are so hairy, it looks like she's got Don King ina 

headlock. 

—-MESSAGE FILE 15752 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000028 


--MESSAGE FILE 15753 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000029 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: Pain in the... 

Date: Thu, 04 Sep 1997 15:44:16 +1200 
Organization: Peace Computers NZ Ltd 

Lines: 35 

Message-ID: <340E2E90.388F@peace.co.nz> 
References: <33B8DB74.51136F58@micronetics.com> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Jim wrote: 
> 


> Is there expected to be a manual addition soon describing how to create 
> vab files? 


There's more in the User Guide that's downloadable here than there was 
in 

the manuals I received - I saw enough info to use mkvab well now using 
def_files. 


> Now what are programs and tones? These .def files have really confused 
> the pants off me. :-) 


See the thread MOD player in this newsgroup for an explanation. 


> Also anyone have an .xm -» .mid converter that does more that four 
> channels? or am I best off writing my own? .seq file format anyone? 


XM -» Midi -» Seq? 
I was going to try this, but I'm not sure how SEQ integrates with VAGs. 
Plus, XM has > 16 tracks, whereas MIDI can only handle 16. 


Not sure how MIDI takes up the 24 voices either. 


We really need the equivalent of the Amiga Hardware Reference manual :0) 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


A tree falls. Hits Milli Vanilli. Someone else screams. 
—-MESSAGE FILE 15753 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000029 


—-MESSAGE FILE 15754 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000030 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MOD player 

Date: Thu, 04 Sep 1997 08:14:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 95 

Message-ID: <340E5FCF.1386@interactive.sony.com> 

References: <3408ECA2.D5D11A95@ibm.net> <340D31C1.6FA4@interactive.sony.com> <340E1E 
A4.7A5F@peace.co.nz> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Russell wrote: 

So to clarify: 

If I have a MIDI file in SMF-1 format, with 2 tracks (each track is one 
instrument) I would have TWO Programs: 


Program 0 would map to the Midi Track 0 (Instrument 0), 
Program 1 would map to the Midi Track 1 (Instrument 0). 


When I play the SEQ file (made from the SMF-1 file) on my PSX, and 
the SMF file sez "Play Note C, octave 4 on Instrument 1", what's 
happening in the PSX is: 


o The note "C-4" is converted to a Note number (60 ?) 

o The PSX looks up Program 1 (which holds Instrument 1) 
which holds a number of tones. 

o Each Tone in Program 1 which has a range that contains the "C-4" note 
(i.e. range_min <= 60 <= range_max) should be played. 

o For each such tone, look up the VAG associated with it, and play 
that VAG with the settings described in that Tone and Program 1. 


VVVVVVVVVVVV VV VV VV V 


That's almost right, but midi contains program change messages, so a 
midi track could be using program 1 at first, then switch to program 2 
later. 


Now this sounds right (although I'm not sure) but my biggest problem with it 
is that it requires the use of a waveform (the VAG, or sound sample), and 
I was under the impression that MIDI didn't HAVE to have sound samples. 


MIDI is just a way of controlling a musical instrument, it effectively 
records all of the key presses from a synth or master keyboard. In this 
case the Playstation plays back the midi note using sampled instruments 
( in a VAB file ) 


> So: 
> 1) How are the VAG numbers in the tone used? 
> 


Vag numbers correspond to midi programs 


2) When the PSX emits sound, are there ** 2 ** possible sources, the CD player an 


OR are there ** 3 ** possible sources, the CD player, the sound samples in 


> 
d 
> the sound samples in the SPU memory, 
> 
> SPU memory and real-time generated MIDI instruments? 
> 


2 sources... 


I ask this because at the end of the manual it sez: 
"Sampled waveform data can be used in the same way as MIDI waveform data. For more 
information, see the Yaroze web site." 


What exactly is this supposed to mean? MIDI can use sampled sounds? Or by 'wavefor 


Ա 


do they mean ADSR and so on? 


VVBVVVVV 


Oops, looks like an incredibly bad translation from Japanese; I think 
the gist of it is that you can use a VAB to provide instruments sounds 
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for MIDI seq's as well as individual sound effects ( for explosions etc 
) 

> I know this doesn't really relate to the XM player so much, but I'd sure like to 
> know. 

> 

> And please, if you understand what the manual means when it sez: 

> 

> "The following items are included from 'control change': 

> data entry (6) 

> panpot (10) 

2: 

Հ « 

> nprn(98,99) " 

> 

> What are these things? MIDI events? What are the numbers then? Event numbers? 
> 

They are midi control events ( The number is the controller code ) 

> > Tracker to MIDI have problems with pitchbend though, so I would do it 
> > under Vsync if I were you. 

> 

> Sounds like the plan. 

> 

> Ta 

> 

> J 

> 

> -- 

> ==PEACE COMPUTERS 

> ==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 

> 

> Why do they put expiration dates on sour cream? 


—-MESSAGE FILE 15754 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000030 


--MESSAGE FILE 15755 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000031 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MOD player 

Date: Fri, 05 Sep 1997 16:20:27 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 46 

Message-ID: <340F888B.237C@peace.co.nz> 

References: <3408ECA2.D5D11A95@ibm.net> <340D31C1.6FA4@interactive.sony.com> <340E1E 
A4.7A5F@peace.co.nz> <340E5FCF.1386@interactive.sony.com> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Developer Support wrote: 

> 

> That's almost right, but midi contains program change messages, so a 

> midi track could be using program 1 at first, then switch to program 2 
> later. 

> 


Done by some MIDI event, right? 
Now this sounds right (although I'm not sure) but my biggest problem with it 


> 

> is that it requires the use of a waveform (the VAG, or sound sample), and 
> I was under the impression that MIDI didn't HAVE to have sound samples. 
> 


MIDI is just a way of controlling a musical instrument, it effectively 
records all of the key presses from a synth or master keyboard. In this 
case the Playstation plays back the midi note using sampled instruments 


VVVVVVVV 


Net Yaroze newsgroups message dump.txt Page 1066 


> Robert Swan 
> rsl08@mdx.ac.uk 
> http://www.netyaroze-europe.com/~middex2 


I would like to know about this, too, since I have also received a 
request from a SCEE member who couldn't see the SCEA server. Լ wrote 
the e-mail address on the SCEE page to gain access 
(ps_yaroze@interactive.sony.com) but haven't heard anything back yet 
and it has been at least a week... 


Do the sysadmins between SCE[AEI] talk amongst themselves to swap 
info? 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00380 


—-MESSAGE FILE 1679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000381 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Speed Optimisation 

Date: Mon, 23 Feb 1998 19:56:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <34F1D481.5FFF@mdx.ac.uk> 
Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: dynws25.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


I've been mailed about speed optimisation and decided I didn't have a 
comprehensive answer. Obviously different games may implement different 
game specific optimisation and optimisation for speed will often be at 
the cost of space. However there should be a generic set of 
optimisations that should apply to the PSX and its libraries. Off the 
top of my head I came up with the following, probably wrong in part, and 
certainly incomplete suggestions. Can anybody add to it? 


— Set the stack to use the D-cache if possible (set scott evans' 
http://www.netyaroze-europe.com/~sevans/tech.htm scee page for a 
detailed account on this). 

- Reduce the number of polygons in models to the absolute 
minimum. 

- Make textures as small as possible. 

- Only draw the part of the world that is immediately visible 
(in 3D games). 

- Define small often called functions as macros wherever 
possible. 

- Use variables which are the same size as the registers (eg 
unsigned long) where ever possible. 

- Use lookup tables to replace calculations where calculations 
are expensive (eg: floating point, trig functions etc) 

- Otherwise avoid any floating point arithmetic. 

- Avoid texturing and shading models where unneccessary (in 3D 


games). 
- Clump functions that call each other together in the code in 
the hope that they get compiled contiguously in memory and they have 
more chance of being loaded into the cache together - (actually this is 
supersition, I haven't proved to myself that this works on the PSX). 
— Use bit shift operations for maths where possible. 


And its possible that some traditional optimisation techniques may be 
inappropriate: 
- eg: loop unrolling was a good optimisation on primitive 
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> ( in a VAB file ) 


Right, that clears up a whole lot of misinformation I had then. 
I guess it was caused by the SoundBlaster (and other PC cards) having 


MIDI 
support and channels, where the waveforms were generated in real-time. 


Right, so the plan seems to be: 


Use a MIDI SMF-1 file converted from the MOD to specify when each 
sample in the VAB should play, and at what note. 


Volumes and tempo could all be specified as MIDI events - But some 
people here have been having trouble with pitchbend. 


Hmmmm... Looks like the VSync option is the best. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


So simple, a child could do it. (Child sold separately) 
—-MESSAGE FILE 15755 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000031 


--MESSAGE FILE 15756 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000032 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Windows tool for smf2seq 

Date: 9 Sep 1997 08:21:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olbcbcfb$21126c80$5fe52ac2@ira-rainey> 

NNTP-Posting-Host: dialup-05-31.netcomuk.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:86 scee.yaroze.programmi 
ng.sound: 32 


I have written a Win 95 front end for the midi conversion tool smf2seq, and 
have stashed it in my ftp area (under tools/win95). 


That's it really, let me know what you think 
Ira 


http://www.playstation.co.uk/~shadow 
—-MESSAGE FILE 15756 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000032 


——MESSAGE FILE 15757 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 
Subject: Re: Windows tool for smf2seq 

Date: 10 Sep 1997 08:57:42 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <0Olbcbhdc8S45fdc8a0S109f22cf@SmarttNet.smartt.com> 
References: <Olbcbcfb$21126c80S5fe52ac2@ira-rainey> 

NNTP-Posting-Host: vict-—mx0100303.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:87 scee.yaroze.programmi 
ng.sound: 33 


I figure other people may ask this, so I'll be public about it. I 
downloaded the tool, set it up correctly, gave it the path where my 
SMF2SEQ.EXE file is (on my machine it's in F:\PSX\BIN) and when I try to 
convert a sample it says "Can't find SMF2SEQ.EXE" What's up? I'm absolutely 
positive it's pointing to the right directory. 


Thanks for any help! 
-Chris B 


Ira Rainey <ira@netcomuk.co.uk> wrote in article 
<Olbcbcfb$21126c80S5fe52ac2@ira-rainey>... 

> I have written a Win 95 front end for the midi conversion tool smf2seq, 
and 

have stashed it in my ftp area (under tools/win95). 


v 


That's it really, let me know what you think 
Ira 


http://www.playstation.co.uk/~shadow 


VVVVVVV 


—-MESSAGE FILE 15757 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000033 


—-MESSAGE FILE 15758 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000034 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Windows tool for smf2seq 

Date: 10 Sep 1997 09:23:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01lbcbdcd$192483a0S43e52ac2@ira-rainey> 

References: <Olbcbcfb$21126c80S5fe52ac2@ira-rainey> <Olbcbdc8$45fdc8a0$109f22cfe@Smar 
ttNet.smartt.com> 

NNTP-Posting-Host: dialup-05-03.netcomuk.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:88 scee.yaroze.programmi 
ng.sound: 34 


Off the top of my head, I don't know. It works fine here. 
I guess you haven't renamed the file or anything? 
Does the location in the options box take you to the correct directory ? 


You could try moving the file and then re-locating the folder in the 
options box, although it shouldn't make any difference. 


Anyone else having trouble with this, or has anyone else got it working? 
Ira 


Chris Blackwell <bespeed@smartt.com> wrote in article 
<Olbchdc8$45fdc8a0$109f22cfe@SmarttNet.smartt.com>... 

> I figure other people may ask this, so I'll be public about it. I 

> downloaded the tool, set it up correctly, gave it the path where my 

> SMF2SEQ.EXE file is (on my machine it's in F:\PSX\BIN) and when I try to 
> convert a sample it says "Can't find SMF2SEQ.EXE" What's up? I'm 
absolutely 

> positive it's pointing to the right directory. 


Thanks for any help! 


-Chris B 


V V V V V V 


Ira Rainey <ira@netcomuk.co.uk> wrote in article 
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<Olbcbcfb$21126c80S5fe52ac2@ira-rainey>... 

> I have written a Win 95 front end for the midi conversion tool smf2seq, 
and 

have stashed it in my ftp area (under tools/win95). 


v 


That's it really, let me know what you think 
Ira 


http://www.playstation.co.uk/~shadow 


VVVVVVVVVV VV 
VV V V V V V 


--MESSAGE FILE 15758 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000034 


——MESSAGE FILE 15759 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000035 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: MID2SEQ - Latest Update 

Date: 10 Sep 1997 11:08:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <Olbcbddb$b48f29e0$44e42ac2@ira-rainey> 

NNTP-Posting-Host: dialup-—01-04.netcomuk.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:89 scee.yaroze.programmi 
ng.sound:35 


With reference to all previous posts on this matter, I have identified the 
problem in the code and have rectified it (I think it can be attributed to 
the Friday afternoon code gremlin). It was something to do with changing 
the drive when calling the progarm, and the fact that it didn't. It worked 
here because I any had my copy of SMF2SEQ on my c: drive. 


If anyone has already downloaded it then just uninstall the program using 
the Win95 add/remove program feature and download and install the new 
version. 


Sorry about that folks, have fun using it. 
Any other probs, don't hesitate to call me an idiot! 


Ira 
—-MESSAGE FILE 15759 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000035 


—--MESSAGE FILE 15760 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000036 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: SIOCons: WAR / WAW 

Date: Sun, 28 Sep 1997 11:16:59 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <342E82FB.5B65@uiuc.edu> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: archbald-34.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:90 scee.yaroze.programmi 
ng.sound: 36 


I was looking through the SIOCons manual in the Yellow yaroze manual, 
and I see that the commands WAW / WAR are used for transferring the 
contents of the sound buffer to / from main memory. The docs don't say 
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WHERE in memory the data gets put / read. Anybody know? 


Also, I saw awhile ago that someone (from SCEE?) had developed a module 
which allowed one to transfer the sound buffer then plot the output 
(which is exactly what I'm wanteing to do) -- anyone know who that 
person was so I can email them? 


Thanks! 

Mark Jawad 

—-MESSAGE FILE 15760 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000036 


--MESSAGE FILE 15761 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000037 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: SIOCons: WAR / WAW 

Date: Mon, 29 Sep 1997 09:56:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <342F6D27.756A08D9@micronetics.com> 

References: <342E82FB.5B65@uiuc.edu> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:91 scee.yaroze.programmi 
ng.sound: 37 


Mark Jawad wrote: 


I was looking through the SIOCons manual in the Yellow yaroze manual, 
and I see that the commands WAW / WAR are used for transferring the 
contents of the sound buffer to / from main memory. The docs don't say 
WHERE in memory the data gets put / read. Anybody know? 


VV V V V V 


Do "? all" in siocons there is a whole scad of help there. 
It will also tell you how to use WAW/WAR commands. 


-Jim 
--MESSAGE FILE 15761 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000037 


——MESSAGE FILE 15762 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000038 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Now available for PC - Vabtool 

Date: Tue, 14 Oct 1997 11:31:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <61vib9Se3p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Available now, 
http: //www.netyaroze-europe.com/yaroze/ftp/comp/sndtools/vabtools.zip 


—-MESSAGE FILE 15762 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000038 


—--MESSAGE FILE 15763 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 
Subject: Re: SIOCons: WAR / WAW 

Date: Wed, 15 Oct 1997 15:42:54 -0500 

Organization: Student at the University Of Illinois 

Lines: 9 

Message-ID: <34452ACE.793C@uiuc.edu> 

References: <342E82FB.5B65@uiuc.edu> <342F6D27.756A08D9@micronetics.com> 
Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: rochester-87.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:94 scee.yaroze.programmi 
ng.sound: 39 


Jim wrote: 


> 

> Do "? all" in siocons there is a whole scad of help there. 
> It will also tell you how to use WAW/WAR commands. 

> 

> -Jim 


Thanks. I was doing a "? WAW" and it wasn't telling me too much. 

-Mark 

--MESSAGE FILE 15763 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000039 


——MESSAGE FILE 15764 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: MIDI conversion question. 

Date: Thu, 16 Oct 1997 23:27:36 -0500 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <3446E938.62CF@dfwmm.net> 

NNTP-Posting-Host: 44-00-dal.123net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:98 scee.yaroze.programmi 
ng.sound: 40 


Hello, 
I have a question for all you MIDI experts out there. 


I had made a cheesy background game song using General MIDI with 

Cakewalk, with track 1 being percussion (Channel 10 Patch 97) and track 

—-MESSAGE FILE 15764 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000040 


——MESSAGE FILE 15765 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 
Subject: Re: MIDI conversion question. 

Date: Mon, 20 Oct 1997 15:29:05 -0700 

Organization: Sony Computer Entertainment America 

Lines: 96 

Message-ID: <344BDB1E.28C7@interactive.sony.com> 

References: <3446E938.62CF@dfwmm.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:100 scee.yaroze.programm 
ing.sound:41 


Mr. Dave Krampitz wrote: 


Hello, 


I had made a cheesy background game song using General MIDI with 

Cakewalk, with track 1 being percussion (Channel 10 Patch 97) and track 
-—-MESSAGE FILE 15765 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000041 


> 
> 
> 
> I have a question for all you MIDI experts out there. 
> 
> 
> 


——MESSAGE FILE 15766 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Tue, 21 Oct 1997 22:28:13 -0500 

Organization: (no organization) 

Lines: 32 

Message-ID: <344D72CD.36B8@charlie.cns.iit.edu> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:101 scee.yaroze.programm 
ing.sound: 42 


Stan Weaver wrote: 


Mr. Dave Krampitz wrote: 

> 2. Why is the MIDI file distorted so badly by SMF2SEQ/SEQPLAY or am I 
> doing something wrong? 

> 

2) The MIDI file should not be distorted at all. What I think may be 
the problem is that you're not specifying the appropriate programs at 
the beginning of each track (i.e. program change ##). I'm assuming that 
you're using the General MIDI VAB provided with NY. Is this true? If 
you look at my posting of 6/18/97 titled, "Re:<long>STDO Sound Map", you 
will see a list of all of the programs in the GM VAB. 


VVVVVVVVV VV 


I have this problem as well. I've downloaded *many* MIDI files 
from the various MIDI sites on the Internet, played them on my 
PC and they sounded great! Then, I convert them using the 

Net Yaroze tools, and download them and play them on the NY, and 
they sound *terrible*. 


I understand there is some kind of conversion you need to do, somehow 
remapping the drum track differently. There is an old post here 
that breifly describes what needs to be done. 


I used to be really into MIDI, but now-a-days, I'd much prefer to 
spend the time programming rather than hand-transcribing drum 
tracks. Bleh. 


Does anyone have a tool (A nice DOS command line tool!??!) that 
automagically does *all* the needed conversion of the original 
-MID file into NY formats? 


Ed Federmeyer 
—-MESSAGE FILE 15766 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000042 
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--MESSAGE FILE 15767 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000043 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Wed, 22 Oct 1997 22:50:24 -0500 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <344EC980.157A@dfwmm.net> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> 
NNTP-Posting-Host: 12-00-dal.123net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:102 scee.yaroze.programm 
ing.sound: 43 


Hey Stan, 


thanks for your reply. 


2) The MIDI file should not be distorted at all. What I think may be 
the problem is that you're not specifying the appropriate programs at 
the beginning of each track (i.e. program change ##). I'm assuming that 
you're using the General MIDI VAB provided with NY. Is this true? If 
you look at my posting of 6/18/97 titled, "Re:<long>STDO Sound Map", you 
will see a list of all of the programs in the GM VAB. 


VVVVVVV 


Could you please repost the Sound Mapping info or send it to me at 
krampitz@dfwmm.net? 


It is not available any longer on my news server. 
Thanks. 


Dave 
—-MESSAGE FILE 15767 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000043 


--MESSAGE FILE 15768 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Thu, 23 Oct 1997 04:10:38 GMT 

Organization: SCEA News Server 

Lines: 195 

Message-ID: <344ecdd4.24414122@205.149.189.29> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> <344EC980 
.157A@dfwmm.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:103 scee.yaroze.programm 
ing.sound:44 


On Wed, 22 Oct 1997 22:50:24 -0500, "Mr. Dave Krampitz" 
<krampitz@dfwmm.net> wrote: 


>Hey Stan, 

> 

>thanks for your reply. 

> 

>[snip] 

> 

>Could you please repost the Sound Mapping info or send it to me at 
>krampitz@dfwmm.net? 
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> 


>It is not available any longer on my news server. 


> 


Dave, 


I think this is what you're looking for. 


Mario 


TABLE 1 - General MIDI Instrument Patch Map 


(groups sounds into sixteen families, 
Prog# Instrument Prog# 
(1-8 PIANO) (9-16 
1 Acoustic Grand 9 
2 Bright Acoustic 10 
3 Electric Grand 1 
4 Honky-Tonk 12 
5 Electric Piano 1 13 
6 Electric Piano 2 14 
7 Harpsichord 15 
8 Clav 16 
(17-24 ORGAN) 
17 Drawbar Organ 25 
18 Percussive Organ 26 
19 Rock Organ 27 
20 Church Organ 28 
21 Reed Organ 29 
22 Accoridan 30 
23 Harmonica 31 
24 Tango Accordian 32 
(33-40 BASS) 
33 Acoustic Bass 41 
34 Electric Bass (finger) 42 
35 Electric Bass (pick) 43 
36 Fretless Bass 44 
37 Slap Bass 1 45 
38 Slap Bass 2 46 
39 Synth Bass 1 47 
40 Synth Bass 2 48 
(49-56 ENSEMBLE) 
49 String Ensemble 1 57 
50 String Ensemble 2 58 
51 SynthStrings 59 
52 SynthStrings 2 60 
53 Choir Aahs 61 
54 Voice Oohs 62 
55 Synth Voice 63 
56 Orchestra Hit 64 
(65-72 REED) 
65 Soprano Sax 73 
66 Alto Sax 74 
67 Tenor Sax Բջ 
68 Baritone Sax 76 
69 Oboe 77 
70 English Horn 78 
AE Bassoon 79 
72 Clarinet 80 
(81-88 SYNTH LEAD) 
81 Lead 1 (square) 89 
82 Lead 2 (sawtooth) 90 
83 Lead 3 (calliope) 91 


(25-32 


w/8 instruments in each family) 


Instrument 


CHROM PERCUSSION) 
Celesta 
Glockenspiel 
Music Box 
Vibraphone 
Marimba 
Xylophone 
Tubular Bells 
Dulcimer 


GUITAR) 
Acoustic Guitar 
Acoustic Guitar 
Electric Guitar (jazz) 
Electric Guitar (clean) 
Electric Guitar (muted) 
Overdriven Guitar 
Distortion Guitar 
Guitar Harmonics 


nylon) 
steel) 


anana 


(41-48 STRINGS) 
Violin 
Viola 
Cello 
Contrabass 


an 


[Tremolo Strings 
Pizzicato Strings 
Orchestral Strings 


եռ 


Timpani 


(57-64 
Trumpet 
Trombone 
Tuba 
Muted Trumpet 
French Horn 
Brass Section 
SynthBrass 1 
SynthBrass 2 


BRASS) 


(73-80 
Piccolo 
Flute 
Recorder 
Pan Flute 
Blown Bottle 
Skakuhachi 
Whistle 
Ocarina 


PIPE) 


(89-96 SYNTH PAD) 
Pad 1 (new age) 

Pad 2 (warm) 

Pad 3 (polysynth) 
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84 Lead 4 (chiff) 

85 Lead 5 (charang) 

86 Lead 6 (voice) 

87 Lead 7 (fifths) 

88 Lead 8 (basst+lead) 

(97-104 SYNTH EFFECTS) 

97 FX 1 (rain) 
98 FX 2 (soundtrack) 
99 FX 3 (crystal) 

100 FX 4 (atmosphere) 

101 FX 5 (brightness) 

102 FX 6 (goblins) 

103 FX 7 (echoes) 

104 FX 8 (sci-fi) 

(113-120 PERCUSSIVE) 

EFFECTS) 

113 Tinkle Bell 

114 Agogo 

115 Steel Drums 

116 Woodblock 

117 Taiko Drum 

118 Melodic Tom 

119 Synth Drum 

120 Reverse Cymbal 


TABLE 2 - General MIDI Percussion Key Map 


Pad 
Pad 
Pad 
Pad 
Pad 


ՓԾՓ-ՎՓ(ՈԽՔԻ 


(105-112 


Sitar 
Banjo 


Koto 


(choir) 
(bowed) 
(metallic) 
( 

( 


ETHNIC) 


Shamisen 


Kalimba 


Bagpipe 


Fiddle 
Shanai 


(121-128 


Guitar 
Breath 


SOUND 


Fret Noise 
Noise 


Seashore 

Bird Tweet 
Telephone Ring 
Helicopter 


Applause 
Gunshot 


(assigns drum sounds to note numbers. MIDI Channel 10 is for 


percussion) 

MIDI Drum Sound MIDI Drum Sound 
Key Key 

35 Acoustic Bass Drum 59 Ride Cymbal 2 
36 Bass Drum 1 60 Hi Bongo 

37 Side Stick 61 Low Bongo 

38 Acoustic Snare 62 Mute Hi Conga 
39 Hand Clap 63 Open Hi Conga 
40 Electric Snare 64 Low Conga 

41 Low Floor Tom 65 High Timbale 
42 Closed Hi-Hat 66 Low Timbale 
43 High Floor Tom 67 High Agogo 

44 Pedal Hi-Hat 68 Low Agogo 

45 Low Tom 69 Cabasa 

46 Open Hi-Hat 70 Maracas 

47 Low-Mid Tom 1 Short Whistle 
48 Hi-Mid Tom 72 Long Whistle 
49 Crash Cymbal 1 73 Short Guiro 
50 High Tom 74 Long Guiro 

51 Ride Cymbal 1 75 Claves 

52 Chinese Cymbal 76 Hi Wood Block 
53 Ride Bell ան Low Wood Block 
54 Tambourine 78 Mute Cuica 

55 Splash Cymbal 79 Open Cuica 

56 Cowbell 80 Mute Triangle 
57 Crash Cymbal 2 81 Open Triangle 
58 Vibraslap 

TABLE 3 - General MIDI minimum sound module specs 
Voices: 


A minimum of either 24 fully dynamically allocated voices 
available simultaneously for both melodic and percussive sounds or 16 
dynamically allocated voices for melody plus eight for 


percussion. 
Channels: 
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General MIDI mode supports all sixteen MIDI channels. Each 
channel can play a variable number of voices (polyphony). Each channel 

can play a different instrument (timbre). Keybased Percussion is 
always on Channel 10. 
Instruments: 

A minimum of sixteen different timbres playing various instrument 
sounds. A minimum of 128 preset for Intruments (MIDI program 

numbers). 
Note on/Note off: 

Octabe Registration: Middle C(C3) = MIDI key 60. All Voices 
including percussion respond to velocity. 


Controllers: 
Controller # Description 
1 Modulation 
7 Main Volume 
10 Pan 
11 Expression 
64 Sustain 
121 Reset All Controllers 
123 All Notes Off 
Registered Description 
Parameter # 
0 Pitch Bend Sensitivity 
1 Fine Tuning 
2 Coarse Tuning 


Additional Channel Messages: 
Channel Pressure (Aftertouch) 
Pitch Bend 
Power-Up Defaults: 
Pitch Bend Amount = 0 
Pitch Bend Sensitivity = +-2 semitones 
Volume = 90 
All Other Controllers = reset 


—-MESSAGE FILE 15768 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000044 


—-MESSAGE FILE 15769 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000045 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Fri, 24 Oct 1997 10:12:54 -0700 

Organization: Sony Computer Entertainment America 

Lines: 243 

Message-ID: <3450D713.815@interactive.sony.com> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> <344EC980 
.157A@dfwmm.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 5809FDE6C51" 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:107 scee.yaroze.programm 
ing.sound: 45 


This is a multi-part message in MIME format. 


5809FDE6C51 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Mr. Dave Krampitz wrote: 


> Could you please repost the Sound Mapping info or send it to me at 
> krampitz@dfwmm.net? 


Sure, no problem. Special thanks to Mario for his excellent post which 


Net Yaroze newsgroups message dump.txt Page 1067 
architectures but not neccessarily more modern ones. 


Peter. 


—-MESSAGE FILE 1679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00381 


—-MESSAGE FILE 1680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000382 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Mon, 23 Feb 1998 19:18:05 -0600 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34F21FCD.BCFD8F77@ix.netcom.com> 

References: <6cqracSasl@chuka.playstation.co.uk> 

NNTP-Posting-Host: dgr-il9-37.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:436 scee.yaroze.freetalk.english: 
382 


Mario Wynands wrote: 


Take a look at AirBob, another Japanese demo that has been upped in 
the past 
week. 


http: 
/www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 


VV V NV V V V V 


Looks more and more like we have a bit of catching up to do! 


I dunno. It seems like their sole advantage is that everyone has 
Lightwave 3D. 


Think about it. Everyone is using the same graphics package. All they 
needed was for one person to code an interface for Lightwave's motion 
system. The supposed "hard stuff", being a hierarchical system of 
object movement, being used now to crank out demo after Japanese demo, 
is based entierely around that kind of interface. 


For example, if everyone here used MOD files on a daily basis, a MOD to 
SEQ converter would have been coded ages ago. 


Manny Najera 


--MESSAGE FILE 1680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00382 


—-MESSAGE FILE 1681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000383 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Speed Optimisation 

Date: Mon, 23 Feb 1998 17:19:46 -0800 

Organization: 

Lines: 82 

Message-ID: <34F22032.A62E0C6C@netmagic.net> 

References: <34F1D481.5FFF@mdx.ac.uk> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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includes a lot of additional valuable information. I think you'll 
notice when looking over the attached doc that there are some 
differences, particularly with regard to percussion, and limitations 
compared to a professional, commercial-grade General MIDI synthesizer. 
However, like all other aspects of the process of creating a game for NY 
(or any other platform for that matter), the sound system has certain 
limitations. Time must be spent doing research, looking into possible 
solutions. That's what makes it interesting! And what is more, often 
times it's the very limitations that plague you at first which turn out 
to be your greatest allies in the discovery and creation process. Լ'11 
get off my soapbox now. And, I'm by no means directing this to you 
alone Dave, it's meant as a general encouragement to anyone who may be 
stopping by this group. 


Oh, BIW, Roy Glover's post yesterday succinctly and accurately states 
how to work with the percussion in the GM VAB. You may need to make 
some adjustments to get the right sounds playing with the intended 
key-ons, but with both the GM mapping and the STDO mapping, you should 
be able to figure that out. 


> It is not available any longer on my news server. 
Your news server is my news server. Have you tried selecting something 
like "Show all messages" in the Options menu of your reader? I don't 


know which reader your using, but generally there's a way to see all of 
the messages in any group. 


Well, hope I've been of assistance. 


All the best, 


Stan 


Stan Weaver 

Audio Tools Technician 
Technical Support 

SCEA 


5809FDE6C51 
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Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 


535744"; name="STDO.VAB" 
Content-Transfer-Encoding: 7bit 
Content—Description: Microsoft Word Document 
Content—Disposition: inline; filename="STDO.VAB" 


The VAB layout follows the General MIDI protocol. 


0 - AcGrandPno 

1 - BrtAcPiano (-0) 
2 - Elec Grand (-0) 
3 - Honky-Tonk (-0) 
4 - E.Piano 1 

5 - E.Piano 2 (=4) 
6 - Harpsichrd 

7 — Clavinet (=6) 


8 - Celesta 
9 — Glockenspl 


10 — Music Box (=8) 
11 - Vibraphone 

12 - Marimba 

13 - Xylophone 

14 — TubularBel (=9) 
15 - Dulcimer 

16 - DrawbarOrg 

17 - Perc Organ 

18 - Rock Organ (=17) 
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19 — Church Org (~16) 
20 — Reed Organ 
21 — Accordian (=20) 
22 — Harmonica (=20) 
23 — TangoAccrd (=20) 
24 - Nylon Gtr 
25 — SteelStrGtr 
26 — JazzGuitar 
27 — Clean Gtr 
28 — Mute Gtr 
29 — OvrdriveGt 
30 — Distortion (=29) 
31 - GtHarmonic 
32 - 
AcoustBass 
33 — FingerBass 
34 — Pick Bass (=33) 
35 - FretlessBs (~33) 
36 - SlapBass 1 
37 - SlapBass 2 (=36) 
38 - SynthBassl 
39 - Synthbass2 (=38) 
40 - Violin 
41 - Viola 
42 - Cello 
43 — ContraBass (=42) 
44 — TremStrngs (=48) 
45 — Pizzicato 
46 - Harp 
47 — Timpani 
48 — String Ens 
49 — Slow Str (=48) 
50 — SynStringl 
51 — SynString2 (=50) 
52 - Choir Ahhs 
53 — Voice Oohs (=52) 
54 - SynthVoice (~52) 
55 - OrcstraHit 
56 — Trumpet 
57 - Trombone 
58 — Tuba 
59 - MtdTrumpet 
60 — FrenchHorn 
61 — Brass Sect 
62 - SynBrass 1 
63 - SynBrass 2 (=62) 
64 - SopranoSax 
65 - Alto Sax 
66 - Tenor Sax 
67 - BaritonSax 
68 — Oboe 
69 — EnglshHorn 
70 — Bassoon 
71 — Clarinet 
72 — Piccolo 
73 — Flute 
74 — Recorder 
75 — Pan Flute (=73) 
76 — BottleBlow (=73) 
77 — Shakuhachi 
78 — Whistle (=74) 
79 — Ocarina (=74) 
80 - 
SquareLead (=62) 
81 — Saw Lead (=62) 


82 - Calliope (=73) 
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83 Chiff Lead (=73) 
84 Charang (=62) 

85 Voice Lead (=54) 
86 5ths Lead (~62) 
87 BasséLead (=62) 
88 Bell Pad 

89 Warm Pad (=88) 
90 Polysynth (=88) 
91 GlassChoir (=88) 
92 BowedGlass (=88) 
93 Metallic (=88) 
94 Halo Pad (=88) 
95 Echo Sweep (=88) 
96 Ice Rain (=88) 
97 Soundtrack (=88) 
98 Crystaline (=88) 
99 Atmosphere (=88) 
100 Briteness (=88) 
101 Goblins (=88) 
102 Echoes (=88) 

103 Sci-Fi (=88) 

104 Sitar 

105 Banjo (=106) 

106 Shamisen 

107 Koto 

108 Kalimba 

109 Bagpipe 

110 Fiddle (=42) 

111 Shanai 

112 <TinkleBell> 
113 <Agogo> 

114 <SteelDrums> 
115 <Woodblock> 

116 <Taiko Drum> 
117 <MelodicTom> 
118 <SynthDrum> 

119 <RevCymbal> 

120 <Fret Noise> 
121 <BreathNois> 
122 <Seashore> 

123 <Bird Tweet> 
124 <Telephone> 

125 <Helicopter> 
126 <Applause> 

127 <Gun Shot> 
Drums (127) 

0 - Kick 

1 — Side Stick 

2 — Snare Low 

3 — Hand Claps 

4 — Snare Hi (~3) 

r= OM y. 

6 - Close Hi-Hat 

7 — Tom 2 (~6) 

8 — Pedal Hi-Hat (~7) 
9 — Tom 3 (~6) 

10 Open Hi-Hat (~7) 
11 Tom 4 (~6) 

12 Crash Cymbal 

13 Tom 5(~6) 

14 Ride Cymbal 

LS Ride Bell 
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Key to the symbols used in this list: 


1) "name (=#)" - program is identical to the number program 
indicated by "#". 


2) "name (~#)" — program uses the same VAG as the number program 
indicated by "#", but has certain alterations to the voice(s). 


3) "<name>" - no program exists for this General MIDI patch. 


5809FDE6C51-- 


—-MESSAGE FILE 15769 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000045 


--MESSAGE FILE 15770 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000046 

Path: chuka.playstation.co.uk!news 

From: "Alexander Jakes" <alex.jakes@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Looping Samples 

Date: 31 Oct 1997 12:21:15 GMT 

Organization: UUNET 

Lines: 14 

Message-ID: <0lbce5f£8$8e7343a0Sbbf082cl1@alex> 
NNTP-Posting-Host: aal87.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hello All, 

I want to set start and end loop points for a sample. How do I do it? 

The manual additions document on sound gives you advice on looping but does 
not tell you how. Is my audio software supposed to save loop points in the 
WAV/AIFF? I don't know enough about WAV or AIFF to know if they support 


loop points. 


can't see anything that lets you set up loop points in software either. 


Thanks, 


Alex 
-—-MESSAGE FILE 15770 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000046 


—-MESSAGE FILE 15771 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000047 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Looping Samples 

Date: Fri, 31 Oct 1997 13:03:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3459D73A.529E731F@micronetics.com> 

References: <Olbce5f8$8e7343a0Sbbf£082cl1@alex> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I think this is a glitch in the aiff2vag utility. 

It doesn't work with .wav files. I just converted a .wav to .aiff 
(mac format) with soundforge and used the -L option and it started 
working fine. 


Cooledit will let you easily convert samples to .aiff aswell. 
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Let me know if you get any results.. 
-Jim 


Alexander Jakes wrote: 


> 

> Hello All, 

> 

> I want to set start and end loop points for a sample. How do I do it? 

> 

> The manual additions document on sound gives you advice on looping but does 
> not tell you how. Is my audio software supposed to save loop points in the 
> WAV/AIFF? 1 don't know enough about WAV or AIFF to know if they support 

> loop points. 

> 

> can't see anything that lets you set up loop points in software either. 

> 

> Thanks, 

> 

> Alex 


-—-MESSAGE FILE 15771 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000047 


--MESSAGE FILE 15772 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Need help with music playback pointer 

Date: Wed, 05 Nov 1997 12:52:48 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3460DCA0.41C6@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


Hello, 


I'm writing a program that features a girl who dances 
to music. In order to keep her in sync, I need to know 
what part of the music sequence is being played at each 
frame. 


I couldn't find a function that provides 
this information. Can someone please tell 

me if there is a global variable I can 
monitor? The manual lists several 3d globals 
but doesn't mention any sound globals. 


Thanks. 


David White 
—-MESSAGE FILE 15772 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000048 


—--MESSAGE FILE 15773 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000049 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Looping buffer 

Date: Mon, 10 Nov 1997 00:38:20 +0100 

Organization: Engine Software 

Lines: 11 

Message-ID: <3466496C.6225@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: tbg1-12.worldaccess.nl 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01C (Win95; U) 


I would like to create a looping soundbuffer in which new data is 
written before it is looped --» In other words, play samples which are 
longer than 512K. I encounter 2 problems: 


- How do I create a looping buffer 


- How do I refill that buffer, on a PC you just use the DMA, but we are 
bound to the Sony libs. 


Thanx 

Ivo Wubbels 

—-MESSAGE FILE 15773 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000049 


--MESSAGE FILE 15774 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000050 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 

Newsgroups: scee.yaroze.programming.sound 
Subject: Sound stuff 

Date: Wed, 12 Nov 1997 12:19:26 +0000 
Organization: Spider Software Limited 

Lines: 33 

Message-ID: <34699ECE.3A66@spider.com> 
NNTP-Posting-Host: tasha.spider.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


hi, 
OK, I tried to make some noise on the 
PS last night. 


This was fine with the std0O.vh std0.vb 
and some sample *.seq files. 


But when I tried to make my own .vb file 
I didn't get anything out the speakers. 


I made a wav file (524K) car.wav 

I then converted this to a vag file 

(149K) car.vag. 

When I tried to make this into vab file by 
mkvab -r std0.vh -o car.vb car.vag 

The resulting car.vb file was 39K. 

What am I doing wrong? 

Also when I try to use the smf2seq program to 
convert some midi files I have it complains that 


it can only convert SMF format 1 files. 


Is there a program I can use to convert the midi 
files I have to SMF format 1 files? 


andy 


Andy Winton 
—-MESSAGE FILE 15774 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000050 


—--MESSAGE FILE 15775 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000051 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound stuff 

Date: Wed, 12 Nov 1997 19:44:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <64d0k9S4vil66@chuka.playstation.co.uk> 
References: <34699ECE. 3A66@spider.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> I made a wav file (524K) car.wav 

> I then converted this to a vag file 
> (149K) car.vag. 

> 

> When I tried to make this into vab file by 
> 

> mkvab -r std0.vh -o car.vb car.vag 
> 

> The resulting car.vb file was 39K. 
> 

> What am I doing wrong? 

Andy. 


Trying to be helpful here out of memory 
mkvab has two modes, 
first of all do 


mkvab -r std0.vh -o <attribute file name> 
then edit the attribute file (see loads of articles in this newsgroup about 


this, also read the manual for explanation, then give up and just try stuff 
for fun) 


then do 
mkvab -f <attribute file name> -o <output file name> <vag files> 


That should give you a vab file you can split, of the proper size. Ouch 
those manuals. CAn you write midi music then? I need a musician.... 


—-MESSAGE FILE 15775 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000051 


—-MESSAGE FILE 15776 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000052 

Path: chuka.playstation.co.uk!news 

From: Andy Winton <andy@spider.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound stuff 

Date: Thu, 13 Nov 1997 09:39:04 +0000 

Organization: Spider Software Limited 

Lines: 59 

Message-ID: <346ACAB8.1F82@spider.com> 

References: <34699ECE. 3A66@spider.com> <64d0k9S4vil66@chuka.playstation.co.uk> 
NNTP-Posting-Host: tasha.spider.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Graeme Evans wrote: 
> 
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> I made a wav file (524K) car.wav 

> I then converted this to a vag file 
> (149K) car.vag. 

> 

> When I tried to make this into vab file by 
> 

> mkvab -r std0.vh -o car.vb car.vag 
> 

> The resulting car.vb file was 39K. 
> 

> What am I doing wrong? 

Andy. 


Trying to be helpful here out of memory 
mkvab has two modes, 
first of all do 


mkvab -r std0O.vh -o <attribute file name> 
then edit the attribute file (see loads of articles in this newsgroup about 


this, also read the manual for explanation, then give up and just try stuff 
for fun) 


then do 


mkvab -f <attribute file name> -o <output file name> <vag files> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Thanks, I think I'm getting somewhere now. I got the 'snddemo' 
and 'vabtools' from the american mirror - 
http://www.netyaroze-europe.com/yaroze_scea/files.html 


With this I managed to get some of my samples to play on the 
playstation by using wav2vag and looking at the snddemo 
script. 


However, if you use the PC 'recorder' and sample at 44KHz all 
you get is clicking. I had to sample at 22KHz mono-16 to get 
something useful. 


The vab 'piano' in the vabtools is pretty good, it lets you listen 
to the vabs on the PC soundcard. 


> That should give you a vab file you can split, of the proper size. Ouch 
> those manuals. CAn you write midi music then? I need a musician.... 


Sadly no, I'm just doing this for 'fun'. 
I do appreiciate your reply, 
cheers 


andy 


Andy Winton 
—-MESSAGE FILE 15776 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000052 


--MESSAGE FILE 15777 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000053 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.sound 

Subject: ADPCM format 

Date: Wed, 19 Nov 1997 13:39:32 +0100 

Organization: Engine Software 

Lines: 7 

Message-ID: <3472DE04.1712@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht4-13.worldaccess.nl 


Net Yaroze newsgroups message dump.txt Page 10669 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Does anybody know the lowlevel fileformat used by the PSX? I want to 
create my own samples/effects in realtime without using the 
fileconverters 


Thanks! 


Ivo 
-—-MESSAGE FILE 15777 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000053 


--MESSAGE FILE 15778 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000054 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: CdPlay() Function 

Date: 21 Nov 1997 23:34:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbcf6d6$a36a05c0$a307e8c3@demon-spawn> 
NNTP-Posting-Host: 1d12-163.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Does anyone have any insight on how to use the CdPlay() function, perhaps a 
small program, I'm trying to use it but it just doesn't play anything. The 
CD drive accesses, you can hear it, but no sound comes out..... 


Thanks, 

Mike. 
—-MESSAGE FILE 15778 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000054 


—--MESSAGE FILE 15779 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000055 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: CdPlay() Function 

Date: Sun, 23 Nov 1997 23:28:04 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6590b6Slbn8@chuka.playstation.co.uk> 
References: <Olbcf6d6$a36a05c0$a307e8c3@demon-spawn> 
NNTP-Posting-Host: p44-max7.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Here is a little piece of code to get you started. Note that in a thread in 
the scea sound group we are establishing whether the CDPlay() function is 
actually buggy or not. It seems to skip over certain tracks on certain CDs 
for no apparent reason. 


#include <libps.h> 

int tracks[10] = {10,4,6,8,1,3,5,7,9,0}; 

void main() 

{ 

SsSetSerialAttr(SS_CD,SS_MIX,SS_SON) ; 
SsSetSerialVol (SS_CD,127,127); 
SsSetMVol (127,127); 
CdPlay(1,tracks,0)j; 
while (CdPlay(3,tracks,0) != -1); 


Mario 
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Michael Enoch <100413.2514@compuserve.com> wrote in message 
<Olbcf6d6$a36a05c0$Sa307e8c3@demon-spawn>... 

>Does anyone have any insight on how to use the CdPlay() function, perhaps a 
>small program, I'm trying to use it but it just doesn't play anything. The 
>CD drive accesses, you can hear it, but no sound comes out..... 

> 

>Thanks, 

> Mike. 


-—-MESSAGE FILE 15779 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000055 


--MESSAGE FILE 15780 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000056 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: CdPlay() Function 

Date: 24 Nov 1997 23:44:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01lbcf933$7377a340S2c0ee8c3@demon-spawn> 

References: <0Olbcf6d6Sa36a05c0S$a307e8c3@demon-spawn> <6590b6Slbn8@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 1d25-044.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks, I'll try it out and hopefully get this Metallica CD to play on it, 
although so far no tracks work at all. 


I may be a while before posting again, I've got a new job and have to 
hastily move to Dundee, Scotland, a good many miles away. 


Thanks again, 

Mike. 
—-MESSAGE FILE 15780 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000056 


—-MESSAGE FILE 15781 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000057 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: -=> Request for New Function <=- 

Date: Tue, 09 Dec 1997 02:18:52 -0600 

Organization: Student at the University Of Illinois 

Lines: 29 

Message-ID: <348CFEEC. 6D50@uiuc.edu> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: arboria-11.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:124 scee.yaroze.programm 
ing.sound:57 


Hey all, 

I'd like to request a new function call from the SCEA 
folks... one which I feel would be used by a great many people 
and one which (I think) would allow us to add a really cool 
dimension to our programs. 

Awhile ago, Colin H. from SCEE posted the ReadCDDA() 
function (cdfeed.o), which allows the user to leech the contents 
of the incoming CD audio during a CdPlay(). This function makes 
for a killer audio display during a program, but, according to 
the posted instructions, only works with the incoming audio from 
a CD. 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Pace] 
> - Only draw the part of the world that is immediately visible 
> (in 3D games). 


If you can divide your world into logical units/buckets, you'll be able 
to save rendering time by identifying only those within a certain visual 
range. You could set the fog paramter to obscure the farther objects so 
they don't "pop" into the visual space. I liked Tomb Raider II's 
approach---distant objects go completely black. 


> — Define small often called functions as macros wherever 
> possible. 


That's great if you don't mind larger code. Used sparingly, yeah, that 
works good. 


> - Use variables which are the same size as the registers (eg 

> unsigned long) where ever possible. 

> - Use lookup tables to replace calculations where calculations 
> are expensive (eg: floating point, trig functions etc) 

> - Otherwise avoid any floating point arithmetic. 


You mean things like fixed-point tables? 


[rie] 


> And its possible that some traditional optimisation techniques may be 
> inappropriate: 

> - eg: loop unrolling was a good optimisation on primitive 

> architectures but not neccessarily more modern ones. 

> 

> Peter. 


Actually, some compilers (when you specify certain optimisation flags) 
will do a few tests on their own and unroll loops up to a certain 
threshhold. If you are really desperate for speed, I suppose you could 
do a little loop unrolling... 


Something commonly overlooked is pointer dereferencing in things like 
arrays. If you're going to be doing lots of testing, it's usually 
best to store the values into temporary variables. e.g. 


// if you have a player walking over a tile of ground and it 
// alters the speed properties... 
if( ground[PlayerX] [PlayerY]==WAXED_TILE ) 
friction=0; 
if( ground[PlayerxX] [PlayerY]==CONCRETE ) 
friction=2; 
if( ground[PlayerxX] [PlayerY]==WATER && 
(equipment &WATERSKIS) ) 
friction=3; 


//... do some other stuff 
ShowTile (x,y, ground[PlayerX] [PlayerY]); 
energy-=EnergyDrainer[ground[Playerx] [PlayerY]]; 


Unless the compiler is really smart, every test must calculate 
the offset in the ground[][] array. Do all the dereferencing once 
and get some good savings: 


// get the ground value 
groundval=ground[Playerx] [PlayerY]; 


// if you have a player walking over a tile of ground and it 
// alters the speed properties... 

if( groundval==WAXED_TILE ) friction=0; 

if ( groundval==CONCRETE ) friction=2; 
if ( 
ք 


groundval==WATER && (equipment&WATERSKIS) ) 
riction=3; 
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I'd like to request a function which returns the final 
output from the SPU -- regardless of how it was generated. 
Something to the effect of: 


short *SsGetOutputBuffer (void) ; 


would suffice. It would fill a buffer with the current output 
from the SPU, then return a pointer to that buffer. The buffer 
would contain X words from the Left channel, then X words 

from the right channel (X being whatever the SCE folks deem 
appropriate). 


All I'm requesting here is a binary object file w/ such a 
function call. Having the source _would_ be nice (*hint hint *) 
but we can live without it. Certainly it would be trivial for 
the SCE R&D folks to provide the masses with such a call, yes? 


—Mark Jawad, really pushing for this one! 
—-MESSAGE FILE 15781 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000057 


——MESSAGE FILE 15782 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: What's the answer for sound loops? 

Date: Thu, 11 Dec 1997 12:54:38 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <66p90m$1105@scea> 

NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I've seen a lot of messages about this but haven't seen an answer yet. How 
do you get sound effects (VAB files) to loop? I've tried converting *.wav 
and *.aif files using aiff2vag with the -L option. I figure then I should 
play the sould using SsUtKeyOn and it should loop until I use SsUtKeyOff. 
What's the missing step? I've tried both wav and aiff files and my file 
isn't too big. 


Kevin 


—-MESSAGE FILE 15782 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000058 


—--MESSAGE FILE 15783 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000059 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: siocons WAR/WAW and SSVabTransfer 

Date: Fri, 2 Jan 1998 19:04:12 -0000 

Organization: Yaloozer 

Lines: 14 

Message-ID: <68jddtSatul@chuka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:59 scea.yaroze.programmi 
ng.sound:136 


Ive read somewhere that siocons WAR and WAW commands allow you to write and 
read to the wave memory. But can I use this to save main memory if I have 
like 500K of VB data? 


SSVabTransfer which sets up a vab and gives you a vab handle takes an 
address in main memory space and copies the vab to the sound memory. 
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Is there an easy way to get a vab handle when you already know the address 
in sound memory, or does SSVabTransfer do complicated things? 


Graeme 


—-MESSAGE FILE 15783 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000059 


—-MESSAGE FILE 15784 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000060 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Tutorial for playing and converting sound 

Date: Fri, 02 Jan 1998 23:16:08 +0100 

Organization: Engine Software 

Lines: 22 

Message-ID: <34AD6728.A74@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: tbgl1-6.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


The last weeks of 1997 i've been working on sound effects for the 
yaroze. At the first hand it looked quite easy. But it is not that 
simple as it looks like. There are plenty of little 'know-hows' to 
create sounds on the yaroze. Therefor I'am writing a little tutorial 
which covers all the problems to create sound on the yaroze. If you ever 
encountered any problems on the sound interface and you solved it, 
please let me know what the problem was and what you did to solve it, 
this will allow me to write a general purpose sound manual that covers 
all the problems on sound programming on the yaroze. 


The manual will cover: 

- converting samples 

- using the tools (in such a way they work..... ) 
- looping problems 

- playing sound 

- detailed format information 


If you have any information that might be interesting for this tutorial, 
please give it to me! 


Thanks! 

Ivo 

-—-MESSAGE FILE 15784 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000060 


—-MESSAGE FILE 15785 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000061 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Request about ReadCDDA 

Date: 29 Jan 1998 16:56:26 GMT 

Organization: INFONIE 

Lines: 25 

Message-ID: <01bd2cd7$308d4f80SLocalHost @leader> 
NNTP-Posting-Host: ppp-6-198.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there ! 
I wonder if somebody could help me... 


It's about the sampling routine " ReadCDDA " ...filename " cdfeed.o " 
..from COLIN of Net Yaroze Team 
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I'm making a spectrum analyser and i need more data at one time...about 2 * 
1024 * 16bits data ; 

and i don't have the source code to modify it ...and i am not very good in 
MIPS machine code !!!!! 

So if somebody knows where i could have the source code ...( i just need to 


increase the loop ) i 
It will be very nice !!! 


yes ... i know ... i can call the function 4 times ...but there's holes 
between data fields ( sound holes ) , 
and in a spectrum analyser routine it result as a malfunction ! ...is this 


word exist ? 
more datas are needed because you couldn't detect the BASS with only 2 * 
256 * l6bits at a time... 


Thanks for your help 
Cheers , 


sorry ...i don't speak english very well... 
--MESSAGE FILE 15785 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000061 


——MESSAGE FILE 15786 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000062 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: -=> Request for New Function <=- 

Date: Fri, 30 Jan 1998 17:18:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6at212Sb22@chuka.playstation.co.uk> 

References: <348CFEEC.6D50@uiuc.edu> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:158 scee.yaroze.programm 
ing.sound: 62 


Hi Mark, 

Unfortuantly the sound system on the PS doesn't work that way, as there are 
no mix buffers ( as you would find on a PC with soundblaster ) 

The PS mixes sounds just before outputing to the audio out, and this 
functionality just isn't available ( for Yaroze or full libs ) 


I'm quite curious about what you want this function for however.. 


Cheers, 


Colin. ( SCEE ) 


Mark Jawad wrote in message <348CFEEC.6D50@uiuc.edu>... 


>Hey all, 
> I'd like to request a new function call from the SCEA 
>folks... one which I feel would be used by a great many people 


>and one which (I think) would allow us to add a really cool 
>dimension to our programs. 

> Awhile ago, Colin H. from SCEE posted the ReadCDDA () 

>function (cdfeed.o), which allows the user to leech the contents 
>of the incoming CD audio during a CdPlay(). This function makes 
>for a killer audio display during a program, but, according to 
>the posted instructions, only works with the incoming audio from 
>a CD. 

> I'd like to request a function which returns the final 


>output from the SPU -- regardless of how it was generated. 
>Something to the effect of: 
> 


> short *SsGetOutputBuffer (void); 
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> 

>would suffice. It would fill a buffer with the current output 
>from the SPU, then return a pointer to that buffer. The buffer 
>would contain X words from the Left channel, then X words 
>from the right channel (X being whatever the SCE folks deem 


>appropriate). 

> 

>All I'm requesting here is a binary object file w/ such a 
>function call. Having the source _would_ be nice (*hint hint *) 


>but we can live without it. Certainly it would be trivial for 
>the SCE R&D folks to provide the masses with such a call, yes? 
> 

>-Mark Jawad, really pushing for this one! 


—-MESSAGE FILE 15786 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000062 


——MESSAGE FILE 15787 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000063 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Request about ReadCDDA 

Date: Fri, 30 Jan 1998 17:24:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <6at2uq$b23@chuka.playstation.co.uk> 
References: <0Olbd2cd7$308d4f80SLocalHost@leader> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Laurent, 


I may release another function similar to ReadCDDA with a larger sample size 
for you soon ( I'll code it this weekend ) 


Cheers, 


CO kari; 


Laurent GAY wrote in message <01lbd2cd7$308d4f80SLocalHost@leader>... 

>Hi there ! 

> 

>I wonder if somebody could help me... 

> 

>It's about the sampling routine " ReadCDDA " ...filename " cdfeed.o " 
>..from COLIN of Net Yaroze Team 

>I'm making a spectrum analyser and i need more data at one time...about 2 * 
>1024 * 16bits data ; 

>and i don't have the source code to modify it ...and i am not very good in 
>MIPS machine code !!!!! 

>So if somebody knows where i could have the source code ...( i just need to 
>increase the loop ) n 

>It will be very nice !!! 


>yes ... i know ... i can call the function 4 times ...but there's holes 
>between data fields ( sound holes ) , 
>and in a spectrum analyser routine it result as a malfunction ! ...is this 


>word exist ? 

>more datas are needed because you couldn't detect the BASS with only 2 * 
>256 * 16bits at a time... 

> 

>Thanks for your help 

> 

>Cheers , 

> 

>sorry ...i don't speak english very well... 


—-MESSAGE FILE 15787 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000063 


—--MESSAGE FILE 15788 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: -=> Request for New Function <=- 

Date: Fri, 30 Jan 1998 14:05:24 -0800 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <34D24EA4.5219@playstation.sony.com> 

References: <348CFEEC.6D50@uiuc.edu> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:159 scee.yaroze.programm 
ing.sound: 64 


Mark Jawad wrote: 

Awhile ago, Colin H. from SCEE posted the ReadCDDA() 
function (cdfeed.o), which allows the user to leech the contents 
of the incoming CD audio during a CdPlay(). This function makes 
for a killer audio display during a program, but, according to 
the posted instructions, only works with the incoming audio from 
a CD. 

I'd like to request a function which returns the final 
output from the SPU -- regardless of how it was generated. 


VVVVVVVV 


Hardware limitations allow only the output of SPU voice #1 and voice #3 
and the CD left and right. The hardware sums up all of the voices 
playing back and additionally adds in the CD sound playback to create 
the total output sound. The CD sound is accessible via Colin's function. 
The total outut sound is not accessible at all. Colin, would you like to 
write a function to output voices #1 and #3? I have no time to do so 
currently, but may do so in the far flung future (a month or so) if 
Colin dosn't wanna. 


Unfortunately, the Yaroze programmers are also missing a function which 
would allow some of the 24 voices to be outside the scope of the voice 
allocation system or to allow keying on a specific sound on a specific 


voice. This means that the playback on voices #1 and #3 cannot be 
controlled without some REAL difficulty - 


At start up of sound system: 


i)SsUtKeyOn() a looping sound with volume 0 - this will play on voice #0 
ii)SsUtKeyOn() a looping sound with volume - the first օք the two voices 
which could be read back 

i1ii)SsUtKeyOn() a looping sound with volume 0 - this will play on voice 
#2 

iv) SsUtKeyOn() a looping sound with volume - the second of the two 


voices which could be read back 
All of the above before MIDI playback begins. 


v)Never key off the sounds which are playing on voice #0 or voice #2. 
vi)Only key off the sound on #1 and #3 when new sounds for visual 
feedback will be keyed on immediately AND stop or pause MIDI playback 
before keying off voice #1 and voice #3 to ensure that MIDI instrument 
voices don't steal the channels. 


So, you would realistically need at least 3 new functions to make this 
workable. 


New functions needed: 

1) A voice#1l and voice#3 readback function 

2) A function which removes certain voices from the voice allocation 
system (namely 1 and 3 or 0-4). 

3) A function to key on specific voices. 
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- SPUguy 
—-MESSAGE FILE 15788 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000064 


——MESSAGE FILE 15789 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000065 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.sound 
Subject: CD-DA playlist length? 

Date: Mon, 02 Feb 1998 22:13:48 +0000 
Organization: Bacardi Ferrari V12 

Lines: 16 

Message-ID: <34D6451C.17BD@manc.u-net.com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hello, 

I have started messing around with CdPlay() as a simple CD-player 
and have no problems getting it to work perfectly, but I just 

need a way of finding out how many tracks are on the CD, in order 

to play all of them without getting 'track overflow' errors by using 
a typical maximum (like 14). 

The manual says nothing of this, but then the manual says on P318: 
"Performance and stopping etc. in mid track is not possible." 


Which is CLEARLY merde when all you do is use CdPlay(0, ...) DOH! 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 15789 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000065 


——MESSAGE FILE 15790 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000066 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: CD-DA playlist length? 

Date: Mon, 02 Feb 1998 23:39:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <34d657dd.5219332@news.playstation.co.uk> 
References: <34D6451C.17BD@manc.u-net.com> 
NNTP-Posting-Host: th-eng06-241.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 02 Feb 1998 22:13:48 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 
>Hello, 


Wotcher. 


>I have started messing around with CdPlay() as a simple CD-player 
>and have no problems getting it to work perfectly, but I just 

>need a way of finding out how many tracks are on the CD, in order 
>to play all of them without getting 'track overflow' errors by using 
>a typical maximum (like 14). 


The function you need to do that is in the pro libraries only. (That's 
unless there's a grim way to use CdSearchFile to do it, but I don't 
think so.) 


>The manual says nothing of this, but then the manual says on P318: 
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>"Performance and stopping etc. in mid track is not possible." 
>Which is CLEARLY merde when all you do is use CdPlay(0, ...) DOH! 


Translated from the Japanese... I imagine it means you can't skip 
forward into the next track, or pause and resume within a track. 
CdPlay(0) presumably stops it dead. 


- Gil 
—-MESSAGE FILE 15790 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000066 


—-MESSAGE FILE 15791 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000067 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: CD-DA playlist length? and that... 

Date: Tue, 03 Feb 1998 20:12:51 +0000 

Organization: Bacardi Ferrari V12 

Lines: 55 

Message-ID: <34D77A43.6FEE@manc.u-net.com> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hey Gil, 

Skipping to the next/prev track is simple, just call CdPlay again with 
the new track offset and voila. Maybe the original Japanese manual 
said you couldn't PAUSE or SEARCH through a single track; only skip, 
stop, or mute the volume. Still, it's strange how they let us have 
CD-DA playing abilities but don't let us have such a trivial 

thing as finding out how many tracks there are! 


I am also finding that some CDs give strange track-number results, 

as if there are phantom tracks on them that 'proper' CD players 

know to ignore. 

Is there any way to block programs from sending output to SIOCONS, 
like when you change vidmode, or a new CD-track starts up? I ask 
because I often escape it and write code while my game is running 
(helps the creative flow....) and it's quite riling to have 

to keep quitting my editor and rerunning siocons again just to receive 
the byte-stream. 

One more thing, there's a single CD-DA track on the N-Y boot disk, 

but has nothing on it, what's that all about? I guess it's just to 
make up for the fact that a 650Mb CD-ROM only actually has about 

70k of data on it... 

OK, def. the last point: how come std0.vb/vh aren't on the boot CD 

to save time? Is there a way of stripping instruments out օք std0 
that you don't need for a particular SEQ file? (It's not worth using up 
400k of precious RAM just for a little SEQ title-screen ditty, I need 
almost every nibble!) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


Gil Jaysmith (Telecommuting) wrote: 

On Mon, 02 Feb 1998 22:13:48 +0000, James Shaughnessy 

>I have started messing around with CdPlay() as a simple CD-player 
>and have no problems getting it to work perfectly, but I just 

>need a way of finding out how many tracks are on the CD, in order 
>to play all of them without getting 'track overflow' errors by using 
>a typical maximum (like 14). 


VV VV V V V 
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forward into the next track, or pause and resume within a track. 

CdPlay(0) presumably stops it dead. 

—-MESSAGE FILE 15791 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000067 


> The function you need to do that is in the pro libraries only. (That's 
> unless there's a grim way to use CdSearchFile to do it, but I don't 
> think so.) 

> 

> >The manual says nothing of this, but then the manual says on P318: 
> >"Performance and stopping etc. in mid track is not possible." 

> >Which is CLEARLY merde when all you do is use CdPlay(0, ...) DOH! 
> 

> Translated from the Japanese... I imagine it means you can't skip 

> 

> 


——MESSAGE FILE 15792 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000068 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Beginner Sound Question.. 

Date: Tue, 03 Feb 1998 22:17:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <34D7896B.A4740D51@infores.com> 
NNTP-Posting-Host: ppp1-49.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi, 


I'm just fallen in sound stuff please please help !! 


I understood that if i want to play simple fx sound i need to use only 
VB and VH data without the use of SEQ file, is that true or i must use a 
SEQ file in any case ? 


If i am right, why this simple prog crash in the SsVabTransfert func 
2222 


#include <stdio.h> 


#define vb 0x801B5000 
#define vh 0x801B0000 


main () 


{ 

short vbret, Մոսո: 

vbret = SsVabTransfer((unsigned char *) Մհ, (unsigned char *) vb,-1,1); 
printf ("VB val = %d\n",vbret); 

vnum = SsUtKeyOn(vbret, 0, 0, 48, 0, 127, 127); 

SsVabClose(vbret) ; 


return 0; 


} 


I am wrong or i should hear something or at least the prog should not 
crash !!! 


Please help me im getting MAD !!! 
Thanks in advace 


Luca 
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-—-MESSAGE FILE 15792 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000068 


—-MESSAGE FILE 15793 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000069 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: CD-DA playlist length? and that... 

Date: Tue, 03 Feb 1998 23:34:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <34d7alad.11745641@news.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43. 6FEE@manc.u-net.com> 

NNTP-Posting-Host: th-engl0-074.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 03 Feb 1998 20:12:51 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 

>I am also finding that some CDs give strange track-number results, 
>as if there are phantom tracks on them that 'proper' CD players 
>know to ignore. 


This is reasonable; there's a format of CD which can store a data 
track which regular CD players ignore but which can Autorun on a 
CD-ROM drive (or be ignored by a CD-player program). I expect this is 
how things like the X-Files CD has a secret track which you have to 
rewind to. Some game CDs scream like bloody murder in track 1 if I 
play them on my stereo, but some are happy to ignore the game data. 


>Is there any way to block programs from sending output to SIOCONS, 
>like when you change vidmode, or a new CD-track starts up? I ask 
>because I often escape it and write code while my game is running 
>(helps the creative flow....) and it's quite riling to have 

>to keep quitting my editor and rerunning siocons again just to receive 
>the byte-stream. 


Don't know but possibly not. Then again, you might be able to redirect 
printf by doing something with ioctl to change where sio or tty are 
pointed to, since stdin and stdout are initially mapped to tty. I 
don't know specifically what those functions are doing in sending 
comments to SIOCONS, though. Sorry. 


>One more thing, there's a single CD-DA track on the N-Y boot disk, 
>but has nothing on it, what's that all about? I guess it's just to 
>make up for the fact that a 650Mb CD-ROM only actually has about 
>70k of data on it... 


Don't know that either :) 


>OK, def. the last point: how come std0.vb/vh aren't on the boot CD 

>to save time? Is there a way of stripping instruments out of std0 
>that you don't need for a particular SEQ file? (It's not worth using up 
>400k of precious RAM just for a little SEQ title-screen ditty, I need 
>almost every nibble!) 


Speaking as somewhat of a sound novice, I'd create my own .VH and .VB 
files, bugger the standard ones, and not bother with the std0O ones. 
Admittedly you do have to load all of your VB file at once (and not 
use the nifty-looking partial-transfer function which again you don't 
get on Yaroze) but hey. 


Hope any of that is of use; I'm kinda out of my depth as you'll note, 
it's just I happened to know the answer to the original question. 


Regards... 

- Gil 

-—-MESSAGE FILE 15793 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000069 
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——MESSAGE FILE 15794 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000070 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: Beginner Sound Question.. 
Date: Wed, 04 Feb 1998 11:29:29 +0100 
Organization: Engine Software 

Lines: 52 

Message-ID: <34D84309.14C2@worldaccess.nl> 
References: <34D7896B.A4740D51@infores.com> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht2-3.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Luca Cappellini wrote: 
Hi, 


I'm just fallen in sound stuff please please help !! 


I understood that if i want to play simple fx sound i need to use only 
VB and VH data without the use of SEQ file, is that true or i must use a 
SEQ file in any case ? 


If i am right, why this simple prog crash in the SsVabTransfert func 
2222 


#include <stdio.h> 


#define vb 0x801B5000 
#define vh 0x801B0000 


main () 


{ 
short vbret, vnum; 
vbret = SsVabTransfer((unsigned char *) Մհ, (unsigned char *) vb,-1,1); 


printf("VB val = %d\n",vbret); 


vnum = SsUtKeyOn(vbret, 0, 0, 48, 0, 127, 127); 
SsVabClose(vbret) ; 


return 0; 


} 


I am wrong or i should hear something or at least the prog should not 
crash !!! 


Please help me im getting MAD !!! 


Thanks in advace 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Luca 


Hi Luca, 

The transfer function will crash if your data is not valid. Check if the 
addresses match at the siocons. Try the VABtool to verify if the data is 
valid. If data is valid, be sure the data does not cross the stack 
(about 80180000). If the tranfer completes you should hear a sample by 
calling the SsUtKeyOn IF you turned on the mainvolume! 


Hope this helps 

Ivo 

—-MESSAGE FILE 15794 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000070 
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//... do some other stuff 
ShowTile (x, y, groundval) ; 
energy-=EnergyDrainer[groundval]; 


Especially if you do lots of loops within loops to check a grid of 
elements, you gain a lot CPU cycles. 


My $0.02, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00383 


—-MESSAGE FILE 1682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000384 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Speed Optimisation 

Date: 24 Feb 1998 04:32:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 124 

Message-ID: <slrn6f4jjk.63g.toby@ns.forefront.com.au> 

References: <34F1D481.5FFF@mdx.ac.uk> <34F22032.A62E0C6C@netmagic.net> 
NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Mon, 23 Feb 1998 17:19:46 -0800, Elliott Lee <tenchi@netmagic.net> wrote: 
De soe] 


>> - Only draw the part of the world that is immediately visible 
>> (in 3D games). 

> 

>If you can divide your world into logical units/buckets, you'll be able 


>to save rendering time by identifying only those within a certain visual 
>range. You could set the fog paramter to obscure the farther objects so 
>they don't "pop" into the visual space. I liked Tomb Raider II's 
>approach---distant objects go completely black. 


Has anyone considered implementing a BSP renderer for the yaroze? The big 
trick is going to be getting away, at least partially, from those all 
pervasive ordering tables. One big question I guess, is whether BSP is 
geared towards platforms that are render bound, rather than compute 
bound. 


If it can be done, though, the results could be very nice indeed. Freedom 
from z sorting artifacts and intersecting polygons is a definite plus. 


>> - Define small often called functions as macros wherever 

>> possible. 

> 

>That's great if you don't mind larger code. Used sparingly, yeah, that 
>works good. 


> 

>> - Use variables which are the same size as the registers (eg 
>> unsigned long) where ever possible. 

>> - Use lookup tables to replace calculations where calculations 
>> are expensive (eg: floating point, trig functions etc) 

>> - Otherwise avoid any floating point arithmetic. 

> 

>You mean things like fixed-point tables? 

> 

> Pags 

>> And its possible that some traditional optimisation techniques may be 
>> inappropriate: 

>> - eg: loop unrolling was a good optimisation on primitive 

>> architectures but not neccessarily more modern ones. 

>> 

>> Peter. 

> 


>Actually, some compilers (when you specify certain optimisation flags) 
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——MESSAGE FILE 15795 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000071 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: VAG in SEQ ? 

Date: Wed, 04 Feb 1998 13:08:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <34D85A44.89550AF9@infores.com> 
NNTP-Posting-Host: ppp1-27.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


A little question, 


I do not understand the meaning of having a VAG (group of waveforms) 
associated to a SEQ file (MIDI file that define instruments and note to 


play). 


I thought that a SEQ file could play alone, why i have to give to the 
SsOpenSeq func the VAG address ? 


Please help 
Luca 


—-MESSAGE FILE 15795 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000071 


—-MESSAGE FILE 15796 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000072 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: vabs 

Date: Wed, 4 Feb 1998 18:54:24 -0000 

Organization: Yaloozer 

Lines: 25 

Message-ID: <6bad6j$b211@chuka.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>>OK, def. the last point: how come std0.vb/vh aren't on the boot CD 

>>to save time? Is there a way of stripping instruments out of std0 
>>that you don't need for a particular SEQ file? (It's not worth using up 
>>400k of precious RAM just for a little SEQ title-screen ditty, I need 
>>almost every nibble!) 


I was thinking about this. I thought that maybe you could use the siocons 
WAR command to load the vab straight into sound ram. But i dont think you 
can. 


I thought of a lame way around it, though. Use the main memory copy of the 

VAB (after youve loaded it into sound ram) as a decompression scratchpad for 
storing bitmaps and keep them compressed with that natty Jappo gzip library 
that mr rutherford has a pointer to. 


for making your own vab, there is this great archive of synth voice WAVs 
that are reasonable quality and dont force one to record ones own Adlib 
compatible ;). CAnt remember where it was but search on yahoo for WAV 
library or something. 


graeme 
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—-MESSAGE FILE 15796 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000072 


--MESSAGE FILE 15797 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000073 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs & SFX 

Date: Wed, 04 Feb 1998 21:03:53 +0000 

Organization: Bacardi Ferrari V12 

Lines: 26 

Message-ID: <34D8D7B9.6B42@manc.u-net.com> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6 j$b 
211@chuka.playstation.co.uk> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Graeme Evans wrote: 

> I thought of a lame way around it, though. Use the main memory copy of 
> VAB (after youve loaded it into sound ram) as a decompression 

> scratchpad for 

> storing bitmaps and keep them compressed with that natty Jappo gzip 
>library 

> that mr rutherford has a pointer to. 


The thing is my game already uses my own compression routine to store 
in the region of ten 640x512x8 bitmaps (my levels) as around 700k 
which would otherwise need 3.2 Meg. I am also loading my game .exe 

to 0x801c0000 to make room, and have the 640k quad-size virtual screen 
on the frame buffer (not desirable as I'm using my own putpixels). 

I decided on using a CD player instead of seq music, so people listen 
to their kind of music and I get the space; everyone's a winna! 


Anyone know where I can get decent royalty-free soundFX? 

Laters, 

Jim 

PS Anyone know how I get PAL mode to use all 256 lines (not 240)? 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15797 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000073 


—--MESSAGE FILE 15798 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000074 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs & SFX 

Date: Thu, 05 Feb 1998 00:29:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <34d905b8.19424401@news.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6j$b 
211@chuka.playstation.co.uk> <34D8D7B9.6B42@manc.u-net.com> 

NNTP-Posting-Host: th-eng08-143.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 04 Feb 1998 21:03:53 +0000, James Shaughnessy 
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<james@manc.u-net.com> wrote: 

>The thing is my game already uses my own compression routine to store 
>in the region of ten 640x512x8 bitmaps (my levels) as around 700k 
>which would otherwise need 3.2 Meg. I am also loading my game .exe 
>to 0x801c0000 to make room, and have the 640k quad-size virtual screen 
>on the frame buffer (not desirable as I'm using my own putpixels). 

>I decided on using a CD player instead of seq music, so people listen 
>to their kind of music and I get the space; everyone's a winna! 


700K for level bitmaps? Cripes. These levels must be intricate... 
can't you subdivide them and store type data for each cell to index 
into a smaller bitmap? This would also reduce the virtual screen 
memory requirements. Obviously won't pay off if you don't have at 
least some identical cells (eg all black) but if you're getting 75% 
compression there's clearly something which repeats... 


(Bit off the subject, I know, but you could also save some space by 
not compiling with -O3 - if you aren't doing so already, compile with 
-Օ2 for choice - since inlining functions often adds to code size.) 


>PS Anyone know how I get PAL mode to use all 256 lines (not 240)? 
PutDispEnv, most likely. 


- Gil 
—-MESSAGE FILE 15798 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000074 


—-MESSAGE FILE 15799 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000075 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs & SFX 

Date: Thu, 05 Feb 1998 08:07:30 +0000 

Organization: Bacardi Ferrari V12 

Lines: 34 

Message-ID: <34D97342.6EF3@manc.u-net.com> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6j$b 
211@chuka.playstation.co.uk> <34D8D7B9.6B42@manc.u-net.com> <34d905b8.19424401@news. 

playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Gil Jaysmith (Telecommuting) wrote: 

> 700K for level bitmaps? Cripes. These levels must be intricate... 

> can't you subdivide them and store type data for each cell to index 
> into a smaller bitmap? This would also reduce the virtual screen 

> memory requirements. Obviously won't pay off if you don't have at 


Yes indeed, but remember, there's TEN at 640x480x8 each. Using tiles 
is no use to me as they are intricate and all very different -- all I 
need do is compress the black areas. I think 70k each is pretty good 
for such such a simple algorithm. The virtual screen is free as it 
is on the frame buffer (which I don't need for textures etc). This 
makes 2-player split-screens very easy. (see my page) 


> (Bit off the subject, I know, but you could also save some space by 
> not compiling with -O3 - if you aren't doing so already, compile with 
> -Օ2 for choice - since inlining functions often adds to code size.) 


Already doing that but thanks, 


> >PS Anyone know how I get PAL mode to use all 256 lines (not 240)? 
> PutDispEnv, most likely. 


Mais no... no-one has a solution to this! (not even PAL users seem 
to care which is strange, your losing 16 whole scanlines!) 
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Laters, 

Jim 

PS I have to say the manual is EXTREMELY clear regarding making a 
VAB file. [Michael Caine] Oh, yes. 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15799 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000075 


——MESSAGE FILE 15800 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000076 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: VAG in SEQ? SeqPlay example 

Date: Thu, 05 Feb 1998 08:53:08 +0000 
Organization: Bacardi Ferrari V12 

Lines: 55 

Message-ID: <34D97DF4.7A24@manc.u-net.com> 
References: <34D85A44.89550AF9@infores.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Luca Cappellini wrote: 

> I do not understand the meaning of having a VAG (group of waveforms) 

> associated to a SEQ file (MIDI file that define instruments and note 

> I thought that a SEQ file could play alone, why i have to give to the 
> SsOpenSeq func the VAG address °? 


The VAG sound samples are the instruments, and the SEQ file 

is just a data file which says what SEQuence to play those 

instruments in. 

You give SsOpenSeq a VAB_ID number (not its address) which is determined 
with the the return value from SsVabTransfer (which is what uses the 
addresses of the .vh and .vb files (parts of the split VAB). 


eg: 

#define SEQ_ADDR 0x80090000 // 

#define VH_ADDR 0x800a0000 // or wherever 
#define VB_ADDR 0x800b0000 // 

main () 


{ 


short vab_id, access_num; 


// MUST do this to hear amything! 
SsSetMVol (127,127); 


// Put samples in sound RAM and get vab_id 
// (we don't control where it goes) 
vab_id = SsVabTransfer((u_char *)VH_ADDR, (u_char *)VB_ADDR, 1, 1); 


// Get SEQ access num 
access_num = SsSeqOpen(u_long *)SEQ_ADDR, ՆՅԵ 14): 


// MUST do this too! 
SsSetSeqVolume(access_num, 127, 127); 


// Finally play the SEQ 
SsSeqPlay (access_num, SSPLAY_PLAY, 1); 
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Job's a good'en! 
You can play a sound sample from the VAB simply by using 
SsUtKeyOn() etc. as sfx and seq instruments are the same thing. 


Hope that helps you and others who just need a little example 
to get them going (I sure did!), 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15800 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000076 


—-MESSAGE FILE 15801 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000077 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Simple attribute file for mkvab (you already have it!) 
Date: Thu, 05 Feb 1998 09:22:27 +0000 

Organization: Bacardi Ferrari V12 

Lines: 15 

Message-ID: <34D984D3.1484@manc.u-net.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Elsewhere here it says to use the std0.vh to get a attrib def file 
for the mkvab util, but there's an easier way, just get: 


SIMPLE. DEF 


from your PSX/BIN directory! 
(and use the tables in the manual ք172/3 to understand each field) 


Easy when you know innit?! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15801 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000077 


--MESSAGE FILE 15802 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000078 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAG in SEQ? SeqPlay example 

Date: Thu, 05 Feb 1998 13:27:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <34D9B019.A9181234@infores.com> 

References: <34D85A44.89550AF9@infores.com> <34D97DF4.7A24@manc.u-net .com> 
NNTP-Posting-Host: ppp1-29.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Thanks alot for the help, 


Do you know any Pc product with witch i can create a Midi file with the wav 
(instruments) associated and than convert them for the magic Blank !! 
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bye 


Luca 


James Shaughnessy wrote: 


Luca Cappellini wrote: 

> I do not understand the meaning of having a VAG (group of waveforms) 

> associated to a SEQ file (MIDI file that define instruments and note 

> I thought that a SEQ file could play alone, why i have to give to the 
> SsOpenSeq func the VAG address ? 


The VAG sound samples are the instruments, and the SEQ file 

is just a data file which says what SEQuence to play those 

instruments in. 

You give SsOpenSeq a VAB_ID number (not its address) which is determined 
with the the return value from SsVabTransfer (which is what uses the 
addresses of the .vh and .vb files (parts of the split VAB). 


eg: 

#define SEQ_ADDR 0x80090000 // 

#define VH_ADDR 0x800a0000 // or wherever 
#define VB_ADDR 0x800b0000 Ley 

main () 


{ 


short vab_id, access_num; 


// MUST do this to hear amything! 
SsSetMVol (127,127); 


// Put samples in sound RAM and get vab_id 
// (we don't control where it goes) 
vab_id = SsVabTransfer((u_char *)VH_ADDR, (u_char *)VB_ADDR, 1, 1); 


// Get SEQ access num 
access_num = SsSeqOpen(u_long *)SEQ_ADDR, ՆՅԵ 14): 


// MUST do this too! 
SsSetSeqVolume(access_num, 127, 127); 


// Finally play the SEQ 
SsSeqPlay (access_num, SSPLAY_PLAY, 1); 


} 


Job's a good'en! 
You can play a sound sample from the VAB simply by using 
SsUtKeyOn() etc. as sfx and seq instruments are the same thing. 


Hope that helps you and others who just need a little example 
to get them going (I sure did!), 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 15802 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000078 


—--MESSAGE FILE 15803 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000079 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs & SFX 

Date: Thu, 05 Feb 1998 13:43:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <34d9cO7f.2136491@www-s.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6j$b 
211@chuka.playstation.co.uk> <34D8D7B9.6B42@manc.u-net.com> <34d905b8.19424401@news. 

playstation.co.uk> <34D97342.6EF3@manc.u-net.com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 05 Feb 1998 08:07:30 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 

>Mais no... no-one has a solution to this! (not even PAL users seem 
>to care which is strange, your losing 16 whole scanlines!) 


Confused. I thought PutDispEnv/PutDrawEnv with 320 and 256 for the 
screen dimensions and say 0 and 24 for the offsets would set 256-11ոճ 
PAL mode. Hmmmm. I shall confer with someone knowledgeable. 


You aren't supposed to have game action within 8-16 pixels of the 
border of the play area, incidentally, as on some TVs it might not be 
visible. Games like Tekken (which don't care!) have a feature to 
adjust the screen position. 


- Gil 
-—-MESSAGE FILE 15803 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000079 


—--MESSAGE FILE 15804 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000080 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Request about ReadCDDA 

Date: 5 Feb 1998 17:10:39 GMT 

Organization: INFONIE 

Lines: 24 

Message-ID: <01bd3259S5928f87c0Sdd0665c3@leader> 

References: <01lbd2cd7$308d4f80SLocalHost@leader> <6at2uqSb23@chuka.playstation.co.uk 
> 
NNTP-Posting-Host: ppp-6-221.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Colin, 


Thanks a lot !!!! 


will you post it in newsgroup or within the NY web site ( like snd21t was | 
) ? 


cheers , 


laurent 


SCEE <dev_support@interactive.sony.com> a écrit dans l'article 
<6at2uq$b23@chuka.playstation.co.uk>... 

> Hi Laurent, 

> 

> I may release another function similar to ReadCDDA with a larger sample 
size 

> for you soon ( I'll code it this weekend ) 


Cheers, 


Colin. 


V V V V V 
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-—-MESSAGE FILE 15804 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000080 


—--MESSAGE FILE 15805 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000081 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs & SFX 

Date: Thu, 5 Feb 1998 19:31:11 -0000 

Organization: Yaloozer 

Lines: 11 

Message-ID: <6bd3ne$b213@chuka.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6j$b 
211@chuka.playstation.co.uk> <34D8D7B9.6B42@manc.u-net.com> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 


>Anyone know where I can get decent royalty-free soundFX? 
> 


But it takes all the fun out of dropping butterbeans down plastic tubes. 


I looked up that synthesizer site. tilt.largo.fl.us/samples/samples.html 


graeme 


—-MESSAGE FILE 15805 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000081 


——MESSAGE FILE 15806 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000082 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs,SFX and still PAL 256? 

Date: Thu, 05 Feb 1998 20:02:52 +0000 

Organization: Bacardi Ferrari V12 

Lines: 35 

Message-ID: <34DA1AEC.9B8@manc.u-net.com> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6j$b 
211@chuka.playstation.co.uk> <34D8D7B9.6B42@manc.u-net.com> <34d905b8.19424401@news. 

playstation.co.uk> <34D97342.6EF3@manc.u-net.com> <34d9c0O7f.2136491@www-s.playstatio 

n.co.uk> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Gil Jaysmith wrote: 

> Confused. I thought PutDispEnv/PutDrawEnv with 320 and 256 for the 

> screen dimensions and say 0 and 24 for the offsets would set 256-line 
> PAL mode. Hmmmm. I shall confer with someone knowledgeable. 


I believe PutDispEnv is for GPU drawing clipping etc. not what screen 


mode your in. I use manual graphics (LoadImage etc.) not ordering 
table GPU stuff for Gravitation for reason which become obvious 

when you see the accurate collision detection. (although with obvious 
limitations). 

> You aren't supposed to have game action within 8-16 pixels of the 

> border of the play area, incidentally, as on some TVs it might not be 
> visible. Games like Tekken (which don't care!) have a feature to 

> adjust the screen position. 
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?? I can have game action where the hell I like!! There'd be few 
ground-breaking games if people always stuck to certain constraints 
(not that my game is particularly ground-breaking...) 

Fair enough about action space (my ships are naturally limited to 

no less than 7 pixels from the egde) but I can't even draw any of my map 
in the space (to give a proper overscan effect) If you look at 

my game my points should make more sense to you regarding the maps/play 
area and screen height as you don't seem to know what I mean... 

Er, no again, I'm not using a TV (I use a fully adjustable RGB monitor) 
and like I say I CAN see the space, but it's black and not writable. 
(max screen height still 240 with BLACK BORDERS)........ 


Thanks for trying to help me anyway, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 15806 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000082 


--MESSAGE FILE 15807 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000083 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs,SFX and still PAL 256? 

Date: Fri, 06 Feb 1998 11:38:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34daf5bf.3179362@www-s.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> <6bad6j$b 
211@chuka.playstation.co.uk> <34D8D7B9.6B42@manc.u-net.com> <34d905b8.19424401@news. 

playstation.co.uk> <34D97342.6EF3@manc.u-net.com> <34d9c0O7f.2136491@www-s.playstatio 

n.co.uk> <34DA1AEC. 9B8@manc.u-net.com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 05 Feb 1998 20:02:52 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 

>?? I can have game action where the hell I like!! There'd be few 
>ground-breaking games if people always stuck to certain constraints 
>(not that my game is particularly ground-breaking...) 


LOL, OK, I'll put it another way: games which break that particular 
ground tend to get rejected by Sony ;=) 


>Thanks for trying to help me anyway, 


I ain't finished... I'm bringin' in the big guns (Dean Ashton! "Dean, 
Dean, He's Our Man, If He Can't Help You No-One Can!"). More 
shortly... 

- Gil 


—-MESSAGE FILE 15807 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000083 


—--MESSAGE FILE 15808 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000084 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs,SFX and still PAL 256? 

Date: 6 Feb 1998 11:51:59 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 33 

Sender: news@chuka.playstation.co.uk 
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Message-ID: <6ébetgvSomul@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Gil, 


Strictly speaking, SCEE arnt in the business of rejecting games (other than 
in our capacity of Publisher)... 


Paul 


From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabs,SFX and still PAL 256? 

On Thu, 05 Feb 1998 20:02:52 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 

>?? I can have game action where the hell I like!! There'd be few 
>ground-breaking games if people always stuck to certain constraints 
>(not that my game is particularly ground-breaking...) 

LOL, OK, I'll put it another way: games which break that particular 
ground tend to get rejected by Sony ;=) 

>Thanks for trying to help me anyway, 


I ain't finished... I'm bringin' in the big guns (Dean Ashton! "Dean, 
Dean, He's Our Man, If He Can't Help You No-One Can!"). More 
shortly... 

- Gil 


10690 


—-MESSAGE FILE 15808 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000084 


——MESSAGE FILE 15809 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000085 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: Request about ReadCDDA 

Date: 18 Feb 1998 20:28:18 GMT 

Organization: INFONIE 

Lines: 33 

Message-ID: <01bd3cac$22786940SLocalHost@leader> 


References: <Olbd2cd7$308d4f80SLocalHost@leader> <6at2uq$b23@chuka.playstation.co.uk 


> 
NNTP-Posting-Host: ppp-6-180.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


SCEE <dev_support@interactive.sony.com> a écrit dans l'article 
<6at2uq$b23@chuka.playstation.co.uk>... 
> Hi Laurent, 

> 

> I may release another function similar to ReadCDDA with a larger sample 
size 

> for you soon ( I'll code it this weekend ) 


Cheers, 


Colin. 
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>will do a few tests on their own and unroll loops up to a certain 
>threshhold. If you are really desperate for speed, I suppose you could 
>do a little loop unrolling... 


I would imagine that you can get some speed increases out of loop unrolling 
on an R3000, because of the delay slots introduced by the branch. if it's 

a loop that iterates over a small amount of code a large number of times, 
that delay slot can have a very large effect on the speed of execution, if 
the compiler can't find anything useful to do with it. You have to weigh 
this up against the size of the instruction cache, though, and I haven't 
found any information about the on chip caches of the R3000. 


>Something commonly overlooked is pointer dereferencing in things like 
>arrays. If you're going to be doing lots of testing, it's usually 
>best to store the values into temporary variables. e.g. 

> 

>Unless the compiler is really smart, every test must calculate 

>the offset in the ground[][] array. Do all the dereferencing once 
>and get some good savings: 


If your compiler doesn't pick this up and optimise it to death, then switch 
compilers. Using gcc -O3 the following code produces ix86 code that looks 
pretty much spot on in terms of possible optimisations (at least to my somewhat 
untrained eye). There's certainly no duplicated calculation. 


the difference between using and not using -O3 is pretty dramatic. each line 
in the inner loop was cut from 39 lines of assembler to 3. In fact, adding 
explicit veriables to hold the addresses of aly] [x] and the value of a[x]lyl, 
the compiler produced _worse_ code at optimisation -O3 (but much better code 
with optimisation off). 


Depending on your target CPU, a bigger issue is cache hit rate. Effective use 
of the D-Cache should be very important. I'm a bit wary of the belief that 
sticking the stack in the D-Cache is the best use it can be put to. If a 
section of code does a lot of manipulation of an array, for example, it would 
be a big advantage to have that array stored in the cache, whereas parameters 
passed to functions can often be kept in registers. having your stack in the 
cache speeds up all of your code by a little bit, but theoretically, using it 
to store data can speed up small sections of your code a lot. and given the of 
adage that 10% of the code takes 90% of the time, speeding up that 10% a lot is 
much more useful. 


The other thing is, of course, that 90% of the possible optimisations in almost 
any code are at the level of algorithms and data structures. There's very 
little point going after the 10% until you're sure that you've already 
optimised the first 90%. When optimising the last 10%, gcc -S is your friend. 
It'll produce machine code from your .c files in the corresponding .s files. 
matching the two together, it becomes pretty obvious where the compiler is 
producing bad code. Then, just play around until the compiler generates better 
code, or rewite it yourself in assembler. 


main() { 
int x,y? 
static int a[10][10]; 


for (x=0;x<9;x+t+) í 
for (y=0; y<9;yt+t) 
a[x] Ly] =(xty) 35; 


} 
for (x=0;x<9;x++) { 
for (y=0;y<9;ytt 


) 
if (a[x] [y]==0) aly] [x]++; 
if (a[x] [y]==1) aly] [x]+=2; 
if (a[x] [y]==2) aly] [x] +=3; 
if (a[x] [y]==3) aly] [x]+=4; 
if (a[x] [y]==4) aly] [x]+=5; 
if (a[x][y]>5) aly] [x]=0; 
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sorry to disturb you again...but... 

i'm trying to move my project from gcc to CodeWarrior and... 
i can't use the file "cdfeed.o" in CodeWarrior !!! 

Maybe it's because it was made (Compiled) with GCC ??? 


if you think it's that... could you give tips or the cdfeed.c to allow me 
to recompile it?? 
and if you release a new function like ReadCDDA ...could you give us the 


source code ?? 
or a CodeWarrior-compilled version??? 
if you do...i promise to learn english !!!!! 


Cheers, 


Laurent 


—-MESSAGE FILE 15809 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000085 


—-MESSAGE FILE 15810 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000086 

Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: never-ending sound with SsUtKeyOn 

Date: Tue, 03 Mar 1998 00:15:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34FB4BA9.41C6@bournemouth.ac.uk> 
NNTP-Posting-Host: o2cg6.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 


After finally managing to coax some sound outta me Yaroze, I'm now 
having problems using it. Basically, I have one sound effect, a "ping" 
noise which happens when the player collides with objects. Now, if I 
set that off with SsUtKeyOn when the player's object detects collision, 
then i get a never ending noise which is never switched off again. 
However, if I put SsUtKeyOff in, it switches the sound off as soon as it 
goes on, so the result is no noise. I know that both SsUtKeyOn and 
SsUtKeyOff are working, cos they're returning valid values. 


So my question is: When should I use SsUtKeyOff? Is there some kind of 
way of doing a sound sync, in the same way that Vsync does screen 
drawing? I basically just want the noise to last as long as the sample 
"ping" it comes from. Do the vag files contain infomation about the 
length of a sound? 


Cheers, Anna. 
—-MESSAGE FILE 15810 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000086 


—--MESSAGE FILE 15811 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: never-ending sound with SsUtKeyOn 

Date: Tue, 03 Mar 1998 10:31:29 -0800 

Organization: 

Lines: 68 

Message-ID: <34FC4C81.C99331E3@netmagic.net> 

References: <34FB4BA9.41C6@bournemouth.ac.uk> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 
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Anna wrote: 


After finally managing to coax some sound outta me Yaroze, I'm now 
having problems using it. Basically, I have one sound effect, a "ping" 
noise which happens when the player collides with objects. Now, if I 
set that off with SsUtKeyOn when the player's object detects collision, 
then i get a never ending noise which is never switched off again. 


VV V V V V 


Which means one of three things: 


1) your waveform editor put in a sample loop so a section of 
it repeats. Solution: check to make sure that there are 
no loop points. 
2) when you converted the waveform to VAG, it was encoded with 
loops. Solution: there is a command-line option to force 
no looping. (Run aiff2vag without options to get the listing.) 
3) your collision detection routines repeatedly trigger the 
sound. Solution: check your code. :) (This doesn't 
sound like the case, tho.) 


> However, if I put SsUtKeyOff in, it switches the sound off as soon as it 
> goes on, so the result is no noise. I know that both SsUtKeyOn and 

> SsUtKeyOff are working, cos they're returning valid values. 
> 
> 


So my question is: When should I use SsUtKeyOff? Is there some kind of 


You should use SsUtKeyOff() when you want the sound to be stopped. If 
you 

key on and then immediately key off, then chances are the sound never 
reached its full attack volume (the fist node in the ADSR graph). And, 
if you set the decay rate fairly high, then when the note is keyed off 
it 

almost immediately stops. 


The easiest way to resolve this is probably to make sure your sound has 
no loops and then you'll never have to worry about keying off. The 
other 

way is to have some kind of sound effects array which holds counters for 
each voice you key on. After some delay, then you key off the voice. 


(On a side note: this is what I was planning to do in writing a MOD 
player, but MOD->MIDI converter may be the way to go instead.) 


Another way of solving this is (if your sample has loops) put in a decay 
value which smoothly drops the amplitude from its sustain level to 0. 
This will make it key off after a while. 


way of doing a sound sync, in the same way that Vsync does screen 
drawing? I basically just want the noise to last as long as the sample 
"ping" it comes from. Do the vag files contain infomation about the 
length of a sound? 


MOM NOY 


Yes, but it's automatically calculated for you. When you create your 
VAB, 
you have that DEF file, aye? Do this after you create it: 


mkvab -r MyVab.vab -o debug.def 


Look at DEBUG.DEF. You'll note that some of the field values have 
changed 

and there is a section at the very end that's appended. They should be 
the exact sizes of your VAGs in the order that you specified them. 


> Cheers, Anna. 
-e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
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—-MESSAGE FILE 15811 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000087 
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——MESSAGE FILE 15812 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000088 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Trying to use ReadCDDA in a CW project 
Date: 5 Mar 1998 17:25:19 GMT 

Organization: INFONIE 

Lines: 25 

Message-ID: <01bd485c$35876a20Saa5cf2c3@leader> 
NNTP-Posting-Host: ppp-92-170.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


hi there ! 


is there anybody using the function ReadCDDA 

( file "cdfeed.o" written by Colin )...in a CW-project ? 

i tried to convert the file into a library by "ar -r cdfeed.a cdfeed.o" 
then i include the "cdfeed.a" file in CW "NetYarozeLibConvert" project, 
select it and chose "Compile" but there is an error 

"Error: illegal relocation at offset $00000302 in 'Cdfeed.a'. Symbol index 
exceeds maximum value."... 
it's the same kind of error if i only drag and drop the original file 
cdfeed.o into my CW project ( CW recognize this object file as a library 
whithout convertion too !) 


any idea ? 

is someone using ReadCDDA in CW ?...with success i mean...? 
Thanks for help 

cheers 


Laurent 


-—-MESSAGE FILE 15812 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000088 


—-MESSAGE FILE 15813 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000089 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Help! 

Date: Sun, 08 Mar 1998 02:15:17 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 29 

Message-ID: <3501FF35.B85A176F@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hi All, 


Ok I'm loosing hair rapidly. 


I have sound effects in my program. And they work (and sound) 
fine. But now my program appears to be crashing, Its easily 
reproducible, so testing to see if it's working is trivial. 


If I remove all the sound api function calls the code works fine. 
And everything works fine up to this one location in the game where it 
will crash without fail. 


I seem to remember hearing that samples should be evenly divisible by 
28. Could this cause a crash? 
or was it just referring to loops? 
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Are there any other Gotchas with the sound api? 
Do .vh and .vb have to remain in main memory after SsVabTransfer? 


I've also had problems with a .vb straddling address 0x80100000. It 
worked fine though if I moved it to 0x80120000. 


The executable is located at 0x80170000 and from checking the mapfile, 
does not appear to hit the stack. 


Any insights would be most welcome. 
Cheers 


/Jim 
—-MESSAGE FILE 15813 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000089 


—-MESSAGE FILE 15814 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000090 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Help! 

Date: Sun, 08 Mar 1998 21:29:52 -0800 

Organization: Cisco Systems 

Lines: 64 

Message-ID: <35037E50.B938CA54@netmagic.net> 

References: <3501FF35.B85A176F@codeworks.demon.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Jim wrote: 


Hi All, 


Ok I'm loosing hair rapidly. 


I have sound effects in my program. And they work (and sound) 
fine. But now my program appears to be crashing, Its easily 
reproducible, so testing to see if it's working is trivial. 


If I remove all the sound api function calls the code works fine. 
And everything works fine up to this one location in the game where it 
will crash without fail. 


I seem to remember hearing that samples should be evenly divisible by 
28. Could this cause a crash? 


VVVVVVVVVVV VV VV 


I thought this was just for looping. I use some samples that aren't 
evenly divisible by 28 and they work just fine. 


> or was it just referring to loops? 
> Are there any other Gotchas with the sound api? 
> Do .vh and .vb have to remain in main memory after SsVabTransfer? 


Dunno. 


> I've also had problems with a .vb straddling address 0x80100000. It 
> worked fine though if I moved it to 0x80120000. 


Are you sure that your code isn't walking into that area? I changed 

my makefile to make the code compile the program starting address down 
at 0x80090000. 1 took that address and added the size of the code to 

it to get the next unavailable address (rounded up a bit). I read a 
post in one of these groups saying that some variables are not allocated 
space right in your compiled image (as opposed to, say, DOS programs). 


On a related note: when downloading the main program to 
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the black box, I get 4 status messages which say something 
like loading rdata, sdata, etc. What are they? (I have been 
looking at the addresses it gives and if any conflict with 
data I have, I move the data around...) 


For instance, an ordering table with 2%14 orders of Z-resolution would 
blow up your executable to outstanding proportions, so it is allocated 
when you download your main code to the Yaroze. 


But, I could be completely wrong about this point. :P 


> The executable is located at 0x80170000 and from checking the mapfile, 
> does not appear to hit the stack. 


That's pretty high up there IMO, but you should still have breating 
room. 


> Any insights would be most welcome. 
> 
> Cheers 
> 
> 


/Jim 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15814 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000090 


—--MESSAGE FILE 15815 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Multiple VAGs... 

Date: Sun, 08 Mar 1998 23:36:32 -0800 

Organization: Cisco Systems 

Lines: 22 

Message-ID: <35039C00.926F4898@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Hello people, 
A couple questions: 
+ Mysterious Error: 


I've been working with a VAB having 5 VAGs in it, however adding 
the 6th produces an error message something like "cannot find vag 


(6)". Has anyone run into this? I checked my DEF file and its 
okay. I made sure each waveform was evenly divisible by 28 
(though none loop). Each waveform converted to VAG just fine. 


+ Managing Many VAGs in a VAB: 
Does anyone know how many VAGs can be specified as command-line 
inputs to mkvab? I want to be including dozens of sounds but 
am wondering if the environment will stop me from doing that. 
Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


- Թ) 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15815 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000091 
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——MESSAGE FILE 15816 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000092 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Multiple VAGs... 

Date: Mon, 09 Mar 1998 10:11:02 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 30 

Message-ID: <3503C036.B79872B8@codeworks.demon.co.uk> 
References: <35039C00.926F4898@netmagic.net> 
Reply-To: jim@codeworks.demon.co.uk 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Elliott Lee wrote: 


+ Mysterious Error: 
I've been working with a VAB having 5 VAGs in it, however adding 
the 6th produces an error message something like "cannot find vag 
(6)". Has anyone run into this? I checked my DEF file and its 
okay. I made sure each waveform was evenly divisible by 28 
(though none loop). Each waveform converted to VAG just fine. 


VVVVVVVV 


I had this same problem yesterday, also on the 6th vag. 
Be sure the filename of the 6th vag is not longer than 8.3 and you're 
not overflowing the command line length. 


+ Managing Many VAGs in a VAB: 
Does anyone know how many VAGs can be specified as command-line 
inputs to mkvab? I want to be including dozens of sounds but 
am wondering if the environment will stop me from doing that. 
Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


VVVVVVVV 


I believe the official work around was to make the filename of each .vag 
smaller. 


Cheers 


Jim 
—-MESSAGE FILE 15816 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000092 


——MESSAGE FILE 15817 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000093 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Help! 

Date: Mon, 09 Mar 1998 10:40:21 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 85 

Message-ID: <3503C715.28C1E454@codeworks.demon.co.uk> 

References: <3501FF35.B85A176F@codeworks.demon.co.uk> <35037E50.B938CA54@netmagic.ne 
t> 

Reply-To: jim@codeworks.demon.co.uk 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Elliott, 
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I believe the codet+tdata locations are fine. I've checked the size of 
the binary and have around 100k left for the stack. 

I also have a debug macro in my code which checks the stacks location at 
specific points and it doesn't appear to be going anywhere near the last 
bit of data. 


My games will only start crashing if I start playing sound effects... 
I'm also not intentionally trashing the .vh .vb location while the 
program is running so they should be ok. 


Its just driving me insane, especially since I wanted to release 22 
tonight. 


Cheers 


Jim 
http://www.netyaroze-europe.com/~Sigl1LL 


Elliott Lee wrote: 


Jim wrote: 

> 

> Hi All, 

> 

Ok I'm loosing hair rapidly. 


I have sound effects in my program. And they work (and sound) 
fine. But now my program appears to be crashing, Its easily 
reproducible, so testing to see if it's working is trivial. 


If I remove all the sound api function calls the code works fine. 
And everything works fine up to this one location in the game where it 
will crash without fail. 


I seem to remember hearing that samples should be evenly divisible by 
28. Could this cause a crash? 


VVVVVVVVVV VV 


I thought this was just for looping. I use some samples that aren't 
evenly divisible by 28 and they work just fine. 


> or was it just referring to loops? 
> Are there any other Gotchas with the sound api? 
> Do .vh and .vb have to remain in main memory after SsVabTransfer? 


Dunno. 


> I've also had problems with a .vb straddling address 0x80100000. It 
> worked fine though if I moved it to 0x80120000. 


Are you sure that your code isn't walking into that area? I changed 

my makefile to make the code compile the program starting address down 
at 0x80090000. I took that address and added the size of the code to 

it to get the next unavailable address (rounded up a bit). I read a 
post in one of these groups saying that some variables are not allocated 
space right in your compiled image (as opposed to, say, DOS programs). 


On a related note: when downloading the main program to 

the black box, I get 4 status messages which say something 
like loading rdata, sdata, etc. What are they? (I have been 
looking at the addresses it gives and if any conflict with 
data I have, I move the data around...) 


For instance, an ordering table with 2%14 orders of Z-resolution would 
blow up your executable to outstanding proportions, so it is allocated 
when you download your main code to the Yaroze. 


But, I could be completely wrong about this point. :P 


> The executable is located at 0x80170000 and from checking the mapfile, 
> does not appear to hit the stack. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


That's pretty high up there IMO, but you should still have breating 
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room. 
Any insights would be most welcome. 


Cheers 


VV V V V 


/Jim 


e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 

-—-MESSAGE FILE 15817 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000093 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


——MESSAGE FILE 15818 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000094 

Path: chuka.playstation.co.uk!news 

From: Dev Support <Dev_Support@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Help! 

Date: Mon, 09 Mar 1998 14:07:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 101 

Message-ID: <3503F79E.33B6é@Playstation.sony.com> 

References: <3501FF35.B85A176F@codeworks.demon.co.uk> <35037E50.B938CA54@netmagic.ne 
է» <3503C715.28C1E454@codeworks.demon.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Our sound man says 


(1) Once the VB data has been transferred to SRAM, 
the vb can be happily overwritten, but the vh must remain 
intact in RAM. 


(2) the 28 byte thing should be no problem, since the aiff2vag 
tools convert a sample and make it the right size. 


How reproducible is your problem? Have you tried it 


with different vh/vb files? Does it happen 
just for certain keyons? 


Jim wrote: 


Elliott, 


I believe the code+tdata locations are fine. I've checked the size of 
the binary and have around 100k left for the stack. 

I also have a debug macro in my code which checks the stacks location at 
specific points and it doesn't appear to be going anywhere near the last 
bit of data. 


My games will only start crashing if I start playing sound effects... 
I'm also not intentionally trashing the .vh .vb location while the 
program is running so they should be ok. 


Its just driving me insane, especially since I wanted to release 22 
tonight. 


Cheers 


Jim 
http://www.netyaroze-europe.com/~Sig1lLL 


Elliott Lee wrote: 
> 

> Jim wrote: 

>> 


VVVVVVVVVVVVV VV VV VV VV VV VV 
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Hi All, 


Ok I'm loosing hair rapidly. 


I have sound effects in my program. And they work (and sound) 
fine. But now my program appears to be crashing, Its easily 
reproducible, so testing to see if it's working is trivial. 


If I remove all the sound api function calls the code works fine. 
And everything works fine up to this one location in the game where it 
will crash without fail. 


I seem to remember hearing that samples should be evenly divisible by 
28. Could this cause a crash? 


VVVVVVVVVVVV VV 


I thought this was just for looping. I use some samples that aren't 
evenly divisible by 28 and they work just fine. 


> or was it just referring to loops? 
> Are there any other Gotchas with the sound api? 
> Do .vh and .vb have to remain in main memory after SsVabTransfer? 


Dunno. 


> I've also had problems with a .vb straddling address 0x80100000. It 
> worked fine though if I moved it to 0x80120000. 


Are you sure that your code isn't walking into that area? I changed 

my makefile to make the code compile the program starting address down 
at 0x80090000. I took that address and added the size of the code to 

it to get the next unavailable address (rounded up a bit). I read a 
post in one of these groups saying that some variables are not allocated 
space right in your compiled image (as opposed to, say, DOS programs). 


On a related note: when downloading the main program to 

the black box, I get 4 status messages which say something 
like loading rdata, sdata, etc. What are they? (I have been 
looking at the addresses it gives and if any conflict with 
data I have, I move the data around...) 


For instance, an ordering table with 2%14 orders of Z-resolution would 
blow up your executable to outstanding proportions, so it is allocated 
when you download your main code to the Yaroze. 


But, I could be completely wrong about this point. :P 


> The executable is located at 0x80170000 and from checking the mapfile, 
> does not appear to hit the stack. 


That's pretty high up there IMO, but you should still have breating 
room. 


Any insights would be most welcome. 


Cheers 


V V V V V 


/Jim 


- e! 
tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15818 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000094 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—--MESSAGE FILE 15819 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000095 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Help! 

Date: Mon, 09 Mar 1998 16:30:59 +0000 

Organization: Mobius Codeworks Ltd. 
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Lines: 40 

Message-ID: <35041942.87D5BB59@codeworks.demon.co.uk> 

References: <3501FF35.B85A176F@codeworks.demon.co.uk> <35037E50.B938CA54@netmagic.ne 
է» <3503C715.28C1E454@codeworks.demon.co.uk> <3503F79E.33B6@Playstation.sony.com> 
Reply-To: jim@codeworks.demon.co.uk 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Dev Support wrote: 
Our sound man says 


> 
> 
> 
> (1) Once the VB data has been transferred to SRAM, 

> the vb can be happily overwritten, but the vh must remain 

> intact in RAM. 

OK that's what I'm doing at present, so there should be no problems 
there. (Or so I would assume. ) 


> 
> 
> How reproducible is your problem? 


It's reproducible to the point that I know the game will crash at a 
certain point, when I'm under heavy fire, therefore lots of sound 
effects running at once. If I remove all the sound effect code and go 
to the same point in the game, it won't crash. 


After I've keyed on an effect with no loops do I still have to key it 
off again? Or will it do this for me once it has finished playing? 

Will things also get a bit glitchy if I fire off more than 24 samples at 
once? I don't think this is happening, but could be possible. 


>Have you tried it 
> with different vh/vb files? 


Not yet. Is there a maximum size to a vb? 
Would it help if I split each sound effect into a separate vb? 


>Does it happen just for certain keyons? 
> 


I'm going to test this tonight.. 1:11 let you know.. 
Cheers 


Jim 
—-MESSAGE FILE 15819 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000095 


—--MESSAGE FILE 15820 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000096 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Multiple VAGs... 

Date: Mon, 09 Mar 1998 15:20:06 -0800 

Organization: Cisco Systems 

Lines: 40 

Message-ID: <35047926.9140F9B2@netmagic.net> 

References: <35039C00.926F4898@netmagic.net> <3503C036.B/79872B8@codeworks.demon.co.u 
k> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 
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> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


and mine.. 


Toby. (S, rather than H :) ) 
—-MESSAGE FILE 1682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00384 


—-MESSAGE FILE 1683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000385 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Tue, 24 Feb 1998 21:36:25 +1300 

Organization: Sidhe Interactive 

Lines: 37 

Message-ID: <6cu057Sas3@chuka.playstation.co.uk> 

References: <6cqracS$asl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> 
NNTP-Posting-Host: p53-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:437 scee.yaroze.freetalk.english: 
385 


Manny Najera wrote in message <34F21FCD.BCFD8F77@ix.netcom.com>... 
>Mario Wynands wrote: 


> 

>> Looks more and more like we have a bit of catching up to do! 

> 

>I dunno. It seems like their sole advantage is that everyone has 
>Lightwave 3D. 

> 


>Think about it. Everyone is using the same graphics package. All they 
>needed was for one person to code an interface for Lightwave's motion 
>system. The supposed "hard stuff", being a hierarchical system of 
>object movement, being used now to crank out demo after Japanese demo, 
>is based entierely around that kind of interface. 

> 

>For example, if everyone here used MOD files on a daily basis, a MOD to 
>SEQ converter would have been coded ages ago. 


That is the point - they can crank out demo after demo because (I assume) 
they have a suite of tools and solid reusable code. I don't think we are at 
that stage yet - we really don't have the sort of foundation where 
programmers can concentrate on a game without dealing with the nitty-gritty. 


That being said, useful libraries, flashy code routines, and informative 
Yaroze member documentation has appeared here over the past few months with 
more work being planned by their authours. I still think we have to catch 
up, but at least we are gaining :) 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 1683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00385 


—-MESSAGE FILE 1684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000386 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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Jim wrote: 

Elliott Lee wrote: 

> + Mysterious Error: 

I've been working with a VAB having 5 VAGs in it, however adding 
the 6th produces an error message something like "cannot find vag 
(6)". Has anyone run into this? I checked my DEF file and its 
okay. I made sure each waveform was evenly divisible by 28 
(though none loop). Each waveform converted to VAG just fine. 


V V V V V 


I had this same problem yesterday, also on the 6th vag. 
Be sure the filename of the 6th vag is not longer than 8.3 and you're 
not overflowing the command line length. 


VVVVVVVVV VV 


A A 


Yup, everything I use is 8.3 compliant. PKZIP likes that. 


> + Managing Many VAGs in a VAB: 

> Does anyone know how many VAGs can be specified as command-line 
> inputs to mkvab? I want to be including dozens of sounds but 

> am wondering if the environment will stop me from doing that. 
> 
> 
> 


Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


I believe the official work around was to make the filename of each .vag 
smaller. 


Cheers 


VVVVVVVVVVVV VV 


Jim 


Argh. That does not bode well. I was seriously considering creating 
a S3M to VAB/MIDI converter. You figure with 40 samples (minimum 7 
chars for the file name and space char), 280 chars is a little too 
much for a DOS environment... And, we can only have like 16 VABs, 
aye? *ponder* Maybe I'll have to get more creative to stretch the 
sample base---e.g. using detuned snares for explosions/gunfire. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15820 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000096 


——MESSAGE FILE 15821 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000097 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.sound 

Subject: .def file editing 

Date: Tue, 10 Mar 1998 03:10:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3504ab1d.5896770@news.playstation.co.uk> 

References: <35039C00.926F4898@netmagic.net> <3503C036.B79872B8@codeworks.demon.co.u 
k> <35047926.9140F9B2@netmagic.net> 

NNTP-Posting-Host: stu-dialup1l10.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I thought I was doing well, seeing as I got my sound to work fairly 
early on, but to be limited by the number of characters we can fit on 
one command line? nice one. 


From my sketchy understanding of sound, heres a (long winded) 
question- 


I've sort of figured out the .def file except I'm worried about the 
importance of a few things. It says the file sizes are calulated by 
the tools to create a .vh and .vb file, and yet owing to my lack of 
faith in the manuals I wouldn't be surprised if it was confused after 
trying to work out how mkvab operated (you use mkvab with a .def and 
vags to create a .vab, but to get a .def you use mkvab on a .vab. 
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Hang on, chicken + egg scenario) and that the files sizes specified at 

the start and end are vital. I did some calculation on the .def file 

from std0 and found that the total of all the seperate files sizes 

didn't match that specified at the start. If this isn't important, 

then don't worry, but if it is, why the discrepency? 

—-MESSAGE FILE 15821 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000097 


——MESSAGE FILE 15822 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000098 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Multiple VAGs... 

Date: Mon, 09 Mar 1998 21:22:16 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 36 

Message-ID: <35045D88.C93AEDE3@codeworks.demon.co.uk> 

References: <35039CC5.91BEA0OF1@netmagic.net> <350574D0.87@playstation.sony.com> 
NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:165 scee.yaroze.programm 
ing.sound: 98 


Alternatively you could also use the vabtool (found somewhere on SCEE). 
Its a Windows program so you obviously won't have inherent command line 
problem. I'm not too sure where on SCEE it is though.. 


Cheers 


Jim 


Rob Vawter wrote: 


Elliott Lee wrote: 

> 

> Hello people, 

> 

> A couple questions: 

> 

> + Mysterious Error: 

> I've been working with a VAB having 5 VAGs in it, however adding 
> the 6th produces an error message something like "cannot find vag 
> (6)". Has anyone run into this? I checked my DEF file and its 
> okay. I made sure each waveform was evenly divisible by 28 

> (though none loop). Each waveform converted to VAG just fine. 


Send me your VAGs, VAB and DEF file and I'll try to reproduce it. 


> + Managing Many VAGs in a VAB: 

Does anyone know how many VAGs can be specified as command-line 
inputs to mkvab? I want to be including dozens of sounds but 
am wondering if the environment will stop me from doing that. 
Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


VV NV V V V 


It's limited by the DOS command prompt. You must name your vab, def, and 

vag files with names as short as possible and I stil think you can only 

fit around 54. 

—-MESSAGE FILE 15822 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000098 


VVVVVVVVVVVVVV VV VV VV VV VV VV OV 


—-MESSAGE FILE 15823 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000099 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 
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Subject: Re: .def file editing 

Date: Tue, 10 Mar 1998 14:57:44 -0800 

Organization: Cisco Systems 

Lines: 37 

Message-ID: <3505C568.D00873C1@netmagic.net> 

References: <35039C00.926F4898@netmagic.net> <3503C036.B/79872B8@codeworks.demon.co.u 
k> <35047926.9140F9B2@netmagic.net> <3504ab1d.5896770@news.playstation.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Robert Swan wrote: 
I thought I was doing well, seeing as I got my sound to work fairly 


early on, but to be limited by the number of characters we can fit on 
one command line? nice one. 


From my sketchy understanding of sound, heres a (long winded) 
question- 


I've sort of figured out the .def file except I'm worried about the 
importance of a few things. It says the file sizes are calulated by 
the tools to create a .vh and .vb file, and yet owing to my lack of 


VVVVVVVVV VV 


K 


up. 


faith in the manuals I wouldn't be surprised if it was confused after 
trying to work out how mkvab operated (you use mkvab with a .def and 
vags to create a .vab, but to get a .def you use mkvab on a .vab. 

Hang on, chicken + egg scenario) and that the files sizes specified at 
the start and end are vital. I did some calculation on the .def file 
from std0 and found that the total of all the seperate files sizes 
didn't match that specified at the start. If this isn't important, 
then don't worry, but if it is, why the discrepency? 


VVVVVVV M 


I have no idea why the above is happening other than the file sizes in 
the VAB may have header info stripped/added to it...? All of my file 
sizes in the output .def file matches the actual file sizes of my 
VAGs. 


You use mkvab in conjunction with your VAGs and .def file to make the 
VAB. It calculates the sizes and all that. Optional: you can use 
mkvab to extract the .def file info from a VAB---always a good sanity 
check. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15823 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000099 


—-MESSAGE FILE 15824 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000100 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Looping? 

Date: Wed, 25 Mar 1998 11:23:25 -0800 

Organization: Cisco Systems 

Lines: 10 

Message-ID: <351959AD.3AF73B5C@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:167 scee.yaroze.programm 
ing.sound:100 
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Has anyone managed to get samples to loop? I tried once (long ago) 
to get a non-looped sample to do that by using AIFF2VAG with the 
-L flag. 


Also, what kind of software do you use to set arbitrary loop points? 


Thanks, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15824 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000100 


——MESSAGE FILE 15825 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000101 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.sound 
Subject: What's new about ReadCDDA Request ? 
Date: 1 Apr 1998 14:09:28 GMT 

Organization: INFONIE 

Lines: 12 

Message-ID: <01bd5d78S$787c1b60Sf275f2c3@leader> 
NNTP-Posting-Host: ppp-117-242.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there ! 


What's new about ReadCDDA request (29/01/97) ? 

Yes...I know...maybe i am the only one 

who need a new release of these function written by Colin 

but i really need it... 

or if you (Colin) don't have time ...please give me the source code... 


Thanks 
Laurent 


—-MESSAGE FILE 15825 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000101 


——MESSAGE FILE 15826 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000102 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: What's new about ReadCDDA Request ? 

Date: Fri, 03 Apr 1998 17:03:36 -0600 

Organization: Metrowerks 

Lines: 27 

Message-ID: <sumner-ya02408000R0304981703360001@news.scea.sony.com> 
References: <0O1bd5d78$787c1b60Sf275f2c3@leader> 

NNTP-Posting-Host: mtwks187.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi there, 

I did find one way to work around the problem. If Colin can recompile 
the library with "-G 0" (no GP optimization), it will import into 
CodeWarrior. We're fixing the ECOFF importer now. We should have one out 
RSN. Fred's working on it today. 


-Joel 


In article <01bd5d78$787c1b60$f275f2c3@leader>, "Laurent GAY" 
<mystbeast@infonie.fr> wrote: 
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>Hi there ! 


> 
>What's new about ReadCDDA request (29/01/97) ? 
>Yes...I know...maybe i am the only one 


>who need a new release of these function written by Colin 

>but i really need it... 

>or if you (Colin) don't have time ...please give me the source code... 
> 

>Thanks 

> 

>Laurent 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 15826 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000102 


——MESSAGE FILE 15827 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000103 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: Looping? 

Date: 6 Apr 1998 03:37:14 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <01bd610d$904ee2c0S9f83accf@kd—-home> 

References: <351959AD.3AF73B5C@netmagic.net> 

NNTP-Posting-Host: 207-172-131-159.s32.as15.col.erols.com 

X-Newsreader: Microsoft Internet News 4.70.1162 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:172 scee.yaroze.programm 
ing.sound:103 


After numerous struggles getting a sound sample to loop I finally did it. 
Here's what you gotta do: 
Get the latest aiff2vag from the website. (Version 3.1) 


Make sure your sound's sample size is divisible by 28! (Cool edit shows 
this info nicely) 


save the sound sample as an AIFF (wav just doesn't seem to work) 
now run aiff2vag with the -L flag. 


Kevin 

kmfsv@erols.com 

—-MESSAGE FILE 15827 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000103 


——MESSAGE FILE 15828 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000104 

Path: chuka.playstation.co.uk!news 

From: "Richard Malka" <littledevil@trump.net.au> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Drum Samples 

Date: Tue, 7 Apr 1998 11:32:05 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6gbvadSp8n1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: harry.trump.net.au 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I have a Midi drum track which consists of a kick, snare, shaker, crash, mid 
tom and congo. There are 3 other instrument tracks. When I first played the 
seq file the shakers would not play. Then when I made the song longer the 
congos stopped playing. I have checked the min/max notes etc in the vab file 
and everything seems to be fine. I am probably doing something wrong but I 
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am wondering if there are some limitations that I don't know about like the 
amount of drums you can use. 


Help much appreciated. 


Daniel Wilson 


—-MESSAGE FILE 15828 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000104 


--MESSAGE FILE 15829 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000105 

Path: chuka.playstation.co.uk!news 

From: "Richard Malka" <littledevil@trump.net.au> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Aiff2Vag 3.1 

Date: Tue, 7 Apr 1998 11:43:00 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6gbvusSp8n2@chuka.playstation.co.uk> 
NNTP-Posting-Host: hobperm20.trump.net.au 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I have looked all over the SCEE and SCEA sites and can not find the newest 
version of Aiff2Vag (v 3.1) could somebody please tell me where it is or 
send me it. 

Thankyou very much for any help. 


—-MESSAGE FILE 15829 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000105 


——MESSAGE FILE 15830 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000106 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Aiff2Vag 3.1 

Date: Tue, 07 Apr 1998 12:29:32 +0200 

Organization: Engine Software 

Lines: 779 

Message-ID: <352A000C.3800@worldaccess.nl> 

References: <6gbvusS$p8n2@chuka.playstation.co.uk> 

Reply-To: wubbels@worldaccess.nl 

NNTP-Posting-Host: sht2-8.worldaccess.nl 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 41B84782447B" 
X-Mailer: Mozilla 3.01C (Win95; U) 

To: Richard Malka <littledevil@trump.net.au> 


This is a multi-part message in MIME format. 


41B84782447B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Richard Malka wrote: 

> 

I have looked all over the SCEE and SCEA sites and can not find the newest 
version of Aiff2Vag (v 3.1) could somebody please tell me where it is or 
send me it. 

Thankyou very much for any help. 


V V V V 


Version 3.1 of the AIFF2VAG is attached to this message. Have fun! 


41B84782447B 
Content-Type: application/octet-stream; name="Aiff2vag.exe" 
—-MESSAGE FILE 15830 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000106 


—--MESSAGE FILE 15831 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000107 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: CD-DA playlist length? and that... 

Date: Tue, 07 Apr 1998 16:22:15 GMT 

Organization: ElectricMail Ltd. 

Lines: 36 

Message-ID: <352a518b.104689808@news.playstation.co.uk> 

References: <34D6451C.17BD@manc.u-net.com> <34d657dd.5219332@news.playstation.co.uk> 
<34D77A43.6FEE@manc.u-net.com> <34d7alad.11745641@news.playstation.co.uk> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.0/32.390 


On Tue, 03 Feb 1998 23:34:22 GMT, gil@snsys.com (Gil Jaysmith 
(Telecommuting) ) wrote: 


>On Tue, 03 Feb 1998 20:12:51 +0000, James Shaughnessy 
><james@manc.u-net.com> wrote: 

>>I am also finding that some CDs give strange track-number results, 
>>as if there are phantom tracks on them that 'proper' CD players 
>>know to ignore. 

> 

>This is reasonable; there's a format of CD which can store a data 
>track which regular CD players ignore but which can Autorun on a 
>CD-ROM drive (or be ignored by a CD-player program). I expect this is 


>how things like the X-Files CD has a secret track which you have to 
>rewind to. Some game CDs scream like bloody murder in track 1 if I 
>play them on my stereo, but some are happy to ignore the game data. 


You can actually get multiple index numbers within CD audio tracks, 
which is why you can occasionally see if you go from one track to 
another it counts up in seconds from a negative number -00:03 to 00:00 


whereas if you directly jump to the track you will enter at 00:00. 


I have the above X-Files CD, and if I can find a player that can show 
index track counts I'll see if I can spot what is happening. It is 
probable that when the CD starts if 'jumps' to 00:00 rather than start 
at the proper track start point. If you see what I mean. 


Cheers, 


Mark 


—-MESSAGE FILE 15831 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000107 


--MESSAGE FILE 15832 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Looping? 

Date: Tue, 07 Apr 1998 11:51:57 -0700 

Organization: Cisco Systems 

Lines: 44 

Message-ID: <352A75CD.3A1900F8@netmagic.net> 

References: <351959AD.3AF73B5C@netmagic.net> <01bd610d$904ee2c0S$9f83accf@kd-home> 
Reply-To: tenchi@cisco.com 
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NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:173 scee.yaroze.programm 
ing.sound:108 


Thanks for the reply... 


Yargh.... I was just about to post my findings, but you got to it first. 
And the SCEA news server ran out of space. :P 


What I just found out over the weekend (with the AIFF2VAG included with 
your Yaroze) was that it is possible to get looping to work provided that: 


- the sample is either AIFF or raw 
— you have the "-E" endian flag set for raw samples (I guess the 
PSX uses unsigned samples...) 


I actually have been testing a S3M (ScreamTracker MOD) program I'm in the 


middle of writing which will convert a S3M into a VAB and some sequence 
data (my own file). I found that if the number of samplings in a sound 
sample aren't divisible by 28, then: 


- AIFF2VAG will pad the sound sample 
— you will get clicking, but the sound will play 


Yes, I also use Cool Edit quite often for checking the length. But the 
utility I'm writing will print out the nearest 28-sample boundary. :) 
(That has saved a bit of time.) 


Kevin Davis wrote: 
After numerous struggles getting a sound sample to loop I finally did it. 


Here's what you gotta do: 
Get the latest aiff2vag from the website. (Version 3.1) 


Make sure your sound's sample size is divisible by 28! (Cool edit shows 
this info nicely) 


save the sound sample as an AIFF (wav just doesn't seem to work) 
now run aiff2vag with the -L flag. 


Kevin 
kmfsv@erols.com 


VVVVVVVVVVV VV VV 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15832 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000108 


--MESSAGE FILE 15833 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000109 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: seq probs 

Date: Thu, 16 Apr 1998 21:33:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6h5pooSshnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm898.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello, 
I'm just starting to experiment with 
sound, and I've come across something 
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strange. 

I converted a .mid file to a .seq file. 
I then used seqplay to preview it before 
sticking it in my game. 

seqplay plays the seq file reasonably 
well. The problem is, when I load the 
seq into my game, all I get is a few 
feeble 'ticking noises' (in beat to what 
‘should' be playing). 

I'm using 'stdO' .vb and .vh files off 
the boot disk(I'm assuming seqplay uses 
these too?). 

Everything appears to be loading OK, I 
get valid handles for everything loaded 
(stdO.vb, std0.vh and title.seq). 

Is there something I'm missing (apart 
from sanity, good looks and humour). 


Steve 'tone deaf' Dunn. 


—-MESSAGE FILE 15833 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000109 


—-MESSAGE FILE 15834 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000110 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Multiple VAGs... 

Date: Fri, 17 Apr 1998 12:54:29 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <353734E4.71B664DD@immd9.informatik.uni-erlangen.de> 

References: <35039C00.926F4898@netmagic.net> <3503C036.B/79872B8@codeworks.demon.co.u 
k> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello! 


The mkvab tool has an extra parameter (see User Guide), where you can 
specify a parameter file. So you put the filenames of all your vags into 
this 

parameter file and simply reference this parameter file in the mkvab 
statement. This parameter file does not seem to have any limitations 
concerning the 

length. 


Jim wrote: 


Elliott Lee wrote: 


+ Mysterious Error: 
I've been working with a VAB having 5 VAGs in it, however adding 
the 6th produces an error message something like "cannot find vag 
(6)". Has anyone run into this? Լ checked my DEF file and its 
okay. I made sure each waveform was evenly divisible by 28 
(though none loop). Each waveform converted to VAG just fine. 


VVVVVVVV 


I had this same problem yesterday, also on the 6th vag. 
Be sure the filename of the 6th vag is not longer than 8.3 and you're 
not overflowing the command line length. 


> 
> + Managing Many VAGs in a VAB: 


VVVVVVVVVVVVVV VV 


Net Yaroze newsgroups message dump.txt Page 10710 


>> Does anyone know how many VAGs can be specified as command-line 
>> inputs to mkvab? I want to be including dozens of sounds but 
>> am wondering if the environment will stop me from doing that. 
>> Can we use a list file of some sort to name each VAG in order? 
>> (I figure using *.VAG as the input parameter may produce 

>> unexpected results?) 

> 

> I believe the official work around was to make the filename of each .vag 
> smaller. 

> 

> Cheers 

> 

> Jim 

Christoph 


—-MESSAGE FILE 15834 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000110 


--MESSAGE FILE 15835 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000111 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Help! 

Date: Tue, 21 Apr 1998 01:20:04 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <353C56B4.30D5@dial.pipex.com> 

References: <3501FF35.B85A176F@codeworks.demon.co.uk> <35037E50.B938CA54@netmagic.ne 
է» <3503C715.28C1E454@codeworks.demon.co.uk> <3503F79E.33B6@Playstation.sony.com> ՀՅ 
5041942 .87D5BB59@codeworks.demon.co.uk> 

NNTP-Posting-Host: ail48.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi, 


I wrote the following plea for help before logging on and 

reading this thread where Jim seems to be experiencing the same 
problems as me (see below). Can no one really solve these probs? 

I hope someone can as it's driving me gzzzNUTS! Anyway, here goes... 


I've run into a few problems getting sound to work reliably. 

At first I couldn't get SsVabTransfer() to work (it just 

kept locking up) until I disabled putting the stack in the DCache. 
This seemed to do the trick. Anyone know why I cant use a DCache stack 
with SsVabTransfer? Does it make excessive use of the stack for some 
reason and take it over the 1K DCache limit? 


Im now also getting another problem when using SsUtKeyOn() to 

play sound FX. The sounds play fine for a short time and then 
everything just locks up for no apparent reason (I think mainly when 
lots of sounds get keyed on together). I tried monitoring 

the voice numbers returned by SsUtKeyOn in case it was going over 
the 24 available voices or something, but it doesn't seem to be. 

I'm not using SsUtKeyOff because I just want each effect to play 

to the end and stop. Is this right? 


I've only just started playing with sound so anyone in the know 
who can sort this for me, I'd really appreciate it! 


Thanks in advance, 


-Chris 


Jim wrote: 
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From: dblee <dblee@netmagic.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Mine Field Preview available... 

Date: Tue, 24 Feb 1998 03:29:57 -0800 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <34F2AF35.31DC@netmagic.net> 

Reply-To: dblee@netmagic.net 

NNTP-Posting-Host: ppp1-23.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:439 scee.yaroze.freetalk.english: 
386 


Hiya all, 


My latest project has been a conversion of Windows Minesweeper to 

the Yaroze. Finally, in the past few days, I've gotten the core 

code to run without errors and so I've assembled a playable demo 

of it. The "production" release is still at least 2 weeks away. 

This post is a little long because I haven't gotten around to writing 
the README file yet... :P 


What the Preview has: 

- a compiled binary (minefld.psx) and its batch file 
(auto) 

- logo, menu, death, and winning screens 

- fully-playable game loop with the first level installed 
(10x10 grid with 10 bombs) 

- a decent mouse cursor :P 

- the main graphics---there's going to be a lot more 

- pseudo scrolling of backgrounds and playfield 

- most օք the source code---my extra sprite/pad/printing 
libraries are not included and the ones on my web site 
are incompatible 

- synced to 60 fps---sorry, no 50 fps PAL version yet 


The basic controls: 

- tap O or START to jump to the main menu 

- highlight PLAY and tap O 

— move the cursor around with the pad. Tap Ll or L2 to 
increase/decrease speed, respectively. 

- tap O to clear a tile 

- tap /\ (triangle) to toggle the marking on a tile 

- tap [] (square) to Power Clear a 1-tile radius around the 
cursor---see minefld.c for info on how that works. 

- tap START during the game to bring up the QUIT/RESUME 
"dialog" 


The objective of the game (in case you don't know) is to clear out 
every tile in the playfield without uncovering a bomb. Start out by 
picking any tile (and pray it isn't a bomb). It should uncover a 
number which indicates how many bombs are in the 1-tile radius 
surrounding the cleared tile. Using those numbers, you should be 
able to tell which tiles are hiding the bombs. It really helps if 
you mark the tiles you think have bombs in them---hit /\. A 
checkmark means you think it has a bomb, and the question mark means 
you think there is a bomb there but aren't sure. Not only is it 
easier to avoid making mistakes by marking the playfield, if you have 
uncovered a tile (which shows a number) and the surrounding tiles in 
a 1-tile radius are marked only with the same number of checkmarks, 
you can quickly clear out that area with the Power Clear function. 


Anyways, if you want to get it, please e-mail me. You'll get a ZIP 
file of about 70k which expands to 200k. There's about 138k that 
gets downloaded to the Yaroze. Takes about 20-30 seconds at 115200. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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Dev Support wrote: 
Our sound man says 


> 
> 
> 
> (1) Once the VB data has been transferred to SRAM, 

> the vb can be happily overwritten, but the vh must remain 

> intact in RAM. 

OK that's what I'm doing at present, so there should be no problems 
there. (Or so I would assume. ) 


> 
> 
> How reproducible is your problem? 


It's reproducible to the point that I know the game will crash at a 
certain point, when I'm under heavy fire, therefore lots of sound 
effects running at once. If I remove all the sound effect code and go 
to the same point in the game, it won't crash. 


After I've keyed on an effect with no loops do I still have to key it 
off again? Or will it do this for me once it has finished playing? 

Will things also get a bit glitchy if I fire off more than 24 samples at 
once? I don't think this is happening, but could be possible. 


>Have you tried it 
> with different vh/vb files? 


Not yet. Is there a maximum size to a vb? 
Would it help if I split each sound effect into a separate vb? 


>Does it happen just for certain keyons? 
> 


I'm going to test this tonight.. I'll let you know.. 


Cheers 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV OV 


Jim 
—-MESSAGE FILE 15835 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000111 


--MESSAGE FILE 15836 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000112 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: seq probs 

Date: Tue, 21 Apr 1998 18:41:12 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <353CDA38.F882B015@ndirect.co.uk> 
References: <6h5pooS$shnl@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0O-01.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Steve Dunn <steve@backroom.tm> 


Sounds like you've garbled your VH data. Are you keeping it in-tact in 
main memory? 


Herbs 


Steve Dunn wrote: 


> Hello, 
> I'm just starting to experiment with 
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sound, and I've come across something 
strange. 

I converted a .mid file to a .seq file. 
I then used seqplay to preview it before 
sticking it in my game. 

seqplay plays the seq file reasonably 
well. The problem is, when I load the 
seq into my game, all I get is a few 
feeble 'ticking noises' (in beat to what 
"should' be playing). 

I'm using 'stdO' .vb and .vh files off 
the boot disk(I'm assuming seqplay uses 
these too?). 

Everything appears to be loading OK, I 
get valid handles for everything loaded 
(stdO.vb, std0.vh and title.seq). 

Is there something I'm missing (apart 
from sanity, good looks and humour). 


VVVVVVVVVVVVVV VV VV VV 


Steve 'tone deaf' Dunn. 


-—-MESSAGE FILE 15836 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000112 


—-MESSAGE FILE 15837 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000113 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: seq probs 

Date: Tue, 21 Apr 1998 19:32:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6hiohn$31il2@chuka.playstation.co.uk> 

References: <6h5pooSshnl@chuka.playstation.co.uk> <353CDA38.F882B015@ndirect.co.uk> 
NNTP-Posting-Host: usera644.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The VH data is kept in-tact, although (quite normally I presume) the VB data is 
hung drawn and quatered after being sent to SPU. 


Steve 


>Sounds like you've garbled your VH data. Are you keeping it in-tact in 
>main memory? 

> 

>Herbs 

> 

> 

>Steve Dunn wrote: 

> 

>> Hello, 

>> I'm just starting to experiment with 
>> sound, and I've come across something 

>> strange. 

>> I converted a .mid file to a .seq file. 
>> I then used seqplay to preview it before 
>> sticking it in my game. 

>> seqplay plays the seq file reasonably 

>> well. The problem is, when I load the 
>> seq into my game, all I get is a few 

>> feeble 'ticking noises' (in beat to what 
>> 'should' be playing). 

>> I'm using 'stdO' .vb and .vh files off 
>> the boot disk(I'm assuming seqplay uses 
>> these too?). 

>> Everything appears to be loading OK, I 
>> get valid handles for everything loaded 
>> (std0O.vb, std0.vh and title.seq). 
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>> Is there something I'm missing (apart 
>> from sanity, good looks and humour). 


>> Steve 'tone deaf' Dunn. 


—-MESSAGE FILE 15837 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000113 


--MESSAGE FILE 15838 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000114 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Help! 

Date: Tue, 21 Apr 1998 20:25:39 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 89 

Message-ID: <353CF2B3.61CCDAFE@codeworks.demon.co.uk> 

References: <3501FF35.B85A176F@codeworks.demon.co.uk> <35037E50.B938CA54@netmagic.ne 
t> <3503C715.28C1E454@codeworks.demon.co.uk> <3503F79E.33B6@Playstation.sony.com> <3 
5041942 .87D5BB59@codeworks.demon.co.uk> <353C56B4.30D5@dial.pipex.com> 
NNTP-Posting-—Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Chris, 


My problem (one of them anyway) was cause by a memory leak knobbing 
memory and the .vh portion resident in main memory. 


As far as I know you don't have to keyoff a sample once its played. I 
just trigger effects on and let them play to completion. Whether this 
is correct I don't know, but at present it's not causing any 
difficulties. I guess it could be waiting for me to lower my guard 
before it rears it head though.. :-) 


Regards 

Jim 

Chris Chadwick wrote: 

Hi, 

I wrote the following plea for help before logging on and 
reading this thread where Jim seems to be experiencing the same 


problems as me (see below). Can no one really solve these probs? 
I hope someone can as it's driving me gzzzNUTS! Anyway, here goes... 


I've run into a few problems getting sound to work reliably. 

At first I couldn't get SsVabTransfer() to work (it just 

kept locking up) until I disabled putting the stack in the DCache. 
This seemed to do the trick. Anyone know why I cant use a DCache stack 
with SsVabTransfer? Does it make excessive use of the stack for some 
reason and take it over the 1K DCache limit? 


Im now also getting another problem when using SsUtKeyOn() to 

play sound FX. The sounds play fine for a short time and then 
everything just locks up for no apparent reason (I think mainly when 
lots of sounds get keyed on together). I tried monitoring 

the voice numbers returned by SsUtKeyOn in case it was going over 
the 24 available voices or something, but it doesn't seem to be. 

I'm not using SsUtKeyOff because I just want each effect to play 

to the end and stop. Is this right? 


VVVVVVVVVVVVVVVV VV VV VV VV 
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I've only just started playing with sound so anyone in the know 
who can sort this for me, I'd really appreciate it! 


Thanks in advance, 

-Chris 

Jim wrote: 

Dev Support wrote: 

Our sound man says 

(1) Once the VB data has been transferred to SRAM, 


the vb can be happily overwritten, but the vh must remain 
intact in RAM. 


VV NV V V V 


OK that's what I'm doing at present, so there should be no problems 
there. (Or so I would assume. ) 


> 
> 
> How reproducible is your problem? 


It's reproducible to the point that I know the game will crash at a 
certain point, when I'm under heavy fire, therefore lots of sound 
effects running at once. If I remove all the sound effect code and go 
to the same point in the game, it won't crash. 


After I've keyed on an effect with no loops do I still have to key it 
off again? Or will it do this for me once it has finished playing? 

Will things also get a bit glitchy if I fire off more than 24 samples at 
once? I don't think this is happening, but could be possible. 


>Have you tried it 
> with different vh/vb files? 


Not yet. Is there a maximum size to a vb? 
Would it help if I split each sound effect into a separate vb? 


>Does it happen just for certain keyons? 
> 


I'm going to test this tonight.. I'll let you know.. 


Cheers 


VVVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV MCN VV VV VV VV OV 
VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


> Jim 
—-MESSAGE FILE 15838 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000114 


—--MESSAGE FILE 15839 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000115 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: seq probs 

Date: Thu, 23 Apr 1998 19:53:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <353F8E3D.C17145D5@ndirect.co.uk> 

References: <6h5pooSshnl@chuka.playstation.co.uk> <353CDA38.F882B015@ndirect.co.uk> 
<6hiohn$31i12@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-60.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Steve Dunn <steve@backroom.tm> 


Then I have no idea then. It appears that seqplay uses the same libraries, so I'm 
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guessing you may have messed up somewhere in your code. I've only come accross 
problems when messing up the VH data (understandably). 


Steve Dunn wrote: 


The VH data is kept in-tact, although (quite normally I presume) the VB data is 
hung drawn and quatered after being sent to SPU. 


Steve 


>Sounds like you've garbled your VH data. Are you keeping it in-tact in 
>main memory? 

> 

>Herbs 

> 

> 

>Steve Dunn wrote: 

> 

>> Hello, 

>> I'm just starting to experiment with 
>> sound, and I've come across something 

>> strange. 

>> I converted a .mid file to a .seq file. 
>> I then used seqplay to preview it before 
>> sticking it in my game. 

>> seqplay plays the seq file reasonably 

>> well. The problem is, when I load the 
>> seq into my game, all I get is a few 

>> feeble 'ticking noises' (in beat to what 
>> 'should' be playing). 

>> I'm using 'std0' .vb and .vh files off 
>> the boot disk(I'm assuming seqplay uses 
>> these too?). 

>> Everything appears to be loading OK, I 
>> get valid handles for everything loaded 
>> (տեզ0.ՄԵ, std0.vh and title.seq). 

>> Is there something I'm missing (apart 

>> from sanity, good looks and humour). 


>> Steve 'tone deaf' Dunn. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 15839 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000115 


—--MESSAGE FILE 15840 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000116 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: mkvab limitations 

Date: Sat, 25 Apr 1998 22:30:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6htkfk$b014@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera660.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know how to overcome the '10 filename' limitation using the command 
line 'mkvab' application ? 


Also... 

Is there a tool that eases the 'fiddlyness' of the .def files ? If theres 
not, could you all please give me an idea on what you feel the usefulness factor 
of such a tool would be. If theres enough demand, I'll do one for Windows. 


Steve 
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—-MESSAGE FILE 15840 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000116 


—-MESSAGE FILE 15841 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000117 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mkvab limitations 

Date: Sun, 26 Apr 1998 09:02:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6hupeo$b015@chuka.playstation.co.uk> 
References: <6htkfk$b014@chuka.playstation.co.uk> 
NNTP-Posting-Host: ac014.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Well, you could try vabtool that I got from the SCEA site. It gives you 
sliders for all of the settings and lets you preview the sounds on your PC. 


One oddity is that it seems like you have to generate your vab file with at 
least one vag before you can add more with it it though. 


Mark 


Steve Dunn wrote in message <6htkfk$b014@chuka.playstation.co.uk>... 

>Does anyone know how to overcome the '10 filename' limitation using the 
command 

>line 'mkvab' application ? 

> 

>Also... 

> Is there a tool that eases the 'fiddlyness' of the .def files ? If 
theres 

>not, could you all please give me an idea on what you feel the usefulness 
factor 

>of such a tool would be. If theres enough demand, I'll do one for Windows. 
> 

>Steve 

> 

> 


—-MESSAGE FILE 15841 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000117 


—--MESSAGE FILE 15842 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000118 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.programming.sound 

Subject: Sound effect player 

Date: Sun, 26 Apr 1998 11:34:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6hv2db$b016@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera200.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:149 scee.yaroze.programming.sound: 
118 


On my page(~steved) you'll find a little tool that will enable you to preview 
your sound effects on the yaroze before inserting them into your game/demo. 
'Full' instructions are given on my page. 


Steve 
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—-MESSAGE FILE 15842 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000118 


—--MESSAGE FILE 15843 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000119 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Unwanted fading drums 

Date: Sun, 26 Apr 1998 18:14:56 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <3543DC10.78E3A1C@sinclair.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


In my SEQ, the drum track keeps fading in and out. I would like it to 
stay at a constant volume. In the original midi file, there are no 
volume changes or anything of the sort for that track. Does anybody 
know what's going on, and how to fix it? 


— Joshua Meeds 
SCEA Yaroze Member 
Dreamwriter Dragon 
dreamer@sinclair.net 
—==UDIC==- 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 15843 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000119 


—-MESSAGE FILE 15844 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000120 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mkvab limitations 

Date: Mon, 27 Apr 1998 12:10:45 -0700 

Organization: Cisco Systems 

Lines: 27 

Message-ID: <3544D835.65D22DC3@netmagic.net> 

References: <6htkfk$b014@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I've been able to stack like 27 filenames on the line, but I did 
something like this: 


aiff2vag a.wav 
ren a.vag 1. 
aiff2vag foo.wav 
ren foo.vag 2. 


mkvab SP dete, det =ë Six Val ul 2.» 32°45, De On 7s 9. 92 Յ. 


This was also in a batch file and it worked absolutely fine. 


Steve Dunn wrote: 
> 
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> Does anyone know how to overcome the '10 filename' limitation using the command 
> line 'mkvab' application ? 

> 

> Also... 

> Is there a tool that eases the 'fiddlyness' of the .def files ? If theres 

> not, could you all please give me an idea on what you feel the usefulness factor 
> of such a tool would be. If theres enough demand, I'll do one for Windows. 

> 

> Steve 

- Թ) 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15844 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000120 


——MESSAGE FILE 15845 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000121 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mkvab limitations 

Date: Wed, 29 Apr 1998 19:15:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6i7qj2Slbri@chuka.playstation.co.uk> 

References: <6htkfkS$b014@chuka.playstation.co.uk> <3544D835.65D22DC3@netmagic.net> 
NNTP-Posting-Host: userk730.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Cheers, 

I'll do that. Theres going to come a time when you'll reach a limitation 
there too. 
Sony...Could the source to these tools be published so we add/enhance what's 
already there ? 


Steve 


>I've been able to stack like 27 filenames on the line, but I did 
>something like this: 


> 

> aiff2vag a.wav 

> ren a.vag l. 

> aiff2vag foo.wav 

> ren foo.vag 2. 

Չա EE 

> mkvab -ք defs.def -o sfx.vab 1. 2. 3. 4. 5. 6. 7. 8. 9. a. 

> 

>This was also in a batch file and it worked absolutely fine. ^_^ 

> 

>Steve Dunn wrote: 

>> 

>> Does anyone know how to overcome the '10 filename' limitation using the 
command 

>> line 'mkvab' application ? 

>> 

>> Also... 

>> Is there a tool that eases the 'fiddlyness' of the .def files ? If 
theres 


>> not, could you all please give me an idea on what you feel the usefulness 
factor 

>> of such a tool would be. If theres enough demand, I'll do one for Windows. 
>> 

>> Steve 


>- e! 


> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 15845 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000121 


—-MESSAGE FILE 15846 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000122 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Playback speed 

Date: Wed, 29 Apr 1998 19:22:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6i7r04Slbr2@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk730.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've been busy stealing samples left, right and centre, and have been converting 
them to 16 bit at 11.025 kHz (to save space). When I play them back with 
'sfxplay' (downloadable on my home-page ~steved), they're playing at approx. 
twice the speed (which I assume is because the 'default' is 22.050khz). 

The aiff2vag says use -Ք Fs...where fs is the sampling rate... 

So like a dumb windows programmer I've assumed that aiff2vag -Ք 11025 wave.wav 
would produce a suitable VAG that would play at the correct speed.... 

But, alas, no joy. The resulting sound is turned into a mere 'blip on 
steroids'. 


Am I missing something ? Does the playback speed have to come from another 
source ? Is it in the '.def' file ? Are you laughing at me ? Who said that ? 


Steve 'sound fx fool’ Dunn. 


—-MESSAGE FILE 15846 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000122 


—-MESSAGE FILE 15847 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000123 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Playback speed 

Date: Wed, 29 Apr 1998 12:40:50 -0700 

Organization: Cisco Systems 

Lines: 16 

Message-ID: <35478242.65C5796Bénetmagic.net> 

References: <6i7r04Slbr2@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


For the playback, did you set its C4 speed to 22050? And, when you 
keyed it on, did you play it at note 48? I noticed something similar 
for slow (11025Hz - 16384Hz) samples. The easy correction is to just 
play things back at the desired note minus 12. Instead of C4, play 
it at C3 (note 36). 


I've been busy stealing samples left, right and centre, and have been converting 
them to 16 bit at 11.025 kHz (to save space). When I play them back with 
'sfxplay' (downloadable on my home-page ~steved), they're playing at approx. 
twice the speed (which I assume is because the 'default' is 22.050khz). 

EEA 


> Steve 'sound fx fool' Dunn. 


AAN 


= ei! 
tenchi@netmagic.net 
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http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 15847 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000123 


—--MESSAGE FILE 15848 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000124 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Playback speed 

Date: Thu, 30 Apr 1998 19:17:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6iaf2tSlbr4@chuka.playstation.co.uk> 

References: <6i7r04Slbr2@chuka.playstation.co.uk> <35478242.65C5796Benetmagic.net> 
NNTP-Posting-Host: usera384.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks... 

Got it sussed. I played around with param 4 or SsUtKeyOn. I opted for 
"trial and error' since I've always thought '‘octave' was the 'emu thing' from 
Pipkins ! :D 


Steve 


>For the playback, did you set its C4 speed to 22050? And, when you 
>keyed it on, did you play it at note 48? I noticed something similar 
>for slow (11025Hz - 16384Hz) samples. The easy correction is to just 
>play things back at the desired note minus 12. Instead of C4, play 
>it at C3 (note 36). 


> 

>> I've been busy stealing samples left, right and centre, and have been 
converting 

>> them to 16 bit at 11.025 kHz (to save space). When I play them back with 


>> 'sfxplay' (downloadable on my home-page ~steved), they're playing at approx. 
>> twice the speed (which I assume is because the 'default' is 22.050khz). 
Solines] 

>> Steve 'sound fx fool' Dunn. 

> 

>— e! 

> tenchi@netmagic.net 

> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 15848 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000124 


——MESSAGE FILE 15849 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000125 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.sound 

Subject: flushing sound mem 

Date: Thu, 30 Apr 1998 23:54:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6iavakSlbr5@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk444.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know how to clear the whole of the SPU ? I'm 

finding that If I start my 'game' and load the vb into SPU, it works fine 

the first time, but if(when!) after the thing goes t*ts up and I try to 

reload the vb into spu (after restarting the game but not resetting the psx), I 
get a -1 for the handle. The VB file is quite large (over half the size of the 
sound ram), so I'm assuming it can't be transferred the 2nd time because theres 
not enough room for it. 


Steve 
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00386 


—-MESSAGE FILE 1685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000387 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Mine Field Preview available... 

Date: Tue, 24 Feb 1998 03:34:24 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34F2B040.3DBB@énetmagic.net> 

References: <34F2AF35.31DC@netmagic.net> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: ppp1-23.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:440 scee.yaroze.freetalk.english: 
387 


DOH. 

Please send email to tenchi@netmagic.net. dblee@netmagic.net 
is NOT my address-—--I forgot to reset the identity while using 
the "family computer". ^_^ 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 1685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00387 


—-MESSAGE FILE 1686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000388 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Fame Game query 

Date: Tue, 24 Feb 1998 12:52:39 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 17 

Message-ID: <34F2C297.2B1B@127.0.0.1> 
Reply-To: majik@127.0.0.1 
NNTP-Posting-Host: 194.202.250.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


SCEE wrote: 

> 1. Entries should not contain copyright material of any third party. 

> Entries containing copyright material which are submitted without clear 
> evidence of the owners express permission for its inclusion will not be 

> used. 
To what extent does this copyright reach, does it cover sound samples 

incorporated into a game, that have been downloaded via anonymous ftp 

from a sound sample archive? who owns the copyright on the sound of an 
explosion? ;) - probably Bill Gates.... 


Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00388 
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—-MESSAGE FILE 15849 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000125 


--MESSAGE FILE 15850 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000126 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: flushing sound mem 

Date: Fri, 01 May 1998 02:04:41 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35491FA9.EE16905@ndirect.co.uk> 
References: <6iavak$lbr5@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-43.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Steve Dunn <steve@backroom.tm> 


Steve Dunn wrote: 


> Does anyone know how to clear the whole of the SPU ? I'm 

> finding that If I start my 'game' and load the vb into SPU, it works fine 

> the first time, but if(when!) after the thing goes t*ts up and I try to 

> reload the vb into spu (after restarting the game but not resetting the psx), I 
> get a -1 for the handle. The VB file is quite large (over half the size of the 
> sound ram), so I'm assuming it can't be transferred the 2nd time because theres 
> not enough room for it. 

> 

> Steve 


If you are restarting the game without resetting, can you not close any open VBs? 
(Can't remember the function call off hand.) It's the OS that manages the SPU RAM, 
so the OS must think that your previous VB is still in use. Remember, handles 
start at 0 and increment, so try closing handle 0 and that may free it up. 


Alex (Herbs) 


—-MESSAGE FILE 15850 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000126 


—--MESSAGE FILE 15851 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000127 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: flushing sound mem 

Date: Thu, 30 Apr 1998 18:21:39 -0700 

Organization: Cisco Systems 

Lines: 26 

Message-ID: <354923A3.E355F2A4@netmagic.net> 

References: <6iavakS$lbr5@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Dunno, but here's a crazy idea that just might work: 
I've been under the impression that VAB memory is released when the 


highest VAB ID has been SsVabClose()'ed. And, since there's only 
16 IDs available, you could do a for-loop and just close all of them 
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starting with 15..0. :) Then again, I haven't tried this, so this 
may cause the Yaroze to hang/crash/die/etc. 


- e! 


Steve Dunn wrote: 


> 

> Does anyone know how to clear the whole of the SPU ? I'm 

> finding that If I start my 'game' and load the vb into SPU, it works fine 

> the first time, but if(when!) after the thing goes t*ts up and I try to 

> reload the vb into spu (after restarting the game but not resetting the psx), I 
> get a -1 for the handle. The VB file is quite large (over half the size of the 
> sound ram), so I'm assuming it can't be transferred the 2nd time because theres 
> not enough room for it. 

> 

> Steve 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15851 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000127 


—-MESSAGE FILE 15852 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000128 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.sound 
Subject: small request to Colin 

Date: 5 May 1998 16:26:45 GMT 

Organization: INFONIE 

Lines: 26 

Message-ID: <01bd7842S72a78dc0Sf275f2c3@leader> 
NNTP-Posting-Host: ppp-117-242.infonie.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there, 


I still have problems to use the Function ReadCDDA ( file cdfeed.o in 
sound2light demo written by Colin ) 

I'm using this Function in my GCC project and i can't move it to 
CodeWarrior... 

They're working on at Metrowerk's but it's taking time to correct the ECOFF 
importer... 

Joel Summer found a tips... 

He wrote me 

>You might try e-mailing Colin to ask him to rebuild the .o file as "-Շ 0". 
>That will fix the problem also. 

So...will the Function run with an opt.level of 0 ? (first compiled with 
the level 4...1 think) 
if it's possible can Colin do it for me ? (i have no source code) 

if someone is in the same case ( i really think i'm alone...snif ! ) ...any 
tips ? or Support for my request ? 

I promise my demo is (will be?) a good one... 


Thanks for helpin' 
Cheers, 
Laurent 


—-MESSAGE FILE 15852 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000128 


—--MESSAGE FILE 15853 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000129 


Net Yaroze newsgroups message dump.txt Page 10723 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound, scee.yaroze.freetalk.english 
Subject: Re: DMS player / S2S utility: If you can't access SCEA 

Date: Tue, 05 May 1998 12:09:56 -0700 

Organization: Cisco Systems 

Lines: 64 

Message-ID: <354F6404.5089BCFA@netmagic.net> 

References: <354E2E6A.1DFE2BA3@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:129 scee.yaroze.freetalk 
-english: 820 


Hi, 


I've received a few e-mails asking if there is a way I can send over 
the archive because some members of SCEE don't have SCEA access. 
There is even a better way around this because I didn't store the 

ZIP archive on SCEA but rather on a section of my publicly-accessible 
Yaroze site. Please go to: 


http://www.netmagic.net/~tenchi/yaroze/download/dmstest.zip 


Remember: if you don't have an NTSC TV, you're going to have to 
modify at least 1 line in dmsplay.c, function main(), the call to 


DMSInit(): change DMS_NTSC to DMS_PAL. Then recompile (w/ the 
makefile). You'll probably also need to mess with the video settings 
in the Init() function, too. 

Have fun mutilating your MODs. :P 

- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Elliott Lee wrote: 
Heya, 


I've nearing the completion of a project started nearly a month ago, and 
I've got a usable demo available for download which includes a sample 
S3M file. 


DMS is a rather buggy implementation of a S3M player for the Yaroze, but 
it works! You create an S3M-compatible file, convert it to DMS format, 
load it to the Yaroze, and include some small libraries in your 
executable. If you write your S3M file correctly, you should be able to 
get all 16-channels to play back and still have room for sound effects. 
You can theoretically have more than 1 DMS file playing back at the same 
time, too. 


The DMS player is written for NTSC, but the DMS libraries can be 
configured for either NTSC or PAL. (For lack of a high-resolution timer, 
I'm using the vsync counts.) The code for the player is also included 
in the archive so you can make the necessary adjustments for PAL. 
(Remember to check the DMSInit() call in the main() function!) 


If you're interested in checking this out, go to: 
http://www.netmagic.net/~tenchi/yaroze/ 
and click on the Download link. There is a ZIP archive with: 


- a README.TXT which you should read :Ք 

- DMSPlay (NTSC) 

- Տ25 (DOS utility) 

- TEST1.DMS (a sample song with its accompanying .S3M file) 
- full source code to DMSPlay, DMS, S2S, and other stuff 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 
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NOTE: If you don't have direct SCEA access, you can grab the archive 
directly from: 


http://www.netmagic.net/~tenchi/yaroze/download/dmstest.zip 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 15853 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000129 


VVVVVVV VV 


—--MESSAGE FILE 15854 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000130 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Mark Andrade" <reewq@andradearts.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Mac Sound Tools 

Date: Wed, 06 May 1998 22:32:54 -0700 

Organization: Andrade Arts 

Lines: 12 

Message-ID: <6irgagS6r8@scea> 

NNTP-Posting-Host: hdn105-167.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.0a (190) 


I have a few questions about sound tools for the Mac. 


Are there any available? If not, are there any technical docs for VAG, VB,VH 
and SEQ files? Perhaps the souce for the PC tools? I would like to write 
some tools if there aren't any. For example I'd like to write a plug-in for 
SoundEditPro to import and export vh and vb sound files and to create vabs. 
If I do succeed in 

writing them I'll make them available to everyone of course. Thanks in 
advance. 


Mark Andrade 

mark@andradearts.com 

—-MESSAGE FILE 15854 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000130 


—--MESSAGE FILE 15855 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000131 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.sound 
Subject: Sound 2 Light, - cdfeed.o " 

Date: 12 May 1998 20:37:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <0Olbd7de5$99c2b8a0Se93a63c3@default> 
NNTP-Posting-Host: host5-99-58-233.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 

I've been searching for the sound 2 light demo without success, any chance 
of someone telling me its location, or sending it to me direct would be 
just as good. 


I'm after using the cdfeed.o file for the ReadCDDA function. I'ma 
CodeWorrier - I mean Warrior, has cdfeed.o been updated/recompiled to work 
with it yet? 

Cheers for any info you can give 


Pete. 


—-MESSAGE FILE 15855 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000131 


—-MESSAGE FILE 15856 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000132 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: 13 May 1998 20:09:14 GMT 

Organization: INFONIE 

Lines: 156 

Message-ID: <01bd7e89S95f199e0Sf175f2c3@leader> 

References: <Olbd7de5$99c2b8a0$e93a63c3@default> 

NNTP-Posting-Host: ppp-92-162.infonie.fr 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary="-—-—--=_NextPart_000_01BD7E9A.597A69E0" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ceci est un message multi-parties au format MIME. 


m= == == = _NextPart_000_01BD7E9A.597A69E0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 


Hi pete, 


this is the sound2light demo (Zipped) written by Colin... 
cdfeed.o hasn't been updated/recompiled(with opt"0") to work with CW, 
look at my" Small request to Colin" in this news group... 


cheers 
Laurent 


Pete <Hanno@btinternet.com> a écrit dans l'article 
<O1lbd7de5$99c2b8a0Se93ab63c3@default>... 

> Hi, 

> I've been searching for the sound 2 light demo without success, any 
chance 

of someone telling me its location, or sending it to me direct would be 
just as good. 


I'm after using the cdfeed.o file for the ReadCDDA function. I'ma 
CodeWorrier - I mean Warrior, has cdfeed.o been updated/recompiled to 
ork 

with it yet? 

Cheers for any info you can give 


Pete. 


VVVVVVVV EVV VV V 


=s =s =_NextPart_000_01BD7E9A.597A69E0 

Content-Type: application/octet-stream; name="snd21t.zip" 

—-MESSAGE FILE 15856 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000132 


--MESSAGE FILE 15857 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000133 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: 13 May 1998 21:49:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01lbd7eb8$dd9a4880S$493763c3@default> 

References: <Olbd7de5$99c2b8a0Se93a63c3@default> <01bd7e89$95f199e0$f175f2c3@leader> 
NNTP-Posting-Host: host5-99-55-73.btinternet.com 
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X-Newsreader: Microsoft Internet News 4.70.1161 
Thanks Laurent, 


I've been looking forward to messing with this. Pity CW can't use it. 


Whats happened to the Net Yaroze Team? I havent seen any SCEE replies in a 
long time. 


Pete 


Laurent GAY <mystbeast@infonie.fr> wrote in article 
<O1lbd7e89S95f199e0Sf175f2c3@leader>... 
> Hi pete, 


this is the sound2light demo (Zipped) written by Colin... 
cdfeed.o hasn't been updated/recompiled(with opt"0") to work with CW, 
look at my" Small request to Colin" in this news group... 


VV V V V 


--MESSAGE FILE 15857 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000133 


——MESSAGE FILE 15858 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000134 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Colin_Hughes@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: 14 May 1998 12:21:05 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 336 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jek31Sinpl@emeka.playstation.co.uk> 

Reply-To: Colin_Hughes@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 14 May 1998 11:25:28 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA17156 
for <news@playstation.co.uk>; Thu, 14 May 1998 12:25:01 +0100 (BST) 
From: Colin_Hughes@Playstation.sony.com 
To: news@playstation.co.uk 
Boundary="0__ =Ab5n0Mm7rix6FVBivJH6bkCP4a8wT 3Emv jJggDTDS5NRgssdflmqudAH40" 
Content-—Disposition: inline 


—--0__ =Ab5n0Mm7rix6FVBivJH6bkCP4a8wT 3EmvjggDTD5NRgssdflmqudAH40 
Content-Disposition: inline 


Ok, sorry about the long delay....Here is a cdfeed.o module that should 
work fine on CodeWright 


(See attached file: Cdfeed.o) 


Colin. 

To: Colin_Hughes@scee.sony.co.uk 

eC? (bcc: Colin Hughes) 

From: news@playstation.co.uk 

Subject: Re: Sound 2 Light, - cdfeed.o ":scee.yaroze.programming.sound 


—--0__=Ab5n0Mm7rix6FVBivJH6bkCP4a8wT 3EmvjggDTD5NRgssdflmqudAH40 
Content-—Disposition: inline 


From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: Sound 2 Light, - cdfeed.o " 
Content-Type: multipart/mixed; 
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boundary="———--=_NextPart_000_01BD7E9A.597A69E0" 
Content-Transfer-Encoding: 7bit 


Ceci est un message multi-parties au format MIME. 

Soar = _NextPart_000_01BD7E9A.597A69E0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

Hi pete, 

this is the sound2light demo (Zipped) written by Colin... 

cdfeed.o hasn't been updated/recompiled(with opt"0") to work with CW, 
look at my" Small request to Colin" in this news group... 


cheers 


Laurent 


Pete <Hanno@btinternet.com> a ¿$BqD¿ (Brit dans l'article 
<O1lbd7de5$99c2b8a0Se93ab63c3@default>... 

> Hi, 

> I've been searching for the sound 2 light demo without success, any 
chance 

of someone telling me its location, or sending it to me direct would be 
just as good. 


I'm after using the cdfeed.o file for the ReadCDDA function. I'ma 
CodeWorrier - I mean Warrior, has cdfeed.o been updated/recompiled to 
ork 

with it yet? 

Cheers for any info you can give 


Pete. 


VVVVVVVV EVV VV V 


",/ =_NextPart_000_O1BD7E9A.597A69E0 

Content-Type: application/octet-stream; name="snd21t.zip" 

—-MESSAGE FILE 15858 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000134 


——MESSAGE FILE 15859 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000135 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: 14 May 1998 16:29:59 GMT 

Organization: INFONIE 

Lines: 14 

Message-ID: <01lbd7f£55S6b0b6ae0Sfe75f2c3@leader> 

References: <6jek31Slnpl@emeka.playstation.co.uk> 

NNTP-Posting-Host: ppp-117-254.infonie.fr 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Thanks a lot Colin, 


I'm sorry but i can't find the attached file: Cdfeed.o... 

It look like the file is include in the text-part with a lot of strange 
things 

i tried some other ways to reload your answer but alway the same result: 
a big text-file... 

could you try to post it again please ? 


Cheers, 


Laurent 


Net Yaroze newsgroups message dump.txt Page 10728 


PS: I hope it's not my fault i really tried all possibilities 
—-MESSAGE FILE 15859 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000135 


—-MESSAGE FILE 15860 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000136 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: Thu, 14 May 1998 21:50:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <6jfldj$f40l@chuka.playstation.co.uk> 

References: <6jek31$lnpl@emeka.playstation.co.uk> <01bd7f55$6b0b6ae0$fe75f2c3@leader 
> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


It looks as though Colin's attachment has been screwed up by some fixed line 
length limitation somewhere along the line of posting it! See if you can put 
each single character on the end of the line above and try decoding the 
result! It will take a while but it might work. 


JohnT 


Laurent GAY wrote in message <01lbd7f£55S6b0b6ae0Sfe75f2c3@leader>... 
>Thanks a lot Colin, 

> 

>I'm sorry but i can't find the attached file: Cdfeed.o... 

>It look like the file is include in the text-part with a lot of strange 
>things 

>i tried some other ways to reload your answer but alway the same result: 
>a big text-file... 

>could you try to post it again please ? 

> 

>Cheers, 

> 

>Laurent 

> 

>PS: I hope it's not my fault i really tried all possibilities 


—-MESSAGE FILE 15860 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000136 


——MESSAGE FILE 15861 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000137 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: Thu, 14 May 1998 22:00:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 214 

Message-ID: <6jfm14Sf402@chuka.playstation.co.uk> 

References: <6jek31$lnpl@emeka.playstation.co.uk> <01bd7f55$6b0b6ae0$fe75f2c3@leader 
> <6jfldj$f4o0l@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


It worked! I just done it by copying the attachment text to a text file then 
adjusted the lines and loaded the file into WinZip 6.3 which saw the two 
files perfectly! :) 

I have attached them to this message (hoping the get there better with my 
unrestricted news reader) 


JohnT 
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JohnT wrote in message <6 jfldj$f4o0l@chuka.playstation.co.uk>... 

>It looks as though Colin's attachment has been screwed up by some fixed 
line 

>length limitation somewhere along the line of posting it! See if you can 
put 

>each single character on the end of the line above and try decoding the 
>result! It will take a while but it might work. 

> 

>JohnT 

> 

>Laurent GAY wrote in message <0Olbd7f55S$6b0b6ae0Sfe75f2c3@leader>... 
>>Thanks a lot Colin, 

>> 

>>I'm sorry but i can't find the attached file: Cdfeed.o... 

>>It look like the file is include in the text-part with a lot of strange 
>>things 

>>i tried some other ways to reload your answer but alway the same result: 
>>a big text-file... 

>>could you try to post it again please ? 

>> 

>>Cheers, 

>> 

>>Laurent 

>> 

>>PS: I hope it's not my fault i really tried all possibilities 

> 

> 


—-MESSAGE FILE 15861 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000137 


—-MESSAGE FILE 15862 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000138 

Path: chuka.playstation.co.uk!news 

From: 101655.153@compuserve.com 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Unwanted fading drums 

Date: Thu, 14 May 1998 22:14:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <35676c55.4108250@news.playstation.co.uk> 
References: <3543DC10.78E3A1C@sinclair.net> 
NNTP-Posting-Host: 1d12-242.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/16.451 


Joshua Meeds <dreamer@sinclair.net> wrote: 


>In my SEQ, the drum track keeps fading in and out. I would like it to 
>stay at a constant volume. Լո the original midi file, there are no 
>volume changes or anything of the sort for that track. Does anybody 
>know what's going on, and how to fix it? 


Do the note-on velocities change? If so then perhaps the drum voices 

are particularly velocity sensitive? 

—-MESSAGE FILE 15862 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000138 


—-MESSAGE FILE 15863 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000139 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet .com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: 16 May 1998 18:14:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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Message-ID: <01bd80f6$421f4e60S3b3b63c3@default> 

References: <6jek31$lnpl@emeka.playstation.co.uk> <01bd7f55$6b0b6ae0$fe75f2c3@leader 
> <6jfldj$f4o0l@chuka.playstation.co.uk> <6 jfm14Sf402@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-59-59.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Cheers John :) 
Pete. 


JohnT <johnt@nettech.demon.co.uk> wrote in article 
<6jfm1l4$f402@chuka.playstation.co.uk>... 

> It worked! I just done it by copying the attachment text to a text file 
then 

adjusted the lines and loaded the file into WinZip 6.3 which saw the two 
> files perfectly! :) 

> I have attached them to this message (hoping the get there better with my 
> unrestricted news reader) 
> 
> 


v 


JohnT 


--MESSAGE FILE 15863 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000139 


——MESSAGE FILE 15864 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000140 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound 2 Light, - cdfeed.o " 

Date: 17 May 1998 08:48:19 GMT 

Organization: INFONIE 

Lines: 18 

Message-ID: <01bd8170$6ea0e3c0$fc58f2c3@leader> 

References: <6jek31$lnpl@emeka.playstation.co.uk> <01bd7f55$6b0b6ae0$fe75f2c3@leader 
> <6jfldj$f4ol@chuka.playstation.co.uk> <6 jfm14S$f402@chuka.playstation.co.uk> 
NNTP-Posting-—Host: ppp-88-252.infonie.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Thanks a lot John !! 

Good job ! 

Laurent 

JohnT <johnt@nettech.demon.co.uk> a écrit dans l'article 
<6jfm1l4$f402@chuka.playstation.co.uk>... 


> It worked! I just done it by copying the attachment text to a text file 
then 


> adjusted the lines and loaded the file into WinZip 6.3 which saw the two 
> files perfectly! :) 

> I have attached them to this message (hoping the get there better with my 
> unrestricted news reader) 

> 

> JohnT 

> 


—-MESSAGE FILE 15864 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000140 


—-MESSAGE FILE 15865 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000141 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.sound 

Subject: CDDA Playing-list length (how many tracks on it?) 

Date: 19 May 1998 09:12:03 GMT 

Organization: INFONIE 
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-—-MESSAGE FILE 1687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000390 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Access to American sites 

Date: 24 Feb 1998 19:15:37 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 44 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cvé68p$8dkl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


This is the story: 


ls SCEI and SCEE each provide mirrors of each 

others sites (and SCEA), to improve access speeds 
for members and to remove the need for sending 

and implementing updated user files to each other. 


2. SCEA can't mirror (concerns over US decency 
laws), and instead their Webmaster sends out a lists 
of new members out periodically (they don't provide 
direct FTP access to their Members either). 


There are pros and cons to each approach: 


Mirroring: 
+ reduced access times 
+ easier to adminster (just set up a cron job...) 


= if people have fixed URLS things can fail 


Similar access to all sites: 

+ Links work 

= access takes time to propogate, and is prone to error 
= more admin overhead 


In addition, SCEE has a security policy that requires 
all CGI scripts are in one directory, SCEA has them 
scattered in individual directories. 


Result: Mirror nightmares. 


So a plea to SCEA Members - don't hardcode your 
URLS into your Webpages. 


Hope this helps, 


Paul 


—-MESSAGE FILE 1687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00390 


—-MESSAGE FILE 1688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000391 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Access to American sites 

Date: Tue, 24 Feb 1998 11:38:08 -0800 

Organization: 

Lines: 22 
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Lines: 15 

Message-ID: <01bd8306S0d0de9e0Se475f2c3@leader> 
NNTP-Posting-Host: ppp-117-228.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there, 

On the 3 of February there was a request in this news-group about CDDA 
playlist lengh,but...it seem's there's no solution, exept a big crash in 
your program when you go to far on the CD...So, what's new? 

The Yaroze read the TOC ( Table Of Content ) when you put an audio CD in 
it...if there is no Function to grap this info...please let us know where 
the TOC datas are store in memory...we will do the rest ! 

an other way is to catch the error in the prog ( and not crash ! )...is 


this possible ? 
Cheers, 
Laurent 


—-MESSAGE FILE 15865 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000141 


——MESSAGE FILE 15866 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000142 

Path: chuka.playstation.co.uk!news 

From: peter black <peter.black@virgin.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: SsVabTranfer -1 

Date: Wed, 27 May 1998 00:49:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 159 

Message-ID: <356B550D.488D@virgin.net> 

Reply-To: peter.black@virgin.net 

NNTP-Posting-Host: p42-osterich-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 283240CC34BE" 
X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 

CC: peter, black 


This is a multi-part message in MIME format. 


283240CC34BE 

Content-Type: text/plain; charset=us-ascii; name="help.txt" 
Content-Transfer-Encoding: 7bit 

Content-—Disposition: inline; filename="help.txt" 


hello net yaroze technical people 


i'm having troble making noise 

i have created .vh and .vb files using aiff2vag,mkvab and vabsplit 
i used the simle.def file form psx\bin 

and even creatad a debug.deffile with mkvab -r -o 

i have tried using the waves.vh & waves.vb files from sndemo 

try as i might SsVabTranfer keeps returning the error code -1 

i have attached my source code i hope you can help 

also could someone please explain the difference between 

a void func() and static void func () 


283240CC34BE 

Content-Type: text/plain; charset=us-ascii; name="main.c" 
Content-Transfer-Encoding: 7bit 

Content-—Disposition: inline; filename="main.c" 


/* LANDER 

WRITTEN USING CODE WARRIOR 2 
COPY WRITE PETER BLACK 4.4.98 

E MAIL ME peter.black@virgin.net 


#include <libps.h> 
#include <__rts_info_t__.h> 
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#include "padread.h" 

#define VH_ADDR 0X80090000//.vh loaded here 
#define VB_ADDR 0X800a0000//.vb loaded here 
// MAIN PROGRAM 0X800b0000 

#define OT_LENGTH 1 

#define MVOL 127 
//////////////////////////////////////////////////////////////////////// 
//GLOBAL VARIABLES 

//OT 

GsOT WorldOT[2]; 

GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 

int ActiveBuff; 

//PRIMITIVES 

PACKET GpuPacketArea[2] [524*24]; 


//CONTROLLER BUFFS 
volatile u_char *bb0, *bb1; 
//SOUND RELATED 

short vabID, seq; 


///////////////////////////////////////////////////////////////// 
//STATIC FUNCTION TEMPLATES 


static void ClearOT(); 

static void n 

void init_sound ( 

PTL ALTTLITALT TLL ELL L LAL ALLA LAL AAL LALLA LALLA LAL AALA LALA 
main () 


{ 


// heap starts after the main program on a 16-byte boundary 
unsigned long lclHeapStart=(_end & OxFFFFFFFOL) +0x10; 


// heap extends to the bottom of the stack. 
unsigned long lclHeapSize=((_stack_addr-(_stack_size<<10)) ճ 
OxFFFFFFFOL)-lclHeapStart; 


InitHeap ( (unsigned long *)lclHeapStart, lclHeapSize)j; 


///////////////////////////////////////////////////////////////////// 
//INITIALISE YAROZE SYSTEM 

// 

// PAD BUFFERS 

GetPadBuf (&bb0, &bb1) ; 

//DISPLAY BUFFERS 

SetVideoMode (MODE_NTSC) ; 

GsInitGraph (320,240,4,0,0); 

GsDefDispBuff(0,0,0,240); 

//ORDERING TABLE 


WorldOT[0].length=OT_LENGTH; 
WorldOT[0].org =OTTags[0]; 
WorldoT [1] .length=OT_LENGTH; 
WorldoOT[1].org =OTTags[1]; 
//FONTS 


FntLoad (960,256); 

FntOpen (16,16, 320,240,0,512) 
27111711... 
//MAIN PROGRAM 

// 


init_sound();//SsVabTransfer 


while(1) 

{ 

ClearOT(); 

if (PadOneCross)// checks for button press 
{ 
SsSetMVol (MVOL,MVOL) ; 
SsUtKeyOn (vabID,0,0,48,0,127,127); 
FntPrint ("make noise"); 
FntFlush(-1); 
} 
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DrawOT (); 

} 
}//main terminal 
/7/7/7/777777/7/77/77/77/77/77/77/7777/777777777/7/7/77/77/77/77/77/7777777777777/7/7/7/77/7/ 
/ /FUNCTIONS 
// 


//////////////////////////////////////////////////////////////// 
//CLEAR OT 
// 
static void ClearOT() 
{ 
ActiveBuff=GsGetActiveBuff (); 
GsSetWorkBase ( (PACKET*) GouPacketArea [ActiveBuff]); 
GsClearOt (0,0, &WorldOT [ActiveBuff]); 


} 
///////////////////////////////////////////////////////////////// 
//DRAW OT SWAP DISPLAY BUFFERS 
// 
static void Draw0OT () 

{ 

DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (0,0,0, &WorldOT [ActiveBuff]); 

GsDrawOt (&WorldOT [ActiveBuff]); 


} 
////////////////////////////////////////////////////////////////// 


/* These are bits of code provided by SONY */ 
/* defines */ 


void init_sound() 
{ 
/* VAB opening and transmission to sound buffer */ 
vabID = SsVabTransfer( (u_char*)VH_ADDR, (u_char*)VB_ADDR, -1, 1 ); 
if (vabID < 0) 
{ 
printf ("SsVabTransfer failed (%d)\n", vabID); 
return; 


} 


283240CC34BE-—- 


—-MESSAGE FILE 15866 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000142 


—--MESSAGE FILE 15867 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000143 

Path: chuka.playstation.co.uk!news 

From: “Oliver Hippel" <nospam@spam.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: SsVabTranfer -1 

Date: Wed, 27 May 1998 10:55:01 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6kfo3aSlev5@chuka.playstation.co.uk> 
References: <356B550D.488D@virgin.net> 
NNTP-Posting-—Host: 210.8.106.48 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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if (vabID < 0) 
then there is something wrong with what it is tring to load. 


2 things, I hope your .vb file is less than 64k! 
If of course your program file does start at 0X800b0000. 


The next is make sure that the correct addresses are listed in your .sio 
file. 


HTH 
Oliver. 


BTW, The most reliable method of making the vag file is by using vabtool, 
while complex at first, it provides all the functionality available. 
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—-MESSAGE FILE 15867 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000143 


—-MESSAGE FILE 15868 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000144 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 


Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound, scee.yaroze. 


freetalk.english, scea.yaroze.freetalk 
Subject: DMS v1.1.0 Released 

Date: Sat, 06 Jun 1998 16:18:40 -0700 
Organization: SCEA News Server 

Lines: 41 

Message-ID: <3579CE50.298AF844@jps.net> 
NNTP-Posting-Host: oak-port1507.jps.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:144 scea.yaroze.programm 


ing.sound:189 scee.yaroze.freetalk.english:1103 scea.yaroze.freetalk:698 
Hello, 


That Yaroze MOD player thing that I was working on about 2 months 
ago is finally finished---well, sort of. You can grab it from: 


http://www. jps.net/tenchi/dms_110.zip 


For those who didn't see the other thread, DMS is an S3M player 
for the Yaroze which is a set of library routines that interpret 
its own file. It uses a frame-by-frame polling process and 
supports up to 16 channels of stereo sound with reverb capability. 
All this with very little CPU overhead. 


The dms_110.zip pack should contain: 


— DMSPlay (an example DMS player for NTSC) 
- DMS libraries 

- S2S S3M-to-DMS DOS conversion utility 

- VABtest (Yaroze VAB testing utility) 

- an example S3M file 

- documentation 


After downloading, please see the README.TXT file for instructions 
on compiling and converting files. 


DMS will not play your S3M exactly, but it's pretty close. The 
major things missing are pitch slides, portamento, and vibrato---I 
may eventually get around to fixing that. 


Thanks to everyone with their feedback. Please send me any 
comments you have. 
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p.s. I've changed e-mail addresses to "tenchi@shell.jps.net", 
and my web pages will also be down until I get them 
transferred over from my old ISP... 


Mata ne, tees events 
- Թ) sa tenchi@shell.jps.net Vass 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) sake http://www. jps.net/tenchi 


—-MESSAGE FILE 15868 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000144 


—--MESSAGE FILE 15869 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000145 

Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Pause Sound 

Date: Mon, 08 Jun 1998 14:04:42 +0200 
Organization: CREATRON GmbH 

Lines: 16 

Message-ID: <357BD35A.A6CC16E1@creatron.de> 
NNTP-Posting-Host: 193.30.95.254 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


First of all sorry for my bad english, i hope you understand what I 
mean...:) 


So here’s my problem: 

After very hard work I got all my sound samples running and it sounds 
good. But now I want to pause a sound sample and if I start it again, it 
should start at the place where I paused it. But I cannot find any 
function which realises this. 

I have only samples, so I use only SsUt... -stuff. 

There is a function called SsSeqPause(...), but I don’t know if (and 
how) I can use it and if it would manage my vag-vab, I have no 
experience with sequence-stuff. 


Could anybody help me? 


Eric 
—-MESSAGE FILE 15869 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000145 


—--MESSAGE FILE 15870 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000146 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Pause Sound 

Date: Mon, 08 Jun 1998 15:21:03 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 10 
Message-ID: <357BF34F.B976E4BA@scee.sony.co.uk> 
References: <357BD35A.A6CC16E1@creatron.de> 
NNTP-Posting-Host: camfw0l1.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Eric Bleinagel wrote: 


After very hard work I got all my sound samples running and it sounds 
good. But now I want to pause a sound sample and if I start it again, it 
should start at the place where I paused it. But I cannot find any 
function which realises this. 


> 
> 
> 
> 
> 
> I have only samples, so I use only SsUt... -stuff. 
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Try setting the pitch to zero (using SsUtSetPitch()), then resetting back 

to normal when you want to restart. 

—-MESSAGE FILE 15870 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000146 


—--MESSAGE FILE 15871 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000147 

Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Pause Sound 

Date: Mon, 08 Jun 1998 18:18:14 +0200 

Organization: CREATRON GmbH 

Lines: 19 

Message-ID: <357COEC6.7E757E83@creatron.de> 

References: <357BD35A.A6CC16E1@creatron.de> <357BF34F.B976E4BA@scee.sony.co.uk> 
NNTP-Posting-Host: 193.30.95.254 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hey, it works (with SsUtChangePitch()) | 
Thanks! 


Eric 


James Russell schrieb: 


Eric Bleinagel wrote: 


After very hard work I got all my sound samples running and it sounds 
good. But now I want to pause a sound sample and if I start it again, it 
should start at the place where I paused it. But I cannot find any 
function which realises this. 

I have only samples, so I use only SsUt... -stuff. 


VV NV V V V 


Try setting the pitch to zero (using SsUtSetPitch()), then resetting back 

to normal when you want to restart. 

--MESSAGE FILE 15871 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000147 


VVVVVVVVV VV 


——MESSAGE FILE 15872 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000148 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Soundtracker Format 

Date: Mon, 22 Jun 1998 16:32:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <358E7928.1E1B@enterprise.net> 
Reply-To: elvis@enterprise.net 
NNTP-Posting-Host: ppp189.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Ai, 

Does anyone have a full description of the old SoundTracker / ProTracker 
format from the Amiga? I am attempting to write a player for the PSX. Or 
better still, has anyone already programmed one? 


Cheers, 


Ben. 
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—-MESSAGE FILE 15872 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000148 


—-MESSAGE FILE 15873 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000149 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Soundtracker Format 

Date: Mon, 22 Jun 1998 18:37:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 149 

Message-ID: <6mm4quS$khq7@chuka.playstation.co.uk> 
References: <358E7928.1E1B@enterprise.net> 
NNTP-Posting-Host: userm328.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 5.00.0518.4 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0518.4 


Here's the Protracker 1.1B module format. 


Someone in the "dodgy" developer's scene (you know, those people who seem to 
have tRouBlE with thEiR CaPs 10Ck keY) has done a mod player, and Elliot 
Lee's DMS player will play S3Ms which are quite closely realted to mods. 


Mark 


Ben James <elvis@enterprise.net> wrote in message 
358E7928.1E1B@enterprise.net... 

>Hi, 

> 

>Does anyone have a full description of the old SoundTracker / ProTracker 
>format from the Amiga? I am attempting to write a player for the PSX. Or 
>better still, has anyone already programmed one? 

> 

>Cheers, 

> 

>Ben. 

> 


—-MESSAGE FILE 15873 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000149 


—-MESSAGE FILE 15874 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000150 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Soundtracker Format 

Date: Mon, 22 Jun 1998 12:28:43 -0700 

Organization: Cisco Systems 

Lines: 47 

Message-ID: <358EB06B.55C9258@jps.net> 

References: <358E7928.1E1B@enterprise.net> <é6mm4quSkhq7@chuka.playstation.co.uk> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-246.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Yup, I wrote a system for this and it works okay---some tempo probs. 
Write me for the latest version of it where I actually fixed the 
pitch sliding. :) (tenchi@shell.jps.net) 


You will need to convert your MOD to an S3M format. Why? Because 

it seemed to be the most common ground somewhere between the ProTracker 
and IT/XM formats. I suggest using Impulse Tracker to handle the 
conversion to S3M. 
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The main things not yet supported are certain effects like portamento 
(Gxx), vibrato (Hxx), and appregio (Qxx?). There's other stuff in 

it like enabling hardware reverb and resampling your instruments to 
save space/re-tune them. 


I'm using DMS in a group project right now and it seems to hold up 
pretty well. 


Mark Wilson wrote: 
Here's the Protracker 1.1B module format. 
Someone in the "dodgy" developer's scene (you know, those people who seem to 


have tRouBlE with thEiR CaPs 10Ck keY) has done a mod player, and Elliot 
Lee's DMS player will play S3Ms which are quite closely realted to mods. 


Mark 


Ben James <elvis@enterprise.net> wrote in message 
358E7928.1E1B@enterprise.net... 

>Hi, 

> 

>Does anyone have a full description of the old SoundTracker / ProTracker 
>format from the Amiga? I am attempting to write a player for the PSX. Or 
>better still, has anyone already programmed one? 


VVVVVVVVVVVV VV VV VV VV VV V 


> 
>Cheers, 
> 
>Ben. 
Name: Modform. zip 
Modform. zip Type: Zip Compressed Data (application/x-zip-—compressed) 
Encoding: x-uuencode 
Mata ne, ՀԵ" ի 
- e! sat tenchi@shell.jps.net wise 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Sa http://www. jps.net/tenchi 


—-MESSAGE FILE 15874 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000150 


—-MESSAGE FILE 15875 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000151 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.sound 

Subject: vabsplit 

Date: Wed, 24 Jun 1998 23:57:29 GMT 

Organization: Nowadays 

Lines: 49 

Message-ID: <359190d6.13833227@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppb217.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hihoe.. 
well.. my prob is that after splitting my vabFile, the size of the 
resulting *.vb file is always 0 (NULL) .. is this normal? - well, my 


player is not able to play the waves.. =( 


strange is, that the size of the *.vh file is equal to the size of the 
vabfile! 


the problem could be my define.def file to generate the vabfile .. for 
one *wav file.. 
VabHdr 

form = 'VABp' 

ver = 0x7 

id = 0 

fsize = 0 


ps = 1 


Net Yaroze 


ts = 


vs 


newsgroups message dump.txt 


= 1 


ProgAtr 


0 


tones = 1 
mvol = 
mpan = 


| | 
o = 
AN 
Հ 


VagAtr 0 0 


pan = 64 


vsize 


yan 
asC . nowadayS . www.netlink.ch/nowadayS 
Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 
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—-MESSAGE FILE 15875 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000151 


—--MESSAGE FILE 15876 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000152 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: vabsplit 

Date: Thu, 25 Jun 1998 14:46:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 66 

Message-ID: <359254CF.F64CEF6@ndirect.co.uk> 
References: <359190d6.13833227@news.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-29.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Yannick Suter wrote: 


id = 0 


> hihoe.. 

> well.. my prob is that after splitting my vabFile, the size of the 
> resulting *.vb file is always 0 (NULL) .. is this normal? 

> player is not able to play the waves.. =( 

> 

> strange is, that the size of the *.vh file is equal to the size of the 
> vabfile! 

> 

> the problem could be my define.def file to generate the vabfile 

> one *wav file.. 

> 

> VabHdr 

> form = 'VABp' 

> ver = 0x7 

> 
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fsize = 0 
ps = 1 
LS s= 
vs = 1 


ProgAtr 0 
tones = 1 
mvol = 
mpan = 


Է | 
ՓԻ 
AN 

Հ 


VagAtr 0 0 


vsize 


yan 
asC . nowadayS . www.netlink.ch/nowadayS 
Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Right. I haven't actually seen this problem before, but I suggest you use 
VabTool (which can be downlaoded the SCEE/SCEA sites). VabTool is a 
Windows util which compiles VAGs into a single VAB and bypasses the need 
to create a DEF file. I've had no troubles with Vabsplit with VABs 
created by VabTool. 


Hope that sorts you. 


Herbs 


—-MESSAGE FILE 15876 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000152 


—--MESSAGE FILE 15877 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000153 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: vabsplit 

Date: Fri, 26 Jun 1998 17:13:55 -0700 

Organization: Cisco Systems 

Lines: 84 

Message-ID: <35943943.A05DD8D4@jps.net> 

References: <359190d6.13833227@news.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-246.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Something is probably screwed up with your DEF file. Make sure that you 
follow the header stuff EXACTLY. Use TABS to indent. The mkvab 
utility is very very picky. 
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Message-ID: <34F321A0.1912F7BA@netmagic.net> 
References: <6cv68pS$8dkl@emeka.playstation.co.uk> 
Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Paul_Holman@Playstation.sony.com wrote: 

> Als SCEI and SCEE each provide mirrors of each 

> others sites (and SCEA), to improve access speeds 
> for members and to remove the need for sending 

> and implementing updated user files to each other. 


How often is the mirroring performed? 


Deisl 


> So a plea to SCEA Members - don't hardcode your 

> URLS into your Webpages. 

> 

> Hope this helps, 

> 

> Paul 

Good point. Though, if more of us could get in to the server, 
we could do some error-checking ourselves. :P 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00391 


-—-MESSAGE FILE 1689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000392 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory card Question. 

Date: Tue, 24 Feb 1998 22:23:33 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34F3B8E2.6AEB@bc.sympatico.ca> 

References: <6c90kcSbeol7@chuka.playstation.co.uk> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm02-82.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


T 


You can use the whole darn thing except the ny boot block with the 
speed! 


-nick 
--MESSAGE FILE 1689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00392 


--MESSAGE FILE 1690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000393 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision Detection Shortcut Update 

Date: Tue, 24 Feb 1998 22:30:21 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <34F3BA79.6168@bc.sympatico.ca> 

References: <6caa8e$5bj12@scea> 

Reply-To: Nick_Porcino@studio.disney.com 
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After you've made 


step further: extract the header. 


sure everything is okay, 


mkvab -r -o TEST.DEF MYVAB.VAB 


run mkvab. 
Do something like: 


Page 


Then go one 


Now, check the TEST.DEF file and make sure that it looks very close 


to the original 


.DEF file you created. 


in it or is 0, then you know you screwed up. 


If TEST.DEF has weird things 


Some things I noticed about the DEF file you posted: 


In the VagAtr 0 


0 section: 


- set "prior = 127" 
— set "center = 90" 
— put a blank line after "vag = 1" 


In the vsize section: 


— take all of that out. 


you. 


Try that and let us know if it works... 


Yannick Suter wrote: 


hihoe.. 
well.. 


vabfile! 


one *wav file.. 


VabHdr 


my prob is that after splitting my 
resulting *.vb file is always 0 (NULL) 
player is not able to play the waves.. =( 


form = 'VABp' 
ver = 0x7 


completely. 


fsiz 


id = 0 


e=0 


bh 


ps = 
ts = 
vs = 


PB թ 


ProgAtr 0 
tones = 1 
mvol = 127 
mpan = 64 


VagAtr 0 0 


shift = 0 
min = 0 
max = 127 
pbmin = 0 
pbmax = 0 
ar = 127 
dr = 15 
sr = 0 
ԷՐ: c= 31 
sl = 15 
prog = 0 
vag = 1 
vsize 
0 


yan 
asC . nowadays 
Yan . Net! Yaroze 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


www.netlink.ch/nowadayS 
www.netyaroze-europe.com/~yannick/ 


it will be generated for 


vabFile, the size of the 
is this normal? - well, my 


strange is, that the size of the *.vh file is equal to the size of the 


the problem could be my define.def file to generate the vabfile .. for 
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Mata ne, 


- Թ) suet tenchi@shell.jps.net hes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Se http://www. jps.net/tenchi 


—-MESSAGE FILE 15877 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000153 


—-MESSAGE FILE 15878 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000154 
Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesX.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: VAB Tools, Help Please 

Date: Sun, 28 Jun 1998 13:03:51 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 26 

Message-ID: <35963127.EAF612AB@reality-—bytesxX.demon.co.uk> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, just download the new soundtools and although you are probably very 
busy, I wondered if you could answer a couple of questions for me. 


I was having a lot of trouble with the old command line tools and to see 
something a little more intuitive arrive on the scene is very 
encouraging. 


I think my difficulties now are arising because I am unsure of the 
definition of a few terms in use. 


What is a program ? 
what is a tone ? 


I have managed to make a vag file called PING.VAG, using WAV2VAG.EXE 
it also produced PING.RAW. 


When I run vabtool.exe, it runs fine (I'm running my display at 1280 X 
1024) so no problems seeing the whole picture. how do I get PING.WAV in 
to the VAB file ? 


Any help you can offer, I would be very gratefull for. 
Kevin 
Remove X from Address if you wish to Email me. 


—-MESSAGE FILE 15878 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000154 


——MESSAGE FILE 15879 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000155 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB Tools, Help Please 

Date: Sun, 28 Jun 1998 12:28:26 -0700 

Organization: SCEA News Server 

Lines: 80 

Message-ID: <3596995A.ADF6D85@shell.jps.net> 

References: <35963127.EAF612ABGreality—bytesxX.demon.co.uk> 
NNTP-Posting-Host: oak-port655.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 
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Kevin wrote: 


[ ] 


I think my difficulties now are arising because I am unsure of the 


> 

> definition of a few terms in use. 
> 

> What is a program ? 

> what is a tone ? 


Program and Tone are two things that make up a particular sound in the 
MIDI world. Say you have a bank of sound samples (pianos, guitars, 


guitars, etc.). A Program is an "instrument" made up of those sound 
samples. The Tones are the sound samples that are incorporated in the 
Program. 


For example, say you have a General Midi Drum program. It usually 
consists of 48-70 different Tones, each tone being a different sound 
sample. You would configure the Tones so that only certain keys 
respond to certain Tones---e.g. if hitting C3 played the bass drum, 
you probably wounldn't want the cymbal to be played at the same time. 


Another example, say you have an instrument which is a piano 

with strings and bells all played at the same time. You would create 
a Program with 3 Tones, one tone for the piano, one for the strings, 
and one for the bells. 


So why do they call it a Tone instead of just an audio wave sample? 
The reason is that a Tone is more complicated than just keeping the 
audio data. A tone describes how quickly the Attack or Decay (see 
the ADSR envelope in the User's Guide, I think) or the amount of 
reverb and so on. In the old days when memory was extremely precious, 
you had things like the Roland MT32 MIDI box. Each sound sample was 
like 1K - 4K long and was looped. So, the Tone parameters were used 
to create a soft attack and long decay for, say, the violin sound. 
Then the Programs combined multiple Tones to create a nice warm 

sound. 


> I have managed to make a vag file called PING.VAG, using WAV2VAG.EXE 
> it also produced PING.RAW. 


(Believe it or not, AIFF2VAG works with WAV files.) 
> When I run vabtool.exe, it runs fine (I'm running my display at 1280 X 


1024) so no problems seeing the whole picture. how do I get PING.WAV in 
> to the VAB file ? 


v 


I don't know how VabTool works, so I'll describe my process of making 
sound effects: 


1) I start with a directory of sound samples. 

2) I convert each one of them (some RAW, some WAV) into VAGs. 

3) I create a DEF file and list each one of the VAGs in there. 
For sound effects, almost all programs have 1 tone. 

4) I run MKVAB and that produces my VAB file. 

5) I run MKVAB with the "-r" option to extract the DEF file from 
the VAB and I compare that against the DEF file I originally 
wrote. If both files are about the same, then the VAB- 
making process succeeded. If not, usually there was an 
error in the DEF file (e.g. typo, not enough spacing, 
not using tab characters for delimiters). 

6) I run VABSPLIT to make the final product. 


If you're converting some MIDI stuff to SEQ format and need to create 
the sound banks (if you're not using the supplied General Midi banks), 
then you may end up having to do a lot of handiwork to create the 
multiple tones for each program. 


I hope that helps a little.... 
Any help you can offer, I would be very gratefull for. 


> 
> 
> Kevin 
> 
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> Remove X from Address if you wish to Email me. 


Mata ne, 


- e! oe tenchi@shell.jps.net t 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) see), http://www. jps.net/tenchi 


tid tid 


—-MESSAGE FILE 15879 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000155 


—--MESSAGE FILE 15880 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000156 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-bytesxX.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB Tools, Help Please 

Date: Sun, 28 Jun 1998 22:06:29 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 16 
Message-ID: <3596B055.5BA8F90B@reality-—bytesX.demon.co.uk> 

References: <35963127.EAF612AB@reality—bytesX.demon.co.uk> <3596995A.ADF6D85@shell.j 
ps.net> 

NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks for help, I'm gonna work through this lot and see how I get on. Will 
keep you posted. 


Sound is one major thing missing from my latest game and to get it sorted 
would be great. 


Thanks. 
Kevin. 


Remove 'X' from address to Email me. 


—-MESSAGE FILE 15880 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000156 


—--MESSAGE FILE 15881 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000157 

Path: chuka.playstation.co.uk!news 

From: "michael.resch" <michael.resch@metronet.de> 
Newsgroups: scee.yaroze.programming.sound 
Subject: TOC 

Date: Mon, 29 Jun 1998 23:53:06 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <35980CC2.3F5Beémetronet .de> 
NNTP-Posting-Host: md33-078.mun.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Hi, 


does anyone know how i can get the TOC (TableOfContest) of an 
Audio CD ??? 


cu 
Mike 


Net Yaroze newsgroups message dump.txt Page 10745 


—-MESSAGE FILE 15881 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000157 


——MESSAGE FILE 15882 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000158 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: TOC 

Date: Tue, 30 Jun 1998 18:03:27 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <35991A5F.8258FED4@ndirect.co.uk> 
References: <35980CC2.3F5B@metronet.de> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-39.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


michael.resch wrote: 
Hi, 


> 

> 

> does anyone know how i can get the TOC (TableOfContest) of an 
> Audio CD ??? 
> 
> 
> 


cu 
Mike 


Sorry, no. This is one of those unanswered questions. It doesn't 
appear to be possible. 


Herbs 


—-MESSAGE FILE 15882 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000158 


——MESSAGE FILE 15883 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000159 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: TOC 
Date: Wed, 1 Jul 1998 15:42:32 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6ne2hf$57112@scea> 

References: <35980CC2.3F5B@metronet .de> 
NNTP-Posting-Host: sud-tcsl-port20.vianet.on.ca 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


XU: is I have a freeware util called TOC.EXE that will give you the full 
table of contents for an audio CD.... The only catch is that it's for SCSI 
drive's only... 


Still interested??? 


michael.resch wrote in message <35980CC2.3F5B@metronet.de>... 
>Hi, 

> 

>does anyone know how i can get the TOC (TableOfContest) of an 
>Audio CD ??? 

> 

>cu 
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> Mike 


—-MESSAGE FILE 15883 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000159 


——MESSAGE FILE 15884 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000160 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: TOC 
Date: Wed, 1 Jul 1998 15:45:49 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <6ne208$57113@scea> 

References: <35980CC2.3F5B@metronet .de> 
NNTP-Posting-Host: sud-tcsl-port20.vianet.on.ca 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The original address for the utils is 
http://www.goldenhawk.com/products/freeware.htm 
I think it's under CDTOOLS.EXE or something like that.. 


Later 
Steve Tolin 
titan@vianet.on.ca 


michael.resch wrote in message <35980CC2.3F5B@metronet.de>... 
>Hi, 

> 

>does anyone know how i can get the TOC (TableOfContest) of an 
>Audio CD ??? 

> 

>cu 

> Mike 


—-MESSAGE FILE 15884 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000160 


—-MESSAGE FILE 15885 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000161 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: TOC 
Date: Wed, 1 Jul 1998 16:14:05 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6ne4dj$57114@scea> 

References: <35980CC2.3F5B@metronet.de> <6ne2hf$57112@scea> 
NNTP-Posting-Host: sud-tcsl-port10.vianet.on.ca 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sorry about that the new version supports many IDE drives.. 


Hope this helps.. 


Steve Tolin wrote in message <6ne2hf$57112@scea>... 

PMU rsa I have a freeware util called TOC.EXE that will give you the 
full 

>table of contents for an audio CD.... The only catch is that it's for 
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SCSI 

>drive's only... 

> 

>Still interested??? 

> 

> 

>michael.resch wrote in message <35980CC2.3F5B@metronet.de>... 
>>Hi, 

>> 

>>does anyone know how i can get the TOC (TableOfContest) of an 
>>Audio CD ??? 

>> 

>>cu 

>> Mike 

> 

> 


—-MESSAGE FILE 15885 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000161 


—-MESSAGE FILE 15886 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000162 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: TOC 

Date: Fri, 03 Jul 1998 19:01:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <359D1C5F.270EB608@ndirect.co.uk> 

References: <35980CC2.3F5B@metronet.de> <35991A5F.8258FED4@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 


appear to be possible. 


> michael.resch wrote: 

> 

> > Hi, 

>> 

> > does anyone know how i can get the TOC (TableOfContest) of an 
> > Audio CD ??? 

>> 

> > cu 

> > Mike 

> 

> Sorry, no. This is one of those unanswered questions. It doesn't 
> 

> 


I assumed that Mike meant from within Yaroze code. Did I assume wrong? 


Herbs 


—-MESSAGE FILE 15886 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000162 


—-MESSAGE FILE 15887 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000163 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: SsVabTransfer locks up! 
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Date: Sat, 04 Jul 1998 12:36:41 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <359E8449.860@dial.pipex.com> 
NNTP-Posting-Host: userm538.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi 


I think Ive asked for help on this before but 
didnt get any response. Anyway, 111 try again so here goes... 


Can anyone tell me why SsVabTransfer fails and causes the 
Yaroze to lock-up when I have the stack setup in the DCache. 
Everything works fine when I have the stack in main memory. 


Any help would be greatly appreciated! 


-Chris 
--MESSAGE FILE 15887 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000163 


——MESSAGE FILE 15888 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000164 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.sound 

Subject: Converting .WAV files 

Date: Mon, 20 Jul 1998 20:32:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35b3a86d.799038@news.playstation.co.uk> 
NNTP-Posting-Host: p58-finch-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Is there a size limit on the files that the wav2vag program can create 
? I tried converting some samples at the weekend which the source 
WAV file size varied from 198,000 to about 480,000 bytes and once run 
through wav2vag the vag file is always 83,504 bytes no matter the size 
of the .WAV file. 


In the end I had to split up the samples which allowed me to create 
something even wierder than the original plan but thats another 
story.... 


Richard. 


http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 15888 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000164 


——MESSAGE FILE 15889 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000165 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Converting .WAV files 

Date: Mon, 20 Jul 1998 17:31:26 -0700 

Organization: Cisco Systems 

Lines: 29 

Message-ID: <35B3E15E.502E9BO7@jps.net> 

References: <35b3a86d.799038@news.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Try feeding your WAV through the AIFF2VAG converter? (It will handle 
the WAV files just fine, IMO.) As for a sample THAT large?! You're 
not recording background music are you? If so there are a few other 
options... 


- e! 
Richard Cutting wrote: 


Is there a size limit on the files that the wav2vag program can create 
? I tried converting some samples at the weekend which the source 
WAV file size varied from 198,000 to about 480,000 bytes and once run 
through wav2vag the vag file is always 83,504 bytes no matter the size 
of the .WAV file. 


In the end I had to split up the samples which allowed me to create 
something even wierder than the original plan but thats another 
story.... 


Richard. 


VVVVVVVVVVVV VV 


http://www.netyaroze-europe.com/~rcutting 


Mata ne, Bist Հոտ 

- e! seek tenchi@shell.jps.net ss 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) are http://www. jps.net/tenchi 


—-MESSAGE FILE 15889 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000165 


—--MESSAGE FILE 15890 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000166 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Converting .WAV files 

Date: Tue, 21 Jul 1998 17:48:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <35b4d2e9.622707@news.playstation.co.uk> 

References: <35b3a86d.799038@news.playstation.co.uk> <35B3E15E.502E9BO7@jps.net> 
NNTP-Posting-Host: p40-buzzard-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 20 Jul 1998 17:31:26 -0700, Elliott Lee <tenchi@jps.net> 
wrote: 


>Try feeding your WAV through the AIFF2VAG converter? (It will handle 
>the WAV files just fine, IMO.) As for a sample THAT large?! You're 
>not recording background music are you? If so there are a few other 
>options... 

> 

>- e! 

> 

>Richard Cutting wrote: 

>> 

>> Is there a size limit on the files that the wav2vag program can create 
>> ? I tried converting some samples at the weekend which the source 

>> WAV file size varied from 198,000 to about 480,000 bytes and once run 
>> through wav2vag the vag file is always 83,504 bytes no matter the size 
>> of the .WAV file. 

>> 

>> In the end I had to split up the samples which allowed me to create 

>> something even wierder than the original plan but thats another 

>> story.... 

>> 

>> Richard. 
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>> 

>> http://www.netyaroze-europe.com/~rcutting 

> 

>—— 

>Mata ne, Jats 

>- e! sat tenchi@shell.jps.net 

> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
> (Tenchikun) a http://www.jps.net/tenchi 


> tid EA 


Nope it's not for background music, I was just arseing around on 
Sunday afternoon with a large scrolling alien thingy and I thought it 
would be fun to stick some sounds on to go with it and having just 
sussed out how to get the Yaroze singing that week I wanted an outlet 
for my new found skills. What I've been doing is to take samples off 
of a music CD which get captured in .WAV format and use them on the 
Yaroze. As it happens splitting them up gets an even groovier effect 
as they are played at random so in effect you get random bits of 
sound. 


For anyone who's interested I've knocked up a quick and dirty sound 
tutorial on my web page as I did go through some pain in getting it to 
work and hopefully it'll help others avoid it ! You can find it under 
the 'help' button. 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 15890 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000166 


—--MESSAGE FILE 15891 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000167 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.sound 
Subject: MIDI_EDITOR 

Date: 1 Aug 1998 09:08:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <01lbdbd2d$254e2c20S$88alf7c2@manolo> 
NNTP-Posting-Host: ip008.pool-05.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi,i'm searching a program to create music in midi format,if someone know 
where i can find one,please help me! 


Diotallevi Emanuele 


-—-MESSAGE FILE 15891 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000167 


—-MESSAGE FILE 15892 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000168 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Standard_VB_VH 

Date: 1 Aug 1998 09:11:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <0Olbdbd2d$85f2c5e0$88alf7c2@manolo> 
NNTP-Posting-Host: ip008.pool-05.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have the standard .vb and .vh files ,but i want to use the standard .vab 
file in vabtool but i didn't find it ,if someone have the Std.vab,please 
help me! 


Thanks,Diotallevi emanuele 
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NNTP-Posting-Host: vcta01lm02-82.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I've got some 2d collision detection tips on my homepage, and the 
concepts extend to 3d. Here's one of them: 


3. Stick Figures. Say 

you've got a figure like a character in a 2d fighter. Make a simple 
stick figure that mimics the shape and motion of the sprite, ie: a 

line for the head, a line for upper arm, lower arm, hand, two lines 

for the torso, etc. etc. Then to do hit detect with the other character 
in the game all you have to do is treat each line as a fat line and 
check them against the fat lines in the other character. This has 

the advantage of letting you know that the hand connected with 

the noggin. 


Unfortunately I forgot to put <PRE> tags on the collision page so it's 
all jammed together and hard to read, but anyway here's the URL for my 
sucky homepage if you're interested: 
http://www.scea.sony.com/net/yaroze/pages/nporcino.html 

Click on the purple dot beside the "Some collision detection tips" 
entry. Why did I write such dumb HTML? Chalk it up to trying to figure 


out wacky things to do in frames. I'll fix it someday. I promise. 


—nick 


Page 1076 


--MESSAGE FILE 1690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00393 


—-MESSAGE FILE 1691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000394 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Tue, 24 Feb 1998 22:32:03 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34F3BADF.5A17@bc.sympatico.ca> 


References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 


F7C.3E149E37@access.ch> 

Reply-To: Nick_Porcino@studio.disney.com 
NNTP-Posting-Host: vcta01lm02-82.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I think the "morph" or is it the "torus" demo on the scee site does 
environment mapping using the technique you describe. 


—nick 


--MESSAGE FILE 1691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00394 


--MESSAGE FILE 1692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000395 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 


r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Access to American sites 

Date: 25 Feb 1998 08:57:47 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 15 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d0mebSa6il@emeka.playstation.co.uk> 
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-—-MESSAGE FILE 15892 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000168 


—-MESSAGE FILE 15893 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000169 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MIDI_EDITOR 

Date: Sat, 01 Aug 1998 12:04:40 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35C366C8.8B101B1E@sinclair.net> 

References: <Olbdbd2d$254e2c20$88alf7c2@manolo> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Check out http://www.midisoft.com for Midisoft Recording Studio. They 
have free demos, I'm not sure how limited they are. 


Emanuele Diotallevi wrote: 

> 

> Hi,i'm searching a program to create music in midi format,if someone know 
> where i can find one,please help me! 

> 

> Diotallevi Emanuele 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 15893 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000169 


—--MESSAGE FILE 15894 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000170 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Standard_VB_VH 

Date: Sat, 01 Aug 1998 19:26:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35c36a6f.2171113@news.playstation.co.uk> 
References: <Olbdbd2d$85f2c5e0$88alf7c2@manolo> 
NNTP-Posting-Host: p4l1-griffon-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 1 Aug 1998 09:11:23 GMT, "Emanuele Diotallevi" <g.mork@flashnet.it> 
wrote: 


>I have the standard .vb and .vh files ,but i want to use the standard .vab 
>file in vabtool but i didn't find it ,if someone have the Std.vab, please 


>help me! 

> 

>Thanks,Diotallevi emanuele 

> 

You already have it | std0O.vab would simply be std0.vh and std0.vb 


concatenated into the single file std0.vab. 
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Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 15894 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000170 


--MESSAGE FILE 15895 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000171 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: MIDI_EDITOR 

Date: Mon, 03 Aug 1998 17:23:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <35C5E41F.BCA7FF72@ndirect.co.uk> 
References: <Olbdbd2d$254e2c20$88alf7c2@manolo> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-10.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Emanuele Diotallevi wrote: 


> Hi,i'm searching a program to create music in midi format,if someone know 
> where i can find one,please help me! 
> 


Are you wanting a decent cormercial package, or free stuff off the net? BTW 
Midi editors are more widely known as Midi Sequencers. 


Comercial titles worth checking out: 


Steinberg (spelling?) Cubase - very common in recording studios in Europe. 1 
beleive they have a cheap, cut-down but very adequate version called Cubasis. 


Emagic Logic Audio - serious stuff! (expensive too) 
Cakewalk Express - Personally I don't like it, but it's standard stuff in the 
US. 


Or you might like to try searching WebCrawler for "Free MIDI Sequencer" or 
something... You never know. :) 


Herbs 


—-MESSAGE FILE 15895 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000171 


—--MESSAGE FILE 15896 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000172 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <colin_hughes@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MIDI_EDITOR 

Date: Mon, 3 Aug 1998 17:39:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6q4pm9S7vol@chuka.playstation.co.uk> 

References: <Olbdbd2d$254e2c20$88alf7c2@manolo> <35C5E41F.BCA7FF72@ndirect.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've just bought Computer Shopper Issue 127 which has a Midi Sequencer call 
Evolution Audio Lite, this may be usefull.. 
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Colin. 

Alex Herbert wrote in message <35C5E41F.BCA7FF72@ndirect.co.uk>... 

> 

> 

>Emanuele Diotallevi wrote: 

> 

>> Hi,i'm searching a program to create music in midi format,if someone know 
>> where i can find one,please help me! 

>> 

> 

>Are you wanting a decent cormercial package, or free stuff off the net? 
BTW 

>Midi editors are more widely known as Midi Sequencers. 

> 

>Comercial titles worth checking out: 

> 

>Steinberg (spelling?) Cubase - very common in recording studios in Europe. 
1 

>beleive they have a cheap, cut-down but very adequate version called 
Cubasis. 

> 

>Emagic Logic Audio - serious stuff! (expensive too) 

>Cakewalk Express - Personally I don't like it, but it's standard stuff in 
the 

>US. 

> 

>Or you might like to try searching WebCrawler for "Free MIDI Sequencer" or 
>something... You never know. :) 

> 

>Herbs 

> 

> 


10753 


-—-MESSAGE FILE 15896 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000172 


——MESSAGE FILE 15897 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000173 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <colin_hughes@playstation.sony.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: SsVabTransfer locks up! 

Date: Mon, 3 Aug 1998 17:42:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6q4pr4S$7vo2@chuka.playstation.co.uk> 
References: <359E8449.860@dial.pipex.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The D-cache stack is only 1k in size, so you should only use it for tight 
code loops, not your whole game 


Colin. 


Chris Chadwick wrote in message <359F8449.860@dial.pipex.com>... 
>Hi 

> 

>I think Ive asked for help on this before but 

>didnt get any response. Anyway, 111 try again so here goes... 
> 

>Can anyone tell me why SsVabTransfer fails and causes the 
>Yaroze to lock-up when I have the stack setup in the DCache. 
>Everything works fine when I have the stack in main memory. 

> 

>Any help would be greatly appreciated! 

> 

>-Chris 
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-—-MESSAGE FILE 15897 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000173 


——MESSAGE FILE 15898 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000174 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Standard_VAB_Names 

Date: 4 Aug 1998 09:55:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <Olbdbf8£$41340a40S7bbff£7c2@manolo> 
NNTP-Posting-Host: ip059.pool-02.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi guys,thank fo all informations ,now i 'll to know the name of each 
standard tone,and if someone know how i can create a new bank. 
Thanks ,Emanuele Diotallevi 


—-MESSAGE FILE 15898 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000174 


—-MESSAGE FILE 15899 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000175 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: Standard_VAB_ Names 

Date: Tue, 04 Aug 1998 17:18:45 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 

Message-ID: <35C73464.8B687FA@ndirect.co.uk> 
References: <Olbdbf8f$41340a40S7bbff7c2@manolo> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-52.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Emanuele Diotallevi wrote: 


> Hi guys,thank fo all informations ,now i '11 to know the name of each 
> standard tone,and if someone know how i can create a new bank. 
> Thanks ,Emanuele Diotallevi 


Just to let you know... 


The standard vab follows the GM (General Midi) standard. GM was 
introduced by Roland (who make audio-production stuff, synths etc) so 
that compositions recorded on one synth can play with the correct sounds 
on another synth. (As long as they are both synths are GM.) 


All GM synths have the same first 128 instruments (programs). Not all GM 
synths sound the same, but at least the sounds will be similar. GM is 
like the synth equivalent to ASCII. 


GM synths tend to have much more memory for their wave tables than the 
PSX, which means that the standard vab has a lot of duplication of 
sounds. E.g. many of the guitar sounds in the standard vab sound 
identical, whereas on a synth there would be subtle differences between 
them. 


Fortunately, there are a lot of people with GM synths and soundcards, and 
there are thousands of tunes to be found on the net in GM format. So, 
you can download a midi file, convert it to a .SEQ file, and play it 
without modification on the PSX using the standard VAB. Cool eh? 


Net Yaroze newsgroups message dump.txt 


But, 


un 


available. 


on 


I can dig out a copy of the GM program specification if you like. 


This means that you can buil 
ly contain the sounds used in the midi file. 


know and I'll post a copy here. 


Herbs 


Having said that though, 
like the 128 GM programs 
ld banks of sounds yourself which 


because of the shortage of wave table memory on the PSX, the tunes 
hardly ever sound as good as they should. 
likely that a tune will use anything 


it's 


Let me 


Page 
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-—-MESSAGE FILE 15899 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000175 


——MESSAGE FILE 15900 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000176 
chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
scee.yaroze.programming.sound 
Standard_VAB_Names 


Path: 


Date: 


Lines 


Reply 


X-Mailer: 


Newsgroups: 
Subject: 


Tue, 


Organization: 


: 1:81. 


Message-ID: 
References: 
Toz 
NNTP-Posting-Host: 
Mime-Version: 
Content-Type: text/plain; 

Content-Transfer-Encoding: 
Mozilla 4.04 


Re: 
04 Aug 1998 17:32:16 +0000 
PlayStation Net Yaroze 


<35C7378F.7FAA87! 


(SCEE) 


E8@ndirect.co.uk> 


<Olbdbf8£$41340a40S7bbfFf7c2@manolo> <35C73464. 8B687FA@ndirect.co.uk> 


1.0 


[en] 


Alex Herbert wrote: 


> I can dig out a copy of the GM program specification if you like. 


aherbert@ndirect.co.uk 
dialin2-52.ndirect.co.uk 


charset=us-ascii 
7bit 


(Win95; I) 


> know and I'll post a copy here. 


> 


Just found this in a earlier post from Mario Perdue. 


OO —1 OO Ol P OON Pr — 


ԺՄՊԿԿՊՊՊՊՎՊՊՊՎ ՊՎՊՎՊՎՊՎՊՊՎՊՎՊՊՎՊՎՊՊՎՊՎՊՊՊՎՊՎՊՎՊ 


Prog# 


= 
| 
Փ 


(17-24 


(33-40 


(groups sounds into sixteen families, 


Instrument 


PIANO) 
Acoustic Grand 
Bright Acoustic 
Electric Grand 
Honky-Tonk 
Electric Piano 1 
Electric Piano 2 
Harpsichord 
Clav 


ORGAN) 
Drawbar Organ 
Percussive Organ 
Rock Organ 
Church Organ 
Reed Organ 
Accoridan 
Harmonica 
Tango Accordian 


BASS) 


TABLE 1 - General MIDI Instrument Patch Map 


Prog# 


(9-16 


Instrument 


CHROM P 
Celesta 
Glockensp 
Music Box 
Vibraphon 
Marimba 
Xylophone 
Tubular B 
Dulcimer 


(25-32 
Acoustic 
Acoustic 

Electric 

Electric 


w/8 instruments in each family) 


ERCUSSION) 
iel 


e 


ells 


GUITAR) 
Guitar 
Guitar 
Guitar (jazz) 
Guitar (clean) 


nylon) 
steel) 


anana 


Electric 
Overdrive 
Distortio 


Guitar (muted) 
n Guitar 
n Guitar 


Guitar Ha 


(41-48 


rmonics 


STRINGS) 


Let me 


Does this help at all? 
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VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


(49-56 


(65-72 


(81-88 


(97-104 


(113-12 
EFFECTS) 
113 
114 
115 
116 
117 
118 
119 
120 


Acoustic Bass 
Electric Bass (finger) 
Electric Bass (pick) 
Fretless Bass 

Slap Bass 1 

Slap Bass 2 

Synth Bass 1 

Synth Bass 2 


ENSEMBLE) 
String Ensemble 1 
String Ensemble 2 
SynthStrings 1 
SynthStrings 2 
Choir Aahs 
Voice Oohs 
Synth Voice 
Orchestra Hit 


REED) 
Soprano Sax 
Alto Sax 
Tenor Sax 
Baritone Sax 


Oboe 

English Horn 

Bassoon 

Clarinet 

SYNTH LEAD) 

Lead 1 (square) 

Lead 2 (sawtooth) 

Lead 3 (calliope) 

Lead 4 (chiff) 

Lead 5 (charang) 

Lead 6 (voice) 

Lead 7 (fifths) 

Lead 8 (bass+lead) 

SYNTH EFFECTS) 

FX 1 (rain) 

FX 2 (soundtrack) 
FX 3 (crystal) 

FX 4 (atmosphere) 
FX 5 (brightness) 
FX 6 (goblins) 

FX 7 (echoes) 

FX 8 (sci-fi) 

0 PERCUSSIVE) 
Tinkle Bell 
Agogo 
Steel Drums 
Woodblock 


Taiko Drum 
Melodic Tom 
Synth Drum 
Reverse Cymbal 


TABLE 2 - General MIDI Percussion Key Map 


Violin 

Viola 

Cello 

Contrabass 

Tremolo Strings 
Pizzicato Strings 
Orchestral Strings 


եռ 


Timpani 


(57-64 BRASS) 
Trumpet 

Trombone 

Tuba 

Muted Trumpet 
French Horn 
Brass Section 
SynthBrass 1 
SynthBrass 2 


(73-80 PIPE) 
Piccolo 

Flute 
Recorder 

Pan Flute 
Blown Bottle 


Skakuhachi 


Whistle 
Ocarina 
(89-96 SYNTH PAD) 
Pad 1 (new age) 
Pad 2 (warm) 
Pad 3 (polysynth) 
Pad 4 (choir) 
Pad 5 (bowed) 
Pad 6 (metallic) 
Pad 7 (halo) 
Pad 8 (sweep) 
(105-112 ETHNIC) 
Sitar 
Banjo 
Shamisen 
Koto 
Kalimba 
Bagpipe 
Fiddle 
Shanai 
(121-128 SOUND 


Guitar Fret Noise 
Breath Noise 
Seashore 

Bird Tweet 
Telephone Ring 
Helicopter 
Applause 

Gunshot 


(assigns drum sounds to note numbers. MIDI Channel 10 is for 


percussion 


MIDI Dru 
Key 


) 


m Sound 


3:5 Acoustic Bass Drum 
36 Bass Drum 1 

37 Side Stick 

38 Acoustic Snare 


Drum Sound 


Ride Cymbal 2 
Hi Bongo 
Low Bongo 
Mute Hi Conga 
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39 Hand Clap 63 Open Hi Conga 
40 Electric Snare 64 Low Conga 
41 Low Floor Tom 65 High Timbale 
42 Closed Hi-Hat 66 Low Timbale 
43 High Floor Tom 67 High Agogo 
44 Pedal Hi-Hat 68 Low Agogo 
45 Low Tom 69 Cabasa 
46 Open Hi-Hat 70 Maracas 
47 Low-Mid Tom 71 Short Whistle 
48 Hi-Mid Tom 72 Long Whistle 
49 Crash Cymbal 1 73 Short Guiro 
50 High Tom 74 Long Guiro 
51 Ride Cymbal 1 TƏ Claves 
52 Chinese Cymbal 76 Hi Wood Block 
53 Ride Bell ET Low Wood Block 
54 Tambourine 78 Mute Cuica 
55 Splash Cymbal 79 Open Cuica 
56 Cowbell 80 Mute Triangle 
57 Crash Cymbal 2 81 Open Triangle 
58 Vibraslap 
TABLE 3 - General MIDI minimum sound module specs 
Voices: 


percussion. 
Channels: 


always on Channel 10. 
Instruments: 


numbers). 
Note on/Note off: 


Additional Channel Messages: 


Pitch Bend 
Power-Up Defaults: 
Pitch Bend Amount = 0 


Volume = 90 


VN V N N NV V V NV NV N N NV NV Y NV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 15900 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000176 


Octabe Registration: Middle C(C3) 
including percussion respond to velocity. 


Channel Pressure (Aftertouch) 


All Other Controllers = reset 


(timbre). 


A minimum of either 24 fully dynamically allocated voices 
available simultaneously for both melodic and percussive sounds or 16 
dynamically allocated voices for melody plus eight for 


General MIDI mode supports all sixteen MIDI channels. Each 
channel can play a variable number of voices 
can play a different instrument 


(polyphony). Each channel 
Keybased Percussion is 


A minimum of sixteen different timbres playing various instrument 
sounds. A minimum of 128 preset for Intruments 


(MIDI program 


MIDI key 60. All Voices 


Controllers: 
Controller # Description 
1 Modulation 
7 Main Volume 
10 Pan 
լ Expression 
64 Sustain 
121 Reset All Controllers 
123 All Notes Off 
Registered Description 
Parameter # 
0 Pitch Bend Sensitivity 
1 Fine Tuning 
2 Coarse Tuning 


Pitch Bend Sensitivity = +-2 semitones 
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——MESSAGE FILE 15901 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000177 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Mac Sound Tools 

Date: Fri, 07 Aug 1998 04:46:34 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35CABEE9.1922@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>I have a few questions about sound tools for the Mac. 


>Are there any available? If not, are there any technical docs for 
>VAG, VB,VH and SEQ files? 


I found a handy sound conversion tool on the SCEE website called 
AIFF2VAG. It does a slick drag n' drop conversion of 16-bit AIFF sound 
to VAG files :) (Note: I haven't had any luck with it's "preview" 
option... it always seems to freeze my machine.) 


You can grab it at: 
<http://www.netyaroze-europe.com/yaroze/ftp/utils/mac/aiff2vag/aiff2vag.zip> 


As for other tools, there are none for the Yaroze that I'm aware of. I 
heard a vicious rumor that the pro kit has plenty of Mac sound tools 
(for the obvious reason that sound techs frequently use Macs), but some 
bit of hardware is required to use them... 


- Gerrit 


PS - If you've turned up any other Mac sound tools I'd like to know 

about 'em! Thanks. <gerrit@funnytown.com> 

-—-MESSAGE FILE 15901 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000177 


——MESSAGE FILE 15902 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000178 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Mac Sound Tools 

Date: 7 Aug 1998 10:42:08 GMT 

Organization: SCEE 

Lines: 32 

Message-ID: <01lbdcl8cS$6985cac0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6irgag$6r8@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Check the Net Yaroze ftp site under utils for mac tools. For 

the technical docs you can download the "fileformat.pdf" file from 
the SCEA members website along with a "sound.html" file. The 

SCEA website is very organised you should be able to find it no 
problem! 


Regards, 
George@SCEE 
Mark Andrade <reewq@andradearts.com> wrote in article <6irgagS6r8@scea>... 


> I have a few questions about sound tools for the Mac. 
> 
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> Are there any available? If not, are there any technical docs for VAG, 
VB, VH 

> and SEQ files? Perhaps the souce for the PC tools? I would like to 
write 

> some tools if there aren't any. For example I'd like to write a plug-in 
for 

> SoundEditPro to import and export vh and vb sound files and to create 
vabs. 

If I do succeed in 

writing them I'll make them available to everyone of course. Thanks in 
advance. 


Mark Andrade 
mark@andradearts.com 


—-MESSAGE FILE 15902 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000178 


--MESSAGE FILE 15903 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000179 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Standard_VAB_ Names 

Date: Wed, 12 Aug 1998 13:58:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35D1916F.6CD8B38F@nospam.easynet.co.uk> 

References: <Olbdbf8f£$41340a40S7bbff7c2@manolo> <35C73464.8B687FA@ndirect.co.uk> <35 
C7378F.7FAA87E8@ndirect.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> 


Just to add to what Alex wrote, when using STDO.VAB, drums have to be assigned 
to GM prog# 127, or the PSX won't play them properly. 


Any midi files downloaded from the Net that contain drum tracks *havex to have 
their drum tracks reassigned to GM #127. You'll need a midi sequencer to do 
this. 


Unmodified midi -> seq files with drum tracks tend to sound like a drunken brass 
band. Try it and you'll see what I mean! 


Phil 


--MESSAGE FILE 15903 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000179 


——MESSAGE FILE 15904 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000180 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.programming.sound 
Subject: SMF Format-—0 

Date: Wed, 19 Aug 1998 00:58:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <35DA1527.E7A43D22@enterprise.net> 
NNTP-Posting-Host: pppll16.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Help! I've got a cool format-0O .MID file I want to put in my GDUK entry 
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but SMF2SEQ only supports format-1. Is there an alternative converter 
around? Or, something to convert from format-0 to format -1. 
Any assistance would be greatly appreciated! 


Cheers 
Ben 


elvis@enterprise.net 

(~madmonk) 

—-MESSAGE FILE 15904 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000180 


—-MESSAGE FILE 15905 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000181 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: SMF Format-—0 

Date: Wed, 19 Aug 1998 14:33:54 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <35DAD442.BFC199F0@ndirect.co.uk> 
References: <35DA1527.E7A43D22@enterprise.net> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-13.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Ben James wrote: 


Help! I've got a cool format-0 .MID file I want to put in my GDUK entry 
but SMF2SEQ only supports format-1. Is there an alternative converter 
around? Or, something to convert from format-0 to format -1. 

Any assistance would be greatly appreciated! 


V V V V V 


Most sequencing software that I've used will save in format 1, so you could 
convert it that way. If it's a GM file (and you're using the STD sound 
bank) then you have to insert a program change to get the drums to work 
right anyway - so I'm told. (Chan 10, Prog 127 - Can this be right? I 
thought drums were on Prog. 128, but that would require a bank select as 
MIDI prog numbers are 7-bit.) 


Herbs 


—-MESSAGE FILE 15905 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000181 


—-MESSAGE FILE 15906 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000182 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: SMF Format-—0 

Date: Wed, 19 Aug 1998 23:32:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35DB526D.6A718A3C@enterprise.net> 

References: <35DA1527.E7A43D22@enterprise.net> <35DAD442.BFC199F0@ndirect.co.uk> 
NNTP-Posting-—Host: max01-059.enterprise.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 
> 
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Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Three times a week, in the middle of the night (GMT time). 


Paul_Holman@Playstation.sony.com wrote: 

> ala SCEI and SCEE each provide mirrors of each 

> others sites (and SCEA), to improve access speeds 
> for members and to remove the need for sending 

> and implementing updated user files to each other. 
How often is the mirroring performed? 


ԷՏ.) 


—-MESSAGE FILE 1692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
00395 


—-MESSAGE FILE 1693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0000396 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co. 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Fame Game query 

Date: 25 Feb 1998 10:27:58 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 35 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d0rneSadrl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


SCEE wrote: 

> 1. Entries should not contain copyright material of any third party. 

> Entries containing copyright material which are submitted without clear 
> evidence of the owners express permission for its inclusion will not be 

> used. 
To what extent does this copyright reach, does it cover sound samples 

incorporated into a game, that have been downloaded via anonymous ftp 

from a sound sample archive? who owns the copyright on the sound of an 
explosion? ;) - probably Bill Gates.... 

Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
ա Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


If you download sound/graphics from a site archive, that site archive 
should hold info on whose copyright it is; with many archives, the data 
is freely available, ie it's not anyone's copyright and you can just use 
it. 


It's one of the main pieces of info suhc an archive site will provide, 
so it should be listed on the main page. 


Lewis 


—-MESSAGE FILE 1693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
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glish/000 


english/0 


uk! not-fo 


glish/000 
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> Ben James wrote: 

> 

> > Help! I've got a cool format-0O .MID file I want to put in my GDUK entry 
> > but SMF2SEQ only supports format-1. Is there an alternative converter 

> > around? Or, something to convert from format-0 to format -1. 

> > Any assistance would be greatly appreciated! 

>> 

> 

> Most sequencing software that I've used will save in format 1, so you could 
> convert it that way. If it's a GM file (and you're using the STD sound 

> bank) then you have to insert a program change to get the drums to work 

> right anyway - so I'm told. (Chan 10, Prog 127 - Can this be right? I 

> thought drums were on Prog. 128, but that would require a bank select as 
> MIDI prog numbers are 7-bit.) 

> 

> Herbs 


A-ha! Thanks Herbs, my sequencer took it upon itself to save my MIDI 
file as type 0 because there's only 1 track in it. I'm using Magix Music 
Studio. 


It's definitely channel 10, program 127 on my CS1x. But that uses XG 

sounds so it might be different for GM/GS synths. 

-—-MESSAGE FILE 15906 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000182 


——MESSAGE FILE 15907 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000183 

Path: chuka.playstation.co.uk!news 

From: "LEVET Yoann" <LEVET_YOANN@COMPUSERVE.COM> 
Newsgroups: scee.yaroze.programming.sound 

Subject: MIDI translate... 

Date: 2 Sep 1998 17:10:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01bdd696S09067ae0Sd74ae8c3@custom—p200> 
NNTP-Posting-Host: pd10-215.par.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


When I convert a MIDI file, the drums parts is not replay correctly with 
the PSX... 
How to convert a MIDI file with the drums... 

-—-MESSAGE FILE 15907 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000183 


—--MESSAGE FILE 15908 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000184 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MIDI translate... 

Date: Wed, 02 Sep 1998 12:08:30 -0700 

Organization: Cisco Systems 

Lines: 15 

Message-ID: <35ED97AE.250F9D78@jps.net> 

References: <01lbdd696S09067ae0S$d74ae8c3@custom—p200> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Pull your MIDI into any MIDI seq program and reassign the drums to 
instrument 127. 


LEVET Yoann wrote: 

> 

> When I convert a MIDI file, the drums parts is not replay correctly with 
> the PSX... 
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> How to convert a MIDI file with the drums... 


Mata ne, 


- e! sort tenchi@shell.jps.net mer 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) z$ http://www. jps.net/tenchi 


' ւ 


—-MESSAGE FILE 15908 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000184 


1.0. ¥ 


—-MESSAGE FILE 15909 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000185 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE. COM> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Mkvab.exe 

Date: 3 Sep 1998 11:37:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bdd730$c08537c0$7741le8c3@custom—p200> 
NNTP-Posting-Host: pd01-119.par.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Is my Mkvab.exe file bugged??? 
When I want to insert more than 10 vags file in my vab files, mkvab reply 
to me: VAG(10) not found... 


Լ type: 

mkvab -ք simple.def -o effects.vab key.vag boing.vag ... win.vag dec.vag 

and all this vag files exist... 

If you have a recently version of mkvab thanks to send him to me... 

My mkvab is a 28.04.96 version... 

E-Mail me at: YOANN_LEVET@COMPUSERVE.COM 

Thanks... 

—-MESSAGE FILE 15909 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000185 


—--MESSAGE FILE 15910 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000186 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Mkvab.exe 

Date: 3 Sep 1998 13:21:10 GMT 

Organization: SCEE 

Lines: 23 

Message-ID: <01lbdd6da$7f£779580Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <01bdd730$c08537c0$7741le8c3@custom—p200> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Try using VABTOOL which is located on the members website under "tools" 


Regards, 


George@SCEE 


Levet Yoann <LEVET_YOANN@COMPUSERVE.COM> wrote in article 


<01bdd730$c08537c0$7741le8c3@custom—p200>... 

> Is my Mkvab.exe file bugged??? 

> When I want to insert more than 10 vags file in my vab files, mkvab reply 
> to me: VAG(10) not found... 

> I type: 

> mkvab -ք simple.def -o effects.vab key.vag boing.vag ... win.vag dec.vag 
> and all this vag files exist... 

> If you have a recently version of mkvab thanks to send him to me... 

> My mkvab is a 28.04.96 version... 


Net Yaroze newsgroups message dump.txt Page 10763 


> E-Mail me at: YOANN_LEVET@COMPUSERVE.COM 

> Thanks... 

> 

—-MESSAGE FILE 15910 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000186 


--MESSAGE FILE 15911 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000187 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Mkvab.exe 

Date: Thu, 03 Sep 1998 13:29:58 -0700 

Organization: Cisco Systems 

Lines: 26 

Message-ID: <35EEFC46.F8DE0965@jps.net> 

References: <01bdd730$c08537c0$7741le8c3@custom—p200> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


This is usually because you ran out of environment space somewhere. 
Shorten all filenames to things like 0.VAG, 1.VAG, etc. I've packed 
in dozens of instruments/effects like this... Otherwise, check your 
.DEF file to see if there's some bad entries in it. 


- 6) 


Levet Yoann wrote: 


> 

> Is my Mkvab.exe file bugged??? 

> When I want to insert more than 10 vags file in my vab files, mkvab reply 

> to me: VAG(10) not found... 

> I type: 

> mkvab -ք simple.def -o effects.vab key.vag boing.vag ... win.vag dec.vag 

> and all this vag files exist... 

> If you have a recently version of mkvab thanks to send him to me... 

> My mkvab is a 28.04.96 version... 

> E-Mail me at: YOANN_LEVET@COMPUSERVE.COM 

> Thanks... 

Mata ne, Sie a deers 

- e! sock tenchi@shell.jps.net mer 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) it http://www. jps.net/tenchi 


—-MESSAGE FILE 15911 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000187 


—-MESSAGE FILE 15912 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000188 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.sound 

Subject: A great idea for a utility 

Date: Sat, 5 Sep 1998 12:22:35 -0500 

Organization: Ed Federmeyer 

Lines: 25 

Message-ID: <6srrruS$7v93@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hey gang! I've got an idea for a Net Yaroze music utility, but I really, 
really don't want to program it. Part laziness, and part because I don't 
want to program Net Yaroze tools. 
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BUT, 
fortune part! 


if you want fame, fortune and eternal gratitude 
:-) how about this: 


A program that takes a standard MIDI file 
file (mysounds.SBK or mysounds.SF2) 
drum track automagically corrected: mysong.SEQ) 
(mysounds.VH, mysounds.VB) with only the samples needed to 
[Ideally, it can take several MIDI and "SoundFont" 
file created can be used with all the songs.] 


(mysong.MID) and 


You can get info on the "SoundFont" 
http://www.emu.com and looking through the support section 
like there is more than enough info inside a "SoundFont" 
create the VAB (VH/VB) files we need. 


This is a tool that I think everyone would use! 
Comment here to hopefully drum up interest! 


Ed Federmeyer 


and outputs a Yaroze SEQ file 
and a VH/VB file 


files so that the VH/V 
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(ok, maybe not the 


"SoundFont" 
(with the 


a 


play that song. 
B 


file format from the Emu web site 


It looks to me 


format file to 


Anyone else interested? 


—-MESSAGE FILE 15912 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000188 


—-MESSAGE FILE 15913 START: net-yaroze-usenet/00000001-SCEI 


/00000189 


Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE.COM> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Please help me! 

Date: 6 Sep 1998 12:13:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 


Message-ID: <01bdd991$3664c160$da4 6e8c3@custom—p200> 
NNTP-Posting-Host: pd06-218.par.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have a problem: 
I want to send my SoundBanks into the PSX: 


-This program run with no bug: 


"Sound.h" 
"Address.h" 


//Sound subroutine 
//Definition of address 


lude 
lude 


#incl 
#incl 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 
{ 


gSoundBank 


LoadSound (EFFECTSVH, EFFECTSVB) ; 
} 


-This program run with no bug: 


"Sound.h" 
"Address.h" 


//Sound subroutine 
//Definition of address 


lude 
lude 


#incl 
#incl 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 
{ 


gSoundBank2 


LoadSound (EFFECTS2VH, EFFECTS2V. 


} 


-But this program made one assertion failed!!!: 


"Sound.h" 
"Address.h" 


//Sound subroutine 
//Definition of address 


lude 
lude 


#incl 
#incl 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 


E/yaroze/programming/sound 
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{ 
gSoundBank = LoadSound(EFFECTSVH, EFFECTSVB) ; 
gSoundBank2 = LoadSound(EFFECTS2VH, EFFECTS2VB); //Error into this 


} 


Please help me, this is the last bug of my game! 
—-MESSAGE FILE 15913 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000189 


—-MESSAGE FILE 15914 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000190 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A great idea for a utility 

Date: Mon, 07 Sep 1998 04:05:33 -0700 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <35F3BDFD.EE62C921@shell.jps.net> 

References: <6srrruS$7v93@scea> 

NNTP-Posting-Host: 209-239-203-11.0ak.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


The only drawback i can see is that don't you need an EMU-based 
wavetable card? Other than that, it might work out pretty good. 


= ee 
Ed Federmeyer wrote: 


Hey gang! I've got an idea for a Net Yaroze music utility, but I really, 
really don't want to program it. Part laziness, and part because I don't 
want to program Net Yaroze tools. 


BUT, if you want fame, fortune and eternal gratitude (ok, maybe not the 
fortune part! :-) how about this: 


A program that takes a standard MIDI file (mysong.MID) and a "SoundFont" 
file (mysounds.SBK or mysounds.SF2) and outputs a Yaroze SEQ file (with the 
drum track automagically corrected: mysong.SEQ) and a VH/VB file 
(mysounds.VH, mysounds.VB) with only the samples needed to play that song. 
[Ideally, it can take several MIDI and "SoundFont" files so that the VH/VB 
file created can be used with all the songs.] 


You can get info on the "SoundFont" file format from the Emu web site 
http://www.emu.com and looking through the support section. It looks to me 
like there is more than enough info inside a "SoundFont" format file to 
create the VAB (VH/VB) files we need. 


This is a tool that I think everyone would use! Anyone else interested? 
Comment here to hopefully drum up interest! 


VVVVVVVVVVVVVVVV VV VV VV VV 


Ed Federmeyer 


Mata ne, 25.8 Saisie 
- Թ) s tenchi@shell.jps.net vis 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) Eis http://www. jps.net/tenchi 


—-MESSAGE FILE 15914 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000190 


—--MESSAGE FILE 15915 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000191 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 
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Newsgroups: scee.yaroze.programming.sound 
Subject: Re: Please help me! 

Date: Mon, 07 Sep 1998 04:07:10 -0700 
Organization: SCEA News Server 

Lines: 56 

Message-ID: <35F3BE5E.4CD89C54@shell.jps.net> 
References: <01bdd991$3664c160Sda46e8c3@custom—p200> 
NNTP-Posting-Host: 209-239-203-11.0ak.jps.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Not enough info here. Can you either post the LoadSound function 
or send me all the files? 


- e? 
Levet Yoann wrote: 


I have a problem: 
I want to send my SoundBanks into the PSX: 


-This program run with no bug: 


#include "Sound.h" //Sound subroutine 
#include "Address.h" //Definition of address 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 


{ 
gSoundBank = LoadSound(EFFECTSVH, EFFECTSVB) ; 


} 
-This program run with no bug: 


#include "Sound.h" //Sound subroutine 
#include "Address.h" //Definition of address 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 


{ 


gSoundBank2 = LoadSound(EFFECTS2VH, EFFECTS2VB) ; 


} 
-But this program made one assertion failed!!!: 


#include "Sound.h" //Sound subroutine 
#include "Address.h" //Definition of address 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 
{ 
gSoundBank = LoadSound(EFFECTSVH, EFFECTSVB) ; 
gSoundBank2 = LoadSound(EFFECTS2VH, EFFECTS2VB); //Error into this 


} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Please help me, this is the last bug of my game! 


Mata ne, ի on 

- e! $3! tenchi@shell.jps.net Wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) Pate http://www. jps.net/tenchi 


vrs tid 


10766 


-—-MESSAGE FILE 15915 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000191 
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—--MESSAGE FILE 15916 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000192 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.sound 
Subject: VAB_TOOL_HELP!!! 

Date: 7 Sep 1998 14:31:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <01bdc211$43a28980S2calf7c2@manolo> 
NNTP-Posting-Host: ip044.pool1-04.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello world,i've downloaded and installed the new release of vab tool but 
it doesn'tn work 
at all !! 


When i load a vab file (Created with the old vabtool) ,and then i tried to 
play vag the windows system say:" DEVICE ID NO EXIST!" 


"error OPEN DRIVE " 
" error get SPU MEMORY Base Addr" 


"Access violation at address OO4A1FBF read of address FFFFFFF 
Fr 


Help me please... 


Thanks Emanuele!! 


—-MESSAGE FILE 15916 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000192 


—--MESSAGE FILE 15917 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000193 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 9 Sep 1998 10:24:36 GMT 

Organization: SCEE 

Lines: 33 

Message-ID: <01lbddb78See744e40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <01bdc211$43a28980S$2calf7c2@manolo> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


The tool works fine. Don't install it on top of the old version. Put it 
in a new directory. 


Regards, 


George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bdc211$43a28980S2calf7c2@manolo>... 

> Hello world,i've downloaded and installed the new release of vab tool but 
> it doesn'tn work 

> at all !! 

> 

> When i load a vab file (Created with the old vabtool) ,and then i tried 
TO 

> play vag the windows system say:" DEVICE ID NO EXIST!" 

> 

> "error OPEN DRIVE " 

> 
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> " error get SPU MEMORY Base Addr" 

> 

> "Access violation at address 004A1FBF read of address FFFFFFF 
FEY 

> 

> Help me please... 

> 

> Thanks Emanuele!! 

> 

> 

> 

--MESSAGE FILE 15917 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000193 


—-MESSAGE FILE 15918 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000194 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A great idea for a utility 

Date: Thu, 10 Sep 1998 22:25:44 -0500 

Organization: Ed Federmeyer 

Lines: 35 

Message-ID: <6te6gtSabv2@scea> 

References: <6srrruS7v93@scea> <35F3BDFD.EE62C921@shell.jps.net> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Elliott Lee wrote in message <35F3BDFD.EE62C921@shell.jps.net>... 
>The only drawback i can see is that don't you need an EMU-based 
>wavetable card? Other than that, it might work out pretty good. 
>- e? 


Actually, the SoundFont specs are supposed to be pretty generic 
across sound cards and technologies. The samples themselves 

should be able to be converted to the PlayStation "SPU" format 

used in the VH/VB VAG file. The idea is that the SoundFont is 

a description of all the data available to make a sound, and each 
sound card uses as much of that info as possible. The more info 
that gets used (like with newer and better technologies), the more 
faithfully the sound is produced, but that doesn't stop older cards 
and technologies from getting as reasonably close as they can. 


I'd bet the PlayStation could do a pretty good job, even compared 
to run-of-the mill PC sound cards. 


And it would sound a *heck* of alot better then using the STO VAG 
file from the Yaroze boot CD! 


>Ed Federmeyer wrote: 

>> A program that takes a standard MIDI file (mysong.MID) and a "SoundFont" 
>> file (mysounds.SBK or mysounds.SF2) and outputs a Yaroze SEQ file (with 
the 

>> drum track automagically corrected: mysong.SEQ) and a VH/VB file 

>> (mysounds.VH, mysounds.VB) with only the samples needed to play that 
song. 

>> [Ideally, it can take several MIDI and "SoundFont" files so that the 
VH/VB 

>> file created can be used with all the songs.] 


—-MESSAGE FILE 15918 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000194 


——MESSAGE FILE 15919 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000195 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 
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Newsgroups: scee.yaroze.programming.sound 

Subject: Vab fail 

Date: Mon, 14 Sep 1998 17:27:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35fd51c2.9018638@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-69.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I am having problems with getting a tune in my game. The code I use 

( George Bain's) works perfectly alone but when put into my game 
comes up with the error Vab fail (-1 ERROR). The vab and seq file are 
alright. Its just that when I put the code in my game it messes up. 
Sorry for the the lack detail but there nothing else to tell you. 
Please can anyone help. 


Cheers. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
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—-MESSAGE FILE 15919 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000195 


—-MESSAGE FILE 15920 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000196 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A great idea for a utility 

Date: Mon, 14 Sep 1998 12:40:54 -0700 

Organization: Bwahaha 

Lines: 26 

Message-ID: <35FD7146.66EC9212@shell.jps.net> 


Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Ed Federmeyer wrote: 

> Elliott Lee wrote in message <35F3BDFD.EE62C921@shell.jps.net>... 
>The only drawback i can see is that don't you need an EMU-based 
>wavetable card? Other than that, it might work out pretty good. 
>- e? 


Vv Vv v 


si 
sound card uses as much of that info as possible. The more info 
that gets used (like with newer and better technologies), the more 
faithfully the sound is produced, but that doesn't stop older cards 
and technologies from getting as reasonably close as they can. 


I'd bet the PlayStation could do a pretty good job, even compared 
to run-of-the mill PC sound cards. 


VVVVVVVV VV 


And it would sound a *heck* of alot better then using the STO VAG 
file from the Yaroze boot CD! 
Essa] 


That's why I use MOD/S3M files for sound now. (Shameless plug.) 

Mata ne, Eri oi bys 

- e! paN tenchi@shell.jps.net mats 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) gz http://www.jps.net/tenchi 


References: <6srrruS7v93@scea> <35F3BDFD.EE62C921@shell.jps.net> <6te6gtSabv2@scea> 


—-MESSAGE FILE 15920 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000196 


—-MESSAGE FILE 15921 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000197 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Vab fail 

Date: Tue, 15 Sep 1998 14:00:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35FE6507.46B4ECABGeasynet.co.uk> 
References: <35fd51c2.9018638@news.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Tanvir Khan wrote: 
Hi, 


I am having problems with getting a tune in my game. The code I use 

( George Bain's) works perfectly alone but when put into my game 
comes up with the error Vab fail (-1 ERROR). The vab and seq file are 
alright. Its just that when I put the code in my game it messes up. 
Sorry for the the lack detail but there nothing else to tell you. 
Please can anyone help. 


Cheers. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVVVVV VV VV 


2bad@lineone.net 
Tanvir 


The Vab fail error suggests that the VAB file has not been read from the 
CD correctly, or that it has not been transferred to the SPU before 

attempting to use it, or that the variable you are using to refer to the 
VAB i.d. has not been correctly assigned, or all sorts of other reasons. 


You must be able to give us *some* more information, surely? Are you 
calling the functions in the correct order? Are you loading in the VAB 
from the CD first before attempting to play the SEQ file? Are you loading 
the Vab from the CD into the correct location in memory? Perhaps the 
memory address for the Vab clashes with something else you are loading 
in, such as a TIM file, or even the location of your executable. The 
Yaroze reads from the CD in units of 2048 bytes, so you must allow an 
extra 2048 bytes when allocating space in memory for your Vab file. 


Please give us some more info. 


Please, please, don't say that you've just dropped George's code into the 
middle of your game code and expected it to work! 


Phil 


—-MESSAGE FILE 15921 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000197 


—--MESSAGE FILE 15922 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000198 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.sound 
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00396 


—-MESSAGE FILE 1694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000397 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ez-o-ray source for running on NT 

Date: Wed, 25 Feb 1998 12:30:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <34f40e4b.3803456@news.playstation.co.uk> 
References: <6cv6leSas8@chuka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: dyn025-093.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/16.451 


On Tue, 24 Feb 1998 19:11:59 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>I've sussed how to get ez-o-ray working on NT, but the source is needed to 
>make some modifications. 


a what? ez-o-ray? ?? 


> 

>Anyone that stumps up the source can be the first person to play with 
>ez-o-ray on NT with a nice GUI | 

> 

>Answers on a postcard to.... 

> 

>Steve Dunn 

> 

> 

> 


/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

http://www.netyaroze-europe.com/~alanyuen/ 

alan@alanyuen.demon.co.uk 

—-MESSAGE FILE 1694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00397 


-—-MESSAGE FILE 1695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000398 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ez-o-ray source for running on NT 

Date: Wed, 25 Feb 1998 13:14:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <6d15ft$Sas1l1@chuka.playstation.co.uk> 

References: <6cv6leSas8@chuka.playstation.co.uk> <34f40e4b.3803456@news.playstation. 
co.uk> 

NNTP-Posting-Host: userm272.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 
>a what? ez-o-ray? ?? 
> 
I mean to say ez-o-rayman. I though it was a demo version of that all 
time favorite game with the Mickey Mouse lookalike. 


>On Tue, 24 Feb 1998 19:11:59 -0000, "Steve Dunn" 
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Subject: Re: VAB_TOOL_HELP!!! 

Date: 17 Sep 1998 08:57:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bdb619$27804fc0S2802bfc3@manolo> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> 

NNTP-Posting-Host: ip040.pool-15.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks,but i tried to use it in a new directory and the problem is always 
there it doesn't work what i can do ??? 


Thanks ,Emanuele Diotallevi 


—-MESSAGE FILE 15922 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000198 


——MESSAGE FILE 15923 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000199 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 17 Sep 1998 09:29:50 GMT 

Organization: SCEE 

Lines: 22 

Message-ID: <0OlbdelbaSbf0cdda0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <01bdc211$43a28980S2calf7c2@manolo> <0lbddb78See744e40Sf2e832a2@gbain.wa 
v.scee.sony.co.uk> <01bdb619$27804fc0S2802bfc3@manolo> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 

Just try making new vags and open them up in the new version of VAB TOOL. 
The tool does work with old and new vags...I tested it. What version of 
windows are you running? 


Regards, 


George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<O1bdb619$27804fc0S2802bfc3@manolo>... 

> Thanks,but i tried to use it in a new directory and the problem is always 
> there it doesn't work what i can do ??? 

> 

Thanks ,Emanuele Diotallevi 


> 
> 
> 
> 
> 


--MESSAGE FILE 15923 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000199 


——MESSAGE FILE 15924 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000200 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 
Subject: Specify sound loop points? 

Date: Thu, 17 Sep 1998 11:27:51 -0700 

Organization: Bwahaha 

Lines: 12 

Message-ID: <360154A7.C86279D7@shell.jps.net> 

Reply-To: tenchi@shell.jps.net 
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NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:200 scea.yaroze.programm 
ing.sound:194 


Heya, 
Is it possible to set specific loop points on a VAG? I know the 


sound can be successfully looped over the entire waveform, but it would 
be nice to only loop a section of it. 


Mata ne, thd Հա 

- e! Mere tenchi@shell.jps.net wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ԷՅ: http://www. jps.net/tenchi 


vids vid 


—-MESSAGE FILE 15924 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000200 


——MESSAGE FILE 15925 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000201 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Re: Specify sound loop points? 

Date: Thu, 17 Sep 1998 16:51:34 -0700 

Organization: SCEA News Server 

Lines: 12 
Message-ID: <36019117.C7F@playstation.sony.com> 

References: <360154A7.C86279D7@shell.jps.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:201 scea.yaroze.programm 
ing.sound:195 


Elliott Lee wrote: 

> Is it possible to set specific loop points on a VAG? I know the 
> sound can be successfully looped over the entire waveform, but it 
> would be nice to only loop a section of it. 


You may change the loop start point to a position other than the start 
point, but not the loop end point. You must first set up loop markers in 
your source file. It's best to use source aiff file format for this 
procedure or a editing program which can convert to aiff, since aiff2vag 
does a better job of converting looping aiff files than looping wavs. 


- Rob 
—-MESSAGE FILE 15925 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000201 


--MESSAGE FILE 15926 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000202 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Re: Specify sound loop points? 

Date: Thu, 17 Sep 1998 17:23:07 -0700 

Organization: Bwahaha 

Lines: 33 

Message-ID: <3601A7EB.EB8B61EC@shell.jps.net> 

References: <360154A7.C86279D7@shell.jps.net> <36019117.C7F@playstation.sony.com> 
Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 10773 


Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:202 scea.yaroze.programm 
ing.sound:196 


Heya, 
Thanks for the quick response. I read that about the start marker as well, 
but I'm at a loss to say which program can generate them. Is 


this part of the AIFF spec? Do you know where I can find the info? 


I'd like to modify some of my current utilities to take advantage of 
moving the start point around. :) 


Big thanks, 
= el 


Rob Vawter wrote: 


Elliott Lee wrote: 

> Is it possible to set specific loop points on a VAG? I know the 
> sound can be successfully looped over the entire waveform, but it 
> would be nice to only loop a section of it. 


You may change the loop start point to a position other than the start 
point, but not the loop end point. You must first set up loop markers in 
your source file. It's best to use source aiff file format for this 
procedure or a editing program which can convert to aiff, since aiff2vag 
does a better job of converting looping aiff files than looping wavs. 


VVVVVVVVVVV VV 


- Rob 


Mata ne, ath ds Snes 
- e! gare tenchi@shell.jps.net Tag 
(Protocol) :: ճՇ10 -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) T http://www. jps.net/tenchi > 
--MESSAGE FILE 15926 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000202 


——MESSAGE FILE 15927 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000203 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Re: Specify sound loop points? 

Date: Fri, 18 Sep 1998 12:35:19 -0700 

Organization: SCEA News Server 

Lines: 377 

Message-ID: <3602B5F7.61E2@playstation.sony.com> 

References: <360154A7.C86279D7@shell.jps.net> <36019117.C7F@playstation.sony.com> <3 
601A7EB.EB8B61EC@shell.jps.net> 

NNTP-Posting—Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 3B612F33B2B" 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:203 scea.yaroze.programm 
ing.sound:197 


This is a multi-part message in MIME format. 


3B612F33B2B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Elliott Lee wrote: 

"Thanks for the quick response. I read that about the start marker as 
well, but I'm at a loss to say which program can generate them. Is 
this part of the AIFF spec? Do you know where I can find the info?" 
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Here you go... (I have no idea where I got the c code or header file) 


3B612F33B2B 

Content-Type: application/x-zip-compressed; name="aiffform.zip" 

—-MESSAGE FILE 15927 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000203 


--MESSAGE FILE 15928 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000204 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 21 Sep 1998 12:04:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01lbdb957Sddaf7a00$7802bfc3@manolo> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> <01bdb619$27804fc0S2802bfc3@manolo> <OlbdelbaSbf0cdda0$f2e832a2@g 
bain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: ip056.pool-16.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 


It doesn't work!! 
I have win 95 OS. 
Thanks, Emanuele Diotallevi 


> Just try making new vags and open them up in the new version of VAB TOOL. 
> The tool does work with old and new vags...I tested it. What version of 
> windows are you running? 


—-MESSAGE FILE 15928 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000204 


--MESSAGE FILE 15929 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000205 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 21 Sep 1998 13:26:12 GMT 

Organization: SCEE 

Lines: 39 

Message-ID: <01lbde500S82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
Your sound card is either configured wrong or not very good. Also, 


you can't be using the sound card with another application while 
trying to play the VAG using VABTOOL. 


Regards, 


George@SCEE 


> Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 

> <01bdc211$43a28980S2calf7c2@manolo>... 

> > Hello world,i've downloaded and installed the new release of vab tool 
but 

> > it doesn'tn work 

>> at all !! 

>> 


Net Yaroze newsgroups message dump.txt Page 
> > When i load a vab file (Created with the old vabtool) ,and then i tried 
> CO 

> > play vag the windows system say:" DEVICE ID NO EXIST!" 

>> 

>> "error OPEN DRIVE " 

>> 

>> " error get SPU MEMORY Base Addr" 

>> 

>> "Access violation at address OO4Al1FBF read of address 
FFFFFFFEF" 

>> 

> > Help me please... 

>> 

> > Thanks Emanuele!! 

>> 

>> 

>> 

> 


10775 


—-MESSAGE FILE 15929 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000205 


—--MESSAGE FILE 15930 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000206 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Re: VAB_TOOL_HELP!!! 

Date: 25 Sep 1998 14:33:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 47 

Message-ID: <01lbdb8a3$968f5dc0$3104bfc3@manolo> 


References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 


v.scee.sony.co.uk> <Olbde500$82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: ip049.pool-07.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


It doesn't work... 
Thanks, Emanuele. 


George Bain <George_Bain@Playstation.sony.com> scritto nell'articolo 
<O1lbde500$82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk>... 

> 

Hi there, 


Your sound card is either configured wrong or not very good. Also, 
you can't be using the sound card with another application while 
trying to play the VAG using VABTOOL. 


Regards, 


George@SCEE 


> Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
> <01bdc211$43a28980S2calf7c2@manolo>... 
> > Hello world,i've downloaded and installed the new release of vab tool 


Զ 


L ԱԱՀ ee ԱԵԱ 


it doesn'tn work 
at all !! 


When i load a vab file (Created with the old vabtool) ,and then i 


(0) 


play vag the windows system say:" DEVICE ID NO EXIST!" 
"error OPEN DRIVE " 


" error get SPU MEMORY Base Addr" 


VVVVVVVAVV VV VV VV VV VV VV VV VV VV V 
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>>> "Access violation at address OO4Al1FBF read of address 
> FFFFFFFE" 

>>> 

> > > Help me please... 
>>> 

> > > Thanks Emanuele!! 
>>> 

>>> 

>>> 

>> 

> 


—-MESSAGE FILE 15930 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000206 


—--MESSAGE FILE 15931 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000207 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 25 Sep 1998 14:46:11 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <0Olbde82fS$4921c9e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> <Olbde500S82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> <0Olbdb8a3$ 
968f5dc0$3104bfc3@manolo> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 

Can you by any chance give more detail instead of 
saying "it doesn't work" all the time. We can't help 
you out if you don't be more specific. 


Regards, 


George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in 
> It doesn't work... 
> Thanks,Emanuele. 


> > > Emanuele Diotallevi <g.mork@flashnet.it> wrote 


> > > > Hello world,i've downloaded and installed the new release of vab 
tool 

> > but 

> > > > it doesn'tn work 

>> > > at all !! 


-—-MESSAGE FILE 15931 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000207 


——MESSAGE FILE 15932 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000208 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 25 Sep 1998 15:45:34 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <01lbde836S$c4b4c060Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> <Olbde500S$82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> <0O1lbdb8a3$ 
968£5dc0$3104bfc3@manolo> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


I talked to the programmer and he knows how to fix your 
problem. Well, looks like you tried to run the 

"Sound Artist Board" which I know for certain you don't 
own. You should be using the Sound Blaster compatible 

board. So now you have to make some minor changes. 


1: Edit "vabtool.ini" and make the following changes. 
c:\windows\vabtool.ini 
2: Make sure the "SoundMode" = 1. 


[Settings] 
SoundMode=1 


3: Now open up the VABTOOL and open a VAB. Next 


under "Preview" choose "Select Mode" "Sound Blaster Preview". 
This should solve your problems. Let me know your results. 
Regards, 
George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bdb8a3$968f£5dc0$3104bfc3@manolo>... 

> It doesn't work... 

> Thanks,Emanuele. 

> 


—-MESSAGE FILE 15932 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000208 


--MESSAGE FILE 15933 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000209 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 26 Sep 1998 19:32:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01bdb996S8560f9c0S6ealf7c2@manolo> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> <Olbde500S$82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> <0Ol1lbdb8a3$ 
968£5dc0$3104bfc3@manolo> <O0lbde836$c4b4c060Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: ip046.pool-06.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 


I said only "It doesn't work" because i didn't have any idea on what was 
happening on my computer!!! 

i've told you all what i know ,and i'm really grateful to you because you 
spent your time to solve my problem. 

I'll test this way and i'll send you the effects... 


Thank you very much ,Emanuele!!! 


—-MESSAGE FILE 15933 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000209 


——MESSAGE FILE 15934 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000210 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 27 Sep 1998 10:56:29 GMT 
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Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <01bde9a1$919c7bc0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> <Olbde500S$82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> <0O1lbdb8a3$ 
968£5dc0$3104bfc3@manolo> <O0lbde836$c4b4c0 60S f2e832a2@gbain.wav.scee.sony.co.uk> <01 
bdb996S8560f9c0S6ealf7c2@manolo> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Great. Let me know you it works out. I managed to get your 
exact error messges and corrected it by changing the "vabtool.ini". 


Regards, 


George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bdb996S$8560f9c0S6ealf7c2@manolo>... 

> I said only "It doesn't work" because i didn't have any idea on what was 
happening on my computer!!! 

i've told you all what i know ,and i'm really grateful to you because you 
spent your time to solve my problem. 

I'll test this way and i'll send you the effects... 


եռ 


Thank you very much ,Emanuele!!! 


VVVVVVV VY 


—-MESSAGE FILE 15934 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000210 


—--MESSAGE FILE 15935 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000211 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAB_TOOL_HELP!!! 

Date: 29 Sep 1998 22:51:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <01lbdbc0dS$ae2503a0Sae04bfc3@manolo> 

References: <0O1bdc211$43a28980S2calf7c2@manolo> <Olbddb78See744e40S f2e832a2@gbain.wa 
v.scee.sony.co.uk> <Olbde500S$82f818e0Sf2e832a2@gbain.wav.scee.sony.co.uk> <0Olbdb8a3$ 
968£5dc0$3104bfc3@manolo> <O0lbde836S$c4b4c0 60S f2e832a2@gbain.wav.scee.sony.co.uk> <01 
bdb996S8560f9c0S6ealf7c2@manolo> <01lbde9al1S$919cTbcO0Sf2e832a2Cgbain.wav.scee.sony.co. 
uk> 

NNTP-Posting-Host: ipl174.pool-07.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks, it 


George Bain <george_bain@playstation.sony.com> scritto nell'articolo 
<O1lbde9a1l$919cTbc0Sf2e832a2@gbain.wav.scee.sony.co.uk>... 
> Hi there, 


Great. Let me know you it works out. I managed to get your 

exact error messges and corrected it by changing the "vabtool.ini". 
Regards, 

George@SCEE 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bdb996S$8560f9c0S6ealf7c2@manolo>... 

> I said only "It doesn't work" because i didn't have any idea on what 
was 

> > happening on my computer!!! 


VVVVVVVVVV VV 


Net Yaroze newsgroups message dump.txt Page 10779 


i've told you all what i know ,and i'm really grateful to you because 


O 


VVVVVVEGEYV 


spent your time to solve my problem. 
I'll test this way and i'll send you the effects... 


Thank you very much ,Emanuele!!! 


VVVVVVVK Կ 


—-MESSAGE FILE 15935 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000211 


--MESSAGE FILE 15936 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000212 

Path: chuka.playstation.co.uk!news 

From: "David Mittag" <dmittag@donau.de> 

Newsgroups: scee.yaroze.programming.sound 

Subject: VAG-Plugin for CoolEdit 

Date: Tue, 06 Oct 1998 17:55:06 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6vee4fSrda7@chuka.playstation.co.uk> 
NNTP-Posting-Host: d16-35.phoenix.goodnet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Hi, 


does anyone know how the ADPCM-Compression of the VAG-Files work. I'm 
programming a plugin for CoolEdit, from which you can load and save VAG-Files 
directly under CoolEdit. But I haven't found any information about the 
compression. I have tried to decode them with the IMA-ADPCM compression and 
the Microsoft version, but I only got some noise and not the original sound. 


David Mittag 

E-Mail-Address: dmittag@donau.de 

—-MESSAGE FILE 15936 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000212 


--MESSAGE FILE 15937 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000213 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAG-Plugin for CoolEdit 

Date: Tue, 06 Oct 1998 22:26:25 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <361AFB81.8BB58BE7@shell.jps.net> 

References: <6vee4fSrda7@chuka.playstation.co.uk> 
NNTP-Posting-Host: svalliap-isdn2.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


That would be awesome, but I was under the impression that rev. 
engr. was a violation of the Yaroze contract. I'd love to get the 
specs and sanctioned approval for this stuff, too. ^_^ 


- e! 


David Mittag wrote: 


> 

> Hi, 

> 

> does anyone know how the ADPCM-Compression of the VAG-Files work. I'm 

> programming a plugin for CoolEdit,from which you can load and save VAG-Files 
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directly under CoolEdit. But I haven't found any information about the 
compression. I have tried to decode them with the IMA-ADPCM compression and 
the Microsoft version, but I only got some noise and not the original sound. 


David Mittag 


> 
> 
> 
> 
> 
> 
> E-Mail-Address: dmittag@donau.de 


Mata ne, ե a 

- e! Ա tenchi@shell.jps.net was 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ae http://www. jps.net/tenchi 


-—-MESSAGE FILE 15937 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000213 


—--MESSAGE FILE 15938 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000214 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: VAG-Plugin for CoolEdit 

Date: Wed, 07 Oct 1998 10:57:15 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <361B3AFB.346E984Béscee.sony.co.uk> 
References: <6vee4fSrda7@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


David Mittag wrote: 


does anyone know how the ADPCM-Compression of the VAG-Files work. I'm 
programming a plugin for CoolEdit, from which you can load and save VAG-Files 
directly under CoolEdit. But I haven't found any information about the 
compression. I have tried to decode them with the IMA-ADPCM compression and 
the Microsoft version, but I only got some noise and not the original sound. 


VV NV V NV V 


The ADPCM compression used is proprietry to Sony, and we cannot divulge how it works 
However, there 

is a new VAGedit tool that has just been completed and is undergoing beta-testing. W 

e'll make that 

available when it's ready. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


—-MESSAGE FILE 15938 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000214 


--MESSAGE FILE 15939 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000215 

Path: chuka.playstation.co.uk!news 

From: "Doglife" <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: 2 vb and vh files? 

Date: Thu, 15 Oct 1998 16:29:26 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <704c6fSnecl0@chuka.playstation.co.uk> 
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><stevedunn@dial.pipex.com> wrote: 

> 

>>I've sussed how to get ez-o-ray working օո NT, but the source is needed to 
>>make some modifications. 

> 

>a what? ez-o-ray? ?? 

> 

>> 

>>Anyone that stumps up the source can be the first person to play with 
>>ez-o-ray on NT with a nice GUI ! 

>> 

>>Answers on a postcard to.... 

>> 

>>Steve Dunn 

>> 

>> 

>> 

> 
> 
>/\/\/\ (0.0) 

>Yep Luen (Alan) Yuen 
>http://www.netyaroze-europe.com/~alanyuen/ 
>alan@alanyuen.demon.co.uk 


—-MESSAGE FILE 1695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00398 


—-MESSAGE FILE 1696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000399 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Thanks to SCEE! 

Date: Wed, 25 Feb 1998 16:56:11 +0000 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <34F44D2B.B51@sms.ed.ac.uk> 
NNTP-Posting-Host: atl4-024.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Just to prove that complaining is not my only talent- 


I've just received my mailshot and was pleasantly surprised to learn 
that Sony aren't intending to charge the connection fee. 


That's made the 'Special offer' issue a bit more palatable. 
Nice one SCEE! 


James. (~mrfrosty) 
-—-MESSAGE FILE 1696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00399 


—-MESSAGE FILE 1697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000400 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Site restructuring suggestions. 

Date: Wed, 25 Feb 1998 17:12:00 +0000 

Organization: The Hex Heroes 

Lines: 24 

Message-ID: <34F450E0.52CD@sms.ed.ac.uk> 
NNTP-Posting-Host: at14-024.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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NNTP-Posting-Host: 202.12.95.99 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi 


I am trying to load 2 VB and VH files but the second one always returns 
me -1 error. Can I load 2 VB and Vh files in the first place? 


Doglife 


—-MESSAGE FILE 15939 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000215 


--MESSAGE FILE 15940 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000216 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Thu, 15 Oct 1998 18:55:09 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <362636FD.72AB44A@ndirect.co.uk> 
References: <704c6fSnecl0@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr01-31.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Doglife wrote: 
Hi 


> 
> 
> I am trying to load 2 VB and VH files but the second one always returns 
> me -1 error. Can I load 2 VB and Մհ files in the first place? 

> 

> Doglife 


There's no problem with loading more than one. Are you keeping your VH 
data in tact in main RAM? Do your VBs both fit in the sound RAM? 
Otherwise I can't think of any reasons why it should fail. 


Herbs 


—-MESSAGE FILE 15940 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000216 


—--MESSAGE FILE 15941 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000217 

Path: chuka.playstation.co.uk!news 

From: "Doglife" <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Fri, 16 Oct 1998 08:33:10 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <70641bSnec15@chuka.playstation.co.uk> 

References: <704c6f$necl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 
NNTP-Posting-Host: 202.12.95.99 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Net Yaroze newsgroups message dump.txt Page 10782 
Hi, 
I try loading them and each time, the second one will return me -1 error, no 


matter which one I load second, and the VH and VB are fine since the one 
loaded first will play, but the one loaded second will not. 


I checked, it maybe the file size... the file size (both VHs and VBs) add up 
to be over 600K... is there a way to over come this? 


Alex Herbert wrote in message <362636FD.72AB44A@ndirect.co.uk>... 

> 

> 

>Doglife wrote: 

> 

>> Hi 

>> 

>> I am trying to load 2 VB and VH files but the second one always returns 
>> me -1 error. Can I load 2 VB and Մհ files in the first place? 


>> Doglife 


>There's no problem with loading more than one. Are you keeping your VH 
>data in tact in main RAM? Do your VBs both fit in the sound RAM? 
>Otherwise I can't think of any reasons why it should fail. 

> 

> 

>Herbs 

> 

> 


-—-MESSAGE FILE 15941 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000217 


—-MESSAGE FILE 15942 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000218 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Thu, 15 Oct 1998 20:15:19 -0700 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <3626BA47.36234426@shell.jps.net> 

References: <704c6f$necl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 
<70641bSnec15@chuka.playstation.co.uk> 

NNTP-Posting-Host: svalliap-isdn4.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


OH. The limit is 512kb. You can't load more than that into memory. 
(Besides that's a killer long time to transfer 512kb from the PC to 
the Yaroze over the serial cable!) Try to size down your VAB files. 
Reduce sample quality, use things with long, constant tones to 
increase compression ratio, use shorter instruments/sfx that can be 
looped. 


- e! 

Doglife wrote: 

Hi, 

I try loading them and each time, the second one will return me -1 error, no 


matter which one I load second, and the VH and VB are fine since the one 
loaded first will play, but the one loaded second will not. 


I checked, it maybe the file size... the file size (both VHs and VBs) add up 
to be over 600K... is there a way to over come this? 


VVVVVVVV V 
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Alex Herbert wrote in message <362636FD.72AB44A@ndirect.co.uk>... 

> 

> 

>Doglife wrote: 

> 

>> Hi 

>> 

>> I am trying to load 2 VB and VH files but the second one always returns 
>> me -1 error. Can I load 2 VB and Մհ files in the first place? 


>> Doglife 


>There's no problem with loading more than one. Are you keeping your VH 
>data in tact in main RAM? Do your VBs both fit in the sound RAM? 
>Otherwise I can't think of any reasons why it should fail. 

> 


VVVVVVVVVVVV VV VV VV VV VV 


> 
>Herbs 
> 
> 
Mata ne, execs Slate 
- e! pra tenchi@shell.jps.net rise 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) En http://www. jps.net/tenchi 


10783 


—-MESSAGE FILE 15942 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000218 


—--MESSAGE FILE 15943 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 


/00000219 

Path: chuka.playstation.co.uk!news 

From: "Doglife" <doglife@cyberdude.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Fri, 16 Oct 1998 20:03:40 +0800 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <707d3uSnecl17@chuka.playstation.co.uk> 


<70641bSnec15@chuka.playstation.co.uk> <3626BA47.36234426@shell.jps.net> 
NNTP-Posting-Host: 202.12.95.99 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Argh.. thanks for the help, I think I am stuck... 


Huh? u mean u can change the sampling rate? I thought the converter 
(wav2vag.exe) can only take in 44KHz Mono wave file? 


Doglife 


Elliott Lee wrote in message <3626BA47.36234426@shell.jps.net>... 
>OH. The limit is 512kb. You can't load more than that into memory. 
>(Besides that's a killer long time to transfer 512kb from the PC to 
>the Yaroze over the serial cable!) Try to size down your VAB files. 
>Reduce sample quality, use things with long, constant tones to 
>increase compression ratio, use shorter instruments/sfx that can be 


>looped. 
> 

>- e! 

> 


References: <704c6fSnecl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 


—-MESSAGE FILE 15943 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 


0000219 
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—-MESSAGE FILE 15944 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000220 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Fri, 16 Oct 1998 13:22:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36273A83.46539866@ndirect.co.uk> 

References: <704c6f$necl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 
<70641bSnec15@chuka.playstation.co.uk> <3626BA47.36234426@shell.jps.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Elliott Lee wrote: 


OH. The limit is 512kb. You can't load more than that into memory. 
(Besides that's a killer long time to transfer 512kb from the PC to 
the Yaroze over the serial cable!) Try to size down your VAB files. 
Reduce sample quality, use things with long, constant tones to 
increase compression ratio, use shorter instruments/sfx that can be 
looped. 


- e! 


VVVVVVV VV 


Constant tones will increase the compression ratio? Is that right? My 
understanding of ADPCM is that the number of samples doesn't change, but the bit 
resolution is reduced, normally to 4-bits per sample. Thus, the compression ratio 
is fixed. Ok, I don't know the ins and outs of the PSX ADPCM format, but every 
other ADPCM format I've worked with is fundamentally the same. 


Herbs 


—-MESSAGE FILE 15944 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000220 


—-MESSAGE FILE 15945 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000221 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Fri, 16 Oct 1998 13:44:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36273FBB.30E0D293@ndirect.co.uk> 

References: <704c6f$necl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 

<70641bSnec15@chuka.playstation.co.uk> <3626BA47.36234426@shell.jps.net> <707d3uSnec 
17@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Doglife wrote: 


> Argh.. thanks for the help, I think I am stuck... 
> 
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> Huh? u mean u can change the sampling rate? I thought the converter 

> (wav2vag.exe) can only take in 44KHz Mono wave file? 

> 

> Doglife 

> 

You can use almost any sample rate you like. The PSX changes the sample 
rate depending on which note is played. If you go up an octave (12 
semi-tones) the sample rate doubles, and down an octave halves the sample 


rate. So, a 22KHz sample needs to be played 12 semi-tones lower than a 
44KHz sample to keep the same pitch/duration. 


You can choose the sample rate depending on the type of sound. A 44KHz 
sample has a frequency range of 22KHz which is what the human ear is 
capable of hearing. A 11KHz sample has a frequency range of 5.5KHz which 
may be enough for lower frequency sounds, such as bass notes. This is 
all well and good in theory, but in practise it doesn't work quite so 
well, as many lower frequency sounds do have a higher frequency harmonic 
content. As a result, you get quantization noise. At the end of the day 
it's best to experiment, but remember that bright, crisp sounds tend to 
need a high sample rate to sound good, and dark, dull sounds don't. 


Herbs 


—-MESSAGE FILE 15945 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000221 


—-MESSAGE FILE 15946 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000222 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.programming.sound 
Subject: Real-time sound effects 

Date: Sun, 18 Oct 1998 09:34:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3629A81D.5659472C@revolution.co.uk> 
NNTP-Posting-Host: 62.172.91.248 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I was wondering what real-time sound effects anybody had managed to get 
out of the Yaroze e.g. reverb, echo, pitch bend, pitch offseting, change 
sampling rate, playing backwards ..... 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 15946 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000222 


——MESSAGE FILE 15947 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000223 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Real-time sound effects 

Date: Sun, 18 Oct 1998 15:39:28 -0700 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <362A6E20.44C5581D@shell.jps.net> 

References: <3629A81D.5659472C@revolution.co.uk> 
NNTP-Posting-Host: svalliap-isdn4.cisco.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Reverb: yes. Hardware. 

Echo: yes. Simulated by using more than one channel. 

Pbend: yes. Use SsUtChangePitch(). 

Poffs: yes. It's the fine tuning parameter. 

Sampr: yes. I preprocess my instruments. Remember that the sampling 


rate does change with pitch. e.g. a 22Khz sample at C4 plays 
at 22Khz, but at C5 plays at 44Khz. 

Backw: no. You'd have to preprocess the sample. You can't do it 
with our Yaroze libraries. 


- e! 
Jake Turner wrote: 
I was wondering what real-time sound effects anybody had managed to get 


out of the Yaroze e.g. reverb, echo, pitch bend, pitch offseting, change 
sampling rate, playing backwards ..... 


Jake Turner : Token Rocket Scientist 


VVVVVVV VV 


Practive VI it may save your life one day 


Mata ne, Gece wee 

- e! sate tenchi@shell.jps.net աէ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) Saree http://www. jps.net/tenchi 


—-MESSAGE FILE 15947 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000223 


--MESSAGE FILE 15948 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000224 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Sun, 18 Oct 1998 15:43:17 -0700 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <362A6F05.A87AA392@shell.jps.net> 

References: <704c6f$necl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 

<70641bSnec15@chuka.playstation.co.uk> <3626BA47.36234426@shell.jps.net> <707d3u$nec 
17@chuka.playstation.co.uk> 

NNTP-Posting-Host: svalliap-isdn4.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


No. The WAV2VAG.EXE works best with 16-bit, mono, 22KHz samples. 
Same goes for AIFF2VAG. Sure you can have any sampling rate you 
want, but you'll have to compensate when you key on the instrument. 


Rate considerations: 


For bass instruments, long strings or warm synth sounds, use 
lower sampling rates (8Khz - 16Khz). 


For leads, pianos, guitars, and most synth sounds, use higher 
rates (16Khz - 32Khz). This includes digitized voice samples. 


For very crisp, clear samples (cymbals, hi-hats, snares, 
complex synths) spend the extra memory and splurge (28Khz-44Khz). 


If you stick to something basic like this, you'll be able to recreate 
music faithfully without having to spend unnecessary memory. 
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- e! 


Doglife wrote: 


> 
> Argh.. thanks for the help, I think I am stuck... 
> 
> Huh? u mean u can change the sampling rate? I thought the converter 
> (wav2vag.exe) can only take in 44KHz Mono wave file? 
> 
> Doglife 
> 
> Elliott Lee wrote in message <3626BA47.36234426@shell.jps.net>... 
> >OH. The limit is 512kb. You can't load more than that into memory. 
> > (Besides that's a killer long time to transfer 512kb from the PC to 
> >the Yaroze over the serial cable!) Try to size down your VAB files. 
> >Reduce sample quality, use things with long, constant tones to 
> >increase compression ratio, use shorter instruments/sfx that can be 
> >looped. 
>> 
> >- e! 
> > 
Mata ne, 422. Slate 
- e! ot tenchi@shell.jps.net rise 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ԷՅ: http://www. jps.net/tenchi 


—-MESSAGE FILE 15948 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000224 


——MESSAGE FILE 15949 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000225 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: 2 vb and vh files? 

Date: Fri, 30 Oct 1998 13:19:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3639BCD7.90610E08@ndirect.co.uk> 

References: <704c6fSnecl0@chuka.playstation.co.uk> <362636FD.72AB44A@ndirect.co.uk> 
<70641bSnec15@chuka.playstation.co.uk> <3626BA47.36234426@shell.jps.net> <707d3uSnec 
17@chuka.playstation.co.uk> <362A6F05.A87AA392@shell.jps.net> 

NNTP-Posting-Host: th-usr02-59.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Elliott Lee wrote: 


> Sure you can have any sampling rate you 
> want, but you'll have to compensate when you key on the instrument. 
> 


Or a neater way is to pre-compensate by adjusting the note's centre point 
in VabTool. 


Also, we have VagEdit now which means we don't have to use WAV2VAG any 
more. :) 


Herbs 


—-MESSAGE FILE 15949 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000225 


——MESSAGE FILE 15950 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000226 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.sound 

Subject: Sound Problems 

Date: Tue, 17 Nov 1998 21:14:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3651a62f.166898943@news.playstation.co.uk> 
NNTP-Posting-Host: p28-hornbill-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I'm just getting around to sticking the in-game music into my game and 
I've come across a little problem. If I load STDO.VB and STDO.VH via 
siocons everything works fine, but if I try to load them from the CD ( 
using CdReadFile etc... ) when I go to play my .SEQ file I get a 
message saying 'Old SEQ format' and the Yaroze hangs. 


Anyone got any ideas ? 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 15950 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000226 


--MESSAGE FILE 15951 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000227 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound Problems 

Date: Thu, 19 Nov 1998 16:34:58 +0000 

Organization: The Hex Heroes 

Lines: 26 

Message-ID: <365448B2.9B6BDAD@writeme. com> 

References: <3651a62f.166898943@news.playstation.co.uk> 
NNTP-Posting-Host: janus.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Hi R, 


The only thing I can think of (and /yes/, this isn't very helpful) is 
that you're loading the SEQ into a different memory address or 
overwriting the SEQ with one of your other files. 


The error you report, I think, happens when the SEQ header is anything 
but what the PSX is expecting. 


Illuminating, huh? 


-No, I agree =;0) 


James. 

> I'm just getting around to sticking the in-game music into my game and 
> I've come across a little problem. If I load STDO.VB and STDO.VH via 

> siocons everything works fine, but if I try to load them from the CD ( 
> using CdReadFile etc... ) when I go to play my .SEQ file I get a 

> message saying 'Old SEQ format' and the Yaroze hangs. 

> 

> Anyone got any ideas ? 

> 

> Richard. 

> http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 15951 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000227 
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--MESSAGE FILE 15952 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000228 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound Problems 

Date: Thu, 19 Nov 1998 18:09:35 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <36545EDF.3A376F26@scee.sony.co.uk> 

References: <3651a62f.166898943@news.playstation.co.uk> <365448B2.9B6BDAD@writeme.co 
m> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


James Rutherford wrote: 
The only thing I can think of (and /yes/, this isn't very helpful) is 
that you're loading the SEQ into a different memory address or 


overwriting the SEQ with one of your other files. 


The error you report, I think, happens when the SEQ header is anything 
but what the PSX is expecting. 


VV V V V V V 


That sounds very likely - You get that error if the first byte of the SEQ file is no 
E O US "ԾԻ tp. 
The value of the first byte on the CD files is 'p'. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


How do you make Windows faster? Throw it harder. 
—-MESSAGE FILE 15952 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000228 


——MESSAGE FILE 15953 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000229 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound Problems 

Date: Sat, 21 Nov 1998 09:49:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36568c64.787064@news.playstation.co.uk> 

References: <3651a62f.166898943@news.playstation.co.uk> <365448B2.9B6BDAD@writeme.co 
m> <36545EDF.3A376F26@scee.sony.co.uk> 

NNTP-Posting-Host: p30-jacana-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 19 Nov 1998 18:09:35 +0000, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>James Rutherford wrote: 

>> 

>> The only thing I can think of (and /yes/, this isn't very helpful) is 
>> that you're loading the SEQ into a different memory address or 

>> overwriting the SEQ with one of your other files. 

>> 

>> The error you report, I think, happens when the SEQ header is anything 
>> but what the PSX is expecting. 
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> 

>That sounds very likely - You get that error if the first byte of the SEQ file is n 
Ob Տ sor) թ: 

>The value of the first byte on the CD files is 'p'. 

> 

>Cheers, 

> 

>James 

> 


>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 

>How do you make Windows faster? Throw it harder. 


A sort of followup question. When I read from the CD do I need to 
allocate more space than the actual size of the file ? ( i.e when you 
do a CdReadFile does it only read in blocks of a certain size ? ). 


Richard. 


—-MESSAGE FILE 15953 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000229 


—-MESSAGE FILE 15954 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000230 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound Problems 

Date: 23 Nov 1998 08:34:45 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <73b6n5Sno81@chuka.playstation.co.uk> 

References: <3651a62f.166898943@news.playstation.co.uk> <365448B2.9B6BDAD@writeme.co 
m> <36545EDF.3A376F26@scee.sony.co.uk> <36568c64.787064@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


The data file must be a multiple of 2048 bytes. So make sure that 
you allocate enough memory to store file. 


Regards, 


George@SCEE 


In article <36568c64.787064@news.playstation.co.uk>, richard.cutting@virgin.net 
says... 


>A sort of followup question. When I read from the CD do I need to 
>allocate more space than the actual size of the file ? ( i.e when you 
>do a CdReadFile does it only read in blocks of a certain size ? ). 

> 

>Richard. 

> 


—-MESSAGE FILE 15954 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000230 


—--MESSAGE FILE 15955 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000231 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: MOD player: DMS v1.1.1 Quick Update 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03 (Win95; I) 


Hi all, 


In the mailshot (SCEE), we're urged to email Sarah about any suggestions 
for what we'd like to see on the redesigned home site. 


I personally think that opening this question into a discussion forum 
will be a most productive way of guaging a member-wide wants list, so 
I'd urge you to tag on your own suggestions and comments to this. 


Here are some of my suggestions: 


* A well organised submissions section (probably in the same vein as the 
SCEA showcase area). Submissions should be mildly regulated by someone 
at SCEE. 


* A fixed 'date last updated" script. 


* Some simple copyright-free 2d graphics and 3d models, to help get 
people started. These should be collected into one area. Possibly 
provision for member submissions. 


What do you think? 


James. (~mrfrosty) 
—-MESSAGE FILE 1697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00400 


-—-MESSAGE FILE 1698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000401 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@mail.utexas.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Speed Optimisation 

Date: Wed, 25 Feb 1998 17:01:10 -0600 

Organization: The Implementor 

Lines: 30 

Message-ID: <34F4A2B6.2A5Beémail.utexas.edu> 

References: <34F1D481.5FFF@mdx.ac.uk> <34F22032.A62E0C6C@netmagic.net> 
Reply-To: spelwevr@mail.utexas.edu 

NNTP-Posting-Host: tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 


Quoth Elliott Lee: 

eid, չվ 

> Something commonly overlooked is pointer dereferencing in things 
> like arrays. If you're going to be doing lots of testing, it's 
> usually best to store the values into temporary variables. 

[ 


] 


Another good reason in favor of keeping a local copy of dereferenced 
data: Whenever you perform a function call, the compiler must 
assume upon return that all dereferenced data has changed. For 
example: 


void foo ( INFO * bar ) 

{ 

int a, b; 

bar->baz = 3; 

a = bar->baz; // Compiler should know that this is 3 
anything (); 
b = bar->baz; // Compiler must dereference bar here since 
bbe տառ // anything() could have changed *bar 

} 


In fact, if the compiler is being particularly picky, it will 
assume that all dereferenced data has changed after every write 


Net Yaroze newsgroups message dump.txt Page 10791 


Date: Wed, 02 Dec 1998 15:46:32 -0800 
Organization: 

Lines: 24 

Message-ID: <3665D158.C5F22F77@shell.jps.net> 
Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Hiya, 


I've been really unproductive the past few months but did manage to 
do a quick update on the DMS MOD player stuff I wrote back in 
September or so. You can download it at: 


http://www. jps.net/tenchi/etc/dms_111.zip 


The only real fix is that the pitch sliding commands (Exx and Fxx) 
are now active. The sliding isn't perfect because of timing issues, 
but I think the pitch is pretty close. (Previous version v1.1.0 
didn't have Exx and Fxx.) 


For those curious about the internals: the old representation used 
integers (0..127) to represent the note values (e.g. 48=Middle C). 
The code was slightly modified to use fixed-point vectors so that 
note values were left-shifted 16-bits. That should provide the 
ability to add in detuning, pitch portamento (Gxx), and vibrato 
(Hxx) in the near future. 


Until later, 
- Թ) 
tenchi@shell.jps.net 
SCEA 
—-MESSAGE FILE 15955 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000231 


—--MESSAGE FILE 15956 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000234 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Determining # of tracks 

Date: Mon, 25 Jan 1999 17:15:03 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <36AD1717.E9B4FC38@vmlabs.com> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:203 scee.yaroze.programm 
ing.sound:234 


Posted this in the "programming" group, but figure it belongs here too. 


How does one determine how many music tracks there are on an audio CD 
from within your program? When using CdPlay() I'd like to avoid 
accessing non-existant tracks if I can. 


Scott 
—-MESSAGE FILE 15956 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000234 


—--MESSAGE FILE 15957 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000235 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
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Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 
Subject: Re: Determining # of tracks 

Date: Tue, 26 Jan 1999 15:23:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <36ADDDF3.571BC230@manc.u-net.com> 

References: <36AD1717.E9B4FC38@vmlabs.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:204 scee.yaroze.programm 
ing.sound:235 


Hi Scott, 
I found this problem too and posted numerous messages to try and finda 
solution, to no avail. I'm SURE there is a way though -- someone's just 


not letting on! 


The result was the CD Player in Grav always thinks there are exactly 20 
tracks on a CD (I guessed 20 was ample without being too many). Bit of a 
pain, but what y'gonna do. The biggest problem with CDPlay() is that it 
seems to always find dummy tracks, and loves skipping all over the place, 
and not going to the next track properly. Strange when the PSX's built-in 
CD Player plays all CDs perfectly. Just an iffy Yaroze lib function of 
course, but I'm just glad they let us have this much! 


Jim 

Scott Cartier wrote: 

Posted this in the "programming" group, but figure it belongs here too. 
How does one determine how many music tracks there are on an audio CD 


from within your program? When using CdPlay() I'd like to avoid 
accessing non-existant tracks if I can. 


VV V V V V V 


Scott 


—-MESSAGE FILE 15957 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000235 


—--MESSAGE FILE 15958 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000236 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Determining # of tracks 

Date: Tue, 26 Jan 1999 08:49:48 -0800 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36ADF22C.283CCADA@vmlabs.com> 

References: <36AD1717.E9B4FC38@vmlabs.com> <36ADDDF3.571BC230@manc.u-net.com> 
NNTP-Posting-Host: vmlabs30.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:205 scee.yaroze.programm 
ing.sound:236 


James, 

I've seen an error message printed to SIOCONS when it tries to access 
an unavailable track. Perhaps there's some way of trapping this error? 
At any rate I'll make do with what we're given. 


Scott 
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> Hi Scott, 

> I found this problem too and posted numerous messages to try and finda 

> solution, to no avail. I'm SURE there is a way though -- someone's just 
> not letting on! 

> 

> The result was the CD Player in Grav always thinks there are exactly 20 

> tracks on a CD (I guessed 20 was ample without being too many). Bit of a 
> pain, but what y'gonna do. The biggest problem with CDPlay() is that it 
> seems to always find dummy tracks, and loves skipping all over the place, 
> and not going to the next track properly. Strange when the PSX's built-in 
> CD Player plays all CDs perfectly. Just an iffy Yaroze lib function of 

> course, but I'm just glad they let us have this much! 

> 

> Jim 


—-MESSAGE FILE 15958 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000236 


——MESSAGE FILE 15959 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000237 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Determining # of tracks 

Date: Mon, 01 Feb 1999 14:56:53 -0800 

Organization: SCEA News Server 

Lines: 6 
Message-ID: <36B63135.2BE9@playstation.sony.com> 

References: <36AD1717.E9B4FC38@vmlabs.com> <36ADDDF3.571BC230@manc.u-net.com> 
NNTP-Posting-Host: 208.247.15.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:206 scee.yaroze.programm 
ing.sound:237 


James Shaughnessy wrote: 
"Strange when the PSX's built-in CD Player plays all CDs perfectly." 


Ah, but it doesn't actually. If you leave the lid open and then put ina 
CD and close the lid back down, non-audio tracks will show up as options 
to be played on the CD player! 
—-MESSAGE FILE 15959 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000237 


—-MESSAGE FILE 15960 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000238 

Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.programming.sound 
Subject: Sound newbie seeks advice 

Date: Tue, 09 Feb 1999 20:17:30 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <36C097D9. 9FE74F5@yahoo.com> 
NNTP-Posting-Host: ppp-1-9-57.access.telinco.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Heya all! 


I'm loading my .seq file into memory, and in order to play it I need to 
have a .vb and .vh file into memory. The tutorial that I am using, 
Sound For Dummies, loads a set of .vb and .vh files called std0.vb and 
stdO.vh - but the .vb file is 300kb, and this completley mucks սք 
everything because I need more space! Can you make a 1 second sound 
file, split it up into .vb and .vh files and use these instead? 
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I'm a newbie, so can you explain this in as plain english as you can? 
Cheers in advance, 


Ed :) 
http://www.netyaroze-europe.com/~gookaloo 


—-MESSAGE FILE 15960 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000238 


—-MESSAGE FILE 15961 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000239 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound newbie seeks advice 

Date: Tue, 09 Feb 1999 18:25:01 -0800 

Organization: 

Lines: 53 

Message-ID: <36COEDFD.D95B7006@shell.jps.net> 

References: <36C097D9.9FE74F5@yahoo.com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Ed Fear wrote: 
Heya all! 


I'm loading my .seq file into memory, and in order to play it I need to 
have a .vb and .vh file into memory. The tutorial that I am using, 
Sound For Dummies, loads a set of .vb and .vh files called std0.vb and 
stdO.vh - but the .vb file is 300kb, and this completley mucks up 
everything because I need more space! Can you make a 1 second sound 
file, split it up into .vb and .vh files and use these instead? 


I'm a newbie, so can you explain this in as plain english as you can? 
Cheers in advance, 


Ed :) 
http://www.netyaroze-europe.com/~gookaloo 


VVVVVVVVVVVV VV VV 


Well, the 300kb is the amount of sound RAM that is required to hold the 
entire general MIDI set for the Yaroze. Not bad, but eats up the space. 
The alternative is to use your own instrument set. I use MODs, so I 
only load what instruments I need. 


As for the 1 second sound file, all you need to do is turn that waveform 
into an instrument and then "key on" the instrument. So... 


1) save your waveform in something that's either AIFF or WAV format 
(16-bit, mono) 


2) run WAV2VAG to convert that waveform into a .VAG file 


3) snag someone's VAB header file and edit it so that you only have 
1 instrument and 1 "program". 


4) run MKVAB and create the .VAB file 


5) run VABSPLIT to create your final .VH and .VB files 


6) load the .VH and .VB into memory somewhere in your SIOCONS batch 
file 


7) in your program, initialize the new VAB (.VH and .VB) and be sure 
you get that sound handle back! 
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8) you then just use SsUtKeyOn() to play back your sound. Pick a 
middle note like 48 or 60 and a volume of like 128 (both left and 
right channels). 


Does that help? 


- e! 
tenchi@shell.jps.net 
SCEA 
--MESSAGE FILE 15961 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000239 


——MESSAGE FILE 15962 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000240 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Sound newbie seeks advice 

Date: Sun, 14 Feb 1999 15:28:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7a6qdn$6p31@chuka.playstation.co.uk> 
References: <36C097D9.9FE74F5@yahoo.com> 
NNTP-Posting-Host: th-usr00-11.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed Fear wrote in message <36C097D9.9FE74F5@yahoo.com>... 

>Heya all! 

> 

>I'm loading my .seq file into memory, and in order to play it I need to 
>have a .vb and .vh file into memory. The tutorial that I am using, 
>Sound For Dummies, loads a set of .vb and .vh files called std0.vb and 
>std0.vh - but the .vb file is 300kb, and this completley mucks up 
>everything because I need more space! Can you make a 1 second sound 
>file, split it up into .vb and .vh files and use these instead? 

> 

>I'm a newbie, so can you explain this in as plain english as you can? 
> 

>Cheers in advance, 

> 

Հեզ :) 

>http://www.netyaroze-europe.com/~gookaloo 

> 


Just a couple of points. 


As the std0 files are on the boot CD (and are also present on the OPSM cover 
disks etc), you can safely load them at run time. So, once you've 
transferred your TIM files into VRAM, you can load the std0 files over the 
top of your TIMs. 


Also, once the vb file has been loaded into SRAM, the copy in main RAM is no 
longer required, so you could reuse that memory. You could, for example, 
put your GPU packet workspace here. Don't destroy the memory occupied by 
the vh file though 'cos the sound functions need that data to work. 


Herbs 


—-MESSAGE FILE 15962 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000240 


—-MESSAGE FILE 15963 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000241 

Path: chuka.playstation.co.uk!news 

From: Scott Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: mid2smf convertor needed 
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Date: Wed, 31 Mar 1999 00:22:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <37015CB4.7BAB5B4D@escotia.freeserve.co.uk> 
NNTP-Posting-Host: modem-61.ytterbium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I don't suppose anyone knows of a convertor for changing .mid files to 
. smf 


I'm trying to do some music but the Yaroze tells me that I'm using an 
old midi format when my program runs. (I was quite impressed - it's not 
normally so friendly when it fails) 


Cheers 
ScoTT 


—-MESSAGE FILE 15963 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000241 


—-MESSAGE FILE 15964 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000242 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Rob Vawter <rob_vawter@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mid2smf convertor needed 

Date: Tue, 30 Mar 1999 18:55:14 -0800 

Organization: SCEA 

Lines: 21 

Message-ID: <37018E92.F4859052@playstation.sony.com> 

References: <37015CB4.7BAB5B4D@escotia. freeserve.co.uk> 
NNTP-Posting-Host: 208.247.15.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 

X-Accept—-Language: en 


Scott, 

Many MIDI editing\playback\creation programs allow you to save as MIDI 
format 1 (smf).However, if you are getting this message: "This is an old 
SEQ Data Format.", the problem may be something else. 

- RV 


Scott Campbell wrote: 


> I don't suppose anyone knows of a convertor for changing .mid files to 
> .smf 

> 

> I'm trying to do some music but the Yaroze tells me that I'm using an 

> old midi format when my program runs. (I was quite impressed - it's not 
> normally so friendly when it fails) 

> 

> Cheers 

> 

> ScoTT 


—-MESSAGE FILE 15964 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000242 


——MESSAGE FILE 15965 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000243 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <rob_vawter@playstation.sony.com> 
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Newsgroups: scee.yaroze.programming.sound 
Subject: Re:midi2smf converter question 
Date: Tue, 30 Mar 1999 18:58:17 -0800 
Organization: SCEA 

Lines: 27 

Message-ID: <37018F49.9C651E3@playstation.sony.com> 
NNTP-Posting-Host: 208.247.15.29 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 
X-Accept—-Language: en 

CC: escotia@escotia.freeserve.co.uk 


Scott, 
The newgroups are wigging, so I'm reposting this and issuing you a copy. 


Many MIDI editing\playback\creation programs allow you to save as MIDI 
format 1 (smf).However, if you are getting this message: "This is an old 


SEQ Data Format.", the problem may be something else. 
- RV 
Scott Campbell wrote: 


> I don't suppose anyone knows of a convertor for changing .mid files to 


> .smf 

> 

> I'm trying to do some music but the Yaroze tells me that I'm using an 
> old midi format when my program runs. (I was quite impressed - it's 
not 

> normally so friendly when it fails) 

> 

> Cheers 

> 

> ScoTT 


—-MESSAGE FILE 15965 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000243 


——MESSAGE FILE 15966 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000244 

Path: chuka.playstation.co.uk!news 

From: Scott Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mid2smf convertor needed 

Date: Thu, 01 Apr 1999 02:00:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <3702C536.832CB28E@escotia.freeserve.co.uk> 

References: <37015CB4.7BAB5B4D@escotia.freeserve.co.uk> <37018E92.F4859052@playstati 
on.sony.com> 

NNTP-Posting-Host: modem-8.thulium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


I can play the SEQs using seqplay.bat, but I still get the 'old SEQ format' 
message when I try my own code. 


The code I'm using looks something like: 


standardSounds = SsVabTransfer( ( u_char * ) STANDARD _VH_ADDRESS, 
( u_char * ) STANDARD _VB_ADDRESS, -1, 1 ); 


music = SsSeqOpen( ( u_long * ) seqAddress, standardSounds) ; 
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SsSeqPlay( music, SSPLAY_ PLAY, SSPLAY_INFINITY ); 
which owes a lot to the 'Sound for Dummies' document. 
I think the PS complains when I try to open the SEQ i.e. SsSeqOpen(). 


I'm ready to join a lunatic asylum. 


ScoTT 


Rob Vawter wrote: 


> Scott, 

> 

> Many MIDI editing\playback\creation programs allow you to save as MIDI 

> format 1 (smf).However, if you are getting this message: "This is an old 
> SEQ Data Format.", the problem may be something else. 

> 

> - RV 

> 

> Scott Campbell wrote: 

> 

> > I don't suppose anyone knows of a convertor for changing .mid files to 
> > .smf 

>> 

> > I'm trying to do some music but the Yaroze tells me that I'm using an 
> > old midi format when my program runs. (I was quite impressed - it's not 
> > normally so friendly when it fails) 

>> 

> > Cheers 

>> 

> > ScoTT 


—-MESSAGE FILE 15966 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000244 


--MESSAGE FILE 15967 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000245 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mid2smf convertor needed - Nothing to do with the problem just an obser 
vation 

Date: Wed, 28 Apr 1999 15:30:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7g75soS$ft1ll@chuka.playstation.co.uk> 

References: <37015CB4.7BAB5B4D@escotia.freeserve.co.uk> <37018E92.F4859052@playstati 
on.sony.com> <3702C536.832CB28E@escotia. freeserve.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I'm ready to join a lunatic asylum. 
> 


Show me a Yaroze member who isn't and I'll give you £10 ;0) 
Bob 
298rcs@tay.ac.uk 


>ScoTT 


—-MESSAGE FILE 15967 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000245 


—--MESSAGE FILE 15968 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
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/00000246 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: PC Software like 'Music' 

Date: Sat, 8 May 1999 16:39:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7hllvg$2qc7@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-097.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Can anyone tell if there are any PC programs which allow you to compose 
musical pieces like Codemaster's Music for the PSX? I want something which 
is easy to use, and allows you to choose what clip of music to put where, 
rather than having to play the notes into the PC with the keyboard, which is 
all I seem to get my MIDI software to do, which doesn't help my lack of 
musical ability. 


Rikki 


—-MESSAGE FILE 15968 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000246 


—-MESSAGE FILE 15969 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000247 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: PC Software like 'Music' 

Date: Wed, 19 May 1999 20:24:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7hv2t9$1181@chuka.playstation.co.uk> 
References: <7hllvg$2qc7@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-117.name37.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Try either Magix Music Maker 3.0 (just like music), or Dance eJay 2 (my 
current fave - some amazing stuff can be made with this) 


Problem is, these both save the files as .wav's (obviously), and this takes 
up a lot of space... a LOT of space... 


Hope this helps :) 


Ed :) 


-—-MESSAGE FILE 15969 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000247 


--MESSAGE FILE 15970 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000248 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 
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Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1S4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 15970 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000248 


--MESSAGE FILE 15971 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000249 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 15971 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000249 


—-MESSAGE FILE 15972 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000250 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: sound question 

Date: Thu, 15 Jul 1999 00:07:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7mj588Sbjc3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p31s03a01.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


This sound stuff is pretty darn tricky. 


I understand that for a 44khz sample, note 60 (middle C) plays the sample 
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to any dereferenced location. It may even assume that all data 
everywhere has changed, since technically that pointer could have 


been pointing 
cases, but in 


anywhere. This may be a trivial effect in many 
a function with many pointers, particularly with 


interspersed function calls, the compiler's attempts at 
optimization can be defeated. 
-—-MESSAGE FILE 1698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00401 


—-MESSAGE FILE 1699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000402 


Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Site restructuring suggestions. 


Date: Thu, 26 
Organization: 
Lines: 29 


Feb 1998 11:52:50 +1100 
Cybec Pty. Ltd. 


Message-ID: <34F4BCE2.D2174CEE@cybec.com.au> 
References: <34F450E0.52CD@sms.ed.ac.uk> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 


Mime-Version: 
Content-Type: 


1.0 
text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


James Rutherford wrote: 


VVVVVVVVV VV 


Here are some of my suggestions: 

* A well organised submissions section (probably in the same vein as the 
SCEA showcase area). Submissions should be mildly regulated by someone 
at SCEE. 


* A fixed 'date last updated" script. 


* Some simple copyright-free 2d graphics and 3d models, to help get 
people started. These should be collected into one area. Possibly 
provision for member submissions. 


Definitely. Plus there's the obvious problem with the download 
area(s). I find it extremely hard to find anything on the site with the 
"old" ftp area and the "new" area, and the others. Plus the search 


engine simply 


doesn't work. 


Why isn't it possible to change our passwords? (OR is it?) Although 
mine is easy to remember, I should be able to change it - perhaps 
through https. 


And why do we 


have an ftp area that is called an "ftp area" that can't 


be accessed through anonymous ftp? Might as not be there by default, 
since by default no one has anything to download. People can put their 
archives wherever they like in their public_html directory, can't they? 
I haven't uploaded my scanty pages yet, so I'm guessing. 


Toby. 


-—-MESSAGE FILE 1699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00402 


—-MESSAGE FILE 1700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000403 
Path: chuka.pl 
r-mail 
From: Paul_Hol 


laystation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 


lman@Playstation.sony.com 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Site restructuring suggestions. 


Date: 26 Feb 1998 09:17:10 -0000 


Organization: 
Lines: 37 


Sony Computer Entertainment Europe - 119.SS5 


Sender: news@chuka.playstation.co.uk 
Message-ID: <6d3bum$dc91@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 


Net Yaroze newsgroups message dump.txt Page 10801 


at the correct speed, and that a 22khz sample must be played an octave lower 
(note 48) to get the same speed. 


I've been using VabTool to create a VAB of my sound effects and find that 
44khz samples play back correctly at note 64 and 22 khz samples at note 52. 
Why is this? I notice in George Bain's sound tutorial that the the example 
sound effects are keyed on with note 64. 


Looking at a SEQ player example by Jason Page I grabbed from the tutorial 
section of the website, all the samples in the VAB (tll.vab) play back at 
the correct speed with note 60. Why does a 44khz sample play back correctly 
at note 60 in one instance and note 64 in another? 


When creating a VAB of samples to use as your 'instruments' (in a 

SEQ) sampled at different frequencies, I suppose it must be necessary to 
adjust the position of middle C depending on the frequency of the sample. 
If so, how is this done? 


Thanks 


Derek 


-—-MESSAGE FILE 15972 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000250 


—--MESSAGE FILE 15973 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000251 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: sound question 

Date: Fri, 16 Jul 1999 20:46:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7molknS$bjcl13@chuka.playstation.co.uk> 
References: <7mj588Sbjc3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.166.144.99 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Derek, 


In the Tone Attribute Table in VabTool, set the "centre" attribute to 60 for 
44KHz, 72 for 22KHz etc. 


That should do the trick! 


Herbs 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

news: 7mj588Sbjc3@chuka.playstation.co.uk... 

> This sound stuff is pretty darn tricky. 

> 

> I understand that for a 44khz sample, note 60 (middle C) plays the sample 
> at the correct speed, and that a 22khz sample must be played an octave 
lower 

> (note 48) to get the same speed. 

> 

> I've been using VabTool to create a VAB of my sound effects and find that 
> 44khz samples play back correctly at note 64 and 22 khz samples at note 
52. 

> Why is this? 1 notice in George Bain's sound tutorial that the the 
example 

> sound effects are keyed on with note 64. 

> 
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> Looking at a SEQ player example by Jason Page I grabbed from the tutorial 
> section of the website, all the samples in the VAB (tll.vab) play back at 
> the correct speed with note 60. Why does a 44khz sample play back 
correctly 

at note 60 in one instance and note 64 in another? 


v 


> 

> When creating a VAB of samples to use as your 'instruments' (in a 

> SEQ)sampled at different frequencies, I suppose it must be necessary to 
> adjust the position of middle C depending on the frequency of the sample. 
> If so, how is this done? 

> 

> Thanks 

> 

> Derek 

> 

> 

> 

> 


—-MESSAGE FILE 15973 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000251 


——MESSAGE FILE 15974 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000252 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Sound Problems, George Bain? 

Date: Thu, 29 Jul 1999 14:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <37A055B0.83761EE1@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: modem—-55.carafate.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (Win98; I) 
X-Accept—-Language: en 


Last night I was trying to make the PS play sound effects. I took the 
George Bains sound tutorial and used the functions therein. When I came 
to testing it I got nothing. 

After several hours debugging I found out that the line 

voice_data siren,helli; 

After the structure definition was to blame. What is going on?? Am i 
doing something stupid. I have verified that the memory is intact and 
am using the sample samples, got me beat for now. Any help most 


welcome. 


Bruce McNeish 


| CoolFusion Developments | 


—-MESSAGE FILE 15974 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000252 


——MESSAGE FILE 15975 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000253 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
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oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


-—-MESSAGE FILE 15975 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000253 


--MESSAGE FILE 15976 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000254 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Loading Sounds 

Date: Sat, 04 Sep 1999 15:22:45 -0400 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <37D17185.534AC39@aol.com> 

NNTP-Posting-Host: 98ABA99C.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Is there a way I can load a .VAG file directly to my program to be 
played? If so, please give me code examples or other people's code 
which I can look at. And if I can't load .VAG files directly, what 
sound files should I convert my original .WAV to so I can load music 
directly into my game (and what tools are needed)? 

Thank you. 


—-MESSAGE FILE 15976 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000254 


--MESSAGE FILE 15977 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000255 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: MkVab 

Date: Sat, 04 Sep 1999 21:53:07 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <37D1CD03.11E3CD15@aol.com> 

NNTP-Posting-Host: ABD7E861.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


How do I use Mkvab to convert .VAG to .VAB? I use the commands I am 
supposed to, but I get an EMPTY vab file which has no data. WHAT IN THE 
WORLD is the def file which they tell me I should enter? 


Net Yaroze newsgroups message dump.txt Page 10804 


-—-MESSAGE FILE 15977 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000255 


——MESSAGE FILE 15978 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000256 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MkVab 

Date: Mon, 6 Sep 1999 18:40:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7r0u97$23b1@chuka.playstation.co.uk> 
References: <37D1CD03.11E3CD15@aol.com> 
NNTP-Posting-Host: 212.56.110.162 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Omar Metwally <Metwally7@aol.com> wrote in message 
news:37D1CD03.11E3CD15@aol.com... 

> How do I use Mkvab to convert .VAG to .VAB? I use the commands I am 
> supposed to, but I get an EMPTY vab file which has no data. WHAT IN THE 
> WORLD is the def file which they tell me I should enter? 

> 


Make sure you have downloaded VabTool from the Tools section of the NY 
Members site. It's much easier to use than the DOS based utils. 


Herbs 


—-MESSAGE FILE 15978 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000256 


—--MESSAGE FILE 15979 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000257 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: Loading Sounds 

Date: Mon, 6 Sep 1999 18:47:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7r0un2$23b2@chuka.playstation.co.uk> 
References: <37D17185.534AC39@aol.com> 
NNTP-Posting-Host: 212.56.110.162 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Omar Metwally <Metwally7@aol.com> wrote in message 
news:37D17185.534AC39@aol.com... 

> Is there a way I can load a .VAG file directly to my program to be 
played? If so, please give me code examples or other people's code 
which I can look at. And if I can't load .VAG files directly, what 
sound files should I convert my original .WAV to so I can load music 
directly into my game (and what tools are needed)? 

Thank you. 


VVVVVV 


You can't use VAGs directly. VAGs contain the raw sample data. You need to 
package your VAGs together into a VAB which holds keyboard mapping data. 

The PSX sound system is very music orientated and more like a synth or 
pro-sampler in it's configuration. (See my reply to your following post - 
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"Mkvab". ) 


Herbs 


—-MESSAGE FILE 15979 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000257 


——MESSAGE FILE 15980 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000258 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: MkVab 

Date: Mon, 6 Sep 1999 18:54:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7r0v30S$23b3@chuka.playstation.co.uk> 

References: <37D1CD03.11E3CD15@aol.com> <7r0u97$23b1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.110.162 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 7r0u97$23b1@chuka.playstation.co.uk... 


> 

> 

> 

> Make sure you have downloaded VabTool from the Tools section of the NY 

> Members site. It's much easier to use than the DOS based utils. 

> 

> 

Oops, I forgot... Make sure you get VagEdit too. It converts WAV to VAG and 


has some simple edit features. 


Herbs 


—-MESSAGE FILE 15980 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000258 


—-MESSAGE FILE 15981 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000259 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: mp3 on yaroze.... 

Date: Tue, 26 Oct 1999 08:50:18 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7v2toh$6sl@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns03040.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi everyone, 


I'm wondering if anyone have consider the possibly of playing MP3 ona 
Yaroze? I wanna try but do not know where to start... Can anyone gave me 
some pointers here? 


Regards 
Stanley 
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—-MESSAGE FILE 15981 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000259 


——MESSAGE FILE 15982 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000260 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Tue, 26 Oct 1999 23:53:54 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7v4171S6kf1@chuka.playstation.co.uk> 
References: <7v2tohS$6sl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p22-maxll.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Stanley Lim <lkhemail@bigfoot.com> wrote in message 
news: 7v2tohS$6sl@chuka.playstation.co.uk... 
> Hi everyone, 


> 
> I'm wondering if anyone have consider the possibly of playing MP3 ona 

> Yaroze? I wanna try but do not know where to start... Can anyone gave me 
> some pointers here? 

I would suggest that the PSX is not powerful enough to do it in software, 
but if you are really keen a good place to start might be 


http://mp3tech. free. fr/programmers/programmers.html 


Regards 
Mario 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 


—-MESSAGE FILE 15982 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000260 


—--MESSAGE FILE 15983 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000261 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Wed, 27 Oct 1999 23:05:33 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7v7481Sf4p1l@chuka.playstation.co.uk> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: qtns03707.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Issit possible to code in Assembly in Yaroze? Do you have any idea? 


Regards 
Stanley 
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Mario Wynands <mario@sidhe.co.nz> wrote in message 
news: 7v4171S6kf1@chuka.playstation.co.uk... 

> Stanley Lim <lkhemail@bigfoot.com> wrote in message 
news: 7v2tohS$6sl@chuka.playstation.co.uk... 

> Hi everyone, 


I'm wondering if anyone have consider the possibly of playing MP3 ona 
Yaroze? I wanna try but do not know where to start... Can anyone gave me 
some pointers here? 


V V V V 


I would suggest that the PSX is not powerful enough to do it in software, 
but if you are really keen a good place to start miqht be 


http://mp3tech.free.fr/programmers/programmers.html 


Regards 
Mario 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 


VVVVVVVVVVVVV VV OMO MUNAN VV VV 


—-MESSAGE FILE 15983 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000261 


—-MESSAGE FILE 15984 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000262 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Wed, 27 Oct 1999 22:32:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <38197cd9.204929122@news.playstation.co.uk> 

References: <7v2toh$S6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 
k> <7v7481Sf4pl1@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I agree... I'm not sure it's THAT impossible... but then again, I 
really don't know enough about mp3. What I do know is that the 
resulting data (post processed) needs to sustain only 150k/second (I 
doubt that the output of mp3 exceeds that of a CD). That doesn't seem 
like an impossible task. 


But then again, I really DON'T know enough about mp3. 
Steven 


On Wed, 27 Oct 1999 23:05:33 +0800, "Stanley Lim" 
<lkhemail@bigfoot.com> wrote: 


>Issit possible to code in Assembly in Yaroze? Do you have any idea? 
> 

>Regards 

>Stanley 

>Mario Wynands <mario@sidhe.co.nz> wrote in message 

>news: 7v4171S6kf1@chuka.playstation.co.uk... 

>> Stanley Lim <lkhemail@bigfoot.com> wrote in message 

>> news: 7v2tohS$6sl@chuka.playstation.co.uk... 

>> > Hi everyone, 

>> > 
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>> > I'm wondering if anyone have consider the possibly of playing MP3 on a 
>> > Yaroze? I wanna try but do not know where to start... Can anyone gave me 
>> > some pointers here? 

>> 

>> I would suggest that the PSX is not powerful enough to do it in software, 
>> but if you are really keen a good place to start might be 

>> 

>> http://mp3tech.free.fr/programmers/programmers.html 

>> 

>> 

>> 

>> Regards 

>> 

>> Mario 

>> 

>> mario@sidhe.co.nz 

>> http://www.sidhe.co.nz 


—-MESSAGE FILE 15984 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000262 


——MESSAGE FILE 15985 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000263 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: 27 Oct 1999 23:50:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 
k> <7v7481Sf4pl@chuka.playstation.co.uk> <38197cd9.204929122@news.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 27 Oct 1999 22:32:30 GMT, Steven Osman <sosman@terratron.com> wrote: 
>I agree... I'm not sure it's THAT impossible... but then again, I 
>really don't know enough about mp3. What I do know is that the 

>resulting data (post processed) needs to sustain only 150k/second (I 


>doubt that the output of mp3 exceeds that of a CD). That doesn't seem 
>like an impossible task. 
> 


>But then again, I really DON'T know enough about mp3. 


A 486dx2-66 (twice the clock speed of the playstation CPU) can _just_ play 
a mono 128k mp3, at pretty much full CPU utilisation. 


mp3 playing also relies on floating point operations, and seeing as the PSX 
CPU has no FPU, this has to be emulated. 


The playstation plays ADPCM samples only. Thus, there's the added overhead 
of converting from raw sample data to ADPCM format (which, I might add, is 
a SONY proprietary format, information on which is not available to yaroze 
members). 


All of this adds up to a very slow mp3 player. 


That being said, there's a *possibility* that if you could write an integer 
based mp3 player that used the GTE for matrix operations in order to 
parallelise the decoding of the mp3, there's a chance that you could play 
mp3's in realtime. In order to do it, however, you'd need to be very familiar 
with mp3 decoding and very familiar with the PSX at a hardware level. 


Anyone who's programming a yaroze has access to a PC anyway, so I don't see 
why having the playstation play mp3s is so interesting to people (apart, I 
guess, from the obvious geek factor). 
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If you want a component unit that will play mp3s, ripping the guts out of 
an old ver, and sticking an old pentium motherboard with a soundcard, 
ethernet and a serial port driven LCD display in their place would be a 
much cooler option. 


Alternatively, there's apparently a hardware addon like an Action Replay 
that will allow the psx to play mp3s. I don't know anything more than that, 
though. 


>Steven 

> 

>On Wed, 27 Oct 1999 23:05:33 +0800, "Stanley Lim" 
><lkhemail@bigfoot.com> wrote: 

> 

>>Issit possible to code in Assembly in Yaroze? Do you have any idea? 


Definitely, but this won't help you write an mp3 player. If you want to learn 
more, get a MIPS programmers manual, and have a look at as.exe (I'm assuming 
that the dos compiler has an accessible version of as), which is the assembler 
backend for gcc. if you compile a .c file with -S (note, capital s, not 
lowercase) the output will be the assembler conversion of the .c file. That's 
as good a place as any to start learning about the input format that as 
accepts. 


Toby. 
—-MESSAGE FILE 15985 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000263 


—-MESSAGE FILE 15986 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000264 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Fri, 29 Oct 1999 18:25:18 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <7vbsj3$711@chuka.playstation.co.uk> 

References: <7v2toh$6sl@chuka.playstation.co.uk> <7v4171$6kf1@chuka.playstation.co.u 

k> <7v7481Sf4pl@chuka.playstation.co.uk> <38197cd9.204929122@news.playstation.co.uk> 
<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: qtns04311.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Toby Sargeant <tjs@cs.monash.edu.au> wrote in message 
news:slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au... 

> On Wed, 27 Oct 1999 22:32:30 GMT, Steven Osman <sosman@terratron.com> 
wrote: 

> >I agree... I'm not sure it's THAT impossible... but then again, I 
> >really don't know enough about mp3. What I do know is that the 

> >resulting data (post processed) needs to sustain only 150k/second (I 

> >doubt that the output of mp3 exceeds that of a CD). That doesn't seem 
> >like an impossible task. 

>> 
> 
> 
> 
> 


>But then again, I really DON'T know enough about mp3. 


A 486dx2-66 (twice the clock speed of the playstation CPU) can _just_ play 
a mono 128k mp3, at pretty much full CPU utilisation. 


I'm not so sure about that.... Let's look at the Philips Nino 312(A Palmtop 
PC) having a processor of R3000(same as Yaroze) but with 8mb ram is able to 
play MP3. So I think that it is possible. 


> 

> mp3 playing also relies on floating point operations, and seeing as the 
PSX 

> CPU has no FPU, this has to be emulated. 
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The playstation plays ADPCM samples only. Thus, there's the added overhead 
of converting from raw sample data to ADPCM format (which, I might add, is 
a SONY proprietary format, information on which is not available to yaroze 
members). 


All of this adds up to a very slow mp3 player. 


VVVVVVVV 


> That being said, there's a *possibility* that if you could write an 
integer 

> based mp3 player that used the GTE for matrix operations in order to 

> parallelise the decoding of the mp3, there's a chance that you could play 
> mp3's in realtime. In order to do it, however, you'd need to be very 
familiar 

> with mp3 decoding and very familiar with the PSX at a hardware level. 

> 

> Anyone who's programming a yaroze has access to a PC anyway, so I don't 
see 

> why having the playstation play mp3s is so interesting to people (apart, I 
> guess, from the obvious geek factor). 


Well it's a challenge of it to create a MP3 Player on Yaroze. 


>On Wed, 27 Oct 1999 23:05:33 +0800, "Stanley Lim" 
><lkhemail@bigfoot.com> wrote: 

> 

>>Issit possible to code in Assembly in Yaroze? Do you have any idea? 


> 

> If you want a component unit that will play mp3s, ripping the guts out of 
> an old vcr, and sticking an old pentium motherboard with a soundcard, 

> ethernet and a serial port driven LCD display in their place would be a 
> much cooler option. 

> 

> Alternatively, there's apparently a hardware addon like an Action Replay 
> that will allow the psx to play mp3s. I don't know anything more than 
that, 

> though. 

> 

> >Steven 

>> 

> 

> 

> 

> 

> 


> Definitely, but this won't help you write an mp3 player. If you want to 
learn 
> more, get a MIPS programmers manual, and have a look at as.exe (I'm 
assuming 

> that the dos compiler has an accessible version of as), which is the 
assembler 

> backend for gcc. if you compile a .c file with -S (note, capital s, not 
> lowercase) the output will be the assembler conversion of the .c file. 
That's 

> as good a place as any to start learning about the input format that as 
> accepts. 

> 

> Toby. 


—-MESSAGE FILE 15986 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000264 


--MESSAGE FILE 15987 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000265 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Mon, 1 Nov 1999 15:22:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <J5NXSCAZAbH4EwSU@trsoft.demon.co.uk> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> 
<7v4171S6kf1@chuka.playstation.co.uk> <7v7481Sf4pl@chuka.playstation.co.uk> 
<38197cd9.204929122@news.playstation.co.uk> 
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From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Toby, 


I'd love to have this implemented - but using Netscape Servers there 
doesn't seem 

to be a simple way to include this programmatically - given that the 
underlying 

UNIX password (for FTP) would also have to be changed. 


(Its of course trivial on servers like Apache). 


We haven't dug too deeply into this yet, but if anyone has references 
please tell 


Paul 


From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Site restructuring suggestions. 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Why isn't it possible to change our passwords? (OR is it?) Although 
mine is easy to remember, I should be able to change it - perhaps 
through https. 


—-MESSAGE FILE 1700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00403 


—-MESSAGE FILE 1701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000404 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision Detection Shortcut Update 

Date: Thu, 26 Feb 1998 11:26:45 +0000 

Organization: I wish! 

Lines: 61 

Message-ID: <34F55175.2793@mdx.ac.uk> 

References: <6caa8eS$5bj12@scea> <34F3BA79.6168@bc.sympatico.ca> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Some comments about collision detection, now that I'm implementing it 
into a game, but first I'll describe my game (ROTATE.ZIP from my 
website) to show you the 

context, and I'm hoping someone can come up with something faster. 


In my game an enemy ship is stored as a (world_x,world_y) coordinate and 
as an 

angle depicting it's orientation (rotation). What I need to do is to 
determine 

whether the ship should turn clockwise or anti-clockwise in order to 
turn towards the player's ship. 


The method I use it to project two points a certain amount of units from 
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<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> 
<7vbsj33$711@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <7vbsj3$711@chuka.playstation.co.uk>, Stanley Lim 
<lkhemail@bigfoot.com> writes 
>I'm not so sure about that.... Let's look at the Philips Nino 312(A Palmtop 
>PC) having a processor of R3000(same as Yaroze) but with 8mb ram is able to 
>play MP3. So I think that it is possible. 

In that case then it is probably do-able (is that a word....... it is 

now) but surely you would have to dig into asm and the sound processor 

to get it going and I'm not sure that we are allowed to do that. (Hey 

what do I know anyway!) 


It amazes me that console manufacturers are not tapping into things like 
playing mp3. 

Consoles that are also able to show basic picture formats from a CD so 
that you can invite your friends round for a go on your PlayStation and 
then bore them with your holiday snaps. 

I know that the Saturn could show Kodak Photo CD's but you had to buy 
extra software and PCD is very expensive. You could create your own 
disc with GIF's or whatever on the cheap and play them on any TV using 
your console. This should be fairly easy to implement. 


The same goes for MP3 (Imagine a 100 song CD). Consoles are poor for 
playing cd's (even apart from quality considerations) since it is 
quicker to play one on your CD player but the convenience of a 100 track 
music source would be tempting to all of us with a CD burner and an 
interest in mp3. I'm sure that CD player manufacturers are looking into 
this also. Sod minidisc as a smaller solution for music, with mp3's we 
could bring back the 3" CD (& CDR & CDRW) 


Hey....I bet not even Ron Manager could go off at as big a tangent as 
me. 

Oh it's a far cry from small boys in the park, mp3 players for goal- 
POSES. ¿> Sa bs OM. 2.1. s Se enduring image isn't it...... (le 

Tony 


--MESSAGE FILE 15987 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000265 


——MESSAGE FILE 15988 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000266 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Fri, 05 Nov 1999 04:47:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <382360c0.221043974@news.playstation.co.uk> 

References: <7v2tohS6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 

k> <7v7481Sf4pl@chuka.playstation.co.uk> <38197cd9.204929122@news.playstation.co.uk> 
<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> <7vbsj3$711@chuka.playstation.co.uk> 
<JSNXSCAZAbDH4EWSU@trsoft.demon.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Mon, 1 Nov 1999 15:22:01 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>It amazes me that console manufacturers are not tapping into things like 
>playing mp3. 


I disagree. Consoles are standalone machines. How are you going to 
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If you required people burned them to CD, you're already eliminating 
985 of your potential customers. Օք the 2% who would spend money on a 
CDR, 50% are probably techno-freaks and would buy something cool and 
portable like a diamond rio. Now you're left with 1% of the would-be 
mp3 market. 


Hope you make a tonne of profit on each one! 


>I know that the Saturn could show Kodak Photo CD's but you had to buy 
>extra software and PCD is very expensive. You could create your own 
>disc with GIF's or whatever on the cheap and play them on any TV using 
>your console. This should be fairly easy to implement. 


Same here. 

> 

>The same goes for MP3 (Imagine a 100 song CD). Consoles are poor for 
>playing cd's (even apart from quality considerations) since it is 
>quicker to play one on your CD player but the convenience of a 100 track 
>music source would be tempting to all of us with a CD burner and an 


>interest in mp3. I'm sure that CD player manufacturers are looking into 
>this also. Sod minidisc as a smaller solution for music, with mp3's we 
>could bring back the 3" CD (& CDR & CDRW) 

> 

>Hey....I bet not even Ron Manager could go off at as big a tangent as 
>me. 

>Oh it's a far cry from small boys in the park, mp3 players for goal- 
SPOSUS iw zY ԾԱ աաա enduring image isn't it...... OM al te 

> 


-—-MESSAGE FILE 15988 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000266 


—-MESSAGE FILE 15989 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000267 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Sun, 7 Nov 1999 13:37:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <J9YkiHAPCYJ4EwSG@trsoft.demon.co.uk> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> 
<7v4171S6kf1@chuka.playstation.co.uk> <7v7481Sf4pl@chuka.playstation.co.uk> 
<38197cd9.204929122@news.playstation.co.uk> 
<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> 
<7vbsj33$711@chuka.playstation.co.uk> <J5NXSCAZAbH4EwSU@trsoft.demon.co.uk> 
<382360c0.221043974@news.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <382360c0.221043974@news.playstation.co.uk>, Steven Osman 
<sosman@terratron.com> writes 

>On Mon, 1 Nov 1999 15:22:01 +0000, Tony Ross 
><ARoss@trsoft.demon.co.uk> wrote: 


>If you required people burned them to CD, you're already eliminating 
>98% of your potential customers. Of the 2% who would spend money on a 
And 15 years ago the record companies would have been mad to put stuff 
out on CD when only a few % had the players or minidisc now with only a 
few % of households having the player. Markets like this are CREATED. 


Those without CDR burners have the option of having the disc made-up for 
them (anyone using Photo CD has to do this). Mp3s could also appear as 

samplers on cover disks on various types of magazine whilst still 
leaving loads of room for the other stuff. 

>CDR, 50% are probably techno-freaks and would buy something cool and 

>portable like a diamond rio. Now you're left with 1% of the would-be 
The diamond RIO is good but nothing special but if ANY CD or Minidisc 
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system started having the ability to play mp3 from a disc then RIO type 
devices would die quickly. 

>mp3 market. 

> 

>Hope you make a tonne of profit on each one! 

If you start the new market then you will get most of the profit if it 
explodes (OR you could lose a bit of development money when you got your 
coding team to write a player which nobody uses but that's just 
business). 


SONY are really pushing the boat out on the new console and are going to 
struggle to bring it to market at a competitive price point. The type 
of add-ons that I am talking about would be relatively inexpensive but 
they have real potential. 


All new formats have to start somewhere! 


15 years ago most of my mates could not understand why I wanted a thing 
called a CD player when you could hardly get any music for it and it 
probably would not catch on or 10 years ago why I wanted a business type 
PC in my home and 7 years ago they again wondered why I wanted access to 
something called the Internet. 


Give me some credit mate! 


This is not intended as part of any type of flame war. I am just 
answering some of your points. 
All the best! 


Tony 
—-MESSAGE FILE 15989 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000267 


—-MESSAGE FILE 15990 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000268 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Sun, 07 Nov 1999 17:09:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3825b192.180732249@news.playstation.co.uk> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 

k> <7v7481Sf4pl@chuka.playstation.co.uk> <38197cd9.204929122@news.playstation.co.uk> 
<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> <7vbsj3$711@chuka.playstation.co.uk> 
<JSNXSCAZAbDH4EWSU@trsoft.demon.co.uk> <382360c0.221043974@news.playstation.co.uk> Հ 
J9YKiHAPCYJ4EwWSG@trsoft.demon.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sun, 7 Nov 1999 13:37:19 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 

>All new formats have to start somewhere! 

> 
>15 years ago most of my mates could not understand why I wanted a thing 
>called a CD player when you could hardly get any music for it and it 
>probably would not catch on or 10 years ago why I wanted a business type 
>PC in my home and 7 years ago they again wondered why I wanted access to 
>something called the Internet. 


> 

>Give me some credit mate! 

> 

>This is not intended as part of any type of flame war. I am just 


>answering some of your points. 
>All the best! 


By all means! I don't mean to discount anyone's opinion. I'm just 
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uncertain of the success of mp3-on-cd. Perhaps it will work out, or 
perhaps not. Maybe we'll be seeing audio on DVDs which can probably 
store 50000000 hours per disc. 


My point is that mp3 may be reserved for a "download on demand" 
environment. For the PS2, this may be a good thing, with all the 
available expansion ports, etc, but as for the current psx, I'm not 
convinced about mp3 distrubution over CD... just yet... 


Steven 
—-MESSAGE FILE 15990 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000268 


——MESSAGE FILE 15991 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000269 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Mon, 8 Nov 1999 10:59:20 -0800 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <8076cp$ j6n1@scea> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 

k> <7v7481Sf4pl@chuka.playstation.co.uk> <38197cd9.204929122@news.playstation.co.uk> 
<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> <7vbsj3$711@chuka.playstation.co.uk> 
<JSNXSCAZAbDH4EwSU@trsoft.demon.co.uk> <382360c0.221043974@news.playstation.co.uk> < 
J9YKiHAPCYJ4EwSG@trsoft.demon.co.uk> <3825b192.180732249@news.playstation.co.uk> 

NNTP-Posting-Host: tide71.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


Man, I wish I could find the link... But, the other day I saw a news article 
about a company that is making a home MP3 player. It will be able to read 
up to 500 songs off of a standard CD(/R). It was pretty cool. Much easier 
than setting up a PC in the living room, and you get a remote control. :) 


-Steve 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: 3825b192.180732249@news.playstation.co.uk... 

> On Sun, 7 Nov 1999 13:37:19 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 

>All new formats have to start somewhere! 

> 
>15 years ago most of my mates could not understand why I wanted a thing 
>called a CD player when you could hardly get any music for it and it 
>probably would not catch on or 10 years ago why I wanted a business type 
>PC in my home and 7 years ago they again wondered why I wanted access to 
>something called the Internet. 


> 

>Give me some credit mate! 

> 

>This is not intended as part of any type of flame war. I am just 


>answering some of your points. 
>All the best! 


By all means! I don't mean to discount anyone's opinion. I'm just 
uncertain of the success of mp3-on-cd. Perhaps it will work out, or 
perhaps not. Maybe we'll be seeing audio on DVDs which can probably 
store 50000000 hours per disc. 


My point is that mp3 may be reserved for a "download on demand" 
environment. For the PS2, this may be a good thing, with all the 
available expansion ports, etc, but as for the current psx, I'm not 
convinced about mp3 distrubution over CD... just yet... 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


Steven 
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-—-MESSAGE FILE 15991 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000269 


—-MESSAGE FILE 15992 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000270 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: mp3 on yaroze.... 

Date: Mon, 08 Nov 1999 21:33:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <38284159.283075591@news.playstation.co.uk> 

References: <7v2tohS$6sl@chuka.playstation.co.uk> <7v4171S6kf1@chuka.playstation.co.u 

k> <7v7481Sf4pl@chuka.playstation.co.uk> <38197cd9.204929122@news.playstation.co.uk> 
<slrn81f3u4.kiq.tjs@longford.cs.monash.edu.au> <7vbsj3$711@chuka.playstation.co.uk> 
<JSNXSCAZAbDH4EwSU@trsoft.demon.co.uk> <382360c0.221043974@news.playstation.co.uk> < 
J9YkKiHAPCYJ4EwSG@trsoft.demon.co.uk> <3825b192.180732249@news.playstation.co.uk> <80 
76cp$j6n1@scea> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I remember hearing something about that as well. 


The big problem is that MP3s have no standard on how they are actually 
stored on disc. 


This makes it hard to make a player that gives you a table of contents 
which is anything shorter than a browser for the whole CD. That means 
the files have to be self descriptive really. 


Steven 


On Mon, Ց Nov 1999 10:59:20 -0800, "Steve Spiller" 
<sspiller@microsoft.com> wrote: 


>Man, I wish I could find the link... But, the other day I saw a news article 
>about a company that is making a home MP3 player. It will be able to read 
>up to 500 songs off of a standard CD(/R). It was pretty cool. Much easier 
>than setting up a PC in the living room, and you get a remote control. :) 

> 

>-Steve 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news :3825b192.180732249@news.playstation.co.uk... 

>> On Sun, 7 Nov 1999 13:37:19 +0000, Tony Ross 

>> <ARoss@trsoft.demon.co.uk> wrote: 

>> >All new formats have to start somewhere! 

>> > 
>> >15 years ago most of my mates could not understand why I wanted a thing 
>> >called a CD player when you could hardly get any music for it and it 

>> >probably would not catch on or 10 years ago why I wanted a business type 
>> >PC in my home and 7 years ago they again wondered why I wanted access to 
>> >something called the Internet. 


>> > 

>> >Give me some credit mate! 

>> > 

>> >This is not intended as part of any type of flame war. I am just 


>> >answering some of your points. 

>> >All the best! 

>> 

>> 

>> By all means! I don't mean to discount anyone's opinion. I'm just 
>> uncertain of the success of mp3-on-cd. Perhaps it will work out, or 
>> perhaps not. Maybe we'll be seeing audio on DVDs which can probably 
>> store 50000000 hours per disc. 

>> 

>> My point is that mp3 may be reserved for a "download on demand" 
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>> environment. For the PS2, this may be a good thing, with all the 
>> available expansion ports, etc, but as for the current psx, I'm not 
>> convinced about mp3 distrubution over CD... just yet... 


>> Steven 


—-MESSAGE FILE 15992 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000270 


—--MESSAGE FILE 15993 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000271 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.sound 
Subject: A cool sound composer......... 

Date: Sun, 16 Jan 2000 18:06:14 +0000 
Organization: Max Studios 

Lines: 8 

Message-ID: <38820896.A8FB840C@which.net> 
NNTP-Posting-Host: p38-ibis-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Does anyone know of a good sound composer? One that preferably saves 
very small files in WAV format and has a lot of useful options??? 


Not a very good post I know but this group is so stagnant that I thought 
I'd stir it up a little. 


Max 


—-MESSAGE FILE 15993 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000271 


—-MESSAGE FILE 15994 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000272 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A cool sound composer......... 

Date: Mon, 17 Jan 2000 15:34:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <85vcqg$8o0vl@chuka.playstation.co.uk> 
References: <38820896.A8FB840C@which.net> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Well I use SoundForge as a sample *editor* and it's okay but not perfect, 
although it is suffixed 'SE' and came free with my SBlive so new versions 
might be better. I assume you mean editor not composer which would be 
something that actaully makes/generates sounds for you. 


What I really want is the audio equivalent of Adobe Photoshop, whereby you 
can fade/mix effects and view all your undo levels. 


Max <mad.max@which.net> wrote in message news:38820896.A8FB840C@which.net... 
Does anyone know of a good sound composer? One that preferably saves 
very small files in WAV format and has a lot of useful options??? 


Not a very good post I know but this group is so stagnant that I thought 
I'd stir it up a little. 


V V V V V V 
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> Max 
> 


—-MESSAGE FILE 15994 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000272 


—-MESSAGE FILE 15995 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000273 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A cool sound composer......... 

Date: Sun, 16 Jan 2000 19:39:18 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <38821dc9.263889467@news.scea.sony.com> 

References: <38820896.A8FB840C@which.net> <85vcqgS8ovl@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>What I really want is the audio equivalent of Adobe Photoshop, whereby you 
>can fade/mix effects and view all your undo levels. 


I'm not sure about the "undo levels" part, but I use Goldwave which 
has served me well. It's one of the few shareware's I've actually 
registered. http://www.goldwave.com 


Scott 
—-MESSAGE FILE 15995 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000273 


—-MESSAGE FILE 15996 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000274 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A cool sound composer......... 

Date: Mon, 17 Jan 2000 23:42:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8608tpSbeul@chuka.playstation.co.uk> 

References: <38820896.A8FB840C@which.net> <85vcqgS8ovl@chuka.playstation.co.uk> <388 
21dc9.263889467@news.scea.sony.com> 

NNTP-Posting-Host: 212.159.73.124 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Scott Cartier <shade@dragonshadow.com> wrote in message 
news :38821dc9.263889467@news.scea.sony.com... 
> >What I really want is the audio equivalent of Adobe Photoshop, whereby 


you 
> >can fade/mix effects and view all your undo levels. 

> 

> I'm not sure about the "undo levels" part, but I use Goldwave which 
> has served me well. It's one of the few shareware's I've actually 
> registered. http://www.goldwave.com 

> 

> Scott 


I use Cool Edit for basic WAV editing - lots of processing/effects options 
and I think it has plenty of undo levels. 


Herbs 


—-MESSAGE FILE 15996 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000274 


Net Yaroze newsgroups message dump.txt Page 10818 


—--MESSAGE FILE 15997 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000275 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Re: A cool sound composer......... 

Date: Tue, 18 Jan 2000 11:06:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <861lhvs$6j1@chuka.playstation.co.uk> 

References: <38820896.A8FB840C@which.net> <85vcqgS8ovl@chuka.playstation.co.uk> <388 
21dc9.263889467@news.scea.sony.com> <8608tpSbeul@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-114.atenolol.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <8608tp$beul@chuka.playstation.co.uk>... 
>Scott Cartier <shade@dragonshadow.com> wrote in message 

>news :38821dc9.263889467@news.scea.sony.com... 
>> I'm not sure about the "undo levels" part, but I use Goldwave which 


>> has served me well. It's one of the few shareware's I've actually 
>> registered. http://www.goldwave.com 

>> 

>> Scott 

> 


>I use Cool Edit for basic WAV editing - lots of processing/effects options 
>and I think it has plenty of undo levels. 


I've tinkered with both and I agree that they're fine for knocking up some 
.wav files for sound effects. In the end I think it was Cool Edit I 
preferred. 


Stuart. 


-—-MESSAGE FILE 15997 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000275 


—-MESSAGE FILE 15998 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000276 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: Cool tool for making sound effects 

Date: Sun, 27 Feb 2000 16:48:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <fQ7xZDAdVVu4Ewbg@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Download a copy of Anvil Studio from 

www.AnvilStudio.com 

It's a sequencer type program but it has an option called audio lab for 
generating tones in 44kHz mono format. When you copy these you can 
paste a 44Khz WAV file into your WAV editor. 

It lets you draw a waveform, a pitch envelope and an amplitude envelope. 
Some cool sounds can be had from it with little effort. You'll get the 
hang of it in no time. 


Run it and then choose VIEW->Audio Lab 
I have had this software for ages and only found this option today. 


Excellent. 
Tony Ross 
—-MESSAGE FILE 15998 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
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0000276 


—-MESSAGE FILE 15999 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound 
/00000277 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound 

Subject: What on earth? 

Date: Fri, 3 Mar 2000 17:35:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <U9ZQTLArfSv4Ewx5@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


I'm getting confused with playing SEQ's 
I converted a mid file with 


melody on Շու progl 
and bass on ch2 prog 2 


what parts of my vab should be played? 

What's the difference between a program and a tone in a Vab file? 
Thanks for any help offered. 

Tony Ross 


—-MESSAGE FILE 15999 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/sound/0 
0000277 


E AE AE FE FE AE FE AE AE FE FE FE FEAE 
E AE AE E FE AE AE AE AE FE HEHE 


AE AE AE AE FE EAE FE HEE EH 
E AE EAE AE EAE FE EAE E EHE H 


E AE EAE AE AE AE FE AEE HE EH 
E AE AE E FE AE AE AE AE FE FE HEHE 


E AE AE FE FE AE AE AE AE FE HEHE 
E AE AE E FE AE AE AE AE FE HHH 


——HHEEEEEEE EE HE EH 
—-START USENET FOLDER: net-yaroze-usenet/00000002-SCEA 
——HHEEEEEEE EE HEH 


EE E TE AE AE FE AE FE E HE REESE 
--START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze 
AE AE TE AE HE FE AE FE E HE REESE 


AE RE TE FE AE FE E FE HEHE HE EH 
--START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/announce 
——HHEEEEEEE EE HEH 


——MESSAGE FILE 16000 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000002 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: tga2img 

Date: Thu, 24 Apr 1997 05:50:37 GMT 
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Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <335ef3c4.2132007@205.149.189.29> 
NNTP-Posting-Host: ind-0005-2.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


If you downloaded the utility 'tga2img.exe' you might want to download 
the new version posted on 04/24/97. This version fixes a couple of 
minor bugs and adds a couple of new features. It also changes the 
command line options, so if you also downloaded WalZ you'll want to 
get the new version of it as well. The makefile has been changed to 
work with the new version of tga2img. 


Mario 
——MESSAGE FILE 16000 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000002 


—-MESSAGE FILE 16001 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000003 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: More file formats 

Date: Tue, 29 Apr 1997 03:55:24 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33657096.14133213@205.149.189.29> 

NNTP-Posting-Host: ind-0009-17.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I have just finished posting the file formats for the RSD files and 
the TMD files. These are not the 'official' documents. They were 
created from html files obtained from the SCEE Net Yaroze site. The 
official files will be posted as soon as they become available. 


Mario 
—-MESSAGE FILE 16001 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000003 


——MESSAGE FILE 16002 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000004 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Sound document 

Date: Tue, 29 Apr 1997 05:22:45 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <336584b3.3679162@205.149.189.29> 

NNTP-Posting-Host: ind-0007-12.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I have posted a Word document on Sound Basics to the files area. If 
anyone needs this file in another format, let me know. I didn't upload 
the RTF file because, for some unknown reason, it grew to 3.79Mb. 
Let's see, 17K of text plus 38K of images... Yeah, 3.79Mb in MSmath. 
27 { 


Mario 
-—-MESSAGE FILE 16002 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000004 


—-MESSAGE FILE 16003 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000005 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Tue, 29 Apr 1997 21:19:01 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <336663af.20055276@news.scea.sony.com> 

References: <336584b3.3679162@205.149.189.29> 

NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 
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the front of the ship in the direction it is facing; one modified by +20 
degrees and the other modified by -20 degrees. The theory is that 
whichever of these two projected points is closer to the player's 
coordinates should indicate which direction the enemy ship should 
rotate. 


How to calculate distance between the player ship and one of the 
projected points- 


> displaced_x = playership.world_x - enemyship.world_x; 
> displaced_y = playership.world_y - enemyship.world_y; 


> Distance = sqr (pow(displaced_x,2) + pow(displaced_y,2)); 


For comparative purposes, the sqr() function does not need to be 
calculated, so for every enemy ship, there are basically four pow() 
functions operating. Maybe because I'm using large numbers (usually <<8 
or more as well for accuracy) I can only manage a pathetic 7 ships on 
screen at once before it drops below 50fps. This method is the most 
accurate, but I can't use it. So next I tried- 


> Distance = abs(displaced_x) + abs(displaced_y) ; 


This works extremely well (ie, I can have 100 ships in 50fps) and is the 
method I am using on my current version of the demo, BUT there are two 
problems- 


1) the ships only come towards you on one of the diagonals until they 
can head straight towards you along one of the major compass directions. 
This basically looks rubbish when you have 100 ships coming in from only 
four directions. 

2) the ships are quite happy to attack you, and then sod off in the 
opposite direction for infinity! This I can get over with a programming 
fix, so 'tis not really a problem. 


What I'm looking for is a method with this speed, but which makes the 
enemy approach from far more than four directions, and if at all 
possible will overcome problem 2). I'm thinking of basing the angle the 
ship should turn towards being based on using a lookup table referenced 
by the value of abs (displaced_x)/abs (displaced_y) but this involves 
division which is going to be too slow as well. Any ideas, anyone! 


Dear Jim, 
Please, please, please could you fix it for me? 


Robert Swan 
rs108@mdx.ac.uk 
http://www.www.netyaroze-europe.com/~middex2 
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--MESSAGE FILE 1701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00404 


--MESSAGE FILE 1702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000405 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 
Date: Thu, 26 Feb 1998 12:02:19 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <6d3las$as17@chuka.playstation.co.uk> 
References: <6d3bum$dc91Qemeka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Paul_Holman@Playstation.sony.com wrote in message 
<6éd3bum$dc91l@emeka.playstation.co.uk>... 

>From: Paul_Holman@Playstation.sony.com 

>To: news@playstation.co.uk 

> 
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On Tue, 29 Apr 1997 05:22:45 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>I have posted a Word document on Sound Basics to the files area. 


What version of Word did you use? I can't read the document with Word 
for Windows95 (verision 7). I tried downloading it a couple times to 
see if the file was corrupted in transit, but Word asks me what the 
format it. 


Maybe it's missing the other 3.5 megs of data <grin>... 


——MESSAGE FILE 16003 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000005 


—-MESSAGE FILE 16004 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000006 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Wed, 30 Apr 1997 00:18:42 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33668fa6.36048286@205.149.189.29> 

References: <336584b3.3679162@205.149.189.29> <336663af.20055276@news.scea.sony.com> 
NNTP-Posting-Host: ind-0008-24.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Sorry, it looks like I used Word 97. I'll save it as a Word 7 document 
and update it later. 


Mario 
On Tue, 29 Apr 1997 21:19:01 GMT, lee@voxware.com (Lee Stewart) wrote: 


>On Tue, 29 Apr 1997 05:22:45 GMT, mperdue@iquest.net (Mario Perdue) 
>wrote: 

> 

>>I have posted a Word document on Sound Basics to the files area. 

> 

>What version of Word did you use? I can't read the document with Word 
>for Windows95 (verision 7). I tried downloading it a couple times to 
>see if the file was corrupted in transit, but Word asks me what the 
>format it. 

> 

>Maybe it's missing the other 3.5 megs of data <grin>... 

> 


—-MESSAGE FILE 16004 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000006 


——MESSAGE FILE 16005 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff Lawton <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Tue, 29 Apr 1997 21:03:29 -0400 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33669A61.6F2A@groupz.net> 

References: <336584b3.3679162@205.149.189.29> <336663af.20055276@news.scea.sony.com> 
<33668fa6.36048286@205.149.189.29> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: 208.138.69.193 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Mario Perdue wrote: 

> 

> Sorry, it looks like I used Word 97. I'll save it as a Word 7 document 
> and update it later. 
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Would you mind saving it as Word 6? I don't have anything higher.. 
Thanks, 


Jeff 
——MESSAGE FILE 16005 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000007 


——MESSAGE FILE 16006 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000008 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Wed, 30 Apr 1997 02:55:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <3366b45d.45448740@205.149.189.29> 

References: <336584b3.3679162@205.149.189.29> <336663af.20055276@news.scea.sony.com> 
<33668fa6.36048286@205.149.189.29> <33669A61.6F2A@groupz.net> 

NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


No problem, Word 6 it is. 


Mario 


On Tue, 29 Apr 1997 21:03:29 -0400, Jeff Lawton <jlawton@groupz.net> 
wrote: 


>Mario Perdue wrote: 

>> 

>> Sorry, it looks like I used Word 97. I'll save it as a Word 7 document 
>> and update it later. 

> 

>Would you mind saving it as Word 6? I don't have anything higher.. 

> 

>Thanks, 

> 

>Jeff 


——MESSAGE FILE 16006 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000008 


——MESSAGE FILE 16007 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000009 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Wed, 30 Apr 1997 16:39:56 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33677523.2411815@205.149.189.29> 

References: <336584b3.3679162@205.149.189.29> 

NNTP-Posting-Host: ind-0013-25.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Wow, did I have enough typos in my last post? 

Let's try it again. 

I have re-posted the Sound Basics file as a zipped HTML document. I 
tried several other formats, but the resulting files were all HUGE! I 


hope everyone can work with this one. 


I also hope I do a better job of proof reading my messages before 
posting them in the future. 


Mario 


—-MESSAGE FILE 16007 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000009 
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—-MESSAGE FILE 16008 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000010 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Wed, 30 Apr 1997 16:35:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33677460.2216468@205.149.189.29> 

References: <336584b3.3679162@205.149.189.29> 

NNTP-Posting-Host: ind-0013-25.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I have re-posted a the Sound Basics to the file as a zipped HTML 
document. I tried several other formats, but they were all HUGE! I hpe 
everyone can work with this one. 


Mario 


—-MESSAGE FILE 16008 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000010 


—-MESSAGE FILE 16009 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000011 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Wed, 30 Apr 1997 17:28:21 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33677£3c.10518702@news.scea.sony.com> 

References: <336584b3.3679162@205.149.189.29> <33677523.2411815@205.149.189.29> 
NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 30 Apr 1997 16:39:56 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>I have re-posted the Sound Basics file as a zipped HTML document. I 
>tried several other formats, but the resulting files were all HUGE! I 
>hope everyone can work with this one. 


It's great. I was able to download and view it with no problems. 
Since we all have web browsers, it makes sense to use HTML. You can 


even have a link to it on-line so that we don't have to download the 
zip file. 


Another nice cross-platform doc product is Adobe Acrobat. They tend 
to be larger files, though. 


Thanks. I'm in "sponge mode" and have spent the past week absorbing 
all of the docs I can get. 


—-MESSAGE FILE 16009 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000011 


——MESSAGE FILE 16010 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000012 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Sound document 

Date: Wed, 30 Apr 1997 21:41:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <3367bb54.15995899@205.149.189.29> 

References: <336584b3.3679162@205.149.189.29> <33677523.2411815@205.149.189.29> <336 
77£3c.10518702@news.scea.sony.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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I'm glad you were able to get the doc file. I hope everyone else who 
wanted it also got it. In the future I'll upload ASCII text files or 
HTML if needed. I'll probably convert the existing files to maintain 
consistancy. 


Mario 
On Wed, 30 Apr 1997 17:28:21 GMT, lee@voxware.com (Lee Stewart) wrote: 


>On Wed, 30 Apr 1997 16:39:56 GMT, mperdue@iquest.net (Mario Perdue) 
>wrote: 

> 

>>I have re-posted the Sound Basics file as a zipped HTML document. I 
>>tried several other formats, but the resulting files were all HUGE! I 
>>hope everyone can work with this one. 
> 

>It's great. I was able to download and view it with no problems. 
> 
>Since we all have web browsers, it makes sense to use HTML. You can 
>even have a link to it on-line so that we don't have to download the 


>zip file. 

> 

>Another nice cross-platform doc product is Adobe Acrobat. They tend 
>to be larger files, though. 

> 

> 

>Thanks. I'm in "sponge mode" and have spent the past week absorbing 
>all of the docs I can get. 

> 


—--MESSAGE FILE 16010 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000012 


—-MESSAGE FILE 16011 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000013 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.announce 

Subject: download tomago 

Date: Thu, 1 May 1997 18:12:51 -0500 

Organization: prairie research 

Lines: 12 

Message-ID: <5kb7s5$9a37@scea> 

NNTP-Posting-Host: roinl-a02.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Yes, it's time to start uploading to the site... 
<http://wwl.scea.sony.com/net/yaroze/pages/bromanowski4.html> 


Just runtime in this zip.. Source is ragged right now but it'll be up 
soon. 


billr 


—-MESSAGE FILE 16011 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000013 


-—-MESSAGE FILE 16012 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000014 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: New documentation files 

Date: Sun, 04 May 1997 00:11:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <336bd3d0.3176318@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 
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The RSD, TIM and TMD file formats have been reposted as zipped HTML 
files. 


Mario 
-—-MESSAGE FILE 16012 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000014 


—-MESSAGE FILE 16013 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000015 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Greg LaBrec <greg_labrec@interactive.sony.com> 

Newsgroups: scea.yaroze.announce 

Subject: Some Good News and Some Bad News 

Date: Thu, 08 May 1997 00:35:11 -0700 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <3371822F.1DB@interactive.sony.com> 

Reply-To: greg_labrec@interactive.sony.com 

NNTP-Posting-Host: glabrec.vip.best.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Good News --- 


Anyone who was a Yaroze member since Monday, May 5 should now have 
access to the SCEE Yaroze website. We will be forwarding updated 
userlists to SCEE and SCEI on every Monday. 


Bad News --- 


We've been having some trouble with the Newserver and lost some 

messages. We're trying to fix it but there may be a level of instability 

for the next few days. I will post an update when there is a change in 

condition. 

--MESSAGE FILE 16013 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000015 


—-MESSAGE FILE 16014 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000016 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.announce 

Subject: Re: tga2img 

Date: 8 May 1997 19:49:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <5ktaoaS$8jal@scea> 

References: <335ef3c4.2132007@205.149.189.29> 

NNTP-Posting-Host: vanc01lm01-14.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <335ef3c4.2132007@205.149.189.29>, mperdue@iquest.net says... 
> 

>If you downloaded the utility 'tga2img.exe' you might want to download 
>the new version posted on 04/24/97. This version fixes a couple of 
>minor bugs and adds a couple of new features. It also changes the 
>command line options, so if you also downloaded WalZ you'll want to 
>get the new version of it as well. The makefile has been changed to 
>work with the new version of tga2img. 

> 

>Mario 


Can you give more info on tga2img? I downloaded your game ( quite good ) 
I like your programming style because it's so much like mine..anyhow how 
does img files work..the defines, WW and so on. Also in the make file you 
have imga targets listes there..could your explain that. 


Latah.... 
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George Bain 


—-MESSAGE FILE 16014 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000016 


——MESSAGE FILE 16015 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000017 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: tga2img 

Date: Thu, 08 May 1997 23:34:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33726172.14907553@205.149.189.29> 

References: <335ef3c4.2132007@205.149.189.29> <5ktaoaS$8jal@scea> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>Can you give more info on tga2img? I downloaded your game ( quite good ) 
>I like your programming style because it's so much like mine..anyhow how 
>does img files work..the defines, WW and so on. Also in the make file you 
>have imga targets listes there..could your explain that. 


George, 


I'm glad you like the game. If your programming style is like mine, 
you're obviously a great programmer <VBG>. 


Oh, you wanted to know about .IMG files. They're pretty straight 
forward. The defines give the image attributes, x & y location in the 
frame buffer, width and height in pixels and WW or width in words. 


It's actually almost a TIM file. I'm thinking about changing it over 
to create TIM's since there are already routines to support them. 


I hope that clears things up, 


Mario 
—-MESSAGE FILE 16015 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000017 


--MESSAGE FILE 16016 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000018 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.announce 

Subject: Download Free Model 

Date: Fri, 09 May 1997 12:29:12 +0000 

Organization: HandsOnToys, Inc. 

Lines: 10 

Message-ID: <33731899.1579@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


We are going to be providing all of our concept models for downloading. 
They are FREE - meaning you can use them however you like but tell us if 
you do - we'd love to see them up and running around. 


Enjoy!!! 


http://wwl.scea.sony.com/net/yaroze/pages/ jbrewer8 . html 


- Peerless Yaroze 
—-MESSAGE FILE 16016 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000018 
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-—-MESSAGE FILE 16017 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000019 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Spaceguy update 

Date: Fri, 16 May 1997 04:14:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <337bded6.560451@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


The original version of Spaceguy had a bad MAKEFILE. A new version has 
been posted to correct this problem. 


Mario 
—-MESSAGE FILE 16017 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000019 


——MESSAGE FILE 16018 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000020 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Debug Docs 

Date: Tue, 20 May 1997 02:48:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <3381100c.1651862@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I have just placed the file DEBUG.ZIP into the documentation file 
library. This file describes the use of the GDB debugger. This file 
contains the same information that is provided on the SCEE Yaroze 
site, so if you already got that one, you don't need this one. 


Mario 
--MESSAGE FILE 16018 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000020 


—--MESSAGE FILE 16019 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000021 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: New SCEE Demos 

Date: Thu, 22 May 1997 15:32:39 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <33846684.2982688@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


The files CHROME.ZIP, FLAME.ZIP and MORPH.ZIP have been posted to the 
SCEE Demos area. If you havn't already DL'd these files from the SCEE 
web site, they're worth the effort. 


Mario 
—-MESSAGE FILE 16019 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000021 


--MESSAGE FILE 16020 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000022 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce, scee.yaroze.freetalk.english, scea.yaroze.programmin 
g.gnu_compiler, scea.yaroze.programming.codewarrior 

Subject: GNU C WIN95/NT Front end editor... 

Date: Thu, 22 May 1997 09:46:02 -0500 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33845C2A.21ED75EB@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-—5200-1-p23.groupz.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-8859-1 
X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.announce:22 scee.yaroze.freetalk.english:1 
08 scea.yaroze.programming.gnu_compiler:15 scea.yaroze.programming.codewarrior:45 


I just finished a front end WIN95/NT editor for GNU C. This is the 
first version of the program, so it's in BETA phase. It supports upload 
via SIOCONS (as soon as we finish our windows version it'll work dirctly 
through it as opposed to a DOS window), GCC, strip, makefiles, compiler 
flags, function jump tables, project type listing, and lot's more. 


We are also working on a SIOCONS for 95/NT, and a TMD Editor. If you 
want to download the most recent version visit my Sony page at: 


http://www.scea.sony.com/net/yaroze/pages/jlawton.html 


Please send me suggestions for additions to the program or any bugs you 
might find. We should have another version ready in a week or so. 


Regards, 
Jeff Lawton 


--MESSAGE FILE 16020 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000022 


—-MESSAGE FILE 16021 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000023 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: New version of TIM tool 

Date: Mon, 26 May 1997 03:00:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <3388fc8c.4052246@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


A new version of TIM tool has been posted to the Utilities area. This 
version fixes all of the known bugs. 


Mario 
—-MESSAGE FILE 16021 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000023 


—-MESSAGE FILE 16022 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000024 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: New 3D demos 

Date: Mon, 26 May 1997 03:02:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <3388fcdc.4132696@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Eight new 3D demos have been added to the SCEE files area. It appears 
that our friends in Europe have been very busy. 


Mario 
-—-MESSAGE FILE 16022 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000024 


—-MESSAGE FILE 16023 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000025 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Stepl 

Date: Tue, 27 May 1997 02:49:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 
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Message-ID: <338a4a86.3112178@205.149.189.29> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


I've just uploaded a VERY SIMPLE 2D sprite demo called STEP1.ZIP. 
Several people have asked for a sample of just displaying a Sprite to 
the screen. Well, here it is. All this program does is display a 
sprite (actually there are six of them) to the screen and wait for the 
Select button to be pressed. The sprites don't move, they don't scale, 
they don't rotate; they just sit there. It doesn't get much easier 
than this. 


Mario 
--MESSAGE FILE 16023 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000025 


—-MESSAGE FILE 16024 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000026 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.announce, scee.yaroze.announce 

Subject: Star Fighter PSX 

Date: 5 Jun 1997 08:25:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <5n5t5t$7d027@scea> 

NNTP-Posting-—Host: vanc0O1lm05-5.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:26 scee.yaroze.announce:10 


Check out my first Yaroze game Star Fighter. It's a 2D side 
scroller which I originally did on my PC but converted it over 
to the PSX. I would like to get some feedback on the game and 
also my source code both of which are available at my website. 
The game is also located on Showcase. 


..to code or not to code..... I'd rather code..... 
Latah.... 
George Bain 


—-MESSAGE FILE 16024 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000026 


——MESSAGE FILE 16025 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000027 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.announce 

Subject: Anyone want to form a group? 

Date: 8 Jun 1997 22:53:45 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <01lbc745f£$77aef0c0$3791b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il1-23.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hopefully by now we have all found out that it takes more than one person 
to make a great game. I think a group of four or more programmers could 
get results comparable to (if not better than) the games in the showcase 
made by our overseas counterparts. 


How about this, If you're interested in starting something, I can send you 
a demo I made (about 400k), and perhaps you could do the same... 


I'm interested in working on a large scale production - graphics, sound, 
music - the whole nine. 


Manny Najera 
-—-MESSAGE FILE 16025 END: net-—yaroze-usenet/00000002-SCEA/yaroze/announce/00000027 
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——MESSAGE FILE 16026 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000028 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce 

Subject: New SIOCONS & Front End for GNU for 95/NT 

Date: Tue, 17 Jun 1997 10:29:14 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A6AD4A.  9E70ABDD@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r4-pl.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I just finish the new version of our front end for GNU compiler. It now 
includes a Windows 95/NT version of SIOCONS. I have included quite a 
few of the SIOCONS functions, but alas since it's a beta there may still 
be a couple of little glitches. 


If you encounter anything , or want me too add something to make the 
program better please feel free to send me e-mail. 


You can find the latest version at: 
http://www.scea.sony.com/net/yaroze/pages/ jlawton.html 
Regards, 

Jeff Lawton 


—-MESSAGE FILE 16026 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000028 


—-MESSAGE FILE 16027 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000029 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.announce 

Subject: TIM Manipulator 

Date: Sat, 21 Jun 1997 13:10:52 -0700 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <33AC354C.32EA@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts030d06.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I would like to announce a utility I wrote called the TIM Manipulator. 


While making some TIMs for the Yaroze I ran across a problem. When I 
used the Tim Tool to automatically convert TIMs from 8-bit to 4-bit, 
it would often select the wrong colors. I wanted some way to convert 
it on my own, choosing which colors to keep and which to discard. 


This became the TIM Manipulator. 


Here are the program features: 
o Read or write 4- or 8-bit TIM files 

* To output a 4-bit TIM you must first reduce the number of colors 
your TIM uses to 16 or less. 

Change the RGB and transparency attributes of any CLUT entry 

Swap CLUT entries to better organize your CLUT 

Consolidate colors scattered about the CLUT 

Undo the most recent action 

View the TIM in 320x200 256 color 

Print information about which CLUT entries are used and how many 

pixels use them 

Print the TIM as hex values 

Print the TIM info such as X/Y coordiates and H/W attributes for 


OOOOOO 


o oO 
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> 

> 

>Hi Toby, 

> 

>I'd love to have this implemented - but using Netscape Servers there 
> doesn't seem 
>to be a simple way to include this programmatically - given that the 
> underlying 

>UNIX password (for FTP) would also have to be changed. 


Ha, that's Netscape for you!! 


>(Its of course trivial on servers like Apache). 

> 

>We haven't dug too deeply into this yet, but if anyone has references 
> please tell 


The company I work for has a small FTP site using Windows NT 4 Web Server. 
Setting up user accounts is easy on that system but expensive as you need an 
unlimited user version of Windows NT4 Server if you are going to make it so 
that we have to use our passwords to gain access to the FTP!! But for 
anonymous access just your basic NT Server running the Web Server will do. 
You could set up an anonymous FTP server and ONLY release it's URL on the 
password protected Web site. Even if the URL gets out, the files contained 
are only of use to Net Yaroze users anyway! Perhaps letting non Yaroze users 
see some code would be a good incentive for them to join up!! ;) 


As for suggestions for the current web site, here is my offering... 


1. Tidy up the 'FTP' area heaps. As someone said already, it's hard to find 
anything of use easily! 

2. The provide the demos in .ZIP files or just .TAR not this .TAR.GZ crap 
you have now. We have to unpack them twice! Also, my browser always says it 
can't open the .TAR.GZ files for download!! However, I have found it 
actually does download them into the cache before bringing up the error 
message so I have to copy the files out of the cache. (BIW I use IE4) 


Ok, that will do for now :) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00405 


—-MESSAGE FILE 1703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000406 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision Detection Shortcut Update 

Date: Thu, 26 Feb 1998 14:31:37 +0000 

Organization: Sinclair MicroComputer Museum 

Lines: 51 

Message-ID: <34F57CC9.3A3A@127.0.0.1> 

References: <6caa8e$5bj12@scea> <34F3BA79.6168@bc.sympatico.ca> <34F55175.2793@mdx.a 
c.uk> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Robert Swan wrote: 
> > Distance = abs (displaced_x) + abs (displaced_y) ; 
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both CLUT and pixel sections 

The zip is located on my website: 

http://www.scea.sony.com/net/yaroze/pages/scartier.html 

Please read the text file in the zip before using it for the first 

time. It explains how to use all the commands. I've also included 

that file's contents on my page. 

Please feel free to mail me if you have any problems or suggestions 


about the utility. 
—-MESSAGE FILE 16027 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000029 


—--MESSAGE FILE 16028 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000030 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Anyone want to form a group? 

Date: Thu, 26 Jun 1997 16:22:34 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33B2F9BA.1BO0OD@earthlink.net> 

References: <Olbc745f$77aef0c0$3791b8cd@mannynaj> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max4-so-ca-23.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Manny Najera wrote: 


Hopefully by now we have all found out that it takes more than one person 
to make a great game. I think a group of four or more programmers could 
get results comparable to (if not better than) the games in the showcase 
made by our overseas counterparts. 


How about this, If you're interested in starting something, I can send you 
a demo I made (about 400k), and perhaps you could do the same... 


I'm interested in working on a large scale production - graphics, sound, 
music - the whole nine. 


VVVVVVVVVV VV 


> Manny Najera 

Definetely I would like to be part of the group,Im a beginning games 

programmer with not much experience,except Im an artist and I could do 

the layouts and drawings. Anyway later 

-—-MESSAGE FILE 16028 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000030 


——MESSAGE FILE 16029 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000031 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.announce 

Subject: Context Switching Primitives. 

Date: Fri, 27 Jun 1997 15:50:21 -0400 

Organization: Humber College A.A.T. 

Lines: 26 

Message-ID: <33B41977.5B3A@admin.humberc.on.ca> 

Reply-To: kennedy@moe.acad.humberc.on.ca 

NNTP-Posting-Host: ratbert.humberc.on.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Everyone. 
As Part of my master plan to take over the universe, I have gotten 75% 
though the implemetation of a basic task switching method EXE. 


Called Context.u {Metrowerks CW 1.7.4 Project} the exe developed and 
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dl'd to the PSX will communicate vis-a-vis the serial port for ANSI 
conio and will show how much time the R3000 Engine in the PSX spends its 
time doing. 


The code is -00 optimised and will illustrate the concept of "Context 

Switching" an isoteric term referring to the time it takes to go from 

one thing to another and really get something done in the first place 

anyway. More about that later in July. {Release date ? hmm, maybe July 
20 or so, if I can get it to work like I would like to see it.} 


On a side note, I aquired an interesting piece of technology: 
A Scanning Electron Microscope. 


It is an old one, It is irreparably damaged, BUT it looks like a 
Supremely Technish thing Right out of the OLD Star Trek shows. 

Lotsa Dials, Pipes, Shiny Metal Bits, and Glass. I think it would make 
an Awesome Lamp. I'll Probably have a picture of it soon. 


-TTFN 
-sean 
——MESSAGE FILE 16029 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000031 


——MESSAGE FILE 16030 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000032 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Anyone want to form a group? 

Date: 28 Jun 1997 17:36:02 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <01lbc83e9Sd311la9a0S6ebf43ce@wkwerner> 

References: <Olbc745f$77aef0c0$3791b8cd@mannynaj> <33B2F9BA.1B0D@earthlink.net> 
NNTP-Posting-Host: port10.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I would be definitely interested. I am a C/C++ programmer for over a 
decade and a computer programmer for twenty years. My speciality is 
industrial controls systems, and I currently write autosortation systems 
for UPS. 


I am a consumate C programmer, however, I am also new to the game arena. 
Wayne 


—-MESSAGE FILE 16030 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000032 


——MESSAGE FILE 16031 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000033 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Anyone want to form a group? 

Date: Thu, 24 Jul 1997 08:14:23 -0700 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33D7714F.4318@hubcap.clemson.edu> 

References: <0Olbc745f$77aef0c0$3791b8cd@mannynaj> 
NNTP-Posting-Host: pm4-3.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Manny Najera wrote: 


Hopefully by now we have all found out that it takes more than one person 
to make a great game. I think a group of four or more programmers could 
get results comparable to (if not better than) the games in the showcase 
made by our overseas counterparts. 


VV VV V V V 


How about this, If you're interested in starting something, I can send you 
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> a demo I made (about 400k), and perhaps you could do the same... 


> 

> I'm interested in working on a large scale production - graphics, sound, 
> music - the whole nine. 

> 


> Manny Najera 


I might could throw some stuff in. 

I've been in the work world now for just a year doing INTENSIVE C 
programming (well, tack on another 2 years working on my own as a 
general computer contractor to help pay my way through school). I have a 
BS in CS from Clemson. Ive been programming since early C64 (games of 
course). 

Im a good artist and musician. 

I play video games almost to the point of being neurotic. 

Count me in. 

I'm a newbie to the yaroze and it seems the documentation out there is 
sad. 

18r 

mike 

mclee@clemson.edu 

—-MESSAGE FILE 16031 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000033 


—--MESSAGE FILE 16032 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000034 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.announce 

Subject: New site layout 

Date: Mon, 25 Aug 1997 21:13:44 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <340257F8.7E8D@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts033d04.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I've changed the layout of my web site to be a bit more 
attractive. Also, it's now listed under "DragonShadow 
Industries" instead of "Scott Cartier's Website". This 
is because my friend and I will be collaborating on the 
projects quite a bit and I didn't want it to seem like I 
was the only one working on them. So we're using the 
name DragonShadow Industries (or DSI) to refer to 


ourselves. Since my friend doesn't have a Yaroze (and 
lives 3000 miles away), I'll be the one maintaining the 
site. 


I've tried to make the new layout similar to a newspaper 
with articles and such. Hopefully I can pass on what 
information I glean from my endeavors. Drop on by and 
let me know what you think! 


http://www.scea.sony.com/net/yaroze/pages/scartier.html 
—-MESSAGE FILE 16032 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000034 


—-MESSAGE FILE 16033 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000035 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.announce 

Subject: Please play Tobal 2 

Date: Tue, 26 Aug 1997 00:07:31 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34026492.7EA882A8@ix.netcom. com> 

NNTP-Posting-Host: ara-il8-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 95AF4F7D19270CO7F49684B2" 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 
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X-Priority: 3 (Normal) 


95AF4F7D19270C07F49684B2 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


If you want to see what a PlayStation can really do, I suggest you 
purchase an import copy of Tobal 2 at www.therage.com. 


Look, I normally don't post messages like this, but once you see this 
game in action, you'll realize how poorly the PlayStation's hardware has 
been utilized until now. 


Manny Najera 


95AF4F7D19270C07F49684B2 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
If you want to see what a PlayStation can really do, I suggest you purchase 
an import copy of Tobal 2 at <A HREF="http://www.therage.com">www.therage.com</A>. 


<P>Look, I normally don't post messages like this, but once you see this 
game in action, you'll realize how poorly the PlayStation's hardware has 
been utilized until now. 


<P>Manny Najera</HIML> 


95AF4F7D19270C0O7F49684B2-- 


——MESSAGE FILE 16033 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000035 


——MESSAGE FILE 16034 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000036 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.announce 

Subject: Reminder 

Date: Tue, 26 Aug 1997 17:36:01 GMT 

Organization: Sony Computer Entertainment 

Lines: 30 

Message-ID: <340313bc.66969484@205.149.189.29> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


There will be a presentation this Thursday, August 28th, in the SCEA 
On-line Auditorium. The presentation, entitled "Survival-- An 
—-MESSAGE FILE 16034 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000036 


——MESSAGE FILE 16035 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000037 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Please play Tobal 2 

Date: Wed, 27 Aug 1997 01:55:08 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <34038672.2767819@news.scea.sony.com> 

References: <34026492.7EA882A8@ix.netcom. com> 

NNTP-Posting-Host: c26.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 26 Aug 1997 00:07:31 -0500, Manny Najera 
<mannyn@ix.netcom.com> wrote: 


>If you want to see what a PlayStation can really do, I suggest you 
>purchase an import copy of Tobal 2 at www.therage.com. 
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> 
>Look, I normally don't post messages like this, but once you see this 

>game in action, you'll realize how poorly the PlayStation's hardware has 
>been utilized until now. 


I rented Tobal 2 at my local videogames store last Saturday and I was 
quite impressed at the sharpness of the graphics. I've never seen a 
PSX fighting game in a resolution as high as this! The gouraud shading 
is great too. The quest mode has also been revamped. But since there's 
too much text, I'm kinda lost :) 


A great game, but Square doesn't seem eager to release it in the 
States even if it is more polished that the first one. I think that 
Tobal No.1 didn't sold too well : ( 


Patrick Bureau 


—-MESSAGE FILE 16035 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000037 


——MESSAGE FILE 16036 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000038 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.announce 

Subject: My AI page is up 

Date: Wed, 27 Aug 1997 22:28:35 -0800 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <34051A8F.35DC@bc.sympatico.ca> 

NNTP-Posting-Host: vcta01m03-148.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Hi everybody - 
In case anyone's interested in my AI architecture I use in my games, 
I've posted an old paper I wrote on my website. 


<a 
href="http://www.scea.sony.com/net/yaroze/pages/nporcino.html">http://www.scea.sony. 
com/net/yaroze/pages/nporcino.html</a> 


I've used it to implement a soccer game when I was working at Bandai, as 
well as various toy robots, RPG prototypes, and shooter games. The cool 
thing is the AIs are very powerful, and it takes minimal CPU power to 
process the logic. I didn't work on Tamagotchi, but I did train a bunch 
of engineers on AI techniques. We were working on a project called 
"SyntelliPet" which was an awful lot like a Tamagotchi, but it was 
targetted at SNES, not even GameBoy. Boy did we miss the boat! I hope 
some of my old teammates worked on Tamagotchi... Takahashi san and Seki 
san, are you out there? 


I apologize that the paper is kind of dry, but it does lead off with a 
nice quote by Peter Molyneux. I was intending to have the paper 
published in an AI journal, but I went to Japan to work on game and toy 
design instead. 


If anyone has any comments or questions on the AI architecture or how 
it's implemented I'd be happy to field them. 


- nick porcino 
—-MESSAGE FILE 16036 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000038 


—-MESSAGE FILE 16037 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000039 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Solmonson <scosol@aimquest.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.announce, scea.yaroze.freetalk 

Subject: NY must go! :( 

Date: Thu, 06 Nov 1997 13:13:28 -0800 

Organization: AimQuest Corporation 

Lines: 25 
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Message-ID: <346232F8.71555BA7@aimquest .com> 
Reply-To: scosol@aimquest.com 
NNTP-Posting-Host: black4—-2-Odeath.aimquest.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:122 scea.yaroze.announce:39 scea 
-yaroze.freetalk:163 


All- 


Sadly, my NY must go. 

Between women/cars/band/work I just don't have the time. 

I realize that everyone here already has one, but I'm hoping one of you 
may know someone who wants one. 


You all know how much it was new. (With Codewarrior) 
Make me an offer- 


Respond privately to "scosol@aimquest.com" 


Scott 


Scott Solmonson 
Systems Administrator / Organic Grower \ Man Of Leisure 


AimQuest Corporation N| / 
scosol@aimquest.com 
Մ.408.965.1169 /\|\ 
F.408.955.1968 
P.408.539.1942 N |Z 
p.scosol@aimquest.com 
"Excuse me while I ե: 


whip this out." 
—-MESSAGE FILE 16037 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000039 


—-MESSAGE FILE 16038 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000040 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sean Kennedy <skennedy@bconnex.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Context Switching Primitives. 

Date: Thu, 06 Nov 1997 22:26:28 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 54 

Message-ID: <34628A64.6349@bconnex.net> 

References: <33B41977.5B3A@admin.humberc.on.ca> 

Reply-To: skennedy@bconnex.net 

NNTP-Posting-Host: prol-12.barrie.connex.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Macintosh; I; 68K) 


Sean Kennedy wrote: 


Hello Everyone. 
As Part of my master plan to take over the universe, I have gotten 75% 
though the implemetation of a basic task switching method EXE. 


Called Context.u {Metrowerks CW 1.7.4 Project} the exe developed and 
dl'd to the PSX will communicate vis-a-vis the serial port for ANSI 
conio and will show how much time the R3000 Engine in the PSX spends its 
time doing. 


The code is -O0 optimised and will illustrate the concept of "Context 

Switching" an isoteric term referring to the time it takes to go from 

one thing to another and really get something done in the first place 

anyway. More about that later in July. {Release date ? hmm, maybe July 
20 or so, if I can get it to work like I would like to see it.} 


VVVVVVVVVVVVVV VV 
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> -TTFN 
> -sean 
Alas, What a Disaster... 


Here's the scoop. 


I disappeared Halfway Through August, And came back to the Wonderful 
land of reality here in November... 

It was the worst Season Startup Ever! { Origionally The Humber College 
Thread. .} 


As well, I found that Context.pxe had a flaw. 1: No Floating Point. 
Which I Integered, but that wasn't going to help.. 2: IOCTL bits, 
specifically the printf function in RDB mode, AND printf in serial 
console {SIOCONS} mode. THAT was a depressing finding.. 

Then came work. And the Yaroze turned into a game console again. 


Well, Version 2 of CodeWarrior was Sent to my house. BUT, since the 
Elton John CD manufacturing caused a runout of CD-ROM platters, I didn't 
get mine. But the graphics on the mailcase were rather nice just the 
same. { Nudge NUdge Wink! Joel.. 7) } 


So I'm back online again. And Looksee at my website: 
http://panther.humberc.on.ca/~woodentulip/index.html 


And I'll give a status update when I get Context.pxe going. 


As well I'm doing PC development in Parallel with NY development using 
the 3Dfx chipset 


Namely the Diamond Multimedia Monster 3D... Emm, Nice! 
till, tater... 


skennedy@bconnex.net 
——MESSAGE FILE 16038 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000040 


—-MESSAGE FILE 16039 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000041 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.announce, scea.yaroze.freetalk 

Subject: Re: NY must go! :( 

Date: Thu, 06 Nov 1997 08:44:56 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <3461F408.1781@earthlink.net> 

References: <346232F8.71555BA7@aimquest.com> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool015-max9.so-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:123 scea.yaroze.announce:41 scea 
.yaroze.freetalk:164 


I'll miss ya, 

111 make a game just for you, in your honor. 

-Austin Kottke (Bufferman) 

—-MESSAGE FILE 16039 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000041 


——MESSAGE FILE 16040 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000042 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.announce 

Subject: Legal issues with the Yaroze 

Date: Fri, 28 Nov 1997 15:34:45 -0600 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <347F38F4.AAD67812@ix.netcom. com> 
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NNTP-Posting-Host: dgr-il2-09.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I'm going to use my Yaroze for the Society of Hispanic Professional 
Engineers National Academic Olympiad Competition this coming February, 
which will be held in Orlando, Florida, with about 3000 people in 
attendance. 


Would it be illegal to use my Yaroze for such a purpose? Better yet, 
would it be illegal to boot up the machine on a big, movie-theatre-size 
screen, letting everyone know that the whole thing is being run on a 
PlayStation? I don't want to be sued by Sony for using the PlayStation 
logo. 


Manny Najera 


—-MESSAGE FILE 16040 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000042 


—-MESSAGE FILE 16041 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000043 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.beginners, scea.yaroze.announce 

Subject: Hello All! 

Date: Fri, 05 Dec 1997 21:27:00 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <3488713e.5780191@news.scea.sony.com> 

NNTP-Posting-Host: ipl15.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:173 scea.yaroze.beginners:133 sce 
a.yaroze.announce: 43 


Just wanted to say hello to everyone on the newsgroups I am new to the 
NY program so HELLO! 
—-MESSAGE FILE 16041 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000043 


—-MESSAGE FILE 16042 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000044 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.beginners, scea.yaroze.announce 

Subject: Re: Hello All! 

Date: Sat, 06 Dec 1997 10:19:47 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34899743.2B10@concentric.net> 

References: <3488713e.5780191@news.scea.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts011d13.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:175 scea.yaroze.beginners:134 sce 
a.yaroze.announce: 44 


Nice to know our ranks are still growing. Welcome aboard! 


Scott 
—-MESSAGE FILE 16042 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000044 


—-MESSAGE FILE 16043 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000045 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Titan" <titan@cyberbeach.net> 
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Newsgroups: scea.yaroze.announce 

Subject: Add one more to the group. 

Date: Sun, 7 Dec 1997 02:08:52 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <66dhn3$6s1@scea> 

NNTP-Posting-Host: ppp5-240.sudbury.cyberbeach.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just wanna announce that there is yet another newcomer on the block. 


Hope to hear from ya!! 


Steve Tolin 
titan@cyberbeach.net 


--MESSAGE FILE 16043 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000045 


—-MESSAGE FILE 16044 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000046 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: The History of Video Games 

Date: Sat, 13 Dec 1997 19:03:52 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <3492daa7.6495456@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I just thought I'd let everyone here know that Don Thomas and I have 
recently created a web site of Don's book, "I.C. When - The Chronology 
of Video Games and Computers." It's a great place to find out about 
where all this Video Game stuff came from. You can find it at: 


http://www.14software.com/icwhen 


While you're at it, my new L4 Software site (it really needs work) is 
at: 


http://www.14software.com 
and I can be reached via email at: 


mperdue@l4software.com 


Mario 
—-MESSAGE FILE 16044 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000046 


——MESSAGE FILE 16045 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000047 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.announce 

Subject: Escape Velocity Demo 

Date: Sat, 13 Dec 1997 17:27:20 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <349335F8.55C8@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts009d24.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Hi all, 
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I just wanted to let everyone know that I recently posted a demo of my 
game "Escape Velocity". I'd be interested to hear what you all think 
of it. You can get it from my web page: 


http://www.scea.sony.com/net/yaroze/pages/scartier.html 
I look forward to hearing from you! 


Scott 
——MESSAGE FILE 16045 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000047 


—-MESSAGE FILE 16046 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000048 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: The History of Video Games 

Date: Mon, 15 Dec 1997 21:24:58 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <349610AA.6B70@concentric.net> 

References: <3492daa7.6495456@205.149.189.29> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts007d25.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I just checked it out. Hey I'm impressed! I can't wait to sit down 
and read it all! 


Scott 
—--MESSAGE FILE 16046 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000048 


—-MESSAGE FILE 16047 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000049 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: The History of Video Games 

Date: Tue, 16 Dec 1997 21:58:59 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <3496f97c.3199366@205.149.189.29> 

References: <3492daa7.6495456@205.149.189.29> <349610AA.6B70@concentric.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


There's a lot there to read. Don's done a great job getting all the 
info together in one place. 


Mario 


On Mon, 15 Dec 1997 21:24:58 -0800, Scott Cartier 
<dsyaroze@concentric.net> wrote: 


>I just checked it out. Hey I'm impressed! I can't wait to sit down 
>and read it all! 

> 

>Scott 


—-MESSAGE FILE 16047 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000049 


—-MESSAGE FILE 16048 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000050 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.announce 

Subject: Who speaks for Steve 

Date: Sat, 20 Dec 1997 03:11:13 +0000 

Organization: SCEA News Server 

Lines: 3 
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This works extremely well (ie, I can have 100 ships in 50fps) and is the 
method I am using on my current version of the demo, BUT there are two 
problems- 


1) the ships only come towards you on one of the diagonals until they 
can head straight towards you along one of the major compass directions. 
This basically looks rubbish when you have 100 ships coming in from only 
four directions. 

2) the ships are quite happy to attack you, and then sod off in the 
opposite direction for infinity! This I can get over with a programming 
fix, so 'tis not really a problem. 


What I'm looking for is a method with this speed, but which makes the 
enemy approach from far more than four directions, and if at all 
possible will overcome problem 2). I'm thinking of basing the angle the 
ship should turn towards being based on using a lookup table referenced 
by the value of abs(displaced_x) /abs(displaced_y) but this involves 
division which is going to be too slow as well. Any ideas, anyone! 


VVVVVVVVVV VV VV VV VV O 


Aha, now I've tried both of the above, and came to the same 
conclusions.. 


use method 2, to simply work out whether the opponent is left/right 
above/below 
of what you want, then taking its direction vector from your position 


perform 

and inverse tan on the z/x value, using this angle (0 - 90) and the 
above you can 

figure out the correct direction, and adjust the course... at least 
thats the 


thoery, I've only implemented part of this so far, so I'll be testing it 
tonight. 


Anyway first release of Combat3D will be tommorow, it'll come with 
source so if 
it works, you can take a butchers... 


> Dear Jim, 
> Please, please, please could you fix it for me? 
I hope so... and don't call me Jim! 


Majik Saville (now then, now then...) 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00406 


—-MESSAGE FILE 1704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000407 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: Thu, 26 Feb 1998 17:25:22 +0000 

Organization: The Hex Heroes 

Lines: 30 

Message-ID: <34F5A582.4084@sms.ed.ac.uk> 

References: <34F450E0.52CD@sms.ed.ac.uk> 
NNTP-Posting-Host: at14-035.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


A couple more points (with probably a little more scope for debate than 
my last)... 
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Message-ID: <349B3751.79DE@bellatlantic.net> 
References: <66dhn3S$6s1@scea> 

NNTP-Posting-Host: client-119-23.bellatlantic.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Funny, I wrote Steve to say hi and he had no idea where this came 
from. Very strange... certainly has a pc sound to it, doesn't it? 
Matt 
—-MESSAGE FILE 16048 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000050 


—-MESSAGE FILE 16049 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000054 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Add one more to the group. 

Date: Mon, 22 Dec 1997 00:56:03 +0000 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <349DBAA3.73BE@bellatlantic.net> 

References: <66dhn3S$6s1@scea> 

NNTP-Posting-Host: client-119-26.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Sorry everyone, titan did deny authorship, not he says oops, he did post 
it. What can I say, I thought only Sony could post in this group, I 
figured a staffer posted the statement when he denied it, which would 
have been odd because of the wording. 
Matt 
——MESSAGE FILE 16049 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000054 


—--MESSAGE FILE 16050 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000055 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Next Informal Chat 

Date: Wed, 18 Feb 1998 02:04:21 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <34ea40ac.16635286@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


The next chat will be held at 9:00pm EST on Saturday Feb 21. As usual, 
everyone is welcome to attend. We'll do it again at 10:00pm EST on 
Wednesday Feb 25. 


Mario 
--MESSAGE FILE 16050 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000055 


—-MESSAGE FILE 16051 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000056 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Next Informal Chat 

Date: Fri, 20 Feb 1998 02:41:14 GMT 

Organization: L4 Software 

Lines: 15 

Message-ID: <34eced05.43683128@205.149.189.29> 

References: <34ea40ac.16635286@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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It has come to my attention that some members do not know the chats 

are held in the Auditorium Lobby, so I thought I'd better mention it 

here. 


Mario 


On Wed, 18 Feb 1998 02:04:21 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>The next chat will be held at 9:00pm EST on Saturday Feb 21. As usual, 


>everyone is welcome to attend. We'll do it again at 10:00pm EST on 
>Wednesday Feb 25. 

> 

>Mario 


—-MESSAGE FILE 16051 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000056 


——MESSAGE FILE 16052 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000057 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Break3D game ready for download! 

Date: Fri, 06 Mar 1998 18:17:35 -0600 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3500921F.E20B531E@mw.3com.com> 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:57 scee.yaroze.mydemos: 98 


I've uploaded a game I worked on in January, called "Break-3D" to 
my SCEA Yaroze web page: 


http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 
(file "Break3D.zip"). 


It's a 3D interpretation of the classic "Breakout (tm) " game, with some 


influence of "Space Invaders(tm)". It's got the 90's 3D thing going for 
it, while retaining an authentic retro graphics look! It's got 12 
classical 

songs that change each level. Lots of action and fun! ;-) 


It's up by the graces of Sony unless a "Breakout (tm)" copyright holder 
complains, in which case, ffffwwhhhiitt, it's gone, so get it while it's 
hot! :-) 


I hope you all enjoy it! 
Ed Federmeyer 


—-MESSAGE FILE 16052 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000057 


——MESSAGE FILE 16053 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000058 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Katrina Auyeung <kauyeung@usa.net> 
Newsgroups: scea.yaroze.announce 
Subject: Re: Break3D game ready for download! 
Date: Sat, 07 Mar 1998 23:35:07 -0800 
Organization: SCEA News Server 

Lines: 28 

Message-ID: <35024A2B.D14B2142@usa.net> 
References: <3500921F .E20B531E@mw.3com.com> 
NNTP-Posting-Host: ppp1-23.sj.netmagic.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 
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Ed Federmeyer wrote: 


It's up by the graces of Sony unless a "Breakout (tm)" copyright holder 
complains, in which case, ffffwwhhhiitt, it's gone, so get it while it's 
hot! :-) 


I hope you all enjoy it! 
Ed Federmeyer 


> 

> I've uploaded a game I worked on in January, called "Break-3D" to 

> my SCEA Yaroze web page: 

> 

> http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 

> (file "Break3D.zip"). 

> 

> It's a 3D interpretation of the classic "Breakout (tm)" game, with some 
> influence of "Space Invaders(tm)". It's got the 90's 3D thing going for 
> it, while retaining an authentic retro graphics look! It's got 12 

> classical 

> songs that change each level. Lots of action and fun! ;-) 

> 

> 

> 

> 

> 

> 

> 


Pretty good! Getting past level 1 was tough 'cuz I could never hit 
the blocks at the ends of the screen. It got easier afterwards when 
you had more balls in play. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—--MESSAGE FILE 16053 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000058 


—-MESSAGE FILE 16054 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000059 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Informal Chat 

Date: Wed, 11 Mar 1998 04:09:17 GMT 

Organization: L4 Software 

Lines: 7 

Message-ID: <35060d81.48498484@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


After fighting a killer virus for the last 3 weeks, my doctor tells me 
I'm going to live. So I guess it's time to schedule another informal 
chat. It seems that Saturday night gets a better turnout than 
Wednesday, so Saturday it is. I'll be in the Auditorium Lobby at 
9:00pm EST or there abouts. See you there. 


Mario 
—-MESSAGE FILE 16054 END: net-—yaroze-usenet/00000002-SCEA/yaroze/announce/00000059 


——MESSAGE FILE 16055 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000060 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Informal Chat 

Date: Thu, 12 Mar 1998 17:35:41 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <6e9njq$Si0m13@scea> 

References: <35060d81.48498484@205.149.189.29> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Everyone must be sick.. I just getting over the flu myself... 1:11 be 
there this time... I thought we were posting info about the chat sessions 
in the Freetalk group.. So I would almost never read this one.. And when I 
noticed I had found out that I had missed 2 already.. :( This time though 
I'm ready. 
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Regards, 

Jeff / Nemesis 

Mario Perdue wrote in message <35060d81.48498484@205.149.189.29>... 

>After fighting a killer virus for the last 3 weeks, my doctor tells me 


>I'm going to live. So I guess it's time to schedule another informal 
>chat. It seems that Saturday night gets a better turnout than 


>Wednesday, so Saturday it is. I'll be in the Auditorium Lobby at 
>9:00pm EST or there abouts. See you there. 

> 

>Mario 


—--MESSAGE FILE 16055 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000060 


—-MESSAGE FILE 16056 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000061 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 
Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Re: Break3D game ready for download! 

Date: Fri, 13 Mar 1998 15:10:52 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6ec3g7$i0m16@scea> 

References: <3500921F.E20B531E@mw.3com.com> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:61 scee.yaroze.mydemos:109 


Ed Federmeyer wrote in message <3500921F.E20B531E@mw.3com.com>... 
>I've uploaded a game I worked on in January, called "Break-3D" to 
>my SCEA Yaroze web page: 

> 

>http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 

>(file "Break3D.zip"). 


Nice job... Although I must say I did have some trouble getting past the 
first wave.. You lose a couple of balls and that game becomes HARD fast.. 
Really bad if one of the 2 balls you have left gets behind the advancing 
wall. 


Regards 


Jeff / Nemesis 


—-MESSAGE FILE 16056 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000061 


—--MESSAGE FILE 16057 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000062 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk,scee.yaroze.mydemos,sc 
ea.yaroze.announce 

Subject: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Mon, 16 Mar 1998 15:20:29 -0800 

Organization: Cisco Systems 

Lines: 21 

Message-ID: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:519 scea.yaroze.freetalk: 
519 scee.yaroze.mydemos:111 scea.yaroze.announce: 62 
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Hiya all, 
I finished up the game I have been working on for the last 3 weeks 
or so. I was going to make it larger, but decided it was already 
hard enough. Some of the highlights: 
- 6 different levels 
- a good-looking mouse cursor 
- a cheezy digital soundtrack (if you can call it that) 


To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 


Jyaa... 
- Թ) 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16057 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000062 


—-MESSAGE FILE 16058 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000063 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.announce 

Subject: Accepted at DigiPen Vancouver 

Date: Fri, 27 Mar 1998 19:39:27 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6éfhga8Spuil@scea> 

NNTP-Posting-Host: sud-tcsl-port15.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well guys I'd like to say that I received my acceptance letter to DigiPen 
Vancouver today!! 


The program starts in September but I think I might get out there sooner. 


Just figured I'd announce my second major step towards professional game 
development....after the Yaroze of course. 


Thanx 


Steve Tolin 
titan@vianet.on.ca 


——MESSAGE FILE 16058 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000063 


——MESSAGE FILE 16059 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000064 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Accepted at DigiPen Vancouver 

Date: Mon, 30 Mar 1998 19:44:53 -0500 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <35203C85.9D268D5C@mail.datasys.net> 

References: <6fhga8Spuil@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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To: Steve Tolin <titan@vianet.on.ca> 


Steve Tolin wrote: 

> 

> Well guys I'd like to say that I received my acceptance letter to DigiPen 
> Vancouver today!! 


Cool! I went to DigiPen Vancouver for the 2 week summer programing 
course, and it was awesome. I plan to goto the DigiPen Institute of 
technology when I graduage from highschool. 


> The program starts in September but I think I might get out there sooner. 
Vancouver is a very nice city - Everything is right there. Malls, 


computer stores, the ocean... And it's also 30 minutes away from total 
isolation in the mountains so you can relax. 


> Just figured I'd announce my second major step towards professional game 
> development....after the Yaroze of course. 


Too bad they don't (And won't ever) have any yaroze systems... 
Nintendo supports DigiPen by offering them profesional SNES 
development systems as well as all sorts of game development teaching 
aids. And they are hoping to get some n64 dev systems in the near 
future. Because DigiPen doesn't want to ruin this relationship, they 
won't have any yaroze systems. 


"Darco 
darco@NOSPAM@bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Meow, Meow, Meow..." - The Dan 
—-MESSAGE FILE 16059 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000064 


—-MESSAGE FILE 16060 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000065 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: "Cool" labels 

Date: Sat, 04 Apr 1998 02:44:57 GMT 

Organization: L4 Software 

Lines: 6 

Message-ID: <35259dff.2017097@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I just thought I'd let everyone know that the 'cool' labels have been 
removed from the member index. This doesn't mean that I don't think 
those sites are cool anymore. In fact, it's just the opposite, I think 
all the sites are cool. 


Mario 
——MESSAGE FILE 16060 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000065 


—-MESSAGE FILE 16061 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000066 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce 

Subject: web site update: free texture 

Date: Sat, 11 Apr 1998 01:17:43 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <wal-ya02408000R1104980117430001@news.scea.sony.com> 
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NNTP-Posting-Host: ppp-asft04--101.sirius.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Ok, nothing too exciting to announce, except that I have uploaded a single 
texture file that some may find useful, or not. It's a texture that I made 
from a digital photograph I took of a building (I had to distort it in 
Photoshop because I took the picture at street level). Check it out! 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.html1> 
—-MESSAGE FILE 16061 END: net-—yaroze-usenet/00000002-SCEA/yaroze/announce/00000066 


—-MESSAGE FILE 16062 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000067 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: FAQ 

Date: Fri, 17 Apr 1998 02:51:47 GMT 

Organization: L4 Software 

Lines: 4 

Message-ID: <3536c33e.44117046@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I've posted the beginning of the Yaroze FAQ. You can find a link to it 
on the FILES page. 


Mario 
—-MESSAGE FILE 16062 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000067 


——MESSAGE FILE 16063 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000068 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce 

Subject: A short story... 

Date: Thu, 23 Apr 1998 13:48:24 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6hnufuSa2a6@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I just opened up a web site off the sony server. I wanted to make a place 
we could all go to trade Libs that were / are user created. All runtime 
code will be password protected on the Yaroze servers, and we will NOT post 
any code that is licensed by Sony, we are only looking for user libs.. You 
can get there by going http://yaroze-world.org . If you have any libs or 
any reviews or pretty much anything you want to add to the site please let 
me know. 


On a side note if you send me e-mail and don't get a reply right away it's 
because I'll be in Austria / Germany from Apr 24 -» May 9th... 


Regards, 


Jeff 


——MESSAGE FILE 16063 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000068 


—-MESSAGE FILE 16064 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000069 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
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From: mperdue@l4software.com (Mario Perdue) 
Newsgroups: scea.yaroze.announce 

Subject: Going to E3 

Date: Wed, 27 May 1998 02:32:39 GMT 
Organization: L4 Software 

Lines: 4 

Message-ID: <356b7ad2.762801@205.149.189.29> 
NNTP-Posting-Host: firewall.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Just a reminder that I will be at E3 for the next few days. I'll check 
in when I return. 


Mario 
—-MESSAGE FILE 16064 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000069 


——MESSAGE FILE 16065 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000070 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.announce 

Subject: HolliDance is ready 

Date: Mon, 08 Jun 1998 20:02:34 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <357CA4DD.63AE@san.rr.com> 

NNTP-Posting-Host: dt033nc9.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Macintosh; I; PPC) 


HolliDance is a simple dance program that I've written as 
a personal project. It displays a girl who dances in sync 
to music. The program simulates 2 cameras that move about 
her club, two spot lights that move about and change color, 
and an ocasional stobe light effect. HolliDance is a real 
time animation program; no two frames are ever the same. 


HolliDance exixts in four versions: PowerMac, SGI, Be OS, 
and Sony Play Station (Net Yaroze). 


The Net Yaroze version is compiled for both NTSC and PAL 
configurations. Due to it's large amount of data, it 
requires a Code Warrior compatible loader. 


It has been a fun project and hopefully you will enjoy it 
as well. 


Note to sony: I'm temporarily hosting the binary until you 

have posted it. It's only available via my web page on your 
server and therefore can not be downloaded by nonmembers. 

I'll take it off my server when you are ready (I need the space!). 


David White 

http: //www.scea.sony.com/net/yaroze/pages/dwhite. html 

dwhite2@san.rr.com 

—-MESSAGE FILE 16065 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000070 


——MESSAGE FILE 16066 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000071 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Vacation 

Date: Thu, 11 Jun 1998 02:16:00 GMT 

Organization: L4 Software 

Lines: 11 

Message-ID: <35813cd7.2745866@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 


Net Yaroze newsgroups message dump.txt Page 10849 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


I just wanted to let everyone know that I will be leaving for a (long 
overdue) vacation on friday. I'll be checking in from time to time 
while I am away, but not as often as I normally do. Things should get 
back to normal after I return on, or about the 25th. 


Also, I've been having some trouble with my newsreader. If you can 
read this message, it has probably been fixed. If you have an 
outstanding issue that I seem to have missed in the last week or so, 
please bring it up again. 


Mario 
——MESSAGE FILE 16066 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000071 


——MESSAGE FILE 16067 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000072 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!129 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.announce 

Subject: New Yaroze Dev FAQ 

Date: Mon, 29 Jun 1998 03:28:13 GMT 

Organization: SCEA News Server 

Lines: 1341 

Message-ID: <6n71clS$4at1l@scea> 

NNTP-Posting-—Host: 98M0022.dorm.gmu.edu 

X-Newsreader: News Xpress 2.01 


Hi, I've been working on a Yaroze Development FAQ. Here is a preliminary 
version of it, and I was hoping that anyone that would wish to contribute to 
it would let me know. I'm especially looking for answers to some questions 
I've provided. It would be nice to have one common resource to go to for 

any technical Net Yaroze questions, and I'm hoping this can be the start of 
it. If there's any more questions/answers/comments you could provide, please 
email at jaminl@psu.edu, thanks! 


Jamin 


Yaroze Dev FAQ 0.5 


DEFINITIONS 


In this FAQ, I would like to keep some definitions consistent so that there is 
no confusion about terminology. If you are adding something to this FAQ, 
please use the following conventions, thanks. 


CLUT - color look-up table (4-bit or 8-bit) 


display buffer (or display area or frame buffer) - portion of video memory 
that actually gets displayed when the playstation is running 


main memory - memory used for normal program storage and operation; also the 
initial place for all incoming code and data when a yaroze project is 
downloaded 


model - the information making up the 3D representation of a game object; it 
includes orientation of the primitives making up the object and their coloring 
attributes 


object - the arbitrary game object in a Yaroze game, which can have state 
information attached to it, including sprite and 3D model references 


OT - ordering table, the thing that sorts primitives such as lines, sprites, 
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triangles, and quads 
texture - image for sprite or image for mapping onto a model 


translucency - image or polygons appear "clear", meaning you can see through 
it, but not invisible 


transparency - doesn't show up at all, like the black background pixels of a 
sprite 


video memory - memory physically apart from main memory, used for image 
storage and blitting to display area of video memory 


<FILE FORMATS> 
TIM = image file 


RSD = intermediate model file 
TMD = playstation format model(s) file 


TROUBLESHOOTING 


See the following: 
http: //www.netyaroze-europe.com/yaroze/problems/trblsht.htm 


1) Why is display from my Net Yaroze is completely grey and grainy / shudders? 


"You may be running an NTSC configured program on a PAL configured monitor. 
If you have the source, make sure that the program contains a 

SetVideoMode (MODE_PAL) command and does not contain a SetVideoMode (MODE_NTSC) 
command. 


If you only have the executable, you can pick up the 'Screen Mode Changer' 
(N!K/Napalm) from the Napalm hacker site (see link section) - it is able to 
change executables which contain a SetVideoMode(...) command. 

If, like me, you own an old Amiga monitor (1084/1084S/CM1884), an RGB to SCART 
cable should do the trick - forget your old Amiga lead!" -- James Rutherford 


2) I am trying to use graphic functions, but the screen locks / judders? 


"These kind of effects can occur when you haven't allocated enough GPU packet 
space." —— James Rutherford 


ORDERING TABLE, SORTING, DISPLAY LOOP, ETC. 


1) How does priority work in the ordering table? 


For each "primitive" that you "sort", you can give a priority of 0 to 
2°MY_OT_LENGTH - 1, where 0 is the frontmost to the screen, and 2*MY_OT_LENGTH 
- 1 is backmost on the screen. So obviously, increasing MY_OT_LENGTH gives 
you more layers, or priorities, to work with. 


If you sort primitives at the *same* priority, then the ones you sort first 
are drawn last, meaning they will appear frontmost (at that priority level) 
when displayed. 


2) How does the display loop work? Do I sort stuff and update stuff every 
single cycle, or what? 


3) Why would you want to "turn off" a primitive/object for display instead of 
just not sorting it? 
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I think the primary concern for the web-site should be functionality. 


To this end, it should not (and this nearly goes without saying) be 
dogged by unreasonable download times. 


As I understand it, the Yaroze server is pretty quick and I'm not for a 
moment suggesting that the site should be turned into plain-Jane text. 
There are efficiencies that can be sought (and I'm sure this will happen 
anyway) - reducing the colour resolution of graphics is sometimes barely 
perceptible for example. Keeping animated gifs to a minimum is another 
way. [This is a general point for members also, btw]. 


I'd be quite horrified if the Yaroze pages were turned into anything 
like the redesigned European Playstation pages. I find those almost 
pointlessly overstylised and I think subjecting members to that kind of 
thing would be a disservice. I believe that that kind of overstylisation 
loses clarity and while this may be okay for a 'քսո' site, it would 
really turn me off (I still can't decide whether I find them patronising 
or not). 


Make the site pretty, make sure it's dynamic (in terms of keeping things 
updated) but most of all make it as easy as possible for us to get where 
and what we want. 


What does everyone else think? 


James (~mrfrosty). 
—-MESSAGE FILE 1704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00407 


—-MESSAGE FILE 1705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000408 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 
Date: Fri, 27 Feb 1998 10:15:57 +1100 
Organization: Cybec Pty. Ltd. 

Lines: 21 

Message-ID: <34F5F7AD.461DB5E0@cybec.com.au> 
References: <6d3bum$dc91@emeka.playstation.co.uk> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Paul_Holman@Playstation.sony.com wrote: 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Toby, 


I'd love to have this implemented - but using Netscape Servers there 
doesn't seem 

to be a simple way to include this programmatically - given that the 
underlying 

UNIX password (for FTP) would also have to be changed. 


(Its of course trivial on servers like Apache). 


VVVVVVVVVVVVVV VV 


We haven't dug too deeply into this yet, but if anyone has references 
please tell 


How hard would it be to switch to Apache..?!? 
Toby. 


—-MESSAGE FILE 1705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00408 
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SPRITES 


1) How do sprites work? 


Sprites are simply references to rectangular regions in video memory that are 
transferred to the "display" or "frame buffer" position in video memory when 
they are "sorted" into the ordering table. So to make these images appear, 
you must load textures (also called bitmaps or TIMs) into the video memory 
first, and set up your sprites so that they reference portions of these 
textures. So what the playstation does is simply make use of the information 
stored in the sprite to "blit", or transfer, the pixels from one part of video 
memory to the other. The reason it is done this way is that copying from 
video mem to video mem is much faster than main mem to video mem. 


2) What's the deal with video memory -- what's with the 4-bit, 8-bit, and 
16-bit stuff? 


TIM images can be specified as either 4-bit, 8-bit, or 16-bit (or 24-bit, but 
that will be covered later) meaning that there are 4, 8, or 16 bits of 
information, respectively, for each pixel in the image. However, all image 
colors on the playstation (besides the 24-bit true color picture mode) are 
displayed using 15 bits of information for the actual RGB values altogether -- 
5 bits for R, 5 bits for G, and 5 bits for B. However, unsigned shorts are 16 
bits, meaning there's one bit left over when storing a color -- and this is 
used for "translucency". This bit is '1' if the color is to be considered for 
translucency (the docs call it "transparency", but I reserve this word for 
something else). In other words, if a sprite or model texture using this 
color would like to be translucent, then the translucent color will be 
calculated. Otherwise, if the bit is '0', the color will not even be 


considered for translucency, even if the sprite or texture feels like being 
translucent. Note that there's a special case if each R,G,B value is 0, and 
then the remaining bit is considered as something totally different -- which I 


call "transparency", which is what is used to draw sprites without the black 
background. In this case, the 0 and 1 stand for the color black to be 
considered transparent or not when blitting the image. 


So even though 16 bits are used for color, what about 4-bit and 8-bit TIMs? 
Well, obviously, 4-bit and 8-bit TIMs take up less space than 16-bit TIMs, 
which have a 16-bit value for each pixel, which is the actual color of the 
image pixel. 4-bit and 8-bit TIMs work differently, though. Instead of using 
their data bits for actual color, their data bits are used to reference a 
*table* of 16-bit colors (remember, I said all object colors are really 
16-bit). This is where the term "CLUT" comes into play. With 4 bits, 16 
different CLUT entries can be accessed, and for 8 bits, 256 different CLUT 
entries can be accessed. So 4-bit TIMs need to include a 16-value CLUT, and 
8-bit TIMs need to include a 256-value CLUT. The CLUT values themselves are 
16-bit, though, since they're referring to an actual color (well, actually 
15-bit color...this is where some confusion sometimes arises). There are 
tools to edit the pixel positions and CLUT positions of the TIM image in video 
memory -- the TIM must include both the pixel information and the CLUT itself. 


What about video memory? Well, the video memory is considered to be 1024 x 
512 *pixels* -- where a pixel is an unsigned 16-bit color value. But the TIMs 
contained in video memory (when transferred with LoadImage()) are actually 
compressed, so that one "video memory pixel" takes up *two* 8-bit TIM pixels, 
and *four* 4-bit TIM pixels. But remember, these pixels represent CLUT 
look-up values, not actual 16-bit colors. So the TIM sprites are actually 
"squished" in video memory, before they get to have fun in their decompressed 
state over in the display buffer. 


So what this means is that all of the sprites you see on the screen are 
actually 16-bit pixels, not 4-bit or 8-bit CLUT pixels -- so what actually 
happens when a blit occurs in the video memory with a 4-bit or 8-bit image, is 
that the playstation automatically references the TIM's pixel color by 
referencing the CLUT, and expands the pixel in its true color on the display 
buffer. Pretty neat, huh? 


3) How do the 24-bit images work? 
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4) What's (x,y), (mx,my), and (u,v) for in the sprite structure GsSPRITE? 


The vars x and y refer to the sprite's position on the screen when it is 
sorted to the OT. However, note that this x and y is with respect to the 
sprite's center, which is denoted by the vars mx and my. These vars describe 
the "center" of the sprite, which is the thing that gets placed at x and y on 
the screen. This can be used if you want to refer to some other part of the 
sprite as the center, instead of the upper left corner. Note that x and y can 
be negative, or even larger than the screen, but this does not cause an error. 
The OT compensates and automatically "clips" the sprite if it is partially or 
even totally off screen. 


The u and v refer to the *pixel* location of the sprite's upper left corner 
with reference to its parent image (or texture page, or TIM). This can be 
considered as if the sprite is already expanded from its original 4-bit or 


8-bit compressed image size. So if my sprite starts on pixel 20 over and on 
pixel 10 down in my TIM (just like it is painted, not worrying about 
compression), then you just specify (u,v) = (20, 10). The playstation takes 


care of the actual referencing in video memory, which takes into consideration 
the compression and the texture offset in video memory, via the information 
included in the TIM file. 


5) Why are my sprites colored wrong? 
Check the CLUT position in TimTool. All CLUTS must have unique positions in 


video mem; if any of them are the same, one CLUT will get loaded over another, 
using the color scheme of the other picture. 


6) Why do my sprite textures look misaligned on the screen? 


Double check the alignment of the texture in TimTool. Sometimes TimTool nudges 
the texture down some, messing up what you might think is the proper offset 
for the texture. 


7) Why is my sprite losing pixels, especially along the vertical axis? 


Change sprite scaling from 4096 to 4095. 


8) How can I cycle colors on my sprites? 


Use MoveImage() to make a copy in video memory of the CLUT of the image that 
the sprite is using (to somewhere below the original CLUT), and between update 
frames, use MoveImage() to copy colors from the copied CLUT into the original 
CLUT, and the palette colors that are mapped to the sprite will give it an 
appearance of cycling, if it's set up right. Check out Jamin Frederick's Pt 
(Palette) library, which you can use to do this. 


7) How can I do pixel-by-pixel collision detection on my sprites? 


Typically, you can use just bounding boxes to see if sprites collide, but 
sometimes it is necessary to get down to the pixel level. One way to do this 
is to first see if the bounding boxes intersect, and if they do, then you can 
do a pixel-by-pixel collision detection on the intersection rectangle of the 
corresponding sprite images. The only problem is that these images are in 
video memory, unless you haven't written over the images that are in main 
memory when they originally were copied over from the com utility. In other 
words, we don't really have byte-by-byte access to the video memory for close 
comparisons, so we are forced to work with main memory. So once you get 
access to the intersection rectangles of the sprite images, all you have to do 
is compare corresponding pixels in the rectangles, one at a time, until you 
get a "hit" (non-black) pixel from one image with a "hit" pixel from the other 
image. However, this involves some rather tricky interpretation of the TIM 
image data in main memory. This is implemented in the CollisionDetect () 
function available on Jamin Frederick's web page. 


8) What other methods of collision detection are there? 
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From a newsgroup discussion: 


"Have you considered whether a pixel-by-pixel collision detect is *really* 
necessary? It sounds so time expensive when you could be doing some freaky 
special effects or better AI or something instead... I've used gobs of weird 


hacks for collision detection in games, and I've always been able to finda 
way around pixel-by-pixel. I thought I'd list some of them off: 


0. Make your game so intense no one has time to notice that collisions are 
pixel exact or not. 


1. Simple shapes as hit regions - design the art so it fits well into shapes 
that are easy to mathematically check against, like rectangles, circles, and 
triangles. 


2. Rotated simple shapes as hit regions - sometimes you've got objects that 
can rotate - rotating a rectangle and checking it against another rotated 
rectangle is still cheaper than pixel-by-pixel. 


3. Stick Figures. Say you've got a figure like a character in a 2d fighter. 
Make a simple stick figure that mimics the shape and motion of the sprite, ie: 
a line for the head, a line for upper arm, lower arm, hand, two lines for the 
torso, etc. etc. Then to do hit detect with the other character in the game 
all you have to do is treat each line as a fat line and check them against the 
fat lines in the other character. This has the advantage of letting you know 
that the hand connected with the noggin. 


4. Simple hierarchical shapes. Say you've got a top down view of the TOS 
U.S.S. Enterprise on the screen. Do your hit detecting on a circle and three 
rectangles, one for the two engines and one for the engineering hull, with the 
rectangles of course rotated according to the orientation of the ship on the 
screen. 


5. Polygon shapes. Make a polygon outline that fits around the shape as 
tightly as you'd like so that game feels good, then check for intersection 
with collidable objects. If you design it right you can have one complicated 
polygon collision shape which you test against some trivial shape like a 


rectangle, but even still, poly-poly intersection is faster than 
pixel-by-pixel, unless your sprites are really tiny, in which case suggestion 
number 1. is probably the best IMO." -- Nick Porcino 

IMAGES 


1) Where do my images have to be aligned in video memory? 


2) Do my sprites have to be in a special position within an image? I heard 
they have to be on even coords or something. 


3) Can I have more than one image on a given texture page? Can I arrange 
several images next to each other within the texture page? 


4) What's the max size of a TIM? Does it depend on the number of colors? 


Max size of a TIM is 256 x 256 pixels, no matter how few colors it is. One of 
the reasons is because sprites are referenced (u,v) via pixel offsets of 
texture pages (or TIMs), and since u and v are both unsigned chars, the 
biggest they can both be is 255, meaning sprite (u,v)s can only be from (0,0) 
to (255, 255). 


5) Where are the best places for CLUTs in video memory? 


The typical convention is placement below the display buffers, since the area 
is too small to have any decent-sized sprites down there. 


6) How do you set up transparency for a sprite / texture? 
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7) How do you set up translucency for a sprite / texture / model / polygon? 


8) What do the different translucency settings mean? 


50% back + 50% polygon 

100% back + 100% polygon 
100% back - 100% polygon 
100% back + 25% polygon 


9) Do all the translucency settings work right? 


10) Why do you have to specify translucency for GetTPage()? 
"You can use GetTPage to calculate the tsb section of a tmd primitive 


which does require the semi-transpency rate. Just & the result with 31 
to get the Texture page number." -- Jim 


11) How are texture pages numbered, and what is their ID? 


12) Why doesn't LoadImage() work for large rectangles, close to the size of 
the video memory (1024 x 512)? 


BACKGROUNDS 


1) How does the 16x16 pixel tiling work? 


2) How do I make tiled backgrounds with sprites (bigger than 16x16 pixel 
tiles)? 


This is a nifty trick. The ordering table accepts information in the sprite 
struct (GSSPRITE) that you give it as a "ոճա" sprite, so that you don't have 


to maintain the same information in the struct within a screen update. So 
what you can do is keep changing the info in the sprite struct and sort it 
into the OT. So to make a checkered background, for instance, you just need a 


black square struct and a white square struct, and repeatedly sort them while 
changing their positions. 


3) How does the offsetting work -- I mean, how do you get sprites to scroll 
around in the background and stuff (2D)? 


It usually depends on the game, but here it goes... 


First of all, let's draw a difference between a game object and a game sprite. 
A game object is something in the game that has a state and presence, but is 
not necessarily displayed. A sprite is just a representation of the object ON 
THE SCREEN, and always refers to the thing being displayed. So an object can 
easily have many sprites, each one representing different states of the 

object, or an object's current position on the screen. 


Ok, so first you set up a world coordinate system, where all of the objects 
that you intend to have in the game are given a position in the world. So all 
the changes that you give to your objects are with respect to the world 
coordinates, NOT THE SPRITE COORDINATES. The reason for this is that the 
sprite coordinates can be calculated from the object's position in the world 
with respect to the SCREEN's position in the world. That's right -- you 
consider the "game screen" to have a position in the world as well, so that 
when you want to "scroll around" the world, you're just moving the screen's 
position around in the world, and the sprites that get displayed on your 
screen are just a result of them being around the screen when it gets close to 
them in the world. 


So for instance, if you chose your world to start at (0,0) in the top left 
corner, then you could assign objects coordinates like (8,20) or (67,258) or 
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(600,780) or even (4563,23453), depending on how big you want to make your 
world. Of course you're limited by how large your numbers can get, which for 
an unsigned long (32-bit) is 0 to 4,294,967,295. So just imagine that you 
have a bunch of (rectangular) objects positioned in your world like this 
(usually when you're referring to an object's world coord, it is the upper 
left corner of its rectangle, at least in this example) and think about a 
rectangular, 320x240 screen, moving and scrolling around in the world with 
them (again using the upper-left corner pixel as the world coord). Now to 
get them to be on the proper position on the screen, you want their sprite 
representations to be according to where the object is in reference to the 
screen in the world. If the object stays still and the screen moves, for 
instance, well then the sprite moves on the screen even though the object 
hasn't moved in the world at all. So what you have to do is set up a relation 
between the sprite and the screen. It's just: 


SpriteX = ObjectX - ScreenX 
SpriteY = ObjectY - ScreenY 


So if the object position gets bigger with the screen position fixed, then 
the sprite position gets bigger, and moves right and down on the screen. If 
the screen position gets bigger with the object position fixed, then the 
sprite position get smaller, and moves left and up on the screen. Now 
remember, this example is all in terms of the origin of the world being to 
the upper left, and the origin of the objects and screen at the upper left of 
their bounding boxes as well. 


When you give the OT a sprite to sort, you're giving it the sprite's SCREEN 
position. From experimentation I have found out that this does not mean it 
has to be from (0,0) - (SCREENW-1, SCREENH-1), but it can be any number at 
all, even negative! The OT compensates and does all the clipping for you, so 
that the formula above works fine when using SpriteX and SpriteY as the 
position to be be placed on the screen. 


If you have trouble visualizing it, just start out with 1 object and the 
screen at the origin of the world, and imaging what happens to the sprite 
image on the screen when you try to move either one according to the formula: 


ORIGIN 
+ + + + 
OBJECT 
— + 
SCREEN 
+ + 
WORLD 
+ + 


4) Why am I getting a "banding" effect with my background tiles, where a 
vertical line in the tile is smeared over a pixel? 


The individual tile textures of a background each have to be on an even u 
coordinate. If each sprite texture is not positioned on an even number in the 
video memory, you will get this effect. This can easily happen if you use 
gridlines to separate your tiles for easy editing, for instance. 


3D 


1) What is the 3D coordinate system of the playstation? I've looked everywhere 
in the manuals but couldn't find a simple description! 


It's actually a right-handed coordinate system, meaning (with your right hand) 
+X cross +Y gives you +Z. The +X axis is to the right of the screen, +Y is 
down on the screen, and +Z is in towards (behind) the screen. 
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2) What's the difference between RSD and TMD? 


RSD is the file format used to convert from modelers, similar to DXF and other 
model formats. It is in ascii, making it easy to edit by hand. The info 
making սք an RSD is actually four files, .rsd, .ply, .mat, and .grp. It's 
easy to mix up talking about RSD (which includes all four files) with just 
rsd. A modeler converting to RSD will generate all four of these files. 

Also, an RSD refers to only one model, and the grouping information (.grp) in 
the model doesn't carry over to TMD. 


TMD is the file format the playstation uses, and the data making up this file 
actually resides in memory when your Yaroze program is drawing objects on the 
screen. A TMD can have more than one model, and each model has its own set of 
primitives, which are made up of those model's own vertices and normals. Each 
primitive is described in detail as a triangle, quad, flat shaded, gourand 
shaded, colored, color gradated, or textured. All the combinations are 
described in the Sony online docs. 


3) Are the coordinates different in RSD and TMD? 


3) How can I see information on my RSD? 


To view an RSD, use RSDTool. To get information on the vertex extents and 
"center" position, do rsdform -v mymodel.rsd. Follow this with > to output to 
a file. 


4) How can I see information on my TMD? 


To view a TMD, try this: 
http: //www.netyaroze-europe.com/~sevans/ftp/demos/yaroze/tmdview. ZIP 


You can also get vertex information on the TMD when you are converting from 
the RSD with rsdlink, just do rsdlink -v mymodel.rsd or rsdlink -info 
mymodel.rsd. Follow this with > to output to a file. 


5) Can I save multiple models in one RSD file? 


Yes and no. An RSD contains only one model per file, so if you wish to put 
several models into one RSD with rsdcat, you are really only merging several 
models into one big one, and in effect, merging three coordinate systems into 
one. 


6) Can I save multiple RSD models to one TMD file? 


Yes. Unlike RSD files, TMD files can make references to several different 
models within the file. To put several RSD models together into one TMD, you 
can use rsdlink with several RSD file names as arguments (see top of p.149 in 
yellow manual). 


7) Is there any reason to put several models within a TMD file instead of only 
one? 


8) What do the coordinates mean in rsdform (option -v)? What is "center"? 


These coordinates refer to the offsets from the model's coordinate system. If 
you "translate" the model with rsdform, you are moving all the vertices within 
the fixed model coord system, and you can imagine a bounding box of all the 
vertices that comprise the primitives of the model moving around in space with 
respect to the model's fixed coordinate axis. The "center" is just a 
reference to the center of mass of the model, which can usually be specified 
within a modeler program. The playstation will rotate models around (0,0,0) 
of the coordinate system, *not* the "center", which can be a nonzero offset 
from (0,0,0). 
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When you save an object in a modeler and it is not placed in the middle of the 
world, for instance at (8, 10, 12), the "center" in your RSD will appear as 
(8, 10, 12). To get the model back to the origin (so that it rotates 
correctly) you need to translate back to (-8, -10, -12). However, many times 
you will want to use this information, for instance, if you have several 
objects and need to know their relative offset position, such as a helicopter 
and its blades. You would need to know how high the blades are in the world 
originally, so that you can offset them with respect to the helicopter when 
you're actually drawing them in your program. 


The origin of the model's coord system (0,0,0) is the point that is referred 
to when translating the model in your program. So if I give my model's 
translation vector (.t) in my program the value of (5, 2, 10), the model's 
origin will be at (5, 2, 10), and all the primitives will be drawn around this 
point. 


9) How do I assign parents to other objects? 


When initializing your object's coordinate system, instead of doing 
GsInitCoordinate2 (WORLD, &MyObjectCoord), do GsInitCoordinate2 (&MyParentCoord, 
&MyObjectCoord), assuming you already initialized &MyParentCoord with WORLD or 
some other coordinate system. Each argument is a pointer to type 
GSCOORDINATE2, which includes a matrix that describes the coordinate system 
you are using. So then, after the initialization is done, all of the offsets 
of your model are with reference to the parent coordinate system. For 
example: 


GSCOORDINATE2 MyParentCoord; 
GsSCOORDINATE2 MyObjectCoord; 


// the coords of an object with MyParentCoord are in the world 
GsInitCoordinate2 (WORLD, &MyParentCoord) ; 


// the coords of an object with MyObjectCoord are w.r.t. the parent 
GsInitCoordinate2 (&éMyParentCoord, &MyObjectCoord) ; 


So if you had an GsDOBJ2 handler representing a tank, make its coord2 member 
point to MyParentCoord (the tank is the parent), and if you had a GsDOBJ2 
handler representing the tank turret, make its coord2 member point to 
MyObjectCoord (the tank turret is the child). Now if the turret is at 
(0,0,0), it will be at the tank model's origin. You'll probably want to 
tranlate the turret to (0, -1000, 0) or so, depending on your model, and 
everywhere the tank moves (in the world), the tank turret will follow. 


10) How do I rotate an object? 


First you have to know that all models rotate about the origin (0,0,0) of your 
model's coordinate system (do rsdform -v mymodel.rsd). This means that 
however your primitives are placed in your RSD, they will rotate around this 
point. So if the "center" of your model (representing the actual center of 
your model) is not (0,0,0), translate it there first before you rotate it. 


Assuming there is an initialized GsCOORDINATE2 Coord structure (belonging the 
object which I am rotating), and I want to rotate the object (RotX, RotyY, 
RotZ): 


MATRIX TempMatrix; 
SVECTOR RotVector; 


// this makes a vector 
RotVector.vx RotX; 
RotVector.vy RotyY; 
RotVector.vz Հ RotdZ; 


// this turns a vector into a matrix, so that I can multiply 
RotMatrix(&RotVector, &TempMatrix); 


// multiply original coord matrix by "rotation" matrix 
MulMatrix0(&Coord.coord, &TempMatrix, &Coord.coord) ; 


// object should be redrawn now since it changed 
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Coord.flg = 0; 

Note: Rotation this way may distort your model if your model is not very 

large. 

11) How do you advance an object in the direction it's facing? 


Assuming that your model starts out pointing in the +z direction, and you want 
to advance U units, and that your object has a GSCOORDINATE2 Coord struct: 


SVECTOR StartVector; 
SVECTOR CurrentDir; 


// assume origin points exactly towards +z direction 
StartVector.vx = 0; 

StartVector.vy 0; 

StartVector.vz = ONE; 


// multiply original orientation (start vector) by current orientation matrix, 
to get the current direction vector 
ApplyMatrixSV(&Coord.coord, &StartVector, &CurrentDir); 


its) of the current direction to the current translation 


// add a multiple (un 

= (U * CurrentDir.vx) / ONE; 
( 
( 


Coord.coord.t[0] + 
Coord.coord.t[1] + 
Coord.coord.t[2] + 


U * CurrentDir.vy) / ONE; 
U * CurrentDir.vz) / ONE; 


// the object should be updated now 
Coord.flg = 0; 


Note: You could use 1 instead of ONE=4096, and then not divide later on by 
ONE, but you'd get considerable error if you don't "pump up" your start vector 
to considerable size because of the integer precision. 


9) What's a standard size for a model? 


Typical sizes are about 500.0 to 2000.0 in each dimension. 


10) How small/big can I make my model? 


If a model is too small (meaning its vertex coordinates are small numbers, 
like 1s or 10s), errors of the playstation fixed-integer rotation and scaling 
(matrix computations) will be too large and the model will distort. 


If a model is too large 


8) I don't see my object! Where is it? 


First, see if you're actually sorting it with GsSortObject4() -- of course, 
there's some stuff you have to do before you can actually sort it, like 
calling GsGetLws(), GsSetLightMatrix(), and GsSetLsMatrix(). You should also 


make sure the loading of the model was done right, too. 


Second, see if the scale is big enough. Modelers tend to save out RSD models 
in the -2.0 to 2.0 range, which is pretty small for a standard playstation 
model. Scale it up with rsdform -s 512 512 512 mymodel.rsd, to give it a size 
big enough to see at standard viewing distances, which are 500.0 to 1000.0 
units away. 


7) I want to have an object with several moving parts (a model for each part) 
and have each part move independently. What do I have to do to get this to 
work? 


Since each model must move independently, you should first center each RSD 
model by setting its "center" to (0,0,0). For instance, This is so that each 
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object will rotate properly about its "center". 


12) What's the difference between GsVIEW2 and GSRVIEW2? 

) Is it true that the colors specified for an object's polygon is 24-bit, 
whereas images used for textures on models may only be 4-, 8-, or 16-bit? 
) I've tried to draw TMD lines or sprites as documented in the File Format 
document, but they don't seem to be working. 

Even though they're documented, 3d lines and sprites cannot be used on the 
yaroze. 

) I've also tried to use double sided polygons with no success. 


Again, double-sided polys are not supported on the Yaroze. 


) How do TIMs get linked up with objects? 


When you do the rsdlink command, your TMD gets info about the textures you are 
using for the mapping to the object(s) from the TIM files referenced by your 
object. Make sure that if these textures change at all, such as tpage 
location or clut location, that you redo rsdlink. 


) Do you have to texture map TIMs onto each individual polygon, as in RSDTool, 
or is there a way to "wrap" a texture around groups of polygons. 


There doesn't seem to be any tools out right now to do this, although the next 
version of RSDTool was supposed to incorporate this feature. 


) Why are my objects all "flat", even when I rotate them? 
You forgot to set the coordinate system of your object, i.e., make your 


GsDOBJ2 object handler coordinate pointer (.coord2) point to a validly 
initialized GsCOORDINATE2 struct. 


) Are there any *simple* modelers out there, that don't triangulate like 
crazy? 


) How do I convert a 3D coordinate to a 2D coordinate? 


SNIP 


void InitTransProj (void); 
void TransProj(VECTOR *pos, short *x, short *y); 


static GsSCOORDINATE2 trans; 


// 


LT: init trans proj coord 


// 


void InitTransProj() 
{ 

GsInitCoordinate2 (WORLD, &trans); 
} 


// 


// Trans Proj - convert 3d x,y,z to 2d screen x,y 


// 


void TransProj(VECTOR *pos, short *x, short *y) 
{ 
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MATRIX mat; 


VECTOR v; 

trans.coord.t[0] = pos->vx; 
trans.coord.t[1] = pos->vy; 
trans.coord.t[2] = pos->vz; 


trans.flg = 0; 
GsGetLs(&trans, &mat); 
ApplyMatrixLV(&mat, pos, &v); 
if(mat.t[2]) { 


*x = ProjectionDistance * v.vx / mat.t[2]; 
*y = ProjectionDistance * v.vy / mat.t[2]; 


SNIP 


Contributed by Steve Hunt <steve@itallnight.u-net.com> 


YAROZE PLATFORM 


) What's this 0x00000000 stuff mean? 


This is a hex value, which is 32 bits, meaning 8 hex digits corresponds to 32 
binary digits (4 bits per hex digit). The PSX has a 32-bit address space, 
meaning all operations with memory are done with 8-digit hex values. Some 
other addresses are 4 hex digits = 16 bits, like device memory, but most 
things are done with 8-digit hex values. 


) What's the difference between uchar and ushort and ulong? 


The "u" stands for unsigned, so any values you stick in the variable can't be 
negative. This gives you twice the numbers you can get from "signed" 
variables char, short, and long. Unsigned variables are ideal for memory 
addresses, though, since they are never negative -- uchar gives you 8 bits of 
storage, or addresses from 0x00 to Oxff, ushort gives you 16 bits of storage, 
or addresses from 0x0000 to Oxffff, and ulong gives you 32 bits of storage, 
or addresses from 0x00000000 to Oxffffffff. 


) Why do I have to load data at 0x80090000? What about those other addresses 
mentioned in the manual? 


For the yaroze system, the only valid memory-mapped addresses (meaning if you 
stick stuff at these locations, it gets "mapped" to the actual playstation 
RAM) are 0x80000000 to Ox801fffff. This is exactly 2 megabytes, or 2,097,152 
(2 * 2 ^ 20) bytes, to be exact. The other locations are not used on the 
yaroze. The only valid space for ստ is 0x80090000 to Ox801fff00 (1,507,072 
bytes), since the rest is being used for the system. That's why data is 
usually started at 0x80090000, and added upwards. Your program may be loaded 
anywhere in this space, depending on where you tell your compiler to load it, 
but it's usually loaded up towards the top. There has to be enough space 
upwards for the program itself (code and heap), plus the amount the stack will 
grow. The program's stack usually starts at the top of our usable space, 
which is 0x801fff00, and grows down until it collides with the loaded program 

(this is bad). That's why it's up to the programmer to figure out how much 
his stack will grow, and tell the compiler to place the program low enough in 
memory so that the stack doesn't end up running into it. 


Typical Setup: 
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—-MESSAGE FILE 1706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000409 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: Fri, 27 Feb 1998 10:25:53 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 24 

Message-ID: <34F5FA01.5327718Beécybec.com.au> 

References: <6d3bum$dc9l1l@emeka.playstation.co.uk> <6d3las$asl17@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


JohnT wrote: 


2. The provide the demos in .ZIP files or just .TAR not this .TAR.GZ crap 
you have now. We have to unpack them twice! Also, my browser always says it 
can't open the .TAR.GZ files for download!! However, I have found it 
actually does download them into the cache before bringing up the error 
message so I have to copy the files out of the cache. (BIW I use IE4) 


VVVVVV 


Yeah, zip files seem to be the de-facto standard on the 'net these days, 
and should be the only archive type on the server... 


Tar'd files aren't compressed, they're just a bunch of files all stuck 
together into one file. Therefore it is a good idea to compress them 
with gzip. If you have tar and gzip on your system you can extract 
files from them using tar and the 'z' option, all in one go - not 
twice. 

eg. tar xzvf file.tar.gz 


I don't (won't) use IE4 but I imagine you should be able to right-click 
on the .tar.gz file and tell your browser to download the file, 
regardless of its file type. You shouldn't have to copy things out of 
your cache. 


Toby. 
—-MESSAGE FILE 1706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00409 


—-MESSAGE FILE 1707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000410 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: Fri, 27 Feb 1998 01:24:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <34F607CB.191D@hotmail.com> 

References: <34F450E0.52CD@sms.ed.ac.uk> <34F5A582.4084@sms.ed.ac.uk> 
NNTP-Posting-Host: ppp-121-69.marseille.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E [fr]-GIEOG (Win95; 1) 

CC: palpalpalpal@hotmail.com 


yeah, I agree with you ; the new Playstation site takes time to download 
, and sometimes time to understand... I hope the Yaroze site won't 
evolve this way. As you say, it should be functional. 


I agree with your former suggestions too : the last-update-bug to be 

fixed, some free graphics, models (and sounds), and a submission 

section. That's what we need. 

—-MESSAGE FILE 1707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00410 
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SYSTEM (OS) STACK (0x801FFFFF) 
PROGRAM STACK (0x801FFF00) 


(hope the stack and heap don't collide!) 


եյ 


PROGRAM HEAP 
PROGRAM CODE (stays same size) 
DATA N 


DATA 3 

DATA 2 

DATA 1 (0x80090000) 

OTHER OS GOODIES (0x80000000) 


You can set the PROGRAM STACK and PROGRAM CODE in your compiler and the DATA 1 
— DATA N in your yaroze batch file. 


) What's fixed point? 


Fixed point is an alternative to floating point, and is quicker since it 
actually uses integer hardware and not any special floating-point hardware. 
It is actually a trick done with integers, and tends not to be quite as 
accurate as true floating point operations, so you have to watch it when 
rotating and scaling models, and make sure they're not getting distorted. 


The playstation uses 12-bit fixed point, meaning there's 12 bits of a short 
(16-bit) integer allocated to the decimal portion of a number (3 bits are used 
for the integer part, and 1 for the sign). These numbers are the values that 
will represent the vertices and normals in 3D space within a TMD file. The 
details aren't important unless you plan to change the attributes of a model 
in real-time, which involves fiddling with the byte values of the TMD in 
memory. 


See the following web page for more info on fixed point: 
http://www.scea.sony.com/net/yaroze/pages/scartier.html 


) Can I do floating point? 
) How do I get C++ to work? 


http://www.netyaroze-europe.com/~c_graham/cplus.html 


EFFICIENCY 


) How efficient is C++ on the playstation? 


) How efficient is using 16x16 pixel tiles (with GsBG) as opposed to using 
sprites (with GsSPRITE) as backgrounds? 


) How can I make my games quicker, taking into account playstation hardware? 


a) Make use of the DCACHE in functions that you call very often; see Scott 
Evans' (SCEE) DCACHE article. 


b) Declare variables static in functions that you call very often, so fewer 
local variables need to be pushed and popped. 


) What are some suggestions to make my 2D graphics a little faster? 


) What are some suggestions to make my 3D graphics a little faster? 
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a) First and foremost -- keep polygon count low. With the tools available 
this is sometimes difficult, since it seems modelers like to triangulate when 
saving out. 


b) Make several versions of objects at different "resolutions", and sort 
higher polygon objects when those objects are closer to the camera, and lower 
polygon objects when they are farther away. 


) Why does saving to DXF from modelers make so many more polygons? What can I 
do to avoid this? 


) Is it more important that I make fewer objects or fewer polygons? 


CODEWARRIOR 


) What can I do with Codewarrior that I can't do with Siocons? 


) Automatic makefiles 

) GUI coding (not suggested) 

) GUI debug 

) Use MWDebugIO functions, which allow you to create, open, 
n 


) What can I do with Siocons that I can't do with Codewarrior? 


a) Download memory directly to a PC file (DSAVE[]) 


) Is there any differences in writing code for Codewarrior versus writing code 
for Siocons? 


) What's the best setup? 


One way to develop for Yaroze is to use Codewarrior to "make" your projects 
and the PSComUtil to download batch files, since it's mostly point and click. 
I have found the Codewarrior IDE very disturbing, though, so I choose to use 
an outside editor such as Microsoft DevStudio, or some shareware code editor. 
You can leave the files that you edit in the Codewarrior project, and just 
bring Codewarrior into focus and click "make" when you want to build your 
project to be downloaded to the yaroze. 


Some other people have suggested forgetting Codewarrior altogether, using the 
makefile capabilities of MS DevStudio and integrating DJGPP(GCC) with it. See 
Steve Dunn's (SCEE) home page. 


Also, check out the front end gnu programs that are available (in the 
utilities listing of this FAQ). 


) How about some simple Codewarrior (MWDebugIO) example code for creating, 
opening, reading, and writing files to the PC? 


) What kinds of problems are there with Metrowerk's MWDebugIO library? 


) Why is PSComUtil failing? 


If you get 

"Connection Failed. Status -1 

Transport Send Data. Status 101812 

Transport Poll Rx Status. Status 101812 

The PlayStation has generated a Hardware Interrupt exception at instruction 
address 0x0." 


Probably means that Pscomutil is still resident in memory. Check your task 
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manager and delete the process. For some reason, even if you exit PSComUtil, 
it still stays resident in memory sometimes. 


) How do I make sounds play? What programs have to be run? 


Say I want to use 3 .wav files, a.wav, b.wav, and c.wav. First you do 
"aiff2vag a.wav b.wav c.wav" to create .vag's out of the .wav's. Then you 
have to type "mkvab -f sounds.def a.vag b.vag c.vag -o sounds.vab" where 
sounds.vab is the output .vab and sounds.def is your definition file. What's 
that? It's a file you need to provide to make a vab. The vab can contain 
programs, and for each program, a tone. You set it up so that there's a .vag 
for each tone. You have to set this by hand via the .def file. To see other 
people's .def files for their programs, type "mkvab -r person.vab -o 
person.def" where person.vab is their vab, and person.def is the output .def 
that you want to look at. In the .def file is where you associate programs 
and tones. A program can have one or more tones, but the way it is usually 
set up is that there's a program for each sound, and each program only 
contains one tone, the .vag that you specify. Sometimes people use maybe two 
programs and say ten different tones, and maybe 4 tones in the first program 
and 6 tones in the second program, where each tone is associated with a vag. 
I don't know why, though. Maybe someone can answer this for me. Anyway, 
suppose you set up your .def so that program 0 has two tones, a.vag and 
b.vag, and program 1 has one tone, c.vag. So to play the sound, you do 
"SsUtKeyOn (vabid, prog, tone, note, fine, voll, volr);", where prog is the 
the program for the sound you want to play as specified in your .def file, 
such as prog 0, and tone is the tone of that prog as specified in your .def 
file, such as tone 0 or tone 1. The note is the pitch to play the sound. At 0, 
it's normal. Increasing the pitch is like going up the keys of a piano. The 
fine parameter is just fine pitch. And voll and volr is the left and right 
volumes. But what about vabid? Well, when you call SsVabTransfer(), you get 
returned a vab id. This is the vab that is being used for your sound calls. 
The vab got loaded into sound memory when you called SsVabTransfer(), where 
you have to specify the VH and VB type files that have been loaded into main 
memory from siocons. How did they get into main memory in the first place? 
Well, all you have to do is split up your vab you made, sounds.vab, with 
"vabsplit sounds.vab". Then you got the files sounds.vh and sounds.vb, which 
you just load into the psx memory via siocons. Using the syntax of 
SsVabTransfer(), you just transfer them into sound memory, and you're ready to 
make sound calls. 


KNOWN BUGS, ERRORS, OR TYPOS 


1) In the green manual, RotMatrix(MATRIX *m, SVECTOR *r) should actually be 
RotMatrix(SVECTOR *r, MATRIX *m) 


MISCELLANEOUS 


1) What Yaroze tutorials are available? 


Ira Rainey's Sprite Tutorial (SCEE) 
http: //www.netyaroze-europe.com/~shadow/ftp/STUFF/Howto.pdf 


James Chow's help docs (SCEE) 
http://www.netyaroze-europe.com/~jaycee/ 


Peter Passmore's 3D Tutorial (SCEE) 
http://www.netyaroze-europe.com/~middx_uni/ftp/tutorial.zip 


Robert Swan's accompaniment to above tutorial (SCEE) - see other downloads too 
http://www.netyaroze-europe.com/~middex2/ftp/comp_tut.zip 


Jamin Frederick's Sprite Tutorial (SCEA) 
http://www.scea.sony.com/net/yaroze/pages/ftp/jfrederick/onespr.zip 
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Nelson Santos' Ping - beginner game with docs 
http://www.total.net/~nsantos/downloads/ping.zip 


2) What are some useful general-purpose yaroze utilities? 
**SCEE member sites: 


Memory Viewer - graphically view Yaroze RAM, 0x80000000 to Ox801fffff 
http: //www.netyaroze-europe.com/~shaughnj/ftp/memview.zip 


Analog PAD diagnostics - displays analog PAD values 
http://www.netyaroze-europe.com/~shaughnj/ftp/analog.zip 


DOS yaroze tools for people who don't like windows 
http://www.netyaroze-europe.com/~yannick/ 


ARS (Action Replay File Server) - lets you do i/o with yaroze at 20x the 
speed; NOTE: you need Datel Action Replay for this 
http://www.netyaroze-europe.com/~c_graham/areplay.html 


NiceARS - ARS implemented in windows NT; NOTE: you need Datel Action Replay 
for this 
http://www.netyaroze-europe.com/~steved/nice_ars_for_windows_nt.htm 


RsdAnim - "...a PC (Win95) hosted keyframe animator for Playstation RSD format 
3D models...." 
http://www.netyaroze-europe.com/~c_graham/rsdanim.html 


Binary Conversion Tool - converts data files to C source binaries 
http://www.netyaroze-europe.com/~steved/tools/binary_conversion_tool.htm 


Sound Effects Player - lets you test sounds on yaroze 
http://www.netyaroze-europe. 
com/~steved/articles/sfx_player/sound_effects_player.htm 


C++ Library - wrappers around standard pslib function calls 
http://www.netyaroze-europe.com/~steved/cpp_yaroze_library-.htm 


Yaroze Master - makes editing and using makefiles a snap on Win95/NT 
http://www.netyaroze-europe.com/~deruiter/ym. zip 


Lightwave to RSD converter - convert from LOB to RSD 
http://www.netyaroze-europe.com/~SiglLL/ftp/converters/pcpsx120.zip 


Starfield Library - function calls to easily make a 3d starfield 
http://www.netyaroze-europe.com/~rcutting/ftp/starfield/starfield.ZIP 


GCC C++ - Win32 compiler for your C++ code, even if you don't have Codewarrior 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 


Crossroads - freeware 3D file converter (Win32) 
http://www.pnn.com/~rickhowd/xroads1.zip 


Convert - freeware DOS audio file converter 
http://www.netyaroze-europe.com/~nslaven/ftp/utils/convrtl14.zip 


PAK - compression utility for data uploads (incomplete?) 
http: //www.netyaroze-europe.com/~smithers/ftp/pak.zip 


Linux Tools 
http://www.netyaroze-europe.com/~respond/download.html 


Amiga Tools 
http://www.netyaroze-europe.com/~CACTUS/ 


Unix Tools 
http://www.netyaroze-europe.com/~byz00002/unix/ 


Utilities for Atari ST sprites 
http://www.netyaroze-europe.com/~sevans/demos.htm 
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TMD Viewer - includes depth cuing and object/viewpoint manipulation 
http://www.netyaroze-europe.com/~sevans/ftp/demos/yaroze/tmdview. ZIP 


CRNCHPLY - reduces redundant PLY data 

CRNCHPL - same as above, but without DOS4GW.EXE 

MEMEDIT - edit the contents of any file on your second memory card 
DATAMAN - manages data download offsets 
http://www.netyaroze-europe.com/~jruss1/#tools 


Memory Card Dump 
http: //www.netyaroze-europe.com/~badchild/ftp/card.zip 


Stereoscopic Vision 
http://www.netyaroze-europe.com/~middx_uni/ftp/stereo.zip 


Dump Address - creates .h and batch files for your Yaroze datafiles 

Palette Ripper - extracts Cluts from PCX files. Useful for light and palette 
animation 

Vertex Extractor - Extracts vertex and normal data from TMD files. Useful for 
animated 3D objects 
http://www.netyaroze-europe.com/~IBEYOND/ftp/niftytools.zip 


**SCEA member sites: 


VRAM and TIM viewer 
http://wwl.scea.sony.com/net/yaroze/pages/ftp/kbender/vvram.zip 


PSXsock - enables TCP/IP connection of Yaroze (Win95/NT) 
http://www.scea.sony.com/net/yaroze/pages/ftp/ jblack/PSxXsock.zip 


Unix Tools 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 


Psx IDE - front end to gcc for Win95/NT 
http://yaroze-world.org/assets/images/psxide.zip 


WAD Builder - compression utility for Yaroze data/code 
http://yaroze-world.org/assets/images/whb.zip 


Joystick Routines 

Sprite Animation 

Decompression 

Starfield 

(libraries and example code) 
http://yaroze-world.org/html/ps_code.html 


Card save module - functions to save to memory card 
Font module - lets you use pretty, custom fonts 
Menu module - lets you easily make a menu system 


http://lucien.blight.com/~sauron/Net.Yaroze._Rocks_.My.World/ 


Address Arranger - automatically arranges your data addresses for downloading 
Sprite Assembler - clips a sprite from a TIM and resaves it 

TIM Manipulator - fiddle with specific TIM attributes 

Screen Grabber - grabs the screen and stores as a file 
http://www.scea.sony.com/net/yaroze/pages/scartier.html 


PPTMDView - TMD/RSD viewer for Mac 
http://www.scea.sony.com/net/yaroze/pages/ftp/wlee/PPTMDView_0.21.sit.hqx 


Font Library - fonts and special effects 
http://comradery.com/erico/cool/yaroze/fontdemo/fontdemo. zip 


GsBG Library - lets you do tiled backgrounds 
http://www.scea.sony.com/net/yaroze/pages/ftp/eolaughlen/bgdemo. zip 
3) Where is there some useful technical info? 

**SCEE member sites: 


Scott Evans' Technical Notes 
http://www.netyaroze-europe.com/~sevans/tech.htm) 
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Some intro demos and tidbits: dynamic TMDs, lines, sprites, gradients, split 
screen (Robert Swan, Downloads section) 
http://www.netyaroze-europe.com/~middex2/ 


Various technical info 
http://www.netyaroze-europe.com/~mrfrosty/yze_resource/rce_index.html 


Using DevStudio with GCC 
http: //www.netyaroze-europe.com/~steved/using_gcc_makefiles_in_ds-htm 


General matrix and MIPS info, graphics links 
http://www.netyaroze-europe.com/~javier/index.html 


Shiny Toruses 
http://www.netyaroze-europe.com/~SiglLL/projects/second/howto.htm 


3D Studio file format 
http://www.netyaroze-europe.com/~Sig1lLL/3ds/3ds.html 


Motion Capture 
http://www.netyaroze-europe.com/~Sig1lLL/motion.html 


TMD file format 
http://www.netyaroze-europe.com/~SiglLL/tmd/tmdform. html 


Exception Handling 
http://www.netyaroze-europe.com/~SiglLL/ftp/source/EXCEP. ZIP 


Macintosh help 
http://www.netyaroze-europe.com/~daryl/ 


C++ for Yaroze 
http://www.netyaroze-europe.com/~c_graham/cplus.html 


**SCEA member sites: 


NM. EXE 

ClearImage () 

Multiple CLUTs 

Misc Tricks 

Fixed Point 
http://www.scea.sony.com/net/yaroze/pages/scartier.html 


Using the Yaroze with C++ 
http://www.scea.sony.com/net/yaroze/pages/cblackwell2.html 


C++ class examples 
http://www.scea.sony.com/net/yaroze/pages/cblackwell4.html 


Some programming tips 
http: //www.scea.sony.com/net/yaroze/pages/cblackwel13.html 


Some answered FAQs 
http: //www.scea.sony.com/net/yaroze/pages/hchen.html 


VSynce() Diagram 
http://www.scea.sony.com/net/yaroze/pages/wlee5.html 


Tidbit on speeding up DOS SIOCONS programs 
http://www.scea.sony.com/net/yaroze/pages/dminsterman.html 


Macintosh resources 
http://www.scea.sony.com/net/yaroze/pages/nporcino.html 


Some info on SSUtKeyOn () 
http://www.total.net/~nsantos/downloads/sfx.zip 


Docs describing api 
http://www.total.net/~nsantos/downloads/yardoc.zip 


4) Where are some other interesting sites? 


Net Yaroze newsgroups message dump.txt Page 10867 
Personal profiles of participating Yaroze members 
http://www.netyaroze-europe.com/~madmac/ 


Yaroze Game Reviews 
http://www.netyaroze-europe.com/~mrfrosty/yze_resource/rce_index.html 


Net Yaroze Times 
http://www.geocities.com/TimesSquare/Alley/2200/ 


Club Yaroze 
http://www.clubyarouze.com/cyarchive/ 


Underground Yaroze (no longer updated) 
http://www.pacificcoast.net/~titan/ 


5) Are there any chat sessions going on? 


Yaroze Chat in Auditorium on SCEA web page (every Saturday 9:00pm EST) 
http://www.scea.sony.com/net/yaroze/aud.html 


James Rutherford's chat page (schedule posted) 
http: //www.netyaroze-europe.com/~mrfrosty/chat/index-.html 


ICQ Chat Group 

http://groups.icq.com/group.asp?no=17896 

6) What yaroze contests are there? Who can participate? 
UK Game Developer ¿98 -- SCEE Yaroze only 


(http: //www.gduk.co.uk/html/first.html1) 


) Is there any way to read from a CD other than the Yaroze boot disk, and is 
it allowed? 


) Can I run yaroze programs on a regular playstation? Do I still need to 
download? 


) What are some cool 2D special effects? 


) What are some cool 3D special effects? 


) How do I get PAL games from SCEE to work in NTSC? 


) What is ARG and Pro Action Replay? 


) How much is Pro Action Replay, and where do I get it? 


—-MESSAGE FILE 16067 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000072 


—-MESSAGE FILE 16068 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000073 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: New Yaroze Dev FAQ 

Date: Mon, 29 Jun 1998 15:58:58 -0700 

Organization: Cisco Systems 

Lines: 113 

Message-ID: <35981C32.AC9F87F4@jps.net> 

References: <6n71cl1$4at1l@scea> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-246.cisco.com 


Net Yaroze newsgroups message dump.txt Page 10868 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Sections cut to save space. 


Jamin Frederick wrote: 
[ewe] 
> Yaroze Dev FAQ 0.5 
> 
> DEFINITIONS 
> — II i a տա 
[eve | 
> CLUT - color look-up table (4-bit or 8-bit) 


Change to: 
CLUT - Color Look-Up Table. A color map for 4-bit and 8-bit 
sprites. 
Pris 
> main memory - memory used for normal program storage and operation; also the 


> initial place for all incoming code and data when a yaroze project is 
> downloaded 


Add: 
Each Playstation contains 2 MB of main memory, of which about 512 KB 


is used by the operating system (0x80000000-0Ox8008ffff) leaving 
approximately 1.4 MB for use. 


> model - the information making up the 3D representation of a game object; it 

> includes orientation of the primitives making up the object and their coloring 
> attributes 

Probably should be changed to "3D model". 

You should also add in entries for all the file format types. 

<FILE FORMATS> 

TIM = image file 


RSD intermediate model file 
TMD = playstation format model(s) file 


V V V V V 


You should probably make this into a heirarchy. e.g. 


FILE FORMATS 
Graphics: 
RSD - intermediate model file 
TIM - bitmap image file 
TMD - Playstation format model(s) file 
Sound: 
DEF — instrument definition file 
SEQ - Playstation music sequence file. Usually 
generated by SMF2SEQ. 


VAB - soundwave data file containing VAGs and a DEF 

VAG - individual soundwave data file. Generated by 
AIFF2VAG or WAV2VAG. 

VB - soundwave data file generated by splitting a 
VAB 

VH - soundwave data file generated by splitting a 
VAB 

Utilities: 


SIO - common SIOCONS batch file extension 


Pris] 
> IMAGES 


> 1) Where do my images have to be aligned in video memory? 


Net Yaroze newsgroups message dump.txt Page 
They should be aligned on 16-byte boundaries. Try to ensure that your 
TIM stays within one of the 32 designated texture pages. 


> 3) Can I have more than one image on a given texture page? Can I arrange 
> several images next to each other within the texture page? 


Yes, as long as you abide by #1. 
> 6) How do you set up transparency for a sprite / texture? 


Ensure that when you converted your bitmap to TIM format that you have 
enabled the transparency bit. This can be done by putting a checkmark in 
the 

appropriate boxes in TimUtil. Then, when setting up your GSSPRITE 
structure, 

make sure the transparency attribute is set correctly. 


8) What do the different translucency settings mean? 


50% back + 50% polygon 

100% back + 100% polygon 
100% back - 100% polygon 
100% back + 25% polygon 


V V V V V V 


This is additive transparency which manipulates the RGB values per pixel 
based on the new image's RGB values. For example, if you use the 

"50% back + 50% polygon", then for each pixel in the display buffer (where 
the new image is being placed) the old pixel's RGB values are reduced by 
50% intensity and are added to 50% of the intensitiy of the new image. 


Esaa 
> **SCEA member sites: 
Please add: 


DMS (S3M module player for Yaroze) 
http://www.scea.sony.com/net/yaroze/pages/elee2.html 


Mata ne, Տանս Հն 

- e! PREA tenchi@shell.jps.net TEs 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) pi http://www. jps.net/tenchi 


vids tid 


10869 


——MESSAGE FILE 16068 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000073 


——MESSAGE FILE 16069 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000074 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.announce 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 00:56:43 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35983791.87283832@news.scea.sony.com> 
References: <6n71lcl$4atl@scea> <35981C32.AC9F87F4@jps.net> 
NNTP-Posting-Host: client-151-198-130-141.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


> Utilities: 
> SIO - common SIOCONS batch file extension 


Am I mistaken, or is .SIO a common PsComUtil batch file extension? 


-Matt 


——MESSAGE FILE 16069 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000074 


——MESSAGE FILE 16070 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000075 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 17:48:09 -0700 

Organization: Cisco Systems 

Lines: 18 

Message-ID: <35998749.BD6EF3D9@jps.net> 

References: <6n71clS$4atl@scea> <35981C32.AC9F87F4@jps.net> <35983791.87283832@news.s 
cea.sony.com> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I've seen both. SIO can also be used by CodeWarrior---please correct 
me if wrong. 


Matthew Hulett wrote: 


> 

>> Utilities: 

> > SIO - common SIOCONS batch file extension 

> 

> Am I mistaken, or is .SIO a common PsComUtil batch file extension? 

> 

> -Matt 

Mata ne, ens ene 

- e! sa: tenchi@shell.jps.net meee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) eee http://www. jps.net/tenchi 


——MESSAGE FILE 16070 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000075 


—--MESSAGE FILE 16071 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000076 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS*.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Game / Demo Competition.... 

Date: Sat, 4 Jul 1998 09:53:34 -0500 

Organization: SCEA News Server 

Lines: 13 
Message-ID: <6nl1f6k$6102@scea> 

NNTP-Posting-Host: d104.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:76 scea.yaroze.freetalk:797 scee. 
yaroze.beginners:389 scee.yaroze.freetalk.english:1350 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 
Regards, 


Jeff (aka Zark Wizard) / Nemesis 


——MESSAGE FILE 16071 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000076 


—--MESSAGE FILE 16072 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000077 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 
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—-MESSAGE FILE 1708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000411 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collision Detection Shortcut Update 

Date: 27 Feb 1998 00:51:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <slrn6éfc3pn.q20.toby@ns.forefront.com.au> 

References: <6caa8e$5bj12@scea> <34F3BA79.6168@bc.sympatico.ca> <34F55175.2793@mdx.a 
c.uk> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Thu, 26 Feb 1998 11:26:45 +0000, Robert Swan <rsl08@mdx.ac.uk> wrote: 
>Some comments about collision detection, now that I'm implementing it 
>into a game, but first I'll describe my game (ROTATE.ZIP from my 
>website) to show you the 

>context, and I'm hoping someone can come up with something faster. 

> 

>In my game an enemy ship is stored as a (world_x,world_y) coordinate and 
>as an 

>angle depicting it's orientation (rotation). What I need to do is to 
>determine 

>whether the ship should turn clockwise or anti-clockwise in order to 
>turn towards the player's ship. 


here's another suggestion: 
Given ship at (x,y), a direction theta, and a target at (x2,y2) 


calculate the cross product of the vector formed by theta with the 
vector to the target: 


Ax = sin(theta) 

Ay = cos (theta) -- lookup tables 
Bx = x2-x 

By = y2-y 


C = Ax.By - AyBx 

then: 

C = mag (A) .mag (B) .sin(aplha) 

because A is a unit vector, we can drop it from the equation, giving: 

C = mag (A) .sin (aplha) 

mag (A) is just the distance to the target. 

from this, you can get the angle between the two vectors, at the cost of a 
square root and an inverse sine. տւո՞-1 can be computed as a lookup table, 
and there is a very fast algorithm for integer square roots, which a web search 
will no doubt drag up. 

there are, as you've pointed out, varoius approximations to the magnitude 
function, and you don't need to do it anyway; all you need to know is the 
sign of C, and a function related to the magnitude of C which determines the 


rate of turn. 


because sin(theta) ==sin(pi-theta), you can't tell whether the target is behind 
or in front of you. 


To determine whether the target is behind or in front of you, compute the 
dot product of the two vectors: 


D = AxBx + AyBy 
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Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 10:42:09 -0700 

Organization: Cisco Systems 

Lines: 48 
Message-ID: <35A10C71.E193D187@jps.net> 

References: <6nl1f6k$6102@scea> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:77 scea.yaroze.freetalk:798 scee. 
yaroze.beginners:390 scee.yaroze.freetalk.english:1356 


Cool. Some notes: 


— some kind of disclaimer statiting that this is not an 
officialed contest from the SCE[A|E|I]. 


— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 

- have an NTSC mode if it originates from a PAL system. 

- have a title screen or ending credits text 
listing at least one contact address (e-mail) 

- adhere to the Yaroze membership guidelines 
(i.e. no profanity, racism, sexist comments, 
nudity etc.); basic courtesy to other members 
worldwide. 


- copyright disclaimer stating that Yaroze and the Playstation 
are Sony stuff and that the programs entered in this compo 
are copyright their respectful authors. Also, that entries 


are being run at the risk of the members' machines---e.g. 
no one will be responsible for damage to their equipment 
due to bad refresh rates. Of course, there would be a penalty 


if someone enters a virus or something. 


Jeff Lawton wrote: 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 


Regards, 


VVVVVVVVVV VV 


Jeff (aka Zark Wizard) / Nemesis 


Mata ne, Bie er 

- Թ) sinc tenchi@shell.jps.net meee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ale http://www. jps.net/tenchi 


—-MESSAGE FILE 16072 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000077 


—--MESSAGE FILE 16073 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000078 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <david.white@cubic.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 10872 


Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 11:08:46 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35A112AE.446B@cubic.com> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 
NNTP-Posting-Host: onyxl.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:78 scea.yaroze.freetalk:799 scee. 
yaroze.beginners:391 scee.yaroze.freetalk.english:1357 


Elliott Lee wrote: 
> 


Cool. Some notes: 
— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 


VVVVVVVVV 


That would lock out all Macintosh developers! 


David 
——MESSAGE FILE 16073 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000078 


—-MESSAGE FILE 16074 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000079 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 16:26:45 -0700 

Organization: Cisco Systems 

Lines: 26 
Message-ID: <35A15D35.E5068B36@jps.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:79 scea.yaroze.freetalk:800 scee. 
yaroze.beginners:394 scee.yaroze.freetalk.english:1359 


David White wrote: 
> Elliott Lee wrote: 


> > Cool. Some notes: 

>> — requirements for entries. something like: 

>> All games and demos must: 

>> - be executables that can be loaded with the 
>> provided Yaroze utilities (e.g. SIOCONS). It 
>> doesn't matter what you used to create it, but 
>> it must be run-able for all. 

> 

> That would lock out all Macintosh developers! 

> 

> David 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 

be sharable with other people. For instance, you shouldn't develop 

something that streams data from your PC/Mac via a tool like an AR. 

What is the highest common denominator we have? 
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Mata ne, ... «2-2 

- e! sont tenchi@shell.jps.net nong 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) :: http://www. jps.net/tenchi 


——MESSAGE FILE 16074 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000079 


——MESSAGE FILE 16075 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000080 

Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 07 Jul 1998 22:49:56 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <skennedy-0707982249560001@pro1-147.barrie.connex.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
<35A15D35.E5068B36@jps.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:80 scea.yaroze.freetalk:806 scee. 

yaroze.beginners:395 scee.yaroze.freetalk.english:1369 


In article <35A15D35.E5068B36@jps.net>, tenchi@jps.net wrote: 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 

be sharable with other people. For instance, you shouldn't develop 

something that streams data from your PC/Mac via a tool like an AR. 

What is the highest common denominator we have? 


> David White wrote: 

> > Elliott Lee wrote: 

> > > Cool. Some notes: 

>>> — requirements for entries. something like: 

>>> All games and demos must: 

>>> - be executables that can be loaded with the 
>>> provided Yaroze utilities (e.g. SIOCONS). It 
>>> doesn't matter what you used to create it, but 
>>> it must be run-able for all. 

> > That would lock out all Macintosh developers! 

> > David 

> 

> 

> 

> 

> 

> 


Yes, that is a good point, But I have also been dev'ing PSX apps and using 
SIOCONS {USING SOFTPC... ;) } to DL and test the code. This really does 
well for those who want good speed. 


It does mean that if you are a Mac Developer {I am, I also do WIN32 025 
and GB..} that you do need the requirement of using a Power Macintosh. 

I found out {Much to the annoyance of J. Sumner @ Metrowerks...} that to 
do any "REAL" work on Yaroze, I needed a powermac. I finally got one. 

Hi Joel... :) 


FYI, I also got the GCC under MkLinux {Powermac} to host yaroze technology. 
Trouble is, I need to build a SIOCONS for MkLinux.. 

Anybody at Sony got the source??? All I need is the Binary Downloader.. BLOAD 
component. 

—-MESSAGE FILE 16075 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000080 


——MESSAGE FILE 16076 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000081 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 7 Jul 1998 21:50:26 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <6numah$7mk7@scea> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: d1l01.bisnet.net 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:81 scea.yaroze.freetalk:807 scee. 
yaroze.beginners:396 scee.yaroze.freetalk.english:1370 


Great point... 1:11 add exectly that to the site. 
Regards, 
Zark / Nemesis 


http://yaroze-world.org 


——MESSAGE FILE 16076 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000081 


—-MESSAGE FILE 16077 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000082 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Thu, 09 Jul 1998 14:55:48 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35A51234.B26BE66C@mail.datasys.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:82 scea.yaroze.freetalk:821 scee. 
yaroze.beginners:399 scee.yaroze.freetalk.english:1381 


David White wrote: 


> 

> Elliott Lee wrote: 

>> 

> > Cool. Some notes: 

>> 

>> — requirements for entries. something like: 

>> 

>> All games and demos must: 

>> - be executables that can be loaded with the 
>> provided Yaroze utilities (e.g. SIOCONS). It 
> > doesn't matter what you used to create it, but 
>> it must be run-able for all. 

> 

> That would lock out all Macintosh developers! 


As long as you run your PSE file through the PlayStation postlinker 
and turn it inso the PS-X format (extension PXE), then it loads fine 
in SIOCONS. This is what I've been doing. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

--MESSAGE FILE 16077 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000082 


——MESSAGE FILE 16078 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000083 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 
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Newsgroups: scea.yaroze.announce, scea.yaroze.freetak,scee.yaroze.freetalk.english 
Subject: Compiling Utilites List 

Date: Sat, 11 Jul 1998 08:52:27 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35a726c2.53921695@news.scea.sony.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.announce:83 scee.yaroze.freetalk.english:1 
391 


Hello fellow yaroze members! Well I am trying to do something useful 
and though af a great Idea I think we should have a list of all the 
utilities that members have made. So if you have a useful program for 
the Net Yaroze E-Mail me at dajudge@home.com and let me know where I 
can get the utility and what it is used for so I can catagorize it! 
Thanks for your help 
Michael Klucher 
—-MESSAGE FILE 16078 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000083 


--MESSAGE FILE 16079 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000084 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: ECTS 98 

Date: Tue, 28 Jul 1998 21:24:13 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <35be4133.21907636@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.452 


September 6th marks the beginning of ECTS 98, Europezgs premier 
interactive entertainment exposition, and Net Yaroze will be there. In 
the spirit of cooperation that is the hallmark of the Net Yaroze 
project, our counterparts in Europe have agreed to allow North 
American members to submit games to be included on a Net Yaroze demo 
disk. This is a great opportunity for you to get your work shown to 
thousands of ECTS attendees, including journalists, game industry 
representatives and other Net Yaroze members around the world. If 
you've got something that you would like to have considered for 
inclusion on the CD please post it on the web site and contact me 
ASAP. We will make our selection from all submissions received by 
Friday August 7th. 


Mario 
For more information on ECTS 98 visit http://www.ects.com 


—-MESSAGE FILE 16079 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000084 


—-MESSAGE FILE 16080 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000085 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: ECTS Uploads 

Date: Tue, 18 Aug 1998 19:01:32 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <35d9ceb4.22543025@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 
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This message is to notify all members who submitted files for ECTS 
that these files have been released. You may now create links to them 
from your web page if you wish. 


Mario 
--MESSAGE FILE 16080 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000085 


—-MESSAGE FILE 16081 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000086 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: ECTS Uploads 

Date: Tue, 18 Aug 1998 15:26:33 -0700 

Organization: Cisco Systems 

Lines: 16 

Message-ID: <35D9FF99.18083B3D@jps.net> 

References: <35d9ceb4.22543025@205.149.189.29> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Is there a web page on SCEA listing all these files? 


Mario Perdue wrote: 


> 

> This message is to notify all members who submitted files for ECTS 

> that these files have been released. You may now create links to them 

> from your web page if you wish. 

> 

> Mario 

Mata ne, usa Հոն 

- e! ՀԵՏԵ tenchi@shell.jps.net Lee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Է http://www. jps.net/tenchi 


—-MESSAGE FILE 16081 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000086 


—--MESSAGE FILE 16082 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000087 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: ECTS Uploads 

Date: Tue, 18 Aug 1998 23:14:03 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <35da0a89.37861643@205.149.189.29> 

References: <35d9ceb4.22543025@205.149.189.29> <35D9FF99.18083B3D@jps.net> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


No, but with luck, the individuals who submitted files will post 
announcements here. 


Mario 


On Tue, 18 Aug 1998 15:26:33 -0700, Elliott Lee <tenchi@jps.net> 
wrote: 


>Is there a web page on SCEA listing all these files? 
> 

>Mario Perdue wrote: 

>> 
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>> This message is to notify all members who submitted files for ECTS 

>> that these files have been released. You may now create links to them 
>> from your web page if you wish. 

>> 

>> Mario 


-—-MESSAGE FILE 16082 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000087 


—--MESSAGE FILE 16083 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000088 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.announce 

Subject: I'm back!!! 

Date: 21 Aug 1998 06:14:59 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <Olbdcce4$dbf02480Sd99dcdcd@nsantos> 
NNTP-Posting-Host: ppp-annex-0163.tor.accent.net 

X-Newsreader: Microsoft Internet News 4.70.1160 


Hello all, 


It has been a while since I have been in the Yaroze scene, but now I'm 
back! Our projects are again under way, so feel free to visit our web site 
to stay up-to-date. 


www.total.net/~nsantos 
Glad to be back! 
Nelson 


——MESSAGE FILE 16083 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000088 


—-MESSAGE FILE 16084 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000089 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 09:07:59 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: d122.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:89 scea.yaroze.beginners:253 scea 
.yaroze.freetalk:874 scee.yaroze.freetalk.english:1875 


I would like to propose that we move our chat sessions to 


http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
room would allow the SCEE members to join the chat sessions, although it 
would be rather late.. I have no idea how many coders sleep. (Me not being 


one of them) 


I also think that this is a better chat room.. Once you set it to Float. 
Let me know what you guys think. 


BTW the chat room was originally set up by Mr Frosty, I just thought I would 
open it to all, considering that there are quite a few SCEA guys that don't 
have access to the SCEE server. 


Regards, 


Jeff Lawton (aka Zark Wizard) / Nemesis 


—-MESSAGE FILE 16084 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000089 
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——MESSAGE FILE 16085 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000090 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce 

Subject: Our latest game... 

Date: Fri, 21 Aug 1998 15:00:12 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <6rkj5rS$lqh2@scea> 

NNTP-Posting-Host: d1l06.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just letting you guys know that you can grab the latest version of our game 
from: 


http://yaroze-world.org/html/ps_exe_s.html 
Regards, 
Jeff (aka Zark Wizard) / Nemesis 


Great to see that you are finally back with us Nelson! 


—-MESSAGE FILE 16085 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000090 


—-MESSAGE FILE 16086 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000091 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 16:14:40 -0400 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <35DDD530.3E070299@bigfoot.com> 

References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: 88.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:91 scea.yaroze.beginners:254 scea 
.yaroze.freetalk:876 scee.yaroze.freetalk.english:1889 


Jeff Lawton wrote: 


> 

> I would like to propose that we move our chat sessions to 

> 

> http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
> room would allow the SCEE members to join the chat sessions, although it 

> would be rather late.. I have no idea how many coders sleep. (Me not being 
> 


one of them) 


Cool. I'll check it out tonight. I haven't attended any saturday night 
yaroze chat yet, mainly because by the time I remember, it's 11:00pm! 


> BTW the chat room was originally set up by Mr Frosty, I just thought I would 
> open it to all, considering that there are quite a few SCEA guys that don't 
> have access to the SCEE server. 


Heh. Yeah. 
——MESSAGE FILE 16086 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000091 


——MESSAGE FILE 16087 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000092 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 


Net Yaroze newsgroups message dump.txt Page 10879 


oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 22 Aug 1998 20:03:04 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <35df239e.1564110@205.149.189.29> 
References: <6rjulg$lgqhl@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:92 scea.yaroze.beginners:255 scea 
-yaroze.freetalk:881 scee.yaroze.freetalk.english:1895 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I would like to propose that we move our chat sessions to 


> 
>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 
>one of them) 

> 

>I also think that this is a better chat room.. Once you set it to Float. 
>Let me know what you guys think. 

> 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>open it to all, considering that there are quite a few SCEA guys that don't 
>have access to the SCEE server. 

> 

>Regards, 

> 

>Jeff Lawton (aka Zark Wizard) / Nemesis 

> 


——MESSAGE FILE 16087 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000092 


—-MESSAGE FILE 16088 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000093 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.announce 
Subject: New upload: "Haunted Maze" (ECTS'98 upload) 
Date: Sun, 23 Aug 1998 12:19:09 -0500 

Organization: Ed Federmeyer 

Lines: 21 

Message-ID: <6rpinmSlqh8@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've just uploaded my latest game: "Haunted Maze". The ECTS'98 demo disc 
was what prompted me to pull this one together, after many months of other 
(non-Yaroze) projects. 


It's a 3D 3rd person game where you move your guy around a maze collecting 
goodies and avoiding zombie-like monsters to open the exit and get to the 
next level. 


Check it out from my web page: 
http://wwl.scea.sony.com/net/yaroze/pages/efedermeyer.html 


It is a little over 1.0Mb, but you get alot for that download time! It 
includes all the source, including my personal Yaroze quick-prototyping 
library, all the graphical and sound data in their original form, plus the 
entire tree is pre-built, with the "release" subdirectory containing just 


Net Yaroze 
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what you need to download to your Yaroze and play the game. 


I hope you 


like it! 


Ed Federmeyer 


--MESSAGE FILE 16088 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000093 


——MESSAGE FILE 16089 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000094 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 


Newsgroups: 


scea.yaroze.announce 


Subject: Re: New upload: "Haunted Maze" (ECTS'98 upload) 


Date: Tue, 


25 Aug 1998 02:05:02 -0700 


Organization: SCEA News Server 


Lines: 34 
Message-ID: 
References: 


<35E27E3E.272C94E3@shell.jps.net> 
<6rpinm$1qh8@scea> 


NNTP-Posting-Host: svalliap-isdnl.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Hey. That' 


s pretty cool. I played it to like level 10 before I had 


to take a break. The music you picked just makes me plain nervous. 
:P The baddies move pretty quick.... 


զ Federmeyer wrote: 


I've just uploaded my latest game: "Haunted Maze". The ECTS'98 demo disc 
was what prompted me to pull this one together, after many months of other 
(non-Yaroze) projects. 


It's a 3D 3rd person game where you move your guy around a maze collecting 
goodies and avoiding zombie-like monsters to open the exit and get to the 
next level. 


Check it out from my web page: 
http://wwl.scea.sony.com/net/yaroze/pages/efedermeyer.html 


It is a little over 1.0Mb, but you get alot for that download time! It 
includes all the source, including my personal Yaroze quick-prototyping 
library, all the graphical and sound data in their original form, plus the 
entire tree is pre-built, with the "release" subdirectory containing just 
what you need to download to your Yaroze and play the game. 


I hope you like it! 
Ed Federmeyer 


VVVVVVVVVVVV VV VV VV ՊԿ Էյ 


Mata ne, ԲԵՐ Հար 
- e! ne tenchi@shell.jps.net nega 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) fate http://www. jps.net/tenchi 


——MESSAGE FILE 16089 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000094 


—-MESSAGE FILE 16090 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000095 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <support@accelerationsw.com> 


Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 


oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 14:28:58 +0000 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <35E8102A.B8746DB2@accelerationsw.com> 

References: <6rjulg$lqhl@scea> <35df£239e.1564110@205.149.189.29> 
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if the sign of the dot product is negative, the target is behind you. 


the dot product is also equal to mag(A)mag(B)cos(alpha), which might be handy, 
but probably won't be. 


Toby. 
-—-MESSAGE FILE 1708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00411 


—-MESSAGE FILE 1709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000412 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: 27 Feb 1998 10:01:47 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d62ubSgstl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Toby, 
Ah, but with Netscape we have but the News and HTTP servers 
closely integrated (common password files for example). 


There must be a Netscape solution, its just the time taken to 
findi RE 


Paul 


How hard would it be to switch to Apache..?!? 
Toby. 


—-MESSAGE FILE 1709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00412 


—-MESSAGE FILE 1710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000413 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Perhaps a good idea? 

Date: Fri, 27 Feb 1998 11:20:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6d679aSg2d4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


How about SONY setting up an IRC system for all Net Yaroze members around 
the world to chat live with each other and maybe help each other out. This 
would be quicker than the new server for small questions that other members 
would probably know the answer to. 


Anyone else think this is a good idea? 


JohnT 
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NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:95 scea.yaroze.beginners:263 scea 
-yaroze.freetalk:894 scee.yaroze.freetalk.english:2004 


Plus, having a new area will just confuse people and make less SCEA 
people show up (and few enough show up as it is). We should stick to 
the auditorium because it has been done that way always (both these 
reasons are why we never moved it to a real IRC chat room, which is much 
more user friendly than the auditorium). 


Mario Perdue wrote: 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I would like to propose that we move our chat sessions to 


> 

>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 
>one of them) 

> 

>I also think that this is a better chat room.. Once you set it to Float. 
>Let me know what you guys think. 

> 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>open it to all, considering that there are quite a few SCEA guys that don't 
>have access to the SCEE server. 

> 

>Regards, 

> 

>Jeff Lawton (aka Zark Wizard) / Nemesis 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV M: 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
——MESSAGE FILE 16090 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000095 


—-MESSAGE FILE 16091 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000096 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 23:11:01 GMT 

Organization: L4 Software 

Lines: 46 

Message-ID: <35e88a2c.13761044@205.149.189.29> 

References: <6rjulgSlghl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.452 
Xref: chuka.playstation.co.uk scea.yaroze.announce:96 scea.yaroze.beginners:264 scea 
.yaroze.freetalk:895 scee.yaroze.freetalk.english:2007 


Also, we should have a new version of the Auditorium running soon 
(Peter is working on it) which will give us new options for chatting. 


Stay tuned, 


Mario 


On Sat, 29 Aug 1998 14:28:58 +0000, Joshua Meeds 
<support@accelerationsw.com> wrote: 


>Plus, having a new area will just confuse people and make less SCEA 
>people show up (and few enough show up as it is). We should stick to 
>the auditorium because it has been done that way always (both these 
>reasons are why we never moved it to a real IRC chat room, which is much 
>more user friendly than the auditorium). 

> 

>Mario Perdue wrote: 

>> 

>> The problem with having the chat in a public area is you would have to 
>> restrict your discussions. 


>> 

>> Mario 

>> 

>> On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 

>> <jlawton@jadetech*NOSPAMERS*.com> wrote: 

>> 

>> >I would like to propose that we move our chat sessions to 

>> > 

>> >http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>> >room would allow the SCEE members to join the chat sessions, although it 

>> >would be rather late.. I have no idea how many coders sleep. (Me not being 
>> >one of them) 

>> > 

>> >I also think that this is a better chat room.. Once you set it to Float. 

>> >Let me know what you guys think. 

>> > 


>> >BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>> >open it to all, considering that there are quite a few SCEA guys that don't 
>> >have access to the SCEE server. 

>> > 

>> >Regards, 

>> > 

>> >Jeff Lawton (aka Zark Wizard) / Nemesis 

>> > 


--MESSAGE FILE 16091 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000096 


—-MESSAGE FILE 16092 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000097 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: George Bain's tutorials 

Date: Thu, 10 Sep 1998 02:38:39 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <35f£73b1c.47263702@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


For those of you who still do not have access to the SCEE web site, 
George Bain's 2D tutorials are now available on the SCEA site. Go to 
http: //www.scea.cony.com/net/yaroze/demos/scee and check them out. 


Mario 
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—-MESSAGE FILE 16092 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000097 


—-MESSAGE FILE 16093 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000098 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: George Bain's 2D tutorials (really) 

Date: Thu, 10 Sep 1998 02:41:05 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <35f83bf5.47481235@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


X-Newsreader: Forte Agent 1.5/32.452 


u 


Oooops! Try this link instead: 


http://www.scea.sony.com/net/yaroze/demos/scee 


Mario 
——MESSAGE FILE 16093 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000098 


——MESSAGE FILE 16094 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000099 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 07:52:06 -0400 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: 255.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:99 scea.yaroze.beginners:271 scea 
-yaroze.freetalk:930 scee.yaroze.freetalk.english:2323 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 

Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 


NO OO —] OY OQ! i Q N P 
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10) Your first yaroze program 
11) An explanation of VRAM 
12) Working with VRAM 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


'Darco 
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--MESSAGE FILE 16094 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000099 


——MESSAGE FILE 16095 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000100 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 
Newsgroups: scea.yaroze.announce, scee.yaroze.announce 
Subject: PAL Eater v1.0 

Date: Wed, 16 Sep 1998 16:18:18 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <36002B1A. 5B84E6F1@mw. 3com.com> 
NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Xref: chuka.playstation.co.uk scea.yaroze.announce:100 scee.yaroze.announce:156 


Hey all you SCEA members, don't you wish you could see what our 

SCEE friends are up to, but that really great game or demo only comes 
as an executable without source, and you don't have a TV that supports 
the PAL format? Well, give "PAL Eater v1.0" a try... It's a DOS 
program that takes a PAL-only Net Yaroze executable and converts 

it to an NTSC Net Yaroze executable! 


You can get it from my web page: 
http: //www.scea.sony.com/net/yaroze/pages/efedermeyer.html 


Source and documentation is included if you are curious about how 
this program works. I should mention that since I don't have the 
official specs on all the file formats and compiler outputs, I can't 
guarantee it will work on ALL programs, but it did work on all of 
the dozen or so I tried it on. If you find a program it fails to 
convert, let me know and I'll try to fix it. 


I don't have a Mac, otherwise I would have provided a Mac 

version as well. If anyone wants to port it, that'd be great. I only 
had to make a few changes (ulong/ushort already defined, O_BINARY 
wasn't defined) to make it compile on a Sun, so a Linux port 

should be easy as well, for anyone who wants to support that 

platform. 


Have fun with all the new games and demos this opens up to you! 
Ed Federmeyer 


—-MESSAGE FILE 16095 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000100 
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——MESSAGE FILE 16096 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000101 
Path: chuka.playstation.co.uk!scea!prol1-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Wed, 16 Sep 1998 23:36:16 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 72 

Message-ID: <skennedy-1609982336170001@prol1-145.barrie.connex.net> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:101 scea.yaroze.beginners:278 sce 
a.yaroze.freetalk:938 scee.yaroze.freetalk.english:2349 


Darco Wrote: 
I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


Ւ" = = (O OO —] OA Q1 i Q) N = 
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Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


'Darco 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 
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Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 
Email me at kennedy@moe.acad.humberc.on.ca I'd like to try this. 


-sean 
——MESSAGE FILE 16096 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000101 


——MESSAGE FILE 16097 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000102 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 04:05:12 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36008975.34692581@news.scea.sony.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: client-—151-198-130-80.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.announce:102 scea.yaroze.beginners:279 sce 
a.yaroze.freetalk:939 scee.yaroze.freetalk.english:2352 


Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 
good deal of time working with sample code to get up to speed. 


Just some ideas... 
-Matt 


——MESSAGE FILE 16097 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000102 


——MESSAGE FILE 16098 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000103 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 20:49:04 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3601AE00.5COEO5CO@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy-1609982336170001@pro1-145.barr 
ie.connex.net> 

NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: Sean Kennedy <skennedy@bconnex.net> 

Xref: chuka.playstation.co.uk scea.yaroze.announce:103 scea.yaroze.beginners:280 sce 
a.yaroze.freetalk:950 scee.yaroze.freetalk.english:2369 
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Sean Kennedy wrote: 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VVVVVVVVVVVVV VV 


*Darco reads and re-reads the above text with a look of bewilderment օո 
his face* 


"Darco 
——MESSAGE FILE 16098 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000103 


--MESSAGE FILE 16099 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000104 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 21:01:04 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <3601BO0D0.6FE514C5@bigfoot .com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <36008975.34692581@news.scea.sony.com> 
NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:104 scea.yaroze.beginners:282 sce 
a.yaroze.freetalk:951 scee.yaroze.freetalk.english:2371 


Matthew Hulett wrote: 

> 

Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


> 
> 
> 
> 


Ahh... Ok, that's cool. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 
good deal of time working with sample code to get up to speed. 


VVVVVVVV 


Not sure about teaming up with someone. I'll write a few tutorials and 
see how everything works out...Who knows what this could turn into in 
time? A cooperative effort might be possible in the future. 


I'll be starting work on the tutorial this weekend, simply because I 
don't have any time to do it during the week. (Gadda keep my grades up 
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for DigiPen, now don't I?) I'll be releasing it in sections... As I 
finish a lesson I'll post it on my web space. 


Thanks everyone for the input. I'll try to make the actual tutorial live 
up to your hopes. I already have a motif setup, and this weekend the 
real drafting begins. After I get the first lesson up, I'll try to post 
a new lesson or two every week until most everything is covered. (Or 
until I get too tired to keep it up) This will be a learning experience 
for me as well, as this will force me to cover and research nearly all 
aspects of the PlayStation. So... Here we go. 


"Darco 
—-MESSAGE FILE 16099 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000104 


—-MESSAGE FILE 16100 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000105 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: A bit late, but new version of Mac TMD viewer available 

Date: Mon, 05 Oct 1998 23:21:44 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <wal-ya02408000R0510982321440001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-68.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.announce:105 scea.yaroze.problems.mac: 84 


I finally uploaded the most recent version of my Mac RSD/TMD viewer. Take a 
look... let me know what you think! It's available on my web page (address 
below). I haven't been spending much (any) time doing any Yaroze-related 
coding lately (got a new job), but I hope to get back into it soon... 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 
——MESSAGE FILE 16100 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000105 


—-MESSAGE FILE 16101 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000106 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.announce 

Subject: Game discussion 

Date: Sat, 24 Oct 1998 02:29:07 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <70rri9$Sdnql13@scea> 

NNTP-Posting-Host: sud-tcsl-port35.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello all.. 


As you might have read there are a few SCEA members that are currently 
working on a group project in the forma of a 2D scrolling adventure. If 
you are interested in getting in on some of our games design discussions 
join us on Saturday nights at 9:00PM est in the Sony PalaceChat accessed off 
the main Yaroze page. 


Hope to see ya there. 


Steve Tolin 
titan@vianet.on.ca 


Project: S.E.D.E 
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—-MESSAGE FILE 16101 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000106 


—-MESSAGE FILE 16102 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000107 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Game discussion 

Date: Sat, 24 Oct 1998 14:38:32 -0700 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <363248D8.4D618513@sinclair.net> 

References: <70rri9$dnq13@scea> 

NNTP-Posting-Host: mdm045.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; I) 


I'm missing something... what Palace Chat? I don't see any link for 
that from the main Yaroze Page. 


— Joshua Meeds 
Dreamwriter 


Steve Tolin wrote: 

Hello all.. 

As you might have read there are a few SCEA members that are currently 
working on a group project in the forma of a 2D scrolling adventure. T£ 
you are interested in getting in on some of our games design discussions 
join us on Saturday nights at 9:00PM est in the Sony PalaceChat accessed off 
the main Yaroze page. 


Hope to see ya there. 


Steve Tolin 
titan@vianet.on.ca 


VVVVVVVVVVVVV VV 


Project: S.E.D.E 
—-MESSAGE FILE 16102 END: net-—yaroze-usenet/00000002-SCEA/yaroze/announce/00000107 


--MESSAGE FILE 16103 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000108 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Game discussion 

Date: Sat, 24 Oct 1998 18:52:28 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <70t13c$dnq14@scea> 

References: <70rri9$dnql3@scea> <363248D8.4D618513@sinclair.net> 
NNTP-Posting-Host: sud-tcsl-port27.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The Auditorium.... 
It lauches the PalaceChat software.. 
Sorry for the confusion... 


Joshua Meeds wrote in message <363248D8.4D618513@sinclair.net>... 


>I'm missing something... what Palace Chat? I don't see any link for 
>that from the main Yaroze Page. 
> 


>- Joshua Meeds 

> Dreamwriter 

> 

>Steve Tolin wrote: 
>> 
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>> 
>> 
>> 
>> 
>> 
>> 


Hello all.. 


As you might have read there are a few SCEA members that are currently 
working on a group project in the forma of a 2D scrolling adventure. I£ 
you are interested in getting in on some of our games design discussions 
join us on Saturday nights at 9:00PM est in the Sony PalaceChat accessed 


off 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


the main Yaroze page. 
Hope to see ya there. 


Steve Tolin 
titan@vianet.on.ca 


Project: S.E.D.E 


——MESSAGE FILE 16103 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000108 


—-MESSAGE FILE 16104 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000109 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Game discussion 

Date: Sat, 24 Oct 1998 21:08:47 -0400 

Organization: Identical Software 

Lines: 13 

Message-ID: <36327A1F.55D2CE15@identicalsoftware.com> 

References: <70rri9$dnql3@scea> <363248D8.4D618513@sinclair.net> <70tl13c$dnq1l4@scea> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 


> The Auditorium.... 


> 


> It lauches the PalaceChat software.. 


Is 


there a stand alone program for accessing the 


chat rather than a web Dbrowser? (And is there a 
Linux version?) 


You should log the chats and make them available 


on 


line. 


Dennis Payne 


dul 


si@identicalsoftware.com 


—-MESSAGE FILE 16104 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000109 


——MESSAGE FILE 16105 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000110 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Game discussion 

Date: Sun, 25 Oct 1998 18:09:39 GMT 

Organization: L4 Software 

Lines: 16 

Message-ID: <36336907.10010252@205.149.189.29> 

References: <70rri9$dnql3@scea> <363248D8.4D618513@sinclair.net> <70t13c$dnq1l4@scea> 
<36327A1LF.55D2CE15@identicalsoftware.com> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On 


Sat, 24 Oct 1998 21:08:47 -0400, Dennis Payne 


<dulsi@identicalsoftware.com> wrote: 


>Is there a stand alone program for accessing the 
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Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00413 


-—-MESSAGE FILE 1711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000414 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: Fri, 27 Feb 1998 12:28:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <34f6b0be.5585813@www-s.playstation.co.uk> 

References: <6d3bum$dc9l1l@emeka.playstation.co.uk> <6d3las$asl7@chuka.playstation.co. 
uk> <34F5FA01.5327718B@ecybec.com.au> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 27 Feb 1998 10:25:53 +1100, Toby Hutton <thutton@cybec.com.au> 
wrote: 


>JohnT wrote: 

>> 

>> 2. The provide the demos in .ZIP files or just .TAR not this .TAR.GZ crap 
>> you have now. We have to unpack them twice! Also, my browser always says it 
>> can't open the .TAR.GZ files for download!! However, I have found it 

>> actually does download them into the cache before bringing up the error 

>> message so I have to copy the files out of the cache. (BTW I use IE4) 

> 

>Yeah, zip files seem to be the de-facto standard on the 'net these days, 

>and should be the only archive type on the server... 


Lightweights :) WinZip (for example) can spot when a single archive 
file has been further compressed by some other method. And it has the 
further advantage of supporting proper filenames. 


While there's undoubtedly a lot of SCEE-sourced info which has no 
excuse to be anything except ZIPped, some Sony material comes direct 
from SCEI and was probably prepared on Sony NEWS machines which may 
not recognise the PC standard. 


Gil Jaysmith, SN Systems 

The contents of my messages are not to be confused with 

SN Systems' official positions or beliefs. 

—-MESSAGE FILE 1711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00414 


—-MESSAGE FILE 1712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000415 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: Fri, 27 Feb 1998 12:39:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <édébsbS$g2d6@chuka.playstation.co.uk> 

References: <6d3bum$dc9l1l@emeka.playstation.co.uk> <6d3las$asl7@chuka.playstation.co. 
uk> <34F5FA01.5327718Becybec.com.au> <34f6b0be.5585813@www-s.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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>chat rather than a web browser? (And is there a 
>Linux version?) 


No, it's a Java app that runs in your browser. 


>You should log the chats and make them available 
>online. 


I don't know of any way to do this at the present time. I'm hoping 
that the new version will allow us to capture the chats. 


Mario 
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—--MESSAGE FILE 16105 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000110 


—--MESSAGE FILE 16106 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000111 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Game discussion 

Date: Sun, 25 Oct 1998 20:49:19 -0800 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <3633FF4F.186779E5@sinclair.net> 


References: <70rri9$dnql3@scea> <363248D8.4D618513@sinclair.net> <70t13c$dnq1l4@scea> 


NNTP-Posting-Host: mdm-17-203.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Just to clear up some possible confusion, now that I know what you're 
talking about, it's Placeware Chat. I happen to have a commercial 
program called Palace Chat, which is decent, and requires client 
software. 

Steve Tolin wrote: 

The Auditorium.... 

It lauches the PalaceChat software.. 


Sorry for the confusion... 


Joshua Meeds wrote in message <363248D8.4D618513@sinclair.net>... 


>I'm missing something... what Palace Chat? I don't see any link for 
>that from the main Yaroze Page. 
> 


>- Joshua Meeds 
> Dreamwriter 


> 

>Steve Tolin wrote: 

>> 

>> Hello all.. 

>> 

>> As you might have read there are a few SCEA members that are currently 

>> working on a group project in the forma of a 2D scrolling adventure. If 


>> you are interested in getting in on some of our games design discussions 
>> join us on Saturday nights at 9:00PM est in the Sony PalaceChat accessed 
off 

>> the main Yaroze page. 

>> 

>> Hope to see ya there. 

>> 

>> Steve Tolin 

>> titan@vianet.on.ca 

>> 

>> Project: S.E.D.E 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


——MESSAGE FILE 16106 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000111 


——MESSAGE FILE 16107 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000112 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Game discussion 

Date: Tue, 27 Oct 1998 12:04:30 -0500 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <714tuiSeeg4@scea> 

References: <70rri9$dnql3@scea> <363248D8.4D618513@sinclair.net> <70t1l3c$dnq14@scea> 
<3633FF4F.186779E5@sinclair.net> 

NNTP-Posting-Host: sud-tcsl-port108.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yup... Joshua is right.... I also use Palace Chat which is totally 
different software... 


When I typed the original message I was using it so I had it on the brain... 


Sorry about all the confusion... 


Joshua Meeds wrote in message <3633FF4F.186779E5@sinclair.net>... 
>Just to clear up some possible confusion, now that I know what you're 
>talking about, it's Placeware Chat. I happen to have a commercial 
>program called Palace Chat, which is decent, and requires client 
>software. 


> 

>Steve Tolin wrote: 

>> 

>> The Auditorium.... 

>> 

>> It lauches the PalaceChat software.. 

>> 

>> Sorry for the confusion... 

>> 

>> Joshua Meeds wrote in message <363248D8.4D618513@sinclair.net>... 
>> >I'm missing something... what Palace Chat? I don't see any link for 
>> >that from the main Yaroze Page. 

>> > 


>> >- Joshua Meeds 

>> > Dreamwriter 

>> > 

>> >Steve Tolin wrote: 

>> >> 

>> >> Hello all.. 

>> >> 

>> >> As you might have read there are a few SCEA members that are currently 
>> >> working on a group project in the forma of a 2D scrolling adventure. 
If 

>> >> you are interested in getting in on some of our games design 
discussions 

>> >> join us on Saturday nights at 9:00PM est in the Sony PalaceChat 
accessed 


>> off 
>> >> the main Yaroze page. 
>> >> 
>> >> Hope to see ya there. 
>> >> 


>> >> Steve Tolin 

>> >> titan@vianet.on.ca 
>> >> 

>> >> Project: S.E.D.E 


—--MESSAGE FILE 16107 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000112 


—-MESSAGE FILE 16108 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000113 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jamin Frederick" <jaminl@psu.edu> 

Newsgroups: scea.yaroze.announce 

Subject: Dev FAQ 1.0 
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Date: Wed, 30 Dec 1998 20:22:26 -0800 

Organization: SCEA News Server 

Lines: 2353 

Message-ID: <76ej38Sg305@scea> 

NNTP-Posting-Host: dialup359-pri.voicenet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Happy Holidays! 


Yaroze Dev FAQ 1.0 
September 1998 


Compiled by Jamin Frederick 
Net Yaroze Member SCEA 
http://www.cse.psu.edu/~frederic 
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UNANSWERED 


DEFINITIONS 


In this FAQ, I would like to keep some definitions consistent so that 
there is no confusion about terminology. If you are adding something 
to this FAQ, please use the following conventions, thanks. 


the information making up the 3D representation of a game object; it 
includes orientation of the primitives making up the object and their 
coloring attributes 


CLUT 


Color Look-Up Table. A color map for 4-bit and 8-bit sprites 


display buffer (or display area or frame buffer) 


portion of video memory that actually gets displayed when the 
playstation is running 


a 2D picture that is typically created by an artist and used for sprites 
or model textures 


main memory 


memory used for normal program storage and operation; also the initial 
place for all incoming code and data when a yaroze project is downloaded 


the arbitrary game object in a Yaroze game, which can have state 
information attached to it, including sprite and 3D model references 


OT 


ordering table, the thing that sorts primitives such as lines, sprites, 
triangles, and quads 


sound memory 


memory physically apart from main memory, used for storage and playback 
of sound 
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portion of an image that is used to display a game object 


portion of an image for mapping onto a model 


one of 64 portions of video memory that are labeled according to the 
Playstation API 


translucency 
image or polygons appear "clear", meaning you can see through them, 
but still allowing original coloring to be seen 


transparency 
doesn't show up at all, like the black background pixels of 
a sprite 


video memory 


memory physically apart from main memory, used for image 
storage and blitting to display area of video memory 
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FILE FORMATS 


Graphics: 


RSD - intermediate model file 
TIM - bitmap image file 
TMD - Playstation format model(s) file 


Sound: 


DEF — instrument definition file 

SEQ - Playstation music sequence file. Usually 
generated by SMF2SEQ. 

VAB - soundwave data file containing VAGs and a DEF 

VAG - individual soundwave data file. Generated by 
AIFF2VAG or WAV2VAG. 


VB - soundwave data file generated by splitting a 
VAB 
VH - soundwave data file generated by splitting a 
VAB 

Utilities: 


SIO - common SIOCONS batch file extension 


ADDITIONAL SONY UTILITIES 


Listed here are the utilities that are additional to the Net Yaroze 
package received in the mail, and their upgrade histories. They are 
distributed and supported by the "official" Net Yaroze authorities (SCEI, 
SCEE, and SCEA). 


Rsdcat 
v1.04 
v1.06 
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Rsdlink 
v3.7 
v3.72 


Tmdsort 
v1.1 
v1.25 


Aiff2vag 
v2.0 
V3 
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KNOWN BUGS, ERRORS, OR TYPOS 


1) In the green manual, 
be RotMatrix(SVECTOR *r, 


RotMatrix (MATRIX *m, 
MATRIX *m) 


SVECTOR *r) should actually 


STARTUP / TROUBLESHOOTING 


See the following: 
http://www.netyaroze-europe.com/~jaycee/ 
http://www.netyaroze-europe.com/yaroze/problems/trblsht htm 


1) How do I use the memory card to store the default baud rate? 


Information on this is available on the [SCEA] Yaroze web site in the 
file BAUDRATE.ZIP located in the MISC section of the file area. 


2) Why can't I see all the pixels on my TV screen? Part of the image is 
cut off on all sides. 


Most TVzs do not display the entire image broadcast to them. The size of 
the border varies from set to set, but for 320x240 mode it can be as much 
as 27 pixels on all sides. For this reason, it is recommended that you not 
display information critical to the game in these areas. A good rule of 
thumb is to limit your game play to the center 266x200 pixels. 


3) What can I do if I get 
a project? 


"Out of environment space" when I try to build 


There are a couple of ways to increase your environment space, depending 
on your operating system. The easiest is to add "/e:4096" to the SHELL= 
line in your CONFIG.SYS file. If you do not have a "SHELL=" line in your 
config.sys file, you can add one. The format for the command is: 


SHELL=<full path to command.com> /E:<memory size> /p 
If your COMMAND.COM is at the root of your C: drive, the command would be: 


SHI 


ELL=C:\command.com /E:4096 /p 
You may also need to add the following line to your AUTOEXEC.BAT file: 
SET GO32=DPMIStack 500000 


After making these changes, 
take effect. 


you must reboot your computer before they will 


4) Why is display from my Net Yaroze is completely grey and grainy / 
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shudders? 


You may be running an NTSC configured program on a PAL configured monitor. 
If you have the source, make sure that the program contains a 

SetVideoMode (MODE_PAL) command and does not contain a 

SetVideoMode (MODE_NTSC) command. If you only have the executable, you can 
pick up the 'Screen Mode Changer' (N!K/Napalm) from the Napalm hacker site 
(see link section) - it is able to change executables which contain a 
SetVideoMode(...) command. If, like me, you own an old Amiga monitor 
(1084/1084S/CM1884), an RGB to SCART cable should do the trick - forget 
your old Amiga lead! 


5) I am trying to use graphic functions, but the screen locks / judders? 
These kind of effects can occur when you haven't allocated enough GPU 
packet space. 

6) What does "BUS ERROR ON DATA LOAD" mean when I upload files to main 
memory? 


a) You're loading code/data into main memory at an improper address. Make 
sure the address is from 0x80090000 to OxFFFFFFOO. 


b) A bus error often occurs when you write words or double words to an 
odd address. Check you're not uploading to funny or uneven offsets. 


YAROZE PLATFORM 


1) What's this 0x00000000 stuff mean? 


This is a hex value, which is 32 bits, meaning 8 hex digits corresponds to 
32 binary digits (4 bits per hex digit). The PSX has a 32-bit address 
space, meaning all operations with memory are done with 8-digit hex 
values. Some other addresses are 4 hex digits = 16 bits, like device 
memory, but most things are done with 8-digit hex values. 


2) What's the difference between uchar and ushort and ulong? 


The "u" stands for unsigned, so any values you stick in the variable 
can't be negative. This gives you twice the numbers you can get from 
"Signed" variables char, short, and long. Unsigned variables are ideal 
for memory addresses, though, since they are never negative -- uchar 
gives you 8 bits of storage, or addresses from 0x00 to Oxff, ushort 
gives you 16 bits of storage, or addresses from 0x0000 to Oxffff, and 
ulong gives you 32 bits of storage, or addresses from 0x00000000 to 
Oxffffffff. 


3) Why do I have to load data at 0x80090000? What about those other 
addresses mentioned in the manual? 


For the yaroze system, the only valid memory-mapped addresses (meaning if 
you stick stuff at these locations, it gets "mapped" to the actual 
playstation RAM) are 0x80000000 to Ox801fffff. This is exactly 2 
megabytes, or 2,097,152 (2 * 2 ^ 20) bytes, to be exact. The other 
locations are not used on the yaroze. The only valid space for us is 
0x80090000 to Ox801fff00 (1,507,072 bytes), since the rest is being used 
for the system. That's why data is usually started at 0x80090000, and 
added upwards. Your program may be loaded anywhere in this space, 
depending on where you tell your compiler to load it, but it's usually 
loaded up towards the top. There has to be enough space upwards for the 
program itself (code and heap), plus the amount the stack will grow. The 
program's stack usually starts at the top of our usable space, which is 
Ox801fff00, and grows down until it collides with the loaded program 
(this is bad). That's why it's up to the programmer to figure out how 
much his stack will grow, and tell the compiler to place the program 
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low enough in memory so that the stack doesn't end up running into it. 
Typical Setup: 


SYSTEM (OS) STACK (0x801FFFFF) 
PROGRAM STACK (0::801ԲԲԲ00) 


(hope the stack and heap don't collide!) 


* 


PROGRAM HEAP 
PROGRAM CODE (stays same size) 
DATA N 


DATA 3 

DATA 2 

DATA 1 (0x80090000) 

OTHER OS GOODIES (0x80000000) 


You can set the PROGRAM STACK and PROGRAM CODE in your compiler and the 
DATA 1 - DATA N in your yaroze batch file. 


4) What's fixed point? 


Fixed point is an alternative to floating point, and is quicker since it 
actually uses integer hardware and not any special floating-point 
hardware. It is actually a trick done with integers, and tends not to be 
quite as accurate as true floating point operations, so you have to watch 
it when rotating and scaling models, and make sure they're not getting 
distorted. 


The Playstation uses 12-bit fixed point, meaning there's 12 bits of a 
short (16-bit) integer allocated to the decimal portion of a number (3 
bits are used for the integer part, and 1 for the sign). The Playstation 
uses fixed point for the following cases: 


a) Sprite rotation 
b) Sprite scale 
c) 3D normals 


See the following web page for more info on fixed point: 
http://www.scea.sony.com/net/yaroze/pages/scartier.html 
5) How do I get C++ to work? 

Take a look at these web sites: 


http://www.netyaroze-europe.com/~c_graham/cplus.html 
http://www.scea.sony.com/net/yaroze/pages/cblackwell2.html 


6) Are there any naming conventions established for the Net Yaroze when 
using the memory card to store game information? 


Please follow the conventions outlined below. While not mandatory, 
commercially released games expect save files to be in this format, and 
may behave unpredictably if they encounter a Memory Card with a file that 
is not. 


File Names 


Use the following structure for file names. 


Bytes Contents Notes 
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0 Magic Number Always 'B' 

1 Region Japan: 'I' (*1) 

North America: 'Ճ' 

Europe: 'E' 

2-11 "NETYAROZE" 

12-20 User/Public Use only non-0x00, 

Ox2a(*),O0x3£(?) ASCII. 

End with 0x00. 

*1: None are checked by the system 

Example: If the product code is SLPS-00001, the file name's first 12 


characters are BISLPS-—00001. Always add zeros to make the numerical 
portion 5 digits. 


File Headers 


Put the following headers at the start of each file. 
Bytes Contents Notes 

2 Magic number Always 'SC' 

1 Type See "Type Field" table below 

1 Number of slots 

64 Text name Shift JIS, (*1) 

28 Pad 

32 CLUT 

128 Icon image (1) 16 x 16 x 4 bits 

128 Icon image (2) Type: 0x12, 0x13 only 
128 Icon image (3) Type: 0x13 only 

128 x N Data Varies 


*1: Non-kanji and primary standard kanji only, full-size 32 characters. 


Type Field 


Type Number of icon images (automatically replaced animation) 
0x11 1 
0x12 2 


0213 3 


How do I read the controller? 


e controllers are read automatically during the vertical blank interval. 


1 you need to do is provide a pair of variables to store the controller 
ate and register those variables with the Yaroze libraries. Like this: 


latile u_char *Cont0; 
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Gil Jaysmith wrote in message <34f6b0be.5585813@www-s.playstation.co.uk>... 
>On Fri, 27 Feb 1998 10:25:53 +1100, Toby Hutton <thutton@cybec.com.au> 
>wrote: 

> 

>Lightweights :) WinZip (for example) can spot when a single archive 
>file has been further compressed by some other method. And it has the 
>further advantage of supporting proper filenames. 


WinZip is rapidly falling behind the standards for Windows 95 .21Ք 
archiving! Take a look at ZipMagic which allows you to treat .ZIP files as 
folders/directories in any program (DOS or Windows) running under Windows 
95. This means (for small archives) I can download a demo and leave it 
ZIPped whilst I am using it. It saves space because you don't have to unpack 
the .ZIP file to access the files within. Obviously you will need a fast 
computer or else the zipping/unzipping will slow it down too much!! 


>While there's undoubtedly a lot of SCEE-sourced info which has no 

>excuse to be anything except ZIPped, some Sony material comes direct 
>from SCEI and was probably prepared on Sony NEWS machines which may 

>not recognise the PC standard. 

Actually, I think the stuff from SCEI is .LZH archived, correct me if I am 
wrong. 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


--MESSAGE FILE 1712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00415 


--MESSAGE FILE 1713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000416 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: 27 Feb 1998 13:05:05 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 15 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d6dm1$h9j1@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@playstation.sony.com 
To: news@playstation.co.uk 


Its true. 
All new files loaded on the SCEE part of the server has 
been .zipped for the last year. (Everything in the "New" 


area) 


(We were a beta site for PKWARE for a time, until we found 
that the standard freeware "zip" utility on UNIX does the job). 


Paul 


—-MESSAGE FILE 1713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00416 


—-MESSAGE FILE 1714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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volatile u_char *Contl1; 

GetPadBuf (&Cont0, &Contl1); 

Once this has been done, the controllers can be referenced as ContO and 


Contl. For more information see Section 12, "Peripheral Devices 
Management," in the Yaroze User Guide. 


8) In the sample programs I see ResetGraph(3). The manual does not 
document what the value of 3 is supposed to do. 

ResetGraph(3) is essentially the same as ResetGraph(0) except that the 
current screen mode is maintained and the screen is not cleared. 


9) Why does the screen flicker in interlace mode? 


In interlace mode, the entire screen must be drawn between Vsync's. In 
NTSC mode this means that you must be able to draw the entire screen 60 
times a second. If not, flicker will occur. 


For more information see Section 5, "Frame Buffer Access," in the Yaroze 
User Guide. 
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ORDERING TABLE, SORTING, DISPLAY LOOP, ETC. 


1) What is an Ordering Table? 

An Ordering Table is a list of items to be drawn on the screen. The 
Ordering Table can also implement a simple Z-buffer algorithm to ensure 
that ¿closer objects are not drawn under objects that are z:deeper; into 
the screen. You can think of an Ordering Table as a series of transparent 
layers laid on top of the other. Any number of objects can be drawn on 
each of the layers. The layers are drawn from the back toward the front. 


For more information see Section 6, "Integrated Graphics," in the Yaroze 
User Guide. 


2) What is a Packet? 


A packet is sometimes referred to as a primitive. It is the smallest unit 
that can be dealt with by the GPU. 


For more information see Section 6, "Integrated Graphics," in the Yaroze 
User Guide. 


3) In the sample programs, the packet area is defined as: 
PACKET GpuPacketArea[2] [PACKET_CNT* (20+4) ]; 
What does this mean? 


Four (4) bytes are used for the tag area of the packet. Twenty (20) bytes 
is the largest possible primitive packet, hence, (20+4) bytes per packet. 
You may use a smaller value than 20, like (n+4) where n is the size of the 
largest possible packet in your models. Information on the number and size 
of the primitives is reported when you run the RSD2TMD tool. Using these 
values, you can calculate the largest memory block taken by all the 
primitives in your world and use that area as the GS packet area. 


4) How does priority work in the ordering table? 


For each "primitive" that you "sort", you can give a priority of 0 to 
2°MY_OT_LENGTH - 1, where 0 is the frontmost to the screen, and 
2°MY_OT_LENGTH - 1 is backmost on the screen. So obviously, increasing 
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MY_OT_LENGTH gives you more layers, or priorities, to work with. 
If you sort primitives at the *same* priority, then the ones you sort 


first are drawn last, meaning they will appear frontmost (at that priority 
level) when displayed. 


5) How does the display loop work? Do I sort stuff and update stuff every 
single cycle, or what? 


You should sort your primitives each frame (with the appropriate SortXXX () 
functions), since the screen is entirely updated anew each time DrawOt () 
is called. However, this does not mean you have to update the other 
attributes of your game objects at each frame, which may not benefit from 
being updated as quickly as this. Alternatively, you can keep track of 
the number of times the screen was redrawn with a variable called LoopcCnt, 
which can be incremented after DrawOt(), and only change game object 
attributes at certain intervals: 


if (LoopCnt 5 Interval == 0) 
..քօ Object Update.. 


So by varying Interval, you can change how often you want your object to 
get updated -- big Interval for longer times, small Interval for quicker 
times. Note that LoopCnt can be incremented forever if it is unsigned -- 
it will just wrap around to 0 again after it hits its maximum. 


SPRITES 


1) How do sprites work? 


Sprites are simply references to rectangular regions in video memory that 
are transferred to the "display" or "frame buffer" position in video 
memory when they are "sorted" into the ordering table. So to make these 
images appear, you must load textures (also called bitmaps or TIMs) into 
the video memory first, and set up your sprites so that they reference 
portions of these textures. So what the playstation does is simply make 
use of the information stored in the sprite to "blit", or transfer, the 
pixels from one part of video memory to the other. The reason it is done 
this way is that copying from video mem to video mem is much faster than 
main mem to video mem. 


2) What's the deal with video memory -- what's with the 4-bit, 8-bit, and 
16-bit stuff? 


TIM images can be specified as either 4-bit, 8-bit, or 16-bit (or 24-bit, 
but that will be covered later) meaning that there are 4, 8, or 16 bits of 
information, respectively, for each pixel in the image. However, all 
image colors on the playstation (besides the 24-bit true color picture 
mode) are displayed using 15 bits of information for the actual RGB 
values altogether -- 5 bits for R, 5 bits for G, and 5 bits for B. 
However, unsigned shorts are 16 bits, meaning there's one bit left over 
when storing a color -- and this is used for "translucency". This bit is 
'1' if the color is to be considered for translucency (the docs call it 
"transparency", but I reserve this word for something else). In other 
words, if a sprite or model texture using this color would like to be 
translucent, then the translucent color will be calculated. Otherwise, 

if the bit is '0', the color will not even be considered for translucency, 
even if the sprite or texture feels like being translucent. Note that 
there's a special case if each R,G,B value is 0, and then the remaining 
bit is considered as something totally different -- which I call 
"transparency", which is what is used to draw sprites without the black 
background. In this case, the 0 and 1 stand for the color black to be 
considered transparent or not when blitting the image. 


So even though 16 bits are used for color, what about 4-bit and 8-bit 
TIMs? Well, obviously, 4-bit and 8-bit TIMs take up less space than 
16-bit TIMs, which have a 16-bit value for each pixel, which is the 
actual color of the image pixel. 4-bit and 8-bit TIMs work differently, 
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though. Instead of using their data bits for actual color, their data 
bits are used to reference a *table* of 16-bit colors (remember, I said 
all object colors are really 16-bit). This is where the term "CLUT" 
comes into play. With 4 bits, 16 different CLUT entries can be accessed, 
and for 8 bits, 256 different CLUT entries can be accessed. So 4-bit 
TIMs need to include a 16-value CLUT, and 8-bit TIMs need to include a 
256-value CLUT. The CLUT values themselves are 16-bit, though, since 
they're referring to an actual color (well, actually 15-bit color...this 
is where some confusion sometimes arises). There are tools to edit the 
pixel positions and CLUT positions of the TIM image in video memory -- 
the TIM must include both the pixel information and the CLUT itself. 


What about video memory? Well, the video memory is considered to be 

1024 x 512 *pixels* -- where a pixel is an unsigned 16-bit color value. 
But the TIMs contained in video memory (when transferred with LoadImage() ) 
are actually compressed, so that one "video memory pixel" takes up *two* 
8-bit TIM pixels, and *four* 4-bit TIM pixels. But remember, these pixels 
represent CLUT look-up values, not actual 16-bit colors. So the TIM 
sprites are actually "squished" in video memory, before they get to have 
fun in their decompressed state over in the display buffer. 


So what this means is that all of the sprites you see on the screen are 
actually 16-bit pixels, not 4-bit or 8-bit CLUT pixels -- so what actually 
happens when a blit occurs in the video memory with a 4-bit or 8-bit 
image, is that the playstation automatically references the TIM's pixel 
color by referencing the CLUT, and expands the pixel in its true color on 
the display buffer. Pretty neat, huh? 


3) What's (x,y), (mx,my), and (u,v) for in the sprite structure GsSPRITE? 


The vars x and y refer to the sprite's position on the screen when it is 
sorted to the OT. However, note that this x and y is with respect to the 
sprite's center, which is denoted by the vars mx and my. These vars 
describe the "center" of the sprite, which is the thing that gets placed 
at x and y on the screen. This can be used if you want to refer to some 
other part of the sprite as the center, instead of the upper left corner. 
Note that x and y can be negative, or even larger than the screen, but 
this does not cause an error. The OT compensates and automatically 
"clips" the sprite if it is partially or even totally off screen. 


The u and v refer to the *pixel* location of the sprite's upper left 
corner with reference to its parent image (or texture page, or TIM). 
This can be considered as if the sprite is already expanded from its 


original 4-bit or 8-bit compressed image size. So if my sprite starts 
on pixel 20 over and on pixel 10 down in my TIM (just like it is painted, 
not worrying about compression), then you just specify (u,v) = (20, 10). 


The playstation takes care of the actual referencing in video memory, 
which takes into consideration the compression and the texture offset 
in video memory, via the information included in the TIM file. 


4) Why are my sprites colored wrong? 


a) Check the CLUT position in TimTool. All CLUTS must have unique 
positions in video mem; if any of them are the same, one CLUT will get 
loaded over another, using the color scheme of the other picture. 


b) Check the image positions of all images within the video memory with 
TimTool. If any images are overlapping, you will get this effect. Make 
sure no images are hidden underneath another, either. 


5) Why do my sprite textures look misaligned, or shifted some, on the 
screen? 


Double check the alignment of the texture in TimTool. Sometimes TimTool 


nudges the texture down some, messing up what you might think is the 
proper offset for the texture. 


6) Why is my sprite losing pixels, especially along the vertical axis? 
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Try changing sprite scaling from 4096 to 4095. 


7) Do my sprites have to be in a special position within an image? I 
heard they have to be on even coords or something. 


You may get display problems if your sprites are not aligned on 
appropriate boundaries: 


"Sprite data (or TIMs) should be horizontally aligned on 16-bit 
bounderies, i.e., 4-bit images should be on 4 pixel boundaries, and 
8-bit images on 2 pixel boundaries." 


"Fast Sprites (not scaled or rotated) must have even u co-ords, and even 
widths (Because the GPU renders them 2 pixels at a time). The v position 
is not limited however." 


8) How can I cycle colors on my sprites? 


Use MoveImage() to make a copy in video memory of the CLUT of the image 
that the sprite is using (to somewhere below the original CLUT), and 
between update frames, use MoveImage() to copy colors from the copied 
CLUT into the original CLUT, and the palette colors that are mapped to 
the sprite will give it an appearance of cycling, if it's set up right. 
Check out Jamin Frederick's palette library, which you can use to do this. 


9) How can I do pixel-by-pixel collision detection on my sprites? 


Typically, you can use just bounding boxes to see if sprites collide, but 
sometimes it is necessary to get down to the pixel level. One way to do 
this is to first see if the bounding boxes intersect, and if they do, then 
you can do a pixel-by-pixel collision detection on the intersection 
rectangle of the corresponding sprite images. The only problem is that 
these images are in video memory, unless you haven't written over the 
images that are in main memory when they originally were copied over from 
the com utility. In other words, we don't really have byte-by-byte 
access to the video memory for close comparisons, so we are forced to 
work with main memory. So once you get access to the intersection 
rectangles of the sprite images, all you have to do is compare 
corresponding pixels in the rectangles, one at a time, until you get a 
"hit" (non-black) pixel from one image with a "hit" pixel from the other 
image. However, this involves some rather tricky interpretation of the 
TIM image data in main memory. 


10) What other methods of collision detection are there? 


>From a newsgroup discussion: 


"Have you considered whether a pixel-by-pixel collision detect is 
*really* necessary? It sounds so time expensive when you could be doing 
some freaky special effects or better AI or something instead... I've 


used gobs of weird hacks for collision detection in games, and I've 
always been able to find a way around pixel-by-pixel. I thought I'd list 
some of them off: 


0. Make your game so intense no one has time to notice that collisions 
are pixel exact or not. 


1. Simple shapes as hit regions - design the art so it fits well into 
shapes that are easy to mathematically check against, like rectangles, 
circles, and triangles. 


2. Rotated simple shapes as hit regions - sometimes you've got objects 
that can rotate - rotating a rectangle and checking it against another 
rotated rectangle is still cheaper than pixel-by-pixel. 


3. Stick Figures. Say you've got a figure like a character ina 2d 
fighter. Make a simple stick figure that mimics the shape and motion of 
the sprite, ie: a line for the head, a line for upper arm, lower arm, 
hand, two lines for the torso, etc. etc. Then to do hit detect with the 
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other character in the game all you have to do is treat each line as a 
fat line and check them against the fat lines in the other character. 
This has the advantage of letting you know that the hand connected with 
the noggin. 


4. Simple hierarchical shapes. Say you've got a top down view of the TOS 
U.S.S. Enterprise on the screen. Do your hit detecting on a circle and 
three rectangles, one for the two engines and one for the engineering 
hull, with the rectangles of course rotated according to the orientation 
of the ship on the screen. 


5. Polygon shapes. Make a polygon outline that fits around the shape as 
tightly as you'd like so that game feels good, then check for 
intersection with collidable objects. If you design it right you can 
have one complicated polygon collision shape which you test against some 
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trivial shape like a rectangle, but even still, poly-poly intersection is 
faster than pixel-by-pixel, unless your sprites are really tiny, in which 
case suggestion number 1. is probably the best IMO." -- Nick Porcino 
IMAGES 


1) What is a texture page, and why does the Yaroze system use them? 


A tpage is a memory area in the frame buffer that stores images used for 
texturing a 3D model, or 2D sprite. They are used to make it easier to 
reference a portion of the frame buffer. A texture page ID is simply a 
form of shorthand for referring to a specific rectangular block of the 
frame buffer using a single byte rather than a complete set of 
coordinates. 


This also allows the texture UV coordinates to be specified as 8-bit 
values that reference an offset from the start of the texture page, 
instead of 16-bit values that reference an offset into the frame buffer 
as a whole. 


2) Where do my images have to be aligned in video memory? 


They should be aligned on 16-bit boundaries. Try to ensure that your 
TIM stays within one of the 32 designated texture pages. 


3) Can I have more than one image on a given texture page? Can I arrange 
several images next to each other within the texture page? 


Yes, as long as you abide by 2). 


4) What's the max size of a sprite? Does it depend on the number of 
colors? 


Max size of a sprite is 256 x 256 pixels, no matter how few colors it 
is. One of the reasons is because sprites are referenced (u,v) via 
pixel offsets of texture pages (or TIMs), and since u and v are both 
unsigned chars, the biggest they can both be is 255, meaning sprite 
(u,v)s can only be from (0,0) to (255, 255). 


Here's an informative snippet from a newsgroup: 


"Sprites can be a maximum of 256 * 256. It's important to distinguish 
between the RENDERED width (the width you see on the screen) and the 

DATA width (the width of the image in VRAM). If you're using a 15-bit 
TIM, the rendered width is the same as the data width. For an 8 bit TIM, 
the rendered width is double the width of the data width, because the 
data is compressed into half the space. And for a 4 bit tim, the rendered 
width is 4 times the size of the data width, for similar reasons. 


The size of a texture page is always 256x256 _rendered_ pixels, but in 
terms of VRAM this might mean 256, 128 or 64 VRAM words (16 bits each) 
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depending on whether you're using 15bit, 8bit or 4bit tims. 


When you're specifying UV coords, it's in rendered pixels, not VRAM words. 
Thus the maximum UV coords you can specify are always 255,255, and the 
smallest is 0,0. If you want to display something bigger, you'll have to 
split it up into more than one sprite." 


5) Where are the best places for CLUTs in video memory? 

The typical convention is placement below the display buffers, since the 
area is too small to have any decent-sized sprites down there. 

6) How do you set up transparency for a sprite / texture? 

"Ensure that when you converted your bitmap to TIM format that you have 
enabled the transparency bit. This can be done by putting a checkmark 


in the appropriate boxes in TimUtil. Then, when setting up your GSSPRITE 
structure, make sure the transparency attribute is set correctly." 


More specifically, each 15-bit color in a TIM has an additional bit 
left over in the 16-bit word. When this 15-bit color is black (meaning 
all 15 bits are 0), then the left-over bit determines whether the black 
is transparent or not when the sprite or texture is displayed on the 
screen (only the color black can be used for transparency on the 
Playstation). If it is 0, then the black is transparent (not drawn). 
If it is 1, then it is drawn as black. This tranlucency applies to 

all individual sprites or textures using the particular color (either 
direct or as a look-up value). 


You do not have to specifically tell a sprite or texture to turn on 
transparency processing; setting the last color bit of black to 0 in the 
TIM as explained above is enough. 


7) How do you set up translucency for a sprite / texture / polygon / 
model? 


When a 15-bit color in a TIM is non-black (something other than all 

15 bits zero), it is able to become a translucent color. This means that 
any sprite or texture using this color will show it as translucent only 
if the remaining bit left over (of the 16-bit color word) is 1, AND the 
translucency feature is turned on for the particular sprite or texture. 
Note that a sprite or texture also has one of four translucency settings 
that can apply when the translucency feature is turned on. 


For sprites, the translucency flag and settings are contained in the 
attribute field of the GsSPRITE struct. For textures, the translucency 
flag (to make either the texture on the polygon or the polygon itself 
translucent) is within the TMD > PRIMITIVE > MyPolyPacket > Mode data 
block, and settings (to set the translucency level of just the texture) 
are within the TMD > PRIMITIVE > MyPolyPacket > TSB data block. These 
individual polygon settings can more easily be specified in a modeler 
tool such as RSDform, however. If you want to change model polygons 
dynamically, though, then you'll have to fool around with the TMD data 
blocks in memory. 


It seems that translucency must be applied on a sprite-by-sprite or 
polygon-by-polygon basis, so you must turn on each polygon to translucent 
in order to make an entire model translucent. 


8) What do the different translucency settings mean? 


50% back + 50% polygon 
100% back + 100% polygon 
100% back - 100% polygon 
100% back + 25% polygon 


This is additive translucency which manipulates the RGB values per pixel 
based on the new image's RGB values. For example, if you use the "50% 
back + 50% polygon", then for each pixel in the display buffer (where the 
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new image is being placed) the old pixel's RGB values are reduced by 50% 
intensity and are added to 50% of the intensitiy of the new image. 


9) Why do you have to specify translucency for GetTPage()? 


"You can use GetTPage to calculate the tsb section of a tmd primitive 


which does require the semi-transpency rate. Just & the result with 31 
to get the Texture page number." -- Jim 
BACKGROUNDS 


1) How does the 16x16 pixel tiling work? 


There is a special Playstation function called GsSortFixBg1l6(), which 
will automatically sort an entire background composed of 16x16 pixel 
tile images if you set it up right. 


2) How do I make tiled backgrounds with sprites (bigger than 16x16 pixel 
tiles)? 


This is a nifty trick. The ordering table accepts information in the 
sprite struct (GsSSPRITE) that you give it as a "ոճա" sprite, so that 

you don't have to maintain the same information in the struct within a 
screen update. So what you can do is keep changing the info in the sprite 
struct and sort it into the OT. So to make a checkered background, for 
instance, you just need a black square struct and a white square struct, 
and repeatedly sort them while changing their positions. 


3) How does the offsetting work -- I mean, how do you get sprites to 
scroll around in the background and stuff (2D)? 


It usually depends on the game, but here it goes... 


First of all, let's draw a difference between a game object and a game 
sprite. A game object is something in the game that has a state and 
presence, but is not necessarily displayed. A sprite is just a 
representation of the object ON THE SCREEN, and always refers to the 
thing being displayed. So an object can easily have many sprites, each 
one representing different states of the object, or an object's current 
position on the screen. 


Ok, so first you set up a world coordinate system, where all of the 
objects that you intend to have in the game are given a position in the 
world. So all the changes that you give to your objects are with respect 
to the world coordinates, NOT THE SPRITE COORDINATES. The reason for 
this is that the sprite coordinates can be calculated from the object's 
position in the world with respect to the SCREEN's position in the world. 
That's right -- you consider the "game screen" to have a position in the 
world as well, so that when you want to "scroll around" the world, you're 
just moving the screen's position around in the world, and the sprites 
that get displayed on your screen are just a result of them being around 
the screen when it gets close to them in the world. 


So for instance, if you chose your world to start at (0,0) in the top 
left corner, then you could assign objects coordinates like (8,20) or 
(67,258) or (600,780) or even (4563,23453), depending on how big you 
want to make your world. Of course you're limited by how large your 
numbers can get, which for an unsigned long (32-bit) is 0 to 
4,294,967,295. So just imagine that you have a bunch of (rectangular) 
objects positioned in your world like this (usually when you're referring 
to an object's world coord, it is the upper left corner of its rectangle, 
at least in this example) and think about a rectangular, 320x240 screen, 
moving and scrolling around in the world with them (again using the 
upper-left corner pixel as the world coord). Now to get them to be on 
the proper position on the screen, you want their sprite representations 
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to be according to where the object is in reference to the screen in the 
world. If the object stays still and the screen moves, for instance, well 
then the sprite moves on the screen even though the object hasn't moved 

in the world at all. So what you have to do is set up a relation between 
the sprite and the screen. Tt" s - Just: 


SpriteX = ObjectX - ScreenX 
SpriteY = ObjectY - ScreenY 


So if the object position gets bigger with the screen position fixed, 
then the sprite position gets bigger, and moves right and down on the 
screen. If the screen position gets bigger with the object position 
fixed, then the sprite position get smaller, and moves left and up on 
the screen. Now remember, this example is all in terms of the origin 
of the world being to the upper left, and the origin of the objects and 
screen at the upper left of their bounding boxes as well. 


When you give the OT a sprite to sort, you're giving it the sprite's 
SCREEN position. From experimentation I have found out that this does 
not mean it has to be from (0,0) - (SCREENW-1, SCREENH-1), but it can be 
any number at all, even negative! The Playstation compensates and does 
all the clipping for you, so that the formula above works fine when using 
SpriteX and SpriteY as the position to be be placed on the screen. 


If you have trouble visualizing it, just start out with 1 object and the 
screen at the origin of the world, and imagining what happens to the 
sprite image on the screen when you try to move either one according 

to the formula: 


ORIGIN 

+ + + + 
OBJECT 
— + 

SCREEN 
+ + 

WORLD 

+ + 


4) Why am I getting a "banding" effect with my background tiles, where a 
vertical line in the tile is smeared over a pixel? 


The individual tile textures of a background each have to be on an even u 
coordinate. If each sprite texture is not positioned on an even number in 
the video memory, you will get this effect. This can easily happen if you 
use gridlines to separate your tiles for easy editing, for instance. 


3D GRAPHICS 


1) How do I create a 3D object? 


3D objects can be created using a variety of modeling and/or CAD programs. 
Any program that can output a 3D DXF file can be used. Once you have 
created a DXF file, you run the program DXF2RSD.EXE to convert it into a 
format usable with the Yaroze. 


For more information see Section 14, "Graphic Tools," in the Yaroze User 
Guide. 


2) What is the 3D coordinate system of the playstation? I've looked 
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everywhere in the manuals but couldn't find a simple description! 


It's actually a right-handed coordinate system, meaning (with your right 
hand) +X cross +Y gives you +Z. The +X axis is to the right of the screen, 
+Y is down on the screen, and +Z is in towards (behind) the screen. 


3) What is the direction of positive rotation around the x, y, and z axes? 


Each positive rotation goes counter-clockwise when the positive axis is 
pointing at you. Again, it's the right hand rule: put your (right) thumb 
in the direction of the positive axis, and curl your fingers. The 
direction your four fingers point and curl is the direction that things 
get rotated about that axis. 


4) What's the difference between RSD and TMD? 


RSD is the file format used to convert from modelers, similar to DXF and 
other model formats. Լե is in ascii, making it easy to edit by hand. The 
info making up an RSD is actually four files, .rsd, .ply, .mat, and .grp. 
It's easy to mix up talking about RSD (which includes all four files) with 
just .rsd. A modeler converting to RSD will generate all four of these 
files. Also, an RSD refers to only one model, and the grouping 
information (.grp) in the model doesn't carry over to TMD. 


TMD is the file format the playstation uses, and the data making up this 
file actually resides in memory when your Yaroze program is drawing 
objects on the screen. A TMD can have more than one model, and each model 
has its own set of primitives, which are made up of those model's own 
vertices and normals. Each primitive is described in detail as a 
triangle, quad, flat shaded, gourand shaded, colored, color gradated, or 
textured. All the combinations are described in the Sony online docs. 


5) Are the coordinates different in RSD and TMD? 


RSD and TMD both use floating point for coordinate x, y, and z of points, 
but they differ in the polygon normal representation. RSD uses a 
floating point number for each normal component, while TMD uses fixed 
point (12:3), with 4096 (2%12) representing one coordinate unit. 


6) How can I see information on my RSD? 


To view an RSD, use RSDTool. To get information on the vertex extents 
and "center" position, do rsdform -v mymodel.rsd. Follow this with > to 
output to a file. 


7) How can I see information on my TMD? 


To view a TMD, try this: 
http://www.netyaroze-europe.com/~sevans/ftp/demos/yaroze/tmdview. ZIP 


You can also get vertex information on the TMD when you are converting 
from the RSD with rsdlink, just do rsdlink -v mymodel.rsd or rsdlink -info 
mymodel.rsd. Follow this with > to output to a file. 


8) Can I save multiple models in one RSD file? 


Yes and no. An RSD contains only one model per file, so if you wish to 

put several models into one RSD with rsdcat, you are really only merging 
several models into one big one, and in effect, merging three coordinate 
systems into one. 


9) Can I save multiple RSD models to one TMD file? 


Yes. Unlike RSD files, TMD files can make references to several different 
models within the file. To put several RSD models together into one TMD, 
you can use rsdlink with several RSD file names as arguments (see top of 
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p.149 in yellow manual). 


10) What do the coordinates mean in rsdform (option -v)? What is 
"center"? 


These coordinates refer to the offsets from the model's coordinate system. 
If you "translate" the model with rsdform, you are moving all the 
vertices within the fixed model coord system, and you can imagine a 
bounding box of all the vertices that comprise the primitives of the 
model moving around in space with respect to the model's fixed coordinate 
axis. The "center" is just a reference to the center of mass of the 
model, which can usually be specified within a modeler program. The 
playstation will rotate models around (0,0,0) of the coordinate system, 
*wnot* the "center", which can be a nonzero offset from (0,0,0). 


When you save an object in a modeler and it is not placed in the middle 
of the world, for instance at (8, 10, 12), the "center" in your RSD will 
appear as (8, 10, 12). To get the model back to the origin (so that it 
rotates correctly) you need to translate back to (-8, -10, -12). However, 
many times you will want to use this information, for instance, if you 
have several objects and need to know their relative offset position, 

such as a helicopter and its blades. You would need to know how high 

the blades are in the world originally, so that you can offset them with 
respect to the helicopter when you're actually drawing them in your 
program. 


The origin of the model's coord system (0,0,0) is the point that is 
referred to when translating the model in your program. So if I give m 
model's translation vector (.t) in my program the value of (5, 2, 10), 
the model's origin will be at (5, 2, 10), and all the primitives will be 
drawn around this point. 


11) How do I assign parents to other objects? 


When initializing your object's coordinate system, instead of doing 
GsInitCoordinate2 (WORLD, &MyObjectCoord), do 

GsInitCoordinate2 (&éMyParentCoord, &MyObjectCoord), assuming you already 
initialized &MyParentCoord with WORLD or some other coordinate system. 
Each argument is a pointer to type GSCOORDINATE2, which includes a matrix 
that describes the coordinate system you are using. So then, after the 
initialization is done, all of the offsets of your model are with 
reference to the parent coordinate system. For example: 


GSCOORDINATE2 MyParentCoord; 
GsCOORDINATE2 MyObjectCoord; 


// the coords of an object with MyParentCoord are in the world 
GsInitCoordinate2 (WORLD, &MyParentCoord) ; 


// the coords of an object with MyObjectCoord are w.r.t. the parent 
GsInitCoordinate2 (&éMyParentCoord, &MyObjectCoord) ; 


So if you had an GsDOBJ2 handler representing a tank, make its coord2 
member point to MyParentCoord (the tank is the parent), and if you had a 
GsDOBJ2 handler representing the tank turret, make its coord2 member point 
to MyObjectCoord (the tank turret is the child). Now if the turret is at 
(0,0,0), it will be at the tank model's origin. You'll probably want to 
tranlate the turret to (0, -1000, 0) or so, depending on your model, and 
everywhere the tank moves (in the world), the tank turret will follow. 


12) How do I rotate an object? 


First you have to know that all models rotate about the origin (0,0,0) of 


your model's coordinate system (do rsdform -v mymodel.rsd). This means 
that however your primitives are placed in your RSD, they will rotate 
around this point. So if the "center" of your model (representing the 


actual center of your model) is not (0,0,0), translate it (with rsdform 
-t Հո» ՀՍ» <z> mymodel.rsd) there first before you rotate it. 


Assume there is an initialized GsCOORDINATE2 Coord structure (belonging 
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0000417 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: handheld yaroze 

Date: Fri, 27 Feb 1998 20:38:56 -0000 

Organization: Yaloozer 

Lines: 20 

Message-ID: <6d780eS$g2d10@chuka.playstation.co.uk> 
References: <Olbc7cdf$232352c0$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOle: Produced By Microsoft MimeOLE V4.71.1712.3 


Oho. Now the portable playstation thingy is launched 
I'm sure you've all seen 


http://www.playstation-europe.com:7000/sony_db/ps_press_detail_user?pressid= 
1141&countryid=00 


I totally want one NOW. 


Now, the question to Sony peeps is.. Are there any plans to give/sell Jap 
yaroze participants PDA ARM devkits when it comes out in Japan this 
christmas (it goes without saying that this would be totally kewl) And if so 
can we have them too, and get the PDAs on import (which would also be 
totally kewl and might lead to a fair few yaroze memberships) 


well guys, what's the gen? [is the screen really only 32x32???] 


—-MESSAGE FILE 1714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00417 


—-MESSAGE FILE 1715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000418 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Optimisation 

Date: Fri, 27 Feb 1998 23:27:44 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <34F74BF0.54FDD9A@ndirect.co.uk> 
References: <34F1D481.5FFF@mdx.ac.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-17.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi all. 


There are some very important points regarding optimisation which no one 
seems to mention. (Maybe it's just too obvious.) 


Remember that the PSX processing is parallel. Your code and drawing are 
happening at the same time, and both have to complete before frame 
switching. (Yes, yes, I know you already know this but it's relevant.) It 
is not usual that both the code and drawing take the same time to complete, 
hence the need for DrawSync(). So why waste time optimising the part which 
finishes first? It gains you nothing. 


I call VSync(1) before DrawSync to determine the code execution time, and 
then VSync as normal before switching buffers. I then keep peak values for 
these times (which are reset every second or so) as it is peaks that lead to 
slowdown and juddering. 
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to the object which I am rotating), and I want to rotate the object (RotX, 
RotY, RotZ) more than it was before. The model coordinates represented 
in the Coord.coord structure will be transformed from where they were the 
last time, destroying the last position information: 


MATRIX TempMatrix; 
SVECTOR RotVector; 


// this makes a vector 
RotVector.vx = RotxX; 
RotVector.vy = RotyY; 
RotVector.vz Հ RotdZ; 


// this turns the angular displacement into a matrix, so that I can 
// multiply matrices 
RotMatrix(&RotVector, &TempMatrix); 


// multiply original coord matrix by "rotation" matrix, which changes 
// the position coordinates 
MulMatrix0(&Coord.coord, &TempMatrix, &Coord.coord) ; 


// object should be redrawn now since it changed 
Coord.flg = 0; 


Note: Your model may become distorted after several rotations if this 
method is used. "The problem with matrix concatenation is that precision 
errors accumulate and build up to produce scaling and shearing of your 
object. This happens very quickly for integer based matrices [which the 
playstation uses] but also occurs for eventually for floating point 
matrices." Try the following alternative to avoid this error accumulation: 


GsCOORDINATE2 Coord; 
SVECTOR RotVector = { 0, 0, O }; 
SVECTOR Position = { 0, 0, 0 }; 


I want to rotate this object by 100 degrees around the Y, and move it to 
the position X=20, Y=30, Z= 50; 


MATRIX TempMatrix; 
SVECTOR RotVector; 


RotVector.vy = 100 * 360 / 4096; (4096 = 360 degrees) 


Position.vx = 20; 
Position.vy = 30; 
Position.vz = 50; 


// Creates the rotation matrix. 
RotMatrix(&RotVector, &Coord.coord) ; 


// Fills in the Translation part of the rotation matrix. 


RotVector.coord.t[0] = Position.vx; 
RotVector.coord.t[1] = Position.vy; 
RotVector.coord.t[2] = Position.vz; 


// Let the system know that this matrix has changed. 
Coord.flg = 0; 


13) How do you advance an object in the direction it's facing? 


Assuming that your model starts out pointing in the +z direction, and you 
want to advance U units, and that your object has a GSCOORDINATE2 Coord 
struct: 


SVECTOR StartVector; 
SVECTOR CurrentDir; 


// assume origin points exactly towards +z direction 
StartVector.vx = 0; 

StartVector.vy = 0; 

StartVector.vz ONE; 


// multiply original orientation (start vector) by current orientation 
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// matrix, to get the current direction vector 
ApplyMatrixSV(&Coord.coord, &StartVector, &CurrentDir); 


// add a multiple (units) of the current direction to the current 
// translation 

Coord.coord.t[0] += (U * CurrentDir.vx) / ONE; 

Coord.coord.t[1] += (U * CurrentDir.vy) / ONE; 

Coord.coord.t[2] += (U * CurrentDir.vz) / ONE; 


+ 
+ 


// the object should be updated now 
Coord.flg = 0; 


Note: You could use 1 instead of ONE=4096, and then not divide later on 
by ONE, but you'd get considerable error if you don't "pump up" your 
start vector to a suitable size because of the integer precision. 


14) What does GsGetLs(), GsSetLs(), and Շտ--- actually do? 


GsGetLs() will create the Local to Screen matrix. It also checks the flg 
variable and recalculates the product of the parent matrices if necessary. 
This means the coordinate system hierarchy will contain the correct Local 
to World matrices. After the function call, TempMatrix will contain a 
matrix which will translate this coordinate system to Screen coords. 


GsGetLs(&Coord, &TempMatrix) ; 


GsSetLs() sets up the Local -» Screen matrix in the GTE. Any subsequent 
GsSortObject() calls will use this matrix. 


GsSetLs (&TempMatrix) ; 


"The Lw Matrix describes the transformation of the local coordinate system 
to the world coordinate system. The lihting subsystem of the PSX needs 
this matrix to perform the calculations (probably for the transformation 
of the normal vectors of surface elements). The Ls Matrix transforms the 
local coordinates into viewing coordinates, where the origin is positioned 
at the Viewing Reference Point and the Z-Axis is pointing into viewing 
direction and the -Y-Axis is poiting into the viewing up vector direction. 
The Application of the Ls Matrix is perfomed juts before the perspective 
transformation is done. As you usually perform lighting and drawing of an 
object, you have this GsGetLws method that returns both matrices." 


"Your 3D object is described in local coordinates, and must be transformed 
into World coordinates, and then finally into Screen coordinates before it 
can be drawn. GsGetLs creates a matrix which will perform these two 
transformations in one go. However, any lighting must be performed using 
the Local->World matrix. You set up the lighting in the GTE with the 
Local->World matrix. 


If you're not performing any lighting, then you can ignore this matrix, 
but if you want to perform lighting, then you call GsGetLws() which will 
return both the Local->World and the Local->Screen matrices. You then set 
the GTE's lighting parameters with the Local->World matrix (using 
GsSetLightMatrix() ), and the GTE's point transformation parameters with 
the Local->Screen matrix (using GsSetLsMatrix() )." 


"If you use the Local->Screen matrix as the Light Matrix, the lights will 
be relative to the view, as if you've got some lights attached to the 
camera. With the Dino demo, this doesn't really matter much. In most 
games the lights are fixed in relation to the world, not the camera, 
which is why the intermediate LW matrix is required." 


15) What does gteMIMefunc() do? 

Fast addition of one array of SVECTORS to another array of SVECTORS. 
With a scaling factor. 

16) What's a standard size for a model? 


Typical sizes are about 500.0 to 2000.0 in each dimension. 
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17) How small/big can I make my model? 


If a model is too small (like 5.0-10.0 or so), the view will have to get 
very close to the model to see it, making viewing difficult and distorting 
textures. 


If a model is too large, (>2000.0 or so), it may "blink out" when the 

view gets far away from it, since the view can only see up to 16 bits 

(-32768 to +32768) away. The model can be placed anywhere in the world, 

however, which is 32 bits (-2147483648 to +2147483647). If the model is 

—--MESSAGE FILE 16108 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000113 


—--MESSAGE FILE 16109 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000114 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scea.yaroze.announce 

Subject: New Game Available! 

Date: Mon, 18 Jan 1999 14:30:57 -0800 

Organization: @Home Network 

Lines: 39 

Message-ID: <36A3B621.736D5DEB@home.net> 

NNTP-Posting-Host: cs207965-a.gvmt1l.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Hello Everybody, 


The NTSC version of "Opera of Destruction" is ready for release. I haven't put 
up a home page on the US Yaroze site, but you can download the game from 
http://members.home.net/jpretori/opera.zip 


(see http://members.home.net/jpretori/betafx.html for some out of date screen 
shots) 

The game will also hopefully appear in the showcase section of the U.S. site 
shortly. 


Opera of Destruction is an intense 3D flight sim type game that can be best 
described as a mix between Defender and Skychase for the Amiga. In one player 
mode you have to battle through 20 worlds, destroying enemy cities while 
protecting your own flying city. The game also features a 2 player split screen 
mode where players try to demolish each others city. 


I've been working on the game part time for the last 8 months. It probably took 
about 550 hours to complete, but it was time well spent (222). I think that 
everybody who enjoys programming should write at least one game in their life 
time (but not necessarily try and sell it for $60 to poor game addicted children 
like some companies do!) 


SCEA has received some criticism lately for the state of the Yaroze program in 
North America. I hope this game helps improve the situation or perceived 
situation. I am just grateful that Sony had the insight to create the Yaroze 
program in the first place. Hopefully they will also create an amateur 
development system for the Playsation 2. 


I know how useful it can be browsing through source code, but I have not 
released the code for this game. Half way through development I started becoming 
frustrated that it was taking so long to complete and entered a zombie hacking 
state - the result being embarrassingly ugly code. But if you think that my game 
addresses a programming issue which you would like to know more about feel free 
to ask me.. 


James Pretorius 


——MESSAGE FILE 16109 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000114 


—-MESSAGE FILE 16110 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000115 


Net Yaroze newsgroups message dump.txt Page 10914 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
Newsgroups: scea.yaroze.announce 

Subject: test 

Date: Thu, 21 Jan 1999 19:45:28 GMT 
Organization: L4 Software 

Lines: 1 

Message-ID: <36a783ce.20645387@205.149.189.29> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


test 123 
—-MESSAGE FILE 16110 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000115 


—-MESSAGE FILE 16111 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000116 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: new upload: dxcard-- read Dex Drive game saves! 

Date: Wed, 10 Mar 1999 00:53:51 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36E6331F.318636DB@znet .com> 

NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:116 scee.yaroze.mydemos: 408 


New upload: dxcard ver. 1.0 


Dxcard allows your Yaroze to read Playstation game save files made with 
Interact's Dex Drive (.GME) or the Playsaver (.MC) and copy them to a 
memory card. Lots of game save files are available on the internet with 
all levels, all cars, etc. -- go back and have fun with all those games 
you gave up on. Based on Sony card sample source, with enhanced menus, 
messages, and error checking. Lets you select individual files to copy, 
includes card directory, hex dump, and erase file functions. Includes 
source, with Japanese comments translated. PAL & NTSC versions. 


-- Limitations: 

Only writes from main memory to memory card, does not transfer files 
from memory card to PC. Only works 

with memory card #2. Memory card cannot be removed while program is 
running. No icons, but displays card descriptions using Kanji font. 


file link: 
http://wwl.scea.sony.com/net/yaroze/pages/ftp/kbender/dxcard.zip 


my yaroze page: 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
Without dxcard, I know I'd never get to see the toilet level 
in Parappa the Rapper, with my sense of rhythm. 


share and enjoy. 


feedback hungrily accepted. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
—-MESSAGE FILE 16111 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000116 


—-MESSAGE FILE 16112 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000117 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
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Newsgroups: scea.yaroze.announce 

Subject: Chats move to Tuesday nights 
Date: Thu, 11 Mar 1999 20:57:03 GMT 
Organization: L4 Software 

Lines: 7 

Message-ID: <36e82d89.23513987@205.149.189.29> 
NNTP-Posting-Host: firewall-ext.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Just a quick note to let everyone know that I am moving the chats from 
Saturday night to Tuesday night. The time will remain the same, 9:00pm 
EST. 


I hope to see you there, 


Mario 
—-MESSAGE FILE 16112 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000117 


—-MESSAGE FILE 16113 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000118 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Chats move to Tuesday nights 

Date: Tue, 16 Mar 1999 15:38:27 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36EEEB73.96CB691F@vmlabs.com> 

References: <36e82d89.23513987@205.149.189.29> 

NNTP-Posting-Host: vmlabs68.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Ah nuts, I can't make it tonight. Gotta drop by GDC and see what 
freebies they have. 


I do like it better on Tuesday's though. 9pm EST is 6pm my time so it 
coincides well with when I start thinking about leaving work. I just 
wanted to give feedback so you don't change it back to Saturday :) 


Scott 

> Just a quick note to let everyone know that I am moving the chats from 
> Saturday night to Tuesday night. The time will remain the same, 9:00pm 
> EST. 

> 

> I hope to see you there, 

> 

> Mario 


-—-MESSAGE FILE 16113 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000118 


—-MESSAGE FILE 16114 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000119 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Chats move to Tuesday nights 

Date: Wed, 17 Mar 1999 20:32:58 -0500 

Organization: BitSlap Software 

Lines: 15 

Message-ID: <7cpljmSob j6@scea> 

References: <36e82d89.23513987@205.149.189.29> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 
NNTP-Posting-Host: sud-tcsl-port23.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


I completely forgot about the change... 
How was the attendance in the Auditorium on Tuesday?? 


Mario Perdue <mperdue@l4software.com> wrote in message 

news: 36e82d89.23513987@205.149.189.29... 

>Just a quick note to let everyone know that I am moving the chats from 
>Saturday night to Tuesday night. The time will remain the same, 9:00pm 
>EST. 

> 

>I hope to see you there, 

> 

>Mario 


—-MESSAGE FILE 16114 END: net-—yaroze-usenet/00000002-SCEA/yaroze/announce/00000119 


—-MESSAGE FILE 16115 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000120 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Chats move to Tuesday nights 

Date: Thu, 18 Mar 1999 03:51:49 GMT 

Organization: L4 Software 

Lines: 11 

Message-ID: <36f0781e.3876380@205.149.189.29> 

References: <36e82d89.23513987@205.149.189.29> <7cpljmSobj6@scea> 
NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Wed, 17 Mar 1999 20:32:58 -0500, "Steve Tolin" 
<BitSlap_Software@bigfoot.com> wrote: 


>I completely forgot about the change... 
> 


>How was the attendance in the Auditorium on Tuesday?? 


Not too good, there were only two of us. Hopefully there will be a 
better turnout next week. 


Mario 
—-MESSAGE FILE 16115 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000120 


-—-MESSAGE FILE 16116 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000121 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Chats move to Tuesday nights 

Date: Thu, 18 Mar 1999 09:07:25 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7crbns$obj7@scea> 

References: <36e82d89.23513987@205.149.189.29> <7cplijmSob j6@scea> <36f0781e.3876380@ 
205.149.189.29> 

NNTP-Posting-Host: tide77.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.203 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.203 


Yeah, weeknights are hard. I usually work past 6pm and the auditorium 
applet won't work through the firewall we have here. : ( 


-Steve 
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Mario Perdue <mperdue@l4software.com> wrote in message 
news: 36f0781le.3876380@205.149.189.29... 

> On Wed, 17 Mar 1999 20:32:58 -0500, "Steve Tolin" 
<BitSlap_Software@bigfoot.com> wrote: 


>I completely forgot about the change... 
> 


>How was the attendance in the Auditorium on Tuesday?? 


Not too good, there were only two of us. Hopefully there will be a 
better turnout next week. 


VVVVVVVV VV 


Mario 


—-MESSAGE FILE 16116 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000121 


—-MESSAGE FILE 16117 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000122 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Re: Chats move to Tuesday nights 

Date: Thu, 18 Mar 1999 23:32:34 GMT 

Organization: L4 Software 

Lines: 6 

Message-ID: <36f18cd0.34680695@205.149.189.29> 

References: <36e82d89.23513987@205.149.189.29> <7cplijmSobj6@scea> <36f0781e.3876380@ 
205.149.189.29> <7crbnsSobj7@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Steve, 


You don't have to be there right at the starting time. I'm usually 
there for at least 2 hours. 


Mario 
—-MESSAGE FILE 16117 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000122 


—-MESSAGE FILE 16118 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000123 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Mark Andrade" <mark@andradearts.com> 

Newsgroups: scea.yaroze.announce 

Subject: Re: Chats move to Tuesday nights 

Date: Thu, 18 Mar 1999 17:48:11 -0800 

Organization: Andrade Arts 

Lines: 15 

Message-ID: <7csa8h$obj9@scea> 

References: <36e82d89.23513987@205.149.189.29> <7cplijmSobj6@scea> <36f0781e.3876380@ 
205.149.189.29> <7crbnsSobj7@scea> 

NNTP-Posting-Host: dol-proxyl.disney.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Are you on a PC? If so check out a program called SocksCap32. I think it's 
shareware. I'm behind a firewall also but SockCap32 lets the applet work 
through it. 


Mark Andrade 


Steve Spiller wrote in message <7crbnsSobj7@scea>... 
>Yeah, weeknights are hard. I usually work past 6pm and the auditorium 
>applet won't work through the firewall we have here. : ( 
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—-MESSAGE FILE 16118 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000123 


—-MESSAGE FILE 16119 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000124 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 
Subject: PLAYSTATION 2 RELEASED! | 1 1111 

Date: Thu, 1 Apr 1999 14:26:37 -0600 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <7e0kjrSb4r2@scea> 

NNTP-Posting-Host: 98CF30C5.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:124 scea.yaroze.freetalk:1291 sce 
e.yaroze.event:109 scee.yaroze.freetalk.english: 3872 


www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE RELEASE 
OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 


CHECK IT OUT FOR ALL OF THE GOOD INFO! !!!!!!!!!! 


Nathan Miller 


—-MESSAGE FILE 16119 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000124 


—-MESSAGE FILE 16120 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000125 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 

Subject: Re: PLAYSTATION 2 RELEASED! 111111) 

Date: Thu, 01 Apr 1999 17:50:04 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3703F81C.6D542642@datasys.net> 

References: <7e0kjrSb4r2@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 336.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:125 scea.yaroze.freetalk:1292 sce 
e.yaroze.event:111 scee.yaroze.freetalk.english:3875 


Nathan Miller wrote: 


www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE RELEASE 
OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 


VVVVVV 


hehehehehe........ Check out the date man..... April. ISt icc: 
IT'S AN APRIL FOOLS JOKE. hehe! 
"Darco 


—-MESSAGE FILE 16120 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000125 


—-MESSAGE FILE 16121 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000126 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nathan Miller" <kiryu@aol.com> 
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Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 

Subject: PLAYSTATION 2 

Date: Thu, 1 Apr 1999 17:25:57 -0600 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <7e0v43Sb4r4@scea> 

NNTP-Posting-Host: 98ADA61A.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:126 scea.yaroze.freetalk:1293 sce 
e.yaroze.event:112 scee.yaroze.freetalk.english: 3876 


Well, I guess I forgot what day it was!!!!!!}!!!!  Hmmm..... back to 


—-MESSAGE FILE 16121 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000126 


—-MESSAGE FILE 16122 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000127 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: Access to SCEE site 

Date: Fri, 02 Apr 1999 23:29:48 GMT 

Organization: L4 Software 

Lines: 4 

Message-ID: <3705213c.5894697@205.149.189.29> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Everyone should now have access to the SCEE site. Please email me with 
your member ID if you cannot get in. 


Mario 
—-MESSAGE FILE 16122 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000127 


-—-MESSAGE FILE 16123 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000128 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: wadder, a mac utility, now available 

Date: Sat, 24 Apr 1999 23:49:44 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <ldqsi25.1f0tb4j39yq4gN@user-—33qsplh.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qsplh.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 
Xref: chuka.playstation.co.uk scea.yaroze.announce:128 scea.yaroze.problems.mac: 92 


wadder collects all of your data files together (TIMs, TMDs, etc.) and 
creates one big data file with all that data inside it. Now, instead of 
having to upload each individual TIM and TMD to the Yaroze, all you have 
to do is upload the single resultant data file. wadder also creates a 
header file which tells you where in memory each TIM and TMD resides. 
Just #include this header in your code and you're ready to go! 


[Inspired by (but uses no code from) Darco's "combine" utility (for the 
PC) .] 


Get it at <http://www.scea.sony.com/net/yaroze/pages/wlee.html> 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 
—-MESSAGE FILE 16123 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000128 
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—-MESSAGE FILE 16124 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000129 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.mydemos 

Subject: Decaying Orbit 

Date: Mon, 24 May 1999 09:37:55 -0700 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <37498063.C46675FC@vmlabs.com> 

NNTP-Posting-Host: vmlabs111.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


At long last, here it is. 


What began as a simple test of my sprite-handling abilities soon 
blossomed into a full game. Those of you that have been here a while 
might remember this game when it was called Planet Graviton. I then 
changed it to Escape Velocity since it fit so nicely. Unfortunately 
that name is taken so it's now Decaying Orbit. 


This demo has the first of five planned galaxies (each comprising 


20-25 levels). Unfortunately, unless response is overwhelming, I 
won't be finishing the other four any time soon. I've been stuck in 
2D for so long I need to move on to another (3D) project. 


You can get the NISC or PAL version of the game here: 


http://www. dragonshadow.com/downloads/do_ntsc.zip 
http://www.dragonshadow.com/downloads/do_pal.zip 


I'm sorry I didn't do a proper port from NTSC to PAL. By the time 
I realized I needed to do it my code was firmly entrenched in NTSC. 
Still, it's playable. 


I want to thank both Bob Shand and Nick F for taking the time to help 
me with testing before the release. 


If you want to get more info about the game, I've made a website for 
its 


http://www.dragonshadow.com/decayingorbit 


It has an online manual, information about the levels, and some help 
on using the level editor. 1:11 be adding more stuff over the next 
few weeks - like cheats/secrets and diagrams of all the levels. 


Also, I packaged up the online-manual portion of the website and have 
it available for download (and subsequent offline-reading) here: 


http://www. dragonshadow.com/downloads/do_manual.zip 


About all that's left to say is WHEW! 
Can I take a nap now? 


Scott 
—-MESSAGE FILE 16124 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000129 


—-MESSAGE FILE 16125 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000130 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Re: Decaying Orbit 

Date: Mon, 24 May 1999 17:15:51 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3749EBB7.6CD94088@vmlabs.com> 

References: <37498063.C46675FC@vmlabs.com> 
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If my code always completes before the drawing, then I know my code is as 
optimised as it needs to be. 1 could make it quicker, but I'd still have to 
wait for drawing to complete, so what's the point? In general, I'd suggest 
that this is usually the case, especially for 2D work. 


If the code is overrunning the drawing, then it's time to optimise the code. 
(Unfortunately the above timing method will not tell you by how much the 
code is overrunning - DrawSync will return immediately and the two timings 
will be close if not identical.) 


If the drawing is taking too long, then that's what needs to be optimised. 
Reduce: use of semi-transparency, use of rotated/scaled sprites, 
bit-resolution/size of textures, etc. 


Ah well. I've said my bit, and I hope this is of use to someone. 


Alex. 


1093 


—-MESSAGE FILE 1715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00418 


-—-MESSAGE FILE 1716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000419 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Optimisation 

Date: Fri, 27 Feb 1998 16:15:41 -0800 

Organization: 

Lines: 93 

Message-ID: <34F7572D.EF10D927@netmagic.net> 

References: <34F1D481.5FFF@mdx.ac.uk> <34F74BF0.54FDD9A@ndirect.co.uk> 
Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Alex Herbert wrote: 


> 

> Hi all. 

> 

> There are some very important points regarding optimisation which no one 

> seems to mention. (Maybe it's just too obvious.) 

> 

> Remember that the PSX processing is parallel. Your code and drawing are 

> happening at the same time, and both have to complete before frame 

> switching. (Yes, yes, I know you already know this but it's relevant.) It 
> is not usual that both the code and drawing take the same time to complete, 
> hence the need for DrawSync(). So why waste time optimising the part which 
> finishes first? It gains you nothing. 


Yup. The R3000 CPU is a pokey 33MHz (blech!), but the graphics and 

Pro Pm is offloaded to the dedicated processing units (each with 
ere The reason why I want my code as fast as possible is so I can 
ene things while waiting for drawing/sound processing to complete. 
eee decompression, sound event handling, restructuring trees. The big 
bottlenecks I'm dealing with aren't in the GPU. 


You may just be tracking a few hundred events on-screen like smoke, 
gunfire, 

floating caption text, and enemy positions. You'd also want to get as 
much 

speed out of your code if you have complicated collision detection 


Net Yaroze newsgroups message dump.txt Page 10921 


NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.announce:130 scee.yaroze.mydemos: 436 


It has been pointed out to me that I shouldn't make binaries available 
օո a non-Yaroze server. 


Much appologies for the transgression. I've removed them and will post 
another message once they're available at the approriate locations. 


Goes to show you how long it's been since I've posted anything :) 


Scott 
—-MESSAGE FILE 16125 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000130 


-—-MESSAGE FILE 16126 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000131 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Decaying Orbit (for real this time) 

Date: Wed, 26 May 1999 18:41:50 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <374CA2DE.87C76FBE@vmlabs.com> 

References: <37498063.C46675FC@vmlabs.com> <3749EBB7.6CD94088@vmlabs.com> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.announce:131 scee.yaroze.mydemos: 440 


Decaying Orbit is available at the proper place this time. SCEE folks 
might have to wait until it gets mirrored over to your side. 


For SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/scartier/do_ntsc.zip - 
NTSC (514k) 
http://www.scea.sony.com/net/yaroze/pages/ftp/scartier/do_pal.zip - 
PAL (515k) 


For SCEE (once available): 


http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_ntsc.zip 
- NTSC (514k) 


http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_pal.zip 
- PAL (515k) 


Scott 
-—-MESSAGE FILE 16126 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000131 


-—-MESSAGE FILE 16127 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000132 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce 

Subject: System problems 

Date: Sun, 27 Jun 1999 12:50:58 GMT 

Organization: L4 Software 

Lines: 8 

Message-ID: <37761d8a.2332447@205.149.189.29> 

NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 
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Just thought I'd let everyone know that I've been having system 
problems lately and have lost a few email requests from members. If 
you have emaild any requests to me in the last two weeks and I have 
not responded yet, please email your request again. 


Thanks, 


Mario 
—-MESSAGE FILE 16127 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000132 


—-MESSAGE FILE 16128 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000133 
Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk 

Subject: 'lizard' first-look now available 

Date: Fri, 16 Jul 1999 03:12:03 -0700 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <ldv0lin.1lmexggblfjc9tsN@user-33qti7h.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qti7h.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:133 scea.yaroze.freetalk:1436 


well, it's nowhere near an actual game yet, and it's pretty barren, 
graphics-wise, but my yaroze demo has reached a point where i wanted to 
share it with the outside world. 


it's called "lizard," because your character is supposed to be a cyborg 
lizard, although currently it looks more like a turtle. it will 
eventually be some kind of 3-d 3rd-person platformy-shooter kind of 
thing; as it stands now, it's more of a skeleton of an engine. i'm 
pretty happy with the way it's coming together, though. 


no source code yet, and no PAL version yet (sorry!)... but it's a small 
download (like i said, it's graphically barren, and no sound), so please 
take a look if you can! 


thanks. 


http://www.scea.sony.com/net/yaroze/pages/ftp/wlee/lizard.zip 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 16128 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000133 


—-MESSAGE FILE 16129 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000134 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk 

Subject: Re: 'lizard' first-look now available 

Date: Fri, 16 Jul 1999 20:28:28 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <378FF85C.1BC27E55@concentric.net> 

References: <ldv0Olin.1lmexggbl1fjc9tsN@user-33qti7h.dialup.mindspring.com> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts009d38.o0ak-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.announce:134 scea.yaroze.freetalk:1438 


Wayne, 


Looking good! The player textures are really cool as are the shots. 
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One thing I noticed was that the camera rotate buttons (L2 & R2) I 
believe seemed reversed. 


I can't wait to see how this turns out! 


Scott 
—-MESSAGE FILE 16129 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000134 


—-MESSAGE FILE 16130 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000135 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: new version of TMDViewer available 

Date: Mon, 13 Sep 1999 22:29:17 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <ldy3ck8.fx0zt6jsmsn4N@[192.168.0.1]> 

NNTP-Posting-Host: user-33qtgmr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:135 scea.yaroze.problems.mac: 93 


i've uploaded version 0.5 of tmdviewer, my rsd/tmd viewer/editor for 
macintosh. new features include better rsd support, uv editing, and 
more. oh yeah, i've uploaded the source code, too, warts and all! 


check out my web page (in my sig) for details! 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
——MESSAGE FILE 16130 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000135 


—-MESSAGE FILE 16131 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000136 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: dxf to rsd for macintosh! 

Date: Sat, 23 Oct 1999 12:43:16 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <1dzzq49.1603wn71fmwpbqN@wal-2.dsl.speakeasy.net> 

NNTP-Posting-Host: wal-2.dsl.speakeasy.net 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:136 scea.yaroze.problems.mac:97 


i've recently upgraded my mac tmd/rsd viewer to import dxf files. it's 
available on my web site (see my .sig below). 


oh yeah, i'll probably be renaming the program soon (currently named 
"TMDViewer"), since it does far more than just view tmds now. i'm 
leaning towards "DR TIM": Dxf Rsd Tmd Interchange for Macintosh.... any 
suggestions? 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 16131 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000136 


-—-MESSAGE FILE 16132 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000137 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: Re: dxf to rsd for macintosh! 

Date: Sun, 24 Oct 1999 16:40:21 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <381335ef.403519132@news.scea.sony.com> 

References: <1l1dzzq49.1603wn71fmwpbqN@wal-2.dsl.speakeasy.net> 
NNTP-Posting-Host: vmlabs39.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Xref: chuka.playstation.co.uk scea.yaroze.announce:137 scea.yaroze.problems.mac: 98 


>oh yeah, i'll probably be renaming the program soon (currently named 
>"TMDViewer"), since it does far more than just view tmds now. i'm 
>leaning towards "DR TIM": Dxf Rsd Tmd Interchange for Macintosh.... any 
>suggestions? 


DR TIM sounds good. It's catchy and descriptive. Too bad I can't use 
it) 


Scott 
--MESSAGE FILE 16132 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000137 


——MESSAGE FILE 16133 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000138 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:31 -0000 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <883ui3$2kh1@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1534 scee.yaroze.freetalk.english 
25334 scea.yaroze.announce:138 scee.yaroze.programming.2d_graphics:1123 


Are any fellow yarozers going to the game Developer conference this year? 


——MESSAGE FILE 16133 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000138 


—-MESSAGE FILE 16134 START: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000139 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:55 -0000 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <883ui4S2kh2@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1535 scee.yaroze.freetalk.english 
25335 scea.yaroze.announce:139 scee.yaroze.programming.2d_graphics:1124 


Are any fellow yarozers going to the game Developer conference this year? 


—-MESSAGE FILE 16134 END: net-yaroze-usenet/00000002-SCEA/yaroze/announce/00000139 


HHP AE RHEE EE HE EH 
HRT AE AEE FE EAE H 


EE E TE AE HE FE E FE E HE HEH HE H 
--START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners 
EE E TE AE AE FE AE FE E HE TEESE 
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--MESSAGE FILE 16135 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Yaroze philosophy 

Date: Wed, 23 Apr 1997 20:07:58 -0500 

Organization: (no organization) 

Lines: 15 

Message-ID: <335EB26E.19A3@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I've been looking at the demos, and one thing that seems very common 
to me is that people use siocons to load data chunks (TIM, VAB, etc) 
into "hard coded" locations, and then use #define VAB_ADDR 0x8011000 
type definitions to let the run-time code know where they are. 


Wouldn't it be easier to include a big array in the code, (ie, 
convert the binary datafile into a big, "C" array, like using 
tga2img.exe) with the appropriate size, and then just refer to 
é&éarray[0] (or just "array" of course) in the code, and let the linker 
figure out where it should go? 


I'm not sure if I'm missing the benefit of the multiple load 
method. 


Ed Federmeyer 
—-MESSAGE FILE 16135 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000001 


——MESSAGE FILE 16136 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Yaroze philosophy 

Date: Thu, 24 Apr 1997 01:49:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <335eba97.9388537@205.149.189.29> 

References: <335EB26E.19A3@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0004-24.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


1) 


Ed, 


One advantage to loading the data seperately is that you don't have to 
load it each time. You could have two batch files, one that loads 
everything and one that just loads the executable. Since the graphics 
and sound normally make up the bulk of a game program, you could save 
a fair amount of time by not reloading them every time you change your 
code. So far I havn't done anything big enough to worry about DL time, 
so tim2img.exe works fine for me. 


I'm sure there are other advantages, but they don't come to mind right 
now. 


Mario 


On Wed, 23 Apr 1997 20:07:58 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


>I've been looking at the demos, and one thing that seems very common 
>to me is that people use siocons to load data chunks (TIM, VAB, etc) 
>into "hard coded" locations, and then use #define VAB_ADDR 0x8011000 
>type definitions to let the run-time code know where they are. 

> 
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>Wouldn't it be easier to include a big array in the code, (ie, 
>convert the binary datafile into a big, "C" array, like using 
>tga2img.exe) with the appropriate size, and then just refer to 


>&array[0] (or just "array" of course) in the code, and let the linker 
>figure out where it should go? 

> 

>I'm not sure if I'm missing the benefit of the multiple load 

>method. 

> 


>Ed Federmeyer 


-—-MESSAGE FILE 16136 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000002 


——MESSAGE FILE 16137 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Yaroze philosophy 

Date: Thu, 24 Apr 1997 02:12:28 -0500 

Organization: (no organization) 

Lines: 10 

Message-ID: <335F07DC.3712@charlie.cns.iit.edu> 

References: <335EB26E.19A3@charlie.cns.iit.edu> <335eba97.9388537@205.149.189.29> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Mario Perdue wrote: 
> One advantage to loading the data seperately is that you don't have to 
> load it each time. 


Ahhh, so when the program exits, and the Yaroze returns to the console 
screen, it doesn't clear the RAM? If thats true, then I can see that 
being a big advantage. I kind of assumed it cleared the RAM when it 
reset to console mode.. I'll have to try that out. 


EdF 
--MESSAGE FILE 16137 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000003 


——MESSAGE FILE 16138 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: Yaroze Philosophy 

Date: Thu, 24 Apr 1997 10:29:36 -0700 

Organization: Sony Computer Entertainment America 

Lines: 11 

Message-ID: <335F9880.E70@interactive.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Yes it is true, 


you just need to download the data portion just ones but after that 
you can just do the executables and that is what changes more 
frequently. 


One important thing to note is that the data integrity is maintained 
only until you reset the PlayStation. Onece you do that, you can not 
rely on the memory contents anymore. 


Pradip 
—-MESSAGE FILE 16138 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000004 
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——MESSAGE FILE 16139 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.beginners 

Subject: How do I make a TMD? 

Date: 30 Apr 1997 01:13:43 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <01bc5504$01a8c880$2291b8cd@mannynaj> 
NNTP-Posting-Host: dgr-ill-02.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Can anyone outline for me in detail how to create a textured 3d object. I 
know it is a lot to ask. Perhaps there is some sort of FAQ floating 
around? 


Manny Najera 
—-MESSAGE FILE 16139 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000005 


——MESSAGE FILE 16140 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
6 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: How do I make a TMD? 

Date: Wed, 30 Apr 1997 03:12:42 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <3366b756.46209678@205.149.189.29> 

References: <01bc5504$01a8c880$2291b8cd@mannynaj> 

NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Manny, 

The basic process is this: 

1) Create your 3D objects with a modeler or CAD program. 
2) Export the objects as DXF files. 


3) Use DXF2RSD.EXE or DXF2RSDW.EXE to convert the DXF files to RSD 
file sets of the objects. 


4) Use RSDLINK.EXE to link all your RSD file sets into a TMD file. 


Instructions for using these utilities are available in the User's 
Guide, Chapter 14 - Graphics Tools. 


Mario 


On 30 Apr 1997 01:13:43 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>Can anyone outline for me in detail how to create a textured 3d object. I 
>know it is a lot to ask. Perhaps there is some sort of FAQ floating 
>around? 

> 

>Manny Najera 


—-MESSAGE FILE 16140 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000006 


——MESSAGE FILE 16141 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David Minsterman <daminste@top.cis.syr.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Just a comment 
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Date: Mon, 28 Apr 1997 23:41:39 -0700 
Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33659823.590B@top.cis.syr.edu> 
Reply-To: daminste@top.cis.syr.edu 
NNTP-Posting-Host: sudial0609-025.syr.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; Ս) 


I've had my PSX for about a week now and I am really happy so far with 

it. Mainly I just wanted to test my posting ability to the newsgroups 

and say hello to everyone. This looks like everone involved is going to 

have some fun! Maybe frustrating at times but this is the best thing 

I've seen happen in a long time for us little guys with a fantasy in 

mind. 

—-MESSAGE FILE 16141 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000007 


—-MESSAGE FILE 16142 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Brian Dawson <brian_dawson@interactive.sony.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Yaroze philosophy 

Date: Wed, 30 Apr 1997 16:34:18 -0700 

Organization: Sony Computer Entertainment America 

Lines: 13 

Message-ID: <3367D6FA.4E17@interactive.sony.com> 

References: <335EB26E.19A3@charlie.cns.iit.edu> <335eba97.9388537@205.149.189.29> <3 
35F07DC.3712@charlie.cns.iit.edu> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Win95; 1) 


Ed Federmeyer wrote: 


Mario Perdue wrote: 
> One advantage to loading the data seperately is that you don't have to 
> load it each time. 


Ahhh, so when the program exits, and the Yaroze returns to the console 
screen, it doesn't clear the RAM? If thats true, then I can see that 
being a big advantage. I kind of assumed it cleared the RAM when it 
reset to console mode.. I'll have to try that out. 


VVVVVVVVV VV 


EdFAlso, by using siocons to load the data you avoid having to "rewrite" 
the array every time the data changes. 
—-MESSAGE FILE 16142 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000008 


——MESSAGE FILE 16143 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000000 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Just a comment 

Date: Thu, 01 May 1997 10:02:11 +0000 

Organization: HandsOnToys, Inc. 

Lines: 9 

Message-ID: <33686A23.5F67@handsontoys.com> 

References: <33659823.590B@top.cis.syr.edu> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


David Minsterman wrote: 


Net Yaroze newsgroups message dump.txt Page 10929 


> 
>little guys with a fantasy in 
> mind. 


I think that says it all. My friends and I have been in constant denial 

since programming games for C64 and Amiga sort of ended in Junior High - 

now at 25 we have returned with better tools - much more knowledge and 

the ability to finance the "dream" that fantasy... 

—-MESSAGE FILE 16143 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000009 


--MESSAGE FILE 16144 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
0 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Contents of Boot CD 

Date: Sat, 03 May 1997 12:08:28 -0400 

Organization: ArcanaTech 

Lines: 9 

Message-ID: <336B62FC.B67@earthlink.net> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust13.Max10.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


It appears that there are some sound and graphics files available on the 
Yaroze Boot CD (e.g., Mario uses sounds from the CD in his spaceguy 
demo) . 


How can I find out what files are on the CD (short of writing a program 
to do it.. an exercise left for the reader??). Have I missed something 
in a readme or in the documentation? 


Jack Copper 
—-MESSAGE FILE 16144 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000010 


--MESSAGE FILE 16145 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Contents of Boot CD 

Date: Sat, 03 May 1997 19:11:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <336b8d4c.18253753@205.149.189.29> 

References: <336B62FC.B67@earthlink.net> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>It appears that there are some sound and graphics files available on the 
>Yaroze Boot CD (e.g., Mario uses sounds from the CD in his spaceguy 
>demo) . 


> 

>How can I find out what files are on the CD (short of writing a program 
>to do it.. an exercise left for the reader??). Have I missed something 
>in a readme or in the documentation? 

> 


Well, you could put the CD into your PC's CDROM drive browse it to see 
what's there. You could also look in the PSX/DATA directory where you 
installed the NY dev system. The files are all there as well. 


Mario 
—-MESSAGE FILE 16145 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000011 


—--MESSAGE FILE 16146 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
2 
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Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Contents of Boot CD 

Date: Sat, 03 May 1997 18:08:34 -0400 

Organization: ArcanaTech 

Lines: 47 

Message-ID: <336BB762.1411@earthlink.net> 

References: <336B62FC.B67@earthlink.net> <336b8d4c.18253753@205.149.189.29> 
Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust26.Max10.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; U) 


Mario Perdue wrote: 


> Well, you could put the CD into your PC's CDROM drive browse it to see 
> what's there. You could also look in the PSX/DATA directory where you 
> installed the NY dev system. The files are all there as well. 
> 
> 


Mario 


Sigh... I never think of CDs in terms of ISO standard... I was thinking 
the boot CD was some wierd format... 


HOWEVER, I went ahead and started to write a function to 
programmatically browse... and have yet to get anything to work. 


I tried what seemed to be the straightforward thing to do: 


struct DIRENTRY stBaseDirectory; 
firstfile("cdrom:\\*", &stBaseDirectory); // note lower case cdrom: 


This sends the playstation off into the weeds. I've tried various other 
permutations for the name parameter, but all either lock up the 
playstation or cause an error message but no directory info. 

For example 

firstfile("*", &stBaseDirectory) ; 

causes an error message something like 


* is not a known device. 
Known device types are: 


tty: SIO console 
cdrom: CD-ROM 

bu: MEMORY CARD 
mem: (reserved) 
cdx: (reserved) 


If I use CDROM: (upper case) the error message says CDROM is not a valid 
device .... (note that there is NO : after the CDROM). 


I I use bul0: as the name parameter, I get something valid back (I have 
a memory card in slot two). 


So, what am I doing wrong for the CD?? 


Thanks. 
Jack Copper 
-—-MESSAGE FILE 16146 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000012 


—--MESSAGE FILE 16147 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
3 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Contents of Boot CD 

Date: Sat, 03 May 1997 18:37:31 -0500 


Net Yaroze newsgroups message dump.txt Page 1094 


schemes or 
need to save a few cycles for complex math. 


Case in point: I need all the speed I can to do some cheezy 2D 
light-sourcing. 


On the "death" screen in my current project, I have a 30x30 grid of 
tiles 

for the playfield. The tiles farther from the epicenter of the bomb 
explosion 
fade to black. If I didn't do some optimisation of the code itself, it 
would 

take forever to calculate the distance of every tile to the epicenter. 
(I 

originally tried it with a floating-point hypoteneuse and I got 
something like 

8 frames per second.) Using some integer math I got it back up to 60 
fps---I 

cheated by using the X/Y delta instead. If I wanted a near-perfect 
circle, I 

would have put the delta distances into a lookup table. ^_^ 


Any speed improvement of the Basic Case makes a huge difference when 
you're 
slapping down 900+ sprites in the General Case. 


I call VSync(1) before DrawSync to determine the code execution time, and 
then VSync as normal before switching buffers. I then keep peak values for 
these times (which are reset every second or so) as it is peaks that lead to 
slowdown and juddering. 


V V V V 


That's a good idea. 


If my code always completes before the drawing, then I know my code is as 
optimised as it needs to be. I could make it quicker, but I'd still have to 
wait for drawing to complete, so what's the point? In general, I'd suggest 
that this is usually the case, especially for 2D work. 


If the code is overrunning the drawing, then it's time to optimise the code. 
(Unfortunately the above timing method will not tell you by how much the 
code is overrunning - DrawSync will return immediately and the two timings 
will be close if not identical.) 


If the drawing is taking too long, then that's what needs to De optimised. 
Reduce: use of semi-transparency, use of rotated/scaled sprites, 
bit-resolution/size of textures, etc. 


VVVVVVVVVVV VV 


*nod* I agree with that too. Also, instead of timing your frame 
flipping to 
1/60 or 1/50 per second, you could always drop down to 30/25 fps. You 
could 
set a callback on the vsync to set a flag telling you when every other 
vertical retrace has occurred. I think that the graphics will still be 
fluid 

enough. 


> Ah well. I've said my bit, and I hope this is օք use to someone. 
> 
> Alex. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 1716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00419 


—-MESSAGE FILE 1717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000420 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 
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Organization: (no organization) 

Lines: 22 

Message-ID: <336BCC3B.6713@charlie.cns.iit.edu> 
References: <336B62FC.B67@earthlink.net> <336b8d4c.18253753@205.149.189.29> <336BB76 
2.1411@earthlink.net> 

Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Jack Copper wrote: 
> Sigh... I never think of CDs in terms of ISO standard... I was thinking 


> the boot CD was some wierd format... 

> 

> HOWEVER, I went ahead and started to write a function to 

> programmatically browse... and have yet to get anything to work. 


You can use 'siocons.exe' to get the '>>"' prompt. It has a "dir" 
function that lets you browse the CD. I'm typing this from memory, 
since I still need to get a second serial card so I can have my modem 
and Yaroze active at the same time :-( 


I think if you 'dir cdrom:' it gives the top level directory. Then if 
you see a file without a ";" after it, that means it is a subdirectory. 
You can then 'dir cdrom:\data' (for example), and see the contents of 
the data directory (which contains still more subdirs, etc). 


Much easier than writing a program to do this! :-) Although a nice set 
of programmer freindly routines to get directory listings could be 
useful in the long run. 


EdF 
--MESSAGE FILE 16147 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000013 


——MESSAGE FILE 16148 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
4 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Contents of Boot CD 

Date: Mon, 05 May 1997 20:50:37 -0400 

Organization: ArcanaTech 

Lines: 39 

Message-ID: <336E805D.2BFE@earthlink.net> 

References: <336B62FC.B67@earthlink.net> <336b8d4c.18253753@205.149.189.29> <336BB76 
2.1411@earthlink.net> <336BCC3B.6713@charlie.cns.iit.edu> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust107.Max6.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; U) 


Ed Federmeyer wrote (among other things): 


> 

> Much easier than writing a program to do this! :-) Although a nice set 
> of programmer freindly routines to get directory listings could be 

> useful in the long run. 

> 

> EdF 


I spent some more time trying to access the CD programmatically, to no 
avail. Either I'm missing something (likely), or there is a bug in 
firstfile() that prevents it from recognizing the * wildcard when 
applied to the CD ROM. 


BTW, I could swear I posted the details yesterday, but I don't see the 
post anywhere.. so at the risk of duplication: 


struct DIRENTRY stBaseDirctory; 
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firstfile("cdrom:\\*", &stDirectory ); 


sends the playstation off into the weeds (reset city...) 

using simply * as the name parameter causes the playstation to generate 
an error message to the effect that * is not a valid device, along with 
a list of valid devices (of which, cdrom: is one!) 


using UPPER case CDROM: also generated an error message, but the invalid 
device in the string was CDROM (WITHOUT the : that was used with the 
name! ) 


Various other names yield similar wierd results; however, using another 
device from the valid list (i.e., bul0:*) works.. I get a reasonable 
ASCII string for a "file" on the memory card in slot 2. 


This is increasingly bothersome- I'd like to know how to reliably get to 
the drive.. If and when I do (with a little help from my friends...) I'd 
be happy to post whatever I come up with. 


Insights?? 


Jack Copper 
—-MESSAGE FILE 16148 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000014 


—-MESSAGE FILE 16149 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manifered H. Wolfe, II" <lobo@vicon.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Need info on using pads 

Date: Thu, 08 May 1997 16:16:54 -0400 

Organization: Lobo Electronics 

Lines: 7 

Message-ID: <337234B6.6297@vicon.net> 

Reply-To: lobo@vicon.net 

NNTP-Posting-Host: pppl12.vicon.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Hi! Can someone tell me, simply, how to read the control pad? I've 
looked at sample code and tried the same things but get lots of errors. 
Do I need to link pad.h when I compile my code? I didn't think so, but 
maybe I do. Thanks for any help. 


-Manny 
lobo@vicon.net 
—-MESSAGE FILE 16149 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000015 


—-MESSAGE FILE 16150 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Need info on using pads 

Date: Fri, 09 May 1997 07:27:29 -0400 

Organization: ArcanaTech 

Lines: 15 

Message-ID: <33730A21.BE3@earthlink.net> 

References: <337234B6.6297@vicon.net> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: 1Cust21.Max6.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Manifered H. Wolfe, II wrote: 
> 
> Do I need to link pad.h when I compile my code? I didn't think so, but 
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maybe I do. Thanks for any help. 


-Manny 


> 
> 
> 
> lobo@vicon.net 


Yes, you do need to #include "pad.h" - it has the bit field definitions 
you need to meaningfully access the value returned from PadRead(). 


Make sure the file itself is either in your working directory (the place 
where your main source file is) or in your compiler's include path. 


Jack Copper 
—-MESSAGE FILE 16150 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000016 


——MESSAGE FILE 16151 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Contents of Boot CD 

Date: Fri, 09 May 1997 07:40:41 -0400 

Organization: ArcanaTech 

Lines: 39 

Message-ID: <33730D39.A7D@earthlink.net> 

References: <336B62FC.B67@earthlink.net> <336b8d4c.18253753@205.149.189.29> 
Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: 1Cust21.Max6.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Mario Perdue wrote: 
> 


Well, you could put the CD into your PC's CDROM drive browse it to see 
what's there. You could also look in the PSX/DATA directory where you 
installed the NY dev system. The files are all there as well. 


V V V V V 


Mario 


This is the THIRD time I've tried to respond to you... the newsgroup bit 
bucket keeps eating messages. 


Anyway, I went ahead and tried programmatic access, but have had no 
success so far. I'm either doing something wrong (hmmm..) or there is a 
bug in the library firstfile() function. 


First, I tried what appeared to be the straightforward thing to do: 


struct DIRENTRY stBaseDirectory; 

firstfile( "cdrom:*", &stBaseDirectory); 
This sends the playstation off into the weeds (reset city), as do 
"cdrom:\\", "cdrom:\\*", and other variations. 


However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
resulted in an error message that listed devices (something to the 
effect of:) 

* is not a valid device 

valid devices are: 


cdrom: 

tty 

bu: 
etc. 
And, if in fact I use "bul0:*" as the name parameter, I get a reasonable 
string back for the first "directory" (i.e., I have a memory card in 


slot 2, and it has the configuration file on it) 


Any insights? 

Thanks, 

Jack Copper 

-—-MESSAGE FILE 16151 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000017 
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—-MESSAGE FILE 16152 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Contents of Boot CD 

Date: Fri, 09 May 1997 13:52:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 37 

Message-ID: <33732b6b.1921713@205.149.189.29> 

References: <336B62FC.B67@earthlink.net> <336b8d4c.18253753@205.149.189.29> <33730D3 
9.A7D@earthlink.net> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>This is the THIRD time I've tried to respond to you... the newsgroup bit 
>bucket keeps eating messages. 


Sorry, we've been having a little trouble with the news groups. The 
problem seems to be under control now, and should be fixed shortly. 


>Anyway, I went ahead and tried programmatic access, but have had no 


>success so far. I'm either doing something wrong (hmmm..) or there is a 
>bug in the library firstfile() function. 
> 


>First, I tried what appeared to be the straightforward thing to do: 
> 

> struct DIRENTRY stBaseDirectory; 

> firstfile( "cdrom:*", &stBaseDirectory) ; 

>This sends the playstation off into the weeds (reset city), as do 
>"cdrom:\\", "cdrom:\\*", and other variations. 

> 

>However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
>resulted in an error message that listed devices (something to the 
>effect of:) 


> * is not a valid device 

> valid devices are: 

> cdrom: 

> tty: 

> bu: 

>etc. 

>And, if in fact I use "bul0:*" as the name parameter, I get a reasonable 
>string back for the first "directory" (i.e., I have a memory card in 
>slot 2, and it has the configuration file on it) 

> 


>Any insights? 


Not really. I havn't worked with this stuff yet, but you can bet I'll 
be looking at it later today. If I can't figure it out, I'll find 
someone who can. 


Mario 
—-MESSAGE FILE 16152 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000018 


--MESSAGE FILE 16153 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000001 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Need info on using pads 

Date: Fri, 09 May 1997 13:56:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 
Message-ID: <33732c75.2187559@205.149.189.29> 

References: <337234B6.6297@vicon.net> <33730A21.BE3@earthlink.net> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>Manifered H. Wolfe, II wrote: 
>> 
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>> Do I need to link pad.h when I compile my code? 1 didn't think so, but 
>> maybe I do. Thanks for any help. 

>> 

>> -Manny 

>> lobo@vicon.net 

> 

>Yes, you do need to #include "pad.h" - it has the bit field definitions 
>you need to meaningfully access the value returned from PadRead(). 

> 

>Make sure the file itself is either in your working directory (the place 
>where your main source file is) or in your compiler's include path. 

> 

>Jack Copper 


Sorry Manny. Your message must have been one of the ones lost 
recently; this is the first I've seen it. Jack's right, you need to 
include "pad.h" if you intend to access the controller. 


Mario 


—-MESSAGE FILE 16153 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000019 


—--MESSAGE FILE 16154 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Need info on using pads 

Date: Mon, 12 May 1997 21:11:44 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <3377875d.26634746@news.scea.sony.com> 

References: <337234B6.6297@vicon.net> <33730A21.BE3@earthlink.net> <33732c75.2187559 
@205.149.189.29> 

NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 09 May 1997 13:56:37 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>Jack's right, you need to 
>include "pad.h" if you intend to access the controller. 


Any word on how to read the new analog controller? 


—-MESSAGE FILE 16154 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000020 


——MESSAGE FILE 16155 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Need info on using pads 

Date: Mon, 12 May 1997 22:02:36 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <337792ef.15867498@205.149.189.29> 

References: <337234B6.6297@vicon.net> <33730A21.BE3@earthlink.net> <33732c75.2187559 
@205.149.189.29> <3377875d.26634746@news.scea.sony.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 12 May 1997 21:11:44 GMT, lee@voxware.com (Lee Stewart) wrote: 


>Any word on how to read the new analog controller? 
> 


Since you mentioned it, I'll be uploading an HTML (periph.zip) 
document from the European site tonight. This document covers the 
Playstation periperals, and should answer a lot of questions. 
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Mario 
—-MESSAGE FILE 16155 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000021 


—--MESSAGE FILE 16156 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dp310@earthlink.net (Brian Gilman) 

Newsgroups: scea.yaroze.beginners 

Subject: A few requests 

Date: Tue, 13 May 1997 05:29:39 -0700 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <MPG.delfe9172b83dda989681@news.scea.sony.com> 
NNTP-Posting-Host: pool052-max5.la-ca-us.dialup.earthlink.net 
X-Newsreader: Anawave Gravity v1.10 


I got my Net Yaroze a couple days ago, and I've noted a few things 
that would make things easier for someone learning the system. Right now, 
as it is, the documentation that comes with the Net Yaroze needs to be 
five or six volumes longer. Currently it would be extremely hard for 
someone who meets the minimum reqs (Good knowledge of C) to write PSX 
programs using just the documentation and samples that come with the Net 
Yaroze. Therefore, it seems that the example code that is posted by SCEA 
should be refined to cater to the lowest common denominator. A few things 
should be done to the existing example code(By SCEA), and when writing 
example code. 

The #define's should be cut down to a minimum, and when they are 
used, the same Macro names should be used in everyone's example source. 
That will make the code more readable, and newbie's won't have to sort 
out the common macro's when looking at different author's code. 

For variables, the name's used for common var's should also be 
standardized. Variable names need to be very verbose, (i.e. 
"WorldOrderingTable[2];" would be preffered over "wot[2];") if you know 
what your doing then this will seem trivial, but I think it would 
preffered by newbie's. 

For examples that show basic concepts, no user created external 
libraries should be used that don't come with the Net Yaroze. Learning 
how to display a 3D object can be confusing when everyone is using 
multiple libs of their own. 

This is just for example code that is posted to the examples 

section, obviously you should do whatever you want when your writing for 

yourself :). 

—-MESSAGE FILE 16156 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000022 


—-MESSAGE FILE 16157 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
3 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Tue, 13 May 1997 09:10:05 +0000 

Organization: HandsOnToys, Inc. 

Lines: 16 

Message-ID: <33782FED.3DF0@handsontoys.com> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> 
Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Brian Gilman wrote: 


I got my Net Yaroze a couple days ago, and I've noted a few things 
that would make things easier for someone learning the system. Right now, 
as it is, the documentation that comes with the Net Yaroze needs to be 
five or six volumes longer. Currently it would be extremely hard for 
someone who meets the minimum reqs (Good knowledge of C) to write PSX 
programs using just the documentation and samples that come with the Net 


VV V V V V V 
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> Yaroze. 


Couldn't agree more Brian. Just to get up and running took us a week of 
nights - because everything was so under-documented. There was ոօ 
troubleshooting and no documentation of error messages, etc. 


Until we got onto the web site and started to get support we were 
definitely dead in the water. 
—-MESSAGE FILE 16157 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000023 


—-MESSAGE FILE 16158 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Tue, 13 May 1997 15:35:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 67 

Message-ID: <33788386.949380@205.149.189.29> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 13 May 1997 05:29:39 -0700, dp310@earthlink.net (Brian Gilman) 
wrote: 

> I got my Net Yaroze a couple days ago, and I've noted a few things 
>that would make things easier for someone learning the system. Right now, 
>as it is, the documentation that comes with the Net Yaroze needs to be 
>five or six volumes longer. Currently it would be extremely hard for 
>someone who meets the minimum reqs (Good knowledge of C) to write PSX 
>programs using just the documentation and samples that come with the Net 
>Yaroze. 


I agree that we need to do several more examples that show the basics, 
but I'll have to disagree with you on the manuals. I've done some work 
with other console dev systems, and the documentation for Yaroze is as 
good or better than the others I've seen. Yes, there have been (and 
still are) some shortcomings, but they are being addressed and the 
corrections and additions are being posted here. 


If you're having some specific problems, ask in one of the news 
groups. There are several people here (Sony reps and not) who could 
probably help you get started. Don't be shy about asking questions. 
After all, none of us has been doing this for long. 


>Therefore, it seems that the example code that is posted by SCEA 

>should be refined to cater to the lowest common denominator. A few things 
>should be done to the existing example code(By SCEA), and when writing 
>example code. 


> The #define's should be cut down to a minimum, and when they are 
>used, the same Macro names should be used in everyone's example source. 
>That will make the code more readable, and newbie's won't have to sort 

>out the common macro's when looking at different author's code. 


Actually, I find that more #defines makes the program easier to read. 
For example, when setting the scale of a sprite to one, I use the 
define ONE, not the constant 4096. 


> For variables, the name's used for common var's should also be 
>standardized. Variable names need to be very verbose, (i.e. 
>"WorldOrderingTable[2];" would be preffered over "wot[2];") if you know 
>what your doing then this will seem trivial, but I think it would 
>preffered by newbie's. 


That might be nice, but it's going to be pretty hard to get all these 
programmers scattered around the world to agree on the same standard 
names. I can only speak for myself, but I try to make the variable 
names self-explanatory. However, since I don't like to type any more 
than necessary, I'd probably use WorldOT[]. 
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> For examples that show basic concepts, no user created external 
>libraries should be used that don't come with the Net Yaroze. Learning 
>how to display a 3D object can be confusing when everyone is using 
>multiple libs of their own. 

> This is just for example code that is posted to the examples 
>section, obviously you should do whatever you want when your writing for 
>yourself :). 


OK, I can buy that. I'm not aware of any 'basic' examples that use any 
user created libraries though. 


Please don't think that I'm dismissing your comments here. They all 
make good sense. I try to standardize #defines, variable names and 
function names in all my code; it makes cutting and pasting between 
programs much easier. However, each programmer has his/her own take on 
this stuff; it's like religon. I suspect that you'll be hard pressed 
to get people to change too much. 


Mario 
—-MESSAGE FILE 16158 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000024 


—-MESSAGE FILE 16159 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dp310@earthlink.net (Brian Gilman) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Tue, 13 May 1997 11:23:37 -0700 

Organization: SCEA Net Yaroze News 

Lines: 55 

Message-ID: <MPG.de25181a54b0de2989682@news.scea.sony.com> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> <33788386.949380@205.149. 
189.29» 

NNTP-Posting-Host: pool052-max5.la-ca-us.dialup.earthlink.net 

X-Newsreader: Anawave Gravity v1.10 


I agree that we need to do several more examples that show the basics, 
but I'll have to disagree with you on the manuals. I've done some work 
with other console dev systems, and the documentation for Yaroze is as 
good or better than the others I've seen. Yes, there have been (and 
still are) some shortcomings, but they are being addressed and the 
corrections and additions are being posted here. 

Ah, but your talking Apple's and Orange's. Zilog & Motorola CPU's 
are all extremely well documented, and systems that use them aren't 
nearly as capable as the PSX. There isn't a system before the current 
generation that hasn't been emulated on a PC by someone who had no access 
to special information. As a silly statement, if we had to program the 
PSX in R3000 assembly, we couldn't. I figure that you need to know at 
least the instruction set for that :p Also, there is a big difference 
between you and someone who has no prior console programming experince. 
I'm sure my post would be a non-issue if everyone who bought the Net 
Yaroze was used to reading 280 code from hex dumps. In my logic, the 
documentation should be much longer and in-depth for something available 
to the public, and shorter for devolpers. Not vice-versa. 


> 
> 
> 
> 
> 
> 


If you're having some specific problems, ask in one of the news 

groups. There are several people here (Sony reps and not) who could 
probably help you get started. Don't be shy about asking questions. 
After all, none of us has been doing this for long. 

:), I have no questions. Most of the stuff I posted about makes little 
difference to me, since I'm past that point. I'm just relaying what would 
have made getting past that point easier, and what might make things 
easier for people who have less experince. 


V V V V 


> Actually, I find that more #defines makes the program easier to read. 
> For example, when setting the scale of a sprite to one, I use the 

> define ONE, not the constant 4096. 

I agree, but that's for my own code. IMHO code is a lot less readable by 
someone other than the coder when lots of #define's are used. 


> That might be nice, but it's going to be pretty hard to get all these 
> programmers scattered around the world to agree on the same standard 
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> names. I can only speak for myself, but I try to make the variable 

> names self-explanatory. However, since I don't like to type any more 
> than necessary, I'd probably use WorldOT[]. 

Right, that would be hard. Instead, use search and replace :) 


Please don't think that I'm dismissing your comments here. They all 
make good sense. I try to standardize #defines, variable names and 
function names in all my code; it makes cutting and pasting between 
programs much easier. However, each programmer has his/her own take on 
this stuff; it's like religon. I suspect that you'll be hard pressed 
> to get people to change too much. 

Your right, I wasn't implying that anyone change their general coding 
habits. When it isn't example code that others are going to be learning 
from, then do whatever you want. However, I think that examples are a 
special case, and need extra care. I didn't ask for anything that I 
couldn't do myself, if you want, I'll standardize the #define's and 
variable names for you. 


V V V V V 
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—-MESSAGE FILE 16159 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000025 


——MESSAGE FILE 16160 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 


6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Tue, 13 May 1997 17:38:46 -0500 

Organization: (No organization) 

Lines: 45 

Message-ID: <3378ED76.408C@charlie.cns.iit.edu> 


References: <MPG.delfe9172b83dda989681@news.scea.sony.com> <33788386.949380@205.149. 


189.29> <MPG.de25181a54b0de2989682@news.scea.sony.com> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Brian Gilman wrote: 
> > Mario wrote: 


> > I agree that we need to do several more examples that show the basics, 
> > but I'll have to disagree with you on the manuals. I've done some work 


Just my $.02 on this topic, in the hopes that the system gets even 
better 
and more easy for newbies (like me :-) to get up to speed: 


One thing that would help the current docs *a lot* would be to include 
an example call for each of the functions, and an example of directly 


initializing each of the data structures. The example calls might 
require 
a little bit of surrounding code, but hopefully not much. 


> Actually, I find that more #defines makes the program easier to read. 
> For example, when setting the scale of a sprite to one, I use the 
> define ONE, not the constant 4096. 


V V V V V 


someone other than the coder when lots of #define's are used. 


If there are "standard" defines, they should be mentioned in the docs. 
Now I know that ONE means 4096, but at first, I had to take a Dbreak from 
reading the code to go hunt that down, which breaks the concentration, 
which just makes it a bit harder to understand new stuff. Even if the 
"standard' defines are used, it would be good to say /* ONE = 4096 */, 
just to help keep the learner focused on learning the subject, not 
hunting 

down the defines. 


> > That might be nice, but it's going to be pretty hard to get all these 


> > programmers scattered around the world to agree on the same standard 


I agree, but that's for my own code. IMHO code is a lot less readable by 
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> > names. I can only speak for myself, but I try to make the variable 

> > names self-explanatory. However, since I don't like to type any more 
> > than necessary, I'd probably use WorldOT[]. 

> Right, that would be hard. Instead, use search and replace :) 

Since the functions are all "SortOT", "BlahOT", etc, it would make 
things 

more readable to use "WorldOT", rather than "WorldOrderingTable". 
Likewise 

for "SortBG", I call my data structure "MyBG" (or whatever). It's very 


obvious then that that struct is use with the "WhateverBG" routines. 


EdF 
--MESSAGE FILE 16160 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000026 


——MESSAGE FILE 16161 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Need info on using pads 

Date: Tue, 13 May 1997 17:41:42 -0500 

Organization: (No organization) 

Lines: 19 

Message-ID: <3378EE26.2BF1@charlie.cns.iit.edu> 

References: <337234B6.6297@vicon.net> <33730A21.BE3@earthlink.net> <33732c75.2187559 
@205.149.189.29> <3377875d.26634746@news.scea.sony.com> <337792ef.15867498@205.149.1 
89.29> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Mario Perdue wrote: 


document from the European site tonight. This document covers the 
Playstation periperals, and should answer a lot of questions. 


Í On Mon, 12 May 1997 21:11:44 GMT, lee@voxware.com (Lee Stewart) wrote: 
Վ >Any word on how to read the new analog controller? 

> 

> Since you mentioned it, I'll be uploading an HTML (periph.zip) 

—Ç 


By the way: I got a "deal" on some Light Guns with my Welcome 
letter. I was wondering if all light guns for the PlayStation 

are the same, as far as software is concerned, or do you need to 
"support" all of the Light Guns out there? Did anyone else buy the 
light gun deal? Do you get programming info with them, or does that 
"periph.zip" include Light Gun programming info. 


EdF 
--MESSAGE FILE 16161 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000027 


——MESSAGE FILE 16162 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
8 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scea.yaroze.beginners 

Subject: Ordering Tables 

Date: 16 May 1997 23:08:08 GMT 

Organization: Marconi 

Lines: 24 

Message-ID: <01bc624eS$1366b300S4dalcdcd@default> 
NNTP-Posting-Host: ppp-5200-1215.mtl.total.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
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Date: Sat, 28 Feb 1998 12:52:39 -0000 

Organization: Yaloozer 

Lines: 35 

Message-ID: <6d9120$g2d11@chuka.playstation.co.uk> 
References: <34F450E0.52CD@sms.ed.ac.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Definitely 

rad website == rad demos 
I'd like to see some rad graphics. Personally I like the twee hello kitty 
stylee skateboards and stuff on scei, gives the place a bit of culture and 


might make the long haired marlboro red smokering 'Yes'-listening scum on 
scee.yaroze.profile choke on their M&Ms dipped in nescafe granules. 


Then again I guess SCEE bods hate cultural imperialism and want to feel like 
theyre doing their own thing so why not commission some student at a local 
art college to redesign in some style likely to inspire us to think about 
designing great game demos, cos basically the site/program as it stands 
looks like it was made by tech support engineers who know the API. 


I think you need a real/fictional website editor we can talk to. Maybe they 
could be a rad japanese game designer with a rad name like 'Sosumi 
Motospazi' but then again you probably have better ideas. What would be 
great would be if the website turned into more of a games designing 
magazine, with articles like Edge but with more code and less pathetic macho 
posturing. Maybe you could persuade one of your ultra-enthusiastic team 
leaders at SCEE to write a fortnightly game diary so we can follow the games 
designing process on a real game ("look, just don't mention GTE 
instructions"). You might even commission some down-at-heel drunken hack to 
do some interviews on game mechanics. I'm sure it wouldnt cost that much 
compared to a days tech support engineer time. 


An official 'free stuff for Yaroze kids' page might be nice, I'm sure we can 
send you lots of share/freeware links to fill it cos at the moment that info 
is scattered in a thousand corners. 


Anyway thats what I came up with in the shower this morning. C'mon 500 
people post your great ideas here. 


—-MESSAGE FILE 1717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00420 


—-MESSAGE FILE 1718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000421 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site restructuring suggestions. 

Date: Sat, 28 Feb 1998 17:26:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <6d9hcp$g2d12@chuka.playstation.co.uk> 

References: <34F450E0.52CD@sms.ed.ac.uk> <6d9120Sg2d11@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl022.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>I think you need a real/fictional 
website editor we can talk to. Maybe 
they 

>could be a rad japanese game designer 
with a rad name like 'Sosumi 
>Motospazi' but then again you probably 
have better ideas. What would be 

>great would be if the website turned 
into more of a games designing 
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To whoever can help: 


I am a little unclear as to the meaning of an Ordering Table (OT). 
According to the User Guide, an ordering table is used "for controlling 
the proper display of polygons". Polygons means 3D, however I've seen 
OT's used in 2D graphics programming as well as a simple "Hello World" 
program. What gives? 


Here is MY analysis: An ordering table is actually a place where you 
insert a list of instructions on where to place sprites on the screen. 
It basically holds all of the locations of each object on the screen. 
When the list is complete, you call GsDrawOT() to place everything on 
the screen that is defined in the table. 


Is this correct? If not, please clarify for me as it seems to be an 
essential step for placing any kind of graphics on the screen. 


Also, how do packets fit into all this? 


Thank you very much in advance! 


Nelson. 


-—-MESSAGE FILE 16162 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000028 


—-MESSAGE FILE 16163 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000002 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Wed, 21 May 1997 12:46:40 -0500 

Organization: (No organization) 

Lines: 18 

Message-ID: <33833500.5414@charlie.cns.iit.edu> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> <33788386.949380@205.149. 
189.29> <MPG.de25181a54b0de2989682@news.scea.sony.com> <3378ED76.408C@charlie.cns.ii 
t.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Another thing that would help improve the Reference Guide is if 
the heading of the pages were always printed towards the outside 
margin, away from the center spine of the book. 


In other words, odd pages would have the subject heading on the 
right, and even pages would have the subject heading on the left. 


This way, when you flip through the pages, you only need to look 
at the corner to see what that page is referring to, rather then 
needing to open the book all the way. 


Most refernce books are printed this way. 
Looking at the libraryref.pdf, in the files/documentation section 


of this Web site, I notice that it is still showing the subect 
on the left side of each page. 


EdF 
--MESSAGE FILE 16163 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000029 


——MESSAGE FILE 16164 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Copper <impmeister@earthlink.net> 
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Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Wed, 21 May 1997 19:51:32 -0400 

Organization: ArcanaTech 

Lines: 28 

Message-ID: <33838A84.689B@earthlink.net> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> <33788386.949380@205.149. 
189.29> <MPG.de25181a54b0de2989682@news.scea.sony.com> <3378ED76.408C@charlie.cns.ii 
t.edu> <33833500.5414@charlie.cns.iit.edu> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: 1Cust62.Max28.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Ed Federmeyer wrote: 


> 

> Another thing that would help improve the Reference Guide is if 
> the heading of the pages were always printed towards the outside 
> margin, away from the center spine of the book. 

> 

> In other words, odd pages would have the subject heading on the 
> right, and even pages would have the subject heading on the left. 
> 

> This way, when you flip through the pages, you only need to look 
> at the corner to see what that page is referring to, rather then 
> needing to open the book all the way. 

> 

SNIPPP 

> EdF 


Speaking of flipping through the reference guide, how about 
alphabetizing things, so that flipping actually makes sense... 

I have yet to discern any consistent rationale for the way data 
structures and functions are interspersed, or the general sequence of 
things... 


Also, can someone from Sony confirm that the pdf files that were posted 
are the right ones? I can't say that I've noticed any difference 
between the pdf docs and the printed docs that I got- certainly most of 
the blatant typos and non sequiturs are still in the pdf files. 


Jack Copper 
—-MESSAGE FILE 16164 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000030 


—-MESSAGE FILE 16165 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
Յէ 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Thu, 22 May 1997 14:11:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33845352.37705686@205.149.189.29> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> <33788386.949380@205.149. 
189.29> <MPG.de25181a54b0de2989682@news.scea.sony.com> <3378ED76.408C@charlie.cns.ii 
t.edu> <33833500.5414@charlie.cns.iit.edu> <33838A84.689Béearthlink.net> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 21 May 1997 19:51:32 -0400, Jack Copper 
<impmeister@earthlink.net> wrote: 


>Also, can someone from Sony confirm that the pdf files that were posted 
>are the right ones? I can't say that I've noticed any difference 
>between the pdf docs and the printed docs that I got- certainly most of 
>the blatant typos and non sequiturs are still in the pdf files. 


The PDF files posted here are MUCH different from the ones I got in 
January. That's not to say that there are no typo's or errors, but 
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they are a big improvement. I've never seen the english printed 
manuals, so I don't know how they differ from those. 


Mario 
—-MESSAGE FILE 16165 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000031 


—-MESSAGE FILE 16166 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ordering Tables 

Date: Thu, 29 May 1997 14:37:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <338d944c.22562637@205.149.189.29> 

References: <01bc624e$1366b300$4dalcdcd@default> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Nelson, 


You've pretty much figured it out. The ordering table holds the 
instructions on how to draw the screen. The packet area is a work area 
used when doing the drawing. 


Mario 
On 16 May 1997 23:08:08 GMT, "Nelson Santos" <nelson@total.net> wrote: 


>To whoever can help: 
> 
>I am a little unclear as to the meaning of an Ordering Table (OT). 
>According to the User Guide, an ordering table is used "for controlling 
>the proper display of polygons". Polygons means 3D, however I've seen 
>OT's used in 2D graphics programming as well as a simple "Hello World" 
>program. What gives? 

> 

>Here is MY analysis: An ordering table is actually a place where you 
>insert a list of instructions on where to place sprites on the screen. 
>It basically holds all of the locations of each object on the screen. 
>When the list is complete, you call GsDrawOT() to place everything on 
>the screen that is defined in the table. 

> 
>Is this correct? If not, please clarify for me as it seems to be an 
>essential step for placing any kind of graphics on the screen. 

> 

>Also, how do packets fit into all this? 

> 

>Thank you very much in advance! 

> 

>Nelson. 

> 

> 


—-MESSAGE FILE 16166 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000032 


—-MESSAGE FILE 16167 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ordering Tables 

Date: Thu, 29 May 1997 19:13:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 49 

Message-ID: <338dd515.4460142@news.scea.sony.com> 

References: <01bc624e$1366b300$4dalcdcd@default> 

NNTP-Posting-Host: nb5ppp172.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 
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I've been programming some 2d stuff for like a week and 
a half now and I still haven't figured out how big the PACKETs 
need to be. You need enough space for each basic thing you stick 
in the OT. It hasn't been real clear to me yet, though, exactly how 
the OT, packets, and tags are structurally organized. 

You need two OTs, two tag arrays and two PACKET arrays. 
since the playstation does two things at once: displaying and drawing. 
So while its drawing with one OT, tag array, and PACKET, it's 
displaying the other set. The programmer doesn't really have to worry 
about this, though. Its always done the same way. You stick things 
like lines, sprites, and boxes into the "currently active" OT, sort 
them, and draw them, just make sure you do the sorting/drawing in the 
right order, per the demos. The switch to the opposite set is done 
at every screen refresh, when the opposite buffer is now "active". 
Actually, the loop present in all the demos is only going around once 
per screen refresh, since one of the commands, VSync (0), pauses 
execution until the screen is ready to be refreshed. 


Jamin Frederick 
jaminl@psu.edu 


On 16 May 1997 23:08:08 GMT, "Nelson Santos" <nelson@total.net> wrote: 


>To whoever can help: 
> 
>I am a little unclear as to the meaning of an Ordering Table (OT). 
>According to the User Guide, an ordering table is used "for controlling 
>the proper display of polygons". Polygons means 3D, however I've seen 
>OT's used in 2D graphics programming as well as a simple "Hello World" 
>program. What gives? 

> 

>Here is MY analysis: An ordering table is actually a place where you 
>insert a list of instructions on where to place sprites on the screen. 
>It basically holds all of the locations of each object on the screen. 
>When the list is complete, you call GsDrawOT() to place everything on 
>the screen that is defined in the table. 

> 
>Is this correct? If not, please clarify for me as it seems to be an 
>essential step for placing any kind of graphics on the screen. 

> 

>Also, how do packets fit into all this? 

> 

>Thank you very much in advance! 

> 

>Nelson. 

> 

> 
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—-MESSAGE FILE 16167 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000033 


—-MESSAGE FILE 16168 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 


4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ordering Tables 

Date: Fri, 30 May 1997 15:07:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <338eec08.46773468@205.149.189.29> 


m> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 29 May 1997 19:13:30 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> I've been programming some 2d stuff for like a week and 
>a half now and I still haven't figured out how big the PACKETs 
>need to be. You need enough space for each basic thing you stick 


References: <01bc624eS$1366b300S4dalcdcd@default> <338dd515.4460142@news.scea.sony.co 


Net Yaroze newsgroups message dump.txt Page 10945 


>in the OT. It hasn't been real clear to me yet, though, exactly how 
>the OT, packets, and tags are structurally organized. 


I've been told that a basic rule of thumb for packet size is the 
maximum number of objects to be drawn times twenty-four (MAX_OBJ*24). 
This works most of the time. This all falls under the heading of PSX 
Voodoo. If there's anyone out there who has a better handle on this, 
feel free to jump right in. 


> You need two OTs, two tag arrays and two PACKET arrays. 

>since the playstation does two things at once: displaying and drawing. 
>So while its drawing with one OT, tag array, and PACKET, it's 
>displaying the other set. The programmer doesn't really have to worry 
>about this, though. Its always done the same way. You stick things 
>like lines, sprites, and boxes into the "currently active" OT, sort 
>them, and draw them, just make sure you do the sorting/drawing in the 
>right order, per the demos. The switch to the opposite set is done 
>at every screen refresh, when the opposite buffer is now "active". 
>Actually, the loop present in all the demos is only going around once 
>per screen refresh, since one of the commands, VSync(0), pauses 
>execution until the screen is ready to be refreshed. 


I don't see a question in this paragraph, so I'll just agree with you. 
8%) 


Mario 
—-MESSAGE FILE 16168 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000034 


—-MESSAGE FILE 16169 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
5 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ordering Tables 

Date: Fri, 30 May 1997 00:49:52 -0700 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <wal-ya02408000R3005970049520001@news.scea.sony.com> 

References: <0O1bc624e$1366b300S4dalcdcd@default> <338dd515.4460142@news.scea.sony.co 
m> <338eec08.46773468@205.149.189.29> 

NNTP-Posting-Host: ppp024-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


> I've been told that a basic rule of thumb for packet size is the 
> maximum number of objects to be drawn times twenty-four (MAX_OBJ*24). 


Do rotated sprites count as more than one primitive/object in this 
equation? I had a simple test program that worked fine using a packet array 
of size (1 * 24) for a single non-rotated, non-scaled sprite, but I had to 
increase the packet array size for it to work with a scaled and rotated 
sprite. I didn't bother trying to find out what the minimum working size 
was... I used (1 * 8 * 24) to be on the safe side and it worked. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 16169 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000035 


—--MESSAGE FILE 16170 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ordering Tables 

Date: Sat, 31 May 1997 03:03:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <338f949b.460911@205.149.189.29> 

References: <01bc624e$1366b300S4dalcdcd@default> <338dd515.4460142@news.scea.sony.co 
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m> <338eec08.46773468@205.149.189.29> <wal-ya02408000R3005970049520001@news.scea.son 
y.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 30 May 1997 00:49:52 -0700, wal@blarg.net (wayne a. lee) 
wrote: 


>Do rotated sprites count as more than one primitive/object in this 
>equation? I had a simple test program that worked fine using a packet array 
>of size (1 * 24) for a single non-rotated, non-scaled sprite, but I had to 
>increase the packet array size for it to work with a scaled and rotated 
>sprite. I didn't bother trying to find out what the minimum working size 
>was... I used (1 * 8 * 24) to be on the safe side and it worked. 


It appears that they do. I had a similar problem with one of my 
programs. You just have to throw in a little fudge factor now and 
then. 


Mario 
—-MESSAGE FILE 16170 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000036 


—-MESSAGE FILE 16171 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
7 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: How to ... Display sprites. 

Date: Mon, 02 Jun 1997 20:13:37 +0100 
Organization: shadow developments 

Lines: 43 

Message-ID: <33931B5F.595@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-17.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


How to ... Display sprites. 


As promised, I have written some documentation and source code for the 
display of sprites for use by anybody who needs it. 


The docs started out short, but ended up about eight pages long. They're 
pretty detailed without being complicated, I just cover the necessary 
bits to get the sprite from your head onto the screen. 


The source code is short, functional, well documented with comments, and 
easy to follow. 


The docs and source code are available now, including the executable and 
a sample TIM from my ftp site at: 


http://www.playstation.co.uk/~shadow/ftp/ 


It's available as a .zip file for PC, with the docs in Word 6 format & 
Ascii text, and .hqx format for Mac with the docs in Wordperfect 3.1 
format & Simpletext. 


If you can't access the SCEE ftp, mail me and I will mail it to you, 
just say what format you want it in. 


I know how frustrating it can get when you are trying to get stuff 
working, it took me a couple of weeks to get my head round it all. So I 
just hope this makes life easier and quicker for those of you who are 
struggling and starting out - have faith we've all been there. 


How about continuing this "How to .." series, if anyone else could knock 
together some docs and source code for say, basic 3D, basic sound, using 
Yaroze on Mac/Amiga/Linux, assembler on Yaroze, collision detection, 
etc, etc. Source code alone without docs can sometimes just be 
confusing. Perhaps SCEE could give us some more FTP space for a "How to 
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." area, and then people could upload stuff there for the benefit of 
everyone. 


How about it people, after all, we're all in this together. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16171 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000037 


—-MESSAGE FILE 16172 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn666@concentric.net> 

Newsgroups: scea.yaroze.beginners 

Subject: memory 

Date: Mon, 02 Jun 1997 04:56:56 -0400 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33928AD8.4622@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts001d06.tar-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


hi, 


i was just wondering if anyone could explain to me how memory allocation 
for the ny works. i've been looking at sample batch- files and i see the 
programmer d-loading tim,main,...ect to memory locations such as 
"0x8000....ect". how do they know the size of their file?, how do they 
know where to d-load it to? can some one please help. i've read the 
whole userguid and still cant grasp the concept. 


-Djinn 
--MESSAGE FILE 16172 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000038 


——MESSAGE FILE 16173 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000003 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: memory 

Date: Tue, 03 Jun 1997 14:21:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <339426fe.2259421@205.149.189.29> 

References: <33928AD8.4622@concentric.net> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 02 Jun 1997 04:56:56 -0400, djinn666 <djinn6é66@concentric.net> 
wrote: 


>hi, 

> 

>i was just wondering if anyone could explain to me how memory allocation 
>for the ny works. i've been looking at sample batch- files and i see the 
>programmer d-loading tim,main,...ect to memory locations such as 
>"0x8000....ect". how do they know the size of their file?, how do they 
>know where to d-load it to? can some one please help. i've read the 
>whole userguid and still cant grasp the concept. 

> 


Djinn, 


The DOS command DIR will give you the size of a file. Once you have 
that, you just add an appropriate offset to the address to allow room 
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for the entire file. 


This is one of the reasons I wrote TGA2IMG. I didn't want to mess with 
all these file offsets. My images are part of the code and can be 
anywhere the linker wants. 


Mario 


—-MESSAGE FILE 16173 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000039 


--MESSAGE FILE 16174 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
0 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Backgrounds 

Date: Tue, 03 Jun 1997 22:40:23 +0100 
Organization: shadow developments 

Lines: 13 

Message-ID: <33948F44.29EC@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-00-32.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I have posted more how to code on my ftp area: 
http://www.playstation.co.uk/~shadow/ 


This time it is about displaying a 320x240 16 bit image as a whole 
screen using two sprites. 


Let me know what you think. 
Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16174 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000040 


--MESSAGE FILE 16175 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn6é66@concentric.net> 

Newsgroups: scea.yaroze.beginners 

Subject: memory 

Date: Mon, 02 Jun 1997 22:53:25 -0400 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <33938725.24EF@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts001d09.tar-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


mario, 
do you have a copy of that file tga2img? 
i would like to see what you did in it. 


-Djinn 
--MESSAGE FILE 16175 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000041 


——MESSAGE FILE 16176 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 
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Subject: Re: memory 

Date: Tue, 03 Jun 1997 22:08:28 GMT 
Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <339495a8.30593340@205.149.189.29> 
References: <33938725.24EF@concentric.net> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 02 Jun 1997 22:53:25 -0400, djinn666 <djinn6é66@concentric.net> 
wrote: 


>mario, 

>do you have a copy of that file tga2img? 
>i would like to see what you did in it. 
Djinn, 


The executable is available in the utilities library here. The source 
is not available at this time. 


Mario 


—-MESSAGE FILE 16176 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000042 


——MESSAGE FILE 16177 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn6é66@concentric.net> 

Newsgroups: scea.yaroze.beginners 

Subject: trouble again 

Date: Tue, 03 Jun 1997 08:18:12 -0400 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <33940B84.54BE@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts022d03.hil-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


hi again, 


my newest problem is that i can't run the executable "make". Everytime 
i try to run it i get an error: 
"loaded error (0025) can not initiale make.exe[tuto.0] error 1" 


when i first hooked up mt ny i copyed the command.com to my desk top and 

changed the memory setting to a # like 4096 (can't remember the exact #) 

is this related? thanks again! 

-Djinn 

--MESSAGE FILE 16177 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000043 


——MESSAGE FILE 16178 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
4 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Simple sprite rotation 

Date: Thu, 05 Jun 1997 23:45:02 +0100 
Organization: shadow developments 

Lines: 10 

Message-ID: <3397416D.6B1D@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-54.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 
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To continue on with the sprite how to series, a simple rotation and 
scaling demo, with source is now at my ftp. 


http://www.playstation.co.uk/~shadow/ 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16178 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000044 


——MESSAGE FILE 16179 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pepper Miller <mil1l1076@gold.tc.umn.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Sprite Display problems 

Date: Fri, 06 Jun 1997 22:24:42 -0500 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <3398D47A.77F3@gold.tc.umn.edu> 

NNTP-Posting-Host: pub-18-b-157.dialup.umn.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02Gold (Win95; I) 


I'm having a problem getting my sprites to display properly, actually, pretty much 


getting them to display at all. I've been looking at the 'check' program, the '2D' 
sample program off the web, and a program off of, I believe Ira's web page. I belie 
ve 

I've followed the examples well (and tried a million other ways of doing things) but 


the 
only thing I can get to happen is that I get a colored box where my sprite should be 


I'm compiling in Code Warrior (i don't *THINK* that's the problem) and I'm downloadi 

the data file and executable in DOS. I tried to compile Ira's 'sprite.c' program an 

n it, but I get the same problem. I've searched the doc's and news groups and I 

can't seem to figure anything out. Does anybody have any idea what I should try nex 
Չշ 

ae advice would be helpful! 


Pepper 
—-MESSAGE FILE 16179 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000045 


—-MESSAGE FILE 16180 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 03:42:54 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <3398d5cb.46088567@205.149.189.29> 

References: <3398D47A.77F3@gold.tc.umn.edu> 

NNTP-Posting-Host: hrtc.firewall.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 06 Jun 1997 22:24:42 -0500, Pepper Miller 
<mill1076@gold.tc.umn.edu> wrote: 


>I'm having a problem getting my sprites to display properly, actually, pretty much 
>getting them to display at all. I've been looking at the 'check' program, the '2D' 


>sample program off the web, and a program off of, I believe Ira's web page. 


Do the 'CHECK' and '2D' programs work when you compile them? In other 
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>magazine, with articles like Edge but 
with more code and less pathetic macho 
>posturing. 

I read Edge this morning. The 
postman was walking along the street 
reading it, and said 'hey, dya know 


Grame Evans is in this issue ?'. Can I 
have your autograph ? 
> 


>Anyway thats what I came up with in the 
shower this morning. C'mon 500 

>people post your great ideas here. 

> 


Not really being for expressing my 
opinion, but I'll have a go. 
Hooowwwwwww ‘bout a 'resources' page. 
It's all very well having tons of demos, 
but what would be nice is a seperate 
section listing; 

Models 
Sprites 
Backgrounds 
Sounds 
C++ Classes 
C functions. 


All with a nice 'preview' button next to 
em. That'd be nice. I could help with 
the classes section. In face, funny I 
should mention that, I've got a 
minituare vesion of this on my home-page 
(~steved). 


Steve 

>Definitely 

> 

> rad website == rad demos 
> 


>I'd like to see some rad graphics. 
Personally I like the twee hello kitty 
>stylee skateboards and stuff on scei, 
gives the place a bit of culture and 
>might make the long haired marlboro red 
smokering 'Yes'-listening scum on 
>scee.yaroze.profile choke on their M&Ms 
dipped in nescafe granules. 

> 

>Then again I guess SCEE bods hate 
cultural imperialism and want to feel 
like 
>theyre doing their own thing so why not 
commission some student at a local 
>art college to redesign in some style 
likely to inspire us to think about 
>designing great game demos, cos 
basically the site/program as it stands 
>looks like it was made by tech support 
engineers who know the API. 

> 

>I think you need a real/fictional 
website editor we can talk to. Maybe 
they 

>could be a rad japanese game designer 
with a rad name like 'Sosumi 
>Motospazi' but then again you probably 
have better ideas. What would be 

>great would be if the website turned 
into more of a games designing 
>magazine, with articles like Edge but 
with more code and less pathetic macho 
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words, is the problem with all programs, or just the programs you are 
working on. If the samples work, but your programs don't, we need to 
help you figure out what you're doing wrong. If the samples don't work 
either, we need to help you get your system setup correctly. 


>I believe I've followed the examples well (and tried a million other ways of doing 
>things) but the only thing I can get to happen is that I get a colored box where my 


>sprite should be. 
That's a step in the right direction :%) 


>I'm compiling in Code Warrior (i don't *THINK* that's the problem) and I'm download 
ing 
>the data file and executable in DOS. 


As I recall, you must modify GNU C programs before they will work with 
CodeWarrior. Have you tried using GNU C to see if things work? 


Hang in there, we'll get you going. 


Mario 
—-MESSAGE FILE 16180 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000046 


—-MESSAGE FILE 16181 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pepper Miller <mill1076@gold.tc.umn.edu> 

Newsgroups: scea.yaroze.beginners 
Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 00:59:39 -0500 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <3398F8CB.24D2@gold.tc.umn.edu> 

References: <3398D47A.77F3@gold.tc.umn.edu> <3398d5cb.46088567@205.149.189.29> 
NNTP-Posting-Host: pub-29-c-227.dialup.umn.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02Gold (Win95; I) 


Do the 'CHECK' and '2D' programs work when you compile them? In other 
words, is the problem with all programs, or just the programs you are 
working on. If the samples work, but your programs don't, we need to 
help you figure out what you're doing wrong. If the samples don't work 
either, we need to help you get your system setup correctly. 


As I recall, you must modify GNU C programs before they will work with 
CodeWarrior. Have you tried using GNU C to see if things work? 


VV V VV V V V 


I compiled my program with GNU C and I had the same results with my sprites. On an 
up 

note though, my ResetGraph(3) works now! :) I also compiled the '2D' programs and t 
hey 

seemed to work just fine. 


Thanks for the help! 
Pepper 
--MESSAGE FILE 16181 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000047 


——MESSAGE FILE 16182 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
8 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 11:41:45 +0100 
Organization: shadow developments 

Lines: 23 

Message-ID: <33993AE7.5D8C@netcomuk.co.uk> 
References: <3398D47A.77F3@gold.tc.umn.edu> 
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NNTP-Posting-Host: dialup-07-52.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Pepper Miller wrote: 

> 

I'm having a problem getting my sprites to display properly, actually, pretty much 
getting them to display at all. I've been looking at the 'check' program, the '2D 


-VV 


> sample program off the web, and a program off of, I believe Ira's web page. I bel 
ieve 

> I've followed the examples well (and tried a million other ways of doing things) b 
ut the 

> only thing I can get to happen is that I get a colored box where my sprite should 
be. 


Have you set the frame buffer positions in your TIM files? Or are you 
using my TIM files? It sounds to me like the sprite data isn't in the 
frame buffer where you think it is/should be. 


> I'm compiling in Code Warrior (i don't *THINK* that's the problem) and I'm downloa 
ding 
> the data file and executable in DOS. I tried to compile Ira's 'sprite.c' program 
and 
> run it, but I get the same problem. I've searched the doc's and news groups and I 
> can't seem to figure anything out. Does anybody have any idea what I should try n 
ext? 


I use CW on my Mac and it's very unlikely that's the problem. 


Ira. 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 16182 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000048 


—-MESSAGE FILE 16183 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000004 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 15:18:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33997b8e.370186@205.149.189.29> 

References: <3398D47A.77F3@gold.tc.umn.edu> <3398d5cb.46088567@205.149.189.29> <3398 
F8CB.24D2@gold.tc.umn.edu> 

NNTP-Posting-Host: hrtc.firewall.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 07 Jun 1997 00:59:39 -0500, Pepper Miller 
<mill1076@gold.tc.umn.edu> wrote: 


>> Do the 'CHECK' and '2D' programs work when you compile them? In other 

>> words, is the problem with all programs, or just the programs you are 

>> working on. If the samples work, but your programs don't, we need to 

>> help you figure out what you're doing wrong. If the samples don't work 

>> either, we need to help you get your system setup correctly. 

>> 

>> As I recall, you must modify GNU C programs before they will work with 

>> CodeWarrior. Have you tried using GNU C to see if things work? 

> 

>I compiled my program with GNU C and I had the same results with my sprites. On an 
up 

>note though, my ResetGraph(3) works now! :) I also compiled the '2D"' programs and 
they 

>seemed to work just fine. 


OK, now all we need to do is have a look at the code to see what's up. 
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Mario 
—-MESSAGE FILE 16183 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000049 


—-MESSAGE FILE 16184 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pepper Miller <mill1076@gold.tc.umn.edu> 

Newsgroups: scea.yaroze.beginners 
Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 15:38:49 -0500 

Organization: SCEA Net Yaroze News 

Lines: 108 

Message-ID: <3399C6D9.5E30@gold.tc.umn.edu> 

References: <3398D47A.77F3@gold.tc.umn.edu> <3398d5cb.46088567@205.149.189.29> <3398 
F8CB.24D2@gold.tc.umn.edu> <33997b8e.370186@205.149.189.29> 

NNTP-Posting-Host: pub-26-a-138.dialup.umn.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02Gold (Win95; I) 


Here's the latest version of my code, I think the format is off, Code Warrior doesn' 
t 
exactly like you to get your code out of their program. (forgive me if there was a 
better way to put my code up, I generally stay away from the Web) 


#include "libps.h" 
#include "pad.h" 


// Defines 

#define OT_LENGTH 1 

#define SPRITE_LOCAL 0x80090000 
#define SPRITE_COUNT (1+1) 


// Global Variables 


static GsOT WorldOT[2]; 

static GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 
static PACKET GpuPacketArea[2] [24*28%*12]; 
GsSPRITE sprt; 

Gs IMAGE *tim; 


static u_long PadRead (void); 


volatile u_char *bb0, *bbl1; 


main () 
{ 
int i; 
int activeBuff; 
RECT rect; 
u_long pad; 
SetVideoMode( MODE_NTSC ); 
// ResetGraph (0); 
GsInitGraph (320,240,4,0,0); 
GsDefDispBuff(0,0,0,240); 
for (i = 0; i < 2; itt) 
{ 
WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il]; 
} 
// GsClearOt (0,0, &WorldOT[activeBuff]); 


GsGetTimInfo((u_long *) (SPRITE_LOCAL+4), tim); 
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rect.x = tim->px; 
rect.y = tim->py; 
rect.w = tim->pw; 
rect.h = tim->ph; 
LoadImage (&rect, tim->pixel); 
rect.x = tim->cx; 
rect.y = tim->cy; 
rect.w = tim->cw; 
rect.h = tim-—>ch; 


LoadiImage (&rect, tim->clut); 


sprt.attribute = (0x1<<24); 
sprt.x = 94; 

sprt.y = 50; 

sprt.w = (tim->pw*2)-1; 
sprt.h = tim->ph; 
sprt.tpage = GetTPage(1,0,tim->px,tim-—>py) ; 
sprt.u = 0; 

sprt.v = 0; 

sprt.cx = tim->cx; 

sprt.cy = tim->cy; 

sprt.r = 128; 

sprt.g = 128; 

sprt.b = 128; 

sprt.mx = 0; 

sprt.my = 0; 

sprt.scalex = ONE; 
sprt.scaley = ONE; 
sprt.rotate = 0; 


DrawSync (0): 
GetPadBuf (&bb0, &bb1); 


while(! (pad & PADstart) ) 


í 
activeBuff = GsGetActiveBuff((); 


GsSetWorkBase ( (PACKET *)GpuPacketArea[activeBuff]); 
GsClearOt (0,0, &WorldOT[activeBuff]); 
GsSortFastSprite (&sprt, &WorldOT[activeBuff],0); 


DrawSync (0): 
VSync (0); 


GsSwapDispBuff () ; 
GsSortClear(0,0,4,&WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 
pad = PadRead(); 

} 

printf("End of main.\n"); 

ResetGraph (3); 

} 


static u_long PadRead (void) 
{ 
return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 
} 
—-MESSAGE FILE 16184 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000050 


——MESSAGE FILE 16185 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
1 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 22:42:34 +0100 

Organization: shadow developments 

Lines: 27 

Message-ID: <3399D5C9.461A@netcomuk.co.uk> 
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References: <3398D47A.77F3@gold.tc.umn.edu> <3398d5cb.46088567@205.149.189.29> <3398 
F8CB.24D2@gold.tc.umn.edu> <33997b8e.370186@205.149.189.29> <3399C6D9.5E30@gold.tc.u 
mn.edu> 

NNTP-Posting-Host: dialup-13-07.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Pepper Miller wrote: 
> 


> Here's the latest version of my code, I think the format is off, Code Warrior does 
n't 
exactly like you to get your code out of their program. (forgive me if there was 


> 
a 
> better way to put my code up, I generally stay away from the Web) 
> 
> #define SPRITE_LOCAL 0x80090000 

I figure this is probably your problem. 

CodeWarrior as default sets the executable program start area as 


0x80090000, so by loading your sprite here, it is overwritten by the 
program. 


եռ 


Try setting your sprite to load at say, 0x80100000, and then load your 
sprite and then try to run the app. 


If you want to change the default program area, goto the edit menu, 
select project setting, and you can change the program area from here. 


I put money on this will work. 


ra 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16185 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000051 


—-MESSAGE FILE 16186 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pepper Miller <mil1l1076@gold.tc.umn.edu> 

Newsgroups: scea.yaroze.beginners 
Subject: Re: Sprite Display problems 

Date: Sat, 07 Jun 1997 22:16:27 -0500 
Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <339A240B. 3AA6@gold.tc.umn.edu> 
References: <3398D47A.77F3@gold.tc.umn.edu> 
NNTP-Posting-Host: pub-14-c-46.dialup.umn.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02Gold (Win95; I) 


I'm unable to send mail to Mario Perdue so I'm posting my auto file here (it's very 


small). As for the tim, I was able to display it with timv.bat. I've also tried 
another tim file to the same effect. If seeing the actual tim is needed I think I C 
an 


try to attach it to a posting. Thanks 
Pepper 


auto file: 

local dload pacman.tim 80090000 

local load main 

go 

—-MESSAGE FILE 16186 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000052 
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—-MESSAGE FILE 16187 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Sprite Display problems 

Date: Sun, 08 Jun 1997 15:01:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <339ac7de.2064481@205.149.189.29> 

References: <3398D47A.77F3@gold.tc.umn.edu> <3398d5cb.46088567@205.149.189.29> <3398 
F8CB.24D2@gold.tc.umn.edu> <33997b8e.370186@205.149.189.29> <3399C6D9.5E30@gold.tc.u 
mn.edu> 

NNTP-Posting-Host: hrtc.firewall.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Peper, 


I had a chance to look at your code this morning so I built a small 
TIM file with an Origin at 320,0 and gave it a shot. When I sent it to 
the Yaroze system and ran it, the program exited immediately. I looked 
at the code a bit closer and added a line to initialize the variable 
pad just before the while loop: 


pad = 0; 
while(! (pad & PADstart) ) 
{ 


ss: 


That stopped the program from falling through and exiting. Everything 
else worked fine after that. 


Mario 


—-MESSAGE FILE 16187 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000053 


——MESSAGE FILE 16188 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn666@concentric.net> 

Newsgroups: scea.yaroze.beginners 

Subject: sprite display problems 

Date: Sat, 07 Jun 1997 05:38:07 -0400 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33992BFF.F55@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts001d10.tar-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C (Win95; I) 


hi pepper, 

i had the same problem you did when i first looked at ira's great work. 
it seemed that when i ran the main program it overwrites the tim file 
because there in the same memory location. 


1) go into the main source and change the constant timadd to 0x80190000 
2) when you dload your tim in siocons use this same address. 


you will also need to include a "pad.h" file from another demo to 
compile it right. 


ira set her video mode in pal. you should change it to ntsc to get 
color. 


tell me if your still getting problems. 


it's actually the document that really got me started on the yaroze 
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-Djinn 
--MESSAGE FILE 16188 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000054 


——MESSAGE FILE 16189 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
5 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: sprite display problems 

Date: Sun, 08 Jun 1997 20:43:55 +0100 
Organization: shadow developments 

Lines: 12 

Message-ID: <339B0B7A.6FB8@netcomuk.co.uk> 
References: <33992BFF.F55@concentric.net> 
NNTP-Posting-Host: dialup-07-39.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


djinn666 wrote: 

> 

> ira set her video mode in pal. you should change it to ntsc to get 
> color. 

> 


Sorry to disapoint you, SHE is a * HE *. 
Mr. Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16189 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000055 


—-MESSAGE FILE 16190 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pepper Miller <mill1076@gold.tc.umn.edu> 

Newsgroups: scea.yaroze.beginners 
Subject: Re: Sprite Display problems 

Date: Sun, 08 Jun 1997 16:04:27 -0500 
Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <339B1E5B.7FDB@gold.tc.umn.edu> 
References: <3398D47A.77F3@gold.tc.umn.edu> 
NNTP-Posting-Host: pub-27-c-217.dialup.umn.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 2.02Gold (Win95; I) 


I got it to work!!!!  WuHu! Thanks for the help! I looks as though my tim file was 
the 
problem, I had set the origins to 0,0 instead of 320,0. (no laughing please :) ) 


Thanks again 
The VERY Happy Pepper 
—-MESSAGE FILE 16190 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000056 


—-MESSAGE FILE 16191 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Baokang Chen <chen@actlab.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Q: How to use memory card in NY? 

Date: Mon, 09 Jun 1997 11:50:09 -0700 

Organization: ACT Laboratory Ltd. 

Lines: 17 

Message-ID: <339C5061.4A88@actlab.com> 

Reply-To: chen@actlab.com 
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NNTP-Posting-Host: FLYERS.ACTLAB.COM 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Hi there, 


I am new to this NY area. Can anyone out there kindly answer the 
following questions regarding capabilities of NY dev. kit: 


1) Can I load contents from CD to the JoyStick? Suppose the joystick 
is able to receive config. data. In other words, Is JoyStick 
treated as INPUT-ONLY device in NY? 


2) How can I use memory card? Is memory card viewed as extension to the 
memory module in the Playstation? If this is case, what's the address 
of the memory card and what functions available for acess to 
the memory card? 


Thanks in advance. 


—-Benny 
—-MESSAGE FILE 16191 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000057 


--MESSAGE FILE 16192 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Q: How to use memory card in NY? 

Date: Tue, 10 Jun 1997 00:27:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <339c9ef5.325288@205.149.189.29> 

References: <339C5061.4A88@actlab.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Benny, 


There is a file in the Documentation download area called PERIPH.HTML. 
This file should answer most of your questions about the controller 
ports and the memory card. 


Mario 


On Mon, 09 Jun 1997 11:50:09 -0700, Baokang Chen <chen@actlab.com> 
wrote: 


>Hi there, 

> 

>I am new to this NY area. Can anyone out there kindly answer the 
>following questions regarding capabilities of NY dev. kit: 


> 
>1) Can I load contents from CD to the JoyStick? Suppose the joystick 
> is able to receive config. data. In other words, Is JoyStick 


> treated as INPUT-ONLY device in NY? 


> 

>2) How can I use memory card? Is memory card viewed as extension to the 
> memory module in the Playstation? If this is case, what's the address 
> of the memory card and what functions available for acess to 

> the memory card? 

> 

>Thanks in advance. 

> 

>--Benny 


—-MESSAGE FILE 16192 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000058 


—-MESSAGE FILE 16193 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000005 
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9 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Stars 

Date: Wed, 11 Jun 1997 00:38:33 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <339DE578.4466@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-46.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Another simple step up the routine ladder. 


Check out my stars demo at my ftp, showing a four field parallax star 
field and sprite rotation and scaling stuff. 


Only simple stuff, but ace fun to play with. 
Source code available when it's tidy. 
Ira 


http://www.playstation.co.uk/~shadow/ 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16193 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000059 


—-MESSAGE FILE 16194 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
0 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Source available 

Date: Thu, 12 Jun 1997 19:01:29 +0100 
Organization: shadow developments 

Lines: 11 

Message-ID: <33A03979.1ECA@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—08-03.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


The source for the starfield and runner demos are now on my ftp area. 
http://www.playstation.co.uk/~shadow/ 
Check them out. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 16194 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000060 


—-MESSAGE FILE 16195 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ordering Tables 

Date: Thu, 12 Jun 1997 15:51:10 -0400 

Organization: Humber College A.A.T. 

Lines: 47 
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Message-ID: <33A05310.75FB@admin.humberc.on.ca> 
References: <01bc624e$1366b300$4dalcdcd@default> 
Reply-To: kennedy@moe.acad.humberc.on.ca 
NNTP-Posting-Host: ratbert.humberc.on.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Nelson Santos wrote: 

To whoever can help: 

I am a little unclear as to the meaning of an Ordering Table (OT). 
According to the User Guide, an ordering table is used "for controlling 
the proper display of polygons". Polygons means 3D, however I've seen 
OT's used in 2D graphics programming as well as a simple "Hello World" 
program. What gives? 


VV V V V V 


Ordering Tables are another anologous description of the Infamous 
Display List. 


AutoCAD used Vector Display Lists that were transmitted to the Vector 
Display Unit using a serial transfer method in the Olden Days of CAD. 
The GCE Vectrex used Ordering Tables to optimize the display list that 
the Main Processor had to output to the Display X,Y, Integrators as 
quickly as it could. 
If a Vectrex {Vector Line Drawing Game Console} had a Dual Processor 
system, It could use one Processor for Game Handling, and another for 
Vector Drawing. The DATA FORMAT between such a system would use PACKETS. 


Now however this Vector Lineto Data/Method set is done to a Raster 

buffer [Frame Buffer] array ant the graphics are handled by the VGP unit 
in the PSX. 
But! The data being transferred and its method is called PACKETS 


For Winl6/32 people this would be the DrawDeviceContext BitBlockTransfer 
Mechanism called BitB1T() A very common algorithym used in 2D 
FrameBuffer Raster Imaging systems. 


> Here is MY analysis: An ordering table is actually a place where you 
> insert a list of instructions on where to place sprites on the screen. 
> It basically holds all of the locations of each object on the screen. 
> 
> 


When the list is complete, you call GsDrawOT() to place everything on 
the screen that is defined in the table. 


BitBlt() --» see above... 
Is this correct? If not, please clarify for me as it seems to be an 


> 

> essential step for placing any kind of graphics on the screen. 
> Also, how do packets fit into all this? 
> 
> 


Thank you very much in advance! 

Nelson. 
I learned the above by circumstance of using a 20Mhz Microchip PIC RISC 
Micro-Controller to overlay a Wind-Direction finder project I got out of 
a Popular Electronics Magasine 3-4 Years ago. 


—sean 
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—-MESSAGE FILE 16195 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000061 


—-MESSAGE FILE 16196 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 


2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Q: How to use memory card in NY? 

Date: Fri, 13 Jun 1997 03:56:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 47 

Message-ID: <33a0c3b9.179797916@news.scea.sony.com> 

References: <339C5061.4A88@actlab.com> <339c9ef5.325288@205.149.189.29> 
NNTP-Posting-Host: ivyland338.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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>posturing. Maybe you could persuade one 
of your ultra-enthusiastic team 
>leaders at SCEE to write a fortnightly 
game diary so we can follow the games 
>designing process on a real game 
("look, just don't mention GTE 
>instructions"). You might even 
commission some down-at-heel drunken 
hack to 

>do some interviews on game mechanics. 
I'm sure it wouldnt cost that much 
>compared to a days tech support 
engineer time. 

> 

>An official 'free stuff for Yaroze 
kids' page might be nice, I'm sure we 
can 

>send you lots of share/freeware links 
to fill it cos at the moment that info 
>is scattered in a thousand corners. 

> 

>Anyway thats what I came up with in the 
shower this morning. C'mon 500 

>people post your great ideas here. 

> 

> 
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—-MESSAGE FILE 1718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00421 


—-MESSAGE FILE 1719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000422 
Path: chuka.playstation.co.uk!news 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Root Counter Functionality ??? 
Date: Sun, 01 Mar 1998 18:18:55 +0000 


Lines: 30 


Reply-To: michael@access.ch 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii; 


4F5353" 
Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.03 (Macintosh; I; PPC) 


Hi 


Where can I find some _real_ information about using the Root Counter ? 


The text in the User Guide is like :"Oh, 


From: Michael Voegeli <michael@access.ch> 


Organization: PlayStation Net Yaroze (SCEE) 
Message-ID: <34F9A68B.879AA7BD@access.ch> 
NNTP-Posting-Host: line21-basel.datacomm.ch 


x-mac—-type="54455854"; 


its something about a free 
running counter, incremented by hardware probably every 0.25 
microseconds (or maybe 8 times that amount - depends on your 


understanding). You need to initialize it using some mysterious spec 
value and there are these macros you should use to get the current 


value..." 


The description is just unusable. After reading it you have still no 
idea about implementing some timing functionality. 


In the Manual 1.1. it's more or less the 


essential feature - no info tabou how to use it. 


Thank you for any hints 


mv 


blah-blah. 


x-mac-—creator="4D 
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Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.339 


I've read the docs for the memory card and I'm familiar 
with the file format, but I'm unfamiliar with the procedure of loading 
or saving games, and the library calls to do so. I'm assuming you 
use the standard file open/close/etc. calls, with a special file 
descriptor for memory cards(?) The controller reading procedure I 
figured out straight out from reading sample code, it's pretty 
straightforward, but I haven't found anything similar for 
the memory cards. Does anyone know of any sources? Thanks. 


Jamin Frederick 


On Tue, 10 Jun 1997 00:27:07 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>Benny, 

> 

>There is a file in the Documentation download area called PERIPH.HTML. 
>This file should answer most of your questions about the controller 
>ports and the memory card. 

> 

>Mario 

> 

>On Mon, 09 Jun 1997 11:50:09 -0700, Baokang Chen <chen@actlab.com> 
>wrote: 

> 

>>Hi there, 

>> 

>>I am new to this NY area. Can anyone out there kindly answer the 
>>following questions regarding capabilities of NY dev. kit: 


>> 

>>1) Can I load contents from CD to the JoyStick? Suppose the joystick 
>> is able to receive config. data. In other words, Is JoyStick 

>> treated as INPUT-ONLY device in NY? 

>> 


>>2) How can I use memory card? Is memory card viewed as extension to the 
>> memory module in the Playstation? If this is case, what's the address 


>> of the memory card and what functions available for acess to 
>> the memory card? 

>> 

>>Thanks in advance. 

>> 

>>--Benny 

> 


-—-MESSAGE FILE 16196 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000062 


—-MESSAGE FILE 16197 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.beginners 

Subject: baud rate 

Date: Sat, 14 Jun 1997 22:39:29 -0400 

Organization: Cornell University 

Lines: 14 
Message-ID: <33A355E1.50E9@erols.com> 
NNTP-Posting-Host: dam-as5s68.erols.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


I know that this is kind of silly, but I've looked through the 
documentation and I can't remember where the instructions on this are... 


How do I change the baud rate of my Yaroze/PC connection? I tried 
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typing in 
siocons -ԵՀԵՅԿՎ rate> 


when I start applications, but unless I select 9600 as my rate, nothing 
works! I finally bought a memory card (I remember reading that you need 
one of those), so what do I do? 


Any help appreciated greatly. 


Clint 
—-MESSAGE FILE 16197 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000063 


—-MESSAGE FILE 16198 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: baud rate 

Date: Sun, 15 Jun 1997 13:56:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33a3f436.693475@205.149.189.29> 

References: <33A355E1.50E9@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


There is a file called BAUDRATE.ZIP in the MISC. section of the file 
download area that should answer your questions. 


Mario 


On Sat, 14 Jun 1997 22:39:29 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I know that this is kind of silly, but I've looked through the 
>documentation and I can't remember where the instructions on this are... 
> 

>How do I change the baud rate of my Yaroze/PC connection? I tried 
>typing in 

>siocons —b<baud rate> 


> 

>when I start applications, but unless I select 9600 as my rate, nothing 
>works! I finally bought a memory card (I remember reading that you need 
>one of those), so what do I do? 

> 

>Any help appreciated greatly. 

> 

>Clint 


—-MESSAGE FILE 16198 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000064 


—-MESSAGE FILE 16199 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.beginners 

Subject: good help 

Date: Sun, 15 Jun 1997 19:09:24 -0400 

Organization: Cornell University 

Lines: 12 

Message-ID: <33A47624.6211@erols.com> 

NNTP-Posting-Host: dam-asls1ll.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


All beginners: 


If you're having trouble with 2D sprites, I *highly* recommend Ira 
Rainey's documentation and sample code. It's helped me immensely. 
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http://www.playstation.co.uk/~shadow/ 


Also, is there any way to change the baud rate of my Yaroze without 
clearing my memory card? Cos I really don't feel like starting all over 
again in WipeOut XL... 


Clint 
—-MESSAGE FILE 16199 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000065 


—--MESSAGE FILE 16200 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Stars 

Date: Fri, 27 Jun 1997 16:40:59 -0400 

Organization: Humber College A.A.T. 

Lines: 21 

Message-ID: <33B42551.7F53@admin.humberc.on.ca> 

References: <339DE578.4466@netcomuk.co.uk> 

Reply-To: kennedy@moe.acad.humberc.on.ca 

NNTP-Posting-Host: ratbert.humberc.on.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Ira Rainey wrote: 

Another simple step up the routine ladder. 

Check out my stars demo at my ftp, showing a four field parallax star 
field and sprite rotation and scaling stuff. 

Only simple stuff, but ace fun to play with. 

Source code available when it's tidy. 

Ira 


V V V V V V 


> 

As in the forementioned articles , I too came across the TIM file origin 
fault, (I changed the STARS.C file and made it into another called 
CHAMPAGNE.C you all can try to guess why...) when I put a transferred 
image sprite of my own into the code, and all it generated was the matte 
cutout in memory. Moving the matte around however lead to the finding of 
the palette buffer being displayed, and when I rotated the matte, a 1 
bit dithered distortion of my sprite materialized {And I wasn't drinking 
Soda at the time either...} That lead me to look closely at the TIM file 
used in the STARS version, and I found that the origin was 1/2 of the 
image screen reference. {Duh, to display a centered sprite, use a center 
reference..uh Duh..} Aha! that was the trick. I learned a lot from that 
one.. 

-sean 

--MESSAGE FILE 16200 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000066 


——MESSAGE FILE 16201 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
7 

Path: chuka.playstation.co.uk!dialup-06-43.netcomuk.co.uk!user 

From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Stars 

Date: Sat, 28 Jun 1997 00:36:16 +0100 

Organization: shadow developments 

Lines: 31 

Message-ID: <shad.dev-2806970036170001@dialup-06-43.netcomuk.co.uk> 
References: <339DE578.4466@netcomuk.co.uk> <33B42551.7F53@admin.humberc.on.ca> 
NNTP-Posting-Host: dialup-—06-43.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33B42551.7F53@admin.humberc.on.ca>, 
kennedy@moe.acad.humberc.on.ca wrote: 


> Ira Rainey wrote: 
> > Another simple step up the routine ladder. 
> > Check out my stars demo at my ftp, showing a four field parallax star 
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> field and sprite rotation and scaling stuff. 
> Only simple stuff, but ace fun to play with. 
> Source code available when it's tidy. 

> Ira 

> 


As in the forementioned articles , I too came across the TIM file origin 
fault, {I changed the STARS.C file and made it into another called 
CHAMPAGNE.C you all can try to guess why...} when I put a transferred 
image sprite of my own into the code, and all it generated was the matte 
cutout in memory. Moving the matte around however lead to the finding of 
the palette buffer being displayed, and when I rotated the matte, a 1 
bit dithered distortion of my sprite materialized {And I wasn't drinking 
Soda at the time either...} That lead me to look closely at the TIM file 
used in the STARS version, and I found that the origin was 1/2 of the 
image screen reference. {Duh, to display a centered sprite, use a center 
reference..uh Duh..} Aha! that was the trick. I learned a lot from that 
one.. 

-sean 


VVVVVVVVVVVVVV VV VV 


I'm glad it's coming to some use! 


Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 
—-MESSAGE FILE 16201 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000067 


—-MESSAGE FILE 16202 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: gadget@pizzacats.com 

Newsgroups: scea.yaroze.beginners 

Subject: 3D Beginning Demo 

Date: Sat, 28 Jun 1997 16:41:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <5p3 j0rSc8ml1@scea> 

NNTP-Posting-Host: user-37kbnn1.dialup.mindspring.com 

X-Newsreader: Forte Free Agent 1.0.82 


Hello, 
If anyone is looking for a very small demo which does nothing but 
load a tmd file and display one object, look at the following URL. 


http://www.scea.sony.com/net/yaroze/pages/jjones. html 


I grabbed the original code from the SCEI site and took out everything 
but the basic for displaying one object. It seems to be much easier to 
understand at the beginning when you don't have all sorts of extra 
code in there. 


Thanks, 
Jason Jones 


[Posted with Free Agent 1.0. For info, email agent-info@forteinc.com. | 
—-MESSAGE FILE 16202 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000068 


—-MESSAGE FILE 16203 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000006 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A few requests 

Date: Mon, 30 Jun 1997 13:19:09 -0400 

Organization: Humber College A.A.T. 

Lines: 76 

Message-ID: <33B7EA89.1726@admin.humberc.on.ca> 

References: <MPG.delfe9172b83dda989681@news.scea.sony.com> <33788386.949380@205.149. 
189.29> <MPG.de25181a54b0de2989682@news.scea.sony.com> <3378ED76.408C@charlie.cns.ii 
t.edu> 
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Reply-To: kennedy@moe.acad.humberc.on.ca 
NNTP-Posting-Host: ratbert.humberc.on.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


2 cents aside, but... 
The following is all on who leaned how to program by what means and 
how.. 


Ed Federmeyer wrote: 

> Brian Gilman wrote: 

> > > Mario wrote: 

> > > I agree that we need to do several more examples that show the basics, 
> > > but I'll have to disagree with you on the manuals. I've done some work 


I found the manuals for the PSX on par with those from current companies 
supplying the microchips used in the PSX. Limited in documentation 
scope, they rely on you the programmer to come up to speed on the 
specific system of doing things. AND that is by no means standard... 


> One thing that would help the current docs *a lot* would be to include 
> an example call for each of the functions, and an example of directly 
> initializing each of the data structures. The example calls might 

> require 
> a little bit of surrounding code, but hopefully not much. 


Hmm, a neat Borland Turbo example thing to do, but dangerous. 

Here's why: In assembler for one function there are usually six ways of 
doing the function, depending on what type of coder you are. In C there 
could be twelve different ways of Initializing the data. By giving no 
examples at all, the easiest and LAZIEST {we're programmers here, 
remember that.} method of doing something will always come to the top of 
the pile. Why? I really cannot be certain except it follows the ASAP 
philisophy. 


AS. SIMPLE. AS. POSSIBLE. 
AS. SOON. AS. POSSIBLE. 


I hate the KISS method because I may be lazy, but I'm NOT STUPID! 


{No Fat Chicks, No VBX, AND NO DLL'S!!!} ASAP. 


> Actually, I find that more #defines makes the program easier to read. 
> For example, when setting the scale of a sprite to one, I use the 

> define ONE, not the constant 4096. 

I agree, but that's for my own code. IMHO code is a lot less readable by 
someone other than the coder when lots of #define's are used. 


V V V V V 


If there are "standard" defines, they should be mentioned in the docs. 
Now I know that ONE means 4096, but at first, I had to take a Dbreak from 
reading the code to go hunt that down, which breaks the concentration, 
which just makes it a bit harder to understand new stuff. Even if the 
"standard' defines are used, it would be good to say /* ONE = 4096 */, 
just to help keep the learner focused on learning the subject, not 
hunting 

down the defines. 


> That might be nice, but it's going to be pretty hard to get all these 
> programmers scattered around the world to agree on the same standard 
> names. I can only speak for myself, but I try to make the variable 

> names self-explanatory. However, since I don't like to type any more 
> than necessary, I'd probably use WorldOT[]. 

Right, that would be hard. Instead, use search and replace :) 


VV NV V V V 


Since the functions are all "SortOT", "BlahOT", etc, it would make 
things 
more readable to use "WorldOT", rather than "WorldOrderingTable". 
Likewise 

for "SortBG", I call my data structure "MyBG" (or whatever). It's very 
obvious then that that struct is use with the "WhateverBG" routines. 


MINM M NN YANN NON NANOM N MANM NOVN VON NONW NNN N 
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Trying to get someone to agree to anything is hard. Getting someone to 

document something is harder. 

But, documentation in programming is vital. ASAP --» Not too verbose, 

Not too sparse. 

Thais is the difference between good programmers and programmers that 

work at a large comapany that makes the most used operating system... 

{ASAP_BAR! for those who know what I'm talking about..} 

-sean 

--MESSAGE FILE 16203 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000069 


——MESSAGE FILE 16204 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Am I the only beginner? 

Date: Tue, 08 Jul 1997 23:22:01 -0700 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <33C32E09.1D88@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxll-so-ca-43.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


A 


see above 
--MESSAGE FILE 16204 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000070 


——MESSAGE FILE 16205 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Am I the only beginner? 

Date: Wed, 09 Jul 1997 09:32:45 -0500 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33C3A10D.987ABA3F@groupz.net> 

References: <33C32E09.1D88@earthlink.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r2-p6.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Linda J. Hodge wrote: 
> see above 

I don't think so.. I think a lot of us have just stared out on the 
Yaroze. I think there are a couple of guys in the SCEE groups that have 


worked with real PS development stations. 


I think most of us work as coders in the real world. That may be why we 
picked up on it a little faster. 


Regards, 
Jeff 


—-MESSAGE FILE 16205 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000071 


—-MESSAGE FILE 16206 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 


Net Yaroze newsgroups message dump.txt Page 10967 


2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 
Newsgroups: scea.yaroze.beginners 

Subject: Animation? 

Date: Fri, 11 Jul 1997 22:37:57 -0700 
Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <33C71834.40B5@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: max3-so-ca-00.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


So Ive been thinking maybe this is the theory behind animation: 


LoadImage() //projects image on screen 
StoreImage()//store rectangle with image on it in buffer 
MovelImage()//asumming your using the same background 
LoadImage()// loop through 


This is probably totally wrong but if you could show me how that would 
be greatly appreciated. 
-—-MESSAGE FILE 16206 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000072 


--MESSAGE FILE 16207 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Animation? 

Date: Sat, 12 Jul 1997 16:09:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33c7ab9c.2705935@205.149.189.29> 

References: <33C71834.40B5@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


Actually you load the image into the frame buffer and then create a 
GsSPRITE that points to it. Then all you need to do is move and redraw 
the sprite for each frame. There are several good examples of this in 
the download area. I'd suggest that you start with 2D.ZIP in the SCEE 
area and go from there. 


Mario 


On Fri, 11 Jul 1997 22:37:57 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>So Ive been thinking maybe this is the theory behind animation: 
> 

>LoadImage() //projects image on screen 

>StoreImage()//store rectangle with image on it in buffer 
>MoveImage()//asumming your using the same background 
>LoadImage()// loop through 

> 
>This is probably totally wrong but if you could show me how that would 
>be greatly appreciated. 


—-MESSAGE FILE 16207 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000073 


—-MESSAGE FILE 16208 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 
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Subject: Animation technique 

Date: Sun, 13 Jul 1997 22:58:11 -0700 
Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <33C9BFF3.461Béearthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-—Host: max6-so-ca-08.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Ok So I listened to what you said and Im thinking. 


maybe something like this 


//defines 


GsOT// Define your ordertables 
GsOTTAG//Tag your odertables 


PACKET// Do packet for ot stufff 

GsSPRITE //pointer to sprite 

GsinitGraph//Screen initialiize stuff 

GsdefDispbuff// Setup double buffer stuff for page flipping 
//For loop for WOT 

Activebuff =GsGetActiveBuff()//bouble buffer setup 
GsSetWorkBase//Have no idea except it asigns buffer to packet? 
GsClearOt//init ot packet 


Do main loop animation stuff right here with frames and all 


DrawSync(0)// wait for the entire drawing to be done 

Vsync(0)//Wait for the vblank interupt which tells the sys it is done 
//with drawing the pic on screen 

GsSwapDispBuff()// Switch the buffers 

GsSortClear()//Have no idea 

GsDrawOT()//Draw everything that has just been done in the ot 


Then do the sprite init. 
end 


This is probably completely wrong but I init the sprite. 
mario 
-—-MESSAGE FILE 16208 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000074 


—--MESSAGE FILE 16209 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Animation technique 

Date: Tue, 15 Jul 1997 01:31:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <33cad207.44933192@205.149.189.29> 

References: <33C9BFF3.461B@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


That looks a bit better. I'd like to stress that you should look at 
several of the examples and see how things are handled in them. The 
BALLS sample is a good one. Play around with the code to see what 
happens when you change things. Make sure you understand the simple 
stuff before you tackle something bigger. It's pretty easy if you take 
it one step at a time. 
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Mario 


On Sun, 13 Jul 1997 22:58:11 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Ok So I listened to what you said and Im thinking. 
> 

>maybe something like this 

> 

>[snip] 

> 


—-MESSAGE FILE 16209 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000075 


—-MESSAGE FILE 16210 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Animation technique 

Date: Mon, 14 Jul 1997 22:53:37 -0700 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33CB1061.621F@earthlink.net> 

References: <33C9BFF3.461B@earthlink.net> <33cad207.44933192@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 207.217.138.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


> 

> Linda, 

> 

> That looks a bit better. I'd like to stress that you should look at 
> several of the examples and see how things are handled in them. The 
> BALLS sample is a good one. Play around with the code to see what 

> happens when you change things. Make sure you understand the simple 
> stuff before you tackle something bigger. It's pretty easy if you take 
> it one step at a time. 

> 

> Mario 

> 

> On Sun, 13 Jul 1997 22:58:11 -0700, "Linda J. Hodge" 

> <hodgke@earthlink.net> wrote: 

> 

> >Ok So I listened to what you said and Im thinking. 

>> 

> >maybe something like this 

>> 

> >[snip] 

>> 


So the "balls" is in the europe website? 
—-MESSAGE FILE 16210 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000076 


——MESSAGE FILE 16211 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Animation technique 

Date: Tue, 15 Jul 1997 15:43:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <33cb999f.759313@205.149.189.29> 

References: <33C9BFF3.461B@earthlink.net> <33cad207.44933192@205.149.189.29> <33CB10 
61.621F@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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On Mon, 14 Jul 1997 22:53:37 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>So the "balls" is in the europe website? 


Well, yes it is. You can also find it in the SCEE section of the scea 
download area. 


Have you browsed the download areas to see what's there yet? There are 
several very good samples that you can work with. 


Mario 
—-MESSAGE FILE 16211 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000077 


—-MESSAGE FILE 16212 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Animation technique 

Date: Wed, 16 Jul 1997 23:02:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 47 

Message-ID: <33cd529e.2069219@news.scea.sony.com> 

References: <33C9BFF3.461B@earthlink.net> 

NNTP-Posting-Host: nbllippp60.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Also, you might want to check out my "onespr" tutorial...it explains 
each function pretty extensively, plus its very simple, just 
displays one sprite on the screen, not much more to it. 

Its on my yaroze web page. 


Jamin 


On Sun, 13 Jul 1997 22:58:11 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Ok So I listened to what you said and Im thinking. 

> 

>maybe something like this 

> 

> 

>//defines 

> 

>GsOT// Define your ordertables 

>GSOTTAG//Tag your odertables 

> 

>PACKET// Do packet for ot stufff 

>GSSPRITE //pointer to sprite 

>GsinitGraph//Screen initialiize stuff 

>GsdefDispbuff// Setup double buffer stuff for page flipping 
>//For loop for WOT 

>Activebuff =GsGetActiveBuff()//bouble buffer setup 
>GsSetWorkBase//Have no idea except it asigns buffer to packet? 
>GsClearOt//init ot packet 

> 

>Do main loop animation stuff right here with frames and all 
> 

> 

>DrawSync(0)// wait for the entire drawing to be done 
>Vsync(0)//Wait for the vblank interupt which tells the sys it is done 
>//with drawing the pic on screen 

>GsSwapDispBuff()// Switch the buffers 

>GsSortClear()//Have no idea 

>GsDrawOT()//Draw everything that has just been done in the ot 
> 

>Then do the sprite init. 

> 

>end 
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2-*—-7-*—-?-*-7?-*—?-*-?-*—7?-*—-?-*-7?-*—?-*—-?-*—7?-*-?-*-7—-*—? 


Michael Voegeli Interactive Media Programming 

mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
o a Sa a ae Ie ee a a eS a he heal Se 


-—-MESSAGE FILE 1719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00422 


—-MESSAGE FILE 1720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000423 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Sun, 01 Mar 1998 15:44:40 -0800 

Organization: SCEA News Server 

Lines: 75 

Message-ID: <34F9F2E8.26C5BIBI@sinclair.net> 

References: <6cqracS$asl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:462 scee.yaroze.freetalk.english: 
423 


I dunno about them using an interface with Lightwave's motion system, 
but having Lightwave is definitely one of the main reasons I believe 
they are doing such advanced 3d stuff. To do any 3d programming (I'm 
not talking about advanced stuff like creating models on the fly), you 
need a way to create 3d models. The European and American Yaroze's 
comes with no such method. No programs whatsoever, just a few sample 
models. I personally found this hard to deal with; for all the time 
I've had the system, only yesterday did I find a 3d modeller that 
outputs DXF files that work with DXF2RSD (and that modeller is not a 
very good one, either). Thus, up until this point, I could do very 
little with 3d. Is it any wonder that only the people with useable 
tools are releasing such amazing programs? I can think of many ways to 
write Hover-like games, but without 3d models, they will only remain in 
my mind. 


I understand that in Japan, the Yaroze program probably has many more 
members, and so Sony would feel it was a good deal getting them all 
copies of Lightwave (bumper crop of new programmers!). But they 
shouldn't leave the rest of us without the tools to make real 
Playstation games. A good game system should have loyal programmers 
from all over the world, not just Japan. Sure, we got a "deal" for 3d 
Studio. But I know I am not nearly the only one who didn't have the 
extra cash after spending $900 on my Yaroze (I did spend the extra $150 
on Codewarrior. Alas...) 


I think SCEA and SCEE should get us all SOME 3d modeller that works. It 
doesn't have to be a big, expensive package, like Lightwave or 3d 
studio; it could even be registered versions of some shareware product, 
as long as it did the job. I want to move into a career of programming 
for the Playstation, and that just isn't realistic without good, solid, 
experience programming 3d. At least now I have the tools to make some 
very basic 3d models, so I can at least start learning 3d programming. 


Well, thanks for reading my rather lengthy rant, 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


P.S., anyone know of a good, shareware/freeware 3d modeller that outputs 
DXF files that DXF2RSD can use? The beta of Rhino just isn't designed 
for the task. 
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> 
>This is probably completely wrong but I init the sprite. 
>mario 


—-MESSAGE FILE 16212 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000078 


——MESSAGE FILE 16213 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000007 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Circle? 

Date: Sat, 19 Jul 1997 01:54:54 -0700 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33D080DE.161D@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-08.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario or anyone that can help, 

I made my first program and am getting some errors. I am trying to 
display a bunch of circles on screen using a drawing function.I dont 
know which one thats the thing.I mean I got the math for it: 


for (index=0; index<1000; index++) 


xo = 20 + rand()%300; 
yo = 20 + rand()%1800; 
rad = 1 + rand()%20; 

color = rand () $256; 


for (ang=0; ang<360; ang++) 
{ 
x = xo + cos(ang*3.14/180) * rad; 
y = yo +  cos(ang*3.14/180) * rad; 


//Now from here I need a function to put x,y and color on 


//to screen.I was thing of a GsLINE func to do the job //bu 
t that is 
for straight line endpoints only.Any //suggestions? 
Thanks. 


—-MESSAGE FILE 16213 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000079 


——MESSAGE FILE 16214 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Circle? 

Date: Sun, 20 Jul 1997 02:03:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <33d17140.10866964@205.149.189.29> 

References: <33D080DE.161D@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Drawing a circle with GsGLines would work fine. You just need to 
calculate a series of points on the circumference of the circle and 
connect them with line segments. As you would expect, the number of 
lines will determine how round the circle looks. 


Mario 


On Sat, 19 Jul 1997 01:54:54 -0700, "Linda J. Hodge" 
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<hodgke@earthlink.net> wrote: 


>Mario or anyone that can help, 

>I made my first program and am getting some errors. I am trying to 
>display a bunch of circles on screen using a drawing function.I dont 
>know which one thats the thing.I mean I got the math for it: 

> 

>for (index=0; index<1000; index++) 


> { 

> 

> xO = 20 + rand()%300; 

> yo = 20 + rand()%1800; 

> rad = 1 + rand()%20; 

> color = rand () %256; 

> 

> for (ang=0;ang<360; angtt) 

> { 

> x = xo + cos(ang*3.14/180) * rad; 

> y = yo + cos(ang*3.14/180) * rad; 

> 

> //Now from here I need a function to put x,y and color on 
> //to screen.I was thing of a GsLINE func to do the job //Ես 
Է that is 

>for straight line endpoints only.Any //suggestions? 

> 

>Thanks. 


—-MESSAGE FILE 16214 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000080 


——MESSAGE FILE 16215 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Hello, I'm a newbie 

Date: Mon, 21 Jul 1997 15:50:19 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33D3E7AB.5533@hubcap.clemson.edu> 

NNTP-Posting-Host: pm4-6.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


This is awesome. 

can't get over how nice everyone is here. 

just got my Yaroze the other day and have JUST started playing with 
Լե: 

I have a BS in ՇՏ from Clemson University and am still rather confused 
after reading the user manual. 

Bute, z 

I feel much better after checking out this group. 

Are most people here CS majors? 

Cuz if not, I don't want my ignorance to shine through too hard. 

(It might look bad if a CS major is having problem and gets help from 
some 15 year old kid. PS: I was writing games when I was 15 for the C64 
so I know where some of the help will come from! So you 15 year old 
kids, please take it easy on this newbie! ha) 

—-MESSAGE FILE 16215 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000081 


——MESSAGE FILE 16216 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Ira's Sprite stuff 

Date: Tue, 22 Jul 1997 01:56:20 -0700 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33D475B4.2B15@hubcap.clemson.edu> 
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NNTP-Posting-Host: 206.139.128.53 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


First Day... 
How do I compile your stuff? 

All of it has wierd stuff in it like... 
ny.pxe 
download.sio 
and no make file or auto type file to upload. 

What am i doing wrong? 

I have a pc, and code warrior if needed. 

there is no make file. 

the sprite.c appears to have junk at the beginning and the end of 

the file. 

this is not looking good 

lst day and I can't even compile people's code. 

—-MESSAGE FILE 16216 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000082 


—-MESSAGE FILE 16217 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
Յ 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.programming.codewarrior 

Subject: Re: Ira's Sprite stuff 

Date: Tue, 22 Jul 1997 17:37:40 -0500 

Organization: Metrowerks 

Lines: 33 

Message-ID: <MPG.e3ef22c6e14398c98968eRnews.scea.sony.com> 

References: <33D475B4.2B15@hubcap.clemson.edu> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:83 scea.yaroze.programming.codew 
arrior:136 


Hi Michael, 

Since you have CodeWarrior, I'd recommend reading the "Targeting 
PlayStation OS.pdf" file inside the CodeWarrior 
documentation\embedded[doc] folder. It has three tutorials on connecting 
your Net Yaroze to your PC, building the examples files, and running them 
in the debugger. 


The Metrowerks support staff monitors these newsgroups so feel free to 
ask any questions that you may have. Either our support staff or the 
other people reading scea.yaroze.programming.codewarrior can answer your 
questions. 


In article <33D475B4.2B15@hubcap.clemson.edu>, mclee@hubcap.clemson.edu 
says... 

> First Day... 

How do I compile your stuff? 

All of it has wierd stuff in it like... 

ny.pxe 
download.sio 
and no make file or auto type file to upload. 

What am i doing wrong? 

I have a pc, and code warrior if needed. 

there is no make file. 

the sprite.c appears to have junk at the beginning and the end of 
the file. 

this is not looking good 

lst day and I can't even compile people's code. 


VVVVVVVVVVV VV 


PlayStation Debugger Dude 
Metrowerks 
—-MESSAGE FILE 16217 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000083 
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—-MESSAGE FILE 16218 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
4 

Path: chuka.playstation.co.uk!!user 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira's Sprite stuff 

Date: Sat, 02 Aug 1997 11:15:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <5rv0rh$oj1@chuka.playstation.co.uk> 

References: <33D475B4.2B15@hubcap.clemson.edu> 
NNTP-Posting-Host: dialup-—03-42.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 


I just noticed your message - I've been on holiday for the past week or so. 


The junk, I believe, is IDE formatting information left behind by CW. I only 
use CW because I have a PowerMac and basically I have no choice. 


The download.sio file is actually a batch file, I guess for your PC you'll 
need to change the extension to .bat to use it. The file NY.pxe is the CW 
generated playstation executable. 


Keep at it, I know it seems complicated at first, but it'll soon become 


clear - it took me about two weeks to make any sense of anything. 
Ira 

> From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

> Newsgroups: scea.yaroze.beginners 

> Subject: Ira's Sprite stuff 

> Date: Tue, 22 Jul 1997 01:56:20 -0700 

> 


>First Day... 

>How do I compile your stuff? 

>All of it has wierd stuff in it like... 
>ny.pxe 
>download.sio 
>and no make file or auto type file to upload. 

>What am i doing wrong? 

>I have a pc, and code warrior if needed. 

>there is no make file. 

>the sprite.c appears to have junk at the beginning and the end of 
>the file. 

>this is not looking good 

>lst day and I can't even compile people's code. 


—-MESSAGE FILE 16218 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000084 


--MESSAGE FILE 16219 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Ira's sprite stuff 

Date: Wed, 06 Aug 1997 22:19:03 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33E95AC7.6F5C@hubcap.clemson.edu> 

NNTP-Posting-Host: pm4-21.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


I cant get anything to come up. 


Net Yaroze newsgroups message dump.txt Page 10975 


I run it under CodeWarrior. 

I run the ny.psx file under the PSComutil and 

nothing shows up. 

I ran the download.sio and it did the same thing. 

Just a black screen that has nothing on it. 

this is frustrating. 

Where does it load the *.tim files? 

If i create a drawing, I do i get my file to recognize it. 
What is this address stuff at the beginning? 

The documentation SUCKS and im starting to get pissed. 

Im very intelligent and this is making no sense. 

mike 

mclee@clemson.edu 

—-MESSAGE FILE 16219 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000085 


--MESSAGE FILE 16220 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
6 

Path: chuka.playstation.co.uk!scea!lcy-pm0-ip14.halcyon.com!user 

From: gromit@halcyon.com (eli curtz) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira's sprite stuff 

Date: Thu, 07 Aug 1997 09:45:26 -0800 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <gromit-—0708970945270001@lcy—-pm0-ip14.halcyon.com> 

References: <33E95AC7.6F5C@hubcap.clemson.edu> 

NNTP-Posting-Host: lcy-pm0-ip14.halcyon.com 

X-Newsreader: MT-NewsWatcher 2.3.1 


In article <33E95AC7.6F5C@hubcap.clemson.edu>, "Michael C. Lee, Jr." 
<mclee@hubcap.clemson.edu> wrote: 


> I cant get anything to come up. 
> I run it under CodeWarrior. 


> I run the ny.psx file under the PSComutil and 

> nothing shows up. 

> I ran the download.sio and it did the same thing. 

> Just a black screen that has nothing on it. 

> this is frustrating. 

> Where does it load the *.tim files? 

> If i create a drawing, I do i get my file to recognize it. 
> What is this address stuff at the beginning? 

> The documentation SUCKS and im starting to get pissed. 
> Im very intelligent and this is making no sense. 

> mike 

> mclee@clemson.edu 


I haven't looked at Ira's code, but there are basically three ways it 
could be loading the .TIM: 


1) Static data in the program - ugly and probably not how he's doing it. 

2) Using the Metrowerks BLoad (or whatever it is) to simulate the CD and 
load it automatically from within the program. 

3) Pre-loading the .TIM to memory using a batch file. 


As I said case 1 is unlikely to check if its case 2 or 3: 


A) Check for a Windoze batch file (.BAT) if its there you should be able 
to use it in the new version of PSComUtil or read the addresses out and 
use the load data function in PSComUtil to put them in the right places. 
B) Search for the filename in the code to see if it thinks it should be 
loading it using the fake CD routines. 

C) If it comes to it look in the code for where the .TIM is being used - 
if it isn't being loaded from the fake CD you need to put it in memory 
where it expects it using PSComUtil. 


You may also be compiling your code to the wrong address - make sure that 
the address in your project preferences matches the one in the Makefile 
(it there is one) 


eli 
gromit@halcyon.com 
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—-MESSAGE FILE 16220 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000086 


—-MESSAGE FILE 16221 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira's sprite stuff 

Date: 7 Aug 1997 21:37:02 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <01lbca379Sf47e00c0S8fbf43ce@wkwerner> 

References: <33E95AC7.6F5C@hubcap.clemson.edu> 

NNTP-Posting-Host: port43.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Looking at Ira's code, (Ira being a member of the Euro group, this is no 
suprise) I see the following line: 


SetVideoMode (MODE_PAL) ; 


Since the default is NTSC, you could just remove this line. Just as well, 
you could substitute it with: 


SetVideoMode (MODE_NTSC) ; 
Further, you must replace the vertical height with 240 (not the PAL value 
of 256). 


#define SCREEN_HEIGHT 240 


And try not to get too POed. The learning curve here is STEEP! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16221 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000087 


——MESSAGE FILE 16222 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 

8 

Path: chuka.playstation.co.uk!!user 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira's sprite stuff 

Date: Tue, 12 Aug 1997 00:40:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 121 

Message-ID: <5so7cj$d576@chuka.playstation.co.uk> 

References: <33E95AC7.6F5C@hubcap.clemson.edu> 
<O0lbca379Sf£47e00c0S8fbf43ce@wkwerner> 

NNTP-Posting-Host: dialup-—05-38.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 


Mike said: 


>I cant get anything to come up. 

>I run it under CodeWarrior. 

>I run the ny.psx file under the PSComutil and 

>nothing shows up. 

>I ran the download.sio and it did the same thing. 

>Just a black screen that has nothing on it. 

>this is frustrating. 

>Where does it load the *.tim files? 

>If i create a drawing, I do i get my file to recognize it. 
>What is this address stuff at the beginning? 


Ira says: 
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First off, the "download.sio" file is actually a batch file for downloading 
all the relevant files to the correct addresses. I use the ".sio" extension 
because that's just how CW documented it when they first implemented it and 
I haven't got round to changing it, and seeing as has I write all my code on 
my Mac the extension is irrelevant. Try opening it using CW and you will see 
the files and the addresses that it loads. 


Secondly, if you are compiling code using the GNU stuff make sure your 
makefile sets your object code in at 0x8009000. If you're using CW still, 
then go to your project settings and check the same thing (0x8009000 is the 
default address space used by Cw). 


Eli said: 


>I haven't looked at Ira's code, but there are basically three ways it 
>could be loading the .TIM: 
> 


>1) Static data in the program - ugly and probably not how he's doing it. 
Urghh, what a horrid thought! If that method was a woman, she'd be a moose! 


>2) Using the Metrowerks BLoad (or whatever it is) to simulate the CD and 
> load it automatically from within the program. 


A nice tool, but I didn't use these tools so that people without CW could 
still benefit. 


>3) Pre-loading the .TIM to memory using a batch file. 


Spot on! 


>A) Check for a Windoze batch file (.BAT) if its there you should be able 
>to use it in the new version of PSComUtil or read the addresses out and 
>use the load data function in PSComUtil to put them in the right places. 


"download.sio" is the one you want. 

>You may also be compiling your code to the wrong address - make sure that 
>the address in your project preferences matches the one in the Makefile 
>(it there is one) 


Wayne said: 


>Looking at Ira's code, (Ira being a member of the Euro group, this is no 
>suprise) I see the following line: 


> 

> SetVideoMode (MODE_PAL) ; 

> 

>Since the default is NTSC, you could just remove this line. Just as well, 
>you could substitute it with: 

> 

> SetVideoMode (MODE_NTSC) ; 

> 


>Further, you must replace the vertical height with 240 (not the PAL value 
>of 256). 

> 

>#define SCREEN_HEIGHT 240 


Ira says: 


I noticed I did put this line in some of my very early code, but I changed 
the whole web site thing about a month ago and changed all the code. None of 
the demos include this line now, purely for reasons of international 
compatability. 


Also I always use 320x240, in all of the demos and stuff that I have done so 
far. No real reason but because I do there should be no PAL/NTSC clashes. 


Mike said: 


>The documentation SUCKS and im starting to get pissed. 
>Im very intelligent and this is making no sense. 
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Wayne said: 
>And try not to get too POed. The learning curve here is STEEP! 


Ira says: 


Cool out Mike. Just step back take a deep breath and count to ten. You're 
probably trying too hard and failing to see the wood for the trees. It took 
me about five or six weeks to get my head round the basics of this thing, 
and boy did I want to beat the crap out of the little bastard thing 
sometimes, but I just turned it off, went to bed and tried again the next 
day. Until one day everything hit me like a ton of bricks. 


We're all on a huge learning curve here and it doesn't make it any easier 
that Sony haven't provided us with any kinda decent documentation, or real 
starter stuff. I've never said that any of my docs are the best or that I'm 
the best coder, far from it, but the very fact that you've been able to 
download some docs and source code that someone - namely me - has taken 
their own time and effort to write for no reason other than to help people 
like yourself, and to ensure we can all get some value for money out of this 
thing, is something you should be grateful for. When I got my yaroze back in 
March we had diddly squat to work with. 


Don't knock it, just keep working at it. 


Ira 

"The difference between the impossible and the possible lies in 
determination" 

-- Tommy Lasorda 


10978 


—-MESSAGE FILE 16222 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000088 


——MESSAGE FILE 16223 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000008 


9 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 


Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira's sprite stuff 

Date: Wed, 13 Aug 1997 01:45:43 -0700 
Organization: SCEA News Server 

Lines: 126 

Message-ID: <33F17437.5EE2@hubcap.clemson.edu> 
References: <33E95AC7.6F5C@hubcap.clemson.edu> 


<Olbca379Sf£47e00c0S8fbf43ce@wkwerner> <5so7cj$d576@chuka.playstatio 


n.co.uk> 

NNTP-Posting-Host: pm4-4.innova.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Ira Rainey wrote: 
Mike said: 


>I cant get anything to come up. 

>I run it under CodeWarrior. 

>I run the ny.psx file under the PSComutil and 

>nothing shows up. 

>I ran the download.sio and it did the same thing. 

>Just a black screen that has nothing on it. 

>this is frustrating. 

>Where does it load the *.tim files? 

>If i create a drawing, I do i get my file to recognize it. 
>What is this address stuff at the beginning? 


Ira says: 


VVVVVVVVVVVVVVV VV 


First off, the "download.sio" file is actually a batch file for downloading 
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all the relevant files to the correct addresses. I use the ".sio" extension 
because that's just how CW documented it when they first implemented it and 
I haven't got round to changing it, and seeing as has I write all my code on 
my Mac the extension is irrelevant. Try opening it using CW and you will see 
the files and the addresses that it loads. 


Secondly, if you are compiling code using the GNU stuff make sure your 
makefile sets your object code in at 0x8009000. If you're using CW still, 
then go to your project settings and check the same thing (0x8009000 is the 
default address space used by CW). 


Eli said: 


>I haven't looked at Ira's code, but there are basically three ways it 
>could be loading the .TIM: 
> 


>1) Static data in the program - ugly and probably not how he's doing it. 
Urghh, what a horrid thought! If that method was a woman, she'd be a moose! 


>2) Using the Metrowerks BLoad (or whatever it is) to simulate the CD and 
> load it automatically from within the program. 


A nice tool, but I didn't use these tools so that people without CW could 
still benefit. 


>3) Pre-loading the .TIM to memory using a batch file. 

Spot on! 

>A) Check for a Windoze batch file (.BAT) if its there you should be able 
>to use it in the new version of PSComUtil or read the addresses out and 
>use the load data function in PSComUtil to put them in the right places. 
"download.sio" is the one you want. 

>You may also be compiling your code to the wrong address - make sure that 
>the address in your project preferences matches the one in the Makefile 
>(it there is one) 


Wayne said: 


>Looking at Ira's code, (Ira being a member of the Euro group, this is no 
>suprise) I see the following line: 


> 

> Set VideoMode (MODE_PAL) ; 

> 

>Since the default is NTSC, you could just remove this line. Just as well, 
>you could substitute it with: 

> 

> Set VideoMode (MODE_NTSC) ; 

> 


>Further, you must replace the vertical height with 240 (not the PAL value 
>of 256). 

> 

>#define SCREEN_HEIGHT 240 


Ira says: 


I noticed I did put this line in some of my very early code, but I changed 
the whole web site thing about a month ago and changed all the code. None of 
the demos include this line now, purely for reasons of international 
compatability. 


Also I always use 320x240, in all of the demos and stuff that I have done so 
far. No real reason but because I do there should be no PAL/NTSC clashes. 


Mike said: 


>The documentation SUCKS and im starting to get pissed. 
>Im very intelligent and this is making no sense. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Wayne said: 
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>And try not to get too POed. The learning curve here is STEEP! 
Ira says: 


Cool out Mike. Just step back take a deep breath and count to ten. You're 
probably trying too hard and failing to see the wood for the trees. It took 
me about five or six weeks to get my head round the basics of this thing, 
and boy did I want to beat the crap out of the little bastard thing 
sometimes, but I just turned it off, went to bed and tried again the next 
day. Until one day everything hit me like a ton of bricks. 


We're all on a huge learning curve here and it doesn't make it any easier 
that Sony haven't provided us with any kinda decent documentation, or real 
starter stuff. I've never said that any of my docs are the best or that I'm 
the best coder, far from it, but the very fact that you've been able to 
download some docs and source code that someone - namely me - has taken 
their own time and effort to write for no reason other than to help people 
like yourself, and to ensure we can all get some value for money out of this 
thing, is something you should be grateful for. When I got my yaroze back in 
March we had diddly squat to work with. 


Don't knock it, just keep working at it. 


Ira 

"The difference between the impossible and the possible lies in 
determination" 

> -- Tommy Lasorda 

Im not knocking you. Im very happy you wrote the sprite stuff. Its all I 
have to go on. I just wish Sony had provided something better. 

check out spells of fury if you want to see a good work of 
documentation. 

I think once i start to get some of this stuff, ill write something. 
later, 

mike 

—-MESSAGE FILE 16223 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000089 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 16224 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@islandnet.com> 

Newsgroups: scea.yaroze.beginners 

Subject: ResetGraph 

Date: 13 Aug 1997 09:45:41 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <Olbca7ceS$498fe580S09af35c6@islandnet.com.islandnet.com> 
NNTP-Posting-Host: i3-9.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


This is a pretty dumb question, but I was noticing that in every single 
tutorial that calls ResetGraph, the value 3 is passed in. However, the docs 
state that the valid inputs are 0 (all reset) and 1 (cancel drawing). What 
the heck is 3? 


-Chris B 
—-MESSAGE FILE 16224 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000090 


—-MESSAGE FILE 16225 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
1 

Path: chuka.playstation.co.uk!dialup-00-52.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.beginners 

Subject: Where's the help! 

Date: Sat, 16 Aug 1997 22:54:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <ira-1608972254080001@dialup-—00-52.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-00-52.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 
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P.P.S. Oops, I keep accidentally replying to author, rather than 
group. Sorry! 


Manny Najera wrote: 


Mario Wynands wrote: 


> Take a look at AirBob, another Japanese demo that has been upped in 
> the past 

> week. 

> 

> http: 

> /www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 
> 

> Looks more and more like we have a bit of catching up to do! 

I dunno. It seems like their sole advantage is that everyone has 


Lightwave 3D. 


Think about it. Everyone is using the same graphics package. All they 
needed was for one person to code an interface for Lightwave's motion 
system. The supposed "hard stuff", being a hierarchical system of 
object movement, being used now to crank out demo after Japanese demo, 
is based entierely around that kind of interface. 


For example, if everyone here used MOD files on a daily basis, a MOD to 
SEQ converter would have been coded ages ago. 


VVVVVVVVVVVVV VV VV VV VV VV V V 


Manny Najera 


-—-MESSAGE FILE 1720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00423 


-—-MESSAGE FILE 1721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000424 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hooj choons pump it սք.. 22 Game Previews Up... (cool!) 

Date: Mon, 02 Mar 1998 00:41:17 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 41 

Message-ID: <34FA002D.640E1A4C@codeworks.demon.co.uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


Press Release.. 
lst March. Reading, Berkshire, England (Jim's Bedroom) 
Mobius Codeworks entry to the Edge NetYaroze Competition is nearing 


completion. Preview screenshots and information about the game are now 
available on the newly updated website 


http://www.netyaroze-europe.com/~Sig1lLL/ 


Other information and more preview shots will be available during the 
week running up to the release on Tuesday 10th March 1998. 


Also some background information about the game design, tools, problems, 
general hair tearing (we might even post some core dumps) 


The Mobius Codeworks Team now consists of... 


Jim - Code, Draft graphics 
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I've just updated my ftp area to incorporate all of my demos to PAL and 
NTSC so there's something for everybody. 


Ira 


http://www.playstation.co.uk/~shadow/ 
-—-MESSAGE FILE 16225 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000091 


—-MESSAGE FILE 16226 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@islandnet .com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: ResetGraph 

Date: 19 Aug 1997 08:20:09 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <Olbcac79$56fbe3e0$0aaf35c6@islandnet.com.islandnet.com> 
References: <0Olbca7ceS$498fe580S09af35c6@islandnet.com.islandnet.com> 
NNTP-Posting-Host: i3-10.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


When a question like this doesn't get answered for several days do I assume 
that there is no answer or that you gnarly (and I mean that in a good way 
:-) developer support studs are looking for an answer? I guess what I mean 
is, how long should you wait for an answer before you decide a question has 
no answer? 


-ChrisB 


Chris Blackwell <bespeed@islandnet.com> wrote in article 
<0lbca7ce$498fe580$09af35c6@islandnet.com.islandnet.com>... 

> This is a pretty dumb question, but I was noticing that in every single 
> tutorial that calls ResetGraph, the value 3 is passed in. However, the 
docs 
> state that the valid inputs are 0 (all reset) and 1 (cancel drawing). 

What 

> the heck is 3? 

> 

> -Chris B 

> 

--MESSAGE FILE 16226 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000092 


——MESSAGE FILE 16227 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
3 

Path: chuka.playstation.co.uk!dialup-01-34.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.beginners 

Subject: Shadow stuff update 

Date: Fri, 22 Aug 1997 20:44:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ira-2208972044150001@dialup-—01-34.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-34.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


After a few complaints about junk in the PC files on my ftp area, I 
checked it out and found that CW puts all it's formatting in the header 
and tail of the file, so if you don't use CW to open the file then you get 
loads of shit. Also some of the text files were still in Mac format, and 
so a bit difficult to read with a basic text editor. 


I've now fixed all these problems and *all* the pc stuff has been sorted 
out and zipped up - օո a pe - and I've just uploaded it all again.If 
you've had some problems like this then just download again and it will 
all be nice and lovely. 


Sorry about that. 


Ira 
—-MESSAGE FILE 16227 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000093 


Net Yaroze newsgroups message dump.txt Page 10982 


—-MESSAGE FILE 16228 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: ResetGraph 

Date: 24 Aug 1997 07:36:53 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <01lbcb061S22eb6620S0e9f22cfeSmarttNet.smartt.com> 

References: <Olbca7ceS498fe580S09af35c6@islandnet.com.islandnet.com> <0Olbcac79S56fbe 
3e0S0aaf35c6@islandnet.com.islandnet.com> 

NNTP-Posting-Host: vict—mx0100101.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wahh! Why won't anyone reply? Is this group not scanned by Mario or other 
sony engineers? 


-Chris Blackwell, in a last, desperate attempt to get an answer... 


Chris Blackwell <bespeed@islandnet.com> wrote in article 
<Olbcac79$56fbe3e0S0aaf35c6@islandnet.com.islandnet.com>... 

> When a question like this doesn't get answered for several days do I 
assume 

> that there is no answer or that you gnarly (and I mean that in a good way 


> :-) developer support studs are looking for an answer? I guess what I 
mean 
> is, how long should you wait for an answer before you decide a question 


v 


no answer? 


-ChrisB 


Chris Blackwell <bespeed@islandnet.com> wrote in article 
<Olbca7ce$498fe580S09af35c6@islandnet.com.islandnet.com>... 

> This is a pretty dumb question, but I was noticing that in every single 
> tutorial that calls ResetGraph, the value 3 is passed in. However, the 
docs 
> state that the valid inputs are 0 (all reset) and 1 (cancel drawing). 
What 

> the heck is 3? 


-Chris B 


VVVVVVVVVVVVV VV 
VV v 


—-MESSAGE FILE 16228 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000094 


—-MESSAGE FILE 16229 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: ResetGraph 

Date: Sun, 24 Aug 1997 15:14:32 GMT 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <34004ce0.494768@205.149.189.29> 

References: <Olbca7ceS498fe580S09af35c6@islandnet.com.islandnet.com> <0Olbcac79S56fbe 
3e0SO0aaf35c6@islandnet.com.islandnet.com> <01lbcb061S22eb6620S0e9f22cf@SmarttNet.smar 
tt.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Chris, 
Yikes! Sorry but for some reason, this message has fallen through the 
cracks. I could cop out and say I was waiting for an answer, but 


that's just not true. The truth is, I overlooked the question. 


Anyway, I think the reason that people are using ResetGraph(3) is that 
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the samples were written that way. I know that's why I used it. I 
don't know if passing a value of 3 does anything different with the 
full libraries or not. I have since started using ResetGraph(1l) as it 
seems to have the same effect. 


So, the short answer to your question (and the one I should have given 
back when you asked) is that ResetGraph(3) seems to be an error and 
should be replaced with ResetGraph(1). If anyone know's something I 
don't here, please feel free to correct me. 


Again, sorry it took so long for a reply. Thanks for bringing it up 
again. 


Mario 


On 24 Aug 1997 07:36:53 GMT, "Chris Blackwell" <bespeed@smartt.com> 
wrote: 


>Wahh! Why won't anyone reply? Is this group not scanned by Mario or other 
>sony engineers? 

> 

>-Chris Blackwell, in a last, desperate attempt to get an answer... 

> 
>Chris Blackwell <bespeed@islandnet.com> wrote in article 
><O01lbcac79$56fbe3e0S0aaf35c6@islandnet.com.islandnet.com>... 

>> When a question like this doesn't get answered for several days do I 
>assume 

>> that there is no answer or that you gnarly (and I mean that in a good way 


>> :-) developer support studs are looking for an answer? I guess what I 
>mean 
>> is, how long should you wait for an answer before you decide a question 


>has 

>> no answer? 
>> 

>> -ChrisB 
>> 
>> Chris Blackwell <bespeed@islandnet.com> wrote in article 

>> <Olbca7ceS498fe580S09af35c6@islandnet.com.islandnet.com>... 

>> > This is a pretty dumb question, but I was noticing that in every single 
>> > tutorial that calls ResetGraph, the value 3 is passed in. However, the 
>> docs 
>> > state that the valid inputs are 0 (all reset) and 1 (cancel drawing). 
>> What 

>> > the heck is 3? 

>> 
>> 
>> 
>> 


-Chris B 


vvv 


--MESSAGE FILE 16229 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000095 


——MESSAGE FILE 16230 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: memory 

Date: Mon, 25 Aug 1997 17:16:05 -0700 

Organization: Sony Computer Entertainment America 

Lines: 29 

Message-ID: <34022045.841@interactive.sony.com> 

References: <33928AD8.4622@concentric.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; U) 


djinn666 wrote: 
> 

> hi, 

> 
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i was just wondering if anyone could explain to me how memory allocation 
for the ny works. i've been looking at sample batch- files and i see the 
programmer d-loading tim,main,...ect to memory locations such as 
"0x8000....ect". how do they know the size of their file?, how do they 
know where to d-load it to? can some one please help. i've read the 
whole userguid and still cant grasp the concept. 


> 
> 
> 
> 
> 
> 
> 
> 


-Djinn 


One of the main reasons, why people load data files like the models, 
textures and sound data directly at the pre-determined location is to 
avoid loading the same everytime you make changes to your code. So 
while debugging your code you can simply reload just the executable 
which turns out to be a faster proposition. 


Once you reset the PlayStation, you will have to reload the data once 
again. 


Another thing to note is that the run-time library and other necessary 
data structures take first 0x90000 bytes of main memory. So, I like to 
load my data starting from 0x90000 memory address and the executable is 
set to load after the data, so that rest of the memory is available for 
the bss section and the heap. 


Pradip K Fatehpuria 
—-MESSAGE FILE 16230 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000096 


—-MESSAGE FILE 16231 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
7 

Path: chuka.playstation.co.uk!dialup-11-58.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.beginners 

Subject: New game demo 

Date: Sun, 31 Aug 1997 01:25:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-3108970125350001@dialup-11-58.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-58.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I have just uploaded to my ftp area my first finished game demo, a dog tale. 
Check it out and let me know what you think. 
http://www.playstation.co.uk/~shadow 


Ira 
—-MESSAGE FILE 16231 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000097 


—-MESSAGE FILE 16232 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
8 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Trying the NY demos... 

Date: 19 Sep 1997 04:32:45 GMT 

Organization: WermxX Software 

Lines: 33 

Message-ID: <0lbcc4b4Sd53f8b00S71bf43ce@wkwerner> 

References: <34216d5b.21034315@news.scea.sony.com> 

NNTP-Posting-Host: port13.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Jeffrey Siegel <jsiegel@hypernet.com> wrote: 


I've downloaded a few of the demos from Sony's site and converted them 
into Code Warrior projects (and cleaning up a couple of lines that 
needed it - minor stuff). Then I use the debugger to try them and 
always get the same thing...the .PSE is downloaded fine and I can step 
through the source - when I run the program the screen on the NY goes 


V V V V V 
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> black and nothing happens at all...its the same with the three samples 
> I downloaded...I'm puzzled. I've compiled, edited, and messed with 

> the samples that came with the hardware without problem. What am I 

> doing wrong with the stuff from the web site? 

> 

> Thanks! 


Sounds to me like you haven't downloaded the data files into memory. Check 
out the locations to download to in the batch execution file (usually 
called Auto, or perhaps batch, or something with an sio extension.) 


Sometimes you need to modify the start address for the program (see the 
target options) to match what the writer of the program did (check out the 
original makefile.) 


You can usually modify the original batch file to do all of the dirty work 
without too much effort. A batch file that just sets up the data without 
running the program is usually useful. The program can then be run 
directly from the debugger or pscomm utility without reloading the data on 
subsequent runs. 


Hope this helps! 


Wayne K. Werner 
wkwerner@con2.com 


-—-MESSAGE FILE 16232 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000098 


—-MESSAGE FILE 16233 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000009 
9 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk! news 
From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Trying the NY demos... 

Date: 19 Sep 1997 09:33:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <0lbcc4e0$b7945000$23e62ac2@ira-rainey> 
References: <34216d5b.21034315@news.scea.sony.com> 
NNTP-Posting-Host: dialup-—08-35.netcomuk.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 


The most likely bet is that you are compiling the code to run at a 
different address to that which the author intended. 


CW as default sets the code location at 0x80090000, whilst many of the sony 
demos use other addresses. Check the makefile that was in the download, 
this specifies to the GNU compiler where to locate the code. Then change 
the program location in the project options of the CW project to the same 
address. 


Once that is done and you can see that all the data is loaded from the 
batch file onto the yaroze and that nothing overlaps in memory, it should 
work fine. 


Ira 
Jeffrey Siegel <jsiegel@hypernet.com> wrote in article 


<34216d5b.21034315@news.scea.sony.com>... 
> OK, I'm a real newbie to the NY stuff...literally just got it. 


I've downloaded a few of the demos from Sony's site and converted them 
into Code Warrior projects (and cleaning up a couple of lines that 
needed it - minor stuff). Then I use the debugger to try them and 
always get the same thing...the .PSE is downloaded fine and I can step 
through the source - when I run the program the screen on the NY goes 
black and nothing happens at all...its the same with the three samples 
I downloaded...I'm puzzled. I've compiled, edited, and messed with 
the samples that came with the hardware without problem. What am I 
doing wrong with the stuff from the web site? 


VVVVVVVVVV VV 


Thanks! 
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> 
> 
—-MESSAGE FILE 16233 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000099 


—-MESSAGE FILE 16234 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
0 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: jsiegel@hypernet.com (Jeffrey Siegel) 

Newsgroups: scea.yaroze.beginners 

Subject: Trying the NY demos... 

Date: Thu, 18 Sep 1997 18:09:14 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34216d5b.21034315@news.scea.sony.com> 

NNTP-Posting-Host: media245.hypernet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


OK, I'm a real newbie to the NY stuff...literally just got it. 


I've downloaded a few of the demos from Sony's site and converted them 
into Code Warrior projects (and cleaning up a couple of lines that 
needed it - minor stuff). Then I use the debugger to try them and 
always get the same thing...the .PSE is downloaded fine and I can step 
through the source - when I run the program the screen on the NY goes 
black and nothing happens at all...its the same with the three samples 
I downloaded...I'm puzzled. I've compiled, edited, and messed with 
the samples that came with the hardware without problem. What am I 
doing wrong with the stuff from the web site? 


Thanks! 


-—-MESSAGE FILE 16234 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000100 


——MESSAGE FILE 16235 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Trying the NY demos... 

Date: Thu, 18 Sep 97 18:58:04 GMT 

Organization: Metrowerks 

Lines: 26 

Message-ID: <5vrtbg$97815@scea> 

References: <34216d5b.21034315@news.scea.sony.com> 
NNTP-Posting-Host: 198.214.13.31 

X-Newsreader: News Xpress 2.0 Beta #0 


Which samples have you converted? We have already converted most of the 
samples internally so we might be able to give some clues. 


-Joel 
(p.s. are you using the CodeWarrior update from our web site?) 


In article <34216d5b.21034315@news.scea.sony.com>, jsiegel@hypernet.com 
(Jeffrey Siegel) wrote: 

>OK, I'm a real newbie to the NY stuff...literally just got it. 

> 

>I've downloaded a few of the demos from Sony's site and converted them 
>into Code Warrior projects (and cleaning up a couple of lines that 
>needed it - minor stuff). Then I use the debugger to try them and 
>always get the same thing...the .PSE is downloaded fine and I can step 
>through the source - when I run the program the screen on the NY goes 
>black and nothing happens at all...its the same with the three samples 
>I downloaded...I'm puzzled. I've compiled, edited, and messed with 
>the samples that came with the hardware without problem. What am I 
>doing wrong with the stuff from the web site? 

> 

>Thanks! 

> 
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PlayStation Debugger Dude 
Metrowerks 
—-MESSAGE FILE 16235 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000101 


——MESSAGE FILE 16236 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
2 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spencer Newland <snewland@bod.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.programming.codewarrior 

Subject: survival demo and code warrior (mac) 

Date: Tue, 30 Sep 1997 00:50:34 -0600 

Organization: SCEA News Server 

Lines: 100 

Message-ID: <3430A13B.7179@bod.net> 

Reply-To: snewland@bod.net 

NNTP-Posting-Host: 206.168.205.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:102 scea.yaroze.programming.code 
warrior:209 


Hello, 


I had my NY for a while now but am just now starting to try anything. 
My first experience with CodeWarrior was converting the playstation 
library. I could not get this to work automatically. I did get it to 
convert manually, I think. There is an example project that comes with 


CodeWarrior called Check. I can compile link and run this without any 
problems. 
When I try to run the survival demo, here is what happens. I've been 


able to get survival to compile (with warnings) and link. 


warnings.... 


Warning : possible unwanted ';' 
LIBPAD.C line 89 while (!PadRead()); 


Warning : variable 'i' is not initialized before being used 
MAIN new.C line 1805 short i, slabid, ballid, enmyid, roboid; 


Warning : possible unwanted ';' 
LIBPAD.C line 89 while (!PadRead()); 


Warning : variable 'i' is not initialized before being used 
MAIN new.C line 1805 short i, slabid, ballid, enmyid, roboid; 


While in CW, I pick 'Debug' from the 'Project' menu and the CW debugger 
seems to have no trouble connecting to the NY. There is a popup stating 
the NY.pse is being downloaded. I get some output on my NY display 
stating "TERMINAL SPEED 115200 BPS REMOTE DEBUGGER STARTUP". From the 
debugger I pick 'Download Data From Batch File' from the 'Debug' menu. 
After choosing the file called "AUTO", all of the file seem to download 
with no errors. 


contents of "AUTO" 


local dload cube.tmd 80090000 
local dload cube.tim 80090800 
local dload slab.tmd 80094E00 
local dload slab.tim 80095000 
local dload robo.tmd 80099300 
local dload prop.tmd 8009A100 
local dload robol.tim 8009A400 
local dload robo2.tim 8009A800 
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local dload ship.tmd 80098800 
local dload ship.tim 8009Շ600 
local dload ball.tmd 800A8900 
local dload sfx.vh 800A8B00 
local dload sfx.vb 800AA400 
local dload sfx.seq 800EC100 
log results... 


Downloading File - CUBE.TMD 
Download Complete 
Downloading File - CUBE.TIM 
Download Complete 
Downloading File - SLAB.TMD 
Download Complete 
Downloading File - SLAB.TIM 
Download Complete 
Downloading File - ROBO.TMD 
Download Complete 
Downloading File - PROP.TMD 
Download Complete 
Downloading File - ROBO1.TIM 
Download Complete 
Downloading File - ROBO2.TIM 
Download Complete 
Downloading File - SHIP.TMD 
Download Complete 
Downloading File - SHIP.TIM 
Download Complete 
Downloading File - BALL.TMD 
Download Complete 
Downloading File - SFX.VH 
Download Complete 
Downloading File - SFX.VB 
Download Complete 
Downloading File - SFX.SEQ 
Download Complete 


When I hit the play button I get a popup which has the following text in 
it.... "Illegal (reserved) Instruction Error". Nothing happen on the NY 
display making me believe that the illegal instruction error is a CW 
debugger error? 


If anyone thinks it might be important, I'm running MacOS 7.6.1 on a 
PowerComputing PowerCenterPro 210 w/64M of RAM. 


Anyone seen this before? 
Thanks 


Spencer 
—-MESSAGE FILE 16236 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000102 


—--MESSAGE FILE 16237 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
3 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.programming.codewarrior 

Subject: Re: survival demo and code warrior (mac) 

Date: 1 Oct 1997 20:25:22 GMT 

Organization: WermxX Software 

Lines: 93 

Message-ID: <0lbccea7S$d85a7b40S8fbf43ce@wkwerner> 

References: <3430A13B.7179@bod.net> 

NNTP-Posting-Host: port43.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:103 scea.yaroze.programming.code 
warrior:210 
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Spencer Newland <snewland@bod.net> wrote: 


Warning : possible unwanted ';' 
LIBPAD.C line 89 while(!PadRead()); 


VVV N 


Just a warning about the null line on the pad read. Ignore it. 


> Warning : variable 'i' is not initialized before being used 
> MAIN new.C line 1805 short i, slabid, ballid, enmyid, roboid; 
> 


This is a real problem. i is used without initialization, because it 
is just plain wrong. Earlier in this group, Pradip posted the 
correction. I'll include it here for your convienence: 


>> Wayne K. Werner wrote: 

>> 

>> In converting the survival demo over to CW, I go a warning that 
the local 

>> variable short i is used before it is initialized. This is indeed 
the 

>> case, in the function HandleEnmyCollision() at line 1814 of 
main.c: 
>> 

>> static short HandleEnmyCollision(OBJECT *objc, short *dx, short 
*dy, short 

>> *dz) 

>> { 

>> short i, slabid, ballid, enmyid, roboid; 

>> short where_onwall, where_onslab, where_onball, 
where_onenmy, 

>> where_onrobo; 


>> short state = objc->State; 

>> 

>> /* Check the collision of the object with robot */ 

>> roboid = -1; 

>> where_onrobo = HandleObjcCollision(objc, &Robo, dx, dy, 
dz); 

>> if (where_onrobo & COLLISION_XYZ) { 

>> if ((Robo.Pos.coord.t[1] - Robo.DifY) <= 

>> this is the offending line: 

>> (Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + 
(*dy))) 

>> roboid = 0; 

>> else 

>> roboid = 1; 

>> } 

>> 

>> What is the legitamate initialization value? 

>> 


>> Thanks, 
>> Wayne K. Werner 
>> wkwerner@con2.com 


>> 

>>Yes, that is a mistake. Instead of "Enmy[i]." I should be using 
>>"objc->". So the line will look like the following 

>> 

>>(objc->Pos.coord.t[1] - objc->DifY + (*dy))) instead of 
>>(Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + (*dy))) 

>> 


>>I will try to make the change soon and post it back. 
>>Pradip K Fatehpuria 


> 

> 

> After choosing the file called "AUTO", all օք the file seem to 
download 

> with no errors. 

> 

> When I hit the play button I get a popup which has the following 
text in 

> it.... "Illegal (reserved) Instruction Error". Nothing happen on 
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the NY 

> display making me believe that the illegal instruction error is a 
CW 

> debugger error? 


That's because you are not downloading the executable! To tell the 
truth, I don't know what address you are jumping to if the executable 
is not loaded, but, whatever it is, it isn't likely to contain a 
legal opcode! 


BTW, you must make sure that the program is compiled to start at 
address 0x80100000. This is vitally important. CW defautlts to 
0x8009000. This load address will overwrite your data. 


Good luck, 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16237 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000103 


—--MESSAGE FILE 16238 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: tim ?'s 

Date: Wed, 15 Oct 1997 19:12:35 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <34457813.7DCD@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool045-max7.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Well my computer crashed down and the maintenence guys took about 2 

months fixing the thing.Well Im sorta in the same ball game as I was 

back then.I have a question.How do I get the tim address thingy 

"8::00100000" 

Is it by looking at the tim through timv.bat?Or something else.Its weird 

too.After the maintenence,siocons,make,gcc, and timv.bat do not work 

either.I guess Im gonna have to Xcopy again. 

—-MESSAGE FILE 16238 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000104 


—--MESSAGE FILE 16239 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: tim ?'s 

Date: Thu, 16 Oct 1997 06:02:05 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3445ad1f£.52187720@205.149.189.29> 

References: <34457813.7DCD@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 15 Oct 1997 19:12:35 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well my computer crashed down and the maintenence guys took about 2 
>months fixing the thing.Well Im sorta in the same ball game as I was 
>back then.I have a question.How do I get the tim address thingy 
>"8x00100000" 

>Is it by looking at the tim through timv.bat?Or something else.Its weird 
>too.After the maintenence, siocons,make,gcc, and timv.bat do not work 
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Greg - Code, Slightly better graphics 
Andrew - No Code, Production Graphics, Website Graphics/Design, Music 


When asked for a comment on progress Jim said.. 'I'm extremely happy 
with progress so far..' 


Greg said.. 'will this get ստ laid...??!' 
Andrew commented... 'Unlikely... As we haven't left the house in two 
months. But as long as there are bad programmers attempting to win 


dubious contests through evil and crafty schemes, we will have a job to 
Վզօ..' and passed out... 


Keep watching the site and errr do call us, we can't afford to call 
you.. 


Jim, Greg, Andrew 
p.s. don't take much, er actually any of the above too seriously.. 


Andrew (PR guy) 
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—-MESSAGE FILE 1721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00424 


—-MESSAGE FILE 1722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000425 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Root Counter Functionality ??? 

Date: 2 Mar 1998 09:49:31 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 52 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ddvbb$q5j1@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


You'll find some examples of root counter use among the SCEE demos, 
I think there's <profile> and <timing>. 


Basically I used GetRCnt(1); I can't remember how often it updates, 
perhaps every hsync, perhaps quicker. I do remember it didn't seem 
to need any initialisation. 


Lewis 
To: Lewis Evans 
ՇԾ» 
From: news @ playstation.co.uk 


Subject: Root Counter Functionality ???:scee.yaroze.freetalk.english 


From: Michael Voegeli <michael@access.ch> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Root Counter Functionality ??? 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; 
x-mac—creator="4D4F5353" 

Content-Transfer-Encoding: 7bit 

Hi 

Where can I find some _real_ information about using the Root Counter ? 
The text in the User Guide is like :"Oh, its something about a free 
running counter, incremented by hardware probably every 0.25 
microseconds (or maybe 8 times that amount - depends on your 
understanding). You need to initialize it using some mysterious spec 


Net Yaroze newsgroups message dump.txt Page 10991 
>either.I guess Im gonna have to Xcopy again. 

I'm sorry to hear about you PC problems. 

I just checked to verify that all your original messages are still 


available here. They are. Please start by reviewing them. If you are 
still having problems after that, let me know. 


Mario 
—-MESSAGE FILE 16239 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000105 


——MESSAGE FILE 16240 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
6 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 
From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming, scea.yaroze.beginners 
Subject: Question about Survival code. 

Date: Fri, 17 Oct 1997 18:14:51 -0500 

Organization: University of Chicago 

Lines: 7 

Message-ID: <thomas-—1710971814510001@sofboy.cs.uchicago.edu> 
NNTP-Posting-Host: sofboy.cs.uchicago.edu 


I've been looking through the code for the Survival Demo and 
I can't figure out what the function HandlePolyDivision () 

in main.c does. Can someone explain why it is needed and how 
it works? 


--ՔՇԵԵ Thomas 
—-MESSAGE FILE 16240 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000106 


——MESSAGE FILE 16241 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Clayton <mark@nombas.com> 

Newsgroups: scea.yaroze.problems, scea.yaroze.beginners 

Subject: Newbie having trouble getting setup 

Date: Sat, 18 Oct 1997 08:22:04 -0400 

Organization: Nombas Inc 

Lines: 18 

Message-ID: <3448A9EC.96D20B1A@nombas.com> 

Reply-To: mark@nombas.com 

NNTP-Posting-Host: 205.181.136.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-DIAL (WinNT; U) 


I'm a little late getting started here since I've been real busy 
with other projects. I've finally got around to hooking of the 
playstation to my TV (after is sitting in the box for 4 months). 
It appears that I'm not getting any output. I've tried attaching 
the NY to either the TV and the VCR video and audio inputs. For 
the TV, I need one of those Game/TV switches (circa 1985 Atari). 
What's the likelihood I've a) broken the NY b) received a busted 
NY or c) my TV and VCR are not compatible with the NY? 

I've never hooked up a PS/NY, it can't be this difficult, right? 
(heck, I haven't even played a video game since the Atari died 
back in the '80's). All I can get is static. Just to make sure 
I'm not being stupid, here are a few assumption I made, a) I don't 
need the NY to be hooked up to a computer just to see if the NY 
boots, b) the boot CD and access card are all I need to install 
(besides hooking to a TV ofcourse) or c) even a 20 year old TV 
should work (or a 2 year old VCR). What do you think? 

Mark 

mark@nombas.com 

-—-MESSAGE FILE 16241 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000107 


—-MESSAGE FILE 16242 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
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8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems, scea.yaroze.beginners 
Subject: Re: Newbie having trouble getting setup 

Date: Sat, 18 Oct 1997 17:31:41 GMT 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <3448f0f3.9584297@205.149.189.29> 
References: <3448A9EC. 96D20B1A@nombas.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 18 Oct 1997 08:22:04 -0400, Mark Clayton <mark@nombas.com> 
wrote: 


>I'm a little late getting started here since I've been real busy 
>with other projects. I've finally got around to hooking of the 
>playstation to my TV (after is sitting in the box for 4 months). 
>It appears that I'm not getting any output. I've tried attaching 
>the NY to either the TV and the VCR video and audio inputs. For 
>the TV, I need one of those Game/TV switches (circa 1985 Atari). 
>What's the likelihood I've a) broken the NY b) received a busted 
>NY or c) my TV and VCR are not compatible with the NY? 

>I've never hooked up a PS/NY, it can't be this difficult, right? 
>(heck, I haven't even played a video game since the Atari died 
>back in the '80's). All I can get is static. Just to make sure 
>I'm not being stupid, here are a few assumption I made, a) I don't 
>need the NY to be hooked up to a computer just to see if the NY 
>boots, b) the boot CD and access card are all I need to install 
>(besides hooking to a TV ofcourse) or c) even a 20 year old TV 
>should work (or a 2 year old VCR). What do you think? 

>Mark 

>mark@nombas.com 


Hey, I think I've seen this message before. 


The PlayStation is pretty much plug and play. You just hook it to the 
TV (or VCR) and set the TV to receive input from the video in 
connections instead of the antenna. If this doesn't work, you may have 
a bad unit and you would need to contact someone at Sony about getting 
a replacement. 


As an alternative, you can purchase an RF converter to connect the PS 
to an older TV that doesn't have video input jacks. Of course, if the 
PlayStation is defective it still won't work. 


Mario 
—-MESSAGE FILE 16242 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000108 


—--MESSAGE FILE 16243 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000010 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mikel <hs@xmission.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Direct Hardware Access? 

Date: Sat, 01 Nov 1997 12:32:11 -0600 

Organization: Ecks - Meeshun 

Lines: 15 

Message-ID: <345B83BB.404E@xmission.com> 

Reply-To: hs@xmission.com 

NNTP-Posting-Host: dissent.users.xmission.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Hello, 
I've been involved with 3d development for the pc, for roughly 3 


years now, and have written several different engines. My question is, 
has anyone successfully ported their own code over to the yaroze, and 
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has still been able to take advantage of the GPU, and the GTE? I only 
need a matrix calculator, and a polygon renderer, Not an entire engine. 


I'm also curious, as to whether or not sony has released a FAQ on the 
yaroze hardware, so I could possibly write my own low-level functions? 


Mikel Negugogor 
hs@xmission.com 
"Remember when everything was as simple as 0xA0000?" 
—-MESSAGE FILE 16243 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000109 


—-MESSAGE FILE 16244 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Dumb Question 

Date: Sat, 01 Nov 1997 05:29:42 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <345B2EC6.1382@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool004-max1.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


I know this is a dumb problem,Buy every time I make a sprite it is 

outrageously huge and the timutil says "File is bigger than specified 

size" Has anyone had this problem? 

-Austin 

--MESSAGE FILE 16244 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000110 


——MESSAGE FILE 16245 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Dumb Question 

Date: Sun, 02 Nov 1997 01:15:53 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <345bd410.33744863@205.149.189.29> 

References: <345B2EC6.1382@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Austin, 


I've never had this problem. Can you tell me what steps you are 
following to create your sprites? 


Mario 


On Sat, 01 Nov 1997 05:29:42 -0800, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I know this is a dumb problem,Buy every time I make a sprite it is 
>outrageously huge and the timutil says "File is bigger than specified 
>size" Has anyone had this problem? 

>-Austin 


—-MESSAGE FILE 16245 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000111 


—-MESSAGE FILE 16246 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 
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Newsgroups: scea.yaroze.beginners 

Subject: Re: Direct Hardware Access? 

Date: 2 Nov 1997 17:56:26 GMT 

Organization: WermxX Software 

Lines: 22 

Message-ID: <01lbce7b8$3712a9e0S6ebf43ce@wkwerner> 
References: <345B83BB.404E@xmission.com> 
NNTP-Posting-Host: port10.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Mikel <hs@xmission.com> wrote: 


> has still been able to take advantage of the GPU, and the GTE? 

> I'm also curious, as to whether or not sony has released a FAQ 
on the 

> yaroze hardware, so I could possibly write my own low-level 
functions? 

Mikel, 


We've been down this thread in the newsgroups before... 


Sony says no. Direct access is for the Professional Developers. 
Yaroze is a hobbyist console and the NY library is the supplied 
interface to the hardware. I know, I know, I would like access 
to the hardware info myself, but I get the feeling that Sony 
isn't going to budge on this issue. 


Wayne K. Werner 
wkwerner@con2.com 
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-—-MESSAGE FILE 16246 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000112 


——MESSAGE FILE 16247 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 


3 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mikel <hs@xmission.com> 


References: 


Newsgroups: scea.yaroze.beginners 
Subject: Re: Direct Hardware Access? 
Date: Sun, 02 Nov 1997 13:28:21 -0700 
Organization: Ecks - Meeshun 

Lines: 36 

Message-ID: <345CE265.1F51@xmission.com> 
<345B83BB.404E@xmission.com> <01lbce7b8$3712a9e0S 6ebf43ce@wkwerner> 
Reply-To: hs@xmission.com 

NNTP-Posting-Host: dissent.users.xmission.com 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


VVVVVVVVVVV VV 


Mailer: Mozilla 3.01 (Win95; I) 


Mikel, 
We've been down this thread in the newsgroups before... 


Sony says no. Direct access is for the Professional Developers. 
Yaroze is a hobbyist console and the NY library is the supplied 
interface to the hardware. I know, I know, I would like access 
to the hardware info myself, but I get the feeling that Sony 
isn't going to budge on this issue. 


Wayne K. Werner 
wkwerner@con2.com 


Thats odd.. I would assume the opposite would be true, that they 


would stick the hobbyist developers with just a faq of the hardware, and 
say "good luck", and would give all the fancy libraries to the 
blue-boys.. Frankly, I would enjoy the first option much more.. Maybe 
sony needs to create another level of developer, one which says "he's 
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got a yaroze, but he gets all the info"... I'd rather give up all hopes 
of support, and get the hardware info.. It seems to me, that sony would 
have less support questions (atleast from me) if they released their 
hardware info.. That way, if i run into a problem, it will be with my 
own code, which i can diagnose rather easily, on the other hand, if i'm 
stuck with their code, i have an extremely VAGUE idea of what is 
occuring behind the scenes, and that is where 'support' is required.. 


To me, the idea of restricting knowledge, after $750, is a joke.. If 
anyone at sony is reading this, consider the option of releasing the 
hardware specs. I am not as concerned with losing my 'technical support' 
priveledges, as I am with writing some killer games.. 


Mikel Negugogor 
hs@xmission.com 
—-MESSAGE FILE 16247 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000113 


—--MESSAGE FILE 16248 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
4 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: Dumb Question 

Date: Mon, 03 Nov 1997 11:27:26 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 17 

Message-ID: <345CFE4E.15FB@peace.co.nz> 
References: <345B2EC6.1382@earthlink.net> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Linda J. Hodge wrote: 

> 

> I know this is a dumb problem,Buy every time I make a sprite it is 

> outrageously huge and the timutil says "File is bigger than specified 
> size" Has anyone had this problem? 


Nope, but I'd recommend using TIMTool instead օք TIMUtil - It's 
downloadable from the Yaroze web site. It's a lot better than TIMUtil. 
That might solve your problem. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64 (9) 3730401 


The meek shall inherit the earth, if that's OK with you. 
—-MESSAGE FILE 16248 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000114 


—--MESSAGE FILE 16249 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
5 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Direct Hardware Access? 

Date: Mon, 03 Nov 1997 13:44:56 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 23 

Message-ID: <345D1E88.ABD@peace.co.nz> 

References: <345B83BB.404E@xmission.com> <0lbce7b8$3712a9e0S6ebf43ce@wkwerner> <345C 
E265.1F51@xmission.com> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 
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Mikel wrote: 


> Sony says no. Direct access is for the Professional Developers. 
> Yaroze is a hobbyist console and the NY library is the supplied 
> interface to the hardware 


Thats odd.. I would assume the opposite would be true, that they 
would stick the hobbyist developers with just a faq of the hardware, and 
say "good luck", and would give all the fancy libraries to the 
blue-boys.. Frankly, I would enjoy the first option much more.. 


VVVVVVVVV 


Well, same here, but I guess their reasoning is that if they released 
the information two things would happen: 
We'd all write dodgy non standard code which won't run on 
future versions of the Playstation (or Playstation BIOS). 
They would get inundated with questions, and they haven't exactly 
got heaps of time to answer. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


The penalty for bigamy is having two mothers-in-law. 
—-MESSAGE FILE 16249 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000115 


—--MESSAGE FILE 16250 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mikel Negugogor <hs@xmission.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Direct Hardware Access? 

Date: Sun, 02 Nov 1997 21:50:46 -0700 

Organization: Ecks - Meeshun 

Lines: 30 

Message-ID: <345D57C1.2961@xmission.com> 

References: <345B83BB.404E@xmission.com> <01lbce7b8$3712a9e0S6ebf43ce@wkwerner> <345C 
E265.1F51@xmission.com> <345D1E88.ABD@peace.co.nz> 

Reply-To: hs@xmission.com 

NNTP-Posting-Host: dissent.users.xmission.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Well, same here, but I guess their reasoning is that if they released 
the information two things would happen: 
We'd all write dodgy non standard code which won't run on 
future versions of the Playstation (or Playstation BIOS). 
They would get inundated with questions, and they haven't exactly 
got heaps of time to answer. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


VVVVVVVVVVV VV 


The penalty for bigamy is having two mothers-in-law. 


I would love to hear sony's reasoning behind holding back the 
information.. I mean, 
If you read the FAQ on the non-members page, it clearly asks the 
question, can I write my own 
engine, or must I use one supplied by sony, the answer stated is 


"Net Yaroze members are encouraged to design and share their work with 
other Net Yaroze members including engines, graphics, simple/complex 
routines,programming structures, etc." 


Maybe someone at sony could explain this to me clearly? 
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Mikel Negugogor 
hs@xmission.com 
—-MESSAGE FILE 16250 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000116 


——MESSAGE FILE 16251 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Dumb Question 

Date: Sun, 02 Nov 1997 09:47:54 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <345CBCCA.5FB3@earthlink.net> 

References: <345B2EC6.1382@earthlink.net> <345bd410.33744863@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool047-max6.so-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 
Austin, 


I've never had this problem. Can you tell me what steps you are 
following to create your sprites? 


Mario 


VVVVVVVV 


Well,I basically create the sprite in corel draw making sure to keep the 

size of the sprite small.Then I save it as a .bmp file Then open it with 

timutil and press convert and it says the error. 

—-MESSAGE FILE 16251 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000117 


—-MESSAGE FILE 16252 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Pradip K Fatehpuria" <Pradip_Fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.programming, scea.yaroze.beginners 

Subject: Re: Question about Survival code. 

Date: 3 Nov 1997 19:33:42 GMT 

Organization: SCEA 

Lines: 29 

Message-ID: <01bce890S$e2b86040$c24331a2@p.fatehpuria> 

References: <thomas—1710971814510001@sofboy.cs.uchicago.edu> 
NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Microsoft Internet News 4.70.1161 


This functions sets the polygon division flags in the GsDOBJ2 structures 
for an object which gets close to a wall or a slab. This is done to avoid 
the wrong z sort on polygons from two different objects. This approach did 
not give the results I wanted. 


A safer approach to proper sorting of polygons from different objects would 
be to use separate OTs for the whole objects and somehow sort the OTs in 
the main OT before we do the drawing. 


I hope this answers your question. 
Pradip 


Pradip K Fatehpuria 
Senior Software Development Engineer 
Sony Computer Entertainment of America 


Robb Thomas <thomas@cs.uchicago.edu> wrote in article 
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<thomas—1710971814510001@sofboy.cs.uchicago.edu>... 


I've been looking through the code for the Survival Demo and 
I can't figure out what the function HandlePolyDivision () 

in main.c does. Can someone explain why it is needed and how 
it works? 


——Robb Thomas 


VVVVVVVV 


—-MESSAGE FILE 16252 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000118 


—-MESSAGE FILE 16253 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000011 
9 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Direct Hardware Access? 

Date: Wed, 05 Nov 1997 00:51:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <345fc20b.5765574@news.playstation.co.uk> 

References: <345B83BB.404E@xmission.com> <01lbce7b8$3712a9e0S6ebf43ce@wkwerner> <345C 
E265.1F51@xmission.com> <345D1E88.ABD@peace.co.nz> 

NNTP-Posting-Host: th-eng1l0-083.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 03 Nov 1997 13:44:56 +1300, James Russell <jamesr@peace.co.nz> 
wrote: 


> We'd all write dodgy non standard code which won't run on 

> future versions of the Playstation (or Playstation BIOS). 
> They would get inundated with questions, and they haven't exactly 
> got heaps of time to answer. 


Basically, yes to both. 

For the same reason there are seemingly no plans for updates to the 
Net Yaroze libraries. If it don't work now you're bollixed for life. 
(On the other hand, this gives you a degree of certainty unparalleled 
amongst professional developers ;=) 


- Gil 
—-MESSAGE FILE 16253 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000119 


——MESSAGE FILE 16254 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
0 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Direct Hardware Access? 

Date: 5 Nov 1997 09:22:31 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 44 

Sender: news@chuka.playstation.co.uk 

Message-ID: <63pdsnSelol@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


FYI. Sony in general dosn't provide low level information on any of the 
hardware, to either Yaroze or Professional developers. 


The only exception has been programming info for the GTE (which was 
provided around a year ago). but libps Gs* functions are 
generally written in R3000 assembler with optimized calls to the 
GTE anyway.... 
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You can of course write in assembler -but its worth doing a few benchmarks 
- you may be surprised at how good C compilers are these days ! 


Paul 


From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Direct Hardware Access? 

Mikel <hs@xmission.com> wrote: 

> has still been able to take advantage of the GPU, and the GTE? 


> I'm also curious, as to whether or not sony has released a FAQ 
on the 

> yaroze hardware, so I could possibly write my own low-level 
functions? 

Mikel, 


We've been down this thread in the newsgroups before... 

Sony says no. Direct access is for the Professional Developers. 
Yaroze is a hobbyist console and the NY library is the supplied 
interface to the hardware. I know, I know, I would like access 
to the hardware info myself, but I get the feeling that Sony 
isn't going to budge on this issue. 

Wayne K. Werner 

wkwerner@con2.com 


-—-MESSAGE FILE 16254 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000120 


--MESSAGE FILE 16255 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Id problem? 

Date: Wed, 05 Nov 1997 05:52:44 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34607A2C.26F4@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool034-max1.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Its always a new problem isn't it?Well when I run make I get this: 

"c:\Id.exe: cannot open linker script file Idscripts/mipspsx.x:file not 

found" 

—-MESSAGE FILE 16255 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000121 


—-MESSAGE FILE 16256 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Solmonson <scosol@aimquest.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.announce, scea.yaroze.freetalk 

Subject: NY must go! :( 

Date: Thu, 06 Nov 1997 13:13:28 -0800 

Organization: AimQuest Corporation 

Lines: 25 

Message-ID: <346232F8.71555BA7@aimquest.com> 

Reply-To: scosol@aimquest.com 

NNTP-Posting-Host: black4-2-Odeath.aimquest.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:122 scea.yaroze.announce:39 scea 
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.yaroze.freetalk:163 

All- 

Sadly, my NY must go. 

Between women/cars/band/work I just don't have the time. 


I realize that everyone here already has one, but I'm hoping one of you 
may know someone who wants one. 


You all know how much it was new. (With Codewarrior) 
Make me an offer- 


Respond privately to "scosol@aimquest.com" 


Scott 


Scott Solmonson 
Systems Administrator / Organic Grower \ Man Of Leisure 


AimQuest Corporation N| / 
scosol@aimquest.com 
V.408.965.1169 /\\ 
F.408.955.1968 
P.408.539.1942 \|/ 
p.scosol@aimquest.com 
"Excuse me while I ZIN 


whip this out." 
--MESSAGE FILE 16256 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000122 


——MESSAGE FILE 16257 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.announce, scea.yaroze.freetalk 

Subject: Re: NY must go! :( 

Date: Thu, 06 Nov 1997 08:44:56 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <3461F408.1781@earthlink.net> 

References: <346232F8.71555BA7@aimquest.com> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool015-max9.so-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:123 scea.yaroze.announce:41 scea 
.yaroze.freetalk:164 


I'll miss ya, 

111 make a game just for you, in your honor. 

-Austin Kottke (Bufferman) 

—-MESSAGE FILE 16257 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000123 


——MESSAGE FILE 16258 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: crt0? 

Date: Sun, 09 Nov 1997 10:11:35 -0800 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <3465FCD7.585C@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool042-max5.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 
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value and there are these macros you should use to get the current 
value..." 

The description is just unusable. After reading it you have still no 
idea about implementing some timing functionality. 

In the Manual 1.1. it's more or less the identical blah-blah. Such an 
essential feature - no info tabou how to use it. 

Thank you for any hints 

mv 


a a a eR Ne re 


Michael Voegeli Interactive Media Programming 
mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 


!$—-x-~—J]—*-—1]—*-—1—*-—/—*-—1—x*-—1]—x*-— 1] —*-—1—*-—1—x*-— 1 —*~— ԷԼԻ | 


-—-MESSAGE FILE 1722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00425 


—-MESSAGE FILE 1723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000426 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Mon, 2 Mar 1998 10:57:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 96 

Message-ID: <6de361$g2d16@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9B9@sinclair.net> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:463 scee.yaroze.freetalk.english: 
426 


I think that you should get 3D studio, the plugin exports RSD and a format 
called TOD ( which contains all of the animation and heirarchy infomation 
you could possibly need ). 

In Japan the Yaroze sells for more than it does here in Europe, and I think 
Lightwave was only made available initially. The cost of Yaroze here + 3D 
studio is comparitive to the cost of a Yaroze in Japan. ( At home I tried 
using Lightwave but 3D studio seems more comfortable and the guy who's doing 
my models for me uses it ) 


In my opinion AirBob is a good technical piece of programming, and very 
enjoyable - Not just another Japanese demo cranked out quickly. Some of the 
European stuff is beginning to look better and better now as people become 
more used to the Yaroze - I expect our own 
Airbobs/TerraIncognita/HoverRacers to appear in time. 


Colin. 


Joshua Meeds wrote in message <34F9F2E8.26C5B9BI@sinclair.net>... 

>I dunno about them using an interface with Lightwave's motion system, 
>but having Lightwave is definitely one of the main reasons I believe 
>they are doing such advanced 3d stuff. To do any 3d programming (I'm 
>not talking about advanced stuff like creating models on the fly), you 
>need a way to create 3d models. The European and American Yaroze's 
>comes with no such method. No programs whatsoever, just a few sample 
>models. I personally found this hard to deal with; for all the time 
>I've had the system, only yesterday did I find a 3d modeller that 
>outputs DXF files that work with DXF2RSD (and that modeller is not a 
>very good one, either). Thus, up until this point, I could do very 
>little with 3d. Is it any wonder that only the people with useable 
>tools are releasing such amazing programs? I can think of many ways to 
>write Hover-like games, but without 3d models, they will only remain in 
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What is crt0? I get this when I run make. 
—-MESSAGE FILE 16258 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000124 


——MESSAGE FILE 16259 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
5 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: crt0? 

Date: Mon, 10 Nov 1997 12:00:58 GMT 

Organization: SN Systems 

Lines: 9 

Message-ID: <3466f5db.3975135@news.playstation.co.uk> 
References: <3465FCD7.585C@earthlink.net> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


"Linda J. Hodge" <hodgke@earthlink.net> wrote: 
>What is crt0? I get this when I run make. 


That's the default name for the GNU startup code object. By the looks 
of things, the 'specs' file should override this and tell the linker 
to use libps.a. Check your GNU tool configuration and make sure 
whatever environment variables need to be set are set correctly. 


- Gil 
-—-MESSAGE FILE 16259 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000125 


—-MESSAGE FILE 16260 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <toughguy@innova.net> 

Newsgroups: scea.yaroze.beginners 

Subject: A good 3d Graphics Package 

Date: Sat, 15 Nov 1997 10:32:39 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <346DC097.47DC@innova.net> 

NNTP-Posting-Host: d29.piedmont .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


I notice that a good deal of people have 3d Studio to make their DXF 
files. Well, I dont have 5000 bucks to blow so how is ray dream studio 
5? 

thanks, 

mike 


PS: Use C only, no C++ for maximum speed in games. 
—-MESSAGE FILE 16260 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000126 


--MESSAGE FILE 16261 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A good 3d Graphics Package 

Date: Sat, 15 Nov 1997 12:36:56 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <346E07E8.2922@concentric.net> 

References: <346DC097.47DC@innova.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts016d41.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


> I notice that a good deal of people have 3d Studio to make their DXF 
> files. Well, I dont have 5000 bucks to blow so how is ray dream studio 
> 5? 


Actually, the version of 3D Studio they offered with the Yaroze was only 
$500. Of course it's an older version, but it serves my purposes for 
now. 


> PS: Use C only, no C++ for maximum speed in games. 


Oooo you're just asking for people to get riled up with a statement like 
this :) 


Scott 
—-MESSAGE FILE 16261 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000127 


—-MESSAGE FILE 16262 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "չ" <gavila@whc.net> 

Newsgroups: scea.yaroze.beginners 

Subject: errr GsBG anyone? 

Date: Mon, 17 Nov 1997 23:46:13 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <347139B5.446B9B3D@whc.net> 

NNTP-Posting-Host: as04-080.whc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; FreeBSD 2.2.2-RELEASE i386) 


Hola. I just got my yaroze, so I suspect that I have missed threads 
pertaining to this: Am I blind, or is there no fully functional 
GsSortBG() function capable of handling scaling, rotation, and 16bit 
color? That GsMAP .index member looks super-handy. 


Thanks in advance. 
-dan 


Also: running "nm," I noticed that libps.a contains a function by the 
name of "CdRead," an undocumented little gem which, I suspect, is a more 
general version of CdReadFile()... anybody have any further info 
regarding this function? 


Oh... also, I must apologize for any duplicate posts. It seems I haven't 

a clue 

what I'm trying to do with Netscape news. 

--MESSAGE FILE 16262 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000128 


——MESSAGE FILE 16263 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000012 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: errr GSBG anyone? 

Date: Tue, 18 Nov 1997 15:13:10 GMT 

Organization: L4 Software 

Lines: 34 

Message-ID: <3471af40.2351567@205.149.189.29> 

References: <347139B5.446B9B3D@whc.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Dan, 


You're right, Yaroze does not support the full GsSortBG() function. 
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All we have is GsSortFixBg16(), 
the docs.) 


which has some limitations (listed in 


I have no information on CdRead(). 
there. 


Perhaps someone else can help you 


Mario 


PS 

Welcome to the group 
On Mon, 17 Nov 1997 23:46:13 -0700, "¿" <gavila@whc.net> wrote: 

>Hola. I just got my yaroze, so I suspect that I have missed threads 
>pertaining to this: Am I blind, or is there no fully functional 
>GsSortBG() function capable of handling scaling, rotation, and 16bit 
>color? That GsMAP .index member looks super-handy. 

> 

>Thanks in advance. 

> 

>-dan 

> 

>Also: running "nm," I noticed that libps.a contains a function by the 
>name of "CdRead," an undocumented little gem which, I suspect, is a more 
>general version of CdReadFile()... anybody have any further info 
>regarding this function? 

> 
>Oh... 
>a clue 
>what I'm trying to do with Netscape news. 


also, I must apologize for any duplicate posts. It seems I haven't 
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—-MESSAGE FILE 16263 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000129 


—-MESSAGE FILE 16264 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 


0 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 


Newsgroups: scea.yaroze.beginners 

Subject: Re: errr GsBG anyone? 

Date: Thu, 20 Nov 1997 19:20:51 -0600 

Organization: (no organization) 

Lines: 24 

Message-ID: <3474E1F3.7543@charlie.cns.iit.edu> 

References: <347139B5.446B9B3D@whc.net> <3471af40.2351567@205.149.189.29> 
Reply-To: fedeedw@charlie.cns.iit.edu 


NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 


X-Mailer: Mozilla 3.0C-GZone 


charset=us-ascii 

7bit 
(Win95; I) 
Mario Perdue wrote: 


function. 
(listed in 


> You're right, Yaroze does not support the full GsSortBG() 
> All we have is GsSortFixBg1l6(), which has some limitations 
> the docs.) 


I was trying to create the functionality of GsBG using several smaller 


GsSPRITEs, tiled together. 


Works great exceprt for one thing: 


I can't seem to make my background "clip" properly. I've tried all the 
GsSetClip() type functions (my manual isn't handy right now), and they 
all seem to clip *everything* or *nothing*. What I want, is to set the 
clipping window, do my "GsSortSprite()" calls to get my background 
sprites on the screen drawn (clipped smaller then the screen), then 
return the clipping window back to the default full screen so I can put 
more stuff on the screen, like a border around the tiled background. 


The only way clipping seems to work is if it is on when you do your 
GsDrawOT() call, then *everything* gets clipped. 


Is there a way to set the clipping window so it only takes effect during 
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the "Sort" phase? 


EdF 
--MESSAGE FILE 16264 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000130 


——MESSAGE FILE 16265 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: errr GsBG anyone? 

Date: Fri, 21 Nov 1997 03:31:46 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <3474f£d3.13053073@205.149.189.29> 

References: <347139B5.446B9B3D@whc.net> <3471laf40.2351567@205.149.189.29> <3474E1F3. 
7543@charlie.cns.iit.edu> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 20 Nov 1997 19:20:51 -0600, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


>[snip] 
> 
>I can't seem to make my background "clip" properly. I've tried all the 


>GsSetClip() type functions (my manual isn't handy right now), and they 
>all seem to clip *everything* or *nothing*. What I want, is to set the 
>clipping window, do my "GsSortSprite()" calls to get my background 
>sprites on the screen drawn (clipped smaller then the screen), then 
>return the clipping window back to the default full screen so I can put 
>more stuff on the screen, like a border around the tiled background. 

> 

>The only way clipping seems to work is if it is on when you do your 
>GsDrawOT() call, then *everything* gets clipped. 

> 

>Is there a way to set the clipping window so it only takes effect during 
>the "Sort" phase? 

> 


Ed, 


Clipping is a function of drawing, so it doesn't have any effect while 
sorting the sprites. I don't know of any way around this. 


If you're going to have a border, why not just draw the background 
sprites on a 'layer' that is behind everything else? 


Mario 


-—-MESSAGE FILE 16265 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000131 


—-MESSAGE FILE 16266 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: A good 3d Graphics Package 

Date: 24 Nov 1997 07:11:27 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <0Olbcf8a8Se4d21a60S109f22cf@SmarttNet.smartt.com> 
References: <346DC097.47DC@innova.net> <346E07E8.2922@concentric.net> 
NNTP-Posting-Host: vict-—mx0100303.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


The joy of ignorance, eh? ;-) 
-Chris Blackwell 


Scott Cartier <dsyaroze@concentric.net> wrote in article 
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> PS: Use C only, no C++ for maximum speed in games. 


Oooo you're just asking for people to get riled up with a statement like 
this :) 


V V V V 


—-MESSAGE FILE 16266 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000132 


——MESSAGE FILE 16267 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.beginners, scea.yaroze.announce 

Subject: Hello All! 

Date: Fri, 05 Dec 1997 21:27:00 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <3488713e.5780191@news.scea.sony.com> 

NNTP-Posting-Host: ipl15.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:173 scea.yaroze.beginners:133 sce 
a.yaroze.announce: 43 


Just wanted to say hello to everyone on the newsgroups I am new to the 
NY program so HELLO! 
—-MESSAGE FILE 16267 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000133 


—-MESSAGE FILE 16268 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.beginners, scea.yaroze.announce 

Subject: Re: Hello All! 

Date: Sat, 06 Dec 1997 10:19:47 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34899743.2B10@concentric.net> 

References: <3488713e.5780191@news.scea.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts011d13.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:175 scea.yaroze.beginners:134 sce 
a.yaroze.announce: 44 


Nice to know our ranks are still growing. Welcome aboard! 


Scott 
—-MESSAGE FILE 16268 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000134 


—-MESSAGE FILE 16269 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.beginners 

Subject: Movies..... 

Date: Sun, 07 Dec 1997 22:04:26 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <348b1d17.10247645@news.scea.sony.com> 
NNTP-Posting-Host: ip21.ts15.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 
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I was wondering if I made lets say a lmeg AVI file and I wanted the 

yaroze o play it how could I do that what would I need to convert the 

AVI file too? 

—-MESSAGE FILE 16269 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000135 


—-MESSAGE FILE 16270 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: LibXplode 

Date: Wed, 10 Dec 1997 07:54:38 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <348EBB3E.368@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 170-74-50.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I was wondering if someone had the same problem as me.when I use the 

xploding functions I only get a little bit of polygons flying in the 

screen randomly,And my tmd is still there undistorted.I want my tmd to 

explode like in the survival demo in to littlle bits and pieces.Can 

someone help 

—-MESSAGE FILE 16270 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000136 


--MESSAGE FILE 16271 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
7 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Movies..... 

Date: Thu, 11 Dec 1997 21:50:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <34906034.47C38378@skynet .be> 

References: <348b1d17.10247645@news.scea.sony.com> 

NNTP-Posting-Host: dialup373.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Well, I think the short answer is that you can't! 


One of the 'shortcomings' of the Yaroze is that it doesn't do FMV. Of 
course, I would love to be proven wrong! 


Phil 


—-MESSAGE FILE 16271 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000137 


—-MESSAGE FILE 16272 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
8 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Movies..... 

Date: Fri, 12 Dec 1997 09:44:32 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <34910780.97E07A30@micronetics.com> 
References: <348b1d17.10247645@news.scea.sony.com> 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Michael Klucher wrote: 


> I was wondering if I made lets say a lmeg AVI file and I wanted the 
> yaroze o play it how could I do that what would I need to convert the 
> AVI file too? 


Take a look at my 'grooving baby' demo on my homepage. This was 
converted from an AVI I found on the net. 


http://www.netyaroze-europe.com/~Sig1lLL 
/Jim 


-—-MESSAGE FILE 16272 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000138 


—-MESSAGE FILE 16273 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000013 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Movies..... 

Date: Mon, 15 Dec 1997 23:31:48 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3495bdc5.1295082@news.scea.sony.com> 

References: <348b1d17.10247645@news.scea.sony.com> <34910780.97EOQ7A30@micronetics.co 
m> 

NNTP-Posting-Host: dial-up31.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


It still wolnt let me get on the europe site yet : ( 


On Fri, 12 Dec 1997 09:44:32 +0000, Jim <jim@micronetics.com> wrote: 


> 

> 

>Michael Klucher wrote: 

> 

>> I was wondering if I made lets say a lmeg AVI file and I wanted the 
>> yaroze o play it how could I do that what would I need to convert the 
>> AVI file too? 

> 

>Take a look at my 'grooving baby' demo on my homepage. This was 
>converted from an AVI I found on the net. 

> 

>http://www.netyaroze-europe.com/~Sigl1LL 

> 

>/Jim 


—-MESSAGE FILE 16273 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000139 


——MESSAGE FILE 16274 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000014 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Movies..... 

Date: Tue, 16 Dec 1997 02:03:18 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <3495e14b.1914637@205.149.189.29> 
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References: <348b1d17.10247645@news.scea.sony.com> <34910780.97EO7A30@micronetics.co 
m> <3495bdc5.1295082@news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'll check into that for you. 


Mario 


On Mon, 15 Dec 1997 23:31:48 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>It still wolnt let me get on the europe site yet : ( 

> 

> 

> 

>On Fri, 12 Dec 1997 09:44:32 +0000, Jim <jim@micronetics.com> wrote: 
> 

>> 

>> 

>>Michael Klucher wrote: 

>> 

>>> I was wondering if I made lets say a lmeg AVI file and I wanted the 
>>> yaroze o play it how could I do that what would I need to convert the 
>>> AVI file too? 

>> 

>>Take a look at my 'grooving baby' demo on my homepage. This was 
>>converted from an AVI I found on the net. 

>> 

>>http://www.netyaroze-europe.com/~Sigl1LL 

>> 

>>/Jim 

> 


—-MESSAGE FILE 16274 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000140 


--MESSAGE FILE 16275 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000014 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mike Fulton <mfulton@playstation.sony.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: ResetGraph 

Date: Wed, 17 Dec 1997 11:39:05 -0800 

Organization: Sony Computer Entertainment America 

Lines: 22 

Message-ID: <34982A59.3C2A@playstation.sony.com> 

References: <Olbca7ce$498fe580$09af35c6@islandnet.com.islandnet.com> 
Reply-To: mfulton@playstation.sony.com 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Chris Blackwell wrote: 


This is a pretty dumb question, but I was noticing that in every single 
tutorial that calls ResetGraph, the value 3 is passed in. However, the docs 
state that the valid inputs are 0 (all reset) and 1 (cancel drawing). What 
the heck is 3? 


VVVVVVV 


-Chris B 


ResetGraph (3) is essentially the same as ResetGraph (0) except that the 
current screen mode is maintained and the screen is not cleared. 


Mike Fulton @ SCEA 
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P.S. Sorry it's been so long, but the developer support engineers here 

at SCEA don't really monitor these newsgroups on a full-time basis. 

When we have a little free time we may look at some questions and maybe 

even post a few messages ourselves, but there's no rhyme or reason to 

the process. 

—-MESSAGE FILE 16275 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000141 


—-MESSAGE FILE 16276 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000014 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: ResetGraph 

Date: Wed, 17 Dec 1997 22:02:36 GMT 

Organization: L4 Software 

Lines: 32 

Message-ID: <34984bac.19849930@205.149.189.29> 

References: <Olbca7ce$498fe580S09af35c6@islandnet.com.islandnet.com> <34982A59.3C2A@ 
playstation.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks for clearing that one up Mike. I've enquired about it a few 
times but I never got an answer. It's nice to know it's not just a 


typo. 
Mario 


On Wed, 17 Dec 1997 11:39:05 -0800, Mike Fulton 
<mfulton@playstation.sony.com> wrote: 


>Chris Blackwell wrote: 

>> 

>> This is a pretty dumb question, but I was noticing that in every single 
>> tutorial that calls ResetGraph, the value 3 is passed in. However, the docs 
>> state that the valid inputs are 0 (all reset) and 1 (cancel drawing). What 
>> the heck is 3? 

>> 

>> -Chris B 

> 

> 

>ResetGraph(3) is essentially the same as ResetGraph(0) except that the 
>current screen mode is maintained and the screen is not cleared. 

> 

> 

> 

>Mike Fulton @ SCEA 

> 

>P.S. Sorry it's been so long, but the developer support engineers here 
>at SCEA don't really monitor these newsgroups on a full-time basis. 

>When we have a little free time we may look at some questions and maybe 
>even post a few messages ourselves, but there's no rhyme or reason to 
>the process. 


-—-MESSAGE FILE 16276 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000142 


——MESSAGE FILE 16277 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000014 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Freetalk access 

Date: Thu, 18 Dec 1997 22:40:27 +0000 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3499A65B.39C@bellatlantic.net> 

NNTP-Posting-Host: client-119-81.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 
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CC: Matthew Hulett <matth@bellatlanitic.net> 


Hello everyone, 
Well, I decided it was time to start participating over here in the 
newsgroups. I have a question: The freetalk group interests me, yet it 
is the one group I cannot access like all the others. If I hit the 
normal link listing, my browser responds no such group exists. 
I assumed it didn't for months. Well, I tried the text-only link 
for accessing the group through the World Wide Web, and I was able to 
access a grocery list of 200 or so files, no names, no topics. What's 
up? Any suggestions would be greatly appreciated. 
—-MESSAGE FILE 16277 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000143 


——MESSAGE FILE 16278 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000014 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Titan" <titan@cyberbeach.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Movies..... 

Date: Fri, 19 Dec 1997 21:43:22 -0500 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <67fb0tS$5Shi4@scea> 

References: <348b1d17.10247645@news.scea.sony.com> <34910780.97EO7A30@micronetics.co 
m> <3495bdc5.1295082@news.scea.sony.com> 

NNTP-Posting-Host: ppp5-32.sudbury.cyberbeach.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I can't get on the European site either : ( 


Michael Klucher wrote in message <3495bdc5.1295082@news.scea.sony.com>... 
>It still wolnt let me get on the europe site yet 


> 

> 

> 

>On Fri, 12 Dec 1997 09:44:32 +0000, Jim <jim@micronetics.com> wrote: 

> 

>> 

>> 

>>Michael Klucher wrote: 

>> 

>>> I was wondering if I made lets say a lmeg AVI file and I wanted the 
>>> yaroze o play it how could I do that what would I need to convert the 
>>> AVI file too? 

>> 

>>Take a look at my 'grooving baby' demo on my homepage. This was 
>>converted from an AVI I found on the net. 

>> 

>>http://www.netyaroze-europe.com/~Sig1LL 

>> 

>>/Jim 

> 


—-MESSAGE FILE 16278 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000144 


--MESSAGE FILE 16279 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000014 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Movies..... 

Date: Fri, 19 Dec 1997 21:54:52 GMT 

Organization: L4 Software 

Lines: 39 

Message-ID: <349aece7.40620493@205.149.189.29> 

References: <348b1d17.10247645@news.scea.sony.com> <34910780.97EO07A30@micronetics.co 
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>my mind. 

> 

>I understand that in Japan, the Yaroze program probably has many more 
>members, and so Sony would feel it was a good deal getting them all 
>copies of Lightwave (bumper crop of new programmers!). But they 
>shouldn't leave the rest of us without the tools to make real 
>Playstation games. A good game system should have loyal programmers 
>from all over the world, not just Japan. Sure, we got a "deal" for 3d 
>Studio. But I know I am not nearly the only one who didn't have the 
>extra cash after spending $900 on my Yaroze (I did spend the extra $150 
>on Codewarrior. Alas...) 

> 

>I think SCEA and SCEE should get us all SOME 3d modeller that works. It 
>doesn't have to be a big, expensive package, like Lightwave or 3d 
>studio; it could even be registered versions of some shareware product, 
>as long as it did the job. I want to move into a career of programming 
>for the Playstation, and that just isn't realistic without good, solid, 
>experience programming 3d. At least now I have the tools to make some 
>very basic 3d models, so I can at least start learning 3d programming. 
> 

>Well, thanks for reading my rather lengthy rant, 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


V V V V V V 


>P.S., anyone know of a good, shareware/freeware 3d modeller that outputs 
>DXF files that DXF2RSD can use? The beta of Rhino just isn't designed 
>for the task. 

> 

>P.P.S. Oops, I keep accidentally replying to author, rather than 
>group. Sorry! 


> 

>Manny Najera wrote: 

>> 

>> Mario Wynands wrote: 

>> 

>> > Take a look at AirBob, another Japanese demo that has been upped in 
>> > the past 

>> > week. 

>> > 

>> > http: 

>> > /www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 
>> > 

>> > Looks more and more like we have a bit of catching up to do! 

>> 

>> I dunno. It seems like their sole advantage is that everyone has 

>> Lightwave 3D. 

>> 


>> Think about it. Everyone is using the same graphics package. All they 
>> needed was for one person to code an interface for Lightwave's motion 
>> system. The supposed "hard stuff", being a hierarchical system of 

>> object movement, being used now to crank out demo after Japanese demo, 
>> is based entierely around that kind of interface. 


>> For example, if everyone here used MOD files on a daily basis, a MOD to 
>> SEQ converter would have been coded ages ago. 


>> Manny Najera 


Page 1102 


—-MESSAGE FILE 1723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00426 


—-MESSAGE FILE 1724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000427 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 
Newsgroups: scee.yaroze.freetalk.english 
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m> <3495bdc5.1295082@news.scea.sony.com> <67fb0tS5hi4@scea> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


It sometimes takes a couple weeks to get access to the other web 
sites. If you don't get access in a reasonable amout of time, let me 
know. 


Mario 


On Fri, 19 Dec 1997 21:43:22 -0500, "Titan" <titan@cyberbeach.net> 
wrote: 


>I can't get on the European site either : ( 

> 

> 

> 

>Michael Klucher wrote in message <3495bdc5.1295082@news.scea.sony.com>... 
>>It still wolnt let me get on the europe site yet 

> 

>> 

>> 

>> 

>>On Fri, 12 Dec 1997 09:44:32 +0000, Jim <jim@micronetics.com> wrote: 
>> 

>>> 

>>> 

>>>Michael Klucher wrote: 

>>> 

>>>> I was wondering if I made lets say a lmeg AVI file and I wanted the 
>>>> yaroze o play it how could I do that what would I need to convert the 
>>>> AVI file too? 

>>> 

>>>Take a look at my 'grooving baby' demo on my homepage. This was 
>>>converted from an AVI I found on the net. 

>>> 

>>>http://www.netyaroze-europe.com/~Sigl1LL 

>>> 

>>>/Jim 

>> 

> 

> 


--MESSAGE FILE 16279 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000145 


——MESSAGE FILE 16280 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000016 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Freetalk access 

Date: Thu, 25 Dec 1997 00:26:16 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34ala7ef.10991961@news.scea.sony.com> 

References: <3499A65B.39C@bellatlantic.net> 

NNTP-Posting-Host: client-119-31.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Never mind, the problem was my news browser, Netscape 3.04. 
Using Forte solved the problem. 


On Thu, 18 Dec 1997 22:40:27 +0000, Matthew Hulett 
<matth@bellatlantic.net> wrote: 


>Hello everyone, 

> Well, I decided it was time to start participating over here in the 
>newsgroups. I have a question: The freetalk group interests me, yet it 
>is the one group I cannot access like all the others. If I hit the 
>normal link listing, my browser responds no such group exists. 

>I assumed it didn't for months. Well, I tried the text-only link 

>for accessing the group through the World Wide Web, and I was able to 


Net Yaroze newsgroups message dump.txt Page 11012 


>access a grocery list of 200 or so files, no names, no topics. What's 
>up? Any suggestions would be greatly appreciated. 


—-MESSAGE FILE 16280 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000164 


—-MESSAGE FILE 16281 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000016 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: 3d vectored bullets 

Date: Sun, 04 Jan 1998 09:24:31 -0800 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <34AFC5CF.5F85@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 169-225-108.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


hello, Im trying to make a bullet fly from the center of the Car in the 
current vector of the car and proceed on ,like the missiles in twisted 
metal.I have some code but it doesnt seem to work.All it displays is the 
bullet tmd around the car and wherever the car moves the bullet rotates 
around the car. 


code Sample: 


void Shoot (PlayerStructType2 *theBullet, 
unsigned long *1ModelAddress) 


DrawPlayer (theBullet, sothWorld[currentBuffer]); 
1ModelAddresst+; 
GsMapModelingData((unsigned long *)1ModelAddress) ; 
GsInitCoordinate2 (WORLD, &theBullet-—>gsObjectCoord) ; 
1ModelAddresst+; 1ModelAddress+t+; 
GsLinkObject4 ( (unsigned 
long*) 1ModelAddress, &theBullet-—>gsObjectHandler, 0); 
theBullet-—>gsObjectHandler.coord2 = &theBullet-—>gsObjectCoord; 


theBullet-—>rotation.vx theCar.gsObjectCoord.coord.t[0]; 
theBullet-—>rotation.vy = theCar.gsObjectCoord.coord.t[1]; 


theBullet-—>rotation.vz = theCar.gsObjectCoord.coord.t[2]; 

theBullet-—>gsObjectCoord.coord.t[0] = theBullet-—>rotation.vx; 
theBullet-—>gsObjectCoord.coord.t[1] = theBullet-—>rotation.vy; 
theBullet-—>gsObjectCoord.coord.t[2] = theBullet->rotation.vz; 


AdvanceModel (&theBullet-—>gsObjectCoord, &theBullet—>rotation, &theBullet—>speed, 256): 


theBullet-—>gsObjectCoord.flg = 0; 
} 
I call this function when the pad is pressed. 
thanx any help would be appreciated=:-—] 
-Austin 
--MESSAGE FILE 16281 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000165 


——MESSAGE FILE 16282 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000016 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3d vectored bullets 

Date: Tue, 06 Jan 1998 03:51:51 GMT 

Organization: L4 Software 

Lines: 47 

Message-ID: <34b1a9d7.13820491@205.149.189.29> 

References: <34AFC5CF.5F85@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Austin, 


I'm not sure there is enough information in your post to really tell 
what is wrong. Shoot() seems to set-up the initial location, and from 
what you've said, that works. What function actually moves the bullet, 
and how is it called? 


Mario 


On Sun, 04 Jan 1998 09:24:31 -0800, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>hello,Im trying to make a bullet fly from the center of the Car in the 
>current vector of the car and proceed on ,like the missiles in twisted 
>metal.I have some code but it doesnt seem to work.All it displays is the 
>bullet tmd around the car and wherever the car moves the bullet rotates 
>around the car. 

> 

>code Sample: 

> 

>void Shoot (PlayerStructType2 *theBullet, 

unsigned long *1ModelAddress) 


DrawPlayer (theBullet, &othWorld[currentBuffer]); 
lModelAddress++; 
GsMapModelingData((unsigned long *) 1ModelAddress) ; 
GsInitCoordinate2 (WORLD, &theBullet-—>gsObjectCoord) ; 
1ModelAddress+tt; lModelAddress++; 
GsLinkObject4((unsigned 
long*) 1ModelAddress,&theBullet->gsObjectHandler, 0); 
theBullet->gsObjectHandler.coord2 = &theBullet->gsObjectCoord; 


theBullet->rotation.vx = theCar.gsObjectCoord.coord.t[0]; 
theBullet-—>rotation.vy = theCar.gsObjectCoord.coord.t[1]; 
theBullet-—>rotation.vz = theCar.gsObjectCoord.coord.t[2]; 
theBullet-—>gsObjectCoord.coord.t[0] = theBullet-—>rotation.vx; 
theBullet-—>gsObjectCoord.coord.t[1] = theBullet->rotation.vy; 
theBullet-—>gsObjectCoord.coord.t[2] = theBullet-—>rotation.vz; 


VVVVVVVVVVVVVV VV VV 


>AdvanceModel (&theBullet-—>gsObjectCoord, &étheBullet-—>rotation, &theBullet—>speed, 256) ; 
> 

> theBullet-—>gsObjectCoord.flg = 0; 

>} 

>I call this function when the pad is pressed. 

>thanx any help would be appreciated=:-] 

>-Austin 


—-MESSAGE FILE 16282 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000166 


—-MESSAGE FILE 16283 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000016 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3d vectored bullets 

Date: Tue, 06 Jan 1998 12:02:26 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <34B28DD2.6A7C@earthlink.net> 

References: <34AFC5CF.5F85@earthlink.net> <34b1a9d7.13820491@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-228-196.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-—NSCP (Win95; U; 16bit) 


This is the function that performs the bullet moving: 


AdvanceModel (&theBullet-—>gsObjectCoord, &theBullet—>rotation, &theBullet—>speed, 256): 
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It is as follows: 

void AdvanceModel (GSCOORDINATE2 *gsObjectCoord, SVECTOR *rotateVector, 
long *speed, int nD) 

{ 


MATRIX *matTmp; 
SVECTOR startVector; 
SVECTOR currentDirection; 
if (nD!=0) { 
startVector.vx = 0; startVector.vy = 0; startVector.vz = ONE; 
RotMatrix(rotateVector, matTmp) ; 
ApplyMatrixSV(matTmp, &startVector, &currentDirection) ; 
gsObjectCoord->coord.t[0] +=(currentDirection.vx * 


nD) /4096; gsObjectCoord->coord.t[1] +=(currentDirection.vy * 
nD) /4096; gsObjectCoord->coord.t[2] +=(currentDirection.vz * 
nD) /4096; gsObjectCoord->flg = 0; 


} 


} 
—-MESSAGE FILE 16283 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000167 


—-MESSAGE FILE 16284 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000016 
8 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Calling all beginners (And everyone else!) 

Date: 8 Jan 1998 08:39:13 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <01bd1c2b$147008e0$1454eccd@nsantos> 

NNTP-Posting-Host: ppp-annex—-0313.tor.total.net 

X-Newsreader: Microsoft Internet News 4.70.1160 


Hello fellow Net Yaroze members, 


This message is primarily for those Yaroze beginners who would like a 
little helping hand to get them up and running with their Yaroze 
programming. I have completed a simple game called PING (clone of a famous 
classic ping-pong game) and have placed it on my web page along with it's 
source code. The source code is fully documented and the code is cleanly 
written (well, at least I think so). I dedicated my work on this for those 
who are having a hard time starting their Yaroze programming adventures. 


Yes, I now have a web page. (It's about freakin' time, eh?) but it is 
still under construction. Ping is online as well as the first chapter of 
my own Library Reference Manual documentation. It is currently not 
available from our Sony Yaroze site, however, I would still like for you to 
visit it by directly accessing http://www.total.net/~nsantos. The page is 
nowhere near complete. I intend to keep working on it so visit me from 
time to time to see the additions. 


Thanks for your patience. 
Nelson Santos 


—-MESSAGE FILE 16284 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000168 


—-MESSAGE FILE 16285 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000016 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:28:47 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34BAI1A8F.2F57@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-204-80.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?Ill try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

-Austin 

--MESSAGE FILE 16285 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000169 


——MESSAGE FILE 16286 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: tsanjose <troy@triplebeam. com> 

Newsgroups: scea.yaroze.beginners 

Subject: HELP!!! 

Date: Sat, 17 Jan 1998 16:47:31 -0800 

Organization: Triplebeam Entertainment 

Lines: 15 

Message-ID: <34C15122.8F0547F4@triplebeam. com> 

Reply-To: troy@triplebeam.com 

NNTP-Posting-Host: usr25-dialup42.mix1.Sacramento.mci.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey folks, 


I am NOT a programmer but merely an aspiring one. My background happens 


to be art... anyways, I am in need of some help getting my Yaroze to run 
an 
executable file. I had a friend create something for me, but I can't 


seem to get it up(no pun intended). 

I guess what I really need is directions on where to put the executables 
and the .cpe file. Then how to launch the app. 

Anyone? 


—-MESSAGE FILE 16286 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000170 


—--MESSAGE FILE 16287 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: HELP!!! 

Date: Sat, 17 Jan 1998 20:55:42 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <34c115c6.668611@news.scea.sony.com> 

References: <34C15122.8F0547F4@triplebeam. com> 

NNTP-Posting-Host: client-119-113.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

Well, I am going to assume you have your yaroze hooked up properly. 
If you don't, go to the little red book, the Start Up Guide, and go 
through pages 17-25 and set it up. 

Go to Dos or your windows Dos shell. Open the path to your PSX 
folder, then type in djsetup and hit enter. Now you are prepared to 
run the program. You can leave the program grouping where it is. 

Set your path to the file with the executable. When you are in that 
folder, turn on your yaroze and type in siocons and hit enter. 

Once siocons boots, just hit enter to see if the double arrows 
repeatedly appear. If not, go back to the start up guide and work at 
getting your set up correct, because the PC and the yaroze are not 
communicating properly. 

If so, then you need to take a look at your program grouping. Do 
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you have an auto file? If so, hit F3 and type auto, then enter. 

Do you have just a batch file? If so, do the same, typing batch, of 
course. These are the most common occurances, but sometimes you need 
to hit F4 and enter the object file. I have never seen a .cpe file. I 
have seen .pxe, auto, batch.bat, main files loaded by batches or auto, 


etc... Loading just the .cpe by F4 may not work properly, unless you 
aren't loading any other stuff, like TMDs, VABs, etc.. Then hit 
enter. 

This is the best I can offer, perhaps someone else will chime in. 


If these things don't work, provide some more information on your 
program grouping so what you are doing is more clear. 
Matt 


>Hey folks, 

> 

>I am NOT a programmer but merely an aspiring one. My background happens 
> 


>to be art... anyways, I am in need of some help getting my Yaroze to run 
>an 

>executable file. I had a friend create something for me, but I can't 
>seem to get it up(no pun intended). 

> 


>I guess what I really need is directions on where to put the executables 
> 

>and the .cpe file. Then how to launch the app. 

> 

>Anyone? 

> 


—-MESSAGE FILE 16287 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000171 


—-MESSAGE FILE 16288 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jacob Scarlett <cosc00le@mtsu.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Ida Rainey 

Date: Thu, 29 Jan 1998 22:48:01 +0000 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <34D10721.B4477409@mtsu.edu> 

NNTP-Posting-Host: kentucky.mtsu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (X11; I; Linux 2.0.32 i586) 


Does anyone know where I can get copies of Ida's examples? His 
website has gone poof and no one has posted anything about it yet. 


Jacob Scarlett 


—-MESSAGE FILE 16288 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000172 


—-MESSAGE FILE 16289 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ida Rainey 

Date: Thu, 29 Jan 1998 20:12:25 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34d0e23f£.11715718@news.scea.sony.com> 

References: <34D10721.B4477409@mtsu.edu> 

NNTP-Posting-Host: client-119-100.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Does anyone know where I can get copies of Ida's examples? His 
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>website has gone poof and no one has posted anything about it yet. 
> 


>Jacob Scarlett 


Hello, 

His page is still there, I just checked. Go to the European 
member's home [ages, and click on Shadow Developments. 
Even better, here is the page address: 


http://www.netyaroze-europe.com/~shadow/ 


Cheers, 
Matt 


-—-MESSAGE FILE 16289 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000173 


—-MESSAGE FILE 16290 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.beginners 

Subject: My first yaroze project. 

Date: Fri, 30 Jan 1998 17:08:18 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <34d20840.239234@news.scea.sony.com> 

NNTP-Posting-Host: ip4.tsl.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Hello all! Well the time has come for me to start a project and I have 

a few questions (go figure) :) What I am planning to do is a 2D Side 

Scroller (Everyone has told me that this is the eaisest game to start 

out with) now I have alot of friends who want to help but how does 

that work if they dont have a yaroze?? But also if you could post 

anything I should look into to help me along that would be great!!! 

—-MESSAGE FILE 16290 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000174 


—--MESSAGE FILE 16291 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
5 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ida Rainey 

Date: Fri, 30 Jan 1998 18:02:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ira.rainey—3001981802580001@host5-99-62-130.btinternet.com> 
References: <34D10721.B4477409@mtsu.edu> 

NNTP-Posting-Host: host5-99-62-130.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <34D10721.B4477409@mtsu.edu>, Jacob Scarlett 
<cosc00le@mtsu.edu> wrote: 


> Does anyone know where I can get copies of Ida's examples? His 
> website has gone poof and no one has posted anything about it yet. 
> 
> 


Jacob Scarlett 


Ira [not Ida] 
—-MESSAGE FILE 16291 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000175 


—-MESSAGE FILE 16292 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.beginners 


Net Yaroze newsgroups message dump.txt Page 11018 


Subject: Re: My first yaroze project. 

Date: Sat, 31 Jan 1998 12:54:59 -0800 
Organization: SCEA News Server 

Lines: 27 

Message-ID: <34D38FA3.4F40@concentric.net> 
References: <34d20840.239234@news.scea.sony.com> 
Reply-To: dsyaroze@concentric.net 
NNTP-Posting-Host: ts006d47.cup-ca.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Hello all! Well the time has come for me to start a project and I have 
a few questions (go figure) :) What I am planning to do is a 2D Side 
Scroller (Everyone has told me that this is the eaisest game to start 
out with) now I have alot of friends who want to help but how does 
that work if they dont have a yaroze?? But also if you could post 
anything I should look into to help me along that would be great!!! 


(mailed and posted) 
Mike, 


If your friends are programmers then you're out of luck. Well I 
suppose you could all program separately (since you can just copy the 
GNU compiler to their computers), but once it came time to run and 
debug you'd have to all use your Yaroze. 


If they are artists or musicians then it's easier. Just have them 
draw/compose something that can be converted to the Yaroze format. 
For instance, save pictures as BMPs which can be converted to TIMs. 
Or create WAVs to make into VAG/VAB files. Similarly MIDI becomes 
SEQ on the Yaroze. 


As for demos, there's lots of stuff on the member sites. Spend a few 
hours surfing and you should find lots of helpful stuff. 


Good luck! 
Scott 
—-MESSAGE FILE 16292 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000176 


--MESSAGE FILE 16293 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: My first yaroze project. 

Date: Sun, 01 Feb 1998 03:18:12 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34d4e96c.679497@news.scea.sony.com> 

References: <34d20840.239234@news.scea.sony.com> 

NNTP-Posting-Host: ip40.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well I guess more specifically is what can you can/cant share with 

friends who want to help . I know you cant give out you 

username/password but I just want to be very carefull about not 

breaking my N.D.A. with sony. 

—-MESSAGE FILE 16293 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000177 


—-MESSAGE FILE 16294 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
8 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.beginners 
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Subject: My first yaroze project. 

Date: 2 Feb 1998 16:06:38 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 46 

Sender: news@chuka.playstation.co.uk 

Message-ID: <éb4queShlul@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Definitely look at the 2d, 2d2 demos from SCEE; also the games gforce 
(James Rutherford, 
homepage ~mrfrosty) and dogtail (Ira Rainey, ~shadow I think). 


As regards your friends who want to help: 

they can write, compile and link code on their PCs, if you give them the 
Yaroze GNU setup. 

However, they cannot test that code; you'd also need ways of re-integrating 
the projects 

from N different people's modifications. 

The easiest ways if you all work on independent things; since it's 
frustrating and slow 

progress for programmers to work on code they cannot run, it's perhaps best 
if the others concentrate on design issues, graphics, sound, and testing. 


Lewis 
Të: Lewis Evans 
@ 
From: news @ playstation.co.uk 


Subject: My first yaroze project.:scea.yaroze.beginners 


From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.beginners 

Subject: My first yaroze project. 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Hello all! Well the time has come for me to start a project and I have 
a few questions (go figure) :) What I am planning to do is a 2D Side 
Scroller (Everyone has told me that this is the eaisest game to start 
out with) now I have alot of friends who want to help but how does 
that work if they dont have a yaroze?? But also if you could post 
anything I should look into to help me along that would be great!!! 


--MESSAGE FILE 16294 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000178 


——MESSAGE FILE 16295 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000017 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.beginners 

Subject: More suggestions? 

Date: Mon, 09 Feb 1998 06:19:06 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34de9f3f.17196016@news.scea.sony.com> 
NNTP-Posting-Host: ip1l5.ts16.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 
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Well if you read any of m other post you probally know I said I was 

probally going to do a 2D side scroller but what I am wonderin is even 

if I should persue doing somthing in 2D if I did do a 2D side scroller 

what kinda 3D elements do you think I could add. 

—-MESSAGE FILE 16295 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000179 


—-MESSAGE FILE 16296 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: More suggestions? 

Date: Mon, 09 Feb 1998 11:05:47 -0800 

Organization: 

Lines: 19 

Message-ID: <34DF538B.35148EA4@netmagic.net> 

References: <34de9f3f.17196016@news.scea.sony.com> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Michael Klucher wrote: 

> 

Well if you read any of m other post you probally know I said I was 
probally going to do a 2D side scroller but what I am wonderin is even 
if I should persue doing somthing in 2D if I did do a 2D side scroller 
what kinda 3D elements do you think I could add. 


VVVV 


That depends on what kind of scroller you're thinking of doing. 

Is this going to be a run/jump kind like Yoshi's Story? Maybe a 
shoot-em-up like Team 17's X2? What kind of landscapes are you 

going to put in? 


I think if you figure that part out first, deciding what to put 
into the scenes will be a lot easier... 


My $0.02, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16296 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000180 


——MESSAGE FILE 16297 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
1 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Gravitation correction... 

Date: Fri, 13 Feb 1998 14:52:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34E45E22.17F7@sms.ed.ac.uk> 

References: <6b4queShlul@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-018.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Lewis_Evans@Playstation.sony.com wrote: 


> Definitely look at the 2d, 2d2 demos from SCEE; also the games gforce 
> (James Rutherford, homepage ~mrfrosty)... 


The game you're being referred to is 'Gravitation' (recently underwent a 
name change). It's by James Shaughnessy (~shaughnj / SCEE) and although 
the game seems to be shaping up very nicely, it may not be the best 
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Subject: Re: Site restructuring suggestions. 
Date: Mon, 02 Mar 1998 12:38:12 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 16 

Message-ID: <34FAA834.4E16@127.0.0.1> 
References: <34F450E0.52CD@sms.ed.ac.uk> <6d9120S$g2d11@chuka.playstation.co.uk> 
Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Graeme Evans wrote: 

> I'd like to see some rad graphics. Personally I like the twee hello kitty 
> stylee skateboards and stuff on scei, gives the place a bit of culture and 
> might make the long haired marlboro red smokering 'Yes'-listening scum on 
> scee.yaroze.profile choke on their M&Ms dipped in nescafe granules. 

hey watch it! 


ROFL :) 
Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00427 


—-MESSAGE FILE 1725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000428 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Mon, 02 Mar 1998 13:18:52 -0600 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34FB061B.FD2DC87A@ix.netcom. com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9IBI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> 
NNTP-Posting-Host: dgr-il2-01.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:464 scee.yaroze.freetalk.english: 
428 


SCEE wrote: 


> I think that you should get 3D studio, the plugin exports RSD anda 
> format 

> called TOD ( which contains all of the animation and heirarchy 

> infomation 

> you could possibly need ). 


How much would 3D Studio cost us? I know that there was some sort of 
offer at the beginning, but I chose to spend the extra cash I did have 
on codewarrior. I'm guessing I'd have to pay the equivalent of another 
Yaroze to get my hands on any decent 3D modeller - which means I'd have 
to get a part time job, leaving me with less time to program, and 
destroying my allready miniscule social life. (sigh) 


Manny Najera 


—-MESSAGE FILE 1725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00428 
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example code to look at as, although it's well written, it's a little 
unorthodox in the way it works. 


James Rutherford (~mrfrosty). 
—-MESSAGE FILE 16297 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000181 


—-MESSAGE FILE 16298 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
2 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: 3D tutorial 

Date: Fri, 13 Feb 1998 16:03:58 +0000 

Organization: I wish! 

Lines: 38 

Message-ID: <34E46EEE.511@mdx.ac.uk> 

References: <34de9f3f.17196016@news.scea.sony.com> <34DF538B.35148FA4@netmagic.net> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

CC: rsl08@mdx.ac.uk 


A 3D tutorial was made available to everyone a while ago by my lecturer 
(P.Passmore). I have recently finished a complimentary set of tutorial 
demo programs that work well with this tutorial. The files can be picked 
up from - 


http://www.netyaroze-europe.com/~middex2 
and the file details are as follows - 


tutorial.zip (the tutorial text file) 
comp_tut.zip (the example programs) 


Many people found the tutorial helpful, so are worth a look. I had a 
quick check when I put up the files, and they seem ok. Because of a lack 
of time, I have not included a README.TXT which I will do on Monday, but 
for now, here are a couple of points off the top of my head... 


The programs are zipped up in directories. You should recreate the 
directory structure when unzipping. Using DOS pkunzip, the command 
syntax is - 


PKUNZIP COMP_TUT.ZIP -d 


The .C files are written and best viewed in an editor that is set սք 
with over 90 columns, no line wrap, and tabs every 2 characters. 


There are discrepencies between the tutorial file and the example 
programs; in most cases becuase I have merely renamed variables and 
functions to differentiate between structures and instances of the 
structures, but also in some cases because of mistakes in the tutorial 
file (which I will be trying to correct Monday) 


I hope they are helpful, and any comments on them would be gratefully 
received - 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 16298 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000182 


—-MESSAGE FILE 16299 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: tsanjose <troy@triplebeam. com> 

Newsgroups: scea.yaroze.beginners 

Subject: Wanted: PSX Programmers 

Date: Sat, 14 Feb 1998 00:54:32 -0800 
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Organization: Triplebeam Entertainment 

Lines: 15 

Message-ID: <34E55BC8.E163C39E@triplebeam. com> 

Reply-To: troy@triplebeam.com 

NNTP-Posting-Host: usrl7-dialup33.mix1.Sacramento.mci.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey out there! 


My name is Troy San Jose from Triplebeam Entertainment. We are a small 
start-up game developer looking for PSX programmers to join join us here 


in the San Francisco Bay Area(we may be able to re-locate you). We have 
various positions available from JR. to Senior Level. We offer VERY 
competitive salaries. Currently, we are working on our first 3D Sony 


PSX title slated for Summer '99. 


I can fill you in on the details later... 


Please call or e-mail me ASAP if interested. 
T. San Jose 
(510) 207-4268 


——MESSAGE FILE 16299 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners 


——MESSAGE FILE 16300 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginne 
4 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3D tutorial 

Date: Mon, 16 Feb 1998 13:57:47 +0000 

Organization: I wish! 

Lines: 25 

Message-ID: <34E845DB.1CCB@mdx.ac.uk> 

References: <34de9f3f£.17196016@news.scea.sony.com> <34DF538B.35148EA4@netm 
<34E46EEE.511@mdx.ac.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I wrote: 

> 

> A 3D tutorial was made available to everyone a while ago by my lecturer 
> (P.Passmore). I have recently finished a complimentary set of tutorial 
> demo programs that work well with this tutorial. The files can be picked 
> up from - 

> 

> http://www.netyaroze-europe.com/~middex2 

> 

> and the file details are as follows - 

> 

> tutorial.zip (the tutorial text file) 

> comp_tut.zip (the example programs) 


Owing to my complete rush to put this up, I stupidly placed it on 

your American newsgroups, when I meant to put them up on the Europe one. 
I think this may be a problem, ie that you people can't get to my site 
and download the files. If this IS the case, and anyone wants a copy 

of the files, or to mirror them onto an American server, I'd be more 
than 

pleased... 


Robert (now off, to post onto correct Europe newsgroup) 


rs108@mdx.ac.uk 
—-MESSAGE FILE 16300 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners 
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/00000183 


ԷՏ/0000018 


agic.net> 


/00000184 
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——MESSAGE FILE 16301 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
5 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jacob Scarlett <cosc00le@mtsu.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Japanese Text Editors? 

Date: Wed, 25 Mar 1998 23:05:45 +0000 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <35198DC9.2BE769A@mtsu.edu> 

NNTP-Posting-Host: georgia.mtsu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (X11; I; Linux 2.0.32 i586) 


Got a question, don't know where else to stick it... 

anyone know of any good shareware Japanese Text editors 

so that I can read the readme.txt files that come with games made 
over there? 


-Jacob Scarlett 


—-MESSAGE FILE 16301 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000185 


——MESSAGE FILE 16302 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
6 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Japanese Text Editors? 

Date: Wed, 25 Mar 1998 20:19:49 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3519D765.98E1DAF9@sinclair.net> 

References: <35198DC9.2BE769A@mtsu.edu> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Sounds like you want NJWin - it will allow you to view Japanese 
characters on English Machines. I don't remember who made it or 
anything, so you should just search on Excite or Yahoo for NJWin. It 


may also be known as CJK. 


Jacob Scarlett wrote: 


Got a question, don't know where else to stick it... 

anyone know of any good shareware Japanese Text editors 

so that I can read the readme.txt files that come with games made 
over there? 


VV NV VV V V 


—Jacob Scarlett 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 16302 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000186 


——MESSAGE FILE 16303 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
7 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 
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Newsgroups: scea.yaroze.beginners 

Subject: Re: Japanese Text Editors? 

Date: Thu, 26 Mar 1998 13:17:49 -0800 
Organization: Cisco Systems 

Lines: 39 

Message-ID: <351AC5FD.EEB39622@netmagic.net> 
References: <35198DC9.2BE769A@mtsu.edu> <3519D765.98E1DAF9@sinclair.net> 
Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


NJWin is pretty good and it's made by NJ Star. Go to: 
www.njstar.com 
I think that will bounce you to their Australian site. Takes 


forever to download, but it'll do Shift-JIS and EUC well. You'll need 
2 things if you use that package: 


- NJWin CJK: the font display stuff. 
— NJStar WP: the word processor so you can create the 
unicode text. 


It is not free, but you'll have 30 days to try it out. 

Joshua Meeds wrote: 

Sounds like you want NJWin - it will allow you to view Japanese 
characters on English Machines. I don't remember who made it or 


anything, so you should just search on Excite or Yahoo for NJWin. It 
may also be known as CJK. 


Jacob Scarlett wrote: 


Got a question, don't know where else to stick it... 

anyone know of any good shareware Japanese Text editors 

so that I can read the readme.txt files that come with games made 
over there? 


-Jacob Scarlett 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


VVVVVVVVVVVV VV VV VV VV 
VV V V V V V 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16303 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000187 


——MESSAGE FILE 16304 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
8 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Guillermo Bruce <gbrucejr@pacbell.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Ira question 

Date: Sun, 29 Mar 1998 14:50:11 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <351ED023.965DDB4F@pacbell.net> 

NNTP-Posting-Host: dnai-207-181-238-181.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


I know this is beating a dead horse, but, I can't seem to access Ira's 
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homepage at scee. It asks me for my login/pwd and then the dreaded 
"authorization failed". I just joined, so is there some waiting time 
before I can access scee? If I'm not supposed to access that site then 
can someone send me the Ira sprite tutorial and Prof 3d tutorial? 


thanks 
Guillermo Bruce 


—-MESSAGE FILE 16304 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000188 


——MESSAGE FILE 16305 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000018 
9 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira question 

Date: Sun, 29 Mar 1998 21:01:23 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <35leb682.8690663@news.scea.sony.com> 

References: <351ED023.965DDB4F@pacbell.net> 

NNTP-Posting-Host: client-120-17.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I know this is beating a dead horse, but, I can't seem to access Ira's 
>homepage at scee. It asks me for my login/pwd and then the dreaded 
>"authorization failed". I just joined, so is there some waiting time 
>before I can access scee? If I'm not supposed to access that site then 
>can someone send me the Ira sprite tutorial and Prof 3d tutorial? 


Yes, there is a couple of week delay. I will e-mail them to you. 


—Matt 
--MESSAGE FILE 16305 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000189 


——MESSAGE FILE 16306 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
0 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Ira question 

Date: Mon, 30 Mar 1998 04:39:30 GMT 

Organization: L4 Software 

Lines: 19 

Message-ID: <351f21f1.48157024@205.149.189.29> 

References: <351ED023.965DDB4F@pacbell.net> <35leb682.8690663@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Thanks Matt. 
Mario 


On Sun, 29 Mar 1998 21:01:23 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> 

> 

>>I know this is beating a dead horse, but, I can't seem to access Ira's 
>>homepage at scee. It asks me for my login/pwd and then the dreaded 
>>"authorization failed". I just joined, so is there some waiting time 
>>before I can access scee? If I'm not supposed to access that site then 
>>can someone send me the Ira sprite tutorial and Prof 3d tutorial? 

> 

> Yes, there is a couple of week delay. I will e-mail them to you. 

> 
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—-MESSAGE FILE 16306 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000190 


—-MESSAGE FILE 16307 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
1 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Brian A. Lee" <octopus8@mindspring.com> 

Newsgroups: scea.yaroze.beginners 

Subject: I need help using two sprites 

Date: Fri, 03 Apr 1998 18:04:59 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3525954B.529F5D6A@mindspring.com> 

NNTP-Posting-Host: user-37kbm0k.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


hey. i have a very simple program that is supposed to display two 
sprites on the screen. It displays the first sprite without a problem. 
The second sprite seems to use it's own palette, but the first sprite's 
texture map instead of it's own. It is very simple and I would greatly 
appreciate any help i get. anyone interested can find the program at 
http://octopus8.mindspring.com/yaroze/test.zip. 


thanks in advance, 
-brian a lee. 


—-MESSAGE FILE 16307 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000191 


—-MESSAGE FILE 16308 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
2 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: I need help using two sprites 

Date: Fri, 03 Apr 1998 18:36:12 -0800 

Organization: Cisco Systems 

Lines: 18 

Message-ID: <35259C9C.A78B1D07@netmagic.net> 

References: <3525954B.529F5D6A@mindspring.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Brian A. Lee wrote: 


hey. i have a very simple program that is supposed to display two 
sprites on the screen. It displays the first sprite without a problem. 
The second sprite seems to use it's own palette, but the first sprite's 
texture map instead of it's own. It is very simple and I would greatly 
appreciate any help i get. anyone interested can find the program at 
http://octopus8.mindspring.com/yaroze/test.zip. 


thanks in advance, 
-brian a lee. 


VVVVVVVVVV 


"octopus8.mindspring.com"? I can't seem to find that server in my DNS. 
What's its dotted-quad address? 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16308 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000192 
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—-MESSAGE FILE 16309 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
3 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Brian A. Lee" <octopus8@mindspring.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: I need help using two sprites 

Date: Sat, 04 Apr 1998 12:43:01 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35269B55.579FE368@mindspring.com> 

References: <3525954B.529F5D6A@mindspring.com> <35259C9C.A78B1D07@netmagic.net> 
NNTP-Posting-Host: user-38lcjt6.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


I'm sorry. I forgot to add the www at the beginning. The program can be 
found at www.octopus8.home.mindspring.com/yaroze/test.zip. 


thanks for the quick response. 


-b 


--MESSAGE FILE 16309 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000193 


——MESSAGE FILE 16310 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
4 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Brian A. Lee" <octopus8@mindspring.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Wait! I messed up again 

Date: Sat, 04 Apr 1998 12:56:23 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35269E77.82E5DA04@mindspring.com> 

NNTP-Posting-Host: user-38lcjt6.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


i'm just starting to work with my new web site, and i messed up the 
address again. the final and correct address is: 


http://octopus8.home.mindspring.com/yaroze/test.zip 
thanks again for your help and patience. 


-b 


--MESSAGE FILE 16310 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000194 


——MESSAGE FILE 16311 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
5 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "cnevison" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: timings - HELP!!!! 

Date: Fri, 10 Apr 1998 14:02:16 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6gllinn$3685@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know how do write code for timing things 
on the playstation? 
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The ANSI C "time.h" file is not supported in the GCC compiler 
distributed with the playstation. 


please advise. 
You can email me back at: 
rschutt@cs.colgate.edu 


Thanks in advance. 


--MESSAGE FILE 16311 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000195 


—-MESSAGE FILE 16312 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
6 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Brian A. Lee" <octopus8@mindspring.com> 

Newsgroups: scea.yaroze.beginners 

Subject: VRAM location 

Date: Mon, 13 Apr 1998 10:07:19 -0700 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35324647.6CCEO380@mindspring.com> 

NNTP-Posting-Host: user-38lcmk8.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


hi everybody. here's a question for you. the books say in the 
description for the GetTPage function that "the texture page address is 
limited to multiples of 64 in the x direction and multiples of 256 in 
the y direction". 


does this mean that when i load my images into VRAM that i better make 
sure that the top left corner of the image in VRAM X % 64=0 and Y % 256 
= 0? 


thanks for clearing this up for me. 


-brian a lee 


—-MESSAGE FILE 16312 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000196 


——MESSAGE FILE 16313 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
7 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: VRAM location 

Date: Mon, 13 Apr 1998 13:25:27 -0700 

Organization: Cisco Systems 

Lines: 32 

Message-ID: <353274B6.99591BDA@netmagic.net> 

References: <35324647.6CCE0380@mindspring.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


For 3D, maybe. I dunno. (I haven't gotten that far yet.) 
But for 2D, I've had no problems spanning texture pages. Just make 
sure that X%16==0 && Y%16==0. Perfect example: download the silly 


Mine Field game (from my page), load up a bunch of the larger TIMs 
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in TimUtil and see how larger ones go across the page boundaries. 

There are several smaller 16x16 TIMs that I stacked right next to 

each other. 


Another note: for the CLUTs, X%16==0 but Y can be just about anything 
as long as it doesn't collide with anything else. 


Other opinions/corrections? 


Brian A. Lee wrote: 


> 

> hi everybody. here's a question for you. the books say in the 

> description for the GetTPage function that "the texture page address is 
> limited to multiples of 64 in the x direction and multiples of 256 in 

> the y direction". 

> 

> does this mean that when i load my images into VRAM that i better make 
> sure that the top left corner of the image in VRAM X % 64=0 and Y % 256 
> = 0? 

> 

> thanks for clearing this up for me. 

> 

> -brian a lee 

- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16313 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000197 


——MESSAGE FILE 16314 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
8 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: VRAM location 

Date: Wed, 15 Apr 1998 09:27:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6hlqt6$gls9@chuka.playstation.co.uk> 
References: <35324647.6CCE0380@mindspring.com> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


If you want to show large images ( 256 wide ) then you will need to load 
them on 64 pixel boundaries, 
or you wont be able to draw them using single sprites... ( This is 


especially true for 4 bit images, 8 bit and 16 bit TPAGEs have multiple 
redundencies ( TPAGE 4 u0 is TPAGE 3 u64 etc etc ) ) 


Colin. 


Brian A. Lee wrote in message <35324647.6CCEO380@mindspring.com>... 

>hi everybody. here's a question for you. the books say in the 
>description for the GetTPage function that "the texture page address is 
>limited to multiples of 64 in the x direction and multiples of 256 in 
>the y direction". 

> 

>does this mean that when i load my images into VRAM that i better make 
>sure that the top left corner of the image in VRAM X % 64=0 and Y % 256 
>= 0? 

> 

>thanks for clearing this up for me. 

> 

>-brian a lee 

> 

> 


—-MESSAGE FILE 16314 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000198 
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--MESSAGE FILE 16315 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000019 
9 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Brian A. Lee" <octopus8@mindspring.com> 

Newsgroups: scea.yaroze.beginners 

Subject: transparent background 

Date: Sat, 18 Apr 1998 10:52:22 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <3538E855.DA439822@mindspring.com> 

NNTP-Posting-Host: user-37kbm3g.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; I) 


i'm finally making good progress, but there is one thing that i can't 
solve. how do i make a sprite's background color transparent? 


thanks for the help, 
-Ե 


—-MESSAGE FILE 16315 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000199 


—--MESSAGE FILE 16316 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
0 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: transparent background 

Date: Sat, 18 Apr 1998 11:59:52 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3538F828.658C@concentric.net> 

References: <3538E855.DA439822@mindspring.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts030d22.sto-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Brian, 


You'll need to make the background color black. Then when you convert 
it to TIM format using Tim Util just select the "Transparent for black" 
check box. 


If your actual sprite has black in it (that you don't want to be 
transparent) then I would suggest changing that part to a dark gray 
instead. That way it won't confuse Tim Util during conversion. 


Hope that helps 


Scott 

> i'm finally making good progress, but there is one thing that i can't 
> solve. how do i make a sprite's background color transparent? 

> 

> thanks for the help, 

> -Ե 


—-MESSAGE FILE 16316 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000200 


——MESSAGE FILE 16317 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
1 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 
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—-MESSAGE FILE 1726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000429 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.gnu_compiler,scee.yaroze 
.freetalk.english, scee.yaroze.programming, scee.yaroze.programming.gnu_compiler, scee. 
yaroze.programming.libraries 

Subject: Compression libs.... 

Date: Wed, 4 Mar 1998 00:23:59 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6dinqtSdlr6@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:84 scee.yaroze.fr 
eetalk.english:429 scee.yaroze.programming.gnu_compiler:173 scee.yaroze.programming. 
libraries:127 


Well, for the last week I have been coding some compression libs for us to 
use on the Yaroze.. The compression is based on LZH. I have included a WAD 
builder, as well as some demo code fo you to use.. The WAD builder will 
only work under WIN95/NT (sorry guys it's a custom format.. didn't code an 
LZH decompressor...) 


So if you use WIN95/NT then grab it.. Should be fairly easy to use... Now 
we can all just use single files as opposed to sending 30 small tims to make 
up our games... 


I have included some sample C code for the Yaroze. It works under GNU... 
don't know about code warrior... The demo code allocates mem for a TIM 
image the displays it to the screen... Not much, but it'll give you the 
idea of how to use it anyway... 

If you have any questions, comments, suggestions.... e-mail me. 

Regards, 


Jeff / Nemesis 


jlawton@groupz.net 


—-MESSAGE FILE 1726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00429 


--MESSAGE FILE 1727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000430 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.gnu_compiler,scee.yaroze 
.freetalk.english, scee.yaroze.programming, scee.yaroze.programming.gnu_compiler, scee. 
yaroze.programming.libraries 

Subject: Re: Compression libs.... 

Date: Wed, 4 Mar 1998 00:25:15 -0500 

Organization: SCEA News Server 

Lines: 4857 

Message-ID: <6dinuhSdlr7@scea> 

References: <6dingt$dlr6@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:85 scee.yaroze.fr 
eetalk.english:430 scee.yaroze.programming.gnu_compiler:174 scee.yaroze.programming. 
libraries:128 


Opps forgot to attach the file... Sorry it's been a long day!! 


Regards, 
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Newsgroups: scea.yaroze.beginners 

Subject: Re: transparent background 

Date: Sat, 18 Apr 1998 21:48:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6hb3c8Sshn8@chuka.playstation.co.uk> 
References: <3538E855.DA439822@mindspring.com> 
NNTP-Posting-Host: userk982.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


theres quite a lengthy thread in the 
scee 2dgraphics group 


Steve 

Brian A. Lee wrote in message 
<3538E855.DA439822@mindspring.com>... 
>i'tm finally making good progress, but 
there is one thing that i can't 
>solve. how do i make a sprite's 
background color transparent? 

> 

>thanks for the help, 

»-Ե 

> 

> 


—-MESSAGE FILE 16317 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000201 


——MESSAGE FILE 16318 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
2 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: timings - HELP!!!! 

Date: Tue, 21 Apr 1998 11:58:10 -0500 

Organization: Metrowerks 

Lines: 27 

Message-ID: <sumner-ya02408000R2104981158100001@news.scea.sony.com> 
References: <6gllnn$3685@scea> 

NNTP-Posting-Host: mtwks177.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


If you want to get a rough time estimate, you can use Vsync(-1). It will 
give you the number of Hsyncs since the last time you called Vsync(-1). 
The number of Hsyncs/second depends upon your Video mode. It is somewhere 
around 260 for NTSC. I'm not sure of the exact number. 


-Joel 


In article <6gllnn$3685@scea>, "cnevison" <rschutt@cs.colgate.edu> wrote: 


>Does anyone know how do write code for timing things 
>on the playstation? 

> 

>The ANSI C "time.h" file is not supported in the GCC compiler 
>distributed with the playstation. 

> 

>please advise. 

> 

>You can email me back at: 

> 

>rschutt@cs.colgate.edu 

> 

>Thanks in advance. 


Net Yaroze newsgroups message dump.txt Page 11032 


PlayStation Development Tools Dude 
Metrowerks 
—-MESSAGE FILE 16318 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000202 


—--MESSAGE FILE 16319 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: gerard audet <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners 

Subject: downloading to yaroze 

Date: Sun, 03 May 1998 10:53:37 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <354C84F1.4EDC@hotmail.com> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-171-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 


Alright, 
This is gonna seem like a silly one, 
but what directory do you download file to the Yaroze, and can you 


easily change it, I still haven't gotten the tutorial programs to down 
load, so I don't even know if my swift new device works correctly. 


Any input will be greatly appreciated!!! 


the beans 
—-MESSAGE FILE 16319 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000203 


—--MESSAGE FILE 16320 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: downloading to yaroze 

Date: Sun, 03 May 1998 15:16:23 GMT 

Organization: L4 Software 

Lines: 26 
Message-ID: <354c89aa.1819690@205.149.189.29> 
References: <354C84F1.4EDC@hotmail.com> 
NNTP-Posting-Host: firewall.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Gerard, 


It doesn't really matter where you download to as long as you remember 
where it is. Most of these files are zipped so you need to unzip them 
into the directory where you want to use them. 


Personally, all my downloads are to a directory called 'inbox.' That 
way I can always find the file. 


Mario 


On Sun, 03 May 1998 10:53:37 -0400, gerard audet 
<william_atkin@hotmail.com> wrote: 


>Alright, 

> 

>This is gonna seem like a silly one, 

> 

>but what directory do you download file to the Yaroze, and can you 
>easily change it, I still haven't gotten the tutorial programs to down 
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>load, so I don't even know if my swift new device works correctly. 
> 

>Any input will be greatly appreciated!!! 

> 

>the beans 


—-MESSAGE FILE 16320 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000204 


——MESSAGE FILE 16321 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
5 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: downloading to yaroze 

Date: Sun, 03 May 1998 15:20:31 GMT 

Organization: L4 Software 

Lines: 10 

Message-ID: <354d8b13.2181470@205.149.189.29> 

References: <354C84F1.4EDC@hotmail.com> <354c89aa.1819690@205.149.189.29> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Oops. I guess that should be Will. 
Mario 


On Sun, 03 May 1998 15:16:23 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>Gerard, 

> 

>[snip] 

-—-MESSAGE FILE 16321 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000205 


—--MESSAGE FILE 16322 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: downloading to yaroze 

Date: Sun, 03 May 1998 15:19:54 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <354c8700.34975816@news.scea.sony.com> 

References: <354C84F1.4EDC@hotmail.com> 

NNTP-Posting-Host: client-120-81.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Alright, 
> 
>This is gonna seem like a silly one, 


No questions are silly, I am getting to the point where I will be 
asking plenty! Welcome to the program. 


>but what directory do you download file to the Yaroze, and can you 
>easily change it, I still haven't gotten the tutorial programs to down 
>load, so I don't even know if my swift new device works correctly. 


Well, Mario is quite correct when he says you can put your stuff 
in any directory you want. But, I am not sure if you are refering to 
the files you take off the development disc, stuff you download, 
etc... When setting up your PC to work with the yaroze, it makes life 
infinitely easier to copy the folders off the silver development disc 
onto your C: partition directly. If you look up above at HELP!!!, by 
tsanjose, I was confused about the fact he was trying to boot a gold 
debug disc with the yaroze, so I gave a long-winded explanation of how 
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to get started. 

As for programs you download, or even the programs you get off the 
software development disc, you can organize them anyway you want. 

You will be working from a DOS prompt, setting the path, then 
executing Siocons from that folder, so the only thing to keep in mind 
is simplicity of remembering and entering your paths. 

I keep everything I download in a folder with many subdivisions, I 
really should reorganize it, but it has grown to 70 MB., and I won't 
be bothered. Plan ahead, as you explore the member site, you are going 
to find many tools, games, documents, etc... to download. Else you'll 
be minimizing your DOS window constantly, like me, to double check 
paths. 


>Any input will be greatly appreciated!!! 
No prob. 

>the beans 

-The Counter 


—-MESSAGE FILE 16322 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000206 


——MESSAGE FILE 16323 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
7 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: downloading to yaroze 

Date: Sun, 03 May 1998 23:30:47 -0400 

Organization: SCEA News Server 

Lines: 48 
Message-ID: <354D3667.6C77@hotmail.com> 

References: <354C84F1.4EDC@hotmail.com> <354c8700.34975816@news.scea.sony.com> 
Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-179-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 


Matthew Hulett wrote: 

> 

> No questions are silly, I am getting to the point where I will be 
> asking plenty! Welcome to the program. 

> 


Sounds Good, how long have you been a member? 


Well, Mario is quite correct when he says you can put your stuff 
in any directory you want. But, I am not sure if you are refering to 
the files you take off the development disc, stuff you download, 
etc... When setting up your PC to work with the yaroze, it makes life 
infinitely easier to copy the folders off the silver development disc 
onto your C: partition directly. If you look up above at HELP!!!, by 
tsanjose, I was confused about the fact he was trying to boot a gold 
debug disc with the yaroze, so I gave a long-winded explanation of how 
to get started. 


VVVVVVV VY 


For starters lets just try doing the beginning tuts off of the CD-Rom 
from Directory 


PSX 
Quick 


I put the PSX folder in the root C: directory like everyone advised but 
when I run makefile on them to compile them it comes up with a weird 
error. Also tried compiling them trough Borland 3.1 and there were 
multiple errors in the compliation. Can anyone advise? 


> As for programs you download, or even the programs you get off the 
> software development disc, you can organize them anyway you want. 
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> You will be working from a DOS prompt, setting the path, then 
> executing Siocons from that folder, so the only thing to keep in mind 
> is simplicity of remembering and entering your paths. 


Okay this need some more explaining... What do you mean set up the 
setting the path from dos? And should I be running djsetup beforehand. 


Basically I am a DOS dunce, I've been around MACS and Windows way too 
long, If anyone out there has tried Codewarrior, does it alleviate the 
necessity to work in DOS or what? 


Hey Guys Thanks for all your help, I'll be seeing alot of you believe 
me, Hey anyone here from Vermont? It'd be great to get in touch with 
you and make some games. 

Beans signin off 
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—-MESSAGE FILE 16323 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000207 


—-MESSAGE FILE 16324 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 


8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: downloading to yaroze 

Date: Mon, 04 May 1998 03:21:57 GMT 

Organization: SCEA News Server 

Lines: 100 

Message-ID: <354d2a3c.14855824@news.scea.sony.com> 


References: <354C84F1.4EDC@hotmail.com> <354c8700.34975816@news.scea.sony.com> <354D 


3667.6C77@hotmail.com> 
NNTP-Posting-Host: client-119-17.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Sounds Good, how long have you been a member? 


Since the beginning, almost... May 15 '97, or thereabouts. I 
started from scratch, literally, I could not even use my computer when 
I pulled it out of the box. DOS was one of the few things I had 
distant memories of from my IBM PC days back in the late 70's... ah, 
Zork was a kid's dream world... 


>Okay this need some more explaining... What do you mean set up the 
>setting the path from dos? And should I be running djsetup beforehand. 


Hmmm..., O.k.. Lets say you want to look at the contents of a 
folder in Windows. You could use file manager, which I never do, or 
you could just double-click your way through your files to open the 
file. 

Setting your path in DOS is akin to this. You start out with: 


[WINDOWS] C:\Windows> 


At this point, your path is set to the Windows folder, or 
directory. If you type in at the prompt: 


[WINDOWS] C:\Windows>cd\psx 
and hit enter... your path will change to: 
[WINDOWS] C:\PSX> 


Now you are in the psx folder, having set your path, and you can now 
type in djsetup and set the environment... 


[WINDOWS] C:\PSX>djsetup 


and hit enter. The path information will just repeat itself. You will 
see this again... 


[WINDOWS] C:\PSX> 
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Now, you need to set your path to the folder containing the nifty ball 
demo, so type at the prompt... 


[WINDOWS] C:\PSX>cd\psx\sample\check 

and hit enter (isn't this fun?). Now you will see this... 
[WINDOWS] C:\PSX\SAMPLE\CHECK> 

Type make at the prompt... 

[WINDOWS] C:\PSX\SAMPLE\CHECK>make 


and hit enter. You should see two lines worth of compiler and linker 
information that is understood by the engineers in the program, but 
not by me. As long as you don't see anything saying 'make failed', or 
any other fail messages, you should be o.k.. Leave the DOS window open 
with that path. 

Now, turn on your yaroze and wait for the brick screen to appear. 
Now, type siocons at the prompt... 


[WINDOWS] C:\PSX\SAMPLE\CHECK>siocons 


and hit enter. We are basically doing pg.26 in the little red book, so 

you can look there for a sample of the output you will see. 

You should see a '>>!' thingy after the console monitor information. 

Hit enter a few times, if you see double arrows keep appearing, you 

are connected properly. Hit the F3 key, and hit enter. And the demo 

—-MESSAGE FILE 16324 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000208 


—--MESSAGE FILE 16325 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000020 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: downloading to yaroze 

Date: Mon, 04 May 1998 05:19:27 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <354d4fa6.6044751@news.scea.sony.com> 

References: <354C84F1.4EDC@hotmail.com> <354c8700.34975816@news.scea.sony.com> <354D 
3667.6C77@hotmail.com> <354d2a3c.14855824@news.scea.sony.com> 

NNTP-Posting-Host: client-120-15.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>are connected properly. Hit the F3 key, and hit enter. And the demo 


Ooops, I like to work in the early hours... Hit the F3 key, type 
auto, and then hit enter. 


—Matt 
—-MESSAGE FILE 16325 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000209 


—-MESSAGE FILE 16326 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
0 

Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 

Newsgroups: scea.yaroze.beginners 

Subject: Graphics tools that generate 15 bit images to convert to TIMS 
Date: Wed, 06 May 1998 14:11:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35506f23.5186728@news.playstation.co.uk> 
NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 
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What tools do you use to output 15 bit images for use as TIMs ? 

I have Corel Photo Paint 7 and that doesn't seem to manage it. 

Byron. 


-—-MESSAGE FILE 16326 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000210 


--MESSAGE FILE 16327 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
1: 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Graphics tools that generate 15 bit images to convert to TIMS 
Date: Wed, 06 May 1998 11:07:41 -0700 

Organization: Cisco Systems 

Lines: 16 

Message-ID: <3550A6ED.595BOA84@netmagic.net> 

References: <35506f23.5186728@news.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Just save your image as a TrueColor BMP file. :) TIM Util will 
handle the conversion. 


Byron Atkinson-Jones wrote: 


> 

> Hi, 

> 

> What tools do you use to output 15 bit images for use as TIMs ? 
> 

> I have Corel Photo Paint 7 and that doesn't seem to manage it. 
> 

> Byron. 

- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16327 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000211 


--MESSAGE FILE 16328 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
2 

Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Graphics tools that generate 15 bit images to convert to TIMS 

Date: Thu, 07 May 1998 09:07:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3551797e.1224691@news.playstation.co.uk> 

References: <35506f23.5186728@news.playstation.co.uk> <3550A6ED.595BOA84@netmagic.ne 
t> 

NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 06 May 1998 11:07:41 -0700, Elliott Lee <tenchi@netmagic.net> 
wrote: 


>Just save your image as a TrueColor BMP file. :) TIM Util will 
>handle the conversion. 
> 


I tried that and it just seems to produce a 24 bit TIM rather than a 
16bit one. 


Byron. 
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—-MESSAGE FILE 16328 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000212 


—-MESSAGE FILE 16329 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Graphics tools that generate 15 bit images to convert to TIMS 

Date: Thu, 07 May 1998 11:51:49 -0700 

Organization: Cisco Systems 

Lines: 22 

Message-ID: <355202C5.  9FCFOA9I5@netmagic.net> 

References: <35506f23.5186728@news.playstation.co.uk> <3550A6ED.595BOA84@netmagic.ne 
t> <3551797e.1224691@news.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


TIMUtil defaults to 24-bit. You have to select the radio button 
next to the "16" near the top-center of the interface. Be sure 
that after you do your conversion, reload the TIM and check it with 
the Preview button. :) 


Byron Atkinson-Jones wrote: 


On Wed, 06 May 1998 11:07:41 -0700, Elliott Lee <tenchi@netmagic.net> 
wrote: 


>Just save your image as a TrueColor BMP file. :) TIM Util will 
>handle the conversion. 
> 


I tried that and it just seems to produce a 24 bit TIM rather than a 
16bit one. 


VVVVVVVVVV VV 


Byron. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 16329 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000213 


—--MESSAGE FILE 16330 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
4 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Abstrakt <abstrakt@yourlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Memory card? 

Date: Mon, 11 May 1998 15:34:34 +0000 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35571A81.4D913768@yourlink.net> 

NNTP-Posting-Host: 205.152.62.251 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


MAC user, I am having a problem getting my yaroze to recognize the 
memory card, I have tried several different things, ie. format the 
memory card using the app that was included in the package and even 
tried purchasing a new card but it still won't see the card, I have all 
the obvious things troubleshooted and now I am stuck. Can anyone help 
me? 


—-MESSAGE FILE 16330 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000214 
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--MESSAGE FILE 16331 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
5 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Memory card? 

Date: Tue, 12 May 1998 02:01:23 -0700 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <wal-ya02408000R1205980201230001@news.scea.sony.com> 

References: <35571A81.4D913768@yourlink.net> 

NNTP-Posting-Host: dnai-207-181-237-170.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <35571A81.4D913768@yourlink.net>, Abstrakt 
<abstrakt@yourlink.net> wrote: 


MAC user, I am having a problem getting my yaroze to recognize the 
memory card, I have tried several different things, ie. format the 
memory card using the app that was included in the package and even 
tried purchasing a new card but it still won't see the card, I have all 
the obvious things troubleshooted and now I am stuck. Can anyone help 
me? 


VVVVVYV 


I had problems trying to get the connection speed saved to the memory card, 
but I did manage it. Let's see if I can remember how... 


First, I downloaded and ran the card formatting utility. Then, I think I 
quit PSComUtil and reset the yaroze. Then I used ZTerm (a shareware 
terminal program) and set its baud rate to 9600, using the serial port that 
the Yaroze is connected to. Using ZTerm you can send and receive console 
commands. Then I typed the command "BAUD 57600" and hit RETURN. I think at 
this point I got prompted to save the new baud setting to the memory card, 
but it may have been at a later point... in any case, I had to change 
ZTerm's settings to 57600, to match what I had told the yaroze. Hmm... 
maybe the save prompt came *after* switching ZTerm's baud rates... 


Sorry this is so muddled, I should have kept better notes! But give ZTerm a 
shot (or another terminal emulator program). 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
—-MESSAGE FILE 16331 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000215 


——MESSAGE FILE 16332 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Memory card? 

Date: Tue, 12 May 1998 16:02:00 GMT 

Organization: L4 Software 

Lines: 15 

Message-ID: <35587231.3499762@205.149.189.29> 

References: <35571A81.4D913768@yourlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Sorry, I don't have a MAC so I'm not real sure how you do it. 
Hopefully one of the other MAC users can help. 


Mario 


On Mon, 11 May 1998 15:34:34 +0000, Abstrakt <abstrakt@yourlink.net> 
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wrote: 


>MAC user, I am having a problem getting my yaroze to recognize the 
>memory card, I have tried several different things, ie. format the 
>memory card using the app that was included in the package and even 
>tried purchasing a new card but it still won't see the card, I have all 
>the obvious things troubleshooted and now I am stuck. Can anyone help 
>me? 


--MESSAGE FILE 16332 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000216 


—-MESSAGE FILE 16333 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
7 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Member page text... 

Date: Wed, 13 May 1998 11:04:30 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <6jccd4$2v214@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Who is supposed to update the text under you site page? I Added some new 
text weeks ago and it still hasn't been updated. 


Regards, 
Jeff / Nemesis 


http://yaroze-world.org 


-—-MESSAGE FILE 16333 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000217 


——MESSAGE FILE 16334 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Member page text... 

Date: Wed, 13 May 1998 17:00:57 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3559d16a.1826774@news.scea.sony.com> 

References: <6jccd4$2v214@scea> 

NNTP-Posting-Host: client-151-198-130-101.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Who is supposed to update the text under you site page? I Added some new 
>text weeks ago and it still hasn't been updated. 


Peter Alau, if there has not been any staff turnover of late. Not 
that I can explain what they are up to, and why your description has 
not been updated.... 


-Matt 


--MESSAGE FILE 16334 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000218 


——MESSAGE FILE 16335 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000021 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Member page text... 
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Jeff / Nemesis 


jlawton@groupz.net 


—-MESSAGE FILE 1727 END: net-yaroze-usene 
00430 


—-MESSAGE FILE 1728 START: net-yaroze-use 
0000431 

Path: chuka.playstation.co.uk!newsl.scei. 
From: Joshua Meeds <dreamer@sinclair.net> 


Newsgroups: scea.yaroze.freetalk,scee.yar 
Subject: Re: If you liked Hover... 

Date: Wed, 04 Mar 1998 20:20:12 -0800 
Organization: SCEA News Server 

Lines: 106 

Message-ID: <34FE27FC.8879D444@sinclair.n 
References: <6cqrac$asl@chuka.playstation 


34F9F2E8.26C5BIBI@sinclair.net> <6de361$g 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-asci 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scea.yaroze 


431 


I wish I had the money to get a nice 3d modell 
probably get Truespace 3 - it is very powerful 


I haven't tried it in the full version, b 
export straight into RSD format (and TIM) 


SCEE wrote: 


I think that you should get 3D studio, 

called TOD ( which contains all of the 

you could possibly need ). 

In Japan the Yaroze sells for more than 
Lightwave was only made available initi 
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t/00000001-SCEE/yaroze/freetalk/english/000 


net/00000001-SCEE/yaroze/freetalk/english/0 


co.jp!scea!greg_labrec@interactive.sony.com 


oze.freetalk.english 


et> 
-co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
2d16@chuka.playstation.co.uk> 


i 


-freetalk:472 scee.yaroze.freetalk.english: 


ler, if I got one, I would 
L, and easy to work with. 


ut I heard that it offers 


the plugin exports RSD and a format 
animation and heirarchy infomation 


it does here in Europe, and I think 
ally. The cost of Yaroze here + 3D 


studio is comparitive to the cost of a 
using Lightwave but 3D studio seems mor 
my models for me uses it ) 


In my opinion AirBob is a good technica 


Yaroze in Japan. ( At home I tried 
e comfortable and the guy who's doing 


1 piece of programming, and very 


Airbobs/TerraIncognita/HoverRacers to appear in time. 
Colin. 


Joshua Meeds wrote in message <34F9F2E8.26C5B9B9I@sinclair.net>... 

>I dunno about them using an interface with Lightwave's motion system, 
>but having Lightwave is definitely one of the main reasons I believe 
>they are doing such advanced 3d stuff. To do any 3d programming (I'm 
>not talking about advanced stuff like creating models on the fly), you 
>need a way to create 3d models. The European and American Yaroze's 
>comes with no such method. No programs whatsoever, just a few sample 
>models. I personally found this hard to deal with; for all the time 
>I've had the system, only yesterday did I find a 3d modeller that 
>outputs DXF files that work with DXF2RSD (and that modeller is not a 
>very good one, either). Thus, up until this point, I could do very 
>little with 3d. Is it any wonder that only the people with useable 
>tools are releasing such amazing programs? 
>write Hover-like games, but without 3d models, 
>my mind. 

> 

>I understand that in Japan, the Yaroze program probably has many more 
>members, and so Sony would feel it was a good deal getting them all 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


enjoyable - Not just another Japanese demo cranked out quickly. Some of the 
European stuff is beginning to look better and better now as people become 
more used to the Yaroze - I expect our own 


I can think of many ways to 
they will only remain in 
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Date: Wed, 13 May 1998 22:26:23 GMT 
Organization: L4 Software 

Lines: 21 

Message-ID: <355a1d49.37332453@205.149.189.29> 
References: <6 jccd4$2v214@scea> 
NNTP-Posting-Host: firewall.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well, that would be me, however I'm not getting the notifications that 
the changes are being made, so I don't know when I need to make 
changes. I've notified the proper people at Sony of the problem so 
hopefully it will be fixed soon. 


Mario 


On Wed, 13 May 1998 11:04:30 -0400, "Jeff Lawton" <jlawton@groupz.net> 
wrote: 


>Who is supposed to update the text under you site page? I Added some new 
>text weeks ago and it still hasn't been updated. 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

>http://yaroze-world.org 

> 

> 


-—-MESSAGE FILE 16335 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000219 


—--MESSAGE FILE 16336 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Member page text... 

Date: Wed, 13 May 1998 23:55:03 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <355a32af.21310433@news.scea.sony.com> 

References: <6jccd4$2v214@scea> <355a1d49.37332453@205.149.189.29> 
NNTP-Posting-Host: client-—151-198-130-69.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Oops, sorry, I thought Peter was our only webmaster. 


_matt 
—-MESSAGE FILE 16336 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000220 


--MESSAGE FILE 16337 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
1 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Peter_Alau@playstation.sony.com (Peter Alau) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Member page text... 

Date: Fri, 15 May 1998 16:59:29 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <355c740c.3948743@205.149.189.29> 

References: <6 jccd4$2v214@scea> <355a1d49.37332453@205.149.189.29> <355a32af.2131043 
3@news.scea.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 
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On Wed, 13 May 1998 23:55:03 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Oops, sorry, I thought Peter was our only webmaster. 
> 
>_matt 


Nope, Mario helps out too, and once I finish with some final things, 
he should be doing more of the page updates. 


My apologies to everyone who has update their page, I have been more 
busy than I have been in a while, I guess E3 and CGDC will do that to 


I expect to finish with updates today, if I don't I will be spending 
time here this weekend. 


Thanks for everyone's patience. 


-Peter 
--MESSAGE FILE 16337 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000221 


——MESSAGE FILE 16338 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Memory card? 

Date: Sun, 17 May 1998 19:02:14 -0700 

Organization: SCEA News Server 

Lines: 11 
Message-ID: <355F96A2.4ABD@bc.sympatico.ca> 
References: <35571A81.4D913768@yourlink.net> 
Reply-To: Nick_Porcino@studio.disney.com 
NNTP-Posting-Host: vcta0lm01-51.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 
To: Abstrakt <abstrakt@yourlink.net> 


Hi, I got my memory card working a totally sideways way. I stuck in the 
new card, ran Tobal No. 1, saved a few games, and then finally got 
around to trying out PSComUtil. The first time I had connect and boot 
speeds both set to 9600, and the "bricks" came up okay. Then, using 
PSComUtil to set the speeds to 57600 and ever after it worked fine. The 
only times I ran into problems is when I tried to set the connect speed 
to 110k or whatever it is. I bet I'm the only Yaroze member running on 
an antique Quadra!!!! I have way less RAM than you're supposed to run on 
as well, woe is me. 


-nick 
--MESSAGE FILE 16338 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000222 


——MESSAGE FILE 16339 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
3 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners,scea.yaroze.freetalk,scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior,scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


-—-MESSAGE FILE 16339 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000223 


—-MESSAGE FILE 16340 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 

scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end օք the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


VVVVVVVVVVV VV VV 


If you have any comments/suggestions you can mail me. 
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Happy programming! 


Maurice Sibrandi 


> 
> 
> 
> 
> sibrandi@orion.nl 


Hey Maurice, 


I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
—-MESSAGE FILE 16340 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000224 


——MESSAGE FILE 16341 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
5 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 

Will Atkin wrote: 

Maurice Sibrandi wrote: 

YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end օք the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 


VVVVVVVVVVVVV VV VV VV VV VV VV 
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> I checked out that web-address and came up with an adress not found 
> screen. I also looked under http://www.playstation-europe.com and 
> couldn't find anything leading to yaroze, 

> 

> any ideas? 

> 

> Will 

- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16341 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000225 


—--MESSAGE FILE 16342 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scea.yaroze.beginners 

Subject: TIM wont display...<sigh> 

Date: Thu, 04 Jun 1998 10:28:35 -0400 

Organization: SCEA News Server 

Lines: 841 

Message-ID: <3576AF13.CD9D11C8@cobite. com> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 9321FBEFE1D3C96BA387288A" 
X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 


This is a multi-part message in MIME format. 
9321 FBEFE1D3C96BA387288A 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello, 


Well after finally breaking down and having a go at doing some 
graphics on my yaroze for the first time, I'm already ready to throw 
the damn thing across the room. 

Its most frustrating, I cant even get a simple TIM to load up 
and display... I've attached the TIM I'm using, the source and a batch 
file in the zip, and I would appreciate tips/pointers from anyone who 
cares to take a peek at my ugly code and give me a clue to what it is 
I'm not doing right here... 

Currently, the program runs, but all I get on screen is a big 
fat load of nothing... 


Thanks a heap for any help... 
Craig 


PS The TIM is a snapshot of someones Ghouls and Ghosts emulator that I 
grabbed (the snapshot, not the emulator) off the net, nothing to do 
with me...(I only wish) 
9321 FBEFE1D3C96BA387288A 
Content-Type: application/x-zip-compressed; name="spritetest.zip" 
—-MESSAGE FILE 16342 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000226 


——MESSAGE FILE 16343 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
7 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: TIM wont display...<sigh> 

Date: Thu, 04 Jun 1998 09:23:14 -0700 

Organization: Cisco Systems 

Lines: 130 

Message-ID: <3576C9F2.BD90C96A@netmagic.net> 

References: <3576AF13.CD9D11C8@cobite.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-232.cisco.com 

Mime-Version: 1.0 
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Content-Type: multipart/mixed; boundary=" D2233B66541CDC2DE856A1AB" 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 


This is a multi-part message in MIME format. 
D2233B66541CDC2DE856A1AB 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


There are 2 possible problems with what you have: 


— your image is 400x300. The maximum TIM size is 
256x256, no matter what the pixel depth is. So 
you'd have to break up your TIM into 4 separate 
sprites. 


— you may have a problem with your sprite loading 


routine. I can't be sure 'cuz I don't have my 
Yaroze at work :P Try the attached sprite 
loader that I use. Easy to set up and it has 


been tested to work. :) 


Craig Venz wrote: 
> 

> Hello, 

> 

Well after finally breaking down and having a go at doing some 
graphics on my yaroze for the first time, I'm already ready to throw 
the damn thing across the room. 

Its most frustrating, I cant even get a simple TIM to load up 
and display... I've attached the TIM I'm using, the source and a batch 
file in the zip, and I would appreciate tips/pointers from anyone who 
cares to take a peek at my ugly code and give me a clue to what it is 
I'm not doing right here... 

Currently, the program runs, but all I get on screen is a big 
fat load of nothing... 


Thanks a heap for any help... 
Craig 


PS The TIM is a snapshot of someones Ghouls and Ghosts emulator that I 
grabbed (the snapshot, not the emulator) off the net, nothing to do 
with me...(I only wish) 


VVVVVVVVVVVVVVV VV VV 


Name: spritetest.zip 
spritetest.zip Type: Zip Compressed Data (application/x-zip-—compressed) 
Encoding: base6é4 


V V V V 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
D2233B66541CDC2DE856A1AB 
Content-Type: application/x-zip-compressed; name="spritez.zip" 
-—-MESSAGE FILE 16343 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000227 


—-MESSAGE FILE 16344 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
8 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scea.yaroze.beginners 

Subject: kanjii and ascii strings 

Date: Sun, 14 Jun 1998 02:05:55 GMT 

Organization: Nowadays 

Lines: 8 

Message-ID: <35832fab.36036290@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppv27.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 
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Hi! 

How can I convert a kanji string into a ascii string? and also, how 
can I convert a ascii string into a kanji string? I think it must be a 
simple mathematical function.. thnx for your help! 


Yan 

asC . nowadayS . www.netlink.ch/nowadayS 

Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 

—-MESSAGE FILE 16344 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000228 


——MESSAGE FILE 16345 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000022 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Nick <porcino@home.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: kanjii and ascii strings 

Date: Sat, 13 Jun 1998 23:12:44 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <358369DA.14C7@home.com> 

References: <35832fab.36036290@news.playstation.co.uk> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


You can't easily convert from kanji to ascii or vice versa if what you 
want to do is to transliterate between Japanese characters and English 
characters (commonly referred to as Romanji). 


If you want to go from Shift JIS (the most commonly used Japanese 
character set) to Romanji, you'll need a Shift JIS decoder - a good 
place to start would be JDic at the monash Nihongo archive. 


If you want to go from Romanji to Shift JIS you'll need an expert system 
because there are so many homonyms in Japanese that the only way to go 
from Romanji to Japanese characters is by doing context sensitive 
translation - and even then it is necessary to have a human in the loop 
to double check the results of the translation. That's why if you go to 
babelfish at altavista, they translate between all sorts of European 
languages, but not to Japanese. If you write such an expert system, you 
could sell it for thousands and thousands of dollars! The two most 
common in use right now are Kotoeri on the Macintosh, and the Japanese 
IME on Windows. The code isn't available! 


-nick 
--MESSAGE FILE 16345 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000229 


——MESSAGE FILE 16346 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
0 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: kanjii and ascii strings 

Date: Mon, 15 Jun 1998 13:39:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <6m315kS9bv4@chuka.playstation.co.uk> 
References: <35832fab.36036290@news.playstation.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have created a two function's for that conversion (or actually stole it 
from somebody...) 
I attached my files. Mail me if you can't read them. 
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—-MESSAGE FILE 16346 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000230 


—-MESSAGE FILE 16347 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
1 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Memory card? 

Date: Thu, 25 Jun 1998 17:01:32 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3592BAAB.EO0F@funnytown. com> 

References: <35571A81.4D913768@yourlink.net> <355F96A2.4ABD@bc.sympatico.ca> 
NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Have you tried the memory card format utility that came on the 
Metrowerks CD? (It's tucked away in the "Gooddies" folder.) 


Also, don't forget to download the NetYaroze 2.1 update from the 
Metrowerks website! 


- Gerrit 


PS - I've been using a desktop G3 to tinker with my Yaroze, and despite 

a little glitch with the serial link not functioning when the computer 

is over-clocked to 315Mhz, everything has been smooth sailing :) 

—-MESSAGE FILE 16347 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000231 


—-MESSAGE FILE 16348 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
2 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scea.yaroze.beginners 

Subject: LaserGun 

Date: Fri, 26 Jun 1998 19:28:01 GMT 

Organization: Nowadays 

Lines: 7 

Message-ID: <3593f632.1857558@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppb204.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hi! 
are there any docs out about how to control the lasergun? - any 
hints/ideas? thnx.. 


Yan 

asC . nowadayS . www.netlink.ch/nowadayS 

Yan . Net!Yaroze . www.netyaroze-europe.com/~yannick/ 

—-MESSAGE FILE 16348 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000232 


—-MESSAGE FILE 16349 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.beginners 

Subject: GDB DEBUGGER 

Date: Sat, 11 Jul 1998 23:21:04 -0400 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <35A82BA0.C6A8D35C@accessv.com> 

NNTP-Posting-Host: 82.209.5.199.dialup.accessv.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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I'm having problems using the GDB debugger. I'm connected to my Yaroze 
from com4, yet when I type target hss com4 at the GDB prompt I get an 
"invalid drive" error message. If anyone could help me figure out why 
this is happening, I would really appreciate it!!! 


—-MESSAGE FILE 16349 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000233 


——MESSAGE FILE 16350 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: GDB DEBUGGER 

Date: Sat, 11 Jul 1998 23:43:24 -0500 

Organization: (no organization) 

Lines: 14 

Message-ID: <35A83EEC.4ABF@charlie.cns.iit.edu> 

References: <35A82BA0.C6A8D35C@accessv.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Michael Briere wrote: 

> 

I'm having problems using the GDB debugger. I'm connected to my Yaroze 
from com4, yet when I type target hss com4 at the GDB prompt I get an 
"invalid drive" error message. If anyone could help me figure out why 
this is happening, I would really appreciate it!!! 


> 
> 
> 
> 


H 


had the same problem. Eventually, I tried COM1 and it worked fine. 
don't know why this version of GDB seems to only support COM1. 


H 


(I use COM4 to download to my Yaroze, so it's not a problem with 
my PC. It seems like GDB just only "understands" COM1.) 


EdF 
--MESSAGE FILE 16350 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000234 


——MESSAGE FILE 16351 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
5 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Looking at SCEI web site 

Date: Sun, 12 Jul 1998 00:12:50 -0500 

Organization: (no organization) 

Lines: 7 

Message-ID: <35A845D2.7D0C@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Does anyone have a link I can follow to download whatever I need to 
to make my "Netscape Navigator 4.0" show the Japanese web pages at 
SCEI like they were meant to be seen? 


How about the similar thing for "Internet Explorer"? 


EdF 
--MESSAGE FILE 16351 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000235 


——MESSAGE FILE 16352 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
6 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua meeds <dreamer@sinclair.net> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: Looking at SCEI web site 

Date: Sat, 11 Jul 1998 22:34:35 -0700 
Organization: SCEA News Server 

Lines: 25 

Message-ID: <35A84AEB.49455E8@sinclair.net> 
References: <35A845D2.7D0C@charlie.cns.iit.edu> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


There is a program called NJWin which will show Japanese fonts in any 
browser without changing any settings - you can find it at 
http://www.njstar.com.au/. It has a free trial you can download. 

Ed Federmeyer wrote: 

> 

> Does anyone have a link I can follow to download whatever I need to 
> to make my "Netscape Navigator 4.0" show the Japanese web pages at 
> SCEI like they were meant to be seen? 

> 

> How about the similar thing for "Internet Explorer"? 

> 

> EdF 


= Joshua Meeds 
Dreamwriter Dragon 

dreamer@sinclair.net 

-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


Page 11050 


--MESSAGE FILE 16352 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000236 


——MESSAGE FILE 16353 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 


7 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: GDB DEBUGGER 

Date: Sun, 12 Jul 1998 12:28:12 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35A8E41B.E77910F8@accessv.com> 


References: <35A82BA0.C6A8D35C@accessv.com> <35A83EEC.4ABE@charlie.cns.iit.edu> 


NNTP-Posting-Host: 35.209.5.199.dialup.accessv.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi Ed! Thanks for the reply. Just one more question. Your cable is still 


plugged in com4 even though you type target hss coml, right? 


Ed Federmeyer wrote: 


> Michael Briere wrote: 

>> 

> > I'm having problems using the GDB debugger. I'm connected to my Yaroze 
> > from com4, yet when I type target hss com4 at the GDB prompt I get an 
> > "invalid drive" error message. If anyone could help me figure out why 
> > this is happening, I would really appreciate it!!! 

> 

> I had the same problem. Eventually, I tried COM1 and it worked fine. 
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>copies of Lightwave (bumper crop of new programmers!). But they 
>shouldn't leave the rest of us without the tools to make real 
>Playstation games. A good game system should have loyal programmers 
>from all over the world, not just Japan. Sure, we got a "deal" for 3d 
>Studio. But I know I am not nearly the only one who didn't have the 
>extra cash after spending $900 on my Yaroze (I did spend the extra $150 
>on Codewarrior. Alas...) 

> 

>I think SCEA and SCEE should get us all SOME 3d modeller that works. It 
>doesn't have to be a big, expensive package, like Lightwave or 3d 
>studio; it could even be registered versions of some shareware product, 
>as long as it did the job. I want to move into a career of programming 
>for the Playstation, and that just isn't realistic without good, solid, 
>experience programming 3d. At least now I have the tools to make some 
>very basic 3d models, so I can at least start learning 3d programming. 
> 

>Well, thanks for reading my rather lengthy rant, 


> 

> — Joshua Meeds 

> Dreamwriter Dragon 

> dreamer@sinclair.net 
> —==UDIC==- 

> 


>P.S., anyone know of a good, shareware/freeware 3d modeller that outputs 
>DXF files that DXF2RSD can use? The beta of Rhino just isn't designed 
>for the task. 

> 

>P.P.S. Oops, I keep accidentally replying to author, rather than 
>group. Sorry! 


> 

>Manny Najera wrote: 

>> 

>> Mario Wynands wrote: 

>> 

>> > Take a look at AirBob, another Japanese demo that has been upped in 
>> > the past 

>> > week. 

>> > 

>> > http: 

>> > /www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 
>> > 

>> > Looks more and more like we have a bit of catching up to do! 

>> 

>> I dunno. It seems like their sole advantage is that everyone has 

>> Lightwave 3D. 

>> 


>> Think about it. Everyone is using the same graphics package. All they 
>> needed was for one person to code an interface for Lightwave's motion 
>> system. The supposed "hard stuff", being a hierarchical system of 

>> object movement, being used now to crank out demo after Japanese demo, 
>> is based entierely around that kind of interface. 

>> 

>> For example, if everyone here used MOD files on a daily basis, a MOD to 
>> SEQ converter would have been coded ages ago. 


>> Manny Najera 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 1728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00431 


--MESSAGE FILE 1729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000432 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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> I don't know why this version of GDB seems to only support COM1. 
> 

> (I use COM4 to download to my Yaroze, so it's not a problem with 
> my PC. It seems like GDB just only "understands" COM1.) 

> 

> EdF 


—-MESSAGE FILE 16353 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000237 


—-MESSAGE FILE 16354 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 
8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: GDB DEBUGGER 

Date: Sun, 12 Jul 1998 11:38:09 -0500 

Organization: (no organization) 

Lines: 19 

Message-ID: <35A8E671.67A5@charlie.cns.iit.edu> 

References: <35A82BA0.C6A8D35C@accessv.com> <35A83EEC.4ABE@charlie.cns.iit.edu> <35A 
8E41B.E77910F8@accessv. com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Michael Briere wrote: 

> 

> Hi Ed! Thanks for the reply. Just one more question. Your cable is still 
> plugged in com4 even though you type target hss coml, right? 
> 


Opps, no, sorry that wasn't clear. I needed to unplug my modem from 
COM2, move my mouse from COM1 to COM2, then move the Yaroze from COM4 
to COM1. 


Then when I'm done debugging, I put everything back. 
Yikes what a pain. I don't use GDB unless I'm absolutly desperate. 


If some kind person could take the actual GDB source that was used 
to make the Yaroze PC disc, and just fix it so it "knows about" 
COM2, COM3, and COM4, that would be a very cool thing! 


EdF 
--MESSAGE FILE 16354 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000238 


——MESSAGE FILE 16355 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000023 

9 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: GDB DEBUGGER 

Date: 13 Jul 1998 12:15:59 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Sender: thutton@TECH10 

Message-ID: <un2aev6lc.fsf@cybec.com.au> 

References: <35A82BA0.C6A8D35C@accessv.com> 
<35A83EEC.4ABE@charlie.cns.iit.edu> <35A8E41B.E77910F8@accessv.com> 
<35A8E671.67A5@charlie.cns.iit.edu> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> writes: 
> 
> If some kind person could take the actual GDB source that was used 
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> to make the Yaroze PC disc, and just fix it so it "knows about" 
> COM2, COM3, and COM4, that would be a very cool thing! 


gdb reads a file called .gdbinit at startup, from the current 
directory or your home directory (which is set by DJGPP.BAT, AFAIR). 
Sony supplied a .gdbinit, although under DOS I imagine it's called 
_gdbinit or gdb.ini, which initialises some settings and creates some 
macros specifically for debugging the Yaroze over the serial line. 


Now, I reckon if you can find this file on your system, you should 
find that you can configure the default com port in there. 


You should also be able to specify the com port at the gdb prompt, 
with a command similar to 'target hss coml', or 'target remote coml'. 


I haven't used gdb with the Yaroze for a few months, and definitely 
not for ages under DOS, so this info is off the top of my head where a 
fuzzy vagueness reigns and may be slightly off target. Hope it helps, 
though. 


Toby. 
—-MESSAGE FILE 16355 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000239 


——MESSAGE FILE 16356 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 

0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: GDB DEBUGGER 

Date: Mon, 13 Jul 1998 15:21:03 -0400 

Organization: SCEA News Server 

Lines: 263 

Message-ID: <35AA5E1F.BEB05129@accessv.com> 

References: <35A82BA0.C6A8D35C@accessv.com> 
<35A83EEC.4ABE@charlie.cns.iit.edu> <35A8E41B.E77910F8@accessv.com> 
<35A8E671.67A5@charlie.cns.iit.edu> <un2aev6lc.fsf@cybec.com.au> 

NNTP-Posting-Host: 90.209.135.80.dialup.accessv.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Guys, you're both great. I'm still not successful yet though. here's a 
copy of my gdb.ini file. As you can see I've changed from coml to com4. 
Anything else I should change here? Am I missing something? Thanks once 
again! 


# sample gdb script օք %HOME%/gdb.ini for DTL-H3000 
echo \n\nAdding definitions for remote PSX debugging (See %HOME%/gdb.ini)\n 


define start-remote-debugging 
set remotebaud 115200 

target hss com4 
end 


document start-remote-debugging 
start remote PSX debugging (115.2Kbps, COM4) 
end 


# echo N dr (display registers) ո 
define dr 


printf " $0-%08x 208» %08x %08x %08x %08x %08x %08x\n", ` 
Szero, Sat, ՏՄ0, S$Svl, $a0, $al, $a2, Sa3 

printf " $8-%08x %08x %08x %08x %08x %08x %08x %08x\n", ÓN 
ՏԵՑ, ՏԵԼ, $t2, ՏԵՅ, St4, $t5, S$t6, St7 

printf "$16-%08x %08x %08x %08x %08x %08x %08x %08x\n", ÓN 
$s0, Տտ1, $s2, $s3, ՏՏ4, $s5, $s6, Ss7 

printf "$24-%08x %08x %08x %08x %08x %08x %08x %08x\n", \ 
$t8, $t9, $k0, Skl, Տցք, Տտք, Sfp, $ra 


VVVVVVVVVVVVVVVV VV VV VV VV 
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printf " Scr = $08x ", Scr 
if Scr & 0x80000000 
printf " BD" 
end 
printf " CE%d", (Scr & 0x30000000) >> 28 
if Scr & O0x0000ff00 
printf " IP" 
if Scr & 0x00008000 
printf "5" 
end 
if Scr & 0x00004000 
թողեք "4" 
end 
if $cr & 0x00002000 
printi "3" 
end 
if Scr & 0x00001000 
printf "2" 
end 
if Scr & 0x00000800 
printf TIT 
end 
if $cr & 0x00000400 
printf "0" 
end 
if $cr & 0x00000300 
printf Տր 
if $cr & 0x00000200 
printf "1" 
end 
if Scr & 0x00000100 
printf "0" 
end 
end 
Prince MoT 
end 
printf " " 
if (Scr & 0x0000003c) == (0 ՀՀ 2) 
printf "External interrupt" 
end 
if ($cr & 0x0000003c) == (4 << 2) 
printf "Address error (load/instruction-fetch)" 
end 
if ($cr & 0x0000003c) == (5 ՀՀ 2) 
printf "Address error (store)" 
end 
if (Scr & 0x0000003c) == (6 ՀՀ 2) 
printf "Bus error (instruction-fetch)" 
end 
if ($cr & 0x0000003c) == (7 ՀՀ 2) 
printf "Bus error (load/store)" 
end 
if (Scr & 0x0000003c) == (8 ՀՀ 2) 
printf "Syscall" 
end 
if (Scr & 0x0000003c) == (9 ՀՀ 2) 
printf "Breakpoint" 
end 
if (Scr & 0x0000003c) == (10 ՀՀ 2) 
printf "Reserved instruction" 
end 
if ($cr & 0x0000003c) == (11 ՀՀ 2) 
printf "Coprocessor unusable" 
end 
if (Scr & 0x0000003c) == (12 ՀՀ 2) 
printf "Arithmetic overflow" 
end 
printf "\n" 


printf " $sr = 08x ", Ssr 
if ($sr & 0xf0000000) 
printf " Cu" 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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if (Ssr & 0x80000000) 


printf "3" 

end 

if ($sr & 0x40000000) 
printf "2" 

end 

if ($sr & 0x20000000) 
print "1" 

end 

if ($sr & 0x10000000) 
printf "0" 

end 


end 

if ($sr & 0x00400000) 
printf " BEV" 

end 

if ($sr & 0x00200000) 
Printi TTS" 

end 

if ($sr & 0x00100000) 
printf " PE" 

end 

if ($sr & 0x00080000) 
printf " CM" 

end 

if ($sr & 0x00040000) 
printf " PZ" 

end 

if $sr ճե 0x0000ff00 
printf " IM" 
if Ssr & 0x00008000 


print’ "ot 
end 
if $sr ճե 0x00004000 
printf "4" 
end 
if $sr ճե 0x00002000 
printf "3" 
end 
if $sr & 0x00001000 
printf "2" 
end 
if Ssr & 0x00000800 
printe “lv 
end 
if Ssr & 0x00000400 
printf "0" 
end 
if $sr ճե 0x00000300 
printf "S" 
if Ssr & 0x00000200 
Printe M e 
end 
if $sr ճե 0x00000100 
printf "0" 
end 
end 
end 
if ($sr & 0x00000030) 
printf "2 
if ($sr & 0x00000020) 
printf "KU" 
end 
if ($sr & 0x00000010) 
printf "IE" 
end 
printf "o" 
end 
if ($sr & 0x0000000c) 
printf " " 
if (Ssr & 0x00000008) 
printf "KU" 


ՄՃՊԿԿՊՊՊՊՊՊԿՎՊ ՊՊՎՊՊՊՎՊՎՊ ANM VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV NOOO ACM NON VV VV VV VV VV VV VV 


end 
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if ($sr & 0x00000004) 
printf "IE" 
end 
printf "p" 
end 
if ($sr & 0x00000003) 
Print "2 
if ($sr & 0x00000002) 
printf "KU" 
end 
if ($sr & 0x00000001) 
printf "IE" 
end 
printf "oT 
end 
printf "\n" 


printf " Spc = %08x\n", Spc 
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# printf " Shi=%08x S$lo=%08x Sbad=%08x $s8=%08x\n", Shi, 5160, Sbad, $s8 


printf " Ա 
x/i Spe - 8 
printf " " 
x/i Spe - 4 
printf " -»" 
x/i Spe 

printf " M 
x/i Spe + 4 
printf " a 
x/i $pc + 8 


end 

document dr 
display registers 
end 


# echo \ si (stepi and dr)\n 
define si 

stepi 

dr 
end 
document si 
stepi and display registers (dr) 
end 


# echo \ ni (nexti and dr)\n 
define ni 

nexti 

dr 
end 
document ni 
nexti and display registers (dr) 
end 


Toby Hutton wrote: 


VVVVVVVVVVV VV 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> writes: 

> 

If some kind person could take the actual GDB source that was used 
to make the Yaroze PC disc, and just fix it so it "knows about" 
COM2, COM3, and COM4, that would be a very cool thing! 


VV v 


gdb reads a file called .gdbinit at startup, from the current 
directory or your home directory (which is set by DJGPP.BAT, AFAIR). 
Sony supplied a .gdbinit, although under DOS I imagine it's called 
_gdbinit or gdb.ini, which initialises some settings and creates some 
macros specifically for debugging the Yaroze over the serial line. 


Now, I reckon if you can find this file on your system, you should 


Net Yaroze newsgroups message dump.txt Page 
> find that you can configure the default com port in there. 

> 

> You should also be able to specify the com port at the gdb prompt, 

> with a command similar to 'target hss coml', or 'target remote coml'. 
> 

> I haven't used gdb with the Yaroze for a few months, and definitely 

> not for ages under DOS, so this info is off the top of my head where a 
> fuzzy vagueness reigns and may be slightly off target. Hope it helps, 
> though. 

> -- 

> Toby. 
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-—-MESSAGE FILE 16356 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000240 


——MESSAGE FILE 16357 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 


1 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Looking at SCEI web site 

Date: Mon, 13 Jul 1998 13:05:53 -0700 

Organization: Cisco Systems 

Lines: 45 

Message-ID: <35AA68A1.4314C1F8@jps.net> 


References: 


Reply-To: tenchi@jps.net 
NNTP-Posting-Host: dhcp-m-62-247.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


I 


Mailer: Mozilla 4.03 [en] (Win95; U) 


found NJStar to be easier to use than TwinBridge. NJStar also has 


Chinese (both traditional and simplified characters) and Korean 
interpreters. It works not only with Netscape, but with anything in 
Windows (in general)---e.g. you can use Eudora to read Japanese e-mail. 


The package Joshua is talking about is the CJK package. There's 
another one (also for trial download) for writing Asian text. I tried 
the Japanese one and it was very cool. 


e! 


Joshua meeds wrote: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


There is a program called NJWin which will show Japanese fonts in any 
browser without changing any settings - you can find it at 
http://www.njstar.com.au/. It has a free trial you can download. 


Ed Federmeyer wrote: 


Does anyone have a link I can follow to download whatever I need to 
to make my "Netscape Navigator 4.0" show the Japanese web pages at 
SCEI like they were meant to be seen? 


How about the similar thing for "Internet Explorer"? 


VVVVVVVV 


EdF 


ր Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


<35A845D2.7D0C@charlie.cns.iit.edu> <35A84AEB.49455E8@sinclair.net> 
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Mata ne, 


- Թ) suet tenchi@shell.jps.net hae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) see http://www. jps.net/tenchi 


—-MESSAGE FILE 16357 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000241 


—-MESSAGE FILE 16358 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.beginners 

Subject: JOYSTICK FUNCTION 
Date: Fri, 17 Jul 1998 13:03:52 -0400 
Organization: SCEA News Server 

Lines: 19 
Message-ID: <35AF83F8.4DDB67D@accessv.com> 
NNTP-Posting-Host: 41.209.5.199.dialup.accessv.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi! I need some explanation on how the joystick function u_long 
PadRead(void) works. 
Here's the complete function: 


u_long PadRead (void) 
{ 
return (~(* (bb0+3) | *(bb0+2) <<8 | *(bb1 +3) << 16 | * (bb1+2) 
<<24)); 
} 


I understand that this reads the joystick and returns a value equal to 
the button that was pressed as shown in the yellow manual. However I'd 
love it if someone could show me the math behind this with an example. 
ie. if PADLstart (bit 11) is pressed on joystick #1 which should be put 
in the *bb0 pointer. I could spend hours trying to figure this out for 
myself, but I'd really appreciate your help. I know the function works, 
but I make it a habit of understanding the code I use in my programs. 
Thanks! 


—-MESSAGE FILE 16358 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000242 


—--MESSAGE FILE 16359 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: JOYSTICK FUNCTION 

Date: Fri, 17 Jul 1998 11:16:50 -0700 

Organization: Cisco Systems 

Lines: 57 

Message-ID: <35AF9512.8AE0DE7D@jps.net> 

References: <35AF83F8.4DDB67D@accessv.com> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


First of all, you might want to try my pad routine library (other people 
have also written some good ones) instead of using the book's, but it 
works similar: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/padstuff.zip 


(This corrects a #define error in the pad.h file.) 
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Anyways, what happens is that every frame the controller is polled and 
the status stored in a fixed location in memory. The PadRead() just 
references that area. But what it returns is a 32-bit integer which 
looks like this: 


bits: SL mei. 16 15..0 
use: Controllerl Controller2 


The PadRead() just takes the relevant 2 bytes from the 2 controller 
pad status buffers and returns it to you in a form which you can then 
do bit testing on. 


If you want to see what I mean in real-time, you can do what I first 
did: make a simple program that just spits out the bit values to the 
screen or to STDOUT (via printf()). 


So, the defines you see in the Sony demo's pad.h are for controller 1. 
To get the bits for controller 2, just shift the mask over 16 bits to 
the left. 


Confused? Did this help? 


Michael Briere wrote: 

> 

Hi! I need some explanation on how the joystick function u_long 
PadRead(void) works. 

Here's the complete function: 


u_long PadRead (void) 
{ 
return (~(* (bb0+3) | *(bb0+2) <<8 | » (ԵԵԼ +3) ՀՀ 16 | *(bb1+2) 
<<24)); 
} 


I understand that this reads the joystick and returns a value equal to 
the button that was pressed as shown in the yellow manual. However I'd 
love it if someone could show me the math behind this with an example. 
ie. if PADLstart (bit 11) is pressed on joystick #1 which should be put 
in the *bb0 pointer. I could spend hours trying to figure this out for 
myself, but I'd really appreciate your help. I know the function works, 
but I make it a habit of understanding the code I use in my programs. 
Thanks! 


VVVVVVVVVVVVVV VV VV 


Mata ne, es was 

- e! suet tenchi@shell.jps.net hae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) eee http://www. jps.net/tenchi 
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—-MESSAGE FILE 16359 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000243 


——MESSAGE FILE 16360 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 


4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: JOYSTICK FUNCTION 

Date: Fri, 17 Jul 1998 18:57:40 -0400 

Organization: SCEA News Server 

Lines: 74 

Message-ID: <35AFD6E4.6BDB3993@accessv.com> 

References: <35AF83F8.4DDB67D@accessv.com> <35AF9512.8AE0DE7D@jps.net> 
NNTP-Posting-Host: 32.209.5.199.dialup.accessv.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi Elliott! Thanks for your help! I really like your joystick lib as it does 


include the diagonal combinations. I also like your suggestion of using 


printfs to see the math behind this. I am confused though about what you've 
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put in your reply to me and what you have in your padstuff.h header file. 


In your reply you say that controller 1 uses bits 16 to 31 and controller 2 
uses bits 0 to 15, yet in your header file when you assign buttons to bits 
it's the reverse. Am I missing something here? I know I have to do some more 
reading on bitwise operators to get all of this, so I wouldn't be surprised 
if I'm the one who's getting it wrong. I've got to take a good look at your 
padstuff now. Thank you! 


Elliott Lee wrote: 
First of all, you might want to try my pad routine library (other people 


have also written some good ones) instead of using the book's, but it 
works similar: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/padstuff.zip 
(This corrects a #define error in the pad.h file.) 


Anyways, what happens is that every frame the controller is polled and 
the status stored in a fixed location in memory. The PadRead() just 
references that area. But what it returns is a 32-bit integer which 
looks like this: 


bits: 31, s LG 156-20 
use: Controllerl Controller2 


The PadRead() just takes the relevant 2 bytes from the 2 controller 
pad status buffers and returns it to you in a form which you can then 
do bit testing on. 


If you want to see what I mean in real-time, you can do what I first 
did: make a simple program that just spits out the bit values to the 
screen or to STDOUT (via printf()). 

So, the defines you see in the Sony demo's pad.h are for controller 1. 
To get the bits for controller 2, just shift the mask over 16 bits to 
the left. 

Confused? Did this help? 


Michael Briere wrote: 


> 

> Hi! I need some explanation on how the joystick function u_long 

> PadRead(void) works. 

> Here's the complete function: 

> 

> u_long PadRead (void) 

> { 

> return (~(* (bb0+3) | *(bb0+2) <<8 | *(bb1 +3) ՀՀ 16 | * (bb1+2) 

> <<24)); 

> ) 

> 

> I understand that this reads the joystick and returns a value equal to 

> the button that was pressed as shown in the yellow manual. However I'd 

> love it if someone could show me the math behind this with an example. 

> ie. if PADLstart (bit 11) is pressed on joystick #1 which should be put 

> in the *bb0 pointer. I could spend hours trying to figure this out for 

> myself, but I'd really appreciate your help. I know the function works, 

> but I make it a habit of understanding the code I use in my programs. 

> Thanks! 

Mata ne, Z aM e's 

- Թ) sent tenchi@shell.jps.net Vie 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ee http://www. jps.net/tenchi 


tid vrs 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 16360 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000244 
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——MESSAGE FILE 16361 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 


5 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 
Newsgroups: scea.yaroze.beginners 
Subject: Re: JOYSTICK FUNCTION 

Date: Sat, 18 Jul 1998 23:48:36 -0700 
Organization: SCEA News Server 


Lines: 29 


Message-ID: <35B196C4.D8C2330@shell.jps.net> 
References: <35AF83F8.4DDB67D@accessv.com> <35AF9512.8AEODE7D@jps.net> <35AFD6E4.6BD 


B3993@accessv.com> 


NNTP-Posting-Host: svalliap-isdnl.cisco.com 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.05 [en 


Michael Briere wrote: 


Hi Elliott! Thanks for your help! 
include the diagonal combinations. I also 


charset=us-ascii 


7bit 
] (Win95; U) 


VVVVVVVVV VV 


padstuff now. Thank you! 


printfs to see the math behind this. I am 
put in your reply to me and what you have in your padstuff.h header file. 


I really like your joystick lib as it does 


like your suggestion of using 
confused though about what you've 


In your reply you say that controller 1 uses bits 16 to 31 and controller 2 
uses bits 0 to 15, yet in your header file when you assign buttons to bits 
it's the reverse. Am I missing something here? I know I have to do some more 
reading on bitwise operators to get all of this, so I wouldn't be surprised 


if I'm the one who's getting it wrong. I've got to take a good look at your 


Oh...hehehe... I've not been getting much sleep lately due to other 
I goofed in my example. Whatever is in the 
padstuff.h is correct---I know this because I use it all the time. The 


projects but you're right, 


lower 16 bits should be controller 1. 


you 


Shift the #defines left 16 and 


got controller 2. ^_^ (I think I mislabled them because I wrote the 


bits 


in MSB on the left but was thinking "controller 1 then controller 2".) 


*yawn* 


(Protocol) say. AG 
(Tenchikun) Se 


tenchi@shel]l 
iD -/- ACS -/- pH] 


l.jps.net 
luid -/- Yaroze 


http://www. jps.net/tenchi 


—-MESSAGE FILE 16361 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000245 


——MESSAGE FILE 16362 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 


6 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Michael Briere <mikey@accessv.com> 
Newsgroups: scea.yaroze.beginners 
Subject: Re: JOYSTICK FUNCTION 


Date: Sun, 19 Jul 1998 21: 
Organization: SCEA News Se 
Lines: 39 

Message-ID: <35B29E5F .EB2D 


References: <35AF83F8.4DDB67D@accessv.com> <35AF9512.8AE0DE7D@jps.net> <35AFD6E4. 6! 


33:20 -0400 
rver 


1284@accessv.com> 


B3993@accessv.com> <35B196C4.D8C2330@shell.jps.net> 


NNTP-Posting-Host: 30.209.135.84.dialup.accessv.com 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.04 [en 


charset=us-ascii 
7bit 
(Win95; I) 


That's allright! Thanks again for all your help. I'm starting to get a good feel 


for it with your help. As 


I've said before. 


I really want to understand everything 


that's going on in the program and not just copy chunks of code because I know the 


code works. :) 
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Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 16:29:30 -0600 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <34FF2749.542A67DA@ix.netcom. com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> 

NNTP-Posting-Host: dgr-ill-08.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:476 scee.yaroze.freetalk.english: 
432 


Joshua Meeds wrote: 


I wish I had the money to get a nice 3d modeller, if I got one, I 
would 
probably get Truespace 3 - it is very powerful, and easy to work with. 


> 
> 
> 
> 
> I haven't tried it in the full version, but I heard that it offers 

> export straight into RSD format (and TIM). 

I keep reading about TrueSpace 3's supposed RSD and TIM support. I've 
downloaded the demo, which is very good, but it does not mention support 
for these formats. If TrueSpace actually supports these formats, I'll 
buy the thing in a second, seeing as how it costs about the same as 3D 
Studio R4 would cost if bought along with the Yaroze. 


Does anyone have any solid proof that these formats are supported? 
Manny Najera 


—-MESSAGE FILE 1729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00432 


-—-MESSAGE FILE 1730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000433 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 21:49:55 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34fflb7d.962222@news.scea.sony.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> 

NNTP-Posting-Host: client-120-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:477 scee.yaroze.freetalk.english: 
433 


>Does anyone have any solid proof that these formats are supported? 
Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 
can be saved directly in TMD format. As for Tims, nope. 2D rendering 
formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 
-Matt 
--MESSAGE FILE 1730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00433 


--MESSAGE FILE 1731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000434 
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Elliott Lee wrote: 


Michael Briere wrote: 

Hi Elliott! Thanks for your help! I really like your joystick lib as it does 
include the diagonal combinations. I also like your suggestion of using 
printfs to see the math behind this. I am confused though about what you've 
put in your reply to me and what you have in your padstuff.h header file. 


In your reply you say that controller 1 uses bits 16 to 31 and controller 2 
uses bits 0 to 15, yet in your header file when you assign buttons to bits 
it's the reverse. Am I missing something here? I know I have to do some more 
reading on bitwise operators to get all of this, so I wouldn't be surprised 
if I'm the one who's getting it wrong. I've got to take a good look at your 
padstuff now. Thank you! 


VVVVVVVVV VV 


Oh...hehehe... I've not been getting much sleep lately due to other 
projects but you're right, I goofed in my example. Whatever is in the 
padstuff.h is correct---I know this because I use it all the time. The 
lower 16 bits should be controller 1. Shift the #defines left 16 and 
you 

got controller 2. ^_^ (I think I mislabled them because I wrote the 
bits 

in MSB on the left but was thinking "controller 1 then controller 2".) 


*yawn* 

Mata ne, Հ aa 

- e! Sua tenchi@shell.jps.net wees 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) tees http://www. jps.net/tenchi 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 16362 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000246 


—-MESSAGE FILE 16363 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 
7 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: TIM wont display...<sigh> 

Date: Thu, 23 Jul 1998 13:40:06 -0400 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <35B77576.C673EB97@cobite.com> 

References: <3576AF13.CD9D11C8@cobite.com> <3576C9F2.BD90C96A@netmagic.net> 
NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (X11; I; Linux 2.0.33 1586) 

X-Accept—-Language: en 


Elliott Lee wrote: 

> 

> There are 2 possible problems with what you have: 

> 

> — your image is 400x300. The maximum TIM size is 
> 256x256, no matter what the pixel depth is. So 
> you'd have to break up your TIM into 4 separate 
> sprites. 

> 

> - you may have a problem with your sprite loading 
> routine. I can't be sure 'cuz I don't have my 
> Yaroze at work :P Try the attached sprite 

> loader that I use. Easy to set up and it has 

> been tested to work. :) 

> 


Well after all this time of frustration (2 months???) I finally figured 
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this one out. Hadnt set the r,g, and b values for brightness in GsSPRITE 
so I got a black square cuz the brightness factor was set to zero. 


And I call myself a professional programmer??? Someone shoot me 
please... 


At least I'm happy this thing finally works and I can try and do 
something a little more complicated. 


Btw thanks Elliott way back when for tryin to help, gave me the 
inspiration to start doing a convenience lib for myself in the same 
style as yours. 


Craig, feeling like an utter smeghead. 
—-MESSAGE FILE 16363 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000247 


—-MESSAGE FILE 16364 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 
8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.beginners 

Subject: MAKING LIBS 

Date: Fri, 24 Jul 1998 20:45:55 -0400 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <35B92AC3.8287CCA3@accessv.com> 

NNTP-Posting-Host: 77.209.5.199.dialup.accessv.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Anyone ever made their own libs with ar.exe? I need some help as there 
are no docs on how to do this. 


—-MESSAGE FILE 16364 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000248 


—-MESSAGE FILE 16365 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000024 
9 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: MAKING LIBS 

Date: 25 Jul 1998 10:44:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <Olbdb7b8$ef0cc960Sf30b0a0a@Angelal.intelligent-—group. com> 
References: <35B92AC3.8287CCA3@accessv.com> 

NNTP-Posting-Host: d2-s12-115-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Michael Briere <mikey@accessv.com> wrote in article 
<35B92AC3.8287CCA3@accessv.com>... 

> Anyone ever made their own libs with ar.exe? I need some help as there 
> are no docs on how to do this. 


I did. The GNU version of ARS is built as a lib. 


Cann't remember the command line, but it's standard GNU ar so just look at 
the GNU docs on it... 


Craig. 
—-MESSAGE FILE 16365 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000249 


—-MESSAGE FILE 16366 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
0 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
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Newsgroups: 
Subject: Re: 
Date: 27 Jul 
Organization: 
Lines: 19 
Sender: thutt 
Message-ID: < 
References: < 


s 


Page 11063 
cea.yaroze.beginners 

MAKING LIBS 

1998 13:24:38 +1000 


PlayStation Net Yaroze (SCEE) 
on@TECH10 
uww907z7t.fsf@cybec.com.au> 


35] 


B92AC3.8287CCA3@accessv.com> 


<Olbdb7b8Sef0cc960SF30b0a0a@Angelal.intelligent-—group.com> 


NNTP-Posting- 
X-Newsreader: 


Host: 203.103.154.235 
Gnus v5.3/Emacs 19.34 


"Craig Graham" <c_graham@hinge.mistral.co.uk> writes: 


> Michael Bri 


<35B92AC3.8 


> are no do 


I did. The 


Cann't reme 
the GNU doc 


VVVVVVV N 


The simplest 


ar -r libmyli 


This will add the object files to the library if they don't exist, 


replace them 


Toby. 


ere <mikey@accessv.com> wrote in article 
287CCA3@accessv.com>... 


> Anyone ever made their own libs with ar.exe? I need some help as there 


cs on how to do this. 
GNU version of ARS is built as a lib. 


mber the command line, 
S On Itere 


but it's standard GNU ar so just look at 


way to use ar is with just -r. 
b.a myobjl.o myobj2.0... 


or 
if they do. 


—-MESSAGE FILE 16366 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000250 


—-MESSAGE FILE 16367 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 


1 

Path: 

From: Michael 
Newsgroups: s 
Subject: Re: 
Date: Mon, 27 
Organization: 
Lines: 28 
Message-ID: < 
References: < 


t.fsf@cybec.c 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
Content-Trans 
X-Mailer: Moz 


Thank you so 
interested in 


chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


Briere <mikey@accessv.com> 
cea.yaroze.beginners 
MAKING LIBS 
Jul 1998 20:54:36 
SCEA News Server 


-0400 


35BD214B.B6126145@accessv.com> 

35B92AC3.8287CCA3@accessv. com> 
<Olbdb7b8Sef0cc960SF30b0a0a@Angelal.intelligent-group.com> <uww907z7 

om. au> 


Host: 96.209.5.199.dialup.accessv.com 
1.0 
text/plain; charset=us-ascii 
fer-Encoding: 7bit 
illa 4.04 [en] (Win95; I) 
much both! I'm sure this will probably help others who may be 
doing this too!! 
Michael 


Toby Hutton wrote: 


> "Craig Grah 
Michael B 
<35B92AC3 
> Anyone 
> are no 


v 


I did. Th 


Cann't re 


VVVVVVVV 


The simples 


VVVVVVVVVV VV V 


ar -r libmy 


am" <c_graham@hinge.mistral.co.uk> writes: 

riere <mikey@accessv.com> wrote in article 
.8287CCA3@accessv.com>... 

ever made their own libs with ar.exe? I need some help as there 
docs on how to do this. 


e GNU version of ARS is built as a lib. 


member the command line, but it's standard GNU ar so just look at 


the GNU docs on it... 


t way to use ar is with just -r. 


lib.a myobjl.o myobj2.0... 
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> 

> This will add the object files to the library if they don't exist, or 
> replace them if they do. 

> -- 

> Toby. 


—-MESSAGE FILE 16367 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000251 


—-MESSAGE FILE 16368 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jay Ayres <PennyA@cris.com> 

Newsgroups: scea.yaroze.beginners 

Subject: PsCommUtil Connection Problem 

Date: Thu, 30 Jul 1998 17:05:09 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35C0OE005.CO2EFEC6@cris.com> 

Reply-To: PennyA@concentric.net 

NNTP-Posting-Host: ts001d10.per-md.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


If anyone could help me with the following problem I would greatly 
appreciate it: 


I've been having problems getting PsCommUtil to connect with my Yaroze, 
and I can't figure out what the problem is. 

I have confirmed in the BIOS that my serial port corresponds to COM1, 
and the console bootup screen says "TERMINAL SPEED 9600 BPS", yet when I 
connect via COM1 with the boot speed at 9600 BPS it does not connect. 
Does anyone have any suggestions as to what my problem is? 


Jay Ayres 


-—-MESSAGE FILE 16368 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000252 


—-MESSAGE FILE 16369 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 09:07:59 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: d122.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:89 scea.yaroze.beginners:253 scea 
.yaroze.freetalk:874 scee.yaroze.freetalk.english:1875 


I would like to propose that we move our chat sessions to 


http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
room would allow the SCEE members to join the chat sessions, although it 
would be rather late.. I have no idea how many coders sleep. (Me not being 


one of them) 


I also think that this is a better chat room.. Once you set it to Float. 
Let me know what you guys think. 
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BTW the chat room was originally set up by Mr Frosty, I just thought I would 
open it to all, considering that there are quite a few SCEA guys that don't 
have access to the SCEE server. 


Regards, 


Jeff Lawton (aka Zark Wizard) / Nemesis 
—-MESSAGE FILE 16369 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000253 


—--MESSAGE FILE 16370 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 16:14:40 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35DDD530.3E070299@bigfoot.com> 

References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: 88.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:91 scea.yaroze.beginners:254 scea 
-yaroze.freetalk:876 scee.yaroze.freetalk.english:1889 


Jeff Lawton wrote: 


> 

> I would like to propose that we move our chat sessions to 

> 

> http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
> room would allow the SCEE members to join the chat sessions, although it 

> would be rather late.. I have no idea how many coders sleep. (Me not being 
> 


one of them) 


Cool. I'll check it out tonight. I haven't attended any saturday night 
yaroze chat yet, mainly because by the time I remember, it's 11:00pm! 


> BTW the chat room was originally set up by Mr Frosty, I just thought I would 
> open it to all, considering that there are quite a few SCEA guys that don't 
> have access to the SCEE server. 


Heh. Yeah. 
--MESSAGE FILE 16370 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000254 


—-MESSAGE FILE 16371 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
5 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 22 Aug 1998 20:03:04 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <35d£239e.1564110@205.149.189.29> 

References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:92 scea.yaroze.beginners:255 scea 
.yaroze.freetalk:881 scee.yaroze.freetalk.english:1895 


Net Yaroze newsgroups message dump.txt Page 11066 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I would like to propose that we move our chat sessions to 


> 
>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 
>one of them) 

> 

>I also think that this is a better chat room.. Once you set it to Float. 
>Let me know what you guys think. 

> 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>open it to all, considering that there are quite a few SCEA guys that don't 
>have access to the SCEE server. 

> 

>Regards, 

> 

>Jeff Lawton (aka Zark Wizard) / Nemesis 

> 


—-MESSAGE FILE 16371 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000255 


—-MESSAGE FILE 16372 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
6 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 16:50:30 +0100 

Organization: The Hex Heroes 

Lines: 17 

Message-ID: <35E18BC6.6CDF@writeme.com> 

References: <6rjulg$lqhl@scea> <35df£239e.1564110@205.149.189.29> 

NNTP-Posting-Host: at14-033.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:256 scea.yaroze.freetalk:886 sce 
e.yaroze.freetalk.english:1924 


Mario Perdue wrote: 
> 
> The problem with having the chat in a public area is you would have to 
> restrict your discussions. 

> 

> Mario 


Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 
there are any SCEA members who would like to host the Chat-Room on a 
secure page, then I'd feel a bit happier about it - indeed, I'd be 
fairly happy for anyone to post the code on their secure page, if I 
could be persuaded which of the two chat-rooms I've registered for (Chat 
Planet, Xoom) is the better option. Suggestions? 


James (mrfrosty) 
—-MESSAGE FILE 16372 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000256 


—-MESSAGE FILE 16373 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
7 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
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Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 16:51:47 +0100 

Organization: The Hex Heroes 

Lines: 4 

Message-ID: <35E18C13.4398@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme . com> 

NNTP-Posting-Host: atl4-033.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:257 scea.yaroze.freetalk:887 sce 
e.yaroze.freetalk.english:1925 


As a side issue, why can't I post to scea.announce, like the rest of 
this thread (hrmmph!) 


James. 
--MESSAGE FILE 16373 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000257 


——MESSAGE FILE 16374 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
8 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scea.yaroze.beginners,scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: 24 Aug 1998 20:24:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bdcf9csš8f08ac40S026f6f6f@two> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme . com> 

NNTP-Posting-Host: 195.171.230.83 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:258 scea.yaroze.freetalk:888 sce 
e.yaroze.freetalk.english:1928 


Sorry James I'm a bit confused does this mean that the chat room isn't 
accessible by anyone, it's just -heavenly body- dropped by during a 
discussion the other night ? 


Pete. 


|| Death is a non-maskable interrupt || 


Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 


James (mrfrosty) 


VVVVVVV 


—-MESSAGE FILE 16374 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000258 


—-MESSAGE FILE 16375 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000025 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 21:54:54 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <35ele0ff.34276498@205.149.189.29> 

References: <6rjulgSlgqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <35E18C13.4398@writeme.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:259 scea.yaroze.freetalk:889 sce 
e.yaroze.freetalk.english:1929 


Good question. I thought it was an open message base like all the 
others. I'll look into it. 


Mario 


On Mon, 24 Aug 1998 16:51:47 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 


>As a side issue, why can't I post to scea.announce, like the rest of 
>this thread (hrmmph!) 

> 

>James. 


—-MESSAGE FILE 16375 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000259 


—-MESSAGE FILE 16376 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
0 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Chat Room consensus 

Date: Tue, 25 Aug 1998 15:55:45 +0100 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <35E2D071.65FD@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9c$8f08ac40S026f6f6f@two> 

NNTP-Posting-Host: at15-020.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:260 scea.yaroze.freetalk:891 sce 
e.yaroze.freetalk.english:1941 


Peter Dollochan wrote: 


> Sorry James I'm a bit confused does this mean that the chat room isn't 
> accessible by anyone, it's just -heavenly body- dropped by during a 
> discussion the other night ? 


Yep, the Chat Room /is/ accessible to anyone, which is why I wanted to 
keep the Java code away from public pages. The Xoom chat-room (the one 
that used to be the main one) was my personal favourite and seemed to be 
pretty secure. The Chat-Planet organisation (currently hosting the 
available chat room) has the dubious advantage that members from other 
chat-rooms are able to duck in on yours if there is someone in there. 
Perhaps fairly predictably, most of the other frequently visited chat 
pages concern Busty Brenda's house of Sin and other such niceties - 
though I'm not entirely sure whether "heavenly body' would get off on 
Chat-Yaroze... 


The Xoom Chatroom, I believe, is not advertised publicly and not 
accessible publicly without the relevant bit of Java code. Did people 
have a problem with the Xoom one, but not the Earthweb one? If not, I'd 
like to bring that back and keep it away from public servers. 


James. 
—-MESSAGE FILE 16376 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000260 


——MESSAGE FILE 16377 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
1 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
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Subject: Re: Chat Room consensus 

Date: 25 Aug 1998 18:21:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <01bdd054S998b10a0S026f6f6fetwo> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9cS8f08ac40S026f6f6f@two> <35E2D071.65FD@writeme. com> 
NNTP-Posting-Host: host5-99-44-26.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:261 scea.yaroze.freetalk:892 sce 
e.yaroze.freetalk.english:1947 


Hi James, 


The only prob was most of the names (common ones) were 
already being used(so you had probs logging on) but if you 
put your proper name in the description field when logging 
on the info was just a click away so i suppose... 

bring back the old one :) 


Pete. 


|| Death is a non-maskable interrupt | | 


James Rutherford <hexheroes@writeme.com> wrote in article 
<35E2D071.65FD@writeme.com>... 
> Peter Dollochan wrote: 


> Sorry James I'm a bit confused does this mean that the chat room isn't 
> accessible by anyone, it's just -heavenly body- dropped by during a 
> discussion the other night ? 


Yep, the Chat Room /is/ accessible to anyone, which is why I wanted to 
keep the Java code away from public pages. The Xoom chat-room (the one 
that used to be the main one) was my personal favourite and seemed to be 
pretty secure. The Chat-Planet organisation (currently hosting the 
available chat room) has the dubious advantage that members from other 
chat-rooms are able to duck in on yours if there is someone in there. 
Perhaps fairly predictably, most of the other frequently visited chat 
pages concern Busty Brenda's house of Sin and other such niceties - 
though I'm not entirely sure whether "heavenly body' would get off on 
Chat-Yaroze... 


The Xoom Chatroom, I believe, is not advertised publicly and not 
accessible publicly without the relevant bit of Java code. Did people 
have a problem with the Xoom one, but not the Earthweb one? If not, I'd 
like to bring that back and keep it away from public servers. 


James. 


VVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 16377 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000261 


—-MESSAGE FILE 16378 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
2 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Chat Room consensus 

Date: Wed, 26 Aug 1998 13:51:13 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35E404C1.3D4F@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9cS8f08ac40S026f6f6f@two> <35E2D071.65FD@writeme.com> <01bdd054$998b 
10a0S026f6f6f@two> 

NNTP-Posting-Host: at15-072.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:262 scea.yaroze.freetalk:893 sce 
e.yaroze.freetalk.english:1955 
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Peter Dollochan wrote: 


> bring back the old one :) 


I'm with that - anybody else. 
Views on chat times? 


Suggestions? 


James. 
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—-MESSAGE FILE 16378 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000262 


—-MESSAGE FILE 16379 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 


3 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <support@accelerationsw.com> 
Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 
Date: Sat, 29 Aug 1998 14:28:58 +0000 
Organization: SCEA News Server 


Lines: 46 


Message-ID: <35E8102A.B8746DB2@accelerationsw.com> 
References: <6rjulg$lqhl@scea> <35df£239e.1564110@205.149.189.29> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce: 
.yaroze.freetalk:894 scee.yaroze.freetalk.english:2 


Plus, having a 
people show up 


95 scea.yaroze.beginners:263 scea 
004 


new area will just confuse people and make less SCEA 


(and few enough show up as it is). 


We should stick to 


the auditorium because it has been done that way always (both these 
reasons are why we never moved it to a real IRC chat room, which is much 
more user friendly than the auditorium). 


Mario Perdue wrote: 


Mario 


> 


>Let me know 
> 


>have access 
> 

>Regards, 

> 

>Jeff Lawton 
> 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 


>open it to all, 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>one of them) 


>I also think that this is a better chat room.. 


what you guys think. 


to the SCEE server. 


(aka Zark Wizard) / Nemesis 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 


-=UDIC=- 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


>I would like to propose that we move our chat sessions to 


> 

>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 


Once you set it to Float. 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
considering that there are quite a few SCEA guys that don't 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 21:53:15 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <34ffleb4.1785285@news.scea.sony.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9BI@sinclair.net> <6de361S$g2d1l6@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> 

NNTP-Posting-Host: client-120-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:478 scee.yaroze.freetalk.english: 
434 


>Does anyone have any solid proof that these formats are supported? 


Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 
can be saved directly in TMD format. As for Tims, nope. 2D rendering 
formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 


-Matt 


--MESSAGE FILE 1731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00434 


--MESSAGE FILE 1732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000435 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 21:39:48 -0600 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34FF7003.5FA03AA8@ix.netcom.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361S$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> <34ff1b7d.962222@news.scea.son 
y.com> 

NNTP-Posting-Host: dgr-ill-03.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:479 scee.yaroze.freetalk.english: 
435 


Matthew Hulett wrote: 
>Does anyone have any solid proof that these formats are supported? 
Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 


can be saved directly in TMD format. As for Tims, nope. 2D rendering 


> 
> 
> 
> 
> 
> formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 


Does TS3 have a format that would provide a reasonable interface for 
movement and soforth? 


Manny Najera 
—-MESSAGE FILE 1732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00435 


—-MESSAGE FILE 1733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000436 
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We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 16379 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000263 


—-MESSAGE FILE 16380 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 23:11:01 GMT 

Organization: L4 Software 

Lines: 46 

Message-ID: <35e88a2c.13761044@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:96 scea.yaroze.beginners:264 scea 
-yaroze.freetalk:895 scee.yaroze.freetalk.english:2007 


Also, we should have a new version of the Auditorium running soon 
(Peter is working on it) which will give us new options for chatting. 


Stay tuned, 


Mario 


On Sat, 29 Aug 1998 14:28:58 +0000, Joshua Meeds 
<support@accelerationsw.com> wrote: 


>Plus, having a new area will just confuse people and make less SCEA 
>people show up (and few enough show up as it is). We should stick to 
>the auditorium because it has been done that way always (both these 
>reasons are why we never moved it to a real IRC chat room, which is much 
>more user friendly than the auditorium). 

> 

>Mario Perdue wrote: 

>> 

>> The problem with having the chat in a public area is you would have to 
>> restrict your discussions. 


>> 

>> Mario 

>> 

>> On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 

>> <jlawton@jadetech*NOSPAMERS*.com> wrote: 

>> 

>> >I would like to propose that we move our chat sessions to 

>> > 

>> >http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>> >room would allow the SCEE members to join the chat sessions, although it 

>> >would be rather late.. I have no idea how many coders sleep. (Me not being 
>> >one of them) 

>> > 

>> >I also think that this is a better chat room.. Once you set it to Float. 

>> >Let me know what you guys think. 

>> > 


>> >BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>> >open it to all, considering that there are quite a few SCEA guys that don't 
>> >have access to the SCEE server. 

>> > 

>> >Regards, 

>> > 
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>> >Jeff Lawton (aka Zark Wizard) / Nemesis 
>> > 


—-MESSAGE FILE 16380 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000264 


—-MESSAGE FILE 16381 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
5 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Tue, 01 Sep 1998 13:00:50 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35EBE1F2.2B9A@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: at15-043.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:265 scea.yaroze.freetalk:896 sce 
e.yaroze.freetalk.english:2057 


Joshua Meeds wrote: 


> Plus, having a new area will just confuse people and make less SCEA 
> people show up (and few enough show up as it is). 


Can SCEE Yarozites access the auditorium? 
I've never been able to... 


James. 
—-MESSAGE FILE 16381 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000265 


—-MESSAGE FILE 16382 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Wed, 02 Sep 1998 22:25:16 GMT 

Organization: L4 Software 

Lines: 26 

Message-ID: <35edc3b5.31150231@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> <35EBE1F2.2B9A@writeme.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:266 scea.yaroze.freetalk:899 sce 
e.yaroze.freetalk.english:2102 


James, 


No, you can't at this time. For whatever reason (probably speed), SCEE 
maintains a mirror of the North American site instead of just letting 
you come in directly like we do to theirs. 


I'll talk to the guys here and see if there's anything that can be 
done. I'd like to see some of you guys participating in our chats. Of 
course, we might have to shift the time about a bit to accommodate 
you, but, if we can get you access, that's not a problem. 


Mario 


On Tue, 01 Sep 1998 13:00:50 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 
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>Joshua Meeds wrote: 

> 

>> Plus, having a new area will just confuse people and make less SCEA 
>> people show up (and few enough show up as it is). 

> 

>Can SCEE Yarozites access the auditorium? 

>I've never been able to... 

> 

>James. 


—-MESSAGE FILE 16382 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000266 


—-MESSAGE FILE 16383 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
7 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Thu, 03 Sep 1998 14:58:45 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35EEA094.143C@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> <35EBE1F2.2B9A@writeme.com> <35edc3b5.31150231@205.149.189.29> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:267 scea.yaroze.freetalk:900 sce 
e.yaroze.freetalk.english:2112 


Mario Perdue wrote: 


I'll talk to the guys here and see if there's anything that can be 
done. I'd like to see some of you guys participating in our chats. Of 
course, we might have to shift the time about a bit to accommodate 
you, but, if we can get you access, that's not a problem. 


V V V V 


Cheers Mario, 
That'd be great if you can pull it off. 


James. 
--MESSAGE FILE 16383 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000267 


——MESSAGE FILE 16384 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: 14 yr old Net Yaroze Member! 

Date: Tue, 08 Sep 1998 00:12:06 -0700 

Organization: none 

Lines: 13 

Message-ID: <35F4D8C6.5117@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool003-max13.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


hahhaha hello everyone I ama 14 yr old Net Yaroze member or should I 
say programmer hehehe ! well just to let you know I am alive! and ama 
proud coder!! :) hhe although i am still learning C it is pretty 
difficlult, I do have one question though, what do I write in C code in 
rder to add my own TIM, Midi files etc.. to my program? I don't 
understand what the addresses are? and how do I put an addres on one of 
my files? example of addres: 
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8000x 11122 Hey its not an addres but it looks loke it right? I 

think:) hhehe well goodbye!!!! thanks for reading this ohh and If anyone 

of you have ICQ please add me to your list my ICQ # is 12156523 and my 

nick name is MAD DOG well good bye guess I will go play some Parasite 

eve! 

Chris Ramirez 

—-MESSAGE FILE 16384 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000268 


—-MESSAGE FILE 16385 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000026 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 14 yr old Net Yaroze Member! 

Date: Mon, 14 Sep 1998 12:27:42 -0700 

Organization: Bwahaha 

Lines: 94 

Message-ID: <35FD6E2E.2439D8F9@shell.jps.net> 

References: <35F4D8C6.5117@earthlink.net> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Welcome to the member ranks, Chris. :) 


Chris Ramirez wrote: 
Lhes] 
> proud coder!! :) hhe although i am still learning C it is pretty 
> difficlult, I do have one question though, what do I write in C code in 


Don't make the mistake that several other people have: make sure you 
spend time to learn the basic C fundamentals. Doesn't matter how you do 
it but get a solid foundation. You will definitely need to know: 


- function parameter passing 

- arrays 

- pointers 

— structures and type definitions 


The Yaroze manuals (IMO) are not laid out for easy reading. Your best 
friend there will be the index unless you've read the Reference Guide 
from cover to cover. There's also small errors, I think. If you work 
at it a lot in the afternoons/evenings (maybe a couple of hours or so), 
you should be able to get the fundamentals done in a few weeks while 
still playing with the Yaroze. 


> rder to add my own TIM, Midi files etc.. to my program? I don't 


To add a TIM file, Midi file, "WAD" file (there's a compression 
library out there), you need to add in lines to your SIOCONS batch 
file and then in your C program you need to load the stuff to sound 
RAM or video RAM. 


Download some of the game demos (i.e. the GDUK ones) and check out 
their "auto" or "auto.sio" files. That's how you tell SIOCONS to 
transfer the data off your PC's hard drive to the NY main RAM. Then 
your C program (when it's running) transfers the stuff from NY main 
RAM to the respective other RAM buffers. If you've tinkered with 

PC programming, you could poke video ram with the same pointer you 
use to poke the interrupts table---not so here. Use the functions 
like LoadImage or SsVabTransfer to send the data to different 

RAM. 


Spend time to look at the sample stuff that should have come on 
your PC CD set. 


> understand what the addresses are? and how do I put an addres on one of 
> my files? example of addres: 
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The addresses are listed in hexadecimal notation. In C, a hexadecimal 
number is written: 


OxNUMBER 


where NUMBER is the hex digits. So the following are equivalent: 


256 = 0x100 
257 = 0x101 
266 = 0x10A 
267 = 0x10B 


For the Yaroze memory space, everything is mapped. You're going to 
be dealing with the approx. 1.4 MB stuck between 0x8009000 and 
Ox80leffff. So in the "auto" file you should see things being 
loaded into addresses that fit within that range. 


And, no, "800x111XX" does not look right. 


8000x 11122 Hey its not an addres but it looks loke it right? I 
think:) hhehe well goodbye!!!! thanks for reading this ohh and If anyone 
of you have ICQ please add me to your list my ICQ # is 12156523 and my 
nick name is MAD DOG well good bye guess I will go play some Parasite 
eve! 

Chris Ramirez 


Biggest advice at the moment: download some good games with source 
code. (Ones that aren't too big because they'll take less time to 
download.) Compile them and download them. Tweak parts of the code, 
recompile, download, and run. See what changed. See how playing with 
attributes affects things. Rinse, repeat. :P You'll get a good feel 
for how minor effects will change the look/feel of stuff. 


Definitely don't try to go out and write your own video loop the first 
time. It's tricky and you're better off using the bouncing ball demo 

as a base and tweaking that. When you've gotten a little more experienced 
you'll find interesting ways of doing stuff. 


Anyways, I hope this gets you started. Post a message to the 
appropriate groups (e.g. don't ask sound questions on a 3D group) or 


write us e-mail. Welcome aboard... ^_^ 

Mata ne, Save «2-2 

- e! Ա tenchi@shell.jps.net nong 
(Protocol) :: ճՇ10 -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) gti http://www. jps.net/tenchi 


—-MESSAGE FILE 16385 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners 


—-MESSAGE FILE 16386 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginne 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scea.yaroze.beginners 

Subject: please help me!!!! 

Date: Wed, 09 Sep 1998 20:12:50 -0700 

Organization: none 

Lines: 10 

Message-ID: <35F743B2.14D4@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool013-max10.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


help ոՀ I am chris ramirez the 14 yr old net yaroze member :) and I am 
having problems with this file thing- ok here it is I downlaoded this 
tutorial and it is telling me to download a tim-sprite image into an 
addres like 0x800f8000, the thing I do not understand is what is the 
deal with an addres like that. How do I download an image-tim file into 
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/00000269 


ԷՏ/0000027 
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an adres like that? hmm?. please I would really like any help I can get 

:) please please please I beg any one!!! 

well thank you for reading this message 

Chris Ramirez 

p.S thank you once more :) 

—-MESSAGE FILE 16386 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000270 


—-MESSAGE FILE 16387 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
1 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 07:52:06 -0400 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: 255.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:99 scea.yaroze.beginners:271 scea 
.yaroze.freetalk:930 scee.yaroze.freetalk.english:2323 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


Ւ Ի Ի ԶՓՕ-ՀՓ(ՈԱԻ ՍԹԽԹԻԾԲ 


N a O — — — — — — — — — 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 
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I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


"Darco 
-—-MESSAGE FILE 16387 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000271 


—--MESSAGE FILE 16388 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
2 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 14:28:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 
Message-ID: <35FE6B8E.DB23B00D@ndirect.co.uk> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-20.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:272 scee.yaroze.freetalk.english 
12325 


Darco wrote: 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


Vo w N N 


Good move. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


VVVVVVVV 


Also a good move. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


) Hardware diagrams and explanations 

) The PlayStation address space (An explanation of) 
) Memory Management 

) A Glossary 

) Using GCC effectively 

) Using CodeWarrior effectively 

) How to use MAKE 

) Ordering tables 

) Logical code layout (Tips for making readable and modular code) 
0) Your first yaroze program 

1) An explanation of VRAM 

2) Working with VRAM 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


VVVVVVVVVVVVVVV VV VV VV VV 
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The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


VVVVVVVVV VV 


H 


'm in total agreement. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


> 
> 
> 
> But anyway, any input would be greatly appreciated. 
> 
> 


'Darco 


Collision detection seems to be a tricky area for the newbies. Not so much 
the detection itself, but what to do when a collision has been detected. 


Herbs 
--MESSAGE FILE 16388 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000272 


——MESSAGE FILE 16389 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
3 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 15:05:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35FE7411.D55A7BD4@easynet.co.uk> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:273 scee.yaroze.freetalk.english 
$2327 


Alex Herbert wrote: 


Collision detection seems to be a tricky area for the newbies. Not so much 
the detection itself, but what to do when a collision has been detected. 


VV V V V V 


That's me, that is. It's funny how you get a mental block about some things. In 
my 2D game I knocked out the scrolling algorithm, car physics (acceleration, 
braking, reversing, turning, skidding, terrain resistance) in no time, but the 
collision stuff just has me stumped. I've got the car's collision rect rotating 
correctly with the car (2D matrix transforms), so in principle I can do almost 
pixel perfect collisions, but my collision routine just won't do the business 
(car sticks to boundary, car gets stuck in a collision loop, back and forth, 
car drives over boundary etc). 


Phil 
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—-MESSAGE FILE 16389 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000273 


—-MESSAGE FILE 16390 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
4 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 17:50:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35FE9AE9.5F49EFCD@ndirect.co.uk> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> <35FE7 
411.D55A7BD4@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-09.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:274 scee.yaroze.freetalk.english 
22329 


Phil Gooch wrote: 


Alex Herbert wrote: 


Collision detection seems to be a tricky area for the newbies. Not so much 
the detection itself, but what to do when a collision has been detected. 


V V V V V V 


That's me, that is. It's funny how you get a mental block about some things. In 
my 2D game I knocked out the scrolling algorithm, car physics (acceleration, 
braking, reversing, turning, skidding, terrain resistance) in no time, but the 
collision stuff just has me stumped. I've got the car's collision rect rotating 
correctly with the car (2D matrix transforms), so in principle I can do almost 
pixel perfect collisions, but my collision routine just won't do the business 
(car sticks to boundary, car gets stuck in a collision loop, back and forth, 
car drives over boundary etc). 


VVVVVVVVVVVVVVV VV VV 


Phil 


Try undoing the movement which caused the collision, and these problems usually go 
away. Maybe I should explain that better. For a 2D example, lets assume you have 
the co-ords of the object (x and y) and it's velocities (vx and vy). Now, if each 
frame you are adding vx to x, and vy to y, then as soon as you detect a collision, 
you could subtract vx from x and, vy from y. This effectively means that the 
collision never happened, and the problems you are talking about don't happen. 
(Make sure you do this before your matrix transforms etc.) It's not necessarily 
the best way to do things, but it is a simple fix which I've used numerous times in 
the past. 


Herbs 


—-MESSAGE FILE 16390 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000274 


——MESSAGE FILE 16391 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
5 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: please help me!!!! 

Date: Tue, 15 Sep 1998 13:30:32 -0700 

Organization: Bwahaha 


Net Yaroze newsgroups message dump.txt 


Lines: 70 

Message-ID: <35FECE68.929DB224@shell.jps.net> 
References: <35F743B2.14D4@earthlink.net> 
Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Chris Ramirez wrote: 


help me< I am chris ramirez the 14 yr old net yaroze member :) and I am 
having problems with this file thing- ok here it is I downlaoded this 
tutorial and it is telling me to download a tim-sprite image into an 
addres like 0x800f8000, the thing I do not understand is what is the 
deal with an addres like that. How do I download an image-tim file into 
an adres like that? hmm?. please I would really like any help I can get 
:) please please please I beg any one!!! 

well thank you for reading this message 

Chris Ramirez 

p.S thank you once more :) 


VVVVVVVVV VV 


Not sure what you mean by "what is the deal with an address like that"? 


Remember that the tool you use (if not using CodeWarrior) to transfer 
data from the PC to the Yaroze is called SIOCONS and should be in your 
PSX\BIN directory. SIOCONS uses a batch file to tell it what file to 
get from your PC's HDD and where to stick it in Yaroze RAM. So... 


1) Make sure that SIOCONS runs. Type "siocons" in a DOS prompt 
window. After pressing Enter a couple of times, you should 
get a ">>" prompt. That's your cue that you're talking to 
Yaroze---yes, the Yaroze sends back terminal chars. That's 
also why you should have the ANSI.SYS loaded in your 
CONFIG.SYS file. Exit SIOCONS. 


2) Make sure that you have a batch file around. Not the DOS 
batch file, but the SIOCONS batch file. They usually go 
with names like "auto" or "auto.sio", or something like 
that. At least one line in the batch file should look like: 


local dload <file> <address> 


local dload mytim.tim 80088000 


Remember that the addresses are 8 HEX digits in length 
without that "0x" stuff at the front. (In C, you have 
to tell the computer you're using a hex number by 
telling it 0x800f8000.) 


3) Make sure that the mytim.tim (or whatever your TIM file is 
called) exists in the current directory. Chances are, 
your TIM file will be in the same directory as the 


code file (which may be something ".PSXK", ".PSE"....). 


OK. That's the setup. That makes sure that everything's in 
their right place. Now, just run: 


siocons auto 
(If your batch file isn't named "auto", substitute it there.) 
You should see stuff in the DOS window about how it's 
downloading stuff from the PC to the Yaroze, and your Yaroze 


should show you on your TV pretty much the same---there's a 
little more info like the checksum... 


Try this, and if you still need help, reply to this thread. 


- e! 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Fri, 06 Mar 1998 00:00:00 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34f£3269.6831097@news.scea.sony.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d1l6@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> <34ff1lb7d.962222@news.scea.son 
y.com> <34FF7003.5FA03AA8@ix.netcom. com> 

NNTP-Posting-Host: client-120-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:480 scee.yaroze.freetalk.english: 
436 


>Does TS3 have a format that would provide a reasonable interface for 
>movement and soforth? 


I was just exploring TS3 to double-check my answer. Now, go 
figure, my user-guide does not mention TIMs as a valid file format, 
but I notice that if I choose the option "Render Scene to File", TIM 
is offered as a format to save in. If you choose "Save Object as..." 
or "Save Scene as...", TIM is not offered. How strange that the 
section on 2D rendering formats does not mention this... I am 
double-checking, and it just is not mentioned... Thanks, I learned 
something new and important. I just did a quick experiment, and it 
will save a scene in TIM format. 

As for the new question, hopefully someone who is an artist will 
chime in, I am not sure what you are asking. Are you asking me if 
creating animations is convienent, are you asking about creating 
people or objects in motion, or are you asking for a list of 3D file 
formats that are supported? 


-Matt 


--MESSAGE FILE 1733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00436 


--MESSAGE FILE 1734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000437 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Dual Shock Pad 

Date: Fri, 06 Mar 1998 16:12:22 +0000 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <35002066.3761@writeme.com> 
NNTP-Posting-Host: at14-009.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi All, 


A friend of mine is travelling to an SCEI territory and has very kindly 
offered to bring back a Dual Shock pad for me. 


However, I am a bit worried by a second-hand rumour which suggests that 
the pad might cause a power overload and frazzle my machine. 

Does anyone know if the pad is compatible? (I reckon it must be...) 

And more importantly whether my machine is covered for damage from an 
‘unofficial' official peripheral? 


Cheers, 


James (~mrfrosty). 
—-MESSAGE FILE 1734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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Mata ne, 


- Թ) suet tenchi@shell.jps.net hae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) see http://www. jps.net/tenchi 


—-MESSAGE FILE 16391 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000275 


——MESSAGE FILE 16392 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 13:32:26 -0700 

Organization: Bwahaha 
Lines: 35 

Message-ID: <35FECEDA. 919F3373@shell.jps.net> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> <35FE7 
411.D55A7BD4@easynet.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:276 scee.yaroze.freetalk.english 
£2331 


If that bounding box is giving you major problems, do a single-point 
collision detection for now. Check only the center of the object 

to see if it collided with something. If you get that working, it's 
pretty easy to extend that to N number of points... 


- e! 
hil Gooch wrote: 
Alex Herbert wrote: 
> 
> 
> Collision detection seems to be a tricky area for the newbies. Not so much 
> the detection itself, but what to do when a collision has been detected. 
> 
> 


That's me, that is. It's funny how you get a mental block about some things. In 
my 2D game I knocked out the scrolling algorithm, car physics (acceleration, 
braking, reversing, turning, skidding, terrain resistance) in no time, but the 
collision stuff just has me stumped. I've got the car's collision rect rotating 
correctly with the car (2D matrix transforms), so in principle I can do almost 
pixel perfect collisions, but my collision routine just won't do the business 
(car sticks to boundary, car gets stuck in a collision loop, back and forth, 
car drives over boundary etc). 


VVVVVVVVVVV VV VV VV VV VD 


Phil 

Mata ne, iS Հ 

- e! Sic tenchi@shell.jps.net ves 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) i http://www.jps.net/tenchi 


--MESSAGE FILE 16392 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000276 


——MESSAGE FILE 16393 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 
7 

Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scea.yaroze.beginners 
Subject: Re: TIM wont display...<sigh> 
Date: Wed, 16 Sep 1998 23:24:22 -0500 
Organization: Wooden Tulip Ltd. 

Lines: 34 
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Message-ID: <skennedy-1609982324220001@pro1-145.barrie.connex.net> 
References: <3576AF13.CD9D11C8@cobite.com> <3576C9F2.BD90C96AEnetmagic.net> <35B7757 


6.C673EB97@cobite. com> 
NNTP-Posting-Host: prol-145.barrie.connex.net 


Elliott Lee wrote: 


you'd have to break up your TIM 
sprites. 


loader that I use. Easy to set 
been tested to work. :) 


VVVVVVVVVVVV VV 


please... 
At least I'm happy this thing finally works 
something a little more complicated. 


style as yours. 
Craig, feeling like an utter smeghead. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


Thats OK my first time I tried my image I did 


There are 2 possible problems with what you have: 


— your image is 400x300. The maximum TIM size is 
256x256, no matter what the pixel depth is. So 


into 4 separate 


— you may have a problem with your sprite loading 
routine. I can't be sure 'cuz I don't have my 
Yaroze at work :P Try the attached sprite 


up and it has 


Well after all this time of frustration (2 months???) I finally figured 
this one out. Hadnt set the r,g, and b values for brightness in GsSPRITE 
so I got a black square cuz the brightness factor was set to zero. 

And I call myself a professional programmer??? Someone shoot me 


and I can try and do 


Btw thanks Elliott way back when for tryin to help, gave me the 
inspiration to start doing a convenience lib for myself in the same 


the same thing. Too bad I 


was Busy since June and I didn't see your post. I could have made a bit of 


a mention. -sorry 
My Best saying: 


"Tomorrow I'll Sharpen the Crayons..." 


-—-MESSAGE FILE 16393 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000277 


—-MESSAGE FILE 16394 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000027 


8 


Path: chuka.playstation.co.uk!scea!prol1-145.barrie.connex.net!user 


From: skennedy@bconnex.net (Sean Kennedy) 


Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 


oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 
Date: Wed, 16 Sep 1998 23:36:16 -0500 
Organization: Wooden Tulip Ltd. 
Lines: 72 


Message-ID: <skennedy-1609982336170001@prol1-145.barrie.connex.net> 


References: <35FE54E6. 85E323A8@bigfoot.com> 
NNTP-Posting-Host: prol-145.barrie.connex.net 


Xref: chuka.playstation.co.uk scea.yaroze.announce:101 scea.yaroze.beginners:278 sce 
a.yaroze.freetalk:938 scee.yaroze.freetalk.english:2349 


Darco Wrote: 


newbies like Chris Ramirez and Tranvir Khan 
modeling it after the type of tutorial that 


Heck, I might even run spell check on it. ;) 


VVVVVVV VV 


Nearly every PlayStation term will be hyper 


The tutorial will be in HTML format, will be 
shots, flow charts, etc.), and of course will include example code. 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 


can learn faster. I'm 
I learn best from. 


fully illistrated(Screen 


linked to it's definition in 


Net Yaroze newsgroups message dump.txt 


the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


F Ի Fa AG OO sJ: Gy Q) a ES: (2 ËO = 


N = O — — — — — — — — — 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


'Darco 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 
Email me at kennedy@moe.acad.humberc.on.ca I'd like to try this. 


-sean 
——MESSAGE FILE 16394 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners 


——MESSAGE FILE 16395 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginne 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetal 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 04:05:12 GMT 
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ԷՏ/0000027 


k,scee.yar 
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Organization: SCEA News Server 

Lines: 17 

Message-ID: <36008975.34692581@news.scea.sony.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: client—151-198-130-80.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.announce:102 scea.yaroze.beginners:279 sce 
a.yaroze.freetalk:939 scee.yaroze.freetalk.english:2352 


Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 
good deal of time working with sample code to get up to speed. 


Just some ideas... 
-Matt 


--MESSAGE FILE 16395 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000279 


——MESSAGE FILE 16396 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 20:49:04 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3601AE00.5COEO5CO@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy-1609982336170001@pro1-145.barr 
ie.connex.net> 

NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: Sean Kennedy <skennedy@bconnex.net> 

Xref: chuka.playstation.co.uk scea.yaroze.announce:103 scea.yaroze.beginners:280 sce 
a.yaroze.freetalk:950 scee.yaroze.freetalk.english:2369 


Sean Kennedy wrote: 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VVVVVVVVVVV VV VV 


*Darco reads and re-reads the above text with a look of bewilderment օո 
his face* 
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"Darco 
—-MESSAGE FILE 16396 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000280 


--MESSAGE FILE 16397 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
1 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 20:50:22 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3601AE4E.CC051107@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> 
NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:281 scee.yaroze.freetalk.english 
22370 


Alex Herbert wrote: 

> 

> Collision detection seems to be a tricky area for the newbies. Not so much 
> the detection itself, but what to do when a collision has been detected. 

> 


Yeah, that's a good idea. I'll add that to the list. 


"Darco 
—-MESSAGE FILE 16397 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000281 


——MESSAGE FILE 16398 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 21:01:04 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <3601BO0D0.6FE514C5@bigfoot .com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <36008975.34692581@news.scea.sony.com> 
NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:104 scea.yaroze.beginners:282 sce 
a.yaroze.freetalk:951 scee.yaroze.freetalk.english:2371 


Matthew Hulett wrote: 

> 

Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


> 
> 
> 
> 


Ahh... Ok, that's cool. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 


V V V V V V 
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> good deal of time working with sample code to get up to speed. 
> 


Not sure about teaming up with someone. I'll write a few tutorials and 
see how everything works out...Who knows what this could turn into in 
time? A cooperative effort might be possible in the future. 


I'll be starting work on the tutorial this weekend, simply because I 
don't have any time to do it during the week. (Gadda keep my grades up 
for DigiPen, now don't I?) I'll be releasing it in sections... As I 
finish a lesson I'll post it on my web space. 


Thanks everyone for the input. I'll try to make the actual tutorial live 
up to your hopes. I already have a motif setup, and this weekend the 
real drafting begins. After I get the first lesson up, I'll try to post 
a new lesson or two every week until most everything is covered. (Or 
until I get too tired to keep it up) This will be a learning experience 
for me as well, as this will force me to cover and research nearly all 
aspects of the PlayStation. So... Here we go. 


"Darco 
—-MESSAGE FILE 16398 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000282 


--MESSAGE FILE 16399 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
3 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Darco's Newbie Tutorials 

Date: Fri, 18 Sep 1998 18:19:16 +0100 

Organization: The Hex Heroes 

Lines: 26 

Message-ID: <36029614.62F1@writeme.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy-1609982336170001@pro1-145.barr 
ie.connex.net> <3601AE00.5COEO5CO@bigfoot.com> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:283 scea.yaroze.freetalk:961 sce 
e.yaroze.freetalk.english:2387 


Darco wrote: 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VV V V V V V 


*Darco reads and re-reads the above text with a look of bewilderment 
on his face* 


VVVVVVVVV VV 


v 


I think what he means is don't start with a huge plan and write every 
bit (from the beginning) as you would in the final finished verbose 
version - you're very likely to get bored too soon doing it that way 
(and may find that huge revisions are necessary). 


..Though the way you're going to do it sounds more like the way James 
Chow (SCEE) has set about it - and he's fairly far. 


Good Luck! 


James (~mrfrosty) 
--MESSAGE FILE 16399 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000283 
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--MESSAGE FILE 16400 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
4 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 
Newsgroups: scea.yaroze.beginners 

Subject: blah 

Date: Tue, 29 Sep 1998 23:53:42 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 3 

Message-ID: <6ut2a6Sgul5@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


—-MESSAGE FILE 16400 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000284 


——MESSAGE FILE 16401 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
5 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve_davison@yahoo.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: How can I output gcc error list to a file? 
Date: Thu, 22 Oct 1998 08:39:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <70mndd$7i7@chuka.playstation.co.uk> 
NNTP-Posting-Host: sdar.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Now this may seem pretty obvious to most people but when I compile source 
code at the dos prompt how do I redirect the output to a file or a printer. 
I know this can be done as I remember it from my COBAL days, unfortunately 
my COBAL days were probably the last time I used dos. (about 7 years ago) 


—-MESSAGE FILE 16401 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000285 


——MESSAGE FILE 16402 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: How can I output gcc error list to a file? 

Date: Thu, 22 Oct 1998 23:29:20 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <70o0sit$cv311@scea> 

References: <70mndd$7i7@chuka.playstation.co.uk> 
NNTP-Posting-Host: sud-tcsl-port64.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


There is a way to do this very easily.... but I haven't done it in so long 
that I can't remember the syntax.. 


I'll check some of my earlier notes amnd hopfully have an answer soon... 


Anyone else??? 


Steve Davison wrote in message <70mndd$7i7@chuka.playstation.co.uk>... 

>Now this may seem pretty obvious to most people but when I compile source 
>code at the dos prompt how do I redirect the output to a file or a printer. 
>I know this can be done as I remember it from my COBAL days, unfortunately 
>my COBAL days were probably the last time I used dos. (about 7 years ago) 
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VV V V 


--MESSAGE FILE 16402 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000286 


——MESSAGE FILE 16403 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
7 

Path: chuka.playstation.co.uk!scea!prol1-169.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: How can I output gcc error list to a file? 

Date: Fri, 23 Oct 1998 02:04:02 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 30 

Message-ID: <developer-2310980204020001@prol1-169.barrie.connex.net> 
References: <70mndd$7i7@chuka.playstation.co.uk> <70o0sitS$cv311@scea> 
NNTP-Posting-Host: prol-169.barrie.connex.net 


In article <70o0sitScv311@scea>, "Steve Tolin" <titan@vianet.on.ca> wrote: 


There is a way to do this very easily.... but I haven't done it in so long 
that I can't remember the syntax.. 

I'll check some of my earlier notes amnd hopfully have an answer soon... 
Anyone else??? 


Steve Davison wrote in message <70mndd$7i7@chuka.playstation.co.uk>... 

>Now this may seem pretty obvious to most people but when I compile source 
>code at the dos prompt how do I redirect the output to a file or a printer. 
>I know this can be done as I remember it from my COBAL days, unfortunately 
>my COBAL days were probably the last time I used dos. (about 7 years ago) 


VVVVVVVV VV 


Depends on whose MAKEFILE you are using. 
If it is a generic one, do the following 
c:\myproject>make >>errors.log 


Mind you you will not see anything. And when it finishes, the command 
prompt will re-appear. 


I was able to get MAKEFILEs to output error to a file in the local 
directory under LINUX gcc make, but I don't think the MAKE.EXE that comes 
with the PSX tools disk is that advanced. I also lost my notes about that. 
: ( 

Sorry. Try looking in some of the LINUX info sites. That might help. 


-sean 
--MESSAGE FILE 16403 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000287 


——MESSAGE FILE 16404 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: How can I output gcc error list to a file? 

Date: Fri, 23 Oct 1998 21:27:28 -0500 

Organization: Ed Federmeyer 

Lines: 33 

Message-ID: <70rdag$dnq8@scea> 

References: <70mndd$7i7@chuka.playstation.co.uk> <70o0sitS$cv311@scea> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steve Tolin wrote in message <70ositS$cv311@scea>... 
>There is a way to do this very easily.... but I haven't done it in so 
long 
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>that I can't remember the syntax.. 

> 

>I'll check some of my earlier notes amnd hopfully have an answer soon... 

> 

>Anyone else??? 

> 

> 

>Steve Davison wrote in message <70mndd$7i7@chuka.playstation.co.uk>... 
>>Now this may seem pretty obvious to most people but when I compile source 
>>code at the dos prompt how do I redirect the output to a file ora 
printer. 

>>I know this can be done as I remember it from my COBAL days, unfortunately 
>>my COBAL days were probably the last time I used dos. (about 7 years ago) 
>> 


Under Unix (traditional shells anyway) and Windows NT you use: 
gcc main.c > errors.log 2>&1 
The "2>&1" means, make file descriptor 2 (stderr) go to the same place 
as file descriptor 1 (stdout). This won't work for Windows 95 or 98. 


There is a program from the DJGPP port of GNU C to the PC called 
"redir", which you can use to redirect the output of stderr in all kinds 
of useful ways. You might try a web search for DJGPP, and grab the 
"binutils" archive. (Might as well grab the whole thing though, it's an 
awesome "free" compiler and stuff.) 


EdF 


-—-MESSAGE FILE 16404 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000288 


—--MESSAGE FILE 16405 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000028 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: How can I output gcc error list to a file? 

Date: Sat, 24 Oct 1998 02:26:07 -0400 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <70rri8$dnql12@scea> 

References: <70mndd$7i7@chuka.playstation.co.uk> <70o0sitScv311@scea> <70rdag$dnq8@sc 
ea> 

NNTP-Posting-Host: sud-tcsl-port35.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


There was a simple parameter that could be used under 95/98.. I was using 
when I first got my Yaroze because I seen it in one of the earlier posts.. 
But that was about a year ago.. 


It might have been something like this instead make >> errors.txt 


Does this jog anyones memory??? 
Steve Tolin 


titan@vianet.on.ca 


Ed Federmeyer wrote in message <70rdagSdnq8@scea>... 
>Steve Tolin wrote in message <70ositScv311@scea>... 


>>There is a way to do this very easily.... but I haven't done it in so 
>long 

>>that I can't remember the syntax.. 

>> 


>>I'll check some of my earlier notes amnd hopfully have an answer soon... 
>> 

>>Anyone else??? 

>> 

>> 

>>Steve Davison wrote in message <70mndd$7i7@chuka.playstation.co.uk>... 
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>>>Now this may seem pretty obvious to most people but when I compile source 
>>>code at the dos prompt how do I redirect the output to a file ora 
>printer. 

>>>I know this can be done as I remember it from my COBAL days, 
unfortunately 

>>>my COBAL days were probably the last time I used dos. (about 7 years ago) 
>>> 
> 
>Under Unix (traditional shells anyway) and Windows NT you use: 
>gcc main.c > errors.log 2>&1 
>The "2>&1" means, make file descriptor 2 (stderr) go to the same place 
>as file descriptor 1 (stdout). This won't work for Windows 95 or 98. 

> 

>There is a program from the DJGPP port of GNU C to the PC called 
>"redir", which you can use to redirect the output of stderr in all kinds 
>of useful ways. You might try a web search for DJGPP, and grab the 
>"binutils" archive. (Might as well grab the whole thing though, it's an 
>awesome "free" compiler and stuff.) 

> 

>EdF 

> 

> 

> 


—-MESSAGE FILE 16405 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000289 


—-MESSAGE FILE 16406 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Jonathan Calvert <jonathan.NO-SPAMcalvert@mindspring.com> 
Newsgroups: scea.yaroze.beginners 

Subject: 3D - basic questions about available software 

Date: Mon, 02 Nov 1998 21:35:54 -0500 

Organization: NO-SPAM, I am. 1 do not like SPAM! 

Lines: 37 

Message-ID: <363E6COA. 46EA@mindspring.com> 

Reply-To: jonathan.NO-SPAMcalvert@mindspring.com 
NNTP-Posting-Host: user-37kbnht.dialup.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Hi. It has been a while since I have had any free time to 
do any Yaroze development (having a son a couple of months 
ago will do that to your free time <grin>). 


Anyway, I am now trying to once again set aside some time to 
work on projects. I have done some simple 2D stuff, and I 
would now like to try some simple 3D stuff. 


One concern I have is a lack of a 3D modeler. I have read that 
our friends at SCEI were given a free 3D modeler with their Net 
Yaroze package. I remember getting a coupon for a DOS 3D modeler, 
but have long since lost this coupon and I can not remember the 
name of the package. 


What are people using to generate 3D models? If you do not own 
any modeling software, are you just using provided sample ... or 
models generated by folks with the nice software packages? 


Long story short, what is available (please list web sites if 
possible). Also, is there anything out there for $99 or less? 
I would really like to get something on the cheap. <grin> 


I guess I could post this to the 3D group, but the beginner 
group seems like a better place for this type of question. 


Thanks for your time. Please remember to get rid of the NO-SPAM 
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00437 


—-MESSAGE FILE 1735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000438 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: 3D studio ( was Re: If you liked Hover... ) 

Date: Fri, 6 Mar 1998 17:27:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6dpbfiSiap15@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5BIBI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FB061B.FD2 
DC87A@ix.netcom. com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:481 scee.yaroze.freetalk.english: 
438 


3D studio is available to SCEE Yaroze members at the special price at any 
time, not just when you buy the Yaroze ( or so I've been told ) 


Colin. 


Manny Najera wrote in message <34FB061B.FD2DC87A@ix.netcom.com>... 

>SCEE wrote: 

> 

>> I think that you should get 3D studio, the plugin exports RSD and a 
>> format 

>> called TOD ( which contains all of the animation and heirarchy 

>> infomation 

>> you could possibly need ). 

> 

>How much would 3D Studio cost us? I know that there was some sort of 
>offer at the beginning, but I chose to spend the extra cash I did have 
>on codewarrior. I'm guessing I'd have to pay the equivalent of another 
>Yaroze to get my hands on any decent 3D modeller - which means I'd have 
>to get a part time job, leaving me with less time to program, and 
>destroying my allready miniscule social life. (sigh) 

> 

>Manny Najera 

> 


—-MESSAGE FILE 1735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00438 


—-MESSAGE FILE 1736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000439 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Fri, 6 Mar 1998 17:30:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6dpblpSiaplé6@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> <34ff1b7d.962222@news.scea.son 
y.com> <34FF7003.5FA03AA8@ix.netcom. com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:482 scee.yaroze.freetalk.english: 
439 
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stuff (sorry ... I have to do something to keep the spam away). 


Also, feel free to check out my home page (non-yaroze) and see some 

nice pictures of my new pride and joy 

Jonathan 

[Please remove NO-SPAM to email me] 

Visit Calverts' Stuff - http://calvertj.home.mindspring.com 

—-MESSAGE FILE 16406 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000290 


—-MESSAGE FILE 16407 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
1 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scea.yaroze.beginners 

Subject: Re: 3D - basic questions about available software 
Date: Tue, 03 Nov 1998 23:26:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <363f£908d.6140877@www.netyaroze-europe. com> 
References: <363E6COA. 46EA@mindspring.com> 
NNTP-Posting-Host: userm037.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 02 Nov 1998 21:35:54 -0500, Jonathan Calvert 
<jonathan.NO-SPAMcalvert@mindspring.com> wrote: 


>One concern I have is a lack of a 3D modeler. I have read that 
>our friends at SCEI were given a free 3D modeler with their Net 
>Yaroze package. I remember getting a coupon for a DOS 3D modeler, 
>but have long since lost this coupon and I can not remember the 
>name of the package. 


it wouldnt matter if you found it; the coupon is now out of date. I 
know as our new Yaroze arrived with it and I just laughed at the out 
of date coupon. Seemed to sum up some of the Yaroze experience (grin) 


>What are people using to generate 3D models? If you do not own 
>any modeling software, are you just using provided sample ... or 
>models generated by folks with the nice software packages? 


I use dynamic tmds (if you think they are a pain then have a look at 
adventure game) for everything except the characters. Obviously it 
isnt intuitive + stuff like a proper package but you can do various 
things with them (email me if you want more info) 


Craig graham has kindly put up RsdAnim which sounds like it should be 
what you want. Still havent checked it out myself but this weekend I 
promise! 


Robert Swan 
(check freetalk for new email address) 
—-MESSAGE FILE 16407 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000291 


—-MESSAGE FILE 16408 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jonathan Calvert <jonathan.NO-SPAMcalvert@mindspring.com> 

Newsgroups: scea.yaroze.beginners 
Subject: Re: 3D - basic questions about available software 

Date: Tue, 03 Nov 1998 19:31:55 -0500 

Organization: NO-SPAM, I am. 1 do not like SPAM! 

Lines: 31 

Message-ID: <363FA07B.692E@mindspring.com> 

References: <363E6COA.46EFA@mindspring.com> <363f908d.6140877@www.netyaroze-europe.co 
m> 

Reply-To: jonathan.NO-SPAMcalvert@mindspring.com 

NNTP-Posting-Host: user-38lcdue.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0Gold (Win95; U) 


Barry Stuart Swan wrote: 


On Mon, 02 Nov 1998 21:35:54 -0500, Jonathan Calvert 
<jonathan.NO-SPAMcalvert@mindspring.com> wrote: 


>What are people using to generate 3D models? If you do not own 
>any modeling software, are you just using provided sample ... or 
>models generated by folks with the nice software packages? 


I use dynamic tmds (if you think they are a pain then have a look at 
adventure game) for everything except the characters. Obviously it 
isnt intuitive + stuff like a proper package but you can do various 
things with them (email me if you want more info) 


Craig graham has kindly put up RsdAnim which sounds like it should be 
what you want. Still havent checked it out myself but this weekend I 
promise! 


VVVVVVVVVVVVVV VV 


Thanks for the reply! 1 am not sure what I really want. I figure that 
I need some type of modeler if I want to make ... say a space ship which 
flys around a planet anda star. 


To be honest I have no knowledge of dynamic tmds ... and little 
knowledge 

of 3D on the PlayStation. I may take you up on your offer for more 
info. 


on the subject of dynamic tmds! 

Jonathan 

[Please remove NO-SPAM to email me] 

Visit Calverts' Stuff - http://calvertj.home.mindspring.com 

—-MESSAGE FILE 16408 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000292 


—-MESSAGE FILE 16409 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 
Subject: Re: 3D - basic questions about available software 

Date: Fri, 6 Nov 1998 20:00:13 -0600 

Organization: Ed Federmeyer 

Lines: 35 

Message-ID: <7208ss$ je62@scea> 

References: <363E6COA.46EA@mindspring.com> <363f908d.6140877@www.netyaroze-europe.co 
m> <363FA07B. 692E@mindspring. com> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jonathan Calvert wrote in message <363FA07B.692E@mindspring.com>... 

>> >What are people using to generate 3D models? If you do not own 

>> >any modeling software, are you just using provided sample ... or 
>> >models generated by folks with the nice software packages? 


I got the "3D Studio R4" offer when I got my Yaroze. It's a pretty heavy 
duty 

and featureful (and expensive) program for the simple 3D objects I 

use it to create. (Boxes, spheres, etc) I'd have a hard time recommending 
it unless you're planning on spending alot of time creating 3D objects. It 
could also be handy to make prerendered intro screens, backgrounds, 

and stuff like that. 


On the other hand, I also use a program called "Poser 3" (v3 just released 
a few months ago, "Poser 2" was good, but "3" is well worth it) for 
creating animated models of people. (Poser3 adds a few animal types 

as well). It's not a picnic, since I wind up exporting each frame of the 
animation as a DXF file and then converting each DXF to an RSD and 
coloring/texturing the RSDs and combining them into a big TMD. But it 
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isn't all *that* bad either. I would recommend this if you want to add 
"people" to your games. 1 think "Poser 3" is in the range of about 5150. 


Steve Tolin was telling me about a program called "Character Builder" 


that is aimed at generating animated GIFs of "people" 


for web graphics, 


but he's been able to use it to generate animations for a side-scrolling 


action adventure game. The url is: http://www.zapadigital.com/ 

looks cool, but I have not tried it myself yet. I dunno if you can export 
the "people" data as 3D DXF files to convert to RSD/TMD or anything 

like that. It's a bit cheaper to register than Poser3 at something like $99 


I think. (You can get a free trial at that url). 


EdF 


—-MESSAGE FILE 16409 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000293 


--MESSAGE FILE 16410 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 


4 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scea.yaroze.beginners 


Subject: Re: 3D - basic questions about available software 


Date: Thu, 12 Nov 1998 11:49:00 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <72ehsk$2am4@chuka.playstation.co.uk> 


References: <363E6COA.46FA@mindspring.com> <363f908d.6140877@www.netyaroze-europe.co 


m> <363FA07B.692E@mindspring.com> <7208ss$je62@scea> 
NNTP-Posting-Host: co3151.tay.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If you want a good modeller try Rhino3D, the full package is expensive, but 
there is a demo version which works for 60 days. We are using it in our 


course for the modelling module. 


The URL is 
www.rhino3d.com 


Hope this helps 

Bob 

Robert Shand 

Class Rep - First Year BSc Computer Game Technology 
ABERTAY-DUNDEE UNIVERSITY 

e-mail: 298rcs@tay.ac.uk 


—-MESSAGE FILE 16410 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000294 


—-MESSAGE FILE 16411 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 


5 

Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: crap tv? 

Date: Wed, 25 Nov 1998 23:19:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <73i38kS9ia8@chuka.playstation.co.uk> 
NNTP-Posting-Host: p75s14a06.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everyone, 


Is my TV crap? 


Let me explain, I draw a border around the screen using GsLINE, 


screen size 
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320,240. 


The top and bottom lines are fine, the right hand line is only just visible 
and a bit hidden at the corners, and the left hand line is just not visible. 
It seem I must move the lines in a bit by a couple of pixels just so I can 

see them on the screen. 


Is it time to get a new TV? (bad news really, cos I can't afford one :( ) 


Darren 


—-MESSAGE FILE 16411 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000295 


—-MESSAGE FILE 16412 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
6 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: crap tv? 

Date: Wed, 25 Nov 1998 03:59:31 GMT 

Organization: L4 Software 

Lines: 36 

Message-ID: <365b71dd.6420579@205.149.189.29> 

References: <73i38kS$9ia8@chuka.playstation.co.uk> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Wed, 25 Nov 1998 23:19:02 -0000, "Darren Jackson" 
<darren@tang.globalnet.co.uk> wrote: 


>Hi everyone, 


> 

>Is my TV crap? 

> 

>Let me explain, I draw a border around the screen using GsSLINE, screen size 
>320,240. 

> 


>The top and bottom lines are fine, the right hand line is only just visible 
>and a bit hidden at the corners, and the left hand line is just not visible. 
>It seem I must move the lines in a bit by a couple of pixels just so I can 
>see them on the screen. 

> 

>Is it time to get a new TV? (bad news really, cos I can't afford one :( ) 

> 


Darren, 


Your TV is fine. It's actually displaying more than may TVs I've seen. 
FAQ question #6 addresses this problem... 


Why can't I see all the pixels on my TV screen? Part of the image is 
cut off on all sides. 


Most TVzs do not display the entire image broadcast to them. The size 
of the border varies from set to set, but for 320x240 mode it can be 

as much as 27 pixels on all sides. For this reason, it is recommended 
that you not display information critical to the game in these areas. 
A good rule of thumb is to limit your game play to the center 266x200 
pixels. 


> 


—-MESSAGE FILE 16412 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000296 


—-MESSAGE FILE 16413 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
7 
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Path: chuka.playstation.co.uk!news 

From: "Darren Jackson" <darren@tang.globalnet.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: crap tv? 

Date: Thu, 26 Nov 1998 19:54:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <73ki0h$9ial9@chuka.playstation.co.uk> 
References: <73i38kS$9ia8@chuka.playstation.co.uk> <365b71dd.6420579@205.149.189.29> 
NNTP-Posting-Host: client4012.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 

>Your TV is fine. It's actually displaying more than may TVs I've seen. 
>FAQ question #6 addresses this problem... 

> 


oops....I did read the FAQ, honest, perhaps next time I read it properly :) 


-—-MESSAGE FILE 16413 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000297 


—-MESSAGE FILE 16414 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
8 
Path: chuka.playstation.co.uk!news 

From: 456 <65@sfdkljngs.com> 

Newsgroups: scee.yaroze.beginners, scea.yaroze.beginners 

Subject: tuts and documentation 

Date: Wed, 13 Jan 1999 19:58:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <369CFB00.8787387C@sfdklijngs.com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:676 scea.yaroze.beginners:298 


Hello again all you Yaroze people!! 


I wondering if there is any tutorial information out there similar to 
Peter Passmore's 3D booklet from Middlesex university. This one was 
really well organized and because it started from the very basics it 
helped alot.. but I would like to know if anyone else out there has made 
anything like that so I can gather more info and help these guys learn. 


So far I seen that most of the tuts on the websites are simply batches 

of source code that demostrate particular yaroze capabilities. This is 
good to cut + paste, but to really understand it I think I'll need some 
more documentation on the code itself. 


I was looking forward to seeing Darco's upcoming tut, but it looks like 
he gave it up, a darn shame!! 


Anyone know of anything like this let me know, 


Will 


—-MESSAGE FILE 16414 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000298 


——MESSAGE FILE 16415 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000029 
9 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 
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Newsgroups: scee.yaroze.beginners, scea.yaroze.beginners 
Subject: Re: tuts and documentation 

Date: Wed, 13 Jan 1999 20:02:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <369CFBDC.90643E89@hotmail.com> 

References: <369CFB00.8787387C@sfdkljngs.com> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:677 scea.yaroze.beginners:299 


sorry.. my browser decided to play a funny trick on everyone... 
My name is Will Atkin.. email: william_atkin@hotmail.com 


456 wrote: 


Hello again all you Yaroze people!! 


I wondering if there is any tutorial information out there similar to 
Peter Passmore's 3D booklet from Middlesex university. This one was 
really well organized and because it started from the very basics it 
helped alot.. but I would like to know if anyone else out there has made 
anything like that so I can gather more info and help these guys learn. 


So far I seen that most of the tuts on the websites are simply batches 

of source code that demostrate particular yaroze capabilities. This is 
good to cut + paste, but to really understand it I think I'll need some 
more documentation on the code itself. 


I was looking forward to seeing Darco's upcoming tut, but it looks like 
he gave it up, a darn shame!! 


Anyone know of anything like this let me know, 


VVVVVVVVVVVVVVV VV VV 


Will 


—-MESSAGE FILE 16415 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000299 


——MESSAGE FILE 16416 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: How can I output gcc error list to a file? 

Date: Thu, 21 Jan 1999 15:43:58 -0500 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36A7918E.3FCBC4A4@datasys.net> 

References: <70mndd$7i7@chuka.playstation.co.uk> <70osit$cv311@scea> <70rdagSdnq8@sc 
ea> <70rri8$dnq12@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 449.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Steve Tolin wrote: 

There was a simple parameter that could be used under 95/98.. I was using 
when I first got my Yaroze because I seen it in one of the earlier posts.. 
But that was about a year ago.. 


It might have been something like this instead make >> errors.txt 


Does this jog anyones memory??? 


VVVVVVVVV 
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No... Sorry. ;) 

But > and >> aren't exactly command line arguments... They just redirect 
output to a file or a device. > overwrites, and >> ammends. The work 
with (nearly) all programs and commands. 


echo hello > hello.txt 
echo hello > hello.txt 


That would make a text file with hello in it. But this: 


echo hello > hello.txt 
echo hello >> hello.txt 


This will make a text file with 2 hellos in it. >> is useful when you 
are dealing with log files... 


DJGPP-compiled DOS programs never seemed to work with this though. I 
always assumed it to be because it accessed the hardware at some lower 
level, being a 32 bit program rather than 16 bit. 


"Darco 
—-MESSAGE FILE 16416 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000300 


——MESSAGE FILE 16417 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
ի 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: William Barry <wb95ab@sandcastle.cosc.brocku.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Batch File ?? 

Date: Sat, 06 Feb 1999 12:52:32 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36BC8160.F227F8BC@sandcastle.cosc.brocku.ca> 
NNTP-Posting-Host: zepar.cosc.brocku.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 

X-Accept—-Language: en 


I have been playing around with the Yaroze and have been having a hard 
time understanding the Batch file. I know how to run the comands to get 
the TMD's, TIM's and VAD's to the Yaroze but my question is what about 
the address. 


local dload theShip.tmd 0x800c0000 


When I place this line in the model shows up. And my Debug Setting for 
the Code address is set at 0x80140000. This is ok and works fine but 
when I change it to 


local dload theShip.tmd 0x80100000 


and the Debug Settings for the Code address to 0x80090000 nothing 
happens. I guess my problem is how do I know where the actual address of 


the TMD's, the TIM's and the VAD's start and finish. Do I look at the 
actual size of the file the add it to the address so that they will 
follow in sequence in memory. 


If anyone has any information about this please respond because I am 
lost. 


—-MESSAGE FILE 16417 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000301 


—--MESSAGE FILE 16418 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 
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Newsgroups: scea.yaroze.beginners 

Subject: Re: Batch File ?? 

Date: Sat, 6 Feb 1999 16:18:44 -0500 

Organization: BitSlap Software 

Lines: 73 

Message-ID: <79iasm$2ed1@scea> 

References: <36BC8160.F227F8BC@sandcastle.cosc.brocku.ca> 
Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 
NNTP-Posting-Host: sud-tcsl-port23.vianet.on.ca 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


You are correct in that you just add the size of the TIM to the starting 
address and that becomes your next start point. 


Example. 
0280090000 is the beginning of useable memory for data 


So let's say you have TIM file that is 32768 bytes big. You can place this 
in the bath file at 0x80090000 no prob. 


Then you want to add another TIM file. That's 65536 bytes big. Well.... 
You have to place this one where the last one ends. TIM1 at 32768 bytes is 
equal to 028000 in hex so that means the first TIM uses the memory from 
0X80090000 to 0X80098000. So we start TIM2 at 0280098000. 


One more time... Now let's say you have one more TIM or TMD or SEQ data 
file.. That's 18104 bytes.. Which is equal to 044688 in hex. We would 
want to start this file at the end of TIM2.. 

Since TIM2 is 65536 bytes which is 0X10000 we add this to the the end of 
where TIM1 ended. 

The starting address for the third file would be OX800A8000.... 


One last point.. The fourth starting address would be OX800AC6B8 right... 
The only thing is that I have had a few problem with TIM's not stating at 
16bit offsets meaning the address end with zero. 


So for the fourth address I would change it to O0x800AC6CO by rounding up to 
the next 16bit offset. 


I hope this helps.. 


If someout out there has solution for the rounding up problem or if I'm just 
not seeing something please reply. 


I have been using Darco's Combine utility for all my data purposes. It is 
simple to use and very powerfull. It sure does come in handy in case you 
want to change the size of your graphics and stuff. 


http://www.datasys.net/users/stu/rquat/combv154.zip 
This is where you can find it. 


Steve Tolin 
BitSlap Software 


William Barry <wb95ab@sandcastle.cosc.brocku.ca> wrote in message 

news: 36BC8160.F227F8BC@sandcastle.cosc.brocku.ca... 

> 

>I have been playing around with the Yaroze and have been having a hard 
>time understanding the Batch file. I know how to run the comands to get 
>the TMD's, TIM's and VAD's to the Yaroze but my question is what about 
>the address. 

> 

>local dload theShip.tmd 0x800c0000 

> 

>When I place this line in the model shows up. And my Debug Setting for 
>the Code address is set at 0x80140000. This is ok and works fine but 
>when I change it to 

> 
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>local dload theShip.tmd 0x80100000 

> 

>and the Debug Settings for the Code address to 0x80090000 nothing 
>happens. I guess my problem is how do I know where the actual address of 
> 

>the TMD's, the TIM's and the VAD's start and finish. Do I look at the 
>actual size of the file the add it to the address so that they will 
>follow in sequence in memory. 

> 

>If anyone has any information about this please respond because I am 
>lost. 

> 


—-MESSAGE FILE 16418 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000302 


——MESSAGE FILE 16419 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scea.yaroze.beginners 

Subject: NA yarozer accessing Euro site 

Date: Sun, 07 Feb 1999 11:06:51 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36bd731a.4876231@news.scea.sony.com> 
NNTP-Posting-Host: tstpal-115.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I've heard there's a wait of 2-4 weeks for the international sites to 

have your account information. I've had my account in North America 

for almost 2 months and I still cannot access the European site. Will 

I eventually be able to access the sites around the world? 

—-MESSAGE FILE 16419 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000303 


——MESSAGE FILE 16420 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners 

Subject: Re: NA yarozer accessing Euro site 

Date: Sun, 07 Feb 1999 16:53:31 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <36bec4d7.1554744@205.149.189.29> 

References: <36bd731a.4876231@news.scea.sony.com> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Jesse, 
I've added you to the list of accounts to check. 
Mario 


On Sun, 07 Feb 1999 11:06:51 GMT, unmodify@gate.net (Jesse Palmer) 
wrote: 


>I've heard there's a wait of 2-4 weeks for the international sites to 
>have your account information. I've had my account in North America 
>for almost 2 months and I still cannot access the European site. Will 
>I eventually be able to access the sites around the world? 


—-MESSAGE FILE 16420 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000304 


——MESSAGE FILE 16421 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
5 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Batch File ?? 

Date: Mon, 08 Feb 1999 09:40:44 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36BF219C.C7767208@vmlabs.com> 

References: <36BC8160.F227F8BC@sandcastle.cosc.brocku.ca> <79iasm$2ed1@scea> 
NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


One last point.. The fourth starting address would be OX800AC6B8 right... 
The only thing is that I have had a few problem with TIM's not stating at 
16bit offsets meaning the address end with zero. 


So for the fourth address I would change it to Ox800AC6CO by rounding up to 
the next 16bit offset. 


VVVVVV 


Hmmm, I've not had this problem. I did find that I needed to make my 
addresses start on a long (4-byte) boundary. All of my addresses end 
in 0, 4, 8, or C. This hasn't caused me any problems. 


Scott 
—-MESSAGE FILE 16421 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000305 


——MESSAGE FILE 16422 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
6 

Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scea.yaroze.beginners 

Subject: A 'c' question... 

Date: Thu, 25 Feb 1999 00:31:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7b250iS$9pol3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-45-2.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I have been working hard to get my first game out there and am nearly 
there! I do have a problem, though. I am using a linked list in the game and 
am not sure how to free the space back to the system. I think I need the 
'free' function. Do I need to 'free' each pointer in the linked list, 
individually, or can I just 'free' the head of the list (or would that just 
leave a chunk of used up memory with no access to it)? 


Cheers, 


Mac. 
j-mac@lineone.net 


—-MESSAGE FILE 16422 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000306 


—--MESSAGE FILE 16423 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
7 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: William Barry <wb95ab@sandcastle.cosc.brocku.ca> 

Newsgroups: scea.yaroze.beginners 

Subject: Floating Point 

Date: Mon, 22 Mar 1999 15:28:30 -0500 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <36F6A7EE.BO48F75E@sandcastle.cosc.brocku.ca> 
NNTP-Posting-Host: zepar.cosc.brocku.ca 
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Nope, only 3D studio ( with the TOD data ) supports animation ( including 

heirarchies for human bodies etc... ) 

TOD is a playstation animation format which basically animates RSD models 
or TMDs once they are on the PS ) 


Manny Najera wrote in message <34FF7003.5FA03AA8@ix.netcom.com>... 
>Matthew Hulett wrote: 

> 

>> >Does anyone have any solid proof that these formats are supported? 
>> 

>> Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 
>> 

>> can be saved directly in TMD format. As for Tims, nope. 2D rendering 
>> formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 

> 

>Does TS3 have a format that would provide a reasonable interface for 
>movement and soforth? 

> 

>Manny Najera 

> 


1111 


—-MESSAGE FILE 1736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00439 


—-MESSAGE FILE 1737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000440 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Fri, 6 Mar 1998 17:31:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6dpbolSiap17@chuka.playstation.co.uk> 
References: <35002066.3761@writeme.com> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


The dual shock is safe for all PS's...however you won't be able to program 
the shock with the Yaroze as there is no 
support for it. 


Sorry, 
Colin. 


James Rutherford wrote in message <35002066.3761@writeme.com>... 

>Hi All, 

> 

>A friend of mine is travelling to an SCEI territory and has very kindly 
>offered to bring back a Dual Shock pad for me. 

> 

>However, I am a bit worried by a second-hand rumour which suggests that 
>the pad might cause a power overload and frazzle my machine. 

>Does anyone know if the pad is compatible? (I reckon it must be...) 
>And more importantly whether my machine is covered for damage from an 
>'unofficial' official peripheral? 

> 

>Cheers, 

> 

>James (~mrfrosty). 


—-MESSAGE FILE 1737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00440 


—-MESSAGE FILE 1738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000441 
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Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.5 [en] 
X-Accept—-Language: en 


charset=us-ascii 
IPIE 


(Win98; I) 


Ok well I was told that the Yaroze is a non-floating point enviroment 
but has is there a library that will do the floating point calculations 
I find it stupid that you can declare floating variables but are unable 
to use them. 


Example: 


float x 


-l, y 


x = x Կ y; 


// Error 
Is there anyother way aroung this?? 


--MESSAGE FILE 16423 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000307 


——MESSAGE FILE 16424 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
8 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gary Kroll <garykroll@mediaone.net> 

Newsgroups: scea.yaroze.beginners 

Subject: Setting transparency in TimUtil 


Date: Sun, 04 Apr 1999 21:23:07 -0400 
Organization: SCEA News Server 
Lines: 10 


Message-ID: 


<3708107B.BDED2966@mediaone.net> 


NNTP-Posting-Host: 


garykroll.ne.mediaone.net 


Mime-Version: 


1.0 


Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.51 [en] 
X-Accept—-Language: en 


7bit 


I finally managed to successfull 


(Win95; 


charset=us-ascii 


I) 


Ly create a bitmap file and then display 


it on the screen as a sprite. 


My problem is that I can't seem to get 


any pixels to display (or actually NOT display) as transparent. As far 
as I understand it, all I have to do to make a pixel transparent is to 
make it pure black in the bitmap and then check the "Transparent for 
black" box in the TimUtil program. I do set the bit depth to 4. I've 
noticed that if I check the "Transparent for black" box, save, and then 
reload, the box is unchecked. What am I missing? Any help would be 
appreciated. Thanks. 


—-MESSAGE FILE 16424 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000308 


——MESSAGE FILE 16425 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000030 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 


Newsgroups: scea.yaroze.beginners 

Subject: Re: Setting transparency in TimUtil 
Date: Mon, 05 Apr 1999 10:10:20 -0700 
Organization: SCEA News Server 

Lines: 25 

Message-ID: <3708EE7C. 7FFC2182@vmlabs.com> 
References: <3708107B.BDED2966@mediaone.net> 


NNTP-Posting-Host: 
Mime-Version: 1.0 


Content-Type: text/plain; 
Content-Transfer-Encoding: 
Mozilla 4.5 


X-Mailer: 
X-Accept-Language: 


vmlabs32.vmlabs.com 


charset=us-ascii 
7bit 
(Win98; 


[en] U) 


en 


> I finally managed to successfully create a bitmap file and then display 
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it on the screen as a sprite. My problem is that I can't seem to get 
any pixels to display (or actually NOT display) as transparent. As far 
as I understand it, all I have to do to make a pixel transparent is to 
make it pure black in the bitmap and then check the "Transparent for 
black" box in the TimUtil program. I do set the bit depth to 4. 


VVVVYV 


The meaning of that bit is reversed for pure black (RGB=0,0,0). So you 
actually don't want it set. Kind of strange I know. 


If you have other, non-black, colors which you want transparent you 
also need to set the appropriate bits in the "attributes" field of your 
sprite. 


> I've noticed that if I check the "Transparent for black" box, save, 
> and then reload, the box is unchecked. What am I missing? 


This merely has to do with your preferences. Every time you load an 
image it takes the values in the various boxes from the preferences. 
Go up to (I think) "File" and then "Preferences" to view/change them. 


Good luck! 


Scott 
—-MESSAGE FILE 16425 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000309 


—-MESSAGE FILE 16426 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Owes Beck" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.beginners 

Subject: 3d view 

Date: Tue, 13 Apr 1999 16:26:11 -0400 

Organization: THE MASTERMINDS 

Lines: 9 

Message-ID: <7£099h$j3@scea> 

Reply-To: "Owes Beck" <ghost909@yahoo.com> 

NNTP-Posting-Host: resnet193-123.resnet.buffalo.edu 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


ħi; 

im trying to get a good overhead view for a 3d game im making, 

im using GsRVIEW2 but i just cant seem to set the camera so its a "birds 
eye" view of the world... anyone have any suggestions on what to set the 
VPX, ՄՄ, ՄԶ, VIX... ee ee ee eee members to? 


open to suggestions!!! 


—-MESSAGE FILE 16426 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000310 


——MESSAGE FILE 16427 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
1 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: DFSUSER <lamont.washington@db.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Floating Point 

Date: Wed, 14 Apr 1999 12:55:20 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3714C878.91927A3D@db.com> 

References: <36F6A7EE.B048F75E@sandcastle.cosc.brocku.ca> 
NNTP-Posting-Host: oakl.dfsc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 

X-Accept—-Language: en 
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IT probably uses a floating point emulator library. 


William Barry wrote: 


> Ok well I was told that the Yaroze is a non-floating point enviroment 

> but has is there a library that will do the floating point calculations 
> I find it stupid that you can declare floating variables but are unable 
> to use them. 

> 

> Example: 

> 

> float x = 1.1, y = 1.2; 

> 

> x = x * y; 

> 

> // Error 

> 

> 


Is there anyother way aroung this?? 


—-MESSAGE FILE 16427 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000311 


--MESSAGE FILE 16428 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
2 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: DFSUSER <lamont.washington@db.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: Floating Point 

Date: Wed, 14 Apr 1999 12:55:52 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3714C898.4044EF14@db.com> 

References: <36F6A7EE.B048F75E@sandcastle.cosc.brocku.ca> 
NNTP-Posting-Host: oakl.dfsc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 

X-Accept—-Language: en 


IT probably uses a floating point emulator library. 


William Barry wrote: 


> Ok well I was told that the Yaroze is a non-floating point enviroment 

> but has is there a library that will do the floating point calculations 
> I find it stupid that you can declare floating variables but are unable 
> to use them. 

> 

> Example: 

> 

> float x = 1.1, y = 1.2; 

> 

> xX = x * y; 

> 

> // Error 

> 

> 


Is there anyother way aroung this?? 


--MESSAGE FILE 16428 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000312 


——MESSAGE FILE 16429 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
3 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3d view 

Date: Wed, 14 Apr 1999 18:15:17 -0500 

Organization: Ed Federmeyer 

Lines: 25 

Message-ID: <7f37bd$dno2@scea> 
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References: <7f£099hS$43@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Owes Beck wrote in message <7f£099hSj3@scea>... 

>hi, 

> im trying to get a good overhead view for a 3d game im making, 

>im using GSRVIEW2 but i just cant seem to set the camera so its a "birds 


>eye" view of the world... anyone have any suggestions on what to set the 
>VPX, VPY, VPZ, VEX... 1... ee ee eee members to? 
> 


>open to suggestions!!! 


I usually put some temporary code in the game so that instead of 
controlling the player, the control pad controls the viewpoint and 
refpoint. I also have it "print" the current "vpx, vpy, etc" values 
on the screen. Then, I use the control pad to set the camera up 

the way I like it, write down the values, and make those the 

default values. 


I usually leave the camera control code in (just commented out) 
so that if stuff changes later in the game, I can readjust the 
camera easily. 


Good Luck, 
EdF 


--MESSAGE FILE 16429 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000313 


——MESSAGE FILE 16430 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
4 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Owes Beck" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3d view 

Date: Thu, 15 Apr 1999 09:29:54 -0400 

Organization: THE MASTERMINDS 

Lines: 37 

Message-ID: <7f4pkvS$dno3@scea> 

References: <7f099hS$Sj3@scea> <7£37bdSdno2@scea> 

Reply-To: "Owes Beck" <ghost909@yahoo.com> 

NNTP-Posting-Host: resnet193-123.resnet.buffalo.edu 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in message 
news: 7f£37bd$dno2@scea... 
> Owes Beck wrote in message <7f099hS$j3@scea>... 


>hi, 

> im trying to get a good overhead view for a 3d game im making, 

>im using GsRVIEW2 but i just cant seem to set the camera so its a "birds 
>eye" view of the world... anyone have any suggestions on what to set the 
>VPX, VPY, VPZ, VEX... es ee eee eee members to? 

> 


>open to suggestions!!! 


I usually put some temporary code in the game so that instead of 
controlling the player, the control pad controls the viewpoint and 
refpoint. 1 also have it "print" the current "vpx, vpy, etc" values 
on the screen. Then, I use the control pad to set the camera up 

the way I like it, write down the values, and make those the 

default values. 


I usually leave the camera control code in (just commented out) 
so that if stuff changes later in the game, I can readjust the 


VVVVVVVVVVVVVV VV VV 


Net Yaroze newsgroups message dump.txt Page 11105 
camera easily. 


Good Luck, 


> 
> 
> 
> EdF 
> 
> 


yeh thats actually what im trying now but for some reason i cant get a good 
"birds eye" view, it seems that when i finally have a desent camera shot, i 
move my 3d object to the corners of the screen and it gets all warped??? (i 
have no idea why) 


—-MESSAGE FILE 16430 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000314 


——MESSAGE FILE 16431 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
5 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3d view 

Date: Sun, 18 Apr 1999 12:49:35 -0500 

Organization: Ed Federmeyer 

Lines: 50 

Message-ID: <7fd5nb$3qql@scea> 

References: <7f099hS$j3@scea> <7f£37bdSdno2@scea> <7f4pkvS$dno3@scea> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Owes Beck wrote in message <7f4pkvSdno3@scea>... 

> 

>Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in message 
>news:7£37bd$dno2@scea... 

>> Owes Beck wrote in message <7f099hS$j3@scea>... 

>> >hi, 

>> > im trying to get a good overhead view for a 3d game im making, 

>> >im using GSRVIEW2 but i just cant seem to set the camera so its a "birds 


>> >eye" view of the world... anyone have any suggestions on what to set the 
>> >VPX, VPY, VPZ, VIX............. members to? 

>> > 

>> >open to suggestions!!! 

>> 

>> 


>> I usually put some temporary code in the game so that instead of 

>> controlling the player, the control pad controls the viewpoint and 
>> refpoint. I also have it "print" the current "vpx, vpy, etc" values 
>> on the screen. Then, I use the control pad to set the camera up 

>> the way I like it, write down the values, and make those the 

>> default values. 

>> 
>> I usually leave the camera control code in (just commented out) 

>> so that if stuff changes later in the game, I can readjust the 

>> camera easily. 

>> 

>> Good Luck, 

>> EdF 

>> 

>>yeh thats actually what im trying now but for some reason i cant get a 
good 

>"birds eye" view, it seems that when i finally have a desent camera shot, 
են 

>move my 3d object to the corners of the screen and it gets all warped??? (i 
>have no idea why) 


Hmmm, have you tried different settings for the "SetProjection()" function 
also? 


Between moving the actual viewpoint and tweaking the projection distance, 
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(a back-and-forth kind of process, you'll see when you start messing with 
it) 

you should be able to get a nice view that looks close enough to your target 
without a huge amount of that "fishbowl" distortion at the edges of the 
screen. 


EdF 


—-MESSAGE FILE 16431 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000315 


—-MESSAGE FILE 16432 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 

6 

Path: chuka.playstation.co.uk!news 

From: "Twinn" <twinn@intonet.co.uk> 

Newsgroups: scea.yaroze.beginners 

Subject: Mem card transfer 

Date: Sat, 5 Jun 1999 21:26:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7jc17h$96612@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl61.intonet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0025_0O1BEAF9A.21FE7060" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This is a multi-part message in MIME format. 


aac =_NextPart_000_0025_0O1BEAF9A.21FE7060 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Can mem card files be transferred from PC to mem card with the usual = 
setup? 


=== = =_NextPart_000_0025_0O1BEAF9A.21FE7060 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Dwindows-1252" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2014.210" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3D"MS Sans Serif">Can mem card files be transferred from = 
PC to mem=20 

card with the usual setup?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3D"MS Sans Serif">Ric</FONT></DIV><FONT=20 
face=3D"Times New Roman"></FONT><FONT size=3D2></FONT></BODY></HTML> 


_———— =_NextPart_000_0025_0O1BEAF9A.21FE7060-- 


—-MESSAGE FILE 16432 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000316 


—-MESSAGE FILE 16433 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
7 

Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 
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Newsgroups: scea.yaroze.beginners 

Subject: COLLABORATION 

Date: Wed, 23 Jun 1999 20:06:13 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <37712215.AC1E2D05@sis.it> 
NNTP-Posting-Host: totaldipo-35.sis.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Is there some new beginner who want to start to programming together 
with me?? 


Tnk 
Niccolo’ 
Italy 


—-MESSAGE FILE 16433 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000317 


—--MESSAGE FILE 16434 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
8 

Path: chuka.playstation.co.uk!news 

From: Jol80@mdx.ac.uk (John Owens) 

Newsgroups: scea.yaroze.beginners 

Subject: 3D studio files 

Date: Wed, 06 Oct 1999 14:19:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <37fb58ea.177347542@news.playstation.co.uk> 
Reply-To: Jol80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-104.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I am a beginner to the Yaroze but I have come from an Opengl 
background so I have a few questions. 


1. Are you forced to use TMD files or can you use .3ds files instead 
and write your own reader and viewer, this goes for using other image 
formats as well instead of TIMs. 


2. On this same point does the full playstion development kit have 
this restriction. 


3. I see that the yaroze doesn't have a FPU and it has to do all 
floating point calculations in software so when it comes to matrix and 
v 

ք 


ector functions do people use fixed point maths or do they use 
loating point and let the library take care of the conversion as I 
see that the library has Vector and matrix funcs. 


Thanks for any help you can be 


-—-MESSAGE FILE 16434 END: net-—yaroze-usenet/00000002-SCEA/yaroze/beginners/00000318 


——MESSAGE FILE 16435 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000031 
9 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <lemont@defiantsoft.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Re: 3D studio files 

Date: Wed, 6 Oct 1999 11:37:41 -0400 

Organization: Defiant Games 

Lines: 45 

Message-ID: <7tfq7jSot91@scea> 

References: <37fb58ea.177347542@news.playstation.co.uk> 
NNTP-Posting-Host: 63.69.218.158 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


A TMD is not only a file format but a data structure. If you download the 
document from the yaroze web site that describes the format of a tmd file 
you could write a conversion tool yourself 3ds2TMD or you could even 

write a psx loader that loads the 3ds and dynamically create a .tmd at run 
time. 
and of course you would free the memory the .3ds file would take up right 
away. OpenGL is a very procedural low level API. The yaroze is very high 
level, this was done probably because the bulk of the users could not 
program a loader and conversion tools and all that. the goal was to create 
some objects in the yaroze format then quckly plug them into your 
application. I suggest you just write a conversion tool or a proprietary 
loader. and dynmically create the TMD file at run time. I debated over this 
before as well.seems more like a retained mode api , but it is not. even 
though sony made the yaroze easier by adding these functions there are 
loopholes. One MAJOR loophole is the data structures they expose to you. 
Once you understand these structures, you can create your own data and use 
them for your own dastardly deeds... 

Lemont Washington 

Defiant Games..... 

www.defiantsoft.com/ 

John Owens <Jo180@mdx.ac.uk> wrote in message 

news :37fb58ea.177347542@news.playstation.co.uk... 

> I am a beginner to the Yaroze but I have come from an Opengl 

background so I have a few questions. 


1. Are you forced to use TMD files or can you use .3ds files instead 
and write your own reader and viewer, this goes for using other image 
formats as well instead of TIMs. 


2. On this same point does the full playstion development kit have 
this restriction. 


3. I see that the yaroze doesn't have a FPU and it has to do all 
floating point calculations in software so when it comes to matrix and 
v 

ք 


ector functions do people use fixed point maths or do they use 
loating point and let the library take care of the conversion as I 
see that the library has Vector and matrix funcs. 


Thanks for any help you can be 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 16435 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000319 


—--MESSAGE FILE 16436 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000032 
0 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Brian Weed" <bweed@vipah.com> 

Newsgroups: scea.yaroze.beginners 

Subject: Timer 

Date: Tue, 26 Oct 1999 15:32:37 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <7v4vh8$9m44@scea> 

NNTP-Posting-Host: mail.vipah.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Is there a way to get timing information on the NetYaroze? 
I need a replacement for clock() (which apparently does not exist in the 
NetYaroze API). 


I looked at GetRCnt(), but, even though it says it returns a long, it only 
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uses a l6bit integer for it's counter, and therefore wraps around way too 
often. 


Brian Weed 
bweed at vipah dot com 


—-MESSAGE FILE 16436 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000320 


—-MESSAGE FILE 16437 START: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/0000032 
1 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.beginners 

Subject: Re: Timer 

Date: Mon, 01 Nov 1999 17:52:01 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <381DD341.A73076D@scee.sony.co.uk> 
References: <7v4vh8$9m44@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


Brian Weed wrote: 


Is there a way to get timing information on the NetYaroze? 
I need a replacement for clock() (which apparently does not exist in the 
NetYaroze API). 


I looked at GetRCnt(), but, even though it says it returns a long, it only 
uses a 16bit integer for it's counter, and therefore wraps around way too 
often. 


VVVVVVV VV 


You can use the Vsync function which returns the number of VSyncs since bootup (1/60 
or 1/50th per 
second, NTSC/PAL), HSyncs for TV scanlines and RCnt for anything in between. 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 
their prejudices. 
—-MESSAGE FILE 16437 END: net-yaroze-usenet/00000002-SCEA/yaroze/beginners/00000321 


TREE RHEE HEE EH 
NRE AE EAE FE HEE EH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk 
——HHEEEEEEE EE HEH 


—-MESSAGE FILE 16438 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000001 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: add group scea.yaroze.hardware 

Date: Wed, 23 Apr 1997 23:28:49 -0500 

Organization: prairie research 

Lines: 7 

Message-ID: <5jmncl$gill@scea> 

NNTP-Posting-Host: roin6-a05.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
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X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Would it be possible to add scea.yaroze.hardware as a news group? 


Bill Romanowski 


——MESSAGE FILE 16438 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000001 


—-MESSAGE FILE 16439 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000002 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Message archiving 

Date: Sat, 26 Apr 1997 23:11:25 -0700 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <3362EE0B.2302@san.rr.com> 

Reply-To: dwhite2@san.rr.com 

NNTP-Posting-Host: dt3h2n10.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Are these news messages going to be archived, kept on the 
server, or should we be saving them for future reference? 


David 
—--MESSAGE FILE 16439 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000002 


—-MESSAGE FILE 16440 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000003 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Message archiving 

Date: Sun, 27 Apr 1997 14:27:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33636077.360510@205.149.189.29> 

References: <3362EE0B.2302@san.rr.com> 

NNTP-Posting-Host: ind-0005-30.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


David, 


The messages will be left on the server for as long as possible. When 
the directories get too large, they will be archived. 


On Sat, 26 Apr 1997 23:11:25 -0700, David White <dwhite2@san.rr.com> 
wrote: 


>Are these news messages going to be archived, kept on the 
>server, or should we be saving them for future reference? 
> 

>David 


—-MESSAGE FILE 16440 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000003 


—-MESSAGE FILE 16441 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000004 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: bobt10@cris.com 

Newsgroups: scea.yaroze.freetalk 

Subject: posting code and pictures of Net Yaroze package on internet 

Date: Sun, 27 Apr 1997 18:11:59 -0500 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <3363DD3F.52FB@cris.com> 
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Path: chuka.playstation.co.uk!news 

From: shrewrs@aol.com (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC vs PSX 

Date: Fri, 06 Mar 1998 22:50:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35007d44.26464545@news.playstation.co.uk> 

References: <34295D09.8C4591C@ukonline.co.uk> <342A1541.4D88@interactive.sony.com> < 
6chkO0p$b31@chuka.playstation.co.uk> <34ECCE35.D1DE1778@cybec.com.au> <34ef472f.10136 
295@news.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


// There is irony in the PC versus PSX debate. It goes something 
// like this. 


#include "stubbornopinions.h" 


u_very_long Price_PC; 
u_long Price_PSX; 

u_long Quality_PC_games; 
u_long Quality_PSX_games; 


// where Price_PC > Price_PSX and Quality_PC_games 
// maybe <> Quality_PSX_games 
// However all of us on who own a yaroze have these new equations - 


u_very_very_long Price_Yaroze = Price_PC + Price_PSX + 450; 
short Quality_Yaroze_games; 


// where (Quality_Yaroze_games < Quality_PC_games) && 
// (Quality_Yaroze_games < Quality_PSX_games) 


// Robert Swan 
// rs108@mdx.ac.uk 
// http://www.netyaroze-europe.com/~middex2 


printf("Can't get money to eat now\n"); 


// This program shows I'm not all so eaten up with 

// hatred (see post on 2d_graphics 

—-MESSAGE FILE 1738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00441 


—-MESSAGE FILE 1739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000442 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Sat, 7 Mar 1998 19:38:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6ds87cSiap19@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm127.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:485 scee.yaroze.freetalk.english: 
442 


Kinda relevant.... 
I can't seem to get Hover to run - it sticks at the "Checking Memory Card" 


screen. A shame, really -- considering how many times it's been mentioned 
in these groups, I'd like to suss out our eastern pals' work! 


I kind of assume it has something to do with the pat0319.1lzh file that's 
mentioned in the Readme.txt, but I can't find this anywhere. Am I doing 
something dumb (wouldn't surprise me!) or can someone please point me at 
this file? 
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Reply-To: bobt10@cris.com 

NNTP-Posting-Host: 61021d0017ch.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


If I wanted to put some of my own written code on a web page 

outside of the Net Yaroze site, and also place some pictures of 

the dev kit, would I be violating the Net Yaroze license agreement? 

—-MESSAGE FILE 16441 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000004 


—-MESSAGE FILE 16442 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000005 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: posting code and pictures of Net Yaroze package on internet 
Date: Mon, 28 Apr 1997 10:39:39 -0700 

Organization: Sony Computer Entertainment America 

Lines: 17 

Message-ID: <3364E0DB.51E7@interactive.sony.com> 

References: <3363DD3F.52FB@cris.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


bobt10@cris.com wrote: 

> 

> If I wanted to put some of my own written code on a web page 

> outside of the Net Yaroze site, and also place some pictures of 

> the dev kit, would I be violating the Net Yaroze license agreement? 


I think you will be violating the license agreement if you post any 
source code outside of the Net Yaroze site. Pictures of the Net Yaroze 
kit will be ok I guess, ‘cause some of them are already available on the 
Home Page of Net Yaroze. 


May be Mario can elaborate on this a luttle more. 
Mario, are you there ? 


Pradip 
—-MESSAGE FILE 16442 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000005 


—-MESSAGE FILE 16443 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000006 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: posting code and pictures of Net Yaroze package on internet 
Date: Mon, 28 Apr 1997 20:09:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <3364fd0d.1994826@205.149.189.29> 

References: <3363DD3F.52FB@cris.com> 

NNTP-Posting-Host: ind-0016-20.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I've checked with my contacts at Sony and have been informed that your 
request lies in a gray area. Noone locally wants to give this sort of 
blanket permission. Without that permission, my recommendation would 

be that you not do it without first seeking the advice of an attorney. 


If the Sony legal department returns a decision on this, it will be 
posted here. 


Sorry if it seems like I'm passing the buck, but I am. :՞/ 


Mario 
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On Sun, 27 Apr 1997 18:11:59 -0500, bobt10@cris.com wrote: 


>If I wanted to put some of my own written code on a web page 
>outside of the Net Yaroze site, and also place some pictures of 
>the dev kit, would I be violating the Net Yaroze license agreement? 


—-MESSAGE FILE 16443 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000006 


—-MESSAGE FILE 16444 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000007 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Access to other sites? 

Date: Tue, 29 Apr 1997 07:55:24 +0000 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <3365A969.23D2@halcyon.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip3.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Has there been a decision on what's going to happen about getting stuff 
distributed from the Japanese and European sites? 


(I figure if I can't get much of anything to work now, then I should 
have much more luck doing the same stuff in Japanese...) 


eli 
—-MESSAGE FILE 16444 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000007 


—-MESSAGE FILE 16445 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000008 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Access to other sites? 

Date: Tue, 29 Apr 1997 21:25:48 GMT 

Organization: Sony Computer Entertainment 

Lines: 13 

Message-ID: <33666745.15188356@205.149.189.29> 

References: <3365A969.23D2@halcyon.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


You should have access to their website in about a week. 


On Tue, 29 Apr 1997 07:55:24 +0000, eli curtz <gromit@halcyon.com> 
wrote: 


>Has there been a decision on what's going to happen about getting stuff 
>distributed from the Japanese and European sites? 


> 

> (I figure if I can't get much of anything to work now, then I should 
>have much more luck doing the same stuff in Japanese...) 

> 

>eli 


—-MESSAGE FILE 16445 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000008 


—-MESSAGE FILE 16446 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000009 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More file formats 
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Date: Tue, 29 Apr 1997 14:58:02 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <wal-ya02408000R2904971458020001@news.scea.sony.com> 
References: <33657096.14133213@205.149.189.29> 
NNTP-Posting-Host: wal2.mfactory.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33657096.14133213@205.149.189.29>, mperdue@iquest.net (Mario 
Perdue) wrote: 


I have just finished posting the file formats for the RSD files and 
the TMD files. These are not the 'official' documents. They were 
created from html files obtained from the SCEE Net Yaroze site. The 
official files will be posted as soon as they become available. 


> 
> 
> 
> 
> 
> Mario 


Hooray, but I would have preferred that the original HIML documents were 
posted, rather than being converted to RTF; they would be more universally 
readable that way. I'm a Mac user, and I don't use Word, and the other apps 
I own that are supposed to read RTF are having problems with the posted 
files. 


Just my 2 cents. 
—-MESSAGE FILE 16446 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000009 


—-MESSAGE FILE 16447 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000010 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jeff Lawton <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: posting code and pictures of Net Yaroze package on internet 
Date: Tue, 29 Apr 1997 21:09:49 -0400 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33669BDD.D95@groupz.net> 

References: <3363DD3F.52FB@cris.com> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: 208.138.69.193 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


bobt10@cris.com wrote: 

> 

> If I wanted to put some of my own written code on a web page 

> outside of the Net Yaroze site, and also place some pictures of 

> the dev kit, would I be violating the Net Yaroze license agreement? 


I don't work with Sony or anything, but from what I have read and heard 
is you can post code as long as is does not contain any of the Sony 
owned libs.. GNU comes with a standard free lic on the code YOU write 
with GNU. If you read through the files on the Yaroze disk you'll find 
something that talks about that. 


If you go to the NY Times Yaroze web site he covers that topic in 
detail, and has some stuff he got from Sony explaining the lic. 


Regards, 


Jeff 
--MESSAGE FILE 16447 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000010 


—-MESSAGE FILE 16448 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000011 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: More file formats 

Date: Wed, 30 Apr 1997 02:31:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <3366ae8e.43961169@205.149.189.29> 

References: <33657096.14133213@205.149.189.29> <wal-ya02408000R2904971458020001@news 
.scea.sony.com> 

NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Wayne, 


Thanks for your input. We'll try to decide on a better format and 
re-post the files in whatever that format is soon. Hang in there. 


Mario 


On Tue, 29 Apr 1997 14:58:02 -0700, wal@blarg.net (wayne a. lee) 
wrote: 


>In article <33657096.14133213@205.149.189.29>, mperdue@iquest.net (Mario 
>Perdue) wrote: 

> 

>> I have just finished posting the file formats for the RSD files and 

>> the TMD files. These are not the 'official' documents. They were 

>> created from html files obtained from the SCEE Net Yaroze site. The 

>> official files will be posted as soon as they become available. 

>> 

>> Mario 

> 

>Hooray, but I would have preferred that the original HTML documents were 
>posted, rather than being converted to RTF; they would be more universally 
>readable that way. I'm a Mac user, and I don't use Word, and the other apps 
>I own that are supposed to read RTF are having problems with the posted 
>files. 

> 

>Just my 2 cents. 


——MESSAGE FILE 16448 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000011 


-—-MESSAGE FILE 16449 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000012 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: posting code and pictures of Net Yaroze package on internet 

Date: Wed, 30 Apr 1997 03:16:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <3366b8f1.46620582@205.149.189.29> 

References: <3363DD3F.52FB@cris.com> <33669BDD.D95@groupz.net> 

NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Jeff, 


Thanks for your input on this. I'll go take a look at the info at NY 
Times tonight. 


Mario 


On Tue, 29 Apr 1997 21:09:49 -0400, Jeff Lawton <jlawton@groupz.net> 
wrote: 


>bobt10@cris.com wrote: 

>> 

>> If I wanted to put some of my own written code on a web page 

>> outside of the Net Yaroze site, and also place some pictures of 

>> the dev kit, would I be violating the Net Yaroze license agreement? 


>I don't work with Sony or anything, but from what I have read and heard 
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>is you can post code as long as is does not contain any of the Sony 
>owned libs.. GNU comes with a standard free lic on the code YOU write 
>with GNU. If you read through the files on the Yaroze disk you'll find 
>something that talks about that. 

> 

>If you go to the NY Times Yaroze web site he covers that topic in 
>detail, and has some stuff he got from Sony explaining the lic. 

> 

>Regards, 

> 

>Jeff 


——MESSAGE FILE 16449 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000012 


—-MESSAGE FILE 16450 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000013 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More file formats 

Date: Tue, 29 Apr 1997 21:13:58 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <wal-ya02408000R2904972113580001@news.scea.sony.com> 

References: <33657096.14133213@205.149.189.29> <wal-ya02408000R2904971458020001@news 
.scea.sony.com> <3366ae8e.43961169@205.149.189.29> 

NNTP-Posting-Host: mg128-177.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <3366ae8e.43961169@205.149.189.29>, mperdue@iquest.net (Mario 
Perdue) wrote: 


Wayne, 


Thanks for your input. We'll try to decide on a better format and 


> 
> 
> 
> re-post the files in whatever that format is soon. Hang in there. 
> 
> 


Mario 


Thanks. BTW, I hope I didn't sound sarcastic or snarky in my previous post, 
I don't mean to sound ingrateful :-) 


I'm very happy to see the file formats, and for the record, I managed to 
get them printed out (we have Word at work). Thanks! 


wayne 
—--MESSAGE FILE 16450 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000013 


—-MESSAGE FILE 16451 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000014 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: EMail address change 

Date: Thu, 01 May 1997 13:32:29 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33689b14.6992900@205.149.189.29> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


If anyone has added my EMail address to their address book, please be 
advised that it has changed. My new EMail address is: 


mperdue@hrtc.net 


Mario 
—-MESSAGE FILE 16451 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000014 


Net Yaroze newsgroups message dump.txt Page 11116 


—-MESSAGE FILE 16452 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000015 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Welcome Throngs! 

Date: Thu, 01 May 1997 20:14:10 -0700 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <33695C00.6B5D@halcyon.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pml-ip12.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


This is just a nice friendly hello to the uncounted multitudes who are 
rushing to join us here in Yaroze-land! 


Just got the big glad-hand press release - I guess they must have tons 
of people signing up or they wouldn't be able to pay all the carnies. 


eli 
With your recommended daily dose of cynacism and sarcasm in one easy to 
read post! 


(And no, I'm not trying to insult anybody here - I just find the trade 
show and hype portions of the computer industry ridiculous...) 
—-MESSAGE FILE 16452 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000015 


—-MESSAGE FILE 16453 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000016 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: beyond the boot 

Date: Fri, 2 May 1997 19:34:24 -0500 

Organization: prairie research 

Lines: 32 

Message-ID: <5kel1j$bjf1@scea> 

NNTP-Posting-Host: roin0-a03.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


After yaroze boots, brings up CIP and some target exe is launched, 
can't a "homemade" CD-R be put in and accessed for (all) resources? 


Possibly, the PC/MAC could load a tiny shell, prompt for a disk, 

yaroze disk is exchanged for a CD-R, real game is booted from the disk, 
and we now have access 

to big game world fun. 


I know that the boot disk has to be there when the exe exits, 
but are there any other circumstances where the boot disk 

is called upon 

beyond when an exe directly reads the CD? 


Actually, we could same alot of trouble if the CIP would just 
be that "shell" anyway. Now we could run yaroze programs 
in a stand alone mode. Even better than that... 


Seeing that the yaroze is copy protected by the access key 

in conjunction with (I assume) the internal yaroze ROM, 

Sony could release a CIP runtime/boot that we could freely put on our 
CD-Rs as a boot image. Yaroze is still as protected as always, 

but now our learning experience can also involve large data 


Does this line of thinking violate our agreement? 
Is this another grey area? 
scea.yaroze.greyarea? 


Net Yaroze newsgroups message dump.txt Page 11117 


billr 


——MESSAGE FILE 16453 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000016 


—-MESSAGE FILE 16454 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000017 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: beyond the boot 

Date: Sat, 03 May 1997 02:31:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <336aa23f.50449482@205.149.189.29> 

References: <5kel1j$bjf1@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Bill, 


I think I'm going to 'pass the buck' again and let someone at Sony 
handle this inquery. 


Mario 


On Fri, 2 May 1997 19:34:24 -0500, "Bill Romanowski" 
<prairie@iquest.net> wrote: 


> 

>After yaroze boots, brings up CIP and some target exe is launched, 
>can't a "homemade" CD-R be put in and accessed for (all) resources? 
> 

> 

> 

> 

>Does this line of thinking violate our agreement? 

>Is this another grey area? 

>scea.yaroze.greyarea? 

> 

>billr 

> 

> 


—-MESSAGE FILE 16454 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000017 


—-MESSAGE FILE 16455 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000018 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Tekken 3? 

Date: 6 May 1997 03:11:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <0Olbc59cb$7ceef700$9973d9ce@mannynaj> 

NNTP-Posting-Host: dgr-il11-25.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Do you think that they will be able to squeeze Tekken 3 onto the PSX? 


I think we've all been programming long enough to be able to make educated 
guesses about the capabilty of the PlayStation... 


Manny Najera 
—-MESSAGE FILE 16455 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000018 


—-MESSAGE FILE 16456 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000019 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Test / missing news? 
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Date: Wed, 07 May 1997 14:24:46 -0700 
Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <3370F31D.FED@halcyon.com> 
Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip7.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Where did all the posts go? 


I logged on for the first time in a couple days and there's nothing on 
news.scea.sony.com. What gives? (Of course I am reading with NetScape, 
so it could just be expressing its lameness by not showing me posts...) 


eli curtz 
gromit@halcyon.com 
——MESSAGE FILE 16456 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000019 


—-MESSAGE FILE 16457 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000020 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Europe is cool... 

Date: 10 May 1997 03:16:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <0Olbc5cf0Sce7f£7fe0$2d91b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il1l-13.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I like the way SCEE has their Yaroze site set up. From what it looks like 
to me, they each get their own little ftp space to upload files. I know 
it's not a question of CAN, but will we (or do we) have a similar setup for 
our homepages? Լ would have my own page set up now, but I don't have any 
outside places to store pics and such. 


If I have been an unobservant slime and we actually have the same set up, 
please be kind enough to correct me in a non-violent way. 


Manny Najera 
--MESSAGE FILE 16457 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000020 


—--MESSAGE FILE 16458 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000021 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Europe is cool... 

Date: Sun, 11 May 1997 03:41:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33753£47.165801@205.149.189.29> 

References: <OlbcScf0$ce7f£7fe0$2d91b8cd@mannynaj> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 10 May 1997 03:16:49 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>I like the way SCEE has their Yaroze site set up. From what it looks like 
>to me, they each get their own little ftp space to upload files. I know 
>it's not a question of CAN, but will we (or do we) have a similar setup for 
>our homepages? I would have my own page set up now, but I don't have any 
>outside places to store pics and such. 

> 

>If I have been an unobservant slime and we actually have the same set up, 
>please be kind enough to correct me in a non-violent way. 

> 
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Manny, 


There are no plans to duplicate that capability on this side of the 
Atlantic. I agree that it's nice, but it's a real pain to manage. 


Mario 
—--MESSAGE FILE 16458 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000021 


—--MESSAGE FILE 16459 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000022 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Fred Flintstone" <Fred@Bedrock.Net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: beyond the boot 

Date: 12 May 1997 15:06:21 GMT 

Organization: Slate's Gravel Pit 

Lines: 36 

Message-ID: <0Olbc5See6$al2dbeb0Sbe8fb5cc@furlough> 

References: <5kel1j$bjf1@scea> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> After yaroze boots, brings up CIP and some target exe is launched, 
> can't a "homemade" CD-R be put in and accessed for (all) resources? 


I played with this all weekend.. The Yaroze never stops spinning the CD 
from what I've been able to see. So that in itself is a problem. You have 
to "Hot swap" the disks. 


> Possibly, the PC/MAC could load a tiny shell, prompt for a disk, 

> yaroze disk is exchanged for a CD-R, real game is booted from the disk, 
> and we now have access 

> to big game world fun. 

I wrote a routine that loaded the "system.cnf" file from the CD in the 
unit, and "printf'ed" it to the PC. After a disk swap, it would read the 
file, and dump it just fine. Soooo, in theory, you could read your data 
files from the CD-R. 


> I know that the boot disk has to be there when the exe exits, 


This isn't true. I exited and re-downloaded with a different CD in the 
drive! 


Seeing that the yaroze is copy protected by the access key 

in conjunction with (I assume) the internal yaroze ROM, 

Sony could release a CIP runtime/boot that we could freely put on our 
CD-Rs as a boot image. Yaroze is still as protected as always, 

but now our learning experience can also involve large data 


V V V V V 


Can't be done.. There is also the protection on the "Yaroze Boot Disc" 
that is required for the PS to load anything. This, I'M SURE Sony won't 
give up! 


Now what *I* want from Sony is a call to stop the CD from spinning so you 
can swap them safely! 


—-MESSAGE FILE 16459 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000022 


——MESSAGE FILE 16460 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000023 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: beyond the boot 

Date: 12 May 1997 15:51:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <0Olbc5Seec$edd91150$be8fb5cc@furlough> 

References: <5kelljSbjf1l@scea> <Olbc5ee6Sal2dbeb0Sbe8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Sorry about the previous post. I was in "Anti-Spam" mode for the regular 
newsgroups.. 


Fred Flintstone <Fred@Bedrock.Net> wrote in article 
<Olbc5ee6Sal2dbeb0$be8fb5cc@furlough>... 

> > After yaroze boots, brings up CIP and some target exe is launched, 
> > can't a "homemade" CD-R be put in and accessed for (all) resources? 
> 


> I played with this all weekend.. The Yaroze never stops spinning the CD 
> from what I've been able to see. So that in itself is a problem. You 
have 


> to "Hot swap" the disks. 


> Possibly, the PC/MAC could load a tiny shell, prompt for a disk, 

> yaroze disk is exchanged for a CD-R, real game is booted from the disk, 
> and we now have access 

> to big game world fun. 


I wrote a routine that loaded the "system.cnf" file from the CD in the 
unit, and "printf'ed" it to the PC. After a disk swap, it would read the 
file, and dump it just fine. Soooo, in theory, you could read your data 
files from the CD-R. 


> I know that the boot disk has to be there when the exe exits, 


This isn't true. I exited and re-downloaded with a different CD in the 
drive! 


> Seeing that the yaroze is copy protected by the access key 

> in conjunction with (I assume) the internal yaroze ROM, 

> Sony could release a CIP runtime/boot that we could freely put on our 
> 

> 


CD-Rs as a boot image. Yaroze is still as protected as always, 
but now our learning experience can also involve large data 


Can't be done.. There is also the protection on the "Yaroze Boot Disc" 
that is required for the PS to load anything. This, I'M SURE Sony won't 
give up! 


Now what "1" want from Sony is a call to stop the CD from spinning so you 
can swap them safely! 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV N N 


——MESSAGE FILE 16460 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000023 


—-MESSAGE FILE 16461 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000024 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Artist Wanted 

Date: Sun, 18 May 1997 11:22:25 -0500 

Organization: (no organization) 

Lines: 16 

Message-ID: <337F2CC1.3C8@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


HELP! 
I've written a little "PacMan(tm)" like game for Net Yaroze, but 
Sony wants the graphics to be less "PacMan(tm)" like. (I can't blame 


them really). 


I'm a programmer, not an artist, however, and my pitiful attempts to 
be one look silly. 


If you are an artist (or just have decent art skills!) looking for a 
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Thanks in advance, 
Mike 


mjhatfield@msn.com 


—-MESSAGE FILE 1739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00442 


-—-MESSAGE FILE 1740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000443 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Edge Competition 

Date: Mon, 09 Mar 1998 20:20:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35044e51.7543054@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Damn shame about having to put up our entries at midnight; I was 
hoping to work at least until 5 in the morning. 


Anyway, it's been pretty quiet on here concerning the games, and how 
many people might be entering, so I just thought I'd say, 'I'm doing 
one, how about anyone else?’ 


I tihnk I'm aware of only two others who are working on the 
competition, but it MUST be more than that! (One of the two is an 
educated guess too...) 


It seems that either people are too secretive, or they simply don't 
have time to tell people :) or maybe I'm the only one who has 
mentioned it on the newsgroups becuase I'm the only one with constant 
problems. Anyway, go on, let us all know. If there's only three of us, 
I won't bother finishing my game in time! 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 1740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00443 


—-MESSAGE FILE 1741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000444 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Sun, 08 Mar 1998 20:39:20 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 32 

Message-ID: <350301F8.88CE4029@codeworks.demon.co.uk> 
References: <35044e51.7543054@news.playstation.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I guess it was no secret (if you've seen the web page) I'm entering. 
I was hoping to upload a completish version tonight, but that's slipped 
big time. Its crashing all over the place. :-( 


It looks like I'm gonna have to remove a whole bunch of stuff just to 
cram it all in memory, there's also a whole bunch a stuff that's 
glitching. 
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quick, light project, email me, and I'll send you the graphics and 
engine and you can update the sprites. Of course, I'll give you credit 
for the art in the title screen! 


Ed Federmeyer 
fedeedw@charlie.cns.iit.edu 
—-MESSAGE FILE 16461 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000024 


—-MESSAGE FILE 16462 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000025 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Summer and Yaroze 

Date: Wed, 21 May 1997 16:48:17 +0000 

Organization: HandsOnToys, Inc. 

Lines: 1 

Message-ID: <33832752.1E3D@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Why does it have to be summer now that I have a yaroze... 
—-MESSAGE FILE 16462 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000025 


—-MESSAGE FILE 16463 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000026 
Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Summer and Yaroze 

Date: 22 May 1997 02:17:59 GMT 

Organization: Marconi 

Lines: 6 

Message-ID: <01bc6656$6c8976a0S6aa2cdcd@default> 
References: <33832752.1E3D@handsontoys.com> 
NNTP-Posting-Host: ppp-annex-0424.mtl.total.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Why does it have to be summer now that I have a yaroze... 
Because it is telling you that it is better than Summer! š) 
Nelson. 


——MESSAGE FILE 16463 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000026 


—-MESSAGE FILE 16464 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000027 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: walter griswold <walterg@mindspring.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Artist Wanted 

Date: Wed, 21 May 1997 23:56:16 -0700 

Organization: MindSpring Enterprises, Inc. 

Lines: 36 

Message-ID: <3383EE10.33D8@mindspring.com> 

References: <337F2CC1.3C8@charlie.cns.iit.edu> 

NNTP-Posting-Host: user-2k7i873.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ed Federmeyer wrote: 
> 
> HELP! 
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> 

> I've written a little "PacMan(tm)" like game for Net Yaroze, but 

> Sony wants the graphics to be less "PacMan(tm)" like. (I can't blame 
> them really). 

> 

> I'm a programmer, not an artist, however, and my pitiful attempts to 
> be one look silly. 

> 

> If you are an artist (or just have decent art skills!) looking for a 
> quick, light project, email me, and I'll send you the graphics and 

> engine and you can update the sprites. Օք course, I'll give you credit 
> for the art in the title screen! 

> 

> Ed Federmeyer 

> fedeedw@charlie.cns.iit.edu 

Dear Ed: 


Have you had a reply to this yet? If not, (or even if so, I guess) I 
may be able to help you. 

I have both Fractal Design Painter and a 3d rendering program on my PC, 
and I may be able to provide you with something to help. If you're 
interested, send me the samples at walterg@mindspring.com and I will do 
whatever I can. 

Of course, I need information about what you want in terms of an 
aesthetic. Almost anything will do. If you have a deadline, I also need 
that. 


I myself am also working on a game, but this is a fighting game (as 
though the PSX doesn't have enough already). I am trying to implement 
some ideas I haven't seen used together before, and things might turn 


out nicely. However, I still need to learn C syntax better. 
Anyway, send the samples if you're interested. 
Sincerely, 


Walter Griswold 
walterg@mindspring.com 
—-MESSAGE FILE 16464 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000027 


—-MESSAGE FILE 16465 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000028 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Access to other sites? 

Date: Sat, 24 May 1997 15:12:08 -0700 

Organization: SCEA Net Yaroze News 

Lines: 13 
Message-ID: <338767B8.49EF@znet.com> 

References: <3365A969.23D2@halcyon.com> <33666745.15188356@205.149.189.29> 
NNTP-Posting-Host: capts-—33.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Greg LaBrec wrote: 

> 

> You should have access to their website in about a week. 
> 


I do, thanks. 
Does this mean they (europs) have access to ours (amerops) ? 


regards, 
kirk 


kbender@znet.com 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 16465 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000028 


—-MESSAGE FILE 16466 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000029 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Access to other sites? 
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Date: Sun, 25 May 1997 11:02:24 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33881cle.8266779@205.149.189.29> 

References: <3365A969.23D2@halcyon.com> <33666745.15188356@205.149.189.29> <338767B8 
.49EF@znet .com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 24 May 1997 15:12:08 -0700, Kirk Bender <kbender@znet.com> 
wrote: 


>Greg LaBrec wrote: 

>> 

>> You should have access to their website in about a week. 
>> 

> 

>I do, thanks. 

>Does this mean they (europs) have access to ours (amerops) ? 


Yes, they do. 


Mario 
—--MESSAGE FILE 16466 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000029 


——MESSAGE FILE 16467 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000030 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: scorn@pacbell.net (Rajiv Patel) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Access to other sites? 

Date: Mon, 26 May 1997 18:10:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <3389d16d.9858155@news.scea.sony.com> 

References: <3365A969.23D2@halcyon.com> <33666745.15188356@205.149.189.29> 
NNTP-Posting-Host: ppp-206-170-223-144.anhm01.pacbell.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.01/32.397 


On Tue, 29 Apr 1997 21:25:48 GMT, greg_labrec@interactive.sony.com 
(Greg LaBrec) wrote: 


>You should have access to their website in about a week. 

> 

>On Tue, 29 Apr 1997 07:55:24 +0000, eli curtz <gromit@halcyon.com> 

>wrote: 

> 

>>Has there been a decision on what's going to happen about getting stuff 
>>distributed from the Japanese and European sites? 

>> 

>> (I figure if I can't get much of anything to work now, then I should 
>>have much more luck doing the same stuff in Japanese...) 


I can't get into the SCEE site at all. I keep getting "Authorization 
Failed". 


raj 
—-MESSAGE FILE 16467 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000030 


—-MESSAGE FILE 16468 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000031 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Access to other sites? 

Date: Tue, 27 May 1997 10:49:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <338abba7.32077537@205.149.189.29> 

References: <3365A969.23D2@halcyon.com> <33666745.15188356@205.149.189.29> <3389d16d 
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-9858155@news.scea.sony.com> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 26 May 1997 18:10:05 GMT, scorn@pacbell.net (Rajiv Patel) 
wrote: 


>I can't get into the SCEE site at all. I keep getting "Authorization 
>Failed". 

> 

raj, 


This should be working. Maybe someone from Sony can check into it when 
they get into the office after the long weekend. 


Mario 


—-MESSAGE FILE 16468 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000031 


—-MESSAGE FILE 16469 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000032 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Patrick Devine <jehu@ranch.org> 

Newsgroups: scea.yaroze.freetalk 

Subject: Linux and Yaroze 

Date: Tue, 27 May 1997 14:47:38 -0700 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <338B567A.EEAD686@ranch.org> 

NNTP-Posting-Host: magritte.artschool.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.27 i586) 


I actually just got my Yaroze, and I haven't even been able to try it 
out yet (my computer is in storage as I'm moving this weekend) but I'm 
dieing to get it out and I already have a boatload of questions; I 
will, however, keep it short for fearing I'll stick my foot in my mouth 
and ask something obvious once I can pull the damn thing out of the box 
-- here goes: 


- Has anyone attempted to get it to work with Linux? Linux comes with 
GCC, offers an excellent development environment and IMHO kicks 
MS-Windows butt in terms of the strengths of an OS; with the possible 
exceptions of not having enough apps -- anyhow, it's free, it's great, 
it would be lots of fun to do development work with it for something 
like Yaroze. 


What would it entail, is it worth the time to even attempt to write 
something? 


թ. 
——MESSAGE FILE 16469 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000032 


—-MESSAGE FILE 16470 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000033 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Wed, 28 May 1997 15:19:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <338c4a3e.1927717@205.149.189.29> 

References: <338B567A.EEAD686@ranch.org> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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On Tue, 27 May 1997 14:47:38 -0700, Patrick Devine <jehu@ranch.org> 
wrote: 


>- Has anyone attempted to get it to work with Linux? Linux comes with 
>GCC, offers an excellent development environment and IMHO kicks 
>MS-Windows butt in terms of the strengths of an OS; with the possible 
>exceptions of not having enough apps -- anyhow, it's free, it's great, 
>it would be lots of fun to do development work with it for something 
>like Yaroze. 


Pat, 


I don't know of anyone who is doing Net Yaroze work with Linux. The 
tools provided with the Yaroze system are, for the most part, DOS 
tools. As such, you're pretty much limited to DOS or Windows as 
development environments. 


Mario 
—-MESSAGE FILE 16470 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000033 


—-MESSAGE FILE 16471 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000034 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Tue, 27 May 1997 23:14:27 +0000 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <338B6AD2.1CFA@bmc.com> 

References: <338B567A.EEAD686@ranch.org> <338c4a3e.1927717@205.149.189.29> 
NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Mario Perdue wrote: 


I don't know of anyone who is doing Net Yaroze work with Linux. The 
tools provided with the Yaroze system are, for the most part, DOS 
tools. As such, you're pretty much limited to DOS or Windows as 
development environments. 


VV V V V V 


Well Linux has a DOS emulator too. 
When I get time I will try it to see if the tools will work under it. 
Most DOS programs work under it. 


I would love to be able to use Linux for Yaroze development. 
Win95 is too unstable and NT beats my high-end PC to death. 
--MESSAGE FILE 16471 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000034 


--MESSAGE FILE 16472 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000035 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: [frivolous] NetYaroze merchandising? 

Date: Tue, 27 May 1997 23:36:43 -0700 

Organization: SCEA Net Yaroze News 

Lines: 8 
Message-ID: <wal-ya02408000R2705972336430001@news.scea.sony.com> 
NNTP-Posting-Host: ppp017-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


This has nothing to do with actual coding or anything, but are there any 
plans for stickers, patches, t-shirts or whatever with the Net Yaroze logo 
on it? Obviously a low priority, but it's just a thought... I'd make my own 
but I'm sure I wouldn't be allowed to distribute anything with any Sony 
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trademarks. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 16472 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000035 


—-MESSAGE FILE 16473 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000036 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Link-up games... over the Internet! And more.... 

Date: Thu, 29 May 1997 01:52:35 -0500 

Organization: The Implementor 

Lines: 26 

Message-ID: <338D27B3.225C@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx2-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:36 scee.yaroze.freetalk.english:1 
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I have completed my PSXsock utility program for Windows 95/NT4 which 
allows the Yaroze (tm) to be accessed via TCP/IP sockets. It allows 
your PC to act as a socket server or client. Using PSXsock, two 
Yaroze systems can be connected, allowing link-up games to be 
written/debugged/played via any TCP/IP network (including LANs and 
dial-up networking connections). In fact, even commercial PSX games 
should work (Internet WipeOut, anyone?). Also, PSXsock will act as 
a server for local connections, allowing utility programs (such as 
replacements for SIOCONS) to be written (in fact, I'm working on 
some of these right now; more on this later). 


This is the initial release of PSXsock, and so it is bound to have 
bugs, so if (when) you find some, let me know (kindly). I will 
try to fix them as quickly and cleanly as possible. 


Other upcoming additions include a Win32 DLL which provides a high- 
level interface, allowing you to write Win32 programs to perform 
such tasks as file/data upload, program execution, etc. -- anything 
that SIOCONS can do, and then some. More on this as things 
develop. 


I am about to go and post the PSXsock archive (PSXSOCK.ZIP) on the 

SCEA web site. I haven't tried uploading anything there yet, so 

if you can't find it, or I fouled up in uploading it somehow, let 

me know; also, if you want, I can email it to you instead (it is 

only 21K zipped). 

—-MESSAGE FILE 16473 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000036 


——MESSAGE FILE 16474 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000037 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: scorn@pacbell.net (Rajiv Patel) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Thu, 29 May 1997 03:58:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <338cfe5c.903118@news.scea.sony.com> 

References: <338B567A.EEAD686@ranch.org> <338c4a3e.1927717@205.149.189.29> <338B6AD2 
. LCFA@bmc.com> 

NNTP-Posting-Host: ppp-206-170-223-216.anhm01.pacbell.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.01/32.397 


On Tue, 27 May 1997 23:14:27 +0000, Kevin Holbrook 
<Kevin_Holbrook@bmc.com> wrote: 
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>Well Linux has a DOS emulator too. 

>When I get time I will try it to see if the tools will work under it. 
>Most DOS programs work under it. 
> 
>I would love to be able to use Linux for Yaroze development. 
>Win95 is too unstable and NT beats my high-end PC to death. 


How high-end is your high-end PC? I'm running NT on a P133 with 64M 
and it's on average 20-30% faster than Win95 for everything but games. 
Games that run in NT (Outlaws demo, GLQuake) run 5-10% faster in NT 
than in Win95. 


raj 
—--MESSAGE FILE 16474 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000037 


—-MESSAGE FILE 16475 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000038 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Link-up games... over the Internet! And more.... 

Date: Thu, 29 May 1997 02:22:50 -0500 

Organization: The Implementor 

Lines: 15 

Message-ID: <338D2ECA.2306@ix.netcom.com> 

References: <338D27B3.225C@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx2-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:38 scee.yaroze.freetalk.english:1 
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Behold, for the Scribes of the Ancients record that I spake thusly: 
> I have completed my PSXsock utility program for Windows 95/NT4 
> which allows the Yaroze (tm) to be accessed via TCP/IP sockets. 
| 22; 251] 
> I am about to go and post the PSXsock archive (PSXSOCK.ZIP) on 
> the SCEA web site. 


Woe unto the unprepared -- little did I know that files uploaded are 
not immediately available on this site. I uploaded the archive, but 
it will not be available for download until it is duly authorized by 


whomever is in charge there. When this is done it will be available 
from the following web site: 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
Most likely it will be available later today (the 29th), but if not, 
email me and I'll send you a copy. 
—-MESSAGE FILE 16475 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000038 


—-MESSAGE FILE 16476 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000039 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: [frivolous] NetYaroze merchandising? 

Date: Thu, 29 May 1997 18:24:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <338dc995.1516433@news.scea.sony.com> 

References: <wal-ya02408000R2705972336430001@news.scea.sony.com> 
NNTP-Posting-Host: nb5ppp172.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


I think all Net Yaroze members should get complimentary 
t-shirts with their development kit to endorse it! What do you say? 


Jamin Frederick 
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On Tue, 27 May 1997 23:36:43 -0700, wal@blarg.net (wayne a. lee) 
wrote: 


>This has nothing to do with actual coding or anything, but are there any 
>plans for stickers, patches, t-shirts or whatever with the Net Yaroze logo 
>on it? Obviously a low priority, but it's just a thought... I'd make my own 
>but I'm sure I wouldn't be allowed to distribute anything with any Sony 
>trademarks. 

> 

>—— 

>wayne a. lee <wal@blarg.net> 


——MESSAGE FILE 16476 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000039 


——MESSAGE FILE 16477 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000040 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Thu, 29 May 1997 16:01:33 -0500 

Organization: SCEA Net Yaroze News 

Lines: 38 

Message-ID: <338DEEAD.79258B34@bmc.com> 


References: <338B567A.EEAD686@ranch.org> <338c4a3e.1927717@205.149.189.29> ՀՅՅՑ) 


-1CFA@bmc.com> <338cfe5c.903118@news.scea.sony.com> 
NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; U; Linux 2.0.26 i586) 


Rajiv Patel wrote: 


>I would love to be able to use Linux for Yaroze development. 
>Win95 is too unstable and NT beats my high-end PC to death. 


How high-end is your high-end PC? I'm running NT on a P133 with 64M 
and it's on average 20-30% faster than Win95 for everything but games. 
Games that run in NT (Outlaws demo, GLQuake) run 5-10% faster in NT 
than in Win95. 


VVVVVVV VV 


Well my statement comes from comparing another multi-tasking OS to NT - 
Linux. 


My PC is a Pentium 166 with 96M Ram and 10Gig of disk. I triple boot 
between Win95, NT 4.0 and Linux 2.0.26 


Here's my experience with the three: 


Speed Stability (* = poor **** = excellent) 
Win95 ** * 
NT 4.0 KKK kk 
Linux 2.0 ախն ***x* 


I really only use Win95 for games and one graphic modelling program. 

I pretty much quit using NT after it erased one of my hard drives. (I 
deal with it too much at work anyways) 

Linux is my OS of choice, and I have all the GUI bells and whistles to 
boot. 


The yaroze really doesn't care what platform the data comes from. It's 

not a Intel platform either (thank GOD). I just wished Sony would open 

up with a little more information about the protocols and such so some 

of us could make more/better tools available. After all I bought into 

Sony's vision, I only want to help them as much as I can, I'm not after 
trade secrets. 


Kevin 


B6AD2 


—-MESSAGE FILE 16477 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000040 
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-—-MESSAGE FILE 16478 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000041 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: 30 May 1997 02:02:03 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 27 

Message-ID: <5mlcerS6h7@newsl.scei.co.jp> 

References: <338B567A.EEAD686@ranch.org> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


In article <338B567A.EEAD686@ranch.org> 
jehu@ranch.org writes: 


>- Has anyone attempted to get it to work with Linux? Linux comes with 


Yes. There are some patches for BINUTILS/GCC/GDB on Japanese Yaroze site. 
(Mr. Motohashi has made this patch.) 
These works fine almost UNIX environment. (Linux, BSDs, SunOS etc.) 


And Mr. Motohashi make a utility "hssutils" to transmit UNIX<->PS, too. 
This tool uses HSS protocol to transmit a data to PlayStation. 

The HSS protocol is used by GDB and need to run RDB.EXE on 

PlayStation when using. 


I made another tool "SIOCONS for UNIX" for UNIX environment. 
This works like original siocons almost same. 

(Ive checked this program works fine on OpenBSD and FreeBSD. 
I think It will work on Linux, too ) 


You can get these patches and tools from Japanese site. 
Mr. Motohashi's page: http://wwwl.scei.co. jp/~byz00002/unix/ 
My page: http://wwwl.scei.co.jp/~crj00686/ 


** These pages and tool's documents are written in Japanese. 
** I don't know whether SCEA/SCEE people can access to SCEI or not. 


Go Watanabe go@cclub.tutcc.tut.ac.jp 
—-MESSAGE FILE 16478 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000041 


—-MESSAGE FILE 16479 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000042 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jehu J. Jackson" <jehu@artschool.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Fri, 30 May 1997 09:45:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <338F041B.678ED288@artschool.com> 

References: <338B567A.EEAD686@ranch.org> <5mlcerS6h7@newsl.scei.co.jp> 
NNTP-Posting-Host: 207.23.82.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (WinNT; 1) 

X-Priority: 3 (Normal) 


This all sounds great (too good to be true almost), however 
unfortunately SCEA members can't seem to get into the SCEI website. 
Argh. 


How does the quality compare between Mr. Motohashi's utilities and the 
normal Sony utilities? 


I'd also love to see your SIOCONS utility as well. 
p. 
Go Watanabe wrote: 


> In article <338B567A.EEAD686@ranch.org> 
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jehu@ranch.org writes: 


>- Has anyone attempted to get it to work with Linux? Linux comes 
with 


Yes. There are some patches for BINUTILS/GCC/GDB on Japanese Yaroze 
site. 

(Mr. Motohashi has made this patch.) 

These works fine almost UNIX environment. (Linux, BSDs, SunOS etc.) 


And Mr. Motohashi make a utility "hssutils" to transmit UNIX<->PS, 
too. 

This tool uses HSS protocol to transmit a data to PlayStation. 

The HSS protocol is used by GDB and need to run RDB.EXE on 
PlayStation when using. 


I made another tool "SIOCONS for UNIX" for UNIX environment. 

This works like original siocons almost same. 

(Ive checked this program works fine on OpenBSD and FreeBSD. 
I think It will work on Linux, too ) 


You can get these patches and tools from Japanese site. 
Mr. Motohashi's page: http://wwwl.scei.co.jp/~byz00002/unix/ 
My page: http://wwwl.scei.co.jp/~crj00686/ 


** These pages and tool's documents are written in Japanese. 
** I don't know whether SCEA/SCEE people can access to SCEI or not. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


——MESSAGE FILE 16479 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000042 


—-MESSAGE FILE 16480 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000043 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Yaroze I/O 

Date: Sat, 31 May 1997 01:59:40 -0500 

Organization: The Implementor 

Lines: 6 

Message-ID: <338FCC5C.5E46@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx5-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:43 scee.yaroze.freetalk.english:1 
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For those who were asking (and anyone else for that matter), I have 
put up some source code showing how to perform I/O with the Yaroze 
using the PSXsock utility. There is also version 1.01 of PSXsock 
(puts your Yaroze on a TCP/IP network) and a summary of the file 
upload protocol. 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
——MESSAGE FILE 16480 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000043 


—-MESSAGE FILE 16481 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000044 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: 2 megs too little? 

Date: 1 Jun 1997 04:06:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 
Message-ID: <01lbc6e41Se5bc8c40$6473d9ce@mannynaj> 
NNTP-Posting-Host: dgr-il9-36.ix.netcom.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Most of the complaints about the Yaroze from people who don't own one are 
about the 2 meg memory limit. They say that no serious game can be made 
with "only" 2 megs. 
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Jim 
Robert Swan wrote: 


Damn shame about having to put up our entries at midnight; I was 
hoping to work at least until 5 in the morning. 


Anyway, it's been pretty quiet on here concerning the games, and how 
many people might be entering, so I just thought I'd say, 'I'm doing 
one, how about anyone else?' 


I tihnk I'm aware of only two others who are working on the 


competition, but it MUST be more than that! (One of the two is an 
educated guess too...) 


It seems that either people are too secretive, or they simply don't 
have time to tell people :) or maybe I'm the only one who has 
mentioned it on the newsgroups becuase I'm the only one with constant 
problems. Anyway, go on, let us all know. If there's only three of us, 
I won't bother finishing my game in time! 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 1741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00444 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 1742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000445 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: 9 Mar 1998 21:47:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bd4ba5$4ab98080$763a63c3@default> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> 

NNTP-Posting-Host: host5-99-58-118.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there, 


Well I was working on a game for the compo but due some big *&%%*S% 

not coming in to work that messed up a lot of the plans I had. 

Not to worry though I will be putting it up for the deadline it just wont 
be 

anywhere near finished. 


Pete. 


Jim <jim@codeworks.demon.co.uk> wrote in article 
<350301F8.88CE4029@codeworks.demon.co.uk>... 
> I guess it was no secret (if you've seen the web page) I'm entering. 
I was hoping to upload a completish version tonight, but that's slipped 
big time. Its crashing all over the place. :-( 


> 

> 

> 

> It looks like I'm gonna have to remove a whole bunch of stuff just to 
> cram it all in memory, there's also a whole bunch a stuff that's 
> 
> 
> 
> 


glitching. 


Jim 


—-MESSAGE FILE 1742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00445 


—-MESSAGE FILE 1743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000446 
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From what I've seen in the month or so I've been working with it, I've had 
no problems at all due to memory limits. Has anyone run into problems with 
memory? 


Manny Najera 
——MESSAGE FILE 16481 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000044 


—-MESSAGE FILE 16482 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000045 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Amelia DY Holman <amelia_holman@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Sun, 01 Jun 1997 09:12:49 -0700 

Organization: SCEA Net Yaroze News 

Lines: 62 

Message-ID: <33919F81.DC@dial.pipex.com> 

References: <338B567A.EEAD686@ranch.org> <5mlcerS6h7@newsl.scei.co.jp> <338F041B.678 
ED288@artschool.com> 

NNTP-Posting-Host: ae094.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

To: "Jehu J. Jackson" <jehu@artschool.com> 


Goto "Utilities & Links" on the SCEE site (http://www.playstation.co.uk/yaroze) 
where your UserID and Password from this site will allow you entrance. 


There, you can browse a mirror of the SCEI site. (The ~'s won't work, but you 

can go straight to 
http://www.playstation.co.uk/yaroze_scei/homepages/home00/byz00002/public_html/unix/ 
or 

http://www.playstation.co.uk/yaroze_scei/homepages/home00/cr j00686/public_htm1/ 
(Also, take a look at the SCEE "Homepages" section - one of the SCEE Members 

has ported the tools to Amiga as well)... 


Paul@SCEE 


Jehu J. Jackson wrote: 


This all sounds great (too good to be true almost), however 
unfortunately SCEA members can't seem to get into the SCEI website. 
Argh. 


How does the quality compare between Mr. Motohashi's utilities and the 
normal Sony utilities? 


I'd also love to see your SIOCONS utility as well. 


p. 
Go Watanabe wrote: 


In article <338B567A.EEAD686@ranch.org> 
jehu@ranch.org writes: 


>- Has anyone attempted to get it to work with Linux? Linux comes 
with 


Yes. There are some patches for BINUTILS/GCC/GDB on Japanese Yaroze 
site. 

(Mr. Motohashi has made this patch.) 

These works fine almost UNIX environment. (Linux, BSDs, SunOS etc.) 


And Mr. Motohashi make a utility "hssutils" to transmit UNIX<->PS, 
too. 


VVVVVVVVVVVVVV VV VV VV VV VV VV OV 


VVVVVVVVVVV VV 
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This tool uses HSS protocol to transmit a data to PlayStation. 
The HSS protocol is used by GDB and need to run RDB.EXE on 
PlayStation when using. 


I made another tool "SIOCONS for UNIX" for UNIX environment. 

This works like original siocons almost same. 

(Ive checked this program works fine on OpenBSD and FreeBSD. 
I think It will work on Linux, too ) 


You can get these patches and tools from Japanese site. 
Mr. Motohashi's page: http://wwwl.scei.co.jp/~byz00002/unix/ 
My page: http://wwwl.scei.co.jp/~crj00686/ 


** These pages and tool's documents are written in Japanese. 
** I don't know whether SCEA/SCEE people can access to SCEI or not. 


VVVVVVVVVVV VV VV 
VVVVVVVVVVV VV VV 


—-MESSAGE FILE 16482 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000045 


—-MESSAGE FILE 16483 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000046 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: scorn@pacbell.net (Rajiv Patel) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2 megs too little? 

Date: Sun, 01 Jun 1997 17:23:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <3391laf86.1616093@news.scea.sony.com> 

References: <Olbc6e41$e5bc8c40$6473d9ce@mannynaj> 
NNTP-Posting-Host: ppp-206-170-223-132.anhm01.pacbell.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.01/32.397 


On 1 Jun 1997 04:06:41 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>Most of the complaints about the Yaroze from people who don't own one are 
>about the 2 meg memory limit. They say that no serious game can be made 
>with "only" 2 megs. 


That makes them fools because a full-blown PSX has "only" 2 megs. 
>From what I've seen in the month or so I've been working with it, I've had 


>no problems at all due to memory limits. Has anyone run into problems with 
>memory? 


Not I. Tell these people to check out Ridge Racer or WipeOut XL. 

Each level of these games is entirely memory resident. Remember, any 
game that uses Redbook audio has to load the entire level into memory, 
because the CD is effectively lost to you while the audio is playing. 


raj 
—--MESSAGE FILE 16483 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000046 


—-MESSAGE FILE 16484 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000047 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Fabulous" <potomacl@medifax.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Sat, 31 May 1997 16:43:04 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33909B68.1BD0@medifax.com> 

References: <338FCC5C.5E46@ix.netcom. com> 

NNTP-Posting-Host: host-—207-53-19-216.bna.bellsouth.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:47 scee.yaroze.freetalk.english:1 
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Spellweaver wrote: 


For those who were asking (and anyone else for that matter), I have 
put up some source code showing how to perform I/O with the Yaroze 
using the PSXsock utility. There is also version 1.01 of PSXsock 
(puts your Yaroze on a TCP/IP network) and a summary of the file 
upload protocol. 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 


VV V V V V V 


Just bouncing this around, and wondered if there would be a way 
to download files from the PC to the Yaroze employing this 
method. Thus, allowing us to write programs that are larger 
than 2 meg.. 


Thoughts?? 
—-MESSAGE FILE 16484 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000047 


——MESSAGE FILE 16485 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000048 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2 megs too little? 

Date: Sun, 01 Jun 1997 05:40:14 -0500 

Organization: The Implementor 

Lines: 10 

Message-ID: <3391518E.4538@ix.netcom.com> 

References: <Olbc6e41Se5bc8c40$6473d9ce@mannynaj> <3391laf86.1616093@news.scea.sony.c 
om> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx13-07.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Quoth Rajiv Patel: 
eek 

Tell these people to check out Ridge Racer or WipeOut XL. 
Each level of these games is entirely memory resident. 
Remember, any game that uses Redbook audio has to load the 
entire level into memory, because the CD is effectively lost 
to you while the audio is playing. 


V V V V ԿՀ 


This is true; don't forget, however, that we have a sizeable 
chunk of memory taken up by the Yaroze libraries, etc.. 
——MESSAGE FILE 16485 END: net-yaroze-usenet/00000002-SCFA/yaroze/freetalk/00000048 


——MESSAGE FILE 16486 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000049 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.hardware,scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Sun, 01 Jun 1997 05:36:49 -0500 

Organization: The Implementor 

Lines: 23 

Message-ID: <339150C1.68D4@ix.netcom.com> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx13-07.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: "Mr. Fabulous" <potomacl@medifax.com> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:49 scee.yaroze.freetalk.english:1 
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Quoth Mr. Fabulous: 
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Spellweaver wrote: 
> For those who were asking (and anyone else for that matter), 

> I have put up some source code showing how to perform I/O 

> with the Yaroze using the PSXsock utility. There is also 

> version 1.01 of PSXsock (puts your Yaroze on a TCP/IP network) 
> and a summary of the file upload protocol. 

> http://www.scea.sony.com/net/yaroze/pages/ jblack. html 

Just bouncing this around, and wondered if there would be a way 
to download files from the PC to the Yaroze employing this 
method. Thus, allowing us to write programs that are larger 
than 2 meg.. 


VVVVVVVVVV VV 


It should be possible. You would need to work out the protocol. 
Just write a Win32 app that connects to the Yaroze socket, and 
when the Yaroze requests a file, send it to the socket (it would 

be up to the Yaroze program to actually transfer the data into 

the proper memory location, but that is not difficult). 

I will probably put something of this sort in the utility 

program that I'm working on. If anyone has any protocol 

suggestions (i.e., how much error detection should I include, 

etc.), let me know. 

——MESSAGE FILE 16486 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000049 


——MESSAGE FILE 16487 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000050 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: scorn@pacbell.net (Rajiv Patel) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2 megs too little? 

Date: Mon, 02 Jun 1997 01:43:39 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33922490.12898697@news.scea.sony.com> 

References: <Olbc6e41S$e5bc8c40$6473d9ce@mannynaj> <3391laf86.1616093@news.scea.sony.c 
om> <3391518E.4538@ix.netcom. com> 

NNTP-Posting-Host: ppp-206-170-220-75.anhm01.pacbell.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.01/32.397 


On Sun, 01 Jun 1997 05:40:14 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>Quoth Rajiv Patel: 
wae, l 

Tell these people to check out Ridge Racer or WipeOut XL. 
Each level of these games is entirely memory resident. 
Remember, any game that uses Redbook audio has to load the 
entire level into memory, because the CD is effectively lost 
to you while the audio is playing. 


VV V V V V V 
V V V V V — 


>This is true; don't forget, however, that we have a sizeable 
>chunk of memory taken up by the Yaroze libraries, etc.. 


Fair enough. Still, there's LOTS left over, and we don't have to 
worry (can't worry) about MDEC code for FMV, or Redbook code or any of 
the like. I don't think we're facing any real restriction. 


Also, remember that there are libraries that you have to link in for 
full-blown PSX development too. I don't doubt that they're around the 
same size as the Yaroze libs. 


raj 
—-MESSAGE FILE 16487 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000050 


—-MESSAGE FILE 16488 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000051 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2 megs too little? 
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Date: Mon, 02 Jun 1997 01:20:39 -0500 

Organization: The Implementor 

Lines: 20 

Message-ID: <33926637.44F4@ix.netcom.com> 

References: <Olbc6e41Se5bc8c40$6473d9ce@mannynaj> <339laf86.1616093@news.scea.sony.c 
om> <3391518E.4538@ix.netcom.com> <33922490.12898697@news.scea.sony.com> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx3-13.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Quoth Rajiv Patel wrote: 

ree J 

Fair enough. Still, there's LOTS left over, and we don't have to 
worry (can't worry) about MDEC code for FMV, or Redbook code or 
any of the like. I don't think we're facing any real restriction. 


Also, remember that there are libraries that you have to link in 
for full-blown PSX development too. I don't doubt that they're 
around the same size as the Yaroze libs. 


V V V V V V V— 


True. I'm not disagreeing -- I haven't run into any memory shortage 
yet (though admittedly most of my Yaroze time has been working on 
Yaroze/PC tools, and not yet on Yaroze games). I do suspect, though, 
that although the commercial libs are probably comparable in size, 
they don't all have to be loaded (whereas we always have Yaroze I/O 
drivers and such resident). Still, even if we do run out of memory, 
we can still load code in sections (as most commercial games do, i.e., 
when changing levels) -- either from a CD, or pipe it down the serial 
line. 1 don't think that it will be a major problem, though I think 
that sooner or later it will at least get in the way a bit. 

—-MESSAGE FILE 16488 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000051 


—-MESSAGE FILE 16489 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000052 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jehu J. Jackson" <jehu@artschool.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and Yaroze 

Date: Mon, 02 Jun 1997 09:07:42 -0700 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <3392EFCE.336EB237@artschool.com> 

References: <338B567A.EEAD686@ranch.org> <5mlcerS6h7@newsl.scei.co.jp> <338F041B.678 
ED288@artschool.com> <33919F81.DC@dial.pipex.com> 

NNTP-Posting-—Host: 207.23.82.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (WinNT; 1) 

X-Priority: 3 (Normal) 


Amelia DY Holman wrote: 


> Goto "Utilities & Links" on the SCEE site 
> (http://www.playstation.co.uk/yaroze) 
> where your UserID and Password from this site will allow you entrance. 


It won't let me in there either .. Ergh. 


—--MESSAGE FILE 16489 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000052 


—-MESSAGE FILE 16490 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000053 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2 megs too little? 

Date: Wed, 4 Jun 1997 16:03:08 -0700 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <5n4rt7$7d026@scea> 
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References: <Olbc6e41Se5bc8c40$6473d9ce@mannynaj> <3391laf86.1616093@news.scea.sony.c 
om> <3391518E.4538@ix.netcom.com> <33922490.12898697@news.scea.sony.com> <33926637.4 
4F4@ix.netcom. com> 
NNTP-Posting-Host: pm3b-7.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="us-ascii" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Did you guys know that there is a nice routine that enables your PS to load 
files in the host machine(PC) dynamically? Technically speaking, therefore, 
there isn't any limitation of memory. Also, compressed TMD (using LHA 
compression tool) is available now. Check them out. 


Kenshin 


—-MESSAGE FILE 16490 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000053 


—-MESSAGE FILE 16491 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000054 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scea.yaroze.programming.3d_ 
graphics, scee.yaroze.freetalk, scee.yaroze.programming, scee.yaroze.programming.3d_gra 
phics 

Subject: Dino Demo Control 

Date: 5 Jun 1997 16:48:15 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <0Olbfcf0e$698cf340Sbe8fb5cc@furlough> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:54 scea.yaroze.programming.3d_gra 
phics:24 scee.yaroze.programming.3d_graphics:203 


I'm sure some of you guys have looked over the Dino demo. My question is: 
"Why is the control section SO BIZARRE?" 


There doesn't seem to me to be any reason that it has to be so convoluted, 
other than the author wanted it that way. Couldn't it have been written 
like the rest of the demos?? 


—-MESSAGE FILE 16491 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000054 


—-MESSAGE FILE 16492 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000055 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: chat 

Date: Tue, 10 Jun 1997 05:10:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <339ee0fe.49786656@news.scea.sony.com> 
NNTP-Posting-Host: ivyland222.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


Why isn't there a chat room for yaroze-only members? 
There's currently a channel in EFnet (I'm not sure exactly what 
that means, but that's what I've heard) hosting Yaroze talk. 
Go there and talk! I might try going in a few times to see if 
anyone shows սք -- remember, #yaroze (use a chat program 
like mIRC or something). Later. 
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Jamin Frederick 
jaminl@psu.edu 
--MESSAGE FILE 16492 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000055 


—-MESSAGE FILE 16493 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000056 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: SNES Emulator? 

Date: Sun, 15 Jun 1997 00:14:51 -0700 

Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <33A3966B.6262@znet.com> 

References: <3353B97E.E7F@aisb.ed.ac.uk> 

NNTP-Posting-Host: capts-—30.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:123 scea.yaroze.freetalk: 
56 


Gordon Bell wrote: 


Hi all, 

Well just to show my sincerity and commitment to games programming, I 
was wondering if anyone has found the SNES emulator which is supposed to 
exists on the Japanese site. Phil Harrison at Develop96, 
said that there was one, and now my flatmates are asking me why I havent 
got it yet! 


Well, thats all for now, 


VVVVVVVVVV 


Gordon 


I found a FC emulator on the Japan site, which I suppose emulates the 
Famicon, 


or old 8-bit nintendo. I downloaded and ran it, but it is missing files 
for 
the included batch file. I guess it would be illegal for them to post 


binaries of the 

8-bit cartridges... 

You can find it at 

http://wwwl.scei.co.jp/~ezm00028/ 

What's neat about this page is that it also has a yaroze parody of Final 
Fantasy VII, 

called Fatal Fantasy, and a neat 3D plaform/RPG game called Terra 
Incognita. 

In Fatal Fantasy, the character appears to be searching a men's room for 
toilet paper! 

No source code though. 

some other interesting Japanese links: 


yaroze home page: 

http://wwwl.scei.co.jp/ 

other downloads: 
http://wwwl.scei.co.jp/forum/program/pssoft.html 
member home pages: 
http://wwwl.scei.co.jp/cgi-bin/homepage/list.cgi 


share and enjoy. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 16493 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000056 


—-MESSAGE FILE 16494 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000057 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: New Win95/NT SIOCONS & GNU Front end 
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Date: Tue, 17 Jun 1997 10:35:46 -0500 
Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A6AED2.C3AD7320@groupz.net> 
Reply-To: jlawton@groupz.net 
NNTP-Posting-Host: ags-r4-pl.groupz.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I just finish the new version of our front end for GNU compiler. It now 
includes a Windows 95/NT version of SIOCONS. I have included quite a 
few of the SIOCONS functions, but alas since it's a beta there may still 
be a couple of little glitches. 


If you encounter anything , or want me too add something to make the 
program better please feel free to send me e-mail. 


You can find the latest version at: 
http://www.scea.sony.com/net/yaroze/pages/jlawton.html 
Regards, 


Jeff Lawton 
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—-MESSAGE FILE 16494 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000057 


——MESSAGE FILE 16495 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000058 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: SNES Emulator? 

Date: Thu, 19 Jun 1997 14:36:03 -0500 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33A98A23.6DF7C3E4@ix.netcom.com> 

References: <3353B97E.E7F@aisb.ed.ac.uk> <33A3966B.6262@znet.com> 
NNTP-Posting-Host: dgr-il9-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:128 scea.yaroze.freetalk: 


58 


Kirk Bender wrote: 


What's neat about this page is that it also has a yaroze parody of 
Final 

Fantasy VII, 

called Fatal Fantasy, and a neat 3D plaform/RPG game called Terra 
Incognita. 

In Fatal Fantasy, the character appears to be searching a men's room 
for 

toilet paper! 


VVVVVVV N 


I just ran Fatal Fantasy... that is one good-looking game! It looks 
very Similar to the Final Fantasy 7 demo disc. The bathroom looks very 
professional, they modeled Cloud perfectly (execpt for the face), and 
they even got that cool warping effect. Do these guys work for Square 
or something? 


Manny Najera 


—-MESSAGE FILE 16495 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000058 


—-MESSAGE FILE 16496 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000059 


Path: chuka.playstation.co.uk!scea!sumner 
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From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Fri, 20 Jun 1997 14:53:40 -0500 

Organization: Metrowerks 

Lines: 18 

Message-ID: <sumner-ya023380002006971453400001@news.scea.sony.com> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> 
NNTP-Posting-—Host: sumner-mac.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.3.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:59 scee.yaroze.freetalk.english:1 
29 


In article <33909B68.1BD0@medifax.com>, "Mr. Fabulous" 
<potomacl@medifax.com> wrote: 

>Just bouncing this around, and wondered if there would be a way 
>to download files from the PC to the Yaroze employing this 
>method. Thus, allowing us to write programs that are larger 
>than 2 meg.. 


The CodeWarrior tools actually have this built in. There is a library 
"MWDebugIO.1lib" which you can link in to your program which gives you 
open(), read(), write() <grin>, seek(), and close() capability. If you are 
running the program using PSComUtil (not SIOCONS), you can load levels, 
graphics, or whatever you like at up to 115k. 


-Joel 


PlayStation Development Tools Dude 
Metrowerks 
——MESSAGE FILE 16496 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000059 


——MESSAGE FILE 16497 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000060 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: 24 Jun 1997 13:19:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <01lbc80a6$313a6bd0Sbe8fb5cc@furlough> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> <sumner-ya0233 
80002006971453400001@news.scea.sony.com> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:60 scee.yaroze.freetalk.english:1 
33 


I found this out after getting the update to CodeWarrior. Nice feature! 


> The CodeWarrior tools actually have this built in. There is a library 
> "MWDebugIO.lib" which you can link in to your program which gives you 
> open(), read(), write() <grin>, seek(), and close() capability. If you 
are 

> running the program using PSComUtil (not SIOCONS), you can load levels, 
> graphics, or whatever you like at up to 115k. 


—-MESSAGE FILE 16497 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000060 


—-MESSAGE FILE 16498 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000061 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jon Blocksom <blocksom@Kreative.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: E3? 

Date: Wed, 25 Jun 1997 16:34:47 -0300 

Organization: SCEA Net Yaroze News 
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Lines: 5 

Message-ID: <33B172D7.5D46@Kreative.net> 
Reply-To: blocksom@Kreative.net 
NNTP-Posting-Host: 208.0.26.50 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; 1) 


Just out of curiousity, did any other Yaroze owners attend E3? What 
did people think? Personally, I was amazed that there were so many 
racing games. 


Jon 
—-MESSAGE FILE 16498 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000061 


—-MESSAGE FILE 16499 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000062 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: yaroze members? 

Date: Thu, 26 Jun 1997 02:45:15 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33b1d797.15944657@news.scea.sony.com> 
NNTP-Posting-Host: nbllippp43.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Does anyone know a ballpark figure of the number of yaroze members in 

the US and Europe and Japan? The newsgroups haven't been very lively 

lately. I'm wondering if there's many members who know what they're 

doing already and don't really contribute, or if a lot of people don't 

even use newsgroups, or if a lot of people don't know much at all, or 

—-MESSAGE FILE 16499 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000062 


——MESSAGE FILE 16500 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000063 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Thu, 26 Jun 1997 07:44:17 -0500 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33B26420.6F189B48@groupz.net> 

References: <33B172D7.5D46@Kreative.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r2-p6.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Jon Blocksom wrote: 


> Just out of curiousity, did any other Yaroze owners attend E3? What 
> did people think? Personally, I was amazed that there were so many 
> racing games. 


1414... I was kinda surprised as well.. Although I love playing 
racing games.. I missed getting a Matrox Mystic (sp?) video card by .25 
of a second.. Kinda sucked.. The show ended after that so I didn't 


have a chance to redeem myself.. : ( 


I thought they would have had a little more on the Yaroze than they 
did... There were also a lot of Tekken type games there. I did see 
Street Fighter EX for the PS, and it seemed just like the arcade machine 
they had running it.. Pretty cool.. 


Did you see any of the SoftImage demos? They were pretty neat.. They 
would render stuff and then output the C code to play the demo on the 
host machine.. (Just keyframer type stuff, animation) They were working 
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Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Mon, 09 Mar 1998 23:25:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <350479c2.18665825@news.playstation.co.uk> 
References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> 
NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Seeing as there does seem to be a few other entries (Jim, yours was 
the game I guessed at) I can say I'm truly happy to see that people 
are suffering just as many upsets and annoyances as me. For example, I 
have precisely one night (tonight) to try to get sound working, when I 
haven't ever used it before. And so far I've managed to get what 
amounts to a mouse farting quietly in a cage in a room in a house 
about ten miles from the listener (ie, nothing). Also, because of my 
own lack of communication with the guy I wanted to do the graphics, 
I'm having to do my own, so nice graphics are being replaced by 
multicoloured geometric aliens (I'm changing the name of the game to 
"Attack of the eye-strain inducing vertex monsters') 


Sorry fo boring you with this, but its some small sort of therapy. Who 

knows, maybe I'll see the sun tomorrow. 

Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 1743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00446 


—-MESSAGE FILE 1744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000447 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Mon, 09 Mar 1998 00:58:03 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 39 

Message-ID: <35033E9B.FFC32E73@codeworks.demon.co.uk> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Robert, 


Robert Swan wrote: 

> 

> Seeing as there does seem to be a few other entries (Jim, yours was 
> the game I guessed at) I can say I'm truly happy to see that people 
> are suffering just as many upsets and annoyances as me. 


You betcha. My biggest upset was when my telly popped its clogs after 
an 18 hour stretch. Naturally in the middle of something critical, a 
coding session.. 


So I threw it out of the top floor window as revenge. 


http://www.netyaroze-europe.com/~SiglLL/jim2. jpg 
http: //www.netyaroze-europe.com/~SiglLL/jim4. jpg 
http://www.netyaroze-europe.com/~Sigl1LL/jim5. jpg 


>For example, I 
> have precisely one night (tonight) to try to get sound working, when I 
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with a N64, but the guy said that it would do the same for the PS. 


Over all I had a good time.. I should have posted that I was going, and 
maybe a few of us could have got together. Maybe next year. 

Regards, 

Jeff 


——MESSAGE FILE 16500 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000063 


——MESSAGE FILE 16501 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000064 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Is this worth it... 

Date: Thu, 26 Jun 1997 09:01:26 -0500 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33B27636.C2DA63D8@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r2-p6.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Now I know that Code Warrior has this, but I want something for the rest 
of the people.. Now I have Code Warrior, so I don't need it so much, 
but here it is.. 


I was thinking of coding a couple of routines that would let you request 
files off the host PC, or a CD depending on how you call the request 
routine.. So that way you could code you program and request levels, 
images etc. off the host PC or off a CD. 


Although I think there may be a problem trying to load off a CD that 
isn't a Black CD.. Anyone try this? It would all depend on what copy 
protection is active on the Yaroze. 


The routines would let you do the following: 


getfile = Get a file from PC, or CD 
senddata = Allow you to send data to the PC 


This would be a lib you would include in your program. So all you would 
have to do is call the routines.. It'll do the open and everything... 
I'll even make it so it'll print a progress bar to the screen.. 


Is there anything else you think I should add? Naturally I will have to 
code a Win95/NT front end so the Yaroze has something to talk to. I'll 
publish the protocols when I'm done so people can code front ends to 
their own systems. 


Let me know what you think... 
Regards, 
Jeff 


—-MESSAGE FILE 16501 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000064 


—-MESSAGE FILE 16502 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000065 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Thu, 26 Jun 1997 14:21:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 41 

Message-ID: <334ba5bb.2328890@news.scea.sony.com> 
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References: <33B172D7.5D46@Kreative.net> <33B26420.6F189B48@groupz.net> 
NNTP-Posting-Host: socks6.raleigh.ibm.com 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hello, 

I went to E3 (I live in Atlanta) and was very impressed with Sony's 
booth. I was kind of disappointed with the Yaroze display though. Only 
two Yarozes showing demos, which was ok. What I didn't like was, they 
were being watched over by a man who didn't seem to like people 
touching the machines. He would quietly hover over you like a an 
overprotective mother. Other than that, E3 was nicely done. 


Jason Jones 
On Thu, 26 Jun 1997 07:44:17 -0500, Jeff <jlawton@groupz.net> wrote: 


>Jon Blocksom wrote: 

> 

>> Just out of curiousity, did any other Yaroze owners attend E3? What 
>> did people think? Personally, I was amazed that there were so many 
>> racing games. 


> 

>I did... I was kinda surprised as well.. Although I love playing 
>racing games.. I missed getting a Matrox Mystic (sp?) video card by .25 
>of a second.. Kinda sucked.. The show ended after that so I didn't 
>have a chance to redeem myself.. : ( 

> 

>I thought they would have had a little more on the Yaroze than they 
>did... There were also a lot of Tekken type games there. 1 did see 
>Street Fighter EX for the PS, and it seemed just like the arcade machine 
>they had running it.. Pretty cool.. 

> 

>Did you see any of the SoftImage demos? They were pretty neat.. They 
>would render stuff and then output the C code to play the demo on the 
>host machine.. (Just keyframer type stuff, animation) They were working 


>with a N64, but the guy said that it would do the same for the PS. 

> 

>Over all I had a good time.. I should have posted that I was going, and 
>maybe a few of us could have got together. Maybe next year. 

> 

>Regards, 

> 

>Jeff 

> 


——MESSAGE FILE 16502 END: net-yaroze-usenet/00000002-SCFA/yaroze/freetalk/ 


—-MESSAGE FILE 16503 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetal 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is this worth it... 

Date: Thu, 26 Jun 1997 11:14:55 -0500 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33B2957F.219@bmc.com> 

References: <33B27636.C2DA63D8@groupz.net> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; HP-UX A.09.05 9000/715) 


Jeff wrote: 


I was thinking of coding a couple of routines that would let you request 
files off the host PC, or a CD depending on how you call the request 
routine.. So that way you could code you program and request levels, 
images etc. off the host PC or off a CD. 


VVVVVVVV 
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00000065 


k/00000066 
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> Let me know what you think... 
> 


Sounds great, I was thinking about doing something similiar. 


I keep seeing references to this being done already though by some of 
the Japanese members. I don't speak Japanese so I had a hard time 
figuring out what was at the Japanese site. I did come across something 
there that looks like it is a client/server program to do just what you 
describe. If I could only read Japanese I might figure out what it is 
attempting to do. 


Kevin 
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—-MESSAGE FILE 16503 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000066 


——MESSAGE FILE 16504 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000067 


Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2 megs too little? 

Date: Fri, 27 Jun 1997 10:38:17 GMT 

Organization: SN Systems 

Lines: 75 

Message-ID: <5p0510Sfv53@chuka.playstation.co.uk> 


References: <Olbc6e41S$e5bc8c40$6473d9ce@mannynaj> <339laf86.1616093@news.scea.sony.c 
om> <3391518E.4538@ix.netcom.com> <33922490.12898697@news.scea.sony.com> <33926637.4 


4F4@ix.netcom. com> 

Reply-To: gil@snsys.com 
NNTP-Posting-Host: gil.snsys.com 
X-Newsreader: Forte Free Agent 1.0.82 


Spellweaver <spelwevr@ix.netcom.com> wrote: 


>Quoth Rajiv Patel wrote: 

> ի ete d 

> > Fair enough. Still, there's LOTS left over, and we don't have to 
> > worry (can't worry) about MDEC code for FMV, or Redbook code or 

> > any of the like. 1 don't think we're facing any real restriction. 
> > 

> > Also, remember that there are libraries that you have to link in 
> > for full-blown PSX development too. I don't doubt that they're 

> > around the same size as the Yaroze libs. 

>True. I'm not disagreeing -- I haven't run into any memory shortage 
>yet (though admittedly most of my Yaroze time has been working on 
>Yaroze/PC tools, and not yet on Yaroze games). I do suspect, though, 


>that although the commercial libs are probably comparable in size, 
>they don't all have to be loaded (whereas we always have Yaroze I/O 
>drivers and such resident). Still, even if we do run out of memory, 
>we can still load code in sections (as most commercial games do, i.e., 
>when changing levels) -- either from a CD, or pipe it down the serial 
>line. I don't think that it will be a major problem, though I think 
>that sooner or later it will at least get in the way a bit. 


I'm getting stuff from this newsgroup very late... 


The professional devkit links in whichever of the libraries you need, 
as opposed to linking in references to hardcoded addresses, which is 
what the Net Yaroze appears to do (my, someone must've strained at the 
mental leash to come up with that idea: "let's disable the normal ld 
functionality and make it do something really weird"). Since the 
library functions are organised into object modules which implement 
usually a handful of functions ('one' is my idea of a nice handful), 
this means your code is usually as minimal as it can be, especially 
since by release time you've done all your debugging and can turn on 
that wonderful suite of options "-O3 -ffast-math -fomit-—frame-pointer 
-Շ16" ... which makes all known debuggers go weak at the knees. 


Add to that the fact that most level-specific code and graphics are 
loaded into memory as overlays (library code is linked into the main 
code block, leaving just the specific animation routines and per-level 
gameplay code to go into each overlay) and you find that, indeed, 
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writing a huge game becomes much easier. The notion of overlays fits 
ideally with the way most games are broken down into levels, and even 
games which appear to have large seamlessly-stitched-together maps are 
generally overlaying like mad without you noticing (much). The N64 
does this too, except that it only has 8-12Mb of source material to 
overlay into a 4-ish Mb RAM space. Still, every time you see an FMV 
sequence on a N64, you've just lost out on some gameplay, which isn't 
something you can really say about the PSX. (And is presumably why N64 
'FMV' sequences are often animated with the in-game engine.) 


Incidentally, since it takes about six seconds to fill a 
layStation's memory from CD, you might wonder why some games take 
ore than this time to load between levels. As a gamesplayer, let 
alone as a support technician and ex-games-programmer, believe me, so 
do I ;=) 


( 
P 
m 


I haven't checked to see whether the Yaroze libraries are optimised or 
not - which would make them faster & smaller as opposed to easier to 
debug. Who knows, there could be a few K being saved there too. 


As for people questioning whether serious games can be done in '‘'only' 
2Mb, these sound like the same kind of people who thought you couldn't 
do serious games in 32Kb until Elite and Exile came along. Does 
someone pay Pessimists Anonymous a monthly fee to issue statements 
like that?! Most games get designed without much reference to the 
platforms available, and it's up to platform-specific designers and 
implementers to pare down the features until they fit with the current 
state of the art. Don't think that the animation currently being 
implemented in games like Turok and Soul Edge couldn't have been 
designed ten years ago; it just would've run in wireframe. And not 
much quicker than two frames a day. 


——MESSAGE FILE 16504 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000067 


——MESSAGE FILE 16505 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000068 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is this worth it... 

Date: Fri, 27 Jun 1997 07:59:37 -0500 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33B3B939.E705D5A@groupz.net> 

References: <33B27636.C2DA63D8@groupz.net> <33B2957F.219@bmc.com> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-rl-p4.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Kevin Holbrook wrote: 


I keep seeing references to this being done already though by some of 
the Japanese members. I don't speak Japanese so I had a hard time 
figuring out what was at the Japanese site. I did come across 
something 

there that looks like it is a client/server program to do just what 
you 

describe. If I could only read Japanese I might figure out what it is 
attempting to do. 


> 
> 
> 
> 
> 
> 
> 
> 


Alas I have heard the same things.. But what use is it if we can't get 
our hands on it.. You would think that Sony would promote the tools so 
people could get an idea of what other software there is out there. 
Yaroze code isn't the only code to help us on our journey.. I think you 
need 3D engines, Sprite Libs, Windows tools, Serial protocols. Now if 
people are developing this stuff for all to work with, I have yet to see 
it.. If it's on the Japanese site I guess most of us are screwed... 
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Regards, 
Jeff 


—--MESSAGE FILE 16505 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000068 


—-MESSAGE FILE 16506 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000069 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Yaroze I/O 

Date: Fri, 27 Jun 1997 15:24:34 -0400 

Organization: Humber College A.A.T. 

Lines: 57 

Message-ID: <33B4136E.7F74@admin.humberc.on.ca> 

References: <338FCC5C.5E46@ix.netcom.com> <33909B68.1BD0@medifax.com> <sumner-ya0233 
80002006971453400001@news.scea.sony.com> 

Reply-To: kennedy@moe.acad.humberc.on.ca 

NNTP-Posting-Host: ratbert.humberc.on.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

CC: Joel Sumner <sumner@austin.metrowerks.com> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:69 scee.yaroze.freetalk.english:1 
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Joel Sumner wrote: 


> 

> In article <33909B68.1BD0@medifax.com>, "Mr. Fabulous" 

> <potomacl@medifax.com> wrote: 

> >Just bouncing this around, and wondered if there would be a way 

> >to download files from the PC to the Yaroze employing this 

> >method. Thus, allowing us to write programs that are larger 

> >than 2 meg.. 

> 

> The CodeWarrior tools actually have this built in. There is a library 
> "MWDebugIO.lib" which you can link in to your program which gives you 
> open(), read(), write() <grin>, seek(), and close() capability. If you are 
> running the program using PSComUtil (not SIOCONS), you can load levels, 
> graphics, or whatever you like at up to 115k. 

> -Joel 

> -- 

> PlayStation Development Tools Dude 

> Metrowerks 

Hi Joel, 


I like the fact that the MWDebugIO.lib uses the HSS.EXE debugger in 
Interactive mode 

This make certain prototyping ops In Win95 and Mac_OS a lot easier. 
Unfortunately, SIOCONS does not support this feature, And thence the 2MB 
code limit. 


The plus-ses and Minus's of both utilities should be merged. 

IE: in SIOCONS you can Bload and download a binary to memory. Then using 
the CONIO interface, execute the program, and monitor its stdio Output 
to serial. As well, the serial port could be monitored {PSXsock} for 
incoming packets that could tell the debugger to break, and allow 
monitoring of memory, OR download of More Bins. SIOCONS also allows the 
programmer to use more UNIX like command line IO attributes to be 
handled by ANSI.SYS for line feeds, placements, Etc... 


Question? {I'm going around with this one} What methodtype Does SIOCONS 
binary download when bload is run, at the serial console? Does it use 
binary packet with cre runtime? 

Xmodem? -Y/Zmodem? ASCII DL of S19 or Intel Hex Format? or what. I have 
realised that PSCommUtil uses an interactive method of loading files, 
and Executing them. But what about Macintosh users who wish for an 
ANSI.SYS interface {Zterm} but want to be able to DL exe Binaries to the 
PSX and make them go. {This Question applies to Linux Support too.) 


As for the PSCommUtil: Can the utility be prevented from going into HSS 
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mode and the Serial port Console be left available as an ANSI.SYS Bi-Dir 
interface. This is a lot to ask I know but for Dev work on things like 
kernel's and timing sensitive apps I don't want the Debugger in the way 
all the time. 


ANSI.SYS STDIO.H support for the PSCommUtil would be super Cool cause 
you can set the interface colors, limit the font to a monospaced font. 
AND be able to send printf() formatting and have it work. {Very 
important to serial based-Communication. } 

Allowing tty access to the console would be super too. 


-sean 
——MESSAGE FILE 16506 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/ 


——MESSAGE FILE 16507 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetal 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Yaroze Developer" <yaroze@yaroze.yaroze> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3? 

Date: 27 Jun 1997 23:48:16 GMT 

Organization: Office 

Lines: 29 

Message-ID: <01bc3b16S6bda01e0$c14274cf@sloppy> 

References: <33B172D7.5D46@Kreative.net> 

Reply-To: "Eric O'Laughlen" <give@it.up.gov> 

NNTP-Posting-Host: 193.arlington-003.va.dial-access.att.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hey Jon, 


I was at E3! I thought that is was really awesome. I did play a few 
racing games... 

like Andretti (PC EA Sports game) and Ferrari 64 (Nintendo 64). They were 
both pretty 

good. I was pretty impressed with Crash Bandicoot 2 and with Sony's booth 
in general. 


Talk about money and Hollywood...I took a lot of pictures and I'm going to 
be throwing them 

on a website somewhere. My friend and I put together a little page for E3 
at http://www.cyberreef.com/e3. 

It's pretty funny...we wanted to document my trip to E3 without getting 
into "journalism." I mean 

I want to write games no review them :). 


Later, 

Eric 

Jon Blocksom <blocksom@Kreative.net> wrote in article 
<33B172D7.5D46@Kreative.net>... 

> Just out of curiousity, did any other Yaroze owners attend E3? What 
did people think? Personally, I was amazed that there were so many 


racing games. 


Jon 


V V V V V 


——MESSAGE FILE 16507 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/ 


——MESSAGE FILE 16508 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetal 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: object-oriented support? 

Date: Sun, 29 Jun 1997 17:54:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <33b69d9c.138132316@news.scea.sony.com> 
NNTP-Posting-Host: nb5ppp170.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 
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00000069 


k/00000070 


00000070 


k/00000071 
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To Chris Blackwell: 


I took a look at your page with concerns for Sony's lack of 
support for C++ programming. I also like using C++ very much, and it 
seems very natural to incorporate it into video games, since it offers 
such rich relationships among objects, and video game objects have 
very distinct conceptual boundaries, very fun to abstract! 

However, since I'm very new to video game programming, I 
haven't got far enough to worry about larger-scale relationships among 
objects, I've been trying just to get things displayed properly and 
the library functions worked out. But once I start to figure out what 
I'm doing, and it comes time to create the game world and the objects, 
I can see where I'd really miss the advantages of object-oriented 
programming. 

The obvious reason I've been avoiding C++ is that its 
supposedly not supported, and I'd also like to know why! Is there 
really that much loss of performance, and must games be programmed 
using a large number of global variables (sort of the opposite of 
object-oriented paradigm)? I HAVE been using a large number of global 
variables, but it seems that once the game world starts to become more 
complex, they will become enormously hard to maintain (i.e., having to 
remember what each global variable stands for, for every event in the 
game is not an easy thing to do -- object encapsulation gets rid of 
this problem...). 

Does anyone know the details behind Sony's reasoning, or is 
there really no fair technical reason that C++ and object-oriented 
programming should not be supported? 


Jamin Frederick 


Page 11147 


—-MESSAGE FILE 16508 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000071 


—-MESSAGE FILE 16509 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000072 


Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Mon, 30 Jun 1997 10:29:39 GMT 

Organization: SN Systems 

Lines: 45 

Message-ID: <5p81krS$fv57@chuka.playstation.co.uk> 
References: <33b69d9c.138132316@news.scea.sony.com> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


jaminl@psu.edu (Jamin Frederick) wrote: 

> The obvious reason I've been avoiding C++ is that its 
>supposedly not supported, and I'd also like to know why! Is there 
>really that much loss of performance, and must games be programmed 
>using a large number of global variables (sort of the opposite of 
>object-oriented paradigm)? Լ HAVE been using a large number of global 
>variables, but it seems that once the game world starts to become more 
>complex, they will become enormously hard to maintain (i.e., having to 
>remember what each global variable stands for, for every event in the 
>game is not an easy thing to do -- object encapsulation gets rid of 
>this problem...). 


It's simple enough to deal with the global-variables problem. Most 
global variables are related to some or other aspect of the game and 
are thus candidates for class statics. The rest go in a class called 
"Game' which is defined as ‘everything required to run a session of 
this game' and of which all other classes (sprites, sound queues, 


controller options, etc) are members. (Hey. It's an object model. Your 
problem is...? :=) 
> Does anyone know the details behind Sony's reasoning, or is 


>there really no fair technical reason that C++ and object-oriented 
>programming should not be supported? 


Sony hasn't bothered implementing a C++ library because there's a 
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fluxing standard for its contents; this is the only thing stopping you 
from writing games in C++, in that they aren't necessarily portable 
via the standard library interface in the way that games written to 
use libc are. (Most games are written for PC, PlayStation, and Saturn 
simultaneously; the common denominator for libraries is C rather than 
C++.) However, there is a fair bit of professional development going 
on which uses C++. The Sony Net Yaroze stuff doesn't include the C++ 
compiler but you can build it no problem with the standard GNU source 
release (that's what we do for the professional developers). 
CodeWarrior includes a proprietary C++ compiler; some recondite C++ 
features like namespaces appear not to be supported. (But if you're 
really in need of namespaces then GNU wouldn't satisfy you either, and 
anyway you're not being cautious enough with your linkage 
specifications, is my grumbling & contentious personal opinion.) 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 16509 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000072 


—-MESSAGE FILE 16510 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000073 
Path: chuka.playstation.co.uk!news 

From: Nicholas La Frenais <"lanic "@ hotmail.com> 

Newsgroups: scea.yaroze.hardware, scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Link-up games... over the Internet! And more.... 

Date: Mon, 30 Jun 1997 17:31:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <5p8nlsSfv58@chuka.playstation.co.uk> 

References: <338D27B3.225C@ix.netcom.com> <338D2ECA.2306@ix.netcom.com> 

Reply-To: lanic, @, hotmail.com 

NNTP-Posting-Host: 194.216.35.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:73 scee.yaroze.freetalk.english:1 
41 


Spellweaver wrote: 


Behold, for the Scribes of the Ancients record that I spake thusly: 
> I have completed my PSXsock utility program for Windows 95/NT4 
> which allows the Yaroze (tm) to be accessed via TCP/IP sockets. 
ա 

> I am about to go and post the PSXsock archive (PSXSOCK.ZIP) օո 
> the SCEA web site. 


Woe unto the unprepared -- little did I know that files uploaded are 
not immediately available on this site. I uploaded the archive, but 
it will not be available for download until it is duly authorized by 
whomever is in charge there. When this is done it will be available 
from the following web site: 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 

Most likely it will be available later today (the 29th), but if not, 
email me and I'll send you a copy. 


VVVVVVVVVVVVVV VV 


Will this be released on the SCEE site ? If not can you post the archive 
to lanic@hotmail.com. 


Thanks - Nic 
—-MESSAGE FILE 16510 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000073 


—-MESSAGE FILE 16511 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000074 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: my webpage 
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Date: Tue, 01 Jul 1997 19:55:08 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33b95e54.26339464@news.scea.sony.com> 
NNTP-Posting-Host: nbppp99.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


Ok, I've finally posted my webpage, and it has a few files for 
download. I've included a tutorial that's great if you're just 
starting out, and it says a lot of stuff I've only learned by demos 
and the newsgroups. Let me know what you think. It's at: 


http://www.scea.sony.com/net/yaroze/pages/ jfrederick.html 


Jamin 
—-MESSAGE FILE 16511 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000074 


—-MESSAGE FILE 16512 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000075 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: [frivolous] NetYaroze merchandising? 

Date: 2 Jul 1997 21:28:01 GMT 

Organization: First DataBank 

Lines: 11 

Message-ID: <0Olbc872f$bd5f3fc0$5271df26@disintegration> 

References: <wal-ya02408000R2705972336430001@news.scea.sony.com> <338dc995.1516433@n 
ews.scea.sony.com> 

NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Sign me up.. :) 


Jamin Frederick <jaminl@psu.edu> wrote in article 
<338dc995.1516433@news.scea.sony.com>... 

> I think all Net Yaroze members should get complimentary 

> t-shirts with their development kit to endorse it! What do you say? 
> 

> Jamin Frederick 


—-MESSAGE FILE 16512 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000075 


—-MESSAGE FILE 16513 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000076 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "naijeru" <naijeru@MCI2000.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3? 

Date: 5 Jul 1997 01:09:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <0Olbc88df£$d34db120$684337a6@connie> 

References: <33B172D7.5D46@Kreative.net> 

NNTP-Posting-Host: usr2-dialup40.mix2.Boston.mci.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I also attended E3. While the overall quality of games was high, they 
seemed pretty mundane to me. Another racer, another fighter, etc. I was 
impressed by games like Parappa the Rapper, Ghost in the Shell, and Metal 
Gear Solid. Overall, I had a blast. Definitely going next year! 


Nigel 


Jon Blocksom <blocksom@Kreative.net> wrote in article 
<33B172D7.5D46@Kreative.net>... 

> Just out of curiousity, did any other Yaroze owners attend E3? What 
> did people think? Personally, I was amazed that there were so many 
> racing games. 

> 
> 


Jon 
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> 
--MESSAGE FILE 16513 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000076 


—--MESSAGE FILE 16514 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000077 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "naijeru" <naijeru@MCI2000.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: yaroze members? 

Date: 5 Jul 1997 01:17:24 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <0Olbc88e0$f1804b20S5684337a6@connie> 

References: <33b1d797.15944657@news.scea.sony.com> 
NNTP-Posting-Host: usr2-dialup40.mix2.Boston.mci.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've had my Yaroze for about a month and I just discovered the newsgroups. 
I've never had a reason to use them before. Personally, I am having a hard 
time fitting the Yaroze into my schedule. I get only a few hours a week on 
it. I'm working to change that though. Maybe that's what's happening with 
the other members. 


Nigel 


—-MESSAGE FILE 16514 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000077 


——MESSAGE FILE 16515 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000078 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Dissassembling?? 

Date: 9 Jul 1997 17:12:47 GMT 

Organization: First DataBank 

Lines: 9 

Message-ID: <0Olbc8c8c$6ceb95e0$5271df26@disintegration> 
NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Is dissassembling the Yaroze libraries considered "reverse engineering"? 
Isnt reverse engineering a term when you tear something apart because 
you want to duplicate it? I dont want to duplicate their functionallity, I 
want to get at the low-level stuff. Is this breaking the liscense 
agreement? Thanks in advance. 


Benjamen Siroshton 


——MESSAGE FILE 16515 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000078 


—-MESSAGE FILE 16516 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000079 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Dissassembling?? 

Date: Wed, 09 Jul 1997 23:55:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33c424bd.26198562@205.149.189.29> 

References: <Olbc8c8c$6ceb95e0$5271df26@disintegration> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I'd say "Yes". Disassembling is taking a program apart. 
Mario 


On 9 Jul 1997 17:12:47 GMT, "Benjamen Siroshton" 
<benjamen_siroshton@firstdatabank.com> wrote: 
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> haven't ever used it before. And so far I've managed to get what 
> amounts to a mouse farting quietly in a cage in a room in a house 
> about ten miles from the listener (ie, nothing). 


Get a program from SCEI called VHEDIT. It lets you upload a vh + vb 
that doesn't necessarily work and fiddle with the params and hear it at 
the same time, without the usual messing around. And the download em. 


It really helped me understand how the .def params work. 
Still couldn't get .smf music working (still can't). 


> 
> Sorry fo boring you with this, but its some small sort of therapy. Who 
> knows, maybe I'll see the sun tomorrow. 


You and me both.. 
Shit and I have work tomorrow.. 


Jim 
—-MESSAGE FILE 1744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00447 


—-MESSAGE FILE 1745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000448 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Tue, 10 Mar 1998 10:07:10 +0000 

Organization: Sinclair MicroComputer Museum 

Lines: 14 

Message-ID: <350510CE.7A79@127.0.0.1> 

References: <35044e51.7543054@news.playstation.co.uk> 
Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.55 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


> It seems that either people are too secretive, or they simply don't 
> have time to tell people :) 
I just assumed everyone would enter, I'm entering Combat3D, but Its 

still only a fun demo, there's loads I want to put in... like sound :) 


ttfn 
Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 1745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00448 


—-MESSAGE FILE 1746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000449 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Tue, 10 Mar 1998 14:15:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <35053CE4.9FD30255@hotmail.com> 

References: <35044e51.7543054@news.playstation.co.uk> 

Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: ppp-121-73.marseille.club-internet.fr 
Mime-Version: 1.0 
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> 

> Is dissassembling the Yaroze libraries considered "reverse engineering"? 
>.. Isnt reverse engineering a term when you tear something apart because 

>you want to duplicate it? I dont want to duplicate their functionallity, I 
>want to get at the low-level stuff. Is this breaking the liscense 

>agreement? Thanks in advance. 

> 

>Benjamen Siroshton 

> 


——MESSAGE FILE 16516 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000079 


——MESSAGE FILE 16517 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000080 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: 3D Shutter Glasses 

Date: 10 Jul 1997 22:36:09 GMT 

Organization: First DataBank 

Lines: 23 

Message-ID: <0lbc8d82$c754£570$5271df£26@disintegration> 
NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Has there been any attempt (or thought) about hooking up these shutter 
glasses to Playstation? .. (How about you Sony? This would be an excellent 
addition to your fine line of products. =) I have not attempted this yet, 
however I am sure it will work. I have an old pair of Sega Master System 
shutter glasses. For those of you who know, these glasses have a stereo 
headphone jack on the end of this. Out of curiosity, I hooked it up toa 
stereo (with no volume of course), then I turned on some music and slowly 
started raising the volume until I got the glasses turning on and off the 
shutters. Ahh ha! I thought, this would be a simple way to create shutter 
glasses without any hardware add-ons. Control the shutter glasses with the 
left and right audio. Simply create a call that sends a beep to either 
channel for the cooresponding shutter. Does anyone know how much voltage is 
required to turn these shutters on/off? ( I imagine it is the standard 5 
volts.) The down side to this is; you can't have any sound with your game. 
=( ... Anyone want to make a parrallel adapter for shutter glasses? (oh 
wait! that would require sony to give us specs on the parallel port.... 


hint hint! =) At any rate, currently this is all a thought in my head... 
as soon as I get around to it I will try it out and post a sample program 
on my web site (once I get that done too. =) .. Happy Yaroz'ing! 


Benjamen Siroshton 


—-MESSAGE FILE 16517 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000080 


——MESSAGE FILE 16518 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000081 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 3D Shutter Glasses 

Date: Fri, 11 Jul 1997 10:43:47 -0700 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <33C670D2.347E@halcyon.com> 

References: <Olbc8d82Sc754f570S5271df26@disintegration> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip7.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


I would think that you could hook them up to one of the controller 
ports. I don't know if Sony's released the data for them, but I have 
seen the specs somewhere on ye ol' net... 


eli 
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—-MESSAGE FILE 16518 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000081 


—-MESSAGE FILE 16519 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000082 
Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: engine6o6.zip NTSC released! 

Date: 15 Jul 1997 14:53:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <01bc912d$87fa1280Sda7£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


hit http://www.nlights.demon.co.uk 
then goto my yaroze page (LINKED) 


>) 
—--MESSAGE FILE 16519 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000082 


—-MESSAGE FILE 16520 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000083 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: engine6.zip NTSC released! 

Date: 16 Jul 1997 03:15:29 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <01bc9196S81fd14e0S95bf43ce@wkwerner> 

References: <01bc912d$87fa1280Sda7f989e@nlights.demon.co.uk> 
NNTP-Posting-Host: port49.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I went to your website, Del, and you were talking about an action replay 
downloading a meg in 8 seconds? Don't want to appear ignorant (whoops, too 
late) but I don't know what you are talking about, and I sure would! 
Please fill me in! 


Thanks, 
Wayne 


del :) <del@nlights.demon.co.uk> wrote in article 
<01bc912d$87fal280Sda7f£989e@nlights.demon.co.uk>... 
> 

hit http://www.nlights.demon.co.uk 


then goto my yaroze page (LINKED) 


V V V V V V 


:) 


——MESSAGE FILE 16520 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000083 


——MESSAGE FILE 16521 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000084 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: engine6.zip NTSC released! 

Date: Wed, 16 Jul 1997 10:56:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <33CC9ACD.D449260@micronetics.com> 

References: <0O1lbc912d$87fal1l280Sda7f989e@nlights.demon.co.uk> <01bc9196S81fd14e0S 95bf 
43ce@wkwerner> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


The AR is called the Game Shark in the US. Its a gizmo 
that fits on the back of the para port on the psx. 


It has flash ram on it so you can hack your own ROMS, 
one function to achieve faster downloads from the pc. 
Its also useful for plane ol' hacking around. 


Its a very kewl device. 


JiM 


Wayne K. Werner wrote: 


> 

> I went to your website, Del, and you were talking about an action replay 
> downloading a meg in 8 seconds? Don't want to appear ignorant (whoops, too 
> late) but I don't know what you are talking about, and I sure would! 

> Please fill me in! 

> 

> Thanks, 

> Wayne 

> 

> del :) <del@nlights.demon.co.uk> wrote in article 

> <01bc912d$87fal280Sda7f£989e@nlights.demon.co.uk>... 

>> 

>> 

> > hit http://www.nlights.demon.co.uk 

>> 

> > then goto my yaroze page (LINKED) 

>> 

>> :) 


—-MESSAGE FILE 16521 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000084 


—-MESSAGE FILE 16522 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000085 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Thu, 24 Jul 1997 00:14:02 -0700 

Organization: SCEA Net Yaroze News 

Lines: 52 

Message-ID: <33D700BA. 6FFF@hubcap.clemson.edu> 

References: <33B172D7.5D46@Kreative.net> 

NNTP-Posting-Host: pm4—-5.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


on Blocksom wrote: 


J 
> 
> Just out of curiousity, did any other Yaroze owners attend E3? What 
> did people think? Personally, I was amazed that there were so many 
> racing games. 

> 

> 


Jon 
I was there. 
People were mean. 
You would wait in line to ask a question or something and some 
SOB would feel the need to just walk right in front of you like 
he owned the show. 
I felt like giving the attendees a true 3D fighting experience by 
whippin' up on these bastards. 
But don't worry, I kept my Kung Fu skills in check for.... 


that is not the way.... 
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I was surprised at how mean everyone was. 
I too was also surprised at how lame many of the new games were. 
Not much revolutionary new stuff, although the Silicon Graphics 
development stuff was pretty cool. 
I didn't have a yaroze then but did play most of the PS games. 

There were surprisingly few dudes in costumes also. 

saw a fleeting elmo but never saw him again. 

I must have stopped by that kids sesame street booth (or whatever it 
was) 7 times just to find that guy. 

I kept asking the lady "where is elmo?" but she keeps telling me 
"elmo's out" or "elmo's taking a break" so I tell her 

"elmo's a lazy little muppet isn't he?" and she gives me this 
annoyed Ricky lake head shaking look. Like I said, mean. 

Elmo must be a chronic smoker or have some bladder problem for 

the number of times he "stepped out". 


They had some live characters (people not in muppet type outfits, but 
that looked and dressed like your favorite gaming hero). 

They had one there, and I am ashamed to say, 

considering I am engaged, I had impure thoughts about the Tomb Raider 
babe. 

Man she was hot. 


Also, near the mechwarrior display, why did they have that scantily clad 
chick? What does she have to do with the game? 


If I wasn't a sexist pig I might be offended by the blatent display of 
flesh for the sake of profit. 


Oh ya! I met the guy that wrote twisted metal and XWING!! 
That was very exciting. 


I will post some pictures. I almost got one of this guy picking his 
nose. Right in the middle of a ton of people too! 
—-MESSAGE FILE 16522 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000085 


—-MESSAGE FILE 16523 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000086 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Thu, 24 Jul 1997 00:22:54 -0700 

Organization: SCEA Net Yaroze News 

Lines: 64 

Message-ID: <33D702CE.22A9@hubcap.clemson.edu> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: pm4-5.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Gil Jaysmith wrote: 


jaminl@psu.edu (Jamin Frederick) wrote: 

> The obvious reason I've been avoiding C++ is that its 
>supposedly not supported, and I'd also like to know why! Is there 
>really that much loss of performance, and must games be programmed 
>using a large number of global variables (sort of the opposite of 
>object-oriented paradigm)? Լ HAVE been using a large number of global 
>variables, but it seems that once the game world starts to become more 
>complex, they will become enormously hard to maintain (i.e., having to 
>remember what each global variable stands for, for every event in the 
>game is not an easy thing to do -- object encapsulation gets rid of 
>this problem...). 


It's simple enough to deal with the global-variables problem. Most 
global variables are related to some or other aspect of the game and 
are thus candidates for class statics. The rest go in a class called 
"Game' which is defined as ‘everything required to run a session of 


VVVVVVVVVVVVV VV VV 
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this game' and of which all other classes (sprites, sound queues, 


controller options, etc) are members. (Hey. It's an object model. Your 
problem is...? :=) 
> Does anyone know the details behind Sony's reasoning, or is 


>there really no fair technical reason that C++ and object-oriented 
>programming should not be supported? 


Sony hasn't bothered implementing a C++ library because there's a 
fluxing standard for its contents; this is the only thing stopping you 
from writing games in C++, in that they aren't necessarily portable 
via the standard library interface in the way that games written to 
use libc are. (Most games are written for PC, PlayStation, and Saturn 
simultaneously; the common denominator for libraries is C rather than 
C++.) However, there is a fair bit of professional development going 
on which uses C++. The Sony Net Yaroze stuff doesn't include the C++ 
compiler but you can build it no problem with the standard GNU source 
release (that's what we do for the professional developers). 
CodeWarrior includes a proprietary C++ compiler; some recondite C++ 
features like namespaces appear not to be supported. (But if you're 
really in need of namespaces then GNU wouldn't satisfy you either, and 
anyway you're not being cautious enough with your linkage 
specifications, is my grumbling & contentious personal opinion.) 


Gil Jaysmith 

SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 

> Disclaimer: What I say when I post here represents me, not my employers. 
DONT USE C++!! 

Too much overhead. 

Trust me. 

In school we learned C++ for my data structures and algorithms class. 

We had a whole test on C++. 

One section dealt with memory allocation and dealocation. 

You would be surprised how much of this is taken away with C++. 

Just write a simple program that calls a few member functions a few 
times each. 

Then include something in the constructor or destructor to tell you when 
a new class is being created. 

You will see that many times it creates a local object until the member 
function finishes, then dealocates it on exit. 

Mucho overhead. 

It happens a lot more than one would care to admit. 

The only way to get around this is to make SURE its not pass by value. 
BIG OVERHEAD! | 

Use the 'this' and all that jazz as much as necessary if you plan to use 
c++ (not recommended). 

--MESSAGE FILE 16523 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000086 


VVVVVVVVVVVV VV VV VV VV VV VV VV 


--MESSAGE FILE 16524 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000087 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Thu, 24 Jul 1997 10:53:28 GMT 

Organization: SN Systems 

Lines: 61 

Message-ID: <5r7c25$5na47@chuka.playstation.co.uk> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


"Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> wrote: 
>DONT USE C++!! 

>Too much overhead. 

>Trust me. 


Trust me, squire, what you learnt in school doesn't cover half the 
interesting optimisations you can make in C++. 


Sometimes you need compiler support, sometimes you don't. To give one 
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compiler-specific example, GNU C++ supports an extension declaring the 
return object to be a local variable. In other words, the compiler 
avoids creating a temporary for transferring back the result. 


More generally, the sensible use of references also avoids temporary 
object creation. (Which is of course why references exist :) 


Anyway, for efficiency's sake constructors should do the minimum 
amount of work, since they can't return a result code. (The only 
result code you'll get is from the 'new' operator, if that's how you 
created your object.) If you need a temporary object, use an empty 
constructor, and fill in the bits you need only when you need them. 
The 'real' data construction can be handled by an Init method or 
suchlike. Making your constructors and destructors inline will add to 
their speed; frequent function calls cause the problematic overhead. 


For an educational experience which amongst other things demonstrates 
how to second-guess the compiler (not that a few small tests won't 
show up how to take advantage of your particular compiler's ideas 
about code generation) you could take a look at Ellis/Stroustrup's 
"The Annotated C++ Reference Manual" (Addison Wesley, ISBN 
0-201-51459-1). 


(This, like Stroustrup's other C++ book, is also a useful book to read 
if you're at all in need of humility concerning your programming 
ability, since Stroustrup is one of those people who talks of 
month-long programming projects as ‘exercises for the reader' and 
‘useful scaffolding which can be implemented without difficulty'. 
ARGH!!!) 


Also, trust me (again!), the overhead of using C++ for your game 
manipulation is trivial compared to the overhead of using inefficient 
graphics routines and bulk data processing code - which you lucky 
Yaroze programmers are condemned to do because of the absence of 
documented GTE library support. Most gameswriters would rather have 
95% of their code running 5% less efficiently than face inordinate 
hassles trying to organise 100% of their code without the structural 
advantages and improved clarity of expression which C++ offers. 


There are several games out there written in C++, and I'm certainly 
getting far more support calls for C++ compared to, say, six months 
back, and could name half a dozen C++ games due out in the next few 
months. It isn't just me bangin' away about C++ being handy! 


Incidentally, half of "Crash Bandicoot" is written in LISP. What did 
your school test say about LISP's efficiency? :=) 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 


Disclaimer: What I say when I post here represents me, not my employers. 
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—-MESSAGE FILE 16524 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000087 


—--MESSAGE FILE 16525 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000088 


Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: yaroze members? 

Date: Thu, 24 Jul 1997 10:57:36 GMT 

Organization: SN Systems 

Lines: 24 

Message-ID: <5r7c9tS$5na48@chuka.playstation.co.uk> 
References: <33b1d797.15944657@news.scea.sony.com> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


jaminl@psu.edu (Jamin Frederick) wrote: 

>Does anyone know a ballpark figure of the number of yaroze members in 
>the US and Europe and Japan? The newsgroups haven't been very lively 
>lately. I'm wondering if there's many members who know what they're 
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>doing already and don't really contribute, or if a lot of people don't 
>even use newsgroups, or if a lot of people don't know much at all, or 
—-MESSAGE FILE 16525 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000088 


—-MESSAGE FILE 16526 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000089 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Thu, 24 Jul 1997 08:52:46 -0700 

Organization: SCEA Net Yaroze News 

Lines: 110 

Message-ID: <33D77A4E.3BDB@hubcap.clemson.edu> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81krS$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> 
NNTP-Posting-Host: pm4-3.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Gil Jaysmith wrote: 


"Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> wrote: 
>DONT USE C++!! 

>Too much overhead. 

>Trust me. 


Trust me, squire, what you learnt in school doesn't cover half the 
interesting optimisations you can make in C++. 


Sometimes you need compiler support, sometimes you don't. To give one 
compiler-specific example, GNU C++ supports an extension declaring the 
return object to be a local variable. In other words, the compiler 
avoids creating a temporary for transferring back the result. 


More generally, the sensible use of references also avoids temporary 
object creation. (Which is of course why references exist :) 


Anyway, for efficiency's sake constructors should do the minimum 
amount of work, since they can't return a result code. (The only 
result code you'll get is from the 'new' operator, if that's how you 
created your object.) If you need a temporary object, use an empty 
constructor, and fill in the bits you need only when you need them. 
The 'real' data construction can be handled by an Init method or 
suchlike. Making your constructors and destructors inline will add to 
their speed; frequent function calls cause the problematic overhead. 


For an educational experience which amongst other things demonstrates 
how to second-guess the compiler (not that a few small tests won't 
show up how to take advantage of your particular compiler's ideas 
about code generation) you could take a look at Ellis/Stroustrup's 
"The Annotated C++ Reference Manual" (Addison Wesley, ISBN 
0-201-51459-1). 


(This, like Stroustrup's other C++ book, is also a useful book to read 
if you're at all in need of humility concerning your programming 
ability, since Stroustrup is one of those people who talks of 
month-long programming projects as ‘exercises for the reader' and 
‘useful scaffolding which can be implemented without difficulty'. 
ARGH!!!) 


Also, trust me (again!), the overhead of using C++ for your game 
manipulation is trivial compared to the overhead of using inefficient 
graphics routines and bulk data processing code - which you lucky 
Yaroze programmers are condemned to do because of the absence of 
documented GTE library support. Most gameswriters would rather have 
95% of their code running 5% less efficiently than face inordinate 
hassles trying to organise 100% of their code without the structural 
advantages and improved clarity of expression which C++ offers. 


VN V N N V NV NY NNN E N N, NV HY VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


There are several games out there written in C++, and I'm certainly 
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getting far more support calls for C++ compared to, say, six months 
back, and could name half a dozen C++ games due out in the next few 
months. It isn't just me bangin' away about C++ being handy! 


Incidentally, half of "Crash Bandicoot" is written in LISP. What did 
your school test say about LISP's efficiency? :=) 


Gil Jaysmith 

SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 

> Disclaimer: What I say when I post here represents me, not my employers. 
Like I said, say what you will. 

Just do a test and see how many times a new object is allocated and 
deallocated. 

This was hard learned through many long, late nights in the lab. 

And the loss was MUCH greater than 5%. 

This is why I do not use C++ for games. 

I'll tell you where C++ comes in handy... 

For a better, more robust design, such as a database where an ER or DFD 
can be more easily represented with C++, smalltalk or other such oop 
languages. 

C++ is bad for games, period. 

Hardware has gotten MUCH faster and compensated well for this, but when 
it comes to game, any good coder know that you squeeze what you can out 
of it. 

And inlining constructors and destructors won't matter. The compiler 
does what it wants anyway. 

I've DONE IT! Go ahead if you want mondo overhead. 

Don't trust me, take a look at the number of times a temporary object is 
created for a small task. You will be very surprised I'm sure. 


VVVVVVV VV 


Don't get me wrong, I like C++ for what it is good at (Hell, I even like 
smalltalk and smoked all my classmates consistently in OOP design and 
coding (different class)), taking something from design to product. It 
is quicker, easier to read, and more robust than C generally, but it is 
slower, period, and a good deal more than 5%. 


More like 15-20 conservatively. 

Once again, don't take my word for it, check some of your already 
existing code for the number times a new temporary object is created. 
Open it in a profiler, put a breakpoint on the constructor and open it 
in the debugger, whatever, just DON'T trust me. Trust what exists. 

Bad for games. Bad. True, compiler technology is getting better, but if 
that were a truism, assembly would not still be as prevelant in games 
(and I HATE ASSEMBLY) . 


later, 
mike 


Incidentally, what did your school teach you about Smalltalk? Or oop 
design? Or compiler technology and design? As for LISP, what does that 
have to do with anything. They can write Crash Bandicoot in interpreted 
REXX for all I care. I'm just trying to help. 

Considering this is just a hobby thing. 

Go ahead, C++ your brains out and have slower code. 


18r 
mike 


80 
--MESSAGE FILE 16526 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000089 


--MESSAGE FILE 16527 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000090 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Thu, 24 Jul 1997 09:21:52 -0800 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33D78F2F.42C9@bc.sympatico.ca> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> <33D 
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77A4E.3BDB@hubcap.clemson.edu> 

NNTP-Posting-Host: vcta0lm01-18.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I hate wading in on a C vs. C++ fest, but the overhead of C++ is way 
overrated. The temporary objects Mike is talking about are there to a 
certain degree, but as Gil points out, your constructors shouldn't be 
doing anything that takes any time. The temps are created on the stack 
as well, so you're not waiting for someone's poor excuse of a memory 
manager to find space for them. And you can code so that they are seldom 
produced anyway. 


Our game engine at Disney is coded in C++ and we are getting better 
performance than when it was coded in C, on the same machines. I've 
double checked the assembly code for our sprite renderers, and the C++ 
generates better code because it is better able to deal with pointer 
aliasing and other optimization problems that are difficult to resolve 
with C. 


We've got a particle system running a quarter million antialiased 
blurred transparent particle sprites a second, all implemented in C++ 
with virtual base classes and templates galore. Of course we've written 
our own memory manager because the stuff that ships with the compilers 
is in general slower than spit. 


You'd be surprised how many professional game shops use C++. Try 
programming a game like Sim City in C, and in C++... One of the two 
would be a nightmare. 


Oh well, rant mode off. 


- nick 
—-MESSAGE FILE 16527 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000090 


—-MESSAGE FILE 16528 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000091 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Thu, 24 Jul 1997 17:15:11 GMT 

Organization: SN Systems 

Lines: 62 

Message-ID: <5r82ds$5na49@chuka.playstation.co.uk> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81lkrS$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> <33D 
77A4E.3BDB@hubcap.clemson.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


"Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> wrote: 
>Don't trust me, take a look at the number of times a temporary object is 
>created for a small task. You will be very surprised I'm sure. 


Don't worry, squire, I'm not trusting you - it's just, you're wrong... 


This isn't intended as an insulting comment, but it happens to be 
true. I take the GNU compilers apart as part of my job; SN Systems is 
the company which makes the professional PSX and N64 development kits 
and has a history stretching back to cross-development on the Atari ST 
and Amiga, and I handle compiler support and compilation tool 
development. I *do* see PlayStation games in C++, and they are *not 
visibly slower* (the only criterion which matters in gameswriting) 
than those in C... 


>Bad for games. Bad. True, compiler technology is getting better, but if 
>that were a truism, assembly would not still be as prevelant in games 
>(and I HATE ASSEMBLY) . 
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and I don't see *any* games written in assembler, except for the 
occasional stunningly important fast-throughput routine which can 
exploit some MIPS instruction the compiler doesn't want to generate. 


>Incidentally, what did your school teach you about Smalltalk? Or oop 
>design? Or compiler technology and design? As for LISP, what does that 
>have to do with anything. They can write Crash Bandicoot in interpreted 
>REXX for all I care. I'm just trying to help. 


The questions are irrelevant but here are the answers: 

Smalltalk - nothing. 

OOP design - quite a bit. Six years as a business programmer may have 
helped too. 

Compiler technology and design - quite a bit, to the extent that I 
wrote parsers and code generators. 


(The first two of those are in fact so irrelevant that I'd love to 
know why you asked them...) 


As for what LISP has to do with it - the point is that LISP is not 
noted for being a fast or attractive language or a common choice for 
games programmers, but someone managed to make it perform 
satisfactorily, and to prove that something is possible you only need 
one instance. So LISP is, in my opinion, now proven as a viable choice 
for gameswriting - if not necessarily the preferable choice. 


If you don't believe C++ has an important and growingly popular place 
in gameswriting, well, that's your decision, and I wouldn't think to 
tell you you were wrong to have your own opinion. But I disagree 100% 
with the body of that opinion, and plenty of companies (see the 
message from Nick in another subthread) concur and have enough 
confidence in C++ to use it at an industrial-strength level. 


<opinion> I hope you think again about your entrenched position, 
because the programming world needs fewer people in the new generation 
who are addicted to C and believe there will never be a substitute. 
<\opinion> 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


——MESSAGE FILE 16528 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000091 


—--MESSAGE FILE 16529 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000092 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: 24 Jul 1997 23:31:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <01bc9889S8d86e260Sa0bf43ce@wkwerner> 


77A4E.3BDB@hubcap.clemson.edu> 
NNTP-Posting-Host: port60.con2.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Don't want to, but can't help myself... 
Mike, 


Don't forget the bottom line design concept behind C++. You only pay for 
what you use. This philosophy has been adhered to stringently. As a base 
line, if you use no object oriented features, you just get a better C. 


As for all of those nasty little temps, if you understand what causes them, 
you understand how to avoid them. Don't stop with the Stroustrup book. 
Try Scott Meyers' fantastic duo, Effective C++ and More Effective C++. 


References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> <33D 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Well, I'm working on a game for the competition too, but I'm afraid I 
won't be able to finish it. So I have not enough time to talk about it now 
! (2D, scrolling multi with tiled map, sound : poor or none) 


Moreover, at this time it's been in NTSC... 


Good luck to all ! 


—-MESSAGE FILE 1746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00449 


—-MESSAGE FILE 1747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000450 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Tue, 10 Mar 1998 18:34:04 +0000 

Organization: Bacardi Ferrari V12 

Lines: 19 

Message-ID: <3505879C.6A21@manc.u-net.com> 
References: <35044e51.7543054@news.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Swan wrote: 
> Damn shame about having to put up our entries at midnight; I was 
> hoping to work at least until 5 in the morning. 


When is the deadline exactly? Midnight the 12th -- at the START 

of the 12th or the end? 

I am in a BIG rush to finish my game and smooth out [all] the bugs. 
So that extra day would be nice! 

My game has been no secret, but I think maybe a lot of people have 
played their cards close the their chests until really close to 


the day. 

Later (late into the night that is) 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00450 


-—-MESSAGE FILE 1748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000451 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Tue, 10 Mar 1998 20:38:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6e487hS6nqg3@chuka.playstation.co.uk> 

References: <35044e51.7543054@news.playstation.co.uk> <3505879C.6A21@manc.u-net.com> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


As long as entries are in, I'm sure we'd allow updates this week ( After all 
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Bad design and bad coding are bad whatever the underlying language is! 
Check out the news thread that began with Some Ideas and Concerns RE CW, 
which turned into a discussion of these issues, in the CodeWarrior area. 


There are some awesomely talented and experienced people active on NY. 
Despite my 20 years in the business, I intend to keep my ears (eyes?) open! 

Learning doesn't stop when school ends. If you're lucky, it doesn't stop 
til the day you die! 


Welcome to the Club, Mike! 


Wayne K. Werner 
wkwerner@con2.com 


"Live and learn, from fools and from sages." Aerosmith 


——MESSAGE FILE 16529 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000092 


—-MESSAGE FILE 16530 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000093 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Thu, 24 Jul 1997 21:07:56 -0700 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33D8269C.3466@hubcap.clemson.edu> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> <33D 
77A4E.3BDB@hubcap.clemson.edu> <01bc9889S8d86e260Sa0bf43ce@wkwerner> 
NNTP-Posting-Host: 206.139.128.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Wow, got some serious followers here. 

C++ compiler technology must have come a long way since 2.5 years ago 
cuz, I knew how to code in it and it was dragging. 

gcc and Visual C++ (borland and MS). 

If you want to do oop, use smalltalk. Im talking to a company now that 
is looking for a programmer and theyre interested in my smalltalk 
experience. It is a true oop language. I've noticed that a good deal 

of people who code in C++ end up reverting back to C and don't use many 
of the powerful features of C++ (exception handling, templates, etc). 
I'm not a steadfast C programmer. As a matter of fact, I think most C 
programmers are nerdy closet types who have trouble designing good user 
friendly code because they don't understand that the end product is for 
the more computer illiterate public. Just look at the documentation for 
the Yaroze, pretty lacking. I know 13 languages. C is not my favorite, 
but it is my best, cuz I use it, cuz thats pretty much what everyone 
uses. If I had it my way, everything would be Ada. Now there's a well 
designed language. I am a fan of functional languages, like C and Ada. 
Now, if we could direct all this talk into better documentation for the 
yaroze, i would be set. 

This thing can't get more confusing than a woman. 

good input on the C++ though, disagree, but good (not cuz I'm a C fan, 
like I said, Ada) 

18r 

mike 


PS: Every programmer I talked to at E3 said they had to do some assembly 
programming in their games. I'm not throwing this at you. I wish it were 

not so. It just is. 

——MESSAGE FILE 16530 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000093 


——MESSAGE FILE 16531 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000094 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: yaroze members? 
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Date: Thu, 24 Jul 1997 21:33:40 -0500 
Organization: (no organization) 

Lines: 20 

Message-ID: <33D81084.5F8C@charlie.cns.iit.edu> 
References: <33b1d797.15944657@news.scea.sony.com> <5r7c9t$5na48@chuka.playstation.c 
o.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Gil Jaysmith wrote: 


jaminl@psu.edu (Jamin Frederick) wrote: 

>Does anyone know a ballpark figure of the number of yaroze members in 
>the US and Europe and Japan? The newsgroups haven't been very lively 
>lately. [etc] 


A bit of hearsay floating around the office right now is that Sony has 
sold only a couple of hundred units in the States. [etc] 

In either case I'm surprised as hell that there's been so little 
takeup; the impression I got from the European groups was that there'd 
be more, since it's usually only a vocal 2% who contribute to 
newsgroups. Perhaps all those garage programmers out there have 
decided to wait for the Nintendo 64 home devkit ;=) 


VVVVVVVVVVV VV 


It really could be that the system was released just shortly before 
summer. It really makes a *big* difference around here (Chicago, IL) 
I guess we'll find out in the fall if thats true. 


EdF 
——MESSAGE FILE 16531 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000094 


——MESSAGE FILE 16532 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000095 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Fri, 25 Jul 1997 11:59:24 GMT 

Organization: SN Systems 

Lines: 75 

Message-ID: <5ra49g$pm11@chuka.playstation.co.uk> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> <33D 
77A4E.3BDB@hubcap.clemson.edu> <01bc9889S8d86e260Sa0bf43ce@wkwerner> <33D8269C.3466@ 
hubcap.clemson.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


>Wow, got some serious followers here. 


Were I not the possessor of a joyous and loving heart, I'd probably 
resent that remark ;=) 


>C++ compiler technology must have come a long way since 2.5 years ago 
>cuz, I knew how to code in it and it was dragging. 
>gcc and Visual C++ (borland and MS). 


Yes, it has. Microsoft, amongst other companies, decided not to waste 
time and they've evidently made a commitment to support C++ over C. 
Meanwhile, the GNU C++ compiler is still badly in need of some 
rewriting (it lacks debug support for static class members, amongst 
other things). I agree that things have changed quite quickly; when I 
meddled with Borland C++ a few years ago it didn't implement the 
delete operator properly, amongst other things. It's taken until now 
for it to become a viable gameswriting choice. If you were basing your 
commentary on outdated knowledge, then you're forgiven... 


>If you want to do oop, use smalltalk. Im talking to a company now that 
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>is looking for a programmer and theyre interested in my smalltalk 
>experience. It is a true oop language. I've noticed that a good deal 
>of people who code in C++ end up reverting back to C and don't use many 
>of the powerful features of C++ (exception handling, templates, etc). 


Their loss. But programmers who structure their work with any sense 
and who aim to write good clear code can generally do so in any 
language. 


>I'm not a steadfast C programmer. As a matter of fact, I think most C 
>programmers are nerdy closet types who have trouble designing good user 
>friendly code because they don't understand that the end product is for 
>the more computer illiterate public. Just look at the documentation for 
>the Yaroze, pretty lacking. I know 13 languages. C is not my favorite, 
>but it is my best, cuz I use it, cuz thats pretty much what everyone 
>uses. If I had it my way, everything would be Ada. Now there's a well 
>designed language. I am a fan of functional languages, like C and Ada. 


(13, is that all? ;=) 


Terminology tip: C and Ada are procedural, not functional, languages 
(unless you mean 'they work') - the technical meaning of 'functional' 
encompasses wondrous things like ML. 


The documentation for the Yaroze is poor because it's been sadly 
translated and because DTS stuff is invariably poor; documentation 
only becomes an important issue to most companies when it's part of a 
shrinkwrapped product, otherwise, it's left to the support desk. The 
reason that the libraries are for C is probably that they didn't want 
to write their own compiler, just to ship a free one like GNU, and C 
was the obvious choice from the languages supported by GNU. 


<opinion> 

Interesting that you like Ada and feel that it's well-designed. My 
understanding of Ada is that it contains all the popular features from 
five or six contemporaneously popular languages, and that you can 
comfortably write Ada which looks like C, Ada which looks like Pascal, 
etc, and the work of programmers with different interests can look 
even more radically different than usual. In other words, perhaps you 
like Ada because you program it like you program C :=) 


For my part I'm a fan of the right language for the job. And there are 
a lot of right languages for each job. 
</opinion> 


>This thing can't get more confusing than a woman. 


9 
Fortunately I feel like ignoring that, too :) 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


——MESSAGE FILE 16532 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000095 


——MESSAGE FILE 16533 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000096 
Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: yaroze members? 

Date: Fri, 25 Jul 1997 16:09:50 GMT 

Organization: ElectricMail Ltd. 

Lines: 15 

Message-ID: <33dacf5c.338817015@news.playstation.co.uk> 

References: <33b1d797.15944657@news.scea.sony.com> <5r7c9tS5na48@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 11164 
X-Newsreader: Forte Agent 1.0/32.390 
On Thu, 24 Jul 1997 10:57:36 GMT, gil@snsys.com (Gil Jaysmith) wrote: 


>A bit of hearsay floating around the office right now is that Sony has 
>sold only a couple of hundred units in the States. Or was that 


For scee, the easiest way to find out would be to ftp in, and count 
the number of directories, taking off a few for freebies, test accts, 
and sony accts. 


You should end up with a number, reflecting the number of users in the 
scee group anyway. 


Mark 
--MESSAGE FILE 16533 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000096 


—-MESSAGE FILE 16534 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000097 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: object-oriented support? 

Date: Tue, 29 Jul 1997 03:29:08 -0700 

Organization: SCEA Net Yaroze News 

Lines: 88 

Message-ID: <33DDC5F4.5DDC@hubcap.clemson.edu> 

References: <33b69d9c.138132316@news.scea.sony.com> <5p81kr$fv57@chuka.playstation.c 
o.uk> <33D702CE.22A9@hubcap.clemson.edu> <5r7c25$5na47@chuka.playstation.co.uk> <33D 
77A4E.3BDB@hubcap.clemson.edu> <01bc9889S8d86e260Sa0bf43ce@wkwerner> <33D8269C.3466@ 
hubcap.clemson.edu> <5ra49g$pml11l@chuka.playstation.co.uk> 

NNTP-Posting-Host: pm4-25.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Gil Jaysmith wrote: 
>Wow, got some serious followers here. 


Were I not the possessor of a joyous and loving heart, I'd probably 
resent that remark ;=) 


>C++ compiler technology must have come a long way since 2.5 years ago 
>cuz, I knew how to code in it and it was dragging. 
>gcc and Visual C++ (borland and MS). 


Yes, it has. Microsoft, amongst other companies, decided not to waste 
time and they've evidently made a commitment to support C++ over C. 
Meanwhile, the GNU C++ compiler is still badly in need of some 
rewriting (it lacks debug support for static class members, amongst 
other things). I agree that things have changed quite quickly; when I 
meddled with Borland C++ a few years ago it didn't implement the 
delete operator properly, amongst other things. It's taken until now 
for it to become a viable gameswriting choice. If you were basing your 
commentary on outdated knowledge, then you're forgiven... 


>If you want to do oop, use smalltalk. Im talking to a company now that 
>is looking for a programmer and theyre interested in my smalltalk 
>experience. It is a true oop language. I've noticed that a good deal 
>of people who code in C++ end up reverting back to C and don't use many 
>of the powerful features of C++ (exception handling, templates, etc). 


Their loss. But programmers who structure their work with any sense 
and who aim to write good clear code can generally do so in any 
language. 


>I'm not a steadfast C programmer. As a matter of fact, I think most C 
>programmers are nerdy closet types who have trouble designing good user 
>friendly code because they don't understand that the end product is for 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 
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>the more computer illiterate public. Just look at the documentation for 
>the Yaroze, pretty lacking. I know 13 languages. C is not my favorite, 
>but it is my best, cuz I use it, cuz thats pretty much what everyone 
>uses. If I had it my way, everything would be Ada. Now there's a well 
>designed language. I am a fan of functional languages, like C and Ada. 


(13, is that all? ;=) 


Terminology tip: C and Ada are procedural, not functional, languages 
(unless you mean 'they work') - the technical meaning of 'functional' 
encompasses wondrous things like ML. 


The documentation for the Yaroze is poor because it's been sadly 
translated and because DTS stuff is invariably poor; documentation 
only becomes an important issue to most companies when it's part of a 
shrinkwrapped product, otherwise, it's left to the support desk. The 
reason that the libraries are for C is probably that they didn't want 
to write their own compiler, just to ship a free one like GNU, and C 
was the obvious choice from the languages supported by GNU. 


<opinion> 

Interesting that you like Ada and feel that it's well-designed. My 
understanding of Ada is that it contains all the popular features from 
five or six contemporaneously popular languages, and that you can 
comfortably write Ada which looks like C, Ada which looks like Pascal, 
etc, and the work of programmers with different interests can look 
even more radically different than usual. In other words, perhaps you 
like Ada because you program it like you program C :=) 


For my part I'm a fan of the right language for the job. And there are 
a lot of right languages for each job. 
</opinion> 


>This thing can't get more confusing than a woman. 


Չշ 
Fortunately I feel like ignoring that, too :) 


Gil Jaysmith 

SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 

> Disclaimer: What I say when I post here represents me, not my employers. 
Oh ya, procedural, ML is functional. Anyway... 

No, I don't write Ada like C. I love Ada. C is awful, but it works. 

Ada isn't a bunch of languages thrown together but a language that was 
developed for a need (DOD). It so happens that is is like many other 
languages cuz what they needed was features that many languages support. 
The problem is, they wanted easily ported and readable code so they 
wouldn't have to shell out the big dough for new dudes to come and 
update/rewrite stuff, hence Ada...BUT they keep changing the language, 
defeating its main purpose. So this is its big drawback. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV OV 


Anyway, can we get back to yaroze talk? 

This stuff is still confusing. 

mike 

—-MESSAGE FILE 16534 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000097 


——MESSAGE FILE 16535 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000098 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: ShowCase section of website 

Date: 31 Jul 1997 18:57:07 GMT 

Organization: First DataBank 

Lines: 10 

Message-ID: <0Olbc9de4$31lcacd50$5271df26@disintegration> 
NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Out of curiosity does the showcase section consist of the best 'submitted' 
Yaroze stuff around the globe? or just the US? .. I noticed the 3d Mansion 
game having Japanese text.. Is this from a fellow american who prefers 
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Japanese text or a member in Japan? 

Thanks in advanced. 

Benjamen Siroshton 


——MESSAGE FILE 16535 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000098 


—-MESSAGE FILE 16536 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000099 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ShowCase section of website 

Date: Thu, 31 Jul 1997 22:16:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 24 

Message-ID: <33e10da6.33509558@205.149.189.29> 

References: <Olbc9de4$3l1lcacd50$5271df26@disintegration> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Benjamen, 


The showcase currently contains programs that we felt showed off the 
system in some way. Since there weren't any programs from SCEA members 
at the time the web site was set up, the programs were taken from the 
Japanese and European sites. As time goes on you can expect to see the 
work of North American members added to the showcase. 


Mario 


On 31 Jul 1997 18:57:07 GMT, "Benjamen Siroshton" 
<benjamen_siroshton@firstdatabank.com> wrote: 


> 

> Out of curiosity does the showcase section consist of the best 'submitted' 
>Yaroze stuff around the globe? or just the US? .. I noticed the 3d Mansion 

>game having Japanese text.. Is this from a fellow american who prefers 

>Japanese text or a member in Japan? 

> 

>Thanks in advanced. 

> 

>Benjamen Siroshton 

> 


——MESSAGE FILE 16536 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000099 


——MESSAGE FILE 16537 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000100 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Anyone going to Siggraph? 

Date: Thu, 31 Jul 1997 22:10:41 -0800 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33E17DDF.6D3D@bc.sympatico.ca> 

NNTP-Posting-Host: vcta01m05-130.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Hi all, is anyone going to Siggraph next week? If so, let's figure out a 
place to meet! 


CreacacacicAcéecacecsC*é1 Ce CDC * COAHCEC լ COC * CAAAAOC ¢ CDC UCACSCOAH 


-nick 
--MESSAGE FILE 16537 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000100 
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—--MESSAGE FILE 16538 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000101 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@islandnet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Anyone going to Siggraph? 

Date: 1 Aug 1997 08:03:02 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <Olbc9e51SFf382b3a0S09af35c6@islandnet.com.islandnet.com> 
References: <33E17DDF.6D3D@bc.sympatico.ca> 

NNTP-Posting-Host: i3-9.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Porcino <Nick_Porcino@bc.sympatico.ca> wrote in article 
<33E17DDF.6D3D@bc.sympatico.ca>... 


>CrCacacacicAcéecacz esC*é1C¢ CnC * COAHCEC լ COC * CAAA AOC ¢ CDC UCACSCOAH 
What the heck is that? :-) 


-CB 
——MESSAGE FILE 16538 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000101 


——MESSAGE FILE 16539 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000102 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <xjk18@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: yaroze members? 

Date: Sat, 02 Aug 1997 13:05:08 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <33E392F4.64CD@dial.pipex.com> 

References: <33b1d797.15944657@news.scea.sony.com> <5r7c9t$5na48@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: am080.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Gil Jaysmith wrote: 


jaminl@psu.edu (Jamin Frederick) wrote: 

>Does anyone know a ballpark figure of the number of yaroze members in 

>the US and Europe and Japan? The newsgroups haven't been very lively 

>lately. I'm wondering if there's many members who know what they're 

>doing already and don't really contribute, or if a lot of people don't 

>even use newsgroups, or if a lot of people don't know much at all, or 

—--MESSAGE FILE 16539 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000102 


VV V V V V V 


——MESSAGE FILE 16540 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000103 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: yaroze members? 

Date: 2 Aug 1997 19:19:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <01lbc9f78Sf11le06a0S71bf43ce@wkwerner> 

References: <33b1d797.15944657@news.scea.sony.com> <5r7c9t$5na48@chuka.playstation.c 
o.uk> <33E392F4.64CD@dial.pipex.com> 

NNTP-Posting-Host: port13.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I've tried to think why Sony released Yaroze in the first place: 

> I can't believe they can make any significant profit from the project, 
> if any profit at all! And any thoughts of an act of philanthropy must 
> go out the window - Sony is in business to make money, after 811. 
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It makes obvious good financial sense to me. What makes the PS dust the 
N64? Well, not the hardware, PS is now one generation behind. What makes 
a platform great is the software! The NY is a brilliant piece of work by 
Sony R & D to expand on the base of programmers and designers for PS. They 
are counting on us to swell the ranks and keep the PS number one. 
Ingenious! 


Makes me feel like I'm part of a AAA team! 
Wayne K. Werner 
wkwerner@con2.com 


——MESSAGE FILE 16540 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000103 


—-MESSAGE FILE 16541 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000104 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Net Yaroze for the PlayStation 2? 

Date: Tue, 05 Aug 1997 07:02:36 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <33e6c460.16134731@news.scea.sony.com> 
NNTP-Posting-Host: e19.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hello everybody!, 

Do you feel like that there will be a "Net Yaroze 2" 
when the PSX2 comes out in 1999-2000? For my part, I would like it to 
come out early and offer us the NY2 before or when the consumer PSX2 
comes out. That way, it would be possible to develop games that are 
very competitive to what the market offers at that point in time. 
Furthermore, it would give us more time to become developpers if we 
wished and possibly create commercial games. Don't worry, I'm very 
happy with my Net Yaroze, but I would have liked it even more if it 
could have been available in September 1995 :) 

Anyway, I think I'm just dreaming of having a Net Yaroze with 
16 or 32 megs of unified ram, a R5000 at 200Mhz, DVD, lod mip-mapping, 
Anti-aliasing, alpha blending, per-pixel fog and transparency, 
tri-linear filtering and perspective correction. Could also render 2 
million polygons/sec with all features on. Did I miss anything? :) 
Share your thoughts if you want! 


Patrick Bureau 


P.S: I almost forgot, a trade-in offer for Net Yaroze members would be 
cool! 
—-MESSAGE FILE 16541 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000104 


—-MESSAGE FILE 16542 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000105 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze for the PlayStation 2? 

Date: Tue, 05 Aug 1997 18:24:10 -0500 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <33E7B619.C72B8E7A@ix.netcom. com> 

References: <33e6c460.16134731@news.scea.sony.com> 

NNTP-Posting-Host: ara-ill0-41.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Do you feel like that there will be a "Net Yaroze 2" 
when the PSX2 comes out in 1999-2000? For my part, I would like it to 
come out early and offer us the NY2 before or when the consumer PSX2 
comes out. That way, it would be possible to develop games that are 
very competitive to what the market offers at that point in time. 


V V V V V 
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Furthermore, it would give us more time to become developpers if we 
wished and possibly create commercial games. Don't worry, I'm very 
happy with my Net Yaroze, but I would have liked it even more if it 
could have been available in September 1995 :) 


V V V V 


That would probably be the coolest thing a large company like Sony ever 
did. 


Anyway, I think I'm just dreaming of having a Net Yaroze with 
16 or 32 megs of unified ram, a R5000 at 200Mhz, DVD, lod mip-mapping, 


Anti-aliasing, alpha blending, per-pixel fog and transparency, 

tri-linear filtering and perspective correction. Could also render 2 

million polygons/sec with all features on. Did I miss anything? :) 
Share your thoughts if you want! 


VV VV V V V 


Could you imagine the type of CG intros we'd see with DVD? The 
background music for games would no longer stop at 5 minutes... 


What about a modem? You know Sony would provide a communication library 
that would make programming online games as easy as interfacing with the 
pads. 


> P.S: I almost forgot, a trade-in offer for Net Yaroze members would be 
> 


> cool! 
Umm... I don't think that Sony would really "want" all their machines 
back. I'll keep my Yaroze for a long, long time. 


——MESSAGE FILE 16542 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000105 


—-MESSAGE FILE 16543 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000106 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Don Thomas" <don_thomas@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze for the PlayStation 2? 

Date: 6 Aug 1997 00:40:03 GMT 

Organization: SCEA 

Lines: 45 

Message-ID: <01bca202$c058a340$e44231a2@DonThomas.interactive.sony.com> 
References: <33e6c460.16134731@news.scea.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Microsoft Internet News 4.70.1161 


Patrick, 
You have very good points. 


As you know, there is no PlayStation2 to speak of at this point. Obviously, 
any highly successful high-tech company has to look ahead and, rest 
assured, Sony has R&D people very busy. At the same time technology changes 
very quickly and what people think may happen in the years ahead may be 
very far from the truth. Consequently, it is very difficult to discuss 
things that don't yet exist in the real world. 


Regardless of any PSX2 that may come one day, you know that 17 million 
PlayStations that are out there now are impressive numbers and that many 
people aren't going to swing over to any new system overnight. PlayStation 
as we know it today has a lot of life in it for years to come. 


Thanks for supporting the world's favorite system! 


——Don Thomas 
SCEA 


Patrick Bureau <pbureau@odyssee.net> wrote in article 
<33e6c460.16134731@news.scea.sony.com>... 

> Hello everybody!, 

> Do you feel like that there will be a "Net Yaroze 2" 

> when the PSX2 comes out in 1999-2000? For my part, I would like it to 
> come out early and offer us the NY2 before or when the consumer PSX2 
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comes out. That way, it would be possible to develop games that are 
very competitive to what the market offers at that point in time. 
Furthermore, it would give us more time to become developpers if we 
wished and possibly create commercial games. Don't worry, I'm very 
happy with my Net Yaroze, but I would have liked it even more if it 
could have been available in September 1995 :) 

Anyway, I think I'm just dreaming of having a Net Yaroze with 
16 or 32 megs of unified ram, a R5000 at 200Mhz, DVD, lod mip-mapping, 
Anti-aliasing, alpha blending, per-pixel fog and transparency, 
tri-linear filtering and perspective correction. Could also render 2 
million polygons/sec with all features on. Did I miss anything? :) 

Share your thoughts if you want! 


Patrick Bureau 


P.S: I almost forgot, a trade-in offer for Net Yaroze members would be 
cool! 


VVVVVVVVVVVVVV VV VV 


--MESSAGE FILE 16543 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000106 


——MESSAGE FILE 16544 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000107 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze for the PlayStation 2? 

Date: Wed, 06 Aug 1997 03:50:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <33e7eb59.2966106@news.scea.sony.com> 

References: <33e6c460.16134731@news.scea.sony.com> <33E7B619.C72B8E7A@ix.netcom. com> 
NNTP-Posting-Host: al11.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 05 Aug 1997 18:24:10 -0500, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>Could you imagine the type of CG intros we'd see with DVD? The 
>background music for games would no longer stop at 5 minutes... 


I think Square and Namco would have too much fun :) 

Moreover, with a powerful machine you could do a lot more detailed 
cut-scenes rendered on the fly a la Resident Evil or like in Soul 

Blade's endings. 

> 

>What about a modem? You know Sony would provide a communication library 
>that would make programming online games as easy as interfacing with the 
>pads. 


Oups, I forgot that. With games like Tanarus and EverQuest, Sony 
Interactive Studios America could probably manage to setup servers to 
play these games and other PSX games. The only problem is: interaction 
with other people. You can't "talk to other people" without a 
keyboard. And if you include a keyboard + a modem you get a computer. 
I don't know how Sony will adress the Internet issue with the current 
and the next PSX. But sure, it would be cool to make our own online 
games and be able to play with our Net Yaroze via the Internet :) 

> 

>> P.S: I almost forgot, a trade-in offer for Net Yaroze members would be 
>> 


>> cool! 

> 

>Umm... I don't think that Sony would really "want" all their machines 
>back. I'll keep my Yaroze for a long, long time. 


Me too, but I mean that members of the Net Yaroze could get a discount 
on the next Net Yaroze, if there is one :) 


Patrick Bureau 
—-MESSAGE FILE 16544 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000107 


—-MESSAGE FILE 16545 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000108 


Net Yaroze newsgroups message dump.txt Page 1118 
we aren't going to judge all your entries at midnight!!!! ) 


Colin ;-> 


James Shaughnessy wrote in message <3505879C.6A21@manc.u-net.com>... 
>Robert Swan wrote: 

>> Damn shame about having to put up our entries at midnight; I was 
>> hoping to work at least until 5 in the morning. 

> 

>When is the deadline exactly? Midnight the 12th -- at the START 
>of the 12th or the end? 

>I am in a BIG rush to finish my game and smooth out [all] the bugs. 
>So that extra day would be nice! 

>My game has been no secret, but I think maybe a lot of people have 
>played their cards close the their chests until really close to 
>the day. 

> 

>Later (late into the night that is) 

>Jim 

>—— 

> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


—-MESSAGE FILE 1748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00451 


—-MESSAGE FILE 1749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000452 

Path: chuka.playstation.co.uk!email 

From: email@domain.com (Dennis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Tue, 10 Mar 1998 22:46:53 +0100 

Organization: Debri 

Lines: 26 

Message-ID: <1d5n6kk.2b0o0iixmstb4N@al1-88-100.a1l.nl1> 
References: <35002066.3761@writeme.com> 
NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> Hi All, 

> 

> A friend of mine is travelling to an SCEI territory and has very kindly 
> offered to bring back a Dual Shock pad for me. 

> 

> However, I am a bit worried by a second-hand rumour which suggests that 
> the pad might cause a power overload and frazzle my machine. 

> Does anyone know if the pad is compatible? (I reckon it must be...) 

> And more importantly whether my machine is covered for damage from an 

> 'tunofficial' official peripheral? 

> 

> Cheers, 

> 

> 


James (~mrfrosty). 


There is a site on the net somewhere that notes that it can damage your 
machine. The pad was only for a special version of the PSX, I believe it 
was the white version. Acording to them it woul'd work on normal 
playstations or I believe Net Yaroze. I think it's a try at own risc. I 
would not do it. 


SeeYa.. 


DEnnis... 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze for the PlayStation 2? 

Date: Wed, 06 Aug 1997 05:28:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 62 

Message-ID: <33e7£499.5335169@news.scea.sony.com> 

References: <33e6c460.16134731@news.scea.sony.com> <01bca202$c058a340$e44231a2@DonTh 
omas.interactive.sony.com> 

NNTP-Posting-Host: all1.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 6 Aug 1997 00:40:03 GMT, "Don Thomas" 
<don_thomas@interactive.sony.com> wrote: 


>As you know, there is no PlayStation2 to speak of at this point. Obviously, 
>any highly successful high-tech company has to look ahead and, rest 
>assured, Sony has R&D people very busy. At the same time technology changes 
>very quickly and what people think may happen in the years ahead may be 
>very far from the truth. Consequently, it is very difficult to discuss 
>things that don't yet exist in the real world. 


I was just pointing out what could be done with off-the-shelf 
components with a 1999-2000 release date and a $300 price tag in mind. 
I don't wish to take decisions for Sony or to look like I know 
everything :) Moreover, I'm not attempting to make Sony "spill the 
beans" about the PSX2. It was only an attempt to give my thoughts 
about the NY and the PSX future and to bring up a new thread in the 
newsgroup. 


Then again, I've got a new reflexion today. 

I think the main question Sony's debating at the moment is to include 
a DVD player or a fast cd-rom player in the next PSX. Sure at this 
moment DVD-ROM players cost around 400-500 bucks. But who knows at 
what speed prices are gonna drop? 


After all, two years ago you could get a 2x cd-rom drive or a 2 megs 
ram SIMM for a little less than $100. Now, for the same price you can 
purchase a 24x cd-rom drive or a 32 meg SIMM! 


The other thing is that if Sony chooses to adopt the DVD in their next 
incarnation of the PSX, it would really push the DVD industry. 
Imagine, two years after the release of a DVD-PSX you could have 15 
million homes with DVD players! 

> 
>Regardless of any PSX2 that may come one day, you know that 17 million 
>PlayStations that are out there now are impressive numbers and that many 
>people aren't going to swing over to any new system overnight. PlayStation 
>as we know it today has a lot of life in it for years to come. 


Just to clear one point. In the latest Next-Generation magazine, at 
the question: "But you're still involved with PlayStation 2?", Mr. Ken 
Kutaragi answered: "I am head of the development team, so yes, you 
could say that I'm still involved." 


That's why I talked about a 1999-2000 release date. If you take 
account that Sega will probably release their Black Belt system a year 
sooner than the PSX2. Sega is in a real bad situation due to the 
domination of PlayStation sales and they must rush a new product to 
the market. But Sony can't wait much after that to release their own 
system because I don't think Sony wants the same fate as the 
Nintendoé4 :) 


> 
>Thanks for supporting the world's favorite system! 


No problem, I gave my support since September 9,1995! Why stop now? :) 


And as a side note, I know that you can't comment much about the PSX2 
or a possible Net Yaroze 2 for security reasons or maybe you don't 
even know much more than we do about these projects, but I'm still 
grateful for your participation in this thread. Thanks! 
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Patrick Bureau 
——MESSAGE FILE 16545 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000108 


—-MESSAGE FILE 16546 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000109 
Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Demo discs 

Date: Fri, 08 Aug 1997 19:06:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <33EB6018.8BC9CFAA@mail.globalnet.co.uk> 

NNTP-Posting-Host: client87ec.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Just a thought but next time you compile some demo discs could we have a 
bit more warning then I might be able to get one ready! Or perhaps I'm 
just a bit slow:) 


How are they going? There haven't been that many demos posted to the 
website so far. 


--MESSAGE FILE 16546 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000109 


—--MESSAGE FILE 16547 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000110 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Carnage Heart 

Date: 13 Aug 1997 01:28:31 GMT 

Organization: WermxX Software 

Lines: 7 

Message-ID: <0lbca788Slaf6ébd20Safbf43ce@wkwerner> 
NNTP-Posting-Host: port75.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Can anyone give me the scoop on this Carnage Heart thing. I have no idea 
at all what it's about, but it sure looks interesting. (The page on the NY 
site appears to assume pre-knowledge.) 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16547 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000110 


—--MESSAGE FILE 16548 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000111 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart 

Date: Wed, 13 Aug 1997 08:48:49 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <33F1BB41.500E969B@ix.netcom.com> 

References: <Olbca788S$laf6ébd20Safbf43ce@wkwerner> 

NNTP-Posting-Host: ara-ill0-49.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> Can anyone give me the scoop on this Carnage Heart thing. I have no 
> idea 
> at all what it's about, but it sure looks interesting. (The page on 
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> the NY 
> site appears to assume pre-knowledge. ) 


Carnage Heart is an awesome game. You buy robot parts, put them 
together, and program the robot to defend itself against others. You 
program it in sort of a flowchat fashion, which seems pretty basic, but 
the commands allow you to make tons of complex decisions. It's the 
ultimate game for programmers. 


Manny Najera 


—-MESSAGE FILE 16548 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000111 


-—-MESSAGE FILE 16549 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000112 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: david_white <david_white@cubic.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 3D Shutter Glasses 

Date: Wed, 13 Aug 1997 13:17:29 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <33F21651.13C2@cubic.com> 

References: <Olbc8d82Sc754f570S5271df26@disintegration> 
NNTP-Posting-Host: amp.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Benjamen Siroshton wrote: 

> 

> Has there been any attempt (or thought) about hooking up these shutter 
> glasses to Playstation? 
> 
> 


Benjamen Siroshton 


I plan to use AmiVR shutter glasses with my Net Yaroze program. 

The AmiVR system will work with the Play Station because it only 
requires 

a standard RCA style video connector (it has a video passthrough). I've 
used 

these glasses with my Amiga before and the results are well worth it. By 
the 

way, Sega glasses are compatible with the AmiVR system. Their web page 
is 


http://www.megagem.com/amivr.html 


David 
—--MESSAGE FILE 16549 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000112 


—-MESSAGE FILE 16550 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000113 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart 

Date: 14 Aug 1997 02:49:34 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <0lbca85cS$8cd10f20Sbdbf43ce@wkwerner> 

References: <0Olbca788Slaf6bd20Safbf43ce@wkwerner> <33F1BB41.500E969B@ix.netcom. com> 
NNTP-Posting-Host: port89.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Manny Najera <mnajera@ix.netcom.com> wrote: 


Carnage Heart is an awesome game. You buy robot parts, put them 
together, and program the robot to defend itself against others. You 
program it in sort of a flowchat fashion, which seems pretty basic, but 
the commands allow you to make tons of complex decisions. It's the 
ultimate game for programmers. 


V V V V V 


Net Yaroze newsgroups message dump.txt Page 11174 


> 
> Manny Najera 


Available in the US? It's just that I've never seen it! 
Wayne K. Werner 
wkwerner@con2.com 


--MESSAGE FILE 16550 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000113 


—-MESSAGE FILE 16551 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000114 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 3D Shutter Glasses 

Date: 14 Aug 1997 02:52:32 GMT 

Organization: WermxX Software 

Lines: 8 

Message-ID: <01bca85d$00932740Sbdbf43ce@wkwerner> 

References: <Olbc8d82S$c754f570S5271df26@disintegration> <33F21651.13C2@cubic.com> 
NNTP-Posting-Host: port89.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


I have a pair of X-Specs 3D for my old Amiga. They took power and the 
signal for flipping from the amiga game/mouse port. Anyone with any ideas 
on how this might be integrated into the playstation? 


Wayne K. Werner 
wkwerner@con2.com 


——MESSAGE FILE 16551 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000114 


——MESSAGE FILE 16552 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000115 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart 

Date: Thu, 14 Aug 1997 08:50:42 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <33F30D31.7C470F67@ix.netcom.com> 

References: <Olbca788Slaf6bd20Safbf43ce@wkwerner> <33F1BB41.500E969B@ix.netcom. com> 
<Olbca85c$8cd10f20Sbdbf43ce@wkwerner> 

NNTP-Posting-Host: ara-il2-17.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Wayne K. Werner wrote: 
Manny Najera <mnajera@ix.netcom.com> wrote: 


> Carnage Heart is an awesome game. You buy robot parts, put them 

> together, and program the robot to defend itself against others. 
You 

> program it in sort of a flowchat fashion, which seems pretty basic, 
but 

> the commands allow you to make tons of complex decisions. It's the 
> ultimate game for programmers. 
> 

> Manny Najera 


VVVVVVVVVVV VV 


Available in the US? It's just that I've never seen it! 


You can find it for sure at Toys r us, although I got mine at Best Buy. 
I forgot to mention that there is also a second CD included, which 
contains lots of video, explaining how to play the game. 
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——MESSAGE FILE 16552 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000115 


—-MESSAGE FILE 16553 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000116 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart 

Date: 14 Aug 1997 21:21:45 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <Olbca8f£7Sf594f620S88bf43ce@wkwerner> 

References: <0Olbca788Slaf6ébd20Safbf43ce@wkwerner> <33F1BB41.500E969B@ix.netcom. com> 
<Olbca85c$8cd1l0f20Sbdbf43ce@wkwerner> <33F30D31.7C470F67@ix.netcom. com> 
NNTP-Posting-Host: port36.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Manny Najera <mnajera@ix.netcom.com> wrote: 


> > Available in the US? It's just that I've never seen it! 
> 


> You can find it for sure at Toys r us, although I got mine at Best Buy. 


Guess who's headed for Toys R Us tonight! (Nope, I'm not giving out any 
hints!) 


Wayne K. Werner 
wkwerner@con2.com 


——MESSAGE FILE 16553 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000116 


—-MESSAGE FILE 16554 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000117 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Recomendations for RPG wanted 

Date: Mon, 18 Aug 1997 23:56:04 -0500 

Organization: (no organization) 

Lines: 21 

Message-ID: <33F92764.714E@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


As part of my game programming learning, I consider it part of my 
"education" to play a wide variety of games, as "research". :-) 
At least, thats the way I explain it to my wife! 27) 


I'm sadly lacking in playing "RPGs", and I'd like to address this 
deficiency. 


Can any of my fellow Yaroze members recommend a good Playstation RPG 
for a beginning RPG player? It should not be too long, since I won't 
want to spend enless hours playing when I could be programming! 

It shouldn't be too hard either, since it'll be my first RPG. 


It should be fairly representative of what people cal "RPG"s- 
you know, plot, characters, user interface, should all be pretty 
much standard-fair "RPG". Did I mention that it should not be 


toooo long? 


Real PlayStation releases as well as Yaroze RPG's are welcome as 
suggestions, by the way. 


Thanks for any and all suggestions, 
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Ed Federmeyer 
—-MESSAGE FILE 16554 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000117 


——MESSAGE FILE 16555 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000118 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Recomendations for RPG wanted 

Date: Mon, 18 Aug 1997 23:16:18 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <33F94841.1BD8@bc.sympatico.ca> 

References: <33F92764.714EF@charlie.cns.iit.edu> 

NNTP-Posting-Host: vcta01lm05-78.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


If you have a couple of hours a night for about two weeks, you can get 
through Suikoden which isn't bad as a low tech PSX RPG or a very high 
tech SNES RPG. The story is quite engrossing. I will warn you that 
downloading a walkthrough spoils any RPG to the point where they aren't 
interesting at all. I wrecked Suikoden for myself : ( 


- nick 
—--MESSAGE FILE 16555 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000118 


——MESSAGE FILE 16556 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000119 
Path: chuka.playstation.co.uk!scea!lcy-pml-ip21.halcyon.com!user 
From: gromit@halcyon.com (eli curtz) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Recomendations for RPG wanted 

Date: Mon, 18 Aug 1997 23:44:40 -0800 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <gromit—1808972344410001@lcy-pm1-ip21.halcyon.com> 
References: <33F92764.714E@charlie.cns.iit.edu> 
NNTP-Posting-Host: lcy-pml-ip21.halcyon.com 

X-Newsreader: MT-NewsWatcher 2.3.1 


In article <33F92764.714E@charlie.cns.iit.edu>, 
fedeedw@charlie.cns.iit.edu wrote: 

> Can any of my fellow Yaroze members recommend a good Playstation RPG 
for a beginning RPG player? It should not be too long, since I won't 
want to spend enless hours playing when I could be programming! 

It shouldn't be too hard either, since it'll be my first RPG. 

It should be fairly representative of what people call "ՔՔՇ"Տ- 

you know, plot, characters, user interface, should all be pretty 
much standard-fair "RPG". Did I mention that it should not be 

toooo long? 


Real PlayStation releases as well as Yaroze RPG's are welcome as 
suggestions, by the way. 


VVVVVVVVVVV VV 


Thanks for any and all suggestions, 
Ed Federmeyer 


"City of Lost Children" is very nice (it is NOT what people would current 
describe as an RPG but I would claim its more the way they're headed) 3D 
environments and puzzles similar (but less violent and silly) to Resident 
Evil. Best of all you can play through in about three hours (Make sure you 
rent it, not buy it - WAY too little got done before the suits made them 
releases it) 


eli curtz 
gromit@halcyon.com 
—-MESSAGE FILE 16556 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000119 


——MESSAGE FILE 16557 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000120 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Gregor Menasian <gregor@lh.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Who should I send my new address to? 
Date: Thu, 21 Aug 1997 13:14:36 -0700 
Organization: SCEA News Server 

Lines: 11 

Message-ID: <33FCA1AC.250@1lh.com> 
NNTP-Posting-Host: gregorm.cnet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.5.1 sun4m) 


I moved recently, and I tried emailing my new address to 
yarozeinfo_scea@interactive.sony.com 


but I got no response - how do I confirm that my snailmail 
address has been updated, or who else should I send it to? 


I don't want my Yaroze-related snail-mails going to whoever moved into 
my Old apartment! 


Thanks, 
-Gregor Menasian 
——MESSAGE FILE 16557 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000120 


—--MESSAGE FILE 16558 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000121 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who should I send my new address to? 

Date: Fri, 22 Aug 1997 00:28:00 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <33fcdbe7.28238889@205.149.189.29> 

References: <33FCA1AC.250@1lh.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Gregor, 


That would be the correct place to send address changes. I seem to 
recall having forwarded that message, and that it was taken care of. 
I'm a bit concerned that you didn't get a reply from me though, so if 
you can re-send the information I'll verify that it was taken care of. 


Mario 


On Thu, 21 Aug 1997 13:14:36 -0700, Gregor Menasian <gregor@lh.com> 
wrote: 


>I moved recently, and I tried emailing my new address to 
>yarozeinfo_scea@interactive.sony.com 

> 

>but I got no response - how do I confirm that my snailmail 
>address has been updated, or who else should I send it to? 
> 

>I don't want my Yaroze-related snail-mails going to whoever moved into 
>my old apartment! 

> 

>Thanks, 

>-Gregor Menasian 


——MESSAGE FILE 16558 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000121 


—-MESSAGE FILE 16559 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000122 
Path: chuka.playstation.co.uk!dialup-01-34.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk 

Subject: Shadow stuff update 
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Date: Fri, 22 Aug 1997 20:45:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ira-2208972045210001@dialup-—01-34.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—01-34.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


After a few complaints about junk in the PC files on my ftp area, I 
checked it out and found that CW puts all it's formatting in the header 
and tail of the file, so if you don't use CW to open the file then you get 
loads of shit. Also some of the text files were still in Mac format, and 
so a bit difficult to read with a basic text editor. 


I've now fixed all these problems and *all* the pc stuff has been sorted 
out and zipped up - on a pe - and I've just uploaded it all again.If 
you've had some problems like this then just download again and it will 
all be nice and lovely. 


Sorry about that. 


Ira 
--MESSAGE FILE 16559 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000122 


—--MESSAGE FILE 16560 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000123 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Recomendations for RPG wanted 

Date: Sat, 23 Aug 1997 06:36:23 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <33fe82e3.18312354@news.scea.sony.com> 

References: <33F92764.714E@charlie.cns.iit.edu> 

NNTP-Posting-Host: a7.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 18 Aug 1997 23:56:04 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 

>Can any of my fellow Yaroze members recommend a good Playstation RPG 
>for a beginning RPG player? It should not be too long, since I won't 


Wild Arms is a great RPG, with many mini-quests and a good story. I've 
also played Suikoden, Persona and Beyond the Beyond. But Wild Arms is 
my favorite to date, with Suikoden not far away. Then again, all may 
change in two weeks when Final Fantasy 7 will be released :) 


Patrick Bureau 
——MESSAGE FILE 16560 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000123 


-—-MESSAGE FILE 16561 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000124 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Audio breakup in the auditorium 

Date: 30 Aug 1997 15:43:25 GMT 

Organization: WermxX Software 

Lines: 51 

Message-ID: <01bcb55b$48b98360S6cbf43ce@wkwerner> 
NNTP-Posting-Host: port08.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Are you using W95 and are experiencing audio breakup? Well, the problem 
may not be with your ISP or modem speed but with W95 internet defaults 
instead! 


MS ships W95 with default values for two very important internet parameters 
set up for those using LANs to get access. I don't know about you, but I 
use a modem! These values are the MTU (Max Transfer Unit) size and receive 
window size. 


MS defaults to 1500 bytes for MTU and 8KB for the rwin. These values 
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severly hamper internet access thru a modem. The "natural" size of an 
internet MTU is 576 bytes. 40 bytes of this packet is header info, leaving 
536 for data. The rwin should be a multiple of 536. 


I have attached two .reg files that can be used to add the keys to the 
registry that will fix this problem. They set MTU to 576 and rwin to 4 * 
536. Just double click on these files to merge them into the registry. As 
always, when messing with the registry, save user.dat and system.dat (the 
two reg files) before doing this. Everyone I know who has done this 
procedure, has done so without mishap, but better safe than sorry! 


You will be astounded at how much faster your downloads are, with no 
changes in ISP or modem speed. I have been using these settings for a 
month or so now, and I have been experiencing great audio quality in the 
auditorium. I do get some breakup, but mostly I get clear, coherent audio. 


Trust MS to cripple the home user in favor of the corporate user, and then 
not even give any info or direct access to a method for changing these 
values. 


One caveat... DO NOT use these .reg files in Win NT!!! 


Speak to you at the next auditorium presentation! 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16561 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000124 


—-MESSAGE FILE 16562 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000125 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: Sat, 30 Aug 1997 12:57:01 -0400 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <340850DD.92B0A366@msu.edu> 

References: <Olbcb55b$48b98360S6cbf£43ce@wkwerner> 
NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02b7 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 


Wayne K. Werner wrote: 


MS defaults to 1500 bytes for MTU and 8KB for the rwin. These values 
severly hamper internet access thru a modem. The "natural" size of an 
internet MTU is 576 bytes. 40 bytes of this packet is header info, leaving 
536 for data. The rwin should be a multiple of 536. 


V V V V 


There is no such thing as a "natural" internet packet, in fact you will 
find the vast majority of any bulk data transfers are always 1500, to 
limit the header overhead associated with each packet. 

> 
> You will be astounded at how much faster your downloads are, with no 

> changes in ISP or modem speed. I have been using these settings for a 

> month or so now, and I have been experiencing great audio quality in the 

> auditorium. I do get some breakup, but mostly I get clear, coherent audio. 
Im curious as to how you measure this, downloads should be *slower* with 

a 

smaller MTU. When you decrease the MTU size, you are adding extra bytes 

you must both send and receive (ack for each packet, as well as header 

data in each received packet, increasing the overall data stream size.) 


What shrinking the MTU size WILL do for you is make interactive response 
during high bandwidth usage feel better. Your keypresses get more 
chances 

at being sent off when your system is generating a new packet more 
frequently 
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than at 1500. However download/upload times will suffer.. It may be 
that 

placeware is doing all sorts of little transmissions during a 
presentation, 


and as they queue up behind large data load, it gets nasty. Then again 
maybe Windows networking sucks for beans, and it doesnt deal with 
large packet sizes well. 


-Crh 
Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—-MESSAGE FILE 16562 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000125 


—-MESSAGE FILE 16563 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000126 
Path: chuka.playstation.co.uk!dialup-11-58.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk 

Subject: New game demo 

Date: Sun, 31 Aug 1997 01:24:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-3108970124410001@dialup-11-58.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-58.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I have just uploaded to my ftp area my first finished game demo, a dog tale. 
Check it out and let me know what you think. 
http://www.playstation.co.uk/~shadow 


Ira 
——MESSAGE FILE 16563 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000126 


—-MESSAGE FILE 16564 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000127 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: 31 Aug 1997 07:34:44 GMT 

Organization: WermxX Software 

Lines: 56 

Message-ID: <01lbcb5e0$2da633e0S 9bbf43ce@wkwerner> 

References: <0Olbcb55bS$48b98360S6cbf43ce@wkwerner> <340850DD.  92B0A366@msu.edu> 
NNTP-Posting-Host: port55.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Charles Henrich <henrich@msu.edu> wrote: 


> There is no such thing as a "natural" internet packet, in fact you will 
> find the vast majority of any bulk data transfers are always 1500, to 
> limit the header overhead associated with each packet. 


You are incorrect there. The packet size used in the internet, and by 
internet routers is indeed 576 bytes. When you use larger packets, they 
must be disassembled into smaller packets on send and reassembled on 
receive. The size of the receive window, also to prevent fragmentation, 
must be a multiple of the data size, which is 576 - 40. Yes, you are 
adding "extra" bytes up front. But the extra bytes are added anyhow when a 
1500 byte packet is fragmented, with the further inconvience of not 
dividing up neatly, causing the system to wait for a second 1500 byte 
packet to fill up the space after any leftover data from the first packet. 


> Im curious as to how you measure this, downloads should be *slower* with 


Don't take my word for it, try it! FTP down a file from a nearby site, 
time it, make the fix, and download the same file. Everyone I know who has 
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—-MESSAGE FILE 1749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00452 


-—-MESSAGE FILE 1750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000453 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Tue, 10 Mar 1998 23:16:36 +0100 

Organization: Debri 

Lines: 16 

Message-ID: <1d5p6i8.3qfneyza0i9sN@al-—88-100.a1l.nl1> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Jim <jim@codeworks.demon.co.uk> wrote: 


> http://www.netyaroze-europe.com/~SiglLL/jim2. jpg 


Hahahaha, nice pics. I like to see a bit personal stuff sometimes. I 
have some personal pics on my site to: 


http://195.92.24.16/~madmac/freefall.html 


Here you also see an project I still want to do. I made a simple version 
of this project but still am seeking for programmers (and a 3D-modeler). 


Seeya, 


DEnnis... 
—-MESSAGE FILE 1750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00453 


—-MESSAGE FILE 1751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000454 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ANSI C code 

Date: Wed, 11 Mar 1998 00:35:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3505dc66.12635278@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialupll.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Owing to how I learnt C (without a textbook) I've been happily 
producing yaroze code that doesn't seem to work on CodeWarrior, I 
assume because my code isn't ANSI standard. What precautions do I have 
to take to ensure codewarrior will compile my code? I've found out 
about two... 


when using #define, the defined part must be in brackets, and 
at the end of IF and FOR loops, it seems to not want a semicolon after 
the final closing brace. 


What else is there? I can't do much about making projects for people 


with codewarrior, but it would be nice if they could at least compile 
my code if they want to do the same :) 


-—-MESSAGE FILE 1751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00454 


—-MESSAGE FILE 1752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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made the change has experienced a great increase in speed, all claiming at 
least 2 times, some claiming as much as 3 or 4. I myself have experienced 
an increase of at least 2 times. 


> What shrinking the MTU size WILL do for you is make interactive response 
> during high bandwidth usage feel better. Your keypresses get more 

> chances at being sent off when your system is generating a new packet 
more 

> frequently than at 1500. 


Keypresses and such are processed locally. The size of a packet has no 
influence over when packet sending is initiated. For example, I compose a 
message locally for the newsgroup. When I press the post to news group 
button, my message is assembled into packets and sent, whether it's 20 
packets full of data or one packet with a single byte of data in it. What 
does matter is whether or not I am exploiting the "natural" size of 
internet packets or not. 


This is not a perceived increase because of increased interactivity, but a 
real improvement of transfer speed. Again, don't take my word for it. 
Experiment for yourself (and let me know the results, if you don't mind). 


Also, don't forget... just setting the MTU is insufficeint to realize the 
improvements. The receive window must also be set at n * (576 - 40). 
experiments with different values for n, but 4 appears to be optimal for 
most people. (40 is the number of bytes in the packets header). The 


problem with using larger values with rwin is that the entire buffer is 
requested for resending if any one packet comprising it is damaged in 
transmission. If you have an extremely clean connection consistently, you 
may find better results with values of 6 or 8. Again, experiment. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16564 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000127 


——MESSAGE FILE 16565 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000128 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: Sun, 31 Aug 1997 13:43:25 -0400 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <3409AD3D.7960145D@msu.edu> 

References: <Olbcb55bS$48b98360S6cbf43ce@wkwerner> <340850DD.  92B0A366@msu.edu> ՀՕԼ1ԵՇԵ 
5e0$2da633e0S 9bbf43ce@wkwerner> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02b7 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 


Wayne K. Werner wrote: 


You are incorrect there. The packet size used in the internet, and by 
internet routers is indeed 576 bytes. When you use larger packets, they 
must be disassembled into smaller packets on send and reassembled on 
receive. The size of the receive window, also to prevent fragmentation, 
must be a multiple of the data size, which is 576 - 40. Yes, you are 
adding "extra" bytes up front. But the extra bytes are added anyhow when a 
1500 byte packet is fragmented, with the further inconvience of not 
dividing up neatly, causing the system to wait for a second 1500 byte 
packet to fill up the space after any leftover data from the first packet. 


VVVVVVVVV 


Wayne go pick up any book on the subject (Computer Networks by A.S. Tannenbaum 
is a good start). You arent correct. MTU is purely a factor of the underlying 
transport, (e.g. PPP, Ethernet, FDDI, CDDI). In any case it hardly matters, 
because your packets are being encapsilated by some other protocol before being 
sent along on the internet. It is *that* protocol which is doing the 
fragmenting and reassembly, and any additional overhead you add in the data 
stream that protocol has to deal with gains you nothing. Hell, a large 
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percentage of the high bandwidth links are running ATM, 


48 byte packet size, of which 5 bytes are 


> Im curious as to how you measure this, 


Don't take my word for it, try it! FTP 
time it, make the fix, and download the 
made the change has experienced a great 
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where we're talking a 
header! 

downloads should be *slower* with 
down a file from a nearby site, 


same file. Everyone I know who has 
increase in speed, all claiming at 


least 2 times, some claiming as much as 
an increase of at least 2 times. 


3 or 4. I myself have experienced 


VVVVVVVV 


Sounds like there is definatly software bugs in the TCP/IP core of windows 95, 
but thats not all that unexpected. 


> Also, don't forget... just setting the MTU is insufficeint to realize the 
> improvements. The receive window must also be set at ո * (576 - 40). 

> experiments with different values for n, but 4 appears to be optimal for 
> most people. (40 is the number of bytes in the packets header). The 


IP Header is 20 bytes plus a variable length options field. The minimum IP 
header is defined to be 5 32-bit words (or 20 bytes). Then you have your TCP 
data. Of course all this is only true for PPP links, which themselves have 
some packet overhead, which then in most places is turned into an ethernet 
packet which has even more overhead. From there out to 100mbps, or FDDI, or 
maybe even directly to a internet link, which could be running all sorts of 
funky protocols. The point here is, there is no internet standard transport. 
TCP/IP is the highest level protocol defined as the standard, but the 
underlying transport can change 100 times before ever reaching its destination, 
and during that entire mess, your adding TCP/IP overhead. 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 
http://pilot.msu.edu/~henrich 


—-MESSAGE FILE 16565 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000128 


—-MESSAGE FILE 16566 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000129 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Japanese Dual Analog Controller 

Date: Sun, 31 Aug 1997 16:57:06 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3409DAA2.10C755BE@msu.edu> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.02b7 


charset=us-ascii 
7ԵԼԵ 

[en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 

Howdy Folks, 


items? 


does anyone out there know of a good source for these hard-to-find 
Any information greatly appreciated ! 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 
http://pilot.msu.edu/~henrich 


--MESSAGE FILE 16566 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000129 


——MESSAGE FILE 16567 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000130 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: "Wayne K. Werner" <wkwerner@con2.com> 
Newsgroups: scea.yaroze.freetalk 
Subject: Re: Audio breakup in the auditorium 
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Date: 1 Sep 1997 02:08:55 GMT 

Organization: WermxX Software 

Lines: 6 

Message-ID: <0Olbcb67bS$d2fc1620S83bf43ce@wkwerner> 

References: <Olbcb55bS48b98360S6cbhf43ce@wkwerner> <340850DD.  92B0A366@msu.edu> <01bcb 
5e0$2da633e0S9bbf43ce@wkwerner> <3409AD3D.7960145D@msu.edu> 

NNTP-Posting-Host: port31l.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Again, all I can say is try it yourself. These settings work. 


Wayne K. Werner 
wkwerner@con2.com 


——MESSAGE FILE 16567 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000130 


——MESSAGE FILE 16568 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000131 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: 1 Sep 1997 07:08:52 GMT 

Organization: WermxX Software 

Lines: 9 

Message-ID: <0Olbcb6a5Sb9f791c0S6bbf43ce@wkwerner> 

References: <0Olbcb55bS$48b98360S6cbf43ce@wkwerner> <340850DD.  92B0A366@msu.edu> ՀՕԼ1ԵՇԵ 
5e0$2da633e0S 9bbf43ce@wkwerner> <3409AD3D.7960145D@msu.edu> 

NNTP-Posting-Host: port07.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Sorry Charles, just can't leave this alone. Perhaps you would like to do a 
little research on the topic. Start here: 


http://www.sns-access.com/~netpro/maxmtu.htm 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16568 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000131 


——MESSAGE FILE 16569 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000132 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: Mon, 01 Sep 1997 14:12:40 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <340B0598.B1257214@msu.edu> 

References: <0Olbcb55bS$48b98360S6cbf43ce@wkwerner> <340850DD.  92B0A366@msu.edu> ՀՕԼ1ԵՇԵ 
5e0$2da633e0S 9bbf43ce@wkwerner> <3409AD3D.7960145D@msu.edu> <Olbcb6a5S$b9f791c0S6bbf4 
3ce@wkwerner> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02b7 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 


Wayne K. Werner wrote: 


v 


Sorry Charles, just can't leave this alone. Perhaps you would like to do a 
little research on the topic. Start here: 


V V V V 


http://www.sns-access.com/~netpro/maxmtu.htm 


I would suggest looking into the actual RFC's and specifications for 
networking, and not some users perspective. Like I said, go get a good book 
on networking such as Tannenbaum's. If you wish to continue this out of the 
newsgroup, I'd be more than happy to. 
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-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—--MESSAGE FILE 16569 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000132 


—-MESSAGE FILE 16570 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000133 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: 3 Sep 1997 05:37:51 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <0Olbcb82cS2defe6e0S169f22cf@SmarttNet.smartt.com> 
References: <Olbcb55b$48b98360S6cbf£43ce@wkwerner> 
NNTP-Posting-Host: vict-—mx0100909.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just on a lark I tried this to see who would win the debate :-) Based on my 
experience, I wouldn't reccomend making these mods. They actually caused my 
downloads to slow down appreciably and also caused my news reader and 
Internet Explorer to become highly unstable. It may work one some peoples 
systems, such as Wayne's, but it was disasterous on mine. Back up those 

dat files if you do this! 


-Chris Blackwell 


--MESSAGE FILE 16570 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000133 


——MESSAGE FILE 16571 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000134 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: 3 Sep 1997 22:21:51 GMT 

Organization: WermxX Software 

Lines: 914 

Message-ID: <01lbcb8b7$8c32d9c0S71bf43ce@wkwerner> 

References: <Olbcb55bS$48b98360S6cbf43ce@wkwerner> <Olbch82cS2defe6e0S169fFf22cfeSmartt 
Net.smartt.com> 

NNTP-Posting-Host: port13.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Yikes! 


I never meant to open such a big can of worms (thought it was just a tasty 
one serving can of Spagetti O's!) 


I am attaching a help file that describes in detail the inner workings of 
the MTU and the receive window. I hope it helps anyone who is interested. 


I personally know 8 other people IRL, face to face who have used this fix 
with excellent results. Has anyone else out there tried it? I'd love to 
here how it is working (or not) for people. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16571 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000134 


--MESSAGE FILE 16572 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000135 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: paul.sawyer@gbd.com 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: Audio breakup in the auditorium 
Date: Thu, 04 Sep 1997 02:36:46 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <340e1d73.680878@news.scea.sony.com> 
References: <Olbcb8b7$8c32d9c0$71bf43ce@wkwerner> 
NNTP-Posting-Host: s175.gbd.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Wayne, I tried your mod (accidentally!) and I seem to be getting very 
poor results. Do you know of a way to revert back to the defaults? 
Thanks. 


Paul Sawyer 


—-MESSAGE FILE 16572 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000135 


—-MESSAGE FILE 16573 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000136 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Audio breakup in the auditorium 

Date: 4 Sep 1997 21:51:33 GMT 

Organization: WermxX Software 

Lines: 25 

Message-ID: <0O1lbcb97cS$84c4bb20S7bbf43ce@wkwerner> 

References: <Olbcb8b7$8c32d9c0S71bf43ce@wkwerner> <340e1d73.680878@news.scea.sony.co 
m> 

NNTP-Posting-Host: port23.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


paul.sawyer@gbd.com wrote: 
> Wayne, I tried your mod (accidentally!) and I seem to be getting very 
> poor results. Do you know of a way to revert back to the defaults? 

> Thanks. 
> 
> 


Paul Sawyer 


If you wish to revert, and didn't save your registry file, don't panic! It 
is very easy to do! 


Use Start/Run... and enter RegEdit. to start the registry editor. Drill 
down and delete the following two registry entries: 


HKEY_LOCAL_MACHINE\System\CurrentControlSet\Services\Class\NetTrans\0002\Max 
MTU 


HKEY_LOCAL_MACHINE\System\CurrentControlSet\Services\VxD\MSTCP\DefaultRcvWin 
dow 


Exit and save from RegEdit, reboot, and it's as if it never happened. 
Wayne K. Werner 
wkwerner@con2.com 


--MESSAGE FILE 16573 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000136 


—-MESSAGE FILE 16574 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000137 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Carnage Heart, Again 

Date: Tue, 09 Sep 1997 03:12:45 -0700 

Organization: Meme-X 

Lines: 12 

Message-ID: <3415211D.45D8@teleport.com> 

Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx01-01.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01Gold (WinNT; U) 


I just saw the old posts about Carnage Heart, and it brought 
up something I thought of a while ago... 


People with both a Yaroze and Carnage Heart have the ability 

to swap robot designs over the net! Since you can download 
memcard files onto your PC, the info for Carnage Heart designs 
is easily transferred. This is much better than trying to read 
an ascii diagram and enter in all the parameters. Maybe we 

can rekindle interest in this great game: I'd love to see 

a sequel! 


-Dave 
——MESSAGE FILE 16574 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000137 


——MESSAGE FILE 16575 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000138 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: 9 Sep 1997 22:49:37 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <01lbcbd72$7118bfa0Sb0bf43ce@wkwerner> 

References: <3415211D.45D8@teleport.com> 

NNTP-Posting-Host: port76.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


David Tin Nyo <memex@teleport.com> wrote: 


People with both a Yaroze and Carnage Heart have the ability 
to swap robot designs over the net! Since you can download 
memcard files onto your PC, the info for Carnage Heart designs 
is easily transferred. 


V V V V 


Can anyone detail the specifics of this? 


Thanks 
Wayne K. Werner 
wkwerner@con2.com 


—--MESSAGE FILE 16575 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000138 


——MESSAGE FILE 16576 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000139 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Tue, 09 Sep 1997 19:20:38 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <341603F6.3C5F@concentric.net> 

References: <3415211D.45D8@teleport .com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts022d24.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


> I'd love to see a sequel! 
You ain't kidding. There is SO much potential in the genre. 
I wish Artdink would bring over Carnage Heart EZ to the 


states. 


Scott 
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--MESSAGE FILE 16576 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000139 


——MESSAGE FILE 16577 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000140 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Wed, 10 Sep 1997 01:11:28 -0700 

Organization: Meme-X 

Lines: 9 

Message-ID: <34165630.4C6A@teleport .com> 

References: <3415211D.45D8@teleport.com> <341603F6.3C5F@concentric.net> 
Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx04-26.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


Scott Cartier wrote: 
> I wish Artdink would bring over Carnage Heart EZ to the 
> states. 


Wow! I didn't know about this, so I checked out Artdink's 
website. I'm going to get me an import and wade through 
the Japanese, I don't care! 


-David 
——MESSAGE FILE 16577 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000140 


——MESSAGE FILE 16578 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000141 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Wed, 10 Sep 1997 01:50:52 -0700 

Organization: Meme-X 

Lines: 45 

Message-ID: <34165F6C.3F07@teleport .com> 

References: <3415211D.45D8@teleport.com> <01lbcbd72$7118bfa0Sb0bf43ce@wkwerner> 
Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx03-04.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


[ memcard transfers over the internet ] 
> Can anyone detail the specifics of this? 


Here's some general info on saving and loading 

any of your savegame files from your memcard: 

Get into SIOCONS and do a directory of your memcard 
>>dir mem: 

You'll see a listing of all your savegames, for example: 


001:BASCUS-94351WIPEXL 8192 (2000) 64 (40) 
002:BASLUS-00283TEMPEST 8192 (2000) 128 (80) 


Choose one and read it into somewhere into the PSX memory 
(eg. location 0x80090000 works fine) 


>> read mem:BASCUS-94351WIPEXL 80090000 


SIOCONS will tell you how large the file was. 
Now save it to your ԵՇ (eg. filename WIPEOUT. SAV) 


>> [F10] [F4] 
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Dsave[1]: wipeout.sav 80090000 2000 


Be sure to use the hex values of the location and size. 
You should now have a file on your PC, ready for transfer 
over the internet! Make sure you record the full filename 
as stored on the memcard! 


To place a file from your PC back into your memcard, type 
the following into SIOCONS to transfer the file into PSX 
memory: 


>> [F9] [F4] 
Dload[2]: wipeout.sav 80090000 


Then write it to the memcard using the name you recorded previously: 
>> write mem:BASCUS-94351WIPEXL 80090000 2000 


That's it! Now can someone send me the save file for Tobal #1 
with Toriyama unlocked? 


-David 
——MESSAGE FILE 16578 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000141 


——MESSAGE FILE 16579 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000142 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Wed, 10 Sep 1997 21:43:24 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <34175ACB.C8A83FD2@ix.netcom.com> 

References: <3415211D.45D8@teleport.com> <01lbcbd72$7118bfa0SbO0bf43ce@wkwerner> <3416 
5F6C.3F07@teleport.com> 

NNTP-Posting-Host: dgr-ill-03.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> That's it! Now can someone send me the save file for Tobal #1 
> with Toriyama unlocked? 


I've tried beating that last dungeon for months... it's impossible. 


How about someone uploading the save file for Tobal 2 with all the extra 
characters enabled? 


Manny Najera 


—-MESSAGE FILE 16579 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000142 


——MESSAGE FILE 16580 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000143 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Fri, 19 Sep 1997 18:39:08 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3423293C.4066@concentric.net> 

References: <3415211D.45D8@teleport.com> <01lbcbd72$7118bfa0Sb0bf43ce@wkwerner> <3416 
5F6C.3F07@teleport.com> <34175ACB.C8A83FD2@ix.netcom.com> <341AC59F.431C@concentric. 
net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts026d07.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


> It took me months too, but I finally did it. If I get a chance 
> I'll upload it. 

> 

> Also, the company that I bought Tobal 2 from also offered memory 
> card with 200+ characters unlocked. I guess they had someone go 
> through it and get them all. 1 bought it since there's no way in 
> heck I'll be able to finish the quest mode without learning 

> Japanese. 

> 

> So I can upload that as well. 

> 

> Once I get both of them available I'll reply here. 

> 

> Scott 

Aaagh! I just went looking for my Tobal 1 save game and couldn't 


find it! I think what happened is one time I bought one of those 
mega memory cards and copied all my stuff on it. Well, as they 
all seem to do, the card went belly-up and I lost everything. No 
big deal since I had everything still on my Sony cards. In the 
process of transferring back and forth I must have forgotten to 
keep a copy of Tobal 1 on a normal card. So I lost it! I think 
my friend copied it from me so I'll check with him to see if he 
has it. 


In the meantime, I *do* have the Tobal 2 save game with 200+ 
characters enabled so I can at least upload that. I'll havea 
new set of web pages up this weekend and will have a link to the 
file. I'll let you know when it's սք. 


Scott 
——MESSAGE FILE 16580 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000143 


—-MESSAGE FILE 16581 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000144 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Sun, 21 Sep 1997 14:05:44 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34258C28.4CCO0O@concentric.net> 

References: <3415211D.45D8@teleport.com> <01lbcbd72$7118bfa0Sb0bf43ce@wkwerner> <3416 
5F6C.3F07@teleport.com> <341C01F2.432D@charlie.cns.iit.edu> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts024d03.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Yaroze, but I can't upload them. 


When I hit [F10][F4], I get the Dsave prompt, I enter 
the proper info, and the Yaroze screen shows a block 

of text indicating it is writing (0/2000 bytes), but 

then nothing else happens. 


After a few mins, I figure nothing will happen, so 
I hit ESC and exit SIOCONS, and there is a O-byte file 
with the name I supplied. 


VVVVVVVVVV VV 


Any ideas why I can't upload data? 

I had this happen to me the other day. I think the problem 
was that my DTLH3000 was set for a different baud rate than 
I was actually trying to use. 


ՏՇԾԵԵ 
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—--MESSAGE FILE 16581 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000144 


—-MESSAGE FILE 16582 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000145 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Carnage Heart, Again 

Date: Sun, 21 Sep 1997 14:08:58 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <34258CEA.DBC@concentric.net> 

References: <3415211D.45D8@teleport.com> <01lbcbd72$7118bfa0Sb0bf43ce@wkwerner> <3416 
5F6C.3F07@teleport.com> <34175ACB.C8A83FD2@ix.netcom.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts024d03.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I've tried beating that last dungeon for months... it's impossible. 


> 
> 
> How about someone uploading the save file for Tobal 2 with all the extra 
> characters enabled? 

Okay, I've put up some new web pages. I've included my Tobal 2 

save game on the main page (at the bottom). I'd be interested to 

know if anyone gets this to work. 


http://www.scea.sony.com/net/yaroze/pages/scartier.html 


Scott 
—--MESSAGE FILE 16582 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000145 


—-MESSAGE FILE 16583 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000146 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze programming FAQ? 

Date: Wed, 24 Sep 1997 18:05:06 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <wal-ya02408000R2409971805060001@news.scea.sony.com> 
NNTP-Posting-Host: 207.105.28.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hm, does anyone want to work on a Yaroze programming FAQ? It could be as 
simple as a collection of the most common qéa's that have appeared in these 
newsgroups. 


I hope I'm not volunteering by just suggesting this ;-) Actually, I'd be 
willing to help. Anyone else? 


wayne a. lee <wal@blarg.net> 
--MESSAGE FILE 16583 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000146 


—--MESSAGE FILE 16584 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000147 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze programming FAQ? 

Date: Thu, 25 Sep 1997 01:45:40 GMT 

Organization: SCEA News Server 

Lines: 17 
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0000455 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.freetalk.english 
Subject: 22 Available 

Date: Tue, 10 Mar 1998 01:23:54 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 10 

Message-ID: <3504962A. 8FEA6434@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:99 scee.yaroze.freetalk.english:45 
5 


Ok people, we're a daddy!!! 22 was born this morning at 1:03am.. you can 
now download our Edge Competition entry from our website. 


Have fun, enjoy, and good luck if you're entering.. 
Thats a wrap... 
http://www.netyaroze-europe.com/~Sig1lLL/ 


Jim, Greg, Andrew. 
—-MESSAGE FILE 1752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00455 


--MESSAGE FILE 1753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000456 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Tue, 10 Mar 1998 20:37:41 -0600 

Organization: (no organization) 

Lines: 14 

Message-ID: <3505F8F5.54EA@charlie.cns.iit.edu> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <1d5p6i8.3qfneyza0i9sN@al-—88-100.a 
1.nl> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Dennis Brinkhuis wrote: 
have some personal pics on my site to: 


http://195.92.24.16/~madmac/freefall.html 


Here you also see an project I still want to do. I made a simple version 
of this project but still am seeking for programmers (and a 3D-modeler). 


VV NV V V V 


I think your "photo-comic" was great! Very entertaining! ԵՀ) 
I especially like the picture about "Net Yaroze being so expensive!" 


EdF 
--MESSAGE FILE 1753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00456 


--MESSAGE FILE 1754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000457 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
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Message-ID: <3429c212.11754241@205.149.189.29> 

References: <wal-ya02408000R2409971805060001@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Funny you should mention it. It's being worked on even as I type. 
Mario 


On Wed, 24 Sep 1997 18:05:06 -0700, wal@blarg.net (wayne a. lee) 
wrote: 


>Hm, does anyone want to work on a Yaroze programming FAQ? It could be as 
>simple as a collection of the most common q&a's that have appeared in these 


>newsgroups. 

> 

>I hope I'm not volunteering by just suggesting this ;-) Actually, I'd be 
>willing to help. Anyone else? 

> 

>—— 


>wayne a. lee <wal@blarg.net> 


—-MESSAGE FILE 16584 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000147 


—-MESSAGE FILE 16585 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000148 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze programming FAQ? 

Date: 25 Sep 1997 01:47:40 GMT 

Organization: WermxX Software 

Lines: 16 

Message-ID: <01lbcc954Sbde57a60S82bf43ce@wkwerner> 

References: <wal-ya02408000R2409971805060001@news.scea.sony.com> ՀՅ4296212.117542416 
205.149.189.29> 

NNTP-Posting-Host: port30.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Mario Perdue <mperdue@hrtc.net> wrote: 
> Funny you should mention it. It's being worked on even as I type. 


Wow! The cream of the newsgroups! Who's doing it? Could it be put 


up as a work in progress? Maybe people could email some choices 
over... I know I have saved a bunch of news that I have found 
valuable. 


I bet a lot of people would like to help on this. 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16585 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000148 


—-MESSAGE FILE 16586 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000149 
Path: chuka.playstation.co.uk!news 

From: "Mike" <m.ferenduros@btinternet.com.removethisbit> 
Newsgroups: scea.yaroze.freetalk 

Subject: Does CW suck? 

Date: 30 Sep 1997 21:56:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0lbccdec$dea40b80$6e3863c3@default> 
NNTP-Posting-Host: host5-99-56-110.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 
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Is it just me, or does CodeWarrior suck? 


That's a genuine question. I went ahead and got it with the rest of the 
Yaroze kit, and as much as I prefer IDEs to command-line tools, I find it a 
lot easier to use GNU. 


Do I have to dig deeper to uncover its charms, or does it out-and-out suck? 
Having forked out £90 for the thing, I'd like to get *some* use out of it. 


Cheers, 
Mike 


m.ferenduros@btinternet.com 
--MESSAGE FILE 16586 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000149 


--MESSAGE FILE 16587 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000150 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Don Thomas" <don_thomas@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze for the PlayStation 2? 

Date: 2 Oct 1997 00:46:56 GMT 

Organization: SCEA 

Lines: 25 

Message-ID: <Olbccece$48d16ac0$e44231a2@DonThomas.interactive.sony.com> 

References: <33e6c460.16134731@news.scea.sony.com> <01bca202$c058a340$e44231a2@DonTh 
omas.interactive.sony.com> <33e7f499.5335169@news.scea.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Microsoft Internet News 4.70.1161 


Patrick, 


I was just pointing out what could be done with off-the-shelf 
components with a 1999-2000 release date and a $300 price tag in mind. 
I don't wish to take decisions for Sony or to look like I know 
everything :) Moreover, I'm not attempting to make Sony "spill the 
beans" about the PSX2. It was only an attempt to give my thoughts 
about the NY and the PSX future and to bring up a new thread in the 
newsgroup. 


VV V V V V V 


> 

Understood. It's just hard for Sony people to participate because the 
decussion involves things that are not decided yet and Marketing likes to 
make the announcements about it first when everything is decided or set in 
stone. <g> 


And as a side note, I know that you can't comment much about the PSX2 
or a possible Net Yaroze 2 for security reasons or maybe you don't 
even know much more than we do about these projects, but I'm still 
grateful for your participation in this thread. Thanks! 


VVVV 


Thanks. (Sorry I didn't answer sooner.) 


——Don Thomas 
SCEA 


--MESSAGE FILE 16587 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000150 


——MESSAGE FILE 16588 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000151 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Don Thomas" <don_thomas@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze programming FAQ? 

Date: 3 Oct 1997 00:27:36 GMT 

Organization: SCEA 

Lines: 34 

Message-ID: <Olbccf94$b9bfde80$e44231a2@DonThomas.interactive.sony.com> 

References: <wal-ya02408000R2409971805060001@news.scea.sony.com> ՀՅ4296212.117542416 
205.149.189.29» <0O1lbcc954Sbde57a60$ 82bf43ce@wkwerner> 

NNTP-Posting-Host: 206.41.6.40 
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X-Newsreader: Microsoft Internet News 4.70.1161 

Wayne, 

Hi. 

We're working on this. It cannot be posted as work in progress because 

anything that is officially posted must be reviewed for accuracy and legal 

matters, if any. As soon as the first version is ready, we'll let all the 

members know. 

Thanks for the suggestion! 

--քօո Thomas 


SCEA 


Wayne K. Werner <wkwerner@con2.com> wrote in article 
<Olbcc954Sbde57ab60$82bf43ce@wkwerner>... 


> 

> 

> Mario Perdue <mperdue@hrtc.net> wrote: 

> 

> > Funny you should mention it. It's being worked on even as I type. 
> 

> Wow! The cream of the newsgroups! Who's doing it? Could it be put 
> up as a work in progress? Maybe people could email some choices 

> over... I know I have saved a bunch of news that I have found 

> valuable. 

> 

> I bet a lot of people would like to help on this. 

> -- 

> Wayne K. Werner 

> wkwerner@con2.com 

> 

> 


—-MESSAGE FILE 16588 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000151 


—--MESSAGE FILE 16589 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000152 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Don Thomas" <don_thomas@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who should I send my new address to? 

Date: 3 Oct 1997 00:30:25 GMT 

Organization: SCEA 

Lines: 21 

Message-ID: <0Olbccf95$1lee91600$e44231a2@DonThomas.interactive.sony.com> 

References: <33FCA1AC.250@lh.com> <33fcdbe7.28238889@205.149.189.29> 
NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Microsoft Internet News 4.70.1161 


Mario, 
I try to respond to all the most pertinent messages to that address, but 


it's impossible to do them all. If Gregor has a concern, he can write me 
directly at don_thomas@playstation.sony.com. 


——Don Thomas 
SCEA 


Mario Perdue <mperdue@hrtc.net> wrote in article 
<33fcdbe7 .28238889@205.149.189.29>... 
> Gregor, 


That would be the correct place to send address changes. I seem to 
recall having forwarded that message, and that it was taken care of. 
I'm a bit concerned that you didn't get a reply from me though, so if 
you can re-send the information I'll verify that it was taken care of. 


Mario 


VVVVVVVV 
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——MESSAGE FILE 16589 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000152 


—--MESSAGE FILE 16590 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000153 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Are the newsgroups still alive? Just testing... 

Date: 10 Oct 1997 04:39:23 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <01bcd537$27730c20S169f22cf@SmarttNet.smartt.com> 
NNTP-Posting-Host: vict-—mx0100909.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've seen no posts for several days. I'm just seeing if I have some sort of 
problem... 


-Chris 
——MESSAGE FILE 16590 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000153 


——MESSAGE FILE 16591 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000154 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Are the newsgroups still alive? Just testing... 
Date: Fri, 10 Oct 1997 00:14:23 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <wal-ya02408000R1010970014230001@news.scea.sony.com> 
References: <01bcd537$27730c20S$169f22cf@SmarttNet.smartt.com> 
NNTP-Posting-Host: mg136-127.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bcd537$27730c20S$169f22cf@SmarttNet.smartt.com>, "Chris 
Blackwell" <bespeed@smartt.com> wrote: 


> I've seen no posts for several days. I'm just seeing if I have some sort of 
> problem... 


Yeah, it seems pretty quiet here these days. Back to school season perhaps? 


wayne a. lee <wal@blarg.net> 
—--MESSAGE FILE 16591 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000154 


—-MESSAGE FILE 16592 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000155 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Are the newsgroups still alive? Just testing... 

Date: Fri, 10 Oct 1997 15:40:35 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <343e4c0a.456225@205.149.189.29> 

References: <01bcd537$27730c20S$169f22cf@SmarttNet.smartt.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


No problem that I know of. I think a lot of the members have returned 
to school and have their hands full of other things. 


Mario 


On 10 Oct 1997 04:39:23 GMT, "Chris Blackwell" <bespeed@smartt.com> 
wrote: 
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>I've seen no posts for several days. I'm just seeing if I have some sort of 
>problem... 

> 

>-Chris 


—-MESSAGE FILE 16592 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000155 


——MESSAGE FILE 16593 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000156 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Are the newsgroups still alive? Just testing... 

Date: 11 Oct 1997 07:00:03 GMT 

Organization: WermxX Software 

Lines: 14 

Message-ID: <01lbcd612Sf746d0e0S7fbf43ce@wkwerner> 

References: <01bcd537$27730c20S$169f22cf@SmarttNet.smartt.com> 
NNTP-Posting-Host: port27.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Chris Blackwell <bespeed@smartt.com> wrote: 


> I've seen no posts for several days. I'm just seeing if I have some 
sort of 
> problem... 


Yeah... kinda spooky, all that echoing silence! I know I've just 
been busy. 

Wayne K. Werner 

wkwerner@con2.com 


——MESSAGE FILE 16593 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000156 


—-MESSAGE FILE 16594 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000157 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Are the newsgroups still alive? Just testing... 

Date: Mon, 13 Oct 1997 16:33:09 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <34424ce0.6161073@news.scea.sony.com> 

References: <01bcd537$27730c20S$169f22cf@SmarttNet.smartt.com> <Olbcd612Sf746d0e0S7f£fb 
f43ce@wkwerner> 

NNTP-Posting-Host: JAF175.rh.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yea, it's been *back to school* for me, for the last few week. I'm 
attempting to fit in some Yaroze work, finish my game demo, and spruce 
up my web page, though. I'd also like to contribute to the FAQ when 
it comes out. See you all later... 


Jamin 


On 11 Oct 1997 07:00:03 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


> 

> 

>Chris Blackwell <bespeed@smartt.com> wrote: 

> 

>> I've seen no posts for several days. I'm just seeing if I have some 
>sort of 

>> problem... 

> 

>Yeah... kinda spooky, all that echoing silence! I know I've just 
>been busy. 
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>—— 

>Wayne K. Werner 
>wkwerner@con2.com 
> 


—-MESSAGE FILE 16594 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000157 


——MESSAGE FILE 16595 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000158 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Does CW suck? 

Date: Mon, 13 Oct 1997 16:50:37 -0500 

Organization: Metrowerks 

Lines: 27 

Message-ID: <sumner-ya02408000R1310971650370001@news.scea.sony.com> 
References: <Olbccdec$dea40b80$6e3863c3@default> 

NNTP-Posting-Host: 198.214.227.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <0lbccdecSdea40b80S$6e3863c3@default>, "Mike" 
<m.ferenduros@btinternet.com.removethisbit> wrote: 


>Hi, 

> 

>Is it just me, or does CodeWarrior suck? 

> 

>That's a genuine question. I went ahead and got it with the rest of the 
>Yaroze kit, and as much as I prefer IDEs to command-line tools, I find it a 
>lot easier to use GNU. 

> 

>Do I have to dig deeper to uncover its charms, or does it out-and-out suck? 
>Having forked out £90 for the thing, I'd like to get *some* use out of it. 


Hi Mike, 

Have you downloaded the update from our Website? I think you will find it 
much improved over the original. <http://www.metrowerks.com>. We have 
already completed version 2 of the tools which you will be mailed on CD 
(please send in your registration card). They are in production right now 
(which is being slowed due to Elton John's single doing so well) and should 
be in the mail in 5 days. 


-Joel 


PlayStation Development Tools Dude 
Metrowerks 
——MESSAGE FILE 16595 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000158 


——MESSAGE FILE 16596 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000159 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Seems like we lost our fearless leader... 

Date: Tue, 04 Nov 1997 04:29:01 GMT 

Organization: SCEA News Server 

Lines: 90 

Message-ID: <345ea2b2.4538307@news.scea.sony.com> 
NNTP-Posting-Host: a82.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


I just saw on Next-Generation Online that our leader, Bill Rehbock, 
left Sony to pursue his career at VM Labs. So, who's in charge of the 
Net Yaroze program now? 


Here's a transcript of the article: 


Exclusive: Nintendo, Sony, Sega and ??? 
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November 4, 1997 


Sony's head of R&D, Bill Rehbock, has left the company to work on VM 
Labs' new hardware. Next Generation Online spoke with Rehbock where 
he reveals that a fourth major player will be joining the hardware 
wars. 


Just when you thought the market was stable and that all the 
players in the industry have already placed their bids, up pops a 
new technology and a "major" backer that promises to making 
things just a bit more interesting again. 


While Next Generation Magazine has provided some early insights 
into the VM Labs in its last issue, little has been said of the 
mysterious “Project X' that the company promises will be “the next 
Mario killing hardware'. 


Friday was Bill Rehbock's last day at Sony and Monday will mark 
his first day at VM Labs. Said Rehbock "The guys at VM Labs 
waited to approach me until they had something to show me so 
that I would have an easy decision to make. Needless to say they 
knocked my socks off." 


In addition to the hardware (and here's the key) VM Labs already 
has a deal signed with a `major' but as yet unknown manufacturer. 
"Every company that VM Labs approached was of the magnitude 

of a Sony. One of them eventually signed," said Rehbock. "I 
wouldn't have left my position at the ‘country club' in Foster City 
[Sony] if this weren't a sure thing." Already speculation as to who 
the backer is in the Next Generation office is running rampant. 
Time frame for the system release is said to be a cryptic "really 
soon". 


In his new role at VM Labs, Rehbock will be the vice-president of 
software development (which was a role he originally played at 

both Atari and to some degree early on in his position at Sony). In 
this role, he will be trying to solicit third party support for the 
new hardware in addition to overseeing internal projects. Obviously 
one of the major feathers in the new hardware's cap is the support 
from coding genius, Jeff Minter. Minter's forte is clearly in the 
realm of fast action, psychedelic games such as Tempest 2000, 
Llamatron and Defender 2000. 


Other members of the team include former Atari employees, Jon 
Mathison (known to some as the ‘father of the Jaguar') and 

Richard Miller (who seems to be the mastermind on the project). 
Despite the obvious Atari heritage, Rehbock is key to point out 

that "this is not Atari and that it is an entirely different company 
with entirely new technology." 


When asked what he felt of potential technology competitors 3Dfx 

and PowerVR, Rehbock commented: "3Dfx has good 

performance, but it's still a bit pricey and I don't think PowerVR 
will ever be a significant factor in the market." Assuming that in his 
position at Sony Rehbock also had knowledge of Sony's 

forthcoming hardware and Project X still impressed him, it raises 

some interesting questions as to the power of this system. 


With regard to differences between VM Labs and Sony, Rehbock 
pointed to the difference in developer support and tools for the 
systems. "I don't think the team at VM Labs has left a stone 
unturned with regard to development tools," said Rehbock. "I'm 
used to good tools having worked at Sony. But the guys at VM 

Labs hail from all facets of gaming industry and have written tools 
from a game programmers perspective. The teams we've put 

together at Sony, while they offered the best support around, 
simply weren't gamers." 


In terms of who VM Labs will be going to first for development 
support, Rehbock indicated that "it will be all the obvious ones" 
(clearly not wanting to give away much of his plans). "We already 
have a few development systems seeded out there but for now 
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we're going to be working with a few select developers at first. It 
sounds funny, but it's true, we need to focus on quality first. When 
developers see this hardware and the tools at their disposal, I think 
my job isn't going to be very hard." 


To sum up, VM Labs has working hardware. It has development 

systems in a few developers' offices already and probably most 

importantly, it supposedly has “major backing from a company the 

size of Sony'. The next generation hardware wars are getting 

extremely interesting. 

--MESSAGE FILE 16596 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000159 


——MESSAGE FILE 16597 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000160 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 
Newsgroups: scea.yaroze.freetalk 
Subject: Re: Seems like we lost our fearless leader... 
Date: Tue, 04 Nov 1997 18:15:09 -0500 

Organization: SCEA News Server 

Lines: 22 
Message-ID: <345FAC7D.F6C7EFOD@msu.edu> 

References: <345ea2b2.4538307@news.scea.sony.com> 
NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03b8 [en] (X11; I; FreeBSD 2.2.5-RELEASE 1386) 


Patrick Bureau wrote: 


> 
> I just saw on Next-Generation Online that our leader, Bill Rehbock, 
> left Sony to pursue his career at VM Labs. So, who's in charge of the 
> Net Yaroze program now? 
> 
> Here's a transcript of the article: 
> 
> Exclusive: Nintendo, Sony, Sega and ??? 
Wow... That sort of sends an interesting message, when the head of Sony 
Research and Development sees something else, goes "Wow" and leaves... If 
there is one person on the planet who shouldnt be wowable, it should've been 
Bill. Im curious as to if he was "wowed" by the technology, or their ՏՏ 
offering to him :) In any case, now Im drooling :) 
-Crh 
Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—--MESSAGE FILE 16597 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000160 


—-MESSAGE FILE 16598 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000161 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Seems like we lost our fearless leader... 
Date: 5 Nov 1997 09:22:30 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 38 

Sender: news@chuka.playstation.co.uk 

Message-ID: <63pdsm$e1j1@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
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FYI At Sony (SCEA), Bill was VP of Technical Support. Remember also 
that although some R&D is performed in SCEE and SCEA (the American and 
Europe/Australia parts of Sony Computer Entertainment), core R&D is 
performed in Tokyo 


Paul 


From: Charles Henrich <henrich@msu.edu> 


> I just saw on Next-Generation Online that our leader, Bill Rehbock, 

> left Sony to pursue his career at VM Labs. So, who's in charge of the 

> Net Yaroze program now? 

> 

> Here's a transcript of the article: 

> 

> Exclusive: Nintendo, Sony, Sega and ??? 

Wow... That sort of sends an interesting message, when the head of Sony 
Research and Development sees something else, goes "Wow" and leaves... If 


there is one person on the planet who shouldnt be wowable, it should've 
been 


Bill. Im curious as to if he was "wowed" by the technology, or their $$ 
offering to him :) In any case, now Im drooling :) 
-Crh 

Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 


—-MESSAGE FILE 16598 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000161 


—-MESSAGE FILE 16599 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000162 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Seems like we lost our fearless leader... 

Date: Wed, 05 Nov 1997 10:50:02 GMT 

Organization: SN Systems 
Lines: 10 
Message-ID: <34604e73.212239@news.playstation.co.uk> 
References: <63pdsm$Se1j1@emeka.playstation.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Paul_Holman@Playstation.sony.com wrote: 

>FYI At Sony (SCEA), Bill was VP of Technical Support. Remember also 
>that although some R&D is performed in SCEE and SCEA (the American and 
>Europe/Australia parts of Sony Computer Entertainment), core R&D is 
>performed in Tokyo 


Tokyo? That's in Japan isn't it? I suppose that would explain why Next 
Generation hasn't heard of it... 


- Gil 
—-MESSAGE FILE 16599 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000162 


—-MESSAGE FILE 16600 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000163 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Solmonson <scosol@aimquest.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.announce, scea.yaroze.freetalk 
Subject: NY must go! :( 

Date: Thu, 06 Nov 1997 13:13:28 -0800 

Organization: AimQuest Corporation 

Lines: 25 

Message-ID: <346232F8.71555BA7@aimquest .com> 

Reply-To: scosol@aimquest.com 
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NNTP-Posting-Host: black4-2-Odeath.aimquest.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:122 scea.yaroze.announce:39 scea 
-yaroze.freetalk:163 


All- 


Sadly, my NY must go. 

Between women/cars/band/work I just don't have the time. 

I realize that everyone here already has one, but I'm hoping one of you 
may know someone who wants one. 


You all know how much it was new. (With Codewarrior) 
Make me an offer- 


Respond privately to "scosol@aimquest.com" 


Scott 


Scott Solmonson 
Systems Administrator / Organic Grower \ Man Of Leisure 


AimQuest Corporation \|/ 
scosol@aimquest.com 
V.408.965.1169 ae 
F.408.955.1968 
P.408.539.1942 են 
p.scosol@aimquest.com 
"Excuse me while I /\\ 


whip this out." 
--MESSAGE FILE 16600 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000163 


—-MESSAGE FILE 16601 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000164 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.announce, scea.yaroze.freetalk 
Subject: Re: NY must go! : ( 

Date: Thu, 06 Nov 1997 08:44:56 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <3461F408.1781@earthlink.net> 

References: <346232F8.71555BA7@aimquest.com> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool015-max9.so-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:123 scea.yaroze.announce:41 scea 
-yaroze.freetalk:164 


I'll miss ya, 

111 make a game just for you, in your honor. 

-Austin Kottke (Bufferman) 

—--MESSAGE FILE 16601 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000164 


——MESSAGE FILE 16602 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000165 
Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk 

Subject: A DOG TALE - with source 

Date: Fri, 07 Nov 1997 20:27:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ira-0711972027120001@dialup-07-31.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-31.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 
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r-mail 

From: Paul_Holman@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: 11 Mar 1998 09:23:09 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 15 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e515tSp0pl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id BAA09748 

for <news@playstation.co.uk>; Wed, 11 Mar 1998 01:27:48 -0800 (PST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


The reported problems are myths, the DUAL SHOCK works 
with the standard consumer PlayStation model in Japan, 
which isn't that different from the PAL version. 


The only problem you'll face is lack of PAL software that 
supports it. 


Paul 


—-MESSAGE FILE 1754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00457 


—-MESSAGE FILE 1755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000458 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ANSI C code 

Date: 11 Mar 1998 10:52:43 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 46 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e5qdrSp7bl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id CAA13561 

for <news@playstation.co.uk>; Wed, 11 Mar 1998 02:57:26 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Owing to how I learnt C (without a textbook) I've been happily 
producing yaroze code that doesn't seem to work on CodeWarrior, I 
assume because my code isn't ANSI standard. What precautions do I have 
to take to ensure codewarrior will compile my code? I've found out 
about two... 


Both Net Yaroze compilers (GNU and CodeWarrior) are very close to 
being fully ANSI C compliant. However, this really doesn't 
sound like the cause of the trouble. 


when using #define, the defined part must be in brackets, and 
at the end of IF and FOR loops, it seems to not want a semicolon after 
the final closing brace. 


Not sure what you mean about brackets; for simple constants, 
#define FALSE 0 

#define TRUE 1 

but for macros, yes, eg 

#define abs(x) x >= 0? x : -X 

will give problems with eg abs(y-5) and other expressions 

since the expressions are just shoved into the macro and precedence 
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A Dog Tale 
I've fixed a couple of bugs and made the game a tad easier and reposted it 


complete with full source code for anyone to delve into/be amazed by/laugh 
at, whatever. 


http://www.netyaroze-europe.com/~shadow 


Comments? 


Ira 
——MESSAGE FILE 16602 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000165 


—-MESSAGE FILE 16603 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000166 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Slow SCEA webserver 

Date: 23 Nov 1997 21:17:11 GMT 

Organization: WermxX Software 

Lines: 10 

Message-ID: <0Olbcf855Se34e4f40Sd9bf43ce@wkwerner> 
NNTP-Posting-Host: 206.67.191.217 

X-Newsreader: Microsoft Internet News 4.70.1161 


Am I the only one having problems with the SCEA web server? 


The news server seems fine, I have no problem with it. I 
frequent several sites including the NY SCEE site, and have 
no problem. But when I access the American NY server, 

I am often getting *SLOW* response or no response at all. 


Wayne K. Werner 
wkwerner@con2.com 


--MESSAGE FILE 16603 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000166 


——MESSAGE FILE 16604 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000167 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Slow SCEA webserver 

Date: Mon, 24 Nov 1997 04:01:34 GMT 

Organization: L4 Software 

Lines: 25 

Message-ID: <3478fba6é.50345093@205.149.189.29> 

References: <Olbcf855Se34e4f40Sd9bf43ce@wkwerner> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi Wayne, 


I've been having trouble with slow response lately too. We checked 
last week and at that time it appeared to be a problem with the net, 
not the yaroze server. I'll be sure to mention to Sony that others are 
having problems so we can look into it further. 


Thanks, 
Mario 


On 23 Nov 1997 21:17:11 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>Am I the only one having problems with the SCEA web server? 
> 

>The news server seems fine, I have no problem with it. I 
>frequent several sites including the NY SCEE site, and have 
>no problem. But when I access the American NY server, 

>I am often getting *SLOW* response or no response at all. 
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>—— 

>Wayne K. Werner 
>wkwerner@con2.com 
> 


—-MESSAGE FILE 16604 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000167 


--MESSAGE FILE 16605 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000168 
Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: CD collection 

Date: Wed, 26 Nov 1997 01:52:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ira-2611970152040001@dialup-—08-40.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-—08-40.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:168 scee.yaroze.freetalk.english: 
249 


I know that I've seen somewhere in a post before about someone thinking of 
putting together a CD with source code, demos, and stuff on for other 
yaroze members, but I saw nothing else of it. 


Anyway, I was thinking of something very similar, and would be prepared to 
compile something if enough people wanted it, all I'd ask is the cost of 
the disk, postage, and a couple of quid for my time. 


Any ideas, suggestions or thoughts, post here or mail me with interest. I 
was thinking of producing an ISO 9660 disk so that all and sundry can 
access it (PC, MAC, Linux etc) 


Ira 
—-MESSAGE FILE 16605 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000168 


——MESSAGE FILE 16606 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000169 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: CD collection 

Date: Tue, 25 Nov 1997 18:55:14 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <347B8F92.7C54@concentric.net> 

References: <ira-2611970152040001@dialup—08-40.netcomuk.co.uk> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts015d02.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:169 scee.yaroze.freetalk.english: 
250 

I think that's a great idea. Unfortunately I don't think too many 
of us U.S. people have much in the way of finished products (or at 
least I haven't seen too many announcements about them). Still I'd 
like to see it happen. 


Scott 


I know that I've seen somewhere in a post before about someone thinking of 
putting together a CD with source code, demos, and stuff on for other 
yaroze members, but I saw nothing else of it. 


Anyway, I was thinking of something very similar, and would be prepared to 
compile something if enough people wanted it, all I'd ask is the cost of 
the disk, postage, and a couple of quid for my time. 
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Any ideas, suggestions or thoughts, post here or mail me with interest. I 
was thinking of producing an ISO 9660 disk so that all and sundry can 
access it (PC, MAC, Linux etc) 


VVVVYV 


Ira 
--MESSAGE FILE 16606 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000169 


——MESSAGE FILE 16607 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000170 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: CD collection 

Date: Mon, 01 Dec 1997 10:35:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <348292DC.219E1BF4@micronetics.com> 

References: <ira—-2611970152040001@dialup-—08-40.netcomuk.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:170 scee.yaroze.freetalk.english: 
251 


Ira, 


I made a posting about 4 weeks ago along these lines. I just 
downloaded all 3 NY web sites and blew them to cd. Its turned out 
rather useful. 

I made the offer of making copies for other members but got no reply. 


Anyway, it's certainly worth doing. 


Cheers 
/Jim 


Ira Rainey wrote: 


> 

> I know that I've seen somewhere in a post Dbefore about someone thinking of 
> putting together a CD with source code, demos, and stuff on for other 

> yaroze members, but I saw nothing else of it. 

> 

> Anyway, I was thinking of something very similar, and would be prepared to 
> compile something if enough people wanted it, all I'd ask is the cost of 

> the disk, postage, and a couple of quid for my time. 

> 

> Any ideas, suggestions or thoughts, post here or mail me with interest. I 
> was thinking of producing an ISO 9660 disk so that all and sundry can 

> access it (PC, MAC, Linux etc) 

> 

> Ira 


——MESSAGE FILE 16607 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000170 


--MESSAGE FILE 16608 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000171 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Slow SCEA webserver 

Date: 2 Dec 1997 19:27:30 GMT 

Organization: WermxX Software 

Lines: 6 

Message-ID: <0lbcf£59S$041839c0Sd7bf43ce@wkwerner> 

References: <Olbcf855S$e34e4f40Sd9bf43ce@wkwerner> <3478fba6.50345093@205.149.189.29> 
NNTP-Posting-Host: port115.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Just wanted to note that the web server seems to be 
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back to it's previous speedy performance... Thanks! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16608 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000171 


——MESSAGE FILE 16609 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000172 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Slow SCEA webserver 

Date: Wed, 03 Dec 1997 00:08:49 GMT 

Organization: L4 Software 

Lines: 19 

Message-ID: <3484a2db.31921733@205.149.189.29> 

References: <Olbcf855Se34e4f40Sd9bf43ce@wkwerner> <3478fba6.50345093@205.149.189.29> 
<Olbcf£59S041839c0Sd7bf43ce@wkwerner> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Wayne, 


I've noticed the same thing. Peter seems to have found and corrected 
the problem. 


Thanks for the feedback. 
Mario 


On 2 Dec 1997 19:27:30 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>Just wanted to note that the web server seems to be 
>back to it's previous speedy performance... Thanks! 
> 

>Wayne K. Werner 

>wkwerner@con2.com 

> 


—-MESSAGE FILE 16609 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000172 


—-MESSAGE FILE 16610 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000173 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.beginners, scea.yaroze.announce 

Subject: Hello All! 

Date: Fri, 05 Dec 1997 21:27:00 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <3488713e.5780191@news.scea.sony.com> 

NNTP-Posting-Host: ip115.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:173 scea.yaroze.beginners:133 sce 
a.yaroze.announce: 43 


Just wanted to say hello to everyone on the newsgroups I am new to the 
NY program so HELLO! 
——MESSAGE FILE 16610 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000173 


—-MESSAGE FILE 16611 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000174 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Fri, 05 Dec 1997 21:29:00 GMT 

Organization: SCEA News Server 
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Lines: 12 

Message-ID: <348971fe.5972397@news.scea.sony.com> 
References: <33B172D7.5D46@Kreative.net> 
NNTP-Posting-Host: ipl15.ts5.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


How were you guys able to attend E3 dont you have to be a 
developer???? 


On Wed, 25 Jun 1997 16:34:47 -0300, Jon Blocksom 
<blocksom@Kreative.net> wrote: 


>Just out of curiousity, did any other Yaroze owners attend E3? What 
>did people think? Personally, I was amazed that there were so many 
>racing games. 

> 

>Jon 


—-MESSAGE FILE 16611 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000174 


—-MESSAGE FILE 16612 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000175 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.beginners, scea.yaroze.announce 

Subject: Re: Hello All! 

Date: Sat, 06 Dec 1997 10:19:47 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34899743.2B10@concentric.net> 

References: <3488713e.5780191@news.scea.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts011d13.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:175 scea.yaroze.beginners:134 sce 
a.yaroze.announce: 44 


Nice to know our ranks are still growing. Welcome aboard! 


Scott 
--MESSAGE FILE 16612 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000175 


——MESSAGE FILE 16613 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000176 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Questions about E3 

Date: Mon, 08 Dec 1997 22:34:16 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <348d756e.849040@news.scea.sony.com> 

NNTP-Posting-Host: ip1l38.ts16.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hello I hope I am not bothering too many people with all my posts. I 

had some questions about E3 maily the big one is are we allowed to 

attend? and if so does it cost anything? I have always wanted to go to 

this but I was just wondering any help would be appericated thanks a 

buch 

——MESSAGE FILE 16613 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000176 


—-MESSAGE FILE 16614 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000177 
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Path: chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 
Newsgroups: scea.yaroze.freetalk 
Subject: Re: E3? 

Date: Tue, 09 Dec 1997 19:28:40 GMT 
Organization: SN Systems 

Lines: 14 
Message-ID: <348d9b57.8510437@news.playstation.co.uk> 

References: <33B172D7.5D46@Kreative.net> <348971fe.5972397@news.scea.sony.com> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


dajudge@inficad.com (Michael Klucher) wrote: 
>How were you guys able to attend E3 dont you have to be a 
>developer???? 


If it's anything like ECTS in England then attendance restrictions 
such as 'no students' or 'professionals only' typically mean only that 
you can't buy your way in at the door. However, there were, for 
example, free invitations to ECTS in Computer Trade Weekly which could 
have been filled in for friends by people with access to it. 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Standard disclaimer for personal opinions. 

—-MESSAGE FILE 16614 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000177 


—-MESSAGE FILE 16615 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000178 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.codewarrior, scee.yaroze.freetalk 

Subject: PSX-EXE image format 

Date: Wed, 10 Dec 1997 00:05:54 -0600 

Organization: SCEA News Server 

Lines: 28 
Message-ID: <348E3142.1E73@bmc.com> 

Reply-To: Kevin_Holbrook@bmc.com 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:178 scea.yaroze.programming.codew 
arrior:253 scee.yaroze.programming.codewarrior:110 


Is there any chance we could get the documentation or information 
specifying the layout of the PSX-EXE image format? 


I can get information about ELF quite readily which covers the gcc 
compiler. The Yaroze CodeWarrior system generates intermediate ELF code 
then uses a final phase linker to generate Sony's PSX-EXE image format. 


I've figured out a bit but it is slow going looking at hex code. 

Why does Sony have to pad out the image and why the nice string like 
"Sony Computer Entertainment Inc. for XYZ area" wasting space in the 
image? I would hope the loader just checks this and then starts loading 
into memory from another offset. I'm sure there is a country code in 
there somewhere. CodeWarrior Yaroze generates "Sony Computer 
Entertainment Inc. for Japan area" by the way. 8-) 


Why do I want this you might ask? 

Well I want to write a utility that transparently calls the correct 
loader, whether it be siocons or the Metrowerks stuff. It should be 
possible to write a generic loader for both formats. 


It also wouldn't be too terrible to support dynamic code loading, which 
I assume is what the overlays mentioned in places for professional PS 
development are for. Their format would be nice to know as well. 
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Sony, please share with us.... 


Kevin Holbrook 
100% PSX Enthusiast 
—--MESSAGE FILE 16615 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000178 


—-MESSAGE FILE 16616 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000179 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: PSX-EXE image format 

Date: Wed, 10 Dec 1997 19:16:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <66mpf9$9k31@chuka.playstation.co.uk> 
References: <348E3142.1E73@bmc.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Kevin Holbrook wrote in message <348E3142.1E73@bmc.com>... 


>I can get information about ELF quite readily which covers the gcc 
>compiler. The Yaroze CodeWarrior system generates intermediate ELF code 
>then uses a final phase linker to generate Sony's PSX-EXE image format. 


>Why do I want this you might ask? 

>Well I want to write a utility that transparently calls the correct 
>loader, whether it be siocons or the Metrowerks stuff. It should be 
>possible to write a generic loader for both formats. 

> 


siocons already supports s-record format, psx-exe, and a.out MIPS-ECOFF. So 
if you know what the codewarrior format is and you know what the string is 
to send to the yaroze monitor to make it receive that format, why not just 
hack the siocons source? 


But if I remember in the dim and distant past when I actually used to use 
codewarrior (no, really!), siocons used to load my codewarrior programs, 
although they never returned to the prompt; are you sure you need to do 
anything apart from sort this bug out?? 


You can get the siocons source (which includes info on the psx-exe format) 
from the scee site. 
http://www.netyaroze-europe.com/yaroze/ftp/comp/devtools/siocons.zip 


yay 


Graeme 


—-MESSAGE FILE 16616 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000179 


——MESSAGE FILE 16617 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000180 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.codewarrior, scee.yaroze.freetalk 

Subject: Re: PSX-EXE image format 

Date: Wed, 10 Dec 1997 19:58:37 GMT 

Organization: SN Systems 

Lines: 27 

Message-ID: <348ef301.1832079@news.playstation.co.uk> 

References: <348E3142.1E73@bmc.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:180 scea.yaroze.programming.codew 
arrior:254 scee.yaroze.programming.codewarrior:111 


Kevin Holbrook <Kevin_Holbrook@bmc.com> wrote: 

>It also wouldn't be too terrible to support dynamic code loading, which 
>I assume is what the overlays mentioned in places for professional PS 
>development are for. Their format would be nice to know as well. 


Overlays aren't dynamically linked. It's just a mechanism where you 
place chunks of code at the same address and output them as different 
files. The linker fixes it up properly without particularly caring 
that it's just located two functions at the same address, and it's up 
to you to make sure that you've loaded the correct block of code into 
memory during game execution before you call any of the functions 
which are inside it. 


The format used for overlay files is pure binary, which I wouldn't 
regard as a particular trade secret. The reason is that the last thing 
you want, if you're using overlays to minimise RAM wastage, is for the 
overlay mechanism to require basically a runtime linker, which is what 
shared-object systems such as Unix and Win32 have lurking in memory at 
all times. 


I don't know whether you could do this with the GNU linker in one 
pass; our linker is customised to do this since it would be a pain for 
the developers to write ten extra linker scripts if they wanted ten 
overlays. So you'll probably need to link each overlay in a separate 
command. Don't see why the technique shouldn't be possible, though. 


- Gil 
—--MESSAGE FILE 16617 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000180 


——MESSAGE FILE 16618 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000181 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Chat 

Date: Wed, 17 Dec 1997 22:05:02 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <34984c0a.19943853@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Lately I've been thinking it might be fun to get together and just 
chat a bit. I think we can use the Auditorium lobby for this. Would 
anyone else be interested in "shooting the breeze" some evening? 


Mario 
—--MESSAGE FILE 16618 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000181 


—-MESSAGE FILE 16619 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000182 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Wed, 17 Dec 1997 22:08:00 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3498BDCO.6F4D@concentric.net> 

References: <34984c0a.19943853@205.149.189.29> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts006d36.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


That sounds good. Although I'd prefer waiting until after the 
holidays. I'll be gone until after the new year and I'm sure 
others will similarly be on vacation. 
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Scott 


Lately I've been thinking it might be fun to get together and just 
chat a bit. I think we can use the Auditorium lobby for this. Would 
anyone else be interested in "shooting the breeze" some evening? 


VVVVYV 


Mario 
—--MESSAGE FILE 16619 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000182 


—-MESSAGE FILE 16620 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000183 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 18 Dec 1997 07:13:13 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3498ccf5.582307@news.scea.sony.com> 

References: <34984c0a.19943853@205.149.189.29> <3498BDCO.6F4D@concentric.net> 
NNTP-Posting-Host: dial-up9.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I agree also sounds like a good idea!!!! 


On Wed, 17 Dec 1997 22:08:00 -0800, Scott Cartier 
<dsyaroze@concentric.net> wrote: 


>That sounds good. Although I'd prefer waiting until after the 
>holidays. I'll be gone until after the new year and I'm sure 

>others will similarly be on vacation. 

> 

>Scott 

> 

> 

>> Lately I've been thinking it might be fun to get together and just 
>> chat a bit. I think we can use the Auditorium lobby for this. Would 
>> anyone else be interested in "shooting the breeze" some evening? 


>> Mario 


——MESSAGE FILE 16620 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000183 


—--MESSAGE FILE 16621 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000184 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: 18 Dec 1997 07:39:29 GMT 

Organization: WermxX Software 

Lines: 19 

Message-ID: <01lbd0b88Sb3a2f160Sb8bf43ce@wkwerner> 

References: <34984c0a.19943853@205.149.189.29> 

NNTP-Posting-Host: port84.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Mario Perdue <mperdue@l4software.com> wrote: 

> Lately I've been thinking it might be fun to get together and just 
> chat a bit. I think we can use the Auditorium lobby for this. Would 
> anyone else be interested in "shooting the breeze" some evening? 
Sounds good to me. People could get together extremely easily. 

I check my email everyday, and would need no more than 24 hrs 


notice of an inpromtu meeting. 


Also, at a specific time (how about 9:00 pm est?) everyday, 
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interested parties could just go and see if anyone is 
hanging out. No schedule, no presure, just drop on 
by if the mood hits ya. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16621 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000184 


—-MESSAGE FILE 16622 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000185 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 18 Dec 1997 10:38:19 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <3498fc98.3427105@205.149.189.29> 

References: <34984c0a.19943853@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Anyone game for tomorrow night? (That would be Friday, 19 Dec) I'll 
try to show up around 9:00pm EST. We'll see what happens. 


Mario 


——MESSAGE FILE 16622 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000185 


—-MESSAGE FILE 16623 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000186 
Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming. libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
——MESSAGE FILE 16623 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000186 


——MESSAGE FILE 16624 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000187 
Path: chuka.playstation.co.uk!scea!paulk 

From: paulk@anon.nymserver.com (Paul Kearns) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Fri, 19 Dec 1997 00:38:07 GMT 

Organization: The Hacker's Shack 

Lines: 19 

Message-ID: <67cfe5$5hil@scea> 
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becomes tangled. 
With <if> and <for>, the syntax is thus 


if (expression) 

{ 

// consequent action code here 

} 
the <if> binds with the very next code block (eg single statement) 
it finds, so 
if (expression) ; 
means 'if expression true, do the semicolon', ie do nothing no matter what. 
<for> binds in the same way, so 
for (/*conditions*/) ; 
means (for ..... ) do nothing, since the semicolon has no effects. 

Lewis 


—-MESSAGE FILE 1755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00458 


—-MESSAGE FILE 1756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000459 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: Wed, 11 Mar 1998 15:08:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <6e693kS6nq4@chuka.playstation.co.uk> 

References: <6e5qdrS$p7bl@emeka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Lewis_Evans@Playstation.sony.com wrote in message 
<6e5qdr$p7bl@emeka.playstation.co.uk>... 

> by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id CAA13561 

> for <news@playstation.co.uk>; Wed, 11 Mar 1998 02:57:26 -0800 (PST) 
>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

> 

>Owing to how I learnt C (without a textbook) I've been happily 
>producing yaroze code that doesn't seem to work on CodeWarrior, I 
>assume because my code isn't ANSI standard. What precautions do I have 
>to take to ensure codewarrior will compile my code? I've found out 
>about two... 

> 

>Both Net Yaroze compilers (GNU and CodeWarrior) are very close to 
>being fully ANSI C compliant. However, this really doesn't 

>sound like the cause of the trouble. 

> 

>when using #define, the defined part must be in brackets, and 

>at the end of IF and FOR loops, it seems to not want a semicolon after 
>the final closing brace. 

> 

>Not sure what you mean about brackets; for simple constants, 
>#define FALSE 0 

>#define TRUE 1 

>but for macros, yes, eg 

>#define abs(x) x >= 0? x : -X 

>will give problems with eg abs (y-5) and other expressions 

>since the expressions are just shoved into the macro and precedence 
>becomes tangled. 

> 

>With <if> and <for>, the syntax is thus 

> 

>if (expression) 
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References: <34984c0a.19943853@205.149.189.29> 
NNTP-Posting-Host: tidel8.microsoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: News Xpress 2.01 


In article <34984c0a.19943853@205.149.189.29>, mperdue@l4software.com (Mario Perdue) 
wrote: 

>Lately I've been thinking it might be fun to get together and just 

>chat a bit. I think we can use the Auditorium lobby for this. Would 

>anyone else be interested in "shooting the breeze" some evening? 


This is an excellent idea, but are there restrictions on how many 
people can participate? When we had the presentation a few months 
back, it seemed like Palace was more geared towards a one-way 
presenter / audience thing. 


Is there interest in / capability for an IRC channel somewhere? It's 
more complicated to use, but I believe it has more features. 


Just a thought... 
>Mario 
Paul Kearns 


paulk@anon.nymserver.com 
—-MESSAGE FILE 16624 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000187 


—-MESSAGE FILE 16625 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000188 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Fri, 19 Dec 1997 01:56:30 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <3499d42b.3052869@news.scea.sony.com> 

References: <34984c0a.19943853@205.149.189.29> <67cfe5$S5hil@scea> 
NNTP-Posting-Host: dial-up43.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Umm so because I ma new and stuff how do I get into this place to chat 


On Fri, 19 Dec 1997 00:38:07 GMT, paulk@anon.nymserver.com (Paul 
Kearns) wrote: 


>In article <34984c0a.19943853@205.149.189.29>, mperdue@l4software.com (Mario Perdue 
) wrote: 

>>Lately I've been thinking it might be fun to get together and just 
>>chat a bit. I think we can use the Auditorium lobby for this. Would 
>>anyone else be interested in "shooting the breeze" some evening? 

> 

>This is an excellent idea, but are there restrictions on how many 
>people can participate? When we had the presentation a few months 
>back, it seemed like Palace was more geared towards a one-way 
>presenter / audience thing. 

> 

>Is there interest in / capability for an IRC channel somewhere? It's 
>more complicated to use, but I believe it has more features. 

> 

>Just a thought... 

> 

>>Mario 

> 

>Paul Kearns 
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>paulk@anon.nymserver.com 


—-MESSAGE FILE 16625 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000188 


—-MESSAGE FILE 16626 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000189 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 18 Dec 1997 20:53:22 GMT 

Organization: L4 Software 

Lines: 12 

Message-ID: <34998cd2.8630762@205.149.189.29> 

References: <34984c0a.19943853@205.149.189.29> <67cfe5$5hil@scea> ՀՅ499442Ե.30528696 
news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 19 Dec 1997 01:56:30 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Umm so because I ma new and stuff how do I get into this place to chat 


Go to the auditorium lobby from the main page. If you've never been 
there, it will take about 5 minutes or so to download all the 
necessary software. Then just click the button to join us in the 
lobby. 


Mario 
--MESSAGE FILE 16626 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000189 


——MESSAGE FILE 16627 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000190 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 18 Dec 1997 20:55:09 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <34998d5c.8769597@205.149.189.29> 

References: <34984c0a.19943853@205.149.189.29> <67cfe5$5hil@scea> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 19 Dec 1997 00:38:07 GMT, paulk@anon.nymserver.com (Paul 
Kearns) wrote: 


>This is an excellent idea, but are there restrictions on how many 
>people can participate? When we had the presentation a few months 
>back, it seemed like Palace was more geared towards a one-way 
>presenter / audience thing. 


I don't know what the restrictions in the lobby are, I guess we'll 
just have to try it and see. 


>Is there interest in / capability for an IRC channel somewhere? It's 
>more complicated to use, but I believe it has more features. 


If the lobby can't handle it, we can always try something else. 


Mario 
—-MESSAGE FILE 16627 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000190 


——MESSAGE FILE 16628 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000191 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Fri, 19 Dec 1997 03:46:04 GMT 
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Organization: SCEA News Server 

Lines: 23 

Message-ID: <3499edd0.2411928@news.scea.sony.com> 

References: <34984c0a.19943853@205.149.189.29> <67cfe5S5hil@scea> <3499d42b.30528698@ 
news.scea.sony.com> <34998cd2.8630762@205.149.189.29> 

NNTP-Posting-Host: 207.108.255.104 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Umm I did that but it says the version I have has expired so where can 
I get the latest one ?? 


On Thu, 18 Dec 1997 20:53:22 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>On Fri, 19 Dec 1997 01:56:30 GMT, dajudge@inficad.com (Michael 
>Klucher) wrote: 

> 

>>Umm so because I ma new and stuff how do I get into this place to chat 


> 

>Go to the auditorium lobby from the main page. If you've never been 
>there, it will take about 5 minutes or so to download all the 
>necessary software. Then just click the button to join us in the 
>lobby. 

> 

>Mario 


—-MESSAGE FILE 16628 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000191 


——MESSAGE FILE 16629 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000192 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 18 Dec 1997 23:33:24 GMT 

Organization: L4 Software 

Lines: 32 

Message-ID: <3499b290.1793303@205.149.189.29> 

References: <34984c0a.19943853@205.149.189.29> <67cfe5$S5hil@scea> <3499d42b.30528698@ 
news.scea.sony.com> <34998cd2.8630762@205.149.189.29> <3499edd0.2411928@news.scea.so 
ny . com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


It should automatically download the software when you go to the 
auditorium. At least it did for me. 


Mario 


On Fri, 19 Dec 1997 03:46:04 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Umm I did that but it says the version I have has expired so where can 
>I get the latest one ?? 

> 

> 

> 

> 

> 

>On Thu, 18 Dec 1997 20:53:22 GMT, mperdue@l4software.com (Mario 
>Perdue) wrote: 

> 

>>On Fri, 19 Dec 1997 01:56:30 GMT, dajudge@inficad.com (Michael 
>>Klucher) wrote: 

>> 
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>>>Umm so because I ma new and stuff how do I get into this place to chat 


>> 

>>Go to the auditorium lobby from the main page. If you've never been 
>>there, it will take about 5 minutes or so to download all the 
>>necessary software. Then just click the button to join us in the 
>>lobby. 

>> 

>>Mario 

> 


—-MESSAGE FILE 16629 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000192 


—-MESSAGE FILE 16630 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000193 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Chat 

Date: Thu, 18 Dec 1997 23:38:30 GMT 

Organization: L4 Software 

Lines: 9 

Message-ID: <3499b2f6.1895280@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Please forgive my rudeness for not posting this here as well as in the 
North America group. We'll be having an informal chat in the 
Auditorium in the NA site Friday the 19th at 9:00pm EST. That's 
probably fairly late on your side of the pond, but if your up, feel 
free to stop by and join us. 


Hopefully this will become a semi-regular event. 


Mario 
——MESSAGE FILE 16630 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000193 


——MESSAGE FILE 16631 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000194 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Pointer usage (Was Re: Now I'm getting REALLY mad!) 

Followup-To: scee.yaroze.programming.codewarrior 

Date: Fri, 19 Dec 1997 12:01:20 -0600 

Organization: Metrowerks 

Lines: 94 

Message-ID: <sumner-ya02408000R1912971201200001@news.scea.sony.com> 

References: <34902D9A.A58C5281@tin.it> <01bd094f$aa411420S6cO0Ob0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
-ցքօսք.Շօո» <349A9CA1.7E336240@tin.it> 

NNTP-Posting-Host: mtwks134.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:120 scea.yaroze.pr 
ogramming.codewarrior:262 scea.yaroze.freetalk:194 


Hi Guilio, 
I'm glad you posted your source for this. I think I know what's going 
on. This may be helpful for others having this problem. 


In article <349A9CA1.7E336240@tin.it>, Giulio <vanderik@tin.it> wrote: 


>typedef struct SpriteType 


>{ 

> GSSPRITE *SprBody ; // Body of the sprite using library 
> int SprOld_X,SprOld_Y ; // Old sprite's position 

> u_char AnimClock ; // Animation clock 

> u_char AnimSpeed ; // Animation speed 

> u_char MotionClock ; // Motion clock 
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u_char MotionSpeed // Motion speed 


> f. 

> u_char CurrentFrame ; // Current frame being displayed 

> u_char NumF rames ; // Total number of frames 

> u_char State ; // State of the sprite (Dead, Alive...) 
> u_char Hits ; // How many hits the sprite has got 

> u_char Doing ; // What the sprite is doing 

> u_char Type ; // What kind of sprite is 

> // being processed 

> // Other sprite related variables.... 


>} Sprite, *SpritePtr ; 


> 

>Sprite PlayerOne [1] ; // Ugly struct of player one that 

> // I must use to make my program run 

> // using PlayerOne as a pointer 

> 

>// SpritePtr PlayerOne ; // Right pointer def that it's not usable 
>// Sprite *PlayerOne ; // Eh,eh too easy to be able to use this 


I think I see your original problem. Defining a *pointer* to a type, does 
not allocate space for the type itself. When you do the following 


SpritePtr PlayerOne; 

You have allocated space for a POINTER to a structure. Not the structure 
itself. You can't use this pointer until you tell it to point to something 
(a SpriteType structure). So how do you make space for a SpriteType 
structure? There are two ways. 

1) Have the compiler generate space for it. 


The following code sequence will do this 


// allocate space for two SpriteType objects 
Sprite gSprite[2]; 


// set the PlayerOne to point to an area in memory that holds a Sprite object 
SpritePtr PlayerOne=égSprite[0]; 


// set the PlayerTwo pointer to point to an area in memory that holds a 
Sprite object 
SpritePtr PlayerTwo=égSprite[1]; 


2) Allocate it at runtime. 

The above sequence works because you know at compile-time how many players 
you are going to support (max two). However, maybe you only want to 
allocate space for the second player if they have selected a multi-player 
game. You can allocate memory at runtime using the "malloc()" library 
function. 


// Allocate space for the POINTERS to the SPRITE objects, not the SPRITE 
objects themselves. 

SpritePtr PlayerOne; 

SpritePtr PlayerTwo; 


PlayerOne=(SpritePtr)malloc(sizeof (SPRITE) ); // allocate memory for 

PlayerOne 

if (numPlayers==2) 

PlayerTwo=(SpritePtr)malloc(sizeof(SPRITE)); // allocate memory for PlayerTwo 

else 
PlayerTwo=NULL; // always initialize pointers, even if you are not 

using them. It helps catch runtime errors 


One thing you need to do if you malloc() memory is free() it when you are 
done. Thus, at the end of your game, you should 


// release memory from the heap. 
free (PlayerOne) ; 
free (PlayerTwo) ; 


(note: in order to use malloc(), you must call Init_Heap(). See the 
_psstart.c file for information on doing this) 
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I hope this helped. If you have any other code questions, please don't 
hesitate to post examples. There are a lot of people here who can help. 


(followups to scee.yaroze.programming.codewarrior) 


PlayStation Development Tools Dude 
Metrowerks 
—-MESSAGE FILE 16631 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000194 


—--MESSAGE FILE 16632 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000195 
Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


——MESSAGE FILE 16632 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000195 


—-MESSAGE FILE 16633 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000196 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Sat, 20 Dec 1997 01:13:58 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <349b1b8f.804847@news.scea.sony.com> 

References: <34984c0a.19943853@205.149.189.29> <67cfe5S$5hil@scea> <3499d42b.30528698@ 
news.scea.sony.com> <34998cd2.8630762@205.149.189.29> <3499edd0.2411928@news.scea.so 
ny.com> <3499b290.1793303@205.149.189.29> 

NNTP-Posting-Host: dial-up19.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Ok me again Umm I guess you have the power to get the stuff going 

right? I have visited their a few times but nothing has come up just 

one yellow box and thats it umm I hope you guys will be their and I 

will be able to see you guys 

--MESSAGE FILE 16633 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000196 


—-MESSAGE FILE 16634 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000206 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 
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Newsgroups: scea.yaroze.freetalk 

Subject: Postmaster?? 

Date: Mon, 22 Dec 1997 02:33:03 GMT 
Organization: SCEA News Server 

Lines: 1 

Message-ID: <349dd147.333820@news.scea.sony.com> 
NNTP-Posting-Host: dial-up3.pdrpip.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Does anyone else have these postmaster things in their meggages??? 
—-MESSAGE FILE 16634 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000206 


——MESSAGE FILE 16635 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000207 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Postmaster?? 

Date: Sun, 21 Dec 1997 21:47:52 GMT 

Organization: L4 Software 

Lines: 10 

Message-ID: <349d8e63.10788673@205.149.189.29> 

References: <349dd147.333820@news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yes. I think something broke. I'll ask Peter to look into it on 
Monday. 


Mario 


On Mon, 22 Dec 1997 02:33:03 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Does anyone else have these postmaster things in their meggages??? 


—-MESSAGE FILE 16635 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000207 


——MESSAGE FILE 16636 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000208 
Path: chuka.playstation.co.uk!news 

From: john.rees@dial.pipex.com (John Rees) 
Newsgroups: scea.yaroze.freetalk 

Subject: US/Euro message duplication 

Date: Mon, 22 Dec 1997 14:40:42 GMT 

Organization: Bubble Boy Limited 

Lines: 21 

Message-ID: <671t03$9ij2@chuka.playstation.co.uk> 
NNTP-Posting-Host: aal42.du.pipex.com 
X-Newsreader: Forte Free Agent 1.0.82 


I am sure I am not the only person to notice a high amount of message 
duplication across the Yaroze newsgroups. An especially noticable 
redundancy is the presence of American and European groups that 
discuss exactly the same topics. At the moment everybody has to scan 
both sets anyway, just in case something is only posted to one. 


I remember an old post that mentioned the problem that the American 
site has to be monitored more carefully to avoid legal problems. If 
this is the only real difference between the US and European groups, 
then why not delete the US groups, and just hold discussions in 
European groups. Please believe me that I am not trying to be 
euro-centric here, but just trying to cut out wasted time. 


I know this sort of message is likely to start up lots of argument, 
especially the sort that goes along the lines of "We don't need 

newsgroup A.B but must have newsgroup X.Y", but I think it would be 
more useful if for now we can just discuss the US/Euro duplication. 


John 
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—--MESSAGE FILE 16636 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000208 


—-MESSAGE FILE 16637 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000213 
Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: US/Euro message duplication 

Date: Mon, 22 Dec 1997 19:14:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <ira-2212971914560001@dialup-—01-09.netcomuk.co.uk> 
References: <671t03$9ij2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-01-09.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


> I am sure I am not the only person to notice a high amount of message 
> duplication across the Yaroze newsgroups. An especially noticable 

> redundancy is the presence of American and European groups that 
> 
> 


discuss exactly the same topics. At the moment everybody has to scan 
both sets anyway, just in case something is only posted to one. 


I agree totally, why can't we have just one global set of newsgroups, 
surely that's the whole thing with the internet - breaking down distance 
between people. It'd certainly stop me having to check all groups and end 
up reading the same messages twice. 


Ira 
--MESSAGE FILE 16637 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000213 


—-MESSAGE FILE 16638 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000220 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Peter_Alau@playstation.sony.com (Peter Alau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Postmaster?? 

Date: Tue, 23 Dec 1997 02:39:32 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34a1243f.2836482@205.149.189.29> 

References: <349dd147.333820@news.scea.sony.com> <349d8e63.10788673@205.149.189.29> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sun, 21 Dec 1997 21:47:52 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>Yes. I think something broke. I'll ask Peter to look into it on 
>Monday. 


I looked into it, and it seems to be a problem with the replication 
with the UK. I think I fixed it, but I'll find out tomorrow. 


-Peter 


——MESSAGE FILE 16638 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000220 


--MESSAGE FILE 16639 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000221 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: More about chatting 

Date: Tue, 23 Dec 1997 09:04:45 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <349f7e07.1146308@news.scea.sony.com> 

NNTP-Posting-Host: dial-up23.pdrpip.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Hey everyone I showed up for the chat but I could see anyone else I 

think maybe my software wasnt working right it dint ask me too put in 

a nickname or anything it just showed that one window and their was 

nobody under other people well anyway I have a IRC chatserver that we 

could use that I downloaded if we want to if we can just set up maybe 

another date and time that would be cool. And if is my software does 

anyone know how to fix it <GRIN>? 

—--MESSAGE FILE 16639 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000221 


—--MESSAGE FILE 16640 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000222 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Outside netyaroze page??? 

Date: Tue, 23 Dec 1997 09:07:22 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <34a07eb9.1324634@news.scea.sony.com> 
NNTP-Posting-Host: dial-up23.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Umm I wanted to ask a question about this because I dont want to do 

anything wrong. If I have an "outside" yaroze page with like my plans 

fo a game the graphics maybe screenshots and code is that ok as long 

as I dont put the excuteable on the site I would just appericate any 

help on what I am allowed to have and am not allowed. 

Thanks! 

—-MESSAGE FILE 16640 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000222 


—-MESSAGE FILE 16641 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000223 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Postmaster?? 

Date: Wed, 24 Dec 1997 03:40:43 GMT 

Organization: L4 Software 

Lines: 19 

Message-ID: <34a0840d.2895292@205.149.189.29> 

References: <349dd147.333820@news.scea.sony.com> <349d8e63.10788673@205.149.189.29> 
<34a1243f£.28364820@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


It seems to be fixed now. Thanks Peter. 
Mario 


On Tue, 23 Dec 1997 02:39:32 GMT, Peter_Alau@playstation.sony.com 
(Peter Alau) wrote: 


>On Sun, 21 Dec 1997 21:47:52 GMT, mperdue@l4software.com (Mario 
>Perdue) wrote: 


> 

>>Yes. I think something broke. I'll ask Peter to look into it on 
>>Monday. 

> 


>I looked into it, and it seems to be a problem with the replication 
>with the UK. I think I fixed it, but I'll find out tomorrow. 

> 

>-Peter 

> 


—-MESSAGE FILE 16641 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000223 
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—-MESSAGE FILE 16642 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000224 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Postmaster?? 

Date: Wed, 24 Dec 1997 04:09:26 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34a08aea.4008704@news.scea.sony.com> 

References: <349dd147.333820@news.scea.sony.com> 

NNTP-Posting-Host: dial-up8.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Yes thanks for your help! 


On Mon, 22 Dec 1997 02:33:03 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Does anyone else have these postmaster things in their meggages??? 


—-MESSAGE FILE 16642 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000224 


—-MESSAGE FILE 16643 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000225 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Merry Christmas 

Date: Wed, 24 Dec 1997 04:10:38 GMT 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <34a18b21.4063813@news.scea.sony.com> 
NNTP-Posting-Host: dial-up8.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Just wanted to let everyone know have a good holiday season! 
——MESSAGE FILE 16643 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000225 


—-MESSAGE FILE 16644 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000226 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Wed, 24 Dec 1997 04:14:57 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34a28b56.4116739@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> 
NNTP-Posting-Host: dial-up8.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Just a followup message I was thinking about puting the server up 
friday if anyone wated to chat if someone does just leave a message 
here and we can all agree on a time. Also on another note mario if you 
read this please make sure it's ok for me to do this I really dont 
want to violate anything. but like I said it is a privitae chat server 
and we would be the only ones their because I would post the adress 
for the thing here and this is secure. But thanks for everyone putting 
up with me blabbing. (To think what might happen if I ever became a 
full developer) =-) 
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> { 
> // consequent action code here 
> } 


>the <if> binds with the very next code block (eg single statement) 
>it finds, so 

>if (expression) ; 
>means 'if expression true, do the semicolon', ie do nothing no matter what. 
><for> binds in the same way, so 

>for (/*conditions*/) ; 

>means (for ..... ) do nothing, since the semicolon has no effects. 

> Lewis 


Hmmm, I think Robert meant he was doing this... 


if (expression) 
{ 

// code here 
J; 


or 


for (expression) 
{ 

// Code here 

)չ 


Both are technically wrong as all closing braces ( } ) should not have a 
semicolon after them. Some compilers let this slip whilst others are strict 
about it. 

I suggest, Robert, that you get out of the habit of putting the semicolon 
after a closing brace. 


JohntT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00459 


-—-MESSAGE FILE 1757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000460 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Wed, 11 Mar 1998 16:57:36 +0000 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <3506C280.6205@writeme.com> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> 

NNTP-Posting-Host: at1l4-022.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jim wrote: 
> So I threw it out of the top floor window as revenge. 


Very classy! The pics tickled me - I hope you sampled the sound as well 
(people would pay hard-earnt green-stuff for that). 


Have you tried using the CodeWarrior CD as a frisbee yet? 
- It's very satisfying :) 
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—-MESSAGE FILE 16644 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000226 


—-MESSAGE FILE 16645 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000227 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Postmaster?? 

Date: 24 Dec 1997 09:30:38 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 17 

Sender: news@chuka.playstation.co.uk 

Message-ID: <67qknu$2191@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Yes, I'm afraid that something horrible happened to the link 
between the outside world and our internal SCEE networks. 
We've changed the PERL script involved to disgard this sort 
of message in future (and deleted the messages from our 


server). 


Apologies !! 


Paul @ SCEE 


—-MESSAGE FILE 16645 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000227 


——MESSAGE FILE 16646 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000228 
Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Crimble 

Date: Wed, 24 Dec 1997 19:28:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <ira-2412971928030001@dialup-13-47.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-13-47.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:228 scee.yaroze.freetalk.english: 
272 


Merry Christmas and a happy new year to all yaroze members the world over. 
Lets see more games and demos in the new year. 


Ira 
——MESSAGE FILE 16646 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000228 


——MESSAGE FILE 16647 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000229 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Wed, 24 Dec 1997 16:13:50 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <34a13219.6243926@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> <34a28b56.4116739@news.scea.sony.c 
om> 

NNTP-Posting-Host: client-119-36.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Well, I just want to get some practice with my new newsreader, so 
I'm going to blab a bit myself. Your idea sounds good, I suppose Mario 
will post a reply soon enough. As for the blabbing bit, you just keep 
right on making entries. It makes life interesting, it brings life to 
the program, and it is annoying and boring to come by 
twice a day and see no new messages. And I would like to 
think that if you became a full developer, you would make a great team 
player because you like to communicate. 

Blab on, 
Matt 


P.S.-And if this doesn't post right, just be patient and give me a 
chance to learn my new software. At least now I can participate 
with the new reader. 


On Wed, 24 Dec 1997 04:14:57 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Just a followup message I was thinking about puting the server up 
>friday if anyone wated to chat if someone does just leave a message 
>here and we can all agree on a time. Also on another note mario if you 
>read this please make sure it's ok for me to do this I really dont 
>want to violate anything. but like I said it is a privitae chat server 
>and we would be the only ones their because I would post the adress 
>for the thing here and this is secure. But thanks for everyone putting 
>up with me blabbing. (To think what might happen if I ever became a 
>full developer) =-) 


—-MESSAGE FILE 16647 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000229 


——MESSAGE FILE 16648 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000230 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Wed, 24 Dec 1997 21:58:07 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <34a1849a.6762441@205.149.189.29> 

References: <349f7e07.1146308@news.scea.sony.com> <34a28b56.4116739@news.scea.sony.c 
om> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


This sounds great, but we'll have to get with the guys at Sony when 
they return from the holiday break. I'm just a programmer, I don't 
know what legal stuff we would get into if we went that route. I do 
hope to get something put together so we can get together and talk on 
a more regular basis. We'll just have to wait til next year to see 
what happens. 


Mario 


On Wed, 24 Dec 1997 04:14:57 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Just a followup message I was thinking about puting the server up 
>friday if anyone wated to chat if someone does just leave a message 
>here and we can all agree on a time. Also on another note mario if you 
>read this please make sure it's ok for me to do this I really dont 
>want to violate anything. but like I said it is a privitae chat server 
>and we would be the only ones their because I would post the adress 
>for the thing here and this is secure. But thanks for everyone putting 
>up with me blabbing. (To think what might happen if I ever became a 
>full developer) Հ-) 


—-MESSAGE FILE 16648 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000230 


—-MESSAGE FILE 16649 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000231 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Questions about E3 

Date: Wed, 24 Dec 1997 17:13:15 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <34a14207.454387@news.scea.sony.com> 
References: <348d756e.849040@news.scea.sony.com> 
NNTP-Posting-Host: client-119-42.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello Mike, 

Sorry to dissapoint you, but E3 is a business insider event. Now, 
maybe Sony might arrange for we Yarozers to go, but I really doubt it 
and I would not hold my breath. 

But, if you would like to check out some information about next 
years event, you can go to: 
http: //www.e3expo.com/ 

I think we all wish we could go... 

Matt 


On Mon, 08 Dec 1997 22:34:16 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Hello I hope I am not bothering too many people with all my posts. I 
>had some questions about E3 maily the big one is are we allowed to 
>attend? and if so does it cost anything? I have always wanted to go to 
>this but I was just wondering any help would be appericated thanks a 
>buch 


—-MESSAGE FILE 16649 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000231 


—-MESSAGE FILE 16650 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000232 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze for the PlayStation 2? 

Date: Wed, 24 Dec 1997 20:02:31 GMT 

Organization: SCEA News Server 

Lines: 100 

Message-ID: <34a16a33.4774844@news.scea.sony.com> 

References: <33e6c460.16134731@news.scea.sony.com> <01bca202$c058a340Se44231a2@DonTh 
omas.interactive.sony.com> <33e7f499.5335169@news.scea.sony.com> 

NNTP-Posting-Host: client-119-37.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

Very interesting discussion, since I just got into this group, let 
me say one or two things. 

I don't think Sony need worry about being another N64. 
I would be much more worried about being another Sega. 
Think about how much money we all have laid out of late 
on hardware. I want this platform supported for a good long time. 
I guess it's been out for three years, but how many of us bought one 
when the prices were so high? I've had mine two years, and now that 
I'm playing Colony Wars, I don't find my self yearning for more power. 
I really enjoy the games being put out at the moment. 

I think Sony can best position itself to compete against Katana by 
simply being good to it's present userbase, because if we know we 
won't get sapped, we will be more than happy to buy the PS2 when it is 
released. Of course, with the other hardware manufacturers fumbling 
all over the place, it would be really tough for Sony to mess up at 
this point... All they need is loyality from current users. They will 
get that if they support the current platform for a significant period 
of time. 

I was one of those jerks who bought a 32X/Sega CD/Genesis combo 
in the fall'94. Do you think I will ever buy another Sega product 
after seeing the history of that hardware, on top of the Saturn 
fiasco. I don't think so... I sincerely hope that Sony will delay 
release of PS2 into the next century. That way it will be cheaper, 
the libraries will be better developed, and all of us will come back 
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for more. And if they make PS2 backwards-compatible, I will just be in 
heaven. 

Am I the only one in this world not dying for more power and more 
polygons? Oh well, when I still reply King's Field 1, I think it is 
visually stunning. 

Happy Holidays, 

Matt 


On Wed, 06 Aug 1997 05:28:33 GMT, pbureau@odyssee.net (Patrick Bureau) 
wrote: 


>On 6 Aug 1997 00:40:03 GMT, "Don Thomas" 

><don_thomas@interactive.sony.com> wrote: 

> 

>>As you know, there is no PlayStation2 to speak of at this point. Obviously, 
>>any highly successful high-tech company has to look ahead and, rest 
>>assured, Sony has R&D people very busy. At the same time technology changes 
>>very quickly and what people think may happen in the years ahead may be 
>>very far from the truth. Consequently, it is very difficult to discuss 
>>things that don't yet exist in the real world. 

> 

>I was just pointing out what could be done with off-the-shelf 

>components with a 1999-2000 release date and a $300 price tag in mind. 

>I don't wish to take decisions for Sony or to look like I know 

>everything :) Moreover, I'm not attempting to make Sony "spill the 

>beans" about the PSX2. It was only an attempt to give my thoughts 

>about the NY and the PSX future and to bring up a new thread in the 
>newsgroup. 

> 

>Then again, I've got a new reflexion today. 

>I think the main question Sony's debating at the moment is to include 

>a DVD player or a fast cd-rom player in the next PSX. Sure at this 

>moment DVD-ROM players cost around 400-500 bucks. But who knows at 

>what speed prices are gonna drop? 

> 

>After all, two years ago you could get a 2x cd-rom drive or a 2 megs 

>ram SIMM for a little less than $100. Now, for the same price you can 
>purchase a 24x cd-rom drive or a 32 meg SIMM! 

> 

>The other thing is that if Sony chooses to adopt the DVD in their next 
>incarnation of the PSX, it would really push the DVD industry. 

>Imagine, two years after the release of a DVD-PSX you could have 15 
>million homes with DVD players! 

>> 
>>Regardless of any PSX2 that may come one day, you know that 17 million 
>>PlayStations that are out there now are impressive numbers and that many 
>>people aren't going to swing over to any new system overnight. PlayStation 
>>as we know it today has a lot of life in it for years to come. 

> 

>Just to clear one point. In the latest Next-Generation magazine, at 

>the question: "But you're still involved with PlayStation 2?", Mr. Ken 
>Kutaragi answered: "I am head of the development team, so yes, you 

>could say that I'm still involved." 

> 
>That's why I talked about a 1999-2000 release date. If you take 
>account that Sega will probably release their Black Belt system a year 
>sooner than the PSX2. Sega is in a real bad situation due to the 
>domination of PlayStation sales and they must rush a new product to 
>the market. But Sony can't wait much after that to release their own 
>system because I don't think Sony wants the same fate as the 
>Nintendoé4 :) 

> 

>> 

>>Thanks for supporting the world's favorite system! 

> 

>No problem, I gave my support since September 9,1995! Why stop now? :) 
> 

>And as a side note, I know that you can't comment much about the PSX2 
>or a possible Net Yaroze 2 for security reasons or maybe you don't 
>even know much more than we do about these projects, but I'm still 
>grateful for your participation in this thread. Thanks! 

> 


11224 
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——MESSAGE FILE 16650 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000232 


—-MESSAGE FILE 16651 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000233 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Thu, 25 Dec 1997 05:01:54 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34ale792.735637@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> 
NNTP-Posting-Host: dial-up38.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Cool! That would probally be better to me too I will try to get some 

chttating started (Providing it is ok with sony) than as soon as I get 

back from vacation if because thats sounds better for most people I am 

on vacition from college myself. (This is why I havent replyed to your 

emails yet my STMP server from home wolnt let me send mail from my 

parents internet accound :( but I will get back to everyone as soon as 

possible) I should be home on th 4th which is around when everyone 

should be back from their vacations so it will be a good time to start 

things up. Also just so you know matthew the message posted great! 

——MESSAGE FILE 16651 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000233 


——MESSAGE FILE 16652 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000234 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: New files: SwitchEm.zip and doteater.zip 

Date: Sun, 28 Dec 1997 14:37:38 -0600 

Organization: (no organization) 

Lines: 11 

Message-ID: <34A6B892.3124@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


If you have not checked out my web page lately, you might want 
to have a look. 


I've uploaded some stuff. Most recently, a 3D version of the game 
"Lights Out(tm)", or "Merlin(tm) Magic Square", which are loosly 
based on the classic "Life" computer program. A few days ago, 

a "PacMan(tm)" like game. 


Happy Holidays! 

Ed Federmeyer 

http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 

—--MESSAGE FILE 16652 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000234 


—-MESSAGE FILE 16653 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000235 
Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Change of details 

Date: Sun, 28 Dec 1997 21:41:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ira.rainey—2812972141580001@host5-99-57-93 .btinternet.com> 
NNTP-Posting-Host: host5-99-57-93.btinternet.com 
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X-Newsreader: MT-NewsWatcher 2.3.5 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:235 scee.yaroze.freetalk.english: 
277 


Just a short note for all who wish to contact me, I have changed service 
providers and so have obviously changed e-mail address. 


My new e-mail address is: 
ira.rainey@btinternet.com 
Happy new year 


Ira 
——MESSAGE FILE 16653 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000235 


—-MESSAGE FILE 16654 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000236 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Questions about E3 

Date: Mon, 29 Dec 1997 20:10:06 GMT 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <3366472f£.2173924@news.scea.sony.com> 

References: <348d756e.849040@news.scea.sony.com> <34a14207.454387@news.scea.sony.com 
> 
NNTP-Posting-Host: socks7d.raleigh.ibm.com 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hello, 

E3 costs about $75 to get in for the three days. Since it was local 
this year in Atlanta I went. Just go to the registration area and give 
them a company name. Doesn't matter to them, as long as they get their 
money. 


Jason 


On Wed, 24 Dec 1997 17:13:15 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello Mike, 

> Sorry to dissapoint you, but E3 is a business insider event. Now, 
>maybe Sony might arrange for we Yarozers to go, but I really doubt it 
>and I would not hold my breath. 

> But, if you would like to check out some information about next 
>years event, you can go to: 

>http://www.e3expo.com/ 

>I think we all wish we could go... 

> Matt 

> 

> 

>On Mon, 08 Dec 1997 22:34:16 GMT, dajudge@inficad.com (Michael 
>Klucher) wrote: 

> 

>>Hello I hope I am not bothering too many people with all my posts. I 
>>had some questions about E3 maily the big one is are we allowed to 
>>attend? and if so does it cost anything? I have always wanted to go to 
>>this but I was just wondering any help would be appericated thanks a 
>>buch 

> 


——MESSAGE FILE 16654 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000236 


—-MESSAGE FILE 16655 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000237 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Selamat Datang!!! 

Date: 5 Jan 1998 18:48:29 GMT 

Organization: WermxX Software 
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Lines: 23 

Message-ID: <01bd1a0b$100a12e0Sd0bf43ce@wkwerner> 
NNTP-Posting-Host: port108.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, All! 


Haven't been exactly too active lately, so I am sure 
I won't be missed :( but I am heading out to Malaysia 
for an adventure (Louis Wu goes on sabatical). I am 
leaving on Jan 16 and returning sometime in April. 


I am going for the beautiful beaches, scuba-diving, 


great food, beautiful women and pristine jungles. I am 
taking an appartment in Peneng (The Pearl of the Orient) 
for the three months. I might set up an inet account 


while there, so, people just might hear from me. 


Has anyone else been to Malaysia? Any Malaysians lurking? 
If so, I would appreciate any email of suggestions, 
ideas, warnings, etc. 


"The journey of a thousand miles begins with a single step." 
(I think that is Lao Tse) 


Wayne K. Werner 
wkwerner@con2.com 


——MESSAGE FILE 16655 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000237 


—-MESSAGE FILE 16656 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000238 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Selamat Datang!!! 

Date: Mon, 05 Jan 1998 11:51:29 -0800 

Organization: Playstation R&D 

Lines: 57 

Message-ID: <34B139C0.56DD@playstation.sony.com> 

References: <0Olbdla0b$100al2e0Sd0bf43ce@wkwerner> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Well Wayne, it's not exactly a Yaroze topic but maybe some of the 
components are made there. 


I have been to Malaysia probably 15 or so times and have visited Penang 
twice. You will find the Indian Ocean side of the Island very nice, but 
the Georgtown side (towards the mainland) is very industrial. Just past 
the Airport is the "Snake Temple" check it out. 


Intel has a large facility near the Airport that bonds Pentium dies 
into the ceramic packages. National Semi and Motorola have facilities 
also....and most Barbie dolls are assembled in Penang by Mattel. 


I really recommend you rent a car and visit the capitol Kuala Lumpur 
(about a 5 hour drive) and spend a few days there, very interesting 
place. By all means stop at "Bahtu Caverns" just outside of town towards 
the mountains. For beautiful beaches and unspoiled countryside you need 
to get to the China sea coast of Malaysia, fantastic country! Try and 
visit the Tioman Islands also if you get a chance. You could also drive 
an hour south of Kuala Lumpur to Seremban and drop into the Sony monitor 
factory :) 


Always enjoyed the people and countryside in Malaysia, have a great trip 
and don't forget to write...... some Yaroze code that is :) 


Regards, 
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Jerry Jessop 
SCEA Hardware Engineer 


* All opinions expressed are my own and not my employers * 


Wayne K. Werner wrote: 

Hip ALLI 

Haven't been exactly too active lately, so I am sure 
I won't be missed :( but I am heading out to Malaysia 
for an adventure (Louis Wu goes on sabatical). I am 


leaving on Jan 16 and returning sometime in April. 


I am going for the beautiful beaches, scuba-diving, 


great food, beautiful women and pristine jungles. I am 
taking an appartment in Peneng (The Pearl of the Orient) 
for the three months. I might set up an inet account 


while there, so, people just might hear from me. 


Has anyone else been to Malaysia? Any Malaysians lurking? 
If so, I would appreciate any email of suggestions, 
ideas, warnings, etc. 


"The journey of a thousand miles begins with a single step." 

(I think that is Lao Tse) 

Wayne K. Werner 

wkwerner@con2.com 

——MESSAGE FILE 16656 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000238 


VVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 16657 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000239 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Sean D. Evans" <sevans@worldchat.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Japanese Games on Net Yaroze? 

Date: Mon, 5 Jan 1998 20:17:49 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <68s0ejSvi3@scea> 

NNTP-Posting-Host: rlan5-p6.wchat.on.ca 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I thought the Net Yaroze was supposed to be able to play all PlayStation 
games. A friend of mine has some Japanese games and he brought them over 
for me to see but my Net Yaroze sees them as Music CD's only. It won't play 
them. 


Am I wrong in saying that NY will play international games? 
Thanks 


Sean D. Evans 


—-MESSAGE FILE 16657 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000239 


——MESSAGE FILE 16658 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000240 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Mon, 05 Jan 1998 19:46:20 -0600 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <34B18CEC.678E069B@ix.netcom.com> 

References: <68s0ej$vi3@scea> 

NNTP-Posting-Host: dgr-il2-01.ix.netcom.com 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Sean D. Evans wrote: 


> I thought the Net Yaroze was supposed to be able to play all 

> PlayStation 

> games. A friend of mine has some Japanese games and he brought them 
> over 

> for me to see but my Net Yaroze sees them as Music CD's only. It 

> won't play 

> them. 

> 

> Am I wrong in saying that NY will play international games? 


The Japanese games you tried to play were probably pirated CDs. There's 
no other explanation because the Net Yaroze certainly plays Japanese 
games. Ever since I recieved my Net Yaroze, I've been playing the 
latest Japanese games via numerous import companies. 


Manny Najera 


—--MESSAGE FILE 16658 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000240 


——MESSAGE FILE 16659 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000241 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Mon, 05 Jan 1998 18:06:30 -0800 

Organization: Playstation R&D 

Lines: 31 

Message-ID: <34B191A6.3107@playstation.sony.com> 

References: <68s0ejS$vi3@scea> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Sean, 


A Yaroze will indeed play any game without regard to it's territorial 
lockout so it should have worked. Are you certain the CD's were not 
CDR's or pirate silver CD's (commonly called HK's) that you were trying? 


If the CD surface was not black, it will not boot on a Yaroze. The 
Yaroze still checks for a valid ECC header or "wiz" code that all 
authorized PlayStation CD's have. The only PlayStation's that do not 
check for all codes (that Sony sells) are the professional blue or green 
debug units. 


Best Regards, 


Jerry Jessop 
SCEA Hardware Engineer 


Sean D. Evans wrote: 


I thought the Net Yaroze was supposed to be able to play all PlayStation 
games. A friend of mine has some Japanese games and he brought them over 
for me to see but my Net Yaroze sees them as Music CD's only. It won't play 
them. 


Am I wrong in saying that NY will play international games? 


VVVVVVV VV 


Thanks 
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> 
> Sean D. Evans 
—-MESSAGE FILE 16659 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000241 


—-MESSAGE FILE 16660 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000242 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Tue, 06 Jan 1998 03:41:44 GMT 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <34b1a770.938642@news.scea.sony.com> 

References: <68s0ej$vi3@scea> <34B191A6.3107@playstation.sony.com> 
NNTP-Posting-Host: ip73.ts9.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I have also played japanese games fine on my yaroze also what is 
different in the green one? Is that the new version that the SCEA guy 
was takling about in NextGen?? Also if anyone from SCEA reads this if 
you do ever make a playstation 2 or whatever (lets just say a new 
model machine) I really hope you do keep them blue or even better make 
the yaroze's blue cause ya know thats a cool color <GRIN> 


On Mon, 05 Jan 1998 18:06:30 -0800, Jerry Jessop 
<Jerry_Jessop@playstation.sony.com> wrote: 


>Sean, 

> 

>A Yaroze will indeed play any game without regard to it's territorial 
>lockout so it should have worked. Are you certain the CD's were not 
>CDR's or pirate silver CD's (commonly called HK's) that you were trying? 
> 

>If the CD surface was not black, it will not boot on a Yaroze. The 
>Yaroze still checks for a valid ECC header or "wiz" code that all 
>authorized PlayStation CD's have. The only PlayStation's that do not 
>check for all codes (that Sony sells) are the professional blue or green 
>debug units. 

> 

>Best Regards, 

> 
>Jerry Jessop 

>SCEA Hardware Engineer 
> 
> 
> 
>Sean D. Evans wrote: 

>> 

>> I thought the Net Yaroze was supposed to be able to play all PlayStation 

>> games. A friend of mine has some Japanese games and he brought them over 

>> for me to see but my Net Yaroze sees them as Music CD's only. It won't play 
>> them. 

>> 

>> Am I wrong in saying that NY will play international games? 

>> 

>> Thanks 

>> 

>> Sean D. Evans 


—-MESSAGE FILE 16660 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000242 


—-MESSAGE FILE 16661 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000243 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 06 Jan 1998 03:43:05 GMT 

Organization: SCEA News Server 
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James (~mrfrosty). 
-—-MESSAGE FILE 1757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00460 


—-MESSAGE FILE 1758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000461 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Wed, 11 Mar 1998 17:07:13 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3506C4C1.7C74@writeme.com> 

References: <35044e51.7543054@news.playstation.co.uk> 
NNTP-Posting-Host: at14-022.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 

> Anyway, it's been pretty quiet on here concerning the games, and how 
> many people might be entering, so I just thought I'd say, 'I'm doing 
> one, how about anyone else?' 

I'm going to post the Edge version of 'Snowball Fight' tomorrow. 

At the moment it's for tandem play only, so go find a friend (or hire 


one if you're that way inclined) before you download it. 


Anyone on a last minute bug-hunt might not have time to check out: 
http://www.cris.com/~swoodcoc/youknow. html 


Maybe leave it as light relief for when you've finished, eh? 


Good luck to the merry ship 'Edgel.zip' and all who sail on her! 


James (~mrfrosty). 
—-MESSAGE FILE 1758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00461 


—-MESSAGE FILE 1759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000462 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: Wed, 11 Mar 1998 17:41:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <3506CCE6.7301@127.0.0.1> 

References: <6e5qdr$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


JohnT wrote: 
if (expression) 


// code here 
)չ 


or 


VVVVVVVV 


for (expression) 
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Lines: 2 

Message-ID: <34b3a811.1098914@news.scea.sony.com> 
References: <349f7e07.1146308@news.scea.sony.com> 
NNTP-Posting-Host: ip73.ts9.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well I am back from vacation and still havent heard anything about the 
chat stuff yet. but hopefully we can still get something started. 
——MESSAGE FILE 16661 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000243 


—-MESSAGE FILE 16662 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000244 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 06 Jan 1998 03:48:03 GMT 

Organization: L4 Software 

Lines: 11 

Message-ID: <34b1a948.13677186@205.149.189.29> 

References: <349f7e07.1146308@news.scea.sony.com> <34b3a811.1098914@news.scea.sony.c 
om> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Sounds good to me. Lets start by deciding on a good time to do it. 
Suggestions anyone? 


Mario 


On Tue, 06 Jan 1998 03:43:05 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Well I am back from vacation and still havent heard anything about the 
>chat stuff yet. but hopefully we can still get something started. 


—-MESSAGE FILE 16662 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000244 


—-MESSAGE FILE 16663 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000245 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 06 Jan 1998 03:55:25 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <34b7aae9.1827813@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> 
NNTP-Posting-Host: ip73.ts9.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Fridays are good for me. Also should I write an email directly to SCEA 
about the IRC thing or do they usually read these posts. 
——MESSAGE FILE 16663 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000245 


—-MESSAGE FILE 16664 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000246 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 06 Jan 1998 04:15:05 GMT 

Organization: L4 Software 

Lines: 12 

Message-ID: <34blaf8f.15284552@205.149.189.29> 

References: <349f7e07.1146308@news.scea.sony.com> <34b7aae9.1827813@news.scea.sony.c 
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om> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I'll be talking with them about this very subject before the week is 
out. I'll let everyone know what's decided here. 


Mario 


On Tue, 06 Jan 1998 03:55:25 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Fridays are good for me. Also should I write an email directly to SCEA 
>about the IRC thing or do they usually read these posts. 


11232 


——MESSAGE FILE 16664 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000246 


——MESSAGE FILE 16665 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000247 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Tue, 06 Jan 1998 09:03:11 -0800 

Organization: Playstation R&D 

Lines: 65 

Message-ID: <34B263CF.5A2C@playstation.sony.com> 


References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 


news.scea.sony.com> 

NNTP-Posting-Host: 206.41.6.40 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Michael, 


The "green" debugs vs "blue" debugs have a latter revision GPU that 
takes advantage of a different VRAM configuration than the original 
model. This facilitated some cost savings that are always a priority. A 
few other changes were incorporated into the latter rev GPU but they are 
fairly minimal. 


The "green" debugs more closely represent the actual hardware sold to 
consumers. Unfortunatly there is no real good story to tell here, it was 
driven mainly because the old GPU's were no longer availible. 


And before you ask, the Yaroze hardware (and consumer units) have the 
same GPU and VRAM as in the "green" debugs. 


Jerry 


SCEA Hardware Engineer 


Michael Klucher wrote: 


> 

> I have also played japanese games fine on my yaroze also what is 

> different in the green one? Is that the new version that the SCEA guy 
> was takling about in NextGen?? Also if anyone from SCEA reads this if 
> you do ever make a playstation 2 or whatever (lets just say a new 

> model machine) I really hope you do keep them blue or even better make 
> the yaroze's blue cause ya know thats a cool color <GRIN> 

> 

> On Mon, 05 Jan 1998 18:06:30 -0800, Jerry Jessop 

> <Jerry_Jessop@playstation.sony.com> wrote: 

> 

> >Sean, 

>> 

> 


>A Yaroze will indeed play any game without regard to it's territorial 
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>lockout so it should have worked. Are you certain the CD's were not 

>CDR's or pirate silver CD's (commonly called HK's) that you were trying? 

> 

>If the CD surface was not black, it will not boot on a Yaroze. The 

>Yaroze still checks for a valid ECC header or "wiz" code that all 
>authorized PlayStation CD's have. The only PlayStation's that do not 

>check for all codes (that Sony sells) are the professional blue or green 
>debug units. 

> 

>Best Regards, 

> 

>Jerry Jessop 

>SCEA Hardware Engineer 

> 

> 

> 

>Sean D. Evans wrote: 

>> 

>> I thought the Net Yaroze was supposed to be able to play all PlayStation 
>> games. A friend of mine has some Japanese games and he brought them over 
>> for me to see but my Net Yaroze sees them as Music CD's only. It won't play 
>> them. 

>> 

>> Am I wrong in saying that NY will play international games? 

>> 

>> Thanks 

>> 

>> Sean D. Evans 

—-MESSAGE FILE 16665 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000247 


VVVVVVVVVVVVVVVVVV VV VV VV VV VV 


——MESSAGE FILE 16666 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000248 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 06 Jan 1998 19:27:54 GMT 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <34b2859f.466310@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> 
NNTP-Posting-Host: ip235.ts4.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Cool thanks for all you help in this mario I really appericate it! 
—-MESSAGE FILE 16666 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000248 


—-MESSAGE FILE 16667 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000249 
Path: chuka.playstation.co.uk!news 

From: Scott Barnett <scott@snrc.uow.edu.au> 
Newsgroups: scea.yaroze.freetalk 

Subject: I/O on the Yaroze 

Date: Wed, 07 Jan 1998 08:07:26 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <34B29D0E.5D23@snrc.uow.edu.au> 
NNTP-Posting-Host: babe.snrc.uow.edu.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; SunOS 5.5 sun4c) 


Hi, 


I'm looking for some advice regarding performing I/O using either the 
serial or parallel port on the PlayStation. It doesn't seem that the 
Yaroze libraries support this at all. Can I get sufficient hardware 
info. to make it possible to write my own libraries ? Has anyone 
tried such a thing, and if successful, how ?? 
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Any tips are appreciated, regards 


Scott Barnett - Switched Networks Research Centre - Uni. of Wollongong 
*Email: scott@snrc.uow.edu.au "Քհ: +61 42 21 4984 *Fax: +61 42 21 3236 
All opinions expressed above... blah blah blah ... yak yak yak........ 


Fast, Cheap, Good: Choose any two. 


—-MESSAGE FILE 16667 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000249 


—-MESSAGE FILE 16668 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000250 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Tue, 06 Jan 1998 12:45:25 -0600 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34B27BC4.BBB66BE4@ix.netcom. com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> 

NNTP-Posting-Host: dgr-il9-23.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


By the way, how much would a blue PlayStation cost? 
Manny Najera 


——MESSAGE FILE 16668 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000250 


——MESSAGE FILE 16669 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000251 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Wed, 07 Jan 1998 17:37:54 -0800 

Organization: Playstation R&D 

Lines: 13 

Message-ID: <34B42DF2.33AB@playstation.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


I'm not certain I can give out that information : ( 
It's fair to say their expensive, but not as overpriced as some people 


report. They are only availible to registered professional developers in 
any case. 


Jerry 

Manny Najera wrote: 

> 

> By the way, how much would a blue PlayStation cost? 
> 


> Manny Najera 
——MESSAGE FILE 16669 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000251 


——MESSAGE FILE 16670 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000252 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze 

Date: Wed, 07 Jan 1998 17:46:50 -0800 

Organization: Playstation R&D 

Lines: 32 

Message-ID: <34B4300A.3DD5@playstation.sony.com> 
References: <34B29D0E.5D23@snrc.uow.edu.au> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Scott Barnett wrote: 
Scott, 


It's my understanding that the Yaroze libraries do not include any 
support for serial or parallel I/O. 


There is nothing hardware wise that would prevent you from using either. 
How much info we could release is another matter, probably very little. 


Jerry Jessop 
SCEA Hardware Engineer 


Hi, 


I'm looking for some advice regarding performing I/O using either the 
serial or parallel port on the PlayStation. It doesn't seem that the 
Yaroze libraries support this at all. Can I get sufficient hardware 
info. to make it possible to write my own libraries ? Has anyone 
tried such a thing, and if successful, how ?? 


Any tips are appreciated, regards 


Scott Barnett - Switched Networks Research Centre - Uni. of Wollongong 
*Email: scott@snrc.uow.edu.au "Քհ: +61 42 21 4984 *Fax: +61 42 21 3236 
All opinions expressed above... blah blah blah ... yak yak yak........ 


Fast, Cheap, Good: Choose any two. 


VVVVVVVVVVVVV VV VV 
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——MESSAGE FILE 16670 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000252 


—-MESSAGE FILE 16671 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000253 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 02:23:54 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <34b43705.337554@news.scea.sony.com> 


References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 


m.com> <34B42DF2.33AB@playstation.sony.com> 
NNTP-Posting-Host: ipl3.ts7.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Umm I have a question and I dont mean to sound rude so please dont 
take it that way,but why does it seem that everyting is so tight 
lipped at sony? I can uderstand about like not commenting about new 
products and stuff? I also wanted to know how much it's costs but I 
understand if you cant say anything. but like I said I just wondered 
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why they dont give out things like that (I would think that it would 
be a good thing that word would get around about how it's affordable). 
Is that why you fill out that form and stuff on the SCEA web site does 
like some from sony contact you and explain stuff (Not that I would do 
that but I am guessing this is why). But thanks for hearing me out. 


On Wed, 07 Jan 1998 17:37:54 -0800, Jerry Jessop 
<Jerry_Jessop@playstation.sony.com> wrote: 


>I'm not certain I can give out that information : ( 

> 

>It's fair to say their expensive, but not as overpriced as some people 
>report. They are only availible to registered professional developers in 
>any case. 

> 

>Jerry 

> 

>Manny Najera wrote: 

>> 

>> By the way, how much would a blue PlayStation cost? 

>> 

>> Manny Najera 


—-MESSAGE FILE 16671 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000253 


--MESSAGE FILE 16672 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000254 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze 

Date: Wed, 07 Jan 1998 18:36:14 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <34B43B9E.4585@concentric.net> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts009d19.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


But we're given the "ioctl()" routine which performs many serial I/O 
functions. Mark Jawad and myself have been trying to get some sort 

of Yaroze/PC communications program going to no avail. The header file 
for "ioctl()" isn't very helpful and the green reference manual doesn't 
say much either. 


I assume since we're given that function then we should be able to use 
it. As such it would cool if we could get questions answered about 
serial I/O. 


Scott 


Jerry Jessop wrote: 
Scott, 


It's my understanding that the Yaroze libraries do not include any 
support for serial or parallel I/O. 


There is nothing hardware wise that would prevent you from using either. 
How much info we could release is another matter, probably very little. 


Jerry Jessop 
SCEA Hardware Engineer 
—-MESSAGE FILE 16672 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000254 


VVVVVVVV VV 


—-MESSAGE FILE 16673 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000255 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: New files: SwitchEm.zip and doteater.zip 
Date: 8 Jan 1998 04:53:28 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <0Olbdlc0b$a9cacc60$1454eccd@nsantos> 
References: <34A6B892.3124@charlie.cns.iit.edu> 
NNTP-Posting-Host: ppp-annex-0210.tor.total.net 
X-Newsreader: Microsoft Internet News 4.70.1160 


Hi Ed, 


I would just like to say that I am impressed with the quantity of material 
you are releasing for the Yaroze! Keep it up! 


I just visited your page today as a matter of fact and downloaded and tried 
all of your games. I love it when I see people actually getting into this. 
Don't slow down!! 


C Ya. 

Nelson Santos 

Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in article 
<34A6B892.3124@charlie.cns.iit.edu>... 


> If you have not checked out my web page lately, you might want 
to have a look. 


I've uploaded some stuff. Most recently, a 3D version of the game 
"Lights Out(tm)", or "Merlin(tm) Magic Square", which are loosly 
based on the classic "Life" computer program. A few days ago, 

a "PacMan(tm)" like game. 


Happy Holidays! 
Ed Federmeyer 
http: //www.scea.sony.com/net/yaroze/pages/efedermeyer.html 


VVVVVVVVV VV 


--MESSAGE FILE 16673 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000255 


—-MESSAGE FILE 16674 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000256 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 01:59:17 GMT 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <34b431d8.47153261@news.scea.sony.com> 

References: <68s0ejSvi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> 
NNTP-Posting-Host: client-119-26.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Oh well, it is just a rumor I heard, but I heard $20,000. We all 
know how valuable rumors are, don't we? You're paying for the 
libraries and the professional support anyway, the development kits 
don't seem to be any different than our grey units. 

Matt 


On Thu, 08 Jan 1998 02:23:54 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Umm I have a question and I dont mean to sound rude so please dont 
>take it that way,but why does it seem that everyting is so tight 
>lipped at sony? I can uderstand about like not commenting about new 
>products and stuff? I also wanted to know how much it's costs but I 
>understand if you cant say anything. but like I said I just wondered 
>why they dont give out things like that (I would think that it would 
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>be a good thing that word would get around about how it's affordable). 
>Is that why you fill out that form and stuff on the SCEA web site does 
>like some from sony contact you and explain stuff (Not that I would do 
>that but I am guessing this is why). But thanks for hearing me out. 

> 

>On Wed, 07 Jan 1998 17:37:54 -0800, Jerry Jessop 
><Jerry_Jessop@playstation.sony.com> wrote: 

> 

>>I'm not certain I can give out that information : ( 

>> 

>>It's fair to say their expensive, but not as overpriced as some people 
>>report. They are only availible to registered professional developers in 
>>any case. 

>> 

>>Jerry 

>> 

>>Manny Najera wrote: 

>>> 

>>> By the way, how much would a blue PlayStation cost? 

>>> 

>>> Manny Najera 

> 


--MESSAGE FILE 16674 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000256 


--MESSAGE FILE 16675 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000257 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze 

Date: Thu, 08 Jan 1998 11:47:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <34b4b8ca.1757210@www-s.playstation.co.uk> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> <34 
B43B9E.4585@concentric.net> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 07 Jan 1998 18:36:14 -0800, Scott Cartier 
<dsyaroze@concentric.net> wrote: 

>But we're given the "ioctl()" routine which performs many serial I/O 
>functions. Mark Jawad and myself have been trying to get some sort 

>of Yaroze/PC communications program going to no avail. The header file 
>for "1օՇԵ1()" isn't very helpful and the green reference manual doesn't 
>say much either. 


The 11b40 manual says that peripheral devices should document 
themselves so you can use ioctl to control them. Not altogether 
useful, but not surprising. 


>I assume since we're given that function then we should be able to use 
>it. As such it would cool if we could get questions answered about 
>serial I/O. 


The Sony engineers who created the Yaroze libs probably had a 
different assumption, namely that it would've been potentially 
dangerous to meddle too much with the header files just for the 
purposes of cleanliness. 


- Gil 
—-MESSAGE FILE 16675 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000257 


——MESSAGE FILE 16676 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000258 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 11:51:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <34b4bd0c.2847300@www-s.playstation.co.uk> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 08 Jan 1998 01:59:17 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 

> Oh well, it is just a rumor I heard, but I heard $20,000. We all 
>know how valuable rumors are, don't we? You're paying for the 
>libraries and the professional support anyway, the development kits 
>don't seem to be any different than our grey units. 


Have a word squire! The pro devkit is significantly better :) You get 
a more powerful assembler/linker/debugger. In Windows. And the 
download speed is much faster. And you can emulate CD access from hard 
disk. And it's still the GNU compiler, but you can use C++. If you're 
mad. 


"Don't seem to be any different", huh! (exits in tears) 


- Gil 
——MESSAGE FILE 16676 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000258 


—-MESSAGE FILE 16677 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000259 
Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze 

Date: 8 Jan 1998 11:51:03 GMT 

Organization: Intelligent Research Ltd 

Lines: 20 

Message-ID: <Olbdlc2c$c8c90d40S 6c0b0a0a@newcastle.twowaytv.co.uk> 
References: <34B29D0E.5D23@snrc.uow.edu.au> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Scott Barnett <scott@snrc.uow.edu.au> wrote in article 
<34B29D0E.5D23@snrc.uow.edu.au>... 


> Hi, 

> 

> I'm looking for some advice regarding performing I/O using either the 
> serial or parallel port on the PlayStation. It doesn't seem that the 
> Yaroze libraries support this at all. Can I get sufficient hardware 
> info. to make it possible to write my own libraries ? Has anyone 

> tried such a thing, and if successful, how ?? 

> 

> Any tips are appreciated, regards 


You can get some code to use the parallel port for comms from my WWW site 
(europe). There's also a PC side fileserver program.... 


Only works if you have an Action Replay / Game Shark + PC comms link card. 


Craig Graham. 
——MESSAGE FILE 16677 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000259 


—-MESSAGE FILE 16678 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000260 
Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: 8 Jan 1998 11:56:20 GMT 

Organization: Intelligent Research Ltd 

Lines: 15 

Message-ID: <01lbd1c2d$85847b40S6c0b0a0a@newcastle.twowaytv.co.uk> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 


Net Yaroze newsgroups message dump.txt Page 11240 


news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<34b431d8.47153261@news.scea.sony.com>... 


> 

> Oh well, it is just a rumor I heard, but I heard $20,000. We all 
> know how valuable rumors are, don't we? You're paying for the 

> libraries and the professional support anyway, the development kits 
> don't seem to be any different than our grey units. 

> Matt 

> 


Debug Playstation isn't the same as the expensive dev kit you're thinging 
of. You don't use a Debug Station for development, you use it for play 
testing. 


Craig. 
—-MESSAGE FILE 16678 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000260 


--MESSAGE FILE 16679 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000261 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 09:19:40 -0800 

Organization: Playstation R&D 

Lines: 50 

Message-ID: <34B50AAC. 6FE8@playstation.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Fair question Michael. I'll give you my personal feelings on the matter. 


If I were to just throw out a price it really could cause many problems, 
and not just for me. I'm not certain that some developers have not been 
given certain "discounts" and so would rather just keep the information 
less specific. The professional tools are rather extensive and many 
hardware variations exist. Don't forget that this price also includes a 
very extensive support team that factors into their costs. As the price 
of a blue debug unit is really not relavent to the Yaroze user, it just 
makes more sense to say what I did and not give specifics that could be 
wrong or misinterpreted. 


And no a blue debug does not even come close to costing $20,000 :) 


In all honesty Sony has been much more open than any other console 
manufacturer by leaps and bounds...... or we would not be having this 
discussion. I wish we were a little more open with hardware information 
but then all hardware guys would say that. 


Jerry 


Michael Klucher wrote: 

> 

Umm I have a question and I dont mean to sound rude so please dont 
take it that way,but why does it seem that everyting is so tight 
lipped at sony? I can uderstand about like not commenting about new 
products and stuff? I also wanted to know how much it's costs but I 
understand if you cant say anything. but like I said I just wondered 
why they dont give out things like that (I would think that it would 
be a good thing that word would get around about how it's affordable). 
Is that why you fill out that form and stuff on the SCEA web site does 


VVVVVVVV 
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{ 
// Code here 


)չ 


Both are technically wrong as all closing braces ( } ) should not have a 
semicolon after them. 


V V V V V V 


i) 

r 

I don't think it is technically wrong, all that is being done is that a 
null 

statement is added after the braces, and this is syntactically okay. 


> Some compilers let this slip whilst others are strict 

> about it. 

a working compiler won't complain.. you may get a warning, as the empty 
statement 

could be generated by a duff macro: 


#define POP (x) 
if (this) 

7 blah 
opens 


will produce the same stuff 


if a compiler refuses to compile your code because of a semicolon after 
a closing brace then it is at fault. 


So while being technically correct, I admit it does look odd, silly even 
and I also suggest getting out of the habit, because you never know when 
a compiler 

will start complaining... 


:) 


PS, I get to play with broken compilers for a living, you wouldn't 
believe how bad they can get... off topic consider this 


void foo (void) 


{ 
int x, y, tmp; 


// some code 


tmp = x; 
x = y; 
y = tmp; 


// more stuff 


} 


I've had compilers _optimise_ out the variable 'tmp' before :$ so it 
didn't do what it was supposed to. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
SE Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00462 


—-MESSAGE FILE 1760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000463 
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> like some from sony contact you and explain stuff (Not that I would do 
> that but I am guessing this is why). But thanks for hearing me out. 

> 

> On Wed, 07 Jan 1998 17:37:54 -0800, Jerry Jessop 

> <Jerry_Jessop@playstation.sony.com> wrote: 

> 

> >I'm not certain I can give out that information : ( 

>> 

> >It's fair to say their expensive, but not as overpriced as some people 
> >report. They are only availible to registered professional developers in 
> >any case. 

>> 

> >Jerry 

>> 

> >Manny Najera wrote: 

> >> 

> >> By the way, how much would a blue PlayStation cost? 

> >> 

> 


>> Manny Najera 
——MESSAGE FILE 16679 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000261 


——MESSAGE FILE 16680 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000262 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze 

Date: Thu, 08 Jan 1998 09:28:08 -0800 

Organization: Playstation R&D 

Lines: 32 

Message-ID: <34B50CA8.88D@playstation.sony.com> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> <34 
B43B9E.4585@concentric.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


I'm not a Yaroze coder but I might suggest you check out the "floating 
worlds" members page. It appears that they have some pretty cool serial 
stuff going. 


Jerry 


Scott Cartier wrote: 


But we're given the "ioctl()" routine which performs many serial I/O 
functions. Mark Jawad and myself have been trying to get some sort 

of Yaroze/PC communications program going to no avail. The header file 
for "ioctl()" isn't very helpful and the green reference manual doesn't 
say much either. 


I assume since we're given that function then we should be able to use 
it. As such it would cool if we could get questions answered about 
serial I/O. 


Scott 


Jerry Jessop wrote: 
Scott, 


It's my understanding that the Yaroze libraries do not include any 
support for serial or parallel I/O. 


There is nothing hardware wise that would prevent you from using either. 
How much info we could release is another matter, probably very little. 


VVVVVVVV V 


Jerry Jessop 
> SCEA Hardware Engineer 
—-MESSAGE FILE 16680 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000262 


VVVVVVVVVVVVVV VV VV VV VV VV 
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—-MESSAGE FILE 16681 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000263 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 13:27:36 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34b4d32e.27475681@news.scea.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> <34b4bd0c.2847300@www-s.playstation.co.uk> 
NNTP-Posting-Host: client-119-76.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


L:ighten up Gil! I was referring to the hardware, every difference 
you listed is a software difference. And if we didn't need the boot 
disc in the Yaroze, we would be able to read off of a CD-rom with the 
proper library functions. 

Geez, I wonder why more beginners don't participate in the 
newsgroups? Like I said, it was a RUMOR! 

I can't wait for you to shed more tears and inform me of some 
obscure difference in the hardware achitecture... 

Matt 


On Thu, 08 Jan 1998 11:51:33 GMT, gil@snsys.com (Gil Jaysmith) wrote: 


>On Thu, 08 Jan 1998 01:59:17 GMT, matth@bellatlantic.net (Matthew 
>Hulett) wrote: 

>> Oh well, it is just a rumor I heard, but I heard $20,000. We all 
>>know how valuable rumors are, don't we? You're paying for the 
>>libraries and the professional support anyway, the development kits 
>>don't seem to be any different than our grey units. 

> 

>Have a word squire! The pro devkit is significantly better :) You get 
>a more powerful assembler/linker/debugger. In Windows. And the 
>download speed is much faster. And you can emulate CD access from hard 
>disk. And it's still the GNU compiler, but you can use C++. If you're 
>mad. 


> 

>"Don't seem to be any different", huh! (exits in tears) 
> 

>- Gil 


—-MESSAGE FILE 16681 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000263 


——MESSAGE FILE 16682 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000264 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 13:37:45 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <34b4d5d9.28158169@news.scea.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> <01lbd1c2d$85847b40S6c0b0a0a@newcastle.twowaytv.c 
o.uk> 

NNTP-Posting-Host: client-119-76.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Sorry, I think most newbies believe the blue unit is the 
professional kit, now I know better, I think the professional kit 
is what Micheal was curious about. 

Oh, and by the way, for anyone in tears, I realize the pro kit has 
8 MB of Ram. And if I am wrong, oh well, cry your unhumble heart out. 
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>Matthew Hulett <matth@bellatlantic.net> wrote in article 
><34b431d8.47153261@news.scea.sony.com>... 

>> 
>> Oh well, it is just a rumor I heard, but I heard $20,000. We all 

>> know how valuable rumors are, don't we? You're paying for the 

>> libraries and the professional support anyway, the development kits 

>> don't seem to be any different than our grey units. 

>> Matt 

>> 

> 

>Debug Playstation isn't the same as the expensive dev kit you're thinging 
>of. You don't use a Debug Station for development, you use it for play 
>testing. 

> 

>Craig. 


—-MESSAGE FILE 16682 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000264 


—-MESSAGE FILE 16683 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000265 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 15:38:45 -0600 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <34B54764.A8859403@ix.netcom.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> 

NNTP-Posting-Host: dgr-ill-03.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Jerry Jessop wrote: 

I'm not certain I can give out that information : ( 

It's fair to say their expensive, but not as overpriced as some people 
report. They are only availible to registered professional developers 


ւո 
any case. 


VV V V V V V 


What exactly is a registered professional developer? Here's my story: 


I spent most of my natural life hoarding money, in the hopes that I was 
going to purchase my own car one day. Now that I can actually afford a 
car (a REAL car), I'm going to college, where it would be grossly 
impractical to have one. So, now I've got all this cash, and nothing to 
spend it on. 


Would a "regular Joe", like me, be able to purchase a full-blown 
development kit? I don't think I would have too much trouble convicing 
other CS majors to help me make a real PlayStation game. 


Manny Najera 


——MESSAGE FILE 16683 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000265 


——MESSAGE FILE 16684 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000266 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 13:55:08 -0800 

Organization: Playstation R&D 

Lines: 36 
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Message-ID: <34B54B3C.61B3@playstation.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34B54764.A8859403@ix.netcom. com> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Manny, 

My reference was along the lines of a software development company and 
SCEA's approval. Many factors effect the approval process, game idea, 
signed non-disclosure forms..... etc. It's not just a matter of showing 
up at the door with lot's of $$$$$. As it is not my area of expertise 
that's all I can say, and maybe I should not have said that :) 


Jerry 


Manny Najera wrote: 

Jerry Jessop wrote: 

I'm not certain I can give out that information : ( 

It's fair to say their expensive, but not as overpriced as some people 
report. They are only availible to registered professional developers 


ւո 
any case. 


VV V V V V V 


What exactly is a registered professional developer? Here's my story: 


I spent most of my natural life hoarding money, in the hopes that I was 
going to purchase my own car one day. Now that I can actually afford a 
car (a REAL car), I'm going to college, where it would be grossly 
impractical to have one. So, now I've got all this cash, and nothing to 
spend it on. 


Would a "regular Joe", like me, be able to purchase a full-blown 
development kit? I don't think I would have too much trouble convicing 
other CS majors to help me make a real PlayStation game. 


VVVVVVVVVVVVVV VV VV VV VV VV 


Manny Najera 
—-MESSAGE FILE 16684 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000266 


—-MESSAGE FILE 16685 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000267 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Thu, 08 Jan 1998 14:04:43 -0800 

Organization: Playstation R&D 

Lines: 36 

Message-ID: <34B54D7B.B2C@playstation.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> <01bd1c2d$85847b40S6c0b0a0a@newcastle.twowaytv.c 
o.uk> <34b4d5d9.28158169@news.scea.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Matthew Hulett wrote: 

> 

> Sorry, I think most newbies believe the blue unit is the 

> professional kit, now I know better, I think the professional kit 
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> is what Micheal was curious about. 

> Oh, and by the way, for anyone in tears, I realize the pro kit has 
> 8 MB of Ram. And if I am wrong, oh well, cry your unhumble heart out. 
> 

The PC based boards that are typically used in the professional 
development community have 8 meg. The "blue debug" units have 2 meg the 


same as a Yaroze or consumer unit. A number of different PC based 
hardware tools exist so it's easy for people to confuse them sometimes. 


As this is Yaroze freetalk, I would like to steer away from discussing 
the developers hardware if it can be avoided :) 


Jerry 

> >Matthew Hulett <matth@bellatlantic.net> wrote in article 

> ><34b431d8.47153261@news.scea.sony.com>... 

> >> 

> >> Oh well, it is just a rumor I heard, but I heard $20,000. We all 
> >> know how valuable rumors are, don't we? You're paying for the 

> >> libraries and the professional support anyway, the development kits 
> >> don't seem to be any different than our grey units. 

> >> Matt 

> >> 

>> 

> >Debug Playstation isn't the same as the expensive dev kit you're thinging 
> >of. You don't use a Debug Station for development, you use it for play 
> >testing. 

>> 

> >Craig. 


—-MESSAGE FILE 16685 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000267 


—-MESSAGE FILE 16686 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000268 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Questions about E3 

Date: Thu, 08 Jan 1998 17:47:35 GMT 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <34b50£9c.5445041@news.scea.sony.com> 

References: <348d756e.849040@news.scea.sony.com> <34a14207.454387@news.scea.sony.com 
> <3366472f.2173924@news.scea.sony.com> 

NNTP-Posting-Host: client-119-118.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello again everyone, 

Y'know, I wasn't going to say a thing, but that is lame advice 
Jason. If I were a professional who paid all the dues to achieve a 
certain status, I would not appreciate a bunch of laypeople and 
hobbyists crashing my party through deception. If they did not care, 
they would allow everyone in. I suppose they rely on people's sense of 
honesty and honor, but if they were to become aware of a significant 
number of people like you, I bet you they would take steps to 
alleviate the problem, and everyone else would end up paying more to 
go to cover the cost of policing the people who just can't be 
satisfied with all the other shows we can legitimitely attend. 

Don't listen Mike, all you have in this life that counts is your 
honor. 

Matt 


On Mon, 29 Dec 1997 20:10:06 GMT, jasonj@mindspring.com (Jason Jones) 
wrote: 
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>Hello, 

> E3 costs about $75 to get in for the three days. Since it was local 
>this year in Atlanta I went. Just go to the registration area and give 
>them a company name. Doesn't matter to them, as long as they get their 
>money. 

> 

>Jason 

> 

>On Wed, 24 Dec 1997 17:13:15 GMT, matth@bellatlantic.net (Matthew 
>Hulett) wrote: 


> 
>> Hello Mike, 
>> Sorry to dissapoint you, but E3 is a business insider event. Now, 


>>maybe Sony might arrange for we Yarozers to go, but I really doubt it 
>>and I would not hold my breath. 

>> But, if you would like to check out some information about next 
>>years event, you can go to: 

>>http://www.e3expo.com/ 

>>I think we all wish we could go... 

>> Matt 

>> 

>> 

>>On Mon, 08 Dec 1997 22:34:16 GMT, dajudge@inficad.com (Michael 
>>Klucher) wrote: 

>> 

>>>Hello I hope I am not bothering too many people with all my posts. I 
>>>had some questions about E3 maily the big one is are we allowed to 
>>>attend? and if so does it cost anything? I have always wanted to go to 
>>>this but I was just wondering any help would be appericated thanks a 
>>>buch 

>> 

> 


—-MESSAGE FILE 16686 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000268 


—-MESSAGE FILE 16687 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000269 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: C versus C++ 

Date: Thu, 08 Jan 1998 23:34:09 GMT 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <34b54e3d.9156136@news.scea.sony.com> 
NNTP-Posting-Host: client-119-48.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello everyone, 

I am actually going to try to start a conversation that I think 
will be beneficial to all newbies, like me. Since I have already 
witnessed some headbutting on the topic, I hope to get some 
interesting feedback. 

Well, here I am, six months into my adventure, I had no idea how 
intricate a language C is, that the challenges it presents can 
basically keep you learning for a lifetime. 

Here's my beef: Did anyone miss that string up above between Mike 
Lee and Gil Jaysmith? Unfortunately, for someone like me, it seemed 
most members weren't going near that discussion, but I would really 
like to know your opinions. I have heard a few opinions, and as you 
can imagine, I am left clueless. 

Sure, my plate is full, but I am in this program for 
self-education, with the eventual goal of attaining an entry-level 
position in this field. When Ed Federmeyer wrote me a few weeks back 
about his experiences, he expressed the opinion that companies would 
want an entry-level candidate to know C++, which makes it a 
meaningful issue for all members with a dream. 

I suppose what really gets me curious for your opinions is that Gil 
was defending the language up above, and then he said later on ina 
little reply to me, ".And it's still the GNU compiler, but you can use 
C++. If you're mad." Now, c'mon, you can't have it both ways!!! 

I have encountered a number of statements that C++ is a waste of 
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time, anything you can do in C++, you can do in C. Chris Blackwell 
obviously is a fan of the language. Gil Jaysmith seems to believe 
there are advantages, but you must be mad to use it. Ed Federmeyer 
says you need the skills to land a job. Mike Fulton says it's just 
peachy if you use it properly with well-structured code and libraries. 
Phadip Fatehpuria said in our last auditorium meeting that C is the 
way to go... 1 wonder why I am confused? It's a serious question, if 
I decide this is a language I need to learn, we are talking about a 
minimum six month additional delay to grasp the just the basics before 
I really apply my self to the yaroze beyond my little tinkerings. 

So please, if you could, why should the aspiring developer learn 
or ignore C++? 

Cheers fellow members, 

Matt 


——MESSAGE FILE 16687 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000269 


——MESSAGE FILE 16688 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000270 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Fri, 09 Jan 1998 00:27:20 -0600 

Organization: (no organization) 

Lines: 12 

Message-ID: <34B5C348.286@charlie.cns.iit.edu> 

References: <349f7e07.1146308@news.scea.sony.com> <34b3a811.1098914@news.scea.sony.c 
om> <34b1a948.13677186@205.149.189.29> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Mario Perdue wrote: 

> 

> Sounds good to me. Lets start by deciding on a good time to do it. 
> Suggestions anyone? 


I'd join in fairly often. (Hope that doesn't cause the thing 
to get cancled :-) 


Any day is okay with me generally, Pref Monday-Thursday. After 9:00pm 
central is a good time. 


Ed Federmeyer 
—-MESSAGE FILE 16688 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000270 


——MESSAGE FILE 16689 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000271 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: C versus C++ 

Date: 9 Jan 1998 09:57:10 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 63 

Sender: news@chuka.playstation.co.uk 

Message-ID: <694s9m$S2dh1l@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
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To: news@playstation.co.uk 


Hey there, 


>When Ed Federmeyer wrote me a few weeks back 

>about his experiences, he expressed the opinion that companies would 
>want an entry-level candidate to know C++, which makes it a 
>meaningful issue for all members with a dream. 


depends on what platform you will be programming your game! 


C++ for Win95 because you really don't have a choice...and C for 
console programming such as the PSX........ also what ever the lead 
programmer whats to use! If he chooses ASM well ASM is it..if he chooses 


C++ well he will want someone on his team who knows his C++ stuff...... 
>I have encountered a number of statements that C++ is a waste of 
>time, anything you can do in C++, you can do in C. 

CTSS hs 


>Mike Fulton says it's just peachy if you use it properly with 
well-structured code and libraries. 


have to agree here............ 


>Phadip Fatehpuria said in our last auditorium meeting that C is the way to 
go... 


have to agree here.... 


>I wonder why I am confused? It's a serious question, if 
>I decide this is a language I need to learn, we are talking about a 
>minimum six month additional delay to grasp the just the basics before 


seems like you just want to learn what language is easier to learn..... 
I would recommend learning something like Pascal, then move to some Intel 
asm, 


thënë Off COC reed des yes I know you can't use Pascal or Intel asm of PSX but 
learn it anyway 

and you will pick up and learn C faster then diving into C or Ctt+...... nuff 
said. 


>I really apply my self to the yaroze beyond my little tinkerings. 
> So please, if you could, why should the aspiring developer learn 
>or ignore C++? 


C++ is mainly for database programming and C is better for game 
programming...... 


Latah.. 


George - SCEE Dev Support 


—-MESSAGE FILE 16689 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000271 


—-MESSAGE FILE 16690 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000272 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Fri, 09 Jan 1998 11:14:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
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Message-ID: <34b605bc.478555@www-s.playstation.co.uk> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> <34b4bd0c.2847300@www-s.playstation.co.uk> <34b4 
d32e.27475681@news.scea.sony.com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 08 Jan 1998 13:27:36 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 

> L:ighten up Gil! I was referring to the hardware, every difference 
>you listed is a software difference. And if we didn't need the boot 
>disc in the Yaroze, we would be able to read off of a CD-rom with the 
>proper library functions. 


I was taking the mickey... and like Craig says, the hardware is 
different in that the blue kit is only only for testing. 

You can swap the boot disk out after booting, can't you? It's because 
the MPEG engine is missing that means you can't play good movies. 


> Geez, I wonder why more beginners don't participate in the 
>newsgroups? Like I said, it was a RUMOR! 


Rumours are evil... 


> I can't wait for you to shed more tears and inform me of some 
>obscure difference in the hardware achitecture... 


I'll exert myself thinking of something :) 


- Gil 
—-MESSAGE FILE 16690 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000272 


—-MESSAGE FILE 16691 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000273 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Fri, 09 Jan 1998 11:47:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <34b60720.835391@www-s.playstation.co.uk> 
References: <34b54e3d.9156136@news.scea.sony.com> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 08 Jan 1998 23:34:09 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 

> I suppose what really gets me curious for your opinions is that Gil 
>was defending the language up above, and then he said later on ina 
>little reply to me, ".And it's still the GNU compiler, but you can use 
>C++. If you're mad." Now, c'mon, you can't have it both ways!!! 


LOL! Okay, I'll clarify what I mean. 


First you have to bear in mind that I amn't a Yaroze or PSX programmer 
myself. My perspective is from the SN support and tool-development 

desk, and so I tend to get feedback from the pro developers about the 
various languages and tools, and try to do something helpful about it. 


We write our PC-hosted dev tools in C++, because it aids team 
development and compartmentalised design. We have an IDE coming out 
shortly which is being worked on by eight people. I strongly doubt 
this would be as straightforward as it's proving were it not for C++ - 
or rather, for the concept of classes and interfaces. We could do it 
in Java for that matter. The important thing is that C doesn't have 
any formal mechanisms for making sure your project remains reasonably 
streamlined and cohesive while several programmers are working on 
different modules. You have to work at it. It's possible, and most 
games programmers are familiar enough with C to make it work 
adequately. But C++ simply makes it easier. 
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On the PSX I know of perhaps a dozen companies using C++. The reason 
for much of this use is that PC games are being ported to PSX and the 
language of choice for PC games developed under Windows is C++. 
Microsoft has worked hard making its implementation of C++ fairly 
rigorous, extending it and ignoring the delays of the ANSI committee, 
perhaps causing trouble for itself later on, but nonetheless supplying 
all its customers with a solid C++ compiler now, as opposed to some 
years in the future. 


However, the GNU compiler everyone uses for C++ on PSX is neither as 
stable nor as powerful as VC++. I know it works because there are 
people using it. I also know that there are people using it who don't 
like being made to use it, and who feel there are speed problems which 
are unacceptable in an embedded system. This point of view isn't 
restricted to console programming; there's now something called 
Embedded C++ which attempts to strip out the unimportant bulk of C++ 
to make it more efficient for embedded systems of any kind. 


The argument on here a while ago about C++ boiled down to: is C++ 
*always* inefficient and thus simply the wrong choice, or is the 
slight loss of efficiency worth the gain to developers in making 
projects run smoothly, and in some cases run at all? There are plenty 
of cases of games, applications, whatever, on many chips, being 
designed and half-implemented in C, and then abandoned because the 
program's complexity was running out of control. My view is that C++ 
will help you control this problem, but you need to display due care 
and attention when designing and writing a game in C++, so as not to 
fall prey to the inefficiencies which the compiler will insert for you 
if you let it. If you don't let the compiler make assumptions which 
involve extra temporary variables, lots of class member calls, and 
horrible convolved operations to call virtual functions, then you can 


get C++ code which runs *almost* as fast as C - and will be more 
easily tweaked at points where the C code would become "something we 
don't mess with in case it breaks". (I don't believe in having code 


which "works, but no-one really understands how". It's an offence 
against design and more seriously an offence against common sense; if 
you don't know how it works, how can you be *sure* it works? A million 
examples aren't enough.) 


Some years ago the argument was about the tradeoff between C and 
assembly language. To put it bluntly, assembly language lost: C 
compilers which had been poor were suddenly capable of out-optimising 
human beings. The issue is now whether good C code is ruined when 
rewritten as good C++ code. And I think it'd be difficult at first, 
and perhaps impossible for some people, but that C++ is certainly a 
viable option, and probably the one I'd choose. 


All of which might seem like a longwinded way to explain what is 
probably now obvious, that my comment "if you're mad" was somewhat 
flippant... but I thought you ought to know the background... 


> So please, if you could, why should the aspiring developer learn 
>or ignore C++? 


You should always learn everything, is my opinion. Or at least you 
should learn meta-programming: learning a language in terms of its 
concepts, without stressing yourself out too much about the fact that 
it's specifically 'C++' or 'Java', will mean that other languages can 
be understood that much more readily. The context of a new language 
may help you to see how to implement more efficiently in an old one, 
or make you suddenly understand why a particular language feature is 
regarded as evil by other programmers. (For example, Java is the 
logical conclusion of the argument to remove the C preprocessor.) 


So now you know... 
= Gil 


—-MESSAGE FILE 16691 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000273 


——MESSAGE FILE 16692 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000274 
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Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ICQ numbers 

Date: Wed, 11 Mar 1998 20:21:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


I've always wanted a faster communication mode than these newsgroups, 
just for trivial chat, and comparing just how much caffeine we've 
imbibed these days, so seeing as no-one responded to the #yaroze 
channel on irc, I thought I might put up my icq number, which is - 


9353855 

Anyone who doesn-t know what icq is, 'tis a program that will notify 
you if anyone else you want to keep an eye on comes on to the 
internet. Its fairly cool. For more info, try 


http://www.icq.com 


perhaps if the timing is right, maybe one of you might get the 10 
millionth icq number. wow 


1126 


—-MESSAGE FILE 1760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00463 


-—-MESSAGE FILE 1761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000464 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Wed, 11 Mar 1998 23:08:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <350818e8.8325100@news.playstation.co.uk> 
References: <6e515tSp0pl@emeka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Makes you wonder why uk pad's dont have the shocks? 
If they do or dont blow up, I dont want to find out the hard way or 
I'll be leaving it. :) 


On 11 Mar 1998 09:23:09 -0000, Paul_Holman@Playstation.sony.com wrote: 


> by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id BAA09748 
> for <news@playstation.co.uk>; Wed, 11 Mar 1998 01:27:48 -0800 (PST) 
>From: Paul_Holman@Playstation.sony.com 


>To: news@playstation.co.uk 

> 

>The reported problems are myths, the DUAL SHOCK works 
> with the standard consumer PlayStation model in Japan, 
>which isn't that different from the PAL version. 

> 

>The only problem you'll face is lack of PAL software that 
>supports it. 

> 

>Paul 

> 


/\/\/\/\/\ (0.0) 
Yep Luen (Alan) Yuen 
alan@alanyuen.demon.co.uk 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Fri, 09 Jan 1998 13:21:47 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34b61fe8.37406567@news.scea.sony.com> 
References: <694s9m$2dh1l@emeka.playstation.co.uk> 
NNTP-Posting-Host: client-119-21.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>seems like you just want to learn what language is easier to learn..... 


Well, number one, thank you George and Gil for your replies. 
I hope more of you will add your opinions. 

George, you have a mistaken impression. Obviously, you can not see 
things from my point of view, and where you got that impression is 
beyond me. I got into this program because I love games and AD&D, 
and I want to eventually create games akin to King's Field, or even 
Hexen, a game you all might be more familiar with. Forgive me for 
being a little impatient with the endless practice programs. Besides, 
if I were so inclined, I would blow off the whole notion of C++ 
because I already have a BASIC grasp of C, so there! 

Some of you advanced programmers are too much sometimes... 

I could rant about some of your inflated, bloated, flagellating 

egos, but I guess that would make me a hypocrite. Besides, you all 
seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 
you would wonder why so many beginners steer clear of these groups and 
don't post member websites. 

So sorry, rant over. 

Matt 
——MESSAGE FILE 16692 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000274 


—-MESSAGE FILE 16693 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000275 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Questions about E3 

Date: Fri, 09 Jan 1998 23:30:59 GMT 

Organization: SCEA News Server 

Lines: 71 

Message-ID: <334c1826.28354006@news.scea.sony.com> 

References: <348d756e.849040@news.scea.sony.com> <34a14207.454387@news.scea.sony.com 
> <3366472f.2173924@news.scea.sony.com> <34b50f9c.5445041@news.scea.sony.com> 
NNTP-Posting-Host: socks9d.raleigh.ibm.com 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hello, 

I never said that I got in through deception. I gave them the name 
of the company I work for doing programming. I was remarking on the 
fact that they don't care to check any of the information that you 
give them. I was attempting to explain that E3 has become so 
commercialized they don't really care who attends, as long as they 
show a profit for the event. 


Jason 


On Thu, 08 Jan 1998 17:47:35 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello again everyone, 

> Y'know, I wasn't going to say a thing, but that is lame advice 
>Jason. If I were a professional who paid all the dues to achieve a 
>certain status, I would not appreciate a bunch of laypeople and 
>hobbyists crashing my party through deception. If they did not care, 
>they would allow everyone in. I suppose they rely on people's sense of 
>honesty and honor, but if they were to become aware of a significant 
>number of people like you, I bet you they would take steps to 
>alleviate the problem, and everyone else would end up paying more to 
>go to cover the cost of policing the people who just can't be 
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>satisfied with all the other shows we can legitimitely attend. 

> Don't listen Mike, all you have in this life that counts is your 
>honor. 

Matt 


> 
> 
> 
> 
> 
> 
> 
> 


>On Mon, 29 Dec 1997 20:10:06 GMT, jasonj@mindspring.com (Jason Jones) 
>wrote: 

> 

>>Hello, 

>> E3 costs about $75 to get in for the three days. Since it was local 
>>this year in Atlanta I went. Just go to the registration area and give 
>>them a company name. Doesn't matter to them, as long as they get their 
>>money. 

>> 

>>Jason 

>> 

>>On Wed, 24 Dec 1997 17:13:15 GMT, matth@bellatlantic.net (Matthew 
>>Hulett) wrote: 


>> 
>>> Hello Mike, 
>>> Sorry to dissapoint you, but E3 is a business insider event. Now, 


>>>maybe Sony might arrange for we Yarozers to go, but I really doubt it 
>>>and I would not hold my breath. 

>>> But, if you would like to check out some information about next 
>>>years event, you can go to: 

>>>http://www.e3expo.com/ 

>>>I think we all wish we could go... 

>>> Matt 

>>> 

>>> 

>>>On Mon, 08 Dec 1997 22:34:16 GMT, dajudge@inficad.com (Michael 
>>>Klucher) wrote: 

>>> 

>>>>Hello I hope I am not bothering too many people with all my posts. I 
>>>>had some questions about E3 maily the big one is are we allowed to 
>>>>attend? and if so does it cost anything? I have always wanted to go to 
>>>>this but I was just wondering any help would be appericated thanks a 
>>>>buch 

>>> 

>> 

> 


——MESSAGE FILE 16693 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000275 


—-MESSAGE FILE 16694 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000276 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Questions about E3 

Date: Fri, 09 Jan 1998 19:12:23 GMT 

Organization: SCEA News Server 

Lines: 90 

Message-ID: <34b6729b.58580939@news.scea.sony.com> 

References: <348d756e.849040@news.scea.sony.com> <34a14207.454387@news.scea.sony.com 
> <3366472f.2173924@news.scea.sony.com> <34b50f9c.5445041@news.scea.sony.com> ՀՅՅ46Շ1 
826.28354006@news.scea.sony.com> 

NNTP-Posting-Host: client-119-79.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Why hello again, 

Well, what you say may or may not be true. I find it hard to 
believe that they wouldn't drop the restriction if they don't care. 
Are you one of 'they', or are you just making assumptions about their 
attitudes? If I wrote the organizers and asked them if I could go, 
would they say, "Sure, who cares?" 

Perhaps it is because of people who break the rules to go to E3 
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that Mike Lee received such a chilly reception at the show. I believe 
"mean" was a word he used to describe his experience, in fact he used 
the term three times. 

Whatever, I wouldn't be advising people to engage in deception. 
Perhaps you could advise him to write the show's organizers, explain 
his situation, and ask for permission. From what you say, they would 
probably give it. If I wanted to go, that is what I would do, but I am 
not foolish enough to go to Georgia in the middle of the summer. 


Peace, 
Matt 
>Hello, 
> I never said that I got in through deception. I gave them the name 


>of the company I work for doing programming. I was remarking on the 
>fact that they don't care to check any of the information that you 
>give them. I was attempting to explain that E3 has become so 
>commercialized they don't really care who attends, as long as they 
>show a profit for the event. 

> 

>Jason 

> 

>On Thu, 08 Jan 1998 17:47:35 GMT, matth@bellatlantic.net (Matthew 
>Hulett) wrote: 

> 

>> Hello again everyone, 

>> Y'know, I wasn't going to say a thing, but that is lame advice 
>>Jason. If I were a professional who paid all the dues to achieve a 
>>certain status, I would not appreciate a bunch of laypeople and 
>>hobbyists crashing my party through deception. If they did not care, 
>>they would allow everyone in. I suppose they rely on people's sense of 
>>honesty and honor, but if they were to become aware of a significant 
>>number of people like you, I bet you they would take steps to 
>>alleviate the problem, and everyone else would end up paying more to 
>>go to cover the cost of policing the people who just can't be 
>>satisfied with all the other shows we can legitimitely attend. 

>> Don't listen Mike, all you have in this life that counts is your 
>>honor. 

>> Matt 

>> 

>> 

>> 

>> 

>> 

>> 

>> 

>>On Mon, 29 Dec 1997 20:10:06 GMT, jasonj@mindspring.com (Jason Jones) 
>>wrote: 


>> 
>>>Hello, 
>>> E3 costs about $75 to get in for the three days. Since it was local 


>>>this year in Atlanta I went. Just go to the registration area and give 
>>>them a company name. Doesn't matter to them, as long as they get their 
>>>money. 

>>> 

>>>Jason 

>>> 

>>>On Wed, 24 Dec 1997 17:13:15 GMT, matth@bellatlantic.net (Matthew 
>>>Hulett) wrote: 


>>> 
>>>> Hello Mike, 
>>>> Sorry to dissapoint you, but E3 is a business insider event. Now, 


>>>>maybe Sony might arrange for we Yarozers to go, but I really doubt it 
>>>>and I would not hold my breath. 

>>>> But, if you would like to check out some information about next 
>>>>years event, you can go to: 

>>>>http://www.e3expo.com/ 

>>>>I think we all wish we could go... 

>>>> Matt 

>>>> 

>>>> 

>>>>On Mon, 08 Dec 1997 22:34:16 GMT, dajudge@inficad.com (Michael 
>>>>Klucher) wrote: 

>>>> 
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>>>>>Hello I hope I am not bothering too many people with all my posts. I 
>>>>>had some questions about E3 maily the big one is are we allowed to 
>>>>>attend? and if so does it cost anything? I have always wanted to go to 
>>>>>this but I was just wondering any help would be appericated thanks a 
>>>>>buch 

>>>> 

>>> 

>> 

> 


——MESSAGE FILE 16694 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000276 


—-MESSAGE FILE 16695 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000277 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze 

Date: Fri, 09 Jan 1998 23:03:20 -0600 

Organization: The Implementor 

Lines: 25 

Message-ID: <34B70118.2D76@ix.netcom. com> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> <34 
B43B9E.4585@concentric.net> <34B50CA8.88D@playstation.sony.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 


Quoth Jerry Jessop: 
> I'm not a Yaroze coder but I might suggest you check out the 
> "floating worlds" members page. It appears that they have some 
> pretty cool serial stuff going. 


լ Shameless self-promotion as well as useful info follows ;) | 
The URL is http://www.scea.sony.com/net/yaroze/pages/jblack. html 
What I have on the page is a program for Win32 systems that lets 
you access the Yaroze as a TCP/IP socket, and allows two Yarozes 
to be linked over the Internet (i.e., via dial-up networking) or 
over a TCP/IP LAN. 
I haven't updated the page lately, but the only thing regarding 

PSXsock that is now out of date is the suggestion that commercial 

link-up games such as WipeOut XL might work over PSXsock. After 

some testing, I have unfortunately found that these games do not 

seem to use the serial connection in the same fashion as the 

Yaroze libraries do, and this will not work. 

It would be truly useful to know how to access the SIO port 

directly, as the Yaroze libraries are not particularly swift at 

times. This would also allow non-blocking polling of the port, 

etc.; if anyone has figured out how to do this (or if Sony might 

be persuaded to release some info regarding this), let me know 

(or better yet, post it here or in the .hardware group so that 

everyone can work on this underused but potentially very 

interesting area of PSX development). 

-—-MESSAGE FILE 16695 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000277 


—-MESSAGE FILE 16696 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000278 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk, scee.yaroze.freetalk.english 

Subject: How best to exploit this thing-a-ma-jig?! 

Date: Sun, 11 Jan 1998 03:05:49 -0500 

Organization: SCEA News Server 

Lines: 60 

Message-ID: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ott-pm4-21.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:184 scee.yaroze.pr 
ogramming.3d_graphics:426 scea.yaroze.freetalk:278 scee.yaroze.freetalk.english: 288 


First off, hello :) 


This note is part rant, part statement and part question, so please bear 
with me. I hope this should be of interest to just about everyone 
involved in trying to create NY/PSX games. 


Right now, after about 8 months of banging away (off and on) I would 
have to say that I have a rather solid and speedy engine for a l1st/3rd 
person, 3D game. The one problem that has been bugging me from day one, 
that has yet to be solved is the flaky renderer in the PS. With its 
affine texture mapping and z-sorting/painters algorithm approach, it 
cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 
detail-type modelling and outright clipping of near faces, none of which 
have produced very reasonable results. 


The question I am left with is this... 

"Commercial products work with this same renderer, so how do they get 
away with it?" 

Is the answer just to make models with more/smaller polygons and handle 
the level of detail better (I had hoped to let distance fogging take 
away some of the work, but if the fog is set to anything but black, with 
a black background, it looks horrible)? Just don't let the player 
camera go anywhere near the walls of the model and hope it all looks Ok? 


Maybe the answer is in the geometry engine... currently I am using a 
region/portal approach with subdivision turned on for the local region 
and less for adjacent regions, but the problems don't go away 
(admittedly, I am lacking a good model to experiment with... ie 
something that takes full advantage of the benefits of this approach). 
It has reduced the number of calls to the GsSort... func to a bare 
minimum (one for local region and one for each adj. region... not more 
than a handful in the end). 

Is there a better way? Something that will allow me to better tell what 
will pop in and out because the PS renderer decided that its average 
centre will be off the screen, while in fact the other 50% of it is 
visible... 


My next project for the next few days (big ice storms are great for 
getting time off work :) is to implement a good scanline-based renderer 
(Similar to z-buffering, but more efficient, imho) and see how close I 
can come to real-time performancewhile doing all the work in system 
memory (ie. totally ignoring the PS renderer). I doubt this will work 
out very well, but ya never know. 


Ok, to sum up, my quetsions are these... 

— How do the pros really work around/with the PS renderer 

— How do you work around/with the PS renderer 

- How do you handle the faces in your world and the ...fun... or giving 
them to the PS to draw. 


Oh and while I'm at it... I would like to suggest/ask that if anyone has 
any interesting models/worlds that they want to donate ;) to post the 
files/links to files somewhere... or maybe just mail them to me. Heh. 


Please comment at will, I am hoping this will be a productive/useful 
thread, and if you have any detailed questions feel free to ask :) 


—-MESSAGE FILE 16696 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000278 


—-MESSAGE FILE 16697 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000279 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 14:24:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd1e9d$5786e940S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:185 scee.yaroze.pr 
ogramming.3d_graphics:427 scea.yaroze.freetalk:279 scee.yaroze.freetalk.english:289 


cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 


V V V V 


I think setting the subdivision flags is the way to go. You can look at my 
demo to see how I dealt with the problem (by the way the source code is 
free). 


Roland 
——MESSAGE FILE 16697 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000279 


——MESSAGE FILE 16698 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000280 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 16:45:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbdlea0$1c894240S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> <01bd1e9d$5786e940S77el6dc0@ulthar. 
han.de> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:186 scee.yaroze.pr 
ogramming.3d_graphics:428 scea.yaroze.freetalk:280 scee.yaroze.freetalk.english:290 


If you look exactly at the graphics of games like Gran Turismo, Porsche 
Challenge or Tomb Raider you can see that they set the subdivision flag to 
a high value at the polys near the view point and to a low value to those 
polys far away. 


Roland 
—-MESSAGE FILE 16698 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000280 


——MESSAGE FILE 16699 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000281 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 11 Jan 1998 22:40:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <Olbdlee3$1f£77db40S$8£d449c2@Angelal.intelligent-—group.com> 

References: <694s9m$2dh1l@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> 

NNTP-Posting-Host: 1143.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<34b61fe8.37406567@news.scea.sony.com>... 
> Some of you advanced programmers are too much sometimes... 

I could rant about some of your inflated, bloated, flagellating 

egos, but I guess that would make me a hypocrite. Besides, you all 
seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 
you would wonder why so many beginners steer clear of these groups and 


V V V V 
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> don't post member websites. 

Honestly, some people eh? 

> Matt 


Yaroze wasn't supposed to teach C, C++, or MIPS programming.... 
...it's a great toy though - and in the right hands, a deadly weapon ;) 


Craig. 


—-MESSAGE FILE 16699 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000281 


——MESSAGE FILE 16700 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000282 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 00:35:02 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <34b9636a.174147@news.scea.sony.com> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <0Olbdlee3$1f77db40S8fd449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: client-119-15.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Well, you didn't post your opinion on whether or not learning C++ 
is a worthy effort. Did I ever say I expected Sony to teach me C? 

I knew exactly what I was buying, Sony was very straightforward in 
informing us we should already know C before our purchase. 

You would think I could ask a simple question without the 
mini-lectures. And if you took offense at my comment, that should tell 
you something. 

And please, if anyone else is inclined to add their opinions, 
please pay attention to my question. Where these strange 
interpretations come from is beyond me. 

If you think I am the only member in my position, then you have 
gained a mistaken impression because 80% of people do not post 
in these groups. I am beginning to think they are wiser than me. 

Matt 


>Matthew Hulett <matth@bellatlantic.net> wrote in article 
><34b61fe8.37406567@news.scea.sony.com>... 
>> Some of you advanced programmers are too much sometimes... 

>> I could rant about some of your inflated, bloated, flagellating 

>> egos, but I guess that would make me a hypocrite. Besides, you all 

>> seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 
>> you would wonder why so many beginners steer clear of these groups and 
>> don't post member websites. 


> 

>Honestly, some people eh? 
> 

>> Matt 

> 


>Yaroze wasn't supposed to teach C, C++, or MIPS programming.... 
>...it's a great toy though - and in the right hands, a deadly weapon ;) 
> 

>Craig. 

> 


——MESSAGE FILE 16700 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000282 


—-MESSAGE FILE 16701 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000283 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 01:19:52 GMT 

Organization: SCEA News Server 

Lines: 85 
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Message-ID: <34b9689b.1503826@news.scea.sony.com> 
References: <34b54e3d.9156136@news.scea.sony.com> 
NNTP-Posting-Host: client-119-15.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Doh!, 

O.k., I am going to try to clarify my question so that the 
misinterpretations might be alleviated. Geez, I get all excited 
someone else took the time to express an opinion, and I get nada. 

I want to know if the aspiring game developer should consider it 
worth his time to learn C++. The time I would dedicate to such a 
pursuit would take time away from advancing my C skills and from 
learning my 3D modeler True Space 3. Time is a factor, I will 
evenually fall from my father's grace and be forced to take some 
repulsive retail management-type position. I joined this program 
for self-education after dropping out from The Chubb Institute. 

I did not want to spend my life working with twenty year old 
mainframes and I didn't like spending $9000 to learn Cobol 11. 

I had a good amount of experience with computers back when the 
Atari 800 was around. I already knew Basic before joining this 
program. I just hadn't programmed seriously in ten years. 

So, studying Pascal would be a waste of time. In addition, I am 
learning C with Visual C/C++ by Microsoft. I am already typing in 
in-line assembler from my tutorial programs, unfortunately I can't 
compile and run them because Microsoft dropped support for in-line 
assembler. And before one of you goes off on Microsoft, just drop it. 
I don't have any more money for a better quality program, I have 
already spent over $5000. 

I have a notebook stuffed with about 200 practice programs, and I 
have a basic grasp of C. The next chapter I will be doing is arrays, 
the chapter after that introduces pointers. These are the two major 
gaps in my learning curve that prevent me from fully understanding the 
sample yaroze code I study. Of course, there are many more topics to 
cover, but I can't delve into my books on game programming recomended 
by Sony until I cover those topics throughly. 

So, having been painfully verbose on my situation in an attempt to 
get rid of the Ե.Տ., I repeat the question: Should the aspiring game 
developer consider learning C++ a worthy effort? 

Matt 


> Hello everyone, 

> I am actually going to try to start a conversation that I think 
>will be beneficial to all newbies, like me. Since I have already 
>witnessed some headbutting on the topic, I hope to get some 
>interesting feedback. 

> Well, here I am, six months into my adventure, I had no idea how 
>intricate a language C is, that the challenges it presents can 
>basically keep you learning for a lifetime. 

> Here's my beef: Did anyone miss that string up above between Mike 
>Lee and Gil Jaysmith? Unfortunately, for someone like me, it seemed 
>most members weren't going near that discussion, but I would really 
>like to know your opinions. I have heard a few opinions, and as you 
>can imagine, I am left clueless. 

> Sure, my plate is full, but I am in this program for 
>self-education, with the eventual goal of attaining an entry-level 
>position in this field. When Ed Federmeyer wrote me a few weeks back 
>about his experiences, he expressed the opinion that companies would 
>want an entry-level candidate to know C++, which makes it a 
>meaningful issue for all members with a dream. 

> I suppose what really gets me curious for your opinions is that Gil 
>was defending the language up above, and then he said later on ina 
>little reply to me, ".And it's still the GNU compiler, but you can use 
>C++. If you're mad." Now, c'mon, you can't have it both ways!!! 

> I have encountered a number of statements that C++ is a waste of 
>time, anything you can do in C++, you can do in C. Chris Blackwell 
>obviously is a fan of the language. Gil Jaysmith seems to believe 
>there are advantages, but you must be mad to use it. Ed Federmeyer 
>says you need the skills to land a job. Mike Fulton says it's just 
>peachy if you use it properly with well-structured code and libraries. 
>Phadip Fatehpuria said in our last auditorium meeting that C is the 
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>way to go... I wonder why I am confused? It's a serious question, if 
>I decide this is a language I need to learn, we are talking about a 
>minimum six month additional delay to grasp the just the basics before 
>I really apply my self to the yaroze beyond my little tinkerings. 

> So please, if you could, why should the aspiring developer learn 
>or ignore C++? 

> Cheers fellow members, 

Matt 


> 
> 
> 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 16701 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000283 


——MESSAGE FILE 16702 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000284 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 00:58:54 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <69clhc$4381@scea> 

References: <34b54e3d.9156136@news.scea.sony.com> <34b9689b.1503826@news.scea.sony.c 
om> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Matthew Hulett wrote in message <34b9689b.1503826@news.scea.sony.com>... 
[stuff deleted] 


> So, having been painfully verbose on my situation in an attempt to 
>get rid of the b.s., I repeat the question: Should the aspiring game 
>developer consider learning C++ a worthy effort? 

> Matt 


It's a tricky question. There isn't a really straightforward answer. I 
think a lot of the important points have been covered here, but so much 
depends on your situation and patience. 


If you want an answer: yes, you should learn C++, but probably not quite 
yet. It certainly isn't necessary, and I get the impression that, 
particularly in game programming, there are speed issues it takes skill and 
experience to overcome. It's a skill worth having, definitely, and there 
are conveniences in C++ which make it more pleasant to program; however, it 
seems to me that you want to spend as little time as possible learning how 
to program, and as much as possible programming. 


mike 


--MESSAGE FILE 16702 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000284 


—-MESSAGE FILE 16703 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000285 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 12 Jan 1998 09:19:06 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <0Olbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-—group.com> <34b9636a.174147@new 
s.scea.sony.com> 

NNTP-Posting-Host: 1113.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<34b9636a.174147@news.scea.sony.com>... 

> Well, you didn't post your opinion on whether or not learning C++ 
is a worthy effort. Did I ever say I expected Sony to teach me C? 

I knew exactly what I was buying, Sony was very straightforward in 
informing us we should already know C before our purchase. 

You would think I could ask a simple question without the 
mini-lectures. And if you took offense at my comment, that should tell 
you something. 


VV NV V V V 


Ok, yes I do take some offence at what you're wrighting. I think you're 
looking for a free ride - and there aren't any, so you're blaming the 
people 

who've already put the effort in, learned their language and learned their 
system 

- aparently for having done just that. 


> >> I could rant about some of your inflated, bloated, flagellating 
> >> egos, but I guess that would make me a hypocrite. Besides, you all 
> >> seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 


And comments like that one - well, that's going to encourage people 

to contribute usefully isn't it? Sorry, but that was (in my humble view), a 
daft 
move. How old are you? less than 17, it must be, as my 17 year old 
baby brother thought that it was a childish move.... 


> And please, if anyone else is inclined to add their opinions, 

> please pay attention to my question. Where these strange 

> interpretations come from is beyond me. 

> If you think I am the only member in my position, then you have 
> gained a mistaken impression because 80% of people do not post 

> in these groups. I am beginning to think they are wiser than me. 

> Matt 


If they don't post messages like the one below, then to be honest - they 
are 
wiser than you. 


But, just to show there's no grudges... 


I personally find the overhead's of some standard C++ techniques 
unacceptable 

when performance is the key. If you are writing an adventure where 
object/data 

management is more important than speed, then use C++. For an arcade game 
(on this platform), C is the way to go. I've tried doing some ASM on the 
Playstation 

but it's only worth doing for a few very specific areas (core library 
routines, sorting 


code, etc). Sony takes that same view (the core libgs routines are written 
in ASM, 

with the rest of the libs written in C). 

Craig. 

> 

> >Matthew Hulett <matth@bellatlantic.net> wrote in article 

> ><34b61fe8.37406567@news.scea.sony.com>... 

> >> Some of you advanced programmers are too much sometimes... 

> >> I could rant about some of your inflated, bloated, flagellating 

> >> egos, but I guess that would make me a hypocrite. Besides, you all 
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http://www.playstation.co.uk/~alanyuen/ 
—-MESSAGE FILE 1761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00464 


—-MESSAGE FILE 1762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000465 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze CD colour?!? (Was: Re: Edge Competition) 

Date: Thu, 12 Mar 1998 10:21:00 +1000 

Organization: Cybec Pty. Ltd. 

Lines: 16 

Message-ID: <35072A6C.CACBOO8Beécybec.com.au> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <3506C280.6205@writeme.com> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


James Rutherford wrote: 


> 
> Have you tried using the CodeWarrior CD as a frisbee yet? 
> - It's very satisfying :) 


Speaking of CDs, I have noticed in all the Sony propaganda that the 
Yaroze CD that you put into the console itself is entirely black. The 
one they gave me is green. Pale, sickly, lime green. 


I pull the console out of it's box - oooh, black, with a matt finish! 
And the controllers are entirely black, also with the unique matt 
surface. Cool. Pull out the software - ergh, ugly green. 


Anyway, 


Toby. 
—-MESSAGE FILE 1762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00465 


-—-MESSAGE FILE 1763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000466 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Thu, 12 Mar 1998 10:26:47 +1000 

Organization: Cybec Pty. Ltd. 

Lines: 27 

Message-ID: <35072BC7.2328FC29@cybec.com.au> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Robert Swan wrote: 


I've always wanted a faster communication mode than these newsgroups, 
just for trivial chat, and comparing just how much caffeine we've 
imbibed these days, so seeing as no-one responded to the #yaroze 
channel on irc, I thought I might put up my icq number, which is - 


9353855 


Anyone who doesn-t know what icq is, 'tis a program that will notify 
you if anyone else you want to keep an eye on comes on to the 
internet. Its fairly cool. For more info, try 


VVVVVVVVVVV 
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> >> seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 
> >> you would wonder why so many beginners steer clear of these groups and 
> >> don't post member websites. 

>> 

> >Honestly, some people eh? 

>> 

> >> Matt 

>> 

> >Yaroze wasn't supposed to teach C, C++, or MIPS programming.... 

> >...it's a great toy though - and in the right hands, a deadly weapon ;) 
>> 

> >Craig. 

>> 

> 

> 


——MESSAGE FILE 16703 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000285 


--MESSAGE FILE 16704 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000286 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 12 Jan 1998 09:08:58 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69cmjaS$S7pnl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hey there, 


> So, having been painfully verbose on my situation in an attempt to 
>get rid of the b.s., I repeat the question: Should the aspiring game 
>developer consider learning C++ a worthy effort? 

> Matt 


Console - > ոօ. Win95 -» yes. 


George - SCEE Developer Support 


"this is my personal opinion and not Sony's..blah blah blah... 


--MESSAGE FILE 16704 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000286 


——MESSAGE FILE 16705 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000287 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 05:06:32 GMT 

Organization: SCEA News Server 

Lines: 107 

Message-ID: <34b99f91.2340700@news.scea.sony.com> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: client-119-15.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


To Craig, 
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Whoa, now I am getting a good laugh. You are so angry your spelling 
went to hell in a handbasket. I don't know how I could get a free ride 
even if I wanted one, you are being unreasonable. 

Actually, I have good reason for saying what I did, I don't see 
what my age has to do with the issue. I have seen way too much ego 
flying around these groups, and I know many who will not post. 

I don't like it, and I wish the more advanced members would tone down 
their egos. You are irrational to think I blame advanced members for 
my trials, I enjoy what I am doing. I blame advanced members for 
intimidating the beginners. Don't you wonder why you see the same 
twenty names over and over again? I suppose you just don't care. 

As for what your wee brother thinks of me, that's nice, he didn't 
pay the money to join this program like my friends and I did, and I 
want them to feel free to participate. You would think you could 
express your opinion without relying on your little brothers ideas to 
support you. If that means stepping on a few egos, ooops, I think you 
will survive. Like I said, I said some advanced members, not all 
advanced members, and if you take offense, that should tell you 
something. Besides, if you consider your self an advanced member, you 
certainly don't seem very humble. 

I wish you wouldn't hold a grudge, that would make you only the 
second member in this program who I have, shall we say, a little thing 
with. Be reasonable, 

Cheers, 

Matt 


>Matthew Hulett <matth@bellatlantic.net> wrote in article 
><34b9636a.174147@news.scea.sony.com>... 

>> Well, you didn't post your opinion on whether or not learning C++ 
>> is a worthy effort. Did I ever say I expected Sony to teach me C? 

>> I knew exactly what I was buying, Sony was very straightforward in 

>> informing us we should already know C before our purchase. 

>> You would think I could ask a simple question without the 

>> mini-lectures. And if you took offense at my comment, that should tell 
>> you something. 


> 

>Ok, yes I do take some offence at what you're wrighting. I think you're 
>looking for a free ride - and there aren't any, so you're blaming the 
>people 


>who've already put the effort in, learned their language and learned their 
>system 
>- aparently for having done just that. 


> 
>> >> I could rant about some of your inflated, bloated, flagellating 
>> >> egos, but I guess that would make me a hypocrite. Besides, you all 


>> >> seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 
> 
>And comments like that one - well, that's going to encourage people 

>to contribute usefully isn't it? Sorry, but that was (in my humble view), a 
>daft 
>move. How old are you? less than 17, it must be, as my 17 year old 
>baby brother thought that it was a childish move.... 

> 
>> And please, if anyone else is inclined to add their opinions, 

>> please pay attention to my question. Where these strange 

>> interpretations come from is beyond me. 

>> If you think I am the only member in my position, then you have 

>> gained a mistaken impression because 80% of people do not post 

>> in these groups. I am beginning to think they are wiser than me. 

>> Matt 

> 

>If they don't post messages like the one below, then to be honest - they 
>are 

>wiser than you. 

> 

>But, just to show there's no grudges... 

> 

>I personally find the overhead's of some standard C++ techniques 
>unacceptable 

>when performance is the key. If you are writing an adventure where 
>object/data 

>management is more important than speed, then use C++. For an arcade game 
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>(on this platform), C is the way to go. I've tried doing some ASM on the 
>Playstation 

>but it's only worth doing for a few very specific areas (core library 
>routines, sorting 

>code, etc). Sony takes that same view (the core libgs routines are written 
>in ASM, 

>with the rest of the libs written in C). 

> 

>Craig. 

> 

>> 

>> >Matthew Hulett <matth@bellatlantic.net> wrote in article 

>> ><34b61fe8.37406567@news.scea.sony.com>... 
>> >> Some of you advanced programmers are too much sometimes... 

>> >> I could rant about some of your inflated, bloated, flagellating 

>> >> egos, but I guess that would make me a hypocrite. Besides, you all 

>> >> seem very nice, but GET OVER YOURSELVES! Like I said, I wish more of 
>> >> you would wonder why so many beginners steer clear of these groups and 
>> >> don't post member websites. 


>> > 

>> >Honestly, some people eh? 
>> > 

>> >> Matt 

>> > 


>> >Yaroze wasn't supposed to teach C, C++, or MIPS programming.... 

>> >...it's a great toy though - and in the right hands, a deadly weapon ;) 
>> > 

>> >Craig. 

>> > 

>> 

>> 


—-MESSAGE FILE 16705 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000287 


——MESSAGE FILE 16706 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000288 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: games 

Date: Mon, 12 Jan 1998 03:37:28 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <69cuqm$4382@scea> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


What games are you all working on? What do you like and dislike about the 
current crop of games available (both Yaroze and commercial) and in what 
ways can we craft a new, superior generation of games? 


It seems to me that there's been a lot of talk about various programming 
techniques and graphics, but little about higher-level things or game 
design. I--and I suspect many others--are at the point where I'm 
comfortable enough with the system to attempt a real project. I've also 
spent this last weekend playing Hover Racing (thx James\mrfrosty for the 
pointer--the game rocks!) and think that for those of us in the West, the 
‘they had it first' excuse is starting to lose validity. 


I'll follow this shortly with a description of what I've been doing, and 
games I'm working on in various states of incompleteness, with most more 
incomplete than not; but it's late and I've problem sets due on the morrow. 


mike 


—-MESSAGE FILE 16706 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000288 


—-MESSAGE FILE 16707 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000289 
Path: chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 13:44:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <34bala80.10686421@www-s.playstation.co.uk> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1f3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Newsgroups - any newsgroups, but specifically gated ones - are not the 
place for anything more personal than a little gentle ribbing and a 
lot of intense technical argument. So please the both of you knock it 
off. 


Fact: amateurs should be allowed to post things which are wrong, and 
should be prepared to learn from anyone. Fact: experts should be 
allowed to opine that something is right, and should also be prepared 
to learn from anyone. Fact: everyone is allowed to have an ego, and 
ego shouldn't put people off the entire newsgroup, just (perhaps) the 
postings of the person with the ego. If someone has useful information 
to offer, you have to accept their ego as part of it. Ego without at 
least some experience or some code to go with it is tiresome. But 
everyone has a unique way of expressing what's in their mind, and we 
all have to deal with that. 


And, since everyone seems to violently agree on this, even in the 
midst of bloody battle, perhaps we can peaceably return to the topic. 


Looking at it from a strictly technical viewpoint, the question of 
using C++ for Yaroze is dependent on someone porting the GNU C++ 
compiler, since I don't think Metrowerks provides C++ support, and I'm 
sure Sony hasn't supplied cclplus.exe. Has anyone done this yet, and 
would I be popular if I did it? :=) 


- Gil 
——MESSAGE FILE 16707 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000289 


——MESSAGE FILE 16708 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000290 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 09:32:53 GMT 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <34b9e24f.13849639@news.scea.sony.com> 

References: <34b54e3d.9156136@news.scea.sony.com> <34b9689b.1503826@news.scea.sony.c 
օո» <69clhc$4381@scea> 

NNTP-Posting-Host: client-119-36.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thank you very much, nice to meet you. I am leaning towards just 
chucking in an hour or two at the end of the day towards C++, 
considering that the language appears to have certain benefits. 
I took Ed's advice to heart, and I have not forgotten some of Chris 
Blackwell's comments to me that he was getting excellent performance. 
Cheers, 
Matt 


>Matthew Hulett wrote in message <34b9689b.1503826@news.scea.sony.com>... 
> 

>[stuff deleted] 

> 

>> So, having been painfully verbose on my situation in an attempt to 
>>get rid of the b.s., I repeat the question: Should the aspiring game 
>>developer consider learning C++ a worthy effort? 

>> Matt 

> 
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> 

> It's a tricky question. There isn't a really straightforward answer. I 
>think a lot of the important points have been covered here, but so much 
>depends on your situation and patience. 

> 

> If you want an answer: yes, you should learn C++, but probably not quite 
>yet. It certainly isn't necessary, and I get the impression that, 
>particularly in game programming, there are speed issues it takes skill and 
>experience to overcome. It's a skill worth having, definitely, and there 
>are conveniences in C++ which make it more pleasant to program; however, it 
>seems to me that you want to spend as little time as possible learning how 
>to program, and as much as possible programming. 


—-MESSAGE FILE 16708 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000290 


——MESSAGE FILE 16709 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000291 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 09:48:49 GMT 

Organization: SCEA News Server 

Lines: 50 

Message-ID: <34b9e34f.14105854@news.scea.sony.com> 

References: <69cmja$7pnl@emeka.playstation.co.uk> 
NNTP-Posting-Host: client-119-36.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello again, 

Thanks again, I got the jist of your first entry. Remember, some 
disagree with you, you seem quite adamant in your opinion. 

And by the way, in case you or anyone else took offense 
at my comment, it was not directed at you, nor was it meant to make 
any one fume. I don't walk around using words like flagellating 
all the time, it was meant to inspire people who don't post to start 
posting. In addition, it is supposed to make certain people laugh at 
themselves and act a little less competitive. I had an image in my 
head from the 50's sci-fi classics of the floating brains, pulsating 
and throbbing as they floated through the air. It made me laugh... 
Besides, no one is very advanced in this program, I believe the quote 
I got from a Sony staffer was that releasing low-level information 
would be pointless because we have barely scratched the capabilities 
of the tools givin to us. 'Nuff said. 

And for the record, I stand by my comment 100%. If anyone feels 
the need to kick some sand in my face, please grab my e-mail address 
off the header of any of these entries and go right ahead. I am not 
inclined to discuss the issue any further in the thread, it is 
embarrassing and probably pretty boring to all members. 

And I really wish Chris Blackwell would add his opinion to the 
thread! I would value his input very much! 

Thank you, 

Matt 


>From: George_Bain@Playstation.sony.com 
>To: news@playstation.co.uk 


> 

> 

>Hey there, 

> 

>> So, having been painfully verbose on my situation in an attempt to 


>>get rid of the b.s., I repeat the question: Should the aspiring game 
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>>developer consider learning C++ a worthy effort? 
> > Matt 

> 

>Console - > ոօ. Win95 -» yes. 

> 

> 

>George - SCEE Developer Support 

> 

>" this is my personal opinion and not Sony's..blah blah blah... " 
> 

> 

> 

> 


—-MESSAGE FILE 16709 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000291 


——MESSAGE FILE 16710 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000292 
Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 12 Jan 1998 17:13:49 GMT 

Organization: Intelligent Research Ltd 

Lines: 37 

Message-ID: <Olbdlf7e$825fdle0$é6éc0b0a0a@newcastle.twowaytv.co.uk> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-—group.com> <34b9636a.174147@new 
s.scea.sony.com> <0Olbd1f3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Gil Jaysmith <gil@snsys.com> wrote in article 
<34bala80.10686421@www-s.playstation.co.uk>... 

> Newsgroups - any newsgroups, but specifically gated ones - are not the 
> place for anything more personal than a little gentle ribbing anda 

> lot of intense technical argument. So please the both of you knock it 
> off. 


CRAIG: Blows rasberry, grins and get's a round of beers in ("who's having 
the Shandy???") 


[SNIP] 


> to offer, you have to accept their ego as part of it. Ego without at 
> least some experience or some code to go with it is tiresome. But 


Hurray - now, on to the good bit... 


Looking at it from a strictly technical viewpoint, the question of 
using C++ for Yaroze is dependent on someone porting the GNU C++ 
compiler, since I don't think Metrowerks provides C++ support, and I'm 
sure Sony hasn't supplied cclplus.exe. Has anyone done this yet, and 
would I be popular if I did it? :=) 


VVVVYV 


There's a file that add's NetYarozeC++ to the CodeWarrior New Project 
dialog on my WWW page. It's not perfect - but it sorts out pretty much 

all the problems with new/delete not being present, and call constructors 
and destructors for you - so you do get the whole of C++ in a nice easy 

to use form - you'd have to be much better at C++ than me to need more 

(not hard, I'm pretty pants at it). I wrote the stuff to try out the CW C++ 
GUI more than anything, but it should be useful to the world at large.... 


> - Gil 
Craig. 


—-MESSAGE FILE 16710 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000292 
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—-MESSAGE FILE 16711 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000293 
Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 19:00:42 -0600 

Organization: Metrowerks 

Lines: 30 

Message-ID: <sumner-ya02408000R1201981900420001@news.scea.sony.com> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-—group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1f3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> 
NNTP-Posting-Host: mtwks118.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <34bala80.10686421@www-s.playstation.co.uk>, gil@snsys.com (Gil 
Jaysmith) wrote: 


>Newsgroups - any newsgroups, but specifically gated ones - are not the 
>place for anything more personal than a little gentle ribbing anda 
>lot of intense technical argument. So please the both of you knock it 
>off. 


Hear hear... 


>Looking at it from a strictly technical viewpoint, the question of 
>using C++ for Yaroze is dependent on someone porting the GNU C++ 
>compiler, since I don't think Metrowerks provides C++ support, 


We don't "officially" support C++ because Sony isn't officially supporting 
it (see "delete()" in libps.h as an example). However, the Metrowerks 
compiler does support C++. There is a C++ runtime library in the 
"unsupported" folder inside CodeWarrior for Net Yaroze 2 (plus stationary 
and include files). It's not necessary to use this runtime library however. 
Chris Blackwell has information on his web page as to how to get all of 
this running if anyone is interested. 


Anyway, since C++ is available, I'll let everyone else debate whether to 
use it or not <grin>. 


-Joel 


PlayStation Development Tools Dude 
Metrowerks 
--MESSAGE FILE 16711 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000293 


--MESSAGE FILE 16712 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000294 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 12 Jan 1998 20:33:04 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <34ba7b1a.22461263@news.scea.sony.com> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <sumner-ya 
02408000R1201981900420001@news.scea.sony.com> 

NNTP-Posting-Host: client-119-25.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Very quickly, 
Before others find it necessary to respond, I thought I would 
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mention that I wrote Gil a number of notes apologizing, and I 
apologize to all of you for my part in that fight. 

I also pointed out both Chris' and Craig's contributions on their 
member pages in my first letter. 

I am sorry. I ask your grace in excusing my affront, and I will 
tone down my ego until I have more experience and demo code so that 
the more able members don't gag over my entries. 

Sorry, 

Matt 


>In article <34bala80.10686421@www-s.playstation.co.uk>, gil@snsys.com (Gil 
>Jaysmith) wrote: 

> 

>>Newsgroups - any newsgroups, but specifically gated ones - are not the 
>>place for anything more personal than a little gentle ribbing anda 

>>lot of intense technical argument. So please the both of you knock it 
>>off. 

> 

>Hear hear... 


>PlayStation Development Tools Dude 
>Metrowerks 


—-MESSAGE FILE 16712 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000294 


—-MESSAGE FILE 16713 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000295 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Tue, 13 Jan 1998 03:11:30 -0500 

Organization: SCEA News Server 

Lines: 35 
Message-ID: <34BB21B2.DC99897B@chat.carleton.ca> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-—group.com> <34b9636a.174147@new 
s.scea.sony.com> <Olbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <sumner-ya 
02408000R1201981900420001@news.scea.sony.com> 

NNTP-Posting-Host: 206.75.140.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Joel Sumner wrote: 


We don't "officially" support C++ because Sony isn't officially 
supporting 
it (see "delete()" in libps.h as an example). However, the Metrowerks 


compiler does support C++. There is a C++ runtime library in the 
"unsupported" folder inside CodeWarrior for Net Yaroze 2 (plus 
stationary 


and include files). It's not necessary to use this runtime library 
however. 
Chris Blackwell has information on his web page as to how to get all 


of 
this running if anyone is interested. 


Anyway, since C++ is available, I'll let everyone else debate whether 
to 
use it or not <grin>. 


-Joel 


PlayStation Development Tools Dude 
Metrowerks 


M AAMEN YA ANEN NMEN NOMEN MM ON N 
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Actually, I have yet to download anything new from Metroworks and 
have been using C++ since the yaroze was first available in North 
America. I believe the library was in a directory on the CD... anyway, 
it had C++ in the name of it and once I put it into my project, 
everything has worked fine. 

Admittedly, all I have used it for so far is for menus and other things 
where speed is not cruicial... just in case. 


Tim 


—-MESSAGE FILE 16713 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000295 


—-MESSAGE FILE 16714 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000296 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 13 Jan 1998 08:54:43 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <34bb2baa.1154319@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> 
NNTP-Posting-Host: ip26.tsl.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Well we sure havent heard from many people on this thread I was 
wondering mario if you had heard anything from SCEA yet. 
—-MESSAGE FILE 16714 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000296 


—-MESSAGE FILE 16715 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000297 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 13 Jan 1998 15:18:12 GMT 

Organization: L4 Software 

Lines: 15 

Message-ID: <34bb850d.1092717@205.149.189.29> 

References: <349f7e07.1146308@news.scea.sony.com> <34bb2baa.1154319@news.scea.sony.c 
om> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Mike, 


Yes, we've talked about it a bit. We'll have to do the chat here (in 
the auditorium lobby) because of the NDA. I'm just waiting for a bit 
of feedback from you guys to decide when to try it again. So far, I 
haven't heard much. 


Mario 


On Tue, 13 Jan 1998 08:54:43 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Well we sure havent heard from many people on this thread I was 
>wondering mario if you had heard anything from SCEA yet. 


—-MESSAGE FILE 16715 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000297 


--MESSAGE FILE 16716 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000298 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry Jessop <Jerry_Jessop@playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Japanese Games on Net Yaroze? 

Date: Tue, 13 Jan 1998 09:45:06 -0800 
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Organization: Playstation R&D 

Lines: 47 

Message-ID: <34BBA822.1A05@playstation.sony.com> 

References: <68s0ejS$vi3@scea> <34B191A6.3107@playstation.sony.com> <34b1a770.938642@ 
news.scea.sony.com> <34B263CF.5A2C@playstation.sony.com> <34B27BC4.BBB66BE4@ix.netco 
m.com> <34B42DF2.33AB@playstation.sony.com> <34b43705.337554@news.scea.sony.com> <34 
b431d8.47153261@news.scea.sony.com> <34b4bd0c.2847300@www-s.playstation.co.uk> <34b4 
d32e.27475681@news.scea.sony.com> <34b605bc.478555@www-s.playstation.co.uk> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Once more for those that are interested. 


Their is almost no differences between the Yaroze hardware and the 
"infamous" Blue debug PlayStations. The territorial lockout is different 
and that is located in the CD rom controller. 


The MPEG (MDEC) engine is part of the CPU (as is the serial I/O) and is 
indeed in the Yaroze hardware. I believe the Yaroze libraries do not 
include any functions for it..... for a variety of reasons. As the 
Yaroze does not boot CDR's, no streaming functions off the CD were 
included. And yes I know their are ways to hack the console to run 
CDR's, but let's not go there :) 


The bottom line is that the Yaroze hardware is essentially the same as 
the blue debugs. All hardware functions availible on the blue debugs are 
possible on Yaroze with exception to the CDR lockout. 


Jerry Jessop 
Hardware Engineer 
SCEA 


Gil Jaysmith wrote: 


On Thu, 08 Jan 1998 13:27:36 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 

> L:ighten up Gil! I was referring to the hardware, every difference 
>you listed is a software difference. And if we didn't need the boot 
>disc in the Yaroze, we would be able to read off of a CD-rom with the 
>proper library functions. 


I was taking the mickey... and like Craig says, the hardware is 
different in that the blue kit is only only for testing. 

You can swap the boot disk out after booting, can't you? It's because 
the MPEG engine is missing that means you can't play good movies. 


> Geez, I wonder why more beginners don't participate in the 
>newsgroups? Like I said, it was a RUMOR! 


Rumours are evil... 


> I can't wait for you to shed more tears and inform me of some 
>obscure difference in the hardware achitecture... 


I'll exert myself thinking of something :) 


VVVVVVVVVVVVVV VV VV VV VV VV 


- Gil 
-—-MESSAGE FILE 16716 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000298 


—-MESSAGE FILE 16717 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000299 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 13 Jan 1998 19:09:55 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <34BC2C83.6ABF@concentric.net> 
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> 

> http://www.icq.com 

> 

> perhaps if the timing is right, maybe one of you might get the 10 
> millionth icq number. wow 

I'd use it, except I get shocking connections. 1 have about a dozen 


servers listed in my preferences, and sometimes it'll be weeks before I 
can connect. 


Seems to be a crappy system, there must be a better way of doing it, 
rather than 'logging in' every time and continuously polling the 
server. It should be more server-less, more peer-ful. 


Toby. 
—-MESSAGE FILE 1763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00466 


—-MESSAGE FILE 1764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000467 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: 11 Mar 1998 23:48:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lbd4d48$7c0aab60$9c2f63c3@default> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-47-156.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


hey robert, 
try 7910061 
Pete. 


Robert Swan <rsl08@mdx.ac.uk> wrote in article 
<3506f145.5827417@news.playstation.co.uk>... 

> I've always wanted a faster communication mode than these newsgroups, 
just for trivial chat, and comparing just how much caffeine we've 
imbibed these days, so seeing as no-one responded to the #yaroze 
channel on irc, I thought I might put up my icq number, which is - 


V V V V V 


9353855 


—-MESSAGE FILE 1764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00467 


-—-MESSAGE FILE 1765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000468 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: 12 Mar 1998 03:25:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <slrn6gelmu.ild.toby@ns.forefront.com.au> 

References: <6e5qdrSp7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
uk> <3506CCE6.7301@127.0.0.1> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Wed, 11 Mar 1998 17:41:58 +0000, Majik <majik@127.0.0.1> wrote: 
>> 

>> for (expression) 

>> í 

>> // Code here 

>> 4}; 
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References: <349f7e07.1146308@news.scea.sony.com> <34bb2baa.1154319@news.scea.sony.c 
om> <34bb850d.1092717@205.149.189.29> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts018d29.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I'm up for any time from 7pm or later pacific time during the 
week. Weekends would be fine too. 


Scott 

> Mike, 

> 

> Yes, we've talked about it a bit. We'll have to do the chat here (in 
> the auditorium lobby) because of the NDA. I'm just waiting for a bit 
> of feedback from you guys to decide when to try it again. So far, I 
> haven't heard much. 

> 

> Mario 


——MESSAGE FILE 16717 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000299 


——MESSAGE FILE 16718 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000300 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: More about chatting 

Date: Tue, 13 Jan 1998 23:01:58 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <34bbf0d6.8773590@news.scea.sony.com> 

References: <349f7e07.1146308@news.scea.sony.com> <34bb2baa.1154319@news.scea.sony.c 
om> <34bb850d.1092717@205.149.189.29> 

NNTP-Posting-Host: client-119-78.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello all, 
I thought I would share the information that our new fearless 
leader J Patton told me that we should be seeing activity 
pick up after New Years i.e., the auditorium classes are going to 
-—-MESSAGE FILE 16718 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000300 


—-MESSAGE FILE 16719 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000301 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 04:20:59 GMT 

Organization: L4 Software 

Lines: 6 

Message-ID: <34bc3c52.1605849@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


OK, for anyone who may be interested, I'll be here Wednesday night to 
try things out. Hopefully we'll figure out how everything works so we 
can do it again one week later. Meet me in the Auditorium Lobby at 
10:00pm EST. 


Mario 
—-MESSAGE FILE 16719 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000301 


-—-MESSAGE FILE 16720 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000302 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: games 

Date: Tue, 13 Jan 1998 22:28:03 -0600 


Net Yaroze newsgroups message dump.txt 


Organization: SCEA News Server 

Lines: 54 

Message-ID: <34BC3ED3.7BFAC695@ix.netcom. com> 
References: <69cuqm$4382@scea> 
NNTP-Posting-Host: dgr-il11-26.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Michael Hough wrote: 


> What games are you all working on? What do you like and dislike 
> about the 

> current crop of games available (both Yaroze and commercial) and in 
> what 

> ways can we craft a new, superior generation of games? 


Wow, something to talk about! 


For the many months that I've been using the Yaroze, I've been mostly 
experimenting with the hardware. I finished a simple 2D scrolling 
shooter about a month after the Yaroze program first started, but since 
then, I have been extremely busy with school. 


But right now, as I said before, I'm doing this Jeopardy-style game for 
the Society of Hispanic Professional Engineers (www.shpe.org). 
Basically, a bunch of college students compete for dinky prizes in front 
of about 2000 people. I have done this for the last two years, each 
time getting a considerable amount of dough, and a free round-trip 
ticket to Seattle and Philadelphia. 


This year, I'm using the Yaroze for the graphics. I have it worked out 
so that the whole game is controlled by the computer, electric buzzer 
systems and all, then the computer tells the Yaroze what to display on 
the screen. The graphics -at least I think- are very cool, as I was 
very picky about things like the font, which I spent two weeks and $60 
tracking down. It's getting down to crunch time now, as this whole 
system needs to be working perfectly by the end of January. It's going 
to be in Orlando this year, and I'm going to try extra hard to take a 
bunch of pictures and make a nice video to show everyone. 


Also, I don't think I'm legally allowed to make this program available 


for download, as companies like Amoco and Lucent Technologies have their 
corporate logos emblazoned on it (lots of stuff for me to sign). Very 
creepy stuff. But there will be screenshots! 


Anyways, I plan to COMPLETELY blow off the final semester of school and 
concentrate 100% on a real game. After playing the entire Final Fantasy 
series on various emulators, I think I have a pretty good idea how they 
were made. I want to make a FF-style RPG, but with battle scenes that 
are way over the top... sort of like FF meets X-Men Vs. Street Fighter. 


I'm working on a 5-level tile-based system (first: ground, second: 
charachters, third: things above characters, fourth: standing 
transparent layer, fifth: moving transparent layer) similar to the 
system used in games like Chrono Trigger and FF3. I just want to leave 
all that complicated 3D math to the adults and concentrate on gameplay. 


That's just me. Someone out there probably already made their own 
Virtua Fighter 3... 


Manny Najera 
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-—-MESSAGE FILE 16720 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000302 


-—-MESSAGE FILE 16721 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000303 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 
From: George_Bain@Playstation.sony.com 
Newsgroups: scea.yaroze.freetalk 
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Subject: Re: games 

Date: 14 Jan 1998 09:03:04 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 28 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69hv08Sbk91@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hey there, 


Have fun! Better start soon.......... in order to actually complete it. 


George@SCEE 
D> >>> >>> >>> >>> >> >> >> >> >> >>> >> >> >> >> >> >> >> >> >>> >> >> >> >> >> >>> 


I want to make a FF-style RPG, but with battle scenes that 
are way over the top... sort of like FF meets X-Men Vs. Street Fighter. 
I'm working on a 5-level tile-based system (first: ground, second: 
charachters, third: things above characters, fourth: standing 
transparent layer, fifth: moving transparent layer) similar to the 
system used in games like Chrono Trigger and FF3. I just want to leave 
all that complicated 3D math to the adults and concentrate on gameplay. 
That's just me. Someone out there probably already made their own 
Virtua Fighter 3... 
Manny Najera 


—-MESSAGE FILE 16721 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000303 


—-MESSAGE FILE 16722 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000304 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 08:20:51 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34bc74d6.7168998@news.scea.sony.com> 

References: <34bc3c52.1605849@205.149.189.29> 

NNTP-Posting-Host: ipl61.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I will try and make it. I have class from 8:30Pm (Moutain) Which is 
10:30(Eastern) Now you dont need any software for just the outside 
lobby chat correct when I downloaded the software it still dint do 
anything thats what I am worried about it never worked or gave me a 
window to sign in when I tried it :(. but I do hope it works. 


On Wed, 14 Jan 1998 04:20:59 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>OK, for anyone who may be interested, I'll be here Wednesday night to 
>try things out. Hopefully we'll figure out how everything works so we 
>can do it again one week later. Meet me in the Auditorium Lobby at 
>10:00pm EST. 

> 

>Mario 
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—-MESSAGE FILE 16722 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000304 


—-MESSAGE FILE 16723 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000305 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: games 

Date: Wed, 14 Jan 1998 01:14:11 -0800 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <69hvf7S4v11@scea> 

References: <69cuqm$4382@scea> <34BC3ED3.7BFAC695@ix.netcom.com> 
NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Manny Najera wrote in message <34BC3ED3.7BFAC695@ix.netcom.com>... 


>Anyways, I plan to COMPLETELY blow off the final semester of school and 
>concentrate 100% on a real game. After playing the entire Final Fantasy 
>series on various emulators, I think I have a pretty good idea how they 
>were made. I want to make a FF-style RPG, but with battle scenes that 
>are way over the top... sort of like FF meets X-Men Vs. Street Fighter. 
> 

>I'm working on a 5-level tile-based system (first: ground, second: 
>charachters, third: things above characters, fourth: standing 
>transparent layer, fifth: moving transparent layer) similar to the 
>system used in games like Chrono Trigger and FF3. I just want to leave 
>all that complicated 3D math to the adults and concentrate on gameplay. 


I'm not so sure about that; games like FF7 and Tekken 2 have made me a 
believer; it seems you have to be really compelling to stand a chance in 2D 
nowadays. 3D seems to have a lot more freedom. 


FWIW, the yaroze makes 3D fairly easy. 


Do you have any more details about your game? I'm particularly curious 
about the story; I think there's a lot of room for experimenting with neat 
things there. FF3 (6?) was really good about that, though it was overall 
fairly linear and the combat was a bit easy; they loved their special atacks 
a bit much (not to mention ultima). 


mike 


--MESSAGE FILE 16723 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000305 


—-MESSAGE FILE 16724 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000306 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: games 

Date: Wed, 14 Jan 1998 02:13:24 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <69i2koS$4v12@scea> 

References: <69cuqm$4382@scea> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


me: 


> I'll follow this shortly with a description of what I've been doing, and 
>games I'm working on in various states of incompleteness, with most more 
>incomplete than not; but it's late and I've problem sets due on the morrow. 


Ok, it's now. 
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I've got a 3d fractal terrain thing; it's sorta generic--tmd construction on 
the fly, a generic plasma fractal. I'd planned to have gangs of ninja (and 
samurai, monks, et al) roam over it, doing battle. I'd almost forgotten 


about that; I might come back to it once I work out 3d folks. 


This last summer I worked on a Vandal Hearts clone--it was fairly complete, 


with one playable level sorely in need of game balance and some decent 
combat equations, when it collapsed under the weight of ugly, ugly code. I 
might still post it, if people are willing to tolerate abomination. I'm 


slowly and painfully learing about coding style--the projects they give you 
in class are too conveniently laid-out ahead of time to go as horribly wrong 
as the things I create myself. 


Once the novelty of 3d people overcame my dwindling interest in the 
disintegrating tactical game, I started work on a general-purpose 3d people 
library, in hopes of making a beat-em-up or a fighting game or perhaps both. 
It's mostly complete, but I need better routines for interpolation, as well 
as a finite state machinery I can feel comfortable with. 


that's (a large part of) my story; until later, 


mike 


—-MESSAGE FILE 16724 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000306 


——MESSAGE FILE 16725 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000307 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: About that chat thing 

Date: 14 Jan 1998 10:12:17 GMT 

Organization: WermxX Software 

Lines: 19 

Message-ID: <01bd20d5$69514aa0S65bf43ce@wkwerner> 
NNTP-Posting-Host: port0l.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


I would love to participate in the chat on 
Wednesday. Whenever I go to the lobby, I get 

a warning window saying that my Placeware client 
has expired. This is confirmed by the fact that 
my talk button has been replaced by a button that 
says "mic diabled". The text chat appears to be 
working (we'll see tomorrow), but I really liked 
that internet phone kind of thing on the one to 
ones. Anyone know anything about my getting my 
voice back? 


I downloaded pwclient.exe again on the assumption 
that a reinstall of the latest Placeware client 
would fix me up, but, as I'm writing this, you 
can guess how that turned out. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 16725 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000307 


——MESSAGE FILE 16726 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000308 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@NOSPAMix.netcom. com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: games 

Date: Wed, 14 Jan 1998 18:57:34 -0600 

Organization: SCEA News Server 

Lines: 36 
Message-ID: <34BD5EFD.CDD1OF75@ix.netcom. com> 

References: <69cuqm$4382@scea> <34BC3ED3.7BFAC695@ix.netcom.com> <69hvf7S4v11l@scea> 
NNTP-Posting-Host: dgr-il1-25.ix.netcom.com 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Michael Hough wrote: 
FWIW, the yaroze makes 3D fairly easy. 


> 

> 

> Do you have any more details about your game? I'm particularly 

> curious 

> about the story; I think there's a lot of room for experimenting with 
> neat 

> things there. FF3 (6?) was really good about that, though it was 

> overall 

> fairly linear and the combat was a bit easy; they loved their special 
> atacks 

> a bit much (not to mention ultima). 


I've got no problem making a bunch of 3D objects dance on the screen. 
It's just that there's too much for one person to do. I haven't the 
tools or the patience for 3D. I know how to do it... I just don't have 
the tools or the time. 


I know it sounds pretty silly when someone says that they are going to 
make an RPG. There are dozens of rag-tag groups of Qbasic-using 
laser-tag teens out there working on games with silly titles like 
"Legend of the Dark Moon of the Summer Sun" and "The Lunar Eclipse of 
the Fifth Kingdom". 


I'll just see what I can do with a few months work. Start with a decent 
tile engine, then a "people" engine, then work on the battle system. 
The biggest challenge is creating versitile code to handle everything, 


lest the whole game become nothing more than spaghetti. I would like to 
create a scripting language similar to what the Bard's Tale Construction 
Set used. As far as the story goes... I don't have a clue. 


My one goal, however, is to have a really cool version of Grand Train. 


Manny Najera 
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—--MESSAGE FILE 16726 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000308 


—-MESSAGE FILE 16727 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000309 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 21:07:14 -0600 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <34BD7D61.209BFAE1@ix.netcom. com> 

References: <34bc3c52.1605849@205.149.189.29> 

NNTP-Posting-Host: dgr-il9-44.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Mario Perdue wrote: 


OK, for anyone who may be interested, I'll be here Wednesday night to 
try things out. Hopefully we'll figure out how everything works so we 
can do it again one week later. Meet me in the Auditorium Lobby at 
10:00pm EST. 


V V V V 


It's exactly 10:03pm EST, and I am at 
www.scea.sony.com/net/yaroze/aud.html, passing the time by playing 
Parappa the Rapper, waiting for something to happen. 
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I still don't know how this thing is supposed to work. 
Manny Najera 


—-MESSAGE FILE 16727 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000309 


—-MESSAGE FILE 16728 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000310 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 22:12:44 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34bd374d.120430@news.scea.sony.com> 

References: <34bc3c52.1605849@205.149.189.29> <34BD7D61.209BFAEF1@ix.netcom.com> 
NNTP-Posting-Host: client-119-12.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hear, hear, Manny, it's 10:08 and my browser was going nuts 
disconnecting and reconnecting to the lobby. This doesn't work the way 
it did last August. It used to be if you loaded the 500 kb. stuff, 
you would get a window to enter your name, and then your name would 
appear with everyone elses name in the lobby window. Then, I think I 
remember, you would hit the text chat link and the large window with 
everyone one in one place would open. Hmmm.... 

Matt 


On Wed, 14 Jan 1998 21:07:14 -0600, Manny Najera 
<mannyn@ix.netcom.com> wrote: 


>Mario Perdue wrote: 

> 

>> OK, for anyone who may be interested, I'll be here Wednesday night to 
>> try things out. Hopefully we'll figure out how everything works so we 
>> can do it again one week later. Meet me in the Auditorium Lobby at 

>> 10:00pm EST. 

> 

>It's exactly 10:03pm EST, and I am at 
>www.scea.sony.com/net/yaroze/aud.html, passing the time by playing 
>Parappa the Rapper, waiting for something to happen. 

> 

>I still don't know how this thing is supposed to work. 

> 

>Manny Najera 

> 


——MESSAGE FILE 16728 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000310 


—-MESSAGE FILE 16729 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000311 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 21:19:34 -0600 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34BD8045.774957E9@ix.netcom. com> 

References: <34bc3c52.1605849@205.149.189.29> <34BD7D61.209BFAER1@ix.netcom.com> <34b 
d374d.120430@news.scea.sony.com> 

NNTP-Posting-Host: dgr-il9-44.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Matthew Hulett wrote: 
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Hear, hear, Manny, it's 10:08 and my browser was going nuts 
disconnecting and reconnecting to the lobby. This doesn't work the way 


it did last August. It used to be if you loaded the 500 kb. stuff, 
you would get a window to enter your name, and then your name would 
appear with everyone elses name in the lobby window. Then, I think I 
remember, you would hit the text chat link and the large window with 
everyone one in one place would open. Hmmm.... 


> 
> 
> 
> 
> 
> 
> 
> 


The text chat button brings up nothing but an empty window. Maybe it's 
broken... 


Manny Najera 


——MESSAGE FILE 16729 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000311 


——MESSAGE FILE 16730 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000312 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 19:25:52 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <69jv4iS4v13@scea> 

References: <34bc3c52.1605849@205.149.189.29> <34BD7D61.209BFAE1@ix.netcom.com> <34b 
d374d.120430@news.scea.sony.com> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Matthew Hulett wrote in message <34bd374d.120430@news.scea.sony.com>... 
> 

> Hear, hear, Manny, it's 10:08 and my browser was going nuts 
>disconnecting and reconnecting to the lobby. This doesn't work the way 
>it did last August. It used to be if you loaded the 500 kb. stuff, 
>you would get a window to enter your name, and then your name would 
>appear with everyone elses name in the lobby window. Then, I think I 
>remember, you would hit the text chat link and the large window with 
>everyone one in one place would open. Hmmm.... 

> Matt 


Hmm. I, too, am getting merely a white rectangle; the chat button brings 
up a worthless window. 


Is it possible to adjourn to an alternate channel? IRC? Is ICQ secure 
enough for such things (I've installed it, but never chatted by means of 
it--I'm 5032432). I might loiter on #yaroze for a few minutes, being 
careful to avoid NDA issues. 


mike 


—-MESSAGE FILE 16730 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000312 


—-MESSAGE FILE 16731 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000313 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Thu, 15 Jan 1998 03:34:15 GMT 

Organization: L4 Software 

Lines: 15 

Message-ID: <34bd8365.10600748@205.149.189.29> 

References: <34bc3c52.1605849@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm here too! I've got my chat window open but I don't see anyone 
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else. I don't understand what the problem is. 
Mario 


On Wed, 14 Jan 1998 04:20:59 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>OK, for anyone who may be interested, I'll be here Wednesday night to 
>try things out. Hopefully we'll figure out how everything works so we 
>can do it again one week later. Meet me in the Auditorium Lobby at 
>10:00pm EST. 

> 

>Mario 


—-MESSAGE FILE 16731 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000313 


—-MESSAGE FILE 16732 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000314 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Thu, 15 Jan 1998 03:42:06 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <34bd8567.541698@news.scea.sony.com> 

References: <34bc3c52.1605849@205.149.189.29> 

NNTP-Posting-Host: ip1l152.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Anyone still around I am here too but nothing is happening I know I am 
late but I was hoping people would be chatting still 
—--MESSAGE FILE 16732 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000314 


--MESSAGE FILE 16733 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000315 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Thu, 15 Jan 1998 03:48:16 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <34bd86ae.11442188@205.149.189.29> 

References: <34bc3c52.1605849@205.149.189.29> <34bd8567.541698@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yes, I'm still here. I'm trying to figure out what is going wrong. I 
think I'm going to need to talk with the guys at Sony about this. 
Maybe they need to enable something before this will work. 

<sigh> 


Mario 


On Thu, 15 Jan 1998 03:42:06 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Anyone still around I am here too but nothing is happening I know I am 
>late but I was hoping people would be chatting still 


—-MESSAGE FILE 16733 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000315 


—-MESSAGE FILE 16734 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000316 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 
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Date: Thu, 15 Jan 1998 03:55:41 GMT 

Organization: L4 Software 

Lines: 9 

Message-ID: <34bd88a5.11945319@205.149.189.29> 

References: <34bc3c52.1605849@205.149.189.29> <34bd8567.541698@news.scea.sony.com> < 
34be87a7.1117476@news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


What's ICQ, and how does it work? 


Mario 
On Thu, 15 Jan 1998 03:51:39 GMT, dajudge@inficad.com (Michael 
Klucher) wrote: 


>Well if anyone would like it my ICQ number is 2492037 
> 


--MESSAGE FILE 16734 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000316 


--MESSAGE FILE 16735 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000317 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Thu, 15 Jan 1998 03:58:16 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <34c08892.1352344@news.scea.sony.com> 

References: <34bc3c52.1605849@205.149.189.29> <34bd8567.541698@news.scea.sony.com> < 
34be87a7.1117476@news.scea.sony.com> 

NNTP-Posting-Host: ip152.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Well if anyone would like it my ICQ number is 2492037 

Also as note I have two accounts Pick the one with the nickname 
"DaJudge" if you decide to look me up by name but if you just use the 
number it will get to the right account 


P.S. I canceled the prevous message so if you get this twice sorry 
—--MESSAGE FILE 16735 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000317 


—--MESSAGE FILE 16736 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000318 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Wed, 14 Jan 1998 22:55:45 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <34bd4238.1148544@news.scea.sony.com> 

References: <34bc3c52.1605849@205.149.189.29> <34bd8567.541698@news.scea.sony.com> < 
34be87a7.1117476@news.scea.sony.com> <34bd88a5.11945319@205.149.189.29> 
NNTP-Posting-Host: client-119-46.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I asked a friend the same thing yesterday, here are his words cut 
and pasted: 


ICQ is a chat program. For instance if you had ICQ and were online at 
the same time I was we could chat in real time. ICQ lets you know if 
the other person is online. If you are interested in this check out 
http://www.mirabilis.com 


Matt 
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>> 

>> Both are technically wrong as all closing braces ( } ) should not have a 
>> semicolon after them. 

»:) 


Ա 
>I don't think it is technically wrong, all that is being done is that a 
>null 
>statement is added after the braces, and this is syntactically okay. 


Without having my copy of K&R here, i can't say for sure, but my vote is for 
';' being a legal expression. Some things to watch with #defines though: 


#define DEBUG (x) if (debug) printDebug (x) 


if (isBad) 

DEBUG (bad); 
else 

doGood () ; 


Doesn't do what you'd expect. Because of the way else binds, the result is: 


if (isBad) 
if (debug) 
printDebug (bad) ; 
else 


doGood () ; 
so you should always write macros like: 
#define DEBUG(x) do { if (debug) printDebug(x) } while(0) 
the do { } while(0) construct makes the compiler treat the entire block 
as a single statement, and protects you from the dreaded dangling else. 


it forces you to use the macro as a function, as well, which is good 
practice. 


> 

>I've had compilers _optimise_ out the variable 'tmp' before :$ so it 
>didn't do what it was supposed to. 

> 


There was a rumour that the ION Storm (was it ID back then?) team could 

only compile quake 2 on one of their development machines, because on every 
other (identically configured) machine, Visual C++ would generate code 

that just left the player spinning around in circles with no means of control. 


No compiler is perfect. GCC is (scarily enough) among the best. As long as 
you're not compiling convoluted C++, at least... 


toby. 
-—-MESSAGE FILE 1765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00468 


—-MESSAGE FILE 1766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000469 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: 12 Mar 1998 03:41:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn6égeml12.ild.toby@ns.forefront.com.au> 

References: <3506f145.5827417@news.playstation.co.uk> <35072BC7.2328FC29@cybec.com.a 
u> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Thu, 12 Mar 1998 10:26:47 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
> 

>I'd use it, except I get shocking connections. I have about a dozen 
>servers listed in my preferences, and sometimes it'll be weeks before I 

>can connect. 
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On Thu, 15 Jan 1998 03:55:41 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>What's ICQ, and how does it work? 

> 

>Mario 

>On Thu, 15 Jan 1998 03:51:39 GMT, dajudge@inficad.com (Michael 
>Klucher) wrote: 

> 

>>Well if anyone would like it my ICQ number is 2492037 

>> 

> 


—-MESSAGE FILE 16736 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000318 


—-MESSAGE FILE 16737 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000319 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat Wednesday Jan 14, 1998 10:00pm EST 

Date: Thu, 15 Jan 1998 04:11:12 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <34bd8be5.12777205@205.149.189.29> 

References: <34bc3c52.1605849@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I don't understand why this isn't working, but it's not so I'm going 
to call it a night and check with Sony tomorrow. I quess I'll go play 
a bit of Air Warrior III before I turn in. Thanks to everyone who 
tried to attend tonight. Maybe we'll have better luck next week. 


Mario 


On Wed, 14 Jan 1998 04:20:59 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>OK, for anyone who may be interested, I'll be here Wednesday night to 
>try things out. Hopefully we'll figure out how everything works so we 
>can do it again one week later. Meet me in the Auditorium Lobby at 
>10:00pm EST. 

> 

>Mario 


--MESSAGE FILE 16737 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000319 


——MESSAGE FILE 16738 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000320 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Wed, 14 Jan 1998 23:37:57 -0600 

Organization: (no organization) 

Lines: 19 

Message-ID: <34BDA0B5.14FC@charlie.cns.iit.edu> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Gil Jaysmith wrote: 
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Looking at it from a strictly technical viewpoint, the question of 
using C++ for Yaroze is dependent on someone porting the GNU C++ 
compiler, since I don't think Metrowerks provides C++ support, and I'm 
sure Sony hasn't supplied cclplus.exe. Has anyone done this yet, and 
would I be popular if I did it? :=) 


V V V V V 


Even though I know Metroworks has "unofficial" patches to allow 

C++ on the Yaroze, you would still be popular (at least with ME! :-) 
if you got the GNU C++ compiler working. I prefer the DOS build 
environment. (Well, with the proper "extras" it's actually 
somewhat Unix-like, which is what I actually like.) 


I downloaded the GNU source, but have not yet tried building it, 
let alone building the C++ part. 


How about you and I have a race! (I bet you win չ-) 


Ed Federmeyer 
—-MESSAGE FILE 16738 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000320 


—--MESSAGE FILE 16739 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000321 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Thu, 15 Jan 1998 11:43:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <34bdf4c8.1418796@www-s.playstation.co.uk> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <34BDAOB5. 
14FC@charlie.cns.iit.edu> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 14 Jan 1998 23:37:57 -0600, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


>How about you and I have a race! (I bet you win ;-) 
I bet I do as well :) But feel free to put up some creditable 
opposition. 


I'll fetch the source off the Yaroze site today and meddle with it 
this evening. If it's basically an unaltered source tree then I should 
have it for you tomorrow. It's tempting to ask myself why to bother 
with the Yaroze site source, since the pro compiler is probably a 
later source tree with better code generation, we give it away free 
anyway, and I've already built it. But I feel like experimentation. 


Are the Yaroze tools 16-bit builds at the moment? I might feel the 
need to do 32-bit builds of everything if this is the case. Long 
filenames! 


I've never built as or ld before, though. Or the actual gcc driver for 
that matter. Oh well, the pro compiler was getting too easy to build 
anyway :) 


- Gil 
—-MESSAGE FILE 16739 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000321 


—-MESSAGE FILE 16740 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000322 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 15 Jan 1998 12:10:21 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 14 


Net Yaroze newsgroups message dump.txt Page 11283 


Sender: news@chuka.playstation.co.uk 

Message-ID: <69kubd$dn51@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hey all, 

Just so that not everyone has forgotten. Sony does not offer C++ support 
to 

professional developers and yaroze developers. I don't think too many 


of you are clear on this. 


George@SCEE 


——MESSAGE FILE 16740 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000322 


—-MESSAGE FILE 16741 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000323 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Thu, 15 Jan 1998 15:56:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <34be308b.2280548@www-s.playstation.co.uk> 
References: <69kubdSdn51@emeka.playstation.co.uk> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 15 Jan 1998 12:10:21 -0000, George_Bain@Playstation.sony.com wrote: 


>Just so that not everyone has forgotten. Sony does not offer C++ support 
>to 
>professional developers and yaroze developers. I don't think too many 


>of you are clear on this. 


Hi George. I've often wondered exactly what that 'unsupported' means, 
since we both know there are more than a couple of pro developers 
using C++. I realise the most obvious meaning is that there's no 
standard C++ library shipped for PSX (such as GNU 11Եցէ Է, or a port of 
STL). But since the absence of iostream.h (for example) isn't exactly 
going to hurt anyone, what does it mean in practice, specifically as 
regards Yaroze owners? That technical support won't answer questions 
concerning C++ code, or that the debugger and build tools have been 
crippled and are unaware of the existence of C++ as a language and C++ 
extensions and symbols in the object files? 


- Gil 
—-MESSAGE FILE 16741 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000323 


—-MESSAGE FILE 16742 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000324 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 15 Jan 1998 18:03:55 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <691j2bSe6h1@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
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Hey Gil, 


Yes no C++ stuff are shipped to developers, and yes lots of developers 
are using C++ for PSX games. Well "unsupported" means that we don't 
have to answer C++ support questions for either yaroze or pro developers. 
But then again....... 


George@SCEE 

D> >>> >>> >>> >> >> >>> >>> >>> >>> >>> >>> >>> >>> >>> >> >> >> >>> >>> >>>> 

Hi George. I've often wondered exactly what that 'unsupported' means, 
since we both know there are more than a couple of pro developers 
using C++. I realise the most obvious meaning is that there's no 
standard C++ library shipped for PSX (such as GNU 11Եցէ Է, or a port of 
STL). But since the absence of iostream.h (for example) isn't exactly 
going to hurt anyone, what does it mean in practice, specifically as 
regards Yaroze owners? That technical support won't answer questions 
concerning C++ code, or that the debugger and build tools have been 
crippled and are unaware of the existence of C++ as a language and C++ 
extensions and symbols in the object files? 

- Gil 


—-MESSAGE FILE 16742 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000324 


—-MESSAGE FILE 16743 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000325 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Thu, 15 Jan 1998 15:30:50 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <34be2b03.37497909@news.scea.sony.com> 

References: <6917j2bSe6h1@emeka.playstation.co.uk> 
NNTP-Posting-Host: client-119-125.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hey Gil, 

> 

>Yes no C++ stuff are shipped to developers, 
>George@SCEE 


Hello George, 
Are you sure of this? Mike Fulton said this to me some time ago: 


The compiler that we supply with the commercial developer's kit is not 
the same as the one in the Yaroze package, and it fully supports C++. 
However, Sony does not officially support this feature. The reason 
has to do with the PlayStation-specific libraries, support files, and 
C include files, but not the compiler itself. 


Just wondering... 
Matt 


—-MESSAGE FILE 16743 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000325 


—-MESSAGE FILE 16744 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000326 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Let's start a C-64 scene! 

Date: 15 Jan 1998 20:35:22 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <01bd220f£$566d4£20$989dcdcd@nsantos> 

NNTP-Posting-Host: ppp-annex-—0470.tor.total.net 
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X-Newsreader: Microsoft Internet News 4.70.1160 
Hello y'all, 


Back when the Commodore 64 was a big thing, there were several programming 
groups all around the world that was competing with each other by creating 
fantastic graphics/music demos. I had a Commodore 64 and I had no idea 
that all this action was going on behind my back and when I found out about 
it, it was too late, the Amiga had replaced the Շ-64. 


Now that the Yaroze is around, a scene like that can start up again. I 
would love for everyone to be a part of it. I have already taken the first 
few steps to starting my own coding group called ROGUE. (Visit us at 
http://www.total.net/~nsantos). I am looking for a couple more members to 
help with the building of good ideas and coding. 


I would really like to urge all of you into forming similar groups with 
each other rather than sticking with yourselves. I think we can advance 
alot quicker this way, and at the same time, create friendly and FUN 
competitions between us! Let's get moving, it's been over a year now that 
Yaroze is available to North America so we should be seeing alot more than 
we have right now. 


Please answer this post by telling me what you guys think of this idea and 
whether or not a Yaroze scene should be created. 


See y'all! 


Nelson Santos/Rogue 


—-MESSAGE FILE 16744 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000326 


—-MESSAGE FILE 16745 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000327 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Thu, 15 Jan 1998 22:16:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <34be87b9.1478696@news.playstation.co.uk> 

References: <691j2bSe6h1@emeka.playstation.co.uk> <34be2b03.37497909@news.scea.sony. 
com> 

NNTP-Posting-Host: th-engl1-124.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 15 Jan 1998 15:30:50 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 

> Are you sure of this? Mike Fulton said this to me some time ago: 
>The compiler that we supply with the commercial developer's kit is not 
>the same as the one in the Yaroze package, and it fully supports C++. 
>However, Sony does not officially support this feature. The reason 
>has to do with the PlayStation-specific libraries, support files, and 
>C include files, but not the compiler itself. 


Yus... the statements I've had from Sony on the matter are usually 
along those lines, with no further explanation, which is why I thought 
I'd ask. 


In practice the only real problem you get with C++ on the pro kit is 
that the final CD-based startup code forgets to call constructors, and 
I both discovered and got around that today. In Yaroze terms, I don't 
see the problem. You'd need to add extern "C" to the headers (in fact 
its absence makes me wonder which version of the libraries was used 
for Yaroze ;=). The Yaroze linker script already handles global 
constructor collation; all you'd need is the right bit of startup 
code, which should be somewhere in the GCC source already, and you're 
away. The wording of that last Sony sentence is what's always confused 
me; you don't *need* any support in the PlayStation-specific 
libraries, support files, and C include files for C++ to work. Whether 
it does a full ANSI C++ job is another thing, but it's not like 
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PlayStation C is ANSI-compliant. The GNU libgt+ library could 
conceivably be ported, but SN hasn't had the time yet, and no-one else 
wants to spend the time and money on doing it - although I don't doubt 
everyone would snap it up were we to do it :) 


= Gil 
-—-MESSAGE FILE 16745 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000327 


——MESSAGE FILE 16746 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000328 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Let's start a Շ-64 scene! 

Date: Thu, 15 Jan 1998 18:26:53 -0600 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34BEA94C.260AD91E@ix.netcom. com> 

References: <0O1bd220f$566d4f20S$989dcdcd@nsantos> 

NNTP-Posting-Host: dgr-il3-13.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Nelson Santos wrote: 


members to 
help with the building of good ideas and coding. 


> Now that the Yaroze is around, a scene like that can start up again. 
> I 

> would love for everyone to be a part of it. I have already taken the 
> first 

> few steps to starting my own coding group called ROGUE. (Visit us at 
> http://www.total.net/~nsantos). I am looking for a couple more 

> 

> 


It sounds like a good idea. 
Before you do anything, however, someone needs to code an s3m player. 
Manny Najera 


——MESSAGE FILE 16746 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000328 


—-MESSAGE FILE 16747 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000329 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Thu, 15 Jan 1998 23:49:24 -0800 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <34BF10FF.13D7@bc.sympatico.ca> 

References: <69cmjaS7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> 

NNTP-Posting-Host: vcta01lm01-47.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Chris is out of town this week. I work with him, so I'll throw in my two 
cents for what it's worth. 


One note is that we only hire programmers fluent in C++. 


As far as efficiency goes, I've taken a sprite rendering routine written 
in C, hand translated it and optimized it in assembly, then compiled the 
C code in Metrowerks C and in C++, and found that my routine was the 
fastest, no surprise, but the C version had almost equivalent 
performance because the compiler knew a few scheduling tricks I didn't. 
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As for C++, the EXACT SAME CODE was generated. Mind you, I wasn't using 
any C++ specific language features, although the routine was a member of 
a class in the C++ version. 


Some C++ constructs like exception handling can cause extreme 
performance degradation, depending on the vendor. Metrowerks generates 
very low overhead exception handling code. Visual C++ OTOH causes an 
overall 25% code bloat, and at least an overall 25% slow down in 
generated code. I kid you not. 


Other problematic C++ features like the freakish amount of 
construction/destruction that goes on can be avoided if you understand 
the semantics of const references. If you use a clever memory allocator 
that doles out objects from an array, and never invokes 
construction/destruction code, C++ works just fine on consoles because 
you can avoid the biggest C++ bugaboo - memory fragmentation. 


I've recompiled the BallTest demo using the Metrowerks C++ compiler and 
get the same framerate as compiling as a C project. 


I'm 100% convinced that no matter what anyone says, it is possible to 
write C++ that executes as quickly as a decent C implementation would. 
Unfortunately, it took several years for me to get good enough to 

actually be able to say that. 


Finally, my recommendation if you're just learning to program, is to 
learn C so you have a good solid language that you can get great mileage 
out of, then learn Java to get a good grounding in object oriented 
techniques, threading, and the like, then learn C++ if you are hoping to 
work in a shop that specializes in Ctt. 


- nick 
—-MESSAGE FILE 16747 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000329 


——MESSAGE FILE 16748 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000330 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 16 Jan 1998 09:13:40 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69n8c4Sfavl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


To confirm some of the strands in this discussion: 


Yes, SCE doesn't actively promote or support C++. However 
the "professional" versions of the compilers do allow you 
to compile C++, and over the years the more glaring 

problems with the #include files etc. have been fixed. 


However, it does seem to be the case that its mainly 
ports of games from PC that tend to use C++ ,, the only 
exception that I am aware of is one of our (SCEE) own 
soon-to-be-released titles .. "SpiceWorld". 


The lead programmer for this project choose C++ mainly 
because of a) his background b) time constraints on 
the project. 


I think language choices are like most things - choose 
the one that fits the job at hand. 
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Paul. 


—-MESSAGE FILE 16748 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000330 


—-MESSAGE FILE 16749 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000331 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Fri, 16 Jan 1998 04:05:33 GMT 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <34bedbca.12413714@news.scea.sony.com> 

References: <69cmjaS7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> <34BF10FF.13D7@bc.sympatico.ca> 

NNTP-Posting-Host: client-119-23.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Nick, 

Two cents? That answer was worth it's weight in gold. The only 
question I am left with is: Since a developer uses C++ for certain 
features, is his goal always to try to optimize it so that it's 
performance equals C, i.e. C++ does not offer any speed advantages per 
se, you only wish for the features it offers, and you must work to be 
able to use those features without compromising performance? I hope 
that is a clear question... 

Gratefully, 
Matt 


>Chris is out of town this week. I work with him, so I'll throw in my two 
>cents for what it's worth. 

> 

>One note is that we only hire programmers fluent in Ctt. 

> 

>As far as efficiency goes, I've taken a sprite rendering routine written 
>in C, hand translated it and optimized it in assembly, then compiled the 
>C code in Metrowerks C and in C++, and found that my routine was the 
>fastest, no surprise, but the C version had almost equivalent 
>performance because the compiler knew a few scheduling tricks I didn't. 
>As for C++, the EXACT SAME CODE was generated. Mind you, I wasn't using 
>any C++ specific language features, although the routine was a member of 
>a class in the C++ version. 

> 

>Some C++ constructs like exception handling can cause extreme 
>performance degradation, depending on the vendor. Metrowerks generates 
>very low overhead exception handling code. Visual C++ OTOH causes an 
>overall 25% code bloat, and at least an overall 25% slow down in 
>generated code. I kid you not. 
> 

>Other problematic C++ features like the freakish amount of 
>construction/destruction that goes on can be avoided if you understand 
>the semantics of const references. If you use a clever memory allocator 
>that doles out objects from an array, and never invokes 
>construction/destruction code, C++ works just fine on consoles because 
>you can avoid the biggest C++ bugaboo - memory fragmentation. 

> 

>I've recompiled the BallTest demo using the Metrowerks C++ compiler and 
>get the same framerate as compiling as a C project. 
> 

>I'm 100% convinced that no matter what anyone says, it is possible to 
>write C++ that executes as quickly as a decent C implementation would. 
>Unfortunately, it took several years for me to get good enough to 
>actually be able to say that. 
> 
>Finally, my recommendation if you're just learning to program, is to 
>learn C so you have a good solid language that you can get great mileage 
>out of, then learn Java to get a good grounding in object oriented 
>techniques, threading, and the like, then learn C++ if you are hoping to 
>work in a shop that specializes in C++. 

> 

>- nick 
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-—-MESSAGE FILE 16749 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000331 


——MESSAGE FILE 16750 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000332 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: 16 Jan 1998 09:39:04 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 22 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69n9roSfccl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

Chris is out of town this week. I work with him, so I'll throw in my two 
cents for what it's worth. 

One note is that we only hire programmers fluent in C++. 

D> >>> >>> >>> >>> >>> >>> >> >> >>> >>> >>> >>> >> >> >>> >>> > >>> >>> >>> >>>>>>>>>>>>>>>>>>> 


be.sympatico.ca....hmmmm memories.. You must work for Radical 
Entertainment....or 
EA Canada in Vancouver, BC. 


George@SCEE 


—-MESSAGE FILE 16750 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000332 


—-MESSAGE FILE 16751 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000333 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Fri, 16 Jan 1998 20:01:10 -0000 

Organization: Yaloozer 

Lines: 13 

Message-ID: <690e26$9101@chuka.playstation.co.uk> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <34BDAOB5. 
14FC@charlie.cns.iit.edu> <34bdf4c8.1418796@www-s.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I bet I do as well :) But feel free to put up some creditable 
>opposition. 
> 


Hey Gil get with it. I built it in July and its been on my site for months. 


GRaeme 


strawberry.milkshake.kid@fourny.demon.co.uk 
I checked my mailbox and you werent inside. 
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—-MESSAGE FILE 16751 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000333 


—-MESSAGE FILE 16752 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000334 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Sat, 17 Jan 1998 21:54:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <34c12711.1078139@news.playstation.co.uk> 

References: <694s9m$2dh1l@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-—group.com> <34b9636a.174147@new 
s.scea.sony.com> <0Olbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <34BDAOB5. 
14FC@charlie.cns.iit.edu> <34bdf4c8.1418796@www-s.playstation.co.uk> <690e26$9101@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: th-engl0-051.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 16 Jan 1998 20:01:10 -0000, "Graeme Evans" 
<evans@fourny.demon.co.uk> wrote: 
>Hey Gil get with it. I built it in July and its been on my site for months. 


Nice one Graeme. Well there you go then, Ed. And that means I get to 
play games this weekend instead of build compilers :) 


- Gil 
—-MESSAGE FILE 16752 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000334 


——MESSAGE FILE 16753 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000335 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Chris Blackwell <bespeed@smartt.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Sun, 18 Jan 1998 00:58:53 -0800 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <34C1C44D.D95D81D8@smartt.com> 

References: <34b54e3d.9156136@news.scea.sony.com> 
NNTP-Posting-Host: vict-—mx0101111.smartt.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi Matt. As promised I am taking a look at this thread, and I'll tell you 
right off the bat that I won't touch a C vs. C++ argument. For volumous 
information on this debate I'll refer you to the rec.games.programmer 
newsgroup where you'll find numerous threads discussing just this topic. 
You'll find that there is no easy answer. 


Once again, I'm not interested in getting into a debate, but instead I'll 
tell you why I choose to program my games in C++ rather than C: 


1) C++ provides a framework oriented towards object oriented programming. 
It makes it easier for me to write my programs in an object oriented 
manner, as my thinking process maps better to OOP than other methods. 
Since the much of the new C++ syntax allows me to more simply express OOP 
practices than C, I choose to use C++. 


2) In my practical experience (I have shipped 12 commercial games and 
tools in my career), and based on data provided by profiling tools, if you 
are an experienced coder and optimiser there is no practical difference in 
the speed of code generated from C or C++. Since, to use an old addage, 1% 
of your code gets run 99% of the time, it is worth it to me to not deal 
with my percieved inadequacy of the C syntax to speed up things such as UI 
code. In time critical code I am not usually making function calls or 
dereferencing non-local variables, so the code generated by C or C++ is 
virtually identical where it counts. 
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> 

>Seems to be a crappy system, there must be a better way of doing it, 
>rather than 'logging in' every time and continuously polling the 
>server. ԼԵ should be more server-less, more peer-ful. 


This approach works for web servers and irc. and from what i've heard, 
ICQ uses peer-peer transport, so the servers must just be for directory 
lookup. AFAIK a much better implementation involves having a large 
number of servers arranged in an n-cube, so that all the high volume 
traffic travels along a high bandwidth, redundant route. server based 
protocols are also better in cases where firewalls stop free'n'easy 
peer-peer networking. 


Monash university has a system known as goofey, which has been around for 
about 6 years now, which is similar to ICQ in many ways. There's also a 
system called zephyr, which grew up in one of the american universities. 
Maybe it's worth finding the source to the server and clients, and setting 
up a server just for yaroze users. The only real requirement is a (unix 
based) machine permanently connected to the net to act as a server. Goofey, 
at least, has unix and windows clients. 


>Toby. 


Toby. 
—-MESSAGE FILE 1766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00469 


—-MESSAGE FILE 1767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000470 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Wed, 11 Mar 1998 23:25:11 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <6e82f6Si0m7@scea> 

References: <3506f145.5827417@news.playstation.co.uk> <01lbd4d48S7c0aab60S$9c2f63c3@de 
fault> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm 5032432, while we're at it. What's the time difference between you all 
and California-—-eight hours? Ouch...I haven't become quite _that_ 
timeshifted yet... 


mike 


—-MESSAGE FILE 1767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00470 


—-MESSAGE FILE 1768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000471 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: Thu, 12 Mar 1998 13:25:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3507E24F.2844@127.0.0.1> 

References: <6e5qdr$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
նէ» <3506CCE6.7301@127.0.0.1> <slrnégelmu.ild.toby@ns.forefront.com.au> 
NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 
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3) Noting the above, C++ was designed not just as a C with classes, but 
also as a "better" C in the fact that it has features to protect from some 
common errors made by C programmers. For quality critical software that 
must be shipped to the market, any features which help avoid errors are 
nice. 


So there you go. I hope this helps you! 


-Chris Blackwell 


——MESSAGE FILE 16753 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000335 


—-MESSAGE FILE 16754 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000336 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: games 

Date: Sun, 18 Jan 1998 04:40:41 -0600 

Organization: Student at the University Of Illinois 

Lines: 41 

Message-ID: <34C1DC29.7199@uiuc.edu> 

References: <69cuqm$4382@scea> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: archbald-5.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; 1) 


Michael Hough wrote: 
> 
What do you like and dislike about the current crop of games 
available(both Yaroze and commercial) and in what 

ways can we craft a new, superior generation of games? 


V V V V 


I own around 40 PlayStation games, and of everything I own, I have to 
say that "ONE" is the most amazing of them all. I bought it two days 
ago, and I end up playing it for _hours_.. only quitting when my hands 
are numb and my whole body is shaking from the adrenaline overload. (Hey 
-- everyone needs a hobby.. :) 

Anyways, ONE looks like the thing to beat. 


Of all the NY games, I'd have to say that "The Appointed Station" (from 
Japan) has held my interest the longest. Interestingly enough, it was 
also one of the first NY games, wasn't it? How the heck did they make 
such a good game so soon after getting the system? Kinda makes me 
wonder... 


It seems to me that there's been a lot of talk about various programming 
techniques and graphics, but little about higher-level things or game 
design. I--and I suspect many others--are at the point where I'm 
comfortable enough with the system to attempt a real project. 


VV V V V V V 


mike 


I'd love to work with other people on whatever I do next. I think that 
most people are doing their first game on their own, just to get ramped 
up on the Yaroze in general. It'd be cool if a few groups of people 
started getting together soon, pooling their knowledge & talent and 
making a team effort on a game. If somethig like that begins to happen, 
odds are we'll be seeing a major jump in quality (in all areas) in the 
stuff that's being produced. 


Just my $0.02, 
—Mark J. 
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--MESSAGE FILE 16754 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000336 


——MESSAGE FILE 16755 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000337 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Sun, 18 Jan 1998 12:18:11 -0600 

Organization: (no organization) 

Lines: 25 

Message-ID: <34C24763.4ADB@charlie.cns.iit.edu> 

References: <694s9m$2dhl@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <34BDAOB5. 
14FC@charlie.cns.iit.edu> <34bdf4c8.1418796@www-s.playstation.co.uk> <690e26$9101@ch 
uka.playstation.co.uk> <34c12711.1078139@news.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Gil Jaysmith (Telecommuting) wrote: 
On Fri, 16 Jan 1998 20:01:10 -0000, "Graeme Evans" 


<evans@fourny.demon.co.uk> wrote: 
>Hey Gil get with it. I built it in July and its been on my site for months. 


Nice one Graeme. Well there you go then, Ed. And that means I get to 
play games this weekend instead of build compilers :) 


> 
> 
> 
> 
> 
> 
> 
> 
> 


= Girl 


Gotcha! I snarfed it up. Thanks guys! Next game will be C++, 
promise! :-) 


By the way: I compiled the GNU C from the Yaroze sources, and 
there were a few little glitches. Does anyone know what system 
it was intended to be compiled under? I was using "DJGPP v2" 
under a DOS box in Win95. It almost looks like it was originally 
built with "DJGPP v1". 


For example: It couln't find stab.h, so I needed to edit the 
makefile to -DNO_STAB_H. Also, the makefile wanted "go32", 
instead of "go32-v2". 


EdF 
——MESSAGE FILE 16755 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000337 


——MESSAGE FILE 16756 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000338 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: What are you? 

Date: Sun, 18 Jan 1998 12:24:00 -0600 

Organization: (no organization) 

Lines: 13 

Message-ID: <34C248C0.6365@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I've read a few threads here and there proposing the creation 
of "Yaroze coding groups", to make demos and/or games in 
groups. 
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My thinking is that there are too many programmers, and not 
enough artists or musicians. 


I'm wondering what the ratio is here. 
Anyway: I'm a "programmer". 


What are you? 
Ed Federmeyer 
—-MESSAGE FILE 16756 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000338 


—-MESSAGE FILE 16757 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000339 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Sun, 18 Jan 1998 14:50:16 GMT 

Organization: SCEA News Server 

Lines: 61 

Message-ID: <34c20b9a.32261515@news.scea.sony.com> 

References: <34b54e3d.9156136@news.scea.sony.com> <34C1C44D.D95D81D8@smartt.com> 
NNTP-Posting-Host: client-119-125.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

Awe, debates are fun when you don't hit below the belt... 
Thanks for you reply. It has become clear to me that C++ is a language 
well worth learning, which was my original inquiry. On the other hand, 
it is also obvious that in my position, my best path is to get C down 
pat, work a whole lot with the yaroze, and then come back to C++ 


in the future after I've got the libgs, libraries in my head along 
with gaming algorithms, utilizing graphics and sound applications, 
etc... There is just so much for the beginner to learn! I'll be back 


to C++, after studying and learning a minimum of 5000 more pages of 
games related information. That's a low estimate too... 

I will check out that newsgroup, thanks everyone for clarifying the 
issue to me. I wondered for months why some programmers would choose 
to stay with C when a new, ‘improved' version of the language was 
available, while others would sing it's praises and claim that those 
who shunned it were 'blissfully ignorant'. Now I know that there are 
overhead issues, type-of-game issues, time constraint issues, 
working-—as—a-team-—with-different-modules issues, etc... 

Thanks. 
Cheers, 
Matt 


>Hi Matt. As promised I am taking a look at this thread, and I'll tell you 
>right off the bat that I won't touch a C vs. C++ argument. For volumous 
>information on this debate I'll refer you to the rec.games.programmer 
>newsgroup where you'll find numerous threads discussing just this topic. 
>You'll find that there is no easy answer. 

> 

>Once again, I'm not interested in getting into a debate, but instead I'll 
>tell you why I choose to program my games in C++ rather than C: 

> 

>1) C++ provides a framework oriented towards object oriented programming. 
>It makes it easier for me to write my programs in an object oriented 
>manner, as my thinking process maps better to OOP than other methods. 
>Since the much of the new C++ syntax allows me to more simply express OOP 
>practices than C, I choose to use C++. 

> 

>2) In my practical experience (I have shipped 12 commercial games and 
>tools in my career), and based on data provided by profiling tools, if you 
>are an experienced coder and optimiser there is no practical difference in 
>the speed of code generated from C or C++. Since, to use an old addage, 1% 
>of your code gets run 99% of the time, it is worth it to me to not deal 
>with my percieved inadequacy of the C syntax to speed up things such as UI 
>code. In time critical code I am not usually making function calls or 
>dereferencing non-local variables, so the code generated by C or C++ is 
>virtually identical where it counts. 
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> 

>3) Noting the above, C++ was designed not just as a C with classes, but 
>also as a "better" C in the fact that it has features to protect from some 
>common errors made by C programmers. For quality critical software that 
>must be shipped to the market, any features which help avoid errors are 
>nice. 

> 

>So there you go. I hope this helps you! 

> 

>-Chris Blackwell 

> 

> 


--MESSAGE FILE 16757 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000339 


——MESSAGE FILE 16758 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000340 
Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 19 Jan 1998 10:44:31 +1100 

Organization: Forefront Software Services 

Lines: 106 

Message-ID: <34C293DF.6237DFF6@forefront.com.au> 

References: <69cmjaS$7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> <34BF10FF.13D7@bc.sympatico.ca> 

NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


[sorry, some of this is a little off topic as far as the yaroze goes] 


Nick Porcino wrote: 


> As far as efficiency goes, I've taken a sprite rendering routine written 
> in C, hand translated it and optimized it in assembly, then compiled the 
> C code in Metrowerks C and in C++, and found that my routine was the 

> fastest, no surprise, but the C version had almost equivalent 

> performance because the compiler knew a few scheduling tricks I didn't. 

> As for C++, the EXACT SAME CODE was generated. Mind you, I wasn't using 

> any C++ specific language features, although the routine was a member of 
> a class in the C++ version. 

How does that compared to the code generated by GCC? Current wisdom seems 

to be that the GCC codegen is really rather tight. 


The identical code generation is pretty normal. Essentially if you 

use C++ as nothing but C with classes, then you can expect that, as 

a method call is little more than a function call with 'this' as an 
additional parameter. if the function contains no references to 'this', 
then the parameter will be optimised away, or if the equivalent C 
version has to pass an extra struct pointer, then the result will be the 
same. 


Some C++ constructs like exception handling can cause extreme 
performance degradation, depending on the vendor. Metrowerks generates 
very low overhead exception handling code. Visual C++ OTOH causes an 
overall 25% code bloat, and at least an overall 25% slow down in 
generated code. I kid you not. 


VVVVV 


Other problematic C++ features like the freakish amount of 
construction/destruction that goes on can be avoided if you understand 
the semantics of const references. If you use a clever memory allocator 
that doles out objects from an array, and never invokes 
construction/destruction code, C++ works just fine on consoles because 
you can avoid the biggest C++ bugaboo - memory fragmentation. 


VVVVVV 


Other things that will hurt performance and code size are: 


* virtual methods 
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These both increase the size and ctor code length of structures, 
as well as force all method calls to go through an extra table 
lookup. 


* passing classes by value 
This is an extension of the const problem. I'm pretty sure that the 
compiler can't optimise away const pass-by-value, as that requires 
making an assumption that the copy ctor doesn't have side-effects. 
If that's the case, then passing by value will cause much more 
code execution. Passing by const reference is much more preferable. 


* templates 
Templates are evil. 'Nuff said. While they're kind of handy in some 
places, when memory is a premium, they're really nasty. 


Other things to watch out for are poor quality 3rd party classes. This 
isn't a big issue for programming the yaroze, seeing as we don't by 
default get any. Having the simple stuff written for you in easy to 
reuse classes is one of the great advantages of object orientedness, 
which seems to me to be a reason not to write C++ on the yaroze. 


About a year ago, there was a _great_ series of brainteaserish posts 
on comp.lang.ct+ called 'Guru of the Week' about the pitfalls of C++. 
They're a great read, even though they're aimed at more general C++ 
programming. The writer provides C++ snippets with subtle bugs, 
inconsistencies and inefficiencies, and then, after discussion has 
calmed down a bit, follows them up with complete descriptions of the 
problems and suggested solutions. They're not a good way to learn C++, 
but they're certainly good for improving C++ skills. 

There's an archive of GotW at http://www.cntc.com 


I'm 100% convinced that no matter what anyone says, it is possible to 
write C++ that executes as quickly as a decent C implementation would. 
Unfortunately, it took several years for me to get good enough to 
actually be able to say that. 


V V V V 


I'll agree completely with this statement. Most of the old C++ compilers 
worked by converting the C++ to C anyway, and so anything you can think 
of that has a reasonably trivial mapping from C++ to C will generate 
similar, if not exactly the same, code. 


One thing that must be said though, is that to write C++ for speed is 
often to write C++ like a C programmer, which in some ways defeats the 
purpose of OO programming. I didn't properly learn the distinction until 
I came back to OO programming via another language entirely. 


Finally, my recommendation if you're just learning to program, is to 
learn C so you have a good solid language that you can get great mileage 
out of, then learn Java to get a good grounding in object oriented 
techniques, threading, and the like, then learn C++ if you are hoping to 
work in a shop that specializes in C++. 


V V V V V 


To throw in another opinion here, Python is easily as good a language as 
Java, in terms of learning Object Oriented programming. While Java is one 
of the new buzzwords, and is more likely to get you a job (job? who on 
earth would want on of those...), it owes a lot of its inspiration to C++, 
and as such is likely to cause confusion and bad OO programming practices, 
just like moving from C to C++. Python is nice because it has a clean and 
simple syntax that is easy to learn, and encourages OO programming 


Toby. 

Toby Sargeant + The sun describes its lonely arc, 
gothic@sirwal.mmcc.monash.edu.au A brilliant ballet of red and blue, 
[c|c++|per1|680x0|80x86|lisp|1m1] Drawing the soft mist of starlight 
[HTML | vim|Linux|python|music|art] Shivering expectantly in its wake. 


—-MESSAGE FILE 16758 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000340 


——MESSAGE FILE 16759 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000341 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: What are you? 

Date: Sun, 18 Jan 1998 15:15:32 -0800 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <69u351$73b1@scea> 

References: <34C248C0.6365@charlie.cns.iit.edu> 
NNTP-Posting-Host: delirium.Stanford.EDU 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ed Federmeyer wrote in message <34C248C0.6365@charlie.cns.iit.edu>... 
>I've read a few threads here and there proposing the creation 

>of "Yaroze coding groups", to make demos and/or games in 

>groups. 

> 

>My thinking is that there are too many programmers, and not 

>enough artists or musicians. 


> 

>I'm wondering what the ratio is here. 
> 

>Anyway: I'm a "programmer". 

> 


>What are you? 


I'm also a programmer, and a little bit of an artist. 


Odds are that most of us who've actually purchased the Yaroze are 
programmers; it's a programmers' tool. 


mike 


-—-MESSAGE FILE 16759 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000341 


——MESSAGE FILE 16760 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000342 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Sun, 18 Jan 1998 16:56:48 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <34C2A4D0.7EE4@concentric.net> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts011d44.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I am a programmer first and a wannabe artist second. I can't 
draw freehand, but with a 3D package I can get some decent 
looking stuff. 


Scott 
—-MESSAGE FILE 16760 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000342 


——MESSAGE FILE 16761 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000343 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 19 Jan 1998 11:12:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <34c33489.693181@www-s.playstation.co.uk> 

References: <694s9m$2dh1l@emeka.playstation.co.uk> <34b61fe8.37406567@news.scea.sony. 
com> <Olbdlee3$1£77db40$8fd449c2@Angelal.intelligent-group.com> <34b9636a.174147@new 
s.scea.sony.com> <0lbd1lf3c$55alae40$71d449c2@Angelal.intelligent-—group.com> <34b99f9 
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1.2340700@news.scea.sony.com> <34bala80.10686421@www-s.playstation.co.uk> <34BDAOB5. 
14FC@charlie.cns.iit.edu> <34bdf4c8.1418796@www-s.playstation.co.uk> <690e26$9101@ch 
uka.playstation.co.uk> <34c12711.1078139@news.playstation.co.uk> <34C24763.4ADB@char 
lie.cns.iit.edu> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 18 Jan 1998 12:18:11 -0600, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 

>By the way: I compiled the GNU C from the Yaroze sources, and 
>there were a few little glitches. Does anyone know what system 
>it was intended to be compiled under? I was using "DJGPP v2" 
>under a DOS box in Win95. It almost looks like it was originally 
>built with "DJGPP v1". 


vl seems likely. v2 switched to using DPMI provided by something like 
CWSDPMI as opposed to go32. 


>For example: It couln't find stab.h, so I needed to edit the 
>makefile to -DNO_STAB_H. Also, the makefile wanted "go32", 
>instead of "go32-v2". 


—-DNO_STAB_H would work; so would renaming gstab.h to stab.h. Good old 
stabs. Makes you wonder why more people don't use stabs as the debug 
format. Or perhaps it doesn't :) 


- Gil 
—-MESSAGE FILE 16761 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000343 


—-MESSAGE FILE 16762 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000344 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Mon, 19 Jan 1998 11:15:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <34c33527.852132@www-s.playstation.co.uk> 

References: <69cmjaS$7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> <34BF10FF.13D7@bc.sympatico.ca> <34C293DF.6237DFF6@forefront.com.au> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 19 Jan 1998 10:44:31 +1100, Toby Sargeant 
<toby@forefront.com.au> wrote: 
>Current wisdom seems to be that the GCC codegen is really rather tight. 


The per-function code generation of GCC is okay (provided you have 
lots of virtual memory). It's got bugger-all cross-function 
optimisation and the code motion isn't up to much. It also sometimes 
doesn't reoptimise the assembly if it breaks up single insns into 
multiple ones in the hope that it can then peephole subsequent 
instructions and weave them in; it should reform the original 
instruction. This happens primarily with 32-bit register loads. 


- Gil 
—-MESSAGE FILE 16762 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000344 


—-MESSAGE FILE 16763 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000345 
Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Tue, 20 Jan 1998 11:49:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira.rainey—2001981149140001@host5-99-61-232 .btinternet.com> 
References: <34C248C0.6365@charlie.cns.iit.edu> 

NNTP-Posting-Host: host5-99-61-232.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 
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> What are you? 


Programmer with Photoshop 


Ira 
--MESSAGE FILE 16763 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000345 


—-MESSAGE FILE 16764 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000346 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: 20 Jan 1998 14:57:15 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <0Olbd25cd$f23ab8e0$119dcdcd@nsantos> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

NNTP-Posting-Host: ppp-annex-0307.tor.total.net 

X-Newsreader: Microsoft Internet News 4.70.1160 


Pure programmer. My art sucks. 
Nelson 


——MESSAGE FILE 16764 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000346 


—--MESSAGE FILE 16765 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000347 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Tue, 20 Jan 1998 18:52:24 +0000 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <34C546C8. 6A63F8E1@ix.netcom.com> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

NNTP-Posting-Host: dgr-il4-09.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


game designer / musician 


Programming bores me to death, but I'm willing to bet I've got some 
degree of coding skill. 


Manny Najera 


—-MESSAGE FILE 16765 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000347 


——MESSAGE FILE 16766 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000348 
Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Let's start a Շ-64 scene! 

Date: Thu, 22 Jan 1998 13:10:20 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 12 

Message-ID: <34C68E6C.794B@a@peace.co.nz> 

References: <O1lbd220£$566d4f20$S989dcdcd@nsantos> <34BEA94C.260AD91E@ix.netcom.com> 
NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 
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Manny Najera wrote: 
> 


> Before you do anything, however, someone needs to code an s3m player. 


I'm on the case - I'm doing a FastTracker player. Don't wait up though. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


System administration is a tough job 
But someone made me do it 
——MESSAGE FILE 16766 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000348 


—-MESSAGE FILE 16767 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000349 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Chat 

Date: Thu, 22 Jan 1998 02:53:08 GMT 

Organization: L4 Software 

Lines: 6 

Message-ID: <34c6b419.40663706@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I just had a problem that sounds like the one several of you have 
reported. I went to the auditorium, and nothing happened. I cleared my 
memory cache and disk cache in Netscape and went back to the 
auditorium. Everything worked fine after the 500+ download completed. 


Mario 
--MESSAGE FILE 16767 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000349 


—-MESSAGE FILE 16768 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000350 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Let's start a C-64 scene! 

Date: Wed, 21 Jan 1998 03:53:22 -0600 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <34C5C592.ADF72241@ix.netcom. com> 

References: <0O1lbd220f$566d4f20S989dcdcd@nsantos> <34BEA94C.260AD91E@ix.netcom.com> Հ 
34C68E6C.794Be@peace.co.nz> 

NNTP-Posting-Host: dgr-il1l-13.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


James Russell wrote: 


> I'm on the case - I'm doing a FastTracker player. Don't wait up 
> though. 


Hey, do you think the PlayStation is powerful enough for the new Impulse 
Tracker format? I'm talking about the MMX only version that supports 
cutoff and resonance filters. If I wish one feature for Sony's next 
console (or any other), it would have to be cutoff and resonance... 


Manny Najera 


——MESSAGE FILE 16768 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000350 


--MESSAGE FILE 16769 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000351 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: What are you? 

Date: Wed, 21 Jan 1998 09:28:57 -0800 
Organization: SCEA News Server 

Lines: 14 

Message-ID: <34C63059.252179B7@znet .com> 
References: <34C248C0.6365@charlie.cns.iit.edu> 
NNTP-Posting-Host: sctsl1-17.znet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Ed Federmeyer wrote: 


> 
> What are you? 


Like, that's a heavy question, man. 

I'm an artist, trapped in a programmer's body. 
But actually, 

"I am not a programmer! I am a human being!" 
sorry... 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 16769 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000351 


—-MESSAGE FILE 16770 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000352 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Wed, 21 Jan 1998 22:37:36 -0800 

Organization: SCEA News Server 

Lines: 74 

Message-ID: <34C6E92E.1D33@bc.sympatico.ca> 

References: <69cmjaS$7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> <34BF10FF.13D7/7@bc.sympatico.ca> <34C293DF.6237DFF6@forefront.com.au> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta0lm06-173.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Toby wrote: 

>How does [Metrowerks] compared to the code generated by GCC? 
>Current wisdom seems to be that the GCC codegen is really rather 
>tight. 


My understanding is that Metrowerks isn't as tight as GCC, although a 
REALLY interesting point which you can glean if you read Metrowerk's 
annual report is that Metrowerks is donating work to the gcc project, 
specifically updating the compilers to support ELF format and there 
might be some compiler technology cross over as well. I've noticed 
that gcc and Metrowerks share some of the same quirks (read "bugs") 
which I wouldn't want to read TOO much in to. 


>The identical code generation is pretty normal. Essentially if you 
>use C++ as nothing but C with classes, then you can expect that, 


Well put. 

>* virtual methods 

> These both increase the size and ctor code length of structures, 
> as well as force all method calls to go through an extra table 
> lookup. 


We only use pure virtual methods in game code, and we only did that 
after we verified that pure virtual base classes do not 
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Toby Sargeant wrote: 

> There was a rumour that the ION Storm (was it ID back then?) team could 

> only compile quake 2 on one of their development machines, because on every 

> other (identically configured) machine, Visual C++ would generate code 

> that just left the player spinning around in circles with no means of control. 
Thats funny :) 


VC++ is $#!+e full stop. iNTEL gcc produces much better code. 


> No compiler is perfect. GCC is (scarily enough) among the best. As long as 
> you're not compiling convoluted C++, at least... 

GCC is good, but because of its portablility a processor specific 

compiler can beat it 

SGI's compiler is good, Acorn's compiler is far better than ARM GCC, 
although 


int 1» 

1 = 0; 

in a simple file will print out Acorns address :) (yes I know its not 
legal C, but the effect 

is nice) 

Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 1768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00471 


—-MESSAGE FILE 1769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000472 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Thu, 12 Mar 1998 13:31:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3507E3C5.AFF@127.0.0.1> 

References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 
9417664 


nuff said. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
= Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00472 


-—-MESSAGE FILE 1770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000473 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 
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generate vtables under VC++ or Metrowerks. The reason we use 
pure virtuals is to enforce an interface. Something you can nowadays 
use templates for in some cases. 


>* passing classes by value 


> This is an extension of the const problem. I'm pretty sure that 
the 

> compiler can't optimise away const pass-by-value, as that requires 

> making an assumption that the copy ctor doesn't have side-effects. 

> If that's the case, then passing by value will cause much more 

> code execution. Passing by const reference is much more 
preferable. 


Danger danger Will Robinson! Passing by const reference has a REALLY 


EVIL side 


effect - the compiler will generate temp references galore! 


In a recent game engine, we did a lot of const String& parameter passing 
and discovered that VC++ and Metrowerks both generated hundreds of 


thousands of copies of the string objects at run time just to make sure 
nothing icky happened! This is the biggest C++ gotcha of all time, I 
think. 

P-YEW! We've banned const Object& parameters since then. 

>* templates 

> Templates are evil. 'Nuff said. While they're kind of handy in some 
> places, when memory is a premium, they're really nasty. 


They do have their place, but you really have to know what you're doing. 


After the 
templates, 


Peg 


const ref fiasco, I'm doubly careful about static members in 
especially. 


>One thing that must be said though, is that to write C++ for speed is 


>often to 


write C++ like a C programmer, which in some ways defeats the 


>purpose of OO programming. I didn't properly learn the distinction until 
>I came back to OO programming via another language entirely. 


I've started thinking of C++ as a souped up C, and am backing down on 
a lot of supposedly good practices, like accessor methods. 


[sss] 


>To throw 
>Java, in 


in another opinion here, Python is easily as good a language as 
terms of learning Object Oriented programming.... 


A lot of guys in our shop swear by Python. 


Thanks for your thoughtful comments, 


- nick 
——MESSAGE 


—-MESSAGE 


FILE 16770 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000352 


FILE 16771 START: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000353 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 


Date: Wed, 


21 Jan 1998 22:42:41 -0800 


Organization: SCEA News Server 


Lines: 19 


Message-ID: <34C6EA5F.3DFB@bc.sympatico.ca> 
References: <69cmjaS$7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> <34BF10FF.13D7@bc.sympatico.ca> <34bedbca.12413714@news.scea.sony.com> 


Reply-To: 


Nick_Porcino@studio.disney.com 


NNTP-Posting-Host: vcta0lm06-173.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


X-Mailer: 


C++ doesn' 


Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


t offer any particular speed advantages unless you get into 


template meta-programs which allow massive inline optimizations of 
algorithms at compile time, at the cost of space of course. 
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What C++ does offer is higher productivity, things generally go together 
quicker with C++ especially after you have a few boilerplate classes 
kicking around. Having everything encapsulated in objects also helps 
more experienced programmers help less experienced programmers debug 
easier because the class structure tends to enforce certain coding 
practices. One thing you'll never have to tolerate again is magick 
(void*) casts because pure virtual base classes can be used in those 
cases. 


I have less pain helping our jr programmers debug their C++ code, except 
for when they start relying on side effects of odd language features 
like operator overloading and const reference parameters! ; ) (See other 
message in this thread). 


-nick 
——MESSAGE FILE 16771 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000353 


——MESSAGE FILE 16772 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000354 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Wed, 21 Jan 1998 22:52:19 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <6a6rlh$8n11@scea> 

References: <34c6b419.40663706@205.149.189.29> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Mario Perdue wrote in message <34c6b419.40663706@205.149.189.29>... 

>I just had a problem that sounds like the one several of you have 
>reported. I went to the auditorium, and nothing happened. I cleared my 
>memory cache and disk cache in Netscape and went back to the 
>auditorium. Everything worked fine after the 500+ download completed. 
> 

>Mario 


Cool! Unfortunately, that hasn't been my experience; I just got Netscape 3, 
thinking perhaps my IE4 was somehow barfing--but no amount of reloading and 
cache clearing sems to work. It loads the familiar box with buttons, but in 
the middle is a white rectangle; I don't get any names or prompts or 
anything. On the status bar, though, it says "Connect: Contacting host: 
www.scea.sony.com: 8057..." and then after a while it stops. My Java 
Console, however, is saying the following: 


PlaceWare client 1.1b3 connecting to www.scea.sony.com:8057 

Direct connection failed (java.net.SocketException: No error), falling back 
to HTTP 

Error opening http response: java.io.IOException: There was no response. The 
server could be down 

or is not responding. 


If you are unable to connect again later, contact 
the server's administrator. 


Could it be that the server is somehow failing or misconfigured? 


mike 


—-MESSAGE FILE 16772 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000354 


--MESSAGE FILE 16773 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000355 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: Chat 

Date: Thu, 22 Jan 1998 07:31:14 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34c6£440.2719312@news.scea.sony.com> 

References: <34c6b419.40663706@205.149.189.29> <6a6rlhš$8nll@scea> 
NNTP-Posting-Host: client-119-24.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

I did not realize you all were going to try to meet again. Oh 
well, I am a political junkie anyway, last night was a pretty 
interesting night. 

I just tried your approach Mario, and I too had the same experience 
as Micheal. The 500 kb. of apps. loads, and then my browser goes 
quiet. I can watch my modem trying to communicate back and forth 
with the Sony server, but they just keep communicating back and forth 


with no subsequent action. I never had to take any special steps to 
enter the lobby and auditorium last fall... Hmmm.... 
Matt 
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--MESSAGE FILE 16773 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000355 


—-MESSAGE FILE 16774 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000356 


Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Fri, 23 Jan 1998 10:32:58 +1100 
Organization: Forefront Software Services 

Lines: 62 

Message-ID: <34C7D72A.EA500AB0@forefront.com.au> 


References: <69cmjaS$7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea.sony. 
com> <34BF10FF.13D7/7@bc.sympatico.ca> <34C293DF.6237DFF6@forefront.com.au> <34C6E92E. 


1D33@bc.sympatico.ca> 

NNTP-Posting-Host: ws19.forefront.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Nick wrote: 


ԱԱ. 

>* virtual methods 

> These both increase the size and ctor code length of structures, 
> as well as force all method calls to go through an extra table 
> lookup. 


We only use pure virtual methods in game code, and we only did that 
after we verified that pure virtual base classes do not 

generate vtables under VC++ or Metrowerks. The reason we use 

pure virtuals is to enforce an interface. Something you can nowadays 
use templates for in some cases. 


VVVVVVVVV VA 


I can't see how this can help completely. Even if the entire base class 
is virtual, code needs to be generated to determine the actual type 
of the object called via a base class pointer. Of course if you were 
writing OO C (don't laugh, depending on your definitions of OO, it's 


possible), and you were dealing with unnamed types like this, then you'd 
have to write the same code for yourself, so the loss is smaller than if 


the compiler generates vtables. 


> >* passing classes by value 

> > This is an extension of the const problem. I'm pretty sure that 

> the 

> > compiler can't optimise away const pass-by-value, as that requires 
> > making an assumption that the copy ctor doesn't have side-effects. 
> > If that's the case, then passing by value will cause much more 

> > code execution. Passing by const reference is much more 

> preferable. 

> 

> Danger danger Will Robinson! Passing by const reference has a REALLY 

> EVIL side effect - the compiler will generate temp references galore! 
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In a recent game engine, we did a lot of const String& parameter passing 
and discovered that VC++ and Metrowerks both generated hundreds of 
thousands of copies of the string objects at run time just to make sure 
nothing icky happened! This is the biggest C++ gotcha of all time, I 
think. 

P-YEW! We've banned const Object& parameters since then. 


V V V V V V 


This makes me really really scared. I can't see any reason why a compiler 
would generate code like that. The problem should Dbe with references, and 
not with the const. Did the compiler generate copies of the string, or 
copies of the string reference? If it generated copies of the string, then 
i would consider that a compiler bug, seeing as it means that const casts 
won't have the correct effect. Passing by const ref is supposed to be 

much more efficient. Quoting the GotW #2, which agrees with what my hons 
C++ lecturer, among other people, said, the rules regarding temporaries 
are supposed to be: 


Rule] Prefer passing const& instead of copied values. 

Guideline] Prefer preincrement, avoid postincrement. 

Guideline] Watch out for hidden temporaries created by 
implicit conversions. One good way to avoid this 
is to make ctors explicit when possible. 


Rule] Follow the single-entry/single-exit rule. Never 
write multiple return statements in the same 

Rule] Never, ever, EVER return references to local 
objects. 


Is it possible to see some code that demonstrates this? 


toby 
—-MESSAGE FILE 16774 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000356 


——MESSAGE FILE 16775 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000357 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Thu, 22 Jan 1998 22:12:53 -0400 

Organization: Humber College A.A.T. 

Lines: 33 

Message-ID: <34C7FCA3.7A10@admin.humberc.on.ca> 

References: <34C248C0.6365@charlie.cns.iit.edu> <34C63059.252179B7@znet.com> 
Reply-To: kennedy@moe.acad.humberc.on.ca 

NNTP-Posting-Host: panther.humberc.on.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


A wizened old man trapped in a body of a 26 year old... 


This 26 Year old thinks he can do a bit of art, a lot of photoshop, a 
lot of 3dstudio_max, and some real kick-ass assembly when he gets the 
chance. 


As for me, I'm a tech. I design things and make them work. 


I barely get to see daylight, and my forepaws are larger than my feet.. 
Wait, that was the bad trip I took back in October... 


I network computers for a living, and I love to snowboard. 

I wish to succeed in writing some games on my NY if the environment will 
co-operate. Like CodeWarrior.. On A 68K MacIIfx. 

I do now have a PowerPC 6100/60 to try out, but I can lose it at a 
moments notice. 

See my web-page at http://panther.humberc.on.ca/~kennedy/index.html 


£ 
and look at some of the projects I want to get going on. 


Personnally I think the Great Space Battles would be the best seller of 
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all. 
3D Studio implemented technology by several programming authours 
Fach segment and domain programmed by a different producer. 


Kind-of like the way the move Ghost In The Shell was produced. 
Take a peek at the credits some time and you see what I mean. 


I'd love to be that. 


-sean 
——MESSAGE FILE 16775 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000357 


——MESSAGE FILE 16776 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000358 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze [non-blocking] 

Date: Fri, 23 Jan 1998 00:03:12 -0600 

Organization: (no organization) 

Lines: 132 

Message-ID: <34C832A0.1C35@charlie.cns.iit.edu> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> <34 
B43B9E.4585@concentric.net> <34B50CA8.88D@playstation.sony.com> <34B70118.2D76@ix.ne 
tcom.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Spellweaver wrote: 

It would be truly useful to know how to access the SIO port 
directly, as the Yaroze libraries are not particularly swift at 
times. This would also allow non-blocking polling of the port, 
etc.; if anyone has figured out how to do this (or if Sony might 
be persuaded to release some info regarding this), let me know 
(or better yet, post it here or in the .hardware group so that 
everyone can work on this underused but potentially very 
interesting area of PSX development). 


VVVVVVVV 


If you've already figured this out, never mind. If not: here goes! 
Below is a demo program that polls the "tty" device, without blocking. 
The key is to "open" the device with the O_NBLOCK attribute. 


The only problem I've seen so far is that CTRL-S and CTRL-Q are used 
for flow control, so those characters need to be avoided. Maybe 
using a different program then "siocons" with "hardware flow control" 
enabled and "software flow control" disabled will get around this? 
Maybe there are "Siocons" params that turn off Xon/Xoff? (software 
flow control) 


I'll also leave it to you to see if the "write" works simmilarly (ie, 
what happens if you write so much so fast the output buffer fills?), 
and to measure performance to see if it'll be truly useful. This 


example is written for clarity not speed. 


Hey, it's a start! 
Ed Federmeyer 


cut here 


/* 
* Demo of NON-BLOCKING serial I/O on the Net Yaroze. 
* By: Ed Federmeyer 


#include <libps.h> 
#include <sys/file.h> 
#include <stdio.h> 
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* For some reason, the <ctype.h> macros reference _ctype_, which 
* doesn't exist in the libps.a. So we do this the hard/kludgy way. 
* If someone knows the trick to making <ctype.h> work in the 
* Yaroze-world, let me know... 
%Z 
int 
isprint( char inchar ) 
{ 
if ( (inchar >= 0x20) && (inchar <= Ox7E) ) { 
/* The character is 'printable'. */ 
return( 1 ); 


} 


/* The character is NOT 'printable'. */ 
return( O ); 


int 
main( void ) 


{ 


int ifd; 

int status; 
unsigned char inbyte; 

int toggle = 0; 
/* 


* Open the "tty" device in NON-BLOCKING mode, meaning when you 

* call "read" on it, if there are no characters, it will return 
* immediatly (with a status of "0", meaning "0" characters read), 
* instead of waiting for characters. 


ifd = open( "tty", O_RDWR | O_NBLOCK ); 
if ( ifd <0) Í 
printf( "Cannot open tty\n" ); 
return( -1 ); 


printf( "Type characters (~ to exit):\n" ); 
while (1) { 


/* 

* Poll the 'tty' device to see if data has arrived. 

* 

/ 

status = read( ifd, &inbyte, 1 ); 

if ( status < 0) Í 
printf( "error in read. status=%d\n", status ); 
close( ifd ); 
return( -1 ); 


} 


if ( status == ) { 
/* 
* Yay! Got a byte! Maybe do something cool like 
* build a protocol packet or something. We'll just 
* print it out for this demo though. 


* 
/ 
printf£( "got 0x%02X '5Շ' Վո", inbyte, 
(isprint (inbyte) ? inbyte : '.') ); 
if ( inbyte == '~' ) { 
printf( "Exiting.\n" ); 
close( ifd ); 
return( O ); 
} 
} else if ( status == ) (í 
/* 


* Normally, do nothing. But for demonstration, 
* print some stuff so you know we're not blocked 
* on the 'read'. 


#7 
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if ( ++toggle > 1000 ) { 
toggle = 0; 
printf( "." ); 


* I don't see how this could ever happen. v=) 
*/ 
printf( "unexpected status=%d\n", status ); 
close( ifd ); 
return( O ); 


} 


/* We should never really get here... */ 
close( ifd ); 
return( 0 ); 


} 
——MESSAGE FILE 16776 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000358 


—-MESSAGE FILE 16777 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000359 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Fri, 23 Jan 1998 23:31:40 GMT 

Organization: L4 Software 

Lines: 6 

Message-ID: <34c927ff£.28169462@205.149.189.29> 

References: <34c6b419.40663706@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I've just found out that the Auditorium program expired and a new 
version will be uploaded soon. With luck, this will cure the problems 
with the lobby. I'll post a message here when we're ready to try 
again. 


Mario 
——MESSAGE FILE 16777 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000359 


—-MESSAGE FILE 16778 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000360 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Tue, 27 Jan 1998 03:25:26 -0600 

Organization: Student at the University Of Illinois 

Lines: 9 

Message-ID: <34CDA806.7908@uiuc.edu> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

Reply-To: jawad@uiuc.edu 
NNTP-Posting-Host: istanbul-6.slip.uiuc.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 


I have to totally agree w/ Ed on this one. I'm a programmer (hacker? 
developer?) 100%, and have no developed artistic or musical skills. I 
_do_ have a boatload of managerial drive / experience in me, though. If 
anybody needs a project leader... 


27) 
—Mark J., who thinks we all need to find some good art & music folks 


soon... 
—-MESSAGE FILE 16778 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000360 


——MESSAGE FILE 16779 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000361 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: By the way... (was "Re: What are you?") 

Date: Tue, 27 Jan 1998 03:29:04 -0600 

Organization: Student at the University Of Illinois 

Lines: 9 

Message-ID: <34CDA8E0.78DE@uiuc.edu> 

References: <34C248C0.6365@charlie.cns.iit.edu> <34CDA806.7908@uiuc.edu> 
Reply-To: jawad@uiuc.edu 
NNTP-Posting-Host: istanbul-6.slip.uiuc.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 


> -Mark J., who thinks we all need to find some good art 
> & music folks soon... 


BTW, does anybody know what the going rates are for contracting out art 
and music people? I have a feeling that its expensive to hire an agency 
(ie, a local industrial art business)... Does anybody know offhand what 
an artist would charge to do some simple models or a few songs? 


—Mark J. 
—-MESSAGE FILE 16779 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000361 


——MESSAGE FILE 16780 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000362 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze [non-blocking] 

Date: Tue, 27 Jan 1998 03:46:29 -0600 

Organization: Student at the University Of Illinois 

Lines: 101 

Message-ID: <34CDACF5. 6CA@uiuc.edu> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> <34 
B43B9E.4585@concentric.net> <34B50CA8.88D@playstation.sony.com> <34B70118.2D76@ix.ne 
tcom.com> <34C832A0.1C35@charlie.cns.iit.edu> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: istanbul-6.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 616DE6931F8" 

X-Mailer: Mozilla 2.02 (OS/2; I) 


This is a multi-part message in MIME format. 


616DE6931F8 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Ed Federmeyer wrote: 

> * For some reason, the <ctype.h> macros reference _ctype_, 

> * which doesn't exist in the libps.a. So we do this the 

> * hard/kludgy way. 

> * If someone knows the trick to making <ctype.h> work in the 
> ™* Yaroze-world, let me know... 

> */ 


I caught that bug back in September, but didn't bother to post my 
changes which fix it. Anyways, here's my modified ctype.h file. Its not 
Sony Certified or anything, but it works just fine (as far as I'm aware, 
at least ;) 


Enjoy! 
—Mark J. 


616DE6931F8 

Content-Type: text/plain; charset=us-ascii; name="CTYPE.H" 
Content-Transfer-Encoding: 7bit 

Content—Disposition: inline; filename="CTYPE.H" 
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[BRK KKK KKK KK KK KK KK KK OK KK KK OK OK KK OK KK KK KK 
* 


Copyright (c) 1996 Sony Computer Entertainment Inc. 
All Rights Reserved. 


Ver 1.00 


* 
x 
* 
* 
* 
է 


TKK KK KK KK KK աա ՆԱՆԱՆ աաա աաա» / 


#ifndef _CTYPE_H 
#define _CTYPE_H 
#define _U 02:01 /* upper case letter */ 
#define _L 0x02 /* lower case letter */ 
#define _N 0x04 /* digit */ 
#define _S 0x08 /* space, tab, newline, vertical tab, formfeed, or 
carriage return */ 
#define _P 0x10 /* punctuation character */ 
#define _C 0x20 /* control character or delete */ 
#define _X 0x40 /* hexadecimal digit [0-9a-fA-F]*/ 
#define _B 0x80 /* blank (space) */ 
extern char _ctype_I[]; 
#if defined (_LANGUAGE_C_PLUS_PLUS) | |defined(__cplusplus) | |defined(c_plusplus) 
extern "C" { 
#endif 
extern char toupper (char); 
extern char tolower (char); 
#if defined (_LANGUAGE_C_PLUS_PLUS) | defined (__cplusplus) | |defined(c_plusplus) 
} 
#endif 
/* Original Sony Stuff 
#define isalpha(c) ((_ctype_+1) [ (unsigned char) (c)]&(_U]_L) ) 
#define isupper (c) ((_ctype_t+1) | (unsigned char) (c)]&_U) 
#define islower (c) ((_ctype_+1) | (unsigned char) (c)]&_L) 
#define isdigit (c) ((_ctype_t+1) | (unsigned char) (c) ]&_N) 
#define isxdigit (c) ((_ctype_+1) | (unsigned char) (c) ]&(_X]_N) ) 
#define isspace (c) ((_ctype_+1) | (unsigned char) (c)]&_S) 
#define ispunct (c) ((_ctype_+1) |Լ (unsigned char) (c)]&_P) 
#define isalnum(c) ((_ctype_+1) | (unsigned char) (c)]&(_U]_L]_N) ) 
#define isprint (c) ((_ctype_+1) [ (unsigned char) (c)]&(_P|_U H N|_B)) 
#define isgraph (c) ((_ctype_+1) | (unsigned char) (c)]&(_P]_U]|_L]_N) ) 
#define iscntrl(c) ((_ctype_t+1) [ (unsigned char) (c)]&_C) 
#define isascii(c) ( (unsigned) (c) <=0x7f) 
#define toascii (c) ( (unsigned char) (c) &0x7f) 
#define _toupper (c) ( (unsigned char) (c)-'a'+'A') 
#define _tolower (c) ( (unsigned char) (c)-'A'+'a') 
* 
/ 
// Fixed by MAJ 9/25/97 
#define isalpha(c) ( (unsigned char) (c) &(_U|_L) ) 
#define isupper (c) ((unsigned char) (c) &_U) 
#define islower (c) ((unsigned char) (c) &_L) 
#define isdigit (c) ((unsigned char) (c) &_N) 
#define isxdigit (c) ( (unsigned char) (c) & (_X]_N) ) 
#define isspace(c) ( (unsigned char) (c) &_S) 
#define ispunct (c) ((unsigned char) (c) &_P) 
#define isalnum(c) ( (unsigned char) (c)&(_U]_L|_N) ) 
#define isprint (c) ((unsigned char) (c)&(_P|_U | N|_B)) 
#define isgraph (c) ( (unsigned char) (c)&(_P}]_U|_L]_N) ) 
#define iscntrl(c) ( (unsigned char) (c) &_C) 
#define isascii(c) ( (unsigned) (c) <=0x7f) 
#define toascii (c) ( (unsigned char) (c)&0x7f) 
#define _toupper (c) ( (unsigned char) (c)-'a'+'A') 
#define _tolower (c) ( (unsigned char) (c)-'A'+'a') 


#endif _CTYPE_H 


616DE6931F8-- 
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-—-MESSAGE FILE 16780 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000362 


—-MESSAGE FILE 16781 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000363 
Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: I/O on the Yaroze [non-blocking] 

Date: Wed, 28 Jan 1998 13:48:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <34cf36cc.1007409@www-s.playstation.co.uk> 

References: <34B29D0E.5D23@snrc.uow.edu.au> <34B4300A.3DD5@playstation.sony.com> <34 
B43B9E.4585@concentric.net> <34B50CA8.88D@playstation.sony.com> <34B70118.2D76@ix.ne 
tcom.com> <34C832A0.1C35@charlie.cns.iit.edu> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 23 Jan 1998 00:03:12 -0600, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 

>/* 

> * For some reason, the <ctype.h> macros reference _ctype_, which 


> * doesn't exist in the libps.a. So we do this the hard/kludgy way. 
> * If someone knows the trick to making <ctype.h> work in the 

> * Yaroze-world, let me know... 

> */ 


I presume this what the ctype.c file in the Libraries area is for. It 
contains a definition of char _ctype_[]. 


- Gil 
—-MESSAGE FILE 16781 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000363 


—-MESSAGE FILE 16782 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000364 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Wed, 28 Jan 1998 23:47:59 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <34d0c366.1032835@news.scea.sony.com> 

References: <34c6b419.40663706@205.149.189.29> <6a6rlhš$8nll@scea> 
NNTP-Posting-Host: ip3.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


This is exactly what happenes with mine it tries to contact this thing 
but never gets ahold of it I wonder if the server is only on during 
the day or somthing weird so if we can get this to work are we going 
to try chatting again?? 


On Wed, 21 Jan 1998 22:52:19 -0800, "Michael Hough" 
<mhough@stanford.edu> wrote: 


>Mario Perdue wrote in message <34c6b419.40663706@205.149.189.29>... 

>>I just had a problem that sounds like the one several of you have 
>>reported. I went to the auditorium, and nothing happened. I cleared my 
>>memory cache and disk cache in Netscape and went back to the 

>>auditorium. Everything worked fine after the 500+ download completed. 

>> 

>>Mario 

> 

>Cool! Unfortunately, that hasn't been my experience; I just got Netscape 3, 
>thinking perhaps my IE4 was somehow barfing--but no amount of reloading and 
>cache clearing sems to work. It loads the familiar box with buttons, but in 
>the middle is a white rectangle; I don't get any names or prompts or 
>anything. On the status bar, though, it says "Connect: Contacting host: 
>www.scea.sony.com: 8057..." and then after a while it stops. My Java 
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Date: Thu, 12 Mar 1998 14:37:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <3507E51B.763DBOF2@hotmail.com> 

References: <6e5qdr$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
նէ» <3506CCE6.7301@127.0.0.1> <slrnégelmu.ild.toby@ns.forefront.com.au> 

Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: ppp-121-214.marseille.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> Without having my copy of K&R here, i can't say for sure, but my vote is for 
> ';' being a legal expression. 


The null statement is mentionned in K&R (p18 - on the French version that is :)). 
They say it's useful for making empty loops, eg 
for (n = 0 ; getchar() != EOF ; ՀՀո) ; // counts characters 


I think it's useful too when your for doesn't need an initializer 
for (; a==b yatt) {...}. 


Moreover, an "infinite" loop like this one is syntactically correct, too 
for(;;) Í 
if (...) return ; 


} 
(you may prefer while(l1)) 


And, of course, as Majik pointed out, a macro like the following may lead to a 
null statement 

#ifdef DEBUG 

#define debug (x) printf (x) 


#else 
#define debug (x) 
#endif 
> so you should always write macros like: 
> 
> #define DEBUG(x) do { if (debug) printDebug(x) } while(0) 
> 
> the do { } while(0) construct makes the compiler treat the entire block 
> as a single statement, and protects you from the dreaded dangling else. 
> it forces you to use the macro as a function, as well, which is good 
> practice. 


Well, what do you think about that 


#define DEBUG(x) { if (debug) printDebug(x) ;} 


You can write blocs whereever you can write simple statements. With an ANSI-C 
compiler, that is... Personnally I often write such blocs in order to reduce 
variables' visibility (well, I'm not sure this is good English, sorry), and gcc 
doesn't complain about it (perhaps he knows he'd be deleted from my hd) 


// Note : please be aware that optimisation is not my purpose here :). 
{ 

tnt 1. չ 

for (something with i) {...} 

} 


// later in the same function... 


{ 
INE 1.» 
for (something else with i) (...) 


) 


This might not look very useful, but have a look at this one 


f () 
{ 
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>Console, however, is saying the following: 

> 

>———— 

>PlaceWare client 1.1b3 connecting to www.scea.sony.com:8057 

>Direct connection failed (java.net.SocketException: No error), falling back 
>to HTTP 

>Error opening http response: java.io.IOException: There was no response. The 
>server could be down 

>or is not responding. 

> 

>If you are unable to connect again later, contact 

>the server's administrator. 

----- 

> 

>Could it be that the server is somehow failing or misconfigured? 

> 

>mike 

> 


-—-MESSAGE FILE 16782 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000364 


—-MESSAGE FILE 16783 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000365 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Wed, 28 Jan 1998 23:49:34 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34d1c3c4.1126329@news.scea.sony.com> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

NNTP-Posting-Host: ip3.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Well I guess I am a graphics person I cant draw but I am going to 

school for animation like in 3D Studio Max/SoftImage/Alias Wavefront 

type stuff. I am desprately trying to learn C 

——MESSAGE FILE 16783 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000365 


—-MESSAGE FILE 16784 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000366 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pcarrott@notes.cc.bellcore.com ("Phil Carrotta") 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Thu, 29 Jan 1998 20:07:04 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <6aqcf3$c0f2@scea> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

NNTP-Posting-Host: 128.96.177.101 

X-Newsreader: Forte Free Agent 1.0.82 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 


>I've read a few threads here and there proposing the creation 
>of "Yaroze coding groups", to make demos and/or games in 
>groups. 


>My thinking is that there are too many programmers, and not 
>enough artists or musicians. 


I would say that I am a programmer. I am fairly capable at C coding 
with some dabbling in C++ (Not on Yaroze). I can generate adequate 3D 
models using Lightwave 3D 5.5. My main obstacles are time and an 
inability to focus my attempts. The old concept of starting small and 
working up is lost on me and thus I have nothing yet to show :-( 


On a separate but related note (well, related to LW3D at least). Has 


Net Yaroze newsgroups message dump.txt Page 


anyone found a simple way to generate MIMe data (as used in the Dino 
demo). I have considered writing a small program to generate the 
differentials between 2 models (assuming points are ordered the same 
but that's a different story) but hate doing redundant work if such a 
thing already exists. A company in Japan called D-Storm seems to have 
some Lightwave Plugins to facilitate Playstation Animation but I can 
not read the info on their webpage to learn about the details. Can 
anyone translate (roughly) some of the info on the following sites? 


http://www.dstorm.co.jp/ps/ps.html 
http://www.dstorm.co.jp/ps/readme.htm 


Thanks, 
Phil 


11312 


—--MESSAGE FILE 16784 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000366 


——MESSAGE FILE 16785 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000367 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Anyone in Florida? 

Date: Thu, 29 Jan 1998 22:26:26 -0600 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <34D15671.8D62B554@ix.netcom. com> 

NNTP-Posting-Host: dgr-il3-15.ix.netcom.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Do any of you live in Orlando, Florida? I'm going to be there all next 
week with my little Yaroze quiz game. 


Just wondering... 


Manny Najera 


—-MESSAGE FILE 16785 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000367 


--MESSAGE FILE 16786 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000368 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: C versus C++ 

Date: Tue, 03 Feb 1998 00:32:32 -0800 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <34D6D61E.4103@bc.sympatico.ca> 


References: <69cmja$7pnl@emeka.playstation.co.uk> <34b9e34f.14105854@news.scea. 


sony. 


com> <34BF10FF.13D7/7@bc.sympatico.ca> <34C293DF.6237DFF6@forefront.com.au> <34C6E92E. 


1D33@bc.sympatico.ca> <34C7D72A.EA500AB0@forefront.com.au> 
Reply-To: Nick_Porcino@studio.disney.com 
NNTP-Posting-Host: vcta0lm01-68.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


>I can't see how this can help completely. Even if the entire base class 
>is virtual, code needs to be generated to determine the actual type 

>of the object called via a base class pointer. Of course if you were 
>writing OO C (don't laugh, depending on your definitions of OO, it's 
>possible), and you were dealing with unnamed types like this, then you'd 
>have to write the same code for yourself, so the loss is smaller than if 
>the compiler generates vtable 


Pure virtuals only help if you avoid polymorphism, which I know is one 
of the big selling points of OO. eg: 
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class VFile { ... }; // pure virtual base class 
class RealFile : public VFile { ... }; 

RealFile var; 

var.Read(); 


Read is invoked directly, and no vtable is generated. Like I said, we 
only use this feature to enforce interfaces, much like Java's interface 
keyword. Yes, now that I'm typing it, I wonder what's the point, 
documentation and a whip to enforce the interface would accomplish the 
same thing. I guess it's just a lazy way to get the compiler to make 
sure you're doing the right thing. Lazy. 


>[The const ref thing] makes me really really scared. I can't see any reason why a > 
compiler 

>would generate code like that. The problem should be with references, and 

>not with the const. Did the compiler generate copies of the string, or 

>copies of the string reference? 


Copies of the string. The problem is that with a complicated enough 
class (like a full feature string) the compiler is unable to determine 
whether or not the string might be modified by a method (the halting 
problem in a different form), and since the const keyword is there, the 
compiler is compelled to guarantee absolutely that the string will not 
be modified, so it has no choice but to generate a duplicate. If you 
want to see the problem in action, get a nice complicated string class 
like the one in MFC, get a nice complicated function which uses a 
string, and pass the string in as a const ref. Unless they've done 
something marvelous in MFC, the compiler will likely dup it. 


Giving it a little thought, the problem boils down to the fact that 
complicated string classes typically reference count a string 
representation, and assign the same rep pointer to any string that takes 
a copy. The reference count has to be incremented, which violates the 
const rule that the object passed in via the reference cannot be 
modified. So maybe the compiler is barfing because of the overloaded = 
operator. So that would be the code example - a class that has non const 
overloaded = operators, and a method that assigns an instance of the 
passed in const ref class to another instance. So maybe it's not the 
halting problem, maybe the compiler can detect that combination and try 
to protect against it. 


Performance wise, passing by & is exactly equivalent to pass by pointer. 


- nick 
—-MESSAGE FILE 16786 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000368 


—-MESSAGE FILE 16787 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000369 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: My own siocons 

Date: Wed, 4 Feb 1998 08:57:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6b96ms$b210@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:369 scea.yaroze.programming.libra 
ries:6 scee.yaroze.freetalk.english: 307 


Hi there, 


I'm writing my own siocons program (win95) which encloses a 
project in which the tim/tmd/exe-files are kept. This project can 
be uploaded to the Yaroze. Just like the load-batch functionality 
of siocons. It is also able to load a 'normal' siocons-batch file. 
This is 95% working. But now I want to extend my 

program with upload and download functionality from within a 
psx-exe. I have tried to implement it but I encountered some odd 
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problems. Small files (to 10k) seem to work, but larger files fail. 
It seems like there is a problem with reading/writing to tty. 

How does ioctl() work. I can set the baud to 115200. Need I set 
the handshake method, if so : how? 


Help me and I create the homepage and upload my console program 
including source. (This is not blackmail but crap-grammar). 


Thank you! 


——MESSAGE FILE 16787 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000369 


——MESSAGE FILE 16788 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000370 
Path: chuka.playstation.co.uk!news 

From: Luca Cotta Ramusino <lcotta@systemy.it> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Wed, 04 Feb 1998 17:18:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34D894BE.5A829402@systemy.it> 

References: <6b96ms$b210@chuka.playstation.co.uk> 

NNTP-Posting-Host: 151.85.242.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:370 scea.yaroze.programming.libra 
ries:7 scee.yaroze.freetalk.english: 308 


Maurice Sibrandi ha scritto: 
> I'm writing my own siocons program (win95) which encloses a 


Sa eee 


> I can set the baud to 115200. Need I set the handshake method, if so 
> how? 


For high speeds (ie >38400) you should set the handshake to "HARDWARE", 
otherwise you get a lot of dropped bytes. XON/XOFF can't manage this 
speed. This should also explain why your app chokes on large files. Best 
of luck 


Luca Cotta Ramusino 


—-MESSAGE FILE 16788 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000370 


——MESSAGE FILE 16789 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000371 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Thu, 5 Feb 1998 09:06:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6bbrj2$b212@chuka.playstation.co.uk> 

References: <6b96ms$b210@chuka.playstation.co.uk> <34D894BE.5A829402@systemy.it> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:371 scea.yaroze.programming.libra 
ries:8 scee.yaroze.freetalk.english:309 


Luca Cotta Ramusino wrote in message <34D894BE.5A829402@systemy.it>... 
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>For high speeds (ie >38400) you should set the handshake to "HARDWARE", 
>otherwise you get a lot of dropped bytes. XON/XOFF can't manage this 
>speed. This should also explain why your app chokes on large files. Best 
>of luck 


How does one do that? With ioctl() I presume, but that function isn't 
documented very well 


—-MESSAGE FILE 16789 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000371 


——MESSAGE FILE 16790 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000372 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Your oppinion?? 

Date: Thu, 05 Feb 1998 08:15:29 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34d9744b.299060@news.scea.sony.com> 

NNTP-Posting-Host: ip40.tsl.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello! I have a question to pose to you in my game that I am doing I 

think I may not have room for all the levels and images now I know 

codewarrior has a thing where you can download stuff to put new stuff 

in memory but that would mean only people with codewarrior could play 

it so what I was thinking is after the first few levels put a save 

game on a memory card then let the people dowload the new levels and 

have it retive the save game from the memory card so everyone can play 

it does this sound like a good plan?? 

—--MESSAGE FILE 16790 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000372 


—-MESSAGE FILE 16791 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000373 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "E!" <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Thu, 05 Feb 1998 00:24:30 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34D9773E.C66792E3@netmagic.net> 

References: <34C248C0.6365@charlie.cns.iit.edu> 

NNTP-Posting-Host: ppp1-20.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Ed Federmeyer wrote: 


> Anyway: I'm a "programmer". 
Mostly a programmer, but also an Net musician and a so-so artist. :Ք 
Sie! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


——MESSAGE FILE 16791 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000373 


—-MESSAGE FILE 16792 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000374 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "E!" <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Let's start a C-64 scene! 

Date: Thu, 05 Feb 1998 00:28:22 -0800 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <34D97825.499CC533@netmagic.net> 

References: <Ol1lbd220fS$566d4f20S989dcdcd@nsantos> <34BEA94C.260AD91E@ix.netcom.com> Հ 
34CO68E6C.794Be@peace.co.nz> <34C5C592.ADF72241@ix.netcom. com> 
NNTP-Posting-Host: ppp1-20.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Manny Najera wrote: 


James Russell wrote: 
> I'm on the case - I'm doing a FastTracker player. Don't wait up 
> though. 


Hey, do you think the PlayStation is powerful enough for the new Impulse 
Tracker format? I'm talking about the MMX only version that supports 
cutoff and resonance filters. If I wish one feature for Sony's next 
console (or any other), it would have to be cutoff and resonance... 


VVVVVVVVV VV 


Manny Najera 


Unlikely that it could do the things that IT 2.14p3 does. The 
resonance and freq cutoff (including surround) would mean you'd 
have to take the hardware output from the SPU, apply your 

algo to it, and then feed it back to the mixer. After reading 
about what the SPU has in it, it reminds me almost exactly 

of a GUS classic, except that it has a reverb buffer. :P 


If it is possible, that would be most awesome. ^_^ 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 16792 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000374 


—--MESSAGE FILE 16793 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000375 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Your oppinion?? 

Date: 5 Feb 1998 09:30:51 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 30 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ébc0OsbSmkul@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hello! I have a question to pose to you in my game that I am doing I 
think I may not have room for all the levels and images now I know 
codewarrior has a thing where you can download stuff to put new stuff 
in memory but that would mean only people with codewarrior could play 
ԼԷ 


Yes, if it used CodeWarrior's dynamic loading into RAM, it would mean that 
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anyone 
without CodeWarrior couldn't play it. 


so what I was thinking is after the first few levels put a save 

game on a memory card then let the people dowload the new levels and 
have it retive the save game from the memory card so everyone can play 
it does this sound like a good plan?? 


Sounds most reasonable. You don't need to use a memory card however; 
could just use a program-defined resource file (eg plain text) that is 
saved up 

to PC/Mac using the printf/logging feature; this removes the need for 
writing 

to and reading from memory card, it may be a quicker and easier method. 


Lewis 


—-MESSAGE FILE 16793 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000375 


—-MESSAGE FILE 16794 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000376 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Your oppinion?? 

Date: Thu, 05 Feb 1998 10:47:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <34D998CA.9609945D@micronetics.com> 
References: <34d9744b.299060@news.scea.sony.com> 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I was thinking of doing something similar, have the levels multiload. 
Rather than saving to memory card (which should be no problem anyway) how 
about a password 

style system to access each level. Get a password to access the next 
level after completing the current. 


Otherwise sounds cool. 


/Jim 


Michael Klucher wrote: 


Hello! I have a question to pose to you in my game that I am doing I 
think I may not have room for all the levels and images now I know 
codewarrior has a thing where you can download stuff to put new stuff 
in memory but that would mean only people with codewarrior could play 
it so what I was thinking is after the first few levels put a save 
game on a memory card then let the people dowload the new levels and 
have it retive the save game from the memory card so everyone can play 
it does this sound like a good plan?? 


VV V NV VV VN V 


——MESSAGE FILE 16794 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000376 


--MESSAGE FILE 16795 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000377 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Chat 

Date: Sat, 07 Feb 1998 01:06:22 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <34dbb33a.13814420@205.149.189.29> 
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NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


New Auditorium software has been installed, so we should be able to 
try a chat again. Let's try for Wednesday night at 10:00pm EST. 


Mario 


—--MESSAGE FILE 16795 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000377 


——MESSAGE FILE 16796 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000378 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Did you hear? 

Date: Mon, 09 Feb 1998 06:21:03 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34df£9fe0.17356627@news.scea.sony.com> 
NNTP-Posting-Host: ip15.ts1l6.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I was just wondering if anyone read the article in the new issue of 

PSM abou sony giving away silver memory cards and some midnight blue 

playstations they also had black dual-shock analog controlers (Man I 

could use those to go with my yaroze) Haha! 

—-MESSAGE FILE 16796 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000378 


——MESSAGE FILE 16797 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000379 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Wed, 11 Feb 1998 00:31:44 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <34e0f0fd.30715760@205.149.189.29> 

References: <34dbb33a.13814420@205.149.189.29> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Just a reminder that I will be in the Auditorium lobby at 10:00pm EST 
on Wednesday, Feb 11, 1998. Hopefully some of you will be able to get 
in this time and we can 'talk' for awhile. 


Mario 
--MESSAGE FILE 16797 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000379 


——MESSAGE FILE 16798 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000380 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: omigod 

Date: Tue, 10 Feb 1998 20:20:40 -0600 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34E10AF7.F024308@ix.netcom. com> 

NNTP-Posting-Host: dgr-il2-16.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


That Hover Racing game is so good, it makes me want to vomit in terror. 
Does anyone know how it was made? I refuse to believe it was all the 
work of one person... 
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those guys have to be professionals. 
Manny Najera 


—--MESSAGE FILE 16798 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000380 


——MESSAGE FILE 16799 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000381 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Wed, 11 Feb 1998 16:25:54 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34eld0ce.3234328@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> 

NNTP-Posting-Host: client-120-240.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 
>That Hover Racing game is so good... 
Which game are you referring to? 


-Matt 


——MESSAGE FILE 16799 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000381 


——MESSAGE FILE 16800 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000382 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Wed, 11 Feb 1998 17:21:00 -0600 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34E2325C.351026B8@ix.netcom.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34eld0ce.3234328@news.scea.sony.com> 
NNTP-Posting-Host: dgr-il9-14.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Matthew Hulett wrote: 

> Hello, 

> 

> >That Hover Racing game is so good... 

> 

> Which game are you referring to? 

It's a game from a Japanese Yaroze member. It's at: 
http://wwwl.scei.co.jp/forum/program/archive/pssoft/HOVER120.LZH 


I know words are cheap, but as God as my witness, I'm going to rip this 
game a new one. 


Manny Najera 
—--MESSAGE FILE 16800 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000382 
—-MESSAGE FILE 16801 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000383 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 


Net Yaroze newsgroups message dump.txt Page 11320 


Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Wed, 11 Feb 1998 23:01:38 -0600 
Organization: (no organization) 

Lines: 37 

Message-ID: <34E28232.746@charlie.cns.iit.edu> 
References: <34dbb33a.13814420@205.149.189.29> <34e0f0fd.30715760@205.149.189.29> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Mario Perdue wrote: 


> 

> Just a reminder that I will be in the Auditorium lobby at 10:00pm EST 
> on Wednesday, Feb 11, 1998. Hopefully some of you will be able to get 
> in this time and we can 'talk' for awhile. 

> 

> Mario 


I dunno if this came up before, I don't remember seeing this, 
but I needed to un-install the placeware audio client from my 
PC before I could use the auditorium. (I kept getting that 
pesky "Youre placeware client has expired" message box.) 


I (wrongly) assumed that it was telling me that the downloaded 
Java applet was expired, and that there was nothing I could do 
about it, since SCEA is the one who would have to change the 
Applet on thier server... Wrong. 


I looked for "place*.*" on my hard drive (it was under my 
Netscape "PLUGINS" directory, and just deleted everything 
under that "placeware" directory, and one .DLL file named 
(n3_placeware.dll, I think). 


Next time I started Netscape and went into the auditorium I got 
the message box asking me to sign in! Yay! 


I didn't realize until now what it meant by "You may uninstall 
your placeware client, but then you won't get audio support". 
It would have been nice it it told me "how" to uninstall it. 
Or better, let me continue the text-chat part without needing 
to uninstall the audio support. Maybe I just missed a readme 
somewhere. 


I hope this helps some of you others who still get that 
"Placeware client expired" message. 


EdF 
——MESSAGE FILE 16801 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000383 


——MESSAGE FILE 16802 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000384 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 12 Feb 1998 00:18:42 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34e23e5b.31283335@news.scea.sony.com> 

References: <34dbb33a.13814420@205.149.189.29> <34e0f0fd.30715760@205.149.189.29> <3 
4B28232.746@charlie.cns.iit.edu> 

NNTP-Posting-Host: client-119-22.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello all, 

Well, five, and then three of us were chatting for over an hour 
tonight. It was cool, but it would be more fun if more of you had 
shown up. If more of you don't show up, I think the idea will be 
cancelled due to lack of interest. That would be lame... 
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դոն: At e 
(...lots of code where i isn't used...) 
(last part of code, where i is used, far from its declaration) 


} 


Haven't you ever dreamt of writing 
for (int i = 0 ; i < n ; itt) {...} // Java code 
թ) 


Mmh... I think it's enough, I just needed to talk between two lines օք code Հ)... 


—-MESSAGE FILE 1770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00473 


—-MESSAGE FILE 1771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000474 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ugly colour 

Date: Thu, 12 Mar 1998 14:58:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3507E9FF.C4E1FC49@hotmail.com> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
.co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <3506C280.6205@writeme.com> <35072 
A6C.CACBOO8B@cybec.com.au> 

Reply-To: palpalpalpal@hotmail.com 

NNTP-Posting-Host: ppp-121-131.marseille.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Toby Hutton wrote: 


> I pull the console out of it's box - oooh, black, with a matt finish! 
> And the controllers are entirely black, also with the unique matt 
> surface. Cool. Pull out the software - ergh, ugly green. 


Yeah, it's awful. Would it have been blue, or even red, we wouldn't care. 
But THAT ! That green just makes me sick. When I insert the disc, I have 
to wait six hours before I can think normally again. This could explain 
why I can't achieve coding any game. 

I wonder why nobody has mentionned this problem before. Perhaps people who 
really looked at the CD became mad and cannot talk about it. Perhaps 
they're scared of what the CD could do if they talk. 

Let's start claiming for a black version of the CD. 


But there's a good thing about it, too : my brother is kept far from the 
CD, so that he hasn't put it into the toaster yet. Something like those 
red or blue frogs' colors. 


—-MESSAGE FILE 1771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00474 


-—-MESSAGE FILE 1772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000475 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Thu, 12 Mar 1998 15:27:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6e8uioS6ngqg5@chuka.playstation.co.uk> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 
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-Matt 


——MESSAGE FILE 16802 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000384 


—-MESSAGE FILE 16803 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000385 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Thu, 12 Feb 1998 01:38:58 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34e24c9c.34933330@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34eld0ce.3234328@news.scea.sony.com> Հ 
34E2325C.351026B8@ix.netcom. com> 

NNTP-Posting-Host: client-119-22.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello again, 

Well, I downloaded said file, dying to try it after hearing the 
Sony staff sing it's praises, and I learned very quickly that files 
with extension .LZH require- 


LZH files are manipulated by the LHA program from Haruyasu 
Yoshizaki. LHA won the October 1991 PC Magazine Editor's Choice award 
as the best data compression utility. 


Here's a link for those who do not have the WinZip utility to extract 
these files; 


http://www.themerchant.com/inetinfo/html/winzip_utilities.html 


-Matt 


——MESSAGE FILE 16803 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000385 


——MESSAGE FILE 16804 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000386 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dsyaroze <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Wed, 11 Feb 1998 23:04:17 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <34E29EF1.6DC8@concentric.net> 

References: <34dbb33a.13814420@205.149.189.29> <34e0f0fd.30715760@205.149.189.29> ՀՅ 
4BF28232.746@charlie.cns.iit.edu> <34e23e5b.31283335@news.scea.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts029d08.sto-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


I would have shown up, but I was entertaining guests at the house. 
I didn't want to be anti-social :) 


Scott 


> Hello all, 

> Well, five, and then three of us were chatting for over an hour 
> tonight. It was cool, but it would be more fun if more of you had 

> shown up. If more of you don't show up, I think the idea will be 
> 

> 

> 


cancelled due to lack of interest. That would be lame... 


—Matt 
——MESSAGE FILE 16804 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000386 
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——MESSAGE FILE 16805 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000387 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Chat 

Date: Thu, 12 Feb 1998 08:04:25 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34e2acb1.412963@news.scea.sony.com> 

References: <34dbb33a.13814420@205.149.189.29> <34e0f0fd.30715760@205.149.189.29> <3 
4B28232.746@charlie.cns.iit.edu> <34e23e5b.31283335@news.scea.sony.com> 
NNTP-Posting-Host: ipl8.tsl.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I was there for a little while but I have class at 8:00 MST so I only 
stayed till about 7:50 But I chatted with a few people we need to do 
it on like friday or something I really want to do this but college 
must come before everything. 


On Thu, 12 Feb 1998 00:18:42 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello all, 

> Well, five, and then three of us were chatting for over an hour 
>tonight. It was cool, but it would be more fun if more of you had 

>shown up. If more of you don't show up, I think the idea will be 

>cancelled due to lack of interest. That would be lame... 

> 

>-Matt 

> 


—-MESSAGE FILE 16805 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000387 


——MESSAGE FILE 16806 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000388 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Thu, 12 Feb 1998 13:25:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <34E2F857.714@sms.ed.ac.uk> 

References: <34E10AF7.F024308@ix.netcom.com> 
NNTP-Posting-Host: at1l4-028.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Manny Najera wrote: 


> Does anyone know how it was made? I refuse to believe it was all the 
> work of one person... 


A whole host of people worked on Hover Racing - unfortunately Sato 
Tomukazu's name is the only one that is available in non-Kanji. 

As far as I can tell, one guy ('Lynx' - I found his homepage a while 
ago, but have forgotten the address) wrote the tunes and if I remember 
rightly, the team was roughly the same size as the one that worked on 
Mario 4 (and that ilk). 

For some reason, Sato's Yaroze homepage seems to be kaput. Bit of a 
shame really. 


> ... those guys have to be professionals. 
If they weren't before, I bet they are now! 


James Rutherford. (~mrfrosty/SCEE) . 
—-MESSAGE FILE 16806 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000388 
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—-MESSAGE FILE 16807 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000389 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Fri, 13 Feb 1998 10:08:36 -0500 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6c1n91$4706@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> 
NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> ... those guys have to be professionals. 
> 
>If they weren't before, I bet they are now! 


I don't know about that... I would say the biggest thing that separates 
them from us is the amount of time they are willing to spend working on 
something.. 


I hope that with groups forming we will be able to make products that 


can achive the same kind of success.. I must say the program was EXTREMELY 
impressive.. If it can make my wife say 'WOW!' then it had to be good... 

:) 

Then always comes the crappy question of 'can you do that?'... Usually at 


that point I kick her out of the room while mumbling something along the 
lines of 'what the ք... do you know....' 


Anyhow, I hope that now I have a little more time I will be able to 
start coding on my Yaroze a lot more.. Put that little black machine to 
some serious use... With the WIN95/NT IDE pretty much complete (or as 
complete as I'll make it for awhile) I will now start on my Yaroze 
projects... 


Regards, 


Jeff 
/RogueN 


——MESSAGE FILE 16807 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000389 


——MESSAGE FILE 16808 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000390 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Next chat meeting... 

Date: Fri, 13 Feb 1998 14:09:49 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <6c25e0$4708@scea> 

NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I would love to attend a chat session with other Yaroze members, but alas 
during the week is difficult for me, as I am sure it is hard for a lot of 
other people... 


How about we try it on the weekend, during the day or in the evening 
sometime.. 


Let me suggest the following times.. And if it works maybe it is something 
we can do every weekend.. A place we can all talk about our current 
projects, and discuss problems we may be having... 


Sat - 9pm EST 
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Sun - 7pm EST 


Both days would be cool, maybe we would have a better showing at one over 
the other. 


Anyone else want to hook up on weekends? If so let me know the times so we 
can all hook up. 


Regards, 


Jeff 
/Rogue\ 


—-MESSAGE FILE 16808 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000390 


——MESSAGE FILE 16809 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000391 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Next chat meeting... 

Date: Fri, 13 Feb 1998 11:46:38 -0800 

Organization: 

Lines: 26 

Message-ID: <34E4A31E.1E0648FB@énetmagic.net> 

References: <6c25e0$4708@scea> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Jeff Lawton wrote: 


I would love to attend a chat session with other Yaroze members, but alas 
during the week is difficult for me, as I am sure it is hard for a lot of 
other people... 


How about we try it on the weekend, during the day or in the evening 
sometime.. 


VV V V V V V 


Weekends would probably be more convenient for most people---especially 
if non-North American people want to join in. 


Let me suggest the following times.. And if it works maybe it is something 
we can do every weekend.. A place we can all talk about our current 
projects, and discuss problems we may be having... 


Sat - 9pm EST 


VVVVVVV 


Sun - 7pm EST 
Bersi] 


At least for me, 9pm EST is good (6pm PST). 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16809 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000391 


--MESSAGE FILE 16810 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000392 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Next chat meeting... 

Date: Fri, 13 Feb 1998 23:15:00 GMT 

Organization: L4 Software 

Lines: 35 

Message-ID: <34e4d360.27677480@205.149.189.29> 
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References: <6c25e0$4708@scea> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 13 Feb 1998 14:09:49 -0500, "Jeff Lawton" <jlawton@groupz.net> 
wrote: 


> I would love to attend a chat session with other Yaroze members, but alas 
>during the week is difficult for me, as I am sure it is hard for a lot of 
>other people... 

> 

>How about we try it on the weekend, during the day or in the evening 
>sometime.. 


> 

>Let me suggest the following times.. And if it works maybe it is something 
>we can do every weekend.. A place we can all talk about our current 
>projects, and discuss problems we may be having... 

> 

>Sat - 9pm EST 

> 

>Sun - 7pm EST 

> 


>Both days would be cool, maybe we would have a better showing at one over 
>the other. 

> 

>Anyone else want to hook up on weekends? If so let me know the times so we 
>can all hook up. 

> 

>Regards, 

> 

Jeff, 


Weekends are fine for me as well. However, 7:00pm on Sunday is out of 
the question; there's too much of a chance that it will interfere with 
"King of the Hill" and "The X-Files." 


Anyone else have an opinion on this? 


Mario 
—-MESSAGE FILE 16810 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000392 


—-MESSAGE FILE 16811 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000393 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan" <nmiller@igalaxy.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Awsome Game 

Date: Fri, 13 Feb 1998 15:24:07 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <6c2k j0$5b j1@scea> 

NNTP-Posting-Host: usr-x2-hub1.ppp-33.bak.igalaxy.net 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I keep hearing about this really good game programmed by our friends in 
Japan. My problem is that I cannot access the site to get to it. SCEE lets 
me on, but SCEI will not let me get on! I have been a member for 5 months 
now, how do I get 0on??????? 


--MESSAGE FILE 16811 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000393 


——MESSAGE FILE 16812 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000394 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nathan" <nmiller@igalaxy.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Awsome Game 

Date: Fri, 13 Feb 1998 15:25:54 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <6c2kjq$5b j2@scea> 
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NNTP-Posting-Host: usr-x2-hub1.ppp-33.bak.igalaxy.net 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I keep hearing about a really cool game programmed by the guys in Japan. 
The SCEI server will not let me on! I have been a member for 5 months and 
SCEE allows me on, can anyone help? 


Nathan 


—-MESSAGE FILE 16812 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000394 


—-MESSAGE FILE 16813 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000395 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Awsome Game 

Date: Sat, 14 Feb 1998 01:14:26 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <34e4ef7e.34876685@205.149.189.29> 

References: <6c2kjo$5bj1@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


We're totally at the mercy of the other webmasters to add access to 
our members. Hopefully they'll address it soon. As far as this game 
goes, I'll be converting it to a zip file and posting it here soon. It 
really is good. 


Mario 


On Fri, 13 Feb 1998 15:24:07 -0800, "Nathan" <nmiller@igalaxy.net> 
wrote: 


>I keep hearing about this really good game programmed by our friends in 
>Japan. My problem is that I cannot access the site to get to it. SCEE lets 


>me on, but SCEI will not let me get on! I have been a member for 5 months 
>now, how do I get on??????? 

> 

> 


--MESSAGE FILE 16813 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000395 


—-MESSAGE FILE 16814 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000396 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Awsome Game 

Date: Fri, 13 Feb 1998 17:59:06 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6c2t9rS$5b j3@scea> 

References: <6c2kjq$5bj2@scea> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Nathan wrote in message <6c2kjq$5bj2@scea>... 
>I keep hearing about a really cool game programmed by the guys in Japan. 


>The SCEI server will not let me on! I have been a member for 5 months and 
>SCEE allows me on, can anyone help? 

> 

>Nathan 


I think the SCEE dudes mirror the other two servers at their site--so if 
you can access there, follow the links to their copy of the Japan site. I'm 
not sure how often it's updated, though there's fairly recent stuff on 
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mike 


--MESSAGE FILE 16814 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000396 


--MESSAGE FILE 16815 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000397 
Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl1> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Sat, 14 Feb 1998 15:27:38 +0100 

Organization: Engine Software 

Lines: 35 

Message-ID: <34E5A9DA.40B9@worldaccess.nl> 

References: <6b96ms$b210@chuka.playstation.co.uk> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-10.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 

To: Maurice Sibrandi <sibrandi@orion.nl> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:397 scea.yaroze.programming.libra 
ries:10 scee.yaroze.freetalk.english: 328 


Maurice Sibrandi wrote: 


> 

> Hi there, 

> 

> I'm writing my own siocons program (win95) which encloses a 

> project in which the tim/tmd/exe-files are kept. This project can 
> be uploaded to the Yaroze. Just like the load-batch functionality 
> of siocons. It is also able to load a 'normal' siocons-batch file. 
> This is 95% working. But now I want to extend my 

> program with upload and download functionality from within a 

> psx-exe. I have tried to implement it but I encountered some odd 
> problems. Small files (to 10k) seem to work, but larger files fail. 
> It seems like there is a problem with reading/writing to tty. 

> How does ioctl() work. I can set the baud to 115200. Need I set 

> the handshake method, if so : how? 

> 

> Help me and I create the homepage and upload my console program 

> including source. (This is not blackmail but crap-grammar). 

> 

> Thank you! 


Does your communication protocol have some checksum protection?? A high 
speed connection may result in errors during transfer! I do need a 
runtime communication between my executable and the PC to, maybe we can 
join the project?? I do have some communication between the PC and my 
program, I however do not know the SIOCONS protocol, so I need the 
siocons application to lauch my communication program, start a PC 
communication program.... Not the way it should be! 


Greetinx 
Ivo Wubbels 


ps: Een Nederlands emailadres zou moeten betekenen dat we beide dezelfde 

taal spreken, dat is een stuk makkelijker !!!! (sorry for not Dutch 

people...) 

—--MESSAGE FILE 16815 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000397 


——MESSAGE FILE 16816 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000398 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 
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Date: Sat, 14 Feb 1998 10:19:04 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <6c4c1n$5b7j4@scea> 

References: <6b96ms$b210@chuka.playstation.co.uk> <34E5A9DA.40B9@worldaccess.nl> 
NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:398 scea.yaroze.programming.libra 
ries:11 scee.yaroze.freetalk.english: 329 


>Does your communication protocol have some checksum protection?? A high 
>speed connection may result in errors during transfer! I do need a 
>runtime communication between my executable and the PC to, maybe we can 
>join the project?? I do have some communication between the PC and my 
>program, I however do not know the SIOCONS protocol, so I need the 
>siocons application to lauch my communication program, start a PC 
>communication program.... Not the way it should be! 


I have already coded a front end SIOCONS for win95/NT it also includes an 
IDE and it will build and compile files via GNU. The IDE is done (mostly) 
just waiting to hear back from a couple of beta people. Once I do I will 
upload it. 


I am almost finished a COMM server that will include Libs for the Yaroze and 
a front end on the PC. Hopfully I'll have it completed in the next week or 
so. 


Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 16816 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000398 


—-MESSAGE FILE 16817 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000399 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Sat, 14 Feb 1998 22:13:10 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34e616d4.284338@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> 

NNTP-Posting-Host: ip66.ts2.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I cant get this hover race game to work it freezes at the screen that 
says checking memory card. 


On Tue, 10 Feb 1998 20:20:40 -0600, Manny Najera 
<mannyn@ix.netcom.com> wrote: 


>That Hover Racing game is so good, it makes me want to vomit in terror. 
>Does anyone know how it was made? I refuse to believe it was all the 
>work of one person... 

> 

>... those guys have to be professionals. 

> 

>Manny Najera 


--MESSAGE FILE 16817 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000399 
——MESSAGE FILE 16818 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000400 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan" <nmiller@igalaxy.net> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze->PC Communication 

Date: Sat, 14 Feb 1998 22:11:00 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6c60nb$5bj5@scea> 

NNTP-Posting-Host: usr-x2-hub1.ppp-41.bak.igalaxy.net 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I don't like the way the Yaroze requires you to define your model addresses 
as constants in the program. I have been messing around with an 
alternative, but have run into a few problems. If you can open a "tty" 
connection using the open() command, and the manuals say that the read() and 
write() commands can be use with the "tty" connection, I am assuming that 
you can open files, allocate memory, and fill the memory with the file data. 
I have been able to open the connection, but I have been looking at the 
read() command and it doesn't allow for a file name!? Am I missing 
something here or is it just not possible to read a file in this way. This 
might all sound very much like a new programmer question, but I haven't 
worried about it until now, since I am attempting to allow for dynamic files 
so that I can have numerous, large levels. 


Your assistance would be appreciated, 


Nathan Miller 
Ryu-Ki Software 


nmiller@igalaxy.net 


——MESSAGE FILE 16818 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000400 


--MESSAGE FILE 16819 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000401 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze->PC Communication 

Date: 15 Feb 1998 11:24:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <0Olbd3a04$fb0£3540$98d449c2@Angelal.intelligent-—group.com> 
References: <6c60nb$5bj5@scea> 

NNTP-Posting-Host: 1152.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nathan <nmiller@igalaxy.net> wrote in article <6c60nb$5b j5@scea>... 

> I don't like the way the Yaroze requires you to define your model 
addresses 

> as constants in the program. I have been messing around with an 

> alternative, but have run into a few problems. If you can open a "tty" 

> connection using the open() command, and the manuals say that the read() 
and 

> write() commands can be use with the "tty" connection, I am assuming that 
> you can open files, allocate memory, and fill the memory with the file 
data. 
> I have been able to open the connection, but I have been looking at the 
> read() command and it doesn't allow for a file name!? Am I missing 

> something here or is it just not possible to read a file in this way. 
This 
> might all sound very much like a new programmer question, but I haven't 
> worried about it until now, since I am attempting to allow for dynamic 
files 

> so that I can have numerous, large levels. 


CodeWarrior provides a fileserver (dynamic load from PC) over the serial 
port. My ARS library provides the same sort of functionality over the 
parallel port, using an Action Replay / Game Shark cartridge (it's faster 
than the serial port). You could convert the fileserver in ARS to use 
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the serial port and change the file io library to put the protocol over the 
serial 
port with read & write to get the effect you're looking for.... 


> Nathan Miller 
> nmiller@igalaxy.net 


Craig. 


——MESSAGE FILE 16819 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000401 


——MESSAGE FILE 16820 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000402 
Path: chuka.playstation.co.uk!news 

From: Michael Voegeli <michael@access.ch> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Assigning texture maps to 3D objects at runtime? 

Date: Sun, 15 Feb 1998 19:00:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <34E72D24.691CD1E4@access.ch> 

Reply-To: michael@access.ch 

NNTP-Posting-Host: linel37-basel.datacomm.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 (Macintosh; I; PPC) 

To: michael@datacomm.ch 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:330 scee.yaroze.beginners 
2133 scea.yaroze.freetalk:402 


Hi there 


After almost one year as a yaroze member, I finally have the time to 
have a closer look at playstation programming and am trying to catch up 
a bit. 


I studied the paper manuals and thought they are quite useful. 


I created some dxf files in some Mac modeler, converted them to rsd and 
tmd on the PC and downloaded them togeteher with TMDVIEW from my Mac 
again, since this is my working Platform (Code Warrior, etc.). 


Everything worked pretty well and I began to think about what to do as 
some first 3d project... 


Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


I probably have to assign them by editing the RSD File... 


However, I would rather like to assign colors and textures to my 3D 
Objects at runtime anyway. 


I checked the manuals for some info about runtime object manipulation 
and especially texture map and color assignment. It apears the manual is 
very very thin at this subject. There are things mentioned about texture 
pages and alignment but this is more like an overview and I couldn't 
find any specific information about working with these features... 


The Library Reference manual lists no functions for texture or color 
assignment to 3D Objects in RAM. Are there none? Am I blind? 


Do I have to study the file format stuff and hack it myself? 


Sure, I will check out all the demos and source I can grab but I wonder 
If there is some other, more coherent information available on the 
subject. 


Thank you for any hints 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, I'm on 9461567 :) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Robert Swan wrote in message <3506f145.5827417@news.playstation.co.uk>... 
>I've always wanted a faster communication mode than these newsgroups, 
>just for trivial chat, and comparing just how much caffeine we've 
>imbibed these days, so seeing as no-one responded to the #yaroze 
>channel on irc, I thought I might put up my icq number, which is - 

> 

>9353855 

> 

>Anyone who doesn-t know what icq is, 'tis a program that will notify 
>you if anyone else you want to keep an eye on comes on to the 
>internet. Its fairly cool. For more info, try 

> 

>http://www.icq.com 

> 

>perhaps if the timing is right, maybe one of you might get the 10 
>millionth icq number. wow 

> 


—-MESSAGE FILE 1772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00475 


-—-MESSAGE FILE 1773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000476 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: YarozeMaster 

Date: Thu, 12 Mar 1998 17:02:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6e90kpS6nq6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:504 scee.yaroze.freetalk.english: 
476 


Check out this awesome siocons replacement at 
http://www.netyaroze-europe.com/~deruiter 
and give comments! 


Bye! 


—-MESSAGE FILE 1773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00476 


—-MESSAGE FILE 1774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000477 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ugly colour 

Date: Thu, 12 Mar 1998 17:04:26 +0000 

Organization: The Hex Heroes 

Lines: 10 
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MV 


a aa a a eR Re re 


Michael Voegeli Interactive Media Programming 

mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
Lak == th k A tl ku le =a 1 


——MESSAGE FILE 16820 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000402 


—-MESSAGE FILE 16821 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000403 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nathan" <nmiller@igalaxy.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze->PC Communication 

Date: Sun, 15 Feb 1998 13:38:16 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <6c7n20$5bj7@scea> 

References: <6c60nbS$5b j5@scea> <01lbd3a04Sfb0Ff3540$98d449c2@Angelal.intelligent-—group 
. com> 

NNTP-Posting-Host: usr-x2-hubl.ppp-3.bak.igalaxy.net 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Craig Graham wrote in message 
<01bd3a04Sfb0Ff3540S98d449c2@Angelal.intelligent-group.com>... 

>CodeWarrior provides a fileserver (dynamic load from PC) over the serial 
>port. My ARS library provides the same sort of functionality over the 
>parallel port, using an Action Replay / Game Shark cartridge (it's faster 
>than the serial port). You could convert the fileserver in ARS to use 

>the serial port and change the file io library to put the protocol over the 
>serial 


I don't use codewarrior, I use Visual C++ because I also program windows and 
opengl. My question is, where do I get your code? 


Thanks, 


Nathan Miller 


——MESSAGE FILE 16821 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000403 


—--MESSAGE FILE 16822 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000404 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan Miller" <nmiller@igalaxy.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Game Programming Library 

Date: Sun, 15 Feb 1998 16:27:06 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6c80uj$5bj9@scea> 

NNTP-Posting-Host: 207.126.85.43 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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I am currently developing my game library that I will use for all of my 
games on the Yaroze. I am attempting to design it much after an opengl type 
lib (with a nStartDraw() and a nEndDraw() function). I am including a 
collision detection system that I believe is slightly innovative, and plan 
on supporting special effects like lens flares, glowing objects, and 
possibly motion blur. I also am working on a skeleton system, particle 
system, and soon will start a physics model. Wow, that is a LOT of work... 
oh yeah, I am thinking of adding L.O.D. support also. I will be able to 


understand all of my functions with little reference material, I would like 
to know how many people would be interested in such a lib. If I get enough 
response I will also start on a detailed guide to the lib. It is currently 
25% done, and I expect that the rest will not take too much longer! I am 


also looking for someone to help write a skeletal/mesh deformation system 
for the lib, as of right now I only plan on supporting animation via a 
skeleton connected to separate meshes representing different parts of the 
char's body. 


Your input will be greatly appreciated, 


Nathan Miller 
Ryu-Ki Software 
nmiller@igalaxy.net 


—--MESSAGE FILE 16822 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000404 


—-MESSAGE FILE 16823 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000405 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Next chat meeting... 

Date: Mon, 16 Feb 1998 00:23:40 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <34E7F78C.5FA4@concentric.net> 

References: <6c25e0S4708@scea> <34e4d360.27677480@205.149.189.29> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts019d22.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


Heh heh. A man's gotta have his priorities huh? Although I can't 
believe you didn't include "Simpsons" in there too. :) 


Scott 

> Jeff, 

> 

> Weekends are fine for me as well. However, 7:00pm on Sunday is out of 
> the question; there's too much of a chance that it will interfere with 
> "King of the Hill" and "The X-Files." 

> 

> Anyone else have an opinion on this? 

> 

> Mario 


—-MESSAGE FILE 16823 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000405 


—-MESSAGE FILE 16824 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000406 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Mon, 16 Feb 1998 17:45:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <34E87B54.B3@sms.ed.ac.uk> 
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References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 


6@scea> 

NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jeff Lawton wrote: 
>If they weren't before, I bet they are now! 


that separates them from us is the amount of time they are willing 


> 
> 
> I don't know about that... I would say the biggest thing 
> 
> to spend working on something.. 


This is true to an extent, but there's no denying that those guys have 
shown a talent for spotting what worked in the games of that genre and 
boiling them down into something that gelled together really well. 


I'm sure there are a lot of people who can do that among our ranks - and 
I look forward to seeing the results, but I reckon it's more than just 
time - Talent, passion and dedication are right up there as well. 


Here's to the games of the future (and their authors)... 


James (~mrfrosty / SCEE) 


—-MESSAGE FILE 16824 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000406 


—--MESSAGE FILE 16825 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000407 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: SaacNet System User <bogus@humberc.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: How does SCEA feel about glabrec@vmlabs & brehbock@vmlabs.com? 
Date: Mon, 16 Feb 1998 15:06:31 -0500 

Organization: Humber College A.A.T. 

Lines: 42 

Message-ID: <34E89C47.1821@humberc.on.ca> 

Reply-To: bogus@humberc.on.ca 

NNTP-Posting-Host: 142.214.101.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.04 (Win95; I) 

CC: j_patton@interactive.sony.com 


Hello from Sean Kennedy. 


Being in education I keep tabs on who is doing what with this, and what 


with that. 
Then I saw Bill & Greg LEFT! 
{a while ago that is...} 


At first, I thought that the Yaroze programm was going down the 
Proverbial toilet. But now action has picked up for those Die-Hards who 
still set out to do some coding. 


Me, I want to do some writing first. {Word-Processing, not coding.) 
Since I got the RTOS misc codes from my past functioning. 

I can sit back, relax play some IQ or Ghost in the shell, and think 
about the story for "Great Space Battles". 

As well, I would like to put on a Hobbyist Conference at Humber College 
for those who want to get into programming and interfacing Electronic 
Entertainment Media. 


There is the Computer Game Developers Conference in Long Beach 
California happening at the beginning of May, but CGDC is HUGE! 

It is mainly geared toward Production publishers of software titles, and 
is a "must attend" for a lot of leading edge companies. 


But what about the hobbyist? Or the student programmer? What about the 
music student interested in MIDI? Or the Creative Artist who wants to 
make an entertainment Statement? 
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The Net Yaroze is a great mechanism to do just that. 

But then there is Bill & Greg? The founding fathers of SCEA's Net 
Yaroze. 

Are they 'persona non grata" at SCEA? 

Or would people like to hear from them about games development in 
general? 


I'd like to hear all opinions from Yaroze members if possible: 


So Write me: 
kennedy@moe.acad.humberc.on.ca 


Sean Kennedy 

Humber College of Applied Arts & Technology. 

Toronto, Ontario, CA 

——MESSAGE FILE 16825 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000407 


--MESSAGE FILE 16826 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000408 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How does SCEA feel about glabrec@vmlabs & brehbock@vmlabs.com? 
Date: Mon, 16 Feb 1998 16:05:07 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <34e8611e.53718549@news.scea.sony.com> 

References: <34E89C47.1821@humberc.on.ca> 

NNTP-Posting-Host: client-120-158.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>The Net Yaroze is a great mechanism to do just that. 

>But then there is Bill & Greg? The founding fathers of SCEA's Net 
>Yaroze. 

>Are they 'persona non grata’ at SCEA? 

>Or would people like to hear from them about games development in 
>general? 

> 

>I'd like to hear all opinions from Yaroze members if possible: 


>Sean Kennedy 
>Humber College of Applied Arts & Technology. 
>Toronto, Ontario, CA 


Hello, 

I was quite curious about this situation when it occured myself. 
It came as quite a surprise when my e-mail to Greg came back to me 
undelivered, and then I read about their move to VM Labs. This should 
explain to all the break in our auditorium classes, and the fact that 
there has not been more activity to date. But, if you take notice, the 
download times from the SCEA server are really cooking of late, 
because Peter Alau has been hard at work learning Unix and upgrading 
our site. 

I don't think anyone should bear any ill will towards Bill and 
Greg, they did what was best for their own careers. These guys are 
all old friends and I don't think there is any ill will between them. 
There is also a story behind the scenes for why they left Sony, 
but I don't know it. I just know it is there from inquiries I made. 

They had their reasons, no one at Sony bears a grudge, so that is 
enough for me to believe none of us should bear one either. I would 
throughly enjoy their presence at any conference you organize. 


-Matt 


--MESSAGE FILE 16826 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000408 


——MESSAGE FILE 16827 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000409 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: omigod 

Date: Mon, 16 Feb 1998 17:40:24 -0500 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <6caek3$5bj13@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> 

NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Rutherford wrote in message <34E87B54.B3@sms.ed.ac.uk>... 

>> I don't know about that... I would say the biggest thing 

>> that separates them from us is the amount of time they are willing 
>> to spend working on something.. 

> 

>This is true to an extent, but there's no denying that those guys have 
>shown a talent for spotting what worked in the games of that genre and 
>boiling them down into something that gelled together really well. 


>I'm sure there are a lot of people who can do that among our ranks - and 
>I look forward to seeing the results, but I reckon it's more than just 
>time - Talent, passion and dedication are right up there as well. 


Kinda left all the yammering in there... Just so people know what we are 
talking about... 


Anyhow... I agree that they have talent... Wasn't in question was it? Was 
it unmentioned, or maybe I thought that went without saying.. I would think 
that almost anyone that has a Yaroze figures they have the 'talent', I was 
just trying to state that it was a matter of time more so than talent. I 
think that only core coders that truely enjoy coding as more than a job are 
the ones with Yarozes, and the ones that are probably the future of 
gaming... 


Even though we have talent, we tend to also look upon personal lives as 

important, and many times the goals we set for ourselves tend to be more 
than the 'one' can handle. I strongly believe that teams will make the 

difference, as far as Yaroze coding goes... 


I just feel that people in the US seem to keep things to themselves.. I 
don't know how many conversations I have had with people where they tell me 
they haven't published source, or they don't want to post anything in the 
news groups because they feel intimidated by some of the posts.... Don't 
know why that is, but it is there... I hope that in the future more of us 
can start banding together to try to make something decent... 


As for time... Hopfully if we form groups we can work together on creating 
products, and in the end give ourselves a better understanding of the 
machine through communication. Only time will tell... :) 


>Here's to the games of the future (and their authors)... 


Agreed! To the future, and their respected authors! 
Regards, 


Jeff / ROGUE 


--MESSAGE FILE 16827 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000409 


—-MESSAGE FILE 16828 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000410 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Mon, 16 Feb 1998 21:24:46 -0600 

Organization: (no organization) 

Lines: 24 
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Message-ID: <34E902FE.4224@charlie.cns.iit.edu> 

References: <34E72D24.691CD1E4@access.ch> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:339 scee.yaroze.beginners 
2139 scea.yaroze.freetalk: 410 


Michael Voegeli wrote: 

> Obviously, my dxf files don't contain any color and texture information 
but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


> 
> 
> 
> I probably have to assign them by editing the RSD File... 


There is an excellent Windows/PC tool called "rsdtool.exe", that you 
can download from the "Utilities" page that lets you load an .RSD model 
and color and texture the faces of your model. 


This is one very usefull program. My only question about it is: 
Is there a way to make some faces "goraud shaded" while not "goraud 
shading" some other faces? 


For example, I want a model with some "roundish" parts, where shading 
will help it look smoother, with fewer polys, but other parts of the 
same model are "Squarish and pointy", where shading would be out of 
place. 


Any ideas? (currently I use the "-g" option on dxf2rsd.exe to turn 
shading on for the whole model). 


EdF 
——MESSAGE FILE 16828 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000410 


--MESSAGE FILE 16829 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000411 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Tue, 17 Feb 1998 01:37:08 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <34e8e217.6157106@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> 

NNTP-Posting-Host: client-120-79.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I just feel that people in the US seem to keep things to themselves.. I 
>don't know how many conversations I have had with people where they tell me 
>they haven't published source, or they don't want to post anything in the 
>news groups because they feel intimidated by some of the posts.... Don't 
>know why that is, but it is there... I hope that in the future more of us 
>can start banding together to try to make something decent... 


Sorry, I ama little off topic, but I just wanted to react to this 
paragraph: 

Yes, I have had numerous conversations along these same lines. 

I tried to voice this opinion up above in the C versus C++ thread I 
started, and I got criticized for it. I also got no support from other 
members, as if it is not our problem. It is, the program is 
user-driven, and if 75% of members don't participate, it just isn't as 
rewarding as it could be. Go hit the random choice link on our 
"member's page's" page if you don't believe me... 

The reason why that is is human nature. No one likes to feel 
unable, no one likes to be stepped on or insulted. I assume you really 
understand this, but you did say you don't know why they shun the 
groups. 
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And for the members who are reading this and who never post and who 
have not posted their pages: 
—-MESSAGE FILE 16829 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000411 


—-MESSAGE FILE 16830 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000412 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Tue, 17 Feb 1998 14:16:46 -0500 

Organization: SCEA News Server 

Lines: 63 

Message-ID: <6ccnav$5bj17@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> <34e8e217.6157106@news.scea.s 
ony.com> 

NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Matthew Hulett wrote in message 

> Yes, I have had numerous conversations along these same lines. 

>I tried to voice this opinion up above in the C versus C++ thread I 
>started, and I got criticized for it. I also got no support from other 
>members, as if it is not our problem. 


Well, perhaps along the lines of the C vs C++ thread, and in my own 
defence.. I had nothing to add... I tend not to post unless there is 
something worth responding to (ie something I can have some input on), or I 
have a question. If I can't help the topic, I won't post. I certainly 
don't think anyone should be criticized for doing/trying odd things, more 
power to you, and in the end if it worked you would be able to pass the 
knowledge aquired along to the rest of us lowly peons.. :) 


>>It is, the program is 

>user-driven, and if 75% of members don't participate, it just isn't as 
>rewarding as it could be. Go hit the random choice link on our 
>"member's page's" page if you don't believe me... 


I never questioned it.. I too was guilty of not posting or updating my 
page.. I have been EXTREMELY busy the last 6mths and my personal life and 
hobbies had to be placed on hold.. But alas I am back, and I can assure you 
my page will start recieving regular update.. (before some of you ask.. 

Yes there is a new version of the GNU IDE/SIOCONS for Win95/NT.. I'11 put 
it up in the next cpl of days).. The last thing I could do on my Yaroze was 
move sprites... I can assure you 1000's of questions will be posted over 
the next cpl of weeks. 


> The reason why that is is human nature. No one likes to feel 
>unable, no one likes to be stepped on or insulted. I assume you really 
>understand this, but you did say you don't know why they shun the 
>groups. 


I don't think it was a question really... More of something I had 
noticed... I think that the Yaroze community as a whole will not belittle 
anyone for trying.. Even something like displaying an object for the first 
time is a very daunting task.. one that pissed me off for a few days... 
Also confused the crap out of me on why they required an ordering table... 
Kinda cool once you figure it out.. but alas I might not have if I didn't 
post questions about it. 


>playing games for decades, just because you can't do x, y, Or z as 
>well as others does not mean your opinions are not interesting and 
>worthwhile. Besides, 99% of people in the program are cool and will 
>only encourage you. 


I agree with you there. 


> O.k. guys, this is where you don't ignore me, and you post a little 
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>thing saying, "Yeah, I want everyone who is not involved to start 
>posting..." 


Would be nice.. 
Regards, 


Jeff / ROGUE 


—--MESSAGE FILE 16830 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000412 


—-MESSAGE FILE 16831 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000413 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Tue, 17 Feb 1998 15:24:50 GMT 

Organization: SCEA News Server 

Lines: 62 

Message-ID: <34e9a3cb.13518793@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> <34e8e217.6157106@news.scea.s 
ony.com> <6ccnav$5bj17@scea> 

NNTP-Posting-Host: client-120-201.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Well, perhaps along the lines of the C vs C++ thread, and in my own 
>defence.. I had nothing to add... I tend not to post unless there is 
>something worth responding to (ie something I can have some input on), or I 
>have a question. If I can't help the topic, I won't post. I certainly 
>don't think anyone should be criticized for doing/trying odd things, more 
>power to you, and in the end if it worked you would be able to pass the 
>knowledge aquired along to the rest of us lowly peons.. =) 


I was agreeing with your previous observation on non-participants, 
I in no way was addressing you directly. It was more an open opinion 
prompted by the first reference to the topic I have seen besides my 
own. And we are not lowly peons. <BG> 


>>>It is, the program is 

>>user-driven, and if 75% of members don't participate, it just isn't as 
>>rewarding as it could be. Go hit the random choice link on our 
>>"member's page's" page if you don't believe me... 

> 
> 
>I never questioned it.. I too was guilty of not posting or updating my 
>page.. I have been EXTREMELY busy the last 6mths... 


Like I said, I am sorry you misunderstood my intent, I was not 
addressing you directly. I appreciate your efforts. I remember 
reading a comment somewheres that appeared to doubt my guesstimate 
that someodd 75% of members are not participating. I can't remember 
where, oh well... 


>> The reason why that is is human nature. No one likes to feel 
>>unable, no one likes to be stepped on or insulted. I assume you really 
>>understand this, but you did say you don't know why they shun the 
>>groups. 

> 

> 

>I don't think it was a question really... More of something I had 
>noticed... 


But you did say you don't see why more members don't feel free to 
participate. Nope, it was not a question, I was just reacting to your 
opinions. 


> I think that the Yaroze community as a whole will not belittle 
> anyone for trying.. 
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True, but I would agree more wholeheartedly if people did not feel 
the need to preface their questions with things like: 

1) This may be a stupid question, but... 

2) I may be being thick, but... 

3) I realized I was talking out of my !@#$%, so... 
There are no dumb questions, just rude attitudes towards those who are 


farther behind on the learning curve. I am sure you can pick out the 
entries that have a certain condenscending tone about them. 


Well, that is one other voice who would like to see more members 
feel free and easy to participate. Anyone else care to take the time 
to encourage people to feel free to join in? 


-Matt 


——MESSAGE FILE 16831 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000413 


--MESSAGE FILE 16832 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000414 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game Programming Library 

Date: Tue, 17 Feb 1998 21:46:34 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34ea0524.2026333@news.scea.sony.com> 

References: <6c80uj$5bj9@scea> 

NNTP-Posting-Host: ip92.ts2.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Sound really cool too me would live to try it out when you get it 
going 

On Sun, 15 Feb 1998 16:27:06 -0800, "Nathan Miller" 
<nmiller@igalaxy.net> wrote: 


>I am currently developing my game library that I will use for all of my 
>games on the Yaroze. I am attempting to design it much after an opengl type 
>lib (with a nStartDraw() and a nEndDraw() function). I am including a 
>collision detection system that I believe is slightly innovative, and plan 
>on supporting special effects like lens flares, glowing objects, and 
>possibly motion blur. 1 also am working on a skeleton system, particle 
>system, and soon will start a physics model. Wow, that is a LOT of work... 
>oh yeah, I am thinking of adding L.O.D. support also. I will be able to 


>understand all of my functions with little reference material, I would like 
>to know how many people would be interested in such a lib. If I get enough 
>response I will also start on a detailed guide to the lib. It is currently 
>25% done, and I expect that the rest will not take too much longer! I am 


>also looking for someone to help write a skeletal/mesh deformation system 
>for the lib, as of right now I only plan on supporting animation via a 
>skeleton connected to separate meshes representing different parts of the 
>char's body. 

> 

>Your input will be greatly appreciated, 

> 

>Nathan Miller 

>Ryu-Ki Software 

>nmiller@igalaxy.net 

> 

> 


—-MESSAGE FILE 16832 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000414 


—-MESSAGE FILE 16833 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000415 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Tue, 17 Feb 1998 21:09:17 -0600 

Organization: (no organization) 

Lines: 14 

Message-ID: <34EA50DD.81C@charlie.cns.iit.edu> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> <34e8e217.6157106@news.scea.s 
ony.com> <6ccnav$5bj17@scea> <34e9a3cb.13518793@news.scea.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Matthew Hulett wrote: 

> Well, that is one other voice who would like to see more members 
> feel free and easy to participate. Anyone else care to take the time 
> to encourage people to feel free to join in? 


I agree! 


I'd like to see more people posting more of thier attempts. Even if 
it's not the greatest game in the world, it's still something to 
show off. We're all in the same boat in that this is a hobby, and 
everyone understands that "Real Life(tm)" takes precidence, 

and even small progress is a "Great Thing(tm)". 


EdF 
——MESSAGE FILE 16833 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000415 


——MESSAGE FILE 16834 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000416 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Tue, 17 Feb 1998 22:08:51 -0600 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34EA5ED3.83C0C414@ix.netcom. com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> <34e8e217.6157106@news.scea.s 
ony.com> <6ccnav$5bj17@scea> <34e9a3cb.13518793@news.scea.sony.com> <34EA50DD.81C@ch 
arlie.cns.iit.edu> 

NNTP-Posting-Host: dgr-il3-11.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Ed Federmeyer wrote: 


I'd like to see more people posting more of thier attempts. Even if 
it's not the greatest game in the world, it's still something to 
show off. We're all in the same boat in that this is a hobby, and 
everyone understands that "Real Life(tm)" takes precidence, 

and even small progress is a "Great Thing(tm)". 


VVVV Vv 


Not only would I like to see people posting their games, but I would 
like to see the source posted as well. (like how to use that damned 
neGcon) 


But maybe that's just the leech in me talking. 
Manny Najera 


—-MESSAGE FILE 16834 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000416 


—-MESSAGE FILE 16835 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000417 
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Message-ID: <3508159A.32DB@writeme.com> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
.co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <3506C280.6205@writeme.com> <35072 
A6C.CACBOO8B@cybec.com.au> <3507E9FF.C4E1FC49@hotmail.com> 

NNTP-Posting-Host: at14-041.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


pal wrote: 


> When I insert the disc, I have to wait six hours before I can think 
> normally again. This could explain why I can't achieve coding any 
> game. 


My Yaroze CD hasn't seen the light of day for ages - it's been safely 
tucked up inside it's large black storage case... 


James (~mrfrosty). 
-—-MESSAGE FILE 1774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00477 


-—-MESSAGE FILE 1775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000478 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ugly colour 

Date: Thu, 12 Mar 1998 18:21:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <350827C6.4B8B@127.0.0.1> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
.co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <3506C280.6205@writeme.com> <35072 
A6C.CACBOO8B@cybec.com.au> <3507E9FF.C4E1FC49@hotmail.com> <3508159A.32DB@writeme.co 
m> 

NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


James Rutherford wrote: 

> My Yaroze CD hasn't seen the light of day for ages - it's been safely 
> tucked up inside it's large black storage case... 

same here, Id totally forgotten about the colour of it until the 

other day when I finally went out and bought wipeout 2097 


Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00478 


-—-MESSAGE FILE 1776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000479 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Fri, 13 Mar 1998 00:32:36 +0100 

Organization: Debri 

Lines: 22 

Message-ID: <1d5p7dx.1115n6kt29pr0N@al-—88-115.al.nl> 
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Path: 


Fr 


chuka.playstation.co.uk!news 


om: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 


Subject: 


Date: 


Re: Assigning texture maps to 3D objects at runtime? 


Wed, 


18 Feb 1998 18:01:09 -0000 


Organization: PlayStation Net Yaroze (SCEE) 


Li 


nes: 


56 


Message-ID: <6cf7fj$be039@chuka.playstation.co.uk> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

ef: chuka.playstation.co.uk scee.yaroze.freetalk.english:353 scee.yaroze.beginners 
143 scea.yaroze.freetalk:417 


Xr 


Hi 


Ա 


If you want to apply an animated texture to a TMD, the easiest way is 
probally to have the animation frames in main ram, and download one frame at 


a time 


Cheers, 


Co 


lin. 


( using LoadImage ) before drawing, so the GPU draws the same TMD 
each time with the same VRAM info, but the graphics change. 

Any other way does involve poking around with the innards of the TMD 
structure... 


Michael Voegeli wrote in message <34E96F7C. 3E149E37@access.ch>... 


> 
> 


>Ed Federmeyer wrote: 


> 

>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
> 


Michael Voegeli wrote: 
> Obviously, my dxf files don't contain any color and texture information 


> 
> 
> 
> 


but I'm not shure if this is because my modeler doesn't export them or 
because DXF doesn't support them. (222) 


I probably have to assign them by editing the RSD File... 


There is an excellent Windows/PC tool called "rsdtool.exe", that you 
can download from the "Utilities" page that lets you load an .RSD model 


and color and texture the faces of your model. 


>Thank you for your reply. 


>I down] 


> 


>Actuall 


>color, 


> 


loaded rsdtool.exe but didn't try it yet. 


ly I would like to downloaded some TMD File with watever 


texture and shading and then change these during RUNTIME. 


>Obvoiously this is not the standard way to go but it would allow great 
>flexibility and reduce my download time. 


> 


>Any 


>? 


(secret) library functions available for manipulating 3d object data 


>Will I have to go down to the bits and bytes to code it one my own? 


VVVVVVVVV VV 


a a aN a Ra Ne ee 


Michael Voegeli Interactive Media Programming 

mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
Lok Sl SS SENS Vek alae al AS SASS Rae Neda k= Sa Sp AS bake Saal 


—-MESSAGE FILE 16835 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000417 
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——MESSAGE FILE 16836 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000418 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Wed, 18 Feb 1998 13:09:59 -0800 

Organization: 

Lines: 22 

Message-ID: <34EB4E27.711D6BB4@netmagic.net> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> <34e8e217.6157106@news.scea.s 
ony.com> <6ccnav$5bj17@scea> <34e9a3cb.13518793@news.scea.sony.com> <34EA50DD.81C@ch 
arlie.cns.iit.edu> <34EA5ED3.83C0C414@ix.netcom. com> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Manny Najera wrote: 
[ete 

Not only would I like to see people posting their games, but I would 

like to see the source posted as well. (like how to use that damned 

neGcon) 


But maybe that's just the leech in me talking. 


VVVVVVV 


Manny Najera 


Naw, you're right. I was hoping that some of the Yaroze games 
(like Hover) would include source code. I don't want to rip their 
code, but rather learn from it. You know, to see how they do it 
and/or maybe improve upon it. Maybe a new group called 
scea.yaroze.sourcecode wouldn't be a bad place to post this stuff. 


At least for me, I will be providing all source code, sounds, graphics, 
etc. for most projects I do. Check my code/games page for more info... 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
——MESSAGE FILE 16836 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000418 


—-MESSAGE FILE 16837 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000419 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 15:25:26 -0600 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34EB51C5.D3D4F3E@ix.netcom. com> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fj$beo39@chuka.playstation.co.uk> 

NNTP-Posting-Host: dgr-il1-21.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:355 scee.yaroze.beginners 
144 scea.yaroze.freetalk:419 


SCEE wrote: 


If you want to apply an animated texture to a TMD, the easiest way is 
probally to have the animation frames in main ram, and download one 
frame at 

a time ( using LoadImage ) before drawing, so the GPU draws the same 


V V V V 
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TMD 

each time with the same VRAM info, but the graphics change. 

Any other way does involve poking around with the innards of the TMD 
structure... 


V V V V 


What do I have to do if I want to draw a regular sprite, instead of 
using LoadImage? 


Manny Najera 


——MESSAGE FILE 16837 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000419 


——MESSAGE FILE 16838 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000420 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: omigod 

Date: Wed, 18 Feb 1998 17:42:19 -0500 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <6cfnoa$7691@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> <34e8e217.6157106@news.scea.s 
ony.com> <6ccnav$5bj17@scea> <34e9a3cb.13518793@news.scea.sony.com> <34EA50DD.81C@ch 
arlie.cns.iit.edu> <34EA5ED3.83C0C414@ix.netcom.com> <34EB4E27.711D6BB4@netmagic.net 
> 

NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


3 


Elliott Lee wrote in message <34EB4E27.711D6BB4@netmagic.net>... 


>Naw, you're right. I was hoping that some of the Yaroze games 
>(like Hover) would include source code. I don't want to rip their 
>code, but rather learn from it. You know, to see how they do it 
>and/or maybe improve upon it. Maybe a new group called 
>scea.yaroze.sourcecode wouldn't be a bad place to post this stuff. 


I don't think people should post the source to all the games they write 


unless of course they are little demo games.. I think that if someone 
requests info though that you should supply it. If we can help one another 
we should.. There is no reason to keep tons of info to yourself. 


I just wouldn't want to see the same game come out with new images, and 
someone calling it his/her own. I'm not saying that Yaroze people rip each 
other off or anything, so please don't take it that way. What I am saying 
is people will download the source do some modification then release it 
saying look what I did... and totally forget about the original author. 


Although if I ever did a 2nd version of a game, that was better than the 
first, I would probably release version 1 source to the public. I don't 
care about people using my source too much, as long as people remember who 
to give credit too, it doesn't matter.. I can just understand keeping 
somethings to yourself.. 


If I had a cool routine that people wanted to include in their program if 
they asked for it, I would provide them with a little demo using the code. 

I won't on the other hand give away the source to a game that I have worked 
extremely hard on either.. Or atleast not right away, but eventually I would 
release the source.. I'm not saying never... 


Hmmm, hope this came out right... I guess the msg I'm trying to get across 
is I would not be opposed to releasing source, but I can understand why the 
source isn't always released right away. Some people want recognition 
first, before someone else rips it. 


Regards, 


Jeff / ROGUE 
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—-MESSAGE FILE 16838 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000420 


—--MESSAGE FILE 16839 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000421 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Wed, 18 Feb 1998 19:56:33 -0600 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <34EB9150.B3BDED04@ix.netcom. com> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fjSbeo39@chuka.playstation.co.uk> <34EB51C5.D3D4F3E@ix. 
netcom. com> 

NNTP-Posting-Host: dgr-il9-34.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:356 scee.yaroze.beginners 
146 scea.yaroze.freetalk:421 


Manny Najera wrote: 


> > If you want to apply an animated texture to a TMD, the easiest way 
is 

> probally to have the animation frames in main ram, and download one 
> frame at 

> a time ( using LoadImage ) before drawing, so the GPU draws the same 


> TMD 
> each time with the same VRAM info, but the graphics change. 
> Any other way does involve poking around with the innards of the TMD 


> structure... 


What do I have to do if I want to draw a regular sprite, instead of 
using LoadImage? 


VVVVVVVVVVV VV 


Forget it, I just figured it out: 


You create a second OT, with it's own workbase and such. You change the 
clip property of the GSDRAWENV to point to the place that you want to 
draw to in VRAM. Then you sort your sprites and whatnot into the second 
OT, which is then drawn into the area you specified. The next time you 
draw your TMD, it will be drawn with the changed textures. 


Manny Najera 


—-MESSAGE FILE 16839 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000421 


——MESSAGE FILE 16840 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000422 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Adding music to games 

Date: Wed, 18 Feb 1998 22:14:51 -0600 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34EBB1BB.87A351D8@ix.netcom. com> 

NNTP-Posting-Host: dgr-il3-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
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Has anyone out there made their own midi music, specifically for the 
Yaroze? I want to add my own music to my game, but I don't want to use 
the general midi instruments. I want to make music with samples and 
drum loops. I need to know what programs I can use to make midi music 
with samples, and how to change that over to the SEQ and VAB formats. 


Manny Najera 


——MESSAGE FILE 16840 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000422 


—--MESSAGE FILE 16841 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000423 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game Programming Library 

Date: Thu, 19 Feb 1998 11:56:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34EC1DEF.5CB2@sms.ed.ac.uk> 

References: <6c80uj$5bj9@scea> 

NNTP-Posting-Host: at15-022.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Nathan Miller wrote: 


> I would like to know how many people would be interested in such a 
> lib. If I get enough response I will also start on a detailed guide 
> to the lib... 


I think a great deal of people will be interested when it's released. 


Good luck with it - you're doing a great job! 


James (~mrfrosty / SCEE) 
—-MESSAGE FILE 16841 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000423 


-—-MESSAGE FILE 16842 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000424 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game Programming Library 

Date: 19 Feb 1998 17:19:40 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 47 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6chpjcSkjol@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


To: Lewis Evans 
Ges 
From: news @ playstation.co.uk 


Subject: Re: Game Programming Library:scea.yaroze.freetalk 


From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game Programming Library 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Nathan Miller wrote: 

> I would like to know how many people would be interested in such a 

> lib. If I get enough response I will also start on a detailed guide 
> to the lib... 

I think a great deal of people will be interested when it's released. 
Good luck with it - you're doing a great job! 


James (~mrfrosty / SCEE) 


Couldn't agree more. One of the main things that I (and I'm sure many 
others) would like to see from the Yaroze program is the continued 
creation of many sets of object / library sets; reusable modules 
whose ability to speed up later development simply cannot 

be overstated. 


The more that are made, the more choice people have and the 
less low-level code people need to write, and the better and more 
numerous the games will become. 


Nice One 


Lewis 


—--MESSAGE FILE 16842 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000424 


—-MESSAGE FILE 16843 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000425 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Adding music to games 

Date: Thu, 19 Feb 1998 11:39:23 -0800 

Organization: Sony Computer Entertainment America 

Lines: 62 

Message-ID: <34EC8A63.40B1@interactive.sony.com> 

References: <34EBB1BB.87A351D8@ix.netcom. com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Manny Najera wrote: 


"Has anyone out there made their own midi music, specifically for the 
Yaroze? I want to add my own music to my game, but I don't want to use 
the general midi instruments. I want to make music with samples and 
drum loops. I need to know what programs I can use to make midi music 
with samples, and how to change that over to the SEQ and VAB formats." 


Hi Manny, 
In general, the process goes something like this.... 


1) Find a sound source you want to use (i.e. keyboard patch, CD, 
screaming "BLARGH!!!" into a microphone, whatever). If you're doing 
MIDI music, now's the time to compose that using a sequencer of some 
kind (Performer, Vision, or some warez program). You can also use a MOD 
player if you prefer, but it must be able to save out the sequence as a 
Standard MIDI File Type 1 AND save out the sample as either an AIFF or 

- WAV. 


2) Convert the sound file to something you can manipulate on your 
computer by using a sampler or some other digital recording system (like 
ProTools, SoundBlaster, or something like that). 
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3) Manipulate the sound file in a waveform editor of some kind 
(SoundDesigner II, Alchemy, CoolEdit, etc.). If you want the sound to 
be looping (like for instruments or whatever), now's the time when you 
find the best loop points and assign the loop markers (making sure they 
are on 28 sample boundaries, of course). 


4) If it isn't already in the necessary format, convert the sound file 
to that format (.WAV, AIFF) and convert the file to the Sony VAG format 
using AIFF2VAG or WAV2VAG. 


6) Pack your VAGs into a VAB using VAB Tool (or roll your own by 
creating DEF file, etc.). 


7) Double check your work, if possible, using VAB Tool and a Sound Card 
of some type. If you don't have VAB Tool already, you can get it on the 
Yaroze web site (at SCEA it is in files/utilities). 


8) If your using a MIDI and if it isn't already in the necessary format, 
convert the sequence file to that format (SMF1) and convert the file to 
the Sony SEQ format using SMF2SEQ. 


Now you're ready to load the files using the procedures outlined in the 
manuals. 


Hope this helps! Let me know if you have any other questions. 


All the best, 


Stan 


Stan Weaver 

Audio Tools Technician 

SCEA 

——MESSAGE FILE 16843 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000425 


—-MESSAGE FILE 16844 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000426 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Adding music to games 

Date: Thu, 19 Feb 1998 11:34:24 -0800 

Organization: 

Lines: 22 

Message-ID: <34EC8940.744D8A08@netmagic.net> 

References: <34EBB1BB.87A351D8@ix.netcom. com> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Manny Najera wrote: 


Has anyone out there made their own midi music, specifically for the 
Yaroze? I want to add my own music to my game, but I don't want to use 
the general midi instruments. I want to make music with samples and 
drum loops. I need to know what programs I can use to make midi music 
with samples, and how to change that over to the SEQ and VAB formats. 


VVVVVVVV 


Manny Najera 

Yeah, I've been waiting for something like this, too. I have been 
strongly considering creating a thin S3M player and converter utils 
if a MIDI one can't be found. 


Has anyone attempted to use a SoundBlaster AWE and create a sample 
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set? In the multimedia properties, you can define your own sound 
banks. Maybe that's one way to go? 


Pondering, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16844 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000426 


—-MESSAGE FILE 16845 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000427 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Adding music to games 

Date: Thu, 19 Feb 1998 11:43:43 -0800 

Organization: 

Lines: 55 

Message-ID: <34EC8B6F.COD44C5C@netmagic.net> 

References: <34EBB1BB.87A351D8@ix.netcom.com> <34EC8A63.40B1@interactive.sony.com> 
Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Stan Weaver wrote: 


Bead 


In general, the process goes something like this.... 


1) Find a sound source you want to use (i.e. keyboard patch, CD, 
screaming "BLARGH!!!" into a microphone, whatever). If you're doing 
MIDI music, now's the time to compose that using a sequencer of some 
kind (Performer, Vision, or some warez program). You can also use a MOD 
player if you prefer, but it must be able to save out the sequence as a 
Standard MIDI File Type 1 AND save out the sample as either an AIFF or 
.WAV. 


2) Convert the sound file to something you can manipulate on your 
computer by using a sampler or some other digital recording system (like 
ProTools, SoundBlaster, or something like that). 

Lowe] 
8) If your using a MIDI and if it isn't already in the necessary format, 
convert the sequence file to that format (SMF1) and convert the file to 
the Sony SEQ format using SMF2SEQ. 


VVVVVVVVVVV VV 


Now you're ready to load the files using the procedures outlined in the 
manuals. 


Hope this helps! Let me know if you have any other questions. 
All the best, 

Stan 

Stan Weaver 


Audio Tools Technician 
SCEA 


VVVVVVVVVVVVVV VV 


Too much work. :( If it could be put into a batch file to make it 
more automated, then the problem subsides. 


Can anyone at SCEA/Sony: 


- publicize the exact formats of VAG/VAB/SEQ files? 
The Yaroze File Formats doc does a decent job of showing the 
structure but not the ADPCM packing or the sequencer stuff. 
Converting from something->MIDI 1->SEQ is tedious. 


— create a sound function which has a channel parameter? 
(This question was also brought up in another newsgroup.) 
It would make life a lot easier if we could tell specific 
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voices to key on/off instead of having SsUtKeyOn() pick 
the voice for us---more control is better. 


MOD tracker progs are some of the best digital music sequencers 
out there. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16845 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000427 


—--MESSAGE FILE 16846 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000428 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Sean Kennedy <skennedy@bconnex.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How does SCEA feel about glabrec@vmlabs & brehbock@vmlabs.com? 
Date: Thu, 19 Feb 1998 22:31:27 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 43 

Message-ID: <34ECF910.1943@bconnex.net> 

References: <34E89C47.1821@humberc.on.ca> <34e8611e.53718549@news.scea.sony.com> 
Reply-To: skennedy@bconnex.net 

NNTP-Posting-Host: prol-162.barrie.connex.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Macintosh; I; 68K) 


Matthew Hulett wrote: 


>The Net Yaroze is a great mechanism to do just that. 

>But then there is Bill & Greg? The founding fathers of SCEA's Net 
>Yaroze. 

>I'd like to hear all opinions from Yaroze members if possible: 
>Sean Kennedy 


Hello, 

I was quite curious about this situation when it occured myself. 
It came as quite a surprise when my e-mail to Greg came back to me 
undelivered, and then I read about their move to VM Labs. This should 
explain to all the break in our auditorium classes, and the fact that 
there has not been more activity to date. But, if you take notice, the 
download times from the SCEA server are really cooking of late, 
because Peter Alau has been hard at work learning Unix and upgrading 
our site. 


VVVVVVVVVVVV VV VV 


I second the Motion! Great Job Peter! Some more Dated Tidbits on the 
Members main page would be cool too. Maybe some PSX RTOS bits and bytes. 


> I don't think anyone should bear any ill will towards Bill and 
> Greg, they did what was best for their own careers. These guys are 
> all old friends and I don't think there is any ill will between them. 


That was what I was hoping for. It would be only a detriment to all of 
the hobbyist game developers/designers if it were otherwise. 


> They had their reasons, no one at Sony bears a grudge, so that is 

> enough for me to believe none of us should bear one either. I would 

> throughly enjoy their presence at any conference you organize. 

> -Matt 

I am now trying as hard as I can to do just that. Mostly I'm going to 
focus on the Game Designer part of the Yaroze or similar Gaming Platform 
paradigm. I have no details as yet, but I'm trying hard just the same. 


E-mail me for your support. Hopefully I will be able to get a posting 

with more detail. 

I'm also hoping to be at the E3 at the end of May. So if there is anyone 

coming let me know. Atlanta is a fun town. Conferences there are always 

a HUGE deal. 

-sean 

——MESSAGE FILE 16846 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000428 
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—-MESSAGE FILE 16847 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000429 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupSao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 16847 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000429 


—-MESSAGE FILE 16848 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000430 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Check out SCEE 

Date: Sun, 22 Feb 1998 00:22:29 -0600 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <34EFC425.7B2A4FA9@ix.netcom. com> 

NNTP-Posting-Host: dgr-il3-09.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I just looked over at the SCEE site. They've got a contest (open only 
to SCEE members), and they're giving away cool prizes. Digital camera, 
minidisk player, and computer speakers. 


Manny Najera 


—-MESSAGE FILE 16848 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000430 


——MESSAGE FILE 16849 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000431 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Check out SCEE 

Date: Sun, 22 Feb 1998 19:49:12 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6cqgcq$9864@scea> 

References: <34EFC425.7B2A4FA9@ix.netcom. com> 

NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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References: <35044e51.7543054@news.playstation.co.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rs1l08@mdx.ac.uk> wrote: 


Damn shame about having to put up our entries at midnight; I was 
hoping to work at least until 5 in the morning. 


Anyway, it's been pretty quiet on here concerning the games, and how 
many people might be entering, so I just thought I'd say, 'I'm doing 
one, how about anyone else?' 


I tihnk I'm aware of only two others who are working on the 
competition, but it MUST be more than that! (One of the two is an 
educated guess too...) 


It seems that either people are too secretive, or they simply don't 
have time to tell people :) or maybe I'm the only one who has 
mentioned it on the newsgroups becuase I'm the only one with constant 
problems. Anyway, go on, let us all know. If there's only three of us, 
I won't bother finishing my game in time! 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 1776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00479 


VVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 1777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000480 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Fri, 13 Mar 1998 01:06:37 +0100 

Organization: Debri 

Lines: 3 

Message-ID: <1d5t0b0.lgkej3eqruzeoN@al-88-115.al.nl> 

References: <35002066.3761@writeme.com> <1ld5n6kk.2b00iixmstb4N@al1-—88-100.al.nl> <6e5 
15tSp0pl@emeka.playstation.co.uk> <350818e8.8325100@news.playstation.co.uk> 
NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Why not ask sony..... 


DEnnis... 
—-MESSAGE FILE 1777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00480 


—-MESSAGE FILE 1778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000481 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Fri, 13 Mar 1998 01:06:38 +0100 

Organization: Debri 

Lines: 5 

Message-ID: <1d5t0t1l.1d5emh613chi0wN@al-88-115.al.nl> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


My number is: 
5667178 
Greatings DEnnis.. 


—-MESSAGE FILE 1778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00481 
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Ya I know... Kinda sucks that SCEA doesn't offer anything... Like the 

discounted Yarozes, the contests, etc... Maybe it would get some us moving 

if they did... 

Regards, 


Jeff / ROGUE 


Manny Najera wrote in message <34EFC425.7B2A4FA9@ix.netcom.com>... 

>I just looked over at the SCEE site. They've got a contest (open only 
>to SCEE members), and they're giving away cool prizes. Digital camera, 
>minidisk player, and computer speakers. 

> 

>Manny Najera 

> 


—-MESSAGE FILE 16849 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000431 


——MESSAGE FILE 16850 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000432 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: If you liked Hover... 

Date: Mon, 23 Feb 1998 16:55:20 +1300 

Organization: Sidhe Interactive 

Lines: 19 

Message-ID: <6cqracSasl@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl4-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:432 scee.yaroze.freetalk.english: 
378 


Take a look at AirBob, another Japanese demo that has been upped in the past 
week. 


http://www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 


Looks more and more like we have a bit of catching up to do! 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 16850 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000432 


—-MESSAGE FILE 16851 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000433 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Best of Yaroze 

Date: Mon, 23 Feb 1998 10:19:43 -0800 

Organization: 

Lines: 7 

Message-ID: <34F1BDBF.342C0447@netmagic.net> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 
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Is there yet a compilation of all the "top" Yaroze games, demos, 
and docs from SCEA/SCEE/SCEI yet? 


Curious, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
——MESSAGE FILE 16851 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000433 


—-MESSAGE FILE 16852 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000434 
Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Speed Optimisation 

Date: Mon, 23 Feb 1998 19:57:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <34F1D4C7.6C33@mdx.ac.uk> 
Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: dynws25.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


I've been mailed about speed optimisation and decided I didn't have a 
comprehensive answer. Obviously different games may implement different 
game specific optimisation and optimisation for speed will often be at 
the cost of space. However there should be a generic set of 
optimisations that should apply to the PSX and its libraries. Off the 
top of my head I came up with the following, probably wrong in part, and 
certainly incomplete suggestions. Can anybody add to it? 


— Set the stack to use the D-cache if possible (set scott evans' 
http://www.netyaroze-europe.com/~sevans/tech.htm scee page for a 
detailed account on this). 

- Reduce the number of polygons in models to the absolute 
minimum. 

- Make textures as small as possible. 

- Only draw the part of the world that is immediately visible 
(in 3D games). 

- Define small often called functions as macros wherever 
possible. 

- Use variables which are the same size as the registers (eg 
unsigned long) where ever possible. 

- Use lookup tables to replace calculations where calculations 
are expensive (eg: floating point, trig functions etc) 

— Otherwise avoid any floating point arithmetic. 

- Avoid texturing and shading models where unneccessary (in 3D 


games). 
- Clump functions that call each other together in the code in 
the hope that they get compiled contiguously in memory and they have 
more chance of being loaded into the cache together - (actually this is 
supersition, I haven't proved to myself that this works on the PSX). 
— Use bit shift operations for maths where possible. 


And its possible that some traditional optimisation techniques may be 

inappropriate: 
- eg: loop unrolling was a good optimisation on primitive 

architectures but not neccessarily more modern ones. 


Peter. 


—-MESSAGE FILE 16852 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000434 


——MESSAGE FILE 16853 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000435 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: Check out SCEE 

Date: Mon, 23 Feb 1998 15:31:28 -0600 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <34F1EAAF.D55810DC@ix.netcom. com> 

References: <34EFC425.7B2A4FA9@ix.netcom.com> <6cqgcq$9864@scea> 
NNTP-Posting-Host: dgr-il4-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Jeff Lawton wrote: 


> Ya I know... Kinda sucks that SCEA doesn't offer anything... Like 
> the 

> discounted Yarozes, the contests, etc... Maybe it would get some us 
> moving 

> if they did... 


The contest is sponsored by some sort of European magazine, not SCEE. 
Maybe Next-Generation could sponsor one? 


Manny Najera 


--MESSAGE FILE 16853 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000435 


——MESSAGE FILE 16854 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000436 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Mon, 23 Feb 1998 19:18:05 -0600 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34F21FCD.BCFD8F77@ix.netcom.com> 

References: <6cqracSasl@chuka.playstation.co.uk> 

NNTP-Posting-Host: dgr-il9-37.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:436 scee.yaroze.freetalk.english: 
382 


Mario Wynands wrote: 


Take a look at AirBob, another Japanese demo that has been upped in 
the past 
week. 


http: 
/www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 


VV V NV VV VV 


Looks more and more like we have a bit of catching up to do! 


I dunno. It seems like their sole advantage is that everyone has 
Lightwave 3D. 


Think about it. Everyone is using the same graphics package. All they 
needed was for one person to code an interface for Lightwave's motion 
system. The supposed "hard stuff", being a hierarchical system of 
object movement, being used now to crank out demo after Japanese demo, 
is based entierely around that kind of interface. 


For example, if everyone here used MOD files on a daily basis, a MOD to 
SEQ converter would have been coded ages ago. 


Manny Najera 
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--MESSAGE FILE 16854 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000436 


—-MESSAGE FILE 16855 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000437 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Tue, 24 Feb 1998 21:36:25 +1300 

Organization: Sidhe Interactive 

Lines: 37 

Message-ID: <6cu057Sas3@chuka.playstation.co.uk> 

References: <6cqracS$asl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> 
NNTP-Posting-Host: p53-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:437 scee.yaroze.freetalk.english: 
385 


Manny Najera wrote in message <34F21FCD.BCFD8F77@ix.netcom.com>... 
>Mario Wynands wrote: 


> 

>> Looks more and more like we have a bit of catching up to do! 

> 

>I dunno. It seems like their sole advantage is that everyone has 
>Lightwave 3D. 

> 


>Think about it. Everyone is using the same graphics package. All they 
>needed was for one person to code an interface for Lightwave's motion 
>system. The supposed "hard stuff", being a hierarchical system of 
>object movement, being used now to crank out demo after Japanese demo, 
>is based entierely around that kind of interface. 

> 

>For example, if everyone here used MOD files on a daily basis, a MOD to 
>SEQ converter would have been coded ages ago. 


That is the point - they can crank out demo after demo because (I assume) 
they have a suite of tools and solid reusable code. I don't think we are at 
that stage yet - we really don't have the sort of foundation where 
programmers can concentrate on a game without dealing with the nitty-gritty. 


That being said, useful libraries, flashy code routines, and informative 
Yaroze member documentation has appeared here over the past few months with 
more work being planned by their authours. I still think we have to catch 
up, but at least we are gaining :) 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—--MESSAGE FILE 16855 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000437 


——MESSAGE FILE 16856 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000438 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Speed Optimisation 

Date: Tue, 24 Feb 1998 09:35:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <6cu42mSas4@chuka.playstation.co.uk> 
References: <34F1D4C7.6C33@mdx.ac.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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Hi, 

General optimisations ( PS ) 

Don't unroll loops... 

Group loads and stores together. 

( PS can perform multiple loads at 2 cycle per long on same DRAM page, and 

writes are queued to operate at 2 cycles per long as well ) 

Always load longs and split in registers... 

ie. 


lb cpu cpu cpu lb cpu cpu cpu lb cpu cpu cpu lb cpu cpu cpu 
is better as 


lw cpu cpu cpu extract cpu cpu cpu extract etc... 


Sort primitives in TMD's... 


Group textures for models together, and try to use texture cache ( 64x64 for 
4 bit, 64x32 for 8 bit, 32x32 for 16 bit ) 
ie. For football pitch or ground plane, render first in seperate OT. 


For added accuracy in models make bigger and scale... 
ie. For model with range -256 to +255, scale (X,Y,Z) values by 128, and 


increase OT shift by 7. ( Screen XY values will still be the same as 
128X/128Z is same as 2/2, only Z distance needs changing to fit ՕՆ) 


If building TMD's on the fly try building the structure into D-cache. 


I think the compiler generates bit shifts automatically, but FP is 
definitely bad news. 


Use higher res ( 512x rather than 320x ) where possible, as GPU drawing hit 
is negligable. ( For small polygons line set up time is larger than pixel 
draw time, so increasing X res doesn't impact draw time ) 


Colin. 


Peter Passmore wrote in message <34F1D4C7.6C33@mdx.ac.uk>... 

>Hi, 

> 

>I've been mailed about speed optimisation and decided I didn't have a 
>comprehensive answer. Obviously different games may implement different 
>game specific optimisation and optimisation for speed will often be at 
>the cost of space. However there should be a generic set of 
>optimisations that should apply to the PSX and its libraries. Off the 
>top of my head I came up with the following, probably wrong in part, and 
>certainly incomplete suggestions. Can anybody add to it? 

> 

> — Set the stack to use the D-cache if possible (set scott evans' 
>http://www.netyaroze-europe.com/~sevans/tech.htm scee page for a 
>detailed account on this). 


> - Reduce the number of polygons in models to the absolute 
>minimum. 

> - Make textures as small as possible. 

> - Only draw the part of the world that is immediately visible 
>(in 3D games). 

> - Define small often called functions as macros wherever 
>possible. 

> - Use variables which are the same size as the registers (eg 
>unsigned long) where ever possible. 

> - Use lookup tables to replace calculations where calculations 
>are expensive (eg: floating point, trig functions etc) 

> - Otherwise avoid any floating point arithmetic. 

> - Avoid texturing and shading models where unneccessary (in 3D 
>games). 

> - Clump functions that call each other together in the code in 
>the hope that they get compiled contiguously in memory and they have 
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>more chance of being loaded into the cache together - (actually this is 
>supersition, I haven't proved to myself that this works on the PSX). 
> — Use bit shift operations for maths where possible. 


> 

>And its possible that some traditional optimisation techniques may be 
>inappropriate: 

> - eg: loop unrolling was a good optimisation on primitive 
>architectures but not neccessarily more modern ones. 

> 

>Peter. 

> 


——MESSAGE FILE 16856 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000438 


—-MESSAGE FILE 16857 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000439 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dblee <dblee@netmagic.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Mine Field Preview available... 

Date: Tue, 24 Feb 1998 03:29:57 -0800 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <34F2AF35.31DC@netmagic.net> 

Reply-To: dblee@netmagic.net 

NNTP-Posting-Host: ppp1-23.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:439 scee.yaroze.freetalk.english: 
386 


Hiya all, 


My latest project has been a conversion of Windows Minesweeper to 

the Yaroze. Finally, in the past few days, I've gotten the core 

code to run without errors and so I've assembled a playable demo 

of it. The "production" release is still at least 2 weeks away. 

This post is a little long because I haven't gotten around to writing 
the README file yet... :P 


What the Preview has: 

- a compiled binary (minefld.psx) and its batch file 
(auto) 

- logo, menu, death, and winning screens 

- fully-playable game loop with the first level installed 
(10x10 grid with 10 bombs) 

- a decent mouse cursor :P 

— the main graphics---there's going to be a lot more 

— pseudo scrolling of backgrounds and playfield 

- most of the source code---my extra sprite/pad/printing 
libraries are not included and the ones on my web site 
are incompatible 

- synced to 60 fps---sorry, no 50 fps PAL version yet 


The basic controls: 

- tap O or START to jump to the main menu 

- highlight PLAY and tap O 

— move the cursor around with the pad. Tap Ll or L2 to 
increase/decrease speed, respectively. 

- tap O to clear a tile 

- tap /\ (triangle) to toggle the marking on a tile 

- tap [] (square) to Power Clear a 1-tile radius around the 
cursor---see minefld.c for info on how that works. 

- tap START during the game to bring up the QUIT/RESUME 
"dialog" 


The objective of the game (in case you don't know) is to clear out 
every tile in the playfield without uncovering a bomb. Start out by 
picking any tile (and pray it isn't a bomb). It should uncover a 
number which indicates how many bombs are in the 1-tile radius 
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surrounding the cleared tile. Using those numbers, you should be 
able to tell which tiles are hiding the bombs. It really helps if 
you mark the tiles you think have bombs in them---hit /\. A 
checkmark means you think it has a bomb, and the question mark means 
you think there is a bomb there but aren't sure. Not only is it 
easier to avoid making mistakes by marking the playfield, if you have 
uncovered a tile (which shows a number) and the surrounding tiles in 
a 1-tile radius are marked only with the same number of checkmarks, 
you can quickly clear out that area with the Power Clear function. 


Anyways, if you want to get it, please e-mail me. You'll get a ZIP 
file of about 70k which expands to 200k. There's about 138k that 
gets downloaded to the Yaroze. Takes about 20-30 seconds at 115200. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
——MESSAGE FILE 16857 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000439 


——MESSAGE FILE 16858 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000440 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Mine Field Preview available... 

Date: Tue, 24 Feb 1998 03:34:24 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34F2B040.3DBB@énetmagic.net> 

References: <34F2AF35.31DC@netmagic.net> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: ppp1-23.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:440 scee.yaroze.freetalk.english: 
387 


DOH. 


Please send email to tenchi@netmagic.net. dblee@netmagic.net 
is NOT my address---I forgot to reset the identity while using 
the "family computer". ^_^ 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16858 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000440 


——MESSAGE FILE 16859 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000441 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Talent vs. Time [was Re: omigod] 

Date: Tue, 24 Feb 1998 21:40:07 -0500 

Organization: SCEA News Server 

Lines: 87 

Message-ID: <34F38487.6C2C@mindspring.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5b j13@scea> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 

NNTP-Posting-Host: user-37kb0f7.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Jeff Lawton wrote: 


[snip - re: talent vs. time issue for Japan Yaorze Members] 
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Anyhow... I agree that they have talent... Wasn't in question was it? Was 
it unmentioned, or maybe I thought that went without saying.. I would think 
that almost anyone that has a Yaroze figures they have the 'talent', I was 
just trying to state that it was a matter of time more so than talent. I 
think that only core coders that truely enjoy coding as more than a job are 
the ones with Yarozes, and the ones that are probably the future of 
gaming... 


VV V V V V V 


I think that I have talent...heck I get paid every day to write C++ 
applications for the telecommunications industry. I do not know if 

I have talent to write games, but I figure the Yaroze gives me my best 
chance of discovering my abilities at writing entertainment software. 


I plan to use my Yaroze as a tool to understanding what is involved 
in game creation. 


Even though we have talent, we tend to also look upon personal lives as 

important, and many times the goals we set for ourselves tend to be more 
than the 'one' can handle. I strongly believe that teams will make the 

difference, as far as Yaroze coding goes... 


V V V V 


This is really my biggest problem. I simply do not have enough time to 
write code for the Yaroze. This makes learning how to code for the 
little 
black box kind of difficult. It is really amazing to me that I 
purchased 

this thing back in late Aug. and I am just now having time to try to 
write 

my first simple demo/app. Heck, I am just now starting to have time to 
really read some the various groups. 


> I just feel that people in the US seem to keep things to themselves.. I 

> don't know how many conversations I have had with people where they tell me 
> they haven't published source, or they don't want to post anything in the 

> news groups because they feel intimidated by some of the posts.... Don't 

> know why that is, but it is there... I hope that in the future more of us 
> can start banding together to try to make something decent... 

I am not really sure how I feel about this. I have talked to a couple 

of 
other members who say that others are intimidated to the point that they 
do not post. Is this kind of like not wanting to ask questions ina 
college 

class because you feel that everyone else already knows the answer? 


If I ever get around to making something (I better or I will be in deep 
do 

do with my wife <grin>), I will post the source in demo form. I can 
understand that some people may be reluctant to release the source to 
something they have worked on for many hours. I am not really sure how 
եր 

feel about this since I am not at that point. 


[snip] 


If anyone cares to post, I would love to see the answers to the 


following 

questions: 

1 - Do you feel that you have enough time to dedicate to Yaroze 
programming? 

2 - Do you regularly read the various news groups? 

3 - Do you contribute to the various news groups? 

4 — Have you created a working program? 

5 — Have you posted the program and/or source to your member page? 

6 - Do you regularly visit other member pages? 

7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 


and Japan) 


I can answer by saying: 

1 = no 

2 - infrequently - because of the time issue, but I am trying to catch 
3 - see above 
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4 - not yet 

5 - no program to post 

6 - only in the last two weeks 

7 — not really, but it looks like I may be missing out on some good 
stuff. 


Thanks for your time. 

Jonathan 

[Please remove NO-SPAM to email me] 

—-MESSAGE FILE 16859 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000441 


—-MESSAGE FILE 16860 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000442 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 

Newsgroups: scea.yaroze.freetalk 
Subject: E3 Information and Who will be attending this year? 
Date: Tue, 24 Feb 1998 22:14:07 -0500 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <34F38C7F.72AF@mindspring.com> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 
NNTP-Posting-Host: user-37kb0f7.dialup.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


This message is really a follow up to the various E3 messages 
that were posted around the first of the year. 


E3 will be in Atlanta this year (May 27-30). E3 is described as a 
closed trade event. It is intended for the Interactive Entertainment 
Industry (retailers, developers, publishers, etc.). 


Tickets are very inexpensive. $45 Exhibits tickets if you pre-register 
by 4/24/98. Tickets are $75 at the door. Go to www.e3expo.com 

for more information. If at all possible, I suggest you pre-register, 
and pick up your pass the day before the show. 


Why am I posting this message? I attended last yearzgs E3. I live 
in the Atlanta area and I considered this a great opportunity to see 
what goes on in this yearly event that I have read about, but have 
never personally attended. I was not disappointed, but I know a lot 
of people did not enjoy the location. 


At the time, I was not a member of the Entertainment Industry, but I 
wanted to see what was displayed in the way of the Net Yaroze. There 
was not much, but that is another story. 


I think that anyone who owns a Net Yaroze should be considered a 
part of the Entertainment Industry; maybe someone from Sony can 
comment on this issue. I strongly encourage anyone who can attend 
E3 to do so. You will not regret the experience. 


If you love games, this is the place to be. You basically get to see 
and 
play every major (and minor) game that will be released in the next 

few months. I assume that everyone that owns a Yaroze likes to play 
games (or at least enjoys games), and this is the ultimate game junkie;gs 
dream. 


I seriously doubt that any "outsiders" actually land jobs at E3, but I 
guess anything is possible. 


I would like to take a head count of members who will be attending. 
I will be there, and would really like to meet any other members who 
plan on attending. 


Jonathan 
[Please remove NO-SPAM to email me] 
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——MESSAGE FILE 16860 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000442 


—-MESSAGE FILE 16861 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000443 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Tue, 24 Feb 1998 22:38:22 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34f348fb.18509731@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 

NNTP-Posting-Host: client-119-62.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>1 - Do you feel that you have enough time to dedicate to Yaroze 
>programming? 

Yup. This is 'school' for me. 
>2 - Do you regularly read the various news groups? 

Yes, I check them twice a day. 
>3 - Do you contribute to the various news groups? 

Yes, when I can help I enjoy doing so. 
>4 - Have you created a working program? 

No, I have only copied other's code. 
>5 - Have you posted the program and/or source to your member page? 

No, but when I start to create my own works, I am commited to 
always post my source code, no matter how hard I worked. If not for 
the generosity of members like Ira Rainey, Peter Passmore, Ed 
Federmeyer, Mario Perdue, etc... I would be much farther behind. 
>6 - Do you regularly visit other member pages? 

All the time, I check to see who has updated and I visit. 
>7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 

I check the European site and the member pages there, but not the 
Japanese sites. I rely on members with a more diverse background to 
tread in those waters. 


-Matt 


——MESSAGE FILE 16861 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000443 


——MESSAGE FILE 16862 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000444 
Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: 25 Feb 1998 05:42:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <slrn6f7c3k.lid.toby@ns.forefront.com.au> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 
NNTP-Posting-Host: ns.forefront.com.au 
X-Newsreader: slrn (0.9.4.6 UNIX) 


On Tue, 24 Feb 1998 21:40:07 -0500, 
Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> wrote: 
[snip] 


>If anyone cares to post, I would love to see the answers to the 
>following 

>questions: 

> 

>1 - Do you feel that you have enough time to dedicate to Yaroze 
>programming? 


No. This is a function of knowledge and tools. I had slightly more time 
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-—-MESSAGE FILE 1779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000482 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Competition 

Date: Fri, 13 Mar 1998 01:06:39 +0100 

Organization: Debri 

Lines: 20 

Message-ID: <1d5t12w.v9xhocnh3srgN@al-—88-115.al.nl> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <1d5p6i8.3qfneyza0i9sN@al-—88-100.a 
1.ոլ» <3505F8F5.54EA@charlie.cns.iit.edu> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 


> Dennis Brinkhuis wrote: 

5 > have some personal pics on my site to: 

1 _ http://195.92.24.16/~madmac/freefall.html 

_ Í Here you also see an project I still want to do. I made a simple version 
> > of this project but still am seeking for programmers (and a 3D-modeler). 
_ I think your "photo-comic" was great! Very entertaining! :-) 

: I especially like the picture about "Net Yaroze being so expensive!" 

4 EdF 

Cool thanks.... I'm glad you remembered. 

DEnnis. 


-—-MESSAGE FILE 1779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00482 


—-MESSAGE FILE 1780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000483 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Fri, 13 Mar 1998 11:32:41 +1000 

Organization: Cybec Pty. Ltd. 

Lines: 27 

Message-ID: <35088CB9.F69ABAA5@cybec.com.au> 

References: <3506f145.5827417@news.playstation.co.uk> <35072BC7.2328FC29@cybec.com.a 
u> <slrn6égeml2.ild.toby@ns.forefront.com.au> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Toby Sargeant wrote: 


This approach works for web servers and irc. and from what i've heard, 
ICQ uses peer-peer transport, so the servers must just be for directory 
lookup. AFAIK a much better implementation involves having a large 
number of servers arranged in an n-cube, so that all the high volume 
traffic travels along a high bandwidth, redundant route. server based 
protocols are also better in cases where firewalls stop free'n'easy 
peer-peer networking. 


VVVVVVVVV 


ICQ does peer to peer transfers, but to determine what the target IP is 
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when I was stil in university, but I got much more done in that time. 
This has a lot to do with the fact that I know a lot more about unix 
and the amiga than I do about the PSX. Of course I'm working to 
rectify the sitation :). So I guess my answer is No, but only because 
I'm on the nasty end of the learning curve. 


>2 - Do you regularly read the various news groups? 

Yes. 

>3 - Do you contribute to the various news groups? 

When I can. 

>4 - Have you created a working program? 

Yes, for suitable definitions of "working". My main focus at the moment 
is writing a yaroze serial I/O API with fileserver capabilities for 
unix, so I'm getting to know a bit about the internals of the thing 
while still working on my preferred platform. I did a couple of little 


things within the first few weeks of having a yaroze, but not much 
since. 


>5 - Have you posted the program and/or source to your member page? 


No. When I have something that I think people can learn from, or use, 
I will. I'm completely committed to the idea of open software, which, 
IMHO, is the only way that the yaroze project is really going to take 
off. If cliques of coding 'elite' form, then it kills the free flow օք 
information, which in turn means that the pioneers, so to speak, can't 
or won't ease the road for the new members. So far it looks like the 
majority of people are in favour of disseminating information, which 
is really great to see. 


>6 - Do you regularly visit other member pages? 


Not recently. Other things on my plate. 


>7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 

Yes. 

Toby. 


11361 


—--MESSAGE FILE 16862 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000444 


—-MESSAGE FILE 16863 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000445 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: By the way... (was "Re: What are you?") 

Date: Tue, 24 Feb 1998 21:52:27 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34F3B19A.3E25@bc.sympatico.ca> 


References: <34C248C0.6365@charlie.cns.iit.edu> <34CDA806.7908@uiuc.edu> <34CDA8E0.7 


8DE@uiuc.edu> 

Reply-To: Nick_Porcino@studio.disney.com 
NNTP-Posting-Host: vcta01lm02-82.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


The best way to find out how much something would cost is to ask! If 

you're in a big city, there's probably an animation house in the phone 
book, and they'll be more than happy to talk to you at least until you 
tell them your budget : ) 


Animation is pretty expensive, you can pay upwards of tens of dollars 
per frame, maxing out over a 100, and that's for 2d. 3d depends on a 
bunch of other stuff. Everything's expensive! I'd recommend hooking up 
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with someone who's in a course, and see if you can't get them to help 
you with your project as part of theirs. 


As far as music goes, why not try what the authors of Battle Girl 
(www.ultra-united.com) did? They trolled the demo scene for MODs they 
liked then got the MOD coders to do their music for cheap. 


- nick 
——MESSAGE FILE 16863 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000445 


—-MESSAGE FILE 16864 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000446 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Tue, 24 Feb 1998 21:53:41 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34F3B1E4.483D@bc.sympatico.ca> 

References: <34C248C0.6365@charlie.cns.iit.edu> <34C63059.252179B7@znet .com> 
Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm02-82.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I'm a professional programmer turned professional designer recently. 
I've been gunning for that for a LONG time. I got here via a few 
interesting detours like programming math games for Apple ][, carts for 
ColecoVision, neural nets for insectibots, AI for underwater robots, 
toys for Bandai, and engines ever since. I have pretensions to art, but 
I'm not great, although I know some great artists! 


- nick 
——MESSAGE FILE 16864 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000446 


—-MESSAGE FILE 16865 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000447 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Tue, 24 Feb 1998 21:59:32 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <34F3B343.6256@bc.sympatico.ca> 

References: <34C248C0.6365@charlie.cns.iit.edu> <6aqcf3$Sc0f2@scea> 
Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm02-82.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Sorry to disappoint on the plugins, but they only output HMD format, 
which is only supported by the real playstation libraries. The page 
explicitly says that HMD can't be used with net yaroze. The tool does 
look really cool, and HMD seems like a pretty good format, supporting 
bones and a bunch of other things that we have do manually... 


-nick 
——MESSAGE FILE 16865 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000447 


——MESSAGE FILE 16866 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000448 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: HOVER and AIRBOB 

Date: Tue, 24 Feb 1998 22:47:41 -0800 

Organization: SCEA News Server 
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Lines: 19 

Message-ID: <34F3BE88.60B3@bc.sympatico.ca> 
Reply-To: Nick_Porcino@studio.disney.com 
NNTP-Posting-Host: vcta01lm01-57.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Does anyone know how to get HOVER working? It hangs on the "checking for 
memory card" message. I read the readme, and it says there's a bug in 
the memory card save functions in the library so you should download 
PAT0139 or whatever from scei and run the FIXCARD.BAT file. I got the 
file, but it didn't help. Unfortunately PSComUtil on the Mac doesn't 
understand the line in the batch file that reads load -npat0139, and if 
I download it and run it manually it just crashes, and the game still 
doesn't run. Does anyone know what to do? 


OTOH, I did get AirBOB working. That's fun! For all the Mac-suckers like 
me, all you have to do is move the files out of the sub-sub-directories 

into a higher level directory and modify AUTO appropriately and it works 
fine. 


Hey Metrowerks! PsComUtil doesn't interpret nested path names deeper 
than three levels! 


- nick 
"my god, I didn't know he had a mac! Why does he do it!" 
—-MESSAGE FILE 16866 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000448 


—-MESSAGE FILE 16867 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000449 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Wed, 25 Feb 1998 13:41:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 152 
Message-ID: <6d172vSas13@chuka.playstation.co.uk> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> ՀՇՇԼո915470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 

NNTP-Posting-Host: userm365.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


1 - Do you feel that you have enough time to dedicate to Yaroze 
programming? 

Not nearly enough time. It's certainly addictive, and at the same time 
frustrating, as the possibilities lie in your own hands. But real life 


dictates that more mundane things have higher priority ; ( 


2 — Do you regularly read the various news groups? 

All the time. I like all the arguments ;) and there are some 
interesting posts that help the amateurs like myself. The newsgroups in my 
opinion are the most valuable item of the Yaroze kit. The hardware and 
manuals are like a car without petrol. You can sit in it and look around, 
but can't get anywhere. 


3 - Do you contribute to the various news groups? 
I often jump in on the arguments. There are some serious issues as to 
what can and can't be done with your Yaroze. I contribute other stuff 


= 


too...see my SCEE page(~steved). 


4 — Have you created a working program? 
It works...but so does my electric potato peeler. Both of which no-one 
will ever use ever ! ;) 


5 - Have you posted the program and/or source to your member page? 
Yes, it's at ~steved. I get a warm glowy feeling when my hit count goes 


up | 


Net Yaroze newsgroups message dump.txt Page 11364 


6 - Do you regularly visit other member pages? 
All the time. A very useful source of information indeed. 


7 - Do you look at the resources on the other Yaroze sites (I.e. Europe 
and Japan) 
I look around the SCEA site more than anywhere, as they seem to be the 
most busiest site. The SCEE site has 'UPDATE !!!" pasted all around, but 
they all date back to the dinosaur age. 


> 

>I am not really sure how I feel about this. I have talked to a couple 
>of 

>other members who say that others are intimidated to the point that they 
>do not post. Is this kind of like not wanting to ask questions ina 
>college 


>class because you feel that everyone else already knows the answer? 
> 


Don't be afraid ! I'm a complete 'Yaroze div' ! If anyone condescends 
me, it won't have any impact as I've done it myself already. Newsgroups 
like these are for sharing information. If anyone feels they have the right 


to intimidate us Yaroze Thickies, then perhaps they should ask themselves 
why they are sharing the same newsgroups, and why they're not browsing 
"alt.clever.popular.handsome.hobbyist.programmer" group | 


Jonathan Calvert wrote in message <34F38487.6C2C@mindspring.com>... 

>Jeff Lawton wrote: 

> 

>[snip - re: talent vs. time issue for Japan Yaorze Members] 

> 

>> Anyhow... I agree that they have talent... Wasn't in question was it? 
Was 

>> it unmentioned, or maybe I thought that went without saying.. 1 would 
think 

>> that almost anyone that has a Yaroze figures they have the 'talent', I 
was 

>> just trying to state that it was a matter of time more so than talent. I 
>> think that only core coders that truely enjoy coding as more than a job 
are 

>> the ones with Yarozes, and the ones that are probably the future of 

>> gaming... 


> 
>I think that I have talent...heck I get paid every day to write C++ 
>applications for the telecommunications industry. I do not know if 


>I have talent to write games, but I figure the Yaroze gives me my best 
>chance of discovering my abilities at writing entertainment software. 
> 

>I plan to use my Yaroze as a tool to understanding what is involved 
>in game creation. 
> 

>> Even though we have talent, we tend to also look upon personal lives as 
>> important, and many times the goals we set for ourselves tend to be more 


>> than the 'one' can handle. I strongly believe that teams will make the 
>> difference, as far as Yaroze coding goes... 
> 


>This is really my biggest problem. I simply do not have enough time to 
>write code for the Yaroze. This makes learning how to code for the 
>little 
>black box kind of difficult. Լե is really amazing to me that I 

>purchased 

>this thing back in late Aug. and I am just now having time to try to 
>write 

>my first simple demo/app. Heck, I am just now starting to have time to 
>really read some the various groups. 

> 

>> I just feel that people in the ՍՏ seem to keep things to themselves.. 1 
>> don't know how many conversations I have had with people where they tell 
me 
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>> they haven't published source, or they don't want to post anything in the 


>> news groups because they feel intimidated by some of the posts.... Don't 
>> know why that is, but it is there... I hope that in the future more of 
us 

>> can start banding together to try to make something decent... 

> 

>I am not really sure how I feel about this. I have talked to a couple 

>of 

>other members who say that others are intimidated to the point that they 
>do not post. Is this kind of like not wanting to ask questions ina 
>college 


>class because you feel that everyone else already knows the answer? 

> 

>If I ever get around to making something (I better or I will be in deep 
>do 

>do with my wife <grin>), I will post the source in demo form. I can 
>understand that some people may be reluctant to release the source to 
>something they have worked on for many hours. I am not really sure how 
>I 

>feel about this since I am not at that point. 

> 

>[snip] 

> 

>If anyone cares to post, I would love to see the answers to the 
>following 


>questions: 

> 

>1 - Do you feel that you have enough time to dedicate to Yaroze 
>programming? 

>2 - Do you regularly read the various news groups? 

>3 - Do you contribute to the various news groups? 

>4 - Have you created a working program? 

>5 - Have you posted the program and/or source to your member page? 
>6 - Do you regularly visit other member pages? 

>7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 

> 

>I can answer by saying: 

»1 - no 

>2 - infrequently - because of the time issue, but I am trying to catch 
>3 - see above 

>4 - not yet 

>5 - no program to post 

>6 - only in the last two weeks 

>7 - not really, but it looks like I may be missing out on some good 
>stuff. 

> 

>Thanks for your time. 

>-- 

>Jonathan 


>[Please remove NO-SPAM to email me] 


——MESSAGE FILE 16867 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000449 


—-MESSAGE FILE 16868 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000450 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Wed, 25 Feb 1998 11:29:11 -0500 

Organization: SCEA News Server 

Lines: 63 

Message-ID: <6dlgh0Saq06@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 

NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>1 - Do you feel that you have enough time to dedicate to Yaroze 
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>programming? 
As I have said before.. Time can be made if you really want something.. 


For a long time I didn't, mainly because work required 20hrs a day, and the 
on my 1 day off a week (maybe Sunday) I didn't feel like touching a PC.. 


Let alone learn something new.. Although now I have plenty of time.. Still 
working, but they are just the everyday tasks.. So a 9-6pm job now.. 

Plenty of time at night, and I intend to use it.. 

»2 - Do you regularly read the various news groups? 

Everyday... 2-3 times, I'll browse em, and post if I have anything to 
add... 


»3 - Do you contribute to the various news groups? 


Fairly regularly... I try to start topics, as well as continue them. 
>4 - Have you created a working program? 
I have create tons of programs.. For other platforms.. :) I do have some 


joystick libs I am coding, and I have some code that moves a sprite or 2 
around a screen, but there are better demos of it that can be downloaded, so 
I haven't posted any Yaroze code. I have also coded a Win95/NT front end 
for GNU, and SIOCONS. Which is in beta at the moment, and if anyone wants 
to try the beta e-mail me. 


>5 - Have you posted the program and/or source to your member page? 


I have posted prior versions of the IDE/SIOCONS windows thing, but I'm 
waiting to get a lot of the kinks out of the new version before I post it.. 
I haven't posted the source due to the fact that it was coded in Delphi, and 
you would have to buy the comms lib I use. Not from me but from Turbo Power 
(Async Pro) So it would be useless to most considering that Delphi is 
Pascal. 


>6 - Do you regularly visit other member pages? 


Any that have been updated. 


>7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 

> and Japan) 

I look at SCEE often.. Probably once a day to see if anyone has posted 
anything new. I skip on SCEI due to the fact that my kanji sucks, or maybe 
it's because I can't read kanji.. Now I know what it feels like to be 
illiterate. 


>Thanks for your time. 


Always a pleasure.. 
Regards, 


Jeff / ROUGE 


--MESSAGE FILE 16868 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000450 


—-MESSAGE FILE 16869 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000451 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Elite groups.. [was Re: Talent vs. Time] 

Date: Wed, 25 Feb 1998 11:44:41 -0500 

Organization: SCEA News Server 

Lines: 52 
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Message-ID: <6dlhdqSaq07@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <slrn6f7c3k.lid.toby@ns.forefront.com.au> 

NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Sargeant wrote in message 

>No. When I have something that I think people can learn from, or use, 
>I will. I'm completely committed to the idea of open software, which, 
>IMHO, is the only way that the yaroze project is really going to take 
>off. If cliques of coding 'elite' form, then it kills the free flow of 
>information, which in turn means that the pioneers, so to speak, can't 
>or won't ease the road for the new members. So far it looks like the 
>majority of people are in favour of disseminating information, which 
>is really great to see. 


I just had to comment on this.. 1 would have to TOTALLY disagree.. Why 
would forming 'elite' groups hurt the Yaroze. I don't see why it would do 
that.. I think that forming groups is a good thing... Here is the way I 
see it... 


If you had to build a car, and you know nothing about cars, don't you think 
it would be better to form a group and all work on a piece of the car. Now 
when you all have your pieces working, and you start to put them together I 
can tell you how my piece works, just like you can tell me how your piece 
works.. That way we can share the knowlede we have aquired, while building 
friendships at the same time. 


My view of a good group is to publish decent software, or the best that we 
can, and continually build on it. I feel that people should publish source, 
but sometimes somethings should not be published right away.. Ie version 1 
of the game source would get published when we finish version 2, unless of 
course we felt like there was going to be no version 2, then we might as 
well publish the source to version 1. 


I feel that a group should try to help whenever, and where ever possible. 
If you ask a question and I have the answer I would be more than happy to. 
send a response to you, and if I can include example code then by a means 
that's what you will get. 


I would almost think that your view and my views on groups are totally 
different. I have been talking to 3 yaroze coders on a regular basis, and I 
must say I think I have learned more in the past 2 weeks than I figured out 
alone in 2 mths. Talking voice to people is very important, and I believe 
that if you are going to form a group that you have to talk voice, sending 


msgs back and forth is rather useless because response times are way too 
slow. Even if it only takes 1hr to get an answer. Hence groups, and 
friendships. hopefully the whole Yaroze community turns into one BIG 
group... a 


Just my 2 cents... 
Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 16869 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000451 


——MESSAGE FILE 16870 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000452 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Wed, 25 Feb 1998 11:44:38 -0800 

Organization: 

Lines: 45 

Message-ID: <34F474A6.8792D2F7@netmagic.net> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
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6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Jonathan Calvert wrote: 
> Jeff Lawton wrote: 
[ow] 


> If anyone cares to post, I would love to see the answers to the 
> following 

> questions: 

> 

> 1 - Do you feel that you have enough time to dedicate to Yaroze 
> programming? 


No. As with a number of people here, holding a full-time job and 
other responsibilities (and sleeping, of course :P), that only leaves 
an hour or two per day for me. When I first got into programming, I 
was glued to the keyboard for 3-5 hour sessions at a time. I hate the 
"context switch" time it takes me to remember what I was doing 
yesterday when I first walk up to the console. 


> 2 - Do you regularly read the various news groups? 


> 3 - Do you contribute to the various news groups? 


Yes 

> 4 - Have you created a working program? 

Yup ^_^ That makes me very happy. 

> 5 - Have you posted the program and/or source to your member page? 
Yup. 


> 6 - Do you regularly visit other member pages? 


Frequently, but not regularly. 


> 7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 

I wish. 

= 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16870 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000452 


—-MESSAGE FILE 16871 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000453 
Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Elite groups.. [was Re: Talent vs. Time] 

Date: 25 Feb 1998 22:45:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <slrn6f981ln.epv.toby@ns.forefront.com.au> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <slrn6f7c3k.lid.toby@ns.forefront.com.au> <6dlhdqSaq07@scea> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Wed, 25 Feb 1998 11:44:41 -0500, Jeff Lawton <jlawton@groupz.net> wrote: 
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>Toby Sargeant wrote in message 

>>No. When I have something that I think people can learn from, or use, 
>>I will. I'm completely committed to the idea of open software, which, 
>>IMHO, is the only way that the yaroze project is really going to take 
>>off. If cliques of coding 'elite' form, then it kills the free flow of 
>>information, which in turn means that the pioneers, so to speak, can't 
>>or won't ease the road for the new members. So far it looks like the 
>>majority of people are in favour of disseminating information, which 
>>is really great to see. 


> 

> 

>I just had to comment on this.. I would have to TOTALLY disagree.. Why 
>would forming ‘elite' groups hurt the Yaroze. I don't see why it would do 
>that.. I think that forming groups is a good thing... Here is the way I 
>see it... 

> 

[snip] 

<opinion> 

Sorry, I didn't explain myself well enough, it seems. Forming groups is a great 
thing. Teamwork has and always will be very important. The problem with groups 
though is that sections of the community can (and I stress the 'can' - I 
haven't seen any evidence of it here, and hope that I never will) develop a 


‘we're better than you, don't expect ստ to do you any favours' attitude. When 
that happens, development essentially stalls, unless there are sufficient 
numbers of people in the 'elite' category, or there's an alternate way to 
learn the things you need to know to get there yourself. 


The amiga demoscene seemed to be a case in point. While there was no nastiness 
associated with peoples attitudes (in the main), information took a long time 
to filter down from the upper echelons. People wasted a lot of effort trying to 
work out and emulate others code, rather than being given the information they 
needed freely, and then using their creativity to do something new with it. 


Pride in your work is understandable, but rather than trying to be your best by 
keeping the things you know to yourself, it's much better to share what you 
know with others, and learn from what others have to share with you. 


Programming should be a creative endeavour first, and a search for knowledge 
second. 
</opinion> 


Toby. 
--MESSAGE FILE 16871 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000453 


—--MESSAGE FILE 16872 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000454 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: HOVER and AIRBOB 

Date: Thu, 26 Feb 1998 02:41:01 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <34f5d5aa.1008610@news.scea.sony.com> 

References: <34F3BE88.60B3@bc.sympatico.ca> 

NNTP-Posting-Host: ip75.ts6.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I have an PC and when I used PSCommUtil it hung at "checking for 
memory card" also when I went ahead at use SIOCONS it worked fine but 
being on a mac you probally coulnt do that it may be a problem that 
needs to be brought to metrowerks attn. 


-—-MESSAGE FILE 16872 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000454 


—-MESSAGE FILE 16873 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000455 
Path: chuka.playstation.co.uk!news 
From: "JohnT" <johnt@nettech.demon.co.uk> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Perhaps a good idea? 

Date: Fri, 27 Feb 1998 11:26:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6d67k7S$g2d5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


How about SONY setting up an IRC system for all Net Yaroze members around 
the world to chat live with each other and maybe help each other out. This 
would be quicker than the news server for small questions that other members 
would probably know the answer to. 


Anyone else think this is a good idea? 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


——MESSAGE FILE 16873 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000455 


—-MESSAGE FILE 16874 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000456 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Elite groups.. [was Re: Talent vs. Time] 

Date: Fri, 27 Feb 1998 12:37:35 +0000 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <34F6B38F.2632@writeme.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <slrn6f7c3k.lid.toby@ns.forefront.com.au> <6dlhdqSaq07@scea> <slrn6f981ln.epv.toby@ 
ns.forefront.com.au> 

NNTP-Posting-Host: at14-031.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Toby Sargeant wrote: 


> The amiga demoscene seemed to be a case in point. While there was no 
> nastiness associated with peoples attitudes (in the main)... 


The Amiga demoscene is a very good example. As I remember it though, 
it was bitchy as hell. The 'slagging off' section became as common a 
feature in the demos as those glenz vector thingies. 


James (~mrfrosty). 
--MESSAGE FILE 16874 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000456 


—--MESSAGE FILE 16875 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000457 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: What are you? 

Date: Fri, 27 Feb 1998 17:39:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <éd6tf0$g2d9@chuka.playstation.co.uk> 
References: <34C248C0.6365@charlie.cns.iit.edu> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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it needs to query the server, so it doesn't matter where you're on 

from. Goofey uses the same system, yeah? You have to 'ցօօք' on, 
sending your details to the Goofey server, so that if someone else wants 
to buzz you, they ask the server where you are. In ICQ's case, the 
servers are so crap I can't log on, and to all my friends I'm red 


‘offline'. 


So, there must be a better system, less server dependant, like 
remembering a user's last IP and trying that, or initial contact made 


with email, 


broadcast to all your friends (which on a unix system, 


procmail could deal with transparently). 


Can anyone use Goofy? I thought only Monash CS students used it. 


Toby. 


—-MESSAGE FILE 1780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00483 


—-MESSAGE FILE 1781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000484 


Path: chuka.playstation.co.uk!toby 
From: toby@angst.forefront.com.au (Toby Sargeant) 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: Re: ICQ numbers 
Date: 13 Mar 1998 07:18:55 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 23 
Message-ID: 
References: 


<slrnéghk4t.3ep.toby@caffeine.forefront.com.au> 
<3506f145.5827417@news.playstation.co.uk> <35072BC7.2328FC29@cybec.com.a 


u> <slrn6geml2.ild.toby@ns.forefront.com.au> <35088CB9.F69ABAA5@cybec.com.au> 
NNTP-Posting-Host: modem09.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.6 UNIX) 


[Not crossposted - hopefully most of the americans (can) read the scee 
newsgroups as well] 


On Fri, 13 Mar 1998 11:32:41 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 


> 


>Can anyone use Goofy? Լ thought only Monash CS students used it. 


I spoke to the author, and as far as he's concerned, he's prepared to give out 
the source to anyone with a good enough reason, and he seems to think that Net 
Yaroze is a good enough reason :). So, it's quite feasible to set up a server 
for it, expressly for Yaroze members. It's not quite as complex as ICQ, which 


in my eyes, 


is also a bonus. 


What's needed is a (fairly standard) unix box with a permanent connection to 
the net. Bandwidth is an issue, so ISDN or higher is another requirement. The 
server doesn't need to run as a trusted user, so the security risks are pretty 
low (I won't say nonexistant, because i don't think it's wise to ever say 
that, but it has had almost 6 years of testing at monash). 


So anyway, 


is there any interest? It might even be nice if SCEE or SCEA would 


consider hosting it... 


Toby. 


—-MESSAGE FILE 1781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00484 


-—-MESSAGE FILE 1782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000485 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 


Newsgroups: 


scea.yaroze.freetalk,scea.yaroze.hardware, scea.yaroze.programming.gnu_co 


mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 
Subject: Root counter controls... 


Date: Fri, 


13 Mar 1998 15:12:40 -0500 


Organization: SCEA News Server 


Lines: 17 
Message-ID: 


<6ec343i$i0m17@scea> 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Anyway: I'm a "programmer". 
> 
>What are you? 


I too am a programmer. But I can draw (on computers) and play music. 
However, I can't create :( That is, I can't produce original stuff of my 
own. In drawing I can copy, and my human forms suck big time : ( 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 16875 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000457 


—-MESSAGE FILE 16876 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000458 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Getting to this Newsgroup 

Date: Sat, 28 Feb 1998 16:15:47 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <34F8A8B3.6C9B87B6@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


All these months I have thought there was a problem with this newsgroup, 
as I couldn't access it, while I could access other ones. I finally 
figured out that it was because the support webpage has a bug, tries to 
go to scea.yaroze.freetalk.english, which doesn't exist. 


This needs to be fixed; who knows how many other people might be missing 
out on this group just because of the bug on the webpage? 


- Dreamwriter 
dreamer@sinclair.net 
—--MESSAGE FILE 16876 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000458 


——MESSAGE FILE 16877 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000459 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Getting to this Newsgroup 

Date: Sun, 01 Mar 1998 02:21:25 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <34f£8c5d0.3297768@205.149.189.29> 

References: <34F8A8B3.6C9B87B6@sinclair.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 28 Feb 1998 16:15:47 -0800, Joshua Meeds 
<dreamer@sinclair.net> wrote: 


>All these months I have thought there was a problem with this newsgroup, 
>as I couldn't access it, while I could access other ones. I finally 
>figured out that it was because the support webpage has a bug, tries to 
>go to scea.yaroze.freetalk.english, which doesn't exist. 

> 

>This needs to be fixed; who knows how many other people might be missing 
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>out on this group just because of the bug on the webpage? 
> 

>- Dreamwriter 

> dreamer@sinclair.net 


Thanks for bringing this to my attention. It should be working 
correctly now. Please let me know if you still have trouble with it. 


Mario 
——MESSAGE FILE 16877 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000459 


—--MESSAGE FILE 16878 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000460 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Getting to this Newsgroup 

Date: Sat, 28 Feb 1998 23:01:09 -0800 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34F907B5.43C527D4@sinclair.net> 

References: <34F8A8B3.6C9B87B6@sinclair.net> <34f£8c5d0.3297768@205.149.189.29> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Working fine now, thanks! 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


Mario Perdue wrote: 


> 

> On Sat, 28 Feb 1998 16:15:47 -0800, Joshua Meeds 

> <dreamer@sinclair.net> wrote: 

> 

> >All these months I have thought there was a problem with this newsgroup, 
> >as I couldn't access it, while I could access other ones. I finally 

> >figured out that it was because the support webpage has a bug, tries to 

> >go to scea.yaroze.freetalk.english, which doesn't exist. 

>> 

> >This needs to be fixed; who knows how many other people might be missing 
> >out on this group just because of the bug on the webpage? 

>> 

> >- Dreamwriter 

> > dreamer@sinclair.net 

> 

> Thanks for bringing this to my attention. It should be working 

> correctly now. Please let me know if you still have trouble with it. 

> 

> Mario 


——MESSAGE FILE 16878 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000460 


——MESSAGE FILE 16879 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000461 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: HOVER and AIRBOB 

Date: Sun, 01 Mar 1998 00:05:07 -0800 

Organization: SCEA News Server 

Lines: 2 
Message-ID: <34F916B0.2023@bc.sympatico.ca> 

References: <34F3BE88.60B3@bc.sympatico.ca> <34f5d5aa.1008610@news.scea.sony.com> 
Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01m03-189.bctel.ca 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


If it only works with siocons, that would be a bummer! Maybe I'll have 
to get a PC Emulator! 
——MESSAGE FILE 16879 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000461 


——MESSAGE FILE 16880 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000462 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Sun, 01 Mar 1998 15:44:40 -0800 

Organization: SCEA News Server 

Lines: 75 

Message-ID: <34F9F2E8.26C5BIBI@sinclair.net> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom. com> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:462 scee.yaroze.freetalk.english: 
423 


I dunno about them using an interface with Lightwave's motion system, 
but having Lightwave is definitely one of the main reasons I believe 
they are doing such advanced 3d stuff. To do any 3d programming (I'm 
not talking about advanced stuff like creating models on the fly), you 
need a way to create 3d models. The European and American Yaroze's 
comes with no such method. No programs whatsoever, just a few sample 
models. I personally found this hard to deal with; for all the time 
I've had the system, only yesterday did I find a 3d modeller that 
outputs DXF files that work with DXF2RSD (and that modeller is not a 
very good one, either). Thus, up until this point, I could do very 
little with 3d. Is it any wonder that only the people with useable 
tools are releasing such amazing programs? I can think of many ways to 
write Hover-like games, but without 3d models, they will only remain in 
my mind. 


I understand that in Japan, the Yaroze program probably has many more 
members, and so Sony would feel it was a good deal getting them all 
copies of Lightwave (bumper crop of new programmers!). But they 
shouldn't leave the rest of us without the tools to make real 
Playstation games. A good game system should have loyal programmers 
from all over the world, not just Japan. Sure, we got a "deal" for 3d 
Studio. But I know I am not nearly the only one who didn't have the 
extra cash after spending $900 on my Yaroze (I did spend the extra $150 
on Codewarrior. Alas...) 


I think SCEA and SCEE should get us all SOME 3d modeller that works. It 
doesn't have to be a big, expensive package, like Lightwave or 3d 
studio; it could even be registered versions of some shareware product, 
as long as it did the job. I want to move into a career of programming 
for the Playstation, and that just isn't realistic without good, solid, 
experience programming 3d. At least now I have the tools to make some 
very basic 3d models, so I can at least start learning 3d programming. 


Well, thanks for reading my rather lengthy rant, 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


P.S., anyone know of a good, shareware/freeware 3d modeller that outputs 
DXF files that DXF2RSD can use? The beta of Rhino just isn't designed 
for the task. 


P.P.S. Oops, I keep accidentally replying to author, rather than 
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group. Sorry! 
Manny Najera wrote: 


Mario Wynands wrote: 


> Take a look at AirBob, another Japanese demo that has been upped in 
> the past 

> week. 

> 

> http: 

> /www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 
> 

> Looks more and more like we have a bit of catching up to do! 

I dunno. It seems like their sole advantage is that everyone has 


Lightwave 3D. 


Think about it. Everyone is using the same graphics package. All they 
needed was for one person to code an interface for Lightwave's motion 
system. The supposed "hard stuff", being a hierarchical system of 
object movement, being used now to crank out demo after Japanese demo, 
is based entierely around that kind of interface. 


For example, if everyone here used MOD files on a daily basis, a MOD to 
SEQ converter would have been coded ages ago. 


VVVVVVVVVVVVV VV VV VV VV VV VV 


Manny Najera 
—-MESSAGE FILE 16880 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000462 


—-MESSAGE FILE 16881 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000463 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Mon, 2 Mar 1998 10:57:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 96 

Message-ID: <6de361$g2d16@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9IBI@sinclair.net> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:463 scee.yaroze.freetalk.english: 
426 


I think that you should get 3D studio, the plugin exports RSD and a format 
called TOD ( which contains all of the animation and heirarchy infomation 
you could possibly need ). 

In Japan the Yaroze sells for more than it does here in Europe, and I think 
Lightwave was only made available initially. The cost of Yaroze here + 3D 
studio is comparitive to the cost of a Yaroze in Japan. ( At home I tried 
using Lightwave but 3D studio seems more comfortable and the guy who's doing 
my models for me uses it ) 


In my opinion AirBob is a good technical piece of programming, and very 
enjoyable - Not just another Japanese demo cranked out quickly. Some of the 
European stuff is beginning to look better and better now as people become 
more used to the Yaroze - I expect our own 
Airbobs/TerraIncognita/HoverRacers to appear in time. 


Colin. 


Joshua Meeds wrote in message <34F9F2E8.26C5B9B9I@sinclair.net>... 

>I dunno about them using an interface with Lightwave's motion system, 
>but having Lightwave is definitely one of the main reasons I believe 
>they are doing such advanced 3d stuff. To do any 3d programming (I'm 
>not talking about advanced stuff like creating models on the fly), you 
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>need a way to create 3d models. The European and American Yaroze's 
>comes with no such method. No programs whatsoever, just a few sample 
>models. I personally found this hard to deal with; for all the time 
>I've had the system, only yesterday did I find a 3d modeller that 
>outputs DXF files that work with DXF2RSD (and that modeller is not a 
>very good one, either). Thus, up until this point, I could do very 
>little with 3d. Is it any wonder that only the people with useable 
>tools are releasing such amazing programs? I can think of many ways to 
>write Hover-like games, but without 3d models, they will only remain in 
>my mind. 

> 

>I understand that in Japan, the Yaroze program probably has many more 
>members, and so Sony would feel it was a good deal getting them all 
>copies of Lightwave (bumper crop of new programmers!). But they 
>shouldn't leave the rest of us without the tools to make real 
>Playstation games. A good game system should have loyal programmers 
>from all over the world, not just Japan. Sure, we got a "deal" for 3d 
>Studio. But I know I am not nearly the only one who didn't have the 
>extra cash after spending $900 on my Yaroze (I did spend the extra $150 
>on Codewarrior. Alas...) 

> 

>I think SCEA and SCEE should get us all SOME 3d modeller that works. It 
>doesn't have to be a big, expensive package, like Lightwave or 3d 
>studio; it could even be registered versions of some shareware product, 
>as long as it did the job. I want to move into a career of programming 
>for the Playstation, and that just isn't realistic without good, solid, 
>experience programming 3d. At least now I have the tools to make some 
>very basic 3d models, so I can at least start learning 3d programming. 
> 

>Well, thanks for reading my rather lengthy rant, 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


V V V V V V 


>P.S., anyone know of a good, shareware/freeware 3d modeller that outputs 
>DXF files that DXF2RSD can use? The beta of Rhino just isn't designed 
>for the task. 

> 

>P.P.S. Oops, I keep accidentally replying to author, rather than 
>group. Sorry! 


> 

>Manny Najera wrote: 

>> 

>> Mario Wynands wrote: 

>> 

>> > Take a look at AirBob, another Japanese demo that has been upped in 
>> > the past 

>> > week. 

>> > 

>> > http: 

>> > /www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 
>> > 

>> > Looks more and more like we have a bit of catching up to do! 

>> 

>> I dunno. It seems like their sole advantage is that everyone has 

>> Lightwave 3D. 

>> 


>> Think about it. Everyone is using the same graphics package. All they 
>> needed was for one person to code an interface for Lightwave's motion 
>> system. The supposed "hard stuff", being a hierarchical system of 

>> object movement, being used now to crank out demo after Japanese demo, 
>> is based entierely around that kind of interface. 

>> 

>> For example, if everyone here used MOD files on a daily basis, a MOD to 
>> SEQ converter would have been coded ages ago. 

>> 

>> Manny Najera 
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--MESSAGE FILE 16881 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000463 


—-MESSAGE FILE 16882 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000464 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Mon, 02 Mar 1998 13:18:52 -0600 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34FB061B.FD2DC87A@ix.netcom. com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9IBI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> 
NNTP-Posting-Host: dgr-il2-01.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:464 scee.yaroze.freetalk.english: 
428 


SCEE wrote: 


> I think that you should get 3D studio, the plugin exports RSD anda 
> format 

> called TOD ( which contains all of the animation and heirarchy 

> infomation 

> you could possibly need ). 


How much would 3D Studio cost us? I know that there was some sort of 
offer at the beginning, but I chose to spend the extra cash I did have 
on codewarrior. I'm guessing I'd have to pay the equivalent of another 
Yaroze to get my hands on any decent 3D modeller - which means I'd have 
to get a part time job, leaving me with less time to program, and 
destroying my allready miniscule social life. (sigh) 


Manny Najera 


——MESSAGE FILE 16882 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000464 


—-MESSAGE FILE 16883 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000465 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jason E Smith" <smith186@sprynet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: SCEA Website Updates 

Date: Mon, 2 Mar 1998 19:42:25 -0500 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <6dfl8pSdlrl@scea> 

NNTP-Posting-Host: hdn102-033.hil.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm just wondering if the site will be updated soon, the latest news on the 
home page is from last october and the auditorium window is still telling us 
to check out the recording from last august. 


——MESSAGE FILE 16883 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000465 


—-MESSAGE FILE 16884 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000466 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: 1st anniversary US? 

Date: Mon, 2 Mar 1998 18:06:00 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <6édfoccS$d1r2@scea> 
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NNTP-Posting-Host: delirium.Stanford.EDU 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've been looking through my stuff, and it seems that we got started 
almost 11 months ago; like April 12-14 or so? I was wondering if anything 
either official or unofficial was planned--perhaps we try to arrange a mass 
game-release or something for all of us who have projects underway, and/or 
perhaps a [...group-forming/project-starting...]-fest. Or something. 


Hmm. I leave for Kyoto (overseas study/internship) on the 15th. Not that 
that has anything to do with anything. 


mike 


——MESSAGE FILE 16884 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000466 


—-MESSAGE FILE 16885 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000467 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: SCEA Website Updates 

Date: Tue, 03 Mar 1998 03:17:27 GMT 

Organization: L4 Software 

Lines: 19 

Message-ID: <34fb756b.39057854@205.149.189.29> 

References: <6df18p$dlrl1l@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Jason, 

There are updates happening all over the website, but they aren't 
always reflected on the home page. We're in the process of making a 
few changes in the way the website is handled. This will change the 
way the home page is used (for the better we hope) so it will be 
updated more frequently. Please stay tuned. 


Mario 


On Mon, 2 Mar 1998 19:42:25 -0500, "Jason E Smith" 
<smith186@sprynet.com> wrote: 


>I'm just wondering if the site will be updated soon, the latest news on the 


>home page is from last october and the auditorium window is still telling us 
>to check out the recording from last august. 

> 

> 


—--MESSAGE FILE 16885 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000467 


——MESSAGE FILE 16886 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000468 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: a neat japanese game, sorta 

Date: Mon, 2 Mar 1998 21:58:16 -0800 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6dg5vrS$dl1r3@scea> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I found this while tooling around the SCEI site. 


It's a neat racing-rpg hybrid kind of game, in which all the people are like 
cubes. 


"Bizarre', says me. 
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http://wwwl.scei.co. jp/~ckv00356/collage.zip 
Those SCEI dudes do love their racing game engines... 
mike 


ps> nobody would happen to know what a 'taimatsu' is, would they? it gives 
off light, 
but it's not in my j->e dictionary. 


——MESSAGE FILE 16886 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000468 


—-MESSAGE FILE 16887 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000469 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: HOVER and AIRBOB 

Date: Tue, 03 Mar 1998 13:45:09 -0600 

Organization: Metrowerks 

Lines: 19 

Message-ID: <sumner-ya02408000R0303981345090001@news.scea.sony.com> 

References: <34F3BE88.60B3@bc.sympatico.ca> <34f5d5aa.1008610@news.scea.sony.com> 
NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hmm. I'm not sure what the problem might be. When you say "hung at 
"checking for 

memory card'", do you mean that you run the program and it stops there? 

Try setting the connection speed to 56kbps. There is a bug in the Net 
Yaroze serial firmware at 115K that can cause hangs when the program does a 
printf. I put a lot of tweaks in the communications code to try and 
overcome this, but it still can occur at unpredictable times. 


In article <34f5d5aa.1008610@news.scea.sony.com>, dajudge@inficad.com 
(Michael Klucher) wrote: 


>I have an PC and when I used PSCommUtil it hung at "checking for 
>memory card" also when I went ahead at use SIOCONS it worked fine but 
>being on a mac you probally coulnt do that it may be a problem that 
>needs to be brought to metrowerks attn. 


PlayStation Development Tools Dude 
Metrowerks 
--MESSAGE FILE 16887 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000469 


——MESSAGE FILE 16888 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000470 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Jason E Smith" <smith186@sprynet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Wed, 4 Mar 1998 10:29:01 -0500 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <6djrl9Sdlr8@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 
NNTP-Posting-Host: hdn90-060.hil.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Jason Smith typed: 


>Jeff Lawton wrote: 
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»1 - Do you feel that you have enough time to dedicate to Yaroze 
>programming? 


No, I wish I had more, but if I spend more time on my Yaroze, I have less 

for everything else(ie school, work, relationship, family, friends) I just 
have to ration out my time. On the plus side, My class load will drop by a 
large amount during the summer, and I tend to spend a lot of my free time 

with my magic black box. 


>2 - Do you regularly read the various news groups? 


Usually once or twice a day I try to check anything new and read up on a few 
topics I don't understand (quite a few). 


»3 - Do you contribute to the various news groups? 


If I have anything to add, which I usually don't. I learn from the 
newsgroups, but usually there isn't anything for me to post that will 
improve them. 


>4 - Have you created a working program? 


No, but I believe that I will someday animate a sprite on my own and will 
understand how I did it, and a big part of that is a big thank you to Ira 
Rainey and Nelson Santos for their How to...Display sprites and Ping. They 
are an immense help and are making the curve a little less steep. 


>5 - Have you posted the program and/or source to your member page? 

No, but if I get a working program (and manage to learn enough HTML to 
create my page) I plan on posting it. If only to return the service that 
others have done to me. I can't really help them, but if my code helps 
another... well that's great. 


>6 - Do you regularly visit other member pages? 


I'm slowly working my way through them, although I stop at those that have 
been updated more recently first. 


>7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 
I visit Europe as much as I browse through SCEA, but alas.. I am kanji 


impaired and, although they look nice and I'm sure that they would help me, 
I can't read a single character and thus the SCEI site has been marked with 
a mental off limits barrier. 


—-MESSAGE FILE 16888 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000470 


——MESSAGE FILE 16889 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000471 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time 

Date: Wed, 04 Mar 1998 20:17:03 -0800 

Organization: SCEA News Server 

Lines: 50 

Message-ID: <34FE273F.5982CFDD@sinclair.net> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 11380 


> 

> If anyone cares to post, I would love to see the answers to the 

> following 

> questions: 

> 

> 1 - Do you feel that you have enough time to dedicate to Yaroze 

> programming? 

No - my job takes up most of my time/energy. I love programming for the 


Psx, and designing/writing games (I want to go into this as a career), 
but I don't get paid enough to live if I work part time at my job. If I 
could have a solid month to work with the thing, without having to worry 


about money, I believe I could become quite profficient. Especially if 
I was working on a project (which is where I learn the fastest/best). I 
can easily come up with my own projects, though (I always have at least 


10 game ideas going around my head) 
> 2 - Do you regularly read the various news groups? 


I've gotten back into it lately now that I've forced myself to sacrifice 
some personal time for Yaroze fun. 


> 3 - Do you contribute to the various news groups? 

Yep, I try. 

> 4 - Have you created a working program? 

Yes, I finished Faces of Evil, an Asteroids-type game 

> 5 - Have you posted the program and/or source to your member page? 
Yep, both, they are right there under Joshua Meeds 

> 6 - Do you regularly visit other member pages? 

All the time 


> 7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 


Yes, there are a lot of interesting projects out there. For some 
interesting ones, check out Team Fatal in Japan, and their new 
international version of... whatever that neat 3d adventure demo is 
called (it slips my mind), the one that is very Landstalker like. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
——MESSAGE FILE 16889 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000471 


——MESSAGE FILE 16890 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000472 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Wed, 04 Mar 1998 20:20:12 -0800 

Organization: SCEA News Server 

Lines: 106 

Message-ID: <34FE27FC.8879D444@sinclair.net> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:472 scee.yaroze.freetalk.english: 
431 


I wish I had the money to get a nice 3d modeller, if I got one, I would 
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NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:505 scea.yaroze.programming.gnu_c 

ompiler:86 scee.yaroze.freetalk.english:485 scee.yaroze.programming.gnu_compiler:179 
scee.yaroze.programming.libraries:133 


Has anyone ever played with the Root counter functions: 


ResetRCnt 
GetRCnt 
StartRCnt 


How do they work? 


I need some timers in the program I am working on, and I thought they might 
be the answer... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 1782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00485 


—-MESSAGE FILE 1783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000486 

Path: chuka.playstation.co.uk!news 

From: Peter Robinson <Pete@kprob.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Code W****r 

Date: Fri, 13 Mar 1998 23:19:13 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3509BEF1.27D0@kprob.demon.co.uk> 
NNTP-Posting-Host: kprob.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi folks, 


Im new to the Yaroze scene but I've noticed a lot of hacked off coders 
and the reason? Code W****r the #90 frisbee with a hole in the middle. 
When I bought my Yaroze I saw the notice - award winnig IDE, cool 
debugger etc. So I bought it and boy does it suck. 


The only reason for my whining about it is that I hassled Sarah Bennet 
at Sony and she's agreed to give me a refund, maybe you should do the 
same... Its either that or wait for better whether when you can take 
your #90 frisbee down the park :-) 


Bagman 
—-MESSAGE FILE 1783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00486 


-—-MESSAGE FILE 1784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000487 

Path: chuka.playstation.co.uk!news 

From: Darren Fahy <dfahy@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Help with company information 

Date: Fri, 13 Mar 1998 23:22:00 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <3509BF98.1305833D@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-16-46.netcomuk.co.uk 
Mime-Version: 1.0 
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probably get Truespace 3 - it is very powerful, and easy to work with. 


I 


haven't tried it in the full version, but I heard that it offers 


export straight into RSD format (and TIM). 


SCEE wrote: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


I think that you should get 3D studio, the plugin exports RSD and a format 
called TOD ( which contains all of the animation and heirarchy infomation 
you could possibly need ). 

In Japan the Yaroze sells for more than it does here in Europe, and I think 
Lightwave was only made available initially. The cost of Yaroze here + 3D 
studio is comparitive to the cost of a Yaroze in Japan. ( At home I tried 
using Lightwave but 3D studio seems more comfortable and the guy who's doing 
my models for me uses it ) 


In my opinion AirBob is a good technical piece of programming, and very 
enjoyable - Not just another Japanese demo cranked out quickly. Some of the 
European stuff is beginning to look better and better now as people become 
more used to the Yaroze - I expect our own 
Airbobs/TerraIncognita/HoverRacers to appear in time. 


Colin. 


Joshua Meeds wrote in message <34F9F2E8.26C5B9B9I@sinclair.net>... 

>I dunno about them using an interface with Lightwave's motion system, 
>but having Lightwave is definitely one of the main reasons I believe 
>they are doing such advanced 3d stuff. To do any 3d programming (I'm 
>not talking about advanced stuff like creating models on the fly), you 
>need a way to create 3d models. The European and American Yaroze's 
>comes with no such method. No programs whatsoever, just a few sample 
>models. I personally found this hard to deal with; for all the time 
>I've had the system, only yesterday did I find a 3d modeller that 
>outputs DXF files that work with DXF2RSD (and that modeller is not a 
>very good one, either). Thus, up until this point, I could do very 
>little with 3d. Is it any wonder that only the people with useable 
>tools are releasing such amazing programs? I can think of many ways to 
>write Hover-like games, but without 3d models, they will only remain in 
>my mind. 

> 

>I understand that in Japan, the Yaroze program probably has many more 
>members, and so Sony would feel it was a good deal getting them all 
>copies of Lightwave (bumper crop of new programmers!). But they 
>shouldn't leave the rest of us without the tools to make real 
>Playstation games. A good game system should have loyal programmers 
>from all over the world, not just Japan. Sure, we got a "deal" for 3d 
>Studio. But I know I am not nearly the only one who didn't have the 
>extra cash after spending $900 on my Yaroze (I did spend the extra $150 
>on Codewarrior. Alas...) 

> 

>I think SCEA and SCEE should get us all SOME 3d modeller that works. It 
>doesn't have to be a big, expensive package, like Lightwave or 3d 
>studio; it could even be registered versions of some shareware product, 
>as long as it did the job. I want to move into a career of programming 
>for the Playstation, and that just isn't realistic without good, solid, 
>experience programming 3d. At least now I have the tools to make some 
>very basic 3d models, so I can at least start learning 3d programming. 
> 

>Well, thanks for reading my rather lengthy rant, 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


V V V V V V 


>P.S., anyone know of a good, shareware/freeware 3d modeller that outputs 
>DXF files that DXF2RSD can use? The beta of Rhino just isn't designed 
>for the task. 

> 

>P.P.S. Oops, I keep accidentally replying to author, rather than 
>group. Sorry! 

> 

>Manny Najera wrote: 

>> 


11381 
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>> Mario Wynands wrote: 


>> 

>> > Take a look at AirBob, another Japanese demo that has been upped in 
>> > the past 

>> > week. 

>> > 

>> > http: 

>> > /www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/pssoft/ 
>> > 

>> > Looks more and more like we have a bit of catching up to do! 

>> 

>> I dunno. It seems like their sole advantage is that everyone has 

>> Lightwave 3D. 

>> 


>> Think about it. Everyone is using the same graphics package. All they 
>> needed was for one person to code an interface for Lightwave's motion 
>> system. The supposed "hard stuff", being a hierarchical system of 

>> object movement, being used now to crank out demo after Japanese demo, 
>> is based entierely around that kind of interface. 

>> 

>> For example, if everyone here used MOD files on a daily basis, a MOD to 
>> SEQ converter would have been coded ages ago. 


>> Manny Najera 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—--MESSAGE FILE 16890 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000472 


—-MESSAGE FILE 16891 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000473 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Katrina Auyeung <kauyeung@usa.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time 

Date: Wed, 04 Mar 1998 23:10:26 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34FE4FE2.E92B454@usa.net> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <34FE273F.5982CFDD@sinclair.net> 

NNTP-Posting-Host: ppp1-29.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Joshua Meeds wrote: 


Ese] 
> 2 - Do you regularly read the various news groups? 


I've gotten back into it lately now that I've forced myself to sacrifice 
some personal time for Yaroze fun. 


V V V V 


Aww... who needs to sleep? If you cut out that 7 or 8 hours a 
day, you could become a master programmer, aye? 


> - Dreamwriter Dragon 
> dreamer@sinclair.net 
> -==UDIC==- 


Not getting enough sleep but not a guru either, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Net Yaroze newsgroups message dump.txt Page 11383 


——MESSAGE FILE 16891 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000473 


—-MESSAGE FILE 16892 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000474 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan Miller" <nmiller@igalaxy.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: 3D Animation Bones or Mime? 

Date: Thu, 5 Mar 1998 10:01:16 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <6dmp3m$f3e3@scea> 

NNTP-Posting-Host: usr-x2-hubl.ppp-7.bak.igalaxy.net 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hello All! In my quest to create a very comprehensive game lib for all to 
use I have conquered a lot, but have fallen to one large beast! If you 
don't know what I am doing- I am building a 3d game library for my personal 
use and will give the library to everyone in hope that it will be a catalyst 
in Yaroze development! So, about my problem- 


I have been toying with the idea of a 3d skeletal animation system in 
which each part of a skeleton is represented by a seperate mesh. I began 
the coding a few days ago and I do not like the way it is turning out. So, 
as most of us probably have done, I went to the library reference and looked 
over the gteMIMefunc(). Hmm... looks good, possibly exactly what I need, 
so I printed out the dino demo and studied the code for a little while. 
Well, doesn't look that hard, the only thing is- how does the other end 
look? The mime data is in binary so I can't read it, and looking over how 
it reads it in is giving me a headache. It looks simple, so I am probably 
missing something easy. If anyone can help me with this gteMIMefunc() than 
all of us will profit from it... 


Thank You, 


Nathan Miller 
Ryu-Ki Software 


—-MESSAGE FILE 16892 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000474 


—-MESSAGE FILE 16893 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000475 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Abdul <abdul@accelerationsw.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time 

Date: Tue, 24 Feb 1998 12:53:07 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34F33332.8F967B3D@accelerationsw.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <34FE273F.5982CFDD@sinclair.net> <34FE4FE2 .E92B454@usa.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Heehee! Actually, I already only sleep 4 hours a day. What we really 
need would be to extend the hours in each day to 36 


Katrina Auyeung wrote: 


Joshua Meeds wrote: 


[areal 


> > 2 - Do you regularly read the various news groups? 
> 


V V V V V V 
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Not getting enough sleep but not a guru either, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
--MESSAGE FILE 16893 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000475 


> > I've gotten back into it lately now that I've forced myself to 
> sacrifice 

> > some personal time for Yaroze fun. 

> 

> Aww... who needs to sleep? If you cut out that 7 or 8 hours a 
> day, you could become a master programmer, aye? 

> 

>> - Dreamwriter Dragon 

>> dreamer@sinclair.net 

>> —==UDIC==- 

> 

> 

> 

> 

> 


—-MESSAGE FILE 16894 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000476 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 16:29:30 -0600 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <34FF2749.542A67DA@ix.netcom. com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9BI@sinclair.net> <6de361S$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> 

NNTP-Posting-Host: dgr-ill-08.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:476 scee.yaroze.freetalk.english: 
432 


Joshua Meeds wrote: 


v 


I wish I had the money to get a nice 3d modeller, if I got one, I 
would 
probably get Truespace 3 - it is very powerful, and easy to work with. 


I haven't tried it in the full version, but I heard that it offers 
export straight into RSD format (and TIM). 


V V V V V 


I keep reading about TrueSpace 3's supposed RSD and TIM support. I've 
downloaded the demo, which is very good, but it does not mention support 
for these formats. If TrueSpace actually supports these formats, I'll 
buy the thing in a second, seeing as how it costs about the same as 3D 
Studio R4 would cost if bought along with the Yaroze. 


Does anyone have any solid proof that these formats are supported? 
Manny Najera 


—--MESSAGE FILE 16894 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000476 


——MESSAGE FILE 16895 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000477 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 21:49:55 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34ff1lb7d.962222@news.scea.sony.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
34F9F2E8.26C5B9BI@sinclair.net> <6de361S$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom. com> 
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NNTP-Posting-Host: client-120-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:477 scee.yaroze.freetalk.english: 
433 


>Does anyone have any solid proof that these formats are supported? 


Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 
can be saved directly in TMD format. As for Tims, nope. 2D rendering 
formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 


-Matt 


——MESSAGE FILE 16895 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000477 


——MESSAGE FILE 16896 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000478 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 21:53:15 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <34ffleb4.1785285@news.scea.sony.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9IBI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> 

NNTP-Posting-Host: client-120-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:478 scee.yaroze.freetalk.english: 
434 


>Does anyone have any solid proof that these formats are supported? 


Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 
can be saved directly in TMD format. As for Tims, nope. 2D rendering 
formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 


-Matt 


——MESSAGE FILE 16896 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000478 


——MESSAGE FILE 16897 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000479 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Thu, 05 Mar 1998 21:39:48 -0600 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34FF7003.5FA03AA8@ix.netcom.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> <34ff1b7d.962222@news.scea.son 
y.com> 
NNTP-Posting-Host: dgr-ill-03.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:479 scee.yaroze.freetalk.english: 
435 


Matthew Hulett wrote: 


> >Does anyone have any solid proof that these formats are supported? 
> 
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Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 


> 
> 
> can be saved directly in TMD format. As for Tims, nope. 2D rendering 
> formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 

Does TS3 have a format that would provide a reasonable interface for 
movement and soforth? 


Manny Najera 


——MESSAGE FILE 16897 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000479 


——MESSAGE FILE 16898 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000480 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Fri, 06 Mar 1998 00:00:00 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34f£3269.6831097@news.scea.sony.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9BI@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> <34ff1b7d.962222@news.scea.son 
y.com> <34FF7003.5FA03AA8@ix.netcom. com> 

NNTP-Posting-Host: client-120-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:480 scee.yaroze.freetalk.english: 
436 


>Does TS3 have a format that would provide a reasonable interface for 
>movement and soforth? 


I was just exploring TS3 to double-check my answer. Now, go 
figure, my user-guide does not mention TIMs as a valid file format, 
but I notice that if I choose the option "Render Scene to File", TIM 
is offered as a format to save in. If you choose "Save Object as..." 
or "Save Scene as...", TIM is not offered. How strange that the 
section on 2D rendering formats does not mention this... I am 
double-checking, and it just is not mentioned... Thanks, I learned 
something new and important. I just did a quick experiment, and it 
will save a scene in TIM format. 

As for the new question, hopefully someone who is an artist will 
chime in, I am not sure what you are asking. Are you asking me if 
creating animations is convienent, are you asking about creating 
people or objects in motion, or are you asking for a list of 3D file 
formats that are supported? 


-Matt 


——MESSAGE FILE 16898 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000480 


——MESSAGE FILE 16899 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000481 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: 3D studio ( was Re: If you liked Hover... ) 

Date: Fri, 6 Mar 1998 17:27:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6dpbfi$iap15@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9B9@sinclair.net> <6de361$g2d16@chuka.playstation.co.uk> <34FB061B.FD2 
DC87AQ@ix.netcom. com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:481 scee.yaroze.freetalk.english: 
438 
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3D studio is available to SCEE Yaroze members at the special price at any 
time, not just when you buy the Yaroze ( or so I've been told ) 


Colin’. 


Manny Najera wrote in message <34FB061B.FD2DC87A@ix.netcom.com>... 

>SCEE wrote: 

> 

>> I think that you should get 3D studio, the plugin exports RSD and a 
>> format 

>> called TOD ( which contains all of the animation and heirarchy 

>> infomation 

>> you could possibly need ). 

> 

>How much would 3D Studio cost us? I know that there was some sort of 
>offer at the beginning, but I chose to spend the extra cash I did have 
>on codewarrior. I'm guessing I'd have to pay the equivalent of another 
>Yaroze to get my hands on any decent 3D modeller - which means I'd have 
>to get a part time job, leaving me with less time to program, and 
>destroying my allready miniscule social life. (sigh) 

> 

>Manny Najera 

> 


—-MESSAGE FILE 16899 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000481 


——MESSAGE FILE 16900 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000482 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Fri, 6 Mar 1998 17:30:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6dpblpSiapl6@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> < 
34F9F2E8.26C5B9BI@sinclair.net> <6de361S$g2d16@chuka.playstation.co.uk> <34FE27FC.887 
9D444@sinclair.net> <34FF2749.542A67DA@ix.netcom.com> <34ff1b7d.962222@news.scea.son 
y.com> <34FF7003.5FA03AA8@ix.netcom. com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:482 scee.yaroze.freetalk.english: 
439 


Nope, only 3D studio ( with the TOD data ) supports animation ( including 

heirarchies for human bodies etc... ) 

TOD is a playstation animation format which basically animates RSD models 
or TMDs once they are on the PS ) 


Manny Najera wrote in message <34FF7003.5FA03AA8@ix.netcom.com>... 
>Matthew Hulett wrote: 

> 

>> >Does anyone have any solid proof that these formats are supported? 
>> 

>> Yes, TS3 exports objects in RSD format. Without a doubt. And scenes 
>> 

>> can be saved directly in TMD format. As for Tims, nope. 2D rendering 
>> formats supported are: AVI, BMP, DIB, FLC, JPG, and TGA. 

> 

>Does TS3 have a format that would provide a reasonable interface for 
>movement and soforth? 

> 

>Manny Najera 

> 


—-MESSAGE FILE 16900 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000482 
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—-MESSAGE FILE 16901 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000483 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Sat, 07 Mar 1998 00:45:25 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3500974b.12921880@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <6djr1l9Sdlr8@scea> 

NNTP-Posting-Host: client-120-80.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>No, but if I get a working program (and manage to learn enough HTML to 
>create my page) I plan on posting it. If only to return the service that 
>others have done to me. I can't really help them, but if my code helps 
>another... well that's great. 


Jason, 
Let me recommend this site for some good HTML tutorials: 


http://www.w3-tech.com/crash/HTMLMenu. html 
In one night, you'll be posting your page. 


-Matt 


——MESSAGE FILE 16901 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000483 


——MESSAGE FILE 16902 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000484 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Swapping Boot CD for my own 

Date: Sat, 07 Mar 1998 08:52:19 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35017B43.9080FBBC@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Is it at all possible to boot from the Yaroze CD, swap in my own CD, 
download my game to the Yaroze from my computer, and have my game read 
from the CD? I had thought this would be possible (why else include the 
CD reading commands in the libraries), you just couldn't create a 
bootable CD, but I haven't had any luck at it. Any disks I've created 
(1 track, CD-XA Mode 2), don't return a directory when DIR is done from 
SIOCONS. 


I would like to be able to write a game using all high-resolution, high 
color graphics, but there just plain isn't room in the Psx's memory for 
what I want to do. One screen of 16-bit, 640 X 480 graphics takes up 
about 600K (my current titlescreen does, anyways). While there is 
plenty of room for a little area of tiled graphics, I want to write an 
RPG with large, detailed artwork, with different graphics sets for 
different areas, and maybe the occasional full screen picture (or maybe 
just some real good storyline animations? I dunno...). 


- Dreamwriter Dragon 
dreamer@sinclair.net 
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-==UDIC==- 
——MESSAGE FILE 16902 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000484 


——MESSAGE FILE 16903 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000485 
Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: If you liked Hover... 

Date: Sat, 7 Mar 1998 19:38:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6ds87cSiap19@chuka.playstation.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm127.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:485 scee.yaroze.freetalk.english: 
442 


Kinda relevant.... 
I can't seem to get Hover to run - it sticks at the "Checking Memory Card" 


screen. A shame, really -- considering how many times it's been mentioned 
in these groups, I'd like to suss out our eastern pals' work! 


I kind of assume it has something to do with the pat0319.1lzh file that's 
mentioned in the Readme.txt, but I can't find this anywhere. Am I doing 
something dumb (wouldn't surprise me!) or can someone please point me at 
this file? 


Thanks in advance, 
Mike 


mjhatfield@msn.com 


--MESSAGE FILE 16903 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000485 


—-MESSAGE FILE 16904 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000486 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: PONG?? 

Date: Mon, 09 Mar 1998 07:06:57 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <350394d9.8480734@news.scea.sony.com> 
NNTP-Posting-Host: ip40.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello I was wondering if anyone had ever created the game pong on the 

yaroze if so I was wondering if I might be able to look at the code. 

Thanks 

Michael Klucher 

——MESSAGE FILE 16904 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000486 


—--MESSAGE FILE 16905 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000487 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: PONG?? 

Date: 9 Mar 1998 12:07:11 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 33 

Sender: news@chuka.playstation.co.uk 
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Message-ID: <6e0m1f$j2b1@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id EAA29667 

for <news@playstation.co.uk>; Mon, 9 Mar 1998 04:11:43 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Have a look at 'breakout' and 'Follow My Camera' on the SCEE site; 
breakout should be in the samples area, the other is accessible 
from my home page (~lewis_e) 


Lewis 


To: Lewis Evans 

ec: 

From: news @ playstation.co.uk 
Subject:  PONG??:scea.yaroze.freetalk 


From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: PONG?? 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Hello I was wondering if anyone had ever created the game pong on the 
yaroze if so I was wondering if I might be able to look at the code. 
Thanks 

Michael Klucher 


——MESSAGE FILE 16905 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000487 


——MESSAGE FILE 16906 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000488 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Swapping Boot CD for my own 

Date: 9 Mar 1998 12:07:18 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 39 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e0mlm$j2j1@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id EAA29679 

for <news@playstation.co.uk>; Mon, 9 Mar 1998 04:11:57 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


With reading from CD, there's some bad news: the Yaroze 
can read data from any black CD, but not from any gold ones. 


There is an alternative way to go, which is to use the hard disk of the 
host machine as a pseudo-CD, by reloading datafiles at runtime. 
CodeWarrior's ComUtil already does this (I think), and Craig Graham 

has been posting about a ARS utility to provide the same functionality 
with GNU. Hence you can reload into RAM whenever you want. 


Lewis 
Is it at all possible to boot from the Yaroze CD, swap in my own CD, 


download my game to the Yaroze from my computer, and have my game read 
from the CD? I had thought this would be possible (why else include the 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


I'm wondering if anyone could help, I've got an interview next week with 
Hammerhead Ltd, Southport, England. I'm having trouble finding any 


information about the company, so if anyone could point me in the 
direction of information I would be extremly grateful. 


Thanks 
Darren. 


—-MESSAGE FILE 1784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00487 


-—-MESSAGE FILE 1785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000488 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Sat, 14 Mar 1998 01:09:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3509d890.41407721@news.playstation.co.uk> 

References: <35002066.3761@writeme.com> <1ld5n6kk.2b00iixmstb4N@al1-—88-100.al.nl> <6e5 
15t$p0pl@emeka.playstation.co.uk> <350818e8.8325100@news.playstation.co.uk> <1d5t0b0 
.lgkej3eqruzeoN@al-88-115.al.nl> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Something along the lines of one person tell you one thing, another 
tells you another thing. Till you realise you're going around in 
circles. 


On Fri, 13 Mar 1998 01:06:37 +0100, macsuppor@al.nl (Dennis Brinkhuis) 
wrote: 


>Why not ask sony..... 
> 
>DEnnis... 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00488 


—-MESSAGE FILE 1786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000489 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Newsgroup "WantedForTeam" 

Date: Sat, 14 Mar 1998 11:48:02 +0100 

Organization: Debri 

Lines: 7 

Message-ID: <ld5vpxg.1w297125eodhkN@al-88-101.a1l.nl> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Why is there no Newsgroup "Wanted"? 
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CD reading commands in the libraries), you just couldn't create a 
bootable CD, but I haven't had any luck at it. Any disks I've created 
(1 track, CD-XA Mode 2), don't return a directory when DIR is done from 
SIOCONS. 

I would like to be able to write a game using all high-resolution, high 
color graphics, but there just plain isn't room in the Psx's memory for 
what I want to do. One screen of 16-bit, 640 X 480 graphics takes up 
about 600K (my current titlescreen does, anyways). While there is 
plenty of room for a little area of tiled graphics, I want to write an 
RPG with large, detailed artwork, with different graphics sets for 
different areas, and maybe the occasional full screen picture (or maybe 
just some real good storyline animations? I dunno...). 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


—-MESSAGE FILE 16906 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000488 


—-MESSAGE FILE 16907 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000489 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PONG?? 

Date: Mon, 09 Mar 1998 09:59:27 -0600 

Organization: (no organization) 

Lines: 16 

Message-ID: <350411DF.2761@charlie.cns.iit.edu> 

References: <350394d9.8480734@news.scea.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Michael Klucher wrote: 


> 

> Hello I was wondering if anyone had ever created the game pong on the 
> yaroze if so I was wondering if I might be able to look at the code. 
> Thanks 

> Michael Klucher 


You can take a look at my page: 
http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 

And download the "ballpad.zip" file, which is a "Pong(tm)" like 
game. It was one of my first Net Yaroze programs, and at the 
time I didn't really understand the power of loading the graphics 
as .TIM files separatly from the executable (I do now though!), 
so the graphics are "embeded" in the code as hard-coded arrays. 


EdF 
——MESSAGE FILE 16907 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000489 


——MESSAGE FILE 16908 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000490 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PONG?? 

Date: Mon, 09 Mar 1998 13:12:27 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3503ea23.85095502@news.scea.sony.com> 

References: <350394d9.8480734@news.scea.sony.com> 
NNTP-Posting-Host: client-119-61.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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>Hello I was wondering if anyone had ever created the game pong on the 
>yaroze if so I was wondering if I might be able to look at the code. 


Nelson Santos posted a version on his site too. He said to me he 
thought Ed's was graphically more attractive, but his is the standard 
we all remember from the 70s. 


-Matt 


——MESSAGE FILE 16908 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000490 


——MESSAGE FILE 16909 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000491 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PONG?? 

Date: Mon, 9 Mar 1998 21:00:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6ellan$iap25@chuka.playstation.co.uk> 

References: <350394d9.8480734@news.scea.sony.com> <3503ea23.85095502@news.scea.sony. 
com> 

NNTP-Posting-Host: userml83.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>his is the standard 
>we all remember from the 70s. 
> 

Is that a compliment ? ;) 
> 
> 
>>Hello I was wondering if anyone had 
ever created the game pong on the 
>>yaroze if so I was wondering if I 
might be able to look at the code. 
> 
> Nelson Santos posted a version on 
his site too. He said to me he 
>thought Ed's was graphically more 
attractive, but his is the standard 
>we all remember from the 70s. 
> 
>-Matt 
> 
> 


—-MESSAGE FILE 16909 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000491 


——MESSAGE FILE 16910 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000492 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PONG?? 

Date: Mon, 09 Mar 1998 17:16:25 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3504200f.98901299@news.scea.sony.com> 

References: <350394d9.8480734@news.scea.sony.com> <3503ea23.85095502@news.scea.sony. 
com> <6ellanSiap25@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-119-69.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>>his is the standard 
>>we all remember from the 70s. 
>> 


> Is that a compliment °? ;) 
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Nope, purely a descriptive comment. Take a look at them , you'll see 
what I mean. 


-Matt. 
—-MESSAGE FILE 16910 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000492 


—-MESSAGE FILE 16911 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000493 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Web graphics: How do you DO that! 

Date: Tue, 10 Mar 1998 20:42:30 -0600 

Organization: (no organization) 

Lines: 8 

Message-ID: <3505FA16.7529@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Well, I like my Net Yaroze web site for the functional, low 
bandwidth, page it is, but man-o-man, some of you people really 
have some nice graphics: buttons, 88x31 links, "Company logos", 
backgrounds, etc. 


What programs do you use to create these nifty do-dads? 


EdF 
—-MESSAGE FILE 16911 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000493 


--MESSAGE FILE 16912 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000494 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Web graphics: How do you DO that! 

Date: Wed, 11 Mar 1998 11:50:47 -0800 

Organization: Cisco Systems 

Lines: 15 

Message-ID: <3506EB17.F493655A@netmagic.net> 

References: <3505FA16.7529@charlie.cns.iit.edu> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Ed Federmeyer wrote: 


> Well, I like my Net Yaroze web site for the functional, low 

> bandwidth, page it is, but man-o-man, some of you people really 
> have some nice graphics: buttons, 88x31 links, "Company logos", 
> backgrounds, etc. 

> 

> What programs do you use to create these nifty do-dads? 

> 

> EdF 


Photoshop, of course. :) 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16912 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000494 


—-MESSAGE FILE 16913 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000495 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: Web graphics: How do you DO that! 
Date: Wed, 11 Mar 1998 15:38:19 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3506af58.6509982@news.scea.sony.com> 
References: <3505FA16.7529@charlie.cns.iit.edu> 
NNTP-Posting-Host: client-120-15.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>What programs do you use to create these nifty do-dads? 


Corel Photo-Paint too. Let the artists debate which programs are 
best, I bought Corel on a recomendation from Jay Anderson. It is 
pretty neat, too bad we can't upload graphics to the yaroze server. 


-Matt 


——MESSAGE FILE 16913 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000495 


——MESSAGE FILE 16914 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000496 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Web graphics: How do you DO that! 

Date: Wed, 11 Mar 1998 21:03:58 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <3506fbcd.1753060@news.scea.sony.com> 

References: <3505FA16.7529@charlie.cns.iit.edu> <3506EB17.F493655A@netmagic.net> 
NNTP-Posting-Host: ipl71.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Well here ya go a "wanna be" artist's perspective :) 

If you are doing original graphics that you want to look cool you 

might want to take a look at fractal painter if you want image/pixel 

editing go with photoshop or paint shop pro (shareware). 

—-MESSAGE FILE 16914 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000496 


—-MESSAGE FILE 16915 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000497 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Web graphics: How do you DO that! 

Date: Wed, 11 Mar 1998 16:21:12 -0800 

Organization: Cisco Systems 

Lines: 24 

Message-ID: <35072A78.23FEQQOBA@netmagic.net> 

References: <3505FA16.7529@charlie.cns.iit.edu> <3506af58.6509982@news.scea.sony.com 
> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Matthew Hulett wrote: 
>What programs do you use to create these nifty do-dads? 


> 

> 

> Corel Photo-Paint too. Let the artists debate which programs are 
> best, I bought Corel on a recomendation from Jay Anderson. It is 

> pretty neat, too bad we can't upload graphics to the yaroze server. 
> 
> 


-Matt 


The Corel suite is very good---I've used that since CorelDraw! 1.0 
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came out. It has a great synergy between vector-based (CorelDraw!) 
and pixel-based (PhotoPaint) formats, not to mention a VRML editor. 


A A 


Another good and extremely small pixel editor I use often is 


called "Image Folio" from Prolab Tech Co. I have no Idea where to 
get it commercially; I obtained it when I got a Umax flatbed 
scanner a few years ago. It has a great set of tools (but no 


fancy filters) and the whole program fits into about 80088. It's 
also much quicker on large images than Photoshop... 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
——MESSAGE FILE 16915 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000497 


—-MESSAGE FILE 16916 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000498 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jason E Smith" <smith186@sprynet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze Web Sites 

Date: Wed, 11 Mar 1998 19:20:51 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <6e79e2Si0m2@scea> 

NNTP-Posting-Host: hdn93-179.hil.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've been tinkering with my as yet unreleased Web Site on the SCEA server. 

I was wondering if there is a way to upload some custom graphics to my site 
or if i'm restricted to the library of graphics provided by sony. I've 
thought about using the space provided by my ISP and loading the graphics 
from that site or just redirecting to that site but as my HTML is only 
improving at a slightly faster rate than my Yaroze coding (there isn't a 
Yaroze Programming for Dummies book yet) I lack the ability to do these. The 
docs on web page development in the members site are only slightly worse 
than the Yaroze manuals. Any help would be appreciated. 


Jason Smith 
smith186@sprynet.com 


——MESSAGE FILE 16916 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000498 


——MESSAGE FILE 16917 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000499 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Web Sites 

Date: Thu, 12 Mar 1998 03:21:18 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <35075431.50309222@205.149.189.29> 

References: <6e79e2$i0m2@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Jason, 

At this time we do not allow you to load your web site graphics on our 
server. As you have suggested, you can put your custom graphics on 
your ISP's system and use them remotely; several members have done 
this. 


Mario 


On Wed, 11 Mar 1998 19:20:51 -0500, "Jason E Smith" 
<smith186@sprynet.com> wrote: 


>I've been tinkering with my as yet unreleased Web Site on the SCEA server. 


Net Yaroze newsgroups message dump.txt Page 11396 


>I was wondering if there is a way to upload some custom graphics to my site 
>or if i'm restricted to the library of graphics provided by sony. I've 
>thought about using the space provided by my ISP and loading the graphics 
>from that site or just redirecting to that site but as my HTML is only 
>improving at a slightly faster rate than my Yaroze coding (there isn't a 
>Yaroze Programming for Dummies book yet) I lack the ability to do these. The 
>docs on web page development in the members site are only slightly worse 
>than the Yaroze manuals. Any help would be appreciated. 

> 

>Jason Smith 

>smith186@sprynet.com 

> 
> 


--MESSAGE FILE 16917 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000499 


—-MESSAGE FILE 16918 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000500 
Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Web graphics: How do you DO that! 

Date: 12 Mar 1998 04:08:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <slrn6geo7q.ild.toby@ns.forefront.com.au> 

References: <3505FA16.7529@charlie.cns.iit.edu> <3506EB17.F493655A@netmagic.net> <35 
06fbcd.1753060@news.scea.sony.com> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Wed, 11 Mar 1998 21:03:58 GMT, Michael Klucher <dajudge@inficad.com> wrote: 
>Well here ya go a "wanna be" artist's perspective :) 

>If you are doing original graphics that you want to look cool you 

>might want to take a look at fractal painter if you want image/pixel 
>editing go with photoshop or paint shop pro (shareware). 


If you're a unix head, then you can't go past gimp, which is free, and 
theoretically as powerful as photoshop. it supports all the standard 
image manipulations, as well as plugins and scripts. the big downfall 

is in the area of line based art (which photoshop doesn't do well either), 
but there's supposedly a plugin called gfig to do that as well. 


http://www.gimp.org 


Toby. 
—-MESSAGE FILE 16918 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000500 


——MESSAGE FILE 16919 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000501 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jason E Smith" <smith186@sprynet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Web Sites 

Date: Wed, 11 Mar 1998 22:22:01 -0500 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <6e7k1lpSi0m3@scea> 

References: <6e79e2Si0m2@scea> ՀՅ5075431.503092226205.149.189.29» 
NNTP-Posting-Host: hdn90-109.hil.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


OK, Thanks 


—-MESSAGE FILE 16919 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000501 


——MESSAGE FILE 16920 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000502 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jason E Smith" <smith186@sprynet.com> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Wed, 11 Mar 1998 22:25:28 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <6e7k88Si0m4@scea> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <6djrl9$Sdlr8@scea> <3500974b.12921880@news.scea.sony.com> 

NNTP-Posting-Host: hdn90-109.hil.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks, but I broke down and bought HTML 4 for Dummies 

my page has been registered in the server and hopefully will be up soon in 
the members list. 

I think I did a decent job for my first try, Future revisions will be 
better. 


Matthew Hulett wrote in message <3500974b.12921880@news.scea.sony.com>... 
> 


>>No, but if I get a working program (and manage to learn enough HTML to 


>>create my page) I plan on posting it. If only to return the service that 
>>others have done to me. I can't really help them, but if my code helps 
>>another... well that's great. 

> 

> Jason, 

> Let me recommend this site for some good HTML tutorials: 

> 

>http://www.w3-tech.com/crash/HTMLMenu. html 

> 

>In one night, you'll be posting your page. 

> 

>-Matt 

> 

> 

> 

> 


—-MESSAGE FILE 16920 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000502 


—-MESSAGE FILE 16921 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000503 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Wed, 11 Mar 1998 23:04:10 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3507164f.9544013@news.scea.sony.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> ՀՇՇԼո915470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <6djrl9$Sdlr8@scea> <3500974b.12921880@news.scea.sony.com> <6e7k88Si0m4@scea> 
NNTP-Posting-Host: client-120-116.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 11 Mar 1998 22:25:28 -0500, "Jason E Smith" 
<smith186@sprynet.com> wrote: 


>Thanks, but I broke down and bought HTML 4 for Dummies 

>my page has been registered in the server and hopefully will be up soon in 
>the members list. 

>I think I did a decent job for my first try, Future revisions will be 
>better. 


Well, I just took a look by using jsmith along with the standard 
address for all pages... Looks good to me. And you did not use frames, 
a big plus with me anyway (I have a wee 14" monitor). Nope, you are 
not the only guy who finds the yaroze a challenge. I so envy others 
who had previous experience with other platforms, it seems that they 
find the yaroze to be easy compared to their previous programming 
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adventures. I have learned so much, and yet I am just beginning to do 
VGA programming with the two game programming tutorials recomended 
by Sony. Oh, my old brain aches... <grin> 


-Matt 


--MESSAGE FILE 16921 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000503 


——MESSAGE FILE 16922 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000504 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: YarozeMaster 

Date: Thu, 12 Mar 1998 17:02:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6e90kpS6nq6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:504 scee.yaroze.freetalk.english: 
476 


Check out this awesome siocons replacement at 
http://www.netyaroze-europe.com/~deruiter 
and give comments! 


Bye! 


——MESSAGE FILE 16922 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000504 


—-MESSAGE FILE 16923 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000505 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler, scee.yaroze 
-programming.libraries 

Subject: Root counter controls... 

Date: Fri, 13 Mar 1998 15:12:40 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6ec3ji$Si0m17@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:505 scea.yaroze.programming.gnu_c 

ompiler:86 scee.yaroze.freetalk.english:485 scee.yaroze.programming.gnu_compiler:179 
scee.yaroze.programming.libraries:133 


Has anyone ever played with the Root counter functions: 
ResetRCnt 

GetRCnt 

StartRCnt 

How do they work? 


I need some timers in the program I am working on, and I thought they might 
be the answer... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 16923 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000505 
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—-MESSAGE FILE 16924 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000506 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Codewarrior works, GNU doesn't 

Date: Fri, 13 Mar 1998 15:51:41 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <6ec5lm$i0m18@scea> 

NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:506 scea.yaroze.programming.codew 
arrior:297 


I recently finished the first cut of the game I've been working on. I did 
the programming using codewarrior and wanted to generate a version using 
GNU. While the program compiles ok, when I run it I'm having all sorts of 
problems mostly with my program freezing up for no apparent reason. I 
believe the problem to be with my use of global variables that are shared 
between the different C files. In order to cut down on function parameters 
I made a bunch of my variables global. When I change these to be passed 
parameters the program seems to work correctly. The problem is I have a lot 
of global variables and I don't want to change all of them since this works 
in codewarrior. Anyone else run into a similar problem or have an idea as 
to what's wrong? 


—-MESSAGE FILE 16924 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000506 


—--MESSAGE FILE 16925 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000507 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: External Yaroze Pages 

Date: Sat, 14 Mar 1998 23:00:50 -0800 

Organization: Cisco Systems 

Lines: 7 

Message-ID: <350B7CA2.BDBDDOFC@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Just for the record, most of my Yaroze stuff is external---I keep 
the code on the SCEA server. Who else has external pages? 


Just curious, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16925 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000507 


—-MESSAGE FILE 16926 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000508 
Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Re: Codewarrior works, GNU doesn't 

Date: Sun, 15 Mar 1998 13:45:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6eglp3S$dud6@chuka.playstation.co.uk> 

References: <6ec51m$i0m18@scea> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:508 scea.yaroze.programming.codew 
arrior:299 


Net Yaroze newsgroups message dump.txt Page 11400 


This may seem a daft idea but it will work... Combine all the source files 
into one! It's daft because it defeats the purpose of multiple source files, 
editing ease. 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Kevin Davis wrote in message <6ec5lmSi0m18@scea>... 

>I recently finished the first cut of the game I've been working on. I did 
>the programming using codewarrior and wanted to generate a version using 
>GNU. While the program compiles ok, when I run it I'm having all sorts of 
>problems mostly with my program freezing up for no apparent reason. I 
>believe the problem to be with my use of global variables that are shared 
>between the different C files. In order to cut down on function parameters 
>I made a bunch of my variables global. When I change these to be passed 
>parameters the program seems to work correctly. The problem is I have a 
lot 
>of global variables and I don't want to change all of them since this works 
>in codewarrior. Anyone else run into a similar problem or have an idea as 
>to what's wrong? 

> 

> 


—-MESSAGE FILE 16926 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000508 


—--MESSAGE FILE 16927 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000509 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Re: Codewarrior works, GNU doesn't 

Date: Sun, 15 Mar 1998 13:48:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6eglu5$dud7@chuka.playstation.co.uk> 

References: <6ec5lm$i0m18@scea> <6eglp3Sdud6@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:509 scea.yaroze.programming.codew 
arrior:300 


Another thought... Are you using extern for the variables? 


JohnT wrote in message <6eglp3S$dud6@chuka.playstation.co.uk>... 

>This may seem a daft idea but it will work... Combine all the source files 
>into one! It's daft because it defeats the purpose of multiple source 
files, 

>editing ease. 

> 

>JohnT 

> 
> 
>Send e-mail to johnt@nettech.demon.co.uk 
>Visit my web site at www.coco.net.uk/johnt 
> 
> 
>Kevin Davis wrote in message <6ec5lm$i0m18@scea>... 

>>I recently finished the first cut of the game I've been working on. I did 
>>the programming using codewarrior and wanted to generate a version using 
>>GNU. While the program compiles ok, when I run it I'm having all sorts of 
>>problems mostly with my program freezing up for no apparent reason. I 
>>believe the problem to be with my use of global variables that are shared 
>>between the different C files. In order to cut down on function 
parameters 

>>I made a bunch of my variables global. When I change these to be passed 
>>parameters the program seems to work correctly. The problem is I have a 
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I'm looking for some 3D-programmers and as I noticed there are more of 
us looking for teambuilding. A Newsgroup wanted could get members 
together better. And as I heard; Net Yaroze means Let's do ut together. 
So why not team up a bit more? And make better projects with teams. 


DEnnis... (madmac) 
—-MESSAGE FILE 1786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00489 


—-MESSAGE FILE 1787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000490 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 14 Mar 1998 10:58:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <01lbd4f£38$cc655dc0$79d449c2@Angelal.intelligent-—group.com> 
References: <3509BEF1.27D0@kprob.demon.co.uk> 

NNTP-Posting-Host: 1121.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Robinson <Pete@kprob.demon.co.uk> wrote in article 
<3509BEF1.27D0@kprob.demon.co.uk>... 
> Hi folks, 


Im new to the Yaroze scene but I've noticed a lot of hacked off coders 
and the reason? Code W****r the #90 frisbee with a hole in the middle. 
When I bought my Yaroze I saw the notice - award winnig IDE, cool 
debugger etc. So I bought it and boy does it suck. 


The only reason for my whining about it is that I hassled Sarah Bennet 
at Sony and she's agreed to give me a refund, maybe you should do the 
same... Its either that or wait for better whether when you can take 
your #90 frisbee down the park :-) 


Bagman 


VVVVVVVVVVV VV 


Pussy. All these babies, blaming the nasty tools for their lack of 
progress. 


Get a grip. Code Warrior isn't the awful nasty disaster some folk make it 
out to be....it's a lot more productive than GCC. 

Craig, 

(despairing at the pampered state of all these Windoze programming, 


whinging, shandy drinking, southern nancy boy, loads more abuse omitted 

through lack 

of space....) 

—-MESSAGE FILE 1787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00490 


—-MESSAGE FILE 1788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000491 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help with company information 

Date: 14 Mar 1998 11:00:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01lbd4f£39$01d1d1a0$79d449c2@Angelal.intelligent-—group.com> 
References: <3509BF98.1305833D@netcomuk.co.uk> 

NNTP-Posting-Host: 1121.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Net Yaroze newsgroups message dump.txt Page 11401 


>lot 

>>of global variables and I don't want to change all of them since this 
works 

>>in codewarrior. Anyone else run into a similar problem or have an idea as 
>>to what's wrong? 

>> 

>> 

> 

> 


--MESSAGE FILE 16927 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000509 


——MESSAGE FILE 16928 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000510 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Informal Chat Saturday at 9 Eastern! 

Date: Sun, 15 Mar 1998 19:32:56 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <350C9D68.BF1B5624@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, for anyone who missed it, you missed a great chat yesterday, lots 
of people showed up. It was decided to do it every Saturday, 9 pm 
Eastern Time (which is 6 pm Western). Just hop into the auditorium. 
Heck, hop in anytime, see if anyone else is there. 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
--Հ-ՍԱԼԸՇ-Հ-- 
—-MESSAGE FILE 16928 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000510 


—--MESSAGE FILE 16929 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000511 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Webpage descriptions 

Date: Sun, 15 Mar 1998 19:49:34 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <350CA14E.E92D9217@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, how does one change their webpage description? I tried 3 times to 
change mine to mention that my game with code is available for download, 
but to this day it hasn't changed. This was my first update to it, and 
the last for a long time, but it just isn't happening. 


I understand that as it has to be done by hand, it isn't a quick 
process, but it's been literally months since I first entered in the 
change, and I've seen others change. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 16929 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000511 


Net Yaroze newsgroups message dump.txt Page 11402 


——MESSAGE FILE 16930 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000512 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Root counter controls... 

Date: 16 Mar 1998 11:08:51 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 33 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ej183Sbe51@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id DAA16819 

for <news@playstation.co.uk>; Mon, 16 Mar 1998 03:13:37 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Basically, a couple of SCEE samples have used them, 
see 'profile', 'timing', etc 


I seem to remember using them, and that you could just 
grab the value from GetRCnt without initialising it 
count = GetRCnt (1) 

(probably gets set up by Yaroze startup code). 

It may increment with every hsync, 

but I'm not sure. 


Lewis 


Has anyone ever played with the Root counter functions: 

ResetRCnt 

GetRCnt 

StartRCnt 

How do they work? 

I need some timers in the program I am working on, and I thought they might 
be the answer... 

Regards, 

Jeff / Nemesis 


—-MESSAGE FILE 16930 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000512 


—-MESSAGE FILE 16931 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000513 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Codewarrior works, GNU doesn't 

Date: 16 Mar 1998 11:18:49 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 45 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ejlqpSberl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id DAA17151 

for <news@playstation.co.uk>; Mon, 16 Mar 1998 03:23:34 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Do you keep siocons active and connected while the program 
runs? (Without this programs will freeze since the Yaroze seems to 
wait for printfs to appear on siocons monitor) 
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Are the globals all externed properly? 

Are you sure the new program space required by the globals 
doesn't conflict with the data around the program (eg TIM files), 
you can use mapfiles (GNU will generate these, see makefile 
options and sample code) to see exactly how much space 

the executable uses up. 


Do you put the program stack onto the D-cache scratchpad? 


Does the program freeze and never recover? 
Can you pinpoint at what point of the program it crashes, 
using printfs or the debugger (eg is it when calling a library function?) 


Lewis 


PS why did you want to cut down on the number 
of parameters to functions? 


I recently finished the first cut of the game I've been working on. I did 
the programming using codewarrior and wanted to generate a version using 
GNU. While the program compiles ok, when I run it I'm having all sorts of 
problems mostly with my program freezing up for no apparent reason. I 
believe the problem to be with my use of global variables that are shared 
between the different C files. In order to cut down on function parameters 
I made a bunch of my variables global. When I change these to be passed 
parameters the program seems to work correctly. The problem is I have a 
lot 
of global variables and I don't want to change all of them since this works 
in codewarrior. Anyone else run into a similar problem or have an idea as 
to what's wrong? 


——MESSAGE FILE 16931 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000513 


—-MESSAGE FILE 16932 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000514 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Webpage descriptions 

Date: Mon, 16 Mar 1998 10:17:26 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <6ejf6aSjdt4@scea> 

References: <350CA14E.E92D9217@sinclair.net> 

NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


For the past two weeks I've twice submitted my webpage to have a link 
created, but nobody has put a link on the members page. Is anyone 
maintaining this? 


—-MESSAGE FILE 16932 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000514 


—-MESSAGE FILE 16933 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000515 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Codewarrior works, GNU doesn't 

Date: Mon, 16 Mar 1998 10:24:05 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6ejfioSjdt5@scea> 
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References: <6ejlqpSberl@emeka.playstation.co.uk> 
NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Are you sure the new program space required by the globals 
>doesn't conflict with the data around the program (eg TIM files), 
>you can use mapfiles (GNU will generate these, see makefile 
>options and sample code) to see exactly how much space 

>the executable uses up. 


I'll try the mapfiles. 


>PS why did you want to cut down on the number 
>of parameters to functions? 


I had read in a programming book that the use of global variables was 
quicker than passing in variables to a function. What do you think? 


Kevin 


--MESSAGE FILE 16933 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000515 


—-MESSAGE FILE 16934 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000516 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Codewarrior works, GNU doesn't 

Date: 16 Mar 1998 16:13:54 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 25 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ejj42Sc4al@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id IAA16679 

for <news@playstation.co.uk>; Mon, 16 Mar 1998 08:18:39 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


>PS why did you want to cut down on the number 

>of parameters to functions? 

I had read in a programming book that the use of global variables was 
quicker than passing in variables to a function. What do you think? 
Kevin 


on PSX, globals are probably slower; not a huge amount though. 
Whichever platform it is (and hence whichever of globals and stack 
are quicker), it's probably not a major difference. 


Lewis 


--MESSAGE FILE 16934 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000516 


--MESSAGE FILE 16935 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000517 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: Codewarrior works, GNU doesn't 

Date: Mon, 16 Mar 1998 17:49:18 +0000 
Organization: Intelligent Research 

Lines: 27 

Message-ID: <350D661D. 5AFF90DCO@intelligent-—group.com> 
References: <6ejj42$c4al@emeka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Lewis_Evans@Playstation.sony.com wrote: 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id IAA16679 

for <news@playstation.co.uk>; Mon, 16 Mar 1998 08:18:39 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


>PS why did you want to cut down on the number 

>of parameters to functions? 

I had read in a programming book that the use of global variables was 
quicker than passing in variables to a function. What do you think? 
Kevin 


on PSX, globals are probably slower; not a huge amount though. 
Whichever platform it is (and hence whichever of globals and stack 
are quicker), it's probably not a major difference. 


VVVVVVVVVVVVVV VV 


Lewis 


Parameters are quicker for 4 long sized parameters or less (as they go via 
registers), or if the stack is in cache. Otherwise globals are quicker. 


Craig. 


—-MESSAGE FILE 16935 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000517 


—--MESSAGE FILE 16936 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000518 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Webpage descriptions 

Date: Mon, 16 Mar 1998 20:57:12 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <350d9191.25106969@205.149.189.29> 

References: <350CA14E.E92D9217@sinclair.net> <6ejf6aSjdt4@scea> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Joshua, 

I'm working with Sony on this problem. Please be patient a bit longer. 
Mario 

On Mon, 16 Mar 1998 10:17:26 -0500, "Kevin Davis" 
<kevindavis@balt.checkfree.com> wrote: 


>For the past two weeks I've twice submitted my webpage to have a link 


>created, but nobody has put a link on the members page. Is anyone 
>maintaining this? 
> 


> 
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> 
> 


—-MESSAGE FILE 16936 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000518 


—-MESSAGE FILE 16937 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000519 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk, scee.yaroze.mydemos,sc 
ea.yaroze.announce 

Subject: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Mon, 16 Mar 1998 15:20:29 -0800 

Organization: Cisco Systems 

Lines: 21 

Message-ID: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:519 scea.yaroze.freetalk: 
519 scee.yaroze.mydemos:111 scea.yaroze.announce: 62 


Hiya all, 
I finished up the game I have been working on for the last 3 weeks 
or so. I was going to make it larger, but decided it was already 
hard enough. Some of the highlights: 

- 6 different levels 

- a good-looking mouse cursor 

- a cheezy digital soundtrack (if you can call it that) 


To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 


Jyaa... 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
--MESSAGE FILE 16937 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000519 


——MESSAGE FILE 16938 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000520 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Wed, 18 Mar 1998 06:47:30 -0800 

Organization: Cisco Systems 

Lines: 45 

Message-ID: <350FDE82.C858D151@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> <350EEED6.40 
C20D1C@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:540 scea.yaroze.freetalk: 
520 


Elliott Lee wrote: 

> 

> James Rutherford wrote: 
>> 
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> > Elliott Lee wrote: 

>> 

> > > To get it, point your browser to: 

>>> 

> > > ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 
>> 

> > SCEE can access Elliott's ftp mirror at: 

>> 

> > http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 
>> 

> > I guess minefld.zip should be there by the next update. 

> > (any chance of a PAL version/option by then, Tenchi?) 

>> 

> > James (~mrfrosty) 

> 

> Hm... how about I provide all the source and whatnot and let someone 
> with a PAL system convert it? Should be really easy and I have no 
> way of testing PAL here... :( 

> 

> - e? 

> tenchi@netmagic.net 

> http://www.netmagic.net/~tenchi/yaroze/ 


I just put up the source for Mine Field in the scee.yaroze.mydemos 
under the thread with the same subject. (I didn't CC it to all the 
groups ‘cuz it's just too big.) Anyhoo, that will give anyone full 
access to the code and supporting files. Plus, you get two extra 
bonuses: 


- my current libraries for manipulating controller status, 
text printing, and sprite loading 


- an offset calculator for your siocons auto file 


Unzip it with the directory option to explode the subtrees. Also, 
see the README.TXT in the root for details on compiling it. 


Jyaa... 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 16938 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000520 


--MESSAGE FILE 16939 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000521 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: NTSC version of 22 now available. 

Date: Tue, 17 Mar 1998 18:42:58 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 14 

Message-ID: <350EC432.79FDA8DD@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


An NTSC version of Z2 (our Edge competition entry) is now on my SCEE 
members page. 


Big thanks to Jeff Lawton for testing it for me. Cheers! 
Follow the links from. 
http://www.netyaroze-europe.com/~Sigl1LL 


If you have the Pal version you can just get the binary (z2ntsc) and 
modify the auto file. The datafile stays the same. 


Cheers 
Jim 
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——MESSAGE FILE 16939 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000521 


——MESSAGE FILE 16940 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000522 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:55:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6eqm63$15r14@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:522 scea.yaroze.programming.gnu_c 

ompiler:87 scee.yaroze.freetalk.english:549 scee.yaroze.programming.gnu_compiler:180 
scee.yaroze.programming.libraries:140 


I think you would probally be better off using VSync(1) for most timing 
purposes ( it count's in hsyncs ) 

unless you want some really tight timing... 

But checking the time for a single small function ( <l Hsync ) can often 


give misleading results as the effects of other bus masters / cache history 
and dram refresh will sometimes give spurious results. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 16940 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000522 


—-MESSAGE FILE 16941 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000523 
Path: chuka.playstation.co.uk!news 

From: Stephen Fernandez <sf054@mdx.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: YarozeMaster 

Date: Thu, 19 Mar 1998 14:12:01 +0000 

Organization: InterPlanetaryCraft 

Lines: 17 

Message-ID: <351127B1.100E@mdx.ac.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

To: Maurice Sibrandi <sibrandi@orion.nl> 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:523 scee.yaroze.freetalk.english: 
552 


Maurice Sibrandi wrote: 
Check out this awesome siocons replacement at 


http://www.netyaroze-europe.com/~deruiter 
and give comments! 


VV NV V V V 


Bye! 


i cant actually find the program 
on your website 
where exactly is it please?> 


cheers. 

steve.f 

sf054@mdx.ac.uk 

—-MESSAGE FILE 16941 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000523 


—-MESSAGE FILE 16942 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000524 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:56:41 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6er7qh$13g5@scea> 

References: <6ec3ji$i0m17@scea> <6eqm63S15r14@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:524 scea.yaroze.programming.gnu_c 

ompiler:88 scee.yaroze.freetalk.english:553 scee.yaroze.programming.gnu_compiler:181 
scee.yaroze.programming.libraries:141 


SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 

>I think you would probally be better off using VSync(1) for most timing 
>purposes ( it count's in hsyncs ) 

>unless you want some really tight timing... 

>But checking the time for a single small function ( <l Hsync ) can often 
>give misleading results as the effects of other bus masters / cache history 
>and dram refresh will sometimes give spurious results. 


Boy thanks.. That was a rather informative response... Now I know how the 
Root control timers work.. 1:11 get right on it.... 1 don't mean to sound 
rude or make your response seem unwanted.. It just frustrates me that even 
simple things (or things you would imagine to be simple) are so poorly 
understood.. I just wanted to try them. 

All sarcasm aside.... Does anyone know how to use them.. I don't care if I 
can use VSync as a timer (I'm aware of that) or not... I want to know all I 


can about the Yaroze, and the docs on the Root timers are very poorly 
written... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 16942 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000524 


—-MESSAGE FILE 16943 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000525 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 
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Newsgroups: scea.yaroze.freetalk, scea.yaroze.sound 
Subject: How do they do it??? 

Date: Thu, 19 Mar 1998 22:03:04 GMT 
Organization: SCEA News Server 

Lines: 8 

Message-ID: <3511953f.732272@news.scea.sony.com> 
NNTP-Posting-Host: ip139.ts3.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hi I have noticed in all the newer games that are being realesed they 
have stopped purtting music in redbook audio format and now it's in 
the data track but my question is how do they do that? I have looked 
at a CD that has "encoded" music and stuff and found no real 
soundfiles at all I though they must have been stored as like a vab or 

somthing but whats really cool is that they can fit all the music 

doing that on the CD! I could imange how much space it would take up 

but anyway it was just a curious question. 

--MESSAGE FILE 16943 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000525 


—-MESSAGE FILE 16944 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000526 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 01:05:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6esf11$15r32@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> <6eqm63$15r14@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:526 scea.yaroze.programming.gnu_c 

ompiler:89 scee.yaroze.freetalk.english:565 scee.yaroze.programming.gnu_compiler:182 
scee.yaroze.programming.libraries:142 


Hi Jeff, 


RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 
To time a routine use the following... 


ResectRCnt ( RCntCNT2 ); 
StartRCnt ( RCntCNT2 ); 


call routine 

time = GetRCnt( RCntCNT2 ); 

I'm sorry you thought I was being unhelpfull with my last response, but I 
offer the same advice to professional developers, plus with the Yaroze you 


don't have access to any other timers as they are used by the libraries 
internally. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6er7qh$13g5@scea>... 

>SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 

>>I think you would probally be better off using VSync(1) for most timing 
>>purposes ( it count's in hsyncs ) 

>>unless you want some really tight timing... 
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Darren Fahy <dfahy@netcomuk.co.uk> wrote in article 
<3509BF98.1305833D@netcomuk.co.uk>... 
> Hammerhead Ltd, Southport, England. I'm having trouble finding any 
> information about the company, so if anyone could point me in the 


They publish through Psygnosis (last release on Playstation was 
Shadowmaster). 


Craig. 
—-MESSAGE FILE 1788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00491 


—-MESSAGE FILE 1789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000492 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sat, 14 Mar 1998 12:03:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <6edrn9Sdudl@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> 

NNTP-Posting-Host: userl871.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'd suggesting giving CW a weeks rest. 
I must have got the female version, as 
it's now working fine afer the first 
disasterous week. I'm cramming as much 
in as I can in the next three weeks 
before the next cycle comes around. 


Steve. 


> 

> 

>Peter Robinson <Pete@kprob.demon.co.uk> 
wrote in article 
><3509BEF1.27D0@kprob.demon.co.uk>... 
>> Hi folks, 

>> 

>> Im new to the Yaroze scene but I've 
noticed a lot of hacked off coders 

>> and the reason? Code W****r the #90 
frisbee with a hole in the middle. 

>> When I bought my Yaroze I saw the 
notice - award winnig IDE, cool 

>> debugger etc. So I bought it and boy 
does it suck. 

>> 

>> The only reason for my whining about 
it is that I hassled Sarah Bennet 

>> at Sony and she's agreed to give me a 
refund, maybe you should do the 

>> same... Its either that or wait for 
better whether when you can take 

>> your #90 frisbee down the park :-) 
>> 

>> Bagman 

>> 

> 

>Pussy. All these babies, blaming the 
nasty tools for their lack of 
>progress. 

> 

>Get a grip. Code Warrior isn't the 
awful nasty disaster some folk make it 
>out to be....it's a lot more productive 
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>>But checking the time for a single small function ( <l Hsync ) can often 
>>give misleading results as the effects of other bus masters / cache 
history 

>>and dram refresh will sometimes give spurious results. 

> 

> 

>Boy thanks.. That was a rather informative response... Now I know how the 
>Root control timers work.. I'll get right on it.... I don't mean to sound 
>rude or make your response seem unwanted.. It just frustrates me that even 
>simple things (or things you would imagine to be simple) are so poorly 
>understood.. I just wanted to try them. 

> 

>All sarcasm aside.... Does anyone know how to use them.. I don't care if 
1 

>can use VSync as a timer (I'm aware of that) or not... I want to know all 
I 


>can about the Yaroze, and the docs on the Root timers are very poorly 
>written... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 


——MESSAGE FILE 16944 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000526 


——MESSAGE FILE 16945 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000527 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.sound 

Subject: Re: How do they do it??? 

Date: Thu, 19 Mar 1998 19:02:30 -0600 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3511C025.D8820CD9@ix.netcom. com> 

References: <3511953f.732272@news.scea.sony.com> 

NNTP-Posting-Host: dgr-il4-11.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Michael Klucher wrote: 


Hi I have noticed in all the newer games that are being realesed they 
have stopped purtting music in redbook audio format and now it's in 

the data track but my question is how do they do that? I have looked 
at a CD that has "encoded" music and stuff and found no real 
soundfiles at all I though they must have been stored as like a vab or 


somthing but whats really cool is that they can fit all the music 
doing that on the CD! I could imange how much space it would take up 
but anyway it was just a curious question. 


VVVVVVVVV 


Maybe they're storing the music as a video file without the picture. 
Then the compressed file contaning the music is streamed through the 
decoding hardware... I dunno for sure. I do know that the music for 
Soul Blade's intro can be played just the same as the rest of the music. 


Manny Najera 


—-MESSAGE FILE 16945 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000527 


——MESSAGE FILE 16946 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000528 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.sound 

Subject: Re: How do they do it??? 
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Date: Fri, 20 Mar 1998 07:47:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6et6is$15r33@chuka.playstation.co.uk> 
References: <3511953f.732272@news.scea.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 
A lot of games are using XA audio instead of DA audio. ( This is the format 
that is used for audio in video clips on the playstation ) as this allows 


more music to fit on the CD. 
Colin. 


Michael Klucher wrote in message <3511953f.732272@news.scea.sony.com>... 
>Hi I have noticed in all the newer games that are being realesed they 
>have stopped purtting music in redbook audio format and now it's in 
>the data track but my question is how do they do that? I have looked 
>at a CD that has "encoded" music and stuff and found no real 
>soundfiles at all I though they must have been stored as like a vab or 
>somthing but whats really cool is that they can fit all the music 
>doing that on the CD! I could imange how much space it would take up 
>but anyway it was just a curious question. 


—-MESSAGE FILE 16946 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000528 


—-MESSAGE FILE 16947 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000529 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Tron cycles V1.0 available 

Date: 20 Mar 1998 07:10:50 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <01lbd53cf$95ba6b80S0780accf@kd-home> 

NNTP-Posting-Host: 207-172-128-7.s7.asl.col.erols.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


My game Tron Cycles is available for downloading. 


This first version is NTSC only and uses CodeWarrior's PSComUtil to 
download and run. 

I apologize to people who didn't get codewarrior and will make a siocons 
version A.S.A.P. 


Go to: 
http://www.scea.sony.com/net/yaroze/pages/kdavis.html 


Kevin 
——MESSAGE FILE 16947 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000529 


——MESSAGE FILE 16948 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000530 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze. hardware, scea.yaroze.programming.gnu_co 
mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler, scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 09:14:59 -0500 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6etta3$Smfol@scea> 

References: <6ec33i$i0m17@scea> <6eqm63$15r1l4@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> <6esf11$15r32@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:530 scea.yaroze.programming.gnu_c 
ompiler:90 scee.yaroze.freetalk.english:575 scee.yaroze.programming.gnu_compiler:183 
scee.yaroze.programming.libraries:143 


SCEE wrote in message <6esf11$15r32@chuka.playstation.co.uk>... 

>Hi Jeff, 

> 

>RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 

>To time a routine use the following... 

> 

>ResectRCnt ( RCntCNT2 ); 

>StartRCnt ( RCntCNT2 ); 

> 

>call routine 

> 

>time = GetRCnt( RCntCNT2 ); 

> 

> 

>I'm sorry you thought I was being unhelpfull with my last response, but I 
>offer the same advice to professional developers, plus with the Yaroze you 
>don't have access to any other timers as they are used by the libraries 
>internally. 


I am thankful for any respose.. Sometimes I just get fed up with the docs.. 
like to know how to use what it is I'm playing with. One of those things 
was timers... Currently I do use the vsync because no one seemed to know 
how the timers functioned... The response you just gave me is exactly what 
I was looking for.. I wanted to know how they worked... 1 couldn't for the 
life of me figure out what you passed into the timer... 
surely didn't mean to sound rude about it... Was meant more as sarcasm... 


Sorry if I offended you. 
BTW Thanks for the solution to my question. 
Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 16948 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000530 


——MESSAGE FILE 16949 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000531 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk, scee.yaroze.mydemos 
Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Fri, 20 Mar 1998 11:45:52 -0800 

Organization: Cisco Systems 

Lines: 95 

Message-ID: <3512C770.B644F3DE@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 957FA2CE834CCB9F08148CA 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:577 scea.yaroze.freetalk: 
531 scee.yaroze.mydemos:116 


Gl 


This is a multi-part message in MIME format. 
957FA2CE834CCB9F08148CAE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Elliott Lee wrote: 


I finished up the game I have been working on for the last 3 weeks 


> 
> 
> 
> 
> or so. I was going to make it larger, but decided it was already 
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hard enough. Some of the highlights: 

- 6 different levels 

- a good-looking mouse cursor 


- a cheezy digital soundtrack (if you can call it that) 


To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 


Jyaa... 

- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


VVVVVVVVVVVVV VV VV 


It was just pointed out to me that it will not compile because it's 
missing an #included file "soundsys.c". Doh. That file was used for 
loading in the General MIDI sounds from the Yaroze boot CD, but I 
ended up commenting out that section (in LoadSounds()) and forgot to 
remove the associated line in the minefld.h file. :P So, there are 
two options: 


- download this library to get files soundsys.c and soundsys.h 
— comment out the #include "soundsys.c" in the minefld.h file 


Sorry for the confusion, 
- Թ) 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
957FA2CE834CCB9F08148CAE 
Content-Type: application/x-zip-compressed; name="soundsys.zip" 
—-MESSAGE FILE 16949 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000531 


--MESSAGE FILE 16950 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000532 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: E3 Tickets and Game Developer Magazine 

Date: Fri, 20 Mar 1998 21:52:25 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35132B69.7810@mindspring.com> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 

NNTP-Posting-Host: user-37kbveb.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


I just wanted to give everyone a heads up that the April 1998 Game 
Developer magazine has a Free ticket to this year's E3. 


This ticket is the standard exhibit and keynote ticket. Normal price is 
$45 before April 24 (I think this is the cut off date) and $75 at the 
door. 


This year E3 will once again be in Atlanta, GA from May 28 - May 30. If 
you are attending, I highly recommend picking up your badge on May 27. 

You will miss most of the crowd (long lines) and be first in on the show 
floor! 


If you live in driving distance you should really try to make it to the 


show. This is the last year on the east coast. I think the next few 
years will be back on the west coast. <sigh> 
Jonathan 


[Please remove NO-SPAM to email me] 
—-MESSAGE FILE 16950 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000532 
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—-MESSAGE FILE 16951 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000533 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time 

Date: Fri, 20 Mar 1998 23:06:44 -0500 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <35133CD4.1847@mindspring.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> <34FE273F.5982CFDD@sinclair.net> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 

NNTP-Posting-Host: user-37kbveb.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Joshua Meeds wrote: 
[snip of questions I originally posted...] 


> > 1 - Do you feel that you have enough time to dedicate to Yaroze 
> programming? 


v 


If I could have a solid month to work with the thing, without having 
to worry about money, I believe I could become quite profficient. 
Especially if I was working on a project (which is where I learn the 
fastest/best). 


VVVYV 


For some reason this comes across funny to me. I keep telling everyone 
that "if I only had the time I could really produce something". I never 
seem to have the time, so I do not even have only single line of code 
posted to my home page. <sigh> 


I also learn best by developing. The last few week (at work) I was 
forced 

to learn sockets (for Win 95) while working under a very tight schedule. 
I am not sure if I would have ever looked into sockets if I was not 
forced 

to do this assignment by my boss. The point is...I had to do this 
assignment. 


Maybe I need to put a Yaroze project on a schedule/time line. Maybe 
then 
I would actually do something. <grin> 


Jonathan 
[Please remove NO-SPAM to email me] 
--MESSAGE FILE 16951 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000533 


——MESSAGE FILE 16952 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000534 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Talent vs. Time [was Re: omigod] 

Date: Fri, 20 Mar 1998 23:16:57 -0500 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <35133F39.2E94@mindspring.com> 

References: <34E10AF7.F024308@ix.netcom.com> <34E2F857.714@sms.ed.ac.uk> <6c1n91$470 
6@scea> <34E87B54.B3@sms.ed.ac.uk> <6caek3$5bj13@scea> <34F38487.6C2C@mindspring.com 
> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 

NNTP-Posting-Host: user-37kbveb.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0Gold (Win95; Մ) 
Jonathan Calvert wrote: 


> 
[major snip] 


> If anyone cares to post, I would love to see the answers to the 

> following questions: 

> 

> 1 - Do you feel that you have enough time to dedicate to Yaroze 

> programming? 

> 2 - Do you regularly read the various news groups? 

> 3 - Do you contribute to the various news groups? 

> 4 - Have you created a working program? 

> 5 - Have you posted the program and/or source to your member page? 
> 6 - Do you regularly visit other member pages? 

> 7 - Do you look at the resources on the other Yaroze sites (i.e. Europe 
> and Japan) 

[snip] 


It is always strange to reply to one's self (or something like that). 


I just wanted to say "thank you" to everyone who replied to my set of 


questions. It seems [being very general here] that we all would like 
to think that we could produce something to be proud of "if we only had 
more time". This was a very common reply/response. 


It just so happens that I have not even read a Sony news post since my 
original post of the above questions (about 4-6 weeks ago - who is 
counting). I was sucked into a major black hole at work and all kinds 
of crazy stuff happened in my personal life. 


Anyway, I am back in the saddle again, and I hope to start producing 
some 

code soon. Of course, I am loosing my computer room because my wife and 
I are turning it into a nursery. My Yaroze and TV are in a different 
room 

than my development computer. This makes development and testing kind 
of a pain... <grin> 


Jonathan 
[Please remove NO-SPAM to email me] 
——MESSAGE FILE 16952 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000534 


—-MESSAGE FILE 16953 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000535 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: HOVER and AIRBOB 
Date: Fri, 20 Mar 1998 23:32:44 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35136D1C.4B14@bc.sympatico.ca> 

References: <34F3BE88.60B3@bc.sympatico.ca> <34f5d5aa.1008610@news.scea.sony.com> <s 
umner-—ya02408000R0303981345090001@news.scea.sony.com> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm01-23.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


"Hung at checking for memory card" is a message that the game reports on 
the TV monitor. The problem is due to a bug in the Yaroze memory card 
libraries, and I don't know why HOVER encounters it and other games 
don't. It is unrelated to the serial connection speed (I've got a stinky 
old mac that can only manage 56K). 


There's a patch (PAT0319) which can be downloaded from the SCEI site 
which patches the directory of the memory card (I believe) and allows 
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Hover to run. 


Unfortunately, the CARD_FIX.BAT file has the following line: 
load -npat0319 


which PSComUtil doesn't like. Just loading pat0319 manually and running 
it doesn't work. 


- nick 
--MESSAGE FILE 16953 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000535 


—-MESSAGE FILE 16954 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000536 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 3D Animation Bones or Mime? 

Date: Fri, 20 Mar 1998 23:45:56 -0800 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <35137032.35F0@bc.sympatico.ca> 

References: <6dmp3m$f3e3@scea> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm01-23.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

To: Nathan Miller <nmiller@igalaxy.net> 


Has anyone helped you with your problem? 


I can tell you right up front that I don't think you'll get any 

satisfaction using MIME to animate a bones system. All mime gives you is 
a linear interpolation between frames, and I don't think that's what you 
want at all 


I'd be willing to help you out if you provide more details about what 
you're working on. 


I've been advertising my work on a bones system for quite a while now, 
but no one seems to be interested, whine, whine, okay I'll knock off the 
self pity. 


I do have a file format decoder working, on the fly TMD construction, 
and hierarchical coordinate systems. I've got a bunch of solids flying 
around, and a few simple lighting effects. I'm implementing the 
hierarchical math and joint skinning right now and adaptive NURB mesh 
tesselation as soon as the skinning is ready. And yes, I'm doing it all 
using only the Yaroze's stripped down version of GsLib. 


Incidentally, the animation file format I'm working with is Martin Hash 
3D, as it is specifically designed for character animation, and I 
believe was used to do the modelling for Duke Nukem. 


- nick 
——MESSAGE FILE 16954 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000536 


——MESSAGE FILE 16955 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000537 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Uh oh... 

Date: Sat, 21 Mar 1998 04:31:45 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <3513B331.101B1B45@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Am I the only one that finds it ominous that all of a sudden SCEA is 
reminding us (on the Yaroze home page) that we signed this license 
agreement? Could they be considering implementing the option to charge 
for membership, or even worse, cutting the program altogether (which it 
says they can do after April lst)?! Let it not be so... 


It DID remind me that I should put the "Portions Copyright Sony" stuff 
into my title screens... I completely forgot about that. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
——MESSAGE FILE 16955 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000537 


—-MESSAGE FILE 16956 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000538 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uh oh... 

Date: Sat, 21 Mar 1998 16:25:07 GMT 

Organization: L4 Software 

Lines: 21 

Message-ID: <3513e905.532955@205.149.189.29> 

References: <3513B331.101B1B45@sinclair.net> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Joshua, 


There's nothing sudden about it. That message has always been at the 
bottom of the members home page, you just had to scroll passed a 
couple other messages to get to it. Those messages were pretty dated, 
so I removed them. 


Mario 


On Sat, 21 Mar 1998 04:31:45 -0800, Joshua Meeds 
<dreamer@sinclair.net> wrote: 


>Am I the only one that finds it ominous that all of a sudden SCEA is 
>reminding us (on the Yaroze home page) that we signed this license 
>agreement? Could they be considering implementing the option to charge 
>for membership, or even worse, cutting the program altogether (which it 
>says they can do after April 1st)?! Let it not be so... 


> 
>It DID remind me that I should put the "Portions Copyright Sony" stuff 
>into my title screens... I completely forgot about that. 


—-MESSAGE FILE 16956 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000538 


—-MESSAGE FILE 16957 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000539 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Oops... 

Date: Sat, 21 Mar 1998 10:38:50 -0800 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3514093A.7D3FFB56@sinclair.net> 

References: <3513B331.101B1B45@sinclair.net> <3513e905.532955@205.149.189.29> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Ah, you gotta excuse my paranoid side, I just would hate to suddenly 
lose this great chance for writing my own Psx games. 


Mario Perdue wrote: 
Joshua, 


There's nothing sudden about it. That message has always been at the 
bottom of the members home page, you just had to scroll passed a 
couple other messages to get to it. Those messages were pretty dated, 
so I removed them. 


Mario 


On Sat, 21 Mar 1998 04:31:45 -0800, Joshua Meeds 
<dreamer@sinclair.net> wrote: 


>Am I the only one that finds it ominous that all of a sudden SCEA is 
>reminding us (on the Yaroze home page) that we signed this license 
>agreement? Could they be considering implementing the option to charge 
>for membership, or even worse, cutting the program altogether (which it 
>says they can do after April 1st)?! Let it not be so... 


VVVVVVVVVVVVVVV VV VV VV 


> 
>It DID remind me that I should put the "Portions Copyright Sony" stuff 
>into my title screens... I completely forgot about that. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
——MESSAGE FILE 16957 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000539 


—-MESSAGE FILE 16958 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000540 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Peter_Alau@playstation.sony.com (Peter Alau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Oops... 

Date: Mon, 23 Mar 1998 17:21:54 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <351799f0.3890466@205.149.189.29> 

References: <3513B331.101B1B45@sinclair.net> <3513e905.532955@205.149.189.29> <35140 
93A.7D3FFB56@sinclair.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sat, 21 Mar 1998 10:38:50 -0800, Joshua Meeds 
<dreamer@sinclair.net> wrote: 


>Ah, you gotta excuse my paranoid side, I just would hate to suddenly 
>lose this great chance for writing my own Psx games. 

> 

One of my favorite quotes is "Just because I'm paranoid, doesn't mean 
that they are not out to get me." 


Pete 
——MESSAGE FILE 16958 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000540 


—--MESSAGE FILE 16959 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000541 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Oops... 

Date: Mon, 23 Mar 1998 18:25:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6f69g3Sf1018@chuka.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 11420 


References: <3513B331.101B1B45@sinclair.net> <3513e905.532955@205.149.189.29> <35140 
93A.7D3FFB56@sinclair.net> <351799f0.3890466@205.149.189.29> 

NNTP-Posting-Host: userl629.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DONT CALL ME A PSYCO ! 
7) 


>On Sat, 21 Mar 1998 10:38:50 -0800, 
Joshua Meeds 

><dreamer@sinclair.net> wrote: 

> 

>>Ah, you gotta excuse my paranoid side, 
I just would hate to suddenly 

>>lose this great chance for writing my 
own Psx games. 

>> 

> One of my favorite quotes is "Just 
because I'm paranoid, doesn't mean 
>that they are not out to get me." 

> 

>-Peter 


—-MESSAGE FILE 16959 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000541 


——MESSAGE FILE 16960 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000542 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Re: Codewarrior works, GNU doesn't 

Date: Tue, 24 Mar 1998 18:04:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6f8scn$flo23@chuka.playstation.co.uk> 

References: <6ec51m$i0m18@scea> 

NNTP-Posting-Host: an040.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:542 scea.yaroze.programming.codew 
arrior:308 


>I recently finished the first cut of the game I've been working on. I did 
>the programming using codewarrior and wanted to generate a version using 
>GNU. While the program compiles ok, when I run it I'm having all sorts of 
>problems mostly with my program freezing up for no apparent reason. I 
>believe the problem to be with my use of global variables that are shared 
>between the different C files. In order to cut down on function parameters 
>I made a bunch of my variables global. When I change these to be passed 
>parameters the program seems to work correctly. The problem is I have a 
lot 
>of global variables and I don't want to change all of them since this works 
>in codewarrior. Anyone else run into a similar problem or have an idea as 
>to what's wrong? 


I had the same problem, so I turned all the warnings on in GNU and it came 
up with a whole stack of things that Codewarrior didn't seem concerned 
about. Once I sorted those out it worked fine. 


Mark 


—-MESSAGE FILE 16960 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000542 


—-MESSAGE FILE 16961 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000543 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!agrier 

From: agrier@metro.poofy.goof.com (Aaron J. Grier) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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than GCC. 

> 

>Craig, 

>(despairing at the pampered state of 
all these Windoze programming, 

> whinging, shandy drinking, southern 
nancy boy, loads more abuse omitted 
>through lack 

>of space....) 


—-MESSAGE FILE 1789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00492 


—-MESSAGE FILE 1790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000493 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sat, 14 Mar 1998 14:57:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <350a9a05.2810714@news.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <6edrn9$dudl@chuka.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 14 Mar 1998 12:03:18 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 

>>Pussy. All these babies, blaming the 

>nasty tools for their lack of 

>>progress. 

>> 

>>Get a grip. Code Warrior isn't the 

>awful nasty disaster some folk make it 

>>out to be....it's a lot more productive 

>than GCC. 


I've been following this codewarrior thing for as long as I've had the 
yaroze. I'm not saying Codewarrior is bad, becuase I've never used it, 
and I like to think it has its merits, but what I don't understand is 
why did people buy the thing anyway? I don't seem to have any problem 
with gcc (except when it generates 100 error messages and I can't see 
the first one!) and siocons isn't a problem either. For me it's 
quicker to use all the keyboard shortcuts to switch to the dos box, 
recompile and send it to the playstation than it is for me to reach 
for the mouse, and click and drag from windows that Id have to bring 
to the front anyway :) Mind you, I hardly use the mouse, and maybe Id 
love CodeWarrior if my University gave it to me free like everything 
else :) 


Robert Swan 

rsl108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 1790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00493 


—-MESSAGE FILE 1791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000494 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Sat, 14 Mar 1998 14:59:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
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Subject: MOD->SEQ (was Re: If you liked Hover...) 

Date: 25 Mar 1998 22:17:20 GMT 

Organization: The Cod Reelledge Doftware Levelompent Sab 

Lines: 14 

Message-ID: <slrn6éhj16m.d96.agrier@metro.poofy.goof.com> 

References: <6cqracS$asl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> 
NNTP-Posting-Host: metro.dialup.reed.edu 

X-Newsreader: slrn (0.9.3.2 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:543 scee.yaroze.freetalk.english: 
587 


On Mon, 23 Feb 1998 19:18:05 -0600, Manny Najera <mannyn@ix.netcom.com> wrote: 


>For example, if everyone here used MOD files on a daily basis, a MOD to 
>SEQ converter would have been coded ages ago. 


I'm sure some of us here _do_ use MOD files every day... Coding such 

a thing is wholly non-trivial, as both formats make quite differing base 
assumptions about how the music is generated. (There are a couple 
converters that exist, but they do rather piss-poor jobs...) 


Aaron J. Grier "Not your ordinary poofy goof." agrier@poofy.goof.com 

agrier@reed.edu agrier@metro.grumblesmurf.net ...!reed!vla!agrier 

DECBEE65 ODEE3A0C 1ED7F54D 9E023CC4 and 0x0663D1A9 at a server near you. 
--MESSAGE FILE 16961 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000543 


——MESSAGE FILE 16962 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000544 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: MOD->SEQ (was Re: If you liked Hover...) 

Date: Mon, 30 Mar 1998 12:09:58 +0100 

Organization: Intelligent Research 

Lines: 23 

Message-ID: <351F7D86.53479646@hinge.mistral.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
slrn6hj1l6m.d96.agrier@metro.poofy.goof.com> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:544 scee.yaroze.freetalk.english: 
589 


Aaron J. Grier wrote: 
On Mon, 23 Feb 1998 19:18:05 -0600, Manny Najera <mannyn@ix.netcom.com> wrote: 


>For example, if everyone here used MOD files on a daily basis, a MOD to 
>SEQ converter would have been coded ages ago. 


I'm sure some of us here _do_ use MOD files every day... Coding such 

a thing is wholly non-trivial, as both formats make quite differing base 
assumptions about how the music is generated. (There are a couple 
converters that exist, but they do rather piss-poor jobs...) 


VVVVVVVV VV 


There are at least two MOD players for the Playstation. I've onlyseen code from 
hacker WWW sites to do it though..... 


> Aaron J. Grier | "Not your ordinary poofy goof." | agrier@poofy.goof.com 


Craig. 


—-MESSAGE FILE 16962 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000544 
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—--MESSAGE FILE 16963 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000545 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze Server dying? 

Date: Mon, 30 Mar 1998 18:54:41 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <352030C1.1F66C97D@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I just received my yaroze kit a week ago - and just recieved my access 
name and password. But now that I'm on the web site... It seems like 
everything posted is really old!!! Look, the last auditorium session 
was last year - as well as most of the games. The only new games were 
made in japan! 


People write in the newsgroups sparsely, and Sony's minimum cut-off 
date for the yaroze project is only 2 days away... 


Did I sign up too late!? It seems like net yaroze was super active 
last year! Now it seems to be thinning out to nothing... 


To be honest, I'm worried that I spent $899 for nothing. 


Common Sony!!! Do something so scrape up intrest once again, and get 
these news groups flowing! 


"Darco 
darco@NOSPAM@ .bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Meow, Meow, Meow..." - The Dan 
--MESSAGE FILE 16963 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000545 


—-MESSAGE FILE 16964 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000546 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Server dying? 

Date: Mon, 30 Mar 1998 18:45:10 -0800 

Organization: Cisco Systems 

Lines: 64 

Message-ID: <352058B6.27C24832@netmagic.net> 

References: <352030C1.1F66C97D@mail.datasys.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Welcome... 


Darco wrote: 

> I just received my yaroze kit a week ago - and just recieved my access 
name and password. But now that I'm on the web site... It seems like 
everything posted is really old!!! Look, the last auditorium session 
was last year - as well as most of the games. The only new games were 
made in japan! 


> 
> 
> 
> 


Naw, the server just hasn't been updated in a while. Check the 
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newsgroups as well. Quite a few new things are announced there 
rather than being posted in the showcase, for example. 


> People write in the newsgroups sparsely, and Sony's minimum cut-off 
> date for the yaroze project is only 2 days away... 


Most of appear to be busy with full-time work, and a lot of questions 
get answered within time. 


Did I sign up too late!? It seems like net yaroze was super active 
last year! Now it seems to be thinning out to nothing... 


To be honest, I'm worried that I spent $899 for nothing. 


Common Sony!!! Do something so scrape up intrest once again, and get 
these news groups flowing! 


VVVVVVV 


The Yaroze program isn't cheap. Sure it's a bargain when compared to some 
other professional development programs, but $899 

isn't just pocket change. So, you have to figure that the price 

factor is what will keep a lot of potential programmers away. 


In general, the Yaroze program is what you make of it. There are 
a lot of us doing it, and only a portion are really frequent 
contributors to the newsgroups. We all seem to be working on our 
own projects, and a few have formed groups or collaborated with 
other people. 


I personally don't think you are too late in joining 

the group. Make some code, announce it on the groups, ask questions, 
generate some conversational topics, and join us for the Saturday 
talks (6PM EST, 9PM PST, in the Lobby). I'm sure you'll be plenty 
occupied when you get some projects rolling. You've got a powerful 
toy for your money---don't get discouraged by the lack of activity 
that seems to be here. 


A good starting point is to put up some info about yourself. Reply 
to the 1/18/98 Federmeyer post "What are you?"... 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


> -- 

> 'Darco 

> darco@NOSPAM@ .bigfoot.com 

> 

> UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
> WWW: (sorry, page is down) 

> Voria: http://www.datasys.net/users/stu/rquat/voria 

> 

> 

> 


"Meow, Meow, Meow..." - The Dan 


Happy coding, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
——MESSAGE FILE 16964 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000546 


——MESSAGE FILE 16965 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000547 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Net Yaroze ICQ Interest Group 

Date: Tue, 31 Mar 1998 11:54:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6fqho2S6ne29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:547 scee.yaroze.freetalk.english: 
595 


I have just created an ICQ interest group for Net Yaroze members. It's URL 
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is http://groups.icq.com/group.asp?no=17896 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


——MESSAGE FILE 16965 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000547 


—-MESSAGE FILE 16966 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000548 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Server dying? 

Date: Tue, 31 Mar 1998 22:05:10 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <352166d4.11002728@news.scea.sony.com> 

References: <352030C1.1F66C97D@mail.datasys.net> 

NNTP-Posting-Host: client-—151-198-130-75.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, and relax, there is a lot that goes on that isn't obvious 
when you first look around. 

The program was always supposed to be user-driven. That's the 
business model. 

No, there has not been any classes since last August, but that is 
dur to the fact there was some staff changes. New presentations are in 
the works and will be coming around soon. 

I notice a minimum of twenty new posts in the newsgroups per day, 
including the european groups. 

There are now weekly chat seesions in the lobby of the auditorium, 
every Saturday at 9:00 pm EST. 

In addition, most of us make a good attempt to create interesting 
webpages for others to visit and check out. 

There are upgrades being made to the engine that drives the website 
going on all the time. You notice suddenly when that old 3.4 kb./sec. 
rate of data transfer gets blown away by a 10 kb./sec. rate. 

—-MESSAGE FILE 16966 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000548 


——MESSAGE FILE 16967 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000549 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Server dying? 

Date: Tue, 31 Mar 1998 21:55:26 -0800 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <3521D6CE.3F777815@sinclair.net> 

References: <352030C1.1F66C97D@mail.datasys.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Darco wrote: 


> Look, the last auditorium session 
> was last year - as well as most of the games. The only new games were 
> made in japan! 


The auditorium's plans had to be suspended due to a staffing change at 
Sony, but there are new sessions being setup right now. As for the 
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games in the main website, they are all old, don't go by those. Rather, 
go through the members' web pages - it may take a while to go through 
all of them, but it is worth it. Most of them are interesting, and many 
have games and demos available for download (Quick Plug :D such as my 
website, which has my unfinished but playable [and I think fun] game, 
Faces of Evil, and my current projects and efforts week by week). 


> People write in the newsgroups sparsely, and Sony's minimum cut-off 
> date for the yaroze project is only 2 days away... 


I'm sure there are many "Ghost" readers in the newsgroups who don't 
think they have anything to say - ask the right question, or make the 
right comment, and you may end up with an avalanche of responses. And 
when you can access the European SCEE Yaroze sites (it takes a couple 
weeks for your name/password to filter through), you'll notice that they 
appear to have many more members than us in SCEA, so their newsgroups 
generally get more activity (and it takes f o r e v e r to go through 
all their websites). I generally read everything from both sets of 
newsgroups daily. 


> Did I sign up too late!? It seems like net yaroze was super active 
> last year! Now it seems to be thinning out to nothing... 


Actually, you signed up at a great time - yes, it was pretty active back 
at the beginning, but then it slowed way down, and just now it just 
started picking up again - FAST! And as the informal Auditorium chats 
on Saturdays get more notice, people will get more and more involved. 


— Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
--Հ-ՍԱԼԸՇ-Հ-- 
--MESSAGE FILE 16967 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000549 


——MESSAGE FILE 16968 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000550 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze ICQ Interest Group 

Date: Thu, 2 Apr 1998 09:59:18 +0100 

Organization: Debri 

Lines: 18 

Message-ID: <ld6érqz5.1smsuzryuapsN@al-—88-106.al.nl1> 

References: <6fqho2S6ne29@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-106.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:550 scee.yaroze.freetalk.english: 
601 


JohnT <johnt@nettech.demon.co.uk> wrote: 


I have just created an ICQ interest group for Net Yaroze members. It's URL 
is http://groups.icq.com/group.asp?no=17896 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


VVVVVVVV VV 


Great idea, that's better than IRC! 
Thanx! 


DEnnis. 
—-MESSAGE FILE 16968 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000550 
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——MESSAGE FILE 16969 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000551 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Job offer Discussion Group? 

Date: Fri, 03 Apr 1998 14:28:45 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3525386D.7BB37AD2@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 367.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Shouldn't there be a separate discussion group where companies can 
advertise their current open job positions? It seems logical... Rather 
than hunting through all the different discussion groups searching for 
a job offer, just make one place to go - and one place for developers 
to post job offers. 


Anyone in favor, reply. 


Anyone against, reply but say why you are against it. 


"Darco 
darco@bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
—-MESSAGE FILE 16969 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000551 


——MESSAGE FILE 16970 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000552 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Job offer Discussion Group? 

Date: Sat, 4 Apr 1998 21:19:32 +0100 

Organization: Yaloozer 

Lines: 21 

Message-ID: <6gé64bqS6vn3@chuka.playstation.co.uk> 
References: <3525386D.7BB37AD2@mail.datasys.net> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Shouldn't there be a separate discussion group where companies can 
>advertise their current open job positions? It seems logical... Rather 
>than hunting through all the different discussion groups searching for 
>a job offer, just make one place to go - and one place for developers 
>to post job offers. 


Is it just my browser or aren't there loads of job offers on the yaroze 
newsgroups 


and a good thing too - careerists suck 


yours amateurishly 
gr 


strawberry.milkshake.kid@fourny.demon.co.uk 
Lets trip each other up in the guise of going out 


—-MESSAGE FILE 16970 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000552 
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—-MESSAGE FILE 16971 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000553 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Job offer Discussion Group? 

Date: Sat, 04 Apr 1998 16:43:58 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35265efe.7883686@news.scea.sony.com> 

References: <3525386D.7BB37AD2@mail.datasys.net> <6g64bqS6vn3@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: client-—151-198-130-6.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Is it just my browser or aren't there loads of job offers on the yaroze 
>newsgroups 


I have only noticed one offer, from triplebeam entertainment... 
Must've missed 'em. Doesn't matter, if others want to look for work, 
check out Next Generation Issue #39, March '98. They have detailed job 
descriptions, and a whole page of companies and recruiters you can 
contact. 


>and a good thing too - careerists suck 
Um... I'll leave that one alone! [ROFL] 


—Matt, who thinks Graeme must have been playing Frogger all morning to 
think pros are so lame... 


——MESSAGE FILE 16971 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000553 


—-MESSAGE FILE 16972 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000554 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Job offer Discussion Group? 

Date: Sat, 04 Apr 1998 15:19:06 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <3526BFEA. 81ECE54E@sinclair.net> 

References: <3525386D.7BB37AD2@mail.datasys.net> <6g64bqS6vn3@chuka.playstation.co.u 
k> <35265efe.7883686@news.scea.sony.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


>Doesn't matter, if others want to look for work, 

> check out Next Generation Issue #39, March '98. They have detailed job 
> descriptions, and a whole page of companies and recruiters you can 

> contact. 


Every issue of Next Generation has that section; they are one great 
magazine! 


> >and a good thing too - careerists suck 


Hee hee - Wouldn't it be better to get paid to write games than some 
other boring job? ;) 


> -Matt, who thinks Graeme must have been playing Frogger all morning to 
> think pros are so lame... 


What's wrong with Frogger, *I've* been playing it all morn- oh. :) 
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- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 16972 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000554 


——MESSAGE FILE 16973 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000555 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Job offer Discussion Group? 

Date: Sat, 04 Apr 1998 20:37:36 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <35269990.13524971@news.scea.sony.com> 

References: <3525386D.7BB37AD2@mail.datasys.net> <6g64bqS6vn3@chuka.playstation.co.u 
k> <35265efe.7883686@news.scea.sony.com> <3526BFEA. 81ECE54E@sinclair.net> 
NNTP-Posting-Host: client-—151-198-130-23.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>>Doesn't matter, if others want to look for work, 

>> check out Next Generation Issue #39, March '98. They have detailed job 
>> descriptions, and a whole page of companies and recruiters you can 

>> contact. 

> 

>Every issue of Next Generation has that section; they are one great 
>magazine! 

> 


I did not mean the help wanted ads, I meant a whole special story 
on different positions in the industry. Then, at the end, there's an 
entire page of like 100 or so companies and recruiting agencies. 

I take your point, but March's issue is extra handy. 


—Matt 
——MESSAGE FILE 16973 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000555 


——MESSAGE FILE 16974 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000556 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scea.yaroze.freetalk 

Subject: demo of a new(-ish) game 

Date: Mon, 06 Apr 1998 01:53:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35283544.1165420@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


http: //www.netyaroze-europe.com/~middex2/ftp/Race_B.zip 


Ive put up the latest version of my racing demo, which is the last 
version ill do until i start again with a different track system. 


This new version is not so unfriendly as the old one. you can have as 
many laps as you want, stores last nine lap times, rates each lap time 
(sort of!) and keeps your best and worst lap times on screen. Make 
sure you unzip them into the correct directories (ie, use pkunzip -d) 


no readme.txt in there, but here are the commands. 


siocons auto - to run it the first time 
siocons rerun - to run it after then 


controls are 

left / right - steer 

L1 / R1 - steer heavily + brake a bit 
cross - accelerate 

square - brake 
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select - quit 


if you want to edit it to run in pal, the SetVideoMode (MODE_PAL) 
command is in the file function.c, then simply recompile. 


To get the game running in one frame on NTSC I had to cut the number 
of objects being drawn. hope it doesnt affect things too badly. Any 
comments would be lovely, seeing as I will develop this further 
(unlike revolution) 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2/ftp 

——MESSAGE FILE 16974 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000556 


——MESSAGE FILE 16975 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000557 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: demo of a new(-ish) game 

Date: Mon, 06 Apr 1998 17:09:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35290c5d.10010582@news.playstation.co.uk> 
References: <35283544.1165420@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup1l4.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Honestly, this is the last version Ill do (perhaps). If you do want to 
change it to NTSC, change line number 90 in the functon.c file then 
recompile. Changes to the game are: 


The track gets drawn much further into the distance. This does not 
slow it down even in NTSC. 


Pressing CIRCLE will toggle semi-transparent/solid ghost car + trees 


There is now a ghost car for you to race against. It just sits on the 
start line until you do a lap under 20 seconds, then it will follow 
the path of your fastest lap. Makes it a bit more fun 


Minor cosmetic changes to the track, such as flipping it and altering 
trees + tunnels 


btw My fastest time is 11.72 seconds. Care to beat it? Or just slag 
off the game? fair enough! 


Robert Swan 
—-MESSAGE FILE 16975 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000557 


——MESSAGE FILE 16976 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000558 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Did anyone see this? 

Date: Tue, 07 Apr 1998 16:02:39 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <352A946E.AD2704FC@ix.netcom.com> 

NNTP-Posting-Host: dgr-il4-16.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Bill Rehbock said: 


"The one thing you could do with Net Yaroze is a very good game 
prototype. It can't stream data from the CD. In my 
humble opinion the pricing of the Yaroze system was insane. $750 is too 
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high for a hobbyist thing." 


—-MESSAGE FILE 16976 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000558 


—-MESSAGE FILE 16977 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000559 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Did anyone see this? 

Date: Tue, 07 Apr 1998 17:41:10 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <352a6358.9594437@news.scea.sony.com> 

References: <352A946E.AD2704FC@ix.netcom. com> 

NNTP-Posting-Host: client—151-198-130-26.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Bill Rehbock said: 


> 
>"The one thing you could do with Net Yaroze is a very good game 
>prototype. It can't stream data from the CD. In my 


>humble opinion the pricing of the Yaroze system was insane. $750 is too 
>high for a hobbyist thing." 


Where did you get this quote from? I'd like to read the whole 
article. Considering that we were given the opportunity to educate 
ourselves on a modern 32-bit system, and that even Digipen students 
are learning on SNES systems, I found the price to be tolerable. 
There's never been an opportunity before like this. I doubt Sony is 
making much money at all from the program. I think Bill has a conflict 
of interest, I wouldn't be surprised to find out VM Labs is planning 
to release a hobbyist kit to compete with Sony when Project X is 
released this August. What better way to get prospective talent 
working in your corner, supporting your system? 


—Matt 
——MESSAGE FILE 16977 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000559 


—-MESSAGE FILE 16978 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000560 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Did anyone see this? 

Date: Tue, 07 Apr 1998 22:32:47 GMT 

Organization: SCEA Hardware Engineering 

Lines: 33 
Message-ID: <352aa934.27179277@news.scea.sony.com> 

References: <352A946E.AD2704FC@ix.netcom.com> <352a6358.9594437@news.scea.sony.com> 
NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.1/32.230 


Bill's comments were from an article online at www.gamasutra.com 
recently. 


Jerry 


On Tue, 07 Apr 1998 17:41:10 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> 

>>Bill Rehbock said: 

>> 

>>"The one thing you could do with Net Yaroze is a very good game 
>>prototype. It can't stream data from the CD. In my 
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Message-ID: <350a9b15.3082059@news.playstation.co.uk> 

References: <35002066.3761@writeme.com> <1d5n6kk.2b00iixmstb4N@al-—88-100.al.nl1l> <6e5 
15t$p0pl@emeka.playstation.co.uk> <350818e8.8325100@news.playstation.co.uk> <1d5t0b0 
.lgkej3eqruzeoN@al-88-115.al.nl> <3509d890.41407721@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I have no idea about this dual shock pad, but I'd be extreeeemely 
surprised if it could damage the playstation. Im sure the developers 
would have checked little things like that? Or would they? (or would 
they? *evil laugh*) 


Rob 
—-MESSAGE FILE 1791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00494 


—-MESSAGE FILE 1792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000495 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Four way adapter 

Date: Sat, 14 Mar 1998 15:32:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <350aa03f.4404800@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


This is a request for something new from sony to add to our libraries. 
I'm very happy with everything we have except our lack of support for 
the four joypad adapter. This isn't a whinge, hopefully its a 
constructive post stating why it would be of huge benefit to yaroze 
members and worth the time and effort of Sony to give us such a thing. 


I think its safe to say without upsetting everyone that we do not have 
the time (and in some cases ability!) to produce games with the 
sophistication and maybe depth that a full time software house can. 
This leads us in the direction of producing smaller and simpler games; 
games that can only benefit from more than one player owing to the 
fact that programming AI in computer opponents is pretty hard. As a 
case in point, I'll take James Rutherford's Snowball fight game. It's 
brilliant fun and I love it, but what it really cries out for is to 
have more than two players. A four player fight would elevate the game 
(as it would all games) a hundred percent. My personal view is that 
multiplayer games are the way forward (either on one computer or 
internet or whatever) and its more satisfying than playing a computer. 


I'm still going to go ahead with my plans for a couple of four player 
games, which leads to everyone using half of a joypad. Because 
multiplayer games are cool, most people will suffer this, but it would 
be nice if they had the choice of seperate pads. (and also leads to 
the possibilty of eight player games with sharing four joypads!) 


Maybe this wasn't such a persuasive post, but It's the thing highest 
on my wish list (indeed only thing). 


Yours hopefully, 

Robert Swan 

rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


111 write to Jim'll fix it if it doesn't happen :) 
—-MESSAGE FILE 1792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00495 


-—-MESSAGE FILE 1793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000496 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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>>humble opinion the pricing of the Yaroze system was insane. $750 is too 
>>high for a hobbyist thing." 

> 

> Where did you get this quote from? I'd like to read the whole 
>article. Considering that we were given the opportunity to educate 
>ourselves on a modern 32-bit system, and that even Digipen students 
>are learning on SNES systems, I found the price to be tolerable. 
>There's never been an opportunity before like this. I doubt Sony is 
>making much money at all from the program. I think Bill has a conflict 
>of interest, I wouldn't be surprised to find out VM Labs is planning 
>to release a hobbyist kit to compete with Sony when Project X is 
>released this August. What better way to get prospective talent 
>working in your corner, supporting your system? 

> 

>-Matt 


—-MESSAGE FILE 16978 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000560 


--MESSAGE FILE 16979 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000561 
Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet .com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Serial port control - ioctl() 

Date: 8 Apr 1998 17:16:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <01bd6312Sca5e9800$1e3463c3@default> 
NNTP-Posting-Host: host5-99-52-30.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 


I'd like to create a program that streams data between the PC and the 
playstation via the serial port (preferably asynchronously), by firstly 
downloading the playstation app via siocons (or PScomUtil), executing it, 
then shutting down siocons and taking control of the serial port for my own 
use. So far I've not had much luck, I can send and receive data to siocons, 
but when I shut it down and run my own PC app I get nothing from the 
playstation, nor is any data sent received. 


If someone more knowledgeable than myself could give me a few pointers as 
to where to start, and also a few examples օք how to use ioct1l() I would be 
extremely grateful. 


Cheers, 
Pete 


——MESSAGE FILE 16979 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000561 


--MESSAGE FILE 16980 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000562 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: A Joke.... 

Date: Wed, 15 Apr 1998 13:02:35 GMT 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <3534ae2b.28858676@news.scea.sony.com> 
NNTP-Posting-Host: client-120-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Well, it is so quiet around here, I figured I would post a joke. 
Remember, it is just a joke! I found it on the internet, and my 
friends and I got quite a laugh... 


TOP 10 REASONS BEER IS BETTER THAN RELIGION 


REASON #10. 
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No one will kill you for not drinking beer. 
REASON # 9. 
Beer doesn't tell you how to have sex. 
REASON # 8. 
Beer has never caused a major war. 
REASON # 7. 
They don't force beer on minors who 
can't think for themselves. 
REASON # 6. 
When you have a beer - you don't knock 
on people's doors trying to give it away!!! 
REASON # 5. 
Nobodys has ever been burned at the 
stake, hanged or tortured over his/her 
brand of beer. 
REASON # 4. 
You don't have to wait 2000+ years for 
a second beer. 
REASON # 3. 
There are laws saying beer labels can't lie 
to you. 
REASON # 2. 
You can prove you have a beer. 
REASON # 1. 


If you have devoted your life to beer, 
there are groups to help you stop. 


I hope you are laughing, no debates, please! [LOL] 


—Matt 
——MESSAGE FILE 16980 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000562 


—-MESSAGE FILE 16981 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000563 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: A Joke.... 

Date: Wed, 15 Apr 1998 20:38:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 218 

Message-ID: <6h3245$g1sl0@chuka.playstation.co.uk> 
References: <3534ae2b.28858676@news.scea.sony.com> 
NNTP-Posting-Host: userl611.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Almost a tie-in, here goes... 
With the newly found discovery that God 


is a programmer, a Q&A session from Gods 
'Technical Manager' 


Q: Does God control everything that 
happens in my 

life? 

A: He could, if he used the debugger, 
but it's 
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tedious to step through all those 
variables. 


Q: Why does God allow evil to happen? 

A: God thought he eliminated evil in one 
of the 

earlier revs. 


Q: Does God know everything? 

A: He likes to think so, but he is often 
amazed to 

find out what goes on in the overnight 
job. 


Q: What causes God to intervene in 
earthly 

affairs? 

A: If a critical error occurs, the 
system pages 
him automatically and he logs on from 
home to try 

to bring it up. Otherwise things can 
wait until 

tomorrow. 


Q: Did God really create the world in 
seven days? 

A: He did it in six days and nights 
while living 

on cola and candy bars. On the seventh 
day he went 

home and found out his girlfriend had 
left him. 


Q: How come the Age of Miracles Ended? 
A: That was the development phase of the 
project, 

now we are in the maintenance phase. 


Q: Will there be another Universe after 
the Big 

Bang? 
A: A lot of people are drawing things on 
the white 

board, but doubt that it will ever be 
implemented. 


Q: Who is Satan? 

A: Satan is an MIS director who takes 
credit for 

more powers than he actually possesses, 
so people 

who aren't programmers are scared of 
him. God 

thinks of him as irritating but 
irrelevant. 


Q: What is the role of sinners? 

A: Sinners are the people who find new 
and 

imaginative ways to mess up the system 
when God 

has made it idiot-proof. 


Q: Where will I go after I die? 
A: Onto a backup tape. 


Q: Will I be reincarnated? 

A: Not unless there is a special need to 
recreate 

you. And searching backup files is a 
major hassle, 

so if there is a request for you, God 
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will just 
say that the tape has been lost. 


Q: Am I unique and special in the 
universe? 

A: There are over 10,000 major 
university and 

corporate sites running exact duplicates 
of you in 

the present release version. 


Q: What is the purpose of the universe? 
A: God created it because he values 
elegance and 

Simplicity, but then the users and 


managers 

demanded he tack senseless features onto 
it and 

now everything is more complicated and 
expensive 


than ever. 


Q: If I pray to God, will he listen? 

A: You can waste his time telling him 
what to do, 

or you can just get off his back and let 
him 

program. 


Q: What is the one true religion? 

A: All systems have their advantages and 
disadvantages, so just pick the one that 
best 

suits your needs and don't let anyone 
put you 

down. 


Q: How can I protect myself from evil? 
A: Change your password every month and 
don't make 
it a name, a common word, or a date like 
your 

birthday. 


Q: Some people claim they hear the voice 
of God. 

Is this true? 

A: They are much more likely to receive 
e-mail. 


Q: Some people say God is Love. 

A: That is not a question. Please 
restate your 

query in the form of a question. Abort, 
Retry, 

Fail? 


© Structure Computers 

Http://www. jokes.com 

> Well, it is so quiet around here, I 
figured I would post a joke. 

>Remember, it is just a joke! I found 
it on the internet, and my 

>friends and I got quite a laugh... 

> 

> 

>TOP 10 REASONS BEER IS BETTER THAN 
RELIGION 

> 


REASON #10. 


V V V V 


No one will 
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kill you for not drinking beer. 

> REASON # 9. 

> Seis 

> Beer doesn't 
tell you how to have sex. 

> REASON # 8. 

> արան» 

> Beer has 
never caused a major war. 

> REASON # 7. 

> aa asa 

> They don't 
force beer on minors who 

> can't think 
for themselves. 

REASON # 6. 


When you have 
beer - you don't knock 
on people's 
oors trying to give it away!!! 
REASON # 5. 


Nobodys has 
ver been burned at the 
stake, hanged 
r tortured over his/her 
brand of beer. 
REASON # 4. 


You don't 
ave to wait 2000+ years for 
a second 
eer. 
REASON # 3. 


There are 
aws saying beer labels can't lie 
to you. 
REASON # 2. 


You can prove 
ou have a beer. 
REASON # 1. 


If you have 
evoted your life to beer, 

there are 
roups to help you stop. 


VVQVAaVVVK VV V VE VV V OVE V VV VO VO V V VO VD VV V 


I hope you are laughing, no debates, 
please! [LOL] 

> 

>-Matt 
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——MESSAGE FILE 16981 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000563 


—-MESSAGE FILE 16982 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000564 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Darco <rquat@mail.datasys.net> 
Newsgroups: scea.yaroze.freetalk 
Subject: Lets TRY to keep on topic 
Date: Wed, 15 Apr 1998 19:35:28 -0400 
Organization: SCEA News Server 

Lines: 67 


Message-ID: <35354440.EEE6D327@mail.datasys.net> 
References: <3534ae2b.28858676@news.scea.sony.com> 


Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 367.dialup.datasys.net 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Funny, yes. But this is a Yaroze channel! I don't mind really, it was 
pretty funny but thats not the point. :) Lets try to keep on topic. 


Beer speed, my son. :P 


Matthew Hulett wrote: 


> 

> Well, it is so quiet around here, I figured I would post a joke. 
> Remember, it is just a joke! I found it on the internet, and my 
> friends and I got quite a laugh... 

> 

> TOP 10 REASONS BEER IS BETTER THAN RELIGION 

> 

> 

> REASON #10. 

> oan 

> No one will kill you for not drinking beer. 
> REASON # 9. 

> ե 

- Beer doesn't tell you how to have sex. 
> REASON # 8. 

> eee 

> Beer has never caused a major war. 

> REASON # 7. 

> wi 

> They don't force beer on minors who 

> can't think for themselves. 

> REASON # 6. 

> Se 

> When you have a beer - you don't knock 
> on people's doors trying to give it away!!! 
> REASON # 5. 

> Հա 

- Nobodys has ever been burned at the 

> stake, hanged or tortured over his/her 
> brand of beer. 

> REASON # 4. 

> «շե: 

> You don't have to wait 2000+ years for 
> a second beer. 

> REASON # 3. 

> she 

> There are laws saying beer labels can't lie 
> to you. 

> REASON # 2. 

> ih 

> You can prove you have a beer. 

> REASON # 1. 

> ers 

> If you have devoted your life to beer, 
> there are groups to help you stop. 

> 

> I hope you are laughing, no debates, please! [LOL] 

> 

> -Matt 

"Darco 


darco@bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
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--MESSAGE FILE 16982 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000564 
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—-MESSAGE FILE 16983 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000565 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Fractals for better graphics 

Date: Wed, 15 Apr 1998 19:44:58 -0400 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <3535467A.A219E4C1@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 367.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm not a yaroze guru, but I like to think of myself as an intelegent 
programer. Here's my idea: 


If you need to have some snazzy graphics in your game, why not use 
fractals? Slow, maybe - but you can be generating them in the 
background while you display that title screen... 


While not good for pictures(Unless you have access to fractal 
compression algorythms), they can make absolutely beautiful designs 
and patterns that take up virtually no space at all(Depending on how 
much you can crunch your fractal generator code). You can hide the 
calculation times behind any static screen - as long as the static 
image serves some purpose(Like a map, instructions screen, or even a 
copyright or title screen). 


Manderbrolt and Julia fractals would probably be best suited for this, 
but you could use any fractal. Fractal Plasma routines could be 
especially useful for generating TMD data for land terrain, instead of 
sending all of the data to the playstation via the serial cable. Have 
a game with thousands of different levels, without having to send any 
data back and forth between the playstation and the computer! 


Anyway, I hope this sparks some imagination. All comments are welcome. 


"Darco 
darco@bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 16983 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000565 


—-MESSAGE FILE 16984 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000566 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Lets TRY to keep on topic 

Date: Wed, 15 Apr 1998 22:51:58 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <353537ec.15454907@news.scea.sony.com> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> 

NNTP-Posting-Host: client—151-198-130-97.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 15 Apr 1998 19:35:28 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Funny, yes. But this is a Yaroze channel! I don't mind really, it was 
>pretty funny but thats not the point. :) Lets try to keep on topic. 
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> 
>Beer speed, my son. :P 


Nag, nag, nag... one thread of jokes in the freetalk section is no 
big deal. This is the freetalk section, at least Steve joined in the 
fun, it has been awfully quiet the past week. Even yarozers need to 
laugh once in a while... 1 hope more members will post their favorite 
jokes on the thread in days to come, Steve's gave me quite a laugh! 


—Matt, who thinks freetalk should be just that, freetalk. 
——MESSAGE FILE 16984 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000566 


——MESSAGE FILE 16985 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000567 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Lets TRY to keep on topic 

Date: Wed, 15 Apr 1998 23:26:52 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35353e65.17111790@news.scea.sony.com> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> 

NNTP-Posting-Host: client—151-198-130-97.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


As an aside, I just checked the newsgroup page to double check my 
self. It says that the freetalk section is for discussing anything we 
want. Not anything about yaroze programming, just anything... It also 
says that technical discussions should be kept to the appropiate 
groups, such that your thread on fractals would seem to be more out of 
place than my thread for jokes. 

Have a last word, please, I don't wish to argue. I have said my 
last word. But it seems clear that this section is for discussing 
anything we please, be it politics, jokes, demos, facets of the 
industry, etc... I would have felt different if one of the 
professional staff had said something, instead of another member. 

I suppose if I saw a thread on world religions, it would be odd, 
but I would just ignore it and move on to the threads that interest 
me, it isn't like only one thread can be active at any one time. I 
actually would be interested to know the thoughts of members on many 
different topics that have nothing to do with yaroze programming, you 
all are a very interesting, intelligent bunch. This is part of the 
reason I wish more of the lurkers would start posting... 


Peace, 
Matt 
—-MESSAGE FILE 16985 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000567 


——MESSAGE FILE 16986 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000568 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Lets TRY to keep on topic 

Date: Thu, 16 Apr 1998 07:12:46 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <3535af40.272642@news.scea.sony.com> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> <35353e65.17111790@news.scea.sony.com> 
NNTP-Posting-Host: ipl60.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I like the jokes! I think if everythink stayed on topic all the time 
this place would get pretty boring! 
—-MESSAGE FILE 16986 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000568 
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—--MESSAGE FILE 16987 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000569 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_studio,sc 
ea.yaroze.freetalk 

Subject: Yaroze 3D FAQ 

Date: Thu, 16 Apr 1998 07:47:20 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3538b787.2391518@news.scea.sony.com> 

NNTP-Posting-Host: ipl60.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:231 scea.yaroze.pr 
ogramming.3d_studio:46 scea.yaroze.freetalk:569 


Hello everyone! I know mario is compiling a yaroze FAQ so I thought it 
might be kinda cool to go a little more specific and compile a 3D 
Graphic yaroze FAQ ok so the title is still being worked on :). But if 

you have any suggestions would like to help on send in a question for 

it please E-Mail me at dajudge@inficad.com I thought I could even 

include stuff like where to get free moddeling stuff and choosing the 

right software for you and even go into some advanced stuff but anyway 

let me know! 

Michael KLucher 

—-MESSAGE FILE 16987 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000569 


—-MESSAGE FILE 16988 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000570 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Lets TRY to keep on topic 

Date: Thu, 16 Apr 1998 06:44:35 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <3535E113.E8FFB6ED@mail.datasys.net> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> <35353e65.17111790@news.scea.sony.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 316.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


jeez... Man, I thought I made it clear in my message that I wasn't 
trying to be offensive, just making an observation. If I offended you, 
then I'll just post somewhere else. 


But I do have my opinion and I stick by it. No need to bash me for it. 
My post on fractals was well suited for this newsgroup because it was 
not a suggestion of a technical nature, but just a concept. If, as I 
surely will, write a fractal program, I will discuss how I programed 
it in the programing newsgroup. 


Matthew Hulett wrote: 


As an aside, I just checked the newsgroup page to double check my 
self. It says that the freetalk section is for discussing anything we 
want. Not anything about yaroze programming, just anything... It also 
says that technical discussions should be kept to the appropiate 
groups, such that your thread on fractals would seem to be more out of 
place than my thread for jokes. 

Have a last word, please, I don't wish to argue. I have said my 
last word. But it seems clear that this section is for discussing 
anything we please, be it politics, jokes, demos, facets of the 
industry, etc... I would have felt different if one of the 
professional staff had said something, instead of another member. 

I suppose if I saw a thread on world religions, it would be odd, 
but I would just ignore it and move on to the threads that interest 


VVVVVVVVVVVV VV 
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me, it isn't like only one thread can be active at any one time. I 
actually would be interested to know the thoughts of members on many 
different topics that have nothing to do with yaroze programming, you 
all are a very interesting, intelligent bunch. This is part of the 
reason I wish more of the lurkers would start posting... 


VVVVYV 


"Darco 
darco@bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 16988 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000570 


——MESSAGE FILE 16989 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000571 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Lets TRY to keep on topic 

Date: Thu, 16 Apr 1998 12:14:53 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <3535f282.32992477@news.scea.sony.com> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> <35353e65.17111790@news.scea.sony.com> ՀՅ 
535E113.E8FFB6ED@mail.datasys.net> 

NNTP-Posting-Host: client-—151-198-130-72.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>But I do have my opinion and I stick by it. No need to bash me for it. 


Bash?!? Have you ever checked out some of the usenet groups? 
I did not bash you. No cursing, no slamming, no capitol letters, no 
exclamation points, no names, etc...I simply made an argument for why 
my thread does not call for others to be correcting my behavior. You 
are entitled to your opinion. The only time I have found it necessary 
to correct other's behavior is when rude criticism occurs, which is 
very rare. Discussions of how to boot gold discs or to chip and hack 
the PSX have tempted me, but I figured I would just be quiet. If the 
pros are willing to let such entries stand, I have nothing to say... 
Heck, I enjoyed reading your post on fractals, please don't stop 
posting. In fact, the more you post, the better! 


-Matt 


——MESSAGE FILE 16989 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000571 


——MESSAGE FILE 16990 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000572 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Sean Kennedy" <skennedy@bconnex.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Did anyone see this? 

Date: 16 Apr 1998 20:19:09 GMT 

Organization: SCEA News Server 

Lines: 81 

Message-ID: <01bd6975S$f92fee40$2964d68e@dilbert .humberc.on.ca> 

References: <352A946E.AD2704FC@ix.netcom.com> <352a6358.9594437@news.scea.sony.com> 
<352aa934.27179277@news.scea.sony.com> 

NNTP-Posting-Host: ratbert.humberc.on.ca 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Everyone, Been Buzy again.. 


Jerry Jessop <Jerry_Jessop@Playstation.Sony.Com> wrote in article 
<352aa934.27179277@news.scea.sony.com>... 
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Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 13:59:43 +0100 

Organization: Debri 

Lines: 5 

Message-ID: <ld5xqnu.6slaigl2nu190N@al-—88-103.a1.nl1> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <6edrn9$dudl@chuka.playstation.co.uk> <350a9a05.2810714@news.pl 
aystation.co.uk> 

NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


For Mac-Users CW is more like a must. It's much better than working with 
a PC-emulation program. 


DEnnis... 

(madmac) 

—-MESSAGE FILE 1793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00496 


—-MESSAGE FILE 1794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000497 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Sun, 15 Mar 1998 13:59:46 +0100 

Organization: Debri 

Lines: 11 

Message-ID: <1d5xqr7.1gi5588t1311cN@al-—88-103.a1.nl1> 
References: <350aa03f.4404800@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> This is a request for something new from sony to add to our libraries. 
> I'm very happy with everything we have except our lack of support for 
> the four joypad adapter. This isn't a whinge, hopefully its a 

> constructive post stating why it would be of huge benefit to yaroze 

> members and worth the time and effort of Sony to give us such a thing. 
a 


m rrrrrrright behind you!! 


DEnnis....(madmac) 
—-MESSAGE FILE 1794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00497 


—-MESSAGE FILE 1795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000498 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 13:54:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6egm9nSdud8@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Craig Graham wrote in message 
<O01bd4f38Scc655dc0$79d449c2@Angelal.intelligent-group.com>... 
> 

> 

>Peter Robinson <Pete@kprob.demon.co.uk> wrote in article 
><3509BEF1.27D0@kprob.demon.co.uk>... 

>> Hi folks, 
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> Bill's comments were from an article online at www.gamasutra.com 
> recently. 
> Jerry 


Yes I saw this article too. 


> On Tue, 07 Apr 1998 17:41:10 GMT, matth@bellatlantic.net (Matthew 

> Hulett) wrote: 

> >>Bill Rehbock said: 

> >> 

> >>"The one thing you could do with Net Yaroze is a very good game 

> >>prototype. It can't stream data from the CD. In my 
> 


>>humble opinion the pricing of the Yaroze system was insane. $750 is too 
> >>high for a hobbyist thing." 

It is a little mental perhaps if the Yaroze system was to be distributed in 
REAL BULK quantities. 


But it isn't. So the classic business economics of the project, dictates 
that the price will be high. But look at what you get. The is the Web 
system, Software, Access to fellow hobbyists, and the ability to really get 
"Inside PSX" and lot's more. 

I am, and still believe there are three distinct groups of people in this 
technology. 

Those that spend the money to see something. 

Those that Speng more money to see How it was done. [Yaroze] 

Those Who Spend all the money to actually do what was done. [ Mr. J. 
Cameron? | 


>> Where did you get this quote from? I'd like to read the whole 

> >article. Considering that we were given the opportunity to educate 
> >ourselves on a modern 32-bit system, and that even Digipen students 
> 
> 


>are learning on SNES systems, I found the price to be tolerable. 
>There's never been an opportunity before like this. 


Digipen uses MacOS and Win32/NT systems to do development. 

This is the standard way of doing dev work. 

They then use Dev tools with SNES systems because they could get a lot of 
them, 

for an economical price. 


> > I doubt Sony is 

> >making much money at all from the program. I think Bill has a conflict 
> >of interest, I wouldn't be surprised to find out VM Labs is planning 

> >to release a hobbyist kit to compete with Sony when Project X is 
> 
> 
> 


>released this August. What better way to get prospective talent 
>working in your corner, supporting your system? 
>-Matt 


Kudos Matt, an excellent observation. 
But I would not expect any other tactic from VM Labs, with just that 
premise. 


Why? 

Well, what has been the biggest killer of Consoles/Handhelds {read EGM 
May98 pp22 'Power Play'} that have been tried to be put out in the last 
9-10 years: [ I Quote] 


DIED: Lack of software support, high price "Lynx" 
DIED: Lack of Software, price "Game Gear" 
DIED: High Price, Death of TurboGrafx "Turbo Express" 


Lack of software support is one of the WORST things to try and get over 
when starting off a new platform. 


BUT, The easiest way of getting software developed is to work hard bringing 
development houses on-side, use well known software [GCC or CW or Visual 
C++], 

and make add-ins for current development products on the market. 


To take care of the creative side, offer an economic solution that can be 
examined with a lot of freebies. LINUX is a good example of this type of 
premise. Just look at the amount of "Free" unix software is on the net and 
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how much of it runs on LINUX. 
Same thing here. 


-sean 
——MESSAGE FILE 16990 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000572 


——MESSAGE FILE 16991 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000573 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Lets TRY to keep on topic 

Date: Thu, 16 Apr 1998 22:35:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6h5ta2Sshn2@chuka.playstation.co.uk> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> <35353e65.17111790@news.scea.sony.com> <3 
535E113.E8FFB6ED@mail.datasys.net> <3535f282.32992477@news.scea.sony.com> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


The more ANYONE posts the better!! The Net side of the Yaroze scene has been 
very quiet since I joined. 


JohnT 


Matthew Hulett wrote in message <3535f282.32992477@news.scea.sony.com>... 
> 
>>But I do have my opinion and I stick by it. No need to bash me for it. 
> 


> Bash?!? Have you ever checked out some of the usenet groups? 
>I did not bash you. No cursing, no slamming, no capitol letters, no 
>exclamation points, no names, etc...I simply made an argument for why 


>my thread does not call for others to be correcting my behavior. You 
>are entitled to your opinion. The only time I have found it necessary 
>to correct other's behavior is when rude criticism occurs, which is 
>very rare. Discussions of how to boot gold discs or to chip and hack 
>the PSX have tempted me, but I figured I would just be quiet. If the 
>pros are willing to let such entries stand, I have nothing to say... 
>Heck, I enjoyed reading your post on fractals, please don't stop 
>posting. In fact, the more you post, the better! 

> 

>-Matt 

> 


—-MESSAGE FILE 16991 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000573 


——MESSAGE FILE 16992 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000574 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Resolution 

Date: Thu, 16 Apr 1998 18:21:25 -0400 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <35368465.ED5D87DE@mail.datasys.net> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> <35353e65.17111790@news.scea.sony.com> <3 
535E113.E8FFB6ED@mail.datasys.net> <3535f282.32992477@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 270.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Matthew Hulett wrote: 
> 


> >But I do have my opinion and I stick by it. No need to bash me for it. 
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Bash?!? Have you ever checked out some of the usenet groups? 

I did not bash you. No cursing, no slamming, no capitol letters, no 
exclamation points, no names, etc...I simply made an argument for why 
my thread does not call for others to be correcting my behavior. 


VVVVYV 


Hmm... Ok, bash wasn't a good word to use. But you did seem quite 
upset that I said what I said. I tried hard (Yeah, allot of thought 
went into it) to make that first message seem as non-threatening as 
possible. (I even added a pun at the end to try to reinforce the 
impression) I guess I failed. I'll follow your lead though and just 
let sony decide what is inappropriate for specific groups. 


You 

are entitled to your opinion. The only time I have found it necessary 
to correct other's behavior is when rude criticism occurs, which is 
very rare. Discussions of how to boot gold discs or to chip and hack 
the PSX have tempted me, but I figured I would just be quiet. If the 
pros are willing to let such entries stand, I have nothing to say... 
Heck, I enjoyed reading your post on fractals, please don't stop 
posting. In fact, the more you post, the better! 


VVVVVVVV 


I'm glad that you enjoyed my post. I'm writing a program now for 
generating Manderbrolt fractals on the playstation - It'll be cool 
when I get finished. I'll post the source in the programing section as 
a link. I'm suprised that no one has commented about my fractal post 
yet... (Except obviously you) :/ Oh well. I'll try to post some more 
thought provoking ideas as I come upon them, as well as working 
through them to show how they might be implemented. 


Peace! 


"Darco 
darco@bigfoot.com 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 16992 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000574 


—-MESSAGE FILE 16993 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000575 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Resolution 

Date: Fri, 17 Apr 1998 04:03:11 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <3536d31c.56300017@news.scea.sony.com> 

References: <3534ae2b.28858676@news.scea.sony.com> <35354440.EEE6D327@mail.datasys.n 
et> <353537ec.15454907@news.scea.sony.com> <35353e65.17111790@news.scea.sony.com> <3 
535E113.E8FFB6ED@mail.datasys.net> <3535f282.32992477@news.scea.sony.com> <35368465. 
ED5D87DE@mail.datasys.net> 

NNTP-Posting-Host: client-120-34.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


This is inappropiariate here, so I will say what I have to say in an 
e-mail. 


Peace. 
--MESSAGE FILE 16993 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000575 


——MESSAGE FILE 16994 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000576 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: Did anyone see this? 

Date: Fri, 17 Apr 1998 05:02:33 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <3536df£78.59464437@news.scea.sony.com> 

References: <352A946E.AD2704FC@ix.netcom.com> <352a6358.9594437@news.scea.sony.com> 
<352aa934.27179277@news.scea.sony.com> <01bd6975Sf92fee40$2964d68e@dilbert.humberc.o 
n.ca> 

NNTP-Posting-Host: client-120-34.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I know you, did you ever get a letter from "James" asking you about 
yaroze development with Linux? Believe it or not, I do visit all the 
pages at one time or another. Maybe you could indulge us all and start 
a new thread on what goes into using the yaroze with Linux, your page 
gives few details. I'd be curious to hear. 

What really piques my curiosity about Project X is that they are 
marketing development kits for $7500.. Wow, is that cheap! Any four or 
five of us could team up and purchase a professional kit. This would 
not be so easy with PSX or Nintendo, considering the former costs 
$20,000 - $30,000, and the N64 kit costs several times more. 

I was wondering how they could succeed in a market with three 
consoles already out there, what could their business plan be? 

Now I see part of the plan is to market great tools at reasonable 
prices. I mispoke when I said August, when I type fast I screw up. 
I await the release in October, I want to see this hardware at work. 

Mario, our ever-secretive independant contractor, who is bound by a 
NDA, got a preview of the system, and he believes they will do very 
well. I am not convinced yet, but now my opinion allows for the 
possibility. Hopefully, they won't charge $400. for the system the way 
the 32-bit generation did when it showed up. I actually want them to 
succeed now, which has not always been the case. 


—Matt 
——MESSAGE FILE 16994 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000576 


——MESSAGE FILE 16995 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000577 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Unix, WINE and Yaroze tools. 

Date: 23 Apr 1998 17:37:45 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Sender: thutton@TECH10 

Message-ID: <u67k13s52.fsf@cybec.com.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:665 scea.yaroze.freetalk: 
517 


Anyone tried to run rsdtool or timtool using WINE, the Windows 
emulator under a free PC unix? 


Might give it ago later on, though considering that rsdtool isn't that 
stable under the real Windows I don't like my chances. 


Toby. 
—-MESSAGE FILE 16995 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000577 


——MESSAGE FILE 16996 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000578 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: A short story... 

Date: Thu, 23 Apr 1998 13:55:20 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6hnusuS$a2a7@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:578 scee.yaroze.freetalk.english: 
674 


I just opened up a web site off the sony server. I wanted to make a place 
we could all go to trade Libs that were / are user created. All runtime 
code will be password protected on the Yaroze servers, and we will NOT post 
any code that is licensed by Sony, we are only looking for user libs.. You 
can get there by going http://yaroze-world.org . If you have any libs or 
any reviews or pretty much anything you want to add to the site please let 
me know. 


On a side note if you send me e-mail and don't get a reply right away it's 
because I'll be in Austria / Germany from Apr 24 -» May 9th... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 16996 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000578 


—-MESSAGE FILE 16997 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000579 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: A short story... 

Date: 23 Apr 1998 20:52:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6ho9mp$31i37@chuka.playstation.co.uk> 

References: <6hnusuS$a2a7@scea> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hnusuSa2a7@scea 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:579 scee.yaroze.freetalk.english: 
680 


Does this site support Netscapel.0 as I only get a blank page? 


"Jeff Lawton" <jlawton@groupz.net> wrote: 

>I just opened up a web site off the sony server. I wanted to make a place 
>we could all go to trade Libs that were / are user created. All runtime 
>code will be password protected on the Yaroze servers, and we will NOT post 
>any code that is licensed by Sony, we are only looking for user libs.. You 
>can get there by going http://yaroze-world.org . If you have any libs or 
>any reviews or pretty much anything you want to add to the site please let 
>me know. 

> 

>On a side note if you send me e-mail and don't get a reply right away it's 
>because I'll be in Austria / Germany from Apr 24 -> May 9th... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 


——MESSAGE FILE 16997 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000579 


——MESSAGE FILE 16998 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000580 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Net Yaroze Web ring 

Date: Fri, 24 Apr 1998 07:45:55 GMT 

Organization: SCEA News Server 
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Lines: 3 

Message-ID: <354042f0.285440@news.scea.sony.com> 
NNTP-Posting-Host: ip214.ts4.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Just to let everyone know I have created a Net Yaroze web ring for out 

side yaroze pages you can find it at www.inficad.com/~dajudge in the 

Net Yaroze section 

—-MESSAGE FILE 16998 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000580 


——MESSAGE FILE 16999 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000581 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: A short story... 

Date: Fri, 24 Apr 1998 15:07:50 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ld7yxva.ldndhbp2c4thcN@al-88-127.a1l.nl> 

References: <6hnusuSa2a7@scea> <6ho9mp$31i37@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:581 scee.yaroze.freetalk.english: 
686 


West <wb6ac> wrote: 


> Does this site support Netscapel.0 as I only get a blank page? 
> 
> 


Netscape 1.0 ?????? Thats old, what computer do you use? C64 ;-) 


DEnnis.. 
——MESSAGE FILE 16999 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000581 


——MESSAGE FILE 17000 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000582 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: A short story... 

Date: 24 Apr 1998 14:49:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6éhq8qaSb02@chuka.playstation.co.uk> 

References: <6hnusuSa2a7@scea> <6ho9mp$31i37@chuka.playstation.co.uk> <ld7yxva.1ldndh 
bp2c4thcN@al-88-127.al.nl1l> 

NNTP-Posting-Host: n35.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/ld7yxva.ldndhbp2c4thcN@al-88-127.a1l.nl 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:582 scee.yaroze.freetalk.english: 
690 


macsuppor@al.nl (DEnnis Brinkhuis) wrote: 

>West <wb6ac> wrote: 

> 

>> Does this site support Netscapel.0 as I only get a blank page? 
>> 

>> 

>Netscape 1.0 222227 Thats old, what computer do you use? C64 չ-) 
> 

>DEnnis.. 


No something far worse. A **&*SS# Sun Sparcstation4. 


—-MESSAGE FILE 17000 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000582 
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—-MESSAGE FILE 17001 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000583 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: CGDC anyone? 

Date: Fri, 24 Apr 1998 13:07:39 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <wal-ya02408000R2404981307390001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-139.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Are any other Net Yarozers (gee, is there a term for Net Yaroze users?) 
going to the Computer Game Developers Conference in May? I'm going. Maybe 
we should get together for a dinner or something. 


BIW, Gamasutra (www.gamasutra.com) is having a Net Yaroze giveaway 
contest... of course everyone hear already has one, but you might want to 
tell your envious friends. 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.html1> 
—-MESSAGE FILE 17001 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000583 


--MESSAGE FILE 17002 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000584 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Programing Group 

Date: Wed, 29 Apr 1998 16:40:13 -0400 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3547902D. 9BA7BA48@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 312.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


My programing group, Voria, is in desperate need of programers and a 
web master. If you consider yourself an avid or even a moderate 
playstation programer, please email me. You can as well go to our web 
page, but be warned that it is not yet finished. (ie: we need a web 
master) If you are interested, email me and tell us your talents. 


Currently, we have 3 members - a programer(me), an artist, anda 
muscian. 


Voria Webpage: http://www.datasys.net/users/stu/rquat/voria 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
--MESSAGE FILE 17002 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000584 
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—-MESSAGE FILE 17003 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000585 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Robert Schutt" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 30 Apr 1998 21:38:13 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <6ib8biScv09@scea> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:585 scea.yaroze.programming.gnu_c 

ompiler:96 scee.yaroze.freetalk.english:721 scee.yaroze.programming.gnu_compiler:198 
scee.yaroze.programming.libraries:148 


I have been playing with the Root Counter Controls. 
I think there may be a bug with the root counter. 


It seems to me that the root counter is incremented every 
clock cycle. Not every 8 clock cycles like the documentation 
suggests. 


This is done after several experiments with timing features. 
If anyone is interested let me know. 


Jeff Lawton wrote in message <6ec3 ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


--MESSAGE FILE 17003 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000585 


--MESSAGE FILE 17004 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000586 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: How did you get started??? 

Date: Sat, 02 May 1998 00:13:20 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <354a636a.1323252@news.scea.sony.com> 
NNTP-Posting-Host: ip54.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Well I thought I might try to drum up alittle ativity in the group 
asnd ask a cool question. How did you get started in the yaroze 
program? 
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For me I first saw the Yaroze on the show "The Site" that used to be 
on MSNBC they showed a demo of some girl (who was apperantly the 
programmers sister) and a little like gun and you could shoot at her 
head I have no idea what this game was but anyways this is what first 
put the seed in my mind "I must have this machine" but I wated and 
waited finally I moved off to college and had some extra money 
finally! I monitored the outside net yaroze group which was 99.5% 
spam for mod chips and other things trying to get an idea if the 
yaroze was relally worth the cost so I wrote the only person who ever 
really posted there, Mario who I di not know at the time worked for 
sony. He tald me about the yaroze and gave me alittle more idea about 
it than the FAQ did and yes he did tell me he worked in the program. 
Two weeks later I bought my yaroze and have been happy ever scence. 


What's your story??? :) 
--MESSAGE FILE 17004 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000586 


--MESSAGE FILE 17005 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000587 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Sat, 02 May 1998 00:14:30 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <354b653c.1789613@news.scea.sony.com> 

References: <354a636a.1323252@news.scea.sony.com> 
NNTP-Posting-Host: ip54.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Actually now that I think about it too mario should have gotten some 
kind of kickback from that sale :) 
——MESSAGE FILE 17005 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000587 


--MESSAGE FILE 17006 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000588 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Fri, 01 May 1998 18:42:25 -0700 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <354A7A01.6278BB75@sinclair.net> 

References: <354a636a.1323252@news.scea.sony.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Pretty simple: I read an article about it in a magazine, had to have 
it, saved up the bucks, and sent off for it. Of course, I spent the 
first 6 months only using it for, like, 6-8 hours a month (working on 
Faces of Evil), but now I'm into working on it at least a little every 
week (usually a lot). 


> 
> What's your story??? :) 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 17006 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000588 
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—--MESSAGE FILE 17007 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000589 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Fri, 1 May 1998 23:16:45 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6ie2e7Sedul@scea> 

References: <354a636a.1323252@news.scea.sony.com> 
NNTP-Posting-Host: sud-tcsl-port23.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I was actually trying to learn to develop games for the PC. 

But with the hundreds of different hardware manufacturers for the PC I found 
it almost impossible to write something that would work on any machine out 
there. Instead of concentrating on the actual game I found I spent more 
time learning dev tools that stick around for a couple moths then something 
new and improved comes up. (DirectX, OpenGL, Glide) 


Realizing my frustrations I tried searching for a console to program for 
with dedicated hardware that would never change. That was the definite 
selling point for me. After realizing that pro dev kit cost more than a 
brand new car, I knew the Yaroze was for me. 


And that's a little story of how a Northern boy starts into video game 
programming!!! 


Steve Tolin 
titan@vianet.on.ca 


>What's your story??? :) 


——MESSAGE FILE 17007 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000589 


——MESSAGE FILE 17008 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000590 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Fri, 01 May 1998 21:01:52 -0700 

Organization: Cisco Systems 

Lines: 21 

Message-ID: <354A9ABO.90EA3907@netmagic.net> 

References: <354a636a.1323252@news.scea.sony.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Lowe] 


> What's your story??? :) 


A friend got one almost 3/4 of a year before me and kept telling me about 
it. After finally getting a look at it in a VideogameSpot review and 
seeing some of the screen captures on SCEA, I pondered over the feasibility 
of it all. The PSX had proven itself that it could support quality gaming 
despite its hardware limitations. And the Yaroze was _programmable_. That 
was the selling point. I got into computer programming because of games 
and now I code CGIs for a living. 3°) 


You have to figure that there's always going to be opportunities like this 
that come up once in a while. The question is: do you let it pass you by 
or do you take a chance? I figured, that if it worked out, it would be one 
of those experiences that lasts a lifetime. If not, then I'd only lose 
money and time. So far from what I've seen and what I've done, I haven't 
been disappointed. ^_^ 
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>> 
>> Im new to the Yaroze scene but I've noticed a lot of hacked off coders 
>> and the reason? Code W****r the #90 frisbee with a hole in the middle. 


>> When I bought my Yaroze I saw the notice - award winnig IDE, cool 
>> debugger etc. So I bought it and boy does it suck. 
>> 


>> The only reason for my whining about it is that I hassled Sarah Bennet 
>> at Sony and she's agreed to give me a refund, maybe you should do the 
>> same... Its either that or wait for better whether when you can take 
>> your #90 frisbee down the park :-) 

>> 

>> Bagman 

>> 

> 

>Pussy. All these babies, blaming the nasty tools for their lack of 
>progress. 


Do we have to stoop so low? 


>Get a grip. Code Warrior isn't the awful nasty disaster some folk make it 
>out to be....it's a lot more productive than GCC. 

If the IDE was intuitive to use then yes it would be a great compiler. As it 
stands, you have to learn how to use it before you can start production of 
your own projects. As for it being more productive. That all depends on the 
user and what he/she prefers. 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00498 


—-MESSAGE FILE 1796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000499 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 15 Mar 1998 14:07:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01bd501c$49b8dc00$8ed449c2@Angelal.intelligent-—group.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <6egm9nS$dud8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1142.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


JohnT <johnt@nettech.demon.co.uk> wrote in article 
<6egm9nSdud8@chuka.playstation.co.uk>... 

> >Pussy. All these babies, blaming the nasty tools for their lack of 
> >progress. 

> 

> Do we have to stoop so low? 


Originally, I didn't think so, but the continous blaming the tools for 

all lifes woes that goes on has become my pet hate subject - apologies, 
but I think I'll only retract the word "Pussy" and I'll let the rest stand 
on it's 

own merits...... 


> Johnt 


Craig. 
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- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 17008 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000590 


—-MESSAGE FILE 17009 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000591 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Sat, 02 May 1998 11:39:39 -0500 

Organization: (no organization) 

Lines: 38 

Message-ID: <354B4C4B.31F2@charlie.cns.iit.edu> 

References: <354a636a.1323252@news.scea.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Michael Klucher wrote: 
> What's your story??? :) 


For years I got my hands on all the old console "grey area" 
development info I could: Atari 2600, ColecoVision, NES, SNES, 
Genesis, etc. 


Developing for these systems was a hacking dream come true, 
but a software engineering nightmare! You litterally need to 
do stuff like desolder ROMS from old game carts, and replace 
them with sockets and EPROMs, etc. You needed to find cross 
assemblers and cross compilers (only ever got a C compiler 
for the Genesis, everything else was assembly!), and get it 
all working yourself. You even needed to write all your own 
graphics converters, music routines, etc. The technical 
challange was awesome! 


By day I was a mild-mannered software engineer, following 
ISO 9000 process, doing functional specs, design docs, code 
reviews, etc. But by night, my dual personality split into 
a mad hacker, following nothing but his whims and his insane 
quest for knowledge! Bwa-ha-ha-hahaha!!!! 

Ahem, sorry, got carried away there. :-) 


Shocking, yes, but programming the old consoles was a hobby 
I really enjoyed, just so I could say "I know how they did that". 


I think I first heard about Yarouze (the olde spelling) in 
Next Generation magazine, and they even featured a cover 
story on Net Yaroze a few months before it was available. 


I signed up on the web the day it was announced, and sent 
off my money the very day I got the sign-up kit in the mail! 
I was not about to let an opportunity like this slip by! 


Now I know how they make Playstation games! g=) 


EdF 
——MESSAGE FILE 17009 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000591 


——MESSAGE FILE 17010 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000592 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Sat, 02 May 1998 12:49:18 -0400 

Organization: SCEA News Server 

Lines: 52 
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Message-ID: <354B4E8E.E49AD422@mail.datasys.net> 
References: <354a636a.1323252@news.scea.sony.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 314.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Just a small note before I start - This message is SUPPOSE to be in 
the "How did you get started??" thread; and it looks like it is from 
my newsreader, but I am aware that some people kept asking me why I 
always start a new thread when I knew I didn't. ANYWAY... 


Michael Klucher wrote: 
> What's your story??? :) 


Well, it goes back a few years when Լ was as Toys-r-us. I was looking 
at some new games to get for my shiny new n64. When we were leaving, a 
magazine caught my eye. It was next generation magazine, yellow with a 
big black PSX controller on front; "Sony's New PlayStation - Coming in 
'97: The console that lets YOU make the game". 


My brow raised with curiosity as I went to go pick up the magazine 
that would eventually change my goal in life. I opened up the cover 
and read the first page. 


"I can't believe it - I must be dreaming", I thought. But I read on 
and it kept getting better. I quickly bought the magazine, and read 
over the entire article. My first impression was "I want one!". 


Then after the initial euphoria wore off, I started to read through 
my shiny new magazine. I looked at the front cover for any other 
interesting headlines, and at the bottom of the page "REVEALED! 

Everything they don't teach you at the DigiPen videogame school". My 
brow raised again, and I quickly flipped to the page at the front of 
the magazine. 


That's where I also decided I wanted to go to DigiPen to learn to 
program videogames for a living. Since that time, I have gone to the 2 
week summer programing workshop at DigiPen Vancouver, and I hope to go 
to DigiPen Institute of Technology (In Redmond, Washington) when I 
finish highschool the year 2000. And I have no doubt that if I hadn't 
saw that yaroze controller on the front of that magazine, I would 
still be planning on going to Georgia Tech and waste a few years 
taking stupid core classes. Now I have an opportunity to go straight 
into the video game industry. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 17010 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000592 


—-MESSAGE FILE 17011 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000593 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Sat, 02 May 1998 14:08:42 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <354B612A.6708EE7F@mail.datasys.net> 
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References: <354a636a.1323252@news.scea.sony.com> <354B4C4B.31F2@charlie 
> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 314.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Ed Federmeyer wrote: 


Michael Klucher wrote: 
> What's your story??? :) 


For years I got my hands on all the old console "grey area" 
development info I could: Atari 2600, ColecoVision, NES, SNES, 
Genesis, etc. 


Developing for these systems was a hacking dream come true, 
but a software engineering nightmare! You litterally need to 
do stuff like desolder ROMS from old game carts, and replace 
them with sockets and EPROMs, etc. You needed to find cross 
assemblers and cross compilers (only ever got a C compiler 
for the Genesis, everything else was assembly!), and get it 
all working yourself. You even needed to write all your own 
graphics converters, music routines, etc. The technical 
challange was awesome! 


VVVVVVVVVVVVV VV VV 


I tried to do that to a Super Nintendo cart... But to my dissmay, when 
I was trying to de-sodder the battery(which was dead), the sodder 
seemed to be explosive! Everytime I tried to de-sodder it, it would 
keep spattering sodder everywhere, (Loud too, scared the crap out of 
me) so I decided to quit until I got some goggles. It wasn't the 
battery - the battery was intact. (Besides being dead) 


Kinda off topic, but I'm not going to get into another argument about 
correct and incorrect topics. :) 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
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-cns.iit.edu 


—-MESSAGE FILE 17011 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000593 


—-MESSAGE FILE 17012 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000594 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: The Name of A Game 

Date: Sat, 2 May 1998 15:36:14 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: sud-tcsl-port35.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:594 scee.yaroze.freetalk.english: 


761 


I used to play an arcade game that was most fun and I would like to try and 


find it or info about it. 


Maybe some of you have played it or might remember somthing, anyways... 
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The game: 


Very similar to Xevious: Top view, scrolling upwards; space ship flying 
over land ( grass, and rock) 


Now here's the main distinguishing feature of the game. 


Like Gradius it had power ups. There were stars you collected. After so 
many stars then you could purchase new weapoons or items for your ship. I 
remember the best config was to get homing missle, speed upgrades, but 
there were also wing upgrades that would widen your ship (to a length of 3). 
If you got shot in the wing you'd loose them. 


Simple as that. 


If you remember this game I would very much appretiate some info on it. 


Thanx in advance. 
Steve Tolin 
titan@vianet.on.ca 


—-MESSAGE FILE 17012 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000594 


——MESSAGE FILE 17013 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000595 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 10:55:59 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ld8fbsq.114yfjouy2r3wN@al-—88-103.al.nl> 

References: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:595 scee.yaroze.freetalk.english: 
762 


Sorry, sounds like a game that's been cloned a lot. It even sounds like 
the last game Ambrosia produced for the Macintosh. 


The options sounds like parodius, but that ain't topview but sideview. 


DEnnis.. 
--MESSAGE FILE 17013 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000595 


—-MESSAGE FILE 17014 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000596 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 11:03:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6ihf3m$jpr2@chuka.playstation.co.uk> 

References: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: ag243.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:596 scee.yaroze.freetalk.english: 
763 


>Like Gradius it had power ups. There were stars you collected. After so 
>many stars then you could purchase new weapoons or items for your ship. I 
>remember the best config was to get homing missle, speed upgrades, but 
>there were also wing upgrades that would widen your ship (to a length of 
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3). 

>If you got shot in the wing you'd loose them. 
> 

>Simple as that. 

> 


It could be Slap Fight, I only ever played the C64 version, but I recall 
that having wing extensions. 


Mark 


—-MESSAGE FILE 17014 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000596 


——MESSAGE FILE 17015 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000597 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: 3 May 1998 11:53:09 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 111 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ihialSf2al@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 3 May 1998 10:58:23 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id LAA09011 
for <news@playstation.co.uk>; Sun, 3 May 1998 11:57:57 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Well, lets see. I've been playing games ever since my VIC 20 and coded 
some from the back of books. But then I left coding and just went game 
crazy! 


I bought or begged my parents for every system that came out ( see the list 
on 

my homepage). I kept on playing and playing until my eyes turn blood shot 
red. 

It wasn't until two years after I graduated high school that I went to 
College ( yes I 

know ...two years..I was a immature drunken shit to go sooner). After 
doing my first 

year in Computer Engineering Technology I decided to head out west to 
Vancouver 

and party some more ( yes party some more). I then decided to go back to 
school 

in the fall after seeing an ad for Digipen( check www.digipen.com) ina 
local University 


Calendar. It was the first video game school in North America to open, 
which was being 
sponsored by Nintendo. I then teamed up with four Americans and we all 


shared a house 

and went to Digipen. It was great until my student loan fell through half 
way past the first year 
and I was ticked off. I had no other choice but to quit. My roomates 
continued to attend the 
two year coarse and I was stuck thinking how the hell I'm going to get into 
this industry. 

I am Mr. Videogames, and nothing was going to ruin my dreams of getting in. 
I then had to get 

a shit cooking job and work 40 hours a week and save up for a new computer. 
When I bought the 

computer I coded my ass off for the duration of the coarse they were 
attending. I had to catch 

up to my roomates and continue to pursue my dreams. I bought so many damn 
game programming 

books ( see list on my homepage) and etc that I couldn't read them all. I 
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did manage to read 

the books that caught my attention. I would almost lock myself up in my 
room and code, code, 

code. I had drank lots of Coke or 7-Սք to keep me awake during the long 
hours. I sometimes 

coded into daybreak and could hear the damn birds chirping ( might have 
been on too much 


caffeine at the time..ha! ). I then decided it was time to go to a cheaper 
local College and take 
a programming coarse there..I did but was still broke as hell. I then had 


to attend College, 

work 35 hours a week, then go back home and code some demos. After about 8 
months of that 

bullshit I was finally done my coarse and completed a couple of game demos 
from coding at 


night ( see my hompage for demos ). By the way I don't wish anyone has to 
go through that 
bullshit routine I had to do..don't wish it on my worst enemy. I passed 


out about 12 times at 

work and once almost taken to the hospital. I was having 3 to 4 hours a 
sleep per day..argh!!! 

Anyhow getting back to the good stuff. Last year at this time I attended 
the Computer Game 

Developers Converence to look for a job in the game industry. Well turns 
out companies were 

interested but couldn't get me into America since I didn't have 3 years 
experience or a BSc. 

I guess it sucked to be me after attending that show. But just before I 
attended I got my Yaroze 

in the mail!! So after the CGDC I started to code on the Yaroze, with the 
same bullshit routine 

of 12-14 hours a day to knock a demo together. I then decided to apply 
overseas since I had 

relatives in England. Well, I did, sent a demo to Sony, and I guess now 
the rest is history. As for 

my four roomates they all got jobs in the game industry one month before 
me...and I didn't even 

attend the first video game school in North America...also saved $21,000. 
It's been 16, 17 years 

playing games and I'm still kicking around. Sorry if I got off topic and 
wrote a damn novel...ha! 


>From: "Steve Tolin" <titan@vianet.on.ca> 


>And that's a little story of how a Northern boy starts into video game 
>programming!!! 

Hey Sudbury boy, I'm more Northern then you! And this is how someone from 
Timmins, Ontario ( the great white north ) got into the video game 
programming, 

and got into the video game industry. 

P.S. Is there any snow left up in Northern Ontario? But then again Timmins 
has got 

to be one of the coldest places on earth. 


>What's your story??? :) 


Regards, 


George 


—-MESSAGE FILE 17015 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000597 


——MESSAGE FILE 17016 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000598 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Sun, 03 May 1998 13:02:04 -0400 
Organization: SCEA News Server 

Lines: 31 

Message-ID: <354CA30C.B8620CE7@mail.datasys.net> 
References: <6ihialSf2al@emeka.playstation.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 368.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


George_Bain@Playstation.sony.com wrote: 


> 

> via smtpd (for [194.203.13.2]) with SMTP; 3 May 1998 10:58:23 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id LAA09011 
> for <news@playstation.co.uk>; Sun, 3 May 1998 11:57:57 +0100 (BST) 
> From: George_Bain@Playstation.sony.com 

> To: news@playstation.co.uk 

> Content-Disposition: inline 

> 

> Well, lets see. I've been playing games ever since my VIC 20 and coded 

> some from the back of books. But then I left coding and just went game 

> crazy! 

> I bought or begged my parents for every system that came out ( see the list 
> on 

> 


my homepage). 


What is your homepage address? 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 17016 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000598 


——MESSAGE FILE 17017 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000599 
Path: chuka.playstation.co.uk!news 

From: "Chain" <s.mussell@virgin.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 22:49:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6iiodf$jpri7@chuka.playstation.co.uk> 

References: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: pll-cacique-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:599 scee.yaroze.freetalk.english: 
782 


Nemisis? 


Steve Tolin wrote in message <6ifrrbSedu3@scea>... 

>I used to play an arcade game that was most fun and I would like to try and 
>find it or info about it. 

> 

>Maybe some of you have played it or might remember somthing, anyways... 

> 

>The game: 
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> 

>Very similar to Xevious: Top view, scrolling upwards; space ship flying 
>over land ( grass, and rock) 

> 

>Now here's the main distinguishing feature of the game. 

> 

>Like Gradius it had power ups. There were stars you collected. After so 
>many stars then you could purchase new weapoons or items for your ship. I 


>remember the best config was to get homing missle, speed upgrades, but 
>there were also wing upgrades that would widen your ship (to a length of 
3). 

>If you got shot in the wing you'd loose them. 

> 

>Simple as that. 

> 

>If you remember this game I would very much appretiate some info on it. 
> 

> 

>Thanx in advance. 

>Steve Tolin 

>titan@vianet.on.ca 

> 


VV v 


--MESSAGE FILE 17017 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000599 


—--MESSAGE FILE 17018 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000600 
Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Mon, 04 May 1998 00:47:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <354D0220.F25A8ECE@compuserve. com> 

References: <6ifrrbSedu3@scea> <6iiodf$jprl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d21-080.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:600 scee.yaroze.freetalk.english: 
784 


I used to play nemisis a hell of a lot, and this game sounds totally different, 
For a start nemisis was side on view scrolling right to left. 


Nick 


Chain wrote: 


> Nemisis? 

> 

> Steve Tolin wrote in message <6ifrrbSedu3@scea>... 

> >I used to play an arcade game that was most fun and I would like to try and 
> >find it or info about it. 

>> 

> >Maybe some of you have played it or might remember somthing, anyways... 
>> 

> >The game: 

>> 

> >Very similar to Xevious: Top view, scrolling upwards; space ship flying 

> >over land ( grass, and rock) 

>> 

> >Now here's the main distinguishing feature of the game. 

>> 

> >Like Gradius it had power ups. There were stars you collected. After so 
> >many stars then you could purchase new weapoons or items for your ship. I 
> 


>remember the best config was to get homing missle, speed upgrades, but 
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> >there were also wing upgrades that would widen your ship (to a length of 
ՏՅ). 

> >If you got shot in the wing you'd loose them. 

>> 

> >Simple as that. 

>> 

> >If you remember this game I would very much appretiate some info on it. 
>> 

>> 

> >Thanx in advance. 

> >Steve Tolin 

> >titan@vianet.on.ca 

>> 

>> 

>> 

>> 


—-MESSAGE FILE 17018 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000600 


—-MESSAGE FILE 17019 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000601 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Sun, 3 May 1998 19:37:59 -0400 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <6iiub7Sedu4@scea> 

References: <6ihialSf2al@emeka.playstation.co.uk> 
NNTP-Posting-Host: sud-tcsl-port8.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


That" s true. You probably are one of the people in here that are from one 
of the most remote locations. 


For those of you who don't know, drive from Detroit (I'll use this as a 
point of reference) about 3 -4 hours north east to Toronto, Ontario, then 
drive 4 hours due north to Sudbury ( Tha's where I am) then drive another 


four hours north to reach Timmins. Just as a note (although I'm not a big 
fan or anything) 
Shania Twain (originally from Timmins) is commencing her world wide tour 


starting in Sudbury next weekend. 


As for the snow, this winter has been the best I can ever remember. 
Sudbury had very little snow ( go figure) and Timmins was probably the same. 


Thanks El-Nino 


Steve Tolin 


>Hey Sudbury boy, I'm more Northern then you! And this is how someone from 
>Timmins, Ontario ( the great white north ) got into the video game 
>programming, 

>and got into the video game industry. 

> 

>P.S. Is there any snow left up in Northern Ontario? But then again Timmins 
>has got 

>to be one of the coldest places on earth. 

> 

>>What's your story??? :) 

> 

> 

>Regards, 

> 

>George 

> 
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> 
> 


—-MESSAGE FILE 17019 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000601 


—-MESSAGE FILE 17020 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000602 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 21:20:02 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6ij4bhSedu5@scea> 

References: <6ifrrbSedu3@scea> <6ihf3mS$jpr2@chuka.playstation.co.uk> 
NNTP-Posting-Host: sud-tcsl-port20.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:602 scee.yaroze.freetalk.english: 
788 


And the winner is: 


MARK WILSON 


Thanks everyone. I did a little searching of all the mentioned games. It 
was Slap Fight. 


I did a little browsing and was able to find an emulated version. I can't 
believe it was 1986. That's 12 years ago. I've been playing games for way 
too long. Anyways, I'm gonna get back to playing Slap Fight. 


Thanks to everyone. 


Steve Tolin 


Mark Wilson wrote in message <6ihf3m$jpr2@chuka.playstation.co.uk>... 
>>Like Gradius it had power ups. There were stars you collected. After so 
>>many stars then you could purchase new weapoons or items for your ship. I 
>>remember the best config was to get homing missle, speed upgrades, but 
>>there were also wing upgrades that would widen your ship (to a length of 
>3). 

>>If you got shot in the wing you'd loose them. 

>> 

>>Simple as that. 

>> 

> 

>It could be Slap Fight, I only ever played the C64 version, but I recall 
>that having wing extensions. 

> 

>Mark 

> 

> 


—-MESSAGE FILE 17020 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000602 


—-MESSAGE FILE 17021 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000603 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: PSXsock 

Date: Sun, 03 May 1998 21:20:49 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <354D2601.744BBFEC@bmc. com> 

NNTP-Posting-Host: dresden.bmc.com 
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—-MESSAGE FILE 1796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00499 


-—-MESSAGE FILE 1797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000500 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Sun, 15 Mar 1998 12:48:01 -0500 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6eh3q5$jdt2@scea> 

References: <350aa03f.4404800@news.playstation.co.uk> 
NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Swan wrote in message <350aa03f.4404800@news.playstation.co.uk>... 
>This is a request for something new from sony to add to our libraries. 
>I'm very happy with everything we have except our lack of support for 
>the four joypad adapter. This isn't a whinge, hopefully its a 
>constructive post stating why it would be of huge benefit to yaroze 
>members and worth the time and effort of Sony to give us such a thing. 


Rob I would have to agree... support for the MultiTap would be cool.. 
Although I guess I can see why Sony really hasn't given us anything new.. 
Very few of us have produced anything worth mentioning.. I know I am amoung 
them.. I have had the thing for a year and only now do I really have time 
to sit down and knock out my first game. 


I don't think that the majority of us should start getting side tracked with 
1000 gizmos that can be added onto the PS.. If they gave us the MultiTap 
within a week people would be asking for the Dual Shock Controller libs, 
then the Gun Libs, then the rights to burn our own CDs and release stuff.. 
Where does it stop? Hopefully at some point Sony will open up more of the 
libs to us, but at this point I really see no need for it. 


Just an opinion.... 
Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 1797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00500 


—-MESSAGE FILE 1798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000501 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 19:14:15 +0000 
Organization: Bacardi Ferrari V12 

Lines: 34 

Message-ID: <350C2887.1064@manc.u-net.com> 
References: <3509BEF1.27D0@kprob.demon.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I asked for the refund REAL soon after trying it. 

It's total MERDE -- crashing, crappy buggy window glitches. 
And some benchmarkes have shown it's code to be a lot slower 
than GCC. 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


I have been looking for references to something which was called 
"PSXsock" which allowed socket communications. 


I can't find the author or links. Can anyone point to the author or his 
web page? 


Thanks. 
—-MESSAGE FILE 17021 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000603 


—-MESSAGE FILE 17022 START: net-yaroze-—usenet/00000002-SCEA/yaroze/freetalk/00000604 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: 4 May 1998 12:15:08 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 26 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ik7vsSi6hl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 4 May 1998 11:20:16 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA01308 
for <news@playstation.co.uk>; Mon, 4 May 1998 12:19:48 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 
Under SCEA...look for George Bain under homepages! 
Regards, 


George 
What is your homepage address? 


"Darco 
darco@NOSPAM@bigfoot.com 


—-MESSAGE FILE 17022 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000604 


—-MESSAGE FILE 17023 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000605 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Mon, 04 May 1998 16:09:36 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <354DDA30.D2E@writeme.com> 

References: <6ifrrbSedu3@scea> <6iiodf$jpri7@chuka.playstation.co.uk> <354D0220.F25A 
8ECE@compuserve.com> 

NNTP-Posting-Host: at14-036.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.03 (Win95; I) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:605 scee.yaroze.freetalk.english: 
803 


Nick Slaven wrote: 


> I used to play nemisis a hell of a lot, and this game sounds totally 
> different, For a start nemisis was side on view scrolling right to 
> left. 


Nemesis = Gradius :) 


James (~mrfrosty) 
—-MESSAGE FILE 17023 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000605 


—-MESSAGE FILE 17024 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000606 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: DMS player / S2S utility: preview available 

Date: Mon, 04 May 1998 14:08:58 -0700 

Organization: Cisco Systems 

Lines: 40 

Message-ID: <354E2E6A.1DFE2BA3@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:606 scee.yaroze.freetalk.english: 
810 


Heya, 


I've nearing the completion of a project started nearly a month ago, and 
I've got a usable demo available for download which includes a sample 
S3M file. 


DMS is a rather buggy implementation of a S3M player for the Yaroze, but 
it works! You create an S3M-compatible file, convert it to DMS format, 
load it to the Yaroze, and include some small libraries in your 
executable. If you write your S3M file correctly, you should be able to 
get all 16-channels to play back and still have room for sound effects. 
You can theoretically have more than 1 DMS file playing back at the same 
time, too. 


The DMS player is written for NTSC, but the DMS libraries can be 
configured for either NTSC or PAL. (For lack of a high-resolution timer, 
I'm using the vsync counts.) The code for the player is also included 
in the archive so you can make the necessary adjustments for PAL. 
(Remember to check the DMSInit() call in the main() function!) 


If you're interested in checking this out, go to: 
http://www.netmagic.net/~tenchi/yaroze/ 
and click on the Download link. There is a ZIP archive with: 


- a README.TXT which you should read :Ք 

DMSPlay (NTSC) 

- S2S (DOS utility) 

TEST1.DMS (a sample song with its accompanying .S3M file) 
- full source code to DMSPlay, DMS, S2S, and other stuff 


NOTE: If you don't have direct SCEA access, you can grab the archive 
directly from: 


http://www.netmagic.net/~tenchi/yaroze/download/dmstest.zip 


=e! 
tenchi@netmagic.net 
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http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 17024 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000606 


——MESSAGE FILE 17025 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000607 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: E3 

Date: Mon, 04 May 1998 17:43:18 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <354E3676.9499842C@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 430.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Anyone going to E3 this month? Anyone going reply, perhaps we can all 
meet up there in person. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 17025 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000607 


T 


——MESSAGE FILE 17026 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000608 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: PSXsock 

Date: 05 May 1998 10:23:31 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Sender: thutton@TECH10 

Message-ID: <upvhtftvg.fsf@cybec.com.au> 
References: <354D2601.744BBFEC@bmc. com> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


Kevin Holbrook <Kevin_Holbrook@bmc.com> writes: 


I have been looking for references to something which was called 
"PSXsock" which allowed socket communications. 


I can't find the author or links. Can anyone point to the author or his 
web page? 


VV NV V V V 


I'm not sure what the exact URL is for US members. The page on the 
SCEE site is 


http: //www.netyaroze-europe.com/yaroze_scea/pages/jblack. html 
So on the SCEA page it's probably .../~jblack/ 


Toby. 
—-MESSAGE FILE 17026 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000608 


—-MESSAGE FILE 17027 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000609 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Tue, 05 May 1998 15:32:42 GMT 
Organization: L4 Software 

Lines: 10 

Message-ID: <354f£2b92.2323089@205.149.189.29> 
References: <354E3676.9499842C@mail.datasys.net> 
NNTP-Posting-Host: firewall.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I'll be there. You'll find me next to the Net Yaroze system. 
Mario 


On Mon, 04 May 1998 17:43:18 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Anyone going to E3 this month? Anyone going reply, perhaps we can all 
>meet up there in person. 


—-MESSAGE FILE 17027 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000609 


——MESSAGE FILE 17028 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000610 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Wed, 6 May 1998 15:07:24 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ld8lvav.tqq5mhr1jlfeN@al-88-115.al.nl1> 

References: <6e90kpS$6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:610 scee.yaroze.freetalk.english: 
840 


Stephen Fernandez <sf054@mdx.ac.uk> wrote: 
Maurice Sibrandi wrote: 
Check out this awesome siocons replacement at 


http://www.netyaroze-europe.com/~deruiter 
and give comments! 


V V V V V V 


Bye! 


i cant actually find the program 
on your website 
where exactly is it please?> 


VVVVVVVVVV VV 


> 
That deruiter-guy is dutch. But I can't contact him. His mail-adress 
seems to be faulty. Does anybody have a better adres of this bloke? 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 17028 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000610 
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—-MESSAGE FILE 17029 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000611 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Job offer Discussion Group? 

Date: Wed, 6 May 1998 15:07:27 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <1d81lvk9.2jkwmh1lto9d8gN@al-88-115.al.nl> 

References: <3525386D.7BB37AD2@mail.datasys.net> <6g64bqS6vn3@chuka.playstation.co.u 
k> <35265efe.7883686@news.scea.sony.com> <3526BFEA. 81ECE54E@sinclair.net> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Joshua Meeds <dreamer@sinclair.net> wrote: 


> >Doesn't matter, if others want to look for work, 

> > check out Next Generation Issue #39, March '98. They have detailed job 
> > descriptions, and a whole page of companies and recruiters you can 
> > contact. 

> 

> Every issue of Next Generation has that section; they are one great 
> magazine! 

> 

I don't know if its availeble in the US, but we have a magazine called 
EDGE in europe. Its from Future publishers and has every month lots 
compagnies advertizing for job offers. At least abourt 8 or 9 pages 
every month. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 17029 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000611 


—--MESSAGE FILE 17030 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000612 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Programing Group 

Date: Wed, 6 May 1998 15:07:32 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ld8lvaqg.ywdqqd8lnhsyN@al-88-115.al.nl1> 
References: <3547902D.9BA7BA48@mail.datasys.net> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I'm a 2D and 3D designer, I do webpages to. The only thing is that I'm 
dutch and so member of SCEE. My programming is still a problem but if I 
can be of any help... 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


--MESSAGE FILE 17030 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000612 


—--MESSAGE FILE 17031 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000613 
Path: chuka.playstation.co.uk!news 


Net Yaroze newsgroups message dump.txt Page 11466 


From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Wed, 06 May 1998 14:42:56 +0100 

Organization: Intelligent Research 

Lines: 17 

Message-ID: <355068DF.75CE70E6@hinge.mistral.co.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <ld8lvav 
.tqq5mhrljlfeN@al-88-115.al.nl> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:613 scee.yaroze.freetalk.english: 
842 


DEnnis Brinkhuis wrote: 


That deruiter-guy is dutch. But I can't contact him. His mail-adress 
seems to be faulty. Does anybody have a better adres of this bloke? 


V V V V 


DEnnis Brinkhuis (NL) 


I got a couple of mails from him a while ago. He was going to addARS 
fileserving to YarozeMaster and contacted me for the latest 

source code....I'll see if I've still got his address when I get home 
tonite. 


BTW. Anyone live in or near Amsterdam? I'm over there at the end 
of the month for a weekend... 


Craig. 


--MESSAGE FILE 17031 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000613 


--MESSAGE FILE 17032 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000614 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: 6 May 1998 14:49:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6ipta2Sjpr41@chuka.playstation.co.uk> 

References: <6ihialSf2al@emeka.playstation.co.uk> <6iiub7Sedu4@scea> 
NNTP-Posting-Host: n24.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6iiub7Sedu4@scea 


"Steve Tolin" <titan@vianet.on.ca> wrote: 
>That' s true. You probably are one of the people in here that are from one 
>of the most remote locations. 


You obvioulsy never been to Hatfield. At least it seems the remotest place on 
earth :) 


—-MESSAGE FILE 17032 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000614 


—-MESSAGE FILE 17033 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000615 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: 3D programmer wanted 

Date: Wed, 6 May 1998 19:56:49 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <1d8m8q9.1lc3czldlhenlté6N@al-—88-116.al.nl1> 
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NNTP-Posting-Host: al-88-116.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I need a 3D programmer for a little flight-sim. 
The art-work is merely done (by myself). 


Just take a look at the idea and tell me if you want to be part of this 
project... 


http://www.al.nl/macsupport/debri/stuff/planesane-.html 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


——MESSAGE FILE 17033 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000615 


—-MESSAGE FILE 17034 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000616 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Wed, 6 May 1998 15:21:17 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6iqcelS6r4@scea> 

References: <6ihial$f2al@emeka.playstation.co.uk> <6iiub7S$edu4@scea> <6ipta2$jpr41@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: sud-tcsl-port37.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


OK. Obviously there may be more remote locations on earth. I admit I don't 
know where Hatfield is but I'm pretty sure it's along the same line as a 
Timmins. 


Seems funny how we're poking fun at a guy who is working for SCEE and is 
from a small town. 


Just goes to show what hard work will give ya. 
Later 
Steve Tolin 


West wrote in message <6ipta2Sjpr41@chuka.playstation.co.uk>... 

>"Steve Tolin" <titan@vianet.on.ca> wrote: 

>>That' s true. You probably are one of the people in here that are from 
one 

>>of the most remote locations. 

> 

>You obvioulsy never been to Hatfield. At least it seems the remotest place 
on 

>earth :) 

> 


—-MESSAGE FILE 17034 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000616 


--MESSAGE FILE 17035 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000617 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 
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Date: Wed, 6 May 1998 21:44:44 +0200 

Organization: Debri Productions 

Lines: 41 

Message-ID: <ld8mjdd.c4gn4j1f0a3yuN@al-—88-100.a1.nl> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al—-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:617 scee.yaroze.freetalk.english: 
854 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > That deruiter-guy is dutch. But I can't contact him. His mail-adress 
> > seems to be faulty. Does anybody have a better adres of this bloke? 
>> 

> > DEnnis Brinkhuis (NL) 

> 

> I got a couple of mails from him a while ago. He was going to addARS 
> fileserving to YarozeMaster and contacted me for the latest 

> source code....I'll see if I've still got his address when I get home 
> tonite. 

> 

> BIW. Anyone live in or near Amsterdam? I'm over there at the end 

> of the month for a weekend... 

> 

> Craig. 


Thanks, would be graet if you could give me his adress. He did the same 
school as I am doing now. And I live in the east of the Netherlands and 
if I'm not mistaken, the bloke we are talking about lives somewhere in 
the center of the Netherlands (but I'm not sure). 

I do work in Amsterdam as a freelance system-manager. If you want, we 
can meet in Amsterdam. Why are you in Amsterdam? And do you have a place 
to stay in the Netherlands? You can stay at my humble place if you want. 
I'm just a student, but compared with England I live very spaceious. 


Just let me know, and meeting in Amsterdam is never a problem I think. 
(us lucky dutch students have a pass for free -or reduced- public 
transportation) 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


——MESSAGE FILE 17035 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000617 


——MESSAGE FILE 17036 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000618 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scea.yaroze.freetalk 

Subject: Offer to design a web site 

Date: Thu, 07 May 1998 01:58:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35511528.1789412@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-eng07-039.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Seeing as recently my tv is knackered, and not sure what Ill be doing 
for now, Im offering my services to anyone who wants me to have a bash 
at their web sites. I prefer clean, functional looking pages, which 
you can be shown on my site 


http://www.netyaroze-europe.com/~middex2 


Net Yaroze newsgroups message dump.txt Page 11469 


I won't email people who mentioned about wanting a web person, seeing 
as there is a bit of a glut in the market for web designers, but if 
any of you like what you see in mine, then id be happy to help you :) 


Robert Swan 
rs108@mdx.ac.uk 
—--MESSAGE FILE 17036 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000618 


--MESSAGE FILE 17037 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000619 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 07 May 1998 12:08:55 +0100 

Organization: Intelligent Research 

Lines: 43 

Message-ID: <35519647.5628268A@hinge.mistral.co.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> <ld8mjdd.c4g 
n4j1f0a3yuN@al-—88-100.a1l.nl> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:619 scee.yaroze.freetalk.english: 
863 


DEnnis Brinkhuis wrote: 


> Thanks, would be graet if you could give me his adress. He did the same 
Here's his details.... 


Maurice Sibrandi (sibrandi@orion.nl) 


> I do work in Amsterdam as a freelance system-manager. If you want, we 
> can meet in Amsterdam. Why are you in Amsterdam? And do you have a place 


Weekend break with my fiance and a few friends (being tourist's Friday 'til 
Monday) .I hear it's a holiday weekend there, so it should be fun...see the 
sights, drink some 

beer (etc) 


> to stay in the Netherlands? You can stay at my humble place if you want. 
> I'm just a student, but compared with England I live very spaceious. 


We don't all live in tiny London hovels ;) (I've got an apartment at the 
Marina in Brighton, balcony over the lagoon, 
boats, sea, sun, plenty of space and a pleasantly long way from London) 


We're staying at some Hotel in the centre of Amsterdam (cann't remember 
the name of it).... 


> Just let me know, and meeting in Amsterdam is never a problem I think. 
> (us lucky dutch students have a pass for free -or reduced- public 
> transportation) 


It was never that easy when I was a student in England....I think thedutch 


get it to easy - being a student is all about tiny grotty smelly houses 
and walking everywhere 'coz you've got no money :) 


> DEnnis Brinkhuis (NL) 


Craig. 
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--MESSAGE FILE 17037 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000619 


—-MESSAGE FILE 17038 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000620 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Thu, 07 May 1998 12:38:40 +0100 

Organization: Intelligent Research 

Lines: 76 

Message-ID: <35519D40.32F85D0E@hinge.mistral.co.uk> 
References: <354a636a.1323252@news.scea.sony.com> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Michael Klucher wrote: 


> Well I thought I might try to drum up alittle ativity in the group 
> asnd ask a cool question. How did you get started in the yaroze 
> program? 


> What's your story??? :) 


Hmm....got half an hour? Ok, read on.... 
Age 10, 

The kid (John) who's family had the Chinese takeaway in our little 
village 


got a 24281 (first computer in the village). We sat and played with it 


for hours on end on the TV in the front of their shop. 
Got Mum & Dad to buy me a 2281 as well 
Wrote a version of Defender in Basic. 
Age 11 
Got a Dragon 32. 
Wrote loads of stuff in Basic. 
John got an Acorn/BBC Micro. 
Age 12 
It wasn't fast enough, and I couldn't afford an assembler on 
2.50 a week pocket money, so I wrote my own 6809 assembler. 
Age 13 
Got one of the first Atari ST's in the UK (no internal disc drive, 
TV modulator hacked in).Got a PD command line assembler 
and started doing some dodgy games and demos. 
Age 16 
Sent some demo's to Gremlin, but don't take it any further 
as exams are coming.... 
Age 17 
Wrote a multiplayer networked MUD on the Acorn network 
at school for my A-Level CS project. 
Age 18 
Started work at BAe Space Systems (Comms Sats Division) as 
student apprentice (microelectronics & computing) 
Age 19 
University of Newcastle (4 years MEng) Coded a 3D graphics 
engine on Unix/OSF Motif. 
John decided computers sucked and went into graphic art... 
Age 22 
Got an Atari Falcon (cool machine, shame it never took off). 
Coded some DSP56K. 
Age 23 
Graduated (Masters), and got a job coding 68K & H8 Assembler 
for an Interactive TV systems company in London. 
Met a guy called Mark Lawrence in that company - cool guy, he 
coded the Memotech versions of Manic Miner & Jet Set Willy. 
Met a hacker called Jose - the guy who wrote the 3D engine 
for Robocop3 on the Amiga. 
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Just get a good text editor, although I just use DOS EDIT. 

It took me over FOUR weeks and a number of phone calls though for them 

to finally get round to reimbersing me. 


AWARD WINNING? Yeah, the 1997 shittest IDE award. 


Later, 
Jim 


Peter Robinson wrote: 


> 

> Hi folks, 

> 

> Im new to the Yaroze scene but I've noticed a lot of hacked off coders 
> and the reason? Code W****r the #90 frisbee with a hole in the middle. 
> When I bought my Yaroze I saw the notice - award winnig IDE, cool 

> debugger etc. So I bought it and boy does it suck. 

> 

> The only reason for my whining about it is that I hassled Sarah Bennet 
> at Sony and she's agreed to give me a refund, maybe you should do the 
> same... Its either that or wait for better whether when you can take 

> your #90 frisbee down the park :-) 

> 

> Bagman 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00501 


-—-MESSAGE FILE 1799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000502 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 19:17:05 +0000 

Organization: Bacardi Ferrari V12 

Lines: 11 

Message-ID: <350C2931.2365@manc.u-net.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <350C2887.1064@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Sorry for swearing people but my last post was supposed to be 


just a private email (not re: newsgroup). Delete it if necessary 
please! 

Apologies, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 1799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00502 


—-MESSAGE FILE 1800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000503 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 19:53:05 +0000 
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Re-wrote the entire Atari OS from scratch to be fully multitasked 

(it could still run all programs GEM could, but at the same time). 
Age 24 

Designed the graphics co-processor for the companys next generation 

box. Spent 6 monthes coding graphics demos for the new co-pro. 

Mark & myself talked one of our bosses into branching out into 

Playstation games. 

Our paths meet again, and my old friend John joins the team as our 

lead graphics and modelling man. 

Got a PC at home. 


Age 25 
Finally got developer status from Sony and took delivery of dev kits 
SECM eii 
I'm obsesive, so I buy a Yaroze to code on at home..... 

Age 26 


Start coding Direct3D as well as Yaroze and Developer Playstation. 
And here we are now.... 


Craig. 


—--MESSAGE FILE 17038 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000620 


--MESSAGE FILE 17039 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000621 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 7 May 1998 19:13:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <6istpaSaek4@chuka.playstation.co.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> <ld8mjdd.c4g 
n4j1f0a3yuN@al-88-100.al.nl> <35519647.5628268A@hinge.mistral.co.uk> 
NNTP-Posting-Host: usera814.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:621 scee.yaroze.freetalk.english: 
866 


>Weekend break with my fiance 

When, where and why wasn't I invited to the engagement ? :O We could have 
had a great party at the 'mobile home' ! You could of told the girlfriend all 
about it when we got home | :) 


Steve 


Craig Graham wrote in message <35519647.5628268A@hinge.mistral.co.uk>... 
> 


> 
>DEnnis Brinkhuis wrote: 
> 


>> Thanks, would be graet if you could give me his adress. He did the same 
> 


>Here's his details.... 


> 

>Maurice Sibrandi (sibrandi@orion.n1l) 

> 

> 

>> I do work in Amsterdam as a freelance system-manager. If you want, we 


>> can meet in Amsterdam. Why are you in Amsterdam? And do you have a place 

> 

>Weekend break with my fiance and a few friends (being tourist's Friday 'til 
>Monday) .I hear it's a holiday weekend there, so it should be fun...see the 

>sights, drink some 

>beer (etc) 

> 

>> to stay in the Netherlands? You can stay at my humble place if you want. 

>> I'm just a student, but compared with England I live very spaceious. 
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> 

>We don't all live in tiny London hovels ;) (I've got an apartment at the 
>Marina in Brighton, balcony over the lagoon, 

>boats, sea, sun, plenty of space and a pleasantly long way from London) 
> 

>We're staying at some Hotel in the centre of Amsterdam (cann't remember 
>the name of it).... 

> 

> 

>> Just let me know, and meeting in Amsterdam is never a problem I think. 
>> (us lucky dutch students have a pass for free -or reduced- public 

>> transportation) 

> 

>It was never that easy when I was a student in England....I think thedutch 
>get it to easy - being a student is all about tiny grotty smelly houses 
>and walking everywhere 'coz you've got no money :) 

> 

> 

>> DEnnis Brinkhuis (NL) 

> 

>Craig. 

> 


-—-MESSAGE FILE 17039 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000621 


—-MESSAGE FILE 17040 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000622 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 7 May 1998 21:29:27 +0200 

Organization: Debri Productions 

Lines: 37 

Message-ID: <1d80941.7ijblblekhOhsN@al-88-131.al1l.nl1> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> <ld8mjdd.c4g 
n4j1f0a3yuN@al-88-100.al.nl> <35519647.5628268A@hinge.mistral.co.uk> 
NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:622 scee.yaroze.freetalk.english: 
867 


We don't all live in tiny London hovels ;) (I've got an apartment at the 
Marina in Brighton, balcony over the lagoon, 
boats, sea, sun, plenty of space and a pleasantly long way from London) 


We're staying at some Hotel in the centre of Amsterdam (cann't remember 
the name of it).... 


VV VV V V V 


Is this an invitation? ;-D 


> Just let me know, and meeting in Amsterdam is never a problem I think. 
> (us lucky dutch students have a pass for free -or reduced- public 
> transportation) 


It was never that easy when I was a student in England....I think thedutch 
get it to easy - being a student is all about tiny grotty smelly houses 
and walking everywhere 'coz you've got no money :) 


VVVVVVVV 


That depends how you look at it. Most students live in stinky little 
rooms. To study in Holland you don't need the money (Yet), you get 
study-finance. But thats getting less and less every year. If you don't 
work, you have a hard time. 

Now I don't live near my school. I travel 2 and a half hour to and 2 and 
a half hour from my school. In the east the appartments are so cheap 
that they are cheaper than a small room in a big city. So every day I 
travel about 5 hours, just to have some more space. 

If you work next to your study, they reduce your study-finance. I do 
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work a lot and have just a bit more than others that are to lazy to 
work. If you work as beeing a student you get punished and need to pay 
your own stuff. And don't underestimate that most dutch students do have 
loans to pay for more expensive studies. 


But did you want to meet and have a drink in Amsterdam? 


DEnnis Brinkhuis (NL) 
-—-MESSAGE FILE 17040 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000622 


—-MESSAGE FILE 17041 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000623 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Analog Pad w/Dual Shock 

Date: Thu, 07 May 1998 16:45:50 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <35521D7E.D42C3393@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 384.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:868 scea.yaroze.freetalk: 
623 


I just thought I would list some of my finding about programing with 
the Analog Pad. 


The L3 and the R3 buttons (The joysticks themselves are buttons) can 
be read from the 9th and 10th bits respectively. (Remember those 
conveniently not used bits on the standard controller? It's those.) 


The Controller ID of the PAD is 7 rather than 5 like I thought it 
would be. I still think it should be 5 instead of 7 to give 
computability with older analog games and just have a certain bit set 
to differentiate it from the older controller for the newer games, BUT 
enough of my gripes. :) Just remember the ID is 7. I'm not sure why 
Sony decided to do this. 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


I haven't tried to get the feedback system to work because I'm not 
sure even where to start. Does anyone know (A Sony employee maybe?) 
how to access the feedback (Dual Shock) function of the new Analog 
Control Pads? 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 17041 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000623 


—-MESSAGE FILE 17042 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000624 
Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
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Subject: Re: Analog Pad w/Dual Shock 

Date: Thu, 7 May 1998 22:37:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6it9omSaek6@chuka.playstation.co.uk> 
References: <35521D7E.D42C3393@mail.datasys.net> 
NNTP-Posting-Host: userml176.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:869 scea.yaroze.freetalk: 
624 


>I haven't tried to get the feedback system to work because I'm not 
>sure even where to start. Does anyone know (A Sony employee maybe?) 
>how to access the feedback (Dual Shock) function of the new Analog 
>Control Pads? 


I think accessing the feedback function wouldn't be possible with the 
existing Yaroze libraries because there's no support for sending data to the 
controller ports, the same reason the multi-tap can't be used. 


Mark 


-—-MESSAGE FILE 17042 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000624 


—-MESSAGE FILE 17043 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000625 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock 

Date: Thu, 07 May 1998 20:48:04 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35525644.993D2824@mail.datasys.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <6it9omSaek6@chuka.playstation.co.u 
k> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 440.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:871 scea.yaroze.freetalk: 
625 


Mark Wilson wrote: 


> I think accessing the feedback function wouldn't be possible with the 
> existing Yaroze libraries because there's no support for sending data to the 
> controller ports, the same reason the multi-tap can't be used. 


Then I'll write my own functions for sending data to the ports. I just 
got to know where to start. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 17043 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000625 
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-—-MESSAGE FILE 17044 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000626 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Fri, 08 May 1998 05:10:25 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <355293aa.13272274@news.scea.sony.com> 

References: <354E3676.9499842C@mail.datasys.net> <354f2b92.2323089@205.149.189.29> 
NNTP-Posting-Host: ip66.ts9.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I am going too in fact I just got my badge in the mail today!! 


On Tue, 05 May 1998 15:32:42 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>I'll be there. You'll find me next to the Net Yaroze system. 

> 

>Mario 

> 

>On Mon, 04 May 1998 17:43:18 -0400, Darco <rquat@mail.datasys.net> 
>wrote: 

> 

>>Anyone going to E3 this month? Anyone going reply, perhaps we can all 
>>meet up there in person. 


—-MESSAGE FILE 17044 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000626 


--MESSAGE FILE 17045 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000627 
Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Finish/Add to Yaroze Utils 

Date: Sat, 09 May 1998 11:19:34 +0100 

Organization: The PC Shop 

Lines: 10 

Message-ID: <35542DB6.146E2EC2@clara.net> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-1924.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I am afraid I am getting a bit frustrated by this one. 


Sony, how about releasing the source code for the unfinished beta tools (RSDTOOL etc 
-) so that WE could at least finish them. 


This code has been gathering dust since 97 and we could use these utils. 


Ian T. 


--MESSAGE FILE 17045 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000627 


——MESSAGE FILE 17046 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000628 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: What's with the auditorium? 

Date: Sat, 09 May 1998 22:14:53 GMT 

Organization: SCEA News Server 
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Lines: 7 

Message-ID: <3554d47c.570351@news.scea.sony.com> 
NNTP-Posting-Host: client-120-79.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I tried to drop in tonight for the chat, but www.scea.sony.com.8057 
would not respond... I even tried reinstalling my browser to no 
avail. Was there a chat, or did everyone else have the same 
experience? What a shame, a couple of new people were going to show 
too. 


-Matt 
--MESSAGE FILE 17046 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000628 


——MESSAGE FILE 17047 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000629 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Sat, 9 May 1998 22:32:03 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <63j32tuS$6r15@scea> 

References: <354E3676.9499842C@mail.datasys.net> <354f2b92 .2323089@205.149.189.29> Հ 
355293aa.13272274@news.scea.sony.com> 

NNTP-Posting-Host: 208.138.69.9 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'll be there. 
Jeff / Nemesis 
http://yaroze-world.org 


>On Mon, 04 May 1998 17:43:18 -0400, Darco <rquat@mail.datasys.net> 
>>wrote: 

>> 

>>>Anyone going to E3 this month? Anyone going reply, perhaps we can all 
>>>meet up there in person. 

> 


——MESSAGE FILE 17047 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000629 


—-MESSAGE FILE 17048 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000630 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What's with the auditorium? 

Date: Sun, 10 May 1998 04:53:55 GMT 

Organization: L4 Software 

Lines: 19 

Message-ID: <355532ac.10291504@205.149.189.29> 

References: <3554d47c.570351@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Matt, 

I think everyone had the same problem, I know I did. I'll see what I 
can find out on monday. Hopefully we can get this corrected pretty 
quick. 


Mario 


On Sat, 09 May 1998 22:14:53 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 
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> I tried to drop in tonight for the chat, but www.scea.sony.com.8057 
>would not respond... I even tried reinstalling my browser to no 
>avail. Was there a chat, or did everyone else have the same 
>experience? What a shame, a couple of new people were going to show 
>too. 

> 

>-Matt 


—-MESSAGE FILE 17048 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000630 


—--MESSAGE FILE 17049 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000631 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Offer to design a web site 

Date: Sun, 10 May 1998 01:43:12 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <35550541.3117300@news.scea.sony.com> 

References: <35511528.1789412@www.netyaroze-europe.com> 
NNTP-Posting-Host: client—151-198-130-16.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Seeing as recently my tv is knackered, and not sure what Լ11 be doing 
>for now, Im offering my services to anyone who wants me to have a bash 
>at their web sites. 


O.k. Rob, I am gonna take you up on your offer. I just added frames 
to my site and there are a few things I don't understand about what I 
did, and I would like to get everything working just the way I want it 
to. I'll e-mail you. 


-Matt 


——MESSAGE FILE 17049 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000631 


——MESSAGE FILE 17050 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000632 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock 

Date: Tue, 12 May 1998 03:24:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <3557B2D4.BFB9DAEFEF@ndirect.co.uk> 

References: <35521D7E.D42C3393@mail.datasys.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-36.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: darco@bigfoot.com 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:906 scea.yaroze.freetalk: 
632 


Darco wrote: 


I just thought I would list some of my finding about programing with 
the Analog Pad. 


The L3 and the R3 buttons (The joysticks themselves are buttons) can 


be read from the 9th and 10th bits respectively. (Remember those 


> 
> 
> 
> 
> 
> conveniently not used bits on the standard controller? It's those.) 


Isn't this the same as the standard analog pad? 


> 
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The Controller ID of the PAD is 7 rather than 5 like I thought it 
would be. I still think it should be 5 instead of 7 to give 
computability with older analog games and just have a certain bit set 
to differentiate it from the older controller for the newer games, BUT 
enough of my gripes. :) Just remember the ID is 7. I'm not sure why 
Sony decided to do this. 


VV V V V V V 


‘twas a bit short sighted. 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-—PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


VV NV V V V 


It's to give two different types of vibration. Hence "Dual Shock". 


> 
> 
> I haven't tried to get the feedback system to work because I'm not 
> sure even where to start. Does anyone know (A Sony employee maybe?) 
> how to access the feedback (Dual Shock) function of the new Analog 
> Control Pads? 


I think an answer to this one will be a long time comming. Without 
updated libraries (which I'm sure won't be comming) you would need to 
write directly to hardware. Now Sony just couldn't let that happen now 
could they! Ho hum. 


Herbs 

> 

> 

> -- 

> 'Darco 

> darco@NOSPAM@bigfoot.com 

> 

> Please replace "@NOSPAM@" with an "@" to email me. 

> 

> UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
> WWW: (sorry, page is down) 

> Voria: http://www.datasys.net/users/stu/rquat/voria 

> PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
> 

> "Just because I'm paranoid, doesn't mean that they 

> are not out to get me." 


——MESSAGE FILE 17050 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000632 


--MESSAGE FILE 17051 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000633 
Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Tue, 12 May 1998 09:25:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <355814cd.1014568@news.playstation.co.uk> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fj$beo39@chuka.playstation.co.uk> 

NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:908 scee.yaroze.beginners 
:261 scea.yaroze.freetalk: 633 


On Wed, 18 Feb 1998 18:01:09 -0000, "SCEE" 
<dev_support@interactive.sony.com> wrote: 
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>Hi, 

> 

>If you want to apply an animated texture to a TMD, the easiest way is 
>probally to have the animation frames in main ram, and download one frame at 
>a time ( using LoadImage ) before drawing, so the GPU draws the same TMD 
>each time with the same VRAM info, but the graphics change. 

>Any other way does involve poking around with the innards of the TMD 
>structure... 

> 

>Cheers, 

> 

>Colin. 

> 


Can you also adjust the translucency levels (i.e from opaque to 
totally transparent) ? 


I would rather poke at the TMD structure directly, where would I find 
the info to do this and what am I looking for. For sprites you did 
this by altering the r, g, and b fields to adjust brightness. I am 
assuming that the same thing is true for TMD's. 


Cheers, 


Byron 


—-MESSAGE FILE 17051 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000633 


——MESSAGE FILE 17052 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000634 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock 

Date: Tue, 12 May 1998 07:49:03 -0400 

Organization: SCEA News Server 

Lines: 62 

Message-ID: <3558372F.B4A015F9@mail.datasys.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEFF@ndirect.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 81.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:910 scea.yaroze.freetalk: 
634 


Alex Herbert wrote: 


> 

> Darco wrote: 

> 

> > I just thought I would list some of my finding about programing with 
> > the Analog Pad. 

>> 

> > The L3 and the R3 buttons (The joysticks themselves are buttons) can 
> > be read from the 9th and 10th bits respectively. (Remember those 

> > conveniently not used bits on the standard controller? It's those.) 
> 

> Isn't this the same as the standard analog pad? 


Which one? The big one? I wasn't aware that you could do that with the 
larger version. 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


VVVVVVV 
VV NV V V V 
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> It's to give two different types of vibration. Hence "Dual Shock". 


I dissagree, as it was my impression that you could change the 
rotational speed of each motor, and that two motors were there to give 
a different shock to each side of the controler. (Imagine you are ina 
flying game and you get hit on the right side - you feel it on the 
right side of the controler. Or of you get punched on the left side of 
your face in a fighting game, you'll feel it on the left side) Having 
two motors the the only purpose of having 2 different types of 
feedback is a waste, and a bad move by Sony. 


> 
> I haven't tried to get the feedback system to work because I'm not 
> sure even where to start. Does anyone know (A Sony employee maybe?) 
> how to access the feedback (Dual Shock) function of the new Analog 
> Control Pads? 


I think an answer to this one will be a long time comming. Without 
updated libraries (which I'm sure won't be comming) you would need to 
write directly to hardware. Now Sony just couldn't let that happen now 
could they! Ho hum. 


VVVVVVVV VV 


I guess I'll be doing a bit of hacking and detective work this summer 
then. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 17052 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000634 


—-MESSAGE FILE 17053 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000635 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Analog Pad w/Dual Shock 
Date: 13 May 1998 11:38:07 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 
Sender: thutton@TECH10 
Message-ID: <uhg2v7xxc.fsf@cybec.com.au> 
References: <35521D7E.D42C3393@mail.datasys.net> 
<3557B2D4.BFB9IDAFF@ndirect.co.uk> <3558372F.B4A015F9@mail.datasys.net> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:921 scea.yaroze.freetalk: 
635 


Darco <rquat@mail.datasys.net> writes: 


Alex Herbert wrote: 
Darco wrote: 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


VVVVVVVVV 
V V V V 


It's to give two different types of vibration. Hence "Dual Shock". 


VVVVVVVVVVV VV 


H 


dissagree, as it was my impression that you could change the 
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Organization: Bacardi Ferrari V12 

Lines: 38 

Message-ID: <350C31A1.54F2@manc.u-net.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Craig Graham wrote: 
> All these babies, blaming the nasty tools for their lack of 
> progress. 


I blame it for losing hours of work I'd been working on because 
it suddenly died on me. Yes, you'll call me a name and say I 
should save more often. Hindsight is wonderful thing. 

It happened three times (even ten minutes work lost is VERY 
annoying) in as many days and people are quite in their right to 
get annoyed for something they paid their hard-earned cash on 
not working. 

And in a newsgroup called FREETALK I thought you had the freedom 
to express honest opinion. 


I'm sure it's a good developing environment IN THEORY but I don't have 
time/money to be a paying beta tester. I'll buy it back happily when 
people start praising it. I bought it in the first place because 

it looked good on paper, and well worth the £90 special price. 
Seriously, who gave it what award though? I honestly would like to 
know. 


> Get a grip. Code Warrior isn't the awful nasty disaster some folk make > it out to 
be....it's a lot more productive than GCC. 


Sorry, not for me it isn't. 

Jim, trying to talk freely, 

PS. Funny how a lot of people HATE reading constructive critisism, 
but they'd also say what I've said isn't constructive. It just 


starts off petty arguements and name-calling which these private 
Yaroze newsgroups everyone will agree is practically free of. 


(Unlike nearly ALL public newsgroups -- surely no-one can argue with 
that.) I can't praise these Yaroze newsgroups highly enough! 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00503 


—-MESSAGE FILE 1801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000504 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 16 Mar 1998 01:35:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <01bd507c$7472£6a0$74d449c2@Angelal.intelligent-—group.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> 

NNTP-Posting-Host: 1116.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<350C31A1.54F2@manc.u-net.com>... 
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rotational speed of each motor, and that two motors were there to give 
a different shock to each side of the controler. (Imagine you are in a 
flying game and you get hit on the right side - you feel it on the 
right side of the controler. Or of you get punched on the left side of 
your face in a fighting game, you'll feel it on the left side) Having 
two motors the the only purpose of having 2 different types of 
feedback is a waste, and a bad move by Sony. 


VV V V V V V 


Nah, I prefer the way they've done it, with two *types* of vibration. 
If I'm driving along a bumpy track in a crappy C class car in Gran 
Turismo then I'll get the slow vibration from the larger motor. But 
if I scrape the wall or get nudged by another car I get a quicker 
vibration from the smaller motor. This is great, and is what enhances 
gameplay. 


I honestly think that if you had left and right vibration as you 
described you wouldn't feel it properly, as the controller is too 
small for that. The controller would have to be split in two, with 
independant casing that didn't interfere with the other half. Too 
difficult, not worth it IMHO. 


Toby. 
--MESSAGE FILE 17053 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000635 


——MESSAGE FILE 17054 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000636 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Wed, 13 May 1998 10:22:36 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <6 jc9u6$2v212@scea> 

References: <354E3676.9499842C@mail.datasys.net> 
NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


T'll be there. 


Looking forward to attending.. Get to meet with some friends that I haven't 
seen in awhile. 


Darco wrote in message <354E3676.9499842C@mail.datasys.net>... 
>Anyone going to E3 this month? Anyone going reply, perhaps we can all 
>meet up there in person. 


——MESSAGE FILE 17054 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000636 


——MESSAGE FILE 17055 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000637 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Wed, 13 May 1998 11:01:07 -0400 

Organization: SCEA News Server 

Lines: 72 

Message-ID: <6jcc68$2v213@scea> 

References: <354a636a.1323252@news.scea.sony.com> 
NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Michael Klucher wrote in message <354a636a.1323252@news.scea.sony.com>... 
>Well I thought I might try to drum up alittle ativity in the group 
>asnd ask a cool question. How did you get started in the yaroze 
>program? 
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Man what a question... This could take quite awhile to explain.. I'll try 
to be brief... (Ya right) 

It all started when I was a wee young one.. Probably 6 or 7... My mother 
loved hand held games. You know like Electronic Quarterback... I Don't 
remeber if it was out before pong (I was rather young). I remember my 
parents buying Pong when it came out. Talk about about a simple game.. 
Whoa... :) Any how it entertained my family for hours (pong that is).. I 
think at that point I was hooked on gaming... Although it was quite a while 
later, after a Telestar, Atari 2600, Intellivision, Coleco Vision, and then 


I remeber seeing the Vic 20, 11-99, and the Timex Sinclair in the stores and 


wishing I could have one. I would always run over to the computer section 
of Eaton's, The Bay, Sears where ever we happened to be.. I think I was 
about 10 then. I started saving up for my first computer. I would shovel 


driveways mow lawns, I had my paper route (christmas tips were always nice). 
It took quite awhile for me to get enough money. But my mother would always 
keep me busy with the lastest games.. Some of my fondest memories of my 
mother was playing games with her. Sadly she passed aways from cancer when 
I was 13. It was just after my 13th birthday that I was able to buy my 
first computer. It was an Atari 800.. Cost me a small fortune.. My father 
being the kind soul he was, and knowing that it took me forever to save the 
600$ to buy the computer bought me a disk drive. Single sided floppy 
drive.. It was an Indus GT the latest and the greatest. Also carried a 
hefty price of $700. 


Still to this day I need to have the latest and the greatest.. I think my 
wife kinda hates it, but what can you do.. I told her to blame my father 
for leaving me with that character flaw. Currently my main PC (I have 3) is 


a P2 400Mhz, Dimond Fire GL AGP, Monster 2 Vodoo 2, 128MB 100Mhz RAM, 10GB 
Storage, ISDN. It's kinda slow though.. :) j/k My slowest PC runs at the 
cruddy speed of 200Mhz.. My friends always tease me about how I'm addicted 
to my computers like a drug. I went to Austria / Germany for 2 weeks and 
all I could think about was getting home and back to coding on my computer.. 
It may very well be a sickness.... :) Although it is one I am rather happy 
living with, and one my wife has learned to live with.. She figures it 
could be worse, I could be out with the guys all the time partying.. 

Atleast this way she knows where I am.. Down the hall second door on the 
left.. :) Maybe I could turn my sickness into some sort of 12 step 
program.. How to be a better code.. in 6 steps. Hmm Guess I just cut out 
half of the 12.. I'm sure you could use some sort of loop in there... :) 


From teh Atari I got into Basic, Action (Pascal like), then MAC65 6502 ASM. 
I ended up getting a C64, Atari ST, Amiga, PC.. That brings you upto 
current day computer.. I have since learned to code in a few languages.. 
Went to school got my BSc, and today code for a living. I have worked with 
on-line games, multi threaded systems, and now code on Win95 / NT. I would 
love to go back to my gaming roots, although I fear that I make too much 
money doing what I'm doing, so for now it is a hobby. 1 would like to start 
up a video game company in the future, and I am using the Yaroze as that 
stepping stone. Hopefully I can forge friendships that can eventually 
become coding / working relationships. 


Who knows what the future holds.. Oh currently I'm the ripe old age of 
imortals 29. This is the year I become the mortal age of 30. :) 


Maybe you all know a little too much about me, if of course you read this 
fare? 5) 


Regards, 
Jeff / Nemesis 


http://yaroze-world.org 


—-MESSAGE FILE 17055 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000637 


——MESSAGE FILE 17056 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000638 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@inficad.com (Michael Klucher) 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Thu, 14 May 1998 08:00:36 GMT 
Organization: SCEA News Server 

Lines: 8 

Message-ID: <355aa489.39363581@news.scea.sony.com> 
References: <354E3676.9499842C@mail.datasys.net> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Yea I get to finally do something cool. I hope to see you guys there! 


On Mon, 04 May 1998 17:43:18 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Anyone going to E3 this month? Anyone going reply, perhaps we can all 
>meet up there in person. 


—-MESSAGE FILE 17056 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000638 


—-MESSAGE FILE 17057 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000639 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Newsgroup integration 

Date: Thu, 14 May 1998 16:46:46 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <355B11E6.70EA@writeme.com> 

NNTP-Posting-Host: gfs0-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:933 scea.yaroze.freetalk: 
639 


Is it necessary to have SCEE and SCEA newsgroups split? 


Could they both not be integrated into one with extra SCEE issues/ SCEA 
issues groups (PAL/NTSC, respective website comments)? 


Couldn't help but bring ստ a bit more together - besides quite a few 
people tend to cross post anyway... 


James (~mrfrosty) 
——MESSAGE FILE 17057 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000639 


—-MESSAGE FILE 17058 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000640 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Newsgroup integration 

Date: Thu, 14 May 1998 11:47:57 -0700 

Organization: Cisco Systems 

Lines: 21 

Message-ID: <355B3C5D.F96D51C0@netmagic.net> 

References: <355B11E6.70EA@writeme.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:934 scea.yaroze.freetalk: 
640 


I guess that might depend on whether you want to merge the 
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non-English-speaking European branches, too. The majority of us here 
use English rather than Japanese or French, and I wouldn't mind seeing 
just a "yaroze.freetalk" group. Ք Cross-posting does seem somewhat 
wasteful. Just my opinion... ^_^ 


James Rutherford wrote: 
Is it necessary to have SCEE and SCEA newsgroups split? 


Could they both not be integrated into one with extra SCEE issues/ SCEA 
issues groups (PAL/NTSC, respective website comments)? 


Couldn't help but bring ստ a bit more together - besides quite a few 
people tend to cross post anyway... 


VVVVVVVV VV 


James (~mrfrosty) 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 17058 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000640 


—-MESSAGE FILE 17059 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000641 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 
Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Analog Pad w/Dual Shock 
Date: Thu, 14 May 1998 16:11:18 -0400 
Organization: SCEA News Server 
Lines: 32 
Message-ID: <355B4FE6.1F2BEDE7@mail.datasys.net> 
References: <35521D7E.D42C3393@mail.datasys.net> 
<3557B2D4.BFB9IDAFF@ndirect.co.uk> <3558372F.B4A015F9@mail.datasys.ne 
t> <uhg2v7xxc.fsf@cybec.com.au> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 264.dialup.datasys.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:935 scea.yaroze.freetalk: 
641 


Nah, I prefer the way they've done it, with two *types* of vibration. 
If I'm driving along a bumpy track in a crappy C class car in Gran 
Turismo then I'll get the slow vibration from the larger motor. But 
if I scrape the wall or get nudged by another car I get a quicker 
vibration from the smaller motor. This is great, and is what enhances 
gameplay. 


I honestly think that if you had left and right vibration as you 
described you wouldn't feel it properly, as the controller is too 
small for that. The controller would have to be split in two, with 
independant casing that didn't interfere with the other half. Too 
difficult, not worth it IMHO. 


VVVVVVVVVVV VV 


Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
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"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 17059 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000641 


——MESSAGE FILE 17060 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000642 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Sat, 16 May 1998 02:38:24 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <wal-ya02408000R1605980238240001@news.scea.sony.com> 
References: <354E3676.9499842C@mail.datasys.net> 
NNTP-Posting-Host: dnai-207-181-237-240.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <354E3676.9499842C@mail.datasys.net>, darco@bigfoot.com wrote: 


> Anyone going to E3 this month? Anyone going reply, perhaps we can all 
> meet up there in person. 


T'll be there, too. 
Should we organize a special dinner or something? It might be tough to 


choose a good time, what with all the parties going on :-) And it might be 
tough to decide on a place, unless someone here is familiar with Atlanta. 


If we do decide on a place and time after the show starts, maybe we could 
convince Mario, who will be standing by the Net Yaroze system, to let us 
put up a notice nearby the NY booth or something, so that we can find each 
other. Maybe we could even invite would-be Yaroze owners, so they can find 
out more about the Yaroze from the user's point of view (us, that is)... 
unless we'd rather keep it exclusive... 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
-—-MESSAGE FILE 17060 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000642 


—-MESSAGE FILE 17061 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000643 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: ICQ 

Date: Sat, 16 May 1998 23:09:10 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1d959mk.duund4lovk45cN@al-88-130.al.nl> 
NNTP-Posting-Host: 81-88-130.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Antonio can't download ICQ from the site. Is there a PC-member that will 
mail him the PC version of ICQ? Don'ty sent it to me (so don't reply) I 
use a mac. 

Please mail it to: 


omoliner@lesein.es 


Thanks! | 
—-MESSAGE FILE 17061 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000643 


—-MESSAGE FILE 17062 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000644 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 
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Subject: SCEE serevr access 

Date: Sun, 17 May 1998 17:21:09 -0400 
Organization: SCEA News Server 

Lines: 20 

Message-ID: <355F54C4.12070740@mail.datasys.net> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 192.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I've been waiting for about 2 months to get access to the SCEE server, 
and I dont' have access yet. Anyone have similar problems? 


If Sony is reading, my login is 'rquattlebaum'. Please give me access, 
as I just am now able to play pal games with color, and I really want 
to see whats up in the eurpoean scene. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 17062 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000644 


—-MESSAGE FILE 17063 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000645 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ICQ 

Date: Mon, 18 May 1998 22:51:56 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <3560b7c6.33866502@news.scea.sony.com> 

References: <1d959mk.duund4lovk45cN@al1-—88-130.al.nl1> 
NNTP-Posting-Host: client-151-198-130-167.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 
Done. 


—Matt 
——MESSAGE FILE 17063 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000645 


——MESSAGE FILE 17064 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000646 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: The Yaroze and the 02 

Date: Tue, 19 May 1998 20:18:02 -0500 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <35622F49.4F125E32@ix.netcom.com> 

NNTP-Posting-Host: dgr-il4-17.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Does anybody out there have a SGI 02? I don't know if I'll be able to 
hook my Yaroze up to it (haven't seen the connections yet). 
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Manny Najera 


——MESSAGE FILE 17064 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000646 


--MESSAGE FILE 17065 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000647 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Help me!! 

Date: Wed, 20 May 1998 17:46:39 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35634F3F.A1493B1l@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 299.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Who should I contact about getting access to the SCEE server? I've 
been waiting for literally MONTHS. It's driving me nuts - I've emailed 
SCEA, and I've received no reply. I posted a message here, but no one 
seems to care. 


Common! 2 to 3 MONTHS (As opposed to the alleged 2 to 3 WEEKS) for 
SCEE access is a joke! Is there a waiting list or something??? Is 
anyone else having the same problem??? Am I just alone here??? 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 17065 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000647 


——MESSAGE FILE 17066 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000648 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Help me!! 

Date: Thu, 21 May 1998 00:53:17 GMT 

Organization: L4 Software 

Lines: 23 

Message-ID: <35637963.44716407@205.149.189.29> 

References: <35634F3F.A1493Bl@mail.datasys.net> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


I'm sorry you didn't receive my earlier email response, but I did send 
one. I'd like to look into this further and hopefully get it resolved 
for you, but I need to know what your name and user ID is before I can 
do that. Please email this information to me ASAP. 


Mario 


PS 
Please DO NOT send me your password. 
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On Wed, 20 May 1998 17:46:39 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Who should I contact about getting access to the SCEE server? I've 
>been waiting for literally MONTHS. It's driving me nuts - I've emailed 
>SCEA, and I've received no reply. I posted a message here, but no one 
>seems to care. 

> 

>Common! 2 to 3 MONTHS (As opposed to the alleged 2 to 3 WEEKS) for 
>SCEE access is a joke! Is there a waiting list or something??? Is 
>anyone else having the same problem??? Am I just alone here??? 


—-MESSAGE FILE 17066 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000648 


—-MESSAGE FILE 17067 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000649 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Light Cycle Arena 1.5 

Date: 21 May 1998 05:39:23 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <01bd847b$15479ae0S5b80accf@kd-home> 
NNTP-Posting-Host: 207-172-128-91.s28.as2.col.erols.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


I've updated my game Light Cycle Arena, as well as posting the source code 
for the game. Try it out and let me know what you think. 


Kevin 


http://www.scea.sony.com/net/yaroze/pages/kdavis.html 
--MESSAGE FILE 17067 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000649 


--MESSAGE FILE 17068 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000650 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Help me!! 

Date: Fri, 22 May 1998 00:13:01 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <1d9e12x.z9pulylhdo48wN@al-88-112.al.nl> 

References: <35634F3F.A1493Bl@mail.datasys.net> <35637963.44716407@205.149.189.29> 
NNTP-Posting-Host: al-88-112.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


this works from both sides!! I'm a SCEE member and I would love to see 
the SCEA sites!! 


DEnnis.. 
——MESSAGE FILE 17068 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000650 


—-MESSAGE FILE 17069 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000651 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Thu, 21 May 1998 17:39:06 -0400 

Organization: NO-SPAM, I am. 1 do not like SPAM! 

Lines: 36 

Message-ID: <35649EFA. 3C85@mindspring.com> 

References: <354E3676.9499842C@mail.datasys.net> <wal-ya02408000R1605980238240001@ne 
ws.scea.sony.com> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 

NNTP-Posting-Host: user-37kb5rh.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0Gold (Win95; U) 
To: "wayne a. lee" <wal@blarg.net> 


wayne a. lee wrote: 
In article <354E3676.9499842C@mail.datasys.net>, darco@bigfoot.com wrote: 


> Anyone going to E3 this month? Anyone going reply, perhaps we can all 
> meet up there in person. 


T'll be there, too. 
Should we organize a special dinner or something? It might be tough to 


choose a good time, what with all the parties going on :-) And it might be 
tough to decide on a place, unless someone here is familiar with Atlanta. 


VVVVVVVVV VV 


[posted and direct email] 


I will be there. I live in Atlanta (well not really the city limits), 
so 


I would be more than happy to pick a place. If nothing else, we can 
always 
pick a spot for lunch. Since everyone will be at the World Congress 


Center, 
lunch may not be that hard to arrange. 


FYI, food in the World Congress Center is very expensive. About the 
best 


you can do is the Pizza Hut Pan Pizzas for $5-6. The CNN center is 
right 

next door and there are lots of places there, but of course they are 
expensive. Then again, what is expensive to me, may be inexpensive to 
others. 


Does anyone know if Sony is going to have another nice Sports Bar like 
last year? 


Jonathan 
[Please remove NO-SPAM to email me] 


11489 


——MESSAGE FILE 17069 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000651 


——MESSAGE FILE 17070 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000652 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Light Cycle Arena 1.5 

Date: Thu, 21 May 1998 17:43:50 -0400 
Organization: SCEA News Server 

Lines: 21 

Message-ID: <3564A016.276B192Bémail.datasys.net> 
References: <01bd847b$15479ae0$5b80accf@kd-home> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 241.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Kevin Davis wrote: 

> 

> I've updated my game Light Cycle Arena, as well as posting the source code 
> for the game. Try it out and let me know what you think. 


Excelent job! Best SCEA game I've seen yet! That should get into the 
showcase easily... 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 
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UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 17070 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000652 


——MESSAGE FILE 17071 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000653 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Help me!! 

Date: Thu, 21 May 1998 23:55:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6k2bc8S4p32@chuka.playstation.co.uk> 

References: <35634F3F.A1493Bl@mail.datasys.net> <35637963.44716407@205.149.189.29> < 
1d9e12x.z9pulylhdo48wN@al-—88-112.al.nl> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


You can but only via a mirror of the SCEA site. There may be problems with 
some SCEA members pages having direct links that wont work from the mirror 
site but those have mostly been ironed out. 

Follow the 'Utilities & Links' link from the SCEE site to find links to the 
SCEA and SCEI mirror sites. 


JohnT 


DEnnis Brinkhuis wrote in message 
<1d9e12x.z9pulylhdo48wN@al-88-112.al.nl>... 

>this works from both sides!! I'm a SCEE member and I would love to see 
>the SCEA sites!! 

> 

>DEnnis.. 


——MESSAGE FILE 17071 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000653 


—--MESSAGE FILE 17072 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000654 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Help me!! 

Date: 22 May 1998 08:54:15 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 15 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6k3av7Si3ql@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 22 May 1998 08:00:12 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id IAA19929 
for <news@playstation.co.uk>; Fri, 22 May 1998 08:59:51 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Goto the "Links" page and hit SCEA ... we have a Mirror of the SCEA site at 
SCEE, 

although alas because the CGI scripts are distributed across their site 
(ours are 

centralized in /cgi-bin for security reasons) some of the scripts don't 
work. 
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Craig Graham wrote: 
> All these babies, blaming the nasty tools for their lack of 
> progress. 


I blame it for losing hours of work I'd been working on because 
it suddenly died on me. Yes, you'll call me a name and say I 
should save more often. Hindsight is wonderful thing. 


VVVVVVV 


A name. You should save more often ;) 


v 


And in a newsgroup called FREETALK I thought you had the freedom 
> to express honest opinion. 


Of course it's freetalk - that's why I feel I can express my opinion 
(that CW isn't as big a wahoonie as some folks make out). 


I'm sure it's a good developing environment IN THEORY but I don't have 
time/money to be a paying beta tester. I'll buy it back happily when 
people start praising it. I bought it in the first place because 

it looked good on paper, and well worth the £90 special price. 
Seriously, who gave it what award though? I honestly would like to 
know. 


VVVVVV 


It's all relative (as I've said before). Try some (more expensive) embedded 
development systems before slating it (you'd be hard pressed to find an 
8051 C compiler for that money, never mind an R3000 C compiler & remote 
source debugger). 


> Jim, trying to talk freely, 


Craig. Talking freely as well - but with a less popular viewpoint.... 


PS. Funny how a lot of people HATE reading constructive critisism, 
but they'd also say what I've said isn't constructive. It just 
starts off petty arguements and name-calling which these private 
Yaroze newsgroups everyone will agree is practically free of. 


WM N N 


I'm not calling anyone in particular names, I'd just like to see a little 


more realism, and less complaining....bug reports - great, whinging - not 
so great. 

> James Shaughnessy james@manc.u-net.com 

Craig. 


—-MESSAGE FILE 1801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00504 


-—-MESSAGE FILE 1802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000505 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 20:34:07 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <350c3928.3170490@news.scea.sony.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <O1lbd4f38S$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> 

NNTP-Posting-Host: client-119-4.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>PS. Funny how a lot of people HATE reading constructive critisism, 
>but they'd also say what I've said isn't constructive. It just 
>starts off petty arguements and name-calling which these private 
>Yaroze newsgroups everyone will agree is practically free of. 
>(Unlike nearly ALL public newsgroups -- surely no-one can argue with 
>that.) I can't praise these Yaroze newsgroups highly enough! 


I just have to chime in and say I agree. I had my first chatroom 
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——MESSAGE FILE 17072 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000654 


—-MESSAGE FILE 17073 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000655 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Help me!! 

Date: Fri, 22 May 1998 18:59:15 +0200 

Organization: Debri Productions 

Lines: 3 

Message-ID: <1d9fi64.1fpqgnlwwou4qN@al-—88-135.al.nl1> 

References: <35634F3F.A1493Bl@mail.datasys.net> <35637963.44716407@205.149.189.29> Հ 
1d9e12x.z9pulylhdo48wN@al-88-112.al.nl> <6k2bc8S4p32@chuka.playstation.co.uk> <6k3av 
7$i3ql@emeka.playstation.co.uk> 
NNTP-Posting-Host: al-88-135.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


Thanks!!! 


DEnnis.. 
--MESSAGE FILE 17073 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000655 


—-MESSAGE FILE 17074 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000656 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Sat, 23 May 1998 16:30:28 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <wal-ya02408000R2305981630280001@news.scea.sony.com> 

References: <354E3676.9499842C@mail.datasys.net> <wal-ya02408000R1605980238240001@ne 
ws.scea.sony.com> <35649EFA. 3C85@mindspring.com> 

NNTP-Posting-Host: dnai-207-181-237-20.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <35649EFA. 3C85@mindspring.com>, 
jonathan.calvertNO-SPAM@mindspring.com wrote: 
> I will be there. I live in Atlanta (well not really the city limits), 


Center, 
lunch may not be that hard to arrange. 


> so 

> I would be more than happy to pick a place. If nothing else, we can 
> always 

> pick a spot for lunch. Since everyone will be at the World Congress 
> 

> 


Lunch sounds like a great idea. Take a midday break from prowling the show 
floor and swap stories... cool. 


> 
> Does anyone know if Sony is going to have another nice Sports Bar like 
> last year? 


I don't know, but I've heard that Sony is going to have 3x as much floor 
space as last year!!? 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 
—-MESSAGE FILE 17074 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000656 


——MESSAGE FILE 17075 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000657 
Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze and Modem 
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Date: Sun, 24 May 1998 09:49:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6k920dShca3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 

I'am working at a VRML browser and I have thought to use it with the yaroze, 
but there is a big problem (at least for me) command directly the modem and 
then the psx serial port. 


Anyone know how to do this? 


Thanks, 
Stefano 


—-MESSAGE FILE 17075 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000657 


—-MESSAGE FILE 17076 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000658 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Profile 

Date: Mon, 25 May 1998 00:54:11 +0200 

Organization: Debri Productions 

Lines: 51 

Message-ID: <1d9k7pj.0k15791432bmqN@al1-—88-134.al.nl1> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


Can I have all your profiles for the profilelist (if I don't already 
have it)? 


I'm bussy with a Public Profile List. Here you can see all the basic 
info about members that sent me their profile. Lots of members already 
sent me their profile. Just have a look. Tell what you want others to 
know. 
The next info can be made public this way: 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

— Personal Page <linked> 

- NY page <linked> 

- Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10> 

- Rate Coding Skills <number out of 10» 

- Specialisation 

- Projects 

- Extra Info 

- Member since 

- Hot 

- Not 


This is for SCEE and SCEA members (and SCEI members if in English) 


http://www.al.nl/macsupport/debri/ny/profilelist.html 


http://www.al.nl/macsupport/debri/ 
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Greatings DEnnis.. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/ 


debri@dds.nl 
macsuppor@al.nl 


——MESSAGE FILE 17076 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000658 


—-MESSAGE FILE 17077 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000659 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Profile 

Date: Sun, 24 May 1998 22:48:47 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <3568a34b.5633769@news.scea.sony.com> 

References: <1d9k7pj.0k15791432bmqN@al-—88-134.al1l.nl> 
NNTP-Posting-Host: client-151-198-130-129.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I got your e-mail requesting all this info., what are you doing 
with it all, what is the purpose? Are you posting this information 
outside our gated member area? 

I just wonder because we all have member pages, I don't get the 
point of creating a database of profiles... 


-Matt 


——MESSAGE FILE 17077 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000659 


——MESSAGE FILE 17078 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000660 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners,scea.yaroze.freetalk,scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior,scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 
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If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 17078 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000660 


—--MESSAGE FILE 17079 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000661 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Mon, 25 May 1998 11:18:33 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <35695375.6137975@news.scea.sony.com> 

References: <354E3676.9499842C@mail.datasys.net> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Cool that sounds good too me!!! 


——MESSAGE FILE 17079 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000661 


—-MESSAGE FILE 17080 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000662 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Profile 

Date: Mon, 25 May 1998 21:41:12 +0200 

Organization: Debri Productions 

Lines: 43 

Message-ID: <1d91lrk6.w2cnh81csklwsN@[194.151.88.144]> 

References: <1d9k7pj.0k15791432bmqN@al1-—88-134.al.nl> <3568a34b.5633769@news.scea.son 
y.com> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> I got your e-mail requesting all this info., what are you doing 

> with it all, what is the purpose? Are you posting this information 
> outside our gated member area? 

> I just wonder because we all have member pages, I don't get the 

> point of creating a database of profiles... 

> 

> 


-Matt 


What am I doining with it: 
I put it on a public profile-list (like mentioned in the mail) 


Purpose: 

One page with basic info about NY-members. This way you can see with 
what kind of person you start a project. You can see what skills you're 
dealing with and you can see his (or her) mail-adress and URL at ones. 


Memberpages? 

No, not all members have memberpages. And if they do, you don't always 
find the info you would like to know. Another thing is that not all 
members have direct access to member-pages, like SCEA and SCEI members. 
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By having a look on this public page, you can also get in contact with 
members from SCEA and SCEI. 


If you want others to have a clear view on your profile, then sent it 
in. If you dont want others to know some more about you, well just don't 
sent it in. 

If a member can't make a page, he still can get his profile on the net. 
And to update your profiile is also very easy, just sent me a mail and 
I'll update it. 


I hope you have a bit of an idea about my purpose now, If you think it's 
usefull, just have a look at it: 


http://www.al.nl/macsupport/debri/ny/profilelist.html 
If you would like your profile to be added... You know what to do. 
Greatings DEnnis.. 


—-MESSAGE FILE 17080 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000662 


—-MESSAGE FILE 17081 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000663 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Profile 

Date: Mon, 25 May 1998 18:58:06 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <3569be3e.47971535@news.scea.sony.com> 

References: <1d9k7pj.0k15791432bmqN@al-88-134.al.nl> <3568a34b.5633769@news.scea.son 
y.com> <1d91lrk6.w2cnh81csklwsN@[194.151.88.144]> 

NNTP-Posting-Host: client-151-198-130-101.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


O.k. ... I am a wee bit paranoid about posting my e-mail, or 
anything else outside the gated areas. Too many freakin" nuts and 
weirdos in cyberspace. 

I just did not want to ignore your e-mail, and it was lacking in 
any detail. Just a form request for a profile... 


-Matt 


——MESSAGE FILE 17081 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000663 


——MESSAGE FILE 17082 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000664 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 
scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
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YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 


I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
—-MESSAGE FILE 17082 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000664 


—-MESSAGE FILE 17083 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000665 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 


Will Atkin wrote: 


> 

> Maurice Sibrandi wrote: 

>> 

> > YarozeMaster V2.0 is ready! 

>> 

> > YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> > YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 

> > Developer Studio) complete with project management. Just add a source file 
> > and it will be compiled and linked. No more editting of makefiles. 

> > Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
> > Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
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NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVV VV 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


VVVVVVVVVVVVVVV VV VV VV 


Will 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—--MESSAGE FILE 17083 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000665 


—-MESSAGE FILE 17084 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000666 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Profile 

Date: Tue, 26 May 1998 08:25:21 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <1d9mnc7.wi6toplqucké62N@al-—88-123.al.nl1> 

References: <1d9k7pj.0k15791432bmqN@al1-88-134.al.nl> <3568a34b.5633769@news.scea.son 
y.com> <1d91rk6.w2cnh81csk1lwsN@[194.151.88.144]> <3569be3e.47971535@news.scea.sony.c 
om> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


O.k. ... I am a wee bit paranoid about posting my e-mail, or 
anything else outside the gated areas. Too many freakin" nuts and 
weirdos in cyberspace. 

I just did not want to ignore your e-mail, and it was lacking in 
any detail. Just a form request for a profile... 


VVVVVVV 


-Matt 


I think it was good that you asked! 


Cheers DEnnis 
--MESSAGE FILE 17084 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000666 


——MESSAGE FILE 17085 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000667 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.freetalk 

Subject: Profile 

Date: 26 May 1998 09:55:00 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 102 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ke014$19vl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 
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NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 26 May 1998 09:00:55 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA02865 
for <news@playstation.co.uk>; Tue, 26 May 1998 10:00:19 +0100 (BST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


- Name: Lewis Evans 

- Membername: flumente 

- Birthdate: 10/10/1971 

- Email <linked> Lewis_Evans 6 playstation.sony.com 

- ICQ: not yet, coming soon 

— Nationality: British 

— Home-town: London 

— Personal Page: http://www.geocities.com/TimesSquare/Arcade/ 9424 

- NY page: http://www.netyaroze-europe.com/~flumente 

— Rate NY-page <number out of 10, how you rate your own page> 6/10 

— Rate Designing Skills <number out of 10> 7/10 

— Rate Coding Skills <number out of 10> 9/10 

— Specialisation: 3d interaction, 3d graphics, camera work, 2d, AI, 
general design 

- Projects: (past) Snave, Follow My Camera, Between The Eyes; 
(present) new game, no name yet 

— Extra Info 

- Member since: a few months after launch in Europe 

- Hot 

- Not 


- hot/not? I'm probably being dense, but I don't get that at all. 
Do you mean "what are your strengths and weaknesses", 
or "pet loves and hates"? 


Lewis 
To: Lewis_Evans @ scee.sony.co.uk 
oro (bcc: Lewis Evans) 
From: news @ playstation.co.uk @ INET 


Subject: Profile:scea.yaroze.freetalk 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scea.yaroze.freetalk 
Subject: Profile 


Can I have all your profiles for the profilelist (if I don't already 
have it)? 


I'm bussy with a Public Profile List. Here you can see all the basic 
info about members that sent me their profile. Lots of members already 
sent me their profile. Just have a look. Tell what you want others to 
know. 

The next info can be made public this way: 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

- Personal Page <linked> 

- NY page <linked> 

— Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10» 

- Rate Coding Skills <number out of 10> 

- Specialisation 

- Projects 
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- Extra Info 
- Member since 


- Hot 
- Not 


This is for SCEE and SCEA members (and SCEI members if in English) 


http: //www.al.nl/macsupport/debri/ny/profilelist.html 


http://www.al.nl/macsupport/debri/ 


Greatings DEnnis.. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/ 


debri@dds.nl 
macsuppor@al.nl 


—--MESSAGE FILE 17085 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000667 


—-MESSAGE FILE 17086 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000668 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Profile 

Date: Wed, 27 May 1998 09:31:36 +0200 

Organization: Debri Productions 

Lines: 3 
Message-ID: <1d9nwlv.9zj5d1s49cmyN@al1-88-118.a1l.nl1> 
References: <6ke014519vl@emeka.playstation.co.uk> 
NNTP-Posting-Host: al-88-118.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


thanx.. 


DEnnis. 
——MESSAGE FILE 17086 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000668 


—-MESSAGE FILE 17087 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000669 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Wed, 27 May 1998 00:14:06 -0700 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <wal-ya02408000R2705980014060001@news.scea.sony.com> 

References: <354E3676.9499842C@mail.datasys.net> <wal-ya02408000R1605980238240001@ne 
ws.scea.sony.com> <35649EFA. 3C85@mindspring.com> 

NNTP-Posting-Host: dnai-207-181-237-124.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Ok, what the heck, I'll volunteer to take responsibility for organizing 
this lunch thing, since no one else is. I'm leaving for Atlanta tomorrow... 
I'm going to be away from newsgroups, but I will be reachable via e-mail 
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<wal@blarg.net>. 


So, how about lunch on Friday, say 1 PM? Send me e-mail if you'd be into 
this. Let's say somewhere very close by, either in the convention center, 
or the CNN center, for convenience's sake. I'll scout out a place Thursday, 
and I'll try to make the info available by Friday morning. I'll tell Mario 
at the Yaroze booth, and then everyone can just bug him :-) With any luck, 
he'll let me put up a little sign or something. I'll also send e-mail to 
anyone who writes me. 


I won't be checking newsgroups after this point, so e-mail me with your 
comments... 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
——MESSAGE FILE 17087 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000669 


——MESSAGE FILE 17088 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000670 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:15:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6kjrhqSlev13@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:670 scee.yaroze.freetalk.dutch:8 

scee.yaroze.freetalk.english:1063 scee.yaroze.freetalk.german:17 


Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
Link. Preferably a online-store or post-order company. You can leave out 
Datel, because I already checked them. 


Thanks! 


Maurice 


—--MESSAGE FILE 17088 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000670 


——MESSAGE FILE 17089 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000671 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:05:24 +0100 

Organization: Intelligent Research 

Lines: 13 

Message-ID: <356D7D34.22090B63@hinge.mistral.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:671 scee.yaroze.freetalk.dutch:9 
scee.yaroze.freetalk.english:1064 scee.yaroze.freetalk.german:18 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
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experience this week, and have checked out some public newsgroups. 
Wow, thousand line long ranting and raving, threatening, irrational 
diatribes. Name calling, really offensive overwhelming cursing... 

I was shocked, and I truly appreciate you guys all the more. 

On the other hand, I think it fair that newbies get a one month 
whining pass, they deserve room for a little complaining. They don't 
know what has gone on. Let's face it, pussies don't even come close to 
attempting to program the PSX. 


-Matt 


--MESSAGE FILE 1802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00505 


--MESSAGE FILE 1803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000506 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 21:17:42 -0600 

Organization: (no organization) 

Lines: 15 

Message-ID: <350C99D6.7F7D@charlie.cns.iit.edu> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <350c3928.3170490@news.scea.sony 
. com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Matthew Hulett wrote: 


On the other hand, I think it fair that newbies get a one month 
whining pass, they deserve room for a little complaining. They don't 
know what has gone on. Let's face it, pussies don't even come close to 
attempting to program the PSX. 


V V V V 


Maybe we need a new newsgroup "sce?.yaroze.whiners.whaaa.whaaa.whaaa" 


:-) 


For the newbies: There a usenet tradition օք creating newsgroups օք the 
form "alt. (something unpleasant). (something) . (something) . (something) " 
for example there is a real group: "alt.barney.dinosur.die.die.die" :-) 


EdF 
--MESSAGE FILE 1803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00506 


--MESSAGE FILE 1804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000507 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 20:16:57 -0800 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <6ei8ufSjdt3@scea> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I'm sure it's a good developing environment IN THEORY but I don't have 
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> Datel, because I already checked them. 
> 


What was wrong with Datel ? I got mine direct from them.... 
Craig. 


—-MESSAGE FILE 17089 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000671 


—--MESSAGE FILE 17090 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000672 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze France & World Cup 

Date: Thu, 28 May 1998 22:53:43 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <356E2337.297B@hotmail.com> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-127-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 


Hey are there any Yaroze Headz in France, I'm taking a family trip there 
the beginning of July. If there is anyone out there let me know, I'm 

also trying to find tickets to the July 8th match at St. Denis for World 
Cup soccer, or football, whichever. 


We're going to be renting a car so will be pretty mobile. Not sure 
which towns I will be staying in, but mostly tooling around the mid 
North East Region. 


Thanks, 


Will Atkin 
—--MESSAGE FILE 17090 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000672 


——MESSAGE FILE 17091 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000673 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze France & World Cup 

Date: 29 May 1998 10:31:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6km2qf$Slev1l7@chuka.playstation.co.uk> 

References: <356E2337.297B@hotmail.com> 

NNTP-Posting-Host: n9.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/356E2337.297B@hotmail.com 


Will Atkin <william_atkin@hotmail.com> wrote: 
>, I'm 
>also trying to find tickets to the July 8th match at St. Denis for World 


>Cup soccer, or football, whichever. 
> 
> 


I hope you're seriously rich :) 


Pia ors 
You do know Its illegal to buy tickets from touts in france and all tickets 
will have the names of the purchersers printed on them. 


——MESSAGE FILE 17091 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000673 
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——MESSAGE FILE 17092 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000674 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: E3 Questions for all who attended, esp. Mario 

Date: Sun, 31 May 1998 16:39:38 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35718657.3581814@news.scea.sony.com> 
NNTP-Posting-Host: client-—151-198-130-19.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello to all you lucky guys, 
Well, I could ask a million questions, but let's start off with 
just a few: 


1) In your opinion, which company made the biggest impression at the 
show? Who were people talking about? Close ties are allowed... 


2) What games were you most impressed with? What games were people 
talking about? 


3) Where were Dreamcast/Katana and Project X? What was your 
impression of their debut? If they were there, where were they shown 
and who got to see them? What was the 'buzz'? 


That's enough for now... 
-Matt 


——MESSAGE FILE 17092 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000674 


——MESSAGE FILE 17093 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000675 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Light Cycle Arena 1.5 

Date: Sun, 31 May 1998 17:29:35 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3571F5EF.AB6DFB03@concentric.net> 

References: <01bd847b$15479ae0$5b80accf@kd-home> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts030d02.sto-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This game is just so cool! Bravo, Kevin! Everyone, please give it a try! 
Scott 
Kevin Davis wrote: 


I've updated my game Light Cycle Arena, as well as posting the source code 
for the game. Try it out and let me know what you think. 


> 
> 
> 
> Kevin 
> 
> 


http://www.scea.sony.com/net/yaroze/pages/kdavis.html 


——MESSAGE FILE 17093 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000675 


—-MESSAGE FILE 17094 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000676 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 
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Date: Tue, 02 Jun 1998 16:18:51 -0400 
Organization: SCEA News Server 

Lines: 67 

Message-ID: <35745E2B.B68ED160@mail.datasys.net> 
References: <35718657.3581814@news.scea.sony.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 200.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Matthew Hulett wrote: 


> 

> Hello to all you lucky guys, 

> Well, I could ask a million questions, but let's start off with 
> just a few: 
> 

> 

> 


1) In your opinion, which company made the biggest impression at the 
show? Who were people talking about? Close ties are allowed... 


Honestly, the coolest booth was the Sony booth; Except the word 
"booth" is a massive understatment, "Section" is a better word. They 
had 2 huge 2-story TV screens, a catwalk, a restraunt, and countless 
game units set up - one of which was using a blue debug unit. 


Nintendo had the second largest booth, but it was as cool as the sony 
booth. Definately, the coolest thing there in my opinion was the Color 
Gameboy. It got me excited, I really liked it. It was small, and had a 
beautiful color screen. 


I had the honor to attend the SquareSoft Press Conference. I got to 
see the President of Square, the Producer of FF8, and the president (I 
think) of EA. Two new companies were formed; Square EA(For square 
publishing in the USA), and EA Square(For EA publishing in Japan). I 
also got to see a video of FF8 at the press conference... Words can't 
describe it. The game will be breathtaking; absolutely breathtaking. 
Anything I say here cannot possibly do justice to what this game will 
be, so I won't even try. 


> 2) What games were you most impressed with? What games were people 
> talking about? 


FF8 was the game that I was most impressed with, even though all I got 
to see of it was 3 minutes of video. 


Crash Bandicoot Warped was in my opinion the funnest game I got to 
play. It supports the Dual Shock Analog pad, and it felt great. 


Parasite Eve looked very good. The CGI scenes were well directed, and 
the battle system was very original. Expect this game to be almost as 
popular as FF7. 


> 3) Where were Dreamcast/Katana and Project X? What was your 
> impression of their debut? If they were there, where were they shown 
> and who got to see them? What was the 'buzz'? 


Well... It's just Dreamcast for now; although alot of people aren't 
happy with the name. (I remember hearing on imagine radio them saying 
it sounded like a bed matris) The Sega booth turned out to be a 
disapointment, with nothing really spectacular and NO dreamcast on 
display. The Dreamcast was shown at E3, but only behind closed doors 
and was only shown on the 27th -- a day before I arrived at E3. I 
might have been able to get a gander at it as I had a media pass, but 
I couldn't skip another day of school. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
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WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
——MESSAGE FILE 17094 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000676 


——MESSAGE FILE 17095 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000677 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Voria GameWorks 

Date: Tue, 02 Jun 1998 17:52:48 -0400 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <35747430.BB61A548@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 241.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'd just like to invite everyone to come and check out the new Voria 
GameWorks Website! 


The last web page we had was too complex, so we now have a 
super-simple webpage that is a cinch to update as well as read but 
without compromising the design or layout. On average it's updated 
twice a week now. The site resides on a non-sony server so that anyone 


can view it, but any file containing yaroze executables will be 
downloaded from the Yaroze server. All of you being Net Yaroze 
members, downloading any file with a Yaroze executable will be 


transparent although it might ask you for your password before it will 
let you download it. 


Not only are we sporting a really cool new web page design, but I just 
put a very useful utility I wrote online as well. 


The Utility, called "combine", takes all your datafiles (Being TIM, 
VB, VH, SEQ, or whatever) and compiles them all into one big file, 
while also generating C header information. When I wrote it, I tried 
to make it as flexible as possible - and I ended up making it so 
flexible I cannot imagine how it could get easier to add any file to 
your project! 


For example in our Orbs project, to add, say, a graphic all we have to 
do is make the tim and copy it to the datafile directory. The next 
time I "make" the project, it automatically takes every file in this 
directory, makes a big datafile, and makes a C header file containing 
macros and memory offsets of the corresponding data. (The details for 
setting up such a system are in the small manual included in the zip 
file) The source code is included so that you can add features as you 
wish, I just ask that if you come across a really useful feature that 
you added, that you share it with me so that I can add it to future 
versions. 


I don't mean to brag - the program is so simple it's nearly stupid. I 
just didn't want you to pass it over; as I want to see what other net 
yaroze members think of it. The code is heavily commented, and should 
be fairly easy to figure out. You can download this utility from the 

projects section. 


Well, come check out the site! Here's the URL: 
http://www.datasys.net/users/stu/rquat/voria 


Tell me what you think, and anything that you think the site needs, or 
needs changed. 


Net Yaroze newsgroups message dump.txt Page 11505 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
——MESSAGE FILE 17095 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000677 


——MESSAGE FILE 17096 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000678 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: 3 Jun 1998 13:13:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <613i5nS609@chuka.playstation.co.uk> 

References: <35718657.3581814@news.scea.sony.com> 

NNTP-Posting-Host: n26.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35718657.3581814@news.scea.sony.com 


m 

> 

>3) Where were Dreamcast/Katana and Project X? What was your 
>impression of their debut? If they were there, where were they shown 
>and who got to see them? What was the 'buzz'? 

> 

>That's enough for now... 


Does anyone care? By the time we get em in the West they will well out of date. 


—-MESSAGE FILE 17096 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000678 


——MESSAGE FILE 17097 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000679 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Wed, 03 Jun 1998 19:45:54 GMT 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <3575a61d.189995228@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Sun, 31 May 1998 16:39:38 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello to all you lucky guys, 

> Well, I could ask a million questions, but let's start off with 
>just a few: 

> 

>1) In your opinion, which company made the biggest impression at the 
>show? Who were people talking about? Close ties are allowed... 

Well I was really impressed with the Nintendo booth myself dont get me 
wrong Sony's booth was amazing but I guess I was expecting that from 
sony already. 


>2) What games were you most impressed with? What games were people 
>talking about? 
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My absolute favortite thing there was the color GameBoy it just looked 
really cool and I cant wait for it too come out! 

Other things that were cool! (In order) 

1. All the women!!! 

2. Metal Gear Solid 

3. Zelda 

4 SimCity 3000 (That game is too cool!) 


>3) Where were Dreamcast/Katana and Project X? What was your 
>impression of their debut? If they were there, where were they shown 
>and who got to see them? What was the 'buzz'? 

I saw a bunch of dreamcast stuff and got a bunch of info but nothin on 
project X 


The thing that dissiponted me most about the show was that a few 
booths that I expexted to be there werent 

SoftImage 

Enix (They had bust a move playing in the sony section but the PSX's 
were skipping so bad it was hard to play) 


One other thing that dissiponted me was how programmers are using the 
dual shock I think it's the coolest ide if used at a proper time but I 
played a few games (racing) were it does the light rumble the whole 
time and does the deep rumble when you hit somthing. 


But overall I had a great time 


P.S. I hung out at the yaroze booth and there seemed to be a good 
interest in the thing!!! 


> 

>That's enough for now... 
> 

>-Matt 


——MESSAGE FILE 17097 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000679 


——MESSAGE FILE 17098 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000680 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 04 Jun 1998 01:03:34 GMT 

Organization: SCEA Hardware Engineering 

Lines: 95 

Message-ID: <3575f15b.30925304@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <35745E2B.B68ED160@mail.datasys.ne 
t> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.1/32.230 


Matthew, 


Their should have been non on the floor, all were grey. 
Here are some interesting E3 stats..... 
PlayStation booth was 44,800 sq ft. 


Total PlayStations set up in booth, conference rooms, and party site 
was almost 300. 


Tractor trailers used to transport items to Atlanta was close to 60. 


Jerry 
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SCEA 
Hardware Engineer 


On Tue, 02 Jun 1998 16:18:51 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Matthew Hulett wrote: 


>> 

>> Hello to all you lucky guys, 

>> Well, I could ask a million questions, but let's start off with 

>> just a few: 

>> 

>> 1) In your opinion, which company made the biggest impression at the 


>> show? Who were people talking about? Close ties are allowed... 

> 

>Honestly, the coolest booth was the Sony booth; Except the word 
>"booth" is a massive understatment, "Section" is a better word. They 
>had 2 huge 2-story TV screens, a catwalk, a restraunt, and countless 
>game units set up - one of which was using a blue debug unit. 

> 

>Nintendo had the second largest booth, but it was as cool as the sony 
>booth. Definately, the coolest thing there in my opinion was the Color 
>Gameboy. It got me excited, I really liked it. It was small, and had a 
>beautiful color screen. 

> 

>I had the honor to attend the SquareSoft Press Conference. I got to 
>see the President of Square, the Producer of FF8, and the president (I 
>think) of EA. Two new companies were formed; Square EA(For square 
>publishing in the USA), and EA Square(For EA publishing in Japan). 
>also got to see a video of FF8 at the press conference... Words can't 
>describe it. The game will be breathtaking; absolutely breathtaking. 
>Anything I say here cannot possibly do justice to what this game will 
>be, so I won't even try. 
> 

>> 2) What games were you most impressed with? What games were people 
>> talking about? 

> 

>FF8 was the game that I was most impressed with, even though all I got 
>to see of it was 3 minutes of video. 

> 

>Crash Bandicoot Warped was in my opinion the funnest game I got to 
>play. It supports the Dual Shock Analog pad, and it felt great. 

> 


>Parasite Eve looked very good. The CGI scenes were well directed, and 

>the battle system was very original. Expect this game to be almost as 

>popular as FF7. 

> 

>> 3 Where were Dreamcast/Katana and Project X? What was your 

>> impression of their debut? If they were there, where were they shown 
>> and who got to see them? What was the 'buzz'? 


> 
>Well... It's just Dreamcast for now; although alot of people aren't 
>happy with the name. (I remember hearing on imagine radio them saying 


>it sounded like a bed matris) The Sega booth turned out to be a 
>disapointment, with nothing really spectacular and NO dreamcast on 
>display. The Dreamcast was shown at E3, but only behind closed doors 
>and was only shown on the 27th -- a day before I arrived at E3. I 
>might have been able to get a gander at it as I had a media pass, but 
>I couldn't skip another day of school. 

> 

>—— 

>'Darco 

>darco@NOSPAM@bigfoot.com 

> 

>Please replace "@NOSPAM@" with an "@" to email me. 

> 

>UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
>WWW: (sorry, page is down) 

>Voria: http://www.datasys.net/users/stu/rquat/voria 
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>PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
> 

>"Just because I'm paranoid, doesn't mean that they 

> are not out to get me." 


—-MESSAGE FILE 17098 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000680 


——MESSAGE FILE 17099 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000681 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 04 Jun 1998 01:11:26 GMT 

Organization: SCEA Hardware Engineering 

Lines: 46 

Message-ID: <3575f£35c.31437618@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3575a61d.189995228@news.scea.sony 
. com> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.1/32.230 


Michael, 


Were these the Bust-a-groove units in the PlayStation booth on PAL 
monitors? 


Our SCEE people set these up and they were running on some old blue 
PAL debugs tucked away under the kiosk. I wish they would have said 
something if they were choaking....... I would have fixed them : ( 


Oh well, could not be everywhere. 


Jerry 


On Wed, 03 Jun 1998 19:45:54 GMT, dajudge@home.com (Michael Klucher) 
wrote: 


> 

>The thing that dissiponted me most about the show was that a few 
>booths that I expexted to be there werent 

>SoftImage 

>Enix (They had bust a move playing in the sony section but the PSX's 
>were skipping so bad it was hard to play) 

> 

>One other thing that dissiponted me was how programmers are using the 
>dual shock I think it's the coolest ide if used at a proper time but I 
>played a few games (racing) were it does the light rumble the whole 
>time and does the deep rumble when you hit somthing. 

> 

> 

>But overall I had a great time 

> 

>P.S. I hung out at the yaroze booth and there seemed to be a good 
>interest in the thing!!! 

> 


> 
>> 


>>That's enough for now... 
>> 


>>-Matt 
> 


-—-MESSAGE FILE 17099 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000681 


—--MESSAGE FILE 17100 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000682 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 
Date: Thu, 04 Jun 1998 01:38:48 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3575fa29.73575963@news.scea.sony.com> 
References: <35718657.3581814@news.scea.sony.com> <35745E2B.B68ED160@mail.datasys.ne 
t> <3575f15b.30925304@news.scea.sony.com> 
NNTP-Posting-Host: client-151-198-130-106.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Matthew, 
> 


Gotta ask Darco, I wasn't there... I am just asking questions. 
Darco? 


-Matt 


--MESSAGE FILE 17100 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000682 


--MESSAGE FILE 17101 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000683 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 04 Jun 1998 11:01:31 +0100 

Organization: Intelligent Research 

Lines: 25 

Message-ID: <3576707B.BC37FFFA@hinge.mistral.co.uk> 

References: <35718657.3581814@news.scea.sony.com> <35745E2B.B68ED160@mail.datasys.ne 
t> <3575f15b.30925304@news.scea.sony.com> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Jerry Jessop wrote: 

> Matthew, 

> 

> Where was the blue debug unit????? 
> 

> 


Their should have been non on the floor, all were grey. 


Change of policy from ECTS? There were loads of blue stations 
at ETCS.... 


Here are some interesting E3 stats..... 
PlayStation booth was 44,800 sq ft. 


Total PlayStations set up in booth, conference rooms, and party site 


> 
> 
> 
> 
> 
> was almost 300. 


Sounds just like the one at ECTS - it was like a nightclub, video walls, 
bar, chill out area, DJ.... 


Craig. 
—-MESSAGE FILE 17101 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000683 
—-MESSAGE FILE 17102 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000684 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 
Date: Thu, 04 Jun 1998 14:17:02 GMT 

Organization: L4 Software 

Lines: 34 

Message-ID: <3576a92c.636582@205.149.189.29> 
References: <35718657.3581814@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sun, 31 May 1998 16:39:38 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello to all you lucky guys, 

> Well, I could ask a million questions, but let's start off with 
>just a few: 

> 

>1) In your opinion, which company made the biggest impression at the 
>show? Who were people talking about? Close ties are allowed... 


I've gotta say that Sony had the most impressive booth of the show. 
The second most impressive part of the show was the size that my feet 
had swelled to by the time it was over! 


>2) What games were you most impressed with? What games were people 
>talking about? 


"Metal Gear Solid" was, in my oppinion, the best of the show! 


"Alien vs. Predator" was also very nice, but I only saw the PC 
version. 


"Bust a Groove" didn't do much for me, but was VERY popular with the 
crowd. 


>3) Where were Dreamcast/Katana and Project X? What was your 
>impression of their debut? If they were there, where were they shown 
>and who got to see them? What was the 'buzz'? 


Dreamcast and Project X were both shown privately and covered by NDA. 
I was only able to see one of them. I'd tell you about it, but then 
I'd have to kill you. 


Mario 
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—-MESSAGE FILE 17102 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000684 


--MESSAGE FILE 17103 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000685 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 04 Jun 1998 19:41:47 GMT 

Organization: SCEA News Server 

Lines: 59 

Message-ID: <3576£829.276535627@news.scea.sony.com> 


References: <35718657.3581814@news.scea.sony.com> <3575a61d.189995228@news.scea.sony 


.com> <3575f35c.31437618@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I think it was the japanese version of the so it would have been NTSC 
as for the blue debug stations I saw tons of em just not at the Sony 
booth 
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>time/money to be a paying beta tester. I'll buy it back happily when 
>people start praising it. I bought it in the first place because 

>it looked good on paper, and well worth the £90 special price. 
>Seriously, who gave it what award though? I honestly would like to 
>know. 


In defense of codewarrior: all the computers at school here are Macs, and 
have been for quite some time; it's changing, but slowly. As such, we use 
codewarrior, on Macs, for most of our intro programming classes. And: it's 
awesome. Their gui class libraries are more intuitive and pleasant than 
MFC, and their IDE has a lot of things which, once you know them, make it 
easier to get around. Here's a handout from the cs108 class here. A 
warning: it's for the mac a version or two ago; on the pc, you'll have to 
find out the keys yourself, or (what I've done) go into CW prefs and switch 
them to mac-like. 


http://www-cse.stanford.edu/class/cs108/971lhandouts/06%20Metrowerks%20Tips.p 
df 


Hope it helps. Being able to control-double-click on a symbol and have it 
go to the definition even across files is my favorite feature, though 
control-tab to go between a .h and its associated .c is pretty cool. 


Also: the debugger, for all its flaws, is a lot more pleasant than gdb. 


Unfortunately, the windows port isn't very good. It's not totally a mac 
program, and not totally a windows program. Their choice to use a different 
system than siocons for running programs is a bit suspect, also. I've never 


had the IDE itself crash; pscomutil's a bit flaky, though. 


mike 


--MESSAGE FILE 1804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00507 


--MESSAGE FILE 1805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000508 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Sun, 15 Mar 1998 23:55:29 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <350c6a0e.15690351@news.scea.sony.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <O1lbd4f38S$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <350c3928.3170490@news.scea.sony 
.com> <350C99D6.7F7D@charlie.cns.iit.edu> 

NNTP-Posting-Host: client-119-47.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Maybe we need a new newsgroup "sce?.yaroze.whiners.whaaa.whaaa.whaaa" 
[LOL] Great, and we'll let you and Craig do all the slaying! [grin] 
-Matt 


--MESSAGE FILE 1805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00508 


—-MESSAGE FILE 1806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000509 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 16 Mar 1998 07:47:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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On Thu, 04 Jun 1998 01:11:26 GMT, Jerry_Jessop@Playstation.Sony.Com 
(Jerry Jessop) wrote: 


> 

>Michael, 

> 

>Were these the Bust-a-groove units in the PlayStation booth on PAL 
>monitors? 

> 

>Our SCEE people set these up and they were running on some old blue 
>PAL debugs tucked away under the kiosk. I wish they would have said 
>something if they were choaking....... I would have fixed them : ( 

> 

>Oh well, could not be everywhere. 

> 

>Jerry 

> 

> 

> 

> 

>On Wed, 03 Jun 1998 19:45:54 GMT, dajudge@home.com (Michael Klucher) 
>wrote: 

> 

>> 

>>The thing that dissiponted me most about the show was that a few 
>>booths that I expexted to be there werent 

>>SoftImage 

>>Enix (They had bust a move playing in the sony section but the PSX's 
>>were skipping so bad it was hard to play) 

>> 

>>One other thing that dissiponted me was how programmers are using the 
>>dual shock I think it's the coolest ide if used at a proper time but I 
>>played a few games (racing) were it does the light rumble the whole 
>>time and does the deep rumble when you hit somthing. 

>> 

>> 

>>But overall I had a great time 

>> 

>>P.S. I hung out at the yaroze booth and there seemed to be a good 
>>interest in the thing!!! 

>> 

>> 

>> 

>>> 

>>>That's enough for now... 

>>> 

>>>-Matt 

>> 


—-MESSAGE FILE 17103 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000685 


—-MESSAGE FILE 17104 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000686 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 04 Jun 1998 17:05:53 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <3576cf57.44658069@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> 
NNTP-Posting-Host: client-120-40.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>"Metal Gear Solid" was, in my oppinion, the best of the show! 


I am looking forward to this game a great deal! Any mention of a 
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release date? Or is it still '...when it's ready...". 


>Dreamcast and Project X were both shown privately and covered by NDA. 
>I was only able to see one of them. I'd tell you about it, but then 
>I'd have to kill you. 


NDAs...[sigh] Why would VM Labs want a NDA on a console coming out 
for this X-mas season in October? IMHO, too much mystery can lead to a 
disinterested public. Or just an uninformed public. Why wouldn't they 
want to show off the prowess of their new system at the biggest show 
of the year? Hmmm...... 

I warned you in my e-mail that you were not allowed to claim NDA 
secretivity when you returned from E3... my agents will be visiting 
you soon to 'debrief' you thoroughly. [BG] 


—Matt, who awaits the day when he is 'in-the-know' telling others 
about NDAs... 


—-MESSAGE FILE 17104 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000686 


——MESSAGE FILE 17105 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000687 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: 05 Jun 1998 10:48:42 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Sender: thutton@TECH10 

Message-ID: <uemx47jx1.fsf@cybec.com.au> 

References: <35718657.3581814@news.scea.sony.com> 
<3576a92c.636582@205.149.189.29> <3576cf57.44658069@news.scea.sony.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


matth@bellatlantic.net (Matthew Hulett) writes: 


>"Metal Gear Solid" was, in my oppinion, the best of the show! 


I am looking forward to this game a great deal! Any mention of a 
release date? Or is it still '...when it's ready...". 


VV NV VV V V 


I believe it should be out in July for the PAL territories, dunno 

about the US. 

Toby. 

——MESSAGE FILE 17105 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000687 


——MESSAGE FILE 17106 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000688 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: 05 Jun 1998 10:51:49 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Sender: thutton@TECH10 

Message-ID: <ud8co7 jru.fsf@cybec.com.au> 

References: <35718657.3581814@news.scea.sony.com> 
<3576a92c.636582@0205.149.189.29> <3576cf57.44658069@news.scea.sony.com> 
<uemx47jx1.fsf@cybec.com.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Toby Hutton <thutton@cybec.com.au> writes: 
> I believe it should be out in July for the PAL territories, dunno 
> about the US. 
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Hang on, make that August. 
Toby. 
-—-MESSAGE FILE 17106 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000688 


—-MESSAGE FILE 17107 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000689 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: *Sigh* 

Date: 05 Jun 1998 11:00:42 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Sender: thutton@TECH10 

Message-ID: <ubts87jd1l.fsf_-_@cybec.com.au> 

References: <35718657.3581814@news.scea.sony.com> 
<3576a92c.636582@0205.149.189.29> <3576cf57.44658069@news.scea.sony.com> 
<uemx47jx1l.fsf@cybec.com.au> <ud8co7jru.fsf@cybec.com.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Toby Hutton <thutton@cybec.com.au> writes: 
Toby Hutton <thutton@cybec.com.au> writes: 


> I believe it should be out in July for the PAL territories, dunno 
> about the US. 


VVVVVV 


Hang on, make that August. 


As you can tell, I'm quite looking forward to this game. PSM Online 
says it's due in October in the US. It's too bloody hard to work out 
who to trust with these release dates. And then games are usually out 
in Japan, then US, then Europe, except not always. Most of the online 
PSX mag sites are US and only give US dates... if only there was an 
official release schedule produced by Sony. Grrr. 


Toby. 
—-MESSAGE FILE 17107 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000689 


-—-MESSAGE FILE 17108 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000690 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Fri, 05 Jun 1998 01:20:56 GMT 

Organization: SCEA Hardware Engineering 

Lines: 12 

Message-ID: <3577479c.31465374@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> 
NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 04 Jun 1998 14:17:02 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


Bet I know which one you saw :) 


> 

>Dreamcast and Project X were both shown privately and covered by NDA. 
>I was only able to see one of them. I'd tell you about it, but then 
>I'd have to kill you. 

> 

>Mario 


—-MESSAGE FILE 17108 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000690 


—--MESSAGE FILE 17109 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000691 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 
Date: Thu, 04 Jun 1998 22:57:29 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <35775E99.6C681DAC@mail.datasys.net> 
References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576c£57.44658069@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Matthew Hulett wrote: 

> NDAs...[sigh] Why would VM Labs want a NDA on a console coming out 
> for this X-mas season in October? IMHO, too much mystery can lead to a 
> disinterested public. Or just an uninformed public. Why wouldn't they 
> want to show off the prowess of their new system at the biggest show 

> of the year? Hmmm...... 

If they didn't have enough software. The hardware may very well be 
finished and ready, but you have to have software to run on it. 

Showing a system without software is asking to be totaly screwed over. 
People will loose intrest VERY quickly. It's better to let out little 
tid-bits of info and specs, to bait the public and get everyone hyped 
up. If they show everything now, then the public will get borred. If 
they show nothing now, and have a suprise launch...Well look at what 
happened to the saturn. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

--MESSAGE FILE 17109 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000691 


--MESSAGE FILE 17110 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000692 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 04 Jun 1998 23:00:48 -0400 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35775F60.54182F24@mail.datasys.net> 

References: <35718657.3581814@news.scea.sony.com> <35745E2B.B68ED160@mail.datasys.ne 
t> <3575f15b.30925304@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


[NOTE: I accidently sent this message to Jerry himself rather than to 
the newsgroup. I'm just putting it where it's supose to be] 


Jerome_Jessop@playstation.sony.com wrote: 
Thanks for the info, I thought I had caught them all :) 
FYI except for minor Օ.Տ. (very minor) changes and a CD controller that 


ignores all disk protection schemes their is nothing special about the blue 
debugs. 


VV V V V V 
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Except their blue and cost $30,000. :) I donno, it was just really 
cool to actually see one in person. You also forgot the 8 megs of ram, 
as opposed to the normal 2. Just out of curosity, what was the OS 
change on the debug units? 


I also herd someone talking about a green debug unit. This unit 
suposidly had all the hardware upgrades/changes as the new 
playstations but has 8 megs of ram and no protection scheme. It was 
supose to be used so that developers could make sure that their code 
works properly on the new hardware. 


I wouldn't have thought that was a problem, until I discovered that a 
lock-up bug in the demo disk I got with my grey playstation 
dissapeared when I played the disc with my Yaroze system. Perhaps the 
hardware of the new and the old systems aren't 100% compatable after 
all... 


BTW: I have a bad habit of meaning to reply to a message ina 
newsgroup but accidently replying to them in person. I have really got 
to watch out for that. The last message was a good example. :) 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

--MESSAGE FILE 17110 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000692 


—-MESSAGE FILE 17111 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000693 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Fri, 05 Jun 1998 00:29:32 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35773971.5580709@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576cf£57.44658069@news.scea.sony.com> <35775E99.6C681DAC@mail.datasys.net> 
NNTP-Posting-Host: client-120-31.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>If they didn't have enough software. The hardware may very well be 
>finished and ready, but you have to have software to run on it. 
>Showing a system without software is asking to be totaly screwed over. 
>People will loose intrest VERY quickly. It's better to let out little 
>tid-bits of info and specs, to bait the public and get everyone hyped 
>up. If they show everything now, then the public will get borred. If 
>they show nothing now, and have a suprise launch...Well look at what 
>happened to the saturn. 


After getting your e-mail, I see you are refering to Dreamcast, 
while I am referring to Project X. It (Project X) is supposed to 
launch in four months... I don't think they are going to make this 
X-mas season and their October launch. That is why I am surprised it 
wasn't open to the public. 

But, even if I was refering to Dreamcast, they should have opened 
it to the public anyway, Sega needs all the positive press they can 
get. ;-))) Seriously, I think it was wise for Sega to keep quiet on 
Dreamcast, why inform Saturn owners that their platform is dead? 
Better to let them fantasize that the platform is getting full 
support, and that they made a good choice. I suspect that gamers like 
us have seen the writing on the wall for a long time, but the average 
joe probably doesn't realize that his platform is on life support, and 
fading fast. Sega seems to be like that, why inform people and stop 
them from buying more Saturns over the next year... 
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—Matt, who pities all children who receive a Saturn this X-mas [sob] 


—-MESSAGE FILE 17111 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000693 


-—-MESSAGE FILE 17112 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000694 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Public Profile-List 

Date: Fri, 5 Jun 1998 08:34:47 +0200 

Organization: Debri Productions 

Lines: 61 

Message-ID: <lda555p.1lro30gjlsvbgd2N@al1-88-117.al.nl> 
NNTP-Posting-Host: 81-88-117.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


First: 

Thanks everybody who already sent in their profiles. 

For everybody who doesn't know it yet, I try to keep up a public 
profilelist with Yaroze-members. This list is more like a adressbook 


with some info about members that sent in their profile. 


If you are looking for some coders... 
Just check the profilelist. 


If you are looking for designers... 
Just check the profilelist. 


If you are looking for members in your home-town... 
Just check the profilelist. 


Need some E-mail adresses or ICQ numbers? 
Just check the profilelist. 


Want to start a project with SCEE, SCEA and SCEI members? 
Just check the profilelist. 


Just started working on a project with other members that you don't even 
know? 
Just check the profilelist and maybe you know who you'r dealing with and 
what you can expect. 


No time to keep up a weppage with basic info on yourself? 
Just sent in your profile and sent in an update every now and then.. 


If you want your profile on the list (and it's not already on), just 
sent the next info to DEnnis (macsuppor@al.nl) 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

— Personal Page <linked> 

- NY page <linked> 

— Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10» 

- Rate Coding Skills <number out of 10> 

— Specialisation 

- Projects 

— Extra Info 

- Member since 

- Hot 

- Not 
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The list can be found here: 
http://www.al.nl/macsupport/debri/ 


Cheers DEnnis.. 
-—-MESSAGE FILE 17112 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000694 


—-MESSAGE FILE 17113 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000695 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Fri, 05 Jun 1998 23:03:01 -0400 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <3578B165.1DDB7CD9@mail.datasys.net> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576cf£57.44658069@news.scea.sony.com> <35775E99.6C681DAC@mail.datasys.net> <35773971 
-5580709@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Matthew Hulett wrote: 

> After getting your e-mail, I see you are refering to Dreamcast, 
while I am referring to Project X. It (Project X) is supposed to 
launch in four months... I don't think they are going to make this 
X-mas season and their October launch. That is why I am surprised it 
wasn't open to the public. 


V V V V 


I wasn't even aware that there was a project X untill I herd about it 
in this newsgroup. 


But, even if I was refering to Dreamcast, they should have opened 
it to the public anyway, Sega needs all the positive press they can 
get. ;-))) Seriously, I think it was wise for Sega to keep quiet on 
Dreamcast, why inform Saturn owners that their platform is dead? 
Better to let them fantasize that the platform is getting full 
support, and that they made a good choice. I suspect that gamers like 
us have seen the writing on the wall for a long time, but the average 
joe probably doesn't realize that his platform is on life support, and 
fading fast. Sega seems to be like that, why inform people and stop 
them from buying more Saturns over the next year... 


VVVVVVVV VV 


That's how Sega thought when they did a suprise release of the Saturn. 
They didn't want people to say, "Oh! Saturn is comming out in a few 
days, so I won't bother with this 32x thingie". Greed got the better 
of them, as well as ignorance. They thought that people would get 
excited very quickly and go out and grab the new saturn. But people 
eyed the new system with caution, Rather than looking at the system 
and going "Yippe!". 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17113 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000695 


—-MESSAGE FILE 17114 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000696 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Sat, 06 Jun 1998 02:20:42 GMT 

Organization: SCEA News Server 

Lines: 68 

Message-ID: <3578albe.15641313@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576c£57.44658069@news.scea.sony.com> <35775E99.6C681DAC@mail.datasys.net> <35773971 
-5580709@news.scea.sony.com> <3578B165.1DDB7CD9@mail.datasys.net> 

NNTP-Posting-Host: client-—151-198-130-16.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I wasn't even aware that there was a project X untill I herd about it 
>in this newsgroup. 


Well, here is what I know, if you care... Project X is a console 
being created by VM Labs. At the beginning of the yaroze program, Bill 
Rehbock was our fearless leader, and Greg LaBrec was our webmaster. 
Greg was lured away by VM Labs last August, and Bill followed him a 
month later. Bill said in an interview that he was so amazed by the 
machine, and by the libraries being written, that he could not resist 
the opportunity. There is more to the story of why they left Sony, but 
no one will ever tell pions like you and me, and I suppose it is not 
our business, although it did seem to disrupt the yaroze program a wee 
bit. 

VM Labs also hired Chris Svenson (sp.) away from Next-Generation 
magazine, and one of the writers was joking about how Chris was 
gleery-eyed after seeing the demos, lots of people are buzzing about 
the machine. 

Professional development kits are only going to cost $7500, which 
is amazingly cheap, and this is obviously part of their plan to gain 
third-party support. 

The compiler is supposed to be very flexible and 'forgiving', 
making life easier for the programmer. 

There are a few demos I have read about. One is Tempest 3000, 
written by VM Labs owner (?) Jeff Minter himself. One is of a display 
of melting pyramids, supposedly Jeff likes psychedelic images. 

One demo is to show the versatility of the compiler: they took the 
publically posted Doom code, and compiled it straight to run on the 
console. It supposedly runs pretty good, and is only using 1/28th of 
the power the console has to offer. And the last demo I read about is 
a bunch of spinning 3D cubes, with all the other demos running 
real-time and texture-mapped onto the cubes. 

I read about an October release date for this X-mas season, but we 
all know how dependable those rumors are. 

Here is a good article, an interview with our former fearless 
leader, now head of third party developer support at VM Labs: 


http://www.gamasutra.com/features/business_and_legal/19980403/vmlabs_01-htm 


Now, if I could just convince Mario that there are ethics that rise 


above NDAs, I could find out a lot more! [LOL] The people have a 

right to know, freedom of information rules, down with the corporate 

zoot-suits!!! True gamers are blood brothers and know no secrets!!! 
I am just kidding... ;-)) 


>That's how Sega thought when they did a suprise release of the Saturn. 
>They didn't want people to say, "Oh! Saturn is comming out in a few 
>days, so I won't bother with this 32x thingie". Greed got the better 
>of them, as well as ignorance. They thought that people would get 
>excited very quickly and go out and grab the new saturn. But people 
>eyed the new system with caution, Rather than looking at the system 
>and going "Yippe!". 


Greedy jerkies also heard about PSX and it's 3D capabilities, and 
wanted to try to get an advantage over Sony. They designed Saturn for 
2D games, and they saw that Sony was going to whip ‘em silly. They 
chucked in a few chips or something at the last minute, to try to 
increase the 3D power of the machine... and they ended up creating a 
machine that is theoretically 50% more powerful than the PSX. But, the 
dual processor design is so hard to develop for and progarm with, I 
suspect that that potential will be forever unrealized. Tsk tsk... 
[LOL] 
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Did you ever see the inside of a Saturn, what an ugly mess they 
created in desparation to compete with Sony. I just bought Tomb Raider 
II, I think I will go bask in some Sony goodness right now! 


-Matt 


--MESSAGE FILE 17114 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000696 


——MESSAGE FILE 17115 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000697 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Programmer wanted 

Date: Sat, 06 Jun 1998 14:21:24 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3579B2D3.FDOCE153@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts001d35.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello all, 


I have a proposition for anyone that's interested. A friend of a 
friend is looking for a game programmer. He has a board game that 
he'd like to translate to the computer. He intends to ultimately 
sell it so there definitely is some money involved. I've met with 
him and he's described the game to me. It sounds relatively easy 
to implement, but since I have very little Windows programming 
experience I wouldn't be of much help to him. He fully expects 
this to be an on-the-side job so this is something you could do in 
your spare time. 


If anyone is interested in getting more information about this 
please email me: dsyaroze@concentric.net 


Thanks, 
Scott 


—-MESSAGE FILE 17115 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000697 


—-MESSAGE FILE 17116 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000698 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound, scee.yaroze. 
freetalk.english, scea.yaroze.freetalk 

Subject: DMS v1.1.0 Released 

Date: Sat, 06 Jun 1998 16:18:40 -0700 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <3579CE50.298AF844@jps.net> 

NNTP-Posting-Host: oak-port1507.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:144 scea.yaroze.programm 
ing.sound:189 scee.yaroze.freetalk.english:1103 scea.yaroze.freetalk:698 


Hello, 


That Yaroze MOD player thing that I was working on about 2 months 
ago is finally finished---well, sort of. You can grab it from: 


http://www. jps.net/tenchi/dms_110.zip 


For those who didn't see the other thread, DMS is an S3M player 
for the Yaroze which is a set of library routines that interpret 
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its own file. It uses a frame-by-frame polling process and 
supports up to 16 channels of stereo sound with reverb capability. 
All this with very little CPU overhead. 


The dms_110.zip pack should contain: 


— DMSPlay (an example DMS player for NTSC) 
- DMS libraries 

- S2S S3M-to-DMS DOS conversion utility 

- VABtest (Yaroze VAB testing utility) 

- an example S3M file 

- documentation 


After downloading, please see the README.TXT file for instructions 
on compiling and converting files. 


DMS will not play your S3M exactly, but it's pretty close. The 
major things missing are pitch slides, portamento, and vibrato---I 
may eventually get around to fixing that. 


Thanks to everyone with their feedback. Please send me any 
comments you have. 


p.s. I've changed e-mail addresses to "tenchi@shell.jps.net", 
and my web pages will also be down until I get them 
transferred over from my old ISP... 


Mata ne, բ Հաջ 

- e! րա tenchi@shell.jps.net Mahe 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) iah http://www. jps.net/tenchi 


tid vid 
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—-MESSAGE FILE 17116 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000698 


—-MESSAGE FILE 17117 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000699 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Sun, 07 Jun 1998 00:29:19 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3579de15.10521917@news.scea.sony.com> 


References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576c£57.44658069@news.scea.sony.com> <35775E99.6C681DAC@mail.datasys.net> <35773971 


-5580709@news.scea.sony.com> <3578B165.1DDB7CD9@mail.datasys.net> 
NNTP-Posting-Host: client-119-28.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Well, after our chat tonight, I checked out the Vm Labs website. 
Mario had mentioned there was a lot of information there. The last 


time I had checked, there was almost nothing there, but now there is a 


FAQ with lots of good information: 


http://www.vmlabs.com/ 


..like the fact that the chip benchmarks are similar to a PII running 
at 500 to 1000 Mhz... oh my. Plus, it won't be out until next year... 


-Matt 


--MESSAGE FILE 17117 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000699 


——MESSAGE FILE 17118 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000700 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Skipping PSX 

Date: Sun, 07 Jun 1998 17:49:34 GMT 

Organization: SCEA News Server 

Lines: 13 
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Message-ID: <01bd50b0$62b90240$75d449c2@Angelal.intelligent-—group.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <350c3928.3170490@news.scea.sony 
-com> <350C99D6.7F7D@charlie.cns.iit.edu> <350c6a0e.15690351@news.scea.sony.com> 
NNTP-Posting-Host: 1117.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<350c6a0e.15690351@news.scea.sony.com>... 


> 

> >Maybe we need a new newsgroup "Sce?.yaroze.whiners.whaaa.whaaa.whaaa" 
> 

> [LOL] Great, and we'll let you and Craig do all the slaying! [grin] 

> 

> -Matt 

> 


I'll get me my Sword (anyone seen "Romeo & Juliet"?)....... 


Craig. 
—-MESSAGE FILE 1806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00509 


—-MESSAGE FILE 1807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000510 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Mon, 16 Mar 1998 21:39:00 +1200 

Organization: Sidhe Interactive 

Lines: 14 

Message-ID: <6eir8cS$dud1l1l@chuka.playstation.co.uk> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: d3-u34.wgtn.clear.net.nz 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


5846374 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 1807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00510 


—-MESSAGE FILE 1808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000511 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: MIMe Generation? 

Date: Mon, 16 Mar 1998 12:47:35 +0000 

Organization: Intelligent Research 

Lines: 4 

Message-ID: <350D1F67.C414E6E7@intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
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Message-ID: <357ad1c6.6697290@news.scea.sony.com> 
NNTP-Posting-Host: client-120-39.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

My PSX has developed a funny quark. When I was playing FFVII last 
fall, I noticed that the animated scenes were skipping, but I just 
figured the unit was overheating slightly. 

Now, after having my PSX on for 30 minutes, it starts to skip quite 
bad, even locking up on level loads when it misses tracks. The 
interesting thing is that if I turn it upside down, it starts to work 
just fine again. It's not overheating, I keep it well-ventilated. 

Any ideas what's wrong, what I need to do to get it fixed, and what 
it will cost me? 

Thanks, 

Matt 


—-MESSAGE FILE 17118 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000700 


——MESSAGE FILE 17119 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000701 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Mon, 8 Jun 1998 08:06:31 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldaapOf.bqnkyxeezylé6éN@al-88-101.al.nl1> 
References: <357adlc6.6697290@news.scea.sony.com> 
NNTP-Posting-Host: 81-88-101.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> Hello, 

> My PSX has developed a funny quark. When I was playing FFVII last 

> fall, I noticed that the animated scenes were skipping, but I just 

> figured the unit was overheating slightly. 

> Now, after having my PSX on for 30 minutes, it starts to skip quite 
> bad, even locking up on level loads when it misses tracks. The 

> interesting thing is that if I turn it upside down, it starts to work 
> just fine again. It's not overheating, I keep it well-ventilated. 

> Any ideas what's wrong, what I need to do to get it fixed, and what 
> it will cost me? 

> Thanks, 

> Matt 


How did you got the idea to hold your playstation up side down when it 

skippes? I hope you don't try this with your girl when she won't do it. 

I don't know your bug, but I did notice that my Dual-schockpad sometimes 

conflicts with Demo-CD's. When some Demo-CD's reset, I can't use the 
Dualschock-pad to navigate, I need to hard-reset the NY to get it right 

again. Any others with this problem? 

—-MESSAGE FILE 17119 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000701 


—-MESSAGE FILE 17120 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000702 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: PacMan Ghost Zone collision detection paper 

Date: Mon, 08 Jun 1998 02:19:06 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <wal-ya02408000R0806980219060001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-211.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


At the Computer Game Developer's Conference, Gil Colgate, programmer on 


Net Yaroze newsgroups message dump.txt Page 11522 


Namco's new 3D PacMan game, gave a lecture about the collision detection 
used in that game. He's put the paper up on his web site. I thought this 
might be of interest to Yaroze coders: 


http://www.sirius.com/~gcolgate/ 
Enjoy! 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
--MESSAGE FILE 17120 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000702 


—-MESSAGE FILE 17121 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000703 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Mon, 08 Jun 1998 09:41:34 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <357C143D.EAEDB398@concentric.net> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576c£57.44658069@news.scea.sony.com> <35775E99.6C681DAC@mail.datasys.net> <35773971 
-5580709@news.scea.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts029d10.sto-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> After getting your e-mail, I see you are refering to Dreamcast, 
> while I am referring to Project X. It (Project X) is supposed to 
> launch in four months... I don't think they are going to make this 
> 

> 


X-mas season and their October launch. That is why I am surprised it 
wasn't open to the public. 


Just a minor correction. Project X systems won't appear until 1999. VM 
Labs states this in the FAQ on their web site. Next Gen Online also did 
an article indicating this. 


That being said, missing the holiday season will undoubtably hurt sales. 
But I guess if it's not ready it's not ready. 


SCOEE 


—-MESSAGE FILE 17121 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000703 


-—-MESSAGE FILE 17122 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000704 
Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: 8 Jun 1998 18:21:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <01bd9309$fal7e2a0$1d3963c3@default> 
References: <357adlc6.6697290@news.scea.sony.com> 
NNTP-Posting-Host: host5-99-57-29.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<357ad1c6.6697290@news.scea.sony.com>... 
> Hello, 

My PSX has developed a funny quark. When I was playing FFVII last 
fall, I noticed that the animated scenes were skipping, but I just 
figured the unit was overheating slightly. 

Now, after having my PSX on for 30 minutes, it starts to skip quite 
bad, even locking up on level loads when it misses tracks. The 


> 
> 
> 
> 
> 
> interesting thing is that if I turn it upside down, it starts to work 


Net Yaroze newsgroups message dump.txt Page 11523 


> just fine again. It's not overheating, I keep it well-ventilated. 

> Any ideas what's wrong, what I need to do to get it fixed, and what 
> it will cost me? 
> 
> 


Thanks, 
Matt 


How old is your playstation, is it your Yaroze? 


A couple of mates of mine (here in England) bought their playstations when 
they first arrived in this country. After six months of hard use, mostly 
sitting on the carpet, one started to skip and eventually refused to read 
discs altogether. Dixons (his place of purchase) exchanged it no questions 
asked. 


The other still has his and has to sit it at all sorts of angles to get it 
to work. 


I've been unreliably informed that there was a problem with the older 
playstation's laser mechanism, causing it either to distort due to 
overheating or just wear out from darting back and forth reading data. I 
also heard that Sony will exchange older troublesome playstations here (at 
a price), no doubt they do the same in the US. 


Pete. 


—-MESSAGE FILE 17122 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000704 


—-MESSAGE FILE 17123 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000705 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Mon, 08 Jun 1998 15:52:32 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <357c07a4.45853212@news.scea.sony.com> 

References: <357adlc6.6697290@news.scea.sony.com> <01bd9309Sfal7e2a0$1d3963c3@defaul 
t> 

NNTP-Posting-Host: client-151-198-130-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>How old is your playstation, is it your Yaroze? 


Nope, just my 'ole grey PSX. I try not to use my yaroze for games, 
don't want to wear it out. It's a bout a year-and-a-half old. I treat 
the darn thing so well too. Silly thing gets dusted every three days, 
treated with kid gloves, elevated and fan-blown when in use... 


>The other still has his and has to sit it at all sorts of angles to get it 
>to work. 


To kill Dennis' question... I forget who mentioned it, but in one 
of our wekly chat sessions, someone mentioned that if they turn the 
unit upside down, it works. Sounds weird, but it works. 


>I've been unreliably informed that there was a problem with the older 
>playstation's laser mechanism, causing it either to distort due to 
>overheating or just wear out from darting back and forth reading data. I 
>also heard that Sony will exchange older troublesome playstations here (at 
>a price), no doubt they do the same in the US. 


I am hoping a Sony staffer will eventually wander by and tell me my 
options. Oh, Sony professionals? 


-Matt 


--MESSAGE FILE 17123 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000705 
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—-MESSAGE FILE 17124 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000706 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Mon, 08 Jun 1998 18:17:23 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <357c2a52.6246108@news.scea.sony.com> 

References: <357adlc6.6697290@news.scea.sony.com> <ldaapOf.bqnkyxeezylé6éN@al-88-101l.a 
1.nl> 

NNTP-Posting-Host: client—151-198-130-9.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>How did you got the idea to hold your playstation up side down when it 
>skippes? I hope you don't try this with your girl when she won't do it. 


And I thought you Dutch were uninhibited... [BG] 
-Matt 


P.S.- Another member mentioned it once in our weekly chat sessions... 
it works. 
--MESSAGE FILE 17124 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000706 


——MESSAGE FILE 17125 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000707 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Tue, 9 Jun 1998 00:37:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6lhsp8$1295@chuka.playstation.co.uk> 

References: <357adlc6.6697290@news.scea.sony.com> <ldaapOf.bqnkyxeezylé6éN@al-88-101l.a 
1.nl> <357c2a52.6246108@news.scea.sony.com> 

NNTP-Posting-Host: usera844.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

> And I thought you Dutch were uninhibited... [BG] 

> 

No they're not. I recently went through there. Theres lots of em, and they 
have even started to build wind harnessing machines! :D 


> 

>>How did you got the idea to hold your playstation up side down when it 
>>skippes? I hope you don't try this with your girl when she won't do it. 
> 


> And I thought you Dutch were uninhibited... [BG] 
> 

>-Matt 

> 


»Ք.Տ.- Another member mentioned it once in our weekly chat sessions... 
>it works. 


--MESSAGE FILE 17125 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000707 


——MESSAGE FILE 17126 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000708 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: HolliDance is ready 

Date: Mon, 08 Jun 1998 20:02:08 -0700 

Organization: SCEA News Server 

Lines: 25 
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Message-ID: <357CA4C2.AF2@san.rr.com> 
NNTP-Posting-Host: dt033nc9.san.rr.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Macintosh; I; PPC) 


HolliDance is a simple dance program that I've written as 
a personal project. It displays a girl who dances in sync 
to music. The program simulates 2 cameras that move about 
her club, two spot lights that move about and change color, 
and an ocasional stobe light effect. HolliDance is a real 
time animation program; no two frames are ever the same. 


HolliDance exixts in four versions: PowerMac, SGI, Be OS, 
and Sony Play Station (Net Yaroze). 


The Net Yaroze version is compiled for both NTSC and PAL 
configurations. Due to it's large amount of data, it 
requires a Code Warrior compatible loader. 


It has been a fun project and hopefully you will enjoy it 
as well. 


Note to sony: I'm temporarily hosting the binary until you 

have posted it. It's only available via my web page on your 
server and therefore can not be downloaded by nonmembers. 

I'll take it off my server when you are ready (I need the space!). 


David White 

http://www.scea.sony.com/net/yaroze/pages/dwhite.html 

dwhite2@san.rr.com 

--MESSAGE FILE 17126 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000708 


—-MESSAGE FILE 17127 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000709 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Wed, 10 Jun 1998 01:02:53 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldadiyr.1txhlo5llztcfé6éN@al-88-132.al.nl> 

References: <357adlc6.6697290@news.scea.sony.com> <ldaapOf.bqnkyxeezylé6éN@al-88-101l.a 
1.ուլ» <357c2a52.6246108@news.scea.sony.com> 

NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> 


> P.S.- Another member mentioned it once in our weekly chat sessions... 
> it works. 


Say what? When are they? 


DEnnis.. 
—-MESSAGE FILE 17127 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000709 


--MESSAGE FILE 17128 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000710 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Wed, 10 Jun 1998 00:22:29 GMT 

Organization: SCEA News Server 

Lines: 11 
Message-ID: <357dd14e.65193744@news.scea.sony.com> 

References: <357adlc6.6697290@news.scea.sony.com> <ldaapOf.bqnkyxeezylé6éN@al-88-101l.a 
1.nl> <357c2a52.6246108@news.scea.sony.com> <ldadiyr.1txhlo5l1llztcf6N@al—-88-132.al.nl 
> 

NNTP-Posting-Host: client-120-174.bellatlantic.net 
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X-Newsreader: Forte Free Agent 1.11/32.235 


>Say what? When are they? 


American members get together once a week, Saturdays at 9PM, to 
chat and get to know each other. 

Unfortunatly, you guys don't have direct access to our website and 
our ‘auditorium', so you can't attend. It is unfortunate. 


-Matt 


--MESSAGE FILE 17128 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000710 


——MESSAGE FILE 17129 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000711 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Wed, 10 Jun 1998 19:15:35 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <357eda86.4236251@news.scea.sony.com> 

References: <357ad1lc6.6697290@news.scea.sony.com> <01bd9309Sfa1l7e2a0$1d3963c3@defaul 
t> <357c07a4.45853212@news.scea.sony.com> 

NNTP-Posting-—Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Ok I am going to duck and cover after saying this so dont shoot the 
messanger. :) What happens is sometimes if you playstation gets hot 
enough it can melt the glue that holds the laser in place (This is why 
when you turn it upside down it works cause the laser falls back into 
place) I have a new model Grey PSX it has layers of foil for heat 
protection and stuff and I have had no problems from it at all. 
Because from what I have read it almost costs as much to fix as just 
buying a new on. 


My theory 
——MESSAGE FILE 17129 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000711 


——MESSAGE FILE 17130 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000712 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Wed, 10 Jun 1998 15:30:51 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <357ea497.7746792@news.scea.sony.com> 

References: <357ad1lc6.6697290@news.scea.sony.com> <01bd9309Sfal7e2a0$1d3963c3@defaul 
t> <357c07a4.45853212@news.scea.sony.com> <357eda86.4236251@news.scea.sony.com> 
NNTP-Posting-Host: client-120-147.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>My theory 


Thank you. Now maybe, just maybe, a professional from our staff 
will wander by and mention my options before I buy a PSX 11... [grin] 

Why would I shoot you Mike, I like you... You should take part in 
some billboard discussions of politics, I was just informed by an odd 
sort that the world is coming to an end with the turn of the milennia. 
[LOL] 

Ah, what the heck... lock-n-load.... BLAM!!!! 


-Matt 
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——MESSAGE FILE 17130 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000712 


—-MESSAGE FILE 17131 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000713 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Sony's grand experiment? 

Date: Wed, 10 Jun 1998 13:29:53 -0700 

Organization: Cisco Systems 

Lines: 30 

Message-ID: <357EECC1.97053769@jps.net> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-e-39-201.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1117 scea.yaroze.freetalk 
2713 


The Yaroze has been a great (albeit expensive) toy ever since I bought 
into this program in February. It kinda took me back to my roots, 
back when I used to sit up late at night with a manual of Tandy BASIC 
reading by the dull glow of the monitor in the after-bedtime hours. 

I have been going through some old paperwork in my closet and even 
found some ancient game designs, graphics, and musical scores written 
years ago. Լո short, it has been a cool experience so far. 


Bü... 


What about you? What have you done with the kit? What do you like 
about it? 


And the big question: what do you think of the Yaroze program in 
respect to Sony's efforts to bring a console within reach of the 
"bedroom programmer"? 


I find it interesting that we have almost no help except from other 
members, minimal tools for development, and the program still is 
divided among 3 factions (SCEA, SCEE, SCEI) rather than one whole 
group. But, we have formed international programming groups, 
engineered our own tools when there's a need, and have produced some 
pretty sweet games under our limitations. Was the hands-off 
approach part of the plan? 


- e! gal tenchi@shell.jps.net mer 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) tt http://www. jps.net/tenchi 


vids tid 


--MESSAGE FILE 17131 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000713 


—-MESSAGE FILE 17132 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000714 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Wed, 10 Jun 1998 13:39:46 -0700 

Organization: Cisco Systems 

Lines: 15 

Message-ID: <357EEF12.F4FCAA91@jps.net> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-e-39-201.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Mario Perdue wrote: 


[2881] 
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> "Bust a Groove" didn't do much for me, but was VERY popular with the 
> crowd. 


[nel 


> Mario 
Quick question: so "Bust a Groove" is the U.S. release title 
(instead of "Bust a Move")... Were the dance tracks changed to be 


all in English or were the original Japanese/English tracks kept? 
(e.g. Capoeira's tune was all Japanese I think...) 


- Թ) 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—--MESSAGE FILE 17132 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000714 


—-MESSAGE FILE 17133 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000715 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Wed, 10 Jun 1998 16:58:51 GMT 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <357eb94e.4179621@news.scea.sony.com> 

References: <357EECC1.97053769@jps.net> 

NNTP-Posting-Host: client-120-38.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1118 scea.yaroze.freetalk 
«ԼՑ 


>What about you? What have you done with the kit? What do you like 
>about it? 


Well, I personally look at it as a self-education opportunity. I 
have studied the yaroze docs and sample programs, but am still 
learning the basics of game programming. I wish more people on my 
level would come around. 

I like it because it is a fixed target as a console, versus the PC. 


>And the big question: what do you think of the Yaroze program in 
>respect to Sony's efforts to bring a console within reach of the 
>"bedroom programmer"? 


I think it is an excellent idea, and have only a few 
disapointments. 


>I find it interesting that we have almost no help except from other 
>members, minimal tools for development, and the program still is 
>divided among 3 factions (SCEA, SCEE, SCEI) rather than one whole 
>group. But, we have formed international programming groups, 
>engineered our own tools when there's a need, and have produced some 
>pretty sweet games under our limitations. Was the hands-off 
>approach part of the plan? 


I believe the program was designed this way, i.e. to require 
minimal expense on the part of Sony to maintain the program. 
On the other hand, when the Sony staff does not follow through on 
certain commitments, i.e. when they said our auditorium classes would 
be every two weeks last August, and then it became after New Year's, 
etc... here it is June. And certain updates to tools have not been 
forthcoming, and questions go unanswered in the groups. 

My hats off to you Elliot, you take the time to answer lots of 
questions in an exhaustive fashion. I will have plenty in time, and 
know I can rely on people like you to provide excellent answers. 


-Matt 
--MESSAGE FILE 17133 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000715 


——MESSAGE FILE 17134 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000716 
Path: chuka.playstation.co.uk!scea!wal 
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From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: *Sigh* 

Date: Wed, 10 Jun 1998 14:55:08 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <wal-ya02408000R1006981455080001@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
3576cf£57.44658069@news.scea.sony.com> <uemx47jx1l.fsf@cybec.com.au> <ud8co7jru.fsf@cy 
bec.com.au> <ubts87jd1.fsf_-_@cybec.com.au> 

NNTP-Posting-Host: dnai-207-181-237-167.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <ubts87jd1.fsf_-_@cybec.com.au>, Toby Hutton 
<thutton@cybec.com.au> wrote: 


Toby Hutton <thutton@cybec.com.au> writes: 

Toby Hutton <thutton@cybec.com.au> writes: 

> I believe it should be out in July for the PAL territories, dunno 
> about the US. 


Hang on, make that August. 


As you can tell, I'm quite looking forward to this game. PSM Online 
says it's due in October in the US. 


VVVVVVVVV VV 
V V V V V V 


The Konami booth person I spoke to said October, too. Too long a wait, but 
just in time for my birthday :-) 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 
—-MESSAGE FILE 17134 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000716 


—-MESSAGE FILE 17135 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000717 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Art site online. Will do work for Yarozers. 

Date: Wed, 10 Jun 1998 22:42:59 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6lnfba$fil3@scea> 

NNTP-Posting-Host: sud-tcsl-port13.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:717 scee.yaroze.freetalk.english: 
1120 


This is a link to my brother's web site. He is an excellent artist in many 
formats. He is now concentrating on digital textures and is also starting 
to design model via 3DS Max. 

If someone needs something done he is willing to help out other Yarozers. 
He does most of the graphics stuff for me. His name is Brian and he will 
respond to any mail he is sent. 


Hope this helps anyone who needs artwork. 


http://w3.tyenet.com/paddle/ 


—--MESSAGE FILE 17135 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000717 
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——MESSAGE FILE 17136 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000718 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Thu, 11 Jun 1998 09:19:52 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldafsno.lau7mlmldimpq8N@a1-88-111.al.nl1> 

References: <357EECC1.97053769@jps.net> 

NNTP-Posting-Host: al-88-111.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1121 scea.yaroze.freetalk 
2718 


My Net Yaroze is one of my most imortant properties. And I can's even 
code. For me the membership is even as important as the black box 
itself. It gives me the change to get in contact with very skilled 
persons all around the world. It gives me the change to be part of teams 
to make projects I would never be able to do alone. It gives me a change 
to get the imense important change to get experiance. 

I'm all behind the black box. 

I'm even setting my friends to buy one to. 

I do think it's expensive, but not too expensive. The black box is 
rather exclusive and I think it should stay that way. 

But like I said, in my case...Net Yaroze is more "let's do it together" 
than black box. 

I would like some better support from sony if it was possible, in my 
case I'd like some RSD-tools for Mac. 


Greatings DEnnis.. 
—-MESSAGE FILE 17136 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000718 


——MESSAGE FILE 17137 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000719 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 11 Jun 1998 08:16:41 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <357£9225.51243013@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> Հ 
35 7EEF12.F4FCAA91@jps.net> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I am not sure on this either from what I have heard it will be US 
music> Personally I think the music in Bust-A-Move was just awesome 
english or not!!! I even bought the soundtrack! 


On Wed, 10 Jun 1998 13:39:46 -0700, Elliott Lee <tenchi@jps.net> 
wrote: 


>Mario Perdue wrote: 

> Հաաա 

>> "Bust a Groove" didn't do much for me, but was VERY popular with the 
>> crowd. 


> arsiel 

>> Mario 

> 

>Quick question: so "Bust a Groove" is the U.S. release title 
>(instead of "Bust a Move")... Were the dance tracks changed to be 


>all in English or were the original Japanese/English tracks kept? 
>(e.g. Capoeira's tune was all Japanese I think...) 
> 
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X-Mailer: Mozilla 4.03 [en] (Win95; I) 

How are folks generating their MIMe at the moment? 

Craig. 


-—-MESSAGE FILE 1808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00511 


—-MESSAGE FILE 1809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000512 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MIMe Generation? 

Date: Mon, 16 Mar 1998 12:35:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <6ej5g8$dud12@chuka.playstation.co.uk> 
References: <350D1F67.C414E6E7@intelligent-—group.com> 
NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


With a white pair of gloves and a pretent wall ! ;) 


Craig Graham wrote in message <350D1F67.C414E6E7@intelligent-group.com>... 
>How are folks generating their MIMe at the moment? 

> 

>Craig. 

> 


—-MESSAGE FILE 1809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00512 


-—-MESSAGE FILE 1810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000513 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MIMe Generation? 

Date: Mon, 16 Mar 1998 14:23:48 +0000 

Organization: Intelligent Research 

Lines: 16 

Message-ID: <350D35F4.EDEE8D0A@intelligent-—group.com> 

References: <350D1F67.C414E6E7@intelligent-group.com> <6ej5g8$dud1l2@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Stevie you are a comedienne aren't you ;) 
Craig. 


Steve Dunn wrote: 


> With a white pair of gloves and a pretent wall ! ;) 

> 

> Craig Graham wrote in message <350D1F67.C414E6E7@intelligent-group.com>... 
> >How are folks generating their MIMe at the moment? 

>> 

> >Craig. 

>> 


—-MESSAGE FILE 1810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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>- e! 
> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 17137 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000719 


——MESSAGE FILE 17138 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000720 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 11 Jun 1998 07:28:59 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6loi2f$fil4@scea> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: d120.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:720 scee.yaroze.freetalk.dutch:14 
scee.yaroze.freetalk.english:1123 scee.yaroze.freetalk.german: 22 


Goto: 


http://www.therage.com/ 


Maurice Sibrandi wrote in message <6kjrhq$levl13@chuka.playstation.co.uk>... 
>Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
>Link. Preferably a online-store or post-order company. You can leave out 
>Datel, because I already checked them. 

> 

>Thanks! 

> 

>Maurice 

> 

> 

> 


——MESSAGE FILE 17138 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000720 


—--MESSAGE FILE 17139 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000721 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Thu, 11 Jun 1998 18:49:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <358018A7.26DDE8E0@ndirect.co.uk> 

References: <357EECC1.97053769@jps.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-44.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1128 scea.yaroze.freetalk 
2721 


Elliott Lee wrote: 


> The Yaroze has been a great (albeit expensive) toy ever since I bought 
> into this program in February. It kinda took me back to my roots, 

> back when I used to sit up late at night with a manual of Tandy BASIC 
> reading by the dull glow of the monitor in the after-bedtime hours. 

> I have been going through some old paperwork in my closet and even 
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found some ancient game designs, graphics, and musical scores written 
years ago. Լո short, it has been a cool experience so far. 
Bubios-s 


What about you? What have you done with the kit? What do you like 
about it? 


VV V V V V V 


I've had mine since March, and I haven't been able to spend much time on 
it at all. But, I have one 2D game nearing completion, and I'm just 
starting with 3D which seems reasonably straight forward. It's very easy 
to bash some code together and get stuff going, and I'm very inexperienced 
with C! Personally I'd like to be able to boot out the OS as access the 
hardware myself, but then I didn't expect that to be an option anyhow. 
New libs with bug fixes and added features would be nice, but I can also 
see why this would be difficult for Sony. Overall? The libs are good. 
The documentation, whilst hard reading, gives the answer to 99% of my 
problems. The Net stuff is OK I guess, but I only really use the 
newsgroups. The tools, however, are very poor. TimTool and VabTool are 
vast improvements on what's supplied on the CD, but they are still very 
lacking. 


> And the big question: what do you think of the Yaroze program in 
> respect to Sony's efforts to bring a console within reach of the 
> "bedroom programmer"? 


It's a good attempt, but flawed. I started out as a bedroom programmer. 
10 years ago I was a professional games developer working on the Atari ST 
(I'm a 68000 programmer at heart). But there are many differences between 
how it was "in the old days" compared to now th the Yaroze. 


It used to be possible to be a bedroom coder and a proffesional at the 
same time. The bedroom coder and the proffessional had the same set of 
tools for development. Because of this there were more bedroom coders 
than there are now, and as a result, much greater support from 3rd parties 
with dev tools, utilities and information. There are many Yaroze owners 
who have the brains and skill to blow away the pros, but just don't have 
the tools to do the job. But it's also down to the fact that the PSX is a 
console and not a computer, and doesn't have the same immediate access. 
Now if the Yaroze was sold on the high-street... who knows. 


Here are some seggestions which would really help bring back the bedroom 
programmers: 


Full Pro Dev Kit. Every one of us would love to get our hands on it. 

Even better if we could buy it on the high-street. What are you scared of 
Sony? I know I'm just dreaming, but it is possible for Sony to protect 
themselves in the same way as they have done with the Yaroze. 


Let us burn our own CDs. Why not? Sony could still leave in the bit that 
checks for the Memory Card Key - distribution problem sorted. (Btw, it is 
actually possible to burn your own CD's if you have a hacker's 

mentallity. Everything you need is on the PSM cover disks. Please don't 
email me or ask me any questions on this subject, as I will not give any 
answers. I don't want to upset Sony any more than I probably have 
already. 


> I find it interesting that we have almost no help except from other 
members, minimal tools for development, and the program still is 
divided among 3 factions (SCEA, SCEE, SCEI) rather than one whole 
group. But, we have formed international programming groups, 
engineered our own tools when there's a need, and have produced some 
pretty sweet games under our limitations. Was the hands-off 
approach part of the plan? 


VVVVVVV 


I think it was part of the plan. And in my mind, probably the best way. 


I know I've said a lot here, but if is sparks of a debate, that's fine by 
me! 


Herbs 
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--MESSAGE FILE 17139 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000721 


——MESSAGE FILE 17140 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000722 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Fri, 12 Jun 1998 10:51:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6lqq55$s986@chuka.playstation.co.uk> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:722 scee.yaroze.freetalk.dutch:15 
scee.yaroze.freetalk.english:1140 scee.yaroze.freetalk.german: 23 


I ordered mine from directly from Datel. Works great! 


——MESSAGE FILE 17140 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000722 


—-MESSAGE FILE 17141 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000723 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Memory card saving utility? 

Date: Fri, 12 Jun 1998 03:47:27 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <wal-ya02408000R1206980347270001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-160.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I seem to remember that there was a utility somewhere that allows you to 
make backups of your PSX memory cards on your PC, via the Yaroze.... Does 
anyone know what it's called, and where to find it? I've been looking 
around the web site but I'm not having much luck. 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
—-MESSAGE FILE 17141 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000723 


——MESSAGE FILE 17142 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000724 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Fri, 12 Jun 1998 16:13:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35815177.1061924@www.netyaroze-europe. com> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> 
NNTP-Posting-Host: stu-dialup1l1.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1146 scea.yaroze.freetalk 
2724 


On Thu, 11 Jun 1998 18:49:27 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 
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>Full Pro Dev Kit. Every one of us would love to get our hands on it. 
>Even better if we could buy it on the high-street. What are you scared of 
>Sony? I know I'm just dreaming, but it is possible for Sony to protect 
>themselves in the same way as they have done with the Yaroze. 


I dont know. Maybe im in a minority here (I usually am) but couldnt 
care less about the full dev kit. For a variety of reasons I think I 
wouldnt benefit, and others wouldnt particularly either. 


1) if anyone complains about the difference in power and speed between 
yarozes + full libs my initial opinion is to tell them to shut up. On 
the scee site there are probably only a handful of demos that could 
use the extra speed. And I dont include my games in them. When we all 
start pushing the yaroze to the limit then maybe there could possibly 
be justification in asking for the full libs :) 


2) burning our own cds. My personal opinion is why bother? To give 
demos to friends? to sell? Great, now I can burn 100s of cds, and give 
them away, and now i can not get any appreciation from another 100 
people! but are you asking for a cd burner to be included with the 
yaroze package? If so, the price goes up dramatically, and less people 
buy it. If not, those with less money feel like they are getting a raw 
deal after having already spent a fair bit of money. 


what I think we do miss out on is in the smaller things - lack of 
multitap support etc.etc. (personally i dont even rate loss of cd 
loading as a problem, there are easy workarounds for many things) 


I dont agree that giving people on here who are just as (and maybe 
more) talented than proff. games programmers would let us compete. We 
can't as ultimately we do it on the side and on our owns. The way to 
create professional looking games is to work in a close, communicative 
group. And thats down to us :) 


Robert Swan 

ԷՏ108 

http://www.netyaroze-europe.com/~middex2 

——MESSAGE FILE 17142 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000724 


—-MESSAGE FILE 17143 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000725 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <david.white@cubic.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Fri, 12 Jun 1998 13:55:35 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <358195C7.41C6@cubic.com> 

References: <357EECC1.97053769@jps.net> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1152 scea.yaroze.freetalk 
725 


I remember when the Play Station was begining to appear in California. I 
had started developing HolliDance for my Power Mac and was disapointed 
with the frame rate I was getting. I figured that the Play Station would 
be a good alternative, but didn't have any hope of ever porting 
HolliDance to it. 


Then I heard about the Net Yaroze program. It was as if Sony had read my 
mind. I was, however, concerned about available memory. I checked with 
some Play Station programers and they were doubtful that my Holli model 
would fit in the Play Station's memory. I decided to take the chance 
anyway. Besides, it would be cool to program a game console. 


Things actually turned out well. Not only was I able to fit my complete 
model into the Net Yaroze, I also achieved my origional goal of 12 
frames/sec (4 times faster than my Mac!). My only disapointment is with 
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the quality of the rendering. Having true z-buffering and perspective 
corrected textures would have been nice. As I understand, though, the 
pro developers face the same limitations, so I wouldn't have benifited 
from their SDK. 


Overall, I am pleased with the Net Yaroze program. I especially like the 
fact that Net Yarozes are multi-format (PAL and NTSC) systems as I live 
in both worlds. 


David 
<http://www.scea.sony.com/net/yaroze/pages/dwhite.html> 
—-MESSAGE FILE 17143 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000725 


—-MESSAGE FILE 17144 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000726 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Memory card saving utility? 

Date: Fri, 12 Jun 1998 22:30:17 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <358labaa.10124958@news.scea.sony.com> 

References: <wal-ya02408000R1206980347270001@news.scea.sony.com> 
Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: Forte Free Agent 1.11/32.235 


Look on Sauron's page (Mark J.) on SCEA yaroze members. He 
implemented a card access function, but I didn't try it out yet. 


Jamin 


On Fri, 12 Jun 1998 03:47:27 -0700, wal@blarg.net (wayne a. lee) 
wrote: 


>I seem to remember that there was a utility somewhere that allows you to 
>make backups of your PSX memory cards on your PC, via the Yaroze.... Does 
>anyone know what it's called, and where to find it? I've been looking 
>around the web site but I'm not having much luck. 

> 

>—— 

>wayne a. lee <wal@blarg.net> 
><http://www.scea.sony.com/net/yaroze/pages/wlee.html> 


—-MESSAGE FILE 17144 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000726 


——MESSAGE FILE 17145 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000727 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch,scee.yaroze.freetalk.eng 
lish,scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: 13 Jun 1998 09:59:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> <61lqq55$s986@c 

huka.playstation.co.uk> 

NNTP-Posting-Host: dl-s16-57-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:727 scee.yaroze.freetalk.dutch:16 
scee.yaroze.freetalk.english:1160 scee.yaroze.freetalk.german: 24 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6lqq55$s986@chuka.playstation.co.uk>... 
> I ordered mine from directly from Datel. Works great! 


Hey Maurice, when does Yaroze Master get proper ARS fileserver support? And 
who's gonna 
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go a serial version of the lib? 


Craig. 
—--MESSAGE FILE 17145 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000727 


—--MESSAGE FILE 17146 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000728 
Path: chuka.playstation.co.uk!news 

From: philg <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Sat, 13 Jun 1998 16:28:07 +0100 

Organization: philg@easynet.co.uk 

Lines: 50 

Message-ID: <35829A83.A5D32AD2@easynet.co.uk> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe. com> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1163 scea.yaroze.freetalk 
2728 


Robert Swan wrote: 


On Thu, 11 Jun 1998 18:49:27 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


>Full Pro Dev Kit. Every one of us would love to get our hands on it. 
>Even better if we could buy it on the high-street. What are you scared of 
>Sony? I know I'm just dreaming, but it is possible for Sony to protect 
>themselves in the same way as they have done with the Yaroze. 


I dont know. Maybe im in a minority here (I usually am) but couldnt 
care less about the full dev kit. For a variety of reasons I think I 
wouldnt benefit, and others wouldnt particularly either. 


VVVVVVVVV VV 


I agree. The license prevents people from distributing Yaroze games 
commercially anyway, so there's not much point in being able to burn CDs or 
having the pro development kit. 


10 Reasons why the Yaroze is the ZX Spectrum for the 90s: 


It's black 
It hooks up to your TV set. 
It has an awkward way of transferring data to it. 
It's quite straightforward to code for (well, for simple sprite based 
stuff anyway) 

5) It's pretty cheap (the Spectrum was £125 in 1982, which must be the 
equivalent to £349 in today's money) 

6) Bedroom coders are producing some great stuff with it. 

7) It's getting people jobs in the games industry. 

8) But most people are just using it to play commercial games on. 


Ë Q N PF 


——anyone want to add two more to this to make 102! 
10 Reasons why the Yaroze *isn't* the ZX Spectrum for the 90s: 


1) It doesn't have rubber keys. 

2) It doesn't overheat and melt. 

3) You can't buy it in Dixons. 

4) You can't sell your games. 

5) There's no third party books or documentation (other than from other 
members) 

6) There's no magazines devoted to it (No 'Your Sinclair' or 'Sinclair 
User") 
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—-anyone want to add 4 more to this to make 10?! 
Phil 


—-MESSAGE FILE 17146 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000728 


—-MESSAGE FILE 17147 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000729 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Sun, 14 Jun 1998 10:42:36 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldal87r.1lcn7cwtlimf57kiN@al-88-127.al.nl> 

References: <357EECC1.97053769@jps.net> <358195C7.41C6@cubic.com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1171 scea.yaroze.freetalk 
2729 


David White <david.white@cubic.com> wrote: 


> I remember when the Play Station was begining to appear in California. I 
> had started developing HolliDance for my Power Mac and was disapointed 

> with the frame rate I was getting. I figured that the Play Station would 
> be a good alternative, but didn't have any hope of ever porting 

> HolliDance to it. 

> 


I think that Hollidance for mac is rather impressive, I just could not 
get the NY-version to work properly yet.. 

Like I mailed you about, I had a kind of similar project in mind for a 
wile. 


DEnnis.. 
—-MESSAGE FILE 17147 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000729 


——MESSAGE FILE 17148 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000730 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Action Replay Cartridge 

Date: Mon, 15 Jun 1998 12:06:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6m2rnm$9bv2@chuka.playstation.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> <6loi2fS$fil4@scea> <6lqq55Ss986@c 
huka.playstation.co.uk> <01bd96b1Sb30b9360Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:730 scee.yaroze.freetalk.english: 
1184 


The Windows 95 version is ready as we speak. The NT version will be ready 
this week. I'm not using Steve's code, but I'm gonna use another driver that 
allows normal _inp and _outp under NT!!!! (Sorry Steve!). 


I tried some serial comm's but all I encountered were problems. Maybe 
someone else can help? 


I also added a new bload function. It will allocate the right amount of 
memory needed for the file, aborts if not enough memory is available. I did 
this because I like to be in control of my memory. No wild loading to 
hard-coded addresses (what if an artists decided the texture should be 64x64 
iso 16x16). 


Are you using YarozeMaster? 
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——MESSAGE FILE 17148 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000730 


——MESSAGE FILE 17149 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000731 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Action Replay Cartridge 

Date: Mon, 15 Jun 1998 11:29:31 +0100 

Organization: Intelligent Research 

Lines: 28 

Message-ID: <3584F78B.9CC90DB1@hinge.mistral.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> <6loi2fS$fil4@scea> <6lqq55Ss986@c 
huka.playstation.co.uk> <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-group.com> Հ 
6m2rnm$ 9bv2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:731 scee.yaroze.freetalk.english: 
1185 


Maurice Sibrandi wrote: 

> The Windows 95 version is ready as we speak. The NT version will be ready 

> this week. I'm not using Steve's code, but I'm gonna use another driver that 
> allows normal _inp and _outp under NT!!!! (Sorry Steve!). 


Any chance of seeing the '95 version (I don't use NT). 


> I tried some serial comm's but all I encountered were problems. Maybe 
> someone else can help? 


I did a serial comms base RSD / TMD viewer...I'll have a look for the source. 


> I also added a new bload function. It will allocate the right amount of 

> memory needed for the file, aborts if not enough memory is available. I did 
> this because I like to be in control of my memory. No wild loading to 

> hard-coded addresses (what if an artists decided the texture should be 64x64 
> iso 16x16). 


I always use malloc() & open/read/close anyway... 
> Are you using YarozeMaster? 


I use the old version for looking at other peoples demos....don't use the newone 
‘coz I use CodeWarrior for development.... 


Craig. 


—--MESSAGE FILE 17149 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000731 


——MESSAGE FILE 17150 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000732 
Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Action Replay Cartridge 

Date: Mon, 15 Jun 1998 13:28:44 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6m30gs$9bv3@chuka.playstation.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> <6loi2fS$fil4@scea> <6lqq55Ss986@c 
huka.playstation.co.uk> <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-group.com> Հ 
6m2rnm$ 9bv2@chuka.playstation.co.uk> <3584F78B.9CC90DB1@hinge.mistral.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:732 scee.yaroze.freetalk.english: 
1186 
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>Any chance of seeing the '95 version (I don't use NT). 
I'11 send it to you via e-mail. 


>I did a serial comms base RSD / TMD viewer...I'1ll have a look for the 
source. 


I'm waiting... 
>I always use malloc() & open/read/close anyway... 
OK, but you don't know the filesize until after the load. 


>I use the old version for looking at other peoples demos....don't use the 
newone 
>'coz I use CodeWarrior for development.... 


I tried CW. The debugger is handy, but I find the IDE a bit frustrating. It 
took the windows out of windows. 


Watch your mail.... 


——MESSAGE FILE 17150 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000732 


—-MESSAGE FILE 17151 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000733 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Tue, 16 Jun 1998 17:43:29 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <3586ae45.3741299@news.scea.sony.com> 

References: <357ad1c6.6697290@news.scea.sony.com> <01bd9309S$fa1l7e2a0$1d3963c3@defaul 
t> <357c07a4.45853212@news.scea.sony.com> <357eda86.4236251@news.scea.sony.com> <357 
ea497.7746792@news.scea.sony.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Political disscussions scare me :) I try to write on stuff as much as 
I can and I did alot in the beginning but it seems that college is 
starting to dominate my life all the time. But you should see a few 
messages from me today (Maybe one of them is useful). As for the world 
ending goes dont worry it happened along time ago. :) 


On Wed, 10 Jun 1998 15:30:51 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> 

>>My theory 

> 

> Thank you. Now maybe, just maybe, a professional from our staff 
>will wander by and mention my options before I buy a PSX II...[grin] 
> Why would I shoot you Mike, I like you... You should take part in 


>some billboard discussions of politics, I was just informed by an odd 
>sort that the world is coming to an end with the turn of the milennia. 
> [LOL] 


> Ah, what the heck... lock-n-load.... BLAM!!!! 
> 
>-Matt 


—-MESSAGE FILE 17151 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000733 


—--MESSAGE FILE 17152 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000734 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Manifered H. Wolfe, II" <lobo@vicon.net> 
Newsgroups: scea.yaroze.freetalk 
Subject: Re: E3 Questions for all who attended, esp. Mario 
Date: Tue, 16 Jun 1998 16:54:02 -0400 

Organization: Lobo Electronics 

Lines: 115 

Message-ID: <3586DB6A. 6D9E@vicon.net> 

References: <35718657.3581814@news.scea.sony.com> 
Reply-To: lobo@vicon.net 

NNTP-Posting-Host: scl2.vicon.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.04 (Win95; I) 


Sorry, this may run a little long... 


> 1) In your opinion, which company made the biggest impression at the 
> show? Who were people talking about? Close ties are allowed... 


I think overall people were talking most about Sony, followed by PC 
games. Most people I talked to were disappointed by what Nintendo was 
showing, although they did have a nice booth. Sega's was utterly 
boring. 


> 
> 2) What games were you most impressed with? What games were people 
> talking about? 


THE most impressive game I saw at the show was a title I never heard of 
before, no one else seems to have seen, and have yet to see mentioned 
anywhere. It's a PC game called "Mars Maniacs". Basically a futuristic 
racing game set on Mars with graphics that defy belief. I saw a lot of 
stuff before this (didn't see this game until the second day), and my 
jaw just dropped as I begged to let me attach my retinas to the 
monitor. I talked to one of the programmers (being developed by a 
foriegn outfit called "Church of the Enlightened") and he said they had 
been developing it on a P166 with a Voodoo 1 card and it was running at 
30fps. When they got to E3, 3dfx (they were showing it in their booth) 
made them run it on an AMD-K6 machine (don't know the speed) with a 
Voodoo 2 card and they had to write a chunk of code to slow it down to 
60fps! Needless to say, the Church of the Enlightened were quite 
pleased. =) 


The other really impressive thing I saw was the AMD-K6-2 ա/ 3D...truly 
amzing, especially for the price...$150 for the 300MHz version! They 
had it running side by side with a P2 at the same speed and it was 
kicking the pants off it. 


Another game that was very, very impressive is the sequel to Colony 
Wars. At first I thought it was the PC version, till I saw the PSX 
controller and I nearly died, it's just beautiful. 


Generally people were talking about the usual, though, Metal Gear Solid 
(pretty cool, but I was very distracted by the chick walking around in 
fatigues), Zelda (also pretty cool), and of course Dreamcast, the gayest 
name for a console since the Pippen. 


3) Where were Dreamcast/Katana and Project X? What was your 
impression of their debut? If they were there, where were they shown 
and who got to see them? What was the 'buzz'? 


VVVVYV 


I was standing in Sega's booth when my friend motioned to an older guy 
being filmed showing a controller and said, "Hey, look at that 
controller!" I looked and gasped, "It's the Katana controller!"..."Hey, 
that's Bernie Stolar!" I was standing about 3 feet from him as he 
demonstrated the tamagotchi-looking thingie that plugs into the 
controller, then a lady brought the Dreamcast machine itself over and he 
pointed out all the stuff on it and so forth. So I guess I was in the 
right place at the right time. =) The machine is cool looking, but the 
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00513 


—-MESSAGE FILE 1811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000514 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Mon, 16 Mar 1998 13:44:23 +0000 

Organization: Bacardi Ferrari V12 

Lines: 20 

Message-ID: <350D2CB7.52EA@manc.u-net.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Craig Graham wrote: 
> A name. You should save more often ;) 


Nice work ;) 


It's all relative (as I've said before). Try some (more expensive) embedded 
development systems before slating it (you'd be hard pressed to find an 
8051 C compiler for that money, never mind an R3000 C compiler & remote 
source debugger). 


VVVYV 


I'm sure you're right about other systems -- I guess I'll stick with 
my trusty DOS EDIT and speedy command line typing for now then. :) 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00514 


—-MESSAGE FILE 1812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000515 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Mon, 16 Mar 1998 15:50:48 +0000 

Organization: The Hex Heroes 

Lines: 37 

Message-ID: <350D4A58.29AER@writeme.com> 

References: <350aa03f.4404800@news.playstation.co.uk> <6eh3q5$jdt2@scea> 
NNTP-Posting-Host: gfs0-068.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jeff Lawton wrote: 


Rob I would have to agree... support for the MultiTap would be cool.. 
Although I guess I can see why Sony really hasn't given us anything 
new.. 

Very few of us have produced anything worth mentioning.. I know I am 
among them.. I have had the thing for a year and only now do I 
really have time to sit down and knock out my first game. 


VV V NV VV V V 


Where does it stop? Hopefully at some point Sony will open up more 
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name is not. It's bad enough that Microsoft has their claws in it, now 
it has a stupid name to boot. I will get one 2 days after it's 
available in Japan (shipping takes time, you know) because I'm insane. 
=) 


I was highly disappointed, though, at not being able to "get an 
appointment" to see VM Labs' Project X, but even more dispointed at not 
getting in to meet my greatest programming hero, Jeff Minter. On the 
last day of the show, I tried again to meet him and the guy actually 


went back to see if he'd come out to meet me. He did!! I nearly peed 
my pants when he came walking around that black wall and said, "Hey, 
mate." I must have had the biggest, dumbest grin on my face. I shook 


his hand and we talked about games and music and stuff for about 20 
minutes or so and then I got his autograph. I was totally babbling, I 
don't even know what I said. I walked out of their place and collapsed 
to my knees, they would support me no longer. =) I also got a cool 
psychedlic Project X slinky! 


Getting Gillian Anderson's autograph was cool, too, I had the pleasure 
of standing in line for 2 hours for that one. Not nearly as cool as 
meeting Yak, though. Meeting Mario and Don was also cool, as well as 
the WWF's Headbangers. Օհ, yeah, for you wrestling fans, WWF Warzone is 
by far the best wrestling game I've played on a console. 


I also saw a good number of blue PSX's running the games, too, about 75% 
of them running upside down. (chuckle) You know it's bad when sony 
won't replace those ones, either. =) "We know nothing about that 
problem, it's your own stupidity that it skips." 


Well, that's it, I guess. I saw a lot of other stuff, but I won't bore 
you with it...well, ok, here's a list of other games that'll buy as soon 
as their available: 


Centipede (PC or PSX) 

NFL Blitz (N64...unless a sequel is released in the arcade, then 

111 get the pcb really cheap) 

Parasite Eve (PSX) 

Metal Gear Solid (PSX) 

Castelvania 64 (N64) 

Zelda 64 (N64) 

Abe's Exodus (PSX...very tasty Soulstorm Brew they were serving there) 
Madden '99 (N64...PSX version looked ill next to it) 


And probably some more, too. =) 


See ‘ya! 
Manifered H. Wolfe, II lobo@vicon.net 
Lobo Electronics http://www.vicon.net/~lobo 


28 Game Systems, 1000+ cartridges/CD's, 36 Coin-Op's, 1 
Pinball 


Amiga 3000, 24MB, 2GB, 25MHz, Video Toaster 2.0 
Atari 11030, 18MB, 200MB, 33MHz, Magic 4/Linux 
AMD K6 P233, 32MB, 6.4GB, Voodoo Rush, Win95/Linux 
—-MESSAGE FILE 17152 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000734 


—-MESSAGE FILE 17153 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000735 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Manifered H. Wolfe, II" <lobo@vicon.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Tue, 16 Jun 1998 17:27:45 -0400 

Organization: Lobo Electronics 

Lines: 31 

Message-ID: <3586E351.7089@vicon.net> 

References: <357adlc6.6697290@news.scea.sony.com> 

Reply-To: lobo@vicon.net 

NNTP-Posting-Host: sc30.vicon.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.04 (Win95; I) 


What happens in the older units is they were poorly lubricated as well 
as poorly ventilated/cooled. If you have a unit made prior to January 
'96 or there about and it still works, consider yourself lucky. A good 
idea for those who have older units is to regularly apply some lithium 
grease along the rails that the cd lens rides on, add a fan on the side, 
and DO NOT play it on a carpet! 


What happens is, either the rails or the tabs that hold the lens on the 
rails starts to wear and the back end of the lens starts to sag, thus 
not reading the disc correctly. Turning it upside down, gravity pulls 
the lens to it's proper position. 


Sony should have recalled these units, but apparently didn't want to. 

As a retailer, I hate telling people to turn their playstions upside 
down because it really upsets them that Sony won't do anything about it 
other than charge you a fortune to fix it. All you need to do is 
replace the cd mechanism, but they're very hard to find, especially ata 
good price. 


People tell me EB has a very good return policy, though... 


Manifered H. Wolfe, II lobo@vicon.net 
Lobo Electronics http://www.vicon.net/~lobo 


28 Game Systems, 1000+ cartridges/CD's, 36 Coin-Op's, 1 
Pinball 


Amiga 3000, 24MB, 2GB, 25MHz, Video Toaster 2.0 
Atari 11030, 18MB, 200MB, 33MHz, Magic 4/Linux 
AMD K6 P233, 32MB, 6.4GB, Voodoo Rush, Win95/Linux 
--MESSAGE FILE 17153 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000735 


—-MESSAGE FILE 17154 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000736 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Tue, 16 Jun 1998 17:39:44 GMT 

Organization: SCEA News Server 

Lines: 77 

Message-ID: <3586aa02.52350542@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> 
NNTP-Posting-Host: client-—151-198-130-79.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Sorry, this may run a little long... 
Not at all, I enjoyed it, thanks! 
>"Church of the Enlightened") 


People who are starting to blame games for the violence in our society 
are going to love that name! [LOL] 


>The other really impressive thing I saw was the AMD-K6-2 w/ 3D...truly 
>amzing, especially for the price...$150 for the 300MHz version! They 
>had it running side by side with a P2 at the same speed and it was 
>kicking the pants off it. 


Is there any reason why anyone should avoid processors other than 
Intel's, i.e. are there any compatibility issues with software? 


>Another game that was very, very impressive is the sequel to Colony 
>Wars. At first I thought it was the PC version, till I saw the PSX 
>controller and I nearly died, it's just beautiful. 


I have the first, I like it, but I just can't disable and retrieve 
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the Comms Craft on the fourth mission, so I chucked it aside and am 
loving Tomb Raider II. 


> Dreamcast, the gayest 
>name for a console since the Pippen. 


Agreed. 
>> I will get one 2 days after it's 


>available in Japan (shipping takes time, you know) because I'm insane. 
>=) 


I hope you are not disapointed. It seems Sega may be realizing that 
they have harmed their reputation. But, reading in this months Next 
Generation, there was an entry in the Movers And Shakers column in 
which Coiln Campbell (?, don't have the mag handy) declared that Sega 
was a gamer's best friend... HA!!! He called Nintendo fumblers, and 
Sony a bunch of fat overfed suits willing to coast on their success... 
[grrrrr]. Here I am enjoying Tomb Raider II, looking forward to 
numerous games, like Colony Wars II, Metal Gear Solid, Final Fantasy 
VIII, etc... and Sega is my pal? I don't think so. 


>I was highly disappointed, though, at not being able to "get an 
>appointment" to see VM Labs' Project X, but even more dispointed at not 
>getting in to meet my greatest programming hero, Jeff Minter. On the 
>last day of the show, I tried again to meet him and the guy actually 
>went back to see if he'd come out to meet me. He did!! I nearly peed 
>my pants when he came walking around that black wall and said, "Hey, 
>mate." I must have had the biggest, dumbest grin on my face. I shook 
>his hand and we talked about games and music and stuff for about 20 
>minutes or so and then I got his autograph. I was totally babbling, I 
>don't even know what I said. I walked out of their place and collapsed 


I am burning with envy... ;-)) 


> I also got a cool 
>psychedlic Project X slinky! 


A psychedelic slinky? [LOL] 


>I also saw a good number of blue PSX's running the games, too, about 75% 
>of them running upside down. (chuckle) You know it's bad when sony 
>won't replace those ones, either. =) "We know nothing about that 
>problem, it's your own stupidity that it skips." 


I am beginning to think my question down below will never be answered, 
this is what I get for being a loyal, vigorous Sony consumer and 
advocate? ):-(( 


-Matt 
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——MESSAGE FILE 17154 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000736 


——MESSAGE FILE 17155 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000737 


Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 
Date: 17 Jun 1998 15:05:57 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Sender: thutton@TECH10 

Message-ID: <uk96gfwi2.fsf@cybec.com.au> 


<3586aa02 .52350542@news.scea.sony.com> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> 
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matth@bellatlantic.net (Matthew Hulett) writes: 


>I was highly disappointed, though, at not being able to "get an 
>appointment" to see VM Labs' Project X, but even more dispointed at not 
>getting in to meet my greatest programming hero, Jeff Minter. On the 
>last day of the show, I tried again to meet him and the guy actually 
>went back to see if he'd come out to meet me. He did!! I nearly peed 
>my pants when he came walking around that black wall and said, "Hey, 
>mate." Լ must have had the biggest, dumbest grin on my face. I shook 
>his hand and we talked about games and music and stuff for about 20 
>minutes or so and then I got his autograph. I was totally babbling, I 
>don't even know what I said. I walked out of their place and collapsed 


I am burning with envy... ;-)) 


VVVVVVVVVVV VV 


I too, am green. This would be very cool. I am absolutely hanging 
for him to update his web page, I'm sure he's gonna have heaps to say, 
now that he's officially allowed to, sort of. Saw a screen shot of 
Tempest 3000, looks pretty much like the others though. Can't tell 
much from a static shot though... 


Initially I thought X was looking very cool. Then I was cold to the 
idea, when I learned it wasn't a console. Now with this 1500MHz (or 
was is 1500 MIPS?) business and the idea of having entire 3D 
voxel-sprite sports games is making my knees sweat again. I'm damn 
sure the first DVD player I get will be X enhanced, absolutely. 


Toby. 
—-MESSAGE FILE 17155 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000737 


—--MESSAGE FILE 17156 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000738 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Manifered H. Wolfe, II" <lobo@vicon.net> 

Newsgroups: scea.yaroze.freetalk 
Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Wed, 17 Jun 1998 11:52:56 -0400 

Organization: Lobo Electronics 

Lines: 32 

Message-ID: <3587E658.A29@vicon.net> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> <3586aa0 
2.52350542@news.scea.sony.com> 

Reply-To: lobo@vicon.net 

NNTP-Posting-Host: scl5.vicon.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


> Is there any reason why anyone should avoid processors other than 
> Intel's, i.e. are there any compatibility issues with software? 


The only reason you should stick with Intel is if you want multiple 
processors. Otherwise, you're wasting your money. If you buy an AMD 
cpu at the same speed as the Intel equivalent, you'll have enough money 
left over to buy more ram, a bigger hard drive, or a better video 
card...definitely worth it if you ask me. The last Intel cpu I've owned 
was a 486 DX/2-50 in 1994. Since then, I've used AMD and Cyrix. I 
didn't much care for my Cyrix, but all the AMD's I've had have been 
stellar, no compatibility problems at all and excellent performance. 

The only drawback to the AMD-K6 has been a weaker FPU than the Pentium, 
but the new Ճ6-2 actually outperforms the Pentium 2 FPU. And you don't 
have to kiss սք to the man and get a Slot-1 motherboard, it's a Socket 7 
cpu! 


Just my $0.02 of course, I'm sure others would disagree. But of course 
they've sold out to Intel, so what do you expect? =) 


Linux/Windows argument anyone? =P 
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Manifered H. Wolfe, II lobo@vicon.net 
Lobo Electronics http://www.vicon.net/~lobo 


28 Game Systems, 1000+ cartridges/CD's, 36 Coin-Op's, 1 
Pinball 


Amiga 3000, 24MB, 2GB, 25MHz, Video Toaster 2.0 
Atari 11030, 18MB, 200MB, 33MHz, Magic 4/Linux 
AMD K6 P233, 32MB, 6.4GB, Voodoo Rush, Win95/Linux 
—-MESSAGE FILE 17156 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000738 


—-MESSAGE FILE 17157 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000739 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Manifered H. Wolfe, II" <lobo@vicon.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Wed, 17 Jun 1998 11:56:40 -0400 

Organization: Lobo Electronics 

Lines: 26 

Message-ID: <3587E738.631F@vicon.net> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> 
<3586aa02.52350542@news.scea.sony.com> <uk96gfwi2.fsf@cybec.com.au> 

Reply-To: lobo@vicon.net 

NNTP-Posting-Host: Տօ15.Խ1Շօո. ոճե 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


> Initially I thought X was looking very cool. Then I was cold to the 
> idea, when I learned it wasn't a console. Now with this 1500MHz (or 
> was is 1500 MIPS?) business and the idea of having entire 3D 

> voxel-sprite sports games is making my knees sweat again. I'm damn 
> sure the first DVD player I get will be X enhanced, absolutely. 
Amen, brother! I may have to pick one up before hand (a cheap one) 
because my friend already has like 30 DVD's, and I'm burning to watch 
them. But I will definitely pick a Project X one up the day it's 
available. 


Incidently, I'm working on converting an arcade machine into a Tempest 
2000 machine, complete with spinner knob (as God intended it to be 
played), with a Jaguar running in it. I'm going to scan Yak's autograph 
so I can print it on the control panel overlay. =) 


Manifered H. Wolfe, II lobo@vicon.net 
Lobo Electronics http://www.vicon.net/~lobo 


28 Game Systems, 1000+ cartridges/CD's, 36 Coin-Op's, 1 
Pinball 


Amiga 3000, 24MB, 2GB, 25MHz, Video Toaster 2.0 
Atari 11030, 18MB, 200MB, 33MHz, Magic 4/Linux 
AMD K6 P233, 32MB, 6.4GB, Voodoo Rush, Win95/Linux 
—-MESSAGE FILE 17157 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000739 


——MESSAGE FILE 17158 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000740 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Wed, 17 Jun 1998 21:27:02 -0700 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35889716.F514472C@sinclair.net> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1194 scea.yaroze.freetalk 
:740 


Robert Swan wrote: 
I dont know. Maybe im in a minority here (I usually am) but couldnt 


care less about the full dev kit. For a variety of reasons I think I 
wouldnt benefit, and others wouldnt particularly either. 


1) if anyone complains about the difference in power and speed between 
yarozes + full libs my initial opinion is to tell them to shut up. On 
the scee site there are probably only a handful of demos that could 
use the extra speed. And I dont include my games in them. When we all 
start pushing the yaroze to the limit then maybe there could possibly 
be justification in asking for the full libs :) 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Most of us don't really care about the power or speed of the 
professional systems, we care about the missing functions and 
documentation. Such as, programming the multitap, or the full docs on 
mime model animation (I think thats what mime is). It's rather hard to 
push the Yaroze to the limit when many of its abilities are completely 
undocumented. 


2) burning our own cds. My personal opinion is why bother? To give 
demos to friends? to sell? Great, now I can burn 100s of cds, and give 
them away, and now i can not get any appreciation from another 100 
people! but are you asking for a cd burner to be included with the 
yaroze package? If so, the price goes up dramatically, and less people 
buy it. If not, those with less money feel like they are getting a raw 
deal after having already spent a fair bit of money. 


VV V V V V V 


Burning CD's wouldn't allow friends to play our games (unless they had 
Yaroze's too!). For a while I looked for a way to burn CD's for it, not 
for piracy, but so I could make my RPG as I have it in my dreams. Less 
than 2 MB is not nearly enough for what I want to do; I would need a CD 
to load different bits and pieces, new graphics and sounds, new worlds. 
I finally found a possible workaround, the Pro-Action Replay; there are 
libs for transferring data back and forth written by other Yaroze 
members. This ability makes it so a CD isn't needed. 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
——MESSAGE FILE 17158 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000740 


—-MESSAGE FILE 17159 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000741 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: 18 Jun 1998 15:26:49 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Sender: thutton@TECH10 

Message-ID: <u7m2fqnza.fsf@cybec.com.au> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> 
<3586aa02.52350542@news.scea.sony.com> <3587E658.A29@vicon.net> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Manifered H. Wolfe, II" <lobo@vicon.net> writes: 


> 
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> Is there any reason why anyone should avoid processors other than 
> Intel's, i.e. are there any compatibility issues with software? 


The only reason you should stick with Intel is if you want multiple 
processors. Otherwise, you're wasting your money. If you buy an AMD 
cpu at the same speed as the Intel equivalent, you'll have enough money 
left over to buy more ram, a bigger hard drive, or a better video 
card...definitely worth it if you ask me. The last Intel cpu I've owned 
was a 486 DX/2-50 in 1994. Since then, I've used AMD and Cyrix. I 
didn't much care for my Cyrix, but all the AMD's I've had have been 
stellar, no compatibility problems at all and excellent performance. 

The only drawback to the AMD-K6é has been a weaker FPU than the Pentium, 
but the new Ճ6-2 actually outperforms the Pentium 2 FPU. And you don't 
have to kiss up to the man and get a Slot-1 motherboard, it's a Socket 7 
cpu! 


VVVVVVVVVVV VV VV 


The only thing I'd be wary of is a lot of games may still use Pentium 
optimisations which simply don't work on the other chips. I'm not 
sure these days. There isn't as much asm code going into apps these 
days, but still, compilers may do Pentium optimisation for them. 


> Just my $0.02 of course, I'm sure others would disagree. But of course 
> they've sold out to Intel, so what do you expect? =) 


I'm glad the Wintel monopoly is falling apart, with HP doing a lot of 
design for Merced and CE running on many non-intel chips, 'tis a good 
thing. Though I'm sure I'll still be running my P100 when everyone 
else has Merced machines... 


Toby. 
—-MESSAGE FILE 17159 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000741 


——MESSAGE FILE 17160 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000742 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Thu, 18 Jun 1998 19:16:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3589596F.6CAF2868@ndirect.co.uk> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> <35889716.F514472C@sinclair.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1199 scea.yaroze.freetalk 
2742 


Hi all. 


Don't get me wrong, I wasn't knocking the Yaroze really. It's just that 
there are times when I wish I could get my hands on the full dev kit, but it 
appears that I may be in the minority here. Am I the only one who'd like to 
get some use out of the compression engine? Or more control over the 
GTE/GPU? Wouldn't it be nice to be able to chuck single polygons (or 
primitives) at the screen without resorting to TMDs? 


As for the CD burning thing... 

My Yaroze is tucked away in a small room with my PC and music equipment. 
It's an ideal working environment, but not the best "playing" environment. 
My living room, however, is home to my grey PSX, huge Trinitron TV, hi-fi 
and most importantly the sofas. Burning my own CDs would allow me to 
transport my game, whether it be to the room downstairs, or round to a 
mates. But that's not the biggest reason. I'd like to get some FMV into my 
games. Anyone else with me on this? 
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Herbs 


——MESSAGE FILE 17160 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000742 


—-MESSAGE FILE 17161 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000743 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Memory card saving utility? 

Date: Thu, 18 Jun 1998 16:54:47 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <35897E97.8B357C62@mail.datasys.net> 

References: <wal-ya02408000R1206980347270001@news.scea.sony.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey Wayne, sorry I haven't gotten back to you since we all had lunch. 
ANYWAY... 


wayne a. lee wrote: 

> 

> I seem to remember that there was a utility somewhere that allows you to 
> make backups of your PSX memory cards on your PC, via the Yaroze.... Does 
anyone know what it's called, and where to find it? I've been looking 


> 
> around the web site but I'm not having much luck. 


I don't know about any utility, but you should be able to download the 
memory card files without writing one. using siocons, you can view the 
contents of the memory card, and load the individual "files" into 
memory. Then, just do a "dsave" type deal and download (Despite 
whatever Sony thinks, I still consider "Uploading" when I send a file 
to the yaroze, and "Downloading" when I recieve information from it, 
because my perspective is from the computer, not the PSX) the contents 
of the file from the PSX memory to the computer. 


I've tried it once, and it seemed to work well, but it's a pain. I 
think it's easier than writing a program, to load and send the data to 
the computer. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17161 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000743 


——MESSAGE FILE 17162 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000744 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Thu, 18 Jun 1998 22:36:27 GMT 

Organization: SCEA Hardware Engineering 

Lines: 46 

Message-ID: <358995e4.21985969@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A.6D9E@vicon.net> <3586aa0 
2.52350542@news.scea.sony.com> <3587E658.A29@vicon.net> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.1/32.230 


Just purchased a new K6-2 3D 300 mhz for $169 and it screams. Supports 


Net Yaroze newsgroups message dump.txt Page 11549 


AGP and the 100 mhz bus. It also overclocks easily to 333 mhz, I could 
not be happier with it. 


Socket 7 forever! 


jerry 


On Wed, 17 Jun 1998 11:52:56 -0400, "Manifered H. Wolfe, II" 
<lobo@vicon.net> wrote: 


>> Is there any reason why anyone should avoid processors other than 
>> Intel's, i.e. are there any compatibility issues with software? 

> 
>The only reason you should stick with Intel is if you want multiple 
>processors. Otherwise, you're wasting your money. If you buy an AMD 
>cpu at the same speed as the Intel equivalent, you'll have enough money 
>left over to buy more ram, a bigger hard drive, or a better video 
>card...definitely worth it if you ask me. The last Intel cpu I've owned 
>was a 486 DX/2-50 in 1994. Since then, I've used AMD and Cyrix. I 
>didn't much care for my Cyrix, but all the AMD's I've had have been 
>stellar, no compatibility problems at all and excellent performance. 
>The only drawback to the AMD-K6 has been a weaker FPU than the Pentium, 
>but the new K6-2 actually outperforms the Pentium 2 FPU. And you don't 
>have to kiss up to the man and get a Slot-1 motherboard, it's a Socket 7 
>cpu! 

> 

>Just my $0.02 of course, I'm sure others would disagree. But of course 
>they've sold out to Intel, so what do you expect? =) 


> 

>Linux/Windows argument anyone? =P 

> 

> 

>—— 

> 

>Manifered H. Wolfe, II lobo@vicon.net 

>Lobo Electronics http://www.vicon.net/~lobo 
> 

>28 Game Systems, 1000+ cartridges/CD's, 36 Coin-Op's, 1 
>Pinball 

> Amiga 3000, 24MB, 2GB, 25MHz, Video Toaster 2.0 

> Atari 11030, 18MB, 200MB, 33MHz, Magic 4/Linux 

> AMD K6 P233, 32MB, 6.4GB, Voodoo Rush, Win95/Linux 


—-MESSAGE FILE 17162 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000744 


—-MESSAGE FILE 17163 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000745 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Mario Perdue" <mperdue@L4software.com.xyz> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: 19 Jun 1998 05:04:00 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <0lbd9c0a$513cf£80$0702010a@default> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> <3586aa0 
2.52350542@news.scea.sony.com> <3587E658.A29@vicon.net> <358995e4.21985969@news.scea 
. sony . com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I just upgraded too, only I decided to stick with Intel. I'm now running a 
PII-400 on a BX (100 Mhz) motherboard with a Riva 128 AGP video card. I 
haven't tried to overclock it yet, but to be honest I don't see much of a 
need to. 


Anyway, compatibility doesn't seem to be an issue these days. 
Mario 


Jerry Jessop <Jerry_Jessop@Playstation.Sony.Com> wrote in article 
<358995e4.21985969@news.scea.sony.com>... 
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Just purchased a new K6-2 3D 300 mhz for $169 and it screams. Supports 
AGP and the 100 mhz bus. It also overclocks easily to 333 mhz, I could 
not be happier with it. 


V V V V 


——MESSAGE FILE 17163 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000745 


——MESSAGE FILE 17164 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000746 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: For all N64 owners... 

Date: Fri, 19 Jun 1998 03:37:37 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3589db78.3213996@news.scea.sony.com> 
NNTP-Posting-Host: client-120-8.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

I wanted to ask your opinions on the fact that Nintendo is already 
chomping-at-the-bit to release a new console for X-mas 2000. They are 
being greatly outsold in Japan. In fact, I believe that even Saturn 
has a greater installed base than N64. 

It would appear that the 64DD will never be released in the U.S.. 

So, if your present N64 is replaced that soon, and the 64DD is 
never released, will you resent Nintendo, or do you think you got fair 
treatment for your gaming dollar? 

Just curious, I don't own a N64... I waited awhile for it until I 
read it was a cartridge-based system, and then I went with PSX, with 
no regrets... it turned out I would've waited a VERY long time for it 
to be released, they were someodd 16 months late on their original 
release date. 


—Matt 
——MESSAGE FILE 17164 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000746 


—-MESSAGE FILE 17165 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000747 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Skipping PSX 

Date: Fri, 19 Jun 1998 03:39:14 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <3589dd0f.3621417@news.scea.sony.com> 

References: <357adlc6.6697290@news.scea.sony.com> 
NNTP-Posting-Host: client-120-8.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks for all the feedback guys, I have an acquaintance who I 
described the problem to, and he says he is going to fix it for me. 
Problem solved. 


-Matt 


——MESSAGE FILE 17165 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000747 


——MESSAGE FILE 17166 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000748 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Fri, 19 Jun 1998 17:53:50 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6melpp$jagl@scea> 

References: <3589db78.3213996@news.scea.sony.com> 
NNTP-Posting-Host: sud-tcsl-port7.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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> of the libs to us, but at this point I really see no need for it. 


I think multi-tap support would be A-one on my wish list at the moment. 
Snowball Fight was developed as a multiplayer game, as I reckon the 
mighty Bomberman was, and smart AI players are darned hard to do (though 
that's not to say I won't be trying). 


I don't think it's true that Sony would get all that bogged down with 
extra requests. Asking for something like the Multitap libraries is, I 
reckon, quite realistic for a couple of reasons. As Robert put so well, 
it would mean we could focus on 'the game experience' without having to 
worry too much about the high-end AI. Secondly, the multitap isn't an 
especially mainstream add-on. If Yaroze coders started producing good 
stuff that supported it and those games were put onto the PSM coverdisk, 
wouldn't that work rather well for Sony? 


I have to say that I was _VERY_ impressed with the quality of the Edge 
Compo entries. I don't think it's true that our games aren't yet at 
"that" stage... 


You can keep your professional graphics libraries and your CD-ROM 
burning - I'd just like to add more play-power to my game! 


James (~mrfrosty) 


[...and all I need is that library, #define N_PLAYERS 4 and about 20 

more lines of code (:-).] 

—-MESSAGE FILE 1812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00515 


-—-MESSAGE FILE 1813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000516 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 16 Mar 1998 16:48:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lbd50fbSaa32a0e0$463d63c3@default> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <350c3928.3170490@news.scea.sony 
.com> <350C99D6.7F7D@charlie.cns.iit.edu> 

NNTP-Posting-Host: host5-99-61-70.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


[chop] 

> For the newbies: There a usenet tradition of creating newsgroups of the 
> form "alt.(something unpleasant) .(something) . (something) . (something) " 

> for example there is a real group: "alt.barney.dinosur.die.die.die" :-) 
> 
> 
> 


EdF 


take a look over at egerter softwares page and download there Barney the 

dinosaur 

hunter demo , lots of fun if you don't like big purple dinosaurs :) 
www.egerter.com/pr/ (maybe) 

Pete. 

—-MESSAGE FILE 1813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00516 


—-MESSAGE FILE 1814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000517 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Mon, 16 Mar 1998 19:58:36 -0000 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


It's as simple as this. I purchased my N64 the day it came out and have 
not regreted it a day since. 


The reason I still constantly play my N64 is for the games that are 
exclusive to that system. 

still log hours on my PlayStation for PlayStation exclusive titles as well 
though. Just the same for the PC. 


The are three developers for the N64 that constantly release excellent 
stuff. (That we should all learn by). Nintendo EAD, Rare, and Iguana. 
1. Nintendo is the innovator. When something new is breaking the scene 
Nintendo is usually the first to do it. Maybe this is just my opinion but 
its a valid point to take. Sure they have release date problems and stuff 
but you always know what you are gonna get from an in-house Nintendo game. 
FUN. And then there's Zelda...... 


2. Rare. Master programmers. They constantly amaze me with everything they 
do. A perfect example is there upcoming Banjo-Kazooie. I haven't played it 
yet but of what I've seen and read it's the game of 1998. 


3. Iguana. My personal favorite development team. After the release of 
Turok, I really game them a second look. There sports game are Hi-Res, 
Turok 2 looks fabulous, they are definitely something to watch for. 


As for the other games and short comings. I am dissapointed by the lack of 
excellent games. But then since I only have so much to play games it has 
not been a problem. Will I replace my Nintendo when "The New One" comes 
out. Definitely. For those games that will never apear on any other 
system. 

The same as I will purchase a PSX 2. 


—-MESSAGE FILE 17166 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000748 


-—-MESSAGE FILE 17167 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000749 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Sat, 20 Jun 1998 04:29:14 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldawm8b.dt206plijdiiyN@al-—88-120.al.nl1> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> <35889716.F514472C@sinclair.net> <3589596F.6CAF286 
8@ndirect.co.uk> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1206 scea.yaroze.freetalk 
2749 


> I'd like to get some FMV into my 
> games. Anyone else with me on this? 
> 


Yes, me! There is now way to do it by uploading it at this speed. 
I think that sony should collect all the best work and put it ona 


blackdisk. Than sell it in shops for a price like maybe 10 pounds. 
—-MESSAGE FILE 17167 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000749 


—-MESSAGE FILE 17168 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000750 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Fri, 19 Jun 1998 20:40:59 -0700 
Organization: SCEA News Server 

Lines: 38 

Message-ID: <358B2F4B.70807F98@sinclair.net> 
References: <3589db78.3213996@news.scea.sony.com> <6melpp$jagl@scea> 
NNTP-Posting-Host: 204.137.153.48 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Tolin wrote: 


1. Nintendo is the innovator. When something new is breaking the scene 
Nintendo is usually the first to do it. Maybe this is just my opinion but 
its a valid point to take. Sure they have release date problems and stuff 
but you always know what you are gonna get from an in-house Nintendo game. 
FUN. And then there's Zelda...... 


VV NV V V V 


Nintendo also has one bad trait, that brought the N64 down - 
stubbornness. They decided long ago that CD's were slow, and people 
hated them because they were slow, so a CD drive was a bad idea. Now, 
to my knowledge this has never Deen the case; for the Sega CD and the 
Turbografx CD, speed wasn't a factor in their failure - for the TG-16, 
its price brought it down (S400!), and for Sega, it was a lack of good 
software (a lot of FMV crap was released, with very few quality titles, 
such as Lunar, Lunar 2, Popful Mail). 


Nintendo has one other bad trait - they believe that only kids play 


video games - they came right out and said it! You can see that 
attitude in everything they do. Heck, Yoshi's Story is that attitude 
incarnate. Somehow they think that when gamers grow up, they stop being 


gamers. Whatever, Nintendo. 


But the system is still a decent one; I bought one once, sold it since, 
and will buy it again when Zelda is released. If only it all wasn't 
hampered by the company that created it... 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
—=UÚDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 17168 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000750 


--MESSAGE FILE 17169 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000751 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sat, 20 Jun 1998 00:05:08 -0400 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <358B34F4.4F1BCE2D@mail.datasys.net> 

References: <3589db78.3213996@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.r2.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Matthew Hulett wrote: 
> Hello, 
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> I wanted to ask your opinions on the fact that Nintendo is already 
> chomping-at-the-bit to release a new console for X-mas 2000. 


I hope not. 


> They are 
> being greatly outsold in Japan. 


Heh. The GameBoy is outselling the N64 in japan. Go figure. 


> In fact, I believe that even Saturn 
> has a greater installed base than N64. 


I doubt that. 
> It would appear that the 64DD will never be released in the U.S.. 
What gave you that impression? 


> So, if your present N64 is replaced that soon, and the 64DD is 
> never released, will you resent Nintendo, or do you think you got fair 
> treatment for your gaming dollar? 


I'd be almost as pissed off as the people who bought the virtual boy 
when it first came out. :) 


> Just curious, I don't own a N64... I waited awhile for it until I 
> read it was a cartridge-based system, and then I went with PSX, with 
> no regrets... 


I have no regrets for being an N64 user. 


> it turned out I would've waited a VERY long time for it 
> to be released, they were someodd 16 months late on their original 
> release date. 


The n64 should have been a CD system. It's as simple as that, it would 
have totaly destroyed the playstation if it hadn't been a cart system. 
Nintendo has made some bad design flaws lately, their most obvious 
flaw being shown in their Virtual Boy, which could have possibly been 
a color system. Then came their CD-less N64, which did good but could 
have done better. Their new Color GameBoy I have a feeling will be a 
big hit and really help out Nintendo alot, but I think their GameBoy 
Camera will be a flop. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

——MESSAGE FILE 17169 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000751 


——MESSAGE FILE 17170 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000752 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sat, 20 Jun 1998 01:13:29 GMT 

Organization: SCEA News Server 

Lines: 64 

Message-ID: <358b0976.11857847@news.scea.sony.com> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> 

NNTP-Posting-Host: client-119-13.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I hope not. 
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I refer you to Next Generation, July issue, page 24. Your hopes will 
only be allayed if they continue to fumble finding a company to design 
their next chipset. 


>> In fact, I believe that even Saturn 
>> has a greater installed base than N64. 
> 

>I doubt that. 


I can't find my source for this stat, I could be totally off-base. 
I sometimes suffer from 'information-haze', the internet is a great 
thing... I need a vacation! [LOL] 


>> It would appear that the 64DD will never be released in the U.S.. 
> 


>What gave you that impression? 


O.k., hard fact number one: There have been endless delays in 
releasing the drive. Hard fact number two, Nintendo made a press 
release someodd 6 weeks ago that they are not sure if they will 
release the drive in the U.S., they are going to release the 64DD in 
Japan first, and then see how well it sells. 

Now, we get into the realm of my mad genius... [wink] No add-on has 
ever achieved more than 10% market penetration. Add-ons have never 
succeeded. Nintendo is already getting cold feet, as evidenced by 
their press release. They are already chomping at the bit to get their 
next system out in the year 2000. Nintendo likes to make money... 

I don't think they will take the hardware loss to release a 
questionable add-on that will only have a little over a year of 
viability. Good evidence for this is that certain titles, i.e. Zelda, 
that were announced as 64DD titles are now being done in cartridge 
format. 

I am not the only one coming to this conclusion, but it is open to 
analysis and different interpretations... we shall see. We'll bet a 
beer on it! [LOL] 


>> So, if your present N64 is replaced that soon, and the 64DD is 

>> never released, will you resent Nintendo, or do you think you got fair 
>> treatment for your gaming dollar? 

> 

>I'd be almost as pissed off as the people who bought the virtual boy 
>when it first came out. :) 


Get ready. 
>I have no regrets for being an N64 user. 
Not yet, young grasshopper. [BG] 


>Then came their CD-less N64, which did good but could 
>have done better. 


Depending on which stats you go with, N64 is being outsold 
anywheres between 4-to-1 to 8-to-1 in Japan. If not for the American 
market, the N64 would be a flop. 


On everything else, we agree... thanks for the input. 


-Matt 


--MESSAGE FILE 17170 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000752 


—-MESSAGE FILE 17171 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000753 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sat, 20 Jun 1998 10:45:48 +0200 

Organization: Debri Productions 

Lines: 44 
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Message-ID: <ldawnbr.5yqt7h10f8x76N@a1l-—88-134.a1l.nl> 

References: <3589db78.3213996@news.scea.sony.com> <6melpp$jagl@scea> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I think its great if you have the fun for what you paid for. I have that 
with my PSX and if others have that with their N64, good for them. 


> Sure they have release date problems and stuff 
> but you always know what you are gonna get from an in-house Nintendo game. 
> FUN. And then there's Zelda...... 


Well after several promisses and still need to wait, my fun-level goes 
down fast. One time doesn't matter, but every time is getting 
irritating. And is Zelda finaly out? As far as I know It still isn't out 
yet (at least not here in Holland). And I remember reading an article 
more than a year ago that it woulbe be released right after the release 
of the N64 console. Well, that was a long delay. 


2. Rare. Master programmers. They constantly amaze me with everything they 
do. A perfect example is there upcoming Banjo-Kazooie. I haven't played it 
yet but of what I've seen and read it's the game of 1998. 


V V V V 


It's just what kind of game you like, but I think that this year there 
won't be a Gran Turismo beater. I have never seen a game that was 
praised like GT. 


> 3. Iguana. My personal favorite development team. After the release of 
> Turok, I really game them a second look. There sports game are Hi-Res, 
> Turok 2 looks fabulous, they are definitely something to watch for. 


I won't say Iguana isn't great. But Turok l was a major disapointment to 
me. It gets boring after wile. If you want to mention a game better than 
Turok 1, just go for James Bond. That was far better than Turok 1. I 
can't say things about Turok 2, I didn't play it. 


As for the other games and short comings. I am dissapointed by the lack of 
excellent games. But then since I only have so much to play games it has 
not been a problem. Will I replace my Nintendo when "The New One" comes 
out. Definitely. For those games that will never apear on any other 
system. 

The same as I will purchase a PSX 2. 


VV NV V V V 


That great, but I don't think everybody wants to spend their money to 
consoles. I would prefer more games for my PSX than keep on spending on 
consoles. 


DEnnis.. 
—-MESSAGE FILE 17171 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000753 


—-MESSAGE FILE 17172 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000754 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sat, 20 Jun 1998 17:12:22 +0200 

Organization: Debri Productions 

Lines: 65 

Message-ID: <ldax4xs.zunp529gzsywN@[194.151.88.141]> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> 

NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> > They are 

> > being greatly outsold in Japan. 
> 

> 


Heh. The GameBoy is outselling the N64 in japan. Go figure. 


Every system can get a hit in Japan. That doesn't say it's good or not. 


Net Yaroze newsgroups message dump.txt 

I must say that I own 3 Gameboys and in my opinion that is the best 
portable system ever made. 

> It would appear that the 64DD will never be released in the U.S.. 
red it to. 


I'd be almost as pissed off as the people who bought the virtual boy 
when it first came out. :) 


> Just curious, I don't own a N64... I waited awhile for it until I 
> read it was a cartridge-based system, and then I went with PSX, with 
> no regrets... 


VVVVVVVHV V 


Nintend is putting to much unusefull stuff on the market now, like Sega 
once did. 

> 

> I have no regrets for being an N64 user. 


It's a good system if you're pleased with a few games. Most of my 
friends compared it with the PSX and got regrets. 


> it turned out I would've waited a VERY long time for it 
> to be released, they were someodd 16 months late on their original 
> release date. 


> 
> 
> 
> 
> The n64 should have been a CD system. It's as simple as that, it would 
> have totaly destroyed the playstation if it hadn't been a cart system. 
Nope, I don't agree. PSX is not only succesful due to the CD-system. 
Sony also won becourse of the developer-support from sony and to sony 
and because they keep themselves to the release dates. PSX was also the 
first consle optimized for 3D. 


> Nintendo has made some bad design flaws lately, their most obvious 
> flaw being shown in their Virtual Boy, which could have possibly been 
> a color system. 


I was told it was the healt problem that made the VirtuaBoy flop. I 
played it several times, but after half an hour I got very dizzy. 


>Then came their CD-less N64, which did good but could 

> have done better. Their new Color GameBoy I have a feeling will be a 
> big hit and really help out Nintendo alot, but I think their GameBoy 
> Camera will be a flop. 


The camera IS a flop. The colour gameboy will only be a hit if it's also 
can play the old games and when the battery keeps up log enough. The 
geamgear also had problems with the battery-sucking. 
What also keeps me from buying the gameboy games is the fact I have a 
hard time finding out wich games can be linked. Normally those games 
would have an icon, but since the supergameboy (colour) saw the light, 
al the icons just show that it's an sbg-game, and it's guissing wich is 
for 2 players. Sony did a good job with the icons as well. 


DEnnis. 


Page 11556 


—-MESSAGE FILE 17172 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000754 


—-MESSAGE FILE 17173 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000755 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sat, 20 Jun 1998 20:52:04 -0400 

Organization: SCEA News Server 

Lines: 70 

Message-ID: <358C5934.6B441148@mail.datasys.net> 


References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 


t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> 
Reply-To: darco@bigfoot.com 
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NNTP-Posting-Host: dial-3.r7.ncbldw.InfoAve.Net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 
> > Heh. The GameBoy is outselling the N64 in japan. Go figure. 


> 
> Every system can get a hit in Japan. That doesn't say it's good or not. 
> I must say that I own 3 Gameboys and in my opinion that is the best 

> portable system ever made. 

Yeah it is, I agree 100%. I'm gona buy a Color GB when it comes out. 


2) 
> I red it to. 


Damn, am I the only one who hasn't read that article!? I feel like an 
idiot... I'm gona go read it right now. 


> The n64 should have been a CD system. It's as simple as that, it would 
> have totaly destroyed the playstation if it hadn't been a cart system. 


> 

> 

> 

> Nope, I don't agree. PSX is not only succesful due to the CD-system. 

> Sony also won becourse of the developer-support from sony and to sony 

> and because they keep themselves to the release dates. PSX was also the 
> first consle optimized for 3D. 

*GRIN* I'm not going to get in a discussion about this - I'm not even 
sure why I said it. 


> Nintendo has made some bad design flaws lately, their most obvious 
flaw being shown in their Virtual Boy, which could have possibly been 
> a color system. 


v 


I was told it was the healt problem that made the VirtuaBoy flop. I 
played it several times, but after half an hour I got very dizzy. 


VV VV V V V 


I bought two of them after the price dropped to 20 bucks a system. I 
love it, but I hardly play it. It was a cool system, it's a shame that 
it failed so misserably. 


> >Then came their CD-less N64, which did good but could 

> > have done better. Their new Color GameBoy I have a feeling will be a 
> > big hit and really help out Nintendo alot, but I think their GameBoy 
> > Camera will be a flop. 

> 

> The camera IS a flop. 

It's a fun flop though. :) Every time I go by the display I'm playing 
with it. 


> The colour gameboy will only be a hit if it's also 
> can play the old games and when the battery keeps up log enough. 


From the nintendo web site I read the the color game boy CAN play the 
old games, and the battery will last 10 hours on average. Sounds good 
to me. 


> The geamgear also had problems with the battery-sucking. 


That's Another reason the game boy did better. Even another was the 
fact that it was the only system that could possibly fit in your 
pocket. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


Page 11557 
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UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17173 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000755 


—-MESSAGE FILE 17174 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000756 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sat, 20 Jun 1998 21:25:33 -0400 

Organization: SCEA News Server 

Lines: 96 

Message-ID: <358C610D.7F9AAD84@mail.datasys.net> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <358b0976.11857847@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-3.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Matthew Hulett wrote: 

> I refer you to Next Generation, July issue, page 24. Your hopes will 

> only be allayed if they continue to fumble finding a company to design 
> their next chipset. 


I haven't read the article yet, but I'll read it when I get a chance. 
Sounds like it is bad news for nintendo. 


>> In fact, I believe that even Saturn 
>> has a greater installed base than N64. 
> 


>I doubt that. 


I can't find my source for this stat, I could be totally off-base. 
I sometimes suffer from 'information-haze', the internet is a great 
thing... I need a vacation! [LOL] 


VVVVVVV VY 


I was doubting purely on intuition, my own common sense, so I could be 
wrong. 


>> It would appear that the 64DD will never be released in the U.S.. 
> 


>What gave you that impression? 


O.k., hard fact number one: There have been endless delays in 
releasing the drive. Hard fact number two, Nintendo made a press 
release someodd 6 weeks ago that they are not sure if they will 
release the drive in the U.S., they are going to release the 64DD in 
Japan first, and then see how well it sells. 


VVVVVVVVV 


UG eens Susa The N64 itself didn't do that well in Japan; I see your 
reasoning. 


> Now, we get into the realm of my mad genius... [wink] No add-on has 
> ever achieved more than 10% market penetration. 


ONE add-on was a sucess... The CD drive for the PC Engine in Japan. It 
came out less than a year after the PC Engine came out, and that's 
probably why it did well at all. 


Add-ons have never 

succeeded. Nintendo is already getting cold feet, as evidenced by 
their press release. They are already chomping at the bit to get their 
next system out in the year 2000. Nintendo likes to make money... 

I don't think they will take the hardware loss to release a 
questionable add-on that will only have a little over a year of 
viability. Good evidence for this is that certain titles, i.e. Zelda, 
that were announced as 64DD titles are now being done in cartridge 
format. 


VVVVVVV VV 
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> I am not the only one coming to this conclusion, but it is open to 
> analysis and different interpretations... we shall see. We'll bet a 
> beer on it! [LOL] 


The second I ever makes bets, the laws of physics will change to make 
me loose. If a bet that the sky is blue, then it will turn green the 
next day. So, no bets. But I hope that nintendo hurries and releases 
the 64DD. They need a good pack-in for it to be a sucess, so that's 
probably what the delays are for. They need a blockbuster pack-in 
title, but they need to hurry up and get the damned thing out before 
people loose intrest. A small window of success. 


>> So, if your present N64 is replaced that soon, and the 64DD is 

>> never released, will you resent Nintendo, or do you think you got fair 
>> treatment for your gaming dollar? 

> 

>I'd be almost as pissed off as the people who bought the virtual boy 
>when it first came out. :) 


VVVVVVV VV 


Get ready. 


v 


>I have no regrets for being an N64 user. 


v 


v 


Not yet, young grasshopper. [BG] 
Whatever, sensay. :) 


>Then came their CD-less N64, which did good but could 
>have done better. 


Depending on which stats you go with, N64 is being outsold 
anywheres between 4-to-1 to 8-to-1 in Japan. If not for the American 
market, the N64 would be a flop. 


VVVVVV 


Yeah. That sucks. I always was a Nintendo fan, but that doesn't mean 
that I'm not a fan of sony either. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17174 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000756 


——MESSAGE FILE 17175 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000757 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sun, 21 Jun 1998 03:12:50 GMT 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <358c75e9.74136358@news.scea.sony.com> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <358b0976.11857847@news.scea.sony.com> <358C610D.7F9AAD84@mail.datasys.net> 
NNTP-Posting-Host: client-119-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>ONE add-on was a sucess... The CD drive for the PC Engine in Japan. It 
>came out less than a year after the PC Engine came out, and that's 
>probably why it did well at all. 


What was/is the PC Engine? 


>The second I ever makes bets, the laws of physics will change to make 
>me loose. If a bet that the sky is blue, then it will turn green the 
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>next day. So, no bets. But I hope that nintendo hurries and releases 
>the 64DD. They need a good pack-in for it to be a sucess, so that's 
>probably what the delays are for. They need a blockbuster pack-in 
>title, but they need to hurry up and get the damned thing out before 
>people loose intrest. A small window of success. 


Fine, no bet, you are too young to drink beer anyway! [BG] 
Poke, poke,... don't you just love sharpening your antlers? 

You hope what? It probably isn't going to happen. Just forget about 
it, and if it pops up you will be pleasently surprised. Who knows, if 
enough people express their frustration, maybe Nintendo will decide to 
break one less committment. 


>> Not yet, young grasshopper. [BG] 
> 
>Whatever, sensay. :) 


Ouch, he stabs me back with his antlers... [LOL] 
You did say you'd be peeved, but then you said you were not 
disapointed. I am making the point that you are going to get a 
surprise. 


>Yeah. That sucks. I always was a Nintendo fan, but that doesn't mean 
>that I'm not a fan of sony either. 


I just love Sony so much for coming up with the best system and the 
yaroze program, that I like to see them crush all competition. But, I 
am in a minority, most gamers like to see all companies succeed with a 
nice piece of the pie. 

Of course, Sega can go to h@#$ after that 32X/Sega CD & Saturn 
performance. 

And, nobody forced Nintendo to stick with cartridges... just greed. 

If they get their act together in the next generation of consoles, 
it will be because Sony spanked them silly and humiliated them. 


—Matt, who is waiting for Zain to show up and flame me for committing 
blasphemy against his beloved corporation Nintendo... 


11560 


--MESSAGE FILE 17175 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000757 


——MESSAGE FILE 17176 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000758 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sun, 21 Jun 1998 07:28:18 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <358cb4b6.7034895@news.scea.sony.com> 


References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> 


NNTP-Posting-Host: cx63972-a.chndl.az.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Here are my thoughts! :) 

1. I really like Nintendo and PSX and Sega each has great qualities! 
2. One word, GoldenEye!!! 

3. As I recall if you count both models the Gameboy has outsold any 
other gaming system by Nintendo Sony or Sega, I mean who doesnt have a 
gameboy :) but when I chatted with Nintendo at E3 they said it could 


play the old games using a pallette like the super gameboy. This is 
also in the current issue of NextGen 


But all in all I just like gaming if it's fun I'll Buy/Play it I 
originally bought my N64 for Ki Gold I just rented golden eye and it's 
about the greatest lst person shooter I have ever played in my life! 
(I like it even more than quake 2!) 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6ek003Sdud26@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I'm sure you're right about other systems -- I guess I'll stick with 
>my trusty DOS EDIT and speedy command line typing for now then. :) 
> 


I use my Microsoft Developer Network IDE for editing my source files and 
then swap to my DOS window to compile and run. But then again, as I use 
Microsoft's software practically every day at work I am used to it and it's 
quirks. Someday I will get it to run the GCC compiler from within the IDE :) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00517 


—-MESSAGE FILE 1815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000518 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Mon, 16 Mar 1998 21:40:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ira.rainey—1603982140270001@host5-99-56-9.btinternet.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: host5-99-56-9.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


> I use my Microsoft Developer Network IDE for editing my source files and 

> then swap to my DOS window to compile and run. But then again, as I use 

> Microsoft's software practically every day at work I am used to it and it's 
> quirks. Someday I will get it to run the GCC compiler from within the IDE :) 
> 

> 


JohnT 


So do I use Microsoft software everyday (NT4, SQL6.5, VB5, VC++), and 
that's exactly why I have a Mac at home. I can't see how anyone who uses 
MS products seriously can put down CodeWarrior at all. 


Ira 
—-MESSAGE FILE 1815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00518 


—-MESSAGE FILE 1816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000519 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk, scee.yaroze.mydemos,sc 
ea.yaroze.announce 

Subject: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Mon, 16 Mar 1998 15:20:29 -0800 

Organization: Cisco Systems 
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—-MESSAGE FILE 17176 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000758 


—-MESSAGE FILE 17177 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000759 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sun, 21 Jun 1998 03:45:14 GMT 

Organization: SCEA News Server 

Lines: 6 
Message-ID: <358c8152.77058126@news.scea.sony.com> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> 

NNTP-Posting-Host: client-119-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


So, even if the unit becomes obselete in the year 2000 after a 
short life, and the 64DD is never released, you would still be a happy 
camper? 


-Matt, who is catching up on his reading tonight. 


—-MESSAGE FILE 17177 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000759 


——MESSAGE FILE 17178 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000760 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sun, 21 Jun 1998 14:05:24 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldaz7je.llqfa4g178z404N@al-—88-136.al.nl> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> 
NNTP-Posting-Host: 81-88-136.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> So, even if the unit becomes obselete in the year 2000 after a 

> short life, and the 64DD is never released, you would still be a happy 
> camper? 
> 
> 


—Matt, who is catching up on his reading tonight. 
hehehe :-) 


DEnnis.. 
—-MESSAGE FILE 17178 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000760 


—-MESSAGE FILE 17179 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000761 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sun, 21 Jun 1998 14:05:28 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldaz7jz.180ic3klv6ewowN@al-—88-136.al.nl1> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> 

NNTP-Posting-Host: al-88-136.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Michael Klucher <dajudge@home.com> wrote: 
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> 2. One word, GoldenEye!!! 
> 


Not only one word, also One game!!! 
And I also think GranTurismo is One better word :-) 


Dennis 
-—-MESSAGE FILE 17179 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000761 


——MESSAGE FILE 17180 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000762 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Sun, 21 Jun 1998 14:05:30 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldaz7p7.lqcu25y68pmvsN@al-88-136.al.nl> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> 
NNTP-Posting-Host: al-88-136.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Thes conversations look like the Mac vs. PC convesations that are ever 
lasting. I personally love my Mac, and I have no problems with PC. But 
there are always PC users that think they know it all and that mac will 
be history within a year. I hear that for years now. And I just feel 
sorry for them. Of course I liked it that at the worldwide live 
presentation of Windows 98 on CNN the system crashed. But most PC users 
also liked it that Apple had a large financial loss about a year ago. 
It's just a never ending discussion about systems that probably will 
live next to eachother for a long time. 


But I must say I like it to be part of the discussions. And normally I 
support the smaller group (Mac-users) but now I'm part of the bigger 
group (Pro-Sony). 


DEnnis.. 
—-MESSAGE FILE 17180 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000762 


—-MESSAGE FILE 17181 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000763 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Mon, 22 Jun 1998 12:52:39 -0400 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <358E8BD7.4725B3FD@mail.datasys.net> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> <3586aa0 
2.52350542@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-14.r4.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> > Dreamcast, the gayest 

> >name for a console since the Pippen. 

> 

> Agreed. 

Just remember how gay the name "PlayStation" sounded when we first 
heard it. Now look at all us... We're PlayStation junkies. :) Sure, 
at 


first the name sounds more like a new type of bed mattress rather 
than 
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than a next generation video game console, but who cares? It's a 
name, 
and it's better than Katana... 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810 

) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17181 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000763 


——MESSAGE FILE 17182 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000764 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: Mon, 22 Jun 1998 12:59:18 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <358e54e7.39924640@news.scea.sony.com> 

References: <35718657.3581814@news.scea.sony.com> <3586DB6A. 6D9E@vicon.net> <3586aa0 
2.52350542@news.scea.sony.com> <358E8BD7.4725B3FD@mail.datasys.net> 
NNTP-Posting-Host: client-151-198-130-106.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Just remember how gay the name "PlayStation" sounded when we first 
>heard it. Now look at all us... We're PlayStation junkies. :) Sure, 
>at 

>first the name sounds more like a new type of bed mattress rather 
>than 

>than a next generation video game console, but who cares? It's a 
>name, 

>and it's better than Katana... 


You forgot to add, "In my humble opinion..." [BG] I'll bet you 
anything the system is not released under that name in the Մ.Տ.. 
I liked the name Katana, personally... I just don't like Sega. ;-)) 
-Matt 


--MESSAGE FILE 17182 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000764 


——MESSAGE FILE 17183 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000765 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Mon, 22 Jun 1998 13:07:40 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <358e556c.40057403@news.scea.sony.com> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> <ldaz7p7.1 
qceu25y68pmvsN@al—-88-136.al.nl> 

NNTP-Posting-Host: client-151-198-130-106.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Thes conversations look like the Mac vs. PC convesations that are ever 
>lasting. 


Let me see, the classic flamer topics: 


1) C versus C++. 
2) Unix versus Windows. 
3) Best console platform. 
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Hmmm, now we can add 
4) PC versus Mac. 


Neener neener, we PC users have all the best tools! [LOL] 

I harbor no ill will towards Apple... offer me a better wrench and 
I'll think about buying it. You guys face a lot of challenges in 
yaroze development. If only you could get Sony to release the source 
to the tools to be rewritten for the Mac. I think Mac 
users should start pressing for translations in the Mac programming 
group, IMHO. 


-Matt 


——MESSAGE FILE 17183 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000765 


——MESSAGE FILE 17184 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000766 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: GD"US"? 

Date: Mon, 22 Jun 1998 12:33:51 -0700 

Organization: Cisco Systems 

Lines: 12 

Message-ID: <358EB19F.4C9DBEA8@jps.net> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-246.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


T 


Are there any SCEA/North American Yaroze contests? Not the Scene 
ones, but legit Yaroze ones. If not, does anyone want to start one? 


I hear about the UK stuff, but haven't heard anything for local compos. 
I've always found that having a little pressure usually generates 
better programs. 


Mata ne, EREN ais 

- e! PREA tenchi@shell.jps.net TEs 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ese http://www. jps.net/tenchi 


—-MESSAGE FILE 17184 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000766 


——MESSAGE FILE 17185 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000767 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Mon, 22 Jun 1998 19:36:03 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <358eb213.6374546@news.scea.sony.com> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Yes I think so 


On Sun, 21 Jun 1998 03:45:14 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> So, even if the unit becomes obselete in the year 2000 after a 
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>short life, and the 64DD is never released, you would still be a happy 
>camper? 

> 

>-Matt, who is catching up on his reading tonight. 


--MESSAGE FILE 17185 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000767 


--MESSAGE FILE 17186 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000768 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Mon, 22 Jun 1998 19:38:45 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6émmp0f$17g1@scea> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> 
NNTP-Posting-Host: sud-tcsl-port9.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm happy right now. Will I be happy when the 64DD is not released?. Yup. 
The only reason that we are even talking about this is the media bliss 
surrounding the device. I don't blame Nintendo or any other company leaving 
everything in secrecy until they decide it's best to reveal info. 


Marketing products successfully while trying to fight the media at the same 
time must me one hell of a pain in the ass.... 


I hope Sony doesn't mention anything "Official" about PSX 2 until they want 
to and are ready to market the product, not defend it's presence. 


I'm quite content playing games for the Nintendo 64 and the PSX right now, 
I see excellent games for both systems within six months, and even better 
ones for the N64 with in eight months... 

"Enjoy what you can play today" 


Steve Tolin 


Matthew Hulett wrote in message <358c8152.77058126@news.scea.sony.com>... 


> So, even if the unit becomes obselete in the year 2000 after a 
>short life, and the 64DD is never released, you would still be a happy 
>camper? 

> 

>-Matt, who is catching up on his reading tonight. 

> 


—-MESSAGE FILE 17186 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000768 


——MESSAGE FILE 17187 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000769 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Wed, 24 Jun 1998 08:32:47 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <l1db4c20.sr7leul4n163dN@al-—88-118.al1.nl> 
References: <358EB19F.4C9DBEA8@jps.net> 
NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Elliott Lee <tenchi@jps.net> wrote: 


> Are there any SCEA/North American Yaroze contests? Not the Scene 
> ones, but legit Yaroze ones. If not, does anyone want to start one? 
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I hear about the UK stuff, but haven't heard anything for local compos. 
I've always found that having a little pressure usually generates 
better programs. 


VVVVYV 


Is there not something more international? Ok there is the coverDisk 
contest, but that is all I can enter. 


DEnnis.. 
—--MESSAGE FILE 17187 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000769 


—--MESSAGE FILE 17188 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000770 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Wed, 24 Jun 1998 08:32:49 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldb4c4h.wrtvba3k0wdmN@al1-88-118.a1l.nl1> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> <ldaz7p7.1 
qceu25y68pmvsN@al-88-136.al.nl> <358e556c.40057403@news.scea.sony.com> 
NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Neener neener, we PC users have all the best tools! [LOL] 

I harbor no ill will towards Apple... offer me a better wrench and 
1'11 think about buying it. You guys face a lot of challenges in 
yaroze development. If only you could get Sony to release the source 
to the tools to be rewritten for the Mac. I think Mac 
users should start pressing for translations in the Mac programming 
group, IMHO. 


VV V V V V V 


I would at once if I had any hope on sucoes. 


Thanks anyhow. I also must say that we are Dbussy to unite all the 
mac-using Ny-members. 


Cheers, 


DEnnis.. 
——MESSAGE FILE 17188 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000770 


——MESSAGE FILE 17189 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000771 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "dr Z" <gersauve@cgocable.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: 25 Jun 1998 04:40:59 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <01lbd9ff4Sb59ddba0$4b9ee218@gersauve.cgocable.ca> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> <ldaz7p7.1 
qceu25y68pmvsN@al-88-136.al.nl> <358e556c.40057403@news.scea.sony.com> <ldb4c4h.wrtvb 
a3k0wdmN@al1-88-118.al.nl1> 

NNTP-Posting-Host: 158-75.ri.cgocable.ca 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Thanks anyhow. I also must say that we are bussy to unite all the 
> mac-using Ny-members. 


Who is trying to unite all the MAC-using NY-members? I would like to be 
part of that. 
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Germain ( doctor Z ) Sauvé, MAC-using NY-member. 


——MESSAGE FILE 17189 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000771 


—-MESSAGE FILE 17190 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000772 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Wed, 24 Jun 1998 22:19:35 -0700 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <3591DDE7.C5B6C456@sinclair.net> 

References: <358EB19F.4C9DBEA8@jps.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I was chatting with some SCEE members today, and they gave me a good 
idea - we should hold our own contest, and maybe if we get a lot of good 
response from it, prizes may get donated. And if the quality of the 
entries are good enough, maybe they'll consider throwing them on a ՍՏ 
magazine's CD. The Net Yaroze program definitely needs more press 
coverage in the US. 


Elliott Lee wrote: 


> 

> Are there any SCEA/North American Yaroze contests? Not the Scene 

> ones, but legit Yaroze ones. If not, does anyone want to start one? 
> 

> I hear about the UK stuff, but haven't heard anything for local compos. 
> I've always found that having a little pressure usually generates 

> better programs. 

> 

> Mata ne, wee pisis 

Հ - e! zit tenchi@shell.jps.net rae 
> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

> (Tenchikun) ae http://www. jps.net/tenchi 

> 


- Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 17190 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000772 


—--MESSAGE FILE 17191 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000773 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Thu, 25 Jun 1998 08:41:59 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <1db6722.1lqp5et08tt2nwN@al-—88-103.al.nl> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> <ldaz7p7.1 
qceu25y68pmvsN@al-88-136.al.nl> <358e556c.40057403@news.scea.sony.com> <ldb4c4h.wrtvb 
a3k0OwdmN@al-88-118.al.n1l> <Olbd9ff4S$b59ddba0$4b9ee218@gersauve.cgocable.ca> 
NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 
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dr Z <gersauve@cgocable.ca> wrote: 


> > Thanks anyhow. I also must say that we are bussy to unite all the 

> > mac-using Ny-members. 

> 

> Who is trying to unite all the MAC-using NY-members? I would like to be 
> part of that. 

> 

> Germain ( doctor Z ) Sauve, MAC-using NY-member. 


Me and another SCEE user. I will make special webpage this weekend. 
My page can be found at 


http://come.to/debri 


DEnnis.. 


11568 


——MESSAGE FILE 17191 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000773 


--MESSAGE FILE 17192 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000774 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Fri, 26 Jun 1998 17:22:40 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35941120.4A020F7D@mail.datasys.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-10.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 


I was chatting with some SCEE members today, and they gave me a good 
idea - we should hold our own contest, and maybe if we get a lot of good 
response from it, prizes may get donated. And if the quality of the 
entries are good enough, maybe they'll consider throwing them on a US 
magazine's CD. The Net Yaroze program definitely needs more press 
coverage in the US. 


VV V V V V V 


I second that. The US Yaroze scene is dead compared to that of the 
European and Japanesse scenes. A good contest with a modest prize of 
publication on PlayStation Underground would jumpstart the US scene. 
But to do that, we'd need SCEA's seal of approval. 


If we can't arrange that, then we could all pitch in for the prize. 
Say...each entry requires a $10 fee; winner takes half the pot, with 
second and third places each getting a forth of the pot. 


Of course, Publication of the top three games in PlayStation 
Underground would be the most motavational prize of all as well as the 
least expensive - you wouldn't have to pay anything to enter the 
contest. 


So... What say ye, Sony? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAM@" with an "@" to email me) 
UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 


Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


—-MESSAGE FILE 17192 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000774 
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—--MESSAGE FILE 17193 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000775 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Fri, 26 Jun 1998 16:47:34 -0700 

Organization: Cisco Systems 

Lines: 48 

Message-ID: <35943316.AB6137F5@jps.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-246.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Darco wrote: 
[ese] 

> > magazine's CD. The Net Yaroze program definitely needs more press 

> > coverage in the US. 

> 

> I second that. The US Yaroze scene is dead compared to that of the 


Well, I wouldn't call it dead otherwise I (and many others) would have 
given up already. There are projects being developed, but they're in 
the pipeline. Let's just call the ՍՏ scene "dormant"---expect to see 
some good stuff soon. 


European and Japanesse scenes. A good contest with a modest prize of 
publication on PlayStation Underground would jumpstart the US scene. 
But to do that, we'd need SCEA's seal of approval. 


If we can't arrange that, then we could all pitch in for the prize. 
Say...each entry requires a $10 fee; winner takes half the pot, with 
second and third places each getting a forth of the pot. 


VV V V V V V 


Well, I wouldn't mind doing it for the prize of self satisfaction. 

A compo doesn't have to have a monetary prize, though I don't think 
it's a bad thing. I program/draw/write music because I like to, not 
because I'm going to get paid or get recognition for it. 


> Of course, Publication of the top three games in PlayStation 

> Underground would be the most motavational prize of all as well as the 
> least expensive - you wouldn't have to pay anything to enter the 

> contest. 

> 

> So... What say ye, Sony? 

> 

> -- 

> 'Darco 

> darco@NOSPAM@bigfoot.com 

> 

> (Replace "@NOSPAM@" with an "@" to email me) 

> 

> UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
> Voria: http://www.datasys.net/users/stu/rquat/voria 

> 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


Mata ne, ԱՆ` Հ 

- Թ) Sic tenchi@shell.jps.net ete 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Sts http://www. jps.net/tenchi 


—--MESSAGE FILE 17193 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000775 


——MESSAGE FILE 17194 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000776 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: GD"US"? 

Date: Fri, 26 Jun 1998 20:09:13 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <35943829.AC44A4BB@émail.datasys.net> 
References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> <35943316.AB6137F5@jps.net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-10.rl.ncbldw.InfoAve.Net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Elliott Lee wrote: 

> Well, I wouldn't call it dead otherwise I (and many others) would have 
> given up already. There are projects being developed, but they're in 
> the pipeline. Let's just call the ՍՏ scene "dormant"---expect to see 
> some good stuff soon. 


Yeah, you're right. Dormant is a more accurate word. Dead was a little 
potent... 


Well, I wouldn't mind doing it for the prize of self satisfaction. 

A compo doesn't have to have a monetary prize, though I don't think 
it's a bad thing. I program/draw/write music because I like to, not 
because I'm going to get paid or get recognition for it. 


Same here. Getting paid isn't what I really care about but getting 
recognition would be great. 


> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 


You a member of ACiD? I haven't herd that name since the old BBS days, 
back when ansi art was a highly respected artform. What is acid doing 
these days? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17194 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000776 


——MESSAGE FILE 17195 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000777 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Sat, 27 Jun 1998 09:40:53 -0700 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <35952095.BEC36071@sinclair.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


No, we shouldn't have any prizes at all. The fact that someone's entry 
won would get that person a lot of recognition in here, and knowing that 
one's entry was the best would be enough. Just holding the contest 
would be enough to bring out the "dormant" people and spark others to 
finish their projects, as long as we could spread the word about it. 


And once we had a group of high-quality demos, Sony might take notice 


Net Yaroze newsgroups message dump.txt Page 1158 


Lines: 21 

Message-ID: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:519 scea.yaroze.freetalk: 
519 scee.yaroze.mydemos:111 scea.yaroze.announce: 62 


Hiya all, 
I finished up the game I have been working on for the last 3 weeks 
or so. I was going to make it larger, but decided it was already 
hard enough. Some of the highlights: 

- 6 different levels 

- a good-looking mouse cursor 

- a cheezy digital soundtrack (if you can call it that) 
To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 


Jyaa... 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00519 


—-MESSAGE FILE 1817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000520 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Tue, 17 Mar 1998 09:47:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <6elgicS$dud27@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5-99-56-9.btinternet.com> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ira Rainey wrote in message 

>> I use my Microsoft Developer Network IDE for editing my source files and 
>> then swap to my DOS window to compile and run. But then again, as I use 
>> Microsoft's software practically every day at work I am used to it and 
it's 

>> quirks. Someday I will get it to run the GCC compiler from within the IDE 
>) 

>> 

>> JohntT 

> 

>So do I use Microsoft software everyday (NT4, SQL6.5, VB5, VC++), and 
>that's exactly why I have a Mac at home. I can't see how anyone who uses 
>MS products seriously can put down CodeWarrior at all. 

You must have misread my messages because I have not once put CodeWarrior 
down at all!! I have said that the learning curve for the IDE is rather long 
(though not in so few words!) 


JohnT 
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and put the best ones on a CD, Sony Underground or other Psx magazine, 
or hold their own contest. But we should do our own contest first, at 
least starting out prizeless. 


Darco wrote: 

> 

> I second that. The US Yaroze scene is dead compared to that of the 
European and Japanesse scenes. A good contest with a modest prize of 
publication on PlayStation Underground would jumpstart the US scene. 
But to do that, we'd need SCEA's seal of approval. 


If we can't arrange that, then we could all pitch in for the prize. 
Say...each entry requires a $10 fee; winner takes half the pot, with 
second and third places each getting a forth of the pot. 


Of course, Publication of the top three games in PlayStation 
Underground would be the most motavational prize of all as well as the 
least expensive - you wouldn't have to pay anything to enter the 
contest. 


So... What say ye, Sony? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAM@" with an "@" to email me) 
UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 


Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


VVVVVVVVVVVVVV VV VV VV VV VV 


- Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—--MESSAGE FILE 17195 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000777 


—--MESSAGE FILE 17196 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000778 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.event, scee.yaroze.event, sce 
e.yaroze.freetalk.english 

Subject: Nice 'ARS' for Windows 

Date: Sat, 27 Jun 1998 22:35:35 +0100 

Organization: Backroom Software Ltd. 

Lines: 3 

Message-ID: <6n30r3S$q6cl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera221.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:778 scea.yaroze.programming.event 
:1 scee.yaroze.event:44 scee.yaroze.freetalk.english:1281 


v2.0 Beta is now up at http://www.netyaroze-europe.com/~steved/ 


——MESSAGE FILE 17196 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000778 


—-MESSAGE FILE 17197 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000779 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Darrell Porcher" <dporcher@bellatlantic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Sat, 27 Jun 1998 19:28:34 -0400 
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Organization: SCEA News Server 

Lines: 15 

Message-ID: <6n47i4S3sd2@scea> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> 

NNTP-Posting-Host: client-151-198-130-143.bellatlantic.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I just took a look at the previews for the Sony Underground CD and it 
showcases the Yaroze games.. Just the old ones... I think there is some 
promo, just not from the US wave of games.. Just the stuff from 1996/97.... 
To me, we need to be in Playstation Mag, the Underground CD comes to 
scarcely 4/year.. That's not enough limelight..... But we really have to bee 
high quality.. and bold... 


Look out, here we come..... 


Darrell Porcher 
New Jersey Computer Game Developers Org. 


--MESSAGE FILE 17197 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000779 


—-MESSAGE FILE 17198 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000780 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 
Date: Sun, 28 Jun 1998 12:33:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <35969A6D.47F1B2AD@shell.jps.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> <35943316.AB6137F5@jps.net> <35943829.AC44A4BBemail.datasy 
s.net> 

NNTP-Posting-Host: oak-port655.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Darco wrote: 
> Elliott Lee wrote: 

Esasi 
well, I wouldn't mind doing it for the prize of self satisfaction. 
A compo doesn't have to have a monetary prize, though I don't think 
it's a bad thing. I program/draw/write music because I like to, not 
because I'm going to get paid or get recognition for it. 


V V V V 


Same here. Getting paid isn't what I really care about but getting 
recognition would be great. 


VV VV V V V 


Well, how about this. Darco: can you create a small web page with a 
tentative date, a set of guidelines, and a prize-yet-to-be-announced 
disclaimer? We can refine the page or junk it later. 


> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 


> 
> 
> You a member of ACiD? I haven't herd that name since the old BBS days, 
> back when ansi art was a highly respected artform. What is acid doing 
> these days? 

ACiD still kicks ass, but mostly in the VGA (hi-rez) area now. ACiD 
used to do a heck of a lot of ANSIs, but there are more Web sites than 
BBSes nowadays. If you're curious to see, check out 
http://www.acid.org. 


> -- 
> 'Darco 
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darco@NOSPAM@bigfoot.com 

(Replace "@NOSPAM@" with an "@" to email me) 

UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 


Voria: http://www.datasys.net/users/stu/rquat/voria 


> 
> 
> 
> 
> 
> 
> PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


Mata ne, ե աշե 

- e! Հր tenchi@shell.jps.net was 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) Sea http://www. jps.net/tenchi 


——MESSAGE FILE 17198 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000780 


—-MESSAGE FILE 17199 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000781 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze people in the NY, NJ or CT area? 

Date: Mon, 29 Jun 1998 10:55:17 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3597AAD5.CD14F79B@cobite.com> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 


Well, I'd like to know just how many people we have from this area, 
Since this is my locality, and Im interested to know if theres a bunch 
of us who'd like to get together some time and swap stories, hang out, 
generally act like geeks, or whatever :) 


I'm in NYC but I can travel a little way. All others, please speak up if 
this interests you! :) 


Craig 
—-MESSAGE FILE 17199 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000781 


——MESSAGE FILE 17200 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000782 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.event, scee.yaroze.event, sce 
e.yaroze.freetalk.english 

Subject: Re: Nice 'ARS' for Windows 

Date: Mon, 29 Jun 1998 19:08:02 +0100 

Organization: Backroom Software Ltd. 

Lines: 17 

Message-ID: <6n8le6Ssub4@chuka.playstation.co.uk> 

References: <6n30r3$q6cl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera630.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:782 scea.yaroze.programming.event 
:2 scee.yaroze.event:46 scee.yaroze.freetalk.english:1290 


Some problems were found running this on 95. There is now a tiny patch to 
make everything function as normal. 

Check out the patch and instructions at the bottom of 

http: //www.netyaroze-europe.com/~steved/nice_ars_for_windows_nt.htm 


Sorry to anyone who it failed to work for and who now hate me with a passion 
Lie) 


Steve 


Steve Dunn wrote in message <6n3or3$q6c13@chuka.playstation.co.uk>... 
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>V2.0 Beta is now up at http://www.netyaroze-europe.com/~steved/ 
> 
> 


—-MESSAGE FILE 17200 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000782 


——MESSAGE FILE 17201 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000783 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Yaroze Dev FAQ 

Date: Mon, 29 Jun 1998 21:44:32 GMT 

Organization: Reichardt Informatik AG 

Lines: 47 

Message-ID: <35a00ab9.18206439@news.playstation.co.uk> 
References: <6n71cl1S$4atl1l@scea> 

NNTP-Posting-Host: empty176.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 29 Jun 1998 03:28:13 GMT, in scea.yaroze.announce, 
jaminl@psu.edu (Jamin Frederick) wrote: 


> ) Is there any way to read from a CD other than the Yaroze boot disk, and is 
> it allowed? 


> ) Can I run yaroze programs on a regular playstation? Do I still need to 
> download? 


Any black PlayStation disc can be read on the Net Yaroze. On a regular 
gray PlayStation that has the copy protection removed by a MOD chip, any 
CD-ROM XA Mode2 with a 1509660 compatible file system and proper boot 
blocks can be read, including CD-R's. 


It is possible to create a bootable CD-R that runs any Net Yaroze 
program including the possibility to load data files from that disc ona 
regular gray PlayStation without copy protection. The procedure isn't 
terribly complicated, I've done it. The description would make an 
interesting part of your FAQ. I'd even like to write it. 


But since it requires extracting the runtime library and the boot blocks 
from the original boot disc and copying this data to a CD-R, it might be 
a violation of the license agreement we signed. I'm not sure whether 
it's already illegal to do this for personal use (to save downloading 
time during development). But certainly Sony doesn't want these CD-R's 
be disclosed to third parties (as would be the case if I gave a copy of 
my latest demo to a friend, who is not a Net Yaroze member). 


So what will happen if we include this information in the FAQ? Will Sony 
expel misbehaving members? There is already a lively underground scene 
of people developing for Net Yaroze with Action Replay modules and 
pirated compilers. It's kind of sad if a legitimate Net Yaroze member 
has to search underground sources for documentation for his platform. 


I think there is no harm done if a Net Yaroze member writes his large 
data files to a CD-R to save downloading time. We could agree that it is 
unethical to disclose such material to any non-member but that strictly 
personal use is tolerated. 


What is Sony's policy for dealing with this situation? 
Regards, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 17201 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000783 
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——MESSAGE FILE 17202 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000784 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Sean Kennedy" <skennedy@bconnex.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 Questions for all who attended, esp. Mario 

Date: 30 Jun 1998 03:21:18 GMT 

Organization: Wooden Tulip Ltd. 

Lines: 36 

Message-ID: <01lbda3d7$584ed760S$8fc8bdcd@dilbert> 

References: <35718657.3581814@news.scea.sony.com> <3576a92c.636582@205.149.189.29> 
NNTP-Posting-Host: prol-143.barrie.connex.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Mario, I finally became human again... 
Hello everyone. 


Mario Perdue <mperdue@l4software.com> wrote in article 
<3576a92c.636582@205.149.189.29>... 

> On Sun, 31 May 1998 16:39:38 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 
> Hello to all you lucky guys, 

> Well, I could ask a million questions, but let's start off with 
>just a few: 

>1) In your opinion, which company made the biggest impression at the 
>show? Who were people talking about? Close ties are allowed... 


I've gotta say that Sony had the most impressive booth of the show. 
The second most impressive part of the show was the size that my feet 
had swelled to by the time it was over! 


VVVVVVVV VV 


I second that. Nintendo had the glitzyest. But the space dedicated for show 
useage sucked big time -IMHO 

There was this HUGE & VERY OBSCENE lunch area that was front & center. The 
only privledged people had to be ratified by Nintendo. I thought it was a 
bit TOO redmondish.. 


> Dreamcast and Project X were both shown privately and covered by NDA. 
> I was only able to see one of them. I'd tell you about it, but then 
> I'd have to kill you. 

> Mario 


C'mon Mario. MIB are watching I'm sure. 
But if you consult the ALTIVEC information from Motorola, I think they 
kinda let the cat out of the bag.. 


Just bein c'nadian... 


-sean 
——MESSAGE FILE 17202 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000784 


——MESSAGE FILE 17203 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000785 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze people in the NY, NJ or CT area? 

Date: Tue, 30 Jun 1998 01:03:09 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3598385f.87490335@news.scea.sony.com> 

References: <3597AAD5.CD14F79B@cobite.com> 

NNTP-Posting-Host: client-151-198-130-141.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I'm in NYC but I can travel a little way. All others, please speak up if 
>this interests you! :) 


I am only 20 miles from NYC... let's see who else chimes in, I think 
there is a definite lack of members from the tri-state area. I've 
probably met three or four. 
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—Matt 
——MESSAGE FILE 17203 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000785 


——MESSAGE FILE 17204 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000786 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Tue, 30 Jun 1998 16:24:14 -0400 

Organization: SCEA News Server 

Lines: 61 

Message-ID: <3599496E. 9A1FO048Beémail.datasys.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-7.r5.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 


No, we shouldn't have any prizes at all. The fact that someone's entry 
won would get that person a lot of recognition in here, and knowing that 
one's entry was the best would be enough. Just holding the contest 
would be enough to bring out the "dormant" people and spark others to 
finish their projects, as long as we could spread the word about it. 


And once we had a group of high-quality demos, Sony might take notice 
and put the best ones on a CD, Sony Underground or other Psx magazine, 
or hold their own contest. But we should do our own contest first, at 
least starting out prizeless. 


VVVVVVVVV VV 


Sounds good. I can set up the web page, all we need to come up with is 
a date and some rules. Here is some sudjestions that I'll pull out of 
my head... All tentave, lets talk each one of them over. 


*** The deadline for game submition and judgement should be at least 3 
or 4 months from now, to give even people who haven't started a chance 
to enter. 


*** We need to find some people who are willing not to enter the 
contest so that they can be a judge. Maybe some Sony employees? 


*** All games must totaly abide by the liscencing agreement, including 
all copyright notices... 


*** Games cannot infringe on anyone's copyrights... IE: You can't make 
a new version of crash bandicoot, even if you do acknowladge that 
rightful owner. We want origionality. 


xxx You must enter a game, not a demo. 

*** Games can be entered by individuals, or by groups. 

*** Entry should be judged on several things... Graphics, gameplay, 
music, sound, and control; rather than "oh, I like this game". We 
should work out a judgement sheet, IMHO... 

*** Only SCEA members can enter. (I just threw this one up in the air 
for everyone to decide on. If everyone else wants to to be a SCEA, 


SCEE, and SCEI contest then I'm all for it) 


Just remember thoes all all sudjestions, everybody add your own, and 
if you see one you don't agree on lets talk it over. 


I'm pretty excited about this. I'll start working on some logos. er... 

First we need a name for this contest. GDUS? The Yaroze Contest? The 

First Semi-Annual Unofficial SCEA Net Yaroze Contest, or FSAUSCEANYC? 
ok, maybe that last one won't work, but anyone got some good 
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ideas? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17204 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000786 


——MESSAGE FILE 17205 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000787 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Tue, 30 Jun 1998 16:30:25 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <35994AE1.6CD33C02@mail.datasys.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO2Z0F7D@mail.datasys.net> <35943316.AB6137F5@jps.net> <35943829.AC44A4BBemail.datasy 
s.net> <35969A6D.47F1B2AD@shell.jps.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-7.r5.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Elliott Lee wrote: 

> Well, how about this. Darco: can you create a small web page with a 
> tentative date, a set of guidelines, and a prize-yet-—to-—be-announced 
> disclaimer? We can refine the page or junk it later. 


Ok, I'll whip one up as soon as we can throw togeather some more 
info... 


> ACiD still kicks ass, but mostly in the VGA (hi-rez) area now. ACiD 

> used to do a heck of a lot of ANSIs, but there are more Web sites than 
> BBSes nowadays. If you're curious to see, check out 

> http://www.acid.org. 


I went there and thoes graphics were awesome... I was dissapointed by 
the web page layout though. I thought ACiD would have done something 
alot more elegant than a bunch of green stuff. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17205 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000787 


--MESSAGE FILE 17206 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000788 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Tue, 30 Jun 1998 22:04:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <359960aa.924838@www.netyaroze-europe.com> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO2Z0F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> <3599496E.9A1FO48B@émail.d 
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atasys.net> 
NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 30 Jun 1998 16:24:14 -0400, Darco <rquat@mail.datasys.net> 
wrote: 
quite a bit. 


Im not that bothered if SCEE are excluded. I think that you lot have 
had just a leetle less to be enthusiastic about. Having said that, I 
dont mind being a judge and giving a hand to things, Darco :) 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 (to those who can access 

SCEE, so not you, Darco!) 

——MESSAGE FILE 17206 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000788 


—-MESSAGE FILE 17207 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000789 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Darrell Porcher" <dporcher@bellatlantic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze people in the NY, NJ or CT area? 

Date: Sun, 28 Jun 1998 15:36:02 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <6nc13d$5716@scea> 

References: <3597AAD5.CD14F79B@cobite.com> 

NNTP-Posting-Host: client-—151-198-130-35.bellatlantic.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hey Craig, I'm in NJ 


But I lead the NJ Computer Game Developers Organization, and may take over 
the New York Group as Well... Check our website http://www.njgamedev.org in 
about 2 weeks.. We're revamping.. and may start having meeting soon... 


Later 
Darrell Porcher 
New Jersey Computer Game Developers Organization 


Craig Venz wrote in message <3597AAD5.CD14F79B@écobite.com>... 

>Well, I'd like to know just how many people we have from this area, 
>since this is my locality, and Im interested to know if theres a bunch 
>of us who'd like to get together some time and swap stories, hang out, 
>generally act like geeks, or whatever :) 

> 

>I'm in NYC but I can travel a little way. All others, please speak up if 
>this interests you! :) 

> 

>Craig 


—-MESSAGE FILE 17207 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000789 


——MESSAGE FILE 17208 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000790 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Darrell Porcher" <dporcher@bellatlantic.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Mon, 29 Jun 1998 00:20:33 -0400 

Organization: SCEA News Server 

Lines: 82 

Message-ID: <6ncljp$5717@scea> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> <3599496E. 9A1FO48B@mail.d 
atasys.net> 

NNTP-Posting-Host: client-—151-198-130-35.bellatlantic.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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I think this should be SCEA only too, SCEE excludes us, so I't only fair 
that we compete amonst ourselves too. 


Maybe later on we can have a world wide Yaroze contest... say with 10 
winners or categories 


Man, we were the last to get it, and it seems that we get the least hype 
from it all.. Maybe we need to out do everyone else.. That's my goal... 


Darrell Porcher 
New Jersey Computer Game Developers Org, 
Yarozer since 3/98 


Darco wrote in message <3599496E. 9A1F048B@mail.datasys.net>... 

>Joshua Meeds wrote: 

>> 

>> No, we shouldn't have any prizes at all. The fact that someone's entry 
>> won would get that person a lot of recognition in here, and knowing that 
>> one's entry was the best would be enough. Just holding the contest 

>> would be enough to bring out the "dormant" people and spark others to 

>> finish their projects, as long as we could spread the word about it. 

>> 

>> And once we had a group of high-quality demos, Sony might take notice 

>> and put the best ones on a CD, Sony Underground or other Psx magazine, 
>> or hold their own contest. But we should do our own contest first, at 
>> least starting out prizeless. 
> 

>Sounds good. I can set up the web page, all we need to come up with is 
>a date and some rules. Here is some sudjestions that I'll pull out of 
>my head... All tentave, lets talk each one of them over. 

> 
>*** The deadline for game submition and judgement should be at least 3 
>or 4 months from now, to give even people who haven't started a chance 
>to enter. 

> 

>*** We need to find some people who are willing not to enter the 
>contest so that they can be a judge. Maybe some Sony employees? 

> 

>*** All games must totaly abide by the liscencing agreement, including 
>all copyright notices... 

> 

>*** Games cannot infringe on anyone's copyrights... IE: You can't make 
>a new version of crash bandicoot, even if you do acknowladge that 
>rightful owner. We want origionality. 


> 

>***x You must enter a game, not a demo. 

> 

>*** Games can be entered by individuals, or by groups. 

> 

>*** Entry should be judged on several things... Graphics, gameplay, 


>music, sound, and control; rather than "oh, I like this game". We 
>should work out a judgement sheet, IMHO... 

> 

>*** Only SCEA members can enter. (I just threw this one up in the air 
>for everyone to decide on. If everyone else wants to to be a SCEA, 
>SCEE, and SCEI contest then I'm all for it) 

> 
>Just remember thoes all all sudjestions, everybody add your own, and 
>if you see one you don't agree on lets talk it over. 

> 
>I'm pretty excited about this. I'll start working on some logos. er... 
>First we need a name for this contest. GDUS? The Yaroze Contest? The 
>First Semi-Annual Unofficial SCEA Net Yaroze Contest, or FSAUSCEANYC? 
>... ok, maybe that last one won't work, but anyone got some good 
>ideas? 

> 
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>—— 

>'Darco 

>darco@NOSPAM@bigfoot.com 

> 

>(Replace "@NOSPAM@" with an "@" to email me) 

> 

>UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
>Voria: http://www.datasys.net/users/stu/rquat/voria 


>PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


—-MESSAGE FILE 17208 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000790 


——MESSAGE FILE 17209 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000791 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Tue, 30 Jun 1998 21:56:35 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35999753.23CC98ABémail.datasys.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
AO20F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> <3599496E. 9A1FO48B@émail.d 
atasys.net> <359960aa. 924838@www.netyaroze-europe. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-4.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 

> Im not that bothered if SCEE are excluded. I think that you lot have 
> had just a leetle less to be enthusiastic about. Having said that, I 
> dont mind being a judge and giving a hand to things, Darco :) 


I don't mind there being judges outside of SCEA. In fact, I think that 
would be a good thing. 


> http://www.netyaroze-europe.com/~middex2 (to those who can access 
> SCEE, so not you, Darco!) 


Naaaaaaaaaaaaaaaaaaaaa, shadup iP 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

——MESSAGE FILE 17209 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000791 


——MESSAGE FILE 17210 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000792 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: 01 Jul 1998 12:27:41 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Sender: thutton@TECH10 

Message-ID: <uhgl25mqq.fsf@cybec.com.au> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5Bé6éC456@sinclair.net> 
<35941120.4A020F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> 
<3599496E. 9A1FO48B@mail.datasys.net> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Gl 


Net Yaroze newsgroups message dump.txt Page 1159 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00520 


-—-MESSAGE FILE 1818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000521 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Tue, 17 Mar 1998 09:46:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <350E467D.9562724F@ndirect.co.uk> 

References: <350aa03f.4404800@news.playstation.co.uk> <6eh3q5$jdt2@scea> <350D4A58.2 
9AE@writeme.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-1.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Sony... Update? Yeah right. 


—-MESSAGE FILE 1818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00521 


—-MESSAGE FILE 1819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000522 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Code W****r 

Date: Tue, 17 Mar 1998 10:00:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <350E49BD.F6583D75@ndirect.co.uk> 
References: <3509BEF1.27D0@kprob.demon.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-1.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Yup. CW is kinda shite. I'm sure it's nicer on the Mac than PC. 

The PC version is like part Mac, part Windows - the worst of both worlds. 
However, I will continue to use it. At least it lets you redirect CD I/O 
for dynamic loading so you have plenty of memory free. And compiling and 
running is a single mouse click away. It IS quick once you get used to 
it: 

Btw, code is very fast once optimisation is switched to level 4. Maybe 
GNU is quicker, but there's not much in it. 


--MESSAGE FILE 1819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00522 


--MESSAGE FILE 1820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000523 
Path: chuka.playstation.co.uk!news 
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Darco <rquat@mail.datasys.net> writes: 


> *** Only SCEA members can enter. (I just threw this one up in the air 
> for everyone to decide on. If everyone else wants to to be a SCEA, 
> SCEE, and SCEI contest then I'm all for it) 


I don't really mind - but if you do make it SCEA only, then those of 
us in SCEE that aren't in the UK can't enter the GDUK nor your compo. 


Toby. 
—-MESSAGE FILE 17210 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000792 


—-MESSAGE FILE 17211 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000793 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Yaroze Dev FAQ 

Date: 01 Jul 1998 12:30:31 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Sender: thutton@TECH10 

Message-ID: <uemw65mm0.fsf@cybec.com.au> 

References: <6n71lcl$4atl@scea> <35981C32.AC9F87F4@jps.net> 
<35983791.87283832@news.scea.sony.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


matth@bellatlantic.net (Matthew Hulett) writes: 


> Utilities: 
> SIO - common SIOCONS batch file extension 


VVVVVV 


Am I mistaken, or is .SIO a common PsComUtil batch file extension? 


I don't have Code Warrior, only use siocons, and I've never heard of 
.ՏԼՕ 


Toby. 


This is the second time. I can post to scea.yaroze.freetalk from the 
SCEE server, but not scea.yaroze.announce. What's going on? 
—-MESSAGE FILE 17211 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000793 


—-MESSAGE FILE 17212 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000794 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Tue, 30 Jun 1998 20:14:52 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3599A9AC.BCA637D3@sinclair.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
A0O20F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> <3599496E. 9A1FO48B@émail.d 
atasys.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Darco wrote: 

> I'm pretty excited about this. I'll start working on some logos. er... 
> First we need a name for this contest. GDUS? The Yaroze Contest? The 
> First Semi-Annual Unofficial SCEA Net Yaroze Contest, or FSAUSCEANYC? 
> ok, maybe that last one won't work, but anyone got some good 

> ideas? 

> 
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Try this: SEEDCO 


SCEA 
Electronic 
Entertainent 
Development 
Contest 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
--MESSAGE FILE 17212 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000794 


——MESSAGE FILE 17213 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000795 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GD"US"? 

Date: Wed, 01 Jul 1998 11:50:47 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <359A5AD7.77BB9B77@mail.datasys.net> 

References: <358EB19F.4C9DBEA8@jps.net> <3591DDE7.C5B6C456@sinclair.net> <35941120.4 
A0O20F7D@mail.datasys.net> <35952095.BEC36071@sinclair.net> <3599496E. 9A1FO48B@émail.d 
atasys.net> <3599A9AC.BCA637D3@sinclair.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-7.r2.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


T 


Joshua Meeds wrote: 
Try this: SEEDCO 


SCEA 
Electronic 
Entertainent 
Development 
Contest 


VV V V V V V 


Sounds cool, but where did you get the "O" from in "SEEDCO"? hehe... 
>) 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

--MESSAGE FILE 17213 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000795 


—-MESSAGE FILE 17214 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000796 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Sean Kennedy" <skennedy@bconnex.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: 2 Jul 1998 21:28:21 GMT 

Organization: SCEA News Server 

Lines: 36 
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Message-ID: <01lbda601$6dca6240$3332d68e@Hackbert.humberc.on.ca> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> <35889716.F514472C@sinclair.net> <3589596F.6CAF286 
8@ndirect.co.uk> <ldawm8b.dt206plijdiiyN@a1l-88-120.al.nl1> 

NNTP-Posting-Host: 142.214.50.51 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1342 scea.yaroze.freetalk 
2796 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldawm8b.dt206plijdiiyN@al-88-120.al.nl>... 

> > I'd like to get some FMV into my 

> games. Anyone else with me on this? 

> 


Yes, me! There is now way to do it by uploading it at this speed. 


I think that sony should collect all the best work and put it ona 
blackdisk. Than sell it in shops for a price like maybe 10 pounds. 


> 
> 
> 
> 
> 
> 
> 
> 


Look for the upcoming edition of Playstation Underground. 

This PSX CD based magzine is distributed to those with a PSX {GREY} system 
and the demos and captures and Interveiws are all done in A: FMV, B: PSX 
demo mode code. {libps.a} or C: Live TMD 3D model generator with audio 
track. 


FMV in games. Stay tuned. This may be a demand option that may have to 
enhanced to those members of Yaroze. {Licenced In-line assember module 
call. with a fixed name. Directory structures would be the differentiator} 
This way FMV would not be a hackable item. But one that Yaroze members 
could burn their own Gold CD's with FMV movies on it and the DL code 
modules from Codewarrior live debug environment. 


Note: The probable reason Sony did not wish to have FMV in the first place 
was due to the WebCT filespace constraints. Who wants a 34MB file on the 
Web trying to DL over a 28.8, I DON'T THINK SO... Simpler & cheaper to send 
via smail in CD format. 


Now that most of the Yaroze members have ISP webspace already. Those who 

wish to could make material available. [Use MPEG] that plays on the PC/MAC 

and then play the game on the PSX. Great way to demo.. 

-sean 

--MESSAGE FILE 17214 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000796 


——MESSAGE FILE 17215 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000797 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Game / Demo Competition.... 

Date: Sat, 4 Jul 1998 09:53:34 -0500 

Organization: SCEA News Server 

Lines: 13 
Message-ID: <6nl1f6k$6102@scea> 

NNTP-Posting-Host: d104.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:76 scea.yaroze.freetalk:797 scee. 
yaroze.beginners:389 scee.yaroze.freetalk.english:1350 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 


Regards, 
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Jeff (aka Zark Wizard) / Nemesis 


—-MESSAGE FILE 17215 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000797 


——MESSAGE FILE 17216 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000798 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 10:42:09 -0700 

Organization: Cisco Systems 

Lines: 48 
Message-ID: <35A10C71.E193D187@jps.net> 

References: <6nl1f£6k$6102@scea> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:77 scea.yaroze.freetalk:798 scee. 
yaroze.beginners:390 scee.yaroze.freetalk.english:1356 


Cool. Some notes: 


— some kind of disclaimer statiting that this is not an 
officialed contest from the SCE[A|E|I]. 


— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 

- have an NTSC mode if it originates from a PAL system. 

- have a title screen or ending credits text 
listing at least one contact address (e-mail) 

- adhere to the Yaroze membership guidelines 
(i.e. no profanity, racism, sexist comments, 
nudity etc.); basic courtesy to other members 
worldwide. 


- copyright disclaimer stating that Yaroze and the Playstation 
are Sony stuff and that the programs entered in this compo 
are copyright their respectful authors. Also, that entries 


are being run at the risk of the members' machines---e.g. 
no one will be responsible for damage to their equipment 
due to bad refresh rates. Of course, there would be a penalty 


if someone enters a virus or something. 


Jeff Lawton wrote: 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 


Regards, 


VVVVVVVVVV VV 


Jeff (aka Zark Wizard) / Nemesis 


Mata ne, ie fe Հոտ 
- e! sok tenchi@shell.jps.net Tir 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 


Net Yaroze newsgroups message dump.txt Page 11585 


(Tenchikun) hoe http://www. jps.net/tenchi 


——MESSAGE FILE 17216 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000798 


—-MESSAGE FILE 17217 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000799 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <david.white@cubic.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 11:08:46 -0700 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <35A112AE.446B@cubic.com> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: onyxl.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:78 scea.yaroze.freetalk:799 scee. 
yaroze.beginners:391 scee.yaroze.freetalk.english:1357 


Elliott Lee wrote: 
> 


Cool. Some notes: 
— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 


VVVVVVV VV 


That would lock out all Macintosh developers! 


David 
—-MESSAGE FILE 17217 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000799 


—-MESSAGE FILE 17218 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000800 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 16:26:45 -0700 

Organization: Cisco Systems 

Lines: 26 
Message-ID: <35A15D35.E5068B36@jps.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:79 scea.yaroze.freetalk:800 scee. 
yaroze.beginners:394 scee.yaroze.freetalk.english:1359 


David White wrote: 

> Elliott Lee wrote: 

> Cool. Some notes: 

> — requirements for entries. something like: 

All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 


VVVVVVV VV 
VV V V V 


That would lock out all Macintosh developers! 
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> 
> David 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 

be sharable with other people. For instance, you shouldn't develop 

something that streams data from your PC/Mac via a tool like an AR. 

What is the highest common denominator we have? 


Mata ne, 


- e! sa tenchi@shell.jps.net wees 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) 5s http://www. jps.net/tenchi 


vids tid 


—-MESSAGE FILE 17218 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000800 


—-MESSAGE FILE 17219 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000801 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Demos & games release list? 

Date: Tue, 07 Jul 1998 11:56:21 -0700 

Organization: Cisco Systems 

Lines: 31 

Message-ID: <35A26F55.E81C4167@jps.net> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:209 scea.yaroze.freetalk:801 


Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all օք us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


+ name of project 

+ name of author(s) 

+ URL to the project file(s) 

+ URL or e-mail address for conctact information 

+ short description of project 

+ PAL/NTSC 

+ other system requirements (e.g. requires PRO-AR, analog 

control, etc.) 

I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ՞ ՞ 


Just a few thoughts... 


Mata ne, Parra Հ 

- e! Sic tenchi@shell.jps.net res 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Ske http://www. jps.net/tenchi 


—-MESSAGE FILE 17219 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000801 


—-MESSAGE FILE 17220 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000802 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk 


Net Yaroze newsgroups message dump.txt Page 11587 


Subject: Re: Memory card saving utility? 
Date: Tue, 07 Jul 1998 19:06:25 -0500 
Organization: SCEA News Server 

Lines: 25 

Message-ID: <35A2B801.17DE0EF@mw.3com.com> 
References: <wal-ya02408000R1206980347270001@news.scea.sony.com> <35897E97.8B357C62@ 
mail.datasys.net> 

NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


>Darco wrote: 

>>wayne a. lee wrote: 

>> I seem to remember that there was a utility somewhere that allows you to 
>> make backups of your PSX memory cards on your PC, via the Yaroze.... Does 
>> anyone know what it's called, and where to find it? I've been looking 

>> around the web site but I'm not having much luck. 


I don't know about any utility, but you should be able to download the 
memory card files without writing one. using siocons, you can view the 
contents of the memory card, and load the individual "files" into 
memory. Then, just do a "dsave" type deal and download (Despite 


I've tried this several times but it never works for me. I have no problem 
getting code and data INTO my Yaroze, but I still have not been able to 
use the SIOCONS commands to get data from the Yaroze to my PC. 


I wound up writing a simple little Yaroze program to "printf" the values 
in hex to the console, and using a terminal program to log the output to 
a file, which I then need to "hex2bin" convert it. Blah. 


Any ideas? Obviously the "Yaroze->PC" direction works under program 
control, but the SIOCONS commands don't seem to like that data direction. 


EdF 


—-MESSAGE FILE 17220 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000802 


—-MESSAGE FILE 17221 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000803 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Memory card saving utility? 

Date: Tue, 07 Jul 1998 19:13:25 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <35A2B9A5.3D88B74D@mw. 3com. com> 

References: <wal-ya02408000R1206980347270001@news.scea.sony.com> 
NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


wayne a. lee wrote: 


I seem to remember that there was a utility somewhere that allows you to 
make backups of your PSX memory cards on your PC, via the Yaroze.... Does 
anyone know what it's called, and where to find it? I've been looking 
around the web site but I'm not having much luck. 


V V V V 


By the way, http://www.rocketgameproducts.com shows something they call 
the "Cheat Factory", which looks like it allows you to connect the memory 
card 

output of the PlayStation to you PC, treating the PC as a GIGANTIC memory 
card. 

You can then edit the save files and make "cheat saves", trade your save 
games, 

and stuff like that. 


Net Yaroze newsgroups message dump.txt Page 11588 


They also have a "memory card disc drive" that saves game saves to a 3-1/2" 
floppy 

disc instead of a memory card. It doesn't say if these floppies are readable 
in 

normal PC or Mac floppy drives. (I would hope so.) 


Has anyone tried these products? 
EdF 


—-MESSAGE FILE 17221 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000803 


—-MESSAGE FILE 17222 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000804 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Tue, 07 Jul 1998 19:26:32 -0500 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <35A2BCB8.3462C182@mw.3com.com> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:804 scee.yaroze.freetalk.dutch:17 
scee.yaroze.freetalk.english:1368 scee.yaroze.freetalk.german:26 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 


Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 
PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


"Game Sharks"? 

Can I use the ARS type Yaroze software with a "Shark Link" rather than the 
"Comms Card"??? What is the difference between ARS and "Nice ARS"? 

Are there other fast-download solutions along these lines? 

Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 


these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 
EdF 


--MESSAGE FILE 17222 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000804 
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-—-MESSAGE FILE 17223 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000805 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 08 Jul 1998 00:53:53 GMT 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <35a2cle4.8248824@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:210 scea.yaroze.freetalk:805 


Sounds like a great idea It can be a pain to go around looking for 
updated webpages to download new stuff. 


It should also include how complete, or playable, the game is, since 
there's a lot of uncompleted semi-game things out there. 


I'd also like to know if source is available for a particular project. 


Perhaps a rating would be good too, by the author or someone else... 


Jamin 


On Tue, 07 Jul 1998 11:56:21 -0700, Elliott Lee <tenchi@jps.net> 
wrote: 


>Does someone want to start logging titles, URLs, and descriptions of 
>Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
>problem keeping up with all the release announcements as they are 


>split over several groups and sometimes not even posted here. I'd 
>be willing to maintain such a page for the near-term. 
> 


>So, if you want your project "registered" on this page, please send 
>me (in e-mail) or post here: 


> 

> + name of project 

> + name of author(s) 

> + URL to the project file(s) 

> + URL or e-mail address for conctact information 

> + short description of project 

> + PAL/NTSC 

> + other system requirements (e.g. requires PRO-AR, analog 
> control, etc.) 

> 

>I have no idea what the page will look like right now other than a 
>table. This will also be posted on a publicly-accessible page. 
> 


>If you have a better idea than this, please post a reply to this 
>thread. ^_^ 


> 

>Just a few thoughts... 

> 

>Mata ne, ae aes yan 
>- e! suet tenchi@shell.jps.net Ves 
> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

> (Tenchikun) ՀՏ. http://www. jps.net/tenchi és 

> tit vids 


—-MESSAGE FILE 17223 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000805 


—-MESSAGE FILE 17224 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000806 
Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 07 Jul 1998 22:49:56 -0500 
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Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <skennedy—0707982249560001@prol1-147.barrie.connex.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
<35A15D35.E5068B36@jps.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:80 scea.yaroze.freetalk:806 scee. 

yaroze.beginners:395 scee.yaroze.freetalk.english:1369 


In article <35A15D35.E5068B36@jps.net>, tenchi@jps.net wrote: 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 

be sharable with other people. For instance, you shouldn't develop 

something that streams data from your PC/Mac via a tool like an AR. 

What is the highest common denominator we have? 


> David White wrote: 

> > Elliott Lee wrote: 

> > > Cool. Some notes: 

>>> — requirements for entries. something like: 

>>> All games and demos must: 

>>> - be executables that can be loaded with the 
>>> provided Yaroze utilities (e.g. SIOCONS). It 
>>> doesn't matter what you used to create it, but 
>>> it must be run-able for all. 

> > That would lock out all Macintosh developers! 

> > David 

> 

> 

> 

> 

> 

> 


Yes, that is a good point, But I have also been dev'ing PSX apps and using 
SIOCONS {USING SOFTPC... ;) } to DL and test the code. This really does 
well for those who want good speed. 


It does mean that if you are a Mac Developer {I am, I also do WIN32 DX5 
and GB..} that you do need the requirement of using a Power Macintosh. 

I found out {Much to the annoyance of J. Sumner @ Metrowerks...} that to 
do any "REAL" work on Yaroze, I needed a powermac. I finally got one. 

Hi Joel... :) 


FYI, Լ also got the GCC under MkLinux {Powermac} to host yaroze technology. 
Trouble is, I need to build a SIOCONS for MkLinux.. 

Anybody at Sony got the source??? All I need is the Binary Downloader.. BLOAD 
component. 

—-MESSAGE FILE 17224 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000806 


——MESSAGE FILE 17225 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000807 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 7 Jul 1998 21:50:26 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <6numah$7mk7@scea> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: d101.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:81 scea.yaroze.freetalk:807 scee. 
yaroze.beginners:396 scee.yaroze.freetalk.english:1370 


Great point... 1:11 add exectly that to the site. 
Regards, 
Zark / Nemesis 


http://yaroze-world.org 
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From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: 17 Mar 1998 11:57:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bd519c$8a9f84e0$84d449c2@Angelal.intelligent-—group.com> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: 1132.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


9049323 
Craig Graham. 


—-MESSAGE FILE 1820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00523 


—-MESSAGE FILE 1821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000524 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Tue, 17 Mar 1998 12:18:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <6elpnpS$dud29@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: user1593.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Forget switching to DOS ! 
Read my article on my SCEE homepage 


(~steved). It explains how to use gnu 
makefiles 'in' developer studio. So you 
simply press F7 to compile ! Sure is 
handy. 

Steve 


>>I'm sure you're right about other 
systems -- I guess I'll stick with 

>>my trusty DOS EDIT and speedy command 
line typing for now then. :) 

>> 

>I use my Microsoft Developer Network 
IDE for editing my source files and 
>then swap to my DOS window to compile 
and run. But then again, as I use 
>Microsoft's software practically every 
day at work I am used to it and it's 
>quirks. Someday I will get it to run 
the GCC compiler from within the IDE :) 
> 

>JohnT 

> 
> 


>Send e-mail to 
johnt@nettech.demon.co.uk 
>Visit my web site at 
www.coco.net.uk/johnt 

> 


> 
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—-MESSAGE FILE 17225 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000807 


—-MESSAGE FILE 17226 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000808 
Path: chuka.playstation.co.uk!scea!prol1-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Hello, Here's a picture from E3 

Date: Tue, 07 Jul 1998 23:00:47 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <skennedy—0707982300480001@pro1-147.barrie.connex.net> 
NNTP-Posting-Host: prol-147.barrie.connex.net 


Hey everyone. 
Its July, and well. I sat with the scanner, and scanned in some of the 
photos from the E3 conference in May. 
The website content is located on panther for now. 


But It will be moving to www.woodentulip.com soon. {August} 


For now it is at: 
http://panther.humberc.on.ca/~woodentulip/mariop. jpg 
Have fun. 


Let me know if you had attended E3, it might make for a good Event update 
to the SCEA yaroze web-page. 


Those who took pictures, should arrange to send them in! 


-sean 
--MESSAGE FILE 17226 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000808 


--MESSAGE FILE 17227 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000809 
Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello, Here's a picture from E3 Ah, CRAP! 

Date: Tue, 07 Jul 1998 23:18:56 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 29 

Message-ID: <skennedy—0707982318560001@prol1-147.barrie.connex.net> 
References: <skennedy—0707982300480001@pro1-147.barrie.connex.net> 
NNTP-Posting-Host: prol-147.barrie.connex.net 


In article <skennedy—0707982300480001@pro1-147.barrie.connex.net>, 
skennedy@bconnex.net (Sean Kennedy) wrote: 

> Hey everyone. 

Its July, and well. I sat with the scanner, and scanned in some of the 
photos from the E3 conference in May. 

The website content is located on panther for now. 

But It will be moving to www.woodentulip.com soon. {August} 

For now it is at: 

http://panther.humberc.on.ca/~woodentulip/mariop. jpg 

Have fun. 

Let me know if you had attended E3, it might make for a good Event update 
to the SCEA yaroze web-page. 

Those who took pictures, should arrange to send them in! 

-sean 


VVVVVVVVV VV 


Ah Crap! I totally forgot that I temporarily hooked panther into a 
different network to do some Logging & Statistics. 


Trouble is, when I did this Panther cannot be seen from the Outside. 


New Location: 
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http://www.bconnex.net/~skennedy/woodentulip/mariop. jpg 


Sorry, I posted first, uploaded later... Trouble happens when the shells 
are wet... 


-sean 
--MESSAGE FILE 17227 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000809 


--MESSAGE FILE 17228 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000810 
Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: The Yaroze and the 02 

Date: Tue, 07 Jul 1998 23:30:38 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <skennedy-0707982330390001@pro1-147.barrie.connex.net> 
References: <35622F49.4F125E32@ix.netcom. com> 

NNTP-Posting-Host: prol-147.barrie.connex.net 


> Does anybody out there have a SGI 02? I don't know if I'll be able to 
> hook my Yaroze up to it (haven't seen the connections yet). 
> Manny Najera 


Hi Manny! 


I've got a couple of tips to try if you are using the 02. 
First: ? Have you tried to hook in yet? 
Second: Do you have WABI or a Virtual MS-DOS Software on the SGI box. 


Since the date of the posting, I didn't know whether or not you've tried. 
But under MkLInux and X-Windows, I can still bring up a COMM session to 
chat with the yaroze, and dev up some code. 


I FTP it to a pe on a switch box, and use SIOCONS to Upload it, then I 
switch back to use the debugger.. In X windows. 


I also use Soft Windows to do SIOCONS from the mac, with mixed results.. 


Softwin or Virtual PC for SGI may help. 
-sean 
--MESSAGE FILE 17228 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000810 


--MESSAGE FILE 17229 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000811 
Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: For all N64 owners... 

Date: Tue, 07 Jul 1998 23:37:45 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <skennedy-0707982337450001@pro1-147.barrie.connex.net> 

References: <3589db78.3213996@news.scea.sony.com> <358B34F4.4F1BCE2D@mail.datasys.ne 
t> <ldax4xs.zunp529gzsywN@[194.151.88.141]> <358C5934.6B441148@mail.datasys.net> <35 
8cb4b6.7034895@news.scea.sony.com> <358c8152.77058126@news.scea.sony.com> <ldaz7p7.1 
qceu25y68pmvsN@al-88-136.al.nl> <358e556c.40057403@news.scea.sony.com> <ldb4c4h.wrtvb 
a3k0wdmN@al-88-118.al.nl1> <Olbd9ff4Sb59ddba0$4b9ee218@gersauve.cgocable.ca> <1ldb6722 
-lqp5et08tt2nwN@al-88-103.al.nl> 

NNTP-Posting-Host: prol-147.barrie.connex.net 


dr Z <gersauve@cgocable.ca> wrote: 

> > Thanks anyhow. I also must say that we are bussy to unite all the 
> > mac-using Ny-members. 
> Who is trying to unite all the MAC-using NY-members? I would like to be 
> part of that. 

> Germain ( doctor Z ) Sauve, MAC-using NY-member. 

Me and another SCEE user. I will make special webpage this weekend. 

My page can be found at 

http://come.to/debri 

DEnnis.. 


VVVVVVVVVV 
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Cool. 


Us MacLedds are annoying; but because we are programmers, we use the 
easiest systems to do a job, and to do that means MacOS. 


"sides what other operating system allows internationalisation that 
reaches Iceland. Certainly not Windows95/98??? 


i) 
-sean 
--MESSAGE FILE 17229 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000811 


--MESSAGE FILE 17230 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000812 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Tue, 07 Jul 1998 21:09:54 -0700 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35A2F112.52759E@sinclair.net> 

References: <35A26F55.E81C4167@jps.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:211 scea.yaroze.freetalk:812 


There's already an SCEE site that has reviews of a lot of games on SCEE, 
SCEA, and SCEI. I forget which one, though. 


Elliott Lee wrote: 


Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


name of project 

name of author(s) 

URL to the project file(s) 

URL or e-mail address for conctact information 

short description of project 

PAL/NTSC 

other system requirements (e.g. requires PRO-AR, analog 
control, etc.) 


+++ + ++ + 


I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a Dbetter idea than this, please post a reply to this 
thread. ՞ ՞ 


Just a few thoughts... 


Mata ne, ad Bees gues 

- e! set tenchi@shell.jps.net tasks 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) see http://www. jps.net/tenchi 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV V 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
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And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
——MESSAGE FILE 17230 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000812 


—-MESSAGE FILE 17231 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000813 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!prol-147.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 

Date: Wed, 08 Jul 1998 00:21:32 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <skennedy—0807980021320001@prol1-147.barrie.connex.net> 

References: <354E3676.9499842C@mail.datasys.net> <wal-ya02408000R1605980238240001@ne 
ws.scea.sony.com> <35649EFA.3C85@mindspring.com> <wal-ya02408000R2705980014060001@ne 
ws.scea.sony.com> 

NNTP-Posting-Host: prol-147.barrie.connex.net 


Ok, what the heck, I'll volunteer to take responsibility for organizing 
this lunch thing, since no one else is. I'm leaving for Atlanta tomorrow... 
I'm going to be away from newsgroups, but I will be reachable via e-mail 
<wal@blarg.net>. 
So, how about lunch on Friday, say 1 PM? Send me e-mail if you'd be into 
this. Let's say somewhere very close by, either in the convention center, 
or the CNN center, for convenience's sake. I'll scout out a place Thursday, 
and I'll try to make the info available by Friday morning. I'll tell Mario 
at the Yaroze booth, and then everyone can just bug him :-) With any luck, 
he'll let me put up a little sign or something. I'll also send e-mail to 
anyone who writes me. 

I won't be checking newsgroups after this point, so e-mail me with your 
comments... 


VVVVVVVVVVV VV 


Too bad I didn't get to see this till today. 

Boy, what a disappointment. 

I was in 'Lanta without the convenience of E-mail or otherwise. 
So I didn't get to see this. 


Oh well. 
-sean 
--MESSAGE FILE 17231 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000813 


--MESSAGE FILE 17232 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000814 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello, Here's a picture from E3 

Date: Wed, 08 Jul 1998 05:12:18 GMT 

Organization: L4 Software 

Lines: 29 

Message-ID: <35a2ffal.97764521@205.149.189.29> 

References: <skennedy—0707982300480001@pro1l-147.barrie.connex.net> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey, I know that guy!! 
Mario 


On Tue, 07 Jul 1998 23:00:47 -0500, skennedy@bconnex.net (Sean 
Kennedy) wrote: 


> Hey everyone. 

>Its July, and well. I sat with the scanner, and scanned in some of the 
>photos from the E3 conference in May. 

> 


>The website content is located on panther for now. 
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> 

>But It will be moving to www.woodentulip.com soon. {August} 
> 

> 

>For now it is at: 

> 

>http://panther.humberc.on.ca/~woodentulip/mariop. jpg 

> 

>Have fun. 

> 


>Let me know if you had attended E3, it might make for a good Event update 
>to the SCEA yaroze web-page. 

> 

>Those who took pictures, should arrange to send them in! 

> 

>-sean 


—-MESSAGE FILE 17232 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000814 


——MESSAGE FILE 17233 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000815 
Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock, Tidbits and trips... 

Date: Wed, 08 Jul 1998 00:18:04 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 67 

Message-ID: <skennedy—0807980018040001@pro1-147 .barrie.connex.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEEF@ndirect.co.uk> Հ 
3558372F .B4A015F9@mail.datasys.net> <uhg2v7/xxc.fsf@cybec.com.au> <355B4FE6.1F2BEDE7@ 
mail.datasys.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1371 scea.yaroze.freetalk 
2815 


> > Nah, I prefer the way they've done it, with two *types* of vibration. 
> > If I'm driving along a bumpy track in a crappy C class car in Gran 

> > Turismo then I'll get the slow vibration from the larger motor. But 

> > if I scrape the wall or get nudged by another car I get a quicker 

> > vibration from the smaller motor. This is great, and is what enhances 
> > gameplay. 


Well, kids. Lets chat this one up shall we? 
Three kinds of "Shock/Force Feedback" technologies out there: 
In no particular order of good or bad... 


#1 Nintendo "Rumble Pak" {TM Nintendo} a programmable insert S/FF device 
that connects to the N64 Penguin controller. Pendulum Inertial device. 
Nominal shock effect, good rumble and shake, power hungry when used as a 
motor emulator. 


#2 The Microsoft Sidewinder{TM} Force Feedback Pro. 

IMHO: THE BEST S/FF JOYSTICK ON THE PLANET. 

If I could devise a PSX to MIDI Digital Extreme translator, Boy OH BOY! 
This joystick is the best. Using dual actuated Quaternion drive 
mechanisims this Joystick gives 3D Force Feedback a new name. 

Essentially the same controller used on the Airbus A320, this is worth the 
$150+ just to play. 


#3 Sony Analog Dual Shock. Listed as Item #7 instead of #5 {5 is the 
classic dual analog gamepad. I have one, and I don't feel I need the buy 
the #7 when I cannot code for it right now.} 


Dual shock uses on of the oldest S/FF tricks in the book. In fact Atari 
still had a Patent issued in the US for it, until SEGA Japan brought in 
the Prior Art 

[Since "SErvice GAmes" was an American company in the beginning] 
information Sony had to issue the dual analog controller Without the Dual 
shock feature till the patent thing was solved. The trick is as follows: 
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2 unbalanced Vibrator motor mounts. One large [Low Freq resonator] and one 
small [High freq resonator] both rotating at same speed produces no 
harmonics: no differential movement: only a motor emulator. {And very 
efficient too!} 

Put the motors out of sync [PWM of drive controllers] and a variety of 
effects can be had. Large moves fast,small moves slow: Slow Wah,Wha effect 
rolling between two hands. Small moves fast, large moves slow, Walking 
quickly effect. 


Now the piaze-de-resistance! : Large moves at 50%, small alternates 
between 48% and 52% {it is actually a heck of a lot less, but details are 
details..} 


Effect is an alternation of hammer like movements that affect left hand 
first, then effect hits the right hand. Literally this is the effect 
called the "Washing Machine Effect" History has it that in WW2 seaplanes 
that ran with 2 or 4 engines were extremely effective at distressing sides 
when the pilot ran one of the engines slower than the other, the result 
was a sound of a loud washing machine agitating back & forth. 


Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


V V V V 


Hmm. how conveinent the above gets said... 


However, it would be nice to have an interface routine "In-Line" that 

could give us basic access to the Dual shock. 

-sean 

——MESSAGE FILE 17233 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000815 


--MESSAGE FILE 17234 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000816 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Clearing some confusion 

Date: Tue, 07 Jul 1998 21:40:24 -0700 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <35A2F838.1EE593B@ésinclair.net> 

References: <6kjrhqSlevl3@chuka.playstation.co.uk> <35A2BCB8.3462C182@mw.3com.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:816 scee.yaroze.freetalk.dutch:18 
scee.yaroze.freetalk.english:1373 scee.yaroze.freetalk.german:27 


I can clear some confusion - I remember a device, I think was for SNES 
(maybe NES) called the "Action Replay". It allowed you to save any game 
at any point in the game, and then reload it at that point, whether it 
had battery backup or not. I'm not sure, but it could be related to the 
"Pro Action Replay" by Datel. 


Datel made the Pro Action Replay, for sale in Europe and Japan. For US 
distribution, they licensed it to InterAct. It is exactly the same 
device, but with different codes in it (for US versions of games). It 
does work with Datel's CommsLink card for the PAR. 


This is my knowledge. 
Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 


VVVVVVVV 
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PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


"Game Sharks"? 

Can I use the ARS type Yaroze software with a "Shark Link" rather than the 
"Comms Card"??? What is the difference between ARS and "Nice ARS"? 

Are there other fast-download solutions along these lines? 

Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 
these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 


VVVVVVVVVVVVVVV VV VV VV VV VV 


EdF 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
--MESSAGE FILE 17234 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000816 


Լ 


——MESSAGE FILE 17235 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000817 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Tue, 07 Jul 1998 23:36:35 -0700 

Organization: SCEA News Server 

Lines: 66 

Message-ID: <35A31373.AF96BE86@shell.jps.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> 
NNTP-Posting-Host: svalliap-isdnl.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:212 scea.yaroze.freetalk:817 


That's fine, but what about the people in SCEA and SCEI who can't 
see SCEE? I'd like to make a page outside the authenticated areas. 
This does two things: 1) anyone can get to them, 2) it promotes 
the image that the Yaroze program is alive and well. 


As for a ratings system, I shy away from that because ratings are 
somewhat subjective. 


- e! 
Joshua Meeds wrote: 


There's already an SCEE site that has reviews of a lot of games on SCEE, 
SCEA, and SCEI. I forget which one, though. 


Elliott Lee wrote: 
> 


VVVVVV 
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Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


+ name of project 

+ name of author(s) 

+ URL to the project file(s) 

+ URL or e-mail address for conctact information 

+ short description of project 

+ PAL/NTSC 

+ other system requirements (e.g. requires PRO-AR, analog 

control, etc.) 

I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ^^ 


Just a few thoughts... 


Mata ne, ee parece 

- e! ert tenchi@shell.jps.net Wess 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) a http://www. jps.net/tenchi 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Mata ne, aes SP en's 
- Թ) ՏԱՆ tenchi@shell.jps.net k 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) Sires http://www. jps.net/tenchi 


-—-MESSAGE FILE 17235 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000817 


——MESSAGE FILE 17236 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000818 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 08 Jul 1998 03:09:43 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35a2e2c7.58106913@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> 
NNTP-Posting-Host: client-120-23.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:213 scea.yaroze.freetalk: 818 


>There's already an SCEE site that has reviews of a lot of games on SCEE, 
>SCEA, and SCEI. 1 forget which one, though. 


Graeme Evans, I believe... 


-Matt 
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-—-MESSAGE FILE 17236 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000818 


—-MESSAGE FILE 17237 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000819 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: 09 Jul 1998 11:47:40 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Sender: thutton@TECH10 

Message-ID: <upvff23sz.fsf@cybec.com.au> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759F@sinclair.net> 
<35a2e2c7.58106913@news.scea.sony.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:214 scea.yaroze.freetalk:819 


matth@bellatlantic.net (Matthew Hulett) writes: 


> 

> >There's already an SCEE site that has reviews of a lot of games on SCEE, 
> >SCEA, and SCEI. I forget which one, though. 

> 

> Graeme Evans, I believe... 

> 

No, I think you guys mean James Rutherford (~mrfrosty). Heaps and 
heaps of reviews and other stuff. Plus the chat. Probably the best 
SCEE page based on content (not particularly pretty - sorry James! I 
can't talk... my page has all of 2 pics.) 

Toby. 


—-MESSAGE FILE 17237 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000819 


--MESSAGE FILE 17238 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000820 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: The Yaroze and the 02 

Date: 09 Jul 1998 12:01:38 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Sender: thutton@TECH10 

Message-ID: <uoguz235p.fsf@cybec.com.au> 

References: <35622F49.4F125E32@ix.netcom. com> 
<skennedy-0707982330390001@pro1-147.barrie.connex.net> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


skennedy@bconnex.net (Sean Kennedy) writes: 


> Does anybody out there have a SGI 02? I don't know if I'll be able to 
> hook my Yaroze up to it (haven't seen the connections yet). 
> Manny Najera 


Hi Manny! 


I've got a couple of tips to try if you are using the 02. 
First: ? Have you tried to hook in yet? 
Second: Do you have WABI or a Virtual MS-DOS Software on the SGI box. 


Since the date of the posting, I didn't know whether or not you've tried. 
But under MkLInux and X-Windows, I can still bring up a COMM session to 
chat with the yaroze, and dev up some code. 


I FTP it to a pe on a switch box, and use SIOCONS to Upload it, then I 
switch back to use the debugger.. In X windows. 


VVVVVVVVVVVVVVV VV VV 


I also use Soft Windows to do SIOCONS from the mac, with mixed results.. 
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> 
> Softwin or Virtual PC for SGI may help. 
> -sean 


What's the default OS for an 02, IRIX? If so, there are plenty of ստ 
using unix only systems as is. No need for DOS emulation, or WABI or 
Wine. As long as the 02 has a 'standard' RS232 port, should work 
fine. 


Ooh, I'd love to be hooking up my Yaroze to an 02, instead of my piece 
of crap PC. Mmm. Damn you, Manny. 


Toby. 
-—-MESSAGE FILE 17238 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000820 


—-MESSAGE FILE 17239 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000821 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Thu, 09 Jul 1998 14:55:48 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35A51234.B26BE66C@mail.datasys.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:82 scea.yaroze.freetalk:821 scee. 
yaroze.beginners:399 scee.yaroze.freetalk.english:1381 


David White wrote: 


> 

> Elliott Lee wrote: 

>> 

> > Cool. Some notes: 

>> 

>> — requirements for entries. something like: 

>> 

>> All games and demos must: 

>> - be executables that can be loaded with the 
>> provided Yaroze utilities (e.g. SIOCONS). It 
> > doesn't matter what you used to create it, but 
>> it must be run-able for all. 

> 

> That would lock out all Macintosh developers! 


As long as you run your PSE file through the PlayStation postlinker 
and turn it inso the PS-X format (extension PXE), then it loads fine 
in SIOCONS. This is what I've been doing. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17239 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000821 


-—-MESSAGE FILE 17240 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000822 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: E3 
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> 
> 


-—-MESSAGE FILE 1821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00524 


-—-MESSAGE FILE 1822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000525 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Tue, 17 Mar 1998 12:20:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <6elpr0S$dud30@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <350E49BD.E6583D75@ndirect.co.uk> 
NNTP-Posting-Host: user1593.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'll soon be uploading a new version of 
'ARS' that mimics the Metrowerks IO so 
it uses the parallel cable between 'AN 
UNFLASHED' action replay and your PC. 
Check out the previous version at my 
SCEE site (~steved). 


Alex Herbert wrote in message 
<350E49BD.E6583D75@ndirect.co.uk>... 
>Yup. CW is kinda shite. I'm sure it's 
nicer on the Mac than PC. 

>The PC version is like part Mac, part 
Windows - the worst of both worlds. 
>However, I will continue to use it. At 
least it lets you redirect CD I/O 

>for dynamic loading so you have plenty 
of memory free. And compiling and 
>running is a single mouse click away. 
It IS quick once you get used to 

>it. 

>Btw, code is very fast once 
optimisation is switched to level 4. 
Maybe 

>GNU is quicker, but there's not much in 
iE; 

> 

> 


—-MESSAGE FILE 1822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00525 


—-MESSAGE FILE 1823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000526 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Tue, 17 Mar 1998 15:24:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6em4asSdud32@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Date: Thu, 09 Jul 1998 15:03:29 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35A51401.3C89F47D@mail.datasys.net> 

References: <354E3676.9499842C@mail.datasys.net> <wal-—ya02408000R1605980238240001@ne 
ws.scea.sony.com> <35649EFA.3C85@mindspring.com> <wal-ya02408000R2705980014060001@ne 
ws.scea.sony.com> <skennedy—0807980021320001@pro1-147.barrie.connex.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Sean Kennedy wrote: 

> Too bad I didn't get to see this till today. 

> Boy, what a disappointment. 

> I was in 'Lanta without the convenience of E-mail or otherwise. 
> So I didn't get to see this. 


Only three people showed up including myself. But it was an intresting 
conversation, I wish more people could have been there. 


Once I got there I realised that I had no idea how I was going to know 
who had a yaroze and who was just going there to eat. So, I whipped 
out the red startup guide, and held it, hopping that someone would see 
it and recognise it. Only two other people did. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17240 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000822 


—-MESSAGE FILE 17241 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000823 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock, Tidbits and trips... 

Date: Thu, 09 Jul 1998 15:00:43 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35A5135B.A206345D@mail.datasys.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEF@ndirect.co.uk> Հ 
3558372F .B4A015F9@mail.datasys.net> <uhg2v7/xxc.fsf@cybec.com.au> <355B4FE6.1F2BEDE7@ 
mail.datasys.net> <skennedy—0807980018040001@pro1-147.barrie.connex.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1382 scea.yaroze.freetalk 
2823 


Sean Kennedy wrote: 


Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


VVVVVVV 
V V V V 


Hmm. how conveinent the above gets said... 


Now what's that supose to mean? 
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"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17241 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000823 


—-MESSAGE FILE 17242 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000824 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Fri, 10 Jul 1998 00:21:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <603jnj$903@chuka.playstation.co.uk> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759ER@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> 

NNTP-Posting-Host: modem122.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:215 scea.yaroze.freetalk: 824 


Elliott Lee wrote in message <35A31373.AF96BE86@shell.jps.net>... 
>That's fine, but what about the people in SCEA and SCEI who can't 
>see SCEE? I'd like to make a page outside the authenticated areas. 
>This does two things: 1) anyone can get to them, 2) it promotes 
>the image that the Yaroze program is alive and well. 


99.9% of my official Yaroze homepage is mirrored on my SAQnet homepage 

(see below). I wouldn't mind adding a section like that to my page, and 
seeing as I update the two (almost always) simultaneously it wouldn't be 
a big deal for me. 


I guess the best thing would be to work out a standard form email, then 
people could just click "reply-to" and fill it in from there.... 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


-—-MESSAGE FILE 17242 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000824 


—-MESSAGE FILE 17243 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000825 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: ekeefe@javanet.com (Edward J. Keefe Jr.) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Memory card saving utility? 

Date: Fri, 10 Jul 1998 01:10:20 GMT 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <35a56964.8490876@news.scea.sony.com> 

References: <wal-ya02408000R1206980347270001@news.scea.sony.com> <35A2B9A5.3D88B74D@ 
mw. 3com.com> 

NNTP-Posting-Host: bos-us419.javanet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I have the cheat factory and the memory drive. The cheat factory does 
treat the PC as as giant memory card. But, just like the memory drive, 
the PSX writes to the internal memory of the Cheat factory / Disk 

Drive then you can transfer data to the PC. Sorry, the memory drive is 
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not PC readable. 
EdkK 


On Tue, 07 Jul 1998 19:13:25 -0500, Ed Federmeyer 
<Ed_Federmeyer@mw.3com.com> wrote: 


>wayne a. lee wrote: 


> 
>> I seem to remember that there was a utility somewhere that allows you to 
>> make backups of your PSX memory cards on your PC, via the Yaroze.... Does 


>> anyone know what it's called, and where to find it? I've been looking 
>> around the web site but I'm not having much luck. 


> 

>By the way, http://www.rocketgameproducts.com shows something they call 
>the "Cheat Factory", which looks like it allows you to connect the memory 
>card 


>output of the PlayStation to you PC, treating the PC as a GIGANTIC memory 
>card. 

>You can then edit the save files and make "cheat saves", trade your save 
>games, 

>and stuff like that. 

> 

>They also have a "memory card disc drive" that saves game saves to a 3-1/2" 
>floppy 

>disc instead of a memory card. It doesn't say if these floppies are readable 
>in 


>normal PC or Mac floppy drives. (I would hope so.) 
> 

>Has anyone tried these products? 

>ECF 

> 


—-MESSAGE FILE 17243 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000825 


—-MESSAGE FILE 17244 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000826 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Thu, 09 Jul 1998 18:12:06 -0700 

Organization: Cisco Systems 

Lines: 37 

Message-ID: <35A56A66.CCC69AD@jps.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
BE86@shell.jps.net> <603jnj$903@chuka.playstation.co.uk> 

eply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:216 scea.yaroze.freetalk: 826 


Woy 


'K, why don't you go and set up a prototype. Maybe I'll even mirror it 
from time to time? Once the prototype is out there, we can tweak it 
until it looks good. ^_^ 


Set 
Nick Ferguson wrote: 


Elliott Lee wrote in message <35A31373.AF96BE86@shell.jps.net>... 
>That's fine, but what about the people in SCEA and SCEI who can't 
>see SCEE? I'd like to make a page outside the authenticated areas. 
>This does two things: 1) anyone can get to them, 2) it promotes 
>the image that the Yaroze program is alive and well. 


99.9% of my official Yaroze homepage is mirrored on my SAQnet homepage 
(see below). I wouldn't mind adding a section like that to my page, and 
seeing as I update the two (almost always) simultaneously it wouldn't be 
a big deal for me. 


VVVVVVVVVV VV 
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I guess the best thing would be to work out a standard form email, then 
people could just click "reply-to" and fill it in from there.... 


Nick 


http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 


> 

> 

> 

> 

> 

> http://www.saqnet.co.uk/users/nickf 
> 

> 

> 

> 

> some people with a sense of humour!" 


Mata ne, PAra Sai 

- e! sa tenchi@shell.jps.net ԱՂՅ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) oe: http://www. jps.net/tenchi 


—-MESSAGE FILE 17244 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000826 


—-MESSAGE FILE 17245 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000827 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk 

Subject: Compiling Utilites List 

Date: Sat, 11 Jul 1998 08:53:15 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35a927ee.54221085@news.scea.sony.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Hello fellow yaroze members! Well I am trying to do something useful 

and though af a great Idea I think we should have a list of all the 

utilities that members have made. So if you have a useful program for 

the Net Yaroze E-Mail me at dajudge@home.com and let me know where I 

can get the utility and what it is used for so I can catagorize it! 

Thanks for your help 

Michael Klucher 

-—-MESSAGE FILE 17245 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000827 


—-MESSAGE FILE 17246 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000828 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Acceleration Software <webcelerator@accelerationsw.com> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sat, 11 Jul 1998 11:15:51 -0700 

Organization: SCEA News Server 

Lines: 84 

Message-ID: <35A7ABD7.FC8AEBFF@sinclair.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:220 scea.yaroze.freetalk: 828 


From my understanding, everyone in SCEA and SCEI have access to SCEE 
(and SCEI), and SCEE has access to a mirror of SCEA. Only new SCEA 
users don't have access to SCEE; it should be given somewhere 2-4 weeks 
after joining. 


Elliott Lee wrote: 

> 

> That's fine, but what about the people in SCEA and SCEI who can't 
> see SCEE? I'd like to make a page outside the authenticated areas. 
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This does two things: 1) anyone can get to them, 2) it promotes 
the image that the Yaroze program is alive and well. 


As for a ratings system, I shy away from that because ratings are 
somewhat subjective. 


- e! 
Joshua Meeds wrote: 


There's already an SCEE site that has reviews of a lot of games on SCEE, 
SCEA, and SCEI. I forget which one, though. 


lliott Lee wrote: 


Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


name of project 

name of author(s) 

URL to the project file(s) 

URL or e-mail address for conctact information 

short description of project 

PAL/NTSC 

other system requirements (e.g. requires PRO-AR, analog 
control, etc.) 


+++++++ 


I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ^_^ 


Just a few thoughts... 


Mata ne, EEn Pae 

- e! sag tenchi@shell.jps.net mas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) oes http://www. jps.net/tenchi 


vids vid 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


VN N YNN NNN NNNJNN NV N N NNN NV N NV NNNJNN N NV N N VV VV VV VV VV VV VV VV VV VV VV 


Mata ne, ates ae 
- Թ) Boge tenchi@shell.jps.net ies 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) ՀԱ» http://www. jps.net/tenchi 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 
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— Willy Wonka quoting 
Arthur O'Shaughnessy 
-—-MESSAGE FILE 17246 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000828 


—-MESSAGE FILE 17247 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000829 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 12 Jul 1998 10:16:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 106 

Message-ID: <609v8nSn302@chuka.playstation.co.uk> 

References: <35A26F55.E81C4167@jps.net> 

NNTP-Posting-Host: 195.2.150.54 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:221 scea.yaroze.freetalk:829 


Here's my proposed "standard form" for announcing new demos... 
(Thanks to Tenchi for 90% of this!) 


Any thoughts..? 


Please remember that this form will be used to create a page listing ALL 
new Yaroze demos, and this page will be available to NY members through 

my official site, and the rest of the world through my cut-down mirrored 
version :-) 


If you wonder why the rest of the world needs to know, well - I think 
it's good that the world can see Yaroze development is still going 
strong, plus many SCE(*) members have trouble accessing the other 
regions' homepages. 


The page will be simplistic, with a minimum of clever formatting and 
snazzy graphics. This is to facilitate quick downloading (I'm sure we're 
all fed up with pages that take 2 mins to load...no offence to anyone!) 
It won't be ugly, though! 


Later, 


Nick 


This is a standardised form for announcing your Net Yaroze demos! By 
filling this form in, you accept that your demo will be 'announced' օո 
both my PRIVATE Net Yaroze members page: 


<exact URL will go here> 

and my PUBLIC mirror: 

<exact URL will go here> 

Hopefully, as news of this service growns, more NY members will bookmark 
these pages and we'll end up with a central point of reference for 
finding new stuff on the NY scene (which, let's face it, isn't the 


easiest task!) We may even be able to get SCEI members to join in - 
could anyone translate this part of the form into Japanese..? 


Apologies if you feel this format constrains your idiosyncratic personal 
style or doesn't allow you to express just how great your demo is - but 

without this form webmastering duties would be hellish! Besides, you can 
still post on the newsgroups and your member page! So... 


SUBMISSIONS THAT FAIL TO USE THIS FORM WILL BE IGNORED. Sorry. 


This form is available in text format from: <URL to go here> 
Please save it and use it every time you have something new and cool to 
show us! 
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I aim to have submissions up within 24 hours of receiving them (i.e NOT 
you sending them!). Please don't flame me if it takes longer - this is a 
purely voluntary service and it costs me modem time (and thus, being 
British, money). 


***Mail forms to nickf@saqnet.co.uk with "New Yaroze demo" in the 
subject header...*** 


PLEASE FILL IN THE FORM BELOW (SEND ONLY THIS PORTION) 
(Delete <text enclosed like this> and add your own...) 


+ Date: 

<Please use "10 July, 1998" format (to avoid transatlantic confusion!)> 
t Titley; 

<insert name of project here> 

+ Author(s): 

<insert name(s) here - real name, or member name if you prefer> 

+ URL to the project file(s): 

<insert URL here - html will be added later. Can be a direct link to the 


file itself, or a host page. If you link to a host page, please make 
sure the download file is easily found on it!> 


+ Contact information (URL and/or e-mail): 


<html will be added later> 

+ Short description: 

<no more than 50 words describing the demo/game> 
+ PAL/NTSC? 


<if you haven't made two versions, indicate which TV format is 
supported> 


+ Source included/available? 
<yes/no> 
+ Special system requirements: 


<i.e requires PRO-AR, analog control, GunCon, Codewarrior, mem card etc) 
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—-MESSAGE FILE 17247 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000829 


—-MESSAGE FILE 17248 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000830 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 12 Jul 1998 11:48:13 -0500 

Organization: (no organization) 

Lines: 30 

Message-ID: <35A8E8CD.67D0@charlie.cns.iit.edu> 


References: <35A26F55.E81C4167@jps.net> <609v8nSn302@chuka.playstation.co.uk> 


Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Xref: chuka.playstation.co.uk scee.yaroze.mydemos:223 scea.yaroze.freetalk: 830 
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Nick Ferguson wrote: 


> 

> Here's my proposed "standard form" for announcing new demos... 
> (Thanks to Tenchi for 90% of this!) 

> 

> Any thoughts..? 


Can we add a section like: 
+ Need to know language: 
<English, Japanese, French, etc> 


For example, I'd like to know before I download an adventure 
filled with Japanese text that I won't be able to play, since 
I can't read Japanese. 


The page will be simplistic, with a minimum of clever formatting and 
snazzy graphics. This is to facilitate quick downloading (I'm sure we're 
all fed up with pages that take 2 mins to load...no offence to anyone!) 
It won't be ugly, though! 


V V V V 


I agree!! Keep it simple! The object is to get people to the game 
as fast and efficiently as possible. 


Which also means that the link would be best if it was to the file 
itself, rather than a home page. A mixture of home page links and 
file links would be confusing, IMHO. 


EdF 
--MESSAGE FILE 17248 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000830 


--MESSAGE FILE 17249 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000831 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos,scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 12 Jul 1998 23:28:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6obdavSn306@chuka.playstation.co.uk> 

References: <35A26F55.E81C4167@jps.net> <609v8nSn302@chuka.playstation.co.uk> <35A8E 
8CD.67D0@charlie.cns.iit.edu> 

NNTP-Posting-Host: modem001.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:225 scea.yaroze.freetalk:831 


>I agree!! Keep it simple! The object is to get people to the game 
>as fast and efficiently as possible. 
> 


>Which also means that the link would be best if it was to the file 
>itself, rather than a home page. A mixture of home page links and 
>file links would be confusing, IMHO. 


Good call. I think that'll be a rule, too, then. Any other tips, anyone? 


Nick 


—-MESSAGE FILE 17249 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000831 


--MESSAGE FILE 17250 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000832 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Compiling Utilites List 

Date: Mon, 13 Jul 1998 23:18:04 GMT 
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Organization: SCEA News Server 

Lines: 18 

Message-ID: <35aa9557.449028129@news.scea.sony.com> 
References: <35a927ee.54221085@news.scea.sony.com> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: Forte Free Agent 1.11/32.235 


I have a pretty large list of yaroze utils in the Yaroze Dev FAQ 
already, you may want to take a look at it. 


Jamin 


On Sat, 11 Jul 1998 08:53:15 GMT, dajudge@home.com (Michael Klucher) 
wrote: 


>Hello fellow yaroze members! Well I am trying to do something useful 
>and though af a great Idea I think we should have a list of all the 
>utilities that members have made. So if you have a useful program for 
>the Net Yaroze E-Mail me at dajudge@home.com and let me know where I 
>can get the utility and what it is used for so I can catagorize it! 
>Thanks for your help 

>Michael Klucher 


-—-MESSAGE FILE 17250 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000832 


—-MESSAGE FILE 17251 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000833 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 15 Jul 1998 10:48:56 +0100 

Organization: I wish! 

Lines: 22 

Message-ID: <35AC7B08.2CA2@mdx.ac.uk> 

References: <35A26F55.E81C4167@jps.net> <609v8nSn302@chuka.playstation.co.uk> <35A8E 
8CD.67D0@charlie.cns.iit.edu> <6obdav$n306@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:227 scea.yaroze.freetalk: 833 


Nick Ferguson wrote: 


> 

> >I agree!! Keep it simple! The object is to get people to the game 
> >as fast and efficiently as possible. 

>> 

> >Which also means that the link would be best if it was to the file 
> >itself, rather than a home page. A mixture of home page links and 
> >file links would be confusing, IMHO. 

> 

> Good call. I think that'll be a rule, too, then. Any other tips, anyone? 
> 

> Nick 


Funny thing with links to files and not to web pages is that people feel 
like they have missed a 'hit' on their webcounter. Now seeing as 
probably 30% of mine are me, its irrelevant, but somehow I feel attached 
to it when I shouldnt. I almost wish sony hadnt given us web counters, 
as Im too weak willed not to use mine! But yeah, give links to the 
files. I like James Rutherfords page, but he doesnt give links to the 
pages or files so I read about a game i want to find but never get it : ( 


Robert Swan 
—-MESSAGE FILE 17251 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000833 


—-MESSAGE FILE 17252 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000834 
Path: chuka.playstation.co.uk!news 
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From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: NY demos page... 

Date: Thu, 16 Jul 1998 17:36:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 94 
Message-ID: <6olefsSofp7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.36 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi everyone, 


As some of you may know from the NY newsgroups, I am setting up a 
page to list new demos. At the moment, the attached text file is more or 
less the form I plan on using for submissions. Could you please take a 
look at it and tell me what you think? I don't want to go adding many 
more categories as I think it already covers the most important stuff, 
but if anyone has any good ideas (or hates some of it) please let me 
know! 


The page will be text-based - NO graphics - which means v. quick 
loading times and will enable you to download those demos with minimum 
trouble! Of course, with all this going on you can forget about me 
getting my GDUK entry in on time :-) 


Please DON'T mail me your latest demo details just yet - I want to 
give myself a 24 hour period for your feedback on the prototype before I 
put the final pages up Friday night. Check my NY homepage (listed below) 
or the SAQnet mirror Saturday or late Friday evening for the official 
v1.0 form... 


Thanks, 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


-—-MESSAGE FILE 17252 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000834 


—-MESSAGE FILE 17253 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000835 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze people in the NY, NJ or CT area? 

Date: Fri, 17 Jul 1998 03:18:57 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35AEFADB. 6ABE@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>>I'm in NYC but I can travel a little way. All others, please speak up if 
>>this interests you! :) 


> 
>I am only 20 miles from NYC... let's see who else chimes in, I think 
>there is a definite lack of members from the tri-state area. I've 


>probably met three or four. 


If it helps you sleep at night, I'm from upstate NY and I lived in 
Manhattan for a bit... 


Actually, I would have responded to this post a bit sooner, but I was in 
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Page 


Well, you can't forget switching to DOS altogether! You still need it for 


Siocons! 


Unfortunately, Siocons on my machine 'hogs' the processor time so that the 
rest of Windows 98 either stops running or runs extremely slowly!! Does 
anyone know of or have a totally Windows version of Siocons that works 


reliably? 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Steve Dunn wrote in message <6elpnpSdud29@chuka.playstation.co.uk>... 


>Forget switching to DOS ! 
>Read my article on my SCEE homepage 


>(~steved). It explains how to use gnu 
>makefiles '1ո' developer studio. So you 
>simply press F7 to compile ! Sure is 
>handy. 

> 

>Steve 

> 

>>>I'm sure you're right about other 
>systems -- I guess I'll stick with 


>>>my trusty DOS EDIT and speedy command 
>line typing for now then. :) 

>>> 

>>I use my Microsoft Developer Network 
>IDE for editing my source files and 
>>then swap to my DOS window to compile 
>and run. But then again, as I use 
>>Microsoft's software practically every 
>day at work I am used to it and it's 
>>quirks. Someday I will get it to run 
>the GCC compiler from within the IDE :) 
>> 

>>JohnT 

>> 


>>Send e-mail to 
>johnt@nettech.demon.co.uk 
>>Visit my web site at 
>www.coco.net.uk/johnt 

>> 
>——— 
>> 
>> 
>> 

> 

> 


1162 


--MESSAGE FILE 1823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00526 


--MESSAGE FILE 1824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000527 
Path: chuka.playstation.co.uk!news 
From: James Rutherford <hexheroes@writeme.com> 


Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 


Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 
Date: Tue, 17 Mar 1998 15:49:39 +0000 

Organization: The Hex Heroes 

Lines: 14 

Message-ID: <350E9B93.310@writeme.com> 

References: <350DB3BD.2E12F823@netmagic.net> 
NNTP-Posting-Host: at1l4-020.publab.ed.ac.uk 
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NYC for the MacWorld convention... hanging out with the Mac Game 
programming crowd, swapping stories and acting like a geek ;) 


- Gerrit 
—-MESSAGE FILE 17253 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000835 


—-MESSAGE FILE 17254 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000836 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Tue, 21 Jul 1998 14:12:35 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35B4DA13.2DA42F73@mail.datasys.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:234 scea.yaroze.freetalk: 836 


Acceleration Software wrote: 

> 

From my understanding, everyone in SCEA and SCEI have access to SCEE 
(and SCEI), and SCEE has access to a mirror of SCEA. Only new SCEA 
users don't have access to SCEE; it should be given somewhere 2-4 weeks 
after joining. 


VVVV 


That's not true. I've been a member for around 6 months and I still 
don't have SCEE access. I've complained to mario, but it doesn't seem 
like there's much that he can do. So... I don't know what to do now. 
He's asked the guy's at SCEE to add me, but........ WELT seg Se J 
guess they just pegion-holed my login name and password because I 
don't have access. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 17254 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000836 


——MESSAGE FILE 17255 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000837 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 22 Jul 1998 03:44:40 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <35b55f87.155401385@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> <35B4DA13.2DA42F73@mail.datasy 
s.net> 

NNTP-Posting-Host: client-—151-198-130-8.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:235 scea.yaroze.freetalk: 837 


>That's not true. I've been a member for around 6 months and I still 
>don't have SCEE access. I've complained to mario, but it doesn't seem 
>like there's much that he can do. So... I don't know what to do now. 
>He's asked the guy's at SCEE to add me, but........ ԱԼԼԱ: 1 
>guess they just pegion-holed my login name and password because I 
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>don't have access. 
Perhaps you might request that one of the professional staff share 


their password and log-in name with you, since you have experienced 
such an exceptional situation. You seem somewhat trustworthy... [BG] 


-Matt 


——MESSAGE FILE 17255 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000837 


--MESSAGE FILE 17256 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000838 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Fri, 24 Jul 1998 20:49:29 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35B92B99.43381001@mail.datasys.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759ER@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> <35B4DA13.2DA42F73@mail.datasy 
s.net> <35b55f87.155401385@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-14.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:238 scea.yaroze.freetalk: 838 


Matthew Hulett wrote: 

> Perhaps you might request that one of the professional staff share 
> their password and log-in name with you, since you have experienced 
> such an exceptional situation. You seem somewhat trustworthy... [BG] 


I can't ask anyone to do that. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 17256 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000838 


—--MESSAGE FILE 17257 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000839 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 26 Jul 1998 21:47:04 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35bba2d0.159548076@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> <35B4DA13.2DA42F73@mail.datasy 
s.net> <35b55f87.155401385@news.scea.sony.com> <35B92B99.43381001@mail.datasys.net> 

NNTP-Posting-Host: client-—151-198-130-72.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:239 scea.yaroze.freetalk:839 


>> Perhaps you might request that one of the professional staff share 
>> their password and log-in name with you, since you have experienced 
>> such an exceptional situation. You seem somewhat trustworthy... [BG] 
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> 
>I can't ask anyone to do that. 


No, it's that you won't ask, not that you can't. The pros have the 
authority to share a name and password with you temporarily. 

They would simply clear it with the appropriate authority. They may 
say no, but you do have a legitimate issue that needs a solution. 


—Matt, who says you have nothing to lose by asking. 
—-MESSAGE FILE 17257 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000839 


--MESSAGE FILE 17258 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000840 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Voria 

Date: Thu, 30 Jul 1998 21:00:34 -0400 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <35C11732.B7730616@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1570 scea.yaroze.freetalk 
:840 


Is anyone moderately interested in joining a programing group? My 
programing group, Voria, currently has only 2 members(!); an artist(A 
damned good artist I might add), and a programer(who is me). 


The thing that is so frustrating is that I don't like programing 
alone! Would anyone like to join up and work on the AotD project? 
(AOTD Standing for Avenger of the Damned) 


If you want to know more info about the group, or the game just ask in 
this thread. 


AotD is a small tile-based role-playing game. The storyline is very 
fluid, so if you have any storyline ideas that you are itching to get 
out then we can easily change the storyline around. 


The basic storyline goes like this: This guy goes off to fight a war, 
and when he gets back his town is destroyed and his wife and kid are 
dead. There are a few people there still alive, including someone 
basically in his same situation. They team up to go fight the evil 
king that destroyed their town. But the evil kingdom is on another 
continent... blahblahblah. 


I know, it blows goats, but I did leave out alot of stuff, like the 
guy getting stung by some exotic insect and melting down into a 
bubbling puddle of green goo. This isn't one of the storylines that 
I'm super proud of. The omnicon storyline is what we're proud of. But 
the omnicon project doesn't start until AotD is finished. 


Omnicon will be awesome. But it'll never happen unless I get some 
programers to help take off some of the load from my shoulders. 


Anyone want to join up? Just email me. If you have any questions, just 
ask them in the thread. 


The homepage addy is http://www.datasys.net/users/stu/rquat/voria 
"Darco 

darco@NOSPAM@bigfoot.com 

(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
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Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

-—-MESSAGE FILE 17258 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000840 


—-MESSAGE FILE 17259 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000841 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 00:05:41 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35C14295.8D5EF12A@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1573 scea.yaroze.freetalk 
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Just out of curosity, will we as Net Yaroze members have the privilage 
to be able to develop for the Sony PDA units that will be coming out 
next year? Perhaps a special compiler to write the programs for the 
PDA? Will the PDA have it's own "file system" like the memory cards? 


If it is even possible to develop for the PDA using the current yaroze 
libraries, will sony let us use the PDA compilers so that we can write 
our own PDA software to use? 


Speaking of libraries... Is there any chance in heck that there will 
ever be a library upgrade? Perhaps Sony could make the new libraries, 
and mail all the Net Yaroze members the new black and gold library 
CDs, and call the new library something like libps2 or something so 


that it doesn't get confused with the older library. Perhaps even make 
the black disc "smart" so that it knows if it's being sent a program 
made with the "new" libraries, or a program that needs the "old" 
libraries to operate properly. Net yaroze members have been begging 
Sony for something like this for months. While I am content with the 
current libraries, they do leave something to be desired as far as new 
prepherals go. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 17259 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000841 


-—-MESSAGE FILE 17260 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000842 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 09:14:11 +0100 

Organization: I wish! 

Lines: 11 

Message-ID: <35C17CD3.7D29@mdx.ac.uk> 
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References: <35C14295.8D5EF12A@mail.datasys.net> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1575 scea.yaroze.freetalk 
2842 


Darco wrote: 

> Speaking of libraries... Is there any chance in heck that there will 
> ever be a library upgrade? Perhaps Sony could make the new libraries, 
> and mail all the Net Yaroze members the new black and gold library 
ՏՆԵՇ».:.» 


It would be nice to think they'd do it (I will always want the multi tap 
stuff) but I dont think they ever will. Call me a pessimist if you want, 
and, er, you'd be right! 


Rob Swan 
——MESSAGE FILE 17260 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000842 


—-MESSAGE FILE 17261 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000843 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 09:45:37 +0100 

Organization: Backroom Software Ltd. 

Lines: 19 

Message-ID: <6ps0fuSfvf7@chuka.playstation.co.uk> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> 
NNTP-Posting-Host: usera829.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1576 scea.yaroze.freetalk 
2843 


I'm not a pessimist, I'm a realistic optimist ! :) 
Would be nice to have a 'patch' for the dual shock though. 


Steve 


Robert Swan wrote in message <35C17CD3.7D29@mdx.ac.uk>... 

>Darco wrote: 

>> Speaking of libraries... Is there any chance in heck that there will 
>> ever be a library upgrade? Perhaps Sony could make the new libraries, 
>> and mail all the Net Yaroze members the new black and gold library 
>etc... 

> 

>It would be nice to think they'd do it (I will always want the multi tap 
>stuff) but I dont think they ever will. Call me a pessimist if you want, 
>and, er, you'd be right! 

> 

>Rob Swan 


—-MESSAGE FILE 17261 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000843 


—-MESSAGE FILE 17262 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000844 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 17:30:54 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35C2378E.EB2E8329@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> ՀՇքտ0քստք 
vf7@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 
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NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1580 scea.yaroze.freetalk 
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Steve Dunn wrote: 

> 

> I'm not a pessimist, I'm a realistic optimist | :) 

> Would be nice to have a 'patch' for the dual shock though. 
> 


I can live without dual-shock compatability, but the possibilities of 
being able to develop for the PDA unit are endless! That's what I'd 
really enjoy using. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

-—-MESSAGE FILE 17262 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000844 


—-MESSAGE FILE 17263 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000845 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 18:03:03 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35C23F17.7A5977D9@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> <6psOfuSf 
vf7@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1581 scea.yaroze.freetalk 
2845 


Just for the heck of it, let's list some of the possibilities of the 
Sony PDA unit... If you think of one add it to this thread. Don't 
forget about the Infered port on the PDA when coming up with ideas. 
Here are a few. 


* Tamagachi-like setup, where you can download a character and mature 
it without the main unit. This was the main idea for the PDA I guess, 
and I believe that SquareSoft is using this idea for the Chocobo 
system in FF8. 


* PDA Prize games. Let's say you beat a level, or whatever... A prize 
could be "winning" a PDA game that you can play on the PDA. Perhaps 
when you beat that game you can stick it back in the game console and 
earn gold points or something. 


Any more ideas? 


'Darco 
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(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 17263 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000845 


—-MESSAGE FILE 17264 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000846 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Weekly Yaroze Chat 

Date: Fri, 31 Jul 1998 21:47:31 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35C29DE3.9B362A9F@sinclair.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hey, all! Don't forget we have our weekly Yaroze chat in the Auditorium 
on Saturdays, 6 p.m. Pacific, 9 p.m. Eastern. The more people as show 
up, the more interesting the chat can be. And it's all freestyle; we 
can (and do) talk about anything and everything, from 3d to 2d, 
Dreamcast to N64, malloc() to GTEMimefunc. 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 17264 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000846 


--MESSAGE FILE 17265 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000847 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sat, 01 Aug 1998 00:55:20 -0400 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35C29FB8.981DEB38@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> Հճքտ0քստք 
vf7@chuka.playstation.co.uk> <35C23F17.7A5977D9@mail.datasys.net> <35C29C2D.988F8377 
@sinclair.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1583 scea.yaroze.freetalk 
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Joshua Meeds wrote: 
> OK, a real idea: make a role-playing game, concentrate all the Psx's 
> graphics and memory on one part, to make that part real cool, and do the 
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> rest on the PDA. As an example, if you wanted the world to be as real 
> as possible and the storyline parts really cool, you could do those on 
> the Psx, using the PDA for the fights. Or vice/versa. 


Sounds intresting - But seems too dependant on the PDA unit. But if 
the PDA unit were bunbled with such a game then the dependence 
wouldn't be a problem. This idea could be expanded though... Could you 
explain a little bit more? 


> More weirdness: The PDA's would allow a type of game that couldn't be 
> done on Psx before: Battleship! You place all your ships on the PDA, so 
> the other guy can't see, then duke it out! 


Whoah... Cool! I never thought of that. Not sure how well the screen 
resolution can handle something like that, but that's an intresting 
idea... 


Another idea that I got: Not really an Idea, but a modification of an 
idea: With the tamagachi idea thing. You could use the IR link to 
"mate" two creatures to come up with a new creature. If you did set up 
a system like this, then most likely then you would have a system set 
up where you could have more than one creature on a PDA at a time. 


There's got to be more uses for the PDA... Tetris would probably port 
well to the PDA, as well as several popular card games. (Poker, 
blackjack, etc...) 


The remote control thing was an intresting idea that I wouldn't mind 


looking further into - for once we could create the ULTIMATE universal 
remote control! Have one remote to do your sterio, TV, VCR, or 
whatever... We could program it to automaticly turn on or turn of the 
TV, or do something more useful - like program when you want the VCR 
to turn on and start recording and on what channel... An 
easy-to-program VCR!!! Just program the times on the playstation, send 
it to the PDA, and leave the pda in the room pointed at the VCR... 
Neat, eh? 

"Darco 


darco@NOSPAM@bigfoot.com 
(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 17265 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000847 


—-MESSAGE FILE 17266 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000848 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 21:40:13 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35C29C2D.988F8377@sinclair.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> Հճքտ0քստք 
vf7@chuka.playstation.co.uk> <35C23F17.7A5977D9@mail.datasys.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1584 scea.yaroze.freetalk 
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Darco wrote: 
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Just for the heck of it, let's list some of the possibilities of the 
Sony PDA unit... If you think of one add it to this thread. Don't 
forget about the Infered port on the PDA when coming up with ideas. 


V V V V 


OK, how about more practical: Program its infrared port to act as a 
remote control so you can turn on your TV/VCR stuff and set it to show 
Psx :) 


OK, a real idea: make a role-playing game, concentrate all the Psx's 
graphics and memory on one part, to make that part real cool, and do the 
rest on the PDA. As an example, if you wanted the world to be as real 
as possible and the storyline parts really cool, you could do those on 
the Psx, using the PDA for the fights. Or vice/versa. 


More weirdness: The PDA's would allow a type of game that couldn't be 
done on Psx before: Battleship! You place all your ships on the PDA, so 
the other guy can't see, then duke it out! 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
——MESSAGE FILE 17266 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000848 


——MESSAGE FILE 17267 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000849 
Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sat, 1 Aug 1998 12:14:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <6putiéSfvf10@chuka.playstation.co.uk> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> 
NNTP-Posting-Host: client84b0.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1586 scea.yaroze.freetalk 
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> 

>It would be nice to think they'd do it (I will always want the multi tap 
>stuff) but I dont think they ever will. Call me a pessimist if you want, 
>and, er, you'd be right! 


I would have to agree, after meeting Robert I can say he is a pessimist, but 
I will have to agree with him, I don't think we will be able to develop for 
the PDA units (shame). 


> 
>Rob Swan 


Paul (doodle) 


—-MESSAGE FILE 17267 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000849 


-—-MESSAGE FILE 17268 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000850 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sat, 01 Aug 1998 13:32:42 -0400 

Organization: SCEA News Server 


Net Yaroze newsgroups message dump.txt Page 11620 


Lines: 31 

Message-ID: <35C3513A.B19B0501@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> <6puti6Sf 
vf£10@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-5.r2.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1587 scea.yaroze.freetalk 
850 


aul Bircham wrote: 


> 

>It would be nice to think they'd do it (I will always want the multi tap 
>stuff) but I dont think they ever will. Call me a pessimist if you want, 
>and, er, you'd be right! 


I would have to agree, after meeting Robert I can say he is a pessimist, but 
I will have to agree with him, I don't think we will be able to develop for 
the PDA units (shame). 


V V V V V V V V VID 


Theoreticly, we could work around the limitations of the library by 
writing our own drivers and stuff in ASM that communicate directly 
with the hardware. We'd have to go to the hacker sites to get the 
required information needed. 


Who's willing to look into this with me? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

-—-MESSAGE FILE 17268 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000850 


—-MESSAGE FILE 17269 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000851 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sun, 02 Aug 1998 11:33:30 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <35c44dfc.12062224@news.scea.sony.com> 

References: <35C14295.8D5EF12A@mail.datasys.net> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1607 scea.yaroze.freetalk 
2851 


Personally I would like to do something like this, Develop an RPG but 
the kicker is you must first raise you hero on the PDA and like one of 
those digimon things, depending on how you raise you warrior will 
setermine his destiny (Uses magic, brute force, something like that) 


—-MESSAGE FILE 17269 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000851 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:527 scee.yaroze.mydemos:1 
12 


Elliott Lee wrote: 
> To get it, point your browser to: 


> 
> ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


SCEE can access Elliott's ftp mirror at: 
http: //www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 


I guess minefld.zip should be there by the next update. 
(any chance of a PAL version/option by then, Tenchi?) 


James (~mrfrosty) 
—-MESSAGE FILE 1824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00527 


—-MESSAGE FILE 1825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000528 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: Tue, 17 Mar 1998 15:54:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 129 

Message-ID: <6em62vSdud33@chuka.playstation.co.uk> 

References: <6e5qdrS$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
նէ» <3506CCE6.7301@127.0.0.1> <slrn6égelmu.ild.toby@ns.forefront.com.au> <3507E51B.76 
3DBOF2@hotmail.com> 
NNTP-Posting-Host: 194.75.167.131 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ok, I was only going by what I was taught. Here it is... 


The semicolon ; is used to end a statement. Therefore the following are 
ՇԾՕՇԷՇՇԵ.-.: 


for (1-0: i<10; str[it+]=0); 

This uses a null statement because the for loop has no need for a 
statement but the ; is still needed or else the next non-looped statement 
will be looped. 


forG. 1ՀԼ0»: LEF) laws 

This is valid because a for loop HAS to have three argument areas 
separated by ;. You could also use this for a continuous loop... for(;;).... 
This is because the 'arguments' of a for loop are statements and three are 
required for the syntax to be correct (the third is terminated by the close 
bracket like an ordinary argument for a function). 


The braces { and } are used to enclose a block of statements or a function's 
content. So the semicolon ; should not be used. Therefore the following is 
incorrect... 


for (i=0; i<10; i++) 
{ 

str[i] = 0; 
}; 


I think that because the K&R specifications don't specifically say this is 
illegal it is accepted by most compilers simply because the compiler is 
treating the ; as a null statement following the block of code in much the 
same way as... 
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——MESSAGE FILE 17270 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000852 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Yaroze Dev FAQ 

Date: Mon, 03 Aug 1998 19:23:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35C6003B. 5BF30D79@ndirect.co.uk> 

References: <6n71lcl$4atl@scea> <35981C32.AC9F87F4@jps.net> 
<35983791.87283832@news.scea.sony.com> <uemw65mm0.fsf@cybec.com.au> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-02.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Toby Hutton wrote: 


> I can post to scea.yaroze.freetalk from the 
> SCEE server, but not scea.yaroze.announce. What's going on? 


You can't post to the announce newsgroups. Only SCEE or SCEA can. 


Herbs 


—--MESSAGE FILE 17270 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000852 


—-MESSAGE FILE 17271 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000853 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Mon, 10 Aug 1998 02:38:12 GMT 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <35ce5bc6.17015644@news.scea.sony.com> 

References: <35C14295.8D5EF12A@mail.datasys.net> 

NNTP-Posting-Host: user-37kb5ge.dialup.mindspring.com 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1743 scea.yaroze.freetalk 
7853 


Hello, 

If everyone would like an update to the Yaroze libraries and would 
like to get Sony supporting us again. I would suggest everyone send an 
email to J. Patton j_patton@playstation.sony.com. As far as I know, he 
is still the head of the yaroze project at SCEA. Everyone send him an 
email letting him know that WE support Sony and the Yaroze program and 
that they should be supporting us. 

The few tools that were provided haven't been updated in months, 
the libraries, although very usefull, would be much better with an 
update. Dual Shock support, Multitap and 3D Primitives would be a good 
start to the update. 


Thanks, 
Jason Jones 
A loyal Yaroze Member 


On Fri, 31 Jul 1998 00:05:41 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Just out of curosity, will we as Net Yaroze members have the privilage 
>to be able to develop for the Sony PDA units that will be coming out 
>next year? Perhaps a special compiler to write the programs for the 
>PDA? Will the PDA have it's own "file system" like the memory cards? 

> 

>If it is even possible to develop for the PDA using the current yaroze 
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>libraries, will sony let us use the PDA compilers so that we can write 
>our own PDA software to use? 

> 

>Speaking of libraries... Is there any chance in heck that there will 
>ever be a library upgrade? Perhaps Sony could make the new libraries, 
>and mail all the Net Yaroze members the new black and gold library 
>CDs, and call the new library something like libps2 or something so 


>that it doesn't get confused with the older library. Perhaps even make 
>the black disc "smart" so that it knows if it's being sent a program 
>made with the "new" libraries, or a program that needs the "old" 
>libraries to operate properly. Net yaroze members have been begging 
>Sony for something like this for months. While I am content with the 
>current libraries, they do leave something to be desired as far as new 
>prepherals go. 


> 

>—— 

>'Darco 

>darco@NOSPAM@bigfoot.com 

> 

>(Replace "@NOSPAM@" with an "@" to email me) 

> 

>UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
>Voria: http://www.datasys.net/users/stu/rquat/voria 
>PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
> 


>"Writing for a penny a word is ridiculous. If a man really wants to 
> make a million dollars, the best way would be to start his own 
> religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 


—-MESSAGE FILE 17271 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000853 


—-MESSAGE FILE 17272 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000854 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: “Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Game upload 

Date: Fri, 14 Aug 1998 17:29:04 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <6r2d8q$26m9@scea> 

NNTP-Posting-Host: d124.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I uploaded a game my group coded for ECTS and I have yet to hear anything... 
I also wanted to add a link on my page. Does anyone check the mail or what? 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 17272 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000854 


--MESSAGE FILE 17273 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000855 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game upload 

Date: Sat, 15 Aug 1998 03:03:36 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <35d4fa4a.52141188@205.149.189.29> 

References: <6r2d8q$26m9@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Jeff, 
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I was busy with other commitments this week. I'll be going through all 
the recent uploads over the next two days. 


Mario 


On Fri, 14 Aug 1998 17:29:04 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I uploaded a game my group coded for ECTS and I have yet to hear anything... 
>I also wanted to add a link on my page. Does anyone check the mail or what? 
> 

>Regards, 

> 

>Jeff / Nemesis 

> 


—-MESSAGE FILE 17273 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000855 


—-MESSAGE FILE 17274 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000856 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Weekly Yaroze Chat 

Date: Sat, 15 Aug 1998 12:52:11 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35D5E6EB.24DC8CC1@sinclair.net> 

References: <35C29DE3.9B362A9F@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Reminding you about the chat again - the more people to show up, the 


more fun it is! Just go to 
http://www.scea.sony.com/net/yaroze/aud.html, wait for the java to load 
(about 5 minutes), enter your name when it asks, and click on the text 


chat button. 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 17274 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000856 


—--MESSAGE FILE 17275 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000857 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Still no SCEE access... 

Date: Mon, 17 Aug 1998 07:39:56 -0400 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <35D8168C.F3D3BEA9@bigfoot .com> 

NNTP-Posting-Host: 212.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1795 scea.yaroze.freetalk 
$857, 
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Hmmm... 


I still do not have SCEE access, and it's been around 6 months. I'm sure 
that there has to be other people who are having the same problem, and I 
am starting to wonder if it's just me going crazy. 


I mean... Jeez. I assume that there are quite a few other people having 
a similar problem. 


I remember someone from SCEE reading up on my problem and then emailed 
me asking me for me login and my password, but... Email is such an 
insecure medium that I do not feel comfortable giving out my password 
over it. I've sent 2 or 3 emails to this person, but I never got a 
reply, and I still don't have SCEE access. (I told him my login, and 
asked him if he could contact SCEA and get my password from them 
instead) 


*sigh* 


I really hate to keep nagging, buging, and complaining... What can I do? 
What should I do? I mean, is there something that I've been overlooking, 
some form I may have been sent or something that I must have looked over 
or something like that? 


"Darco 
darco@bigfoot.com 


——MESSAGE FILE 17275 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000857 


—-MESSAGE FILE 17276 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000858 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game upload 

Date: 18 Aug 1998 15:15:05 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <01lbdca57$8e7a7f£00Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6r2d8q$26m9@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Jeff, 


I tried out your game and we will use it on our ECTS disk. I like the 
weapons, 
although the control will take getting used to. ՇօօՎ-յօԵ. 


Regards, 


George@SCEE 


Jeff Lawton <jlawton@jadetech*NOSPAMERS*.com> wrote in article 
<6r2d8q$26m9@scea>... 

> I uploaded a game my group coded for ECTS and I have yet to hear 
anything... 

> I also wanted to add a link on my page. Does anyone check the mail or 
what? 


Regards, 


Jeff / Nemesis 


VVVVVVV 


-—-MESSAGE FILE 17276 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000858 


—-MESSAGE FILE 17277 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000859 


Net Yaroze newsgroups message dump.txt Page 11625 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: SCEE Tutorial is now posted. 

Date: Tue, 18 Aug 1998 14:42:44 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <6rcgsp$g11@scea> 

NNTP-Posting-Host: sud-tcsl-port44.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:859 scee.yaroze.freetalk.english: 
1809 


SCEE has now posted that tutorial documentation that George Bain has been 
promising for a while. 
I guess this means lots of reading tonight. 


By the way I like the new look of the SCEE site. Very functional. 


Steve Tolin 


—-MESSAGE FILE 17277 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000859 


--MESSAGE FILE 17278 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000860 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: 18 Aug 1998 19:52:12 GMT 

Organization: SCEE 

Lines: 22 

Message-ID: <0lbdca7e$4742eba0S$f2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rcgsp$g11@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:860 scee.yaroze.freetalk.english: 
1811 


Hi Steve, 


Not much reading yet. Next week :) Take a look 
at all the example programs that are done already. 


Regards, 


George@SCEE 


Steve Tolin <titan@vianet.on.ca> wrote in article <6rcgsp$gll@scea>... 

> SCEE has now posted that tutorial documentation that George Bain has been 
> promising for a while. 

> I guess this means lots of reading tonight. 


By the way I like the new look of the SCEE site. Very functional. 


Steve Tolin 


VVVVVVVVV 


—-MESSAGE FILE 17278 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000860 


--MESSAGE FILE 17279 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000861 
Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 


Net Yaroze newsgroups message dump.txt Page 11626 


Date: Tue, 18 Aug 1998 20:56:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rcme9S12e8@chuka.playstation.co.uk> 

References: <6rcgsp$gll@scea> <0lbdca7e$4742eba0$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:861 scee.yaroze.freetalk.english: 
1812 


>Not much reading yet. Next week :) Take a look 
>at all the example programs that are done already. 
> 
>Regards, 
> 
>George@SCEE 
And what an impressive bunch of demos at that. You have made up for all 

the "bad support for Yaroze members" arguments! 

Cheers, 

John 


-—-MESSAGE FILE 17279 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000861 


--MESSAGE FILE 17280 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000862 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Still no SCEE access... 

Date: Wed, 19 Aug 1998 01:50:04 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <lddz72k.wg9n2xlbw60cgN@al-—88-128.a1.nl1> 

References: <35D8168C.F3D3BEA9@bigfoot.com> 

NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1815 scea.yaroze.freetalk 
2862 


Darco <darco@bigfoot.com> wrote: 


> *sigh* 

> 

> I really hate to keep nagging, buging, and complaining... What can I do? 
> What should I do? 

KEEP bugging!!!! it always works!!! TRUST ME! 

I got my ticket from the ects-site, I suppose this needed less 

bugging... and it worked!! 

> 'Darco 


> darco@bigfoot.com 


DEnnis.. 
——MESSAGE FILE 17280 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000862 


—-MESSAGE FILE 17281 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000863 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 10:46:06 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <lde07ni.1lxvmashg3aa80N@al-—88-126.al1l.nl1> 

References: <6rcgsp$gl11l@scea> 
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NNTP-Posting-Host: 81-88-126.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:863 scee.yaroze.freetalk.english: 
1822 


Steve Tolin <titan@vianet.on.ca> wrote: 


> By the way I like the new look of the SCEE site. Very functional. 
> 


> Steve Tolin 


What???? you like it?? I think it looks awfull. Maybe it is functional 
but I think it looks crap (sorry for the ones who made it)... 

I think it looks rather fast-done and unprofessional. I know it doesn't 
have to be something functional but I realy don't like it. 


DEnnis... 


Am I alone with this opinion? 
—-MESSAGE FILE 17281 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000863 


-—-MESSAGE FILE 17282 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000864 
Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 11:05:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6re826$12e17@chuka.playstation.co.uk> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl1> 
NNTP-Posting-Host: client837b.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:864 scee.yaroze.freetalk.english: 
1829 


DEnnis Brinkhuis wrote in message 

>What???? you like it?? I think it looks awfull. Maybe it is functional 
>but I think it looks crap (sorry for the ones who made it)... 

>I think it looks rather fast-done and unprofessional. I know it doesn't 
>have to be something functional but I realy don't like it. 

> 

>DEnnis... 

> 

>Am I alone with this opinion? 


No, I'm not keen on the site, yes its functional (which lets face it is what 
we want), but I have to agree with DEnnis, as it doesn't look like much 
effort went into the presentation, looks like they spent all there time on 
the workings of the site, which is alot better than having a good looking 
site that you just can't use, or is it? I think it is, the people who did 
this new site deserve a pat on the back for making it easy to use, maybe 
know they can work on some new graphics to fit in with the new style. 


Paul 


—-MESSAGE FILE 17282 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000864 


—-MESSAGE FILE 17283 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000865 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 14:15:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
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Message-ID: <35DAD002.7E20F4E5@ndirect.co.uk> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl1> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-13.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:865 scee.yaroze.freetalk.english: 
1830 


DEnnis Brinkhuis wrote: 


What???? you like it?? I think it looks awfull. Maybe it is functional 
but I think it looks crap (sorry for the ones who made it)... 

I think it looks rather fast-done and unprofessional. I know it doesn't 
have to be something functional but I realy don't like it. 


V V V V V 


If I had to describe the new site in one word, it would be UGLY. 


Yep, it's functional, and for that the authors should be congratulated. 
But, just bacause a site is quick and easy to use, it does not neccessarily 
follow that it should be ugly. Black background with cyan/yellow text? 
Things have moved on a bit since teletext! 


No, but seriously, it is an improvement - just doesn't do too much for 
Sony's image. 


Herbs 


—-MESSAGE FILE 17283 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000865 


—-MESSAGE FILE 17284 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000866 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 12:20:34 -0400 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <6resr8$g15@scea> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl> <35DAD002.7E2 
OF 4E5@ndirect.co.uk> 

NNTP-Posting-Host: sud-tcsl-port7.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:866 scee.yaroze.freetalk.english: 
1831 


Wow... you guys REALLY don't like that much... 
Touchy subject I guess. 


Steve Tolin 


Alex Herbert wrote in message <35DAD002.7E20F4E5@ndirect.co.uk>... 

> 

> 

>DEnnis Brinkhuis wrote: 

> 

>> What???? you like it?? I think it looks awfull. Maybe it is functional 
>> but I think it looks crap (sorry for the ones who made it)... 

>> I think it looks rather fast-done and unprofessional. I know it doesn't 
>> have to be something functional but I realy don't like it. 

>> 

> 

>If I had to describe the new site in one word, it would be UGLY. 
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> 

>Yep, it's functional, and for that the authors should be congratulated. 
>But, just bacause a site is quick and easy to use, it does not neccessarily 
>follow that it should be ugly. Black background with cyan/yellow text? 
>Things have moved on a bit since teletext! 

> 

>No, but seriously, it is an improvement - just doesn't do too much for 
>Sony's image. 

> 

>Herbs 

> 

> 


—-MESSAGE FILE 17284 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000866 


—-MESSAGE FILE 17285 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000867 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 20:51:27 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <lde006z.11p3u6nwn6u20N@al-—88-115.al.nl> 

References: <6rcgsp$g1l1l@scea> <lde07ni.1lxvmashg3aa80N@al-88-126.al.n1> <35DAD002.7E2 
OF 4E5@ndirect.co.uk> 

NNTP-Posting-Host: al-88-115.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:867 scee.yaroze.freetalk.english: 
1833 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > What???? you like it?? I think it looks awfull. Maybe it is functional 
> > but I think it looks crap (sorry for the ones who made it)... 

> > I think it looks rather fast-done and unprofessional. I know it doesn't 
> > have to be something functional but I realy don't like it. 

>> 

> 

> If I had to describe the new site in one word, it would be UGLY. 

> 

> Yep, it's functional, and for that the authors should be congratulated. 

> But, just bacause a site is quick and easy to use, it does not neccessarily 
> follow that it should be ugly. Black background with cyan/yellow text? 

> Things have moved on a bit since teletext! 

> 

> No, but seriously, it is an improvement - just doesn't do too much for 

> Sony's image. 

> 

> Herbs 


You said it all! I totally agree! 


DEnnis.. 
--MESSAGE FILE 17285 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000867 


——MESSAGE FILE 17286 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000868 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 21:02:17 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldel0qy.15yl2dwloedny4N@al-88-115.al.nl> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl> <35DAD002.7E2 
OF4E5@ndirect.co.uk> <6resr8$g15@scea> 
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NNTP-Posting-Host: 194.151.88.142 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:868 scee.yaroze.freetalk.english: 
1835 


Steve Tolin <titan@vianet.on.ca> wrote: 


Wow... you guys REALLY don't like that much... 
Touchy subject I guess. 


Steve Tolin 


VV V V V V 


nope, not at all. I only noticed that being honest is no problem over 
here. So I just say what I think. I like comments about my page too so I 
can improve it. Like I just put the profile-list in alphabetical order 
course I had some comments about that. 


DEnnis.. 
--MESSAGE FILE 17286 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000868 


——MESSAGE FILE 17287 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000869 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Still no SCEE access... 

Date: Wed, 19 Aug 1998 16:29:59 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35DB35C7.CDB709D6@bigfoot .com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
NNTP-Posting-Host: 295.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1837 scea.yaroze.freetalk 
2869 


DEnnis Brinkhuis wrote: 


> Darco <darco@bigfoot.com> wrote: 

> 

> > *sigh* 

>> 

> > I really hate to keep nagging, buging, and complaining... What can I do? 
> > What should I do? 

> 

> KEEP bugging!!!! it always works!!! TRUST ME! 

> I got my ticket from the ects-site, I suppose this needed less 

> bugging... and it worked!! 

> 

Well, no need to bug anymore... I'm working something out now and hopefuly 
I'll have access in a week or two. *crosses fingers* 

"Darco 


--MESSAGE FILE 17287 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000869 


—-MESSAGE FILE 17288 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000870 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Zelda Online??? 

Date: Wed, 19 Aug 1998 18:13:30 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6rfhi2$g17@scea> 

NNTP-Posting-Host: sud-tcsl-port4.vianet.on.ca 
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for(i=0; i<10; i++) 
{ 
str[i] = 0; 
} printf ("Done\n") ; 


Does this clear things up better? 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


pal wrote in message <3507E51B.763DBOF2@hotmail.com>... 

>> Without having my copy of K&R here, i can't say for sure, but my vote is 
for 

>> ';' being a legal expression. 


> 

>The null statement is mentionned in K&R (p18 - on the French version that 
is :)). 

>They say it's useful for making empty loops, eg 

>for (n = 0 ; getchar() != EOF ; ՀՀո) ; // counts characters 

> 

>I think it's useful too when your for doesn't need an initializer 

>for (; a==b ;att+) {...}. 

> 

>Moreover, an "infinite" loop like this one is syntactically correct, too 
>for(;;) 1 

> Բ (reas) ՆԵՃԵԱԷՈ-.: 

> } 

> 

>(you may prefer while(1)) 

> 


>And, of course, as Majik pointed out, a macro like the following may lead 
toa 

>null statement 

>#ifdef DEBUG 


> #define debug(x) printf (x) 

>#else 

> #define debug (x) 

>#endif 

> 

> 

>> so you should always write macros like: 

>> 

>> #define DEBUG(x) do { if (debug) printDebug(x) } while(0) 
>> 


>> the do { } while(0) construct makes the compiler treat the entire block 
>> as a single statement, and protects you from the dreaded dangling else. 
>> it forces you to use the macro as a function, as well, which is good 

>> practice. 


> 

>Well, what do you think about that 

> 

>#define DEBUG(x) { if (debug) printDebug(x) ;} 
> 


>You can write blocs whereever you can write simple statements. With an 
ANSI-C 

>compiler, that is... Personnally I often write such blocs in order to 
reduce 

>variables' visibility (well, I'm not sure this is good English, sorry), and 
gcc 

>doesn't complain about it (perhaps he knows he'd be deleted from my hd) 

> 

>// Note : please be aware that optimisation is not my purpose here :). 


>int i ; 
>for (something with i) (...) 
>} 


> 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:870 scee.yaroze.freetalk.english: 
1838 


Everybody remembers Zelda 3: A Link to the Past on the Super Nintendo 
right??? 


Somebody has written an online multiplayer version of the game (a la Ultima 
Online)...called GRAAL 


It seems pretty neat... just thought I'd share....it can be found at.. 
see you online.. 


http://www.cyberjoueur.com/English/graal.html 


Later 
Steve Tolin 


——MESSAGE FILE 17288 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000870 


——MESSAGE FILE 17289 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000871 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Still no SCEE access... 

Date: Thu, 20 Aug 1998 11:43:09 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldelbin.13jgotlyhlyz6N@al-—88-117.al.nl> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1ddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot .com> 

NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1844 scea.yaroze.freetalk 
2871 


Darco <darco@bigfoot.com> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > Darco <darco@bigfoot.com> wrote: 

>> 

> > > *sigh* 

>>> 

> > > I really hate to keep nagging, buging, and complaining... What can I do? 
> > > What should I do? 

>> 

> > KEEP bugging!!!! it always works!!! TRUST ME! 

> > I got my ticket from the ects-site, I suppose this needed less 

> > bugging... and it worked!! 

>> 

> 

> Well, no need to bug anymore... I'm working something out now and hopefuly 
> I'll have access in a week or two. *crosses fingers* 

> 

> 'Darco 


succes!! I hope to meet you at the ECTS. 
—-MESSAGE FILE 17289 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000871 


--MESSAGE FILE 17290 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000872 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Solid Snake Makes Games with Net Yaroze?? 

Date: Thu, 20 Aug 1998 22:55:18 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6rin3c$g114@scea> 

NNTP-Posting-Host: sud-tcsl-port48.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:872 scee.yaroze.freetalk.english: 
1866 


There are a couple of recently released shots from Metal Gear Solid that 
show a Net Yaroze System in the game... 


We'll if Solid Snake is trying to make games on Yaroze I guess I should 


actually finish a game or something... enjoy.. 


http://media.psmonline.com/media/news/image/mgsaug9. jpg 
http://media.psmonline.com/media/news/image/mgsaug13.jpg 


Steve Tolin 
(who will hopefully finish the project he is working on soon) 


--MESSAGE FILE 17290 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000872 


——MESSAGE FILE 17291 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000873 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game upload 

Date: 21 Aug 1998 06:17:46 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <Olbdcce5$3£55b300$d99dcdcd@nsantos> 

References: <6r2d8q$26m9@scea> 

NNTP-Posting-Host: ppp-annex-0163.tor.accent.net 

X-Newsreader: Microsoft Internet News 4.70.1160 


Talking about your game, great remake of Time Pilot! One of my favorites 
on Colecovision. Good stuff! 


Nelson/ROGUE 


Jeff Lawton <jlawton@jadetech*NOSPAMERS*.com> wrote in article 
<6r2d8q$26m9@scea>... 

> I uploaded a game my group coded for ECTS and I have yet to hear 
anything... 

> I also wanted to add a link on my page. Does anyone check the mail or 
what? 


Regards, 


Jeff / Nemesis 


VVVVVVV 
C 


—-MESSAGE FILE 17291 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000873 


--MESSAGE FILE 17292 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000874 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 09:07:59 -0500 

Organization: SCEA News Server 
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Lines: 19 

Message-ID: <6rjulg$lgqhl@scea> 

NNTP-Posting-Host: d122.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:89 scea.yaroze.beginners:253 scea 
.yaroze.freetalk:874 scee.yaroze.freetalk.english:1875 


I would like to propose that we move our chat sessions to 


http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
room would allow the SCEE members to join the chat sessions, although it 
would be rather late.. I have no idea how many coders sleep. (Me not being 


one of them) 


I also think that this is a better chat room.. Once you set it to Float. 
Let me know what you guys think. 


BTW the chat room was originally set up by Mr Frosty, I just thought I would 
open it to all, considering that there are quite a few SCEA guys that don't 
have access to the SCEE server. 


Regards, 


Jeff Lawton (aka Zark Wizard) / Nemesis 


—-MESSAGE FILE 17292 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000874 


——MESSAGE FILE 17293 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000875 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Fri, 21 Aug 1998 16:11:14 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35DDD462.6803D51F@bigfoot.com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbin.13jgotlyhlyzé6éN@al-—88-117.al.nl> 

NNTP-Posting-Host: 88.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:875 scee.yaroze.freetalk.english: 
1888 


DEnnis Brinkhuis wrote: 
> succes!! I hope to meet you at the ECTS. 


Sorry... I could only work in going to E3 this year, and that was only because I 
happened to live near Atlanta.. It woulda been cool to go to ECTS, but there would 
be no way to work it in with a new school year and all. I gota keep those math and 
physics grades up so I can goto DigiPen Institute of Technology and then do what I 
love for a living. *crosses fingers* 


'Darco 


——MESSAGE FILE 17293 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000875 


—-MESSAGE FILE 17294 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000876 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 16:14:40 -0400 
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Organization: SCEA News Server 

Lines: 17 

Message-ID: <35DDD530.3E070299@bigfoot.com> 
References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: 88.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:91 scea.yaroze.beginners:254 scea 
-yaroze.freetalk:876 scee.yaroze.freetalk.english:1889 


Jeff Lawton wrote: 


> 

> I would like to propose that we move our chat sessions to 

> 

> http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
> room would allow the SCEE members to join the chat sessions, although it 

> would be rather late.. I have no idea how many coders sleep. (Me not being 
> 


one of them) 


Cool. I'll check it out tonight. I haven't attended any saturday night 
yaroze chat yet, mainly because by the time I remember, it's 11:00pm! 


> BTW the chat room was originally set up by Mr Frosty, I just thought I would 
> open it to all, considering that there are quite a few SCEA guys that don't 
> have access to the SCEE server. 


Heh. Yeah. 
—-MESSAGE FILE 17294 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000876 


——MESSAGE FILE 17295 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000877 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Fri, 21 Aug 1998 14:50:51 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <6rkpiiSlqh4@scea> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyzé6éN@al1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:877 scee.yaroze.freetalk.english: 
1890 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

> 

>'Darco 


I kept wondering why this DigiPen Institute kept sounding familiar when I 
see people post about wanting to go there... It turns out it's about 2 
blocks from my apartment. Right next to Nintendo and in between the 
Microsoft campuses. Heh. 


So, if anyone ends up going there, give me a ring and we'll go for beers!! 


I love living in the technology hub of the NorthWest. :) 


-Steve 


--MESSAGE FILE 17295 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000877 


Net Yaroze newsgroups message dump.txt Page 11635 


——MESSAGE FILE 17296 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000878 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Fri, 21 Aug 1998 22:24:40 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <6rl19lm$lqh6é@scea> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-—88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyzé6éN@al1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port19.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:878 scee.yaroze.freetalk.english: 
1892 


Have you applied to DigiPen yet??? 


Earlier this year I got accepted at DigiPen in Vancouver and was ready to 
move. Then they decided that they were going full tilt with the new start 
up facility in Redmond and all the Vancouver teachers were needed in 
Redmond. 


I have since been invited to attend in Redmond with one small clause.. I 
have to wait for a student VISA.. 


The school did not register with immigration early enough to be allowed 
"foreign" students.. 


Ahhh well.... that's just me ramblin' on about how upset I am that I still 
have to work for a while and live where it snows all the time... Damn I 
hate this place... 


Steve Tolin 
Ք: 9» 
(I'll move anywhere to get away right now.) 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 
>DEnnis Brinkhuis wrote: 


> 

>> succes!!! I hope to meet you at the ECTS. 

> 

>Sorry... I could only work in going to E3 this year, and that was only 


because I 

>happened to live near Atlanta.. It woulda been cool to go to ECTS, but 
there would 

>be no way to work it in with a new school year and all. I gota keep those 
math and 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

>love for a living. *crosses fingers* 

> 

>'Darco 

> 


> 
> 
—-MESSAGE FILE 17296 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000878 


—-MESSAGE FILE 17297 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000879 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Sat, 22 Aug 1998 13:24:57 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35DEFEE9.9C64F79Bebigfoot.com> 
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References: <35D8168C.F3D3BEA9@bigfoot.com> <1ddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyz6éN@a1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> <6rkpiiSlqh4@scea> 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:879 scee.yaroze.freetalk.english: 
1893 


Steve Spiller wrote: 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

> 

>'Darco 


I kept wondering why this DigiPen Institute kept sounding familiar when I 
see people post about wanting to go there... It turns out it's about 2 
blocks from my apartment. Right next to Nintendo and in between the 
Microsoft campuses. Heh. 


VVVVVVVVV VV 


Sure thing man! That's really cool, you live 2 blocks away from the 
coolest school in the world! 


> I love living in the technology hub of the NorthWest. :) 


Punk. :) 


"Darco 
--MESSAGE FILE 17297 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000879 


-—-MESSAGE FILE 17298 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000880 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Sat, 22 Aug 1998 13:26:04 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35DEFF2C.E9141C89@bigfoot.com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-—88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyzé6éN@a1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> <6rkpiiSlqh4@scea> 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:880 scee.yaroze.freetalk.english: 
1894 


Steve Spiller wrote: 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

> 

>'Darco 


I kept wondering why this DigiPen Institute kept sounding familiar when I 
see people post about wanting to go there... It turns out it's about 2 
blocks from my apartment. Right next to Nintendo and in between the 
Microsoft campuses. Heh. 


So, if anyone ends up going there, give me a ring and we'll go for beers!! 


I love living in the technology hub of the NorthWest. :) 


VVVVVVVVVVVVV VV VV 


-Steve 
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-—-MESSAGE FILE 17298 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000880 


—--MESSAGE FILE 17299 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000881 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 22 Aug 1998 20:03:04 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <35df239e.1564110@205.149.189.29> 

References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:92 scea.yaroze.beginners:255 scea 
.yaroze.freetalk:881 scee.yaroze.freetalk.english:1895 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I would like to propose that we move our chat sessions to 


> 
>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 
>one of them) 

> 

>I also think that this is a better chat room.. Once you set it to Float. 
>Let me know what you guys think. 

> 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>open it to all, considering that there are quite a few SCEA guys that don't 
>have access to the SCEE server. 

> 

>Regards, 

> 

>Jeff Lawton (aka Zark Wizard) / Nemesis 

> 


--MESSAGE FILE 17299 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000881 


——MESSAGE FILE 17300 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000882 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: No Access to SCEE Either 

Date: Sun, 23 Aug 1998 08:33:58 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35E00C36.6357A0A1@accessv.com> 

NNTP-Posting-Host: 13.209.5.199.dialup.accessv.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


You are not alone my friend. I too still don't have access to the site. 
I hear that George Bain has posted some tutorials there and I'd love to 
get my hands on them, but at this point it's still "Sorry, No Bonus". 
I've been a member since February 98 myself. From what I understand I 
thinks it's Peter Alau who sends the information to someone at SCEE. I 
tried to send an e-mail to Peter, but I get an invalid e-mail address 
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message from Netscape when I do. Peter, if you could help 2 if not more 
people out, that'd be great! 
Michael 


—-MESSAGE FILE 17300 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000882 


—-MESSAGE FILE 17301 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000883 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: No Access to SCEE Either 

Date: Sun, 23 Aug 1998 13:48:53 GMT 

Organization: L4 Software 

Lines: 21 

Message-ID: <35e01d74.266833@205.149.189.29> 

References: <35E00C36.6357A0A1@accessv.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Michael, 


I spoke with Peter when I was in California on Wednesday. He is aware 
of the problem the two of you are having and is working to get it 
resolved. I'll check with him on Monday to see what's up. 


Mario 


On Sun, 23 Aug 1998 08:33:58 -0400, Michael Briere <mikey@accessv.com> 
wrote: 


>You are not alone my friend. I too still don't have access to the site. 
>I hear that George Bain has posted some tutorials there and I'd love to 
>get my hands on them, but at this point it's still "Sorry, No Bonus". 
>I've been a member since February 98 myself. From what I understand I 
>thinks it's Peter Alau who sends the information to someone at SCEE. I 
>tried to send an e-mail to Peter, but I get an invalid e-mail address 
>message from Netscape when I do. Peter, if you could help 2 if not more 
>people out, that'd be great! 

> Michael 


——MESSAGE FILE 17301 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000883 


—-MESSAGE FILE 17302 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000884 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: 23 Aug 1998 17:01:44 GMT 

Organization: SCEE 

Lines: 15 

Message-ID: <01lbdce54$60707780Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-88-126.al.nl> <35DAD002.7E2 
OF4E5@ndirect.co.uk> <6resr8$g15@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:884 scee.yaroze.freetalk.english: 
1905 


Hi Steve, 
I think it's a European thing. Oh Canada baby! 


George 


Steve Tolin <titan@vianet.on.ca> wrote in article <6resr8$gl15@scea>... 
> Wow... you guys REALLY don't like that much... 
> 


> Touchy subject I guess. 
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> 
> Steve Tolin 
> 
> 


——MESSAGE FILE 17302 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000884 


——MESSAGE FILE 17303 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000885 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: No Access to SCEE Either 

Date: Sun, 23 Aug 1998 13:01:50 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35E04AFE.D18A5AE6@bigfoot .com> 

References: <35E00C36.6357A0A1@accessv.com> 

NNTP-Posting-Host: 232.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Michael Briere wrote: 


You are not alone my friend. I too still don't have access to the site. 
I hear that George Bain has posted some tutorials there and I'd love to 
get my hands on them, but at this point it's still "Sorry, No Bonus". 
I've been a member since February 98 myself. From what I understand I 
thinks it's Peter Alau who sends the information to someone at SCEE. I 
tried to send an e-mail to Peter, but I get an invalid e-mail address 
message from Netscape when I do. Peter, if you could help 2 if not more 
people out, that'd be great! 


VVVVVVVVV 


We registered around the same time, so we are almost in exactly the same 
boat. George Bain is helping me out at the moment. We had to figure out 
a method of transporting my password via email though, which is 
unsecure. We eventually figured out a method of sending half the 
password in one message, and sending the second half in another. 
Hopefully this detures anyuone who may be monitoring the email stream. 


I'm really looking forward to reading George's tutorials. 


"Darco 
--MESSAGE FILE 17303 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000885 


—-MESSAGE FILE 17304 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000886 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 16:50:30 +0100 

Organization: The Hex Heroes 

Lines: 17 
Message-ID: <35E18BC6.6CDF@writeme.com> 

References: <6rjulg$lqhl@scea> <35df£239e.1564110@205.149.189.29> 

NNTP-Posting-Host: at14-033.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:256 scea.yaroze.freetalk:886 sce 
e.yaroze.freetalk.english:1924 


Mario Perdue wrote: 
> 
> The problem with having the chat in a public area is you would have to 
> restrict your discussions. 

> 
> 


Mario 
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Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 
there are any SCEA members who would like to host the Chat-—Room on a 
secure page, then I'd feel a bit happier about it - indeed, I'd be 
fairly happy for anyone to post the code on their secure page, if I 
could be persuaded which of the two chat-rooms I've registered for (Chat 
Planet, Xoom) is the better option. Suggestions? 


James (mrfrosty) 
—-MESSAGE FILE 17304 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000886 


—--MESSAGE FILE 17305 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000887 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 16:51:47 +0100 

Organization: The Hex Heroes 

Lines: 4 

Message-ID: <35E18C13.4398@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme . com> 

NNTP-Posting-Host: at14-033.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:257 scea.yaroze.freetalk:887 sce 
e.yaroze.freetalk.english:1925 


As a side issue, why can't I post to scea.announce, like the rest of 
this thread (hrmmph!) 


James. 
——MESSAGE FILE 17305 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000887 


—-MESSAGE FILE 17306 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000888 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: 24 Aug 1998 20:24:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bdcf9csš8f08ac40S026f6f6f@two> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme . com> 

NNTP-Posting-Host: 195.171.230.83 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:258 scea.yaroze.freetalk:888 sce 
e.yaroze.freetalk.english:1928 


Sorry James I'm a bit confused does this mean that the chat room isn't 
accessible by anyone, it's just -heavenly body- dropped by during a 
discussion the other night ? 


Pete. 


|| Death is a non-maskable interrupt || 


Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 


James (mrfrosty) 


VV V V V V V 


--MESSAGE FILE 17306 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000888 
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>// later in the same function... 


>for (something else with i) {...} 


>This might not look very useful, but have a look at this one 
> 

>f () 

>{ 

>int i; 

>(...lots of code where i isn't used...) 

>(last part of code, where i is used, far from its declaration) 
>} 

> 

>Haven't you ever dreamt of writing 

>for (int i = 0 ; i < n ; itt) {...} // Java code 

>? 

> 

>Mmh... I think it's enough, I just needed to talk between two lines of code 
Է) Sus. 

> 

> 


--MESSAGE FILE 1825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00528 


--MESSAGE FILE 1826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000529 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Tue, 17 Mar 1998 11:25:52 -0500 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <6em7q8$jdt11@scea> 

References: <350aa03f.4404800@news.playstation.co.uk> <6eh3q5$jdt2@scea> <350D4A58.2 
9AE@writeme.com> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I think multi-tap support would be A-one on my wish list at the moment. 
>Snowball Fight was developed as a multiplayer game, as I reckon the 
>mighty Bomberman was, and smart AI players are darned hard to do (though 
>that's not to say I won't be trying). 


As I stated before, I think the multi-tap would be awesome... I would be 
the first to jump on the band wagon and say it is something we could use. 


>especially mainstream add-on. If Yaroze coders started producing good 
>stuff that supported it and those games were put onto the PSM coverdisk, 
>wouldn't that work rather well for Sony? 


Point taken... Wouldn't this work for the Gun Libs, or the Serial Link as 
well? 


>I have to say that I was _VERY_ impressed with the quality of the Edge 
>Compo entries. I don't think it's true that our games aren't yet at 
>'that' stage... 


I was rather impressed as well.. It was great to see some very impressive 
software produced... I think I might have been talking more about SCEA than 
SCEE guys.. No offence meant either way... :) 


>You can keep your professional graphics libraries and your CD-ROM 
>burning - I'd just like to add more play-power to my game! 
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—-MESSAGE FILE 17307 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000889 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 21:54:54 GMT 

Organization: L4 Software 

Lines: 13 
Message-ID: <35ele0ff.34276498@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <35E18C13.4398@writeme.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:259 scea.yaroze.freetalk:889 sce 
e.yaroze.freetalk.english:1929 


Good question. I thought it was an open message base like all the 
others. I'll look into it. 


Mario 


On Mon, 24 Aug 1998 16:51:47 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 


>As a side issue, why can't I post to scea.announce, like the rest of 
>this thread (hrmmph!) 

> 

>James. 


——MESSAGE FILE 17307 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000889 


—--MESSAGE FILE 17308 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000890 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Mon, 24 Aug 1998 18:49:01 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35E1EDDD.2851BCC9@bigfoot.com> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35ce5bc6.17015644@news.scea.sony.c 
om> 

NNTP-Posting-Host: 236.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1931 scea.yaroze.freetalk 
:890 


Jason Jones wrote: 


Hello, 

If everyone would like an update to the Yaroze libraries and would 
like to get Sony supporting us again. I would suggest everyone send an 
email to J. Patton j_patton@playstation.sony.com. As far as I know, he 
is still the head of the yaroze project at SCEA. Everyone send him an 
email letting him know that WE support Sony and the Yaroze program and 
that they should be supporting us. 


VVVVVVVV 


Unfortunately I believe that the only people who are even capable of 
making an update are at SCEI. : ( 


"darco 
—-MESSAGE FILE 17308 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000890 


—--MESSAGE FILE 17309 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000891 
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Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Chat Room consensus 

Date: Tue, 25 Aug 1998 15:55:45 +0100 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <35E2D071.65FD@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9c$8f08ac40S026f6f6fetwo> 

NNTP-Posting-Host: at15-020.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:260 scea.yaroze.freetalk:891 sce 
e.yaroze.freetalk.english:1941 


Peter Dollochan wrote: 


> Sorry James I'm a bit confused does this mean that the chat room isn't 
> accessible by anyone, it's just -heavenly body- dropped by during a 
> discussion the other night ? 


Yep, the Chat Room /is/ accessible to anyone, which is why I wanted to 
keep the Java code away from public pages. The Xoom chat-room (the one 
that used to be the main one) was my personal favourite and seemed to be 
pretty secure. The Chat-Planet organisation (currently hosting the 
available chat room) has the dubious advantage that members from other 
chat-rooms are able to duck in on yours if there is someone in there. 
Perhaps fairly predictably, most of the other frequently visited chat 
pages concern Busty Brenda's house of Sin and other such niceties - 
though I'm not entirely sure whether "heavenly body' would get off on 
Chat-Yaroze... 


The Xoom Chatroom, I believe, is not advertised publicly and not 
accessible publicly without the relevant bit of Java code. Did people 
have a problem with the Xoom one, but not the Earthweb one? If not, I'd 
like to bring that back and keep it away from public servers. 


James. 
——MESSAGE FILE 17309 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000891 


--MESSAGE FILE 17310 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000892 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Chat Room consensus 

Date: 25 Aug 1998 18:21:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <01bdd054S998b10a0SO026f6f6fetwo> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9cS8f08ac40S026f6f6f@two> <35E2D071.65FD@writeme. com> 
NNTP-Posting-Host: host5-99-44-26.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:261 scea.yaroze.freetalk:892 sce 
e.yaroze.freetalk.english:1947 


Hi James, 


The only prob was most of the names (common ones) were 
already being used(so you had probs logging on) but if you 
put your proper name in the description field when logging 
on the info was just a click away so i suppose... 

bring back the old one :) 


Pete. 


|| Death is a non-maskable interrupt | | 


James Rutherford <hexheroes@writeme.com> wrote in article 
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<35E2D071.65FD@writeme.com>... 
Peter Dollochan wrote: 


> Sorry James I'm a bit confused does this mean that the chat room isn't 
> accessible by anyone, it's just -heavenly body- dropped by during a 
> discussion the other night ? 


Yep, the Chat Room /is/ accessible to anyone, which is why I wanted to 
keep the Java code away from public pages. The Xoom chat-room (the one 
that used to be the main one) was my personal favourite and seemed to be 
pretty secure. The Chat-Planet organisation (currently hosting the 
available chat room) has the dubious advantage that members from other 
chat-rooms are able to duck in on yours if there is someone in there. 
Perhaps fairly predictably, most of the other frequently visited chat 
pages concern Busty Brenda's house of Sin and other such niceties - 
though I'm not entirely sure whether "heavenly body' would get off on 
Chat-Yaroze... 


The Xoom Chatroom, I believe, is not advertised publicly and not 
accessible publicly without the relevant bit of Java code. Did people 
have a problem with the Xoom one, but not the Earthweb one? If not, I'd 
like to bring that back and keep it away from public servers. 


James. 


VVVVVVVVVVVVVV VV VV VV VV VV 


-—-MESSAGE FILE 17310 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000892 


—-MESSAGE FILE 17311 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000893 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 

Subject: Re: Chat Room consensus 

Date: Wed, 26 Aug 1998 13:51:13 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35E404C1.3D4F@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9cS8f08ac40S026f6f6fRtwo> <35E2D071.65FD@writeme.com> <01bdd054$998b 
10a0S026f6f6f@two> 

NNTP-Posting-Host: at15-072.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:262 scea.yaroze.freetalk:893 sce 
e.yaroze.freetalk.english:1955 


Peter Dollochan wrote: 
> bring back the old one :) 


I'm with that - anybody else. 
Views on chat times? 
Suggestions? 


James. 
—-MESSAGE FILE 17311 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000893 


—-MESSAGE FILE 17312 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000894 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <support@accelerationsw.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 14:28:58 +0000 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <35E8102A.B8746DB2@accelerationsw. com> 

References: <6rjulg$lqhl@scea> <35df£239e.1564110@205.149.189.29> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:95 scea.yaroze.beginners:263 scea 
.yaroze.freetalk:894 scee.yaroze.freetalk.english:2004 


Plus, having a new area will just confuse people and make less SCEA 
people show up (and few enough show up as it is). We should stick to 
the auditorium because it has been done that way always (both these 
reasons are why we never moved it to a real IRC chat room, which is much 
more user friendly than the auditorium). 


Mario Perdue wrote: 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I would like to propose that we move our chat sessions to 


> 

>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 
>one of them) 

> 

>I also think that this is a better chat room.. Once you set it to Float. 
>Let me know what you guys think. 

> 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>open it to all, considering that there are quite a few SCEA guys that don't 
>have access to the SCEE server. 

> 

>Regards, 

> 

>Jeff Lawton (aka Zark Wizard) / Nemesis 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
-—-MESSAGE FILE 17312 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000894 


—-MESSAGE FILE 17313 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000895 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 23:11:01 GMT 

Organization: L4 Software 

Lines: 46 

Message-ID: <35e88a2c.13761044@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:96 scea.yaroze.beginners:264 scea 
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-yaroze.freetalk:895 scee.yaroze.freetalk.english:2007 


Also, we should have a new version of the Auditorium running soon 
(Peter is working on it) which will give us new options for chatting. 


Stay tuned, 


Mario 


On Sat, 29 Aug 1998 14:28:58 +0000, Joshua Meeds 
<support@accelerationsw.com> wrote: 


>Plus, having a new area will just confuse people and make less SCEA 
>people show up (and few enough show up as it is). We should stick to 
>the auditorium because it has been done that way always (both these 
>reasons are why we never moved it to a real IRC chat room, which is much 
>more user friendly than the auditorium). 

> 

>Mario Perdue wrote: 

>> 

>> The problem with having the chat in a public area is you would have to 
>> restrict your discussions. 


>> 

>> Mario 

>> 

>> On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 

>> <jlawton@jadetech*NOSPAMERS*.com> wrote: 

>> 

>> >I would like to propose that we move our chat sessions to 

>> > 

>> >http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>> >room would allow the SCEE members to join the chat sessions, although it 

>> >would be rather late.. I have no idea how many coders sleep. (Me not being 
>> >one of them) 

>> > 

>> >I also think that this is a better chat room.. Once you set it to Float. 

>> >Let me know what you guys think. 

>> > 


>> >BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>> >open it to all, considering that there are quite a few SCEA guys that don't 
>> >have access to the SCEE server. 

>> > 

>> >Regards, 

>> > 

>> >Jeff Lawton (aka Zark Wizard) / Nemesis 

>> > 


——MESSAGE FILE 17313 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000895 


—-MESSAGE FILE 17314 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000896 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Tue, 01 Sep 1998 13:00:50 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35EBE1F2.2B9A@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: at15-043.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:265 scea.yaroze.freetalk:896 sce 
e.yaroze.freetalk.english:2057 


Joshua Meeds wrote: 


> Plus, having a new area will just confuse people and make less SCEA 
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> people show up (and few enough show up as it is). 


Can SCEE Yarozites access the auditorium? 
I've never been able to... 


James. 
—-MESSAGE FILE 17314 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000896 


——MESSAGE FILE 17315 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000897 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Manny Najera <mnajera@students.uiuc.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Where does the time go? 

Date: Tue, 01 Sep 1998 22:44:23 +0000 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35EC78C6.5DBDOC9BEstudents.uiuc.edu> 

NNTP-Posting-Host: crh3628.urh.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.06 [en] (Win95; I) 


Hello all. 


I'm over here at University of Illinois now, ina little jail cell of a 
dorm room, with a laptop, SGI, yaroze, and a roommate who just loves rap 
music. I haven't been able to get anywhere near the yaroze (programming 
wise) since march. Honestly, it seems like last week I was happily 
opening a box containing the yaroze. 


Anybody at UIUC? 
Manny Najera 


——MESSAGE FILE 17315 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000897 


——MESSAGE FILE 17316 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000898 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Where does the time go? 

Date: Wed, 02 Sep 1998 07:31:51 -0400 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <35ED2CA7.681BE3FB@bigfoot .com> 
References: <35EC78C6.5DBDOC9B@éstudents.uiuc.edu> 
NNTP-Posting-Host: 306.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Manny Najera wrote: 


> 

> Hello all. 

> 

> I'm over here at University of Illinois now, ina little jail cell of a 
> dorm room, with a laptop, SGI, yaroze, and a roommate who just loves rap 
> music. I haven't been able to get anywhere near the yaroze (programming 
> wise) since march. Honestly, it seems like last week I was happily 

> opening a box containing the yaroze. 


I know exactly how you feel. I'm still in high school, and I'm trying to 
juggle homework and programing on the playstation. It's my friends that 
keep me motivated though - They think it's cool that I can make my own 
playstation games, and can't wait to play one after I finish it. (A cool 
one that is, not a pac-man clone or anything) 


"Darco 
—-MESSAGE FILE 17316 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000898 
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—-MESSAGE FILE 17317 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000899 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Wed, 02 Sep 1998 22:25:16 GMT 

Organization: L4 Software 

Lines: 26 

Message-ID: <35edc3b5.31150231@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> <35EBE1F2.2B9A@writeme.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:266 scea.yaroze.freetalk:899 sce 
e.yaroze.freetalk.english:2102 


James, 


No, you can't at this time. For whatever reason (probably speed), SCEE 
maintains a mirror of the North American site instead of just letting 
you come in directly like we do to theirs. 


I'll talk to the guys here and see if there's anything that can be 
done. I'd like to see some of you guys participating in our chats. Of 
course, we might have to shift the time about a bit to accommodate 
you, but, if we can get you access, that's not a problem. 


Mario 


On Tue, 01 Sep 1998 13:00:50 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 


>Joshua Meeds wrote: 

> 

>> Plus, having a new area will just confuse people and make less SCEA 
>> people show up (and few enough show up as it is). 

> 

>Can SCEE Yarozites access the auditorium? 

>I've never been able to... 

> 

>James. 


—-MESSAGE FILE 17317 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000899 


—-MESSAGE FILE 17318 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000900 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Thu, 03 Sep 1998 14:58:45 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35EEA094.143C@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> <35EBE1F2.2B9A@writeme.com> <35edc3b5.31150231@205.149.189.29> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:267 scea.yaroze.freetalk:900 sce 
e.yaroze.freetalk.english:2112 


Mario Perdue wrote: 


> I'll talk to the guys here and see if there's anything that can be 
> done. I'd like to see some of you guys participating in our chats. Of 


Net Yaroze newsgroups message dump.txt Page 11648 


> course, we might have to shift the time about a bit to accommodate 
> you, but, if we can get you access, that's not a problem. 


Cheers Mario, 
That'd be great if you can pull it off. 


James. 
-—-MESSAGE FILE 17318 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000900 


——MESSAGE FILE 17319 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000901 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: ... 

Date: Tue, 08 Sep 1998 17:26:41 -0400 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <35F5A111.F9D98B87@bigfoot .com> 

NNTP-Posting-Host: 82.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Eight days without a single post. Wow. 


"Darco 
—-MESSAGE FILE 17319 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000901 


——MESSAGE FILE 17320 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000902 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ... 

Date: Tue, 8 Sep 1998 15:26:12 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <6t4abs$8q j2@scea> 

References: <35F5A111.F9D98B87@bigfoot.com> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Perhaps ստ SCEA folk don't like to yabber on like the SCEE people!!! (Flame 
war! Flame war!!) 


£) 


Darco wrote in message <35F5A111.F9D98B87@bigfoot.com>... 
>Eight days without a single post. Wow. 

> 

>'Darco 


--MESSAGE FILE 17320 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000902 


--MESSAGE FILE 17321 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000903 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: New Net Yaroze membership price? 

Date: Wed, 09 Sep 1998 04:04:09 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35f5fbe5.7878163@news.scea.sony.com> 
NNTP-Posting-Host: a83.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


I just looked at SCEE's Net Yaroze info web page and it says: 
"How much does it cost to join Net Yaroze? 
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£229.00 (inc VAT) + postage and packaging. SCEE also offer CodeWarrior 
software at a special joining price of £90 (inc VAT)." 


This means that it cost about $375 in Europe instead of the current 
$750 price tag.This is a great opportunity to beef up our ranks but I 
have not seen a similar announcement by SCEA. And God knows we must be 
trailing behind Europe! I hope SCEA will follow and lower the NY's 
price! 


Patrick Bureau 
—-MESSAGE FILE 17321 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000903 


—-MESSAGE FILE 17322 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000904 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ... 

Date: Wed, 09 Sep 1998 07:44:57 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <35F66A39.4A56FBDD@bigfoot .com> 

References: <35F5A111.F9D98B87@bigfoot.com> <6t4abs$8q j2@scea> 
NNTP-Posting-Host: 137.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Steve Spiller wrote: 
> 
> Perhaps us SCEA folk don't like to yabber on like the SCEE people!! (Flame 
> war! Flame war!!) 

> :) 


Heh. T Khan. Poor guy probably had a heart atack. 


"Darco 
—-MESSAGE FILE 17322 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000904 


—-MESSAGE FILE 17323 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000905 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Net Yaroze membership price? 

Date: Wed, 09 Sep 1998 07:48:25 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35F66B09.CAF458E0@bigfoot .com> 

References: <35f5fbe5.7878163@news.scea.sony.com> 
NNTP-Posting-Host: 137.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Patrick Bureau wrote: 


I just looked at SCEE's Net Yaroze info web page and it says: 

"How much does it cost to join Net Yaroze? 

£229.00 (inc VAT) + postage and packaging. SCEE also offer CodeWarrior 
software at a special joining price of £90 (inc VAT)." 


This means that it cost about $375 in Europe instead of the current 
$750 price tag.This is a great opportunity to beef up our ranks but I 
have not seen a similar announcement by SCEA. And God knows we must be 
trailing behind Europe! I hope SCEA will follow and lower the NY's 
price! 


VVVVVVVVV VV 


A hellova' lota' good it'll do me now. :P But then again... If the price 
dropped I could possibly get my friends to try to save up. Hmmm... And 
then... 
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VORIA WILL RULE THE WORLD! MUAHAHAHAHAHAHahahahah.................. 


AAAAA ՃՃՃՃ AAAA AAA AKRAAA 


ԽՐ ատն *cough* Ah-hem..... 
*Sniffle* Sorry, <head twitches wildly> Forgot to take my medicine... 
7) 


"Darco 
—-MESSAGE FILE 17323 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000905 


—-MESSAGE FILE 17324 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000906 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ... 

Date: Wed, 09 Sep 1998 16:52:27 +0100 

Organization: I wish! 

Lines: 9 

Message-ID: <35F6A43B.45FD@mdx.ac.uk> 

References: <35F5A111.F9D98B87@bigfoot.com> <6t4abs$8q j2@scea> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Steve Spiller wrote: 

> Perhaps us SCEA folk don't like to yabber on like the SCEE people!! (Flame 
> war! Flame war!!) 

As a SCEE member I can only, erm, agree :) Its funny, there used to be 


next to no posts anywhere, but I have a hard time keeping up with the 
freetalk one now. Ah well, it can be amusing. 


Rob 
—-MESSAGE FILE 17324 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000906 


--MESSAGE FILE 17325 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000907 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Net Yaroze membership price? 

Date: Thu, 10 Sep 1998 03:08:46 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35f£7403b.3254002@news.scea.sony.com> 

References: <35f5fbe5.7878163@news.scea.sony.com> <35F66B09.CAF458E0@bigfoot.com> 
NNTP-Posting-Host: e18.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 09 Sep 1998 07:48:25 -0400, Darco <darco@bigfoot.com> wrote: 


>A hellova' lota' good it'll do me now. :P But then again... If the price 
>dropped I could possibly get my friends to try to save up. Hmmm... And 
>then... 

> 


That's what I was thinking too...I've got two friends who find the 
Yaroze cool but are not willing to pay the $750 entry fee. A price 
reduction could really help right now! 


Patrick Bureau 
—-MESSAGE FILE 17325 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000907 


—-MESSAGE FILE 17326 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000908 
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Agreed... Game play is the most important issue... To some the use of the 
Multi-Tap is #1, to other it may be the Gun Libs, and to other it would be 
the Serial libs... Just saying that you can't make everyone happy... 


Man I'm starting to sound like I work for Sony... ugggg... 
Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 1826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00529 


—-MESSAGE FILE 1827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000530 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 17 Mar 1998 17:30:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <0Olbd51lca$£2482560$77d449c2@Angelal.intelligent-—group.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003S$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> <6em4asSdud32@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 1119.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


JohnT <johnt@nettech.demon.co.uk> wrote in article 
<6em4asS$dud32@chuka.playstation.co.uk>... 

> Well, you can't forget switching to DOS altogether! You still need it for 
> Siocons! 
> Unfortunately, Siocons on my machine 'hogs' the processor time so that 
the 
> rest of Windows 98 either stops running or runs extremely slowly!! Does 
> anyone know of or have a totally Windows version of Siocons that works 
> reliably? 


Get YarozeMaster - it's a cracking good replacment for SIOCONS (much better 
than SIOCONS 
actually). Lovely Win95 interface. 


Also, the guy who wrote it will be adding ARS compatible fileserving to it 
(I got a mail 
from him this morning), so it'll give you the best of all worlds....... 


Craig. 


—-MESSAGE FILE 1827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00530 


-—-MESSAGE FILE 1828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000531 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Tue, 17 Mar 1998 13:44:54 -0800 

Organization: Cisco Systems 

Lines: 24 

Message-ID: <350EEED6.40C20D1C@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> 
Reply-To: tenchi@cisco.com 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ... 

Date: Thu, 10 Sep 1998 10:33:01 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldf4yd9.o3ueauavewmwN@al-88-100.a1l.nl1> 
References: <35F5A111.F9D98B87@bigfoot.com> <6t4abs$8q j2@scea> <35F66A39.4A56FBDD@bi 
gfoot.com> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Darco <darco@bigfoot.com> wrote: 


> Steve Spiller wrote: 

>> 

> > Perhaps ստ SCEA folk don't like to yabber on like the SCEE people!!! (Flame 
> > war! Flame war!!) 

>> :) 

> 

> Heh. T Khan. Poor guy probably had a heart atack. 

> 

Hehehehe... I wanted to meet him at ECTS but he didn't turn up.. 


PS. there was no fight outside the ECTS, I was too bussy waching nice 
girls. 


DEnnis.. 
—-MESSAGE FILE 17326 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000908 


—--MESSAGE FILE 17327 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000909 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 10 Sep 1998 11:23:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35F7A88A.F1A0A6B7@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2251 scea.yaroze.freetalk 
2909 


Hi all 


I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 
as I really want to be able to run all the Yaroze tools. Currently I'm 
running Softwindows 95 on my old 6100 - barely usable, but it works. 


If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
for one of those, otherwise I will have to sell out... I'll still keep 
my old Mac but try and get a cheapo PC for the Yaroze stuff. 


Let's not start a Mac vs PC flame war, but helpful suggestions 
appreciated. 


Cheers 

Phil 

—-MESSAGE FILE 17327 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000909 
--MESSAGE FILE 17328 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000910 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: Darco <darco@bigfoot.com> 
Newsgroups: scea.yaroze.freetalk 
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Subject: Re: ... 

Date: Thu, 10 Sep 1998 07:59:43 -0400 
Organization: SCEA News Server 

Lines: 28 

Message-ID: <35F7BF2F.5EA3A786@bigfoot.com> 
References: <35F5A111.F9D98B87@bigfoot.com> <6t4absS$8q j2@scea> <35F66A39.4A56FBDD@bi 
gfoot.com> <ldf4yd9.o3ueauavewmwN@al-—88-100.a1l.nl> 
NNTP-Posting-Host: 136.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


DEnnis Brinkhuis wrote: 


> 

> Darco <darco@bigfoot.com> wrote: 

> 

> > Steve Spiller wrote: 

>>> 

> > > Perhaps us SCEA folk don't like to yabber on like the SCEE people!! (Flame 
> > > war! Flame war!!) 

> > > :) 

> > 

> > Heh. T Khan. Poor guy probably had a heart atack. 

> > 

> 

> Hehehehe... I wanted to meet him at ECTS but he didn't turn up.. 


I'd like to meet him too. 


> PS. there was no fight outside the ECTS, I was too bussy waching nice 
> girls. 


Heh, I know EXACTLY what you are talking about... When I went to E3 it 
seemed that everybody tried EVERYTHING to get you to come to their 
booth, from half naked girls to lasers and smoke, to life-sized KISS 
dolls. 


Very... Interesting environment. 


"Darco 
—-MESSAGE FILE 17328 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000910 


—-MESSAGE FILE 17329 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000911 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 10 Sep 1998 22:13:32 +0200 

Organization: Debri Productions 

Lines: 40 

Message-ID: <ldf5swh.1s66irvd8v97qN@al—88-118.al.nl1> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2256 scea.yaroze.freetalk 
2911 


Phil Gooch <philg@easynet.co.uk> wrote: 

> Hi all 

Hi my friend, 

> I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 


> as I really want to be able to run all the Yaroze tools. Currently I'm 
> running Softwindows 95 on my old 6100 - barely usable, but it works. 


6100, a classic but trustable. I used to have one of those, only I 
swapped it for the 8500av I still own. 


> If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
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> for one of those, otherwise I will have to sell out... I'll still keep 
> my old Mac but try and get a cheapo PC for the Yaroze stuff. 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. And as far as I know, RealPC should beat VirtualPC2 in speed. So 
don't buy a PC if you can have them both. And to be clear, VPC works 
fine on my PB1400 166 (604e) and on my PPC 8500av 120 (604). 


> Let's not start a Mac vs PC flame war, but helpful suggestions 
> appreciated. 


Good Idea, let's not. Only you better put this question in the 
mac—newsgroup next time. And check out Paul's memberpage, he is 
dedicating it to "Mac - Yaroze" development. With questions you can also 
turn to Ira Rainey (~shadow) who was the first mac-yaroze expert I met. 


Cheers, 


DEnnis.. 


> Cheers 

> 

> Phil 

——MESSAGE FILE 17329 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000911 


—--MESSAGE FILE 17330 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000912 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 
Date: Thu, 10 Sep 1998 22:49:48 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <35F88FC9.28FA@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>Hi all 

> 

>I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 
>as I really want to be able to run all the Yaroze tools. Currently I'm 
>running Softwindows 95 on my old 6100 - barely usable, but it works. 


Remember, just the processor clock speed on a G3 running at 233mhz is 4 
times faster than a 6100... Then when you take into account that the G3 
processor is faster than a 601 at the same clockspeed, uses a large 
backside cache, has a fast PCI bus, improved SCSI performance, superior 
video system, etc... I can tell you: You'll be happy with even a cheap 
G3 :) 


>If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
>for one of those, otherwise I will have to sell out... I'll still keep 
>my old Mac but try and get a cheapo PC for the Yaroze stuff. 


I've personally used all the PC Yaroze tools successfully on a G3/233mhz 
w/ VPC 2.0 and 2.1. And to go one further, I've personally played Turok: 
The Dinosaur Hunter on the same G3/233 clock-tinkered to 315mhz plus a 
3Dfx card :) 


- Gerrit 


PS - I hope you have CodeWarrior! If you've been doing Yaroze work with 
GCC under SoftWindows, you deserve an award for courage ;) 
—-MESSAGE FILE 17330 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000912 
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--MESSAGE FILE 17331 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000913 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 11 Sep 1998 09:47:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35F8E3AB.E53428BB@easynet.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 
1» 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2269 scea.yaroze.freetalk 
2973 


DEnnis Brinkhuis wrote: 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. 


V V V V 


He must have some serious cash to have one of those! I don't think my budget 

will stretch that far, but it's good to know that an PC emulator running on a 
Mac can thrash a Pentium II. I'll probably go for a G3/266 - they can be had 

for less that £1000 now. 


> 

> 

> Good Idea, let's not. Only you better put this question in the 
> mac-newsgroup next time. And check out Paul's memberpage, he is 
> dedicating it to "Mac - Yaroze" development. 


I checked out his page - it's as empty as mine! Great to know I'm not the only 
lazy one around around here. 


So when are you in London next DEnnis - the Apple Expo in November? 
Cheers 


Phil 


—-MESSAGE FILE 17331 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000913 


-—-MESSAGE FILE 17332 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000914 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 
Date: Fri, 11 Sep 1998 09:52:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35F8E4B3.EB5C4E44@easynet.co.uk> 

References: <35F88FC9.28FA@funnytown.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Gerrit Goossen wrote: 


> I've personally used all the PC Yaroze tools successfully on a G3/233mhz 
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> w/ VPC 2.0 and 2.1. And to go one further, I've personally played Turok: 
> The Dinosaur Hunter on the same G3/233 clock-tinkered to 315mhz plus 8 
> 3Dfx card :) 

> 


I'd be interested to know how you clocked it up to 315MHz 


> 

> 

> PS - I hope you have CodeWarrior! If you've been doing Yaroze work with 
> GCC under SoftWindows, you deserve an award for courage ;) 


No, I'm not *that* dedicated! I use Codewarrior (on the Mac, not under 
emulation!) 


Phil 


—--MESSAGE FILE 17332 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000914 


—-MESSAGE FILE 17333 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000915 
Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 11 Sep 1998 12:34:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <ldf5vdd.  940ixvdr9ugmN@th-pm05-04.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—-88-118.al.n 
1» 

NNTP-Posting-Host: th-pm05-04.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2273 scea.yaroze.freetalk 
2915 


--MESSAGE FILE 17333 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000915 


——MESSAGE FILE 17334 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000916 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 11 Sep 1998 12:30:11 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35F909C3.1753@mdx.ac.uk> 

References: <35F7A88A.F1AQ0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2274 scea.yaroze.freetalk 
2916 


DEnnis Brinkhuis wrote: 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. 


VVVVVV 
V V V V 


Hmm, dont take the speed of the machines on the course to be standard. 
For some unknown reason they run well below their specs, and Im not sure 
why. I have this 

dubious feeling it may well be because of the terrible hard drives. I 
mean, my P75 (course ones were P166+mmx) runs 3 times faster than them 
on most apps. 
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Rob 
--MESSAGE FILE 17334 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000916 


——MESSAGE FILE 17335 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000917 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: FLibraries and Yaroze dev. template 

Date: Fri, 11 Sep 1998 19:27:14 +0100 

Organization: The Hex Heroes 

Lines: 21 
Message-ID: <35F96B82.50@writeme.com> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


SCEA Space cadets, 
Get your productions off to a flying start - Try the FLibraries. 
Very powerful controller support coupled with screen display functions 


to keep your projects looking as neat as possible. Logic library to keep 
the functions in check. 


But that's not all: The Yaroze development template gets beginners and 
experts alike starting coding at the game level - rather than any of the 
system setup nonsense. 

Fully documented and with example programs. 


Give it a try - you won't regret it... 


FLIBS1_0.ZIP @ http://www.netyaroze-europe.com/~mrfrosty 


* NB. THIS PACKAGE IS NOT TO BE PLACED ON PUBLIC SERVERS * 


James (~mrfrosty) 
—-MESSAGE FILE 17335 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000917 


--MESSAGE FILE 17336 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000918 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Hey everyone!! I am 14 yr old Net Yaroze Member!! 

Date: Tue, 08 Sep 1998 00:00:55 -0700 

Organization: none 

Lines: 11 

Message-ID: <35F4D627.2EDD@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool003-max13.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Hello everyone just to get aquanted with you my name is chris Ramirez I 


live in CA and am a 14 yr old Net Yaroze member!!!!!! who is just 
beggining!! hehehee well I have writen one program - it printed out my 
name on the screen :) well anyways if any of you have ICQ please add me 
to your list please :) here is my ICQ # 12156523 Well thats it and 


incase you want my nick name id MAD DOG well ok be seing you later! ohh 
one question! how can I go into that thing called auditorium I go there 
at 9 or 6 PM and no one is on?? whats the deal? well anyways thanks! 
goodbye 

Chris Ramirez 
P.S Parasite eve is a good game no matter what people say! :) 

—-MESSAGE FILE 17336 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000918 
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—--MESSAGE FILE 17337 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000919 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Sun, 13 Sep 1998 18:12:32 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldfb1d5.8qrié7lhpquceN@al-88-101.al.nl> 

References: <35F7A88A.F1AQOA6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2292 scea.yaroze.freetalk 
2919 


Phil Gooch <philg@easynet.co.uk> wrote: 


> So when are you in London next DEnnis - the Apple Expo in November? 
Maybe, I hope so. I'll just need to see if my budget will strech this.. 
Cheers, 


DEnnis 
--MESSAGE FILE 17337 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000919 


—--MESSAGE FILE 17338 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000920 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Sun, 13 Sep 1998 18:12:33 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldfb1f1.7ct28flvyesaoN@al-—88-101.al.nl1> 

References: <35F7A88A.F1A0OA6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-—88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> <35F909C3.1753@mdx.ac.uk> 

NNTP-Posting-Host: 81-88-101.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2293 scea.yaroze.freetalk 
2920 


Robert Swan <rs1l08@mdx.ac.uk> wrote: 


> Hmm, dont take the speed of the machines on the course to be standard. 
> For some unknown reason they run well below their specs, and Im not sure 
> why. 


> Rob 


The PC blokes always show of with the speed.. but in most cases it's 
like this. 


But I don't want to put PC's down. They did the job, so it's fine with 
me. 


DEnnis 
—--MESSAGE FILE 17338 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000920 


—-MESSAGE FILE 17339 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000921 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: ... 

Date: Sun, 13 Sep 1998 18:12:41 +0200 

Organization: Debri Productions 

Lines: 25 
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Message-ID: <ldfb3gf.1j3lox3m97hpecN@al-—88-101.al.nl> 

References: <35F5A111.F9D98B87@bigfoot.com> <6t4abs$8q j2@scea> <35F66A39.4A56FBDD@bi 
gfoot.com> <ldf4yd9.o3ueauavewmwN@al-88-100.al.nl> <35F7BF2F.5EA3A786@bigfoot.com> 
NNTP-Posting-Host: al-88-101.al.n1 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Darco <darco@bigfoot.com> wrote: 


> Hehehehe... I wanted to meet him at ECTS but he didn't turn up.. 
I'd like to meet him too. 


> PS. there was no fight outside the ECTS, I was too bussy waching nice 
> girls. 


Heh, I know EXACTLY what you are talking about... When I went to E3 it 
seemed that everybody tried EVERYTHING to get you to come to their 
booth, from half naked girls to lasers and smoke, to life-sized KISS 
dolls. 


Very... Interesting environment. 
nteresting??? IT WAS HEAVEN!!!! 


HVVVVVVVVV VV VV 


I'll put the half naked girls on my homepage, but there were no 
lasershows as far as I know. But then again, I came for the games and I 
didn't saw a lot of them either. Just girls.. 


DEnnis.. 
-—-MESSAGE FILE 17339 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000921 


—-MESSAGE FILE 17340 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000922 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hey everyone!! I am 14 yr old Net Yaroze Member!! 
Date: Sun, 13 Sep 1998 18:12:42 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldfb3r9.g7mtmvimnxd2rN@al-88-101.al.nl> 
References: <35F4D627.2EDD@earthlink.net> 

NNTP-Posting-Host: 81-88-101.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Chris Ramirez <xxramirezxx@earthlink.net> wrote: 


> Hello everyone just to get aquanted with you my name is chris Ramirez I 
> live in CA and ama 14 yr old Net Yaroze member!!!!!! who is just 
> beggining!! 


Beginning? 14 years old and not even experianced? hehehe just kidding 


> hehehee well I have writen one program - it printed out my 

> name on the screen :) well anyways if any of you have ICQ please add me 
> to your list please :) here is my ICO # 12156523 Well thats it and 
> incase you want my nick name id MAD DOG well ok be seing you later! ohh 
> one question! how can I go into that thing called auditorium I go there 
> 
> 
> 
> 


at 9 or 6 PM and no one is on?? whats the deal? well anyways thanks! 
goodbye 

Chris Ramirez 
P.S Parasite eve is a good game no matter what people say! :) 


Ok, sent me your profile to put on my profilelist. To get more 
ICQ-numbers, have a look at my profillist too. My mambername is madmac. 
You can also see my page public at 

http://come.to/debri 


Cheers and Welcome, 


DEnnis.. 
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——MESSAGE FILE 17340 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000922 


—-MESSAGE FILE 17341 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000923 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hey everyone!!! I am 14 yr old Net Yaroze Member!! 
Date: Sun, 13 Sep 1998 14:13:55 -0400 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <35FCO0B63.D29632D0@bigfoot .com> 

References: <35F4D627.2EDD@earthlink.net> 

NNTP-Posting-Host: 419.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Chris Ramirez wrote: 


> 

> Hello everyone just to get aquanted with you my name is chris Ramirez I 
> live in CA and ama 14 yr old Net Yaroze member!!!!!! who is just 

> beggining!! hehehee well I have writen one program - it printed out my 
> name on the screen :) 


Welcome! If you need help, just ask. 
Are you familiar with C programing? 


I'm seriously considering writing a net yaroze tutorial that consists 
more than just source code for the beginners. (I'm sorry, but I don't 
consider the source code to several small programs a tutorial, but 
that's the only kind that I've found) Anyone who is familiar with PCGPE 
will know what I mean. Those VGA tutorials were EXCELLENT, even if the 
example code was written in pascal. 


In fact, I'll take a poll. Anyone who is interested in a step-by-step 
tutorial to understanding the hardware and programing the software of 
the Net Yaroze, reply. If I get enough replies, I'll write it. 


well anyways if any of you have ICQ please add me 

to your list please :) here is my ICQ # 12156523 Well thats it and 
incase you want my nick name id MAD DOG well ok be seing you later! ohh 
one question! how can I go into that thing called auditorium I go there 
at 9 or 6 PM and no one is on?? whats the deal? well anyways thanks! 


V V V V V 


Yeah... I was confused with this as well. Just go to the auditorium web 
page and WAIT. (Go get some food or something) It may take 5-15 minutes 
for it to download. And with netscape, it doesn't really tell you that 
you are downloading! This is why I had such a hard time, because I 
thought it wasn't doing anything so I left before it finished the 


download. 


> P.S Parasite eve is a good game no matter what people say! :) 


I was disappointed. It wasn't as bad as Saga Frontier, but I wasn't as 
impressed as I thought I would be. It has nice computer animation, but 
some of the character movements in the FMV cutscenes are unrealistic and 
choppy. (More specifically, when the F-4 crashes into the top of that 
building and Aya is running away to avoid it) I'm also a very technical 
and scientific person - the fact that the storyline is based on 
mitochondria revolting օո ստ is a little...Distracting. It's hard for me 
to enjoy the game with such an unrealistic plot based in New York. 
Squaresoft should just keep to writing their own storylines from now on. 


:) 


It's an ok game I guess. I'm stuck at the central park zoo at the moment 
looking for some keys. 


Xenogears on the other hand... Now there's a cool game. 


'Darco 
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—-MESSAGE FILE 17341 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000923 


—-MESSAGE FILE 17342 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000924 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: TestCard() issue 

Date: Sun, 13 Sep 1998 14:37:38 -0400 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35FC10F2.3841CEE6@bigfoot.com> 

NNTP-Posting-Host: 419.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2297 scea.yaroze.freetalk 
2924 


I'm posting this message in the freetalk area because I don't think that 
many people read the codewarrior newsgroup. I had a few responses to 
that post, but the issue is still unresolved. So here it goes. 


Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
int slot0, slotl; 
printf ("Memory Card Test\n"); 


slot0 


=~ 


long) TestCard( (long) 0); 


slotl 


=~ 


long) TestCard((long)1); 


printf("Slot 0: %d\nSlot 1: %d\n\n",slot0,slotl); 
} 


-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 
Doesn't matter what card is in the slot. Even without a card. Crash. 
Burn. Die. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (811, New memory cards return 4, and the access card returns 0) 


In the other newsgroup someone tested my code and confirmed that it 
crashes the yaroze when compiled with codewarrior. This would seem to be 
a serious problem... I'm suprised that no one has run into it before. 


"Darco 
—-MESSAGE FILE 17342 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000924 


—-MESSAGE FILE 17343 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000925 
Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
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NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:531 scee.yaroze.mydemos:1 
13 


James Rutherford wrote: 
Elliott Lee wrote: 
> To get it, point your browser to: 


> 
> ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


SCEE can access Elliott's ftp mirror at: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 


I guess minefld.zip should be there by the next update. 
(any chance of a PAL version/option by then, Tenchi?) 


VVVVVVVVVVV VV VV 


James (~mrfrosty) 


Hm... how about I provide all the source and whatnot and let someone 
with a PAL system convert it? Should be really easy and I have no 
way of testing PAL here... : ( 


S82 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00531 


—-MESSAGE FILE 1829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000532 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Tue, 17 Mar 1998 22:02:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <6emruo$15rl1l@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> <6em4asSdud32@chuka.playstation. 
co.uk> <01lbd51lca$£2482560$77d449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: user1597.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Then you could run that as a post link 
task 

Build/download/run at the press of a 
key. 

Microsoft are fantastic ! 

> 

> 

>JohnT <johnt@nettech.demon.co.uk> wrote 
in article 
><6em4asS$dud32@chuka.playstation.co.uk>. 


>> Well, you can't forget switching to 
DOS altogether! You still need it for 
>> Siocons! 

>> Unfortunately, Siocons on my machine 
'հօցտ' the processor time so that 

>the 

>> rest of Windows 98 either stops 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 14 Sep 1998 08:30:55 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldf6plp.1i1302xvb7071iN@al-—88-108.a1.nl1> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 
1> <35F88FC9.28FA@funnytown. com> 

NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 38 days) 


Gerrit Goossen <gerrit@funnytown.com> wrote: 


> - Gerrit 

> 

> PS - I hope you have CodeWarrior! If you've been doing Yaroze work with 
> GCC under SoftWindows, you deserve an award for courage ;) 


You sure do, and an award for optimism. 
Are you dutch Gerrit? Since Gerrit Goossen sounds rather dutch.. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 17343 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000925 


—-MESSAGE FILE 17344 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000926 
Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 14 Sep 1998 10:39:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <ldf8r4h.lau2euuclzlégN@th-pm05-00.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1ls66irvd8v97qN@al-88-118.al.n 
1» 

NNTP-Posting-Host: th-pm05-00.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2301 scea.yaroze.freetalk 
2926 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


Phil Gooch <philg@easynet.co.uk> wrote: 

> Hi all 

Hi my friend, 

> I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 


> as I really want to be able to run all the Yaroze tools. Currently I'm 
> running Softwindows 95 on my old 6100 - barely usable, but it works. 


6100, a classic but trustable. I used to have one of those, only I 
swapped it for the 8500av I still own. 


> If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
> for one of those, otherwise I will have to sell out... I'll still keep 
> my old Mac but try and get a cheapo PC for the Yaroze stuff. 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. And as far as I know, RealPC should beat VirtualPC2 in speed. So 
don't buy a PC if you can have them both. And to be clear, VPC works 
fine on my PB1400 166 (604e) and on my PPC 8500av 120 (604). 


> Let's not start a Mac vs PC flame war, but helpful suggestions 
> appreciated. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 
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Good Idea, let's not. Only you better put this question in the 
mac—newsgroup next time. And check out Paul's memberpage, he 15 
dedicating it to "Mac - Yaroze" development. With questions you can also 
turn to Ira Rainey (~shadow) who was the first mac-yaroze expert I met. 


VVVVVYV 


Cheers, 

> 

You don't need the top-of-the-range G3 to get usable PC emulation (but 
it helps!!). I assume you want to primarily code Yaroze using 
CodeWarrior in the Mac environment (or why else would you get a Mac 
right?) 


If this is the case, any G3 will be more than adequate. (Probably not 
the iMac at the moment because it doesn't have the serial port you need. 
If you're willing to wait a little while, someone will produce a 
USB->serial adaptor that should be ok, then the iMac will be the perfect 
Mac for coding. 


If you're too keen to buy one, you can use any existing PC monitor, and 
just get a G3 CPU/keyboard/mouse combo. 


I use a mac 233Mhz 604e processor at home for coding the Yaroze, and 
have to go into Virtual PC occasionaly, just to sort out my TIMs in 
TimTool. It's fast enough for that occasional visit. Any G3 would be far 
better than this. 


Any more questions, please ask.. 


My site should be up by the end of this weekend. It's a little bare 
right now, but I have plans for the future...! 


Paul 
—-MESSAGE FILE 17344 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000926 


--MESSAGE FILE 17345 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000927 
Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 14 Sep 1998 10:39:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ldfbe9c.frig0Oir9m78wN@th-pm05-00.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1ls66irvd8v97qN@al—-88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> <35F909C3.1753@mdx.ac.uk> 

NNTP-Posting-Host: th-pm05-00.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2302 scea.yaroze.freetalk 
2927 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


DEnnis Brinkhuis wrote: 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. 


> 
> 
> 
> 
> 
> 


V V V V 


Hmm, dont take the speed of the machines on the course to be standard. 
For some unknown reason they run well below their specs, and Im not sure 
why. I have this 

dubious feeling it may well be because of the terrible hard drives. I 
mean, my P75 (course ones were P166+mmx) runs 3 times faster than them 
on most apps. 


VVVVVVVVVVVVV VV 


Rob 


My G3 mac (292Mhz) is definitely quick, even running a PC emulator. I 
personally don't think it was as quick as the machines on the course, 
but it seems faster than my 75Mhz Pentium machine. 
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At the end of the day though, who's fastest doesn't really matter. I use 
the emulator on a 604e PPC Mac (233Mhz) at home, and, while not nearly 
as fast as the G3, it still runs emulation at a useable rate (certainly 
for things like using Tim Tool and the like). 


Any G3 Mac would perform handsomely for most general use (even using it 
for word processing or any other 'standard' windows package). I have 
even tried running 3D Studio Max on the G3 and its useable. 


Paul 


By the way, my site is now up, although in Beta form (~macpaul) 
—--MESSAGE FILE 17345 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000927 
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—-MESSAGE FILE 17346 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000928 
Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: TestCard() issue 

Date: Mon, 14 Sep 1998 18:51:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <35FD49AC.7FA76186@augsburg.baynet.de> 
References: <35FC10F2.3841CEE6@bigfoot.com> 
NNTP-Posting-Host: 195.37.223.32 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 4.05 [de] (WinNT; I) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2312 scea.yaroz 
: 928 


Darco schrieb: 


VN V N NV N NV N N.N NN, NN SN EN VV VV VV VV VV VV VV VV VV VV VV 


I'm posting this message in the freetalk area because I don't think that 
many people read the codewarrior newsgroup. I had a few responses to 
that post, but the issue is still unresolved. So here it goes. 


Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
{ 
int slot0, Տ1օԵ1չ 


printf("Memory Card Test\n"); 


sloto (long) TestCard( (long) 0); 


slotl (long) TestCard((long)1); 


printf("Slot 0: %d\nSlot 1: %d\n\n",slot0,slotl); 
} 


-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 
Doesn't matter what card is in the slot. Even without a card. Crash. 
Burn. Die. 


e.freetalk 


Net Yaroze newsgroups message dump.txt Page 11664 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (811, New memory cards return 4, and the access card returns 0) 


> 
> 
> 
> 
> 
> 
> In the other newsgroup someone tested my code and confirmed that it 

> crashes the yaroze when compiled with codewarrior. This would seem to be 
> a serious problem... I'm suprised that no one has run into it before. 

> 
> 


'Darco 


You're not the only one with that problem. I have the same problem with 
CodeWarrior. 
Unfortunately i don't no any solutions. 


Maybe, Metrowerks knows an answer to this problem. 


'Andy 
--MESSAGE FILE 17346 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000928 


——MESSAGE FILE 17347 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000929 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: 14 YR Old Net yaroze member! 

Date: Wed, 09 Sep 1998 13:51:27 -0700 

Organization: none 

Lines: 5 

Message-ID: <35F6EA4F.B87@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool044-max2.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


yo hello everyone I am a Net yaroze member!!!!!! who is 14 and is 
learning how to program in c for the net yaroze!!!! I just wanted to get 
aquanted with all օք you!!!!! goodbye!!!!! 


chris ramirez 
P.S if anybody has any tutorials please send them to me :) 
——MESSAGE FILE 17347 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000929 


——MESSAGE FILE 17348 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000930 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 07:52:06 -0400 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: 255.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:99 scea.yaroze.beginners:271 scea 
.yaroze.freetalk:930 scee.yaroze.freetalk.english:2323 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 
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Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


Ւ" Ի = ԶՓՕ-ՀՓ(ՈԱ Է OQ N = 


N a O — — — — — — — — — 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


"Darco 
—-MESSAGE FILE 17348 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000930 


——MESSAGE FILE 17349 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000931 
Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Lightguns 

Date: Wed, 16 Sep 1998 18:18:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6tos65Sefu5@chuka.playstation.co.uk> 

NNTP-Posting-Host: client13b3.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2340 scea.yaroze.freetalk 
2931 


Hi all, 


I know there are a few Lightguns on the market, only some of which we can 
program for with the Yaroze. Of the products on the market which can we 
program for and which is cheapest ( for a poor student)? 


If you own a lightgun that can be programmed for and would like to test a 
game for me in a couple of weeks then please mail me personally. If you are 
a NTSC user don't worry I'll make a build for you. 
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Thanks to all those who respond. 


Cheers 
Robert Shand 
bob@shand.globalnet.co.uk 


—-MESSAGE FILE 17349 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000931 


——MESSAGE FILE 17350 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000932 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: 16 Sep 1998 18:04:25 GMT 

Organization: SCEE 

Lines: 37 

Message-ID: <01lbde139S6b3a24c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6tos65Sefu5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2341 scea.yaroze.freetalk 
2932 


Hi there, 

Check out the Net Yaroze Tutorial that I put together. 
It's on the members site under "docs" and "game demos". 
You can only use the Namco Guncon lightgun with the 


Net Yaroze since it doesn't need any drivers. 


Regards, 


Gl 


George@SCEI 


Robert Shand <shand@globalnet.co.uk> wrote in article 
<6tos65Sefu5@chuka.playstation.co.uk>... 


> Hi all, 

> 

> I know there are a few Lightguns on the market, only some of which we can 
> program for with the Yaroze. Of the products on the market which can we 
> program for and which is cheapest ( for a poor student)? 

> 

> If you own a lightgun that can be programmed for and would like to test a 
> game for me in a couple of weeks then please mail me personally. If you 
are 

> a NTSC user don't worry I'll make a build for you. 

> 

> Thanks to all those who respond. 

> 

> Cheers 

> Robert Shand 

> bob@shand.globalnet.co.uk 

> 

> 

> 

> 

> 


—-MESSAGE FILE 17350 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000932 


—-MESSAGE FILE 17351 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000933 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 
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Date: Thu, 17 Sep 1998 01:01:11 +0200 

Organization: Debri Productions 

Lines: 38 

Message-ID: <ldfh2u4.1lvtwglikmgm08N@al-88-113.al1l.nl1> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> 

NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2344 scea.yaroze.freetalk 
2933 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hi there, 

> 

> Check out the Net Yaroze Tutorial that I put together. 
> It's on the members site under "docs" and "game demos". 
> You can only use the Namco Guncon lightgun with the 

> Net Yaroze since it doesn't need any drivers. 

> 

> Regards, 

> 

> George@SCEE 

> 

Yes!! Cool, I'm working with some friends now on a Pang-clone and it 


would be great if we can build in a gun-mode. Is it possible to connect 
two guns at the same time? Like on the 2 player arcade version of Point 
Blanc. 

I would like the next options in our game: 


* joypad - joypad 
* joypad - gun 
* gun - gun 


Cheers, 


DEnnis.. 
--MESSAGE FILE 17351 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000933 


——MESSAGE FILE 17352 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000934 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Wed, 16 Sep 1998 19:57:05 -0400 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36005051.ABEEBO58@bigfoot .com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al-88-113.al.nl> 

NNTP-Posting-Host: 74.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2345 scea.yaroze.freetalk 
2934 


DEnnis Brinkhuis wrote: 
> 
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> * joypad - joypad 
> * joypad - gun 

> * gun - gun 

> 


Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 


Or you could just be the badass and make a one player mode in which you 
have two guns... :) 


"Darco 
——MESSAGE FILE 17352 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000934 


—-MESSAGE FILE 17353 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000935 
Path: chuka.playstation.co.uk!scea!prol1-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Wed, 16 Sep 1998 22:52:51 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 47 

Message-ID: <skennedy-1609982252510001@prol1-145.barrie.connex.net> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 
l> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2346 scea.yaroze.freetalk 
2935 


My G3 mac (292Mhz) is definitely quick, even running a PC emulator. I 
personally don't think it was as quick as the machines on the course, 
but it seems faster than my 75Mhz Pentium machine. 

At the end of the day though, who's fastest doesn't really matter. I use 
the emulator on a 604e PPC Mac (233Mhz) at home, and, while not nearly 
as fast as the G3, it still runs emulation at a useable rate (certainly 
for things like using Tim Tool and the like). 


Any G3 Mac would perform handsomely for most general use (even using it 
for word processing or any other 'standard' windows package). I have 
even tried running 3D Studio Max on the G3 and its useable. 


VVVVVVVVV VV 


Ohh Yes, And finding the parallel port for the "DONGLE" must have been fun... 


Well, That is if it was "Dongled..." 


I have a G3 266 desktop that I did a quck test of MkLinux on with the Gcc 
tool I ported over for PSX, Including an intel EMU to use with the serial 
port. 

{I tried recompiling the serial routines and ended up breaking my code, so 
I will have to start from Scratch again, SIGH. } 


MkLinux on the G3 is definitly the way to go. 


GCC is nice & fast. 
Its Free. 


And you can run your web-server without even being there... 
And finally it is robust. 


AND you can develop for other game platforms. 
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Me I'm doing some GameBoy dev work in addition to the Yaroze, and it 
happens to work nicely; till my serial stuff broke. now I have to use 
MINICOM Ick. 


I haven't tried VPC yet, I don't really have to, I have DELL OptiPlex GX1 
systems where I work along with the G3 so I really don't have to worry 


about the Intel thing. Till I get home. Օհ Yes, My good old trusty 
6100/60 
MmmmMmm Warmm Fuzzies... MMMmmMMMmmmmm.... 


Anyone know Where I can get an NTSC grabber for 6100 cheap? My Commodore 
1702 is too much VDT content for my office. {I use it with my VCR...} 


-sean 
——MESSAGE FILE 17353 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000935 


——MESSAGE FILE 17354 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000936 
Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Wed, 16 Sep 1998 23:08:28 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 70 

Message-ID: <skennedy-1609982308280001@pro1-145.barrie.connex.net> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet .de> 
NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2347 scea.yaroze.freetalk 
2936 


I'm posting this message in the freetalk area because I don't think that 
many people read the codewarrior newsgroup. I had a few responses to 
that post, but the issue is still unresolved. So here it goes. 

Has anyone had any problems using TestCard() in CodeWarrior? 

I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


== START OF CODE == 
e bits here deleted, see before... -sean 
-- END OF CODE -- 


° 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 
Doesn't matter what card is in the slot. Even without a card. Crash. 
Burn. Die. 

I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 

Then I compiled this same exact program in GCC and it works like a 
charm. (BTW, New memory cards return 4, and the access card returns 0) 
Yep, and a GCC code or CodeWarrior code bit Will Work. 


VVVVVVVVVVAVVVVVVV VV VV 
VVVVVVVVVVQaV VV VV VV VV VV 


Except while in the Debugger. 

When Codewarrior is used for downloading code, they envoke the run-time 
debugger at startup communcation, watch the NTSC console, then look at the 
terminal window and try running the debugger from there. HEH, have a Nice 
Day.... 


THIS DEBUGGER SHOULD NOT BE USED THIS WAY. 

As it turned out I ran into a similar problem when I was testing some 
context RTOS code the I compiled using CodeWarrior, In the debugger it 
crashed. 

in SIOCONS, it worked. 


Here's a quick todo. Compile the app into a floppy, go into the CW 
preferences and look up where the code segment is located to. 


Take floppy to COMMAND.COM and run SIOCONS, BLOAD the file to the same 
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address and run it from the terminal console. 
It should work. AND it was compiled on Codewarrior! not GCC! 


Now I have to figure out how to update my dev environment from GCC Net 
Yaroze MkLinux from Gcc to EGCS, -Տւցի-. 


-sean 
> > In the other newsgroup someone tested my code and confirmed that it 

> > crashes the yaroze when compiled with codewarrior. This would seem to be 
> > a serious problem... I'm suprised that no one has run into it before. 

> > 'Darco 

> You're not the only one with that problem. I have the same problem with 
> CodeWarrior. 

> Unfortunately i don't no any solutions. 

> Maybe, Metrowerks knows an answer to this problem. 


They do, I don't know if Joel Sumner has been able to make any changes in 
regards to this, since those who wish to try their hand at Assembler are 
pretty well cooked in the CW IDE environment. Hence my deviation to GCC 
running on MkLinux. 


On PC's having a program like Z-Term would be really cool. And modifying 
Z-Term for MacOS to do PSX terminal stuff would be super cool. 
BLOAD support from a Mac Terminal program would benefit us all. 
And we can make our own breakpoints CTRL-Z? anyone. Anyone? 


-sean 
--MESSAGE FILE 17354 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000936 


——MESSAGE FILE 17355 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000937 
Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Wed, 16 Sep 1998 23:14:46 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 28 

Message-ID: <skennedy-1609982314460001@prol-145.barrie.connex.net> 

References: <6tos65$efu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al-88-113.al.nl> <36005051.ABEEB058@big 
foot .com> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2348 scea.yaroze.freetalk 
2937 


> 1 player 
> en aN eae eaii 
> * joypad 
> * gun 

> 2 players 
> eb pei 2 ges igs Sol eee el 


> * joypad - joypad 

> * joypad - gun 

> * gun - gun 

Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 

Or you could just be the badass and make a one player mode in which you 
have two guns... :) 

"Darco 


VVVVVVVVVVVVVV VV 


Hmm, I'm beginning to like this. 


Use an outside bound rect detection in the Video On one of the guns when 

the trigger is held down for more than three firings. The other gun can be 
used for shooting a target. It would be slow when a firing solution would 
be needed, but a great way for lurking, or for moving from place to place. 


Name the game after the TV show "Brooklyn South" You are the Cop bneing 
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running or runs extremely slowly!! Does 
>> anyone know of or have a totally 
Windows version of Siocons that works 

>> reliably? 

> 

>Get YarozeMaster - it's a cracking good 
replacment for SIOCONS (much better 
>than SIOCONS 

>actually). Lovely Win95 interface. 

> 

>Also, the guy who wrote it will be 
adding ARS compatible fileserving to it 
>(I got a mail 
>from him this morning), so it'll give 
you the best of all worlds....... 

> 

>Craig. 

> 


-—-MESSAGE FILE 1829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00532 


-—-MESSAGE FILE 1830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000533 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Wed, 18 Mar 1998 00:00:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ira.rainey—1803980000460001@host5-99-49-252 .btinternet.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> <6em4asSdud32@chuka.playstation. 
co.uk> <01lbd51lca$£2482560$77d449c2@Angelal.intelligent-—group.com> <6emruo$15rl1l@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: host5-99-49-252 .btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <6emruo$15rl@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


> Microsoft are fantastic ! 
Been drinking tonight Steve? 
Ira 


—-MESSAGE FILE 1830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00533 


-—-MESSAGE FILE 1831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000534 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Wed, 18 Mar 1998 11:14:45 +1000 

Organization: Cybec Pty. Ltd. 

Lines: 12 

Message-ID: <350F2005.C0O077F66@cybec.com.au> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <O1lbd4f38S$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> <6em4asSdud32@chuka.playstation. 
co.uk> <O1lbdS51lca$f2482560$77d449c2@Angelal. intelligent-group.com> <6emruo$15rl@chuka 
-playstation.co.uk> <ira.rainey—1803980000460001@host5-99-49-252 .btinternet.com> 
NNTP-Posting-Host: 203.103.154.235 

Mime-Version: 1.0 
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Sniped at. 


-sean 
——MESSAGE FILE 17355 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000937 


——MESSAGE FILE 17356 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000938 
Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Wed, 16 Sep 1998 23:36:16 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 72 

Message-ID: <skennedy-1609982336170001@prol1-145.barrie.connex.net> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:101 scea.yaroze.beginners:278 sce 
a.yaroze.freetalk:938 scee.yaroze.freetalk.english:2349 


Darco Wrote: 
I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


Ւ" Ի ԶՓ-ՀՓ(ՈԱ Ի ԱԽԳՓԳԲ 


N = O — — — — — — — — — 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


VN V N N N N N NV V Y V NV NV V NV NV V VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


But anyway, any input would be greatly appreciated. 
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> 
> 'Darco 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 
Email me at kennedy@moe.acad.humberc.on.ca I'd like to try this. 


-sean 
——MESSAGE FILE 17356 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000938 


——MESSAGE FILE 17357 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000939 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 04:05:12 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36008975.34692581@news.scea.sony.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: client—151-198-130-80.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.announce:102 scea.yaroze.beginners:279 sce 
a.yaroze.freetalk:939 scee.yaroze.freetalk.english:2352 


Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 
got started he realized what an enormous task he was undertaking. I 
think he will finish it in time, when he gets a PC for his home. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 
good deal of time working with sample code to get up to speed. 


Just some ideas... 
-Matt 


——MESSAGE FILE 17357 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000939 


——MESSAGE FILE 17358 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000940 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: 17 Sep 1998 08:15:32 GMT 

Organization: SCEE 

Lines: 23 

Message-ID: <01bdelb0š$5e61bfc0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6tos65$efu5@chuka.playstation.co.uk> <01bde139$6b3a24c0$f2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al-88-113.al.nl> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2353 scea.yaroze.freetalk 
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:940 


Hi there, 


Sure, why not. I even have the Code Warrior code completed 
of my tutorial....just for Mac users like you. 


Regards, 


George@SCEE 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldfh2u4.1lvtwglikmgm08N@al1-88-113.al.nl>... 

> Yes!! Cool, I'm working with some friends now on a Pang-clone and it 
> would be great if we can build in a gun-mode. Is it possible to connect 

> two guns at the same time? Like on the 2 player arcade version of Point 

> Blanc. 

> I would like the next options in our game: 

—--MESSAGE FILE 17358 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000940 


--MESSAGE FILE 17359 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000941 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: 17 Sep 1998 08:17:53 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <0Olbdelb0Sble4d6a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@a1-88-113.al.nl> <36005051.ABEEBO58@big 
foot .com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2354 scea.yaroze.freetalk 
2941 


Hi there, 

Yes, it is a very cool idea. 1 heard it from someone here 2 months ago and 
I wanted 

to do a demo. I just never had the time! I would like to see someone put 
together 


a game using this technique. 

George 

Darco <darco@bigfoot.com> wrote in article 
<36005051.ABEEBO58@bigfoot.com>... 

Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 


or something. Change weapons, all sorts of cool stuff... 


Or you could just be the badass and make a one player mode in which you 
have two guns... :) 


'Darco 


VVVVVVVV VV 


—-MESSAGE FILE 17359 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000941 
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——MESSAGE FILE 17360 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000942 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Thu, 17 Sep 1998 09:54:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3600CE30.98A32F71@easynet.co.uk> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> Հ 
skennedy-1609982308280001@prol1-145.barrie.connex.net> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2355 scea.yaroze.freetalk 
2942 


Sean Kennedy wrote: 


Yep, and a GCC code or CodeWarrior code bit Will Work. 


Except while in the Debugger. 

When Codewarrior is used for downloading code, they envoke the run-time 
debugger at startup communcation, watch the NTSC console, then look at the 
terminal window and try running the debugger from there. HEH, have a Nice 
Day.... 


VVVVVVVVV 


THIS DEBUGGER SHOULD NOT BE USED THIS WAY. 


When I tried TestCard() in Codewarrior it crashed the PSX and I wasn't using the 
debugger. So it must be a PSComUtil issue, if the compiled code runs OK from 
SIOCONS. 


Unfortunately i don't no any solutions. 
Maybe, Metrowerks knows an answer to this problem. 


> > In the other newsgroup someone tested my code and confirmed that it 

> > crashes the yaroze when compiled with codewarrior. This would seem to be 
> > a serious problem... I'm suprised that no one has run into it before. 

> > 'Darco 

> You're not the only one with that problem. I have the same problem with 
> CodeWarrior. 

> 

> 


They do, I don't know if Joel Sumner has been able to make any changes in 
regards to this, since those who wish to try their hand at Assembler are 
pretty well cooked in the CW IDE environment. Hence my deviation to GCC 
running on MkLinux. 


VVVVVVVVVVVV VV 


I haven't tried any assembler yet, but I'm pretty sure the CW docs show you how 
to do it within the IDE. Why do you say ‘your're cooked' if you want to do 
assembler within CW? 


Phil 


—-MESSAGE FILE 17360 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000942 


—-MESSAGE FILE 17361 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000943 
Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 17 Sep 1998 09:59:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <ldfhvkt.1lxenurn11300jkN@th-pm05-31.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-88-118.al.n 
l> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
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N@th-pm05-00.ndirect.co.uk> <skennedy—-1609982252510001@pro1-145.barrie.connex.net> 
NNTP-Posting-Host: th-pm05-31.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2356 scea.yaroze.freetalk 
2943 


Sean Kennedy <skennedy@bconnex.net> wrote: 


My G3 mac (292Mhz) is definitely quick, even running a PC emulator. I 
personally don't think it was as quick as the machines on the course, 
but it seems faster than my 75Mhz Pentium machine. 

At the end of the day though, who's fastest doesn't really matter. I use 
the emulator on a 604e PPC Mac (233Mhz) at home, and, while not nearly 
as fast as the G3, it still runs emulation at a useable rate (certainly 
for things like using Tim Tool and the like). 


Any G3 Mac would perform handsomely for most general use (even using it 
for word processing or any other 'standard' windows package). I have 
even tried running 3D Studio Max on the G3 and its useable. 


VVVVVVVVV VV 


Ohh Yes, And finding the parallel port for the "DONGLE" must have been fun... 


Well, That is if it was "Dongled..." 


I have a G3 266 desktop that I did a quck test of MkLinux on with the Gcc 
tool I ported over for PSX, Including an intel EMU to use with the serial 
port. 

{I tried recompiling the serial routines and ended up breaking my code, so 
I will have to start from Scratch again, SIGH. } 


MkLinux on the G3 is definitly the way to go. 


GCC is nice & fast. 
Its Free. 


And you can run your web-server without even being there... 

And finally it is robust. 

AND you can develop for other game platforms. 

Me I'm doing some GameBoy dev work in addition to the Yaroze, and it 


happens to work nicely; till my serial stuff broke. now I have to use 
MINICOM Ick. 


I haven't tried VPC yet, I don't really have to, I have DELL OptiPlex GX1 
systems where I work along with the G3 so I really don't have to worry 


about the Intel thing. Till I get home. Օհ Yes, My good old trusty 
6100/60 
MmmmMmm Warmm Fuzzies... MMMmmMMMmmmmm.... 


Anyone know Where I can get an NTSC grabber for 6100 cheap? My Commodore 
1702 is too much VDT content for my office. {I use it with my VCR...} 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 


sean 


The point of my post was to illustrate the possibility of operating a 
Windows environment on a Mac. Anyone with sense would buy a PC to run 
Windows and a Mac to run MacOS. 


I have VirtualPC installed on my Mac to do the 'occasional' things in 
Windows. A prime example of this is using the PC-only tools for Yaroze 
development. I can quickly load up Windows, do the thing, then quit it. 


Mentionind 3D Studio Mac was again used to illustrate the point that 

Virtual PC runs quite quickly on a G3 Mac; any 3D package requires a lot 

of processing power, which is why I cited 3D Studio. I don't personally 

use this package as I don't like it/know it very well.. and I don't have 

a PC! I prefer to use Cinema 4D on the Mac. 

—-MESSAGE FILE 17361 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000943 


—-MESSAGE FILE 17362 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000944 
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Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Resident Knievel 

Date: Thu, 17 Sep 1998 10:14:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3600D305.DC52DBED@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2357 scea.yaroze.freetalk 
2944 


Some time ago I had an idea for a spoof game, after seeing Team Fatal's 
Fatal Fantasy. 


In Resident Knievel, poor old Evel Knievel's apartment block has been 
overrun by zombies. Evel has to fight his way out using any means 
possible, and solve a number of puzzles to find out who is behind it. 
Could it be his arch rival, Eddie Kidd? 


Evel escapes on his trusty bike, but unfortunately it quickly runs out 
of power, and so has to be regularly recharged by finding red plastic 
dynamos that, when revved up by frantically turning the white plastic 
winder on the side, send Evel zooming off onto the next level. 


Imagine my surprise last night when I finally got round to watching last 
Friday's episode of South Park which I'd taped. 

In it, South Park is overrun by zombies, but who comes to the rescue? 
None other than Chef, dressed as, you guessed, it, Evel Knievel! 


Weird eh. 

Just thought I'd share that with you all. 
Cheers 

Phil 


-—-MESSAGE FILE 17362 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000944 


—-MESSAGE FILE 17363 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000945 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 17 Sep 1998 20:16:01 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: ՀԼՎ81ո27. 17ոզ1ս170զ6օ88081-88-111.81.ո1» 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—-88-118.al.n 
1> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@pro1-145.barrie.connex.net> < 
ldfhvkt .lxenurn11300jkN@th-pm05-31.ndirect.co.uk> 

NNTP-Posting-Host: al-88-111.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2361 scea.yaroze.freetalk 
2945 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 


Mentionind 3D Studio Mac was again used to illustrate the point that 
Virtual PC runs quite quickly on a G3 Mac; any 3D package requires a lot 
of processing power, which is why I cited 3D Studio. I don't personally 
use this package as I don't like it/know it very well.. and I don't have 
a PC! I prefer to use Cinema 4D on the Mac. 


VV V V V 


I use Cinema4D XL too, but I'm also working with Lightwave 5.6 now. I 
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must say that Cinema till now has my vote. 


DEnnis.. 
--MESSAGE FILE 17363 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000945 


--MESSAGE FILE 17364 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000946 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 17 Sep 1998 20:16:03 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldfim9a.lloocftlfhisOON@al-88-111.al.nl> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al1-88-113.al.nl> <Olbdelb0S$5e61bfc0Sf2e 
832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: al-88-111.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2362 scea.yaroze.freetalk 
2946 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hi there, 

> 

> Sure, why not. I even have the Code Warrior code completed 
> of my tutorial....just for Mac users like you. 

> 

> Regards, 

> 

> George@SCEE 

> 

> 

You're great thanks!! Do you know if there are already other gungames 


availeble for NY? 


DEnnis.. 
——MESSAGE FILE 17364 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000946 


—-MESSAGE FILE 17365 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000947 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 17 Sep 1998 19:52:28 +0100 

Organization: The Hex Heroes 

Lines: 34 

Message-ID: <36015A6C.31AE@writeme.com> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> 

NNTP-Posting-Host: atl4-m07.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2364 scea.yaroze.freetalk 
2947 


Since were in a promoting mood - 

(sheesh, any opportunity for me, eh?..) 

The FLibs package has full GunCon45 support (as I understand, the only 
accessible lightgun type). Calibration routines are /better/ than the 
commercial titles (you can go back and read that again in film-overdub 


voice). 


Get busy kid and download it from my page: 
(http: //www.netyaroze-europe.com/~mrfrosty) . 
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Includes full example routines and documentation. 
Also includes yaroze template, other contr... (fades out gracefully...) 


Rob- the official GunCon is a really nice piece of kit - I'd go for that 
if I were you. 


James (~mrfrosty) 


George Bain wrote: 


> Hi there, 

> 

> Check out the Net Yaroze Tutorial that I put together. 
> It's on the members site under "docs" and "game demos". 
> You can only use the Namco Guncon lightgun with the 

> Net Yaroze since it doesn't need any drivers. 

> 

> Regards, 

> 

> George@SCEE 


—-MESSAGE FILE 17365 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000947 


--MESSAGE FILE 17366 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000948 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Resident Knievel 

Date: Sat, 12 Sep 1998 14:14:48 -0700 

Organization: none 

Lines: 32 

Message-ID: <35FAE448.1825@earthlink.net> 

References: <3600D305.DC52DBED@easynet.co.uk> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool011-max1.ds6-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2366 scea.yaroze.freetalk 
2948 


Phil Gooch wrote: 


Some time ago I had an idea for a spoof game, after seeing Team Fatal's 
Fatal Fantasy. 


In Resident Knievel, poor old Evel Knievel's apartment block has been 
overrun by zombies. Evel has to fight his way out using any means 
possible, and solve a number of puzzles to find out who is behind it. 
Could it be his arch rival, Eddie Kidd? 


Evel escapes on his trusty bike, but unfortunately it quickly runs out 
of power, and so has to be regularly recharged by finding red plastic 
dynamos that, when revved up by frantically turning the white plastic 
winder on the side, send Evel zooming off onto the next level. 


Imagine my surprise last night when I finally got round to watching last 
Friday's episode of South Park which I'd taped. 

In it, South Park is overrun by zombies, but who comes to the rescue? 
None other than Chef, dressed as, you guessed, it, Evel Knievel! 


Weird eh. 
Just thought I'd share that with you all. 
Cheers 


Phil 
ey phil how were you able to see the fatal fantasy game? I downloaded 


DTVVVVVVVVVVVV VV VV VV VV VV VV VV 
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it from it and it was a zip file but then it gives me an error message 

and I can not even see what is inside of the zip it says something about 

not being able to open it ut you can change by clicking on something do 

you know any way to fix this problem? 

—-MESSAGE FILE 17366 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000948 


—--MESSAGE FILE 17367 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000949 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Resident Knievel 

Date: Sat, 12 Sep 1998 14:14:56 -0700 

Organization: none 

Lines: 33 

Message-ID: <35FAE450.34D4@earthlink.net> 

References: <3600D305.DC52DBED@easynet.co.uk> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool011-max1.ds6-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2367 scea.yaroze.freetalk 
2949 


Phil Gooch wrote: 


Some time ago I had an idea for a spoof game, after seeing Team Fatal's 
Fatal Fantasy. 


In Resident Knievel, poor old Evel Knievel's apartment block has been 
overrun by zombies. Evel has to fight his way out using any means 
possible, and solve a number of puzzles to find out who is behind it. 
Could it be his arch rival, Eddie Kidd? 


Evel escapes on his trusty bike, but unfortunately it quickly runs out 
of power, and so has to be regularly recharged by finding red plastic 
dynamos that, when revved up by frantically turning the white plastic 
winder on the side, send Evel zooming off onto the next level. 


Imagine my surprise last night when I finally got round to watching last 
Friday's episode of South Park which I'd taped. 

In it, South Park is overrun by zombies, but who comes to the rescue? 
None other than Chef, dressed as, you guessed, it, Evel Knievel! 


Weird eh. 
Just thought I'd share that with you all. 


Cheers 


VVVVVVVVVVVVVVV VV VV VV VV VV 


> Phil 

hey phil how were you able to see the fatal fantasy game? I downloaded 

it from it and it was a zip file but then it gives me an error message 

and I can not even see what is inside of the zip it says something about 

not being able to open it ut you can change by clicking on something do 

you know any way to fix this problem? 

chris Ramirez 

——MESSAGE FILE 17367 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000949 


——MESSAGE FILE 17368 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000950 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 20:49:04 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3601AE00.5COEO5CO@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy-1609982336170001@pro1-145.barr 
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ie.connex.net> 

NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: Sean Kennedy <skennedy@bconnex.net> 

Xref: chuka.playstation.co.uk scea.yaroze.announce:103 scea.yaroze.beginners:280 sce 
a.yaroze.freetalk:950 scee.yaroze.freetalk.english:2369 


Sean Kennedy wrote: 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VVVVVVVVVVVVV VV 


*Darco reads and re-reads the above text with a look of bewilderment on 
his face* 


"Darco 
——MESSAGE FILE 17368 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000950 


—-MESSAGE FILE 17369 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000951 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 21:01:04 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <3601BO0D0.6FE514C5@bigfoot .com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <36008975.34692581@news.scea.sony.com> 
NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:104 scea.yaroze.beginners:282 sce 
a.yaroze.freetalk:951 scee.yaroze.freetalk.english:2371 


Matthew Hulett wrote: 

> 

Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


> 
> 
> 
> 


Ahh... Ok, that's cool. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 


V V V V V V 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Ira Rainey wrote: 


In article <6emruo$15rl@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


> Microsoft are fantastic ! 


VV VV V V V 


Been drinking tonight Steve? 
Who is Microsoft? 


Toby. 
--MESSAGE FILE 1831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00534 


--MESSAGE FILE 1832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000535 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Wed, 18 Mar 1998 09:38:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6e04cj$15r2@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> <6em4asSdud32@chuka.playstation. 
co.uk> <01lbd51lca$£2482560$77d449c2@Angelal.intelligent-—group.com> <6emruo$15rl1l@chuka 
-playstation.co.uk> <ira.rainey-1803980000460001@host5-99-49-252 .btinternet.com> <35 
OF2005.CO077F66@cybec.com.au> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Hutton wrote in message <350F2005.CO0O77F66@cybec.com.au>... 
>Ira Rainey wrote: 

>> 

>> In article <6emruoS15rl@chuka.playstation.co.uk>, "Steve Dunn" 
>> <stevedunn@dial.pipex.com> wrote: 

>> 

>> > Microsoft are fantastic ! 

>> 

>> Been drinking tonight Steve? 

> 

>Who is Microsoft? 

> 

>Toby. 


Who is this Bill person I heard mention of so much? 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


-—-MESSAGE FILE 1832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00535 
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> good deal of time working with sample code to get up to speed. 
> 


Not sure about teaming up with someone. I'll write a few tutorials and 
see how everything works out...Who knows what this could turn into in 
time? A cooperative effort might be possible in the future. 


I'll be starting work on the tutorial this weekend, simply because I 
don't have any time to do it during the week. (Gadda keep my grades up 
for DigiPen, now don't I?) I'll be releasing it in sections... As I 
finish a lesson I'll post it on my web space. 


Thanks everyone for the input. I'll try to make the actual tutorial live 
up to your hopes. I already have a motif setup, and this weekend the 
real drafting begins. After I get the first lesson up, I'll try to post 
a new lesson or two every week until most everything is covered. (Or 
until I get too tired to keep it up) This will be a learning experience 
for me as well, as this will force me to cover and research nearly all 
aspects of the PlayStation. So... Here we go. 


"Darco 
—-MESSAGE FILE 17369 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000951 


—--MESSAGE FILE 17370 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000952 
Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Thu, 17 Sep 1998 22:09:59 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 81 

Message-ID: <skennedy-1709982209590001@prol1-173.barrie.connex.net> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> < 
skennedy—-1609982308280001@pro1-145.barrie.connex.net> <3600CE30.98A32F71@easynet.co. 
uk> 

NNTP-Posting-Host: prol-173.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2372 scea.yaroze.freetalk 
2952 


In article <3600CE30.98A32F71@easynet.co.uk>, Phil Gooch 

<philg@easynet.co.uk> wrote: 

> Yep, and a GCC code or CodeWarrior code bit Will Work. 

Except while in the Debugger. 

When Codewarrior is used for downloading code, they envoke the run-time 
debugger at startup communcation, watch the NTSC console, then look at the 
terminal window and try running the debugger from there. HEH, have a Nice 
Day.... 

THIS DEBUGGER SHOULD NOT BE USED THIS WAY. 


VVVVVVV 
V V V V V V 


I was Illustrating here a flaw in the CW IDE environment in its use of the 
HSS.EXE application on the Net Yaroze PSX Disk. 

I personally have a low opinion of the first generation of PsCommUtil. 

The Second Generation is a bit better in that it can interpret batch 
files, but the real goal should have been a Zterm Interface to the 
terminal window on the PSX_NY in the first place, that would make it 
consistent with the GNU programmers working on Intel. 


HSS.EXE is what PsCommUtil uses to do the data transfer to the PSX_NY when 
you are doing development work. HSS.EXE has its own binary transfer 
mechanism. 


HSS.EXE is used in conjunction with GDB (Gnu DeBugger) outside of SIOCONS. 
It is a SECOND application that runs real-time above your code, and it had 
severe performance penalties. All debuggers have this really, it only is 
good for single stepping through problematic portions of your code. 


SIOCONS however has the binary file loader [BLOAD] protocol built into it. 
once BLOAD has finished you are back to the terminal screen {or PSX_NY 
Command Line Monitor} and you can run your code. 


> When I tried TestCard() in Codewarrior it crashed the PSX and I wasn't 
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usingv the 
> debugger. So it must be a PSComUtil issue, if the compiled code runs OK from 
> SIOCONS. 


Again, the real point of the exersise is NOT to use PsCommUtil, its 
dependence on HSS.EXE makes it a moot point. HSS.EXE may or may not sit on 
top of where the monitor has the testcard() library code. 


Unfortunately i don't no any solutions. 
Maybe, Metrowerks knows an answer to this problem. 


> > In the other newsgroup someone tested my code and confirmed that it 

> > crashes the yaroze when compiled with codewarrior. This would seem to be 
> > a serious problem... I'm suprised that no one has run into it before. 

> > 'Darco 

> You're not the only one with that problem. I have the same problem with 
> CodeWarrior. 

> 

> 


They do, I don't know if Joel Sumner has been able to make any changes in 
regards to this, since those who wish to try their hand at Assembler are 
pretty well cooked in the CW IDE environment. Hence my deviation to GCC 
running on MkLinux. 


VVVVVVVVVVV VV 
VVVVVVVVVVV VV 


> I haven't tried any assembler yet, but I'm pretty sure the CW docs show 
you how 

> to do it within the IDE. Why do you say ‘your're cooked' if you want to do 
> assembler within CW? 

> Phil 


Actually I apologise for the wrong point given for that context of reference. 
You are able to do Assembler in CW. But the point of doing a code snippet 

in Assembler is to go past a hurdle in performance that coding using a Lib 
reference my impose on you. 

Because of the CW IDE dependence on PsCommUtil {Mac Yarozers will attest} 

the use of HSS.EXE directly interferes with the operation of Real-time-OS 
code portions due to its intrusive nature in the application. 


Again, I found that using a SIOCONS session to DL the code to the PSX_NY 
and going back to Zterm on my Mac was the best way of prototyping my code 
without interference by HSS.EXE. It means having to dedicate a PC to doing 
this, or compiling a code snippet to add BLOAD to a terminal program in 
MkLinux. Or putting up with the impact of the HSS.EXE when you are testing 
code. 


Real-Time is the reality of modern game technology coding from a technical 
point of view, but it does not effect the end result of a superb design 
philosophy in a game. Great games are the ones we play all the time. 


-sean 
——MESSAGE FILE 17370 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000952 


--MESSAGE FILE 17371 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000953 
Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock, Tidbits and trips... 

Date: Thu, 17 Sep 1998 22:17:44 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 18 

Message-ID: <skennedy-1709982217450001@prol1-173.barrie.connex.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEE@ndirect.co.uk> Հ 
3558372F .B4A015F9@mail.datasys.net> <uhg2v7/xxc.fsf@cybec.com.au> <355B4FE6.1F2BEDE7@ 
mail.datasys.net> <skennedy—0807980018040001@pro1-147.barrie.connex.net> <35A5135B.A 
206345D@mail.datasys.net> 

NNTP-Posting-Host: prol-173.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2373 scea.yaroze.freetalk 
2953 


In article <35A5135B.A206345D@mail.datasys.net>, darco@bigfoot.com wrote: 
> Now that I think about it you're right. The hard caseing of the 

> controler will make it difficult to make one side vibrate and the 

> other to not. You are right, It makes sense now. Good example by the 
> way, otherwise I would still have not understood. 


V V V V 
V V V V 
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> > Hmm. how conveinent the above gets said... 


> Now what's that suppose to mean? 
> 'Darco 
1 


was meaning how productive an Illustration of a difficult Human 


Interface Device component really is to understand.. 


Besides the only thing I was poking fun at was 


"Me and My Dirty Mind..." ;) 


—sean 


"Vibration" 


—-MESSAGE FILE 17371 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000953 


——MESSAGE FILE 17372 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000954 


Path: chuka.playstation.co.uk!tjs 
From: tjs@cs.monash.edu.au (Toby Sargeant) 


Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Debugger performance [Was: Re: TestCard() issue] 

Date: 18 Sep 1998 04:21:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn7030bf.q0b.tjs@longford.cs.monash.edu.au> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> Հ 


skennedy-1609982308280001@pro1-145.barrie. 


connex.net> <3600CE30.98A32F71@easynet.co. 


uk> <skennedy-1709982209590001@pro1-173.barrie.connex.net> 


NNTP-Posting-Host: 


X-Newsreader: slrn (0.9.4.3 UNIX) 


Xref: chuka.playstation.co.uk scee.yaroze. 
2954 
On Thu, 17 Sep 1998 22:09:59 -0500, 


longford.cs.monash.edu. 


au 


freetalk.english:2375 scea.yaroze.freetalk 


Sean Kennedy <skennedy@bconnex.net> wrote: 


>HSS.EXE is used in conjunction with GDB {Gnu DeBugger} outside of SIOCONS. 


>It is a SECOND application that runs real-time above your code, 
>severe performance penalties. All debuggers have this really, 


and it had 
it only is 


>good for single stepping through problematic portions of your code. 


Interesting question. As I see it, the onl 
interferes with the running of code is by 
Thus, 
of the R3000) will be affected. Additional 
has quite a large latency shouldn't be 811 


only those things that cause exceptions 


ly way that a debugger stub 
modifying exception vectors. 

(or interrupts in the case 

L latency in a system which already 
L that noticeable, especially if 


the per-frame interrupt count is reasonab] 


I'd be interested to hear other views though. 
so I'm mostly going on gut feeling. 


stub before, 


Toby. 


ly low, which I would expect. 


I haven't written a debugger 


—--MESSAGE FILE 17372 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000954 


—-MESSAGE FILE 17373 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000955 


Path: 
From: macsuppor@al.nl 
Newsgroups: 
Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 08:25:08 +0200 
Organization: Debri Productions 
Lines: 74 
Message-ID: 
References: 


chuka.playstation.co.uk!macsuppor 
(DEnnis Brinkhuis) 


foot .com> 

NNTP-Posting-Host: 81-88-121.81.ոլ 
X-Newsreader: MacSOUP 2.3 
Xref: 
£955 


Darco <darco@bigfoot.com> wrote: 


> DEnnis Brinkhuis wrote: 


<ldfhs26.qy2gv0125wrzgN@al-88- 
<6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al-88-113.al.nl> <36005051.ABI 


chuka.playstation.co.uk scee.yaroze. 


scee.yaroze.freetalk.english, scea.yaroze.freetalk 


121.81.ո1» 


EEBO58@big 


(unregistered for 42 days) 


freetalk.english:2376 scea.yaroze.freetalk 
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> 

> 1 player 

> ee, ee eee 

> * joypad 

> (V gun 

> 

> 2 players 

> — S a a aie i nal adi րոն: 

> * joypad - joypad 
> * joypad - gun 
> * gun - gun 

> 


Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 


Or you could just be the badass and make a one player mode in which you 
have two guns... :) 


VVVVVVVVVVVVVVV VV VV VV VV 


'Darco 


Thanks, you just gave away my secret, secret,secret,secret,secret, 
plans!! ;-) 

The moving around with joypad two comes in the next gun-game. We're just 
starting of with something simple in 2D. And if we can fix that, we'll 
move on to 3D complete with navigation. I shall give the subject away to 
then. 

It will be a paintball game. I came up with the same idea as you 
becourse I don't like it that you always play against your fellow 
player, well... most of the time. I like games where you can team up. 
Your plan was already part of the paintball game. With this game you 
navigate with controller 2 and swap weapons. 


D-pad is navidation and top-buttons are weapon swap. 


up = forward 
down = backward 
left = left 
right = right 

Ll = next weapon 
L2 prev weapon 


Triangle = forward 
cross = backward 
square = left 
circle = right 

R1 = next weapon 
R2 = prev weapon 


(this way someboby lefthanded can also play it) 
There should also be an option called: auto navigate. 


The great thing from this idea is that you get more control and you know 
that al gun owners, also have at least one extra joypad. 

I'm would also like some gun-games that are not violent.. 

Like sportsgames that you control with the gun.. 


Well, these were all my idea's for now.. thanks for making them public 
ւ) 
, 


Maybe we should work together in օո a project since we have rather 
Similar idea's. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 17373 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000955 
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—--MESSAGE FILE 17374 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000956 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 08:25:15 +0200 

Organization: Debri Productions 

Lines: 36 

Message-ID: <ldfhsml1.nbp4905s9k3kN@al1-88-121.al1.nl1> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.1lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot.com> <skennedy-1609982314460001@pro1-145.barrie.connex.net> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2377 scea.yaroze.freetalk 
2956 


Sean Kennedy <skennedy@bconnex.net> wrote: 


> > 1 player 

> > ——————— 

> > * joypad 

> > * gun 

> > 2 players 

> > --------- 

> > * joypad Է joypad 

> > * joypad - gun 

>> * gun - gun 

> Why not try something more warped? Get one of those one-handed 

> controlers AND a namco light gun. Then make a controler scheme where you 
> shoot with the light gun, and move around with the one handed controler, 
> or something. Change weapons, all sorts of cool stuff... 

> Or you could just be the badass and make a one player mode in which you 

> have two guns... :) 

> 'Darco 


Hmm, I'm beginning to like this. 


Use an outside bound rect detection in the Video On one of the guns when 

the trigger is held down for more than three firings. The other gun can be 
used for shooting a target. It would be slow when a firing solution would 
be needed, but a great way for lurking, or for moving from place to place. 


Name the game after the TV show "Brooklyn South" You are the Cop bneing 
Sniped at. 


VVVVVVVVVVVVVV MMN Y YNN M NEN Y NONN. 


=scan 


In my paintball version idea, you walk with a great looking girl who you 
need to protect. Every time you "save" her, she'll be ever so gratefull. 


DEnnis. 
--MESSAGE FILE 17374 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000956 


——MESSAGE FILE 17375 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000957 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 18 Sep 1998 08:25:20 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldfhsp9.lo343sq136412oNQal-88-121.al.n1> 

References: <35F7A88A.F1A0A6B7Qeasynet.co.uk> <ldf5swh.ls66irvd8v97qNQal-88-118.al.n 
1» <35F8E3AB.E53428BB@easynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@prol-145.barrie.connex.net> 
NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2378 scea.yaroze.freetalk 
2957 
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Sean Kennedy <skennedy@bconnex.net> wrote: 


> 

> Anyone know Where I can get an NISC grabber for 6100 cheap? My Commodore 
> 1702 is too much VDT content for my office. {I use it with my VCR...} 
> 
> 


—sean 


In Holland you pay about 50 pounds ($75) for a grabber-card for 6100. 
But I'm afraid that will be Pal, or... I use a 8500av, and grabbing is 
no prob for me. I can grab NTSC and Pal!! 


DEnnis.. 
——MESSAGE FILE 17375 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000957 


--MESSAGE FILE 17376 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000958 
Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: TV Turner cards 

Date: Fri, 18 Sep 1998 08:43:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6tt39fSefu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: client9553.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2379 scea.yaroze.freetalk 
2958 


Hello again, 
I'm thinking of buying a TV tuner card for my PC, the Hauppauge Win/TV 


Primio, has anyone used this sort of card for NY development. Does 
everything work Ok? or are there some pitfalls I should be aware of. 


I'm hopefully buying it later today, so I would be *really* grateful if you 
either mail me or post a reply, before about 3:30 ish 


Cheers all 
Robert Shand 
bob@shand.globalnet.co.uk 


—-MESSAGE FILE 17376 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000958 


——MESSAGE FILE 17377 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000959 
Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 08:50:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6tt4m2Sefu9@chuka.playstation.co.uk> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> 
NNTP-Posting-Host: client9565.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2380 scea.yaroze.freetalk 
9:59 


>Get busy kid and download it from my page: 
>(http://www.netyaroze-europe.com/~mrfrosty). 
> 


Already got it :-) 
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>Rob- the official GunCon is a really nice piece of kit - I'd go for that 
>if I were you. 


But what is the cost? I ama student (hurrah) 


> 
>James (~mrfrosty) 
> 
> 


--MESSAGE FILE 17377 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000959 


——MESSAGE FILE 17378 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000960 
Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Fri, 18 Sep 1998 09:09:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6tt4nfSefuld@chuka.playstation.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: client9565.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2381 scea.yaroze.freetalk 
:960 


Damn my typing 


>Cheers all 

>Robert Shand 
>bob@shand.globalnet.co.uk 
> 

> 

> 


—-MESSAGE FILE 17378 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000960 


—-MESSAGE FILE 17379 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000961 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Darco's Newbie Tutorials 

Date: Fri, 18 Sep 1998 18:19:16 +0100 

Organization: The Hex Heroes 

Lines: 26 

Message-ID: <36029614.62F1@writeme.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy—-1609982336170001@pro1-145.barr 
ie.connex.net> <3601AE00.5COEO5CO@bigfoot .com> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:283 scea.yaroze.freetalk:961 sce 
e.yaroze.freetalk.english:2387 


Darco wrote: 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VVVVVVV VV 
VV V V V V V 


*Darco reads and re-reads the above text with a look of bewilderment 
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> on his face* 


I think what he means is don't start with a huge plan and write every 
bit (from the beginning) as you would in the final finished verbose 
version - you're very likely to get bored too soon doing it that way 
(and may find that huge revisions are necessary). 


.. Though the way you're going to do it sounds more like the way James 
Chow (SCEE) has set about it - and he's fairly far. 


Good Luck! 


James (~mrfrosty) 
—--MESSAGE FILE 17379 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000961 


—-MESSAGE FILE 17380 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000962 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 18:29:46 +0100 

Organization: The Hex Heroes 

Lines: 29 

Message-ID: <3602988A.6117@writeme.com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2388 scea.yaroze.freetalk 
2962 


Robert Shand wrote: 


> 

> >Get busy kid and download it from my page: 

> >(http://www.netyaroze-europe.com/~mrfrosty). 

>> 

> 

> Already got it :-) 

Good, then you probably missed the (ahem) corrupted zip... ;0) 
> >Rob- the official GunCon is a really nice piece of kit - I'd go for 
> >that if I were you. 

> 

> But what is the cost? I ama student (hurrah) 


I'm a student too and Virgin give you and I a special 10% discount 
(double hurrah) 


I /think/ (I should /know/, I went for a shop trek today) - An official 
Guncon45 will set you back 35 smackers (or 55? with a game). 

I don't know anything about the other lightguns, but I had a quick shot 
of the Real Arcade Lightgun at ECTS and have to say I was less than 
impressed... 


My advice - go for the official one, with game if pocket stretches 
(otherwise hang on for Point Blank 2). 
Just avoid the Konami types cuz you won't be able to program for them... 


James (~mrfrosty) 
—-MESSAGE FILE 17380 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000962 


—-MESSAGE FILE 17381 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000963 
Path: chuka.playstation.co.uk!news 
From: Ian Thompson <A2595042@infotrade.co.uk> 


Net Yaroze newsgroups message dump.txt Page 11689 


Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Fri, 18 Sep 1998 20:37:55 +0100 

Organization: The PC Shop 

Lines: 19 

Message-ID: <3602B693.3C6F9AFF@infotrade.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6tt4nfSeful0@chuka.playstation.co 
-uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr357.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2390 scea.yaroze.freetalk 
2963 


I used a Miro PCTV, it worked great up until directx 5 and then became totally unrel 
iable, my system crashed every 5 minutes. 


Makes a nice ornament though. 
Ian T. 

Robert Shand wrote: 

Damn my typing 

>Cheers all 

>Robert Shand 
>bob@shand.globalnet.co.uk 
> 


> 
> 


VVVVVVVV 


——MESSAGE FILE 17381 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000963 


--MESSAGE FILE 17382 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000964 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Fri, 18 Sep 1998 15:53:38 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3602BA42.35873565@bigfoot .com> 

References: <6tt39fSefu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 219.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2393 scea.yaroze.freetalk 
2964 


Robert Shand wrote: 
Hello again, 
I'm thinking of buying a TV tuner card for my PC, the Hauppauge Win/TV 


Primio, has anyone used this sort of card for NY development. Does 
everything work Ok? or are there some pitfalls I should be aware of. 


VV V V V V V 


If you can, make sure it supports both PAL and NTSC video modes. 


"Darco 
—-MESSAGE FILE 17382 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000964 
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--MESSAGE FILE 17383 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000965 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Sat, 19 Sep 1998 11:34:24 +0200 

Organization: Debri Productions 

Lines: 49 

Message-ID: <ldfllv4.qzidffe5k5vkN@al1-88-102.a1l.nl1> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> <3602988A.6117@writeme.com> 

NNTP-Posting-Host: al-88-102.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 43 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2395 scea.yaroze.freetalk 
2965 


I /think/ (I should /know/, I went for a shop trek today) - An official 
GunCon45 will set you back 35 smackers (or 55? with a game). 

I don't know anything about the other lightguns, but I had a quick shot 
of the Real Arcade Lightgun at ECTS and have to say I was less than 
impressed... 


My advice - go for the official one, with game if pocket stretches 
(otherwise hang on for Point Blank 2). 
Just avoid the Konami types cuz you won't be able to program for them... 


VVVVVVVV VV 


I'm also going for the original one. I do like the force-feedback, but 
I'm not taking any changes. 
As far as the games go for the gun: 


- Die Hard (Platinum game, so cheap and great gameplay) 
— TimeCrises (you can get it cheap with the gun) 
- PointBlanc (you can get it cheap with the gun) 


— TimeCrises 2 (is about to be released) 
- PointBlanc 2 (in development) 


And at the moment I'm working with a team at a Pang-clone that will have 
a Gun-mode. 


I got a question about the hype of the gun all of a sutten, well this is 
my explenation: 


A gun was a hit on the 8-bit Nes (with Duckhunt) 

The Snes had a bazoka kind of gun wich was crap and as far as I know, 
only 2 compatible games. The Megadrive had a nice looking gun, but I 
never saw it in the shops and I never saw a game for it, but it could be 
that I missed it. 

Both guns for Snes and MD didn't work out. PSX is the perfect platform 
for guns. Addults by guns more than kids (not all kids are alowed to 
have a gungame in Holland). To make a gun succesfull, you need more than 
one or two compatible games to intress people. Well this is about to 
happen at with the PSX. Therefor there are also lot's of different games 
availeble now. And it is possible to play a game with 2 guns. 

Another great thing is tha fact that we can code for the gun. We can 
code analog (what is no exeption anymore) and we can't code for the 
multi-tap. But we can code for the gun. 


So I think this explains a bit of the hype around the gun. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 17383 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000965 


——MESSAGE FILE 17384 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000966 
Path: chuka.playstation.co.uk!news 

From: "Mike Beard" <michaelbeard@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
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—-MESSAGE FILE 1833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000536 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: 18 Mar 1998 10:49:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn6égv6cg.msa.toby@caffeine.forefront.com.au> 

References: <6e5qdr$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
նք» <3506CCE6.7301@127.0.0.1> <slrné6égelmu.ild.toby@ns.forefront.com.au> <3507E51B.76 
3DBOF2@hotmail.com> <6em62vS$dud33@chuka.playstation.co.uk> 

Reply-To: tjs@cs.monash.edu.au 

NNTP-Posting-Host: modem02.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Tue, 17 Mar 1998 15:54:49 -0000, JohnT <johnt@nettech.demon.co.uk> wrote: 
>Ok, I was only going by what I was taught. Here it is... 

> 

>The semicolon ; is used to end a statement. Therefore the following are 
>correct... 


from K&R second ed, p236. 


statement: 
labeled-statement 
expression-statement 
compound-statement 
selection-statement 
iteration-statement 
jump-statement 


expression-statement: 
expression_opt ; 


expression: 
assignment-—expression 
expression , assignment-—expression 


so a statement is (among other things) an optional assignment, followed by 
a semicolon, which is equivalent to a single semicolon. 


Sorry to be a rules lawyer. 


toby. 
—-MESSAGE FILE 1833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00536 


-—-MESSAGE FILE 1834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000537 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Wed, 18 Mar 1998 13:49:49 +0000 

Organization: The Hex Heroes 

Lines: 32 

Message-ID: <350FDOFD.768A@writeme.com> 

References: <350aa03f.4404800@news.playstation.co.uk> 
NNTP-Posting-Host: at14-031.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 


This is a request for something new from sony to add to our libraries. 
I'm very happy with everything we have except our lack of support for 


> 
> 
> the four joypad adapter. 
> 
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Subject: Re: TV Turner cards 

Date: Sat, 19 Sep 1998 13:24:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6u09htSfsh2@chuka.playstation.co.uk> 
References: <6tt39fSefu8@chuka.playstation.co.uk> 
NNTP-Posting-Host: mfs2-dnbqx-138.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2396 scea.yaroze.freetalk 
2966 


Probably tooooo late to answer so ill tell you anyway... 


I've a hauppauge win/tv inc text & radio going through the CirrusLogic 
GD5446 graphics card and its not to bad for general development (saves a lot 
of desk space), as for the picture quality there is a case of "digital lag?" 
in faster drawn psx images- this could be the speed of the processor (166) ? 
This is less noticible in a small window(of course). 


There is an ATI All-in-wonder Pro tv/2d/rage3d s-video in/out which is also 
around and could be quite good value abt.£100, although I don't know much 
about it. 


Mike 'Spikeman' Beard 


michaelbeard@compuserve.com 


—-MESSAGE FILE 17384 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000966 


—--MESSAGE FILE 17385 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000967 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: nseal22@aol.com (Frank Tompkins) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Sat, 19 Sep 1998 10:04:33 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <36038139.3132647@news.scea.sony.com> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htSfsh2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 202-44-162.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2397 scea.yaroze.freetalk 
2967 


On Sat, 19 Sep 1998 13:24:47 +0100, "Mike Beard" 
<michaelbeard@compuserve.com> wrote: 


>Probably tooooo late to answer so ill tell you anyway... 

> 

>I've a hauppauge win/tv inc text & radio going through the CirrusLogic 
>GD5446 graphics card and its not to bad for general development (saves a lot 
>of desk space), as for the picture quality there is a case of "digital lag?" 
>in faster drawn psx images- this could be the speed of the processor(166)? 
>This is less noticible in a small window(of course). 

> 

>There is an ATI All-in-wonder Pro tv/2d/rage3d s-video in/out which is also 
>around and could be quite good value abt.£100, although I don't know much 
>about it. 

> 

> 

> 

>Mike 'Spikeman' Beard 

> 

>michaelbeard@compuserve.com 

> 

> 
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I have the ATI All-in-wonder and it works great with yaroze, very good 
and smooth picture quality. I use it all the time, and amazingly it's 
never frozen yet. Just thought I'd share that. 


Frank 
nseal22@aol.com 


--MESSAGE FILE 17385 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000967 


——MESSAGE FILE 17386 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000968 
Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Sat, 19 Sep 1998 21:10:12 BST 

Organization: ArgoNet, but does not reflect its views 

Lines: 41 

Distribution: world 

Message-ID: <na.232f864888.a70la0rfredw@argonet.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userm289.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2400 scea.yaroze.freetalk 
2968 


In article <6tt39fSefu8@chuka.playstation.co.uk>, "Robert Shand" 
<shand@globalnet.co.uk> wrote: 

> I'm thinking of buying a TV tuner card for my PC, the Hauppauge Win/TV 
Primio, has anyone used this sort of card for NY development. Does 
everything work Ok? or are there some pitfalls I should be aware of. 
I'm hopefully buying it later today, so I would be *really* grateful if 
you either mail me or post a reply, before about 3:30 ish 


> 
> 
> 
> 


Hmmm, ok, a bit late, but here're my thoughts anyway... 


First up, I dunno about this specific card, or indeed about PC TV 
tuners in general. 


As those who read my readme's (!) know, I run my Yaroze off a PC card 
on an Acorn machine (& am consequently still reeling from Thursday's 
announcement: Tis official - the British home computer industry is no 
more), and (to get back on-topic) an Irlam instruments TV tuner card 
for said platform, which works just fine. 


So: Make sure you can get a COLOUR picture from NTSC as well as PAL. 
(In my case, I was able to get a patch from the board suppliers, and 
can get colour in both PAL/NTSC from the composite input as well as 
the UHF, which helps image quality no end). 


And secondly, be aware of the differences between a PC tuner display 
and a "real" one: TV Tuners generally display a different clipped 
rectangle of overscan to a real TV, and, of course, you don't see the 
interlace. Check stuff on a real TV at least once before release ;) 


However, the deskspace & eyestrain savings are, IMHO, well worth the 
expense. 


ttfn 
Fred 


R. Fred Williams 
PushyII... for the Acorn http://www.argonet.co.uk/users/rfredw 
& PSX Yaroze http://www.netyaroze-europe.com/~RFREDW 


—-MESSAGE FILE 17386 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000968 


Net Yaroze newsgroups message dump.txt Page 11693 


—--MESSAGE FILE 17387 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000969 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Sun, 20 Sep 1998 13:42:33 +1200 

Organization: Sidhe Interactive 

Lines: 18 

Message-ID: <6ulm09Sfsh3@chuka.playstation.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6tt4nfSeful0@chuka.playstation.co 
-uk> <3602B693.3C6F9AFF@infotrade.co.uk> 

NNTP-Posting-Host: p5-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2401 scea.yaroze.freetalk 
2969 


Ian Thompson wrote in message <3602B693.3C6F9AFF@infotrade.co.uk>... 

>I used a Miro PCTV, it worked great up until directx 5 and then became 
totally unreliable, my system crashed every 5 minutes. 

> 

>Makes a nice ornament though. 


I had some problems too (crashes caused by the graphics system which brought 
the whole of Windows down), but the system became a lot more reliable after 
downloading the updated drivers off the Miro site (www.miro.com). I have 
been using the Miro for development ever since. 


Seems stable under DirectX 6.0 as well. 


Mario 


--MESSAGE FILE 17387 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000969 


——MESSAGE FILE 17388 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000970 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Last Night's Net Yaroze Chat 

Date: Sun, 20 Sep 1998 10:01:32 -0400 

Organization: SCEA News Server 

Lines: 101 

Message-ID: <36050ABC.2F8D7CC9@bigfoot .com> 

NNTP-Posting-Host: 112.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 8171DFF15CAE21426434E749" 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:970 scea.yaroze.programming.3d_gr 
aphics:287 


This is a multi-part message in MIME format. 
8171DFF15CAE21426434E749 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I couldn't seem to get into the auditorium for last nights Yaroze chat. 
Did anyone else have similar problems last night? I know Chris Ramirez 
has problems also. 


Anyway, I found it particularly fustrating because I had a question. 
I'll just ask it here. Has anyone had problems with dynamicly creating 
TMD data? It seems like my scene is getting built, but when it is 
displayed, the scene gets totaly buggered -- Polygons all over the place 
and such. Just take a look at the included gif file. That is a picture 
of a mild case, BTW. 


It also would seem that the only time is gets really screwed up is on 
the second frame buffer... The first one displays OK. So I thought it 
might be that somehow my packet buffer information was getting 
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corrupted... But from looking at my code it seems to be just fine. 


Has anyone else run into similar problems? It seems like the more 
polygons in the scene, the more screwed up it gets. 


'Darco 


8171DFF15CAE21426434E749 
Content-Type: image/gif; name="polyerr.gif" 
——MESSAGE FILE 17388 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000970 


——MESSAGE FILE 17389 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000971 
Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Sun, 20 Sep 1998 22:10:06 +0100 

Organization: The PC Shop 

Lines: 27 

Message-ID: <36056F2E.68947A01@infotrade.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6tt4nfSeful0@chuka.playstation.co 
-uk> <3602B693.3C6F9AFF@infotrade.co.uk> <6ulm09Sfsh3@chuka.playstation.co.uk> 
Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: 194.74.241.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2411 scea.yaroze.freetalk 
2971 


Hmmm, 

I tried the new drivers & DX 6. 

It is now running stable but the TV picture is out of sync. Grrr! 
Ian 


Mario Wynands wrote: 


> Ian Thompson wrote in message <3602B693.3C6F9AFF@infotrade.co.uk>... 

> >I used a Miro PCTV, it worked great up until directx 5 and then became 

> totally unreliable, my system crashed every 5 minutes. 

>> 

> >Makes a nice ornament though. 

> 

> I had some problems too (crashes caused by the graphics system which brought 
> the whole of Windows down), but the system became a lot more reliable after 
> downloading the updated drivers off the Miro site (www.miro.com). I have 

> been using the Miro for development ever since. 

> 

> Seems stable under DirectX 6.0 as well. 

> 

> Mario 


-—-MESSAGE FILE 17389 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000971 


——MESSAGE FILE 17390 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000972 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Net Yaroze Tutorial Preview 

Date: Sun, 20 Sep 1998 18:54:53 -0400 

Organization: SCEA News Server 

Lines: 258 
Message-ID: <360587BD.5668FFBO0@bigfoot .com> 

NNTP-Posting-Host: 104.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 17B145C5B2A127067EAAFA7TE" 
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X-Mailer: Mozilla 4.05 [en] (Win95; U) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:972 scee.yaroze.freetalk.english: 
2412 


This is a multi-part message in MIME format. 
17B145C5B2A127067EAAFATE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Ok, here's a preview of what the Net Yaroze tutorial will be like. (It's 
at the bottom of this message) Your suggestions are welcome. This is 
Lesson 2 from Chapter 1. It isn't finished, but you can still get an 
idea for how it will flow and all. The graphic at the top of the page 
for sure won't load, but in the finished version it will. 


There are two sections in this lesson... One goes over printing "Hello, 
World!" to the computer, and the other goes over printing "Hello, 
World!" to the TV screen. This is done step-by-step, explaining every 


line -- what it does, why it works, and anything else in between. 
The last part of this tutorial isn't finished... So don't bitch about 
ate 5) 


Just tell me what you think about the layout. Do you like it? Does the 
color-coding of the code examples help? (Color coding the code examples 
is done by hand and is a BITCH to do. But if it significantly helps with 
readability, I don't mind doing it) And most importantly, if you were a 
newbie, do you think you could learn from it? 


'Darco 


17B145C5B2A127067FAAFA7E 

Content-Type: text/html; charset=us-ascii; name="lesson02.html" 

Content-Transfer-Encoding: 7bit 

Content-Disposition: inline; filename="lesson02.html" 

Content-Base: "file:///C|/WINDOWS/Desktop/Net%20Yaroz 
e%20Tutorial/chapterl/lesson02.htm1" 


<HTML> 
<HEAD> 
<META HTTP-EQUIV="Content-—Type" CONTENT="text/html; charset=iso-8859-1"> 
<META NAME="GENERATOR" CONTENT="Mozilla/4.05 [en] (Win95; Ս) [Netscape] "> 
<META NAME="Author" CONTENT="Darco"> 
<TITLE>Net Yaroze Tutorials (Index Page) </TITLE> 
</HEAD> 
<BODY TEXT="#000000" BGCOLOR="#FFFFFF" LINK="#0000EE" VLINK="#551A8B" ALINK="#FF0O000 
"> 


&nbsp; 

<CENTER><TABLE CELLSPACING=0 CELLPADDING=0 WIDTH="100%" > 

<TR> 

<TD WIDTH="1%"><IMG SRC="../gfx/yaroze.gif" NOSAVE HEIGHT=240 WIDTH=320></TD> 
<TD> 


<DIV ALIGN=right><FONT FACE="Arial,Helvetica"><FONT SIZE=+4>Lesson 2<HR WIDTH="100%" 
></FONT></FONT><I>Writing your First PlayStation Program</I></DIV> 

</TD> 

</TR> 

</TABLE></CENTER> 

é&nbsp; 

<BR>Ok, Now in this lesson we will go over writing your first Net Yaroze 

program. Now, if you are familure with C, you know that the first program 

is the ever-supercomplicated "Hello, World!" program. (I'm being sarcastic 

with the ever-supercomplicated thing...) It's simple, even stupid. But 

I'll go over and explain how everything works, why it works, and food for 

thought. So... 

<BR>&nbsp; 

<DIV ALIGN=right><B><I><FONT FACE="Arial,Helvetica"><FONT SIZE=+1>Printing 

"Hello, World!" on the Computer</FONT></FONT></I></B>é&nbsp; 

<HR WIDTH="100%"></DIV> 
First off, the first line in every C file in your game should be this: 
<BLOCKQUOTE><TT><FONT COLOR="#000099">#include</FONT> &1t;libps.h></TT></BLOCKQUOTE> 
This includes the header that enables you to use all of the Net Yaroze 

functions. Without it, you can't do anything. So make sure that it's there! 

If you've programed in C, you are probably use to including the header 
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file <TT>stdio.h</TT>. Just think of <TT>libps.h</TT> the equivilant of 
<TT>stdio.h.</TT> 


<P>Next, we'll write the <TT><FONT COLOR="#3366FF">main</FONT>()</TT> subroutine. &nb 
sp; 

<TT><FONT COLOR="#3366FF">main</FONT>()</TT>, as you should already know, 

is where your program will start. This is called the Entry Point. (Technical 

Note: The entry point is actually not <TT><FONT COLOR="#3366FF">main</FONT>()</TT>, 
but for our intents and purposes we can assume it to be so.) So, here's 

what we got: 

<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">main</FONT> ( 
<FONT COLOR="#000099">void</FONT>) </TT> 

<BR><TTI>{</TT> 

<BR><TT>}</TTI></BLOCKQUOTE> 

Now, if you just ran this as it is, it would do absolutely nothing -- the 

moment it executes it returns to the program that ran it. Not very useful. 
But what we have now is a 'skeleton' for which we can add code. 


<P>In traditional development environments, when you call the subroutine 
<TT><FONT COLOR="#3366FF">printf</FONT>()</TTI>, it types whatever you told 
it to directly to the screen. However, this is not how this function operates 
on the PlayStation. Instead of printing to the screen, it prints it to 
the serial port on the back on the PlayStation. So, if we add <TT><FONT COLOR="#3366 
FF">printf£</FONT> () Հ/11» 
to <TT><FONT COLOR="#3366FF">main</FONT> ()</TT> 
<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">main</FONT> ( 
<FONT COLOR="#000099">void</FONT>) </TT> 
<BR><TT>{</TT> 
<BR><TT>&nbsp; &nbsp; &nbsp; <FONT COLOR="#3366FF">printf</FONT> (<FONT COLOR="#CC33CC" 
>"Hello, 
World! \n"</FONT>) ;</TT> 
<BR><TT>}</TTI></BLOCKQUOTE> 
This will print the text "<TTI><FONT COLOR="#CC33CC">Hello, World!</FONT></TTI>" 
to the serial port, to your computer, and then you will see this on the 
computer screen. This makes <TT><FONT COLOR="#3366FF">printf</FONT> ()</TT> 
very useful for debuging -- You can dump all sorts of useful information 
to the serial port. If you don't quite see the usefulness now, you will 
see it later on. 


<P>Before I go on, I might help out some of the C newbies here. If you 

are reading the code above and wondering what the heck "<TT><FONT COLOR="#CC33CC">\n 
</FONT></TT>" 

means, let me explain. It is essentially pressing the enter key... So the 

next time you run <TT><FONT COLOR="#3366FF">printf</FONT>()</TT> it will 

print on the next line, rather than starting off where the previous <TT><FONT COLOR= 
"#33 66FF">printf</FONT> ()</TT> 

left off. 

<P> 

<DIV ALIGN=right><B><I><FONT FACE="Arial,Helvetica"><FONT SIZE=+1></FONT></FONT></I> 
</B></DIV> 


<DIV ALIGN=right><B><I><FONT FACE="Arial,Helvetica"><FONT SIZE=+1>Printing 

"<FONT COLOR="#000000">Hello, World!</FONT>" on the TV Screen</FONT></FONT></I></B>& 
nbsp; 

<HR WIDTH="100%"></DIV> 

Ok, so now you've written a program that when you run it, it prints a message 

to the serial port, and then exits. So now, let's go over printing something 

to the screen... And this is where things might get a little bit more complex, 

so bear with me. 


<P>First, let's put some things into perspective. Printing a string ("<TT><FONT COLO 
R="#CC33CC">Hello, 

World!</FONT></TT>" is a string) to the computer is relitively easy, think 

about it. All we were doing was sending several characters to the serial 

port. 


<P>Printing a string to the screen would at first seem to be a similarly 
easy task as well. However, this is not the case. There are many things 

that we have to set up first before we can print a string to the screen. 

And after setting up these systems, we can then procede to print something 
to the screen, but this is still a little more complicated than just dumping 
the string to the serial port. 
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<P>If all we did was print "<TT><FONT COLOR="#CC33CC">Hello, World!</FONT></TTI>" 
to the screen and then exited, then you would probably not see anything. 

(That is unless you were using CodeWarrior) So, lets set our goals for 

our program: 

<UL> 

<LI> 

1) Write a program that prints the message "<TT><FONT COLOR="#CC33CC">Hello, 
World!</FONT></TT>"_to the screen</LI> 


<LI> 

2) Waits for a button to be pressed on controler 1, and then exits.</LI> 

</UL> 

First, let's write out Startup Routine. A startup routine is the routine 

which initilizes all of the systems required for your program to execute 

properly. You COULD put all of your startup functions in your <TT><FONT COLOR="#3366 
FF">main</FONT> ()</TT> 

subroutine, but that's messy. So, we start by adding this code before the 

<TT><FONT COLOR="#3366FF">main</FONT>()</TT> subroutine. 

<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">startup</FON 
T> (<FONT COLOR="#000099">void</FONT>) </TT> 

<BR><TT>{</TT> 

<BR><TT>}</TI></BLOCKQUOTE> 

Then make this the first line in your <TTI><FONT COLOR="#3366FF">main</FONT> () </TT> 
subroutine... 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">startup</FONT> () ;</TT></BLOCKQUOTE> 

And now, simply put all of your startup calls into the <TT><FONT COLOR="#3366FF">sta 
rtup</FONT> () </TT> 

subroutine. So now, to recap, your program code should look something like 

this 
<BLOCKQUOTE><TT><FONT COLOR="#000099">#include</FONT> &1t;libps.h></TT> 


<P><TTI><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">startup</FONT> (<FONT 
COLOR="#000099">void</FONT>) </TT> 

<BR><TT>{</TT> 

<BR><TTI>}</TT> 


<P><TTI><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">main</FONT> (<FONT COL 
OR="#000099">void</FONT>) </TT> 

<BR><TTI>{</TT> 

<BR><TT>é&nbsp; &énbsp; &nbsp; <FONT COLOR="#3366FF">startup</FONT> ();</TI> 
<BR><TT>&nbsp; </TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; <FONT COLOR="#FF0000">// Game code goes here</FONT></TT> 
<BR><TT>}</TTI></BLOCKQUOTE> 
Just a reminder... A subroutine should always be before a subroutine that 

uses it. (For example, <TTI><FONT COLOR="#3366FF">startup</FONT> () </TT> 

is used in <TT><FONT COLOR="#3366FF">main</FONT>()</TTI>, so <TT><FONT COLOR="#3366FF 
">startup</FONT> () Հ/11» 

needs to be before <TT><FONT COLOR="#3366FF">main</FONT> ()</TT>) 


<P>So now, we need to add our startup calls to<TT><FONT COLOR="#3366FF">startup</FON 
T>()</TT>. 

The first thing we need to do is tell the GPU what type of display we are 

using. Are we using PAL (Europe, Australia), or are we using NTSC (United 

States, Canada, Japan)? I'm in the United States, so my first line would 

be 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">SetVideoMode</FONT> (<FONT COLOR="#FF6600">MODE 
_NTSC</FONT>) ; </TT></BLOCKQUOTE> 

If you are in Europe or Australia, you would put 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">SetVideoMode</FONT> (<FONT COLOR="#FF6600">MODE 
_PAL</FONT>) ; </TT></BLOCKQUOTE> 

The next thing we want to do is tell the GPU is what screen resolution 

we want, by way օք the <TI><FONT COLOR="#3366FF">GsInitGraph</FONT> () Հ/11» 
subroutine. This subroutine does several things other than just setting 

the video mode, but we can go over that in another lesson. The first two 

values are the width and the height of the display, in pixels. The rest 

you don't have to worry about right now. So let's set our screen resolution 

to 320x240 by making this the next line in <TT><FONT COLOR="#3366FF">startup</FONT> ( 
)</TT>: 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">GsInitGraph</FONT> (320, 240, 4, 0, 

0) ;</TT></BLOCKQUOTE> 

Once this routine is called, the GPU automaticly "turns off" the screen 

by default. Not sure why it does this, but we can turn it back on by adding 

this: 


Net Yaroze newsgroups message dump.txt Page 11698 


<BLOCKQUOTE><TT><FONT COLOR="#3366FF">SetDispMask</FONT> (1) ;</TT></BLOCKQUOTE> 

Keep in mind that the frame buffer <I>IS NOT CLEARED YET</I>. So, we need 

to clear the screen or we will have that nasty green brick screen as our 

background. So, we need to first insert this as the first line in <TT><FONT COLOR="# 
3366FF">startup</FONT>()</TT>. 

<BLOCKQUOTE><TT><FONT COLOR="#000099">RECT</FONT> <FONT COLOR="#006600">screen_c</FO 
NT>; </TT></BLOCKQUOTE> 

What this does is create a rectangle structure called <TT><FONT COLOR="#006600">scre 
en_c</FONT></TT>. 

Now we need to tell it what we are going to clear. So insert these lines 

also: 

<BLOCKQUOTE><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">x</FONT> 
0; <FONT COLOR="#FFO000">// We want to start clearing the screen at the</FONT></TT 


> 

<BR><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">y</FONT> 

= 0; <FONT COLOR="#FFO000">//é&nbsp; top, left hand corrner of the screen.</FONT></TT 
> 


<P><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">w</FONT> 

= 1023; <FONT COLOR="#FF0000">// The video memory is 1024 pixels wide...</FONT></TT> 
<BR><TTI><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">h</FONT> 

= 511; <FONT COLOR="#FFO000">// ...and 512 pixels tall.</FONT></TT></BLOCKQUOTE> 

We now have a structure describing all of the video memory. Now how do 

we clear it? 


<P>With <TT><FONT COLOR="#3366FF">ClearImage</FONT>(),</TT> of course! 

The first thing we need to tell it is what region we want to clear. Then 

we simply tell it what color to clear it, using <FONT COLOR="#FF0000">Red</FONT> 
<FONT COLOR="#009900">Green</FONT> and <FONT COLOR="#3333FF">Blue</FONT> 

values respectively. So now we add this line to the end of <TT><FONT COLOR="#3366FE" 
>startup</FONT> () Հ/11» 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">ClearImage</FONT> (&amp; <FONT COLOR="#006600">s 
creen_c</FONT>, 

0, 0, 0):Հ/ՂՂ» 

<BR><TT><FONT COLOR="#FFO000">// The last three values are the color to 

clear to.</FONT></TT></BLOCKQUOTE> 

Now, to recap, this is what <TTI><FONT COLOR="#3366FF">startup</FONT> () </TT> 

should currently look like: 

<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">startup</FON 
T 

< 

< 


>(<FONT COLOR="#000099">void</FONT>)</TT> 

BR><TT>{</TT> 

BR><TT>&nbsp; &nbsp; <FONT COLOR="#000099">RECT</FONT> <FONT COLOR="#006600">screen_ 
c</FONT>;</TT> 


<P><TT><FONT COLOR="#006600">&nbsp;&nbsp; screen_c</FONT>.<FONT COLOR="#006600">x</F 
ee <FONT COLOR="#FFO000">// We want to start clearing the screen at the</FONT></TT 
SN COLOR="#006600">&nbsp;&nbsp; screen_c</FONT>.<FONT COLOR="#006600">y</ 
` րու COLOR="#FF0000">//&nbsp; top, left hand corrner of the screen.</FONT></TT 


BR><TT><FONT COLOR="#006600">&nbsp;&nbsp; screen_c</FONT>.<FONT COLOR="#006600">w</ 


1023; <FONT COLOR="#FF0000">// The video memory is 1024 pixels wide...</FONT></TT> 
BR><TT><FONT COLOR="#006600">&nbsp;&nbsp; screen_c</FONT>.<FONT COLOR="#006600">h</ 


511; <FONT COLOR="#FF0000">// ...and 512 pixels tall.</FONT></TT> 
BR><TT>&nbsp; </ TT> 

BR><TT>&nbsp;&nbsp; <FONT COLOR="#3366FF">SetVideoMode</FONT> (<FONT COLOR="#FF6600" 
MODE_NTSC</FONT>) ; </TT> 

BR><TT>&nbsp; &nbsp; <FONT COLOR="#FFO000">// SetVideoMode (MODE_PAL) ;</FONT></TT> 
BR><TT>&nbsp; </TT> 

BR><TTI><FONT COLOR="#3366FF">&nbsp; &nbsp; GsInitGraph</FONT> (320,240,4,0,0);</TT> 


AANAVAAIHALAAYV 


<P><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">SetDispMask</FONT> (1) ;</TTI> 


<P><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">ClearImage</FONT> (&amp; <FONT COLOR="#00660 
0">screen_c</FONT>, 

0, 0, 0);</TTI> 

<BR><TT><FONT COLOR="#FF0000">&nbsp;&nbsp; // The last three values are 

the clear color.</FONT></TT> 
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<P><TT>énbsp; &nbsp; <FONT COLOR="#3366FF">FntLoad</FONT> (320,0) ;</TT> 

<BR><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">FntOpen</FONT> (16,16, 260,200,0,512) ;</TT> 
<BR><TT>}</TTI></BLOCKQUOTE> 

énbsp; 

</BODY> 

</HTML> 


17B145C5B2A127067EAAFA7E-— 


—--MESSAGE FILE 17390 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000972 


—-MESSAGE FILE 17391 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000973 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Sun, 20 Sep 1998 23:39:36 GMT 

Organization: SCEA News Server 

Lines: 58 

Message-ID: <36058dab.254467240@news.scea.sony.com> 

References: <360587BD.5668FFB0@bigfoot.com> 

NNTP-Posting-Host: client-120-67.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:973 scee.yaroze.freetalk.english: 
2415 


>There are two sections in this lesson... One goes over printing "Hello, 
>World!" to the computer, and the other goes over printing "Hello, 
>World!" to the TV screen. This is done step-by-step, explaining every 
>line -- what it does, why it works, and anything else in between. 


Hey, why did the second part just end abruptly like that? 


>The last part of this tutorial isn't finished... So don't bitch about 
Sate. 3) 


Ooops. ;-)) 
>Just tell me what you think about the layout. Do you like it? 
Sure. 


> Does the 
>color-coding of the code examples help? 


Yes. 
> (Color coding the code examples 


>is done by hand and is a BITCH to do. But if it significantly helps with 
>readability, I don't mind doing it) 


Bottom line: I personally could live without it. It's nice, but not at 
all necessary. I would hate to see you become disenchanted with the 
project because of excess tedium. 


>And most importantly, if you were a 
>newbie, do you think you could learn from it? 


Am I newbie? Hmm... Well, I am a beginner programmer. 
Yes, I could learn from it. 


I do notice that many writers prefer acrobat and .pdf format for doing 
these types of projects, are you sure you prefer .htm to .pdf? 


My opinion: There is a wide range of experience levels in the program. 
Many beginners don't participate all that often. Sony's policy is that 
the program is for advanced programmers, and we will probably never 
see a beginner's tutorial from Sony. I finished my first book on game 
programming before the summer (21 Days...), and yet I find my self 
deeply in need of a tutorial to bridge the gap between PC and yaroze 
programming. I, and I suspect others, will deeply appreciate any 


Net Yaroze newsgroups message dump.txt Page 11700 


effort you put forth in this area. Don't sweat the details, you're 
filling a void in which there is little competition. I know I will 
have no complaints. 


It's cool you want to do a great job, but you have quite a challenge 
in front of you, I just don't want to see an entry from you one day 
saying, "Forget this, it is too much work..." 


Good luck. 
-Matt 


——MESSAGE FILE 17391 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000973 


——MESSAGE FILE 17392 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000974 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: 21 Sep 1998 05:11:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn70bod4.12u.tjs@longford.cs.monash.edu.au> 

References: <360587BD.5668FFB0@bigfoot.com> <36058dab.254467240@news.scea.sony.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:974 scee.yaroze.freetalk.english: 
2416 


On Sun, 20 Sep 1998 23:39:36 GMT, Matthew Hulett <matth@bellatlantic.net> wrote: 
>> (Color coding the code examples 

>>is done by hand and is a BITCH to do. But if it significantly helps with 
>>readability, I don't mind doing it) 

> 

>Bottom line: I personally could live without it. It's nice, but not at 

>all necessary. I would hate to see you become disenchanted with the 

>project because of excess tedium. 


As an aside, if you're prepared to learn a bit about vi, vim (for which 
there's a windows (and possibly a mac) port) will do syntax highlighting, 
and will also automatically convert that syntax highlighting into HTML 
for you. From the sound of things, that would save you a lot of hard work. 
There are binaries already compiled, and you can find all the information 
you'll need at http://www.vim.org/ 


Toby. 
—-MESSAGE FILE 17392 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000974 


—--MESSAGE FILE 17393 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000975 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Dynamic TMDs 

Date: Mon, 21 Sep 1998 10:35:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <36061DFC.BDFE8D46@scee.sony.co.uk> 

References: <36050ABC.2F8D7CC9@bigfoot.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:975 scea.yaroze.programming.3d_gr 
aphics:288 


Darco wrote: 
> It also would seem that the only time is gets really screwed up is on 


> the second frame buffer... The first one displays OK. 
թ) 
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> 
> 
> Ill write to Jim'll fix it if it doesn't happen :) 


I went out and bought a multi-tap yesterday, in the desperate hope that 
maybe I could figure out how to get it working (as someone seems to have 
already got somewhere with the lightgun). 


Suffice to say, the multi-tap boomerang will be joining the Codewarrior 
frisbee in my affections, which is a bit of a shame. 


For what it's worth, the way the multitap doesn't work (certainly for 
the Yaroze libs) is as a different controller type, concatenating all of 
the pad results. 


When you plug the thing in, it acts as if controller A is plugged into 
port 1 and memory card A is plugged into mem-socket 1 - No other 
discernable effects. 


I guess there is the possibility that the multitap sends back each 
information packet on different VSyncs, but I haven't tried this and am 
not too hopeful that I could get it working. 


Anybody got any bright ideas...? 


James (~mrfrosty). 
—-MESSAGE FILE 1834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00537 


—-MESSAGE FILE 1835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000538 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: NTSC to PAL (general comment) 

Date: Wed, 18 Mar 1998 14:07:50 +0000 

Organization: The Hex Heroes 

Lines: 29 

Message-ID: <350FD535.5742@writeme.com> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> <350EEED6.40 
C20D1C@netmagic.net> 

NNTP-Posting-Host: at1l4-031.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:538 scee.yaroze.mydemos:1 
14 


Elliott Lee wrote: 
> Hm... how about I provide all the source and whatnot and let someone 
> with a PAL system convert it? Should be really easy and I have no 
> way of testing PAL here... :( 
I'm sure nobody would say no to a bit of extra source... 
However, if you'd like to try converting it yourself, add something like 
#define PAL_SCREENMODE //comment this out for NTSC mode. 
and then: 
#ifdef PAL_SCREENMODE 
SetVideoMode (MODE_PAL) ; 
#endif 
before any (all?) of your screen setup routines. 


If all has gone to plan, your screen will probably fizz and crackle a 
bit before fusing. Still, it will have been running bone-fide PAL. 
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> Has anyone else run into similar problems? It seems like the more 
> polygons in the scene, the more screwed up it gets. 


Sounds like packet buffer overrun to me. You can work out the required size of the p 
acket buffer 
area more accurately by using the sizes of the different poly types in the FAQ. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Attend! The William! Shatner! School of! Acting! 


--MESSAGE FILE 17393 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000975 


—-MESSAGE FILE 17394 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000976 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 06:44:18 -0400 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <36062E02.CF3ACECE@bigfoot .com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> 
NNTP-Posting-Host: 261.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:976 scea.yaroze.programming.3d_gr 
aphics:289 


James Russell wrote: 


> polygons in the scene, the more screwed up it gets. 


> 

> Darco wrote: 

>> It also would seem that the only time is gets really screwed up is on 
> > the second frame buffer... The first one displays OK. 

> ? 

>> Has anyone else run into similar problems? It seems like the more 

> 

> 

> 


Sounds like packet buffer overrun to me. You can work out the required size of the 
packet buffer 
> area more accurately by using the sizes of the different poly types in the FAQ. 
> 


That's what I thought. There are no more than 500 Quad polys in a scene 
at one time. I allocate space in my packet buffer for 2048 20 byte-sized 
packets. I've tried increasing this to 4096, but it didn't seem to 
change a thing. So I'm thinking that my packetspace is somehow getting 
corrupted...somewhere... 


Now that I think about it I'm calculating the packet space at 
compiletime using preprocessor macros and stuff... Perhaps my bug is 
somewhere in there. I'll check later on today after I get back from 
school. 


School bites. Who ever's sad when their highschool is over is weird. 
I'll be happy. 


"Darco 
—-MESSAGE FILE 17394 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000976 


--MESSAGE FILE 17395 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000977 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 07:27:47 -0400 

Organization: SCEA News Server 

Lines: 70 

Message-ID: <36063833.4B669F2F@bigfoot.com> 

References: <360587BD.5668FFB0@bigfoot.com> <36058dab.254467240@news.scea.sony.com> 
NNTP-Posting-Host: 261.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:977 scee.yaroze.freetalk.english: 
2417 


Matthew Hulett wrote: 


> 

> Hey, why did the second part just end abruptly like that? 

> 

> >The last part of this tutorial isn't finished... So don't bitch about 
> P a te) 

> 

> Ooops. ;-)) 

Grrrr 7) 


> (Color coding the code examples 
>is done by hand and is a BITCH to do. But if it significantly helps with 
>readability, I don't mind doing it) 


Bottom line: I personally could live without it. It's nice, but not at 
all necessary. I would hate to see you become disenchanted with the 
project because of excess tedium. 


VVVVVVVVV 


I may just write future tutorials without color coding, and then go back 
when Լ have free time and color code them. That's how I'll probably be 
doing it in the future. 


>And most importantly, if you were a 
>newbie, do you think you could learn from it? 


Am I newbie? Hmm... Well, I am a beginner programmer. 
Yes, I could learn from it. 


I do notice that many writers prefer acrobat and .pdf format for doing 
these types of projects, are you sure you prefer .htm to .pdf? 


VVVVVVVV 


I'm choosing HTML because it's surfable. This goes back to the glossary 
example... Were you see a word you don't understand, you click on it, 
and it takes you to the definition. You can't do that with PDF. Plus, I 
want this to be viewable on all platforms. PDF isn't quite omni-platform 
yet, so... HTML is the way to go. Anyway, I don't have a way to make PDF 
files at the moment. 


> My opinion: There is a wide range of experience levels in the program. 


I definately agree. 


Many beginners don't participate all that often. Sony's policy is that 
the program is for advanced programmers, and we will probably never 
see a beginner's tutorial from Sony. I finished my first book on game 
programming before the summer (21 Days...), and yet I find my self 
deeply in need of a tutorial to bridge the gap between PC and yaroze 
programming. 


VVVVVV 


This was a big hurtle for me also... So I'm writing the tutorial I wish 
I could have had when I first got my net yaroze system. 


I, and I suspect others, will deeply appreciate any 

effort you put forth in this area. Don't sweat the details, you're 
filling a void in which there is little competition. I know I will 
have no complaints. 


VVVV 
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VV V V 


saying, 


It's cool you want to do a great job, but you have quite a challenge 
in front of you, I just don't want to see an entry from you one day 


"Forget this, it is too much work..." 


Well... I hope it doesn't end like that either. Once I'm done with 2 or 


3 lessons, 


I'll post what I have so far on the net. Then hopefully I'll 


start punching out around a lesson a week. I just hope that someone 
learns something from it. :P 


'Darco 


Page 


11703 


——MESSAGE FILE 17395 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000977 


——MESSAGE FILE 17396 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000978 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 


Newsgroups: 


Subject: Re: 


Date: Mon, 


scea.yaroze.freetalk,scee.yaroze.freetalk.english 


Organization: 


Lines: 53 


Message-ID: 
References: 


Reply-To: 


X-Mailer: 


2418 


Darco wrote: 


Net Yaroze Tutorial Preview 
21 Sep 1998 13:02:47 +0100 


PlayStation Net Yaroze (SCEE) 


<36064067.123D@manc.u-net .com> 
<360587BD.5668FFB0@bigfoot.com> 
james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:978 scee.yaroze.freetalk.english: 


1.0 


> Once this routine is called, the GPU automaticly "turns off" the 
> screen by default. Not sure why it does this.. 


It will surely be because you don't want to actually see the gibberish 
that's probably on the frame buffer; so it turns off, and will then 
automatically activate when the next GsSwapDispBuff() is called -- so 
calling SetDispMask(1) is not necessary. I know for the sake of the 
Hello World tutorial OTs and double buffering are a bit too much for 


the beginner, 


but they are unavoidably only a whisker away. 


> RECT screen_c; 


I think this would be the best time to tell them that the display 
area defaults to the upper left 320x240 of the 1Mb 1024x512 frame 


buffer, with a nice diagram too perhaps. Clearing the *whole* frame 
buffer may confuse them don't you think? Also a quick hint that a 
second 'buffer' will invariably be right below it, and the rest of 


the video memory is used for sprites and/or 3D object textures. 


Also the macro setRECT should be taught from the start I think, as 
it really tidies thing up (no need to tell them that it's a macro and 


not a libps.h function yet though :), so you could do this: 


RECT screen; 


setRECT(&screen, 0, 0, 320, 240); 


// The above setRECT line is eqivalent to doing these 4 lines: 


// screen.x = 0; // .x .y is the top left coordinate of 

// screen.y = 0; // the frame buffer we want to clear 

// screen.w = 320; // .w is the width օք the RECT 

// screen.h = 240; // .h is the height of the RECT 

I am curious why you use the "_c" as it may perhaps scare a few people? 


It is a brilliant thing you're doing as so many assumptions are 

made that people are familiar with C, it's great that a total beginner 
has a full explanation of everything rather than the all too common: 
"I'd better put that bit of code in as it doesn't work otherwise..." 

I know we all agreed when we bought the Yaroze that we had a working 
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knowledge of C, but now that it cost £230 there will perhaps be a 
big surge of total beginners who'll be eternally grateful for your 
tutorial. 


Hope you don't think I'm being too pedantic or picky by the way! 
Cheers, 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 17396 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000978 


—-MESSAGE FILE 17397 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000979 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 
Date: Mon, 21 Sep 1998 11:55:31 -0700 

Organization: Bwahaha 

Lines: 45 

Message-ID: <3606A123.6F9F8DE6@shell.jps.net> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htS$fsh2@chuka.playstation.co. 
նէ» <36038139.3132647@news.scea.sony.com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2425 scea.yaroze.freetalk 
2979 


I have to second that. I have the same and have no probs with 
NTSC. I wish it supported PAL though... I have to use a Sony 
TV/monitor to get both. 

=e! 


Frank Tompkins wrote: 


On Sat, 19 Sep 1998 13:24:47 +0100, "Mike Beard" 
<michaelbeard@compuserve.com> wrote: 


>Probably tooooo late to answer so ill tell you anyway... 

> 

>I've a hauppauge win/tv inc text & radio going through the CirrusLogic 
>GD5446 graphics card and its not to bad for general development (saves a lot 
>of desk space), as for the picture quality there is a case of "digital lag?" 
>in faster drawn psx images- this could be the speed of the processor(166)? 
>This is less noticible in a small window(of course). 

> 

>There is an ATI All-in-wonder Pro tv/2d/rage3d s-video in/out which is also 
>around and could be quite good value abt.£100, although I don't know much 
>about it. 

> 

> 

> 

>Mike 'Spikeman' Beard 

> 

>michaelbeard@compuserve.com 

> 

> 


I have the ATI All-in-wonder and it works great with yaroze, very good 
and smooth picture quality. I use it all the time, and amazingly it's 
never frozen yet. Just thought I'd share that. 


Frank 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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> nseal22@aol.com 


Mata ne, 


- e! sort tenchi@shell.jps.net mer 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) it http://www. jps.net/tenchi 


tig tid 


--MESSAGE FILE 17397 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000979 


—-MESSAGE FILE 17398 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000980 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 12:00:43 -0700 

Organization: Bwahaha 

Lines: 28 

Message-ID: <3606A25B.BD2D3C2E@shell.jps.net> 

References: <360587BD.5668FFB0@bigfoot.com> <36058dab.254467240@news.scea.sony.com> 
<36063833.4B669F2F@bigfoot.com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:980 scee.yaroze.freetalk.english: 
2426 


Darco wrote: 

EEI 
> I do notice that many writers prefer acrobat and .pdf format for doing 
> these types of projects, are you sure you prefer .htm to .pdf? 


I'm choosing HTML because it's surfable. This goes back to the glossary 
example... Were you see a word you don't understand, you click on it, 
and it takes you to the definition. You can't do that with PDF. Plus, I 
want this to be viewable on all platforms. PDF isn't quite omni-platform 
yet, so... HTML is the way to go. Anyway, I don't have a way to make PDF 
files at the moment. 

[eee 


> 'Darco 


VVVVVVV VV 


I would prefer that it be in HTML not only for the "surfable" stuff that you 
mention but also because it's easily indexible and small in size. PDF is 
great when you actually care about your layout and want people to view it 
exactly as you composed the page. But, since what we want is text and text 
is very easily cut-and-paste-able, I think HTML would be the preferred 
format. Besides, HTML doesn't require a specific browser to view it like 
Acrobat. 


Mata ne, Հան Bers 

- e! sa tenchi@shell.jps.net eas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) st http://www. jps.net/tenchi 


—--MESSAGE FILE 17398 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000980 


—--MESSAGE FILE 17399 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000981 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 20:54:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6u6b6iSbdk1@chuka.playstation.co.uk> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot .com> 
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NNTP-Posting-Host: lon-dnbsg-017.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:981 scea.yaroze.programming.3d_gr 
aphics:290 


Darco wrote in message <36062E02.CF3ACECE@bigfoot.com>... 

>That's what I thought. There are no more than 500 Quad polys in a scene 
>at one time. I allocate space in my packet buffer for 2048 20 byte-sized 
>packets. I've tried increasing this to 4096, but it didn't seem to 
>change a thing. So I'm thinking that my packetspace is somehow getting 
>corrupted...somewhere... 


How big are your coordinates? 

I've had similar spikey garbage. It was when the object being 
displayed was more than 65535 (or 32767 can't remember the actual 
number tho it was one of the two) units away from the camera. 


Nick S 


——MESSAGE FILE 17399 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000981 


—-MESSAGE FILE 17400 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000982 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 16:42:44 -0400 

Organization: SCEA News Server 

Lines: 56 
Message-ID: <3606BA44.347FD7C6@bigfoot.com> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> 
NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:982 scee.yaroze.freetalk.english: 
2427 


James Shaughnessy wrote: 


Hello World tutorial OTs and double buffering are a bit too much for 
the beginner, but they are unavoidably only a whisker away. 


> 

> Darco wrote: 

> > Once this routine is called, the GPU automaticly "turns off" the 

> > screen by default. Not sure why it does this.. 

> 

> It will surely be because you don't want to actually see the gibberish 
> that's probably on the frame buffer; so it turns off, and will then 

> automatically activate when the next GsSwapDispBuff() is called -- so 
> calling SetDispMask(1) is not necessary. I know for the sake of the 
> 

> 


I won't be getting into OT and double buffers for another lesson or two. 
Generally, each concept will have 2 lessons... For example, you may have 
noticed that this is Lesson 2, rather than lesson 1. Lesson 1 contains 
an explanation of the hardware, and concepts behind how it works, terms, 
etc... All of the basic stuff, but no code. 


Next lesson, I think I'll be describing double buffering and OT's. 


> RECT screen_c; 


I think this would be the best time to tell them that the display 
area defaults to the upper left 320x240 of the 1Mb 1024x512 frame 
buffer, with a nice diagram too perhaps. Clearing the *whole* frame 
buffer may confuse them don't you think? Also a quick hint that a 


VVVVVVV 
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> second 'buffer' will invariably be right below it, and the rest of 
> the video memory is used for sprites and/or 3D object textures. 


The frame buffer is described in Lesson 1, along with alot of the other 
hardware. Lesson 1 has no code -- just descriptions and explanations. 


Also the macro setRECT should be taught from the start I think, as 
it really tidies thing up (no need to tell them that it's a macro and 
not a libps.h function yet though :), so you could do this: 


RECT screen; 
setRECT(&screen, 0, 0, 320, 240); 


V V V V V V 


Whoah. Cool. Learn something new every day. Yeah, I'll use that instead. 
Thanks. 


> 


> I am curious why you use the "_c" as it may perhaps scare a few people? 
> 


Yeah, you are right. It stood for "clear" as in "screen_clear" but I 
guess I'll just change it to "screen". 


> Hope you don't think I'm being too pedantic or picky by the way! 


It's ok... That setRECT is alot simpler than what I as doing. Thanks. 


"Darco 
—-MESSAGE FILE 17400 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000982 


—-MESSAGE FILE 17401 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000983 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 17:58:13 -0400 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <3606CBF5.92F4F91E@bigfoot.com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot.com> <6u6b6iSbdk1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:983 scea.yaroze.programming.3d_gr 
aphics:291 


Nick Slaven wrote: 


Darco wrote in message <36062E02.CF3ACECE@bigfoot.com>... 

>That's what I thought. There are no more than 500 Quad polys in a scene 
>at one time. I allocate space in my packet buffer for 2048 20 byte-sized 
>packets. I've tried increasing this to 4096, but it didn't seem to 
>change a thing. So I'm thinking that my packetspace is somehow getting 
>corrupted...somewhere... 


How big are your coordinates? 

I've had similar spikey garbage. It was when the object being 
displayed was more than 65535 (or 32767 can't remember the actual 
number tho it was one of the two) units away from the camera. 


VVVVVVVVVV VV 


No, that's not the problem. The playing field is 1600 units wide and 
1600 long, each cube being 100 units in all demensions. 


I think the bug is in my TMD creation routines -- I stole them from that 
"maketmd" file... 


I know that the problem is in the TMD creation because when I render a 
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TMD that I made on my computer (A sphere, with more polygons than I have 
in the normal generated scene that I make) and it worked perfectly. I 
guess I'll have to write my own TMD creation routines. (Uggg...) 


"Darco 
—-MESSAGE FILE 17401 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000983 


-—-MESSAGE FILE 17402 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000984 
Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 20:48:51 BST 

Organization: ArgoNet, but does not reflect its views 

Lines: 86 

Distribution: world 

Message-ID: <na.e1353d4889.a70la0rfredw@argonet.co.uk> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net .com> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userk707.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:984 scee.yaroze.freetalk.english: 
2428 


Hiya... Just read through. Good one. If you can stick at it (and it looks 
like being a *long* job, so good luck!), this should be superb... 


And now for the criticism (don't treat this as being harsh, please, 'tis in 
my nature to be "picky" ;) ) 


In article <36064067.123D@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 

> Darco wrote: 

> RECT screen_c; 

I think this would be the best time to tell them that the display 
area defaults to the upper left 320x240 of the 1Mb 1024x512 frame 
buffer, with a nice diagram too perhaps. 


> 
> 
> 
> 


Organisation of the display area should be a *massively* important 
piece of a Yaroze tutorial, and really needs a chapter all to itself. 
But I agree, the "this is a good place to put the screen" would make 
a good intro to it at this stage. 


If the "how come the PAL conversions are all letterboxed?" whingers 
*knew* that most NTSC games stick the palettes under the screenspace 
and fill the right hand side with 256*256 textures, making full-256-high 
conversion such a dog, they'd (probably not, thinking about it, hohum...) 
soon shut up ;) 


> Also the macro setRECT should be taught from the start I think, as 
> it really tidies thing up (no need to tell them that it's a macro and 
> not a libps.h function yet though :), so you could do this: 


> RECT screen; 
> setRECT(&screen, 0, 0, 320, 240); 


Hmmm. personally I do almost all my RECTs as something like:- 


static RECT screen = {SCN_VRAM_X,SCN_VRAM_Y,SCN_WIDTH, SCN_HEIGHT}; 


-where the constants are defined in a header, to allow for easy vram 
shuffling. This has the additional benefits at being (literally) 
infinitely faster (unless GCC's got a hell of a lot better at 
optimising since last time I checked its output), and taking up about 
half the memory. 


But all this kinda thing is ultimately personal preference. 


-and, for a future tutorial, the fact that "x" and "w" are in "16-bit 
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lumps", rather than "pixels" is something that *really* needs emphasising 
by the time you arrive at doing texture maps. 


> // The above setRECT line is eqivalent to doing these 4 lines: 
> // screen.x = 0; // .x .7 is the top left coordinate of 

> // screen.y = 0; // the frame buffer we want to clear 

> // screen.w = 320; // .w is the width of the RECT 

> // screen.h = 240; // .հ is the height of the RECT 


While we're critisising, if a newbie doesn't know about "\n", they're 
*certainly* not going to know that the gcc "c" compiler understands 
c++ "//" comments... Though they could prolly guess that from the 
context! 


It is a brilliant thing you're doing as so many assumptions are 

made that people are familiar with C, it's great that a total beginner 
has a full explanation of everything rather than the all too common: 
"I'd better put that bit of code in as it doesn't work otherwise..." 


V V V V 


Agreed. The "this is why this bit of code is here" stuff is *very* good in 
this first tutorial. 


I pretty much love it, really. The colour coding works (though I'd've 
used different colours ;) ) Oh, and the "to recap" cut'n'paste bit at 
the end is *essential*, coz I find interspersed code & discussion pretty 
difficult to follow as code. Bravo for remembering it. 


(oh, I *will* put the source to P2 up eventually, honest, it just needs a 
little tidying!) 


ttfin 
Fred 
R. Fred Williams 
PushyII... for the Acorn http://www.argonet.co.uk/users/rfredw 
& PSX Yaroze http://www.netyaroze-europe.com/~RFREDW 


—-MESSAGE FILE 17402 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000984 


—-MESSAGE FILE 17403 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000985 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 18:41:39 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36069d8c.50853450@news.scea.sony.com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot.com> <6u6éb6iSbdkl@chuka.playstation.co.uk> <3606CBF5.92F4F91E 
@bigfoot.com> 

NNTP-Posting-Host: client-119-88.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:985 scea.yaroze.programming.3d_gr 
aphics:292 


Լ 
>guess I'll have to write my own TMD creation routines. (Սցցց...) 


I remember reading how Robert Swan had written a routine for 
dynamically creating TMDs at runtime. Check his site out, he is a SCEE 
member. 


Sorry if you knew this already. 
-Matt 


--MESSAGE FILE 17403 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000985 


Net Yaroze newsgroups message dump.txt Page 11710 


—-MESSAGE FILE 17404 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000986 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 20:48:36 -0400 

Organization: SCEA News Server 

Lines: 85 

Message-ID: <3606F3E4. 6ECC48B8@bigfoot .com> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> <na.e1353 
d4889.a701la0rfredw@argonet.co.uk> 

NNTP-Posting-Host: 192.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:986 scee.yaroze.freetalk.english: 
2433 


Fred Williams wrote: 


Hiya... Just read through. Good one. If you can stick at it (and it looks 
like being a *long* job, so good luck!), this should be superb... 


՛ ՊՍ 


Long. *sigh* Well. Perhaps it might help me get into DigiPen Institute 
of Technology. If I show them this and they like it, then that might 
help me out alot. (I feel tired already. But that's not gonna stop me) 


> 

> And now for the criticism (don't treat this as being harsh, please, 'tis in 
> my nature to be "picky" ;) ) 

> 


aH 
Q 
O 
O 
K 


;) 


Organisation of the display area should be a *massively* important 
piece of a Yaroze tutorial, and really needs a chapter all to itself. 
But I agree, the "this is a good place to put the screen" would make 
a good intro to it at this stage. 


V V V V V V 


The basic introduction to the display hardware and VRAM is covered in 
Lesson 1. (The lesson I posted was a partially finished version of 
Lesson 2) A more indepth overview of the display hardware, including 
double buffering, ordering tables, and such will be in Lesson 3. Then in 
Lesson 4 we will go step-by-step through writing a sample program that 
does something simple using what we discussed in Lesson 3, such as 
displaying a rectangle on the screen using ordering tables. 


When chapter 1 is over, I hope to have a version of the familiar "balls" 
demos. (Except it'll probably have small squares instead. At least at 
first... I don't want to go over sprites in chapter 1). 


And I'm not sure what chapter this will go into, but I eventually want 
to have a version of the Net Yaroze balls demo with colision detection, 
gravity, scrolling backgrounds... The works. Eventually that is. And 
from this process, hopefully the reader will learn something. 


Hmmm. personally I do almost all my RECTs as something like:- 


static RECT screen = {SCN_VRAM_X,SCN_VRAM_Y,SCN_WIDTH, SCN_HEIGHT}; 


-where the constants are defined in a header, to allow for easy vram 
shuffling. This has the additional benefits at being (literally) 
infinitely faster (unless GCC's got a hell of a lot better at 
optimising since last time I checked its output), and taking up about 
half the memory. 


VVVVVVVVVV VV 


But all this kinda thing is ultimately personal preference. 
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You don't need to worry about adjusting the screen height or anything, 
and as PAL systems update slower than NTSC systems, you won't have to 
worry about your game glitching (as is a problem the other way around). 


James (~mrfrosty). 
-—-MESSAGE FILE 1835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00538 


—-MESSAGE FILE 1836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000539 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Wed, 18 Mar 1998 06:42:29 -0800 

Organization: Cisco Systems 

Lines: 42 

Message-ID: <350FDD55.A1D6B25E@netmagic.net> 

References: <350aa03f.4404800@news.playstation.co.uk> <350FDOFD.768A@writeme.com> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


James Rutherford wrote: 
Robert Swan wrote: 
This is a request for something new from sony to add to our libraries. 


I'm very happy with everything we have except our lack of support for 
the four joypad adapter. 


VV VV V V V 


Ill write to Jim'll fix it if it doesn't happen :) 


I went out and bought a multi-tap yesterday, in the desperate hope that 
maybe I could figure out how to get it working (as someone seems to have 
already got somewhere with the lightgun). 


Suffice to say, the multi-tap boomerang will be joining the Codewarrior 
frisbee in my affections, which is a bit of a shame. 


For what it's worth, the way the multitap doesn't work (certainly for 
the Yaroze libs) is as a different controller type, concatenating all of 
the pad results. 


When you plug the thing in, it acts as if controller A is plugged into 
port 1 and memory card A is plugged into mem-socket 1 - No other 
discernable effects. 


I guess there is the possibility that the multitap sends back each 
information packet on different VSyncs, but I haven't tried this and am 
not too hopeful that I could get it working. 


Anybody got any bright ideas...? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


James (~mrfrosty). 


Have you made something print out all the status bits for the 
controller buffers and twiddled with the controller to see what 
happens? You have got me curious now... 


= é? 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00539 
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True, it may be faster and more code efficient. However this is a newbie 


tutorial... Code needs to be as readable as possible rather than 
optimized. 

> 

> 

> While we're critisising, if a newbie doesn't know about "\n", they're 
> *certainly* not going to know that the gcc "c" compiler understands 

> c++ "//" comments... Though they could prolly guess that from the 

> context! 

Oh. ... Huh? I've always used both "//" and "/* */" for commenting... I 
wasn't aware that "//" was exclusive to C++... I've just always done it 


like that. My personal code makes heavy use of both comment denotors. 


Agreed. The "this is why this bit of code is here" stuff is *very* good in 
this first tutorial. 


I pretty much love it, really. The colour coding works (though I'd've 
used different colours ;) ) Oh, and the "to recap" cut'n'paste bit at 
the end is *essential*, coz I find interspersed code & discussion pretty 
difficult to follow as code. Bravo for remembering it. 


VVVVVVVV 


I'll also have a zip file for downloading, containing working source 
that you can compile and run. No need to cut and paste. 


Or maybe that's making it too easy... Perhaps it shouldn't be that easy. 
Anyone have some input on this? 


"Darco 
—-MESSAGE FILE 17404 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000986 


—--MESSAGE FILE 17405 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000987 
Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 21 Sep 1998 23:46:48 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <skennedy-2109982346480001@pro1-147.barrie.connex.net> 

References: <35F7A88A.F1AQ0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—88-118.al.n 
l> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@pro1-145.barrie.connex.net> < 
ldfhsp9.10343sq1364120N@al-88-121.al.nl1> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2434 scea.yaroze.freetalk 
2987 


In article <ldfhsp9.10343sq1364120N@a1-88-121.al.nl>, macsuppor@al.nl 
(DEnnis Brinkhuis) wrote: 

> Sean Kennedy <skennedy@bconnex.net> wrote: 

> > Anyone know Where I can get an NTSC grabber for 6100 cheap? My Commodore 
> > 1702 is too much VDT content for my office. {I use it with my VCR...} 

> > -sean 
> 
> 
> 


In Holland you pay about 50 pounds ($75) for a grabber-card for 6100. 


But I'm afraid that will be Pal, or... I use a 8500av, and grabbing is 
no prob for me. I can grab NTSC and Pal!! 
> DEnnis.. 


PAL would not be too much a problem when I'm doing Yaroze. {Extra Lines 
are nice...} but I play regular NTSC games too, so I'd need the NTSC 
grabber. 

The 8100AV had a PAL/NTSC grabber, but the 6100/66AV didn't, it was region 
specific. 


Anyone in North America got a 6100 kit "Lying Around"? 
—garn! 


-sean 
——MESSAGE FILE 17405 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000987 
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—-MESSAGE FILE 17406 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000988 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Tue, 22 Sep 1998 14:33:27 +0100 

Organization: I wish! 

Lines: 16 

Message-ID: <3607A727.216D@mdx.ac.uk> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot.com> <6u6b6iSbdkl@chuka.playstation.co.uk> <3606CBF5.92F4F91E 
@bigfoot.com> <36069d8c.50853450@news.scea.sony.com> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:988 scea.yaroze.programming.3d_gr 
aphics:293 


Matthew Hulett wrote: 
> 
> I remember reading how Robert Swan had written a routine for 

> dynamically creating TMDs at runtime. Check his site out, he is a SCEE 
> member. 


Um, the dodgy thing about my tmd creation routine is that as yet there 
are no primitives that support light sourcing (but you could add them 
easily yourself by looking at the tech files and my code) and to get the 
latest tmd files you have to download the adventure game, and use 
make_tmd.c/h. If you have a look in the creation.c/h you'll see how I 
use them. They do exactly the same thing as the other demo but a) i 
tihnk they are easier to use, and b) they can create models which are 
smaller in memory. 


Rob 
—-MESSAGE FILE 17406 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000988 


—-MESSAGE FILE 17407 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000989 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: NTSC/PAL start-up convention? 

Date: Tue, 22 Sep 1998 12:08:26 -0700 

Organization: Bwahaha 

Lines: 23 

Message-ID: <3607F5AA.60709B48@shell.jps.net> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Heya, 


Anyone interested in starting a convention for doing NTSC and PAL 
initialization in their games? How are you handling this? 


The way I'm doing it right now is that one of the first routines that 
is called (when a program starts) is an initialization routine which 
checks to see if the user has held down the START button on pad 1. 
Then based on that it either initializes in 320x240 NTSC or 320x256 
NTSC. The game is built around 320x240 NTSC, so PAL users shouldn't 
see any clipping. (The screen can be recentered in an Options Menu 
if there are problems.) It also initializes some other variables to 
account for the 60 fps/50 fps problem. 


I'd rather not make two builds of the program and this way seems to 
be working fine---I've been cross-testing on both NTSC and PAL. 
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Mata ne, 


- Թ) suet tenchi@shell.jps.net Maes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ses http://www. jps.net/tenchi 


—-MESSAGE FILE 17407 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000989 


—-MESSAGE FILE 17408 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000990 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Tue, 22 Sep 1998 17:37:04 -0400 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <36081880.C9DA4042@bigfoot .com> 

References: <3607F5AA.60709B48@shell.jps.net> 

NNTP-Posting-Host: 101.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Elliott Lee wrote: 
Heya, 


Anyone interested in starting a convention for doing NTSC and PAL 
initialization in their games? How are you handling this? 


> 

> 

> 

> 

> 

> 

> The way I'm doing it right now is that one of the first routines that 
> is called (when a program starts) is an initialization routine which 

> checks to see if the user has held down the START button on pad 1. 
> 

> 

> 

> 

> 

> 

> 

> 

> 


Then based on that it either initializes in 320x240 NTSC or 320x256 
NTSC. The game is built around 320x240 NTSC, so PAL users shouldn't 
see any clipping. (The screen can be recentered in an Options Menu 
if there are problems.) It also initializes some other variables to 
account for the 60 fps/50 fps problem. 


I'd rather not make two builds of the program and this way seems to 
be working fine---I've been cross-testing on both NTSC and PAL. 


I've decided for an upcoming project that having 2 different builds 
would be the most efficient method. It's a Mech battle game, in which 
you fight in a randomly generated terrain against the computer, or a 
friend. For the movements of the legs and stuff, I'm going to have a 
coordinate hirarchy(sp), consisting of the body, upper right leg, lower 
right leg, right foot, etc... To get realistic movements I'm going to 
have the program read the rotation value from a look-up table that will 
be generated at buildtime. 


What is really cool is that at buildtime, it looks at if the game is 
PAL(50hz) or NTSC(60hz) and then will automaticly create the lookup 
tables synced at either 50Hz or 60Hz. So there will be no difference in 
speed between the two games. It will have a full-screen pal conversion 
as well. So hopefully, I will have a perfect PAL conversion. 


<Ohhh... Ahhh...> 


The most streamlined way to make a PAL conversion is to have 2 different 
builds. It's easy enough just to do this in codewarrior -- just have a 
NTSC target and a PAL target. 


You can do the same using makefiles with GCC. In fact, it is alot more 
flexible using MAKE... But not as easy to implement. 


BTW: I've never tried this, I'm not even sure if this function is 
supported by the net yaroze libs, but couldn't you ask for input from 
the computer what video mode to be in using scanf()? Now this function 


Net Yaroze newsgroups message dump.txt Page 11714 


probably isn't supported and I'm gona get alot of flack for saying this 
without checking, but it's just a random thought. 


"Darco 
—-MESSAGE FILE 17408 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000990 


——MESSAGE FILE 17409 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000991 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Tue, 22 Sep 1998 15:35:43 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <3608263F.7A3DD087@shell.jps.net> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot .com> 
NNTP-Posting-Host: 171.70.208.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Darco wrote: 

[estes] 
BTW: I've never tried this, I'm not even sure if this function is 
supported by the net yaroze libs, but couldn't you ask for input from 
the computer what video mode to be in using scanf()? Now this function 
probably isn't supported and I'm gona get alot of flack for saying this 
without checking, but it's just a random thought. 


VV V V V V V 


'Darco 


You can send text to the user and get back keyboard input via the 
printf/scanf or putc/getc stuff, but that'll only work for those 
with Yarozes---just imagine if you program is put on a CD for normal 
distribution to grey PSXs. They don't have keyboards. 


Another option is something someone else mentioned (forgot the thread) 
where you check the CD for the presence of a certain config file. This 
file only exists on the PAL systems, so if you don't find it you can 
assume the system is NTSC. 


I've just been trying to figure out a decent way to do things: 


— without having more than l build---less information to 
download 

- without requiring the user to type something in---a keyboard 
may not be accessible 

- without checking the CD---what if the directory stuff changes 


Ah... too bad we don't all use NTSC or all use PAL. Platform 
differences like these have always turned me away from making PC 
games. Too many variables... : ( 


Mata ne, 


- e! set tenchi@shell.jps.net Deg 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) sic http://www. jps.net/tenchi 


—-MESSAGE FILE 17409 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000991 


—-MESSAGE FILE 17410 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000992 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Tue, 22 Sep 1998 19:34:59 -0400 

Organization: SCEA News Server 

Lines: 64 

Message-ID: <36083423.FEFAE3D9@bigfoot.com> 
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References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> 

NNTP-Posting-Host: 101.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Elliott Lee wrote: 


> 

> You can send text to the user and get back keyboard input via the 

> printf/scanf or putc/getc stuff, but that'll only work for those 

> with Yarozes---just imagine if you program is put on a CD for normal 
> distribution to grey PSXs. They don't have keyboards. 

> 


That's very true, but if you are gonna put it on a CD Sony doesn't want 
you to have a Video Format switch routine anyway; though I doubt they 
enforce this. (Did they enforce it for Total Soccer? Not to my 
knowledge...) Why would you want a video format switch in your game if 
it is going to be burned onto a black CD? 99% of the people who play it 
won't know it's there. (That is, unless you tell them) 


Another option is something someone else mentioned (forgot the thread) 
where you check the CD for the presence of a certain config file. This 
file only exists on the PAL systems, so if you don't find it you can 
assume the system is NTSC. 


VVVVVV 


Yeah, I've seen this too. But again you run into a problem... If your 
proggie is put on a CD in Europe, then unless sony puts a dummy file on 
the CD, your program will default to NTSC when it should run PAL. : ( 
This works great for Net Yaroze only games though. 


> I've just been trying to figure out a decent way to do things: 

> 

> — without having more than 1 build---less information to 

> download 

> - without requiring the user to type something in---a keyboard 
> may not be accessible 

> — without checking the CD---what if the directory stuff changes 
> 


I personally think that having 2 builds is the way to go, but others 
(including it seems yourself) think that this is toom much trouble. It 
does give the most freedom. 


But if you want to do a switch thing, either the X or the O buttons 
would be a good choice to switch modes. Select and Start might do as 
well, but the finger has to go ALL out of it's way to press that Start 
or Select button... We wouldn't want to do that now would we? ;) 


!!! *light bulb goes over Darco's head* !!! 


I got an idea. It'll require a tad of research... Hmmm... But if it 
works it'll satisfy all three of those requirements. If we can find the 
exact differences between a [NTSC | U/C] rom and a [PAL] PlayStation 
ROM, then we could write a simple function that could easily determine 
the native video format of the unit. 


I just have a few questions before I start doing research... 


Question for SCEA - Will this violate my lisense agreement? If it might, 
I am asking Sony for permission to do so. Or would such an investigation 
be futile -- Are the ROM's the same in both systems? 


Question for SCEE Members - Does your playstation boot PAL or NTSC? I 
was thinking this might be possible because PAL TV's can view an NTSC 
signal, just in greyscale. 


"Darco 
—-MESSAGE FILE 17410 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000992 
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—-MESSAGE FILE 17411 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000993 
Path: chuka.playstation.co.uk!scea!prol-142.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Tue, 22 Sep 1998 21:27:14 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 104 

Message-ID: <skennedy-2209982127140001@prol1-142.barrie.connex.net> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> <na.e1353 
d4889.a701la0rfredw@argonet.co.uk> <3606F3E4.6ECC48B8@bigfoot .com> 

NNTP-Posting-Host: prol-142.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:993 scee.yaroze.freetalk.english: 
2453 


In article <3606F3E4.6ECC48B8@bigfoot.com>, Darco <darco@bigfoot.com> wrote: 


> Long. *sigh* Well. Perhaps it might help me get into DigiPen Institute 
> of Technology. If I show them this and they like it, then that might 

> help me out alot. (I feel tired already. But that's not gonna stop me) 
> Ho-boy... ;) 

> 


Don't Give Up. 

The road to Interactive Computer Entertainment careers is a long but 
fruitful one. The Digipen Institute may be the first in the many steps up 
the hill. 


Organisation of the display area should be a *massively* important 
piece of a Yaroze tutorial, and really needs a chapter all to itself. 
But I agree, the "this is a good place to put the screen" would make 
a good intro to it at this stage. 


V V V V 
V V V V 


An example diagram as an "aside" Hyperlink would allow a quick browse at the 
users choice. Just keep "crucial" information out of it. Win32 Help files 
are a good examples of Asides. 


The basic introduction to the display hardware and VRAM is covered in 
Lesson 1. (The lesson I posted was a partially finished version of 
Lesson 2) A more indepth overview of the display hardware, including 
double buffering, ordering tables, and such will be in Lesson 3. Then in 
Lesson 4 we will go step-by-step through writing a sample program that 
does something simple using what we discussed in Lesson 3, such as 
displaying a rectangle on the screen using ordering tables. 


VV V V V V V 


Great, Keep it as simple as possible. Use "Asides" sparingly to illustrate 
a concept. 


> When chapter 1 is over, I hope to have a version of the familiar "balls" 
> demos. (Except it'll probably have small squares instead. At least at 
> first... I don't want to go over sprites in chapter 1). 


Simply indicate that the squares are "run-time" sprites on the screen. 


> And I'm not sure what chapter this will go into, but I eventually want 
> to have a version of the Net Yaroze balls demo with colision detection, 
> gravity, scrolling backgrounds... The works. Eventually that is. And 

> from this process, hopefully the reader will learn something. 


> > Hmmm. personally I do almost all my RECTs as something like:- 

> > static RECT screen = {SCN_VRAM_X, SCN_VRAM_Y, SCN_WIDTH, SCN_HEIGHT}; 
{Blah Blah} 

> > optimising since last time I checked its output), and taking up about 
> > half the memory. 

> > But all this kinda thing is ultimately personal preference. 


Uh Oh, Avoid Personal Prefs in Newbie Docs.! 


> True, it may be faster and more code efficient. However this is a newbie 
> tutorial... Code needs to be as readable as possible rather than 
> optimized. 
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Yep. 

> > While we're critisising, if a newbie doesn't know about "\n", they're 
> > *certainly* not going to know that the gcc "c" compiler understands 

> > c++ "//" comments... Though they could prolly guess that from the 

> > context! 

> Oh. ... Huh? I've always used both "//" and "/* */" for commenting... I 
> wasn't aware that "//" was exclusive to C++... I've just always done it 
> like that. My personal code makes heavy use of both comment denotors. 


I see both interspersed in a LOT of code examples I see on the net. 

I suggest using things like: 

NOTE: The // Comment content and /* Comment Content */ designators 
are for Comments in C/C++ 


I pretty much love it, really. The colour coding works (though I'd've 
used different colours ;) ) Oh, and the "to recap" cut'n'paste bit at 
the end is *essential*, coz I find interspersed code & discussion pretty 
difficult to follow as code. Bravo for remembering it. 


V V V V 
V V V V 


Optional discussion and code snippets are good so long as the font is 
adjusted accordingly. Using COURIER for code segments, and TIMES for 
discussion is a neat way of doing this. {In HTML 1.0 and 2.0 this was 
limited to "fixed-width" 

fonts and "proportional" font in HTML 3.0 I think that you can specify a 
common font. } 

> I'll also have a zip file for downloading, containing working source 

> that you can compile and run. No need to cut and paste. 


My own experience has found that re-writing the critical segments of code 
is FAR more valuable than cutting and pasting. keeping the code in 
"Snippet" form makes the user fill in the blanks. Just be careful when 
introducing new things, test the code build to see if it works. Don't do 
source code extractions, Newbies {including myself} get lost trying to put 
it together. Instead intersperse discussion like you have, and leave 
comments beside critical portions of the code intact. 


> Or maybe that's making it too easy... Perhaps it shouldn't be that easy. 
> Anyone have some input on this? 
> 'Darco 


Remarkably when you ask this, it means that you have a good balance. 


Great work. If there are graphics you want to try with this, let me know, 
and I'll do a few in Pshop and send you the JPEGS. 


-sean 
--MESSAGE FILE 17411 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000993 


--MESSAGE FILE 17412 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000994 
Path: chuka.playstation.co.uk!scea!prol-142.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Tue, 22 Sep 1998 21:54:09 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 56 

Message-ID: <skennedy-2209982154090001@prol1-142.barrie.connex.net> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAR3D9@bigfoot.com> 

NNTP-Posting-Host: prol-142.barrie.connex.net 


In article <36083423.FEFAE3D9@bigfoot.com>, Darco <darco@bigfoot.com> wrote: 
> Elliott Lee wrote: 
> > distribution to grey PSXs. They don't have keyboards. 


A Gamepad is very powerful. 

Take WipeoutXL, a PAL based game that was developed in the UK. 
The NTSC version used a partially modified build of the software. 
in one os the setup screens you can adjust the screen map. 

On the SCEE version this was not available. {MeThinks..?} 
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Why would you want a video format switch in your game if 

it is going to be burned onto a black CD? 99% of the people who play it 
won't know it's there. (That is, unless you tell them) 

> Another option is something someone else mentioned (forgot the thread) 
> where you check the CD for the presence of a certain config file. This 
> file only exists on the PAL systems, so if you don't find it you can 

> assume the system is NTSC. 


VV V V V V V 


A Gestalt function. Good programming ethic for PC based games, but for PSX 
uneeded. 


> Yeah, I've seen this too. But again you run into a problem... If your 
> proggie is put on a CD in Europe, then unless sony puts a dummy file on 
> the CD, your program will default to NTSC when it should run PAL. : ( 


Ick. 


I personally think that having 2 builds is the way to go, but others 
(including it seems yourself) think that this is toom much trouble. It 
does give the most freedom. 


I got an idea. It'll require a tad of research... Hmmm... But if it 
works it'll satisfy all three of those requirements. If we can find the 
exact differences between a [NTSC | U/C] rom and a [PAL] PlayStation 
ROM, then we could write a simple function that could easily determine 
the native video format of the unit. 


I just have a few questions before I start doing research... 

Question for SCEA - Will this violate my lisense agreement? If it might, 
I am asking Sony for permission to do so. Or would such an investigation 
be futile -- Are the ROM's the same in both systems? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


This is a valid hardware question. But I'd bet that the ROMS are the same. 
What would be different is the regionality block chip. It looks at a 
timing parameter before the OS is loaded from the PSX-CDROM. I would 
assume your first guess is what I would look at. Since GetVideoMode () 
would return MODE_NTSC if the SetVideoMode () function wasn't called ahead 
of time. 


> Question for SCEE Members - Does your playstation boot PAL or NTSC? I 
> was thinking this might be possible because PAL TV's can view an NTSC 
> signal, just in greyscale. 

> 'Darco 

If the file BOOT = cdrom:NDTL_S30.35;1 entry on the SYSTEM.CNF file is 
different for SCEE members, then this may be doable for Yarozers only. 
-sean 


--MESSAGE FILE 17412 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000994 


--MESSAGE FILE 17413 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000995 


Path: chuka.playstation.co.uk!news 

From: Robert Swan <rs108@mdx.ac.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 
Date: Wed, 23 Sep 1998 07:53:16 +0100 
Organization: I wish! 

Lines: 13 

Message-ID: <36089ADC.840@mdx.ac.uk> 


References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAE3D9@bigfoot.com> <skennedy-—22099821540900 


01@prol-142.barrie.connex.net> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Is there really a problem with doing a cd check? If you are worried 
about creating something for the cover disk at a later stage you should 
have some sort of contact with Sony, and they could either suggest a) 
they put on such and such a file for you to check for so your routine 
will still work, or b) suggest making it pal by default. Seeing as you 
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would want it to be on a coverdisk, it doesnt seem like it would be a 
drag to hardcode a resolution in this event. I would stick with the cd 
check. I do have a feeling that causes a problem with an Action replay 
thingy, as from an email from someone else suggests it redirects all cd 
functions to the ar, so putting in a cd file check could be a bit dodgy 
to check. 


Rob 
—-MESSAGE FILE 17413 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000995 


—-MESSAGE FILE 17414 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000996 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Wed, 23 Sep 1998 10:44:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <3608C318.1C20B369@scee.sony.co.uk> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAR3D9@bigfoot.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


Darco wrote: 

> 

> That's very true, but if you are gonna put it on a CD Sony doesn't want 
> you to have a Video Format switch routine anyway; though I doubt they 

> enforce this. 


All games that go to black disk MUST be PAL, and PAL only (for SCEE release). Sony Q 
A enforces this. 

I think this is because some people might switch to the wrong mode and freak out at 
their screen 

rolling up and down, and they can't read the screen to see how to switch back. 


> Yeah, I've seen this too. But again you run into a problem... If your 
> proggie is put on a CD in Europe, then unless sony puts a dummy file on 
> the CD, your program will default to NTSC when it should run PAL. : ( 


We can put that file on. 


If we can find the 

exact differences between a [NTSC | U/C] rom and a [PAL] PlayStation 
ROM, then we could write a simple function that could easily determine 
the native video format of the unit. 


N NCA ISP 


Theoretically this is possible, but: 


o The program would not be compatible with all revisions of the Playstation. 
o You'd have to do some reverse engineering. Read your license agreement. 


The most compatible way is to check for the file's existence. 
Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
On the other hand, the early worm gets eaten. 


—-MESSAGE FILE 17414 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000996 


—--MESSAGE FILE 17415 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000997 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Wed, 23 Sep 1998 07:42:36 -0400 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <3608DEAC.DCE3007C@bigfoot .com> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAE3D9@bigfoot.com> <3608C318.1C20B369@scee. 
sony.co.uk> 

NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Russell wrote: 
>> 
> All games that go to black disk MUST be PAL, and PAL only (for SCEE release). Sony 
QA enforces this. 

I think this is because some people might switch to the wrong mode and freak out a 
their screen 

rolling up and down, and they can't read the screen to see how to switch back. 


V Vv t v 


I wasn't sure if they enforced this policy for Total Soccer on the ETCS 
disc, as the switch in total soccer was only documented on on a 
newsthread. Anyway, there's no need for a video format switch for a 
program on a black disc unless it is going to be exported to a different 
territory. 


Just a note to SCEA members: It might be a bad idea to put a PAL switch 
in your game if you are planning on puting your game on a black disc in 
the states. There are several "buggered" grey playstations which crash 
and burn when they try to switch to PAL. 


— o The program would not be compatible with all revisions of the Playstatio 
Ç 

I'm sure I could find a way around this... But I doubt if it's worth it. 

> 

> o You'd have to do some reverse engineering. Read your license agreement. 
> 


Yeah, that's what I thought. Doing this though would require me to 
obtain several playstation roms and compare the differences between 
them. However, this would be a copyright violation before it ever became 
a reverse engineering issue. It probably wouldn't be worth it anyway... 
It was a good idea thouoh. 


"Darco 
—-MESSAGE FILE 17415 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000997 


-—-MESSAGE FILE 17416 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000998 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Wed, 23 Sep 1998 13:16:13 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <3608E68D.78C39056@scee.sony.co.uk> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAE3D9@bigfoot.com> <3608C318.1C20B369@scee. 
sony.co.uk> <3608DEAC.DCE3007C@bigfoot .com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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-—-MESSAGE FILE 1837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000540 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Wed, 18 Mar 1998 06:47:30 -0800 

Organization: Cisco Systems 

Lines: 45 

Message-ID: <350FDE82.C858D151@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> <350EEED6.40 
C20D1C@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:540 scea.yaroze.freetalk: 
520 


Elliott Lee wrote: 


James Rutherford wrote: 


Elliott Lee wrote: 


> To get it, point your browser to: 
> 
> ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


SCEE can access Elliott's ftp mirror at: 
http: //www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 


I guess minefld.zip should be there by the next update. 
(any chance of a PAL version/option by then, Tenchi?) 


VVVVVVVVVVV VV VV 


James (~mrfrosty) 


Hm... how about I provide all the source and whatnot and let someone 
with a PAL system convert it? Should be really easy and I have no 
way of testing PAL here... : ( 


S562 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


VVVVVVVVVVVVV VV VV VV VV VV VV 


I just put up the source for Mine Field in the scee.yaroze.mydemos 
under the thread with the same subject. (I didn't CC it to all the 
groups ‘cuz it's just too big.) Anyhoo, that will give anyone full 
access to the code and supporting files. Plus, you get two extra 
bonuses: 


- my current libraries for manipulating controller status, 
text printing, and sprite loading 


- an offset calculator for your siocons auto file 


Unzip it with the directory option to explode the subtrees. Also, 
see the README.TXT in the root for details on compiling it. 


Jyaa... 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 1837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00540 


—-MESSAGE FILE 1838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000541 
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X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Darco wrote: 

> 

> I wasn't sure if they enforced this policy for Total Soccer on the ETCS 
> disc, as the switch in total soccer was only documented on ona 

> newsthread. 


As I recall, the ECTS disk wasn't a black disc - it was a silver running on blue deb 

ug stations. If 

it was on a coverdisk, it would have had to have been through QA and they would have 
jumped on a 

NTSC/PAL mode switch. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


On the other hand, the early worm gets eaten. 
—-MESSAGE FILE 17416 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000998 


—-MESSAGE FILE 17417 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000999 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Wed, 23 Sep 1998 16:27:19 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <360959A7.C3CB4DC1@bigfoot .com> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAE3D9@bigfoot.com> <3608C318.1C20B369@scee. 
sony.co.uk> <3608DEAC.DCE3007C@bigfoot.com> <3608E68D.78C39056@scee.sony.co.uk> 
NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Russell wrote: 
> 
> As I recall, the ECTS disk wasn't a black disc - it was a silver running on blue d 
ebug stations. If 
> it was on a coverdisk, it would have had to have been through QA and they would ha 
ve jumped on a 

> NTSC/PAL mode switch. 

> 


Do'h! Ok, cool. 


"Darco 
—-MESSAGE FILE 17417 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00000999 


—-MESSAGE FILE 17418 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001000 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 24 Sep 1998 16:26:12 +0100 

Organization: The Hex Heroes 

Lines: 16 

Message-ID: <360A6494.138F@writeme.com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <01lbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> <3602988A.6117@writeme.com> <ldfllv4.qzidffe5k5vkN@al-—88-102.al.nl1> 
NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2502 scea.yaroze.freetalk 
:1000 


DEnnis Brinkhuis wrote: 


> I got a question about the hype of the gun all of a sutten, well this 
> is my explenation: 
> 


> 
> 


Hmm, call me a cynic but I don't think the general public are going for 
it. Lightguns have /never/ been anything more than a minority peripheral 
- and I think we now have a situation where there are more types օք 
lightgun for the platform than there are gun games... 


Shame, because I reckon lightgun games have a /lot/ of potential. 


James (~mrfrosty) 
—-MESSAGE FILE 17418 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001000 


—-MESSAGE FILE 17419 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001001 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 24 Sep 1998 21:15:26 +0200 

Organization: Debri Productions 

Lines: 29 

Message-ID: <ldfvp7r.g2o0iylry3cgqN@al-—88-123.al.nl1> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> <3602988A.6117@writeme.com> <ldfllv4.qzidffe5k5vkN@al-—88-102.al.nl> <360A6494.138 
F@writeme.com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 49 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2513 scea.yaroze.freetalk 
21001 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


> I got a question about the hype of the gun all of a sutten, well this 
> is my explenation: 
> 


> 
> 


Hmm, call me a cynic but I don't think the general public are going for 
it. Lightguns have /never/ been anything more than a minority peripheral 
- and I think we now have a situation where there are more types օք 
lightgun for the platform than there are gun games... 


VVVVVVVVVVVV VV 


Shame, because I reckon lightgun games have a /lot/ of potential. 
I agree! 


I think the Hype in Holland is maybe a bit more local. It's hard to get 
the gun in Holland, most shops sold them all (with TC or PB). You can 
only get loose games of PB and TC. I was very pleased to find a gun with 
TC. Although I prefered PB. I will buy PB now seperate. 

I would like to see some more Gun compatible games, thats why we are 
working on one. 


Cheers, 


DEnnis.. 
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—-MESSAGE FILE 17419 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001001 


—-MESSAGE FILE 17420 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001002 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Thu, 24 Sep 1998 22:10:34 -0500 

Organization: Ed Federmeyer 

Lines: 71 

Message-ID: <6uf0vb$1lmg12@scea> 

References: <3607F5AA.60709B48@shell.jps.net> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Elliott Lee wrote in message <3607F5AA.60709B48@shell.jps.net>... 
>Heya, 

> 

>Anyone interested in starting a convention for doing NTSC and PAL 
>initialization in their games? How are you handling this? 


Interested, yes! 


But, (and I hate to be a wet blanket) considering we can't standardize 
on a method for exit our programs, I doubt we could organise this. 
(SELECT+START) seems to be the method favored by the original 


Sony Net Yaroze demos, but not everyone followed this. Heck, not 
everyone makes it POSSIBLE to exit thier programs! (Don't get me 
wrong, if people start following a standard, I'll be all for it.) 


This is pretty much why I gave up and wrote that "PAL Eater" program 

on my web page because so much SCEE software was binary 

only and for PAL only (especially the first round of releases). Do any 
of you SCEA members have a TV that can show PAL? I kinda 

always meant to get around to getting one, but I never could really 
justify spending the money on another TV. Instead the "PAL Eater" 
program patches the Net Yaroze binary to change calls from 


"SetVideoMode (MODE_PAL)" into calls to 
"SetVideoMode (MODE_NTSC)". I still have not found a program 
it didn't convert. (But I'm still only 1/2 way through all the SCEE 


demos/games I could find.) 


I also never heard a definite answer to a question I posed maybe 

a year ago: Do SCEE members NEED to put a SetVideoMode () 

call in thier code at all? For us SCEA members, I don't even put 
the call in my code, and it starts up in NTSC mode and stays there. 


I always assumed that since the "brick" console must be in PAL 
—-MESSAGE FILE 17420 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001002 


—-MESSAGE FILE 17421 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001003 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Fri, 25 Sep 1998 08:43:01 +0100 

Organization: I wish! 

Lines: 29 

Message-ID: <360B4985.F2D@mdx.ac.uk> 

References: <3607F5AA.60709B48@shell.jps.net> <6uf0vbšlmgl2@scea> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I try to stick to [select+start] to quit from any point in the game (no 
matter how messily) as a matter of habit. Having just one key seems 
strange, and it is annoying to load up people's demos and press triangle 
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whatever and then have to load it again. Maybe I should read the 
adme.txt files but if there is one thing I agree a lot with from Sony 
the way they stick to conventions to make games easier to pick up 

or example, making cross the most important button). 


garding our code, if SCEE members do not put in SetVideoMode (MODE_PAL) 
en it defaults to NTSC. Probably for the simple reason that out of 

EE SCEA and SCEI two of the territories were NTSC so they printed all 
e cds like that rather than print up two different sorts. 


my suggestion is, that even NTSC programs should have a call to 
tVideoMode (MODE_NTSC) simply so that when someone nice writes the 
posite of your conversion program there is actually some code for it 
find! Surely it wouldnt be hard to write the conversion program to do 
e reverse transformation? I get annoyed at black/white games, it 
ally detracts. 


a different note, most of the problems could be solved by people 
cluding their source allowing us to recompile should we want to. As 
ople may know I wish everyone would include their source code, 

gardless of whether it is for CW or gnu, seeing as in a way its a bit 
arrogance that anyone would _want_ to steal any of your ideas. I mean 

ts be honest, NOONE has done any groundbreaking new stuff that you 

nt get out of a book or acheive with a bit of thought. 


bert Swan 
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—-MESSAGE FILE 17421 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001003 


—-MESSAGE FILE 17422 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001004 


Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 
Re 
NN 


th: chuka.playstation.co.uk!news 

om: Phil Gooch <philg@easynet.co.uk> 

wsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

bject: Re: Resident Knievel 

te: Fri, 25 Sep 1998 17:34:50 +0100 

ganization: PlayStation Net Yaroze (SCEE) 

nes: 22 

ssage-ID: <360BC62A.3611B986@easynet.co.uk> 

ferences: <3600D305.DC52DBED@easynet.co.uk> <35FAE450.34D4@earthlink.net 
TP-Posting-Host: 193.131.140.246 


Mime-Version: 1.0 


Co 
Co 


ntent-Type: text/plain; charset=us-ascii 
ntent-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Xr 
zi 
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VVVVVV 


Hi 


I 
sc 


qu 
So 


Ph 


ef: chuka.playstation.co.uk scee.yaroze.freetalk.english:2566 scea.yaroz 
004 


ris Ramirez wrote: 


hey phil how were you able to see the fatal fantasy game? I downloaded 
it from it and it was a zip file but then it gives me an error message 
and I can not even see what is inside of the zip it says something about 
not being able to open it ut you can change by clicking on something do 
you know any way to fix this problem? 

chris Ramirez 


Chris 


> 


e.freetalk 


didn't download the game. It was on the Net Yaroze member's demo disk that 


EE were dishing out a few months ago to people who responded to a 
estionnaire. 

rry I can't help you there 

AL 


--MESSAGE FILE 17422 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001004 


—-MESSAGE FILE 17423 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001005 
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Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Fri, 25 Sep 1998 19:26:17 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <360BD239.1313FC9@hv.se> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htS$fsh2@chuka.playstation.co. 
նէ» <36038139.3132647@news.scea.sony.com> <3606A123.6F9F8DE6@shell.jps.net> 
Reply-To: bweut98@hv.se 

NNTP-Posting-Host: brage.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2570 scea.yaroze.freetalk 
21005 


Elliott Lee wrote: 


I have to second that. I have the same and have no probs with 
NTSC. I wish it supported PAL though... I have to use a Sony 
TV/monitor to get both. 


> 
> 
> 
> 
>-e! 
> 

> 


? are you American. The european winTV is supoosed to only support PAL (although 
it works with NTSC) 


—-MESSAGE FILE 17423 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001005 


—-MESSAGE FILE 17424 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001006 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Fri, 25 Sep 1998 12:13:54 -0700 

Organization: Bwahaha 

Lines: 27 

Message-ID: <360BEB72.22EF074@shell.jps.net> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htS$fsh2@chuka.playstation.co. 
uk> <36038139.3132647@news.scea.sony.com> <3606A123.6F9F8DE6@shell.jps.net> <360BD23 
9.1313FC9@hv.se> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2575 scea.yaroze.freetalk 
:1006 


? are you American. The european winTV is supoosed to only support PAL (although 
it works with NTSC) 


Brian West wrote: 

> Elliott Lee wrote: 

> > I have to second that. I have the same and have no probs with 
> > NISC. I wish it supported PAL though... I have to use a Sony 
> > TV/monitor to get both. 

>> 

>>-e! 

> 

> 

> 


Yeah, I'm an American. I don't have the winTV but rather the ATI 
All-In-Wonder. I usually hook up the video and audio from my Yaroze 

to my ATI as I can watch it in a window on my desktop. Great for 
screen shots or FMV capture. But, alas, it doesn't do PAL. That would 
be great if it did. So, one of my friends happened to run into a 

Sony TV/monitor that apparently can synchronize to a PAL signal, though 
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it only displays the normal 320x240/640x480 instead of 320x256/640x512---I 
get a little clipping on the bottom of the screen. 


Thankfully, there are a few games in which you can recenter the screen. 


Mata ne, ead ote ss 

- e! ee tenchi@shell.jps.net hig 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) 5e http://www. jps.net/tenchi 
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—-MESSAGE FILE 17424 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001006 


—-MESSAGE FILE 17425 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001007 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Atari joystick...? 

Date: Mon, 28 Sep 1998 11:51:46 -0700 

Organization: Bwahaha 

Lines: 21 

Message-ID: <360FDAC2.2ABE499A@sShell.jps.net> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2608 scea.yaroze.freetalk 


:1007 


Completely unrelated to the Yaroze, but do any of you out there have 
an old (but functional) Atari 2600-type joystick around? 


Reason why is that I met up with an hold jr. highschool friend and 
found out that he still had his Atari 520ST, so I bought it from him. 
(Nostalgic reasons, I guess.) Only thing is that he didn't have the 


joystick any more. The only program I can run on that thing now is 
Missle Command :P, all the other games require a joystick... : ( 


So ... if anyone would like to donate or sell of your old 520ST- 

compatible joystick, can you please send me an e-mail? Thanks! 

primary address: tenchi@shell.jps.net 

secondary address: tenchi@cisco.com 

Mata ne, TA աեր 

- e! sags tenchi@shell.jps.net tas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) +. http://www.jps.net/tenchi 


——MESSAGE FILE 17425 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001007 


—-MESSAGE FILE 17426 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001008 


Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 
Date: Thu, 01 Oct 1998 02:49:15 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <3612DF9B.C9467AAD@ndirect.co.uk> 


References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAE3D9@bigfoot.com> <3608C318.1C20B369@scee. 


sony.co.uk> <3608DEAC.DCE3007C@bigfoot .com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr00-29.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Darco wrote: 


>> 

> > o You'd have to do some reverse engineering. Read your license agreement 
>> 

> 

> Yeah, that's what I thought. Doing this though would require me to 

> obtain several playstation roms and compare the differences between 

> them. However, this would be a copyright violation before it ever became 
> a reverse engineering issue. It probably wouldn't be worth it anyway... 
> It was a good idea though. 

> 

> 'Darco 


And what about future ROM revisions? 


Here's my thinking. The PSX must knows whether it's a PAL or NISC machine, as it ha 
s to boot in the 

correct mode. So, either the ROMs are different, or the boot code detects something 
in the hardware. 

Oops, back to reverse engineering again. 


Herbs 


—-MESSAGE FILE 17426 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001008 


—-MESSAGE FILE 17427 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001009 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: NTSC/PAL start-up convention? 

Date: Wed, 30 Sep 1998 23:21:01 -0700 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <36131F4D.BAF87D53@shell.jps.net> 

References: <3607F5AA.60709B48@shell.jps.net> <36081880.C9DA4042@bigfoot.com> <36082 
63F.7A3DD087@shell.jps.net> <36083423.FEFAE3D9@bigfoot.com> <3608C318.1C20B369@scee. 
sony.co.uk> <3608DEAC.DCE3007C@bigfoot.com> <3612DF9B.C9467AAD@ndirect.co.uk> 
NNTP-Posting-Host: svalliap-isdn2.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


You know, I was thinking about this a while ago: it would be so great 
if we could set up interrupt callbacks and have a hi-res timer. I 
would love to set things up to run at a virtual like 300 frames/sec 
and have it aliased to 60/50 frames a second. Functions would be 
required to unsort the sorted GPU commands, though. But, the overall 
effect would make it pretty easy to bridge the cross-platform 
differences. 


Random thoughts, 
- e! 


Alex Herbert wrote: 
> 


> Darco wrote: 


> 

> >> 

> > > o You'd have to do some reverse engineering. Read your license agreeme 
nt. 

> > > 

>> 

> > Yeah, that's what I thought. Doing this though would require me to 
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obtain several playstation roms and compare the differences between 
them. However, this would be a copyright violation before it ever became 
a reverse engineering issue. It probably wouldn't be worth it anyway... 
It was a good idea though. 


V V V V V V 


'Darco 


And what about future ROM revisions? 


VVVVVVVV VV 


Here's my thinking. The PSX must knows whether it's a PAL or NISC machine, as it 
has to boot in the 

> correct mode. So, either the ROMs are different, or the boot code detects somethi 
ng in the hardware. 

> Oops, back to reverse engineering again. 


> 

> Herbs 

Mata ne, ք pa 

- e! + sot tenchi@shell.jps.net Wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ras http://www. jps.net/tenchi 


—-MESSAGE FILE 17427 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001009 


—-MESSAGE FILE 17428 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001010 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Does anybody here archive the Electronics Boutique newsletter???? 
Date: Thu, 1 Oct 1998 17:31:24 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <6v0ros$4i42@scea> 

NNTP-Posting-Host: sud-tcsl-port52.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


There was an offer a week or so ago to straight trade two old N64 cart for 
NFL Blitz..... 


If someone subscibes to the EB World newsletter and still has a copy of that 
one around (with the NFL Blitz promo) could it be forwarded to 
titan@vianet.on.ca 


Hopefully with someones help I'll be able to get a copy of Blitz for 
absolutely nothin' 


Steve Tolin 


—-MESSAGE FILE 17428 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001010 


—-MESSAGE FILE 17429 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001011 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Does anybody here archive the Electronics Boutique newsletter???? 
Date: Fri, 2 Oct 1998 14:25:08 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6v3fnp$4i47@scea> 

References: <6v0ros$4i42@scea> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


They have them sitting around in the stores, or you can ask the clerk for 
one. I had to get another for the $25 rebate off my new Viper 550 Riva TNT 
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card. :) 
-Steve 


Steve Tolin wrote in message <6v0ros$4i42@scea>... 

>There was an offer a week or so ago to straight trade two old N64 cart for 
>NFL Blitz..... 

> 

>If someone subscibes to the EB World newsletter and still has a copy of 
that 
>one around (with the NFL Blitz promo) could it be forwarded to 
>titan@vianet.on.ca 
> 

>Hopefully with someones help I'll be able to get a copy of Blitz for 
>absolutely nothin' 

> 
>Steve Tolin 
> 


> 
> 
> 
—-MESSAGE FILE 17429 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001011 


—-MESSAGE FILE 17430 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001012 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Does anybody here archive the Electronics Boutique newsletter???? 
Date: Sat, 3 Oct 1998 11:09:37 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <6v5e4v$4i48@scea> 

References: <6v0ros$4i42@scea> <6v3fnp$4i47@scea> 

NNTP-Posting-Host: sud-tcsl-port15.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


What I'm looking for is the listserv mailing list that ebworld.com sends 
OUTS 22» 


My local EB says that that promotion never existed and unless I have some 
sort of proof I'm dead in the water... 


Thanks anyways.. 


Steve Spiller wrote in message <6v3fnp$4i47@scea>... 

>They have them sitting around in the stores, or you can ask the clerk for 
>one. I had to get another for the $25 rebate off my new Viper 550 Riva TNT 
>card. :) 

> 

>-Steve 

> 

>Steve Tolin wrote in message <6v0ros$4i42@scea>... 

>>There was an offer a week or so ago to straight trade two old N64 cart for 
>>NFL Blitz..... 

>> 

>>If someone subscibes to the EB World newsletter and still has a copy of 
>that 
>>one around (with the NFL Blitz promo) could it be forwarded to 
>>titan@vianet.on.ca 
>> 

>>Hopefully with someones help I'll be able to get a copy of Blitz for 
>>absolutely nothin' 

>> 
>>Steve Tolin 
>> 

>> 

>> 

>> 

> 
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> 


—-MESSAGE FILE 17430 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001012 


—-MESSAGE FILE 17431 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001013 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: William Atkin <"u9722039"@bournemouth.ac, սէ» 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Dead Yaroze :P 

Date: Sat, 10 Oct 1998 13:25:05 +0100 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6vq73v$81lel@scea> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hey Yaroze People.... 


I'm in a bit of a bind with my Yaroze here. I am registered as an 
American member to the Yaroze program, but right now I'm studying games 
in the UK. Of course I brought my Yaroze to the UK to use it for 
projects. Unfortunately, I bought a Sh*tty converter and it blew one of 
the capacitors on the power circuit board. I asked the UK support 
people about it and they said tough luck... talk to the American support 
people. 


Anyone know who I should get in touch with about getting a replacment 
part. Since that horrible occurrence I have invested in an industrial 
strength converter so a new 110v board will be fine, but since I will be 
here for quite a while I don't mind switching over to 220v. 


Help, I am without my Yaroze and it Sucks!!!! 


—-MESSAGE FILE 17431 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001013 


—-MESSAGE FILE 17432 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001014 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 
Subject: Re: Dead Yaroze :P 

Date: Sun, 11 Oct 1998 18:06:19 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ldgqsuj.158k7591rgq8vsiN@al-88-119.al.nl> 
References: <6vq73v$81lel@scea> 

NNTP-Posting-Host: al—-88-119.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


William Atkin <"u9722039"@bournemouth.ac> wrote: 


Hey Yaroze People.... 

I'm in a bit of a bind with my Yaroze here. I am registered as an 
American member to the Yaroze program, but right now I'm studying games 
in the UK. Of course I brought my Yaroze to the UK to use it for 
projects. Unfortunately, I bought a Sh*tty converter and it blew one of 
the capacitors on the power circuit board. I asked the UK support 
people about it and they said tough luck... talk to the American support 
people. 


Anyone know who I should get in touch with about getting a replacment 
part. Since that horrible occurrence I have invested in an industrial 
strength converter so a new 110v board will be fine, but since I will be 
here for quite a while I don't mind switching over to 220v. 


VVVVVVVVVVVVVV VV 


Help, I am without my Yaroze and it Sucks!!!! 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Wed, 18 Mar 1998 16:47:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6eots9$15r4@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <6elpnpSdud29@chuka.playstation.co.uk> <6em4asSdud32@chuka.playstation. 


co. 


p 


uk> <O1lbd51ca$f2482560$77d449c2@Angelal.intelligent-group.com> <6emruoSl5rl@chuka 


-playstation.co.uk> 
NNTP-Posting-Host: userm349.uk.uudial.com 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I knew that sentence would spark 
something off somewhere | :) 


Steve Dunn wrote in message 
<6emruo$15rl@chuka.playstation.co.uk>... 
>Then you could run that as a post link 
>task 


>Build/download/run at the press of a 


>key. 
>Microsoft are fantastic ! 


>> 
>> 


>>JohnT <johnt@nettech.demon.co.uk> 
wrote 

>in article 
>><6em4asS$dud32@chuka.playstation.co.uk> 


> 


>>> Well, you can't forget switching to 
>DOS altogether! You still need it for 
>>> Siocons! 

>>> Unfortunately, Siocons on my machine 
>"hogs' the processor time so that 

>>the 

>>> rest of Windows 98 either stops 
>running or runs extremely slowly!! Does 
>>> anyone know of or have a totally 
>Windows version of Siocons that works 
>>> reliably? 


>> 


>>Get YarozeMaster - it's a cracking 
good 

>replacment for SIOCONS (much better 
>>than SIOCONS 

>>actually). Lovely Win95 interface. 


>> 


>>Also, the guy who wrote it will be 
>adding ARS compatible fileserving to it 


>> 


(I got a mail 


>>from him this morning), so it'll give 
>you the best օք all worlds....... 


>> 


>>Craig. 


>> 
> 
> 


—-MESSAGE FILE 1838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00541 


—-MESSAGE FILE 1839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000542 
Path: chuka.playstation.co.uk!news 
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Ask for Cris Deering չ-) 
Good luck, the NY-team is not always that supportive.. 


DEnnis.. 


PS. Otherwise a new european NY is half the price of an US one, the 
european NY is 229 pounds at the moment. 
-—-MESSAGE FILE 17432 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001014 


—--MESSAGE FILE 17433 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001015 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: William Atkin <"u9722039"@bournemouth.ac, սէ» 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Re: Dead Yaroze :P 

Date: Sat, 10 Oct 1998 18:05:53 +0100 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <6vqnif$81le2@scea> 

References: <6vq73v$8lel@scea> <ldgqsuj.158k7591rgq8vsiN@al—88-119.al.nl> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Got a phone Number or E-mail Dennis? 


Will 


DEnnis Brinkhuis wrote: 


William Atkin <"u9722039"@bournemouth.ac> wrote: 


Hey Yaroze People.... 

I'm in a bit of a bind with my Yaroze here. I am registered as an 
American member to the Yaroze program, but right now I'm studying games 
in the UK. Of course I brought my Yaroze to the UK to use it for 
projects. Unfortunately, I bought a Sh*tty converter and it blew one of 
the capacitors on the power circuit board. I asked the UK support 
people about it and they said tough luck... talk to the American support 
people. 


Anyone know who I should get in touch with about getting a replacment 
part. Since that horrible occurrence I have invested in an industrial 
strength converter so a new 110v board will be fine, but since I will be 
here for quite a while I don't mind switching over to 220v. 


VVVVVVVVVVVV VV VV 


Help, I am without my Yaroze and it Sucks!!!! 


Ask for Cris Deering ;-) 
Good luck, the NY-team is not always that supportive.. 


DEnnis.. 


PS. Otherwise a new european NY is half the price of an US one, the 
european NY is 229 pounds at the moment. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 17433 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001015 


—-MESSAGE FILE 17434 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001016 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Re: Dead Yaroze :P 

Date: Sun, 11 Oct 1998 14:39:18 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <3620FB56.C8249F28@datasys.net> 
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References: <6vq73v$81lel@scea> 

Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 101.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


William Atkin wrote: 


> 

> Hey Yaroze People.... 

> 

> I'm in a bit of a bind with my Yaroze here. I am registered as an 

> American member to the Yaroze program, but right now I'm studying games 
> in the UK. Of course I brought my Yaroze to the UK to use it for 

> projects. Unfortunately, I bought a Sh*tty converter and it blew one of 
> the capacitors on the power circuit board. I asked the UK support 

> people about it and they said tough luck... talk to the American support 
> people. 

> 

> Anyone know who I should get in touch with about getting a replacment 

> part. Since that horrible occurrence I have invested in an industrial 

> strength converter so a new 110v board will be fine, but since I will be 
> here for quite a while I don't mind switching over to 220v. 

> 

> Help, I am without my Yaroze and it Sucks!!!! 


If you are really in a bind, you can buy a european playstation and 
replace the power suply yourself. It should be a relitively simple 
operation, the power supply should be modular. However, this wastes 


$129... And Sony probably wouldn't like you doing this anyway. But it 
should work. Then again... Different models might have different 
motherboard voltage requirements... I don't think this is the case 


though, but don't sue me if you try this and you fry your motherboard. 
Are you sure it was a capacitors and not the fuse? 


"Darco 
—-MESSAGE FILE 17434 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001016 


—--MESSAGE FILE 17435 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001017 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Re: Dead Yaroze :P 

Date: Mon, 12 Oct 1998 00:19:08 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldgr8dv.loonl5he7pleqn@al-88-135.al.nl> 

References: <6vq73vS$8lel@scea> <ldgqsuj.158k7591rq8vsiN@al-88-119.al.nl> <6vqnif$8le 
2@scea> 

NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


William Atkin <"u9722039"@bournemouth.ac> wrote: 


> Got a phone Number or E-mail Dennis? 
> 
> Will 


He's the main man at SCEE, sorry, I don't have that info...yet.. 


DEnnis.. 
—-MESSAGE FILE 17435 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001017 


—-MESSAGE FILE 17436 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001018 
Path: chuka.playstation.co.uk!news 

From: William Atkin <"u9722039"@bournemouth.ac, սէ» 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Re: Dead Yaroze :P 
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Date: Sun, 11 Oct 1998 14:09:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6vsumdS$Sm1t12@chuka.playstation.co.uk> 

References: <6vq73v$8lel@scea> <3620FB56.C8249F28@datasys.net> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Oh yes... I'm sure, 

I opened up the thing and the large capacitor looked like a soiled Jiffy 
pop container, not to mention there was a large clump of sticky residue 
spattered all over the top of the system. 


I was thinking of just getting another playstation, but 129 is alot of ՏՏտտ. 
I would much rather have this thing repaired by the book. 


Do you know the e-mail of the SCEA repair boys or should I just send a general 
message to "yarozeinfo_scea@interactive.sony.com" which is posted on the SCEA 
Yaroze homepage? 


Will 
Darco wrote: 


If you are really in a bind, you can buy a european playstation and 
replace the power suply yourself. It should be a relitively simple 
operation, the power supply should be modular. However, this wastes 
$129... And Sony probably wouldn't like you doing this anyway. But it 
should work. Then again... Different models might have different 
motherboard voltage requirements... I don't think this is the case 
though, but don't sue me if you try this and you fry your motherboard. 


Are you sure it was a capacitors and not the fuse? 


VVVVVVVVV VV 


'Darco 


--MESSAGE FILE 17436 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001018 


——MESSAGE FILE 17437 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001019 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Re: Dead Yaroze :P 

Date: Mon, 12 Oct 1998 12:17:36 GMT 

Organization: L4 Software 

Lines: 29 

Message-ID: <3621f308.524379@205.149.189.29> 

References: <6vq73v$81lel@scea> 

NNTP-Posting-Host: 208.194.16.4 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


William, 

As I said in email to you, this information has been forwarded to the 
proper people at SCEA. Give them a few working days to figure out what 
needs to be done. 

Mario 

On Sat, 10 Oct 1998 13:25:05 +0100, William Atkin 
<"u9722039"@bournemouth.ac,uk> wrote: 

>Hey Yaroze People.... 


> 
>I'm in a bit of a bind with my Yaroze here. I am registered as an 


Net Yaroze newsgroups message dump.txt Page 11734 


>American member to the Yaroze program, but right now I'm studying games 
>in the UK. Of course I brought my Yaroze to the UK to use it for 
>projects. Unfortunately, I bought a Sh*tty converter and it blew one of 
>the capacitors on the power circuit board. I asked the UK support 
>people about it and they said tough luck... talk to the American support 
>people. 

> 

>Anyone know who I should get in touch with about getting a replacment 
>part. Since that horrible occurrence I have invested in an industrial 
>strength converter so a new 110v board will be fine, but since I will be 
>here for quite a while I don't mind switching over to 220v. 

> 

>Help, I am without my Yaroze and it Sucks!!!! 


—-MESSAGE FILE 17437 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001019 


—-MESSAGE FILE 17438 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001021 
Path: chuka.playstation.co.uk!news 

From: William Atkin <"u9722039"@bournemouth.ac, սէ» 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware 

Subject: Re: Dead Yaroze :P 

Date: Sun, 11 Oct 1998 23:09:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 

Message-ID: <6vtuaaSnec2@chuka.playstation.co.uk> 

References: <6vq73v$8lel@scea> <36225d79.16835686@news.scea.sony.com> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" A3FB814E77FF9165165E0ECA" 
X-Mailer: Mozilla 4.07 [en] (Win95; I) 


A3FB814E77FF9165165E0ECA 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


THANKS ALOT!!!! 

I really appreciate it, 
Will Atkin 

Jerry Jessop wrote: 
William, 


We can find a reasonable to take care of the problem in an expediant 
manner. I also have an excellent long term fix for your 110/220 vac 
problem. 


You can contact me directly or I will email you with a few options 
after I discuss the situation with Don Thomas and or Mario. 


Regards, 


Jerry Jessop 
Hardware Engineer 
SCEA 


On Sat, 10 Oct 1998 13:25:05 +0100, William Atkin 
<"u9722039"@bournemouth.ac,uk> wrote: 


>Hey Yaroze People.... 

> 

>I'm in a bit of a bind with my Yaroze here. I am registered as an 
>American member to the Yaroze program, but right now I'm studying games 
>in the UK. Of course I brought my Yaroze to the UK to use it for 
>projects. Unfortunately, I bought a Sh*tty converter and it blew one of 
>the capacitors on the power circuit board. I asked the UK support 
>people about it and they said tough luck... talk to the American support 
>people. 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 
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> >Anyone know who I should get in touch with about getting a replacment 

> >part. Since that horrible occurrence I have invested in an industrial 

> >strength converter so a new 110v board will be fine, but since I will be 
> >here for quite a while I don't mind switching over to 220v. 

>> 

> >Help, I am without my Yaroze and it Sucks!!!! 

>> 


A3FB814E77FF9165165E0ECA 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!DOCTYPE HTML PUBLIC "—//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML> 
<FONT SIZE=+4>THANKS ALOT! !!!</FONT><FONT SIZE=—-1></FONT> 


<P><FONT SIZE=-1>I really appreciate it,</FONT><FONT SIZE=—-1></FONT> 
<P><FONT SIZE=-1>Will Atkin</FONT> 

<P>Jerry Jessop wrote: 

<BLOCKQUOTE TYPE=CITE>William, 

<P>We can find a reasonable to take care of the problem in an expediant 
<BR>manner. I also have an excellent long term fix for your 110/220 vac 
<BR>problem. 

<P>You can contact me directly or I will email you with a few options 
<BR>after I discuss the situation with Don Thomas and or Mario. 
<P>Regards, 

<P>Jerry Jessop 

BR>Hardware Engineer 

R>SCEA 

>On Sat, 10 Oct 1998 13:25:05 +0100, William Atkin 
R>&1lt;"u9722039"@bournemouth.ac,uk> wrote: 

>>Hey Yaroze People.... 

R>> 

R>>I'm in a bit of a bind with my Yaroze here.&nbsp; I am registered 
an 

R>>American member to the Yaroze program, but right now I'm studying 
mes 

R>>in the UK.&énbsp; Of course I brought my Yaroze to the UK to use it 


R>>projects.&nbsp; Unfortunately, I bought a Sh*tty converter and it 

ew one of 

R>>the capacitors on the power circuit board.énbsp; I asked the UK support 
R>>people about it and they said tough luck... talk to the American support 
R>>people. 

R>> 

R>>Anyone know who I should get in touch with about getting a replacment 
R>>part.&nbsp; Since that horrible occurrence I have invested in an industrial 
R>>strength converter so a new 110v board will be fine, but since I will 


O ba es ՅՐ ՅՅ wa w w vu wu w 


BR>>here for quite a while I don't mind switching over&nbsp; to 220v. 
BR>> 

BR>>Help, I am without my Yaroze and it Sucks!!!! 

BR>></BLOCKQUOTE> 

</HTML> 


AKRAATAAAKAARATAMAQAMAAAAAAA 


A3FB814E77FF9165165E0ECA-- 


-—-MESSAGE FILE 17438 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001021 


—-MESSAGE FILE 17439 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001022 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Silence 

Date: Thu, 15 Oct 1998 17:54:13 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <36266F05.44E34C32@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 297.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (Win95; U) 
*Darco drops a pin* 


It seems like most of the newsgroup traffic is being channeled to the 
european newsgroups -- and these are collecting dust. 


Peh. Just an observation... Anyway, I'll just dump some of the things 
I'm currently working on: 


A new version of combine that supports compression... I'm using the Byte 
Pair Encoding system because it's simple to implement, extremely 
flexible (You could decompress it backwards if you really wanted to), 
gets moderate compression ratios(we'll see...), and has a FAST 
decompression speed. The system is also rugged - if a byte gets fried 
only a small amount of data is affected. The implementation will be 
nearly transparent - implementation only requires 2 extra lines of code. 


Byte Pair Encoding is neat... It's a random access compression scheme. 
You could start decompressing in the middle of a file--you can even 
decompress backwards! You can do all sorts of funkie stuff... But I 
won't be doing any of that. :( Just linear decompresson for the PSX 
side, and variable levels of compression for the PC side. 


I'll post it once I've got it working and tidied up the source a bit. 


"Darco 
—-MESSAGE FILE 17439 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001022 


—-MESSAGE FILE 17440 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001023 
Path: chuka.playstation.co.uk!scea!pro2-240.barrie.connex.net!user 

From: kennedy@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: *ping* 

Date: Fri, 16 Oct 1998 01:07:00 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 119 

Message-ID: <kennedy-1610980107000001@pro2-240.barrie.connex.net> 

NNTP-Posting-Host: pro2-240.barrie.connex.net 


This is a RANT! 

I lost my Hard drive, my server died, my SGI boxes are nothing more than 
HUGE X-windowing paperweights. And boy am I in a funk.. 

Well it has happened. 


The North American arena of the Net Yaroze members has trickled to a 
stand-still. 


Since Bill Rehbock left for the VM Labs project; taking most of the vital 
organs of the Net Yaroze program along with him, the North American sector 
of Net Yaroze has been hit with the largest case of Membership Lethargy 
That I have seen. 


There are a few reasons for this: 


First of which is the Net Yaroze developers web-site. My Gosh! Even the 
much bally-hooed king crimson of software sites MICROSOFT.COM has a more 
exciting web-site than what I have to see. 


I am being Very Critical here. I do not apologise for this. Mr. Purdue may 
be offended by this, but this is a MUCH bigger issue than he. I'm telling 
it Tike ՆԵ is- 

Since I have been on the Internet since the Stone Age, I have seen the 
comings and goings of the way things are done and not done in regard to 
the World Wide Web. 


Stagnation is NOT a viable Option! 


Net Yaroze newsgroups message dump.txt Page 11737 


The Net Yaroze member site can only be described as boring as cold sticky 
morning porridge. 


This is an important factor here. The yaroze program is for hobbyists who 
will praise the virtues of the platform to their friends, and indirectly 
stimulate the development of budding persons who wish to grow up to be 
Game Developers of Intereactive Computer Entertainment. 


Why is it that the program that was so successful here, is left to rot, 

while the Yaroze Team in England at Waverly House are putting us to shame 
with their innovative look and feel, and savvy when it comes to a really 
pretty web-site. 

It looks like aready we have some North American detail defecting to Europe... 
Oh, yes, get the really good 2:1 AKA 220/110 Volt step down transformer 

if you plan NOT to blow up your Yaroze... 


Web-site maintenance is one thing, but come on! 


It IS really nice to know about the last On-line conference of SURVIVAL 
that took place last August, in 1997! It is So Nice that I'd rather go to 
the local cemetery and stare at monuments or something! 

And Java bits and ActiveX containers that are broken? Why do we want to 
see the broken bits. Its like being forced to drive in a Rusted/ dented 
rental car. 


So that is the first part that is poor for morale. 


The real question that I am asking here is: Where are the Sony people? 
Specifically, where is J. Patton?? 


I met J. At the E3 meet in Atlanta last May, and my impression of J. Was 
that he was a really decent fellow. But decent or not he should be putting 
press releases on the Yaroze site at least once every Quarter! 

If J. Is going to be the Leader of the Net Yaroze program here in North 
America, I'd like to keep up with what is happening. Even if it is a "The 
Weather Here in San Fransisco is Just Fine Thank You" kind of Press 
release. 


We Need Something! 


Programmers are human too, When what is happening in the Net Yaroze is 
less invigorating than flipping on the tube and watching an episode of 
"Frasier" then the Project is going to go down-hill. 


The Net Yaroze program is MUCH, MUCH, MUCH more than just an add-in 
featured PlayStation that some technophile bought Just Because it cost 
more than $500! 

The Philosphy of the Net Yaroze Program is to "Lets Go Do It Together". 
This driving force that is something akin to me as a child going to build 
a tree fort with my friends. 

ME: "Hey, Why don't we make a Tree Fort!" 

FRIEND1: "Yeah! That would be Neat!" 

ME: "We could be Pirates!" 

FRIEND2: "Oh, and we could make a secret door!" 

ME: "Cool!, Let Do It!" 


FRIEND1: "Yeah, LETS GO!" 


It is very easy now to visualise the actions that occur after this dialog. 


Currently in the Net Yaroze Program, this has not been the case. It alarms 
me to see that this kind of mentality that was put out by the initial team 
of Bill Rehbock and Greg LaBrec is now woefully missing in our gathering. 


Al I am doing is rattling the cage a bit. I think that there would be some 
benefits to stirring up the web-site a bit. Making some "R-ah R-ah R-ah" 
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noises and getting some activity together. Otherwise, dust is going to 
gather on the black Playstations, and then where will we be? 


The time for Grieving about August 1997 is past. We have to have some info 
on Whats happening in Novemeber. The December. Then in 1999 We celebrate 
One Less Year until I have to suffer from the Milleneum BUG! 


When I see the good people putting out posts of the sound of a PIN 
dropping, the radar goes into high-res mode and I goto Yellow Alert. 


Always pays to be cautious. 


-sean 
--MESSAGE FILE 17440 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001023 


--MESSAGE FILE 17441 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001024 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Silence 

Date: Fri, 16 Oct 1998 22:56:03 GMT 

Organization: L4 Software 

Lines: 12 

Message-ID: <3627ce81.13150413@205.149.189.29> 

References: <36266F05.44E34C32@datasys.net> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


As I've said before, the majority of the NA discussions take place 
during the weekly chats. 


I look forward to seeing your code when it's done. 
Mario 
On Thu, 15 Oct 1998 17:54:13 -0400, Darco <rquat@datasys.net> wrote: 


>*Darco drops a pin* 

> 

>[snip] 

-—-MESSAGE FILE 17441 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001024 


—-MESSAGE FILE 17442 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001025 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Re: *ping* 

Date: Fri, 16 Oct 1998 19:05:49 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3627D14D.FBDF3B7A@datasys.net> 

References: <kennedy-1610980107000001@pro2-240.barrie.connex.net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 203.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


I didn't realize that my post would prevoke such a reaction, but this is 
a good thing. I've felt like that for a while now... Just didn't quite 
know how to put it into words. 


And now... What to do. It would seem... It would seem as though there 
should be more user feedback. For instance, I do good webpage graphics. 
When (or perhaps IF would be a better word) the page needed a face lift, 
I could help design the new layout. 
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"Darco 
—-MESSAGE FILE 17442 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001025 


—-MESSAGE FILE 17443 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001026 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Re: *ping* 

Date: Sat, 17 Oct 1998 12:18:26 -0500 

Organization: Ed Federmeyer 

Lines: 168 

Message-ID: <70ait8Salr9@scea> 

References: <kennedy-1610980107000001@pro2-240 .barrie.connex.net> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sean Kennedy wrote in message 

>This is a RANT! 

>The North American arena of the Net Yaroze members has trickled to a 
>stand-still. 


>Since Bill Rehbock left for the VM Labs project; taking most of the vital 
>organs of the Net Yaroze program along with him, the North American sector 
>of Net Yaroze has been hit with the largest case of Membership Lethargy 
>That I have seen. 


This is *my* rant. 


What do you expect Sony to do about it? This is supposed to be 

a *member supported* goup. Լո other words, Sony gave us the 

tools, and it's up to ստ to do stuff with them. Yeah, maybe they'll 
have updates once in a while, but the original stuff was much much 
better than what you'd get on those "console hacker dude" web 

sites. Look at the stuff I've done, with the same Sony tools as 
everyone else got. 


I get so tired of people complaining about the state of SCEA Net 
Yaroze, but very little being *produced* by our membership. 


I also get so tire of people touting thier super-graphics web pages 
or lamenting there terrible HTML skills. Get over it, Net Yaroze 
isn't about a great personal web page. I'd rather check out plain 
text (fast loading) web pages with CONTENT that pages that take 

forever to load because they have tons of logos and stuff, and then 


just say "check back often for updates!!!". You spent $750 for the 
priveledge of programming a Playstation, not creating a web 
page!!! You can get web page space for FREE!!! You'll make 


alot more money as a good programmer than as a good web 
page designer. Put your time where it is best spent! 


Start small, and work your way up. Check out my member web 
page to see a great progression. I would not have been able to 
make "Haunted Maze" without making "ballpad" first! 


Sean, I just checked out your web page, and it's all very nice to 

see all kinds of links to outside "rocketry" sites, and all that other 
stuff you're interested in. Now, how about putting some YAROZE 

related content up? Other than "Big news, Sean is back in the 

Yaroze world!!! Check back often!!!" “There are some other cases 

of this also. Why do some people insist on mixing all your hobbies. 

How about Yaroze related stuff on your YAROZE site, and maybe 

a nice pointer to your other stuff for people who are really interested? 
I humbly suggest my member page for an example. 


Heck, even the SCEE membership activity largely consists of 

DEnnis posting in thier freetalk group, and flamewars. Jeeze, 

I have like 500 unread scee freetalk messages related to the 
DEnnis/Tanvir debacle. Sheesh, I really don't need that here on the 
SCEA sites too!!! The big difference between SCEE and us 


Net Yaroze newsgroups message dump.txt 


is that they find the time to sit down and program something 
inbetween thier freetalk noise. 


Rather than just complain though, here are some suggestions: 


1) Net Yaroze price. 
I know at least 5 people at work who are awsome software engineers, 


who also like videogames. They would *love* to get into the Yaroze 
program, but it's hard to justify $750 to the wife. (in general). Our 
SCEE friends have had two price drops already, and I think they are 


currently the quivelent of about 52502227 Jeeze, I'd really like to get 
my friends in, and $250 would easily bring an influx of new members. 
I've already written to the SCEA honchos, and the response was 

"no". So much for that. 


2) Net Yaroze get-together 

Admittedly, I dropped the ball on this one. I was going to have one 

at my place in August, but due to many many things, I let it slide. 
However, I'm here to atone! Anyone who can get to the Chicago 

area is welcome to attend a Net Yaroze get-together at my house. 

we'll have it in early January, when the snow is deep, and the weather 

is otherwise terrible, perfect for staying inside and concentrating 

on making games! Send me email if you are interested: 
fedeedw@charlie.cns.iit.edu 

We'll pick the exact weekend in the next few weeks. People are 

welcome to come over on Friday evening, and all day Satuday and 

Sunday, some of the times, or all of the times! Sorry, if you coming 
from out of town, you'll need to find a place to stay at night, but there 
are several hotels in the nearby area. Contact me if you need and 

I'll make up a list for you to check with. Sorry, I can't extend it into 
the 

weekdays, I do have to work. 


3) Group project. 

Anyone interested in making a side-scrolling action adventure? 

I still want to make one. I need a graphics artist and a musician and 
sound effect person. I think I can program it alone, what I need is 
art and music. Play the shareware "Hocus Pocus" PC game to get 

an idea of what I'm thinking. Then Email me if you're into that sort of 
game. 


4) Minor web page change 

I'd like to have an option to list the member pages in the order that 
they have been updated. How about getting to a small (fast) page 
that says "Member pages alphabetically or by date", then taking 

you to the pages (sorted as requested). NOT like the SCEE wait for 
one sorted listing before you can choose to wait for the OTHER 

sorted listing. People really need to be more sensitive of how long 
people need to wait, and what they are waiting for, when they 

design web pages. 


>This is an important factor here. The yaroze program is for hobbyists who 
>will praise the virtues of the platform to their friends, and indirectly 
>stimulate the development of budding persons who wish to grow up to be 
>Game Developers of Intereactive Computer Entertainment. 


Like I mentioned, I tried, but $750 is a big chunk of money. Even for 
well paid engineers. I'm very fortunate that my wife is so understanding 
about my hobbies. 


>Why is it that the program that was so successful here, is left to rot, 
>while the Yaroze Team in England at Waverly House are putting us to shame 
>with their innovative look and feel, and savvy when it comes to a really 
>pretty web-site. 


Again, WHO CARES what the web site LOOKS like, thats B.S. I don't 
have a problem with the look or organazation of our SCEA web site 
framework. The action is *supposed* to be on the member web pages. 
As long as the "official" website framework directs you to the web 
pages, thats all we really need. 
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From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Wed, 18 Mar 1998 19:33:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6ep7c3$15r5@chuka.playstation.co.uk> 
References: <350aa03f.4404800@news.playstation.co.uk> <350FDOFD.768A@writeme.com> 
NNTP-Posting-Host: ac1l83.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I guess there is the possibility that the multitap sends back each 
>information packet on different VSyncs, but I haven't tried this and am 
>not too hopeful that I could get it working. 

> 

>Anybody got any bright ideas...? 

> 

>James (~mrfrosty). 


I'd always imagined the multi-tap would work on some sort of multiplexed 
system, and I suppose the standard controllers do too. (only 6 connections 
for 14 buttons?) 


Mark 


—-MESSAGE FILE 1839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00542 


—-MESSAGE FILE 1840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000543 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 18 Mar 1998 19:40:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6ep7vs$15r6@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5-99-56-9. .btinternet.com> 
NNTP-Posting-Host: n28.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/ira.rainey-1603982140270001@host5-99-56-9.btint 
ernet.com 


ira.rainey@btinternet.com (Ira Rainey) wrote: 


>So do I use Microsoft software everyday (NT4, SQL6.5, VB5, VC++), and 
>that's exactly why I have a Mac at home. I can't see how anyone who uses 
>MS products seriously can put down CodeWarrior at all. 

> 

> 


I use Visual C++ and Word and I find I can actually open more than 3 files and 
work on them without the machine ever crashing. Not something I've managed with 
Codewarrior :) 


—-MESSAGE FILE 1840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00543 


—-MESSAGE FILE 1841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000544 
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>Web-site maintenance is one thing, but come on! 

>It IS really nice to know about the last On-line conference of SURVIVAL 
>that took place last August, in 1997! It is So Nice that I'd rather go to 
>the local cemetery and stare at monuments or something! 

>And Java bits and ActiveX containers that are broken? Why do we want to 
>see the broken bits. Its like being forced to drive in a Rusted/ dented 
>rental car. 


What is broken? The only problem I've encounted is Greg LaBrec's 
web page description. No big deal. Did anyone mention it to Sony? 
Now I have. Can someone fix that? 


>The real question that I am asking here is: Where are the Sony people? 
>Specifically, where is J. Patton?? 

> 

>I met J. At the E3 meet in Atlanta last May, and my impression of J. Was 
>that he was a really decent fellow. But decent or not he should be putting 
>press releases on the Yaroze site at least once every Quarter! 

>If J. Is going to be the Leader of the Net Yaroze program here in North 
>America, I'd like to keep up with what is happening. Even if it is a "The 
>Weather Here in San Fransisco is Just Fine Thank You" kind of Press 
>release. 

> 

>We Need Something! 


I hardly think a "weather" press release is the answer. What we need 
are programs/games/demos from ourselves, the members. 


Հու I am doing is rattling the cage a bit. I think that there would be some 
>benefits to stirring up the web-site a bit. Making some "R-ah R-ah R-ah" 
>noises and getting some activity together. Otherwise, dust is going to 
>gather on the black Playstations, and then where will we be? 


Okay, your rattling got me to post the Chicago Net Yaroze get-together. :-) 


EdF 


—-MESSAGE FILE 17443 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001026 


—-MESSAGE FILE 17444 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001027 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Net Yaroze link 

Date: Sat, 17 Oct 1998 17:16:25 -0400 

Organization: Identical Software 

Lines: 9 

Message-ID: <36290929.5D4B753@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Is there an official net yaroze image to use when linking to the net 

yaroze site? Not the banners at the bottom of 
http://www.scea.sony.com/net/ 

I'd like to put a small image of the net yaroze logo for the link. I 

want something that I can put in the bottom right corner of a web page 

and isn't an animated gif. 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17444 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001027 


—-MESSAGE FILE 17445 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001028 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Combine v1.4 

Date: Mon, 19 Oct 1998 07:40:56 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <362B2548.CFF984B2@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 83.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1028 scee.yaroze.freetalk.english 
22813 


Check out the new version of combine. This one supports wildcards, and 
all sorts of cool stuff. You can't make it any easier to add datafiles 
to your project! 


The next version should hopefully support BPE compression. 


Help me out and download this, I need some input. I also need to know if 
there are any bugs in the program... the source is included. 


It lives here: http://www.datasys.net/users/stu/rquat/CMBNV1_4.ZIP 
(Yes, caps matter) 


"Darco 
—-MESSAGE FILE 17445 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001028 


—-MESSAGE FILE 17446 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001029 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Mon, 19 Oct 1998 20:44:29 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <362ba46f.129867535@news.scea.sony.com> 

References: <362B2548.CFF984B2@datasys.net> 

NNTP-Posting-Host: client—151-198-141-20.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1029 scee.yaroze.freetalk.english 
22816 


Just curious Darco, how goes the tutorials? 
—Matt 


—-MESSAGE FILE 17446 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001029 


--MESSAGE FILE 17447 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001030 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Tue, 20 Oct 1998 07:39:54 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <362C768A.F36D69E2@datasys.net> 

References: <362B2548.CFF984B2@datasys.net> <362ba46f.129867535@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 296.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1030 scee.yaroze.freetalk.english 
22817 
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Matthew Hulett wrote: 
> 


> Just curious Darco, how goes the tutorials? 
> 


Time is a MAJOR factor, and is unfortunately something that I don't have 
much of. 


Doing school, working on a big yaroze project (possibly 2 in the near 
future), working after school for TSA... The tutorials just have to find 
some nook in between. 


It's one of those things that you go "Ahh-hah! This is what I should do! 
This is a good idea" when you think about it, and "AhhHAGRHGRHAGH!!!" 
when you go to implement it. 


The progression has been godaweful slow, but I haven't given up... yet. 


"Darco 
—-MESSAGE FILE 17447 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001030 


—-MESSAGE FILE 17448 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001031 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: SCEA Group Project. 

Date: Tue, 20 Oct 1998 20:26:56 -0400 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <70j394dS$cv31@scea> 

References: <kennedy—1610980107000001@pro2-240.barrie.connex.net> <70ait8Salr9@scea> 
NNTP-Posting-Host: sud-tcsl-port113.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I also think the time is right to start a group project.. 


The idea is in the very, VERY early stages.. Basically just the desire to 
develop a 2D side scroller of professional quality... 

We are currently discussing plans during our chat times on Saturday nights 
at 9:00PM Est. 


Are you gonna get in on this EdF??? 


Any feedback can be directed towards myself....but preferably in the chats 
on Saturday nights.. 


Also, I just leave the Yaroze Chat Window open when I'm on the internet.... 
I encourage others to jump in and check out what else is happening... 


Steve Tolin 
titan@vianet.on.ca 


>3) Group project. 

>Anyone interested in making a side-scrolling action adventure? 

>I still want to make one. I need a graphics artist and a musician and 
>sound effect person. I think I can program it alone, what I need is 
>art and music. Play the shareware "Hocus Pocus" PC game to get 

>an idea of what I'm thinking. Then Email me if you're into that sort of 
>game. 

> 


—-MESSAGE FILE 17448 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001031 


—-MESSAGE FILE 17449 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001032 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Combine v1.4 

Date: Wed, 21 Oct 1998 16:23:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <362DFC60.75BB@manc.u-net.com> 

References: <362B2548.CFF984B2@datasys.net> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1032 scee.yaroze.freetalk.english 
22829 


Darco wrote: 

> Check out the new version of combine. This one supports wildcards, and 
> all sorts of cool stuff. You can't make it any easier to add datafiles 
> to your project! 


Cool Darco, nice one! This is proving EXTREMELY useful to me, saving 
on all those really annoying problems caused by changing something 
even just slightly. My NineBall game may actually eventually get 
finished now :-) 

I tried recompiling it using Turbo C++ 3.0 for DOS (to lose the 

DATA_ part in the #defines - just a preferences thing), but it now 
won't work properly -- ie. the "data\*.*" wildcard arg in the batch 
file method now doesn't work, so I reverted back to the trusty default 
which works perfectly. What did you compile it with? 

It's okay though, I'll either get used to using DATA_ or manually 
delete them from the header.h 

The only thing I can suggest to improve it (apart from perhaps more 
flexibility with the #define naming) is to tabulate the addresses 

so they are all aligned, I think a "\t\t" in the fprintf should do it, 
but that's really trivial. 


I've been looking for this utility ever since I got the Yaroze, 

so thanks greatly for releasing it. (was just too damn lazy I guess 
to write my own) Be sure to tell James Russell about it so he can put 
it in the utils link section of his FAQ, if you haven't already done 
so. 


Cheers! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 17449 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001032 


—-MESSAGE FILE 17450 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001033 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Thu, 22 Oct 1998 19:14:37 -0400 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <362FBC5D.60B479BC@datasys.net> 

References: <362B2548.CFF984B2@datasys.net> <362DFC60.75BB@manc.u-net.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 281.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1033 scee.yaroze.freetalk.english 
:2840 


James Shaughnessy wrote: 
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Cool Darco, 


V V V V V V 


cool! Someone 


nice one! This is proving EXTREMELY useful to me, saving 


on all those really annoying problems caused by changing something 
even just slightly. My NineBall game may actually eventually get 
finished now ;-) 


has benefited from my work! ;) 


> I tried recompiling it using Turbo C++ 3.0 for DOS (to lose the 


file method 


> 
> 
> 
> which works 


DATA_ part in the #defines - just a preferences thing), but it now 
won't work properly -- ie. the "data\*.*" wildcard arg in the batch 


now doesn't work, so I reverted back to the trusty default 
perfectly. What did you compile it with? 


I wrote and compiled it with Djgpp. It should compile fine under 
everything...It's pure 100% ANSI C. BTW: If you want to get the 
arguments working, I think you have to link an object... Wildargs.obj I 
think. However, I think TC++ will choke on the position offset... I'll 
fix that in the next release. 


> It's okay though, I'll either get used to using DATA_ or manually 

> delete them from the header.h 

> The only thing I can suggest to improve it (apart from perhaps more 

> flexibility with the #define naming) is to tabulate the addresses 

> so they are all aligned, I think a "\t\t" in the fprintf should do it, 
> but that's really trivial. 

> 

Actually... I've already added the "\t\t"... ;) I added it a day after I 


released v1.4. I'm working on v1.5 right now, and I'll upload it after I 
get finished adding a few more features. 


to write my 


so. 


V V V V V V 


I've been looking for this utility ever since I got the Yaroze, 
so thanks greatly for releasing it. (was just too damn lazy I guess 


own) Be sure to tell James Russell about it so he can put 


it in the utils link section of his FAQ, if you haven't already done 


I'm glad you like it! Everyone who's tried it has loved it. I'm glad 
it's going over well with people. 


'Darco 


——MESSAGE FILE 17450 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001033 


--MESSAGE FILE 17451 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001034 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Combine v1.5 - A worthy update 


Date: Thu, 22 
Organization: 
Lines: 36 


Oct 1998 21:26:21 -0400 
SCEA News Server 


Message-ID: <362FDB3D.7717A2B9@datasys.net> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 281.dialup.datasys.net 


Mime-Version: 
Content-Type: 


1.0 
text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.pl 
22842 


laystation.co.uk scea.yaroze.freetalk:1034 scee.yaroze.freetalk.english 


Ok, there's al 


lot of new stuff in this version so pay attention. 


James - I've implemented all of your sudjestions into this version, so 
you are set and ready to go. 


Here's a complete list of changes: 


xxx Version 1.5.0 
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o Added formatting to the C header file. (Kinda works, kinda doesn't...) 
o Removed the '-a' argument, use '@' instead. 
o Added error detection to make sure you don't add too many files. 
o Added the '-տ' argument for compression, but it isn't supported. 

Just letting you know what to expect in the future... 
o Increased the maximum number of files. 96 is your limit now. 
o The pointer offsets should now be correct for TC++ 3.0 (should be...) 
o Added the 'DATA_START_POS' macro to the C header file. 
o Renamed the 'DATA_END' macro to 'DATA_END_POS' 
° 
° 
° 


Added more tests to the 'strip_ext' subroutine. This is trivial. 
File size of combine.exe has been cut in half. 
Added the ability to change the macro prefix. 
('-p' ե '-P';See COMBINE.TXT) 

o Added the ability to change the position offset value from the 
command line. ('-f' argument; see COMBINE.TXT for details) 

o Various other minor cosmetic adjustments. 


Common now, download it and give me your input. Everyone who's tried it 
has liked it. Tell me what you think! 


http://www.datasys.net/users/stu/rquat/CMBNV1_5.ZIP 
"Darco 


(Sorry about posting in this newsgroup -- future messages of this nature 

will be posted in the announcements newsgroup. Just trying to get some 

attention) 

—-MESSAGE FILE 17451 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001034 


—-MESSAGE FILE 17452 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001035 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Thu, 22 Oct 1998 22:09:52 -0400 

Organization: SCEA News Server 

Lines: 59 
Message-ID: <7000cm$cv310@scea> 

References: <362B2548.CFF984B2@datasys.net> <362DFC60.75BB@manc.u-net.com> <362FBC5D 
.60B479BC@datasys.net> 

NNTP-Posting-Host: sud-tcsl-port64.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1035 scee.yaroze.freetalk.english 
22843 


Hey man.... 
I've been using it since the start.. Hehehhe 
It's a great program... glad I could be the one to be testing it.. 


Steve Tolin 
titan@vianet.on.ca 


Darco wrote in message <362FBC5D.60B479BC@datasys.net>... 

>James Shaughnessy wrote: 

>> 

>> Cool Darco, nice one! This is proving EXTREMELY useful to me, saving 
>> on all those really annoying problems caused by changing something 

>> even just slightly. My NineBall game may actually eventually get 

>> finished now :-) 


>> 

> 

>cool! Someone has benefited from my work! ;) 

> 

>> I tried recompiling it using Turbo C++ 3.0 for DOS (to lose the 

>> DATA_ part in the #defines - just a preferences thing), but it now 


>> won't work properly -- ie. the "data\*.*" wildcard arg in the batch 


Net Yaroze newsgroups message dump.txt 


>> file method now doesn't work, so I reverted back to the trusty default 
>> which works perfectly. What did you compile it with? 

> 

>I wrote and compiled it with Djgpp. It should compile fine under 


>everything...It's pure 100% ANSI C. BIW: If you want to get the 
>arguments working, I think you have to link an object... Wildargs.obj I 
>think. However, I think TCt++ will choke on the position offset... 1:11 
>fix that in the next release. 

> 

>> It's okay though, I'll either get used to using DATA_ or manually 


>> delete them from the header.h 

>> The only thing I can suggest to improve it (apart from perhaps more 

>> flexibility with the #define naming) is to tabulate the addresses 

>> so they are all aligned, I think a "\t\t" in the fprintf should do it, 
>> but that's really trivial. 

>> 

> 

>Actually... I've already added the "\t\t"... ;) I added it a day after I 
>released v1.4. I'm working on v1.5 right now, and I'll upload it after I 
>get finished adding a few more features. 


> 
>> I've been looking for this utility ever since I got the Yaroze, 
>> so thanks greatly for releasing it. (was just too damn lazy I guess 


>> to write my own) Be sure to tell James Russell about it so he can put 
>> it in the utils link section of his FAQ, if you haven't already done 
>> SO. 

>> 

> 

>I'm glad you like it! Everyone who's tried it has loved it. I'm glad 
>it's going over well with people. 

> 

>'Darco 


—-MESSAGE FILE 17452 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/ 


——MESSAGE FILE 17453 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetal 
Path: chuka.playstation.co.uk!scea!prol1-169.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Re: *ping* 

Date: Fri, 23 Oct 1998 02:33:00 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 79 

Message-ID: <developer-2310980233000001@pro1-169.barrie.connex.net> 
References: <kennedy-1610980107000001@pro2-240.barrie.connex.net> <70ait8$ 
NNTP-Posting-Host: prol1-169.barrie.connex.net 


In article <70ait8Salr9@scea>, "Ed Federmeyer" 
<fedeedw@charlie.cns.iit.edu> wrote: 
> This is *my* rant. 


Start small, and work your way up. Check out my member web 
page to see a great progression. I would not have been able to 
make "Haunted Maze" without making "ballpad" first! 


Sean, I just checked out your web page, and it's all very nice to 

see all kinds of links to outside "rocketry" sites, and all that other 
stuff you're interested in. Now, how about putting some YAROZE 

related content up? Other than "Big news, Sean is back in the 

Yaroze world!!! Check back often!!!" There are some other cases 

of this also. Why do some people insist on mixing all your hobbies. 

How about Yaroze related stuff on your YAROZE site, and maybe 

a nice pointer to your other stuff for people who are really interested? 


I humbly suggest my member page for an example. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Hi Ed. 

Excellent points. I was fully anticipating that someone would look at the 
DECREPIT state of my member page. Heh, it goes to show that there ARE 
members who like to be involved. Yes, I am guilty of web-stasis too, I 
accept that I am guilty of that crime. And I make an attempt to at least 
once every two months to change my content. 
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00001035 


k/00001036 


alr9@scea> 
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The rant even got me to link up the E3 picts that I had sitting at work. 
And yes, the "Other Hobby" pointers were Just the sentence used to 
describe the most other significant hobby I am involved with. 


As for the yaroze, for a time there last spring it looked like I had 
bought a CANS1300 black playstation that I could play both Japanese 
versions of Final Fantasy and the North American version. 


So my code examples Speak For Themselves, I don't have any. I'm too 

embarrased to post the meager snippets I crafted to do starup splash bits 
and stuff. 
This is due mostly to fear on my part. 


And the fear is the lack of a good mentoring method on what the Net Yaroze 
project stands for. Kindof like being a little kid at the Swimming pool 
being helped by an adult with the 3 meter dive platform. 

Trouble is I'm seeing other kids that do not have the adult there to help, 
when they need it the most. {Like me?...} 


Yes Net Yarose IS member driven, but it IS a project that is Spearheaded 
by an innovative company. Why is there not a lot of SONY dialog in the 
web-content, and the news content. Having a SONY mentor could allow us to 
build a stronger bond with the technology we are programming on. 


That was the real point of my rant. 


Again, WHO CARES what the web site LOOKS like, thats B.S. I don't 
have a problem with the look or organazation of our SCEA web site 
framework. The action is *supposed* to be on the member web pages. 
As long as the "official" website framework directs you to the web 
pages, thats all we really need. 


VV V V V 


First, I Care. And it does not resemble any male bovine fecal matter either... 


I agree that a web-site should come up in an efficient manner. The SCEE 
web-site is ( To My Web-Browser [Netscape & IE] } 2:1 times faster to load 
than SCEAs. 

But the real factor I illustrated, was that the Web-site on SCEA is 
inefficient for the first 2-3 pages. Added to this was that the content 
was not updated with information that shows SONY still cares about the 
Yarozers in North America. 


I got the sense from the SCEE web-site of involvement from both sides of 
the corporate fence. The SONY folks were keeping an eye out for the 
Yarozers, and the Yarozers showed thier appreciation by stimulating more 
activity in the web-site. 


I'd like to have a bit of that sense here. 


> Okay, your rattling got me to post the Chicago Net Yaroze get-together. s=) 
> EdF 


Cool! I hope I didn't wear out my tin cup... ;) 


-sean 
--MESSAGE FILE 17453 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001036 


——MESSAGE FILE 17454 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001037 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Combine v1.5 - A worthy update 

Date: Fri, 23 Oct 1998 14:32:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36308564.302F@manc.u-net.com> 

References: <362FDB3D.7717A2B9@datasys.net> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0 (Win95; I) 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1037 scee.yaroze.freetalk.english 
22856 


Darco wrote: 
> Common now, download it and give me your input. Everyone who's tried 
> it has liked it. Tell me what you think! 


Hey, good call on the speedy update Darco! 
You're really going to groan at me for this, but: 


1: The extra control is excellent for the prefix "DATA_", but (and 
this is what will make you groan) I have always used a postfix. 
Sorry..! ie. for "title.tim" I would use TITLE_TIM_ADDR. It's 
asking a bit much to get you to implement that just for me so I 
can add that myself if you don't think it's worth it չ-) 

2: The "\t\t" hasn't seemed to work in aligning everything properly, 
it's just pushed everything way over to the right. 

3: There's a typo in the -? help list, ie. "previx" 


Jim, who probably just likes to be difficult չ-) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 17454 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001037 


—--MESSAGE FILE 17455 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001038 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Fri, 23 Oct 1998 16:23:13 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <3630E5B1.47812965@datasys.net> 

References: <362FDB3D.7717A2B9@datasys.net> <36308564.302F@manc.u-net.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1038 scee.yaroze.freetalk.english 
22857 


James Shaughnessy wrote: 


Darco wrote: 
> Common now, download it and give me your input. Everyone who's tried 
> it has liked it. Tell me what you think! 


Hey, good call on the speedy update Darco! 
You're really going to groan at me for this, but: 


1: The extra control is excellent for the prefix "DATA_", but (and 
this is what will make you groan) I have always used a postfix. 
Sorry..! ie. for "title.tim" I would use TITLE_TIM_ADDR. It's 
asking a bit much to get you to implement that just for me so I 
can add that myself if you don't think it's worth it ;-) 


VVVVVVVVVVV VV 


First off, it's called a suffix, not a postfix. ;) 
I'll add this feature in the next release probably... It shouldn't be 
that hard to implement... 


> 2: The "\t\t" hasn't seemed to work in aligning everything properly, 
> it's just pushed everything way over to the right. 


It's more so aligned than it was without the three tabs. (I have 3 tabs 
instead of 2) I could have the program automatically check the length of 
the macro token, and make it so that it only adds enough tabs to make it 


Net Yaroze newsgroups message dump.txt Page 11750 


align correctly, but that's too much effort for such a trivial feature 
-- Plus it will make the code harder to understand. I'm trying to make 
it as simple as possible. 


> 3: There's a typo in the -? help list, ie. "previx" 
Got it. Thanks. 


"Darco 
-—-MESSAGE FILE 17455 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001038 


—-MESSAGE FILE 17456 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001039 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Fri, 23 Oct 1998 17:38:38 -0400 

Organization: SCEA News Server 

Lines: 8 
Message-ID: <3630F75E.ED1C13E2@datasys.net> 

References: <362FDB3D.7717A2B9@datasys.net> <36308564.302F@manc.u-net.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1039 scee.yaroze.freetalk.english 
22858 


Ok, I did it. You now have suffixes. Same file name... Same location, 
but this one supports suffixes. 


http://www.datasys.net/users/stu/rquat/CMBNV1_5.ZIP 
Be happy. ;) 


"Darco 
—-MESSAGE FILE 17456 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001039 


——MESSAGE FILE 17457 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001040 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Sat, 24 Oct 1998 02:44:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36313112.7509@manc.u-net.com> 

References: <362FDB3D.7717A2B9@datasys.net> <36308564.302F@manc.u-net.com> <3630E5B1 
-47812965@datasys.net> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1040 scee.yaroze.freetalk.english 
:2860 


Darco wrote: 
> First off, it's called a suffix, not a postfix. ;) 


Haha I knew that didn't sound right. ;-) My Dbrain is currently 

at the shop for a full 24,000 mile service, and has been since last 
Monday. I would have got it back yesterday but apparently they 
couldn't get some parts. Cheers for adding the "postfix" 
option by the way, just for little old me. Makes me feel kind of 
special. 


Jim 
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Path: chuka.playstation.co.uk!ira.rainey 
From: ira.rainey@btinternet.com (Ira Rainey) 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: Code 


W**xx yr 


Date: Wed, 18 Mar 1998 20:25:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 26 


Message-ID: <ira.rainey—1803982025380001@host5-99-44-147 .btinternet.com> 


References: <3509BI 


EF1.27D0@kprob.demon.co.uk> <O1lbd4f38S$cc655dc0$79d449c2@Angelal.in 


telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472£6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5—-99-56-9.btinternet.com> <6ep7vs$15r6 


@chuka.playstation 
NNTP-Posting-Host: 


-co.uk> 
host5-99-44-147.btinternet.com 


X-Newsreader: MT-NewsWatcher 2.3.5 


In article <6ep7vs$15r6@chuka.playstation.co.uk>, West <wb6ac> wrote: 


> 


> 
> 
> 
> 
> 
> 
>> 

> 

> I use Visual C++ 
> 


managed with 
> Codewarrior :) 


ira.rainey@btinternet.com (Ira Rainey) wrote: 


>So do I use Microsoft software everyday (NT4, SQL6.5, VB5, VC++), and 
>that's exactly why I have a Mac at home. I can't see how anyone who uses 
>MS products seriously can put down CodeWarrior at all. 


and Word and I find I can actually open more than 3 files and 


work on them without the machine ever crashing. Not something I've 


That may be so, and if that is the case then I'd agree that you should be 
able to open more than 3 files in CW, but look at what you payed for it, 


£90. 


When you shell out 
as we have at work 
that MS don't know 


a Hefty wedge for an NT network setup with SQL server, 
, and find out when it goes belly up (which it does) 
anything about your problems, and their best suggestion 


(at £175 per support call) is to reinstall everything (a popular MS bug 
fix), you should worry. 


Ira 


—-MESSAGE FILE 1841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00544 


—-MESSAGE FILE 1842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000545 


Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Code W****r 

Date: Wed, 18 Mar 1998 21:18:39 -0000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 44 


Message-ID: <6epdlis$15r7@chuka.playstation.co.uk> 


References: <3509BI 


EF1.27D0@kprob.demon.co.uk> <O1lbd4f38$cc655dc0$79d449c2@Angelal.in 


telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5—-99-56-9.btinternet.com> <6ep7vs$15r6 


@chuka.playstation 
m> 
NNTP-Posting-Host: 


-co.uk> <ira.rainey—1803982025380001@host5-99-44-147 .btinternet.co 


nettech.demon.co.uk 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ira Rainey wrote in message š 
>In article <6ep7vsS$Sl5r6@chuka.playstation.co.uk>, West <wb6ac> wrote: 


> 


>> ira.rainey@btinternet.com (Ira Rainey) wrote: 


>> 


>> >So do I use Microsoft software everyday (NT4, SQL6.5, VB5, VC++), and 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


<AOL mode ON> 

HEY EVERYONE ENTER THE GRAVITATION CHAMPIONSHIP! !!!! This includes 

all the world so all you people across the pond in USA can play too. 

(Grav v1.3 is PAL/NTSC switchable) You should be able to get my 

page using a SCEA mirror if you can't get it directly. Only six days 

left, unless you want more time? Does anyone care about this compo...? 

—-MESSAGE FILE 17457 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001040 


-—-MESSAGE FILE 17458 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001041 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: A new type of security threat? 

Date: Thu, 29 Oct 1998 09:57:03 GMT 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <36383b30.79566@news.scea.sony.com> 

NNTP-Posting-Host: client-119-65.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I just came across this in cyberspace. I thought I would ask the 
computer sauvy members in this group for any elaboration of this new 
threat to our computers, and would provide a heads-up. Is this true? 


>Be warned. A new rash of BACK ORIFICE-type programs are 
>circulating. 


>For those who do not know, Back Orifice and it's kin are NOT viruses, they 
>are remote administration tools... somewhat like PC ANYWHERE. It allows a 
>remote user to actually control your machine. They will have access to 
>your entire hard disk(s), They can send or take files, grab your 
>passwords, erase or add whatever they wish to your drives and, generally, 
>copy or destroy any sort of files on your disk. 


>I just got hit with it. I do a lot of ftping & ircing and it seems someone 
>uploaded it to me. Luckily, AVP virus software alerted me to it. 


>In my case it was disgused as OCE.EXE in my Windows/SYSTEM dir. If you 
>have this file, get rid of it. Also, for security reasons, you should 
>consider that your system has been raped and all your info is in the hands 
>of others. 


>The OCE.EXE varient is a less dangerous version that seems to mostly clog 
>your inet connection. Without your knowledge, it will attempt to use your 
>dial-up connection in Win95/98 to access a remote site. I use a cable 
>modem and not dial-up so it did nothing to me. 


>For some more info, check out: 


>http://www.ozemail.com.au/~dwarren/backorifice/questandansw-.html 


>Good luck! Be safe. Be smart. Be well. 


Any feedback appreciated. 
-Matt 
--MESSAGE FILE 17458 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001041 


—-MESSAGE FILE 17459 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001042 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


Net Yaroze newsgroups message dump.txt Page 11752 


From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: A new type of security threat? 
Date: Thu, 29 Oct 1998 17:33:17 -0500 
Organization: SCEA News Server 

Lines: 26 

Message-ID: <3638ED2D.848A957A@datasys.net> 
References: <36383b30.79566@news.scea.sony.com> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 157.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Matthew Hulett wrote: 

> 

> I just came across this in cyberspace. I thought I would ask the 

> computer sauvy members in this group for any elaboration of this new 
> threat to our computers, and would provide a heads-up. Is this true? 
> 


Yes, unfortunately, it is true. Back Orifice is a very nasty program 
that can be attached to any windows executable file. It was released by 
a hacking group called the "Clut of the Dead Cow" or something. The 
threat is VERY real. 


If you have Back Orifice on your computer, someone can even seize 
control of all input devices (mouse, keyboard, whatever) and do whatever 
they want as long as their connection is fast enough! They can take 
screen shots, download files, erase files, etc........... 


The scary thing is that there have probably been several programs like 
this around for a while now. Back Orifice was made public only to 
identify the security holes in Win95 and Win98. (This tends to make 
Microsoft work faster) The concept behind the program is incredibly 
simplistic, yet extremely effective. 


Be careful. 


"Darco 
—-MESSAGE FILE 17459 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001042 


—-MESSAGE FILE 17460 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001043 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: A new type of security threat? 

Date: Thu, 29 Oct 1998 16:04:37 -0800 

Organization: 

Lines: 45 

Message-ID: <36390295.F5954779@shell.jps.net> 

References: <36383b30.79566@news.scea.sony.com> <3638ED2D.848A957A@datasys.net> 
Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


*sigh* 


It depends on what you want to use BO for. If you've got just a 
small network of computers not connected to the Net, then BO is 
actually pretty cool as a remote sysadmin tool. However, once you 
open up your system, anything can go wrong. I'd suggest that if 
you do install it, make sure you make an image of your system 
prior to putting it on there, and make sure you keep all of your 
personal stuff in non-standard directories or back them off onto 
disk. Make sure you don't store passwords to sensitive info in 
plain text---always encode them. Also, don't let it listen on the 
all-to-common 37337 port. 
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:P 
And, yes, it does do screen pretty captures. ^_^ 
Darco wrote: 


Matthew Hulett wrote: 

> 

> I just came across this in cyberspace. I thought I would ask the 

> computer sauvy members in this group for any elaboration of this new 
> threat to our computers, and would provide a heads-up. Is this true? 
> 


Yes, unfortunately, it is true. Back Orifice is a very nasty program 
that can be attached to any windows executable file. It was released by 
a hacking group called the "Clut of the Dead Cow" or something. The 
threat is VERY real. 


If you have Back Orifice on your computer, someone can even seize 
control of all input devices (mouse, keyboard, whatever) and do whatever 
they want as long as their connection is fast enough! They can take 
screen shots, download files, erase files, etc........... 


The scary thing is that there have probably been several programs like 
this around for a while now. Back Orifice was made public only to 
identify the security holes in Win95 and Win98. (This tends to make 
Microsoft work faster) The concept behind the program is incredibly 
simplistic, yet extremely effective. 


Be careful. 


VVVVVVVVVVVVVV VV VV VV VV VV VV OV 


"Darco 
—-MESSAGE FILE 17460 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001043 


-—-MESSAGE FILE 17461 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001044 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: A new type of security threat? 

Date: Thu, 29 Oct 1998 21:41:13 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3638e00f.25176151@news.scea.sony.com> 

References: <36383b30.79566@news.scea.sony.com> <3638ED2D.848A957A@datasys.net> 
NNTP-Posting-Host: 151.198.184.36 

X-Newsreader: Forte Free Agent 1.11/32.235 


I did a bit of reading today about this. What is the nature of the 
threat? Can you be hit by someone by only surfing to a website? Or, do 
you need to download and install a program to acquire the potential 
nuisance? The author of that note said thinks he got it ftping and 
ircing, yet from what I read, it would seem you need to download and 


install a malacious program. 

In addition, is there some sort-of cookie security threat? I just 
came across this today too... I can barely keep up with all my 
reading, I guess I better find the time to start reading PC World 
again. [sigh] 

Thank God most hackers are not ill-willed. 


-Matt 


--MESSAGE FILE 17461 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001044 


--MESSAGE FILE 17462 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001045 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Linux (or Unix) Tools 

Date: Sat, 31 Oct 1998 11:30:27 -0500 

Organization: Identical Software 
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Lines: 19 

Message-ID: <363B3B23.5A3FB3F6@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


I was wondering if there are any Linux (or Unix) tools for converting 
sounds and images to Net Yaroze formats. I recently created some 
programs for converting 256-color pcx to 8-bit or 4-bit tim. I plan on 
releasing them as soon as I hear from Sony about whether I can make them 
available outside the members site. 


The tools are based on a simple graphics library I wrote a while ago. 
The graphics library works under DOS, Linux-SVGALib and Linux-X11. In 
theory the X version should work on any Unix with MIT-SHM support 


although the files may sometimes use "#if defined(__linux__) && 
defined(XLIB)" so that would need to be fixed. It is also currently 
little-eidian only. (The DOS port of the library may or may not be ina 


working state since I haven't tried it in a long time.) 


Yaroid v0.2 is a result of these tools. 
http: //www.scea.sony.com/net/yaroze/pages/dpayne. html 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17462 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001045 


—-MESSAGE FILE 17463 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001046 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: More unix questions 

Date: Fri, 06 Nov 1998 21:32:11 -0500 

Organization: Identical Software 

Lines: 11 

Message-ID: <3643B12B.23FFA407@identicalsoftware.com> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2958 scea.yaroze.freetalk 
21046 


I downloaded some Unix Net Yaroze tools from Charles Henrich's homepage 
and was wondering if these can made available outside of the members 
site. When I initially got my yaroze I had to use the dos tools for 


three weeks until my membership arrived. I'd like to make sure no one 
else is put in that situation. In particular I'm wondering about 
siocons and hssutils since the gnu tools are GPhed. (The documentation 


might say but I can only read English and French.) 


Dennis Payne 

dulsi@identicalsoftware.com 

(who is still waiting to gain access to the non-scea sites) 

--MESSAGE FILE 17463 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001046 


—-MESSAGE FILE 17464 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001047 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "John Emmer" <jjustice@netdirect.net> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 
Subject: Re: Last Night's Net Yaroze Chat 

Date: Sat, 7 Nov 1998 00:54:50 -0500 

Organization: Justice Center 

Lines: 25 

Message-ID: <72111k$ je64@scea> 

References: <36050ABC.2F8D7CC9@bigfoot.com> 

NNTP-Posting-Host: ppp49.wonderlan.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1047 scea.yaroze.programming.3d_g 
raphics:320 


>I'll just ask it here. Has anyone had problems with dynamicly creating 
>TMD data? It seems like my scene is getting built, but when it is 
>displayed, the scene gets totaly buggered -- Polygons all over the place 
>and such. Just take a look at the included gif file. That is a picture 
>of a mild case, BTW. 

> 


I had that same problem too for a while. My guess was that the 
routines were not properly (finding/creating?) the end of the TMD. That 
is, that the garbage is just what the next values in memory look like when 
displayed as a TMD. I found that if I cleared a region of memory with 
zeroes and then built my TMD within the limits of this 'clean' area, the 
problem went away. I'd be interested in any one else's experiences like 
this. 


John Emmer VidEo GAme eNthusiast, Philosopher, Programmer/Analyst, 
Sun Certified Java Programmer 1.1 
jJjustice@netdirect.net jJjjustice@wonderlan.com jemmer@hcm-inc.com 
http://www.cs.bsu.edu/~jjustice/ 
Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
Շ64, A600, A1200, P166; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


——MESSAGE FILE 17464 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001047 


—-MESSAGE FILE 17465 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001048 
Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Last Night's Net Yaroze Chat 

Date: Sat, 07 Nov 1998 14:01:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36445248.471494@www.netyaroze-europe. com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <72111k$ je64@scea> 

NNTP-Posting-Host: userm540.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1048 scea.yaroze.programming.3d_g 
raphics:321 


On Sat, 7 Nov 1998 00:54:50 -0500, “John Emmer" 
<jjustice@netdirect.net> wrote: 


> I had that same problem too for a while. My guess was that the 
>routines were not properly (finding/creating?) the end of the TMD. That 
>is, that the garbage is just what the next values in memory look like when 


>displayed as a TMD. 1 found that if I cleared a region of memory with 
>zeroes and then built my TMD within the limits of this 'clean' area, the 
>problem went away. I'd be interested in any one else's experiences like 
>this. 


sounds completely right. Of course, clearing the memory is a 
workaround, but this should really be solved one way or another 
otherwise you'll reach a point where the workaround doesnt work. Im 
presuming this all started in response to darco (as he mentioned 
something similar to me a while ago). People could send their source 
code to me at my pipex account (from my web page) and I can have a 
look to see whats happening if they want :) 


Rob Swan 
SCEE ~middex2 account 
-—-MESSAGE FILE 17465 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001048 


—-MESSAGE FILE 17466 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001049 
Path: chuka.playstation.co.uk!news 
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From: "Brian" <Brian_E_Baker@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: More unix questions 

Date: 12 Nov 1998 19:21:35 GMT 

Organization: Very Little 

Lines: 24 

Message-ID: <0Olbe0c29$£46980e0S0a6496c0@thumper> 

References: <3643B12B.23FFA407@identicalsoftware.com> 
NNTP-Posting-Host: snuffle.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2976 scea.yaroze.freetalk 
21049 


Dennis Payne <dulsi@identicalsoftware.com> wrote in article 
<3643B12B.23FFA407@identicalsoftware.com>... 

> I downloaded some Unix Net Yaroze tools from Charles Henrich's homepage 
> and was wondering if these can made available outside of the members 

> site. 

<snip> 

> Dennis Payne 

> dulsi@identicalsoftware.com 

> (who is still waiting to gain access to the non-scea sites) 


Is there a URL for these Unix tools? I was hoping to use Linux instead of 
DOS/Widoze as I find the tools under Unix (which I'm used to) much more 
powerful for programming / software development. e.g. XEmacs, CVS. Also the 
operating system as a whole is a lot more stable. Okay so the GUI is a bit 
naff and configuration not the simplest but you get a lot for your money 
:-) 


= 


Brian (hoping to get access to non-SCEE sites) 


P.S. This is not a Troll, I want no part in a pointless holy war. 


—-MESSAGE FILE 17466 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001049 


——MESSAGE FILE 17467 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001050 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: More unix questions 

Date: 12 Nov 1998 22:47:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <slrn74mpcs.b70.tjs@longford.cs.monash.edu.au> 

References: <3643B12B.23FFA407@identicalsoftware.com> <0lbe0c29$£46980e0S0ab6496c0@th 
umper> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2978 scea.yaroze.freetalk 
:1050 


On 12 Nov 1998 19:21:35 GMT, Brian <Brian_E_Baker@yahoo.com> wrote: 

> 

> 

>Dennis Payne <dulsi@identicalsoftware.com> wrote in article 

>Is there a URL for these Unix tools? I was hoping to use Linux instead of 
>DOS/Widoze as I find the tools under Unix (which I'm used to) much more 
>powerful for programming / software development. e.g. XEmacs, CVS. Also the 
>operating system as a whole is a lot more stable. Okay so the GUI is a bit 
>naff and configuration not the simplest but you get a lot for your money 
>:-) 


>Brian (hoping to get access to non-SCEE sites) 


>P.S. This is not a Troll, I want no part in a pointless holy war. 


Net Yaroze newsgroups message dump.txt Page 11757 


With all this talk about unix based development, you'd think that sony'd 
think about actually supporting it. 


At the moment, there's no centralised information, unfortunately. I've got some 
miscelaneous python scripts for doing various things. There's a gimp plugin and 
a PPM to TIM converter available. Someone I know has started work on a TMD util 
of some kind. I've had problems with all the siocons equivalents that I've 
seen, including the one that I (partially) wrote. psxfer works fine though. As 
far as I'm aware, nobody's tested the dos tools running under wine or dosemu, 
which might be another alternative. There are also tools for talking to an 
Action Replay available, if that's something you're interested in. 


Toby. 
—-MESSAGE FILE 17467 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001050 


——MESSAGE FILE 17468 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001051 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: More unix questions 

Date: Thu, 12 Nov 1998 21:49:46 -0500 

Organization: Identical Software 

Lines: 28 

Message-ID: <364B9E4A.73BA2868@identicalsoftware.com> 

References: <3643B12B.23FFA407@identicalsoftware.com> ՀՕ1Ե606295846980605086496Շ06Էհ 
umper> <slrn74mpcs.b70.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2981 scea.yaroze.freetalk 
21051 


Toby Sargeant wrote: 

> With all this talk about unix based development, you'd think that 
> sony'd think about actually supporting it. 

> 

> At the moment, there's no centralised information, unfortunately. 


I'm planning on fixing this. Unfortunately I'm going away for the 
weekend so I won't be able to get a nice page up and running. But since 
there seems to be some interest I'll put up what I have. 


http://www.identicalsoftware.com/yaroze/ 

This is connected via a 28.8 modem so you probably don't want to 
download the 18MB gnu tools from there. (I figure something out when I 
get back.) Charles Henrich's page has the source along with an 
unmodified siocons and hssutils. 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 

For the gimp plugin go to: 


http://www.cerc.utexas.edu/~andrewk/psx/ 


I'll try to put up some better instructions when I get back and I'll put 
up the pcx <-> tim utilities I wrote. 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17468 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001051 


—-MESSAGE FILE 17469 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001052 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 16 Nov 1998 00:37:53 -0800 

Organization: SCEA News Server 
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Lines: 16 

Message-ID: <364FE461.65F3BB94@znet .com> 

References: <6nl1f6k$6102@scea> 

NNTP-Posting-Host: scts1-42.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1052 scee.yaroze.freetalk.english 
22996 


Jeff Lawton wrote: 


> 

> I have decided to start a Game / Demo competition... It is for anyone / 

> group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
> site: 

> 

> 


http://yaroze-world.org 


How many people are going to enter this? 
The site says the deadline is nov. 30, 1998. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
——MESSAGE FILE 17469 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001052 


—-MESSAGE FILE 17470 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001053 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: IE4 and downloads 

Date: Tue, 17 Nov 1998 23:50:06 -0600 

Organization: Ed Federmeyer 

Lines: 21 

Message-ID: <72tmckSo3u7@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


On Windows98, and Internet Explorer 4, I used to get a file-selection dialog 
box whenever I would download files from the Internet, and one time I 
un-checked the "show this dialog" box. (Thinking I'd see if I like that 
better, and I could always change it back.) 


Now, as soon as a file is downloaded (say a .ZIP file), the winzip program 
runs and tries to unzip it, or if it's already an .EXE, it'll run it. I 
don't really like this, as I'd much rather have the .ZIP file on my system 
(without trying to find it in the internet-file-cache!), and unzip it later! 
I'd much rather not auto-run .EXE files either! 


I can't seem to find where that option was saved! 


Does anyone know how to make Internet Explorer 4 go back to prompting me for 
where a downloaded file gets saved to, instead of auto-unzipping or running 


--MESSAGE FILE 17470 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001053 


—-MESSAGE FILE 17471 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001054 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: IE4 and downloads 

Date: Wed, 18 Nov 1998 10:25:52 +0100 
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Organization: Debri Productions 

Lines: 22 

Message-ID: <ldiophg.beakOmneungoN@al1l-88-102.a1l.nl1> 
References: <72tmckS$o3u7@scea> 

NNTP-Posting-Host: al-88-102.al.nl 

X-Newsreader: MacSOUP 2.3 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 


> On Windows98, and Internet Explorer 4, I used to get a file-selection dialog 
> box whenever I would download files from the Internet, and one time I 

> un-checked the "show this dialog" box. (Thinking I'd see if I like that 

> better, and I could always change it back.) 

> 

> Now, as soon as a file is downloaded (say a .ZIP file), the winzip program 

> runs and tries to unzip it, or if it's already an .EXE, it'll run it. I 

> don't really like this, as I'd much rather have the .ZIP file on my system 

> (without trying to find it in the internet-file-cache!), and unzip it later! 
> I'd much rather not auto-run .EXE files either! 

> 

> I can't seem to find where that option was saved! 

> 

> Does anyone know how to make Internet Explorer 4 go back to prompting me for 
> where a downloaded file gets saved to, instead of auto-unzipping or running 

> it!???! 

> 

> EdF 


I can tell you where that option is in Netscape's Communicator. 
—-MESSAGE FILE 17471 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001054 


—-MESSAGE FILE 17472 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001055 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Silence 

Date: Wed, 18 Nov 1998 13:30:56 +0000 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <3652CCOF. 7EAEAOE8@writeme.com> 

References: <36266F05.44EF34C32@datasys.net> 
NNTP-Posting-Host: yogi.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Darco wrote: 


> It seems like most of the newsgroup traffic is being channeled to the 
> european newsgroups -- and these are collecting dust. 


Does anybody other than me see the merit of merging the English-speaking 
newsgroups? 


James. 


—-MESSAGE FILE 17472 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001055 


—-MESSAGE FILE 17473 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001056 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: IE4 and downloads 

Date: Wed, 18 Nov 1998 17:34:03 -0500 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36534B5B.A0166252@datasys.net> 

References: <72tmck$o3u7@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 460.dialup.datasys.net 


Net Yaroze newsgroups message dump.txt Page 11760 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Ed Federmeyer wrote: 


> 

> On Windows98, and Internet Explorer 4, I used to get a file-selection dialog 
> box whenever I would download files from the Internet, and one time I 

> un-checked the "show this dialog" box. (Thinking I'd see if I like that 

> better, and I could always change it back.) 

> 

> Now, as soon as a file is downloaded (say a .ZIP file), the winzip program 

> runs and tries to unzip it, or if it's already an .EXE, it'll run it. I 

> don't really like this, as I'd much rather have the .ZIP file on my system 

> (without trying to find it in the internet-file-cache!), and unzip it later! 
> I'd much rather not auto-run .EXE files either! 

> 

> I can't seem to find where that option was saved! 

> 

> Does anyone know how to make Internet Explorer 4 go back to prompting me for 
> where a downloaded file gets saved to, instead of auto-unzipping or running 

> it!???! 


My only advice is to go dig through the system registry. (Just in case 
you don't know how to do this, goto Start, Run, and type in 'regedit') 


IE put's all sorts of stuff in the registry like what you just 
described. It may take some searching though. I'll look right now real 
quick to see if there's anything similar to what you are talking about 
in my registry. 


Hmm... I didn't find anything. But I didn't look that long either.... Oh 
well, just a thought... 


"Darco 
—-MESSAGE FILE 17473 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001056 


—-MESSAGE FILE 17474 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001057 
Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: IE4 and downloads 

Date: Thu, 19 Nov 1998 10:41:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <730smcSolq6@chuka.playstation.co.uk> 
References: <72tmckSo3u7@scea> 

Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 
NNTP-Posting-Host: mail.ridgeway-sys.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Ed Federmeyer wrote in message <72tmck$o3u7@scea>... 

>On Windows98, and Internet Explorer 4, I used to get a file-selection 
dialog 

>box whenever I would download files from the Internet, and one time I 


>un-checked the "show this dialog" box. (Thinking I'd see if I like that 
>better, and I could always change it back.) 

> 

>Now, as soon as a file is downloaded (say a .ZIP file), the winzip program 
>runs and tries to unzip it, or if it's already an .EXE, it'll run it. I 


>don't really like this, as I'd much rather have the .ZIP file on my system 
>(without trying to find it in the internet-file-cache!), and unzip it 
later! 

>I'd much rather not auto-run .EXE files either! 

> 

>I can't seem to find where that option was saved! 

> 

>Does anyone know how to make Internet Explorer 4 go back to prompting me 


Net Yaroze newsgroups message dump.txt Page 1177 


>> >that's exactly why I have a Mac at home. I can't see how anyone who uses 
>> >MS products seriously can put down CodeWarrior at all. 

>> > 

>> > 

>> 

>> I use Visual C++ and Word and I find I can actually open more than 3 
files and 

>> work on them without the machine ever crashing. Not something I've 
>managed with 

>> Codewarrior :) 

> 

>That may be so, and if that is the case then I'd agree that you should be 
>able to open more than 3 files in CW, but look at what you payed for it, 
>£90. 

> 

>When you shell out a Hefty wedge for an NT network setup with SQL server, 
>as we have at work, and find out when it goes belly up (which it does) 
>that MS don't know anything about your problems, and their best suggestion 
>(at £175 per support call) is to reinstall everything (a popular MS bug 
>fix), you should worry. 

> 

What does that have to do with Visual C++ and CW? Nothing!! 

Besides, the people who made Windows NT are not the same people who made 
Visual C++. They just all work for the same company. Microsoft programmers 
are split into MANY teams all working on separate projects. One team may be 
better than another and the teams stick to the project they are assigned to. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


--MESSAGE FILE 1842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00545 


—-MESSAGE FILE 1843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000546 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: Wed, 18 Mar 1998 21:22:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <6epd1it$15r8@chuka.playstation.co.uk> 

References: <6e5qdr$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
uk> <3506CCE6.7301@127.0.0.1> <slrn6égelmu.ild.toby@ns.forefront.com.au> <3507E51B.76 
3DBOF2@hotmail.com> <6em62vS$dud33@chuka.playstation.co.uk> <slrn6gv6cg.msa.toby@caff 
eine. forefront.com.au> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Sargeant wrote in message ... 

>On Tue, 17 Mar 1998 15:54:49 -0000, JohnT <johnt@nettech.demon.co.uk> 
wrote: 

>>Ok, I was only going by what I was taught. Here it is... 

>> 

>>The semicolon ; is used to end a statement. Therefore the following are 
>>correct... 

> 

>from K&R second ed, p236. 

> 

>statement: 

> labeled-statement 

> expression-statement 
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for 
>where a downloaded file gets saved to, instead of auto-unzipping or running 


Try this: run up a Explorer (not IE) window and choose Options from the View 
menu. Go to the File Types tab and scroll down the list until you see WinZip 
file. Select it and click Edit. You should see a dialog with an option 
"Confirm open after download" at the bottom - re-enable this flag. 


Hope that helps! 
Mike 


Mike Hatfield 
mhatfield at ridgeway-sys dot com 


—-MESSAGE FILE 17474 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001057 


—--MESSAGE FILE 17475 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001058 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: SEDE Demo 00.04.07n 

Date: Sat, 21 Nov 1998 21:38:28 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36577924.896D2180@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 67.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1058 scee.yaroze.freetalk.english 
:3016 


Ok, here it is! This is a demo of the SEDE project 2D sidescroller. It's 
COOL! DOWNLOAD IT!!!!!! 


(SEDE = Steve Ed Darco Elliot) 


The game currently has no name, but it is playable! Grab it here: 


http: //www.scea.sony.com/net/yaroze/pages/rquattlebaum.html 


The controls are simple; Press SQUARE to run, press CROSS to jump, press 
START to pause, and press SELECT to go on to the next level. (There are 
only 2 at the moment) Both Digital and Analog controllers are supported. 


Tell me what you think of the game so far. It is by no means finished... 
There are no enemies at the moment, and it is impossible to die. That 
weird looking thing in the top left hand corrner is the life meter. 


A pal version is avalible upon request. 


"Darco 
—-MESSAGE FILE 17475 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001058 


—-MESSAGE FILE 17476 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001059 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: IE4 and downloads 

Date: Tue, 24 Nov 1998 22:37:11 -0600 

Organization: Ed Federmeyer 

Lines: 22 

Message-ID: <73g0om$r846@scea> 
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References: <72tmckSo3u7@scea> <730smcSolqé6@chuka.playstation.co.uk> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mike Hatfield wrote in message <730smcSolq6@chuka.playstation.co.uk>... 
>Ed Federmeyer wrote in message <72tmckSo3u7@scea>... 

>> 

>>Does anyone know how to make Internet Explorer 4 go back to prompting me 
>for 

>>where a downloaded file gets saved to, instead of auto-unzipping or 
running 


>> 
>Try this: run up a Explorer (not IE) window and choose Options from the 
View 

>menu. Go to the File Types tab and scroll down the list until you see 
WinZip 
>file. Select it and click Edit. You should see a dialog with an option 
>"Confirm open after download" at the bottom - re-enable this flag. 


That was it! Thanks allot!! 


EdF 


——MESSAGE FILE 17476 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001059 


-—-MESSAGE FILE 17477 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001060 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Aidan Dysart <adysart@umich.edu> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: A question for Gurus 

Date: Thu, 03 Dec 1998 01:01:46 -0500 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <3666293F.D7985D0F@umich.edu> 

NNTP-Posting-Host: adsl02-145.annarbor.mi.ameritech.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; U; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3114 scea.yaroze.freetalk 
:1060 


Okay, I've followed some օք the discussion lately involving Tanvir and 
others. I am a little new to the net yaroze system, so I asking for some 
help. I have read the documentation thoroughly, and I have poured over 
the sample source code I could find.Here's my poblem: 


I want to create a driving game, something similar to, say, Wipeout or 
Wipeout XL. What I don't understand it how to generate/draw/store the 
track. Has anyone done this before? Can you offer some advice? I've come 
up witha few ideas, but I'm not sure which is best: 


1. create the entire landscape and track as a giant TMD model. and have 
the car just move around in it, physically constrained. This, is nice, 
because not runtime calculation is necessayr, but I'm not sure the net 
yaroze could handle that much model/texture data in memory. 


2 Store the track as a sequence of points in the world coordinate 
system, and generate the track for each point dynamically. This is can 
be done in a multiple of ways. I could store an object that represent 
abou 1 foot of the track and jsut repeat it, or I could actually 
generate the TMD data. I'm not sure which is better. In addition to the 
points, I would store a normal vector for each point, so I could have 
banking turns, hills, etc. What I'd like to find out is if anyone has 
done this kind of dynamic TMD creation, and if so, could I look at some 
source code, or documentation? This would be MUCH appreciated. 
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3. create a set of track segments, like a straight segment, a 30 degree 
turn, a 15 degree turn, etc. and store the track as a sequence of these 
segments. This would limit the complexity of the tracks and could get 
boring. 


number 2 seems like the way to go to me. I'm just not sure how to tackle 
the TMD creation. ANY help at all would be greatly appreciated. Please, 
share your ideas. 


Thanks. 


Aidan Dysart 
adysart@umich.edu 


-—-MESSAGE FILE 17477 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001060 


—-MESSAGE FILE 17478 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001061 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: A question for Gurus 

Date: Fri, 04 Dec 1998 01:04:49 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36673304.67119730@news.scea.sony.com> 

References: <3666293F.D7985D0F@umich.edu> 

NNTP-Posting-Host: client-151-198-130-162.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3118 scea.yaroze.freetalk 
21061 


Check out Robert Swan's program and website, he accomplished a very 
similar program for his first game endeavor. You can also e-mail him 
any questions, he is always happy to help a fellow yarozer. 


http://www.netyaroze-europe.com/~middex2/ 
rs108@mdx.ac.uk 


(Only Rob would give his name as Robadob Swannigan , making finding 
his page an unusual pain in ythe ass...[grin]) 


Peter Passmore's 3D tutorial also discusses a similar project, and 
should be helpful: 


http://www.netyaroze-europe.com/~middx_uni/ftp/ 


Take the two bottom entries titled tutorial.zip and 
tutprogs.zip 


-Matt 


--MESSAGE FILE 17478 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001061 


——MESSAGE FILE 17479 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001062 
Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Mon, 07 Dec 1998 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <366C57AF.4E60D961@aol.com> 

References: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 
warrior:370 scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 
yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 
Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


VVVVVVV 


Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


-—-MESSAGE FILE 17479 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001062 


--MESSAGE FILE 17480 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001063 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5S$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 

Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 

> 


> 
>Steve Dunn schrieb: 


> 

>> Has anyone got this to work under NT(4). 
>> If you have, please let me know 

>> Thanks in advance. 


>> Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 17480 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001063 


—-MESSAGE FILE 17481 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001064 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: No more net yaroze members 

Date: Tue, 08 Dec 1998 16:30:54 -0500 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <366D9A8E.3D7D48B7@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 85.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3138 scea.yaroze.freetalk 
21064 


I suppose I jumped the gun on an earlier post that I made to the 
newsgroups. If you read it, ignore it. I was blabbering on about the end 
of the American Net Yaroze scene, the sky is falling, etc. 


This is what got me slightly upset: 
http://www.scea.sony.com/net 

If you are really lazy, this is a quote from the page: 
> 


> The Net Yaroze Program is no longer accepting new members. 
> 


At first I thought this meant the beginning of the end for the American 
Net Yaroze scene... but after I clicked on the "join" button, it would 
seem that the reason for this is that they have run out of Net Yaroze 
units to sell. Then I felt a little better. 


Will they be restocked? Or does that depend on the productivity of the 
current members? 


I hope that this doesn't spell doom for SCEA Net Yaroze. With the SEDE 
project, we were hoping to spark some creativity from the American 
scene, and hopefully make it more productive for a time. 


What does this mean for the future of the SCEA Net Yaroze program? 


"Darco 
—-MESSAGE FILE 17481 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001064 


—-MESSAGE FILE 17482 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001065 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 00:27:51 -0800 

Organization: SCEA News Server 

Lines: 46 
Message-ID: <366F8607.1CD61CE8@shell.jps.net> 

References: <366D9A8E.3D7D48B7@datasys.net> 

NNTP-Posting-Host: svalliap-isdn3.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3141 scea.yaroze.freetalk 
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Well, I would hope that this will not be the end otherwise I'm going 
to have a very expensive doorstop. :P Ideally, it would be great to 
have an upgrade path to the PSX2, if a Yaroze-like development kit 
will exist for it. Wishful thinking, I know, but one can always hope, 
eh? 
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= el 

Darco wrote: 

I suppose I jumped the gun on an earlier post that I made to the 
newsgroups. If you read it, ignore it. I was blabbering on about the end 
of the American Net Yaroze scene, the sky is falling, etc. 

This is what got me slightly upset: 

http: //www.scea.sony.com/net 

If you are really lazy, this is a quote from the page: 

> 

> The Net Yaroze Program is no longer accepting new members. 

> 

At first I thought this meant the beginning of the end for the American 
Net Yaroze scene... but after I clicked on the "join" button, it would 


seem that the reason for this is that they have run out of Net Yaroze 
units to sell. Then I felt a little better. 


Will they be restocked? Or does that depend on the productivity of the 
current members? 


I hope that this doesn't spell doom for SCEA Net Yaroze. With the SEDE 
project, we were hoping to spark some creativity from the American 
scene, and hopefully make it more productive for a time. 


What does this mean for the future of the SCEA Net Yaroze program? 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


"Darco 

Mata ne, ç zx 

- e! sg t tenchi@shell.jps.net Wins 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ae http://www. jps.net/tenchi 


—-MESSAGE FILE 17482 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001065 


—-MESSAGE FILE 17483 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001066 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 17:19:03 -0500 

Organization: SCEA News Server 

Lines: 13 
Message-ID: <367048D7.663FF340@datasys.net> 

References: <366D9A8E.3D7D48B/7@datasys.net> <366F8607.1CD61CE8@shell.jps.net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 371.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3143 scea.yaroze.freetalk 
:1066 


Elliott Lee wrote: 

> 

> Well, I would hope that this will not be the end otherwise I'm going 
> to have a very expensive doorstop. :P Ideally, it would be great to 
> have an upgrade path to the PSX2, if a Yaroze-like development kit 

> will exist for it. Wishful thinking, I know, but one can always hope, 
> eh? 

> 


Yeah. But sony I'm sure wouldn't dare release a hobbyists kit until at 
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least a year after it's debut. 


"Darco 
—-MESSAGE FILE 17483 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001066 


——MESSAGE FILE 17484 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001067 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 17:21:33 -0800 

Organization: SCEA News Server 

Lines: 40 
Message-ID: <3670739D.47A72A79@vmlabs.com> 

References: <366D9A8E.3D7D48B7@datasys.net> 

NNTP-Posting-Host: vmlabs34.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3144 scea.yaroze.freetalk 
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Just yesterday I had someone email me. They wanted to know if I knew 
anyone that wanted to sell their Yaroze since they couldn't get one 
from Sony. 


Unfortunately I don't think these things are transferable. Well I 
suppose you could just give the new person your user name and password, 
but I'm sure there's some legalese somewhere against it. 
Scott 
I suppose I jumped the gun on an earlier post that I made to the 
newsgroups. If you read it, ignore it. I was blabbering on about the end 
of the American Net Yaroze scene, the sky is falling, etc. 
This is what got me slightly upset: 
http: //www.scea.sony.com/net 
If you are really lazy, this is a quote from the page: 
> 


> The Net Yaroze Program is no longer accepting new members. 
> 


Net Yaroze scene... but after I clicked on the "join" button, it would 
seem that the reason for this is that they have run out of Net Yaroze 
units to sell. Then I felt a little better. 


Will they be restocked? Or does that depend on the productivity of the 
current members? 


I hope that this doesn't spell doom for SCEA Net Yaroze. With the SEDE 
project, we were hoping to spark some creativity from the American 
scene, and hopefully make it more productive for a time. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> At first I thought this meant the beginning of the end for the American 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> What does this mean for the future of the SCEA Net Yaroze program? 
> 

> 'Darco 

—-MESSAGE FILE 17484 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001067 


—--MESSAGE FILE 17485 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001068 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: what's happening in Japan? 

Date: Fri, 11 Dec 1998 00:45:36 -0800 
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Organization: SCEA News Server 

Lines: 13 

Message-ID: <3670DBBO.6AC13D20@znet .com> 
NNTP-Posting-Host: scts1-19.znet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


The Japan yaroze newsgroups haven't had 
new messages since last July. 
http://wwwl.scei.co.jp/netnews/index.html 


Were they moved, 

or is the Japan Yaroze scene alive or not? 
admittedly, I don't speak much Japanese, but I 
don't see new activity there. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender. html 
—-MESSAGE FILE 17485 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001068 


—-MESSAGE FILE 17486 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001069 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 15:09:43 GMT 

Organization: L4 Software 

Lines: 21 

Message-ID: <366fe335.3184256@205.149.189.29> 

References: <366D9A8E.3D7D48B7@datasys.net> <3670739D.47A72A79@vmlabs.com> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3146 scea.yaroze.freetalk 
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On Thu, 10 Dec 1998 17:21:33 -0800, Scott Cartier 
<scartier@vmlabs.com> wrote: 


>Just yesterday I had someone email me. They wanted to know if I knew 
>anyone that wanted to sell their Yaroze since they couldn't get one 
>from Sony. 

> 

>Unfortunately I don't think these things are transferable. Well I 
>suppose you could just give the new person your user name and password, 
>but I'm sure there's some legalese somewhere against it. 

> 


Scott, 


Transfer of the Net Yaroze hardware, software, username or password is 
expressly forbidden in the License Agreement. 


See http://www.scea.sony.com/net/yaroze/legal2.html for details. 
Mario 


—-MESSAGE FILE 17486 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001069 


—--MESSAGE FILE 17487 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001070 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: what's happening in Japan? 

Date: Tue, 15 Dec 1998 16:14:26 -0500 
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Organization: SCEA News Server 

Lines: 15 

Message-ID: <3676D132.A3D2E3B6@datasys.net> 
References: <3670DBBO.6AC13D20@znet .com> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 250.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Kirk Bender wrote: 


The Japan yaroze newsgroups haven't had 
new messages since last July. 
http://wwwl.scei.co.jp/netnews/index.html 


Were they moved, 

or is the Japan Yaroze scene alive or not? 
admittedly, I don't speak much Japanese, but I 
don't see new activity there. 


VVVVVVVV VV 


I've noticed this as well, but I'm not sure what to do about it. 


"Darco 
—-MESSAGE FILE 17487 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001070 


—-MESSAGE FILE 17488 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001071 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Tue, 15 Dec 1998 16:36:36 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3676D664.2D42EFCC@datasys.net> 

References: <366D9A8E.3D7D48B7@datasys.net> <3670739D.47A72A79@vmlabs.com> <366fe335 
.31842560205.149.189.29» 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3155 scea.yaroze.freetalk 
21071 


Mario Perdue wrote: 

> 

> Transfer of the Net Yaroze hardware, software, username or password is 
> expressly forbidden in the License Agreement. 

> 


I am not considering doing this, however I just want this clarified for 
me and the rest of the NY members. 


Couldn't some arrangement of the transfer of the development hardware 
and software be worked out with Sony's consent? Or is the license 
agreement absolute with no exceptions? 


I'm just trying to explore all options here. From a complete and word 
for word interpretation of the license agreement, the only time that we 
might be able to get rid of the tools is when the copyright expires. 
(Which won't be for another 100 years or so...probably more) 


I'm OK with this, as I don't plan to separate myself from this beautiful 
black box for a while... But it just seems sad that there won't ever be 
any other new productive members, when I know there are several inactive 
members who would wouldn't mind selling their development tools to 
someone who might be more productive. 
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"Darco 
—--MESSAGE FILE 17488 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001071 


—-MESSAGE FILE 17489 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001072 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Tue, 15 Dec 1998 15:02:59 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <3676EAA3.EE440E8F@vmlabs.com> 

References: <366D9A8E.3D7D48B7@datasys.net> <3670739D.47A72A79@vmlabs.com> <366fe335 
.31842566205.149.189.29» 

NNTP-Posting-Host: vmlabs37.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3157 scea.yaroze.freetalk 
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Ah, I can finally get through to post this... 
Don't worry. I'm having too much fun with mine to get rid of it :) 


I just wanted to show that there is still interest out there. 


Scott 

> Scott, 

> 

> Transfer of the Net Yaroze hardware, software, username or password is 
> expressly forbidden in the License Agreement. 

> 

> See http://www.scea.sony.com/net/yaroze/legal2.html for details. 

> 

> Mario 


—-MESSAGE FILE 17489 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001072 


—-MESSAGE FILE 17490 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001073 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: What to buy for X-mas? Etc... 

Date: Fri, 18 Dec 1998 04:24:25 GMT 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <3679d262.11389146@news.scea.sony.com> 
NNTP-Posting-Host: client-119-45.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi all, 
Well, I have been enjoying life and my freedom, checking in 
occasionally to see what's up. Sure was a shame George never completed 


his complete yaroze tutorial this year... this is obviously an 
enormous project for any who undertake it. I will be getting back to 
studying on my own at this point, the Holy Grail of Yaroze Programming 


does not seem to be coming at this point. Shame, really, so many would 
benefit... 

How interesting to read that SCEA will not accept any further 
members. I remember Japan was capped at 20,000 very early on, due to 
high demand I cannot imagine our membership has gone beyond the 2000 
mark. Hey, Sony, don't pull the plug on us. This is an intense 
endeavor, well worthy of a few years of learning and time investment. 
Don't pull a "Sega" on ստ. 

And, for Sega fans, please don't get touchy. I don't see Dreamcast 
around yet, although I assume it has been released in Japan for a few 
weeks now... have to wait for next months magazines to read up on how 
it's doing... PSX II will be superior, no doubt. ;-)) 1 have read 505 
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compound-statement 
selection-statement 
iteration-statement 
jump-statement 


VVVVYV 


>expression-statement: 

> expression_opt ; 

> 

>expression: 

> assignment-—expression 

> expression , assignment-—expression 

> 

>so a statement is (among other things) an optional assignment, followed by 
>a semicolon, which is equivalent to a single semicolon. 


> 

>Sorry to be a rules lawyer. 

> 

Hey, I'm not saying that my teacher was correct just that that is what I was 
taught!!! ;) I welcome people to correct me when I am wrong so that I can 


better myself :) 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00546 


—-MESSAGE FILE 1844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000547 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ANSI C code 

Date: Wed, 18 Mar 1998 21:29:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <6epe34$15r9@chuka.playstation.co.uk> 

References: <6e5qdrS$p7bl@emeka.playstation.co.uk> <6e693kS6nq4@chuka.playstation.co. 
նէ» <3506CCE6.7301@127.0.0.1> <slrn6égelmu.ild.toby@ns.forefront.com.au> <3507E51B.76 
3DBOF2@hotmail.com> <6em62vS$dud33@chuka.playstation.co.uk> <slrn6gv6cg.msa.toby@caff 
eine. forefront.com.au> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Sargeant wrote in message ... 

>On Tue, 17 Mar 1998 15:54:49 -0000, JohnT <johnt@nettech.demon.co.uk> 
wrote: 

>>Ok, I was only going by what I was taught. Here it is... 

>> 

>>The semicolon ; is used to end a statement. Therefore the following are 
>>correct... 

> 

>from K&R second ed, p236. 

> 

>statement: 

> labeled-statement 

expression-statement 

compound-statement 

selection-statement 

iteration-statement 

jump-statement 


VVVVVV 


>expression-statement: 
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more powerful in it's current prototype form... Just remember who is 
getting heaps of positive press, versus poor Sony who cannot seem to 
get a good spin these days. This industry seems to be resisting 
dominance by any one company, and I pick up a slant against Sony in 
print media I don't think they deserve. Every game is "the last great 
game", lots of speculation about the hardware being outdated and fully 
exploited, good games getting nit-picked to death and mediocre 
ratings... 

Anywho, my purpose was to say Hi, and to ask the burning question 
for this holiday season: 


What is the game to purchase this season? 
There seems to be so many to choose from, that choosing becomes 
difficult. Tomb Raider III, Metal Gear Solid, Gran Turismo, etc... I 
live on a budget, so I only buy a new game every few months. 

Now, I would just buy Tomb Raider III, but, well, the last game 
left me feeling unfulfilled. Shooting enemies in third person is very 
unsatisfying. I am having great fun replaying Doom at the moment. 

The physics on the first person camera view really give that punch a 
third person perspective can't deliver. It was a shame that Duke was 
released on PSX as a third person perspective game... I fear MGS will 
leave me with the same feeling. 

I want punch, I want action, I want to get that feeling I first had 
when I played Doom for the first time. Colony Wars doesn't quite 
deliver... Einhandler, perhaps? Must I buy a PC game? 

Perhaps, I need to forego my urge to pummel, and I should purchase 
TRIII or MGS? Maybe Diablo? So many choices... 


—Matt, who wishes all a Merry X-Mas. 
——MESSAGE FILE 17490 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001073 


—-MESSAGE FILE 17491 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001074 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What to buy for X-mas? Etc... 

Date: Fri, 18 Dec 1998 14:55:17 -0800 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <367ADD55.B7370E32@vmlabs.com> 

References: <3679d262.11389146@news.scea.sony.com> 
NNTP-Posting-Host: vmlabs31.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hey Matt, 


> Hey, Sony, don't pull the plug on us. This is an intense 
> endeavor, well worthy of a few years of learning and time investment. 


I second that, but judging from what I've seen, we may be pulling 
the plug on ourselves. The SCEE scene seems much more alive than us. 
Chicken or the egg? 


> And, for Sega fans, please don't get touchy. I don't see Dreamcast 
> around yet, although I assume it has been released in Japan for a few 
> weeks now... 


Just saw one in the mall. You could buy it for only $1100. Come on, 
who the hell is going to spend that much dough on a machine with one 
good game? And I don't even like fighters too much... 


> What is the game to purchase this season? 
God was I hoping it would be Master of Monsters. 1 looooved that game 
on the Genesis and had such high hopes for it. However, the review on 


PSX.ign.com make it sound like crap. They say the music in this 
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version is "one unimaginative, droning loop". How can this be? The 
Genesis version had beautiful music! <sigh> 


Well, I don't have TR3 or GT so I can't comment on those. Metal Gear 
provided me with probably a month of gaming nirvana. People claim it's 
short, but it was the perfect length for me. In this day of too-many- 
games-to-play I appreciate something I can complete in a month. 


If you want action I hear Tenchu is good. Haven't played it myself 
though. 


Cheers, 
Scott 
—-MESSAGE FILE 17491 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001074 


—-MESSAGE FILE 17492 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001075 
Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: What to buy for X-mas? Etc... 

Date: Sat, 19 Dec 1998 00:07:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <367aed83.1605923@www.netyaroze-europe. com> 
References: <3679d262.11389146@news.scea.sony.com> 
NNTP-Posting-Host: pBOs03a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hmm, of the new batch of games Ive seen so far I suppose I shouldnt 
really comment much except on what has already been revealed to the 
press, but I will make a comment about ridge racer 4, which is 


"bloody hell some of it looks amazing'. Some of the track s are a bit 
dull but there is this one out in the countryside that is the best bit 
of graphics Ive seen yet on the psx. Of course, you only meet one car 
about every 30 seconds but, hey, they had to sacrifice something. 


Rob 
——MESSAGE FILE 17492 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001075 


—-MESSAGE FILE 17493 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001076 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What to buy for X-mas? Etc... 

Date: Fri, 18 Dec 1998 20:54:40 GMT 

Organization: SCEA News Server 

Lines: 96 

Message-ID: <367ab6c7.54721406@news.scea.sony.com> 

References: <3679d262.11389146@news.scea.sony.com> <367ADD55.B7370E32@vmlabs.com> 
NNTP-Posting-Host: client-120-34.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hey Matt, 


Hi Scott. How goes Project X? I don't read much about the project 
lately. It seems to me, an uninformed consumer, that VM Labs is 
missing an important window before Dreamcast and PSX II are released. 
Sort-of, a cross between CD-i and M2. Is there a definitive release 
date yet? I can't help but wonder, since I believe Dreamcast and PSX 
II will be very developer friendly, while Project X was described as 
being relatively difficult to program for. 2000 is going to be an 
interesting year. The affordibility of the X development kits will 
still be a trump card. 


> 

>> Hey, Sony, don't pull the plug on us. This is an intense 

>> endeavor, well worthy of a few years of learning and time investment. 
> 

>I second that, but judging from what I've seen, we may be pulling 

>the plug on ourselves. The SCEE scene seems much more alive than us. 
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>Chicken or the egg? 


Hmmm... I suppose all must accept responsibility. I have spoken of 
my desire to get more people involved from my first days in the 
program. I got some support, I got flamed too... I still think the 


majority of members don't participate because they are intimidated. 

How many members do we all converse with in e-mail, who do not post? 
The atmosphere has improved a great deal since the horn butting and 

sharpening of the first few months of the program though... 

I could write up a list of those who have not followed through on 
their stated ambitions to provide tutiledge to the yaroze masses, from 
advanced members to the Sony staff. The entire onus cannot be upon 
those who are inexperienced to lead. I do what I can. I update my 
site, I post, I provide what advice I can, I encourage newbies and 
e-mail out megs of files and helpful info... albeit I took a break for 
a time of late. I am aware of your contributions, and willingness to 
aid all comers. I remember when Jay posted the link on his page for 
you to receive input... such a shame Jay walked away. 

I assert that we would benefit greatly from a "Peter Passmore" in 
the United States, and a team that would just forget the stipulation 
about "only experienced programmers need apply". In the U.S., it is 
obvious that we have a great number of people who are not advanced, 
and would benefit from any kind of input that would get the ball 
rolling. I have 50 Megs of sample code, and yet I still would benefit 
greatly from a formal tutorial. Something to work through the text 
intro programs, work through the code involved in displaying a sprite 
line by line, advance to a simple program akin to the Ball demo, and 
then deal with the analytical concepts involved around a game similar 
to Walz. 

I have decided not to wait any longer for this aid, I have waited 
six months, and can wait no longer. Nevertheless, for those who 
scratch thier heads and wonder what would get the SCEA side of things 
going, well, it seems obvious to me that an instructional set of docs 
would be very productive. Imagine, if you wanted to start learning C, 
and I just dropped a slew of sample code in your lap. You would 
eventually get where you want to go, after an extreme effort and much 
wasted energy. And, yet, so many nuances of understanding of the code 
would be lost to you. Each character, most spaces, all punctuation has 
meaning and importance. There's the nitty-gritty of each function, and 
it's coding peculiarities, and then there is the forest of the entire 
program, and how the functions work together. One can get a good sense 
of the forest studying PC programming, but those trees are still 
somewhat cryptic when one dives into LibGs. I will be forced to ask 
many insignificant questions in the groups. Hopefully, many will 
benefit from this, and my questions will be noticed and answered. 

If I could, I would do the Grail my self at this point. I have the 
time, I have the energy and desire, but I am in the position of having 
to make the switch from PC programming to yaroze programming. 

I am not the person who can do this. Perhaps, the day will come when I 
will, and I won't be duplicating another's effort. See you in 2 
years... 

As an aside, it is also odd how Joel Summer disapeared. MW told me 
that version 3.0 would be released last May. No new release, no posts 
from Joel... odd. 


>> And, for Sega fans, please don't get touchy. I don't see Dreamcast 
>> around yet, although I assume it has been released in Japan for a few 
>> weeks now... 

> 

>Just saw one in the mall. You could buy it for only $1100. Come on, 
>who the hell is going to spend that much dough on a machine with one 
>good game? And I don't even like fighters too much... 


Yeah, right... if I were wealthy, maybe. Sad, that it took them so 
long to learn their lessons, Sega may never be the same again. 
And, once again, they are rushing a release with a few titles, delayed 
titles, etc... Hopefully, what they do provide will be good quality. 
Oh well, Sony seems to have ‘em all by the balls at this point, I love 
it! 


I may go with MGS. Does it have replay value, or is it boorish to 
play after you know all the tricks and secrets? I could always just 
purchase Final Doom. I just remember the engine got ripped in the 


11773 
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reviews compared to the original, so I never purchased it. There is 
Disruptor and Alien vs. Predator... 


-Matt 


——MESSAGE FILE 17493 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001076 


--MESSAGE FILE 17494 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001077 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What to buy for X-mas? Etc... 

Date: Fri, 18 Dec 1998 21:04:05 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <367ac156.57424793@news.scea.sony.com> 

References: <3679d262.11389146@news.scea.sony.com> <367aed83.1605923@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: client-120-34.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hmm, of the new batch of games Ive seen so far I suppose I shouldnt 
>really comment much except on what has already been revealed to the 
>press, but I will make a comment about ridge racer 4, which is 

> 

>"bloody hell some of it looks amazing'. Some of the track s are a bit 
>dull but there is this one out in the countryside that is the best bit 
>of graphics Ive seen yet on the psx. Of course, you only meet one car 
>about every 30 seconds but, hey, they had to sacrifice something. 


Nice to see you still about Robidob, I had great fun seeking out 
your member page a few weeks back. [grin] I hope you can purchase your 
own yaroze soon... SCEE is not planning to end new registrations, are 
they? 

How have you been lucky enough to see previews of games that you 
feel bound not to reveal details about? 

I will keep RR4 in mind, at least it would have replay value, 
unlike my usual fare of gaming. I say "Pah!" every time I read the PSX 
has reached it's limits. I saw the Super Nintendo exploited for too 
long to believe the hardware could be fully exploited within four 
years. I sort-of hope Dreamcast falls flat on it's face, so Sony's 
hand is not forced. Albeit, I read that Sony plans to keep selling PSX 
alongside PSX II for the upcoming decade. I find it hard to believe, 
but it would be cool. They are just achieving critical mass of 
installed untils, and we have yet to see the magical $99 price point. 
We'll see how the release of FF VIII stiffles the hype around 
Dreamsplash. 


-Matt 


——MESSAGE FILE 17494 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001077 


——MESSAGE FILE 17495 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001078 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: What to buy for X-mas? Etc... 

Date: Tue, 22 Dec 1998 13:58:52 -0800 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <3680161C.57A7FD61@vmlabs.com> 

References: <3679d262.11389146@news.scea.sony.com> <367ADD55.B7370E32@vmlabs.com> ՀՅ 
67ab6c7.54721406@news.scea.sony.com> 

NNTP-Posting-Host: vmlabs52.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Hi Scott. How goes Project X? 
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Things are going really well. Other than that I can't say really 
anything. Kinda sucks, but that's the way it is - and I want to keep 
my job :) 


However, I will say that I personally don't think we will compete 
directly against DC/PSX2. Next Gen Online had an interview with Jay 
Smith, CEO of Adrenalin Interacive. He put it best when he said 
"there is room for all three to live successfully in the same 
marketplace" (meaning PC, video game system, & NUON). 


Yeah, right... if I were wealthy, maybe. Sad, that it took them so 
long to learn their lessons, Sega may never be the same again. 
And, once again, they are rushing a release with a few titles, delayed 
titles, etc... Hopefully, what they do provide will be good quality. 
Oh well, Sony seems to have ‘em all by the balls at this point, I love 
it! 


> 
> 
> 
> 
> 
> 


Thankfully, that's just the Jananese launch. Sega's launch over here 
should be much better since more games will be complete by then. 


> I may go with MGS. Does it have replay value, or is it boorish to 
> play after you know all the tricks and secrets? 


I can't really comment since I rarely play through games again once 

I finish them. There are too many games out there for me to dwell on 
one for too long. I still have a stack of unfinished games that got 
put aside once Zelda came out (one of which is Tomb Raider - yeah I'm 
slow). 


Scott 
—-MESSAGE FILE 17495 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001078 


—-MESSAGE FILE 17496 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001079 
Path: chuka.playstation.co.uk!scea!prol1-130.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Will I rant, or no. 

Date: Wed, 23 Dec 1998 00:20:45 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 200 

Message-ID: <developer-2312980020460001@pro1-130.barrie.connex.net> 
NNTP-Posting-Host: prol-130.barrie.connex.net 


Hey Everyone. 


So far this includes Matt, Scott, and Mario. Not to mention Darco and 
Steve, and Others who I can't remember off-hand Because I am Writing this 
while not being online on the Chat area. 


I have dissappeared for the past three weekends due to {Personal AKA 
new Girlfriend thingy.. :)))) } not being at home to sit in front of the 
PC and watch the Chat Areas. For the Next Semester this may be more often 
than not due to me Teaching RADAR and MicroWave Techniques classes. 


In the meantime I have been poring over a few of the demos from the 
SCEE web-site. It looks like the membership Over the Pond are really 
keeping it together. 


Too bad we aren't.. : ( 


There is no clear reason for it. It dissapoints me, and it looks like 
we may waste away to nothing is there isn't a Pick Me Up soon. 


Really the Pick Me Up would have to come from staff at Sony. The 
Likelyhood of that happening is quite small. No wonder since most have 
been swallowed by the VMLab group. 


This doesn't mean that Sony cannot do anything about it. In fact this 
opens an opportunity to get things going with newer people. 
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In a Recent Post Matt, raised some interesting points. Here's a Quote: 


Hmmm... I suppose all must accept responsibility. I have spoken of 
my desire to get more people involved from my first days in the 
program. I got some support, I got flamed too... I still think the 
majority of members don't participate because they are intimidated. 
How many members do we all converse with in e-mail, who do not post? 
The atmosphere has improved a great deal since the horn butting and 
sharpening of the first few months of the program though... 


VVVVVVV 


I was fortunate to miss a lot of this due to having limited Equipment and funds. 
E-mail was a once in a month opportunity. News was something I got into later. 
And I like many Yarozers had big plans and big Dreams. 


I still do. Like having an OSS based operating system for the PSX so 
that the Sony Licence agreement restriction would allow Hobbyist 
interaction in the Set-Top domain. But that is a really hard project for 
one individual. So I scaled down what I wanted to do, and found that 
writing an RTOS engine would be cool to illustrate the same thing. 


At no time was I intimidated, what did happen a lot in the past 1_1/2 
years that I have had my Net Yaroze, is me running out of time at home AKA 
Energy to sit in front of the console doing development. Having a 
Grilfriend is not going to help matters much either. [She forgives me the 
fact I will be sitting in front of the Computer a Lot, Thank Goodness...] 
But this looks like what has happeded to a lot of the other Yarozers who 
haven't been around or keeping up. 


[Shrug] 


Here is Another point: 

I assert that we would benefit greatly from a "Peter Passmore" in 
the United States, and a team that would just forget the stipulation 
about "only experienced programmers need apply". In the U.S., it is 
obvious that we have a great number of people who are not advanced, 
and would benefit from any kind of input that would get the ball 
rolling. 


> 
> 
> 
> 
> 
> 


Clear as a bell! Here in the USA, [Canada too, I am not forgetting!] 
there has been ABSOLUTELY No contact from ANY Sony staff with the 
exception of two people. 


First and Foremost: Barbara Castillo. I met Barbara at the E3 
Conference Last May. She is a very nice lady and she got me to where I am 
in the Net Yaroze due to her dedication to making the Plan work. I have 
not heard from her. 


Peter Alau: The Systems monitor, and programming mentor. Good fellow, 
haven't met him, but I did e-mail back and forth a few times to realise 
that he knows a lot of what happens in the Yaroze arena. No messages for 
the past wee while. : ( 


> As an aside, it is also odd how Joel Sumner disappeared. MW told me 
> that version 3.0 would be released last May. No new release, no posts 
> from Joel... odd. 


Yep, Methinks when I was emailing to him last, he was really gung ho about 
the latest release. The latest tools were a bit better in some ways and in 
others. Yuck. 


I really cannot comment on what may have happened at Metrowerks. (1 
tried getting into the Web-Site just now, and it failed. } but there was 
some serious backlash from a post I put into the SCEE/SCEA forum about the 
operations of the SIOCONS tool used by CW called PsCommUtil. 


My beef with the Util, was that it was NOT a terminal program. I used 
Zterm for a couple of Experiments, and then switched to Minicom and 
SIOCONS in GCC/PC /Linux. There I could make some code that could not 
function in CW, work in Gcc. 


The actual PSXOptimised code would work too. { TestCard() remember???} 
but you had to load it manually using an old trick I remembered from the 
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First incarnation of PsCommUtil: A Memory addressing thing. You used 
SIOCONS to load the pxe into the Yaroze from a PC, and then switch the 
serial port to Zterm on a Mac {or Hyperterm in WinNT} and type GO and the 
program would work. 


The major source of the Blast was by the express use of HSS.EXE on the 
Yaroze boot CD-ROM for the use of PsCommUtil. Nasty EXE that, even with 
GDB it is a real memory intrusion. But I would assume that was not what 
dissollusioned Joel out of the Yaroze camp? I really do not know, but if 
that was part of it, I apologise to Joel in advance. 


Another Point: 

> I have decided not to wait any longer for this aid, I have waited 
> six months, and can wait no longer. Nevertheless, for those who 

> scratch thier heads and wonder what would get the SCEA side of things 

> going, well, it seems obvious to me that an instructional set of docs 

> would be very productive. 

I couldn't wait either. And I have been with Yaroze for 1_1/2 Years. :_S 
Most of what I wanted to know about the Yaroze I found out so far. LIBPS.A 
is an ECOFF file one can open up with Linux GCC tools. Not much to look 
at, and the Assembler is really kinda wild, since it lacks Line by line 
documentation that really cannot be done on a disassemble. :) 

As for the performance of the PSX/NY don't use the HSS.EXE debugger 
unless you ABSOLUTELY must! For the CW folks out there, {And I am one of 
them} I wish the best of luck with your code. We'll see what happens.. 


I found that the most informative information was from the UK SCEE 
site. Your UserIDs and passwd's wrk there so got there. It is a little 
zany in layout, but once you find something. its usually gold. The 
Middlesex University is holding a NY program and is putting a lot of 
Documentation on the SCEE site. I's hoping that that would get mirrored 
here on SCEA. 


Finally: 

Imagine, if you wanted to start learning C, 
and I just dropped a slew of sample code in your lap. You would 
eventually get where you want to go, after an extreme effort and much 
wasted energy. And, yet, so many nuances of understanding of the code 
would be lost to you. Each character, most spaces, all punctuation has 
meaning and importance. There's the nitty-gritty of each function, and 
it's coding peculiarities, and then there is the forest of the entire 
program, and how the functions work together. One can get a good sense 
of the forest studying PC programming, but those trees are still 
somewhat cryptic when one dives into LibGs. I will be forced to ask 
many insignificant questions in the groups. Hopefully, many will 
benefit from this, and my questions will be noticed and answered. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


TOOO TRUE! 


I sent an email to Mario Perdue about this very topic. Haven't heard 
from him either. The real question comes down to the basic mechanics. That 
is what people want. At E3 that was what I wanted, and that was what [I 
got. I asked stupid questions, and I asked really good questions. Both 
gave me answers that I needed to make the right descision as to where I 
would look to the future for Game Development. Net Yaroze is a good area 
to work in. I like the conversations. I like being able to fill someone in 
on what CPU's are really great console CPU's, what they do in comparison 
to a known Processors, and what it means to code for it. Most of the SCEA 
membership is novice enough to ask the same questions in Mechanics for Net 
Yaroze. But enough have accumulated the right knowledge to answer those 
questions as well. 


Time for an Intro to PSX Programming. "The most common Grail quote 
within SCEA.." But who can do it? 


The big problem is the use of the Placeware system at Sony. That is an 
effective forum. BUT IT HAS TO BE USED TO MAKE IT WORTHWHILE!!! Sony spent 
at least USS 11-12K for the system and technology, and what did it do. 
SURVIVAL. 


What a waste. 
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If I used A system like that, I would install something to automate 
some intro forum Animated Sets, to introduce members into the finer points 
of PSX Programming. Like wise, I would enjoy trying to put Interactive 
sessions on-line just like the Z-Net guy's do. {PSX Underground? What 
about Yaroze Overland? Same thing, just a difference in content.) 


But to do that I would have to be working for Sony, now wouldn't I ??? 

I have access to a lot of things at Humber College. I put together a 
proposal for an Interactive Computer Entertainment workshop. I couldn't 
get the funding because of internal politiking. That was last year. {Blame 
the Digital Imaging Training Lab for that..} But I am going to re-submit 
it again, and see what happens. 


But from what I have seen from the Yaroze End. There is a lot that can be done. 
And we aren't even doing anything "High-Bandwidth". 


[sigh.] 
Maybe I should go over the specs on the blackbird one more time. 


http://www.motorola.com/semi/blackbird/ 


But methinks I can wow people right away with the Yaroze. 


-sean 
——MESSAGE FILE 17496 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001079 


--MESSAGE FILE 17497 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001080 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Will I rant, or no. 

Date: Wed, 23 Dec 1998 09:43:21 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <36812BB9.D415CDE1@vmlabs.com> 

References: <developer-2312980020460001@pro1-130.barrie.connex.net> 
NNTP-Posting-Host: vmlabs44.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


What can I say but "wow". You hit so many topics (right on the head 
I might add) I don't know how to reply. 


On the topic of kickstarting the SCEA Yaroze scene (for the second 
time...), I think Sony should sponsor a competition. The SCEE folks 
have had so many opportunities to get their stuff shown (Edge compo, 
GDUK, cover disc compos), but we haven't had squat. Jeff Lawton's 
Yaroze World was sponsoring a competition, but his site hasn't been 


updated since August. 


There should be a competition. There should be hype. Come on Sony, 
step up to the plate here. We need an incentive! 


Scott 
—--MESSAGE FILE 17497 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001080 


—--MESSAGE FILE 17498 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001081 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Will I rant, or no. 

Date: Thu, 24 Dec 1998 18:22:25 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3682CCB1.23F9D4DD@datasys.net> 
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References: <developer-—2312980020460001@pro1-130.barrie.connex.net> <36812BB9.D415CD 
El@vmlabs.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 340.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Scott Cartier wrote: 

> 

> There should be a competition. There should be hype. Come on Sony, 
> step up to the plate here. We need an incentive! 

> 


Sony has always emphasized that if any game was good enough then they 
would look into publicizing it somehow. Like on PlayStation Underground, 
or something. In fact, PSX Underground has had quite a few NY games on 
it, but as far as I know they are all non-SCEA games. 


I'm hoping to change that with the SEDE project game though. I had to 
put the project on the back-burner for a few days while I worked out a 
few things in real life. But, now that I've finished my friend's 
Christmas present, and finals are over...... Real development can start 
up again on the project. *GRIN* 


"Darco 
——MESSAGE FILE 17498 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001081 


——MESSAGE FILE 17499 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001082 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroid source code 

Date: Sat, 26 Dec 1998 19:54:18 -0500 

Organization: Identical Software 

Lines: 12 

Message-ID: <3685853A.367AC967@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Although I haven't gotten around to cleaning it up I decided 
to release the source code for Yaroid anyway. It is available at: 


http://www.scea.sony.com/net/yaroze/pages/dpayne. html 


(I wouldn't post this but I'm sick of seeing only messages 

about how scea net yaroze scene is dead. If I weren't trying to 
finish something for the independent game festival I'll have 
something better by now.) 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17499 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001082 


——MESSAGE FILE 17500 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001083 
Path: chuka.playstation.co.uk!news 

From: Brian West <briest@deskmail.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Shift-JIS codes 

Date: Tue, 29 Dec 1998 01:25:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <36882F7F.765F01C9@deskmail.com> 
NNTP-Posting-Host: bwefr98.lyan.hv.se 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win98; 1) 
X-Accept—-Language: en 


Forgive me if this a bit of a thicko question but I'm new to 
programming. 


I want to use Kanji characters. From the docs I assume you do this 
with something called Shift-JIS codes. What I want to know is, does 
anyone know where one can get a list of which codes represent which 
Kanji character (I've tried searching the web but I can't find this 
info). 


--MESSAGE FILE 17500 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001083 


—--MESSAGE FILE 17501 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001084 
Path: chuka.playstation.co.uk!scea!prol-172.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Whoa, SCEA Yaroze is "Not Dead Yet". ! ! ! 

Date: Mon, 28 Dec 1998 20:07:52 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 97 

Message-ID: <developer-2812982007530001@prol1-172.barrie.connex.net> 
NNTP-Posting-Host: prol-172.barrie.connex.net 


Yikes, 

Got to be a bit careful with the rants... 

Yaroze is not dead, we just saw that they are not selling any more systems. 
I speculate: 

The reason for that could be that Japan has run out of stock and cannot 
FAB any new Yaroze's because of a change that was made in the GREY PSX 


model fabrication 
mold that is Incompatible with the PSX/NY Motherboard... 


The new PSX systems are no longer Screw Retained, they are bonded. The 
Yaroze is a Low Volume Production device, so changing the molds are 
costly, hence the current stock has to be run out. A logical conclusion is 
that North America was the first to do so. 


I deduced this from a bit of sniffing about on the Internet and found that 
someone had done a bit of sniffing too: Cracker/Warez web-sites are good 
for trash tv and tidbits that you never really tend to think about. 


AUTHOR NOTE: Be VERY careful when you use information from these 
web-sites, some of the content is clearly illegal and usage of software 
technology from sites like these could get you in trouble if caught. 


I say this because of a recent crackdown on the Game system Emulator scene 
that has me concerned with the Proper Use of Intellectual Properties. I 
buy what I play, so I do not have any conflicts in the emulator arena. 


I have a Vectrex {Which is a Hasbro/Milton Bradley technology, but I play 
the emulated games I own so that I can enjoy them and develop code of my 
own without the hassle of using my Prom Burner Over and Over again. I am 
still awaiting word from Hasbro as to the ACTUAL State of the Vectrex 
system Games and Intellectual Properties which were said to be released to 
the public domain by Smith Engineering. 

-sean 


Yaroze needed a bit of motion, so I picked up the cattle prod, and well... 
What I am interested in is a bit of Pickup. 

I have been doing some 3D code lately. 

{Thank my Cousin Daniel for the VTK workbook. What a FAB resource.!} 


As well I have been going over a reletively good book on Computer Gaming 
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> expression_opt ; 

> 

>expression: 

> assignment-—expression 

> expression , assignment-—expression 

> 

>so a statement is (among other things) an optional assignment, followed by 
>a semicolon, which is equivalent to a single semicolon. 

> 

>Sorry to be a rules lawyer. 

> 

And another thing, with this correction of yours doesn't my description 
still hold true? I may have worded some parts incorrectly but what I am 
trying to get across is still correct, yes? 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


--MESSAGE FILE 1844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00547 


—-MESSAGE FILE 1845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000548 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Wed, 18 Mar 1998 21:39:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6epeo4$15r11@chuka.playstation.co.uk> 

References: <350aa03f.4404800@news.playstation.co.uk> <350FDOFD.768A@writeme.com> ՀՇ 
ep7c3$15r5@chuka.playstation.co.uk> 

NNTP-Posting-Host: ap091.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I'd always imagined the multi-tap would work on some sort of multiplexed 
>system, and I suppose the standard controllers do too. (only 6 connections 
>for 14 buttons?) 


Um, I meant 9 connections obviously... on each of the 3 standard controllers 
չ-) 
, 


Mark (numerically dyslexic) 


—-MESSAGE FILE 1845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00548 


—-MESSAGE FILE 1846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000549 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 
mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:55:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6eqm63$15r14@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> 
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for MacOS systems. {Now that I actually have a PowerMac at home I can do 
some REAL Risc Programming...} The best part of it covers the ? I want to 
do this, but how? questions. There is really nothing for doing this except 
for the "Canned Libraries" in DirectX 5.X/6.X and they do not cover 
anything in detail. 

Most of the "Micysoft Press" books cover that in "Canned" methods, so 
translating it to Yarozish is a Big pain. {Now you know why all the Cpp 
affianandos out there.. ;) } 


The MacOS version is a bit better due to its similarities to the NY 
Libraries. All except the intrinsic ToolBox calls. But I think I can 
"Translate" that from MacLish to Yarozish, if I do not let it overwhelm 
me.. 


OK, after the CHAT on Dec 27. Which consisted of Mario, and Jeremy H. And 
yours truly. Mario and I covered a lot of ground. We looked at what 
technological software at SCEA could we leverage to do "Presentations". 


Placeware is a Neat way of doing this. So is RealVideo. Especially when 
you want to do a Visual output job. It is just a Question of Generating 
the Content. 

SCEE is a valuable resource in Up-to-the-minute info on the Yaroze domain. 
But the connection across the Pond can get a little annoying. 


But to make the North America Net Yaroze thing happen, I need to get in 
touch with as many N/A Members as possible. 


This of course is going to take some time. 

I'm going to try a role call. 

If you get the email from me, Please reply. 

The content will be brief and to the point, and I am not trying to "Spam" 
anyone. Further to that I am not releasing the information to any 
organisation without Prior Consent. 


Imagine Microsoft trying to do that... 
{Again, it comes to a question of Who do you trust?} 
But I am going to try and put together my first slide show: 


Collision Detection. 


When I run, How do I know I bumped into something... And what do I do? 
Stay Tuned.. 

Now I can put the PROD away... չ) 

-sean 


——MESSAGE FILE 17501 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001084 


——MESSAGE FILE 17502 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001085 


Path: chuka.playstation.co.uk!scea!prol-172.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Will I rant, or no. 

Date: Mon, 28 Dec 1998 20:21:37 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 40 

Message-ID: <developer-2812982021370001@prol1-172.barrie.connex.net> 
References: <developer-2312980020460001@pro1-130.barrie.connex.net> ՀՅ6812) 
El@vmlabs.com> <3682CCB1.23F9D4DD@datasys.net> 

NNTP-Posting-Host: prol-172.barrie.connex.net 


Scott Cartier wrote: 
> There should be a competition. There should be hype. Come on Sony, 
> step up to the plate here. We need an incentive! 


would look into publicizing it somehow. Like on PlayStation Underground, 


> 
> 
> 
> 
> 
> 
> or something. In fact, PSX Underground has had quite a few NY games on 


B] 


B9.D415CD 


Sony has always emphasized that if any game was good enough then they 
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> it, but as far as I know they are all non-SCEA games. 

> I'm hoping to change that with the SEDE project game though. I had to 
> put the project on the back-burner for a few days while I worked out a 

> few things in real life. But, now that I've finished my friend's 

> Christmas present, and finals are over...... Real development can start 

> up again on the project. *GRIN* 

> 'Darco 


Good points all around. 


Yes the examples from PSX Underground are from non-SCEA locations. And 
there was a PSX Underground edition which came out with a "Net Yaroze" 
edit, but the response from the issue was a bit flat. {There was also a 
bit of a problem with the distribution of THAT particular edition. I 
couldn't find one! So there might have been an external problem.) *SHRUG* 


Darco's SEDE project is looking quite spiffy. But a good Cohesive game 
pilot project that individual users can work through and edit and modify 
makes better programmers. And not just 2D either.It's kind of the GNU Open 
Source thingy that I have been getting preachy about. But it works REALLY 
Well! 


The Biggest incentive from Sony really is not a monetary one. In fact it 
is a Mentoring problem. I have seen really flat teaching examples in 
Classes, but when the instructor gets an individual from industry to come 
in and mentor for a while, But do you see Eyes Brighten and Heads go up. 
It is a case of Positive re-enforcement. Kindof like seeing Linus Torvalds 
show up at a Linux Users Group seminar, you see the effect pay off right 
there. 


Wonder if I can talk some industry folks into hanging out in Yaroze?? hmmm. 

Best thing to see is Sony Folks in my view. 

-sean 

——MESSAGE FILE 17502 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001085 


——MESSAGE FILE 17503 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001086 
Path: chuka.playstation.co.uk!scea!prol-172.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Shift-JIS codes 

Date: Mon, 28 Dec 1998 20:44:29 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 32 

Message-ID: <developer-2812982044290001@prol1-172 .barrie.connex.net> 
References: <36882F7F.765F01C9@deskmail.com> 

NNTP-Posting-Host: prol-172.barrie.connex.net 


Forgive me if this a bit of a thicko question but I'm new to 
programming. 


I want to use Kanji characters. From the docs I assume you do this 
with something called Shift-JIS codes. What I want to know is, does 
anyone know where one can get a list of which codes represent which 
Kanji character (I've tried searching the web but I can't find this 
> info). 

Not a Thicko Question at all. 

Shift-JIS codes are hard to find Documentation for. 

From the Library reference it is all full-width Kana, Half and Full widths 
are made full widths. pp 67-74 Krom2Tim is a ROM font to TIM 
converter.. Good for 3D texture mapping. 


VV VV V V V 


Best source code to check for more info oddly enogh is the PSX/NY code 
snippet called CHECK that came with the NY/PSX/GNU CD-ROM since it has a 
Kanjii based sample called MAIN_J.C file that tells you how to setup for 
SHIFT-JIS font Kana. 

It is also written in Shift-JIS, an ANSI setting can make this veiwable, 
just don't ask me what it is since I Do not Know... 


I hate to say it, but it looks like you will have to Single step your way 
through the Kana to find the Glyphs you are looking for (There are only 
512 of them...) I am going to try myself to see if it works. 
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If you are a loyal subscriber of Electronic Gaming Monthly [Like me! :) ], 
the September/October issue {Methinks...} had a good blurb on the 
Shift-JIS Kana and the corresponding meanings. Most of it is Quite Literal 
from an acoustic point of veiw. When you hear a Japanese child saying the 
word from on-screen it sounds like the english equivelent. 


-sean 
——MESSAGE FILE 17503 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001086 


——MESSAGE FILE 17504 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001087 
Path: chuka.playstation.co.uk!scea!prol-172.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Paranoia Check? Success! I was Wrong... 

Date: Mon, 28 Dec 1998 21:15:27 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 22 

Message-ID: <developer-2812982115270001@prol1-172.barrie.connex.net> 
NNTP-Posting-Host: prol-172.barrie.connex.net 


Hi Yah'all. 
Oh Boy I'm glad I was wrong... 


The Web-Site: 
http://www.metrowerks.com 


Is now OK. [Although, going on the Blink For A Week is rather hurtful.] 
Turns out I was a little bitty taken with some of the recent TakeOver 


mania that has been going on. 
My Apologies to those who may have been adversely affected... 


Code Warrior is still about, and so is MetroWerks. 


But alas, I cannot find Joel Sumner. {But I haven't looke really hard yet.} 
Looks like the contact guy is Andy Price. 


Good news for Christmas/New Years, all around. 


-sean 
——MESSAGE FILE 17504 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001087 


——MESSAGE FILE 17505 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001088 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: what's happening in Japan? 

Date: Sat, 2 Jan 1999 15:26:43 +0100 

Organization: Debri Productions 

Lines: 23 

Message-ID: <1d105x9.7xcfo6lweadgkN@al-—88-108.al.nl1> 

References: <3670DBB0O.6AC13D20@znet.com> <3676D132.A3D2E3B6@datasys.net> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 
Kirk Bender wrote: 


The Japan yaroze newsgroups haven't had 
new messages since last July. 
http://wwwl.scei.co.jp/netnews/index.html 


Were they moved, 

or is the Japan Yaroze scene alive or not? 
admittedly, I don't speak much Japanese, but I 
don't see new activity there. 


VVVVVVVVVV VV 
VVVVVVVVVV 
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> I've noticed this as well, but I'm not sure what to do about it. 
> 
> 'Darco 


Maybe they have moved on to NY2.... չ-) 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 17505 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001088 


—-MESSAGE FILE 17506 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001089 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Dev FAQ 1.0 

Date: Mon, 04 Jan 1999 09:37:07 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 25 

Message-ID: <36908BC3.C477DFCA@scee.sony.co.uk> 
References: <76ej38$g305@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Jamin Frederick wrote: 
Happy Holidays! 


Yaroze Dev FAQ 1.0 
September 1998 


Compiled by Jamin Frederick 
Net Yaroze Member SCEA 
http://www.cse.psu.edu/~frederic 


VVVVVVV VV 


Excellent stuff! Can you SCEA guys see the SCEE Dev FAQ we've got here? It should be 
off the New 

Members page from the SCEE mirror. If you don't mind, I'd like to assimilate some of 
the entries in 

your FAQ into mine. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A little greed can get you lots of stuff. 
—-MESSAGE FILE 17506 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001089 


——MESSAGE FILE 17507 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001090 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Shift-JIS codes 

Date: Mon, 04 Jan 1999 13:52:05 -0800 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <36913805.F71A2AF1@znet .com> 

References: <36882F7F.765F01C9@deskmail.com> <developer-2812982044290001@pro1-172.ba 
rrie.connex.net> 

NNTP-Posting-Host: scts1-20.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Sean Kennedy wrote: 


> Forgive me if this a bit of a thicko question but I'm new to 

> programming. 

> 

> I want to use Kanji characters. From the docs I assume you do this 
> with something called Shift-JIS codes. What I want to know is, does 

> anyone know where one can get a list of which codes represent which 

> Kanji character (I've tried searching the web but I can't find this 


> info). 

Not a Thicko Question at all. 

Shift-JIS codes are hard to find Documentation for. 

From the Library reference it is all full-width Kana, Half and Full widths 
are made full widths. pp 67-74 Krom2Tim is a ROM font to TIM 
converter.. Good for 3D texture mapping. 


VVVVVVVVVVVV VV 


I hate to say it, but it looks like you will have to Single step your way 
through the Kana to find the Glyphs you are looking for {There are only 
512 of them...} I am going to try myself to see if it works. 


VVV Vs 


I suggest going to 

http://www.njstar.com/ 

and downloading a trial version of the 

NJSTAR Japanese word processor. 

You can look at those pesky japanese source and doc files, 
and run your cursor over the kanji to see the JIS codes. 

I haven't worked with kanji on the yaroze but I would 
expect from the NJSTAR wp you could 

cut and paste into your source files, etc. 

and you can use a hex editor to look at the codes once you 
make a file with the characters you want. 


regards, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 17507 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001090 


—-MESSAGE FILE 17508 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001091 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Dev FAQ 1.0 

Date: Tue, 05 Jan 1999 14:49:43 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <3692262b.274278@205.149.189.29> 

References: <76ej38Sg305@scea> <36908BC3.C477DFCA@scee.sony.co.uk> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Mon, 04 Jan 1999 09:37:07 +0000, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Jamin Frederick wrote: 

>> 

>> Happy Holidays! 

>> 

>> Yaroze Dev FAQ 1.0 

>> September 1998 

>> 

>> Compiled by Jamin Frederick 


Net Yaroze newsgroups message dump.txt Page 11786 


>> Net Yaroze Member SCEA 

>> http://www.cse.psu.edu/~frederic 

> 

>Excellent stuff! Can you SCEA guys see the SCEE Dev FAQ we've got here? It should b 
e off the New 

>Members page from the SCEE mirror. If you don't mind, I'd like to assimilate some o 
f the entries in 

>your FAQ into mine. 


Well, if you can assimilate, I'd like to as well. In fact, I'd like to 
do a little FAQ assimilating from both of you, if you don't mind. 


Mario 
—-MESSAGE FILE 17508 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001091 


——MESSAGE FILE 17509 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001092 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Whoa, SCEA Yaroze is "Not Dead Yet". ! ! ! 

Date: Tue, 05 Jan 1999 16:38:02 -0500 

Organization: SCEA News Server 

Lines: 116 

Message-ID: <3692863A.B1818495@datasys.net> 

References: <developer-2812982007530001@pro1-172.barrie.connex.net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 165.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Sean Kennedy wrote: 
Yikes, 
Got to be a bit careful with the rants... 


Yaroze is not dead, we just saw that they are not selling any more systems. 


VV V V V V V 


How come none of the other, more active NY territories aren't suffering 
from unit shortages? I think they pulled the plug. 


I speculate: 

The reason for that could be that Japan has run out of stock and cannot 
FAB any new Yaroze's because of a change that was made in the GREY PSX 
model fabrication 
mold that is Incompatible with the PSX/NY Motherboard... 


VV V V V V V 


That's not right... the 5500 series case isn't compatable with the 1000 
series case, which is what the black and blue playstations have. They 
were manufacturing 5500 series playstations when Net Yaroze was in it's 
prime. I don't think that this is the problem with the new 7000 series. 
(I know it's something with a seven in it, it might be 7700 series or 
something...) 


> 


> The new PSX systems are no longer Screw Retained, they are bonded. 
> 


Yuck. That's news to me. You talking about the 7000 series, right? No 
screws? Yikes. That's scary. I hope they aren't heat-sealed... 


The 

Yaroze is a Low Volume Production device, so changing the molds are 
costly, hence the current stock has to be run out. A logical conclusion is 
that North America was the first to do so. 


V V V V V 
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Then this would mean that they would no longer manufacture blue debug 
units either. (Which is very possible... They could quite possibly be 
only a certain number of these in existance, manufactured only once 
sometime in 1995) 


> 

> Yaroze needed a bit of motion, so I picked up the cattle prod, and well... 
> 

> What I am interested in is a bit of Pickup. 

> 


I second that. Even if the scene will not welcome new members, we still 
need to become more active. 


> 


> I have been doing some 3D code lately. 
> 


As have I. I'm currently working on 2 projects. SEDE and BloodShed. 
Project BloodShed is a 3D mech battle game with randomly generated 
playing environments. Right now I'm just trying to make a square jump 
around the random environments to the point where I don't have to 
re-write massive amounts of code to add mechs instead of color cubes. 


OK, after the CHAT on Dec 27. Which consisted of Mario, and Jeremy H. And 
yours truly. Mario and I covered a lot of ground. We looked at what 
technological software at SCEA could we leverage to do "Presentations". 


Placeware is a Neat way of doing this. So is RealVideo. Especially when 
you want to do a Visual output job. It is just a Question of Generating 
the Content. 

SCEE is a valuable resource in Up-to-the-minute info on the Yaroze domain. 
But the connection across the Pond can get a little annoying. 


But to make the North America Net Yaroze thing happen, I need to get in 
touch with as many N/A Members as possible. 


This of course is going to take some time. 

I'm going to try a role call. 

If you get the email from me, Please reply. 

The content will be brief and to the point, and I am not trying to "Spam" 
anyone. Further to that I am not releasing the information to any 
organisation without Prior Consent. 


Imagine Microsoft trying to do that... 
{Again, it comes to a question of Who do you trust?} 


But I am going to try and put together my first slide show: 


Collision Detection. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


When I run, How do I know I bumped into something... And what do I do? 
Stay Tuned.. 
Now I can put the PROD away... չ) 
Yeah.... I guess this is where I should mention my fabled tutorials 
that I was working on... So here it goes. 


Tutorials help out alot of people and would help the net yaroze scene; 
but they aren't great portfolio stuffers. So I've concluded that it 
would be better for me to work on a game, and release the 
fully-commented source code to the world-wide NY scene, explaining how I 
did everything. This would be much better for my portfolio than a 
tutorial, and is more interesting to work on. However, this isn't 
exactly the best way for newbies to learn... 


So... I'm sorry to everyone who was looking forward to the tutorials. I 
can assure you that the source code that I release to these two projects 
that I am working on will be full and ledgable. That's all I can offer 
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you all. 


"Darco 
——MESSAGE FILE 17509 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001092 


--MESSAGE FILE 17510 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001093 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Paranoia Check? Success! I was Wrong... 

Date: Thu, 07 Jan 1999 08:24:31 GMT 

Organization: SCEA News Server 
Lines: 30 

Message-ID: <36946bef.337526881@news.scea.sony.com> 

References: <developer-2812982115270001@pro1l-172.barrie.connex.net> 
NNTP-Posting-Host: client-—151-198-130-92.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi Sean, 

I had written Mario about this occurance (no new members) a week or 
two back. He stated quite plainly that only a certain number of units 
were manufactured for sale in each area, they are now sold out, and 
that's all that is up. I suppose analysts saw demand in the U.S. would 
be lower than other areas, and they manufactured fewer kits. 

Do you know what happened to CW 3.0 last spring? 

Man, life is good after replacing that puny 14" monitor with this 
17" monitor. Much easier on the eyes... 

Personally, and this is just my opinion, as long as the program is 
not discontinued, I am not concerned with the level of productivity of 
members. People work, people have families, some people bought the 
yaroze just to play our games and/or games from other countries... 

I was a bit curious when Darco posted that no new members were being 
accepted, but the explanation seems clear. 

I am sorry for all those who would like to do this, but now can't. 
On the other hand, I also feel like this will be the best for us in 
the long run, selfishly speaking. We are now a unique group of people. 
What we do is not a common pursuit, and the limitation seals that. 

I would never have asked for membership to be limited for personal 
benefit, but I am not blind to the advantage. I bought my yaroze as 
quickly as possible, knowing that membership in Japan would be capped 
at 20,000. I did not think we would encounter this here, but, oh 
well... I got mine, neener, neener, neener. 


—Matt, who picked up Diablo and Disruptor this X-mas for $50 
combined... heh-heh, I knew CDs as a format would rule the day, what a 
bargain. 


—-MESSAGE FILE 17510 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001093 


—-MESSAGE FILE 17511 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001094 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: DualShock (im sure im treading on packed soil) 

Date: Fri, 8 Jan 1999 11:53:00 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <775n9jSm3r1@scea> 

NNTP-Posting-Host: 1Cust168.tntl.beaverton.or.da.uu.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hello, 


Excuse me if I am repeating a topic probably discussed earlier. As I have 
been away for nearly a year now (or is it more??) .. =/ Anyway, I am 
wondering if there is any yaroze support for the dual shock, or to what 
extent the support (if any) goes. Can I at least use the analog's if not 
the vibrations? 
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Thanks for any and all info. 


-ben 


--MESSAGE FILE 17511 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001094 


--MESSAGE FILE 17512 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001095 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: DualShock (im sure im treading on packed soil) 

Date: Sat, 9 Jan 1999 11:15:05 -0600 

Organization: Ed Federmeyer 

Lines: 31 

Message-ID: <77828pSm3r3@scea> 

References: <775n9jSm3r1l@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ben Siroshton wrote in message <775n9jSm3rl@scea>... 


>Hello, 

> 

>Excuse me if I am repeating a topic probably discussed earlier. As I have 
>been away for nearly a year now (or is it more??) .. =/ Anyway, I am 
>wondering if there is any yaroze support for the dual shock, or to what 
>extent the support (if any) goes. Can I at least use the analog's if not 
>the vibrations? 

> 

>Thanks for any and all info. 

> 

>-ben 


You may have already found the answer, since it's answered in a few 
FAQs, but in short I'll mention it here: 


You can use the "analog stick" feature of the dual-shock controller. 
You can NOT use the "shock" feature of the dual-shock controller. 


A few people have libraries and descriptions of how to read the 

analog values of the control sticks. If you download the hmazesrc.zip 
"Haunted Maze" code from my page, and check out the 

lib\epad.c and lib\epad.h files that I use for control pad functions you'll 
get one example for sure. There are alot of other examples on 

other member pages also. 


Good luck, 
EdF 


--MESSAGE FILE 17512 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001095 


——MESSAGE FILE 17513 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001096 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: The most people to play a Yaroze game at once? 

Date: Sat, 09 Jan 1999 21:14:11 -0600 

Organization: SCEA News Server 

Lines: 2113 

Message-ID: <36981B02.D55A5F12@students.uiuc.edu> 

NNTP-Posting-Host: chf-il7-210.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 2599BIB34C52F44EABT77F024" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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2599BIB34C52F44EAB77F024 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

I was just going through the net and I found this picture: 
[Image] 


Last year I used the Yaroze for a little jeopardy-type game in an 


engineering conference in Florida. I'm the little guy behind the laptop 
slightly to the right of the center. Under the purple cloth in front of 
the speaker is the Yaroze. (NOTE: To properly "calibrate" the 


audio/video setup of the auditorium, I had to play Tobal 2 full blast 
for half an hour) 


So... 18 people at once. I think that's some kind of record? 


Manny Najera 


2599BIB34C52F44EAB77F024 
Content-Type: multipart/related; boundary=" 40FD63EBACA9222C228A30BF" 


40FD63EBACA9222C228A30BF 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
I was just going through the net and I found this picture: 


<P><IMG SRC="cid:part1.36981B02.405565C5@students.uiuc.edu" BORDER=0 HEIGHT=174 WIDT 
H=343> 


<P>Last year I used the Yaroze for a little jeopardy-type game in an engineering 
conference in Florida.&nbsp; I'm the little guy behind the laptop slightly 

to the right of the center.énbsp; Under the purple cloth in front of the 

speaker is the Yaroze.énbsp; (NOTE: To properly "calibrate" the audio/video 
setup of the auditorium, I had to play Tobal 2 full blast for half an hour) 


<P>So... 18 people at once.&nbsp; I think that's some kind of record? 


<P>Manny Najera 
<BR>&nbsp; 
<BR>é&nbsp; </HTML> 


40FD63EBACA9222C228A30BF 

Content-Type: image/gif 

Content-ID: <part1.36981B02.405565C5@students.uiuc.edu> 

—-MESSAGE FILE 17513 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001096 


—-MESSAGE FILE 17514 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001097 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Manny Najera <mnajera@students.uiuc.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: The most people to play a Yaroze game at once? 

Date: Sat, 09 Jan 1999 21:19:12 -0600 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <36981C2F.9FC76A8C@students.uiuc.edu> 

References: <36981B02.D55A5F12@students.uiuc.edu> 
NNTP-Posting-Host: chf-il7-210.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Umm... I thought I had only included the link to the pic, not the pic 
itself! 


—-MESSAGE FILE 17514 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001097 
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NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:522 scea.yaroze.programming.gnu_c 

ompiler:87 scee.yaroze.freetalk.english:549 scee.yaroze.programming.gnu_compiler:180 
scee.yaroze.programming.libraries:140 


I think you would probally be better off using VSync(1) for most timing 
purposes ( it count's in hsyncs ) 

unless you want some really tight timing... 

But checking the time for a single small function ( <l Hsync ) can often 
give misleading results as the effects of other bus masters / cache history 
and dram refresh will sometimes give spurious results. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 1846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00549 


—-MESSAGE FILE 1847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000550 

Path: chuka.playstation.co.uk!news 

From: Stephen Fernandez <sf054@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Perhaps a good idea? 

Date: Thu, 19 Mar 1998 13:53:12 +0000 
Organization: InterPlanetaryCraft 

Lines: 18 

Message-ID: <35112348.7A3C@mdx.ac.uk> 

References: <6d679aSg2d4@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


JohnT wrote: 


How about SONY setting up an IRC system for all Net Yaroze members around 
the world to chat live with each other and maybe help each other out. This 
would be quicker than the new server for small questions that other members 
would probably know the answer to. 


Anyone else think this is a good idea? 


JohnT 


VVVVVVVVVV VV 


Send e-mail to johnt@nettech.demon.co.uk 
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—--MESSAGE FILE 17515 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001098 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Combine v1.5.4 

Date: Wed, 13 Jan 1999 16:58:15 -0500 

Organization: SCEA News Server 

Lines: 19 
Message-ID: <369D16F7.E6AAEE5@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 534.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3285 scea.yaroze.freetalk 
21098 


This just has a few minor changes in it. I figured that I might as well 
post it. 


http://www.datasys.net/users/stu/rquat/combv154.zip 


If you don't know what it is, I'll explain. This is a very powerful, 
flexible, and easy to use datafile combiner utility that reduces all of 
those TIM and TMD files to one neat, clean, and efficient file; creating 
an index header file for you to use in your programs. Everyone who's 
used it has loved it, so give it a shot. 


The full source code that is included is HEAVILY commented and flows 
logicly, so if you want to add a feature you can just punch it out real 
quick. Compiled with DJGPP, but it's in ANSI C so it should compile fine 
under any C compiler. 


Adios! 


"Darco 
—-MESSAGE FILE 17515 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001098 


--MESSAGE FILE 17516 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001099 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Is anyone still here???????? 

Date: Fri, 15 Jan 1999 10:12:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To all SCEA members and staff, 


Do any of you still check the newsgroups? Has anyone looked at their Yaroze 
in the last 6 months? Do you remember where your library reference is? Did 
you loose your key card? Did you forget how to program C? Did your 
computer explode? Did you give your Yaroze to a friend? 


Really, I am in Bosnia right now running missions for the Army everyday and 
I find time to program and develop and should have a good game out in the 
next couple of months (because I have to get back to the states to setup my 
webpage, the game should be done in a few weeks). You have all of these 
tools, such as RSDAnim 1.6 and file packers and all of that to facilitate 
your programming and everyone at SCEA decides that they do not want to 
participate?! Did you ever think that if we kept the SCEA site as busy as 
the SCEE site that we might be getting job offers from game programming 
companies? 


It is sad that I am a member of SCEA, but I would rather check the SCEE 
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stuff because I know that the SCEA site will have less updates. The SCEA 
community needs to pull together and get working on some games. We all 
invested quite a bit of money in that little black box, it is a shame that 
we would pass up such a good programming platform because we don't feel like 
programming for it or because it can't produce the level of graphics that 
our 3d accelerated cards can. The Yaroze has one of the best support 
libraries that we could ever ask for, it is straight forward and not bogged 
down like the DirectX libs. 


We are the people who will make our programming experience great. We are 
the ones who have to program and get eachother excited about programming for 
the Yaroze. SCEA is not going to do that for us, we have to. We do not 
have the game competitions that SCEE does, so we are going to have to dig up 
some other drive to program our games. What about the possibility that we 
could be noticed and our dream come true of being a game programmer for a 
good development house? 


I can't believe that we would let our community fall like this. When I get 
back to the states in a few months, I will put my web page up and start some 
form of competition so that HOPEFULLY a couple of SCEA members realize that 
they have something to gain from contributing to our community. 


And to SCEA, I cannot believe that you would allow the program to continue 
going down the way it has. I know that its success is more in our hands 
than yours and that you have more important things to think about (like 
Playstation 2 or whatever), but you offered a service to the consumer (us) 
that extended past the time that we exchanged our money for the Yaroze. You 
did something so great that no other hardware maker in the world has ever 
done, but then you allowed that great achievment to disappear by not doing 
competitions and not supporting and updating the libraries and the programs 
and the web page that was given to us as a SERVICE that came with our 700 
dollar price tag. 


If it sounds like I am ranting it is because I am. There are so many good 
things that can come about because of this program and no one has the 
initiative to make it happen! If you need someone to run the porgram then 
hire me and I will find you new talent by doing competitions and getting the 
SCEA Yarozers together at E3 and for prgramming weeekends and things like 
that. These are the things WE need from SCEA to get inspired and to program 
that next great demo that shows them we have talent and that we are a 
marketable product. There is a wealth of talent out here that has nowhere 
to go because SCEA decided to let us go and to not help us on our way. So 
to SCEA- get something started to get us started!!!! And to all SCEA 
members, program something that will be noticed, get recognized, and live 


Nathan Miller 
SCEA member 


—-MESSAGE FILE 17516 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001099 


—--MESSAGE FILE 17517 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001100 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Fri, 15 Jan 1999 11:18:34 -0800 

Organization: SCEA News Server 

Lines: 114 

Message-ID: <77031kSqv41@scea> 

References: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: tide71.microsoft.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, there are still some of us SCEA people kicking around here. 
Personally, I check the news groups on a daily basis. You are quite 
correct, though, about SCEE being much more active. The SCEA web site was 
useful the first weekend I owned my Yaroze. Now I visit the SCEE site 
almost exclusivly and always post my questions to the SCEE newsgroups. 
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It's almost a shame that the Yaroze community is divided up at all. I like 
to think of us as one large group rather SCEA vs. SCEE vs. SCEI. I try to 
attend the weekly meetings held on the SCEA web site, but for me it's in the 
afternoon on a Saturday, so I'm usually not around at the time. It would be 
nice for those SCEE people who are alive at that time to join in, but from 
what I've read in the news groups, they can't directly access the SCEA web 
server. 


As for time to work on projects.... Well, I can't speak for everyone, but I 
am a software developer by trade, so when I get home at night after a 10-12 
hour day, the last thing I want to do is hassle with the CodeWarrior 
debugger. My other problem is a severe lack of skill in the area of 3D 
modelling. So my free time on the computer, when not playing games, is 
learning trueSpace 4. I have too many ideas to count for games, but they 
all come down to modelling. :) 


I love my Yaroze and am glad that I bought into it every time I sit at my 
desk and see it's beautiful matte black finish, knowing I have the power to 
develop for the worlds most popular game console. But in my case, slow and 
steady wins the race. 


Steve Spiller 
Microsoft CarPoint 
http://carpoint.msn.com 


Nathan Miller wrote in message <77n0obShool@chuka.playstation.co.uk>... 
>To all SCEA members and staff, 

> 

>Do any of you still check the newsgroups? Has anyone looked at their 
Yaroze 

>in the last 6 months? Do you remember where your library reference is? 
Did 

>you loose your key card? Did you forget how to program C? Did your 
>computer explode? Did you give your Yaroze to a friend? 

> 
>Really, I am in Bosnia right now running missions for the Army everyday and 
>I find time to program and develop and should have a good game out in the 
>next couple of months (because I have to get back to the states to setup my 
>webpage, the game should be done in a few weeks). You have all of these 
>tools, such as RSDAnim 1.6 and file packers and all of that to facilitate 
>your programming and everyone at SCEA decides that they do not want to 
>participate?! Did you ever think that if we kept the SCEA site as busy as 
>the SCEE site that we might be getting job offers from game programming 
>companies? 

> 

>It is sad that I am a member of SCEA, but I would rather check the SCEE 
>stuff because I know that the SCEA site will have less updates. The SCEA 
>community needs to pull together and get working on some games. We all 
>invested quite a bit of money in that little black box, it is a shame that 
>we would pass up such a good programming platform because we don't feel 
like 

>programming for it or because it can't produce the level of graphics that 
>our 3d accelerated cards can. The Yaroze has one of the best support 
>libraries that we could ever ask for, it is straight forward and not bogged 
>down like the DirectX libs. 

> 

>We are the people who will make our programming experience great. We are 
>the ones who have to program and get eachother excited about programming 
for 

>the Yaroze. SCEA is not going to do that for us, we have to. We do not 
>have the game competitions that SCEE does, so we are going to have to dig 
up 

>some other drive to program our games. What about the possibility that we 
>could be noticed and our dream come true of being a game programmer for a 
>good development house? 

> 

>I can't believe that we would let our community fall like this. When I get 
>back to the states in a few months, I will put my web page up and start 
some 

>form of competition so that HOPEFULLY a couple of SCEA members realize that 
>they have something to gain from contributing to our community. 

> 
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>And to SCEA, I cannot believe that you would allow the program to continue 
>going down the way it has. I know that its success is more in our hands 
>than yours and that you have more important things to think about (like 
>Playstation 2 or whatever), but you offered a service to the consumer (us) 
>that extended past the time that we exchanged our money for the Yaroze. 
You 

>did something so great that no other hardware maker in the world has ever 
>done, but then you allowed that great achievment to disappear by not doing 
>competitions and not supporting and updating the libraries and the programs 
>and the web page that was given to us as a SERVICE that came with our 700 
>dollar price tag. 

> 

>If it sounds like I am ranting it is because I am. There are so many good 
>things that can come about because of this program and no one has the 
>initiative to make it happen! If you need someone to run the porgram then 
>hire me and I will find you new talent by doing competitions and getting 
the 

>SCEA Yarozers together at E3 and for prgramming weeekends and things like 
>that. These are the things WE need from SCEA to get inspired and to 


program 
>that next great demo that shows them we have talent and that we are a 
>marketable product. There is a wealth of talent out here that has nowhere 
>to go because SCEA decided to let us go and to not help us on our way. So 
>to SCEA- get something started to get ստ started!!!! And to all SCEA 
>members, program something that will be noticed, get recognized, and live 


> 

>Nathan Miller 
>SCEA member 

> 

> 


-—-MESSAGE FILE 17517 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001100 


——MESSAGE FILE 17518 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001101 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Fri, 15 Jan 1999 19:22:37 GMT 

Organization: L4 Software 

Lines: 113 

Message-ID: <36a06007.5706665@205.149.189.29> 

References: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


On Fri, 15 Jan 1999 10:12:56 +0200, "Nathan Miller" 
<millerbosnia@hotmail.com> wrote: 


>Do any of you still check the newsgroups? Has anyone looked at their Yaroze 
>in the last 6 months? Do you remember where your library reference is? Did 
>you loose your key card? Did you forget how to program C? Did your 
>computer explode? Did you give your Yaroze to a friend? 


<SONY MODE OFF> 

<MARIO MODE ON> 

I normally don't respond to baited questions like this, but I'll make 
an exception here. Please realize that my comments represent my views 
alone, NOT the views of Sony Computer Entertainment. 


Yes, I check the newsgroups and the web site several times a day. My 
Yaroze system is on my desk along with all the required manuals and 
keys. I have not had a lobotomy or major head injury and, as such, 
still retain my ability to program in C. My computer is quite intact. 
All that is missing is communication from you and several hundred 
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other members. The mechanism for you to communicate is here, it is up 
to you to use it. 


>Really, I am in Bosnia right now running missions for the Army everyday and 
>I find time to program and develop and should have a good game out in the 
>next couple of months (because I have to get back to the states to setup my 
>webpage, the game should be done in a few weeks). You have all of these 
>tools, such as RSDAnim 1.6 and file packers and all of that to facilitate 
>your programming and everyone at SCEA decides that they do not want to 
>participate?! Did you ever think that if we kept the SCEA site as busy as 
>the SCEE site that we might be getting job offers from game programming 
>companies? 


I applaud your programming efforts (under very difficult 
circumstances) and look forward to seeing your game. I promise to 
release it ASAP when it is received here. BIW, it might interest you 
to know that some members of the North American Yaroze community HAVE 
been employed in the video game industry. 


>It is sad that I am a member of SCEA, but I would rather check the SCEE 
>stuff because I know that the SCEA site will have less updates. The SCEA 
>community needs to pull together and get working on some games. We all 
>invested quite a bit of money in that little black box, it is a shame that 
>we would pass up such a good programming platform because we don't feel like 
>programming for it or because it can't produce the level of graphics that 
>our 3d accelerated cards can. The Yaroze has one of the best support 
>libraries that we could ever ask for, it is straight forward and not bogged 
>down like the DirectX libs. 


I agree with a lot of what you are saying here. However, the 
newsgroups are here for your use, they are being monitored, all you 
need to do is use them. 


>We are the people who will make our programming experience great. We are 
>the ones who have to program and get eachother excited about programming for 
>the Yaroze. SCEA is not going to do that for us, we have to. We do not 
>have the game competitions that SCEE does, so we are going to have to dig up 
>some other drive to program our games. What about the possibility that we 
>could be noticed and our dream come true of being a game programmer for a 
>good development house? 


No argument from me here. 


>I can't believe that we would let our community fall like this. When I get 
>back to the states in a few months, I will put my web page up and start some 
>form of competition so that HOPEFULLY a couple of SCEA members realize that 
>they have something to gain from contributing to our community. 


Great, I look forward to it. 


>And to SCEA, I cannot believe that you would allow the program to continue 
>going down the way it has. I know that its success is more in our hands 
>than yours and that you have more important things to think about (like 
>Playstation 2 or whatever), but you offered a service to the consumer (us) 
>that extended past the time that we exchanged our money for the Yaroze. You 
>did something so great that no other hardware maker in the world has ever 
>done, but then you allowed that great achievment to disappear by not doing 
>competitions and not supporting and updating the libraries and the programs 
>and the web page that was given to us as a SERVICE that came with our 700 
>dollar price tag. 


SCEA is delivering on that service commitment. The web site is still 
here and members are updating their pages all the time. The newsgroups 
are still here and being monitored. We still have our weekly chats on 
Saturday night, although attendance is down. The auditorium lobby is 
always open for members to schedule their own chats. Some members are 
making use of some or all of these services, others are not. 


>If it sounds like I am ranting it is because I am. There are so many good 
>things that can come about because of this program and no one has the 
>initiative to make it happen! If you need someone to run the porgram then 
>hire me and I will find you new talent by doing competitions and getting the 
>SCEA Yarozers together at E3 and for prgramming weeekends and things like 
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>that. These are the things WE need from SCEA to get inspired and to program 
>that next great demo that shows them we have talent and that we are a 
>marketable product. There is a wealth of talent out here that has nowhere 
>to go because SCEA decided to let us go and to not help us on our way. So 
>to SCEA- get something started to get us started!!!! And to all SCEA 
>members, program something that will be noticed, get recognized, and live 


Sounds like you want my job. :՞) 


Anyway, I disagree with a lot of what is in this last paragraph. SCEA 
has provided more support than was ever guaranteed by the Yaroze 
agreement. There are plenty of samples of how to program 2D and 3D 
games available, there have been manual and tool updates posted to the 
site. I have made myself available in the auditorium lobby at 9:00pm 
almost every Saturday night for about a year. SCEA has made all the 
necessary resources available to you; they can't force you to make use 
of them. 


<MARIO MODE OFF> 
<SONY MODE ON> 
—--MESSAGE FILE 17518 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001101 


——MESSAGE FILE 17519 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001102 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Linux and data transfer 

Date: Fri, 15 Jan 1999 19:45:38 -0500 

Organization: Identical Software 

Lines: 15 

Message-ID: <369FE132.9A2B02@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


I have siocons, gcc, etc. working under Linux. I've heard of several 
"file servers" for windows. Basically a server that listens to the 
serial port while the yaroze runs and can transfer files from the hard 
drive. Obviously this is somewhat slow but I'd still be interested in 
something like this. 


Has anyone converted the reference manual to man pages? I'll probably 
start doing this at some point but wondered if someone else might of had 
a Similar idea. (I assume this would be legal to put up on the members 
only site.) 


Also Mario, I still can't access SCEE. 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17519 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001102 


—-MESSAGE FILE 17520 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001103 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 
Subject: Re: Linux and data transfer 

Date: 16 Jan 1999 00:25:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <slrn79vn38.gqr.tjs@longford.cs.monash.edu.au> 
References: <369FE132.9A2B02@identicalsoftware.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Fri, 15 Jan 1999 19:45:38 -0500, Dennis Payne wrote: 
>I have siocons, gcc, etc. working under Linux. I've heard of several 
>"file servers" for windows. Basically a server that listens to the 
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>serial port while the yaroze runs and can transfer files from the hard 
>drive. Obviously this is somewhat slow but I'd still be interested in 
>something like this. 


I've done something vaguely like this, but only for the action replay. 

You could write it pretty easily, as long as you found a way to drive the 
yaroze serial connection reliably. There's a lot of code out there that 

works on NT, and that's your best bet, I'd imagine. Siocons for linux doesn't 
work for me; I can only use psxfer. Moreover, the code I wrote to communicate 
with the yaroze doesn't tend to work reliably. I'm pretty sure it's because 
CIP (the yaroze monitor) does some strange things with serial handshaking. 


If you decide to do it, and get that far, then I suggest you look at Craig 
Graham's ARS code, which will show you how to trap open/read/write/close calls, 
and redirect them to the pc. 


>Has anyone converted the reference manual to man pages? I'll probably 
>start doing this at some point but wondered if someone else might of had 
>a similar idea. (I assume this would be legal to put up on the members 
>only site.) 


I wouldn't bother, to be honest. It'd be nice, but it's a lot of work, and you 
can always just get a copy of Acrobat Reader for linux. About the only thing 
that would make the pdf copies of the manual better is a real table of contents 
and/or hyperlinking. 


>Dennis Payne 
>dulsi@identicalsoftware.com 


Toby. 
—-MESSAGE FILE 17520 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001103 


-—-MESSAGE FILE 17521 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001104 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Fri, 15 Jan 1999 16:46:52 -0800 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <369FE17C.499D3B95@vmlabs.com> 

References: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs26.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


While I can't speak for anyone else, I have never considered abandoning 
my Yaroze. I'm just having too much fun with it. I check the 
newsgroups every day, although I'm relatively shy about posting. I 
also update my web page every few days so I try to stay active. 


I would be interested in hearing the reasons why people stopped using 
their Yaroze. Unfortunately, those people aren't the ones reading this 
newsgroup :) I can't imagine people would quit just just because of 
the inactivity of others. If that *were* the case I would question why 
they got into the program in the first place. For the most part, you 
get out of it what you put in to it. 


I too check the SCEE site more frequently than SCEA; it is far more 


active. I would be interested in knowing the reason the SCEE scene 
hasn't died as much as SCEA. 


One SCEE bloke I've talked to has said it might be due to the member 
page layout. Ours is listed alphabetically, making it extremely 
tedious to find out what sites have been updated. You have to scroll 
down the whole list, looking at the date next to each entry. The SCEE 
site orders them according to when they were last updated. This means 
you can always find the freshest stuff very easily. It also creates a 
incentive to keep working so your site stays as far up the list as 
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As for the people at Sony, for the most part I'm pleased. The 
"people" support they give us is fabulous (Mario and James 
especially). It would have been even cooler, though, to get updated 
libraries every now and then. Especially for known bugs like the 
track skipping thing with the CD player. The icing on the cake would 
have been libraries to support the multi-tap and dual shock. But I 
assume any library coders at Sony are working on other more important 
things. 


What else can I say? I'm happy. I'll probably keep plunking away at 
the little black box even after Sony ceases official support. 


Scott 


http://www.concentric.net/~dsyaroze/insider 
—-MESSAGE FILE 17521 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001104 


—-MESSAGE FILE 17522 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001105 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Linux and data transfer 

Date: Sat, 16 Jan 1999 04:44:59 GMT 

Organization: L4 Software 

Lines: 10 

Message-ID: <36a1192d.585481@205.149.189.29> 

References: <369FE132.9A2B02@identicalsoftware.com> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Fri, 15 Jan 1999 19:45:38 -0500, Dennis Payne 
<dulsi@identicalsoftware.com> wrote: 
>Also Mario, I still can't access SCEE. 


<sigh> 
I'll see what I can do. 
Mario 


—-MESSAGE FILE 17522 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001105 


--MESSAGE FILE 17523 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001106 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Re: Linux and data transfer 

Date: Tue, 19 Jan 1999 22:00:06 -0500 

Organization: Identical Software 

Lines: 19 

Message-ID: <36A546B6.651AC68C@identicalsoftware.com> 

References: <369FE132.9A2B02@identicalsoftware.com> <slrn79vn38.gqr.tjs@longford.cs. 
monash.edu.au> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


> If you decide to do it, and get that far, then I suggest you look at 
> Craig Graham's ARS code, which will show you how to trap 
> open/read/write/close calls, and redirect them to the pc. 


Could some kind soul email it to me since I assume it is on SCEE and I 
can't access it. 
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[man page for yaroze idea] 

> I wouldn't bother, to be honest. It'd be nice, but it's a lot of work, 
> and you can always just get a copy of Acrobat Reader for linux. About 
> the only thing that would make the pdf copies of the manual better is 
> a real table of contents and/or hyperlinking. 


I currently use xpdf to read the reference but in case of mistakes I'd 
like to be able to make notes to that effect. Also examples could then 
be added easily. 


Dennis Payne 
dulsi@identicalsoftware.com 
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—-MESSAGE FILE 17523 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001106 


——MESSAGE FILE 17524 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001107 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Tue, 19 Jan 1999 19:40:52 -0800 

Organization: @Home Network 

Lines: 46 

Message-ID: <36A55044.96F02456@home.net> 

References: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: cs207965-a.gvmt1l.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Nathan Miller wrote: 


To all SCEA members and staff, 


It is sad that I am a member of SCEA, but I would rather check the SCEE 
stuff because I know that the SCEA site will have less updates. The SCEA 
community needs to pull together and get working on some games. We all 
invested quite a bit of money in that little black box, it is a shame that 
we would pass up such a good programming platform because we don't feel like 
programming for it or because it can't produce the level of graphics that 
our 3d accelerated cards can. The Yaroze has one of the best support 
libraries that we could ever ask for, it is straight forward and not bogged 
down like the DirectX libs. 


VVVVVVVVVVVVVV VV 


Hi Nathan, 


I also love the playstation libraries. The people who developed them deserve a 
lot of praise. Nothing compares to programming a dedicated piece of hardware 
that was designed well. 


I think a lot of people do program their Yaroze, but it takes a lot of time to 
go from demos to writing programs that people can interact with. It took me 
about 100 hours to write a fractal landscape generator for the Yaroze, but I 
didn't want to spend another 100 hours putting a user interface in it, and 
polishing it up so that other people could use it. 


Anyway, here is a game (Opera of Destruction) that was JUST released here in 


North America. This is the NTSC version - there is no PAL version at the moment! 


The zip is around 800K, but the game uses every available ounce of the 
Playstation's memory. Hopefully this game will make you feel better about the 
state of affairs at SCEA. 


http://members.home.net/jpretori/opera.zip 

(see http://members.home.net/jpretori/betafx.html for some out of date screen 
shots) 

The game will also hopefully appear in the showcase section of the U.S. site 
shortly. 
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James Pretorius 
jpretori@home.com 
—--MESSAGE FILE 17524 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001107 


—-MESSAGE FILE 17525 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001108 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Sat, 16 Jan 1999 10:11:08 -0600 

Organization: Ed Federmeyer 

Lines: 46 

Message-ID: <7831q6$k16@scea> 

References: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: 216.47.143.70 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nathan Miller wrote in message <77n0obShool@chuka.playstation.co.uk>... 
>To all SCEA members and staff, 

> 

>Do any of you still check the newsgroups? Has anyone looked at their 
Yaroze 

>in the last 6 months? Do you remember where your library reference is? 
Did 

>you loose your key card? Did you forget how to program C? Did your 
>computer explode? Did you give your Yaroze to a friend? 


I check the newsgroups about every other day or so. (scea and scee, not 
the Japanese groups since I dont speak/read Japanse!) 


I look at my Yaroze almost everyday! It's sitting right on my desk, next to 
and 

hooked up to my PC. Sometimes I take it up to the living room for 

a few weeks at a stretch, when I get a particularly good game to play! 

But other than that, it's ready to run all the time! 


Reference manuals are stacked up on the desk, next to the Yaroze. Along 
with the boot disc/key card when they are not actually IN the Yaroze. 


I still remember C. :-) Nope, my computer is still OK. Kinda wish it 

would 

explode though, so it'd be easier to convince the wife it's time for an 

upgrade! :-) As another Yaroze member put it, my friends would have to 
"pry my Yaroze from my cold, dead fingers!" :-) 


>It is sad that I am a member of SCEA, but I would rather check the SCEE 
>stuff because I know that the SCEA site will have less updates. The SCEA 


About once a month (maybe a little more often), I scan through all the 
member 

pages that have changed, both SCEE and SCEA. I download anything that 
is new and give it a try. 


As far as newsgroups go, my newsreader software lists all the scea and 
scee groups together, so as far as I'm concerened, they are one giant list. 
Whenever I check news, I check both "sides". 


Ed Federmeyer 
SCEA Net Yaroze Member 


-—-MESSAGE FILE 17525 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001108 


—-MESSAGE FILE 17526 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001109 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 
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> Visit my web site at www.coco.net.uk/johnt 
> 


yep i think this is a great idea 
—-MESSAGE FILE 1847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00550 


—-MESSAGE FILE 1848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000551 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Perhaps a good idea? 

Date: Thu, 19 Mar 1998 14:44:00 +0000 

Organization: Intelligent Research 

Lines: 17 

Message-ID: <35112F30.C55D5A63@intelligent-—group.com> 

References: <6d679aSg2d4@chuka.playstation.co.uk> <35112348.7A3C@mdx.ac.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


JohnT wrote: 


How about SONY setting up an IRC system for all Net Yaroze members around 
the world to chat live with each other and maybe help each other out. This 
would be quicker than the new server for small questions that other members 
would probably know the answer to. 


Anyone else think this is a good idea? 


JohnT 


VVVVVVVVV VV 
VVVVVVVV V 


Nice idea for me at home, not so good for me at work (IRC won't go throughour 
firewall). 


Craig. 


-—-MESSAGE FILE 1848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00551 


—-MESSAGE FILE 1849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000552 

Path: chuka.playstation.co.uk!news 

From: Stephen Fernandez <sf054@mdx.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 19 Mar 1998 14:12:01 +0000 

Organization: InterPlanetaryCraft 

Lines: 17 

Message-ID: <351127B1.100E@mdx.ac.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

To: Maurice Sibrandi <sibrandi@orion.nl> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:523 scee.yaroze.freetalk.english: 
552 


Maurice Sibrandi wrote: 

> 

Check out this awesome siocons replacement at 
http://www.netyaroze-europe.com/~deruiter 


> 
> 
> and give comments! 
> 
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Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Wed, 20 Jan 1999 11:06:19 -0500 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <7880bdS2pol@scea> 

References: <77n0obShool@chuka.playstation.co.uk> <36A55044.96F02456@home.net> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hoo. Well done. I'm impressed.... is that a height map? It looks like a 
grid of points on x-z plane with modified y's to generate the landscape... i 
was thinking of doing something like that myself, but i'm still hacking out 
the whole dynamic tmd thing.. :) It kinda reminds me of that old TR game 
Terminal Velocity, but with more stuff (i love blowing up cities....) 

at any rate, props... That'll show those SCEEFers.... :):) 

-charles 


>I think a lot of people do program their Yaroze, but it takes a lot of time 
to 

>go from demos to writing programs that people can interact with. It took me 
>about 100 hours to write a fractal landscape generator for the Yaroze, but 
I 

>didn't want to spend another 100 hours putting a user interface in it, and 
>polishing it up so that other people could use it. 

> 

>Anyway, here is a game (Opera of Destruction) that was JUST released here 
in 

>North America. This is the NTSC version - there is no PAL version at the 
moment ! 

>The zip is around 800K, but the game uses every available ounce of the 
>Playstation's memory. Hopefully this game will make you feel better about 
the 

>state of affairs at SCEA. 

> 

> 

>http://members.home.net/jpretori/opera.zip 

>(see http://members.home.net/jpretori/betafx.html for some out of date 
screen 

>shots) 

>The game will also hopefully appear in the showcase section of the U.S. 
site 

>shortly. 

> 

> 

>James Pretorius 

>jpretori@home.com 


—-MESSAGE FILE 17526 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001109 


——MESSAGE FILE 17527 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001110 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Thu, 21 Jan 1999 12:19:01 -0800 

Organization: SCEA News Server 

Lines: 22 
Message-ID: <36A78BB5.D3538131@vmlabs.com> 

References: <77n0obShool@chuka.playstation.co.uk> <36A55044.96F02456@home.net> 
NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Well done! 1 played it for a bit last night. I was a bit too "bomb 
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happy" though. Gotta learn to conserve. 


Keep up the good work! 


Scott 

> Anyway, here is a game (Opera of Destruction) that was JUST released here in 
> North America. This is the NTSC version - there is no PAL version at the moment! 
> The zip is around 800K, but the game uses every available ounce of the 

> Playstation's memory. Hopefully this game will make you feel better about the 
> state of affairs at SCEA. 

> 

> http://members.home.net/jpretori/opera.zip 

> (see http://members.home.net/jpretori/betafx.html for some out of date screen 
> shots) 

> The game will also hopefully appear in the showcase section of the U.S. site 
> shortly. 

> 

> James Pretorius 

> jpretori@home.com 


—-MESSAGE FILE 17527 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001110 


—-MESSAGE FILE 17528 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001111 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: BloodShed Demo w/source 

Date: Thu, 21 Jan 1999 15:43:28 -0500 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <36A79170.420F8CBO@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 449.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3312 scea.yaroze.freetalk 
1111 


BloodShed is a game project that I'm working on at the moment. It's a 3D 
Mech battle game with randomly generated playing environments - Over 4 
billion different levels! 


Right now, it's still very sparse - instead of a mech you are a cube, 

and only verticle colision detection has been implemented. But it does 
have split screen 2 player, and a randomly genreated level for you to 

hop around in! 


Grab it here. 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodshed. zip 


Full source is included, and it's pretty heavily commented. If you want 
to recompile, read the readme.txt file. 


Just download it and tell me what you think. If you are using a normal 
controler, Triangle jumps. If you are using an analog controler, the 
control scheme is like a tank. To jump, move the sticks away from each 
other. 


To switch to split screen mode, press square and vice versa. Split mode 
is kinda buggy though - it locks up often! 


It takes a while for it to get everything set up, so watch the computer 
screen to see it's startup progress. It uses ANSI codes for color 
debugging output. 


Because it dumps so much for debugging, you probably won't have much 
luck trying to get it to work using pscommutil. You can turn off the 
debugging output by editing MAIN.H and uncommenting the verbrose mode 
macro and then recompiling. 
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Have fun! 


"Darco 
—-MESSAGE FILE 17528 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001111 


——MESSAGE FILE 17529 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001112 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Thu, 21 Jan 1999 15:43:52 -0500 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <36A79188.3C0C8140@datasys.net> 

References: <77n0obShool@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 449.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nathan Miller wrote: 
To all SCEA members and staff, 


Do any of you still check the newsgroups? Has anyone looked at their Yaroze 
in the last 6 months? Do you remember where your library reference is? Did 
you loose your key card? Did you forget how to program C? Did your 
computer explode? Did you give your Yaroze to a friend? 


VVVVVVVV 


Leme answer these in order: 


Occasionaly, I forget sometimes. Yes. Yes. No. Of course not. Not yet. 
No. 


If it sounds like I am ranting it is because I am. There are so many good 
things that can come about because of this program and no one has the 
initiative to make it happen! If you need someone to run the porgram then 
hire me and I will find you new talent by doing competitions and getting the 
SCEA Yarozers together at E3 and for prgramming weeekends and things like 
that. These are the things WE need from SCEA to get inspired and to program 
that next great demo that shows them we have talent and that we are a 
marketable product. There is a wealth of talent out here that has nowhere 
to go because SCEA decided to let us go and to not help us on our way. So 
to SCEA- get something started to get us started!!!! And to all SCEA 
members, program something that will be noticed, get recognized, and live 


VVVVVVVVVVVV VV 


I'm currently working on two projects at the moment. One is a 2D Side 
Scroller, and the other is a 3D Battle game. The 2D Side Scroller is 
playable, and the 3D Battle Game is 'move aroundable'. There haven't 
been too many enhancements on the 2D side scroller at the moment, I've 
been working on skeleton code for the 3D battle game. (At the moment, 
it's just 2 color cubes running around in a randomly generated playing 
environement. Really cool from a technical aspect, just not froma 
players viewpoint.) 


I'm tempted to just right now tidy up the source for both of these 


monsters and post EVERYTHING. My source is very organised and readable, 
so hopefully it will give everyone some ideas. Be on the look out for 
this in a few days. (That is unless Steve, Ed, or Elliot have a problem 
with this) 

"darco 


—-MESSAGE FILE 17529 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001112 


Net Yaroze newsgroups message dump.txt Page 11804 


--MESSAGE FILE 17530 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001113 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Fri, 22 Jan 1999 06:15:29 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36a81743.493793068@news.scea.sony.com> 

References: <77n0obShool@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-119-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Gotcha. You didn't really think I would continue the conversation, 
did you? չՀ))) 


-Matt 


——MESSAGE FILE 17530 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001113 


--MESSAGE FILE 17531 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001114 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Game Development Competition 

Date: Fri, 22 Jan 1999 19:43:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <78agqc$hr517@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To all SCEA members- 


This is the first warning of my game dev competition. I have picked my 
anniversary as the date that will be the cut-off (Apr 24 1999) That will 
allow ample time for everyone to get there ideas together and get to 
programming. The final details are still being drawn up, but there will be 
no intry fee and the prize will be something worth programming for (like a 
Voodoo 2 card or something) I am open to suggestions about what I should 
have as the prize, but do not get too expensive! I need to know what you 
guys need for the prize and I will pick the most popular one that I can 
afford (remember, I work for the government!) Games need to be complete and 
playable with siocons only. I only have a PC, so sorry Mac users. 


HAPPY PROGRAMMING AND EMAIL ME YOUR SUGGESTIONS FOR THE PRIZE! 


Nathan Miller 
SCEA member 


—-MESSAGE FILE 17531 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001114 


—--MESSAGE FILE 17532 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001115 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Fri, 22 Jan 1999 17:45:05 -0800 

Organization: @Home Network 

Lines: 13 

Message-ID: <36A929A1.E8A16D7@home.net> 

References: <77n0obShool@chuka.playstation.co.uk> <36A55044.96F02456@home.net> <7880 
bd$2pol@scea> 

NNTP-Posting-Host: cs207965-a.gvmtl1.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 
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Charles Nicholson wrote: 


> 
> Hoo. Well done. I'm impressed.... is that a height map? It looks like a 
> grid of points on x-z plane with modified y's to generate the landscape... i 


Thanks Charles. 


Yes, the landscape consists of a grid of triangles. The y value is calculated 
using a well know mathematical formula sometimes called the Midpoint 

Displacement Method. This algorithm can be found in most 3D computer graphics 
books. The algorithm can generate realistic looking terrain especially when you 
use a really dense grid. I made some changes to the algorithm to create somewhat 
unrealistic landscapes with holes and valleys. 

—-MESSAGE FILE 17532 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001115 


—-MESSAGE FILE 17533 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001116 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: BloodShed Demo w/source 

Date: Sat, 23 Jan 1999 16:32:50 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldm3f63.alwrpkluqvhesN@al-88-132.al.nl> 

References: <36A79170.420F8CBO@datasys.net> 

NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3340 scea.yaroze.freetalk 
21116 


Darco <rquat@datasys.net> wrote: 


BloodShed is a game project that I'm working on at the moment. It's a 3D 
Mech battle game with randomly generated playing environments - Over 4 
billion different levels! 


Right now, it's still very sparse - instead of a mech you are a cube, 

and only verticle colision detection has been implemented. But it does 
have split screen 2 player, and a randomly genreated level for you to 

hop around in! 


Grab it here. 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodshed. zip 


VVVVVVVVVV VV 


Interesting, but where can the SCEE members get it from?Cheers, 


DEnnis.. 
--MESSAGE FILE 17533 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001116 


——MESSAGE FILE 17534 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001117 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Game Development Competition 

Date: Sat, 23 Jan 1999 10:43:09 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <36A9EEOD.3F825303@datasys.net> 

References: <78agqcS$hr517@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 204.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nathan Miller wrote: 

> 

> To all SCEA members- 
> 
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This is the first warning of my game dev competition. I have picked my 
anniversary as the date that will be the cut-off (Apr 24 1999) That will 
allow ample time for everyone to get there ideas together and get to 
programming. The final details are still being drawn up, but there will be 
no intry fee and the prize will be something worth programming for (like a 
Voodoo 2 card or something) I am open to suggestions about what I should 
have as the prize, but do not get too expensive! 1 need to know what you 
guys need for the prize and I will pick the most popular one that I can 
afford (remember, I work for the government!) Games need to be complete and 
playable with siocons only. I only have a PC, so sorry Mac users. 


VVVVVVVVVV VV 


HAPPY PROGRAMMING AND EMAIL ME YOUR SUGGESTIONS FOR THE PRIZE! 


A VooDoo2 Card is definately worth programing for. Then again, so is a 
DreamCast system... :) 


But this is only gonna work if at LEAST 5-6 people put in a good effort. 
Count me in. 
What's the max number of game projects you can submit? 1? 2? Or no max? 


"Darco 
——MESSAGE FILE 17534 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001117 


--MESSAGE FILE 17535 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001118 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: DGDC Official Rules 

Date: Sun, 24 Jan 1999 10:29:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 

Message-ID: <78ep2vSnd43@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To all of SCEA, here are the official rules to the contest: 


Dragon Game Development Competition Official Rules 


CONTEST SPONSOR: Nathan Miller, SCEA member. Questions can be emailed to 
KIRYU@AOL.COM. 


CONTEST DATES: Project development January 24th 1999 - April 24th 1999. 
Contest results will be issued no later than May 5th 1999. 


PRIZE: Computer or Playstation program, game, peripheral, upgrade or 
addition not to exceed $100.00 US currency (retail price, tax excluded). A 
combination of the above listed items can be requested by the winner as long 
as their combined cost does not exceed $100.00 US currency (retail price, 
tax excluded) and the quantity does not exceed 3 items. The prize(s) 
requested must be readily available on the US retail market at the time of 
request, no special orders or arrangements will be made. The requested 


prize(s) must fall under one of the above listed categories. The winner 
must allow 4-6 weeks for the winning prize(s) to be delivered. Cash cannot 
be substituted for the requested prize(s). In the case that the requested 


prize(s) is less than the above mentioned maximum dollar amount, no refund 
or balance will be paid to equal the above mentioned maximum dollar amount. 
No returns of the winning prize(s) will be made, all prize(s) requests are 
final. The competition holder reserves the right to refuse any prize 
request, resulting in the opportunity of (1) additional request. In the 
event that only one entry is received, the above listed maximum dollar 
amount will be reduced to $50.00 US currency (retail prize, tax excluded). 
All other prize rules will apply to the new dollar amount. 


ELIGIBILITY: Eligibility is restricted to SCEA Net Yaroze members only. 
All entry files, to include graphics, sound, source code and executable 
files must be the direct work of a SCEA Net Yaroze member. External 

development tools do not fall under this category and can come from any 
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source. All entries must be compiled using the GNU compiler using the libgs 
libraries that come with the basic Net Yaroze kit. All entries must be NTSC 
and use the standard control pad. 


The following is a list of all requirements of entries made into the above 
titled competition: 


1. The above titled competition is limited to SCEA Net Yaroze members only, 
sorry SCEE! 

2. No current games, demos, projects or work will be accepted! 

3. ALL ENTRIES MUST BE RECEIVED ON OR BEFORE APRIL 24, 1999. 

4. All entries must be original work to include all graphic, sound and 
executable files. 
5. All entries must contain a development log in plain text updated on a 
weekly basis at a minimum. The log must start no earlier than January 24th 
1999 and contain changes and additions to the entry made in the course of 
development. 

6. A maximum of 3 people are allowed to contribute to a single entry. This 
includes all graphic, sound and executable files. ONLY ONE PRIZE WILL BE 
GIVEN TO THE WINNING ENTRY! 

7. No sequels to any current finished or unfinished Net Yaroze projects will 
be accepted. 

8. All entries must run from the basic SIOCONS tool, no Code Warrior 
versions accepted. 

9. All entries must be DOS/WIN95/WIN98/WINNT compatible. 

10. Up to (3) entries can be made by a single person or group. 


The following is the basis for the judging of the above titled competition: 


1. All entries will be judged fairly based on the following categories: 
GAMEPLAY, GRAPHICS, SOUND, FUN FACTOR and COMPLETENESS. 

2. Each category will be judged with a score from 1 - 10 with 10 being the 
best possible score. 

3. The entry with the highest score of all categories combined will be 
deemed the winner. 

4. The judging will be made by no fewer than 2 impartial and experienced 
gamers, the contest sponsor will not judge the entries. 

5. Any entry considered to be suspicious by the judges will be removed from 
the competition. 

6. Any entry that does not meet ALL of the above list of requirements and 


eligibility will be removed from the competition. 
7. The winner will be announced no later than 5 May 1999. This allows for 
ample playing time and authentication of entries through detailed reading of 


the development log. 
8. The contest sponser reservse the right to make amendments to the above 
listed rules at any time during the competition. 


if there are any questions, email me, have fun... 


If you wondered why I changed the amount to $100.00, I talked to the better 
half (my wife) and she wasn't keen on the idea, but since we have a 50/50 
relationship, I was able to spare some of the prize. Remember, I am just an 
individual sponsor, and am not requesting any special favors (like full 
control of the source code!) Anyway, I am trying to excite some activity in 
the community and I thought something worth $100 for free would do the 
trick, anyway... have fun! 


Nathan Miller 
SCEA member 


—--MESSAGE FILE 17535 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001118 


—-MESSAGE FILE 17536 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001119 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Sun, 24 Jan 1999 12:41:06 -0500 

Organization: SCEA News Server 
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Lines: 11 

Message-ID: <78flbaS2po5@scea> 

References: <77n0obShool@chuka.playstation.co.uk> <36A55044.96F02456@home.net> <7880 
bdS2pol@scea> <36A929A1.E8A16D7@home.net> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


HAH. The secrets of your game are safe no more. I've discovered your 
little secret to success. 


This game is rigged. At the mode selection screen, select the wierd 
textured face of the cube and hit L1,R1,L2, and R2 at the same time. 


no longer will my city wallow in filth and rubble. 


-charles 


——MESSAGE FILE 17536 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001119 


——MESSAGE FILE 17537 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001120 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: DGDC Official Rules 

Date: Sun, 24 Jan 1999 18:19:12 -0500 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36ABAA70.136D61C@datasys.net> 

References: <78ep2vSnd43@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 450.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


Eeeeh. That means that none of my current projects would qualify. 
Unfortunately, I've got no time to start a new project so I'm gonna have 
to forfit this one... 


"Darco 
—--MESSAGE FILE 17537 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001120 


—-MESSAGE FILE 17538 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001121 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: DGDC Official Rules 

Date: Mon, 25 Jan 1999 10:08:43 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36ACB32B.  90AC8CE3@vmlabs.com> 

References: <78ep2vS$nd43@chuka.playstation.co.uk> <36ABAA70.136D61C@datasys.net> 
NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Yeah, it might be the same for me too. I'm really anxious to finish 
my current game (which has been in development since the invention of 
the wheel). I don't know if I could justify taking 3 months out to 
start a new one. 


Then again, with the current problems I'm having with my game (see 
"programming" group), I might need something to take my mind off it. 
I'll have to think about it. 
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Scott 

> Eeeeh. That means that none of my current projects would qualify. 

> Unfortunately, I've got no time to start a new project so I'm gonna have 
> to forfit this one... 

> 

> 'Darco 


—-MESSAGE FILE 17538 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001121 


—-MESSAGE FILE 17539 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001122 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: BloodShed Demo w/source 

Date: Mon, 25 Jan 1999 18:27:43 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <36ACB79F.9CB1ID8F1@writeme.com> 

References: <36A79170.420F8CBO@datasys.net> <ldm3f63.alwrpkluqvhesN@al-—88-132.al.nl1> 
NNTP-Posting-Host: booboo.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3357 scea.yaroze.freetalk 
1122 


DEnnis Brinkhuis wrote: 


> > Grab it here. 

> > http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodshed. zip 
> 

> Interesting, but where can the SCEE members get it from?Cheers, 

> 

> DEnnis.. 


The rule (as chanted by many a wise monk) goes: 


replace www.scea.sony.com/net/yaroze/ 
with www.netyaroze-europe.com/yaroze_scea/ 


The mirror is usually updated two/three times a week (so I'm lead to 
believe), so everything should be pretty darned fresh. 


James. 


—-MESSAGE FILE 17539 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001122 


—-MESSAGE FILE 17540 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001123 
Path: chuka.playstation.co.uk!scea!prol1-150.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: funny... 

Date: Mon, 25 Jan 1999 23:51:00 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 6 

Message-ID: <developer-2501992351000001@prol1-150.barrie.connex.net> 
NNTP-Posting-Host: prol-150.barrie.connex.net 


A Quote from one of our fellow SCEE blokes..: 
Who were the Beta Testers for Preparations A through G??? 


Heh, Super Funny... 
—-MESSAGE FILE 17540 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001123 


—-MESSAGE FILE 17541 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001124 
Path: chuka.playstation.co.uk!scea!prol1-150.barrie.connex.net!user 
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From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Is anyone still here???????? 

Date: Mon, 25 Jan 1999 23:51:24 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 61 

Message-ID: <developer-2501992351240001@prol1-150.barrie.connex.net> 

References: <77n0obShool@chuka.playstation.co.uk> <369FE17C.499D3B95@vmlabs.com> 
NNTP-Posting-Host: prol-150.barrie.connex.net 


Hi Scott. Good to hear from you. 
Looks like Nathan Miller was in the boat where I was at Last month... 


Rants aside, For January I cannot say I have been the best of showups at 
the SCEA Chat sessions on Saturdays. I Blame only me and the fact I am 
trying to win over a new Girlfriend. Sorry folks, but I do have some HUMAN 
priorities... 


As for the people at Sony, for the most part I'm pleased. The 
"people" support they give us is fabulous (Mario and James 
especially). ԼԵ would have been even cooler, though, to get updated 
libraries every now and then. Especially for known bugs like the 
track skipping thing with the CD player. The icing on the cake would 
have been libraries to support the multi-tap and dual shock. But I 
assume any library coders at Sony are working on other more important 
> things. 

This is a Yes and No kind of deal. 

I am pleased for the service I have received in an Educational Learning 
Experience for Game Development Content. For this to Sony I am eternally 
Grateful. 


VVVVVVV 


The No side of this is the existing game plan from the SCEA staff. 

In North America, we all kindof like the "Coach" type of support in a program. 
In Europe there is a bit more groupie-ness to the Yaroze program and the 
content and web-site reflect this. This is the game plan from the "Blokes" 

out in The UK. Here at SCEA, Bill Rehboek, and Greg LaBrec, were the Coach 
and Assistant Coach of the NA/PSX_NY team. 


Trouble is, both coaches left for a different league, and we are kindof 
drifting around trying to put a game or two together. 
What we need is a coach, not the General Manager trying to run the team. 


Plan of action?: 


Find a coach. 
In the Meantime, the GM, has to come out and say a few words to keep our 
spirits up. It really does not take a lot. 


Even though the Libraries do not support current ane newer technologies, 
That type of stuff could be patched in if it was requested in a Group 
fashion. 


What else can I say? I'm happy. I'll probably keep plunking away at 
the little black box even after Sony ceases official support. 

Scott 

http://www.concentric.net/~dsyaroze/insider 


N Mo A UN 


Very much same here. 

I started on the Vectrex before I started on the NY, and I haven't looked back. 
3D is the biggest thing that the NY illustrates with very basic simplicity. 

I recently got a "Black art of Programming" book for MacOS game programming. 


Lo and Behold when I was chatting with a few folks at Apple who were the 
MAJOR push behind MacOS games development, THE book I have is THE bible 
that gets used for "Crash Coursing" game programmers to the MacOS systems. 


I wish to excerpt from that book on topics I see in the NY arena. I have 
started a ppt presentation, and hopefully will have something soon. 
[Famous last words...] But girlfriend aside, I am trying. 


-sean 
——MESSAGE FILE 17541 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001124 
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> Bye! 


i cant actually find the program 
on your website 
where exactly is it please?> 


cheers. 

steve.f 

sf054@mdx.ac.uk 

—-MESSAGE FILE 1849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00552 


—-MESSAGE FILE 1850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000553 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:56:41 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6er7qh$13g5@scea> 

References: <6ec3ji$i0m17@scea> <6eqm63S15r14@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:524 scea.yaroze.programming.gnu_c 

ompiler:88 scee.yaroze.freetalk.english:553 scee.yaroze.programming.gnu_compiler:181 
scee.yaroze.programming.libraries:141 


SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 
>I think you would probally be better off using VSync(1) for most timing 


>purposes ( it count's in hsyncs ) 
>unless you want some really tight timing... 
>But checking the time for a single small function ( <l Hsync ) can often 


>give misleading results as the effects of other bus masters / cache history 
>and dram refresh will sometimes give spurious results. 


Boy thanks.. That was a rather informative response... Now I know how the 
Root control timers work.. 1:11 get right on it.... I don't mean to sound 
rude or make your response seem unwanted.. It just frustrates me that even 
simple things (or things you would imagine to be simple) are so poorly 
understood.. I just wanted to try them. 

All sarcasm aside.... Does anyone know how to use them.. I don't care if I 
can use ՄՏՄոՇ as a timer (I'm aware of that) or not... 1 want to know all I 


can about the Yaroze, and the docs on the Root timers are very poorly 
written... 


Regards, 
Jeff / Nemesis 


—-MESSAGE FILE 1850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00553 


—-MESSAGE FILE 1851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000554 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Thu, 19 Mar 1998 17:48:49 +0000 

Organization: The Hex Heroes 

Lines: 13 
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—-MESSAGE FILE 17542 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001125 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: IMPORTANT!!! DGDC Amendment #1 

Date: Tue, 26 Jan 1999 08:15:07 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <78jpvjSmtp7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


SCEA members, 


Due to the amount of email that I have gotten in reguards to current 
projects I am making amendment #1 to the rules: 


Effective January 26, 1999: Requirement #2 has changed to: no current 
complete games will be accepted. This covers all games currently available 
to SCEA or SCEE on the official sites. 


Basically, if it was in some complete form, it gives you an unfair 
advantage. Current projects and demos WILL be accepted once in complete 
game form. 


Also, please send me an email if you plan on competing! 
Any questions send to kiryu@aol.com 
Have Fun, 


Nathan Miller 


—-MESSAGE FILE 17542 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001125 


——MESSAGE FILE 17543 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001126 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Dual Shock Controllers 

Date: Thu, 28 Jan 1999 08:05:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1126 scee.yaroze.freetalk.english 
23379 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


Basically, Do you have one? 


Nathan Miller 


—-MESSAGE FILE 17543 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001126 


—-MESSAGE FILE 17544 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001127 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Upcoming Release 

Date: Thu, 28 Jan 1999 01:58:47 -0500 
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Organization: SCEA News Server 

Lines: 45 

Message-ID: <78pl17v$lasl@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Woohoo! Yes. It's my first Yaroze release. Actually, it's a bunch of 
utilities that solves the file management silliness. 


CLIB v1.0 features: 

Compression: Huffman trees that get 30-40% on average sized .tims 

Directory Structure: A one-level deep directory structure is supported 
(i.e your file can have subdirectories in which compressed data files are 
stored- just like a hard drive). Plus, you can flag entire directories for 
compression or not (wouldn't want to waste mem by compressing .tmds that are 
ALWAYS in use) 

Neat OS-like access functions: findfirst,findnext, etc. All the 
goodies. 

Speed: Huffman decompress is pretty fast, and the API has virtually NO 
footprint... 


ok so it's not all that. but at least it's got the directory structure... 


one file can look like this: 


MYGAME .LIB 
\TIM 
¿tim 
.tim 
ctim 


WNR 


a.tmd 
b.tmd 
c.tmd 
\MAPS 
woop.map 
yeep.map 
ack.map 
etc. 


It's for dos32 and as of now does NOT run in a dos box for win9x. Memory 
leaks and such. I'm working on it. All apps are DOS4GW, which will be 
included when i put it online. I'm releasing all source, too, but it's 
gonna be sloppy. 


Anyway, when it goes up i'll post an ftp site. Just letting everyone know. 


>) 


-charles 
——MESSAGE FILE 17544 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001127 


——MESSAGE FILE 17545 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001128 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Thu, 28 Jan 1999 13:18:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36B063AA. 6EDA4B05@cwcom.net> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1128 scee.yaroze.freetalk.english 
23381 
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Nathan wrote: 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


> 
> 
> 
> 


Hmmm, 


I use one - it's just a shame you can't program for the shock motors (will Sony 
ever give us the libraries to do so?) 


Cheers! 


Tones 8) 


—-MESSAGE FILE 17545 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001128 


—-MESSAGE FILE 17546 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001129 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Dual Shock Controllers 
Date: Thu, 28 Jan 1999 17:14:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 52 
Message-ID: <36BO9AFE.ACOD2879@which.net> 
References: <78p251Sibol@chuka.playstation.co.uk> 
NNTP-Posting-Host: p04-warbler-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 628861D73617EBAADCEF623D" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1129 scee.yaroze.freetalk.english 
23384 


628861D73617EBAADCEF623D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Dual Shock rules! Although when I play Colin McRae Rally or Gran Turismo it 
always seems to switch from analogue to digital all on it's own then of course I 
ram full speed into a wall (painful). 

I recon it's probably just my controller though and YES SONY SHOULD GIVE US THE 
LIBRARY FOR DUAL SHOCK PROGRAMMING!!!!!!!!111111111111111111111!!1!1 cos the dual 
shock is mad and we should be alowed to manipulate it. 


Max 
Nathan Miller wrote: 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


> 
> 
> 
> 
> 
> Basically, Do you have one? 
> 

> 


Nathan Miller 


628861D73617EBAADCEF623D 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
Dual Shock rules! Although when I play Colin McRae Rally or Gran Turismo 
it always seems to switch from analogue to digital all on it's own then 
of course I ram full speed into a wall (painful). 


Net Yaroze newsgroups message dump.txt Page 11814 


<br>I recon it's probably just my controller though and <b><u><font color="#FF0000"> 
YES 


cos the dual shock is mad and we should be alowed to manipulate it.</font><font colo 
r="#000000"></font> 

<p><font color="#000000">Max</font> 

<p>Nathan Miller wrote: 

<blockquote TYPE=CITE>I was just wondering who uses a dual shock controller?é&nbsp; 
I think it is the 

<br>best contoller to come around in a long time.&nbsp; I have some game 

design stuff 

<br>that will work really well with the dual analog sticks, just need to 

know if 

<br>it is worth putting the effort in, or if no one will get to use it. 
<p>Basically, Do you have one? 

<p>Nathan Miller</blockquote> 

</html> 


628861D73617EBAADCEF 62 3D-— 


——MESSAGE FILE 17546 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001129 


——MESSAGE FILE 17547 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001130 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Thu, 28 Jan 1999 09:30:32 -0800 

Organization: SCEA News Server 

Lines: 12 
Message-ID: <36B09EB8.72A3CO9F@vmlabs.com> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1130 scee.yaroze.freetalk.english 
23386 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


> 
> 
> 
> 
> 
> 


Basically, Do you have one? 


Yes I definitely have and use one. In fact, my game takes full 
advantage in that it uses *both* sticks - one for turning, one for 
thrust. Once you get used to it it's the best way to play. 


Scott 
-—-MESSAGE FILE 17547 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001130 


—--MESSAGE FILE 17548 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001131 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: CLIB v1.0 RELEASE 

Date: Thu, 28 Jan 1999 16:51:57 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1131 scee.yaroze.mydemos:389 scee 
.yaroze.programming.libraries:212 
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It's here. CLIB v1.0. The solution to all of your data 
compression/management needs. 


Featuring full directory structures (well, just one level deep, but that's 
all i really need, so that all anyone's really getting :) ), Completely 
AVERAGE Huffman Compression (WOOHOO!), and a reaaaaly easy API interface. 
Just drop it in and GO. 


It's only DOS32, and I've included DOS4GW (dos extender) in the zip file. 
Check it out. 
Lemme know what everyone thinks. 


ftp://143.209.106.203/clibv10.zip 
anonymous access enabled. 


-charles nicholson (and yes, i am just posting this everywhere for coverage. 
sorry. :) ) 


—-MESSAGE FILE 17548 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001131 


—-MESSAGE FILE 17549 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001132 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: Re: CLIB v1.0 RELEASE 

Date: Thu, 28 Jan 1999 16:54:04 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <78qlirSlas3@scea> 

References: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1132 scee.yaroze.mydemos:390 scee 
.yaroze.programming.libraries:213 


>ftp://143.209.106.203/clibv10.zip 
>anonymous access enabled. 


So sorry. Make that "143.229.106.203" and i don't think you can browse 
there- i'm serving w/SERV-U, and (at least) my copy օք 164.0 doesn't like it 
too much..... 


-charles 


——MESSAGE FILE 17549 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001132 


——MESSAGE FILE 17550 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001133 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Fri, 29 Jan 1999 23:30:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <36B23695.E5AC031F@hotmail.com> 

References: <78p251Sibol@chuka.playstation.co.uk> 

Reply-To: palpalpalpal@hotmail.com 

NNTP-Posting-Host: corbeill1l-182.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1133 scee.yaroze.freetalk.english 
:3400 
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Nathan Miller wrote: 


> Basically, Do you have one? 


Yes. 


--MESSAGE FILE 17550 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001133 


——MESSAGE FILE 17551 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001134 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: DGDC Entry Form 

Date: Sat, 30 Jan 1999 00:25:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <78tfu9Sccr12@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I didn't want to make anyone fill out an entry form (and you do not have 
to), but it would be nice if you would. Here it is, you can email to me. 


Name: 
Project: 


Type of project: 


Thanks. It is just so that I can get some numbers 


Nathan Miller 
SCEA member 


—--MESSAGE FILE 17551 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001134 


—-MESSAGE FILE 17552 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001135 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: question about hackers realm of the psx 

Date: Fri, 29 Jan 1999 15:53:48 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <78th3q$las8@scea> 

NNTP-Posting-Host: 1Cust162.tnt2.beaverton.or.da.uu.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I am wondering what we, with our license agreement and all are supposed to 
do about the info that surrounds the hackers psx realm of coding? I mean, 
alot of the docs from there are quite low-level. I have only glanced at it. 
With this information staring at us in the face, are we supposed to turn our 
backs and pretend it doesnt exist? I dont even know if its any good - but 
it might be usefull, if there is nothing wrong with us using it? Any 
ideas/thoughts? I dont know really, where I am going with this topic, but I 
thought it would be interesting to discuss. =) 


thanks. 


-ben 


--MESSAGE FILE 17552 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001135 
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—-MESSAGE FILE 17553 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001136 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: Re: CLIB v1.0 RELEASE 

Date: Sun, 31 Jan 1999 12:23:48 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <7922ub$q123@scea> 

References: <78qlhtS$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1136 scee.yaroze.mydemos:393 scee 
.yaroze.programming.libraries:214 


I've added another somewhat helpful doc file- LOADER.TXT. This gives you 
more information 
on the in-file loading API, with examples. 


-charles 


——MESSAGE FILE 17553 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001136 


——MESSAGE FILE 17554 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001137 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Sun, 31 Jan 1999 12:41:28 -0600 

Organization: Ed Federmeyer 

Lines: 22 

Message-ID: <7927je$ql24@scea> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1137 scee.yaroze.freetalk.english 
23408 


Nathan Miller wrote in message <78p251Sibol@chuka.playstation.co.uk>... 

>I was just wondering who uses a dual shock controller? I think it is the 
>best contoller to come around in a long time. I have some game design 
stuff 

>that will work really well with the dual analog sticks, just need to know 
if 

>it is worth putting the effort in, or if no one will get to use it. 

> 

>Basically, Do you have one? 

> 

>Nathan Miller 


I have the dual-analog pad, before the shock feature was available. 
Even if you can't support the shock feature in Yaroze programs, it's 
well worthwhile to support the analog control, when it makes sense 
to the game. 


EdF 


—-MESSAGE FILE 17554 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001137 


—--MESSAGE FILE 17555 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001138 
Path: chuka.playstation.co.uk!scea!prol1-137.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Sun, 31 Jan 1999 18:47:42 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 41 

Message-ID: <developer—-3101991847420001@prol1-137.barrie.connex.net> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: prol-137.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1138 scee.yaroze.freetalk.english 
:3409 


In article <78p251Sibol@chuka.playstation.co.uk>, "Nathan Miller" 
<millerbosnia@hotmail.com> wrote: 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


> 
> 
> 
> 
> 
> Basically, Do you have one? 
> 

> 


Nathan Miller 
I have two. 


I have the Dual Analog Pad. {With the Joystick Emulation which works...} 
AND I have the Dual Shock Gamepad. {No Joystick Emu here, and a bit more smarts} 


Please develop Software for the Dual Controller. 


The effort is worth it. Look at the Penguin Controller. {Nintendo 64.} 
That controller sets the pace in analog fine control. 
It is nice to have two analog sticks, but when things like TOCA racing and 
the recent Bandicoot series, allow for NO User Definable control over the 
Left handed or Right handed control operation {I am Right Dominant-Left 
Handed [but learned to write right-handed... :( ] and find TOCA supremely 
annoying to learn.} In contrast, I found Rouge Squadron on N64 to be the 
easiest and gratifying to learn. 


Descent for PSX had it right. You could configure the whole shebang, an 
item in programming itself. Try it, I found Mr. Phua's 3D pong example to 
be highly interesting in Dual Analog control. 


As for the Dual Shock. It and the Full-motion-video / exec fileread off 
ISO9660 format CD-R support in the Yaroze LIBPS.A and a few IN-LINEs would 
be nice. 

It would mean a NEW ioctl() and header support. But then again, I still 
ahve the Collision detection PowerPoint Presentation to finish {I'm 85% 
done..} 


-sean 
——MESSAGE FILE 17555 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001138 


——MESSAGE FILE 17556 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001139 
Path: chuka.playstation.co.uk!scea!prol-137.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: question about hackers realm of the psx 

Date: Sun, 31 Jan 1999 19:30:45 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 108 

Message-ID: <developer-—3101991930450001@prol1-137.barrie.connex.net> 
References: <78th3q$las8@scea> 

NNTP-Posting-Host: prol-137.barrie.connex.net 


I am wondering what we, with our license agreement and all are supposed to 
do about the info that surrounds the hackers psx realm of coding? I mean, 
alot of the docs from there are quite low-level. I have only glanced at it. 
With this information staring at us in the face, are we supposed to turn our 
backs and pretend it doesnt exist? I dont even know if its any good - but 
it might be usefull, if there is nothing wrong with us using it? Any 


> 
> 
> 
> 
> 
> 
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> ideas/thoughts? I dont know really, where I am going with this topic, b 
> thought it would be interesting to discuss. =) 

> thanks. 

> -ben 

Hi Ben, 


In relation to the Yaroze Licence Agreement, you have to be aware of 
the following Licence Agreement paragraphs: 


This is heavy, but bear with me. 
In your use of the Yaroze Server, you shall not: 


7.1 Publish or post material or information that (a) defames another, (b) 
infringes on the legal or intellectual property rights (including rights 
of privacy or publicity) of others, (c) is obscene or sexually explicit, 
(d) is racially or ethnically objectionable, (e) depicts intoxication or 
substance abuse, (f) reflects adversely on the name, reputation or 
goodwill of SCEA or its affiliates or (g) violates any law or regulation. 


*#*** Note number one **** 


Part (g) is the real important one here. 

And it isnt necessarily the "law" violation that would land you in a heap 
of trouble. It is the "regulation" point that is important. 

Little do you know that there are MANY regulations in a LARGE Variety of 
repositories that Sony Computer Entertainment has many regulations. 

Some even that you are not aware of yet they can stick to you when you 
least expect it. Usually when you ask? How come the LIBPS.A library does 
not contain any support for Full-Motion-Video? or for that matter a 
"Dual-Shock" support? 


I hate to say it, if it does not come from Sony with a Sony blessing, it 
is unlicenced, and would be considered illegal. 

The big point here is the "reverse engineering" something that is really 
not allowed for publication. 


xxxx End of Note Number One **** 


**** Note Number two. **** 


7.3 Upload files that contain software or other material protected by 
intellectual property laws, rights of privacy or publicity, or any other 
applicable law unless you (a) own or control the rights to that software 
or other material or (b) have received all necessary consents to do so. 


This one too, is an interesting point. I am an adherent of the Open Source 
Software exchange. I am for a few reasons, chiefly, if I like someone's 
software I want to see it grow, and I want to see the developer get some 
thanks for it. 

But I do too, like to look at how someone has done something, and use 
similar mechanisms to do the same in my code, or if I see a place where I 
can improve the software, and I can assist, I will not hesitate to do so. 
At least I know I will also get thanks for it too. 

That is why I am a big fan of the GNU Public Licence orientation of Linux. 


But I do not like seeing companies large or small {Like Microsoft on one 
hand, and Internet Cracker_Warez groups on the other} STEALING someones 

software and using it for their own profit. {I always wondered how WAREZ 
sites keep in business, since THEY say, that they do not charge you for 

the software??? } 


This is Wrong. 


x*xxx End of Note two. **** 


So to recap, in reference to the Hacker PSX realm. Be Careful. 

I am not going to "Turn my back" and say they do not exist, they do and 
the content is there for you to peruse at your own discretion. 

I Sean Kennedy, nor is SCEA going to, and simply; cannot control content 
that is publically published on the Internet. No could be control you 
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downloading and testing/compiling the code you receive. The benefit 
pretains to you, and you have rights from the public domain and the 
privacy act to have access to that content and do what you wish personally 
on YOUR Computer System at home. 


Where you can get into trouble is when you want to advertise source code 
that CAN be compiled and made runnable. {Usually you need the in-line 
Assembler code and a supporting xfile.h or ECOFF library to get the 
machine code. } 


As well, Bytecode can get you into trouble. If it can be proven that 
Bytecode is not your intellectual property, and is not Licenced by SCEA, 
and you distribute it INSIDE of SCEA, or its servers, you can get into 
trouble. 


I am not trying to scare you. I want you to realise what using "Outside" 
software inside the SCEA domain {Of Servers and Protected 
Internet/Intranet exchange systems} and distibuting it can lead to. 


But I again, cannot control you from accessing public information servers 
that contain obscene or sexually explicit material, any more than I can 
prevent you from accessing www.sony.com now can I? Nor could I prevent 
you from advertising your own web-site outside of SCEA from within SCEA so 
long as it does not Publically slander or defame SCEA or lead to obscene 
or sexually explicit material can I? 


Being careful allows you to be-ware. 
-sean 
——MESSAGE FILE 17556 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001139 


——MESSAGE FILE 17557 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001140 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: DGDC Official Rules 

Date: Sun, 31 Jan 1999 23:46:51 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <36B55BEB.82C0397@znet .com> 

References: <78ep2vSnd43@chuka.playstation.co.uk> <36ABAA70.136D61C@datasys.net> 
NNTP-Posting-Host: scts1-37.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; Ս) 


Darco wrote: 


> 

> Eeeeh. That means that none of my current projects would qualify. 

> Unfortunately, I've got no time to start a new project so I'm gonna have 
> to forfit this one... 

> 

> 'Darco 

me too. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender-html 
——MESSAGE FILE 17557 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001140 


—--MESSAGE FILE 17558 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001141 
Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scea.yaroze.freetalk 

Subject: Price of grey Playtstation 

Date: Mon, 01 Feb 1999 13:35:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
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Message-ID: <35115A81.111@writeme.com> 

References: <350aa03f.4404800@news.playstation.co.uk> <350FDOFD.768A@writeme.com> ՀՅ 
50FDD55.A1D6B25E@netmagic.net> 

NNTP-Posting-Host: at1l4-029.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Elliott Lee wrote: 
> Have you made something print out all the status bits for the 
> controller buffers and twiddled with the controller to see what 


> happens? You have got me curious now... 


Yep, I set up a debug routine to print out all bytes in both pad buffers 
(34 bytes each, I think). 


The controller in multitap A gives exactly the same result as the same 
controller plugged directly into the port. 


James (~mrfrosty). 
—-MESSAGE FILE 1851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00554 


—-MESSAGE FILE 1852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000555 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Four way adapter 

Date: Thu, 19 Mar 1998 17:52:32 +0000 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35115B60.5518@writeme.com> 

References: <350aa03f.4404800@news.playstation.co.uk> <350FDOFD.768A@writeme.com> ՀՇ 
ep7c3$15r5@chuka.playstation.co.uk> <6epeo4$15r11@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-029.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Mark Wilson wrote: 


> I'd always imagined the multi-tap would work on some sort of 
> multiplexed system... 


Yep, I guess this is right - and I imagine the library organises how the 
controllers are interfaced. 


Unfortunately, I think the Yaroze library has multitap support 
"built-out'. 


James (~mrfrosty). 
-—-MESSAGE FILE 1852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00555 


—-MESSAGE FILE 1853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000556 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Thu, 19 Mar 1998 18:19:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ira.rainey—-1903981819500001@host5-99-48-46.btinternet.com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472£6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
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Message-ID: <36B59F7F.A7FFA8DD@immd9.informatik.uni-erlangen.de> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 92551F01AC1C640150FECE60" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


92551F01AC1C640150FECE60 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hello! 


For a publication I would be interetsted in the approximate actual price of a grey ( 
consumer) playstation 


in the USA in the moment. 
Thanks 


Christoph Luerig 


92551F01AC1C640150FECE60 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

<HTML> 

<PRE>Hello!</PRE> 


<PRE>For a publication I would be interetsted in the approximate actual price of ag 
rey (consumer) playstation</PRE> 


<PRE>in the USA in the moment.</PRE> 


<PRE>Thanks</PRE> 


<PRE>Christoph Luerig</PRE> 
é&nbsp; </HTML> 


92551F01AC1C640150FECE60-- 


——MESSAGE FILE 17558 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001141 


—-MESSAGE FILE 17559 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001142 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Price of grey Playtstation 

Date: Mon, 01 Feb 1999 10:42:09 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36b584bf.32562781@news.scea.sony.com> 

References: <36B59F7F .A7FFA8DD@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: client-—151-198-130-33.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>For a publication I would be interetsted in the approximate actual price of a grey 
(consumer) playstation 
cr the USA in the moment. 
$129. - $149., I do believe. 
-Matt 


——MESSAGE FILE 17559 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001142 


——MESSAGE FILE 17560 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001143 
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Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Price of grey Playtstation 

Date: Mon, 01 Feb 1999 17:13:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36B5D299.C32C3956@immd9.informatik.uni-erlangen.de> 

References: <36B59F7F .A7FFA8DD@immd9.informatik.uni-erlangen.de> <36b584bf.325627818@ 
news.scea.sony.com> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" FEF32D54897B038EF026B698" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


FEF32D54897B038EF026B698 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Matthew Hulett wrote: 

>For a publication I would be interetsted in the approximate actual price of a gre 
(consumer) playstation 

> 

>in the USA in the moment. 


$129. - $149., I do believe. 


VVVVVVKX Vv 


-Matt 
Thanks for the info. So I will state below 150$. This way I am on the saffe side. 


Christoph 


FEF32D54897B038EF026B698 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 

Matthew Hulett wrote: 

<BLOCKQUOTE TYPE=CITE>>For a publication I would be interetsted in the 
approximate actual price of a grey (consumer) playstation 

<BR>> 

<BR>>in the USA in the moment. 


<P>&nbsp; &nbsp; $129. - $149., I do believe. 
<P>-Matt</BLOCKQUOTE> 


<PRE>Thanks for the info. So I will state below 1505. This way I am on the saffe sid 
e.</PRE> 


<PRE></PRE> 


<PRE>Christoph</PRE> 
é&nbsp; </HTML> 


FEF32D54897B038EF026B698-— 


--MESSAGE FILE 17560 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001143 


—-MESSAGE FILE 17561 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001144 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: license / documentation question. 

Date: Mon, 1 Feb 1999 10:09:32 -0800 

Organization: SCEA News Server 

Lines: 17 
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Message-ID: <794q2b$q128@scea> 

NNTP-Posting-Host: 1Cust54.tntl.beaverton.or.da.uu.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hello, 


I was toying with the idea of moving the yaroze docs along with other faq's 
and info I could scrounge up into HTML Help, using the free microsoft HTML 
Help workshop and then putting this available for all us yaroze'rs. Can I 
do this with out violating our agreement? Լ mean, can I move the yaroze 
docs to HTML? I dont want to change the content just move it and cross 
reference everything into a nice index.. 


Any info would be greatly appreciated. 
thanks 


-ben 


——MESSAGE FILE 17561 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001144 


——MESSAGE FILE 17562 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001145 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: license / documentation question. 

Date: Mon, 01 Feb 1999 20:30:43 GMT 

Organization: L4 Software 

Lines: 5 
Message-ID: <36b70edb.4740082@205.149.189.29> 
References: <794q2b$q128@scea> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Ben, 
I try to find out for you. 


Mario 
—-MESSAGE FILE 17562 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001145 


--MESSAGE FILE 17563 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001146 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Price of grey Playtstation 

Date: Mon, 01 Feb 1999 18:37:12 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36b5f3ef.10200955@news.scea.sony.com> 

References: <36B59F7F.A7FFA8DD@immd9.informatik.uni-erlangen.de> <36b584bf.32562781@ 
news.scea.sony.com> <36B5D299.C32C3956@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: client-151-198-130-140.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


$149 would be the standard retail price. 


But, I seem to recall seeing it priced lower at some point, a sale or 
something... 


$149 is the proper answer for a standard retail price. Hopefully, we 
will see $99 soon, just to cap off Sony's success. 


Sorry for sounding indecisive. 
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——MESSAGE FILE 17563 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001146 


——MESSAGE FILE 17564 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001147 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Price of grey Playtstation 

Date: Mon, 01 Feb 1999 15:43:18 -0800 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36B63C16.ACE950F8@vmlabs.com> 

References: <36B59F7F.A7FFA8DD@immd9.informatik.uni-erlangen.de> <36b584bf.32562781@ 
news.scea.sony.com> <36B5D299.C32C3956@immd9.informatik.uni-erlangen.de> <36b5f3ef.1 
0200955@news.scea.sony.com> 

NNTP-Posting-Host: vmlabs25.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I thought it was dropped to $129 (and Nintendo followed suit shortly 
thereafter). Maybe it's $129 for the standard version, but to get the 
dual shock version it's $149. 


Scott 

> $149 would be the standard retail price. 

> 

> But, I seem to recall seeing it priced lower at some point, a sale or 
> something... 

> 

> $149 is the proper answer for a standard retail price. Hopefully, we 
> will see $99 soon, just to cap off Sony's success. 

> 

> Sorry for sounding indecisive. 

> 

> -Matt 


——MESSAGE FILE 17564 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001147 


—--MESSAGE FILE 17565 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001148 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: question about hackers realm of the psx 

Date: Mon, 01 Feb 1999 19:01:52 -0800 

Organization: @Home Network 

Lines: 36 

Message-ID: <36B66AA0.F8758F3B@home.net> 

References: <78th3q$las8@scea> 

NNTP-Posting-Host: cs207965-a.gvmt1l.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


The psx hackers certainly explore areas that the Yaroze community does not. For 
example, I've seen code that supposedly controls the motors in the dual shock, 
and some hackers have put together utilities to allow for the creation of CDs. 
Before I even got my Yaroze I saw utilities to view Tims and play playstation 
movie ('.str') files on the PC. However, I have never understood why anyone 
would prompt for a hacked version of a Yaroze when the real version is so 
inexpensive and convenient? 


The license agreement that we all signed is a formality, similar to the license 
agreements that accompany many software packages. Sony wants to make sure that 
it has all legal bases covered with respect to the Yaroze. Several years ago a 
rash of really terrible non commercial software was released in Europe for the 
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Amiga platform. I never played any of these titles, but magazines reported that 
there were "hate games" depicting violence against certain ethnic groups. 
Imagine the consequences to Sony if a Yaroze member did something like that and 
had the legal authority to distribute the game. 


As for using hacked libraries etc, Sony may not recognize your demo or game 
(i.e. put it on their web site) but they aren't going to sue you or revoke your 
membership (IMO). 


Ben Siroshton wrote: 


> 

> I am wondering what we, with our license agreement and all are supposed to 

> do about the info that surrounds the hackers psx realm of coding? I mean, 

> alot of the docs from there are quite low-level. I have only glanced at it. 
> With this information staring at us in the face, are we supposed to turn our 
> backs and pretend it doesnt exist? Լ dont even know if its any good - but 

> it might be usefull, if there is nothing wrong with us using it? Any 

> ideas/thoughts? I dont know really, where I am going with this topic, but I 
> thought it would be interesting to discuss. =) 

> 

> thanks. 

> 

> -ben 


——MESSAGE FILE 17565 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001148 


—-MESSAGE FILE 17566 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001149 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Price of grey Playtstation 

Date: Tue, 2 Feb 1999 08:43:41 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <796ureSlbf3@scea> 

References: <36B59F7F.A7FFA8DD@immd9.informatik.uni-erlangen.de> <36b584bf.32562781@ 
news.scea.sony.com> <36B5D299.C32C3956@immd9.informatik.uni-erlangen.de> <36b5f3ef.1 
0200955@news.scea.sony.com> <36B63C16.ACE950F8@vmlabs.com> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Friend of mine just bought a new one from Electronics Boutique- 
$129, with 2 dual-shocks 


-charles 


Scott Cartier wrote in message <36B63C16.ACE950F8@vmlabs.com>... 

>I thought it was dropped to $129 (and Nintendo followed suit shortly 
>thereafter). Maybe it's $129 for the standard version, but to get the 
>dual shock version it's $149. 


——MESSAGE FILE 17566 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001149 


——MESSAGE FILE 17567 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001150 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior,scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Good news for CodeWarrior users 

Date: Thu, 4 Feb 1999 11:21:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <79bvmi$djc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:444 scea.yaroze.pr 
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ogramming.codewarrior:387 scee.yaroze.freetalk.english:3422 scea.yaroze.freetalk:115 


Hi all, 


This is good news for all you codewarrior users. This is a copy of a reply 
I got from Metrowerks support. 


In regards to your support question, Reference No. 1L9901-1938; 
Hi Robert, 


You are correct, the current released IDE (2.0.3) for NY 2.1 doesn't have 
a public API to write any plugins. However, there will soon (within the 
next week) be a public patch to upgrade to NY 2.2. The patch will 
contain the 3.2 IDE which has the public API. The patch is still 
undergoing tesing, however, before we release it. Look for it on our web 
site during the coming week; or email us in 2 or 3 working days and we'll 
let you know the status. 


thanks, 
James C 
Metrowerks Technical Support 


——MESSAGE FILE 17567 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001150 


——MESSAGE FILE 17568 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001151 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: license / documentation question. 

Date: Thu, 4 Feb 1999 12:09:27 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <79cu77$2d41@scea> 

References: <794q2bS$q128@scea> <36b70edb.4740082@205.149.189.29> 
NNTP-Posting-Host: 1Cust144.tntl.beaverton.or.da.uu.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Thanks. ~8) 


Mario Perdue wrote in message <36b70edb.4740082@205.149.189.29>... 
>Ben, 

> 

>I try to find out for you. 

> 

>Mario 


——MESSAGE FILE 17568 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001151 


—-MESSAGE FILE 17569 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001152 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Good news for CodeWarrior users 

Date: Fri, 5 Feb 1999 09:13:42 +0100 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldmql1t4.zellnmxxat 8wN@al-88-108.a1l.nl1> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-108.81.ոլ 
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X-Newsreader: MacSOUP 2.3 
Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:445 scea.yaroze.pr 
ogramming.codewarrior:388 scee.yaroze.freetalk.english:3423 scea.yaroze.freetalk:115 


I think it's fair to say that the CW support is excelent. I mailed them 
before and they were ever so fast with their kind reply. 

Thats completely different from Apple, Microsoft or Adobe (or smaller 
companies I won't even mention). 

Thumbs up for Metroworks.. 


DEnnis.. 
—--MESSAGE FILE 17569 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001152 


—-MESSAGE FILE 17570 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001153 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: image program, anyone interested? 

Date: Fri, 5 Feb 1999 16:21:48 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <79glbu$2d43@scea> 

NNTP-Posting-Host: 1Cust158.tnt2.beaverton.or.da.uu.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hello, 


I wrote a program a while ago that lets you load in a picture in many 
different formats and then converts it to a TIM. The neat part is, you can 
zoom in and out of your picture and select what colors (note colors is 


plural) you want to be transparent. If your anything like me, I like to use 
really contrasting colors for my transparent bits instead of black - as most 
everything I draw is coming from and anti-aliased to black. 


The reason, I ask if anyone is interested is because currently I only have 
the output writing to a 24bit TIM, I need to finish up the other bit depths. 
But only if there is enough interest in such a thing. 


In addition, I was playing with picking a list of colors that would be 
semi-transparent so you could make those space ship cockpits semi-see 
through or whatever... however this was giving me some problems, its been a 
while but if I remember right there was a semi-transparent bit, but can you 
even have pixel by pixel semi-transparencies? If so, I will be sure to 
finish this up with that feature in place as well. 


Anyway, any feedback, ideas, encouragment greatly appreciated. 
thanks 


-ben 


——MESSAGE FILE 17570 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001153 


——MESSAGE FILE 17571 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001154 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Ascii Sphere 360 

Date: Sun, 07 Feb 1999 18:56:18 -0500 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <36BE2822.F8C6813C@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 468.dialup.datasys.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3427 scea.yaroze.freetalk 
71154 


I just thought I'd post my findings from figiting with the 6-Axis 
controler Ascii Sphere 360. 


The controler ID is the same as the old dual analog joysticks - 5 I 
think. But it has a larger packet size... The analog channels are after 
the button data which is just like the standard pad... There are 6 
analog channels, one for each axis. Here's the controler packet layout: 
Size description 
+ 
1 byte Packet Status (Should be 0x00) 
1 byte Controler type & packet size 
2 bytes Button Data 
1 byte X Movement Axis 
1 byte Y Movement Axis 
1 byte Z Movement Axis 
1 byte X Rotation Axis 
1 byte Y Rotation Axis 
1 byte Z Rotation Axis 
I'll be posting the source code for the newest version of the BloodShed 


demo soon, which uses the revolutionary 6-Axis controler. 
Hope this sparks some ideas. 


"Darco 
—--MESSAGE FILE 17571 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001154 


—--MESSAGE FILE 17572 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001155 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: GDC 

Date: Mon, 8 Feb 1999 12:10:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <79mk2n$ldo2@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


Just wondered if anyone is going to GDC in March? I want to, just if I can 
get the money to pay for the air fare etc. 


Cheers Bob 


Robert Shand 

Class Rep - First Year BSc Computer Games Technology 
University of Abertay-—Dundee 

298rcs@tay.ac.uk 


—-MESSAGE FILE 17572 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001155 


—-MESSAGE FILE 17573 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001156 
Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: GDC 

Date: Mon, 08 Feb 1999 18:48:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
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Message-ID: <36BF3165.960115F7@hotmail.com> 
References: <79mk2nS$ldo2@chuka.playstation.co.uk> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Exactly when and where is it?. I have been pondering going.. and thinking about 
E3 as well.. 

If its on the East coast and during break there's a good chance I could swing 
it. I'd be going from UK as well. 


Will 


ROBERT C SHAND wrote: 
Hi all, 


Just wondered if anyone is going to GDC in March? I want to, just if I can 
get the money to pay for the air fare etc. 


Robert Shand 

Class Rep - First Year BSc Computer Games Technology 
University of Abertay-—Dundee 

298rcs@tay.ac.uk 


> 
> 
> 
> 
> 
> Cheers Bob 
> 
> 
> 
> 
> 


--MESSAGE FILE 17573 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001156 


——MESSAGE FILE 17574 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001157 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: General public Yaroze FAQ - suggestions wanted 

Date: Tue, 9 Feb 1999 22:32:25 +1300 

Organization: Sidhe Interactive 

Lines: 38 

Message-ID: <79o0ut1$ldo5@chuka.playstation.co.uk> 

NNTP-Posting-Host: p43-max5.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1157 scee.yaroze.freetalk.english 
23428 


I am throwing together a Yaroze FAQ for those people interested in joining 
the Yaroze program to be housed at our site. The list of questions I have 
so far is as below. 


What is the Net Yaroze? 

How do you pronounce Yaroze? 
What do I need to run it? 

Do I need to know C to use it? 


Wil it run normal Playstation games? 

Will it run import Playstation games? 

Will it run copied Playstation games (CDRs) ? 

I have an Action Replay Pro, a Comms Link, and some development tools. Why 


do I need a Yaroze? 

Can I use C++ with the Yaroze? 

Can I create bootable Playstation CDs of my Yaroze programs? 

Can I create commercial Playstation titles on a Yaroze? 

How do I distribute my programs to non-Yaroze members? 

Will commercial developers recognise my Yaroze experience when applying for 
a job? 

Where can I get one? 

Can I buy a second hand Yaroze off an existing Yaroze member? 


Does anyone else have any questions they are sick of answering? 
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Regards 
Mario Wynands 


Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 17574 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001157 


——MESSAGE FILE 17575 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001158 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Ascii Sphere 360 

Date: Wed, 10 Feb 1999 17:53:58 GMT 

Organization: SCEA Hardware Engineering 

Lines: 46 

Message-ID: <36c1c559.5738448@news.scea.sony.com> 

References: <36BE2822.F8C6813C@datasys.net> 

NNTP-Posting-Host: 208.247.15.29 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3433 scea.yaroze.freetalk 
21158 


Darco, 


The Sphere specific ID is a x55. If you take the low nibble (5) and 
double it you get the number of data bytes required in the packet, 
This does not include 3 overhead bytes. The Sphere in x55 mode will 
not work with multi-taps as they (multitaps) can only transfer 6 data 
bytes max. 


The ASCII Sphere also supports a number of standard controller ID's 
x4ldigital Dpad, x23 NegCon, x53 analog joysticks (the big dual 
flightsticks) 


Jerry 

Hardware Engineer 

SCEA 

On Sun, 07 Feb 1999 18:56:18 -0500, Darco <rquat@datasys.net> wrote: 


>I just thought I'd post my findings from figiting with the 6-Axis 
>controler Ascii Sphere 360. 


> 

>The controler ID is the same as the old dual analog joysticks - 5 I 
>think. But it has a larger packet size... The analog channels are after 
>the button data which is just like the standard pad... There are 6 


>analog channels, one for each axis. Here's the controler packet layout: 
> 


>Size description 

> + 

>1 byte Packet Status (Should be 0x00) 
>1 byte Controler type & packet size 
>2 bytes Button Data 

>1 byte X Movement Axis 

»1 byte Y Movement Axis 

»1 byte Z Movement Axis 

»1 byte X Rotation Axis 

»1 byte Y Rotation Axis 

>1 byte Z Rotation Axis 

> 

>I'll be posting the source code for the newest version of the BloodShed 


>demo soon, which uses the revolutionary 6-Axis controler. 
> 
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ation.co.uk> <ira.rainey—1603982140270001@host5—-99-56-9.btinternet.com> <6ep7vs$15r6 
@chuka.playstation.co.uk> <ira.rainey-1803982025380001@host5-99-44-147.btinternet.co 
m> <6epdlsS$15r7@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-48-46.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <6epdls$15r7@chuka.playstation.co.uk>, "JohnT" 
<johnt@nettech.demon.co.uk> wrote: 


What does that have to do with Visual C++ and CW? Nothing!! 

Besides, the people who made Windows NT are not the same people who made 
Visual C++. They just all work for the same company. Microsoft programmers 
are split into MANY teams all working on separate projects. One team may be 
better than another and the teams stick to the project they are assigned to. 


M: NS OM IS 


It has everything to do with it. The point that I'm trying to make is that 
it isn't just Metrowerks that make buggy software, and for what CW cost it 
is a damn cheap code development environment, especialy considering the 
small platform base that are likely to Dbuy it. I can't see Metrowerks 
making a killing from selling copies of CW for PSX, but they do it anyway. 
Look at how much something like VC++ costs, and compare the value for 
money. 


Ira 
--MESSAGE FILE 1853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00556 


—-MESSAGE FILE 1854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000557 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Perhaps a good idea? 

Date: Thu, 19 Mar 1998 18:40:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6eros1$15r18@chuka.playstation.co.uk> 
References: <6d679aSg2d4@chuka.playstation.co.uk> 
NNTP-Posting-Host: user1599.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'd prefer it if they didn't. 

As valuable as these newsgroups are, the 
main benefit of say '#psxdev' is you can 
say what you like without fear of being 
‘cut off' and men in black coming round 
turning the house upside down in search 
of ya boot disk and access card | :) 


Steve. 


>How about SONY setting up an IRC system 
for all Net Yaroze members around 

>the world to chat live with each other 
and maybe help each other out. This 
>would be quicker than the new server 
for small questions that other members 
>would probably know the answer to. 

> 

>Anyone else think this is a good idea? 
> 

>JohnT 

> 
> 


> Send e-mail to 
johnt@nettech.demon.co.uk 
>Visit my web site at 
www.coco.net.uk/johnt 

> 
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>Hope this sparks some ideas. 
> 


>"Darco 


——MESSAGE FILE 17575 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001158 


—-MESSAGE FILE 17576 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001159 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: My best work yet 

Date: Wed, 10 Feb 1999 17:02:37 -0500 

Organization: SCEA News Server 

Lines: 70 

Message-ID: <36C201FD.8B416608@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 616.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1159 scee.yaroze.freetalk.english 
23436 


This is the newest BloodShed demo. 


This will be by far one of the best, if not the best, programs I've 


written. It is by no means finished - I still meed to add mechs and 
stuff. But it still rocks... Just try it out. Just download it and tell 
me what you think. The source code isn't included anymore - it won't be 


until the game is finished. 


Just in case you don't know what BloodShed is, let me explain. This is a 
game that I've been thinking about for several months now. It is a 
realtime Mech battle game, in which you can play against the computer or 
a friend. The levels are randomly generated from a 32-bit random seed -- 
This means over 4 billion different levels! If you find a level you 
enjoy, you just write down the random seed and you can play it any time 
you want. 


3 different types of controlers are supported. Standard controler, Dual 
Analog Controler, and the Ascii Sphere 360. 


Both the standard controler and the Ascii Sphere 360 have similar button 
layouts. The Cross button shoots projectiles, Circle drops bombs, and 
Triangle jumps. The Ascii Sphere support at the moment is hard-coded 
into horizontal mode, because this is how I am use to using the 
controler. (Old habbit from the Ascii Sphere's PC cousin, the Space Orb 
360) 


The dual analog controler is a little bit different... The controls are 
like that of a tank game, each control stick controls that side of the 
player. Push them both forward to move forward, move one forward and the 
other backward to turn, move them both left or right to strafe, and move 
them both away from each other to jump. R2 fires projectiles, L2 drops 
bombs. 


If you have a friend over, or even if you don't, you can press the 
Square button to put yourself into the fabled 2-player mode. This game 
was designed with 2 player mode in mind, so grab someone off the street 
and just try out blasting each other. You can't take damage yet - only 
terrain colision detection is implemented. But it still looks cool, and 
it's still fun. 


I haven't finished the jumping yet, so you just kinda keep flying up 
untill you let go of the button. This is ok for now, I'm not too worried 
about it. Just letting you know that I already know about it and I will 
fix it later. 


If you get tired, press start to go back to the main menu. The quit 
option is to the far right. 
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Here's where you can leach it: 


SCEA: 

http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodntsc.zip 


The European mirror might not be be updated by the time you read this, 
so you might have to wait a few days. At the moment, only an NTSC 
version is avalible. 


I'm really eager to see what everyone else thinks of the game so far... 
I'm amazed at how well it is turning out. The game was unstable for a 
while, but I think I have fixed that... If it crashes, it will probably 
be in 2-player mode when there is alot of stuff on the screen. I've 
tried VERY hard to crash it, but this build seems very stable so I don't 
think you will run into any problems or abrupt interruptions in 
gameplay. 


Enjoy! 


"Darco 
—--MESSAGE FILE 17576 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001159 


—--MESSAGE FILE 17577 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001160 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Wed, 10 Feb 1999 17:06:35 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36C202EB.78DFF35@datasys.net> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 616.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1160 scee.yaroze.freetalk.english 
23437 


Mario Wynands wrote: 

> 

> Does anyone else have any questions they are sick of answering? 
> 


Yeah, here's one. It seems to be one of the first questions that any 
newbie asks... 


"Can I program the new Dual Shock controler to vibrate?" 


"Darco 
--MESSAGE FILE 17577 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001160 


—--MESSAGE FILE 17578 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001161 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: My best work yet 

Date: Thu, 11 Feb 1999 10:45:57 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36C32565.5D1590E7@vmlabs.com> 

References: <36C201FD.8B416608@datasys.net> 

NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
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X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1161 scee.yaroze.freetalk.english 
23440 


I'm impressed! Glad to see you're using hi-res too. I especially like 
the particle explosions from weapon impacts. I look forward to seeing 
the final product! 


Scott 
--MESSAGE FILE 17578 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001161 


—--MESSAGE FILE 17579 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001162 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: My best work yet 

Date: Fri, 12 Feb 1999 00:10:19 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <1ldn211m.s5k6zoolm2fgN@al-88-100.al.nl1> 

References: <36C201FD.8B416608@datasys.net> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1162 scee.yaroze.freetalk.english 
23442 


Darco <rquat@datasys.net> wrote: 


SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/ 
blodntsc.zip 


VV V V V 


Thanks, this is what I call poopy service!! 


> The European mirror might not be be updated by the time you read this, 
> so you might have to wait a few days. At the moment, only an NTSC 
> version is avalible. 


There will be a PAL version avalible? I'll be waiting for that since my 
AV-cable is broken... 


Cheers, 


DEnnis.. 
—--MESSAGE FILE 17579 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001162 


—-MESSAGE FILE 17580 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001163 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: My best work yet 

Date: Thu, 11 Feb 1999 17:10:20 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36C3554C.55A17472@datasys.net> 

References: <36C201FD.8B416608@datasys.net> <36C32565.5D1590E7@vmlabs.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 307.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1163 scee.yaroze.freetalk.english 
23444 


Scott Cartier wrote: 
> 


> I'm impressed! Glad to see you're using hi-res too. 
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Actually, it's very low-res - 256x240 to be exact. But it looks pretty 

good. Anyway - you really can't tell that much օք a difference between 

320x240 and 256x240. 


> I especially like the particle explosions from weapon impacts. 


Yeah, I like them too. When I wrote that, I invited all my friends over 
so I could show it off. :) 


> I look forward to seeing the final product! 
Thanks! 


"Darco 
--MESSAGE FILE 17580 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001163 


—-MESSAGE FILE 17581 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001164 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: My best work yet 

Date: Thu, 11 Feb 1999 15:23:05 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36C36659.18E76A1E@vmlabs.com> 

References: <36C201FD.8B416608@datasys.net> <36C32565.5D1590E7@vmlabs.com> <36C3554C 
.55A17472@datasys.net> 

NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1164 scee.yaroze.freetalk.english 
23445 


> Actually, it's very low-res - 256x240 to be exact. But it looks pretty 
> good. Anyway - you really can't tell that much of a difference between 
> 320x240 and 256x240. 


Really? Wow. I was impressed with the framerate so I had assumed it 
was hi-res 60fps. My gaming eye must not be what it used to. :P 


Scott 
——MESSAGE FILE 17581 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001164 


—-MESSAGE FILE 17582 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001165 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Thu, 11 Feb 1999 23:22:22 -0500 

Organization: BitSlap Software 

Lines: 66 

Message-ID: <7a0a6u$714@scea> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port9.vianet.on.ca 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_00A8_01BE5615.6032DA80" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1165 scee.yaroze.freetalk.english 

73446 


This is a multi-part message in MIME format. 


=== = =_NextPart_000_00A8_01BE5615.6032DA80 
Content-Type: text/plain; 


Net Yaroze newsgroups message dump.txt Page 


charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html1 

about Final Fantasy 8 being released in Japan and Mod chipped = 
PlayStation not being able to load the game got me thinking.... Can = 
the Yaroze boot this new breed of anti import games... 


Since I've never imported a game (We don't get many things in Northern = 
Ontario, CANADA) none the less even dream of learning to read Japanese = 
I won't have the chance to test for myself 


If anyone has the chance to "test" these new games with the Yaroze = 
please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 


------ = _NextPart_000_00A8_01BE5615.6032DA80 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—//W3C//DTD W3 HTML//EN"> 
<HTML><HEAD> 

<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<STYLE></STYLE> 


<META content=3D'"MSHTML 5.00.0910.1309"' name=3DGENERATOR></HEAD> 

<BODY background=3D"" bgColor=3D#ffffff> 

<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 
href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation not = 
being=20 

able to load the game got me thinking.... Can the Yaroze boot this new 
breed=20 

of anti import games...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get many = 
things in=20 

Northern Ontario, CANADA) none the less even dream of learning to read 
Japanese=20 

I won't have the chance to test for myself</FONT></DIV> 
DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>If anyone has the chance to &quot;testéquot; these 
ew games=20 

ith the Yaroze please post you findings.</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 
DIV><FONT size=3D2><A=20 
ref=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
/A></FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV>énbsp; </DIV></BODY></HTML> 


AKRADTAAAZSAA? 


FIRFES =_NextPart_000_00A8_01BE5615.6032DA80-- 


11835 


--MESSAGE FILE 17582 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001165 


——MESSAGE FILE 17583 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001166 


Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 
Date: Fri, 12 Feb 1999 09:59:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 
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Message-ID: <7a0u2iSo0v7@chuka.playstation.co.uk> 

References: <7a0a6u$714@scea> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0037_01BE566E. 62AABAE0" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1166 scee.yaroze.freetalk 

23447 


This is a multi-part message in MIME format. 


Soca =_NextPart_000_0037_01BE566E. 62AABAE0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


The Net Yaroze is not a chipped PlayStation. Therefore these anti-mod = 
chip games should work. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
Steve Tolin wrote in message <7aQ0a6u$714@scea>... 
After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 
about Final Fantasy 8 being released in Japan and Mod chipped = 


PlayStation not being able to load the game got me thinking.... Can the = 
Yaroze boot this new breed of anti import games... 
=20 


Since I've never imported a game (We don't get many things in = 
Northern Ontario, CANADA) none the less even dream of learning to read 
Japanese ... I won't have the chance to test for myself 

=20 

If anyone has the chance to "test" these new games with the Yaroze 

please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 


aaa =_NextPart_000_0037_01BE566E. 62AABAE0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD 13 = 
HTML//EN"> 

<STYLE></STYLE> 


<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 
</HEAD> 
<BODY background=3D"" bgColor=3D#ffffff> 
<DIV><FONT color=3D#000000 size=3D2>The Net Yaroze is not a chipped = 
PlayStation.=20 
Therefore these anti-mod chip games should work.</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000 size=3D2>Rad.<BR><A=20 
href=3D"mailto: rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 
<DIV>Steve Tolin<BITSLAP_SOFTWARE@BIGFOOT.COM> wrote in message=20 
&1t; 7a0a6uS714@scea&gt;...</DIV> 


-english 


Net Yaroze newsgroups message dump.txt Page 
<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 


href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h= 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation 
not=20 

being able to load the game got me thinking.... Can the Yaroze boot 
this new=20 

breed of anti import games...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get = 
many things=20 

in Northern Ontario, CANADA) none the less even dream of learning to = 
read=20 

Japanese ... I won't have the chance to test for myself</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>If anyone has the chance to &quot;testé&quot; 
these new=20 

games with the Yaroze please post you findings.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 

<DIV><FONT size=3D2><A=20 
href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>é&nbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


Հաաա արա» =_NextPart_000_0037_01BE566E. 62ՃՃ8ՃԽ0-- 


11837 


——MESSAGE FILE 17583 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001166 


——MESSAGE FILE 17584 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001167 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 
Date: Fri, 12 Feb 1999 06:21:40 -0500 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <36C40EC4.E4082468@datasys.net> 

References: <7a0a6u$714@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 45.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1167 scee.yaroze.freetalk.english 


23450 

> Steve Tolin wrote: 

> 

> After reading an article on psx.ign.com 

> http://psx.ign.com/news/6874.html 

> about Final Fantasy 8 being released in Japan and Mod chipped 

> PlayStation not being able to load the game got me thinking.... Can 
> the Yaroze boot this new breed of anti import games... 

> 


Well, you have to understand how the mod chip works to see how the 
anti-piracy mechanism works. 


The NY PSX's will accept any country code, but it needs to find one. 
The Grey PSX's will accept any CD with it's territory's country code on 
it. (A cd can have more than one I believe. Theoreticly it could have 
all 4; SCEI, SCEA, SCEE, and SCED) 


Well, a MOD chip simply checks for when the PSX looks at the sectors 
with the territory code on them, intercepts it, and then sends all 4 
country codes instead - forcing the drive mechanism to work. The new 
anti-piracy games have software built into them that checks to see if 
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these territory codes are what they expect... All four codes isn't good, 
so it will fail. 


Incredibly simple - I can't understand why Sony didn't do this 
earlier... 


"Darco 
——MESSAGE FILE 17584 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001167 


——MESSAGE FILE 17585 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001168 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 12:55:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7al87mSo0v1l0@chuka.playstation.co.uk> 

References: <7a0a6uS714@scea> <36C40EC4.E4082468@datasys.net> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1168 scee.yaroze.freetalk.english 
23452 


>all 4; SCEI, SCEA, SCEE, and SCED) 


Hi Darco, and Co 


I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
what/who/where are SCED 


Cheers 
Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 17585 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001168 


—-MESSAGE FILE 17586 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001169 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 17:33:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7alok1lS7op3@chuka.playstation.co.uk> 

References: <7aQ0a6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1169 scee.yaroze.freetalk.english 
23454 


I think SCED should be SCEJ unless of course SCEJ is actually SCEI. 
In C terms: 


if ( SCEJ != ՏՇՔԼ) 
{ 

SCED = SCEJ 
} 
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Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7al87mSo0vl0@chuka.playstation.co.uk>... 

>>all 4; SCEI, SCEA, SCEE, and SCED) 

> 

>Hi Darco, and Co 

> 

>I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
>what/who/where are SCED 

> 


> 

> 

>Cheers 

>Bob 
>298rcs@tay.ac.uk 
> 


——MESSAGE FILE 17586 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001169 


--MESSAGE FILE 17587 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001170 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 17:34:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7aloniS7op4@chuka.playstation.co.uk> 

References: <7aQa6uS$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <7alokl$7op3@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1170 scee.yaroze.freetalk.english 
23455 


Opps, that won't compile! Try this: 


if ( SCEJ != ՏՇՔԼ) 
{ 

SCED = SCEJ; 
} 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rad wrote in message <7alokl$7op3@chuka.playstation.co.uk>... 
>I think SCED should be SCEJ unless of course SCEJ is actually SCEI. 
> 

>In C terms: 

> 

>if ( SCEJ != SCEI) 

>{ 

> SCED = SCEJ 

>} 

> 

>:) 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

>ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
><7al87mSo0vl0@chuka.playstation.co.uk>... 

>>>all 4; SCEI, SCEA, SCEE, and SCED) 
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>> 

>>Hi Darco, and Co 

>> 

>>I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
>>what/who/where are SCED 

>> 


>> 

>> 

>>Cheers 

>>Bob 
>>298rcs@tay.ac.uk 
>> 

> 

> 


—-MESSAGE FILE 17587 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001170 


——MESSAGE FILE 17588 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001171 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 15:02:08 -0500 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <36C488C0.8DF59CF0@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 257.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1171 scee.yaroze.freetalk.english 
23457 


ROBERT C SHAND wrote: 


> 

> >all 4; SCEI, SCEA, SCEE, and SCED) 

> 

> Hi Darco, and Co 

> 

> I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
> what/who/where are SCED 

> 

> Sony Computer Entertainment 22222777 

Ehhhhh..... I'm not sure..... I thought that 'SCED' was for Sony 
development discs, that will only run on blue debug units and black net 
yaroze playstations... (The Net Yaroze Boot Disc is a good example) But 


I could be wrong. It's probably not even refered to by 'SCED', it might 
just be ' ' for all I know... 


Anyway, the point is that the net yaroze playstation doesn't intercept 
and replace territory codes like the mod chip does, it just accepts them 
all. FF8 and all other anti-piracy PSX software that comes out in the 
future will run perfectly fine on the NY PSX because it'll see the 
country codes it was looking for. 


However......... This brings back the old "swap trick"... From what I 
know about the anti-piracy mechanism, the old swap trick would still 
work fine. And now there are AR replacement roms that make the swap 
trick possible on all PSX models, not just the 1000 series. So... Peh. 
Oh well. 


At least we can now laugh at all of the fools who modified their 
playstations -- they won't be able to run ANY game with this new 
protection mechanism built into it, even games from their own territory! 
HAHA! 
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> 
> 
> 


—-MESSAGE FILE 1854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00557 


—-MESSAGE FILE 1855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000558 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: drink up 

Date: Thu, 19 Mar 1998 20:02:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6ertm1$15r20@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl042.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Any Yaroze owners fancy meeting in a 
London pub to talk Yaroze ? 

We could all have a few beers, talk 
Yaroze, have a few more, talk life, have 
a few more, talk bol*x. 


Sounds good to me. Let me know if 
anyone's interested. 


Steve 


—-MESSAGE FILE 1855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00558 


—-MESSAGE FILE 1856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000559 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Perhaps a good idea? 

Date: Thu, 19 Mar 1998 13:11:19 -0800 

Organization: Cisco Systems 

Lines: 23 

Message-ID: <351189F7.C6A1B13@netmagic.net> 

References: <6d679aSg2d4@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


JohnT wrote: 


How about SONY setting up an IRC system for all Net Yaroze members around 
the world to chat live with each other and maybe help each other out. This 
would be quicker than the new server for small questions that other members 
would probably know the answer to. 


Anyone else think this is a good idea? 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


VVVVVVVVVVVV VV 
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This new anti piracy CD will really hamper PSX piracy, which is a good 
thing. I don't know why Sony hasn't been doing this earlier. 


"Darco 
——MESSAGE FILE 17588 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001171 


——MESSAGE FILE 17589 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001172 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 12:10:26 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36C48AB2.42DE4A85@vmlabs.com> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1172 scee.yaroze.freetalk.english 
23458 


However......... This brings back the old "swap trick"... From what I 
know about the anti-piracy mechanism, the old swap trick would still 
work fine. And now there are AR replacement roms that make the swap 
trick possible on all PSX models, not just the 1000 series. So... Peh. 
Oh well. 


V V V V V 


I would think it would be easy to foil the swap trick. Just have the 
game itself check the territory code at random points during the game. 
Unless it's something that can only be checked at boot time. 


Scott 
—-MESSAGE FILE 17589 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001172 


—--MESSAGE FILE 17590 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001173 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 16:29:18 -0500 

Organization: BitSlap Software 

Lines: 52 

Message-ID: <7a26ck$2i82@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port88.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1173 scee.yaroze.freetalk.english 
23459 


Guess what I found...... Well that didn't take long.... 


Upon checking one of my regular sites (www.rpgamer.com) I found something 
quite interesting.... There is already a GameShark code to disable the 
anti-mod chip code... I guess piracy is an unstopable machine... 


With this in mind I guess the chances of a proprietary medium for the PSX2 
is inevitable... 


Darco <rquat@datasys.net> wrote in message 
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news: 36C488C0. 8DF59CF0@datasys.net... 
>ROBERT C SHAND wrote: 


>> 

>> >all 4; SCEI, SCEA, SCEE, and SCED) 
>> 

>> Hi Darco, and Co 

>> 


>> I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
>> what/who/where are SCED 


>> 

>> Sony Computer Entertainment 22222277 

> 

>Ehhhhh..... I'm not sure..... I thought that 'SCED' was for Sony 
>development discs, that will only run on blue debug units and black net 
>yaroze playstations... (The Net Yaroze Boot Disc is a good example) But 
>I could be wrong. It's probably not even refered to by 'SCED', it might 
>just be ' ' for all I know... 

> 


>Anyway, the point is that the net yaroze playstation doesn't intercept 
>and replace territory codes like the mod chip does, it just accepts them 
>all. FF8 and all other anti-piracy PSX software that comes out in the 
>future will run perfectly fine on the NY PSX because it'll see the 
>country codes it was looking for. 

> 

>However.........- This brings back the old "swap trick"... From what I 
>know about the anti-piracy mechanism, the old swap trick would still 
>work fine. And now there are AR replacement roms that make the swap 


>trick possible on all PSX models, not just the 1000 series. So... Peh. 
>Oh well. 

> 

>At least we can now laugh at all of the fools who modified their 
>playstations -- they won't be able to run ANY game with this new 


>protection mechanism built into it, even games from their own territory! 
>HAHA! 

> 

>This new anti piracy CD will really hamper PSX piracy, which is a good 
>thing. I don't know why Sony hasn't been doing this earlier. 

> 

>'Darco 


——MESSAGE FILE 17590 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001173 


--MESSAGE FILE 17591 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001174 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 21:54:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7a27v9S7op6@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1174 scee.yaroze.freetalk.english 
:3460 


You under estimate the power of the Dark Side! 
It's only a matter of time before a new mod chip is released which will be 
undetectable by todays games, and so the war continues.... 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Darco wrote in message <36C488C0.8DF59CF0@datasys.net>... 

> 

>At least we can now laugh at all of the fools who modified their 
>playstations -- they won't be able to run ANY game with this new 
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>protection mechanism built into it, even games from their own territory! 
>HAHA! 

> 

>This new anti piracy CD will really hamper PSX piracy, which is a good 
>thing. I don't know why Sony hasn't been doing this earlier. 

> 

>'Darco 


—--MESSAGE FILE 17591 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001174 


—-MESSAGE FILE 17592 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001175 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 17:40:07 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <36C4ADC7.E594EE7E@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a26ck$2i82@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 257.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1175 scee.yaroze.freetalk.english 
23461 


Steve Tolin wrote: 


> 

> Guess what I found...... Well that didn't take 1օոց.... 

> 

> Upon checking one of my regular sites (www.rpgamer.com) I found something 
> quite interesting.... There is already a GameShark code to disable the 

> anti-mod chip code... I guess piracy is an unstopable machine... 
Yeouch. That kinda sucks... They could have implemented a protection 


scheme that was a little bit more resillient. I mean common, it was 
compromised with only two gameshark codes! I'm dissapointed that the 
programers at square didn't have the forsight to interweave the 
protection mechanism into the program a little bit more... Perhaps have 
several - 10 or 20 different instances of the protection mechanism, each 
with a different subroutine and a slightly way of checking. This would 
prove almost impossible to reverse enginer. 


It might not be a bad idea to have a few programers try to crack the 
protection scheme before they release the game. It'd probably be worth 
the investment, and pay for itself. Think of it as a kind of extended 
and more through form of beta testing. 


With this in mind I guess the chances of a proprietary medium for the PSX2 
is inevitable... 


V V V V 


Well, I guess it would be better that way. 


"Darco 
--MESSAGE FILE 17592 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001175 


—-MESSAGE FILE 17593 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001176 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Fri, 12 Feb 1999 15:05:28 -0800 

Organization: SCEA News Server 

Lines: 19 
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Message-ID: <7a2cd1$2i83@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

NNTP-Posting-Host: 1Cust120.tnt5.beaverton.or.da.uu.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1176 scee.yaroze.freetalk.english 
23462 


On the whole other side, I disagree with having ANY type of protection. I 
for one make backup copies of my games, I one too many times have been 
playing with originals, friends and beer and end up scratching a disc. This 
ultimately sucks! I think by having disc media you MUST be able to back up 
your stuff. Its too easily ruined. If people are going to pirate stuff, 
which they are and will never be stopped - why bother with the protection at 
all. It doesnt stop anyone from copying anything, it just makes it more of 
a pain for us to make backups. If (and there always is) a way around 
something, it will be hacked, there is no question about it. By removing 
any protection systems could be cheaper as well, ie,. no money going into 
R&D for protection "schemes". 


my 2 cents. 


-ben 


——MESSAGE FILE 17593 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001176 


——MESSAGE FILE 17594 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001177 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Sat, 13 Feb 1999 02:20:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7a2nh2S7op9@chuka.playstation.co.uk> 

References: <7a0a6u$714@scea> <36C40EC4.F4082468@datasys.net> <7a187m$0o0v10@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> 

NNTP-Posting-Host: vil-41l.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1177 scee.yaroze.freetalk.english 
23464 


Look, at the end of the day no matter how much time they spend on the 
protection scheme it's gonna get cracked one way or another. 

Now don't get me wrong I'm all against piracy, if a game is worth playing 
then its definitely worth buying otherwise don't bother with it, simple as 
that. 
I mean Square could have spent most of their time developing a kick ass 
protection scheme which did 100 checks per frame with 1000 different methods 
of doing it but then it wouldn't be much of a game would it! 

So instead of trying to make it 99.9% pirate proof they probably decided to 
concentrate on the game! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Darco wrote in message <36C4ADC7.E594EE7E@datasys.net>... 

>Steve Tolin wrote: 

>> 

>> Guess what I found...... Well that didn't take long.... 

>> 

>> Upon checking one of my regular sites (www.rpgamer.com) I found 
something 

>> quite interesting.... There is already a GameShark code to disable the 
>> anti-mod chip code... I guess piracy is an unstopable machine... 
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> 

>Yeouch. That kinda sucks... They could have implemented a protection 
>scheme that was a little bit more resillient. I mean common, it was 
>compromised with only two gameshark codes! I'm dissapointed that the 
>programers at square didn't have the forsight to interweave the 
>protection mechanism into the program a little bit more... Perhaps have 
>several - 10 or 20 different instances of the protection mechanism, each 
>with a different subroutine and a slightly way of checking. This would 
>prove almost impossible to reverse enginer. 

> 

>It might not be a bad idea to have a few programers try to crack the 
>protection scheme before they release the game. It'd probably be worth 
>the investment, and pay for itself. Think of it as a kind of extended 
>and more through form of beta testing. 

> 

>> 

>> With this in mind I guess the chances of a proprietary medium for the 
PSX2 

>> is inevitable... 

>> 

> 

>Well, I guess it would be better that way. 

> 

>'Darco 


—-MESSAGE FILE 17594 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001177 


—-MESSAGE FILE 17595 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001178 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 22:00:57 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <36C4EAE9.7498D911@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 257.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1178 scee.yaroze.freetalk.english 
23465 


Rad wrote: 


> 

> Look, at the end of the day no matter how much time they spend on the 

> protection scheme it's gonna get cracked one way or another. 

> Now don't get me wrong I'm all against piracy, if a game is worth playing 

> then its definitely worth buying otherwise don't bother with it, simple as 
> that. 

> I mean Square could have spent most of their time developing a kick ass 

> protection scheme which did 100 checks per frame with 1000 different methods 
> of doing it but then it wouldn't be much of a game would it! 

> So instead of trying to make it 99.9% pirate proof they probably decided to 
> concentrate on the game! 

> 


Taking 6-12 hours of pure coding time and devoting that to developing a 
worthy protection scheme out of a project requiring several thousand 
hours or pure coding time is not being unrealistic. 


And you are right. There is no way to absolutely and completely stop 
piracy... But that's not the goal. The goal is to make it so difficult 
that it isn't worth it for someone to even try. 


"Darco 
—-MESSAGE FILE 17595 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001178 
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—-MESSAGE FILE 17596 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001179 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: DGDC Update 

Date: Fri, 12 Feb 1999 19:33:50 +0200 

Organization: Here 

Lines: 8 

Message-ID: <7a3cro$2i85@scea> 

NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just an update about the game development contest I am running. Currently 
there are several SCEA members that are participating and it looks to be a 
really promising competition. There is still time to enter and there is a 
lot of time to develop. The rules have not changed...happy coding!!! 


Nathan Miller 


--MESSAGE FILE 17596 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001179 


--MESSAGE FILE 17597 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001180 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Sat, 13 Feb 1999 02:52:18 -0500 

Organization: BitSlap Software 

Lines: 18 

Message-ID: <7a3avj$2i84@scea> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a27v9ST7op6@chuka.playstation.co.u 
k> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port3.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1180 scee.yaroze.freetalk.english 
:3466 


That "new" chip is ready to be released on Monday... Wish and you shall 
receive I guess.. As reported by 
http://psx.ign.com/news/6890.html 


Rad <rad@cyberdude.com> wrote in message 
news:7a27v9S7op6@chuka.playstation.co.uk... 

>You under estimate the power of the Dark Side! 

>It's only a matter of time before a new mod chip is released which will be 
>undetectable by todays games, and so the war continues.... 

> 

>Rad. 

>rad@cyberdude.com 


—--MESSAGE FILE 17597 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001180 


——MESSAGE FILE 17598 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001181 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 
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Date: Wed, 10 Feb 1999 12:00:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7Va3pvs$7op11@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a2cd1$2i83@scea> 
NNTP-Posting-Host: dialup137-29.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1181 scee.yaroze.freetalk.english 
23467 


I disagree. 


Having NO protection just seems an invitation to piracy - imagine if EVERY 
PlayStation could run pirate games "out-the-box" - it would be a nightmare 
for Sony (and I can't see it doing the industry any good, either). Far 
better to let every PS run *legit* games from anywhere, in fact - I wish the 


NY was the "Standard PS"! I would never have got my old grey PS chipped if I 
could have run SCEI and SCEA games on it from the off. I also think Sony's 
new copy-protection scheme is a slap in the face for importers who DON'T buy 
pirate software. But, I guess, maybe there aren't too many of them? : ( 


These are just the wishful ramblings of a die-hard importer, I know :) 


Nick F 


Ben Siroshton wrote in message <7a2cd1$2i83@scea>... 

> 

>On the whole other side, I disagree with having ANY type of protection. I 
>for one make backup copies of my games, I one too many times have been 
>playing with originals, friends and beer and end up scratching a disc. 

This 

>ultimately sucks! I think by having disc media you MUST be able to back up 
>your stuff. Its too easily ruined. If people are going to pirate stuff, 
>which they are and will never be stopped - why bother with the protection 
at 

>all. It doesnt stop anyone from copying anything, it just makes it more of 
>a pain for us to make backups. If (and there always is) a way around 
>something, it will be hacked, there is no question about it. By removing 
>any protection systems could be cheaper as well, ie,. no money going into 
>R&D for protection "schemes". 

> 

>my 2 cents. 

> 

>-ben 

> 


> 
> 
—-MESSAGE FILE 17598 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001181 


——MESSAGE FILE 17599 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001182 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: DGDC Update 

Date: Sat, 13 Feb 1999 10:21:54 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <36C59892.61FCE822@datasys.net> 

References: <7a3cro$2i85@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 199.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Me wrote: 
> 
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Just an update about the game development contest I am running. Currently 
there are several SCEA members that are participating and it looks to be a 
really promising competition. There is still time to enter and there is a 
lot of time to develop. The rules have not changed...happy coding!!! 


V V V V V V 


Nathan Miller 


One thing... I haven't been keeping a log. However, I have virtually the 
next best thing. Everytime I made something new, added smoke trails or 
something else, I told my friend Dusty about it over ICQ. It keeps the 
date, time, and message intact. So this is a kind of log I could say. Is 
this valid? 


"Darco 
--MESSAGE FILE 17599 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001182 


——MESSAGE FILE 17600 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001183 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Sat, 13 Feb 1999 10:30:33 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36C59A99.1484A714@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a27v9ST7op6@chuka.playstation.co.u 
k> <7a3avj$2i84@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 199.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1183 scee.yaroze.freetalk.english 
23469 


Steve Tolin wrote: 

> 

> That "new" chip is ready to be released on Monday... Wish and you shall 
> receive I guess.. As reported by 

> http://psx.ign.com/news/6890.html 
> 


Wow! $78 for a damn mod chip! What a rip off!!! It'd be cheaper just to 
get that game shark, and use the code. Probably easier than installing a 
new chip too. What kinda idiot would buy this thing, anyway? 


"Darco 
——MESSAGE FILE 17600 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001183 


——MESSAGE FILE 17601 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001184 
Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sat, 13 Feb 1999 16:56:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <36C5AEB2.BE73A768@btinternet .com> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: host62-172-93-202.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1184 scee.yaroze.freetalk.english 
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I agree with Nick, 


You can't just have machine's capable of playing pirated 

software availabe at any local shop, however this whole 

argument goes back to the Amiga days, when most peoples 

software collections usually had more pirates than legit games, 
Commodore and many of the coders tried to stop this in 

several different ways, including: hardware devices which 

fitted into the joystick port, cards in the box with codes on and 
parts in the games code which tried to fool disk copiers. 

As far as i'am aware none of these measures were succesful, 

as games were usually available in a cracked form within days 

of release. 

The rather long-winded point i'am trying to make here is that 
piracy, in some form will always be with us, so any attempt 

to stop piracy, is, ultimatley a waste of resourses. Unless 
someone can come with a way to take software protection in 

a completly new direction, there will always be copies readily 
available. 
I would also like to point out that i do have a chipped playstation 
and only had it chipped to run imports, there is not one game 

in my collection that is a copy. 


James D 
P.S whats up with the date on your computer Nick? 


the original posting was on friday, but you posted 
your message on wednesday! (some weird time travel going on?). 


Nick Ferguson wrote: 


I disagree. 


Having NO protection just seems an invitation to piracy - imagine if EVERY 
PlayStation could run pirate games "out-the-box" - it would be a nightmare 
for Sony (and I can't see it doing the industry any good, either). Far 
better to let every PS run *legit* games from anywhere, in fact - I wish the 


NY was the "standard PS"! I would never have got my old grey PS chipped if I 
could have run SCEI and SCEA games on it from the off. I also think Sony's 
new copy-protection scheme is a slap in the face for importers who DON'T buy 
pirate software. But, I guess, maybe there aren't too many of them? : ( 


These are just the wishful ramblings of a die-hard importer, I know :) 


Nick F 


Ben Siroshton wrote in message <7a2cd1$2i83@scea>... 

> 

>On the whole other side, I disagree with having ANY type of protection. I 
>for one make backup copies of my games, I one too many times have been 
>playing with originals, friends and beer and end up scratching a disc. 

This 

>ultimately sucks! I think by having disc media you MUST be able to back up 
>your stuff. Its too easily ruined. If people are going to pirate stuff, 
>which they are and will never be stopped - why bother with the protection 
at 

>all. It doesnt stop anyone from copying anything, it just makes it more of 
>a pain for us to make backups. If (and there always is) a way around 
>something, it will be hacked, there is no question about it. By removing 
>any protection systems could be cheaper as well, ie,. no money going into 
>R&D for protection "schemes". 

> 

>my 2 cents. 

> 

>-ben 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV NY 


> 
> 
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——MESSAGE FILE 17601 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001184 


——MESSAGE FILE 17602 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001185 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 
Date: Sat, 13 Feb 1999 23:09:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 82 
Message-ID: <36C60620.2619884F@manc.u-net.com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 82FC3A731D2D3E2E324F602F" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1185 scee.yaroze.freetalk.english 
23474 


82FC3A731D2D3E2E324F602F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Darco wrote: 


And you are right. There is no way to absolutely and completely stop 
piracy... But that's not the goal. The goal is to make it so difficult 
that it isn't worth it for someone to even try. 


X AP. NO V SN 


'Darco 


I would just like to point out some (possibly) amusing irony in this discussion. 
Sony (or more accurately SCEI/A/E, plus every other videogame software/hardware 
manufacturer of course) are clearly adamant that no-one ever copies their 
videogames, and who could ever argue -- none of us want our hard work ripped-off 
by low-life scum. 


But then Sony make the MiniDisc, which allows you to pirate CD-quality music as 
easy as pressing a button with "rec" on it. THEN, they advertise flippantly (on 
the radio) about "not copying your mates' CDs", when it's doing exactly that that 
will sell the thing in the first place. 


I just wonder why all stereos come equipped with the capability of taping (ie 
pirating) CDs, the radio or other tapes (and now onto perfect quality Minidiscs); 
but people have to get their consoles chipped to pirate games (which they will do 
if they want to pirate games). They [the music industry] say music piracy is 
rife, but they talk as though it's just the bootleggers [those that mass produce 
and sell copies of their CDs] who are costing them millions, not the petty 
pirates. What's going on? Is this a double-standard or am I just being 
completely stupid? Do they trust music lovers and not gamers or something? 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


82FC3A731D2D3E2E324F602F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
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If you can restrict access to the channel, yeah, it would be good for 
real-time chats. It would also be a good mechanism for recording 
conversations. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 1856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00559 


—-MESSAGE FILE 1857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000560 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Perhaps a good idea? 

Date: Thu, 19 Mar 1998 21:43:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <6es38k$15r21@chuka.playstation.co.uk> 

References: <6d679aSg2d4@chuka.playstation.co.uk> <351189F7.C6A1B13@netmagic.net> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Elliott Lee wrote in message <351189F7.C6A1B13@netmagic.net>... 

>JohnT wrote: 

>> 

>> How about SONY setting up an IRC system for all Net Yaroze members around 
>> the world to chat live with each other and maybe help each other out. 
This 
>> would be quicker than the new server for small questions that other 
members 
>> would probably know the answer to. 

>> 

>> Anyone else think this is a good idea? 
>> 

>> JohnT 


>> Send e-mail to johnt@nettech.demon.co.uk 
>> Visit my web site at www.coco.net.uk/johnt 


>> 

> 

>If you can restrict access to the channel, yeah, it would be good for 
>real-time chats. It would also be a good mechanism for recording 
>conversations. 

> 


You wouldn't need to restrict the channels if the server was provided by 
Sony for the use of Net Yaroze members. The members would need their 
passwords to access the server much the same as the web pages and news 
server. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at http://www.coco.net.uk/johnt 


—-MESSAGE FILE 1857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00560 


-—-MESSAGE FILE 1858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000561 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
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Darco wrote: 

<blockquote TYPE=CITE>And you are right. There is no way to absolutely 

and completely stop 

<br>piracy... But that's not the goal. The goal is to make it so difficult 
<br>that it isn't worth it for someone to even try. 

<p> 'Darco</blockquote> 

I would just like to point out some (possibly) amusing irony in this discussion. énbs 
p; 

Sony (or more accurately SCEI/A/E, plus every other videogame software/hardware 
manufacturer of course) are clearly adamant that no-one ever copies their 
videogames, and who could ever argue -- none of us want our hard work ripped-off 
by low-life scum. 

<p>But then Sony make the MiniDisc, which allows you to pirate CD-quality 

music as easy as pressing a button with "rec" on it.&nbsp; THEN, they advertise 
flippantly (on the radio) about "not copying your mates' CDs", when it's 

doing exactly that that will sell the thing in the <i>first</i> place. 

<p>I just wonder why <b>all stereos</b> come <b>equipped</b> with the capability 
of taping (ie pirating) CDs, the radio or other tapes (and now onto perfect 
quality Minidiscs); but people have to get their consoles <i>chipped</i> 

to pirate games (<b>which they will do if they want to pirate games</b>) .&nbsp; 
They [the music industry] say music piracy is rife, but they talk as though 

it's just the <b>bootleggers</b> [those that mass produce and <i>sell </i>copies 
of their CDs] who are costing them millions, <b>not</b> the petty pirates. &nbsp; 
What's going on?&nbsp; Is this a double-standard or am I just being completely 
stupid?&nbsp; Do they <i>trust</i> music lovers and <i>not</i> gamers or 
something? 

<p>Jim 

ՀԵԷ»-- 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 

<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


82FC3A731D2D3E2E324F602F-- 


—-MESSAGE FILE 17602 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001185 


—-MESSAGE FILE 17603 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001186 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: anti-mod chip / pirating / backups / etc. 
Date: Sun, 14 Feb 1999 01:14:22 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 121 
Message-ID: <36C6236E.DO0B1F5B@émanc.u-net.com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 9490D784CACED5E3A13263D5" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1186 scee.yaroze.freetalk.english 
23476 


9490D784CACED5E3A13263D5 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Sorry James but I have to point out that you seriously contradict yourself there 
—— firstly you agree with Nick saying you do need copy protection built into 
hardware, then you summarise by saying ultimately that it is a waste of time. 


I fully agree with your points though -- in the Amiga days piracy was huge (most 
people I know only bought Amigas because they could get loads of "free games"). 
Example, I bought World Class Leaderboard (oh, I'm going back to Commodore 64 days 
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now.. ;)) which needed you to put a widget in the joystick port to run. What a 
massive pain in the arse -- it's us honest mugs that suffer. Like you said -- 
cracked version are available within DAYS of release, be it Amiga, ST and it even 
happened in the C64 days if you were in the know. Cracking crews were only born 
when there was something to crack, and updating the encryption methods just gave 
them a new challenge. 


So do you still agree that consoles shouldn't allow out-of-the-box copying, or do 
you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films? It's 
REALLY easy to copy music CDs, so why do they still sell so many? A game CD has 
to have the same philosophy surely? (er see other thread for more ranting from me 
on this subject ;)) 


Jim 


James Duffield wrote: 
I agree with Nick, 


You can't just have machine's capable of playing pirated 

software availabe at any local shop, however this whole 

argument goes back to the Amiga days, when most peoples 

software collections usually had more pirates than legit games, 
Commodore and many of the coders tried to stop this in 

several different ways, including: hardware devices which 

fitted into the joystick port, cards in the box with codes on and 
parts in the games code which tried to fool disk copiers. 

As far as i'am aware none of these measures were succesful, 

as games were usually available in a cracked form within days 

of release. 

The rather long-winded point i'am trying to make here is that 
piracy, in some form will always be with us, so any attempt 

to stop piracy, is, ultimatley a waste of resourses. Unless 
someone can come with a way to take software protection in 

a completly new direction, there will always be copies readily 
available. 
I would also like to point out that i do have a chipped playstation 
and only had it chipped to run imports, there is not one game 

in my collection that is a copy. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


9490D784CACED5E3A13263D5 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Sorry James but I have to point out that you seriously contradict yourself 
there -- firstly you agree with Nick saying you do need copy protection 

built into hardware, then you summarise by saying ultimately that it is 

a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 
loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.&énbsp; Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it even 
happened in the C64 days if you were in the know.&énbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 


or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 


setup that allows idiot-proof ways of copying (pirating) music and films?&nbsp; 
It's REALLY easy to copy music CDs, so why do they still sell so many?é&nbsp; 
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A game CD has to have the same philosophy surely?&énbsp; (er see other thread 
for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<p>James Duffield wrote: 

<blockquote TYPE=CITE>I agree with Nick, 

<p>You can't just have machine's capable of playing pirated 

<br>software availabe at any local shop, however this whole 

<br>argument goes back to the Amiga days, when most peoples 

<br>software collections usually had more pirates than legit games, 
<br>Commodore and many of the coders tried to stop this in 

<br>several different ways, including: hardware devices which 

<br>fitted into the joystick port, cards in the box with codes on and 
<br>parts in the games code which tried to fool disk copiers. 

<br>As far as i'am aware none of these measures were succesful, 

<br>as games were usually available in a cracked form within days 

<br>of release. 

<br>The rather long-winded point i'am trying to make here is that 
<br>piracy, in some form will always be with us, so any attempt 

<br>to stop piracy, is, ultimatley a waste of resourses. Unless 

<br>someone can come with a way to take software protection in 

<br>a completly new direction, there will always be copies readily 
<br>available. 
<br>I would also like to point out that i do have a chipped playstation 
<br>and only had it chipped to run imports, there is not one game 
<br>in my collection that is a copy.</blockquote> 


<p><br>-- 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 

<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


9490D784CACED5E3A13263D5-—- 


--MESSAGE FILE 17603 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001186 


——MESSAGE FILE 17604 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001187 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 01:47:43 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <36c62a48.38166108@205.149.189.29> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1187 scee.yaroze.freetalk.english 
23479 


On Sat, 13 Feb 1999 16:56:27 +0000, James Duffield 
<J.Duffield@btinternet.com> wrote: 


>[snip] 

>The rather long-winded point i'am trying to make here is that 
>piracy, in some form will always be with us, so any attempt 
>to stop piracy, is, ultimatley a waste of resourses. Unless 
>someone can come with a way to take software protection in 

>a completly new direction, there will always be copies readily 
>available. 


The ultimate form of anti-piracy protection was applied to both the 
Amiga and Atari ST communities when both companies discontinued the 
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products and went out of business. A major cause of the demise of both 
was rampant disregard of software copyrights. 


Mario 
—-MESSAGE FILE 17604 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001187 


——MESSAGE FILE 17605 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001188 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Price of grey Playtstation 

Date: Sun, 14 Feb 1999 00:12:15 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36c614ab.83283444@news.scea.sony.com> 

References: <36B59F7F.A7FFA8DD@immd9.informatik.uni-erlangen.de> <36b584bf.32562781@ 
news.scea.sony.com> <36B5D299.C32C3956@immd9.informatik.uni-erlangen.de> <36b5f3ef.1 
0200955@news.scea.sony.com> <36B63C16.ACE950F8@vmlabs.com> <796ureSlbf3@scea> 
NNTP-Posting-Host: client—151-198-141-26.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I knew I saw a lower price... I stand corrected. 


Have mercy, I am often lost within an information haze. 


—Matt 
——MESSAGE FILE 17605 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001188 


——MESSAGE FILE 17606 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001189 
Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 05:30:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <36C65F6D.53849947@hotmail.com> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et .com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1189 scee.yaroze.freetalk.english 
23482 


So do you still agree that consoles shouldn't allow out-of-the-box 
copying, or do you think they perhaps should be like your Hi-Fi-Stereo 
and TV/Satellite-Video setup that allows idiot-proof ways of copying 
(pirating) music and films? It's REALLY easy to copy music CDs, so 
why do they still sell so many? A game CD has to have the same 
philosophy surely? (er see other thread for more ranting from me on 
this subject ;)) 


Jim 


VVVVVVVVVVV VV 


Its not the hardware manufacturers (like the minidisc players) that are 
the ones that are suffering the most. Its the record companies that are 
the ones losing the money. Everyone is still going to need something to 
play the stuff on anyway. Also now with the impact of .MP3 files, the 
recording industry is being hit really hard. Losing money across the 
board. 


Sony will still make money because people need the hardware to play 
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games.. but the games publishers are the ones who have to push the 
protection issue... 


just putting in my two cents.. 


Will 


--MESSAGE FILE 17606 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001189 


——MESSAGE FILE 17607 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001190 
Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 10:19:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 127 

Message-ID: <36C6A344.67D0AF35@btinternet .com> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et .com> 

NNTP-Posting-Host: host5-171-255-214.btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 0E4897D6188C597971E56940" 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1190 scee.yaroze.freetalk.english 
23484 


0E4897D6188C597971E56940 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 


In response to your ponts James, 


The point i was trying to make was that, personally i think that 

games, or music copying for that matter is bad for any industry 

You yourself should be able to appreceiate that being a Yaroze 

owner, lets face it if you wrote a great game and wanted to distribute 
it for your own financial gain, piracy would only erode any profits you 
could eventually make. 


I know that in my last posting i contradicted 
myself, but i was trying to point out that any attempts to end piracy 
are almost guarnteed to fail. 


So as i have said before, unless someone can take software 
protection in a new direction (which i for one hope someday will 
be the case), piracy will always be with us. 


BTW having been the owner of a Vic 20, a C64, an Amiga, 
and an Atari ST, i also know how rife piracy was on all these 
formats. But lets face it, in the history of computer games none of them 


have been killed of in such great style by piracy as the Amiga ( my case 
in point). 
Cheers 


James D 


James Shaughnessy wrote: 
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Sorry James but I have to point out that you seriously contradict 
yourself there -- firstly you agree with Nick saying you do need copy 
protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 


I fully agree with your points though -- in the Amiga days piracy was 
huge (most people I know only bought Amigas because they could get 
loads of "free games"). Example, I bought World Class Leaderboard 
(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 
put a widget in the joystick port to run. What a massive pain in the 
arse -- it's us honest mugs that suffer. Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it 
even happened in the C64 days if you were in the know. Cracking crews 
were only born when there was something to crack, and updating the 
encryption methods just gave them a new challenge. 


So do you still agree that consoles shouldn't allow out-of-the-box 
copying, or do you think they perhaps should be like your Hi-Fi-Stereo 
and TV/Satellite-Video setup that allows idiot-proof ways of copying 
(pirating) music and films? It's REALLY easy to copy music CDs, so 
why do they still sell so many? A game CD has to have the same 
philosophy surely? (er see other thread for more ranting from me on 
this subject ;)) 


Jim 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


0E4897D6188C597971E56940 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

é&nbsp; 

<br>In response to your ponts James, 

<p>The point i was trying to make was that, personally i think that 
<br>games, or music copying for that matter is bad for any industry 
<br>You yourself should be able to appreceiate that being a Yaroze 
<br>owner, lets face it if you wrote a great game and wanted to distribute 
<br>it for your own financial gain, piracy would only erode any profits 
you 

<br>could eventually make. 

<p>I know that in my last posting i contradicted 

<br>myself, but i was trying to point out that any attempts to end piracy 
<br>are almost guarnteed to fail. 
<p>So as i have said before, unless someone can take software 
<br>protection in a new direction (which i for one hope someday will 
<br>be the case), piracy will always be with us. 

<p>BTW having been the owner of&nbsp; a Vic 20, a C64, an Amiga, 
<br>and an&nbsp; Atari ST, i also know how rife piracy was on all these 
<br>formats. But lets face it, in the history of computer games none of 
them 
<br>have been killed of in such great style by piracy as the Amiga ( my 

case 

<br>in point). 

<p>Cheers 

<p>James D 

<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 

need copy protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 
huge (most people I know only bought Amigas because they <i>could</i> get 
loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.&énbsp; Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it even 
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happened in the C64 days if you were in the know. &nbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 
or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 
It's REALLY easy to copy music CDs, so why do they still sell so many?é&nbsp; 

A game CD has to have the same philosophy surely?énbsp; (er see other thread 
for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<br>énbsp; </blockquote> 

</html> 


0F4897D6188C597971E56940-- 


——MESSAGE FILE 17607 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001190 


--MESSAGE FILE 17608 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001191 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: anti-mod chip / pirating / backups / etc. 
Date: Sun, 14 Feb 1999 12:55:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 166 
Message-ID: <36C6C7CC.F953EEC3@manc.u-net .com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <36C6A344.67D0AF35@btinternet.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 4F905276BADC442 6FBB811C9" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1191 scee.yaroze.freetalk.english 
23485 


4F905276BADC4426FBB811C9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


James Duffield wrote: 


> I was trying to point out that any attempts to end piracy 
>are almost guarnteed to fail. 


I don't believe you said that -- you said that "any attempt to stop 
piracy is, ultimately, a waste of resourses" which is not the same thing 
as "it is almost guaranteed to fail" and you know it ;-) 


So are you saying that it's not a waste of resources, and in fact a 
necessity in order to keep one step ahead of the crackers? How come we 
don't we need it on music CDs then? 


Surely the fact that you have a chipped PlayStation and still manage to 
fight the temptation of buying pirate games is proof enough that you 
don't need nanny-hardware to prevent you from breaking the law, or are 
you and I in a total minority in having this ability? 


Cheers, 
Jim 


(Although by definition "grey imports" are not wholly legal 
themselves..) 
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> 


them 
have been killed of in such great style by piracy as the Amiga ( my 


So as i have said before, unless someone can take software 


protection in a new direction (which i for one hope someday will 
be the case), piracy will always De with us. 


BTW having been the owner of a Vic 20, a C64, an Amiga, 


and an Atari ST, i also know how rife piracy was on all these 
formats. But lets face it, in the history of computer games none of 


case 
in point). 


Cheers 


James D 


James Shaughnessy wrote: 


Sorry James but I have to point out that you seriously contradict 
yourself there -- firstly you agree with Nick saying you do need 
copy protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 


I fully agree with your points though -- in the Amiga days piracy 
was huge (most people I know only bought Amigas because they could 
get loads of "free games"). Example, I bought World Class 
Leaderboard (oh, I'm going back to Commodore 64 days now.. ;)) which 
needed you to put a widget in the joystick port to run. What a 
massive pain in the arse -- it's us honest mugs that suffer. Like 
you said -- cracked version are available within DAYS of release, be 
it Amiga, ST and it even happened in the C64 days if you were in the 
know. Cracking crews were only born when there was something to 
crack, and updating the encryption methods just gave them a new 
challenge. 


So do you still agree that consoles shouldn't allow out-of-the-box 
copying, or do you think they perhaps should be like your 
Hi-Fi-Stereo and TV/Satellite-Video setup that allows idiot-proof 
ways of copying (pirating) music and films? It's REALLY easy to 
copy music CDs, so why do they still sell so many? A game CD has to 
have the same philosophy surely? (er see other thread for more 
ranting from me on this subject ;)) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
http://www.manc.u-net.com/home.htm 
http://i.am/bart.simpson/ 


4F905276BADC4426FBB811C9 


Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
James Duffield wrote: 


<p 
<b 
<p 
pi 


>> <i>I was trying to point out that any attempts to end piracy</i> 
r><i>>are almost guarnteed to fail.</i> 


>I don't believe you said that -- you said that "<i>any attempt to stop 


racy is, ultimately, a waste of resourses</i>" which is not the same 


th 
<p 


ing as "<i>it is almost guaranteed to fail</i>" and you know it ;-) 
>So are you saying that it's <i>not</i> a waste of resources, and in 
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fact a necessity in order to keep one step ahead of the crackers?énbsp; énbsp; 
How come we don't we need it on music CDs then? 
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<p>Surely the fact that you have a chipped PlayStation and still manage 

to fight the temptation of buying pirate games is proof enough that you 
<i>don't</i> need nanny-hardware to prevent you from breaking the law, 

or are you and I in a total minority in having this ability? 

<p>Cheers, 

<br>Jim 

<p> (Although <i>by definition</i> "grey imports" are not wholly legal themselves...) 
<br>é&nbsp; 

<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>So as i have said before, unless someone can take software 
<br>protection in a new direction (which i for one hope someday will 

<br>be the case), piracy will always be with us. 

<p>BIW having been the owner of&nbsp; a Vic 20, a C64, an Amiga, 

<br>and an&nbsp; Atari ST, i also know how rife piracy was on all these 
<br>formats. But lets face it, in the history of computer games none of 

them 
<br>have been killed of in such great style by piracy as the Amiga ( my 

case 

<br>in point). 

<p>Cheers 

<p>James D 

<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 

need copy protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 
loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.&énbsp; Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it even 
happened in the C64 days if you were in the know. &nbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 
or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 
It's REALLY easy to copy music CDs, so why do they still sell so many?é&nbsp; 
A game CD has to have the same philosophy surely?&énbsp; (er see other thread 
for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<br>énbsp; </blockquote> 

</blockquote> 


Հք»-- 
<br> 
<br>James Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com 

<br><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
com/~shaughnj</A> 

<br><A HREF="http://www.manc.u-net.com/home.htm">http://www.manc.u-net.com/home.htm< 
/B> 

<br><A HREF="http://i.am/bart.simpson/">http://i.am/bart.simpson/</A> 

<br> 
<br>énbsp; </html> 


4F905276BADC442 6FBB811C9-- 


—-MESSAGE FILE 17608 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001191 


—-MESSAGE FILE 17609 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001192 
Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 14:11:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 244 
Message-ID: <36C6D97C. 9D43D0A7@btinternet .com> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <36C6A344.67D0AF35@btinternet.com> <36C6C7CC.FI53EEC3@manc.u-net.com> 
NNTP-Posting-Host: host62-172-60-120.btinternet.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 5B7FC20C6228B9C72344A983" 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1192 scee.yaroze.freetalk.english 
23486 


5B7FC20C6228B9C72344A983 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 


Hi Jim 

In response: 

James Shaughnessy wrote: 

> I don't believe you said that -- you said that "any attempt to stop 


> piracy is, ultimately, a waste of resourses" which is not the same 
> thing as "it is almost guaranteed to fail" and you know it ;-) 


Perhaps i should clarify my point. "Any attempt to stop piracy is 
ultimatley a 
waste of resourses, because it is almost guarnteed to fail". 


> 

> 

> So are you saying that it's not a waste of resources, and in fact a 

> necessity in order to keep one step ahead of the crackers? How come 
> we don't we need it on music CDs then? 

I'm saying that if someone could come up with a way of complete 
protection, 

be it software or hardware protection, then it would not be a waste of 
resourses. 

And i'am sure if someday someone comes up with complete protection the 
music industry would be just as keen to implement it on music discs as 
the 

software industry would be on games or applications. 

But the way things are, we are a long way off any such protection, and 
to 

get the level of protection required, taking into consideration todays 
technology, 
this would almost have to become a seperate industry. 


Surely the fact that you have a chipped PlayStation and still manage 
to fight the temptation of buying pirate games is proof enough that 
you don't need nanny-hardware to prevent you from breaking the law, or 
are you and I in a total minority in having this ability? 


VV NV V V V 


I know of only a few people who have had their playstations chipped and 
have 

NOT bought copied software, so i beleive the latter halve of your 
staement to 

be true, we could well be in the minority. 


Cheers, 


> 
> 
> 
> Jim 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Thu, 19 Mar 1998 21:56:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6es40v$15r22@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5—-99-56-9.btinternet.com> <6ep7vs$15r6 
@chuka.playstation.co.uk> <ira.rainey-1803982025380001@host5-99-44-147.btinternet.co 
m> <6epdls$15r7@chuka.playstation.co.uk> <ira.rainey—1903981819500001@host5-99-48-46 
-btinternet.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ira Rainey wrote in message 

>In article <6epdlsS$15r7@chuka.playstation.co.uk>, "JohntT" 
><johnt@nettech.demon.co.uk> wrote: 

> 

>> What does that have to do with Visual C++ and CW? Nothing!! 

>> Besides, the people who made Windows NT are not the same people who made 
>> Visual C++. They just all work for the same company. Microsoft 
programmers 

>> are split into MANY teams all working on separate projects. One team may 
be 

>> better than another and the teams stick to the project they are assigned 
to. 

> 

>It has everything to do with it. The point that I'm trying to make is that 
>it isn't just Metrowerks that make buggy software, and for what CW cost it 
>is a damn cheap code development environment, especialy considering the 
>small platform base that are likely to buy it. I can't see Metrowerks 
>making a killing from selling copies of CW for PSX, but they do it anyway. 
>Look at how much something like VC++ costs, and compare the value for 
>money. 

> 

Show me someone who claims they can make a complex program that is 100% bug 
free and I will show you a liar! 

Comparing bugs in a vastly complex system such as NT with the bugs ina 
comparatively simple program is like comparing chalk and cheese. Given the 
size and number of bugs I would say NT has about 2-5% buggy code and CW a 
lot more (only judging from reports I've seen on the news groups, I have not 
used it enough to form a percentage!! ;) 

It would be more prudent to compare CW with, say, Microsoft's Developer 
studio. In all the time I have used Developer Studio I have not seen nearly 
half the amount of bugs as have been reported for CW. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at http://www.coco.net.uk/johnt 


—-MESSAGE FILE 1858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00561 


—-MESSAGE FILE 1859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000562 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: New Action Replay file Server 1.4 for NT 

Date: Thu, 19 Mar 1998 22:03:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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> 
> (Although by definition "grey imports" are not wholly legal 
> themselves...) 


On this we are agreed, however the proceeds of such purchases still find 
their 

way back to the manufacturer, and not some arse on a market stall. 

If anyone else cares to join the Sony debating society, feel free. 


Cheers 


James 


>> So as i have said before, unless someone can take software 
>> protection in a new direction (which i for one hope someday will 
>> be the case), piracy will always be with us. 


>> BTW having been the owner of a Vic 20, a C64, an Amiga, 

>> and an Atari ST, i also know how rife piracy was on all these 

>> formats. But lets face it, in the history of computer games none of 
>> them 
>> have been killed of in such great style by piracy as the Amiga ( my 
>> case 

>> in point). 


>> 

>> Cheers 

>> 

>> James D 

>> 

>> 

>> 

>> James Shaughnessy wrote: 

>> 

>> > Sorry James but I have to point out that you seriously contradict 
>> > yourself there -- firstly you agree with Nick saying you do need 
>> > copy protection built into hardware, then you summarise by saying 
>> > ultimately that it is a waste of time. 

>> > 

>> > I fully agree with your points though -- in the Amiga days piracy 
>> > was huge (most people I know only bought Amigas because they could 
>> > get loads of "free games"). Example, I bought World Class 

>> > Leaderboard (oh, I'm going back to Commodore 64 days now.. ;)) 

>> > which needed you to put a widget in the joystick port to run. What 
>> > a massive pain in the arse -- it's us honest mugs that suffer. 

>> > Like you said -- cracked version are available within DAYS of 

>> > release, be it Amiga, ST and it even happened in the C64 days if 
>> > you were in the know. Cracking crews were only born when there was 
>> > something to crack, and updating the encryption methods just gave 
>> > them a new challenge. 

>> > 

>> > So do you still agree that consoles shouldn't allow out-of-the-box 
>> > copying, or do you think they perhaps should be like your 

>> > Hi-Fi-Stereo and TV/Satellite-Video setup that allows idiot-proof 
>> > ways of copying (pirating) music and films? It's REALLY easy to 
>> > copy music CDs, so why do they still sell so many? A game CD has 
>> > to have the same philosophy surely? (er see other thread for more 
>> > ranting from me on this subject ;)) 

>> > 

>> > Jim 

>> > 

>> > 

>> 

> -- 

> 

> James Shaughnessy james@manc.u-net.com 


> http://www.netyaroze-europe.com/~shaughnj 
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> http://www.manc.u-net.com/home.htm 
> http://i.am/bart.simpson/ 
> 


5B7FC20C6228B9C72344A983 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Higénbsp; Jim 

<p>In response: 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>I don't believe you said that -- you said that "<i>any 
attempt to stop piracy is, ultimately, a waste of resourses</i>" which 

is not the same thing as "<i>it is almost guaranteed to fail</i>" and you 
know it ;-)</blockquote> 

Perhaps i should clarify my point. "Any attempt to stop piracy is ultimatley 
a 

<br>waste of resourses, because it is almost guarnteed to fail". 

<blockquote TYPE=CITE>&nbsp; 

<p>So are you saying that it's <i>not</i> a waste of resources, and in 

fact a necessity in order to keep one step ahead of the crackers?énbsp; énbsp; 
How come we don't we need it on music CDs then?</blockquote> 

I'm saying that if someone could come up with a way of complete protection, 
<br>be it software or hardware protection, then it would not be a waste 

of resourses. 

<br>And i'am sure if someday someone comes up with complete protection 

the 

<br>music industry would be just as keen to implement it on music discs 

as the 

<br>software industry would be on games or applications. 

<br>But the way things are, we are a long way off any such protection, 

and to 

<br>get the level of protection required, taking into consideration todays 
technology, 
<br>this would almost have to become a seperate industry. 
<br>é&nbsp; 
<blockquote TYPE=CITE>&nbsp; 

<p>Surely the fact that you have a chipped PlayStation and still manage 

to fight the temptation of buying pirate games is proof enough that you 
<i>don't</i> 

need nanny-hardware to prevent you from breaking the law, or are you and 

I in a total minority in having this ability?</blockquote> 

I know of only a few people who have had their playstations chipped and 

have 

<br>NOT bought copied software, so i beleive the latter halve of your staement 
to 

<br>be true, we could well be in the minority. 

<blockquote TYPE=CITE>&nbsp; 

<p>Cheers, 

<br>Jim 


<p>(Although <i>by definition</i> "grey imports" are not wholly legal themselves.. 


/blockquote> 

On this we are agreed, however the proceeds of such purchases still find 
their 

<br>way back to the manufacturer, and not some arse on a market stall. 
<br>é&nbsp; 

<p>If anyone else cares to join the Sony debating society, feel free. 
<p>Cheers 

<p>James 

<blockquote TYPE=CITE>&nbsp; 

<br>é&nbsp; 

<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>So as i have said before, unless someone can take software 
<br>protection in a new direction (which i for one hope someday will 
<br>be the case), piracy will always be with us. 

<p>BIW having been the owner of&nbsp; a Vic 20, a C64, an Amiga, 

<br>and an&nbsp; Atari ST, i also know how rife piracy was on all these 
<br>formats. But lets face it, in the history of computer games none of 
them 
<br>have been killed of in such great style by piracy as the Amiga ( my 
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case 
<br>in point). 

<p>Cheers 

<p>James D 

<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 

need copy protection built into hardware, then you summarise by saying 

ultimately that it is a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 

loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.énbsp; Like you said -- cracked 

version are available within DAYS of release, be it Amiga, ST and it even 

happened in the C64 days if you were in the know.&nbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 

or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 

It's REALLY easy to copy music CDs, so why do they still sell so many?&nbsp; 

A game CD has to have the same philosophy surely?&énbsp; (er see other thread 

for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<br>énbsp; </blockquote> 

</blockquote> 

<br> 
<br>James Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com 

<br><a href="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
com/~shaughnj</a> 

<br><a href="http://www.manc.u-net.com/home.htm">http://www.manc.u-net.com/home.htm< 
/8» 

<br><a href="http://i.am/bart.simpson/">http://i.am/bart.simpson/</a> 

<br> </blockquote> 

</html> 


5B7FC20C6228B9C72344A983-- 


——MESSAGE FILE 17609 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001192 


—-MESSAGE FILE 17610 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001193 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 20:41:46 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldn7xln.n4jy19lcwgqotuN@[194.151.88.144]> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1193 scee.yaroze.freetalk.english 
23489 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


I also think Sony's 
new copy-protection scheme is a slap in the face for importers who DON'T buy 
pirate software. But, I guess, maybe there aren't too many of them? : ( 


V V V V 


It is a slap in the face of importers as well, but as far as I know, 
SONY is only happy with that. They don't want import-games! If they 
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would, they would never have used the different area codes. 
I still wonder why games can't check an area code during loading 


sessions. This way ou make swapping impossible as well, or at least 
harder. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 17610 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001193 


—-MESSAGE FILE 17611 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001194 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 20:15:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 376 

Message-ID: <7Jav7asfS6p33@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mS$o0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 

et.com> <36C6A344.67D0AF35@btinternet.com> <36C6C7CC.FI53EEC3@manc.u-net.com> <36C6D 

97C.9D43D0A7@btinternet .com> 

NNTP-Posting-Host: vil-63.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-——-=_NextPart_000_0049_01BE5856.B674EB20" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1194 scee.yaroze.freetalk.english 

23491 


This is a multi-part message in MIME format. 


SSS =_NextPart_000_0049 _01BE5856.B674EB20 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Right, I might as well say my piece. 


1. I disagree with Will Atkin saying that Sony (or any other console = 
manufacturers) do not suffer from piracy because they make their money 
on the hardware. They make very little if anything in terms of profits = 
on their consoles. Software is where the moneys at. 


2. I also disagree that "Any attempt to stop piracy is ultimatley a = 
waste of resourses, because it is almost guarnteed to fail". 

How many more people do you think would have pirate games on their = 
PlayStation if there was no attempt by Sony to stop piracy (i.e. all = 
PlayStations could play copies)? Like I said before there is no way to 
stop piracy 100% and I don't think there will ever be, but if piracy can = 
be kept down to a minimum then it's well worth the resources. 


3. As for the music industry I don't think you can really compare it to = 
the games industry. For a start games cost much more than music cds, and 
since it costs the same amount to pirate a music cd as it does a game = 
cd, where do you think the pirates are at? 

Sure people tape things off cds and the radio but most people listen to = 
cds (which they have bought). 

Look at it like this: new singles =3D 1.99, albums =3D 10.99, now you = 
see why piracy isn't as bad as in the games industry? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


James Duffield wrote in message = 
<36C6D9TC. ID43D0A7@btinternet.com>... 
Hi Jim=20 
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In response:=20 
James Shaughnessy wrote:=20 


I don't believe you said that -- you said that "any attempt to = 
stop piracy is, ultimately, a waste of resourses" which is not the same = 
thing as "it is almost guaranteed to fail" and you know it ;-) 

Perhaps i should clarify my point. "Any attempt to stop piracy is = 
ultimatley a=20 
waste of resourses, because it is almost guarnteed to fail".=20 
=20 

So are you saying that it's not a waste of resources, and in = 
fact a necessity in order to keep one step ahead of the crackers? How = 
come we don't we need it on music CDs then? 


I'm saying that if someone could come up with a way of complete = 
protection, =20 

be it software or hardware protection, then it would not be a waste 
of resourses.=20 

And i'am sure if someday someone comes up with complete protection = 
the=20 

music industry would be just as keen to implement it on music discs 
as the=20 

software industry would be on games or applications.=20 

But the way things are, we are a long way off any such protection, = 
and to=20 

get the level of protection required, taking into consideration = 
todays technology, -20 

this would almost have to become a seperate industry.=20 

=20 

=20 
Surely the fact that you have a chipped PlayStation and still = 

manage to fight the temptation of buying pirate games is proof enough = 
that you don't need nanny-hardware to prevent you from breaking the law, = 
or are you and I in a total minority in having this ability? 


I know of only a few people who have had their playstations chipped = 
and have=20 
NOT bought copied software, so i beleive the latter halve of your = 
staement to=20 
be true, we could well be in the minority.=20 
=20 
Cheers, =20 
Jim=20 


(Although by definition "grey imports" are not wholly legal = 
themselves..) 


On this we are agreed, however the proceeds of such purchases still = 
find their=20 

way back to the manufacturer, and not some arse on a market stall.=20 

=20 

If anyone else cares to join the Sony debating society, feel free.=20 


Cheers=20 


James=20 


=20 
So as i have said before, unless someone can take software=20 
protection in a new direction (which i for one hope someday = 


will=20 
be the case), piracy will always be with us.=20 
BTW having been the owner of a Vic 20, a C64, an Amiga, =20 
and an Atari ST, i also know how rife piracy was on all = 
these=20 


formats. But lets face it, in the history of computer games = 
none of them=20 

have been killed of in such great style by piracy as the = 
Amiga ( my case=20 
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in point) .=20 


Cheers=20 
James D=20 
=20 
=20 


James Shaughnessy wrote:=20 


Sorry James but I have to point out that you seriously = 
contradict yourself there -- firstly you agree with Nick saying you do = 
need copy protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time.=20 

I fully agree with your points though -- in the Amiga = 
days piracy was huge (most people I know only bought Amigas because they = 
could get loads of "free games"). Example, I bought World Class = 
Leaderboard (oh, I'm going back to Commodore 64 days now.. ;)) which = 
needed you to put a widget in the joystick port to run. What a massive = 
pain in the arse -- it's us honest mugs that suffer. Like you said -- = 
cracked version are available within DAYS of release, be it Amiga, ST = 
and it even happened in the C64 days if you were in the know. Cracking = 
crews were only born when there was something to crack, and updating the 
encryption methods just gave them a new challenge.=20 


So do you still agree that consoles shouldn't allow = 
out-of-the-box copying, or do you think they perhaps should be like your 
Hi-Fi-Stereo and TV/Satellite-Video setup that allows idiot-proof ways = 
of copying (pirating) music and films? It's REALLY easy to copy music = 
CDs, so why do they still sell so many? A game CD has to have the same = 
philosophy surely? (er see other thread for more ranting from me on = 
this subject ;))=20 


Jim=20 
=20 
=20 
--»20 
20 
James Shaughnessy james@manc.u-net.com=20 


http://www.netyaroze-europe.com/~shaughnj=20 
http://www.manc.u-net.com/home.htm=20 
http://i.am/bart.simpson/=20 


Sos > =_NextPart_000_0049_01BE5856.B674EB20 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 

<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT color=3D#000000><FONT size=3D3>Right, I might as well say my=20 
piece.</FONT></FONT><FONT size=3D3></FONT></DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>&nbsp; </DIV> 

<DIV><FONT size=3D3>1. I disagree with Will Atkin saying that Sony (or = 
any other=20 

console manufacturers) do not suffer from piracy because they make their = 
money=20 

on the hardware. They make very little if anything in terms of profits = 
on their=20 

consoles. Software is where the moneys at.</FONT></DIV> 

<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT size=3D3>2. I also disagree that &quot;Any attempt to stop = 
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piracy is=20 
ultimatley a waste of resourses, because it is almost guarnteed to=20 
failéquot; .</FONT></DIV> 
<DIV><FONT size=3D3>How many <STRONG>more</STRONG> people do you think 
would have=20 
pirate games on their PlayStation if there was no attempt by Sony to = 
stop piracy=20 
(i.e. all PlayStations could play copies)? Like I said before there is 
no way to=20 
stop piracy 100% and I don't think there will <STRONG>ever</STRONG> be,=20 
<STRONG>but</STRONG> if piracy can be kept down to a minimum then it's = 
well=20 
worth the resources.</FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT size=3D3>3. As for the music industry I don't think you can 
really=20 
compare it to the games industry. For a start games cost = 
<STRONG>much</STRONG>=20 
more than music cds, and since it costs the same amount to pirate a = 
music cd as=20 
it does a game cd, where do you think the pirates are at?</FONT></DIV> 
<DIV><FONT size=3D2> 
<DIV><FONT color=3D#000000><FONT size=3D3>Sure people tape things off = 
cds and the=20 
radio but most people listen to cds (which they have = 
bought) .</FONT></FONT><FONT=20 
size=3D3></FONT></DIV><FONT size=3D3>Look at it like this: = 
</FONT></FONT><FONT=20 
size=3D3>new singles =3D 1.99, albums =3D 10.99, now you see why piracy = 
isn't as bad=20 
as in the games industry?</FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3>Rad.<BR><A=20 
href=3D"mailto:rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT><FONT=20 
size=3D3></FONT></DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>é&nbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px " > 

<DIV>James Duffield<J.DUFFIELD@BTINTERNET.COM> wrote in message = 
&1lt;<A=20 


href=3D"mailto:36C6D97C.9D43D0A7@btinternet.com">36C6D97C. ID43D0A7@btinte= 
rnet.com</A>égt;...</DIV>Hiénbsp; =20 
Jim=20 
<P>In response:=20 
<P>James Shaughnessy wrote:=20 
<BLOCKQUOTE TYPE =3D CITE>I don't believe you said that -- you said = 
that=20 
équot;<I>any attempt to stop piracy is, ultimately, a waste of=20 
resourses</I>&quot; which is not the same thing as &quot;<I>it = 
is almost=20 
guaranteed to fail</I>équot; and you know it = 
;-)</BLOCKQUOTE>Perhaps 1-20 
should clarify my point. &quot;Any attempt to stop piracy is = 
ultimatley a=20 
<BR>waste of resourses, because it is almost guarnteed to = 
fail&quot; .=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp;=20 
<P>So are you saying that it's <I>not</I> a waste of resources, = 
and in=20 
fact a necessity in order to keep one step ahead of the=20 
crackers?é&nbsp; &nbsp; How come we don't we need it on music CDs=20 
then?</P></BLOCKQUOTE>I'm saying that if someone could come up with = 
a way of=20 
complete protection, <BR>be it software or hardware protection, then = 
it=20 
would not be a waste of resourses. <BR>And i'am sure if someday = 
someone=20 
comes up with complete protection the <BR>music industry would be = 
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just as=20 
keen to implement it on music discs as the <BR>software industry = 
would be on=20 
games or applications. <BR>But the way things are, we are a long way = 
off any=20 
such protection, and to <BR>get the level of protection required, 
taking=20 
into consideration todays technology, <BR>this would almost have to 
become a=20 
seperate industry. <BR>&nbsp;=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp;=20 
<P>Surely the fact that you have a chipped PlayStation and still = 
manage=20 
to fight the temptation of buying pirate games is proof enough = 
that you=20 
<I>don't</I> need nanny-hardware to prevent you from breaking 
the law, =20 
or are you and I in a total minority in having this=20 
ability?</P></BLOCKQUOTE>I know of only a few people who have had = 
their=20 
playstations chipped and have <BR>NOT bought copied software, so i = 
beleive=20 
the latter halve of your staement to <BR>be true, we could well be 
in the=20 
minority.=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp;=20 
<P>Cheers, <BR>Jim=20 
<P> (Although <I>by definition</I> &quot;grey imports&quot; are = 


not=20 
wholly legal themselves..)</P></BLOCKQUOTE>On this we are = 
agreed, however=20 
the proceeds of such purchases still find their <BR>way back to the=20 
manufacturer, and not some arse on a market stall. <BR>é&nbsp;=20 
<P>If anyone else cares to join the Sony debating society, feel = 
free.=20 
<P>Cheers=20 
<P>James=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp; <BR>&nbsp; <BR>&nbsp;=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp; <BR>So as i have said before, 
unless=20 


someone can take software <BR>protection in a new direction = 
(which i=20 

for one hope someday will <BR>be the case), piracy will = 
always be=20 

with us.=20 

<P>BTW having been the owner of&nbsp; a Vic 20, a C64, an = 


Amiga, =20 

<BR>and an&nbsp; Atari ST, i also know how rife piracy was = 
on 811Հ20 

these <BR>formats. But lets face it, in the history of = 
computer=20 

games none of them <BR>have been killed of in such great = 
style by=20 

piracy as the Amiga ( my case <BR>in point) .=20 

<P>Cheers=20 

<P>James D <BR>&nbsp; <BR>&nbsp; =20 

<P>James Shaughnessy wrote:=20 
<BLOCKQUOTE TYPE =3D CITE>Sorry James but I have to point = 


out that=20 
you seriously contradict yourself there -- firstly you = 
agree=20 


with Nick saying you do need copy protection built into=20 
hardware, then you summarise by saying ultimately that = 


it is a=20 
waste of time.=20 
<P>I fully agree with your points though -- in the Amiga = 
days=20 
piracy was huge (most people I know only bought Amigas = 
because=20 
they <I>could</I> get loads of é&quot;free = 
gameséquot;) .&énbsp; =20 
Example, I bought World Class Leaderboard (oh, I'm going 


back to=20 
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Commodore 64 days now.. ;)) which needed you to put a = 
widget in=20 

the joystick port to run.&énbsp; What a massive pain in = 
the arse=20 

-- it's us honest mugs that suffer.&énbsp; Like you said = 


cracked version are available within DAYS of release, be 
it=20 

Amiga, ST and it even happened in the C64 days if you = 
were in=20 

the know.&nbsp; Cracking crews were only born when there = 
was=20 

something to crack, and updating the encryption methods = 
just=20 

gave them a new challenge.=20 

<P>So do you still agree that consoles shouldn't allow=20 

out-of-the-box copying, or do you think they perhaps = 
should be=20 


like your Hi-Fi-Stereo and TV/Satellite-Video setup that = 
allows=20 
idiot-proof ways of copying (pirating) music and = 
films?&énbsp; =20 


It's REALLY easy to copy music CDs, so why do they still 


sell so=20 
many?&nbsp; A game CD has to have the same philosophy=20 
surely?&nbsp; (er see other thread for more ranting from 


me on=20 
this subject ;))=20 
<P>Jim <BR>é&nbsp; <BR></P></BLOCKQUOTE></BLOCKQUOTE>--=20 
<BR> <BR>James=20 
Shaughnessyénbsp; &nbsp; &nbsp; james@manc.u-net.com <BR><A=20 
href=3D"http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-e= 
urope.com/~shaughnj</A>=20 
<BR><A=20 


href=3D"http://www.manc.u-net.com/home.htm">http://www.manc.u-net.com/hom= 
e.htm</A>=20 

<BR><A = 
href=3D"http://i.am/bart.simpson/">http://i.am/bart.simpson/</A>=20 


<BR> </BLOCKQUOTE></BLOCKQUOTE></= 
BODY></HTML> 


=== =_NextPart_000_0049_01BE5856.B674EB20-- 


—-MESSAGE FILE 17611 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001194 


—-MESSAGE FILE 17612 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001195 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: 14 Feb 1999 22:23:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1195 scee.yaroze.freetalk.english 
23493 


On Fri, 12 Feb 1999 22:00:57 -0500, Darco <rquat@datasys.net> wrote: 
>Rad wrote: 

>And you are right. There is no way to absolutely and completely stop 
>piracy... But that's not the goal. The goal is to make it so difficult 
>that it isn't worth it for someone to even try. 
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By making it harder, you just increase the challenge, and the kudos to the 
person who does eventually defeat the protection. The fact is that there are 
more people trying to defeat copy protection than there are trying to create 
new copy protection schemes. It's not possible to stay all that far ahead. 


New storage media is probably the best bet, but you can guarantee that it 

won't take someone too long to do something like reverse engineer a data reader 
from the consumer hardware, write the software to a DVD disk, and then modify 
the consumer hardware to read dvd instead. And again, although you can make it 
hard, it's not possible to make it impossible. 


Network delivery of software, where some processing power is offloaded onto 
another secure machine is a good way to defeat the majority of pirates, but 
there'll still be someone who hacks the machine, or starts selling fake id's 
and access codes. 


Producers are fighting a losing war against consumers, and it seems that 
maybe the only way to win is to change the rules. 


Toby. 
—-MESSAGE FILE 17612 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001195 


—-MESSAGE FILE 17613 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001196 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 14 Feb 1999 22:42:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1196 scee.yaroze.freetalk.english 
23494 


On Wed, 10 Feb 1999 12:00:24 -0000, Nick Ferguson <nickf@saqnet.co.uk> wrote: 
>I disagree. 


> 
>Having NO protection just seems an invitation to piracy - imagine if EVERY 
>PlayStation could run pirate games "out-the-box" - it would be a nightmare 


>for Sony (and I can't see it doing the industry any good, either). Far 


It hasn't _really_ hurt the majority of software/hardware vendors in the 
past. It doesn't help, of course, that SONY have their fingers in the 
software pie, but then so have other hardware manufacturers, throughout the 
ages. 


Ideally, one of two things should happen: 


Game prices should fall to something comparable to the price of the raw media, 

at which point people won't bother pirating software. Yes, I understand that 

games developers have to make a crust somehow, but: 

a) software sales would go up a lot 

b) there are probably many indirect ways to make money from software 
(advertising is an example) 

c) maybe it's better for our society that a small proportion of people don't 
make a large proportion of the money. 


or 


Games become free, but are distributed via a pay-tv like system, which allows 
you to play anything you like for a fixed monthly cost. Developers are paid 
money in proportion to the overall popularity of their software. Again, 
there'll be piracy, but the vast majority of users will be happy to just 

pay for what they want. Ideally, then, it would become possible for 
independent developers to use the same kind of network to distribute stuff 
that they'd written (although possibly subject to some form of censorship 
rating, which, by the way, would be much more enforcable than little 
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Message-ID: <6es400$15r29@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl335.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.event:15 scee.yaroze.freetalk.english:562 


At ~steved on SCEE 


—-MESSAGE FILE 1859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00562 


—-MESSAGE FILE 1860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000563 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: Thu, 19 Mar 1998 22:15:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 106 

Message-ID: <6esS5ep$15r31@chuka.playstation.co.uk> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-—group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5—-99-56-9.btinternet.com> <6ep7vs$15r6 
@chuka.playstation.co.uk> <ira.rainey-1803982025380001@host5-99-44-147.btinternet.co 
m> <6epdls$15r7@chuka.playstation.co.uk> <ira.rainey—1903981819500001@host5-99-48-46 
-btinternet.com> <6es40v$15r22@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl1335.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> 

>Show me someone who claims they can 
make a complex program that is 100% bug 
>free and I will show you a liar! 

OK. Check out Nice ARS 1.4 at 
~steved on SCEE. It's something I 
knocked up whilst my Lamborghini was 
being serviced (the ash tray had to be 
emptied). 


On a more serious note. Metrowerks 
should seriously consider release the 
compiler and linker tools as command 
line tools. If people don't like the 
user interface (some do/some don't) then 
they can use whatever editor/IDE they 
choose. Everybody happy. 

What do think Metrowerks ? You know it 
makes sense. Please !...... 


PS. To get the greatest error message 
in the world to popup from deep within 
developer studio, create a 0 byte .jpg 
file and open it with developer studio ! 


Regards 

Steve Dunn 

JohnT wrote in message 
<6es40v$15r22@chuka.playstation.co.uk>.. 
> 

>Ira Rainey wrote in message 


>>In article 
<6epdlis$15r7@chuka.playstation.co.uk>, 
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stickers on the front of videogames). If it's no good, people won't download 
bz 


Just some thoughts, 


Toby. 
—-MESSAGE FILE 17613 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001196 


——MESSAGE FILE 17614 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001197 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 17:43:29 -0500 

Organization: SCEA News Server 

Lines: 83 

Message-ID: <7a7jit$2i86@scea> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 

et.com> <36C6A344.67D0AF35@btinternet.com> <36C6C7CC.F9I53EEC3@manc.u-net.com> <36C6D 

97C.9D43D0A7@btinternet .com> 

NNTP-Posting-Host: chnicholson.vassar.edu 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_0032_01BE5841.8821FD40" 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1197 scee.yaroze.freetalk.english 

23496 


This is a multi-part message in MIME format. 


aa =_NextPart_000_0032_01BE5841.8821FD40 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Greets all. 


I think that on a more practical note, it's importatnt to realize that = 
the target audience for the PSX, as according to most magazines i've = 
read, is the 15-year old boy. Now, I don't know about you, but I don't = 
know too many 15 year old boys who a) have cdr's and b) have mod chips. = 
Really, the only people that I've seen actually get games off the net = 
and burn them out to discs are college kids, most of whom would = 
otherwise NOT buy the actual game anyway. It just seems to me that the = 
overlap between the two (ie the kids who DO burn games, but if they = 
couldn't, would go out and buy them) is small enough that big game = 
houses (SQUARE, namco, etc..) just don't waste their programmers! = 
valuable time on copy protects. Look at FF7. What percent, of all of = 
the people who played it, actually burned it off the net or otherwise = 
had an illegal copy? Something like 1? Maybe 2%? A TRUCKLOAD of = 
people bought that game, enough for them to not worry about the burners. = 

Square made their dollar, and while I do appreciate and understand the = 
amiga/atari st pirating issues, i just don't think that the psx burn = 
scene is of quite the same caliber. 


take it easy all 
-charles 


EA =_NextPart_000_0032_01BE5841.8821FD40 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
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transitional//en"> 

<META content=3D'"MSHTML 4.72.3612.1700"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#d8d0c8> 

<DIV><FONT color=3D#000000 size=3D2>Greets all.</FONT></DIV> 

<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>I think that on a more practical = 
note, it's=20 

importatnt to realize that the target audience for the PSX, as according = 
to most=20 

magazines i've read, is the 15-year old boy.&énbsp; Now, I don't know = 
about you, =20 

but I don't know too many 15 year old boys who a) have cdr's and b) have = 
mod=20 

chips.énbsp; Really, the only people that I've seen actually get games 
off the=20 

net and burn them out to discs are college kids, most of whom would = 
otherwise=20 

NOT buy the actual game anyway.énbsp; It just seems to me that the = 
overlap=20 

between the two (ie the kids who DO burn games, but if they couldn't, = 
would go=20 

out and buy them) is small enough that big game houses (SQUARE, namco, 
etc..)=20 

just don't waste their programmers’ valuable time on copy = 
protects.&nbsp; Look=20 

at FF7.énbsp; What percent, of all օք the people who played it, actually = 
burned=20 

it off the net or otherwise had an illegal copy?&nbsp; Something like = 
1?&nbsp; =20 

Maybe 2%?&nbsp; A TRUCKLOAD of people bought that game, enough for them = 
to not=20 

worry about the burners.énbsp; Square made their dollar, and while I do=20 
appreciate and understand the amiga/atari st pirating issues, i just = 
don't think=20 

that the psx burn scene is of quite the same caliber.</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>take it easy all</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2>-charles</FONT></DIV></BODY></HTML> 


=== = s= =_NextPart_000_0032_01BE5841.8821FD40-- 


——MESSAGE FILE 17614 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001197 


——MESSAGE FILE 17615 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001198 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 14 Feb 1999 22:56:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <slrn7cel5m.31s.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <36C65F6D.53849947@hotmail.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1198 scee.yaroze.freetalk.english 
23497 


On Sun, 14 Feb 1999 05:30:21 +0000, will atkin wrote: 

>Its not the hardware manufacturers (like the minidisc players) that are 
>the ones that are suffering the most. Its the record companies that are 
>the ones losing the money. Everyone is still going to need something to 
>play the stuff on anyway. Also now with the impact of .MP3 files, the 
>recording industry is being hit really hard. Losing money across the 
>board. 


1) The lines between hardware vendors and software vendors are becoming more 
and more blurred. Personally I expect that to continue, as we construct a 
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more and more pervasively networked world. 

2) I'm positive that the record companies are not being hit hard; they're just 
seeing the potential for a new form of market that cuts them out of the 
deal, and that has them very scared. 

3) Artists, as opposed to the bureaucracy, stand a very good choice of actually 
benefiting from digital music distribution, simply because they're given 
more control over what they do, how they do it, and the money they receive 
for doing so. 

4) Piracy (software and music) will not destroy the industry. I still buy 
software and music, even though the means to get it 'free' (which is 
acknowledging that there are other costs associated with piracy; physically, 
socially and personally) is within my grasp. I do it primarially because 
I believe that good work should be rewarded and in this society, the way 
to do that is with money. I would like to be able to give more money to 
the artists and writers involved, and less to the publishers, and I hope 
that the ways in which the world is changing will allow me to do that. 


>Sony will still make money because people need the hardware to play 
>games.. but the games publishers are the ones who have to push the 
>protection issue... 


Sony loses money on their hardware, in order to recoup it in software sales 
(see point 1). I'm sure they're being hit just as hard by piracy, and possibly 
more hard. 


Toby. 
—-MESSAGE FILE 17615 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001198 


—-MESSAGE FILE 17616 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001199 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 14 Feb 1999 23:07:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn7celot.31s.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5Bemanc.u-n 
et.com> <36C6A344.67D0AF35@btinternet.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1199 scee.yaroze.freetalk.english 
73498 


On Sun, 14 Feb 1999 10:19:55 +0000, James Duffield wrote: 

>BTW having been the owner of a Vic 20, a C64, an Amiga, 

>and an Atari ST, i also know how rife piracy was on all these 

>formats. But lets face it, in the history of computer games none of them 
> 
>have been killed of in such great style by piracy as the Amiga ( my case 
> 

>in point). 

> 


Many people will dispute the suggestion that the amiga was killed off by 
piracy. As I see it, a number of things killed the amiga: 


1) Commodore started with a product that was lightyears ahead of its 
competition, and then didn't bother trying to keep it that way. 

2) Cheap PC clones, the Intel juggernaut, and the business software world 
made the amiga a less than appealng option for anything other than home 
use. 

3) Commodore mismarketed the Amiga so dismally that it was essentially doomed 
to failure. 


Yes, people stopped developing software for the Amiga, but I think you'll find 
that that was an effect, rather than a cause, of the Amiga downfall. 


The argument that free software will necessarily kill the market for 
proprietary software has proven to be, and will continue to be proven to be, a 
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Toby. 
—-MESSAGE FILE 17616 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001199 


——MESSAGE FILE 17617 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001200 
Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Mon, 15 Feb 1999 02:55:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36C78CB5.85CD7DDC@hotmail.com> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1200 scee.yaroze.freetalk.english 
:3500 


> 

> b) there are probably many indirect ways to make money from software 

> (advertising is an example) 

> 

Do you mean in game advertising.. I hope not.. I don't think many people want 


Coke billboards in the middle of thier levels popping up. But maybe they could 
have clips run at boot up kind of like previews in Cinemas.. 


—-MESSAGE FILE 17617 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001200 


—-MESSAGE FILE 17618 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001201 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 15 Feb 1999 03:08:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1201 scee.yaroze.freetalk.english 
23501 


On Mon, 15 Feb 1999 02:55:49 +0000, will atkin wrote: 


>> 

>> b) there are probably many indirect ways to make money from software 

>> (advertising is an example) 

>> 

> 

>Do you mean in game advertising.. I hope not.. I don't think many people want 


>Coke billboards in the middle of thier levels popping up. But maybe they could 
>have clips run at boot up kind of like previews in Cinemas.. 


As an example, the advertising for Red Bull was pretty prominent throughout 
Wipeout 2097 (or was it the original?). People put up with advertising at 
sporting events already, without it detracting too much from the sport 
itself; I'm sure the same could be done for videogames. (Doesn't hotmail 
have advertising, by the way?) 


I don't like the idea either, by the way. I merely feel like there's going 
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to have to be a reasonably massive paradigm shift across the board if 
corporatism is to survive in an increasingly digital era. 


Toby. 
—--MESSAGE FILE 17618 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001201 


——MESSAGE FILE 17619 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001202 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Mon, 15 Feb 1999 11:49:06 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 97 
Message-ID: <36C809B2.CA6FC2B0@manc.u-net.com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 0A4282EDA00B328E0D7717AB" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1202 scee.yaroze.freetalk.english 
23502 


0A4282EDA00B328E0D7717AB 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


10805 Snowboarding on N64 has a similar thing -- billboarding and product 

placement. There's a 4-second pure-advertising title screen fror Lamar Snowboards 
and Tommy Hilfiger. Tommy billboards appear throughout the game, and the snowboards 
in the game all actually exist. None of this ruins the game -- in fact it adds a 
certain kudos to the proceedings. I mean if they had Coke and Macdonalds billboards 
all over the courses too it wouldn't bother me because it's realistic. A few games 
have sponsors in the actual title: No Fear Downhill Mountainbiking for one (a 
clothing label of course) 


The commercial potential when fully recognised will probably go way overboard (at 
first anyhoo) -- I remember a PC coverdisk once has an advertising video that you 
HAD to watch through before you could load the menu -- needless to say this "got 


everyone's goat" [mass understatement] and was soon scrapped, but in moderation 
in-game advertising is definitely worth it if it reduces the cost of games. 


Jim (who's going to rush out and buy a "No Fear" T-shirt, have a "Big Mac" and 
"Coke" and then go and buy some "Tommy Hilfiger" jeans and then a "Tahoe 151" 
snowboard, but is still adamant that advertising has NO effect on him...) 


PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD DAY. 

Homer suddenly at dinner: "That's it! You people have stood in my way long enough - 
I'm going to Clown College." 

Bart: "I guess none of us expected him to say that." 


* (er sorry, everything reminds me of A Simpsons episode, you should know that by 
now..) 


Toby Sargeant wrote: 


As an example, the advertising for Red Bull was pretty prominent throughout 
Wipeout 2097 (or was it the original?). People put up with advertising at 
sporting events already, without it detracting too much from the sport 
itself; I'm sure the same could be done for videogames. (Doesn't hotmail 
have advertising, by the way?) 


VWN SN: AVM 


James Shaughnessy james@manc.u-net.com 
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http://www.netyaroze-europe.com/~shaughnj 


0A4282EDA00B328E0D7717AB 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
1080&deg; Snowboarding on N64 has a similar thing -- billboarding and product 


placement.&énbsp; There's a 4-second pure-advertising title screen fror 
<i>Lamar Snowboards</i> and <i>Tommy Hilfiger</i>.&nbsp; Tommy billboards 
appear throughout the game, and the snowboards in the game all actually 
exist.&nbsp; None of this ruins the game -- in fact it adds a certain kudos 

to the proceedings.énbsp; I mean if they had <i>Coke</i> and <i>Macdonalds</i> 
billboards all over the courses too it wouldn't bother me because it's 
realistic.&nbsp; A few games have sponsors in the actual title:<i> No Fear 
Downhill Mountainbiking</i> for one (a clothing label of course) 


<p>The commercial potential when fully recognised will probably go way 
overboard (at first anyhoo) -- I remember a PC coverdisk once has an advertising 
video that you HAD to watch through before you could load the menu -- needless 


to say this "got everyone's goat" [mass understatement] and was soon scrapped, 
but in moderation in-game advertising is definitely worth it if it reduces 
the cost of games. 

<p>Jim (who's going to rush out and buy a "No Fear" T-shirt, have a "Big 

Mac" and "Coke" and then go and buy some "Tommy Hilfiger" jeans and then 

a "Tahoe 151" snowboard, but is still adamant that advertising has NO effect 
on him...) 
<p>PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD DAY. 


<br>Homer suddenly at dinner: "That's it! You people have stood in my way 
long enough - I'm going to Clown College." 
<br>Bart: "I guess none of us expected him to say that." 


<p>* (er sorry, <i>everything</i> reminds me of <i>A</i> Simpsons episode, 
you should know that by now..) 

<br>é&nbsp; 

<p>Toby Sargeant wrote: 

<blockquote TYPE=CITE>As an example, the advertising for Red Bull was pretty 
prominent throughout 

<br>Wipeout 2097 (or was it the original?). People put up with advertising 
at 

<br>sporting events already, without it detracting too much from the sport 
<br>itself; I'm sure the same could be done for videogames. (Doesn't hotmail 
<br>have advertising, by the way?) </blockquote> 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 
<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


0A4282EDA00B328E0D7717AB-—- 


—-MESSAGE FILE 17619 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001202 


—-MESSAGE FILE 17620 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001203 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Mon, 15 Feb 1999 14:31:20 +0100 

Organization: Debri Productions 

Lines: 34 

Message-ID: <ldmz8te.135rub8yhq0u4N@al-88-105.a1.nl> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-105.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1203 scee.yaroze.freetalk.english 
23503 


Mario Wynands <mario@sidhe.co.nz> wrote: 
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I am throwing together a Yaroze FAQ for those people interested in joining 
the Yaroze program to be housed at our site. The list of questions I have 
so far is as below. 


What is the Net Yaroze? 
How do you pronounce Yaroze? 
What do I need to run it? 


Do I need to know C to use it? 

Will it run normal Playstation games? 

Will it run import Playstation games? 

Will it run copied Playstation games (CDRs) ? 

I have an Action Replay Pro, a Comms Link, and some development tools. Why 


do I need a Yaroze? 

Can I use C++ with the Yaroze? 

Can I create bootable Playstation CDs of my Yaroze programs? 

Can I create commercial Playstation titles on a Yaroze? 

How do I distribute my programs to non-Yaroze members? 

Will commercial developers recognise my Yaroze experience when applying for 
a job? 

Where can I get one? 

Can I buy a second hand Yaroze off an existing Yaroze member? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Does anyone else have any questions they are sick of answering? 
> 

> 

> 


A list like this already excists... but how do you pronoune Yaroze? 


DEnnis.. 
—-MESSAGE FILE 17620 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001203 


-—-MESSAGE FILE 17621 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001204 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Mon, 15 Feb 1999 14:40:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7a9bk0S6p36@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0G@ 
manc.u-—net.com> 

NNTP-Posting-Host: p4Cs02a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1204 scee.yaroze.freetalk.english 
23504 


As long as it isn't overly intrusive and is appropriate within the context 
of the game, advertising is okay. Apart from sport and racing titles 
though, it's difficult to see how advertisers will effectively intergrate 
their ads within videogames. The subtle ;-) tactic of product placement 
often used in movies will be difficult to implement. 


Perhaps they'll just settle for coventional TV style 30 second breaks 
between levels instead eh? :-) I'm sure they have their 'best people' 
working on the problem right now... 


Regarding piracy - reducing the price of games, emphasising the perceived 
value of official products and improved copy-protection seem like the way to 
go. Futile IDSA crackdowns do nothing to tackle the root cause of the 
problem. 


Derek 
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dasi@globalnet.co.uk 


-—-MESSAGE FILE 17621 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001204 


—-MESSAGE FILE 17622 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001205 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 10:01:54 -0500 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <36C836E2.EDE3714@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 286.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1205 scee.yaroze.freetalk.english 
23505 


Toby Sargeant wrote: 

> 

By making it harder, you just increase the challenge, and the kudos to the 
person who does eventually defeat the protection. The fact is that there are 
more people trying to defeat copy protection than there are trying to create 
new copy protection schemes. It's not possible to stay all that far ahead. 


V V V V 


H 


beg to differ. The difficulty will incrase exponentialy, not linearly. 


New storage media is probably the best bet, but you can guarantee that it 

won't take someone too long to do something like reverse engineer a data reader 
from the consumer hardware, write the software to a DVD disk, and then modify 
the consumer hardware to read dvd instead. And again, although you can make it 
hard, it's not possible to make it impossible. 


VV NV V V V V 


That's so full of it man... There is no way... Yeah, someone might just 
be devoid of a personal life to actually go on such a crusade and be 
sucessful, but the modifications to the drive would De so complex that 
it would not be worth it for anyone else to try. So we have a handfull 
of idiots wasteing their time trying to Dburn DVD's into GD's.... It's 
not gonna work man. 


There will be no piracy scene on the dreamcast like there is for the 
PlayStation. Just watch. Sega did their homework. 


Producers are fighting a losing war against consumers, and it seems that 
maybe the only way to win is to change the rules. 


V V V V 


What do you mean 'change the rules'? 


"Darco 
—-MESSAGE FILE 17622 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001205 


—-MESSAGE FILE 17623 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001206 
Path: chuka.playstation.co.uk!news 
From: "Rad" <rad@cyberdude.com> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 

Date: Mon, 15 Feb 1999 17:10:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 209 

Message-ID: <7a9kenS6p37@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="—--—-=_NextPart_000_002C_01BE5906.21FDA760" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1206 scee.yaroze.freetalk.english 

23507 


This is a multi-part message in MIME format. 


== == = _NextPart_000_002C_01BE5906.21FDA760 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Ok, I don't want to seem the negative person around hear, putting = 
peoples ideas down and stuff but, er, think of me as your alarm clock = 
waking you up in the morning, ruining that great dream of yours :) 


I do think advertising in a game is a great idea if used correctly and = 
like James said realistically, however I really can't see companies = 
dropping their game prices just because they make extra money from = 
advertising. 

Example: XYZ Publishing Ltd double their profits from a game because of 
in-game advertising, do you really believe that they would pass on this = 
benefit to the customers by halfing the price of their next game, = 
leaving them with half as much profits as they could have had? No of = 
course not. Ok, so that wasn't a great example since there are many 
other factors involved, but you get the idea. 

Basically if companies find a new way (such as advertising) to make more = 
money, I'm sure they'd rather keep it then give it back to the customer. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


p.s. Simpsons & Red Dwarf kick ass. 

James Shaughnessy wrote in message = 
<36C809B2.CA6FC2B0@manc.u-net.com>... 

1080-80 Snowboarding on N64 has a similar thing -- billboarding and = 
product placement. There's a 4-second pure-advertising title screen = 
fror Lamar Snowboards and Tommy Hilfiger. Tommy billboards appear = 
throughout the game, and the snowboards in the game all actually exist. 
None of this ruins the game -- in fact it adds a certain kudos to the = 
proceedings. I mean if they had Coke and Macdonalds billboards all over = 
the courses too it wouldn't bother me because it's realistic. A few = 
games have sponsors in the actual title: No Fear Downhill Mountainbiking 
for one (a clothing label of course) =20 

The commercial potential when fully recognised will probably go way = 
overboard (at first anyhoo) -- I remember a PC coverdisk once has an = 
advertising video that you HAD to watch through before you could load = 
the menu -- needless to say this "got everyone's goat" [mass = 
understatement] and was soon scrapped, but in moderation in-game = 
advertising is definitely worth it if it reduces the cost of games.=20 


Jim (who's going to rush out and buy a "No Fear" T-shirt, have a = 
"Big Mac" and "Coke" and then go and buy some "Tommy Hilfiger" jeans and = 
then a "Tahoe 151" snowboard, but is still adamant that advertising has = 
NO effect on him...)=20 


PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD = 
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DAY .=20 

Homer suddenly at dinner: "That's it! You people have stood in my = 
way long enough - I'm going to Clown College."=20 

Bart: "I guess none of us expected him to say that."=20 


* (er sorry, everything reminds me of A Simpsons episode, you should 
know that by now. .)-20 
=20 


Toby Sargeant wrote:=20 


As an example, the advertising for Red Bull was pretty prominent = 
throughout=20 

Wipeout 2097 (or was it the original?). People put up with = 
advertising at=20 

sporting events already, without it detracting too much from the 
sport=20 

itself; I'm sure the same could be done for videogames. (Doesn't 
hotmail=20 

have advertising, by the way?) 


--»20 
20 
James Shaughnessy james@manc.u-net.com=20 
http://www.netyaroze-europe.com/~shaughnj=20 
20 
=20 


=== = = _NextPart_000_002C_01BE5906.21FDA760 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html;charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 

<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT color=3D#000000><FONT size=3D3>0k, I don't want to seem the = 
negative=20 

person around hear, putting peoples ideas down and stuff but, er, think 
of me as=20 

your alarm clock waking you up in the morning, ruining that great dream = 
of yours=20 

:) </FONT></FONT></DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>&nbsp; </DIV> 

<DIV><FONT size=3D3>I do think advertising in a game is a great idea if 
used=20 

correctly and like James said realistically, however I really can't see=20 
companies dropping their game prices just because they make extra money = 
from=20 

advertising.</FONT></DIV> 

<DIV><FONT size=3D3>Example: XYZ Publishing Ltd double their profits = 
from a game=20 

because of in-game advertising, do you really believe that they would = 
pass on=20 

this benefit to the customers by halfing the price of their next = 

game, &nbsp; =20 

leaving them with half as much profits as they could have had? No of = 
course not.=20 

Ok, so that wasn'ténbsp; a great example since there are many other = 
factors=20 

involved, but you get the idea.</FONT></DIV> 

<DIV><FONT size=3D3>Basically if companies find a new way (such as = 
advertising) to=20 

make more money, I'm sure they'd rather keep it then give it back to the = 


customer.</FONT></DIV> 
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"JohnT" 

>><johnt@nettech.demon.co.uk> wrote: 

>> 

>>> What does that have to do with 
Visual C++ and CW? Nothing! | 

>>> Besides, the people who made Windows 
NT are not the same people who made 

>>> Visual C++. They just all work for 
the same company. Microsoft 
>programmers 

>>> are split into MANY teams all 
working on separate projects. One team 
may 

>be 

>>> better than another and the teams 
stick to the project they are assigned 
>to. 

>> 

>>It has everything to do with it. The 
point that I'm trying to make is that 
>>it isn't just Metrowerks that make 
buggy software, and for what CW cost it 
>>is a damn cheap code development 
environment, especialy considering the 
>>small platform base that are likely to 
buy it. I can't see Metrowerks 

>>making a killing from selling copies 
of CW for PSX, but they do it anyway. 
>>Look at how much something like VC++ 
costs, and compare the value for 
>>money. 

>> 

>Show me someone who claims they can 
make a complex program that is 100% bug 
>free and I will show you a liar! 
>Comparing bugs in a vastly complex 
system such as NT with the bugs in a 
>comparatively simple program is like 
comparing chalk and cheese. Given the 
>size and number of bugs I would say NT 
has about 2-5% buggy code and CW a 

>lot more (only judging from reports 
I've seen on the news groups, I have not 
>used it enough to form a percentage! | 
i) 

r 

>It would be more prudent to compare CW 
with, say, Microsoft's Developer 
>studio. In all the time I have used 
Developer Studio I have not seen nearly 
>half the amount of bugs as have been 
reported for CW. 


>Contact me at 
http://wwp.mirabilis.com/9461567 
> Send e-mail to 
johnt@nettech.demon.co.uk 

>Visit my web site at 
http://www.coco.net.uk/johnt 
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—-MESSAGE FILE 1860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00563 
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<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3>Rad.<BR><A=20 
href=3D"mailto: rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT></DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>é&nbsp; </DIV> 
<DIV><FONT color=3D#000000 size=3D2>p.s. Simpsons é&amp; Red Dwarf kick=20 
ass.</FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 

<DIV>James Shaughnessy<JAMES@MANC.U-NET.COM> wrote in message &1t;<A 


href=3D"mailto: 36C809B2.CA6FC2B0@manc.u-net.com">36C809B2.CA6FC2B0@manc.u 
—net.com</A>égt;...</DIV>1080&deg; =20 

Snowboarding on N64 has a similar thing -- billboarding and product=20 

placement.&énbsp; There's a 4-second pure-advertising title screen = 
fror=20 

<I>Lamar Snowboards</I> and <I>Tommy Hilfiger</I>.&nbsp; Tommy = 
billboards=20 

appear throughout the game, and the snowboards in the game all 
actually=20 

exist.&nbsp; None օք this ruins the game -- in fact it adds a = 
certain kudos=20 

to the proceedings.énbsp; I mean if they had <I>Coke</I> and=20 

<I>Macdonalds</I> billboards all over the courses too it wouldn't = 
bother me=20 

because it's realistic.énbsp; A few games have sponsors in the = 
actual=20 

title:<I> No Fear Downhill Mountainbiking</I> for one (a clothing 
label of=20 

course) =20 

<P>The commercial potential when fully recognised will probably go = 
way=20 

overboard (at first anyhoo) -- I remember a PC coverdisk once has an = 


advertising video that you HAD to watch through before you could = 
load the=20 
menu -- needless to say this &quot;got everyone's goat&quot; [mass=20 
understatement] and was soon scrapped, but in moderation in-game = 
advertising=20 
is definitely worth it if it reduces the cost of games.=20 
<P>Jim (who's going to rush out and buy a &quot;No Fearéquot; = 
T-shirt, have=20 
a &quot;Big Mac&quot; and &quot;Coke&quot; and then go and buy some=20 
&quot; Tommy Hilfiger&quot; jeans and then a &quot;Tahoe 151l&quot; = 
snowboard, =20 
but is still adamant that advertising has NO effect on him...)=20 
<P>PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD 
DAY .=20 
<BR>Homer suddenly at dinner: &quot;That's it! You people have stood 
in my=20 
way long enough - I'm going to Clown College.&quot; <BR>Bart: = 
&quot; I guess=20 
none of us expected him to say that.&quot;=20 
<P>* (er sorry, <I>everything</I> reminds me of <I>A</I> Simpsons = 
episode, =20 
you should know that by now..) <BR>&nbsp;=20 
<P>Toby Sargeant wrote:=20 
<BLOCKQUOTE TYPE =3D CITE>As an example, the advertising for Red = 
Bull was=20 
pretty prominent throughout <BR>Wipeout 2097 (or was it the = 
original?) .=20 
People put up with advertising at <BR>sporting events already, = 
without=20 
it detracting too much from the sport <BR>itself; I'm sure the 
same=20 
could be done for videogames. (Doesn't hotmail <BR>have = 
advertising, by=20 
the way?) </BLOCKQUOTE>--=20 
<BR><TT> </TT> <BR><TT>James = 
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Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com</TT> <BR><TT><A=20 


href=3D"http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-e= 
urope.com/~shaughnj</A></TT>=20 

<BR><TT> </TT> <BR>&nbsp;=20 
</BLOCKQUOTE></BODY></HTML> 


SSS = _NextPart_000_002C_01BE5906.21FDA760-- 


—-MESSAGE FILE 17623 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001206 


—--MESSAGE FILE 17624 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001207 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 

Date: Mon, 15 Feb 1999 20:39:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <7aa018S6p313@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> 

NNTP-Posting-Host: pEls06a01.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_002E_01BE5923.4885AC80" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1207 scee.yaroze.freetalk.english 

$3573 


This is a multi-part message in MIME format. 


ժԿ7ԿԿ,/ =_NextPart_000_002E_01BE5923.4885AC80 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


>Ok, I don't want to seem the negative person around hear, putting = 
peoples=20 

>ideas down and stuff but, er, think of me as your alarm clock waking = 
you up=20 

>in the morning, ruining that great dream of yours :) 


>Basically if companies find a new way (such as advertising) to make 
more=20 

>money, I'm sure they'd rather keep it then give it back to the = 
customer. 


>Rad. 
=20 
I think we all know this already. Like Toby Sargeant said, '‘ideally', = 


in an ideal world, publishers would reduce their prices - this won't = 
ever happen of course, but we can still dream can't we? :-)-20 


Derek 


20 
dasi@globalnet.co.uk 


"Yawn. Where's my PS 2000 2" 


SSS = _NextPart_000_002E_01BE5923.4885AC80 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 
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<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 
http-equiv=3DContent-Type> 
<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 


</HEAD> 

<BODY> 

<DIV>é&gt;Ok, I don't want to seem the negative person around hear, 
putting=20 

peoples </DIV> 

<DIV>&gt; ideas down and stuff but, er, think of me as your alarm clock = 
waking=20 

you up </DIV> 

<DIV>&gt;in the morning, ruining that great dream of yours :)<BR></DIV> 
<DIV>é&gt;Basically if companies find a new way (such as advertising) to = 
make=20 

more </DIV> 

<DIV>&gt;money, I'm sure they'd rather keep it then give it back to the=20 
customer .<BR><BR>&gt;Rad.<BR></DIV> 

<DIV><FONT color=3D#000000 size=3D2>énbsp; </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">I think we all know this=20 


already.&nbsp; Like Toby Sargeant said, '<EM>ideally</EM>', in an ideal = 
world, =20 
publishers would reduce their prices - this won't ever happen of course, 
but we=20 
can still dream can't we? ;-) </FONT></DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff£"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">Derek</FONT></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">--—-énbsp; é&nbsp; = 
—--&nbsp; &nbsp; =20 

---&nbsp; &énbsp; ---&nbsp;é&énbsp; ---&nbsp;énbsp; = 
———&nbsp; &énbsp; </FONT></DIV> 


<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"><A=20 
href=3D"mailto:dasi@globalnet.co.uk">dasi@globalnet.co.uk</A></FONT></DIV= 
> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #fffff£"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">é&quot; Yawn.&nbsp; Where's = 
my PS=20 

2000 ?&quot;</FONT></DIV> 

<DIV>énbsp; </DIV></BODY></HTML> 


ee = _NextPart_000_002E_01BE5923.4885AC80-- 


—-MESSAGE FILE 17624 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001207 


—-MESSAGE FILE 17625 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001208 
Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 22:40:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36C8A25D.4FC77E9F@hotmail.com> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1208 scee.yaroze.freetalk.english 
23517 


> 
> 
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> There will be no piracy scene on the dreamcast like there is for the 
> PlayStation. Just watch. Sega did their homework. 


> 


Enlighten us.. what did they do right this time? Cosidering they still use CD-rom 
media.. how does their new copy protection work? 


—-MESSAGE FILE 17625 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001208 


—-MESSAGE FILE 17626 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001209 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Tue, 16 Feb 1999 11:52:58 +1300 

Organization: Sidhe Interactive 

Lines: 35 

Message-ID: <7aa82iS6p316@chuka.playstation.co.uk> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> 

NNTP-Posting-Host: p23-max8.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1209 scee.yaroze.freetalk.english 
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DEnnis Brinkhuis wrote in message 
<ldmz8te.135rub8yhq0u4N@al-88-105.al.nl>... 

>Mario Wynands <mario@sidhe.co.nz> wrote: 

> 

>> I am throwing together a Yaroze FAQ for those people interested in 
joining 
>> the Yaroze program to be housed at our site. The list of questions I 
have 

>> so far is as below. 

>> 

>> 

> 

>A list like this already excists... 


Where can I find it? 


>but how do you pronoune Yaroze? 


There was a wav file floating around that had the 'official' pronunciation 
of yah-roo-zee, although a lot of members pronounce it yah-rooze or 
yah-row-zee. 


Cheers 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


——MESSAGE FILE 17626 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001209 


—-MESSAGE FILE 17627 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001210 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: 15 Feb 1999 22:52:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 62 

Message-ID: <slrn7ch99s.5i0.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1210 scee.yaroze.freetalk.english 
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On Mon, 15 Feb 1999 10:01:54 -0500, Darco <rquat@datasys.net> wrote: 
> 


>I beg to differ. The difficulty will incrase exponentialy, not linearly. 


It doesn't matter how the difficulty increases. What one person can do, another 
can undo, and that'll never change. A while ago, people thought that you'd 
never be able to defeat physical holes in magnetic media. Then they thought 
that noone would ever bother pirating a game that came on cd, and took 

up 600 meg. Then they thought that copy protection schemes on CD would work. 
The difficulty has increased exponentially, and the fact is that pirates 

have kept pace, and are likely to keep doing so. 


>That's so full of it man... There is no way... Yeah, someone might just 
>be devoid of a personal life to actually go on such a crusade and be 
>sucessful, but the modifications to the drive would be so complex that 
>it would not be worth it for anyone else to try. So we have a handfull 
>of idiots wasteing their time trying to burn DVD's into GD's.... It's 
>not gonna work man. 


It was merely one suggestion for getting around the problem of duplicating 
GD media, and not one without precedent, either. People have been copying 
cartridges to recordable media for quite some time now. Sure, this is more 
difficult, but there's also a lot of money to be made from getting ir right. 


Depending on the physical nature of the media, it might prove to be possible 
to duplicate if you have access to an expensive fabrication plant. IF that's 
the case, all sega has done is push piracy squarely back into the hands of 
people who do it for money. 


And as for people who would attempt things like that having no personal life, 
I'm pretty sure that there are people who consider piracy a 9-5 job, and 
still more who will pay bright engineers lots of money to do something along 
those lines, so that they can rake in the cash. 


I'd love to be proven wrong, but I somehow doubt that I will be. 


>There will be no piracy scene on the dreamcast like there is for the 
>PlayStation. Just watch. Sega did their homework. 


At the very least, it'll be delayed, which I agree is a good thing. You might 
also find that it will mean that sega's console flops, and a console that 
does 'allow' piracy succeeds where otherwise it would have failed. I'm 

almost positive that the perception that piracy is prohibitively difficult 
has been one of the factors that's let the PSX beat the N64. 


>What do you mean 'change the rules'? 


As an example, take the rule that gaming is a passive experience. Already, this 
rule is changing. As games take on a more and more multiplayer aspect, piracy 
begins to lose out. Suddenly you're not paying for software, you're paying for 
the ability to compete against other humans. 


Various organisations such as RedHat and the FSF have proven that it's 
possible to make money without selling _software_, but rather the services, 
support and distribution that surrounds it. A business model like RedHat's 
would probably be laughed at by any games publisher, and yet may quite 
possibly work, and indeed be very successful. 


If you change the rules of the game so that pirates have nothing to do, then 
by necessity, piracy goes away. In the end, that's the only way of winning. 


Toby. 
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—-MESSAGE FILE 17627 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001210 


—--MESSAGE FILE 17628 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001211 
Path: chuka.playstation.co.uk!news 

From: "Frktl-X" <matt@frktl.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Mon, 15 Feb 1999 23:59:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7aac97S6p320@chuka.playstation.co.uk> 

References: <790ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-27.cook.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1211 scee.yaroze.freetalk.english 
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>There was a wav file floating around that had the ‘'official' pronunciation 
>of yah-roo-zee, although a lot of members pronounce it yah-rooze or 
>yah-row-zee. 


the 'e' is accented so isnt it: 'yah-row-zay', like anime is pronounced 
‘an-im-ay' ? 


——MESSAGE FILE 17628 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001211 


—-MESSAGE FILE 17629 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001212 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Tue, 16 Feb 1999 02:16:05 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <36c8d3e1.49694142@205.149.189.29> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5Bemanc.u-n 
et.com> <7aaii3$2i88@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1212 scee.yaroze.freetalk.english 
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1) 


On Mon, 15 Feb 1999 17:44:09 -0800, "Ben Siroshton" <ben@triax.com> 
wrote: 


>On this note, as to why they sell so many music cd's eventhough they are 
>easy to copy. Reason #1 on the most important, they are only approx. $15 
>each. When they are so cheap, why even go through the hassle of copying 
>them (assuming that was your attitude). If games were only $15 I would 
>probably end up spending MORE on them simply because it wouldnt seem like 
>such a comitment and all the little purchases would end up adding to be 
>more. When is someone going to start selling EVERY game under $20! THAT is 
>the way of the future. Heck most Movies are under $20, Music is under $20 
>why not games? The production cost is less than movies, and video games are 
>the most lucrative buisness compared to every other form of entertainment. 


Most video games come with a printed instruction manual, most music 
CD's do not. 


Most video games require extensive debugging and play testing before 


Net Yaroze newsgroups message dump.txt Page 11887 
they are released, most music CD's do not. 


Most game publishers are required to provide technical support for 
their games after they are released, most music publishers do not. 


If you know of a way to pay for all this without raising the price I'm 
sure a lot of game publishers would be interested. 


Mario 
—-MESSAGE FILE 17629 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001212 


—-MESSAGE FILE 17630 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001213 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Mon, 15 Feb 1999 17:44:09 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <7aaii3$2i88@scea> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et .com> 

NNTP-Posting-Host: 1Cust130.tnt3.beaverton.or.da.uu.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1213 scee.yaroze.freetalk.english 
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On this note, as to why they sell so many music cd's eventhough they are 
easy to copy. Reason #1 on the most important, they are only approx. $15 
each. When they are so cheap, why even go through the hassle of copying 
them (assuming that was your attitude). If games were only $15 I would 
probably end up spending MORE on them simply because it wouldnt seem like 
such a comitment and all the little purchases would end up adding to be 
more. When is someone going to start selling EVERY game under $20! THAT is 
the way of the future. Heck most Movies are under $20, Music is under $20 
why not games? The production cost is less than movies, and video games are 
the most lucrative buisness compared to every other form of entertainment. 


anyway........ 
-ben 


>James Shaughnessy wrote in message <36C6236E.D0B1F5B@manc.u-net.com>... 
> It's REALLY easy to copy music CDs, so why do they still sell so many? 


A game CD has to have >the same philosophy surely? (er see other thread for 
more ranting from me on this subject ;)) 
>Jim 


——MESSAGE FILE 17630 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001213 


—--MESSAGE FILE 17631 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001214 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 22:08:14 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <36C8E11E.A539A25C@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mS$o0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6ép.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> <36C 
8A25D.4FC77E9F@hotmail.com> 

Reply-To: darco@bigfoot.com 
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NNTP-Posting-Host: 286.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 
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will atkin wrote: 
> Enlighten us.. what did they do right this time? Cosidering they 
> still use CD-rom media.. how does their new copy protection work? 


Actually, they don't use CD-ROM media. They use GD-ROM drive developed 
by yamaha that holds up to a gig of information. Now how is some pirater 
gonna get their hands on a GD-ROM burner? 


"Darco 
—-MESSAGE FILE 17631 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001214 


—-MESSAGE FILE 17632 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001215 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 22:20:40 -0500 

Organization: BitSlap Software 

Lines: 89 

Message-ID: <7aao5f£$2i810@scea> 

References: <7a0a6u$714@scea> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port50.vianet.on.ca 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="—---=_NextPart_000_0025_01BE5931.6BA07520" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1215 scee.yaroze.freetalk.english 
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This is a multi-part message in MIME format. 


== === = NextPart_000_0025_01BE5931.6BA07520 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Wow this turned into one of the longest threads I've ever seen in = 
here... 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message = 
news: 7aQa6u$714@scea... 

After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 

about Final Fantasy 8 being released in Japan and Mod chipped = 
PlayStation not being able to load the game got me thinking.... Can the = 
Yaroze boot this new breed of anti import games... 


Since I've never imported a game (We don't get many things in Northern = 
Ontario, CANADA) none the less even dream of learning to read Japanese = 
I won't have the chance to test for myself 


If anyone has the chance to "test" these new games with the Yaroze = 
please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 
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ժԿ7ԿԿ,/ = _NextPart_000_0025_01BE5931.6BA07520 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 

<HTML><HEAD> 

<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 = 
HIML//EN"> 

<STYLE></STYLE> 


<META content=3D'"MSHTML 5.00.0910.1309"' name=3DGENERATOR></HEAD> 

<BODY background=3D"" bgColor=3D#ffffff> 

<DIV><FONT size=3D2>Wow this turned into one of the longest threads I've 
ever seen=20 

in here...</FONT></DIV> 

< 

< 


DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

<BLOCKQUOTE=20 

style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>Steve Tolin &1t;<A=20 


href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A>&gt;=20 
wrote in message <A=20 
href=3D"news: 7a0a6u$714@scea">news: 7a0a6u$714@scea</A>...</DIV> 
<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 


href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h= 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation = 
not being=20 

able to load the game got me thinking.... Can the Yaroze boot this new = 
breed=20 

of anti import games...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get = 
many things=20 

in Northern Ontario, CANADA) none the less even dream of learning to = 
read=20 

Japanese ... I won't have the chance to test for myself</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>If anyone has the chance to &quot;test&quot; these = 
new games=20 

with the Yaroze please post you findings.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 

<DIV><FONT size=3D2><A=20 
href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>énbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


ree = NextPart_000_0025_01BE5931.6BA07520-- 


--MESSAGE FILE 17632 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001215 


—-MESSAGE FILE 17633 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001216 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Tue, 16 Feb 1999 08:51:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7V7abbhs$6p321@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
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> <slrn7cej6ép.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> <36C 
8A25D.4FC77E9F@hotmail.com> <36C8E11E.A539A25C@datasys.net> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1216 scee.yaroze.freetalk.english 
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>Now how is some pirater 
>gonna get their hands on a GD-ROM burner? 


Would you belive me if I said I see one advertised from a dodgy little shop 
in Hong Kong? 

Maybe you would laugh at me now, but how about in a year/two years time? 
Very different story me suspects. 


Steve 


Darco <rquat@datasys.net> wrote in message 

news: 36C8E11E.A539A25C@datasys.net... 

>will atkin wrote: 

>> Enlighten us.. what did they do right this time? Cosidering they 
>> still use CD-rom media.. how does their new copy protection work? 
> 
>Actually, they don't use CD-ROM media. They use GD-ROM drive developed 
>by yamaha that holds up to a gig of information. Now how is some pirater 
>gonna get their hands on a GD-ROM burner? 

> 

>'Darco 


——MESSAGE FILE 17633 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001216 


—-MESSAGE FILE 17634 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001217 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Tue, 16 Feb 1999 08:53:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <7J7abbm4S6p322@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <7aao5f$2i810@scea> 

NNTP-Posting-Host: 199.4.27.1 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_005E_01BE5989.CD64A7BO" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1217 scee.yaroze.freetalk.english 
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This is a multi-part message in MIME format. 


------ - _NextPart_000_005E_01BE5989.CD64A7B0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


>>Wow this turned into one of the longest threads I've ever seen in = 
here... 
Certainly is! Did you ever get an answer? 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message = 
news: 7aao5f$2i810@scea... 

Wow this turned into one of the longest threads I've ever seen in 
here... 
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—-MESSAGE FILE 1861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000564 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Wed, 18 Mar 1998 22:53:38 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 20 

Message-ID: <35105072.FD2COEBB@codeworks.demon.co.uk> 

References: <6ertml1$15r20@chuka.playstation.co.uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I'd be up for it. 
Although I can just imagine the punters pointing and shouting 'Nerds!' 
Any time's cool, midweek probably better. 


Where in nodnol? 
Jim. 
Steve Dunn wrote: 


Any Yaroze owners fancy meeting in a 
London pub to talk Yaroze ? 

We could all have a few beers, talk 
Yaroze, have a few more, talk life, have 
a few more, talk bol*x. 


Sounds good to me. Let me know if 
anyone's interested. 


VVVVVVVVV VV 


Steve 
—-MESSAGE FILE 1861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00564 


—-MESSAGE FILE 1862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000565 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 01:05:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6esf11$15r32@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> <6eqm63$15r14@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:526 scea.yaroze.programming.gnu_c 

ompiler:89 scee.yaroze.freetalk.english:565 scee.yaroze.programming.gnu_compiler:182 
scee.yaroze.programming.libraries:142 


Hi Jeff, 


RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 
To time a routine use the following... 


ResectRCnt ( RCntCNT2 ); 
StartRCnt ( RCntCNT2 ); 


call routine 


time = GetRCnt( RCntCNT2 ); 
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Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message = 
news: 7aQa6u$714@scea... 

After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 

about Final Fantasy 8 being released in Japan and Mod chipped = 
PlayStation not being able to load the game got me thinking.... Can the = 
Yaroze boot this new breed of anti import games... 


Since I've never imported a game (We don't get many things in = 
Northern Ontario, CANADA) none the less even dream of learning to read = 
Japanese ... I won't have the chance to test for myself 


If anyone has the chance to "test" these new games with the Yaroze 
please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 


ARAA =_NextPart_000_005E_01BE5989.CD64A7B0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HIML//EN"> 

<HTML><HEAD> 

<META content=3Dtext/html;charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 = 
HTML//EN"><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<STYLE></STYLE> 


<META content=3D'"MSHTML 5.00.0910.1309"' name=3DGENERATOR></HEAD> 

BODY background=3D"" bgColor=3D#ffffff> 

DIV><FONT size=3D2> 

DIV><FONT size=3D2>&gt;&gt;Wow this turned into one of the longest = 
hreads I've=20 

ver seen in here...</FONT></DIV> 

DIV>&nbsp; &nbsp; &nbsp; Certainly is! Did you ever get an = 
nswer?</FONT></DIV> 

DIV>&nbsp;</DIV> 

DIV>Steve Tolin &lt;<A=20 
href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A>&gt;=20 

wrote in message <A=20 

href=3D"news: 7aao5f$2i810@scea">news: 7aaod5f$2i810@scea</A>...</DIV></DIV>= 


AADWADtAAAA 


<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 


<DIV><FONT size=3D2>Wow this turned into one of the longest threads = 
I've ever=20 

seen in here...</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<BLOCKQUOTE=20 

style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; 
MARGIN-RIGHT: Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 


<DIV>Steve Tolin &1t;<A=20 
href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A>&gt;=20 

wrote in message <A=20 

href=3D"news: 7a0a6u$714@scea">news: 7a0a6u$714@scea</A>...</DIV> 

<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 


href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h= 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation 
not=20 

being able to load the game got me thinking.... Can the Yaroze boot 
this new=20 


11891 
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breed of anti import games...</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get = 
many things=20 

in Northern Ontario, CANADA) none the less even dream of learning to = 
read=20 

Japanese ... I won't have the chance to test for myself</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>If anyone has the chance to &quot;testé&quot; 
these new=20 

games with the Yaroze please post you findings.</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 

<DIV><FONT size=3D2><A=20 
href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A></FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>énbsp; </DIV></BLOCKQUOTE></BLOCKQUOTE></BODY></HTML> 


oe = NextPart_000_005E_01BE5989.CD64A7B0-- 


—-MESSAGE FILE 17634 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001 


—-MESSAGE FILE 17635 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/000 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / 
etc.) 

Date: Tue, 16 Feb 1999 20:57:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <7acm12Sbtf2@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> 
<7al87mSo0v1l0@chuka.playstation.co.uk> <36C488C0.8DF59CF0@datasys.net> 
<7a2cd1$2i83@scea> <7a3pvs$7op11@chuka.playstation.co.uk> 
<slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 
<36C78CB5.85CD7DDC@hotmail.com> 
<slrn7Jcf3to.33b.tjs@longford.cs.monash.edu.au> 
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01218 


<36C809B2.CA6FC2B0@manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> 


NNTP-Posting-Host: th-pm02-34.ndirect.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary="MS_Mac_OE_3002043464 _6600059_MIME Part" 
X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1218 scee.yaroze.freetalk.english 


$3537 


> THIS MESSAGE IS IN MIME FORMAT. Since your mail reader does not understand 
this format, some or all of this message may not be legible. 


--MS_Mac_OE_3002043464 _6600059_MIME_ Part 
Content-type: text/plain; charset="US-ASCII" 
Content-transfer-encoding: 7bit 


In article <7a9kenS6p37@chuka.playstation.co.uk>, "Rad" <rad@cyberdude.com> 
wrote: 


Example: XYZ Publishing Ltd double their profits from a game because of 
in-game advertising, do you really believe that they would pass on this 
benefit to the customers by halfing the price of their next game, leaving 
them with half as much profits as they could have had? No of course not. Ok, 
so that wasn't a great example since there are many other factors involved, 
but you get the idea. 


No way. If advertising does take off within games (& I can see it happening 
a lot more) it will be a way all companies can make more money. Will they 
then sit back and try and rake off the profits ? No, because it's a highly 
competitive marekt place, and they will be forced to pass on the benefits to 
the consumer to compete. 
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E.g. you might see more resources invested in developing a game with the 
help of the additional revenue from advertising. You might see marginal 
games released which would otherwise have been dropped as the advertising 
money swings the decision. You might see cheaper games, upgrades or special 
editions as marketing tie-ins (free Kelloggs sponsored platformer with every 
packet of Corn-Flakes 7) 


Any company that does just sit on extra advertising revenues will be risking 
being overtaken by the many companies with more innovative, 
customer-centric, policies. Maybe some will try it but they won't succeed 
with it and so won't persist with it for long. 


John 
—-MS_Mac_OE_ 3002043464 6600059 MIME Part 
Content-type: text/html; charset="US-ASCII" 
Content-transfer-encoding: quoted-printable 


<HTML> 

<HEAD> 

<TITLE>Re: In-game advertising (was anti-mod chip / pirating / backups / et= 

c.)</TITLE> 

</HEAD> 

<BODY BGCOLOR=3D"#FFFFFE"> 

In article &1t;7a9kenS6p37@chuka.playstation.co.uk&gt;, &quot;Rad&quot; &lt= 

rad@cyberdude.com&gt; wrote:<BR> 

<BR> 
<I>Example: XYZ Publishing Ltd double their profits from a game because of = 
in-game advertising, do you really believe that they would pass on this bene= 
fit to the customers by halfing the price of their next game, &nbsp;leaving = 

them with half as much profits as they could have had? No of course not. Ok,= 
so that wasn't &nbsp;a great example since there are many other factors inv= 
olved, but you get the idea.<BR> 

</I><BR> 

No way. If advertising does take off within games (&amp; I can see it happe= 

ning a lot more) it will be a way all companies can make more money. Will th= 

ey then sit back and try and rake off the profits ? No, because it's a highl= 

y competitive marekt place, and they will be forced to pass on the benefits = 

to the consumer to compete.<BR> 

<BR> 

E.g. you might see more resources invested in developing a game with the he= 
lp of the additional revenue from advertising. You might see marginal games = 
released which would otherwise have been dropped as the advertising money sw= 
ings the decision. You might see cheaper games, upgrades or special editions= 
as marketing tie-ins (free Kelloggs sponsored platformer with every packet = 

օք Corn-Flakes ?)<BR> 

<BR> 

Any company that does just sit on extra advertising revenues will be riskin= 

g being overtaken by the many companies with more innovative, customer-centr= 
ic, policies. Maybe some will try it but they won't succeed with it and so w= 

on't persist with it for long. <BR> 

<BR> 

John 

</BODY> 

</HTML> 


`. 


——MS_Mac_OF_3002043464_6600059_MIME_Part-- 


——MESSAGE FILE 17635 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001218 


—-MESSAGE FILE 17636 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001219 
Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 16 Feb 1999 23:04:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olbe5a00$b988c240S0a3ddec2@guildfoc> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a2cd1$2i83@scea> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1219 scee.yaroze.freetalk.english 
23939 


Oh yes, '‘backups', I understand :-) 

Ben Siroshton <ben@triax.com> wrote in article <7a2cd1$2i83@scea>... 

On the whole other side, I disagree with having ANY type of protection. 
for one make backup copies of my games, I one too many times have been 


playing with originals, friends and beer and end up scratching a disc. 
——MESSAGE FILE 17636 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001219 


V VH V V 


——MESSAGE FILE 17637 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001220 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@salmontrsoft.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Wed, 17 Feb 1999 00:14:49 +0000 

Organization: I 

Lines: 66 

Sender: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Message-ID: <tletECA5ngy2Ewxf@trsoft.demon.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> 
<7a1l87mSo0v1l0@chuka.playstation.co.uk> <36C488C0.8DF59CF0@datasys.net> 
<7a2cd1$2i83@scea> <7a3pvs$7op11@chuka.playstation.co.uk> 
<36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1IF5B@manc.u-net.com> 
<36C65F6D.53849947@hotmail.com> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1220 scee.yaroze.freetalk.english 
23542 


In article <36C65F6D.53849947@hotmail.com>, will atkin 
<william_atkin@hotmail.com> writes 


> 
>Its not the hardware manufacturers (like the minidisc players) that are 
>the ones that are suffering the most. Its the record companies that are 


>the ones losing the money. Everyone is still going to need something to 
>play the stuff on anyway. Also now with the impact of .MP3 files, the 
>recording industry is being hit really hard. Losing money across the 
>board. 


> 

>Sony will still make money because people need the hardware to play 
>games.. but the games publishers are the ones who have to push the 
>protection issue... 

> 


Sony (and Phillips) spent a fortune in the 80's and 90's buying record 
companies so that they could sell us CD's of stuff that we already had 
on vinyl. They are losing money on music piracy but it is tiny compared 
to how much they are making in profits. 


This is all about greed and maximizing profits. 


The playstation is far easier and cheaper to mod than a saturn and yet 
it is enjoying unprecedented success (could it be that these two things 
are actually related). 


I would be in favour of a no-frills option where you could buy the 
official CD on its own with only a basic typed set of instructions. 

If this could be offered as a direct sale by mail order with no middle- 
men then costs could be greatly reduced and the low price could put the 
pirates out of business. 


Software is still far too expensive and this needs to be addressed. 


I own about 40 or 50 original UK Saturn games and that represents a 


fairly big investment over about 2 years (I have only started collecting 
Playstation titles since I got my Yaroze). Now I am supposed to start 
again with the next gen, and the next, and the next. I don't really 


have a problem with this but when I think that a large part of the money 
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went on manuals, packaging which have been in a box upstairs since the 
day of purchase (I keep all of my discs in a CD flip type holder) & 
marketing costs, I do feel a little ripped off. 


So what about cheaper software in the same way that consoles came down 
in price (but still allowing for a profit). 


Or what about price being related to production costs with say 5 bands 
for games in 5 categories. 


Eg. A game which has just come across from arcade hardware which is 
virtually the same as the console will need much less work than an 
original title. This could be the starting scale. 


Class 1 --» The easy port 

Class 2 --» The port from foreign hardware 

Class 3 --» The simple original title (based on production hours) 
Class 4 --» The intermediate original title (more production hours) 
Class 5 --» The difficult original title (even more production hours) 
Sorry I forgot Class 0 --> Games which are total Sh... and therefore 


nobody wants anyway. 


Rant over....disconnecting ranting circuits..... 


Anthony Ross 
(take the fish out to reply) 
—--MESSAGE FILE 17637 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001220 


—-MESSAGE FILE 17638 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001221 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: DGDC Update 

Date: Wed, 17 Feb 1999 02:17:58 +0200 

Organization: Here 

Lines: 14 

Message-ID: <7ad59iS4m84@scea> 

References: <7a3cro$2i85@scea> <36C59892.61FCE822@datasys.net> 
NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>One thing... I haven't been keeping a log. However, I have virtually the 
>next best thing. Everytime I made something new, added smoke trails or 
>something else, I told my friend Dusty about it over ICQ. It keeps the 
>date, time, and message intact. So this is a kind of log I could say. Is 
>this valid? 

> 

>'Darco 


Yeah, just assemble it to make it easy to read. 


Nathan Miller 


——MESSAGE FILE 17638 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001221 


-—-MESSAGE FILE 17639 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001222 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Wed, 17 Feb 1999 14:46:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 147 

Message-ID: <7aeknbSbtf7@chuka.playstation.co.uk> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
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uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> <7acm12Sbtf2@chuka.playstation 

-co.uk> 

NNTP-Posting-Host: p5Ds09a01.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-—-=_NextPart_000_0018_01BE5A84.4CD409A0" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1222 scee.yaroze.freetalk.english 

73945 


This is a multi-part message in MIME format. 


=== = _NextPart_000_0018_01BE5A84.4CD409A0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


>E.g. you might see more resources invested in developing a game with = 
the 
>help of the additional revenue from advertising.=20 


As long as we don't get any more Cool Spot or Chester Cheetah games, eh? = 
=20 


>You might see marginal games released which would otherwise have been 
>dropped as the advertising money swings the decision.=20 


This would be a good thing, especially if it allowed the release of = 
foreign or non-mainstream titles which would otherwise be deemed by 
publishers to be too risky. 


>No way. If advertising does take off within games (& I can see it = 
happening 

>a lot more) it will be a way all companies can make more money. Will = 
they 

>then sit back and try and rake off the profits ? No, because it's a = 
highly 

>competitive marekt place, and they will be forced to pass on the = 
benefits to 

>the consumer to compete. 


>John 


This may prove true of re-releases and b-grade titles etc, but not in = 
the market which matters - full price games. 


Publishers aren't likely to pass on benefits (acquired through = 
advertising or otherwise) to the consumer, because in the full price = 
games market, publishers do not compete on price. Prices are set at = 
what the consumer is prepared to pay, and no publisher would break ranks 
and drop the price of their latest triple-a title, as it would force = 
everyone to follow suit and spoil the cosy little conspiracy they've got 
going. =20 


I also expect there is strong pressure from Sony to maintain game prices = 
at their current levels. =20 


When the (console) industry switched from expensive silicon to CD, = 
publisher's costs and the risks they faced were substantially reduced. 
Aside from paving the way for the introduction of budget labels, It had 
no effect on prices. 


Derek 


dasi@globalnet.co.uk 
"one-seven decimal two-eight" 


== === =_NextPart_000_0018_01BE5A84.4CD409A0 
Content-Type: text/html; 
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charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 

</HEAD> 

<BODY> 

DIV>&gt;E.g. you might see more resources invested in developing a game = 
ith=20 

e</DIV> 

IV>é&gt;help of the additional revenue from advertising. </DIV> 

IV>é&nbsp; </DIV> 

IV>As long as we don't get any more<EM> Cool Spot or </EM><EM>Chester = 
eetah=20 

EM>games, eh?<EM>énbsp; </EM></DIV> 

IV>é&nbsp; </DIV> 

IV>&gt;You might see marginal games released which would otherwise = 
ve=20 

en</DIV> 

IV>&gt;dropped as the advertising money swings the decision. </DIV> 
IV>é&nbsp; </DIV> 

IV><FONT color=3D#000000><FONT size=3D3>This would be a good thing, = 
pecially if=20 

allowed the release of foreign or </FONT></FONT><FONT = 
color=3D#000000><FONT=20 

size=3D3>non-mainstream titles which would otherwise be deemed by = 
publishers to be=20 

too risky.</FONT></FONT><FONT size=3D3></FONT></DIV> 

<DIV><BR>&gt;No way. If advertising does take off within games (&amp; I 
can see=20 

it happening<BR>égt;a lot more) it will be a way all companies can make 
more=20 

money. Will they<BR>&gt;then sit back and try and rake off the profits ? = 
No, =20 

because it's a highly<BR>&gt;competitive marekt place, and they will be 
forced=20 

to pass on the benefits to<BR>é&gt;the consumer to compete.<BR></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">&gt; John</FONT></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff£"></FONT>é&nbsp; </DIV> 
<DIV>This may prove true of re-releases and b-grade titles etc, but not 
in the=20 

market which matters - full price games.</DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">Publishers aren't likely = 
to pass on=20 

benefits (acquired through advertising or otherwise) to the consumer, 
because in=20 

the full price games market, publishers <STRONG>do not</STRONG> compete 
on=20 

price.&nbsp; Prices are set at what the consumer is prepared to pay, and = 
no=20 

publisher would break ranks and drop the price of their latest triple-a = 
title, =20 

as it would force everyone to follow suit and spoil the cosy little = 
conspiracy=20 

they've got going.&nbsp; </FONT></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">I also expect there is = 
strong=20 

pressure from Sony to maintain game prices at their current = 

levels. énbsp; =20 

</FONT></DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">When the (console) = 
industry=20 

switched from expensive silicon to CD, publisher's costs and the risks = 
they=20 

faced were substantially reduced.énbsp; Aside from paving the way for = 


JUNE OU D. P: 


w 


BHOAAATDTAAAQAAATEZA 


Գտ U tD m 
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the=20 

introduction of budget labels, It had no effect on prices.</FONT></DIV> 
<DIV>&nbsp; </DIV> 

<DIV>Derek</DIV> 

<DIV>---&nbsp; énbsp; ---&nbsp;&nbsp; ---&nbsp;&nbsp; ---&nbsp; &énbsp; =20 
———&nbsp;&nbsp; ---Հ/Շ1Մ» 

<DIV><A = 
href=3D"mailto:dasi@globalnet.co.uk">dasi@globalnet.co.uk</A></DIV> 
<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>&quot;one-seven decimal=20 
two-eight équot; </FONT></DIV></BODY></HTML> 


Isesi = NextPart_000_0018_01BE5A84.4CD409A0-- 


——MESSAGE FILE 17639 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001222 


—-MESSAGE FILE 17640 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001224 
Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 17 Feb 1999 23:59:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <0lbe5ad1$91723bc0S0a3ddec2@guildfoc> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1224 scee.yaroze.freetalk.english 
23553 


Piracy is part of the culture of video gaming. There will always be a 
sub-set of gamers who indulge in piracy and I doubt that will never change, 
whatever media us used. When I owned a BBC micro I had stacks diskettes 
full of pirate software and thank god for twin tape decks in the 
ZX-spectrum days. 


Now, I'd no longer consider buying a pirate game than fly in the air. Why - 
I guess of grown out of it. I can afford to buy the games I want to play 
and I select what I buy carefully, why spend time trawling around boot 
fair's looking for dodgy gold-disks. And who would begrudge Komani $40 for 
Metal Gear Solid!!!! 


Territory lock out has little to do with piracy and more to do with 
protecting markets. Is the FF8 mod chip about anti-piracy, I doubt it. Ir's 
more likely a response to the fact that you can connect to the internet and 
order legit games from the US for pretty much a 1:1 $:£ ratio. 


- Miles 
Nick Ferguson <nickf@saqnet.co.uk> wrote in article 


<7a3pvs$7opll@chuka.playstation.co.uk>... 
> I disagree. 


> 

> Having NO protection just seems an invitation to piracy - imagine if 
EVERY 

> PlayStation could run pirate games "out-the-box" - it would be a 
nightmare 

> for Sony (and I can't see it doing the industry any good, either). Far 

> better to let every PS run *legit* games from anywhere, in fact - I wish 
the 


> NY was the "standard PS"! I would never have got my old grey PS chipped 
IfI 

> could have run SCEI and SCEA games on it from the off. I also think 
Sony's 

> new copy-protection scheme is a slap in the face for importers who DON'T 
buy 

> pirate software. But, I guess, maybe there aren't too many of them? :( 

> 
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> These are just the wishful ramblings of a die-hard importer, I know :) 

> 

> Nick F 

> 

> Ben Siroshton wrote in message <7a2cd1$2i83@scea>... 

>> 

> >On the whole other side, I disagree with having ANY type of protection. 
1 

> >for one make backup copies of my games, Լ one too many times have been 
> >playing with originals, friends and beer and end up scratching a disc. 
> This 

> >ultimately sucks! I think by having disc media you MUST be able to back 
up 

> >your stuff. Its too easily ruined. If people are going to pirate 
stuff, 

> >which they are and will never be stopped - why bother with the 
protection 

> at 

> >all. ԼԵ doesnt stop anyone from copying anything, it just makes it more 
of 

> >a pain for us to make backups. If (and there always is) a way around 
> >something, it will be hacked, there is no question about it. By 
removing 


> >any protection systems could be cheaper as well, ie,. no money going 
into 

> >R&D for protection "schemes". 

> 

>my 2 cents. 

> 

>-ben 

> 


> 
> 


VVVVVVVV VV 


—-MESSAGE FILE 17640 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001224 


—-MESSAGE FILE 17641 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001225 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / 
etc.) 

Date: Thu, 18 Feb 1999 23:23:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 101 

Message-ID: <7ai79pSbtf28@chuka.playstation.co.uk> 

References: <7aQ0a6u$714@scea> <36C40EC4.E4082468@datasys.net> 
<7al87mSo0v1l0@chuka.playstation.co.uk> <36C488C0.8DF59CF0@datasys.net> 
<7a2cd1$2i83@scea> <7a3pvs$7op11@chuka.playstation.co.uk> 
<slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 
<36C78CB5.85CD7DDC@hotmail .com> 
<slrn7Jcf3to.33b.tjs@longford.cs.monash.edu.au> 
<36C809B2.CA6FC2B0@manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> 
<7acm1l2Sbtf2@chuka.playstation.co.uk> 
<7aeknbSbtf7@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm00-05.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary="MS_Mac_OE_3002225000_137104_ MIME Part" 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1225 scee.yaroze.freetalk.english 
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> THIS MESSAGE IS IN MIME FORMAT. Since your mail reader does not understand 
this format, some or all of this message may not be legible. 


--MS_Mac_OE_3002225000_137104_MIME_ Part 
Content-type: text/plain; charset="US-ASCII" 
Content-transfer-encoding: 7bit 
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In article <7aeknbSbtf7@chuka.playstation.co.uk>, "Derek da Silva" 
<dasi@globalnet.co.uk> wrote: 


Publishers aren't likely to pass on benefits (acquired through advertising 
or otherwise) to the consumer, because in the full price games market, 
publishers do not compete on price. Prices are set at what the consumer is 
prepared to pay, and no publisher would break ranks and drop the price of 
their latest triple-a title, as it would force everyone to follow suit and 
spoil the cosy little conspiracy they've got going. 


Again I can't agree. Games do compete on price. What's one of the biggest 
advantages of Playtation over N64 ? Game Price. What's one of the biggest 
advatages of PC games over console games ? Price. Why did Deer Hunter do so 
well on release in the US against most expectations ? In part it's $20 
price. 


More importantly game compete on price with everything else we spend our 
money on: with books, CDs, videos, concert tickets, holidays, etc. The 
growth in the PSX market in recent years has not been at the expense not of 
other consoles or PC games, but at the expense of other non-game markets. 


New PSX and N64 games are fixed price, but that is largely the policy of the 
console companies that control the publishing of titles for their platforms. 
The PC market is much more diverse, with prices ranges much more widely. And 
there is competition between these markets, between them and (generally much 
cheaper) games for hend-helds, and with future consoles such as the 
Dreamcast. 


The games market is not the UK car market, or the x86 applications market, 
where a handful of manufacturers or a single publisher control a static 
market which is closed to new entrants. The games market is a fast moving, 
ever changing market, with new companies entering all the time, new 
platforms and technologies appearing every few months. 


John 
—-MS_Mac_OE_3002225000_137104_ MIME Part 
Content-type: text/html; charset="US-ASCII" 
Content-transfer-encoding: quoted-printable 


<HTML> 

<HEAD> 

<TITLE>Re: In-game advertising (was anti-mod chip / pirating / backups / et= 
c.)</TITLE> 

</HEAD> 

<BODY BGCOLOR=3D"#FFFFFF"> 

<BR> 


In article &1t;7aeknbSbtf7@chuka.playstation.co.uk&gt;, &quot;Derek da Silv= 

a&quot; &lt;dasi@globalnet.co.uk&gt; wrote:<BR> 

<BR> 

<BR> 

<BLOCKQUOTE>Publishers aren't likely to pass on benefits (acquired through = 
advertising or otherwise) to the consumer, because in the full price games m= 
arket, publishers <B>do not</B> compete on price. &nbsp;Prices are set at wh= 
at the consumer is prepared to pay, and no publisher would break ranks and d= 
rop the price of their latest triple-a title, as it would force everyone to = 
follow suit and spoil the cosy little conspiracy they've got going. &nbsp;<B= 

R> 

<BR> 

</BLOCKQUOTE>Again I can't agree. Games do compete on price. What's one of = 

the biggest advantages of Playtation over N64 ? Game Price. What's one of th= 

e biggest advatages of PC games over console games ? Price. Why did Deer Hun= 

ter do so well on release in the US against most expectations ? In part it's= 
$20 price.<BR> 

<BR> 

More importantly game compete on price with everything else we spend our mo= 

ney on: with books, CDs, videos, concert tickets, holidays, etc. The growth = 
in the PSX market in recent years has not been at the expense not of other c= 
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I'm sorry you thought I was being unhelpfull with my last response, but I 
offer the same advice to professional developers, plus with the Yaroze you 
don't have access to any other timers as they are used by the libraries 
internally. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6er7qh$13g5@scea>... 
>SCEE wrote in message <6eqm63$15r14@chuka.playstation.co.uk>... 


>>I think you would probally be better off using VSync(1) for most timing 
>>purposes ( it count's in hsyncs ) 

>>unless you want some really tight timing... 

>>But checking the time for a single small function ( <l Hsync ) can often 


>>give misleading results as the effects of other bus masters / cache 
history 
>>and dram refresh will sometimes give spurious results. 


> 

> 

>Boy thanks.. That was a rather informative response... Now I know how the 
>Root control timers work.. Լ'11 get right on it.... I don't mean to sound 
>rude or make your response seem unwanted.. It just frustrates me that even 
>simple things (or things you would imagine to be simple) are so poorly 
>understood.. I just wanted to try them. 

> 

>All sarcasm aside.... Does anyone know how to use them.. I don't care if 
1 

>can use VSync as a timer (I'm aware of that) or not... I want to know all 
1 


>can about the Yaroze, and the docs on the Root timers are very poorly 
>written... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 


—-MESSAGE FILE 1862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00565 


-—-MESSAGE FILE 1863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000566 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.event, scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: 20 Mar 1998 08:12:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bd53d8$859333a0$73d449c2@Angelal.intelligent-—group.com> 

References: <6es4o00$15r29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.event:16 scee.yaroze.freetalk.english: 566 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6es400$15r29@chuka.playstation.co.uk>... 
> At ~steved on SCEE 


Does this one auto detect Win95 Steve? 


BTW. I've got a new version օք my original ARS code now that supports PC 
driven download's as well 
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onsoles or PC games, but at the expense of other non-game markets.<BR> 

<BR> 

New PSX and N64 games are fixed price, but that is largely the policy of th= 
e console companies that control the publishing of titles for their platform= 
s. The PC market is much more diverse, with prices ranges much more widely. = 

And there is competition between these markets, between them and (generally 

much cheaper) games for hend-helds, and with future consoles such as the Dre 
amcast .<BR> 
<BR> 

The games market is not the UK car market, or the x86 applications market, = 
where a handful of manufacturers or a single publisher control a static mark= 
et which is closed to new entrants. The games market is a fast moving, ever = 
changing market, with new companies entering all the time, new platforms and= 
technologies appearing every few months.<BR> 

<BR> 

John 

</BODY> 

</HTML> 


--MS_Mac_OE_3002225000_137104_ MIME ՔՀԷԵԷ-- 


—-MESSAGE FILE 17641 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001225 


—-MESSAGE FILE 17642 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001226 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 

Date: Fri, 19 Feb 1999 03:08:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 214 

Message-ID: <7JaikjeSbtf30@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> <7acm12Sbtf2@chuka.playstation 

.co.uk> <7aeknbSbtf7@chuka.playstation.co.uk> <7ai79pSbtf28@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-41l.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0037_01BE5BB5.26BECFCO" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1226 scee.yaroze.freetalk.english 
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This is a multi-part message in MIME format. 


Sa =_NextPart_000_0037_01BE5BB5.26BECFCO 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Sorry John but Derek is right, games aren't sold on their price, its on = 
their quality and marketing, period. 

If you look at each games machine, whether its a games console, pc, 
handheld, whatever, you'll see that all the top/new games are roughly = 
the same price for their respective machine. I mean look at Goldeneye, 
it's still =A350 and that was released in 1997, and probably still = 
selling well. 
Basically what you are saying is that if Nintendo released Zelda64 2 = 
tommorow for =A350 and some other company released a total crap zelda = 
ripoff the same day for =A330, Nintendo would lose out coz everybody = 
would go flocking to buy the crap game which is cheaper, NO I don't = 
think so. That is why you can't compare video games to "concert tickets, 
holidays, etc". 

Top games will sell for as much as they can get away with. So what if = 
there are other games cheaper, don't tell me that when <insert your = 
favourite game yet to be released> comes out, you'll deciede not to buy 
it and instead opt for a cheaper game! 

And like I said before you won't see a penny of any extra revenue games 
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publishers get from the likes of advertising, especially since game = 
development gets more and more expensive not to mention risky for these = 
companies, but hay if you want to dream of the day that you can open up = 
your kellogs cornflakes and pull out a free game thanks to advertising = 
go right ahead, I don't want to be the one to ruin it for you :) 


Nuff said, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


John Blackburne wrote in message = 
<7ai79pSbtf28@chuka.playstation.co.uk>... 
=20 


In article <7aeknbSbtf7@chuka.playstation.co.uk>, "Derek da Silva" = 
<dasi@globalnet.co.uk> wrote: 
=20 


Publishers aren't likely to pass on benefits (acquired through = 
advertising or otherwise) to the consumer, because in the full price = 
games market, publishers do not compete on price. Prices are set at 
what the consumer is prepared to pay, and no publisher would break ranks 
and drop the price of their latest triple-a title, as it would force = 
everyone to follow suit and spoil the cosy little conspiracy they've got = 
going. =20 

=20 
=20 

Again I can't agree. Games do compete on price. What's one of the = 
biggest advantages of Playtation over N64 ? Game Price. What's one of 
the biggest advatages of PC games over console games ? Price. Why did 
Deer Hunter do so well on release in the US against most expectations ? = 
In part it's $20 price. 

=20 

More importantly game compete on price with everything else we spend = 
our money on: with books, CDs, videos, concert tickets, holidays, etc. = 
The growth in the PSX market in recent years has not been at the expense 
not of other consoles or PC games, but at the expense of other non-game = 
markets. 

=20 

New PSX and N64 games are fixed price, but that is largely the = 
policy of the console companies that control the publishing of titles = 
for their platforms. The PC market is much more diverse, with prices = 
ranges much more widely. And there is competition between these markets, 
between them and (generally much cheaper) games for hend-helds, and with = 
future consoles such as the Dreamcast. 

=20 

The games market is not the UK car market, or the x86 applications = 
market, where a handful of manufacturers or a single publisher control a = 
static market which is closed to new entrants. The games market is a = 
fast moving, ever changing market, with new companies entering all the 
time, new platforms and technologies appearing every few months. 

=20 

John=20 


= =_NextPart_000_0037_01BE5BB5.26BECFCO 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTID W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-—Type><TITLE>Re: In-game advertising (was anti-mod = 
chip / pirating / backups / etc.)</TITLE> 

<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffff> 
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<DIV><FONT color=3D#000000><FONT size=3D3>Sorry John but Derek is right, 
games=20 
aren't sold on their price, its on their quality and marketing, =20 
period.</FONT></FONT><FONT size=3D3></FONT></DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT = 
Size=3D3>If you look at=20 
each games machine, whether its a games console, pc, handheld, whatever, 
you'11=20 
see that all the top/new games are roughly the same price for their = 
respective=20 
machine. I mean look at Goldeneye, it's still &pound;50 and that was = 
released in=20 
1997, and probably still selling well.</FONT></DIV> 
<DIV><FONT size=3D3></FONT>Basically what you are saying is that if = 
Nintendo=20 
released Zelda6é4 2 tommorow for &pound;50 and some other company = 
released a=20 
total crap zelda ripoff the same day for &pound;30, Nintendo would lose 
out coz=20 
everybody would go flocking to buy the crap game which is cheaper, NO I = 
don't=20 
think so. That is why you can't compare video games to &quot;concert = 
tickets, =20 
holidays, etc&quot;.</DIV> 
<DIV>Top games will sell for as much as they can get away with. So what 
if there=20 
are other games cheaper, don't tell me that when &lt;insert your = 
favourite game=20 
yet to be releasedé&gt; comes out, you'll deciede not to buy it and = 
instead opt=20 
for a cheaper game!</DIV> 
<DIV><FONT size=3D3>And like I said before you won't see a penny of any 
extra=20 
revenue games publishers get from the likes of advertising, especially = 
since=20 
game development gets more and more expensive not to mention risky for = 
these=20 
companies, but hay if you want to dream of the day that you can open up = 
your=20 
kellogs cornflakes and pull out a free game thanks to advertising go = 
right=20 
ahead, I don't want to be the one to ruin it for you :)</FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV>Nuff said, </DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3>Rad.<BR><A=20 
href=3D"mailto: rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT><FONT=20 
size=3D3></FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 

<DIV>John Blackburne<JOHNB@HK.SUPER.NET> wrote in message &1lt;<A=20 


href=3D"mailto:7ai79pSbtf28@chuka.playstation.co.uk">7ai79pSbtf28@chuka.p= 
laystation.co.uk</A>égt; ...</DIV><BR><BR>---------- <BR>In=20 
article &l1t;<A=20 


href=3D"mailto: 7aeknbS$btf7@chuka.playstation.co.uk">7aeknbSbtf7@chuka.pla= 
ystation.co.uk</A>é&gt; ,=20 
&quot;Derek da Silva&quot; &lt;dasi@globalnet.co.ukégt; = 
wrote: <BR><BR><BR> 
<BLOCKQUOTE>Publishers aren't likely to pass on benefits (acquired=20 
through advertising or otherwise) to the consumer, because in = 
the full=20 
price games market, publishers <B>do not</B> compete on = 
price. &nbsp;=20 
Prices are set at what the consumer is prepared to pay, and no = 
publisher=20 
would break ranks and drop the price of their latest triple-a = 
title, as=20 
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it would force everyone to follow suit and spoil the cosy little = 


conspiracy they've got going.&nbsp; <BR><BR></BLOCKQUOTE>Again I = 

can't=20 

agree. Games do compete on price. What's one of the biggest 
advantages of=20 

Playtation over N64 ? Game Price. What's one of the biggest 
advatages of PC=20 

games over console games ? Price. Why did Deer Hunter do so well on 
release=20 

in the US against most expectations ? In part it's $20 = 
price.<BR><BR>More=20 

importantly game compete on price with everything else we spend our 
money=20 

on: with books, CDs, videos, concert tickets, holidays, etc. The = 
growth in=20 

the PSX market in recent years has not been at the expense not of = 
other=20 

consoles or PC games, but at the expense of other non-game=20 

markets.<BR><BR>New PSX and N64 games are fixed price, but that is = 
largely=20 

the policy of the console companies that control the publishing of 
titles=20 

for their platforms. The PC market is much more diverse, with prices = 
ranges=20 

much more widely. And there is competition between these markets, = 
between=20 

them and (generally much cheaper) games for hend-helds, and with = 
future=20 

consoles such as the Dreamcast.<BR><BR>The games market is not the = 
UK car=20 

market, or the x86 applications market, where a handful of = 
manufacturers or=20 

a single publisher control a static market which is closed to new 
entrants.=20 

The games market is a fast moving, ever changing market, with new 
companies=20 

entering all the time, new platforms and technologies appearing = 
every few=20 

months.<BR><BR>John </BLOCKQUOTE></BODY></HTML> 


— = _NextPart_000_0037_01BE5BB5 .26BECFC0-- 


—-MESSAGE FILE 17642 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001226 


—-MESSAGE FILE 17643 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001229 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: "Hello, hello, hello...Is there anybody out there?..." 
Date: Fri, 19 Feb 1999 17:08:18 +0200 

Organization: Here 

Lines: 6 

Message-ID: <7ak279S6h55@scea> 

NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The title is from a song if you do not know. Just checking, it has been a 
slow 9 days or so... 


Nathan Miller 


—-MESSAGE FILE 17643 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001229 


—-MESSAGE FILE 17644 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001230 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Me" <It@here.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Looking for help! 1 111111 
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Date: Fri, 19 Feb 1999 17:15:31 +0200 

Organization: Here 

Lines: 24 

Message-ID: <7ak2koS$6h56@scea> 

NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To all. I am tiered. I have been working hard on game ideas, theory and 
even a few 3D models. I need help now. I have come to the conclusion that 
I need some help from other members to make a game that will rival what is 
being pumped out of SCEI and SCEE. I want a 3D game that is something like 
an adventure game or war game or something. Something not too simple, but 
something not too hard. 


I have heard this on the newsgroup before by other people, but I haven't 
seen anything come of it. 1 am looking for 2 or 3 other people that want to 
program and can devote a little time to emailing back and forth code and 
ideas that we can compile into a game. 


THIS IS NOT A JOKE OR A FLEETING ATTEMPT. THIS IS THE REAL THING. I KNOW 
THERE ARE PEOPLE OUT THERE THAT WANT TO PROGRAM. I NEED PEOPLE WITH SKILL 
TO JOIN THE GROUP. I BELIEVE THAT I HAVE THE SKILLS TO PROGRAM WELL AND I 
CAN MAKE 3D MODELS AND EVEN A TEXTURE OR TWO. EMAIL ME IF YOU ARE 
INTERESTED. 


NATHAN MILLER 
KIRYU@AOL.COM 


—-MESSAGE FILE 17644 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001230 


--MESSAGE FILE 17645 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001231 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: "Hello, hello, hello...Is there anybody out there?..." 
Date: Fri, 19 Feb 1999 09:29:10 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <7ak6uc$6h57@scea> 

References: <7ak279S6h55@scea> 

NNTP-Posting-Host: tide76.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.1012.1001 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.1012.1001 


Just nod if you can hear me... Is there anyone at home? 
Nope, never heard that song before. *grin* 


Me <It@here.com> wrote in message news:7ak279S6h55@scea... 
The title is from a song if you do not know. Just checking, it has been a 
slow 9 days or so... 


> 
> 
> 
> Nathan Miller 
> 
> 


-—-MESSAGE FILE 17645 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001231 


——MESSAGE FILE 17646 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001232 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: "Hello, hello, hello...Is there anybody out there?..." 

Date: Fri, 19 Feb 1999 23:39:16 GMT 
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Organization: SCEA News Server 

Lines: 10 

Message-ID: <36cdf£5f0.8490468@news.scea.sony.com> 
References: <7ak279S$6h55@scea> 

NNTP-Posting-Host: client-119-225.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Yep. 

—Matt 

We are watching. 

We are waiting. 

That is all... for now. 


——MESSAGE FILE 17646 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001232 


——MESSAGE FILE 17647 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001233 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Terry Chang? 
Date: Sun, 21 Feb 1999 11:57:05 -0500 

Organization: Identical Software 

Lines: 18 

Message-ID: <36D03AE1.5E9CDF13@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Anyone know the email address of Terry Chang (SCEA member) ? 


Terry, you should put your email address on your web page or in your 
readme files. I tried out NowhereLand and NowhereLand II. Since I'm 
not familiar with Attack, NowhereLand was new to me. The documentation 
should probably point out that you need to kill star thing and protect 
the red thing. Also it might be nice if you displayed the current level 
somewhere. 


Also I suggest you put an notice on Nick's Net Yaroze Members' Demos 
Hub. 
http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 


Also any other SCEAers out there, try to post notices to Nick's site. 
(I'm sick of being the only SCEA demo on there.) 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17647 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001233 


—-MESSAGE FILE 17648 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001234 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: GDC in San Jose 

Date: Mon, 22 Feb 1999 12:25:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <VariétSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1234 scee.yaroze.freetalk.english 
73583 


Hi all, 
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I posted a message a while back seeing if anyone except myself were thinking 
of going to the GDC in San Jose CA this year. I know that Will Atkin 
responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


So basically are any SCEA/SCEE members going to the GDC, and if so shall we 
meet up one day? What about any Sony SCEE/SCEA employees? 


If we did meet up would it be the first meet between SCEA and SCEE members? 


Bob Shand 
298rcs@tay.ac.uk 


—-MESSAGE FILE 17648 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001234 


—-MESSAGE FILE 17649 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001235 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 22 Feb 1999 09:39:49 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <7arq96$6h513@scea> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1235 scee.yaroze.freetalk.english 
23585 


When is it? 
-charles 


>I posted a message a while back seeing if anyone except myself were 
thinking 

>of going to the GDC in San Jose CA this year. I know that Will Atkin 
>responded (Sorry I didn't speak to you about it Will, I've been v.busy). 
> 
>So basically are any SCEA/SCEE members going to the GDC, and if so shall we 
>meet up one day? What about any Sony SCEE/SCEA employees? 

> 

>If we did meet up would it be the first meet between SCEA and SCEE members? 
> 

>Bob Shand 

>298rcs@tay.ac.uk 


VVVVVV 


—-MESSAGE FILE 17649 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001235 


—-MESSAGE FILE 17650 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001236 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 22 Feb 1999 15:12:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7VarrvdSerp28@chuka.playstation.co.uk> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <7arq96$6h513@scea> 
NNTP-Posting-Host: co3161.tay.ac.uk 


Net Yaroze newsgroups message dump.txt Page 11908 


X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1236 scee.yaroze.freetalk.english 
23586 


Charles Nicholson wrote in message <7arq96S6h513@scea>... 
>When is it? 

>-charles 

> 


I think the dates are something like 
15 March to the 19th March 


For more info check out the web site 
www.gdconf.com 


Cheers 
Bob 


--MESSAGE FILE 17650 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001236 


——MESSAGE FILE 17651 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001237 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 22 Feb 1999 09:11:03 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <36D18FA7.36BEBD3A@vmlabs.com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs58.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1237 scee.yaroze.freetalk.english 
23588 


I wasn't planning on attending GDC, but since I live in the area I'd 
be willing to meet up. What day is it on? 


Scott 

> Hi all, 

> 

> I posted a message a while back seeing if anyone except myself were thinking 
> of going to the GDC in San Jose CA this year. I know that Will Atkin 

> responded (Sorry I didn't speak to you about it Will, I've been v.busy). 

> 

> So basically are any SCEA/SCEE members going to the GDC, and if so shall we 
> meet up one day? What about any Sony SCEE/SCEA employees? 

> 

> If we did meet up would it be the first meet between SCEA and SCEE members? 
> 

> Bob Shand 

> 298rcs@tay.ac.uk 


—-MESSAGE FILE 17651 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001237 


--MESSAGE FILE 17652 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001238 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 
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Date: Mon, 22 Feb 1999 18:11:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7J7as6éeqSerp29@chuka.playstation.co.uk> 

References: <7arié6tS$erp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1238 scee.yaroze.freetalk.english 
23589 


Check the message above. I think the conference runs from the 15th March to 
the 19th, but dont quote me on that. 


Bob 

Scott Cartier wrote in message <36D18FA7.36BEBD3A@vmlabs.com>... 

>I wasn't planning on attending GDC, but since I live in the area I'd 
>be willing to meet up. What day is it on? 

> 

>Scott 

> 

> 


--MESSAGE FILE 17652 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001238 


—-MESSAGE FILE 17653 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001239 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Mon, 22 Feb 1999 10:47:26 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <36D1A63E.6C40107C@vmlabs.com> 

References: <7ari6tS$erp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> <7 
as6eqSerp29@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs58.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1239 scee.yaroze.freetalk.english 
23590 


> Check the message above. I think the conference runs from the 15th March to 
> the 19th, but dont quote me on that. 


I tried, but for some reason that message gave my news reader fits. 


Hmm, since that's during the week I won't be able to take time off to 


meet during the day. If it's done later in the evening I could make 
it. The later the better as traffic is a pain until around 7pm. 
Scott 


--MESSAGE FILE 17653 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001239 


——MESSAGE FILE 17654 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001240 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Mon, 22 Feb 1999 22:12:57 -0600 

Organization: Ed Federmeyer 

Lines: 30 

Message-ID: <7Jat9t5$8 jb7@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mS$o0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
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7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 
manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> <7acm12Sbtf2@chuka.playstation 
.co.uk> <7aeknbSbtf7@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1240 scee.yaroze.freetalk.english 
23598 


> Derek da Silva wrote in message 
<7aeknbSbtf7@chuka.playstation.co.uk>.. 

> >E.g. you might see more resources invested in developing a game with 
the 

> >help of the additional revenue from advertising. 


v 


> As long as we don't get any more Cool Spot or Chester Cheetah games, 
eh? 


Hmmm? I *liked* Cool Spot on the SNES. I just pulled it out 

the other weekend and played it as a matter of fact. It controls 

very well (it's very responsive, and intuitive). The little animations 
are very amusing and entertaining. (I love it when the Cool Spot 
sticks hit tongue out at the player! :-) The music is pretty 

good, certainly peppy and appropriate for a "bubbly" game 

like it's supposed to be. 


About the only thing I didn't like about it was the bathtub level 
where if you fall into the water, your die, and there were places 
where you'd have "leaps of faith". Leaps of faith are 

a very bad thing in platformers. (Rayman on the PSX is also 

very very bad with leaps of faith. ugh. The "music" worlds 

are awful that way. Too bad, otherwise PSX Rayman is 

an okay game). 


What did you not like about Cool Spot? 


EdF 


—-MESSAGE FILE 17654 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001240 


——MESSAGE FILE 17655 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001241 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ ե JapLish 101 

Date: Tue, 23 Feb 1999 01:28:56 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36D274D8.DF3E9170@znet .com> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> <7afiiqSbtf1l0@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-25.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1241 scee.yaroze.freetalk.english 
73599 


> DEnnis Brinkhuis wrote in message <ldmz8te.135rub8yhq0u4N@al1-88- 

> >... but how do you pronoune Yaroze? 

> 

> The five Japanese vowels have only one pronunciation each - the ones that concern 
us here: 

> 


a as in father 
e as in edge or melody 
o as in solo or oasis 


Each syllable is given equal stress, so yeah, I'd say 'yah-row-zay' is pretty clos 
to the mark. 


Փ V V V V V 
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(so you can use the AR to download the graphics & sounds for siocons style 
projects as well). To be 
released RSN, but you can have a prelim version if you want..... 


Craig. 


—-MESSAGE FILE 1863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00566 


—-MESSAGE FILE 1864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000567 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: 20 Mar 1998 08:14:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01bd53d8$d0c73740$73d449c2@Angelal.intelligent-—group.com> 

References: <6ertm1$15r20@chuka.playstation.co.uk> <35105072.FD2COEBB@codeworks.demo 
n.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jim <jim@codeworks.demon.co.uk> wrote in article 

<35105072 .FD2COEBB@codeworks.demon.co.uk>... 

> I'd be up for it. 

Although I can just imagine the punters pointing and shouting 'Nerds!' 
Any time's cool, midweek probably better. 


Where in nodnol? 


VVVVVV 


Jim. 

They'd not point at Steve & me and point nerd ;) 

(Steve's a 6 foot something biker, I'm a Newcastle born Northern git) 
Craig. 


-—-MESSAGE FILE 1864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00567 


—-MESSAGE FILE 1865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000568 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: 20 Mar 1998 08:14:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd53d8$e8727b20$73d449c2@Angelal.intelligent-—group.com> 
References: <6ertml1$15r20@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6ertm1$15r20@chuka.playstation.co.uk>... 

> Any Yaroze owners fancy meeting ina 

> London pub to talk Yaroze ? 

> Steve 


You know I'm there..... 


Craig. 
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> 
> Derek :%) 


Yes, that's row like in row your boat. 

As I understand it, 

for the o, don't round your lips as much as in english, and raise 
the back of tongue a little more than in english. 

For the Japanese word yaroze, it is actually a long o, meaning 

it is held for two counts, twice as long as the ah. 

To indicate this, the romanization (conversion to roman letters 
from japanese hirigana characters ya, ro, u, ze) should really be yarouze, 
which is how it appears sometimes so people wrongly 

pronounce it like pound or sour. Other romanization systems would 
have it yaroze with a bar over the o, or yarooze. 


I asked my Japanese teacher how it would be used and she said 
it's a rough word, for example, the Japanese Yakuza gangsters 
might say "yarouze" ("let's do it!") right before they kill someone. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender. html 
—-MESSAGE FILE 17655 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001241 


—-MESSAGE FILE 17656 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001242 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Tue, 23 Feb 1999 17:39:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7auougSerp40@chuka.playstation.co.uk> 

References: <7Vari6tSerp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> <7 
as6eqSerp29@chuka.playstation.co.uk> <36D1A63E.6C40107C@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1242 scee.yaroze.freetalk.english 
:3600 


Yeah cool, as I'm not sure what time I'll be working yet I'll have to let 
you know later on. Will this De ok? 


Bob 

Scott Cartier wrote in message <36D1A63E.6C40107C@vmlabs.com>... 

>> Check the message above. I think the conference runs from the 15th March 
to 

>> the 19th, but dont quote me on that. 

> 


>I tried, but for some reason that message gave my news reader fits. 
> 
>Hmm, since that's during the week I won't be able to take time off to 


>meet during the day. If it's done later in the evening I could make 
>it. The later the better as traffic is a pain until around 7pm. 

> 

>Scott 


——MESSAGE FILE 17656 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001242 


——MESSAGE FILE 17657 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001243 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Tue, 23 Feb 1999 10:53:34 -0800 

Organization: SCEA News Server 

Lines: 7 
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Message-ID: <36D2F92E.BB4EBAC5@vmlabs.com> 

References: <7ari6étSerp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> <7 
as6eqSerp29@chuka.playstation.co.uk> <36D1A63E.6C40107C@vmlabs.com> <7auougSerp40@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1243 scee.yaroze.freetalk.english 
23602 


T 


> Yeah cool, as I'm not sure what time I'll be working yet I'll have to let 
> you know later on. Will this be ok? 


Yeah, no rush. Since it's during the week, chances are I won't make 
any conflicting plans between now and then. 


Scott 
--MESSAGE FILE 17657 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001243 


——MESSAGE FILE 17658 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001244 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Wed, 24 Feb 1999 23:34:10 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 17 

Message-ID: <developer-2402992334100001@192.168.0.1> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a2cd1$2i83@scea> 
NNTP-Posting-Host: prol-159.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1244 scee.yaroze.freetalk.english 
23606 


When Internet, and Gaming systems become Interactive Broadcvast Television 
Media systems, where No Matter where you are, you can play anything, You 
either A: Have to put up with pointless advertising, or B: Pay through the 
nose for Ad-Less content. or C: Goto a media outlet and play a 
"Limited-Use" technologies. 


Only in Education, or as part of an Open Software Source group, will you 
see content that does not need to be protected. 


This means the target group that is focussing on Piracy, will have nothing 
to do but develop code. This may help. 


As for MP3, that was a opportunity lost by some distributors. But Look for 
those that adapt well. Especially with Audio Advertising. They will be the 
leaders well into the year 2000 and beyond. 


-sean 
——MESSAGE FILE 17658 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001244 


——MESSAGE FILE 17659 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001245 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Thu, 25 Feb 1999 12:28:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <36D541DC.3017DDA2@hinge.mistral.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <developer-24029 
92334100001@192.168.0.1> 

NNTP-Posting-Host: 195.184.231.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


Net Yaroze newsgroups message dump.txt Page 11913 


Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1245 scee.yaroze.freetalk.english 
2360) 


Sean Kennedy wrote: 


When Internet, and Gaming systems become Interactive Broadcvast Television 
Media systems, where No Matter where you are, you can play anything, You 
either A: Have to put up with pointless advertising, or B: Pay through the 
nose for Ad-Less content. or C: Goto a media outlet and play a 
"Limited-Use" technologies. 


V V V V V 


I used to work for an interactive TV company (mentioning no names, but they 


are now part of Cable & Wireless). It's not all it's cracked up to 
Je «4:52 unless 
it's improved vastly in the last 6 monthes (if Che's reading this maybe he can 


comment). 


It's funny, but a lot of the old hard-core programming team from there got 
a yaroze (myself, Mark, Jose, Steve Dunn, Stevie Barnes) - even if I'm the 
only one who keeps up with it. Any of the old crew want to sing out about 

Interactive TV. 


> -sean 


Craig. 
(laughing now) 


--MESSAGE FILE 17659 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001245 


—-MESSAGE FILE 17660 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001246 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Thu, 25 Feb 1999 18:46:44 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <ldnr792.euybzolkjym6é4N@dnai-207-181-206-14.dialup.dnai.com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: dnai-207-181-206-14.dialup.dnai.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1246 scee.yaroze.freetalk.english 
23611 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote: 
Hi all, 
I posted a message a while back seeing if anyone except myself were thinking 


of going to the GDC in San Jose CA this year. I know that Will Atkin 
responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


VVVVV 


i'll be at the gdc this year, all week. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 17660 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001246 


—-MESSAGE FILE 17661 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001247 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 
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Date: Tue, 2 Mar 1999 08:50:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7biqvrS9he9@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <developer-24029 
92334100001@192.168.0.1> <36D541DC.3017DDA2@hinge.mistral.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1247 scee.yaroze.freetalk.english 
:3646 


I am now painting boats in Greece for a living. 

With regards to interactive TV, I must say that the Euro 96 interactive 
stuff was absolutely incredible. 

I'd even compare this greatness to the quality of their Windows tools. 


Craig, where's my wedding invite? 


Steve 
Boato Painto Corp. 
Boats painted from as little as 100 drac 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

news :36D541DC.3017DDA2@hinge.mistral.co.uk... 

> 

> 

>Sean Kennedy wrote: 

> 

>> When Internet, and Gaming systems become Interactive Broadcvast 
Television 

>> Media systems, where No Matter where you are, you can play anything, You 
>> either A: Have to put up with pointless advertising, or B: Pay through 
the 

>> nose for Ad-Less content. or C: Goto a media outlet and play a 

>> "Limited-Use" technologies. 


> 

>I used to work for an interactive TV company (mentioning no names, but they 
>are now part of Cable & Wireless). It's not all it's cracked up to 

>be..... unless 

>it's improved vastly in the last 6 monthes (if Che's reading this maybe he 


can 


> 

>comment). 

> 

>It's funny, but a lot of the old hard-core programming team from there got 
>a yaroze (myself, Mark, Jose, Steve Dunn, Stevie Barnes) - even if I'm the 


>only one who keeps up with it. Any of the old crew want to sing out about 
>Interactive TV. 

> 

>> -sean 

> 

>Craig. 

>(laughing now) 

> 

> 


—-MESSAGE FILE 17661 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001247 


--MESSAGE FILE 17662 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001248 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Hmmm 

Date: Wed, 03 Mar 1999 09:35:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
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Message-ID: <36DD0277.1447@bristol.ac.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: n63.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:446 scea.yaroze.pr 
ogramming.codewarrior:390 scee.yaroze.freetalk.english:3648 scea.yaroze.freetalk:124 


OK, at the risk of sounding like a complete moron, where is the update? 
I've searched the Metrowerks site and found nothing, am I looking in the 
wrong place, or has it not been released yet? 


Cheers, 


Tom 
-—-MESSAGE FILE 17662 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001248 


—-MESSAGE FILE 17663 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001249 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 13:03:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7bjbos$9hel4@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:447 scea.yaroze.pr 
ogramming.codewarrior:391 scee.yaroze.freetalk.english:3654 scea.yaroze.freetalk:124 


I check the site for the update every couple of days and I still haven't 
seen it :-( 


The guy at Metrowerks said he would mail me when the pacth was actually 
released. All I can suggest is that we (as a collective group <grin>) mail 
Metrowerks technical support to enquire where the patch has gone. 
Apparently it has finished being tested. 


Cheers 
Bob 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


——MESSAGE FILE 17663 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001249 


——MESSAGE FILE 17664 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001250 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Mathieu Tanguay <mtanguay@megatoon.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: problem linking 

Date: Wed, 03 Mar 1999 17:47:17 -0500 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <36DDBBF5.38EA3CAB@megatoon.ca> 
NNTP-Posting-Host: qtmtll.megatoon.ca 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


i've writtin an app on the net yaroze using two library, the libps.lib 
and the libsio.lib. 
The problem is that when I execute make I get errors like this: 


Main.c: undefined reference to '_sio_control' 
Main.c:relocation truncated to fit: JMPADDR _sio_control 


It seems that the linker takes by default libps.a and doesn't find that 
function in it. 
My question is how do i do to link new library to that file (if thats 
the problem) or how can i include library in my makefile? 


Thanks 
Reiko 


—-MESSAGE FILE 17664 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001250 


—-MESSAGE FILE 17665 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001251 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Old Developments 

Date: Wed, 03 Mar 1999 20:51:12 -0500 

Organization: Identical Software 

Lines: 10 

Message-ID: <36DDE710.5C2429C1@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


While reading the conversations about the new playstation, I started 
wondering what happens to the old development kits. Are they just held 
onto by companies? For example what happened to NES, SuperNES and 
Genesis development kits. 


Instead of a Yaroze project why don't they just sell an older 
generation's development kit? 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17665 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001251 


—-MESSAGE FILE 17666 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001252 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Old Developments 

Date: Thu, 4 Mar 1999 16:34:08 +1300 

Organization: Sidhe Interactive 

Lines: 31 

Message-ID: <7bkuesS9he24@chuka.playstation.co.uk> 
References: <36DDE710.5C2429C1@identicalsoftware.com> 
NNTP-Posting-Host: p26-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Dennis Payne wrote in message <36DDE710.5C2429C1@identicalsoftware.com>... 
>While reading the conversations about the new playstation, I started 
>wondering what happens to the old development kits. Are they just held 
>onto by companies? For example what happened to NES, SuperNES and 
>Genesis development kits. 

> 

>Instead of a Yaroze project why don't they just sell an older 
>generation's development kit? 
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I expect Sony will continue its professional development programme for the 
first generation Playstation for a while yet. Given the current installed 
market of 50 million Playstations I would still expect to see PSX titles 


coming out long after the release of the PSX2 


Besides, if Sony tried to flog dev kits cheaply they would be snapped up by 
pro developers pretty fast (I know we could do with another one even after 
we get our hands on a PSX2 dev kit). 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 17666 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001252 


—-MESSAGE FILE 17667 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001253 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm - Good news 

Date: Thu, 4 Mar 1999 10:45:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <7blo3k$9he26@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:448 scea.yaroze.pr 


ogramming.codewarrior:392 scee.yaroze.freetalk.english:3664 scea.yaroze.freetalk:125 
3 


The update has now been released, I've just checked the Metrowerks site and 
it still doesn't show but it is on the SCEE Yaroze server, check under the 
news section for details. The pacth is under development in the tools 
section. 


Hope this helps 


Bob 
298rcs@tay.ac.uk 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


——MESSAGE FILE 17667 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001253 


--MESSAGE FILE 17668 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001254 
Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 
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Date: Wed, 3 Mar 1999 18:19:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7bmi24S9he30@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> <7bj 
bos$9hel4@chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-205-3.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:451 scea.yaroze.pr 
ogramming.codewarrior:393 scee.yaroze.freetalk.english:3667 scea.yaroze.freetalk:125 
4 


I just went to www.metrowerks.com 


followed the downloads link, chose Codewarrior for Net Yaroze in the list 
box, chose a link to download it from. 


Did take me a few try though, server kept on timing out. 


Also I don't know what difference it made! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7bjbos$9hel4@chuka.playstation.co.uk>... 

>I check the site for the update every couple of days and I still haven't 
>seen it :-( 

> 

>The guy at Metrowerks said he would mail me when the pacth was actually 
>released. All I can suggest is that we (as a collective group <grin>) mail 
>Metrowerks technical support to enquire where the patch has gone. 
>Apparently it has finished being tested. 

> 

>Cheers 

>Bob 

> 

>>OK, at the risk of sounding like a complete moron, where is the update? 
>>I've searched the Metrowerks site and found nothing, am I looking in the 
>>wrong place, or has it not been released yet? 

>> 

>>Cheers, 

>> 

>> Tom 

> 

> 


—-MESSAGE FILE 17668 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001254 


—-MESSAGE FILE 17669 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001255 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Tue, 09 Mar 1999 21:59:08 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 20 

Message-ID: <developer—0903992159080001@192.168.0.1> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al1-—88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> <7aac97$6p320@chuka.playstation.co.uk> 
NNTP-Posting-Host: prol-161.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1255 scee.yaroze.freetalk.english 
23736 


In article <7aac97S6p320@chuka.playstation.co.uk>, "Frkt1-X" 
<matt@frktl.freeserve.co.uk> wrote: 


> >There was a wav file floating around that had the ‘official' pronunciation 
> >of yah-roo-zee, although a lot of members pronounce it yah-rooze or 
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>yah-row-zee. 


> 
> 
> 
> the 'e' is accented so isnt it: 'yah-row-zay', like anime is pronounced 
> 'an-im-ay' ? 


Yep, get the following file: 
http://hal.humberc.on.ca/~kennedy/NetYar.wav 


And you will find out how to pronounce the "Net Yaroze" to "Lets go Do 
Something." Literal in Japanese I think is "Let's go to it." Similar to 
"let's go do it" 


-sean 
——MESSAGE FILE 17669 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001255 


——MESSAGE FILE 17670 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001256 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Wed, 10 Mar 1999 12:58:07 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 27 

Message-ID: <developer-1003991258080001@192.168.0.1> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> <7aac97S$6p320@chuka.playstation.co.uk> 
<developer—-0903992159080001@192.168.0.1> 

NNTP-Posting-Host: pro2-208.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1256 scee.yaroze.freetalk.english 
23745 


> > >There was a wav file floating around that had the ‘official' pronunciation 
> > >of yah-roo-zee, although a lot of members pronounce it yah-rooze or 

> > >yah-row-zee. 

> > the 'e' is accented so isnt it: 'yah-row-zay', like anime is pronounced 
> > 'an-im-ay' ? 

> 

> Yep, get the following file: 

> http://hal.humberc.on.ca/~kennedy/NetYar.wav 

> And you will find out how to pronounce the "Net Yaroze" to "Lets go Do 

> Something." Literal in Japanese I think is "Let's go to it." Similar to 

> "let's go do it" 

> -sean 


For Yaroze Members try the following too: 


http://www.scea.sony.com/net/yaroze/pages/ftp/skennedy/netyyar.wav 


Did anyone get the recent EGM? 


Neat Writeup about the Connectix VGS. 
Connectix couldn't wait till the PSX went out of production. 


Hate to be in their shoes. 


-sean 
——MESSAGE FILE 17670 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001256 


——MESSAGE FILE 17671 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001257 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Wed, 10 Mar 1999 18:29:51 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <36e6b967.12716699@205.149.189.29> 
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References: <79o0utl1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-—88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> <7aac97S$6p320@chuka.playstation.co.uk> 
<developer-—0903992159080001@192.168.0.1> <developer-1003991258080001@192.168.0.1> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1257 scee.yaroze.freetalk.english 
23746 


On Wed, 10 Mar 1999 12:58:07 -0500, developer@woodentulip.com (Sean 
Kennedy) wrote: 


>For Yaroze Members try the following too: 

> 
>http://www.scea.sony.com/net/yaroze/pages/ftp/skennedy/netyyar.wav 
> 


Ooops, I had a typo when I released that file for Sean. You can now 
find it where it should really be: 


http: //www.scea.sony.com/net/yaroze/pages/ftp/skennedy/netyar.wav 


Mario 
—-MESSAGE FILE 17671 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001257 


--MESSAGE FILE 17672 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001258 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Wed, 10 Mar 1999 13:53:27 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36E6E9D7.186F84C1@vmlabs.com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs52.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1258 scee.yaroze.freetalk.english 
23748 


Hello, 


GDC is next week and Robert and I are going to try to meet up. Is 
anyone else going to the conference, or live in the bay area? 


I feel so left out after seeing the pics from the Edinburgh meet :) 


Scott 
--MESSAGE FILE 17672 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001258 


—-MESSAGE FILE 17673 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001259 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Thu, 11 Mar 1999 13:26:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7c8g40$cij14@chuka.playstation.co.uk> 

References: <VJariétSerp25@chuka.playstation.co.uk> <36E6E9D7.186F84C1@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1259 scee.yaroze.freetalk.english 
23751 
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-—-MESSAGE FILE 1865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00568 


—-MESSAGE FILE 1866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000569 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Code W****r 

Date: 20 Mar 1998 08:26:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <0Olbd53da$83ff£d780$73d449c2@Angelal.intelligent-—group. com> 

References: <3509BEF1.27D0@kprob.demon.co.uk> <01lbd4£38$cc655dc0$79d449c2@Angelal.in 
telligent-group.com> <350C31A1.54F2@manc.u-net.com> <01bd507c$7472f6a0$74d449c2@Ange 
lal.intelligent-group.com> <350D2CB7.52EA@manc.u-net.com> <6ek003$dud26@chuka.playst 
ation.co.uk> <ira.rainey—1603982140270001@host5—-99-56-9.btinternet.com> <6ep7vs$15r6 
@chuka.playstation.co.uk> <ira.rainey-1803982025380001@host5-99-44-147.btinternet.co 
m> <6epdls$15r7@chuka.playstation.co.uk> <ira.rainey—1903981819500001@host5-99-48-46 
-btinternet.com> <6es40v$15r22@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


JohnT <johnt@nettech.demon.co.uk> wrote in article 
<6es40v$15r22@chuka.playstation.co.uk>... 

> Show me someone who claims they can make a complex program that is 100% 
bug 

> free and I will show you a liar! 

> Comparing bugs in a vastly complex system such as NT with the bugs ina 
> comparatively simple program is like comparing chalk and cheese. Given 
the 

> size and number of bugs I would say NT has about 2-5% buggy code and CW a 
> lot more (only judging from reports I've seen on the news groups, I have 
not 

> used it enough to form a percentage!! ;) 


NT is a very bad, slow and unreliable system (when compared to Solaris for 
Intel). 


> It would be more prudent to compare CW with, say, Microsoft's Developer 
> studio. In all the time I have used Developer Studio I have not seen 
nearly 

> half the amount of bugs as have been reported for CW. 


CW shouldn't be compared to MS Dev Studio (a mass market dev system). It 
should be 

compared to other embedded systems dev kits - most are based around the 
Cygnus GNU 

tools. Other examples include Microtec- very expensive (just the debugger 
for the 68K is £1500) 

and not as good, and Green Hills (very good, but much more expensive with a 
GUI that emulates X 

Windows (original XLib) on a PC). 


Taken in context CW is fantastic. 
> JohnT 


Craig. 
—-MESSAGE FILE 1866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00569 


—-MESSAGE FILE 1867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000570 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.event, scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: Fri, 20 Mar 1998 10:51:45 -0000 
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Yeah, come on you SCEA members. Two people really isn't a get together. 
The more the merrier. 


Bob 
SCEE member and photographer 
298rcs@tay.ac.uk 


Scott Cartier wrote in message <36E6E9D7.186F84C1l@vmlabs.com>... 


>Hello, 

> 

>GDC is next week and Robert and I are going to try to meet up. Is 
>anyone else going to the conference, or live in the bay area? 

> 


>I feel so left out after seeing the pics from the Edinburgh meet :) 
> 


>Scott 


--MESSAGE FILE 17673 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001259 


—-MESSAGE FILE 17674 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001260 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 09:52:40 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1260 scee.yaroze.freetalk.english 
23753 


I just thought of something. Since PS2 will be BC with the original 
I will no longer have to disconnect my Yaroze from my computer so I 
can play a game on the larger TV in my living room. Yay! 


How do you all have your Yaroze's set up? I have a smaller TV in the 
bedroom along with my computer - both connected to my Yaroze. The 
larger TV is out in the main room of the apartment. When I was playing 
Metal Gear I made a point of transporting the Yaroze out to the bigger 
TV (and better stereo system). I might end up doing the same for 
Silent Hill, but it's just not worth the trouble for other games. 


Scott 
—-MESSAGE FILE 17674 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001260 


—-MESSAGE FILE 17675 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001261 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 10:00:21 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <7c907fShup3@scea> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: tide71.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.203 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.203 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1261 scee.yaroze.freetalk.english 
23754 
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I have my Yaroze hooked up to a TV Tuner card in my PC. So when I'm working 
on the Yaroze, its display is in a window on my desktop. Very nice. 


As for playing games, I have a regular gray PlayStation hooked up to the TV 
in my living room along with my N64. 


-Steve 


Scott Cartier <scartier@vmlabs.com> wrote in message 

news:36E802E8.C3A67A0C@vmlabs.com... 

> I just thought of something. Since PS2 will be BC with the original 
I will no longer have to disconnect my Yaroze from my computer so I 
can play a game on the larger TV in my living room. Yay! 


> 
> 
> 
> How do you all have your Yaroze's set up? I have a smaller TV in the 

> bedroom along with my computer - both connected to my Yaroze. The 

> larger TV is out in the main room of the apartment. When I was playing 
> Metal Gear I made a point of transporting the Yaroze out to the bigger 
> TV (and better stereo system). I might end up doing the same for 

> Silent Hill, but it's just not worth the trouble for other games. 

> 
> 


Scott 


--MESSAGE FILE 17675 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001261 


—-MESSAGE FILE 17676 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001262 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 10:15:02 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36E80826.2E2608D4@vmlabs.com> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7c907fShup3@scea> 

NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1262 scee.yaroze.freetalk.english 
£3755 


Yeah, i guess most everyone probably has a normal gray Playstation too. 
I sold mine to a friend once I got the Yaroze. Oh well. 


Scott 


I have my Yaroze hooked up to a TV Tuner card in my PC. So when I'm working 
on the Yaroze, its display is in a window on my desktop. Very nice. 


> 
> 
> 
> As for playing games, I have a regular gray PlayStation hooked up to the TV 
> in my living room along with my N64. 

> 

> -Steve 

—--MESSAGE FILE 17676 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001262 


—-MESSAGE FILE 17677 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001263 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 12:34:06 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <36E828BD.B4D71451@znet.com> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: scts1-35.znet.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1263 scee.yaroze.freetalk.english 
23796 


Scott Cartier wrote: 
> How do you all have your Yaroze's set up? 


I have it hooked up via an hacked RGB SCART cable to an 

old Atari ST SC1224 monitor. The Atari monitor only 

groks separate vertical and horizontal sync, so I made 

a sync separator circuit with a National Semiconductor 

LM1881 chip. The picture is unbelievably sharp, and 

the colors are fantastic. Plus it works with both 

PAL and NTSC modes, so I can run all those SCEE programs, heh. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 17677 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001263 


—-MESSAGE FILE 17678 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001264 
Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 21:18:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7c9btiScijl6@chuka.playstation.co.uk> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: th-pm04-38.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1264 scee.yaroze.freetalk.english 
$3797 


> How do you all have your Yaroze's set up? 


Mine sits on top of my small TV in the lounge, just like anyone elses grey 
version. The colour and the extra cable hanging off it terminating ina 
serial connector give away its real purpose. To use if for other than 
playing games I connect it to my laptop: a Mac PowerBook 3400 so I need an 
extra cable to connect it, & so I can site half way across the room and work 
in comfort. 


John 
——MESSAGE FILE 17678 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001264 


—-MESSAGE FILE 17679 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001265 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: 11 Mar 1999 21:51:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01b9ee68$d730ac20$015e38d4@gareth> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7c907fShup3@scea> <36E80826.2E2608D4@vml1 
abs .com> 

NNTP-Posting-Host: 212.56.94.1 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1265 scee.yaroze.freetalk.english 
23758 


Yeah, I sold mine to a mate at work for the extra cash. I got a gret deal 
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on it, that guy was such a sucker! 


I've got my Yaroze sat between my monitor and TV on my desk, no switching 
cables or transporting units here and there. Nice. 


Gareth! 


Scott Cartier <scartier@vmlabs.com> wrote in article 
<36E80826.2E2608D4@vmlabs.com>... 
> Yeah, i guess most everyone probably has a normal gray Playstation too. 

> I sold mine to a friend once I got the Yaroze. Օհ well. 

> 

> Scott 

——MESSAGE FILE 17679 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001265 


—--MESSAGE FILE 17680 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001266 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 22:56:35 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 25 

Message-ID: <developer-1103992256360001@192.168.0.1> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7c907fShup3@scea> <36E80826.2E2608D4@vml1 
abs.com> <01b9ee68Sd730ac20$015e38d4@gareth> 

NNTP-Posting-Host: prol-150.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1266 scee.yaroze.freetalk.english 
£3799 


> I've got my Yaroze sat between my monitor and TV on my desk, no switching 
> cables or transporting units here and there. Nice. 


Yaroze in Office Workstation arena: 


3 Macs | IIfx, Pbook 190/68K, 6100/60 soon to be 2... | 
2PC's [WIN32/COMMAND.COM & Netware 3.12 --> Gone since HD crash now Linux] 
1 SGI [Gone, since it was so old.. Irix 5.1] 


Yaroze is connected to Stereo converter to computer speakers, video is 
connected to Commodore 1702 Garbage Pick-up :)) sweet images, can do PAL 
in B&W. 


Use 3 channel serial switcher to goto MacOS to Yaroze, one lead goes to 
PC's where I have a two channel between mouse and Yaroze because GDB wants 
COM1. 


Linux I am just playing with now. I use MkLinux on the 6100 but I have to 
get the siocons util built, and I haven't had the time. 


N64 with MemPak, upstairs gathering dust with Telly [21" Sony.] no time 
but watch TV. So no playing Rogue Squad till May. 


-sean 
——MESSAGE FILE 17680 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001266 


——MESSAGE FILE 17681 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001267 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Fri, 12 Mar 1999 22:17:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7cc3qoScijl9@chuka.playstation.co.uk> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: dialup137-15.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1267 scee.yaroze.freetalk.english 
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23762 
>How do you all have your Yaroze's set up 


Mine *was* hooked up to a Hauppauge WinTV card, but if found the thing more 
trouble than it was worth, IRQ-wise, and so I've removed it. The picture was 
pretty poor, anyway. I now have a v. long (3m) AV connection to my bedroom 
TV, which is actually behind me as I stare at my monitor. Oh well... Also, I 
have to run NTSC signals thru a PAL converter (but that's still better than 
the Hauppauge picture). I know most WinTV users are happy, but I think it 
really had trouble with my system. Oh well. 


I also have a grey PS (chipped) - a 1002 model on its last legs - which is 
what I run games on...it's hooked up to my 14-inch Sony TV/Video in 1 thing 
(along with my MD / SNES / N64 / SS). Hopefully my parents are going to 
bring me back a multi-system 21-inch TV from Hong Kong! :) When I get a cool 
enough game, I rig the PS up to the main 28 inch telly in the flat (which is 
SOOOO much better). Silent Hill next, I feel! 


Now, didn't you need to know that? 


Nick "off to see Mr Frosty in improvised comedy show" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"You won't catch me on a spaceship!" 


——MESSAGE FILE 17681 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001267 


——MESSAGE FILE 17682 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001268 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Fri, 12 Mar 1999 16:44:07 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <36E9B4D7.A260382@znet .com> 

References: <VJariétSerp25@chuka.playstation.co.uk> <36E6E9D7.186F84C1@vmlabs.com> <7 
c8g40$cijl4@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-45.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1268 scee.yaroze.freetalk.english 
23765 


ROBERT C SHAND wrote: 


Yeah, come on you SCEA members. Two people really isn't a get together. 
The more the merrier. 


Bob 
SCEE member and photographer 
298rcs@tay.ac.uk 


VV V NV VV V V 


I live in the Bay area, and I'll be there and can meet up. 
I'll see if I can post digital camera pics on my site. 

I just have a Starter pass-- lunch not included, but then 
the food wasn't so great last year anyway. 

Miyamoto keynote not included either :-( 


Kirk 
SCEA and Planetary Society member 
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Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 17682 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001268 


—-MESSAGE FILE 17683 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001269 
Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <admars@rocketmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Fri, 12 Mar 1999 18:00:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7cdjip$cij24@chuka.playstation.co.uk> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: ppp-1-12-19.access.telinco.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1269 scee.yaroze.freetalk.english 
23766 


In my bedroom(I live at with my parents still :( ) I originally had 14" TV 
with regular 

Playstation, then to play import games on grey PSX I got 19" TV, but I never 
got rid of the 14", then I got a PC, then I got a Yaroze, so I have: 


14" TV 

19" TV 

VCR 

Stereo 

regular Playstation 
Playstation Yaroze 
1 PC 


+ a big mess of cables round my bedroom ;) 


I got one of those scart cable boxes as well so that whichever PSX I'm using 
and Video can plug into the TV and VCR. 


Damn useful the other day when we had to do a presentation at Uni about our 
projects, rather than piss about with computers an projectors, just recorded 
my stuff onto video 


Al 


Scott Cartier wrote in message <36E802E8.C3A67A0C@vmlabs.com>... 

>I just thought of something. Since PS2 will be BC with the original 
>I will no longer have to disconnect my Yaroze from my computer so I 
>can play a game on the larger TV in my living room. Yay! 

> 

>How do you all have your Yaroze's set up? I have a smaller TV in the 
>bedroom along with my computer - both connected to my Yaroze. The 
>larger TV is out in the main room of the apartment. When I was playing 
>Metal Gear I made a point of transporting the Yaroze out to the bigger 
>TV (and better stereo system). I might end up doing the same for 
>Silent Hill, but it's just not worth the trouble for other games. 

> 

>Scott 


—-MESSAGE FILE 17683 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001269 


——MESSAGE FILE 17684 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001270 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Gregory A. Cook" <gregcook@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 
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Date: Mon, 15 Mar 1999 20:24:42 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <7ckbv4Sm4g1@scea> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <36E6E9D7.186F84C1l@vmlabs.com> <7 
c8g40Scijl4@chuka.playstation.co.uk> <36E9B4D7.A260382@znet .com> 

NNTP-Posting-Host: host-—209-214-82-99.ath.bellsouth.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1270 scee.yaroze.freetalk.english 
23776 


Kirk Bender wrote in message <36E9B4D7.A260382@znet.com>... 
>I live in the Bay area, and I'll be there and can meet up. 
>I'll see if I can post digital camera pics on my site..... 


It's late notice for sure but I will be there on a Starter Pass. 


Greg Cook 


—-MESSAGE FILE 17684 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001270 


—-MESSAGE FILE 17685 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001271 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Gregory A. Cook" <gregcook@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 15 Mar 1999 20:27:59 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <7ckbv6$Sm4g2@scea> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: host-—209-214-82-99.ath.bellsouth.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1271 scee.yaroze.freetalk.english 
23777 


It's late notice for sure but, I will be at GDC on a starter pass. 


Greg Cook 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7arié6tSerp25@chuka.playstation.co.uk>... 

>Hi all, 

> 

>I posted a message a while back seeing if anyone except myself were 
thinking 

>of going to the GDC in San Jose CA this year. I know that Will Atkin 
>responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


——MESSAGE FILE 17685 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001271 


——MESSAGE FILE 17686 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001272 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Tue, 16 Mar 1999 20:43:59 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 13 

Message-ID: <developer-1603992044020001@192.168.0.1> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7cc3qo$cij19@chuka.playstation.co.uk> 
NNTP-Posting-Host: pro2-201.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1272 scee.yaroze.freetalk.english 
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23786 


Mine *was* hooked up to a Hauppauge WinTV card, but if found the thing more 
trouble than it was worth, IRQ-wise, and so I've removed it. The picture was 
pretty poor, anyway. I now have a v. long (3m) AV connection to my bedroom 
TV, which is actually behind me as I stare at my monitor. Oh well... Also, I 
have to run NTSC signals thru a PAL converter (but that's still better than 
the Hauppauge picture). I know most WinTV users are happy, but I think it 
really had trouble with my system. Oh well. 


VV VV V V V 


Nope, had similar troubles with an evaluation WinTV card. Hated it. 
Never allowed my boss to get it when the Creative labs Video blaster was a 
better option. 


-sean 
——MESSAGE FILE 17686 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001272 


——MESSAGE FILE 17687 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001273 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Question for Tech Support 

Date: Fri, 19 Mar 1999 23:24:55 -0600 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <7cvbh7$r203@scea> 

NNTP-Posting-Host: 212-230-119.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1273 scee.yaroze.freetalk.english 
:3810 


I was wondering if the Yaroze-side siocons program is still running when I 
run one of my programs? I assume that it is since messeges are posted to 
the siocons program. My second question is: if the above is so, does that 
still allow for binary reads and writes. I know that siocons doesn't allow 
you to use functions after the application is running, but if I was to write 
my own file server, would I be able to take advantage of the binary reads 
and writes? 


I need to know so that I can either venture into this project or not. 
Thanks, 


Nathan Miller 


--MESSAGE FILE 17687 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001273 


——MESSAGE FILE 17688 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001274 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Question for Tech Support 

Date: Sat, 20 Mar 1999 13:33:36 GMT 

Organization: L4 Software 

Lines: 21 

Message-ID: <36f3a2a3.913884@205.149.189.29> 

References: <7cvbh7$r203@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1274 scee.yaroze.freetalk.english 
23811 


On Fri, 19 Mar 1999 23:24:55 -0600, "Nathan Miller" <kiryu@aol.com> 
wrote: 


>I was wondering if the Yaroze-side siocons program is still running when I 
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>run one of my programs? I assume that it is since messeges are posted to 
>the siocons program. My second question is: if the above is so, does that 
>still allow for binary reads and writes. I know that siocons doesn't allow 
>you to use functions after the application is running, but if I was to write 
>my own file server, would I be able to take advantage of the binary reads 
>and writes? 


Nathan, 


As you have already surmised, SIOCONS is still running when your 
application (game) is running. It should be possible (it'd be a lot of 
work) to do what you want since the Codewarrior dev kit allows similar 
types of things to be done (I think.) Floating Worlds has written a 
winsock application for the Net Yaroze that may come in handy if you 
want to try this. 


Mario 
—-MESSAGE FILE 17688 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001274 


—-MESSAGE FILE 17689 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001275 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - Pictures 

Date: Sat, 20 Mar 1999 16:04:01 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36F43771.ED81C43F@znet .com> 

References: <7ari6étSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-40.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1275 scee.yaroze.freetalk.english 
23812 


Well, a good time was had by all (me anyway) at the GDC, 

I couldn't get in to see Miyamoto with my starter pass, 

so I saw the IMAX Everest film at the tech museum around 

the corner-- wow. 

Lunch wasn't provided with my cheapo pass either, but this 
turned out to be OK, as the GDC lunches every day 

were cold mass produced plastic box things. I instead walked 
downtown and had a couple of incredibly good tacos at Mucho's. 
Too bad no entries in the Independent game festival were 
yaroze, but some interesting things, nevertheless. 

I saw the Playstation 2-- wow. 


I met Robert and Scott briefly but unfortunately our 
schedules weren't compatible to spend more time together. 
I took some snapshots of the show, they're on my page at 


http://sj.znet.com/~kbender/gallery/gdc99/gdc99.htm 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
——MESSAGE FILE 17689 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001275 


—-MESSAGE FILE 17690 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001276 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: PSX File Server 

Date: Sat, 20 Mar 1999 19:39:29 -0600 

Organization: SCEA News Server 

Lines: 31 
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Message-ID: <7dlimf$Sr204@scea> 

NNTP-Posting-Host: 208-221-162.ipt.aol.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


am developing a file server for the Yaroze that will replace SIOCONS and I 
have a few questions on exactely how people would like the system to work. 
The concept is that you load your executable file and a file containing a 
list of files to load. You use this list file (with a pfs extension) to 
load in a list of files for each level or whatever. I was thinking of 
setting it up to where you just malloc the memory you need, but I can see 
that some people may have problems with this if they have existing dynamic 
TMD code. So here are a few questions: 


1) Would you prefer that the memory is allocated with malloc or by using the 
existing format (i.e. ship.tim 0x8009000) ? 


2) Another idea was to allow the loading of additional pfs files per level. 
That way your origional pfs file can just be a list of pfs files for each 
level. Do you think this would be a good function? 


3) The current plan is to have an output window with no command line. Does 
anyone feel the need to have a command line? If so, why? 


4) Is there anything else you would like from the program? 


The program is going to be made for win95/98/NT with Microsoft Developer 
Studio 4.0. It is currently about 20% done with most of the dreaded com 
port coding to come! Anyway, you can respond directly to the thread, or you 
can email me at KiRyu@aol.com. I have worked out a very interesting com 
method with the help of Kenny Millar (SCEE member). Should work well, I 
will update as much as possible. 


Nathan Miller 


——MESSAGE FILE 17690 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001276 


——MESSAGE FILE 17691 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001277 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - Pictures 

Date: Mon, 22 Mar 1999 10:07:56 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <36F686FC.F99B74A0@vmlabs.com> 

References: <7Vari6tSerp25@chuka.playstation.co.uk> <36F43771.ED81C43F@znet.com> 
NNTP-Posting-Host: vmlabs42.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1277 scee.yaroze.freetalk.english 
23814 


Heh. I was in that Microsoft line for much of the time Wednesday and 
Thursday. I should have done it Tuesday when there were more choices 
for prizes (and a shorter line). 


Ah well, it was good to at least meet you guys. Maybe we'll have a 
larger turnout for E3? 


Scott 


Well, a good time was had by all (me anyway) at the GDC, 

I couldn't get in to see Miyamoto with my starter pass, 

so I saw the IMAX Everest film at the tech museum around 
the corner-- wow. 

Lunch wasn't provided with my cheapo pass either, but this 


V V V V V 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 47 
Message-ID: <6ethph$15r36@chuka.playstation.co.uk> 


Page 1194 


References: <6es4o00$15r29@chuka.playstation.co.uk> <01bd53d8$859333a0$73d449c2@Angel 


al.intelligent-—group.com> 
NNTP-Posting-Host: userm132.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scee.yaroze.event:17 scee.yaroze.freetalk.english:570 


>Does this one auto detect Win95 Steve? 
> 

It does, but still doesn't work. At 
least I think it doesn't work. The 
code's there to differentiate between 
the two (as in the first version). As 
soon as todays 'bravery' level increases 
beyond the point of wildness I'll boot 
to 95 and try it ;) 


>BIW. I've got a new version of my 
original ARS code now that supports PC 
>driven download's as well 
>(so you can use the AR to download the 
graphics & sounds for siocons style 
>projects as well). To be 
>released RSN, but you can have a prelim 
version if you want..... 
> 

Yes please. Sounds v. good. More 
jump table patches ? 


Steve 


> 

>Steve Dunn <stevedunn@dial.pipex.com> 
wrote in article 
><6es400$15r29@chuka.playstation.co.uk>. 


>> At ~steved on SCEE 

> 

>Does this one auto detect Win95 Steve? 
> 
>BIW. I've got a new version of my 
original ARS code now that supports PC 
>driven download's as well 

>(so you can use the AR to download the 
graphics & sounds for siocons style 
>projects as well). To be 

>released RSN, but you can have a prelim 
version if you want..... 

> 

>Craig. 

> 

> 


—-MESSAGE FILE 1867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00570 


-—-MESSAGE FILE 1868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000571 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Fri, 20 Mar 1998 11:05:08 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6etiim$15r37@chuka.playstation.co.uk> 
References: <6ertml1$15r20@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm132.uk.uudial.com 
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turned out to be OK, as the GDC lunches every day 

were cold mass produced plastic box things. I instead walked 
downtown and had a couple of incredibly good tacos at Mucho's. 
Too bad no entries in the Independent game festival were 
yaroze, but some interesting things, nevertheless. 

I saw the Playstation 2-- wow. 


I met Robert and Scott briefly but unfortunately our 
schedules weren't compatible to spend more time together. 
I took some snapshots of the show, they're on my page at 


http://sj.znet.com/~kbender/gallery/gdc99/gdc99.htm 


VVVVVVVVVVVV VV 


kirk 
—-MESSAGE FILE 17691 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001277 


—-MESSAGE FILE 17692 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001278 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Uhhh... Hello? 

Date: Wed, 24 Mar 1999 19:32:39 -0600 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: 212-173-213.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just checking if anyone is looking at these newsgroups? 


—-MESSAGE FILE 17692 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001278 


—-MESSAGE FILE 17693 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001279 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Wed, 24 Mar 1999 18:03:59 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36F9998F.AAF4B22A@vmlabs.com> 

References: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: vmlabs50.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Nope ;) 


> Just checking if anyone is looking at these newsgroups? 
--MESSAGE FILE 17693 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001279 


—-MESSAGE FILE 17694 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001280 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Thu, 25 Mar 1999 04:29:52 GMT 

Organization: L4 Software 

Lines: 8 

Message-ID: <36f9bbb8.44325943@205.149.189.29> 

References: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


I am. 


On Wed, 24 Mar 1999 19:32:39 -0600, "Nathan Miller" <kiryu@aol.com> 
wrote: 


>Just checking if anyone is looking at these newsgroups? 
> 


—-MESSAGE FILE 17694 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001280 


——MESSAGE FILE 17695 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001281 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Wed, 24 Mar 1999 22:21:20 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36F9D5E0.B7F34F2C@shell.jps.net> 

References: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: svalliap-isdn3.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Occassionally. 


Nathan Miller wrote: 
> 


> Just checking if anyone is looking at these newsgroups? 


Mata ne, 


- e! ՏԱ tenchi@shell.jps.net Wis 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ee http://www. jps.net/tenchi 


—-MESSAGE FILE 17695 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001281 


—-MESSAGE FILE 17696 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001282 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Thu, 25 Mar 1999 12:59:30 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <7de7ugq$2sil2@scea> 

References: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: tide79.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Lurkers of the world, unite! 


Nathan Miller <kiryu@aol.com> wrote in message news: 7dc3pq$2sil0@scea... 
> Just checking if anyone is looking at these newsgroups? 

> 

> 


—-MESSAGE FILE 17696 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001282 
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——MESSAGE FILE 17697 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001283 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Thu, 25 Mar 1999 22:41:05 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 11 
Message-ID: <developer-2503992241060001@192.168.0.1> 
References: <7dc3pq$2sil0@scea> <7de7uq$2sil2@scea> 
NNTP-Posting-Host: prol-163.barrie.connex.net 


> Lurkers of the world, unite! 
> Nathan Miller <kiryu@aol.com> wrote in message news: 7dc3pq$2sil0@scea... 
> > Just checking if anyone is looking at these newsgroups? 


Time to drop the proverbial bomb... 
Not that anyone will be there to notice. 


I watch every 3-4 days. 


I fried my notebook, trouble was, it didn't taste as good with Ketchup... 
-sean 
——MESSAGE FILE 17697 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001283 


——MESSAGE FILE 17698 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001284 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Question for Tech Support 

Date: Sat, 27 Mar 1999 01:09:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7dhb6eSlmcl0@chuka.playstation.co.uk> 

References: <7cvbh7š$r2o3@scea> <36f3a2a3.913884@205.149.189.29> 

NNTP-Posting-Host: th-enl37-027.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1284 scee.yaroze.freetalk.english 
23833 


As you have already surmised, SIOCONS is still running when your 
application (game) is running. It should be possible (it'd be a lot of 
work) to do what you want since the Codewarrior dev kit allows similar 
types of things to be done (I think.) Floating Worlds has written a 
winsock application for the Net Yaroze that may come in handy if you 
want to try this. 


VVVVVVV NA 


Mario 


Any link to Floating Worlds? 


——MESSAGE FILE 17698 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001284 


—-MESSAGE FILE 17699 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001285 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Question for Tech Support 

Date: Sat, 27 Mar 1999 02:39:22 GMT 

Organization: L4 Software 

Lines: 28 

Message-ID: <36fc436d.46832056@205.149.189.29> 

References: <7cvbh7$r203@scea> <36f3a2a3.913884@205.149.189.29> <7dhb6e$lmcl10@chuka. 
playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1285 scee.yaroze.freetalk.english 
23834 


On Sat, 27 Mar 1999 01:09:32 -0000, "Rikki Prince" 
<rprince@dircon.co.uk> wrote: 


> 

>> As you have already surmised, SIOCONS is still running when your 

>> application (game) is running. It should be possible (it'd be a lot of 
>> work) to do what you want since the Codewarrior dev kit allows similar 
>> types of things to be done (I think.) Floating Worlds has written a 

>> winsock application for the Net Yaroze that may come in handy if you 
>> want to try this. 

>> 

>> Mario 

> 

>Any link to Floating Worlds? 


First, I've been informed by Sony that my answer above is wrong. The 
correct answer is: SIOCONS gives control over to the executable 
application, and therefore would not be able to accept any commands 
until the application finishes. 


Sorry for any confusion I may have caused. 


And second, Floating World Creations can be found in the Yaroze Member 
index under "F" or you can go to: 


http://www.scea.sony.com/net/yaroze/pages/ jblack. html 


Mario 
—--MESSAGE FILE 17699 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001285 


—-MESSAGE FILE 17700 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001286 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: E3? 

Date: Mon, 29 Mar 1999 12:05:23 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: vmlabs74.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3851 scea.yaroze.freetalk 
21286 


So is it too early to ask who's going to E3? 


Scott 
—--MESSAGE FILE 17700 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001286 


——MESSAGE FILE 17701 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001287 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: check this out 

Date: Mon, 29 Mar 1999 16:18:18 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36FFEE1A.AFDC82FC@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 594.dialup.datasys.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1287 scee.yaroze.freetalk.english 
23852 


BloodShed is coming along very well... I've put alot of work into it. 
There's now some very preliminary AI routines implemented, so you can 
now play the game without a friend. Anyway, I think it's worth checking 
out. It's nowhere near finished, but you owe it to yourself to give ita 
try. Yeah. That's it. :P 


This is Version 0.03.0. It might take a while for the european mirrors 
to be updated, so just make sure that the version you download is 
version 0.03.0. 


SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodpal.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodntsc.zip 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodpal.zip 


Tell me what ye thinkith. 


"darco 
—--MESSAGE FILE 17701 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001287 


——MESSAGE FILE 17702 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001288 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 30 Mar 1999 11:14:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7dq80nSmtg6@chuka.playstation.co.uk> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3858 scea.yaroze.freetalk 
21288 


Scott Cartier wrote in message <36FFDD03.3351A1F0@vmlabs.com>... 
>So is it too early to ask who's going to E3? 


If you can persuade the source of my wealth (i.e. my mother) to pay then 
I'll be there. Just say it is for educational use <g> 


Bob 
298rcs@tay.ac.uk 


> 
>Scott 


—-MESSAGE FILE 17702 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001288 


—--MESSAGE FILE 17703 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001289 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: E3? 

Date: Tue, 30 Mar 1999 20:35:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7dr8teSmtgl0@chuka.playstation.co.uk> 
References: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: dialup137-33.saqnet.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3863 scea.yaroze.freetalk 
21289 


Scott Cartier wrote in message <36FFDD03.3351A1F0@vmlabs.com>... 
>So is it too early to ask who's going to E3? 


If it wasn't for the niggly problem of finals, I'd certainly be there. 
Lastminute.com -» flights to LA from under 200 quid :) 


As for accomodation, I'm sure I could arrange some place to crash. The 
Loonygames guys are pretty friendly. 


Anyway, I'm dreaming. It's a shame - I'll be in the US for a month from 
early June, so i'm just missing it. Grrr. At least I'll get to see Star Wars 
early out of it... 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 17703 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001289 


——MESSAGE FILE 17704 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001290 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 30 Mar 1999 17:11:47 -0500 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <37014C23.73B32AAD@datasys.net> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 342.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3865 scea.yaroze.freetalk 
21290 


Scott Cartier wrote: 

> 

> So is it too early to ask who's going to E3? 
> 


Sorry, I could go if it was going to be in Atlanta this year, but LA is 
on the other side of the continent. There's no way I'd be able to afford 
it - besides, I've missed enough school days as it is. 


I'd really like to go though... Geez... It's gonna rock this year with 
all the new hardware that has come out recently. 


Someone take pictures for me. :) 


"Darco 
—-MESSAGE FILE 17704 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001290 


--MESSAGE FILE 17705 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001291 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
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freetalk.english 

Subject: PLAYSTATION 2 RELEASED! | 11111 

Date: Thu, 1 Apr 1999 14:26:37 -0600 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <7e0kjrSb4r2@scea> 

NNTP-Posting-Host: 98CF30C5.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scea.yaroze.announce:124 scea.yaroze.freetalk:1291 sce 
e.yaroze.event:109 scee.yaroze.freetalk.english: 3872 


Gl 


www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE RELEAS! 
OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 
THERE ARE 5 GAMES AVAILABLE FOR THE SYSTEM RIGHT NOW! !!!!!!! 


Nathan Miller 


—-MESSAGE FILE 17705 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001291 


——MESSAGE FILE 17706 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001292 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 

Subject: Re: PLAYSTATION 2 RELEASED! !!!!1! 

Date: Thu, 01 Apr 1999 17:50:04 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3703F81C.6D542642@datasys.net> 

References: <7e0kjrS$b4r2@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 336.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:125 scea.yaroze.freetalk:1292 sce 
e.yaroze.event:111 scee.yaroze.freetalk.english:3875 


Nathan Miller wrote: 
www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE RELEASE 


OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 
THERE ARE 5 GAMES AVAILABLE FOR THE SYSTEM RIGHT NOW! !!!!!!! 


> 
> 
> 
> 
> 
> 


hehehehehe........ Check out the date man..... ճթոււ 1SU L ՀՀ: 
IT'S AN APRIL FOOLS JOKE. hehe! 


"Darco 
—-MESSAGE FILE 17706 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001292 


—-MESSAGE FILE 17707 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001293 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 

Subject: PLAYSTATION 2 

Date: Thu, 1 Apr 1999 17:25:57 -0600 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <7e0v43Sb4r4@scea> 

NNTP-Posting-Host: 98ADA61A.ipt.aol.com 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:126 scea.yaroze.freetalk:1293 sce 
e.yaroze.event:112 scee.yaroze.freetalk.english: 3876 


—-MESSAGE FILE 17707 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001293 


——MESSAGE FILE 17708 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001294 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Fri, 2 Apr 1999 10:08:25 -0600 

Organization: Ed Federmeyer 

Lines: 8 

Message-ID: <7e2ptnSb4r5@scea> 

References: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nathan Miller wrote in message <7dc3pq$2sil0@scea>... 
>Just checking if anyone is looking at these newsgroups? 


I am! 
EdF 


——MESSAGE FILE 17708 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001294 


-—-MESSAGE FILE 17709 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001295 
Path: chuka.playstation.co.uk!bell.demon.co.uk!peter 

From: Peter Bell <peter@bell.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Uhhh... Hello? 

Date: Sat, 3 Apr 1999 02:52:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <79T5bGAORXB3Ew4K@bell.demon.co.uk> 

References: <7dc3pq$2sil0@scea> 

NNTP-Posting-Host: bell.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <MQhrEkKN4b0zOm7AVupczZ17KUD> 


In article <7dc3pq$2sil0@scea>, Nathan Miller <kiryu@aol.com> writes 
>Just checking if anyone is looking at these newsgroups? 


I'm not. I suspect that nobody ever does :-) 
Pete 


Peter Bell 

SCSI is *not* magic. There are *fundamental technical reasons* why you 

have to sacrifice a young goat to your SCSI chain every now and then. 

-- jfw@proteon.com (John Woods) 

--MESSAGE FILE 17709 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001295 


—-MESSAGE FILE 17710 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001296 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Patrick Macdonald <patrickm@cygnus.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 06 Apr 1999 14:46:52 -0400 

Organization: SCEA News Server 

Lines: 11 
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Message-ID: <370A569C.10E051DA@cygnus.com> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: torture.to.cygnus.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; U; Linux 2.0.31 1686) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3885 scea.yaroze.freetalk 
21296 


Scott Cartier wrote: 
> 


> So is it too early to ask who's going to E3? 


I'll be there. E3 was exciting last year and 
should prove to be very interesting this year. 


Patrick 


Patrick Macdonald - patrickm@cygnus.com 
—-MESSAGE FILE 17710 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001296 


-—-MESSAGE FILE 17711 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001297 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Yaroze Tickler. 

Date: Thu, 08 Apr 1999 22:00:35 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 54 

Message-ID: <developer—0804992201060001@192.168.0.1> 

NNTP-Posting-Host: prol-176.barrie.connex.net 


Hi Everyone. 


Now that Sony has announced that the PSX 2 is coming later on in 2000, 
don't give up on the PSX 1 yet. 


Especially us Yaroze folk.. 
Here is why: 


One we have aready spend a considerable amount of money for a PSX that can 
A: Play Any Foreign or Domestic game. B: can program using Programming 
tools that one can maintain off the internet, and C: we have a Loyal group 
of adherents who have done some, and don't do any {like me} continous 
programming on a game console. 


The Connectix VGS will probably not go away. Since it will emulate the 
PSX1 and not the 2. 


And it would be cool if Electronic Gaming Monthly would stop bashing 
Emulators in General. Enough already, just say that running Emulator 
systems with Illegal 17 obtained {CD} OR {EP} ROM software is a bad thing 
and get on with it. 


The ONLY Legally usable emulator system is for the Vectrex. 

Hasbro has set an Interesting Precedent with the staff of Smith 
Engineering and the GPL agreement they have released an Now Out of 
Production suite of software and Hardware for the enjoyment of Gaming 
enthusiasts who have the capability of putting together the nessesary data 
to be able to enjoy the Vectrex system. 


Back to the PSX2 and PSX1, the PSX2 will be fully back-ward compatible 
with PSX1 gaming technology. This is a good thing. We can enjoy our legacy 
games and Sony has provided a mechanism to do this. 


As Yarozers we can leverage this aspect by keeping in the development loop 
for the Net Yaroze. Sony has been winding down the PSX_NY project since 
Bill R. and Greg L. had left. They feel that the Yaroze program was a bitt 
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too much too late. 
I disagree. 


I was pleased that Sony bit the bullet and advertised for me to Join In. 
I did, and have not looked back. The Yarose and the regular PSX are great 
learning tools for Gaming enthusiasts. 


I would like to ask, if possible, for a census of users who feel that we 
can still have a viable group effort to expand the Yaroze program to allow 
Yarozers access to more formidable tools the the existing ones at our 
disposal. 


Reply to this posting, but do not quote it, and give us your feelings on 
the matter. 


-sean 
--MESSAGE FILE 17711 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001297 


--MESSAGE FILE 17712 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001298 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Mon, 19 Apr 1999 21:10:26 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <371BD402.CA4F736E@datasys.net> 

References: <developer—0804992201060001@192.168.0.1> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 208.206.129.1 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Ouch! No quotes? I'll have to struggle. :) 


The fact that the PSX2 will be backwards compatible ensures that the 


regular PSX platform will remain quite popular and in demand for years 
to come. This is great news, as it means that we aren't totally 
outdated. 


I have learned so much from my Net Yaroze kit. It has no doubt changed 
my life. It has given me the skills to become competitive. I have no 
doubt that if it were not for the Net Yaroze system, then I would have 
probably not decided to go into the gaming industry. And look what I've 
accomplished! I'm hooked. I love this stuff. I can't imagine doing 
anything else. And isn't that what the Net Yaroze program was for in the 
first place? To find and nurture new talent? If this is so then it has 
been a huge success. Dozens of people have gotten great jobs because 
they had a PSX portfolio under their right arm, and a black playstation 
under their left. 


This is the true goal of the Net Yaroze program. It is the ultimate 
talent search. A way for people to express themselves and their ideas 
without worrying about deadlines and marketing statistics. 


I don't think we can look forward to expanded set of development 
libraries. Honestly, I'm doing great with just these. I've just 
programed a really great 3D sound system that supports stereo sound, and 
even doppler shifting! It sounds GREAT, and it really sounds 3D! 


Which brings me to my point. The lack of depth for the system forces 
people to find creative ways to work around it's limitations. Once you 
have mastered this, then you can take the PSX hardware to it's fullest 
potential when you get hired by a professional company and work ona 
true-blue pro PSX dev kit. 


Well, enough rambling. Any comments? 


"darco 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Somewhere in Central London would 
probably be better. We're all probably 
spread around N-E-S-W. 

There's a great little boozer around the 
corner to me in Dagenham East ! :) 

I'd suggest somewhere like...Liverpool 
Street. That way, Craig can get home 
more easily (probably, never been to 
Brighton on the train). I'd also like 
to extend the invitation to anyone at 
SCEE, I believe your only down the road 
in W1. 

I'm easy anyway. 

With regards to dates/times, also easy, 
as long as it's not a Wednesday, as I 
cant miss my Yoga class. 


Steve 


Steve Dunn wrote in message 
<6ertm1$15r20@chuka.playstation.co.uk>.. 


>Any Yaroze owners fancy meeting ina 
>London pub to talk Yaroze ? 

>We could all have a few beers, talk 
>Yaroze, have a few more, talk life, 
have 

>a few more, talk bol*x. 

> 

>Sounds good to me. Let me know if 
>anyone's interested. 

> 

>Steve 

> 

> 


—-MESSAGE FILE 1868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00571 


--MESSAGE FILE 1869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000572 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Fri, 20 Mar 1998 14:24:08 +0000 

Organization: Bacardi Ferrari V12 

Lines: 15 

Message-ID: <35127C08.38BE@manc.u-net.com> 

References: <6ertml1$15r20@chuka.playstation.co.uk> <35105072.FD2COEBB@codeworks.demo 
n.co.uk> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Jim wrote: 
> Where in nodnol? 


You've been watching Red Dwarf, me thinks? 
Although I can't name the episode in question. 


If I ever move to the Big Smoke I'm up for some nerd talk too. 
(But I'm NOT drinking Snakebite and Black) 


Jim 
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-—-MESSAGE FILE 17712 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001298 


—-MESSAGE FILE 17713 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001299 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Thu, 22 Apr 1999 15:50:30 +0200 

Organization: Debri Productions 

Lines: 30 

Message-ID: <ldqmwnl.1n8bitfcqhzxyN@[194.151.88.141]> 

References: <developer—0804992201060001@192.168.0.1> <371BD402.CA4F736E@datasys.net> 
NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 


> Ouch! No quotes? I'll have to struggle. :) 


ՀԱՆ արե անան ուն 

> Well, enough rambling. Any comments? 
> 

> 'darco 


Better quality does not always mean better system! Look at GameBoy vs 
GameGear, PC vs Mac, PSX vs N64, BetaMax vs VHS, etc... 

The better quality of a system can course the next problem; 

—More options to use => more options to learn => longer development time 
-Higher graphical quality => more detailed graphics => more time 


(I must say that low res graphics are time consuming as well) 


What happens; Players demand the best quality that can be gotten from a 
system and games will become that expensive that only large companies 
can affort to develop games. A lot of original idea's will never see 
daylight since they won't get a chance. 

They will get a chance on the Net Yaroze, but probably a big company 
will steal the cool concepts.. 


But this is all again some views from the glass boll... We'll just have 
to see.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 17713 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001299 


—-MESSAGE FILE 17714 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001300 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Fri, 23 Apr 1999 07:52:18 -0400 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <37205EF2.99441328@datasys.net> 

References: <developer-—0804992201060001@192.168.0.1> <371BD402.CA4F736E@datasys.net> 
<ldqmwnl.1in8bitfcqhzxyN@[194.151.88.141]> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 280.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


DEnnis Brinkhuis wrote: 
> Better quality does not always mean better system! 


Tue, Büte sri 


> Look at GameBoy vs GameGear, 
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Battery life of the gamegear sucked. Plus it couldn't fit in your pocket 

unless you wore JNCOs..... 

> PC vs Mac 

Commercialization of the PC lead to its success. 

> PSX vs N64 


I can sum this up with one word: CD-ROM. 


> BetaMax vs VHS, etc... 


Allright you got me. BetaMax was better than VHS. I don't know why the 
heck VHS became the standard. 


> The better quality of a system can course the next problem; 

> —More options to use => more options to learn => longer development time 
> -Higher graphical quality => more detailed graphics => more time 
> 
> 


(I must say that low res graphics are time consuming as well) 


True. But that's why you have rendering stations that can punch out all 
of those graphics in just a few minutes after a few weeks of modeling. 


5) 


What happens; Players demand the best quality that can be gotten from a 
system and games will become that expensive that only large companies 
can affort to develop games. A lot of original idea's will never see 
daylight since they won't get a chance. 

They will get a chance on the Net Yaroze, but probably a big company 
will steal the cool concepts.. 


VVVVVVV 


That's honestly what I'm afraid of for my game, Blaze of Glory. :( I 
don't mean to sound full of myself, but this game will rock when it's 
finished. It might not look like anything special now, but the plans 
that I have for it will make it like no other game on the PSX to date. 
That I know of anyway. (Curious? Think Pokemon meets Mechwarrior. Even 
more puzzled? Well, then you'll just have to wait and see. :) 


"darco 
—-MESSAGE FILE 17714 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001300 


—-MESSAGE FILE 17715 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001301 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Sat, 24 Apr 1999 00:22:43 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldqpzph.1lacxzoz20jx06N@al-—88-121.al.nl1> 

References: <developer—0804992201060001@192.168.0.1> <371BD402.CA4F736E@datasys.net> 
<ldqmwnl.in8bitfcqhzxyN@[194.151.88.141]> <37205EF2.99441328@datasys.net> 
NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 


> BetaMax vs VHS, etc... 


Allright you got me. BetaMax was better than VHS. I don't know why the 
heck VHS became the standard. 


VVVV 


In Holland was another system very populair as well, that was V2000 from 
Philips. This even blew Betamax away. Some friends of mine still use 
this system and the tapes are still of good quality. The problem with 
V2000 was that Philips was the only developer of the system and did not 
want to licence any other company. AND.... Philips did not alow 
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commercial porn on their tapes. In videoshops you could only get 
"decent" movies on V2000. That realy got V2000 down. So Philips knew 
that they would have to set a new "format" free on the market the next 
time, and they did. The actual CD was invented and first developed by 
Philips. 


Anyhow.. I still didn't give you the answer... I don't know Why VHS 
won.. 


Cheers, 


DEnnis.. 
——MESSAGE FILE 17715 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001301 


--MESSAGE FILE 17716 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001302 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Sat, 24 Apr 1999 12:20:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3721A8E6.F870DF8C@hotmail.com> 

References: <developer-—0804992201060001@192.168.0.1> <371BD402.CA4F736E@datasys.net> 
<ldgqmwnl.1in8bitfcqhzxyN@[194.151.88.141]> <37205EF2.99441328@datasys.net> <ldqpzph. 
lacxzoz20jx06N@al1-88-121.al.nl> 

NNTP-Posting-Host: nat04.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Anyhow.. I still didn't give you the answer... I don't know Why VHS 
won.. 


Cheers, 


VV V NV VV V V 


DEnnis.. 


I heard a story that it was good 'ol American Football that carried the day 
for VHS. Turned out that VHS has a setting for Extended Play on the tapes 
which lengthened the recording time of a two hour tape to 6 hours. Now we 
all know that football games go over two hours and how important they are to 
every red-blooded american (usually the same market who is buying the VHS in 
the firstplace). Joe Public wanted to be able to plop a tape in, set 
record, and hit the road to do whatever and not have to worry about makin it 
back on time switch tapes. He was able to get the whole game on one tape 
and still have room left over for cousin Betsy's wedding. Beta, as far as I 
know, offers no such option.. hence VHS ruled the day, 


Put that in your pipe and smoke it, 
Will 


—-MESSAGE FILE 17716 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001302 


—-MESSAGE FILE 17717 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001303 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Sat, 24 Apr 1999 14:36:34 GMT 

Organization: SCEA News Server 

Lines: 98 
Message-ID: <3721d14e.46257594@news.scea.sony.com> 
References: <developer—0804992201060001@192.168.0.1> 
NNTP-Posting-Host: client-119-19.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 
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On Thu, 08 Apr 1999 22:00:35 -0400, developer@woodentulip.com (Sean 
Kennedy) wrote: 


>Hi Everyone. 


Hi Sean, I have not stopped by in a bit. Have you read the actual 
performance stats on the Emotion Engine for PSX II? Wow... 100 times 
more powerful than PSX 1. Impressive. Nintendo sure did piss someone 
off at Sony real bad back in 1994. 


>Now that Sony has announced that the PSX 2 is coming later on in 2000, 
>don't give up on the PSX 1 yet. 

> 

>Especially us Yaroze folk.. 


I have always tried to make the point that Digipen students work on 
16-bit Super Nintendo systems. We are learning great skills, ona 
system capable of producing great games. What more could people want? 

I suspect, the swift intelligent folk at Sony will create a 
development environment for PSX II that is as similar to PSX I as 
possible, to enable the easiest transference of skills, and the 
quickest production of quality titles. A lesson Sega STILL has not 
learned. Slap 'em silly Sony. 


>Back to the PSX2 and PSX1, the PSX2 will be fully back-ward compatible 
>with PSX1 gaming technology. This is a good thing. We can enjoy our legacy 
>games and Sony has provided a mechanism to do this. 


Thank you Sony, I was hoping they would do this. Be damned, the 
concern that developers will develop to the lowest common denominator. 


>As Yarozers we can leverage this aspect by keeping in the development loop 
>for the Net Yaroze. Sony has been winding down the PSX_NY project since 
>Bill R. and Greg L. had left. They feel that the Yaroze program was a bitt 
>too much too late. 


This is the paragraph that peeked my attention. Bill and Greg left 
the program practically when it started. Essentially, you could start 
ordering your yaroze in 5/97. They left Sony in August of '97. It 
would be accurate to state they were gone after five months, and not 
much was happening, besides lots of chatter, in that time. 

I would like to inquire as to your sourcing for your last comment 
concerning the "too much, too late" statement. I find that 
interesting, and I wonder from where it came. It appears to have a 
misty meaning behind it... I mean, would things have been utopian if 
the program had started a year earlier? Would we have somehow 
benefitted more? Or, did Sony bite off more than they were willing to 
chew? Hence, the rather hands-off atmosphere that they appear to take 
towards the program. 


>I disagree. 


So do I. I can envision a number of things that would increase 
productivity, but I have stated all that stuff before. Now, I do what 
I please, and don't pay much attention to what goes on with the 
"community". 


>I was pleased that Sony bit the bullet and advertised for me to Join In. 
>I did, and have not looked back. The Yarose and the regular PSX are great 
>learning tools for Gaming enthusiasts. 


Bite the bullet? I am not trying to be disagreeable, but Sony made 
money here. And, cornered a lot of young people into their development 
environment. I don't see the sacrifice on the part of Sony. This 
program does not ask a great deal of Sony, it is very low maintenance. 
Which is why I will be very angry if they cancel our web support after 
Jan. 2000. 

Are you listening Sony? If you do decide to cancel our web 
activities, at the very least, take all the good information and files 
available on the website, and charge us a fair fee for a CD Rom. 

I have been considering buying a CD-RW just for this purpose. 
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It would be far better if you charged us a nominal fee to continue 
participation, said fee based on interest, and your minimal 
activities. 

If we had that info on CD, we could easily set up a usenet 
discussion group. We could even replicate the entire newsgroup 
structure, if we chose. 


>I would like to ask, if possible, for a census of users who feel that we 
>can still have a viable group effort to expand the Yaroze program to allow 
>Yarozers access to more formidable tools the the existing ones at our 
>disposal. 


If it hasn't happened by now, I don't think it will. Who knows what 
goes on behind the scenes, and why? No one tells us very much. 
We aren't in the loop. Sure would be interesting if we were. 

We did alright for $750, I do not think tool updates are coming. 


>Reply to this posting, but do not quote it, and give us your feelings on 
>the matter. 


Oh, did I quote you? Oops. :-) 
>-sean 
-Matt, who is wondering why NG is so quiet and mute about FFVIII... 


—-MESSAGE FILE 17717 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001303 


——MESSAGE FILE 17718 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001304 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Mon, 26 Apr 1999 13:02:04 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ldqs0ea.ybzrm04xjrxwN@al-88-112.al1.nl1> 

References: <developer—0804992201060001@192.168.0.1> <371BD402.CA4F736E@datasys.net> 
<ldqmwnl.1in8bitfcqhzxyN@[194.151.88.141]> <37205EF2.99441328@datasys.net> <ldqpzph. 
lacxzoz20jx06N@al-88-121.al.nl> <3721A8E6.F870DF8C@hotmail.com> 

NNTP-Posting-Host: 81-88-112.81.ոլ 

X-Newsreader: MacSOUP 2.3 


I like these kind of tales. A soccergame (populair in Holland) takes 2 
times 45 minutes so Betamax would be no problem. 


Cheers, 


DEnnis.. 
—--MESSAGE FILE 17718 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001304 


—-MESSAGE FILE 17719 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001305 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Import suggestions 

Date: Mon, 26 Apr 1999 22:56:21 -0400 

Organization: Identical Software 

Lines: 7 

Message-ID: <37252755.649C1779@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 


I was wondering if anyone had any suggestions of good Japan action games 
that aren't coming out in the USA. I'm interested in trying out the 
ability to play imports but don't know what to get. I can't read 
Japanese so RPG are out. 
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Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17719 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001305 


——MESSAGE FILE 17720 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001306 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Yaroze Tickler. 

Date: Tue, 27 Apr 1999 00:58:44 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 92 

Message-ID: <developer-2704990058440001@192.168.0.1> 

References: <developer—0804992201060001@192.168.0.1> <371BD402.CA4F736E@datasys.net> 
<ldgqmwnl.1in8bitfcgqhzxyN@[194.151.88.141]> <37205EF2.99441328@datasys.net> <ldqpzph. 
lacxzoz20jx06N@al-88-121.al.nl> <3721A8E6.F870DF8C@hotmail.com> <ldqs0ea.ybzrm04xjrx 

wNQal-88-112.al.n1> 

NNTP-Posting-Host: prol-170.barrie.connex.net 


> I like these kind of tales. A soccergame (populair in Holland) takes 2 
> times 45 minutes so Betamax would be no problem. 

> Cheers, DEnnis.. 

VHS/Beta: 

Yep, that sums it up pretty much. 


VHS was VERY popular in the USA bacuse of 2 things: Football and TV movies. 
6 hours got 2 NBC/CBS/ABC/FOX movies in a neat package. 
BetaMAX did live video to kill, and VHS could not. 


Europeans liked Beta due to High PAL quality. VHS never really got the 50 
Hz right without jitter. 


VHS kicked Beta Butt due to the ease of repair. 20 minutes ranther than 
2 1/2 hours. 


ԵՇ Vs Mac: 

An interesting article for Macs VS PC's {Sean runs to find nearest raincoat...} 
it was from a PC Performance gamer looking at the PC Vs Mac thing, and how 
surprised he was at the Mac people for not "Rubbing" it in the face of PC 
people when Apple made its comeback. 


Considering he never REALLY understood why it was in the first place that 
Mac People got so excited about in the first place. 


Then he heard that ID Software was puting its Quake 3 on-line system to 
support its MacOS gaming platform technology rather than PC's. 


I think it was a Personal thing to like a Charismatic Zealot {Steve Jobs} 
rather than an Untrustworthy snake/oil *!* aHEM!@ ah err... Computer Nerd 
Salesman {A man who will remain namelessly BILL GATES} 


Besides Who other than Volkswagen, can re-introduce a closed system and 
sell more than PC's 


I guess it is a question of Who do you Trust... 


Finally the Mysticism about Yaroze. 

Yes SCEA found out that the Yaroze pilot gave them a lead-in with 

Development branding. 

Trouble is: they did not expect the "zealotry" as was found here and in the UK. 
We were like the "Better-ones" or Mac people when it came to PSX stuff. 

We quickly found the limits of the platform in terms of Raw power and the tools. 
When we asked for more, and the 4 key personell that got it off the ground 

left what could Sony do.? 


Very Little. 


Sony didn't want to throw out the baby with the bathwater. So they kept a 
cool approach to the NY dev enviroment, and allowed us to do our own 
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thing. 

In retrospect, this was better then getting our hopes up and then Dashing 
them at the end.. Now we still have hope in the works. | PSX1 compatible 
with PSX2 ] 


I am a bit more "Rah Rah" kind of developer. Apple gives us something to 
aspire to, an so does Microsoft {Oddly Enough When it is Software} anda 
few other platform developers. 3Com and PalmPilot anyone? 


This was a Big Beef for me Until I heard about the SCEA and SONY Consumer 
re-org of the WHOLE Company. That was really the main reason why the 
Yaroze was left to wither a bit in the wind for so long. I really have to 
eat some Crow and say that J. Patton does the best he can. {Although I 
would still like to see an occasional bit of text to keep us "Stirred" } 
As of late I haven't done much of anything with any of my Dev systems. I 
just lost the capacity to do it when I am teaching. {Different focus of 
education} It will come back to me around the mid-part-of-may as usual... 


P.S. At Humber College there is a Workshop offered by the Humber School 
for Writers. It is an educational course in "Writing for Animation" 


It is put on by the Best 2 Schools in the province in their respective areas: 


Sheridan College for the Animation Education. 
Humber College for the Writers School. 


http://www. humberc.on.ca/~writers/animation/index.html 
Check it out. 


Meanwhile I am saving money to speak at a Presentation in Reston, Virginia. 
So I will not be attending E3 in L.A. this year. :((( 


-ttfn 
-sean 
--MESSAGE FILE 17720 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001306 


--MESSAGE FILE 17721 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001307 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: IGN PSX 

Date: Tue, 27 Apr 1999 13:52:39 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <37262397.E2C6ED7E@vmlabs.com> 

NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


In today's Q&A, a Yaroze member TreyTable asked if there'll be a Net 
Yaroze 2. Here's the text: 


Q: 

Springs? Mod Chips? Who cares. Those are for lamers 

anyway. I play imports like a man, on a Net Yaroze. So 

my question is, do you think there's a snowball's chance in 
hell that there will be a Net Yaroze 2 to go along with the 
PlayStation 2? 


TreyTable 


A: 
It's unlikely, since the Net Yaroze project was kind 
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of a disappointment for Sony. They quietly let it die. 
They'll probably look into it again for the next 
PlayStation, but judging by the reception of the 
original Net Yaroze in the US, they'll probably turn it 
down. That's just a guess, though. 


For one thing, TT, think you can tone down the elitism next time? 


Anyway, it seems they think the Yaroze community is dead. Guess 
they've never heard of the cover disks for UK mags. Maybe if we had 
an equivalent venue in the U.S. to show our games they'd think 
otherwise. <deep breath> Must...not...start...rant... 


Scott 
—-MESSAGE FILE 17721 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001307 


-—-MESSAGE FILE 17722 START: net-yaroze-—usenet/00000002-SCEA/yaroze/freetalk/00001308 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: IGN PSX 

Date: Tue, 27 Apr 1999 18:19:53 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <37263809.D4F9264Bédatasys.net> 

References: <37262397.E2C6ED7E@vmlabs.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 293.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Scott Cartier wrote: 
For one thing, TT, think you can tone down the elitism next time? 


Anyway, it seems they think the Yaroze community is dead. Guess 
they've never heard of the cover disks for UK mags. Maybe if we had 
an equivalent venue in the U.S. to show our games they'd think 
otherwise. <deep breath> Must...not...start...rant... 


VVVVVVVV 


I'll give them something to talk about. In a few months. Just wait. 


"Darco 
—-MESSAGE FILE 17722 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001308 


—--MESSAGE FILE 17723 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001309 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: FGN Online 

Date: Thu, 29 Apr 1999 09:39:12 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <37288B30.9DF8420B@évmlabs.com> 

NNTP-Posting-Host: vmlabs51.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


From FGN Online this morning. Note the last sentence: 
New PSX2 Info? 


PlayStation: According to the Gaming Intelligence 
Agency, Phil Harrison, vice president of third-party 
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relations and research and development for SCEA, 
recently visited Stanford University to demo the next 
generation PlayStation for a group of electrical 
engineering students. Harrison informed that the 
machine already had "two of three components 
necessary for DVD playback. A DVD drive and an 
MPEG-2 decoder." The third component was a 
"software interface," which Sony is working on but 
has not announced and will not be announced for a 
while. He then confirmed PlayStation 2 will support 
an "enhanced memory card, as well as additional 
media options." Harrison also said that Sony was 
"strongly considering" extending the Yaroze program 
to its new machine. 


While recently I have been doubting FGN Online's journalistic integrity, 
this still gives us hope. 


Scott 
--MESSAGE FILE 17723 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001309 


—-MESSAGE FILE 17724 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001310 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: FGN Online 

Date: Thu, 29 Apr 1999 20:35:39 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <7gatul$S2mq2@scea> 

References: <37288B30.9DF8420B@vmlabs.com> 

NNTP-Posting-Host: sud-tcsl-port98.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I was pretty excited about this announcement as well.... 
This is not made up.... It is also on Standford's website.. 


http: //www.stanford.edu/class/ee380/lect05.html 
Seems legit... 


I will start a new thread to show support for the Net Yaroze 2 project. 
Please add your comments to the thread and hopefully we can help make Sony's 
decision. 


Steve Tolin 


Scott Cartier <scartier@vmlabs.com> wrote in message 
news :37288B30.9DF8420B@vmlabs.com... 

> From FGN Online this morning. Note the last sentence: 
> 

New PSX2 Info? 


PlayStation: According to the Gaming Intelligence 
Agency, Phil Harrison, vice president of third-party 
relations and research and development for SCEA, 
recently visited Stanford University to demo the next 
generation PlayStation for a group of electrical 
engineering students. Harrison informed that the 
machine already had "two of three components 
necessary for DVD playback. A DVD drive and an 
MPEG-2 decoder." The third component was a 

"software interface," which Sony is working on but 
has not announced and will not be announced for a 
while. He then confirmed PlayStation 2 will support 
an "enhanced memory card, as well as additional 
media options." Harrison also said that Sony was 
"strongly considering" extending the Yaroze program 
to its new machine. 


VVVVVVVVVVVVVV VV VV 
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While recently I have been doubting FGN Online's journalistic integrity, 
this still gives us hope. 


VVVVYV 


Scott 


—-MESSAGE FILE 17724 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001310 


—-MESSAGE FILE 17725 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001311 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Net Yaroze 2 ? Please. 

Date: Thu, 29 Apr 1999 20:44:56 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7gaug1$2mq3@scea> 

NNTP-Posting-Host: sud-tcsl-port98.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1311 scee.yaroze.freetalk.english 
23934 


As most of you are probably aware there are some rumors and some 
confirmations about Net Yaroze 2. 


The latest comes from http://www.gaming-intelligence.com/news/n990428f .html 
with news from Phil Harrision about the possibilities of a Net Yaroze 2 ata 
development press conference at Stanford University. 


I'm hoping that the support of current Net Yaroze members will influence 
Sony's decision to proceed with a follow up program. 


If you plan on continuing with the next Yaroze and would like Sony to know 
about it please add your name and comments to this thread. 


Steve Tolin SCEA Member 


—-MESSAGE FILE 17725 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001311 


—-MESSAGE FILE 17726 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001312 
Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 03:32:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7gb4poS$ft15@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: host5-99-60-227.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1312 scee.yaroze.freetalk.english 
3935 


>>If you plan on continuing with the next Yaroze and would like Sony to know 
>>about it please add your name and comments to this thread. 


Yup, I'm definitely interested in yaroze 2. I would get one if Sony 
decide to release it. All that lovely new hardware, yummy! 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 1869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00572 


-—-MESSAGE FILE 1870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000573 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.event, scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: 20 Mar 1998 14:23:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01bd540c$5c159160$85d449c2@Angelal.intelligent-—group.com> 

References: <6es4o00$15r29@chuka.playstation.co.uk> <01bd53d8$859333a0$73d449c2@Angel 
al.intelligent-group.com> <6ethph$15r36@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1133.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.event:18 scee.yaroze.freetalk.english:573 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6ethph$15r36@chuka.playstation.co.uk>... 
> >BIW. I've got a new version of my 
original ARS code now that supports PC 
>driven download's as well 
>(so you can use the AR to download the 
graphics & sounds for siocons style 
>projects as well). To be 
>released RSN, but you can have a prelim 
version if you want..... 
> 

Yes please. Sounds v. good. More 
jump table patches ? 


VVVVVVVV VV 


Nope, just bog standard use of Datel's AR protocol - they support 
downloading a file to 

a location from their own ACTION.EXE program, so all it required was 
working out the 

protocol they use to send a file.... 


> Steve 


Craig. 
—-MESSAGE FILE 1870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00573 


—-MESSAGE FILE 1871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000574 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: Fri, 20 Mar 1998 14:44:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <6etvfaS15r38@chuka.playstation.co.uk> 

References: <6es4o00$15r29@chuka.playstation.co.uk> <01bd53d8$859333a0$73d449c2@Angel 
al.intelligent-group.com> <6ethph$15r36@chuka.playstation.co.uk> <01bd540c$5c159160$ 
85d449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: userl1349.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.event:19 scee.yaroze.freetalk.english:574 


Nice, can I have the preview ? I'll 
stick it in 'Nice ARS' ! 
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Mac 
j-mac@lineone.net 


-—-MESSAGE FILE 17726 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001312 


-—-MESSAGE FILE 17727 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001313 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 09:28:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <372969BF.52A@bristol.ac.uk> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: n73.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1313 scee.yaroze.freetalk.english 
23936 


Steve Tolin wrote: 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


Well I certainly wouldn't say no, the EE looks pretty cool and with all 
that processing power, I could write as badly coded routines as like ;-) 


Cheers, 
Tom 


I hope existing members would get a discount! 
—-MESSAGE FILE 17727 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001313 


-—-MESSAGE FILE 17728 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001314 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 09:57:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <7gbr2m$ftl6@chuka.playstation.co.uk> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1314 scee.yaroze.freetalk.english 
23937 


"Harrison said that, given the machine's popularity, Sony was looking to 
eventually support non-gaming industries and academia with hardware and 
APIs" 


I think this has to be the most intresting bit in the article. Great for us 
at Uni <g> 


Bob 

Robert Shand 

Class Rep - First Year BSc Computer Games Technology 
University of Abertay-—Dundee 

298rcs@tay.ac.uk 
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—-MESSAGE FILE 17728 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001314 


—-MESSAGE FILE 17729 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001315 
Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 15:02:05 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3729A9CD.6A7433C8@mundivia.es> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: info1955520412.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1315 scee.yaroze.freetalk.english 
23939 


Yaroze 2... umm... YES!, I want one! 


And it would be great if Sony give us hardware docs to code 
low-level functions in assembler. But maybe ( with that 
"megafastersuperhardware" ) wouldn't be necessary, would be? 


Xavi. 
—-MESSAGE FILE 17729 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001315 


—-MESSAGE FILE 17730 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001316 
Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 14:06:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <3729AADA.491DE75@reading.ac.uk> 

References: <7gauglS2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1316 scee.yaroze.freetalk.english 
23940 


Javier Ventoso wrote: 
> 
> Yaroze 2... umm... YES!, I want one! 
> And it would be great if Sony give us hardware docs to code 
> low-level functions in assembler. But maybe ( with that 
> "megafastersuperhardware" ) wouldn't be necessary, would be? 
I'd definately want to get a Yaroze 2. Although a lot of good points 
have been made here regarding the fact that existing projects haven't 
exploited the existing Yaroze to its fullest, the Yaroze has been 
effective at enabling people who had not previously attempted anything 
like that to gain experience of console development. (I don't know if 
this is common, but whenever I program Yaroze stuff, I'm hardly ever 
thinking of actually attempting to write a game, but just "I wonder if I 
can do <suchandsuch-an-effect-or-whatever>"...) 

When the PSX2 supersedes the PSX, a similar way of gaining experience 
at PSX2 coding will be extremely valuable - PSX1 experience will be of 
limited applicability. 
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One other - slightly OT - note. When the PocketStation comes out in 
this country, will Yarozers ever get the libraries for it? 
--MESSAGE FILE 17730 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001316 


—-MESSAGE FILE 17731 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001317 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 14:00:56 +0000 

Organization: Data Uncertain 

Lines: 16 

Message-ID: <3729B798.1EFE9DE8@hinge.mistral.co.uk> 

References: <7gauglS2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> 

NNTP-Posting-Host: d3-s4-160-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1317 scee.yaroze.freetalk.english 
23941 


Javier Ventoso wrote: 
Yaroze 2... umm... YES!, I want one! 
And it would be great if Sony give us hardware docs to code 


low-level functions in assembler. But maybe ( with that 
"megafastersuperhardware" ) wouldn't be necessary, would be? 


VV NV V V V 


They didn't even do that for the pro's on the original PSX, 
they're even less likely to do it for PSX2 - esp. given the 
situation with emulators (and the existence of a PSX2 emulator 
already). 


> Xavi. 


Craig. 
—-MESSAGE FILE 17731 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001317 


—-MESSAGE FILE 17732 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001318 
Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 01 May 1999 10:46:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <372ACD59.2C43@dcs.gla.ac.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: carlisle.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1318 scee.yaroze.freetalk.english 
23942 


I would definately be getting a Yaroze 2 if they released one. Put my 
name down! 


David Johnston 
—-MESSAGE FILE 17732 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001318 


—-MESSAGE FILE 17733 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001319 
Path: chuka.playstation.co.uk!news 

From: "pete.black" <pete.black@eidosnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 
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Date: Sun, 02 May 1999 11:32:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <372C29C6.4BA9941C@eidosnet.co.uk> 
References: <7gaugl1$2mq3@scea> 
NNTP-Posting-Host: tnt-—3-200.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1319 scee.yaroze.freetalk.english 
23946 


Net Yaroze II 

Ummmm yes please! 

All that power! 

And if there are going to be limited numbers can existing members have 
preference? 


Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f -html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


--MESSAGE FILE 17733 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001319 


—--MESSAGE FILE 17734 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001320 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 2 May 1999 13:16:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7ghfjuSpiv5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1320 scee.yaroze.freetalk.english 
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I think it's fairly obvious we all want a Net Yaroze 2 


I certainly do, especially if we can hook it up to the PC/Mac using USB or 
FireWire. 


Nigel 


—-MESSAGE FILE 17734 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001320 


--MESSAGE FILE 17735 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001321 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 15:15:12 GMT 
Organization: L4 Software 

Lines: 4 

Message-ID: <372c6bdc.2567305@205.149.189.29> 
References: <7gaugl$2mq3@scea> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1321 scee.yaroze.freetalk.english 
73948 


I may just be stating the obvious here, but I want one. 
Mario 


-—-MESSAGE FILE 17735 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001321 


--MESSAGE FILE 17736 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001322 
Path: chuka.playstation.co.uk!news 

From: “Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 2 May 1999 18:45:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7gi2o08She31@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: nelson.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1322 scee.yaroze.freetalk.english 
23949 


Me too, will there be a discount for existing owners? 


Warren Khan 
warren@nelson.demon.co.uk 
www.nelson.demon.co.uk 


—-MESSAGE FILE 17736 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001322 


--MESSAGE FILE 17737 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001323 
Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 2 May 1999 18:01:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0lbe94c5$da00b460S0a3ddec2@sonia> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1323 scee.yaroze.freetalk.english 
23950 


> If you plan on continuing with the next Yaroze and would like Sony to 
know 
> about it please add your name and comments to this thread. 


Yes please. 
—-MESSAGE FILE 17737 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001323 
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—--MESSAGE FILE 17738 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001324 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 13:54:50 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <372C916A.77AF8E5B@édatasys.net> 

References: <7gaugl$2mq3@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 292.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1324 scee.yaroze.freetalk.english 
23951 


Steve Tolin wrote: 
> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


Count me in. The net yaroze kit was the best investment I've ever made - 
It has given me the experience to be compeditive in this industry. If I 
ever end up making it big, I owe my sucess to the Net Yaroze program. 


Sony definately has a loyal follower here. 


"Darco 
—-MESSAGE FILE 17738 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001324 


——MESSAGE FILE 17739 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001325 
Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 19:43:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <372C9CE5.DAC75DD3@hotmail.com> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: nat60.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1325 scee.yaroze.freetalk.english 
23952 


add me to thte list as well... 
Will 


--MESSAGE FILE 17739 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001325 


—-MESSAGE FILE 17740 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001326 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Finally here, my site is up with some info on what I have been doing 

Date: Sun, 2 May 1999 15:10:46 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7gibh1lShe32@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AABOEO.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1326 scee.yaroze.freetalk.english 
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It has taken me forever to put this site together, mostly because I haven't 
had the time to do it. Some pictures of my projects are comming soon, but 
don't let that discourage you, there is good info on what is happening 
around here! 


Click-> www.scea.sony.com/net/yaroze/pages/nmiller.html and find out what it 
is that I am SO busy on. 


Nathan Miller 


Linux is the best OS!!!! 
—-MESSAGE FILE 17740 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001326 


—-MESSAGE FILE 17741 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001327 
Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 01:08:13 +0100 

Organization: StreetWise Consulting Limited. 

Lines: 22 

Message-ID: <7gipemShe33@chuka.playstation.co.uk> 

References: <7gaugl1$2mq3@scea> 

Reply-To: "swiseltd@ aol.com" <"remove no spam"> 

NNTP-Posting-Host: 98AC7437.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1327 scee.yaroze.freetalk.english 
23954 


Count me in too! 


—Kenny Millar 
swiseltd@aol.remove_for_spam.com 


Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


—-MESSAGE FILE 17741 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001327 


—-MESSAGE FILE 17742 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001328 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 2 May 1999 19:56:57 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7gis9fShe34@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 
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NNTP-Posting-Host: 98A756DC.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1328 scee.yaroze.freetalk.english 
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Like I need to say it... I want one too!! If it could come out less than a 
year after the PS2 comes out, it would be even better!!! :-) 


Nathan 


—-MESSAGE FILE 17742 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001328 


—-MESSAGE FILE 17743 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001329 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 11:50:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7gjv53She36@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: th-usr00-61.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1329 scee.yaroze.freetalk.english 
23956 


Oh go on then... You've twisted my arm. si) 


--MESSAGE FILE 17743 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001329 


--MESSAGE FILE 17744 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001330 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 12:55:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7gk2v9$he37@chuka.playstation.co.uk> 

References: <7gaug1$2mq3@scea> 

NNTP-Posting-Host: th-gt142-140.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1330 scee.yaroze.freetalk.english 
23958 


> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 
> 


It seems a large majority of people (including me) are yearning for a NY2, 
but is it worth petitioning for one before, firstly, the actual PSX2 has 
been released, and more importantly, before Sony have decided otherwise.... 


Rikki 


—-MESSAGE FILE 17744 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001330 


——MESSAGE FILE 17745 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001331 
Path: chuka.playstation.co.uk!news 
From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 15:21:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7gkb6kShe38@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gk2v9She37@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1331 scee.yaroze.freetalk.english 
3959 


>It seems a large majority of people (including me) are yearning for a NY2, 
>but is it worth petitioning for one before, firstly, the actual PSX2 has 
>been released, and more importantly, before Sony have decided otherwise.... 


Nothing ventured, nothing gained :-) 
Oh and BIW I'll take one 


Bob 
298rcs@tay.ac.uk 


—--MESSAGE FILE 17745 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001331 


—-MESSAGE FILE 17746 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001332 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: DFSUSER <lamont.washington@db.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 14:02:29 -0400 

Organization: SCEA News Server 

Lines: 44 
Message-ID: <372DE4B5.B49B235C@db. com> 

References: <7gaugl$2mq3@scea> <7gk2v9She37@chuka.playstation.co.uk> <7gkb6kShe38@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: oakl.dfsc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1332 scee.yaroze.freetalk.english 
23961 


I agree. I think the best way to convince Sony to extend the NY program to the 
new hardware is to exploit the YAROZE even further. I bet half of the people on 
this pettition list don't even have a demo to show on the old yaroze including 
myself. 

Once I saw how great 3dfx was on the pc I decided to program for pc. 

But after letting my yaroze collect dust for a whole year I decided that it is 
the perfect machine to create games for. you get to concentrate on creating 
gameplay and dont have to worry about creating videos and 3d engines. you just 
design your game logic and your i/o is there in respect to the input, your audio 
system and 3d system is there. you can do some amazing things. Right now I am 
remaking a classic sega game on this machine in 3D and the development process 
has been very exciting. I believe if sony sees that more and more people are 
actively creating content on the yaroze (not to be confused with just talking in 
the newsgroups) 
they would be more inclined to enable us to work with a NY2. I say exploit the 
yaroze now, and then get the new hardware and port your stuff. 
Some people just want the ny2 to learn the new architecture. Some people just 
want to create content on the latest dev platform. I hope everyone realizes that 
your basic game engine stays the same. If you dont have anything to show on the 
yaroze, what makes you think that you'll have something to show on the yaroze2? 
I fell into this trap on the pc swithing between voodool, voodoo2, voodoo3, DIRECTX 
OPENGL, GLIDE, and the bottom line is 
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create your game engine, your environment your "world" from an game and logic 
sense and your graphics / audio / video can be built around that. Im willing to 
be if someone created a NY game with extensive game logic that was challanging 
and fun and had crappy graphics/sound that Sony or a 3rd part 
developer/publisher would sign that talent and allow that talent to work on the 
psx2 or whatever new platform emerges..... Sorry for the long post... 

I hope sony does not ask for the nyl back when/if we apply for NY2. 

I would still like to see what you guys think of my Yaroze Creations.... 


ROBERT C SHAND wrote: 


>It seems a large majority of people (including me) are yearning for a NY2, 
>but is it worth petitioning for one before, firstly, the actual PSX2 has 
>been released, and more importantly, before Sony have decided otherwise.... 


Nothing ventured, nothing gained :-) 


Oh and BTW I'll take one 


Bob 
298rcs@tay.ac.uk 


VVVVVVVV VV 


—--MESSAGE FILE 17746 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001332 


—-MESSAGE FILE 17747 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001333 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <defiantsoft@yahoo.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 16:47:08 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <7g1220Srf j3@scea> 

References: <7gaugl$2mq3@scea> <372c6bdc.2567305@205.149.189.29> 

NNTP-Posting-Host: oak1l.dfsc.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1333 scee.yaroze.freetalk.english 
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I would like one as well. I hope that the transfer of data and code is no 
longer serial, lets start using those usb ports... 


—-MESSAGE FILE 17747 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001333 


—-MESSAGE FILE 17748 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001334 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 15:06:03 -0700 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <372E1DCB.5COFF0O75@vmlabs.com> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: vmlabs73.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1334 scee.yaroze.freetalk.english 
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Naturally, count me in! 


Scott 
—-MESSAGE FILE 17748 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001334 
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> 

> 

>Steve Dunn <stevedunn@dial.pipex.com> 
wrote in article 
><6ethph$15r36@chuka.playstation.co.uk>. 


>> >BIW. I've got a new version of my 

>> original ARS code now that supports 
PC 

>> >driven download's as well 

>> >(so you can use the AR to download 


the 

>> graphics & sounds for siocons style 
>> >projects as well). To be 

>> >released RSN, but you can have a 
prelim 

>> version if you want..... 

>> > 

>> Yes please. Sounds v. good. 
More 

>> jump table patches ? 

> 


>Nope, just bog standard use of Datel's 
AR protocol - they support 
>downloading a file to 

>a location from their own ACTION.EXE 
program, so all it required was 
>working out the 

>protocol they use to send a file.... 
> 

>> Steve 

> 

>Craig. 


—-MESSAGE FILE 1871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00574 


-—-MESSAGE FILE 1872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000575 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 09:14:59 -0500 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6etta3Smfol@scea> 

References: <6ec33i$i0m17@scea> <6eqm63$15r1l4@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> <6esf11$15r32@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:530 scea.yaroze.programming.gnu_c 

ompiler:90 scee.yaroze.freetalk.english:575 scee.yaroze.programming.gnu_compiler:183 
scee.yaroze.programming.libraries:143 


SCEE wrote in message <6esf11$15r32@chuka.playstation.co.uk>... 
>Hi Jeff, 

> 

>RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 
>To time a routine use the following... 

> 

>ResectRCnt ( RCntCNT2 ); 

>StartRCnt ( RCntCNT2 ); 

> 

>call routine 

> 

>time = GetRCnt( RCntCNT2 ); 

> 
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—-MESSAGE FILE 17749 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001335 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 19:55:27 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <7gld3eSrf j4@scea> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> 

NNTP-Posting-Host: sud-tcsl-port8.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1335 scee.yaroze.freetalk.english 
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The support for this is better that what I thought it would be I figured 
most were not paying any attention to this newsgroups anymore... 


Hopefully we can get almost everybody to place their name here. Keep them 
coming. 


Hopefully Sony is watching... 


Steve Tolin SCEA Member 
BitSlap Software 


——MESSAGE FILE 17749 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001335 


——MESSAGE FILE 17750 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001336 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 4 May 1999 04:48:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <slrn7isv0e.hh.tjs@longford.cs.monash.edu.au> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> <7gld3eSrfj4@scea> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1336 scee.yaroze.freetalk.english 
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On Mon, 3 May 1999 19:55:27 -0400, Steve Tolin wrote: 
>Hopefully we can get almost everybody to place their name here. Keep them 
>coming. 


I guess I shouldn't lurk any more on this one. I'd be more than a little 
interested to experience what an NY2 could do first hand. 


Toby. 
——MESSAGE FILE 17750 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001336 


——MESSAGE FILE 17751 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001337 
Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 04 May 1999 18:37:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <372F3061.71671BC7@yaroze2000.freeserve.co.uk> 
References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1337 scee.yaroze.freetalk.english 
+ 371 


NY2? 
Most Definately - yum yum! 
Tones 8) 


——MESSAGE FILE 17751 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001337 


—--MESSAGE FILE 17752 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001338 
Path: chuka.playstation.co.uk!news 

From: Alex Blamey <alex@blamey.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 04 May 1999 21:03:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <372F60AE.35827CF1@blamey.freeserve.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: blamey.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1338 scee.yaroze.freetalk.english 
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> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


YES YES YES YES 


I've started saving already Մ 
--MESSAGE FILE 17752 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001338 


——MESSAGE FILE 17753 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001339 
Path: chuka.playstation.co.uk!news 

From: "Daniel Abels" <dra@no_spum_alphalink.com.au> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 5 May 1999 20:25:31 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7gp65bSikol@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <372C29C6.4BA9941C@eidosnet.co.uk> 

NNTP-Posting-Host: guard.invetech.com.au 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1339 scee.yaroze.freetalk.english 
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Who wouldn't be interested? :-) 


Now, lets see if the machine will actually live up to the hype... 


Daniel Abels 


——MESSAGE FILE 17753 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001339 


——MESSAGE FILE 17754 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001340 
Path: chuka.playstation.co.uk!news 
From: "Mark Theyer" <theyergfx@ozemail.com.au> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scea.yaroze.freetal 
lease. 


Subject: Re: Net Yaroze 2 ? 


P 


lk, scee.yaroze.freetalk.english 


Date: Wed, 5 May 1999 23:15:39 +1000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 10 


Message-ID: <7gpftiSiko2@chuka.playstation.co.uk> 
References: <7gaugl$2mq3@scea> 
NNTP-Posting-Host: slgol52p57.ozemail.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1340 scee.yaroze.freetalk.english 
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NY2 would be great but I do not assume that the NY program 
has met the goals Sony wanted to achieve. 


Mark 
theyergfx@ozemail.com.au 


Page 11963 


——MESSAGE FILE 17754 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001340 


--MESSAGE FILE 17755 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001341 
Path: chuka.playstation.co.uk!news 
(Barry & Robert Swan) 


From: yaroze@theburrow.co.uk 


Newsgroups: scea.yaroze.freetal 
թյ 


Subject: Re: Net Yaroze 2 37 


lk, scee.yaroze.freetalk.english 


Lease. 


Date: Wed, 05 May 1999 14:04:15 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 49 


Message-ID: <37304b8c.2367490@www.netyaroze-europe.com> 
References: <7gaug1$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p25slla01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1341 scee.yaroze.freetalk.english 
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Lets play devil's advocate... 


we all want NY2, but would we benefit from it? I reckon not. 
all, there isn't one Yaroze demo Ive seen that would benefit from the 
"rumoured' 50005 increase in speed. What it would allow would 
us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 


fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. I personally am not really sure that 


First of 


be for 


100s more trees shows any advance in what we would be trying to 
acheive. The power of the NY2 would allow advancement in grap 
the game engine, but so far I cant really think of anyone who 
followed the writing a complex game engine thread. That isn't a 
putdown at all; the resources available to us are miniscule c 
to full dev houses, and the gap is only widening. 


Will be interesting to see what the Unis make of it; 


first results from Abertay Uni which covers the Yaroze more 
extensively than the coutrse I did, and I have a sneaking sus 
how they will turn out. I cant see how it is reasonable to te 
NY2 even during a 3 year course as there is so much to know. At Sony, 
not everyone knows everything about PS; people specialise qui 
heavily. The idea of trying to know and do evreything for the NY2 
would be rather jolly scary. Not that this means they shouldnt try in 
the Unis, just that I wouldnt expect them to be as productive as you 


might think. 


hics and 
has 


ompared 


I want to see the 


picion 
ach the 


te 


The best chance of getting the NY2 would be to do what somebody 


previously mentioned; really stretch the NY to show that we could cope 


with the extra performance in rgw areas such as dynamics , co 
detection, AI behaviour etc etc. 


11151օո 
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I was thinking about doing a PDA game for the Yaroze. I havent checked 
up on it at work but the answer would probably be a big slap in the 
face. Cant gaurantee it (considering it will be extremely to 
dissassemble whats on the PDAs anyway) but I dont think so somehow. 
Might ask if can be arsed. I have to admit one thing recently made me 
laugh; the quote from a guy at Codemasters saying that he didnt think 
the PS2 would accept PDAs (oh, pocketstations if youre wondering). 
Made me laugh a treat that one!) They are pretty sweet. Just nothing 
worthwhile playing really, considering its all in Japanese. Wow, must 
get a picture of Crash in the bath, wahey. (cough) 


Most of the games Ive seen so far are pretty limited and trivial, but 

Im sure you could do a half decent Zelda-like game on it. And because 

the levels take so small memory (and you could even download new 

levels from the PS) it could be huge. Or perhaps thats what Square are 

doing for FF8. ah well. 

—-MESSAGE FILE 17755 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001341 


—-MESSAGE FILE 17756 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001342 
Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 05 May 1999 17:56:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <37307845.F9B56B43@reading.ac.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1342 scee.yaroze.freetalk.english 
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Barry & Robert Swan wrote: 


Lets play devil's advocate... 

we all want NY2, but would we benefit from it? I reckon not. First of 
all, there isn't one Yaroze demo Ive seen that would benefit from the 
"rumoured' 50005 increase in speed. What it would allow would be for 
us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 
fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. 


VVVVVVVV VV 


I don't see why the Yaroze 2 doesn't meet this. What is the real 
point is that once the Playstation 2 is established, the existing Yaroze 
will no longer serve one of the most useful functions it has now - 
providing a way of gaining current console development experience 
without having to get a job in the industry (which normally requires 
current console development experience to get, loop loop loop). 

(Although I do note that when the Yaroze came out, employers stopped 
looking for "current console experience" and started looking for 
"previously published titles", the *new* thing that you couldn't get 
without having the job you needed to get it for. Geez, why not just put 
"on the old-boy network" on the ad?) 


> I personally am not really sure that 

> 100s more trees shows any advance in what we would be trying to 

> acheive. The power of the NY2 would allow advancement in graphics and 
> the game engine, but so far I cant really think of anyone who has 
> 
> 
> 


followed the writing a complex game engine thread. That isn't a 
putdown at all; the resources available to us are miniscule compared 
to full dev houses, and the gap is only widening. 


And no NY2 will widen it even further. 
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The best chance of getting the NY2 would be to do what somebody 
previously mentioned; really stretch the NY to show that we could cope 
with the extra performance in rgw areas such as dynamics , collision 
detection, AI behaviour etc etc. 


V V V V 


"Stretching the NY" is going to be a fairly difficult task for 
anyone. Even you mentioned that there's no evidence that the PSX has 
been fully stretched yet. The other point about the non-graphics thing 
is.. well... 

Err... 

Ok, I'm going to have to duck here and say something that I hope 
people won't take offense to. I haven't followed that many of the Net 
Yaroze competitions. But most of the ones I have have not been won by 
innovative game designs, but by new versions of old-established 
designs. I don't recall seeing any really new designs on the Yaroze 
demo disk. What I do see winning a lot of the competitions are.. uhh.. 
games with good graphics. 


> I was thinking about doing a PDA game for the Yaroze. I havent checked 
> up on it at work but the answer would probably be a big slap in the 


> face. Cant gaurantee it (considering it will be extremely to 
> dissassemble whats on the PDAs anyway) but I dont think so somehow. 

I think if you disassemble stuff Sony send the guy in the suit 
around. It would be nice to get at the PDA libraries, but I'm not sure 
it'll happen - a friend told me that it's a whole seperate devkit for 
professionals. 


—-MESSAGE FILE 17756 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001342 


-—-MESSAGE FILE 17757 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001343 
Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 5 May 1999 20:59:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbe973a$65f4ec40$SLocalHost@default> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: p3Fs13a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1343 scee.yaroze.freetalk.english 
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I'd be mad not to want an NY 2. The only problem with the current NY is 
that it was released so long after the playstation.... it would be great if 
the NY2 was realeased not long after the playstation2 is. 


Jon Prestidge 
—-MESSAGE FILE 17757 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001343 


—--MESSAGE FILE 17758 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001344 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 6 May 1999 00:43:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <7gqkr0Siko4@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup137-51.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1344 scee.yaroze.freetalk.english 
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Net Yaroze newsgroups message dump.txt Page 11966 
Hey all, :) 


I'm with Rob on this one. It strikes me as pretty rich that so many people 
clamouring for a NY2 on this group haven't really turned out a substantial 
demo on their current Yaroze. If you're struggling (either due to your 

technical ability, or the amount of time you have to spend on it) with the 
current machine, what makes you think having a PlayStation 2 to fool about 


with will make things any easier? If anything, it will only be more 
difficult! 
As a brief aside (i.e. rant) - although new technology drives the industry 


forward, there are really only a handful of developers who push for advances 
in game design, rather than just make old games with prettier visuals. 
Unfortunately, there seems to be plenty of evidence that the same disease of 
"pure techno-lust without intelligent application" exists on this newsgroup. 
Maybe that's just a result of the sort of people drawn to Yaroze..? 


This oft-cited argument along the lines of "the PS will soon no longer be a 
viable platform for developers so we need NY2 to stay up to speed" is the 
only decent reason I've heard for getting a NY2, but I'm not entirely 
convinced it will make any real difference in the quality of the demos we 
see. And by "quality" I don't mean knocking off a clone of some game with 
nicer graphics (or 100 trees), but coming up with something new and 
different that you would never see in the commercial scene anymore. Rob's 
"Adventure Game" (with its knowing piss-take of the action-RPG genre and the 
Yaroze in-jokes) was the sort of thing I expected to see more of when I 
first got the machine. Snowball Fight has always struck me as a good, fun 
two-player game - a bit of an undiscovered NES classic (I had 100's of NES 
games and it's a shitload better than most of them - and I'm not just saying 
all this coz James R's my mate). All SBF needs is a few more maps (I fear 
the much-needed multitap support will never happen) and it would be an OPSM 
cert. I single these games out not because they are the best-looking or the 
most ambitious or indeed anything other than the fact that they had a strong 
impression on me. I wish we saw more games these days and less demos, but I 
know that's just my preference. I also know I can't talk either - my 
priorities this year WRT games and Yaroze have, by necessity, not always 
been what I'd have liked them to have been. Still, I believe I have a valid 
point which deserves to be made :) 


With Phil Harrison's recent statements, I think NY2 is likely to happen in 
the next 2 years. I hope that we see a lot more from the European and US 
scenes; the quality of the demos is certainly beginning to give the Japanese 
stuff (which looked to be waaay ahead of us 12-18 months ago) a run for its 
money. My own wish is for people - once they get to grips with the basics of 
writing a game - to use the machine's abilities to come up with something 
new and original, rather than a souped-up clone of an old game (or inferior 
version of a current one). Surely having a demo which is brave and unusual 
and clever is only a good thing? I really, really hope the Edinburgh team 
happen to turn out a storming original game this summer... make us proud, 
guys! 


I'd like a Net Yaroze 2, sure - but mainly so I could have a multi-system 
PlayStation 2 and thus not have to worry about the whole chipping 
malarkey... a prime benefit of the original NY! :) If anything, the most 
important thing the Yaroze teaches you is how much bloody work it takes to 
write a good game these days... 


Nick F 


we all want NY2, but would we benefit from it? I reckon not. First of 
all, there isn't one Yaroze demo Ive seen that would benefit from the 
"rumoured' 50005 increase in speed. What it would allow would be for 
us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 
fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. I personally am not really sure that 
100s more trees shows any advance in what we would be trying to 
acheive. The power of the NY2 would allow advancement in graphics and 
the game engine, but so far I cant really think of anyone who has 
followed the writing a complex game engine thread. That isn't a 
putdown at all; the resources available to us are miniscule compared 
to full dev houses, and the gap is only widening. 


VVVVVVVVVVVV VV 
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—-MESSAGE FILE 17758 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001344 


—-MESSAGE FILE 17759 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001345 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:09:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <slrn7j2glt.n2g.tjs@longford.cs.monash.edu.au> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1345 scee.yaroze.freetalk.english 
23981 


On Thu, 6 May 1999 00:43:48 +0100, Nick Ferguson <nickf@saqnet.co.uk> wrote: 
>Hey all, :) 

> 

>I'm with Rob on this one. It strikes me as pretty rich that so many people 
>clamouring for a NY2 on this group haven't really turned out a substantial 
>demo on their current Yaroze. If you're struggling (either due to your 
>technical ability, or the amount of time you have to spend on it) with the 
>current machine, what makes you think having a PlayStation 2 to fool about 
>with will make things any easier? If anything, it will only be more 
>difficult! 


<snip> 
I think I'll have to (mostly) disagree with this on a number of points. 


Regarding ease of use, the whole point of a faster machine is that you can 
afford more levels of abstraction, thus making it easier, rather than harder, 
to program for. 


Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
worthwhile to note that pushing a machine to its limits requires a lot of hard 
work and time, and as such tends to be a demotivating factor. The 3 main things 
that the PS2 offers over the PSX, that I think everyone would consider a 
benefit are the FPU, increased CPU speed and increased memory (and the 
possibility of better memory management). 


While there is an element of technofetishism involved in wanting to program on 
newer and better hardware, I believe that it's a justified desire. If it 
wasn't, I'd still be happily programming for the Amiga. 


I also think productivity will also benefit from the fact that the PS2 is much 
more like a personal computer (in terms of connectivity, if nothing else), and 
hence will likely be a lot less painful to develop for. 


Regardless of any of this, I don't really understand why there's a need to 
"prove' that we're worthy of an NY2 program. I can't see any way in which the 
original NY program has hurt Sony (In fact, I think that even if the results 
have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
didn't have to prove anything when we signed up for the first NY program, so 
that obviously wasn't a criterion for Sony to start with. I'll be a little 
upset if it has become one now. 


Toby. 
—--MESSAGE FILE 17759 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001345 


—-MESSAGE FILE 17760 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001346 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:11:06 GMT 
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Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <7grfaaSiko5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1346 scee.yaroze.freetalk.english 
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You got that right Robert! 


George@SCEE 


In article <37304b8c.2367490@www.netyaroze-europe.com>, yaroze@theburrow.co.uk 


>I was thinking about doing a PDA game for the Yaroze. I havent checked 
>up on it at work but the answer would probably be a big slap in the 
>face. Cant gaurantee it (considering it will be extremely to 
>dissassemble whats on the PDAs anyway) but I dont think so somehow. 
>Might ask if can be arsed. 


—--MESSAGE FILE 17760 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001346 


—-MESSAGE FILE 17761 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001347 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:18:45 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <7grfolSiko6@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <37307845.F9B56B43@reading.ac.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1347 scee.yaroze.freetalk.english 
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In article <37307845.F9B56B43@reading.ac.uk>, Mark.Green@reading.ac.uk says... 


> I think if you disassemble stuff Sony send the guy in the suit 
>around. It would be nice to get at the PDA libraries, but I'm not sure 
>it'll happen - a friend told me that it's a whole seperate devkit for 
>professionals. 


Your friend is correct. 


George@SCEE 


—-MESSAGE FILE 17761 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001347 


--MESSAGE FILE 17762 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001348 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:30:01 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <7grgdpSiko7@chuka.playstation.co.uk> 
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References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1348 scee.yaroze.freetalk.english 
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In article <slrn7j2glt.n2g.tjs@longford.cs.monash.edu.au>, tjs@cs.monash.edu.au 
says... 


>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>work and time, and as such tends to be a demotivating factor. The 3 main 
things 

>that the PS2 offers over the PSX, that I think everyone would consider a 
>benefit are the FPU, increased CPU speed and increased memory (and the 
>possibility of better memory management). 


My personal opinion is that these 3 factors in no way have anything to do 
with the NY libs. The main thing is the NY libs! Show me a NY game that 
would benefit from a FPU, increased CPU? Better yet, name 10 NY games 
that take up 2 megs!! You don't need any of this 3 things to do a great 
game.... 


The point being is that the NY libs are good enough to do some great 3D 
games. The problem is, there are only a handfull of NY games that are 3D. 
The NY has been released for 2 years in Europe and I think it's time 
members really pushed the NY libs to their fullest. 


George 


-—-MESSAGE FILE 17762 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001348 


—-MESSAGE FILE 17763 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001349 
Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 09:11:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <37314E9A.4613@ecs.ox.ac.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 

Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1349 scee.yaroze.freetalk.english 
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How many Yaroze owners had seriously played around with 3D graphics (or 
other game stuff even) before the Yaroze came along ? many will have, 
but many not, even though they probably had PCs or Macs which were 
perfectly capable of doing them, they weren't pushing their current 
systems so how could they be expected to push a new system. 


Realistically Yaroze owners were never going to really 'push' the limits 
of the system, partially due to time, but I would also say that the lack 
of incentive has held people back from pushing the system. 

The only real commercial gain people gan get from their 'investment' is 
a job in the industry, but once this is gained then they are a lot less 
likely to push the Yaroze libs since they may well have access to the 
full libs. I suppose the other way would be to come up with a good 
enough demo to encourage a full developer to take the game further - at 
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--MESSAGE FILE 17763 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001349 


—--MESSAGE FILE 17764 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001350 
Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 10:50:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <373165F4.C04F8970@reading.ac.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1350 scee.yaroze.freetalk.english 
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Nick Ferguson wrote: 
Hey all, :) 


> 

> 

> I'm with Rob on this one. It strikes me as pretty rich that so many people 
> clamouring for a NY2 on this group haven't really turned out a substantial 
> demo on their current Yaroze. If you're struggling (either due to your 
> 
> 
> 
> 


technical ability, or the amount of time you have to spend on it) with the 
current machine, what makes you think having a PlayStation 2 to fool about 
with will make things any easier? If anything, it will only be more 
difficult! 


What I would hope for is that a Yaroze 2 would be a bit friendlier to 
start with :) 

When I first joined the Yaroze program, I was writing little games on 
DOS PC in C or Pascal with a few assembler subroutines and a sprite 
compiler I hacked together. It was quite hard work, but was enjoyable, 
and I was trying a few strange designs (mostly adjusted puzzle games). 

I hoped that the Yaroze would provide a platform where design ideas and 
original implementation techniques could be tried out relatively easily, 
with the libraries providing many of the basic functions games 

required. I was not disappointed - until I actually tried to use it. 

The real disheartening side was seeing that the most Yaroze demos 
being produced *AT THAT TIME* were not there to show new game ideas or 
effects or similar. The challenge wasn't to make new ideas - the 
challenge was to claw through the documentation and example code and try 
and figure out how to do ANYTHING. Now, of course, developing on *any* 
platform requires going through a learning phase, but the Yaroze 
documentation made the learning phase incredibly long and convoluted, 
often without much in the way of return, and meant that developing 
anything took several times the amount of time it would have taken 
elsewhere. I *far* prefer the Yaroze libraries to the DirectX ones, and 
yet the DirectX ones I was able to get things to start working 
relatively quickly, whereas the Yaroze ones took a lot of work before I 
could even get a sprite showing. 


As a brief aside (i.e. rant) - although new technology drives the industry 
forward, there are really only a handful of developers who push for advances 
in game design, rather than just make old games with prettier visuals. 
Unfortunately, there seems to be plenty of evidence that the same disease of 
"pure techno-lust without intelligent application" exists on this newsgroup. 
Maybe that's just a result of the sort of people drawn to Yaroze..? 


VVVVVYV 


I think a lot of people do have techno-lust. A lot of people also 
want jobs in the game industry, and if what they are doing is making old 
games with prettier visuals, then unfortunately that's what we must do 
if we want jobs with them. 


> see. And by "quality" I don't mean knocking off a clone of some game with 
> nicer graphics (or 100 trees), but coming up with something new and 
> different that you would never see in the commercial scene anymore. 
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> 

>I'm sorry you thought I was being unhelpfull with my last response, but I 
>offer the same advice to professional developers, plus with the Yaroze you 
>don't have access to any other timers as they are used by the libraries 
>internally. 


I am thankful for any respose.. Sometimes I just get fed up with the docs.. 
like to know how to use what it is I'm playing with. One of those things 
was timers... Currently I do use the vsync because no one seemed to know 
how the timers functioned... The response you just gave me is exactly what 
I was looking for.. I wanted to know how they worked... I couldn't for the 
life of me figure out what you passed into the timer... 
surely didn't mean to sound rude about it... Was meant more as sarcasm... 


Sorry if I offended you. 
BTW Thanks for the solution to my question. 
Regards, 


Jeff / Nemesis 


-—-MESSAGE FILE 1872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00575 


—-MESSAGE FILE 1873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000576 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Fri, 20 Mar 1998 15:08:08 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 18 

Message-ID: <35128658.31A3AB15@micronetics.com> 

References: <6ertm1$15r20@chuka.playstation.co.uk> <35105072.FD2COEBB@codeworks.demo 
n.co.uk> <35127C08.38BE@manc.u-net.com> 

Reply-To: jim@codeworks.demon.co.uk 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


mes Shaughnessy wrote: 


Ja 
> 
> Jim wrote: 

> > Where in nodnol? 
> 

> 

> 

> 


You've been watching Red Dwarf, me thinks? 
Although I can't name the episode in question. 


I think it was actually from Dick Wittington, or some other classic 
story/folktale. Something like that.. 
Although I'm sure it featured in Red Dwarf. 


I'm going to have to check out all my old picture books from when I was 
a nipper now.. 


Jim 
—-MESSAGE FILE 1873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00576 


—-MESSAGE FILE 1874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000577 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 
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Well agreed. 
—--MESSAGE FILE 17764 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001350 


——MESSAGE FILE 17765 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001351 
Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 14:14:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <37319df7.900459@www.netyaroze-europe.com> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> 

NNTP-Posting-—Host: p66s13a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1351 scee.yaroze.freetalk.english 
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On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 
wrote: 


>Regarding ease of use, the whole point of a faster machine is that you can 
>afford more levels of abstraction, thus making it easier, rather than harder, 
>to program for. 


Very true. But regardless of how powerful the machine, it can only do 
so much for you. If the Yaroze had the power of a PC cpu, Im not sure 
there would be any more intelligent collision detection than bounding 
box/ spheres etc. And these can be done on a speccy... Where are the 
solid state mechanics and stuff? Animation is another area... and I'm 
worried people think we should all be at that level, which is rubbish. 
My 'demos' are exactly the same as most other things on this site; 
same old game but with 'better' graphics. And in my case this is 
because of vanity on my part and wanting stuff to look good, and also 
Im aware that to follow one of those routes is a big area, one that 
doesn't have the instant nice results as of doing a decent landscape 
routine. So instead of ploughing into meaty areas of maths and stuff 
we concentrate on the graphics which is completely valid for ourselves 
but we would not necassarily benefit from an upgrade to NY2 by the 
same measure we would if trying to follow those maths-intensive areas. 


>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>work and time, and as such tends to be a demotivating factor. The 3 main things 
>that the PS2 offers over the PSX, that I think everyone would consider a 
>benefit are the FPU, increased CPU speed and increased memory (and the 
>possibility of better memory management). 


well, i push the machine to its limits in terms of memory and gpu/ 
gte, but reckon that only about 5% of the cpu time is used for non 
graphics stuff. Show me a Yaroze game that is different is what Id 
say... 


>Regardless of any of this, I don't really understand why there's a need to 
>'prove' that we're worthy of an NY2 program. I can't see any way in which the 
>original NY program has hurt Sony (In fact, I think that even if the results 
>have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
>didn't have to prove anything when we signed up for the first NY program, so 
>that obviously wasn't a criterion for Sony to start with. I'll be a little 
>upset if it has become one now. 


You are right really. We paid for the NY we do what we want from it. 
And generally we are all happy with it. But from a business model Im 
not sure it has been worth it for Sony; some good publicity for what 
amounts to a pain in the arse for them. I disagree with businesses 
being run merely for profit and yet I cant argue if that is how they 
choose to run. NY2 for home users I think would leave a lot of people 
with a more expensive piece of kit than NY, and with not much better 
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results from it. Working in teams I think should be the way to catch 
up with pro dev houses, not working with more powerful hardware, and 
would teach you skills worth more in the industry. (if you desire 
those) 


PS George; If I did a pda game for Yaroze then it would be hard to 
justify stopping it (although undoubtedly it would be!) Would not be 
giving any away any more stuff than you could get from any other 
commercial pda game. 


Rob 
——MESSAGE FILE 17765 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001351 


——MESSAGE FILE 17766 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001352 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 6 May 1999 17:30:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7gsg77S$2qcl@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <01lbe973aS65f4ec40SLocalHost@default> 
NNTP-Posting-Host: th-gt143-002.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1352 scee.yaroze.freetalk.english 
23989 


Yeah, but then would you buy the PSX2, or wait for the NY2? This leads onto 
a point that people who probably have done most with the current NY, are 
those who spent the £500 odd cash when it came out, and are most likely to 
splash out on the NY2 which will also start out at a high price. Those who 
have recently joined (like myself) haven't had a chance to really push 
towards anything semi-advanced, and probably will not be able to get the NY2 
straight away due to lack of cash, or at least of that amount (as they most 
likely only just decided to purchase the NY at its lower cost, Sony's 
example of 'Creaming', wow, just learnt that in Business Studies today, and 
its already of use!!! lol, if only they taught helpful stuff like 3d maths 
etc.). For this reason, those people will probably have to push on with 
working on the current NY. 


Jon Prestidge (alias Moose) <zmoose@premier.co.uk> wrote in message 
news: 01be973aS65f4ec40SLocalHost@default... 
> I'd be mad not to want an NY 2. The only problem with the current NY is 


> that it was released so long after the playstation.... it would be great 
if 

> the NY2 was realeased not long after the playstation2 is. 

> 


> Jon Prestidge 


—--MESSAGE FILE 17766 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001352 


—-MESSAGE FILE 17767 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001353 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 20:54:57 +0000 

Organization: Data Uncertain 

Lines: 27 

Message-ID: <373201A1.41B86319@hinge.mistral.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <37319df7.900459@www.netyaroze-europe. com> 
NNTP-Posting-Host: d3-s57-213-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1353 scee.yaroze.freetalk.english 
23990 


Barry & Robert Swan wrote: 


> 

> On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 

> wrote: 

> 

> >Regarding ease of use, the whole point of a faster machine is that you can 
> >afford more levels of abstraction, thus making it easier, rather than harder, 
> >to program for. 

> 

> Very true. But regardless of how powerful the machine, it can only do 

> so much for you. If the Yaroze had the power of a PC cpu, Im not sure 

> there would be any more intelligent collision detection than bounding 

> box/ spheres etc. And these can be done on a speccy... Where are the 


I've got some cracking true poly intersection collision code that's 
great on a quick PC but to no use on the Yaroze.... 


> solid state mechanics and stuff? Animation is another area... and I'm 
> worried people think we should all be at that level, which is rubbish. 


Graphic's production tool's support from Sony wasn't up to much...so 
just like (a lot of) the pro stuff in that sense ;) 


> Rob 


Craig. 
—-MESSAGE FILE 17767 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001353 


—-MESSAGE FILE 17768 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001354 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 23:45:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <slrn7j4abr.ph4.tjs@longford.cs.monash.edu.au> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7grgdpSiko7@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1354 scee.yaroze.freetalk.english 
23991 


On 6 May 1999 07:30:01 GMT, George Bain wrote: 


>My personal opinion is that these 3 factors in no way have anything to do 
>with the NY libs. The main thing is the NY libs! Show me a NY game that 
>would benefit from a FPU, increased CPU? Better yet, name 10 NY games 
>that take up 2 megs!! You don't need any of this 3 things to do a great 
>game.... 

> 

>The point being is that the NY libs are good enough to do some great 3D 
>games. The problem is, there are only a handfull of NY games that are 3D. 
>The NY has been released for 2 years in Europe and I think it's time 
>members really pushed the NY libs to their fullest. 


I didn't say not good enough. I merely said that it would make the PS2 
_easier_ to deal with than the PSX. Looking at the past for a moment, I'd 

say that it takes about 5 or 6 years for hobbyist developers to get to the 
point where they're getting everything they can out of the available 
hardware/software. I wouldn't expect the NY to be any different. This doesn't 
mean however, that there's no point upgrading until you've got everything 

you can out of a piece of hardware. If that was the case, Moore's law would 
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have falled by the wayside a long time ago, and we'd still be using PDP11's 
or something :) 


Toby. 
—--MESSAGE FILE 17768 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001354 


——MESSAGE FILE 17769 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001355 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 7 May 1999 01:32:07 -0700 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <ldrdpxt.1lrixcaz1l058ztyN@user-—33qsomr.dialup.mindspring.com> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> 

NNTP-Posting-Host: user-33qsomr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1355 scee.yaroze.freetalk.english 
23992 


Barry & Robert Swan <yaroze@theburrow.co.uk> wrote: 


What it would allow would be for 

us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 
fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. 


VV NV V V V 


1 disagree. the increased power of a yaroze 2 would make it easier to 
concentrate on game design rather than technical stuff. i'm working on a 
3d game, and i burn a lot of time and energy on compensating for the 
lack of a z-buffer and perspective-correct texture mapping. it takes 8 
bit of work to make things look acceptable, let alone flashy. for 
example, drawing something as basic as a "floor plane" correctly 
requires learning how to sort OTs into other OTs.... and net yaroze was 
supposed to let me concentrate on *game ideas*? but if you had the power 
to burn of a psx 2, you'd just throw all those polygons at the cpu/gpu, 
and concentrate on *the game*. 


if sony really wants to make good on the mission of allowing amateurs to 
develop breakthrough gameplay, say on a yaroze 2, then they should 
provide more and better *tools.* more than just a command-line C 
compiler and rudimentary RSD/TIM utilities. every kit should include a 
3d modeller and sound editor, with full import/export to yaroze 2's 
native formats, including textures and animation. maybe even a couple of 
simple level-editors/world-builders with accompanying game engines 
(w/source code). sure, this is a lot bigger investment and support 
hassle, but i think the extra effort and money would pay off a lot more 
than whatever what invested in the current yaroze program. 


wayne a. lee <wal@blarg.net> 
——MESSAGE FILE 17769 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001355 


—-MESSAGE FILE 17770 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001356 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: e3 countdown 

Date: Fri, 7 May 1999 02:02:09 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <ldrew0s.16q1621jaup5dN@user—33qsomr.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qsomr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


wow, less than a week till e3! 
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i've decided that i am going to go this year. anyone want to try for 
another gathering this time around? coordinating this kind of thing 
seems to be a pain, since no one's actually at the show yet :-) and it's 
kinda useless to say "meet at the sony booth" since it's probably going 
to be several city blocks in size... 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 17770 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001356 


--MESSAGE FILE 17771 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001357 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 07 May 1999 11:28:10 +0000 

Organization: Data Uncertain 

Lines: 46 

Message-ID: <3732CE4A.A55D76E0@hinge.mistral.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7grgdpSiko7@chuka.playstation.co.uk> <slrn7j4abr.ph4. 
tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 195.184.231.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1357 scee.yaroze.freetalk.english 
23.993 


Toby Sargeant wrote: 


On 6 May 1999 07:30:01 GMT, George Bain wrote: 


>My personal opinion is that these 3 factors in no way have anything to do 
>with the NY libs. The main thing is the NY libs! Show me a NY game that 
>would benefit from a FPU, increased CPU? Better yet, name 10 NY games 
>that take up 2 megs!! You don't need any of this 3 things to do a great 
>game.... 

> 

>The point being is that the NY libs are good enough to do some great 3D 
>games. The problem is, there are only a handfull of NY games that are 3D. 
>The NY has been released for 2 years in Europe and I think it's time 
>members really pushed the NY libs to their fullest. 


I didn't say not good enough. I merely said that it would make the PS2 
_easier_ to deal with than the PSX. Looking at the past for a moment, I'd 

say that it takes about 5 or 6 years for hobbyist developers to get to the 
point where they're getting everything they can out of the available 
hardware/software. I wouldn't expect the NY to be any different. This doesn't 
mean however, that there's no point upgrading until you've got everything 

you can out of a piece of hardware. If that was the case, Moore's law would 
have falled by the wayside a long time ago, and we'd still be using PDP11's 
or something :) 


VVVVVVVVVVVVVVV VV VV VV VV 


The only hardware that has been utilised fully in the past 16 years is 
the 

ZX81, where the last couple of games that came out supported high-res 
(for then) 

graphics on a computer that even it's makers insisted didn't have them. 
Since then, no-one has pushed the envelope to the max, because it takes 
to 

long and the next generation of hardware comes along before you've 
finished 

and does what you spent 6 monthes trying to do, but the NG hardware has 
it 

in the standard libs and only takes one line of code to get the same 
effect... 
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> Toby. 

I'm agreeing with Toby here BTW. 


Craig. 
—-MESSAGE FILE 17771 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001357 


—-MESSAGE FILE 17772 START: net-yaroze-—usenet/00000002-SCEA/yaroze/freetalk/00001358 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: e3 countdown 

Date: Fri, 07 May 1999 09:31:02 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <37331546.86A50FAD@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-—33qsomr.dialup.mindspring.com> 
NNTP-Posting-Host: vmlabs65.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I'd like to meet up if possible. We could just pick a corner of the 
Sony booth and meet there. Here's the floorplan on that part of the 
show: 

http: //www.e3expo.com/floormap/west/west.html 


Is there going to be a Yaroze section to the booth? If so that would 
simplify things. 


Scott 

> wow, less than a week till e3! 

> 

> i've decided that i am going to go this year. anyone want to try for 

> another gathering this time around? coordinating this kind of thing 

> seems to be a pain, since no one's actually at the show yet :-) and it's 
> kinda useless to say "meet at the sony booth" since it's probably going 
> to be several city blocks in size... 

> 

> -- 

> wayne a. lee <wal@blarg.net> 


—-MESSAGE FILE 17772 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001358 


--MESSAGE FILE 17773 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001359 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: e3 countdown 

Date: Fri, 7 May 1999 12:17:58 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> 

NNTP-Posting-Host: user-33qsqe8.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


hey cool! i didn't know the floor maps were up. 


i think picking a corner might be a better bet than trying to find a 
yaroze booth, since the overall floor map is available now, and last 
year i got lost inside the sony area, trying to find the yaroze booth! 


if we pick a corner, we have to decide: do we meet near sega, or near 
nintendo? :-) 
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Scott Cartier <scartier@vmlabs.com> wrote: 


> I'd like to meet up if possible. We could just pick a corner of the 

> Sony booth and meet there. Here's the floorplan on that part of the 

> show: 

> http://www.e3expo.com/floormap/west/west.html 

> 

> Is there going to be a Yaroze section to the booth? If so that would 
> simplify things. 

> 

> Scott 

> 

> 

> > wow, less than a week till e3! 

>> 

> > i've decided that i am going to go this year. anyone want to try for 
> > another gathering this time around? coordinating this kind of thing 
> > seems to be a pain, since no one's actually at the show yet :-) and it's 
> > kinda useless to say "meet at the sony booth" since it's probably going 
> > to be several city blocks in size... 

>> 

> > -- 

> > wayne a. lee <wal@blarg.net> 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17773 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001359 


-—-MESSAGE FILE 17774 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001360 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PSX File Server update 

Date: Fri, 7 May 1999 18:33:06 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7gvt8h$2qc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98ACCA14.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1360 scee.yaroze.freetalk.english 
«3995 


Since the SCEA web page update is still not working, I have posted here 
again (sorry). 


But I have a short but informative update about my PSX File Server program. 
It gives you an idea about where the program is and how soon it will be 
done, hopefully :) 


www.scea.sony.com/net/yaroze/pages/nmiller.html 
I hope you find it interesting 


Nathan Miller 
—-MESSAGE FILE 17774 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001360 


——MESSAGE FILE 17775 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001361 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 8 May 1999 11:17:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 
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Message-ID: <7h1340S2qc6@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1361 scee.yaroze.freetalk.english 
23996 


I certainly don't think there should be any qualifying program to justify a 
members exceptance into the future, possible Yaroze 2 program, although if 
they applied the same philosophy to pro. developers we might have to suffer 
far less crap games than we have with the current Playstation ( I mean VR 
Powerboat Racing... ermm... oppps.) 


Anyway my thoughts on Yaroze 2, what I would like to see done is Sony 
developing a viable PCI/AGP/FireWire device based on the EE then offer 
different levels of support / libs so professional developers pay shit loads 
of cash to develop with full support from Sony and also full library and 
tools access, the have a Yaroze style program that offers a similar toolset 
but doesn't offer the full support but does give access to Yaroze newsgroups 
and but offer a program where Yaroze members can release their games to 
market on a Yaroze label, this would mean Yaroze members get full access to 
the machine, we would have something to aim for, a release if the game is 
good. 


OK none of this is going to happen, we can only hope we get a Net Yaroze 2 
program, we can only hope we can connect to it using USB or FireWire (kill 
serial now, yes I want to start a serial killer campaign) we can only hope 
we get access to a wider selection of libraries, we can only hope the 
manuals are better, we can only hope we don't have the libraries stuck ona 
CD so they can't be updated or expanded, we can only hope for a decent 
toolset, we can only hope the UKs car prices come in line with the rest of 
Europe we can only hope for peace. You get what I mean. 


Nigel 
http://www.netyaroze-europe.com/~ncritten 


Nigel 


——MESSAGE FILE 17775 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001361 


—--MESSAGE FILE 17776 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001362 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PSX File Server update 

Date: Sat, 8 May 1999 15:21:31 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7h26djShrsl@chuka.playstation.co.uk> 

References: <7gvt8hS2qc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A9D43E.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1362 scee.yaroze.freetalk.english 
23997 


Just another update. I have got a screenshot of my PSX FileServer in the 
project section and a picture of me in the about me section. 


>www.scea.sony.com/net/yaroze/pages/nmiller.html 


Nathan Miller 


—-MESSAGE FILE 17776 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001362 
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—-MESSAGE FILE 17777 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001363 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 08 May 1999 22:53:31 -0700 

Organization: @Home Network 

Lines: 40 

Message-ID: <373522DB.C2D5AF09@home.net> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: 24.64.205.80.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1363 scee.yaroze.freetalk.english 
23998 


Nigel, 


I really like your idea of a commercial outlet for amateur developers. I wonder 
what would happen if Sony offered to pay Yaroze members for games published in 
OPM, like anywhere from $200-$15000 per title. I truly believe they could 
generate a *frenzy* of excitement that would result in a lot of good work, and 
OPM would turn into a showcase magazine featuring lots of free games. Everytime 
someone made a game better than the previous best, they would be given more 
money thereby raising the stakes and adding to the excitement. 


Assuming that Sony budgets $100,000 for prize money over a 1 year period, and 
that OPM makes about $1 profit per magazine, OPM would only need to increase its 
number of readers by about 8000 to cover the costs. Surely with several free, 
great games offered each month, they would get the attention of another 8000 
readers! 


Nigel Critten wrote: 


OK none of this is going to happen, we can only hope we get a Net Yaroze 2 
program, we can only hope we can connect to it using USB or FireWire (kill 
serial now, yes I want to start a serial killer campaign) we can only hope 
we get access to a wider selection of libraries, we can only hope the 
manuals are better, we can only hope we don't have the libraries stuck ona 
CD so they can't be updated or expanded, we can only hope for a decent 
toolset, we can only hope the UKs car prices come in line with the rest of 
Europe we can only hope for peace. You get what I mean. 


VVVVVVVV 


I would like to enlist in your serial killing campaign :) I must have downloaded 
to the Yaroze about 5000 times in the past 2 years. At an everage time of 30 
seconds per download, that's 42 hours of my life - My God that would have given 
me time to add color to my Pong clone! 


The only way we're going to get what we want is by creating a Yaroze lobby 
group. If every active member pitches in $10 ... Hmmmm, perhaps next time the 
Edinburgh Yaroze group has a meeting, they could try and bribe George Bain into 
making a "wise" corporate decision on our behalf. From what I here a couple of 
beers should do the trick :) 


James 
—-MESSAGE FILE 17777 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001363 


——MESSAGE FILE 17778 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001364 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 9 May 1999 10:53:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Message-ID: <7h3ljpShrs2@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <373522DB.C2D5AF09@home.net> 

NNTP-Posting-Host: dialup137-20.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1364 scee.yaroze.freetalk.english 
:4000 


Hah - you've obviously never plied the Bain-meister with beer and then tried 
to get him to reveal PlayStation 2 info. A futile endeavour, I assure you. 
Still, maybe if we'd used *Canadian* beer...? 


BTW, the whole idea of paying members for demos is very cool, but it'll 
NEVER happen! There's probably some horrible legal aspect to it as well 


Nick F 


> The only way we're going to get what we want is by creating a Yaroze lobby 
> group. If every active member pitches in $10 ... Hmmmm, perhaps next time 
the 

> Edinburgh Yaroze group has a meeting, they could try and bribe George Bain 
into 
> making a "wise" corporate decision on our behalf. From what I here a 
couple of 

> beers should do the trick :) 


—--MESSAGE FILE 17778 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001364 


——MESSAGE FILE 17779 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001365 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 9 May 1999 11:12:33 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 35 

Message-ID: <7h3qj1Shrs4@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1365 scee.yaroze.freetalk.english 
:4002 


Don't forget that there had to De a difference between the NY kit 

and the pro-kit. The cost difference is about £15,000! The libs 

are also different in a very Dbig way and so is support. Remember 

that pro developers make SCE money...NY members do not. Also if 

they would have given full libs to NY members..why would pro 
developers shell out £15,000 for a kit when they could just buy a 

NY for a lousy £500? I think what was supplied with the NY was nearly 
perfect. As a side note...how long did it take for some NY member 

to post NY manuals, code, exe's, tools on the Internet? Or even give 
their friends access the the private NY website/newsgroups? Almost a week 
after it was released here in Europe. Goes to show that some members 
did't take the NY User Agreement serious and still don't. Why then 
would SCE give full access to a NY 2? The Internet would be flooded! 
Damn hackers would sure love it..argh!! 


This is all my personal view by the way.... 


George 
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Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk, scee.yaroze.mydemos 
Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Fri, 20 Mar 1998 11:45:52 -0800 

Organization: Cisco Systems 

Lines: 95 

Message-ID: <3512C770.B644F3DE@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 957FA2CE834CCB9FO08148CAE" 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:577 scea.yaroze.freetalk: 
531 scee.yaroze.mydemos:116 


This is a multi-part message in MIME format. 
957FA2CE834CCB9F08148CAE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Elliott Lee wrote: 
Hiya all, 
I finished up the game I have been working on for the last 3 weeks 
or so. I was going to make it larger, but decided it was already 
hard enough. Some of the highlights: 

- 6 different levels 

- a good-looking mouse cursor 


- a cheezy digital soundtrack (if you can call it that) 


To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Jyaa... 

>-e! 

> tenchi@netmagic.net 

> http://www.netmagic.net/~tenchi/yaroze/ 

It was just pointed out to me that it will not compile because it's 
missing an #included file "soundsys.c". Doh. That file was used for 
loading in the General MIDI sounds from the Yaroze boot CD, but I 
ended up commenting out that section (in LoadSounds()) and forgot to 
remove the associated line in the minefld.h file. :P So, there are 
two options: 


- download this library to get files soundsys.c and soundsys.h 
— comment out the #include "soundsys.c" in the minefld.h file 


Sorry for the confusion, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
957FA2CE834CCB9F08148CAE 
Content-Type: application/x-zip-compressed; name="soundsys.zip" 
—-MESSAGE FILE 1874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00577 


-—-MESSAGE FILE 1875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000578 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ugly colour 

Date: Fri, 20 Mar 1998 20:45:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
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In article <7h1340S2qc6@chuka.playstation.co.uk>, Nigel@gameware.demon.co.uk 


>Anyway my thoughts on Yaroze 2, what I would like to see done is Sony 
>developing a viable PCI/AGP/FireWire device based on the EE then offer 
>different levels of support / libs so professional developers pay shit loads 
>of cash to develop with full support from Sony and also full library and 
>tools access, the have a Yaroze style program that offers a similar toolset 
>but doesn't offer the full support but does give access to Yaroze newsgroups 
>and but offer a program where Yaroze members can release their games to 
>market on a Yaroze label, this would mean Yaroze members get full access to 
>the machine, we would have something to aim for, a release if the game is 
>good. 


—--MESSAGE FILE 17779 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001365 


—-MESSAGE FILE 17780 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001366 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 9 May 1999 11:16:28 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <7h3qqcShrs5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <373522DB.C2D5AF09@home.net> <7h3ljp$hrs2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1366 scee.yaroze.freetalk.english 
:4003 


Yes, Canadian beer! Լ still doubt that it would have helped :) 
3 more days till E3 and 2 weeks in California! 10 more days until Star Wars! 
And I can't wait :) 


George 


In article <7h3ljpShrs2@chuka.playstation.co.uk>, nickf@saqnet.co.uk says... 


> 
>Hah - you've obviously never plied the Bain-meister with beer and then tried 
>to get him to reveal PlayStation 2 info. A futile endeavour, I assure you. 
>Still, maybe if we'd used *Canadian* beer...? 

> 

>BIW, the whole idea of paying members for demos is very cool, but it'll 
>NEVER happen! There's probably some horrible legal aspect to it as well 
> 

>Nick F 


> 


--MESSAGE FILE 17780 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001366 


—--MESSAGE FILE 17781 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001367 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 9 May 1999 14:05:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 54 

Message-ID: <7h414vShrs8@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1Shrs4@chuka.playstation.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1367 scee.yaroze.freetalk.english 
:4005 


I'm not saying we get exactly what the developers get, I'm just saying a 
similar toolset, a bit more access to the machine, the libraries are just a 
bit of a let down, and the manuals are as well. 


I know Sony make money out of developers (£15,000 to start with ;-) but they 
must get something out of the Yaroze membership, otherwise why do it, a PR 
exercise? They hopefully get the talent out of it to make them money in the 
future, I'm probably alone in this group as the only person who didn't buy a 
Yaroze to join a developer as a playstation programmer (I'm certainly not 
kidding myself there) (I'm also probably the only one who isn't a student 
and have a full time job :-) it is more of a hobby for me, I like writing 
games, I don't like the PC so the Yaroze is the perfect solution for me, but 
I'm always keen to get my hands on the latest toy and a Net Yaroze 2 would 
be that new toy for me. 


I can just see a few improvements to the membership, would developers really 
care if we could send our files to the Yaroze at the same speed as they can 
to the Blue station? And would they really care (if there is one) if we 
could connect the Yaroze2 to the USB or FireWire port so we can send files 
and debug at speed, I don't think so. 


And as for the members who have given non members access to the newsgroups, 
well castration is my answer, why should we pay for something and they 
don't, they are no better than pirates, or any other thieves. There must be 
someway of stopping non NY2 machines from being developed on, that way they 
wouldn't gain anything from getting the Yaroze toolset, lets be honest it 
doesn't matter what SCE do hackers will crack it, that is why there are so 
many people using cracked software, and chipped playstations, DVD Players 
exist... 


Don't forget that there had to be a difference between the NY kit 

and the pro-kit. The cost difference is about £15,000! The libs 

are also different in a very big way and so is support. Remember 

that pro developers make SCE money...NY members do not. Also if 

they would have given full libs to NY members..why would pro 
developers shell out £15,000 for a kit when they could just buy a 

NY for a lousy £500? I think what was supplied with the NY was nearly 
perfect. As a side note...how long did it take for some NY member 

to post NY manuals, code, exe's, tools on the Internet? Or even give 
their friends access the the private NY website/newsgroups? Almost a week 
after it was released here in Europe. Goes to show that some members 
did't take the NY User Agreement serious and still don't. Why then 
would SCE give full access to a NY 2? The Internet would be flooded! 
Damn hackers would sure love it..argh!! 


This is all my personal view by the way.... 


VVVVVVVVVVVVVV VV VV 


George 


--MESSAGE FILE 17781 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001367 


——MESSAGE FILE 17782 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001368 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <graeme.evans@ieee.org> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? No thanks 

Date: Mon, 10 May 1999 18:34:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7h75s5Shrs11@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1368 scee.yaroze.freetalk.english 
:4006 


hey i don't want one. I'd like to emulate one on a quad merced tho. 


--MESSAGE FILE 17782 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001368 


——MESSAGE FILE 17783 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001369 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graeme.evans@ieee.org> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? No thanks 

Date: Mon, 10 May 1999 20:18:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7h7bveShrs12@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <7h75s5Shrs11l@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1369 scee.yaroze.freetalk.english 
:4007 


Actually ive been thinking about this over tea. Scratch that. I *would* want 
one if they were cheap and came in a translucent case with an integral 
ashtray and sony got together with easyfreepc to give away complete 
advertising-supported devkits to the first 500 art college and textiles 
students who wrote in, just to see what fucked-up monstrosities arose. 


looking forward to that degree show already 


graeme 


--MESSAGE FILE 17783 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001369 


——MESSAGE FILE 17784 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001370 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Mon, 10 May 1999 12:28:44 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3737336C.D00954C0@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user—33qsqe8.dialup.mindspring.com> 
NNTP-Posting-Host: vmlabs41.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1370 scee.yaroze.freetalk.english 
:4008 


How about we meet at the lower left corner of the Sony booth according 
to the map? It's near the Sega and Electro Source booths. What's your 
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schedule look like? I'm playing it by ear so any time is good. We 
could meet up for lunch on Thursday if you like. 


http://www.e3expo.com/floormap/west/west_topright.html 
Is anyone else going? I included the SCEE newsgroup just in case. 


Scott 


hey cool! i didn't know the floor maps were up. 


i think picking a corner might be a better bet than trying to find a 
yaroze booth, since the overall floor map is available now, and last 
year i got lost inside the sony area, trying to find the yaroze booth! 


if we pick a corner, we have to decide: do we meet near sega, or near 
nintendo? :-) 
—-MESSAGE FILE 17784 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001370 


VVVVVVVV 


--MESSAGE FILE 17785 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001371 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 
Date: Mon, 10 May 1999 22:46:01 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3737619e.14024576@news.scea.sony.com> 

References: <ldrew0s.16q1621jaup5dN@user-—33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1371 scee.yaroze.freetalk.english 
:4009 


I will be there too! 


On Mon, 10 May 1999 12:28:44 -0700, Scott Cartier 
<scartier@vmlabs.com> wrote: 


>How about we meet at the lower left corner of the Sony booth according 
>to the map? It's near the Sega and Electro Source booths. What's your 
>schedule look like? I'm playing it by ear so any time is good. We 
>could meet up for lunch on Thursday if you like. 

> 

> http://www.e3expo.com/floormap/west/west_topright.html 

> 

>Is anyone else going? I included the SCEE newsgroup just in case. 

> 

>Scott 

> 

> 

>> hey cool! i didn't know the floor maps were up. 


>> i think picking a corner might be a better bet than trying to find a 
>> yaroze booth, since the overall floor map is available now, and last 
>> year i got lost inside the sony area, trying to find the yaroze booth! 


>> if we pick a corner, we have to decide: do we meet near sega, or near 
>> nintendo? :-) 


—-MESSAGE FILE 17785 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001371 
—-MESSAGE FILE 17786 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001372 


Path: chuka.playstation.co.uk!news 
From: Jim <jim@codeworks.demon.co.uk> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 11 May 1999 00:34:56 +0100 

Organization: Mobius Codeworks Ltd 

Lines: 25 

Message-ID: <37376D1F.495020B5@codeworks.demon.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1Shrs4@chuka.playstation.co.uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1372 scee.yaroze.freetalk.english 
:4010 


George Bain wrote: 


>As a side note...how long did it take for some NY member 

>to post NY manuals, code, exe's, tools on the Internet? Or even give 
>their friends access the the private NY website/newsgroups? Almost a week 
>after it was released here in Europe. 


That is true. But remember that the pro stuff was floating for about a year 
before the Yaroze was even release.. Yaroze members aren't entirely to blame. 
Also devices like the Action Reply were not developed thanks to the release of 
Yaroze info, just a quick disassembly of that reveals Datel had access to the Pro 
stuff as did the developers of EZ-O-RAY.. 


>The Internet would be flooded! 
>Damn hackers would sure love it..argh!! 


To be honest George I think it will Dbe anyway.. 


Don't get me wrong I'm definitely not advocating it and you know my stance on 
piracy, etc.. Gee, I'm professional programmer myself.. 


/ Jim, 


--MESSAGE FILE 17786 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001372 


——MESSAGE FILE 17787 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001373 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Mon, 10 May 1999 16:35:14 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <ldrlkn6.lb4pb3slxo74ycN@user-33qsoai.dialup.mindspring.com> 

References: <ldrew0s.16ql621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A50FADQ@vmlabs.com> <ldrfom3.lkzekwhlb0l9aiN@user-33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs .com> 

NNTP-Posting-Host: user-33qsoai.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1373 scee.yaroze.freetalk.english 
:4011 


Scott Cartier <scartier@vmlabs.com> wrote: 


How about we meet at the lower left corner of the Sony booth according 
to the map? It's near the Sega and Electro Source booths. What's your 
schedule look like? I'm playing it by ear so any time is good. We 
could meet up for lunch on Thursday if you like. 


http://www.e3expo.com/floormap/west/west_topright.html 


VVVVVVVV 


Is anyone else going? I included the SCEE newsgroup just in case. 
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> 
> SCoet 


the "lower left corner" on thursday lunch sounds good to me. what time? 
that's the day i arrive, by the way, so i doubt i'll have had any chance 
to see much before then... maybe a later lunch rather than earlier 
(around 1?). 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
--MESSAGE FILE 17787 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001373 


——MESSAGE FILE 17788 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001374 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: 11 May 1999 06:57:52 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <7h8kdg$kr41@chuka.playstation.co.uk> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1374 scee.yaroze.freetalk.english 
24013 


I have to man the Space Debris, Anna Kournikova, and the Speed 
Freaks pods at E3 (SCEA booth). If I'm not there then I'm roaming around... 


George 


In article <ldrlkn6.1b4pb3s1lxo74ycN@user-33qsoai.dialup.mindspring.com>, 
wal@blarg.net says... 

> 

>Scott Cartier <scartier@vmlabs.com> wrote: 

> 

>> How about we meet at the lower left corner of the Sony booth according 
>> to the map? It's near the Sega and Electro Source booths. What's your 
>> schedule look like? I'm playing it by ear so any time is good. We 

>> could meet up for lunch on Thursday if you like. 

>> 

>> http://www.e3expo.com/floormap/west/west_topright.html 

>> 

>> Is anyone else going? I included the SCEE newsgroup just in case. 

>> 

>> Scott 

> 

>the "lower left corner" on thursday lunch sounds good to me. what time? 
>that's the day i arrive, by the way, so i doubt i'll have had any chance 


>to see much before then... maybe a later lunch rather than earlier 
>(around 1?). 

> 

>—— 


>wayne a. lee <wal@blarg.net> 
>http://www.scea.sony.com/net/yaroze/pages/wlee.html 


—-MESSAGE FILE 17788 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001374 


——MESSAGE FILE 17789 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001375 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 
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Date: 11 May 1999 06:59:48 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <7h8kh4Skr42@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1lShrs4@chuka.playstation.co.uk> <37376D1F.495020B5@codewo 
rks.demon.co.uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1375 scee.yaroze.freetalk.english 
24014 


Yes, these were ex-PlayStation developers who have nothing 
else better to do. Probably somewhere up in northern Europe 
where it's dark 6 months of the year! 


George 


In article <37376D1F.495020B5@codeworks.demon.co.uk>, jim@codeworks.demon.co.uk 
>That is true. But remember that the pro stuff was floating for about a year 
>before the Yaroze was even release.. Yaroze members aren't entirely to blame. 
>Also devices like the Action Reply were not developed thanks to the release of 
>Yaroze info, just a quick disassembly of that reveals Datel had access to the 
Pro 

>stuff as did the developers of EZ-O-RAY.. 


——MESSAGE FILE 17789 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001375 


--MESSAGE FILE 17790 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001376 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Q3 Test Win32 

Date: Tue, 11 May 1999 09:22:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7h8p4jSkr43@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1376 scee.yaroze.freetalk.english 
:4016 


I have been reliably informed that the Win32 build of Q3 Test has been 
released. Here is the link 


http://www.quake3arena.com/q3test/win32.html 


Happy fraggin' 


Bob 
298rcs@tay.ac.uk 


——MESSAGE FILE 17790 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001376 


--MESSAGE FILE 17791 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001377 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 09:54:34 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <373860CA.74552442@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user—33qsqe8.dialup.mindspring.com> <373 
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7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> 

NNTP-Posting-Host: vmlabs54.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1377 scee.yaroze.freetalk.english 
24017 


the "lower left corner" on thursday lunch sounds good to me. what time? 
that's the day i arrive, by the way, so i doubt i'll have had any chance 
to see much before then... maybe a later lunch rather than earlier 
(around 1?). 


V V V V 


Sure, lpm sounds good. To help identify me, I'll be wearing a gray 
NUON t-shirt with red sleeves. Also, I have red hair. 


Scott 
——MESSAGE FILE 17791 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001377 


—--MESSAGE FILE 17792 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001378 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 13:01:10 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <ldrn53n.lcps8f£9fqwb7mN@user—33qsqah.dialup.mindspring.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6é.1b4pb3slxo74ycN@user—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> 

NNTP-Posting-Host: user-33qsqah.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1378 scee.yaroze.freetalk.english 
:4018 


arr, of course i had to check my flight info *after* suggesting a 
time... anyway, i *should* be able to make it at 1, but there's a chance 
i might be a little late. it may depend on how long i have to stand in 
line to pick up my badge :-) 


anyone trying to find me: i'm asian, blond, dressed in black, and i wear 
glasses. 


i hope other yarozers will be there too! 


Scott Cartier <scartier@vmlabs.com> wrote: 


> > the "lower left corner" on thursday lunch sounds good to me. what time? 
> > that's the day i arrive, by the way, so i doubt i'll have had any chance 
> > to see much before then... maybe a later lunch rather than earlier 

> > (around 1?). 

> 

> Sure, lpm sounds good. To help identify me, I'll be wearing a gray 

> NUON t-shirt with red sleeves. Also, I have red hair. 

> 

> Scott 


wayne a. lee <wal@blarg.net> 
http: //www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17792 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001378 


—-MESSAGE FILE 17793 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001379 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 13:59:19 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <37389A27.B38F844D@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-—33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> <ldrn53n.lcps8f9fqwb7mN@user-33qsqah.dialup.minds 
pring.com> 

NNTP-Posting-Host: vmlabs48.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1379 scee.yaroze.freetalk.english 
24019 


Want to make it Friday instead? That would give us time to see some 
games first, too. 


Scott 


arr, of course i had to check my flight info *after* suggesting a 

time... anyway, i *should* be able to make it at 1, but there's a chance 

i might be a little late. it may depend on how long i have to stand in 

line to pick up my badge :-) 

—-MESSAGE FILE 17793 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001379 


V V V V 


——MESSAGE FILE 17794 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001380 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 19:23:26 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <ldrnmnk.lomrb0els5nxo8N@user—33qspce.dialup.mindspring.com> 

References: <ldrew0s.16ql621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> <ldrn53n.1lcps8f9fqwb7mN@user-—33qsqah.dialup.minds 
pring.com> <37389A27.B38F844D@vmlabs.com> 

NNTP-Posting-Host: user-—33qspce.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1380 scee.yaroze.freetalk.english 
:4020 


yeah friday might be better. a nice yaroze break in the middle of the 
show! 


friday at 1? 
w 


Scott Cartier <scartier@vmlabs.com> wrote: 


> Want to make it Friday instead? That would give us time to see some 

> games first, too. 

> 

> Scott 

> 

> 

> > arr, of course i had to check my flight info *after* suggesting a 

> > time... anyway, i *should* be able to make it at 1, but there's a chance 
> > i might be a little late. it may depend on how long i have to stand in 

> > line to pick up my badge :-) 
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wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17794 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001380 


--MESSAGE FILE 17795 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001381 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Wed, 12 May 1999 18:13:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7hccfrS$kr46@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-57.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1381 scee.yaroze.freetalk.english 
: 4022 


> I have been reliably informed that the Win32 build of 03 Test has been 
> released. Here is the link 


Indeedy. :) Unfortunately, it's 22 MB for the Q3 Test file, and another 22 
or so for the bloody OpenGL config program. Thank goodness for speedy 
university web access - I don't know what "ordinary" people will do! If you 
don't want to plough the net for ages trying to get a decent connection, try 
the uk.games.computer.quake3 newsgroup for info on UK mirrors. 


I'm impressed with the "demo" - for what is basically a pre-alpha test of 
the network code, it runs very well. On my P2 350 (64MB and TNT card) I get 
very playable rates at 800x600 with most of the effects on! This *could* 
replace Half-life as the DM of choice on our flat LAN... :) I've only been 
playing it for 2-3 hours, mind - and I haven't gone online with it. 


I put everything WAAAAY up (32-bit color & textures, 1024x768, all effects, 


etc) and it slowed to a crawl on my machine, but it did look beautiful. I 
can't wait till I upgrade my machine in 2 yrs and can finally run it like 
that at a decent speed - just in time for Quake 4! :-/ 


John Carmack is God. Highly recommended, guys. 


Nick "back to deathmatch, then" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


——MESSAGE FILE 17795 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001381 


——MESSAGE FILE 17796 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001382 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Wed, 12 May 1999 10:01:04 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3739B3D0.2E8262A8@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
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Message-ID: <6ev52u$15r41@chuka.playstation.co.uk> 

References: <35044e51.7543054@news.playstation.co.uk> <350301F8.88CE4029@codeworks.d 
emon.co.uk> <01bd4ba5$4ab98080S$763a63c3@default> <350479c2.18665825@news.playstation 
-co.uk> <35033E9B.FFC32E73@codeworks.demon.co.uk> <3506C280.6205@writeme.com> <35072 
A6C.CACBOO8B@cybec.com.au> <3507E9FF.C4E1FC49@hotmail.com> <3508159A.32DB@writeme.co 
m> <350827C6.4B8B@127.0.0.1> 

NNTP-Posting-Host: 195.2.150.25 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hey, I quite like the colour. It's "different" (I am serious, BTW). 
Anyway, if it was black you couldn't tell which way round to put it in 
i 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

"You're so money and you don't even know it..!" 


—-MESSAGE FILE 1875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00578 


—-MESSAGE FILE 1876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000579 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Sat, 21 Mar 1998 01:50:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6ev6rg$15r42@chuka.playstation.co.uk> 

References: <3506f145.5827417@news.playstation.co.uk> <01bd519cS$8a9f84e0$84d449c2@An 
gelal.intelligent-group.com> 

NNTP-Posting-Host: 195.2.150.25 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


9464742 


I'm a newbie so I'll be more likely to grab ahold of you guys than 
vice-versa, I suspect!!! 


Nick F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

"You're so money and you don't even know it..!" 


—-MESSAGE FILE 1876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00579 


—-MESSAGE FILE 1877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000580 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Sat, 21 Mar 1998 10:10:55 +0100 

Organization: Debri 

Lines: 4 

Message-ID: <1d68jy0.wy34121ldtvkzsN@al-—88-125.al.nl> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: 81-88-125.81.ոլ 
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A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> <ldrn53n.1lcps8f9fqwb7mN@user-—33qsqah.dialup.minds 
pring.com> <37389A27.B38F844D@vmlabs.com> <ldrnmnk.lomrb0elsSnxo8N@user-33qspce.dial 
up.mindspring.com> 

NNTP-Posting-Host: vmlabs48.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1382 scee.yaroze.freetalk.english 
24023 


Okay, let's make that the time then. Friday lpm at the lower left 
corner 
of the Sony booth. 


Mike, will you be able to make it? 


Scott 


yeah friday might be better. a nice yaroze break in the middle of the 
show! 


> 
> 
> 
> friday at 1? 

> 

> w 

——MESSAGE FILE 17796 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001382 


—--MESSAGE FILE 17797 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001383 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 10:12:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7he4r9Skr49@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1383 scee.yaroze.freetalk.english 
24029 


>Indeedy. :) Unfortunately, it's 22 MB for the Q3 Test file, and another 22 
>or so for the bloody OpenGL config program. Thank goodness for speedy 
>university web access - I don't know what "ordinary" people will do! If you 
>don't want to plough the net for ages trying to get a decent connection, 
try 

>the uk.games.computer.quake3 newsgroup for info on UK mirrors. 


The best mirror I have found. I.e. Bloody fast 
http://sunsite.doc.ic.ac.uk 


Do a file search for and you'll find it. Haven't checked for the glSetup 
though 


>I'm impressed with the "demo" - for what is basically a pre-alpha test of 
>the network code, it runs very well. On my P2 350 (64MB and TNT card) I get 
>very playable rates at 800x600 with most of the effects on! This *could* 
>replace Half-life as the DM of choice on our flat LAN... :) I've only been 
>playing it for 2-3 hours, mind - and I haven't gone online with it. 


Yeah, yeah. Just because I got all excited got everything I needed, burnt a 
CD at uni to take it home, 

installed Q3, great just gletup. Doh, doesn't have Voodoo 2 drivers. 
Bugger. Then read Readme file for 03 

, damn again. Needs 64 MB ram. 


Net Yaroze newsgroups message dump.txt Page 11992 


I used to have a great PC, now it needs upgrading big time. 


>Nick "back to deathmatch, then" F 
Bob "Back to bloody revision, which you should be doing too, Mr NickF, or 
have you finished finals?" Shand 


--MESSAGE FILE 17797 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001383 


—--MESSAGE FILE 17798 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001384 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 10:56:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7he7jJq$kr411@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-33.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1384 scee.yaroze.freetalk.english 
:4031 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7he4r9šSkr49@chuka.playstation.co.uk>... 

>>Indeedy. :) Unfortunately, it's 22 MB for the Q3 Test file, and another 22 
>>or so for the bloody OpenGL config program. Thank goodness for speedy 
>>university web access - I don't know what "ordinary" people will do! If 
you 
>>don't want to plough the net for ages trying to get a decent connection, 
>try 

>>the uk.games.computer.quake3 newsgroup for info on UK mirrors. 

> 

>The best mirror I have found. I.e. Bloody fast 
>http://sunsite.doc.ic.ac.uk 


Yep sure is, took about 1 min to download Q3Test with the Uni connection :) 


>Do a file search for and you'll find it. Haven't checked for the glSetup 
>though 

> 

>>I'm impressed with the "demo" - for what is basically a pre-alpha test of 
>>the network code, it runs very well. On my P2 350 (64MB and TNT card) I 
get 

>>very playable rates at 800x600 with most of the effects on! This *could* 
>>replace Half-life as the DM of choice on our flat LAN... :) I've only been 
>>playing it for 2-3 hours, mind - and I haven't gone online with it. 

> 

>Yeah, yeah. Just because I got all excited got everything I needed, burnt 
a 

>CD at uni to take it home, 

>installed Q3, great just gletup. Doh, doesn't have Voodoo 2 drivers. 
>Bugger. Then read Readme file for 03 

>, damn again. Needs 64 MB ram. 

> 

>I used to have a great PC, now it needs upgrading big time. 


I have a P133 32MB RAM and a Voodoo 1! I wasn't even gonna bother with 
Q3Test but then I thought what the hell and was quite supprised. With all 
the fancy settings turned down/off, it ran at an exceptable speed (just) but 
then again I was the only one in the game. 


>>Nick "back to deathmatch, then" F 
>Bob "Back to bloody revision, which you should be doing too, Mr NickF, or 
>have you finished finals?" Shand 
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> 


Rad "about time I started some revision" K 


—-MESSAGE FILE 17798 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001384 


—--MESSAGE FILE 17799 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001385 
Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 13:15:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <373AC25A.F1940C05@yaroze2000.freeserve.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> <7he7jqSkr411@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.189 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1385 scee.yaroze.freetalk.english 
24032 


Blimey!!!! 
What sort of connection are you using - t3? That's gotta be one THICK cable! 


Cheers 
Tones 8) 
Rad wrote: 


> Yep sure is, took about 1 min to download Q3Test with the Uni connection :) 
> 


——MESSAGE FILE 17799 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001385 


——MESSAGE FILE 17800 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001386 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 13:56:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7hehuiSnpp2@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> <7he7jq$kr411@chuka.playstation.co.uk> <37 
3AC25A.F1940C05@yaroze2000.freeserve.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1386 scee.yaroze.freetalk.english 
24033 


University cable, that's all that matters <g> 


Bob 
298rcs@tay.ac.uk 


>Blimey!!!! 

>What sort of connection are you using - t3? That's gotta be one THICK 
cable! 

> 

>Cheers 

> 
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>Tones 8) 


--MESSAGE FILE 17800 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001386 


—-MESSAGE FILE 17801 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001387 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 
Date: Thu, 13 May 1999 16:11:34 +0100 
Organization: Max Studios 
Lines: 46 
Message-ID: <373AEBA6. 96445EBC@which.net> 
References: <7gaugl$2mq3@scea> 
NNTP-Posting-Host: p52-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 439DA9F5CDB77FF27CD15DAF" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1387 scee.yaroze.freetalk.english 
24035 


This is a multi-part message in MIME format. 
439DA9F5CDB77FF27CD15DAF 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Damed right man! Make a Yaroze 2 and give Yaroze Members the chance to get one 
first! 


Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


43 9DA9F5CDB77FF27CD15DAF 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


43 9DA9F5CDB77FF27CD15DAF-- 


—-MESSAGE FILE 17801 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001387 
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——MESSAGE FILE 17802 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001388 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Gregory A. Cook" <gregory.cook@delta-air.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 13 May 1999 16:11:11 -0400 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <7hfb1h$4sj1@scea> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> <7gld3e$rfj4@scea> 
Reply-To: "Gregory A. Cook" <gregcook@bellsouth.net> 

NNTP-Posting-Host: viking2.delta-air.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1388 scee.yaroze.freetalk.english 
24037 


One more for the stack! 


Count me in for Yaroze 2. This has been a tremendous learning experience. 

I think I am one of the few people in this program who has a full-time job 
in the IT industry. I have always enjoyed playing games and marveled from a 
distance at the increasing complexity and production value of videogames. 


The Yaroze program has given me an entry point into an otherwise fairly 
closed industry, that being console game development. If I had it to do 
over I would definitely go the route of game developer instead of IT 
developer, but at least with a Yaroze and hopefully Yaroze 2 program when I 
tire of corporate development (very soon), I have an opportunity to show 
that my software engineering skills are portable to this industry, thus 
hopefully avoiding starting over completely. 


I sincerely hope Sony continues with the Yaroze program, this was a great 
idea! 


Thanks, 


Gregory A. Cook 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message 

news: 7gld3e$rfj4@scea... 

> The support for this is better that what I thought it would be I figured 
most were not paying any attention to this newsgroups anymore... 


Hopefully we can get almost everybody to place their name here. Keep them 
coming. 


Hopefully Sony is watching... 


Steve Tolin SCEA Member 
BitSlap Software 


VVVVVVVVV VV 


-—-MESSAGE FILE 17802 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001388 


—-MESSAGE FILE 17803 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001389 
Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Fri, 14 May 1999 00:13:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7hjaa9Snpp12@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
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uk> <7he4r9Skr49@chuka.playstation.co.uk> <7he7jqSkr411@chuka.playstation.co.uk> <37 
3AC25A.F1940C05@yaroze2000.freeserve.co.uk> <7hehuiSnpp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: VIP-209-28.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1389 scee.yaroze.freetalk.english 
24043 


At my uni (Bournemouth) we were surprised by how fast we could play over the 
internet, then Sys admin came in the following day and said it was 'cos most 
ppl are doing exams, hardly any-one is surfing throughout the day, so the 5 

of us had 4 t3 lines to ourselves basically :) 


unfortunately I didn't get the same speed at home on my 56k modem, which on 
retrospect is a good thing cos I'm sure I'd be in trouble when the phone 
bill arrives ;) 


While we're on the subject օք Q3, has anyone else had the strange phenomena 
of it running better under NT than win 95? 


Chears, 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 
Playstation / Bodypiercing / CDs / Gigs / Radio 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7hehuiSnpp2@chuka.playstation.co.uk>... 
>University cable, that's all that matters <g> 

> 

>Bob 

>298rcs@tay.ac.uk 

> 

>>Blimey!!!! 

>>What sort of connection are you using - t3? That's gotta be one THICK 
>cable! 

>> 

>>Cheers 

>> 

>>Tones 8) 

> 

> 

> 


——MESSAGE FILE 17803 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001389 


--MESSAGE FILE 17804 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001390 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 02:43:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <373£8229.524246726@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1390 scee.yaroze.freetalk.english 
:4046 


I'm there! 


Need you ask? 
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> 

>Steve Tolin wrote: 

> 

>> As most of you are probably aware there are some rumors and some 

>> confirmations about Net Yaroze 2. 

>> 

>> The latest comes from http://www.gaming-intelligence.com/news/n990428f. html 
>> with news from Phil Harrision about the possibilities of a Net Yaroze 2 ata 
>> development press conference at Stanford University. 

>> 

>> I'm hoping that the support of current Net Yaroze members will influence 

>> Sony's decision to proceed with a follow up program. 

>> 

>> If you plan on continuing with the next Yaroze and would like Sony to know 
>> about it please add your name and comments to this thread. 

>> 
>> Steve Tolin SCEA Member 


—-MESSAGE FILE 17804 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001390 


--MESSAGE FILE 17805 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001391 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 02:57:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <3740830d.524474704@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0S$iko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7gp65bSikol@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1391 scee.yaroze.freetalk.english 
:4047 


Robert, 

If I may add my two cents... I quoted your entire message and Toby's 
excerpts because I think they are rather relevant to the "big 
picture". 


You argue that people spend most of their CPU doing graphics, that 
people push their machine for graphics, and that we really should 
focus on more team work to bring more professional looking games to 
the world. 


Now, considering what Toby said about more levels of abstraction, let 
me suggest this: 


1. More layers of abstraction means that only a handful of us need to 
worry about nitty-gritty graphical optimization 

2. Not worrying about nitty-gritty graphical optimization may mean 
that we can worry about writing a better game. 

3. Because in its current state, graphics really dominate the game 
development process (meaning, we have to squeeze every CPU clock we 
can to get decent results), we can't write games where the graphical 
code aren't intertwined in the source, and totally dominating the 
direction of the program. This makes it harder for a cooperative 
effort, since you can't as easily section off work. 


With a faster machine with a few more clocks to spare, we could not be 
completely paranoid about every last bit of juice. 


Maybe that way we can come up with playstation-like games on a 
playstation 2 (yes, I said that right), instead of writing atari games 
on a playstation! 


Net Yaroze newsgroups message dump.txt Page 11998 


The funny thing is that my points all go against my philosophy, but in 


this case, we're in as hobbyists. I keep complaining that though PC's 
are 1000's times faster than when I got my first one, software doesn't 
run any faster. Its all bloated and useless. Frankly, that is 


because in today's market, software vendors have become extremely 
lazy, whereas back in the days they used to spend much more time 
optimizing code than writing it. Now the just hack whatever they want 
in there. I sneer at this philosophy, but considering our position as 
hobbyists, with somewhat smaller aspirations, there is no reason we 
cannot do this. 


There is no reason why, once given good hardware to handle the 
overhead, some people cannot write really awesome graphical routines, 
others really awesome sound routines, and hey, let the visual basic 
programmers out there write half decent games (and those of us who 
program by higher standards, well, we can write really good games). 


Steven 


On Thu, 06 May 1999 14:14:17 GMT, yaroze@theburrow.co.uk (Barry & 
Robert Swan) wrote: 


>On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 

>wrote: 

> 

>>Regarding ease of use, the whole point of a faster machine is that you can 
>>afford more levels of abstraction, thus making it easier, rather than harder, 
>>to program for. 

> 

>Very true. But regardless of how powerful the machine, it can only do 

>so much for you. If the Yaroze had the power of a PC cpu, Im not sure 

>there would be any more intelligent collision detection than bounding 

>box/ spheres etc. And these can be done on a speccy... Where are the 

>solid state mechanics and stuff? Animation is another area... and I'm 
>worried people think we should all be at that level, which is rubbish. 

>My 'demos' are exactly the same as most other things on this site; 

>same old game but with 'better' graphics. And in my case this is 

>because of vanity on my part and wanting stuff to look good, and also 

>Im aware that to follow one of those routes is a big area, one that 

>doesn't have the instant nice results as of doing a decent landscape 
>routine. So instead of ploughing into meaty areas of maths and stuff 

>we concentrate on the graphics which is completely valid for ourselves 

>but we would not necassarily benefit from an upgrade to NY2 by the 

>same measure we would if trying to follow those maths-intensive areas. 

> 

> 

>>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>>work and time, and as such tends to be a demotivating factor. The 3 main things 
>>that the PS2 offers over the PSX, that I think everyone would consider a 
>>benefit are the FPU, increased CPU speed and increased memory (and the 
>>possibility of better memory management) . 

> 

>well, i push the machine to its limits in terms of memory and gpu/ 

>gte, but reckon that only about 5% of the cpu time is used for non 

>graphics stuff. Show me a Yaroze game that is different is what Id 

>say... 

> 

>>Regardless of any of this, I don't really understand why there's a need to 
>>'prove' that we're worthy of an NY2 program. I can't see any way in which the 
>>original NY program has hurt Sony (In fact, I think that even if the results 
>>have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
>>didn't have to prove anything when we signed up for the first NY program, so 
>>that obviously wasn't a criterion for Sony to start with. I'll be a little 
>>upset if it has become one now. 

> 

>You are right really. We paid for the NY we do what we want from it. 

>And generally we are all happy with it. But from a business model Im 

>not sure it has been worth it for Sony; some good publicity for what 

>amounts to a pain in the arse for them. I disagree with businesses 

>being run merely for profit and yet I cant argue if that is how they 

>choose to run. NY2 for home users I think would leave a lot of people 

>with a more expensive piece of kit than NY, and with not much better 
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>results from it. Working in teams I think should be the way to catch 
>up with pro dev houses, not working with more powerful hardware, and 


>would teach you skills worth more in the industry. (if you desire 
>those) 

> 

>PS George; If I did a pda game for Yaroze then it would be hard to 
>justify stopping it (although undoubtedly it would be!) Would not be 


>giving any away any more stuff than you could get from any other 
>commercial pda game. 

> 

>Rob 


—-MESSAGE FILE 17805 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001391 


——MESSAGE FILE 17806 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001392 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 03:27:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <37418c82.526895305@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <01lbe973aS65f4ec40SLocalHost@default> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1392 scee.yaroze.freetalk.english 
:4048 


On Fri, 7 May 1999 01:32:07 -0700, wal@blarg.net (wayne a. lee) wrote: 


>if sony really wants to make good on the mission of allowing amateurs to 
>develop breakthrough gameplay, say on a yaroze 2, then they should 
>provide more and better *tools.* more than just a command-line C 
>compiler and rudimentary RSD/TIM utilities. every kit should include a 
>3d modeller and sound editor, with full import/export to yaroze 2's 
>native formats, including textures and animation. maybe even a couple of 
>simple level-editors/world-builders with accompanying game engines 
>(w/source code). sure, this is a lot bigger investment and support 
>hassle, but i think the extra effort and money would pay off a lot more 
>than whatever what invested in the current yaroze program. 


I'm just a little curious... do they offer all this to professional 
developers right now? 


I mean 3d modelers and all? 
Steven 


—-MESSAGE FILE 17806 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001392 


—-MESSAGE FILE 17807 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001393 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 03:28:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <37428cdc.526985765@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7gp65bSikol@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.452 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1393 scee.yaroze.freetalk.english 
24049 


Robert, 

If I may add my two cents... I quoted your entire message and Toby's 
excerpts because I think they are rather relevant to the "big 
picture". 


You argue that people spend most of their CPU doing graphics, that 
people push their machine for graphics, and that we really should 
focus on more team work to bring more professional looking games to 
the world. 


Now, considering what Toby said about more levels of abstraction, let 
me suggest this: 


1. More layers of abstraction means that only a handful of us need to 
worry about nitty-gritty graphical optimization 

2. Not worrying about nitty-gritty graphical optimization may mean 
that we can worry about writing a better game. 

3. Because in its current state, graphics really dominate the game 
development process (meaning, we have to squeeze every CPU clock we 
can to get decent results), we can't write games where the graphical 
code aren't intertwined in the source, and totally dominating the 
direction of the program. This makes it harder for a cooperative 
effort, since you can't as easily section off work. 


With a faster machine with a few more clocks to spare, we could not be 
completely paranoid about every last bit of juice. 


Maybe that way we can come up with playstation-like games on a 
playstation 2 (yes, I said that right), instead of writing atari games 
on a playstation! 


The funny thing is that my points all go against my philosophy, but in 
this case, we're in as hobbyists. I keep complaining that though PC's 
are 1000's times faster than when I got my first one, software doesn't 
run any faster. Its all bloated and useless. Frankly, that is 
because in today's market, software vendors have become extremely 
lazy, whereas back in the days they used to spend much more time 
optimizing code than writing it. Now the just hack whatever they want 
in there. I sneer at this philosophy, but considering our position as 
hobbyists, with somewhat smaller aspirations, there is no reason we 
cannot do this. 


There is no reason why, once given good hardware to handle the 
overhead, some people cannot write really awesome graphical routines, 
others really awesome sound routines, and hey, let the visual basic 
programmers out there write half decent games (and those of us who 
program by higher standards, well, we can write really good games). 


Steven 


On Thu, 06 May 1999 14:14:17 GMT, yaroze@theburrow.co.uk (Barry & 
Robert Swan) wrote: 


>On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 

>wrote: 

> 

>>Regarding ease of use, the whole point of a faster machine is that you can 
>>afford more levels of abstraction, thus making it easier, rather than harder, 
>>to program for. 

> 

>Very true. But regardless of how powerful the machine, it can only do 

>so much for you. If the Yaroze had the power of a PC cpu, Im not sure 
>there would be any more intelligent collision detection than bounding 

>box/ spheres etc. And these can be done on a speccy... Where are the 

>solid state mechanics and stuff? Animation is another area... and I'm 
>worried people think we should all be at that level, which is rubbish. 

>My 'demos' are exactly the same as most other things on this site; 

>same old game but with 'better' graphics. And in my case this is 
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X-Newsreader: MacSOUP 2.3 (unregistered) 


Can everybody put "Net Yaroze-member" in the More-box behind the 
info-option? Than we know who are Yaroze-members.... 


DEnnis..... (madmac) 
—-MESSAGE FILE 1877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00580 


—-MESSAGE FILE 1878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000581 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Perhaps a good idea? 

Date: Sat, 21 Mar 1998 10:10:57 +0100 

Organization: Debri 

Lines: 21 

Message-ID: <1d68k6x.lo8lukwlonetxwN@al-88-125.a1l.nl> 
References: <6d679aSg2d4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


JohnT <johnt@nettech.demon.co.uk> wrote: 


How about SONY setting up an IRC system for all Net Yaroze members around 
the world to chat live with each other and maybe help each other out. This 
would be quicker than the new server for small questions that other members 
would probably know the answer to. 


Anyone else think this is a good idea? 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


VVVVVVVVVVV VV 


On my page is a link to a www-chat page for PSX. Most of us use ICQ as I 
noticed and that works fine for me. You can mail, chat and conferance 
with it. Its from Mirabilis or so. 


DEnnis... (madmac) 
-—-MESSAGE FILE 1878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00581 


--MESSAGE FILE 1879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000582 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Sat, 21 Mar 1998 04:22:56 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3513B120.2D2C50F4@sinclair.net> 

References: <6ertm1$15r20@chuka.playstation.co.uk> <35105072.FD2COEBB@codeworks.demo 
n.co.uk> <35127C08.38BE@manc.u-net.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


> 

> Jim wrote: 

> > Where in nodnol? 

> 

> You've been watching Red Dwarf, me thinks? 
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>because of vanity on my part and wanting stuff to look good, and also 

>Im aware that to follow one of those routes is a big area, one that 

>doesn't have the instant nice results as of doing a decent landscape 
>routine. So instead of ploughing into meaty areas of maths and stuff 

>we concentrate on the graphics which is completely valid for ourselves 

>but we would not necassarily benefit from an upgrade to NY2 by the 

>same measure we would if trying to follow those maths-intensive areas. 

> 

> 

>>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>>work and time, and as such tends to be a demotivating factor. The 3 main things 
>>that the PS2 offers over the PSX, that I think everyone would consider a 
>>benefit are the FPU, increased CPU speed and increased memory (and the 
>>possibility of better memory management) . 

> 

>well, i push the machine to its limits in terms of memory and gpu/ 

>gte, but reckon that only about 5% of the cpu time is used for non 

>graphics stuff. Show me a Yaroze game that is different is what Id 

>say... 

> 

>>Regardless of any of this, I don't really understand why there's a need to 
>>'prove' that we're worthy of an NY2 program. I can't see any way in which the 
>>original NY program has hurt Sony (In fact, I think that even if the results 
>>have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
>>didn't have to prove anything when we signed up for the first NY program, so 
>>that obviously wasn't a criterion for Sony to start with. I'll be a little 
>>upset if it has become one now. 

> 

>You are right really. We paid for the NY we do what we want from it. 

>And generally we are all happy with it. But from a business model Im 

>not sure it has been worth it for Sony; some good publicity for what 

>amounts to a pain in the arse for them. I disagree with businesses 

>being run merely for profit and yet I cant argue if that is how they 

>choose to run. NY2 for home users I think would leave a lot of people 

>with a more expensive piece of kit than NY, and with not much better 

>results from it. Working in teams I think should be the way to catch 

>up with pro dev houses, not working with more powerful hardware, and 


>would teach you skills worth more in the industry. (if you desire 
>those) 

> 

>PS George; If I did a pda game for Yaroze then it would be hard to 
>justify stopping it (although undoubtedly it would be!) Would not be 


>giving any away any more stuff than you could get from any other 
>commercial pda game. 

> 

>Rob 


--MESSAGE FILE 17807 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001393 


——MESSAGE FILE 17808 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001394 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Personal E3 highlights 

Date: Mon, 17 May 1999 13:28:17 -0700 

Organization: SCEA News Server 

Lines: 68 

Message-ID: <37407BE1.86D23930@vmlabs.com> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4055 scea.yaroze.freetalk 
21394 


Hi all, 


Just thought I'd share what I found to be the highlights of my trip to 
E3 (this is cut-and-paste from my web page, sorry). Here we go: 
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o Watching idiots embarrass themselves by asking Lara Croft questions 
at the Eidos booth. I felt bad for the model playing Lara. 

o Seeing a guy dressed in a big Q-bert suit and just about busting my 
gut laughing. 

o Watching the Rayman cartoon done in complete CG. This thing was just 
so cool. In addition to the beautifully rendered cartoon itself, it 
had lots of humor. Watch for it coming to Saturday mornings. 

o Putting a face to the name of another Yaroze member, Wayne Lee. We 
ate lunch and chatted for a bit. 

o Seeing Dance Dance Revolution for the first time and watching 
several people's adequate attempts. And then seeing a Japanese girl 
get up there and totally kick ass! Watching the game played by a 
master is like poetry in motion (to borrow a cliche). 

o Having a nice chat with Bryon from Maximum PC magazine during the 
shuttle ride home on Friday. 

o Battlezone 2 for the PC - One of the few OHMYGOD titles at the show. 
I never played the first one, but I will definitely pick up the 
sequel. 

o Happiness at getting to play a near-arcade-perfect version of one of 
my favorite games Space Ace. And then despair when seeing the half- 
second pauses that occur in between each move. And then happiness 
again after the gentleman explained that one of the enhancements to 
the NUON version will be to get rid of said pauses. 

o Being taken by suprise at seeing a banner for Dragon's Lair 3D. I 
hope they don't screw that one up. Can you tell I'm a fan of the 
old laser disc games? 

o Getting a free Zelda: OOT strategy guide from the Primas booth by 
just happening to walk by during the 2-hour window when they were 
giving them away. While I've already finished the game, my finacee 
is still working on it. 

o Seeing the PSX2 demos firsthand including the playable Gran 
Tourismo demo. 

o Obtaining no less than 16 distinct free magazines at the show. It 
was great until I had to carry all the ones I didn't finish reading 
back home with me. A dozen magazines in a duffle bag weigh 
approximately 10 tons. Not good when I'm trying to run to catch a 
flight in 15 minutes. 

o The lack of recycling bins for said magazines. What a serious shame 
that thousands of people will throw away all those mags after 
reading them. 

o Deciding to definetly buy FF8 after watching the movie shown on the 
huge screen. And then deciding there's no way I'll buy it after 
going to the interactive kiosks and watching some guy fight the same 
boring battle for 10 minutes. 

o Ecco the Dolphin for Dreamcast - This game singlehandedly cinched a 

DC purchase for me. 

o Being very impressed with Ready 2 Rumble for Dreamcast initially, 
and then bored with it after seeing it for 3 days. 

o Watching people play Um Jammer Lammy on a giant 15-foot TV screen. 
And subsequently getting one of the songs stuck in my head ("Now put 
these kids to sleep will ya"). 

o Initial impressions of Command & Conquer 2 leaving me unexcited. 
Units still move in only 8 directions? Come on guys, didn't you ever 
hear of a game called Total Annihilation? 

o Not trying to tow the company line, but Tempest 3000 for NUON floored 
me. I'd seen earlier builds, but the one at the show was just sooo 
cool. Maybe it was because it was played on the big screen. Maybe 
it was the Prodigy used for background music. Nothing else at the 
show looked quite like it. 

o Obtaining 46 new stickers with which to cover my PC case. The case 
is about 75% covered at this point. 


Scott 
—-MESSAGE FILE 17808 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001394 


—-MESSAGE FILE 17809 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001395 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 16:10:01 -0500 
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Organization: SCEA News Server 

Lines: 20 

Message-ID: <7hq0hu$s2i6@scea> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1395 scee.yaroze.freetalk.english 
24057 


Steve Tolin wrote in message <7gaugl$2mq3@scea>... 

>As most of you are probably aware there are some rumors and some 
> 

>[snip] 

> 

>confirmations about Net Yaroze 2. 


>If you plan on continuing with the next Yaroze and would like Sony to know 
>about it please add your name and comments to this thread. 


I'll sign up for a "Yaroze 2" program the day they announce it! :-) 


In fact, I'll *volunteer* to beta test it, or heck, even help *develop* it! 
:-) :-) 


Ed Federmeyer 


——MESSAGE FILE 17809 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001395 


——MESSAGE FILE 17810 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001396 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kevin Holbrook <kwh@neosoft.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 18 May 1999 00:39:56 +0000 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <3740B6DC.79D59B37@neosoft.com> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: kwh.neosoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (X11; U; Linux 2.2.8 i686) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1396 scee.yaroze.freetalk.english 
24059 


Steve Tolin wrote: 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 
> Steve Tolin SCEA Member 


I intend to continue working with my Yaroze, and would love a chance to 
work with the PSX 2 hardware. I don't work for a huge game development 
company with big bucks to spend on dev. kits, but I would love to 
develop games for the PSX and PSX2 platforms. 


Without the Yaroze, I am left having to settle for PC and Mac game 
development. 

This is also the ONLY way I can get "experience" working on a console 
system. 


I sold several people on getting a Yaroze, but it was too late for them 
to get them. 

I think Sony started the Yaroze program way too late in the PSX 
lifecycle. 
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With all the advances in the PSX2 and media glitz surrounding it, Sony 
could really create a developer storm by having the Yaroze 2 available 
earlier. Professional development houses wouldn't have to steal 
developers from other shops; instead, they could hire Yarozers as they 
"matured". 


I also would like access to everything the machine has to offer, unlike 
the Yaroze which held key software components aloof for "professionals" 
only. 


The Yaroze program can work in the US, but it needs a very strong and 
clear committment from Sony. It needs to empower, not restrict, 
encourage, not enrage. 


Just my two cents, 
Kevin Holbrook 
—-MESSAGE FILE 17810 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001396 


—-MESSAGE FILE 17811 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001397 
Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Personal E3 highlights 

Date: Tue, 18 May 1999 09:16:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <374121E0.7D58@ecs.ox.ac.uk> 

References: <37407BE1.86D23930@vmlabs.com> 

Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4060 scea.yaroze.freetalk 
21397 


Agree on the Rayman cartoon ... the game didn't look too bad either. 
Can't say I was blown away by either the Dreamcast or PSX2 - though some 
of the demos were pretty impressive - I liked the sink demo with the 
real-time 'tap' and rubber duck etc. bobbing around .. GT looked like it 


could have done with a bit of anti-aliasing - those graphics were just 
too sharp. 


other stuff ... Perfect Dark looked good, GT2 looked a bit like GT - 
though apparently they were showing a later build behind closed doors 
which was much better (why not on show then 22222). and some of the 
Color Gameboy stuff was fairly impressive - (though Resident Evil in 3D 
wasn't really one of them) 


my first E3 - basically ECTS, 5 times bigger, noisier etc etc. Can't say 


I was too impressed with LA ... Unversal Studios was cool though, 
Terminator 2 3D - nice 'ride' - 3D which really worked. 
Charlie 


Scott Cartier wrote: 
Hi all, 


Just thought I'd share what I found to be the highlights of my trip to 
E3 (this is cut-and-paste from my web page, sorry). Here we go: 


o Watching idiots embarrass themselves by asking Lara Croft questions 
at the Eidos booth. I felt bad for the model playing Lara. 

o Seeing a guy dressed in a big Q-bert suit and just about busting my 
gut laughing. 

o Watching the Rayman cartoon done in complete CG. This thing was just 
so cool. In addition to the beautifully rendered cartoon itself, it 


VVVVVVVVVV VV 
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> had lots of humor. Watch for it coming to Saturday mornings. 
--MESSAGE FILE 17811 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001397 


—-MESSAGE FILE 17812 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001398 
Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 19 May 1999 08:12:34 +0300 

Organization: Nokia 

Lines: 32 

Message-ID: <37424842.8A499202@nokia.com> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: kilodhcp-171-115.trs.ntc.nokia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 
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Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 

> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 

I will definately want to continue with the next Yaroze. I work as a principal 


software engineer 

at telecommunications branch but writing games is what I really enjoy doing - 
perhaps 

even more than playing them... My 7 year old son is a great help with creative 
ideas and 

fresh way of seeing things. Besides Yaroze is a motivating environment for him 
to 

learn C as well (I also teach C/C++ at a local college). 


Markku Kaurila, 
One of the newest 'Old Yaroze' members 


—-MESSAGE FILE 17812 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001398 


—-MESSAGE FILE 17813 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001399 
Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 19 May 1999 15:57:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3742D157.76AAD519@reading.ac.uk> 

References: <7gaugl$2mq3@scea> <3740B6DC.79D59B37@neosoft.com> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1399 scee.yaroze.freetalk.english 
24063 


Kevin Holbrook wrote: 

> I also would like access to everything the machine has to offer, unlike 
> the Yaroze which held key software components aloof for "professionals" 
> only. 


I rather think that the only things that were "held aloof" were things 
that were extremely complicated anyway (low-level graphics), that had 
the potential to do damage if they went wrong (controller write), or 
that could threaten Sony's security (CD reading). Actually, I was 
rather more impressed at the range of stuff that *could* be done than 
that that couldn't (I didn't think, for example, we'd be able to write 
stuff for the lightgun) 

On the other hand, I'm not mad keen on the justification that "there 
must be bits left out of the Yaroze because the price difference means 
there must be some advantage for the professionals". The advantage is 
that they get to get their software licensed and published and make 
money from it, and we don't. That's how ~90% of development libraries 
I've seen differentiate between professional and amateur customers - in 
the license to publish and particularly to resell. 

But, like I've said, Yaroze 2 sounds like a fantastic idea. Just - 
please - rewrite, rather than translate, the documentation this time 
around? 

—-MESSAGE FILE 17813 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001399 


—-MESSAGE FILE 17814 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001400 
Path: chuka.playstation.co.uk!news 

From: "“gfisher" <graham_fisher@yaroze.in2home.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 22 May 1999 12:52:38 +0100 

Organization: Bespoke Software Solutions 

Lines: 8 

Message-ID: <7i661tSlic5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> 

NNTP-Posting-Host: 212.225.16.91 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1400 scee.yaroze.freetalk.english 
:4064 


Add one more to the list (anyone keeping count?) 


Scott Cartier wrote in message <372E1DCB.5COFFO75@vmlabs.com>... 
>Naturally, count me in! 

> 

>Scott 


—-MESSAGE FILE 17814 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001400 


——MESSAGE FILE 17815 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001401 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scea.yaroze.freetalk 

Subject: Net Yaroze C++ Examples 

Date: Wed, 26 May 1999 21:20:24 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <374c6512.1232873@news.scea.sony.com> 
NNTP-Posting-Host: tstpal-36.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm looking for Net Yaroze C++ Examples. Please tell me where I can 
find/get some. 

Thank You, 

Jesse Palmer 
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——MESSAGE FILE 17815 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001401 


—-MESSAGE FILE 17816 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001402 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Thu, 27 May 1999 01:14:10 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <374c9c37.12687049@205.149.189.29> 

References: <374c6512.1232873@news.scea.sony.com> 
NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Have you tried the ones on the web site? They're at: 
http: //www.scea.sony.com/net/yaroze/demos/scea/index-.html 


Mario 
—-MESSAGE FILE 17816 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001402 


——MESSAGE FILE 17817 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001403 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Thu, 27 May 1999 07:06:26 GMT 

Organization: Reichardt Informatik AG 

Lines: 23 

Message-ID: <374eec7a.2299206@news.playstation.co.uk> 
References: <374c6512.1232873@news.scea.sony.com> 
NNTP-Posting-Host: dial-in-96.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Wed, 26 May 1999 21:20:24 GMT, unmodify@gate.net (Jesse Palmer) 
wrote: 


> I'm looking for Net Yaroze C++ Examples. Please tell me where I can 
> find/get some. 

I don't know if/how you can access SCEE member pages, but I have the 
complete C++ source code (classes, templates, etc.) from my project (a 
2D platform game) on my page. 


My id is dhartmei, and the URL on the SCEE server is 
http://www.netyaroze-europe.com/~dhartmei/ 


If you don't have access, I could mail you the files, if you like. 

I'd be interested in any discussion about object-oriented game design! 
Regards, 

Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 
"The woods are lovely, dark and deep. But I have promises to keep, 


And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 17817 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001403 


——MESSAGE FILE 17818 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001404 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 27 May 1999 18:21:29 +0000 

Organization: Data Uncertain 

Lines: 32 

Message-ID: <374D8D29.55F21722@hinge.mistral.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1lShrs4@chuka.playstation.co.uk> <37376D1F.495020B5@codewo 
rks.demon.co.uk> <7h8kh4Skr42@chuka.playstation.co.uk> 

NNTP-Posting-Host: d5-s5-37-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1404 scee.yaroze.freetalk.english 
24085 


George Bain wrote: 

> 

> Yes, these were ex-PlayStation developers who have nothing 

> else better to do. Probably somewhere up in northern Europe 
> where it's dark 6 months of the year! 


As I heard it, the two guys that wrote EZ-O-Ray were developers at the 
time, 
and in fact at least one of them still is. 


And didn't they only rip off the DDX code from Datel anyway? Who were 
trying 
to clone the SN Systems CartDev.... 


George 


In article <37376D1F.495020B5@codeworks.demon.co.uk>, jim@codeworks.demon.co.uk 
>That is true. But remember that the pro stuff was floating for about a year 
>before the Yaroze was even release.. Yaroze members aren't entirely to blame. 
>Also devices like the Action Reply were not developed thanks to the release of 
>Yaroze info, just a quick disassembly of that reveals Datel had access to the 
Pro 

>stuff as did the developers of EZ-O-RAY.. 


VVVVVVV VV 


And loads of developers are using those tools today, because 9 out of 10 
times 
you don't need the power of an H2700 just to change the layout of a 
level a bit, 

or make the text a different shade of pink. 


Craig 
(who has an H2500 and hates the unreliable b*stard) 
——MESSAGE FILE 17818 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001404 


—-MESSAGE FILE 17819 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001405 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Thu, 27 May 1999 19:16:36 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <374d99e1.18760615@205.149.189.29> 

References: <374c6512.1232873@news.scea.sony.com> <374c9c37.12687049@205.149.189.29> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Thu, 27 May 1999 01:14:10 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>Have you tried the ones on the web site? They're at: 


Net Yaroze newsgroups message dump.txt Page 12009 


> 
>http://www.scea.sony.com/net/yaroze/demos/scea/index.html 


Ooops, brain fade... 
As everyone here already knows, those are C examples, not C++. 
Sorry, 


Mario 
——MESSAGE FILE 17819 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001405 


—--MESSAGE FILE 17820 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001406 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scea.yaroze.freetalk 
Subject: Re: Net Yaroze ՇԻ Examples 

Date: Thu, 27 May 1999 20:11:02 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <374da668.19060463@news.scea.sony.com> 

References: <374c6512.1232873@news.scea.sony.com> <374c9c37.12687049@205.149.189.29> 
<374d99e1.18760615@205.149.189.29> 

NNTP-Posting-Host: tstpal-52.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 27 May 1999 19:16:36 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>On Thu, 27 May 1999 01:14:10 GMT, mperdue@l4software.com (Mario 
>Perdue) wrote: 

> 

>>Have you tried the ones on the web site? They're at: 

>> 

>>http://www.scea.sony.com/net/yaroze/demos/scea/index-.html 

> 

>Ooops, brain fade... 

> 

>As everyone here already knows, those are C examples, not C++. 

> 

>Sorry, 

> 

>Mario 

yes, well you know NY pretty well, are there any examples, users, that 
you know who use codewarrior and C++ 

—-MESSAGE FILE 17820 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001406 


—--MESSAGE FILE 17821 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001407 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze C++ Examples 

Date: Thu, 27 May 1999 20:13:36 GMT 

Organization: L4 Software 

Lines: 11 

Message-ID: <374da713.265427@205.149.189.29> 

References: <374c6512.1232873@news.scea.sony.com> <374c9c37.12687049@205.149.189.29> 
<374d099e1.18760615@205.149.189.29> <374da668.19060463@news.scea.sony.com> 

NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Thu, 27 May 1999 20:11:02 GMT, unmodify@gate.net (Jesse Palmer) 
wrote: 
> 


>yes, well you know NY pretty well, are there any examples, users, that 
>you know who use codewarrior and C++ 


I recall seeing messages about C++ programming on the Yaroze many 
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months ago, but I don't recall who was posting them. Perhaps those 
involved will see your message and add to this thread. 


Mario 
—-MESSAGE FILE 17821 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001407 


—-MESSAGE FILE 17822 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001408 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Thu, 27 May 1999 23:00:52 -0400 

Organization: Identical Software 

Lines: 15 

Message-ID: <374E06E4.5D701DDC@identicalsoftware.com> 

References: <374c6512.1232873@news.scea.sony.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 


Jesse Palmer wrote: 
> I'm looking for Net Yaroze C++ Examples. Please tell me where I can 
> find/get some. 


Chris Blackwell put up some instructions on using C++. Although his 
page is old I assume it still applies. 
http: //www.scea.sony.com/net/yaroze/pages/cblackwell2.html 


I like the OOP of C++ but don't use it for the yaroze. Mainly because 
the limited memory requirements don't allow you to make use of the C++ 
features. In particular yaroze programs tend to use static variables 
over dynamic allocation which I feel eliminates alot of the uses of C++. 


Dennis Payne 
dulsi@identicalsoftware.com 
-—-MESSAGE FILE 17822 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001408 


—-MESSAGE FILE 17823 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001409 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze C++ Examples 

Date: Fri, 28 May 1999 08:47:40 GMT 

Organization: Reichardt Informatik AG 

Lines: 44 

Message-ID: <37505449.1115333@news.playstation.co.uk> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> 

NNTP-Posting-Host: dial-in-21.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Thu, 27 May 1999 23:00:52 -0400, Dennis Payne 
<dulsi@identicalsoftware.com> wrote: 


> Chris Blackwell put up some instructions on using C++. Although his 
> page is old I assume it still applies. 
> http: //www.scea.sony.com/net/yaroze/pages/cblackwell2.html 


Yes, this page helped me a lot getting CodeWarrior to compile C++ code. 
Also, Metrowerks support is very good and helpful, even though they 
don't officially support C++ anymore. 


I like the OOP of C++ but don't use it for the yaroze. Mainly because 
the limited memory requirements don't allow you to make use of the C++ 
features. In particular yaroze programs tend to use static variables 
over dynamic allocation which I feel eliminates alot of the uses of C++. 


V V V V 
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> Although I can't name the episode in question. 


Just to clear things up, it was in the Red Dwarf episode "Reverse 
World", where they made it back to earth, but time was going backwards. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==— 
—-MESSAGE FILE 1879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00582 


-—-MESSAGE FILE 1880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000583 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Edge Competition Lists...? 

Date: Mon, 23 Mar 1998 15:30:41 +0000 
Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35168021.7F96@writeme.com> 
NNTP-Posting-Host: 11b4-050.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi, 


Is there any chance that Sony could provide a list of all of the EDGE 
competition entries? 


I think I collected 12, but there are at least two I've found that 
weren't advertised anywhere - presumably a script was used to rip 
through all the ftp areas...? 


Cheers, 
James (~mrfrosty) 


(if anyone thinks they're missing any of the ones I've picked up, I've 

got them cross-linked in 24C/reviews/SCEE People). 

—-MESSAGE FILE 1880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00583 


—-MESSAGE FILE 1881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000584 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Tue, 24 Mar 1998 15:34:28 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <6f94v8$0932@scea> 

References: <3506f145.5827417@news.playstation.co.uk> <01bd519cS$8a9f84e0$84d449c2@An 
gelal.intelligent-group.com> <6ev6rg$15r42@chuka.playstation.co.uk> 
NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Here is my ICQ number finally set it back up. 
4828748 
Regards, 


Jeff / Nemesis 


Net Yaroze newsgroups message dump.txt Page 12011 


I can't confirm that. I use many of the C++ features (classes, 
inheritance, polymorphism, templates, dynamic allocation) and have never 
experienced any real drawbacks (like waste of memory or reduced speed). 


In fact, I find that the NetYaroze primitives like sprites and 

self-built extensions like collision detection are good candidates for 
OO design. They could be used as examples in a textbook introducing OO 
design, IMHO. 


If you want doubly-linked lists for different data types (like 
background tiles, enemies or levels) for instance, you'll really 
appreciate templates (even though you have to write them yourself, as 
there is no standard template library :-) 


And features like enhanced type-safety, const-ness, etc. safe me a lot 
of debugging time. 


If you have speed-critical pieces of code, you can still implement them 
in assembler or pure C (if this is really noticeably faster). 


Different views welcome. 
Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 17823 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001409 


—-MESSAGE FILE 17824 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001410 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze C++ Examples 

Date: Fri, 28 May 1999 15:04:34 GMT 

Organization: Reichardt Informatik AG 

Lines: 17 

Message-ID: <374faf74.24454403@news.playstation.co.uk> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> 

NNTP-Posting-Host: dial-in-79.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I found a nice article on the net covering the C++ argument: 


http://www.geocities.com/SiliconValley/Grid/2832/oogame.html 


"Every once in a while the debate whether applying OO and C++ brings 
any benefit to game programmers pops up in the newsgroups. Opponents 
say that applying OO results in slow code, it is too complicated and 
does not bring any real benefit. Proponents have varying arguments 
ranging from making the code simpler to resulting in easier 
maintenance. [...]" 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 17824 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001410 


—-MESSAGE FILE 17825 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001411 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scea.yaroze.freetalk 
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Subject: Re: Net Yaroze ՇԻ Examples 

Date: Fri, 28 May 1999 15:14:28 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <374eb27a.4091363@news.scea.sony.com> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> <37505449.1115333@news.playstation.co.uk> 

NNTP-Posting-Host: tstpal-43.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 28 May 1999 08:47:40 GMT, daniel@reichardt.ch (Daniel 
Hartmeier) wrote: 

> 

>If you want doubly-linked lists for different data types (like 
>background tiles, enemies or levels) for instance, you'll really 
>appreciate templates (even though you have to write them yourself, as 
>there is no standard template library ;-) 

> 

>And features like enhanced type-safety, const-ness, etc. safe me a lot 
>of debugging time. 

Can you talk a bit about what double-linked list are and used for, 
templates, type safety, const-ness, and etc? 

—-MESSAGE FILE 17825 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001411 


-—-MESSAGE FILE 17826 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001412 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Fri, 28 May 1999 09:44:32 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <7imgt2S3vd2@scea> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> <37505449.1115333@news.playstation.co.uk> 

NNTP-Posting-Host: tide70.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Daniel Hartmeier <daniel@reichardt.ch> wrote in message 
news :37505449.1115333@news.playstation.co.uk... 


> 

> If you want doubly-linked lists for different data types (like 

> background tiles, enemies or levels) for instance, you'll really 

> appreciate templates (even though you have to write them yourself, as 
> there is no standard template library ;-) 


Just do it the old fashioned way! 


typedef enum { 
ntTile, 
ntEnemy, 
ntLevel 

} NODETYPE; 


typedef struct _tagNode { 
NODETYPE nNodeType; 
void *pItem; 
struct _tagNode *pNext; 
} NODE, *LPNODE; 


Then you just create structures for holding all your different node types 
and when you walk down the list you cast the void pointer to whatever type 
the nNodeType indicates. Voila! Generic linked list in C. :) 


-Steve 
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——MESSAGE FILE 17826 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001412 


—-MESSAGE FILE 17827 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001413 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Fri, 28 May 1999 17:19:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3750cfe3.682088281@news.playstation.co.uk> 
References: <374c6512.1232873@news.scea.sony.com> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


If you have CodeWarrior, you can find all the fixes necessary IN your 
codewarrior installation! Check in your codewarrior folder for a 
folder called "unsupported" 


Steven 


On Wed, 26 May 1999 21:20:24 GMT, unmodify@gate.net (Jesse Palmer) 
wrote: 


>I'm looking for Net Yaroze C++ Examples. Please tell me where I can 
>find/get some. 

>Thank You, 

>Jesse Palmer 


—-MESSAGE FILE 17827 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001413 


—--MESSAGE FILE 17828 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001414 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Fri, 28 May 1999 19:31:18 GMT 

Organization: Reichardt Informatik AG 

Lines: 36 

Message-ID: <374eelfa.10375469@news.playstation.co.uk> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> <37505449.1115333@news.playstation.co.uk> <374eb27a.4091363@news.scea.sony.c 
om> 

NNTP-Posting-Host: dial-in-65.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 28 May 1999 15:14:28 GMT, unmodify@gate.net (Jesse Palmer) 
wrote: 


> Can you talk a bit about what double-linked list are and used for, 
> templates, type safety, Շօոտե-ոճտտ, and etc? 


I'm afraid I can't explain all these concepts in a single article. I 
suggest that you get yourself an introductory book about C++ and maybe 
one about algorithms and data types. If you are already familiar with C, 
you might find a book suitable that explains the new features of Ctt. 


Many topics are also covered by one of the C++ FAQs available on the 
net: http://www.cerfnet.com/~mpcline/Ct++-FAQs-Lite/ 


And there are several newsgroups related to C++ and programming in 
general, where you will get help with questions not answered in the FAQ. 


comp. lang.ct+t 
comp.lang.ct++.moderated 


Net Yaroze newsgroups message dump.txt Page 12014 
comp.programming 
If you have specific questions, feel free to ask me, I'll be glad to 


help. I just don't think it will help you much if I condense on a few 
lines what a good author needs several pages to explain understandably. 


There probably is a technically correct and short definition for terms 
like 'template', but in order for someone to fully understand what it 
means and how it can be used, a more comprehensive explanation with 
examples is needed. At least this applies to me. :-) 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 17828 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001414 


—-MESSAGE FILE 17829 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001415 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Fri, 28 May 1999 19:38:16 GMT 

Organization: Reichardt Informatik AG 

Lines: 31 

Message-ID: <374fef72.13823667@news.playstation.co.uk> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> <37505449.1115333@news.playstation.co.uk> <7imgt2S3vd2@scea> 
NNTP-Posting-Host: dial-in-65.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 28 May 1999 09:44:32 -0700, "Steve Spiller" 
<sspiller@microsoft.com> wrote: 


Just do it the old fashioned way! 


typedef enum { 
ntTile, 
ntEnemy, 
ntLevel 

} NODETYPE; 


typedef struct _tagNode { 
NODETYPE nNodeType; 
void *pItem; 
struct _tagNode *pNext; 
} NODE, *LPNODE; 


Then you just create structures for holding all your different node types 
and when you walk down the list you cast the void pointer to whatever type 
the nNodeType indicates. Voila! Generic linked list in C. :) 


VVVVVVVVVVVVVVV VV 


Yeah, and my code is full of ugly casts and I loose even the weak 
type-safety that there was before. And if I add a new NODETYPE, I have 
to check through my whole code. This is evil. :-) 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 
"The woods are lovely, dark and deep. But I have promises to keep, 


And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 17829 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001415 


—-MESSAGE FILE 17830 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001416 
Path: chuka.playstation.co.uk!news 
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From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze C++ Examples 

Date: Fri, 28 May 1999 19:43:57 GMT 

Organization: Reichardt Informatik AG 

Lines: 18 

Message-ID: <3750f0e6.14195942@news.playstation.co.uk> 
References: <374c6512.1232873@news.scea.sony.com> <3750cfe3.682088281@news.playstati 
on.co.uk> 

NNTP-Posting-Host: dial-in-65.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 28 May 1999 17:19:10 GMT, sosman@terratron.com (Steven Osman) 
wrote: 


> If you have CodeWarrior, you can find all the fixes necessary IN your 
> codewarrior installation! Check in your codewarrior folder for a 
> folder called "unsupported" 


Unfortunately, you still need to tweak the headers and startup code a 
little. There is, for instance, a function called delete() in libps.h, 
and delete is a reserved word under C++. Dennis Payne already mentioned 
Chris Blackwell's page with further details. 


Regards, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—--MESSAGE FILE 17830 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001416 


—--MESSAGE FILE 17831 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001417 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Fri, 28 May 1999 22:25:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 134 

Message-ID: <37521782.700423525@news.playstation.co.uk> 

References: <374c6512.1232873@news.scea.sony.com> <3750cfe3.682088281@news.playstati 
on.co.uk> <3750f0e6.14195942@news.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Fri, 28 May 1999 19:43:57 GMT, daniel@reichardt.ch (Daniel 
Hartmeier) wrote: 


>On Fri, 28 May 1999 17:19:10 GMT, sosman@terratron.com (Steven Osman) 
>wrote: 

> 

>> If you have CodeWarrior, you can find all the fixes necessary IN your 
>> codewarrior installation! Check in your codewarrior folder for a 


>> folder called "unsupported" 

> 

>Unfortunately, you still need to tweak the headers and startup code a 
>little. There is, for instance, a function called delete() in 11Եթտ.հ, 


>and delete is a reserved word under C++. Dennis Payne already mentioned 
>Chris Blackwell's page with further details. 


There is a readme file in that folder. 


Here is an excerpt from that file (it is called 
"C++Support Readme.txt") 
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——MESSAGE FILE 17831 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001417 


—--MESSAGE FILE 17832 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001418 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze ՇԻ Examples 

Date: Sat, 29 May 1999 09:08:40 GMT 

Organization: Reichardt Informatik AG 

Lines: 43 

Message-ID: <3750aa84.6218571@news.playstation.co.uk> 

References: <374c6512.1232873@news.scea.sony.com> <374E06E4.5D701DDC@identicalsoftwa 
re.com> <37505449.1115333@news.playstation.co.uk> <7imgt2S3vd2@scea> 
NNTP-Posting-Host: dial-in-68.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 28 May 1999 09:44:32 -0700, "Steve Spiller" 
<sspiller@microsoft.com> wrote: 


Just do it the old fashioned way! 


typedef enum { 
ntTile, 
ntEnemy, 
ntLevel 

} NODETYPE; 


typedef struct _tagNode { 
NODETYPE nNodeType; 
void *pItem; 
struct _tagNode *pNext; 
} NODE, *LPNODE; 


Then you just create structures for holding all your different node types 
and when you walk down the list you cast the void pointer to whatever type 
the nNodeType indicates. Voila! Generic linked list in C. :) 


VVVVVVVVVVVVV VV V V 


Your example will create less code than 


template<T> 
struct Node 
{ 
T *item; 
Node *next; 
J; 


as the C++ compiler will produce separate code for each type T used. 


But use of the template establishes the rule that a list of type Node<T> 
will only contain items of the same type T (or do you want to have mixed 
lists?), and removes the need for run-time checks of the node type, 
making the application smaller, faster and safer. 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
-—-MESSAGE FILE 17832 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001418 


—-MESSAGE FILE 17833 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001419 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze C++ Examples 

Date: Sat, 29 May 1999 14:17:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 46 
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Message-ID: <3753f673.757496562@news.playstation.co.uk> 


References: <374c6512.1232873@news.scea.sony.com> <374! 


FO06B4.5D701DDC@identicalsoftwa 


re.com> <37505449.1115333@news.playstation.co.uk> <7imgt2S3vd2@scea> <3750aa84.62185 


71@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


On Sat, 29 May 1999 09:08:40 GMT, daniel@reichardt.ch 
Hartmeier) wrote: 


>On Fri, 28 May 1999 09:44:32 -0700, "Steve Spiller" 
><sspiller@microsoft.com> wrote: 


(snip) 


>> typedef struct _tagNode { 


>> NODETYPE nNodeType; 
>> void *pItem; 
>> struct _tagNode *pNext; 


>> } NODE, *LPNODE; 
(snip) 
>Your example will create less code than 


template<T> 
struct Node 
{ 
T *item; 
Node *next; 
J; 


VVVVVVVV 


(Daniel 


>as the C++ compiler will produce separate code for each type T used. 


> 


>will only contain items of the same type T (or do you 


>But use of the template establishes the rule that a list of type Node<T> 


want to have mixed 


>lists?), and removes the need for run-time checks of the node type, 


>making the application smaller, faster and safer. 


Well, yes and no. Same type T, but lets not forget that this is C++ 
we are talking about. T can be a superclass of every character in the 


game, or every object in the game, or everything. 


Just put a method called animate or draw in T, and all 


of the sudden, 


you don't NEED the runtime checks, even though you've somewhat 
diversified the contents of your list. What's more, they can move, 


think, or do whatever! 
Now your argument becomes more appealing. 


Steven 


——MESSAGE FILE 17833 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001419 


—-MESSAGE FILE 17834 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001420 


Path: chuka.playstation.co.uk!news 
From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 


Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 


Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 30 May 1999 15:30:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7irhpi$luj5@chuka.playstation.co.uk> 
References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: modem-80.namel2.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1420 scee.yaroze.freetalk.english 
24129 


> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


Blooming hell yes, count me in!!! Especially if the tools are better... I 
hope we'll get a discount. Mmmmm, more memory. Also, I think it would be 
really good if the maximum sprite size was 800x600 because that would make 
backgrounds a hell of a lot easier!!! 


Ed 

ed@directxbeginners.freeserve.co.uk 
http://ffmusic.virtualave.net 
http://www.netyaroze-europe.com/~gookaloo 


"Cloud, did you really find Orthrapedic Underwear in my closet?" 


—-MESSAGE FILE 17834 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001420 


—-MESSAGE FILE 17835 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001421 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Windows Version of PSX File Server 

Date: Sun, 6 Jun 1999 20:54:03 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7jf£8qg$49v7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ABDOD135.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1421 scee.yaroze.freetalk.english 
24155 


I am working on a Windows version of the PSX File Server that is almost 
complete. I just have a few UI issues to work out and I will be releasing 
the program and the Yaroze LIBs for it. 


You can see a screenshot and read a little more about it at 
www.scea.sony.com/net/yaroze/pages/nmiller.html 


Nathan Miller 


—-MESSAGE FILE 17835 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001421 


—-MESSAGE FILE 17836 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001422 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: World Maker Plans 

Date: Mon, 7 Jun 1999 19:26:41 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7jho2m$49v11@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AA92E2.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1422 scee.yaroze.freetalk.english 
24160 


10 DAYS TO BETA RELEASE OF PSX FILE SERVER V1.0!!! 
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Now that my file server project is reaching its final stages, I have began 
design on my next project (on any time that I do not have access to my 
computer). It is going to use the file server as a transfer base, but is 
going to be a level editor and contrary to my web page, I have decided to 
implement it on the Yaroze. It will output a file much like the OpenFlight 
file from MultiGen. I already have plans for LODs and terrain and a bunch 
of other junk, but I can always use more. I am doing the preliminary design 
on the actual file format, so if you have suggestions on what should be 
implimented, please email me or post here. 


Thanks, 


Nathan Miller 
KiRyu@aol.com 


—-MESSAGE FILE 17836 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001422 


—-MESSAGE FILE 17837 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001423 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: World Maker Plans 

Date: Wed, 9 Jun 1999 02:38:35 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7jkbt1Srqe9@chuka.playstation.co.uk> 

References: <7jho2m$49v11l@chuka.playstation.co.uk> 

NNTP-Posting-Host: p3-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1423 scee.yaroze.freetalk.english 
24166 


Nathan Miller <KiRyu@aol.com> wrote in message 
news: 7jho2m$49v11@chuka.playstation.co.uk... 
10 DAYS TO BETA RELEASE OF PSX FILE SERVER V1.0!!! 


v 


Now that my file server project is reaching its final stages, I have began 
design on my next project (on any time that I do not have access to my 
computer). It is going to use the file server as a transfer base, but is 
going to be a level editor and contrary to my web page, I have decided to 
implement it on the Yaroze. It will output a file much like the 
OpenFlight 

> file from MultiGen. I already have plans for LODs and terrain and a bunch 
> of other junk, but I can always use more. I am doing the preliminary 
design 
> on the actual file format, so if you have suggestions on what should be 
> implimented, please email me or post here. 


Sounds like a good idea! Off the top of my head I can think of the 
following things which might come in handy 


- height, texture, colour, surface attributes info for landscape 
— collision detection info 

- lighting/camera info 

- object position/rotation/scaling info 

- list of required data files e.g. TIM, TMD etc 


It would probably be an idea to have within World Maker the option to 
include/exclude each information component from the export. That way if 
people are only interested in a subset of the functionality World Maker 
provides they can easilly exclude the extraneous data. Alternatively, use 
english language tokens in the file so people can skip over stuff when 
parsing. 


You might also want to code a Yaroze level file parsing template which will 
help people incorporate your format into their projects quickly. 
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Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


--MESSAGE FILE 17837 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001423 


—--MESSAGE FILE 17838 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001424 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: World Maker Plans 

Date: Wed, 9 Jun 1999 12:17:39 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <7jm7mlSrqel10@chuka.playstation.co.uk> 

References: <7jho2m$49v1ll1l@chuka.playstation.co.uk> <7 jkbt1l$rqe9@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: 98ACD325.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1424 scee.yaroze.freetalk.english 
24168 


Mario Wynands wrote 


Off the top of my head I can think of the following things which might come 
in handy 


>- height, texture, colour, surface attributes info for landscape 


There are plans for all of that! 

>- collision detection info 

3 different types 

>- lighting/camera info 

I don't know why I forgot about this! THANKS! 

>- object position/rotation/scaling info 

What 3d level editor would be good without it! ԷԾ) 


>- list of required data files e.g. TIM, TMD etc 


Yup, planned also! 


>It would probably be an idea to have within World Maker the option to 
include/exclude each information component from the export. That way if 
people are only interested in a subset of the functionality World >Maker 
provides they can easilly exclude the extraneous data. >Alternatively, use 
english language tokens in the file so people can >skip over stuff when 
parsing. 


I look into the subset exports. Shouldn't be that hard, I will just have 
exclude options in the save box. As for the english tokens, the file is not 
going to be plain text, but binary. I am going to write a Doc describing 
the binary file and all of the chucks associated with it. I am doing it 
this way so that memory is kept to a minimum. The doc will describe 
everything, so it shouldn't be that hard to write a custom parser if you 
wanted (one will be included). 


>You might also want to code a Yaroze level file parsing template which will 
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—-MESSAGE FILE 1881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00584 


—-MESSAGE FILE 1882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000585 

Path: chuka.playstation.co.uk!molly.cs.monash.edu.au!tjs 

From: tjs@molly.cs.monash.edu.au () 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: 25 Mar 1998 02:15:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6f9pbeSf1lo28@chuka.playstation.co.uk> 

References: <3506f145.5827417@news.playstation.co.uk> <01bd519cS$8a9f84e0$84d449c2@An 
gelal.intelligent-group.com> <6evé6rg$15r42@chuka.playstation.co.uk> <6f94v8So932@sce 
a> 

NNTP-Posting-Host: molly.cs.monash.edu.au 

X-Newsreader: slrn (0.7.5.0) 


10074719 


ok, so i succumbed. [by the way, it looks like the java version of ICQ (the 
only one i can run) really sucks :( ] 


toby. 


—-MESSAGE FILE 1882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00585 


—-MESSAGE FILE 1883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000586 

Path: chuka.playstation.co.uk!news 

From: Stephen Fernandez <sf054@mdx.ac.uk> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: Wed, 25 Mar 1998 14:16:34 +0000 

Organization: InterPlanetaryCraft 

Lines: 6 
Message-ID: <351911C2.5196@mdx.ac.uk> 

References: <6es4o00$15r29@chuka.playstation.co.uk> 
NNTP-Posting-Host: nsw85.mdx.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.event:20 scee.yaroze.freetalk.english: 586 


Steve Dunn wrote: 
> 


> At ~steved on SCEE 


can this program be used to simulate the yaroze development system 


—-MESSAGE FILE 1883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00586 


—-MESSAGE FILE 1884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000587 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!agrier 

From: agrier@metro.poofy.goof.com (Aaron J. Grier) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: MOD->SEQ (was Re: If you liked Hover...) 

Date: 25 Mar 1998 22:17:20 GMT 

Organization: The Cod Reelledge Doftware Levelompent Sab 

Lines: 14 

Message-ID: <slrn6hj16m.d96.agrier@metro.poofy.goof.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom. com> 
NNTP-Posting-Host: metro.dialup.reed.edu 

X-Newsreader: slrn (0.9.3.2 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:543 scee.yaroze.freetalk.english: 
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help people incorporate your format into their projects quickly. 


I plan on supporting different functions related to the parsing of the file. 
The first will load the entire level for you, allocating all the memory and 
initilizing all the variables on its own. Then you will access the objects 
through Unique IDs, with the supplied functions. The other functions will 
load the file differently, allowing a little more flexability. Again, 

documentation will be supplied if the default parsers are not good for your 


project. 


Thanks for the input and keep it coming! 
Nathan 


>Regards 

> 

>Mario 

> 
>mario@sidhe.co.nz 
>www.Ssidhe.co.nz 

> 

> 


——MESSAGE FILE 17838 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001424 


—-MESSAGE FILE 17839 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001425 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PSX File Server Question 

Date: Wed, 9 Jun 1999 21:58:44 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <7jn9nrSrgel2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A98E7E.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1425 scee.yaroze.freetalk.english 
24170 


I know everyone is probably tiered of updates and questions, but this is 
actually important! I have decided that it will run at 115200 BAUD only. 

Is this going to be a problem for anyone? The windows comport device driver 
is not liking any other speed! 


Thanks, 
Nathan 


It is going to be released on the 17th (7 days!). I am getting 6 sec 
quicker uploads on my demo project (22 vs 28 sec) if I use the post siocons 
transfer rather than the siocons transfer code. No RLE of Tims yet (not in 
first release) 


——MESSAGE FILE 17839 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001425 


—-MESSAGE FILE 17840 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001426 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Ping, Pong Pogg-edy, Ping Pong Poohwoo, Me Me Me Whooo. 

Date: Wed, 16 Jun 1999 21:50:51 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 24 

Message-ID: <developer-1606992150540001@192.168.0.1> 

NNTP-Posting-Host: prol-149.barrie.connex.net 
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Checking for a pulse. 


Due to recent Piolt Projects that I am directly responsible for, I am on a 
temporary Programming Moritorium. 


I will not be doing ANYTHING till August. 

I have not played any N64 Games, PC games, MacOS Games, or Playstation Games. 
I am finally getting my replacement G3 from Apple after the warranty 

company that had it Lost It. 

Apple was nice to give me something State-Of-The-Art. MMmmMM Copper! 550Mhz. 
IF anyone is interested, goto 


http://setiathome.ssl.berkeley.edu/ 


goto statisitcs, then look by domain, goto .ca, then goto .on.ca, and you 
will find my latest PET Project going on at work. 


Other than that I was wondering what everyone is going to do for the Summer? 


Sean 


12022 


——MESSAGE FILE 17840 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001426 


——MESSAGE FILE 17841 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001427 


Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: PSX File Server DELAYED 

Date: Wed, 16 Jun 1999 21:23:01 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7k9m98S75r26@chuka.playstation.co.uk> 
NNTP-Posting-Host: ABD4CD26.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1427 scee.yaroze.freetalk.english 


24195 
Sorry all, I am commited to bring you the best product that I can. I am 
currently dealing with a show stopper bug. I hopw to have it worked out as 


soon as possible. 


Nathan Miller 


——MESSAGE FILE 17841 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001427 


—-MESSAGE FILE 17842 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001428 


Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 20 Jun 1999 11:44:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7kig9q$33u3@chuka.playstation.co.uk> 
References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1428 scee.yaroze.freetalk.english 


24202 


NYZ2 2222 m u eras աոան Hmmm let me think about it 


OK I`ll have one. But PLEASE CAN WE HAVE SOME DECENT TOOLS 
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Thanks 


—-MESSAGE FILE 17842 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001428 


—-MESSAGE FILE 17843 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001429 
Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 20 Jun 1999 18:46:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <376d36a8.13362243@www.netyaroze-europe. com> 

References: <7gaugl$2mq3@scea> <7kig9q$33u3@chuka.playstation.co.uk> 
NNTP-Posting-Host: pEBslla01l.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1429 scee.yaroze.freetalk.english 
: 4208 


maybe you'd be able to get hold օք the middleware tools, as long as 
you were prepared to pay whatever those companies will charge. Have 
you got several grand lying around (at a guess)? :) 


As has been pointed out before, things like timtool etc, are exactly 
what the pro developers get given, which is why there are lots of jobs 
around for tools programming :) 


Rob 


On Sun, 20 Jun 1999 11:44:44 +0100, "Steve Davison" 
<steve@sdar.demon.co.uk> wrote: 


> NY 2 Dh tates SSS WD siete Hmmm let me think about it 


>OK I`1ll have one. But PLEASE CAN WE HAVE SOME DECENT TOOLS 
> 

>Thanks 

> 

> 


—-MESSAGE FILE 17843 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001429 


—-MESSAGE FILE 17844 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001430 
Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 2 Jul 1999 20:50:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <71j5e0$ko0212@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <372C916A.77AF8E5B@datasys.net> 

NNTP-Posting-Host: host62-172-169-20.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1430 scee.yaroze.freetalk.english 
24269 


count me in 
Gary Howlett ICQ: 11256137 


Darco <rquat@datasys.net> wrote in message 
news:372C916A.77AF8E5B@datasys.net... 

> Steve Tolin wrote: 

> > If you plan on continuing with the next Yaroze and would like Sony to 
know 
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> about it please add your name and comments to this thread. 
Count me in. The net yaroze kit was the best investment I've ever made - 


It has given me the experience to be compeditive in this industry. If I 
ever end up making it big, I owe my sucess to the Net Yaroze program. 


> 
> 
> 
> 
> 
> 
> 
> Sony definately has a loyal follower here. 
> 

> 


"Darco 
—-MESSAGE FILE 17844 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001430 


—--MESSAGE FILE 17845 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001431 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: You guys busy? 

Date: Sun, 11 Jul 1999 18:22:39 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <7mb94fStiv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98CC39DF.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I was just wondering if everyone is busy coding or if the site is down or if 
everyone took the summer off! I have been working out my problem slowely, 
allowing for some time to work with some robotics stuff that I have found 
interest in. 


Nathan 


——MESSAGE FILE 17845 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001431 


—-MESSAGE FILE 17846 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001432 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: You guys busy? 

Date: Wed, 14 Jul 1999 12:58:16 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <lduxnqw.rw9s7uax4a5cN@user-33qthqr.dialup.mindspring.com> 
References: <7mb94fStlv7@chuka.playstation.co.uk> 

NNTP-Posting-Host: user-33qthqr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


i've been coding, on and off. i've just uploaded a very early look at 
what i'm working on.... i'll post again once the file is available. 


plus i've been playing ape escape! 
Nathan Miller <KiRyu@aol.com> wrote: 


> I was just wondering if everyone is busy coding or if the site is down or if 
> everyone took the summer off! I have been working out my problem slowely, 

> allowing for some time to work with some robotics stuff that I have found 

> interest in. 

> 

> Nathan 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17846 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001432 
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—--MESSAGE FILE 17847 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001433 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

SUBYSCES շաա 
Date: Wed, 14 Jul 1999 19:43:02 -0500 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 
Message-ID: <7mjaveSbjc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98ACO88D.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1433 scee.yaroze.freetalk.english 
24309 


Is anyone reading these? Is anyone still active? Is it worth starting a 
project? 


This is for the US site mostely, but I noticed a large decline in the Europe 
site also. 


Nathan 


——MESSAGE FILE 17847 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001433 


——MESSAGE FILE 17848 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001434 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: seses 

Date: Thu, 15 Jul 1999 02:09:44 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <378d424f.34413461@news.scea.sony.com> 

References: <7mjaveSbjc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1434 scee.yaroze.freetalk.english 
24310 


>Is anyone reading these? Is anyone still active? Is it worth starting a 
>project? 


Reading? 
Yes. 


Active? 
Not really. 


Worth starting a project? 
Don't let others' inactivity keep you from programming! 


Scott 
—-MESSAGE FILE 17848 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001434 


—-MESSAGE FILE 17849 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001435 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: ..... 

Date: Thu, 15 Jul 1999 17:58:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <7ml42uSbjc8@chuka.playstation.co.uk> 

References: <7mjaveSbjc4@chuka.playstation.co.uk> <378d424f.34413461l@news.scea.sony. 
com> 

NNTP-Posting-Host: th-gt141-072.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1435 scee.yaroze.freetalk.english 
24312 


>Is anyone reading these? Is anyone still active? Is it worth starting a 
>project? 


Reading? 
Yes. 


Me too, just not replying... 


> Active? 

> Not really. 
> 
Not yet, still at school, and for some reason we've got tons of work at the 
end of the year, whereas normally it all sorta tails off towards the end. 
Strange. Anyway, I'll have the summer hols to get my Bomberman clone 
rewritten and completed - hopefully! 


> Worth starting a project? 

> Don't let others' inactivity keep you from programming! 
> 

Definitely, it might get some activity going again. 


> Scott 


Rikki 


—-MESSAGE FILE 17849 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001435 


—-MESSAGE FILE 17850 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001436 
Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk 

Subject: 'lizard' first-look now available 

Date: Fri, 16 Jul 1999 03:12:03 -0700 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <ldv0Olin.lmexggblfjc9tsN@user-—33qti7h.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qti7h.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:133 scea.yaroze.freetalk:1436 


well, it's nowhere near an actual game yet, and it's pretty barren, 
graphics-wise, but my yaroze demo has reached a point where i wanted to 
share it with the outside world. 


it's called "lizard," because your character is supposed to be a cyborg 
lizard, although currently it looks more like a turtle. it will 
eventually be some kind of 3-d 3rd-person platformy-shooter kind of 
thing; as it stands now, it's more of a skeleton of an engine. i'm 
pretty happy with the way it's coming together, though. 


no source code yet, and no PAL version yet (sorry!)... but it's a small 
download (like i said, it's graphically barren, and no sound), so please 
take a look if you can! 


thanks. 


http://www.scea.sony.com/net/yaroze/pages/ftp/wlee/lizard.zip 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17850 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001436 


—--MESSAGE FILE 17851 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001437 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: ..... 

Date: Fri, 16 Jul 1999 19:39:33 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <37918a71.17096640@205.149.189.29> 

References: <7mjaveSbjc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1437 scee.yaroze.freetalk.english 
24320 


On Wed, 14 Jul 1999 19:43:02 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Is anyone reading these? Is anyone still active? 
I'm still reading these posts. 
>Is it worth starting a project? 


It depends on how you define 'worth.' IMHO it's always a good time to 
start a new project unless you're already knee deep in another one. 


Mario 
——MESSAGE FILE 17851 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001437 


——MESSAGE FILE 17852 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001438 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk 

Subject: Re: 'lizard' first-look now available 

Date: Fri, 16 Jul 1999 20:28:28 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <378FF85C.1BC27E55@concentric.net> 

References: <ldv0Olin.lmexggblfjc9tsN@user-—33qti7h.dialup.mindspring.com> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts009d38.o0ak-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.announce:134 scea.yaroze.freetalk:1438 


Wayne, 
Looking good! The player textures are really cool as are the shots. 


One thing I noticed was that the camera rotate buttons (L2 & R2) I 
believe seemed reversed. 


I can't wait to see how this turns out! 


Scott 
—-MESSAGE FILE 17852 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001438 


—-MESSAGE FILE 17853 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001439 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk 

Subject: OPSM - Where to buy? 

Date: Wed, 21 Jul 1999 23:26:57 GMT 

Organization: SCEA News Server 

Lines: 6 
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Message-ID: <379656a2.193322998@news.scea.sony.com> 
NNTP-Posting-Host: vmlabs33.vmlabs.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Just a quick question for the Americans. 


Are there any stores that carry the UK OPSM mag? How long does it 
take to get over here after it's released? 


Scott 
——MESSAGE FILE 17853 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001439 


——MESSAGE FILE 17854 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001440 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: handheld siocons? 

Date: Wed, 21 Jul 1999 19:02:52 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <ldvb0og.1dha202151891cN@user-—33qtgrn.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qtgrn.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


i was wondering if anyone knew of a version of SIOCONS (or something 
like PSComUtil) that ran on palm os, windows ce, newton or some other 
palmtop? it would make it easier to carry around a yaroze demo to show 
people (just need to bring the black psx itself and the palm-sized pc). 
yah, i know, a pe laptop would run siocons anyway, but i still think a 
palm-device version would be cool! 


maybe i'll get NSBASIC for my newton and try to write something.... 


wayne a. lee <wal@blarg.net> 
http://www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17854 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001440 


--MESSAGE FILE 17855 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001441 
Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: OPSM - Where to buy? 

Date: Wed, 21 Jul 1999 19:04:26 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <ldvb3l1s.lditwtqx23pp4N@user-—33qtgrn.dialup.mindspring.com> 
References: <379656a2.193322998@news.scea.sony.com> 

NNTP-Posting-Host: user-33qtgrn.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


i think i've seen it at the virgin megastore in downtown san francisco. 


dunno what the time delay is like. 


Scott Cartier <shade@dragonshadow.com> wrote: 
Just a quick question for the Americans. 


> 
> 
> Are there any stores that carry the UK OPSM mag? How long does it 
> take to get over here after it's released? 

> 

> Scott 


wayne a. lee <wal@blarg.net> 
http: //www.scea.sony.com/net/yaroze/pages/wlee.html 
—-MESSAGE FILE 17855 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001441 
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—--MESSAGE FILE 17856 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001442 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Hello 

Date: Sun, 15 Aug 1999 10:25:56 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7p6mck$i8s15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98ADC088.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


HELLO Se le helloo...heellloooo...( (echo, etc.) 


—--MESSAGE FILE 17856 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001442 


—-MESSAGE FILE 17857 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001443 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Mon, 16 Aug 1999 16:35:22 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <37b83da9.388812@205.149.189.29> 

References: <7p6mck$i8s15@chuka.playstation.co.uk> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Hi Nathan, 
How's it going? Kind of quiet here, huh? 
Mario 


On Sun, 15 Aug 1999 10:25:56 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Hello..... helloo...heellloooo...( (echo, etc.) 
> 

>Nathan 

> 


——MESSAGE FILE 17857 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001443 


—--MESSAGE FILE 17858 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001444 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Mon, 16 Aug 1999 20:28:11 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <37b87436.117538@news.scea.sony.com> 

References: <7p6mck$i8s15@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs32.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Howdy! 


—-MESSAGE FILE 17858 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001444 
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—-MESSAGE FILE 17859 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001445 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Tue, 17 Aug 1999 17:40:33 -0300 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <7pchhgq$5ue3@scea> 

References: <7p6mck$i8s15@chuka.playstation.co.uk> 
NNTP-Posting-Host: nwcsts02c60.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


How's everyone doing???? 
Havin' a good summer??? 
Nathan Miller <KiRyu@aol.com> wrote in message 


news: 7p6mck$i8s15@chuka.playstation.co.uk... 
> Hello..... helloo...heellloooo...(echo, etc.) 


——MESSAGE FILE 17859 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001445 


——MESSAGE FILE 17860 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001446 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Tue, 17 Aug 1999 23:08:46 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <37b9e941.95620265@news.scea.sony.com> 

References: <7p6mckSi8s15@chuka.playstation.co.uk> <7pchhqS5ue3@scea> 
NNTP-Posting-Host: vmlabs35.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>How's everyone doing???? 
> 
>Havin' a good summer??? 


Spring...summer...what's the difference 


Seasons have lost all meaning to me now that I don't get a nice 
3 month break. About all I notice is when it starts getting 
cold and rainy (October/November) and when it stops being cold 
and rainy (March/April). 


Whoa, that sounded a lot more depressing than intended :) 


Some days I think about going back to school, but then I look 


at my fiancee who's getting her MBA and I quickly come to my 
senses. 
Games-wise this was a good summer. I actually like the lull 


that happens in the middle of the year. 1 get a chance to 
catch up on all the games I've bought but haven't finished. I 
actually finished Ape Escape in short order due to lack of 
distractions. Usually I'm piss-slow at completing games. 


Scott 
—-MESSAGE FILE 17860 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001446 
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587 
On Mon, 23 Feb 1998 19:18:05 -0600, Manny Najera <mannyn@ix.netcom.com> wrote: 


>For example, if everyone here used MOD files on a daily basis, a MOD to 
>SEQ converter would have been coded ages ago. 


I'm sure some of us here _do_ use MOD files every day... Coding such 

a thing is wholly non-trivial, as both formats make quite differing base 
assumptions about how the music is generated. (There are a couple 
converters that exist, but they do rather piss-poor jobs...) 


Aaron J. Grier "Not your ordinary poofy goof." agrier@poofy.goof.com 
agrier@reed.edu agrier@metro.grumblesmurf.net ...!reed!vla!agrier 
DECBEE65 ODEE3A0C 1ED7F54D 9E023CC4 and 0x0663D1A9 at a server near you. 
—-MESSAGE FILE 1884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00587 


-—-MESSAGE FILE 1885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000588 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: Wed, 25 Mar 1998 18:13:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6fnrc5S6ne4@chuka.playstation.co.uk> 

References: <6es4o00$15r29@chuka.playstation.co.uk> <351911C2.5196@mdx.ac.uk> 
NNTP-Posting-Host: userl031.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.event:21 scee.yaroze.freetalk.english:588 


No, it merely serves as a faster 
communicator between PC and PSX 


>Steve Dunn wrote: 

>> 

>> At ~steved on SCEE 

> 

>can this program be used to simulate 
the yaroze development system 

>on a normal bog standard grey 


-—-MESSAGE FILE 1885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00588 


—-MESSAGE FILE 1886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000589 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: MOD->SEQ (was Re: If you liked Hover...) 

Date: Mon, 30 Mar 1998 12:09:58 +0100 

Organization: Intelligent Research 

Lines: 23 

Message-ID: <351F7D86.53479646@hinge.mistral.co.uk> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
slrn6hjl6m.d96.agrier@metro.poofy.goof.com> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:544 scee.yaroze.freetalk.english: 
589 
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—-MESSAGE FILE 17861 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001447 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Troll Bridge 

Date: Wed, 18 Aug 1999 01:14:43 +0000 

Organization: Identical Software 

Lines: 12 

Message-ID: <37BA0903. 6A34E862@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.2.5-22 1586) 


Unfortunately my net yaroze programming has been very 
little. If anyone is interested you can take a look at 
my linux/dos game. There is no precompiled binaries yet, 
it's difficult to compile and not very playable. It is 
designed to mimic the look and feel of the original zelda. 
http://www.identicalsoftware.com/troll/ 


(Unfortunately it's not easily portable to the net yaroze 
although I'll likely do it anyway.) 


Dennis Payne 
dulsi@identicalsoftware.com 
—-MESSAGE FILE 17861 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001447 


——MESSAGE FILE 17862 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001448 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Fri, 20 Aug 1999 01:48:15 -0300 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <7pimp3$8t4j3@scea> 

References: <7p6mck$i8s15@chuka.playstation.co.uk> <7pchhq$Sue3@scea> <37b9e941.9562 
0265@news.scea.sony.com> 

NNTP-Posting-Host: nwcsts02c86.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ahhh... The summer lull for catching up on all those games... Yup.. Don't 
we all do it??? 

Geez.. You make going back to school sound like a sin... I recently quit 
my job.. Moved 1500 miles.. and settled in unknown territory just to go 
back to school.... Wow.. This better pay off.... 


Have fun completing those games guys!!! 


Steve Tolin 
BitSlap_Software@bigfoot.com 


Scott Cartier <shade@dragonshadow.com> wrote in message 
news :37b9e941.95620265@news.scea.sony.com... 

> >How's everyone doing???? 

> 

>Havin' a good summer??? 


Spring...summer...what's the difference 


Seasons have lost all meaning to me now that I don't get a nice 
3 month break. About all I notice is when it starts getting 
cold and rainy (October/November) and when it stops being cold 
and rainy (March/April). 


VVVVVVVVV VV 


Whoa, that sounded a lot more depressing than intended :) 
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Some days I think about going back to school, but then I look 
at my fiancee who's getting her MBA and I quickly come to my 
senses. 


Games-wise this was a good summer. I actually like the lull 
that happens in the middle of the year. 1 get a chance to 
catch up on all the games I've bought but haven't finished. I 
actually finished Ape Escape in short order due to lack of 
distractions. Usually I'm piss-slow at completing games. 


VVVVVVVVVV VV 


Scott 


—-MESSAGE FILE 17862 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001448 


—-MESSAGE FILE 17863 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001449 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: ..... 

Date: Sat, 21 Aug 1999 00:13:26 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 11 

Message-ID: <developer-2108990013570001@192.168.0.1> 

References: <7mjaveSbjc4@chuka.playstation.co.uk> <37918a71.17096640@205.149.189.29> 
NNTP-Posting-Host: pro2-223.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1449 scee.yaroze.freetalk.english 
24516 


>Is anyone reading these? Is anyone still active? 
I'm still reading these posts. 
>Is it worth starting a project? 


It depends on how you define 'worth.' IMHO it's always a good time to 
start a new project unless you're already knee deep in another one. 
Mario> 


VVVVVVV 


that would be me... 


-sean 
——MESSAGE FILE 17863 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001449 


——MESSAGE FILE 17864 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001450 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Sat, 21 Aug 1999 00:20:38 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 22 

Message-ID: <developer-2108990020380001@192.168.0.1> 

References: <7p6mck$i8s15@chuka.playstation.co.uk> <7pchhq$S5ue3@scea> <37b9e941.9562 
0265@news.scea.sony.com> <7pimp3$8tj43@scea> 

NNTP-Posting-Host: pro2-223.barrie.connex.net 


Have fun completing those games guys!!! 
Steve Tolin 
BitSlap_Software@bigfoot.com 


> Ahhh... The summer lull for catching up on all those games... Yup.. Don't 
> we all do it??? 

> 

> Geez.. You make going back to school sound like a sin... I recently quit 
> my job.. Moved 1500 miles.. and settled in unknown territory just to go 

> back to school 3 Wow.. This better pay off.... 

> 

> 

> 


buzy, here. 

when one is involved in big project at work, 
and travel forces you to take it easy on the 
wallet, methinks this has been a good summer 
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hopefully... 


Sea 


hel-lo.. 
——MESSAGE FILE 17864 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001450 


——MESSAGE FILE 17865 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001451 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PSX File Server still on track 

Date: Sat, 21 Aug 1999 23:02:46 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7pnt03S8mo8@chuka.playstation.co.uk> 

NNTP-Posting-Host: ABD4F9B9.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1451 scee.yaroze.freetalk.english 
:4525 


Just another update, the show stopper bug has been fixed!!! You can get all 
the info on my web site, which has a screenshot from my test program saved 
during runtime. I am packaging it up to ship it out, hopefully before the 
Dreamcast arrives!!! 


Come and check it out.... 
www.scea.sony.com/net/yaroze/pages/nmiller.html 


Nathan 


—-MESSAGE FILE 17865 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001451 


——MESSAGE FILE 17866 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001452 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Need Beta Testers for PSX File Server 1.0B 
Date: Mon, 23 Aug 1999 19:52:32 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7psqjh$6lpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98AA33A7.ipt.aol.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1452 scee.yaroze.freetalk.english 
24937 


As the title states, I need some beta testers for PSX File Server V1.0B As 
soon as I get some data back from my alpha stage testers, I need to open the 
program up to a few more people. 


All you have to do is load the program according to the instructions and run 
a few net yaroze projects, then if you want, write a program that tests the 
runtime file transfer stuff. 


Please contact me via email at kiryu@aol.com 
Thanks, 


Nathan 


—-MESSAGE FILE 17866 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001452 
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—-MESSAGE FILE 17867 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001453 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <law@defiantsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: New Project 

Date: Tue, 24 Aug 1999 21:27:38 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <7pvg9nSlima8@scea> 

NNTP-Posting-Host: host-—216-78-101-124.asm.bellsouth.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I am also a yaroze enthusiast. I am very interested in developing 

2D / 3D titles for the yaroze. I am a well seasoned C/C++/JAVA 

programmer and I think that the yaroze is an excellent outlet for creative 
outlet for one man or two to test creative ideas. 

I wanted to know if I pursue creating titles on it would there be any 
audience interested in viewing / Testing? 

I want to remake disney classics like quackshot for genesis and all the 
mickey mouse games..... Any ideas? 


——MESSAGE FILE 17867 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001453 


——MESSAGE FILE 17868 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001454 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Wed, 25 Aug 1999 02:22:37 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <37c351b0.32333765@205.149.189.29> 

References: <7pvg9nSlma8@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Lemont, 


Please be sure that you observe copyright restrictions when creating 
your games. If you were to create a game with Mickey Mouse as the main 
character, you would not be able to post it. Disney is very protective 
of their properties and Sony is commited to observing the property 
rights of others. It's OK to make a game that is similar to another 
existing game, but it is not OK to just copy the game play and 
characters. Doing so could open you to legal action from the owner of 
the original game, and none of us want to see that happen. 


Mario 


—-MESSAGE FILE 17868 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001454 


—-MESSAGE FILE 17869 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001455 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <law@defiantsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Wed, 25 Aug 1999 11:05:56 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7ql098S2e01@scea> 

References: <7pvg9n$lma8@scea> <37c351b0.32333765@205.149.189.29> 
NNTP-Posting-Host: host-—216-78-101-128.asm.bellsouth.net 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What if I wanted to prototype a cool game with disney characters that I want 
to go to them to publish? I would create it 

then take it to disney and see what they say. Is that a problem? 

Mario Perdue <mperdue@l4software.com> wrote in message 

news :37¢c351b0.32333765@205.149.189.29... 

> Lemont, 


Please be sure that you observe copyright restrictions when creating 
your games. If you were to create a game with Mickey Mouse as the main 
character, you would not be able to post it. Disney is very protective 
of their properties and Sony is commited to observing the property 
rights of others. It's OK to make a game that is similar to another 
existing game, but it is not OK to just copy the game play and 
characters. Doing so could open you to legal action from the owner of 
the original game, and none of us want to see that happen. 


Mario 


VVVVVVVVVV VV 


--MESSAGE FILE 17869 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001455 


—-MESSAGE FILE 17870 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001456 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <law@defiantsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Wed, 25 Aug 1999 11:14:17 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <7ql0niS2e02@scea> 

References: <7pvg9n$lma8@scea> <37c351b0.32333765@205.149.189.29> 
NNTP-Posting-Host: host-—216-78-101-128.asm.bellsouth.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


And dont game copyrights expire after 7 Years? 

Mario Perdue <mperdue@l4software.com> wrote in message 
news :37c351b0.32333765@205.149.189.29... 

> Lemont, 


Please be sure that you observe copyright restrictions when creating 
your games. If you were to create a game with Mickey Mouse as the main 
character, you would not be able to post it. Disney is very protective 
of their properties and Sony is commited to observing the property 
rights of others. It's OK to make a game that is similar to another 
existing game, but it is not OK to just copy the game play and 
characters. Doing so could open you to legal action from the owner of 
the original game, and none of us want to see that happen. 


Mario 


VVVVVVVVVV VV 


——MESSAGE FILE 17870 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001456 


--MESSAGE FILE 17871 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001457 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Worldmaker development starting soon 

Date: Wed, 25 Aug 1999 15:18:49 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7qljaeS61p28@chuka.playstation.co.uk> 
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NNTP-Posting-Host: 98A73910.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1457 scee.yaroze.freetalk.english 
24575 


Just another update, I am full of them. With PSX File Server in beta and 
most of the problems identified (I hope), Worldmaker is soon to be the next 
big project. You can read a little about it on my page at 
www.scea.sony.com/net/yaroze/pages/nmiller2.html. Basically, it is going to 
be a 3D level editor that exists half on the PC and the other half on the 
Yaroze. All of the user interface and data stuff is going to be on the PC 
with the editor window on the Yaroze. This will insure that everything 


displays how you intended it to. Some of the features: 

1) Terrain data and UV editing 

2) Object placement and collision boundaries 

3) Path generation 

4) Key points or areas (ie start/end of level, movie cut scene) 

5) Data Tagging: Sounds, events, etc. 

6) I am not sure about this one: Dynamic Recompilation of TMDs based on 


on-the-fly TIM arrangment (?!?) 


None of these are set into stone, but this gives you an idea of what I am 
searching for. Data will be output in an open format binary file that will 
be accompanied by a file parser and documentation (in case you want to 
extract the data for your own purposes). 


I am hoping that dev will only take 4 months, but we will see. 
Any suggestions, 


Nathan 


--MESSAGE FILE 17871 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001457 


——MESSAGE FILE 17872 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001458 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Wed, 25 Aug 1999 23:31:13 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <developer-2508992331440001@192.168.0.1> 

References: <7pvg9n$lma8@scea> <37c351b0.32333765@205.149.189.29> <7ql0niS$2e02@scea> 
NNTP-Posting-Host: prol-137.barrie.connex.net 


> And dont game copyrights expire after 7 Years? 

> Mario Perdue <mperdue@l4software.com> wrote in message 

> > Lemont, 

> > Please be sure that you observe copyright restrictions when creating 

> > your games. If you were to create a game with Mickey Mouse as the main 
> > character, you would not be able to post it. Disney is very protective 
> > of their properties and Sony is commited to observing the property 

> > rights of others. It's OK to make a game that is similar to another 

> > existing game, but it is not OK to just copy the game play and 

> > characters. Doing so could open you to legal action from the owner of 
> > the original game, and none of us want to see that happen. 

> > Mario 


Nope, not when Oren Hatch {Sen R Utah} has anything to say about it. 


You Cannot use a Disney Character of ANY type without their express 
authorization. 


The New York Times and the National Lampoon both found out by Paying 
several Millions of Dollars in Copyright Infringement. 


Don't Do it. 
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Use origional characters. Doodle them by hand and scan them in, but do not 
use someone elses Property. Especially when they have FAR MORE Money than 
you. 


I know. I have been through the Copyright Infringement battle before, and 
nearly lost. Fortunately an NDA I had signed protected Me and my Company 
from being pursued past discovery. AND I get to Not Discuss it. :) 


-sean 
——MESSAGE FILE 17872 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001458 


——MESSAGE FILE 17873 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001459 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <law@defiantsoft.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Wed, 25 Aug 1999 23:38:48 -0400 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <7q2cd6S$2tu2@scea> 

References: <7pvg9n$lma8@scea> <37c351b0.32333765@205.149.189.29> <7ql0ni$2e02@scea> 
<developer-2508992331440001@192.168.0.1> 

NNTP-Posting-Host: host—216-78-101-67.asm.bellsouth.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I guess I could come up with my own characters, do you think its worth a 
shot trying to license some characters from them? 

Lets say a publisher like my prototype and wanted to start a proj on it and 
I decided to make disney my theme for the game. 

would it be worth it then? 

Sean Kennedy <developer@woodentulip.com> wrote in message 

news: developer-2508992331440001@192.168.0.1... 

> > And dont game copyrights expire after 7 Years? 

Mario Perdue <mperdue@l4software.com> wrote in message 

> Lemont, 

Please be sure that you observe copyright restrictions when creating 
your games. If you were to create a game with Mickey Mouse as the main 
character, you would not be able to post it. Disney is very protective 
of their properties and Sony is commited to observing the property 
rights of others. It's OK to make a game that is similar to another 
existing game, but it is not OK to just copy the game play and 
characters. Doing so could open you to legal action from the owner of 
the original game, and none of us want to see that happen. 

Mario 


VVVVVVVVV VV 
VVVVVVV VV 


Nope, not when Oren Hatch {Sen R Utah} has anything to say about it. 


You Cannot use a Disney Character of ANY type without their express 
authorization. 


The New York Times and the National Lampoon both found out by Paying 
several Millions of Dollars in Copyright Infringement. 


Don't Do it. 


Use origional characters. Doodle them by hand and scan them in, but do not 
use someone elses Property. Especially when they have FAR MORE Money than 
you. 


I know. I have been through the Copyright Infringement battle before, and 
nearly lost. Fortunately an NDA I had signed protected Me and my Company 
from being pursued past discovery. AND I get to Not Discuss it. :) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—sean 
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—--MESSAGE FILE 17873 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001459 


——MESSAGE FILE 17874 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001460 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Thu, 26 Aug 1999 19:38:54 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <37c5970e.19025515@205.149.189.29> 

References: <7pvg9n$lma8@scea> <37c351b0.32333765@205.149.189.29> <7ql0niS$2e02@scea> 
<developer—-2508992331440001@192.168.0.1> <7q2cd6S$2tu2@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Wed, 25 Aug 1999 23:38:48 -0400, "Lemont Washington" 
<law@defiantsoft.com> wrote: 


>I guess I could come up with my own characters, do you think its worth a 
>shot trying to license some characters from them? 


Just thinking about how much that would cost scares me. 


>Lets say a publisher like my prototype and wanted to start a proj on it and 
>I decided to make disney my theme for the game. 
>would it be worth it then? 


It depends on how much money the publisher has and how important those 
characters are to the game. I would recommend that you design your own 
characters and save several million dollars. 


Mario 
-—-MESSAGE FILE 17874 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001460 


——MESSAGE FILE 17875 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001461 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Mark Andrade" <mark@andradearts.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: New Project 

Date: Sun, 29 Aug 1999 08:57:11 -0700 

Organization: Andrade Arts 

Lines: 32 

Message-ID: <7qbku0$5g64@scea> 

References: <7pvg9nSlma8@scea> <37c351b0.32333765@205.149.189.29> 
<7q1098S2e01@scea> 

NNTP-Posting-Host: cul-c52-001-vty39.as.wcom.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


In article <7ql098S2e0l@scea> , "Lemont Washington" <law@defiantsoft.com> 
wrote: 


What if I wanted to prototype a cool game with disney characters that I want 
to go to them to publish? I would create it 

then take it to disney and see what they say. Is that a problem? 

Mario Perdue <mperdue@l4software.com> wrote in message 

> news:37c351b0.32333765@205.149.189.29... 

>> Lemont, 


>> Please be sure that you observe copyright restrictions when creating 
>> your games. If you were to create a game with Mickey Mouse as the main 
>> character, you would not be able to post it. Disney is very protective 
>> of their properties and Sony is commited to observing the property 

>> rights of others. It's OK to make a game that is similar to another 
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>> existing game, but it is not OK to just copy the game play and 
>> characters. Doing so could open you to legal action from the owner of 
>> the original game, and none of us want to see that happen. 


>> Mario 


I worked at Disney online and it was hell just to use Mickey in a simple 
shockwave game. I would suggest using unique characters and if your lucky 
enough to submit your idea to Disney Interactive just say 'now imagine 
Mickey Mouse as the main character' yadda yadda yadda... 


Mark 


—-MESSAGE FILE 17875 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001461 


——MESSAGE FILE 17876 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001462 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: August Yang <darking@REMOVEconcentric.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Accessed Denied 

Date: Tue, 31 Aug 1999 20:55:35 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <37CC7986.9476FF68@REMOVEconcentric.net> 
NNTP-Posting-Host: ts025d08.par-nj.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win95; U) 


Hey all, 

I've been trying to come to the Tuesday night chat sessions, but for 
Badan I can't seem to get on. The applet downloads fine, but I don't 
think it's connecting to the server. 

Is anyone else having this problem? 


August Paul Yang 


darking@concentric.net For my Life 
Public Relations and Official Test Audience for the FDC Still ahead, 
"Shakespeare would have loved your ratings system. Pity me. 
-Queen 

Twelfth Night would have been lucky to have lasted one." -Max Headroom 


——MESSAGE FILE 17876 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001462 


——MESSAGE FILE 17877 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001463 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Accessed Denied 

Date: Tue, 7 Sep 1999 17:16:26 -0300 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <7r479q$3ho2@scea> 

References: <37CC7986.9476FF68@REMOVEconcentric.net> 
NNTP-Posting-Host: nwcsts03c73.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I was having a problem with the applet downloading last week.. 
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I just tried now and everything is OK.. 
Hopefully I'll catch ya online tonight... 


August Yang <darking@REMOVEconcentric.net> wrote in message 
news:37CC7986. 9476FF68@REMOVEcConcentric.net... 


> Hey all, 

> 

> I've been trying to come to the Tuesday night chat sessions, but for 

> some 

> reason I can't seem to get on. The applet downloads fine, but I don't 
> think it's connecting to the server. 

> 

> Is anyone else having this problem? 

> 

> August Paul Yang 

> -- 

> darking@concentric.net For my Life 
> Public Relations and Official Test Audience for the FDC Still ahead, 
> "Shakespeare would have loved your ratings system. Pity me. 

> -Queen 

> Twelfth Night would have been lucky to have lasted one." -Max Headroom 
> 

> 


—-MESSAGE FILE 17877 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001463 


——MESSAGE FILE 17878 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001464 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: GUI and Widget Library 

Date: Thu, 9 Sep 1999 00:17:28 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7r7g5j$23b12@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A9CFC1l.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1464 scee.yaroze.freetalk.english 
:4601 


Starting on a GUI windowing library for the Yaroze, so that you can make 
windowed applications with unlimited desktop space on the Yaroze. 


Anyone interested or care? 


Nathan 


——MESSAGE FILE 17878 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001464 


—-MESSAGE FILE 17879 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001465 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 09 Sep 1999 17:11:01 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <37d7e9eb.767868262@news.scea.sony.com> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1465 scee.yaroze.freetalk.english 
:4606 


>Starting on a GUI windowing library for the Yaroze, so that you can make 
>windowed applications with unlimited desktop space on the Yaroze. 
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Aaron J. Grier wrote: 
On Mon, 23 Feb 1998 19:18:05 -0600, Manny Najera <mannyn@ix.netcom.com> wrote: 


>For example, if everyone here used MOD files on a daily basis, a MOD to 
>SEQ converter would have been coded ages ago. 


I'm sure some of us here _do_ use MOD files every day... Coding such 

a thing is wholly non-trivial, as both formats make quite differing base 
assumptions about how the music is generated. (There are a couple 
converters that exist, but they do rather piss-poor jobs...) 


VVVVVVVVVV 


There are at least two MOD players for the Playstation. I've onlyseen code from 
hacker WWW sites to do it though..... 


> Aaron J. Grier | "Not your ordinary poofy goof." | agrier@poofy.goof.com 


Craig. 


—-MESSAGE FILE 1886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00589 


—-MESSAGE FILE 1887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000590 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: 31 Mar 1998 01:26:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bd5c44$935821c0$093652ca@ferguson> 

References: <35002066.3761@writeme.com> <1d5n6kk.2b00iixmstb4N@al1-88-100.al.nl> 
NNTP-Posting-Host: ip-54-9.dialup.hkstar.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> > A friend of mine is travelling to an SCEI territory and has very kindly 
> > offered to bring back a Dual Shock pad for me. 

>> 

Heh! As the anonymous "friend" I can say that I have been using the Dual 
Shock pad on my Yaroze to play the sublime Tekken 3 and there have been no 
problems - yet! Presumably my warranty is covered, as the Yaroze is 
categorised as an NTSC J machine as well as a PAL one and so it should be 
able to use OFFICIAL Sony peripherals from Japan, yes? Please tell me it's 
ՏԾա ed 


Nick F 
—-MESSAGE FILE 1887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00590 


-—-MESSAGE FILE 1888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000591 

Path: chuka.playstation.co.uk!scea!agrier 

From: agrier@metro.poofy.goof.com (Aaron J. Grier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MOD->SEQ (was Re: If you liked Hover...) 

Date: 31 Mar 1998 01:11:37 GMT 

Organization: The Cod Reelledge Doftware Levelompent Sab 

Lines: 12 

Message-ID: <slrn6i0hb9.gbb.agrier@metro.poofy.goof.com> 

References: <6cqracSasl@chuka.playstation.co.uk> <34F21FCD.BCFD8F77@ix.netcom.com> Հ 
slrn6hjl6m.d96.agrier@metro.poofy.goof.com> <351F7D86.53479646@hinge.mistral.co.uk> 
NNTP-Posting-Host: metro.dialup.reed.edu 

X-Newsreader: slrn (0.9.3.2 UNIX) 


On Mon, 30 Mar 1998 12:09:58 +0100, 
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> 

>Anyone interested or care? 
> 

>Nathan 


Sounds neat, but how would it be used in a game? On menu screens 
perhaps? Or maybe it's meant to be used during development and not in 
the actual game? 


Scott 
—-MESSAGE FILE 17879 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001465 


——MESSAGE FILE 17880 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001466 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 9 Sep 1999 14:04:55 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <7r9013Smac3@chuka.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98ACAC51.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1466 scee.yaroze.freetalk.english 
:4608 


The intent is to make a gui that can be used for on Yaroze dev tools. The 
main reason I thought it up was for the WorldMaker program that I am working 
on right now. Basically it would handle the clicking of windows and buttons 
and such, much like the gtk lib used in Linux GUI dev. 


As I thought more about it last night (and I was tired!) I realized that it 
might even be possible to create a desktop with shortcuts to your favorite 
games (that would have to be recompiled with a new start address) using PSX 
File Server (unfinished) to transfer files from the hard drive. Even though 
it would not multi-task (no two games running at once), It would be nice to 
have all of those games waiting for a single click. The only downfall to 
this is that the exe have to be in PSX-EXE format and I think only 
codewarrior does that. Anyway, it would be an interesting project. 


Besides the above project, I will need the widget library no matter what. I 
have desided to keep the Worldmaker program on the Yaroze with a scrollable 
desktop environment. Then PSX File Server will be updated to handle the 
worldmaker requests and save files (and fix an annoying bug that causes a 
few people not to be able to use it!) and worldmaker will be born. 


Does anyone else have a use for buttons, windows, and the like? 


Nathan Miller 


—--MESSAGE FILE 17880 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001466 


——MESSAGE FILE 17881 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001467 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Child exe processes 

Date: Thu, 9 Sep 1999 18:16:29 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7r9fcpSmac5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AAB459.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1467 scee.yaroze.freetalk.english 
:4609 


Has anyone tried running other exe as child threads on the Yaroze. 
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Apparently there is support in the libs for this, but I haven't seen it used. 
Does the process return normally, giving control back to the parent process? 
Does the stack get corrupted? Can you give the child process full control 
over the graphics process? Is there any info required to already be set up 
to run the child? 


Hope some of these have good answers :-) 


Nathan 


—-MESSAGE FILE 17881 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001467 


——MESSAGE FILE 17882 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001468 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PS2, how about NY2? 

Date: Mon, 13 Sep 1999 16:24:40 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7rjqbb$g0d17@chuka.playstation.co.uk> 

NNTP-Posting-Host: ABD4DE62.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1468 scee.yaroze.freetalk.english 
:4648 


Since the PS2 is designed to be interfaced easily, how about a Yaroze level 


library CD for free? :-) Online documentation, hell, just list the function 
prototypes!!! (We will hack away at it!) 
Nathan 


--MESSAGE FILE 17882 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001468 


——MESSAGE FILE 17883 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001469 
Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: 14 Sep 1999 16:12:42 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <864sgyjalx.fsf@foo.mel.cybec.com.au> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1469 scee.yaroze.freetalk.english 
24652 


"Nathan Miller" <KiRyu@aol.com> writes: 


> Since the PS2 is designed to be interfaced easily, how about a Yaroze level 
> library CD for free? :-) Online documentation, hell, just list the function 
> prototypes!!! (We will hack away at it!) 


That's a fair point. If the PS2 is backwards compatible we should be 
able to load our Yaroze games into it - will the rest of the hardware 
be locked out, or will we able tap into the raw power that is the PS2 
(even slightly) ? 


(Sorry if this has already been discussed, I haven't noticed. :) 


Toby. 
—-MESSAGE FILE 17883 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001469 


—-MESSAGE FILE 17884 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001470 
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Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Thu, 16 Sep 1999 23:16:39 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 41 

Message-ID: <developer-1609992316400001@192.168.0.1> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
.Յս» 

NNTP-Posting-Host: prol-148.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1470 scee.yaroze.freetalk.english 
24692 


> "Nathan Miller" <KiRyu@aol.com> writes: 

> > Since the PS2 is designed to be interfaced easily, how about a Yaroze level 
> > library CD for free? :-) Online documentation, hell, just list the function 
> > prototypes!!! (We will hack away at it!) 

> That's a fair point. If the PS2 is backwards compatible we should be 

> able to load our Yaroze games into it - will the rest of the hardware 

> be locked out, or will we able tap into the raw power that is the PS2 

> (even slightly)? 

> (Sorry if this has already been discussed, I haven't noticed. :) 

> Toby. 


Actually the discussion was based on Non-Available info. 
Now that the PS2 has been shown in Japan, a dev version will follow here 
Real soon. 


With the capability of the PS2, development for a Yarose version may be 
easier to implement, if not just open up. 


Then later allow the advanced PS2 features to be exploited. 


Just as an aside, Nintendo looked very closely at the "Net Yarose" project 
and are probably going to investigate a similar mechanism for the Dolphin. 


LinuxPPC on Dolphin. 
I would just love to see a Linux on the PS2. 


That way maintenance for the OS and Copyrighting of an OS is relieved from 
Nintendo as an issue. 


AND it gives them control over what Prospective Developers can do with the 
Hard ware. Since they control access to information on the Hardware 
Sub-Systems AND that Linux Operations DV-ROM {etc} would need to be used. 
Piracy is reduced. 


In fact Nintendo could leverage the Linux Platform for a remarkable 
presence ON-LINE. 


But again. We have to wait and See what happens. 


-sean 
——MESSAGE FILE 17884 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001470 


--MESSAGE FILE 17885 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001471 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lamont Washington" <lemont@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: IS IT STILL WORTH IT?? 

Date: Sun, 3 Oct 1999 16:08:38 -0400 

Organization: DefiantSoft 

Lines: 19 

Message-ID: <7t8d8a$Snlol@scea> 

NNTP-Posting-Host: 216.85.80.31 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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I have had my yaroze now since 98. I am finally taking control of my time 
and starting to write code, but I want to know is writing for the yaroze 
worth it? 
Especially with mac/pc using opengl you can get amazing grafx and easier 
development environment. 
My criterion for worth it is as follows: 
1> Other yaroze members will still look at it and offer valuable feedback. 
2> If you actually complete something on it. It is not unreasonable to 
submit it to game companies, 
expecting them to at least maybe have a yaroze so they can see your 
creation. I want to remake a good classic game that only originally took 1 
guy to make and perhaps I can get a great demo for the YAROZE put together 
and hope that a publisher would look at it.. 


What do you guys think? Besides being cool, is yaroze development frowned 
upon or are companies still looking at the yaroze "channel" in case someone 
like me actually produces something of value? 


——MESSAGE FILE 17885 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001471 


—-MESSAGE FILE 17886 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001472 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: IS IT STILL WORTH IT?? 

Date: Mon, 04 Oct 1999 15:50:09 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <37F8BEA1.5AC6FD33@scee.sony.co.uk> 
References: <7t8d8aSnlol@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 
X-Accept-Language: en-GB, en, en-* 


Lamont Washington wrote: 


> 

> What do you guys think? Besides being cool, is yaroze development frowned 

> upon or are companies still looking at the yaroze "channel" in case someone 
> like me actually produces something of value? 


There are 60 million PlayStations out there in the world, still a market that develo 
pers can use, 
even if programmers all want to use the latest and greatest hardware... So good PSX 


programmers are 
always of value. The stuff you'll learn on the Yaroze helps when you come to write a 
commercial 


game. 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Nobody home but the lights, and they're out too. 
—-MESSAGE FILE 17886 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001472 


—-MESSAGE FILE 17887 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001473 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Thu, 14 Oct 1999 15:14:56 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3805f1d1.59065528@news.scea.sony.com> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> 
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NNTP-Posting-Host: client-119-140.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1473 scee.yaroze.freetalk.english 
24857 


>LinuxPPC on Dolphin. 
> 


>I would just love to see a Linux on the PS2. 
Forgive me if I am off-mark, but I have not been around for a bit. 


I do believe I read Linux will be the OS for the development tools 
for PSX II. For reasons of stability. I have also been reading quite a 
bit about how difficult development for PSX II will be. Doesn't make 
much sense to me, technology should mature and become easier to use 
over time, not more difficult... albeit I also read Dreamcast-like 
results could be obtained without the extra effort. To only harness 
1/6 of the machines power without extraordinary effort? Odd... 


I do know From Software is doing a King's Field type RPG for the 
system's launch, which will coerce me to have to spend the $390.. 


-Matt 


——MESSAGE FILE 17887 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001473 


--MESSAGE FILE 17888 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001474 
Path: chuka.playstation.co.uk!news 

From: "Jorge Contreras" <jorgec@airmail.net> 
Newsgroups: scea.yaroze.freetalk 

Subject: A "must read" game design book 

Date: Thu, 14 Oct 1999 22:22:01 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7u668a$reql@chuka.playstation.co.uk> 
NNTP-Posting-Host: pppt09-68.ght.iadfw.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I finally found the book I was looking for. I strongly recomend it to all 
Yaroze members. 


Its called: 
"GAME DESIGN : secrets of the sages" 
by Marc Saltzman 


—-MESSAGE FILE 17888 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001474 


—--MESSAGE FILE 17889 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001475 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Fri, 15 Oct 1999 15:40:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <38074ac5.1391490187@news.playstation.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1475 scee.yaroze.freetalk.english 
24870 
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I'm not sure, but I don't get the impression that the child executes 
in a separate thread. 


On Thu, 9 Sep 1999 18:16:29 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Has anyone tried running other exe as child threads on the Yaroze. 
>Aparently there is support in the libs for this, but I haven't seen it used. 
>Does the process return normally, giving control back to the parent process? 
>Does the stack get corrupted? Can you give the child process full control 
>over the graphics process? Is there any info required to already be set up 
>to run the child? 
> 
> 
> 
> 
> 


Hope some of these have good answers :-) 


Nathan 


——MESSAGE FILE 17889 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001475 


—-MESSAGE FILE 17890 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001476 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Fri, 15 Oct 1999 15:44:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <38084b40.1391612873@news.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1476 scee.yaroze.freetalk.english 
24871 


Don't forget -- the playstation is a game system, but it is also a 
computer! 
Tasks outside of the gaming realm could be used... If not something 


as simple as a menu of games, then a drawing package (or 3d graphics 
app), or hell, even an accounting package if you really wanted to. 


Granted, a 3D graphics app would make better use of the hardware, but 
on the other hand, maybe you can use the optimized matrix functions to 
compute every tax possiblilty and see what minimizes your taxes! 


Steven 


On Thu, 09 Sep 1999 17:11:01 GMT, shade@dragonshadow.com (Scott 
Cartier) wrote: 


>>Starting on a GUI windowing library for the Yaroze, so that you can make 
>>windowed applications with unlimited desktop space on the Yaroze. 

>> 

>>Anyone interested or care? 

>> 

>>Nathan 

> 

>Sounds neat, but how would it be used in a game? On menu screens 
>perhaps? Or maybe it's meant to be used during development and not in 
>the actual game? 

> 

>Scott 


——MESSAGE FILE 17890 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001476 
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——MESSAGE FILE 17891 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001477 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Accessed Denied 

Date: Fri, 15 Oct 1999 15:45:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <38094c21.1391837566@news.playstation.co.uk> 
References: <37CC7986.9476FF68@REMOVEconcentric.net> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Are you behind a firewall, or using a proxy server? 
Steven 


On Tue, 31 Aug 1999 20:55:35 -0400, August Yang 
<darking@REMOVEconcentric.net> wrote: 


>Hey all, 

> 

>I've been trying to come to the Tuesday night chat sessions, but for 
>some 

>reason I can't seem to get on. The applet downloads fine, but I don't 
>think it's connecting to the server. 

> 

>Is anyone else having this problem? 

> 

>August Paul Yang 


—-MESSAGE FILE 17891 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001477 


—--MESSAGE FILE 17892 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001478 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Wed, 27 Oct 1999 17:27:01 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <leOcfcl.bgsc2xlasr8qcN@al-—88-132.al.nl> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> 

NNTP-Posting-Host: 81-88-132.81.ոլ 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1478 scee.yaroze.freetalk.english 
24978 


Steven Osman <sosman@terratron.com> wrote: 


Don't forget -- the playstation is a game system, but it is also a 
computer! 
Tasks outside of the gaming realm could be used... If not something 


as simple as a menu of games, then a drawing package (or 3d graphics 
app), or hell, even an accounting package if you really wanted to. 


VVVVVVVV 


What about something as simple as a clock, with some nice coded 
effects.. 


DEnnis.. 
—-MESSAGE FILE 17892 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001478 


—-MESSAGE FILE 17893 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001479 
Path: chuka.playstation.co.uk!news 
From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Wed, 27 Oct 1999 17:02:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <3817220F.462F8E16@scee.sony.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1479 scee.yaroze.freetalk.english 
24981 


Steven Osman wrote: 


I'm not sure, but I don't get the impression that the child executes 
in a separate thread. 


On Thu, 9 Sep 1999 18:16:29 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Has anyone tried running other exe as child threads on the Yaroze. 
>Aparently there is support in the libs for this, but I haven't seen it used. 
>Does the process return normally, giving control back to the parent process? 
>Does the stack get corrupted? Can you give the child process full control 
>over the graphics process? Is there any info required to already be set up 
>to run the child? 


VVVVVVVVVVV VV 


Child processes do not run concurrently with the parent - it's just like loading ano 
ther program in 
really. I'm sure the stack doesn't get corrupted, and exiting normally returns you t 
o the parent. 


James 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
--MESSAGE FILE 17893 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001479 


—-MESSAGE FILE 17894 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001480 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Wed, 27 Oct 1999 22:25:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <38177b5a.204546271@news.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> <leOcfcl.bgsc2xlasr8qcN@al-88-13 
2.al.nl> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1480 scee.yaroze.freetalk.english 
24986 


Well, did I forget to mention that the playstation is only a 
reasonably functional computer... 


Remember, there's no built in RTC (realtime clock)... that means, each 
time you power it up, you have to set the clock again... 
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You're definitely thinking along what I was suggesting though... 


Are there any fish-bowl PSX programs yet? 


I understand some computer software versions are being SOLD, why not 
PSX fishbowls? After all, that'd be a much bigger bowl than a 
computer one! (generally, people have bigger TV's than monitors). 


Steven 


On Wed, 27 Oct 1999 17:27:01 +0200, debri@dds.nl (DEnnis Brinkhuis) 
wrote: 


>Steven Osman <sosman@terratron.com> wrote: 


> 

>> Don't forget -- the playstation is a game system, but it is also a 
>> computer! 

>> 

>> Tasks outside of the gaming realm could be used... If not something 


>> as simple as a menu of games, then a drawing package (or 3d graphics 
>> app), or hell, even an accounting package if you really wanted to. 
>> 

>> 

>What about something as simple as a clock, with some nice coded 
>effects.. 

> 

>DEnnis.. 


—-MESSAGE FILE 17894 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001480 


—-MESSAGE FILE 17895 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001481 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Wed, 27 Oct 1999 22:28:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <38187c03.204715825@news.playstation.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1481 scee.yaroze.freetalk.english 
24987 


What if the other process overwrites memory where your code is or 
something... 


I'm not convinced that everything will return nice and neatly! 
Steven 


On Wed, 27 Oct 1999 17:02:23 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Steven Osman wrote: 

>> 

>> I'm not sure, but I don't get the impression that the child executes 

>> in a separate thread. 

>> 

>> On Thu, 9 Sep 1999 18:16:29 -0500, "Nathan Miller" <KiRyu@aol.com> 

>> wrote: 

>> 

>> >Has anyone tried running other exe as child threads on the Yaroze. 

>> >Aparently there is support in the libs for this, but I haven't seen it used. 
>> >Does the process return normally, giving control back to the parent process? 
>> >Does the stack get corrupted? Can you give the child process full control 
>> >over the graphics process? Is there any info required to already be set up 
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>> >to run the child? 

> 

>Child processes do not run concurrently with the parent - it's just like loading an 
other program in 
>really. I'm sure the stack doesn't get corrupted, and exiting normally returns you 
to the parent. 

> 

>James 


——MESSAGE FILE 17895 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001481 


——MESSAGE FILE 17896 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001482 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 28 Oct 1999 09:50:01 +0200 

Organization: DEbri 

Lines: 33 

Message-ID: <leOdpfs.19gvvkyjya8i8N@al-—88-110.al.nl> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> <leOcfcl.bgsc2xlasr8qcN@al-—88-13 
2.al.nl> <38177b5a.204546271@news.playstation.co.uk> 

NNTP-Posting-Host: 81-88-110.81.ոլ 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1482 scee.yaroze.freetalk.english 
24989 


Steven Osman <sosman@terratron.com> wrote: 


> Well, did I forget to mention that the playstation is only a 

> reasonably functional computer... 

> 

> Remember, there's no built in RTC (realtime clock)... that means, each 
> time you power it up, you have to set the clock again... 

> 

> You're definitely thinking along what I was suggesting though... 

> 

> Are there any fish-bowl PSX programs yet? 

> 

> I understand some computer software versions are being SOLD, why not 
> PSX fishbowls? After all, that'd be a much bigger bowl than a 

> computer one! (generally, people have bigger TV's than monitors). 

> 

> Steven 


I understand that you would have to set the time every time again. But 
it could be fun to make a clock with a different effect every 15 minutes 
or so. This is just for fun and if you want to leave your TV on to see 
the effects. 


The fishbole is cool idea. You could leave out the clock-ellement and 
give an effect every 15 minutes, like one fish eats another, a fish 
explodes, etc.. 

The longer you leave your NY on, the more effects you will see and the 
further you get, the more spectaculair the effects get. I sure would 
want to see as much effects as possible and leave my system on for a 
longer time. 


DEnnis.. 
—--MESSAGE FILE 17896 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001482 


—-MESSAGE FILE 17897 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001483 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Thu, 28 Oct 1999 09:50:05 +0200 

Organization: DEbri 

Lines: 9 
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Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> There are at least two MOD players for the Playstation. I've onlyseen 
> code from hacker WWW sites to do it though..... 


For Net Yaroze? Where? 


Aaron J. Grier "Not your ordinary poofy goof." agrier@poofy.goof.com 
agrier@reed.edu agrier@metro.grumblesmurf.net ...!reed!vla!agrier 
DECBEE65 ODEE3A0C 1ED7F54D 9E023CC4 and 0x0663D1A9 at a server near you. 
—-MESSAGE FILE 1888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00591 


—-MESSAGE FILE 1889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000592 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Screen shots for Yaroze game going commercial 
Date: Tue, 31 Mar 1998 18:49:19 +1200 

Organization: Sidhe Interactive 

Lines: 19 

Message-ID: <6fq2s7S6ne20@chuka.playstation.co.uk> 
NNTP-Posting-Host: p28-max4.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 


Screen shots of our first commercial title, Chronicle, are now available at 
http://www.sidhe.co.nz/ 


We are still developing Chronicle on the Yaroze while we wait for the 
Professional Kit, so you may be interested in stopping by. 


More graphics and info to come over the next few days. 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 1889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00592 


—-MESSAGE FILE 1890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000593 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: Tue, 31 Mar 1998 10:05:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6éfqbboS6ne22@chuka.playstation.co.uk> 

References: <6es400$15r29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.event:22 scee.yaroze.freetalk.english:593 


Where can I get an Action Replay? Nowhere around where I live sells them! : ( 


JohnT 
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Message-ID: <leOdplv.1k5b3nm59cwaoN@al-88-110.a1.nl1> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> 

NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1483 scee.yaroze.freetalk.english 
24990 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


JAMES IS BACK!!!! 
SCEE is still alive!!! 


DEnnis.. 
——MESSAGE FILE 17897 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001483 


——MESSAGE FILE 17898 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001484 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: A "must read" game design book 

Date: Thu, 28 Oct 1999 09:53:51 +0200 

Organization: DEbri 

Lines: 13 

Message-ID: <le0dq2p.30fblcnvy6vpNQal-88-110.al.n1> 
References: <7u668aSreql@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Jorge Contreras <jorgec@airmail.net> wrote: 


I finally found the book I was looking for. I strongly recomend it to all 
Yaroze members. 


Its called: 
"GAME DESIGN : secrets of the sages" 
by Marc Saltzman 


VV NV V V V 


same was said at SCEE as well.. 


——MESSAGE FILE 17898 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001484 


——MESSAGE FILE 17899 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001485 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 28 Oct 1999 14:05:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <381b57ac.260948914@news.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> <leOcfcl.bgsc2xlasr8qcN@al-—88-13 
2.al.nl> <38177b5a.204546271@news.playstation.co.uk> <leOdpfs.19gvvkyjya8i8N@al-88-1 
10.81.ու» 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1485 scee.yaroze.freetalk.english 
24997 


The fish you watch, and they do their own thing (kinda like a 
"soothing" experience, like a real bowl would be)... 
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How about something like a tamagochi? Where you have to take 
responsibility over your little creature! That shouldn't be too hard 
to program. 


Steven 


On Thu, 28 Oct 1999 09:50:01 +0200, debri@dds.nl (DEnnis Brinkhuis) 
wrote: 


>Steven Osman <sosman@terratron.com> wrote: 

> 

>> Well, did I forget to mention that the playstation is only a 

>> reasonably functional computer... 

>> 

>> Remember, there's no built in RTC (realtime clock)... that means, each 
>> time you power it up, you have to set the clock again... 

>> 

>> You're definitely thinking along what I was suggesting though... 

>> 

>> Are there any fish-bowl PSX programs yet? 

>> 

>> I understand some computer software versions are being SOLD, why not 
>> PSX fishbowls? After all, that'd be a much bigger bowl than a 

>> computer one! (generally, people have bigger TV's than monitors). 
>> 

>> Steven 

> 

> 

>I understand that you would have to set the time every time again. But 
>it could be fun to make a clock with a different effect every 15 minutes 
>or so. This is just for fun and if you want to leave your TV on to see 
>the effects. 

> 

>The fishbole is cool idea. You could leave out the clock-ellement and 
>give an effect every 15 minutes, like one fish eats another, a fish 
>explodes, etc.. 

>The longer you leave your NY on, the more effects you will see and the 
>further you get, the more spectaculair the effects get. I sure would 
>want to see as much effects as possible and leave my system on for a 
>longer time. 

> 

>DEnnis.. 
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——MESSAGE FILE 17899 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001485 


——MESSAGE FILE 17900 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001486 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Hello Everyone! 

Date: Sun, 24 Oct 1999 14:10:23 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <38134B8F.D289BA16@surfsouth. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 03-vald-029.dial.optilinkcomm.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4998 scea.yaroze.freetalk 


21486 


Hey everyone! I know it's been a while since I've been on the message 
boards. I don't know if anyone remembers me, or even cares - but I 
figured I should post anyway and tell what's been up with me because I 
use to be fairly active. 


Somehow that nerdly charm payed off and I got me a girlfriend -- and 
bamm! all of that free time that I devoted to playstation programming 
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was whisked away. now all the free time I had was for homework or 
sleeping. I'm glad I have a girlfriend, I love her to death, but I just 
wish that there were more hours added to the day to compensate for those 
lost. :) 


That's the prime reason I've been on hiatus. I've been on the net, just 
not in the newsgroups -- or in the weekly SCEA chat. I don't even know 
if there is still a weekly chat. Gosh. It's been months! 


Well, I'm back and hopefuly to stay for a while. Me and a friend of mine 
are going to start working on a Raceing game for the PlayStation - 
Wipeout style. If anyone is interested drop me an email. 


What's everyone been up? Anyone care to fill me in or should I go search 
though the thousands of newsgroup messages that have been posted since? 
:) I need a new version of ARS, I know that. 


Later! 


"darco 

darco@bigfoot.com 

icq 1454810 (please add me to your list if you are a net yaroze member!) 

——MESSAGE FILE 17900 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001486 


——MESSAGE FILE 17901 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001487 
Path: chuka.playstation.co.uk!scea!NewsWatcher! user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Tue, 26 Oct 1999 23:51:54 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 45 

Message-ID: <developer-2610992351560001@192.168.0.1> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
NNTP-Posting-Host: prol-171.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1487 scee.yaroze.freetalk.english 
24999 


> >LinuxPPC on Dolphin. 
> >I would just love to see a Linux on the PS2. 
Latest Update on the LinuxMIPS, and LinuxR10K. 


Well! Kids, a Friend of mine who does the Linuxy thingy with me has just 
been sent off to San Diego for work on the New LinuxMIPS port from 
LinuxPPC type of porting job. He is porting to the MIPS4 platform, as 
well as the MIPS R10K platform [SGT] 


> Forgive me if I am off-mark, but I have not been around for a bit. 
Nope all offers not rejected. I Am One so don't worry... 


> I do believe I read Linux will be the OS for the development tools 
> for PSX II. 


Quite right, but the platform for Development is the ECGS cross-compiler 
on Intel. It connects to the PSX2 via TCP/IP ethernet. 

The Setup for LinuxPPC would entail a bit of work getting ECGS to work as 
a X-Compiler, but I did that with MkLinux for GCC for the NY. 

Trouble was, I needed the Intel box to do the file downloading.. 

Thank god for Samba.. 


> For reasons of stability. I have also been reading quite a 
> bit about how difficult development for PSX II will be. 


Not as difficult as some are saying. The big thing are the editing tools. 
Hard to find Photoshop for Linux. : ( 

However, for die hard MacOS enthusiasts like me, I run both and do 
extensive networking. TCP/IP, Appletalk, and SMB. 


> I do know From Software is doing a King's Field type RPG for the 
> system's launch, which will coerce me to have to spend the $390.. 
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Hmm, don't remind me. I now have cleared the cost/benefit of the NY, 
to be looking at $5K for PSX2_Dev. : ( 

Hope they come out with a LinuxMIPS PSX2_NetYarose2-devel-1.0.0.mips4.rpm 
so that we can use an off-the-shelf unit, but register its MAC [NIC] 
address with Sony [SCEA] and use it for doing "Higher-end" development. 


only 


If it contains the FireWire port, you can use the MacG3/G4 as a drive, and 


use a DVD-AUTH-OS-LinuxMIPS disk as a booter/authenticator. 
Ahhh, but my wishes are limitless aren't they? 
-sean 


——MESSAGE FILE 17901 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/ 


—-MESSAGE FILE 17902 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetal 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 
From: developer@woodentulip.com (Sean Kennedy) 


Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Hello Everyone! 

Date: Wed, 27 Oct 1999 00:07:58 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 28 

Message-ID: <developer-2710990007590001@192.168.0.1> 
References: <38134B8F.D289BA16@surfsouth.com> 


NNTP-Posting-Host: 


prol-171.barrie.connex.net 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5000 scea.yaroz 
21488 

> Hey everyone! I know it's been a while since I've been on the message 

> boards. 

Hi Darco! Great "Reading" you again! 

> Somehow that nerdly charm payed off and I got me a girlfriend -- and 

> bamm! all of that free time that I devoted to playstation programming 

> was whisked away. now all the free time I had was for homework or 

> sleeping. I'm glad I have a girlfriend, I love her to death, but I just 

> wish that there were more hours added to the day to compensate for those 
> Lost. 5) 


HAH, HAH, HAH! 
:)))))) 


Hey I've been there. Was doing it last year in January. 

Girlfriend thing panned after finding out I had a girl with the 
personality of a Plastic Toy for a "Significant Other". So it did not 
pan out. 


I got majorly behind in all 
for 2-3 months after July. 
Implementation. ETC.) 


respects, 
{Friend got married, 


and then just turned into a potato 
I had New System 


Now I will be back in the Wooden Tulip Saddle for a New Project that will 
have me programming neat stuff for a while, so you all may be hearing more 
from me too. 


-sean 
——MESSAGE FILE 17902 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/ 


——MESSAGE FILE 17903 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetal 


Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 
Subject: Re: Hello Everyone! 

Date: Thu, 28 Oct 1999 21:59:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7vadfaSlkl@chuka.playstation.co.uk> 

References: <38134B8F.D289BA16@surfsouth.com> 


NNTP-Posting-Host: 
X-Priority: 3 
X-MSMail-Priority: Normal 


th-gt143-114.pool.dircon.co.uk 
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00001487 


k/00001488 


e.freetalk 


00001488 


k/00001489 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5001 scea.yaroze.freetalk 
21489 


> What's everyone been up? Anyone care to fill me in or should I go search 
> though the thousands of newsgroup messages that have been posted since? 
> :) I need a new version of ARS, I know that. 


It's worth a look through the list will give you a good idea, especially of 
what games etc people have released. However, it's only in the last month or 
so that it's really become busy in here. I don't know how far back you want 
to go, but about July/August there was a request from G. Bain for OPM games, 
which lead to a massive response with most people pointing out that they're 
working hard on new projects, though there was a discussion about the amount 
of support etc given for the NY (almost turned into a flame war, but I think 
we just about avoided that). Then Septemeber, most of the talk was about 
ECTS which seemed to be enjoyed by all that went. Also, Septemeber saw quite 
a lot of talk about Next Gen consoles - basically, who's getting a 
Dreamcast, then a lot of discussion about the PS2 and more requests for an 
NY2. In October, there has been talk about a list of currently active Net 
Yaroze members, as well as the wish for more teams like Team Parc, and talk 
of trying to get a column or section in OPM with cheats for games which have 
already been on the disc, and news of what is happening. 


If you want any further back than July, either ask, or have a look yourself 
(if you ask, we'll be able to summarise from what we remember, rather than 
you having to guess from the subject, as most threads change in the middle). 


Later! 
"darco 


darco@bigfoot.com 
icq 1454810 (please add me to your list if you are a net yaroze member!) 


VV V V V 


Cheers, 
Rikki 


——MESSAGE FILE 17903 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001489 


——MESSAGE FILE 17904 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001490 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Thu, 28 Oct 1999 22:20:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <381lccbdb.290691021@news.playstation.co.uk> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
<developer-2610992351560001@192.168.0.1> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1490 scee.yaroze.freetalk.english 
25002 


On Tue, 26 Oct 1999 23:51:54 -0400, developer@woodentulip.com (Sean 
Kennedy) wrote: 


>> For reasons of stability. I have also been reading quite a 

>> bit about how difficult development for PSX II will be. 

> 

>Not as difficult as some are saying. The big thing are the editing tools. 
>Hard to find Photoshop for Linux. : ( 


And that's compiled for a non-intel CPU, which will further reduce 
availability of software. 
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>Hmm, don't remind me. I now have cleared the cost/benefit of the NY, only 
>to be looking at $5K for PSX2_Dev. : ( 


$5k? 


Where did you get that number from? (I thought the Japanese version 
is approximately $20k). 


Steven 


—-MESSAGE FILE 17904 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001490 


——MESSAGE FILE 17905 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001491 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Mon, 01 Nov 1999 17:29:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <381DCEOD.AERE6EC7F@scee.sony.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> <38187c03.204715825@news.playstation. 
co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1491 scee.yaroze.freetalk.english 
25019 


Steven Osman wrote: 
> 
> What if the other process overwrites memory where your code is or 
> something... 

> 

> I'm not convinced that everything will return nice and neatly! 


As far as I know I don't think it will overwrite code or data that you included into 
your C file, 

but anything else you upload with SIOCONs (eg TIMs, sounds, etc), the loader doesn't 
know about and 

therefore it may overwrite it. 


In comparison with the code size, TIMs, model data and sounds are much bigger and th 
erefore most 
people concentrate on different ways of managing that instead of using code overlays 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 
their prejudices. 
——MESSAGE FILE 17905 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001491 


--MESSAGE FILE 17906 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001492 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Mon, 01 Nov 1999 17:30:38 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <381DCE3E.AA954C86@scee.sony.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> <leOdplv.1k5b3nm59cwaoN@al-88-110.al. 
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ու» 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1492 scee.yaroze.freetalk.english 
5020 


DEnnis Brinkhuis wrote: 


> 

> James Russell <James_Russell@scee.sony.co.uk> wrote: 
> 

> JAMES IS BACK!!!! 

> SCEE is still alive!!! 


Well, understandably (what with a certain announcement in Japan) we've been a bit BU 
SY over the past 


few months. :0) 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 
their prejudices. 
—--MESSAGE FILE 17906 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001492 


—-MESSAGE FILE 17907 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001493 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Mon, 01 Nov 1999 17:31:58 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <381DCE8E.D2879D02@scee.sony.co.uk> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
<developer-2610992351560001@192.168.0.1> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1493 scee.yaroze.freetalk.english 
25021 


Sean Kennedy wrote: 
> 


> Hard to find Photoshop for Linux. : ( 


GIMP does almost everything Photoshop does. 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 
their prejudices. 
--MESSAGE FILE 17907 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001493 


--MESSAGE FILE 17908 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001494 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 2 Nov 1999 11:27:41 +0100 
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Organization: DEbri 

Lines: 30 

Message-ID: <leOgm80.c54naullhfbigN@[194.171.204.57]> 

References: <38134B8F.D289BA16@surfsouth.com> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5025 scea.yaroze.freetalk 
21494 


Darco <rquat@surfsouth.com> wrote: 


Somehow that nerdly charm payed off and I got me a girlfriend -- and 
bamm! all of that free time that I devoted to playstation programming 
was whisked away. now all the free time I had was for homework or 
sleeping. I'm glad I have a girlfriend, I love her to death, but I just 
wish that there were more hours added to the day to compensate for those 
lost. :) 


VV NV V V V 


Good for you, stick with her, might be your last chance ;-) 
To bad most girls aren't as excited about games as we are.. 


> Well, I'm back and hopefuly to stay for a while. Me and a friend of mine 
> are going to start working on a Raceing game for the PlayStation - 
> Wipeout style. If anyone is interested drop me an email. 


Not interested, sorry. Actually I think it's not original. Robert Swan 
did a nice Wipe-out clone and I've seen some good wipeout-like-work from 
SCEI as well. Maybe try to be a bit inovative.. 


> What's everyone been up? Anyone care to fill me in or should I go search 
> though the thousands of newsgroup messages that have been posted since? 
> :) I need a new version of ARS, I know that. 


A lot of talinking about the PS2 and DC. 
Personally I'd like to add that my picture is in EDGE magazine.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 17908 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001494 


—-MESSAGE FILE 17909 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001495 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 2 Nov 1999 11:27:42 +0100 

Organization: DEbri 

Lines: 25 

Message-ID: <leOgmk7.1472t1i9vqw74N@[194.171.204.57]> 

References: <38134B8F.D289BA16@surfsouth.com> <7vadfa$1lk1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.171.204.57 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5026 scea.yaroze.freetalk 
21495 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


> What's everyone been up? Anyone care to fill me in or should I go search 
> though the thousands of newsgroup messages that have been posted since? 
> :) I need a new version of ARS, I know that. 


....-already been on the disc, and news of what is happening. 


> 

> 

> 

> 

> It's worth a 
> 

> 

> Cheers, 

> Rikki 

This summs it up well. ECTS was great and we (Team Parc) finally 
released our first game called DOWN. It's really simple and can be 
played with up to 4 players (split-—joypad). When played in 4-player mode 
is sure is great fun. Something els thats rather new I guess, is a 
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hidden cheat-menu. Download irt from ~parc (http://go.to/teamparc) 


George did ask for more games and did get a hudge response. But he went 
on holiday right after putting up his request. We didn't get much reply 
from Sony after that. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 17909 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001495 


—-MESSAGE FILE 17910 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001496 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Mon, 01 Nov 1999 19:11:07 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <381de48e.3952247@news.scea.sony.com> 

References: <38134B8F.D289BA16@surfsouth.com> <le0Ogm80.c54naullhfbigN@[194.171.204.5 
7]> 

NNTP-Posting-Host: vmlabs32.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5027 scea.yaroze.freetalk 
:1496 


> Good for you, stick with her, might be your last chance ;-) 
> To bad most girls aren't as excited about games as we are.. 


My finacee enjoys playing action/adventure games like Zelda and Mario 
(havn't gotten her into Banjo yet). She also loves watching the 
dancing animals in Diddy Kong Racing's character select screen. 


If I play GTA, however, she gets all grossed out. Especially with 
that lovely *squish* when running over pedestrians :) 


Scott 
—-MESSAGE FILE 17910 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001496 


--MESSAGE FILE 17911 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001497 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 02 Nov 1999 22:39:21 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <381FAE69.E2B66CE6@surfsouth. com> 

References: <38134B8F.D289BA16@surfsouth.com> <le0Ogm80.c54naullhfbigN@[194.171.204.5 
71» 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 01-vald-00f.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5029 scea.yaroze.freetalk 
21497 


DEnnis Brinkhuis wrote: 

> 

> Not interested, sorry. Actually I think it's not original. Robert Swan 

> did a nice Wipe-out clone and I've seen some good wipeout-like-work from 
> SCEI as well. 


Actually the inspiration for the game I thought was kinda cool. The idea 
was to make a racing game and a shooting game into one - ie: you stick 8 
regular controler into controler port 1, and a light gun into controler 
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port 2. Then you drive with one hand and shoot stuff with the light gun. 
It might not work out as well as I would want it to, but hey - why not 
give it a try? You never know. 


Of course, you would be able to play the game without the light gun, 
even though that was the whole inspiration of the game. The game being 
of a 'wipeout' style is totaly tentave - no work beyond that of the 
initial code framework has commensed. 


> Maybe try to be a bit inovative.. 


-darco 
--MESSAGE FILE 17911 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001497 


--MESSAGE FILE 17912 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001498 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 02 Nov 1999 23:06:48 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <381FB4CE.FC1FB451@drexel.edu> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
71» <381FAR69.E2B66CE6@surfsouth. com> 

NNTP-Posting-Host: a122.COMCAT.COM 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5030 scea.yaroze.freetalk 
21498 


I was in chat tonight but I missed ya' coming in cause I was browsing the 
newsgroups. Sorry. There wasn't really anyone here this week anyway. (There 
was last week though.) Anyway, I plan on showing up next week. I see anyone 
who shows up. 


--Dave Romig, Jr. (drjr@drexel.edu) 


—-MESSAGE FILE 17912 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001498 


--MESSAGE FILE 17913 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001499 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scea.yaroze.freetalk 

Subject: Hi, August 

Date: Tue, 02 Nov 1999 23:19:26 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <381FB7C1.66919750@drexel.edu> 

References: <37CC7986.9476FF68@REMOVEconcentric.net> 

NNTP-Posting-Host: a1l45.COMCAT.COM 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Hi, August. You used to come to the Saturday night chats last year, 
correct? Long time no see. I don't know why you can't get into the chat, 
sorry. I hope to see ya' there when you finally do though. 


August Yang wrote: 
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Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Steve Dunn wrote in message <6es400$15r29@chuka.playstation.co.uk>... 
>At ~steved on SCEE 
> 


> 
> 
> 


—-MESSAGE FILE 1890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00593 


—-MESSAGE FILE 1891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000594 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: Tue, 31 Mar 1998 10:20:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <6fqc85S6ne23@chuka.playstation.co.uk> 

References: <6es4o00$15r29@chuka.playstation.co.uk> <6fqbboS6ne22@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: userm109.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.event:23 scee.yaroze.freetalk.english:594 


TEY ei s 
http://www.datel.co.uk 

I think some shops do them, although 
you'll need the comms card also, so you 
might as well get them both mail order. 


Steve 


>Where can I get an Action Replay? 
Nowhere around where I live sells them! 
2 ( 

> 

>JohntT 


> Contact me at 
http://wwp.mirabilis.com/9461567 
> Send e-mail to 
johnt@nettech.demon.co.uk 

> Visit my web site at 
www.coco.net.uk/johnt 


>Steve Dunn wrote in message 
<6es400$15r29@chuka.playstation.co.uk>.. 


>>At ~steved on SCEE 
>> 
>> 
>> 
>> 
> 
> 


—-MESSAGE FILE 1891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00594 


Net Yaroze newsgroups message dump.txt Page 12061 


> Hey all, 

> 

> I've been trying to come to the Tuesday night chat sessions, but for 

> some 

> reason I can't seem to get on. The applet downloads fine, but I don't 
> think it's connecting to the server. 

> 

> Is anyone else having this problem? 

> 

> August Paul Yang 

> — 

> darking@concentric.net For my Life 
> Public Relations and Official Test Audience for the FDC Still ahead, 
> "Shakespeare would have loved your ratings system. Pity me. 

> -Queen 

> Twelfth Night would have been lucky to have lasted one." -Max Headroom 


—-MESSAGE FILE 17913 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001499 


—-MESSAGE FILE 17914 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001500 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Fri, 05 Nov 1999 01:24:45 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 18 

Message-ID: <developer-—-0511990124490001@192.168.0.1> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
<developer-2610992351560001@192.168.0.1> <381DCE8E.D2879D02@scee.sony.co.uk> 

NNTP-Posting-Host: pro2-182.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1500 scee.yaroze.freetalk.english 
5031 


> Sean Kennedy wrote: 
> > Hard to find Photoshop for Linux. : ( 


> GIMP does almost everything Photoshop does. 
> == James_Russell@scee.sony.co.uk 


Very true. And ImageMajik can open more files than GIMP and Photoshop. 


I mentioned Pshop because as an industry standard the training involved is 
consistent across platforms. 


Reason Number 2: 
Photoshop has the patent on the 2x2/3x3/4x4 matrix dither anti-alias. 
So when you do a rez/derez, it looks normal. Rather than aliased and pixelated. 


But GIMP does splendid work. 


-sean 
--MESSAGE FILE 17914 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001500 


——MESSAGE FILE 17915 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001501 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Thu, 4 Nov 1999 20:55:16 +0100 

Organization: DEbri 

Lines: 24 

Message-ID: <leOpbd0.10vv3u2got5moN@al-88-123.al.nl1> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
71» <381FAER69.E2B66CE6@surfsouth. com> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5032 scea.yaroze.freetalk 
21501 
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Darco <rquat@surfsouth.com> wrote: 


Actually the inspiration for the game I thought was kinda cool. The idea 
was to make a racing game and a shooting game into one - ie: you stick a 
regular controler into controler port 1, and a light gun into controler 
port 2. Then you drive with one hand and shoot stuff with the light gun. 
It might not work out as well as I would want it to, but hey - why not 
give it a try? You never know. 


VVVVVVVV M 


-darco 


We once had an idea of a mountain climber that had to climb up a wall, 
as you understand. During his climb, all rocks were falling down, a 
second player could keep the climber free from being hit by the blocks. 
In one player mode you could choose to save an automatic climber with a 
gun or controll the climber with less rocks falling down.. 


Well, keep us informed.. 
Cheers mate, 


DEnnis.. 
—-MESSAGE FILE 17915 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001501 


——MESSAGE FILE 17916 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001502 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Fri, 05 Nov 1999 04:32:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <38225dd4.220295568@news.playstation.co.uk> 

References: <38134B8F.D289BA16@surfsouth.com> <le0Ogm80.c54naullhfbigN@[194.171.204.5 
7]> <381FAE69.E2B66CE6@surfsouth.com> <381FB4CE.FC1FB451@drexel.edu> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5034 scea.yaroze.freetalk 
21502 


Yeah, I wanted to be on there but I had just pulled an all-nighter 
getting some code done for work the night before! 


Steven 


On Tue, 02 Nov 1999 23:06:48 -0500, "David Alan Romig, Jr." 
<drjr@drexel.edu> wrote: 


>I was in chat tonight but I missed ya' coming in cause I was browsing the 
>newsgroups. Sorry. There wasn't really anyone here this week anyway. (There 
>was last week though.) Anyway, I plan on showing up next week. I see anyone 
>who shows up. 

> 

>--Dave Romig, Jr. (drjr@drexel.edu) 

> 


—-MESSAGE FILE 17916 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001502 


—-MESSAGE FILE 17917 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001503 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: 3D Team from Eclipse 

Date: Sat, 06 Nov 1999 12:01:42 -0500 

Organization: SCEA News Server 

Lines: 24 
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Message-ID: <38245EF6.27COAEC8@surfsouth. com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 08-vald-04d.dial.optilinkcomm.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5043 scea.yaroze.freetalk 


21503 


All right, we've all heard about the new teams forming - especially from 
Eclipse Software. Well, Sunday (Tomorrow) will be the first meeting of 
the 3D team. Anyone interested in joining, send me a mail and your ICQ 


number. (The chat will be over ICQ, unless an unforeseen problem arises) 
Go ahead and add me to your ICQ list as well - even if you aren't that 
interested. 


The chat will be around 2:00 pm EST, which would make it about 9'ish for 
you guys in Europe. (give or take an hour or two) If you are remotely 
interested, add my ICQ number to your list and join in the chat. The 
times are not locked in, it is an informal meeting. 


The game is open for discussion - we are not locked into the racing game 
I was planning on making earlier this week. At the moment I appear to to 
be the team leader, but that doesn't mean only my ideas go. 


If you cannot make tomorrow's meeting, just drop me a line. All 
territories are welcome. (SCEA, SCEE, SCEI,...) 


Hope to hear from everyone soon! 


-darco 
ICQ: 1454810 
mailto:darco@bigfoot.com 


—-MESSAGE FILE 17917 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001503 


——MESSAGE FILE 17918 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001504 


Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: 3D Team from Eclipse 

Date: Sun, 7 Nov 1999 21:52:48 +0100 

Organization: DEbri 

Lines: 10 

Message-ID: <le0v81z.9ubfs51ltplio2N@al-—88-104.al.nl> 
References: <38245EF6.27COAEC8@surfsouth.com> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5067 scea.yaroze.freetalk 
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I have tried to be part of Team Nemises, but the difference in time 
became a real problem. The chats were on sunday really early in the 
morning. The correct time is very important and also remember the 
difference in Pal/NTSC. Of course it is possible, but put a lot of 
effort in there!! 


Cheers, 


DEnnis.. 


-—-MESSAGE FILE 17918 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001504 


—-MESSAGE FILE 17919 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001505 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: 3D Team from Eclipse 

Date: Sun, 07 Nov 1999 16:40:48 -0500 

Organization: SCEA News Server 
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Lines: 18 

Message-ID: <3825F1E0.131A784D@surfsouth.com> 

References: <38245EF6.27COAEC8@surfsouth.com> <le0v81z.9ubfs5ltplio2N@a1-88-104.al.n 
1» 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 11-vald-07a.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5068 scea.yaroze.freetalk 
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DEnnis Brinkhuis wrote: 


I have tried to be part of Team Nemises, but the difference in time 
became a real problem. The chats were on sunday really early in the 
morning. The correct time is very important and also remember the 
difference in Pal/NTSC. Of course it is possible, but put a lot of 
effort in there!! 


VV VV V V V 


I've already got the timming issue worked out in the framework. A 
perfect pal port can be attained with alot less effort than doing a 
total conversion from NTSC to PAL. The game will be developed with both 
in mind from day one. 


"darco 
--MESSAGE FILE 17919 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001505 


—-MESSAGE FILE 17920 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001506 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: A "must read" game design book 

Date: Thu, 11 Nov 1999 18:33:18 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <80fgivSlhe2@scea> 

References: <7u668aSreql@chuka.playstation.co.uk> <le0Odq2p.30fblcnvy6vpN@al-88-110.a 
1.nl> 

NNTP-Posting-Host: nwcsts12c69.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I've made this book a part of our standard curriculum... 
It's the "main" text book" for our Game Design 1 course... 


Excellent read no matter who you are.. 
Steve Tolin 
DEnnis Brinkhuis <debri@dds.nl> wrote in message 


news: le0dq2p. 30fbicnvy6vpN@al-88-110.al.nl... 
> Jorge Contreras <jorgec@airmail.net> wrote: 


> > I finally found the book I was looking for. I strongly recomend it to 


> Yaroze members. 


"GAME DESIGN : secrets of the sages" 


> 
> Its called: 
> 
> by Marc Saltzman 


VVVVVVVV 


same was said at SCEE as well.. 
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> 
> 


—--MESSAGE FILE 17920 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001506 


—-MESSAGE FILE 17921 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001507 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: 3D Team from Eclipse 

Date: Thu, 11 Nov 1999 18:33:40 -0400 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <80fgj0Slhe3@scea> 

References: <38245EF6.27COAEC8@surfsouth.com> 

NNTP-Posting-Host: nwcsts12c69.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5109 scea.yaroze.freetalk 
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Well... You know you can count me in... 
My current project is for the school program I'm in.. But I could 
definitely use a side role in a Yaroze game.. 


I won't be able to play any type of lead role... But I am very interested 
in the project... 


ICQ... 35011897 


Steve Tolin 


Darco <rquat@surfsouth.com> wrote in message 

news: 38245EF6.27COAEC8@surfsouth.com... 

> All right, we've all heard about the new teams forming - especially from 
Eclipse Software. Well, Sunday (Tomorrow) will be the first meeting of 
the 3D team. Anyone interested in joining, send me a mail and your ICQ 


number. (The chat will be over ICQ, unless an unforeseen problem arises) 
Go ahead and add me to your ICQ list as well - even if you aren't that 
interested. 


The chat will be around 2:00 pm EST, which would make it about 9'ish for 
you guys in Europe. (give or take an hour or two) If you are remotely 
interested, add my ICQ number to your list and join in the chat. The 
times are not locked in, it is an informal meeting. 


The game is open for discussion - we are not locked into the racing game 
I was planning on making earlier this week. At the moment I appear to to 
be the team leader, but that doesn't mean only my ideas go. 


If you cannot make tomorrow's meeting, just drop me a line. All 
territories are welcome. (SCEA, SCEE, SCEI,...) 


Hope to hear from everyone soon! 


-darco 
ICQ: 1454810 
mailto:darco@bigfoot.com 


VVVVVVVVVVVVVV VV VV VV VV VV 


-—-MESSAGE FILE 17921 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001507 


—-MESSAGE FILE 17922 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001508 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "David Alan Romig, Jr." <drjr@drexel.edu> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: How did you get started??? 

Date: Mon, 15 Nov 1999 02:26:43 -0500 
Organization: SCEA News Server 

Lines: 63 

Message-ID: <382FB58F.186C0D47@drexel.edu> 
References: <354a636a.1323252@news.scea.sony.com> 
Reply-To: drjr@drexel.edu 

NNTP-Posting-Host: al36.COMCAT.COM 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.7 (Macintosh; I; PPC) 
X-Accept—-Language: en 


Michael Klucher wrote: 

> 

> Well I thought I might try to drum up alittle ativity in the group 
> asnd ask a cool question. How did you get started in the yaroze 

> program? 


I know this post is a little late, but I decided to reply anyway. 

Growing up, I was a video game fanatic. I had a Coleco Vision w/ Atari 

2600 adapter (last adapter available in our area before Atari's law suit 
against Coleco). My cousins had Coleco Vision and Intelevision. I rarely 
got to the arcade, so my game collection grew quickly. However, when I 
first saw BASIC programming and what it could do, I had to have a computer. 


My first, now about 15 years old and sadly shorted out, was the 
Commodore 64. Most of my friends who had a computer had a C64, and it 
served me well for 10 years until I graduated high school. I taught 
myself BASIC and later 6502 assembly. I made several games in CBM BASIC 
which I shared only with friends-- (I didn't have much of a choice there 
being only in my teens). Programming didn't sap away from games either. 
My brother and I received NES, GameBoy, and Super NES as various 
Christmas gifts through the years and amassed a large collection of 
games there. Initially games and programming ate away at homework time, 
but it ballenced toward the end of high school and my senior year 
produced my best grades. 


I knew I wanted to persue programming or electronics at that time. Game 
design was not a college option so I went to Drexel University which is 
famous for its engineering program and is also only about an hour from 
home. (I heard DigiPen opened the same year I started Drexel.) Drexel 
was (at the time) a Macintosh campus so I got a Power Macintosh 7100/66 
with 8 Meg memory and a 260 Meg drive, my second computer. I went for 
the cross road between my interests and focused on computer hardware. My 
interst fully swung into game programming but I've rarely had time 
outside of my classes to do much. (And when I did, I usually played 
games.) Using a reference book, I taught myself C, and with a coupon 
giving to me by Drexel bought myself Metrowerk's Codewarrior 4 Gold 
Academic (back when Metrowerks where Mac only). 


Being a large ENIX and Squaresoft fan, I was dismayed to find Dragon 
Warrior V and VI were not being released in the US and Final Fantasy VII 
was on a system I originally had no intention of purcharsing, 
Playstation. (Nothing against Sony-- but with all the console systems 
out at the time, I had decided to stick with Nintendo who had provided 3 
of the systems my brother and I shared.) I caved into the lure of a game 
I wanted and purchased FF7 anyway with the intention of playing it on my 
cousin's Playstation. With it came Sony Underground CD 2. That's where I 
first saw Net Yaroze. The concept, no contest, I just had to have it. I 
had enough money but my parents helped me with the costs anyway. (By the 
way, my brother and I got a N64 around the same time.) 


Now, I am a graduate of Drexel with a dual BS in both Electrical 
Engineering and Computer Engineering with a minor in Computer Science. 
(I still feel I know very little about computer hardware, though.) I'm 
in graduate classes (same place). I've got a new computer (my 3rd), 
PowerBook G3 400 Mhz with 128 Meg mem and 10 Gig drive. (I'm in debt.) 
My Yaroze is 2 years old, and I'm getting back to programming. 
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I can't seem to get the download utility to work (again), but as soon as 
I do, I plan to finally start posting. Actually, I could use help. I've 
already posted the problem to scea.yaroze.problems.mac. Good luck, 
everyone, and happy programming. 


--Dave Romig, Jr. (drjr@drexel.edu) 
—-MESSAGE FILE 17922 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001508 


—-MESSAGE FILE 17923 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001509 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tenchi <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 23 Nov 1999 15:31:59 -0800 

Organization: 

Lines: 36 

Message-ID: <383B23EF.C7513DAE@shell.jps.net> 

References: <7gaugl1$2mq3@scea> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-p-9-230.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; U) 
X-Accept—-Language: en 


Okay this is a long-gone thread, but... 
I've got mixed feelings 'bout this, really. 
On the one hand, I agree that I have not really seen a NY game yet 


max out the PS1's specs considering what we know to be possible. But, 
let's put this in perspective: how many of us really do video games as 


a job. I code for a living and I pour my energy into making good code 
there. It takes a *lot* of time to develop good coding practices, 
robust libraries, and solid programs. If I were to spend my 60+ hours 


a week doing nothing but NY, I'm sure I would eventually come up on 
some serious limitations and I'd get down to probably unrolling loops. 
Ք But, realistically, I'm probably never going to max the PS1 out. 
It would be a waste of money to get the next NY. 


However: 


I would still probably get one if the opportunity presented itself. 
Even if we never push the full potential of the system, think about 

it like buying a hefty sports car. You may never use all 350 hp, but 
it's nice to have the power there when you need it. It also makes the 
simple tasks easier. Heck, with the power of a PS2 I could do a lot 
of other things besides games on it. Hopefully if the libraries 
aren't crippled enough it will be an easy system to program for. 


The opportunity alone almost justifies the cost. 
*shrug* 
=e 


Steve Tolin wrote: 
> 
> As most of you are probably aware there are some rumors and some 
> confirmations about Net Yaroze 2. 
Ps. 23] 
——MESSAGE FILE 17923 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001509 


-—-MESSAGE FILE 17924 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001510 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nelson Santos (Rogue)" <santosn@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Who is active? 

Date: 14 Jan 2000 21:51:10 GMT 

Organization: SCEA News Server 
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Lines: 21 

Message-ID: <0Olbf5ed9$dba4fb80Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all. 


I would like to get a tally on how active these newsgroups actually are. 
There hasn't been much posting lately, and I am wondering at least how many 
people browse through these groups. Would you like to participate? 


If so, please respond to this posting with your name and maybe your e-mail 
address too. I will compile a list of people's e-mails who are active, or 
who want to be active and then distribute this list to everyone who 
responded. Personally, I'd love to have as many e-mail addresses of active 
Yaroze programmers as possible. Wouldn't you? OK, I'll start... 


Nelson Santos 

santosn@home.com 

Previously known as Rogue 

Soon to be known as Nelson Santos from Prismatic Realms (web site under 
construction...) 


Next.... 


—-MESSAGE FILE 17924 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001510 


—-MESSAGE FILE 17925 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001511 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Fri, 14 Jan 2000 23:09:26 -0600 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <85o0v8g$3sd2@scea> 

References: <Olbf5ed9$dba4fb80Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: dialup-209.246.135.246.Dallasl1.Level3.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Im active 


Nelson Santos (Rogue) <santosn@home.com> wrote in message 
news: 01lbf5ed9$dba4fb80Sad4f£7018@cr342596-a... 

> Hello all. 

> 
> I would like to get a tally on how active these newsgroups actually are. 
> There hasn't been much posting lately, and I am wondering at least how 
many 

people browse through these groups. Would you like to participate? 


If so, please respond to this posting with your name and maybe your e-mail 
address too. I will compile a list of people's e-mails who are active, or 
who want to be active and then distribute this list to everyone who 
responded. Personally, I'd love to have as many e-mail addresses of 
ctive 
Yaroze programmers as possible. Wouldn't you? OK, I'll start... 


Nelson Santos 

santosn@home.com 

Previously known as Rogue 

Soon to be known as Nelson Santos from Prismatic Realms (web site under 
construction...) 


Next.... 


VVVVVVVVVVV®@ VV VV VV 
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--MESSAGE FILE 17925 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001511 


-—-MESSAGE FILE 17926 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001512 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Mario Perdue <mperdue@l4software.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Sat, 15 Jan 2000 01:18:25 -0500 

Organization: L4 Software 

Lines: 4 

Message-ID: <08408sgvouvissj4qibk8feredtb/bgefr@4ax.com> 
References: <Olbf5ed9$dba4fb80Sad4f7018@cr342596-a> 
NNTP-Posting-Host: tnt-4.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.7/32.534 


I'm still here. There are also a couple people who regularly show up 
for the Tuesday night chats. 


Mario 
—-MESSAGE FILE 17926 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001512 


—--MESSAGE FILE 17927 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001513 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Sat, 15 Jan 2000 21:06:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3880elle.3288771673@news.playstation.co.uk> 
References: <Olbf5ed9$dba4fb80Sad4f7018@cr342596-a> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Nelson, 

I agree completely. I'm concerned that one of these days the NY 
project will be "over" and they'll pull the plug on the news servers 
and web sites... It'll be up to us to keep something going from that 
point on. 


Steven "Sauce" Osman 
sosman@terratron.com 


On 14 Jan 2000 21:51:10 GMT, "Nelson Santos (Rogue)" 
<santosn@home.com> wrote: 


>Hello all. 
> 
>I would like to get a tally on how active these newsgroups actually are. 
>There hasn't been much posting lately, and I am wondering at least how many 
>people browse through these groups. Would you like to participate? 

> 
>If so, please respond to this posting with your name and maybe your e-mail 
>address too. I will compile a list of people's e-mails who are active, or 
>who want to be active and then distribute this list to everyone who 
>responded. Personally, I'd love to have as many e-mail addresses of active 
>Yaroze programmers as possible. Wouldn't you? OK, I'll start... 

> 

> 

>Nelson Santos 

>santosn@home.com 

>Previously known as Rogue 

>Soon to be known as Nelson Santos from Prismatic Realms (web site under 
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>construction...) 
> 


>Next.... 


--MESSAGE FILE 17927 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001513 


—-MESSAGE FILE 17928 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001514 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Sat, 15 Jan 2000 21:07:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3881e177.3288860711@news.playstation.co.uk> 

References: <Olbf5ed9$dba4fb80$ad4f£7018@cr342596-a> <08408sgvouvissj4qibk8feredtb7bg 
efr@4ax.com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Speaking of which, sorry I missed last Tuesday... I was entertaining 
that night. 


Steven 


On Sat, 15 Jan 2000 01:18:25 -0500, Mario Perdue 
<mperdue@l4software.com> wrote: 


>I'm still here. There are also a couple people who regularly show up 
>for the Tuesday night chats. 

> 

>Mario 


—-MESSAGE FILE 17928 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001514 


——MESSAGE FILE 17929 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001515 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Sun, 16 Jan 2000 19:40:50 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <38821e6d.264053610@news.scea.sony.com> 

References: <Olbf5ed9S$dba4fb80$ad4f£7018@cr342596-a> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm active on the newsgroups, and have recently gotten back into 
coding again. 


Scott Cartier 
shade@dragonshadow.com 


>I would like to get a tally on how active these newsgroups actually are. 
>There hasn't been much posting lately, and I am wondering at least how many 
>people browse through these groups. Would you like to participate? 


—-MESSAGE FILE 17929 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001515 


—-MESSAGE FILE 17930 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001516 
Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Mon, 17 Jan 2000 20:25:34 +0000 

Organization: Netcom member 
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—-MESSAGE FILE 1892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000595 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Net Yaroze ICQ Interest Group 

Date: Tue, 31 Mar 1998 11:54:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6fqho2S6ne29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:547 scee.yaroze.freetalk.english: 
595 


I have just created an ICQ interest group for Net Yaroze members. It's URL 
is http://groups.icq.com/group.asp?no=17896 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00595 


-—-MESSAGE FILE 1893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000596 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: 31 Mar 1998 13:13:49 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 31 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fqmltSsogl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 31 Mar 1998 13:17:39 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id NAA19646 
for <news@playstation.co.uk>; Tue, 31 Mar 1998 13:17:15 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Yes, all licensed peripherals are fine with the Yaroze. 


Whicj gives you access to a wide range of obscure and unusual 
devices... 


Paul 


> > A friend of mine is travelling to an SCEI territory and has very kindly 
> > offered to bring back a Dual Shock pad for me. 

>> 

Heh! As the anonymous "friend" I can say that I have been using the Dual 
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Lines: 17 

Message-ID: <38837ABD.F19155CC@netscapeonline.co.uk> 

References: <Olbf5ed9$dba4fb80$ad4f£7018@cr342596-a> <38821e6d.264053610@news.scea.so 
ny . com> 

NNTP-Posting-Host: dialup-20-44.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-Language: en-GB,en 


I'm still around, just back off of xmas holidays so expect to hear a lot from 
me, especially the guys from ECLIPSE SOFTWARE and TEAM ASYLUM, 


Marc. 
Scott Cartier wrote: 


I'm active on the newsgroups, and have recently gotten back into 
coding again. 


Scott Cartier 
shade@dragonshadow.com 


>I would like to get a tally on how active these newsgroups actually are. 
>There hasn't been much posting lately, and I am wondering at least how many 
>people browse through these groups. Would you like to participate? 


VVVVVVVV N 


--MESSAGE FILE 17930 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001516 


—-MESSAGE FILE 17931 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001517 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nelson Santos (Rogue)" <santosn@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: 18 Jan 2000 16:06:11 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <0Olbf61ce$55667b00Sad4£7018@cr342596-a> 

References: <Olbf5ed9$dba4fb80$ad4f£7018@cr342596-a> <08408sgvouvissj4qibk8feredtb7bg 
efr@4ax.com> 

NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Are you still being paid by Sony to head up the Web Site and Yaroze 
support? 


Nelson 


Mario Perdue <mperdue@l4software.com> wrote in article 
<08408sgvouvissj4qibk8feredtb7bgefr@4ax.com>... 

> I'm still here. There are also a couple people who regularly show up 
for the Tuesday night chats. 


> 
> 
> Mario 
> 


—-MESSAGE FILE 17931 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001517 


—-MESSAGE FILE 17932 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001518 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Germain Sauvé" <gersauve@cgocable.ca> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Tue, 18 Jan 2000 16:49:06 -0800 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <862ncm$6dgl@scea> 

References: <Olbf5ed9$dba4fb80$ad4f£7018@cr342596-a> 
NNTP-Posting-Host: 204-183.ri.cgocable.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I take a peak now and then on the newwsgroups. I'm not what you call an 
"active member" but I'm not dead yet ( MAC and PC coding take all my time ). 


Germain ( doctor Z ) Sauvé 


> Hello all. 
> 
> I would like to get a tally on how active these newsgroups actually are. 
> There hasn't been much posting lately, and I am wondering at least how 
many 

people browse through these groups. Would you like to participate? 


If so, please respond to this posting with your name and maybe your e-mail 
address too. I will compile a list of people's e-mails who are active, or 
who want to be active and then distribute this list to everyone who 
responded. Personally, I'd love to have as many e-mail addresses of 
ctive 
Yaroze programmers as possible. Wouldn't you? OK, I'll start... 


Nelson Santos 

santosn@home.com 

Previously known as Rogue 

Soon to be known as Nelson Santos from Prismatic Realms (web site under 
construction...) 


Next.... 


VVVVVVVVVVV®@ VV VV VV 


—-MESSAGE FILE 17932 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001518 


—-MESSAGE FILE 17933 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001519 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <lwashington@premierhome.net> 
Newsgroups: scea.yaroze.freetalk 

Subject: PSX DEV COST? 

Date: Wed, 19 Jan 2000 12:52:17 -0500 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <864tde$74n1@scea> 

NNTP-Posting-Host: 216.85.80.144 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


At this point if someone wanted to purchase a sony dev kit and become an 
official licensee what is the cost? 


——MESSAGE FILE 17933 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001519 


——MESSAGE FILE 17934 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001520 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Rogue" <rogue@nowhere.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PSX DEV COST? 

Date: 20 Jan 2000 23:25:35 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <0Ol1bf639d$dabd0820Sad4f£7018@cr342596-a> 

References: <864tde$74n1@scea> 

NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


If you are talking about the Yaroze hobby-ist dev system, I don't think 
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Sony is accepting any more members at this time. It was $799 I beleive. 

If you are talking about the official Sony development system (Blue 
PlayStation), I am not sure how much it costs. I do however know that the 
PlayStation *2* system costs around $20,000 (US) I'm looking into that one 
myself. 


Nelson 


Lemont Washington <lwashington@premierhome.net> wrote in article 
<864tde$74nl@scea>... 

> At this point if someone wanted to purchase a sony dev kit and become an 
official licensee what is the cost? 


> 
> 
> 
> 
—-MESSAGE FILE 17934 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001520 


--MESSAGE FILE 17935 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001521 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Rogue" <rogue@nowhere.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Anyone here play games on the PSX? 

Date: 20 Jan 2000 23:31:27 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <0O1bf639e$ac3b1900Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


What kind of question is THAT!! This is a Sony Yaroze site for Chrissake! 


>) 


Hello fellow Yaroze members. I just wanted to let all of you know, that if 
anyone here buys games for their PSX (or for any of the new systems as a 
matter of fact), I would like you all to know that I now sell games. And 
my prices are amazing! I have done some research and most of my prices 
blow alot of the competition away! It's a brand new site, opened only a 
couple of days ago. Please visit it, and see for yourself! And tell all 
of your friends too! Word of mouth is what I need right now. 


I will also be supporting the PlayStation 2 as soon as it is released! 
Please note, it is a Canadian site, but even if you are a U.S. resident, 
you can still save! Have a look! 


Oh, and I will also be adding a section to my site for my Yaroze projects, 
so if you keep a list of Yaroze members bookmarks, add this site to it as 
wel! 


I appreciate all the focus anyone can bring to my site! Thank you!! 


Nelson Santos 
"Rogue " 


http://members.home.com/santosn/PrismaticRealms/ 


--MESSAGE FILE 17935 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001521 


——MESSAGE FILE 17936 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001522 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Tenchi <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Who is active? 

Date: Thu, 20 Jan 2000 18:16:51 -0800 

Organization: 

Lines: 15 

Message-ID: <3887C193.B45CO0OD88@shell.jps.net> 

References: <Olbf5ed9$dba4fb80Sad4f7018@cr342596-a> 

Reply-To: tenchi@shell.jps.net 
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NNTP-Posting-Host: dhcp-p-9-230.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


I would like to get a tally on how active these newsgroups actually 
are. There hasn't been much posting lately, and I am wondering at 
least how many people browse through these groups. Would you like 
to participate? 


V V V V 


I'm sorta here... 


Elliott Lee 
tenchi@shell.jps.net 


Mata ne, eis ans 

- e! sat tenchi@shell.jps.net mes 
(Protocol) ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) http://www. jps.net/tenchi 


—-MESSAGE FILE 17936 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001522 


—--MESSAGE FILE 17937 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001523 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PSX DEV COST? 

Date: Fri, 21 Jan 2000 19:50:28 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 156 

Message-ID: <86aisuS4hd1@chuka.playstation.co.uk> 

References: <864tde$74nl@scea> <01bf639d$Sdabd0820Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: p33-maxl.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rogue <rogue@nowhere.com> wrote in message 

news : 01bf639dSdabd0820Sad4f£7018@cr342596-a... 

> If you are talking about the Yaroze hobby-ist dev system, I don't think 

> Sony is accepting any more members at this time. It was $799 I beleive. 
> If you are talking about the official Sony development system (Blue 

> PlayStation), I am not sure how much it costs. I do however know that the 
> PlayStation *2* system costs around $20,000 (US) I'm looking into that 
one 

> myself. 


He must be talking about the Pro system otherwise he wouldn't be in here :) 


Just to settle some confusion people have, the blue (and green) units are 
debugging stations for testing purposes. The actual dev kits are PC 
expansion cards. 


I can't say how much they are (that darn NDA), but its definitely beyond the 
reach of the common man (as I am sure it is intended to be). The cost is of 
course only one of the issues in becoming a licensed developer - below is a 

post I made on the SCEE server a while back which may help you out with the 

other 'bits' 


J. Pretorius <jpretori@home.net> wrote in message 

news: 36F896FE.D1C01655@home.net... 

> Does anybody know what the requirements are for becomming a licensed 
Playstation 

> developer? 


Hi James, 
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I don't want you to think this is a definitive answer because we only had to 
apply once and each case is probably evaluated on its individual merits, but 
Sidhe Interactive basically had the following attributes on application that 
I believe were key to getting our license 


* A legally registered, debt free company 
* A talented development team 
* An extensive design document for a Playstation game concept 


Things that would probably help getting a license would include 


* Evidence of financial backing, cash flow projections, financial reports 
* An interactive demo of your first planned PSX game (Yaroze or PC) 


> Its obvious that Sony, Sega and Nintendo are quite restrictive as to 

> whom they license their development tools to. I was looking at the SCEA 
web site 
> and they don't even want to hear from potential developers unless you give 
them 

> detailed information about your company including management biographies. 


Any organisation looking to make an 'investment' in you will want this sort 
of information like banks, the government, or venture capitalists. If you 
can't supply them with that then you have to ask yourself if you can cut it 
in the game development world. You have to remember this is business. 


> I don't understand the logic behind restricting who can develop for a 
system. It 

> can't be for quality control reasons: there are dozens of titles published 
by 

> big name companies that are so poor they border on fraud. Besides, 
Sony/Nintendo 

> have the final say as to whether or not a title meets their quality 
standards 
> and may be released. 


Sony doesn't monitor the content of titles, only the technical side (like 
making sure games don't crash or screw up memory cards etc). In terms of 
the Playstation development gameplay and content are left to the discretion 
of the publisher. 


Nintendo is a different story. I have heard they are very involved in the 
development process (I don't know because I don't have first hand 
knowledge) . 


I would assume Sony and other vendors are restrictive because they want to 
sign developers who 


a. have teams large enough to produce expansive, high quality, market 
grabbing titles 
b. have enough financial clout to get titles to market 


> I've heard people say that becomming a succesful games 

> company requires millions in capital and therefore it's not viable to 
allow 

> small companies to develop. 


To some extent this is true. Small developers have an uphill battle because 
you (generally) rely on other peoples money to fund your projects. Having 
to compete against game development powerhouses like Square isn't easy 
either - they get to snap up a lot of quality personnel AND the consumers 
dollar. 


However, there is still a place for the small developer, especially 
developing niche or gameplay centric titles and developing for lower 
manpower requirement platforms such as the Gameboy. Sony (perhaps a lot 
more than other vendors) does recognise this which is why smaller companies 
such as ourselves still get a break now and again. Success can be had, as 
long as you are willing to put in several years of hard work. 
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> Thankfully this is not yet true, but even 

> if it were, why would Sony or Nintendo care if a company failed while 
attempting 

> to create a game? 


As mentioned by some of the other posters, handing out a license is an 
investment. If a licensed developer went under it affects the reputation of 
Sony and the Playstation brand. And of course, it means support was wasted 
on the unsuccessful developer where it could have been applied elsewhere. 


That being said, Sony seems willing to take a risk now and again in terms of 
the developers they sign. I suspect this is another aspect of why the 
Playstation is the current market leader. 


> Are the video game manufacturers/developers purposely trying 

> to make it difficult for small companies to enter the market in an effort 
to 

> preserve their market share? 


It is not something they are doing on purpose - it is just good business. 
If you have a choice between giving a license to a large, established 
company or a small startup it makes business sense to back the larger 
company that will have the reputation and financial backing to bring 
products to market. 


> Hmmm, perhaps someone from Sony could provide some 
> insight, please.. 


I haven't seen anyone from Sony reply to this, but I would be interested in 
Sony's view on this as well. 


If you have the drive then I say go for it James. Make sure you spend some 
time planning (both in terms of company development and games) and then 
approach Sony. The worst they can say is no... 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


--MESSAGE FILE 17937 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001523 


——MESSAGE FILE 17938 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001524 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Rogue" <santosn@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: PAL <-> NTSC 

Date: 9 Feb 2000 17:20:08 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <01bf£7322$b548e980Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all, 
Anyone know if it's possible to place a PAL/NTSC switch on a television set 


so that I can run European programs on my Yaroze and SEE them? Or is there 
any other way that I can view European Yaroze programs on my NTSC tv? 


Thanks! 
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Nelson 


—-MESSAGE FILE 17938 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001524 


——MESSAGE FILE 17939 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001525 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Rogue" <santosn@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Can Yaroze code run on prof PSXes? 

Date: 9 Feb 2000 17:33:29 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <0O1bf£7324$92c58ba0Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all. 


This is my THIRD attempt at writing this posting. My other two have not 
appeared on the newsgroup for some reason! 


Ok, now. I'm pretty sure this question was asked a long time ago, but I 
can no longer find it on the newsgroups anywhere...plus, I don't remember 
what the answer was so I'll ask it again. 


Can a PlayStation game developer take my Yaroze code (and graphics/sound 
files) and port it into their professional PlayStation development system 
with relative ease? Or do you think there would be quite a bit of work 
involved? How similar are the Yaroze libs vs. the official PlayStation 
libs? 


Thanks! 
Nelson 


—--MESSAGE FILE 17939 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001525 


—-MESSAGE FILE 17940 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001526 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Rogue" <santosn@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Wee! 

Date: 9 Feb 2000 17:36:02 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <0O1bf£7324S$edc830c0Sad4£7018@cr342596-a> 

References: <O1bf£7324S92c58ba0S$ad4f£7018@cr342596-a> 
NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ah, my post appeared this time! 
Nelson 


--MESSAGE FILE 17940 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001526 


—-MESSAGE FILE 17941 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001527 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PAL <-> NTSC 

Date: Wed, 09 Feb 2000 19:34:28 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <38albf68.756445960@news.scea.sony.com> 

References: <O1bf£7322$b548e980Sad4f£7018@cr342596-a> 
NNTP-Posting-Host: vmlabs41.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 
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>Anyone know if it's possible to place a PAL/NTSC switch on a television set 

>so that I can run European programs on my Yaroze and SEE them? Or is there 

>any other way that I can view European Yaroze programs on my NTSC tv? 


Nelson, 


If you don't mind black and white you could just fiddle with the VSync 
on your TV to compensate for the 50Hz signal. 


I did see a box at Fry's (electronics store) that would convert 
PAL/NTSC. I'm not sure which way it went though (PAL->NTSC or 
NTSC->PAL) . 


Alternatively you could buy a Jam! device and view the PAL program on 
a computer monitor. Not an optimal solution I know. 


Scott 
—-MESSAGE FILE 17941 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001527 


-—-MESSAGE FILE 17942 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001528 
Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PAL <-> NTSC 

Date: Wed, 09 Feb 2000 22:59:49 +0000 

Organization: Netcom member 

Lines: 6 

Message-ID: <38A1F165.28839D58@netscapeonline.co.uk> 

References: <O1bf£7322$b548e980Sad4f£7018@cr342596-a> <38albf68.756445960@news.scea.so 
ny . com> 

NNTP-Posting-Host: dialup-13-57.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-Language: en-GB,en 


All Eclipse games for the Yaroze will be PAL/NTSC since it is no hardship to 
convert. Other than this, maybe you can ask the makers of the games if they have 
a NTSC version or can make one, you never know. 


Marc. 


--MESSAGE FILE 17942 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001528 


—-MESSAGE FILE 17943 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001529 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Rogue" <santosn@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PAL <-> NTSC 

Date: 10 Feb 2000 09:55:07 GMT 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <0Olbf73ad$b8alal40Sad4f£7018@cr342596-a> 

References: <O1bf£7322$b548e980Sad4f£7018@cr342596-a> <38albf68.756445960@news.scea.so 
ny.com> <38A1F165.28839D58@netscapeonline.co.uk> 

NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I see you anticipated why I asked this question!! :) 


It's true that PAL can can easily be converted into NTSC games with a 
simple statement, but this could result in the loss of 56 pixels of data in 
the y direction if the game is in lo-res. I also don't think it will run 
at the same speed as anticipated by the game's creators. PAL games will 
run 17% faster on NTSC (and vice-versa) since a PAL VSync() is 50/60ths of 
a second, while NTSC is a full second. At least, that's how it was on 
Amiga computers. Should be the same for all video-related electronics, no? 


But it'll do for now. 
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Nelson 


thechief666 <thechief666@netscapeonline.co.uk> wrote in article 
<38A1F165.28839D58@netscapeonline.co.uk>... 

> All Eclipse games for the Yaroze will be PAL/NTSC since it is no hardship 
to 

> convert. Other than this, maybe you can ask the makers of the games if 
they have 

> a NTSC version or can make one, you never know. 

> 

Marc. 


VV v 


—-MESSAGE FILE 17943 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001529 


—-MESSAGE FILE 17944 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001530 
Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Can Yaroze code run on prof PSXes? 

Date: Thu, 10 Feb 2000 12:35:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <87uunj$5o0b3@chuka.playstation.co.uk> 
References: <O1bf£7324S$92c58ba0S$ad4f£7018@cr342596-a> 
NNTP-Posting-—Host: modem-114-29-60-62.vip.uk.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi 


it can be done, but not with ease. At an interview I just had with 
Acclaim they said they'd rather just watch the video than piss about 
with trying to get teh Yaroze version to compile on pro dev kit! They 
said they had a Yaroze for a while for ppl to show their Yaroze work, 
but the guy interviewing me said he had no idea where it was! 


I think basically it's best to just send a video and the code, but 
explain it probably won't compile. 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' game dev 'n' piercing 'n' stuff 

Rogue <santosn@home.com> wrote in message 

news: 01bf£7324$92c58ba0Sad4f£7018@cr342596-a... 

> Hi all. 

> 

> This is my THIRD attempt at writing this posting. My other two have 
not 

> appeared on the newsgroup for some reason! 


> 
> Ok, now. I'm pretty sure this question was asked a long time ago, but 
1 
> 


can no longer find it on the newsgroups anywhere...plus, I don't 
remember 


> what the answer was so I'll ask it again. 

> 

> Can a PlayStation game developer take my Yaroze code (and 
graphics/sound 


> files) and port it into their professional PlayStation development 
system 

> with relative ease? Or do you think there would be quite a bit of 
work 

> involved? How similar are the Yaroze libs vs. the official 
PlayStation 

> libs? 
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> 
> Thanks! 
> 
> Nelson 
> 


—-MESSAGE FILE 17944 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001530 


—-MESSAGE FILE 17945 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001531 
Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PAL <-> NTSC 

Date: Thu, 10 Feb 2000 19:05:29 +0000 

Organization: Netcom member 

Lines: 7 

Message-ID: <38A30BF9.EE8B86BB@énetscapeonline.co.uk> 

References: <01b£f7322$b548e980Sad4f7018@cr342596-a> <38albf68.756445960@news.scea.so 
ny.com> <38A1F165.28839D58@netscapeonline.co.uk> <Olbf73ad$b8alal40$ad4f£7018@cr34259 
6-a> 
NNTP-Posting-Host: dialup-—05-42.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Yeah I see where you are going. Good programming sorts the speed/pixel loss 
problem out without too much hassle, maybe we should write a tutorial on this 
for the Eclipse site huh? 


Marc. 


——MESSAGE FILE 17945 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001531 


—-MESSAGE FILE 17946 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001532 
Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PAL <-> NTSC 

Date: Thu, 10 Feb 2000 19:59:06 +0000 

Organization: Max Studios 

Lines: 12 

Message-ID: <38A3188A.290E73DE@which.net> 

References: <O1bf£7322$b548e980Sad4f£7018@cr342596-a> <38albf68.756445960@news.scea.so 
ny.com> <38A1F165.28839D58@netscapeonline.co.uk> <Olbf73ad$b8alal40$ad4f£7018@cr34259 
6-a> <38A30BF9.EE8B86BB@netscapeonline.co.uk> 

NNTP-Posting-Host: p36-kookaburra-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


as well as many others. 

Max 

thechief666 wrote: 

> Yeah I see where you are going. Good programming sorts the speed/pixel loss 

> problem out without too much hassle, maybe we should write a tutorial on this 
> for the Eclipse site huh? 
> 
> 


Marc. 


—-MESSAGE FILE 17946 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001532 
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Shock pad on my Yaroze to play the sublime Tekken 3 and there have been no 
problems - yet! Presumably my warranty is covered, as the Yaroze is 
categorised as an NISC J machine as well as a PAL one and so it should be 
able to use OFFICIAL Sony peripherals from Japan, yes? Please tell me it's 
so...! 

Nick F 


—-MESSAGE FILE 1893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00596 


-—-MESSAGE FILE 1894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000597 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.event, scee.yaroze.freetalk.english 

Subject: Re: New Action Replay file Server 1.4 for NT 

Date: 1 Apr 1998 13:40:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6ftg49S6ne38@chuka.playstation.co.uk> 

References: <6es400$15r29@chuka.playstation.co.uk> <6fqbboS6ne22@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: n37.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6fqbbo$6ne22@chuka.playstation.co.uk 

Xref: chuka.playstation.co.uk scee.yaroze.event:24 scee.yaroze.freetalk.english:597 


take a look at www.datel. co.uk/com? they sell them direct. 


"JohnT" <johnt@nettech.demon.co.uk> wrote: 

>Where can I get an Action Replay? Nowhere around where I live sells them! : ( 
> 

>JohnT 

> 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


VV V V V V 


>Steve Dunn wrote in message <6es400$15r29@chuka.playstation.co.uk>... 
>>At ~steved on SCEE 

>> 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 1894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00597 


—-MESSAGE FILE 1895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000598 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Registered Developers 

Date: Wed, 01 Apr 1998 23:39:52 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 14 

Message-ID: <3522C238.6276D05@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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—--MESSAGE FILE 17947 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001533 
Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: PAL <-> NTSC 

Date: Thu, 10 Feb 2000 23:07:36 +0000 

Organization: Netcom member 

Lines: 16 

Message-ID: <38A344B8.63BD733C@netscapeonline.co.uk> 

References: <O1bf£7322$b548e980Sad4f£7018@cr342596-a> <38albf68.756445960@news.scea.so 
ny.com> <38A1F165.28839D58@netscapeonline.co.uk> <Olbf73ad$b8alal40$ad4f£7018@cr34259 
6-a> <38A30BF9.EE8B86BB@netscapeonline.co.uk> <38A3188A.290E73DE@which.net> 
NNTP-Posting-Host: dialup-16-02.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


of course :) 

Max wrote: 

as well as many others. 

Max 

thechief666 wrote: 

Yeah I see where you are going. Good programming sorts the speed/pixel loss 


problem out without too much hassle, maybe we should write a tutorial on this 
for the Eclipse site huh? 


VVVVVVVVV VV 


VV V V V 


Marc. 


—-MESSAGE FILE 17947 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001533 


——MESSAGE FILE 17948 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001534 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:31 -0000 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <883ui3$2kh1@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1534 scee.yaroze.freetalk.english 
25334 scea.yaroze.announce:138 scee.yaroze.programming.2d_graphics:1123 


Are any fellow yarozers going to the game Developer conference this year? 


—-MESSAGE FILE 17948 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001534 


—-MESSAGE FILE 17949 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001535 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:55 -0000 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <883ui4S2kh2@scea> 

NNTP-Posting-Host: cust19.premierhome.net 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1535 scee.yaroze.freetalk.english 
25335 scea.yaroze.announce:139 scee.yaroze.programming.2d_graphics:1124 


Are any fellow yarozers going to the game Developer conference this year? 


——MESSAGE FILE 17949 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001535 


—-MESSAGE FILE 17950 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001536 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: 2000 Game Developer Conference? 

Date: Wed, 23 Feb 2000 02:44:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <38b44756.648627967@news.playstation.co.uk> 
References: <883ui4$2kh2@scea> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Where is it? 


On Sat, 12 Feb 2000 10:37:55 -0000, "Lemont Washington" 
<lwashington@premierhome.net> wrote: 


>Are any fellow yarozers going to the game Developer conference this year? 
> 
> 
> 


—--MESSAGE FILE 17950 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001536 


--MESSAGE FILE 17951 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001537 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Hello All 
Date: Sun, 23 Apr 2000 16:05:31 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8dvoid0Srunl@chuka.playstation.co.uk> 
NNTP-Posting-Host: AC86D84F.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just stopped by to say hi :-) 


—-MESSAGE FILE 17951 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001537 


——MESSAGE FILE 17952 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001538 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: Hello 

Date: Sun, 10 Sep 2000 19:29:33 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8ph97uSt9f1@chuka.playstation.co.uk> 

NNTP-Posting-Host: 24.26.216.48 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Anyone awake? 


——MESSAGE FILE 17952 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001538 


--MESSAGE FILE 17953 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001539 
Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <daniel@therealitydysfunction.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: TMD file generation 

Date: Mon, 8 Jan 2001 12:01:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <93ca7nSiic3@www.netyaroze-europe. com> 
NNTP-Posting-Host: m544-mpl-cvxlb.edi.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 


Can anyone send me a copy of code that will generate a TMD file either on 
the yaroze or on the PC? As I would like to generate my own TMD format 
files from of a landscape I have generated. 


Cheers, 


Daniel Brown 
www. TheRealityDysfunction.com 


--MESSAGE FILE 17953 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001539 


--MESSAGE FILE 17954 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001540 
Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scea.yaroze.freetalk 

Subject: Re: Hello 

Date: Wed, 10 Jan 2001 23:14:56 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3A5D5D70.263827F5@start.com.au> 
References: <8ph97uSt9f1@chuka.playstation.co.uk> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax2-081.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


> I'm awake! 


here is my icq # if anyl wants it? 
103201678 
mgarcia 


—-MESSAGE FILE 17954 END: net-—yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001540 


—-MESSAGE FILE 17955 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001541 
Path: chuka.playstation.co.uk!news 
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From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scea.yaroze.freetalk 

Subject: hello 

Date: Wed, 6 Jun 2001 16:45:34 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9fm8fjSshl1@www.netyaroze-europe. com> 
NNTP-Posting-Host: c448603-a.grindl.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Anybody home? 


—-MESSAGE FILE 17955 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001541 


——MESSAGE FILE 17956 START: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001542 
Path: chuka.playstation.co.uk!news 

From: "Jesse Palmer" <unmodify@tampabay.rr.com> 
Newsgroups: scea.yaroze.freetalk 

Subject: Re: hello 

Date: Sat, 9 Jun 2001 10:34:13 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ftd42Sa8cl@www.netyaroze-europe.com> 
References: <9fm8fjSshl1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 24284hfc143.tampabay.rr.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hello, what's new? 

"Terry Arnold" <talesal@home.com> wrote in message 
news: 9fm8fjSshll@www.netyaroze-europe.com... 

> Anybody home? 

> 

> 


—-MESSAGE FILE 17956 END: net-yaroze-usenet/00000002-SCEA/yaroze/freetalk/00001542 


— E AE AE ERE RTT HEHE 
E AE EAE AE AEE FE HEE HEH 


EE AE TE AE AE FE E FE HE HE HEH HH 
--START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/problems 
——HHEEEEEEE EE HEH 


——HHEEEEEEE EE HEH 
——START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
——HHEEEEEEE EE HHH 


—--MESSAGE FILE 17957 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000001 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jon Blocksom <blocksom@Kreative.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Is this being archived? 

Date: Fri, 25 Apr 1997 00:32:17 -0400 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <336033D1.BC7@Kreative.net> 

Reply-To: blocksom@Kreative.net 

NNTP-Posting-Host: 208.0.26.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01C-KIT (Win95; 1) 
Hi, 


This isn't really a problem, just a question. Is SCEA going to be 
archiving the Yaroze newsgroups on their web site? Hopefully with 
some sort of search utility? That'd be handy on down the line. 


Jon 
—-MESSAGE FILE 17957 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000001 


——MESSAGE FILE 17958 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000002 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Is this being archived? 

Date: Fri, 25 Apr 1997 00:17:34 -0500 

Organization: prairie research 

Lines: 12 

Message-ID: <5 jpejv$gil3@scea> 

References: <336033D1.BC7@Kreative.net> 

NNTP-Posting-Host: roin0O-al2.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Jon Blocksom wrote in article <336033D1.BC7@Kreative.net>... 
>Is SCEA going to be 
archiving the Yaroze new groups?... 


What's SCEA (and you know who you are)'s policy on expiration 
of these posts? "Never" would be nice. 


billr 


—-MESSAGE FILE 17958 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000002 


——MESSAGE FILE 17959 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000003 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Is this being archived? 

Date: Fri, 25 Apr 1997 08:19:09 GMT 

Organization: ElectricMail Ltd. 

Lines: 15 

Message-ID: <336067f4.79336303@news.playstation.co.uk> 
References: <336033D1.BC7@Kreative.net> <5jpejvSgil3@scea> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Fri, 25 Apr 1997 00:17:34 -0500, "Bill Romanowski" 
<prairie@iquest.net> wrote: 

> Jon Blocksom wrote in article <336033D1.BC7@Kreative.net>... 
>>Is SCEA going to be 

> archiving the Yaroze new groups?... 


>What's SCEA (and you know who you are)'s policy on expiration 

>of these posts? "Never" would be nice. 

When I asked the same question, SCEE's policy is never to expire, and 
will be archived so that it can be searched using the web search 
tools. Not sure whether SCEA use the same site 
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(news://news.playstation.co.uk) as SCEE for their newsgroups, so it 
may be a different story. 


Mark 
—-MESSAGE FILE 17959 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000003 


—-MESSAGE FILE 17960 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000004 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Is this being archived? 

Date: Sat, 26 Apr 1997 00:08:50 GMT 

Organization: Sony Computer Entertainment 

Lines: 18 

Message-ID: <336146b0.96078662@205.149.189.29> 

References: <336033D1.BC7@Kreative.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


I am working on the search engine right now. The messages are already 

available as text files by going into the "Newsgroups" section. It is 

those text files that will be searched. Eventually we will begin 

—-MESSAGE FILE 17960 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000004 


—-MESSAGE FILE 17961 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000005 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.internet 

Subject: New doc files on web page 

Date: Thu, 01 May 1997 15:10:11 -0500 

Organization: Metrowerks Corporation 

Lines: 12 

Message-ID: <hunt-ya02408000R0105971510110001@news.scea.sony.com> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


The new doc files referenced at: 
<http://wwl.scea.sony.com/net/yaroze/docs/index.htm1> 

point back to this page instead of pointing to the .pdf files! 
Can someone fix it? 

Thanks! 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 17961 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000005 


—-MESSAGE FILE 17962 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: New doc files on web page 

Date: Thu, 01 May 1997 20:40:47 GMT 

Organization: Sony Computer Entertainment 

Lines: 22 
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Message-ID: <3368ff£56.93123731@205.149.189.29> 

References: <hunt-—ya02408000R0105971510110001@news.scea.sony.com> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


It is actually working properly. I'm guessing that you are on a MAC. 
Are you running the latest version of Netscape Navigator? Is everyone 
on a MAC having this problem? 


The Acrobat doc opens in a second browser window. 


On Thu, 01 May 1997 15:10:11 -0500, hunt@metrowerks.com (Eric Hunt) 
wrote: 


>The new doc files referenced at: 

> 
><http://wwl.scea.sony.com/net/yaroze/docs/index.html> 
> 

>point back to this page instead of pointing to the .pdf files! 
> 

>Can someone fix it? 

> 

>Thanks! 

> 

>Eric Hunt 

>Metrowerks Playstation Tech Support 
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—-MESSAGE FILE 17962 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 


0000006 


—-MESSAGE FILE 17963 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 


/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: New doc files on web page 

Date: Thu, 01 May 1997 13:51:52 -0700 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33690267.2A8F@halcyon.com> 


References: <hunt—ya02408000R0105971510110001@news.scea.sony.com> <3368ff56.93123731 


@205.149.189.29> 

Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip14.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Greg LaBrec wrote: 


It is actually working properly. I'm guessing that you are on a MAC. 
on a MAC having this problem? 
The Acrobat doc opens in a second browser window. 


>The new doc files referenced at: 
> 


><http://wwl.scea.sony.com/net/yaroze/docs/index.html> 
> 


>point back to this page instead of pointing to the .pdf files! 


VVVVVVVVVV VV 


I get the download dialog ok from these links using Netscape 3.01 on my 
Mac. 


eli 


Are you running the latest version of Netscape Navigator? Is everyone 


—-MESSAGE FILE 17963 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 


0000007 
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—-MESSAGE FILE 17964 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: New doc files on web page 

Date: Fri, 02 May 1997 22:49:54 GMT 

Organization: Sony Computer Entertainment 

Lines: 35 

Message-ID: <336a606a.183526289@205.149.189.29> 

References: <hunt-—ya02408000R0105971510110001@news.scea.sony.com> <3368ff56.93123731 
@205.149.189.29> <33690267.2A8F@halcyon.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


I generally test all pages with Netscape and Explorer on the PC. As 
is the case with any file, if you wish to download you should right 
click on the link and then "save as". In the case of a pdf, html, or 
text file, a normal left link click should open the file for viewing. 
I don't know how this works on the MAC. 


The Acrobat files are presented in a separate window by requests from 
the Commercial Developer side. They like to be able to use reference 
materials without disrupting their browsing. It also allows them to 
continue browsing while background downloading some of the longer 
Acrobat files. 


On Thu, 01 May 1997 13:51:52 -0700, eli curtz <gromit@halcyon.com> 
wrote: 


>Greg LaBrec wrote: 

>> 

>> It is actually working properly. I'm guessing that you are on a MAC. 
>> Are you running the latest version of Netscape Navigator? Is everyone 
>> on a MAC having this problem? 

>> 

>> The Acrobat doc opens in a second browser window. 

>> 

>> >The new doc files referenced at: 

>> > 

>> ><http://wwl.scea.sony.com/net/yaroze/docs/index.html> 

>> > 

>> >point back to this page instead of pointing to the .pdf files! 

> 

>I get the download dialog ok from these links using Netscape 3.01 on my 
>Mac. 

> 

>eli 


—-MESSAGE FILE 17964 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000008 


——MESSAGE FILE 17965 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000009 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: New doc files on web page 

Date: Fri, 02 May 1997 16:29:37 -0700 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <wal-ya02408000R0205971629370001@news.scea.sony.com> 
References: <hunt-—ya02408000R0105971510110001@news.scea.sony.com> 
NNTP-Posting-Host: ppp015-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
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Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <hunt-ya02408000R0105971510110001@news.scea.sony.com>, 
hunt@metrowerks.com (Eric Hunt) wrote: 


The new doc files referenced at: 


<http://wwl.scea.sony.com/net/yaroze/docs/index.htm1> 


V V V V V 


point back to this page instead of pointing to the .pdf files! 


I looked at the HTML source, and the links appear to be incorrect; the HREF 
tags indeed do point at "index.html" (the same page). But, the links have 
an "onClick()" handler which opens the correct URL. This means that the 
links work only if Javascript is enabled on your browser. 


In the meantime you can manually enter the URLs for the files, they're all 
in that same directory; i.e. 
<http://www.scea.sony.com/net/yaroze/docs/startupguide.pdf> etc. 


BTW, the files are well worth the download! The English is *much* clearer, 
and the Library Reference is in *alphabetical order*! 


wayne a. lee 

wal@blarg.net 

—-MESSAGE FILE 17965 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000009 


—-MESSAGE FILE 17966 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000010 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Sean D. Evans" <sevans@worldchat.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Editing personal webpages with Netscape 3.01 

Date: 5 May 1997 12:26:33 GMT 

Organization: Hoogovens TOA Inc. 

Lines: 12 
Message-ID: <01bc5950$0d604540S$723bbbcc@sean> 
NNTP-Posting-Host: pmdiall4.SpectraNet.CA 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello, 


I just downloaded Netscape 3.01 yesterday so I could edit my Member Web 
Page, but everytime I try to enter the "Edit Webpage" selection, Netscape 
caused an "access violation" and the computer closes it down. 


I don't normally use Netscape (I'm an Internet Explorer kind of guy!). Has 
anyone else experiences these problems? 


Thanks, 
Sean D. Evans. 


—-MESSAGE FILE 17966 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000010 


——MESSAGE FILE 17967 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000011 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: New doc files on web page 

Date: Thu, 08 May 1997 14:37:56 -0500 

Organization: Metrowerks Corporation 

Lines: 28 

Message-ID: <hunt-ya02408000R0805971437560001@news.scea.sony.com> 

References: <hunt—ya02408000R0105971510110001@news.scea.sony.com> <wal-ya02408000R02 
05971629370001@news.scea.sony.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <wal-ya02408000R0205971629370001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


In article <hunt-—ya02408000R0105971510110001@news.scea.sony.com>, 
hunt@metrowerks.com (Eric Hunt) wrote: 
> point back to this page instead of pointing to the .pdf files! 


I looked at the HTML source, and the links appear to be incorrect; the HREF 
tags indeed do point at "index.html" (the same page). But, the links have 
an "onClick()" handler which opens the correct URL. This means that the 
links work only if Javascript is enabled on your browser. 


VVVVVVVV 


*cheer* 

Thanks, Wayne, for the additional info. I had also narrowed it down to the 
"onClick" tag but did not know why it didn't work on my browser. I have 
Java and ActiveX disabled on my browser, but Scripting *is* enabled. 

If Sony could at least put a warning that Javascript is needed to access 
these URLs, that would be great. Removing any dependencies on 
Java/ActiveX/Javascript would be the best thing, IMO. 

I've now downloaded the pdf files, using the direct URLS you provided. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

-—-MESSAGE FILE 17967 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000011 


—-MESSAGE FILE 17968 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pete Ashdown <pashdown@xmission.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Dead newsgroups? Japanese software? 

Date: Thu, 15 May 1997 19:10:05 -0600 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <337BB3ED.532D@xmission.com> 

NNTP-Posting-Host: mothership.xmission.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.5 sun4c) 


Why are there are dead newsgroups in the list? Is it just that they 
have no messages? 


How can US Yaroze members get access to the Japanese site? 
—-MESSAGE FILE 17968 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000012 


—-MESSAGE FILE 17969 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Dead newsgroups? Japanese software? 

Date: Fri, 16 May 1997 03:09:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <337bcf07.47284000@205.149.189.29> 

References: <337BB3ED.532D@xmission.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I was wondering if registered developers also have access to the Yaroze 
news groups? 


It would be great to be able to communicate with the professionals, 
receive their criticisms / comments on our work and give ourselves 
someone to benchmark against. 


Only disadvantage I can see, would be a possibility that some 
confidential information, privy only to registered developers, could 
slip into Yaroze hands. 


Thoughts? 


Jim 
—-MESSAGE FILE 1895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00598 


—-MESSAGE FILE 1896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000599 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Registered Developers 

Date: Thu, 2 Apr 1998 08:57:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6fvg8nS6ne40@chuka.playstation.co.uk> 
References: <3522C238.6276D05@codeworks.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Sorry, 


Developers don't have access to the Yaroze newsgroups ( because of the 
possibility of crosstalk ) 
( unless they are also Yaroze members ) 


Colin. 


Jim wrote in message <3522C238.6276D05@codeworks.demon.co.uk>... 

>I was wondering if registered developers also have access to the Yaroze 
>news groups? 

> 

>It would be great to be able to communicate with the professionals, 
>receive their criticisms / comments on our work and give ourselves 
>someone to benchmark against. 

> 

>Only disadvantage I can see, would be a possibility that some 
>confidential information, privy only to registered developers, could 
>slip into Yaroze hands. 

> 

>Thoughts? 

> 

>Jim 


—-MESSAGE FILE 1896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00599 


—-MESSAGE FILE 1897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000600 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Pad 

Date: Thu, 2 Apr 1998 09:59:16 +0100 

Organization: Debri 
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On Thu, 15 May 1997 19:10:05 -0600, Pete Ashdown 
<pashdown@xmission.com> wrote: 


>Why are there are dead newsgroups in the list? Is it just that they 
>have no messages? 


Yes, some news groups have not been used yet, so they are empty. 
>How can US Yaroze members get access to the Japanese site? 

The Japanese site can be found at 

http://www.scei.co.jp/net 

Enter your user name and password when prompted. 

Mario 


—-MESSAGE FILE 17969 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000013 


—--MESSAGE FILE 17970 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000014 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Peter Evans <peter@gol.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Dead newsgroups? Japanese software? 

Date: Wed, 21 May 1997 16:57:39 +0900 

Organization: Global Online Engine Bay 

Lines: 20 

Message-ID: <3382AAF3.6CCBEE1C@gol.ad.jp> 

References: <337BB3ED.532D@xmission.com> <337bcf07.47284000@205.149.189.29> 
NNTP-Posting-Host: 203.216.4.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.30 i586) 


Mario Perdue wrote: 

On Thu, 15 May 1997 19:10:05 -0600, Pete Ashdown 
<pashdown@xmission.com> wrote: 

>Why are there are dead newsgroups in the list? Is it just that they 
>have no messages? 

Yes, some news groups have not been used yet, so they are empty. 

>How can US Yaroze members get access to the Japanese site? 


VVVVVV 


The Japanese site can be found at 
http://www.scei.co.jp/net 

Enter your user name and password when prompted. 
Mario 


V V V V 


you will need to be able to read Japanese though. there are 
very few postings // pages in English. 


who has the Japanese system and no useful manuals. -.-;; 
—--MESSAGE FILE 17970 END: net-yaroze-usenet/00000002- SCEA/yaroze/problems/internet/0 
0000014 


——MESSAGE FILE 17971 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Dead newsgroups? Japanese software? 

Date: Thu, 22 May 1997 03:51:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 
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Message-ID: <3383c2a7.664223@205.149.189.29> 

References: <337BB3ED.532D@xmission.com> <337bcf07.47284000@205.149.189.29> <3382AAF 
3.6CCBEE1C@gol.ad.jp> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 21 May 1997 16:57:39 +0900, Peter Evans <peter@gol.com> wrote: 


> you will need to be able to read Japanese though. there are 
> very few postings // pages in English. 
> 


Did I forget to mention that? <BG> 


Mario 
—-MESSAGE FILE 17971 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000015 


—-MESSAGE FILE 17972 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000016 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: SCEA Newsgroups not visible 

Date: Sat, 24 May 1997 15:48:16 +0000 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33870DC0.66A6@bmc. com> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I am having problems with the SCEA newgroups not being listed by the 
news server. I have no problems with the Japanese or European newsgroups 
being listed. I can manually add the scea groups, but if I ask for the 
list of newsgroups from the news server, it never shows the scea groups. 
Anyone else seen this? It looks like a configuration problem at the news 
server to me. 


I'm using netscape 3.0 news by the way. 
-—-MESSAGE FILE 17972 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000016 


—-MESSAGE FILE 17973 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000017 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: SCEA Newsgroups not visible 

Date: Tue, 27 May 1997 04:22:37 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <3389E2FD.32337B62@aix.or.jp> 

References: <33870DC0.66A6@bmc.com> 

NNTP-Posting-Host: 202.208.34.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Kevin Holbrook wrote: 


I am having problems with the SCEA newgroups not being listed by the 
news server. I have no problems with the Japanese or European newsgroups 
being listed. I can manually add the scea groups, but if I ask for the 
list of newsgroups from the news server, it never shows the scea groups. 
Anyone else seen this? It looks like a configuration problem at the news 
server to me. 


VV VV V V V 


Net Yaroze newsgroups message dump.txt Page 12093 


> 
> I'm using netscape 3.0 news by the way. 


You can see the newsgroups if you delete files in "newsgroups RC 
folder". 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Youhei Takada 
Mail kazta-ta@aix.or.jp 

Home http://wwwl.scei.co. jp/~bns00250/index.html 

Home http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

(Sorry,homepage is Japanese only ) 

KKEKKKK KKK KKK KKK KKK KKK KKK KK KKK KKK KKK KKK KKK KKK KK KKK KKK sf sk oke So she 

--MESSAGE FILE 17973 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000017 


—--MESSAGE FILE 17974 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: how long to verify? 

Date: Tue, 10 Jun 1997 21:24:36 -0700 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <339EF2884.3903@znet.com> 

NNTP-Posting-Host: capts-29.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


I uploaded a program file (vvram.zip) over a week ago to link to 
my web site. Does it normally take this long to verify a file, 

or did something get lost? I suppose it's frowned upon to link to 
a yaroze file stored off-site... 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender. html 

—-MESSAGE FILE 17974 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000018 


—-MESSAGE FILE 17975 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Wed, 11 Jun 1997 09:35:37 -0500 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <339EB7B9.3F02E1DF@groupz.net> 

References: <339E2884.3903@znet.com> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-—5200-1-p21.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Kirk Bender wrote: 


> I uploaded a program file (vvram.zip) over a week ago to link to 

> my web site. Does it normally take this long to verify a file, 

> or did something get lost? I suppose it's frowned upon to link to 
> a yaroze file stored off-site... 


I don't know if it is frowned upon, but that's what I tend to do.. Who 
wants to wait for them to verify a file. 
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Regards, 
Jeff 


—-MESSAGE FILE 17975 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000019 


——MESSAGE FILE 17976 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000020 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Wed, 11 Jun 1997 13:56:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <339eae37.249872@205.149.189.29> 

References: <339E2884.3903@znet.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Kirk, 


No it doesn't normally take that long. In this case I never received 
notification that you had posted a file( this is an automatic thing). 
I'll look into it today. 


Mario 


On Tue, 10 Jun 1997 21:24:36 -0700, Kirk Bender <kbender@znet.com> 
wrote: 


>I uploaded a program file (vvram.zip) over a week ago to link to 
>my web site. Does it normally take this long to verify a file, 
>or did something get lost? I suppose it's frowned upon to link to 
>a yaroze file stored off-site... 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender.html 


-—-MESSAGE FILE 17976 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000020 


—-MESSAGE FILE 17977 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000021 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Wed, 11 Jun 1997 14:04:56 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <339eb019.731154@205.149.189.29> 

References: <339E2884.3903@znet.com> <339EB7B9.3F02E1DF@groupz.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I don't know anyone who frowns upon it. 
Mario 


On Wed, 11 Jun 1997 09:35:37 -0500, Jeff <jlawton@groupz.net> wrote: 


>Kirk Bender wrote: 

> 

>> I uploaded a program file (vvram.zip) over a week ago to link to 
>> my web site. Does it normally take this long to verify a file, 

>> or did something get lost? I suppose it's frowned upon to link to 
>> a yaroze file stored off-site... 
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> 

>I don't know if it is frowned upon, but that's what I tend to do.. Who 
>wants to wait for them to verify a file. 

> 

>Regards, 

> 

>Jeff 

> 


--MESSAGE FILE 17977 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000021 


——MESSAGE FILE 17978 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000022 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Wed, 11 Jun 1997 17:14:38 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <339edbfd.11969425@205.149.189.29> 

References: <339E2884.3903@znet.com> <339EB7B9.3F02E1DF@groupz.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Jeff, 


Let me clarify my last answer to this message. Some things can be 
linked to your page from and off-site source, some can't. It's OK to 
link to off-site images as long as those images are not in violation 
of a copyright, and are not offensive. Linking to code may be another 
matter. I'll let Sony's legal department answer that. 


Mario 
On Wed, 11 Jun 1997 09:35:37 -0500, Jeff <jlawton@groupz.net> wrote: 


>Kirk Bender wrote: 

> 

>> I uploaded a program file (vvram.zip) over a week ago to link to 
>> my web site. Does it normally take this long to verify a file, 

>> or did something get lost? I suppose it's frowned upon to link to 
>> a yaroze file stored off-site... 

> 

>I don't know if it is frowned upon, but that's what I tend to do.. Who 
>wants to wait for them to verify a file. 

> 

>Regards, 

> 

>Jeff 

> 


--MESSAGE FILE 17978 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000022 


——MESSAGE FILE 17979 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000023 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: andrew_zaffron@interactive.sony.com (Andy Zaffron) 
Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Thu, 12 Jun 1997 01:19:57 GMT 

Organization: Sony Computer Entertainment 

Lines: 20 

Message-ID: <33a04e27.11682147@205.149.189.29> 

References: <339E2884.3903@znet.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent .99ց/32.339 


You may post or otherwise disseminate PlayStation Format Software only 
on SCEA's Yaroze Server or similar Yaroze servers maintained by 
SCE-affiliated companies in Europe and Japan. Please refer to section 
3.8 of your Membership and License Agreement for more details. Thank 
you again for your interest and participation in Net Yaroze. 


Andy Zaffron 
Legal Department 
Sony Computer Entertainment America 


>I uploaded a program file (vvram.zip) over a week ago to link to 
>my web site. Does it normally take this long to verify a file, 
>or did something get lost? I suppose it's frowned upon to link to 
>a yaroze file stored off-site... 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender. html 


—-MESSAGE FILE 17979 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000023 


—-MESSAGE FILE 17980 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Wed, 11 Jun 1997 21:03:17 -0700 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <339F7501.415C@halcyon.com> 

References: <339E2884.3903@znet.com> <33a04e27.11682147@205.149.189.29> 
Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pml-ip1l6.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Andy Zaffron wrote: 


You may post or otherwise disseminate PlayStation Format Software only 
on SCEA's Yaroze Server or similar Yaroze servers maintained by 
SCE-affiliated companies in Europe and Japan. Please refer to section 
3.8 of your Membership and License Agreement for more details. Thank 
you again for your interest and participation in Net Yaroze. 


VV NV V V V 


I guess its not a very big deal, but that doesn't seem to go too well 
with my copyright of code I write. I don't want to make trouble, but I 
am curious about this... 


From the Yaroze License Agreement: 


3.8 (You shall not) Disseminate, distribute, publish, sell or license 
Your or any Member's PlayStation Format Software without the advance 
written consent of SCEA. You may, however, post PlayStation Format 
Software on the Yaroze Server. 


1.10 "PlayStation Format Software" means the executable files created 
from the Memberis PlayStation Format Source Code. 


While I'm certainly not a copyright lawyer I read this as saying I can't 
distribute binaries (or any Sony source code), but I CAN distribute 
source code to which I hold the copyright. 


Again, I'm not trying to be a smart-alec, I'm just curious about the 
rules (I'd rather be able to post source on my external web page.) 
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eli 

gromit@halcyon.com 

—-MESSAGE FILE 17980 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000024 


—-MESSAGE FILE 17981 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000025 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Wed, 11 Jun 1997 22:56:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <339F8F7F.462D@znet.com> 

References: <339E2884.3903@znet.com> <339eae37.249872@205.149.189.29> 
NNTP-Posting-Host: capts-15.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Mario Perdue wrote: 
Kirk, 
No it doesn't normally take that long. In this case I never received 


notification that you had posted a file( this is an automatic thing). 
I'll look into it today. 


Mario 


VVVVVVV VV 


thanks, it's up now. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 17981 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000025 


—-MESSAGE FILE 17982 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sean Kennedy <skennedy@admin.humberc.on.ca> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: how long to verify? 

Date: Thu, 12 Jun 1997 13:01:44 -0400 

Organization: Humber College A.A.T. 

Lines: 94 

Message-ID: <33A02B69.386Béadmin.humberc.on.ca> 

Reply-To: kennedy@moe.acad.humberc.on.ca 

NNTP-Posting-Host: ratbert.humberc.on.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

CC: gromit@halcyon.com 


eli curtz wrote: 

Andy Zaffron wrote: 

> You may post or otherwise disseminate PlayStation Format Software only 
on SCEA's Yaroze Server or similar Yaroze servers maintained by 
SCE-affiliated companies in Europe and Japan. Please refer to section 
3.8 of your Membership and License Agreement for more details. Thank 
you again for your interest and participation in Net Yaroze. 


VV V V 


I guess its not a very big deal, but that doesn't seem to go too well 
with my copyright of code I write. I don't want to make trouble, but I 
am curious about this... 


VVVVVVVVV VV 
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From the Yaroze License Agreement: 


3.8 (You shall not) Disseminate, distribute, publish, sell or license 
Your or any Member's PlayStation Format Software without the advance 
written consent of SCEA. You may, however, post PlayStation Format 
Software on the Yaroze Server. 


1.10 "PlayStation Format Software" means the executable files created 
from the Memberis PlayStation Format Source Code. 


While I'm certainly not a copyright lawyer I read this as saying I can't 
distribute binaries (or any Sony source code), but I CAN distribute 
source code to which I hold the copyright. 


Again, I'm not trying to be a smart-alec, I'm just curious about the 
rules (I'd rather be able to post source on my external web page.) 


eli 
gromit@halcyon.com 
Hmm.. I'm Interested too. But for a different reason. 


VVVVVVVVVVVV VV VV VV V 


I.E. Open Software's Mach Kernel Realtime OS on PSX, and Freeware. 

To Do this, The Mach Kernel would have to be remote hosted. The items 
accessed by the LIBPS.A file {ROM Referenced Object Code} and the 
"Included" Header files would have to be transferred from one platform 
to the other. IE from the Dos GNU platform to a Mach Based Remote host 
IE Linux or MkLinux. Providing that the Header files contain the Sony 
Copyright, AND I am doing this within the confines of the Net Yaroze 
Project Legally there are no grounds to saying That I am Disseminating 
Nor Publishing the SCE Affiliated software for commercial benefit. 


As for the freeware Thats A Different Story. Article 3.8 Specifically 
addresses "Publishing" as a means of distribution. Putting out Includes 
and the LIBPS.A ELF file for Export to a Freeware Environment such a s 
Linux or MkLinux, would be contrary to this agreement guideline. Sony 
Computer Entertainment would have to release a version 
{Modified of course--> No Piracy of Commercial Software Titles allowed.) 
of the header files and Either a custom library file that would be 
confined to a Freeware Real-Time Micro-kernel basis {MACH-> That I'm 
trying to host. Without using too much of the SCEA referred material} or 
a release version of the library file available as a GNU Freeware 
software title along with the header files, under the GNU Software 
Agreement. 


Pughuah! Ack! Puitiuoy! That said, if the PSX was used in Educational 
circles as a Development platform for Educational Versions of a 
Real-Time OS Computer applications course, using A Regular PSX system: 
Sony Could distrubute the BOOT_CD that would allow a Bootstrapper to 
verify the system for "Freeware useage": Similar to the NetYaroze, only 
The user would not have access to the ROM code Libs and certain 
copyright modules API'S but would be able to use play-with tinker with, 
and expand with the PSX. 


Special note: Sony Computer Entertainment OBVIOUSLY would have to be in 
control of this or else the would be hell to pay from commercial 
software developers/publishers/developers. The existing R&D 
Infrastructure would reamin intact, this would simply be the Lowest on 
the development chain. Sony could allocate none or little support for an 
environment like this, BUT, after seeing the Tremendous success of Linux 
under Intel, and the Immense success of MkLinux for RISC Power 
Macintosh, this would be the first step in making the Playstation the 
game console of choice for a large Variety of Computer users. Other game 
console solutions couldn't approach the open-ness of this type of 
introduction. Even if the hardware MAY be more superior, The advantage 
of having a HUGE Developer base, means that Innovative solutions {As 
Well as some solutions that may be quite horrible...} could be cycled 
FAR faster than systems using Proprietary Developer Solutions ever 
could. 


The above is my hopes and dreams of the future of the PSX. And a real 
attempt to release the apparent Stranglehold that other Game Console 
Hardware Vendors OTHER Than Sony have on their respective 
marketplace... 
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I would welcome the opinions of the legal department; with review of the 
above. And Clarification on what Sony Computer Entertainment R&D 
department could possibly do to help bring a dream like this to reality. 
Legally in ALL contexts of course. 


Thank you, 


Sean Kennedy 
—-MESSAGE FILE 17982 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000026 


—--MESSAGE FILE 17983 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000027 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Viewing Japanese Text 

Date: Wed, 18 Jun 1997 02:04:04 -0500 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33A78864.20B3@bmc.com> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


If you want to view Japanese text correctly, such as the Japanese Yaroze 
web pages, you can tweak the US version of Netscape. With this change 
you can use Netscape to look at some of the Japanese demo programs as 
well. It works great. 


Visit the following link where it tells you how: 
http://home.netscape.com/people/ftang/msfont.html 


(Note: most sites with the japanese fonts are SLOW from the US) 
By the way; most of the Japanese Yaroze pages have English filenames. 


Just put the cursor over the link and note the English filename; it's 
usually good enough for figuring out where you are spelunking to. 8-) 


Kevin "Yarozer" Holbrook 
—-MESSAGE FILE 17983 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000027 


—--MESSAGE FILE 17984 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000028 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.internet 

Subject: File uploads: compression format 

Date: Wed, 02 Jul 1997 16:06:03 -0700 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <wal-ya02408000R0207971606030001@news.scea.sony.com> 
NNTP-Posting-Host: wal2.mfactory.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


On the "uploads" page of the web site, it says "Please upload all files 
with .zip compression". If I want to upload a purely Mac-only application 
or utility, may I use StuffIt (.sit) instead? 


Otherwise I'd probably end up ZIPping the SIT file (since the SIT file 
retains Mac creator/resource information etc.). 


One more question: what's the proper way to refer to an uploaded file from 
my web page? 
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Thanks, 
wayne 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 17984 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000028 


—--MESSAGE FILE 17985 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000029 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: File uploads: compression format 

Date: Thu, 03 Jul 1997 00:33:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <33baf2e7.36364069@205.149.189.29> 

References: <wal-ya02408000R0207971606030001@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Wayne, 

StuffIt files should be OK for MAC-only applications. We're just 
trying to make sure the number of different file types is kept to a 
minimum. 


Mario 


On Wed, 02 Jul 1997 16:06:03 -0700, wal@blarg.net (wayne a. lee) 
wrote: 


>On the "uploads" page of the web site, it says "Please upload all files 


>with .zip compression". If I want to upload a purely Mac-only application 
>or utility, may I use StuffIt (.sit) instead? 
> 


>Otherwise I'd probably end up ZIPping the SIT file (since the SIT file 
>retains Mac creator/resource information etc.). 

> 

>One more question: what's the proper way to refer to an uploaded file from 
>my web page? 

> 

>Thanks, 

>wayne 

> 

>—— 

>wayne a. lee <wal@blarg.net> 


—-MESSAGE FILE 17985 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000029 


—-MESSAGE FILE 17986 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000030 

Path: chuka.playstation.co.uk!dialup-00-25.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: File uploads: compression format 

Date: Thu, 03 Jul 1997 21:22:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <ira-0307972122090001@dialup-—00-25.netcomuk.co.uk> 
References: <wal-ya02408000R0207971606030001@news.scea.sony.com> 
NNTP-Posting-Host: dialup-00-25.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <wal-ya02408000R0207971606030001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> On the "uploads" page of the web site, it says "Please upload all files 
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Lines: 3 
Message-ID: <ld6rqx5.3mrki3lggwdieN@al-—88-106.al.nl> 

References: <35002066.3761@writeme.com> <1d5n6kk.2b00iixmstb4N@al1-88-100.al.nl> <01b 
d5c44$935821c0S093652ca@ferguson> <é6fqmltSsogl@emeka.playstation.co.uk> 
NNTP-Posting-Host: al-88-106.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Can we order it within Europe? I would like it to then.... 


DEnnis... 
—-MESSAGE FILE 1897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00600 


—-MESSAGE FILE 1898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000601 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze ICQ Interest Group 

Date: Thu, 2 Apr 1998 09:59:18 +0100 

Organization: Debri 

Lines: 18 

Message-ID: <ld6érqz5.1smsuzryuapsN@al-88-106.al.nl1> 

References: <6fqho2S6ne29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-106.81.ո 
X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:550 scee.yaroze.freetalk.english: 
601 


JohnT <johnt@nettech.demon.co.uk> wrote: 


I have just created an ICQ interest group for Net Yaroze members. It's URL 
is http://groups.icq.com/group.asp?no=17896 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


VVVVVVVV VV 


Great idea, that's better than IRC! 
Thanx! 


DEnnis. 
—-MESSAGE FILE 1898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00601 


—-MESSAGE FILE 1899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000602 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Registered Developers 

Date: Thu, 02 Apr 1998 12:15:02 +0100 

Organization: Intelligent Research 

Lines: 33 

Message-ID: <35237336.FC98C81C@hinge.mistral.co.uk> 

References: <3522C238.6276D05@codeworks.demon.co.uk> <6fvg8n$6ne40@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


There are one or two developers who hang round here as well 
as the scee.dev.* groups ;) 
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> with .zip compression". If I want to upload a purely Mac-only application 
> or utility, may I use StuffIt (.sit) instead? 

> 

> Otherwise I'd probably end up ZIPping the SIT file (since the SIT file 

> retains Mac creator/resource information etc.). 

> 

> One more question: what's the proper way to refer to an uploaded file from 
> my web page? 

> 

> Thanks, 

> wayne 

> 

> 

> 


wayne a. lee <wal@blarg.net> 


I upload my mac stuff in mac binary format [.hqx]. This is generally 
better and more reliable for network transfer. 


Stuff it into .sit format first, then convert the archive into .hqx. 


Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 

—-MESSAGE FILE 17986 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000030 


—-MESSAGE FILE 17987 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: File uploads: compression format 

Date: Fri, 04 Jul 1997 18:51:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <33bd45f£4.15937852@205.149.189.29> 

References: <wal-ya02408000R0207971606030001@news.scea.sony.com> <ira—-—03079721220900 
01@dialup-00-25.netcomuk.co.uk> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 03 Jul 1997 21:22:09 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>In article <wal-ya02408000R0207971606030001@news.scea.sony.com>, 
>wal@blarg.net (wayne a. lee) wrote: 


> 

>> On the "uploads" page of the web site, it says "Please upload all files 
>> with .zip compression". If I want to upload a purely Mac-only application 
>> or utility, may I use StuffIt (.sit) instead? 

>> 


>> Otherwise I'd probably end up ZIPping the SIT file (since the SIT file 

>> retains Mac creator/resource information etc.). 

>> 

>> One more question: what's the proper way to refer to an uploaded file from 
>> my web page? 

>> 

>> Thanks, 

>> wayne 

>> 

>> -- 

>> wayne a. lee <wal@blarg.net> 

> 
>I upload my mac stuff in mac binary format [.hqx]. This is generally 
>better and more reliable for network transfer. 

> 

>Stuff it into .sit format first, then convert the archive into .hqx. 
> 


Greg Labrec also recommends .HQX. Unless someone has a compliant, 
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we'll make that the MAC standard. 


Mario 
—-MESSAGE FILE 17987 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000031 


—-MESSAGE FILE 17988 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000032 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: File uploads: compression format 

Date: Tue, 08 Jul 1997 14:29:06 -0700 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <wal-ya02408000R0807971429060001@news.scea.sony.com> 

References: <wal-ya02408000R0207971606030001@news.scea.sony.com> <ira—03079721220900 
01@dialup-00-25.netcomuk.co.uk> <33bd45f4.15937852@205.149.189.29> 
NNTP-Posting-Host: wal2.mfactory.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33bd45f4.15937852@205.149.189.29>, mperdue@iquest.net (Mario 
Perdue) wrote: 


> Greg Labrec also recommends .HOX. Unless someone has a compliant, 
> we'll make that the MAC standard. 

> 

> Mario 


Cool. I already sent something to yarozeinfo_scea@interactive.sony.com last 
week as a SIT file... should I re-upload it as .HOX? BTW, I had problems 
uploading to the "incoming" folder via ftp last week (I got the error 
"Permission denied" I think), so I sent it as an e-mail attachment. It's a 
big file (it includes the MESA shared lib needed to run it). 


Thanks! 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 17988 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000032 


—-MESSAGE FILE 17989 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: How often is SCEE refreshed? 

Date: Tue, 08 Jul 1997 22:08:54 -0500 

Organization: (no organization) 

Lines: 8 

Message-ID: <33C300C6.1AF6@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I was wondering how often articles from the SCEE newsgroups are 
sent to SCEA? It seems almost like once a week we get a dump 
of all the new articles. 


Unless it's really just that none of the SCEE people post during 
the week, and all rush to post stuff over the weekend! =) 


EdF 
--MESSAGE FILE 17989 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
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0000033 


—-MESSAGE FILE 17990 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: phantom newsgroups 

Date: Tue, 08 Jul 1997 22:13:40 -0500 

Organization: (no organization) 

Lines: 18 

Message-ID: <33C301E4.E1C@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


My newsreader (from Netscape 3.0) keeps listing 
scea.yaroze.programming.event 
scea.yaroze.programming.libraries 

- and - 

scee.yaroze.announce 
scee.yaroze.freetalk.german 
scee.yaroze.problems.mac 

scee.yaroze.profile 


But when I click on them, I get a mesage: 


News Error! 
News host responded: No such group 


Are these groups real, and if not, how can I get the Netscape 
newsreader to stop showing them? 


EdF 
--MESSAGE FILE 17990 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000034 


—--MESSAGE FILE 17991 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000035 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: .C files 

Date: Sun, 20 Jul 1997 18:33:28 -0700 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33D2BC68.2C4Béearthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-03.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Well Im trying to put some .c files on my web and some drawings. I sent 

for them to put it on my website and I have not benn notified. What 

would I 

recieve from sony notifying that I can put it on my website? 

Do they give me source or something?Oh yeah it says to put zip file only 

but I put a .c file. Will it work. 

—-MESSAGE FILE 17991 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000035 


—-MESSAGE FILE 17992 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 
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Newsgroups: scea.yaroze.problems.internet 
Subject: Re: .C files 

Date: Mon, 21 Jul 1997 04:33:09 GMT 
Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <33d2elea.47280100@205.149.189.29> 
References: <33D2BC68.2C4B@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Austin, 


I was just getting ready to send you e-mail on this, but since you've 
asked here, I'll answer here. 


We ask that all uploads be ZIP files to save space. Also, when 
uploading program source, we ask that you include the entire project 
where possible. In addition to the .C and .H files we would like for 
you to include graphics files, the MAKEFILE and batch load files. In 
short, include all the files needed to build and run the program. You 
don't HAVE to share your source code if you don't want to, but it's 
better if you do. 


We do not permit custom graphics for your web page to be uploaded to 
the Yaroze Site. To include custom graphics on your page you must link 
to a file on your ISP's system (or some other system where you can 
store data.) 


Please ZIP the files you wish to add to your page and re-post them. I 
will notify you when they have been released. 


Files are normally released within 24 hours, however files posted at 
11:00PM Friday evening may not get released until Monday. 


Mario 


On Sun, 20 Jul 1997 18:33:28 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well Im trying to put some .c files on my web and some drawings. I sent 
>for them to put it on my website and I have not benn notified. What 
>would I recieve from sony notifying that I can put it on my website? 

>Do they give me source or something?0h yeah it says to put zip file only 
>but I put a .c file. Will it work. 


—-MESSAGE FILE 17992 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000036 


—--MESSAGE FILE 17993 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000037 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: .C files 

Date: Sun, 20 Jul 1997 21:02:35 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33D2DF5B.511A@earthlink.net> 

References: <33D2BC68.2C4B@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max6-so-ca-40.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 


> 

> Well Im trying to put some .c files on my web and some drawings. I sent 
> for them to put it on my website and I have not benn notified. What 

> would I 

> recieve from sony notifying that I can put it on my website? 
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> Do they give me source or something?0h yeah it says to put zip file only 

> but I put a .Շ file. Will it work. 

So I couldn't just take my penciled drawings and put them up on my 

web.Ok I will send the file zipped. Oh yeah and I tried all the stuff 

from the sony balls stuff and it still doesn't work so I just said screw 

it and deleted all the pad stuff and it ran and compiled and got it on 

Siocons but there was no lines!!just a black screen.Im thinking,Do I 

have to do any Cdrom stuff to make it run or something? 

-—-MESSAGE FILE 17993 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000037 


—-MESSAGE FILE 17994 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000038 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 
Newsgroups: scea.yaroze.problems.internet 
Subject: Boy, you are going to get annoyed with me... the question filled newbie 


Date: Tue, 22 Jul 1997 02:37:15 -0700 
Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33D47F4B. 3A83@hubcap.clemson.edu> 
NNTP-Posting-Host: pm4-11.innova.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Is there a way I dont have to keep putting in my 

user name and password when accessing stuff? 

I have Netscape 3.0 and agent. 

I use the News links off the site and use the Netscape news reader 
cuz I cant get the agent to go to the site. 

Also, I dont want to have to use my user name/password 

when I log into the web site. 

Can I expidite this also? 

thanks, 

mike 

—-MESSAGE FILE 17994 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000038 


—-MESSAGE FILE 17995 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Boy, you are going to get annoyed with me... the question filled newbie 
Date: Tue, 22 Jul 1997 18:36:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <33d4fcef.1107222@205.149.189.29> 

References: <33D47F4B. 3A83@hubcap.clemson.edu> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Mike, 


Sorry, but you are going to have to keep entering your user name and 
password to gain access to the Yaroze sites. It's a security thing. 


To get Agent to work you need to set the news server to: 
205.149.189.29 
Mario 


On Tue, 22 Jul 1997 02:37:15 -0700, "Michael C. Lee, Jr." 
<mclee@hubcap.clemson.edu> wrote: 


>Is there a way I dont have to keep putting in my 
>user name and password when accessing stuff? 
>I have Netscape 3.0 and agent. 
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>I use the News links off the site and use the Netscape news reader 
>cuz I cant get the agent to go to the site. 

>Also, I dont want to have to use my user name/password 

>when I log into the web site. 

>Can I expidite this also? 

>thanks, 

>mike 


—-MESSAGE FILE 17995 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000039 


—-MESSAGE FILE 17996 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Boy, you are going to get annoyed with me... the question filled newbie 
Date: Tue, 29 Jul 1997 02:03:59 GMT 

Organization: Sony Computer Entertainment 

Lines: 19 

Message-ID: <33dd4efd.4937283@205.149.189.29> 

References: <33D47F4B. 3A83@hubcap.clemson.edu> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99g/32.339 


On Tue, 22 Jul 1997 02:37:15 -0700, "Michael C. Lee, Jr." 
<mclee@hubcap.clemson.edu> wrote: 


>Is there a way I dont have to keep putting in my 

>user name and password when accessing stuff? 

>I have Netscape 3.0 and agent. 

>I use the News links off the site and use the Netscape news reader 
>cuz I cant get the agent to go to the site. 

>Also, I dont want to have to use my user name/password 

>when I log into the web site. 

>Can I expidite this also? 

>thanks, 

>mike 


You should only have to enter your login/password once per session on 
the website and once per session in the newsgroups. If you are 
entering it more than this you are probably doing something wrong. 
(most likely you're using a bookmark or link to wwl.scea sony.com...) 


—-MESSAGE FILE 17996 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000040 


—-MESSAGE FILE 17997 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Chat Software 

Date: Tue, 29 Jul 1997 02:09:14 GMT 

Organization: Sony Computer Entertainment 

Lines: 7 

Message-ID: <33de4fda.5158300@205.149.189.29> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


I've been looking around for a nice chat application to add to the 
Yaroze site. If anyone has seen anything around the web that they 
like please send me the URL in e-mail. 


1. Should not use IRC. 
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2. Should be accessible through a proxy server. 


—-MESSAGE FILE 17997 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000041 


——MESSAGE FILE 17998 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Chat Software 

Date: Sat, 09 Aug 1997 04:19:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33EC5233.2285@hubcap.clemson.edu> 

References: <33de4fda.5158300@205.149.189.29> 

NNTP-Posting-Host: 206.139.128.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Greg LaBrec wrote: 


I've been looking around for a nice chat application to add to the 
Yaroze site. If anyone has seen anything around the web that they 
like please send me the URL in e-mail. 


V V V V V V 


1. Should not use IRC. 

> 2. Should be accessible through a proxy server. 

Is there a yaroze chat area? 

Ive messed around with the chat stuff (MIRC) but dont know 

how to go to specific areas, like I can with newsgroups. (ie: yaroze) 

thanks, 

mike 

—-MESSAGE FILE 17998 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000042 


—-MESSAGE FILE 17999 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000043 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: greg_labrec@interactive.sony.com (Greg LaBrec) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Chat Software 

Date: Sun, 10 Aug 1997 19:39:25 GMT 

Organization: Sony Computer Entertainment 

Lines: 39 

Message-ID: <33ee153e.78200582@205.149.189.29> 

References: <33de4fda.5158300@205.149.189.29> <33EC5233.2285@hubcap.clemson.edu> 
Reply-To: greg_labrec@interactive.sony.com 

NNTP-Posting-Host: glabrec.vip.best.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.339 


On Sat, 09 Aug 1997 04:19:15 -0700, "Michael C. Lee, Jr." 
<mclee@hubcap.clemson.edu> wrote: 


>Greg LaBrec wrote: 


>> 

>> I've been looking around for a nice chat application to add to the 
>> Yaroze site. If anyone has seen anything around the web that they 
>> like please send me the URL in e-mail. 

>> 


>> 1. Should not use IRC. 
>> 2. Should be accessible through a proxy server. 


>Is there a yaroze chat area? 
>Ive messed around with the chat stuff (MIRC) but dont know 
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>how to go to specific areas, like I can with newsgroups. (ie: yaroze) 
>thanks, 
>mike 


No, not yet. We are experimenting with a system which is more of a 
presentation vehicle than a chat room though it can function as a 
multiple-room chat as well. Its first priority though would be to 
enable SCEA to make technical presentations and hold scheduled live 
question & answer sessions in order to help support Yaroze members. 
The system we are looking at allows presentation via voice, as well as 
text. 


There are only two apparent down sides to the system. The first is 
initial load time to download the non-resident java scripts, which can 
be about 2.5 minutes on a 28.8 connection (uncached). I personally 
feel the functionality and features make it worth it. And the second 
is cost. While it is very expensive, Sony will not hesitate to push 
the program through if they were sure that people would use it. 


The survey was sent out to address these issues. You can expect a 
trial presentation to be held soon with an announcement expected this 
upcoming week. 


—-MESSAGE FILE 17999 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000043 


——MESSAGE FILE 18000 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Tim Oertel <toertel@rpa.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Accessing SCEI and SCEE 

Date: Sun, 31 Aug 1997 22:40:29 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <340A2B1D.6111C605@rpa.net> 

NNTP-Posting-Host: pm2-ip77.rpa.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.30 i686) 


I've seen a number of references of SCEE NY members accessing SCEA and SCEI NY 
web pages, but I can't seem to access theirs... : ( I'm particularly trying to get 
at Ira's web site (~shadow). 


Have I missed something? 


/7777/7 toertel@rpa.net /7//77777777777777777777777777777777777777777777777 

// “Why should I be content to simply // "I'm a hacker; not because I was // 

/ live in this world, when I, as a // programming when I was 13, but // 

human being, can CREATE it?" // because I am human." են 
—-MESSAGE FILE 18000 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000044 


—-MESSAGE FILE 18001 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000045 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Order by date? 

Date: 2 Sep 1997 06:11:50 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <01bcb767$c2e60420S129f22cf@SmarttNet.smartt.com> 
NNTP-Posting-Host: vict-—mx0100505.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Would it be possible to add a feature to the "members home pages" page that 
would allow us to sort the pages by date updated instead of alphabetical 
order? It's kind of a pain to go through all the pages looking for ones 
which have been updated, and as the site grows it could become nigh 
impossible. 


-Chris Blackwell 
—-MESSAGE FILE 18001 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000045 


——MESSAGE FILE 18002 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000046 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Freetalk Access 
Date: Mon, 22 Dec 1997 15:42:01 +0000 
Organization: SCEA News Server 
Lines: 12 

Message-ID: <349R8A49.1688@bellatlantic.net> 
NNTP-Posting-Host: client-119-23.bellatlantic.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Hello everyone, 
Doh, as I become more familiar with the groups, I will use them more 


appropriately... I did post this question in the beginners section, but 
it really belongs here. I cannot access the freetalk group like all the 
others. I can only access it through the WWW link, but I get a grocery 


list of entries without names or topics which is sort-of cumbersome. 
When I click the link, my news browser informs me that my news host 
says there is no such group. I am beginning to believe this is a problem 
with bell atlantic, has any one else had similar problems from their 
news servers saying a group does not exist when it does? If so, did you 
find a solution? 
Thanks. 
—-MESSAGE FILE 18002 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000046 


—-MESSAGE FILE 18003 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Peter_Alau@playstation.sony.com (Peter Alau) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 

Date: Tue, 23 Dec 1997 03:07:43 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <34a22acb.4512659@205.149.189.29> 

References: <349E8A49.1688@bellatlantic.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Mon, 22 Dec 1997 15:42:01 +0000, Matthew Hulett 
<matth@bellatlantic.net> wrote: 


>Hello everyone, 

> Doh, as I become more familiar with the groups, I will use them more 
>appropriately... I did post this question in the beginners section, but 
>it really belongs here. I cannot access the freetalk group like all the 
>others. I can only access it through the WWW link, but I get a grocery 
>list of entries without names or topics which is sort-of cumbersome. 
>When I click the link, my news browser informs me that my news host 
>says there is no such group. I am beginning to believe this is a problem 
>with bell atlantic, has any one else had similar problems from their 


Net Yaroze newsgroups message dump.txt Page 12110 


>news servers saying a group does not exist when it does? If so, did you 
>find a solution? 
> Thanks. 


Which News Browser are you using,you have access to all the 
newsgroups, and aside from my annoying replication problem, there 
haven't been any other problems.... 


-Peter 
--MESSAGE FILE 18003 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000047 


—-MESSAGE FILE 18004 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 

Date: Tue, 23 Dec 1997 02:53:38 +0000 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <349F27B2.1251@bellatlantic.net> 

References: <349E8A49.1688@bellatlantic.net> <34a22achb.4512659@205.149.189.29> 
NNTP-Posting-Host: client-119-21.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Peter Alau wrote: 


On Mon, 22 Dec 1997 15:42:01 +0000, Matthew Hulett 
<matth@bellatlantic.net> wrote: 


>Hello everyone, 
> Doh, as I become more familiar with the groups, I will use them more 


>appropriately... I did post this question in the beginners section, but 
>it really belongs here. I cannot access the freetalk group like all the 
>others. I can only access it through the WWW link, but I get a grocery 


>list of entries without names or topics which is sort-of cumbersome. 
>When I click the link, my news browser informs me that my news host 
>says there is no such group. I am beginning to believe this is a problem 
>with bell atlantic, has any one else had similar problems from their 
>news servers saying a group does not exist when it does? If so, did you 
>find a solution? 

> Thanks. 


Which News Browser are you using,you have access to all the 
newsgroups, and aside from my annoying replication problem, there 
haven't been any other problems.... 


VVVVVVVVVVVVVV VV VV VV VV 


-Peter 


I am just using my netscape browser, version 3.04. The exact reply I 
receive is: News Error! 
News host responded. No such group. 
I suspect I will just have to live with the WWW link. I haven't noticed 
anyone else saying they've had the same problem, is it possible that the 
problem is from my news server on Bell Atlantic? 
Matt 
--MESSAGE FILE 18004 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000048 


——MESSAGE FILE 18005 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000049 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 


Net Yaroze newsgroups message dump.txt Page 1212 
Craig. 


SCEE wrote: 


Sorry, 


Developers don't have access to the Yaroze newsgroups ( because of the 
possibility of crosstalk ) 
( unless they are also Yaroze members ) 


Colin, 


Jim wrote in message <3522C238.6276D05@codeworks.demon.co.uk>... 

>I was wondering if registered developers also have access to the Yaroze 
>news groups? 

> 

>It would be great to be able to communicate with the professionals, 
>receive their criticisms / comments on our work and give ourselves 
>someone to benchmark against. 

> 

>Only disadvantage I can see, would be a possibility that some 
>confidential information, privy only to registered developers, could 
>slip into Yaroze hands. 

> 

>Thoughts? 

> 

>Jim 


VVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 1899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00602 


-—-MESSAGE FILE 1900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000603 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Registered Developers 

Date: Thu, 2 Apr 1998 13:47:37 +0100 

Organization: Debri 

Lines: 5 

Message-ID: <ld6us81.layppw61j1lqlsON@al-88-108.a1l.nl1> 

References: <3522C238.6276D05@codeworks.demon.co.uk> <6fvg8nS$6ne40@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 81-88-108.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I'm glad that they don't have free access. Otherwise I would not show my 
projects this easy. I do know that some developers have a yaroze just to 
keep an eye on whats going on. Like finding new talent. 


DEnnis... 
—-MESSAGE FILE 1900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00603 


—-MESSAGE FILE 1901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000604 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Game Design UK 

Date: 3 Apr 1998 10:52:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <0Olbd5eef$139ea280$cc3752ca@ferguson> 
NNTP-Posting-Host: ip-55-204.dialup.hkstar.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi y'all, 
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Date: Tue, 23 Dec 1997 11:11:56 -0600 
Organization: The Implementor 

Lines: 12 

Message-ID: <349FFODC.2B1E@ix.netcom.com> 
References: <349E8A49.1688@bellatlantic.net> <34a22acb.4512659@205.149.189.29> <349F 
27B2.1251@bellatlantic.net> 

Reply-To: spelwevr@ix.netcom.com 
NNTP-Posting-Host: tiphares.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

To: Matthew Hulett <matth@bellatlantic.net> 


Quoth Matthew Hulett: 

erste է| 

The exact reply I receive is: News Error! News host responded. 
No such group. I suspect I will just have to live with the WWW 
link. I haven't noticed anyone else saying they've had the same 
problem, is it possible that the problem is from my news server 
on Bell Atlantic? 


V V V V V — 


The Yaroze newsgroups are only accessable from the Sony servers. 
The SCEA server is news.scea.sony.com 


[Posted and emailed] 
--MESSAGE FILE 18005 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000049 


——MESSAGE FILE 18006 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000050 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 

Date: Tue, 23 Dec 1997 14:17:00 +0000 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <349FC7DC.2E11@bellatlantic.net> 

References: <349E8A49.1688@bellatlantic.net> <34a22acb.4512659@205.149.189.29> <349F 
27B2.1251@bellatlantic.net> <349FFODC.2B1E@ix.netcom. com> 

NNTP-Posting-Host: client-119-5.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 

CC: Matthew Hulett <matth@bellatlantic.net> 


I am only just becoming familiar with newsgroups in the past week. If 
my news server is not in the loop, that is my misunderstanding. I get to 
swallow humble pie every day at this point, mmm mmm good! I am using the 
links provided on the newsgroups page, this just makes it odder that the 
Sony server would tell me the group doesn't exist when everyone else has 
access... Hmmm... Has any one else out there had this problem on the 
Sony server? It is especially odd since every other group is loaded just 
fine. What could there possibly be about my setup that could cause the 
server to declare the group doesn't exist? 

Matt 


Spellweaver wrote: 


Quoth Matthew Hulett: 

ind շո | 

The exact reply I receive is: News Error! News host responded. 
No such group. I suspect I will just have to live with the WWW 
link. I haven't noticed anyone else saying they've had the same 
problem, is it possible that the problem is from my news server 
on Bell Atlantic? 


VVVV Ve 


The Yaroze newsgroups are only accessable from the Sony servers. 
The SCEA server is news.scea.sony.com 


VVVVVVVVVV VV 
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> [Posted and emailed] 
-—-MESSAGE FILE 18006 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000050 


——MESSAGE FILE 18007 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000051 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 


Date: Wed, 24 Dec 1997 02:24:11 +0000 
Organization: SCEA News Server 
Lines: 29 


Message-ID: <34A0724B.3F7D@bellatlantic.net> 

References: <349E8A49.1688@bellatlantic.net> <34a22acb.4512659@205.149.189.29> <349F 
27B2.1251@bellatlantic.net> <349FFODC.2B1E@ix.netcom.com> <349FC7DC.2E11@bellatlanti 
c.net> 

NNTP-Posting-Host: client-119-22.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Well, after a few hours of exploring, I have become more familiar with 
the groups. My problem is worse than I thought, although I can live with 
it. I can not access any Japanese groups, which doesn't break my heart 
because I can't read Japanese anyway. On the european front, I can't 
access the announce section, the mac problems section, or the profile 
section. No biggie, I just wish I knew why. On the SCEA side, I still 
can't access the freetalk group. I now find I also cannot get into 
the event group or the programming libraries group. 

Are any of you having any problems like this? I even tried 
uninstalling my browser, cleaning up my registries, and reinstalling my 
browser. How could I be the only one who can't access a bunch of groups? 
I even tried using a different version of Netscape (2.02.01la) just for 
the heck of it, no difference. Why would the Sony server tell just me 
that the group does not exist? No jokes about New Jersey please. I have 
to still wonder that Bell Atlantic is in some way my problem. 

I really want to access the freetalk group, this seems to be the most 
active group, and being able to access the programming libraries group 
seems like it would be very important in the future. 

How unfortunate that the staff has gone on vacation. Oh well, I know 
my dilemna has been noted by some, perhaps someone will offer me a 
solution. If not Bell Atlantic, is it possible that my browser is 
sending a message that the Yaroze server is misinterpreting? Sometimes 
when I edit my website, if the Sony server makes my computer wait too 
long for a reply, my browser sends a message that the Sony server cannot 
understand (I get a message from the server saying my browser sent a 
message it could not understand). Could it be the internet protocol used 
by Bell Atlantic? 

Help... 

Matt 
—-MESSAGE FILE 18007 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000051 


—-MESSAGE FILE 18008 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 

Date: Wed, 24 Dec 1997 15:53:17 GMT 

Organization: L4 Software 

Lines: 44 

Message-ID: <34al2ec7.2354633@205.149.189.29> 

References: <349E8A49.1688@bellatlantic.net> <34a22acb.4512659@205.149.189.29> <349F 
27B2.1251@bellatlantic.net> <349FFODC.2B1E@ix.netcom.com> <349FC7DC.2E11@bellatlanti 
c.net> <34A0724B.3F7D@bellatlantic.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Matthew, 


I've been using Forte' Free Agent since I first started using 
newsgroups. It works great. You can download a copy of it at: 


http://www.forteinc.com 
You might want to give it a try. 
Mario 


On Wed, 24 Dec 1997 02:24:11 +0000, Matthew Hulett 
<matth@bellatlantic.net> wrote: 


>Well, after a few hours of exploring, I have become more familiar with 
>the groups. My problem is worse than I thought, although I can live with 
>it. I can not access any Japanese groups, which doesn't break my heart 
>because I can't read Japanese anyway. On the european front, I can't 
>access the announce section, the mac problems section, or the profile 
>section. No biggie, I just wish I knew why. On the SCEA side, I still 
>can't access the freetalk group. I now find I also cannot get into 

>the event group or the programming libraries group. 

> Are any of you having any problems like this? I even tried 
>uninstalling my browser, cleaning up my registries, and reinstalling my 
>browser. How could I be the only one who can't access a bunch of groups? 
>I even tried using a different version of Netscape (2.02.018) just for 
>the heck of it, no difference. Why would the Sony server tell just me 
>that the group does not exist? No jokes about New Jersey please. I have 
>to still wonder that Bell Atlantic is in some way my problem. 

> I really want to access the freetalk group, this seems to be the most 
>active group, and being able to access the programming libraries group 
>seems like it would be very important in the future. 

> How unfortunate that the staff has gone on vacation. Oh well, I know 
>my dilemna has been noted by some, perhaps someone will offer me a 
>solution. If not Bell Atlantic, is it possible that my browser is 
>sending a message that the Yaroze server is misinterpreting? Sometimes 
>when I edit my website, if the Sony server makes my computer wait too 
>long for a reply, my browser sends a message that the Sony server cannot 
>understand (I get a message from the server saying my browser sent a 
>message it could not understand). Could it be the internet protocol used 
>by Bell Atlantic? 

> Help... 

> Matt 
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—-MESSAGE FILE 18008 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 


0000052 


—-MESSAGE FILE 18009 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 


/00000053 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Matthew Hulett <matth@bellatlantic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 

Date: Wed, 24 Dec 1997 15:24:42 +0000 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <34A1293A.2AE@bellatlantic.net> 


References: <349E8A49.1688@bellatlantic.net> <34a22acb.4512659@205.149.189.29> <349F 
27B2.1251@bellatlantic.net> <349FFODC.2B1E@ix.netcom.com> <349FC7DC.2E11@bellatlanti 


c.net> <34A0724B.3F7D@bellatlantic.net> <34al2ec7.2354633@205.149.189.29> 
NNTP-Posting-Host: client-119-36.bellatlantic.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 

CC: Matthew Hulett <matth@bellatlantic.net> 


Ah ha, the problem is solved! Thanks Mario, obviously my Netscape 
newsreader was speaking a language the server did not understand. 
Matt 
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Mario Perdue wrote: 
Matthew, 


I've been using Forte' Free Agent since I first started using 
newsgroups. It works great. You can download a copy of it at: 


http://www. forteinc.com 
You might want to give it a try. 
Mario 


On Wed, 24 Dec 1997 02:24:11 +0000, Matthew Hulett 
<matth@bellatlantic.net> wrote: 


>Well, after a few hours of exploring, I have become more familiar with 
>the groups. My problem is worse than I thought, although I can live with 
>it. I can not access any Japanese groups, which doesn't break my heart 
>because I can't read Japanese anyway. On the european front, I can't 
>access the announce section, the mac problems section, or the profile 
>section. No biggie, I just wish I knew why. On the SCEA side, I still 
>can't access the freetalk group. I now find I also cannot get into 

>the event group or the programming libraries group. 

> Are any of you having any problems like this? I even tried 
>uninstalling my browser, cleaning up my registries, and reinstalling my 
>browser. How could I be the only one who can't access a bunch of groups? 
>I even tried using a different version of Netscape (2.02.018) just for 
>the heck of it, no difference. Why would the Sony server tell just me 
>that the group does not exist? No jokes about New Jersey please. I have 
>to still wonder that Bell Atlantic is in some way my problem. 

> I really want to access the freetalk group, this seems to be the most 
>active group, and being able to access the programming libraries group 
>seems like it would be very important in the future. 

> How unfortunate that the staff has gone on vacation. Oh well, I know 
>my dilemna has been noted by some, perhaps someone will offer me a 
>solution. If not Bell Atlantic, is it possible that my browser is 
>sending a message that the Yaroze server is misinterpreting? Sometimes 
>when I edit my website, if the Sony server makes my computer wait too 
>long for a reply, my browser sends a message that the Sony server cannot 
>understand (I get a message from the server saying my browser sent a 
>message it could not understand). Could it be the internet protocol used 
>by Bell Atlantic? 

> Help... 

> Matt 

—-MESSAGE FILE 18009 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000053 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 18010 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000054 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Freetalk Access 

Date: Wed, 24 Dec 1997 21:59:32 GMT 

Organization: L4 Software 

Lines: 12 

Message-ID: <34a185a8.7032200@205.149.189.29> 

References: <349E8A49.1688@bellatlantic.net> <34a22acb.4512659@205.149.189.29> <349F 
27B2.1251@bellatlantic.net> <349FFODC.2B1E@ix.netcom.com> <349FC7DC.2E11@bellatlanti 
c.net> <34A0724B.3F7D@bellatlantic.net> <34al2ec7.2354633@205.149.189.29> <34A1293A, 
2AE@bellatlantic.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Great! Welcome to the rest of the news groups. 
Mario 


On Wed, 24 Dec 1997 15:24:42 +0000, Matthew Hulett 
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<matth@bellatlantic.net> wrote: 


>Ah ha, the problem is solved! Thanks Mario, obviously my Netscape 
>newsreader was speaking a language the server did not understand. 
> Matt 

> 


—-MESSAGE FILE 18010 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000054 


——MESSAGE FILE 18011 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000055 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: member websites 

Date: Tue, 20 Jan 1998 23:23:25 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <6a47ad$73b4@scea> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Was looking at the member websites, and the (Updated ) dates have 
disappeared, as if et by wolverines. 


Just to let you know. 
BTW, isn't there a new website dude? Welcome aboard! 


mike 


—-MESSAGE FILE 18011 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000055 


—-MESSAGE FILE 18012 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000056 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Wed, 21 Jan 1998 15:47:14 GMT 

Organization: L4 Software 

Lines: 20 

Message-ID: <34c61852.779440@205.149.189.29> 

References: <6a47ad$73b4@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks for the heads up. I'll check into it today. 
Mario 


On Tue, 20 Jan 1998 23:23:25 -0800, "Michael Hough" 
<mhough@stanford.edu> wrote: 


> Was looking at the member websites, and the (Updated ) dates have 
>disappeared, as if et by wolverines. 


> 

> Just to let you know. 

> 

> BTW, isn't there a new website dude? Welcome aboard! 
> 

>mike 

> 

> 
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> 


—-MESSAGE FILE 18012 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000056 


—--MESSAGE FILE 18013 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000057 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Peter_Alau@playstation.sony.com (Peter Alau) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Wed, 21 Jan 1998 17:54:07 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34c635ed.1913632@205.149.189.29> 

References: <6a47ad$73b4@scea> <34c61852.779440@205.149.189.29> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Wed, 21 Jan 1998 15:47:14 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


> 
>> Was looking at the member websites, and the (Updated ) dates have 


>>disappeared, as if et by wolverines. 
>> 


Not eaten by wolverines I assure you, eaten by me, but I'm not sure 
when I ate it. I working on fixing it today. Sorry for the 
inconvenience. 


-Peter 
--MESSAGE FILE 18013 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000057 


——MESSAGE FILE 18014 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000058 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Wed, 21 Jan 1998 19:21:16 -0000 

Organization: Yaloozer 

Lines: 11 

Message-ID: <6a5hgt$o2il@chuka.playstation.co.uk> 

References: <6a47ad$73b4@scea> <34c61852.779440@205.149.189.29> <34c635ed.1913632@20 
5.149.189.29» 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


You mean there are supposed to be dates next to the word 'updated' on the 
SCEA homepage index? That would be fantastic! Please can you persuade SCEE 
to fix this up on their mirror as well. 

pretty please 

Graeme 


—-MESSAGE FILE 18014 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000058 


—-MESSAGE FILE 18015 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
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/00000059 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "E!" <tenchi@cisco.com> 

Newsgroups: scea.yaroze.problems.internet 
Subject: Edit website tag formatting error... 
Date: Wed, 04 Feb 1998 18:30:14 -0800 
Organization: 

Lines: 76 

Message-ID: <34D92436.7A6050DE@cisco.com> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Hm... a funky error that I got while editing my Yaroze site today. 
The members site editor 


http://www.scea.sony.com/net/yaroze/pages/edithtml.cgi 


has a formatting error. Any "escaped" sequences are not "unescaped" 
when you edit your page for a second time. 


Example: 


- edit your HTML for any page, insert the following, and 
then click "Enter Changes": 


This like has a less-than sign: &lt;.<BR> 
This one has a greater-than sign: ճցեչ. 


- the HTML output should look like: 


This like has a less-than sign: <. 
This one has a greater-than sign: >. 


— this is fine. However, now look at the HTML code in the 
textarea box when you edit the page again: 


This like has a less-than sign: <.<BR> 
This one has a greater-than sign: >. 


While this normally wouldn't concern me, what if you had the following 
statement in your page: 


This page is great! &1t;g&gt;<BR> 


The next time you edit it, you would see in the textarea box: 


This page is great! <g><BR> 


So, a subsequent "Enter Changes" would result in the creation of a "<G>" 
tag, at which point the browsers will either ignore it or become 
confused. 


When the CGI recreates the page, it should probably at least do the 
following: 


- turn all " into &quot; 
- turn all < into &lt; 
The text in the textarea box should be correct. If it's in Perl, this 


is something I commonly use when formatting output: 


# in: any amount of text you want Web-ized 

# out: a formatted set of strings 

# desc: formats a series of text strings for browsers ^_^ 
sub WebString 

{ 

my( @input ) = @_; 

my( @output,Sline ); 
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@output = (); 

foreach Sline (@input) 
{ 
$line =~ s/\&/\é&amp;/g; 
$line =~ s/</\&1t;/g; 
$line =~ s/>/\&gt;/g; 
$line =~ s/\"/\&quot;/g; 


push( @output,$line ); 
) # foreach $line (@input) 


return( @output ); 


} 
Thanks! 


- Elliott 

tenchi@netmagic.net 

www.netmagic.net/~tenchi 
—-MESSAGE FILE 18015 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000059 


—-MESSAGE FILE 18016 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeremy Hess <jhess@mail.tdsnet.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Yaroze web pages 

Date: Wed, 04 Feb 1998 22:02:05 -0600 

Organization: SCEA News Server 

Lines: 5 
Message-ID: <34D939BD.3E4A@mail.tdsnet.com> 
NNTP-Posting-Host: mawiusr2-a33.madison.tds.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


How long does it take before my webpage it listed with the others? I 
filled a quick one out over a week ago, and entered the info for the 
website notification. 


thanks 
—-MESSAGE FILE 18016 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000060 


—-MESSAGE FILE 18017 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000061 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Yaroze web pages 

Date: Thu, 05 Feb 1998 04:57:11 GMT 

Organization: L4 Software 

Lines: 16 

Message-ID: <34d9465e.7918933@205.149.189.29> 

References: <34D939BD.3E4A@mail.tdsnet.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Jeremy, 


It normally doesn't take that long. However, there are some changes in 
the works about how those notices get handled. Please bear with us. 


Mario 


On Wed, 04 Feb 1998 22:02:05 -0600, Jeremy Hess 
<jhess@mail.tdsnet.com> wrote: 


>How long does it take before my webpage it listed with the others? I 
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>filled a quick one out over a week ago, and entered the info for the 
>website notification. 

> 

>thanks 


—-MESSAGE FILE 18017 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000061 


—-MESSAGE FILE 18018 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000062 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Fri, 06 Feb 1998 00:04:37 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34da4fa8.14845744@news.scea.sony.com> 

References: <6a47ad$73b4@scea> 

NNTP-Posting-Host: 151.198.184.50 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 20 Jan 1998 23:23:25 -0800, "Michael Hough" 
<mhough@stanford.edu> wrote: 


> Was looking at the member websites, and the (Updated ) dates have 
>disappeared, as if et by wolverines. 

> 

> Just to let you know. 


Just thought I'd mention that I was just visiting member's sites, 
and I noticed two things: 

1) Update dates aren't currently being updated. 

2) The bar.gif image between our names is buggy. It actually 
displays when the page first loads, but then the bars dissapear 
and are replaced by 'dead link' question marks.What's even more 
interesting is that the bars that were previously in place disapear 
when you scroll the page up and down. 

I am sure y'all are aware of these things, but I've seen no mention 
of it, so I figured I would mention it. Damn wolverines... 


-Matt 


--MESSAGE FILE 18018 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000062 


——MESSAGE FILE 18019 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000063 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Fri, 06 Feb 1998 07:03:10 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <34dab57e.2971165@205.149.189.29> 

References: <6a47ad$73b4@scea> <34da4fa8.14845744@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I just checked and it looks OK to me. Are you (or anyone else) still 
having problems? 


Mario 


On Fri, 06 Feb 1998 00:04:37 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


>On Tue, 20 Jan 1998 23:23:25 -0800, "Michael Hough" 
><mhough@stanford.edu> wrote: 
> 
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>> Was looking at the member websites, and the (Updated ) dates have 
>>disappeared, as if et by wolverines. 


>> 

>> Just to let you know. 

> 

> Just thought I'd mention that I was just visiting member's sites, 


>and I noticed two things: 
> 1) Update dates aren't currently being updated. 

> 2) The bar.gif image between our names is buggy. It actually 
>displays when the page first loads, but then the bars dissapear 
>and are replaced by 'dead link' question marks.What's even more 
>interesting is that the bars that were previously in place disapear 
>when you scroll the page up and down. 


> I am sure y'all are aware of these things, but I've seen no mention 
>of it, so I figured I would mention it. Damn wolverines... 

> 

>-Matt 

> 


-—-MESSAGE FILE 18019 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000063 


—--MESSAGE FILE 18020 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Fri, 06 Feb 1998 11:43:30 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <34daf323.56703353@news.scea.sony.com> 

References: <6a47ad$73b4@scea> <34da4fa8.14845744@news.scea.sony.com> <34dab57e.2971 
165@205.149.189.29> 

NNTP-Posting-Host: client-119-44.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 06 Feb 1998 07:03:10 GMT, mperdue@l4software.com (Mario 
Perdue) wrote: 


>I just checked and it looks OK to me. Are you (or anyone else) still 
>having problems? 

> 

>Mario 


Well, I just tried a few things. I made a minor change to my page, 
and the update date actually did work correctly, but it was not 
yesterday or the day before. I had added a page and was working on 
and off for two days, and the date had not changed. Oh well, it works 
now. 

As for the bar.gif, I looked at the page with both Navigator 3.04 
and Explorer 4.70, and the bars do not display for me. I get the dead 
link question marks with Netscape, but not with Microsoft. No bars 
with either. Hmmn..., 

Every other time I have had a problem like this, from accessing the 
groups to WinZip and Mime files, the problem has been 


incompatibilities with my software. I only doubt this conclusion now 
because I have been using Navigator 3.04 all along from the beginning 
with no problems (except for the newsreader). It is only in the past 


two or three weeks that I have encountered quarks on the 'member's 
pages' page. 

I wonder if others are having this effect? If not, it is surely my 
setup once again. 


-Matt 


--MESSAGE FILE 18020 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000064 


Net Yaroze newsgroups message dump.txt Page 1213 


I was taking a look at the Games Design UK '98 website: 
http://www.gduk.co.uk 

Anyway, it's all very exciting but I've found zero mention of what 
platforms are acceptable for entries. Presumably Yaroze code is OK? Even if 
the judges don't have a Yaroze, does Yaroze code run on a regular PS 
development kit? Errrr - in short, does anyone know if Yaroze games are 
valid entries to GDUK 98? 


(pleasepleaseplease) 


Nick "not a hope in hell of winning" F 


ferguson@hkstar.com 
—-MESSAGE FILE 1901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00604 


—-MESSAGE FILE 1902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000605 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: 3 Apr 1998 11:08:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <0Olbd5ef1$4e929340$cc3752ca@ferguson> 
References: <Olbd5eef$139ea280$cc3752ca@ferguson> 
NNTP-Posting-Host: ip-55-204.dialup.hkstar.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


OK so it's Games *Developer* UK 98. Still, it's very cool!!! 


Nick 
—-MESSAGE FILE 1902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00605 


—-MESSAGE FILE 1903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000606 

Path: chuka.playstation.co.uk!news 

From: "James" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Using Linux instead of Windows or Macintosh machines 
Date: Sat, 4 Apr 1998 10:00:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6g4slpS6vnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p45-courser-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Has anybody been able to use Linux instead of using the Windows / 
Macintosh software to linkup to the Yaroze system ?? 'Cause I am seriously 
thinking of getting rid of crappy Windows 95. 


Cheers, 


James 
james. banks@virgin.net 
——> remove nospam to reply Հ-- 


"How lucky I am!! Whenever I make a mistake people are sure to discover it." 


—-MESSAGE FILE 1903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00606 


—-MESSAGE FILE 1904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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—--MESSAGE FILE 18021 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Fri, 06 Feb 1998 17:12:35 -0800 

Organization: 

Lines: 37 

Message-ID: <34DBB503.14F6F522@netmagic.net> 

References: <6a47ad$73b4@scea> <34da4fa8.14845744@news.scea.sony.com> <34dab57e.2971 
165@205.149.189.29> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I only experienced that problem with Netscape Navigator 3.01... 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Mario Perdue wrote: 


I just checked and it looks OK to me. Are you (or anyone else) still 
having problems? 


Mario 


On Fri, 06 Feb 1998 00:04:37 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


>On Tue, 20 Jan 1998 23:23:25 -0800, "Michael Hough" 
><mhough@stanford.edu> wrote: 

> 

>> Was looking at the member websites, and the (Updated ) dates have 
>>disappeared, as if et by wolverines. 


>> 

>> Just to let you know. 

> 

> Just thought I'd mention that I was just visiting member's sites, 


>and I noticed two things: 
> 1) Update dates aren't currently being updated. 

> 2) The bar.gif image between our names is buggy. It actually 
>displays when the page first loads, but then the bars dissapear 
>and are replaced by 'dead link' question marks.What's even more 
>interesting is that the bars that were previously in place disapear 
>when you scroll the page up and down. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


> I am sure y'all are aware of these things, but I've seen no mention 
>of it, so I figured I would mention it. Damn wolverines... 

> 

>-Matt 

> 


—-MESSAGE FILE 18021 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000065 


——MESSAGE FILE 18022 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000066 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Fri, 06 Feb 1998 22:40:23 -0600 

Organization: (no organization) 

Lines: 33 

Message-ID: <34DBE5B7.698B@écharlie.cns.iit.edu> 

References: <6a47ad$73b4@scea> <34da4fa8.14845744@news.scea.sony.com> <34dab57e.2971 
165@205.149.189.29> <34DBB503.14F6F522@netmagic.net> 

Reply-To: fedeedw@charlie.cns.iit.edu 
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NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Elliott Lee wrote: 

> 

> I only experienced that problem with Netscape Navigator 3.01... 

> 

> Mario Perdue wrote: 

>> 

> > I just checked and it looks OK to me. Are you (or anyone else) still 
> > having problems? 

>> 

> > On Fri, 06 Feb 1998 00:04:37 GMT, matth@bellatlantic.net (Matthew 

> > Hulett) wrote: 

>> 

> > >On Tue, 20 Jan 1998 23:23:25 -0800, "Michael Hough" 

> > ><mhough@stanford.edu> wrote: 

>>> 2) The bar.gif image between our names is buggy. It actually 

> > >displays when the page first loads, but then the bars dissapear 

> > >and are replaced by 'dead link' question marks.What's even more 

> > >interesting is that the bars that were previously in place disapear 
> > >when you scroll the page up and down. 


I just checked with: 
Netscape Communicator 4.03: Works fine. 


Netscape Navigator 3.0: As described above: Instead of "bars" between 
the names, there are the "dead link" question mark icons. Also, the 
little 

"eye" icons do not line up (the are not right-—justified). 


Internet Explorer 3.0: The bars do not show up, and neither do the 
"dead 

link" icons. The "eye" icons show up and line up nicely. 

EdF 


—-MESSAGE FILE 18022 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000066 


—-MESSAGE FILE 18023 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000067 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Fri, 06 Feb 1998 23:34:37 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34DCOE8D.6184@concentric.net> 

References: <6a47ad$73b4@scea> <34da4fa8.14845744@news.scea.sony.com> <34dab57e.2971 
165@205.149.189.29> <34daf323.56703353@news.scea.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts018d13.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Did you update your first page those other times (when it didn't work) ? 
I think the "Updated" date is just taken from the time/date stamp 

of your first ".html" file (scartier.html for me). If you update 

one of the other nine pages without touching the first one it won't 
update. At least that's my guess. 


Oh and I get the broken link icon instead of the bars. The eye icon 
is also not right justified as mentioned by someone else. I'm using 
Netscape 3.0. 


Scott 
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> Well, I just tried a few things. I made a minor change to my page, 

> and the update date actually did work correctly, but it was not 

> yesterday or the day before. I had added a page and was working on 

> and off for two days, and the date had not changed. Oh well, it works 

> now. 

-—-MESSAGE FILE 18023 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000067 


——MESSAGE FILE 18024 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000068 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: member websites 

Date: Sat, 07 Feb 1998 12:35:05 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <34dc4f3a.36156301@news.scea.sony.com> 

References: <6a47ad$73b4@scea> <34da4fa8.14845744@news.scea.sony.com> <34dab57e.2971 
165@205.149.189.29> <34daf323.56703353@news.scea.sony.com> <34DCOE8D.6184@concentric 
-net> 

NNTP-Posting-Host: client-120-50.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Did you update your first page those other times (when it didn't work)? 
>I think the "Updated" date is just taken from the time/date stamp 

>of your first ".html" file (scartier.html for me). If you update 

>one of the other nine pages without touching the first one it won't 
>update. At least that's my guess. 


Your guess seems to be right on the mark. I just did a few changes 
to test it, and you are correct. One mystery solved. 


>Oh and I get the broken link icon instead of the bars. The eye icon 
>is also not right justified as mentioned by someone else. I'm using 
>Netscape 3.0. 


Yes, and I also get the improper placement of the eye icons. I had 
not mentioned it because I figured if the bars were present, they 
would be properly placed. Perhaps yes, perhaps no... 

I just wonder how many more incompatibilities will arise over time, 
I really prefer Navigator 3.04. When I tried Communicator 4.01, 
the program was very unstable on my system, it could not multi-task 
worth a damn, it started locking up my computer, and the problem 
continued to get worse over time until I removed it (2 weeks). 

Ah well... the world moves on and we are always chasing the 
standard. 


-Matt 


--MESSAGE FILE 18024 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000068 


—-MESSAGE FILE 18025 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000069 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 
Newsgroups: scea.yaroze.problems.internet 

Subject: Sony mailbox failures 

Date: Mon, 09 Feb 1998 02:02:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <34de62d8.21843660@news.playstation.co.uk> 
NNTP-Posting-Host: th-eng07-072.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hullo Sony internet peeps. 
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I think you should fix that problem where someone's mailbox being full 
generates bounce messages to newsgroups. 


It isn't restricted to the Yaroze server and it's v annoying :=) 


- Gil 
—-MESSAGE FILE 18025 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000069 


—-MESSAGE FILE 18026 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000070 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: scea.yaroze.programming.sound newsgroup error? 

Date: Tue, 10 Feb 1998 18:20:41 -0800 

Organization: 

Lines: 16 

Message-ID: <34E10AF9.FDAB784@netmagic.net> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Hiya, 


Recently, I have been getting an error using Communicator 4.0 
trying to access the scea.yaroze.programming.sound group. It; 
for some unknown reason, loads in about 125 headers and then 
jumps to a ficticious newsgroup named 
"7%20Aug%201997%2001%3A30%3A18%20GMT". 


Beats me why. All the other groups come down the pipe just fine. 
Netscape 3.0 had no problems with this. Does this sound like a 
browser bug or a news server error? 


thanks, 
=e? 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 18026 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000070 


—-MESSAGE FILE 18027 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000071 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: scea.yaroze.programming.sound newsgroup error? 

Date: Thu, 12 Feb 1998 02:53:00 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34e262bf.40601062@news.scea.sony.com> 

References: <34E10AF9.FDAB784@netmagic.net> 

NNTP-Posting-Host: client-119-22.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


My two cents are that it sounds like a browser incompatibility, I 
would not know if it is a bug. The news page says you can use your 
Netscape newsreader to access the groups, but I had endless headaches 
using Navigator 3.04's newsreader, and then I started using Forte's 
free newsreader. It is a really cool program, you can grab the link 
right off the newsgroups page. 

For some reason, my 3.04 newsreader was speaking a language the 
news server did not understand, and I could not access a slew of 
groups. Go figure. 


—Matt 
—-MESSAGE FILE 18027 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
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0000071 


——MESSAGE FILE 18028 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000072 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Yaroze web pages 

Date: Fri, 13 Feb 1998 11:35:51 -0800 

Organization: 

Lines: 14 

Message-ID: <34E4A097.B492BF4C@netmagic.net> 

References: <34D939BD.3E4A@mail.tdsnet.com> <34d9465e.7918933@205.149.189.29> 
Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Mario Perdue wrote: 


> 

> Jeremy, 

> 

> It normally doesn't take that long. However, there are some changes in 
> the works about how those notices get handled. Please bear with us. 

> 

> Mario 


Any new progress on this? 


=en 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18028 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000072 


—-MESSAGE FILE 18029 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000073 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Graphics for our member pages 

Date: Tue, 24 Feb 1998 02:09:19 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34f22aa9.19382453@news.scea.sony.com> 
NNTP-Posting-Host: client-119-26.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I was just wondering: I notice lots of members have some very nice 
graphics linked into their pages from servers outside the yaroze 
server. I was thinking of creating some graphics for my page. Is there 
any problem with uploading these files to the yaroze server for use in 
my page? I doubt there is, but I wonder because so many members link 
their images in from other servers. 


—Matt 
—-MESSAGE FILE 18029 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000073 


——MESSAGE FILE 18030 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000074 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Graphics for our member pages 

Date: Tue, 24 Feb 1998 11:26:57 GMT 

Organization: L4 Software 

Lines: 18 
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Message-ID: <34f2ae44.323206@205.149.189.29> 
References: <34f22aa9.19382453@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Sorry Matt, but we don't currently allow members to upload custom 
graphics to the Yaroze server. 


Mario 


On Tue, 24 Feb 1998 02:09:19 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> I was just wondering: I notice lots of members have some very nice 
>graphics linked into their pages from servers outside the yaroze 
>server. I was thinking of creating some graphics for my page. Is there 
>any problem with uploading these files to the yaroze server for use in 
>my page? I doubt there is, but I wonder because so many members link 
>their images in from other servers. 

> 

>-Matt 


—-MESSAGE FILE 18030 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000074 


——MESSAGE FILE 18031 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000075 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.internet 

Subject: newsgroups: expiration? 

Date: Sat, 11 Apr 1998 01:18:13 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <wal-ya02408000R1104980118130001@news.scea.sony.com> 
NNTP-Posting-Host: ppp-asft04--101.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I was under the impression that the news on this server wasn't supposed to 
expire? I can't see any messages before Feb, even when I tell my newsreader 
to mark all messages as unread... 


Is there an archive of any old stuff? Wasn't there supposed to be a FAQ 
being worked on? 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 

—-MESSAGE FILE 18031 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000075 


—-MESSAGE FILE 18032 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000076 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: newsgroups: expiration? 

Date: Sat, 11 Apr 1998 10:14:53 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35304289.1182520@news.scea.sony.com> 

References: <wal-ya02408000R1104980118130001@news.scea.sony.com> 

NNTP-Posting-Host: ipl21.ts2.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 
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All the messages here are gone also whats up? 


On Sat, 11 Apr 1998 01:18:13 -0800, wal@blarg.net (wayne a. lee) 
wrote: 


>I was under the impression that the news on this server wasn't supposed to 
>expire? I can't see any messages before Feb, even when I tell my newsreader 
>to mark all messages as unread... 

> 

>Is there an archive of any old stuff? Wasn't there supposed to be a FAQ 
>being worked on? 


—-MESSAGE FILE 18032 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000076 


—-MESSAGE FILE 18033 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000077 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: newsgroups: expiration? 

Date: Sat, 11 Apr 1998 14:11:29 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <352£7905.638613@205.149.189.29> 

References: <wal-ya02408000R1104980118130001@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sat, 11 Apr 1998 01:18:13 -0800, wal@blarg.net (wayne a. lee) 
wrote: 


>I was under the impression that the news on this server wasn't supposed to 
>expire? I can't see any messages before Feb, even when I tell my newsreader 
>to mark all messages as unread... 


We ran out of space earlier this week and Peter had to remove some 
messages to make room. I don't know if he archived the older messages 
or not, but I'll find out. 


>Is there an archive of any old stuff? Wasn't there supposed to be a FAQ 
>being worked on? 


Doh!! I've got the beginnings of that on my computer. I'll get it 
posted this weekend. 


Mario 
—-MESSAGE FILE 18033 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000077 


—-MESSAGE FILE 18034 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000078 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Passwords for SCEE and SCEI 

Date: Wed, 13 May 1998 12:48:18 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3559CED2.FE9AC79E@cobite.com> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 


Hi, 


Net Yaroze newsgroups message dump.txt Page 12128 


Ive been a Yaroze member since about the end of March now. Everyone 
keeps saying that you're supposed to be able to access the sites for 
SCEE and SCEI within a few weeks with the same username and password, 
but I still cant get there with the one I have. Any suggestions? I 
mailed Mario, who said I was at the mercy of the Website admins... Have 
any other new members, who joined after me, been able to visit the other 
sites? 


Craig 
—-MESSAGE FILE 18034 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000078 


—-MESSAGE FILE 18035 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000079 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Passwords for SCEE and SCEI 

Date: Wed, 13 May 1998 22:32:32 GMT 

Organization: L4 Software 

Lines: 23 

Message-ID: <355alf03.37775173@205.149.189.29> 

References: <3559CED2.FE9AC79E@cobite.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hi Craig, 


I think we've gotten most of the members authorized at this time. We 
did have a problem with a few names. I won't bore you with the 
details, but be assured that we are working to resolve the problem. 


Mario 


On Wed, 13 May 1998 12:48:18 -0400, Craig Venz <craig@cobite.com> 
wrote: 


>Hi, 

> 

>Ive been a Yaroze member since about the end of March now. Everyone 
>keeps saying that you're supposed to be able to access the sites for 
>SCEE and SCEI within a few weeks with the same username and password, 
>but I still cant get there with the one I have. Any suggestions? I 
>mailed Mario, who said I was at the mercy of the Website admins... Have 
>any other new members, who joined after me, been able to visit the other 
>sites? 

> 

>Craig 


—-MESSAGE FILE 18035 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000079 


—-MESSAGE FILE 18036 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000080 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Passwords for SCEE and SCEI 

Date: Thu, 14 May 1998 10:19:19 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <355AFD67.C9090A42@cobite.com> 

References: <3559CED2.FE9AC79E@cobite.com> ՀՅ5581803.377751730205.149.189.29» 
NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 i586) 

To: Mario Perdue <mperdue@l4software.com> 

Mario Perdue wrote: 

> 

> Hi Craig, 

> 

> I think we've gotten most of the members authorized at this time. We 

> did have a problem with a few names. I won't bore you with the 

> details, but be assured that we are working to resolve the problem. 

> 

> Mario 

> 

Thanks many times over, I checked again a few hours after posting, and 

its working! :) 

Craig 

—-MESSAGE FILE 18036 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000080 


—-MESSAGE FILE 18037 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000081 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Passwords for SCEE and SCEI 

Date: Thu, 14 May 1998 11:54:10 -0700 

Organization: Cisco Systems 

Lines: 27 

Message-ID: <355B3DD2.F5A673A1@netmagic.net> 


References: 


D67.C9ID9IDA42@cobite. com> 

Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 


X- 


Mailer: Mozilla 4.03 [en] (Win95; U) 


*GASP* "Holy rusted metal, Batman!" I successfully authenticated 
today to SCEE for the first time. This has made my day. ^_^ Time 
to catch up on reading all the homepages... 


Thanks Mario (et. al.)! 


Craig Venz wrote: 


VVVVVVVVVVVVV VV V 


Mario Perdue wrote: 

> 

> Hi Craig, 

> 

> I think we've gotten most of the members authorized at this time. We 
> did have a problem with a few names. I won't bore you with the 

> details, but be assured that we are working to resolve the problem. 
> 

> Mario 

> 

Thanks many times over, I checked again a few hours after posting, and 
its working! :) 

Craig 


- e! 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


<3559CED2 .FE9AC79E@cobite.com> <355a1f03.37775173@205.149.189.29> <355AF 


—-MESSAGE FILE 18037 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000081 


—-MESSAGE FILE 18038 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
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/00000082 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scea.yaroze.problems.internet 

Subject: Member page descriptions. 

Date: Thu, 21 May 1998 21:40:54 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35649e6b.13525013@news.scea.sony.com> 
NNTP-Posting-Host: client-120-25.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

I submitted a description change almost two weeks ago, and my 
description has not been updated. I noticed that Peter explained that 
he had some catching up to do last weekend, and that all backlogged 
updates would be completed. I e-mailed Mario, and never received a 
reply, but then I noticed that Darco also never received his reply, so 
I figure any answer may have been lost in the ether. 

I wonder if I should resubmit it, or just hang loose while it makes 
it's way through the pipeline? 


-Matt 


--MESSAGE FILE 18038 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000082 


—--MESSAGE FILE 18039 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000083 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.problems.internet 

Subject: re:Member page descriptions. 

Date: 22 May 1998 09:25:47 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 40 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6k3cqb$i681@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 22 May 1998 08:31:45 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA10509 
for <news@playstation.co.uk>; Fri, 22 May 1998 09:31:26 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 

He replied saying that E3 is taking up most of his time. I'm sure it's 
taking 

up everyones time since its the biggest gaming show of the year. Just hang 


loose and wait till E3 is over and for the smoke to clear. 
Regards, 


George 


From: matth@bellatlantic.net (Matthew Hulett) 


Hello, 

I submitted a description change almost two weeks ago, and my 
description has not been updated. I noticed that Peter explained that 
he had some catching up to do last weekend, and that all backlogged 
updates would be completed. I e-mailed Mario, and never received a 
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0000607 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Sat, 4 Apr 1998 17:36:20 +0200 

Organization: Debri 

Lines: 5 

Message-ID: <1d6z220.1m5tk4qi5hjikgN@al-88-125.al.nl1> 
References: <Olbd5eef$139ea280Scc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
on> 

NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I think that a yaroze-game burned on a gold-disc can be played ona 
"converted" PSX. I have not tried this yet, but I will try this in the 
future. Anyhow, I think it's possible if the PSX is cracked. 


DEnnis... 
—-MESSAGE FILE 1904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00607 


—-MESSAGE FILE 1905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000608 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Using Linux instead of Windows or Macintosh machines 
Date: Sat, 4 Apr 1998 17:36:22 +0200 

Organization: Debri 

Lines: 14 

Message-ID: <1d6z25y.lumv616l1lxch6yoN@al-88-125.al.nl> 

References: <6g4slpS$6vnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James <james.banks@virgin.net> wrote: 
Has anybody been able to use Linux instead of using the Windows / 


Macintosh software to linkup to the Yaroze system ?? 'Cause I am seriously 
thinking of getting rid of crappy Windows 95. 


Cheers, 


VVVVVVVV 


Not me, but I agree Windowz 95 is crappy! 


DEnnis... 
-—-MESSAGE FILE 1905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00608 


—-MESSAGE FILE 1906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000609 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Easter get together of Yaroze people (and Sony) in London? 

Date: Sat, 04 Apr 1998 16:35:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <352860f3.5525505@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Anyone fancy a get together around the london area in the next two 
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reply, but then I noticed that Darco also never received his reply, so 
I figure any answer may have been lost in the ether. 

I wonder if I should resubmit it, or just hang loose while it makes 
it's way through the pipeline? 


-Matt 


--MESSAGE FILE 18039 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000083 


—-MESSAGE FILE 18040 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000084 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Member page descriptions. 

Date: Fri, 22 May 1998 15:03:28 GMT 

Organization: L4 Software 

Lines: 29 

Message-ID: <3565930a.374113@205.149.189.29> 

References: <35649e6b.13525013@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Matt, 
I'm going to have to check my mail server. 


I did reply to your email. I didn't say much, just that I had 
forwarded your message to Sony. I'll check with Sony today to make 
sure they got the forwarded message. 


In the meantime, please email me description you would like to have on 
your site. 


Mario 


On Thu, 21 May 1998 21:40:54 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello, 

> I submitted a description change almost two weeks ago, and my 
>description has not been updated. I noticed that Peter explained that 
>he had some catching up to do last weekend, and that all backlogged 
>updates would be completed. I e-mailed Mario, and never received a 
>reply, but then I noticed that Darco also never received his reply, so 
>I figure any answer may have been lost in the ether. 


> I wonder if I should resubmit it, or just hang loose while it makes 
>it's way through the pipeline? 

> 

>-Matt 

> 


—-MESSAGE FILE 18040 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000084 


—-MESSAGE FILE 18041 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000085 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Member page descriptions. 

Date: Fri, 22 May 1998 14:27:46 GMT 

Organization: SCEA News Server 

Lines: 10 
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Message-ID: <35658b0f.37983776@news.scea.sony.com> 

References: <35649e6b.13525013@news.scea.sony.com> <3565930a.374113@205.149.189.29> 
NNTP-Posting-Host: client-—151-198-130-75.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>In the meantime, please email me description you would like to have on 
>your site. 


Will do, and very quickly, I imagine you are getting ready for a 
little trrip... I only wondered if it was lost because Peter said they 
would all be done last weekend. 


-Matt 


--MESSAGE FILE 18041 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000085 


—-MESSAGE FILE 18042 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000086 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Member page descriptions. 

Date: Fri, 22 May 1998 14:33:25 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35658b68.38072831@news.scea.sony.com> 

References: <6k3cqb$i681@emeka.playstation.co.uk> 
NNTP-Posting-Host: client—151-198-130-75.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>He replied saying that E3 is taking up most of his time. I'm sure it's 
>taking 
>up everyones time since its the biggest gaming show of the year. Just hang 


>loose and wait till E3 is over and for the smoke to clear. 


You got a copy? And I didn't? Oh well, I assumed he was already in 
Atlanta and I would get a reply in a week or two. 

I hope you are enjoying your job with SCEE... how about a page 
update and telling us about your experiences? 


-Matt 


--MESSAGE FILE 18042 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000086 


—-MESSAGE FILE 18043 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000087 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scea.yaroze.problems.internet 

Subject: New e-mail address, who should I notify? 

Date: Fri, 31 Jul 1998 04:21:25 GMT 

Organization: SCEA News Server 

Lines: 5 
Message-ID: <35c143b0.2081729@news.scea.sony.com> 
NNTP-Posting-Host: a92.Dynamic-IP.Mlink.NET 
X-Newsreader: Forte Free Agent 1.1/32.230 


I changed for another ISP a couple of months ago and completely forgot 
to announce my new e-mail address! My new address is pbureau@colba.net 
instead of pbureau@odyssee.net. Which person at Sony should I notify? 


Patrick Bureau 
—-MESSAGE FILE 18043 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000087 
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—-MESSAGE FILE 18044 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000088 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Windows Newsreading software wanted 

Date: Sun, 23 Aug 1998 12:45:18 -0500 

Organization: Ed Federmeyer 

Lines: 26 

Message-ID: <6rpk81$Slqh9@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Arch! 


I just downloaded some latest-greatest patch to Internet Explorer 4.0, and 
suddenly I'm using "Microsoft Outlook Express" as my Usenet newsreader 
software. It's not all *that* bad, but when it gives me the list of groups 
I'm subscribed to, it doesn't REFRESH them! Լո other words, I need to go 
into each group one-by one to see if there are any new posts! 


As it's bringing the list up, it should check each group to see if there is 
unread news, so I can completely skip groups with nothing unread in them! 


Just before this patch, I was using the built-in newsreader from IE4.0, and 
that was okay. Any idea how to get that back? It seems that everytime I 
download a new patch to IE or Netscape, they feel compelled to change their 
newsreaders! Not always for the better! 


What are all of you using to read news? (I'm especially interested in 
Windows users!) 


At this point, I'd prefer to get a standalone (not plugin) newsreader, so 
that changes to my web browser won't effect my newsreading! Any 
suggestions? 


EdF 


—-MESSAGE FILE 18044 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000088 


—-MESSAGE FILE 18045 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000089 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Windows Newsreading software wanted 
Date: Sun, 23 Aug 1998 21:55:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6rq0of$3608@chuka.playstation.co.uk> 
References: <6rpk81$lqh9@scea> 

NNTP-Posting-Host: 1d29-063.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed Federmeyer wrote in message <6rpk81Slqh9@scea>... 

>As it's bringing the list up, it should check each group to see if there is 
>unread news, so I can completely skip groups with nothing unread in them! 
The windows 98 version has a download all under the tools menu, 

which also allows auto disconnect, so you can kick it off & by the time 
you've made a coffee, its all dowloaded & the list is updated showing 

the number of new messages. 


Nick S 
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-—-MESSAGE FILE 18045 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000089 


—-MESSAGE FILE 18046 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000090 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Windows Newsreading software wanted 

Date: Mon, 24 Aug 1998 21:49:35 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <6rt4neS30p4@scea> 

References: <6rpk81$lqh9@scea> 

NNTP-Posting-Host: sud-tcsl-port9.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm using Outlook Express and have been since I patched a few months ago.... 


I just Click on "Download All" under the "Tools" menu and it refreshes 
everything under my profile... 


Hope this helps. 


Ed Federmeyer wrote in message <6rpk81Slqh9@scea>... 

>Arch! 

> 

>I just downloaded some latest-greatest patch to Internet Explorer 4.0, and 
>suddenly I'm using "Microsoft Outlook Express" as my Usenet newsreader 
>software. It's not all *that* bad, but when it gives me the list of groups 
>I'm subscribed to, it doesn't REFRESH them! Լո other words, I need to go 
>into each group one-by one to see if there are any new posts! 

> 

>As it's bringing the list up, it should check each group to see if there is 
>unread news, so I can completely skip groups with nothing unread in them! 

> 

>Just before this patch, I was using the built-in newsreader from IE4.0, and 
>that was okay. Any idea how to get that back? It seems that everytime I 
>download a new patch to IE or Netscape, they feel compelled to change their 
>newsreaders! Not always for the better! 


> 

>What are all of you using to read news? (I'm especially interested in 
>Windows users!) 

> 


>At this point, I'd prefer to get a standalone (not plugin) newsreader, so 
>that changes to my web browser won't effect my newsreading! Any 
>suggestions? 

> 

>EdF 

> 

> 


—-MESSAGE FILE 18046 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000090 


—-MESSAGE FILE 18047 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000091 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Windows Newsreading software wanted 

Date: Fri, 28 Aug 1998 08:01:02 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <35e66391.5339167@news.scea.sony.com> 

References: <6rpk81S$lqh9@scea> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


I use Forte' Agent newsreader It's really nice they ofer a free 

version also you can check it out at www.forteinc.com 

—-MESSAGE FILE 18047 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000091 


—-MESSAGE FILE 18048 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000092 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Windows Newsreading software wanted 

Date: Mon, 31 Aug 1998 02:33:25 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35ea0b45.335251633@news.scea.sony.com> 

References: <6rpk81Slqh9@scea> <35e66391.5339167@news.scea.sony.com> 
NNTP-Posting-Host: client-—151-198-130-30.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>I use Forte' Agent newsreader It's really nice they ofer a free 
>version also you can check it out at www.forteinc.com 


I agree with Mike, Forte is excellent and fully compatible with the 
Sony server, something I could not claim for Netscape's reader. 


-Matt 


--MESSAGE FILE 18048 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000092 


—-MESSAGE FILE 18049 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000093 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: nseal22@aol.com (Frank Tompkins) 

Newsgroups: scea.yaroze.problems.internet 

Subject: SCEA site server error 

Date: Sun, 27 Sep 1998 16:39:16 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <360e6970.10653477@news.scea.sony.com> 
NNTP-Posting-Host: 171-35-205.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Has anybody else noticed that when following the link to Net Yaroze 
Website Notification cgi script there is a server error? Is this just 
something wrong with my browser or is there another way to update web 
pages that I missed? 


This is the exact error message: 
Server Error 


This server has encountered an internal error which prevents it from 
fulfilling your request. The most likely cause is a 

misconfiguration. Please ask the administrator to look for messages in 
the server's error log. 


Much thanks, 
Frank 


nseal22@aol.com 


—-MESSAGE FILE 18049 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000093 


—-MESSAGE FILE 18050 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
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/00000094 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
Newsgroups: scea.yaroze.problems.internet 

Subject: Re: SCEA site server error 

Date: Sun, 27 Sep 1998 23:56:00 GMT 

Organization: L4 Software 

Lines: 29 

Message-ID: <360fd07b.39598206@205.149.189.29> 
References: <360e€6970.10653477@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Frank, 
Thanks for the heads up. I'll let Peter know. 
Mario 


On Sun, 27 Sep 1998 16:39:16 GMT, nseal22@aol.com (Frank Tompkins) 
wrote: 


>Has anybody else noticed that when following the link to Net Yaroze 
>Website Notification cgi script there is a server error? Is this just 
>something wrong with my browser or is there another way to update web 
>pages that I missed? 

> 

> 

>This is the exact error message: 

> 

>Server Error 

> 

>This server has encountered an internal error which prevents it from 
>fulfilling your request. The most likely cause is a 

>misconfiguration. Please ask the administrator to look for messages in 
>the server's error log. 

> 

>Much thanks, 

>Frank 

> 

>nseal22@aol.com 


—-MESSAGE FILE 18050 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000094 


—--MESSAGE FILE 18051 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000095 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: nseal22@aol.com (Frank Tompkins) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Web Site error 

Date: Sun, 22 Nov 1998 17:29:23 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <365849a1.2861856@news.scea.sony.com> 
NNTP-Posting-Host: 206-90-221.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Has anybody else noticed that when attempting to "notify" others about 
a new webpage on the Net Yaroze Web Site you get an error message 
something like: 


Server Error 


This server has encountered an internal error which prevents it from 
fulfilling your request. The most likely cause is a 

misconfiguration. Please ask the administrator to look for messages in 
the server's error log. 
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It's been like this for a while. (months) Could this be a problem 

with my internet?? Thanks 

—-MESSAGE FILE 18051 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000095 


—--MESSAGE FILE 18052 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000096 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Web Site error 

Date: Sun, 22 Nov 1998 19:13:49 GMT 

Organization: L4 Software 

Lines: 24 

Message-ID: <36586179.1628987@205.149.189.29> 

References: <365849a1.2861856@news.scea.sony.com> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Frank, 


We're aware of the problem with that CGI script. I asked Peter to take 
another look at it today. 


Mario 


On Sun, 22 Nov 1998 17:29:23 GMT, nseal22@aol.com (Frank Tompkins) 
wrote: 


>Has anybody else noticed that when attempting to "notify" others about 
>a new webpage on the Net Yaroze Web Site you get an error message 
>something like: 

> 

>Server Error 

> 

>This server has encountered an internal error which prevents it from 
>fulfilling your request. The most likely cause is a 

>misconfiguration. Please ask the administrator to look for messages in 
>the server's error log. 

> 
>It's been like this for a while. (months) Could this be a problem 
>with my internet?? Thanks 


—-MESSAGE FILE 18052 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000096 


—-MESSAGE FILE 18053 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000097 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Web Site error 

Date: Sun, 22 Nov 1998 21:49:14 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <365886a8.11149755@205.149.189.29> 

References: <365849a1.2861856@news.scea.sony.com> 
NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sun, 22 Nov 1998 17:29:23 GMT, nseal22@aol.com (Frank Tompkins) 
wrote: 


>Has anybody else noticed that when attempting to "notify" others about 
>a new webpage on the Net Yaroze Web Site you get an error message 
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>something like: 

> 

>Server Error 

> 

>This server has encountered an internal error which prevents it from 
>fulfilling your request. The most likely cause is a 

>misconfiguration. Please ask the administrator to look for messages in 
>the server's error log. 

> 
>It's been like this for a while. (months) Could this be a problem 
>with my internet?? Thanks 


Frank, 
This problem has been corrected. Thanks for your input. 


Mario 
—-MESSAGE FILE 18053 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000097 


—-MESSAGE FILE 18054 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000098 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Matthew Gallant" <mg@tmbg.org> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Accessing SCEE Websites 

Date: Fri, 25 Dec 1998 15:52:25 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <7614b6S$d4m3@scea> 

NNTP-Posting-Host: svm-ts3-23.c2i2.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hi, 


I've had my Yaroze for over a month and I'd like to get access to the 
SCEE websites. I have no trouble with SCEA, but I guess I just didn't get 
added to SCEE and SCEI. Thank you, 


Matthew Gallant 


-—-MESSAGE FILE 18054 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000098 


—-MESSAGE FILE 18055 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000099 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Accessing SCEE Websites 

Date: Sat, 26 Dec 1998 00:00:32 GMT 

Organization: L4 Software 

Lines: 19 

Message-ID: <368526f5.30094613@205.149.189.29> 

References: <7614b6$d4m3@scea> 

NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Matthew, 


This sometimes takes awhile. I'll check with Peter when he returns 
from Holiday. 


Mario 


On Fri, 25 Dec 1998 15:52:25 -0700, "Matthew Gallant" <mg@tmbg.org> 
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wrote: 

> Hi, 

> 

> I've had my Yaroze for over a month and I'd like to get access to the 


>SCEE websites. I have no trouble with SCEA, but I guess I just didn't get 
>added to SCEE and SCEI. Thank you, 

> 

> Matthew Gallant 

> 


—-MESSAGE FILE 18055 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000099 


—-MESSAGE FILE 18056 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000100 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Accessing SCEE Websites 

Date: Sat, 26 Dec 1998 19:48:55 -0500 

Organization: Identical Software 

Lines: 27 

Message-ID: <368583F7.14AD6005@identicalsoftware.com> 

References: <7614b6Sd4m3@scea> <368526f5.30094613@205.149.189.29> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 


Mario, 
I have the same problem as well. 


Dennis Payne 
dulsi@identicalsoftware.com 


Mario Perdue wrote: 


> 

> Matthew, 

> 

> This sometimes takes awhile. I'll check with Peter when he returns 

> from Holiday. 

> 

> Mario 

> 

> On Fri, 25 Dec 1998 15:52:25 -0700, "Matthew Gallant" <mg@tmbg.org> 

> wrote: 

> 

>> Hi, 

>> 

>> I've had my Yaroze for over a month and I'd like to get access to the 
> >SCEE websites. I have no trouble with SCEA, but I guess I just didn't get 
> >added to SCEE and SCEI. Thank you, 

>> 

>> Matthew Gallant 

>> 


—-MESSAGE FILE 18056 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000100 


—-MESSAGE FILE 18057 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000101 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Accessing SCEE Websites 

Date: Sun, 27 Dec 1998 01:50:59 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <3686925e.19555636@205.149.189.29> 
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References: <7614b6S$d4m3@scea> <368526f5.30094613@205.149.189.29> <368583F7.14AD6005 
@identicalsoftware.com> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I'll mention yours as well. Anyone else? 
Mario 


On Sat, 26 Dec 1998 19:48:55 -0500, Dennis Payne 
<dulsi@identicalsoftware.com> wrote: 


>Mario, 

> 

>I have the same problem as well. 
> 

>Dennis Payne 


—-MESSAGE FILE 18057 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000101 


—-MESSAGE FILE 18058 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000102 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Accessing SCEE Websites 

Date: Sun, 10 Jan 1999 16:59:37 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <782ic8$k13@scea> 

References: <7614b6$d4m3@scea> <368526f5.30094613@205.149.189.29> <368583F7.14AD6005 
@identicalsoftware.com> <3686925e.19555636@205.149.189.29> 

NNTP-Posting-Host: toshiba-51-62.nycap.rr.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yup- mine too.... 
-Charles Nicholson 


Mario Perdue wrote in message <3686925e.19555636@205.149.189.29>... 
>I'll mention yours as well. Anyone else? 

> 

>Mario 

> 

> 

>On Sat, 26 Dec 1998 19:48:55 -0500, Dennis Payne 
><dulsi@identicalsoftware.com> wrote: 

> 

>>Mario, 

>> 

>>I have the same problem as well. 

>> 

>>Dennis Payne 

> 


-—-MESSAGE FILE 18058 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000102 


—--MESSAGE FILE 18059 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000103 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kevin Holbrook <KevinHolbrook@yahoo.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: SCEE access problems 

Date: Thu, 25 Mar 1999 18:51:57 -0600 
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weeks? This time maybe we would get seats unlike at ECTS. 

/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 1906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00609 


—-MESSAGE FILE 1907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000610 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Using Linux instead of Windows or Macintosh machines 
Date: Sat, 04 Apr 1998 14:09:41 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35263cae.36091661@news.scea.sony.com> 

References: <6g4slpS6vnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-100.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> Has anybody been able to use Linux instead of using the Windows / 
>Macintosh software to linkup to the Yaroze system ?? 'Cause I am seriously 
>thinking of getting rid of crappy Windows 95. 


Gosh, OEM 2.0 isn't that bad... Oh well, Sean Kennedy is doing 
yaroze work with Linux. Check out his site and e-mail him, maybe he 
can give you advice (he is a SCEA member). Take note that he writes 
that using Linux to do yaroze development is taking up a lot of his 
time. In addition, perhaps checking out Charles Henrich's page on 
using the yaroze with Unix might be worth a peek (another SCEA 
member). 

In addition, I saw a really cool piece of software for loading and 
managing multiple operating systems on one PC. If you are curious, say 
so and I will go dig up the article from last month's PC World. You 
could have the best of both worlds... Oh, I will just assume you are 
curious: 

The software is called System Commander Deluxe. It costs a modest 
$70., and can be checked out at http://www.v-com.com It got a very 
good rating, the author loaded seven different operating systems and 
it worked great. 


-Matt 
--MESSAGE FILE 1907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00610 


--MESSAGE FILE 1908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000611 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Easter get together of Yaroze people (and Sony) in London? 
Date: Sat, 04 Apr 1998 22:03:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3526adfa.258186@news.playstation.co.uk> 

References: <352860f3.5525505@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Damn, would that mean I have to attend? Ok, then twisted my arm. Ive 
met groups of computer users before and I have high hopes you lot 
aren't as annoying as them :) 


don't dissappoint me! 
Robert Swan 


—-MESSAGE FILE 1908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00611 
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Organization: SCEA News Server 

Lines: 6 

Message-ID: <36FADA2D.FE5SO0CD8E@yahoo.com> 
NNTP-Posting-Host: kwh.neosoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; U) 
X-Accept-Language: en,ja 


Has SCEE done something to their Yaroze access account database? 
I can no longer access their site with my account. SCEI works fine. 
I'd been able to access all sites since the Yaroze program started. 


Thanks, 

Kevin "kwh@neosoft.com" 

—-MESSAGE FILE 18059 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000103 


—-MESSAGE FILE 18060 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000104 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: SCEE access problems 

Date: Fri, 26 Mar 1999 01:10:10 GMT 

Organization: L4 Software 

Lines: 5 

Message-ID: <36fade4d.29411720@205.149.189.29> 

References: <36FADA2D.FE50CD8E@yahoo. com> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


SCEE is having a little trouble with their site. They should have it 
fixed soon. 


Mario 


—-MESSAGE FILE 18060 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000104 


—-MESSAGE FILE 18061 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000105 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.problems.internet,scea.yaroze.problems.internet 

Subject: Quirk with scee.yaroze.programming.sound 

Date: Tue, 30 Mar 1999 17:32:49 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <37017B41.2A2968A6@vmlabs.com> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.problems.internet:85 scea.yaroze.problems. 
internet:105 


The SCEE sound newsgroup acts a bit strange for me and has been for a 
while. I just want to see if I'm the only one experiencing this. 


When I click on the newsgroup I get the thread list like normal. The 
dates start at 4/21/98 with Chris Chadwick's "Re: Help!" message. 
Everything is fine up until the 10/15/98 message from Doglife titled 
"2 vb and vh files?" 
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After that there are more threads, but they start back at 4/11/98. 
The first one is titled "Re: Display problem" and is from DEnnis. 
The rest have titles such as "TEAM BLACK", "SIOCONS downloads", and 
"Questions about VSync". These are actually titles from the 
scee.yaroze.beginners newsgroup. 


When I click on one of these misplaced messages I get the message that 
*should* have been there. For instance, clicking on "TEAM BLACK" 
gives me a message from Elliott Lee titled "Re: Real-time sound 
effects". Very odd behavior. 


I've tried removing the newsgroup and readding it, but it still does 
this. 


Any ideas? I'm using the newsreader from Netscape Communicator 4.5. 


Scott 
—-MESSAGE FILE 18061 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000105 


——MESSAGE FILE 18062 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000106 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.problems.internet,scea.yaroze.problems.internet 

Subject: Re: Quirk with scee.yaroze.programming.sound 

Date: Wed, 31 Mar 1999 16:07:13 +1200 

Organization: Sidhe Interactive 
Lines: 32 

Message-ID: <7ds5Shg$mtg12@chuka.playstation.co.uk> 

References: <37017B41.2A2968A6@vmlabs.com> 

NNTP-Posting-Host: p54-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.problems.internet:86 scea.yaroze.problems. 
internet:106 


Scott Cartier <scartier@vmlabs.com> wrote in message 
news:37017B41.2A2968A6@vmlabs.com... 

> The SCEE sound newsgroup acts a bit strange for me and has been for a 
while. I just want to see if I'm the only one experiencing this. 


When I click on the newsgroup I get the thread list like normal. The 
dates start at 4/21/98 with Chris Chadwick's "Re: Help!" message. 
Everything is fine up until the 10/15/98 message from Doglife titled 
"2 vb and vh files?" 


V V V V V V 


I have had a slightly different but possibly related problem using the 
Outlook Express that came with IF4. Every time I entered the *.sound 
newsgroup the "2 vb and vh files?" thread would appear as unread. If I 
used "Mark all read" or actually read them then they would be marked as read 
until the next time I entered the newsgroup where they would pop up as 
unread again. Annoying. 


Perhaps there is something wrong with the "2 vb and vh files?" thread? 
This problem went away when I upgraded to IE5 and the new Outlook Express 
that comes with it (worthwhile upgrade BTW - heaps faster than IE4). 
Regards 

Mario Wynands 

Sidhe Interactive 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 18062 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
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0000106 


—-MESSAGE FILE 18063 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000107 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Auditorium Down?? 

Date: Sat, 28 Aug 1999 20:48:41 -0300 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <7q9sjuS4c72@scea> 

NNTP-Posting-Host: nwcstsllcl6.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've been inable to access the Auditorium for the past week or so... I had 
another Yaroze member check it and he could not access it as well... 


It seems to start loading the Java Applet but it never brings up the "Name 
Change" window... 


Can someone else check on this... 


Thanks, 
Steve Tolin 


—-MESSAGE FILE 18063 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000107 


—-MESSAGE FILE 18064 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000108 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Auditorium Down?? 

Date: Mon, 30 Aug 1999 03:14:06 GMT 

Organization: L4 Software 

Lines: 16 

Message-ID: <37c9f6af.48903328@205.149.189.29> 

References: <7q9sjuS4c72@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Sat, 28 Aug 1999 20:48:41 -0300, "Steve Tolin" 
<BitSlap_Software@bigfoot.com> wrote: 


>I've been inable to access the Auditorium for the past week or so... I had 
>another Yaroze member check it and he could not access it as well... 

> 

>It seems to start loading the Java Applet but it never brings up the "Name 
>Change" window... 


Steve, 

Yes, the auditorium is currently down. I was going to restart it, but 
for some reason I don't have access to the directory that it is in. 
I'll get with Peter and have him fix it. 

Mario 


—-MESSAGE FILE 18064 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000108 


—-MESSAGE FILE 18065 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
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/00000109 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: Re: Auditorium Down?? 

Date: Mon, 30 Aug 1999 12:48:32 -0300 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7qe97s$671@scea> 

References: <7q9sjuS4c72@scea> <37c9fb6af.48903328@205.149.189.29> 
NNTP-Posting-Host: nwcsts06c41.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thanks Mario.. 


I justed wanted to make sure it wasn't my system.. 
Hopefully I'll catch ya online on Tuesday if it's fixed by then... 


Steve Tolin 


Mario Perdue <mperdue@l4software.com> wrote in message 
news: 37c9f6af .48903328@205.149.189.29... 


> 

> Steve, 

> 

> Yes, the auditorium is currently down. I was going to restart it, but 
> for some reason I don't have access to the directory that it is in. 

> I'll get with Peter and have him fix it. 

> 

> Mario 


—-MESSAGE FILE 18065 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000109 


—-MESSAGE FILE 18066 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000110 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.problems.internet 

Subject: graphics 

Date: Sun, 05 Sep 1999 21:52:36 -0400 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <37D31E64.D468162B@aol.com> 

NNTP-Posting-Host: 98CBD3E4.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


How can I upload graphics to be used on my website? I know with the 
SCEE site you go to ftp www.netyaroze-europe.com then you are able to 
enter your username and address to upload files. On the SCEA site, 
should I just use the HTTP upload function on the personal website 
editor for every single graphic I have? 


Thank you. 


—-MESSAGE FILE 18066 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000110 


—-MESSAGE FILE 18067 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet 
/00000111 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 
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Newsgroups: scea.yaroze.problems.internet 
Subject: Re: graphics 

Date: Tue, 07 Sep 1999 03:25:59 GMT 
Organization: L4 Software 

Lines: 10 

Message-ID: <37d4849f.43734984@205.149.189.29> 
References: <37D31E64.D468162B@aol.com> 
NNTP-Posting-Host: firewall-ext.hrtc.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Omar, 


You can't. The North American web site does not allow you to post 
custom graphics. Many people have added graphics to their web page by 
linking to images stored on their Internet Service Providers system. 
Check with your ISP to see if they allow you to put files on their 
server. 


Mario 


—-MESSAGE FILE 18067 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/internet/0 
0000111 
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--START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/mac 
——HHEEEEEEE EE HEH 


--MESSAGE FILE 18068 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0001 

Path: chuka.playstation.co.uk!scea!news 
From: David White <dwhite2@san.rr.com> 
Newsgroups: scea.yaroze.problems.mac 
Subject: Mac setup 

Date: Mon, 21 Apr 1997 12:43:57 -0700 
Organization: SCEA Net Yaroze News 

Lines: 58 

Message-ID: <335BC37B.5800@san.rr.com> 
Reply-To: dwhite2@san.rr.com 
NNTP-Posting-Host: dt3h2n10.san.rr.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Everybody, 


I've got my Net Yaroze running on my Power Mac! Most everything 
checked out when I connected it to my Macintosh. There were a few 
quirks with the Macintosh installation though: 


1. After you install Code Warrior, you need to use a supplied 
script to convert one of the lib files on the Sony CD. What they 
don't tell you is that you need to transfer this lib file to 
your hard disk before you run the convert program or it will 

try to write to the CD ROM. 


2. I wasn't able to connect to the Yaroze using the supplied 
communications software until I had removed my Global Village 
FAX and Teleport Control Panels from the Control Panel directory 
and rebooted. 


3. The supplied 'check' program that you are supposed to load 
from the PSCommUtil program wasn't visable from its file 
requester. I recompiled the program and got a 'check.pse' file 
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which was visable and ran OK. I had to remove the 'sys/' prefix 
from the '#include' at the top of main.c to get it to compile օո 
the Mac. I've found that for any programs to be visable in the 
PSCommUtil open dialog box, they must have a File Type of 

"PSX '. PSCommUtil's memory partition must be set higher to load 
other programs (I had to set it to 2000 to be able to load 

'main' from the 'blow' sample program found in the samples section). 


4. I never got the Yaroze to recognize my memory card. The 

memory card is supposed to remember your serial port speed 

setting so you won't be stuck with 9600 bits/sec. I was able to 
verify that the card was OK and it was visible from slot 2 

(the Net Yaroze access card must be in slot 1) when booting 

the Play Station without the Yaroze CD ROM. Either the Yaroze 
software has a problem or I don't understand the correct procedure. 
Has anybody else had this problem? 


5. I was not able to get the Code Warrior PSCommUtil program 
to successfully upload any of the data files from the sample 
programs that I downloaded from Sony's site. The upload would 
appear normal for a few seconds, then I would get a dialog box 
with the following text: 


Exception Thrown 
Error # -39 

File CFile.cpp 
Line #211 


I've notified Metrowerks of this problem as well. Hopefully, they 
will find a solution soon. 


Anyway, despite a few startup glitches, it looks like I'm off to 
a good start. 


David 


(see my 3D web page at www.znet.com/~dwhite/' to get a preview 
of what I'll be porting over to my Net Yaroze.) 
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—-MESSAGE FILE 18068 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


01 


--MESSAGE FILE 18069 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0002 

Path: chuka.playstation.co.uk!scea!news 
From: David White <dwhite2@san.rr.com> 
Newsgroups: scea.yaroze.problems.mac 
Subject: Conversion utilities 

Date: Mon, 21 Apr 1997 12:44:42 -0700 
Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <335BC3A8.7F07@san.rr.com> 
Reply-To: dwhite2@san.rr.com 
NNTP-Posting-Host: dt3h2n10.san.rr.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Net Yaroze team, 


Will there be Macintosh versions of the 2d, 3d, and audio 
conversion utilities? If not, I'll need complete data format 
descriptions so I can write my own. Thanks. 


David 


—-MESSAGE FILE 18069 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


02 


--MESSAGE FILE 18070 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0003 
Path: chuka.playstation.co.uk!news 
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From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac setup 

Date: Tue, 22 Apr 1997 19:03:39 +0100 
Organization: shadow developments 

Lines: 47 

Message-ID: <335CFD77.4CAE@netcomuk.co.uk> 
References: <335BC37B.5800@san.rr.com> 
NNTP-Posting-Host: dialup-05-36.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


David White wrote: 
Hello Everybody, 


2. I wasn't able to connect to the Yaroze using the supplied 
communications software until I had removed my Global Village 
FAX and Teleport Control Panels from the Control Panel directory 
and rebooted. 


VVVVVVV 


I had a similar problem with my internal modem. The PSCommUtil wouldn't 
connect to the printer port. I just whipped out the internal, freeing 
the modem port and plugged in an external in the printer port. 


4. I never got the Yaroze to recognize my memory card. The 

memory card is supposed to remember your serial port speed 

setting so you won't be stuck with 9600 bits/sec. I was able to 
verify that the card was OK and it was visible from slot 2 

(the Net Yaroze access card must be in slot 1) when booting 

the Play Station without the Yaroze CD ROM. Either the Yaroze 
software has a problem or I don't understand the correct procedure. 
Has anybody else had this problem? 


VV NV V VV VV 


Again I got the same problem, but after reading the baud rate text file 
from the SCEE web site it sorted itself out. I followed the instructions 
as for the SIOCONS util and it found the card and now is fine. 


5. I was not able to get the Code Warrior PSCommUtil program 
to successfully upload any of the data files from the sample 
programs that I downloaded from Sony's site. The upload would 
appear normal for a few seconds, then I would get a dialog box 
with the following text: 


Exception Thrown 
Error # -39 

File CFile.cpp 
Line #211 


VVVVVVVVV VV 


There is an update now that fixes this problem check out: 
http://www.metrowerks.com/tools/software/updates/index.html 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
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-—-MESSAGE FILE 18070 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


03 


--MESSAGE FILE 18071 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0004 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.problems.mac 
Subject: Re: Conversion utilities 

Date: Tue, 22 Apr 1997 19:08:33 +0100 
Organization: shadow developments 
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Lines: 1680 

Message-ID: <335CFE9C.30DB@netcomuk.co.uk> 

References: <335BC3A8.7F07@san.rr.com> 

NNTP-Posting-Host: dialup-—05-36.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 11073BAA6A80" 
X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


This is a multi-part message in MIME format. 


11073BAA6A80 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

David White wrote: 


Hello Net Yaroze team, 


Will there be Macintosh versions of the 2d, 3d, and audio 
conversion utilities? If not, I'll need complete data format 
descriptions so I can write my own. Thanks. 


VVVVVVVV 


David 
The MAC TIM converter is on the CW CD in the 'Thrill seekers' folder? 


After tackling Metrowerks and Sony about the other utils, I was promised 
action and was given an OEM Sony sound converter. Where this came from 
if Sony don't use MAC's in their development I don't know. Find 
attached. 


Ira. 
"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


11073BAA6A80 
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Content-Type: application/mac-binhex40; x-mac-type="54455854"; x-mac-creator="747478 


74"; name="AIFF2VAG v1l.9.sea.hqx" 

Content-Transfer-Encoding: 7bit 

Content-—Description: SimpleText Document 

Content—-Disposition: inline; filename="AIFF2VAG v1.9.sea.hqx" 


(This file must be converted with BinHex 4.0) 

:S8&*4NBDONE () (Ba, MNNZFf9K!%&38%a&Q&45)3!!!2pZ2!!!c!6#@!3(E4!!!rx5 
! 9RGSH (KjD) GSHSQDLSU+L'KjJLBPiQCKhH) UDQSLDLCPSH) L+HAQCL (PiLTQ+QOjU 
BH*H) Լ) LSH (GLKiQ+QCLELAH* LCQ+QBUCLCU+QUUULTU, QJQCL*QBQTUDQCZUQTQ 
UHCUDQTQULTU* LCQCLCQBQ'Q*QCL*Q) Q (HBL) KhGhGP8J! !)M0&90ChL) L*QBOTO 
UUTUVUUbVS+* -[G[!c3Zp[-G!) d999@CfGOGiGhH) Լ (1) KiKiL*L) Լ) Q*Q*UBO*L 
CL* QCU* QBUCQOCUTOTQUUBOTOTUCOTOTOSUTUUZCZCQDQODOS) ) ` !mGfFSEQZcJIMr 
fIYGE+RmTd1Bc!' 3kE+IGc%i#$+9GAdGAQra9f+JIIjJZFPJIRRS*8@herRfN!""4JIF 
Տ) £3U3) 07", քԵո"" jq+eeXHOK— (P1VXHXe-TT-dY, 5NFkQ#e3MLL1+200,Ak'JbY 
MBDV3kM8NIc4CFS$dI! j [3eqKVY6+BErG$ 69GIRqZJU* 33 [8£OP"QFLU2d[@DA8*G 
+@Mqp"V@P1b@9XG2CDM3f£GRTE'* RmMHUFrBDS$2kM3% [` &6TG (T* 93"%SKdrdGMq* X0 
`20pATG6+cHTe'I"(U5LZ`J1l*M9pV (k5ad#0AUG, BGCBpCCNaj, SE$8k (8Շզ261Ք 
e@K) JV) cfESPE! S#2K#£NV2k) $dUZId£K49i E0k3, ObcpKSDp1SprMNNSKrU!) *- 
A6meMXGMJ#!S8'LL!a) Ladi) Bad#dSA-N5j+,QL*G1SP!4138P [OQ#D#Q! !T16P11 
31+# [ 6Fab%2Cm(Xj144SN&J° KBK#U+FLR#KX$c4+, QS5MOTS2TS&-SSRMTbOdpp1H 
+$ra31JB° SJUBkI (DhQSB° OV1QLePrD3ZGfqYeYpVG [VCZYm' CVF k"UHBS-F%&dqy 
kI@p2VFGiZheTFGIfauUFMFd"B+LgK) ba6éPC4iJb-8EHp+4GX° 3BKR,k-M`Qh!S, 1 
FXHdj 9KADPbMSROS1LYS63Q00NiSA4,H! &NZL-JY"NXMNJrjb8B'Ik[) pATO, N@K4) 
+pA""ImIe1Pb%i* S-, Tb) !J"FPpZ$MmM (j (Up+* Gaa (52N! "HVaprj'2)kdSN (3[ 
5$aFrMmIN-Li (FFTZKe&&TFL#IRp, AO, 4XG+jdZPjrUqVd[j!'0Y, JIXMT5Q'QikH 
FjIVOKG@ () *cA0FeM*cQ [Xme1lBbIabMYVVIV'SYiS#H+!RLU*iS#He ! 9qjUeQAK (,k 
qfr' [CYmY !N* MFIQVkEdh (, JLCZJk$QTRC3V3416Pe0m@k'+B4fJj ((JJj&p-Qme 
I6NjdmOm#USOVJ&ISS&SiYU"QGSTT [Lkf' ej! !,MA6cG[UfkgNjH3hK (qCZ3$Ar9c 
,d0!jVI!dZbS* a2cG8M) շքա 270628` N#eM6S@8E6NIMOEY MJhMa4mm812é& (ca4m 
ո8 128 (ca4mm812'—-!mB* SaM!2aaJ) dD-mU! ShdJ* (&NV%JITi (IHBrEqh`2!M-&""` 
e[PV&q"i (-F` Im£BY9K! #H"qdR6JG&BGPEj! !krD&8q4b$0SK* հ) 11"SVqkD ("| 
Um!1) B*ZUhZ1-q6cVEIph) "F4Fmb3! (*i"LRO3Si2MhKY%SAGcald[ZZVfm[, cTM3 
(Ga@S')VRTSVb12Z1X!ed, BB5r) L[) Vr'am@3r"&c@3b (OILJLb (O6e€rMAQHM' XY2@ 
[i-P&3d29481 [qIAkSUZ6em@Yd (982*d0SbC (Vpc-9ccX@5SG"Vk (EkrRI* F13cG 
"c[9C)MeS$"')r0,i1GSG[S16ih1J8j1) Ja(U'rhGco""GH, "'J31,UZ6LbA0K#d2* 5+ 


~~ 
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,l*2,i!Pk"q#jjS&rSFPc[*p9345*&TcT*D'gq[U (*H#@k [prS3T!Pd54",kq[D (UN 
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Nk3cBmRM1DV4j1UJUq6kqC9d99m1 jSZKrPXC-&#K4LBSVIX"LBS3#433Y! #@> "*LM 
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XmVSE#ZTFSPt+q[P9KF"CbUc3fHKe 'Ud1JOIHHXBO+, $2UDqIkB('2TFPMeRVS"'h 
3"d"lre'P3pqkJ69@ZEV'RS$mT"e% (4aUVACR98i*-kVUKZ#* Jd& (Tai jFiSM3! 4d 
SH4@D&Rr!-U[Ui0d (MFd, !b9AbJd$9Br34YM(MjDaX0#, 6Fj!QklCaX, "EXDXF*L 
c"rfXD3kXA8N'273jd8Vi!2cP*AN, S-R"NS—b"DJOF' 9CY619F 'KIKZSVNS, *253G 
jJ"cXE16mJRTXXbZVXHY*6N`-jQSjJTqI*fd+eB&HVJq5IRY&CZ#LhJc-ERGI(k[VY 
5PDbVJi8 (9alYY9cF) 'FaN! "fH[* 'BAYIS5SS8@q%#*aNELDG4SQO#b) qSR[0j1c9U 
Xq+S"cN8L!T@e""8N%S19i4FqgDK14HK, qSmk [XYJd (* 3 (D9Aj6SGGK#8) [Od JF (C 
"af (V@hlfhq2* @Z5rRN [mM9eVAEZZHSNr8NH%3m) Ki4$° L (K%2#) Ha*P1jYj[PAO[ 
jp [lqP jAPHP [J1qVNTY4p) ", R*6FIb+Mj-P [-P&Mi-Pb+Mk ! CqTA6GO"AA@QraAA 
V!VK9d'ihG[11,AD1bZ0E° kkSbTY ["1lA%ed (Y3X#, ZAME1S[F,19'Zq#pYi2d" (Y 
1LhRI+efZfr (YJHEKLAE2KUKV, h#aUcCr) &pa* YSXPH9%e! L+SJbA%S#qQKBSAG4"M 
1[&3Bqm! JT4GS%39&183X%VR* 4XIMEhH&4XD'qZ-PZ* eS 9GHkDq! 40VYeTVfciZOK 
'CFISik#N1QZUK'ZL!eaYOF9d(THi'jK X&3 ( (i@SA"arPF6#* H8 ((S%AY['q#SZ 
Բ, 'aZh[VH2Eir#iA (Ka’ "pRalHS (JaqS$kEH0Oj@2"SMr5hk2Z2aA) Ս) XP#'eQP° Z+B 
id"&j8FF!el8%L[8) SDLm"CO!YFJU5Jar (!ep1l5pbZJdd0Ra* iH'c[G0a,1q!*GDE 
N@GJTTYRbOOHIJG@4!!"* KPpA4U16FF"2dedém (3@Fh#* HeahaF41&a%1& [e4Ck1AD 
E'* Kb2T6EHOEKi&RPF34J° Z&aSFPY* JGRa, HSCcF, IXEe!+Jk-&A!$QZ4NS-D@UJ 
'FF IF pP8 3e5Kép94UTS—-1MFIMmET) ) "d#'Sd1DKa8f£S—M3JK'FL9Omk+1kSiL1lhOKf 


ul. 
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m#1hY11S6F1lc%F!1qjXiNHM0412'3!*L'A*),N[MVSh+qk (3Bd0pCZ (IJ) dh) @Xe 
jc3B*#kX1VfiVO1) #PBAL'AfOSalS* Z&"m"36'm82%, ZpRHfmICid5f9iGpLTc(e 
30721168 (QAZ2%I+U'X$c' "N£XM951pK41m1+R-Ee (8+3!-4jM@) $*6Z0a@+aX£SR 
+LU!I! (Na) -LKe (c3e%99'V!C4XDSZ'UQe (&bAZXGUA* ` K12VI%[,1(905Z'ZROO0 
CLLf£qXi8) )NJHT! 5cLedDTpd1@[X, !*9-I) AX#Ak" (R#KN ! SUYGGUp [GSEH+hMKk 
QOqSM,ALpVN!) [30"m[T*-—* #X"—'cqB2GZ3h&1LSUUqV) US1ha8E (PhJ#BiGS$@9N 
hU, kZLkJ2Ra8DSS$1# (cHSS$cmI9!RRDcCU1LS" 92G4A9h8G4@"r4HUVY65A (b93"#p% 
m15&éLLS44Q1gELX! Je@!rV) F9TkTSqX! jaNIAa8IA#+rF1V[0G&UlbcQJ) KeFe(a 
Pkmd#dd6eAJL#+5* ) Lo [#!3LG1TS, -L830iE1FeHZ2"f!c6FDZMGM1Y[le!IB(HI1I 
N1S'qFiJD, IAYA536f4J@Cd) ORaVHGef&° YB, KGQTQNq4KIFfm1TX, KHS@"D6["e 
GCIG4 (V+UUU! pfrBmZT%!,mMX+kjd* 1-9'UUb(U) | 'LcENTY9&@6[89f0d* JA9@H 
QdeGA'I (*9J) iNIR2im6jSr) ~$R3 (&6Bm+D+X%@a@'KaAe9JTQ) PKE6C, &BV*&SHH 
~*LK8FF3@R42+*f) YA% (pa*!Q) 2L-"* p1lAA1* Je ISU9EVS"S—P8'* KX* —) *AeRI* 
'DG'Z)N (6%ITS—eViG@#G"gq#c) O3@HVSOpPKXOACFHV* r1!*1-4'm, hVH2k3J36m! Th 
eS [S+qYlLOJF"A&Yipc@'&Gc#N6"M6XallrM43f£*!!Z0G#k@E, UhLZEpjfZehJA0c 
`8L0%S+IS!, (6՝ apEpA&iUa* @L#HUKSF1&ZpA' Xa3A2) r3Km9R1IPQN£fXLkM! J5eBI 
2 9DX0eTUJE* 8£ZRITL8DN, CUa"SXK%S+0e! 9mm&1@993*LX+XFNIHVVUUUKK8@%&0 
U1L4N[HVSjJLNBTL%S0ge° (4—-"ChiPZZ—-'M'RB4E+EXjZb5) QVKES! S#+-fcSS#6CE) 
Se ee a Ը ր 
3&G'rGle[IK3aY1I6#cP[1H' j[ADOX0 [af4YKYqOFmF4#0, 'bDKZBVQ-6-iOX1Yd[ 
1hICM&JYCLVEG%1-F` SpiSSp!MGGCt+r#kKMkJd) e* R) [eRTJq*BhKrD4J&#3HVOF 
54018) PZK', 9cTJT! !L1FqQBjki9h1SKedk) (#) BLP05+3U+#KLU*da3j) (i&"*1 (Q 
OSDX#hRIKJ6#3!—, 6BMX8CULX*m-J8"#14cS!r2C1*+ (aLm', BKGVThBE, Cllqm# 
EXc ("b (aE+6X$+"+kB1 3EE#EXJcCE! 5RM&*k3!O0QUNVQ5EA! ° -JBE2!kiUX4K-dé& 
QONG1Im(6L1Yb%c() “EP9G'fh[fmpom! [ifpZDkZb [VOqFaaR21Ya'GS+iPcFL1+B1R 
ULQ#311E1DZh5,c-S1!#4hY@r* #RRU#LM6h8AP [aERKT (1 (&*Me9KVGDZc4m! MJ) 
OfBLrIZSS8D1BA° R2&dY4 (60L1#SL%aVMABeHZXaFbXeV, JUjJ1S—OeKP8 (+RUST! 
'SAAVZS! JL£b59mSOROQIUrY4YigqZS&) +S6Cpp-h') 4UM#ZeiéqfHb, rlkcR5rQ'c 
RLrrCq"islhOgq"SNER3P$X jded*ZV [b4Z£3Tmf£8h* ** 5° -EpKO£8kBDQ[pS$TT*1$ 
[YK'5V%U19KA6S+K6PSTX!Bd"""—-ABMB* hSDrt+pmDj*YZ*"M*AYcO5O0FO['Z9['0 
aUiYcb$5f, K15Qh-f5MR9) Yli'#i'EdSS3TZSM2Y5PLq! 1011) qoYrTZEF4 [ZmPK 
SMikKp*JN (6KRc4DNFK16' (SQZ%S0dDX6e' TeNK* +3KZMLB4D ["V(P, RQOVOac'KhFR 
ADXTB1U-)M5'+S"5&@!qheG! "1U@pft+Im"Ub [OF*X! [*m-L5A9L4eeVTj*DOkfBq 
R24K0,) LKI[!fCIa0Xik3!SBE11@Sm#qfm)M5Bpa’ , Y#%4Z#hc)mL+Jcp[!ME2C! 
!YpKa&q@N8aUR6&UEXT #*$* UYRSYirJd'DF&JINe ($ZYQ* 'A1LCMSE* (Ie" (F4"q!3 
K1BékYk) 9[H2"Z*aVNa4f£jIM RSC£IM QODOHfmf JL6-hf10Q@6CASs*s9d9VkhZ'4h0V 
"FUMTPiSAH! 'G%GcHr [f2&0'V'CCIUiIBL4M&Ic@* &IJA, Ep@'OX#R*-&""Th (1mP 
LFS [U%SXqL8° 4H%)D(2LR"-f) dh$, aeH! Xki#"N! SLO3X"LN) Vd (prb5NLC"Cbt+Ee 
aFL-HfCLCKJi%2PALEg! DHNMkP* 3ZFLZ1Yr+mVE1G) hQ3!$3*) &*+'HkqeCN[XMa 
2°103!+,X8rXS5@XC@UAK@bFf! 'feVXSI+MKD1"*S*FT-KiYRIS*j@4CfdihZEa,c 
fOCS6TPNATYGEMOK54I) en 'h2cp+r8ZcoQ00b-5S1hl40CMaY Aec ane Fae 
ԳԱԱ Ot SDE SE Ber Dec a ere ey tr VNOIA(A see U! OLSH V 
* (8TM@6LBBij kLD1Jb4T%S6!'SS'U"SAapFES"MBY—-HZ6L! #* R&88) Z@R+[+pf3 
U. *4C'Dc ($SYApV$5C+EaP4jYeL%1`KmkrH8DP (—PT#@30ZC!!)a!B8dbj"T! 
R)S-hdD%"`RaMIiS%a,`DJH0eF4PMSk)b-MSj+%$j-D5FBZpA$jdIbYZ&h0X33jAD 
11DESpm-KY, VU5SEp35E&m38N' j [MAT*UJ&mpU69hFm5hMEmmBF6&4A0pF`G3!cIh 
aUH%$cq2[8NfF@X'M,'LE[PpEhPcmD59N#"k`S-RMD`-'$88*+TIJNKBi0OcGE53'P 
[1"95b9D&SaUB4aaKXe#j6)b4e*sG@DTpGUa+5I*BER*U"'-—3P3-@Zj,9kDS6'C&5 
4ZTE!`X%kB-U*+TLE!h+d%edh64deLh8P4F*-6M*6EV5bbheCcTNT05iU-R-DGiZ 
e'9ia8fK5%hjJ#4D1!*NqQ4L9#66NL254D#"Zp#4PrfrRHGJ4US&8jbeM)Sj89k- 
mjQT',Z2j[JYjJhfNL1-3h#`H!D@Q@J'FBG!Bb+)4aEHO0k4heGRI, )BdqLkR (Ya-5) 
PN! #K8b1L+eBZ53Xd5&q** #OZh (OFF4iR1-3(51Bh) 6MBUHakAr+MMBU1J9SQAG8 
GR8EP (8B! al50BTdqT@+é&QBjPq,A'OGRTKO3R(21e02eM) e€L51") Sa! Xe5TShFSb 
jaA* -cLNJ3,PXrXf2jEMAaQFf, LX#SaV, S4BR! Nd(JUBAki9&Q1bh+T* (—hCaR3HE 
Vb*S-YSCd+15@55DRB5kE3L4Af3LZ0° Bop12IM5KV (h4Ai* ihJd) 6€0M&H2ERD) [9d 
gq4%$dL4a4Efh [afUmD+H' 4B'SRig&h@3@Ch9EN*B*12#24° BS'c@1, fF-M8B"Y9Tet+ 
' JUD+*K [b$U) 93*Z9TEIR"A, &) 125jFFk1IA5pSprV#SHXA2P) LF jeFLY-ROP*PG 
NXP SMiFD+SQQFbB* V58B° R#q, —j["*DQ-BI ! SB44SUpApt+Jih4p0GLi41Qar#P'S 
YRL, 30S&!ERDC+1c5*6, iTTBOG91VESTd[Vq"YpPSULYR192 (!39MZ0'Z'QNAm"Y 
MZVIG4G9Jjik3jXk"R) (Cmldr@I"H!e1&3@*aEP [VNiCqS@hmETJqifjC8%EJk4Ke 
ef*4,'%SerjjD, SQBE!m8) @VRO* 5S (h@5RUK10° RC-aq2 [-PIP%S$'Y+5mDEJ) 805 
kcD"SY-PGNDBKkBbD9qZ* 5d [C*0e° EV31p-LbeCZ2XMCe& f1J0* 9AU4P 3 I M+Y&59m 
Na2aQh'618C! !GONAQTUE`al2, 3BIV*-EK5D, 85FCSFHeED1@Z [ELIOVS4VDT+54% 
'br10-ijU0TbD5GKaekh*MArEHfmk0a88FLOIULS'* %' (hhTVPHm, "XM[9T'JdKkxX 
4SFB39Z8° h*k9SU6—-D*ci, FDG6L0 9pNT#k-JheNLalqS60C661HP1"—-IXfpMH* 5# 
cBS, 8e€9%2!LRDY [bE4JMUeQmi #S5Q0+V+bF#VKORdGA82U0 8iNFb5VX6C#1UA! Vat 
MV 087660' Ա) [XhHECLBQTdRM (CeHQ50jimcGk3#4h491@kE! SROR[£V0a6*,f£c°$ 
91"Z940+r* SQiPARB) (186118(') UXKIEhY [IKD£SUVccM$3D11m*#A9 [INkf£hTA 
3M+0-G2Y*aXf jJECDCkh&1YQ8HREC'd8EW"26bi8ir, *!!TZ) (1,MSJ4k (LJ2d&L2 
EFK) k5%66*23i60dMT) 5 (Ci&éS86V8LRV#OGVTO"9R(3!adJMa*0-*X8 je il'ZS9c 
FQeiHjKVS5 [4*fLUK*TG3PQ° JilJ*NG) 6THRV[RUJS1rK'F3IFb1IMTah9ZJ#P0-h 
@3YZaDX!+ (11 6ec6U8B&CQO4LGRPb'Aa* MS&&QRVVV8bD% (JS@VOK!194@d0Rb6Lr* 
VKLVhV96hj*ImSe* *!$51G52ijh@Q52ZEOmMYiiN"8S [9#T!bT2HRm! 8rec-h1l0Ei 
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-—-MESSAGE FILE 1909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000612 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Sat, 04 Apr 1998 22:05:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3526ae41.329053@news.playstation.co.uk> 

References: <Olbd5eef$139ea280S$cc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4qi5hjikgN@al-88-125.al.nl> 

NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 4 Apr 1998 17:36:20 +0200, macsuppor@al.nl (Dennis Brinkhuis) 
wrote: 


>I think that a yaroze-game burned on a gold-disc can be played ona 
>"converted" PSX. I have not tried this yet, but I will try this in the 
>future. Anyhow, I think it's possible if the PSX is cracked. 

> 

>DEnnis... 


and thats a serious answer? talking about cracked playstations? Must 
admit Im not that impressed. Are the game reviewers supposed to get 
hold of a chipped playstation? 


Damn, Im just one of those old fashioned 22 year olds with a grudge 
against pirating :) 


Robert Swan 


—-MESSAGE FILE 1909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00612 


—-MESSAGE FILE 1910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000613 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Zzzzz 

Date: Sun, 5 Apr 1998 00:02:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6égé6édsuS6vn4@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Crikey, where is everybody? There only seems to be a few people posting on 
the news groups! Is everyone else hibernating or something? Come on guys and 
girls lets get the Net side of this thing going :) 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 1910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00613 


—-MESSAGE FILE 1911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000614 
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hk4bh4) BOObHNKVJEh-hC (SGL11+Mf 8pVY@Q-TjS8KMZk&Sfi4EkIFafOTZIIBS8F 
Se! 3BM-EV’ ("f0,26A! kPUqb#0X"FY* G3*&TNK'—Jj [e*Qi6TdQMI30S0aZSXN&m° 
M-laF&i40I1, BOk5SJ6R% [ [04B5, +mM@q (A&"JVNIM4KUQE JF @FEB#B+0iS) PXb3b 
ALQ4R!F1-Kh! LITK%Sm11, U*r&%) Q41iiJdRSI%6KS$ !pZ3! (S#RHSZEP [OUM@qc#S 
&8L131Y%° F+£O0Z"b5EkK6EO*kdME6T! [LORaAVGI1) 23-&"SmDq6[SdE) | 25 (LeiUGb 
3!0f%C-!m9!YR#N1!F'Y8) SBe) S!E* HSDLJepUYGI1GHTBS4YFMkpQiLK*AG* 6LD 
(CL2*USNLMjJAPOLUD*Dp5p, fq6VY$d16SYq#h#QqaX"ViE-FT3HVP9) ) RLC3kLHO 
qJIE'cCJh2` fmk1ldaMH2VNY 6MLDZd9hA5%SCHSmUkS—"kFaQechYA) KYA# (aee"Fr 
Xar, UG+HqZ6G1laUaEMQ, BMXHN402EZamkB3heBI 8TIN[1Kr3c3A0IGR) "1pXBdd5 
4TFLLAQRHO"1@3K51'm5$j+cf (8# [XRh60FJeFkF£DSI4@R1IG (pdT16*Hc$#B019 
qjMS, e, VISr#cAhAQ J3VESS"HUS&QOFC (6d0N! #'fmH@DC! !JFqk&%[@Z*! !KiSj3jR3 
H'PcX[!f£!TAf8eC! ! fbf#qIKOfmmSREc[J!UN@DA[PNJIThi'jLehZK*, 1L534XPR 
HL (LB6r!H8P (DOXEf`kh)mfT[i#5` [5BSCA15'SIBCdNZ2Y2U, dE, Ko9Y-+N"TG4 
YOQiTc[, QiSPiFP*FGA0Gi !hbkj2"mCOLZUe8 'OSYDJh (AM03I1I+-&00A*iLfj-R(P 
ELBCXVr@DiC1HQ5) J (KY [cSP@02$ ! 9M+I$852Gq) ""3i1XHFR8X+*pX03NR9° XRA 
UC"JC'Pqf5ATAj51I° EeNgF, 1U6c8@K*1A (m1"Z1E+, CM14CKK6M T4F9, 2kj&Z*K 
T#Bm18TMG9FBSDbTpX5TAF) Zdmpp3qq9!Up2AS (RT[!'A9[Ic* HH! -kMN#8BO#'1 
CGh+FISIcEQr (PNirlYbNZaf-—ct+4 [V#R* F8'* 2RHakAbc+-1ldEb[kT)m98BO0C51" 
3mii9"Xd1") 9[V5 (rN1rM6*!!—-KK'U0Up03 (£! Tam4jRcKI2) Af82T4MCh° HOC*p 
Q5"Mcj* £HO' 'SZK*pDZMbSK9IN1qg#I@00mS89#6Q* $1h15II£T$1-NqIB*N8G5DRN 
a8,-E#8fcNOVC-@4HiOF-prl1'GO2VEaH!Hb'&L-TcCfBk8G! 15DR"*UDQU5b6-cI 
@m1j5FS) LOH#ci*V[*ThHLKilSCdp6*US5D2 (Մ-Շ'`ՓՕՃ) J1BB31, *+)mCAMY*Q, * 
FNehS&deSiH4'+2XMG* HdRS @m6$iC1-—cN@a3pEehNdQG* 9AY3F 9LH&AI 8*eFSH[M 
(EA` 5E!k2Y—-+3!+LHXdaU5RPf2SU#G3XR4P 8h jRPHSRYmbVEF3 ! -Up2+S1%11R@55 
84CaaU'Q4kj4EIB#mV!O#LpH91Z'F3jH)+Sj&PRHkDmX1pX$9% [AC5VNVOQUBAc (8 
,mkGmS 9GL8"45"UkK358k*3#BDrVjHp-C4Im%SMqH&m) rVYH[+86 [X@Mq5&mGO0i)m 
L8AYASQ82Z4 9bIDCHK#6SaF 6e#aTSMDBG@! @XV5mDP | edpSaNfIqYa81IU' 5IUM@UGY 
LGah'fYLI#0#KL2MA'+ib6p99AG4HMMr 64Hm2X! USKkSejkHZ#a () P6EPb'h-Q9P* 
U"dhcYr, *FU—* YXhP*FG+i 9E#1m5 jaClq% (P1C, VLUT, GC! L'3PN@ (!SR"SR, "ՇՀ 
8qBUldekQI*I$aS*q) X@QNT1-SHNi4jXd' 5Hhm!1'£ZENPOXja*) Xi6) GOG9dEd2L 
DIMPbRm* SPP#*HZ26D55&dG8CNN, ` E&aNKMH+2 JRZEH#XQi@#21+12Z-EFTcl1l6e0i 
fr (30RmPX [9ZERIQGVJ ' 4RSNQG59+qkqDHroQ, *K#NNJkeZVé&0BNdK*e, m#**&r1" 
3GQJ9, if ((h° 1#SFe9#47jI0SmI* die [JkE'L5#pc"YB#Hdr8k1O2X0@S&2ifZeB 
NSe"jJJFIMcpF6U52a—-d! TpZ [UPaFehMNr#54q6, RS#6adkR) $Dk!M3Pb, 1leBqYm 
4HZKrOFIA'OjcfOoqT[)108e)8qmjHqpXÁcc1l*iU91l1ASb6@J+D'8N*fiN))V1)b%6[ 
aH81HdIpdG5% (c1DN*"VVM#T) (CL3!SYq4FcC [R*£fCJHTB5 (, dhpCa@FL!aej2*0F 
Ibp2iq(IADipI'c(VZ%$G6XR#1XkBk`1l1,!*AI-6cbah (11)SG@3E'aeE4'`GeQFVM 
N#6bEk9CLSaccX#3j3ZU'hILK(%j%$fZXmIa4j&'DZDqi")a0djOiY0 (Y#M(GB&YGe& 
PRSGC` &hGRb6Q` iZUe"TKXFJ)-Qifbfpk[2p5jJ[Ur (ZEL&1+@#r+R!laYPUq)pS 
Ql-40akA[H3[ULVRH*YfBJXLDR)2C%f12S0`2Z2CR+MZ9#+jkMOhFa[!apeKCc'kE 
dS@4210@Rm"VeVO@Dch (UL%h&UaN6dTSEk4)dXc%mmLa`+$8B%6jaljrH(X`BeR% 
m2j!!&RNX9J'ZiqC-$1!'Fc1R+bQRiMD [9p4MER&B, (e4q1&j46@K'IAq26BE&23 
VaR5P6[ZE0, LÉ"ELShTf#Z)Zb%JPO'hTŠN9KDm'TKO2SKAmh155ib[ki,1K$f69V 
qQr9accrfpCKU, fXpdAPVkhq@3jiU3!SE`9fZ))9h+AV12FcRUMMI9NJTYGjaj!VO0 
,bS[cArQOQNj2jFb[eNKfFhA4dL&0edqcAV1CJ2essA*Z`MS)AG32-icM3TH-K&Vb% 
D@0r@dZzeCN!S14CY9(6m3)GKJeq@c-FpG&c9c00%sG-P4(1`6TV03hFdXQOIP1I1R`XL 
&plr)q(EaEFQ@@0Q+!"3)3JD9k`L[6jZ%k,SmTJ%,[6B&[M,TVjc4LH%P (2`fIJ#) 
&#Rk1STL(Q2ZP8bhr"i!a&Nk+@V[OFpDl1lhrIZLS&eEm"N3S%SsaBJ%SQ@iBL)hMces99 
17քՔ` Ը) 5cdepA4d@—) qGM) @&LMB9N4VCPr)KXe`K('h !MGL2$S+h5I3ATMeAel3m99 
IR%S18pP&CIkTRH8QR[|[5"ARhANmAQbRAFSPdTh (aSF` hAqiS``l#q'P% (RH"YaCQ% 
մի` *V2` [- (qSALZ* aE"3ZbeVekc9kZ&kRiHM (,mU (cTJIBLcp@OP (HkkrXpGD3 | 
'*1&SNdDGI&k8CCERMfrcSi5A°",NDSRdM3k4j!5$Z1[&k!) 688) 8VH9* qhUleiBHS 
R6260S1SR[&S!jpR) RC! !dS$k&aR* ոոտ02 (5-1) f2UkG1LIMI9SNebLjYRrFeJUr, qt 
UR"3BdXTUI[3*FS$Lc'*R'-la6b,) ,A&SFD&XeVpTdGLHDXpCB31%-TSV, 31211 (3 
Է) TPHeU (` 34p£Kr"LgA* qM%`-3'Xqd) "Y9DkpApg8 [GE) iD5X) YP3N! #h&Y* 0E2X 
2G'JEaEIJL%8d!R& (DCidJKTad&Vi9* H'h$b3N2, 0088194ք) ap[+5° 6'P'P2VX!IF 
imp !—-Id48B*1IQ-RJY) SYV") J*Yj*ir,mZV90-2dcb9H-Bj4*) —° aCp&mdF2dkH'* 
2TKK&FBa"'q3*FMrB%p111C& [K!-qhFaAL-C, aRPHR! m3F3) 26 (&A6pddoO%6rUSa 
90#6YS—Pem%1Rf4AVMLJhj2K--FSRIJFTLOG3pVYI* "2iCS'm%3) GR3ZXSCY4# (fQ 
p-GS%re6EMpXcfMBSaYpm) Օմ [F*p3CKdaiUrLZAe61AN*eap53iC"f@6@KDSN}j) 
fE9IU40Z'qV4jKX%6ak&b8DR) | 3CRPVH9S9'MO, 3Yhé&) QarlTab, NA8) a#11BSN8V 
Prh, ) BLZNRG*22SCYChfcJ69c (-Ef59NRD'6 (11BC*E1K-C! !h(%ab'aGR(HOT,T 
LT [G-RZY1ZMJ%ScF%m, "TS[8iM61I"PIm##m) KEZMpf* K61A2Y@r%6ZrXISEfaj4Y 
B-fp-5V6FI1' (O5C£* £LG) O+*ZFX+qQCFK"FN'6RL'MJRSXC!!C!S(FIP)F[@rR*b 
—', `8 (cbrH5RGNDa"ME&,V, aP#R) £91X'ZPBXSSKf[,RG3-fec[[! [8Kk2 (fQ6D2 
"3cVk!4[LRN[,NiZea("!Z) SHMESCAD@Hi1MX2Fcq3B5B,RqJ"Z'hNPcjJIdH569A 
941PbR) dek, dEAJ3+5i"2h0B*Pqjq4Um%Gk (1-RX [4CdCL6S) LcT88#4D43$*i00 
B2V6Fe513!+bpik1KU[e(lJUTh*) KI) 41F'ZZ4DU6SpOF#) 3UR%#qLeBp-L2ac@> | 
(&LZmO0pP-30HhLD&"S4R, '4-$$5$1iK81-Cd2hZK#T+S$Nr-E#pxX* 1V£hm* @$q3M1 
658-SUB+ 9H+NbA8A9GFJ8 (h1"pNFSR+S@kC#S) "2 !Aph4bTdHOH! AN) mC+eU2PF 
«ջ` KEi#!K-MjJNQISRUS5IXm) KI+1k&2T! !S@2aJeGd, e#C4"eF%HQBZN-*%A[l#p% 
rF52#ZeQp&%5[X#, FSp2S) G40-Y@kDhpLpUSe, @hle (TA* ENkKH#ZULUZ%MJCU"Ne 
b'&mh (CRahD1LYAfE3e!1L() JLMViAQGHAA"NS* 0 (r1I° KP,  pYGA9fGb-@FkrXe" 


ey 


-- 
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+1! 41-EEM* OYFJ-,mVSEb#QaF 9GT, kmCPPRf&3GmVLb [Ei@0Vi" ("!40!4HS) & [i 
DbjCa9aYVeSfU (d["PR"PH*GPKV, TNJZ1'` [00!)+AeGHkKBIkL''[3°°"!SA°iIB 
E2M" [J%) JMMQO) Te) *3Sat+'HOMS12A3D"@NQ4,M9&jNV* +1kDLpbA&!CI9&*+FiF 
N! 3pXSFViN9° !k14VZ-2iEifQ[!Q1!%pa3&AZQiL—-&a4"hMDD1$6A) D#qdh'VS-i 
UO [XPb"PIr*8AH5ii#,N1Nj!! (SFBIPSN'Z (8ABS#iSqO[) 'N&Odhc"SFF"A! #Hj 
'6A) SAO1LTZ+ (946017Շ" 9UPVh*A3N0 [a@jZ3S1I-'O3"T"3@5!EVK+MLC, H"MZ-—-6 
RJIK£P£!643° PVT'Ni’ FSE'RdDELIAST8PiSBVjXP1q5qQSZ-PrLZp1ZZ00ruzZIj4L 
հՄՏ-) 162), £K'13° 2@YGZkk#5d, ICHSNr8NH%3m) Ki4Sd%SS) 2YLLLHQJYGEIZYJI 
kLS"CN8L#+'###T) ) "HrNA!p'JS'LAp3'iVA5O0"mSSFKDO-SSQO#9"1* 61%m'*1)2 
, IRV@EDCH, 0D# (Q) 3FrEcB) CX81S0Q0° hS#1k+# (CRF 6Qa4SRQO+%RhK3&Rp-d%&eH 
Ad8d#m—-8jTA0k!B&&kJ0aBSJ&EJgqatr8PJt+eraa* [243rrk$1@, aY4q, FHCiX) CZ 
,ilbp, cAtmcdQ’ hX882"fhMH4qlFa3° r2i@hmMEgé& 18m(ar)mMEfd-OYYr) rGi' 
kKKq5SEbMh31-Te3@6Iq- ("SaTX (qH, ON3fr6° SHPe@UcH+Rih2**iQ, ZmO"KZVYI 
`B5S#rSLLp119S""4HO0&&k[1FT"4IDpEAFaS"b8M8` ` kV!`6e0qQ' (JASIVqdJd [U 
[m) 0r4KD"bJNFCrEM6BSChZB-,m%f,NZ4qbFqi*!!RE`3G0mm-8rmI433IRL[Z2f 
d-'& [qcLQmMmm (rR) QhRdpY""pEeSS [Gq [2EEMARb2#!IZJ2V2Z3"RDrUA#maB`F 
PBH"r2eIMQaISSTIG`-(,m5+'ES&mhf)2Ur*&&hd&2IS)OI&&iN'[[STrrb#SQOq* 
amR"qU') X (bMh2 [U2h2hq9kPG[qA&OcN2R43X' "` (*rCkVaVk+ (p-%&Q%$0a89G! 
2jaKrC"Y2fK"GC&qkš$SXaQ@f#cr"""prrUSXBK8%q*jS$S0SjVr"krCF`PZrSiXf2S&r 
2+5Eb#łrjkjKl-ZQ[TZ%Lr&!2`a"pqL,`Z5JJdrL`@N!#$qFLj(4``6Q0K&lce0jXh 
NjVrSilUVaD+Q* H9aCZ%Kp [mh'hRmpTfZPUH8JJrrKm5#$U5qcNiBUZ#!Q@+If3Gj 
&&jIeB) +1$@&f£Spém2eS19iN8arrlhq6Zq, Eq&éaCX1$Yi2dhxX@! p#2"qf (k1AJSG 
al4BSqY""NH4%2, pqb'+0Z-@ (8pJTjH8N (Oa"E[8£0a8S6qjZr4@Se2pH, 0318 (զ5 
%'LYYraq*l1GP"pIi)B[1j1$%H0`iISm(Ni-0rQ,MqTB3IKr [` SBYhcF%!VdLmc$1 
IMd8 (er-pb' (I6IU[QI8EpMprTHT3DMJI) JcZ0 [£S$PBDramckSQiLpET1r"bR-mR 
"3IIpZ+ (HBr%iQ9Lr0'2a*-epC+k-—-1Mal1) 81) aONVJAZI 8EpMprTHY1"qcS$* [1° 
mMd[dklYHrpSe5#d, &12HpETZ[fRYLZ2$HI, [rOhrah*X&ARbI5U%iAa’ rO0lr (p# 
Z"HijppGgqaqrd[8F$8m5Eb) V£EG! mJK[3m+%"ej& [8&VE+&M4KjJPHIMFO [!+E@E'K 
QhS"B [hdl ["JZq) MR* £EX£qQcX9IcaS 5081 [Ep5) CM) &rV@X£EO [d9c-prLaEF80r 
"M-) "[350rBYCX-fraA2[qr[2FiNA1TXré&m(-33BBSqr) r+YCX8h! 4FMGge [04Zr 
DqN+kFLOFeOQJURIVrkLKi") UEh45a0 [Eill [Sdf (bCXLE&b2ChAZEcCHH11'kqQ,q" 
—-D@pJRIXI jLKgQBQ12*MIAY10Qalkp[) BI+Qi',NEVr1IX1 [HEch2EpAeITLmS ' էթ) 
UL#N"Rmj-rYqqFSfp[#Dhkq[EX'hrmf#, "FMel8h2X%ipVe[pIkZ) [r° FLkOZ3V2 
pM1lb*ccZm"c (լ, YSUOIAXOhESr+E' LipSrVqrqrq+GlRriq2mF1, q4DLQikY4° LH 
G!-[U'rAPbT1I* Y1ZjZiBIjJITirTbI2p6F0) $FIjp$qge [S4MiUILU[IS+"bZp#"R 
VZjBITmS+kZEUSDRdl&arlqGJrlqQu%pd) 6e25rTrAKaHF8, pRk93 [$5ELB%, "G3 
h1$9$3c83peb, UESr85NihSIbp#Lpé&%6m (` HF86rId2-m1k) [kP&FJE° 6Z*!!LVF 
SVSrK#+MFMM* h1"4&*hYmV* 3mL+ (ca-ra[kH6jhRi4%C1R* H[kk) ccrkHArr* SSI 
3402890, JSkVh` 4djaq*b) ERkL) qmZf) rNFMLmDESrB6écmIc2hIbme8P12 [EMd[B 
9*HGJRIr*gqL,q SAbrEi) DSrN82dP*GOm4P, alMLK*i51[,kEGAOQii5I%ixXf (qiV 
8mAqlfmRq2O0qIbJ5Zjp[qrmré6BdrRIbmVal (i-82q"1j&mH4qD#GPHV&Sa#Q1S ' ( 
b'2aEITk5QH6#Cj (dZbCildc3EcmA'mR* 2 (rJšhpAdI6rhkrRHOr4`Qr*mI` [&#Fp 
3TcjJFM[CE6LP1G8Fq5rF6k,K%SlbPhIFAKm4f6Y[*1LDSR!4F6prr[LrZ+1*° [SqTZ 
I*llplT2rZmAr1Dr0&SrSuUSiXMmN%S1L"#EMé& 3GAmXhPBC [dm, KP3h0cGARdmé&jU' 
hqhLiQalkQd%A&mApIKH) LMQYrIFH*X[!Ge (iQerErm&* rXU6j-Pm38Jijh (+Nd@r 
QmX&*` IS95h9 4° rPi6d8[SiAS[S[pcH5LiOfr2hhJSTr3° hUGpf [kROTr#lrpld# 
SriLSjhi3q +MN!"9 (iH"OJH'EEm(K—-90hp (aF"1L11iA"#UrjON4F6° HkrErkLVr 
TrMkrkqYlLIpEd9Irh1lGPxXq"&$kb+c*1ld5d#XZ5V, (jJK&MPLIJZSUYZE[ J [Jq4m9E 
p(cm+qhLh8h"3aF6rlmRkZp4BlbrYhH (d[rQ* HVOrrZpr9XId"BqZ9M [qHhJ@1kLK 
ZLXHYQF, ('m2IrlUbiec[rFQ2NXZ& H" Ek, £*YSS&alfpVqEp+, 6bVEAjhl&Kf2 
E [JY2drQ1EmZrLKpNVAjZIZB) dj'&B2&"GACAABF 'EMSC [dI, ‘ &AI%j(aq[1V1Ph 
mhbr2HaHeONKer10EXGNLprijhBjJMUX4CDamP1XYMfHa#gpXV1JIC3, k2b3V3mU&m 
Ք) LYH% (FBldr (` %Ap [p2 (QHV1, kVrjrMi&1&Z4ZSKLQRp (rQ° 1P'"mAc, #RCOELE 
&mf"1RBGMfhba3qiM"G"F`6Np*` (aUm'p, "pVp%h (` ՇՈՏ | ԼՔ8` R'q$r (ՄԷ՝ qv#10 
mZqiép&1XfL$aGPq, Y1h4K[#m[3i2RD [25RdBEYqeeIDKKrH5) iH6 (` '&NcmB-64 
qa&#Q@cfr$'C20qIiIM9LZ (FHpk (U2bBVippmY 1 &1mhkJHKhArGVf£D-ChhKjk$kh 
2CV2BTp@-16@kQeq3! 'I* e&D2) Sq6SCr1, &P11R£p[O0qe$0i (` 1jTMZ (ZEEr, l-G 
mA* r*HaEbEp5, LGaTYAD+arrhKF j"KhfBgqel#aeRb!kR) (ՔԵԼ) JMmRLrU5CriB*b 
MpPH4"h&a0qf'O0q$iQQ1lqLiYpbqdc [Mq, iTRahScbX*&a2ak29GHaN!$rh* pYcP# 
"3Shi-KUraDAVIM"i@4id%lp6keS2c!b!M@@3!11qgN9Y[YlrhrKhcE) frdr61$m+ 
hCC (IELhppHSP 9FR&aleVIQqXEC2° I (m@STU[2FUré&Np9rhAGCmB2UbQAiNS1 JX ( 
J) db#2brX+q6m[%OrF (%8phH1@9iGaaH, lQkpjpQ9QHp-["T!FT&a, AUDN0C1@Am6 
bIhriIbpELhj-[C9ri, $idJJ*b, JX [F34TrN [| JIRH@%$HIb [HF @Ecd-hiaKNGOQ@qRMm 
110քզօ, EnHE[i, GSAkKXASeQEATiACOZhIbmV4p2bcl-aTY (pl61I'S&14F'TiF%SD 
r4[JJR-E1F3CMpA'Qp"$0q, £4UE11-m@ jj C [I'VFXclrYEbpLhmh#aA (AG (RY%m 
QErK jhmZXaQMHg+BfcHLVD [31#%) (ke2#JJMEb#0c (X* 4$UpGlajZ8LKhhV1YkX1 
b, VNI) g9r9bc[[H11'm[) [OOr@LiR@CE1 [9RrifhRF [DpDq0 jpbcqHkMSDhiJKSi 
Ij" (p5#FM3Fe'pZ,McBlrj%hta6IKpEfA’ D' jZVRjYqpF (1Zd2ZE[GH1GaF'EKS 
TXZIV-le6eD2cl4T231MYAYPJj1lc4ricP4pqB%s41S [QUS*qr"TCbhraTc (Hc&b"drl 
QEPiTZph2X [NdpcGhA#qGqkE6qcZIF[) [SQrALQR6FjdGCd1i06jq0p2qrkIcH#r* 
UFHQHGV2K#+RS [RUSe"JSJK2i'GMBIfiVOE"ipd (` lheIAI*VBER'hPhEr3r0VI 
Ar jZ1b+hQiH, LD1Pc (5G+q6éAmak2q[81r[[) INer5913k,I"'Ag,Jp(1B(NTp'a 
mL2J0Bq2pb+kQ* HAGKkXhHEMGH [1$hE2Q, Zp [ITGpDPm' cpIFHhH4160qaé&a0"bh3 
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CMShZf [-qMkIr29rGqjpQec' 8T1Kq%) kKISE6YSJU"MEi'rB'6 (aqlLZjX (QhNhS` 
cGjrvF [Sh2-MM4A[ (IQh1kri@kixXh%S4FA4811G"PhcE [QKX81VGHCjV10hd'4aR3 
1i*!!` %A#c-H6*`, 6Hb*k4** FI) H1&H6B23 [C[f£) EdOmqVImdONfq[Rp'rhlipZk 
('"a-2ck2PHEjcRhh1"aafIrEpIchk1"qeM+Vh3NU# (iXc1d1$SASJ1r) SF (*M}j! 
'h4meRq#i6JqRrcFrml4° Q12, 4[VYcbdAZié6rRVHR[S4Vj43iMpleHEJ[16k1'T8 
falDrcrMfAj1'qhpRR2UrpUP-"VS+'6*FZ)M5+''61° Ip3MLB, fqQ2cLD (5հ030 
TCalipb15*yY [C8EmiQqcl2qEErRZ2YSh&p, [NLE° 1RM[@*X1N[G-69VRleq9Fp (" 
mH1%S8AhZ$reZlet+jr) 4119-Ե1 (q[PIMF (iZ"aHCq9+jp[pk23[+ZIlrFhTVRQd+' 
qIKD&9[H, FA9kr#d+'mOSANG@1, jpppS9'lmrbOYKAV2UhF [Pk [j8Y#fré6am%s1fKF 
P[6D&10ISOQ2VMAYO [` rSZEepFDrh, e-DrN@é&, PhdaVf6Bq9i (1, ErE1Qeql1N+cj 
8aV1I11f£0I1lrEq! ieibMBSITUr#%5q6BdMEBm, jJq4H2ZbMIH[8bMH2C[TP'YOIjle 
réhAmrp2RP'j,lrbTP'fqEJ* $-Sf41° IDq! )45` [i@&mm, mMOcb169r4p (| (AMAEh 
` [KUMKTih@mmq@é&rck4YUL#rCX0GjAq(b° [j5Yq4-, r$cF&rA#r"1Fh1j° [M4PLK 
j2iRadCBER'OY, ` [Qq, IL16G[Jd[XI"HTSbmMramG'AcI2jG° dHcf2rQUmEdA* dCD 
R4F"0'@icF%kOM, cCFEi$Sbpilkk* Raqdq, 2mXiV310mFcHA& fp@IpVHVV3mHek, 2 
22Am, liabc[Fkf* dIKfceeSFcTYQQYSE4 [rS%E) FaOCdE#-82e2PHQO° L@AaETPrL 
plGfr)HQ°L'@1° MaqcecHLGrST4PH@G-VDFfI9G2ZhrR22B4cPPmbE#0adSemEr1 @m% 
j6r!GK (CF3-a4EpjE2b- [bVTPpplrxXHa’ q1l1X[lfq[8fIZ2VhPXr) bZ,GOQ9e'"Jk, 
-E2q6bfIV20*Xr@qC (d3Ar"6Tr$rQ[16Cr6Q8B2J1ZC3aPDOhCAfpck ["iVPPILp 
riVelC4aZhccvQ8+b1I+Z1*eeCNDACH8k Ք (9pG* S4P (Sk3GP@r5F (1F@#2c2ZVc+ 
19) (E[KNr0 [ASbH+BbI ' INrDple28qIkA (2-h[ahbFmcNE (424ND0Zh-V) Ք, P2Vd@ 
amCacc0*V2Q6RQA (4MFa [eSbReCcM` 6R-Hq[20f&Z'4SHS—-HE) 5RNb'krhk (ՍԲ'հ 
DC#CmYmQp YaqlEhUQOla6cBkAbmé&qR* OYKV6pPmkEeASU [KJ [eqNd@+* dBGCAQ4 
(*1XG°  af#i, Ae#Y-ELAQaZip$ fapbUXEm) kb ([6D+,MrRr1lH6&bRSpR&  G*i2J- 
qS5cr (` 3F"LZMhaH[p59J7° a0, [&p%qYqU-6JH%efé&f—-4L (Qa (Tgqha'Sb11jVk,h* 
Z$Lirk@Z`XaKX5mQ'V1Jj6TIiH'cX,GIq6K!fS#p#1"@r82eD%s-*c@m(lAKK2rSŠf 
RT (d-16c'$q`mQ$pAhZ0p, +hIar2I4HhO0NaFI[@ZdkV!iKhB (3G, pRU[rr'Cf£RGC 
XH%S5FLqLUq-pTZJ-60i-emrHV`3[q5iEAGF4IBGhAhXI"aq+eh@`AHc0SBZ4hqY 
G,cl$X[,231GX2-rJcZYD1mh""N (GJRJ"dY1gAFgqm—-b%,Uc2H2S,GV[(PFrADA)a 
e2MhhZréFmGPY1Im+D1", "4A2K0GiiVISZP [VE2rv9rdrr@fChRirdr4é&ki@hdjR 
I`4'IX3Z6[L@"r (A!ASAikKDBCdYO01 [1UJ3Cq1 [cI40 (Jf (mELEB-r (4jV+edhDHK 
jV2ad1RCr3cmG, HU (ikBhhOQIMS2%M&S2r5eiNBERkcPAré&micZ@H* 'hOMmd*%A) f 
1AL4mhcrVZPEerGHMr9RL4r,h° 9LH*'"h1*i)),iN4j*BSEra'H5@'4j° VK9mSKAGd 
cb5m%HDdq5@ jmGVb5qIKR+Tr (q[dr10H5A[q'cb5fiX$c[-"8*j*4jX4kY1+[QaK 
ZIUYCAF'i[,YV2C(Sa2QaZIiQqE&`TIcq$rVr$20MhZf#N6CBfr4#ZiEQ#HE (m#H 
MAMOqM9TaAdhPiek0H*!!TkOERbpS[Se (1+-82IrZrjrPRSellEm1, r*6r$UKq5I 
-HicdADII6K`icI$JZ24aVkmDiF!R6`iA2Q,`i(q#d6RlrilVeQF1 (Jq2F4HQMGG# 
2(BA[*`hrHGr9'LDZTVH`bce4h2R*kSq6BQ2kHH,Gc29(3j0[&k5YN29%@b6e4, ԷՇ 
R)ErXbqZlbDhXjFD&21l-ZIkq-hrCRXqRrRhIFDrXcq0`RpQF2-Sqc+3**21-AefA 
) pGP$L4 [QHcH} 3 ( (JS+HZfjp$q(RHIp4%Il (VI! RY# (ՄՃՈՆՇ, L, cbMXZ2AC5Hkce 
£*1416ZMeGNpR, cpSPckAm9pSRxXqe | 272 [42YSYVK2D** XZ2D*5HfcfL2° pkGekM 
2HRIR* *m&éaldrlF42HR’ mZ-a3ZG6hT [KrM) q54r° 'jh%QfG[mCp, k8raRk-U2mCa 
JBC2mCG [NY2&!!r2bAZU (rMRj, qPkR&63,m, , $+ZTOfFOBS (R121 jPHAVHS* jpEr2 
qq+Rc,qJH40F#e6rJkG2qf [!E4AdjHVrfeel, ArY-EERM* rfhdC51JR1AhBe8JCFcl 
Ff#q*I'Q`q60N6BVVGqXIPE1(XFD,q"1bQ8 [3RrCLi", F6DcBKAaZrHpVHEcfpha 
1լիՔ2170Տ` 'r*SK181, ZraAI* Hplr[FH, palSAh) ) !Ir+4l#f£Xd12LZrKqSN4EF" 
2"b@, p’ DO! 'X*DcEi4FZq4&id"rNpk, ib, B+eQhSH4YTX3iR3%06EcCb') CJ9r!- 
21S#1Fm2RZ!0)"!>cS'S-fGb8*ScR2b*R* 4DCYPRp*T-Lid-9rS$Sh9d$#'+G3dLd 
KZiTb'ES* KSN[f£f*Ap#9046qh%0j1',b2° G4Q0qq[S [JdZGcZ0q#, rA6HL'aLpVlrp 
H, CD2m1Kr*GE6p° —LlilqpcRY"SOSeAIGeeHOdPM-1MUpOSV, £SSIMOmSpd"bcgqs# 
rpB%1é&p) q9L, “HF rRmRpFKr (J8rBgqplhCrCqADiITK@CLVrvVE, j+EqIqIlc (FkLe 
#&166HY jhHiVb [OpVS1kh (UELhPrQh (TDV*AN) 31 !1qD"4jCr##H'$—6H+) mFM1AQ 
LO [pbm$rcrUE&5pADEI5rKm@+, gh8GIXIMU, Q+,m1TkrY3K1hXSSYjNVb+, 1 [mVf£k 
[VcSI1441IbjiX+1S#IE3 (, 2qd#rX* , 86G1IM[R%pm8@Fr@CSrxXkAa0, ZHM[) ZTrKD 
Gamgq-rkVX1PTPRV’ KIb@--2Xmjp--19jrU-jCFI, CDYqpMr6L5*Vh32,2136>°Da 
0S) H(c) RLL[2Z2T08 (QDc511241TImVeZLOkVZ2PqjkRYHhGaDIY! 2pYC!!3RfrTKO 
jMaH$ [rS[2Zq& [IArk1-X+1S#IE3 (, 2qd#rX* ta0qaS&BG, ` iVM1rKEM&qG&&rIP 
rmprpq, cqaMqpiN9MfraC2L3aBH (` XP°) Z"NYVS$$1&1%,P2+ZVOjj'@SN[ (bNtefR 
b30qI* JRKJ£V8rSdHBVUV3m+, pq8kV2C6° iYYrhS$&el4hx@ZfI!cYZ*53!01fAhG 
"Ola[SBIFUq, $S$el@kI1lh6ImdATa4Hrd9ZPUGMN"bcgqs#rpBSlém G! #+Fq6e"TB 
hqmpXHKk+ 'mKLRMM[a4FFBVBaeCcIqim* "SEcN! | 'VVKI*E1mB9iT* CL3!1*Dp6f 
0Տճ (I1j2Rm, YU’ YOlrmhkrHrPiNAcI’m, Z[bIPpS$p2kpRm'cr4qAcr,r*Vaqfp, JE# 
1KrV1l'aqD, drDfAVa461i0Gegc[ [Kr,mN@irRhRirarVYdR*Hk" jCr##H'SDF4GD 
(r2 [mM6VqIpVitrHgq* SOhEDEi0J [Fpm2r-h1l2TIpImiAj—-cid9Ti2hHZLF (Kp, eN- 
ACCEq'ThZppr+GC! !rNrqprV1ljpfk4a$h32, 2136 ` BF4k2&&C#pceTh (`ESbG6r 
VX) [AeXAZCVZIdr$dZ*° dhiiZ*UB[FdR* CINGYrph (kqqrEYHff (q[ClEXr, qpXIf 
qafIkqpfINaIQmNj@reAc3', Il) (RRrM! ROgp$SLcIZ3h@PphKhRAHhr, UG9$Z1ZK 
h2rGaEr*R[LrYS1hKDDqe@NrCdRJINrErjGk[m(LrqHjf (rRXGIiRBA (dqlU, cXH 
RrMS$qé6éELKB4-1) rj9qk! S5Rq9qRSh4° Ppf (iqjraqhfiVAY* qhqH'CA1, Zpah-f, 
AF, Lph[OGGAAaGTqcbrd41 (Qr2f8AGkq, 2518 (j[cqTqD, lelU3q&r9 (#2Frj9qk 
!jjrTISi6bq) 22jGr4° Z1-P) GA! DdN! S$b1&péf£!kD0Qbm! V&HmS"BEJEKSkOmz2 (| 
q-TH'qKhSZY2NGahpSarkKETf£é& [il5F%80r261! 'O#c!! ("!!-IJIX8K3p"ik* Xq° IK 
KQ2-kMSOahr4frUY8SeRV@EDY"S$c% (`')S))2e3IUJYGEIU##JJ`Fj&)J'` (""8N 
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5: [Ib, THM+SN1r8"Z+dT ' Jqgt#13Y6' ##6"+TRB*m#HSBGN! "4jF4m8! !e"R3BS—M% 
Fc"cB22aaTf!+k—6V#eHEPBk9Idqle@KPCE2kKR2bXVBf 'Ud1SelKe!,T8'4JjHSXS 
£EE, US—k (m8VTp, BD#ar&"6PQ+!-eD3@X'YJ1) "£#IT) +5$pdD'$3rHqmK! SPhdE 
rqSXf#91AC4* am@ih (kIdSP1r1%&R8'BVA@c’ *L, ak@O0h9S% (2DUPap, NXI+Ukr2 
pGOp6Rp6TE'* mO1YPpa6+16#Qe5' ffaq5SbA0il*F4+cGMBGF#h6fA@!XPCH* | 0ՍԲ 
rTES6k'* e-VSE#ZT31jDS#3BbS, cRCcf,  @@eQceQb6eQ6eEOEEN ["STIBCNX22NNIT 
RF [IqcSFA&PSYR&NiXR&KBTF8UK£OrPcT) *m4A+) SS19IJU* cece (JUM@GaV—-4V-4 
V*SXL! 36Y4TpE3dF94&h%S@) LaS8Km84Ji-9"P*beRXIIXTVleePSV+ (@6cXL! 362 
8 [pV3iU, +4G6V&3a8-8mm-JqpN-) *A3#@%!PP!*D3#@*M4S1f-F [fHVprZDE* jA0C 
E,e'MffdPI9dF%S (P54 9A5iAOTI£FrqxS*A5Gek9E1LSEEprqp2HC6k) +6+mIVB%% 

8dpi6V, C61C4$VT48q$cbkE! bUZTAN!" (c2Q3! (MeIFj@mL£I-p$* rk8I5CRc*c# 
GHRiIp!%"—-!'lbSah$rY6j2DrYm, -8dr6j2rhp (rfBriI[G(3IAL##0° r1@8Erhpé 
2NpYFH&QICUH (jJ#[T3+mX"A'3+mJMf8 [*cSHSpdM£8 [*h&S&FE+AN! "5q$ph-rb 
&2Z[) O2BHTkq#MUXG&&S jbSdG4Sb+B1fZT10Sm) K8&*QI-RGGYZ-AS91r* p2pr0B 
baJ~ iG&""mH) rALIqgS) °"** !N1L1'#912YmTpHT1+RR4SkddH#R-V"f1%p104@Ub 
YIG9[bS, 5p (JIN#10V* G6EHCE9Z431PD1I"CLDc+iEkpDT"*dFN! !P3pI&K21X3 (J 
dm1)P* 4qVd'4jPdrh) *1—-MU, KKD#SS* Fe"8ChYX*144%%° R[B6hUf#, VE#F3BSNS2° 7 
1£*°",M1GX4+X!-—"E10#a% () ANQUDFE&SY [8V—-Y) bd%1Ti) X,+k,1jVSp1)b1CkboQ[ 
hhme4f-SM%$ITa2h° 1cliGjpmGZAkZTJIVHMS [V5Bb1 kNEU0*M90T8£hX@PESBLe*8 
Je, dFLRqVmP 6 [J1* S@#D2XApAj1fhfYP@-%0963B6e[ (T) -hfG9fGKimVSF1QOZBa 
) @P"LQKTX$68&024Rc) V5SQah$rS* -6) #&# [> jUhJaH, cc4CP [cX'+* PCBGPUDJES 
-LdCIc[)+646Q0CkbThm'ZjMVi-2+drSmbUSSY6& (!93G08° 8 (41h&3CcOCRVS-—*P, 
b+mPINc2@C@1%cRUfep"* jJAAcpaQHX$mS* 5hNjc091rQ62 | 12Մ՝ SQ3° XV (F2dG (3 
5TI3F* ) JE (1Gc9h9"e69*as&S5KSZ8"0ZG& (XKS** 99 [ZeR44,b0 ( (P5pTS*A616' 
bXp+Uj8ry2 [STBVO%Nmb, @8G6kh! J$M) CNV28I5H[* ) ) p2536P (2eXM12BCNO"kq 
fIR+ [mMI5qR&at+S8PD11DqJU9RTZO5k2Hhgqre@4MB14cOfL4* d!5(ScQD%S#, '#INIK 
+) dAAb2 ` LHkHdqS1Vdf, bFHMKSqGLOYVSCBECE9#aP 9 [OQOYF33IPECJ1DjL9YRYT 
d,Xd'iGO"Lmp5rYc2@CRV1Bkh! 4c9m) UH3PULi-D&X1'0!X*#APEKICV1 (1 (3C1+ 
+QjL#IPIK'*OXHTc@, dr$pL93D, ictkThp2"UCc-hY ("@d (4aS) 1MhX%M-pCLit+Q 
Sp (cmC'UFVk9Y1' 9UDLSU, Ecpcv9 ( (BbbMCP 'U+LTU0&KgFJU*G6, dFpDHIcB3P2 
1N! #*8iT*cDSP68BbO0U+ (f0EkeTirCD'2XHbV*cTI8SZ0%P 9D 9mM, QP9DemR, @ZC 
[) YP9@ZRMJ) £!S[-L16, @MX* SJ—-"'"P4ARFB) LS1LO#ROMF3!'!ic&pDemjPV@UYS@R 
k!V[-L1XV36S91khIMjf£ [R-ckhMjfa! 0N-, iqGd8IF1R-1R19*3'CpB4@kBBHOrK 
109"em (hme 6C22eh@DMS+@#ISb'HIOTYr" ' OKeAAaUhSkI+dNrmQ* PDHhm'MUk6 ( 
e-185GphmjVMO9rIcA34pYrt+9RXKPC@! q6AdC) X (4438T4kI+bTrjOHTTII [RiqM 
MeQ9VCcViaST9AjGAAakUrD,  DUrD2SIFX) +#hmE1gqD£h@5X6c-Zhm05+SdN3 j* լ 
`GONFce@Ckcm[3f'Pe18X0, TmrUG$S-VeQSX1 (8@BSU$J+DGe8&EK (5ZTXI2apYr 
p@C9TODIT8£1Yr"fhrf—a* 4AHIOKVpS$R123[4'X4bX4M) +1 6frM5XGEq (ZGIjJGTT 
kK8BDieB'BUECT@8IrFr (TX (YHP8J4i (5dq0JR2 (Up&31 (SFCPEI* eAHECZbdYJU 
cBXK!,** @Y4i96eX8@fmj) FH49EHhmM4 6i'+SEHRYZ—'qmLQ-9X-%P Jj (-k5#6Eq@ 
'R#@rQSDfh*N' fYO#K4YHFTXR"pDS | 1AmS—*'eee6Tgq,eleli! fIUG2ZEpYYI!,"G 
aQp*BrLUdH (dqIdZTB* a@@MRN5 (+) 691Pd'KH40& [UDG3`-43HRYr ('B41 (h-VEq 
1K* -a54PBd&M (jc*aS-Gf%ZrfN!"& [UMaS [PU, #, jqHbXA#UE ! JJmG@6PB, EF%"@ 
q81'*e°FF!U,N!'Z) VcRV#,M43dqli[iGMTq, SZHP[-k"0b) Ym! DmLq8&N!Sé&ml# 
SI"'4e63#Z8E8TSU56YZ#SPSYcCBA4I (pbAaG3 (R9iHGhBHF-akJp (1dXB[8DYRV) C 
fPP!XCZhk5ae@Kc'PVkqSciM1A’ E5ZfR1!f11Df'eKfe&YUIEELSm, EDX3Z6F59L 
GTNOV9P (BSp8M6° 4VIdY&é2%1UriN'Ngqr8B1kIP4, D#acfPé& | qHae&MTdJKk001Kmf 
i!*-j1X)*q+i!014F6RZ`MB1,M!'JLj&45aA3", [1 (B4@N9i!Upe8'8iFAT£S8MDG 
(1353!$4b4XG, Lp'UbZMRrZ"! @rT9Z (aP, &Z2*811@N3aE"5Pk!'!bb1*kYA4GaQl 
(V, S39&MRp4SS5dbBDThgéJkd@6Uh"5SqSR8d) Ye539RC@9!+iR#&40&57T5ZdOKV 
YORUqaXE*bFDS8&' [eU-4ZE@NIVON5SHO@GNSTr'dkZiP6ZSS&59' (1FcJb'AlU`c 
hp, tOiqhYrk@-pC4L (O+HYG&CSUSI9* r[#[0&S**A'£XTI*dI1ldp, &FCZASkSla" 
"FmVD35%aNUPLiNiGBD, 1%Z+h"*! !cNZ0"SjSLPUTBVF5SR$+3T1lmIik3YPp80L0 
&"3P6 [m6NFAB35+5° JNKi8E@3!!VHHN! 6dDUPJ° ZMRdLek&E2DSM(S5T'S°>kZ!%1 
[k"EIdiGT-emcAcOIZI'LrT-Y+bd!ajK) TA@pI"f!dcif—-Pée (5U+AkCI@OLS 73 8p 
m1 [!Pr484d%"#*qQUUKKSdFpC4 ! bNFj5K9AILFfFO-X) *rflDbq2F1Sc"M89Q9eNEc2 
'J* QRaPPKpb!Mc,5[* qGbSHek) "25! *kGOb5D*° 9N-q#6@i9maS2Hp (iDOFPd-'3T 
B[5e-Mj0, 1C5idexX[@4@9 (VOGZE619V2QBUYP6Z4Y$2P6dmr"* *C-+1GV, AG@T&- 
K6i@"6D91pOD1#LB#L#iY-T4cZFFP@TNI (Rjc+38) , Qe&RHOXX1*h2eR@ (pfdVld 
mcB9mp9Ar4~ 3M-#M-HPC"kA41h$h4MYfA9KKP5"Z)#`9U5#%%fhEQD+#d&5hD8q* 
SG*!!—-pSM*14PV(,kM8'1H6LMSS*3P4U) +fIqTimNE) OCP, +#6*mLABh#&fEelSb 
YMCGFp#1#8mDXPi 2p 73 jmK#ULRI8k* INSp2mD9eV, ) IcCkKmSUL##NSLY83+Tc838 
83@CEkKRMP #9IVS5ChU#'dG! 3U3+e'RpfLeUd’ C#bG) Ս (L#2KGPUK5TY51SCFNLTX 
)E* !Pm! 6LEEmPO5N+LJ£hHFULE3kKR, ""UISk) iR*1£,qU!c2@,DQU*Fb' (@0SM) iP 
OPYTRFe6) &52B+!epAU05b'U2+) e5bDLaJ* OCKUIRK2p) cl jf (STIUFTOFYdHAc@ 
8UkKYA8GiF 3UmYk jeRHXd&P* TXRMKV 48 £ 6Vp, CkNO4he2N jqLf [+8q* jb#UbZLIMG 
Ap10%@SSH (6312Th) eNHYM#N+N8UTJJY&CEFS"RkJ#GiSSc+RVB-—* !c[DI*bD" F 
31+4° YGchQ98'Gc3 [YHM8Bkhp3&dB! JITéia (ZIc"-#iJT'Qb&N! !mD2DCM09R5D1 
LMf£P $p2 (jA4eFHd* eqZrPdG6@k+4if8k (-CL, bp (*U1A%!Z* 9mh8 jUYKKHC! !G"L 
!PVB-CiCS$X$) , > !XQ#'8TSXS8U-Tc@8iFS&P*TT3i | IpdsSLO%mX$ 'BVFSLF1jT1 
9@1qgRIk, '8P, &iGCVUh%) LILEA#PQqD%+cAlamD, `1l%8k-+VTd9G"lelRieSQI-Q 
h9AQPJG6j1FMXIPMVRVp () ',m%"Aaad) [6k$+aZdA' | HXTXYQXUbBjJ1c%S9EJL4iR 
[EEM2FUk 9UE++qTTd69C23kU° $d%9mPBbA6iR4bF50Si0eM'R'S*f[*ZU'IJjJ13#¢1 
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m!4ZKbb05!Me3%G° !Mr*4'Td1Ue00N1 (2£9N-mV£UM* UMPkI*iS$SUkjb3!'IXDis% 
'kG% (D5h""C+3! (UL[O3IppCTG5#$r,23$! !dff£8DECF2ZcZ8el,+bVp, A*£C(1AC' 
HZABO66qPCD#kT* 'mSSh1—-KSNeX* [SUGr*PB° @SXGTq0eFhKrBdr'd8hL"LNV'D! 
9PS4Bj$*pb'B"3° 030! EMD4aC-UE#EaQuU1!pD"be) ) 3krpkFq5fJ"pl,$1VB)i"2 
D81XTc (SiEUSmDS) #'k!aLeBVOMLI! 8k£S&0#'11#!Fd0, @&m"L8d—-S$, fRj (C3Aq 
LJ%dePA8H-bCSS$39aYLX#* 33VIkFTa"f+C-%le1D (ODYUDGTN* RG+P) drL1+09M) 
QMc jIKX+qacqJcfUcqMcfRd) Z"QHLi%, UF jC'U@MDH1*""hlYVqGK+cf, UDDJfh* 
L99!HLG631GMq (T+1%S ('cjG!S&h3C* JZiS+ISYYHO6TS*4eLPC!!°2S8h-"5!)A 
p4S#r+"#5"#IDS!kES9ISGmMS4SYZk1G) —mLH! *2eY!*N) ՇԲ (k£fFe8DURG (LiBcXUH 
10rC*KYKpfacHQdYPPFrB9fKVeFY@B1X+ [OJEI4TISU2Z#, B"*IS! *Y8ef2RCUPBYG 
@33b66!d(80L(q&SSDI'#,aXV° iUbbNdH10Tc) EZUTBYVSm@a#B8% (k (` YFSLD-i 
L(ETS62£'JcfMX8V8I'+e&1+dRHcIM&D6[T[! (&'hHIY"36iNi (H@8jiGBeLm6RIM 
"m(P'S#ONKSE4TESihTYhE0 [EqrSjiE)A[1L6SM&b[2rF3, 'h[N@d9SK8Q-dP [L#F 
kd1SN2cY*D (ja9K1k*UVTm6L* K* (GpOP2Zf£@M8k64SBG8SaC-—biGB) LHCOYJkbUL1 
TF!5#0° J661rQR,m-%S+Me* aASETb (dH+ (#R) KcrHR+, LSBdiBIGa (HR) #MdTbLj 
!'13kTbaJH"phJ* 8if*Vc88rH@VpUIZ+iTg[DJ8r*U&G, +U [SJINeEHDdH'PFa"*e% 
MiYUH14iZ@6@8MMMR6+£14N—-O*JYjLe892@p! Cr, CTc5"HRZAJHIJ$211#CUECS* 
N-#qQVB&fNG ) Hr 3) AJJKMVHB! kF81c2QAQ[UHYRS"T, Z#3D1Bak+Ka[EI6mU! fr 
ScX1@bDNRd23) $qP3!aCd&N!"902LGV9[a) "9dPT! !epN20"RKR"016*3'hS-Yc*~ 
'H! &heY! JGLRB1ShB139S1TmGb2mKRT3V'B) !Q) !*50%jqYc*b2R58Ume@mk~ 8E6 
3&-B` 8E8!&+*JIS£TULOG! &33c1A1jcO$kq$ [LDI2kM6 (pDO4SE1c&mMT, (3D&0 (M 
KZG43ch# j4S° dZ5%+ZYYX8ah'X%' [&Aem8KFOMd1T68PDeCR1UaShUX (8OK8k' Vi 
Jal, UcGTC2Z%![9)U['JRL#2U[VeZ'P" (OE8PCD+&4peQ16'35TeFYEY6Z! 9HId#A 
SR+q&+L,k,M) itq('HS#G""YUj-8BF9V+kQ[U1Xe1T1!P&d (mB! 6eI',c('cGS+0 
VTI-F"4,1) *A"qSaJPZ3) F) EAQHYLJUEREd* '89IN"J£ZOMYLIKSA'mb, ) 11115254 
6J9PT61P&E13--%, hOY""G%be' (mHeEXHEES [Mh0U8* $` he3RGSK1IHKTJMSd, 1$LK 
S*K@p* mN"@"!8!''NaKN'"#,"3+,03k3Ha, JHF) 5ErN[SAXTD (2kLZdPAUOSURT! 
!3Qpqmi) 6H1LHF%S*T% (i33Q1 jp (Q6HdAC! | 3mN[1#! Z0&6Y2B3mmép 6bU3mkeSkVh% 
4X1XSTZNI8qN) IFk1+1) [hL&EIEPiL%8*8 [+) @Cd2@Ve5) H3-qk8E8QU (91k£0eXC 
—qM31-qJCAAaLhjmEYh*2M6Z&I1 (YE-D! !# (@JS£* 6TSVmQUTc% (9!3[c'-J!KO%d 
"N!"#pZ"N) 96 (1-PeHqq’ NRf#'i"*@11f,hq) *1OF61AZe**XISIJkCfI4jP1XA! © 
pReHCHE@* jL#Z! Kb6"Si&#, DSTU! @J1SZe8abNGONXEIL5fpJé& 3m, ԽՇԵ5 | AR! 5567 
Մ" ( 3Տ0ՍՇ" 0 (VK*SpF) jU% (D) SE3Td2cp+3cp%HA"b3cDT* GKU#SN! 8NJH10P6d 
PLYG MfNZ4rP@@Zré&cS* p3EXpVjX8r3ITk) &*eX8eb#RMJS8MYLPNJUTXhj1-f)e' 
8° Nj*K) ENLNPmMHIG&IEDYTm6dpYPS+Qd0bj* +D2S1m9VbL! *kCS#VD006TJaGhK 
+3B'KYHHS@Mr) V£i'X9"SZ*&K"'Li3k$98iPGGpShCHD3! £U6C-F6DAHJ@cFkIN 
rBG8b!—-ic, ! ("#kj4+EZ—-lLcVAI9PP#mKR'NN9Y (-35hdHFADG5-p6Na'4*aQ-pGH 
bdZSTKTc6i3&G8#IkSQ! 45héFLKmMNSAI52STIrRD3! (9G6QV'ITjBCraS#+BNSPH 
N3TaA+ZYBSE-Z'* ZVSOfIJSUabOQ1T!K8*9*f9P'O0b+Y3m!F2i1MVhHPUNDreIS4LN 
T+, ck0O [F9B"—-j8DHicS#—~ !5U!CQ3!""'6!*, !CPJ%SC!!R1!-jd"&)!6QJ'8i"-B 
6&53~>~"-3!bM!4*!!#B3"Q0&!42!%3S!'B)Cr9m!b!"NF jc SN’ J"0!PGMb8iZKqm, 
SqC1$S) V5SMp18EIMpp8DIMg#* 3£S%2&!Kil"Sb!)H@"Sc'# (07324) HL” 3p) #(q 
3!# (ULMLKISP*FrH1b833IHP1lrIr8SmfS3JF* 5VHU53L1I1Y-1T)b° 1V3f&EFO0%SE2+ 
PTFrAkAVdd6) Z12+i1j81#F23C! 23ChBE, Zm (Ji (Cq"!2$%Cr0Y* E$,Bj'BLi3), 
J% ( 142` #Hq!bB!K[dL!) p%!RTJ-2kAHU! 6G! -pSE*AkLT28SBZ1lahBH1lhf+dNAH 
Fpf (SID+UJNPA, kC"5YqJ!Qb (&H$! 4FKO0) 1DTk6Z16dRGiRT1, 3'ed6BHNixXphH' 
LfHllS#p,f (#LfR2GKj&&&hl#6CZ#31l1#m%s-PiBC,aL0!%sm%r-K2f'+`B("9HS&jJ 
"[$LrS&KidAS)`AJS`AKS`43"6a-Pi82-B(,qpAJaF*%$"F)J1-b%$$TIl3jmr&' (q# 
[Š6q#['LqGrGMOfL!pp%$"-IC!-I9X`eQd$@'" (JXJ41%HYRR08B%-L8aH-NF&*hF 
AUJ'1b, G"9TULpTqUmI15+1I"JJd$'Z) FXO (Qb (SSb(TSb'i2%SD (eYSiJmm,C#(4" 
'ac2@0 [JaPK&mSBS821cc! a8VSYcrERV+RS'—-R!#SBFF+, adpPANT1+[iX) 2 (EI- 
@b) F'NXUScr15UVeVD9idAMiU* LmQ#2M1#, q-%q%"k+) Edd3fi#'dp* DpM%-"Ve8 
JCZNJC13JCT1MS1) '"b@, 483%3SC-CVGT591k8P6 (7) "Trb* -ոՇ` (003MM+YPHVX* 
H"YiB[ (262:"56217501Ս՝ C@NJMKOY) 2CUC6&&&QOKL) @2+0ZdmdS#Sf£XSFI1p2LGc 
'hSSqb1Vh+1+!D4h-Kjea*!0L,M#IF&jDi* V44cOAFBBIOL2FBM1J+, LM! pM, M&Q 
4hh") kiaPCPC'9J* qRJOMr j5mpVmBh#péTDr8k&229Gm3Dh"rm02Lk"* (rLX*8f& 
JLAY@#1&jL1LbP!05A0353k* [1D [1Fe3mN!RLPM (DHiRVc@!'S, c@L, O# [ldafRY1k 
mb) 255, cC*J5MhN [VB1Hb° 6eJ351liLad, EC6KhR40D+110+X, [N'D+1[) "ոՇ0012Ս3 
$hdFEfJqD` [0CGm3! £YZq3&efPhH90@U'-QUK[4@"PhI'"P45!B'AJAL% 9PmbXBk4 
f4[*i!f6[+!) kAHB+TdKch, bHDQUZaRP) (, 3*k13RILAdBGX+merVHH@X [*1&@& J 
3&V, c"STSHOGhe4iei2DYH4hUA"PZ) @@SG"PIh5* j'mO0i#e@q"PHS8F4K%F32CpH' 
pGJ64*H58EV#) h@& [-&@dEiS#H4!8#) Տ" 1` RVbS! 0O3AQB"YIVbUF3i"CKN! #c%) @ 
8Շ6` !6S-V!BCe'+mU! 1E—) 1DUOJ5meJP%) U#83LTH) iTBN! !Q-+8eU* 6Y+c,5-XC 
p) DG%Gp ( (lhe VBK@9#BpHfahSKIY+M"D9'#3QNB", *&jKNEVS) h9 (H94 (! #8V+EX 
) "bSSXTQSV+99jCRIGN2 [1jJm9T4TN& JKKEMS#, "I-iGNmi2&* O0CL&SHSCGE3*AQ[- 
Vc8R-Kdea2! 'eYa3IFSTVM"!—-bO[I!'bGa!"+@0 (SkRRY3qYXVZ61ESf`Sf&P6p9 
Dk1HNqjQ1A4AUBSe° 1VFS1Vehk1kB&FSS8SG55GY° D5P [-0) ed% (Ba@—-p5"6GME) 
ed3aptm"a#"h2) "Մ63՝ HG+Gq@dh1ZYZbd9"@CcIGP) cN$M6LaTKemj* XDD$5e* ht 
aRhHV81r%0jpf6 (VbJfPIUSZY1TGXaAdp, +14b** 2fdpa9LrKT1M1#rJ1+Cé&14Dk, 
eA03A4*F1hD@c[I5fG-*%s!6GYe"1%GO"Jkdpa9S"d0Fk,jeU#LhcH,CZf"biGO0p& 
bs [@ALAV)G9'i2LBl+a ([A*s%"45,MKFK-a#m6-3K4J#3&J'*CU#L+!"aJS1l1!6Gch 
C$m'S*cXSSVL!F"L3!)$!`3J!SB3Ba)35ThjpSlrimPdc!-@`1D3@`1I*mUCmRca 
FD99FRdFIf8Z!BZQ@G6Z-J!DAFFi-9V,A(1J-c&aN`S99a, !PQEM, !-U1M-!'cPa9! 
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5cYaQHC ' 9TFIOB"VLicRh"PDA'GET5V4MSGDRh* ԼքքՇՔ 15817 | RbGHNZD90p+SmDE 
rOQSX* [Ude, 0h! "26k#PQQN! SPMF!pUc-—qCa[B! 4K$SmCKgAfj) “1A9T#J, #G"*!0* 
k#5"° GY#EZ4 [XHdRfi, aFR2qUB"2"9cQ4) OpY!clIkOTA9'12Z1b) C*6bC8XNROZd 
qidUp [#+iVDFFé ! INIf+UHY* 80Sm, DeXNITJ4"S,c4N0 (Z&) (8ShbjdI"#il, 4rjf 
h' 5pTPp9SES$8p'1j4kL1 ((6163861ք1 (ef [ptdI— (hmFMF12kL6ck+'E614jSET#IOi 
T4i[h(E(, @O6TG (TIMAdLUdGOHLKBkBrqZ15P6d4hJUK[)F° !6'*YOGqOkE!!)ma016 
ՅԵՏ |) AGUTmLRdUGrM1BJR** 6S348r-3B+FPaS0 (KI [jJU61TdB1IPBP@'aq3"GUK 
mX [PdGN4cTabrJQUS4dJ" [UD11!0*dH (VFicK-kOhm@Km%M"V) —'QT[3"TRK+T[ ( 
!Y25X6Y#UT"p#82TJI+ROVIYINPFZe@X@leAa3#BHIAHNIJR"r) 9 (6BkikT84NI"!Kb 
Y@c° RDr, @2hV, 3Cr8Y6) SdP8N%pU-QO [kIH2Y1MU+1'SpmY2FGIYI 'NiR4BBKG@fT ( 
Q8Fc, Z21SFmm$—pCAXrTkqDKjUMmI1B5c* IEEQM++RRC%$Z#1IkX3mh-ZRqj"2CQp (Տ 
TmD#LJjUSR) OS! VaL#II3££h25X6M"0-h#b#SA8e! OQp4r#YkeMr, *) JIKGilScR@ 
LqGUHa (+ (IBN9Y! OmkH6KOIVLFDFFTSPZ'XR*bS45ARS"SXR[J£YAG@i) V* (SDHHT 
GYbc81Z49£h5@2@@HKbeMq* | rA-2"5#K5UefMUQBMkL6 | [! jb26hi6&@LITTbM2d 
iaPE5p!VQ2'cQDVD03c) 8) "R++' (bq9Y ! SCpRUXjQUM41E) MjVC&+-Q, V3f (@CA5 
@1LPVPN4ST8d1cKTIR3S*bY* 4UUJd04i@f11Ra0EM%qiLdfh3bXpMUN!"95°h°TS& 
, '£C"pM3#2, -APT51T9"P, +bhVp#dS3S0S2pX1qR#LSIVreFSE'1*"4X0"*!*ex' [ 
Jm`"(!2[-,GFhE (հ ($J+' pJRZBJIJZ"1NYVel [$SE3-0Y#6FpjP804*IrQFLpFHat 
Sd3L2*&2Z2"SCT65LS#XT5S**) 98 (q&SpkQ'5C1C*-B28bbC*° H5ahQB6qA21Z2Kp@ev 
#V1 [erbbYb$qILdI j1&dja ($-D9a! p*V' 3-RK!c*ZB' 8im&ZL! OhS'qM8"3eceixX 
&@!8Pée"'FfF@) BIIDFF@NBk#HZH d@-"*IVRX'$%G5*#krOPdmS8QhYcSI9Z+M (+P 
Lqa"bC", OP'5—) Rr, XSkX3L-Ba4pLMTL+h- [hE#Y, Q!k"h+ (#13b"3jK&P1Xe0L4K 
&& Nb) XRCKR3D) rMdQ3*, CN856rlT&6T1P2PSCm, +OEHO&  Y (L-Gf'8k (-CL+ie8B 
Gk) ej}, K29%ATI1, pUOf£5D0PVjG [ph3kNbIclIdk91&Ni+LSNH9!",*-MM[4",xr,A 
K!ZO3jNPU&NN’ +R@*> SLE"THMAKI38BC1Bi28dkYV r1M** T%2 (FbT£ [bFI) bF+*U 
6MUd8-eafSDTU"O*KE5SXpLKNC (Q6F@J#) 8£f 6beCdeCYZN9jLSOQOY) jc05&! rUpTSM 
XQ (&Jr'K*UH"$ 5eBDIKC3p81+b5DHQ5B&AjX+&F i "Ai 3&6VB8T33S&' fqfZ84jfija 
9UM2kMS4h (&HBVZQF) AR) ZO99EHie6MK#PDHie3jrdQikm! fSZ0BSYUM TA'UfYO 
Q9"dqPXO"BrL9*SP%3''I"01MaY-G@LBd6) LHDK9e33R91'%'#, UCOB*OASpV, MU 
L*EAN&J2bCE8CrmA5GG9MB1kc8, ՔթՔ` H6J12aF*aql—-QBe9J-R) VS! dmRN8ZKkD1 
*X4aQlJ&Fk+i! 9GG""YGU’ Dj! %) FK"—-k (KpSZTHQbR34J+FB#Pmk&O0VY5U"eL, SG 
BLq'") [lbScVp$U#ac, %e6 [i-LH5801UkIR#f£ZTTZ5£YRpr0EAGV2GYH [afQUNKV 
OO"K"h1L'A5"LO065"mH+8f+0VUKBS#kf[) "Te "2F'SVKE@cUmd18& ! QU&PV&bm 
C-&acU* (A`'c)ejjlYJ`Y%S109(UmeB`3F!rBG"1Y2PC8rmQ[bRdAlaPQ@8r"*Ne0T 
Ւ) r6368° B6) 5B2*PLp9FJEb) U3! '*3#61CSNLYKSNi560Z#5° HKS04M838@3P°H4, 
d9@f£2@a (UH2dm[NpL, 9Mb&[[5q6fSm[,d'-f4LF!* !V#@RAAQEZ81Ti) U1LU[* D$d 
!1DGSY2-4fRLYSSDZ (D1IcN! SA[) LB14bj$323LS$XQh) CK10dpR) ) hS$dFJA'5i (C` 
eQ (SFe@CENrOJTCF%V6h0X! cBYK33MN-"JKOFO)al)Pfkr@ARV"[ (!TU!k* !TS'T 
N1801&8, 6€AQY'05kjeQMjmC! @i) j8kIkGFQ) "mi* pD14iF#'qTXR94[,GF4ScRC 
2p98QU"SSpP"@kJ@j0CeKS, r4p1ZkRYN3 (1400, RZSk5X"Nm+KP*d@6"P, IrP8Q5 
Yp[p&P'CamJk$3RchY1, MAcQaJ3RiUkN4&$+XS+DGTKm0SSV+2iGB2D!QLTFlaFQ 
kbJ'LXOKLOS+MPcc) V+FHJ*1@8CVqgROLIeOV, 3f"Yr ("!mYTITIUSHYS4F* 08°25 
$#"220KVV#19&cJeRXGp1q6-5UDISUF) bdPdbcXD+bbFEcB1Q@CZ19@RqRip (4) Q 
2MD6&3"3S'qdI6#' frdG, 9Bkhp64dKf@ [TIBiQ9PIbV-GE ! IpUSVKb-64' (QdJ*S 
O#!pe!6Qq, 'Ga9j[1j15f1HVV'` d@Pe'ROIMV’ Gr*2Nj!!6kiF [TqOA-Fp, L[+SBU 
M(3*Y&-G"ckYi#aliIp"T'hMIHFNf&80% INBmPK#UdTm6C4NaA0 &CMqQ9NrPPND&F) 
Rdm%SUXQdTUAHS5 (fEd1TbqDc (5Cr8DCOf3aNKMH) IGE6iQ9M[TprOfRMKceLDeSs$s 
VAGESE&Vhq#XiR+#P4p41*c+*P9DD+2M) pD!5X1*Y [TeGYIJYiOPK*1llckfcd1K#1 
EEMiffi#k6GZkh4k (8f9MCZL4AP—+!MP+, OXS1LiIFYHk8+be'*iL94peM"8m1YS,U 
&M*a~ dB"a8,k1JUK@c* 1%emGcaThbf'S+ZRal4JUXYSip2 (VCrfH (&I9ACE (QY9kZ 
bkdp5GTBDU"Lb* QFYO (2p, DCi!eE) 3° 4-VH8!0-De5VT, (KeSRGRK£f,MSik* $5qe 
TAe2 (D@'ZkfakaP (PJ66YP'"PHOYN2"K&Sd0fLFA"CEIT9IA8mk*E@9P"*T4X#@eVI 
$'@Pe8 [44k° ##LCZMQi31k1mMYbMU0N6Ji5ULR%p, i *UV 2° R408cQ[*) 5ce+ITaé& 
ԷԼ2 [EM4i4Mj2A98EEM"8 4b0&Q02Z#) VLK[GTDRIiR) kUSVi2cIjU2'hOYr52K91p9UK 
ifVIBkKSEL[jrp) *CRplikf$p1iAl*2Gb04ihZj1SX2GPkb-ZaP1qBahBCM09R5Hr 
89!Xf9&K[2e"'G-SLXS"SZUEeQ0 98H0 [HM! *93%ScT"-k! 6(UDLPhZPU2'Yp8! 6Մ` # 
D`, V@J%ee4i401Jda$0° BCc£mkK", —98XBeQ&C!MjR'1Tb@eP8ZmkMar 'pqSd8J"A 
9J+c'MJMhcd+, 3) cY#) FrH-6dr8f& [qK8mBb'm) UJZfA4N!SLT'TGG) FH695qQYX 
Y"8£K, Kd* (U@BHUmMDhfBAhE5UG@hr4 (Y+5ZaXV4~ 6[9416#110-@"L2 (7) «զթ3) #P 
L!UFM63&A!#Vplh° #ZFM£ND1Z1pSmQ+2) *hGal5r46d!#ZqMfNla) ER4° 4ZE"CIr 
TK!TjJ#VUI"Y1GJ#LLJL(+ZrT@`6[%Bj`H)ci%f`'hl5'OKb1KX+#[jk`q$M@qYa 
eKm() Yp8 !bmYpF !bqYqdaeK[B, IYZHX01 (YqiN@! £00D° qPZ6kP!e*YpF* Dm4b0$ 
p-2J[ [G (kBEf$Šh4qO'pMqlcP6BHkI-FRJ@&B"!iq"EQUAhD80`efl"hSYjiViY`Q 
0)UJ` (Nma5lcagP11Q0[baBC&##G'5Nla5° (E2ZPBdQ (4Ge, #kF"GXAFZd8q (A5VI 
BebQef jO0XBI+0"jVNmlam9840*pU0! rVkh1LYQCGk-ULRkK£*5P (h@8iG[Y-Iie[hN 
vr! p4MéHOEph2cNU2m1 [bRSh[iDNDA" (*G) 19Y (SFdPCVV) I4KE1 (q0S00, *e3Gd* 
k [OaeKEppEpHN [0MA5+VaVMDk-IdPFE@heRf"Z#EHSMcmISIc"bI'aPE1O$+* hMi 
eQVbLF&er$M0 4° K50XkLRSTJ%1—-P* -pLSFT[J° Q%SIb* Prl"r* *QCIH'N(kQQ%JF, 
'%` i5fLFfVT'Me+*6RR#8RRda2 (Xf%m2-CE1LOVSmSIX@L35iN* LmO"+eFL5*ER1L5 
U&RUp` 4Zq"ZY9O16 (5p19U&DM$SiEUe#)qke (epcDJHCcU5k* i*0CQ1EBM&BAmp2V 
BcFJ-*"RFd*P1[h[8LB#rEh-Bl-Eh3'r-iaU"YM8ZpRV+2r'd1f4'NbSr6fJV#6d 
LRJTCq$4D#9 (qmd) C5IJGB) 'a$2JTJbdU2Q£K$S9) 'a$5JJaE!c-9-'MN-$04&8`$' 
fMrIY2X5p12#*@cXVpr'd(&bf4& (+m(h-1@1B[Qa!VkYFXFaI0L"AdYbafBH62D) 
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SST1XmO&ErT'H1IbKSU*Tpf (e"i! KMTI2"5° 4p1018TG1OQ-5H1-QCYpcRDSDF* (Ya 
9S*SdH-P8ZpkPNGTQS* rGfP*P,,S$rbYY&1lITh! 'X1@#6QmeYE+81HdS-1C3Ec@ [b 
bR'Ar (@6T (ShMebR) 29HK4Lhmd, 6[) A*QOJUlLaFQEO J [-JBIQ"ROC! !1-UTmmU+Gma 
pFHMOHRMd6Z° H9) #£* (0) Slq'U[QMN! SL[P&N3kM@ceS, UO (hOTrpL-G81cTU5Ph 
R6IHCA2 raR*5D*QOZdFGap je jh15—-508p+NEQdhGS8* ZE6aqceVa5F 3U0SOKaGsre@! 
YIJRJRB5O[ce&éQY+TdiDFp+ITB) OkBGEiC&9!, 5hQOe&28bKLmM54LkA"R8UEShQqQ@S 
D45° 82 [p09jUZRK93! TSDIJr33SO0OPmJId[** b111STXTpfbhROf8k*S, BF61d8ESB 
EQdhg[ER'NTOpkB* 'DSHEJD-f£4!*ZJ#H* | 6£7#EX!RZM"*eHmpJd [%6RP6eP*pEaY 
JKE) £%3T* Y [04eAPZqKCHF"* kU011 (3GX (330ZJDPNZ, afcmd-Q9ppX1`pkSDT5` 
21N1UG2Hr9'Ee8+1 4 (S-SXSeS (—BdAAr [9cQJS-@, 20caeK [1Qpr-L) diN42Zd59P 
"CA'4ST-A, VCqbQ+&5U"*ZS$0alpC58 | [eMdQiSRROa@ jPBDBkA1p9L3Q$BXh1°T 
KNhHr98dF! £C*9b@, BL#¥L2CkaQ@VF,M, Shmc@ [63kJr8NkP! J0b6b19*H6kUmZ) Վ 
9A8 8Zmf£BOX [qmrCeXj@Lej [ORJr0JrshsSK[+) #8S2UPZ8XUF [1A (qjmpqU0plrc 
շք) G2iYRS#JM4dZ) 34 [mYF28Df6S334[iR* bAA~ (35) JGI"SKm#&FC4B+Vc96e[3 
(p4VClIe'B (HHiSPYcOM8Caq[f* , LNTZ83prJURcZ+) 5T1852L£TdS$2é&bbdF* 9SOSS 
3*C`` TY (eH (a*0+"ekUS 5S, ViSGCmMSHY8NQ@Uir25pjqSqBL, ) [6jB33EN2- (L%% 

25ErR1c9H*"4, 833Q) BITiG m1ilOh$EXUZU' ejSmA+&HVDSIkKESf£I#4581A%5Vhk 
apLS9S6Qmr9Si2T£I#THHIUd8F1G5Hd, OPX5$mD, T1HilUEUPjJ1N, AkQ-mG (B ( ` Ü 
5U"aqi3r91Nai,,-rBad'1Z[JTmRlarS (eH%B"*) f [E"mheS—4YIbLbTd@e (-8'1 
*SYZK""f£3!28T# [ELF&PAJrVXpBkM2D#aX' [5-GmVVB`i$-%0ma (i4pe539RC5XG 
Erdv, 66166m"VUGDr2I LcgPel13d3kH+ (9Ք' jQAat+5Sfr%j[QG2EqKat+F 'AS#B) GO 
`S (05Y2a+I&GK""E36ZF (Lm1` L&9YCHUGED#E9'CR4AQGSb"SFKEP (a8ZGcYN [jICk 
cXZXCeheD, SdkH2SG, c&p&em (B8*—Y` SBKerccpV1j° KAQSRV+0iqhiP*SXilXCN 
+DrS1CNkE (51V, r2", XTIH@PC£FU2XHbq (AdD6 [Ak25*° G"IdX89305° 3h12mjRc) 
H!q#DVC!!,EL809R%Ume+ (8NN*) MYNESm@SdZTF38a#GBc'"XZY4V[6##XTIP£RI 
aj4k8d[Q) "$, $5ThI@NcAcOI-er#eqjl, i13q$MkH"L[)b) f1X1fAPpRTrJe@#*p 
k@eRF1 [Zh (eHSHSVrPfQ4j%-NJp, RHM) 4r&Z#cCKXR) T+Y3+@8D9TLHULEBk-#P1eG 
P1@ZaXTaS5 (JkZLa* hcXKNB+1GV, AX) -2N!S$#* ISh([£fJ3A0BV-6YARSBISbEJLC 
JSLHHDq#k (A! kd[F1P* pbSk1, G*P'ZajL6k6* 'X41RUJbaQl1iROcRC (ih&r'1k++ 
q4d@RiROc [4K5CdKhp%6AkG ,4'° XTIrpX) 'FNB'FdB' (VO-E1Vi--@qk6hCI@>C 
ոբ) L-XMJZddrZbT ! !*G-qj+rGAd#Bf%r 9H jkAXQNMKT* ICR-d3b956 [8cJYS4i0& 
FCRC, 1fL+6QeS4Im9e#XGQGIdTA*D+#, 80@&1iG1* k (01+C+F1BNkT (B#4h8RY%#j 
TmS1A! rEjled-L! KdEP%S"XAdYTq!K&) JGOS"URla"XiJCT#S4kp!E4G,D)+D*!D* 
BMY5JGhL! hm@) i TTX! EMS 'RS9djMS"URTE615#35S5VN"Z13'£L! fe3'mG!EG) $F 
BEJN% (k4[!) £S1LSS"[T6Y'JKib! fY'TGkHCmbph3#, B@d**H"!) S$5ac@!TiU’ @L 
LrVSJKXdLOr9UFbbPQ+! '0G+SM%S* G[TD1+N#PN3c&19!c30%!alPVZ*0d3VbeUmJI 
RCI-eR%T! SC&a@* C2QAN) SXBUPp) $X1+SYDDO+F,M1JIDN@59! @aU!eq, Y"UXALIL 
"Gp$1R9Qi5Kh85%S [JGO-S&+P8@SNLIDN8JD&—-@#Mbf 6° SR"G40N1Ljbe* 4UC2bE 
E@fQ, Y38G° dN—*M+"S (C*O0La5R9Y3+YK! Ubk#f1[iGHaC#!%3jPQ,,1S5kk##BVM+9 
JOK52CX1D"42-2U4fESQRQOf%CYiSEOlb5E&JP)hN00K&f*Y2Q@hGflPX)fbH8X-X" 
4Si-OPP'Li+OAXL"mjL"'kT31lm(!31lUhNjkRHcRZE"45-6&111HjYk1HJHMRRC*0 
L` 5N (X+Ta9EdCBUSdPSZVfU"hmFC9@G@8Rarbk'HTmR"k0E(!0rHTYU5SŠ'I8hrEMVUF 
c"28F1mRidGaDB8H')#8qEDcb&)p (l1jad+4U2kRaD5TYU11STP,M#`Q@ZaVDTj32%$N 
[CiOSVF@mLE#[BO`pP!,q#CK#hmO,BefTVflF#I1+IU[$JMkKkORSb,P1[ (ENM6eP ' 
1)CUflX@kVV'A1lIp[9D146iPN5bLSM1B,S(SLN!"kF3H`LS$Se!1Zq3!))1NJNZ1lbN 
)#pb3!&&4c[62-JNS3BH9c%s'&DG9&&4c2ZGI)S`T+'L6U(FNN!FMNFM3D2#KAB4SS 
kTb89RCf@&m`IE9#FPK2LCh53!""`JGOBk@Zd18e+rT82LP (Sa!M&i2IpY5B2Gkk 
91I)PGD82X-qc, (TUR+` CNMN5S*8G£%"e@ (N4B+91CahST-UFkCh%U*k#@%P6R8Z 
1PbNUFkKJPU*1kmFGYbFEFcVNLq,DmV,J`YP"5*q[bZH (RkKH6RQ[JK9GfiQQaN&9f3 
hI"C#dH#51#D5!XDQ@LSSif-*D'!aVN!"L1f£-61"MAS-61Ba3-'0JJa*E'*S$"T"MBS- 
5QaK-DS$'b3BPYM#AY!-IS!a3,AUJY'$P%`FfEJF%a#MQ%B1E4`16M3jbM"c[h!j 
(D (-+`FfVJF (eq+1BCJjiVJFNY$Q (81811 (*#63jL'SRNZ"b@d15QSRm@Kb)I[d`F 
SfSRQeAC-%sX@`5YQa*-Ri#ASYL5A8J*HQf*F``5hSBN[ (JUPcZjESU9JP1SBP6XSY 
ff*C"JP11BNeV&6'a,R'!#AaYL5B-J*F"X5jeJP`Qa,*X%VKX5jpJPaQa+Q@`5ZQa+ 
SB*AaZ24jmdHGfeBDV0SUYSU1V@Me+2MBDCN@Q@L£fCK5`P&`%YFf*0C9f [ESQMEBO 
L581!5f,BNP#` SYNf**3J",p$BNP"3SYQOQf**3!",D0L59YJ*Gqf**@X!Nbj-"*+d 
3%S[&F%NV-!5mGX55XF",b@a*+`J%s[iYL56p!5meX55I!#9Xf**2J",d@a**m!*HQ 
f*OB!Y`f**2J",FYL561i!5pKX551!#@1ESNR`!P11BNNq!STMBNNq!%[MESNR` ! P 
`'aw*m!*FP*X551!#9`f**2J",MOL561!5ZQa**m!*AcCBP8,2Z4,2),XSd3RNImABP' 
(VGLMYhBT&2q%SCF`&Z9UCfIEZ`S@S'#dK1hAUelhAY!lA+X1-c+5-S3ki&kGG+Y5 
KUbMR5) GVMK+X) ` UKFP8CK8kaFOVS@NHf, NeG#VhE&Q@Q+H`1%spF28p22Z1%SS&)*9+B 
96A*91138-9C+S'YG)hlTbA"d(`elSJb#EhAClaJ-Q@TX`l1XNEV!-)ezZpc!B[b9rP 
j'aZzZk!Z[qjPZ511Zf-JP2b2k*Gc"6MSXHeXS+flRdpMB1Ch+DJ-16+bN#eP2Y1,B 
5Cib#69X+IE%QMD3f*0Q@`UeX5DYKD"X5` 9NLF'cpR+Udd6+%#fh,C5#5Gj*IMM9X 
650STUePAYL@'XNC4m8"Kc [32FFDYD01*34L@T*qNd [m1d14F"E'1ZAi"#NEE,12Z 
%SX"KUeCNAEN! C-mJ#*13"ZV3,KU£!RdU) i+RXS&qaCZbFp) j$Sc6km56&HO") Raa 
Qn! SSOpGCJYUp* Sp, CkR3kL#eeYQMp@*eX'SU@+FFikKg2ZMf [lIl#c&02N+fOhrqe 
(lp1Sm%ITlrpf£j[QdH[VFCP, b$R+1*r2d¥ ' "Eb2dD1HU [dD1LVH4PEb#9kqjc2V) 
6@P4, jiC (ZCkU9RU[ZFcZ3A9PE° aDi2E) VG2Rk15!) d&ReeQHkCV1, 8@0F !MZpé&C 
GC+! 4h [rHJP%)i'Qk[3!)MBE2kQO[d* #+M6kFNSE3DM2kFK' Մ` SN) SLKX1eZYSqY 
R2'XSmM5° GC! | 6qMST'PRO9"2k+2@5kfHNJ'4rSU4brBUd@8FM'kJ"A6Sk[FM'TJ 
23498M) ` 4ie0SmM2J) j+MdI0bXea"S2Lm[6r9TDO4, al&dI+5*1I3BA4b3! | £4dH# 
ՔԱՇ (2L4Z##£S, +FVCkb2f£3Mk1BKpRR346RF@' (TMOBSBY) $SH*1q&éQ0#%4S2*eqLR 
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JC39Xm4#F"PSkXR) cQ) $$Z8SkQL* ZMIKHAN3D,NGekNUI! jj%1p6NTbO2ZAq2ITr! 
#40 9NCCZYODP&NBe114S+'4' 'rp2bZYR2INLX1#1A"° dj'TY2bKFe) ԷԼ) #adFJ!d 
1TigEPUd%0DkCMDpb'Bb-DImRAk1Jqrh) i%q8f [FbX5#ER4pH2UbXeMa) US #15-* 
&8"N9OR") VTT2VCbVmp5$&%SIP!ON* BBS5fNBVTB-A8D5SQUMD* 8Y9'd8ID6PE1E5G" 
p4SHSpV" 5CRUU2Z2S1XkS—qX%&E-8At"S8S&&Y2U!U 4) ZTIP#H"@#N"JX'4AT* FOV" 
Kh* ) NBVS15LIFJUX+4339+p#, "3B9#MON4&, Y-XYEDMOEceT 9M! Ib6MEEKJ+MbV6—-h 
J [XN+TS*qSdB&Xp9 jV-1N" dHO& 81) @A4e-Rk £Ma&&Ik+£NaY&GIPp1 9J-h, N*ZX 
f+5iJLNfP (RKkDr@Smp+a0, DDILP5a (56@aj2!IMG, kF9J85Fckhhme6"4S`Mqr+ 
cdUIc2@0L (H+) CUhHLIJ&, qk#LTV'SP) ) r3@—-'' (AAKFOOKpY* Jd'#PIRa3DD#2M i 
##1I5'h@)h'h[G&LY2HrK!eTld1l° I*&"@Bt+T! !A!) aBSR*EEJUII) $8N!%3° T' *hEF 
—KahUjh[3j,V"8Cb8DSaNn% (60, "53! Sk (@dU$+-iMCYSINVOST1 (9D (+fOKCf0H2 
"f4LUdrsYY&L+h#5XGHf9CY1fb2J5iRS5V+IJclaXU2a`*GAmI3-pH8 (8&$) MMj0 
['3fe) OYSKYNA* YUHVq0$+4YZ—-dD5M-#DaBm+dUIUVA4cdRh-hDk+mP 5r@iCPLT- 
O""2 (FPq(") c[ESqO"ERTZ5UHZ#-Tdi"+YVqe02 (U2Xdm&21MT6*P%CRTSG£IaS1 
6TK3EBkXKhH1%+BII4jiD#N! $-aRiBt+, 93GK" 9IKISkqI gef%%p"4eZ&) GSU+3!$1 
adFm! E1ZLRJ04S+14q'SkN!"4f£*!!i"!39 (SS*MeOSM#A8 (O3CH!GiN!e&"pd! OK 
&) ZL13@#HV, #' 'STBEKY2qZ4SEKTX) Շթ6822` !3phS+80*B3Ti$S2iJQh’ p'* po" 
#'#eYP1 (&'XSUbDdUX, SVc1SX@e3CcITGKLO (2Sd%% (JpI"V) ՝ VCdX8 (3m1+SGfeEbN 
R#90T25iYcjrq0cPrGPjJ[B92q2qAd&")`N!"S4D&`N!"c)FjK)-GSYfJ01CE,b-[ 
&IDIUI-,bZO9TMYqE(, jXBr--,`f8"Dk45`5SSh6ff@JUE5XPmk,Im(k!835+H$3 
eF'M`J#+@VJd8jf%SBLh+A&A"T"QkLIjJJ9Y-ESXBA8"Z!1M4BDYM3[YmhPC (—` 8m8@M 
i> #+@+, 4) Ի» (V"+DD1Hj5qJTDc+SG8!"XZ0F13L1[Pq8YPI9XF[pkASTOCPfPF$# 
RcQ9V-V@CG5$c*GL, Վ, '#U84"Q3dHLbBF8 (`D, QkV-D1RB* Sm@!VDO@@ICT! !4ir 
#CdAY&KQOC4—59"9CM4—-EM1@9'Y3+d&46LK*GOc#5"F (d4km@-f19f2iB181IX%KK 
Dq28!'Dr3!A4a4YLS jJETrSLMD423Ch4cf8qL+dVBi"ZlaP5"+a%—*k$V3 4) $° ՇԵԼ 
)He3!%'9PUX, c&S"E3) 1DA46e€9hGTI1CEXkVXp&) 53%p)b* * $i@RbdUr8D@4, pVXh 
P4!6JB2q%Sr!'XFSSFGKSOkI, 8dr683Q0LhCé&+'* a’ #STI" [ITLq2&q0&-P8XAaZN! | 
#DU4 9GhBakV+f (SSUXlLamQ%*) *T! !23dFrOmVJr0) 963@b* ZalLeKKb8-04cjIPP 
38CAkDH"eL* (BfmFd1B4+&JU@ErNjq'+thIT+£P5b"51d*X-N*K#3!0&*J-55ABaaé& 
B3SN*rS$!K4XQ[5YcfRi [4aER (#'8A~ | "ԱՃ: ԱՏՀ) VUSTB[ASZYc8pEf-903!+pF[% 
Nm3S* fX, #4+UQUmh13#B6PS [AdFHRR4hdThObmL9YPM%J!, HN@gqP@SA* CRBikT! 8F 
Iq30R#) IJjLHZ"98q9pRdf) $"93@fLe* q' IAIDHSSFB!R%S!*F!%iB"1%!64° #AeE 
KK-Khp (d4b8pcD!~-—m1R (E) Y309RE5D+TY1LJJUG2 SRqV8 9pM+O92p60Y&kXLLJ {M4 
8QFmBFD+` 7` R2D5+'+mUV#+mVj) @9JPKCZL[) , ##18* @mi&0H9Z)N@ (Ba! L* K5QS 
S21F1+mh8ZHbN@jj1+4ALUU9T1kkNdiiJBqP, 4EN+5PdFrchBSP%FLYUkcYN@PS1 
, 6N-6h) BRZ3J6h)E6` *RUROQHOHEVOK04D"c4i JdH6KUOdEV! ճո) YPLFO8KA!+pJUP 
&rdL4d° @L43MM3Y) UUUA9jU [JKj5bLDr* > 6-11*Q%b0U3! SaR+#qm, 1&&*R@XHbG 
f% (, 3GE"3° FY1kLS, a[e3IGMGj"RBdr"A38X'J!eSBhD3! 'LMDfS4aYC"TBO*"B6 
թ2"8`ԲԱԱԵՔ2`՝6Բ3ք` iU2 [JQHFMQ) +q$Q0 (bOF£8Smb1P+> 9X2UMQISM+$q, #,Fj 
543rBbX3b2Kb—""##MSG3VqKR*C& @mR3hIJ-+* LINGib! K*+* &E2jd"NUNL[XAD!H 
dJILO2#QOLFaH [&P55£X [O0Ja* @9++U) ` USGS (-JBj3$%!'-%j'"aljA4ERjil8jDTJ 
SX61Ub%1~* 1T2mKDpqce%SAe#3R"L4B+U'kB2cSB) —XhF* 1RpM*%kPZ+GéZ) f% ' Քո» 
LQ* il ("m£+M3K@G''+jUbS2@$!B154FL,M!'[)VT+> Pm, Bh'LqF!ee&* gH&ID, L9 
Z&FPRcS@FO#¢cL#hCmr, #S##2pS9 (36mr4 3Ap£IBm3%9ZS1) MGCCMjT+2idN9Ipéq ( 
!2r44ZDC"ajM' SSPXARGP4 jJbMdX 9mOY1#01%LaHeL[R+NbF (@ZR* 31!a(SPeNZjB 
*##LCSS) OkKTTm3F9!m8Xh1I022'15@TLb*aAf Si* &CiF&SsT£b (&+'3SkKBFBqQ (L 

B 

$ 


J5UEhHK5I5hY3D+1) i1812bXYhAcMZr6pE) 4%-ZN&' 9Y3@3TKOJ189Fd++1BF #3 
3D* Y91Laeb* XG#T1) OSPT*'dq-T! !DX) H@-T"Z* JM4+i* Teef-Al* BA(S$2Leflr 
"M+RdG4MPCQ, b£C"NFpK6q0TeFrphKa@h@bkhP+D10169QkGRFdZ-&"iIB39 [@LTM 
bm5F51q*) X (-CMb8&K (1#+YkUU* Lil 'EbY21qC, dqC, KYcPDQfrMDD$#$"4jM+ENP 
G9) UJ (FT9JURDYO2NNbRé (ikBNC+AmA@5G1B* !NTqXf (KXV9CH* ecXIB*S)C9PYr 
rkGAQY (38h*%D* Ap—-1QUHHSdQAgR (piFi-QM[!C!!"-+!68!%° i"-3!58£mESkV+ 
f£06cX1@b4j'A('eRUI, L1djC5KILbeMc" [a$&1m* 5X* 3N93CRBLH1", INdFp1JV0$ 
RSQr9b2eCB0GISL"bPM6LBEP "NY (MQ2JF8"GpkcJmm* Jp&M9Fk2YDIJ`h[ [cBDbE 
BES) £'SS#Y-qjKX-jBEQ* EBG''* lreKS2REBES@14SSBII9#+ia@s&6CSY82Q0af) 
F-G"i) 2T3L* 2£!VHIHc (8MqM (4° LZT4M2k05ZdG8*ACM) cS5Q@4+CC8SH9I-%S+c6 
k5Z&CT8T2rSbY 9PVS$qLGe4 2EG81qS#rIc@-X4bkZ5'*PqUMk, lril+ImIZZV'rEE 
GeSiiFKfP,h99Yq, RO (21՝ qQMLjc3519dr&cN%IQHKiZFVFYM! '9XI'DD#29H) 'LR 
[iF'#2eGa5Gs1RVr° h'Kk2qAUSUFi2e [bd149Z' 30S*A3qYkh1b58r+JdJMm[d) 1 
YX"U8Jem` S8j5Sfr&Uj@P (2"NqYh4#1 9dK+X1QZMhZ&Ic2@G, QOKp) FOM(1A6"TeG 
,D!3°>P (p90bMG! BNPhD8£8"pBM1YQG"XI 6bbPc#dp) Of, &kF++Jd9, PrSiYARHfV 
C-UXrMXHVMbUUY 1 # 9@ChAi ZTUZ1dA#VHFESY%i&T31XC9 [3ibbNArgqkdA#aJhZE5 
SbpGS*c' 4kDG5dYkE, 5dMbpGSSrGHR@mT | ZhVIJaRC9) H%eC% (C6Vh'G3iDUb[ XC 
(kVX[5Y"mcLGCcbpGeC! !MS1+ImZdd% jUTp9I&3q#aA4SFTMAQ ji I9&AYTirCD#HaJrk 
ԻՄ` XUUpEqf-emVO0iSFk) 2BSYMf8V0bV6épPc24"ie9IRGHJd) , KORFB&X2k%* NUGr 
pa! eP%d4y (2S@N[UfF1VdmBRb%UGr3i @NXB* 9 (BMpS* 'LSXKYq, RC@RLJTj-j, S6 
c!26° fOJMGK"M1M* QSU[h3B[45+, @r8biX4`JFmQ@4IS*0I55Ep8fP6E(H1LJT4V2 
D2P+c-5-a3h'J (P-Nr8h0OT+q1N3,D+Jqjf%', iSiaeEUIGMcQASB*R58mHFPMaE8 
4#) ) U+FUE@FbN8 ' YPi5-—4) G"QLNcP 6D0$R° p#d0$ax5+VkJaAZhcBC6X) #+$b134 
G8'N* iG*B° BH6V9DUSGAGEL92LI+i, VX6NI [CS1*° aQ&TS1BaGL1rJd (DFhYq, e$X1 
6eF--f£6@3! &4drB3)k, RA, STH- (8° &-'-NQgPDH2Q, (SeR6b1R$VX) GkKSYBIbSh9 
VcRf£F+kGTe [1cV (D6V (D!) $Q) 16Y-, ') NMY') JMKGSSd (35PO0+UASTiNPE1 8m1N* 
kXc (eKPQD+FeNDSKFN!", J (-3qk (QCMN* 1KRRXi+EKCGZX&+&"*TS—! HbM@d (MbG 
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&1CRV+cAjZeUVA4F6Z [6c2@ITHc3'T1LS£— (*34Uf495G&2GekHF &0eCVaKFTKpr2# 
)FO!#r5p*,mrXIl#PkSXI#!GIr (Prqc6@ES+ES+hRDJ2° Zfr6YXT18 [@brmGMq@AD 
p[P2AeREJ61 (BEABrcPpp, VjHM1VqI gq, P1*XIr59$m, GS-!p@!bI!) 1*DREKA!b 
TFT! !38'MLLi[8brS$T) -S"cFE%* BdGc21-E%0"% (Մ @G*bfJaSmYR3 JM+dPGBkHbe 
"KP@IFk (3B£9SY,Ak'cP@&MUC9ReENUbepMUN6SG"5maP1KPCMY-Kdf8qkJYfiéV1 
9Bf&ledSM2c5XrBD#84eS$£P* OBcgPVj@PX* @LXmpTE! | HPeO*MH6D&FTPrZk (85R 
8k5VelST-EbMJ@bYMePKUHKelKdpR5Bef,+[2MaEJE3£GG"KXT+XZiVpSPp9SE! - 
!'ddRDUGNSS [j'ah5f&RUFr+VqhcqTdYL'*#3d1JP8ZYe@IdH81* 09cXUM4JDcSi,, 
V06+X-rTp$+dOQKe'KbREi, , 2178 [XFrSO, BD2&8 [DB (-! EPDQ9BpPt+k [5kOKp£H 
!bqDcsV3bY4YE (8825SZ1kMVT9RT! ‘ HIGHK* KH) Լ, U9TTp, CkI2kQZdR, @HNe [pB 
EM3DhqXAb jM@p"$ZHS ! 9k*#[I) 9aL&A (8DhS) V3"5!VI+I! 8BERSpSVreDax [+e ( 
C@1SP@-UZ1MV03 (K*"5V (Qr%V132ael (idJUFMmFVRT4Q9N9QKcqJBr1PTZK%SIY,R 
kr5SpHkJ95bUZ [d1IXp$+k` !PKSTaD (85KqVJMj5° 5mjT%S%j@Ee) O@cqSd%T) $DLa 
kc8k@° 319 (J2ajm6fY4pr—-NICA9pGtelNdYR+c@Ea8D#r34XTD Jr5bY&, YFSS—* յ 
CHSYEQe! *f0$r*Fp [Rp, SS-S36SFa! "6CJ%fJ'1r%BB1Q) *P2ZNBmN! !*r ("pTFq 
E*cHIe@KP5Zdd' I%bZTXF 95aF jPFrBF [UCIGUOSRp6SC@Jd0Q'HBk) YH (dCrV06B 
bY2Bk$3dSV° £'LVp, ADRS-Eblm$HPT+qaVY0SG"d' OqUT4B£@KX* 9RBpCU"S"#'S 
S—"'IrqVell#PFMNUcd[Ak'PS9) 0O2Rp4TT3RTTF*eSIbT"UHZXY#CqI3XG4KFf) C8+ 
5d4#0"0*MmE5 [S1j$'dY!NR3KZjXG4""' [pKBS032aX3pqmv%0&PG*ePKTT3H+h04 
KFU (fp jBf$e!' [` ZkEm4%£2@ (BkM2el (J+Uf jeG"TGITG"SC9IGT-r+X21k' [Xa2—-+ 
NCAA! XP@HIdpPAN1X1 (4DRm4R+, OkN9#jr4Kep, 63° CML1) U ( (Vd9* KA'b4FBrR1 
VdSRj+&SqaCVq9, pIOMSkd' @ScEeEfS#p) N! (U0F` ABqU+rG004! 'ObR@DN@4DDN 
bZ0P28X* r3LdGU1Xdi, RULicT1Kbh3df 8bqEbe0P* 9AVHM! 0QTejT1) DM4cCE6qF 
V5Cqc$* KDj", BEeU (fU+Xk@AdHIVY0+XG&+djYOD8 4XDIVSE# [cqSdBII+XVB8'* 
@ejF4* @£S*UFaATES3D (88[, @F&+P@AIY4T44' eB k'c&8) Z5L&rA5K"I* Y2+d3a' 
65Md!r9d` Z39ZGP!rjATmq) 5CmA! ESVO6SF95q, 5CA6kS (8G, 4LRUIRQGVS5+A' `F 
S* ed1Jj£9QdLHPOLC) bPV£-99D8G4D81, 6RFj2Z206mMUF! **aXr4cPT*aNrDbCc'cq 
OR, 4! rPjqAbpTbXZRY, 52MTqNaA, 6q, RFKIBZIaH$bSQMR15dIUJ- (DhYeP) TN!" 
—M6*bClc)mbr6*kCIjJNr-`%bJQFP-N6-S-`8bKQ5CQSQ88ckNc#616QFT-qV-` Xc 
kdcš$62Vc-2-qa-ascsc*8c&6+1CbXc&c1@Q0BbCbmbNOBfCc%scOCR06-G-TCP0-T3j 
Q2QC#CpOCcFc1l18cR*RfjQ4Q0C+CcXc1Nc*clHQFr-k#+C,QC5C86-V-bdc, c-a-ql 
—UCR3c+UCd8cSjR56-c-c8bVQOG, -V*QEQCbCpkCddcT3jJOGOIIQG4-rkQG6-r"-kUÚ 
CRTPE-cmcUjPG-d%c3c0&-dFc560,-rS$-ddb [QDHCB6, 'CC62qjOSO@Fc8c1XQDU 
Cq+CeXcVTRAcOA-1#Cr j—eNcXBTPT-YCOQYQGP-edcxX jJRD61leQDqCqlCfdcYjOQ° OI 
NQGa-1Q0CXCRG6110IPOQE+CqDChNcmmcp%cp-—cp8cpFcCc2f61pQ1YOES5Cr1-1kCr 
թ-1զՇ156՝ CRK60V-fdc° JRL62&QEHCidcpdcajR1jRN62162*OH9-mZCrr-rM-rP 
—-mbCriCjXccTRp*Rpikc, DCjmcd*RpTRSc21c2501iQHR-p5CrOCruCZ*RqjRUc2 
S s eee ee ee Ge ee 

—-hmcJ620012-i-cK62SQF1CEc, LCp-cL61, -idcMc14-ZCPe-Z jP j-[CPp-Qc) 
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Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: 5 Apr 1998 15:36:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <01lbd60a8Sdaf678c0$a33063c3@default> 
References: <Olbd5eef$139ea280S$cc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4ql5hjikgN@al-88-125.al.nl> 
NNTP-Posting-Host: host5-99-48-163.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


>This as posted to me following a similar discussion on another group :-) 


>Pete. 


On the hitmen's web site is a zip file called ya.zip. 


In that zip is a file called libps.exe this contains the libraries, so if 
this file is loaded up first then you run your exe then your game will 
run. 


Also though you will need the eco2exe convertor which I think is availbale 
on hitmen's site too (or another site.. maybe napalm.intelinet.com) 


This eco2exe will convert your yaroze exe's to proper PSX exe's and there 
is an option to patch the exe so it will run on a normal psx. Also if you 
find a file called combine this can combine libps.exe with your exe so 

that you can load the libraries and run your exe in one.. Problem solved 


>) 


I apologise for any mistakes :) 


See ya! 
Simon Barratt ( Barog ) - barog@globalnet.co.uk 
http://barog.dyn.ml.org ( If I'm online ) 


Coder of Project Armageddon ( http://projecta.simplenet.com ) 


Dennis Brinkhuis <macsuppor@al.nl> wrote in article 
<1d6z220.1m5tk4ql5hjikgN@al-88-125.al.nl>... 

> I think that a yaroze-game burned on a gold-disc can be played ona 
> "converted" PSX. I have not tried this yet, but I will try this in the 

> future. Anyhow, I think it's possible if the PSX is cracked. 

> 

> DEnnis... 

> 

-—-MESSAGE FILE 1911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00614 


—-MESSAGE FILE 1912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000615 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Sun, 05 Apr 1998 20:04:46 -0700 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <3528464E.30754A28@sinclair.net> 

References: <OlbdS5eef$139ea280Scc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4ql5hjikgN@al-—88-125.al.nl> <0Olbd60a8$daf678c0$a33063c3@default> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


Net Yaroze newsgroups message dump.txt 


'X!) SFfr8LT+kSDKRRO* 4QOf1I#NFN"R+D6!FS (mNLISVCK66881jC8SRTITIELFM9F 
3+2ZM5qQBS$— (Մ` P'GP@5VjUmSAkLr#m#+#4M*, cJLD4Up6YU@bel fj [JEF*5"R% 
RrTpi9hT'j!*1B'C,U*> 'AKj59VEF"M, ,-8ZG[FalLbp, SIS!aa2Sk&@mj[!PI&[*h 
AOJdAXPYKC[8jfNd1TcYS—-V@'PkR6bGSIChZ, rEKB389'#%Fel [& (TD*dZGFDZr&% 
k@FkZe° ` MV (eCZGa*Gq (e" (Bm6PpA#F2U` IQQVh5IHe1RQec9H2!f`5N"!02*@KG 
DKK12Dh (Rk%Sjri'2SBP!Bkat+fGa"C[!43SmVAh2Sk&DXHH* -1BhiU[ji'OX9KZH 
#BD (8kF-—GBrkY, #FS6r+ [pZ&--b4J&UGXSFBrkYRBHX [* rUYC&8'1-IeRThZ9Yq ( 
18 (*, GGLHiIVTS£@P jqTemb [FB 'mkiq8 @dKMXEdhKJSac0) "6Ե6` TO*Dm39a! qgSdY 
f3@NK8"RLXS*A (!CLXCD (M-6f [9PYHabSDt+ab1I9b1I"Th+Z4cpVF8QKYELKQ9Ur 
ej8LGF"* ULKMCpiQAS, 4KZ) bf [C-@%F-9AC! !4c6cErEJ) "T"LZC6Y"B° 'NB3ctr 
L!CbCr | զթ11 ) bb"dFDGF'S$d%fBGCSKi2M"%2&UCQO0U3T#TQUMS%B [&cCRD1'pH%SaB 
£&8F (3#Ri0&AEVVS56! @* R3MkRAdQJ* 1TQ4A$+B5p) -95[4!, S&RS$VDkGa, LrRF2 
1MSZ* ecTY&1VD+Gd£LS9Y ! dN) Coe0p8VOp8ZT [UTC [UTEaSR$d' $fpAj+'eK*CDM 
S4"TX4SR#CZHK 'XSH3FB!A11*bDmi* MOA50T093Y6-—cfC3iU+ (485413 |) 3U0e) 
K+, cO9gX03bIp9Fd8B) kKLSMpmX1FS++RGE@'8, $*ROMK6é&ec! *mki,+(h* LRSTIS 
9Y) *Xa[d*° 1ԵքԵ՝ km1ScSFKbHbFSaf! 4M6dXaPb° ) aF3q!NVXcai5SeMXSB9EP 'T) 
#-LfNr1lAApUJPO6Dm6S4 [YKd* 3PB-Z%Gc3&-k$!C* *—!PY5DRCISBH2$*DRE") 04 
E18JSN4Lm1Z, PSBBAN3U'TOCP'&,DqitJqaB9* J6XE2TSK8k+KcemCkd! @R° KS) @[ 
ԽՏ-` [&YI[5V) S*ULJ (3Q9h! qq (5XDM"', 840 I 9h"N3bDKNOeAT | 3dqvVZS£%3+CM5IV 
Kd4D6YTGG* GV$S65HOIS (pDMp! a"DZi (NSD'Bd' 3M34f1q"qN1'3"VS$4S&01$c1f 
PG’ Fd'SXCc5) cRAkbZi0a$it+*> '$Q3! (Q(QebXYb5-Y#fc1*!!Tjf (Aeq, Y8h (Nex 
Lc&TPTC5iN! "KTM*) --UCF18 [e&, S4a-IV6i~ LH+iB[i*&"SN* 4XCDQ8) hT6#6GC 
U&) YYASFSJf£K) &p"C!UFS5"5L[Qh* j') k5aCDN5c++PQfH8XS5VP,+C8XaAP, +61 
ED@G#U@H) mIC5AVDQ@) mJ*CZ (5@91D@I!9, 2&H8XZHVP, +K8XaRP,-Pj,D@I"9, 'V 
KUTB-h9bPP5U@EJGPPDfPR5SUPRN[+@5IEE5bDU9,1!mTC*hMD@*LZ", 2Y[+@5EGY, 
*DTCJ6T, *ED@ILTCIJEDPNMf'dXcDTC° RP, * (LYTCR&5cK[+@52NYTC@UPQ3KkK5bTE 
5cU95cL[+@4rbYTCRP5cdhP, ) rLOTBHp18Xp4 45b2f1D@9kTCaR5@81D@GDU@HXm 
TC'r'fPLCQ) 5b* jS5H0YOdXq-U@FK j5bOT£FAXQ+PR*G*C+E5c3+PR+H8XKa'dx60" 
#@FYJ5b''fPL@fIPR-H8XKSfdXQUPROG*C"Y, O'U@FIV! X1"3Z3Y313Y* "BP6,Rh 
XMS OKd9J+4FQE%16—-D1UJf1f£1,—-+aQ86&UP5-8jfSVddbhf2%e1lG! KOSG#Yi[F'b 
k+r01Yi[a6H, &D4Q%3N!SPfia[S#* +P+3+M[&9 (it+tUM[P9'TI8I*98HP98H! USe5U 
MpY94c+UMj5UM, 981, 98Da94i5UMOFP4iDULNe ` 9 () 98De94i1UUMe+UMkDUMRP 9 ( 
e& 9'Z98H-USekUMkbUMeUUMSUS jp944! !USr'D9 (NUU+4pK8H8USk" 94 jDULQ' J& 
4jLULQ-) &4jUUM098HFUSk~a ( [q@Xc (fi* (16023, ZeR[h0V181YC1ljcDcTRmfXpB 
rQeRFZV) rl P5bB, S&2RKP5JUF5a'c81Sqmjjr! 4KHIaEDgsNmr4° OQ! F*UGX, 012A9 
R` )3ք/ amES&Va) @60KJ*iU3@* kQT4a* K'D1[) --GQ9*61SC8L1dZZH8X''1la,+I1' 
OVGOP, X (Տ (2[RPNLh'c-eQ#qc9 ([kKPMMHSGrieU () aaGD+ffd* 4eSR#' (+m* aERC 
H)1@*, c` ESMD'D30U0LMhef+') BcS"YEE6MY%J) G@arE91'ICcHYXGNAK88£43'# 
1(Of[ST2[@[% ('fVD9cbR6D4Kk-F5H1GVTScfZQL'Xjbe`kARfZ (-ՄքՔԼՄՇԵհ, (I 
dTSr@kmc, 2Ueh9KV[ZUeh9M1' (2(TI!el[(5p9FGAl`acU`%s2cLHjjVTKQ@[Z#'`# 
"S&p5*SZHV@YAJDIXSUYThih9GPOIGZZb—-dem9 fC6UZc61U1L1XGIFEPeEACY4S4r3 
A3MTK1c%TC (hU'TrYafZQURPUOX1RV (26Sa—) 8RaJ* faSAjJBX1ZG9kGJkVdfSe&* 
MAe"X) ԷՕ) hH3kZmJ5* X@Qee1lG&30NSUBH1"K32 (3DY'h1!@#@9D, 8, 6MkRAqHq+r 
S@ea-Sqé&YSLXiUdkx9 (, teh [0m!, E@Ypr (RV046SdDX1"9!SNZT9b9NcIC'dXaDC 
KFPJ5Y28"IFmei$9X'el9C* TTIDkdCqrJpCA0#MemN61h6XOKD*FaQ[6r&1iL* 8Ue 
&11£+9LLM1 jb° 8cSLRrdLNbhbALEi8+"1FC!!'+@UGXL3! (HNK8J—-'iPSB!3b3S, 
N"RCYU! 'H4YS8%! aCYU) 4MJDM&HFT"'0+Sa8YUB4MUd8c##O* rZY40% 3 amYA2V0 
FqvQ0Cc21M, kZHpit+qY8qVNEaPrf5Hr92@6' (OK[1LY5S$52pFH, 58SMKF*3L—-,1$3 
P (Hre2+FGlmKhaiTEi2aa28*LKO#eJ08UTfecAjCQO (#09BF+Uaj&'L@£210!h'kM 
EOYA, )+j-QFHOSE1 (HIJUTNc%* Bfc! K16q2GS4i3r0AQK4-025cZCPa4SiY [*TP& 
+8#RIUt+59&-S"65i1S"aNbC) pVY93° TO-IreS@SbKZ* —HI*NcVU[Y"b+p'2DMcONJ 
SHc*2*McTRZSFPradG3%) rY$32%°D° S'MNd’ V(f£QHbF+SIR, CB) 5!8H3+kr@@NcA 
AGH3#hd (*K[RK+1IC! !K[%S#'rBd"3h4'4A"MJjV!F5V1dQDjSMqdR"5&89NF1! (R(R 
C69TZ"YSM*QS jPMcrrb881! rcTRq*&2C* 8NHB-G-@S@!a'V#Q@ (pE1L8$c6qcEON! | 
(&Hrr8MKRelfhblEhgqRI, Y[IkOmZfjh[ [r (EHricg (EHrdJE6kCE+ 'Ub6rpBY 36 ( 
SXT° GN! !Pq3rKehlrk##1B1Z&N8) ,+XbT) dHJJSB51SRD62R3UL° Pi3UT#&USIYX 
S*mRVSK* LSAM&O#HPeCO #HmledIQaBMmaHGUJUDI j03Ri9EIN80Nc2*, hqGf 6KqB4eNn 
"i [phKgD,m'KLbY96[mH* SmiZ#m[cp1G1hj['kOiHS4jDd6F8ehE (cmPikKh3MB"h 
&Y'18f£@GaJaZd-mSSbpO"Lj0O8F) Y' cKHq#D*SB1c3Y (O0P8hJ35C3SQ#4bcKHIb 
5ML#4S* 8-f£13BbelH1PX3MJ3h6BKNKh3YB'+GBSK5!3 (pSqo9Y4aMZ, GOb9 [hXUS 
T+B5Icpp’k (TS@XcISNrRqTU3! ("*UÚ`)IQDGJ20VUar"9UD2XcISQHBiQRRJFmFS 
JM5X"rS* hhuUGrPm8 1mrRZ9*1Ja20KG"41R) J2kGbCV£RIODLMkrvy [JNVBTdM+i 
2cra0@#@9XIRrYECj*1&D%X (VP [IKXFS*r3KS°* 4G1"5V) T[Z11Mj5Mfii-—DbX) զ5 
(m, (GCQO9f"NcSL6, &*Z0° G#a3"m4 [RK"+JBp81Jr-F#RbciGKNVb1$iS$J81) 50mS 
H"D6° IVZ"6qJ#R' IPK'5G—) mBL!M312, ['Qb21&, HI1S5#03fF3D* &alZt+A2Qbb) 
d*3()a(*q(qNH—-Dmr8eDG"CUAIX6J9TS'25!!T"r,pS6bYD'#i* -—Sr8 (b&EMP1#! 
4D8"#* eAPAQKVDSS4cp 4 [VDOTcCMLcF+0iMQJTCHdG6YLFIOfS*afTkqERASpH%S"M 
GLQ, FeSTLmhmb8 qPUG6Z*S+M&mg51!P+Q8Se-Ra60dFQ9-qbC! 1EebBp) FKU+2U1 
NaL (O01lh-mB%S,m13f51!Bf#mrSGOJPRbaERaiA6Pd (rRISqTK19@2%qX"" 825882 ( 
KO (` GMEJ"S9%J' (Ը FeKSS@3mMdcLIGS6XPAMBbK6f3cSCRZIGS$i8k* 8, OCRTA6 
ՏՅԵԼզՏ, kDD15c@08@! JQ5##@MPc (rIm8ET2J1Im99+2qq1"$5-T£E*) b!V"M) @S"X 
[#88&f£@-2YM' 61B[ (L4£SRFHV8pRSTIRXb* DC+Z&RSS9IS1KYN* ) GGafNBhé& [*&#C 
8+33k4kbdA51Sk5° X1),)@'"q%SbCMGS6LM* ScBC8SSIA0@XH3! (, &$1) HBU181"# 
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2GN3a!RS#LMpZcKVrrv, Օ-"ԲՅմմզ, 0, 9JKE! (#&dh9L (! JCXdTd-jGVL (N° T) -£ (k 
XrfU8FFADle-h&%ifD8H*hJ!* qrr!he40*aNjH) Fi'B4R&méVaI (Ub3dd3TTMSeA 
"J(`KJ'5`Q' 4Dh"mMP6A6[#CJ'-j$ShZUccR#- b2DrHTOSMISKd) f4Ih (TUKF-h2 
զոտի` T5GmLZB! 9cb2f (kZ0C* 2SQHcPmMASp* *Bc8Uqh2b+@qcdUSXk jiMiUJ'C8"Q 
N!CZ!' (2G2X1f£ ` $+mNJ$+&K@CEPEr1Lq, Nc5XKH# ( (SOTS881i'K18S10° dB*01# 
BE se) ue ak Ա ne se ot n 5) S X 
JJS91Ap—-) 1%X[%D* POcGJEbk (JP--UQ0)`JqI'9* (id3AVQUMhaéG, ) I1Yp8B'P2 
1N9Xd8P*Nbhbh' #@Hgm5d"SNYi'"m"U3Fi'bRF5aqu*et+GrC0 (cMm8FBam(3*SH! 
t+m'S!D61ZrLjJKSNSSNHrUSS#NLSGB+@U9I1+%S+N408iS—-ROS4T3#+814"3° ) 4k#) 4 
— U 5 ԱԱ ee ee ogee 
B88SESe& (rH-4!Z)-, 091BE3ZaSU+2r (K-66BTCEA, K+2VBh2%Z (ZC, b9r1Ne0&M 
40810993) ԿԱԼԱ) eNEKO 1VTEARUSS 'NSTARD, $2K5Y ACME) PM"igl6ZUdr 
ՃԸ 2) 2a0#B8*rVr4 [*rk2i02!*° PGSGKQIJZ* ՇՕՇՃ' 73`` '"a%-qX* LCrEA34j!!%IQ 
83@PaNNRN-QM"#1leO0SDYS—-NKr-—cS$Fr#,  +GK@J11S°* bNc4, TP%6@rQ9Z%3° [` |! JPL 
"VINcq'*m0e$30$!US%-6+!1!UZ2 (1TGe3'+41r#i&Y (q6BqcPZ8Q0'!ScIB-Ij)h 
4D895, 5CZkK5BIN41hXZZREpP8LCE4 [8Sk'r5aTjdEe' 4D4XhLFF"L6U4UQ0amk0gF 
b@@F1RZL80d4+QCEdPDb [Crc9Uj 6NKJEN, C%3&11@a"CQF1T6TZJJb*QXMQR4k+L 
(P@SI,i[K1H) 61ErVhé&8caA-Z (1QE6ZXKkS%* rFN* !3#rhrcA& 9MB' 8#b"K—* kO ( 
88IfTKS!8r!f+HdTa0hi`C-pd# ("HG ( (R2Sirc5 4° FMc#NL+#1+N%GqpT4UG 3%q 
6BqI+r' (XFAI!-@SC6YeS$2,Q0d) p-jU' 4cY) dU*2YLSKc"6d1PK'QEZ9aG° +dJUd# 
*8#'OSi!LSfL5B-&) 12c9eYX46SpJ18T) 8IC"CLUJNYach"iR-3"4B0RQ59%1RE& 
+45MShJ8'SiPMJjiKh8V#XPFAFMG#E9J'Pek1T@!MPek, T#3kZTUQ1X+"dp$PGBq 
ASFT) J"EKNINJPMPM"5K'JOXB+SGSq@-A50!%40+) -C, FR3JIS$B, T*k (PX&dc3JI 
#3A2ZUK& QF 2MF2+S%J63JH93ZI1-G) 3%FZGqaqp | "qdEQ-+8P rCDcChdbiZGDF [#cK 
E-XilF""QACEdQVC3) r*hbA9!@ (a8 (CBJJV1, 'dAC601TYOLIU&NIS5SLDI"eY"J-@ 
9ScS#P JET (3Erd3c%9$%SU2 [BXI [-C11@p-1-Lc' (*8pCe [BhJL8R-hXB* ԵՄ) al5 
-EJ1A` , , jF*) 3mbqA&d£+5&& 'ETViHTFGFXIP3"#2° 2[28S&° Pm"jP!Z-Qq8FYda 
U(P(,G, ""RF (,mNF!85 (P(,IcRb[&ZcGPFSi%S* Y£FGO"j4a0S!hP"58Nm"c58D4ai 
D!dMM* d"THSD!mcF@qGIiN! !20YU2+Da,, (GJE) 21255"1՝ c#Beb6B1EPQZ6T—— ( 
2018) 6Zr!jFHVIf9$5G[-` rMpZ#6, YDM"1h2! (Hj!CK!* 5DS&0!* !MO'PXcUJ-&& 
C"E*G! 889N! "EI, E&&EJE-LHAZXKY3N!!K!0@!GFI!RRLXJPKKFCE2&—"BK,CiTd, 
68eL8° !M'#SB3JaF!%!a#Om—p*° AAS JM! UFC) 9E2ZaYeE*) TDD9i4!#$,SSLV*FXVS 
&%!a`##0`83+!-9"JJ$S!Z%N3&I6rTkZ%$IG$r (hjIJJ"kLjK#pP5f5aJ@Z&5(',BR 
C8qEeE%JqA[85$a`DE[, FDK" i8p$N!dp!9MID ('1$J&MK`!$'—-)IcR-0a`)VJMNm 
YyY5+ej@c@*, JAYPR$JM&BB'-iI3XP$H"B1'#Mc!X(VL*"*&0CSR%FJS%'jJjC4ma 
(X@F1jCAS"*2hKel) Id*2Si%0BM8 (qY3JH6''ZRH2QMTB3#Z53) 6F8Cj&SG3ee!F 
bbKk%) p$£S8Q, jd*Q, aaG-'@4[idO" [kZ'MRBPRDEr4 ! 3"T1qcU131BqSY15C[m 
"Khf£kKTXSE9YTJIBI 3nHN1SMH* | [1KCE1M* dN1L6, 5Gk!&01'm3'L@i-'-2erUi@eh 
(զ (MEFN[6" (12Բ66՝ RHOOVpR4mYdfb'AT2PV@BYrlALr) ""&SSH+FCq&3'DD3!S$0 
, lKpi# (X!3&QJ-—* ORBJ'S4C! !ek2a" ("C&'@H'KI2ZB4Ak#SSP, K3c! Cep#U (FYG2" 
q0%4VcmY- 85Շ () X4ebSV! (S1G01%*&M4 (D`O"5i&SRTUQ' LS8H8rcRNHrAiYY(j- 
1kiDaEdRSRm#KNRDiRN3N1MG31G01"—hcp+D-#6k-%2kP%%q2S%0%SKNe%'C) &X1 
Sc#T2b$0% TQXiGFOQN) JTJaVA88FM @HmONp* SRZDLMkS@NTrdc*di33MfIe++IPCc 
ՄՇԾՔԵՕՕ` , 8NF1mXMrS)M* 1M) 9ScCal044r%SR"SSTII8Q! 861mX"QdEH-2D5° FPUF ( 
1 3IL6P8EAMaq6edX13V1mzZ%1-f£C£5-per#'q4l (, +bIpXBaa2£NXk14jX*AKI1rrq 
1EDq3MFJ) 52, TV6Be& (d8hF!a"QUB'k$PqFBF [cdhq1XJhj'-BfP-A"M6K1*°D", 5 
dESaH2'a0['MEEEeFE&fqLMH) BH6, H9aF31) 9IIGUTMSSHXiESSOTKmP+iSRV'I*5 
INN#H365+EM#L&—mpjcj,MifKqJ° T2NXQiB@8Ncbid5p44r"P8h! '#P, 3mX1 ( (XT 
d6&&*3&"" DHbROd2pdZ1I%4mP—-E!T! (6M, 8178, 23N6mM! Բ (A8@@JXB, ) ) )509136 
%r+#Mj5X85V`R6JM4K3%M2hf5&G*bl, @@RF6, M5Gi+6Qqe*5—) POp—mk (P@FO@M 
D(@e!kjPSAC2ZRQO84*@° #SDX) 4rX***81p8M1 (JdN*@SR) S5SIUC+SVEp2#6Si8HAJk 
D%VGDf&OYp,#9`FU&0i@SSbUfQ5"JSS"1'IH%TaV"8-Td435+6[4NIB`rD#)C+%R 
Ձ1353ԱՍԼ (6K%0+%3cB4S53TK8FU4bZ+S9k*BjJ5QESFH&D+`QH&B5[`G&!GY#(6Y5 
5 (q8&i'+N1!ThMHdFh42IQLRKaXA"MqYL1U2&LqG(3j'+*Z0['MmVEeFIP11I44cJ1 
46,HPNXU'4YXbSC'a6r#JhI0[Z2Z2`'Q)*N$*!!FU0p+cKmG2UkPfMAS2!' `TO0`T%S3 
mKRdK&*KJJ6QX0q* !Fa#PbM++ (hrPPJ!mCP6@M) N! J6MiYMA3q8bmaES&!2NIkXim 
*052("8eZ8Dk4&,8+JLGk3INTX-%''hYSe"8mS$Y+"$2MTJXEAf3Jla',,@I(d8b 
il'mR8e602-m#SCYLSHHOk3%) NKpP 4—-h8 IdhrepMpRd-hL2Hrk9SJQSM1!G%SSa9k 
) !}OSMiVO [CkrqVcAXpGRHdF 912AqSme12ACA) YShdjQ&*bmccB511 (p+8J%&-'&! 
-FC@i0Ha"ScGdqDpRVpFmel2A68X (2° MLH£M1UDq%0 [Jar%Fel) qi'#) ed+&Vf4r 
S!S[184aeN! #1Ga"DpNIa31*qfUmmP 6BiF+qKZSf (BqK4p-F5NUCaSAiVhjVmHFP 
&5bj3° Vm8SVmS | ՀԻԱ" !mp (qC3RS+r (hqlNCRA* TeM-PMi+8qTdqXcJBc'X0131N` 0 
2mVkZhq@c$dxX+&2SEq-8FmeMJ0C! !i8bKeiTJHXbO"V) HFSJe3NmpLOHXRJ! !Kpp 
4S*1@L%* pAg, OQ! ###GB! #SPMVOYQi#L4f ! 8b6"6e[f!8Br31°S)V(UTK-ScmHL"5 
4-S4b+*DFFrR*kUEpS0O) c, iZilNB2Ga-—mm8D"S1 (pJ"peDPI (B11Jc)DTOh!1K'h 
MbDNc@@FO05Z5"r8PFKZLUd0D*BS (amKYa4%8dCS%4Sq3, ER#HZCJZ9*,qPS[1!Y'A 
-) GcLjKg##HU! "#D5!!!K,Y!#3@!"#8q'EdPSRa! FHLK1h*D*U* 1) 6a) "PLHD3 
CIR+h` [UC1**@i'%SBb, bcKAq-Z2iCb-8cN! !bX-3C@&"qhSJ6 (X (SNR&E0"93a3k# 
9` O0e'aMFSi (R4Yh-LMG (° 12'hPJ2%"* BdE1L! qONOc9aYm@ FER4Z4YrBDbM3h0Y'qb 
D!'4°Bhq5B[&Y''&TD*V) (0° a,D0 [a6F [JP'NRmJ8j'EFLG+LCJq@jA!C!bY£[R4 
T£Ur"Si0K (bh*aH5+, Jrk! pJIMJp5K!Q@S—-%!23M) p"ib, 'O-SSSJpCR'HkD'8'CK 
c (qI9C13jdj13a!1£5ZaBrIKQ5KQSSdGd8-!*N'*£C&D$"SmUURMb* 81Uk-F8R3j6V 
b8"TS) p>: j&JaR"TZ"G) icb) lr [5-H2GCC* 782) 0qk6@B* CN&kKXPDSN!$5T$eC$a" 
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TSeBSCNA’ —-"hTRaAidéViipK! dL, AHMf%-m[SAP3VM') D+MRSJI1IMS9IXICTI@b+ 
b6H6, HSVq0QKhGG' !c#U+hMD3! !CEJ-hG4, ied! c#!Cjp48mEk) SOf!cfDLRihgq* 
[Z3K* BmR-Q-SJeNQUb22NhPKSkL9Ya[* JSpN"P[83ih1) 3p'1!c#bhOr-—-HMd86S, 
F[m 6!14Lh+#cbFRBJ&c4Ha! 2rBKjBS"f))Sr))BRSk16V[cS [NHMEJ) R* PHMK! ) 
mH&2k11!44jX+N--eh'kmf6) BBBCVZ-#* —) eh'"B'#DcM! X$! 0CaL@HH"Mp#&QV#F£ 
D1M88@MAIQKB) a@5GCqB9e&6#THBD *I5c2+ON!!*TV!IONS*TV!QP1%S° eU6#T#BD 
`*K, HOCceH24 j [UqG4 jIU1LUMbI9* D-AUfe (MHVSU2TqV9dFMeBe (K# jC j+a@@Kbé& 
STZ8B5X@a~ UL&EMZkIT*UQG8bT [CcFYK#$P9k3! ոք) 28Sid@, k3IT4eRTiS 9bm#L 
@R1V1%$21° 1G1G"4LPBS9#c$20GcVMU2 jdH [kEqI1mf£Pr14p$) cBD"UqGatApj"+2 
f-MOmkL!Mq[) cBD*0S$S30GlrcHf jh [bSrfU1Z!S%%,12TerGFlhr0qEr1MfO40f8% 
) fH2Gi1 YELOC6ZrkA (#d9Z~ Z+"iP1cXU (BI jer—-M43XqGe5UHIEZ6Q3TPEXOkK#SG3 
dAPP` J3$ROC 'S#ECVOTVHGJI3rIcY$8r3Rqis3pbTQ6YSef2NHA#'rMT'a@ph+s (8) 
XZZPpKALHVK-b"RfF1lm&l@qMm1S2IcSIVHGk£LmMVRIFkKbDG2rA5jr8kHTOB'KYFIh 
ml@p6JD (8imrpJ&0H"6jRFiiBC-jf8eCa0t+J-806q8"cE!Fq[GB1''!-qp9&KPIc 
XV+00431BVc2*DiB9MjR6iq3+DR'R$3X (hJYGk" 6kqHaq-, B'qmq6QH" jmQUB` 30 
8p13Br ! pQ6Q68NRmP-bLUd9SRgQt++ (P#LK` 25%6 (T#*MdK%ak3LBp) 4-HN ! #*MdK 
Sak3LB@e"4j, Z-ML£kSrEC&éar1l*ROmb9Plqje9r1lrOm@rXGh5f@UhG, kfJmr, Ի [3H 
cPZD+rLG8LM3%ES (qH6kArN) HPrX+cJUV3 (՝ $1B!5H'b! SRKC'LNm) ~ !DCC-mk62* 
քԲ | (SH (-BbLYcmch"QDB&PMPNOTP 9ZIRHOT-HIk) $-k'ZHAfH2c[ (cZJjf",rQA 
ZISdm) V! 6i6q+VZ02Re%S1AKmLZmQB) 5$Ke@18° UY1#) D5%bIq"BP01S+LG1HHac8 
3je, 0-"-f£8dq (+#+#* 5SIQ&BH5ZhU* rSk3!+bCX* mq (Մ` 3#Yi@5*!!Jer5e'"RZJja 
k2#X1L6R8R, 55818) *QkKNILIk (6ip('4jZ,2id&1*8c*rlcq2Bq ) #"5"qp!Jd*4P-CC 
8c, #VN1M!1)-—* DMifPVMdI* arhmkU#-—B-+DM3 4H, rl rQ(3"5"aN (2) V£Sp*PXScD 
h11+KN[R8f£ZDT38jall"rJQ&K8*&i'O#a*NK& JDHU (KHU (k8, E*@@qgr1l2Sla! f3- 
FRBI@RSmLXiGL, riN-#D&ZPK'SN+fbaa [U5GrmQ%#XN1XVA (jeAS1A1PbXcaUZ6` 
YV'Nm229-qhé > P@-*p (29) VHMO5@-+%, (@66bd) Բ ([QBUSrBCQm* Dake SrBDbCRK 
B3#i5pm"* pB6d!) Rprd0j [YbPK5Q0$D28S4XP@c+[*5hU@* bDZIFSS"PFDPBmEVSQT 
Bk19RV'XU+QaYkL@+S&D+S&HC) $mG-Lb (hmraEMdq6C*4-REJBq2m'ig2) $1&aRG 
"41ք6թ՝ Ճ') 41404231 'ReGHP3c6LSCSU2&ki5bEI"Sj'4ak13DKR1r4' gecZ&AjRM 
HG4i9SMdH (-քԵ946Տ` cCOHKC@Z4"VR6+eb+K#GN8ZIRmMR69iN3A! JSmOQO""4iASI%S 
pr*cD£MNFFYC) at+XTr) LLZp (j3qe2b"C!&3Smh1IJ) &2MmhLL#JaeSMN#d#+Jab9$ 
6G2ZKV$a6%'* JbKFNjJ+h) 1@0 (57(376411` THISg, IqN-*#J"3Fj#Tjd[QiZSSrb 
` "PJ9*LSRqKr#rRqfQUj`6ql&!('q(pXElp"cZlIh`Z-SSQ4kFTiZOKbKFF3,MSX 
9G (N2 (' `Hh! (kFZa` TA1XEH9b, $BaKfi"N5"*2Y1Fb'If"MLmG%QEJaUTF!#92iG 
838 (qZSa-1M114+N! gh (hD£Za"bM* £pTEkG*V6 ("kaSN6Z) #ML8HHbTS#MhTPGLH 
1) -Hi# LNO%Sqh2$d-#9qzSm+94Scre') LRd' "BEGGi@GK (` -k#JDq* +OXASB (b14 
F&JISRIkZZm) GPM! ei*-TUb5DjP'3SRLkbZm, E-B"12Z2ee' j£S@a+GJ8 6aCGGLBBI 
Tk! (01զ2Տհ (JKB2E023SRV9PGLF5%Fdp*hZ!Fr"4Sf'CSdGb, @!E) FXKP** ,32°4 
) &* CQDVU4PJ-k 9R-@) L3) q15Yrce$9d* 0X' 3EB*3PA! *4p#TVMQU"cM"dS#HE Yc 
&&` JM1L1BMOZBS) jMekr (F18rQMP) 1EP1j3C23'N98fZm) EG"S3B'GS5-Q&S5135R 
FfPGi@RC*jJDm$J3E,T`%FZ!`2'k6(I$S2'Cr!Cj4VG9d1llc!%$dY4bj+jUYKl1pH`a 
m'UK!TiJS9!q(f@2Jpb"3*SeOTJI,q4Mi)S%S&,%&&6SkbCeMR[b#JCb (kjpR2 (Ni 
MDkapR, c, (cae+` '-k0([j0efqO0p—* TATL (N+eQPaV*P [Na+J+SRY (` dDCODS%m 
%$—jJbY1iKC8"f[-25Gp-hFRkSQ!6ENDcb&cYS#MH-eF*ATR9`0rLamdG[M!K5-8 
JTYD*fk-)S4"+%$MD%SDY8)1PdULHLM`Kj5+d1-IP91MIP9"[QHeJZHkj''JK'I[T 
2ATS2!B,b'`CVZ3Q0GI&DGaBdHpZ1l1[i3#2BdRI&L"qaK`)*R#2G%dZ#kr85US%S1N 
Y!Ik-kcM&FCjN!-$X'E#CKf#I8"q6KVVL%ilQiİi''2mqP4[1lZF!mr`X)&m5mF--4 
RHh'*im)aL3$H*XbHaq"94M%0)R6SG+aD+V'6E9MXppEPJON6D!+%+a` IMS4TaN 
d36 (p"r6((@eC`!PQi9$+NKJ6KRe313*K5G`-1MkUmk#FHT)*e)$R5%3Xade2TL 
JRY8 !K-X) qAQ60F&` 6RdDEV#K (A5162, $1k6[SRD@'M""mj* 3* [B-CCf#6B&IOm 
UQQ6iN! #Br!) (KKSm1L@R#E& (M9QV3+1QV6`UEXX-QTZ8 (£%,D!DESN@'SSrjTOiVG 
, 3Y!&"3DKNeki ! #DBUOLF | #OP8KS%* C3NOTeEN&OQN (b3M12N) qRH"G) DXY!&Zc9Kh 
#Ha"dQRqM%dmPVdU2% ( ( (CNHNB49%G*0Cq) $SLd"M"mGNk4, 0° "UN* pSBqd[#1% (a 
FZ) hL*UiA(,26S5R*2r3IJS—P6R° Mte#3!-DKek3BIc) 3ddcF-DCel2V! rCNM4JA 
H#C* OLD8S$qc$ (Ua32dFé&) LOHEAG4KNi4YK3° Bej2r69rPOAbb (B)RG-,G!eU"r&J 
32) dcVk0 (RRVFH (aid af-G4'Q6pkI1KSIc1) 1'Cp#HZ"Rb* 2d) "4jQMU"gI3"ej 
OirpV# (re'URJk (Pm9%fTrp#f£KI"43P1BY""b@ [A! 2U-U2m[C6"NUI$$rP$45-RiV 
1i4pP2%S (BE!e(*f (RIDK (*K* 9%3[8) a64*k8' 3m2UST1LUfF!i-F"Ub05+ (iiSr@SL 
8652 (21H'ASe'5SikFrqSB8LIA5'ia!D6[X#2cL#2cL#2cL9Y2RKJU# (6Xa$q2"H)h! 
#2# (5d (SNF*BE*J5a) Q%&5aPfaT, 269, 21@dXcahK2#YS@@"m* Bk! 36%! BEV#3!$' 
SMmGP 4mbUFrK2PRNB-mXRV") Pc, 1+G#akQr6b@@F, (261) +BEp! 0) 5ALSJdP (hKd 
T'*Cak%je'Zd%1I,iYM (bR5kSGp"iQUmrS1cxXGhd (aE'Xk$i@JV-T1LGMKC6YL['iY 
XJKGL!M3 (eQ*` 3CcCLMG@i (88cQO3FIM&ém11F-rp*Z12R1SRDJMCHZ6Y3 9H54VOhd80 
Yd!3!eh0 [ES5F£cCLNNDF@c*08a&*05a&*03258az09° YG! 2mSXZESZHOF66DBrBLb 
LdhE62F11YSpM#P&K@CIEILN2Fd! 548STe5500@fFVjIO&P+V8 8GmRidBOOF-EJ661 
,hk-j39K''V#-4@S186am4X Jj [#* MECHF6 [GET4Ccb8X° 6քԲ1"45711Բզ483'0՝Շ՝ 
k@h6qXReF (#1"42, 3fr3H° 6+, 1"2mHdBr6SV1IS38%S*IV564) j880edr) ('jCEXP 
AMfF8PmfD,131LU! ace044rQNZ! 66NRkgqt+OLI+K*1"R3, 83U6jr') *pMrTL#GSkF 
c@8HD%%45'PN (3AcQTPGOc1[TR'K) p) !P—-!) "LilLkIPCiD ('L° XPb-%+) 178165 
YZdYCh3D` LON&45GCDc4@NbiY1cRG!CM!a%G!HbSD, 5c-2Z0*1k#@43e2+QbaUFi 
QFh1bjh39S&*1HXiC, A# ( (Dc1l* f [E6ZIVb+F #PVC4GJ) J1d15Gd%* UVa3Qd-P0kk 
"LeOK+YE1GdSd#NMPJSchA5qd1) Bi (C6ZJ0'!GK51I+#5C1VT [DD+* drEkLGdé&S"5- 
6b6eeSXZeX0YH#VT* 1LOcK* (fXLIIDcCY3X#8JT160S51@XU (Dk+CKpTT@, T (4! !#M) 


ԶՍԾՎՕԾՕԶ 


Page 12163 


Net Yaroze newsgroups message dump.txt 


$Z$kk1PB1Mq5HUK (F-h1'SB@1'mEe-B#cKPGA[[1kIm2!ml1F#KaqRiZ,amj[0Or' 
kIdq$'cRfX'VkIrJ18r+) 12YLIMbYeEG2qgF4dHA [m(1F!EHLGq!) KnkSKP94#9[V 
E1LID@ 48q"Q[1&14 [2£X) +ENKD2q* OSR"eC*LF1'4SXj&CTY2ZQHOSXjCYVSZS"** 
T` 5ID"a6U* al5Ke@SUCQDp*T (%b3 !MOfSPRQeMG8HE22Z29'K*c8° #31 "CcdS@X$d2 
YZB [0 jmK6LeHCO1DNDMpC00 3 9UF98bfbpF"51T* MP31'Ee#@ (0e9jHZ()T,')*8Y 
FbD6881) pGL#G"aPkc (U"S—qfKLD3L) BOH"NVSi3"+8!3SF!iVemaq' ( (rLD#L (#rV 
Bk1, T6OM@Er"baqIU[!M#q4PrMB' (Q+kKZX [AeAX! 3iqAq—, 4NHGrMePGUXLEA6, E* 
9dkidG3&86r% (9S4i4a-m!)j*1[jZY&PkkGQ4+ilJaZJfLY46)qI`F(,c"2a[XBL 
Kqj!!'X8-(i1lLKAASTU'kg$S49!mNqO6FHGR2US1b1ULRrDI+Kqvi0fOV*C* bNilZ 
JRQOAAIRI31'93'h* ***prrfdF*J@!idKV5'SKB"!—-SU[kKKLG2bXS$D [&1M@*Hié ( 
LjS@&RS' 5SBMV3bFakNiF, 4ZNICC* 'OdJmV3Rr829 (abY'k6@!"aiT’ C"4ij3hS-pl 
b"q8P@&SkKRSEc! dmEaS$qyQ"T11R@, ՇԵՄ (9X1) F!, 4p8) C9-@Mq+E) MH#aLc,IS1 
p9, &G3Q6VHPMRmIR [a (3iBjMHq* iPFd@8 ! a6QE4dNQHm$b2mQLa-#* &R&E#FIG884 
pJ&2+e& (q#8r (2ZXrPiM9 [DKECcH (ԻՍ ($!SB) $"RZ"B+UGKp9q@U* `b$ $KO"KUBH 
04° MXCUi9Y$MjcIB-Beg" £B*hG6E6881-6mBB) e-S$1lp, 8#1$$* G&ROm*p—3BEQ5 
hOYR, c` p&R-8iS&S"kMA"ASMJIrXm119qHc+IXC, X— (1GAJEEPipE6*1lq,  &JQd!K 
) KSNQL'#"SS$!K*KE! JY*QkcRa*fp!KNSGNK"4° 31) "#NKGR* Z2612R+qG1J3%+@'Q* 
"BAXJAISS#SU'Y0O45° dO (REQVCPHGbJU+*NK3%Sm@° d@Fcf"T° 5C4&SfeKE"IDH"SS 
'+) £XK86BOV) a4 (+b&41cE@4&SE@3!+LCjrGC+B, *1la@5° dFVLMX53ApP"9dcPIU 
+2Q0TV'1B+8RTq% (8@f [K*, X2#° FIHER"CR#S#MKL! ) e& (DUBPMCKMBPYR2U, f#0) 
) HBL3!11 (eAJChScS"*GT, iN+SA3-J3° bSjJF%94Pd6) 3,-1* cX) “KCa6id&ZOC'S 
E!BeilFJQF* OIFIP (&T9@!"0 [E$-J5kaqr5 [Qkaqpt+bMp, Մ (M*J@$'%jEq, V3DQE 
0218dmY jSDHkP"4qXr (MH3TaKi-BC*M*i28&06NpG01MZ, $6M(%bCal%e&,~Ac"d 
6SGdjEp— (4bM (@+M'HHF4MhH1F (!hUSa%&jMR%Bm9,b!a81BbO*bf8p'fd1lDBRLr 
L8Xb2MrTDK* | !UG44rrqkm 1)Է,5,1,-՝ ieID1@80"6V8d5"RD8pS$G5DFCePD"6r 
9V6XSHG*V9TF81EFEG"cJ1JpKQOMCiZT+3H&'%CLi+!LFbO6RC9PJM2N` 02TkJjpJLB 
1ZTeiXFG"aMqA'EFS@dOQOY+!B)8c8qS+XJabfDDBGHKSJRh4b#1@N@LO0S(I`DCijE4 
pCDS%sMLLQ@`Fm5P [VASTHHc"`M69aSsd6"4%sK-iJdq2XHkR)B+AP1-1!A9"'"JQJa 
pC-56%imDQ&&MSM12", Td@jM!J"*C`ka'i#L*, (@Nr` 'UB"6Sdall1ZPr (d9KRHa | 
"—SG(b3*N*,0 (c15LbJ9V-M!fh5e'TfdUb6Ni-dOfcAjESE3TaA-'*aR-8BR&1E5 
Jc%+Jk2 (!iqFq#cQJCbTCc3-jdTS@F (4CbUA4ic)4cES4iUQU5"RJ%S*+B9r+F9rS 
Tm (9NVc (SFC34+EpqPpbOkCMN2m&aJ)mj@q9#GicM`dNlmšiEabKjr0)RCSaK+Sa 
((1*ShM50SjdkSj,e& (mL@hS$SJ56-'46!FCh',D266-+Q1@CZT!F3jd5@AS&-'-—56d 
A"TK8hbp44r [60mhp@19TNi8iC jb" (a6L25@DU"rXc8kqPqJY & 6K#Uap3@! 5Ք354 
+E3EQ@LO#!C1JE4S-1M&- [KeZBIS6PX#C328Nd° QO8U3+ETZC5TI8bJIC) e-TZ8ei!M 
Ր €&ZMLOCS !P#BLOR1'*@*G!G"J3XiBYbBJQBb*hilINe') 0H! 8ISTB2&0!-345Z&E& 
3)5`%5c+3!1Fp6F, NJ3p6`,Mka&)hJH$j!m("86pUF"$e0SjH4Z&j3!h'#e4RH` լ 
$0*Z0edr, ##8ZimlTrG%3%G)J)SGIB4ZRJFIN[83!, (a%"qec%!hINE6KBJ)5`d# 
Q(!3+'RkdX5#9#0BB3k3'`*4p9**"aBIMAL`T*Z&'dJiX1+eaB6F)I"cGjEPEiHf 
J5L4J) 9, chR) mS, a'i (04-2@hp5#L85L&3@iH"Kq3!#SjJq51AI8i8bKep (88IY*9 
` !KjbL ( (Dhp&é SUG (ՍՍՀ) *CX! K*XLGMS fh1J+-Nd&caJTkh1!+EP452UZbeQFkil 
8b* drNk5GiAFIP! jJSFe& (mE4*) 08) iS2Y*EB!K* f4XID5YB'd5HSITYJ4YcLTbZ 
SaM*el10,r° 1° 5&TjcP%piSL+FIS9FfROST2ZaviS*! !D4bAP* $1—-krPc) 50Ma) a9a* 
9 (,D1#P%KbofMJrrAPY ("C!"* fMJY-FEE4` I"I,D1#Q&)MD1aSD) "YSSOSrV1!0Si 
+0!e& (m64) VD'HXabfMITR8#VK'hOHGSLE6R*m2#i+) 62Շ՝ k[* @GPMU[al2f8FiR 
SHS jp6 [N[XB-QQ@RS8!'!TeHP9!21A#!1DSM* I"Va* mS5*Sq4p&KIYPq"T8VB5SA 
NCb3CIERNJe& (fdjN'SSrK6S18) h8SGBkK0eM1J18Sa[ZOTEJ—* S'JT-aMk'+h1Y 
+C@MZZ")+N!""P'KLcKe#IfJcpr+e0rK3a2*JIRmBE[+G, [["-9&DRP!8J6f!"S!c 
MUNmK ! $—b%ik3!!KG) ) @Qo0JJ-qHerAJ1FPRC* cYJ3j361S£MI@d, Oird31£SMYL9G 
(KV [B66+41mE0Am1lrje9rlir,m@rh ( (MIXOSM3##&LXFR! YSfJ6dZS* mBOkMIXAr) 
+E3SaB'* J#b!$) "dP9i (pralbq"rATVbG1INEa0"h4Harq6FXX3J&L——° 8!,A!kAk 
hjF#IZ3#HRD, qA&EUZbQedklmJ4mI66DSFh4S3j3Z#1500mSl[q9rU[T5V+Ie [Ee&K 
hY (N6UV9OMSi3TV ([d@b01UZ! 4# [X2UMPZ9@X5ji"b504jJaV) Bi'JQSb+DLM1SA1 
FURd1*Y'Ri-dYELjJ1T1-YF25M3mc9r2Z" (ilr!DkPV[4GJ° LUVMidSQ* 62d3MR°* 8 
612'XThHZGEMF [Z1ik'* kDSM8bT9PB9YFDb*° -1SmI8jhLI'X2Q0°M(R£@!1XO"Vghap 
6VjlFeA+"`"#GF@q2Dh (Y9f"Vmali'Gq9Ic[Fe&qIJIJLBBB6ShmeASm#54 48+SBt+ 
', Bq, #UXINPR (P&PP2UXNcm) Տ-150"ՍՏՔՇ (H-m (NE) (I-i55b#) "mbb-j%"#63jQOi 
h8Di'2C-', TZ+'kMSXk4 [Q@F+9RXi!* *!2GFd62H[m6"MA! 5a—-"4kpJMek"044rq 
*d) &rP"p[2ajXDM%* XpmG£L48f-I+j+aV+EP f 1MbghXEHOQp#a’ UEal (GjIkD6£B3 
qq&bFL#48f9ISUqVOBI 9pACBF* ZjOpfGp-mk2i ! @Ka4SDZg#eaQaFUm#CJaa0Ce6M 
(SD11J° Z1@*J) *M’ iat#m#baYEX* LNX) TH612 (f&K'M1B6iDD`d8Hq##E4`JL3j%! 
363" 4YY44pP-qgKct+C'1NjN!"ZIKSiM@1HDTb (1m! 2+3%%UF (43eRAD* AkOI£041b 
JPX (3S2mBGG3d* i, 1h15GPS [m3UMKi@@X[1laQA'Lq21bLEréb"6) 'U"VV, ' (M! hZ 
Qddk6@MOm2'R4LVqJ!h) eV13!*Vk#3MB"VRd* 361515 (VX'044pal0C#GUt2 (6 
8S'E46KU'''S5XS1b2XH#0XA"ed* 2elaKk+frG3Nk1é (Pil*!!PBfZK6EIqZ%VJGd 
, &XHb) OSMG3PMR+CZKaa2c'KRX'VKAKQQTe& (dNV` (*-lmiaF2r58f-6r"V) 3KR 
k'"kKMhpMk"IC! !VAIM"rkA@!"35) qqd+*L+'J43mk2IcXcAMh5FrONiQl@g9IcS#6qjG 
B!eT-VeXrN! !Vb#G688HGk3L)&CK2M!Ab62C'5` jqiP9JaSpqPbc"&QK2P*A*'*C 
R+3D4+Q9FL"PNgk*AS$, 354kQB-U'iYj1qXi5rDDX11rmBDj,,,@AAH6,MBhc2Ta, 
6"JEem#`MXQQh21Q0!2hXY3j!!1i"d84Mi&R"PNM#bqOLQJ4Eb"V%S1"c8S1EFE[,q, L 
h5$NYXF5cJ,J'iaGDJj8YMR`d(2CbrLB[G3KCDbfZTPahPpC80PE6-1m[, #2PmDK 
[NMBJG63'$&iS$Q'bbjOBHbZ"kB2&SEpm&M-+LLm&Pi* XdHAh&$1, i, -Uq5cjqdQB 
Ghi@é [PrSSIj2"Ce((D, 'qNiA!A, (!EC2!!pHm! [8)) smhKar4&jC8-T#9@IX1%ST 
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Lr1lK+aIT3TXA1) eR2*M5Nr@0HS$+3NiéamUrfr8*° U820HFeb&8—-P#G, #RSLEBQSOF 
+apRTS$*K, S#F5C3'k) -ILKG#KCi-*) B"Z8qj (QL44* j+2V2%AM5 f-pRLaqGKPVpp 
T"![!S"ESSrQ!*ajef1lD"Eb, kKK5,bCZ* R(RJLTSHc) ZF'2) eJ) SXZBY [*mR8 81k 
£8xr'C#! 3STJYCHKDSJilP-H[YK1° "3JYqPS@2RjA%S#8LapRTF22-FKR KQESIA&6 
hDjUrQ54mU-—b+cOXTp"JH2#ZXiCckL0%!S (J9JFCaMr0J0%Sda (qrX4° JS'f$Y"em 
1HQD* rZRR525HDLM1LkCp&RSiHA3FG23H2Vim3SRHEe3Y@ (,)k9RP!2Z24[XH2ZFBZ 
kKV"mT, NI*cAS1SESEeF, CEk+&mD$', J* 1N3) aK@* 10Cjd0BCh, 1&) PR4+GKY3&, 
10k6 (GTCk[ (SmhcEDMkbieP4j11mAZ2&c9r3c%—-pkA["#!T'epk&lEhPL+["b%!LP 
*LJJSI+mP#`)cFqK5h`S1k6C8B'GLHhJS#-6"5c, (V) ! 8ba&#881r3BZKQSA) 2, ) 
**@J32m) @K6!"QP1AS%`QJ-X` '#Ua#@UG@9*-SPkS,FZCIj[(!M!) #UELO'YcI) ԷՄ 
%-jd[QM`" J4VFHN! #cKdbBX#P%a"JAP*QkKKB!FC@!YL'G) R#* dacF$*SG-JpE%&"" 
21062" (U'D"L@[-hLS (1R5+@qQ5+2TcSSJ3NakLUhSmk1'#ML8D*) #cJfE&S1U+1 
+'G@+@ (#FKN* 81SKkKHHNdHF) —DiZ—R3PM#* $2!b!XF,*#-&KJ,,5C*Sd8DBM--bR 
0* IScS-XdBSCK8rkPQ"C3'-@!PiPcYC! !cPVFGOcjP* Pd#TO-bG*UFFSKAc20L"r 
R58) U) c3TZ"1J0, 1KDKaXE-30@X+@* "*CY1!,2'R1 (bD&q&M4SdE (f! fSTUOSSE&H1 
L4beS#NSJJEMmPY) iPL!&S5F ('FE5aTr'P@4M5K-—*3#,SQ"J365G) KD! NMQ93Xd4 
KQ (8ii++rFH2# (Lp-SBBMNFT! 53RJ1SN!FKYP&"p*i@8D1%S1!' (TBGCRKHi""DY 
XNT£QO5'ciddKrrE! Rkd-S#Q&HffcOYU48P5%f&'R! "MRKQU-YS [d&"+C12Z16bméd 
` 'KrDJdP-q##SRCN9a !hJ8P+N#P5Mf&` 156) dEFS3!al5&6"—-R390 (h`F2S`D2, @ 
IC&R6KJ'-ETUdBal24rC,m!%EK4MC)-F*2)C@U+AjTU0O("je!)"XL!ii8+G4L3jSH 
@Nk&5@Z++ (GB9&#UC2S&mP6Y1SdfBI!B"91)1+BIVa+-HN1*I`qV1K1[3jCd+fdRG 
0S(XI-(*`1M"1NIUab1BS3`*aT+(LLS!1G!c8Nk*laB19C-&G5b'*a0S-0)!bD8! 
*S!c5)K!43SBi939HsLX`D2!94-rM96L"PDa216McS)a!4-3U'P8-RK3bAm1l&5%N 
UMq8&#F)Q2,2[Sr@0TbS6Gd!T9&PL5Q (b514#d"a8P-,b&(rr`!%)aaTV!VU-((S 
6PD$S`Z3ciD"8P!#KNk6#dRq4$SqS--PH(jCLBKILdaH2Q@+"Y4%3ie[0&4j+a+9mlb 
qU [aE3jJEa3aVH6pX@a--ab@1lk+RXI2k2ba%j`q"E31`''q)aCBe#%r$r6IlLO# 
q$5,kC[3e$cSGjC* Td1*N1k'B114B) [5$8!XiCC1IB"5r&*!!,K1R51$k#85*8rj 
Ar0OrRX*Mb,)3!~m("&+!) iH+! Bb (16@S1XJ&F° dU3! #E8%F Fhdk (jkJUS8BRq, r 
~@bG1C+#) "q'd&Lbe#+S2S'#ict aJ#H+!6F!Sm3!0+! 6ESFiSD (!O0X#GQDOdYB8 
qJUR6i9f-"3G, LO1KQ,mN') Bp2[r* [crC&RSi#CAS2+a4iZ) bOSU3XON#DF 67532 
R-S5%aq2*#iH5X&+SKNk%26) ° 8N#S55N"5° +) E2K@cb3'6,,@8S*j53*rmbG#T+!5 
b) &6"e0aKkF, E-&XJQK33UC3° !135D#+6 (YBBRQS@6bP@52Z0'#C!6—-4SE° **K1DU ( 
JiB[NXVi8%G—!*3dV"S'PB61b0Ua[ (j9MH2h9T 'NbhNm"MOQ1M6I-AX) 9"0'2%) iP 
PJBGN2YBJUG@#2° IQJUiS'X"!R! BFUKReE33J!a5*j0%'+([c6') &Xi° ONpO+[!Q-I 
164034638-) p8BK (FD, "N1bCEp (kb43A%"qSKcS*- [%kD'JSJOJDHE& !DcNcb ! hcH 
"PNmM8E2"Smih3"SL9%$1k25BiiM-1J"a-mSHU8SNSd0° &X'0*B(S'!° 6'S"IRQQ-A 
b6CXQ!Nk4T0%V%s&0#r!kl!IJHL`p#Kda&OO0FRX)!J(+Cp00` !ML4°,S,2Z2(9[+k3X 
mETNUUHBFGa5 6UR4*Qe*+*SL+55hIUN! !PHEOSKNMeSLH#TTdd+1I8814*S!1I'6B2q 
-8U#` LeK*d*'Sk8#1-TNSF) !S4K9NOKcXfOF ! -OcXCaK8 8kKKY~ 9UX) Vh` ` JLM3K 
pKfaMOT ["8mm49NLOYMSSX%b* & (OQYXBF#R'BY"BCOYZ* ImHSrq28rJdRS* Hd* fk# 
@9S"KAZ (LA& (RF!5—-!SiSF* Mm&'+* Sa(1$Q° -c#IcJe-aNK-a3J98*T8&C', "riR 
#BSSBER (SI88é&1hS#e##OBE&1 'QO8q) LF*#5RSH2$2%3''BE4M* 35LF"S#k5R9 [Jr 
Ub (PYSK83F Xi 8bGX4083STjST#$4m! aPf je$3mT jf£XUE4SFRK (*kIZ* q@J#Q* "KZ 
Q!-14+B!Xb-JCd1U' &D* 20SFU#G[&Ui!NI%QO!+&r6"pZT!Q-a9dH3!,9!Y*hI#U" 
rJOIMT (,H1[i9!Aa'BROer-'3!&[dI°D'jJKRcem6—-D2* rf (C8 [KK' 6-ET) 6*pcdy3 
(HGQD) &EQ) 64M+8pMaiDla (N[-MKrI!H#a2FBhjié&aC) FigBJ" (fcfb"B-d!e'"9 
3bDFFUF [SMb8eL1V!RcXk9*dS5XTcP36mCOT#8 35FXJp (LqaS#+LGSpG41#Q (+) ON 
` laK£C-ATS£p%qRLB9!, #B6pk%!RM(!* BD#cKPST+0) 354T1% [-$b36rAjGS—* Մ) 
L(CY) iSBdU) a'KSdk1 (I3cic5*S#+K0) 425C) 64) (*d$h2+$h1!PT* 2316h—-CVmP 
SRq82V"E1ré&j61S[+A06D! 3UTed!M1S1'#'E) JAQ! 8V4cK, 5amr, GVBqcPXp2hSk 
5'6#r64S° BANrrkMHOC@p* #@H8i2531° j+RkSdVr2"PJ&*S5bQ° IV! 8S (*qgPrj"K 
8*1Z%sbU!l&TJdF+qGSrLS'M3QT!Z9abCqJb, 62G) MB—-BSKbY#LON++"A+KSB&i!A 
Zsmh$D+9*de') adVdM'+idi!* 6Dr+K8S° 6T9B*, 97ԲԵ"Օ6"2 (°° 3FINrTr5+B*dF 
(Ե` 6m, dPQERr) (X-$6&B* 92KIJReK5Jqk1r33F#+GRqQ#96p' #4Z2+"Ip3"TIKA4rY 
JR` $q-$r,") £XG-%cDTafD-! $&&HKQDN"h (!MPXqQ'CYq@'3!*H[Jd* ` pFarYKR4 
[83SmX-KiM ~ aHL4hi- (-URh&P8IdS"P8BS#IRJrP3+Ki8"DCcMMk'O08J#K%ScGjLR 
13@i--BXJc%*AD (PD!B#i6`N%SP!1fNNq"4-'J"Jj9"`,+JKJYd54j)"ha)BG$d% 
#* 9SL3Nd+4Xd! B-j#DOpMNJ-JQ+* $%+@%B2+BSE8, ) 4clraEqG#XU-8"L@Y (+%9* 
9LKpSU!S!NX3!N!!LLDd*S!JPKBJIL) ! 3RE@X3X1-#L9OK"Xd!F*C!!SBCUd", #'%S8 
NX3a*h*29IPaBe (Pd! #6XP''cj,Y!)FbJOI!#R-a3N! 11, (IJ-&N#amr-8p$`'ZD 
T#eQH!MC', !-9JeY"Jk (DBp5Jd, @"aV#VM1S5Mk* ', Pp&QqIFX21J+3 (SdIP*,ail 
"Y) "hP (eZ[ (D) XI-S3RI$jTJatRqq) mm2NC2$ 41ZKE) CY* 95%L@d'**U[-j[J$b 
'C (Kld) *2+J2"* QZ) "501617 ( ($3) KG4E*DM*FE5S&RG—) ZSh5'#&! BLSSV) 2@Ct+ 
OU3Ic"i-1@KBSQAMJSeGS1L#F8S"TdFf£G"'—**i XE'HRC, qD4b%8SSeL'"KrT° KJE 
KD'*6° rD#!B@BTbaM&ikEcjK (hrpaV@d (q"rUDSd (HSTIf£Q&RKg* &K (c&0-pRSKNZ 
F'4CjA!+USMiaLdb4NK* Z4UBFSNE* LV (dXeIMrDé&mmN+MFUJ8h! ("S5djiBTb*e--q 
5Օ (88 (8N1ZiGC6! rVKA9V2@KQ1$1°M9Z6k,PRkLBOQ80+59CB'fMefTS5SH[+) #DSO 
iXSkaS$*a!-D (8q2*d1USj+Z2-iRaDDm0%M! RdYpUI1L#-3VY6Vk63crf1I+[f&SRh# 
d!N'UScCASFZSRUIfSM%0e3df"kq) akP"BTUGXSXfdRHMYbCYAS5Yb*, 'Օ56ՄՕԶՄ' 
RDO8, #8+i$i-ccqM1Qj, $K2Z#m"8m!~>—-Oi"biLTa-N!S$f@",,#D!328EEKCZ'il4 
FO* cq) 2R!RSBKUcA3cCA#YbOM (| @Y#Nd, qlJUOmMJ2VKRRX+iSK-F"1qZ(!BC"') 9eV 
KKXRSc9q° SBi!N!"U[BOQ[3i'Z3QDRk3466dRARPS%BOE!Q'"2q9Icr* dZdRrIrPM 
RhU' 2J-XM&PLZFZ%1DQ6, (+-VF"TKq"$akM$53a2 [KZ!Bj1T"BNA"! 6° 1"p#qpb* 


-- 
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irm"mHV’ pO’ FFS—bS*ILFrB4mcF (qbSdR&k"M5+*iC2) !°1jC1LhHS"'*TaN6é#jc#F 
X#CKJIN!S1° cXSFDGF513N'SKS$"aa61,4!'KfBXHJOOFD"QO0C [b-LPfr*P6ZaQB13 
[bhBcb (D&l"f-pbl'DKf-pQl6haACPT (CN1'BeU1-UCf-mCf£KIL1aQF13 [1LEXCHe 
@ZAD5EK£C@6XCeEY#hXCecY#m4 fCAMXChcY#q%1—-RD53 4CcXC IMY#1j£C2EKFCf£KG 
"£CF9f-kaf-Ze@M5hCPD1aP1Fmp [3HkHEh8qaABcOhDHmef- [EKAY#hFK8C1FpbR 
CPKZc*1C#1TY4RZ+EH1aRJ1dpQZaRbRD&bABbpS @peRr6GM2V1dNHkk, ZH+04, Y* 
(G@£ORRCN1Fp$PZaRe (Bb1F, $KZaQYGM, [#@KYRBc%1'DTf-jpffal* ChXbHf%S2E 
Yj 6Y#HXCHmS"larhZIY1ZH1k4mDrGQ6Z3!+M2EYhZi8piGR*GM131'AYEhHZROlar 
ilm[D$hP9Zj) ie513Yq"NL"'#) $B) S'0@31Z0V+KJi@5[pi!Zr!95Gp9!+ccJ+fe 
54r[Ym! ZG6N, qKQ° &cSO0ISGb! [B-#mLJ150YQJ-NcqcS3MbjCé&m(B8) 5+Q[) AKiG 
#'5JKEi3#ihLc#&rf5`3m*![&V3,Cp%[fj4R)3XqQLAP6rU!VKC%9N1A39NRRB8I 
BG*@bHC*j@Q[XYHCDGPZ6PZ4NT15m6,F,,HTPXM,HR5BP*UjAimYaCA&T*P*Q@3jEM 
CEbmPNCEPCI&bAeFY&5JZPU+A+CIEdXQNr1T2FT2cCc8Rj+6dC@HP5DQG@bTI@bh,bh0 
Ս) 9SUSTKLTU*G4@e&IPIKbIZj2e-RjZ6rdbH, Nlr, r6bGTNqNbmc*bTATeSb9bjA 
1PFLO* FTdY0mZQ1@QkES2Bk$1 [3H*d (Hp"fI3T&kS$i@8p[+GrP, I+GYP-hP+V+h- 
Rbm[iNRKJIF5H, PréNqTPmE+pPPHYbDZBbZ5TZA6HK6H26EM, 1cT—hM4Be40+Q06@B 
d9* @G*cF+2m$+1lETF2+iR5d1LTqMel4e24r"c&0*j (41MSrXp (jl4m2Sr@bhDjE2 
CLRbDPCEE&I (UKSLXQHO8V) UD (a+cTpRNkbE98M3a` ` [BT-hOpHM’ TOA UAV1[rIf (B 
C6OiRMI9OJ1VpkedR9¥e-FPc8hre0m'4'krP* PCUfZpE'c@L3&1, 64XehPYh8EDOI (3 
&dABp ! $BNeRAm[SFeVYKf£139RH5rSaj2H91cVpRt [pj @I3cH5Uk £09 jA"NCh2aZQ 
cX1Kq,'c, !D&EaBG4cB9ZEKROB3° !E!Cb'Cjq4K`%j#!h#IS2G4[SG4jF1Sp1 (8F 
LAmSOTEfpf91, f9aFE5pPZVOQAG1'ASY, DAZbZ, VC124AP 4X, VSpjJGE'qVEUp[CIA5 
qRZF159R9f@& (qSRXreGPRY) 36UjJAIFAIF4" ' JMU’ 12! Km6UkfOQ1LHKYVOQAVED1fé& 
eFef5V1Y [X+25GCCGEIGC* 1XiA@*> kfqPpleXciRCE'1[VZff&hp#f [V[CE&SZP£OQ 
` ZVECh8 [D ! %£0ehYeHbpRhfc [VVZkkEDkj"+Ah&pEE'jYVfjPkB'-Zpf@d[V[Bh@ 
cP j-Smfek#2CAd[C15m[0PHh* C"Epp, [YGG1L1AfhF 9GF (famk (dD#@ (deNEULCDA 
d[Bf£hGh8 [AA91G4TGAd1NfAH1 (BE+fZE [BpeA9eGP 85#qf@bPfpf"!Rd[iQéd[ED 
D@' [E+pk, Y, VZpPHpp, fHZ#9@hGAI3%DPp jGAZc, $H1ZpRHGYIA' ZKQUccIhCROH 
EcZ%B° Ile’ Tmej[0S%, rC3!Acd#rh3Taé&Vp '2Nq[ jIAmXJM33) mCErXrUidDVb8B! 
fESMQYMCX53%'1, 6DDNV*Ar' & (TCArk9kdQrNcK [ciFR&Pi@@NIDRILF1bDkPb1OF 
[VB-NS$, rMGKEE (U, kAFAYeEAee, ZEVCKbk [D, 5"&6EE5qf8 [ZpPFh9G@h'bf1Yf& 
hFAhHAJAU (LOPG@1SCA' [ZVRVm1lm*K4XVbkf-[C1, DAYaG—) FobSaEheX%ME'THcZr 
SA9Gd6"rZ1DpemX11VULr%—'S&phe jG-HAI2ZK"#@#, F° DVHXcYFr8Gkhlef855P% 
&Mbm2 44UAB1*"cU5hhV6"*BbpR, f@af (15Ե, ԾՅ (ո, ) £9'£GGmSXOGYOMVJBD!iPb 
UH` fAGphXYLq4Rjcj4F&'b[EEB+cTL6Z*KEQ11b1ZEUAFDkfflaZYKXa-U*'jILIL! 
VP11£1Zmf£"SYRXYEIGKCH5Upm* SEEZJbOZV18b1Kp!N6 [Jc*&rF* YeRaVH1%dj33 
65P 9U1-GaXYTXER5#* "p—414'1 [NCkKNXU&2 (i1RDKZ[a0&Y,i6'rSVH cXYmPG9fE@ 
afGpH13Pcj(FJFRCD6X[LD, 5paT2LD+dY1lcq*SZelAYRdJPBMé& 8H, VVECKRBSqJN 
ք) Sm"XS#YRA6HCYVMAbpPVCIGOLrGKm, 6MEVB1#f [HkSD"22Gh#55G3 (J-T!!` LE 
dehXEQk [DkZ5P [hY1GL8pV! 81, CLS-+FSG*h* UCE, ZjHY&B3cHGI£S$ (4"307Քթ22 
id[4CV9@° FhHE#Q (XGTIA3S—e [BGhFpA@9eB+%mZ£Y° lqZc[* 9OVUjd% [ZSH+NJj [6 
11Yé&E10, “Fldic*f!S6GhHASVXh9cR@4f [-lYFre*08DB-,, *YEXrQhHa! (GheER 
FZd+k, 5SpMGAhDhfZY, kpVF1lmé&b, GJ) N11 XK@qfGERA* @@PYHfhGK5kfGa'PfASZF 
(Kk@' @m$Gf) J, EBE"m@, U5VV*% ["K@4m(#TDI"* ZNPB1&d-H13DRT* $G!"L53!*P 
8365 (p"+D&-Q'dck!#*Sb5!%SI!NJ9k+V`F,+!)TC!b8`99!S+6S`#" (L'5DSrmPF 
LXk'RMeF8DAYCm8D+2&)LNaC++NLTBT8Q6LbNA348d@9Lk',SSUH,Si[J4CD+SLb 
mA`B[K49-A54G, &Q) UU, IF8CLkD+A&9a9NQDLcFAGaCb,U)Uf, laG6&e8@HLKZ+Z 
Laq* &AaGC&eXAaBXrér4émD, qQ+C&B4D#+aLXSZZLd-AAab6BY&&SiZ* LGN@PLddAB 
a@FAC4DH, 84GR& fNADaGY&D41e4G [ &h%9V&UB [MaDU, 9a1)Lq6&mU, ZB[PaI-LqE 
&V) VD+hLZ)VO+kLeXAG4Dk+1LqG&ViYK&hF@aLf89j&mq+pLfF9p&Y)ZmLl1f+rL1l 
k,kSAITa6SX#,  ) Tm9#, "L° SYV&KaHSé&p', qZ, $Lm+, kKSAPN@fLrYLrZLrp4BxehL 
QR&iFAL4I8LqVérléZ) Yc&rKépD, aB[ 'La[&im@0&ZSYh&jS@mLAXAL) [MBYpé [i 
[Xal j4H6&rR&Malk4F#, JaIDLrpalELreLrfLrq4H9érpLqjépf, bi [-Lap& jXA# 
Lmk, ci[[aF1,d) Z*éq#, ) Lp',m-AT4F@, m8Aii [b4HR&r [&ra&rc&kNAr8AjB[rd 
A'Lr0&qH, eB[@LpH, ք) [d444FH, fB[daFL, fS[ELpb, NaTULrA&qb, P41YLrGérr 
LjFAZalI [LrK&c) [ialpalq4Ff, q8Ami [HLjJdA[aFqtM'N9R4I"KS5#f£9ITApCe[aF 
rr4mEqQCB@e [FA0eVB1BPSY (£f'NdZQMp2, kVUmeAdPA'* SmOSHSNFb+RNeERK IGE ( 
LI V2° V-JM33p#S$q"1k2V%%Ip%dPpaE$m[* Drk2VI4pBS"i0Hd, IelļMk-R%3`a*M 


A: 


4e, VZSR6hPM4` Vb$J!!#!4$4hGhF!H)!)#CF!!!#!!&L!!*!1"`!)F*F)LCJ'N!# 
3!) ! (P3CS#!!!F)PhB)"h#B!!KjGf#)B*H'C`GfKiPh#3!(#)GS#)J!J*!!HB#!N 
*#!J!IINI!IP>#!!)#!L3!!!*!IJIN!!!!*!!!!L3!!#B!!#3!!N!J!!!N!!!#3L 
31*J!!*N!!!#!"N!!50!!!!!8&!$%N-%P+D#ID"8%fp#I4RATkNqR2kCkdq[2kj 


pLIDRh*pfIHR[6hTiHRe0+jdl@asSPCVk&R4ZerPR, X1Z,1[ (H) irZB[MUm**aB! 
Q0c) X4Qad) 4) QHIP (8Ll'e'j&q1l(f4hiqk2& (14 [aiimNHD2cMp) r@24 (14kBrQ 
29 (p4rFHb2rMfalD6TKdi9-HR&TaUC&—-OR* TmM&1A6i kCPIE6jUD-TE (!AZ** GRG` 
X, #3B(B()R,X5P°> m(CbFV*pqVRkKZPYCp15 [@1YcIUUc1 [@ZDP@AVhVHaHUXhHEZVX 
(DFTc'J [b2abUeEPFLYm) UZE9@CGkZYeVeVAUVh! OHAVGCUEVPKVRAO2* ( (SPMBh 
Iqr`H+rRhqKIqLrQPlJi%sX+Q@! (-6SdEYf [U@lcrjcm[lralhqJVLbfj8fE@ [X# (M 
el'EC#Ra911AmJ) XCpR1U"'G+'d@, -SbPP, 2dpES,FrblHY6r''EJ-[HIrQ'GX'I 
8!!"#!!#1111174àa311111111111S!!!INRI!'CUKi#)J!B!J!!I!"JGi"`!!11)! (J)! 


AEeY+f0-SpDDjB4aVE (SdIfPLONDJi5Y12rmGr#0R(1ZrmEI (K`r2KGGhmZ2TjqI 
frh (paXx*m%šphIjr9ebPb@ZZM[mr6G'BTqFVrL, jCbjip-EGSRPlbb[RJL1@YU+S3 
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T@C) acl 4R@HOQQ1AY& rASGRYM61 9mpSK, 6V&+Z) 1Y0G*aceYBDN! | (EhR'FXTpSNp 
, 8CGNGOSU1Debfap6 ( 9RdR*k26Eq9-geF IEHYX jH3$R2ZHKCd’ թ (, 7 (+RA28 405 ( 


!!!!T1!!!1!1@[rrc2rrrpcocrrrrXJ@`!!#`,!!""JJ1!13J%S%S!&%J!"6KJ#R*PB@4YC53 
dH(4K!J!#!&4&@&4CEd9%!)'#"8!111)!9%S9B9&P[483!JB)&3!#"JK!6#DdP (Sm 
1!!3[!!!"J`"mh!+ON!!S!)!1iB!!!16S11)(`)!UDrJIr`N!!"!!L8)IkS-i%S!15S2 
"!Sa)!!SsKJ%s%!&'"p!!")!11GJ%S%S!&%SJ!!If!33!8J',rm'2'!!!1`i3"1-3%!4Sb 
IF(GUK("M1+!!!18J!![0O!33!81q!!!#`S!!"!JJ!mJ(i!!)##rr!`K!!-B`!! ! "S 
!S!b60C@GJe1S9SOLJdi!JB)&"!!'!!11J!!!!)"eP[Ed9NDA3!!!S!!!1IT"+3!!!#N 
!!INDIE25f#FZ1!!!(!"D!1*#&4N3j8!!11'N9838)!!!!Q8e45)!!!!S)Skrrr!)' 
#"!'fKR`Sl2rr!!!!&3'fKR#rp2rr!!!!(3'fKR4#!!#!1!11!1"3!11111111111!8! 
!!*211Q!NOFP(H3!*L("`#!!!D(D(QA!)Q!J(H!J!!(#3!SC@4fC!G@9&"99QGf!! ! 
!#)!51!1)M4&999J!'C`!!!!!!P17U3"L)dA4N9&9['['!'rE'V(108FILYESj6abT@ql 
VS1)M RG1@8igeF j£@4q[h'V$'PdI$4 (9£GRa35m2ieaYTbS6C" (aVICMYV’ > ijc 
aMkAJ'cP5rK1lrllqqhSxXxXxXm[ [+hdPZR (IVrp&MhDrapG2MepA8f1Abié@22T15M' 
Z1'A"* SeGrGhIeqGAq!Hr+U) @-LMJ+1I5rP6'U3TBardVDAjebhk) J 2rH[Tk3!&2 
ILIPR+kk@E5%ZbpXE1F124q23U-6Zmp-rE2' 9ZF5aYhdj#k2,A@hLfbf1jA1T4'Z' 
"U (k2f£HAfRkajcPRaaRN"TLMS 4) 3%TdakG, RX&a4E, #@bPe-qF6 [S&E2DXMPacUb 
8, &-CN4-p` #1P5rG& [SET* d4PK+fHJ) KbkZ, 4" Va (1pR(2-DH!2211-*AcZ@TIC 
Տ` HUL@JOBS'r4 (581&, hIdp+kpXfHpU0* aPE [RYih$MTF4i521RX-#jcc (4AQ5a) 
E"XR [PbS (8 (& [SSfeeil, TKEEU#¢mb 3 1DqYpeCE3N#Z6fNq4drVpr+bcYVKcaTZhj 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


This all sure sounds unkosher -do you realize that libps.exe is pirated 
from the Yaroze CD? Just to keep people from supporting pirates, I'll 
let you in on a secret - that file is on the Yaroze CD, it can be copied 
right off. Also, I don't know how this conference is setup, but you 
would probably have to make a bootable CD. This cannot be done just by 
making a single Playstation executable. 


Peter Dollochan wrote: 


>This as posted to me following a similar discussion on another group :-) 


>Pete. 


On the hitmen's web site is a zip file called ya.zip. 


In that zip is a file called libps.exe this contains the libraries, so if 
this file is loaded up first then you run your exe then your game will 
run. 


Also though you will need the eco2exe convertor which I think is availbale 
on hitmen's site too (or another site.. maybe napalm.intelinet.com) 


This eco2exe will convert your yaroze exe's to proper PSX exe's and there 
is an option to patch the exe so it will run on a normal psx. Also if you 
find a file called combine this can combine libps.exe with your exe so 

that you can load the libraries and run your exe in one.. Problem solved 


>) 


I apologise for any mistakes :) 


See ya! 
Simon Barratt ( Barog ) - barog@globalnet.co.uk 
http://barog.dyn.ml.org ( If I'm online ) 


Coder of Project Armageddon ( http://projecta.simplenet.com ) 


Dennis Brinkhuis <macsuppor@al.nl> wrote in article 
<1d6z220.1m5tk4ql5hjikgN@al-88-125.al.nl>... 

> I think that a yaroze-game burned on a gold-disc can be played ona 
"converted" PSX. I have not tried this yet, but I will try this in the 
future. Anyhow, I think it's possible if the PSX is cracked. 


DEnnis... 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


> 
> 
> 
> 
> 


- Dreamwriter Dragon 
dreamer@sinclair.net 
—==UÚDIC==- 
--MESSAGE FILE 1912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00615 


—-MESSAGE FILE 1913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000616 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Help needed for a job 

Date: Mon, 6 Apr 1998 13:24:20 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6gadnrS6vn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: toulouse3-49.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I woud like to contact a game company as a game developer but they want 
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QrrmJ!#E*!!!!!!$`rrmJ!#EE!!!!!!$arrmJ!#EY!!!!!!$brrmJ!#Er!!!!!! 
crrmJ!#F4!!!!11%%rrmJ!#FM!!!!111%1rrmJ!#Fe!!!!!1%2rrmJ!#G(!!!!! 11% 
4rrmJ!#GC!!!!!!%5rrmJ!#GV!!!!!!$5rrm%!#Gp!!!!!!$@rrmJ!#HP!!!!!! 
`rrmJ!#JC!!!!!!SarrmJ!#M4!!!!!!SbrrmJ!#QM!!!!!1ScrrmJ!#SE!!!1!11% 
%rrmJ!#V(!!!!!11%S1rrmJ!#XA!!!!!1%S2rrmJ!#Ye!!!!!!%S4rrmJ!#[C!!!!! !% 
5rrmJ!#a$!!!!!! (drrm%!#bV!!!!!! (hrrm%s!#cj!!!!!!(errms%s!#da!!!!!!( 
frrm%!#iA!!!!! (rq: 
11073BAA6A80-- 


—-MESSAGE FILE 18071 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
04 


--MESSAGE FILE 18072 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac setup 

Date: Tue, 22 Apr 1997 16:27:12 -0700 

Organization: Sony Computer Entertainment America 

Lines: 16 

Message-ID: <335D4950.3CE3@interactive.sony.com> 

References: <335BC37B.5800@san.rr.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


David White wrote: 


4. I never got the Yaroze to recognize my memory card. The 

memory card is supposed to remember your serial port speed 

setting so you won't be stuck with 9600 bits/sec. I was able to 
verify that the card was OK and it was visible from slot 2 

(the Net Yaroze access card must be in slot 1) when booting 

the Play Station without the Yaroze CD ROM. Either the Yaroze 
software has a problem or I don't understand the correct procedure. 
Has anybody else had this problem? 


VVVVVVVV VV 


Please look into the scea.yaroze.problems.pc new group for how to change 

the comm speed. That message talks about how to change the connection 

speed on a PC using siocons on the PC side. I think the idea should be 

ths same. Please try it. 

—-MESSAGE FILE 18072 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
05 


--MESSAGE FILE 18073 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Michael Koziniak <michael_koziniak@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Tue, 22 Apr 1997 19:30:51 -0700 

Organization: Sony Interactive Entertainment 

Lines: 23 

Message-ID: <335D745B.52E0@interactive.sony.com> 

References: <335BC3A8.7F07@san.rr.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


David White wrote: 

> 

> Hello Net Yaroze team, 
> 
> Will there be Macintosh versions of the 2d, 3d, and audio 
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> conversion utilities? If not, I'll need complete data format 
> descriptions so I can write my own. Thanks. 

> 

> David 


Hello David, 


As far as the Macintosh is concerned, one can 

get Codewarrior for Net Yaroze. This is a 

development environment. As far as modeling goes 

3DStudio is selling 3D Studio Release 4 which will 

allow one to save out DXF files and convert those 

to the RSD format. DXF is a generic format so anything 
which will write it out can be converted. I believe we 

will be releasing the specifications for the TMD file format, 
but you should ask the Webmaster, Mario, about this. 


Michael Koziniak@SCEA 
-—-MESSAGE FILE 18073 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
06 


--MESSAGE FILE 18074 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0007 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: MAC Problems Running DEMOS 

Date: Wed, 23 Apr 1997 09:01:41 +0000 

Organization: HandsOnToys, Inc. 

Lines: 5 

Message-ID: <335DCFF4.5A5B@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I'm running Codewarrior on a MAC and would love to see some of the demos 
working - the only way to do this is with a binary file - Since the GCC 
compiler is not ANSI strict, much of the code befuddles CodeWarrior. 


Has anyone gotten any demos to run on the MAC? 
—-MESSAGE FILE 18074 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
07 


--MESSAGE FILE 18075 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Wed, 23 Apr 1997 14:56:15 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 
Message-ID: <335e2280.2300857@205.149.189.29> 

References: <335BC3A8.7F07@san.rr.com> <335D745B.52E0@interactive.sony.com> 
NNTP-Posting-Host: ind-0008-17.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


David, Michael, 


I'm working on getting the formats together. They will be posted to 
the files area just as soon as I get my hands on them. 


Mario 


On Tue, 22 Apr 1997 19:30:51 -0700, Michael Koziniak 
<michael_koziniak@interactive.sony.com> wrote: 
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>David White wrote: 

>I believe we will be releasing the specifications 
>for the TMD file format, but you should ask the 
>Webmaster, Mario, about this. 

> 

>Michael Koziniak@SCEA 


—-MESSAGE FILE 18075 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
08 


--MESSAGE FILE 18076 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0009 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac setup 

Date: Wed, 23 Apr 1997 16:47:00 -0500 

Organization: Metrowerks Corporation 

Lines: 24 

Message-ID: <hunt-ya02408000R2304971647000001@news.scea.sony.com> 
References: <335BC37B.5800@san.rr.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <335BC37B.5800@san.rr.com>, dwhite2@san.rr.com wrote: 
> I've got my Net Yaroze running on my Power Mac! Most everything 


> checked out when I connected it to my Macintosh. There were a few 
> quirks with the Macintosh installation though: 


We have an update to our PSComUtil program for the Macintosh posted to our 
web page: 


http://www.metrowerks.com 


This update fixes quite a few problems that have been reported over the 
last couple of months (CodeWarrior for Net Yaroze went public in Europe 
earlier than here, so they've been banging on the tools) and we have even 
more improvements planned for the utility in the next major release of 
CodeWarrior for Net Yaroze, tentatively scheduled for this summer. 


If you have any additional questions, please feel free to ask them here 
with a carbon copy to support@metrowerks.com 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 18076 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
09 


--MESSAGE FILE 18077 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0010 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Thu, 24 Apr 1997 09:02:03 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <335F137B.5CE8@interactive.sony.com> 

References: <335BC3A8.7F07@san.rr.com> <335CFE9C.30DB@énetcomuk.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

To: Ira Rainey <shad.dev@netcomuk.co.uk> 
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Ira Rainey wrote: 


> 

> After tackling Metrowerks and Sony about the other utils, I was promised 
> action and was given an OEM Sony sound converter. Where this came from 

> if Sony don't use MAC's in their development I don't know. Find 

> attached. 

> 

> Ira. 

> -- 

> 

Hi Ira, 


Actually, we use the Mac internally for sound development, hence the 
ease of getting hold of a Mac Aiff2vag converter - we're getting a Mac 
hooked up today for tests and will then upload it. Apparently 
CodeWarrior are working on converters for Mac and will reveal more soon. 


- scee 
—-MESSAGE FILE 18077 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
10 


--MESSAGE FILE 18078 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0011 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Matt Hoffman <matthoff@electricimg.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Thu, 24 Apr 1997 10:42:24 -0700 

Organization: Electric Image, Inc 

Lines: 7 

Message-ID: <335F9B39.3158@electricimg.com> 

References: <335BC3A8.7F07@san.rr.com> <335D745B.52E0@interactive.sony.com> <335e228 
0.2300857@205.149.189.29> 

Reply-To: matthoff@electricimg.com 

NNTP-Posting-Host: ip70.electricimg.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


I see that you have posted the TIM format. I am looking 
forward to the posting of the RSD, PLY, MAT, GRP and TMD 
formats as well.The Yaroze User Guide seems to indicate that 
these formats will be available on the web site. 


Thank You, 

Matt Hoffman 

—-MESSAGE FILE 18078 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
11 


--MESSAGE FILE 18079 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Thu, 24 Apr 1997 16:37:46 +0000 

Organization: HandsOnToys, Inc. 

Lines: 2 

Message-ID: <335F8C5B.3E49@handsontoys.com> 

References: <335BC3A8.7F07@san.rr.com> <335D745B.52E0@interactive.sony.com> <335e228 
0.2300857@205.149.189.29> <335F9B39.3158@electricimg. com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 
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When will there be conversion utility for all of the formats for the 

MAC? 

—-MESSAGE FILE 18079 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
12 


--MESSAGE FILE 18080 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0013 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Thu, 24 Apr 1997 16:52:29 -0700 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <wal-ya02408000R2404971652290001@news.scea.sony.com> 
References: <335DCFF4.5A5B@handsontoys.com> 

NNTP-Posting-Host: wal2.mfactory.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I've only tried compiling "Survival", and I got that to run without any 
source code changes except for #include <sys/*> stuff. 


The C/C++ language settings I left as is, from the NetYaroze project stationery. 
In article <335DCFF4.5A5B@handsontoys.com>, J.Brewer@handsontoys.com wrote: 
I'm running Codewarrior on a MAC and would love to see some of the demos 


working - the only way to do this is with a binary file - Since the GCC 
compiler is not ANSI strict, much of the code befuddles CodeWarrior. 


V V V V V 


Has anyone gotten any demos to run on the MAC? 
—-MESSAGE FILE 18080 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
13 


--MESSAGE FILE 18081 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Thu, 24 Apr 1997 22:07:03 +0000 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <335FD984.48D4@halcyon.com> 

References: <335BC3A8.7F07@san.rr.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip13.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


I'm willing to chip in on programming Mac versions of these. If there 
are a lot of people here with Macintosh programming experience maybe 
there should be some sort of volunteer group for these kinds of tasks 
(unless some kind soul is Jonesin' to spend all their time writing tools 
instead of games...) 


eli 

"Rhapsody doesn't scare me, my machine barely works as it is." 

—-MESSAGE FILE 18081 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
14 


--MESSAGE FILE 18082 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 
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Newsgroups: scea.yaroze.problems.mac 
Subject: Re: MAC Problems Running DEMOS 
Date: Thu, 24 Apr 1997 22:11:09 +0000 
Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <335FDA79.34DD@halcyon.com> 
References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> 

Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip13.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


I can get most of the code I've gotten to compile ok with a bit of 
futzing, but I can't get anything which requires data files to run. I 
can download the files to the addresses listed in the windows batch 
files, but when I download and run the code with PSComUtil I get no 
action. 


When I try to run it with the debugger it whines about the version of 
MetroNub and I can't figure out how to download files with it (maybe 
rewriting the code to use BLoad() on the files?) 


eli 
—-MESSAGE FILE 18082 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
TS 


--MESSAGE FILE 18083 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0016 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Fri, 25 Apr 1997 00:19:49 -0700 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <wal-ya02408000R2504970019490001@news.scea.sony.com> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> 

NNTP-Posting-Host: ppp031-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <335FDA79.34DD@halcyon.com>, gromit@halcyon.com wrote: 


> I can get most of the code I've gotten to compile ok with a bit of 

> futzing, but I can't get anything which requires data files to run. I 
> can download the files to the addresses listed in the windows batch 

> files, but when I download and run the code with PSComUtil I get no 

> action. 


Is the code loading into the right location? Look inside the makefile to 
find out where the code should go. In "Survival"'s MAKEFILE, there's the 
line: 


LINKER = -Xlinker -Map -Xlinker $(MAPFILE) -Xlinker -Ttext -Xlinker 80100000 


In this case use the address 0x80100000 for "code address" in the MIPS 
Linker panel in Project Settings. 


When I try to run it with the debugger it whines about the version of 
MetroNub and I can't figure out how to download files with it (maybe 
rewriting the code to use BLoad() on the files?) 


> 
> 
> 
> 


I haven't tried running with the debugger yet. 


I'm thinking of modifying some of the examples to use the I/O functions to 
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download the files from the host, anyway, because the lack of batch 
downloading on the Mac is driving me nuts! 


wayne 
—-MESSAGE FILE 18083 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
16 


--MESSAGE FILE 18084 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0017 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Mac 3D software recommendations? 

Date: Fri, 25 Apr 1997 00:24:57 -0700 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <wal-ya02408000R2504970024570001@news.scea.sony.com> 
NNTP-Posting-Host: ppp031-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Does anyone have any recommendations for 3D software on the Mac that is 
well-suited for Playstation development? Not that I can convert the data 
into Playstation format on the Mac, yet... 


.wal 
--MESSAGE FILE 18084 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
17 


--MESSAGE FILE 18085 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0018 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilities 

Date: Fri, 25 Apr 1997 08:27:15 GMT 

Organization: ElectricMail Ltd. 

Lines: 14 

Message-ID: <33616a7a.79982404@news.playstation.co.uk> 

References: <335BC3A8.7F07@san.rr.com> <335D745B.52E0@interactive.sony.com> <335e228 
0.2300857@205.149.189.29> <335F9B39.3158@electricimg.com> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Thu, 24 Apr 1997 10:42:24 -0700, Matt Hoffman 
<matthoff@electricimg.com> wrote: 


>I see that you have posted the TIM format. I am looking 

>forward to the posting of the RSD, PLY, MAT, GRP and TMD 

Can you see the SCEE site? If you can it is posted at 
http://www.playstation.co.uk/yaroze/manuals/rsd.htm so you should be 
able to get it from there. Or be able to find it from here... 


if not I would guess it would be under a link such as /yaroze_scee 
from your web site. 


Mark 


—-MESSAGE FILE 18085 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
18 


--MESSAGE FILE 18086 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0019 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 
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Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Fri, 25 Apr 1997 10:58:12 -0500 

Organization: Metrowerks Corporation 

Lines: 47 

Message-ID: <hunt-—ya02408000R2504971058120001@news.scea.sony.com> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> <wal-ya02408000R2504970019490001@news.scea. 
sony.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <wal-ya02408000R2504970019490001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> I'm thinking of modifying some of the examples to use the I/O functions to 
> download the files from the host, anyway, because the lack of batch 
> downloading on the Mac is driving me nuts! 


This is exactly what our Playstation engineer recommends as a workaround 
until a more full-featured PSComUtil is released. 


Here is his note on this particular subject: 

Use the HostIO capabilty of the debugger (or PSComUtil) to have the game 
download the files that are necessary. 

Add the following code to the beginning of the game: 


#define DEBUG_IO 
#include "MWDebugIO.h" 


int loadFile ( 
in main(), add 


MWRedirectI0O(__MWIO_CDROM) 
int status=bload(<filename>,<address>); // <filename> is the file name or 
// a relative path from the excutable 
// address is the destination hex address for 
// the file. 


That's quick and dirty. However, it doesn't show much status. It might be 
better for debugging to use the open/read/close calls and only read part of 
the file at a time. Then separate the loads by printf() statements. At 
115K, you'll see a download speed of about 10K per second or so. 


Note: The debugger and PSComUtil both recognize the file I/O redirection 
commands. SIOCONS does not. Thus, you must use either the debugger or 
PSComUtil to run the game. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 18086 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
19 


--MESSAGE FILE 18087 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0020 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac 3D software recommendations? 

Date: Fri, 25 Apr 1997 14:07:58 +0000 
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Organization: HandsOnToys, Inc. 

Lines: 4 

Message-ID: <3360BABE.73C@handsontoys.com> 

References: <wal-ya02408000R2504970024570001@news.scea.sony.com> 
Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I think both Amappi (which I've had great luck with) and Strata are good 

programs to use. Also, I have been using Poser for figure models. If you 

can afford lightwave 3D it's the best I here but Amappi is very 

affordable and works really well. 

—-MESSAGE FILE 18087 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
20 


--MESSAGE FILE 18088 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0021 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Fri, 25 Apr 1997 11:34:04 +0000 

Organization: SCEA Net Yaroze News 

Lines: 19 
Message-ID: <336096AA. 3CA0@halcyon. com> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> <wal-ya02408000R2504970019490001@news.scea. 
sony.com> <hunt-—ya02408000R2504971058120001@news.scea.sony.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip21.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

To: Eric Hunt <hunt@metrowerks.com> 


This is exactly what our Playstation engineer recommends as a workaround 
until a more full-featured PSComUtil is released. 


V V V V 


Is there any chance that the code for PSComUtil could be made 
available? Some people here (like myself, in the middle of a year off 
from the programming grind) probably have time and energy to improve 
utilities like this (and graphic converters, etc.) 


If PSComUtil were scriptable it would be fairly easy for us to convert 
batch files we got from the Yaroze site (and easy for those DOS users to 
make them from our scripts) 


Anyway I'm just trying to rally support for some public utilities, since 
that seems to be in the supposed spirit of this whole thing. 


eli curtz 

mac os guy 

—-MESSAGE FILE 18088 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
21 


--MESSAGE FILE 18089 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0022 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: My progress 

Date: Fri, 25 Apr 1997 16:21:10 +0000 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <3360D9F2.987@halcyon. com> 
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Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip5.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Ok, here's a rundown of the problems I've had over my first day (anda 
couple solutions) 


I can get the ball demo and the text demo from the Yaroze CD to download 
and run with PSComUtil. 
*Make sure you've gotten the update from MW though... 


I can (usually) get the "Oden" demo to download and run using PSComUtil 
*Make sure to change the start address in Project Settings to match that 
in the makefile (Thanks Wayne) 


I got the "Oden" demo to work ONCE by using bload() to download the 
files and stepping with the debugger. 
*Sytax for bload is result=bload("myfile.tim", (void*)0x0800000) ; 


Often the debugger seems to try to step over a library routine 
(particularly the GsInitGraf() func. and never come back) 


I cannot get bload() to work with PSComUtil - I get an error 8 back from 
the Yaroze. 

I cannot get either "Survival" or "dino" to work either downloading data 
with PSComUtil or debugging and using bload() - if downloading I can 
(usually) get all the files down but I never leave the brick screen when 
running, if debugging I get lost in some library routine. 


anyway, if anybody id having better luck I'd like to hear, 


is it just me? or does the NY not use the AV out? 


eli curtz 
"Now that they're cloning sheep there's no stopping Microsoft's market 
share" 


Page 


12180 


—-MESSAGE FILE 18089 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


22 


--MESSAGE FILE 18090 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0023 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: My progress S-video 

Date: Sat, 26 Apr 1997 10:16:22 -0500 

Organization: prairie research 

Lines: 12 

Message-ID: <5 jt62m$gil4@scea> 

References: <3360D9F2.987@halcyon.com> 

NNTP-Posting-Host: roin5-a03.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>eli curtz writes 
>is it just me? or does the NY not use the AV out? 


I used Sony's cable, S-video works fine for me. 
(actually -way- better than composite) 


bade 


—-MESSAGE FILE 18090 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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a "portfolio" for graphists and programers. 

Well, graphists can do it easily with snapshots or something else but 
what can I put in a portfolio as a programer. CD with demo? snapshots? 
description of my creation???? 


—-MESSAGE FILE 1913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00616 


—-MESSAGE FILE 1914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000617 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Help needed for a job 

Date: 6 Apr 1998 12:30:33 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gaecpS$ilsl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 6 Apr 1998 11:34:25 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA29002 
for <news@playstation.co.uk>; Mon, 6 Apr 1998 12:34:07 +0100 (BST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


You can take along a Yaroze kit to show them your programs running live; 
this is perhaps the best thing to do. Also, you can show screenshots, 
design documents, 

technical specifications [possibly code listings], etc. 

Practice a presentation a few times to get feedback and improve it. 


Lewis 


I woud like to contact a game company as a game developer but they want 
a "portfolio" for graphists and programers. 

Well, graphists can do it easily with snapshots or something else but 
what can I put in a portfolio as a programer. CD with demo? snapshots? 
description of my creation???? 


—-MESSAGE FILE 1914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00617 


—-MESSAGE FILE 1915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000618 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help needed for a job 

Date: Mon, 6 Apr 1998 17:14:39 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6gar5uS6vn7@chuka.playstation.co.uk> 
References: <6gaecpSilsl@emeka.playstation.co.uk> 
NNTP-Posting-Host: toulouse2-43.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Lewis_Evans@Playstation.sony.com a écrit dans le message 
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--MESSAGE FILE 18091 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: My progress S-video 

Date: Sat, 26 Apr 1997 11:19:33 +0000 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <3361E4C4.4285@halcyon.com> 

References: <3360D9F2.987@halcyon.com> <5 jt62m$gil4@scea> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip15.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Bill was right, S-Video does work, I had a little piece of crud in my 
jack and it didn't seat the cable all the way. 


I suppose nobody else is having problems with getting demos to run 
either... :) 


eli 
—-MESSAGE FILE 18091 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18092 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0025 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Sat, 26 Apr 1997 17:54:43 -0700 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <wal-ya02408000R2604971754430001@news.scea.sony.com> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> <wal-ya02408000R2504970019490001@news.scea. 
sony.com> <hunt-—ya02408000R2504971058120001@news.scea.sony.com> 

NNTP-Posting-Host: ppp024-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


>This is exactly what our Playstation engineer recommends as a workaround 
>until a more full-featured PSComUtil is released. 

> 

>Here is his note on this particular subject: 

> 

>Use the HostIO capabilty of the debugger (or PSComUtil) to have the game 
>download the files that are necessary. 

> 

>Add the following code to the beginning of the game: 

>[....] 

>Note: The debugger and PSComUtil both recognize the file I/O redirection 
>commands. SIOCONS does not. Thus, you must use either the debugger or 
>PSComUtil to run the game. 


I've gotten bload() to work with a simple example (one data file; I haven't 
tried anything else yet), but I can only get it to work with the debugger. 
When I use PSComUtil, I get "the playstation generated an unexpected event! 
No. 8". I even tried putting the executable and the data file into other 
directories (in the same folder as PSComUtil, and in the top level of my 
boot drive), but no luck. 


How does PSComUtil find the host i/o folder? 
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Thanks, 

wayne a. lee 

wal@blarg.net 

—-MESSAGE FILE 18092 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
25 


--MESSAGE FILE 18093 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <jbrewer@ziplink.net> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Sun, 27 Apr 1997 00:32:53 -0400 

Organization: Peerless Creations 

Lines: 10 

Message-ID: <3362D6F4.79DA@ziplink.net> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> <wal-ya02408000R2504970019490001@news.scea. 
sony.com> <hunt-ya02408000R2504971058120001@news.scea.sony.com> <336096AA.3CA0@halcy 
on.com> 

Reply-To: jbrewer@ziplink.net 

NNTP-Posting-Host: lowell-ip205.ziplink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


> If PSComUtil were scriptable it would be fairly easy for us to convert 
> batch files we got from the Yaroze site (and easy for those DOS users to 
> make them from our scripts) 


This would be amazing! simple scripts - I would kill to have that versus 
the io file thing. 


Jay Brewer 

mailto: jbrewer@ziplink.net 

http://www. ziplink.net/~jbrewer 

-—-MESSAGE FILE 18093 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18094 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0027 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <jbrewer@ziplink.net> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: My progress S-video 

Date: Sun, 27 Apr 1997 00:34:54 -0400 

Organization: Peerless Creations 

Lines: 15 

Message-ID: <3362D76C.2108@ziplink.net> 

References: <3360D9F2.987@halcyon.com> <5jt62mSgil4@scea> <3361E4C4.4285@halcyon.com 
> 

Reply-To: jbrewer@ziplink.net 

NNTP-Posting-Host: lowell-ip205.ziplink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


> I suppose nobody else is having problems with getting demos to run 
> either... :) 

> 

> eli 


We are. But I borrowed an old DX266 pc for the time being until things 
get ironed out. I can't wait to get it off of my desk. I've gotten a ton 
of demos to run on the PC side. Tomorrow we are going to be putting all 
of our efforts MAC side though...but the frustration warranted borrowing 
a PC just to see things and test models, seqs, etc. 
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Jay Brewer 

mailto: jbrewer@ziplink.net 

http://www. ziplink.net/~jbrewer 

—-MESSAGE FILE 18094 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18095 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: My progress 

Date: Sat, 26 Apr 1997 23:00:14 -0700 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <3362EB6E.2A3F@san.rr.com> 

References: <3360D9F2.987@halcyon.com> 

Reply-To: dwhite2@san.rr.com 

NNTP-Posting-Host: dt3h2n10.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


I cannot get either "Survival" or "dino" to work either downloading data 
with PSComUtil or debugging and using bload() - if downloading I can 
(usually) get all the files down but I never leave the brick screen when 
running, if debugging I get lost in some library routine. 


anyway, if anybody id having better luck I'd like to hear, 


VV V V V V V 


I've succesfully run "dino" via my Mac (very impressive demo!), 
but only after I switched from 115.2 to 57.6 kbits/sec in PSComUtil. 


David 
—-MESSAGE FILE 18095 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
28 


--MESSAGE FILE 18096 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0029 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Mac SIOCONS anyone? 

Date: Tue, 29 Apr 1997 21:25:27 -0700 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <wal-ya02408000R2904972125270001@news.scea.sony.com> 
NNTP-Posting-Host: mg128-177.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


With just a little more documentation it might not be too hard to make a 
Mac SIOCONS? I'm just guessing, because you can connect to the Yaroze with 
a terminal program like ZTerm pretty easily. Just set the baud rate to the 
same as the Yaroze, and reset the console. You get text and a command line. 
You can display the contents of memory, do a dir of the Yaroze CD, and misc 
other things. I don't know what it would take to do a download from the Mac 
into Yaroze RAM. 


Just speculating... 

wayne 

—-MESSAGE FILE 18096 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
29 


--MESSAGE FILE 18097 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0030 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Please Post MAC Batch file for CODEWARRIOR 
Date: Wed, 30 Apr 1997 10:08:51 +0000 

Organization: HandsOnToys, Inc. 

Lines: 7 

Message-ID: <33671A33.3FD0@handsontoys.com> 
Reply-To: J.Brewer@handsontoys.com 
NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Could someone post a batch file that they got to work with PSCOMUTIL on 
the MAC? Meaning - and IO file or something that automatically loads 811 
of the data files into the Yaroze from a MAC from Codewarrior? 


Or an entire game demo converted and that will run on the MAC? 


Thanks! 
—-MESSAGE FILE 18097 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18098 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0031 

Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.problems.mac 
Subject: - prload.sit (0/1) ProgressBload() 

Date: Wed, 30 Apr 1997 20:11:23 -0700 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <wal-ya02408000R3004972011230001@news.scea.sony.com> 
NNTP-Posting-Host: mg136-070.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


So I wrote a little function, just like the MetroWerks engineers suggested, 
that uses MWopen() and MWread() and printf() to display the progress of the 
load (nice for long loads). It's pretty simple, not heavily tested, but I 
got the dinosaur demo to run using it (in the MetroWerks debugger... 
haven't tried PSComUtil but I haven't had much with I/O redirection with 
that so far). 


I've attached the files in a Stuffit archive, I hope they download ok for 
everyone. 


Here's what I added to Dino's main() function: 


At the top: 
#include "prbload.h" 


-and at the top օք main() I added: 


/* 
from the BATCH file: 

local dload dinonew.tim 8010a710 

local dload castle.tim 8016b3e0 

local dload md0.tmd 801b6410 

local dload dino.vdf 801d25d0 


ա 

ProgressBload 
ProgressBload 
ProgressBload 
ProgressBload 


"dinonew.tim", (void *)0x8010a710); 
"castle.tim", (void *)0x8016b3e0); 
"mdO.tmd", (void *)0x801b6410); 
"dino.vdf", (void *)0x801d25d0); 


anana 


Hope this might be of help to someone. Feel free to send me e-mail if you 
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have any questions. 


wayne a. lee 

wal@blarg.net 

—-MESSAGE FILE 18098 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
31 


--MESSAGE FILE 18099 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0032 

Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.problems.mac 
Subject: - prload.sit (1/1) ProgressBload() 

Date: Wed, 30 Apr 1997 20:11:31 -0700 

Organization: SCEA Net Yaroze News 

Lines: 37 

Message-ID: <wal-ya02408000R3004972011310001@news.scea.sony.com> 
NNTP-Posting-Host: mg136-070.ricochet .net 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


(This file must be converted with BinHex 4.0) 
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--MESSAGE FILE 18099 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
32 


N 


--MESSAGE FILE 18100 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: - prload.sit (0/1) ProgressBload() 

Date: Thu, 01 May 1997 09:58:58 +0000 

Organization: HandsOnToys, Inc. 

Lines: 6 

Message-ID: <33686962.2A@handsontoys.com> 

References: <wal-ya02408000R3004972011230001@news.scea.sony.com> 
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Reply-To: J.Brewer@handsontoys.com 
NNTP-Posting-Host: 204.167.99.141 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


wayne a. lee wrote: 
> 


> So I wrote a little function, just like the MetroWerks engineers suggested, 


Thanks Wayne!!! This is exactly what we've been looking for. I'll let 

you know how it works out... 

—-MESSAGE FILE 18100 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
33 


--MESSAGE FILE 18101 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: My Progress 2 - Some Success! 

Date: Thu, 01 May 1997 13:48:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <3369018E.3F58@halcyon.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip14.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


"My Progress 2 - Some Success!" 
or 
"How I Learned to Stop Worrying and Love Stationery and 56k" 


First a big thanks to everybody helping out with loading problems - 
especially Eric and Wayne. 


Well I've now successfully gotten the dino demo to run! 


My big problem was thinking I knew perfectly well how to use CodeWarrior 
- Just copy a project that works and start hackin' (that's what I always 
did for mac projects). 


Unfortunately the original project I was using (Check - the demo 
project) has the stack initialization code commented out of its 
_nystart.c file. So when I copied this project instead of using the 
stationery project I had a file that wasn't going to work for more 
complex examples. 


That'll teach me to follow the rules! (I wish) 


thanks again for the help, 
eli 


PS — Still no 115k success on my 8500/120 has anybody gotten a bigger 

demo to work at 115k on their setup? 

—-MESSAGE FILE 18101 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
34 


--MESSAGE FILE 18102 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0035 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: My Progress 2 - Some Success! 

Date: Thu, 01 May 1997 16:52:00 +0000 

Organization: HandsOnToys, Inc. 

Lines: 8 
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Message-ID: <3368CA31.6014@handsontoys.com> 
References: <3369018E.3F58@halcyon.com> 
Reply-To: J.Brewer@handsontoys.com 
NNTP-Posting-Host: 204.167.99.141 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


We've gotten everything to load in last night at 115200. 


I've got a 7500/100 at home and even with all of the midi stuff plugged 
in I'm having no issues with higher connect speeds. 


> PS - Still ոօ 115k success on my 8500/120 has anybody gotten a bigger 

> demo to work at 115k on their setup? 

—-MESSAGE FILE 18102 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
35 


--MESSAGE FILE 18103 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0036 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Kris Noland <kris@primordialsoft.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Sat, 03 May 1997 22:39:55 -0400 

Organization: Primordial Software 

Lines: 16 

Message-ID: <336BF6F8.4AC8@primordialsoft.com> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> <wal-ya02408000R2504970019490001@news.scea. 
sony.com> <hunt-—ya02408000R2504971058120001@news.scea.sony.com> <336096AA.3CA0@halcy 
on.com> <3362D6F4.79DA@ziplink.net> 

Reply-To: kris@primordialsoft.com 

NNTP-Posting-Host: 38.208.238.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

CC: hunt@metrowerks.com 


Jay Brewer wrote: 

> 

>> If PSComUtil were scriptable it would be fairly easy for us to convert 
> > batch files we got from the Yaroze site (and easy for those DOS users to 

> > make them from our scripts) 

> 

> This would be amazing! simple scripts - I would kill to have that versus 

> the io file thing. 


The current version of PSComUtil appears to support the standard suite 
of AppleScript events, but not downloading. If we ask nicely, maybe the 
folks at metrowerks will add that to the next version. 


later, 


kris 
-—-MESSAGE FILE 18103 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
36 


--MESSAGE FILE 18104 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0037 

Path: chuka.playstation.co.uk!news 

From: Marius Watz <mariusw@notam.uio.no> 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Mac cables to connect to Playstation 

Date: Thu, 08 May 1997 02:26:30 -0700 

Organization: Amoeba Design 

Lines: 15 

Message-ID: <33719C46.41C6@notam.uio.no> 
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NNTP-Posting-Host: nm37-3.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:2 scea.yaroze.problems.mac:37 


Hello, 


I was wondering exactly where one could get the serial cable needed 
to connect the Playstation to a Macintosh. The Codewarrior "Targeting 
Playstation" document says to obtain a 9- to 25-pin adapter anda 
25-pin to serial modem cable. I assume that the 9- to 25-pin adapter 
is a simple big serial port to small serial port adapter, but I've 
never seen the 25-pin to serial modem cable (which I assume must have 
the 8 pin Mac plug at one end). 


Where can these be obtained? 


Marius Watz 

mariusw@notam.uio.no 

http://www.notam.uio.no/~mariusw/ 

—-MESSAGE FILE 18104 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
37 


--MESSAGE FILE 18105 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0038 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: MAC Problems Running DEMOS 

Date: Thu, 08 May 1997 14:24:41 -0500 

Organization: Metrowerks Corporation 

Lines: 19 

Message-ID: <hunt-—ya02408000R0805971424410001@news.scea.sony.com> 

References: <335DCFF4.5A5B@handsontoys.com> <wal-ya02408000R2404971652290001@news.sc 
ea.sony.com> <335FDA79.34DD@halcyon.com> <wal-ya02408000R2504970019490001@news.scea. 
sony.com> <hunt—ya02408000R2504971058120001@news.scea.sony.com> <336096AA.3CA0@halcy 
on.com> <3362D6F4.79DA@ziplink.net> <336BF6F8.4AC8@primordialsoft.com> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <336BF6F8.4AC8@primordialsoft.com>, kris@primordialsoft.com wrote: 


> The current version of PSComUtil appears to support the standard suite 
> of AppleScript events, but not downloading. If we ask nicely, maybe the 
> folks at metrowerks will add that to the next version. 


We have a new version of PSComUtil that is scheduled for release in about a 
week that takes a pre-existing batch file for downloading using SIOCONS and 
interprets it correctly. I've been able to download and run the pre-built 
DINO example using it, with two mouse clicks, for example. 


Keep your eye on our web page for the update. 
http://www.metrowerks.com 
Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 18105 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
38 


--MESSAGE FILE 18106 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0039 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 
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Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 
Subject: Re: Mac cables to connect to Playstation 

Date: Thu, 08 May 1997 14:27:19 -0500 

Organization: Metrowerks Corporation 

Lines: 17 

Message-ID: <hunt-ya02408000R0805971427190001@news.scea.sony.com> 
References: <33719C46.41C6@notam.uio.no> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:3 scea.yaroze.problems.mac:39 


In article <33719C46.41C6@notam.uio.no>, Marius Watz <mariusw@notam.uio.no> 
wrote: 


> never seen the 25-pin to serial modem cable (which I assume must have 
> the 8 pin Mac plug at one end). 


This is correct. 
> Where can these be obtained? 


They are available at any local computer store that stocks modems for MacOS 
machines in the United States. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 18106 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
39 


--MESSAGE FILE 18107 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0040 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Re: Mac cables to connect to Playstation 

Date: Thu, 08 May 1997 21:57:41 +0100 

Organization: shadow developments 

Lines: 37 

Message-ID: <33723E43.B31@netcomuk.co.uk> 

References: <33719C46.41C6@notam.uio.no> 

NNTP-Posting-Host: dialup-11-59.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:4 scea.yaroze.problems.mac: 40 


Marius Watz wrote: 
Hello, 


I was wondering exactly where one could get the serial cable needed 
to connect the Playstation to a Macintosh. The Codewarrior "Targeting 
Playstation" document says to obtain a 9- to 25-pin adapter anda 
25-pin to serial modem cable. I assume that the 9- to 25-pin adapter 
is a simple big serial port to small serial port adapter, but I've 
never seen the 25-pin to serial modem cable (which I assume must have 
the 8 pin Mac plug at one end). 


VVVVVVVV VV 


The cable I have is a 'high speed mac modem cable', this means that it 
must be wired for hardware handshaking. At one end it should have a male 
8-pin mini din, the standard mac serial connector (bar performas - they 
have a variant 9-pin version, but the 8-pin still fits), and the other 
should be a male 25-pin RS232 connector. 


I don't know where in the world you are, but here in the UK, you can get 
them from PC World. The brand I have is 'Belkin', 5m long and comes with 


Net Yaroze newsgroups message dump.txt Page 
gold plated connectors and was on sale at half price for only a tenner. 


If you want to roll your own, not that hard a job, I can supply you the 
pin out for the mac serial port, it's not an RS232 port, rather an RS422 
a similar but better standard. 


The adapter is simply a 25-pin to 9-pin serial adapter, these should be 
found in any decent computer store for not more than a few quid. 


There is a cable around, that is a male 8-pin mini din to 9-pin female 
connector, that is used to connect a mac to an HP imagewriter printer, 
this would seem perfect, but is not compatible. 


Ira. 
"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


12190 


—-MESSAGE FILE 18107 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


40 


--MESSAGE FILE 18108 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Conversion utilites - getting started 
Date: Thu, 08 May 1997 14:06:17 -0700 
Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <33724045.60E6@halcyon.com> 
Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip14.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Has anybody gotten started on graphic converters yet? 


If not I'm planning on starting on some this weekend, and I'd love to 
get some help (or help you if you're already working on them.) 


I'm planning on doing PICT to TIM first (the one system that comes with 
CodeWarrior might work (I'm not sure, it didn't in my brief testing) but 
its WAY too bizzare for me to deal with on a day-to-day basis). Then do 
a converter for 3DMF to TMD. 


Since I've never done much 3D programming I've got a few questions: 


1) Is there any reason to go to RSD data and then TMD data or should I 
go straight to TMD data. My impression was that RSD was there because 
DXF was too lame to support setting up the textures and the like for 
your model, so if I have these in my 3DMF can I go straight to TMD? 


2) I looked at the QD3D manual, but there doesn't seem to be a way to 
get QD3D to "Simplify" my model for me - i.e. if I have a model with a 
mesh, or torus or something can I force QD3D to make it into triangles 
for me? (I thought that this was how it interfaced with RAVE) If not my 
plan is to start with the object types that I can translate directly and 
then add conversions as they become necessary. 


Since the AIFF to VAG converter is there we shouldn't need sound 
utilities (or do we need to collect VAGs into VAB files - I don't 
remember from my brief glance at the sound stuff, and MIDI file 
conversion too, I guess, <sigh>). 


eli curtz 


—-MESSAGE FILE 18108 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


41 
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<6égaecpSilsl@emeka.playstation.co.uk>... 

> 

>You can take along a Yaroze kit to show them your programs running live; 
>this is perhaps the best thing to do. Also, you can show screenshots, 
>design documents, 

>technical specifications [possibly code listings], etc. 

>Practice a presentation a few times to get feedback and improve it. 

> 


Thanks! It's a just a document to send so I think that snapshots and 
design documents will be enough. 


—-MESSAGE FILE 1915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00618 


—-MESSAGE FILE 1916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000619 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Mon, 6 Apr 1998 18:04:31 +0200 

Organization: Debri 

Lines: 22 

Message-ID: <1ld7le6n.1qhvgklgvmncyN@al1-88-101.al.nl1> 

References: <0Olbd5eef$139ea280Scc3752ca@ferguson> <01lbd5ef1$4e929340Scc3752ca@fergus 
օո» <1d6z220.1m5tk4qi5hjikgN@al-88-125.al.nl> <3526ae41.329053@news.playstation.co.u 
k> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


and thats a serious answer? talking about cracked playstations? Must 
admit Im not that impressed. Are the game reviewers supposed to get 
hold of a chipped playstation? 


Damn, Im just one of those old fashioned 22 year olds with a grudge 
against pirating :) 


VVVVVVVV 


Robert Swan 


I was not trying to impress, I'm just wandered of this will work. And 
this is not the solution if you want to show it to game reviewers, but I 
just wonder if it would work. 


And, I don't even have a playstation next to my Yaroze and that will 
never be chipped. And pirating is a choice you make and a risk you take. 
I will never stimulate pirating since I hope to earn my money with games 
in the future. So, I don't think that your idea about pirating is old 
fashioned. 

But I do think we should be able to talk about it without getting a 
guilty finger pointed at you. 


DEnnis.. 
—-MESSAGE FILE 1916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00619 


—-MESSAGE FILE 1917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000620 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zzzzz 

Date: Mon, 6 Apr 1998 18:04:34 +0200 

Organization: Debri 

Lines: 20 

Message-ID: <ld7lekh.17te32tlg70gg0N@al-88-101.a1l.nl1l> 
References: <6g6dsuS6vn4@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


JohnT <johnt@nettech.demon.co.uk> wrote: 
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--MESSAGE FILE 18109 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0042 

Path: chuka.playstation.co.uk!news 

From: Marius Watz <mariusw@notam.uio.no> 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Re: Mac cables to connect to Playstation 

Date: Fri, 09 May 1997 03:26:28 +0000 

Organization: Amoeba 

Lines: 14 

Message-ID: <33729963.6DE2@notam.uio.no> 

References: <33719C46.41C6@notam.uio.no> <33723E43.B31@netcomuk.co.uk> 

Reply-To: mariusw@notam.uio.no 

NNTP-Posting-Host: nm34-13.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:5 scea.yaroze.problems.mac: 42 


Ira Rainey wrote: 

> If you want to roll your own, not that hard a job, I can supply you the 
> pin out for the mac serial port, it's not an RS232 port, rather an RS422 
> a similar but better standard. 


Thanks for the help, I've stupidly realized I'm using such a cable at 
this 
very moment. Interestingly this might solve a bigger problem I've had 
for 
some time, namely getting MIDI in and out of a Silicon Graphics 02... 


cheers, marius 

mariusw@notam.uio.no 

http://www.notam.uio.no/~mariusw/ 

—-MESSAGE FILE 18109 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
42 


--MESSAGE FILE 18110 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0043 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilites - getting started 

Date: Thu, 15 May 1997 00:50:28 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <wal-ya02408000R1505970050280001@news.scea.sony.com> 
References: <33724045.60E6@halcyon.com> 

NNTP-Posting-Host: mg128-026.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33724045.60E6@halcyon.com>, gromit@halcyon.com wrote: 
Has anybody gotten started on graphic converters yet? 


> 
> 
> If not I'm planning on starting on some this weekend, and I'd love to 

> get some help (or help you if you're already working on them.) 

I'm planning to start to play with TMD files soon... my first project isn't 
going to be a convertor, but just a utility that will read and maybe 
display a TMD file on the Mac, just to make sure I understand the format 
correctly. Yeah, small steps... 


wayne a. lee <wal@blarg.net> 
-—-MESSAGE FILE 18110 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
43 


--MESSAGE FILE 18111 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


Net Yaroze newsgroups message dump.txt Page 12192 


0044 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilites - getting started 
Date: Thu, 15 May 1997 23:12:44 +0100 
Organization: shadow developments 

Lines: 31 

Message-ID: <337B8A56.14F@netcomuk.co.uk> 
References: <33724045.60E6@halcyon.com> <wal-ya02408000R1505970050280001@news.scea.s 
ony.com> 

NNTP-Posting-Host: dialup-07-32.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


wayne a. lee wrote: 


going to be a convertor, but just a utility that will read and maybe 
display a TMD file on the Mac, just to make sure I understand the format 
correctly. Yeah, small steps... 


> 

> In article <33724045.60E6@halcyon.com>, gromit@halcyon.com wrote: 

> 

> > Has anybody gotten started on graphic converters yet? 

>> 

> > If not I'm planning on starting on some this weekend, and I'd love to 
> > get some help (or help you if you're already working on them.) 

> 

> I'm planning to start to play with TMD files soon... my first project isn't 
> 

> 

> 

> 

> 

> 


wayne a. lee <wal@blarg.net> 
It may pay to wait a few weeks for Virtual PC from Connectix. 


It's a new PC emulator that is - by all accounts - shit hot. By 
emulating the hardware and not Windows as SoftWindows does it is 
supposed to be able to run almost any pc software. So I guess it will 
quite easily run the Sony tools. 


Due out in June. Check out the Connectix web site for details - sorry 
don't know the URL. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18111 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
44 


--MESSAGE FILE 18112 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0045 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilites - getting started 

Date: Thu, 15 May 1997 15:44:53 -0700 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <wal-ya02408000R1505971544530001@news.scea.sony.com> 

References: <33724045.60E6@halcyon.com> <wal-ya02408000R1505970050280001@news.scea.s 
ony.com> <337B8A56.14F@netcomuk.co.uk> 

NNTP-Posting-Host: wal2.mfactory.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <337B8A56.14F@netcomuk.co.uk>, Ira Rainey 
<shad.dev@netcomuk.co.uk> wrote: 
> It may pay to wait a few weeks for Virtual PC from Connectix. 
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It's a new PC emulator that is - by all accounts - shit hot. By 
emulating the hardware and not Windows as SoftWindows does it is 
supposed to be able to run almost any pc software. So I guess it will 
quite easily run the Sony tools. 


Due out in June. Check out the Connectix web site for details - sorry 
don't know the URL. 


VVVVVVVV 


Yeah, I'm quite excited about VirtualPC. I'll probably be picking that up 
anyway if it's any good and if the price is right. 


I still want to make a TMD viewer on the Mac for my own educational 
purposes, though. 


Connectix's web site is at <http://www.connectix.com/> 


wayne a. lee <wal@blarg.net> 
-—-MESSAGE FILE 18112 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18113 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0046 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Conversion utilites - getting started 

Date: Thu, 15 May 1997 19:29:14 -0700 

Organization: SCEA Net Yaroze News 

Lines: 35 
Message-ID: <337BC678.3D1D@halcyon. com> 

References: <33724045.60E6@halcyon.com> <wal-ya02408000R1505970050280001@news.scea.s 
ony.com> <337B8A56.14F@netcomuk.co.uk> 
Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip2.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Ira Rainey wrote: 
It may pay to wait a few weeks for Virtual PC from Connectix. 


It's a new PC emulator that is - by all accounts - shit hot. By 
emulating the hardware and not Windows as SoftWindows does it is 
supposed to be able to run almost any pc software. So I guess it will 
quite easily run the Sony tools. 


Due out in June. Check out the Connectix web site for details - sorry 
don't know the URL. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


VVVVVVVVVVVV VV 


Connectix has been working on that thing for years, so I'm not going to 
count on it solving any problems until I see a shipping version 
working... Anyway Լ have a Mac Տօ I don't need to run no Steenkin' 
Windows. 


I should have a TIM exporter by this weekend, sorry to take so long, but 
its been very warm here, which seriously hurts my productivity and I 
spent several days goofing around with QuickTime to see how CODECs work 
(I'm probably not doing one - I'll do a simple export program and then 
do a QuickTime graphic importer for import.) 


QD3D to TMD looks a little more complicated, but aparently you can set 
up a bogus rederer to trick QD3D into doing the triangle generation for 
you, so I'm still looking into that. 
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later, 

eli 

gromit@halcyon.com 

—-MESSAGE FILE 18113 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
46 


--MESSAGE FILE 18114 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0047 

Path: chuka.playstation.co.uk!scea!sole-32.ppp.hooked.net!user 
From: cgfm2@hooked.net 

Newsgroups: scea.yaroze.problems.mac 

Subject: Connecting A Yaroze to a PC-Compatable Macintosh - HOW? 
Date: 17 May 1997 01:43:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <cgfm2-1605971846210001@sole-32.ppp.hooked.net> 
NNTP-Posting-Host: sole-32.ppp.hooked.net 


I have a very unusual problem, I found out that none of the DJGPP software 
works without a maths co-processor, so my i386SX-33 is sitting in the 
dust. 


However, I do have a i486DX-66 DOS compatability card in my Macintosh 
Performa 640CD, and the Mac has two serial ports on the back, the same 
ones used for the MetroWerks Code Warrior. 


I need some way to connect the Yaroze Serial Cable from the PlayStation to 
the serial port (8 pins, btw) If MetroWerks can do it, it must be 
possible. :) 


If the cable doesn't exist, could someone just tell me the idea behind it, 
as I could whip up one from scratch. 


Thanks, please respond via email if possible, 


Charles Mac Donald 
<cgfm2@hooked.net> 


It's here! THE FINAL FANTASY 7 FAQ! 
Check out the FAQs, Net Yaroze info, and programming tips 
at: http://www.geocities.com/SiliconValley/Park/7990/ 


—-MESSAGE FILE 18114 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
47 


--MESSAGE FILE 18115 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Connecting A Yaroze to a PC-Compatable Macintosh - HOW? 
Date: Wed, 21 May 1997 16:46:26 +0000 

Organization: HandsOnToys, Inc. 

Lines: 33 

Message-ID: <338326E2.41B2@handsontoys.com> 

References: <cgfm2-1605971846210001@sole-32.ppp.hooked.net> 
Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Go to computer store. 

Get Modem Cable 

Get gender changer 

Make it fit standard 9pin serial from pc. 
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cgfm2@hooked.net wrote: 


I have a very unusual problem, I found out that none of the DJGPP software 
works without a maths co-processor, so my i386SX-33 is sitting in the 
dust. 


However, I do have a i486DX-66 DOS compatability card in my Macintosh 
Performa 640CD, and the Mac has two serial ports on the back, the same 
ones used for the MetroWerks Code Warrior. 


need some way to connect the Yaroze Serial Cable from the PlayStation to 
the serial port (8 pins, btw) If MetroWerks can do it, it must be 
possible. :) 


If the cable doesn't exist, could someone just tell me the idea behind it, 
as I could whip up one from scratch. 


Thanks, please respond via email if possible, 


Charles Mac Donald 
<cgfm2@hooked.net> 


It's here! THE FINAL FANTASY 7 FAQ! 
Check out the FAQs, Net Yaroze info, and programming tips 
at: http://www.geocities.com/SiliconValley/Park/7990/ 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 18115 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
48 


--MESSAGE FILE 18116 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0049 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Returning to CIP 

Date: Wed, 04 Jun 1997 23:52:50 +0100 
Organization: shadow developments 

Lines: 14 

Message-ID: <3395F1C1.777F@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-51.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Has anyone else had problems getting the Yaroze to return to the CIP 
terminal, after cleaning up their prog and returning from their program. 


I haven't yet got one demo to do this, or my own code. 


I've checked with SCEE and my code works fine on their machines, and 
we've come to the conclusion that it's probably a Mac/PSComUtil problem. 


Any help? 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18116 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
49 


--MESSAGE FILE 18117 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0050 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 

Newsgroups: scea.yaroze.problems.mac 

Subject: MWbload problems 

Date: Mon, 09 Jun 1997 19:12:18 +0100 
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Organization: shadow developments 

Lines: 15 

Message-ID: <339C4781.152D@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-05-42.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I'm having probs using the MWbload function. 

Whenever I stick it in my code, together with the #include <MWUtils.h>, 
or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
up with an error saying it is undefined. 

Anybody else had this problem, this is on the Mac version. 

Any help? 

Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


12196 


—-MESSAGE FILE 18117 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 


50 


--MESSAGE FILE 18118 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0051 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 
Newsgroups: scea.yaroze.problems.mac 
Subject: Re: MWbload problems 

Date: Tue, 10 Jun 1997 12:09:02 -0700 
Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <339DA64A.5176@halcyon.com> 
References: <339C4781.152D@netcomuk.co.uk> 
Reply-To: gromit@halcyon.com 
NNTP-Posting-Host: lcy-pm0-ip24.halcyon.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 
To: Ira Rainey <shad.dev@netcomuk.co.uk> 


Ira, 


You've got to include MWDebugIO.lib into your project (it has the 
compiled code for MWBLoad in it.) 


eli 
gromit@halcyon.com 


—-MESSAGE FILE 18118 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18119 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 


0052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sean Kennedy <skennedy@admin.humberc.on.ca> 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re:Conversion utilities 

Date: Thu, 12 Jun 1997 11:04:45 -0400 
Organization: Humber College A.A.T. 

Lines: 6 

Message-ID: <33A01009.2500@admin.humberc.on.ca> 
Reply-To: kennedy@moe.acad.humberc.on.ca 
NNTP-Posting-Host: ratbert.humberc.on.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
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X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


There is a 3d Modeller for macintosh, Win32 AND Linux ELF called 

Amapi Studio 3.0 : The Demo version looks very promising. 

But there will have to be a cenverter / exporter to export TIM'S and 

TMD's, But at least I don't need to go back to MS-DOS {Ugh!} to do DXF 

files. 

-sean 

--MESSAGE FILE 18119 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18120 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0053 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now 
Date: Mon, 16 Jun 1997 15:22:04 -0500 

Organization: Metrowerks Corp. 

Lines: 152 

Message-ID: <33A5A06C.76A6@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 
to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
couv@émetrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 


http://www.metrowerks.com/tools/software/updates/index.html 
KKKKK 


Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 
page. 


KkKKKK 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 
brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


The following bugs from the first release have been fixed: 
— PSCommUtil -39 error when downloading a data file 
- Hanging of Net Yaroze when printf() statements are executed 
- UI, Window redraws, and crash problems in IDE and debugger 
— No longer need to reset the Net Yaroze after each run 
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New features that are included in this release: 

= 2.0 IDE 

- New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 

- New PSComUtil with more stability at all baud rates and bug 
fixes of downloading problems 
Now supports batch file downloading using the same commands as 
SIOCONS 

— Graphics converters for Mac users. 
PICT, BMP, and TIFF to TIMM 

- TIM Viewer application for Mac 


— Lots of new Demos!! Six Sony Demos are now included along with 
documentation that shows you how to convert GNU projects to 
CodeWarrior. 


- All new Documentation with more detailed support for Net Yaroze 
users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 


Sincerely, 


Mark Couvillion 


!)))****TMPORTANT****:; Information concerning downloading and 
installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 
tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 
etc.. 


Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

— double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 
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**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 - Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


2 = Mac *.sit.hqx 

- Download the .sit.hqx file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.hqx file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


3 — Segmented 

- download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
(X is the file number) 

- When you have downloaded ALL segments, drop the file labeled "CWPS Net 
Yaroze Update.sit.1" on Stuffit Expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.X files 

— double click the CWPS Net Yaroze Update icon to run the installer. 


End. 
—-MESSAGE FILE 18120 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18121 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0054 

Path: chuka.playstation.co.uk!scea!!user 

From: "John Roseborough" <jrose@metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Wed, 18 Jun 1997 18:32:16 -0500 

Organization: metrowerks 

Lines: 70 

Message-ID: <509qoc$2194@scea> 

References: <335DD0F4.52AD@handsontoys.com> 

NNTP-Posting-Host: jrose.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:70 scea.yaroze.pro 
blems.mac:54 


In article <335DD0F4.52AD@handsontoys.com>, Jay Brewer 
<J.Brewer@handsontoys.com> wrote: 


>I'm running Codewarrior on a MAC and would love to see some of the demos 
>working - the only way to do this is with a binary file - Since the GCC 
>compiler is not ANSI strict, much of the code befuddles CodeWarrior. 

> 

>Has anyone gotten the DEMOS to run on PC or MAC with Codewarrior? 


Yes! Internally, we've been able to compile and run over 20 of the demos 
available on the Net Yaroze web pages. This is using the latest CodeWarrior 
tools for Mac OS and Win95/NT, which are available with the new patch that 
came out earlier this week (if you don't yet have it, please visit 

http: //www.metrowerks.com/tools/software/updates/index.html to download the 
Net Yaroze update for Mac or Windows). 
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Examples of the demos we have converted from GNU to CodeWarrior are: 


- 3d (3d...3d9) 


- brezza0l1 
= car 

- clone 

- dino 

- dungeon 
- flag 

- hello 

- line 

— make 

- oden 

= offscrn 
- quickst 
- rton 

— survival 
= test3d 
— timview 
— uch630 

- walz 


There are also demos which are up on the Sony BBS which come in object code 
only. You can use PSComUtil to download these projects and run them. 
Examples of these demos are: 

- hb 

- terra incognito 

- ftptest 

— columns 

- layd100 


If you want to get the demos working too, you must read the latest version 
of my manual: 
Targeting PlayStation OS. 


It's included in the new patch as an Acrobat file. 


You won't be able to compile anything unless you first get your software and 
hardware setup right, and this is what I've tried to explain in the manual. 
If you see anything confusing, misleading, or just plain wrong in the manual 
or tools, please send email to support@metrowerks.com and it will get back 
to the right people. 


Finally, thank you for bearing with the bugs, and for the feedback many of 
you have already given us. I hope you can understand that a lot of people 
are working very hard to make CodeWarrior work smoothly for PlayStation 
development. 


John 


John Roseborough, Technical Writer mailto: jrose@metrowerks.com 
Metrowerks Corporation - Austin, TX 


T. 


--MESSAGE FILE 18121 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
54 


--MESSAGE FILE 18122 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0055 

Path: chuka.playstation.co.uk!dialup-07-61.netcomuk.co.uk!user 

From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Thu, 19 Jun 1997 02:16:07 +0100 

Organization: shadow developments 

Lines: 31 

Message-ID: <shad.dev-1906970216080001@dialup-—07-61.netcomuk.co.uk> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> 

NNTP-Posting-Host: dialup-07-61.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:71 scea.yaroze.pro 
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Crikey, where is everybody? There only seems to be a few people posting on 
the news groups! Is everyone else hibernating or something? Come on guys and 
girls lets get the Net side of this thing going :) 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


VVVVVVVVV VV 


DEnnis says hi to JohnT............. 


>I'm alive!< 
—-MESSAGE FILE 1917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00620 


—-MESSAGE FILE 1918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000621 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help needed for a job 

Date: Mon, 6 Apr 1998 18:13:46 +0200 

Organization: Debri 

Lines: 12 

Message-ID: <1d72sz6.1r7eajg2yol2kN@al—88-101.al.nl1> 
References: <6gadnrS6vn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-101.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


Bruno Wieckowski <bruno.wieckowski@hol.fr> wrote: 


> I woud like to contact a game company as a game developer but they want 
> a "portfolio" for graphists and programers. 

> Well, graphists can do it easily with snapshots or something else but 

> what can I put in a portfolio as a programer. CD with demo? snapshots? 

> description of my creation???? 


This maybe an idea; make a video from your game. That is not difficult 
to do and you only need a videoset. 


DEnnis... 
-—-MESSAGE FILE 1918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00621 


—-MESSAGE FILE 1919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000622 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Mon, 06 Apr 1998 17:16:08 +0100 

Organization: Intelligent Research 

Lines: 30 

Message-ID: <3528FFC8.31C45DC4@hinge.mistral.co.uk> 

References: <OlbdS5eef$139ea280S$cc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4qi5hjikgN@al-88-125.al.nl> <3526ae41.329053@news.playstation.co.u 
k> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


I suspect that mags such as Edge must either have debug stations 
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blems.mac:55 
In article <509qoc$2194@scea>, "John Roseborough" <jrose@metrowerks.com> wrote: 


In article <335DD0F4.52AD@handsontoys.com>, Jay Brewer 
<J.Brewer@handsontoys.com> wrote: 


>I'm running Codewarrior on a MAC and would love to see some of the demos 
>working - the only way to do this is with a binary file - Since the GCC 
>compiler is not ANSI strict, much of the code befuddles CodeWarrior. 

> 

>Has anyone gotten the DEMOS to run on PC or MAC with Codewarrior? 


Yes! Internally, we've been able to compile and run over 20 of the demos 
available on the Net Yaroze web pages. This is using the latest CodeWarrior 
tools for Mac OS 


VVVVVVVVVV VV 


I downloaded the new version of CW two days ago, and apart from the 
library conversion file missing - which Eric sent me pronto - it is all 
working. 


The PSComUtil with batch file downloading is soooo.. much better, as is 
the ability to load all of your code and graphics up, stop the program and 
then just reload the program without having to reload all the other files. 


It is saving me so much time and monkey work, it really is an improvement. 


One bad note however is the graphics conversion tool. I haven't yet 
managed to use it to any degree of success. 


Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 

—-MESSAGE FILE 18122 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
55 


--MESSAGE FILE 18123 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0056 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Mac TMD viewer... 

Date: Sun, 29 Jun 1997 22:29:35 -0700 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <wal-ya02408000R2906972229350001@news.scea.sony.com> 
NNTP-Posting-Host: mg128-033.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Would anyone be interested in this crude Mac TMD viewer I hacked together? 
It's not really very useful; I really just wrote it to see if I understood 
the TMD format. It uses the Mesa 3D Graphics Library (an OpenGL clone) to 
display an object in a TMD file, and lets you rotate it with the keyboard. 
It doesn't do textures, though. I haven't tested it with very many TMD 
files, either, and I'm not sure if I have the axes right (it might actually 
draw it mirror-reversed). 


This might eventually evolve into a TMD-tweaker program or maybe a 
converter... if I can find the time. 


If enough people are interested I'll see if I can put it on my web page 
(which I haven't done yet). If only one person is interested I'll just 
e-mail it to you :-) 


The source code is pretty grim-looking so I'd be kind of embarrased to make 
it available, but I'm sure I could be talked into it, especially if you 
wanted to extend it and turn it into a real useful app. 
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wayne a. lee <wal@blarg.net> 
--MESSAGE FILE 18123 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
56 


--MESSAGE FILE 18124 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0057 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac TMD viewer... 

Date: Sun, 29 Jun 1997 23:40:33 -0700 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <wal-ya02408000R2906972340330001@news.scea.sony.com> 
References: <wal-ya02408000R2906972229350001@news.scea.sony.com> 
NNTP-Posting-Host: mg131-017.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <wal-ya02408000R2906972229350001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> The source code is pretty grim-looking so I'd be kind of embarrased to make 
> it available, but I'm sure I could be talked into it, especially if you 
> wanted to extend it and turn it into a real useful app. 


Actually, I think I may have to make the source code available, under the 
conditions of the GNU Library General Public License that Mesa is covered 
by... 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18124 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
57 


--MESSAGE FILE 18125 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0058 

Path: chuka.playstation.co.uk!dialup-—01-54.netcomuk.co.uk!user 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac TMD viewer... 

Date: Mon, 30 Jun 1997 23:13:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <ira-3006972313160001@dialup-—01-54.netcomuk.co.uk> 

References: <wal-ya02408000R2906972229350001@news.scea.sony.com> <wal-ya02408000R290 
6972340330001@news.scea.sony.com> 

NNTP-Posting-Host: dialup-01-54.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <wal-ya02408000R2906972340330001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


In article <wal-ya02408000R2906972229350001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> The source code is pretty grim-looking so I'd be kind of embarrased to make 
> it available, but I'm sure I could be talked into it, especially if you 
> wanted to extend it and turn it into a real useful app. 


Actually, I think I may have to make the source code available, under the 
conditions of the GNU Library General Public License that Mesa is covered 
D. 


VVVVVVVVVVV VV 


wayne a. lee <wal@blarg.net> 


Any public Mac tools can only be welcomed. Lets see it in public domain. 
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Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 

—-MESSAGE FILE 18125 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
58 


--MESSAGE FILE 18126 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0059 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Mac TMD viewer... 

Date: Mon, 07 Jul 1997 16:19:47 -0700 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <wal-ya02408000R0707971619470001@news.scea.sony.com> 

References: <wal-ya02408000R2906972229350001@news.scea.sony.com> <wal-ya02408000R290 
6972340330001@news.scea.sony.com> <ira-3006972313160001@dialup-—01-54.netcomuk.co.uk> 
NNTP-Posting-Host: 207.105.28.186 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Any public Mac tools can only be welcomed. Lets see it in public domain. 


V V V V 


Ira 


I've sent the program (in its admittedly preliminary form) and source code 
to SCEA... awaiting verification... 


I'd like to release it totally under the GNU General Public License, but I 
wasn't sure if I could do that, considering that it's Dbased on information 
only available to Yaroze owners (the file format info). So, I'm making it 

freely available but only to other Yaroze members. 


I should reread the Yaroze license agreement, I suppose, I'm sure the 
answer's in there somewhere. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18126 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
59 


--MESSAGE FILE 18127 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: newDino.TIM 

Date: Tue, 15 Jul 1997 00:34:42 -0800 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33CB3621.9EAO2CBD@halcyon.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip16.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 (Macintosh; I; PPC) 

X-Priority: 3 (Normal) 


Can somebody with a kind heart and access to a Windows machine / VirtualPC 
send me a PICT, JPeg, GIF, etc. (anything but TIM) copy of the dino texture 
from the demo. I'm finally back working on Mac utilites and I need to know 
exactly what this thing actually looks like. 
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thanks, 
eli 


P.S. QuickTime Graphic Importer component works for 16 bit so far. TIM export 

code is clunky but 75% done or so if anybody wants some code. 

—-MESSAGE FILE 18127 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
60 


--MESSAGE FILE 18128 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0061 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Justin <justin@digitalcity.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Mac aiff2vag 

Date: Fri, 22 Aug 1997 19:08:38 +0000 

Organization: Digital City Inc. 

Lines: 4 

Message-ID: <33FDE3B6.6B56@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-89.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Didn't there use to be a mac version of aiff2vag somewhere on the yaroze 
site? If someone has it please mail it to me or point me to it. 


-justin 
--MESSAGE FILE 18128 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
61 


--MESSAGE FILE 18129 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0062 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Mac TMD/RSD viewer 

Date: Sun, 05 Oct 1997 02:21:54 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <wal-ya02408000R0510970221540001@news.scea.sony.com> 
NNTP-Posting-Host: mg131-021.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


My little TMD viewing utility (now renamed PPTMDView for no good reason) is 
now at version 0.1. It can read RSD as well as TMD files. Still no 
texture-mapping support. Can now display multiple files at once. Some other 
bug fixes as well. No source code this time; I'm planning on adding a lot 
more to it pretty soon. 


I haven't uploaded it to my web site (yet), but if you want a copy now I 
can e-mail it to you. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18129 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
62 


--MESSAGE FILE 18130 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0063 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Sat, 11 Oct 1997 17:30:26 -0500 

Organization: University of Chicago 
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Lines: 25 

Message-ID: <thomas—1110971730260001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> 

NNTP-Posting-Host: sofboy.cs.uchicago.edu 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:211 scea.yaroze.pr 
oblems.mac: 63 


In article <509qoc$2194@scea>, "John Roseborough" <jrose@metrowerks.com> wrote: 
> Yes! Internally, we've been able to compile and run over 20 of the demos 
> available on the Net Yaroze web pages. This is using the latest CodeWarrior 


> tools for Mac OS and Win95/NT 


stuff deleted 


> There are also demos which are up on the Sony BBS which come in object code 
> only. You can use PSComUtil to download these projects and run them. 

> Examples of these demos are: 

> - hb 

> — terra incognito 

> — ftptest 

> — columns 

> - layd100 

> 


I can get these demos to run, but I can't get other demos in object 
format to run. Specifically "t_tank2f£" and "bills 110" from the 
Showcase page on the NY web site. I download these to the NY using 
the PSComUtil and after it says "Program Running" nothing happens. 
Any ideas? 


--Robb Thomas 
-—-MESSAGE FILE 18130 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
63 


--MESSAGE FILE 18131 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0064 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Sat, 11 Oct 1997 17:32:40 -0500 

Organization: University of Chicago 

Lines: 25 

Message-ID: <thomas—-1110971732400001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> 

NNTP-Posting-Host: sofboy.cs.uchicago.edu 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:212 scea.yaroze.pr 
oblems.mac: 64 


In article <509qoc$2194@scea>, "John Roseborough" <jrose@metrowerks.com> wrote: 
> Yes! Internally, we've been able to compile and run over 20 of the demos 
> available on the Net Yaroze web pages. This is using the latest CodeWarrior 


> tools for Mac OS and Win95/NT 


stuff deleted 


> There are also demos which are up on the Sony BBS which come in object code 
> only. You can use PSComUtil to download these projects and run them. 

> Examples of these demos are: 

> - hb 

> — terra incognito 

> - ftptest 

> — columns 

> — layd100 

> 


I can get these demos to run, but I can't get other demos in object 
format to run. Specifically "t_tank2f£" and "bills 110" from the 
Showcase page on the NY web site. I download these to the NY using 
the PSComUtil and after it says "Program Running" nothing happens. 
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Any ideas? 


--Robb Thomas 
—-MESSAGE FILE 18131 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
64 


--MESSAGE FILE 18132 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: 13 Oct 1997 07:45:57 GMT 

Organization: WermxX Software 

Lines: 19 

Message-ID: <0lbcd7abS$b430ae80S75bf43ce@wkwerner> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> 

NNTP-Posting-Host: port17.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:213 scea.yaroze.pr 
oblems.mac:65 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 


> I can get these demos to run, but I can't get other demos in object 
> format to run. Specifically "t_tank2f" and "bills 110" from the 

> Showcase page on the NY web site. I download these to the NY using 
> the PSComUtil and after it says "Program Running" nothing happens. 
> Any ideas? 

> 

> --ՔՇԵԵ Thomas 

Robb, 


Have you tried running the non-functional demos from siocons to see 
if it is realy a CW problem or not? 


Wayne K. Werner 
wkwerner@con2.com 


-—-MESSAGE FILE 18132 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
65 


--MESSAGE FILE 18133 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0066 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Wed, 15 Oct 1997 00:49:06 -0500 

Organization: University of Chicago 

Lines: 25 

Message-ID: <thomas-—1510970049060001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas-—1110971732400 
001@sofboy.cs.uchicago.edu> <0Olbcd7ab$b430ae80S75bf43ce@wkwerner> 

NNTP-Posting-Host: sofboy.cs.uchicago.edu 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:214 scea.yaroze.pr 
oblems.mac: 66 


In article <0lbcd7Jab$b430ae80S75bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 


I can get these demos to run, but I can't get other demos in object 
format to run. Specifically "t_tank2f£" and "bills 110" from the 
Showcase page on the NY web site. I download these to the NY using 
the PSComUtil and after it says "Program Running" nothing happens. 
Any ideas? 


VV VV V V V 
V V V V V 
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> 
> ——Robb Thomas 


Robb, 


Have you tried running the non-functional demos from siocons to see 
if it is realy a CW problem or not? 


Wayne K. Werner 
wkwerner@con2.com 


VVVVVVVVV VV 


Yeah, I'm using the PSComUtil, aka siocons. 


——Robb Thomas 
—-MESSAGE FILE 18133 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
66 


--MESSAGE FILE 18134 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0067 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: 16 Oct 1997 04:38:03 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <01lbcd9ec$f10b7360S71bf43ce@wkwerner> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <Olbcd7ab$b430ae80$75bf£43ce@wkwerner> <thomas—1510970049 
060001@sofboy.cs.uchicago.edu> 

NNTP-Posting-Host: port13.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:216 scea.yaroze.pr 
oblems.mac: 67 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 
> Yeah, I'm using the PSComUtil, aka siocons. 
Robb, 


Siocons is the command line console provided by Sony. PSComUtil is 
the windows program of similar functionality supplied with CW. When 
you say you are having trouble running pre-compiled programs using 
CW, I assume you mean PSComUtil. That is why I suggest trying 
Siocons, to see if the problem of running the pre-compiled stuff is 
with CW or the NY executable you downloaded. 


Good luck, 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18134 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
67 


--MESSAGE FILE 18135 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0068 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Fri, 17 Oct 1997 17:25:53 -0500 

Organization: University of Chicago 

Lines: 24 

Message-ID: <thomas-—1710971725530001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <Olbcd7ab$b430ae80$75bf£43ce@wkwerner> <thomas—1510970049 
060001@sofboy.cs.uchicago.edu> <0Olbcd9ec$f10b7360S71bf43ce@wkwerner> 
NNTP-Posting-Host: sofboy.cs.uchicago.edu 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:217 scea.yaroze.pr 
oblems.mac: 68 


In article <0lbcd9ec$f10b7360S71bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 
> Yeah, I'm using the PSComUtil, aka siocons. 
Robb, 


Siocons is the command line console provided by Sony. PSComUtil is 
the windows program of similar functionality supplied with CW. When 
you say you are having trouble running pre-compiled programs using 
CW, I assume you mean PSComUtil. That is why I suggest trying 
Siocons, to see if the problem of running the pre-compiled stuff is 
with CW or the NY executable you downloaded. 


Good luck, 


Wayne K. Werner 
wkwerner@con2.com 


VVVVVVVVVVVVV VV VV 


Can I run siocons on a Mac? If so, how do I do it? 


--Robb Thomas 
—-MESSAGE FILE 18135 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
68 


--MESSAGE FILE 18136 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0069 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Fri, 17 Oct 1997 22:32:47 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3448580E.6DD9@bc.sympatico.ca> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <Olbcd7ab$b430ae80$75bf£43ce@wkwerner> <thomas—1510970049 
060001@sofboy.cs.uchicago.edu> <0Olbcd9ec$f10b7360S71bf43ce@wkwerner> <thomas-1710971 
725530001@sofboy.cs.uchicago.edu> 

NNTP-Posting-Host: vcta01lm02-113.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:218 scea.yaroze.pr 
oblems.mac: 69 


>Can I run siocons on a Mac? If so, how do I do it? 
> 
> ——Robb Thomas 


As Joel is wont to say, have you got the latest kit from 

www.metrowerks.com? Version 2 is much much better; PSComUtil works much 
better, as does the debugger. Plus, they both support the siocons batch 
files which 1.0 didn't, and I'll bet that's why you're having problems. 


- nick 
—-MESSAGE FILE 18136 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
69 


--MESSAGE FILE 18137 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0070 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac,scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
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ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
-—-MESSAGE FILE 18137 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
70 


--MESSAGE FILE 18138 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0071 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


—-MESSAGE FILE 18138 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
71 


--MESSAGE FILE 18139 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0072 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Apple Video Player 

Date: Sat, 14 Mar 1998 11:48:00 +0100 

Organization: Debri 

Lines: 10 
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Message-ID: <ld5uxtp.lib7xsz190u8aeN@al-—88-101.al.nl1l> 
NNTP-Posting-Host: al-88-101.al.n1 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I wanted to use Apple Video Player as the game-monitor. In the 
CodeWarrior manual they say it's possible to do this, but on my 

PPC 8500av it only works sometimes. The startup-screen is never a 
problem. Not in the NTCS-mode and not in the PAL-mode. After the 
startupscreen has disapeared, the screen turns black and white and 
starts flikering. I never had problems with video's and sometimes 

it works fine in PAL and only the check-program (NTSC) worked proper. 
Are there other Mac-users with a similar problem? 


DEnnis... 
—-MESSAGE FILE 18139 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
72 


--MESSAGE FILE 18140 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0073 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Apple Video Player 

Date: Sun, 15 Mar 1998 22:02:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <ira.rainey—-1503982202520001@host5-99-43-37.btinternet.com> 
References: <ld5uxtp.1lib7xsz190u8aeN@al-—88-101.al.nl1> 
NNTP-Posting-Host: host5-99-43-37.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <ld5uxtp.1ib7xsz190u8aeN@al-—88-101.al.nl>, macsuppor@al.nl 
(Dennis Brinkhuis) wrote: 


> I wanted to use Apple Video Player as the game-monitor. In the 

> CodeWarrior manual they say it's possible to do this, but on my 

> PPC 8500av it only works sometimes. The startup-screen is never a 

> problem. Not in the NTCS-mode and not in the PAL-mode. After the 

> startupscreen has disapeared, the screen turns black and white and 

> starts flikering. I never had problems with video's and sometimes 

> it works fine in PAL and only the check-program (NTSC) worked proper. 
> Are there other Mac-users with a similar problem? 

I tried to use AVP for displaying my Yaroze screen at first, rather than 
buying another monitor, but it really doesn't work that well for some 
reason. I had similar problems, and also when it did work the picture used 
to roll (a lot). 


I just found a second hand video monitor instead. 


Ira 
—-MESSAGE FILE 18140 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
73 


--MESSAGE FILE 18141 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0074 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Apple Video Player 

Date: Sat, 21 Mar 1998 10:10:56 +0100 

Organization: Debri 

Lines: 25 

Message-ID: <1d68k25.1tg6éqtymhj4w0ON@al-88-125.a1l.nl> 

References: <ld5uxtp.1ib7xsz190u8aeN@al-88-101.al.nl> <ira.rainey-1503982202520001@h 
ost5-99-43-37.btinternet.com> 

NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Ira Rainey <ira.rainey@btinternet.com> wrote: 
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or chipped playstations in order to review / preview Japanese 
games. I know a Yaroze will play the imports, but they have only 
been available relatively recently. To play a preview, they MUST 
use a chipped/debug station.... 


Craig. 


Robert Swan wrote: 


On Sat, 4 Apr 1998 17:36:20 +0200, macsuppor@al.nl (Dennis Brinkhuis) 
wrote: 

>I think that a yaroze-game burned on a gold-disc can be played ona 
>"converted" PSX. I have not tried this yet, but I will try this in the 
>future. Anyhow, I think it's possible if the PSX is cracked. 

> 

>DEnnis... 


and thats a serious answer? talking about cracked playstations? Must 
admit Im not that impressed. Are the game reviewers supposed to get 
hold of a chipped playstation? 


Damn, Im just one of those old fashioned 22 year olds with a grudge 
against pirating :) 


VVVVVVVVVVVVVVV VV 


Robert Swan 


—-MESSAGE FILE 1919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00622 


—-MESSAGE FILE 1920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000623 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Mon, 06 Apr 1998 17:03:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <352909ba.9335603@news.playstation.co.uk> 

References: <0Olbd5eef$139ea280Scc3752ca@ferguson> <01lbd5ef1$4e929340Scc3752ca@fergus 
on> <1d6z220.1m5tk4qi5hjikgN@al-—88-125.al.nl> <0Olbd60a8Sdaf6é78c0$a33063c3@default> < 
3528464E.30754A28@sinclair.net> 

NNTP-Posting-Host: stu-dialup1l4.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


My apologies for ranting quite so much. I get annoyed primarily 
because Im surrounded by people at uni who want to work in the 
computer industry, yet none of them mind copying huge amounts of stuff 
and dont seem to realise that behaviour mucks up there own chances etc 
ete. 3) 


Im sure everyone has heard it all before! 


As far as Im aware, older playstations could run foreign discs, it 
just required disc swapping which I dont think is illegal, is it? 


Also, Im sure Ive heard of people bringing back japanese playstations 
and then altering the power supply etc which also gets around illegal 
things. I assume. 


Sorry for being obnoxious, its just that I am at times! 
Robert Swan 


—-MESSAGE FILE 1920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00623 


—-MESSAGE FILE 1921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000624 
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In article <ld5uxtp.1ib7xsz190u8aeN@al-—88-101.al.nl>, macsuppor@al.nl 
(Dennis Brinkhuis) wrote: 


v 


I wanted to use Apple Video Player as the game-monitor. In the 
CodeWarrior manual they say it's possible to do this, but on my 

PPC 8500av it only works sometimes. The startup-screen is never a 
problem. Not in the NTCS-mode and not in the PAL-mode. After the 
startupscreen has disapeared, the screen turns black and white and 
starts flikering. I never had problems with video's and sometimes 

it works fine in PAL and only the check-program (NTSC) worked proper. 
Are there other Mac-users with a similar problem? 


VVVVVVV 


I tried to use AVP for displaying my Yaroze screen at first, rather than 
buying another monitor, but it really doesn't work that well for some 
reason. I had similar problems, and also when it did work the picture used 
to roll (a lot). 


I just found a second hand video monitor instead. 


VVVVVVVVVVVV VV VV VV VV 


H 
H 
w 


What is better? a video-monitor or a TV-set? Can a video-monitor display 
PAL and NTSC? 
--MESSAGE FILE 18141 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
74 


--MESSAGE FILE 18142 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0075 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Apple Video Player 

Date: Sun, 22 Mar 1998 12:52:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ira.rainey—-2203981252260001@host5-99-52-6.btinternet.com> 

References: <ld5uxtp.1lib7xsz190u8aeN@al-88-101.al.nl> <ira.rainey-1503982202520001@h 
ost5-99-43-37.btinternet.com> <1d68k25.1tgéqtymhj4w0ON@al-88-125.al1l.nl> 
NNTP-Posting-Host: host5-99-52-6.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <1d68k25.1tg6qtymhj4wON@al-88-125.al.nl>, macsuppor@al.nl 
(Dennis Brinkhuis) wrote: 


> What is better? a video-monitor or a TV-set? Can a video-monitor display 
> PAL and NTSC? 


Depends on the monitor that you buy, you can buy models that do both. 


If you have a scart connection on the TV then it will be as good as a 
monitor, but if you have to tune your picture in through the RF socket 
then you'd be better off with a monitor. 


Ira 
—-MESSAGE FILE 18142 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
75 


--MESSAGE FILE 18143 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0076 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Apple Video Player 

Date: 23 Mar 1998 04:39:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <slrn6éhbq52.ule.toby@ns.forefront.com.au> 

References: <ld5uxtp.1ib7xsz190u8aeN@al-88-101.al.nl> <ira.rainey-1503982202520001@h 
ost5-99-43-37.btinternet.com> <1d68k25.1tg6qtymhj4w0ON@al-88-125.al.nl> <ira.rainey-2 
203981252260001@host5—-99-52-6.btinternet .com> 

NNTP-Posting-Host: ns.forefront.com.au 
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On Sun, 22 Mar 1998 12:52:26 +0000, 
Ira Rainey <ira.rainey@btinternet.com> wrote: 


> 
>Depends on the monitor that you buy, you can buy models that do both. 


The problem is that the psx is designed to be either pal or ntsc. you can 

get a monitor (or indeed a tv) that does both, but if it's a pal playstation, 
ntsc will be in black and white. i don't know what happens in the opposite 
direction, but it'll either be black and white or some lurid conglomoration of 
hues that doesn't even remotely reflect what was intended. 

there are, of course, hacks to fix this, but not without incurring the ire 

of sony. (and not without butchering bits of your playstation - not good, if 
you're not handy with a soldering iron.) 


toby. 
—-MESSAGE FILE 18143 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
76 


--MESSAGE FILE 18144 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0077 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Apple Video Player 

Date: Fri, 27 Mar 1998 02:48:18 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <wal-ya02408000R2703980248180001@news.scea.sony.com> 
References: <ld5uxtp.lib7xsz190u8aeN@al-—88-101.al.nl> 
NNTP-Posting-Host: ppp-asft01--023.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


My own experience: 


I just got a PowerMac 6500 with the Apple Video System card, and I am using 
AVP to display Yaroze output. So far (all of one day) it seems to work OK. 
But it's much blurrier than my Commodore monitor, and interlaced displays 
(like the startup screen) seem to only show one field, i.e. every other 
line is missing. 


In article <ld5uxtp.1ib7xsz190u8aeN@al-—88-101.al.nl>, macsuppor@al.nl 
(Dennis Brinkhuis) wrote: 


> I wanted to use Apple Video Player as the game-monitor. In the 

> CodeWarrior manual they say it's possible to do this, but on my 

> PPC 8500av it only works sometimes. The startup-screen is never a 

> problem. Not in the NTCS-mode and not in the PAL-mode. After the 

> startupscreen has disapeared, the screen turns black and white and 

> starts flikering. I never had problems with video's and sometimes 

> it works fine in PAL and only the check-program (NTSC) worked proper. 
> Are there other Mac-users with a similar problem? 

> 

> DEnnis... 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18144 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
77 


--MESSAGE FILE 18145 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0078 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Apple Video Player 

Date: Tue, 31 Mar 1998 18:25:28 +0100 
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Organization: Debri 

Lines: 7 

Message-ID: <ld6pdvn.mh7pz61lm7wznkN@ [194.151.88.141]> 
References: <ld5uxtp.1lib7xsz190u8aeN@al-—88-101.al.nl1> 
NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I found something else to. It's called a PAL Booster and it lets you use 
a PAL-only TV to project NTSC. 
It stood in Playstation Plus (april 1998) on page 112. 

The price is 25 pounds. They say it does not work but I suppose you also 
need a NTSC-PSX with it. Since the Yaroze is PAL and NTSC is presume 
that it will work. In that case it would be a cheap solution if you have 
a decent TV-set. 
—-MESSAGE FILE 18145 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
78 


--MESSAGE FILE 18146 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0079 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.mac 

Subject: tmd util update 

Date: Sat, 04 Apr 1998 01:45:50 -0800 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <wal-ya02408000R0404980145500001@news.scea.sony.com> 
NNTP-Posting-Host: ppp-asft03--080.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Well, it's been a while... 


Version 0.21 of my TMD/RSD viewer has been around for a while, but I forgot 
to put a link to it on my web page! Oops. That's been corrected. 


Meanwhile, version 0.31 is done and I'll be uploading it soon. I'll let you 
know when it's been approved. If anyone wants a copy before that, let me 
know and I can send it (it's a bit big though, 680K StuffIt file). The 
newer version fixes bugs with saving PLY files, and displays textures! 


Here's an excerpt from the readme for version 0.31: 


Running the program 

Use the File:Open command to open a TMD or RSD file. With any luck it will 

display in a new window. Drag in the "scroll bars" to rotate it around. Use 
the View:Show Back Faces command to draw the normally hidden back-faces in 

wireframe (note: this can slow down rendering a lot). You can also use the 

arrow keys and 'z' and 'x' to rotate the object in various ways. Click and 

drag in some of the other controls to move the camera view around. 


Click in a polygon to select it. Only one poly selected at a time; the 
index number of the selected polygon is displayed in the pane below the 
window. This can be handy if you're editing an RSD file by hand and want to 
know which poly is which. "Reverse Polygon" changes the facing of the 
polygon. 


"Save As TMD..." lets you save the model as a TMD but this has NOT been 
extensively tested! 


"Save As PLY..." lets you save the polygon information as a PLY file, which 
is part of the RSD file "set". This is handy if you want to open an RSD 
file, fix any polygon facings, and then continue to edit the RSD file(s) by 
hand before converting it finally into a TMD file. 


Textures. Texture support varies depending on whether you opened an RSD 

file or a TMD file. RSD files refer to textures by filename. If those named 
TIM files exist in the same directory as the RSD file, they will be opened, 
and the textures should be displayed. On the other hand, TMD files refer to 
textures by texture page; i.e. they point to locations in the PlayStation's 


Net Yaroze newsgroups message dump.txt Page 12214 


video memory -- so textured TMD files initially show up as grey. However, 
you can choose File:Insert TIM File; to load a TIM file into TMDViewer's 
"virtual frame buffer". TMDViewer maintains a separate virtual frame buffer 
for each open file. Right now there is no way to remove TIM files from the 
frame buffer, except by closing and re-opening the TMD file. 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 

—-MESSAGE FILE 18146 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
79 


--MESSAGE FILE 18147 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0080 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Abstrakt <abstrakt@yourlink.net> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Memory Cards? 

Date: Mon, 11 May 1998 15:36:57 +0000 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35571B10.8B5F8FE@yourlink.net> 

NNTP-Posting-Host: 205.152.62.251 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


I am having a problem getting my yaroze to recognize the 

memory card, I have tried several different things, ie. format the 
memory card using the app that was included in the package and even 
tried purchasing a new card but it still won't see the card, I have all 
the obvious things troubleshooted and now I am stuck. Can anyone help 
me? There isn't to many of us Mac users huh? Any other tips would be 
appreciated I am just starting out. Thanks. 


-—-MESSAGE FILE 18147 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
80 


--MESSAGE FILE 18148 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0081 

Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Memory Cards? 

Date: Tue, 07 Jul 1998 23:04:51 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 19 

Message-ID: <skennedy—-0707982304520001@prol1-147.barrie.connex.net> 
References: <35571B10.8B5F8FE@yourlink.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 


In article <35571B10.8B5F8FE@yourlink.net>, Abstrakt 
<abstrakt@yourlink.net> wrote: 


> I am having a problem getting my yaroze to recognize the 

> memory card, I have tried several different things, ie. format the 

> memory card using the app that was included in the package and even 

> tried purchasing a new card but it still won't see the card, I have all 
> 

> 

> 


the obvious things troubleshooted and now I am stuck. Can anyone help 
me? There isn't to many of us Mac users huh? Any other tips would be 
appreciated I am just starting out. Thanks. 


Well its been since May 11, since this was put up. 
Did the suggestions work?? 


Post a reply to put the rest of us MacOS developers at rest... 
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>) 


-sean 
--MESSAGE FILE 18148 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
81 


--MESSAGE FILE 18149 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0082 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Fast Serial & A G3... 

Date: Wed, 15 Jul 1998 17:29:12 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <35AD1F26.2ACF@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Anybody here using their Yaroze with a G3? I had some problems at first, 
but that was because the serial ports didn't work at an over-clocked 
speed. (The uhh... "jumpers slipped" in my G3 and it was running a bit 
faster then it should ;) Even once that was solved I couldn't connect at 
115kbps though... 


Then I downloaded the G3 serial update Apple just posted. Now I can 
connect at 115kbps, but the apparent speed still seems to be 56kbps?! 


Anybody have any thoughts? I doubt it's a cable issue because otherwise 
I shouldn't be able to connect at all... 


- Gerrit 
-—-MESSAGE FILE 18149 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
82 


--MESSAGE FILE 18150 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0083 

Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Fast Serial & A G3... 

Date: Thu, 17 Sep 1998 22:27:27 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 42 

Message-ID: <skennedy-1709982227280001@prol1-173.barrie.connex.net> 
References: <35AD1F26.2ACF@funnytown. com> 

NNTP-Posting-Host: prol-173.barrie.connex.net 


In article <35AD1F26.2ACF@funnytown.com>, Gerrit Goossen 
<gerrit@funnytown.com> wrote: 

> Anybody here using their Yaroze with a G3? I had some problems at first, 
but that was because the serial ports didn't work at an over-clocked 
speed. (The uhh... "jumpers slipped" in my G3 and it was running a bit 
faster then it should ;) Even once that was solved I couldn't connect at 
115kbps though... 
Then I downloaded the G3 serial update Apple just posted. Now I can 
connect at 115kbps, but the apparent speed still seems to be 56kbps?! 
Anybody have any thoughts? I doubt it's a cable issue because otherwise 
I shouldn't be able to connect at all... 

- Gerrit 


VVVVVVVVV 


If youare using a Mac and CW IDE you should look at a couple of the news 
threads about the PsCommUtil and problems. 


PsCommUtil really looks at beast as if it is working at 56K {Personally I 
would not be surprised.} try the following. 


goto http://www.tucows.com 
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go into the Macintosh pages and goto communications utilities. 
Look for Z-Term. 
Download it and use it to talk to the terminal window of the Net Yaroze 


{PSX_NY} 
at 9600 bps, type in "dir" and watch the scroll. 


Set up Zterm to work at 9600-8-N-1 {take your time it's there somewhere...) 


Switch to 57600 bps by typing in "baud 57600" at the terminal window. 
Setr the termal speed to 57600 in Z-Term. 


Do the "dir" again. Watch the improvement. 
Switch to 115600 at the terminal window, and change Z-Term accordingly. 
"dir" again. WOW huh? 


How I found out the impact of PsCommUtil. 

-sean 

--MESSAGE FILE 18150 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
83 


--MESSAGE FILE 18151 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0084 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: A bit late, but new version of Mac TMD viewer available 

Date: Mon, 05 Oct 1998 23:21:44 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <wal-ya02408000R0510982321440001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-68.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.announce:105 scea.yaroze.problems.mac: 84 


I finally uploaded the most recent version of my Mac RSD/TMD viewer. Take a 
look... let me know what you think! It's available on my web page (address 
below). I haven't been spending much (any) time doing any Yaroze-related 
coding lately (got a new job), but I hope to get back into it soon... 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 

-—-MESSAGE FILE 18151 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
84 


--MESSAGE FILE 18152 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0085 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: 3D Demo Trouble 

Date: Mon, 18 Jan 1999 23:19:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36A3C17D.1555241B@btinternet .com> 

NNTP-Posting-Host: host62-172-57-15.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 
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I received my Net Yaroze about a week ago, and am having major 
trouble getting the 3D demo supplied by CW to work. 

I Have succesfully converted all files and batch files to CW, 

but whenever i try to run the program, it looks as though the vertical 
hold has stopped working, the screen just keeps on scrolling 
upwards. 

Also when you have a program with multiple targets, how do you 

get CW to load all targets into memory?, or is this not the way it 
works? 

The tutorial for 3D Demo in the CW Booklet just stops 

after tutorial 2, which has not helped me very much. 

Also the targeting yaroze manual supplied with CW makes 

various refrences to the IDE user guide, i do not have this manual 
should it have been supplied with CW?. 


James Duffield 
J.Duffield@btinternet.com 


—-MESSAGE FILE 18152 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
85 


--MESSAGE FILE 18153 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0086 

Path: chuka.playstation.co.uk!scea!prol1-150.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: 3D Demo Trouble 

Date: Mon, 25 Jan 1999 23:49:15 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 48 

Message-ID: <developer-2501992349160001@prol1-150.barrie.connex.net> 
References: <36A3C17D.1555241B@btinternet.com> 

NNTP-Posting-Host: prol-150.barrie.connex.net 


[sound of sirens...] 


I received my Net Yaroze about a week ago, and am having major 

trouble getting the 3D demo supplied by CW to work. 

I Have succesfully converted all files and batch files to CW, 

but whenever i try to run the program, it looks as though the vertical 
hold has stopped working, the screen just keeps on scrolling 

upwards. 

Are you an SCEE user? If you are, the do a search for the NTSC_MODE 

and change ANYTHING that says NTSC to PAL. 


> 
> 
> 
> 
> 
> 


Remember, if you live in the UK you are a PAL user. 

If you live in Japan or North America, you are an NTSC user. 

This will allow your "TV" video monitor to properly interpret the video 
coding sequence. 


Last question? are you using your Mac as the video interface to the PSX_NY? 


Email me at mailto:skennedy@admin.humberc.on.ca if yu are there are 
further questions I will have to ask. 


> Also when you have a program with multiple targets, how do you 
> get CW to load all targets into memory?, or is this not the way it 
> works? 


CW uses a batch utility in PS_Comm util that will interpret SIOCONS Batch files. 
This works for most batches. But some are coded by fiends like myself, and 
may not work. 


> The tutorial for 3D Demo in the CW Booklet just stops 

> after tutorial 2, which has not helped me very much. 

> Also the targeting yaroze manual supplied with CW makes 
> 

> 


various refrences to the IDE user guide. 
i do not have this manual 
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> should it have been supplied with CW?. 


It is a PDF document supplied with CW. CW and Metrowerks are friendly to trees. 
Use Acrobat reader, or if you live in a relatively tree surplus zone, 

{like I do here in Canada...} then goto a print shop and have it output 

double sided {Duplexed} and 3-hole punched or bound. 


> James Duffield 
> J.Duffield@btinternet.com 


Sean Kennedy 

developer@woodentulip.com 

—-MESSAGE FILE 18153 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
86 


--MESSAGE FILE 18154 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0087 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "scea" <mark@andradearts.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Blue G3 and no serial port 

Date: Mon, 22 Feb 1999 10:57:54 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <7as98 j$8 jb5@scea> 

NNTP-Posting-Host: dol-proxyl.disney.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Has anyone tried using a Blue G3 connected to the Yaroze using a serial 
port emulator? 


Mark Andrade 


—-MESSAGE FILE 18154 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
87 


--MESSAGE FILE 18155 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0088 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Mark Andrade" <mark@andradearts.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Blue G3 and no serial port 

Date: Mon, 22 Feb 1999 11:58:27 -0800 

Organization: Andrade Arts 

Lines: 18 

Message-ID: <7J7ascpo$8 jb6@scea> 

References: <7as98j$8jb5@scea> 

NNTP-Posting-Host: dol-proxyl.disney.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oops. I mixed up name fields. This is not from SCEA. It's from me 


Mark Andrade 


scea wrote in message <7as98jS$8jb5@scea>... 

> 

>Has anyone tried using a Blue G3 connected to the Yaroze using a serial 
>port emulator? 

> 

>Mark Andrade 

> 

> 

> 
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> 


—-MESSAGE FILE 18155 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
88 


--MESSAGE FILE 18156 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0089 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 
From: developer@woodentulip.com (Sean Kennedy) 
Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Blue G3 and no serial port 

Date: Tue, 09 Mar 1999 22:07:42 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 23 

Message-ID: <developer-—0903992207420001@192.168.0.1> 
References: <7as98jS8jb5@scea> <7ascpo$8jb6@scea> 
NNTP-Posting-Host: prol-161.barrie.connex.net 


Mark Andrade wrote in message <7as98jS$8jb5@scea>... 

> 

>Has anyone tried using a Blue G3 connected to the Yaroze using a serial 
>port emulator? 

> >Mark Andrade 

Will let you know in probably a week. 

I have to see if my USB to Mac Serial link will work. 

I still have to find an NTSC cature PCI card for G3. 

For now, I will be using an old Commodore 1702.. 


VVV WV 


—sean 


PS: I'll give you a Status update for the USB Serial running in LinuxPPC too. 
>) 

:) 

:) 

Ah I LOVE RISC! 


-sean 
--MESSAGE FILE 18156 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
89 


--MESSAGE FILE 18157 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0090 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Mark Andrade" <mark@andradearts.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Blue G3 and no serial port 

Date: Thu, 11 Mar 1999 16:44:29 -0800 

Organization: Andrade Arts 

Lines: 38 

Message-ID: <7c9ntvShup4@scea> 

References: <7as98j$8jb5@scea> <7ascpo$8 jb6@scea> <developer—0903992207420001@192.16 
8.0.1> 

NNTP-Posting-Host: dol-proxyl.disney.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Cool. Thanks. 


I was thinking about getting the keySpan $80 thing or an actual PCI Serial 
Card. But the card is $250. 


Which are you testing? 


Mark 
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Sean Kennedy wrote in message š 

>> Mark Andrade wrote in message ՀՅՏ98)58)Ե505Շ68»... 
>> > 

>> >Has anyone tried using a Blue G3 connected to the Yaroze using a serial 
>> >port emulator? 

>> >Mark Andrade 

>Will let you know in probably a week. 

>I have to see if my USB to Mac Serial link will work. 
>I still have to find an NTSC cature PCI card for G3. 
>For now, I will be using an old Commodore 1702.. 

> 

>-sean 


>PS: I'll give you a Status update for the USB Serial running in LinuxPPC 


š) 


>Ah I LOVE RISC! 
> 


>-sean 


—-MESSAGE FILE 18157 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
90 


--MESSAGE FILE 18158 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0091 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Blue G3 and no serial port 

Date: Thu, 11 Mar 1999 23:26:02 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 15 

Message-ID: <developer-1103992326020001@192.168.0.1> 

References: <7as98jS8 jb5@scea> <7ascpoS$8jb6@scea> <developer-—0903992207420001@192.16 
8.0.1> <7c9ntvShup4@scea> 

NNTP-Posting-Host: prol-150.barrie.connex.net 


Cool. Thanks. 

I was thinking about getting the keySpan $80 thing or an actual PCI Serial 
Card. But the card is $250. 

Which are you testing? 

Mark 


VVVVYV 


Actually, I was considering getting the iDock from CompuCable, but 
$299.00CAN is pretty expensive. So I was considering a couple of 
alternatives A port powered USB DTE adaptor | needs null modem to I/O to 
Yaroze.] or another alternative. 


I just tried wiring up my Macally iBall to my Win95 system No Go. Need to 
find a way to hack it to be seen as a MS-Mouse. 


-sean 
--MESSAGE FILE 18158 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
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--MESSAGE FILE 18159 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0092 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: wadder, a mac utility, now available 

Date: Sat, 24 Apr 1999 23:49:44 -0700 

Organization: SCEA News Server 
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Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Datastream Cowboy 

Date: 6 Apr 1998 17:14:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <0Olbd617f£$2bef8420S$413b63c3@default> 
NNTP-Posting-Host: host5-99-59-65.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 


I'd like to create a program that streams data between the PC and the 
playstation via the serial port (preferably asynchronously), by firstly 
downloading the playstation app via siocons (or PScomUtil), executing it, 
then shutting down siocons and taking control of the serial port for my own 
use. So far I've not had much luck, I can send and receive data to siocons, 
but when I shut it down and run my own PC app I get nothing from the 
playstation, nor is any data sent received. 


If someone more knowledgeable than myself could give me a few pointers as 
to where to start, and also a few examples օք how to use ioct1l() I would be 
extremely grateful. 


Cheers, 


Pete 


1223 


—-MESSAGE FILE 1921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00624 


—-MESSAGE FILE 1922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000625 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Game Design UK 

Date: Mon, 06 Apr 1998 19:39:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 62 

Message-ID: <35292163.122B31E5@compuserve.com> 
References: <0Olbd5eef$139ea280$cc3752catferguson> 
NNTP-Posting-Host: 1d46-200.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hmm, think my last posting got lost, 
Hi All 


Just got a reply from the organisers of this event, YAROZERS can enter !! 


>Thanks for your message. I note the spectacular omission of anything 
>relating to platform on the web site and will rectify this. In 
>practice, formats are restricted to PC (not necessarily Windows 95) and 
>Playstation. So get working on your Yaroze and we look forward to 
>seeing your entry in due course. 

> 

>Best regards 

> 

>Liz Ibbotson 

> 

>> ----- Original Message----- 


>> From: Internet 

>> Sent: 04 April 1998 10:19 
>> To: Liz Ibbotson, IIG, SEO 
>> Subject: Enquiry 


>> << File: Reply.add >> << File: Header.txt >> 
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Lines: 15 

Message-ID: <ldqsi25.1f0tb4j39yq4gN@user-—33qsplh.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qsplh.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:128 scea.yaroze.problems.mac: 92 


wadder collects all of your data files together (TIMs, TMDs, etc.) and 
creates one big data file with all that data inside it. Now, instead of 
having to upload each individual TIM and TMD to the Yaroze, all you have 
to do is upload the single resultant data file. wadder also creates a 
header file which tells you where in memory each TIM and TMD resides. 
Just #include this header in your code and you're ready to go! 


[Inspired by (but uses no code from) Darco's "combine" utility (for the 
PC) .] 


Get it at <http://www.scea.sony.com/net/yaroze/pages/wlee.html> 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 

—-MESSAGE FILE 18159 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
92 


--MESSAGE FILE 18160 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0093 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: new version of TMDViewer available 

Date: Mon, 13 Sep 1999 22:29:17 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <ldy3ck8.fx0zt6jsmsn4N@[192.168.0.1]> 

NNTP-Posting-Host: user-33qtgmr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:135 scea.yaroze.problems.mac: 93 


i've uploaded version 0.5 of tmdviewer, my rsd/tmd viewer/editor for 
macintosh. new features include better rsd support, uv editing, and 
more. oh yeah, i've uploaded the source code, too, warts and all! 


check out my web page (in my sig) for details! 


wayne a. lee <wal@blarg.net> 

http: //www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 18160 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
93 


--MESSAGE FILE 18161 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0094 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scea.yaroze.problems.mac 

Subject: C++ will not link! 

Date: Thu, 23 Sep 1999 08:38:20 +0300 

Organization: Nokia 

Lines: 39 

Message-ID: <37E9BCCC.B1921168@nokia.com> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 


Has anyone actually managed to create a C++ program for Yaroze on a Mac? 
I have spent two nights now trying it and have not suceeded yet. I 
started doing exactly as was explained in the instructions in C++Support 
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Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version օք 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

" rts_info_t__.h"' had: 


SECTION extern void (*__static_init) (void); 


and the PC '_ rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


P.S. 


Since we also have a PC at home, I then did exactly the same there - and 
surprise, surprise - the learn project compiled and linked fine. 


—-MESSAGE FILE 18161 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
94 


--MESSAGE FILE 18162 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0095 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lamont Washington" <lemont@bellsouth.net> 

Newsgroups: scea.yaroze.problems.mac 

Subject: CANT GET NY TO CONNECT TO G3!!!! ARGHH!!!~ 

Date: Wed, 29 Sep 1999 00:05:26 -0400 

Organization: DefiantSoft 

Lines: 7 

Message-ID: <7spesuSiuh4@scea> 

NNTP-Posting-Host: host-—216-78-38-20.ath.bellsouth.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I have an Mac G3 System with a Belkin USB Serial Port Adapter. I am having 
serious problems getting 

it to connect to the playstation. Does anyone know if it is possible to use 
this adapter to code 

with yaroze? 


—-MESSAGE FILE 18162 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
95 


--MESSAGE FILE 18163 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0096 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: C++ builds fine now! 

Date: Thu, 30 Sep 1999 08:12:52 +0300 

Organization: Nokia 
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Lines: 58 

Message-ID: <37F2F154.C7AAAF90@nokia.com> 
References: <37E9BCCC.B1921168@nokia.com> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi again! 
C++ works fine now in a Mac.and it was not at all complicated. 


By the help of Metroworks excellent customer support I got everything 
right.. 

The only thing needed in addition to the instructions in C++Support 
Readme.txt was that 

both CodeWarrior for Net Yaroze Release 2, CW NY Updater (dated Feb 13, 
1998), 


and CW NY R2 update 2 (dated Feb 15, 1999). needed to be installed. Also 
these 
patches must be installed on top of each other (you cannot install R2 Update 


2 without 
already having the first Updater installed). 


Regards, 
Markku Kaurila 


Markku Kaurila wrote: 
Hi, 


Has anyone actually managed to create a C++ program for Yaroze on a Mac? 
I have spent two nights now trying it and have not suceeded yet. I 
started doing exactly as was explained in the instructions in Ct++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version of 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

" rts_info_t__.h"' had: 


SECTION extern void (*__static_init) (void); 


and the PC '_ rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


P. S. 


Since we also have a PC at home, I then did exactly the same there - and 
surprise, surprise - the learn project compiled and linked fine. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV AV NE VV 


—-MESSAGE FILE 18163 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
96 


--MESSAGE FILE 18164 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0097 
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Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 
Subject: dxf to rsd for macintosh! 

Date: Sat, 23 Oct 1999 12:43:16 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <1dzzq49.1603wn71fmwpbqN@wal-2.dsl.speakeasy.net> 
NNTP-Posting-Host: wal-2.dsl.speakeasy.net 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:136 scea.yaroze.problems.mac:97 


i've recently upgraded my mac tmd/rsd viewer to import dxf files. it's 
available on my web site (see my .sig below). 


oh yeah, i'll probably be renaming the program soon (currently named 
"TMDViewer"), since it does far more than just view tmds now. i'm 
leaning towards "DR TIM": Dxf Rsd Tmd Interchange for Macintosh.... any 
suggestions? 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 18164 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
97 


--MESSAGE FILE 18165 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0098 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.announce, scea.yaroze.problems.mac 

Subject: Re: dxf to rsd for macintosh! 

Date: Sun, 24 Oct 1999 16:40:21 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <381335ef.403519132@news.scea.sony.com> 

References: <1l1dzzq49.1603wn71fmwpbqN@wal-2.dsl.speakeasy.net> 

NNTP-Posting-Host: vmlabs39.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.announce:137 scea.yaroze.problems.mac: 98 


>oh yeah, i'll probably be renaming the program soon (currently named 
>"TMDViewer"), since it does far more than just view tmds now. i'm 
>leaning towards "DR TIM": Dxf Rsd Tmd Interchange for Macintosh.... any 
>suggestions? 


DR TIM sounds good. It's catchy and descriptive. Too bad I can't use 
ԼԵԼ 


Scott 
—-MESSAGE FILE 18165 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
98 


--MESSAGE FILE 18166 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0099 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Downloading problems on PowerPC/G3 

Date: Tue, 02 Nov 1999 22:07:12 -0500 

Organization: SCEA News Server 

Lines: 28 
Message-ID: <381FA6CE.8F30718C@drexel .edu> 

NNTP-Posting-Host: a122.COMCAT.COM 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 
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Hello. I ordered a DB9-DB25 converter and a custom DIN8-DB25 cable based 
on the specs put forth by Metrowerks. It worked fine for a few months 
and then a few downloads had a problem and it stopped working entirely. 
This was on a PowerMac 7100/66 with the DIN8-DB25 plugged in the printer 
serial port, DB9-DB25 converter connected to that, and the 
Playstation-DB9 cable connected to that. I think I was using MacOS 
7.5.x. I gave up for several months and am now trying to get it to work 
again. 


I now have a PowerBook G3 with Micro Connector's USB Serial Adapter for 
Macintosh. (The control panel calls it iDock). I am now running MacOS 
8.6. 


I've tried the Playstation-DB25 cable on a friends PC and it worked 
correctly. I had the DIN8-DB25 cable checked out by the store that made 
it for me and it checked out fine. I tried connecting everything to a 
PowerMac 7200 (MacOS 8.1) on my school campus and I got a reaction: a 
few gibberish characters followed by correct, readable text on the 
output window-- which it called a connection failure. On my Powerbook, I 
do not get any response. 


So I can't get it to work on my old PowerMac (serial) or my new 
PowerBook (USB). Help! Please. Email or post or both. Oh, and I'm using 
the download tool from Metrowerk's Net Yaroze Release 2 CD. 


--Dave Romig, Jr. (drjr@drexel.edu) 


—-MESSAGE FILE 18166 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000000 
99 


--MESSAGE FILE 18167 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0100 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Downloading problems on PowerPC/G3 

Date: Mon, 15 Nov 1999 21:34:06 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3830C29A.19E62COE@drexel .edu> 

References: <381FA6CE. 8F30718C@drexel.edu> 

Reply-To: drjr@drexel.edu 

NNTP-Posting-Host: a675.ComCAT.COM 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.7 (Macintosh; I; PPC) 
X-Accept—-Language: en 


T 


well, I got the downloading working on a part-time basis. I suspect that 
the DIN8-DB25 cable may be the problem (even though it seemed to check 
out fine). I've managed to get it working on my PowerBook G3. 


Maybe the signal was too weak. Maybe there was too much noise. Or maybe 
there's a faulty cable. All I'm sure of is it's a problem with the cables/converters 


Here's a question: is it possible to get a Playstation-USB serial cable? 
I doubt Sony makes such things at this time (or that they plan to). 
However, considering it is a universal type, it would be great for both 
Mac and PC programmers. 


Well, anyway, I've got the connection some-what working, but if anyone 
has an idea on how to better the connection, please respond. 


——Dave Romig, Jr. (drjr@drexel.edu) 


--MESSAGE FILE 18167 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000001 
00 


--MESSAGE FILE 18168 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
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0101 

Path: chuka.playstation.co.uk!scea!prol-171.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.problems.mac 

Subject: Re: Downloading problems on PowerPC/G3 

Date: Thu, 18 Nov 1999 11:49:00 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <developer-1811991149010001@prol1-171.barrie.connex.net> 
References: <381FA6CE. 8F30718C@drexel.edu> <3830C29A.19E62COE@drexel .edu> 
NNTP-Posting-Host: prol-171.barrie.connex.net 


> Well, I got the downloading working on a part-time basis. I suspect that 
> the DIN8-DB25 cable may be the problem (even though it seemed to check 

> out fine). I've managed to get it working on my PowerBook G3. 

> 

> Maybe the signal was too weak. Maybe there was too much noise. Or maybe 
> there's a faulty cable. All I'm sure of is it's a problem with the 
cables/converters. 

> 

> Here's a question: is it possible to get a Playstation-USB serial cable? 
> I doubt Sony makes such things at this time (or that they plan to). 

> However, considering it is a universal type, it would be great for both 
> Mac and PC programmers. 

> 

> Well, anyway, I've got the connection some-what working, but if anyone 

> has an idea on how to better the connection, please respond. 

> 

> -—-Dave Romig, Jr. (drjr@drexel.edu) 

Hi David, 


I am going to order the Belkin USB serial RS-232 DB-9 Serial port adaptor. 
You can find it on the www.allusb.com website. 


The Serial adaptor for the DB-9 works under Windows98 with the WIN16 
application Terminal.exe [USB Serial] 


You cannot get an MS-DOS app to see it because COMMAND.COM does not know 
about USB. 


So I'll try it out for the Blue & White G3. 


I'll let you know. 


-sean 
--MESSAGE FILE 18168 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000001 
01 


--MESSAGE FILE 18169 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/mac/0000 
0102 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scea.yaroze.problems.mac 

Subject: Connecting PowerBook G3 to Yaroze 

Date: Fri, 19 Nov 1999 22:17:13 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <383612AD.F024F8B7@drexel .edu> 

References: <381FA6CE.8F30718C@drexel.edu> <3830C29A.19F62C0E@drexel.edu> <developer 
-1811991149010001@prol-171.barrie.connex.net> 

Reply-To: drjr@drexel.edu 

NNTP-Posting-Host: a1l14.COMCAT.COM 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 (Macintosh; I; PPC) 
X-Accept—-Language: en 


I think I got it. Now, I used to be able to download to my PowerMac 7100 
using the Playstation-DB9 cable, the DB9-DB25 converter, and the custom 
DB25-DIN8 cable. When I got my PowerBook G3, I bought a Micro 
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Connector's USB Serial Adapter for Macintosh. The PSComUtil provided by 
Metrowerks would temporarily switch the sound input to internal modem 
when used but the console output window would stay blank. 


Now here's the peculiar part. I got the downloading utility to connect 
by connecting an RCA sterio-1/4 sterio jack converter to my 
Playstation's RCA audio out port and plugging it into my PowerBook's 
sound input port on the back. And it will not work without it. I'm not 
sure why. 


Thanks, Sean, for telling me about the Belkin's cable and the allusb.com 
site. It looks like my current cables should be fine, though. 


--Dave Romig, Jr. (drjr@drexel.edu) 
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—-MESSAGE FILE 18169 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/mac/000001 


02 


THT ERT ERT HHH 
NPR EEE EH HE EH 


E AE EAE AE AE AE FE HHH HEH 


——START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc 


REE EHH EH HE EH 


--MESSAGE FILE 18170 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


001 

Path: chuka.playstation.co.uk!scea!news 
From: Kirk Bender <kbender@sj.znet.com> 
Newsgroups: scea.yaroze.problems.pc 
Subject: > 9600 problems 

Date: Sun, 20 Apr 1997 15:03:39 -0700 
Organization: SCEA Net Yaroze News 
Lines: 23 
Message-ID: <335A92BB.1BC7@sj.znet.com> 
NNTP-Posting-Host: capts-39.znet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


I'm having a heck of a time getting my yaroze to talk 

at greater than 9600 bps. I can connect and download at 9600 OK. 
I have a 486/133, and my 28.8 modem 

works fine at 28.8 with the same serial port. 

If I try to use > 9600 with siocons, I get garbage characters 
when I hit return. I'm trying to use a memory card like it says 
in the startup guide. (It says to see chapter 17 of the user's 
guide, which says nothing about memory cards.) 


Questions: 

Must the memory card be completely blank and 

formatted-- does the yaroze use all 15 blocks? 

Must I use a memory card at all to get >9600, if only to test? 
Does it matter what the speed and other settings are in 

the windows95 control panel: start-settings-control panel-system-— 
device manager-ports-COM2-port settings, or does siocons 

override these? If not, what should they be? 


thanks 
kirk 


Kirk Bender kbender@znet.com 
http://sj.znet.com/~kbender 


—-MESSAGE FILE 18170 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 


1 


--MESSAGE FILE 18171 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


002 
Path: chuka.playstation.co.uk!scea!news 
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From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.problems.pc 
Subject: Re: > 9600 problems 

Date: Mon, 21 Apr 1997 03:55:15 GMT 
Organization: SCEA Net Yaroze News 
Lines: 60 
Message-ID: <335ae0e9.44410777@205.149.189.29> 
References: <335A92BB.1BC7@sj.znet.com> 
NNTP-Posting-Host: ind-0022-9.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hi Kirk, 
Sorry to hear that you're having problems. 


Quick question. Have you downloaded the file 'baudrate.zip' from the 
files section? If you havn't, I recommend that you do. It walks you 
through the setup and it worked fine for me. 


To answer your questions: 

I don't know if the card has to be completely blank and formatted or 
not. Mine was new so I formatted it and it works fine. Likewise, I 
don't know how many blocks are used. 


You don't need to use a memory card to transfer at >9600. You only 
need it if you want the default speed to be other than 9600. To test 
other baud rates, use the '-B<baudrate>' option on the siocons command 
line. Be sure to use an uppercase B. I'm not sure if it makes a 
difference, but I don't put a space between the -B and the baud rate. 
I'll have to check that. 


The baud rate set by windows shouldn't matter, siocons can override 
it. Just to be on the safe side, I'd make sure that you're set to 8 
data bits, no parity, 1 stop bit and Xon/Xoff flow control. This works 
for me. 


Another thing that I've found is that having my Net Yaroze system 
connected on com2 and a modem on com4 causes problems when I'm 
connected to the net. 

Hope this helps, 


Mario 


On Sun, 20 Apr 1997 15:03:39 -0700, Kirk Bender <kbender@sj.znet.com> 
wrote: 


>I'm having a heck of a time getting my yaroze to talk 

>at greater than 9600 bps. I can connect and download at 9600 OK. 
>I have a 486/133, and my 28.8 modem 

>works fine at 28.8 with the same serial port. 

>If I try to use > 9600 with siocons, I get garbage characters 


>when I hit return. I'm trying to use a memory card like it says 
>in the startup guide. (It says to see chapter 17 of the user's 
>guide, which says nothing about memory cards.) 

> 

>Questions: 


>Must the memory card be completely blank and 

>formatted-- does the yaroze use all 15 blocks? 

>Must I use a memory card at all to get >9600, if only to test? 
>Does it matter what the speed and other settings are in 

>the windows95 control panel: start-settings-control panel-system-— 
>device manager-ports-COM2-port settings, or does siocons 
>override these? If not, what should they be? 

> 

>thanks 

>kirk 

> 
>Kirk Bender kbender@znet.com 
>http://sj.znet.com/~kbender 
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—-MESSAGE FILE 18171 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 


2 
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--MESSAGE FILE 18172 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.pc 

Subject: >9600 settings 

Date: Tue, 22 Apr 1997 16:22:57 -0700 

Organization: Sony Computer Entertainment America 

Lines: 53 

Message-ID: <335D4851.6381@interactive.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


As mario pointed out, baudrate.zip should contain the details about how 
to set higher speeds like 115200. 


I will give the generic steps you need to do that anyway. 


1. Boot up the Yaroze with access card in slot I and an empty and 
formatted memory card in slot II. 


The console screen on your TV will say that it has found the acess card 
but memory card is Not Found. Do not worry. All it means that it could 
not find the configuration file on the memory card. 


2. Run "Siocons -B <Current Baud Rate>" from a dos window. The default 
speed on the Net Yaroze is 9600 so use it. 


After a moment the siocons will show that the connection has been 
established and a prompt (">>") will appear. 


3. Type "baud 115200" at this prompt. You will see that the console 
screen on you TV saying that the speed has been changed to 115200. On 
the siocons console you will get a detailed message telling you what to 
do next. 


4. Quit the siocons by typing F10+F2 as you have been asked. And run 
Siocons again. 


5. It will take a little bit of time and then it will tell you that a 
new comm speed has been detected and if you want to save it on the 
memory card. Answer yes at this point will save the new configuration 
on the memory card. A no at this point will continue you with the new 
speed untill you reset your playstation again. 


I would suggest you save this setting on the memory card so that you do 
not have to change it for every session. 


So, if you have your configuration saved on a memory card then the 
Yaroze will start at the baud rate of 115200 every time. 


ONE IMPORTANT POINT - 


The memory card you use to save the config data should be formatted and 
empty. The Yaroze saves the config file in the first slot (important). 
I do not have any idea how many blocks it takes but let me assure you 
that it is preety small. You can use this card to save other games from 
now on. So PLEASE REMEMBER that Yaroze wants the config file on the 
first slot of the memory card. 


Pradip K Fatehpuria 

Senior Software Development Engineer 

Sony Computer Entertainment America Inc. 

—-MESSAGE FILE 18172 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 
3 
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--MESSAGE FILE 18173 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
004 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: >9600 settings 

Date: Tue, 22 Apr 1997 23:14:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <335DA8B4.6ECA@san.rr.com> 

References: <335D4851.6381@interactive.sony.com> 

Reply-To: dwhite2@san.rr.com 

NNTP-Posting-Host: dt3h2n10.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


> 
> 1. Boot up the Yaroze with access card in slot I and an empty and 
> formatted memory card in slot II. 


How do I format the card? 


David 
—-MESSAGE FILE 18173 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 
4 


--MESSAGE FILE 18174 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: >9600 settings 

Date: Wed, 23 Apr 1997 14:59:47 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <335e2376.2546484@205.149.189.29> 

References: <335D4851.6381@interactive.sony.com> <335DA8B4.6ECA@san.rr.com> 
NNTP-Posting-Host: ind-0008-17.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


David, 
Install the card and start the Net Yaroze system without a CD 


installed. That will boot you to a menu where you can format the 
memory card. 


On Tue, 22 Apr 1997 23:14:15 -0700, David White <dwhite2@san.rr.com> 
wrote: 


>> 

>> 1. Boot up the Yaroze with access card in slot I and an empty and 
>> formatted memory card in slot II. 

> 

>How do I format the card? 

> 

>David 


-—-MESSAGE FILE 18174 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 
5 


--MESSAGE FILE 18175 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Formatting a memory card 

Date: Wed, 23 Apr 1997 10:40:27 -0700 


Net Yaroze newsgroups message dump.txt Page 1224 


>> 
>> From: <liz.ibbotson@scotent.co.uk> 

>> Date: Sat, 04 Apr 1998 10:25:04 +0100 

>> To: <liz.ibbotson@scotent.co.uk> 

>> Subject: Enquiry 

>> 

>> 

>> The following form contents were entered on 4th Apr 98 
>> Date = 4 Apr 98 09:18:27 

>> subject = Enquiry 

>> resulturl = http://www.gduk.co.uk/html/thanksenq.htm 
>> T1 = Nick Slaven 

>> T1 = NickSlaven@Compuserve.com 

>> Feedback = Which platform is this 

>> competition for? 

>> Just the PC or is the black 

>> playstation (yaroze) included? 


Nick Ferguson wrote: 
Hi y'all, 


> 
> 
> I was taking a look at the Games Design UK '98 website: 
> http://www.gduk.co.uk 
> Anyway, it's all very exciting but I've found zero mention of what 
> platforms are acceptable for entries. Presumably Yaroze code is OK? Even if 
> the judges don't have a Yaroze, does Yaroze code run on a regular PS 

> development kit? Errrr - in short, does anyone know if Yaroze games are 

> 

> 

> 

> 

> 

> 

> 


valid entries to GDUK 98? 


(pleasepleaseplease) 


Nick "not a hope in hell of winning" F 


ferguson@hkstar.com 


—-MESSAGE FILE 1922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00625 


—-MESSAGE FILE 1923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000626 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: 6 Apr 1998 20:55:34 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 31 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gbbvm$ j631@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 6 Apr 1998 19:59:30 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id UAA17848 
for <news@playstation.co.uk>; Mon, 6 Apr 1998 20:59:14 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Craig, 
Magazines have debug PSX's while pirates( losers ) have chipped PSX's. 
Regards, 


George 
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Organization: Sony Computer Entertainment America 
Lines: 24 

Message-ID: <335E498B.43C3@interactive.sony.com> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


There is no direct way to format a memory card on a PlayStation. In 
order to avoid accidental re-formatting etc. this featutre is provided 
by individual game software. Most of the games out there support 
formatting of the card. 


We are working on getting a little utility program which will do the job 
for you on the Black PlayStation. Please look forward to it on the Web 
Site soon. 


Pradip 
Note: about storing the config file on the memory card. 
In my previous message I mentioned :- 


"The memory card you use to save the config data should be formatted and 
empty. The Yaroze saves the config file in the first slot (important). 
I do not have any idea how many blocks it takes but let me assure you 
that it is preety small. You can use this card to save other games from 
now on. So PLEASE REMEMBER that Yaroze wants the config file on the 
first slot of the memory card." 


I was not completely right. The Net Yaroze will place the config 
anywhere on the card and not necessarily in the first slot. 
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—-MESSAGE FILE 18175 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 


6 


--MESSAGE FILE 18176 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: >9600 settings 

Date: Wed, 23 Apr 1997 20:58:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 
Message-ID: <335e7774.13332242@205.149.189.29> 


References: <335D4851.6381@interactive.sony.com> <335DA8B4.6ECA@san.rr.com> 


NNTP-Posting-Host: ind-0001-7.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Oooops, I just did what I told you, and I was mistaken. There is no 
format option on the menu. I guess we'll have to wait for the utility 
that Pradip mentioned. 


Mario 


On Tue, 22 Apr 1997 23:14:15 -0700, David White <dwhite2@san.rr.com> 
wrote: 


>> 

>> 1. Boot up the Yaroze with access card in slot I and an empty and 
>> formatted memory card in slot II. 

> 

>How do I format the card? 

> 

>David 


—-MESSAGE FILE 18176 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 


7 


--MESSAGE FILE 18177 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
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008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Formatting a memory card 

Date: Wed, 23 Apr 1997 18:20:22 -0500 
Organization: (No organization) 

Lines: 17 

Message-ID: <335E9936.4D1A@charlie.cns.iit.edu> 
References: <335E498B.43C3@interactive.sony.com> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Pradip Fatehpuria wrote: 

> 

There is no direct way to format a memory card on a PlayStation. In 
order to avoid accidental re-formatting etc. this featutre is provided 
by individual game software. Most of the games out there support 
formatting of the card. 


> 
> 
> 
> 


Using the "SIOCONS.EXE" program to get the ">>" prompt on the Yaroze, 
I saw a "format" command. Unfortunatly, I tried everything 

but "format bul0:", (I thought it was bul: or bu2:. Not until 

after I just played a game of Crash Bandicoot to a save point 

and used that to make the game format the card for me, did I realise 
the second memory card device is bul0: 


You might try "format bul0:" at the SIOCONS prompt. 


Ed Federmeyer 
—-MESSAGE FILE 18177 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 
8 


--MESSAGE FILE 18178 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
009 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: OUT OF ENVIRONMENT SPACE 

Date: Thu, 24 Apr 1997 10:16:35 +0000 

Organization: HandsOnToys, Inc. 

Lines: 6 

Message-ID: <335F3302.57BD@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I keep getting this message when trying to run the demos using the bat 
command and various other items in dos. I have the setup right and can 
play *.seq files and other stuff...but everytime I try to run a demo 
(with a *.bat command) I get an "OUT OF ENVIRONMENT Space" ERROR. 


Help??@!!!! 
—-MESSAGE FILE 18178 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000000 
9 


--MESSAGE FILE 18179 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
010 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: OUT OF ENVIRONMENT SPACE 

Date: Thu, 24 Apr 1997 15:27:27 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 23 

Message-ID: <335f7a81.5249829@205.149.189.29> 
References: <335F3302.57BD@handsontoys.com> 
NNTP-Posting-Host: ind-0010-15.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Jay, 


Can you refer me to a specific demo? That way I can look at it and 

find out what's going on. How they work depends on who created the 

—-MESSAGE FILE 18179 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
0 


--MESSAGE FILE 18180 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
011 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: ENVIRONMENT SPACE+ 

Date: Thu, 24 Apr 1997 12:03:05 -0500 

Organization: prairie research 

Lines: 43 

Message-ID: <5 jo3is$gil2@scea> 

References: <335F3302.57BD@handsontoys.com> 

NNTP-Posting-Host: 208.137.68.68 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Jay Brewer wrote in article <335F3302.57BD@handsontoys.com>... 

>I keep getting this message when trying to run the demos using the bat 
>command and various other items in dos. I have the setup right and can 
>play *.seq files and other stuff...but everytime I try to run a demo 
>(with a *.bat command) I get an "OUT OF ENVIRONMENT Space" ERROR. 


Are you running under Win95, bringing up a DOS shell? If so, 

I got the same "out of env" messages. To fix, I copied a command.com 
to my desktop (not a shortcut), using the right mouse, set that 
command.com's memory/initial environment to 4096. 


That fixed that "out of environment space" error. 
I also set these properties under the "program" 
tab for my 

new command.com: 


Working: to my \yaroze\psx wirking directory 
Batch file: \yaroze\psx\djsetup.bat 


Now I can double click on it, and get a DOS window, cd' into 
the right directory, with the environment already set, ready to go. 


If you're running in a just-DOS world, you have to put somthing in 
c:\config.sys or c:\autoexec.bat - sorry I forgot - like 

SHELL=C: \DOS\COMMAND.COM e:\4069 

where 4096 is the # 'o enviromnent bytes. 

DOSheads out there clerify what this magic is...?... 


I also added this to my Win96 config.sys to get siocons.exe to 
display to my window corrently: 

device=c:\windows\command\ansi.sys 

I got sick of typing siocons a billion times so I added this file, 
SI.BAT to my /yaroze/psx/bin directory. It's contents: 

Siocons 51 


Now I can just type "si" to run it. 


—-MESSAGE FILE 18180 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
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1 


--MESSAGE FILE 18181 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: ENVIRONMENT SPACE+ 

Date: Thu, 24 Apr 1997 13:11:59 +0000 

Organization: HandsOnToys, Inc. 

Lines: 1 

Message-ID: <335F5C20.50A6@handsontoys.com> 

References: <335F3302.57BD@handsontoys.com> <5jo3is$gil2@scea> 
Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Thanks. I'll try that tonight. 
—-MESSAGE FILE 18181 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
2 


--MESSAGE FILE 18182 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jeff Lawton <jlawton@groupz.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: To programs w/errors 

Date: Thu, 24 Apr 1997 16:50:45 -0400 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <335FC7A4.B38@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: 208.138.69.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


I can't seem to compile the Dungeon, Tunnel, and the Clone demos to 
run.. Everytime I try I get the following error: 


I doa 
make -ք makefile 
Starts compiling and then says: 
Stack fault at eip=d5d17 
Then aborts the exe.. 
Anyone else have this problem? 
Regards, 
Jeff 
TIA 


—-MESSAGE FILE 18182 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
3 


--MESSAGE FILE 18183 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: To programs w/errors 


Net Yaroze newsgroups message dump.txt 


Date: Thu, 24 Apr 1997 22:17:17 GMT 
Organization: SCEA Net Yaroze News 
Lines: 37 
Message-ID: <335fdacc.1513306@205.149.189.29> 
References: <335FC7A4.B38@groupz.net> 
NNTP-Posting-Host: ind-0003-24.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Jeff, 


I just checked and was able to duplicate your problem on Clone and 
Tunnel. Dungeon worked fine for me. The problem seems to be associated 
with code optimization. Try editing the makefile to change the -O2 or 
-03 option in CFLAG to -Օ1. The code won't be as optimized, but it 
should work. 


Is anyone else having this problem? 


Mario 


On Thu, 24 Apr 1997 16:50:45 -0400, Jeff Lawton <jlawton@groupz.net> 
wrote: 


>I can't seem to compile the Dungeon, Tunnel, and the Clone demos to 
>run.. Everytime I try I get the following error: 
> 

> I do a 

> 

>make -f makefile 

> 

>Starts compiling and then says: 

> 

>Stack fault at eip=d5d17 

> 

>Then aborts the exe.. 

> 

>Anyone else have this problem? 

> 

>Regards, 

> 

>Jeff 

> 

>TIA 
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--MESSAGE FILE 18183 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 


4 


--MESSAGE FILE 18184 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: To programs w/errors 

Date: Thu, 24 Apr 1997 17:37:36 -0500 

Organization: (No organization) 

Lines: 21 

Message-ID: <335FE0BO.4452@charlie.cns.iit.edu> 

References: <335FC7A4.B38@groupz.net> <335fdacc.1513306@205.149.189.29> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Mario Perdue wrote: 


I just checked and was able to duplicate your problem on Clone and 
Tunnel. Dungeon worked fine for me. The problem seems to be associated 
with code optimization. Try editing the makefile to change the -O2 or 


> 
> 
> 
> -03 option in CFLAG to -Օ1. The code won't be as optimized, but it 
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> should work. 
> 
> Is anyone else having this problem? 


I ran into it with one of my own test programs. It was really wierd, 
all I did was add: 

bg.xscrolltt; 
to a working program (to make the GsBG constantly scroll), and it 
started giving that error. I eventually hit on the "remove the -O" 
idea and then it worked again, even with the extra line of code. 


I forget if I needed to remove "-g" (include debugging info in the 
.Օ file) as well. 


EdF 
--MESSAGE FILE 18184 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
5 


--MESSAGE FILE 18185 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
016 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <jbrewer@ziplink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Error Message When I MAKE 

Date: Thu, 24 Apr 1997 19:20:19 -0400 

Organization: Peerless Creations 

Lines: 16 

Message-ID: <335FEAB2.6820@ziplink.net> 

Reply-To: jbrewer@ziplink.net 

NNTP-Posting-Host: lowell-ip218.ziplink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I get the following message when I try to MAKE any demo in DOS but even 
in the QUICK DEMO: 


gcc -c -03 tuto0.co 
tuto0.c:26: libps.h: file not found 
make.exe: *** [tuto0.0] Error 1 


The libps.h file is there in the c:\psx\lib folder and all of the other 
libraries are there. I have the djsetup.bat setup fine and all of my 
directories are c:\psx an c:\gnu - what am I doing wrong? 


Jay Brewer 

mailto: jbrewer@ziplink.net 

http://www.ziplink.net/~jbrewer 

—-MESSAGE FILE 18185 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
6 


--MESSAGE FILE 18186 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
017 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Price <daprice@cris.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: siocons - DTLH3000 not ready! 

Date: Thu, 24 Apr 1997 23:33:17 -0500 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <3360340D.1F5@cris.com> 

Reply-To: daprice@cris.com 

NNTP-Posting-Host: 61006d0002da.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 
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I have successfully been using PSComUtil that came with 
CodeWarrior, but I have a problem using siocons. The console 
seems to be partially communicating with siocons. 


I'm connected to the console on COM2. It behaves the same whether 
I'm using Win95 DOS window or when I reboot only in DOS. 


Here is a typical session: 


<<<<reset PSX>>>> 
C:\PSX\SAMPLE\CHECK>siocons 


siocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type Fl ----» display help 


when hung up try type ESC 

I/O addr = 0x02F8, IRQ=3 (vect=0x000B, 8259=20) 
BAUDRATE = 9600 

[DTLH3000 not ready!] [DTLH3000 not ready!] [DTLH3000 not ready!] 
<<<<push reset button on PSX>>> 
Connected CIP ver2.0 
Communication baud rate 9600 bps 
OK 

>> 
Connected CIP ver2.0 
Communication baud rate 9600 bps 
OK 

>>[DTLH3000 not ready! | 


The "not ready" message seems to be coming from the console so the 
serial link seems to be communicating. 


Any idea what might be happening? 


Thanks, 

David Price 

—-MESSAGE FILE 18186 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
7 


--MESSAGE FILE 18187 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Problems with PC CodeWarrior 

Date: Thu, 24 Apr 1997 23:38:28 -0500 

Organization: The Implementor 

Lines: 61 

Message-ID: <33603544.368E@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx8-02.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


I converted the library, etc., and ran the demo program (with the 
bouncing balls), and all worked well. However.... 


Today I downloaded several of the demos from the web site, and 
proceeded to try to use them. I was able to create a project 
file for each one, and it built well enough (though I must point 
out that it gave me lots of warnings, some of them clearly 
incorrect, such as the 'variable used before initialization' 
warning which it gave quite often, even when the first use of 
the variable was to initialize it). After I built the file (by 
the way, is this incredibly slow on anyone else's system?), I 
went to the debugger and loaded the executable. It transferred 
it to the PSX properly, but when I ran it the PSX locked up. 
Anyway, after a bit of thought (and looking at the files 

again) I realized that the programs all needed additional 

data files. I tried to find a way to load data files from the 
debugger, but I could find no way to do so (and the help file 
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is useless here). So, I went to the PSComUtil program to load 
them (after shutting down the Debugger & resetting the PSX, since 
it wouldn't work otherwise). However, although PSComUtil loads 


the executables fine, whenever I try to load a data file, the 
output window always says "Download failed! Status -39" (although 
the information window always reports a successful operation). 
What is this mysterious Status -39? It acts like it is sending 
the data, but this pops up at the end of the transmission. 
Presumably, it really does fail (despite the information window's 
claims to the contrary), because when I run the program, it either 
locks up (usually with a black screen, probably because the graphics 
data files didn't transfer), or else the output window reports 
something to the effect of Unexpected Operation (with an address). 
Again, I know my setup works, but only when I have a single 
executable with no data files (i.e., the first demo). 


So, my most important question is: 
* How do I load data files from the debugger? 


Also: 
* How do I do so from PSComUtil? 
* What is PSComUtil's Status -39? 


Hopefully someone can help me here.... 


Also, the CodeWarrior tools have some problems (this is in Windows).... 

* All of the dialogs have context help buttons but no context help! 

* Settings such as tab size, highlighting, etc. are not saved 

* Screen updates are incredibly slow (I thought it locked up once) 

* Scroll bars very rarely draw properly 

* What help files exist are befouled -- the index keyword list is 
—-MESSAGE FILE 18187 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
8 


--MESSAGE FILE 18188 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
019 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problems with PC CodeWarrior 

Date: Fri, 25 Apr 1997 10:44:45 -0500 

Organization: Metrowerks Corporation 

Lines: 48 

Message-ID: <hunt-—ya02408000R2504971044450001@news.scea.sony.com> 
References: <33603544.368E@ix.netcom.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <336034A6.73C2@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


> So, my most important question is: 
> 
> * How do I load data files from the debugger? 


This is not possible at this time. We are working on adding this capability 
to the debugger. If all goes well, I will have a patch release for Windows 
that will consist of beta tools for people to use in approximately two 
weeks. 


> Also: 
> * How do I do so from PSComUtil? 
> * What is PSComUtil's Status -39? 


This is also going to be fixed in PSComUtil. We have fixed it on the 
Macintosh version of PSComUtil, but I believe there are some other issues 
preventing it from being fixed immediately on Windows 95/NT. Again, fixing 
this is also planned to be a part of a beta release of the Windows tools in 
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approximately two weeks. 


Also, the CodeWarrior tools have some problems (this is in Windows).... 

* All of the dialogs have context help buttons but no context help! 

* Settings such as tab size, highlighting, etc. are not saved 

* Screen updates are incredibly slow (I thought it locked up once) 

* Scroll bars very rarely draw properly 

* What help files exist are befouled -- the index keyword list is 
-—-MESSAGE FILE 18188 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000001 
9 


> 
> 
> 
> 
> 
> 


--MESSAGE FILE 18189 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
020 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons - DTLH3000 not ready! 

Date: Fri, 25 Apr 1997 10:21:21 -0700 

Organization: Sony Computer Entertainment America 

Lines: 45 

Message-ID: <3360E811.4843@interactive.sony.com> 

References: <3360340D.1F5@cris.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


David Price wrote: 
I have successfully been using PSComUtil that came with 


CodeWarrior, but I have a problem using siocons. The console 
seems to be partially communicating with siocons. 


I'm connected to the console on COM2. It behaves the same whether 
I'm using Win95 DOS window or when I reboot only in DOS. 


Here is a typical session: 


<<<<reset PSX>>>> 
C:\PSX\SAMPLE\CHECK>siocons 


siocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type Fl ----» display help 


when hung up try type ESC 

I/O addr = 0x02F8, IRQ=3 (vect=0x000B, 8259=20) 
BAUDRATE = 9600 

[DTLH3000 not ready!] [DTLH3000 not ready!][DTLH3000 not ready!] 
<<<<push reset button on PSX>>> 
Connected CIP ver2.0 
Communication baud rate 9600 bps 
OK 
>> 
Connected CIP ver2.0 
Communication baud rate 9600 bps 
OK 
>>[DTLH3000 not ready!] 


The "not ready" message seems to be coming from the console so the 
serial link seems to be communicating. 


Any idea what might be happening? 


Thanks, 
David Price 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


Looks like your coimmunication is bad. Have you tried it using COM1 ? 


Please make sure the serial cable is not loose and connected properly on 
the back of the PlayStation and the PC. 
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Pradip 
—-MESSAGE FILE 18189 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
0 


--MESSAGE FILE 18190 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
021 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons - DTLH3000 not ready! 

Date: Fri, 25 Apr 1997 17:18:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <3360e6bb.11338078@205.149.189.29> 

References: <3360340D.1F5@cris.com> 

NNTP-Posting-Host: ind-0011-6.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


David, 


It looks like Pradip beat me to answering you. I'd just like to add 
that you get the same result if you accidently run two copies of 
siocons or if you are using another com port that shares the IRQ. 


Mario 


—-MESSAGE FILE 18190 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
1 


--MESSAGE FILE 18191 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
022 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mike Fulton <mfulton@glamoursoft.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: To programs w/errors 

Date: Fri, 25 Apr 1997 11:08:01 -0700 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <3360F301.5D9@glamoursoft.com> 

References: <335FC7A4.B38@groupz.net> 

Reply-To: mfulton@glamoursoft.com 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Jeff Lawton wrote: 
> I can't seem to compile the Dungeon, Tunnel, and the Clone demos to 
> run.. Everytime I try Լ get the following error: 

Pops 

> Stack fault at eip=d5d17 


It may be that the compiler is running out of stack space. Try adding 
the following to your AUTOEXEC.BAT file: 


set GO32=DPMIStack 500000 


That will increase the compiler's stack size from the default (256kb I 
think) to lmb, which is enough in virtually all situations. 


By the way, you should also be aware that while setting the DPMI stack 
size will fix the problem, the reason the problem occurs in the first 
place is because of source code that is unusually complex, such as a 
routine that is many, many pages long, or perhaps there are some very 
large switch statement blocks. 


I know you didn't write the the code you were referring to, Dbut when 
writing your own code, you should keep this information in mind. You may 
wish to periodically take a look at your source code and see if it can 
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From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

I suspect that mags such as Edge must either have debug stations 
or chipped playstations in order to review / preview Japanese 
games. I know a Yaroze will play the imports, but they have only 
been available relatively recently. To play a preview, they MUST 
use a chipped/debug station.... 

Craig. 


—-MESSAGE FILE 1923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00626 


—-MESSAGE FILE 1924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000627 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: George_Bain@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help needed for a job 

Date: 7 Apr 1998 08:28:51 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 30 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gckjj$km41@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 7 Apr 1998 07:32:47 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id IAA21518 
for <news@playstation.co.uk>; Tue, 7 Apr 1998 08:32:34 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Bruno, 
I agree..make a video tape! 
Regards, 


George, 


Bruno Wieckowski <bruno.wieckowski@hol.fr> wrote: 


> I woud like to contact a game company as a game developer but they 
want 

> a "portfolio" for graphists and programers. 

> Well, graphists can do it easily with snapshots or something else but 


> what can I put in a portfolio as a programer. CD with demo? snapshots? 
> description of my creation???? 
This maybe an idea; make a video from your game. That is not difficult 
to do and you only need a videoset. 

DEnnis... 


—-MESSAGE FILE 1924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00627 


—-MESSAGE FILE 1925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000628 
Path: chuka.playstation.co.uk!news 
From: "JohnT" <johnt@nettech.demon.co.uk> 
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be simplified. Not only will this make life easier for the compiler, but 
the code will probably run better because of register allocation and 
other optimization improvements. 


Mike Fulton @ SCEA 
—-MESSAGE FILE 18191 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
2 


--MESSAGE FILE 18192 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
023 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mike Fulton <mfulton@glamoursoft.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Error Message When I MAKE 

Date: Fri, 25 Apr 1997 11:12:12 -0700 

Organization: SCEA Net Yaroze News 

Lines: 21 
Message-ID: <3360F3FC.5440@glamoursoft.com> 
References: <335FEAB2.6820@ziplink.net> 
Reply-To: mfulton@glamoursoft.com 
NNTP-Posting-Host: 206.41.6.40 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Jay Brewer wrote: 


> I get the following message when I try to MAKE any demo in DOS but even 
> in the QUICK DEMO: 


> gcc -c -03 tuto0.co 
> tuto0.c:26: libps.h: file not found 
> make.exe: *** [tuto0.o] Error 1 


> The libps.h file is there in the c:\psx\lib folder and all of the other 
> libraries are there. I have the djsetup.bat setup fine and all of my 
> directories are c:\psx an c:\gnu - what am I doing wrong? 


Most likely, the LIBPS.H file should be in C:\PSX\INCLUDE, not 
C:\PSX\LIB. The only exception would be if you had your library files 
and include files in the same directory, but that would be unusual. If 
this doesn't help you fix things, then dump your DJSETUP.BAT into a 
message. 


Mike 
—-MESSAGE FILE 18192 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
3 


--MESSAGE FILE 18193 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jeff Lawton <jlawton@groupz.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Fixed it! (Was: programs w/errors) 

Date: Fri, 25 Apr 1997 17:18:37 -0400 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33611FAD.5F66@groupz.net> 

References: <335FC7A4.B38@groupz.net> <335fdacc.1513306@205.149.189.29> 
Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: 208.138.69.193 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Mario Perdue wrote: 
> with code optimization. Try editing the makefile to change the -O2 or 
> -03 option in CFLAG to -Օ1. The code won't be as optimized, but it 
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Looks like you were spot on.. I removed the -O3 CFLAG and it cleared 
the problem right up.. 


Thanks for the quick response.. I'm glad to see you guys are on top օք 
the problems helping to make the transition as smooth as possible. 


Regards, 


Jeff 
—-MESSAGE FILE 18193 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
4 


--MESSAGE FILE 18194 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
025 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: bobt10@cris.com 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problems with PC CodeWarrior 

Date: Fri, 25 Apr 1997 20:10:02 -0500 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <336155EA.3524@cris.com> 

References: <33603544.368E@ix.netcom.com> <hunt-ya02408000R2504971044450001@news.sce 
a.sony.com> 

Reply-To: bobt10@cris.com 

NNTP-Posting-Host: 61016d0023ch.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Eric Hunt wrote: 


In article <336034A6.73C2@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 
> So, my most important question is: 

> 

> * How do I load data files from the debugger? 


This is not possible at this time. We are working on adding this capability 
to the debugger. If all goes well, I will have a patch release for Windows 
that will consist of beta tools for people to use in approximately two 
weeks. 


VVVVVVVVVV VV 


Will the money back evaluation period of the software be extended 
since the beta will be available soon? I'd like to see what the 
improvements in speed and the ide are on a 32mb Pentium 90 system 
before I decide to keep it. 


The product has promise and I personally prefer using an IDE where 

available. I think the best part of this product will be the 

debugger. From what I've seen so far, it's good. 

—-MESSAGE FILE 18194 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
5 


--MESSAGE FILE 18195 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Price <daprice@cris.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons - DTLH3000 not ready! 

Date: Fri, 25 Apr 1997 23:29:29 -0500 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <336184A9.5068@cris.com> 

References: <3360340D.1F5@cris.com> <3360E811.4843@interactive.sony.com> 
Reply-To: daprice@cris.com 

NNTP-Posting-Host: 61007d0007da.concentric.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


> David Price wrote: 

>> 

> > I have successfully been using PSComUtil that came with 

> > CodeWarrior, but I have a problem using siocons. The console 

> > seems to be partially communicating with siocons. 

>> 

> > I'm connected to the console on COM2. It behaves the same whether 
> > I'm using Win95 DOS window or when I reboot only in DOS. 


Pradip Fatehpuria wrote: 


Looks like your coimmunication is bad. Have you tried it using COM1 ? 


> 
> 
> 
> 
> Please make sure the serial cable is not loose and connected properly on 
> the back of the PlayStation and the PC. 

I tried COM1 (my mouse port), and it worked great. It makes it 

awkward because I can't use the mouse at the same time. I'll try 
installing another serial card that I have and see if COM3 or COM4 

works. 


COM2 works fine with the Metrowerks PSComUtil, so there is something 
different about siocons. Unfortunately PSComUtil doesn't run the 
auto scripts that come with Yaroze programs. 


Thanks for the quick response. 


David Price 


12243 


—-MESSAGE FILE 18195 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 


6 


--MESSAGE FILE 18196 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


027 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 
Newsgroups: scea.yaroze.problems.pc 

Subject: siocons.exe hickup 

Date: Sat, 26 Apr 1997 03:29:09 -0500 
Organization: (no organization) 

Lines: 19 

Message-ID: <3361BCD5.6E3D@charlie.cns.iit.edu> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I have been noticing a problem with siocons.exe: 
(different than the [DTLH3000 not ready] mentioned in other posts) 


Sometimes when downloading a program, it "hangs". The wierd thing is 
that if I press "F1", it continues downloading the current file, but 
before the next line in the batch file executes, it prints the siocons 
help screen, and asks me if I "want more (y/n)?". I press "n" and the 
next line executes. 


I really don't think it is a bad connection, since I use this COM port 


for my modem all the time without trouble. (I disconnect the modem 
cable and plug in the Net Yaroze cable... gotta get a second serial 
board soon!) The cable is attached solidly. 


Other than the slight inconvienence of the manual intervention, the 
downloads work fine. 


Has anyone else seen this? 
EdF 
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—-MESSAGE FILE 18196 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
9 


--MESSAGE FILE 18197 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Chad Meyers <chadm@bendnet.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: siocons 

Date: Sat, 26 Apr 1997 02:11:09 -0700 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <3361C6AD.2AD5@bendnet .com> 

NNTP-Posting-Host: b28.bendnet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


After running Siocons, it stops after displaying the baud rate. [enter] 
has no effect. All I can do is hit [Esc]. The only way I can get 
siocons to work is if I first run PSComUtil, load and execute a sample, 


exit pscomutil, and then run siocons...After this process it works 
perfectly. I'm running it from a dos window. The Yaroze is on COM1 and 
there aren't any conflicts. What am I doing wrong? 


Chad 
—-MESSAGE FILE 18197 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
8 


--MESSAGE FILE 18198 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
029 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: bobt10@cris.com 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons - DTLH3000 not ready! 

Date: Sat, 26 Apr 1997 14:27:04 -0500 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33625708.3EF@cris.com> 

References: <3360340D.1F5@cris.com> <3360E811.4843@interactive.sony.com> <336184A9.5 
068@cris.com> 

Reply-To: bobt10@cris.com 

NNTP-Posting-Host: 61026d0020ch.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


David Price wrote: 

> COM2 works fine with the Metrowerks PSComUtil, so there is something 
> different about siocons. Unfortunately PSComUtil doesn't run the 

> auto scripts that come with Yaroze programs. 


If you run siocons without specifying the port, irq, baud rate, etc. 
it will use the DTLH3000 environment variable set in djsetup.bat. 


You have to modify the djsetup.bat file so that it uses the port 
and irq for COM2. The line would look like this for a normal 
COM2: 


set DTLH3000=0x2f8,3,9600 


This is what I use and it works ok. The only difference on mine 

is the baud rate is set to 115200. If you have a memory card 

with a free slot, you can save a higher baud rate on it and then 

the next time the console is restarted, it will see the setting 

on the memory card. 

—-MESSAGE FILE 18198 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000002 
9 


Net Yaroze newsgroups message dump.txt Page 12245 


--MESSAGE FILE 18199 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
030 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joseph Tatham <tatham@ma.ultranet.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons 

Date: Sat, 26 Apr 1997 21:23:21 -0400 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <3362AA89.175D@ma.ultranet.com> 

References: <3361C6AD.2AD5@bendnet .com> 

NNTP-Posting-Host: d13.dial-20.mbo.ma.ultra.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I have noticed the same thing when I don't have the baud rate right. 
Make sure the baudrate that siocons is running with is the same 
which is displayed by the playstation. You can force the baudrate 
on the commandline with -B<rate>. 


-joe 
--MESSAGE FILE 18199 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
0 


--MESSAGE FILE 18200 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons 

Date: Mon, 28 Apr 1997 10:46:25 -0700 

Organization: Sony Computer Entertainment America 

Lines: 22 

Message-ID: <3364E271.7B39@interactive.sony.com> 

References: <3361C6AD.2AD5@bendnet .com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Chad Meyers wrote: 


> 

> After running Siocons, it stops after displaying the baud rate. [enter] 
> has no effect. All I can do is hit [Esc]. The only way I can get 

> siocons to work is if I first run PSComUtil, load and execute a sample, 
> exit pscomutil, and then run siocons...After this process it works 

> perfectly. I'm running it from a dos window. The Yaroze is on COM1 and 
> there aren't any conflicts. What am I doing wrong? 

> 

> Chad 


Are you running DJSETUP.BAT before running the siocons. DJSETUP.BAT 
sets up an environmental variable "set DTLH3000=0x3f8,4,9600" which sets 
the IOAdress and IRQ used by the com port. Please check for these in 
you system setup օք COM1. Also the default speed is set to 9600 baud. 
If you have changed the speed to a higher one and saved the config on 
the memory card, then set the speed in the above var to the new one. 


Pradip K Fatehpuria 

Sr Software Development Engineer 

Sony Computer Entertainment America Inc. 

—-MESSAGE FILE 18200 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
1 


--MESSAGE FILE 18201 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
032 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: PC <pcopell@gl.umbc.edu> 

Newsgroups: scea.yaroze.problems.pc 
Subject: siocons interface 

Date: Tue, 29 Apr 1997 13:19:00 -0400 
Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33662D84.EF7@gl.umbc.edu> 
Reply-To: pcopell@gl.umbc.edu 
NNTP-Posting-Host: umbc9.umbc.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Well, it's only a problem depending on how you look at it. I can't stand 
the command line interface of siocons. What I'd like to do is write a 
quickie WIN95 GUI front end for it so as to make my life that much 
easier. From what I understand Visual Basic would be a simple way to 
accomplish this. I'd like to know if this is true or would it not be 
worth my time to learn VB and instead spend valuable Yaroze programming 
time on yet another C++ project? I think it would be real easy if there 
was a way to send strings to the stdin stream so that a DOS program 
could read it as normal keyboard input. I'm not familiar with WIN95 
programming yet so any pointing in the right direction would be greatly 
appreciated. I can't wait to start coding for the Yaroze. As soon as 
these exams are over...YES! 


PC 
—-MESSAGE FILE 18201 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
2 


--MESSAGE FILE 18202 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: TVs for Net Yaroze 

Date: Tue, 29 Apr 1997 14:08:13 -0400 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <3366390D.27D4@earthlink.net> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust15.Max10.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Having just received my Yaroze platform, I've decided to celebrate and 
buy a new TV to go with it... 


Does anyone have any suggestions? In particular, there was an obscure 
reference in the FAQ to a TV with a "Scart" connection- which I've never 
heard of. I'm not looking to spend big bucks, but if someone has a 
specific brand/model (sony...?) suggestion, I'll traipse out to my local 
circuit city or sun and see if I can find it. 


Thanks. 

Jack Copper 

—-MESSAGE FILE 18202 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
3 


--MESSAGE FILE 18203 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: david_white <david_white@cubic.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: TVs for Net Yaroze 

Date: Wed, 30 Apr 1997 10:08:50 -0700 

Organization: SCEA Net Yaroze News 


Net Yaroze newsgroups message dump.txt Page 12247 


Lines: 18 

Message-ID: <33677CA1.52C2@cubic.com> 
References: <3366390D.27D4@earthlink.net> 
NNTP-Posting-Host: amp.corp.cubic.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


> In particular, there was an obscure 
> reference in the FAQ to a TV with a "Scart" connection- which 
> I've never heard of. 


SCART is a standard RGB cable that Europeans use with their 
TV's. There is no equivalent in North America. A few large 
domestic TV's here do have RGB inputs, but you will need a 
rather expensive ($50-$100) custom Playstation RGB cable to 
use these TV's in RGB mode. Amiga monitors can also be used 
as RGB monitors as they support the standard TV scan rates. 


A Playstation S-video cable ($25) provides almost as good a picture 
and works with a much wider variety of TV's. You should probably 
avoid just using the composite cable provided with Net Yaroze as 
the composite signal is poorly equiped to carry digitally generated 
video. 


David 
—-MESSAGE FILE 18203 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
4 


--MESSAGE FILE 18204 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
035 

Path: chuka.playstation.co.uk!scea!armitage 

From: rwilhm@earthlink.net (Rex Wilhm) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons.exe hickup 

Followup-To: scea.yaroze.problems.pc 

Date: Wed, 30 Apr 1997 20:38:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <5k8acm$9a34@scea> 

References: <3361BCD5.6E3D@charlie.cns.iit.edu> 
NNTP-Posting-Host: Cust29.Max1l.Minneapolis.MN.MS.UU.NET 
X-Newsreader: News Xpress 2.01 


I'm having a similar problem. For me, siocons is consistantly "slow". Slow on 

the order of transfering about 1K of data per 2-3 minutes at the highest baud 

rate setting. If I hold down the space bar, things go lightining fast. (Though 
sometimes this hangs the connection.) 


Same here with using a modem; I have a switch to flip between the modem and 
the Yaroze. (And I'm making sure that the port's not active when I'm 
switching.) 


Anyway, 
Rex 


In article <3361BCD5.6E3D@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 

>I have been noticing a problem with siocons.exe: 

>(different than the [DTLH3000 not ready] mentioned in other posts) 

> 

>Sometimes when downloading a program, it "hangs". The wierd thing is 
>that if I press "F1", it continues downloading the current file, but 
>before the next line in the batch file executes, it prints the siocons 
>help screen, and asks me if I "want more (y/n)?". I press "n" and the 
>next line executes. 

> 
>I really don't think it is a bad connection, since I use this COM port 
>for my modem all the time without trouble. (I disconnect the modem 
>cable and plug in the Net Yaroze cable... gotta get a second serial 
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>board soon!) The cable is attached solidly. 

> 

>Other than the slight inconvienence of the manual intervention, the 

>downloads work fine. 

> 

>Has anyone else seen this? 

>EdF 

—-MESSAGE FILE 18204 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
5 


--MESSAGE FILE 18205 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jon Blocksom <blocksom@Kreative.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: cardfmt doesn't work 

Date: Wed, 30 Apr 1997 17:59:56 -0400 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <3367CODC.2BEA@Kreative.net> 

Reply-To: blocksom@Kreative.net 

NNTP-Posting-Host: 208.0.26.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; 1) 


Hi, 

I can't seem to format my memory card using cardfmt. I run the 
program by doing the usual F3 thing and loading the "auto" program 
that came in the zip file. ԼԵ runs, and I press the triangle to 


format, and it says "Status : Formatted" after a bit, and then I 
press select to quit. When the console comes up again it says 
"Memory card checking...Not Found" on the third line. When I run 
siocons and try to change the baud it can't seem to find the memory 
card either. 


Anyone else have this problem? 


Jon 
—-MESSAGE FILE 18205 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
6 


--MESSAGE FILE 18206 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
037 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: cardfmt doesn't work 

Date: Wed, 30 Apr 1997 15:10:25 -0700 

Organization: Sony Computer Entertainment America 

Lines: 24 

Message-ID: <3367C351.3D19@interactive.sony.com> 

References: <3367C0ODC.2BEA@Kreative.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Jon Blocksom wrote: 

> 

> Hi, 

> 

> I can't seem to format my memory card using cardfmt. I run the 

> program by doing the usual F3 thing and loading the "auto" program 
> that came in the zip file. ԼԵ runs, and I press the triangle to 

> format, and it says "Status : Formatted" after a bit, and then I 

> press select to quit. When the console comes up again it says 

> "Memory card checking...Not Found" on the third line. When I run 
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> siocons and try to change the baud it can't seem to find the memory 
> card either. 

> 

> Anyone else have this problem? 

> 

> Jon 

Do not worry about it. The console does recognises the card but 


what it really means is that it could not find the config file. If 
you change the baud rate and save the settings, next time onwards it 
will say that I did find the card. 


Pradip K Fatehpuria 
—-MESSAGE FILE 18206 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
7 


--MESSAGE FILE 18207 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Shawn Green" <shawn@ionstorm. com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: TVs for Net Yaroze 

Date: 30 Apr 1997 22:30:58 GMT 

Organization: Ion Storm 

Lines: 9 

Message-ID: <Olbc55b6$88ff68e0S5f3a27d1@abyss> 

References: <3366390D.27D4@earthlink.net> 

NNTP-Posting-Host: 209.39.58.95 

X-Newsreader: Microsoft Internet News 4.70.1160 


I like the Sony 13" trinitron... 


Jack Copper <impmeister@earthlink.net> wrote in article 
<3366390D.27D4@earthlink.net>... 

> Having just received my Yaroze platform, I've decided to celebrate and 
> buy a new TV to go with it... 

> 


—-MESSAGE FILE 18207 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
8 


--MESSAGE FILE 18208 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Brian Dawson <brian_dawson@interactive.sony.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons.exe hickup 

Date: Wed, 30 Apr 1997 16:38:17 -0700 

Organization: Sony Computer Entertainment America 

Lines: 38 

Message-ID: <3367D7E9.7F1E@interactive.sony.com> 

References: <3361BCD5.6E3D@charlie.cns.iit.edu> <5k8acm$9a34@scea> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Win95; 1) 

To: Rex Wilhm <rwilhm@earthlink.net> 


If you are using a Win95 Dos Box try setting properties/misc/idle 
sensitivity to the lowest setting. 


Rex Wilhm wrote: 


I'm having a similar problem. For me, siocons is consistantly "slow". Slow on 

the order of transfering about 1K of data per 2-3 minutes at the highest baud 

rate setting. If I hold down the space bar, things go lightining fast. (Though 
sometimes this hangs the connection.) 


V V V V V V 
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Same here with using a modem; I have a switch to flip between the modem and 
the Yaroze. (And I'm making sure that the port's not active when I'm 
switching.) 


Anyway, 
Rex 


In article <3361BCD5.6E3D@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 

>I have been noticing a problem with siocons.exe: 

>(different than the [DTLH3000 not ready] mentioned in other posts) 

> 

>Sometimes when downloading a program, it "hangs". The wierd thing is 
>that if I press "F1", it continues downloading the current file, but 
>before the next line in the batch file executes, it prints the siocons 


>help screen, and asks me if I "want more (y/n)?". I press "n" and the 
>next line executes. 

> 

>I really don't think it is a bad connection, since I use this COM port 
>for my modem all the time without trouble. (I disconnect the modem 
>cable and plug in the Net Yaroze cable... gotta get a second serial 
>board soon!) The cable is attached solidly. 

> 


>Other than the slight inconvienence of the manual intervention, the 

>downloads work fine. 

> 

>Has anyone else seen this? 

>EdF 

—-MESSAGE FILE 18208 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000003 
9 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 


--MESSAGE FILE 18209 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: TVs for Net Yaroze 

Date: Fri, 02 May 1997 16:35:47 -0400 

Organization: ArcanaTech 

Lines: 16 

Message-ID: <336A5023.5FA0@earthlink.net> 

References: <3366390D.27D4@earthlink.net> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust77.Max33.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Jack Copper wrote: 


> 

> Having just received my Yaroze platform, I've decided to celebrate and 
> buy a new TV to go with it... 

> > Thanks. 

> 


Thanks for responses. 


For what it's worth, I got a JVC 13" C13710 (last year also was called 
the Mastercommand).. to my eye, it had as good a quality picture as a 
comparably sized trinitron, and was $50 cheaper (@ $179). I'm currently 
using the A/V input, though I may get an RF adapter and see if there's 
any difference 


Jack Copper 
—-MESSAGE FILE 18209 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
0 


--MESSAGE FILE 18210 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
041 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 22222 

Date: Tue, 7 Apr 1998 09:39:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6gcoeuSp8n3@chuka.playstation.co.uk> 

References: <6g6dsuS6vn4@chuka.playstation.co.uk> <ld7lekh.17te32t1lg70ggON@al-88-101 
-al.nl> 
NNTP-Posting-Host: 194.75.167.131 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well, I'm glad someone else is :) 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Dennis Brinkhuis wrote in message 
<ld7lekh.17te32t1lg70ggON@al-88-101l.al.nl>... 
>JohnT <johnt@nettech.demon.co.uk> wrote: 
> 
>> Crikey, where is everybody? There only seems to be a few people posting 
on 

>> the news groups! Is everyone else hibernating or something? Come on guys 
and 

>> girls lets get the Net side of this thing going :) 

>> 

>> JohntT 

>> 
>> 
>> Contact me at http://wwp.mirabilis.com/9461567 
>> Send e-mail to johnt@nettech.demon.co.uk 
>> Visit my web site at www.coco.net.uk/johnt 
>> 


>DEnnis says hi to JohnT............. 


>>I'm alive!< 


—-MESSAGE FILE 1925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00628 


—-MESSAGE FILE 1926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000629 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MSVC and GNU 

Date: 8 Apr 1998 12:56:12 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 19 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gfoksSodkl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 8 Apr 1998 12:00:10 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA02393 
for <news@playstation.co.uk>; Wed, 8 Apr 1998 12:59:50 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
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From: "Sean D. Evans" <sevans@worldchat.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons 

Date: 4 May 1997 05:06:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <01bc5848$d5fdc940$8c3bbbcc@sevans.worldchat .com> 

References: <3361C6AD.2AD5@bendnet.com> <3364E271.7B39@interactive.sony.com> 
NNTP-Posting-Host: pmdial40.SpectraNet.CA 

X-Newsreader: Microsoft Internet News 4.70.1155 


I am having the same problems with siocons. I have checked everything 
mentioned here. I have run batch file first, the baud rate is correct, the 
com port is correct, the IRQ and the memory address is correct. Still, I 
get no >> after running siocons and pressing enter. 


Is there something else that could be wrong? 


Are you running DJSETUP.BAT before running the siocons. DJSETUP.BAT 
sets up an environmental variable "set DTLH3000=0x3f8,4,9600" which sets 
the IOAdress and IRQ used by the com port. Please check for these in 
you system setup of COM1. Also the default speed is set to 9600 baud. 
If you have changed the speed to a higher one and saved the config on 
the memory card, then set the speed in the above var to the new one. 


Pradip K Fatehpuria 
Sr Software Development Engineer 
Sony Computer Entertainment America Inc. 


VVVVVVVVV VV 


—-MESSAGE FILE 18210 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
1 


--MESSAGE FILE 18211 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
042 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons 

Date: Sun, 04 May 1997 05:12:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <336c1a49.607819@205.149.189.29> 

References: <3361C6AD.2AD5@bendnet.com> <3364E271.7B39@interactive.sony.com> <01bc58 
48Sd5fdc940S8c3bbbcc@sevans.worldchat .com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 4 May 1997 05:06:41 GMT, "Sean D. Evans" <sevans@worldchat.com> 
wrote: 


>I am having the same problems with siocons. I have checked everything 
>mentioned here. I have run batch file first, the baud rate is correct, the 
>com port is correct, the IRQ and the memory address is correct. Still, I 
>get no >> after running siocons and pressing enter. 

> 

>Is there something else that could be wrong? 


I don't know of anything else that can cause it. Maybe Pradip has some 
other ideas. 


Mario 


—-MESSAGE FILE 18211 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
2 


--MESSAGE FILE 18212 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
043 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Sean D. Evans" <sevans@worldchat.com> 

Newsgroups: scea.yaroze.problems.pc 
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Subject: still having problems with siocons.... 

Date: 5 May 1997 00:33:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <0Olbc58eb$f1663£20S9d3bbbcc@sevans.worldchat .com> 
NNTP-Posting-Host: pmdial57.SpectraNet.CA 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello again... 


I am still having problems with siocons. I don't get the >> after pressing 
enter, but I can still press F3 to get the auto[1]: prompt. After entering 
the filename batchO and pressing enter this is the message that appears: 


BINARY WRITE:timeout ! 
auto command all stop 


The the cursor appears beside a heart symbol. 


Has anyone else experienced these problems? If so, how did you overcome 
them? 


Thanks. 


Sean D. Evans. 
—-MESSAGE FILE 18212 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
3 


--MESSAGE FILE 18213 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
044 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: Mon, 05 May 1997 03:19:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <336d4fb6.13587456@205.149.189.29> 

References: <Olbc58ebS$f1663f20S9d3bbbcc@sevans.worldchat.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 5 May 1997 00:33:55 GMT, "Sean D. Evans" <sevans@worldchat.com> 
wrote: 


>Hello again... 

> 

>I am still having problems with siocons. I don't get the >> after pressing 
>enter, but I can still press F3 to get the auto[1]: prompt. After entering 
>the filename batchO and pressing enter this is the message that appears: 

> 

>BINARY WRITE:timeout ! 

>auto command all stop 

> 

>The the cursor appears beside a heart symbol. 

> 

>Has anyone else experienced these problems? If so, how did you overcome 
>them? 

> 

>Thanks. 

> 

>Sean D. Evans. 


I experienced the problem when I first set up my system. As has 
already been mentioned, this is normally caused by a communication 
problem. In my case, the serial cable wasn't plugged in all the way on 
the back of the PlayStation. I had to give it a fairly firm push to 
seat it. Make sure you're connected correctly, and (I know we've told 
you this, but I'm going to repeat it anyway) make sure the baud rates 
match. 


If you still have trouble after trying these two things, let us know 
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(again) and we'll figure try to figure it out. 


Mario 
—-MESSAGE FILE 18213 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
4 


--MESSAGE FILE 18214 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
045 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons 

Date: Mon, 05 May 1997 10:08:38 -0700 

Organization: Sony Computer Entertainment America 

Lines: 30 

Message-ID: <336E1416.569D@interactive.sony.com> 

References: <3361C6AD.2AD5@bendnet .com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Chad Meyers wrote: 


> 

> After running Siocons, it stops after displaying the baud rate. [enter] 
> has no effect. All I can do is hit [Esc]. The only way I can get 

> siocons to work is if I first run PSComUtil, load and execute a sample, 
> exit pscomutil, and then run siocons...After this process it works 

> perfectly. I'm running it from a dos window. The Yaroze is on COM1 and 
> there aren't any conflicts. What am I doing wrong? 

> 

> Chad 


At times I do get the same problem. This is sometimes due to a loose 
connection on the com port or on the back of the playstation. 


Whenever that happens to me, I always check these and most of the time, 
I found that the connection is slightly loose. After plugging the 
serial cable properly I do reboot my PlayStation as well as the PC and 
it seems to work from that point on. 


I get this loose cable problems because I use some external drives which 
I carry with me home everyday and swapping hardware makes the 
connections loose some time. 


Please try the above - it may be the case. 


I can not think of anything else for now, but I will ask around if 
anybody else had similar simptoms. 


Pradip K Fatehpuria 
—-MESSAGE FILE 18214 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
5 


--MESSAGE FILE 18215 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
046 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: Mon, 05 May 1997 10:12:24 -0700 

Organization: Sony Computer Entertainment America 

Lines: 23 

Message-ID: <336E14F8.4891@interactive.sony.com> 

References: <Olbc58ebSf1663f£20$9d3bbbcc@sevans.worldchat.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0 (Win95; I) 


Sean D. Evans wrote: 


> 

> Hello again... 

> 

> I am still having problems with siocons. I don't get the >> after pressing 
> enter, but I can still press F3 to get the auto[1]: prompt. After entering 


Please follow the thread above. We are trying to figure out what else 
may cause this problem. 


the filename batchO and pressing enter this is the message that appears: 


> 

> 

> BINARY WRITE:timeout ! 
> auto command all stop 
> 


Yes you will be able to access all the commands even if you have not got 
the ">>" prompt. Please remember that the prompt ">>" means that the 
communication has been established successfully and until you get this 
prompt all the data transfer commands will timeout because the 
communication has not be established yet. 


Pradip 
—-MESSAGE FILE 18215 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
6 


--MESSAGE FILE 18216 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Sean D. Evans" <sevans@worldchat.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: 6 May 1997 12:14:32 GMT 

Organization: Hoogovens TOA Inc. 

Lines: 35 

Message-ID: <01bc5a17$8dbc3240S653bbbcc@sean> 

References: <Olbc58ebS$f1663f20S9d3bbbcc@sevans.worldchat.com> 
NNTP-Posting-Host: pmdiall.SpectraNet.CA 

X-Newsreader: Microsoft Internet News 4.70.1155 


Okay, now I feel really stupid! 
Turns out (after talking to my friend who know everything about my computer 


because he helped build it and he's a computer technician) that my physical 
COM1 is disabled because my modem uses COM1. My mouse is on COM2. 


So anyway, I need a new mouse anyway so I'm gonna get a PS/2 mouse with a 
card and free up my COM2 for the Yaroze. 


Sorry for the headaches I may have caused you.... :) 
Sean. 


Sean D. Evans <sevans@worldchat.com> wrote in article 
<01bc58eb$f1663f20$9d3bbbcc@êsevans.worldchat.com>... 

> Hello again... 

> 

> I am still having problems with siocons. I don't get the >> after 
pressing 

> enter, but I can still press F3 to get the auto[1]: prompt. After 
entering 

the filename batch0 and pressing enter this is the message that appears: 


v 


BINARY WRITE:timeout ! 
auto command all stop 


The the cursor appears beside a heart symbol. 


Has anyone else experienced these problems? If so, how did you overcome 
them? 


VVVVVVVV 
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> 

> Thanks. 

> 

> Sean D. Evans. 

> 

—-MESSAGE FILE 18216 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
7 


--MESSAGE FILE 18217 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Michael Koziniak <michael_koziniak@interactive.sony.com> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: Fri, 09 May 1997 13:20:54 -0700 

Organization: Sony Interactive Entertainment 

Lines: 25 

Message-ID: <33738725.7E7E@interactive.sony.com> 

References: <Olbc58eb$f1663£20S9d3bbbcc@sevans.worldchat .com> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Sean D. Evans wrote: 

Hello again... 

I am still having problems with siocons. I don't get the >> after pressing 
enter, but I can still press F3 to get the auto[1]: prompt. After entering 


the filename batchO and pressing enter this is the message that appears: 


BINARY WRITE:timeout ! 
auto command all stop 


The the cursor appears beside a heart symbol. 


Has anyone else experienced these problems? If so, how did you overcome 
them? 


Thanks. 


VVVVVVVVVVVVVV VV VV 


Sean D. Evans. 


Have you tried confirming that the port you are trying to communicate 
through is working properly. If not try using the terminal program and 
see if it can access the com port you are working with. 


michael koziniak 
—-MESSAGE FILE 18217 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
8 


--MESSAGE FILE 18218 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
049 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Help! Freezing in siocons! 

Date: 15 May 1997 02:09:39 GMT 

Organization: Marconi 

Lines: 29 

Message-ID: <01bc60d5$19dc4da0$2dalcdcd@default> 
NNTP-Posting-Host: ppp-5200-1131.mtl.total.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi. 
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I try to follow the instructions outlined on Page 24 of the Start Up Guide, 
and according to step 7, I'm supposed to see a list of messages like this: 


Էսէօ0 | .text] address: 80100000-80100lef size: 000180 00180: 156Շ. 


However, this does not happen on my computer. I do beleive I have the 
correct IRQ and COM set properly because the local commands (cb, cls etc..) 
work just fine. What happens on my computer is it displays only: 


tuto0 | .text] address: 80100000-80100lef size: 000180 


It freezes at this point (at the first line WITHOUT the "001f0: lsec." 
part) 


It also says (on the TV screen) that the file size is FFFFFFFF bytes rather 
than 000001F0, which is the true size of the file. 


Can anyone help? 
Nelson. 


—-MESSAGE FILE 18218 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000004 
9 


--MESSAGE FILE 18219 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
050 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help! Freezing in siocons! 

Date: Thu, 15 May 1997 14:09:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <337b17d0.373581@205.149.189.29> 

References: <0O1bc60d5$19dc4da0$2dalcdcd@default> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 15 May 1997 02:09:39 GMT, "Nelson Santos" <nelson@total.net> wrote: 


>Hi. 

> 

> 

>I try to follow the instructions outlined on Page 24 of the Start Up Guide, 
>and according to step 7, I'm supposed to see a list of messages like this: 
> 

>tutod | .text] address: 80100000-80100lef size: 000180 00180: tI1sec. 

> 

> 

> 

> 

>Can anyone help? 


Nelson, 


It sounds like something is either not setup or connected correctly. 
There are several messages in this news group covering this type of 
problem. Basicly you need to make sure you have the COM port and IRQ 
setup correctly with no IRQ conflicts. You also need to make sure the 
cable is properly connected at each end. The PlayStation end is 
sometimes trickey, so pay close attention there. If you've checked all 
this, let us know. Someone else may know what's happening. 


Mario 
—-MESSAGE FILE 18219 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
0 
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--MESSAGE FILE 18220 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
051 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Solmonson <scosol@aimquest.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Siocons Hell! 

Date: Thu, 15 May 1997 10:57:44 -0700 

Organization: AimQuest Corporation 

Lines: 31 

Message-ID: <337B4E98.23C4E779@aimquest .com> 

Reply-To: scosol@aimquest.com 

NNTP-Posting-Host: 207.20.127.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (WinNT; 1) 

X-Priority: 3 (Normal) 


Hey- 


am also having fun problems with siocons. (under NT4) 
I think all my connections are good (I have a serial line monitor). 
My port, IRQ, and baud rate settings are good too. 
The problem I'm having is: when running siocons with a batch file as an 
argument ("Siocons auto"), I get the "Binary write timeout!" error. 
Then if I hit F3 and type "auto" it begins the first data file, and a 
"sync error" is reported on the tv. 


This sounds like a problem in my data settings, but I have not found the 
required settings anywhere in the documentation or in these newsgroups. 
have tryed 8/N/1 with all types of flow-control, but nothing helps. 


Anyone else hit this? Or at least can someone tell me the correct 
settings so I can rule them out as the cause. 


Thanks- 

Scott 

Scott Solmonson 

System Administrator / Holistic Teamster 


Aimquest Corporation \|/ 
scosol@aimquest.com 
Մ.408.965.1169 /\|\ 
F.408.955.1968 
P.408.539.1942 N| / 
p.scosol@aimquest.com 
"Two fisted beverage /\\ 


action in the house 

of ill communication" 

—-MESSAGE FILE 18220 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
1 


--MESSAGE FILE 18221 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Siocons Hell! 

Date: Fri, 16 May 1997 21:07:36 -0600 

Organization: Multi-Corp 

Lines: 58 

Message-ID: <337D20F8.2E75@zicorp.com> 

References: <337B4E98.23C4E779@aimquest.com> 

Reply-To: tjyang@zicorp.com 

NNTP-Posting-Host: 207.229.20.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 
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Scott Solmonson wrote: 
Hey- 


am also having fun problems with siocons. (under NT4) 
I think all my connections are good (I have a serial line monitor). 
My port, IRQ, and baud rate settings are good too. 
The problem I'm having is: when running siocons with a batch file as an 
argument ("Siocons auto"), I get the "Binary write timeout!" error. 
Then if I hit F3 and type "auto" it begins the first data file, and a 
"sync error" is reported on the tv. 


This sounds like a problem in my data settings, but I have not found the 
required settings anywhere in the documentation or in these newsgroups. 
have tryed 8/N/1 with all types of flow-control, but nothing helps. 


Anyone else hit this? Or at least can someone tell me the correct 
settings so I can rule them out as the cause. 


Thanks- 

Scott 

Scott Solmonson 

System Administrator / Holistic Teamster 


Aimquest Corporation \|/ 
scosol@aimquest.com 
Մ.408.965.1169 aes 
F.408.955.1968 
P.408.539.1942 \|/ 
p.scosol@aimquest.com 
"Two fisted beverage Մին 


action in the house 
of ill communication" 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Did you set your dos session with a ansi terminal emualtion ? 
My c:\winnt\system32\config.nt looks like this 


---stuff deleted---- 

dos=high, umb 
device=%SystemRoot%\system32\himem.sys 
device=%SystemRoot%\system32\ansi.sys 
FILES=30 


After I put in the ansi.sys emulation, my siocons uploading 

has much better sucess rate, I can even uploading at 115200. 

But I got sync error quite often if I using com2 for downloading 
from internet. When my siocons failed I will restart another 
siocons and stop using com2 then I can do a successful upload. 


Help this help 


tj 

Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
System Administrator 

Zi Corporation 403.233.8875 ext 238 


3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 

Internet http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 

—-MESSAGE FILE 18221 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
2 


--MESSAGE FILE 18222 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
053 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Siocons Hell! 

Date: Sat, 17 May 1997 09:52:25 -0600 

Organization: Multi-Corp 

Lines: 64 

Message-ID: <337DD439.61F5@zicorp.com> 

References: <337B4E98.23C4E779@aimquest.com> <337D20F8.2E75@zicorp.com> 
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Reply-To: tjyang@zicorp.com 
NNTP-Posting-Host: 207.229.20.122 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


TJ Yang wrote: 

Scott Solmonson wrote: 

Hey- 

am also having fun problems with siocons. (under NT4) 


My port, IRQ, and baud rate settings are good too. 


"sync error" is reported on the tv. 


settings so I can rule them out as the cause. 


Thanks- 

Scott 

Scott Solmonson 

System Administrator / Holistic Teamster 


Aimquest Corporation N| / 
scosol@aimquest.com 
Մ.408.965.1169 /\|\ 
F.408.955.1968 
P.408.539.1942 \|/ 
p.scosol@aimquest.com 
"Two fisted beverage rans 


action in the house 
of ill communication" 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


My c:\winnt\system32\config.nt looks like this 


---ՏԵԱքք deleted---- 

dos=high, umb 
device=%SystemRoot%\system32\himem.sys 
device=%SystemRoot%\system32\ansi.sys 
FILES=30 


But I got sync error quite often if I using com2 for down] 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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Լ think all my connections are good (1 have a serial line monitor). 
The problem I'm having is: when running siocons with a batch file as an 


argument ("Siocons auto"), I get the "Binary write timeout!" error. 
Then if I hit F3 and type "auto" it begins the first data file, anda 


This sounds like a problem in my data settings, but I have not found the 
required settings anywhere in the documentation or in these newsgroups. 
I have tryed 8/N/1 with all types of flow-control, but nothing helps. 


Anyone else hit this? Or at least can someone tell me the correct 


Did you set your dos session with a ansi terminal emualtion ? 


After I put in the ansi.sys emulation, my siocons uploading 
has much better sucess rate, I can even uploading at 115200. 


Loading 


from internet. When my siocons failed I will restart another 


AAAAAAAAAAAA restared 


v 


siocons and stop using com2 then I can do a successful up] 


Vv 


Help this help 


Excuse my poor English. 


tj 


Load. 


Tyng-Jing Yang (T.J.) tjyang@zicorp.com 


System Administrator 
Zi Corporation 403.233.8875 
3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 


ext 238 


Internet http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 
—-MESSAGE FILE 18222 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 


3 
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--MESSAGE FILE 18223 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
054 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help! Freezing in siocons! 

Date: 21 May 1997 01:50:40 GMT 

Organization: Marconi 

Lines: 19 

Message-ID: <01bc6589$721a9180Se70bcdcd@default> 

References: <0O1lbc60d5$19dc4da0$2dalcdcd@default> <337b17d0.373581@205.149.189.29> 
NNTP-Posting-Host: ppp-5200-2525.mtl.total.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Nelson, 


It sounds like something is either not setup or connected correctly. 
There are several messages in this news group covering this type of 
problem. Basicly you need to make sure you have the COM port and IRQ 
setup correctly with no IRQ conflicts. You also need to make sure the 
cable is properly connected at each end. The PlayStation end is 
sometimes trickey, so pay close attention there. If you've checked all 
this, let us know. Someone else may know what's happening. 


Mario 


VVVVVVVVVV VV 


Yup. Looks like a faulty connection is what it was. I disconnected and 
reconnected everything and it now works like a charm. 


Nelson. 


—-MESSAGE FILE 18223 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
4 


--MESSAGE FILE 18224 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
055 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Rajiv Patel" <scorn@pacbell.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: 21 May 1997 05:17:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <01bc658d$6aa40720S010200c0@storm> 

References: <Olbc58ebS$f1663f20S9d3bbbcc@sevans.worldchat.com> 

NNTP-Posting-Host: ppp-207-105-155-216.anhm01.pacbell.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Sean D. Evans <sevans@worldchat.com> wrote in article 
<Olbc58ebSf1663f20S9d3bbbcc@sevans.worldchat.com>... 

> Hello again... 

> 

> I am still having problems with siocons. I don't get the >> after 
pressing 

> enter, but I can still press F3 to get the auto[1]: prompt. After 
entering 


> the filename batchO and pressing enter this is the message that appears: 
x BINARY WRITE:timeout ! 

> auto command all stop 

I The the cursor appears beside a heart symbol. 

_ Has anyone else experienced these problems? If so, how did you overcome 
> them? 
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Hi all, 


I remember reading a e-mail where someone successfully is 
using MS Dev and GNU to compile Yaroze code. Can you tell me 
where the info is on your web page? Thanks. 


Regards, 


George 


—-MESSAGE FILE 1926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00629 


—-MESSAGE FILE 1927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000630 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MSVC and GNU 

Date: Wed, 8 Apr 1998 12:41:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6égfré62Sp8n6@chuka.playstation.co.uk> 
References: <6gfoksSodkl@emeka.playstation.co.uk> 
NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Its on my page (~steved). Haven't updated the atricle recently since the 
miracle of miracles happened, my code warrior started 'behaving itself'. 


Steve 
steve@backroom.tm 


George_Bain@Playstation.sony.com wrote in message 
<égfoksSodkl@emeka.playstation.co.uk>... 

> via smtpd (for [194.203.13.2]) with SMTP; 8 Apr 1998 12:00:10 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA02393 
> for <news@playstation.co.uk>; Wed, 8 Apr 1998 12:59:50 +0100 (BST) 
>From: George_Bain@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

> 

> 

>Hi all, 

> 

>I remember reading a e-mail where someone successfully is 

>using MS Dev and GNU to compile Yaroze code. Can you tell me 
>where the info is on your web page? Thanks. 

> 

>Regards, 

> 

>George 

> 

> 


—-MESSAGE FILE 1927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00630 


—-MESSAGE FILE 1928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000631 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Wed, 8 Apr 1998 20:50:45 +0200 


Net Yaroze newsgroups message dump.txt 


I 


have the *exact* same problem when I try to run SIOCONS off COM3 (0x3E8, 


IRQ9). If I boot to a clean DOS (just ANSI.SYS loaded) and run SIOCONS off 
COM1 then it works fine. This is a bad solution at best - but (get this) 
everything works fine off COM3 *IF* I use PSComUtil from CodeWarrior. 


What port and IRQ are you using? I think SIOCONS has a problem with 
non-standard IRQs. The complaint I get when I'm using COM3 is that IRQ9 is 
in use by another program (in DOS?). 


raj 


What for you bury me in the cold, cold ground? 


Rajiv Patel 
scorn@pacbell.net 
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—-MESSAGE FILE 18224 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 


5 


--MESSAGE FILE 18225 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
056 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Solmonson <scosol@aimquest.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Siocons Hell! 

Date: Wed, 21 May 1997 16:31:43 -0700 

Organization: AimQuest Corporation 

Lines: 87 

Message-ID: <338385DF.8112BE41@aimquest .com> 


References: 


F5@zicorp.com> 

Reply-To: scosol@aimquest.com 
NNTP-Posting-Host: 207.20.127.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (WinNT; I) 


X-Priority: 3 (Normal) 


Actually- 


No I don't have ansi.sys loaded. 


I 


I Ա 


assumed is was used only for a pretty display. 
ll give it a try. 


Scott 


TJ Yang wrote: 


VVVVVVVVVVVVV VV VV VV VV V 
VVVVVVVVVVVVVV VV VV VV 
VVVVVVVVVVVVVV VV VV 


TJ Yang wrote: 
Scott Solmonson wrote: 
Hey- 


am also having fun problems with siocons. (under NT4) 
I think all my connections are good (I have a serial line monitor). 
My port, IRQ, and baud rate settings are good too. 
The problem I'm having is: when running siocons with a batch file as an 
argument ("siocons auto"), I get the "Binary write timeout!" error. 
Then if I hit F3 and type "auto" it begins the first data file, and a 
"sync error" is reported on the tv. 


This sounds like a problem in my data settings, but I have not found the 
required settings anywhere in the documentation or in these newsgroups. 
I have tryed 8/N/1 with all types of flow-control, but nothing helps. 


Anyone else hit this? Or at least can someone tell me the correct 
settings so I can rule them out as the cause. 


<337B4F98.23C4E779Qaimquest.com> <337D20F8.2E75@zicorp.com> <337DD439.61 
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action in the house 
of ill communication" 


> Thanks- 

> Scott 

> -- 

> Scott Solmonson 

> System Administrator / Holistic Teamster 

> Aimquest Corporation \|/ 

> scosol@aimquest.com 
> V.408.965.1169 /\|\ 

> F.408.955.1968 

> P.408.539.1942 \|/ 

> p.-scosol@aimquest.com 
> "Two fisted beverage /\\ 

> 

> 


Did you set your dos session with a ansi terminal emualtion ? 
My c:\winnt\system32\config.nt looks like this 


---ՏԵսԱքք deleted---- 

dos=high, umb 
device=%SystemRoot%\system32\himem. sys 
device=%SystemRoot%\system32\ansi.sys 
FILES=30 


After I put in the ansi.sys emulation, my siocons uploading 

has much better sucess rate, I can even uploading at 115200. 

But I got sync error quite often if I using com2 for downloading 

from internet. When my siocons failed I will restart another 
BENPRERSALONAN- RESstared 

siocons and stop using com2 then I can do a successful upload. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Vv v v 


Help this help 


Excuse my poor English. 


tj 

Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
System Administrator 

Zi Corporation 403.233.8875 ext 238 


VVVVVVVVVVVVVVV NV, SN, N, NV N NV NV N N VN N N VN VN, NP, NE, N VN NV N VV VV VV VV 


3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 


Scott Solmonson 
System Administrator / Holistic Teamster 


Aimquest Corporation N| / 
scosol@aimquest.com 
V.408.965.1169 /\\ 
F.408.955.1968 
Ք.408.539.1942 NF 
p.scosol@aimquest.com 
"Two fisted beverage /\\ 


action in the house 
of ill communication" 


Internet http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 
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—-MESSAGE FILE 18225 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 


6 


--MESSAGE FILE 18226 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


057 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Rajiv Patel" <scorn@pacbell.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Siocons Hell! 

Date: 22 May 1997 05:53:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <01lbc665bS$8cd09bf0S010200c0@storm> 


References: <337B4E98.23C4E779@aimquest.com> <337D20F8.2E75@zicorp.com> <337DD439.61 


F5@zicorp.com> <338385DF.8112BE41@aimquest .com> 
NNTP-Posting-Host: ppp-206-170-67-53.anhm01.pacbell.net 
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X-Newsreader: Microsoft Internet News 4.70.1161 


Scott Solmonson <scosol@aimquest.com> wrote in article 

>> > > am also having fun problems with siocons. (under NT4) 

> > > > I think all my connections are good (I have a serial line monitor). 
> > > > My port, IRQ, and baud rate settings are good too. 

> > > > The problem I'm having is: when running siocons with a batch file 
as an 

> > > > argument ("siocons auto"), I get the "Binary write timeout!" error. 
> > > > Then if I hit F3 and type "auto" it begins the first data file, and 
a 

> > > > "sync error" is reported on the tv. 


I didn't think siocons would work in NT. Doesn't it get stomped for 
attempting to write directly to the serial port? Լ would have thought that 
it violates the HAL. I tried it in NT4 anyway - it didn't work for me 
either. Try it in Win95 or DOS. 


raj 
—-MESSAGE FILE 18226 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
7 


--MESSAGE FILE 18227 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Sean D. Evans" <sevans@worldchat.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: 22 May 1997 20:26:55 GMT 

Organization: Hoogovens TOA Inc. 

Lines: 29 

Message-ID: <0lbc66efSbee496c0S$883bbbcc@sean> 

References: <Olbc58ebS$f1663f20S9d3bbbcc@sevans.worldchat.com> <01bc658d$6aa40720S$010 
200c0@storm> 

NNTP-Posting-Host: 204.187.59.136 

X-Newsreader: Microsoft Internet News 4.70.1155 


Rajiv Patel <scorn@pacbell.net> wrote: 

> I have the *exact* same problem when I try to run SIOCONS off COM3 
(Ox3E8, 

> IRQ9). If I boot to a clean DOS (just ANSI.SYS loaded) and run SIOCONS 
off 

> COM1 then it works fine. This is a bad solution at best - but (get this) 
> everything works fine off COM3 *IF* I use PSComUtil from CodeWarrior. 

> 

> What port and IRQ are you using? I think SIOCONS has a problem with 

> non-standard IRQs. The complaint I get when I'm using COM3 is that IRQ9 
is 


v 


in use by another program (in DOS?). 


raj 


What for you bury me in the cold, cold ground? 


Rajiv Patel 
scorn@pacbell.net 


VVVVVVVVV 


I finally got it working. The problem I had was the fact that my physical 
COM1 was disabled because of my modem. I now have COM1 enabled and the Net 
Yaroze is on COM1, the Modem is on COM3 (I just can't use the modem at the 
same time and the Yaroze, but then again, why would i need to?), and my 
mouse is on COM2. I'm not sure about the IRQ's, but I'll check when I get 
home. 


Sean. 
—-MESSAGE FILE 18227 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
8 
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--MESSAGE FILE 18228 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
059 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: To programs w/errors 

Date: Thu, 22 May 1997 21:26:58 +0000 

Organization: BMC Software 

Lines: 17 

Message-ID: <3384BA22.402F@bmc.com> 

References: <335FC7A4.B38@groupz.net> <3360F301.5D9@glamoursoft.com> 
NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Mike Fulton wrote: 


Jeff Lawton wrote: 

> I can't seem to compile the Dungeon, Tunnel, and the Clone demos to 
> run.. Everytime I try I get the following error: 

> 


> Stack fault at eip=d5d17 


It may be that the compiler is running out of stack space. Try adding 
the following to your AUTOEXEC.BAT file: 


set GO32=DPMIStack 500000 


VVVVVVVVVV VV 


It seems changing the optimization level or changing the stack size 

works. I tried changing the stack size and the file would compile, 

although it took quite a bit of time. 

—-MESSAGE FILE 18228 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000005 
9 


--MESSAGE FILE 18229 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: How to force program exit 

Date: Thu, 22 May 1997 21:32:43 +0000 

Organization: BMC Software 

Lines: 5 

Message-ID: <3384BB7B.484A@bmc.com> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


How do you force a program to exit using siocons? 


I have run several demos, or should I say "bad" demos, that do not exit 

and release the console. How do you get them to exit and get back to the 

console mode? So far reseting the yaroze seems to be the only solution. 

—-MESSAGE FILE 18229 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
0 


--MESSAGE FILE 18230 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
061 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Rajiv Patel" <scorn@pacbell.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: 23 May 1997 07:18:54 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 
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Message-ID: <01bc6730$b209d050S010200c0@storm> 
References: <Olbc58ebSf1663f20S9d3bbbcc@sevans.worldchat.com> <01bc658d$6aa40720$010 
200c0@storm> <Olbcé66efSbee496c0S883bbbcc@sean> 

NNTP-Posting-Host: ppp-206-170-223-209.anhm01.pacbell.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Sean D. Evans <sevans@worldchat.com> wrote in article 


> I finally got it working. The problem I had was the fact that my 
physical 

> COM1 was disabled because of my modem. I now have COM1 enabled and the 
Net 

> Yaroze is on COM1, the Modem is on COM3 (I just can't use the modem at 
the 

> same time and the Yaroze, but then again, why would i need to?), and my 
> mouse is on COM2. I'm not sure about the IRQ's, but I'll check when I 
get 

> home. 


Hm. I may try that myself - although I don't like it too much. I'd *like* 
to be able to use the modem and the Yaroze at the same time - that way any 
problems I have are still fresh in my mind so I can ask about them here. 
That and I'd like to be able to try out new demos as soon as I download 
them... :) 


raj 
—-MESSAGE FILE 18230 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
ab 


--MESSAGE FILE 18231 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
062 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: TIMTOOL access violation 

Date: Sat, 24 May 1997 15:51:54 +0000 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33870E9A.B17@bmc.com> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


TIM Tool under Windows95. 


Whenever I click in the "Texture Page Preview" window with the mouse, I 

get a dialog saying "Access violation at address 00452CE3. Read of 

address FFFFFFFF." It happens every time, but fortunately it doesn't 

cause the program to actually exit. 

—-MESSAGE FILE 18231 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
2 


--MESSAGE FILE 18232 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
063 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: TIMTOOL access violation 

Date: Sun, 25 May 1997 11:05:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33881c92.8382354@205.149.189.29> 

References: <33870E9A.B17@bmc.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 24 May 1997 15:51:54 +0000, Kevin Holbrook 
<Kevin_Holbrook@bmc.com> wrote: 
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>TIM Tool under Windows95. 

> 

>Whenever I click in the "Texture Page Preview" window with the mouse, I 
>get a dialog saying "Access violation at address 00452CE3. Read of 
>address FFFFFFFF." It happens every time, but fortunately it doesn't 
>cause the program to actually exit. 


I just got a new version of TIM Tool from the SCEE site. I'll be 
posting it later this evening. Hopefully it will correct your problem. 


Mario 
—-MESSAGE FILE 18232 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
3 


--MESSAGE FILE 18233 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: timv problems 

Date: Sat, 24 May 1997 17:29:36 +0000 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33872580.251A@bmc.com> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I have a 512x240 bmp file which I converted using timutil. 

When I use timv to display the image on the yaroze, the image is clipped 
and is not shown as the full image. If I scale the bmp file down to 
256x240 and convert that to a tim file, then all of the image is shown. 


Does the timview program have a problem with setting the correct 
resolution large enough for the image? Or does it use a fixed 
resolution? The documentation was totally uninforming. 


Would it be possible to get the source to timview? This would make an 
excellent demo program. I have gone through the instructions given on 
one of the newsgroups here on how to display a static background using a 
tim file, but the method does not work for me, and it is missing some 
other details. 


Thanks 
—-MESSAGE FILE 18233 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
4 


--MESSAGE FILE 18234 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: timv problems 

Date: Sun, 25 May 1997 13:06:26 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <33883874.15521634@205.149.189.29> 

References: <33872580.251A@bmc.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 24 May 1997 17:29:36 +0000, Kevin Holbrook 
<Kevin_Holbrook@bmc.com> wrote: 


>I have a 512x240 bmp file which I converted using timutil. 

>When I use timv to display the image on the yaroze, the image is clipped 
>and is not shown as the full image. If I scale the bmp file down to 
>256x240 and convert that to a tim file, then all of the image is shown. 
> 
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>Does the timview program have a problem with setting the correct 
>resolution large enough for the image? Or does it use a fixed 
>resolution? The documentation was totally uninforming. 

> 
>Would it be possible to get the source to timview? This would make an 
>excellent demo program. I have gone through the instructions given on 
>one of the newsgroups here on how to display a static background using a 
>tim file, but the method does not work for me, and it is missing some 
>other details. 

> 


I havn't seen the code for TimView, but since Texture pages are only 
256 pixels wide, I suspect that is the widest TIM file viewable. 
Writing a new viewer wouldn't be too difficult, but you would need to 
use more than one object to display images larger than 256x256. 


Mario 
—-MESSAGE FILE 18234 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
5 


--MESSAGE FILE 18235 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
066 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: still having problems with siocons.... 

Date: Mon, 26 May 1997 10:44:34 -0500 

Organization: (no organization) 

Lines: 20 

Message-ID: <3389AFE2.6609@charlie.cns.iit.edu> 

References: <0Olbc58ebSf1663f20S9d3bbbcc@sevans.worldchat.com> <01bc658d$6aa40720S010 
200c0@storm> <O0lbcéb6efSbee496c0S883bbbcc@sean> <01bc6730$b209d050S010200c0@storm> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Rajiv Patel wrote: 


Hm. I may try that myself - although I don't like it too much. I'd *like* 
to be able to use the modem and the Yaroze at the same time - that way any 
problems I have are still fresh in my mind so I can ask about them here. 
That and I'd like to be able to try out new demos as soon as I download 
them... :) 


V V V V V 


You can get a "bus" mouse, so instead of "wasting" a valuable COM port 
(interrupt) on a mouse, it has it's own dedicated hardware port. Then 
you can have your modem on COM1 and your Yaroze on COM2. 


Personally, I think mice should have been standardized on the BUS MOUSE 
standard when it first was available years ago. All computers should 
have a dedicated (non-COM) mouse port. 


Or else, make a standard way for devices to share an interrupt. 
And more importantly, have people start *following* that standard! 


EdF 
—-MESSAGE FILE 18235 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
6 


--MESSAGE FILE 18236 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
067 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Ann: CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Mon, 16 Jun 1997 15:22:06 -0500 

Organization: Metrowerks Corp. 

Lines: 152 
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Message-ID: <33A5A06D.70D5@austin.metrowerks.com> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 
to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
couv@metrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 


http://www.metrowerks.com/tools/software/updates/index.html 
KKKKK 


Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 
page. 


KkKKKK 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 
brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


Gl 


The following bugs from the first release have been fixed: 
- PSCommUtil -39 error when downloading a data file 
- Hanging of Net Yaroze when printf() statements are executed 
- UI, Window redraws, and crash problems in IDE and debugger 
- No longer need to reset the Net Yaroze after each run 


New features that are included in this release: 

- 2.0 IDE 

- New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 

- New PSComUtil with more stability at all baud rates and bug 
fixes of downloading problems 
Now supports batch file downloading using the same commands as 
SIOCONS 

— Graphics converters for Mac users. 
PICT, BMP, and TIFF to TIMM 

- TIM Viewer application for Mac 


— Lots of new Demos!! Six Sony Demos are now included along with 
documentation that shows you how to convert GNU projects to 
CodeWarrior. 


- All new Documentation with more detailed support for Net Yaroze 
users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
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patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 


Sincerely, 


Mark Couvillion 


!)))****TMPORTANT****:; Information concerning downloading and 
installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 
tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 
ՏԵՐ» 


Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

— double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 


**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 - Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

— double click the CWPS Net Yaroze Update icon to run the installer. 


2 - Mac *.sit.hqx 
- Download the .sit.hqx file 
Drop the file on Stuffit expander. 
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This will create a file called CWPS Net Yaroze Update 
- delete the .sit.hqx file 
- double click the CWPS Net Yaroze Update icon to run the installer. 


3 — Segmented 

- download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
(X is the file number) 

- When you have downloaded ALL segments, drop the file labeled "CWPS Net 
Yaroze Update.sit.1" on Stuffit Expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.X files 

- double click the CWPS Net Yaroze Update icon to run the installer. 


End. 
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—-MESSAGE FILE 18236 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 


7 


--MESSAGE FILE 18237 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


068 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: ENVIRONMENT SPACE+ 

Date: 20 Jun 1997 22:08:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 29 
Message-ID: <0Olbc7dc6Sa2f6al40Sb6bf43ce@wkwerner> 

References: <335F3302.57BD@handsontoys.com> <5jo3is$gil2@scea> 
NNTP-Posting-Host: port82.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Jay Brewer wrote in article > 


c:\config.sys or c:\autoexec.bat - sorry I forgot - like 
SHELL=C : \DOS\COMMAND.COM e:\4069 

where 4096 is the # 'o enviromnent bytes. 

DOSheads out there clerify what this magic is...?... 


> 

> 

> 

> 

> I got sick of typing siocons a billion times so I added this file, 
> SI.BAT to my /yaroze/psx/bin directory. It's contents: 
> 
> 
> 
> 
I 


siocons %1 
Now I can just type "si" to run it. 
n the shell command, it's /e:4096 


In the bat file you show, I could not type something like: 
SI -Ե9600 auto 
try 
siocons %1 52 %3 %4 
or I believe (someone try this out?) that 
Siocons %$ 
tells dos to put not just the first command, but the whole rest of the 
commnad line minus the command in place of 25 


Doshead by coercion, 
Wayne 


—-MESSAGE FILE 18237 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 


8 


--MESSAGE FILE 18238 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


069 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: I have no com ports 

Date: Mon, 23 Jun 1997 09:43:02 -0500 

Organization: SCEA Net Yaroze News 
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Organization: Debri 

Lines: 16 

Message-ID: <1d74wf3.w6cnkhlkiu2buN@al-88-120.al1l.nl> 

References: <Olbd5eef$139ea280S$cc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4qi5hjikgN@al-88-125.al.nl> <3526ae41.329053@news.playstation.co.u 
k> <3528FFC8.31C45DC4@hinge.mistral.co.uk> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


I suspect that mags such as Edge must either have debug stations 
or chipped playstations in order to review / preview Japanese 
games. I know a Yaroze will play the imports, but they have only 
been available relatively recently. To play a preview, they MUST 
use a chipped/debug station.... 


> 
> 
> 
> 
> 
> 
> Craig. 
> 


I think they just use an import-PSX as well as the PAL-PSX. I don't 
believe that they can permit them self to use a chipped one. 


DEnnis.. 
—-MESSAGE FILE 1928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00631 


—-MESSAGE FILE 1929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000632 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Wed, 8 Apr 1998 20:50:47 +0200 

Organization: Debri 

Lines: 31 

Message-ID: <1d74w1l0.lgqabjsximtvarkN@al1-88-120.al.nl1> 

References: <Olbd5eef$139ea280$cc3752ca@ferguson> <35292163.122B31E5@compuserve. com> 
<6gbbvm$ j631@emeka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


<George_Bain@Playstation.sony.com> wrote: 


> via smtpd (for [194.203.13.2]) with SMTP; 6 Apr 1998 19:59:30 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id UAA17848 
> for <news@playstation.co.uk>; Mon, 6 Apr 1998 20:59:14 +0100 (BST) 

> From: George_Bain@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> 

> 

> Hi Craig, 

> 

> Magazines have debug PSX's while pirates( losers ) have chipped PSX's. 

> 

> Regards, 

> 

> George 

> 


I don't have a chipped PSX and I'm against chipping, but if others want 
to take the risk they are "free" to do it. I have some "friends" with 
chipped playstations but they do buy original games. They chipped it to 
play NTSC-games, what in my opinion is no big deal. The option to chip 
was a reason to choose a PSX above a N64. We tried copied games to but 
they don't work propper. Copied games can even crash a PSX as I've seen. 
Anyhow, not all owners of chipped PSX's are losers. 


Again, I only own the Yaroze and that will not be chipped during my 
life-time! 
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Lines: 13 
Message-ID: <33AE8B76.186BED0D@ix.netcom. com> 
NNTP-Posting-Host: dgr-il2-09.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Yesterday I actually tried using the new version of CodeWarrior (which 
is great), and I tried to connect to the Yaroze through windows. 
Before, I did all my programming in dos without the mouse, and I pluged 
the Yaroze to COM1. 


But in windows, I need the mouse, which is on COM1, and the modem uses 
COM2. Լ have two connections in the back of my computer labeled coml 
and com2, so I guess that is all I can use. Is there any way to fool 
with some settings, maybe disable the modem (which is internal) and use 
COM2?... or do I just have to purchase one of those serial cards? 


Manny Najera 


—-MESSAGE FILE 18238 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000006 
9 


--MESSAGE FILE 18239 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
070 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Mon, 23 Jun 1997 15:37:35 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33ae9772.4887528@205.149.189.29> 

References: <33AE8B76.186BED0D@ix.netcom. com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 23 Jun 1997 09:43:02 -0500, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>Yesterday I actually tried using the new version of CodeWarrior (which 
>is great), and I tried to connect to the Yaroze through windows. 
>Before, I did all my programming in dos without the mouse, and I pluged 
>the Yaroze to COM1. 


> 

>But in windows, I need the mouse, which is on COM1, and the modem uses 
>COM2. I have two connections in the back of my computer labeled coml 
>and com2, so I guess that is all I can use. Is there any way to fool 
>with some settings, maybe disable the modem (which is internal) and use 
>COM2?... or do I just have to purchase one of those serial cards? 

> 

Manny, 


Serial ports usually come in pairs. The second port on your board may 
have been disabled when the internal modem was installed. If you have 
the manual for your serial card (or motherboard) you should be able to 
set the port up as com4. If the port is on your motherboard, you 
should be able to enable it in SETUP. 


Mario 
—-MESSAGE FILE 18239 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
0 


--MESSAGE FILE 18240 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
071 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 
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Date: Mon, 23 Jun 1997 18:41:05 -0500 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33AF0991.35658B65@ix.netcom. com> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> 
NNTP-Posting-Host: dgr-il2-11.ix.netcom.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Mario Perdue wrote: 


Serial ports usually come in pairs. The second port on your board may 
have been disabled when the internal modem was installed. If you have 
the manual for your serial card (or motherboard) you should be able to 


set the port up as com4. If the port is on your motherboard, you 
should be able to enable it in SETUP. 


VV NV V V V 


I changed the cmos setings to use the second onboard serial port as 
com4, but it still does not work. Does the DTLH3000 variable have to De 
set for com4 as well? Or does this not matter to PsComUtil? 


Manny Najera 


—-MESSAGE FILE 18240 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
1 


--MESSAGE FILE 18241 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
072 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Tue, 24 Jun 1997 02:43:35 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33af33e0.14854859@205.149.189.29> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> <33A 
F0991.35658B65@ix.netcom. com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 23 Jun 1997 18:41:05 -0500, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>Mario Perdue wrote: 

> 

>> Serial ports usually come in pairs. The second port on your board may 
>> have been disabled when the internal modem was installed. If you have 
>> the manual for your serial card (or motherboard) you should be able to 
>> 

>> set the port up as com4. If the port is on your motherboard, you 

>> should be able to enable it in SETUP. 

> 

>I changed the cmos setings to use the second onboard serial port as 
>com4, but it still does not work. Does the DTLH3000 variable have to be 
>set for com4 as well? Or does this not matter to PsComUtil? 

> 

Manny, 


I havn't really used CodeWarrior much yet, so I'll defer your question 
to the guys at MetroWerks. You might want to re-post your question in 
the CodeWarrior newsgroup to be sure they see it. 


Mario 
-—-MESSAGE FILE 18241 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
2 
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--MESSAGE FILE 18242 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
073 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Tue, 24 Jun 1997 13:12:20 -0500 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33BO0O0E04.DEF57305@ix.netcom. com> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> <33A 
F0991.35658B65@ix.netcom.com> <33af33e0.14854859@205.149.189.29> 

NNTP-Posting-Host: dgr-ill-06.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Today I decided to open up the computer to see if there was some other 
cause for my problem... and sure enough, I saw that the cable for the 
second serial port wasn't even plugged in! Once plugged in, I was able 
to use the PsComUtil program just fine. 


One other major concern is the fact that I can't use three com ports at 


the same time. I need number 1 for the mouse, number 2 for the modem, 
and number 4 for the Yaroze. If I activate all three at the same time, 
there is a conflict with irq's and stuff. Is it even possible to use 


three com ports at once? 
Manny Najera 


-—-MESSAGE FILE 18242 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
3 


--MESSAGE FILE 18243 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
074 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Wed, 25 Jun 1997 14:58:14 -0500 

Organization: Metrowerks Corporation 

Lines: 21 

Message-ID: <hunt-ya02408000R2506971458140001@news.scea.sony.com> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> <33A 
F0991.35658B65@ix.netcom.com> <33af33e0.14854859@205.149.189.29> <33BO0E04.DEF57305@ 
ix.netcom.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33B00E04.DEF57305@ix.netcom.com>, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


> the same time. I need number 1 for the mouse, number 2 for the modem, 
> and number 4 for the Yaroze. If I activate all three at the same time, 
> there is a conflict with irg's and stuff. Is it even possible to use 
> three com ports at once? 


Not without extra hardware. 

PCs normally have two physical serial ports, but they "appear" to have 4, 
through IRQ sharing. Therefore, you can never use more than two 
simultaneously. 


You can get a serial expansion board which gives you two more. These boards 
are pretty cheap, under $50. 


Thanks, 
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Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 18243 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
4 


--MESSAGE FILE 18244 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
075 

Path: chuka.playstation.co.uk!scea!paulk 

From: paulk@anon.nymserver.com (Paul Kearns) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Wed, 25 Jun 1997 21:46:39 GMT 

Organization: The Hacker's Shack 

Lines: 21 

Message-ID: <5o0s3d1$2197@scea> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> <33A 
F0991.35658B65@ix.netcom.com> <33af33e0.14854859@205.149.189.29> <33B00E04.DEF57305@ 
ix.netcom.com> <hunt-—ya02408000R2506971458140001@news.scea.sony.com> 
NNTP-Posting-Host: tide09.microsoft.com 

X-Newsreader: News Xpress 2.01 


In article <hunt-—ya02408000R2506971458140001@news.scea.sony.com>, hunt@metrowerks.co 
m (Eric Hunt) wrote: 

>> Is it even possible to use 

>> three com ports at once? 

> 

>You can get a serial expansion board which gives you two more. These boards 

>are pretty cheap, under $50. 


You can also get a bus mouse or an internal modem. Not that any of the three 
ideas are any better or worse than another, but you do have several options. 
It'd be neat if Yaroze had other connectivity options. I mean, it looks 

like it's got provisions for parallel port access. On the other hand, I'd 
really enjoy showing my friends how I've networked my Playstation with 
Ethernet or, so-cool-it's-insane, can hook a SCSI drive up to it. Imagine the 
load times then! 


>Eric Hunt 
>Metrowerks Technical Support 


Paul Kearns 

paulk@anon.nymserver.com 

—-MESSAGE FILE 18244 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
5 


--MESSAGE FILE 18245 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
076 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: CodeWarrior woes -- compiling C++ files 

Date: Wed, 25 Jun 1997 23:34:25 -0500 

Organization: The Implementor 

Lines: 37 

Message-ID: <33B1F151.2887@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx6-13.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:74 scea.yaroze.pro 
blems.pc:76 


I have encountered some problems that hopefully someone here can 
help me with.... 

I have spent a fair amount of time lovingly crafting a beautiful, 
elegant set of C++ libraries for the Yaroze. However, when I went 
to build the project (using CodeWarrior), I encountered over 100 
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errors! 
Nervously sweating, and with visions of huge volumes of flawed 
code burning in my mind, I inspected the error list. Lo and 


behold, none of the errors were what I would perceive as errors. 
For instance, the compiler steadfastly refuses to have anything 
to do with namespaces; also, it seemed to think that just about 
any symbol was some vile error of most grave nature. I never 
even finished perusing the massive list; probably, the last 
error was a "too many errors" error. 
This only happens with C++ code. As far as I can tell, CodeWarrior 
knows that it is a C++ file, and knows to compile it as such, but 
one never knows.... 

I do not particularly like the CodeWarrior editor (under Windows), 
and so when developing my code, I use something like Borland or 
MicroSloth for editing, and I periodically check it for syntax 
flaws this way as well. The code is clean and pristine, but 
CodeWarrior hates it. How can I get this to work? Also, for 

some unspecified reason, it sometimes (but not always) fails to 
find standard headers. I cannot reliably recreate this problem, 
however. 

I am using CodeWarrior for Windows, with the updated patch (which 
is a nice improvement, but it still needs some work...). 


P.S. -- When the final update CD is sent out to Registered Owners, 

is there any chance that printed documentation will be available/ 
included? It is terribly difficult to deal with online documentation, 
and I cannot print it out. 


Floating World Creations 
http: //www.scea.sony.com/net/yaroze/pages/ jblack. html 
... featuring PSXsock 1.02 -- link up Yarozes over any TCP/IP network! 


Page 
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—-MESSAGE FILE 18245 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 


6 


--MESSAGE FILE 18246 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


077 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 
Subject: Re: CodeWarrior woes -- compiling C++ files 

Date: Thu, 26 Jun 1997 10:54:35 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33B2ACD7.27BA@halcyon.com> 

References: <33B1F151.2887@ix.netcom.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ipll.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

To: spelwevr@ix.netcom.com 


Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:75 scea.yaroze.pro 


blems.pc:77 


I'm only familiar with CodeWarrior on the Mac, so I'm not sure if these 
will help. 


1) There is (in the mac version anyway) a preference in the project 
settings to "Treat Warnings as Errors." If this is on you could be 
getting piles of errors. 


2) CodeWarrior (especially earlier versions on the mac) loves to give 
you "cascading" errors - where one syntax error can appear as dozens of 
errors in the correct code below it. Make sure you don't have a real 
error early in your list. 


If its not one of these, and you don't get any better info you can send 
me the file and I'll see if I can get it going on the mac. 


eli 
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gromit@halcyon.com 
—-MESSAGE FILE 18246 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
7 


--MESSAGE FILE 18247 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
078 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Thu, 26 Jun 1997 15:19:30 -0500 

Organization: Metrowerks Corporation 

Lines: 12 

Message-ID: <hunt-ya02408000R2606971519300001@news.scea.sony.com> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> <33A 
F0991.35658B65@ix.netcom.com> <33af33e0.14854859@205.149.189.29> <33BO0E04.DEF57305@ 
ix.netcom.com> <hunt-—ya02408000R2506971458140001@news.scea.sony.com> <50s3d1$2197@sc 
ea> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <5o0s3d1$2197@scea>, paulk@anon.nymserver.com (Paul Kearns) wrote: 
> It'd be neat if Yaroze had other connectivity options. I mean, it looks 


Please realize that it is not up to Metrowerks to provide additional 
connectivity options for the Net Yaroze. Sony has to do that. We just make 
the development tools! *smile* 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 18247 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
8 


--MESSAGE FILE 18248 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
079 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: Re: CodeWarrior woes -- compiling C++ files 

Date: Thu, 26 Jun 1997 03:22:31 -0700 

Organization: Metrowerks 

Lines: 57 

Message-ID: <MPG.elbe2c25c0d18c8989680@news.scea.sony.com> 

References: <33B1F151.2887@ix.netcom. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:76 scea.yaroze.pro 
blems.pc:79 


Hi there, 


The CodeWarrior C++ parser is still missing a few things in the 
C++ compliance department. The main one (as you have noticed) is 
namespaces. However, I think we simply ignore the "namespace" keyword 


right now but if you try and reference something as 
std::stdfunc() 


I think it will fail. 


There are some other C++ deficiencies in relation to partial member 
template instantiation but I doubt you are running into those. 


Hope that helps 


-Joel 
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In article <33B1F151.2887@ix.netcom.com>, spelwevr@ix.netcom.com says... 
I have encountered some problems that hopefully someone here can 

help me with.... 

I have spent a fair amount of time lovingly crafting a beautiful, 
elegant set of C++ libraries for the Yaroze. However, when I went 

to build the project (using CodeWarrior), I encountered over 100 
errors! 

Nervously sweating, and with visions of huge volumes of flawed 

code burning in my mind, I inspected the error list. Lo and 

behold, none of the errors were what I would perceive as errors. 

For instance, the compiler steadfastly refuses to have anything 

to do with namespaces; also, it seemed to think that just about 

any symbol was some vile error of most grave nature. I never 

even finished perusing the massive list; probably, the last 

error was a "too many errors" error. 
This only happens with C++ code. As far as I can tell, CodeWarrior 
knows that it is a C++ file, and knows to compile it as such, but 
one never knows.... 

I do not particularly like the CodeWarrior editor (under Windows), 
and so when developing my code, I use something like Borland or 


MicroSloth for editing, and I periodically check it for syntax 
flaws this way as well. The code is clean and pristine, but 
CodeWarrior hates it. How can I get this to work? Also, for 
some unspecified reason, it sometimes (but not always) fails to 
find standard headers. I cannot reliably recreate this problem, 
however. 


I am using CodeWarrior for Windows, with the updated patch (which 
is a nice improvement, but it still needs some work...). 


P.S. -- When the final update CD is sent out to Registered Owners, 

is there any chance that printed documentation will be available/ 
included? It is terribly difficult to deal with online documentation, 
and I cannot print it out. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> i nt am 
> Floating World Creations 

> http://www.scea.sony.com/net/yaroze/pages/ jblack. html 

> ...featuring PSXsock 1.02 -- link up Yarozes over any TCP/IP network! 

> 

—-MESSAGE FILE 18248 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000007 
9 


--MESSAGE FILE 18249 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
080 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior,scea.yaroze.problems.pc 

Subject: Re: CodeWarrior woes -- compiling C++ files 

Date: Thu, 26 Jun 1997 15:18:30 -0500 

Organization: Metrowerks Corporation 

Lines: 38 

Message-ID: <hunt-ya02408000R2606971518300001@news.scea.sony.com> 

References: <33B1F151.2887@ix.netcom.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:77 scea.yaroze.pro 
blems.pc: 80 


In article <33B1F151.2887@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


I have spent a fair amount of time lovingly crafting a beautiful, 
elegant set of C++ libraries for the Yaroze. However, when I went 
to build the project (using CodeWarrior), I encountered over 100 
errors! 


V V V V 


Not many people know this, but C++ is not a supported language on the Net 
Yaroze, according to the folks at Sony Japan. 
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Some semblance of C++ was working with the first release of CodeWarrior for 
Net Yaroze, but with the large patch we just released, all C++ has been 
disabled. There was a problem with our MIPS compiler and C++ support, and 
rather than delay the patch, we released it because Sony doesn't support 
C++ on the Net Yaroze. C++ in an unsupported form will return in the next 
major release of the tools. 


> For instance, the compiler steadfastly refuses to have anything 
> to do with namespaces; also, it seemed to think that just about 


Even if Sony supported C++ on the Net Yaroze, we have not implemented 
namespaces in our C++ frontend. 


P.S. -- When the final update CD is sent out to Registered Owners, 

is there any chance that printed documentation will be available/ 
included? It is terribly difficult to deal with online documentation, 
and I cannot print it out. 


V V V V 


At this point there are no plans to offer printed documentation. The manual 
is less than 200 pages, and if you print 2 pages to a sheet of paper, it's 
actually not that huge. 


Let us know if you have any additional questions. 
Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 18249 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 
0 


--MESSAGE FILE 18250 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
081 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Environment Space 

Date: Thu, 26 Jun 1997 14:07:10 -0700 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <33B2D9FD.2BBA@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max9-so-ca-31l.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


When I type "djsetup" at the c:\psx>prompt it diplays "out of 

environment space" 3 times. I have 2 gigs of hard disk,24megs of ram so 

I highly doubt that is true. can somebody help. 

—-MESSAGE FILE 18250 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 
1 


--MESSAGE FILE 18251 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
082 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Environment Space 

Date: Thu, 26 Jun 1997 20:15:51 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33B31447.B47@bmc.com> 

References: <33B2D9FD.2BBA@earthlink.net> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 
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Linda J. Hodge wrote: 

> 

> When I type "djsetup" at the c:\psx>prompt it diplays "out of 
> environment space" 3 times. 


If you are using Win95, create a link to C:\WINDOWS\COMMAND.COM. 
Use right mouse button on link icon and select "Properties". 

In the properties dialog, select the "Memory" tab. 

Set the "Initial Environment" setting to 4096. 


You may also need to add the following to your AUTOEXEC.BAT: 
set GO32=DPMIStack 500000 


That should fix your problem, it did for me. 


Kevin "Yarozer" Holbrook 
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—-MESSAGE FILE 18251 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 


2 


--MESSAGE FILE 18252 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


083 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Environment space for 3.1 

Date: Fri, 27 Jun 1997 11:12:47 -0700 
Organization: SCEA Net Yaroze News 

Lines: 2 

Message-ID: <33B4029F.4EA4@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 207.217.20.75 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hello, Im having problems when I type "djsetup" at the c prompt.It says 
"out of environment space" any remedies .Im using Win 3.1 not win95 


—-MESSAGE FILE 18252 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 


3 


--MESSAGE FILE 18253 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


084 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Environment space for 3.1 

Date: Sat, 28 Jun 1997 02:28:25 GMT 
Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33b47519.41402172@205.149.189.29> 
References: <33B4029F.4EA4@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


It's been a long time since I've messed with Windows 3.1, but I'll try 
to help. 


Look in your SYSTEM.INI file in the [NonWindowsApp] section. There 
should be an entry for CommandEnvSize. If it's there, make the number 
bigger. If it's not there add it with a size of 4096 like this: 


CommandEnvSize=4096. 


This entry specifies the size of the environment for COMMAND.COM. 
Valid sizes are 0 (to disable) and 160 to 32768. Keep in mind that if 
you specify the environment size ina PIF file it will override this 
default. 
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Another approach would be to add "/e:4096" to the shell= line in your 
CONFIG.SYS file. 


I hope this helps, 
Mario 


On Fri, 27 Jun 1997 11:12:47 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Hello, Im having problems when I type "djsetup" at the c prompt.It says 
>"out of environment space" any remedies .Im using Win 3.1 not win95 


—-MESSAGE FILE 18253 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 
4 


--MESSAGE FILE 18254 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
085 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: "still having problems" 

Date: Sun, 29 Jun 1997 17:42:54 -0700 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <33B7010E.3CB7@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxl0-so-ca-04.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


I still can not get my yaroze up and running. It still displays out of 

environment space even with the addition. With win 3.1.What should I do 

Mario? ese sucks there is no phone tech support so this is the only way 

and if I cant get it the system to function there is no use for it so I 

will take it back. 

—-MESSAGE FILE 18254 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 
5 


--MESSAGE FILE 18255 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
086 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 30 Jun 1997 10:52:15 -0500 

Organization: Metrowerks 

Lines: 10 

Message-ID: <MPG.e21922f27f12927989681@news.scea.sony.com> 
References: <33B7010E.3CB7@earthlink.net> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


In article <33B7010E.3CB7@earthlink.net>, hodgke@earthlink.net says... 

I still can not get my yaroze up and running. It still displays out of 
environment space even with the addition. With win 3.1.What should I do 
Mario? eae sucks there is no phone tech support so this is the only way 
and if I cant get it the system to function there is no use for it so I 
will take it back. 


> 
> 
> 
> 
> 
> 


Does this only happen when running under Win3.1? What if you quit 

windows and run it in pure DOS? 

—-MESSAGE FILE 18255 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 
6 


--MESSAGE FILE 18256 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


Net Yaroze newsgroups message dump.txt Page 1229 


DEnnis 
—-MESSAGE FILE 1929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00632 


-—-MESSAGE FILE 1930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000633 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 22222 

Date: Wed, 8 Apr 1998 20:50:49 +0200 

Organization: Debri 

Lines: 7 

Message-ID: <1d74x6i.10zy9h91slozbmN@al1-88-120.al.nl1> 

References: <6g6dsuS6vn4@chuka.playstation.co.uk> <ld7lekh.17te32t1lg70ggON@al-—88-101 
-al.nl> <6gcoeuSp8n3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


Don't you agree that a newsgroup "scee.yaroze.wanted" would be a good 
idea? Here you should be able to advertise if you are looking for other 
yaroze-members with special skills. 

I have some fine ideas, but I can't code them myself. I'm looking for a 
coder with some spare time, but they are hard to find. 


DEnnis.. 
—-MESSAGE FILE 1930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00633 


—-MESSAGE FILE 1931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000634 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: 9 Apr 1998 10:01:33 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6gi2pd$r561@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 9 Apr 1998 09:05:25 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA25177 
for <news@playstation.co.uk>; Thu, 9 Apr 1998 10:05:07 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Dennis, 


Yes, it would be nice to play imports on your PSX but when chipped the 
temptation of playing gold discs is aways lurking. 


Regards, 


George 


I don't have a chipped PSX and I'm against chipping, but if others want 
to take the risk they are "free" to do it. I have some "friends" with 
chipped playstations but they do buy original games. They chipped it to 
play NTSC-games, what in my opinion is no big deal. The option to chip 
was a reason to choose a PSX above a N64. We tried copied games to but 
they don't work propper. Copied games can even crash a PSX as I've seen. 
Anyhow, not all owners of chipped PSX's are losers. 

Again, I only own the Yaroze and that will not be chipped during my 
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087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 30 Jun 1997 17:45:45 GMT 
Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33b7f£084.597353@205.149.189.29> 
References: <33B7010E.3CB7@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


It looks like Joel has beat me to the next question. Have you quit 
Windows and tried it in DOS only? 


Mario 


On Sun, 29 Jun 1997 17:42:54 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I still can not get my yaroze up and running. It still displays out of 
>environment space even with the addition. With win 3.1.What should I do 
>Mario? | ԼԷ sucks there is no phone tech support so this is the only way 
>and if I cant get it the system to function there is no use for it so I 
>will take it back. 


12281 


—-MESSAGE FILE 18256 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 


7 


--MESSAGE FILE 18257 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


088 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 30 Jun 1997 11:16:42 -0700 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33B7F80A.2395@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxll-so-ca-32.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


It looks like Joel has beat me to the next question. Have you quit 
Windows and tried it in DOS only? 


Mario 


On Sun, 29 Jun 1997 17:42:54 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I still can not get my yaroze up and running. It still displays out of 
>environment space even with the addition. With win 3.1.What should I do 
>Mario? sae sucks there is no phone tech support so this is the only way 
>and if I cant get it the system to function there is no use for it so I 
> >will take it back. 
Well actually I just figured it out with marios help. I typed this in 
dos " command /e:4096" and no out of environment space error!!! 
but there is a new problem when I run "make" 
it says "Error incorrect" 

"command line option: -undef " 

"make.exe:***[Tut0.o] Error 1" 
after it displays the borland preprocessor line. 


VVVVVVVVVVV VV 


—-MESSAGE FILE 18257 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 


8 
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--MESSAGE FILE 18258 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


089 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sean Kennedy <skennedy@admin.humberc.on.ca> 
Newsgroups: scea.yaroze.problems.pc 


Subject: 


Date: Mon, 


Re: "still having problems" 


30 Jun 1997 17:35:46 -0400 


Organization: Humber College A.A.T. 


Lines: 4 


5 


Message-ID: <33B82698.1811@admin.humberc.on.ca> 
References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> 


Reply-To 


kennedy@moe.acad.humberc.on.ca 


NNTP-Posting-Host: ratbert.humberc.on.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer 


Mozilla 3.01 (Macintosh; I; PPC) 


Linda J. Hodge wrote: 


VVVVVVVVVVV VV 


VVVVVVVVVVVVVVV VV VV VV VV 


Mario 


Mario Perdue wrote: 


It looks like Joel has beat me to the next question. Have you quit 
Windows and tried it in DOS only? 


On Sun, 29 Jun 1997 17:42:54 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I still can not get my yaroze up and running. It still displays out of 

>environment space even with the addition. With win 3.1.What should I do 
>Mario? | տէ sucks there is no phone tech support so this is the only way 
>and if I cant get it the system to function there is no use for it so I 
> >will take it back. 

Well actually I just figured it out with marios help. I typed this in 


dos " command /e:4096" and no out of environment space error!!! 
but there is a new problem when I run "make" 
it says "Error incorrect" 


"command line option: -undef " 
"make.exe:***[Tut0O.o] Error 1" 


after it displays the borland preprocessor line. 


Question on Environment space? 


How many TSR components are being loaded when your system boots? 
Are things like the CDROM drivers and MSCDEX being loaded along with 
Soundblaster drivers and etc.? 


Are these TSR's being loaded into High memory? 
DEVICEHIGH=C: \SBCD\ASPICD.SYS 


LH C:\DOS\MSCDEX 


And such... 

at the C:\> prompt type in MEM /c /d and see what available 
conventional memory 

you have left, This will indicate if your system has been optimised in 


MS-DOS for conventional memory. 


as for the -undef change the -undef to #undef. 
see if that helps. 


-sean 
—-MESSAGI 


im 


9 


ry 


FILE 18258 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000008 


--MESSAGE FILE 18259 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


090 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 30 Jun 1997 14:02:46 -0700 

Organization: SCEA Net Yaroze News 

Lines: 47 

Message-ID: <33B81EF6.5E1C@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B82698.1811@admin.humberc.on.ca> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxll-so-ca-23.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Sean Kennedy wrote: 
Linda J. Hodge wrote: 
Mario Perdue wrote: 


It looks like Joel has beat me to the next question. Have you quit 
Windows and tried it in DOS only? 


Mario 


On Sun, 29 Jun 1997 17:42:54 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I still can not get my yaroze up and running. It still displays out of 
>environment space even with the addition. With win 3.1.What should I do 
>Mario? [Tt sucks there is no phone tech support so this is the only way 
>and if I cant get it the system to function there is no use for it so I 
> >will take it back. 
Well actually I just figured it out with marios help. I typed this in 
dos " command /e:4096" and no out of environment space error!!! 
but there is a new problem when I run "make" 
it says "Error incorrect" 

"command line option: -undef " 

"make.exe:***[Tut0.o] Error 1" 
after it displays the borland preprocessor line. 


VVVVVVVVVVV VV 


VVVVVVVVVVVVVVV VV VV VV VV 


Question on Environment space? 


How many TSR components are being loaded when your system boots? 
Are things like the CDROM drivers and MSCDEX being loaded along with 
Soundblaster drivers and etc.? 


Are these TSR's being loaded into High memory? 
DEVICEHIGH=C: \SBCD\ASPICD.SYS 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


LH C:\DOS\MSCDEX 


And such... 

at the C:\> prompt type in MEM /c /d and see what available 
conventional memory 

you have left, This will indicate if your system has been optimised in 


MS-DOS for conventional memory. 


as for the -undef change the -undef to #undef. 

see if that helps. 

-sean 

where do i change the -undef? in the configsys?autoexecbat? 

--MESSAGE FILE 18259 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
0 


VVVVVVVV VV 


--MESSAGE FILE 18260 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Solmonson <scosol@aimquest.com> 
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Newsgroups: scea.yaroze.problems.pc 

Subject: Re: I have no com ports 

Date: Mon, 30 Jun 1997 16:23:26 -0700 

Organization: AimQuest Corporation 

Lines: 33 

Message-ID: <33B83FEE.F2B2117F@aimquest.com> 

References: <33AE8B76.186BED0D@ix.netcom.com> <33ae9772.4887528@205.149.189.29> <33A 
F0991.35658B65@ix.netcom.com> <33af33e0.14854859@205.149.189.29> <33BO0E04.DEF57305@ 
ix.netcom.com> <hunt-—ya02408000R2506971458140001@news.scea.sony.com> <50s3d1$2197@sc 
ea> <hunt-ya02408000R2606971519300001@news.scea.sony.com> 

NNTP-Posting-Host: 207.20.127.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (WinNT; I) 

To: Eric Hunt <hunt@metrowerks.com> 

X-Priority: 3 (Normal) 


Your PC is probably NOT limited to 2 COM ports. 
To get them all to work at the same time, each needs a separate IRQ. 
See which IRQ's you have free, and set up COM 3 to use one of them. 


SCOEE 


Eric Hunt wrote: 

> 

> In article <50s3d1$2197@scea>, paulk@anon.nymserver.com (Paul Kearns) wrote: 
> 

> > It'd be neat if Yaroze had other connectivity options. I mean, it looks 
> 

> Please realize that it is not up to Metrowerks to provide additional 

> connectivity options for the Net Yaroze. Sony has to do that. We just make 
> 

> 

> 

> 

> 

> 


the development tools! *smile* 


Thanks, 


Eric Hunt 
Metrowerks Playstation Tech Support 


Scott Solmonson 
System Administrator / Holistic Teamster 


Aimquest Corporation \|/ 
scosol@aimquest.com 
Մ.408.965.1169 /\|\ 
F.408.955.1968 
P.408.539.1942 N| / 
p.scosol@aimquest.com 
"Two fisted beverage /\\ 


action in the house 

of ill communication" 

—-MESSAGE FILE 18260 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
1 


--MESSAGE FILE 18261 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
092 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 03:00:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <33b87228.2334122@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


I did some checking with the guys at Sony and got this response from 
Mike Fulton. 


Net Yaroze newsgroups message dump.txt 


This is a reference to the space that MSDOS uses to keep track of 
environment variables. It doesn't really have anything to do with 
Windows, per se. 


In the CONFIG.SYS file, there must be a line that looks like this: 
SHELL=C:\COMMAND.COM /e:4096 


This is the ONLY way to change the environment size and it must be 


done at startup. You cannot do this after startup. If you have a 
"SHELL=" line already, change it to look like the one above. 
The default environment size is 1k and this increases it to 4k. It's 


not likely that would still be too small, but you can change the 
"4096" to "8196" to specify an 8k environment space. Maximum size is 
32k, but you should never need to go anywhere near that big. 


Note that if a PIF file has been created for COMMAND.COM, that would 
overrule any other setting when running under Windows. Change the PIF 
file in that case to specify a larger environment space. 


I would strongly suggest getting this running under DOS first, and 
then it *SHOULD* work under Windows from that point. 


Changing the DPMI stack size is not an issue yet at this point, 
although it may be necessary later. 


On Sun, 29 Jun 1997 17:42:54 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I still can not get my yaroze up and running. It still displays out of 

>environment space even with the addition. With win 3.1.What should I do 
>Mario? | ԼԷ sucks there is no phone tech support so this is the only way 
>and if I cant get it the system to function there is no use for it so I 
>will take it back. 
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—-MESSAGE FILE 18261 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 


2 


--MESSAGE FILE 18262 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


093 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 03:03:36 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33b8734d.2626700@205.149.189.29> 


References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 


-2395@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 30 Jun 1997 11:16:42 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well actually I just figured it out with marios help. I typed this in 
>dos " command /e:4096" and no out of environment space error!!! 

>but there is a new problem when I run "make" 

>it says "Error incorrect" 

> "command line option: -undef " 

> "make.exe:***[Tut0.o] Error 1" 

>after it displays the borland preprocessor line. 


What borland preprocessor line ?!? 


Mario 
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—-MESSAGE FILE 18262 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
3 


--MESSAGE FILE 18263 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
094 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 30 Jun 1997 21:30:07 -0700 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33B887CF.342E@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33b8734d.2626700@205.149.189.29> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool011-max13.so-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


> 

> On Mon, 30 Jun 1997 11:16:42 -0700, "Linda J. Hodge" 

> <hodgke@earthlink.net> wrote: 

> 

> >Well actually I just figured it out with marios help. I typed this in 
> >dos " command /e:4096" and no out of environment space error!!! 
> >but there is a new problem when I run "make" 

> >it says "Error incorrect" 

>> "command line option: -undef " 

>> "make.exe:***[Tut0.o] Error 1" 

> >after it displays the borland preprocessor line. 

> 

> What borland preprocessor line ?!? 

> 

> Mario 


You know when it is loading. It starts up saying "borland 4.5 

preprocessor" yeah yeah then the error. The environment space problem is 

handled its just the "make" error that needs to be handled. 

—-MESSAGE FILE 18263 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
4 


--MESSAGE FILE 18264 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
095 

Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 13:24:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <33B90523.A675E5D7@glam.ac.uk> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33b8734d.2626700@205.149.189.29> <33B887CF.342E@earthlink.net> 
NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Winl6; I) 

X-Priority: 3 (Normal) 


Linda J. Hodge wrote: 
> 


<Snip> 
> You know when it is loading. It starts up saying "borland 4.5 


> preprocessor" yeah yeah then the error. The environment space problem is 
> handled its just the "make" error that needs to be handled. 
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If you move the directory with 'make.exe' in it , i.e. '\yaroze\gun\bin' 
before '\bc45\bin' in the autoexec.bat 'set path=' line this problem 
will be solved (hopefully). 


James. 
—-MESSAGE FILE 18264 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
5 


--MESSAGE FILE 18265 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
096 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 15:26:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <33b91e31.1412718@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33b8734d.2626700@205.149.189.29> <33B887CF.342E@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


Here's what happens when I remove all the .Օ files in the WalZ project 
and rebuild. 


make 

gcc -01 -g -c main.c -o main.o 

gcc -Ol =g -c walzgame.c -o walzgame.o 

gcc -Ol =g -c frame.c -o frame.o 

ՑՇՇ:-ՕԼ.Հզ -Շ paddle.c -o paddle.o 

gcc -Ol =g -c ball.c -o ball.o 

gcc -Ol =g -Շ brick.c =ó brick.o 

gcc -Ol =g -c displays.c -o displays.o 

gcc -Xlinker -Ttext -Xlinker 80140000 -o walz main.o walzgame.o 


frame.o paddle 


As you can see, I get no mention of Borland. I suspect that you have a 
copy of Borland C/C++ loaded on your system and that in is in the path 
before the Yaroze entries. 


Try this: 


Go to your ..\GNU\BIN directory and copy the file MAKE.EXE to 
YMAKE.EXE. Then try to build your project with the command YMAKE. If 
it works, you can either continue using YMAKE, or fix the path 
variable. 


Mario 


On Mon, 30 Jun 1997 21:30:07 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Mario Perdue wrote: 

>> 

>>[snip] 

>> 

>> What borland preprocessor line ?!? 

>> 

>> Mario 

>You know when it is loading. It starts up saying "borland 4.5 
>preprocessor" yeah yeah then the error. The environment space problem is 
>handled its just the "make" error that needs to be handled. 


--MESSAGE FILE 18265 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
6 


--MESSAGE FILE 18266 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


Net Yaroze newsgroups message dump.txt Page 12288 


097 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 15:18:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <33B98227.23FE@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-29.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Mario Perdue wrote: 


It looks like Joel has beat me to the next question. Have you quit 
Windows and tried it in DOS only? 


Mario 


On Sun, 29 Jun 1997 17:42:54 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I still can not get my yaroze up and running. It still displays out of 
>environment space even with the addition. With win 3.1.What should I do 
>Mario? | Tt sucks there is no phone tech support so this is the only way 
>and if I cant get it the system to function there is no use for it so I 
> >will take it back. 
Well actually I just figured it out with marios help. I typed this in 
dos " command /e:4096" and no out of environment space error!!! 
but there is a new problem when I run "make" 
it says "Error incorrect" 

"command line option: -undef " 
> "make.exe:***[Tut0.o] Error 1" 
> after it displays the borland preprocessor line. 
Mario its not the "Gnu/bin/ make" Its the "C:psx/quick>make" that 
producse that error 
—-MESSAGE FILE 18266 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
7 


VVVVVVVVVVV VV 


VVVVVVVVVVVVVVV VV VV VV 


--MESSAGE FILE 18267 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
098 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 00:28:02 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33b99fad.32394434@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 

If you look in C:\PSX\QUICK you will notice that there is no file 
called MAKE.EXE. That file is in the ../GNU/BIN directory. Please 
re-read my last post to you and give it a try. 


Mario 


On Tue, 01 Jul 1997 15:18:15 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 
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>Linda J. Hodge wrote: 

> 

>[snip] 

> 

>Mario its not the "Gnu/bin/ make" Its the "C:psx/quick>make" that 
>producse that error 


—-MESSAGE FILE 18267 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
8 


--MESSAGE FILE 18268 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
099 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 17:33:40 -0700 

Organization: SCEA Net Yaroze News 

Lines: 24 

Message-ID: <33B9A1E4.81A@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max8-so-ca-34.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


> 

> Linda, 

> 

> If you look in C:\PSX\QUICK you will notice that there is no file 
> called MAKE.EXE. That file is in the ../GNU/BIN directory. Please 
> re-read my last post to you and give it a try. 

> 

> Mario 

> 

> On Tue, 01 Jul 1997 15:18:15 -0700, "Linda J. Hodge" 

> <hodgke@earthlink.net> wrote: 

> 

> >Linda J. Hodge wrote: 

>> 

> >[snip] 

>> 

> >Mario its not the "Gnu/bin/ make" Its the "C:psx/quick>make" that 
> >producse that error 


I must not be doing this right, It says in the start up guide. To type 

djsetup then compile the quick start programs by using the make utility 

by typing make like this "c:\psx\quick>make" to create the the 

executable programs from the source files. Then to bring up the the 

console tool,SIOCONS. By typing "c:\psx\quick>siocons.please help. 

—-MESSAGE FILE 18268 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000009 
9 


--MESSAGE FILE 18269 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
100 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 02:26:54 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <33b9bb50.39470624@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> 
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NNTP-Posting-Host: firewall.hrtc.net 


X-Newsreader: Forte Free Agent 1.1/32.230 

Linda, 

Try this: 

djsetup 

cd \psx\quick 

make 

siocons 

The "c:\psx\quick>" is the command line prompt. 

BTW, this assumes that everything is installed in the root directory. 


If you installed somewhere else, the second step should be changed to 
enter the correct directory. 


Mario 

On Tue, 01 Jul 1997 17:33:40 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 

>I must not be doing this right, It says in the start up guide. To type 


>djsetup then compile the 
>by typing make like this 
>executable programs from 


quick start programs by using the make utility 
"c:\psx\quick>make" to create the the 
the source files. Then to bring up the the 


>console tool,SIOCONS. By typing "c:\psx\quick>siocons.please help. 


—-MESSAGE FILE 18269 END: 
0 


net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 


--MESSAGE FILE 18270 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
101 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 01 Jul 1997 20:04:06 -0700 

Organization: SCEA Net Yaroze News 

Lines: 49 

Message-ID: <33B9C526.76Fl@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4. 81A@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool030-max13.so-ca-us.dialup.earthlink.net 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 3.0C-NSCP 


charset=us-ascii 
7bit 
(Winl6; U) 


Linda J. Hodge wrote: 


> 

> Mario Perdue wrote: 

>> 

> > Linda, 

>> 

> > If you look in C:\PSX\QUICK you will notice that there is no file 
> > called MAKE.EXE. That file is in the ../GNU/BIN directory. Please 
> > re-read my last post to you and give it a try. 

>> 

> > Mario 

>> 

> > On Tue, 01 Jul 1997 15:18:15 -0700, "Linda J. Hodge" 

> > <hodgke@earthlink.net> wrote: 

>> 

> > >Linda J. Hodge wrote: 

>>> 

> > >[snip] 

>>> 

> > >Mario its not the "Gnu/bin/ make" Its the "C:psx/quick>make" that 
> > >producse that error 
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life-time! 
DEnnis 


-—-MESSAGE FILE 1931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00634 


—-MESSAGE FILE 1932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000635 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Thu, 09 Apr 1998 11:41:22 +0100 

Organization: Intelligent Research 

Lines: 31 

Message-ID: <352CA5D1.B6BE6907@hinge.mistral.co.uk> 

References: <Olbd5eef$139ea280S$cc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4ql5hjikgN@al-—88-125.al.nl> <0Olbd60a8$daf678c0$a33063c3@default> Հ 
3528464E.30754A28@sinclair.net> <352909ba.9335603@news.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Actually, all Playstations will play import games. The "swap trick" is 
more complicated for recent machines (you swap twice), but it does 
WOLK oases 


Craig. 
PS. I got a Jap N64 whilst I was in Hong Kong. The Jap one 
will run US games no problem, but won't run UK ones. 


Robert Swan wrote: 


My apologies for ranting quite so much. I get annoyed primarily 
because Im surrounded by people at uni who want to work in the 
computer industry, yet none of them mind copying huge amounts of stuff 
and dont seem to realise that behaviour mucks up there own chances etc 
CECH) 


Im sure everyone has heard it all before! 


As far as Im aware, older playstations could run foreign discs, it 
just required disc swapping which I dont think is illegal, is it? 


Also, Im sure Ive heard of people bringing back japanese playstations 
and then altering the power supply etc which also gets around illegal 
things. I assume. 


Sorry for being obnoxious, its just that I am at times! 


VVVVVVVVVVVV VV VV VV 


Robert Swan 


—-MESSAGE FILE 1932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00635 


—-MESSAGE FILE 1933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000636 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Datastream Cowboy 

Date: Sat, 11 Apr 1998 09:47:26 -0500 

Organization: (no organization) 

Lines: 152 
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> I must not be doing this right, It says in the start up guide. To type 
> djsetup then compile the quick start programs by using the make utility 
> by typing make like this "c:\psx\quick>make" to create the the 

> executable programs from the source files. Then to bring up the the 

> console tool,SIOCONS. By typing "c:\psx\quick>siocons.please help. 


Ok here it is I did what you said, I typed 'djsetup' then 
"c:/psx/quick>make' and here is exactly what I got 


"gee =e. 2-03) Էսենց 6» 

Borland C++ Preprocessor 4.5 Copyright(c) 1987,1994 Borland 
International" 

"Error:Incorrect command line option:-undef" 

"make.exe:*** [Tut0O.o] Error 1" 


and then when I ran 'siocons'! 


"<—[36;1msiocons--Playstation debugging console for DTLH3000 1996/05/10 
00:00:03" 

"type <-[7m Fl <-[0;36;36;1m---->display help" 

"when hung up try type <-7m ESC <-[0m" 

"I/O addr=0x03F8, IRO=4 (vect=0x000C, 8259=20)" 

"BAUDRATE=9600" 


In the manual it doesn't show all that "<-[7m <-[0m" crap so that must 

be whats wrong. Oh and no ">>" at the end. 

—-MESSAGE FILE 18270 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
I 


--MESSAGE FILE 18271 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
102 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 14:39:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 38 

Message-ID: <33ba672c.587739@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


Did you miss this post? 


Here's what happens when I remove all the .Օ files in the WalZ project 
and rebuild. 


make 

gcc -01 -g -c main.c -o main.o 

gcc -Ol =g -c walzgame.c -o walzgame.o 

gcc -Ol -ց -c frame.c -o frame.o 

gcc -Ol -ց -c paddle.c -o paddle.o 

gcc -Ol -g -c ball.c -o ball.o 

gcc -01 -g -c brick.c -o brick.o 

gcc -01 -g -c displays.c -o displays.o 

gcc -Xlinker -Ttext -Xlinker 80140000 -o walz main.o walzgame.o 


frame.o paddle 

As you can see, I get no mention of Borland. I suspect that you have a 
copy of Borland C/C++ loaded on your system and that in is in the path 
before the Yaroze entries. 


Try this: 
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Go to your ..\GNU\BIN directory and copy the file MAKE.EXE to 
YMAKE.EXE. Then try to build your project with the command YMAKE. If 
it works, you can either continue using YMAKE, or fix the path 
variable. 


It really looks like you are running the make utility for Borland 
C/C++. Is Borland C/C++ loaded on your system? Is the Borland bin 
directory in your search path? 


Mario 
-—-MESSAGE FILE 18271 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
2 


--MESSAGE FILE 18272 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
103 

Path: chuka.playstation.co.uk!news 

From: "Martin Day" <SNSystems@msn.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: 2 Jul 1997 18:03:46 GMT 

Organization: SN Systems Ltd 

Lines: 17 

Message-ID: <01lbc8712$f£63d39e0Sca2c9ac2@martin.snsys.com> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> 

Reply-To: "Martin Day" <martin@snsys.com> 

NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


Mario Perdue <mperdue@iquest.net> wrote in article 
<33ba672¢C.587739@205.149.189.29>... 


> 

> 

> It really looks like you are running the make utility for Borland 
> C/C++. Is Borland C/C++ loaded on your system? Is the Borland bin 
> directory in your search path? 


I don't think it's the 'make' that's the problem Mario. I think gcc is 
running the CPP.EXE from Borland C rather than the gnu one but essentially 
for the same reason (i.e. TC is on the path before \GNU\BIN). 


Martin martin@snsys.com +44 117 929 9733 


-—-MESSAGE FILE 18272 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
3 


--MESSAGE FILE 18273 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
104 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 11:05:10 -0700 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <33BA9856.6C17@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max4-so-ca-08.earthlink.net 

Mime-Version: 1.0 
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Content-Type: text/plain; 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 3.0C-NSCP 


Mario Perdue wrote: 


Linda, 


Did you miss this post? 


and rebuild. 


frame.o paddle 


Try this: 


variable. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV V 


> Mario 


charset=us-ascii 


(Winl6; Ս) 


Here's what happens when I remove all the .Օ files in the WalZ project 


make 

gee =Q1 = -c main.c -o main.o 

gec -Ol =g -c walzgame.c -o walzgame.o 

gcc -Ol -ց -c frame.c -o frame.o 

gcc -01 -g -c paddle.c -o paddle.o 

gcc -Ol -g -c ball.c -o ball.o 

gcc -Ol -ց -c brick.c -o brick.o 

gcc =01 -ց -c displays.c -o displays.o 

gcc —-Xlinker -Ttext -Xlinker 80140000 -o walz main.o walzgame.o 


As you can see, I get no mention of Borland. I suspect that you have a 
copy of Borland C/C++ loaded on your system and that in is in the path 
before the Yaroze entries. 


Go to your ..\GNU\BIN directory and copy the file MAKE.EXE to 
YMAKE.EXE. Then try to build your project with the command YMAKE. If 
it works, you can either continue using YMAKE, or fix the path 


It really looks like you are running the make utility for Borland 
C/C++. Is Borland C/C++ loaded on your system? Is the Borland bin 
directory in your search path? 


How would I copy the make exe to to the ymake exe?No I dont have Borland 
ct+,I only have turbo c++.How would I find out if borland is in the path 


of make? 


—-MESSAGE FILE 18273 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 


4 


--MESSAGE FILE 18274 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


105 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 11:29:56 -0700 

Organization: SCEA Net Yaroze News 


Lines: 49 


Message-ID: <33BA9E24.7FF4@earth] 


References: <33B7010E. 3C] 


link.net> 


B7@earthl 


link.net> <33b7£084.597353@205.149.189.29> <33B7F80A 


-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6Cl1l7@earthlink.net> 

Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: max5-so-ca-43.earthlink.net 


Mime-Version: 1.0 


Content-Type: text/plain; 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 3.0C-NSCP 


Linda J. Hodge wrote: 


charset=us-ascii 


(Winl6; Ս) 
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Mario Perdue wrote: 
Linda, 


Did you miss this post? 


Here's what happens when I remove all the .Օ files in the WalZ project 
and rebuild. 


make 

gcc -01 -g -c main.c -o main.o 

gcc -Ol -g -c walzgame.c -o walzgame.o 

gcc -Ol -ց -c frame.c -o frame.o 

gcc -Ol =g -Շ paddle.c -o paddle.o 

gcc -Ol -ց -c ball.c -o ball.o 

gcc -Or =g -c brick.c -o brick.o 

gcc -01 -g -c displays.c -o displays.o 

gcc -Xlinker -Ttext -Xlinker 80140000 -o walz main.o walzgame.o 


frame.o paddle 


As you can see, I get no mention of Borland. I suspect that you have a 
copy of Borland C/C++ loaded on your system and that in is in the path 
before the Yaroze entries. 


Try this: 


Go to your ..\GNU\BIN directory and copy the file MAKE.EXE to 
YMAKE.EXE. Then try to build your project with the command YMAKE. If 
it works, you can either continue using YMAKE, or fix the path 
variable. 


It really looks like you are running the make utility for Borland 
C/C++. Is Borland C/C++ loaded on your system? Is the Borland bin 
directory in your search path? 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


> Mario 

How would I copy the make exe to to the ymake exe?No I dont have Borland 
ct+,I only have turbo c++.How would I find out if borland is in the path 
of make? 

Well I just listened to what you said.So I deleted Turbo c++ and It 
started working like that walz demo displyaing stuff. So THANKS I MUST 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


AHHHHH!!! 
—-MESSAGE FILE 18274 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
5 


--MESSAGE FILE 18275 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
106 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 11:56:30 -0700 

Organization: SCEA Net Yaroze News 

Lines: 54 

Message-ID: <33BAA45E.1463@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6Cl7@earthlink.net> <33BA9E24.7FF4@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-21.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 
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Linda J. Hodge wrote: 

Linda J. Hodge wrote: 

Mario Perdue wrote: 

Linda, 


Did you miss this post? 


Here's what happens when I remove all the .Օ files in the WalZ project 
and rebuild. 


make 

gcc -01 -g -c main.c -o main.o 

gee -ՕլԼ Hg -c walzgame.c -o walzgame.o 

gee O T = -c frame.c -o frame.o 

gcc -Ol -ց -c paddle.c -o paddle.o 

gcc -Ol -g -c ball.c -o ball.o 

gcc -01 -g -Շ brick.c -o brick.o 

gcc -Ol -ց -c displays.c -o displays.o 

gcc -Xlinker -Ttext -Xlinker 80140000 -o walz main.o walzgame.o 


frame.o paddle 


As you can see, I get no mention of Borland. I suspect that you have a 
copy of Borland C/C++ loaded on your system and that in is in the path 
before the Yaroze entries. 


Try this: 


Go to your ..\GNU\BIN directory and copy the file MAKE.EXE to 
YMAKE.EXE. Then try to build your project with the command YMAKE. If 
it works, you can either continue using YMAKE, or fix the path 
variable. 


It really looks like you are running the make utility for Borland 
C/C++. Is Borland C/C++ loaded on your system? Is the Borland bin 
directory in your search path? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV V 


> Mario 

How would I copy the make exe to to the ymake exe?No I dont have Borland 
ՇԻ, Լ only have turbo c++.How would I find out if borland is in the path 
of make? 
Well I just listened to what you said.So I deleted Turbo c++ and It 
started working like that walz demo displyaing stuff. So THANKS I MUST 


VN V N NV N NV V NV V V NV N V V VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> AHHHHH!!! 

Well I just ran make and there is a new problem It displays. "Nothing to 
be done to 'all' " I have ոօ idea. I just deleted some stuff so maybe 
thats it 


-—-MESSAGE FILE 18275 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
6 


--MESSAGE FILE 18276 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
107 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 20:17:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <33bab1d6.19704741@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
.2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6C17@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 
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X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 02 Jul 1997 11:05:10 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>How would I copy the make exe to to the ymake exe? 


You could use the COPY command. COPY MAKE.EXE YMAKE.EXE should do it. 


>No I dont have Borland ct+,I only have turbo c++. 


Turbo C++ is a Borland product that uses the Borland C++ compiler, so 
you do have Borland C++. 


>How would I find out if borland is in the path of make? 


Look in your AUTOEXEC.BAT file. 


Linda, 


The Net Yaroze system is intended for use by people with a good 
understanding of computers and C programming. Sony stresses this in 
all their promotional literature. Support is really limited to helping 
people setup the Yaroze hardware and use the Yaroze library. It is 
assumed that you already know how to setup and use your computer. I 
would suggest that you take the time to sit down with a good book on 
DOS and read. 


As much as I would like to help you with your problem, I really can't 
until you have a better understanding of DOS basics. 


Mario 


—-MESSAGE FILE 18276 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
Ë 


--MESSAGE FILE 18277 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 20:19:45 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33bab7bc.21215188@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6Cl7@earthlink.net> <33BA9E24.7FF4@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 02 Jul 1997 11:29:56 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 

>Well I just listened to what you said.So I deleted Turbo c++ and It 
>started working like that walz demo displyaing stuff. So THANKS I MUST 


>AHHHHH!!! 
Glad to hear it! 


Mario 
—-MESSAGE FILE 18277 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
8 


--MESSAGE FILE 18278 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
109 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 
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Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 20:21:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <33bab7e7.21258300@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6C1l7@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 02 Jul 1997 11:56:30 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well I just ran make and there is a new problem It displays. "Nothing to 
>be done to 'all' " I have no idea. I just deleted some stuff so maybe 
>thats it 


That's not a problem. It just means that the executable has already 
been built and nothing has been changed. 


Mario 
-—-MESSAGE FILE 18278 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000010 
9 


--MESSAGE FILE 18279 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
110 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 12:44:49 -0700 

Organization: SCEA Net Yaroze News 

Lines: 53 

Message-ID: <33BAAFB1.35F0@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-14.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Linda J. Hodge wrote: 


Mario Perdue wrote: 


>Mario its not the "Gnu/bin/ make" Its the "C:psx/quick>make" that 
>producse that error 
must not be doing this right, It says in the start up guide. To type 


> 

> 

>> 

>> 

>>> 

> > > Linda, 

SD 

> > > If you look in C:\PSX\QUICK you will notice that there is no file 
> > > called MAKE.EXE. That file is in the ../GNU/BIN directory. Please 
> > > re-read my last post to you and give it a try. 

>>> 

> > > Mario 

>>> 

> > > On Tue, 01 Jul 1997 15:18:15 -0700, "Linda J. Hodge" 
> > > <hodgke@earthlink.net> wrote: 

>>> 

> > > >Linda J. Hodge wrote: 

>> >> 

> > > >[snip] 

> > > > 

>>> 

>>> 

>> I 
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djsetup then compile the quick start programs by using the make utility 
by typing make like this "c:\psx\quick>make" to create the the 
executable programs from the source files. Then to bring up the the 
console tool,SIOCONS. By typing "c:\psx\quick>siocons.please help. 


VV V V 


Ok here it is I did what you said, I typed 'djsetup' then 
'c:/psx/quick>make' and here is exactly what I got 


"geo; =e .-03 tut0. e" 

Borland C++ Preprocessor 4.5 Copyright(c) 1987,1994 Borland 
International" 

"Error:Incorrect command line option:-undef" 

"make.exe:*** [Tut0.o] Error 1" 


and then when I ran 'siocons' 


"<-[36;1msiocons--Playstation debugging console for DTLH3000 1996/05/10 
00:00:03" 

"type <-[7m Fl <-[0;36;36;1m---->display help" 

"when hung up try type <-7m ESC <-[0m" 

"I/O addr=0x03F8, IRO=4 (vect=0x000C, 8259=20)" 

"BAUDRATE=9600" 


In the manual it doesn't show all that "<-[7m <-[0m" crap so that must 
be whats wrong. Oh and no ">>" at the end. 


VVVVVVVVVVVVVVV VV VV VV VV VV 


What about this 'siocons' program mario?I still get this stuff with 

siocons when I have run make 

—-MESSAGE FILE 18279 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
0 


--MESSAGE FILE 18280 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
111 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 22:48:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <33bad9be.29922643@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1EF4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 02 Jul 1997 12:44:49 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Linda J. Hodge wrote: 

>"<-—[36;1msiocons--Playstation debugging console for DTLH3000 1996/05/10 
>00:00:03" 

>"type <-[7m F1 <-[0;36;36;1m---->display help" 

>"when hung up try type <-7m ESC <-[0m" 

>"I/O addr=0x03F8, IRO=4 (vect=0x000C, 8259=20)" 

>"BAUDRATE=9600" 


>In the manual it doesn't show all that "<-[7m <-[Om" crap so that must 
>be whats wrong. Oh and no ">>" at the end. 


and 


>What about this 'siocons' program mario?I still get this stuff with 
>siocons when I have run make 


Siocons is running correctly but it looks like you havn't installed 
ANSI.SYS. Make sure you have the file ANSI.SYS in your WINDOWS 
directory and that your CONFIG.SYS file contains the line: 


Net Yaroze newsgroups message dump.txt Page 12299 
DEVICEHIGH=C: \WINDOWS\ANSI.SYS 


Mario 
—-MESSAGE FILE 18280 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
1 


--MESSAGE FILE 18281 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
112 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 14:39:26 -0700 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <33BACA8E.FB4@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> <33bad9be.29922643@205.149.189.29> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max9-so-ca-36.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-—NSCP (Winl6; Ս) 


Mario Perdue wrote: 


On Wed, 02 Jul 1997 12:44:49 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Linda J. Hodge wrote: 

>"<-—[36;1lmsiocons--Playstation debugging console for DTLH3000 1996/05/10 
>00:00:03" 

>"type <-[7m Fl <-[0;36;36;1m---->display help" 

>"when hung up try type <-7m ESC <-[Om" 

>"I/O addr=0x03F8, IRQ=4 (vect=0x000C, 8259=20)" 

>"BAUDRATE=9600" 


>In the manual it doesn't show all that "<-[7m <-[0m" crap so that must 
>be whats wrong. Oh and no ">>" at the end. 


and 


>What about this 'siocons' program mario?I still get this stuff with 
>siocons when I have run make 


Siocons is running correctly but it looks like you havn't installed 
ANSI.SYS. Make sure you have the file ANSI.SYS in your WINDOWS 
directory and that your CONFIG.SYS file contains the line: 


DEVICEHIGH=C: \WINDOWS\ANSI.SYS 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


> Mario 

The line is in my config .sys,But I dont know about the windows 

directory 111 check. 

—-MESSAGE FILE 18281 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
2 


--MESSAGE FILE 18282 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
113 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 14:56:14 -0700 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <33BACE7E.1F23@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
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-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxl0-so-ca-24.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Mario Perdue wrote: 


On Wed, 02 Jul 1997 12:44:49 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Linda J. Hodge wrote: 

>"<-[36;1msiocons--Playstation debugging console for DTLH3000 1996/05/10 
>00:00:03" 

>"type <-[7m Fl <-[0;36;36;1m---->display help" 

>"when hung up try type <-7m ESC <-[0m" 

>"I/O addr=0x03F8, IRO=4 (vect=0x000C, 8259=20)" 

>"BAUDRATE=9600" 


>In the manual it doesn't show all that "<-[7m <-[0m" crap so that must 
>be whats wrong. Oh and no ">>" at the end. 


and 


>What about this 'siocons' program mario?I still get this stuff with 
>siocons when I have run make 


Siocons is running correctly but it looks like you havn't installed 
ANSI.SYS. Make sure you have the file ANSI.SYS in your WINDOWS 
directory and that your CONFIG.SYS file contains the line: 


DEVICEHIGH=C: \WINDOWS\ANSI.SYS 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


> Mario 

The line is in my config .sys,But I dont know about the windows 

> directory 111 check. 

No I dont see "ansi.sys" in my windows directory.what should I do? 

reinstall everything!!?! 

—-MESSAGE FILE 18282 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
B 


ՄՊԿՊԿՊՊՊՎՊՊՎՊՊԿՎՊՎՊՄՊՊՎՊՊՊՊՎՊՎՊՎՊՎՊՎՊՎՊՎՊՊԿՊՊՉՊՊ 


--MESSAGE FILE 18283 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
114 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Thu, 03 Jul 1997 00:31:10 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <33baf250.36213623@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> <33BACE7E.1F2 
3@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 02 Jul 1997 14:56:14 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 

>No I dont see "ansi.sys" in my windows directory.what should I do? 
>reinstall everything!!?! 


Check your DOS directory. I think ANSI.SYS was there before Windows 
95. When you find it, change the path in the CONFIG.SYS file to point 
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Message-ID: <352F827E.707C@charlie.cns.iit.edu> 
References: <O1lbd617£$2bef8420$413b63c3@default> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Pete wrote: 

> I'd like to create a program that streams data between the PC and the 

> playstation via the serial port (preferably asynchronously), by firstly 
> downloading the playstation app via siocons (or PScomUtil), executing it, 
> 
> 
> 
> 


then shutting down siocons and taking control of the serial port for my own 
use. So far I've not had much luck, I can send and receive data to siocons, 
but when I shut it down and run my own PC app I get nothing from the 
playstation, nor is any data sent received. 


If you are using Win95, the DOS window that ran siocons still holds onto 


the serial port, even after the DOS app exits. (This is true of any 
program 
that access any COM port in a DOS window.) I'd be surprised if another 


DOS program run in the same window didn't work, they always do for me. 
If you are trying to run another COMPORT program in a different DOS 
window, 

you need to exit the first "Siocons" window first. (Don't know much 
about 

PScomUtil, I don't really use it.) 


Just to see if it worked, I ran "Win95 hyperterm" to talk to my Net 
Yaroze, 

and it worked: I got the prompt and could enter the various commands 
and 

get the expected output. 


If someone more knowledgeable than myself could give me a few pointers as 
to where to start, and also a few examples of how to use ioct1l() I would be 
extremely grateful. 


V V V V 


I posted this to the SCEA newsgroup some time ago, Dbut since there is 
some disk space problem they are working on, the older posts got 
removed (only temporarily, I hope!) 


Anyway, other people wanted to know how to read and write data to the 
tty port without blocking, so thier game would continue running even if 
a complete message wasn't received. Below is some sample code that 
shows this. Notice, it doen't use "ioctl()", but rather just opens 

the tty device in "non-blocking" mode. 


There's plenty more to be done with this to make it fully functional and 
efficient, and I can't remember offhand who was asking for the info, 

so if they have made progress with it, maybe they can let us know 

how thier project is coming along. 


BTW: Since then I've gotten an updated ".h" file that includes the 
real "isprint()" macro! So I don't need it anymore. :-) 


--- A code example below --- 
/* 
* Demo of NON-BLOCKING serial I/O on the Net Yaroze. 

* By: Ed Federmeyer 

ո 


#include <libps.h> 
#include ՀՏՄՏ/8116.հ» 
#include <stdio.h> 


/* 


* For some reason, the <ctype.h> macros reference _ctype_, which 
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to its actual location. 
Mario 


—-MESSAGE FILE 18283 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
4 


--MESSAGE FILE 18284 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
TES 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 17:13:49 -0700 

Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <33BAEEBD.67D@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> <33BACE7E.1F2 
3@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max6-so-ca-16.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Linda J. Hodge wrote: 
Mario Perdue wrote: 


On Wed, 02 Jul 1997 12:44:49 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Linda J. Hodge wrote: 

>"<-[36;1msiocons--Playstation debugging console for DTLH3000 1996/05/10 
>00:00:03" 

>"type <-[7m Fl <-[0;36;36;1m---->display help" 

>"when hung up try type <-7m ESC <-[0m" 

>"I/O addr=0x03F8, IRO=4 (vect=0x000C, 8259=20)" 

>"BAUDRATE=9600" 


>In the manual it doesn't show all that "<-[7m <-[Om" crap so that must 
>be whats wrong. Oh and no ">>" at the end. 


and 


>What about this 'siocons' program mario?I still get this stuff with 
>siocons when I have run make 


Siocons is running correctly but it looks like you havn't installed 
ANSI.SYS. Make sure you have the file ANSI.SYS in your WINDOWS 
directory and that your CONFIG.SYS file contains the line: 


DEVICEHIGH=C: \WINDOWS\ANSI.SYS 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


> Mario 
The line is in my config .sys,But I dont know about the windows 
> directory 111 check. 
No I dont see "ansi.sys" in my windows directory.what should I do? 
> reinstall everything!!?! 
Ok this is what I did.I added this to my 
config.sys"Device=C:\dos\Ansi.sys" and I dont see that dum stuff anymore 
when I run siocons and I see colored text now too. But there is no ">>" 
and when I press £3 I get this"BINARY WRITE:Timeout!" 
"auto commands allstop" 
And then a "little heart" at the botttom 
—-MESSAGE FILE 18284 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV VV VV VV VV V 
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5 


--MESSAGE FILE 18285 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


116 
Path: chuka. 


playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: "Wayne K. Werner" <wkwerner@con2.com> 
y 


Newsgroups: 
Subject: Re: 
Date: 3 Jul 


scea.yaroze.problems.pc 
"still having problems" 
1997 01:21:08 GMT 


Organization: SCEA Net Yaroze News 


Lines: 10 
Message-ID: 
References: 


<01bc874£$571676960Sbebf43ce@wkwerner> 
<33B7010E.3CB/7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 


-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 


> <33B9A1E4. 


81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 


k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> <33BACE7E.1F2 


3@earthlink. 


net> 


NNTP-Posting-Host: port90.con2.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Linda, 


I believe the entry for loading ansi.sys is (I assume you are running 


Windows 95) 


DeviceHigh=C: \Windows\Command\Ansi.sys 


Good luck! 
Wayne 


—-MESSAGE FILE 18285 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 


6 


--MESSAGE FILE 18286 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


11.7 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 


Newsgroups: 
Subject: Re: 


scea.yaroze.problems.pc 
"still having problems" 


Date: Thu, 03 Jul 1997 02:50:08 GMT 
Organization: SCEA Net Yaroze News 


Lines: 21 
Message-ID: 
References: 


ՀՅՅԵԵԼ186.443168176205.149.189.29» 
<33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 


-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 


> <33B9A1E4. 


81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 


k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> <33BACE7E.1F2 


3@earthlink. 


net> <33BAEEBD.67D@earthlink.net> 


NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Linda, 


You're getting warmer :՞) 


Make sure you have set the environment variable DTLH3000 correctly. 


This varible tells the system which COM port and IRQ to use. This is 
documented in the Start Up Guide. Also, make sure the cable is plugged 
in all the way on each end. 


Mario 


On Wed, 02 Jul 1997 17:13:49 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 

>Ok this is what I did.I added this to my config.sys 
>"Device=C:\dos\Ansi.sys" and I dont see that dum stuff anymore 


>when I run 


siocons and I see colored text now too. But there is no ">>" 


>and when I press £3 I get this"BINARY WRITE:Timeout!" 


> 
>And then a 


"auto commands allstop" 
"little heart" at the botttom 
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-—-MESSAGE FILE 18286 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
i 


--MESSAGE FILE 18287 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
118 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Wed, 02 Jul 1997 20:03:05 -0700 

Organization: SCEA Net Yaroze News 

Lines: 48 

Message-ID: <33BB1669.42CD@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> <33BACE7E.1F2 
3@earthlink.net> <33BAEEBD.67D@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-35.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Linda J. Hodge wrote: 
Linda J. Hodge wrote: 
Mario Perdue wrote: 


On Wed, 02 Jul 1997 12:44:49 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Linda J. Hodge wrote: 

>"<-—[36;1msiocons--Playstation debugging console for DTLH3000 1996/05/10 
>00:00:03" 

>"type <-[7m Fl <-[0;36;36;1m---->display help" 

>"when hung up try type <-7m ESC <-[Om" 

>"I/O addr=0x03F8, IRO=4 (vect=0x000C, 8259=20)" 

>"BAUDRATE=9600" 


>In the manual it doesn't show all that "<-[7m <-[Om" crap so that must 
>be whats wrong. Oh and no ">>" at the end. 


and 


>What about this 'siocons' program mario?I still get this stuff with 
>siocons when I have run make 


Siocons is running correctly but it looks like you havn't installed 
ANSI.SYS. Make sure you have the file ANSI.SYS in your WINDOWS 
directory and that your CONFIG.SYS file contains the line: 


DEVICEHIGH=C: \WINDOWS\ANSI.SYS 


VVVVVVVVVVVVVVV VV VV VV VV VV VY 


> Mario 
The line is in my config .sys,But I dont know about the windows 
> directory 111 check. 
No I dont see "ansi.sys" in my windows directory.what should I do? 
reinstall everything!!?! 
Ok this is what I did.I added this to my 
config.sys"Device=C:\dos\Ansi.sys" and I dont see that dum stuff anymore 
when I run siocons and I see colored text now too. But there is no ">>" 
and when I press £3 I get this"BINARY WRITE:Timeout!" 

"auto commands allstop" 
And then a "little heart" at the botttom 
Well Ive checked everything And I still get no >> . Ive plugged in the 
jack firmly and I still go no >> .I took out my printer and still.I 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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checked what com port I am on,and it says what is displayed on the 

screen.I changed even plystations!!! I dont know what to do. 

—-MESSAGE FILE 18287 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 
8 


--MESSAGE FILE 18288 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
119 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: "STOCONS PROBLEMS" 

Date: Thu, 03 Jul 1997 15:15:16 -0700 

Organization: SCEA Net Yaroze News 

Lines: 59 

Message-ID: <33BC2474.72Fl@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7f084.597353@205.149.189.29> <33B7F80A 
.2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6C17@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max6-so-ca-42.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Linda J. Hodge wrote: 
Linda J. Hodge wrote: 
Mario Perdue wrote: 
Linda, 


Did you miss this post? 


Here's what happens when I remove all the .Օ files in the WalZ project 
and rebuild. 


make 

gcc -01 -g -c main.c -o main.o 

gcc -Ol -ց -c walzgame.c -o walzgame.o 

gcc -Ol -ց -c frame.c -o frame.o 

gcc -Ol1.-g -c paddle.c -o paddle.o 

gcc -Ol -g -c ball.c -o ball.o 

gcc -01 -g -c brick.c -o brick.o 

gcc -Ol -ց -c displays.c -o displays.o 

gcc -Xlinker -Ttext -Xlinker 80140000 -o walz main.o walzgame.o 


frame.o paddle 


As you can see, I get no mention of Borland. I suspect that you have a 
copy of Borland C/C++ loaded on your system and that in is in the path 
before the Yaroze entries. 


Try this: 


Go to your ..\GNU\BIN directory and copy the file MAKE.EXE to 
YMAKE.EXE. Then try to build your project with the command YMAKE. If 
it works, you can either continue using YMAKE, or fix the path 
variable. 


It really looks like you are running the make utility for Borland 
C/C++. Is Borland C/C++ loaded on your system? Is the Borland bin 
directory in your search path? 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


Net 


VV V V V V V 


> 


VVVVVVVV VV 


Well I just ran 
be done to 
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> > Mario 


> How would I copy the make exe to to the ymake exe?No I dont have Borland 
> ՇԻ, Լ only have turbo c++.How would I find out if borland is in the path 


> of make? 


Well I just listened to what you said.So I deleted Turbo c++ and It 
started working like that walz demo displyaing stuff. So THANKS I MUST 
BE YOUR WORST CUSTOMER.I am now attempting to run siocons!!!!!! 


AHHHHH!!! 


> thats it 
Ok ive tried everything mario that you said I still can not get the 


sioocns to work!!! 


please help!! 


make and there is a new problem It displays. "Nothing to 
'all' " I have ոօ idea. I just deleted some stuff so maybe 


Although , Լ learned How to display a sprite on the yaroze!! 
-—-MESSAGE FILE 18288 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000011 


9 


--MESSAGE FILE 18289 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


120 


Path: 


From: mperdue@iquest.net 


Newsgroups: 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


(Mario Perdue) 


Subject: Re: "SIOCONS PROBLEMS" 
Date: Fri, 04 Jul 1997 06:03:37 GMT 
Organization: SCEA Net Yaroze News 

Lines: 18 


Message-ID: 
References: 


scea.yaroze.problems.pc 


<33bc9175.8254257@205.149.189.29> 
<33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 


-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 


> ՀՅ3) 
9.189.29» ՀՅՅ) 
@earthlink.net> ՀՅ3) 
NNTP-Posting-Host: 


B9AIE4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
BA9856.6Cl1l7@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
BC2474.72F1l@earthlink.net> 

firewall.hrtc.net 


X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 03 Jul 1997 15:15:16 -0700, "Linda J. Hodge" 


<hodgke@earthl]l 


link.net> wrote: 


>Well Ive checked everything And I still get no >> . Ive plugged in the 
>jack firmly and I still go no >> 
>checked what com port I am on,and it says what is displayed on the 
>screen.I changed even plystations!!! I dont know what to do. 


-I took out my printer and still.I 


>Ok ive tried everything mario that you said I still can not get the 


>sioocns to work!!! 


please help!! 


>Although ,I learned How to display a sprite on the yaroze!! 


What COM port are you setup for? What IRQ are you using? Do you have a 


serial mouse? If yes, 


what COM port and IRQ? 


How did you display a sprite id you cant use SIOCONS? 


Mario 
—-MESSAGE FILE 18289 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 


0 


--MESSAGE FILE 18290 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


121 


Path: 
From: 
Newsgroups: 


Subject: Re: "SIOCONS PROBLEMS" 
Date: Fri, 04 Jul 1997 22:34:33 -0700 


Organization: 


Lines: 27 
Message-ID: <33BDDCE9.4AB3@earth] 
References: <33B7010E. 3C] 
-2395@earthlink.net> <33B98227.23F! 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6Cl17@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
@earthlink.net> <33BC2474.72Fl@earthlink.net> <33bc9175.8254257@205.149.189.29> 


B7@earthl 


SCEA Net Yaroze News 


Li 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
"Linda J. Hodge" <hodgke@earthlink.net> 
scea.yaroze.problems.pc 


nk.net> 


link.net> <33b7£084.597353@205.149.189.29> <33B7F80A 


E@earthlink.net> <33b99fad.32394434@205.149.189.29 
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Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: maxl-so-ca-15.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


On Thu, 03 Jul 1997 15:15:16 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well Ive checked everything And I still get no >> . Ive plugged in the 
>jack firmly and I still go no >> .I took out my printer and still.I 
>checked what com port I am on,and it says what is displayed on the 
>screen.I changed even plystations!!! 1 dont know what to do. 


>Ok ive tried everything mario that you said I still can not get the 
>sioocns to work!!! please help!! 
>Although ,I learned How to display a sprite on the yaroze!! 


What COM port are you setup for? What IRQ are you using? Do you have a 
serial mouse? If yes, what COM port and IRQ? 


How did you display a sprite id you cant use SIOCONS? 


VVVVVVVVVVVVVVV VV VV 


Mario 


Well Im on com 1,irq 4,and wahts a serial mouse? 

Well the way I learned how to disply a sprite ,I got a tutorial.I didnt 
say I projected it on the yaroze I just said I learned how to.I sure 
like the "balls" source in the startup guide.Its pretty easy to follow 
if you have the library refernce open. 

I think 111 try different com ports and irqs. 


12306 


—-MESSAGE FILE 18290 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 


1 


--MESSAGE FILE 18291 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


122 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "SIOCONS PROBLEMS" 

Date: Sat, 05 Jul 1997 14:39:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33be5a0b.555604@205.149.189.29> 


References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6Cl1l7@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
@earthlink.net> <33BC2474.72Fl@earthlink.net> <33bc9175.8254257@205.149.189.29> <33B 


DDCE9. 4AB3@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 04 Jul 1997 22:34:33 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 
>Well Im on com l,irq 4 


OK, if that's the case, make sure that the DTLH3000 entry looks like 
this: 


set DTLH3000=0x3f8,4, 9600 

That's the default setting, so it should be alright. 
>and whats a serial mouse? 

A mouse connected to a serial port. 


Also, since you can obviously get to the Internet, you probably have a 
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modem. If the modem port shares the same IRQ, you can't use it and 
SIOCONS at the same time. 


>Well the way I learned how to disply a sprite ,I got a tutorial.I didnt 
>say I projected it on the yaroze I just said I learned how to.I sure 
>like the "balls" source in the startup guide.Its pretty easy to follow 
>if you have the library refernce open. 


I see. It's nice to see that you havn't lost interest. 
>I think Ill try different com ports and irqs. 


That would be a great place to start. If you have other COM ports 
available, you might try connecting to them to see if it works. 


Mario 
—-MESSAGE FILE 18291 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
2 


--MESSAGE FILE 18292 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
123 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "SIOCONS PROBLEMS" 

Date: Sun, 06 Jul 1997 19:14:48 -0700 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33C05118.78AB@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6C1l7@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
@earthlink.net> <33BC2474.72Fl@earthlink.net> <33bc9175.8254257@205.149.189.29> <33B 
DDCE9. 4AB3@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max9-so-ca-39.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Linda J. Hodge wrote: 
Mario Perdue wrote: 


On Thu, 03 Jul 1997 15:15:16 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well Ive checked everything And I still get no >> . Ive plugged in the 
>jack firmly and I still go no >> .I took out my printer and still.I 
>checked what com port I am on,and it says what is displayed on the 
>screen.I changed even plystations!!! I dont know what to do. 


>Ok ive tried everything mario that you said I still can not get the 
>sioocns to work!!! please help!! 
>Although ,I learned How to display a sprite on the yaroze!! 


What COM port are you setup for? What IRQ are you using? Do you have a 
serial mouse? If yes, what COM port and IRQ? 


How did you display a sprite id you cant use SIOCONS? 


VVVVVVVVVVVVVVV VV VV 


Mario 


Well Im on com 1,irq 4,and wahts a serial mouse? 

Well the way I learned how to disply a sprite ,I got a tutorial.I didnt 
say I projected it on the yaroze I just said I learned how to.I sure 
like the "balls" source in the startup guide.Its pretty easy to follow 
if you have the library refernce open. 

> I think Ill try different com ports and irqs. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 
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Well I tried what you said mario.The command lines are correct in the 

djsetup. I run siocons in dos so there is no way my web connection is in 

the way of sioocns. Do you know anybody else who has had this same 

problem? 

—-MESSAGE FILE 18292 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
3 


--MESSAGE FILE 18293 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
124 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "SIOCONS PROBLEMS" 

Date: Mon, 07 Jul 1997 14:02:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33c0f60e.687763@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b7f£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33ba672c.587739@205.14 
9.189.29> <33BA9856.6C1l7@earthlink.net> <33BA9E24.7FF4@earthlink.net> <33BAA45E.1463 
@earthlink.net> <33BC2474.72Fl@earthlink.net> <33bc9175.8254257@205.149.189.29> <33B 
DDCE9.4AB3@earthlink.net> <33C05118.78AB@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sun, 06 Jul 1997 19:14:48 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 

>Well I tried what you said mario.The command lines are correct in the 
>djsetup. I run siocons in dos so there is no way my web connection is in 
>the way of sioocns. Do you know anybody else who has had this same 
>problem? 


A few people have had problems getting SIOCONS working, but noone else 
has had this much trouble. 


Have you tried connecting the Yaroze to another COM port? Maybe your 
COM port is bad (or disconnected internally.) Beyond that, if you've 
done everything suggested here, it should work. 


Mario 
—-MESSAGE FILE 18293 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
4 


--MESSAGE FILE 18294 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
125 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 07 Jul 1997 18:12:17 -0500 

Organization: Metrowerks Corp. 

Lines: 1 
Message-ID: <33C177CD.5B40@austin.metrowerks.com> 

References: <33B7010E.3CB7@earthlink.net> <33b87228.2334122@205.149.189.29> 
Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


That....was an amazing thread. 
—-MESSAGE FILE 18294 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
5 


--MESSAGE FILE 18295 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
126 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 
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Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 07 Jul 1997 23:49:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <33c18065.36108255@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b87228 .2334122@205.149.189.29> <33C177C 
D.5B40@austin.metrowerks.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


<SIGH> 
Mario 


On Mon, 07 Jul 1997 18:12:17 -0500, Mark Couvillion 
<couv@austin.metrowerks.com> wrote: 


>That....was an amazing thread. 


-—-MESSAGE FILE 18295 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
6 


--MESSAGE FILE 18296 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
127 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Mon, 07 Jul 1997 23:31:31 -0700 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33C1DEC3.4D36@earthlink.net> 

References: <33B7010E.3CB7@earthlink.net> <33b87228.2334122@205.149.189.29> <33C177C 
D.5B40@austin.metrowerks.com> <33c18065.36108255@205.149.189.29> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max4-so-ca-27.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 
<SIGH> 
Mario 


On Mon, 07 Jul 1997 18:12:17 -0500, Mark Couvillion 
<couv@austin.metrowerks.com> wrote: 


VVVVVVVV 


v 


>That....was an amazing thread. 

Ok its all handled mario! I so happens that com 1 was tangled with com 3 
so I disenabled com 1 and rerouted it.So now com 2 is my working 
port!!!! 

I just ran the balls demo and man it is fast. It works great. 

The only thing Im confused on is the whole order table thing and how 
packets are the things you store the data in and GsDrawOT draws the 
packet which is in the order table? Does LoadImage() draw the the rect 
and image in the frame buffer? 

—-MESSAGE FILE 18296 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
7 


--MESSAGE FILE 18297 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
128 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: "still having problems" 

Date: Tue, 08 Jul 1997 14:59:24 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 21 

Message-ID: <33c25327.266670@205.149.189.29> 

References: <33B7010E.3CB7@earthlink.net> <33b87228.2334122@205.149.189.29> <33C177C 
D.5B40@austin.metrowerks.com> <33c18065.36108255@205.149.189.29> <33C1DEC3.4D36@eart 
hlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 07 Jul 1997 23:31:31 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Ok its all handled mario! I so happens that com 1 was tangled with com 3 
>so I disenabled com 1 and rerouted it.So now com 2 is my working 
>port!!!! 


You just made my day! 
>I just ran the balls demo and man it is fast. It works great. 


>The only thing Im confused on is the whole order table thing and how 
>packets are the things you store the data in and GsDrawOT draws the 
>packet which is in the order table? Does LoadImage() draw the the rect 
>and image in the frame buffer? 


Take a look at some of the other news groups here. The beginners and 
2d_graphics news groups both have pretty good information on packets, 
ordering tables, etc. Then, if you still have questions, ask away. 


Mario 
—-MESSAGE FILE 18297 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
8 


--MESSAGE FILE 18298 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
129 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Source. 

Date: Wed, 09 Jul 1997 12:12:44 -0700 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <33C3E2AC.55A6@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max2-so-ca-18.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hey mario I ran the walz demo.After wairting a half hour for it to 

transfer .It finally ran and all it displayed was a border screen and no 

game.Was that what its suppost to do? 

—-MESSAGE FILE 18298 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000012 
9 


--MESSAGE FILE 18299 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
130 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Source. 

Date: Wed, 09 Jul 1997 23:57:29 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <33c4251b.26292478@205.149.189.29> 

References: <33C3E2AC.55A6@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


It sounds like you may have downloaded Step 1, that's all it does. The 
full game is something like Breakout, except the bricks move. 
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* doesn't exist in the libps.a. So we do this the hard/kludgy way. 
* If someone knows the trick to making <ctype.h> work in the 
* Yaroze-world, let me know... 
* 7 
int 
isprint( char inchar ) 
{ 
if ( (inchar >= 0x20) && (inchar <= Ox7E) ) { 
/* The character is 'printable'. */ 
return( 1 ); 


} 


/* The character is NOT 'printable'. */ 
return( 0 ); 


int 
main( void ) 


{ 


int ifd; 

int status; 
unsigned char inbyte; 

int toggle = 0; 
/* 


* Open the "tty" device in NON-BLOCKING mode, meaning when you 

* call "read" on it, if there are no characters, it will return 
* immediatly (with a status of "0", meaning "0" characters read), 
* instead of waiting for characters. 


ifd = open( "tty", O_RDWR | O_NBLOCK ); 
if ( ifd <0) Í 
printf( "Cannot open tty\n" ); 
return( -1 ); 


printf( "Type characters (~ to exit):\n" ); 
while (1) í 


/* 

* Poll the 'tty' device to see if data has arrived. 

* 

/ 

status = read( ifd, &inbyte, 1 ); 

if ( status < 0) { 
printf( "error in read. status=%d\n", status ); 
close( ifd ); 
return( -1 ); 


} 


if ( status == yest 
/* 
* Yay! Got a byte! Maybe do something cool like 
* build a protocol packet or something. We'll just 
* print it out for this demo though. 


* 
/ 
printf( "got 0x%02X 'Sc'\n", inbyte, 
(isprint (inbyte) ? inbyte : '.') ); 
if ( inbyte == '~' ) { 
printf( "Exiting.\n" ); 
close( ifd ); 
return( O ); 
} 
} else if ( status == ) (í 
/* 


* Normally, do nothing. But for demonstration, 
* print some stuff so you know we're not blocked 
* on the 'read'. 
*/ 
if ( ++toggle > 1000 ) { 

toggle = 0; 

Prince (t t z 


1232 
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Mario 


On Wed, 09 Jul 1997 12:12:44 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Hey mario I ran the walz demo.After wairting a half hour for it to 
>transfer .It finally ran and all it displayed was a border screen and no 
>game.Was that what its suppost to do? 


—-MESSAGE FILE 18299 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 
0 


--MESSAGE FILE 18300 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
131 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: tim@metalithic.com (Tim Otholt) 

Newsgroups: scea.yaroze.problems.pc 

Subject: SIOCONS Problems (Advanced Troubleshooting?) 

Date: Thu, 10 Jul 1997 00:48:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 89 

Message-ID: <5qlbheSn4nl@scea> 

NNTP-Posting-Host: timPC.metalithic.com 

X-Newsreader: Forte Free Agent 1.0.82 


Hi Mario, 


I am having problems with SIOCONS. But the problems I am experiencing 
is not the typical "newbie" problems, but it "appears" to be a real 
glitch of some sort. Let me explain my configuration, and maybe you 
can help me out. 


Intel Penium Triton motherboard, with Windows 95, 40MB RAM, 2 COM 
ports, bleh, bleh bleh. COM ports on the Triton motherboard, if I'm 
not mistaken, emulate 16550AFs, not the older 8250s. COM1 and COM2. 


Hardware setup: 


Microsoft Serial Mouse on COM1 
Net Yaroze on COM2, via a 9 -» 25 pin connector 


No other COM devices, NO COM3 or COM4, NO I/O conflicts, no IRQ 
conflicts. (I wrote a DOS PnP card isolator and resource arbitrator, 
so I do understand that I'm not having a problem here. No BIOS 
conflict problems, no PCI conflict problems, yea, the hardware has 
always worked for me, bleh, bleh, bleh...) 


The Codewarrior 2.0 PSComUtil *AND* the Codewarrior debugger works 
just dandy. No problems downloading executibles, data, .TIM files, 
etc, etc. Debugger single steps through programs just fine. Yaroze 
works good enough. 


But then comes SIOCONS and GDB. Bleh. 
Here's my detailed explanation of my setup: 


1. Quit all Windows COM applications (such as PsComUtil, Codewarrior 
Debugger, etc, etc). Open a MS-DOS box under Win95. 


2. Set DOS environment variable for GDB and SIOCONS to use I/O 2F8, 
IRQ 3, 9600. No typos, just like the manual says it. 


3. Net Yaroze is reset, then "booted", with no memory card (so serial 
I/O speed is 9600). It is in "wait" mode, looking for a PC 
connection. 


4. Start up SIOCONS, with baudrate set to 9600 (-b9600) 
5. Start downloading a program 


6. Playstation recognizes the connection, and it displays the usual 


Net Yaroze newsgroups message dump.txt 
message about 9600 baud, and that things should be working fine. 


7. But in the Windows 95 DOS box, the "usual" SIOCON messages that I'm 
supposed to get don't show up. In fact, SIOCONS hangs up in some very 
weird way. But I can quit SIOCONS back to my DOS prompt. Wait 15 
minutes, still no messages. 


8. So I try this OUTSIDE of Windows 95. Full Win95 shutdown, power 
off reset, boot Win95 command prompt only, and try it again. No 

luck. Even with the environment variable set, SIOCONS is still acting 
weird. 


So is anyone having problems with Intel Triton motherboards, 16550AF 
serial ports, or anything else like this? Is there a need to 
"pre-set" the COM ports to 8,N,1 using the DOS MODE utility, or 
something like that? I assume SIOCONS and GDB properly set the serial 
port to 8,N,1 before attempting any communications with the Yaroze. 


I guess it's not that big of a deal, since I can use Codewarrior, but 
I have no love for the Codewarrior tools. I can remember those old 
glory days of the command line compiler, and I reminess of that old 
Microsoft debugger Codeview 2.0. 


Aloha 


Tim Otholt 
tim@metalithic.com 


Tim Otholt 

tim@metalithic.foo 
http://www.nanospace.com/~yukari/ 
San Francisco, CA 


Due to the large increase in robot junk mail in my 
email inbox, my email address is listed with the 
domain metalithic.foo. Change the "foo" to "com" 
to send me email. 
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—-MESSAGE FILE 18300 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 


1 


--MESSAGE FILE 18301 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


132 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Bowman <jackbowman@sprintmail.com> 
Newsgroups: scea.yaroze.problems.pc 

Subject: siocons file loads hanging 

Date: Thu, 17 Jul 1997 12:46:41 -0700 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <33CE76A1.979@sprintmail.com> 

Reply-To: jackbowman@acm.org 

NNTP-Posting-Host: sdn-ts-—002camdreP09.dialsprint.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-SI300B01 (Win95; 1) 


Siocons seems to work fine for me except that some (not all) of the demo 
programs downloaded from the web site hang when loading files until a 
key is pressed twice on my PC keyboard. This causes another 2K of data 
to be transfered, and then another double keypress is needed. The 
problem occurs under Win95, but not if I boot straight to DOS, and does 
not depend on BAUD rate. Generally a nuisance. Does anybody have a fix 
for this? Thanks. 


—-MESSAGE FILE 18301 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 


2 
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--MESSAGE FILE 18302 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons file loads hanging 

Date: Thu, 17 Jul 1997 21:19:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33ce8c2a.23229641@205.149.189.29> 

References: <33CE76A1.979@sprintmail.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Jack, 


I use SIOCONS from WIN95 all the time and have never experienced this. 
Is anyone one else having this problem? 


Mario 


On Thu, 17 Jul 1997 12:46:41 -0700, Jack Bowman 
<jackbowman@sprintmail.com> wrote: 


>Siocons seems to work fine for me except that some (not all) of the demo 
>programs downloaded from the web site hang when loading files until a 
>key is pressed twice on my PC keyboard. This causes another 2K of data 
>to be transfered, and then another double keypress is needed. The 
>problem occurs under Win95, but not if I boot straight to DOS, and does 
>not depend on BAUD rate. Generally a nuisance. Does anybody have a fix 
>for this? Thanks. 


—-MESSAGE FILE 18302 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 
3 


--MESSAGE FILE 18303 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
134 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.codewarrior,scea.yaroze.problems.pc 

Subject: CodeWarrior not creating executable; also, data size problems 

Date: Sat, 19 Jul 1997 19:48:12 -0500 

Organization: The Implementor 

Lines: 32 

Message-ID: <33D1604C.19C7@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx23-03.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:121 scea.yaroze.pr 
oblems.pc:134 


As the subject line suggests, CodeWarrior has been giving me trouble 
recently, in that it refuses to create an executable when I tell it 
to Make the project. It doesn't give any errors or warnings, and by 
all appearances it does everything properly (the status window 

goes through the Compiling for all source files, and then it says 
NY.pxe Linking, but when it is done, there is no executable of any 
sort). 


I have a strong suspicion that it is due to the fact that I have 

a fairly large amount of static data in the project. If I remove 
most of the data, it produces the executable. However, there is 
less than 200K of static data; there should be room enough for this 
and more, shouldn't there? If I bring it down to around 40K, it 
works (though oddly enough, another project that I built had over 
64K and it worked perfectly well).... 


Net Yaroze newsgroups message dump.txt 


Speaking of large data, I noticed that CodeWarrior will crash if 
you try to compile a file with a static data element 64K or greater 
in size (although it seems content with multiple data elements that 
add up to >64K). Also, if you have a source file with data only, 
no code, then CodeWarrior cannot link it (i.e., a source file with 
large data that you don't want to have to compile every time you 
make a code change). 


So.... Does anyone have any ideas on how to get it to build the 
executable?? 


(If you're wondering why I need such vast amounts of data, it is to 
hold various graphics and other large data structures; I want to have 
a single, self-contained executable, with no extra files to upload. 
The Yaroze has the memory, so CodeWarrior _should_ be able to do 
this... somehow....) 
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—-MESSAGE FILE 18303 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 


4 


--MESSAGE FILE 18304 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


135 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 


problems.pc, scee.yaroze.programming.codewarrior 
Subject: CodeWarrior can't link much static data (?) 
Date: Mon, 21 Jul 1997 08:44:41 -0500 
Organization: The Implementor 

Lines: 26 

Message-ID: <33D367C9.6111@ix.netcom. com> 
Reply-To: spelwevr@ix.netcom.com 
NNTP-Posting-Host: aus-tx23-20.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; I) 


Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 


Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:125 scea.yaroze.pr 
oblems.pc:135 scee.yaroze.problems.pc:47 scee.yaroze.programming.codewarrior: 86 


I have discovered that CodeWarrior will not link a program if 
it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 
get this to work? I am at somewhat of a standstill in my 
current project until I can get this to work. (Note that it 
does not report any errors; however, it simply fails to create 
an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


If anyone has any ideas on this, please let me know!! 


(I am using the CodeWarrior 2.0 on Win95.) 


—-MESSAGE FILE 18304 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 


5 


--MESSAGE FILE 18305 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


136 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: 21 Jul 1997 21:27:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <01lbc961cScd8dbc40S66bf43ce@wkwerner> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: port02.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:127 scea.yaroze.pr 
oblems.pc:136 scee.yaroze.problems.pc:48 scee.yaroze.programming.codewarrior:87 


Have you tried generating a map file? Lots of good info there. I think I 
have heard (read?) some news items pertaining to a limit of 64k per module. 
Maybe you can break your program up a bit? 


Good luck, 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 18305 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 
6 


--MESSAGE FILE 18306 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
137 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: Re: CodeWarrior not creating executable; also, data size problems 

Date: Tue, 22 Jul 1997 13:31:06 -0500 

Organization: Metrowerks Corporation 

Lines: 17 

Message-ID: <hunt-—ya02408000R2207971331060001@news.scea.sony.com> 

References: <33D1604C.19C7@ix.netcom. com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:128 scea.yaroze.pr 
oblems.pc:137 


In article <33D1604C.19C7@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


> So.... Does anyone have any ideas on how to get it to build the 
> executable?? 


This sounds like something you need to let us see in Tech Support. If you 
could fill out a bug report form and send us a fully self-contained 
reproduceable example, that would greatly facilitate us tracking this down. 


You can send it to: 
support@metrowerks.com 


Thanks, 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 18306 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 
7 


--MESSAGE FILE 18307 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
138 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 
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Subject: Re: CodeWarrior can't link much static data (?) 

Date: Tue, 22 Jul 1997 17:29:57 -0500 

Organization: Metrowerks 

Lines: 34 

Message-ID: <MPG.e3ef05c4a27181398968d@news.scea.sony.com> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:135 scea.yaroze.pr 
oblems.pc:138 scee.yaroze.problems.pc:49 scee.yaroze.programming.codewarrior: 88 


In article <33D367C9.6111@ix.netcom.com>, spelwevr@ix.netcom.com says... 
I have discovered that CodeWarrior will not link a program if 

it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 

get this to work? I am at somewhat of a standstill in my 

current project until I can get this to work. (Note that it 

does not report any errors; however, it simply fails to create 

an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
>; 


We haven't seen this in any of our test programs. Can you send the 
project to support@metrowerks.com and we'll take a look? 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


VVVVVVVVV 


Hmm, this seems odd. The dino example works just fine and it has much 
more than 128K of data. If you still have problems, please let us know. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 18307 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 
8 


--MESSAGE FILE 18308 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
139 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Bowman <jackbowman@sprintmail.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: siocons file loads hanging 

Date: Tue, 26 Aug 1997 10:49:25 -0700 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34031725.77B4@sprintmail.com> 

References: <33CE76A1.979@sprintmail.com> <33ce8c2a.23229641@205.149.189.29> 
Reply-To: jackbowman@acm.org 

NNTP-Posting-Host: sdn-ts-—00lcamdreP09.dialsprint.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Շ-Տ51300801 (Win95; I) 


Mario Perdue wrote: 


> 

> Jack, 

> 

> I use SIOCONS from WIN95 all the time and have never experienced this. 
> Is anyone one else having this problem? 
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> 
> Mario 
> 


Thanks for the effort. Problem solved by lowering the idle sensitivity 
on the DOS box property page. 


Jack 
—-MESSAGE FILE 18308 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000013 
9 


--MESSAGE FILE 18309 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
140 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 

ony.com 

From: "Raffaele Sena" <raff@aromatic.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: SIOCONS Problems (Advanced Troubleshooting?) 

Date: Fri, 19 Sep 1997 17:38:02 -0700 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <5vv52sSama3@scea> 

References: <5qlbhe$n4nl@scea> <5vnp4c$9782@scea> <341f6e9a.383960130205.149.189.29> 
<5vou0u$9786@scea> <342028ad.13805277@205.149.189.29> 

NNTP-Posting-Host: 206.40.55.35 

X-Newsreader: Microsoft Outlook Express 4.71.1008.3 

X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


Mario Perdue wrote in article <342028ad.13805277@205.149.189.29 
Հոդին: 

>Let me see what I can find out. 

> 

>Mario 


I found a Web page of a guy with sources for unix tools: gcc, gdb and :) :) 
:) psxfer and siocons. 


I had to download 18Mb of stuff and change a couple of things in the file 
transfer programs, but 

now I can happily use psxfer from my linux box. It runs perfectly at 115kbs 
and I can finally play 

with the Yaroze. siocons still does not work. I put some delays between 
writes and I managed 

to get it working, but it's owfully slow. 


Anyway, now I am set for a while. Not completely happy, but it's something. 
Let me know if you find anything. 


Thanks, 
Raffaele 


—-MESSAGE FILE 18309 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
0 


--MESSAGE FILE 18310 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
141 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Yet Another CodeWarrior Problem 

Date: Sat, 20 Sep 1997 01:38:36 -0500 

Organization: The Implementor 

Lines: 239 

Message-ID: <34236F6C.16A9@ix.netcom. com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 
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Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:141 scea.yaroze.programming.co 


dewarrior:197 


OK, perhaps this is a foolish mistake on my part. If so, 
I apologise, and someone, please show me what is wrong. 


If not, though, it is just another instance of what makes 
CodeWarrior for Win95 the worst compiler that I have ever 
used. (Sorry guys, but it just has too many bugs in 

the code generator, let alone the obvious glaring terrors 
of the IDE. Perhaps the update will be a wonderful 
improvement, but for now, even if this particular bug 

is my fault, many others are not. I truly feel very 
unsatisfied with this compiler, and do not feel that it 
is, in its present form, worth at all what I paid for it.) 


DESCRIPTION OF THIS PROBLEM 

(Note: This is very similar to a problem that I emailed 
MetroWerks about a while back, but I never received any 
reply, so....) 


System: I am using the second release of the CodeWarrior 
for Yaroze for Windows 95. The system is a Pentium 100 
with 16Mb of RAM. 


Create a standard Yaroze project, using these two .C files 


Build the project as-is and run it. Note the bluish object. 


Now end the program (reset the Yaroze) and go to the file 
main.c. Look at the beginning of main(), where there 

are two OBJECT declarations. Comment out the active 
declaration and un-comment the other declaration. Save, 
rebuild, and run. Lo and behold, the image is gone! 


At first I thought that this was perhaps some memory overrun, 


BUT I have had this happen with totally mundane variables 
such as ints (i.e., no structures or shadowy library calls 
were involved). If anyone can explain this, please let 

me know. I am rather tired, so who knows, it could just 
be me. Thank you for any assistance! 


[RKKKK 
GR3D.H -- 3D graphics library [hacked, maimed version] 
© Copyright 1997 by J. Black 

KKK KK / 

#include <libps.h> 

#ifndef _ GR3D_H__ 

#define _ GR3D_H _ 

/***** Custom typs *****/ 

typedef GsDOBJ2 OBJECT; 


typedef unsigned long dword; 
typedef unsigned short word; 
typedef unsigned char byte; 
/***** Loop constructs *****/ 


#define loop for (;;) 
[RRKKK Prototypes kK KK / 
void Gr3diInit ( dword MaxPackets ); 
void Gr3dUnInit ( void ); 
void Gr3dBeginDraw ( void ); 
void Gr3dEndDraw ( void ); 
void Gr3dInitTmd ( dword *tmd, OBJECT *obj ); 
#endif 
/***** End of header *****/ 
[RKKKK 
GR3D.C -- 3D graphics library [broken, hacked, maimed version] 


© Copyright 1997 by J. Black 


KKK KK / 


#include <malloc.h> 
#include "gr3d.h" 


Net Yaroze newsgroups message dump.txt Page 12319 


(ՊՅԵՐ LOCal macros: *** x7 
#define OT_LENGTH 10 


#define BIT (n) (1<<(n)) 

#define WORLDOT (WorldOT+ACT) 

[RKKKK Local data KKK KK / 

static GsOT WorldOT [ 2 | =O: Se 
static GsOT_TAG OTTags Լ 2 ][ 1 ՀՀ OT_LENGTH | = í 0 )չ 
static PACKET *GPUPkBuf | 2 | = { 0 )չ 
static int ACT = 0; 


[KKK Local code KKK KK / 
static void localInitVid ( dword paksize ) 


{ 


SetVideoMode ( MODE_NTSC ); 

GsInitGraph ( 640, 480, 5, 1, 0 ); 

GsDefDispBuff ( 0, 0, 0, 0 ); 

GsInit3D (); 

GPUPkBuf [ 0 ] (PACKET *)malloc ( paksize ); 

GPUPkBuf [ 1 ] (PACKET *)malloc ( paksize ); 

WorldOT [ 0 ].length = OT_LENGTH; WorldoOT | 0 ].org = OTTags | 0 ]; 
WorldOT լ 1 ].length = OT_LENGTH; WorldOT [ 1 ].org = OTTags [ 1 ]; 
GsSetAmbient ( 2048, 2048, 2048 ); // 50% intensity ambient lighting 


} 


(RARE PUBIC. ggde ԱՈ MS 

// This is a weird kluge due to the CodeWarrior's 
// excessive problems if obj and mat aren't in the 
// same functional scope 

void FooBarBaz ( OBJECT *obj, MATRIX *mat ) 

{ 

GsGetLs ( obj->coord2, mat ); 

GsSetLsMatrix ( mat ); 

GsSortObject4 ( obj, WORLDOT, 14 - OT_LENGTH, (dword *)getScratchAddr ( 
0) )չ 

} 


void Gr3dInit ( dword max_packets ) 

{ 

localInitVid ( max_packets * 24 ); 
GsSetLightMode ( 0 ); 

GsSetAmbient ( 2048, 2048, 2048 ); // 50% lit 
GsSetProjection ( 500 ); 


} 


void Gr3dUnInit ( void ) 
í 
free ( GPUPkBuf [ O ] ); 
free ( GPUPkBuf [ 1 ] ); 
} 


void Gr3dBeginDraw ( void ) 

{ 

ACT = GsGetActiveBuff (); 
GsSetWorkBase ( GPUPkBuf [ ACT ] ); 
GsClearOt ( 0, 0, WORLDOT ); 

} 


void Gr3dEndDraw ( void ) 
{ 


vSync ( 0 ); 
ResetGraph (1 ); 
GsSwapDispBuff (); 


GsSortClear ( 0, 0, 0, WORLDOT ); // Background R, G, B (bytes) 
GsDrawOt ( WORLDOT ); 
} 


void Gr3dInitTmd ( dword *tmd, OBJECT *obj ) 

{ 

GsMapModelingData ( tmd + 1 ); 

GsLinkObject4 ( (dword)( tmd + 3 ), obj, O ); 

obj->coord2 = NULL; // Coordinates based on world-space 
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} 


[RKKKK End of file KKK KK / 


[RKKKK 


main.c 
KKK KK / 


#include "gr3d.h" 


static byte TMD [] = 

{ 

0x41, 0x00, 0x00, 0x00, 02:00, 0x00, 0x00, 0x00, 
0x01, 0x00, 0x00, 0x00, OxDC, 0x00, 0x00, 0x00, 
0x08, 0x00, 0x00, 0x00, Ox1C, 0x01, 0x00, 0x00, 
0::0Շ, 0x00, 0x00, 0x00, Ox1C, 0x00, 0x00, 0x00, 
0::0Շ, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, 0x00, 0x20, 
0x00, 0x00, 0x06, 0x00, 0x02, 0x00, 0x00, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, 0x00, 0x20, 
0x01, 0x00, 0x06, 0x00, 0x00, 0x00, 0x04, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, 0x00, 0x20, 
0x02, 0x00, 0x07, 0x00, 0x06, 0x00, 0x04, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, 0x00, 0x20, 
0x03, 0x00, 0x07, 0x00, 0x04, 0x00, 0x05, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, 0x00, OxFF, 0x20, 
0x04, 0x00, 0x03, 0x00, 0x07, 0x00, 0x05, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, 0x00, OxFF, 0x20, 
0x05, 0x00, 0x03, 0x00, 0x05, 0x00, 0x01, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, OxFF, 0x00, 0x20, 
0x06, 0x00, 0x02, 0x00, 0x03, 0x00, 0x01, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, OxFF, 0x00, 0x20, 
0x07, 0x00, 0x02, 0x00, 0x01, 0x00, 0x00, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, OxFF, 0x20, 
0x08, 0x00, 0x07, 0x00, 0x03, 0x00, 0x02, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, OxFF, 0x20, 
0x09, 0x00, 0x07, 0x00, 0x02, 0x00, 0x06, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, OxFF, 0x20, 
0::0Ճ, 0x00, 0x04, 0x00, 0x00, 0x00, 0x01, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, OxFF, 0x20, 
0x0B, 0x00, 0x04, 0x00, 0x01, 0x00, 0x05, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x64, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x64, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x00, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x64, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x64, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 
0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 
0x00, OxFO, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, OxF0, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 0x00, 0x00 

J; 


// This is here because originally this program used the 

// controller to change the view. 

static void SetTheView ( long fx, long fy, long fz, long tx, long ty, 
long tz, long r ) 

{ 

GSRVIEW2 view; 


view.vpx = fx; view.vpy = fy; view.vpz = fz; 
view.vrx = tx; view.vry = ty; view.vrz = tz; 
view.rz = r} 


view.super = NULL; 
GsSetRefView2 ( &view ); 
} 
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* I don't see how this could ever happen. :-) 
ai: 
printf( "unexpected status=%d\n", status ); 
close( ifd ); 
return( O ); 


} 


/* We should never really get here... */ 

close( ifd ); 

return( O ); 
} 
—-MESSAGE FILE 1933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00636 


-—-MESSAGE FILE 1934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000637 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Datastream Cowboy 

Date: 11 Apr 1998 19:47:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01bd6583S5befb840S$3b2b63c3@default> 

References: <Olbd617f£$2bef8420$413b63c3@default> <352F827E.707C@charlie.cns.iit.edu> 
NNTP-Posting-Host: host5-99-43-59.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ed, 


Thanks for the info, it's a great help. You've told me all I need to know 
to get started. 


While I'm here; a while back I found a few undocumented siocons commands. I 
havent seen anyone else mention them, so if you're interested, here they 
are:- 


VERSION Display playstation ROM version 

VMODE <n> Set video mode 0 = NTSC 1 = PAL ( default ) 
BOOT <n> Easyboot ( ? ) 0 = Disable ( default ) 1 = 
Enable 

ECHO <n> Message echo 0 = Disable 1 = Fnable ( 
default ) 

SILENCE Silence ( ? ) 

SIO (2) 

DS Displays detailed R3000 SR and CR register information ( ? ) 
BG Հո» Background ( ? ) ? ( and other values ) = re-displays brick 
screen, some values appear to ‘'crash' Է 


he playstation. 


I can't make much sense of some of them, perhaps you'll have more luck 


regards, 
Pete. 


—-MESSAGE FILE 1934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00637 


—-MESSAGE FILE 1935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000638 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: 14 Apr 1998 18:19:22 GMT 
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int main ( void ) 
{ 

OBJECT obj; 
MATRIX mat; 
//OBJECT obj; 
GsF_LIGHT light; 


long xx [2 ] = { 0, 0 }; 

long yy [ 2 ] = (í 0, 0}; 

long zz | 2 ] = { -3000, 0 }; 
Gr3dInit ( 1024 ); 

Gr3dInitTmd ( (dword *)TMD, &obj ); 


light.r = light.g = light.b = 255; 
light.vx = 0; light.vy = 4096; light.vz = 0; 
GsSetFlatLight ( 0, &light ); 


loop 
{ 
Gr3dBeginDraw (); 
SetTheView ( xx [ 0 ], yy [0], zz [0], 
xx [1], yy [11], zz [1], O ); 
FooBarBaz ( &o0bj, &mat ); 


Gr3dEndDraw (); 
} 
Gr3dUnInit (); 
return 0; 
} 
[RKKKK End of file KKK KK / 
--MESSAGE FILE 18310 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
1 


--MESSAGE FILE 18311 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
142 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: 20 Sep 1997 07:35:20 GMT 

Organization: WermxX Software 

Lines: 45 

Message-ID: <01lbcc597S80ca33c0S$81bf43ce@wkwerner> 

References: <34236F6C.16A9@ix.netcom.com> 

NNTP-Posting-Host: port29.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:142 scea.yaroze.programming.co 
dewarrior:198 


Spellweaver <spelwevr@ix.netcom.com> wrote: 


Look at the beginning of main(), where there 
are two OBJECT declarations. Comment out the active 
declaration and un-comment the other declaration. Save, 


rebuild, and run. Lo and behold, the image is gone! 


int main ( void ) 
{ 

OBJECT obj; 
MATRIX mat; 
//OBJECT obj; 
GsF_LIGHT light; 


VVVVVVVVV VV 


I didn't get a chance to check out your code to see what you're doing, but 
it is my experience that when the order of definition of automatic 
variables changes the behavior of a program, it is usually due to a memory 
overwrite. Since stacks grow down, the last item defined is probably at 
the lowest address, and the variable above is probably being overwriten via 
the variable below. 


Changing the order places either obj or mat before light. It is possible 
that light, obj or mat is the overflowed culprit (it wasn't clear to me 
which order of mat and obj worked correctly for you.) 


Net Yaroze newsgroups message dump.txt Page 12322 


Of course, runaway pointers could also be the cause of a memory overwrite. 


I doubt that the CW compiler is failing at something as basic as setting up 


automatic variables on the stack. If this were the case, CW would be hard 
pressed to make even the most basic hello world program work. I have 
compiled some complicated GNU demos under CW. All have worked, as far as I 
can tell. (Well, at least as well as their GNU compiles.) 


Have you tried using the GNU compiler on this to see if it really isa 
compiler error and not a program error? If program error, it might not 
fail in the same way, but I would still expect a failure. 


It's a shame we don't have anything as sophisticated as a bound checker. I 
wonder... do the professional developers have that? 


Good luck and happy bug hunting! 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18311 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
2 


--MESSAGE FILE 18312 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
143 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Sat, 20 Sep 1997 14:01:22 -0500 

Organization: The Implementor 

Lines: 21 

Message-ID: <34241D82.4BB5@ix.netcom. com> 

References: <34236F6C.16A9@ix.netcom.com> <01bcc597$80ca33c0$81bf43ce@wkwerner> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:143 scea.yaroze.programming.co 
dewarrior:199 


Quoth thee: 

Հա Վ 

I didn't get a chance to check out your code to see what you're 
doing, but it is my experience that when the order of definition 
of automatic variables changes the behavior of a program, it is 
usually due to a memory overwrite. 

wie] 

I doubt that the CW compiler is failing at something as basic as 
setting up automatic variables on the stack. If this were the 
case, CW would be hard pressed to make even the most basic hello 
world program work. 


] 


Vo 


—= V V V ԿԿՀՉԿՊԿ V V 


I, too, thought that it might be an overrun error, but as I mentioned, 

I have had this occur before when the variables involved were such 

simple types as ints, when no pointer or structure access was 

involved. It doesn't happen frequently; only under certain conditions, 

which I haven't nailed down yet. However, it seems to occur in 

such widely varied programs, with essentially no common code, that I 

doubt that could be a wild pointer or something of the sort in every 

instance (unless it is in the rtl or Yaroze libs themselves). 

—-MESSAGE FILE 18312 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
3 


--MESSAGE FILE 18313 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
144 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
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ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: 20 Sep 1997 21:42:51 GMT 

Organization: WermxX Software 

Lines: 14 

Message-ID: <0lbcc60d$e4d881c0S7ebf43ce@wkwerner> 

References: <34236F6C.16A9@ix.netcom.com> <01lbcc597S$80ca33c0S81bf43ce@wkwerner> <342 
41D82.4BB5@ix.netcom.com> 

NNTP-Posting-Host: port26.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:144 scea.yaroze.programming.co 
dewarrior:200 


> 
> I, too, thought that it might be an overrun error, but as I mentioned, 
> I have had this occur before when the variables involved were such 

> simple types as ints, when no pointer or structure access was 
> involved. 


Memory overruns can also occur when variables are cast... I'm not doubting 
you, it's just my experience that compiler errors turn out to be program 
errors about 99.9% of the time. But, oh that 0.1% of the time! Nothing 
could be more frustrating! 

Wayne K. Werner 

wkwerner@con2.com 


—-MESSAGE FILE 18313 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
4 


--MESSAGE FILE 18314 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
145 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.pc, scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Sun, 21 Sep 1997 22:57:04 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <wal-ya02408000R2109972257040001@news.scea.sony.com> 

References: <34236F6C.16A9@ix.netcom.com> 

NNTP-Posting-Host: mg131-249.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:145 scea.yaroze.programming.co 
dewarrior:201 


I just looked over your code briefly (haven't tried compiling or running 
it), but it looks like obj is not being initialized correctly. The 
attribute field is never set, and the coord2 field shouldn't be NULL, it 
should point to a GSCOORDINATE2 structure. 


> obj->coord2 = NULL; // Coordinates based on world-space 
To get the coordinates based on world space, point obj->coord2 at a 


GsCOORDINATE2 structure that's initialized with WORLD (or NULL) as its 
super. 


Hope this helps. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18314 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
5 


--MESSAGE FILE 18315 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
146 
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Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Mon, 22 Sep 1997 11:54:04 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <wal-ya02408000R2209971154040001@news.scea.sony.com> 

References: <34236F6C.16A9@ix.netcom.com> <wal-ya02408000R2109972257040001@news.scea 
. sony . com> 

NNTP-Posting-Host: 207.105.28.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:146 scea.yaroze.programming.co 
dewarrior:202 


In article <wal-ya02408000R2109972257040001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> and the coord2 field shouldn't be NULL, it 
> should point to a GSCOORDINATE2 structure. 


Actually I just realized that I don't know this for a fact. I just assumed 
it shouldn't be (NULL), but maybe it does indeed work. Sorry if I'm wrong. 


> To get the coordinates based on world space, point obj->coord2 at a 
> GsSCOORDINATE2 structure that's initialized with WORLD (or NULL) as its 
> super. 


This should still work, regardless... 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18315 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
6 


--MESSAGE FILE 18316 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
147 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Tue, 23 Sep 97 14:02:07 GMT 

Organization: Metrowerks 

Lines: 14 

Message-ID: <608hsaSama5@scea> 

References: <34236F6C.16A9@ix.netcom.com> 

NNTP-Posting-Host: 198.214.13.12 

X-Newsreader: News Xpress 2.0 Beta #0 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:147 scea.yaroze.programming.co 
dewarrior:204 


In article <34236F6C.16A9@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


>OK, perhaps this is a foolish mistake on my part. If so, 
>I apologise, and someone, please show me what is wrong. 

> 

Hi there, 


If the suggestions given in the other posts don't solve the problem. Please 
let me know and we can take a look at it here. 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 18316 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
7 
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--MESSAGE FILE 18317 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
148 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Environment problem 

Date: Fri, 21 Nov 1997 22:55:33 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <347681E5.1DD5@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool039-max4.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


I cant believe this happened, but nothing is working anymore.I run 

djsetup ,then type "siocons" or" make" and I get "bad command or file 

name" Ive chekced and experimented with the autoexec and config 

but nothing seems to work. 

—-MESSAGE FILE 18317 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
8 


--MESSAGE FILE 18318 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
149 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: ryan@entrophica.com (Ryan Wilhm) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Yaroze serial port fried? 

Date: Sat, 22 Nov 1997 23:21:13 -0600 

Organization: Entrophica Productions 

Lines: 26 

Message-ID: <MPG.ee1793f2e15f049989680@news.scea.sony.com> 
NNTP-Posting-Host: slip129-37-238-79.mn.us.ibm.net 

X-Newsreader: Anawave Gravity v2.00.779 


Hi everyone, 


At one point a few weeks ago, my Yaroze setup was working perfectly. I 
had a huge project that was due at work, and didn't have any opportunity 
to use the development system. (I was focusing mostly on design and 


content in my spare time for these weeks...) So I fire it up earlier this 
week, and to my surprise, SIOCONS can't find the Yaroze... I swapped the 
mouse and yaroze com ports, same thing. (I made sure the environment 


variable that SIOCONS uses reflected these changes.) Plus, there are no 
hardware conflicts, IRQ, address or otherwise, being reported by windows. 
I also made sure to crank the idle sensetivity all the way down in the 
window I was running SIOCONS in, just to make sure windows wasn't 
preempting SIOCONS, which I had trouble with initially during 
downloads... 


I've read about the Yaroze frying COM ports on the PC side... can the 
reverse happen? Anybody run into these difficulties? I'd test the cable, 
but the Yaroze side seems to be nonstandard, and I really don't want to 
mess with this sort of stuff. I haven't checked, but is there any line of 
support for hardware problems like this? (As in repair, if this is indeed 
a blown port or something...) 


Any responses would be appreciated. 


Thanks, 

Ryan 

-—-MESSAGE FILE 18318 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000014 
9 


--MESSAGE FILE 18319 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
150 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc 
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Subject: Re: Environment problem 

Date: 23 Nov 1997 08:02:07 GMT 

Organization: WermxX Software 

Lines: 19 

Message-ID: <0lbcf7e6$d2296c00S6fbf43ce@wkwerner> 
References: <347681E5.1DD5@earthlink.net> 
NNTP-Posting-Host: 206.67.191.111 

X-Newsreader: Microsoft Internet News 4.70.1161 


Austin Wrote: 


> I cant believe this happened, but nothing is working anymore.I run 
> djsetup ,then type "siocons" or" make" and I get "bad command or 
file 

> name" Ive chekced and experimented with the autoexec and config 

> but nothing seems to work. 


Bad command or file name means that the program is not being 
located. Check to make sure that you have not changed the 

path variable, that the directory with the executables is in 
path and that you have not inadvertently deleted the executables. 


The DOS commands PATH or SET are useful for this. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18319 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
0 


--MESSAGE FILE 18320 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
151 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Environment problem 

Date: Mon, 24 Nov 1997 04:02:42 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <3478fc4a.50508706@205.149.189.29> 

References: <347681E5.1DD5@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Austin, 
Wayne beat me to it. Try his suggestions. 
Mario 


On Fri, 21 Nov 1997 22:55:33 -0800, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>I cant believe this happened, but nothing is working anymore.I run 
>djsetup ,then type "siocons" or" make" and I get "bad command or file 
>name" Ive chekced and experimented with the autoexec and config 

>but nothing seems to work. 


—-MESSAGE FILE 18320 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
1 


--MESSAGE FILE 18321 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
152 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Yaroze serial port fried? 

Date: Mon, 24 Nov 1997 04:07:40 GMT 

Organization: L4 Software 

Lines: 39 
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Message-ID: <3478fcb9.50619889@205.149.189.29> 

References: <MPG.ee1793f2e15f049989680@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Ryan, 

I havn't heard of any fried ports either way. If you're sure the com 
ports are good and everything is setup correctly, I can forward your 
message to the appropriate people at Sony. Let me know when you want 

that message to go. 

Mario 

On Sat, 22 Nov 1997 23:21:13 -0600, ryan@entrophica.com (Ryan Wilhm) 
wrote: 

>Hi everyone, 

> 

>At one point a few weeks ago, my Yaroze setup was working perfectly. I 
>had a huge project that was due at work, and didn't have any opportunity 
>to use the development system. (I was focusing mostly on design and 
>content in my spare time for these weeks...) So I fire it up earlier this 
>week, and to my surprise, SIOCONS can't find the Yaroze... I swapped the 
>mouse and yaroze com ports, same thing. (I made sure the environment 


>variable that SIOCONS uses reflected these changes.) Plus, there are no 
>hardware conflicts, IRQ, address or otherwise, being reported by windows. 
>I also made sure to crank the idle sensetivity all the way down in the 
>window I was running SIOCONS in, just to make sure windows wasn't 
>preempting SIOCONS, which I had trouble with initially during 
>downloads... 

> 

>I've read about the Yaroze frying COM ports on the PC side... can the 
>reverse happen? Anybody run into these difficulties? I'd test the cable, 
>but the Yaroze side seems to be nonstandard, and I really don't want to 
>mess with this sort of stuff. I haven't checked, but is there any line of 
>support for hardware problems like this? (As in repair, if this is indeed 
>a blown port or something...) 

> 

>Any responses would be appreciated. 

> 

>Thanks, 

>Ryan 


--MESSAGE FILE 18321 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/ 
2 


—-MESSAGE FILE 18322 START: net-yaroze-usenet/00000002-SCEA/yaroze/problem 
153 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Environment problem 

Date: Mon, 24 Nov 1997 06:06:05 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <347989CD.3099@earthlink.net> 

References: <347681E5.1DD5@earthlink.net> <0Olbcf7e6S$d2296c00S6fbf43cetwkwe 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool044-max9.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Wayne K. Werner wrote: 


v 


Bad command or file name means that the program is not being 
located. Check to make sure that you have not changed the 

path variable, that the directory with the executables is in 
path and that you have not inadvertently deleted the executables. 


V V V V V 
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pc/0000015 


s/pc/00000 


rner> 
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> 
> The DOS commands PATH or SET are useful for this. 


Ok I checked my autoexec and here is the exact path names and stuff: 


PATH C:\Windows;C:\Dos;C:\ 

SET PATH=C: \TCWIN45\BIN\; PATHS; C: \WINDOWS\MCAFFE\VirusScan 

SETPATH=C: \Presto! \PAgemgr\; sPATH%; C: \Windows\Twain\Scanport;C:\Gnet31\Dos 
Should I add another Path on a seperate line like this: 


Set PATH=C:\Psx\djsetup.bat 


or something like that? 

-Austin 

--MESSAGE FILE 18322 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
3 


--MESSAGE FILE 18323 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
154 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: THTAS DONE NOW........ 

Date: Tue, 25 Nov 1997 10:21:52 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <347B1740.4811@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-203-145.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Ok the environment is being recognized.The only problem is that when I 
run MAKE It displays a funky error: 
"Fatal!cannot open swap file c:\tmp/pg27bfAA.AAA" 


CAN SOMEONE HELP? 
—-MESSAGE FILE 18323 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
4 


--MESSAGE FILE 18324 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
155 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.problems.pc 

Subject: THTAS DONE NOW........ 

Date: 26 Nov 1997 10:42:53 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 35 

Sender: news@chuka.playstation.co.uk 

Message-ID: <65gufd$n611@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 


To: news@playstation.co.uk 


At the risk of sounding fatuous, have you checked that c:\tmp and c:\temp 
directories 
both exist on your hard drive? 


I renamed my c:\tmp to c:\tmp4 and generated your error message; 
restoring c:\tmp sorted it out. 


Lots of programs expect to find c:\tmp and c:\temp. 


Lewis 
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To: Lewis Evans 

ee: 

From: news @ playstation.co.uk 

Subject: THTAS DONE NOW........:scea.yaroze.problems.pc 


From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: THTAS DONE NOW........ 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Ok the environment is being recognized.The only problem is that when I 
run MAKE It displays a funky error: 

"Fatal!cannot open swap file c:\tmp/pg27bfAA.AAA" 

CAN SOMEONE HELP? 


—-MESSAGE FILE 18324 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
5 


--MESSAGE FILE 18325 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
156 

Path: chuka.playstation.co.uk!news 

From: john.rees@dial.pipex.com 

Newsgroups: scea.yaroze.problems.pc 

Subject: long long ints for improved accuracy 
Date: Mon, 15 Dec 1997 14:21:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <673eim$9k36@chuka.playstation.co.uk> 
NNTP-Posting-Host: aal67.du.pipex.com 
X-Newsreader: Forte Free Agent 1.0.82 


I am trying to use long long ints to hold temporary values during 
fixed point calculations, but if I use divide and modulus operations 
then the linker complains that certain functions are not found. 


gcc basic.o -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
80100000 -o basic 
basic.o: In function `main': 


basic.c:11: undefined reference to `_ divdi3' 
basic.c:11: relocation truncated to fit: JMPADDR __divdi3 
basic.c:12: undefined reference to *__moddi3' 


basic.c:12: relocation truncated to fit: JMPADDR __moddi3 
make.exe: *** [basic] Error 1 


It is strange that add, subtract and multiply seem to work, but divide 
and modulus are not provided. Even if these would be slow to execute 
on a 32 bit machine, it would be VERY useful. 


#include <stdio.h> 


#define printll(v) printf(#v "=%S08x %08x\n", *(((int*)&v)+1), 
*(int*)&v_ ) 


int main(void) 


{ 


long long x = 0x123456; 
long long y = 0x100000; 
long long prod = (x-y)*y; 
long long quot = x/y; 


long long rem = x%y; 
printll (x); 
printll(y); 

printll (prod); 
printll (quot); 


Net Yaroze newsgroups message dump.txt Page 12330 
printll (rem) ; 


return 0; 


} 
With the "quot" and "rem" lines commented out, the output is: 


x=00000000 00123456 
y=00000000 00100000 
prod=00000023 45600000 


Thanks to Alex Amsel for a throwaway remark in the More Pointless 
Optimisation Tricks thread that made me aware of long longs. 

After struggling with fixed point numbers for far too many hours I 
really hope someone can help with this. 


john 


—-MESSAGE FILE 18325 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
6 


--MESSAGE FILE 18326 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
157 

Path: chuka.playstation.co.uk!news 

From: martin@fsnsys.com (Martin Day) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: Mon, 15 Dec 1997 15:11:39 -0000 

Organization: SN Systems Ltd 

Lines: 29 

Message-ID: <MPG.eff5906bd5330ef989680@news.playstation.co.uk> 
References: <673eim$9k36@chuka.playstation.co.uk> 
NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Anawave Gravity v2.00 


In article <673eim$9k36@chuka.playstation.co.uk>, 
john.rees@dial.pipex.com says... 


> I am trying to use long long ints to hold temporary values during 

> fixed point calculations, but if I use divide and modulus operations 

> then the linker complains that certain functions are not found. 

> 

> gcc basic.o -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 

> 80100000 -o basic 

> basic.o: In function `main': 

> basic.c:11: undefined reference to `_ divdi3' 

> basic.c:11: relocation truncated to fit: JMPADDR __divdi3 

> basic.c:12: undefined reference to `_ moddi3' 

> basic.c:12: relocation truncated to fit: JMPADDR __moddi3 

> make.exe: *** [basic] Error 1 

> 

> It is strange that add, subtract and multiply seem to work, but divide 
> and modulus are not provided. Even if these would be slow to execute 

> on a 32 bit machine, it would be VERY useful. 

as 

The compiler will code some double length integer operations in line but 
will rely on a library for others. The functions you require should have 
been supplied in a library file called libgcc.a. Whoever built the 
compiler should really have built this too but it looks like it's been 
missed out. If you get the gcc source it should be possible for you to 


build libgcc.a yourself using the yaroze compiler tools. 


Martin E:martin@snsys.com T:+44 117 929 9733 F:+44 117 929 9251 
—-MESSAGE FILE 18326 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
7 


--MESSAGE FILE 18327 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
158 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6h09baS$gls7@chuka.playstation.co.uk> 

References: <6gbbvm$j631@emeka.playstation.co.uk> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6gbbvm$ j631@emeka.playstation.co.uk 


Geo 
> 
> while pirates( losers ) have chipped PSX's. 
> 
> 


and those gamers who dont like being treated as second class citizens by the 
gamming industy. 


—-MESSAGE FILE 1935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00638 


—-MESSAGE FILE 1936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000639 

Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Next Generation 

Date: Thu, 16 Apr 1998 18:43:03 +0200 
Organization: CREATRON GmbH 

Lines: 4 

Message-ID: <35363517.A88BA96D@creatron.de> 
NNTP-Posting-Host: 193.30.95.254 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Does anybody know, what the features of the next Playstation will be? 
64 bit? 128bit? DVD? When will it be released? 


Eric 
—-MESSAGE FILE 1936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00639 


—-MESSAGE FILE 1937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000640 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Thu, 16 Apr 1998 23:32:58 +0200 

Organization: Debri 

Lines: 12 

Message-ID: <ld7lpel.v3mgezreyuh2N@al-—88-104.al1l.nl1> 
References: <35363517.A88BA96D@creatron.de> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 


Eric Bleinagel <bleinagel@creatron.de> wrote: 


Does anybody know, what the features of the next Playstation will be? 
64 bit? 128bit? DVD? When will it be released? 


VVVYV 


Eric 


As far as I know it's going to be 128bit and DVD-compatible. I heard 
that they hope to release it end 1999. The processor will be much 
faster. 
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Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 
Date: Mon, 15 Dec 1997 19:44:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6740vuS$9k39@chuka.playstation.co.uk> 
References: <673eim$9k36@chuka.playstation.co.uk> <MPG.eff5906bd5330ef989680@news.pl 
aystation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


But wont libgcc.a clash with loads of libps functions, even after you've 
spent ages configuring it? I think maybe I would just get the libgcc source 
(I believe its in with the standard gcc source distribution so get your tar 
and gunzip ready, you're in for a bit of a download) and ah how shall I put 
this maybe "write your own compatible __divdi3 and __moddi3 functions 
suggested by the libgcc source code" and keep stumm. 


GPL? What GPL? 
yay 
Graeme 


P.S. havent actually looked to see if this is easy but I thought i would be 
a smartpants and sound 'knowing' anyway. 


P.P.S. Did anyone see this months Byte on the motivations of hobby 
programmers? It was probably a load of tosh but it kind of explains why I 
keep hacking tools instead of writing games. Boy I need a dose of that cover 
disc fame stuff. 


—-MESSAGE FILE 18327 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
8 


--MESSAGE FILE 18328 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
159 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: 16 Dec 1997 08:03:33 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <01bd09f9Sbb6e0be0S80bf43ce@wkwerner> 

References: <673eimS9k36@chuka.playstation.co.uk> 
NNTP-Posting-Host: port28.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


john.rees@dial.pipex.com wrote: 


Thanks to Alex Amsel for a throwaway remark in the More Pointless 
Optimisation Tricks thread that made me aware of long longs. 

After struggling with fixed point numbers for far too many hours I 
really hope someone can help with this. 


V V V V 


I was aware of long longs as a part of the ANSI proposal, but 
was unaware that GNU had implemented it. Does CW implement it? 
Can't blame 'em if they don't, just curious. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18328 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000015 
9 
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--MESSAGE FILE 18329 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
160 

Path: chuka.playstation.co.uk!news 

From: martin@fsnsys.com (Martin Day) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: Tue, 16 Dec 1997 15:37:44 -0000 

Organization: SN Systems Ltd 

Lines: 31 

Message-ID: <MPG.f00b0a37f£0b433f£989681@news.playstation.co.uk> 

References: <673eim$9k36@chuka.playstation.co.uk> <MPG.eff5906bd5330ef989680@news.pl 
aystation.co.uk> <6740vuS9k39@chuka.playstation.co.uk> 

NNTP-Posting-Host: martin.snsys.com 

X-Newsreader: Anawave Gravity v2.00 


In article <6740vuS9k39@chuka.playstation.co.uk>, 
evans@fourny.demon.co.uk says... 
> But wont libgcc.a clash with loads of libps functions, even after you've 
> spent ages configuring it? 


I don't think so. Which functions are you thinking of? Even if there are 
some clashes just make sure you specify libps first and get the versions 
from that library. 


> I think maybe I would just get the libgcc source 

> (I believe its in with the standard gcc source distribution so get your tar 
> and gunzip ready, you're in for a bit of a download) and ah how shall I put 
> this maybe "write your own compatible __divdi3 and __moddi3 functions 
> 
> 
> 


suggested by the libgcc source code" and keep stumm. 
GPL? What GPL? 
There's no problem with linking parts of libgcc to your program and the 


GPL as it's treated as a special case. This is from the source of 
libgccl.c (also in libgcec2.c) 


/* As a special exception, if you link this library with other files, 
some of which are compiled with GCC, to produce an executable, 
this library does not by itself cause the resulting executable 
to be covered by the GNU General Public License. 

This exception does not however invalidate any other reasons why 
the executable file might be covered by the GNU General Public 
License. */ 


Martin E:martin@snsys.com T:+44 117 929 9733 F:+44 117 929 9251 
—-MESSAGE FILE 18329 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
0 


--MESSAGE FILE 18330 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
161 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: Tue, 16 Dec 1997 19:09:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <676jav$9k310@chuka.playstation.co.uk> 

References: <673eim$9k36@chuka.playstation.co.uk> <MPG.eff5906bd5330ef989680@news.pl 
aystation.co.uk> <6740vuS9k39@chuka.playstation.co.uk> <MPG.f00b0a37f0b433f989681@ne 
ws.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I don't think so. Which functions are you thinking of? Even if there are 
>some clashes just make sure you specify libps first and get the versions 
>from that library. 

> 


That's an incredibly useful way for a linker to behave. Who was complaining 
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about crap tools? 


I take it the linker just links in the bits of libgcc that you actually use? 


If someone builds all of 11Եցօօ, I guess that means we get sscanf as well; i 
seem to remember someone asking for that, too. *There's* a nice wee project. 


G 


—-MESSAGE FILE 18330 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
1 


--MESSAGE FILE 18331 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
162 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: Wed, 17 Dec 1997 11:58:10 GMT 

Organization: SN Systems 

Lines: 61 

Message-ID: <3497b487.81595878@news.playstation.co.uk> 

References: <673eim$9k36@chuka.playstation.co.uk> <MPG.eff5906bd5330ef989680@news.pl 
aystation.co.uk> <6740vuS9k39@chuka.playstation.co.uk> <MPG.f00b0a37f£0b433f989681@ne 
ws.playstation.co.uk> <676jav$9k310@chuka.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


"Graeme Evans" <evans@fourny.demon.co.uk> wrote: 

>That's an incredibly useful way for a linker to behave. Who was complaining 
>about crap tools? 
>I take it the linker just links in the bits of libgcc that you actually use? 


Good linkers should only ever load in the individual object modules 
which are referenced from libraries. A linker should combine all your 
object files and anything else required from any of the named 
libraries, in the order they're mentioned. All of the unresolved 
references in each of your object files are resolved by looking first 
in other object files and then in the symbol index tables of the 
libraries you specify. If a module in a library contains the symbol 
you need to resolve the hanging reference, that module is read from 
the library and added to the code image, and its unresolved references 
get added to the resolution list, possibly requiring further library 
objects. But the linker won't add every module from every library just 
because you've named the libraries on the command line. 


This is why the granularity of the allocation of library functions to 
object files is important, especially on targets like the PlayStation; 
you don't want to have to link in 50K of code just to get a 4K routine 
if the other 46K of code never gets called. You need either a linker 
which performs static coverage and strips dead code (Watcom does this; 
VC++ might do it; our new one will do) or a library build with only 
one function per object file. The time taken to link with a one-to-one 
granularity is a little longer since you don't get accidentally useful 
library loads and you have more section fragments to position in the 
memory map, but the end result is generally a smaller image so it's 
worth it. 


The problem with this desirable state of affairs is, of course, that 
the Net Yaroze build of GNU ld doesn't do it like that at all. libps.a 
is only 40K because all it contains is a large number of absolute 
addresses under the names of the library functions. Any reference to 
one of these gets replaced with that address. And the whole of the 
actual libps code (libps.exe in the mon directory on the boot CD, I'd 
warrant) is downloaded to a fixed address in RAM when you run the Net 
Yaroze. But the link itself is handled through totally standard GNU ld 
operation, so custom libraries such as the proposed libgcc2.a should 
work as above. 


An interesting - if totally illegal - project would be to undo this 
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lamentably hardcoded configuration, which might or might not be 
possible depending on the structural information remaining in 
libps.exe. My guess would be there isn't any and it isn't possible; we 
don't handle that format ourselves and I can't be bothered to look it 
up on DTS but I expect it's just a raw binary output with what looks 
like a 2K header on the front for position control. I probably don't 
need to add that if it were possible, even the vaguest attempt would 
break your Net Yaroze user licence at something approaching the speed 
of light. 


>If someone builds all of libgcc, I guess that means we get sscanf as well; i 
>seem to remember someone asking for that, too. *There's* a nice wee project. 


Afraid not, squire. sscanf isn't in libgcc2, which is the module you 
need to build to get the math functions. It's most likely in libc, a 
separate GNU distribution containing the entire standard C library, 
which is a complete mofo to build. 


- Gil 
—-MESSAGE FILE 18331 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
2 


--MESSAGE FILE 18332 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
163 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: 18 Dec 1997 07:30:37 GMT 

Organization: WermxX Software 

Lines: 31 

Message-ID: <01bd0b87$760261c0Sb8bf43ce@wkwerner> 

References: <673eim$9k36@chuka.playstation.co.uk> <MPG.eff5906bd5330ef989680@news.pl 
aystation.co.uk> <6740vuS9k39@chuka.playstation.co.uk> <MPG.f00b0a37f£0b433f989681@ne 
ws.playstation.co.uk> <676jav$9k310@chuka.playstation.co.uk> <3497b487.81595878@news 
-playstation.co.uk> 

NNTP-Posting-Host: port84.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Gil Jaysmith <gil@snsys.com> wrote: 


> Good linkers should only ever load in the individual object modules 
> which are referenced from libraries. 


I don't know of a linker that doesn't! 


> You need either a linker 

> which performs static coverage and strips dead code (Watcom does 
this; 

> VC++ might do it; our new one will do) or a library build with only 
> one function per object file. 


I have been informed that CW does stripping of unreffed funcs and 
data, making library creation a little easier (one less thing to 
worry about). 


BIW, related functions, that are always used 

together (ie. init and term functions of a library) should not be 
separate. If you use one, you use the other. Also, consider 
something like a 3d engine. You know if you init it, you are 
also going to call add_object(), del_object() etc, or there is 

no point in initing the engine. There is no reason, based on 
linking considerations, not to put all of the functions in the 
same source module. Logical considerations (grouping for 
functionality, for instance) are another matter. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18332 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
3 
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--MESSAGE FILE 18333 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
164 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: Thu, 18 Dec 1997 12:57:04 GMT 

Organization: SN Systems 

Lines: 46 

Message-ID: <3499196c.1356650@news.playstation.co.uk> 

References: <673eim$9k36@chuka.playstation.co.uk> <MPG.eff5906bd5330ef989680@news.pl 
aystation.co.uk> <6740vuS9k39@chuka.playstation.co.uk> <MPG.f00b0a37f£0b433f989681@ne 
ws.playstation.co.uk> <676jav$9k310@chuka.playstation.co.uk> <3497b487.81595878@news 
-playstation.co.uk> <01bd0b87$760261c0Sb8bf43ce@wkwerner> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


"Wayne K. Werner" <wkwerner@con2.com> wrote: 

>> Good linkers should only ever load in the individual object modules 
>> which are referenced from libraries. 

>I don't know of a linker that doesn't! 


The original message seemed to be implying that there was one that 
didn't, so I CMAed. I'd hope there isn't a lazy linker which brings 
everything in, since it'd give you a heart attack when you saw the 
image size. 


>BTW, related functions, that are always used 

>together (ie. init and term functions of a library) should not be 
>separate. If you use one, you use the other. Also, consider 
>something like a 3d engine. You know if you init it, you are 
>also going to call add_object(), del_object() etc, or there is 
>no point in initing the engine. There is no reason, based on 
>linking considerations, not to put all of the functions in the 
>same source module. Logical considerations (grouping for 
>functionality, for instance) are another matter. 


True. This also applies to any state variables you happen to require 
exported from the module. Standard C Library will tend towards the 
one-per state because the functions are usually orthogonal; you might 
get strlen packed in with a couple other functions in a basic string 
object, but other than that, and certainly in the PSX's case, it's 
one-per until you hit the movie library or suchlike. Neat segue to 
engines: a group of related functions should, as you say, be treated 
as a logical class, whether or not it's actually in C++, and classes 
should be grouped into a single object. In C++ doing this yourself 
saves you hassle rather than space, since the virtual function table 
requires all the class functions to be linked in anyway; their 
addresses are taken at link time. In the case of C where the functions 
are logically grouped but not specifically referenced other than by 
the user code, it's potentially the case that fine-tuning the 
granularity will save you a few bytes if the linker can't strip dead 
code. For example: most PSX games don't terminate, whereas most PC 
games do, and since most games available on both formats are ported 
from the PC rather than to it, you're more likely to find code which 
you may not eventually need, mostly destructors and graceful-cleanup 
routines. 


All of which might sound like a hell of an extreme case, but since PSX 
developers are regularly on the phone to ask how they can find another 
2K (or less), I tend to trade in extreme cases :=) 


- Gil 
—-MESSAGE FILE 18333 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
4 


--MESSAGE FILE 18334 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
165 
Path: chuka.playstation.co.uk!scea!sumner 
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From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: long long ints for improved accuracy 

Date: Thu, 18 Dec 1997 22:30:17 -0600 

Organization: Metrowerks 

Lines: 23 

Message-ID: <sumner-ya02408000R1812972230170001@news.scea.sony.com> 
References: <673eim$9k36@chuka.playstation.co.uk> <01lbd09f9Sbb6e0be0S80bf43ce@wkwern 
er> 

NNTP-Posting-Host: mtwks118.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bd09f9Sbb6e0be0S80bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


>john.rees@dial.pipex.com wrote: 
> 
>> Thanks to Alex Amsel for a throwaway remark in the More Pointless 
>> Optimisation Tricks thread that made me aware of long longs. 

>> After struggling with fixed point numbers for far too many hours I 
>> really hope someone can help with this. 

> 
>I was aware of long longs as a part of the ANSI proposal, but 
>was unaware that GNU had implemented it. Does CW implement it? 
>Can't blame 'em if they don't, just curious. 


Yes. CodeWarrior for Net Yaroze Release 2 supports long long and supplies 
library functions (in the math library) to perform the various long long 
operations. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 18334 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
5 


--MESSAGE FILE 18335 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
166 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jeff lucius <jefflucius@thegrid.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Problems with communicating 

Date: Mon, 22 Dec 1997 15:32:55 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <349EF8A6. 89B7FOD9@thegrid.net> 

NNTP-Posting-Host: nce7-21-170.thegrid.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I am trying to make my net yaroze communicate with my pc but eveytime I 
run the program "Siocons" it say's "Binary Write Timeout!" "Auto 
Commands All Stop". 

I have tried to plug the net yaroze into both my com ports and i have 
changed the irgq's numerious times but it just dosnt want to work. 


—-MESSAGE FILE 18335 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
6 


--MESSAGE FILE 18336 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
168 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 
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Subject: Re: Help!!! 

Date: Sat, 17 Jan 1998 23:47:30 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34c1416b.9767515@news.scea.sony.com> 
References: <34C14F81.72B85747@triplebeam. com> 
NNTP-Posting-Host: client-120-139.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello agin, 

I posted an answer for you in the beginner section. 

I don't mean to be a nag, but multiple postings are unnecessary. 
Lots of members, if not most, have programs that scan all groups at 
once. I know I do, and I like to check all the new entries. 

I know, nag, nag ,nag... I have a question for you though. Is the 
cpe the source code text file? Just curious, I never saw that 
extension before. If it is, you could toss it aside, it doesn't 
matter for working with the yaroze. It only matters for building your 
executable. If I am wrong, ooops, I am pretty new to this stuff too. 

Matt 


>Hey folks, 


> 

>I am NOT a programmer but merely an aspiring one. My background happens 
>to art... anyways, I am in need of some help getting my Yaroze to run an 
>executable file. I had a friend create something for me, but I can't 
>seem to get it up(no pun intended). 

> 


>I guess what I really need is directions on where to put the executables 
>and the .cpe file. Then how to launch the app. 

> 

>Anyone? 

> 


—-MESSAGE FILE 18336 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
8 


--MESSAGE FILE 18337 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
169 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: tsanjose <troy@triplebeam. com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Sat, 17 Jan 1998 23:07:33 -0800 

Organization: Triplebeam Entertainment 

Lines: 40 

Message-ID: <34C1AA34.D9DAB9IF8@triplebeam. com> 

References: <34C14F81.72B85747@triplebeam.com> <34c1416b.9767515@news.scea.sony.com> 
Reply-To: troy@triplebeam.com 

NNTP-Posting-Host: usr23-dialup38.mixl.Sacramento.mci.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm not really sure what this .cpe file is. 1 know he burned me a 
disc(thinking that commercially developed code WILL work on the Yaroze, by 
simply poping the CD in) I told him that the CD is not being recognized by 
the NY and that he should send me the files needed to execute this. So he 
sent me a .exe and a .cpe file. I have little to NO programming experience, 
so I'm having a tough time understanding the NY. I managed to set the NY up 
and can run the "hello world" stuff, so I know it's cofingured properly. I 
just need to know where to place these files... Any ideas??? 


Tas 
Matthew Hulett wrote: 


Hello agin, 
I posted an answer for you in the beginner section. 
I don't mean to be a nag, but multiple postings are unnecessary. 


> 
> 
> 
> Lots of members, if not most, have programs that scan all groups at 
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> once. I know I do, and I like to check all the new entries. 

> I know, nag, nag ,nag... I have a question for you though. Is the 

> cpe the source code text file? Just curious, I never saw that 

> extension before. If it is, you could toss it aside, it doesn't 

> matter for working with the yaroze. It only matters for building your 

> executable. If I am wrong, ooops, I am pretty new to this stuff too. 

> Matt 

> 

> >Hey folks, 

> > 

> >I am NOT a programmer but merely an aspiring one. My background happens 
> >to art... anyways, I am in need of some help getting my Yaroze to run an 
> >executable file. I had a friend create something for me, but I can't 

> >seem to get it up(no pun intended). 

> > 

> >I guess what I really need is directions on where to put the executables 
> >and the .cpe file. Then how to launch the app. 

>> 

> >Anyone? 

>> 


—-MESSAGE FILE 18337 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000016 
9 


--MESSAGE FILE 18338 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
170 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Sun, 18 Jan 1998 03:31:47 GMT 

Organization: SCEA News Server 

Lines: 76 

Message-ID: <34c1658d.8384737@news.scea.sony.com> 

References: <34C14F81.72B85747@triplebeam.com> <34c1416b.9767515@news.scea.sony.com> 
<34C1AA34.D9DABOF8@triplebeam. com> 

NNTP-Posting-Host: client-119-25.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello again, 
Y'know, I got all excited because I finally thought I could answer 
a question... Oh boy! 

Well, I think you are telling me that you have a burned CD-rom 
that isn't recognized, so you want to be able to get this CD program 
to run on your yaroze with these two additional files. 

I am sure more advanced members would understand this better than 
me. <DELETED INFO> Y'know, I had a large paragraph here speculating 
on ways you might try to get this CD to work, but I became very 
uncomfortable giving advice on using the yaroze in a fashion 
inconsistent with our license. You can't boot the yaroze and be able 
to use siocons without the boot disc in the unit, which means you 
can't utilize your friend's CD in conjuncture with these two files, at 
least not in any kosher fashion I can envision. I am just not going 
there... 

The yaroze functions exactly as a commercial Grey Playstation 
without the boot disc. If this CD doesn't work, your friend goofed, 
your unit has a problem (very unlikely), or this particular CD is 
damaged. The only advice I can give in good conscience is to get 
another CD from him, unless the program is smalll enough that you 
could copy it off the CD to your PC, rebuild it, and then run it like 
any other demo. Perhaps someone else has a better conception of what 
is happening. If I could see the file structure on the CD, and if I 
knew what the .cpe and .exe files were for, perhaps I would not be 
at such a loss. It would not matter though, because the bottom line is 
that you would have to use the yaroze in an unkosher manner to be able 
to use siocons and your friend's CD at the same time. 

My advice: Get a new CD, and ask him to test it before he sends 
it. 

Cheers, 

Matt 
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>I'm not really sure what this .cpe file is. I know he burned me a 
>disc(thinking that commercially developed code WILL work on the Yaroze, by 
>simply poping the CD in) I told him that the CD is not being recognized by 


>the NY and that he should send me the files needed to execute this. So he 
>sent me a .exe and a .cpe file. I have little to NO programming experience, 
>so I'm having a tough time understanding the NY. I managed to set the NY up 
>and can run the "hello world" stuff, so I know it's cofingured properly. I 
>just need to know where to place these files... Any ideas??? 

> 

Od is 

> 

>Matthew Hulett wrote: 

> 

>> Hello agin, 

>> I posted an answer for you in the beginner section. 


>> I don't mean to be a nag, but multiple postings are unnecessary. 

>> Lots of members, if not most, have programs that scan all groups at 

>> once. I know I do, and I like to check all the new entries. 

>> I know, nag, nag ,nag... I have a question for you though. Is the 
>> cpe the source code text file? Just curious, I never saw that 

>> extension before. If it is, you could toss it aside, it doesn't 

>> matter for working with the yaroze. It only matters for building your 
>> executable. If I am wrong, ooops, I am pretty new to this stuff too. 
>> Matt 


>> 

>> >Hey folks, 

>> > 

>> >I am NOT a programmer but merely an aspiring one. My background happens 
>> >to art... anyways, I am in need of some help getting my Yaroze to run an 
>> >executable file. I had a friend create something for me, but I can't 

>> >seem to get it up(no pun intended). 

>> > 


>> >I guess what I really need is directions on where to put the executables 
>> >and the .cpe file. Then how to launch the app. 

>> > 

>> >Anyone? 

>> > 

> 

> 

> 


—-MESSAGE FILE 18338 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
0 


--MESSAGE FILE 18339 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
171 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Mon, 19 Jan 1998 09:43:43 -0600 

Organization: Metrowerks 

Lines: 43 

Message-ID: <sumner-ya02408000R1901980943430001@news.scea.sony.com> 

References: <34C14F81.72B85747@triplebeam.com> <34c1416b.9767515@news.scea.sony.com> 
<34C1AA34 .D9DABIF8@triplebeam. com> 

NNTP-Posting-Host: mtwks129.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi there, 

It sounds like your friend is a commercial PlayStation developer. The 
file formats he sent you are those emitted by the professional dev kit from 
SN Systems. Unfortunately, while the files are really close to something 
that could work, it's probably not going to help you all that much in your 
Yaroze coding. 
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A better approach to take might be to go to the web site and download all 
of the examples you can. There are somewhere around 70 demos up there that 
you can download, build, and run. All of the examples from Sony are 
shipped with source code. Thus, you can try out some of the demos and 
change the code to see how that affects the program. Then, once you have 
gotten a hang of the build process and the demos, you can move on to 
writing your own code from scratch. 


-Joel 
In article <34C1AA34.D9DAB9F8@triplebeam.com>, troy@triplebeam.com wrote: 


>I'm not really sure what this .cpe file is. I know he burned me a 

>disc (thinking that commercially developed code WILL work on the Yaroze, by 

>simply poping the CD in) I told him that the CD is not being recognized by 
>the NY and that he should send me the files needed to execute this. So he 


>sent me a .exe and a .cpe file. I have little to NO programming experience, 
>so I'm having a tough time understanding the NY. I managed to set the NY up 
>and can run the "hello world" stuff, so I know it's cofingured properly. I 

>just need to know where to place these files... Any ideas??? 

> 

>T. 

> 

>> >Hey folks, 

>> > 

>> >I am NOT a programmer but merely an aspiring one. My background happens 

>> >to art... anyways, I am in need of some help getting my Yaroze to run an 

>> >executable file. I had a friend create something for me, but I can't 

>> >seem to get it up(no pun intended). 

>> > 


>> >I guess what I really need is directions on where to put the executables 
>> >and the .cpe file. Then how to launch the app. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 18339 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
1 


--MESSAGE FILE 18340 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
172 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Tue, 20 Jan 1998 12:13:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <34c49370.3228487@www-s.playstation.co.uk> 
References: <34C14F81.72B85747@triplebeam. com> 
NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 17 Jan 1998 16:40:34 -0800, tsanjose <troy@triplebeam. com> 

wrote: 

>I guess what I really need is directions on where to put the executables 
>and the .cpe file. Then how to launch the app. 


You can't run a .cpe on a Yaroze; that's our output format, and you 
need a special downloader. (And no, you can't have it.) The Yaroze kit 
won't know what to do with it. Joel might have a converter (do you 
have a converter, Joel? SN-CPE is the most straightforward of our 
specially-impenetrable file formats :=) but that would be part of 
CodeWarrior and you'd have to own that first. 


If your friend builds a Sony .exe and includes all the binary data in 
his linker script then you could conceivably run it on the Yaroze, 
provided he ORGs it high enough in memory. Someone here will know the 
correct lower bound, I can't remember it offhand. If it expects to 
load any files from the CD emulator or the file server then that won't 
work; in both cases the Yaroze doesn't have what you need. 
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DEnnis... 
—-MESSAGE FILE 1937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00640 


—-MESSAGE FILE 1938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000641 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Thu, 16 Apr 1998 22:37:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6h5te9Sshn3@chuka.playstation.co.uk> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al-—88-104.al.nl> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


I would not be interested in it if the processor was not much faster than 
the current PSX!! ;) 


JohnT 


Dennis Brinkhuis wrote in message <ld7lpel.v3mgezreyuh2N@al-88-104.al.nl>... 
>Eric Bleinagel <bleinagel@creatron.de> wrote: 


>> Does anybody know, what the features of the next Playstation will be? 
>> 64 bit? 128bit? DVD? When will it be released? 


>> Eric 


>As far as I know it's going to be 128bit and DVD-compatible. I heard 
>that they hope to release it end 1999. The processor will be much 
>faster. 

> 

>DEnnis... 


—-MESSAGE FILE 1938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00641 


-—-MESSAGE FILE 1939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000642 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: 16 Apr 1998 21:48:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01bd6981$ffc2dc20$73d449c2@Angelal.intelligent-—group.com> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al-—88-104.al.nl1> 
NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Dennis Brinkhuis <macsuppor@al.nl> wrote in article 
<ld7lpel.v3mgezreyuh2N@al1-88-104.al.nl>... 

> As far as I know it's going to be 128bit and DVD-compatible. I heard 
> that they hope to release it end 1999. The processor will be much 

> faster. 


That's pure guesswork. I don't know of anyone who has any firm information 
about Playstation 2. You're unlikely to even get anyone at Sony to admit 
that it exists. 


> DEnnis... 


Craig. 
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- Gil 
—-MESSAGE FILE 18340 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
2 


--MESSAGE FILE 18341 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
173 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Tue, 20 Jan 1998 12:17:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <34c49503.3630628@www-s.playstation.co.uk> 

References: <34C14F81.72B85747@triplebeam.com> <34c1416b.9767515@news.scea.sony.com> 
<34C1AA34.D9DABIF8@triplebeam. com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 17 Jan 1998 23:07:33 -0800, tsanjose <troy@triplebeam. com> 

wrote: 

>I'm not really sure what this .cpe file is. I know he burned me a 
>disc(thinking that commercially developed code WILL work on the Yaroze, by 
>simply poping the CD in) I told him that the CD is not being recognized by 
>the NY and that he should send me the files needed to execute this. So he 
>sent me a .exe and a .cpe file. I have little to NO programming experience, 
>so I'm having a tough time understanding the NY. I managed to set the NY up 
>and can run the "hello world" stuff, so I know it's cofingured properly. I 
>just need to know where to place these files... Any ideas??? 


Aha, there's more. The Yaroze isn't like a blue debug station; it can 
only run Sony-burned CDs with an anti-piracy code on them (like 
published games), and developers can't produce these. The CD he sent 
you was most likely a gold CD which will run on a debug station but is 
useless otherwise. 


I suspect the only way you're likely to see his program is if he 
builds the code to work on a Yaroze himself, checks it himself, and 
then sends you the files. That's discounting the most obvious option 
of going to visit him (which might also be the hardest if he's miles 
away). 


- Gil 
—-MESSAGE FILE 18341 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
3 


--MESSAGE FILE 18342 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
174 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Tue, 20 Jan 1998 18:40:30 -0000 

Organization: Yaloozer 

Lines: 9 

Message-ID: <6a2qob$9102@chuka.playstation.co.uk> 

References: <34C14F81.72B85747@triplebeam.com> <34c49370.3228487@www-s.playstation.c 
o.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>You can't run a .cpe on a Yaroze; that's our output format, and you 

>need a special downloader. (And no, you can't have it.) The Yaroze kit 
>won't know what to do with it. Joel might have a converter 

Ive seen the source to a CPE->EXE converter somewhere on the internet and 
siocons can download EXE format i believe. But you still need the whole code 
to be located after 0x80090000. 


Net Yaroze newsgroups message dump.txt Page 12342 


—-MESSAGE FILE 18342 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
4 


--MESSAGE FILE 18343 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
175 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Tue, 20 Jan 1998 15:56:39 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34c4c78a.41872161@news.scea.sony.com> 

References: <34C14F81.72B85747@triplebeam.com> <34c49370.3228487@www-s.playstation.c 
o.uk> <6a2qob$9102@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-119-13.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello all again, 

I am reluctant to wade back in on a conversation that involves so 
many things I do not know, but T... does have two files, the .cpe and 
the .exe, as stated in his second entry. Joel stated to me in an 
e-mail yesterday that siocons would not recognize either format, but 
that he might be able to use PsComUtil to load the .exe file. Whether 
or not this would boot the CD was another question... 

It would seem that Gil's entry concerning the use of CD's without 
the anti-piracy code would prempt this course though... 

Matt 


>>You can't run a .cpe on a Yaroze; that's our output format, and you 


>>need a special downloader. (And no, you can't have it.) The Yaroze kit 
>>won't know what to do with it. Joel might have a converter 
> 


>Ive seen the source to a CPE->EXE converter somewhere on the internet and 
>siocons can download EXE format i believe. But you still need the whole code 
>to be located after 0x80090000. 

> 

> 


—-MESSAGE FILE 18343 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
5 


--MESSAGE FILE 18344 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
176 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Wed, 21 Jan 1998 01:11:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <34c5498d.16715327@news.playstation.co.uk> 

References: <34C14F81.72B85747@triplebeam.com> <34c49370.3228487@www-s.playstation.c 
o.uk> <6a2qob$9102@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-eng07-025.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 20 Jan 1998 18:40:30 -0000, "Graeme Evans" 
<evans@fourny.demon.co.uk> wrote: 

>Ive seen the source to a CPE->EXE converter somewhere on the internet and 
>siocons can download EXE format i believe. But you still need the whole code 
>to be located after 0x80090000. 


Which is way higher than where most CPEs start. Basically this just 
isn't going to work, he said optimistically. 


If you point me at that source I'll see whether Sony needs to plug a 
leak, since cpe2x is one of their contributions to the pro toolchain. 
Alternatively, if it was written from scratch, I can criticise its 
handling of CPEs ;=) 
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- Gil 
-—-MESSAGE FILE 18344 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
6 


--MESSAGE FILE 18345 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
177 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Tue, 20 Jan 1998 22:19:22 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34c522bb.9047995@news.scea.sony.com> 

References: <34C14F81.72B85747@triplebeam.com> <34c49370.3228487@www-s.playstation.c 
o.uk> <6a2qob$9102@chuka.playstation.co.uk> <34c5498d.16715327@news.playstation.co.u 
k> 
NNTP-Posting-Host: client-119-48.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>If you point me at that source I'll see whether Sony needs to plug a 
>leak, since cpe2x is one of their contributions to the pro toolchain. 
>Alternatively, if it was written from scratch, I can criticise its 
>handling of CPEs ;=) 

> 
>- Gil 


Hello, 
I am not sure if this is what Graeme saw, but I suspect it is: 


http://www.clubyarouze.com/clubyarouze/sergio/index.html 


I am not sure, he does call it a cpe-xe converter. I could be 
wrong, but I suspect he missed the e. Of course, .xe could just be 
another file format I never heard of... 
Cheers, 
Matt 
—-MESSAGE FILE 18345 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
7 


--MESSAGE FILE 18346 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
178 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Help!!! 

Date: Wed, 21 Jan 1998 17:14:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <34c62a09.11054111@www-s.playstation.co.uk> 

References: <34C14F81.72B85747@triplebeam.com> <34c49370.3228487@www-s.playstation.c 
o.uk> <6a2qob$9102@chuka.playstation.co.uk> <34c5498d.16715327@news.playstation.co.u 
k> <34c522bb.9047995@news.scea.sony.com> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 20 Jan 1998 22:19:22 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 
> http://www.clubyarouze.com/clubyarouze/sergio/index.html 


Looks like the one. Ta Matt. 


> I am not sure, he does call it a cpe-xe converter. I could be 
>wrong, but I suspect he missed the e. Of course, .xe could just be 
>another file format I never heard of... 


Nope, it is indeed trying to convert to PS-EXE. Can't be bothered to 
try it, just interested to see how much headway he made understanding 
the CPE format. Not surprisingly, only just enough for it to work most 
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of the time. Ho hum. Seems suitably different from Sony's CPE2X for me 
not to care. 


- Gil 
—-MESSAGE FILE 18346 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
8 


--MESSAGE FILE 18347 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
179 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: tsanjose <troy@triplebeam. com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Yaroze and Blue Dev station...Compatible??? 

Date: Sat, 24 Jan 1998 18:39:01 -0800 

Organization: Triplebeam Entertainment 

Lines: 6 

Message-ID: <34CAA5C5.3760F3A8@triplebeam. com> 

Reply-To: troy@triplebeam.com 

NNTP-Posting-Host: usr25-dialup38.mixl.Sacramento.mci.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Does any one know if the NetYaroze compatible with the blue playstation 
games? I actually asked a form of this question before, but now I am 
certain that this game can be played on the blue Playstation. I've 
tried it and it works. My question now is, can it work with the NY? I 
have CodeWarrior version 3 also, can that help??? 


—-MESSAGE FILE 18347 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000017 
9 


--MESSAGE FILE 18348 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
180 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Yaroze and Blue Dev station...Compatible??? 
Date: Mon, 26 Jan 1998 00:32:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <34cbd75f.28483851@news.playstation.co.uk> 
References: <34CAA5C5.3760F3A8@triplebeam. com> 
NNTP-Posting-Host: th-eng03-216.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 24 Jan 1998 18:39:01 -0800, tsanjose <troy@triplebeam. com> 
wrote: 

>Does any one know if the NetYaroze compatible with the blue playstation 
>games? I actually asked a form of this question before, but now I am 
>certain that this game can be played on the blue Playstation. I've 
>tried it and it works. My question now is, can it work with the NY? I 
>have CodeWarrior version 3 also, can that help??? 


The answer remains: almost certainly no. Blue PlayStations don't 
require specially-mastered CDs, while Yarozes do. So you can't play a 
gold disk on a Yaroze. 


Yarozes *will* support games from any territory, just so long as it's 
a proper CD - not one produced by a developer, basically, like this 
one you've got. I decided to check that this weekend and tried the 
office's old promotional copy of Tosh (described on the cover with the 
memorable wording: "Waw?! And now, what's this?! Toh Shin Den is about 
to present to you a super hot virtual battle, like one that you've 
never seen before, at a rate of 90,000 polygons per second!"). And 
although it's monochrome on my television, it certainly boots. Would 
that it didn't ;=) 


However, while that bit was reasonably funny, I must observer that the 
question isn't really relevant to Yaroze development, so I think you 
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should just accept that you aren't ever going to get this working on 
your Yaroze. 


- Gil 
—-MESSAGE FILE 18348 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
0 


--MESSAGE FILE 18349 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
181 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Yaroze and Blue Dev station...Compatible??? 

Date: Mon, 26 Jan 1998 18:23:27 -0000 

Organization: Yaloozer 

Lines: 8 

Message-ID: <6aik0c$724@chuka.playstation.co.uk> 

References: <34CAA5C5.3760F3A8@triplebeam.com> <34cbd75f.28483851@news.playstation.c 
o.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


What about converting cpe to exe format on a PC and slooshing it across with 
a PAR and ezoray?? 


just a thought. 


—-MESSAGE FILE 18349 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
1 


--MESSAGE FILE 18350 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
182 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jason Csesznegi <jccseszn@entropy.phy.ilstu.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Windows/environment problems 

Date: Thu, 29 Jan 1998 16:31:52 -0600 

Organization: Illinois State University 

Lines: 18 

Message-ID: <34D10358.5C46@entropy.phy.ilstu.edu> 

Reply-To: jccseszn@entropy.phy.ilstu.edu 

NNTP-Posting-Host: line8063.ras.ilstu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.02Gold (Win95; U) 


I had my NY up and working when I got it a while ago, but now I keep 
getting an "Out of environment space error" So, I looked on the news 
page and found that I had to add this line to my config.sys: 


SHELL=C:\COMMAND.COM /e:4096 


I also added this to my autoexec.bat: 
GO32=DPMIStack 500000 


This seems to work okay when I restart my computer in MS-DOS mode, but 
whenever I exit to windows it says "File creation error" and won't let 
me in. I preferably like DOS better anyway, but almost every thing I 
use is in windows, and it is my OS, so it is a pain to rewrite the 
config.sys and restart every time I use my NY. Any ideas? Please 
explain simply because I am new. 


Jason Csesznegi 
—-MESSAGE FILE 18350 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
2 
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--MESSAGE FILE 18351 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
183 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Windows/environment problems 

Date: Sun, 01 Feb 1998 04:55:29 GMT 

Organization: L4 Software 

Lines: 28 

Message-ID: <34d3ffd5.44346395@205.149.189.29> 

References: <34D10358.5C46@entropy.phy.ilstu.edu> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I use all the tools in Windows. To get Siocons to work, right click 
the Siocons.exe icon and select properties, select the memory tab and 
change the Initial Environment to 4096. This works for me. 


Mario 


On Thu, 29 Jan 1998 16:31:52 -0600, Jason Csesznegi 
<jccseszn@entropy.phy.ilstu.edu> wrote: 


>I had my NY up and working when I got it a while ago, but now I keep 


>getting an "Out of environment space error" So, I looked on the news 
>page and found that I had to add this line to my config.sys: 

SAE OO CoM /e:4096 

í. also added this to my autoexec.bat: 

TLE E 500000 

> 


>This seems to work okay when I restart my computer in MS-DOS mode, but 
>whenever I exit to windows it says "File creation error" and won't let 
>me in. I preferably like DOS better anyway, but almost every thing I 
>use is in windows, and it is my OS, so it is a pain to rewrite the 
>config.sys and restart every time I use my NY. Any ideas? Please 
>explain simply because I am new. 

> 

>Jason Csesznegi 


--MESSAGE FILE 18351 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
3 


--MESSAGE FILE 18352 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
184 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Austin Kottke <Hodgke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: PLEASE HELP!!! I BEG YOU!! 

Date: Mon, 09 Feb 1998 08:46:13 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <34DF32D5.1960@earthlink.net> 

Reply-To: Hodgke@earthlink.net 

NNTP-Posting-Host: 168-200-207.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Oh my god I do not know what happened but my yaroze seems to be not 
functioning properly.I tried to operate it on a different computer and 
the same exact thing happens.I have had the yaroze for about almost a 
year,it has worked fine in the past until now!!!When I try to transfer 
ANY program it still displays this same message on the TV screen: 


BINARY DATA TRANSFER - BWR 
ADRS = 80090000 
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SIZE = 23AO BYTES 


INTO BURST TRANSFER SUM:00 0/ 23AO BYTES 
SYNC ERROR (FFFFFFFF) 

ABORT. 

Ive tried everything!!!I think maybe that it is internal or 


something.Now I rebooted the yaroze and tried to transfer some data 
again and now I get a different message(It seems to swap messages every 


BINARY DATA TRANSFER - BWR 

ADRS = 80090000 

SIZE = FFFFFF23 BYTES 

INTO BURST TRANSFER SUM:00 0/ FFFFFF23 BYTES 
DONE. 


It seems to be the same message but it is not.Please help me I do not 
know what to do at all!!!I want to program for this thing but I cant 
because of this error.Please help me I beg of you. 


—Austin/ROGUE 
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-—-MESSAGE FILE 18352 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 


4 


--MESSAGE FILE 18353 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


185 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: PLEASE HELP!!! I BEG YOU!! 

Date: Tue, 10 Feb 1998 16:33:47 GMT 
Organization: L4 Software 

Lines: 42 

Message-ID: <34e08064.1886268@205.149.189.29> 
References: <34DF32D5.1960@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Austin, 


Make sure that you check out the obvious first. Go through the entire 
setup again and be SURE everything is right. Be sure that Siocons and 
the Yaroze are set to the same baud rate. Try a different serial port 
to be sure that you aren't on a bad one. 


Mario 


On Mon, 09 Feb 1998 08:46:13 -0800, Austin Kottke 
<Hodgke@earthlink.net> wrote: 


>Oh my god I do not know what happened but my yaroze seems to be not 
>functioning properly.I tried to operate it on a different computer and 
>the same exact thing happens.I have had the yaroze for about almost a 
>year,it has worked fine in the past until now!!!When I try to transfer 
>ANY program it still displays this same message on the TV screen: 

> 
>BINARY DATA TRANSFER - BWR 

>ADRS 80090000 

>SIZE = 23A0 BYTES 

>INTO BURST TRANSFER SUM:00 0/ 23AO BYTES 

>SYNC ERROR (FFFFFFFF) 

>ABORT. 

> 

>Ive tried everything!!!I think maybe that it is internal or 
>something.Now 1 rebooted the yaroze and tried to transfer some data 
>again and now I get a different message(It seems to swap messages every 


> 

>BINARY DATA TRANSFER - BWR 

>ADRS = 80090000 

>SIZE = FFFFFF23 BYTES 

>INTO BURST TRANSFER SUM:00 0/ FFFFFF23 BYTES 
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>DONE. 

> 

>It seems to be the same message but it is not.Please help me I do not 
>know what to do at all!!!I want to program for this thing but I cant 
>because of this error.Please help me I beg of you. 

> 

>-Austin/ROGUE 


-—-MESSAGE FILE 18353 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
5 


--MESSAGE FILE 18354 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
186 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.pc 


Subject: Re: PLEASE HELP!!! I BEG YOU!! 
Date: Tue, 10 Feb 1998 09:51:41 -0800 
Organization: 


Lines: 51 

Message-ID: <34E093AD.1E8835EB@netmagic.net> 
References: <34DF32D5.1960@earthlink.net> 
Reply-To: tenchi@netmagic.net 
NNTP-Posting-Host: dhcp-e-39-245.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Austin Kottke wrote: 


Oh my god I do not know what happened but my yaroze seems to be not 
functioning properly.I tried to operate it on a different computer and 
the same exact thing happens.I have had the yaroze for about almost a 
year,it has worked fine in the past until now!!!When I try to transfer 
ANY program it still displays this same message on the TV screen: 


BINARY DATA TRANSFER - BWR 
ADRS = 80090000 
SIZE = 23AO BYTES 


INTO BURST TRANSFER SUM:00 0/ 23AO BYTES 
SYNC ERROR (FFFFFFFF) 

ABORT. 

Ive tried everything!!!I think maybe that it is internal or 


something.Now I rebooted the yaroze and tried to transfer some data 
again and now I get a different message (IL seems to swap messages every 


BINARY DATA TRANSFER - BWR 

ADRS = 80090000 

SIZE = FFFFFF23 BYTES 

INTO BURST TRANSFER SUM:00 0/ FFFFFF23 BYTES 
DONE. 


It seems to be the same message but it is not.Please help me I do not 
know what to do at all!!!I want to program for this thing but I cant 
because of this error.Please help me I beg of you. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


—Austin/ROGUE 


I get this sometimes. It usually happens to me when I quit SIOCONS 
as I'm exiting an executing Yaroze program. I found that this 
sometimes clears it up: 


- run SIOCONS 

- tap Enter a couple of times until a [DTLH3000 not ready!] 
comes up or not 

— reset the Yaroze 

- exit SIOCONS 

— re-run SIOCONS and tap Enter a few more times 

— everything seems to come back up okay... 
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I sometimes have quit my DOS window I was using SIOCONS in and load 
up a new one. 


Maybe this might help? 
- e 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18354 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
6 


--MESSAGE FILE 18355 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
187 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Austin Kottke <akottke@earthlink.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Stupid...weird...problem 

Date: Sun, 29 Mar 1998 00:26:56 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <351E05D0.7802@earthlink.net> 

Reply-To: akottke@earthlink.net 

NNTP-Posting-Host: 167-88-98.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Ok now this is weird...I just got it ( I swear man...the yaroze code 
like evolves one day or something. ..cause one day it will work and next 
day it wont) whatever ..my problem is ---> When ever I save my game and 
compile it...the compile says nothing to be done for it..Every time i do 
it...I save it and it jsut says that there is no changes...I then got 
the idea to put them in a makefile...SO i did that and it compiled...I 
then loaded the source to the yaroze and there was no cahnges in the 


code...I even purposely made like stupid errors to see if there was any 
change...but no luck....Anyway Can someone help me here...Its probably a 
stupid thing...thanks 

—Austin/ROGUE 


—-MESSAGE FILE 18355 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 
i 


--MESSAGE FILE 18356 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
188 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Stupid...weird...problem 

Date: Sun, 29 Mar 1998 03:48:25 -0800 

Organization: Cisco Systems 

Lines: 42 

Message-ID: <351E3509.274598DF@netmagic.net> 

References: <351E05D0.7802@earthlink.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: 171.69.39.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


That has to do with makefile dependencies. When make goes and 
reads your makefile, it checks to see if there are changes on the 


dependent files only. If the files are there, then it assumes no 
changes, otherwise it builds. What I do is add a "cleanup" which 
removes the *.o files. So I do something like: 

C_FLAGS = -01 

LINKER = -Xlinker -Ttext -Xlinker 80090000 


all: clean minefld.psx 
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clean: 
del *.o 


minefld.psx: minefld.o 
# yada yada yada 


So, when the next build comes around, it checks the dependencies for 
"all" and calls "clean" first which removes the old OBJs. So when 
it processes "minefld.psx", then it sees that it's dependent on an 
".o" that isn't there so it compiles. 


That usually does it. There may be another way, but this works for 
me... 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Austin Kottke wrote: 


Ok now this is weird...I just got it ( I swear man...the yaroze code 
like evolves one day or something...cause one day it will work and next 
day it wont) whatever ..my problem is ---» When ever I save my game and 
compile it...the compile says nothing to be done for it..Every time i do 
it...I save it and it jsut says that there is no changes...I then got 
the idea to put them in a makefile...SO i did that and it compiled...I 
then loaded the source to the yaroze and there was no cahnges in the 
code...I even purposely made like stupid errors to see if there was any 
change...but no luck....Anyway Can someone help me here...Its probably a 
stupid thing...thanks 

-Austin/ROGU 


VVVVVVVVVV VV 


Gl 


12350 


—-MESSAGE FILE 18356 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 


8 


--MESSAGE FILE 18357 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


189 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Stupid...weird...problem 

Date: Mon, 30 Mar 1998 11:17:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <6fnrj8S6ne8@chuka.playstation.co.uk> 
References: <351E05D0.7802@earthlink.net> <351E3509.274598DF@netmagic.net> 
NNTP-Posting-Host: userl031.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'd also check you didn't accidentaly 
put your clock forward and timestamped 
the files 'in the future’ 

Elliott Lee wrote in message 
<351E3509.274598DF@netmagic.net>... 
>That has to do with makefile 
dependencies. When make goes and 
>reads your makefile, it checks to see 
if there are changes on the 

>dependent files only. If the files are 
there, then it assumes no 

>changes, otherwise it builds. What I 
do is add a "cleanup" which 


>removes the *.o files. So I do 
something like: 

> 

> C_FLAGS = -01 

> LINKER = —-Xlinker -Ttext -Xlinker 
80090000 

> 

> all: clean minefld.psx 

> 

> clean: 
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-—-MESSAGE FILE 1939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00642 


—-MESSAGE FILE 1940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000643 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Thu, 16 Apr 1998 21:55:02 -0700 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <3536E0A6.D8D2D8AC@sinclair.net> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al1-88-104.al.nl> 
<01bd6981Sffc2dc20$73d449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Yeah, rumors abound about the system, but that's all there is, rumors. 
It would be pointless to release info about it now, anyways; they 
obviously aren't near releasing it, so its probably still in the design 
stages (though possibly late in the design process). As Project X and 
Sega's Katana will probably be released first, they'll probably not 
announce finalized specs until they see what those systems can do as 
well. 


Craig Graham wrote: 


> 

> Dennis Brinkhuis <macsuppor@al.nl> wrote in article 

> <ld7lpel.v3mgezreyuh2N@al-88-104.al.nl>... 

> > As far as I know it's going to be 128bit and DVD-compatible. I heard 

> > that they hope to release it end 1999. The processor will be much 

> > faster. 

> 

> That's pure guesswork. I don't know of anyone who has any firm information 
> about Playstation 2. You're unlikely to even get anyone at Sony to admit 
> that it exists. 

> 

> > DEnnis... 

> 

> Craig. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 1940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00643 


--MESSAGE FILE 1941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000644 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 17 Apr 1998 09:07:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35370DBD.2A1C@127.0.0.1> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al-—88-104.al.nl1> 
NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Dennis Brinkhuis wrote: 
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> del *.o 

> 

> minefld.psx: minefld.o 

> # yada yada yada 

> 

>So, when the next build comes around, 
it checks the dependencies for 

>"all" and calls "clean" first which 
removes the old OBJs. So when 

>it processes "minefld.psx", then it 
sees that it's dependent on an 

>".o" that isn't there so it compiles. 
> 

>That usually does it. There may be 
another way, but this works for 

>me... 


> 

>- e! 

> tenchi@netmagic.net 
> 


http://www.netmagic.net/~tenchi/yaroze/ 
> 


>Austin Kottke wrote: 

>> 

>> Ok now this is weird...I just got it 
( I swear man...the yaroze code 

>> like evolves one day or 
something...cause one day it will work 
and next 

>> day it wont) whatever ..my problem 
is ---» When ever I save my game and 

>> compile it...the compile says nothing 
to be done for it..Every time i do 

>> it...I save it and it jsut says that 
there is no changes...I then got 

>> the idea to put them in a 
makefile...SO i did that and it 
compiled...I 

>> then loaded the source to the yaroze 
and there was no cahnges in the 

>> code...I even purposely made like 
stupid errors to see if there was any 
>> change...but no luck....Anyway Can 
someone help me here...Its probably a 
>> stupid thing...thanks 

>> -Austin/ROGUE 
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—-MESSAGE FILE 18357 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000018 


9 


--MESSAGE FILE 18358 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


190 

Path: chuka.playstation.co.uk!news 
From: West <wb6ac> 

Newsgroups: scea.yaroze.problems.pc 
Subject: Re: "still having problems" 
Date: 3 May 1998 21:24:44 GMT 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 17 


Message-ID: <6iinasSjpri2@chuka.playstation.co.uk> 


References: <33B7010E.3CB7@earthlink.net> <33b7£084.597353@205.149.189.29> <33B7F80A 
-2395@earthlink.net> <33B98227.23FE@earthlink.net> <33b99fad.32394434@205.149.189.29 
> <33B9A1E4.81A@earthlink.net> <33B9C526.76Fl@earthlink.net> <33BAAFB1.35F0@earthlin 
k.net> <33bad9be.29922643@205.149.189.29> <33BACA8E.FB4@earthlink.net> <33BACE7E.1F2 


3@earthlink.net> <01bc874£$71676960Sbebf£43ce@wkwerner> 


NNTP-Posting-Host: nl2.herts.ac.uk 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 
X-URL: news://news.playstation.co.uk/01bc874£$71676960Sbebf43ce@wkwerner 
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"Wayne K. Werner" <wkwerner@con2.com> wrote: 
>Linda, 

> 

>I believe the entry for loading ansi.sys is (I assume you are running 
>Windows 95) 

> 

>DeviceHigh=C: \Windows\Command\Ansi.sys 

> 

>Good luck! 

>Wayne 

> 


On my machine I had to type 
DeviceHigh=C:\Dos\Ansi.sys (this is where dos6 is stored on my machine) 


for some reason the the ansi.sys in the windows directory wouldnt work. 


—-MESSAGE FILE 18358 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
0 


--MESSAGE FILE 18359 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
191 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ryan Wilhm" <ryan@entrophica.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Serial cable failed again!! 

Date: Thu, 7 May 1998 18:04:22 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <6ite81$6r12@scea> 

NNTP-Posting-Host: slip129-37-114-30.pa.us.ibm.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm about to jump out of my skull!! My Yaroze serial cable failed about half 
a year ago, I got a replacement, and now the new one has failed! Has anybody 
at all had this much difficulty with their unit? 


Secondly, before I try to get ahold of Sony, has anybody given any thought 

to jury rigging a new cable? Anybody know what the little box on the cable 

does? (I'm assuming that's the part that's failing... unless the cables are 
—-MESSAGE FILE 18359 END: net-—yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
1 


--MESSAGE FILE 18360 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
192 

Path: chuka.playstation.co.uk!news 

From: 101655.153@compuserve.com 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Windows/environment problems 

Date: Thu, 14 May 1998 22:14:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <35656c25.4059400@news.playstation.co.uk> 
References: <34D10358.5C46@entropy.phy.ilstu.edu> 
NNTP-Posting-Host: 1d12-242.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/16.451 


Jason Csesznegi <jccseszn@entropy.phy.ilstu.edu> wrote: 


>I had my NY up and working when I got it a while ago, but now I keep 


>getting an "Out of environment space error" So, I looked on the news 
>page and found that I had to add this line to my config.sys: 
> 


>SHELL=C: \COMMAND.COM /e:4096 


You need to add /p switch for a permanent command.com shell. 


Net Yaroze newsgroups message dump.txt Page 12353 


—-MESSAGE FILE 18360 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
2 


--MESSAGE FILE 18361 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
193 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Jason Csesznegi <jccseszn@entropy.phy.ilstu.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: almost-there frustration 

Date: Sun, 24 May 1998 20:28:26 -0500 

Organization: Illinois State University 

Lines: 24 

Message-ID: <3568C93A. 6E6@entropy.phy.ilstu.edu> 

Reply-To: jccseszn@entropy.phy.ilstu.edu 

NNTP-Posting-Host: line7048.ras.ilstu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02Gold (Win95; U) 


Hello, I was just wondering if anyone could help me out with _finally_ 
getting my Yaroze to work. I have done some programming and stuff 
before, so hopefully this summer after all the setup is correct things 
will go smoother. 


My problem is that, after finally curing my errors with all of the setup 
and graphics and sound utilities, I can't get SIOCONS to work. If I try 
to run a game, or quick-start thing, if I do it exactly like the book 
start up guide says, I always get the message "Bad Command or Filename", 
which makes sense, because siocons is not in the directory the book says 
to run it from. 


However, if I go to the directory it's in, "d:\yaroze\psx\bin\", 
(actaully I run it from windows) and execute SIOCONS, siocons loads fine 
and when I go to auto (F3) and try to run a sample game, which I think 
would work if I just type where the auto file is (ex. 


d:\yaroze\wrk\terra_b2\auto), it seems like it will load, and my TV 
screen says "Binary Data Transfer - BWR", but my computer screen says 
"Can't open "maketmd.dat"™", "auto commands all stop". I know that 


maketmd.dat is game data, why can't it open it? 


Also, what are all those funny siocons.his files? 


All help will be much appreciated. :) 
—-MESSAGE FILE 18361 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
3 


--MESSAGE FILE 18362 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
194 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: almost-there frustration 

Date: Sun, 24 May 1998 22:53:54 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3568a41d.5843416@news.scea.sony.com> 

References: <3568C93A. 6E6@entropy.phy.ilstu.edu> 
NNTP-Posting-Host: client-151-198-130-129.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>My problem is that, after finally curing my errors with all of the setup 
>and graphics and sound utilities, I can't get SIOCONS to work. If I try 
>to run a game, or quick-start thing, if I do it exactly like the book 
>start up guide says, I always get the message "Bad Command or Filename", 
>which makes sense, because siocons is not in the directory the book says 
>to run it from. 


Are you setting up the enviroment properly, i.e. typing in the 
path... 
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[WINDOWS] C:\ Windows>cd\PSX 
then you see... 
[WINDOWS} C:\PSX> 


and you type djsetup and hit enter. If you don't do this, siocons 
won't be a recognized command. 

You can run siocons from any folder, you want to set the path to 
the folder containing the executable you are going to load with 
siocons. 


—Matt 
—-MESSAGE FILE 18362 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
4 


--MESSAGE FILE 18363 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
195 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 18363 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
5 


--MESSAGE FILE 18364 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
196 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: almost-there frustration 
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Date: Mon, 25 May 1998 10:46:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 50 

Message-ID: <35693DF9.1333545F@compuserve.com> 
References: <3568C93A. 6E6@entropy.phy.ilstu.edu> 
NNTP-Posting-—Host: 1d03-049.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


You'll have to edit lstly the djsetup.bat to point the enviroment varible to 


the right place, and set the paths correctly. Then I found that there are a 
load 

of bat files in PSX\bin that have the path hardcoded in the, so you'll have 
to 
find and change those as well. 
Your problem is definately to do with the paths not being set up correctly, 
and to download a game, i believe you have to run siocons from the directory 


of the games batch file. You see the batch file (auto) contains file 
references 

in it that are local, & thats why you cant download when you run it from 
another 

directory. 


cheers 


Nick 


Jason Csesznegi wrote: 


Hello, I was just wondering if anyone could help me out with _finally_ 
getting my Yaroze to work. I have done some programming and stuff 
before, so hopefully this summer after all the setup is correct things 
will go smoother. 


My problem is that, after finally curing my errors with all of the setup 
and graphics and sound utilities, I can't get SIOCONS to work. If I try 
to run a game, or quick-start thing, if I do it exactly like the book 
start up guide says, I always get the message "Bad Command or Filename", 
which makes sense, because siocons is not in the directory the book says 
to run it from. 


However, if I go to the directory it's in, "d:\yaroze\psx\bin\", 
(actaully I run it from windows) and execute SIOCONS, siocons loads fine 
and when I go to auto (F3) and try to run a sample game, which I think 
would work if I just type where the auto file is (ex. 


d:\yaroze\wrk\terra_b2\auto), it seems like it will load, and my TV 
screen says "Binary Data Transfer - BWR", but my computer screen says 
"Can't open "maketmd.dat"™", "auto commands all stop". I know that 


maketmd.dat is game data, why can't it open it? 


Also, what are all those funny siocons.his files? 


VVVVVVVVVVVVVV VV VV VV VV VV 


All help will be much appreciated. :) 


12355 


—-MESSAGE FILE 18364 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 


6 


--MESSAGE FILE 18365 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 


197 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Will Atkin <william_atkin@hotmail.com> 


Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc, 


scea. 


yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 


ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze. 


alk.eng 


freet 
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Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 
scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVV VV VV VV VV 


Hey Maurice, 


I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
—-MESSAGE FILE 18365 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 


--MESSAGE FILE 18366 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
198 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
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a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 

http://www.netyaroze-europe.com/~deruiter/ 
Will Atkin wrote: 
Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 
YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 
YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 


Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Will 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18366 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
8 


--MESSAGE FILE 18367 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
199 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: almost-there frustration 

Date: Mon, 25 May 1998 19:44:04 -0700 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <356A2C74.F4C7D858@netmagic.net> 

References: <3568C93A. 6E6@entropy.phy.ilstu.edu> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


I had similar frustrating problems like you do now, but this is how 
I eventually ended up setting up my system: 


- I copied (from the Yaroze PC CD-ROM) the "PSX" directory to 
"c:\programs\psx" and the GNU stuff to "c:\programs\gnu". 
- 1 added to my AUTOEXEC.BAT file the DJSETUP.BAT by calling it: 
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call c:\programs\psx\djsetup.bat 


- 1 then edited the DJSETUP.BAT to make sure that all referenced 
directories were correct. This should solve the path 
accessibility problem you have. 

— I also went into the PSX\BIN\ directory and made sure that I 
could run SIOCONS.EXE and get the ">>" prompt. If you get that, 
then you know that you've got your COM and IRQ stuff set up 
correctly. ^_^ 

- After rebooting, I just typed at the C:\> prompt "SIOCONS" and 
everything worked fine. 


Good luck... 
- e! 


Jason Csesznegi wrote: 


Hello, I was just wondering if anyone could help me out with _finally_ 
getting my Yaroze to work. I have done some programming and stuff 
before, so hopefully this summer after all the setup is correct things 
will go smoother. 


My problem is that, after finally curing my errors with all of the setup 
and graphics and sound utilities, I can't get SIOCONS to work. If I try 
to run a game, or quick-start thing, if I do it exactly like the book 
start up guide says, I always get the message "Bad Command or Filename", 
which makes sense, because siocons is not in the directory the book says 
to run it from. 


However, if I go to the directory it's in, "d:\yaroze\psx\bin\", 
(actaully I run it from windows) and execute SIOCONS, siocons loads fine 
and when I go to auto (F3) and try to run a sample game, which I think 
would work if I just type where the auto file is (ex. 


d:\yaroze\wrk\terra_b2\auto), it seems like it will load, and my TV 
screen says "Binary Data Transfer - BWR", but my computer screen says 
"Can't open "maketmd.dat"™", "auto commands all stop". I know that 


maketmd.dat is game data, why can't it open it? 


Also, what are all those funny siocons.his files? 


VVVVVVVVVVVVV VV VV VV VV VV VV 


All help will be much appreciated. :) 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18367 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000019 
9 


--MESSAGE FILE 18368 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
200 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: almost-there frustration 

Date: Tue, 26 May 1998 00:15:06 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <356a086a.7154695@news.scea.sony.com> 

References: <3568C93A. 6E6@entropy.phy.ilstu.edu> <3568a41d.5843416@news.scea.sony.co 
m> 

NNTP-Posting-Host: client—151-198-130-86.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I notice that others are speculating on your dilemna... Did you 
copy the software from the development disc directly to your C: drive? 
If so, the default paths in the files should work properly, they are 
written with default settings that assume you just copied them to the 
C drive directly. You could make your life a whole lot easier by 
copying them directly onto your C: drive, instead of stuffing them 
away in another directory... ;-) 
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Let us know what's up, I'd like to hear and others will benefit 
from your experience. 


-Matt 


--MESSAGE FILE 18368 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
0 


--MESSAGE FILE 18369 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
201 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: almost-there frustration 

Date: 26 May 1998 21:48:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6kfdbnSlev4@chuka.playstation.co.uk> 

References: <3568C93A.6E6@entropy.phy.ilstu.edu> <356A2C74.F4C7D858@netmagic.net> 
NNTP-Posting-Host: n28.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/356A2C74.F4C7D858@netmagic.net 


Elliott Lee <tenchi@netmagic.net> wrote: 
>I had similar frustrating problems like you do now, but this is how 
>I eventually ended up setting up my system: 


> 

> - I copied (from the Yaroze PC CD-ROM) the "PSX" directory to 

> "c:\programs\psx" and the GNU stuff to "c:\programs\gnu". 

> - I added to my AUTOEXEC.BAT file the DJSETUP.BAT by calling it: 

> 

> call c:\programs\psx\djsetup.bat 

> 

> — I then edited the DJSETUP.BAT to make sure that all referenced 
> directories were correct. This should solve the path 

> accessibility problem you have. 

> — I also went into the PSX\BIN\ directory and made sure that I 

> could run SIOCONS.EXE and get the ">>" prompt. If you get that, 
> then you know that you've got your COM and IRQ stuff set up 

> correctly. ^^ 

> — After rebooting, I just typed at the C:\> prompt "SIOCONS" and 
> everything worked fine. 

> 

>Good luck... 

>- e! 

> 

>Jason Csesznegi wrote: 

>> 

>> Hello, I was just wondering if anyone could help me out with _finally_ 
>> getting my Yaroze to work. I have done some programming and stuff 
>> before, so hopefully this summer after all the setup is correct things 
>> will go smoother. 

>> 


>> My problem is that, after finally curing my errors with all of the setup 
>> and graphics and sound utilities, I can't get SIOCONS to work. If I try 
>> to run a game, or quick-start thing, if I do it exactly like the book 

>> start up guide says, I always get the message "Bad Command or Filename", 
>> which makes sense, because siocons is not in the directory the book says 
>> to run it from. 

>> 

>> However, if I go to the directory it's in, "d:\yaroze\psx\bin\", 

>> (actaully I run it from windows) and execute SIOCONS, siocons loads fine 
>> and when I go to auto (F3) and try to run a sample game, which I think 
>> would work if I just type where the auto file is (ex. 


>> d:\yaroze\wrk\terra_b2\auto), it seems like it will load, and my TV 
>> screen says "Binary Data Transfer - BWR", but my computer screen says 
>> "Can't open "maketmd.dat"", "auto commands all stop". I know that 


>> maketmd.dat is game data, why can't it open it? 
>> 
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>> Also, what are all those funny siocons.his files? 
>> 
>> All help will be much appreciated. :) 
> 
> 


Just a thought, when you copied over the files have you made sure the 
write-protect is changed from read-only. I got similar errors to you by not 
checking this. 


—-MESSAGE FILE 18369 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
1 


--MESSAGE FILE 18370 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
202 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Jason Csesznegi <jccseszn@entropy.phy.ilstu.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: It works (finally) 

Date: Wed, 03 Jun 1998 23:21:34 -0500 

Organization: Illinois State University 

Lines: 27 

Message-ID: <357620CE.CEA@entropy.phy.ilstu.edu> 

Reply-To: jccseszn@entropy.phy.ilstu.edu 

NNTP-Posting-Host: line7138.ras.ilstu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.02Gold (Win95; U) 


Thanks for the input. 


My problem was that my djsetup.bat was not correct. While I had changed 
the paths that were first specified in djsetup.bat to fit my setup, I 
did not add the directories I was trying to run the games from. (I 
created a games folder in the yaroze\psx\bin directory) So when I was 
trying to run auto in that directory for some reason it would not work 
(I still haven't figured that one out - I think siocons should know that 
the files are in the same directory as the auto file) but I can see why 
siocons wouldn't run when I just typed in siocons while in the games 
directory. I was thinking that the siocons.his files had something to 
do with linking the 
directories to siocons.exe, but I guess not. I really don't know what 
they do. 


Also, since I did not use the standard setup using the directories 
outlined, I also had to take the read-only protection off ALL the batch 
files and change all the paths to their respective directories so that 
all of the utilities would work. Otherwise I kept just getting "bad 
command or filename error"s whenever I tried to get something to run, 
because certain programs would call programs that look for something in 
god knows where, since most programs are all interconnected. This is 
not mentioned in the manual : ( 


Anyway it works (thanks again) 


Jason 
-—-MESSAGE FILE 18370 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
2 


--MESSAGE FILE 18371 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
203 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: John Sutter <jds@crl.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Problem Downloading with SIOCONS on NT4.0 

Date: Mon, 22 Jun 1998 22:37:17 -0700 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <358F3F0D.A6E82126@cr1l.com> 
NNTP-Posting-Host: A104002.sfo4.as.crl.com 
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> As far as I know it's going to be 128bit 


Any ideas on the make of processor, as I hear MIPS are running into 
trouble, 

which would be a great shame if the folded - MIPS make damn good 
processors much better than intel, although a powerPC would be good too 


M. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
ա Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 1941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00644 


—-MESSAGE FILE 1942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000645 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 17 Apr 1998 10:58:08 +0200 

Organization: Debri 

Lines: 16 

Message-ID: <1ld7mm2m.u4lkyclcerkvwN@al-—88-121.al.nl1> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al1-—88-104.al.nl1> 
<35370DBD.2A1C@127.0.0.1> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 


Majik <majik@127.0.0.1> wrote: 


Dennis Brinkhuis wrote: 
> As far as I know it's going to be 128bit 


Any ideas on the make of processor, as I hear MIPS are running into 
trouble, 

which would be a great shame if the folded - MIPS make damn good 
processors much better than intel, although a powerPC would be good too 


M. 


VVVVVVVV VV 


If I had invote, I would choose a PowerPC-processor. 


DEnnis.. 
—-MESSAGE FILE 1942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00645 


—-MESSAGE FILE 1943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000646 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 17 Apr 1998 10:58:10 +0200 

Organization: Debri 

Lines: 18 

Message-ID: <ld7mm4d.qtipjolndro5ScN@al-88-121.al.nl> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al-—88-104.al1l.nl1> 
<01bd6981Sffc2dc20$73d449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> That's pure guesswork. I don't know of anyone who has any firm information 
> about Playstation 2. You're unlikely to even get anyone at Sony to admit 


Net Yaroze newsgroups message dump.txt Page 12361 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


I've been having problems downloading via SIOCONS on my NT machine. 
The download generally starts and runs for a bit but then hangs (have to 


reset the psx). The number of bits is usually some negative number 
(lots 

F's). This happens at pretty much any speed though more frequently 
at higher speeds. This sounds like a data overrun problem. 


Using the same settings in Win95 on the same machine it works fine 
everytime 
regardless of the speed. Anyone have any ideas for me? 


Thanks, 


-- John 


—-MESSAGE FILE 18371 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
3 


--MESSAGE FILE 18372 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
204 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Serial cable failed again!! 

Date: 23 Jun 1998 15:37:58 GMT 

Organization: WermxX Software 

Lines: 13 

Message-ID: <01lbd9ebd$9cd73900S84bf43ce@wkwerner> 

References: <6ite81$6r12@scea> 

NNTP-Posting-Host: port32.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Secondly, before I try to get ahold of Sony, has anybody given any 
thought 

> to jury rigging a new cable? Anybody know what the little box on 
the cable 

> does? 


I believe (but I could be wrong) that the little box is just RF 
shielding. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18372 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
4 


--MESSAGE FILE 18373 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
205 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: John Sutter <jds@crl.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Serial cable failed again!! 

Date: Tue, 23 Jun 1998 09:18:25 -0700 

Organization: SCEA News Server 

Lines: 7 
Message-ID: <358FD551.381A96DA@crl.com> 

References: <6ite81S6r12@scea> <O01lbd9ebd$9cd73900$84bf43ce@wkwerner> 
NNTP-Posting-Host: A103025.sfo3.as.crl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 
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The serial box has a small pc-board with a couple of chips, one's a 
buffer, resistors, a few caps and what I believe to be some small 
fuses. everything's surface mount, so good luck repairing it.. 


-j 


--MESSAGE FILE 18373 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
5 


--MESSAGE FILE 18374 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
206 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problem Downloading with SIOCONS on NT4.0 

Date: Wed, 24 Jun 1998 02:30:48 GMT 

Organization: SCEA News Server 

Lines: 9 
Message-ID: <3590644e.12008748@news.scea.sony.com> 
References: <358F3F0D.A6E82126@cr1.com> 

NNTP-Posting-Host: client-151-198-130-156.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Lots of people over time have reported having problems using Siocons 
under Win NT. Lots of DOS programs futz under NT. I am not aware of 
any solutions found to this dilemna, perhaps others can help you. 

If I were you, I would get System Commander and install Win '95 OSR 
2.1, so I could have the best of both worlds. 


-Matt 


--MESSAGE FILE 18374 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
6 


--MESSAGE FILE 18375 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
207 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problem Downloading with SIOCONS on NT4.0 

Date: Wed, 24 Jun 1998 02:48:47 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <359068a9.13124232@news.scea.sony.com> 

References: <358F3F0D.A6E82126@crl1.com> 

NNTP-Posting-Host: client-119-46.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I did have an idea... You could sucbstitute Yaroze Master v.2.0 for 
Siocons, it is Win NT 4.0 compatable. Go here on the european server 
to get it: 


http://www.netyaroze-europe.com/~deruiter/ 


Of course, that still won't solve the other issues you'll encounter 
with our toolset. 


-Matt 


--MESSAGE FILE 18375 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
Ë 


--MESSAGE FILE 18376 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
208 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: John Sutter <jds@crl.com> 

Newsgroups: scea.yaroze.problems.pc 
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Subject: Re: Problem Downloading with SIOCONS on NT4.0 
Date: Wed, 24 Jun 1998 07:55:56 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3591137C.BE4F4394@crl.com> 

References: <358F3F0D.A6E82126@crl.com> <359068a9.13124232@news.scea.sony.com> 
NNTP-Posting-Host: A102021.sfo2.as.crl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 

To: Matthew Hulett <matth@bellatlantic.net> 


Actually I have win95 installed on this sytem, though I prefer to 
[ as my development platform for stability. Yaroze Master 


use NT 
v2.0 also suffers from the same problems if not more. 


Oh well, it was worth a shot. I think my best solution at this 
point is to pick up another PC and have it run '95 and network 
the critters.. 
Thanks, 
Matthew Hulett wrote: 
I did have an idea... You could sucbstitute Yaroze Master v.2.0 for 
Siocons, it is Win NT 4.0 compatable. Go here on the european server 
to get it: 


http://www.netyaroze-europe.com/~deruiter/ 


Of course, that still won't solve the other issues you'll encounter 
with our toolset. 


VVVVVVVVVV 


-Matt 


--MESSAGE FILE 18376 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
8 


--MESSAGE FILE 18377 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
209 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problem Downloading with SIOCONS on NT4.0 

Date: Thu, 25 Jun 1998 01:58:48 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <359lae8f.96567094@news.scea.sony.com> 

References: <358F3F0D.A6E82126@crl.com> <359068a9.13124232@news.scea.sony.com> <3591 
137C.BE4F4394@crl.com> 

NNTP-Posting-Host: client—151-198-130-25.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Actually I have win95 installed on this sytem, though I prefer to 
>use NT as my development platform for stability. Yaroze Master 
>v2.0 also suffers from the same problems if not more. 


Odd... give a ring back on this thread and let us know how you 
resolve the problem. I'd be curious to know... 


—Matt 
—-MESSAGE FILE 18377 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000020 
9 


--MESSAGE FILE 18378 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
210 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 
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Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problem Downloading with SIOCONS on NT4.0 
Date: Thu, 25 Jun 1998 23:07:22 GMT 
Organization: SCEA News Server 

Lines: 5 

Message-ID: <3592d7ab.989082@news.scea.sony.com> 
References: <358F3F0D.A6E82126@cr1.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Actuall I run SIOCONS fine on my system that uses NT 4.0 all the time 

and it works great I just have to make sure to run the DJsetup.bat 

every time before I use it and while in the command prompt (When I 

close out of CMD.exe I have to run it again) You might want to try 

that it might help.... 

—-MESSAGE FILE 18378 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
0 


--MESSAGE FILE 18379 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
211 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problem Downloading with SIOCONS on NT4.0 
Date: 26 Jun 1998 00:40:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <slrn6p5rgl1.42e.tjs@indy1l6.cs.monash.edu.au> 
References: <358F3F0D.A6E82126@cr1l.com> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Mon, 22 Jun 1998 22:37:17 -0700, John Sutter <jds@crl.com> wrote: 
>I've been having problems downloading via SIOCONS on my NT machine. 
>The download generally starts and runs for a bit but then hangs (have to 
> 

>reset the psx). The number of bits is usually some negative number 
>(lots 

>F's). This happens at pretty much any speed though more frequently 
>at higher speeds. This sounds like a data overrun problem. 

> 

>Using the same settings in Win95 on the same machine it works fine 
>everytime 

>regardless of the speed. Anyone have any ideas for me? 


Can anyone comment on the dodgy way that CIP handles serial transfers? I tried 
writing an upload/download tool, but although I got upload going fine most 

of the time, download just bombed all the time. The same thing seems to happen 
with the unix version of siocons, but not with psxfer, which uses RDB. I'm 
almost positive it's not my code, but the fact that CIP wants some really 
bizarre handshaking that doesn't fit with the way NT/Unix does it for you. 


Any ideas? 


toby. 
—-MESSAGE FILE 18379 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
le 


--MESSAGE FILE 18380 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
212 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Michael Briere <mikey@accessv.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: GDB DEBUGGER 

Date: Sat, 11 Jul 1998 23:25:54 -0400 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35A82CC1.F1148950@accessv.com> 
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NNTP-Posting-Host: 82.209.5.199.dialup.accessv.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm having problems using the debugger. I'm getting an "invalid 
drive" error message when I type target hss com4 at the GDB prompt. My 
pc is connected to my Yaroze through com4 at 115200. I have the memory 
cart that keeps the settings. I have no probs using siocons, so I know 
com4 is working fine. What does the error message mean and how do I work 
around it? 


—-MESSAGE FILE 18380 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
2 


--MESSAGE FILE 18381 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
213 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Debugging, debugging... 

Date: Mon, 27 Jul 1998 13:28:39 -0700 

Organization: SCEA News Server 

Lines: 66 

Message-ID: <6pindlSep36@scea> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I should have know it would happen when I bought my Yaroze... The 
development tools uprising has claimed another victim! Me! 


Here is the background: 

I'm working on a dungeon exploration game (It's cooler than that, but you'll 
have to wait for me to get off my duff and create a web site for it). In 
the interest of saving space and of replayability, I don't have static 
dungeon levels, but instead have written a generator to create random 
dungeons. 


The size of this game has kept it from being a single person project, so my 
friends and I (collectively soon to be known as Microdot Games) are all 
working on different parts of it. Since I'm the only Yaroze member, I'm 
doing the display engine. So that my friends can also work on this, we're 
also doing a PC engine. Anyway, the point is that our project 
cross-compiles between PC and PSX via a compiler define. 


Here is the problem: 

I've got the dungeon generator working perfectly on the PC. No problems 
what so ever! The only difference in the code between PC and PSX is how I 
seed the random number generator. So, I figure, great! Let me compile it 
on the Yaroze and see my map in 3D! But alas, it hangs during the 
generation. 


So yesterday, after hours of mental preparation, I decide to dive into the 
world of GDB. Unfortunately, the waters are shallow... 


I've seen posts about people having problems with GDB in the past and I 
searched the archives, but there was never any resolution posted. I'm 
continually plagued with the heuristic-fence-post (I had nightmares...). 
When you first load GDB and type 'start-remote-debugging', I have never NOT 
had that fail with fence. 

I did successfully run a debug version of my program and found that it was 
getting a seg fault in a call to free(). 


That was the only time I got it to work, I wish I knew how I did it. I'm 
using coml @115200. I don't think baud has anything to do with it, since 
I've tried it all the way down to 2400 (*shudder*) and disabling all my 
other com ports. Most of the time when I get it to run, it just hangs. 
Pressing CTRL-A then typing continue sometimes helps a little bit... It gets 
further to display the ResetGraph output, but then it usually hangs again 
before I can get anywhere. 
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Another interesting bit... I FTP'd the x86 version of DJGPP and compiled and 
ran the program. It works fine. Why, why does it only crash on the PSX? 
«ՇԵՆԻ 


Anyone have any ideas for me as to what else I can try to get GDB to 
reliably debug my Yaroze projects? 


Thanks, 
Steve 


Steve Spiller 

C/C++ Developer 
ConnexT, Inc. 
http://www.connext.com 
ICQ# 15056972 


"The dumber people think you are, the more surprised they're going to be 
when you kill them." -- William Clayton 


—-MESSAGE FILE 18381 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
3 


--MESSAGE FILE 18382 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
214 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jay Ayres <PennyA@cris.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: SIOCONS Connection Problem 

Date: Thu, 30 Jul 1998 16:59:50 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <35CODEC6.B89455EC@cris.com> 

Reply-To: PennyA@concentric.net 

NNTP-Posting-Host: ts001d10.per-md.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


If anyone could help me with the following problem I would greatly 
appreciate it: 


I've been having problems getting PsCommUtil to connect with my Yaroze 
lately, and I can't figure out what the problem is. 

For months I have been able to connect via COM1 with both the boot and 
debug speeds on 9600BPS, but one day it just stopped working. I have had 
my system's serial cable tested, and have confirmed in the BIOS that my 
serial port corresponds to COM1, so I do not think it is a hardware 
problem. The console bootup screen says "TERMINAL SPEED 9600 BPS", so 
the baud rates do match up. Does anyone have any suggestions as to what 
my problem is? 


Jay Ayres 


—-MESSAGE FILE 18382 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
4 


--MESSAGE FILE 18383 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
215 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jay Ayres <PennyA@cris.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: SIOCONS Connection Problem 

Date: Thu, 30 Jul 1998 17:10:22 -0400 
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Organization: SCEA News Server 

Lines: 6 

Message-ID: <35C0OE13E.9296B34A@cris.com> 
Reply-To: PennyA@concentric.net 
NNTP-Posting-Host: ts001d10.per-md.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


The problem isn't just with PsCommUtil; whenever I enter SIOCONS, the 
command prompt does not appear, indicating that I cannot connect via 
SIOCONS either. 


Jay Ayres 


—-MESSAGE FILE 18383 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
5 


--MESSAGE FILE 18384 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
216 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jay Ayres <PennyA@cris.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: SIOCONS Connection Problem 

Date: Thu, 30 Jul 1998 21:37:13 -0400 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35C11FC9.5B4AAC27@cris.com> 

References: <35COE13E.9296B34A@cris.com> 

Reply-To: PennyA@concentric.net 

NNTP-Posting-Host: ts004d27.per-md.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I have also discovered that when the Playstation is ready to connect, 
random ASCII characters are printed to the Playstation Output Window in 
PsCommUtil, but nothing appears there when the Playstation is not ready 
to connect. Because of this, I am pretty sure that PsCommUtil is 
getting through to the Playstation, but it just won't connect. 


Jay Ayres 


—-MESSAGE FILE 18384 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
6 


--MESSAGE FILE 18385 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
217 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Debugging, debugging... 

Date: 2 Aug 1998 19:03:02 GMT 

Organization: Ed Federmeyer 

Lines: 24 

Message-ID: <01lbdbe48$45ce1b60$549a7095@edfhome. 3com. com> 
References: <6pindlSep36@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Spiller <steve@microdot.com> wrote in article <6pindlSep36@scea>... 
> I did successfully run a debug version of my program and found that it 
was 

> getting a seg fault in a call to free(). 


Sorry I can't help with the GDB problem, but I did notice that the Yaroze 
does 
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not like freeing NULL pointers, unlike most other systems, which treat 
free (NULL) 

as a NOOP. (The book "Writing Solid Code" has a good writeup on freeing 
NULL pointers, and he essentially thinks allowing free(NULL) to be BAD 
because 
it allows latent bugs to creep in, but that so much code would stop working 
if it 
suddenly didn't work, that it needs to be left as-is!) 


Anyway, since I've taken to checking for NULL before free(), my programs 
have 

become much more stable. (I can trace the root cause of WHY the pointer 
was NULL when I didn't think it should be, etc.). 


You might give it a try. 
EdF 


—-MESSAGE FILE 18385 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
i 


--MESSAGE FILE 18386 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
218 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Debugging, debugging... 

Date: Mon, 3 Aug 1998 09:49:42 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <6éq4prsShlq2@scea> 

References: <6pindlSep36@scea> <Olbdbe48$45celb60$549a7095@edfhome. 3com. com> 
NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed Federmeyer wrote in message 
<O0lbdbe48$45ce1b60$549a7095@edfhome. 3com.com>... 

>Sorry I can't help with the GDB problem, but I did notice that the Yaroze 
>does 

>not like freeing NULL pointers, unlike most other systems, which treat 
>free (NULL) 

>as a NOOP. (The book "Writing Solid Code" has a good writeup on freeing 


As a matter of fact, I have a copy of that on my desk here at work. :) 


>NULL pointers, and he essentially thinks allowing free(NULL) to be BAD 
>because 

>it allows latent bugs to creep in, but that so much code would stop working 
Sif it 

>suddenly didn't work, that it needs to be left as-is!) 

> 

>Anyway, since I've taken to checking for NULL before free(), my programs 
>have 

>become much more stable. (I can trace the root cause of WHY the pointer 
>was NULL when I didn't think it should be, etc.). 


Well, I didn't want to check for NULL becuase they shouldn't be NULL! Since 
I am still unable to get GDB to work properly for me, I've been reduced to 
flooding the code with printf()'s for debugging. :) 


> 

>You might give it a try. 
>EdF 

> 


Thanks for the suggestions! 
-Steve 
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—-MESSAGE FILE 18386 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
8 


--MESSAGE FILE 18387 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
219 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Dave Satterlee" <satterle@cs.buffalo.edu> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: SIOCONS Connection Problem 

Date: Fri, 28 Aug 1998 17:05:53 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <6s75f£5$4e81@scea> 

References: <35CODEC6.B89455EC@cris.com> 

NNTP-Posting-Host: ubppp-247-011.ppp-net .buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I too am having similar problems, although my PC is locking up about a 
second or two after they start the communication. Any Ideas? 


—-MESSAGE FILE 18387 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000021 
9 


--MESSAGE FILE 18388 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
220 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: SIOCONS Connection Problem 

Date: Fri, 28 Aug 1998 15:30:43 -0700 

Organization: Cisco Systems 

Lines: 31 

Message-ID: <35E72F93.5BO0C91E6@jps.net> 

References: <35CODEC6.B89455EC@cris.com> <6s75f5$4e81@scea> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Do you guys have the Yaroze in a position where its serial cable is 
being stretched by gravity? Maybe that is doing something to it? Do 
you get random characters (when using siocons) as you move your mouse 
around? (You mentioned you use COM1---I use COM3) Do you have an 
internal modem? Did you check your DJSETUP.BAT to make sure that 

the correct vars are being set up? (Try typing "SET" at the DOS 
prompt to get a list of the current environment.) 


You may also try moving the serial cable away from from other 
electrical devices. If you happen to live near someone with a Yaroze, 
try swapping their cable for yours just to see if it works. 


As a final resort, you could back up your computer somewhere, strip 
all cards (except those very necessary for I/O) out of it, and make 
sure Win95 boots _real_ clean. This should remove any extra devices 
from using the COM ports. Then run siocons again and see if 

you're getting problems. 


- e? 


Dave Satterlee wrote: 
> 


> I too am having similar problems, although my PC is locking up about a 
> second or two after they start the communication. Any Ideas? 


Mata ne, 
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- e! ՀԵՄ tenchi@shell.jps.net Ե 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) oa http://www. jps.net/tenchi 


—-MESSAGE FILE 18388 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000022 
0 


--MESSAGE FILE 18389 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
221 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Serial cable failed again!! 

Date: Sun, 13 Sep 1998 15:17:59 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35FC1A67.BF15A851@bigfoot .com> 

References: <6ite81$6r12@scea> 

NNTP-Posting-Host: 419.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Ryan Wilhm wrote: 


I'm about to jump out of my skull!! My Yaroze serial cable failed about half 
a year ago, I got a replacement, and now the new one has failed! Has anybody 
at all had this much difficulty with their unit? 


Secondly, before I try to get ahold of Sony, has anybody given any thought 

to jury rigging a new cable? Anybody know what the little box on the cable 

does? (I'm assuming that's the part that's failing... unless the cables are 
—-MESSAGE FILE 18389 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000022 
1 


VVVVVVV VY 


--MESSAGE FILE 18390 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
222 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Serial cable failed again!! 

Date: Mon, 14 Sep 1998 09:51:34 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <35FCD916.B4E2DC44@scee.sony.co.uk> 

References: <6ite81S6r12@scea> <35FC1A67.BF15A851@bigfoot.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Darco wrote: 
> 


> It's very simple - I remember seeing somewhere on the net instructions 
> on constructing one. I don't think there's a fuse in it though. 


But using a home-made peripheral isn't going to make your warranty last very long... 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Alcoholism is not a disease, it's a goal. 


—-MESSAGE FILE 18390 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000022 
2 


--MESSAGE FILE 18391 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
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> that it exists. 
> 


No, I don't agree. Some magazines said some about the PSX2 and one օք 
them shows an interview with one of the designers of the PSX. He said 
some stuff, but you never know if it's treu. 

The processor of the PSX today is still very slow so a faster processor 
is for sure. Al the rumors ensure DVD. There is even a picture of what 
they think it could look like. 

I shall try to find that article back again and I will put it on the net 
when I found it. 


DEnnis.. 
—-MESSAGE FILE 1943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00646 


—-MESSAGE FILE 1944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000647 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: 17 Apr 1998 11:51:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0l1bd69f7$b7d0e080$79d449c2@Angelal.intelligent-—group.com> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al1-—88-104.al.nl1> 
<35370DBD.2A1C@127.0.0.1> 

NNTP-Posting-Host: 1121.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Majik <majik@127.0.0.1> wrote in article <35370DBD.2A1C@127.0.0.1>... 


> Dennis Brinkhuis wrote: 

> > As far as I know it's going to be 128bit 

> 

> Any ideas on the make of processor, as I hear MIPS are running into 

> trouble, 

> which would be a great shame if the folded - MIPS make damn good 

> processors much better than intel, although a powerPC would be good too 
> 

> M. 

MIPS == SGI (check out the MIPS WWW site). I'd be surprised if 


MIPS are going down considering the mass market that their CPU's 
are used in (they must be getting per unit license fees from both Sony 
and Nintendo, which equates to a LOT of money). 


Craig. 
—-MESSAGE FILE 1944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00647 


--MESSAGE FILE 1945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000648 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 17 Apr 1998 19:03:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35379984.4074@127.0.0.1> 

References: <35363517.A88BA96D@creatron.de> <ld7lpel.v3mgezreyuh2N@al-—88-104.al.nl> 
<35370DBD.2A1C@127.0.0.1> <O1lbd69£7$b7d0e080$79d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 
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223 

Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.problems.pc 

Subject: Re: almost-there frustration 

Date: Thu, 17 Sep 1998 22:39:27 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 51 

Message-ID: <skennedy-1709982239270001@prol-173.barrie.connex.net> 
References: <3568C93A.6E6@entropy.phy.ilstu.edu> <356A2C74.F4C7D858@netmagic.net> ՀՇ 
kfdbn$lev4@chuka.playstation.co.uk> 

NNTP-Posting-Host: prol-173.barrie.connex.net 


In article <6kfdbnSlev4@chuka.playstation.co.uk>, West <wb6ac> wrote: 


> Elliott Lee <tenchi@netmagic.net> wrote: 

> >I had similar frustrating problems like you do now, but this is how 
> >I eventually ended up setting up my system: 

> > - I copied (from the Yaroze PC CD-ROM) the "PSX" directory to 
SS "c:\programs\psx" and the GNU stuff to "c:\programs\gnu". 

> > - I added to my AUTOEXEC.BAT file the DJSETUP.BAT by calling it: 
>> call c:\programs\psx\djsetup.bat 


Edit for space. 


> 

>Jason Csesznegi wrote: 

>> Hello, I was just wondering if anyone could help me out with _finally_ 
>> getting my Yaroze to work. I have done some programming and stuff 

>> before, so hopefully this summer after all the setup is correct things 
>> will go smoother. 

>> 

>> However, if I go to the directory it's in, "d:\yaroze\psx\bin\", 

>> (actaully I run it from windows) and execute SIOCONS, siocons loads fine 
>> and when I go to auto (F3) and try to run a sample game, which I think 
>> would work if I just type where the auto file is (ex. 

>> d:\yaroze\wrk\terra_b2\auto), it seems like it will load, and my TV 

>> screen says "Binary Data Transfer - BWR", but my computer screen says 

>> "Can't open "maketmd.dat"", "auto commands all stop". I know that 

>> maketmd.dat is game data, why can't it open it? 
>> Also, what are all those funny siocons.his files? 


VVVVVVVVVVVVVV VV 


OK, I have been using Intel boxes for quite a few years. 
DJSETUP.BAT file issues a few "SET" parameters, and path statements. 
To make my DOS machine faster I optimised the CONFIG.SYS and AUTOEXEC.BAT 


using QEMM, but extern batch files would kill low memory, so I go into the 
habit of adding things to these two file to optimise further. 


In Windows 95 we have no need to do this. Except for GNU/PSX tools. 


If you edit your CONFIG.SYS in Windows 95/98, you can add the 
DEVICEHIGH=C: \WINDOWS\COMMAND\ANSI.SYS line into it to give you BBS type 
graphics for SIOCONS. 


And in your AUTOEXEC.BAT add the appropriate entry for the SIOCONS reference. 


PATH=C: \WINDOWS; C: \WINDOWS\COMMAND; C: \DOOM; C:\3DS4;D: \YAROZE\PSX\BIN;D: \YAROZE\GNU\B 
IN 
and so on and so on.. till it works. 


Then you can make a shortcut on the desktop, and use a PIF file to do the 
environemt setup for SIOCONS. 


-sean 
--MESSAGE FILE 18391 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000022 
3 


--MESSAGE FILE 18392 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
224 

Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 
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Newsgroups: scea.yaroze.problems.pc 

Subject: Re: Problem Downloading with SIOCONS on NT4.0 

Date: Thu, 17 Sep 1998 22:42:20 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 22 

Message-ID: <skennedy-1709982242200001@prol1-173.barrie.connex.net> 
References: <358F3F0D.A6E82126@cr1.com> 

NNTP-Posting-Host: prol-173.barrie.connex.net 


In article <358F3F0D.A6E82126@crl.com>, John Sutter <jds@crl.com> wrote: 


> I've been having problems downloading via SIOCONS on my NT machine. 
> The download generally starts and runs for a bit but then hangs (have to 
> reset the psx). The number of bits is usually some negative number 
> (lots 

> F's). This happens at pretty much any speed though more frequently 
> at higher speeds. This sounds like a data overrun problem. 

> Using the same settings in Win95 on the same machine it works fine 
> everytime 

> regardless of the speed. Anyone have any ideas for me? 

> Thanks, 

> -- John 


Do not use real-mode Comm Utilities in WindowsNT. 

The Hal doe not allow these apps to function correctly. 
use YarozeMaster V2.0. 

it works. 


-sean 
--MESSAGE FILE 18392 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000022 
4 


--MESSAGE FILE 18393 START: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/00000 
225 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kevin Holbrook <KevinHolbrook@yahoo.com> 

Newsgroups: scea.yaroze.problems.pc 

Subject: Need new cable 

Date: Sat, 27 Mar 1999 18:16:49 -0600 

Organization: SCEA News Server 

Lines: 7 
Message-ID: <36FD74F1.C4F5B7C3@yahoo.com> 
NNTP-Posting-Host: kwh.neosoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; U) 
X-Accept-Language: en, ja 


How do I order a new communication cable for my Yaroze? 
My cat seriously mauled mine and it doesn't work now. 8-( 


It's called "Communication Cable" part DTL-H3050. 


Thanks 

Kevin "kwh@neosoft.com" 

—-MESSAGE FILE 18393 END: net-yaroze-usenet/00000002-SCEA/yaroze/problems/pc/0000022 
5 


E AE AE AE HEE EEE HEH 
E AE EAE AE EAE FE EH HE EH 


E AE AE AE FE HEE HEE EH 
E AE EAE AE AEE FE EAE HE EH 
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EE AE TE AE HE FE E FE EHE REESE 
--START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/programming 
EE E AE AE TE FE AE FE E HE REESE 


——HHEEEEE EE EE HEH 

——START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics 

——HHEEEEEEE EE HEH 


—--MESSAGE FILE 18394 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000001 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Simple Exmaple of GsBG usage wanted 

Date: Tue, 22 Apr 1997 16:48:48 -0500 

Organization: (No organization) 

Lines: 198 

Message-ID: <335D3240.31FC@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I was trying to put up a simple scrolling background using the 
GsBG, GsMAP, and GsCELL data structures with the GsSortFixBg16() 
routine. I couldn't get it to display anything. 


Below is a copy of the file, showing how I think these three 
structures want to be related. Any idea where I am going wrong? 


Is there a more general version of "GsSortBg()" available so that 
we can put up a GsBG in only part of the screen, or use different 
size tiles? (The docs for GsSortFixBg16 say it only works 
full-screen, with 16x16 tiles) 


(BTW: I'm just hard-coding a lot of variables and even the graphic 
images and color-lookup-tables just to make sure in my mind where 
everything is...) 


Any help is appreciated. 
Ed Federmeyer 


=m sas = example that needs fixing 
#include <libps.h> 
#include "pad.h" 


#define PACKETMAX (10000) 

#define PACKETMAX2 (PACKETMAX*24) 

#define ՕՆ LENGTH (14) 

GsOT WorldOrderingTable[2]; 

GsOT_TAG zSortTable[2] [1<<OT_LENGTH]; 

PACKET GpuOutputPacket [2] [PACKETMAX2]; 

unsigned short tilel_image_data[4][16] = { 
0x0001, 021111, Ox1111, 021111, 
0x0001, 0x0001, 0x2000, 0:2:1000, 
0x0001, 0x0001, 02:2000, 0Ox1000, 
0x0001, 0x0001, 0x2000, 0:2:1000, 
0x0001, 0x0001, 0x2000, 0Ox1000, 
0x0001, 0x0001, 0Ox2000, 0Ox1000, 
0x0001, 0x0001, 0x2000, 0:2:1000, 
0x0001, 0x0001, 0x2000, 0:2:1000, 
0x0001, 0x0001, 0::2000, 0:2:1000, 
0x0001, 0x0001, 0::2000, 0Ox1000, 
0x0001, 0x0001, Ox2000, 0:2:1000, 
0x0001, 0x0001, 0Ox2000, 0:2:1000, 
0x0001, 0x0001, 0::2000, 0Ox1000, 
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0x0001, 0x0001, 0x2000, 0x1000, 
0x0001, 0x0001, 022000, 021000, 
Ox1111, 021111, 021111, 021111, 


)չ 


unsigned short tile2_image_data[4][16] = ( 
02:4444, 0x4444, 0x4444, 0x4444, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4333, 0x3333, 0x0000, 0x0004, 
0x4000, 0x0000, 0x0000, 0x0004, 
0x4000, 0x0000, 0x0000, 0x0004, 
0x4000, 0x0000, 020000, 0x0004, 
0x4000, 0x0000, O0x0000, 0x0004, 
0x4000, 0x0000, 0x0000, 0x0004, 
0x4000, 0x0000, 0x0000, 0x0004, 
0x4000, 0x0000, 0x0000, 0x0004, 
0x4444, 0x4444, 0x4444, 0x4444, 


)չ 


unsigned short clut[16] 


{ 


0x0000, Ox001F, Ox03E0, Ox7FFF, Ox7FFF, Ox7FFF, Ox7FFF, Ox7FFF, 
Ox7FFE, Ox7FFF, Ox7FFF, Ox7FFF, Ox7FFF, Ox7FFF, Ox7FFF, Ox7FFF, 


)չ 


GsBG 
GsMAP 
GsCELL 


unsigned short 


)չ 


unsigned long bg_work_area 


ե 


void 
main( void 


{ 


bg; 
map; 
cell [ 


P 
3 
Q 
0) 
« 
— ƏN 
` O O m 


x C t ՕԲ G: ia 
4 © Է 


` © +t 


DA OAT RARO J 
N ` x x x x x + 
N ` x x x x x + 
x «. ` ` ` x > ` UN 


O +t 


) 


Ի ՕԻԾԻՕԻԿԵՓՕԾԳ Փ 


x «ՎՎՋՎՎՎՁՎՎՎՎՎՎ — 


` 
OOHOOH TOH 
v — — — — — — — 
N ` x x x x x + 


(( (512/16+1) * (240/16+1+1) * 6+4) 


u_long pad_data; 
int outputBufferIndex; 
RECT rect; 


SetVideoMode( MODE_NTSC ); 
GsInitGraph( 512 ,240, GsOFSGPU|GsNONINTER, on 0 3); 


GsDefDispBuff( 0, 


Pad 


Wor 
Wor 
Wor 
Wor 


rect. 
rect. 
rect... 
rect... 
LoadImage ( 
printf ( 


Init (); 


1ldoOrderingTabl 


0, 


0, 256 ); 


ldOrderingTab] 


.length = OT_LENGTH; 
length = OT_LENGTH; 


ldOrderingTabl 


ldOrderingTabl 


960; 
0; 
4; 
16; 


5`Հ» 
կհ H | 


&rect, 
"tpageO = d\n", GetTPage( 0, 0, 960, O ) ); 


(un 


-org zSortTable[0]; 
-org zSortTable[1]; 


signed long *)&tilel_image_data ); 


A242 


) 
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rect.x = 964; 

rect.y = 0; 

rect.w = 4; 

rect.h = 16; 

LoadImage( &rect, (unsigned long *) &tile2_image_data ); 

printf( "tpagel = %d\n", GetTPage( 0, 0, 964, 0) ); 

rect.x = 960; 

rect.y = 256; 

rect.w = 16; 

rect.h = 1; 

LoadImage( &rect, (unsigned long *)&clut ); 

printf( "clutID = %d\n", GetClut( 960, 256 ) ); 

bg.attribute = 0x08000040; 

bg.x = 0; 

bg.y = 0; 

bg.w = 512; 

Եց.հ = 240; 

bg.scrollx 0; 

bg.scrolly = 0; 

bg.r = 128; 

bg.g = 128; 

bg.b = 128; 

bg.map = &map; 

bg.mx = 0; 

bg.my = 0; 

bg.scalex = 0; 

bg.scaley = 0; 

bg.rotate = 0; 

map.cellw = 16; 

map.cellh = 16; 

map.ncellw = 32; 

map.ncellh = 15; 

map.base = &cell[0]; 

map.index = &index[0] [0]; 

cel 0].u = 0; 

cel 0].v = 0; 

cel 0].cba = 16444; 

cel 0].flag = 0; 

cell[0].tpage = 15; 

cel 11.ս = 4; 

cel 11.7 = 0; 

cel 1].cba = 16444; 

cel 1].flag = 0; 

cel 1].tpage = 15; 

GsInitFixBg16( &bg, &bg_work_area[0] ); 

do { 
outputBufferIndex = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET*) GpuOutputPacket [output 


GsClearOt (0, 0, 


DrawSync (0); 
VSync (0); 
pad_data = PadRead(); 


GsSwapDispBuff(); 


BufferIndex]); 


&WorldOrderingTable [outputBufferIndex]); 


GsSortClear( 0x0, 0x0, 020, 
&WorldOrderingTable[outputBufferIndex] ); 
GsSortFixBg16( &bg, &bg_work_area[0], 


&WorldOrderingTable [outputBufferIndex], 


GsDrawOt ( 


1000 ); 


&WorldOrderingTable[outputBufferIndex] ); 
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} while ( !(pad_data & PADselect) ); 


ResetGraph (3); 


SSeS === end of example that needs fixing 
—-MESSAGE FILE 18394 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000001 


——MESSAGE FILE 18395 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000002 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Exmaple of GsBG usage wanted 

Date: Wed, 23 Apr 1997 02:14:14 GMT 

Organization: SCEA Net Yaroze News 

Lines: 36 

Message-ID: <335dé6édbe.17634457@205.149.189.29> 

References: <335D3240.31FC@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0005-6.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Ed, 


Try changing where you do the GsSortFixBgl6. The 'sort' functions 
should be located between the GsClearOt() and the DrawSync(). The way 
it is currently written you add the background to the draw list, then 
loop back to the beginning where you do a GsClearOT(). This 
effectively erases the object before it is displayed. 


It should look more like this: 


do { 
outputBufferIndex = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET*) GpuOutputPacket [outputBufferIndex]); 
GsClearot (0, 0, &WorldOrderingTable[outputBufferIndex]) ; 


GsSortFixBg1l6( &bg, &bg_work_area[0], 
&WorldOrderingTable[outputBufferIndex], 1000 ); 


DrawSync (0); 
VSync (0); 


pad_data = PadRead(); 
GsSwapDispBuff(); 


GsSortClear( 0x0, 0x0, 020, 
&WorldOrderingTable [outputBufferIndex]) ; 


GsDrawOt( &WorldOrderingTable[outputBufferIndex] ); 


} while ( !(pad_data & PADselect) ); 


After you make this change, you should see something on the screen. If 
you have other problems, just shout. 


Mario 
—-MESSAGE FILE 18395 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000002 


—--MESSAGE FILE 18396 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Keith Broussard <broussak@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Exmaple of GsBG usage wanted 

Date: Wed, 23 Apr 1997 00:07:06 -0500 

Organization: SCEA Net Yaroze News 

Lines: 46 

Message-ID: <335D98FA.214E@earthlink.net> 
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References: <335D3240.31FC@charlie.cns.iit.edu> <335d6dbe.17634457@205.149.189.29> 


Reply-To: broussak@earthlink.net 

NNTP-Posting-Host: Cust76.Max10.New-Orleans.LA.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 

To: Mario Perdue <mperdue@iquest.net> 


Mario Perdue wrote: 


Ed, 


Try changing where you do the GsSortFixBgl6. The 'sort' functions 
should be located between the GsClearOt() and the DrawSync(). The way 
it is currently written you add the background to the draw list, then 
loop back to the beginning where you do a GsClearOT(). This 
effectively erases the object before it is displayed. 


It should look more like this: 

do { 
outputBufferIndex = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET*) GpuOutputPacket [outputBufferIndex]); 
GsClearot (0, 0, &WorldOrderingTable[outputBufferIndex]); 


GsSortFixBg1l6( &bg, &bg_work_area[0], 
&WorldOrderingTable[outputBufferIndex], 1000 ); 


DrawSync (0); 
VSync (0); 


pad_data = PadRead(); 
GsSwapDispBuff(); 


GsSortClear( 0x0, 0x0, 020, 
&WorldOrderingTable [outputBufferIndex]); 


GsDrawOt( &WorldOrderingTable[outputBufferIndex] ); 
} while ( !(pad_data & PADselect) ); 


After you make this change, you should see something on the screen. If 
you have other problems, just shout. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Mario 
Hello Mario, 


My name is Keith I am new to the program. You seem to have a grasp of 
whats going on so I would like to know do you have and suggestions on 

any books I can read to get a better understanding of the hardware 

aspects of the playstation. I have all of the books I need on 2d and 3d 
but I all have trouble intergrating it with the playstations 

architecture. 

—-MESSAGE FILE 18396 END: net-yaroze-usenet/00000002-SCEA/yaroze/programmi 
2d_graphics/00000003 


ng/0000000 


—-MESSAGE FILE 18397 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000004 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Exmaple of GsBG usage wanted 

Date: Wed, 23 Apr 1997 15:04:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <335e242f.2732049@205.149.189.29> 

References: <335D3240.31FC@charlie.cns.iit.edu> <335d6dbe.17634457@205.149 
335D98FA.214F@earthlink.net> 

NNTP-Posting-Host: ind-0008-17.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


.189.29» Հ 
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Hi Keith, 


Sorry, but I don't know of any books on the PlayStation hardware. 
Perhaps someone from Sony knows of one, and could respond here. 


Mario 


On Wed, 23 Apr 1997 00:07:06 -0500, Keith Broussard 
<broussak@earthlink.net> wrote: 


>Hello Mario, 

> 

>My name is Keith I am new to the program. You seem to have a grasp of 
>whats going on so I would like to know do you have and suggestions on 
>any books I can read to get a better understanding of the hardware 
>aspects of the playstation. I have all of the books I need on 2d and 3d 
>but I all have trouble intergrating it with the playstations 
>architecture. 
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—-MESSAGE FILE 18397 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000004 


—-MESSAGE FILE 18398 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Exmaple of GsBG usage wanted 

Date: Wed, 23 Apr 1997 15:09:43 GMT 

Organization: SCEA Net Yaroze News 

Lines: 46 
Message-ID: <335d6aaa.16845896@205.149.189.29> 
References: <335D3240.31FC@charlie.cns.iit.edu> 
NNTP-Posting-Host: ind-0008-17.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 22 Apr 1997 16:48:48 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


Ed, 
I've taken a quick look at what you are doing and I did notice one 


problem. Where you draw the GsBG object is misplaced. The sequencing 
should go like this: 


Get the active buffer 

Set the work base 

Sort the objects to be displayed 
Draw Sync 

VSync 

Swap Buffer 

Sort Clear 

Draw OT 


OO —] ON 1 QO N = 


տ 
O 


your do loop should look a bit more like this: 


Q 
օ 


{ 

outputBufferIndex = GsGetActiveBuff (); 

GsSetWorkBase( (PACKET*) GpuOutputPacket [outputBufferIndex]); 
GsClearot (0, 0, &WorldOrderingTable[outputBufferIndex]) ; 


GsSortFixBg1l6( &bg, &bg_work_area[0], 
&WorldOrderingTable[outputBufferIndex], 1000); 


DrawSync (0); 
VSync (0); 


GsSwapDispBuff(); 
GsSortClear( 0x0, 0x0, 0x0, &WorldOrderingTable[outputBufferIndex]) ; 
GsDrawOt( &WorldOrderingTable[outputBufferIndex] ); 
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pad_data = PadRead(); 


} while ( | (pad_data & PADselect) ); 


I don't know if there are other problem, but you should get something 
displayed on the screen after you fix this. If you need more help, 
just shout. 


Mario 
—-MESSAGE FILE 18398 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000005 


—--MESSAGE FILE 18399 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Exmaple of GsBG usage wanted 

Date: Wed, 23 Apr 1997 15:14:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <335e2675.3313938@205.149.189.29> 

References: <335D3240.31FC@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0008-17.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Ed, 


I just noticed another problem. The values for ncellw and ncellh refer 
to the size of the array used to define the background pattern. In 
your program they should both be 8. Like this: 


map.cellw = 16; 

map.cellh = 16; 
map.ncellw = 8; 
map.ncellh = 8; 

map.base = &cell[0]; 
map.index = &index[0] [0]; 


That should make it work the way you want. 


Mario 
—-MESSAGE FILE 18399 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000006 


——MESSAGE FILE 18400 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: More GsBG questions 

Date: Thu, 24 Apr 1997 02:16:48 -0500 

Organization: (no organization) 

Lines: 317 

Message-ID: <335F08E0.7758@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Okay, I've done some more experimenting with the order that I call the 
GsSort() routines, etc. Its working a lot better now, thanks Mario! 


BUT I've come across even more things I don't understand: 


1) Why are 4-bit CLUT images reversed? If you look at the image 
definitions 


Net Yaroze newsgroups message dump.txt 


for my tilel_image_data[] array, you'll see that I needed to do some 
wierd 
byteswapping to get the image to display the way I wanted it to. I 


started 

experimenting with 15bit-direct images (with sprites), and they were 
stored 

intuitively, not requiring byteswapping. 


2) Performance: Is there a general difference in the performance of 
working with 4bit vs. 8bit CLUT vs 15bit vs 24bit direct images? 

Just a generalization is all I'm after at this point. I would assume 
that the CLUT images are slower, since the routines or GPU must 
translate 

the CLUT info into real RGB values before the image is painted into the 
display buffer. 


3) You'll notice in the attached code, when I define the second cell, 
which 

LoadImage() puts his texture right next to the texture of the first 
cell, 

I need to define it's ".u" value as being 16, even though it is 
physically 

in VRAM 4 pixels to the right of the first cell. Apparently the 
routines/ (GPU?) automatically adjust the ".u" member depending օո if it 
is 

a Abit/8bit CLUT or 15bit direct texture? Is that right? 


4) Why is GsSortClear() somehow different than the other GsSort () 
functions? 

All the GsSort functions do is add a command to the list of GPU commands 
in the given OT, right? They don't actually set the GPU into action, 
right? 

Then later you tell the GPU to start working on the complete list of 
commands, 

right? 


Well, it's almost as if when preparing the commands, the GsSort() funcs 
don't 

need to know about the current display buffer (the GPU will figure out 
where 

exatally in VRAM the drawing commands should write to when the time 
comes), 

but GsSortClear() seems to peek at the current display buffer to figure 
out 


what VRAM area to create a clear command for. I don't get it. 
Works: Gives Black Screen: 
Clear OT Clear OT 
Call GsSort() funcs Call GsSort() funcs 
VSync/SwapBuffer Call GsSortClear () 
Call GsSortClear () VSync/SwapBuffer 
Draw OT Draw OT 


5) When I define the second of my double buffers via GsDefDispBuf() to 
be 

on the VRAM y-location of 256 (as is done in some examples), rather than 
*immediatly* below the first buffer (at 240), the GsSortFixBg16() 
routines 

draws the BG 16 pixels lower on the odd frames!!! 


Below is a more full-blown version of code I'm testing with. It puts up 
a tiled background, and a sprite in front of it. The way it is now, 

the image is "jumpy", because the BG jumps up and down 16 pixels every 
frame, so tiles that are different are flickery. 


See the comments for ways to "fix" the code. Any ideas why the code 
(GsSortFixBg16() in particular) behaves this way? 


Thanks, 
EdF 


Code for testing strange behavior 
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Craig Graham wrote: 
> MIPS == SGI (check out the MIPS WWW site). 
yes, I know - remember when SGI boght the MIPS foundry... 


> I'd be surprised if 

> MIPS are going down considering the mass market that their CPU's 

> are used in (they must be getting per unit license fees from both Sony 
> and Nintendo, which equates to a LOT of money). 

The story is SGI are considering floating MIPS as a separate company, 
and MIPS then claims that its future success is based entirely upon 
whether Nintendo use MIPS for their next machine, they didnt mention 
Sony at all 


SGI themselves have announced that they will port IRIX to the new 
intel/hitachi bodge, which is unheard of, after over 10 years of using 
solely MIPS machines. 


all of which leaves MIPS with an unsure market. 


M. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 
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—-MESSAGE FILE 1945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00648 


-—-MESSAGE FILE 1946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000649 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 17 Apr 1998 19:57:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6h8k7hS$shn7@chuka.playstation.co.uk> 
References: <35363517.A88BA96D@creatron.de> 
NNTP-Posting-—Host: modem088.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hiya, 


Nobody knows exactly what the new specs for the PS 2 will be, and Sony 
won't release it for at least another 18 months with the Playstation 
doing so well. And BIW, I think these debates about internal processors 
are irrelevant - what makes a system sell well is the games, not the 
architecture (OK, sure, a good system design can lead to better games). 
I couldn't care less what they use to make the PS 2, as long as it's 
affordable and has lots of great games which are noticably better 
(technically, at least) than current PS titles! I'd have thought Yaroze 
coders would give *games* themselves greater credit in a system's 
success :-) 


Nick F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 1946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00649 


—-MESSAGE FILE 1947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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#include <libps. 
"pad.h" 


#include 


h> 


#define PACKETMAX 
#define PACKETMAX2 
#define OT_LENGTH 


GsOT 
GsOT_TAG 
PACKET 


unsigned short tilel_image_data[4] 


0x1111, 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x0001 
0x1111 


«.« «Վ ` S S S S S S NS N x x x + 


)չ 


unsigned short tile2_image_data[4] 


0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
}; 


WorldOrderingTable 


(10000) 


(PACKETMAX* 24) 


(14) 


2]; 


zSortTable[2] [1<<OT_LENGTH]; 


GpuOutputPacket [2] 


0x1111, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x1111, 


0x3333, 
0x3333, 
0x3333; 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 


unsigned short clut[16] 


0x0000, 
Ox7FFF, 
]; 
GsSPRITE 
GsBG 
GsMAP 


GsCELL 
unsigned short 


h 
0 
0 
0 
0 
0 
0 
0 
0 
0 


GÇ y C C G C: O G O 
N ` x ` x x x ` +` 
ՓԾՓՓՕՓՓՕՓԾՓՕՓԾՓԾԾԵԾ 


x x x x x Վ x x x 


0x001F, 
Ox7FFF, 


sprite; 


OrPFRPPRPHROOO 
Sowa SSN չտ Se Հ 
OrFPOFOFADS 


«զ« «ՎՎՋՎՎՎ x x x x 


0x1111, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x0000, 
0x1111, 


0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 


= oh 
0x03E0, 
Ox7FFF, 


í Fa OOO 


Abr EF + 


` ` `` ` ` ` Հ (տ 


OOrRrRrRFOOOO 
N ` x x x x x ` +` 
ՓԾՓՓՕՓԵՓՓՕՓՕԾՓՕՓԺՓ | 
N ` x x x x x x` ` 


ՓԻ Qy Cy O: FA CC OJH 


PACKETMAX2 ] ; 


16] 

0x1111, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1000, 
0x1111, 


Հոմ 


16] 

0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 
0x3333, 


0x7C00, 
Ox7FFF, 


Ox7FFF, 
Ox7FFF, 


Ox7FFF, 
Ox7FFF, 


Ox7FFF, 
Ox7FFF, 


Ox7FFF, 
Ox7FFF, 


ւ ahi OOO 


x` ԲԹ է 


N ` x x x x x x + 
ՓՓՕՓՓՕԶԽՓԻՓՕՓԻ ՓՕՓՓԾԵԾ 
N ` ` x x x x ` x 
@— Cy O O: O 1 Cy O 
N ` ` ` x x x x + 
O: Q O: C C C OD 
N ` ` x x x x x + 
° Q O Q: O O, G 
N ` ` x x x x x x 
OTONO O OOO O 
N ` x ` x x x ` +` 
— Cy: O O: > O C O 
N ` x x x x x x +` 
ԾՓՓՕՓՓՕՓԾՓԾՓԾԾԾԵԾ 
N ` x x x x x x +` 
ՓՓՕՓՓՕՓՓԾՓԾՓԾԾԾԵԾ 
N ` ` x x x x ՀՎ 
ՓՓՕՓՓՕՓՓԾՕՓԾՓՕՓԾՕՓԺԾ 
N ` x x x x x x ` 
o C O O O: — O 
N ` x x x x x x x 
Ç C: C. 5 C OD: O 
N ` x x x x x ` +` 
@ Q O O C O O 
N ` ` x x x x x +` 
ՓՓՕՓՓՕՓԾԾՓԾՓԾԾԵԾ 
N ` x x x x x x ` 
— C-O G 5 O O 
N ` x ` x x x x +` 
ՓՓՕՓՓՕՓԾՕՓԾՓԾԾԾԾԾԾԵԾ 
N ` x x x x x x ` 
ԾՓՓՕՓՓՓՓՕՓԾՓՕՕՓԾՓԺԾ 
N ` x x x x x ՀՎ 
O y Cy C O Cy O C O 
N ` ` ` x x x ` ` 
Q Cy O O G O: y O 
N ` ` x x x x x +` 
ՓՓՕՓՓՕՓԾՓԾԾԹԾԵԾ 
N ` x ` x x x ` +` 


O H 
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)չ 


@ Q O O: 
x x x x x + 
ՓՓՕՓՓՓԾՓԾՓԾ 
x x x x x + 
— Q 5-5 G 


«զ x x x x x 


unsigned long 


]; 


void 
main ( 


{ 


void ) 


u_long 
int 
RECT 


SetVideoMode ( MODE_NTSC 


ԾՓՓՕՓՓՓԾՓԾՓԾ 


զ x x Վ x x 


DOGODO 


զ x x x x + 


bg_work_area[ 


OOOO 
x x x x x + 
— O: O C: 
x x x x x + 
O: C O 


զ x x x x x 


Page 


[a> O O. O O 
x x x x x + 
ՓՓՕՓՓՓԾՓԾՓԾԵԾ 
x ` x x x + 
— Q O > 
x x x x x + 
ՓՓՕՓՓՓԾՓԾՓԾ 
x ` x x x + 
Ln i so Su asa O ap 
x x x x x + 
OOOO 
x x x x x + 
— Cy: O: 
x x x x x + 
C > C O 
x x x x x + 
ՓՓՕՓՓՓԾՓԾՓԾԵԾ 
x x x x x + 
ՓԾՓՓՕՓՓՓԾՓԾՓԾԵԾ 
x x x x x + 
— Q 5-5 G 
x x x x x + 
G: C: O: C C Cy 
x x x x x + 
DOODO 
x x x x x + 
OOOO 
x x x x x + 
— O: O O 
x x x x x +` 
ՓՓՕՓՓՓԾՓԾՓԾ 
x x x x x + 
e° — O O O 
x x x x x + 
yC C O — 
x x x x x + 
— Q O > 
x x x x x + 
S: C G C 
x x x x x + 
ՓՓՓՓԾՓԾՓԾ 
x x x x x + 
ՓՓՕՓՓՓԾՓԾՓԾԵԾ 
x x x x x + 
— Cy: O O: 
x x x x x + 
O O: C C 
x x x x x + 


(( (512/16+1) * (240/16+1+1) * 6+4) * 2+2 ) 


pad_data; 
outputBufferIndex; 
rect; 


); 


GsInitGraph( 512 ,240, GsOFSGPU|GsNONINTER, 1, 0 ); 


// CHOOSE ONE: 


// and down every other frame. 
// GsSortFixBg16() 


GsDefDispBuff( 0 


//GsDefDispBuff( 0, 


Pad 


WorldOrderingTabl 
WorldOrderingTabl 
WorldOrderingTabl 
WorldOrderingTabl 


rect. 
TECE, 
rect. 
Feet 


5`Հ» 


LoadImage ( 


rect .x 
Feet es 
rect.w 
rect.h 


LoadImage ( 


rect x 
rect.y 
rect.w 
rect.h 


LoadImage ( 


sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 
sprite. 


bg.attribute = 


at 
x 
y 
w 
h 
tp 
u 


7:55 


CX 


mx 
my 


Init (); 


Using the 256 one will make the BG jump up 
(See the IF around the 
below!) 
, 0, 0, 256 
0, O, 


); 
240 


/* jumpy picture */ 
/* nice picture */ 


); 


length = OT_LENGTH; 


length = OT_LENGTH; 


960; 

0; 

4; 

16; 
&rect 


964; 

0; 

4; 

16; 
&rect 


960; 
256; 
16; 

1; 
&rect 


tribute 
300; 
100; 
= 16; 
= 16; 
age = 1 
= 16; 
0; 
= 960; 
= 256; 
128; 
128; 
= 128; 
0; 
0; 


.org = zSortTable[0]; 
-org = zSortTable[1]; 


, (unsigned long *) &tilel_image_data ); 


, (unsigned long *) &tile2_image_data ); 


, (unsigned long *)&clut ); 


= 0x08000040; 


5; 


/* SEE comment below about the aA 


-u member... 


scal 


Lex x= 


scal 


rotate 


Ley 


0x08000040; 
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bg.x 0; 

bg.y = 0; 

bg.w = 512; 
bg.h = 240; 
bg.scrollx = 0; 
bg.scrolly = 0; 
bg.r = 128; 
bg.g = 128; 
bg.b = 128; 
bg.map = &map; 
bg .mx 0; 
bg.my = 0; 


map.cellw = 16; 
map.cellh = 16; 
map.ncellw = 32; 
map.ncellh = 15; 
map.base = &cell[0]; 
map.index = &index[0] [0]; 
cell[0O].u = 0; 
cell[0O].v = 0; 
cell[0].cba = 16444; 
cell[0].flag = 0; 
cell[0].tpage = 15; 


// SINCE this cell texture is really stored right next to the other 
// cell texture, and each texture is 4 bytes wide, why to I need to 
// set the .ս to 16? I would have thought I should set it to 
// "4", indicating it is 4 pixels from the start of the tpage? 


cell[1].u = 16; 
cell[1].v = 0; 
cell[1].cba = 16444; 
cell[1].flag = 0; 
cell[1].tpage = 15; 


GsInitFixBg1l6( &bg, &bg_work_area[0] ); 


do { 


outputBufferIndex = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET*) GpuOutputPacket [outputBufferIndex]); 
GsClearot (0, 0, &WorldOrderingTable[outputBufferIndex] ); 


// CHOOSE ONE: If GsDefDisBuf() sets the second buffer 
// at y-offset 256, the BG image for every odd frame is 
// 16-pixels lower on the screen! Test this by only 

// drawing the BG on either an even or odd frame and 

// comparing where the lines cross the edge of your TV! 
// Comment them both out to have the BG jump up and down 
// at 60Hz! 

// IF GsDefDispBuf() sets the second buffer at y-offset 
// 240, then the BG gets displayed correctly on both 

// odd and even frames. 
//if ( outputBufferIndex == 0 ) 
//if ( outputBufferIndex == 1 


GsSortFixBg1l6( &bg, &bg_work_area[0], 
&WorldOrderingTable[outputBufferIndex], 100 ); 
} 


GsSortFastSprite( &sprite, 
é&WorldOrderingTable[outputBufferIndex], 5 ); 


DrawSync (0); 
VSync (0); 
pad_data = PadRead(); 


// How come if I put the GsSortClear() here, I just get 
// a black screen? Does it somehow use the "current" 
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// buffer to know where to clear? Why is this different 
// from the other GsSort() functions? 
//GsSortClear( 0x0, 020, 020, 
// &WorldOrderingTable[outputBufferIndex] ); 
GsSwapDispBuff(); 


GsSortClear( 0x0, 0x0, 020, 
&WorldOrderingTable[outputBufferIndex] ); 


GsDrawOt( &WorldOrderingTable[outputBufferIndex] ); 
} while ( !(pad_data & PADselect) ); 


ResetGraph (3); 


End of Code for testing strange behavior 


—-MESSAGE FILE 18400 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000007 


—-MESSAGE FILE 18401 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000008 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Thu, 24 Apr 1997 10:08:13 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 120 

Message-ID: <335F22FD.35@interactive.sony.com> 

References: <335F08E0.7758@charlie.cns.iit.edu> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ed Federmeyer wrote: 


> 

> Okay, I've done some more experimenting with the order that I call the 
> GsSort() routines, etc. Its working a lot better now, thanks Mario! 
> 

> BUT I've come across even more things I don't understand: 

> 

> 1) Why are 4-bit CLUT images reversed? If you look at the image 

> definitions 

> for my tilel_image_data[] array, you'll see that I needed to do some 
> wierd 

> byteswapping to get the image to display the way I wanted it to. I 
> started 

> experimenting with 15bit-direct images (with sprites), and they were 
> stored 

> intuitively, not requiring byteswapping. 

> 

Hi Ed, 


8 bit and 4 bit textures are stored packed into GPU words (16 bit) in 
left to right order. - Big Endian/ Not little endian 


2) Performance: Is there a general difference in the performance of 
working with 4bit vs. 8bit CLUT vs 15bit vs 24bit direct images? 

Just a generalization is all I'm after at this point. I would assume 
that the CLUT images are slower, since the routines or GPU must 
translate 

the CLUT info into real RGB values before the image is painted into the 
display buffer. 


VVVVVVV VY 


The CLUT lookup is transparent, so it doesn't waste any draw cycles 
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except for 16/256 reads if the CLUT changes. 
24 bit mode doesn't allow any polygon stuff - It's only there for static 
images. 


For speed - 4 bit textures make the best use of both VRAM and the 
texture caches, so most games use them. 


VVVVVVVVVVV 


3) You'll notice in the attached code, when I define the second cell, 
which 

LoadImage() puts his texture right next to the texture of the first 
cell, 

I need to define it's ".u" value as being 16, even though it is 
physically 

in VRAM 4 pixels to the right of the first cell. Apparently the 
routines/ (GPU?) automatically adjust the ".u" member depending օո if it 
is 

a Abit/8bit CLUT or 15bit direct texture? Is that right? 


Yup, uv coords are based on the 256x256 TPAGE - which takes 256x256y 
Vram for l6bit, 128x256y for 8 bit, and 64x256y for 4 bit, So a 4bit U 
of 16 references 4 extra in X. 


Page 
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> 4) Why is GsSortClear() somehow different than the other GsSort () 
> functions? 
> All the GsSort functions do is add a command to the list of GPU commands 
> in the given OT, right? They don't actually set the GPU into action, 
> right? 
> Then later you tell the GPU to start working on the complete list of 
> commands, 
> right? 
> 
> Well, it's almost as if when preparing the commands, the GsSort() funcs 
> don't 
> need to know about the current display buffer (the GPU will figure out 
> where 
> exatally in VRAM the drawing commands should write to when the time 
> comes), 
> but GsSortClear() seems to peek at the current display buffer to figure 
> out 
> what VRAM area to create a clear command for. I don't get it. 
> 
I'll break this down into double buffer ops.. 
> Works: Gives Black Screen: 
> Clear OT Clear OT 
empty ot 
> Call GsSort() funcs Call GsSort() funcs 
ot contains polys 
> VSync/SwapBuffer Call GsSortClear () 

Swap buffers Ot contains polys + clear for current draw s 
creen 
> Call GsSortClear () VSync/SwapBuffer 

Ot contains polys + clear for NEW draw screen 

Swap buffers 

> Draw OT Draw OT 


VVVVVVVV AQ 


I 


last frames polys!!!! 


Clears draw screen, draw polys. 
Clear old draw screen ( now displa 


leared next frame ) 


5) When I define the second of my double buffers via GsDefDispBuf() to 
be 

on the VRAM y-location of 256 (as is done in some examples), rather than 
*immediatly* below the first buffer (at 240), the GsSortFixBg16() 
routines 

draws the BG 16 pixels lower on the odd frames!!! 


think that the 256y display stuff is more for PAL.. ie: you probally 


have to have 256 for the display Y in the initgraph stuff... 


y ): 


Erase 


Draw polys on new draw screen ( ready to be 
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> Below is a more full-blown version of code I'm testing with. It puts up 
> a tiled background, and a sprite in front of it. The way it is now, 

> the image is "jumpy", because the BG jumps up and down 16 pixels every 

> frame, so tiles that are different are flickery. 

> 

> See the comments for ways to "fix" the code. Any ideas why the code 

> (GsSortFixBg16() in particular) behaves this way? 

> 

> Thanks, 

> EdF 


have fun with Yaroze... 


Colin. ( SCEE ) 
—-MESSAGE FILE 18401 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000008 


——MESSAGE FILE 18402 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000009 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Thu, 24 Apr 1997 15:19:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 89 

Message-ID: ՀՅՅ5ք7118.28483160205.149.189.29» 

References: <335F08E0.7758@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0010-15.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi Ed, 


>1) Why are 4-bit CLUT images reversed? If you look at the 
>image definitions for my tilel_image_data[] array, you'll 
>see that I needed to do some wierd byteswapping to get the 
>image to display the way I wanted it to. I started 
>experimenting with 15bit-direct images (with sprites), and 
>they were stored intuitively, not requiring byteswapping. 


That's just the way the data is stored. I'll post my file on the TIM 
format today. It's not the ‘official’ document, but it's based on a 
fax of that document. It will be a lot clearer after you see the 
format. 


>2) Performance: Is there a general difference in the 
>performance of working with 4bit vs. 8bit CLUT vs 15bit vs 
>24bit direct images? Just a generalization is all I'm after 
>at this point. I would assume that the CLUT images are 
>slower, since the routines or GPU must translate the CLUT 
>info into real RGB values before the image is painted into 
>the display buffer. 


You're probably right, but there hasn't been enough of a difference 
that I've noticed it. You may want to do some timing tests to verify 
ՆԵ» 


>3) You'll notice in the attached code, when I define the 
>second cell, which LoadImage() puts his texture right next 
>to the texture of the first cell, I need to define it's 
>".u" value as being 16, even though it is physically in 
>VRAM 4 pixels to the right of the first cell. Apparently 
>the routines/ (GPU?) automatically adjust the ".u" member 
>depending on if it is a 4bit/8bit CLUT or 15bit direct 
>texture? Is that right? 


I think you may be confusing shorts, bytes and pixels. You're working 

with an image that has a 4 bit color depth (16 colors). You've defined 
the image using shorts, with 4 shorts defining each line of the image. 
Each short is two bytes wide, and each byte holds 2 pixels (4 bits per 
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pixel). That means the image is 16 pixels wide. So, in VRAM your image 
is 4 shorts to the right of the first image, which translates to 16 
pixels. In short, yes, the color depth is factored in when determining 
a pixel's location. 


>4) Why is GsSortClear() somehow different than the other 
>GsSort() functions? All the GsSort functions do is adda 
>command to the list of GPU commands in the given OT, 
>right? They don't actually set the GPU into action, 
>right? Then later you tell the GPU to start working on 
>the complete list of commands, right? 


>Well, it's almost as if when preparing the commands, the 
>GsSort() funcs don't need to know about the current 
>display buffer (the GPU will figure out where exatally 
>in VRAM the drawing commands should write to when the 


>time comes), but GsSortClear() seems to peek at the 
>current display buffer to figure out what VRAM area to 
>create a clear command for. I don't get it. 

> Works: Gives Black Screen: 
> Clear OT Clear OT 

> Call GsSort() funcs Call GsSort() funcs 
> VSync/SwapBuffer Call GsSortClear () 
> Call GsSortClear () VSync/SwapBuffer 

> Draw OT Draw OT 


GsSortClear() works pretty much like all the other GsSortXxx () 
functions. In the example that works, you do the GsSortClear() AFTER 
you swap the display buffers. In the other example, you do the 
GsSortClear() BEFORE you you swap display buffers. GsSwapDispBuff () 
does a lot more than just changing the pointer to the active display 
buffer. Among other things, it sets the 2D clipping rectangle to 
prevent you from accidently writing to the displayed image. In the 
first example, the GsSortClear() can't do much because the clipping 
rectangle has been moved. In the second, it does exactly what you told 
it to do and clears the screen. 


>5) When I define the second of my double buffers via 
>GsDefDispBuf() to be on the VRAM y-location of 256 (as is 
>done in some examples), rather than *immediatly* below the 
>first buffer (at 240), the GsSortFixBg16() routines draws 
>the BG 16 pixels lower on the odd frames!!! 


I don't know what's going on here, I'll have to play around with it a 
bit. 


Mario 
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—-MESSAGE FILE 18402 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000009 


—-MESSAGE FILE 18403 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000010 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Thu, 24 Apr 1997 17:28:23 -0500 

Organization: (No organization) 

Lines: 36 

Message-ID: <335FDE87.6C72@charlie.cns.iit.edu> 


References: <335F08E0.7758@charlie.cns.iit.edu> <335f711f.2848316@205.149.189.29> 


Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mario Perdue wrote: 
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> Works: Gives Black Screen: 
> Clear OT Clear OT 

> Call GsSort() funcs Call GsSort() funcs 
> VSync/SwapBuffer Call GsSortClear () 
> Call GsSortClear () VSync/SwapBuffer 

> Draw OT Draw OT 


GsSortClear() works pretty much like all the other GsSortXxx () 
functions. In the example that works, you do the GsSortClear() AFTER 
you swap the display buffers. In the other example, you do the 
GsSortClear() BEFORE you you swap display buffers. GsSwapDispBuff () 
does a lot more than just changing the pointer to the active display 
buffer. Among other things, it sets the 2D clipping rectangle to 
prevent you from accidently writing to the displayed image. In the 
first example, the GsSortClear() can't do much because the clipping 
rectangle has been moved. In the second, it does exactly what you told 
it to do and clears the screen. 


VVVVVVVVVVVVV VV VV 


But I guess the thing I don't understand, is that when you say "it does 
exactally what you told it to do and clears the screen", I think 

it should mean "it puts a command to clear the screen into the OT, so 
that later, when you DrawOT(), the first GPU command is 'clear the 
current screen'". In other words, *none* of the Sort() funcs act 
immediatly, but just stuff a draw command into the OT. If that is the 
case, it should not matter where the clipping rectangle is when I issue 
the SortClear call, but rather, when the rest of the OT is rendered to 
the screen, the first thing "rendered" is a big, black rectangle 
covering the screen area we are about to draw into. 


Maybe if I understood why GsSortClear does not require a priority 
like the other Sort() funcs... 


EdF 


EdF 
--MESSAGE FILE 18403 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000010 


——MESSAGE FILE 18404 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000011 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Fri, 25 Apr 1997 02:18:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <33600836.1372966@205.149.189.29> 

References: <335F08E0.7758@charlie.cns.iit.edu> <335f711f.2848316@205.149.189.29> ՀՅ 
35FDE87.6C72@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0016-28.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Ed, 

Sorry, that was an early morning answer. It seemed to make sense at 
the time :*). I should have referenced some of my code before 
answering. 

Now that I've done that, it still looks like the GsSwapDispBuff () 
function call sets up other parameters that (apearently) affect 
GsSortClear(). You're right though, it's probably not the clipping 


rect. I'll try to find out specifically what is affected and get back 
to you. You've got me wondering now, so I'll get right on it. 


As for why the GsSortClear() doesn't require a priority. I would say 
that's because GsSortClear() is intended to clear the entire display 
and doesn't need to worry about z-depth like the other GsSort 
functions do. 


Sorry if I've added to the confusion factor. Remember, I'm fairly new 
to this too. 
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Mario 


On Thu, 24 Apr 1997 17:28:23 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


>But I guess the thing I don't understand, is that when you say "it does 
>exactally what you told it to do and clears the screen", I think 

>it should mean "it puts a command to clear the screen into the OT, so 
>that later, when you DrawOT(), the first GPU command is 'clear the 
>current screen'". In other words, *none* of the Sort() funcs act 
>immediatly, but just stuff a draw command into the OT. If that is the 
>case, it should not matter where the clipping rectangle is when I issue 
>the SortClear call, but rather, when the rest of the OT is rendered to 
>the screen, the first thing "rendered" is a big, black rectangle 
>covering the screen area we are about to draw into. 

> 

>Maybe if I understood why GsSortClear does not require a priority 

>like the other Sort() funcs... 

> 

>EdF 

> 

>EdF 


—-MESSAGE FILE 18404 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000011 


—--MESSAGE FILE 18405 START: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: bobt10@cris.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: TIMUtil and loading images into PSX 

Date: Mon, 28 Apr 1997 22:40:46 -0500 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33656DBE.1973@cris.com> 

Reply-To: bobt1l0@cris.com 

NNTP-Posting-Host: 61001d0020ch.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I've been fooling around with the TIMUtil program, and it's 

great for seeing where textures and palettes go in the frame buffer. 
My question is, when I save an image as a tim file, does the 

tim file keep track of where you want it loaded? I would think 
you'd still have to know beforehand where to load the image 

in the frame buffer. 


I wish the manuals were better. 
—-MESSAGE FILE 18405 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000012 


——MESSAGE FILE 18406 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIMUtil and loading images into PSX 

Date: Tue, 29 Apr 1997 03:52:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33656ff4.13971133@205.149.189.29> 

References: <33656DBE.1973@cris.com> 

NNTP-Posting-Host: ind-0009-17.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Yes, the frame buffer locations are saved the TIM file for both the 
pixel and CLUT data. For more information on the TIM format see the 
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TIM format document in the files section. 

Mario 

On Mon, 28 Apr 1997 22:40:46 -0500, bobt10@cris.com wrote: 


>I've been fooling around with the TIMUtil program, and it's 

>great for seeing where textures and palettes go in the frame buffer. 
>My question is, when I save an image as a tim file, does the 

>tim file keep track of where you want it loaded? I would think 
>you'd still have to know beforehand where to load the image 

>in the frame buffer. 

> 

>I wish the manuals were better. 


—-MESSAGE FILE 18406 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000013 


——MESSAGE FILE 18407 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Fading? 

Date: 30 Apr 1997 01:12:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <01bc5503$d4590d40$2291b8cd@mannynaj> 
NNTP-Posting-Host: dgr-ill-02.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Is there a way to implement fading on the PSX? Is it just a simple matter 
of manipulating the palette? 


Manny Najera 
—-MESSAGE FILE 18407 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000014 


——MESSAGE FILE 18408 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: How do I set attributes? 

Date: 30 Apr 1997 01:37:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <01bc5507$4e667200$7d73d9ce@mannynaj> 
NNTP-Posting-Host: dgr-il9-61.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm not too keen on how to set induvidual bits in a 32 bit number, can 
someone show me how this is done? 


Manny Najera 
--MESSAGE FILE 18408 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000015 


——MESSAGE FILE 18409 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000016 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Fading? 

Date: Wed, 30 Apr 1997 03:23:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <3366b9d3.46847559@205.149.189.29> 

References: <01bc5503$d4590d40$2291b8cd@mannynaj> 

NNTP-Posting-Host: ind-0007-21.iquest.net 
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0000650 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Sat, 18 Apr 1998 16:49:33 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3538d73f£.127975512@news.scea.sony.com> 
References: <35363517.A88BA96D@creatron.de> 
NNTP-Posting-Host: client-—151-198-130-6.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Does anybody know, what the features of the next Playstation will be? 
>64 bit? 128bit? DVD? When will it be released? 

> 

>Eric 


Well, the 'beaver of bad news' did lecture me on the evils of 
rumors once, but I haven't seen him around for awhile [BG], so here 
are the only specs I've come across: 


Rumored specs include a 200-300 Mhz CPU, 

14-24 MB of main ram, 2-4 MB of texture ram, 1 MB sound ram, standard 
true-color high-resolution graphics, lots of hardware supported 
features including alpha blending, z-buffering, 


subpixel correction, etc..., and a 50 mega-pixel per second fill rate. 
Backwards compatibility is whispered about, but nothing is definitive. 
Some think that would be a negative, some a plus... I haven't read a 


word about 64bit vs. 128bit, nor DVD capabilities, other than what is 
on this thread. I assumed it would be 64-bit, since there doesn't seem 
to be much purpose in going beyond that level, and I assume they want 
to keep it as cheap as possible. 


I read that the design is already complete, which I hope is true, 
because then all this time can be used by the pros building excellent 
libraries that will alow the developers to make the great games that 
make a system succeed. 

Hey beaver, where have you been? If you are reading this, give a 
paddle and tell us what you are up to. 


-Matt 
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--MESSAGE FILE 1947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00650 


--MESSAGE FILE 1948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000651 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Tue, 21 Apr 1998 13:21:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6hi2q8$31i10@chuka.playstation.co.uk> 


References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> 


NNTP-Posting-Host: userk954.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>And BIW, I think these debates about internal processors 
>are irrelevant 


>I couldn't care less ... great games ... noticably better "(technically, 
least)" 

thought Yaroze coders would give *games* themselves greater credit ina 
system's 
success :-) 


Spot the contradiction ? 


at 
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X-Newsreader: Forte Free Agent 1.1/32.230 
Manny, 


Yes, manipulating the palette would be an easy way to implement both a 
fade in and fade out. 


Some of the objects (GSSPRITE fo instance) also have RGB brightness 
values that can be changed to make make objects fade in and out. 


Mario 


On 30 Apr 1997 01:12:27 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>Is there a way to implement fading on the PSX? Is it just a simple matter 
>of manipulating the palette? 

> 

>Manny Najera 


—-MESSAGE FILE 18409 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000016 


——MESSAGE FILE 18410 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000017 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: How do I set attributes? 

Date: Wed, 30 Apr 1997 03:36:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <3366bbbe.47338581@205.149.189.29> 

References: <01bc5507$4e667200$7d73d9ce@mannynaj> 

NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Manny, 


It's really pretty simple to set bits in a field. Here's what you do: 


To set the (i.e. make it a 1) you OR the bits you want set with the 
original data. Suppose you have a variable called attribute, and you 
want to set bit 3 (counting from 0, that would be the fourth bit.) 
Here's what you do: 


attribute |= 0x0008; 


To clear the bit (i.e. make it 0) you AND the compliment of the bits 
you want set with the original data, like this: 


attribute &= OxFFF7; 

These examples are for 16 bits, but it works the same for 32 bits or 
any other number of bits for that matter. 

You could also define a bit-mapped field and reference each bit by 
name, but that would make your code less portable. 


Mario 


On 30 Apr 1997 01:37:23 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>I'm not too keen on how to set induvidual bits in a 32 bit number, can 
>someone show me how this is done? 

> 

>Manny Najera 


—-MESSAGE FILE 18410 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000017 
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——MESSAGE FILE 18411 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sramsay@smart.net (Scott Ramsay) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Many, Many sprite questions (long) 

Date: Thu, 01 May 1997 03:30:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 70 

Message-ID: <5k92j6$9a35@scea> 

Reply-To: sramsay@smart.net 

NNTP-Posting-Host: ppp80.bcpl.lib.md.us 

X-Newsreader: Forte Free Agent 1.0.82 


Hi fellow Net Yaroze members, 


I've been working with the 2D aspects of Net Yaroze for about a week 
now. I've just about experimented with all of the 2D api functions. 
There are many things I've discovered or don't understand that are 
not mentioned anywhere in the manuals. Hopefully someone here 
can clarify the below items: 


1. What is the maximum size of a sprite? It looks to be 256x256. One 
texture page? Are there any other limitations for sprites not 
mentioned in the manuals? 


2. What exactly defines a texture page for a sprite? In the "User 
Guide - Polygon Drawing" p.17, images and texture patterns are 
stored in 256x256 pixel pages. But according to the API function 
GetTPage, texture pages are 64x256? 


3. Does sprites overlapping across a 64x256 texture page slow 
down drawing? e.g. Specifing a GetTPage texture addres of (0,0) 
then using a high (u,v=255,255) value for the sprite. 


4. What is a typical/proper method of copying a static full screen 
background per game loop? Many samples I've seen load RGB 
data/TIM file to the display buffer, and "GsSortSprite" based on the 
loaded area. An obvious method would be "MoveImage" to the non- 
seen area of the GPU buffer. Yet I haven't seen any examples. 


Alot of the above questions arised when I was working a tile map 
function like GsSortFixBg16 which supports any size tile of a power of 
two (2,4,8,16,32...). The function worked fine when I was testing it 
with one of my tiles. When I tried with any other tile, I noticed a 
big decrease in performance. 


Here's the setup: 


1. Graphic mode setup - 
GsInitGraph (320, 240, GsOFSGPU | GsNONINTER, 1,0); 
GsDefDispBuff (0,0,0,240); 


2. 8 bit TIM file 256x256 loaded in the display buffer at (320,0). Its 
CLUT loaded in the display buffer at (0,480). (just below the flip 
pages) 


3. Four 32x32 tiles in the above 256x256 texture at (u,v) offsets of 
(0,202), (32,202), (64,202) and (96,202) 


4. An array of GsSPRITE large enough hold all the displayable 
tiles. At least ((320/32) * (240/32)) GsSPRITE elements. The 
four tile GsSPRITES structures are copied to the array for displaying. 


When I display the grid of sprites using only the sprite (0,202), 
the panning is fast and pretty smooth. The problem aries when 

I use any of the other 3 tiles. For example, if I only use tile 
(32,202), there is a visual slowdown. 


Ok, so I think its a GetTPage problem or its my code accessing any 
sprites other than the first tile. So I ONLY change the last 3 tiles 
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(u,v) coordinates to (0,202-32), (0,202-32*2) and (0,202-32*3). Now 
the code works perfectly and fast in any situation. 


I've check the GetTPage value and verifed that each sprite has the 
closest (x,y) texture page address. I have a function that 
properly aligns the (x,y) values for GetTPage and (u,v) for sprites. 
The only other thing I can think of is some cache problem where the 
sprites are aligned. 


Scott Ramsay 
sramsay@smart.net 


—-MESSAGE FILE 18411 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000018 


—-MESSAGE FILE 18412 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Many, Many sprite questions (long) 

Date: Thu, 01 May 1997 12:37:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 57 

Message-ID: <336882b5.752704@205.149.189.29> 

References: <5k9236$9a35@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>1. What is the maximum size of a sprite? It looks to be 256x256. One 
>texture page? Are there any other limitations for sprites not 
>mentioned in the manuals? 


The maximum size of a GSSPRITE is 256x256. You're right that it 
doesn't say that anywhere (at least not anywhere that I've found.) The 
fact that the offsets (u, v) are defined as unsigned 'char' is a dead 
giveaway though. I'm unaware of any other undocumented limitations or 
features. 


>2. What exactly defines a texture page for a sprite? In the "User 
>Guide - Polygon Drawing" p.17, images and texture patterns are 
>stored in 256x256 pixel pages. But according to the API function 
>GetTPage, texture pages are 64x256? 


The TPages are 256x256 pixels in size. However, when you're working 
with a color depth less than 16 bits, the image takes less frame 
buffer space. An 8 bit image that is 256x256 only uses a 128x256 area 
in the 16 bit frame buffer. An 8 bit image only uses a 64x256 area. 
Spacing the TPages at 64x256 intervals in the frame buffer allows you 
to avoid wasting a lot of frame buffer memory when using 4 and 8 bit 
images. 


Remember that the software looks at the frame buffer as a 16 bit, 
1024x512 area. Any time a location in the frame buffer is specified, 
it's relative to this definition. TPages can be 4, 8 or 16 bit images, 
so their offsets are relative to thier own color depth. 


>3. Does sprites overlapping across a 64x256 texture page slow 
>down drawing? e.g. Specifing a GetTPage texture addres of (0,0) 
>then using a high (u,v=255,255) value for the sprite. 


I have not noticed any slowdown. One of my examples, SpaceGuy, does 
this and seems to run at a fairly consistant rate. 


>4. What is a typical/proper method of copying a static full screen 
>background per game loop? Many samples I've seen load RGB 
>data/TIM file to the display buffer, and "GsSortSprite" based on the 
>loaded area. An obvious method would be "MoveImage" to the non- 
>seen area of the GPU buffer. Yet I haven't seen any examples. 


I've been using the GsSortSprite method; it's convienient (I've got to 
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sort everything else anyway), and it works. I'm sure other methods 
could be worked out. If you come up with something that works well, 
please share it with us. 


>Alot of the above questions arised when I was working a tile map 
>function like GsSortFixBg16 which supports any size tile of a power of 
>two (2,4,8,16,32...). The function worked fine when I was testing it 
>with one of my tiles. When I tried with any other tile, I noticed a 
>big decrease in performance. 


Without seeing your code, I would GUESS that there is probably a logic 
problem. I say this because I havn't noticed the same type of 
slowdown. Without more information, it's hard to tell. 


Mario 


Page 12394 


—-MESSAGE FILE 18412 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000019 


--MESSAGE FILE 18413 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000020 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 


From: "Manny Najera" <mnajera@ix.netcom. com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Texture page code 

Date: 3 May 1997 05:23:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 54 

Message-ID: <01bc57825$52939560S8f91b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il4-15.ix.netcom.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Whilst I was learning about using sprites, I found a piece of code that I 


-thought- I understood, but I just wanted to make sure: 


void FindTopLeftOfTexturePage (GsIMAGE* imageInfo, int* x, int* y, int* u, 


int* v) 
{ 
int testX, testyY; 
static int debugCount3 = 0, debugCount4 = 0; 


testX = imageInfo->px; 


testY = imageInfo->py; 
*u = 0; 
«Մ = 0; 
for (չչ) 
{ 
if (testX % 320 != 0) 
{ 
testX--; 
(*u)++; 
} 
else 
break; 
} 
for (չչ) 
{ 
if (testY %< 256 != 0) 
{ 
testY--; 
(*v) ++; 
} 
else 
break; 
} 
*x = testX; 
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Methinks that this chunk of code is used to find a place to store the image 
data for a texture page. Is this right? 


Also, I found that people were using this: 
Sprite->attribute = |=<<25 


Does that set the 25th bit? If so, how would you turn off the 25th bit? I 
apologize for my lack of knowledge on this simple matter, but the only 
experience with bits I've had was on the 280 processor. SET A,7... it 
doesn't get any easier than that. 


Manny Najera 
—-MESSAGE FILE 18413 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000020 


—-MESSAGE FILE 18414 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000021 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Texture page code 

Date: Sat, 03 May 1997 14:32:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 44 

Message-ID: <336b49e8.999305@205.149.189.29> 

References: <01bc5782$52939560S8f91b8cd@mannynaj> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>Whilst I was learning about using sprites, I found a piece of code that I 
>-thought- I understood, but I just wanted to make sure: 

> 

>void FindTopLeftOfTexturePage (GsIMAGE* imageInfo, int* x, int* y, int* u, 
>int* v) 

>{ 

> 

> 

> 

> 

>} 

> 

>Methinks that this chunk of code is used to find a place to store the image 
>data for a texture page. Is this right? 


It looks like it is trying to find the Upper left corner and offsets 
of a full screen PAL image relative to a texture page. Without seeing 
the code that calls this function, I couldn't tell you why it would be 
used. 


> 

>Also, I found that people were using this: 
> 

>Sprite->attribute = |-ՀՀ25 

> 


>Does that set the 25th bit? If so, how would you turn off the 25th bit? I 
>apologize for my lack of knowledge on this simple matter, but the only 
>experience with bits I've had was on the 280 processor. SET A,7... it 
>doesn't get any easier than that. 


Yes, that code is intended to set a bit. I think you may have typed it 
wrong though (someone correct me if I'm wrong.) I think it should be: 


Sprite->attribute |= 1<<25; 
This say to take the value 1 shift it to the left 25 bits and OR it 


with the original value. It's pretty much the same technique I told 
you about earlier, just a different way to represent the bit. 


You would still turn it off the way I showed you before, unless 
someone else has a trick I don't know about. 
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>Manny Najera 


—-MESSAGE FILE 18414 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000021 


——MESSAGE FILE 18415 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000022 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: sramsay@smart.net (Scott Ramsay) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Any high-res counters? 

Date: Sat, 03 May 1997 19:15:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <5kg2nkSbjf2@scea> 

Reply-To: sramsay@smart.net 

NNTP-Posting-Host: ppp181.bcpl.lib.md.us 

X-Newsreader: Forte Free Agent 1.0.82 


Does the Playstation contain any high-res counters/timers that 
programs can access? 


The API functions StartRCnt(), GetRCnt() and ResetRCnt() look like 
some sort of access counter that I can use. These functions pass in a 
"root counter specification" argument? What is that value and what do 
these functions actually do? 


The manuals were not very helpful. :-( 
The only other way I see getting an acurate counter is setting up a 


callback function using VSyncCallback. But I'd like one that would be 
faster than the vertical retrace. 


Scot Ramsay 
sramsay@smart.net 


—-MESSAGE FILE 18415 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000022 


——MESSAGE FILE 18416 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000023 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Brian A. Lee" <brlee@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: HELP!!! 

Date: Mon, 05 May 1997 10:34:29 -0400 

Organization: SCEA Net Yaroze News 

Lines: 13 
Message-ID: <336DEFF5.5799@erols.com> 
Reply-To: brlee@erols.com 
NNTP-Posting-Host: vie-va9-04.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; U) 


hi, my name is brian, and i'm just starting (as is most of us) 
programming for the yaroze. well, i don't even know where to start in 
making a 2D program. if someone could make available a simple well 
documented program that puts a sprite on the screen available to me, i 
would more than greatful. 

thanks 

-brian 


ps 
how did you guys get so far with the little documentation available? i 
was hoping there would be some sort of tutorial available, but 
apparently there is not. anyway, thanks again... 
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—-MESSAGE FILE 18416 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000023 


—-MESSAGE FILE 18417 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000024 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: HELP!!! 

Date: Mon, 05 May 1997 15:34:29 GMT 

Organization: SCEA Net Yaroze News 

Lines: 24 

Message-ID: <336dfdal1l.1486622@205.149.189.29> 

References: <336DEFF5.5799@erols.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 05 May 1997 10:34:29 -0400, "Brian A. Lee" <brlee@erols.com> 
wrote: 


>hi, my name is brian, and i'm just starting (as is most of us) 
>programming for the yaroze. well, i don't even know where to start in 
>making a 2D program. if someone could make available a simple well 
>documented program that puts a sprite on the screen available to me, i 
>would more than greatful. 

>thanks 

>-brian 

> 

>ps 

>how did you guys get so far with the little documentation available? i 
>was hoping there would be some sort of tutorial available, but 
>apparently there is not. anyway, thanks again... 

> 


Brian, 


There are some pretty simple demo's in the files area already, but 
I'll see if I can write a quick one that just displays a sprite. I'll 
let you know when it is available. 


Mario 
—-MESSAGE FILE 18417 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000024 


—-MESSAGE FILE 18418 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000025 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Manifered H. Wolfe, II" <lobo@vicon.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: HELP!!! 

Date: Mon, 05 May 1997 22:41:17 -0400 

Organization: Lobo Electronics 

Lines: 31 

Message-ID: <336E9A4D.1C7@vicon.net> 

References: <336DEFF5.5799@erols.com> <336dfdal.1486622@205.149.189.29> 

Reply-To: lobo@vicon.net 

NNTP-Posting-Host: ppp19.vicon.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Mario Perdue wrote: 


On Mon, 05 May 1997 10:34:29 -0400, "Brian A. Lee" <brlee@erols.com> 
wrote: 


>hi, my name is brian, and i'm just starting (as is most of us) 
>programming for the yaroze. well, i don't even know where to start in 
>making a 2D program. if someone could make available a simple well 


VVVVVVV 
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> >documented program that puts a sprite on the screen available to me, i 
> >would more than greatful. 

> >thanks 

> >-brian 

>> 

> >ps 

> >how did you guys get so far with the little documentation available? i 
> >was hoping there would be some sort of tutorial available, but 

> >apparently there is not. anyway, thanks again... 

>> 

> 

> Brian, 

> 

> There are some pretty simple demo's in the files area already, but 

> I'll see if I can write a quick one that just displays a sprite. I'll 

> let you know when it is available. 

> 

> Mario 


Please let us all know. I am desparately looking for the same thing. 
Thanks! 


-Manny 
--MESSAGE FILE 18418 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000025 


——MESSAGE FILE 18419 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000026 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Using TGA2IMG 

Date: 6 May 1997 03:10:10 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <01bc59cb$3c24a940$9973d9ce@mannynaj> 

NNTP-Posting-Host: dgr-il11-25.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I use the TGA2IMG utility to convert the 24bit raytraced images I make into 
8bit sprites with palette info. It is a major pain in the rear end to 
track the position of each sprite and it's palette in vram using a pen and 
pencil. Is there any utility that can sort these out for me? The reason I 
ask is because I noticed that TIMUTIL does not load nor save TGA files. 


By the way, I've been spending about 10 hours a day stewing in front of my 
Yaroze, is there any danger of damage due to overheating? With my regular 
PSX, I've played Persona for almost a whole 24 hour period and did not 
notice anything wrong. But recently there has been a lot of babble on the 
internet about PSX's being ruined by overheating. 


Manny Najera 
—-MESSAGE FILE 18419 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000026 


——MESSAGE FILE 18420 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000027 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Using TGA2IMG 

Date: Tue, 06 May 1997 13:18:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 39 

Message-ID: <336f2b51.363579@205.149.189.29> 

References: <01bc59cb$3c24a940$9973d9ce@mannynaj> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Manny, 
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>I use the TGA2IMG utility to convert the 24bit raytraced images I make into 
>8bit sprites with palette info. It is a major pain in the rear end to 
>track the position of each sprite and it's palette in vram using a pen and 
>pencil. Is there any utility that can sort these out for me? The reason I 
>ask is because I noticed that TIMUTIL does not load nor save TGA files. 


Gee, I guess I can't pass the buck on this one. A friend of mine 
(Richard Degler) and I wrote TGA2IMG for a couple of reasons. 


1) I really like working with the Targa files. Most of the graphics 
tools I own work well with the format. Since none of included tools 
supported Targa files, I wrote my own. 


2) I wanted a converter that could be easily controlled as part of the 
make process. 


3) I wanted to be able to include my graphics as part of the 
executable file. 


TGA2ZIMG accomplished these goals. Of course, if I would have had the 
TIM format at the time I wrote the program, I probably would have 
written TGA2TIM instead. In fact, I may do that anyway. Would anyone 
be interested in having a Targa to TIM converter? 


>By the way, I've been spending about 10 hours a day stewing in front of my 
>Yaroze, is there any danger of damage due to overheating? With my regular 
>PSX, I've played Persona for almost a whole 24 hour period and did not 
>notice anything wrong. But recently there has been a lot of babble on the 
>internet about PSX's being ruined by overheating. 


My system gets turned on when I fire up my computer (7:30-11:00AM) and 
turned off when I'm done for the day (10:00PM-2:00AM.) I havn't had 
any over-heating problems. 


Mario 


—-MESSAGE FILE 18420 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000027 


—--MESSAGE FILE 18421 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Using TGA2IMG 

Date: Tue, 06 May 1997 14:21:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <336f3e22.1638457@news.scea.sony.com> 

References: <0O1lbc59cb$3c24a940$9973d9ce@mannynaj> <336f2b51.363579@205.149.189.29> 
NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 06 May 1997 13:18:05 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>TGA2ZIMG accomplished these goals. Of course, if I would have had the 
>TIM format at the time I wrote the program, I probably would have 
>written TGA2TIM instead. In fact, I may do that anyway. Would anyone 
>be interested in having a Targa to TIM converter? 


I'd be interested in the source code. It's save me some work for 
writing my own TIM creation code. 


—-MESSAGE FILE 18421 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000028 


—--MESSAGE FILE 18422 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000029 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: "Manny Najera" <mnajera@ix.netcom. com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Sending sprites to the OT 

Date: 10 May 1997 03:01:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <01lbc5ceeSae74e700$2d91b8cd@mannynaj> 
NNTP-Posting-Host: dgr-ill1l-13.ix.netcom.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


If you send a sprite to the OT, change it's settings, then send it again, 
does it cause some sort of wierd memory paradox? 


Manny Najera 


12400 


-—-MESSAGE FILE 18422 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000029 


—-MESSAGE FILE 18423 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000030 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Sun, 11 May 1997 22:03:17 -0400 

Organization: ArcanaTech 

Lines: 37 

Message-ID: <33767A65.85D@earthlink.net> 


References: <335F08E0.7758@charlie.cns.iit.edu> <335f711f.2848316@205.149.189.29> 


Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: 1Cust6.Max10.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Mario Perdue wrote: 


> 
> Hi Ed, 
> 
SNIP SNIP 
> 
> That's just the way the data is stored. I'll post my file on the TIM 
> format today. It's not the 'official' document, but it's based on a 
> fax of that document. It will be a lot clearer after you see the 
> format. 
> 


Mario, 

I think there's a minor error in the TIM document- 

The CF flag is actually bit 3, with the pixel mode bits being bits 0-2; 
it appears that modes are stored as codes (i.e., 0,1,2,3 in bits 0-2) 
and the CLUT flag is a single bit (set/clear). 


That said, I more or less figured out CLUT tables and file formats, but 
I confess I don't understand the background stuff (the rest of this 
connected thread). 


Put simply, I am trying to load a 512 x 240 8-bit color bitmap as a 
fixed background. It shows up where I expect if I load the corresponding 
TIM file into TIMTool (as an aside, any documentation on TIMtool- it's 
not clear to me at all what a "project" is, or how one uses TIMtool 
projects). 


Anyway, I guess the most confusing issue is the relationship between the 
cell and background map structures, when what I have is the entire image 
(basically, I just wanted display the image). 


I've looked at the ricochet code, as well as Ed's samples, but to no 
avail. It seems to me that this ought to be simple, but.... 


TIA 
Jack Copper 
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Steve 'not out for a row' Dunn 


Nick Ferguson wrote in message <6h8k7h$shn7@chuka.playstation.co.uk>... 
>Hiya, 

> 

>Nobody knows exactly what the new specs for the PS 2 will be, and Sony 
>won't release it for at least another 18 months with the Playstation 
>doing so well. And BTW, I think these debates about internal processors 
>are irrelevant - what makes a system sell well is the games, not the 
>architecture (OK, sure, a good system design can lead to better games). 
>I couldn't care less what they use to make the PS 2, as long as it's 
>affordable and has lots of great games which are noticably better 
>(technically, at least) than current PS titles! I'd have thought Yaroze 
>coders would give *games* themselves greater credit in a system's 
>success :-) 

> 

>Nick F 

> 
>nickf@saqnet.co.uk 
>http://www.sagqnet.co.uk/users/nickf/index. html 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 

>ICQ #: 9464742 

>"...the Master of Unlocking..." 

> 

> 


—-MESSAGE FILE 1948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00651 


—-MESSAGE FILE 1949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000652 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: yaroze mailing list 

Date: Tue, 21 Apr 1998 19:49:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6hipht$31i19@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera644.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Send a blank e-mail to.... 
yaroze-subscribe@makelist.com 
(if you're interested) 


Steve 


—-MESSAGE FILE 1949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00652 


-—-MESSAGE FILE 1950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000653 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Working with non-yarozers 

Date: Wed, 22 Apr 1998 02:23:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <353D3888.C7FE067C@hotmail.com> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-—Host: marseillel-139.club-internet.fr 


Net Yaroze newsgroups message dump.txt Page 12401 


—-MESSAGE FILE 18423 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000030 


—-MESSAGE FILE 18424 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Kernal management 

Date: 14 May 1997 22:11:53 GMT 

Organization: SCEA Net Yaroze News 

Lines: 49 

Message-ID: <5lddb9Signl@scea> 

NNTP-Posting-Host: vanc0O1lm02-91.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


I need help with system timer on PlayStation. Does anyone know 

the equalivant of this code on PSX? I know I have to use 
GetRCnt(),StartRCnt(), etc but what is the argument for the root counter 
spec..and what is RCntCNT2 macros?? Lib book is not giving me enough info. 
Any advice would help..thanx 


George Bain 
KKEKKKKKKKKKK CODE SNIP F անան ԱՆ ՈԱ ԱԱ ԱԱ ՈԱ 
#include <stdio.h> 


#include <stdlib.h> 
#include <conio.h> 


#define TICKS (*(volatile unsigned long far *) (0x0040006C1u) ) 


Sa get_tick() February 11,1997 */ 
unsigned long get_tick (void) 


{ 


return TICKS; 
} 


/* main() February 11,1997 */ 
void main(void) 


{ 


unsigned long t2; 


printf ("starting\n"); 
t2=TICKS + 40; 


while ( !kbhit() ) 
{ 

if ( get_tick() == t2 ) 
{ 
printf("An important event accoured\n"); 
t2=TICKS + 40; 
} 

} 

getch(); 


printf ("done\n") ; 
} 


73 EOF x/ 


--MESSAGE FILE 18424 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000031 


——MESSAGE FILE 18425 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000032 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Direct access to video memory? 

Date: 15 May 1997 22:51:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <01lbc6182S$a4f9ac40$9591b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il4-21.ix.netcom.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Are any of the SCEA engineers working on a demo that illustrates how to 
directly manipulate video memory, preferrably in assembler? There are a 
large number effects I want to try that can only be done pixel by pixel. 


Manny Najera 
—-MESSAGE FILE 18425 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000032 


—-MESSAGE FILE 18426 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Using Static Backgrounds 

Date: Fri, 16 May 1997 12:32:15 -0400 

Organization: ArcanaTech 

Lines: 31 

Message-ID: <337C8COF.1080@earthlink.net> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: 1Cust70.Max10.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


I would greatly appreciate an example of loading and displaying 
correctly a static 512X240 (visible pixel) static background that uses 
an 8-bit CLUT. 


I have a bit mapped image that appears to meet the above criteria 
(looking at it with TIMTool); I load it into the frame buffer at 512,0 

I think I'm filling in the background and cell structures correctly, but 
the image that is displayed is only 256 (visible) pixels wide. 


It certainly appears that the 8-bit CLUT image is not being "unpacked" 
correctly so that the 256 (16 bit) pixel image that I see with TIMTool 
is not being expanded to be 512 visible pixels. 


I have puzzled over the usage of cells, pages, the tpage and and u 
offsets in the GsCELL structure, but have not yet stumbled on what must 
be done to a CLUT based background image to get it to be visible on the 
entire screen. 


Basically, I move the "hidden" image to the appropriate display buffer, 
then call GsSortFixBg16 using the background and work areas that I've 

defined (with the background located at 0,0), then follow the logic in 
various examples that deals with Vsync, swapping buffers, etc. 


It seems to me this should be simple, which makes it all the more 
frustrating. Perhaps you folks at Sony could provide the 5-10 lines of 
code that load Tim image and CLUT in some portion of the frame buffer, 
and then use the functions that deal with backgrounds to simply display 
the background... 


Thanks 

Jack Copper 

—-MESSAGE FILE 18426 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000033 
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--MESSAGE FILE 18427 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Callback Question 

Date: Fri, 16 May 1997 22:13:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <337cd925.34118960@news.scea.sony.com> 
NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


I was using some of the sample code as the basis for testing and 
decided to get a little fancy. I set up a global variable that would 
be set to one every time a frame was rendered and the code was ready 
for a page flip. 


Next I created a callback function and made it look at this variable. 
If the variable is set, the swap buff function is called. 


The flag is set by my main rendering code and the callback is executed 
every vertical sync without fail. 


The problem is that the global variable can't be seen by the callback. 
I printed the address of the variable in my main() function and in the 
callback function and the memory locations are different. The main 
code is writing to a different address than the one that the callback 
is reading. 


Is there some way of fixing this? Does one of the CPU registers point 
at the data segment (like Intel)? 


(I've worked around this, but it would be neat to get it fixed. The 
callback counts how many times the rendering code is too slow to draw 
a frame during a single v-sync.) 


—-MESSAGE FILE 18427 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000034 


——MESSAGE FILE 18428 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000035 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Direct access to video memory? 

Date: Tue, 20 May 1997 01:13:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <3380ECB2.2A9004CC@micronetics.com> 
References: <0O1bc6182Sa4f9ac40$9591b8cd@mannynaj> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Manny Najera wrote: 
> 


> Are any of the SCEA engineers working on a demo that illustrates how to 


> directly manipulate video memory, preferrably in assembler? 


I don't work for scea but I may still be able to help. 


>There are a 


> large number effects I want to try that can only be done pixel by >pixel. 
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There is a small demo I wrote recently available on my web page that 
does exactly this. 


You can't directly access the video memory from your code (AFAIK), you 
have to draw the image in host memory then send it to the screen via 
LoadImage/StoreImage (One of them I think). This is a non-blocking 
function and uses dma, so while it is transmitting it you can start 
creating the next screen. 


It is in r3000 and when I wrote it, I could not get the preprocessor 
working on the assembler, so all registers are accessed as $31 for 
return address etc.. The registers are detailed in the manuals so it 
should not be too tricky. 


You can grab it from the SCEE web site at 
http://www.playstation.co.uk~/Sigl1LL 


Hope this is of some assistance. 


Jim 


> 

> Manny Najera 

—-MESSAGE FILE 18428 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000035 


—-MESSAGE FILE 18429 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000036 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Direct access to video memory? 

Date: Tue, 20 May 1997 01:17:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3380ED7E.72AFA8A4@micronetics.com> 

References: <01bc6182Sa4f9ac40S$9591b8cd@mannynaj> <3380ECB2.2A9004CC@micronetics.com 
> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Whoops should be http://www.playstation.co.uk/~Sigl1LL/ftp/demos 
Sorry 


Jim 


> You can grab it from the SCEE web site at 
> http://www.playstation.co.uk~/Sig1lLL 


> 

> Jim 

—-MESSAGE FILE 18429 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000036 


—-MESSAGE FILE 18430 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000037 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Fonts? 

Date: 19 May 1997 22:56:26 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 
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Message-ID: <01bc64a8$095e758058391b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il4-03.ix.netcom.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


From what I've seen, all the letters in font image files are arranged in 
the same way. Is there a reason they are arranged this way? I fully 
understand how to use the sprite u and v variables to only display a 
certain prortion of a sprite, but I'm used to having boatloads of IF 
statements to make a font. 


Manny Najera 
—-MESSAGE FILE 18430 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000037 


—--MESSAGE FILE 18431 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Fonts? 

Date: Tue, 20 May 1997 14:52:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <3381ba21.37527782@205.149.189.29> 

References: <01bc64a8$095e7580$8391b8cd@mannynaj> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 19 May 1997 22:56:26 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>From what I've seen, all the letters in font image files are arranged in 
>the same way. Is there a reason they are arranged this way? I fully 
>understand how to use the sprite u and v variables to only display a 
>certain prortion of a sprite, but I'm used to having boatloads of IF 
>statements to make a font. 

> 


The fonts are arranged the way they are to work with FntLoad(), 
FntPrint(), etc. These functions require the fonts to be loaded into a 
256x128 pixel image it the proper sequence. These fonts are not overly 
useful, except for debug messages. 


Mario 
-—-MESSAGE FILE 18431 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000038 


——MESSAGE FILE 18432 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Fonts? 

Date: 20 May 1997 22:08:51 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <01lbc656aS8c9bf0e0$4373d9ce@mannynaj> 

References: <01bc64a8$095e7580S8391b8cd@mannynaj> <3381ba21.37527782@205.149.189.29> 
NNTP-Posting-Host: dgr-il9-03.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


The fonts are arranged the way they are to work with FntLoad(), 
FntPrint(), etc. These functions require the fonts to be loaded into a 
256x128 pixel image it the proper sequence. These fonts are not overly 
useful, except for debug messages. 


ՃԳՊՊՊ 


Ok, so how does the FntPrint function do it? I mean, they don't use some 
case statement to figure out which area of the image to send to the ot. I 
came across this code in the Textutil demo from the scee section. 


spriteString.u = (*string % 16) * 16; 
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spriteString.v = (*string / 16) * 16; 


The sprite that they used for text was also arranged in the same way as the 
others. Does it have something to do with the setup of the ascii table? 


Manny Najera 
—-MESSAGE FILE 18432 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000039 


—--MESSAGE FILE 18433 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Fonts? -sorry- 

Date: 21 May 1997 00:20:54 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <01lbc657cS$fe87e440$7873d9ce@mannynaj> 

References: <01bc64a8$095e7580S8391b8cd@mannynaj> <3381ba21.37527782@205.149.189.29> 
<O1lbc656aS8c9bf0eE0S4373d9ce@mannynaj> 

NNTP-Posting-Host: dgr-il9-56.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Opps... I just remembered that % was the symbol for modulus. Problem 

solved. 


Manny Najera 
—-MESSAGE FILE 18433 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000040 


—-MESSAGE FILE 18434 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000041 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: HELP!!! 

Date: 21 May 1997 01:55:24 GMT 

Organization: Marconi 

Lines: 17 

Message-ID: <01bc658a$1b430300Se70bcdcd@default> 

References: <336DEFF5.5799@erols.com> <336dfdal.1486622@205.149.189.29> 
NNTP-Posting-Host: ppp-5200-2525.mtl.total.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> There are some pretty simple demo's in the files area already, but 

> I'll see if I can write a quick one that just displays a sprite. I'll 
> let you know when it is available. 
> 
> 


Mario 
I would greatly appreciate this as well! Those samples in the file areas 
are simple indeed, but when one does not know anything about a PSX, it can 
be a bit confusing in the beginning. 


Please let me know when it is available 'cause I'd like to see it too! 


Thanks. 


Nelson. 


—-MESSAGE FILE 18434 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000041 


——MESSAGE FILE 18435 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000042 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Fonts? 

Date: Wed, 21 May 1997 13:38:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <3382fa61.40074171@205.149.189.29> 
References: <01bc64a8$095e7580$8391b8cd@mannynaj> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Manny, 


As you've already figured out, the font layout used for FntPrint () 
makes it very easy to index the different character graphics. 


Mario 


12407 


—-MESSAGE FILE 18435 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000042 


—-MESSAGE FILE 18436 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000043 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: The Answer to Static Backgrounds 

Date: Tue, 20 May 1997 23:40:12 -0400 

Organization: ArcanaTech 

Lines: 240 

Message-ID: <33826E76.1D5D@earthlink.net> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: 1Cust12.Max33.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Thanks to some insights from Mario, I was able to get a full screen 
static background 8-bit CLUT image to display correctly. In the off 
chance that someone else eventually may want to do something similar, 
here are the tricks: 


1. Save the image as a .BMP file (using, say, paintbrush) at the 
RENDERED pixel resolution you ultimately want. So, for a 512 x 240 
RENDERED pixel image (a full 512 x 240 screen) save a 512 x 240 BMP. 


2. Use TIM Utility to load the .BMP file, and save it as a TIM file. 
Select TIM as the write type, and 8 as the bit depth. 

Note that the default image org is [0,0] and the default palette org is 
[0,480] (which is the pixel row immediately below what will become your 
second display buffer. 


To store the Pixel data and CLUT in the non-visble portion of the frame 
buffer, you can either use TIM Utility to change the image origin (say, 
to [512,0]) and the palette origin (say, to [512,480]) OR you can save 
the file as is from TIM Utility and then load it into TIM Tool and move 
it around. 


Note that TIM Tool shows how many "physical" pixels are used for the 
Image- in this case, you'll see that the NON-Rendered image Width is 256 
16-bit pixels wide (each 16-bit pixel contains TWO rendered pixels). The 
Colour Depth is 8, and the RENDERED Width is 512. 


3. Now that the image and CLUT are correctly positioned in the TIM file, 
we can deal with the rendering code. The sparse documentation regarding 
background cells is what caused me so much grief... here's why: 


Per GsSortFixBG16(...) documentation, the size of a background Cell is 
fixed at 16 x 16 pixels. What it DOESN'T say, is that these are 
RENDERED pixels.. so the cell size in terms of a TIM file whose image 
uses an 8-bit CLUT is really ** 8 ** x 16 16-bit pixels. ARRGH. 


Net Yaroze newsgroups message dump.txt Page 

4. So, initialization code looks something like this: 

#define X_RES 52 // Screen RENDERED horizontal resolution 

#define Y_RES 240 // Screen RENDERED vertical resolution 

#define CELL_W 8 // Background Cell Width 
// 8 16-bit pixels that contain two 8-bit CLUT entries 
// for 2 RENDERED pixels 

#define CELL_H 16 // Background Cell height 

#define N_H_CELLS 32 // number of cells (horizontal) 
// 32 * 8 = 256 16-bit "physical" pixels that become 
// 512 RENDERED visible pixels 

#define N_V_CELLS 15 // Number of cells (vertical) 

#define CELL_COUNT (N_H_CELLS * N_V_CELLS) // total Background cells 


GsCELL BGCell[ CELL_COUNT |: 


// array 
// maps 
// TIM ք 


unsigned short index[ CELL_COUNT ]; 


GsBG 
GsMAP 


Background; 
BGMap; 


unsigned long 


// the b 
// the B 


// Backg 


of background cells (this array 
over the actual pixel image from the 
ile) 

// cell map index array 


asic Background structure 
ackground cell map 


round work area 


BGWorkArea[ ( ( (X_RES/CELL_W+1) * (Y_RES/CELL_H+1+1) *6+4) *2+2)]; 


void main( void ) 


{ 


// whatever else you need 


RECT 
Gs IMAGE 


Rectangle; 
BGImage; 
unsigned long* pTimFile = 
file 


GsCell* pCell 
unsigned short pIndex 
int i,j,k; 

int x; 


do the usual 


// 


GsInitGraph( X_RES, 
GsDefDispBuff ( 


Y_RES, 


// load raw pixel image 
GsGetTimInfo( pTimFilet+1, 


skips count 


Rectangle. BGImage.px; 


Rectangle. 
Rectangle. 


= BGImage.py; 
BGImage.pw; 


Pils) 


Rectangle.h 
LoadImage ( 


BGImage.ph; 
&Rectangle, 


// now load CLUT (we KNOW it' 


Rectangle.x BGImage.cx; 


Rectangle.y 
Rectangle.w 
Rectangle.h 
LoadImage ( 


BGImage.cy; 
BGImage. cw; 
BGImage.ch; 
&Rectangle, 


0,0,0,Y_RES 


OxA01E1000; 


&BGCe11[0]; 
&index[0]; 


initialization 


GsNONINTER 
); 


&BGImage) ; 


BGImage.pixel) ; 


s there !) 


BGImage.clut); 


for TIM image and CLUT position 
for TIM file conversion 


this is where I loaded TIM 


pointer for initialization 
pointer for initialization 
counters 

for texture page x location 


| GsOFSGPU, 1, 0); 


pTimFile+1 effectively 
(see TIM file documentation) 


pixel image x (should be 512, 
followed instructions above) 
pixel image y (should be 0) 
pixel age width 


RENDERED image will be 512 
pixel image height 
load raw image pixels 


CLUT x (should be 512, if you 
followed instructions above) 
CLUT y (should be 480) 

CLUT width (should be 256) 
CLUT height (should be 1) 
load CLUT 


(should be *256* 


(should be 240) 


12408 


(see pg 142 in lib manual) 


if you 
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// set up background STRUCTURE 


Background.attribute = 0x01000000; // we're using an 8-bit CLUT 
Background.x = 0; // x origin in DISPLAY buffer 
Background.y = 0; // y origin in DISPLAY buffer 
Background.w = X_RES; // RENDERED width 
Background.h = Y_RES; // RENDERED height 
Background.scrollx = 0; // no scrolling 
Background.scrolly = 0; 

Background.r = 128; // no change in intensity 
Background.g = 128; 

Background.b = 128; 

Background.map = &BGMap; // point to GsMAP structure 
Background.mx = 0; // no change 

Background.my = 0; 

Background.scalex = ONE; // no scaling, courtesy Sony 
Background.scaley = ONE; 

Background.rotate = 0; // no rotation 


// set up background MAP 
// set the cell width 


BGMap.cellw = CELL_W; // 8 !! NON-RENDERED pixels in "raw" image 
located 

// in non-visible portion of frame buffer 

// set the cell height 
BGMap.cellh = CELL_H; // 16 NON-RENDERED (== rendered) pixels 

// set number of cells in horizontal direction 
BGMap.ncellw = N_H_CELLS; // 32 horizontal cells 

// set number of cells in vertical direction 
BGMap.ncellh = N_V_CELLS; // 16 vertical cells 
BGMap.base = &BGCel1[0]; // point to base of GsCELL array 
BGMap.index = é&index[0]; // point to base of index 


// now the confusing stuff--- 
// (shifting and pointers should be faster than array indexing) 


for (1-0: i < CELL COUNT; i++) 
{ 
*pIndex = i; // cells are contiguous and displayed sequentially 
// so counter becomes index 


// REMEMBER: N_H_ CELLS == 32 == 2^5 
=i >> 5; // compute O-based row number == (i / N_H_CELLS) 
j = i - (k <<5); // compute O-based cell in row == (i % N_H_CELLS) 


// the "texture page" x parameter of GsGetTPage() 
// MUST be a multiple of 64 

// and the y parameter MUST be either 0 or 256 
// since our TIM image height is 240 pixels, y 
// is always 0 | 


// THIS IS THE MAGIC !! 

// the u and v members օք the GsCELL structure 

// are offsets with respect to the "texture page" 
// a “texture page" is 64 16-bit pixels wide 


x = 512 + ((4>>3)<<6); // (j>>3) == (cell in row) / 8 THEN 
ff << 6 is: multiply by 64 
// what this means is that the TIM image pixels 
// are on 4 different texture pages, starting at 
// x = 512, 576, 640, and 704 ! 

// pCell initialized above ! 
// compute horizontal offset in page to start 
// of cell 
// there are 8 cells per texture page 
// WITHIN a page, the 8 16-bit pixels in a cell 
// mean that the offset is 16 RENDERED pixels 
// (since there are 2 RENDERED pixels in a single 
// 16-bit pixel) 
// GsSortFixBG16 expects the offset to be in terms 
// of RENDERED pixels in this structure !! 
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// 358 * 16 offset per cell current cell index 
pCell->u = ((j =- ((j>>3)<<3)) << 4); // 16 4 (j59) 
// compute vertical offset in page to start of 
// cell 
pCell->v = k << 4; // this is (0-based row number) * 16 
pCell->cba = 0x7820; // this is CLUT location [512, 480] converted 
// to hex and put in the right bits per 
// documentation for GsCELL (pg. 40) 
pCell->flag = 0; // no flag bits used 
pCell->tpage = GetTPage(2,0, x, 0); // 2 indicates 8-bit CLUT 
// x from above 
// see pg 56 in library doc 
pCell++; // next cell 
pIndex++; // next index 
} // end of initializing for loop 


// initialize background work area 

GsInitFixBg16( &Background, &BGWorkArea[0] ); 
// do other initialization 

for (չչ) // on a clear disk, you can seek forever 
i // do whatever.... 


i = GsGetActiveBuff(); // get active buffer 


GsSetWorkBase( (PACKET *) GpuOutputPacket[i]); // not needed for simple 
// background display 


GsClearOt (0, 0, &WorldOrderingTable[i]); // ASSUME the usual ordering 
// table initialization 
// was done above !!! 
// I didn't show it 


// HERE'S where background gets magically transformed from 256 pixels 
// to 512 !! 
GsSortFixBg16( &Background, &BgWorkArea[0], &WorldOrderingTable[il], 


100); 
DrawSync (0); // wait for rendering to complete 
vSync (0); // wait for Godot 
GsSwapDispBuff (); // swap buffers 

// and do the usual drawing stuff.. 
GsSortClear( 0, 0, 0, &WorldOrderingTable[i]); 
GsDrawOt( &WorldOrderingTable[i] ); 
} // end of forever.... 
// tidy up... 
} // end main 


Duck soup... 
Thanks again, Mario. 


Jack Copper 
—-MESSAGE FILE 18436 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000043 


—-MESSAGE FILE 18437 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: The Answer to Static Backgrounds 

Date: Wed, 21 May 1997 16:24:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm wondering how we yarozers can manage working with a distant 
non-yarozer artist. I have seen that some artists are interested ina 
collaboration with yaroze programmers, and I would be happy to work with 
them, but if they don't have a yaroze at home, and don't live near my 
town, they might never even see the games I could write with their work 
in ! 

Has anyone experienced such a situation ? 

Has anyone a solution ? 


--MESSAGE FILE 1950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00653 


—-MESSAGE FILE 1951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000654 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Getting NTSC to work properly.. 
Date: Wed, 22 Apr 1998 10:43:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <353DBBC9.20179EC6@reading.ac.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I may have asked this before.. If I have, sorry, I may have lost the 
thread there (at the time I was reading this group by telnetting to port 
119 and typing blind) 
I have a Philips monitor connected via a Scart lead to the Yaroze. 
PAL things run perfectly, but NISC demos run in black and white. This 
is a pain because I thought I might be better off coding for NTSC (since 
it seems lots of Yaroze junkies in Europe have NTSC compatibility 
anyway) 
Now, this confuses me because the monitor used to be used on an A1200 
(remember that?) Switching the A1200 to NTSC mode with the 
reboot-and-two-buttons trick got a perfect color NTSC display on the 
monitor. 
Can the PAL Yaroze generate an colour NTSC signal at all? 
What is wrong with my monitor that it won't understand the signal? 
Is there a monitor I can get that will deal with both types? 
-—-MESSAGE FILE 1951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00654 


-—-MESSAGE FILE 1952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000655 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Wed, 22 Apr 1998 12:19:54 +0100 

Organization: The Hex Heroes 

Lines: 48 

Message-ID: <353DD25A.2FAC@writeme.com> 

References: <35363517.A88BA96D@creatron.de> <6h8k7h$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> 

NNTP-Posting-Host: at14-030.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Nope, don't see the contradiction. 
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Message-ID: <33832195.50112058@205.149.189.29> 
References: <33826E76.1D5D@earthlink.net> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 20 May 1997 23:40:12 -0400, Jack Copper 
<impmeister@earthlink.net> wrote: 


Peels 
>Thanks again, Mario. 


Glad I could help. Thanks for sharing your discoveries here. 


Mario 
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—-MESSAGE FILE 18437 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000044 


—--MESSAGE FILE 18438 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000045 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Ordering Tables 

Date: 21 May 1997 11:32:50 GMT 

Organization: Marconi 

Lines: 28 

Message-ID: <01lbc65da$c29ee380$3cb113cc@default> 
NNTP-Posting-Host: ppp-annex-0950.mtl.total.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


(This message also posted in scea.yaroze.beginners) 


To whoever can help: [ Mario? :) ] 


I am a little unclear as to the meaning of an Ordering Table (OT). 


According to the User Guide, an ordering table is used "for controll 


ling 


the proper display of polygons". Polygons means 3D, however I've seen 


OT's used in 2D graphics programming as well as a simple "Hello Worl 


qa" 


program. What gives? 


Here is MY analysis: An ordering table is actually a place where you 
insert a list of instructions on where to place sprites on the screen. 
It basically holds all of the locations of each object on the screen. 
When the list is complete, you call GsDrawOT() to place everything on 


the screen that is defined in the table. 


Is this correct? If not, please clarify for me as it seems to be an 


essential step for placing any kind of graphics on the screen. 


Also, how do packets fit into all this? 


Thank you very much in advance! 


Nelson. 


—-MESSAGE FILE 18438 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000045 


—--MESSAGE FILE 18439 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000046 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: walter griswold <walterg@mindspring.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: bending 3d objects 

Date: Thu, 22 May 1997 00:00:42 -0700 
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Organization: MindSpring Enterprises, Inc. 

Lines: 3 

Message-ID: <3383EF1A.1828@mindspring.com> 
NNTP-Posting-Host: user-2k7i873.dialup.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Does anyone know how to bend and morph 3d objects like it has been done 

in games like Toshinden Kids and Tobal No.1? A vague question from a 

vague person... 

—-MESSAGE FILE 18439 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000046 


—-MESSAGE FILE 18440 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: bending 3d objects 

Date: Fri, 23 May 1997 02:24:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <3384ffal.2807403@205.149.189.29> 

References: <3383EF1A.1828@mindspring.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 22 May 1997 00:00:42 -0700, walter griswold 
<walterg@mindspring.com> wrote: 


>Does anyone know how to bend and morph 3d objects like it has been done 
>in games like Toshinden Kids and Tobal No.1? A vague question from a 
>vague person. 


I just posted a demo of this very thing to the SCEE files section. 
It's called MORPH.ZIP. 


Mario 
—-MESSAGE FILE 18440 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000047 


—-MESSAGE FILE 18441 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Fri, 23 May 1997 20:59:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 80 

Message-ID: <338600ae.70475903@news.scea.sony.com> 

References: <335F08E0.7758@charlie.cns.iit.edu> <335f711f.2848316@205.149.189.29> ՀՅ 
3767A65.85D@earthlink.net> 

NNTP-Posting-Host: nb3ppp57.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yea, this got me wondering...I took a look at some TIM files with a 
hex editor and looked at the corresponding bit values...apparently 
this is the way the TIM flag is supposed to be: 


bits meaning 
210 


000 4-bit CLUT 
001 8-bit CLUT 
010 15-bit direct 
100 24-bit direct? 


Net Yaroze newsgroups message dump.txt 
bit meaning 

3 

0 No CLUT block 

1 Has CLUT block 


bits 4 - 31 always 0 


I wish Sony would just write out the bit fields like this in the first 
place. I'm going nuts trying to figure out if 


> Q N = 


just means the decimal value or enumerating bits to be flagged. 
Let me know if I'm wrong on this. 


Jamin Frederick 


On Sun, 11 May 1997 22:03:17 -0400, Jack Copper 
<impmeister@earthlink.net> wrote: 


>Mario Perdue wrote: 


>> 

>> Hi Ed, 

>> 

> SNIP SNIP 
>> 


>> That's just the way the data is stored. I'll post my file on the TIM 
>> format today. It's not the 'official' document, but it's based on a 
>> fax of that document. It will be a lot clearer after you see the 

>> format. 

>> 

> 

>Mario, 

>I think there's a minor error in the TIM document- 

>The CF flag is actually bit 3, with the pixel mode bits being bits 0-2; 
>it appears that modes are stored as codes (i.e., 0,1,2,3 in bits 0-2) 
>and the CLUT flag is a single bit (set/clear). 

> 

>That said, I more or less figured out CLUT tables and file formats, but 
>I confess I don't understand the background stuff (the rest of this 
>connected thread). 

> 

>Put simply, I am trying to load a 512 x 240 8-bit color bitmap as 8 
>fixed background. It shows up where I expect if I load the corresponding 


>TIM file into TIMTool (as an aside, any documentation on TIMtool- it's 
>not clear to me at all what a "project" is, or how one uses TIMtool 
>projects). 

> 


>Anyway, I guess the most confusing issue is the relationship between the 
>cell and background map structures, when what I have is the entire image 
>(basically, I just wanted display the image). 

> 

>I've looked at the ricochet code, as well as Ed's samples, but to no 
>avail. It seems to me that this ought to be simple, but.... 

> 

>TIA 

>Jack Copper 
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—-MESSAGE FILE 18441 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000048 


—-MESSAGE FILE 18442 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000049 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Steve LaVietes <steve@scad.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Transparency of GsSprite 

Date: Fri, 23 May 1997 21:18:46 -0400 

Organization: Satellite at Savannah College of Art and Design 
Lines: 14 

Message-ID: <338641F6.41C6@scad.edu> 

NNTP-Posting-Host: host167.scad.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0SC-SGI (X11; I; IRIX 6.3 IP32) 


Is it a limitation of the PlayStation hardware that GsSprite's 
semi-transparency rate cannot be controlled with values like %0 to %100? 
Or is it limitation of the Net Yarouze library? I think it's no fun that 
the semi-transparency rate can only be set to 4 different non-adjustable 
transfer modes. 


Also, Is there a Tim converting utility that allows the STP bit of each 
pixel to be set from an associated mask file--rather that from the black 
pixels? 


Thanks, 

Steve LaVietes 

Professor of Computer Art 

Savannah College of Art and Design 

—-MESSAGE FILE 18442 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000049 


——MESSAGE FILE 18443 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000050 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Transparency of GsSprite 

Date: Sat, 24 May 1997 14:59:26 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33870150.14164693@205.149.189.29> 

References: <338641F6.41C6@scad.edu> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 23 May 1997 21:18:46 -0400, Steve LaVietes <steve@scad.edu> 
wrote: 


>Is it a limitation of the PlayStation hardware that GsSprite's 
>semi-transparency rate cannot be controlled with values like %0 to %100? 
>Or is it limitation օք the Net Yarouze library? I think it's no fun that 
>the semi-transparency rate can only be set to 4 different non-adjustable 
>transfer modes. 


It is my understanding that this is a hardware limitation. However, 
you can get a pretty fair amount of control by varying the GsSPRITE's 
r, g and b values in conjunction with the semi-transparency flag. It's 
more versatile than it first appears. 


>Also, Is there a Tim converting utility that allows the STP bit of each 
>pixel to be set from an associated mask file--rather that from the black 
>pixels? 


I don't know of any utility that does this. 

Mario 

—-MESSAGE FILE 18443 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000050 


—-MESSAGE FILE 18444 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000051 


Path: 
From: 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
"Manny Najera" <mnajera@ix.netcom.com> 


Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Palette rotation 


Date: 


25 May 1997 03:23:50 GMT 


Organization: SCEA Net Yaroze News 


Lines: 


6 


Message-ID: <0Olbcé6é8bb$31a98ea0S6c91b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il3-12.ix.netcom.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


I grabbed a couple of TIM files off of the Robotron X cd, and I found 
images for the pulsating backgrounds that make the game so cool. How do 
you do palette rotation for images like these? Do you need more than one 


CLUT, 


Manny 


or do you just tinker with one of them? 


Najera 


--MESSAGE FILE 18444 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000051 


——MESSAGE FILE 18445 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000052 


Path: 
From: 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
Kirk Bender <kbender@znet.com> 


Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: 24 bit static image 


Date: 


Sun, 25 May 1997 00:23:15 -0700 


Organization: SCEA Net Yaroze News 


Lines: 


15 


Message-ID: <3387E8E3.2F42@znet.com> 
NNTP-Posting-Host: capts-27.znet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


I'd like to load a 24 bit tim into the frame buffer 
in 640x480 interlaced mode and view it, 
no tmds, sprites, etc. 


I set 


up the graphics by doing 


GsInitGraph (640,480, GsOFSGPU|GsINTER, 0, 1); 
GsDefDispBuff(0, 0, 0, 0); // is this right? 


then load the tim, but all I get is a black screen. 


what do I put in the main loop? 


regards 


kirk 


kbender@znet.com 
—-MESSAGE FILE 18445 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000052 


—--MESSAGE FILE 18446 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000053 


Path: 
From: 


Date: 


Lines: 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
mperdue@iquest.net (Mario Perdue) 


Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Palette rotation 


Mon, 26 May 1997 03:05:43 GMT 


Organization: SCEA Net Yaroze News 


17 


Message-ID: <3388fd8b.4306996@205.149.189.29> 
References: <0Olbc68bb$31a98ea0S6c91b8cd@mannynaj> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 


X-Newsreader: Forte Free Agent 1.1/32.230 


On 25 
wrote: 


May 1997 03:23:50 GMT, "Manny Najera" <mnajera@ix.netcom.com> 


Net Yaroze newsgroups message dump.txt Page 12416 


>I grabbed a couple of TIM files off of the Robotron X cd, and I found 
>images for the pulsating backgrounds that make the game so cool. How do 
>you do palette rotation for images like these? Do you need more than one 
>CLUT, or do you just tinker with one of them? 

> 

Manny, 


It could be done either way. You could have a series of predefined 
palettes and cycle through them, or you could just change the values 
in the assigned palette. I would probably go with the later; it's much 
more memory efficient. 


Mario 


—-MESSAGE FILE 18446 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000053 


——MESSAGE FILE 18447 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000054 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: 24 bit static image 

Date: Mon, 26 May 1997 04:44:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <338914e5.10286477@205.149.189.29> 

References: <3387E8E3.2F42@znet.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sun, 25 May 1997 00:23:15 -0700, Kirk Bender <kbender@znet.com> 
wrote: 


>I'd like to load a 24 bit tim into the frame buffer 
>in 640x480 interlaced mode and view it, 

>no tmds, sprites, etc. 

>I set up the graphics by doing 

> 

> GsInitGraph (640,480, GsOFSGPU|GsINTER, 0, 1); 

> GsDefDispBuff(0, 0, 0, 0); // is this right? 

> 

>then load the tim, but all I get is a black screen. 
> 

>what do I put in the main loop? 


What do you have in the main loop now? Before I jump into this, I'd 
like to see what it is you're currently doing? 


Mario 
—-MESSAGE FILE 18447 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000054 


—-MESSAGE FILE 18448 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000055 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Mark Cooke" <spider@best.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Simple Sprite Code 

Date: 25 May 1997 20:50:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <01bc694d$68225510S7b7b7bcc@bank> 

NNTP-Posting-Host: spider.vip.best.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, Mario said a while back that he was going to write a peice of code that 
just put a sprite on the screen. I just got my Yaroze, and have been 
slightly baffeled on the structure of just setting up a sprite (haven't 
given it more than about 10 minutes, thought I would just ask). Was this 
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code ever put up? 


Mark Cooke 
—-MESSAGE FILE 18448 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000055 


—-MESSAGE FILE 18449 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000056 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Sprite Code 

Date: Mon, 26 May 1997 11:01:39 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33896cba.6141226@205.149.189.29> 

References: <01bc694d$68225510S7b7b7bcc@bank> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 25 May 1997 20:50:04 GMT, "Mark Cooke" <spider@best.com> wrote: 


>Hi, Mario said a while back that he was going to write a peice of code that 
>just put a sprite on the screen. I just got my Yaroze, and have been 
>slightly baffeled on the structure of just setting up a sprite (haven't 
>given it more than about 10 minutes, thought I would just ask). Was this 
>code ever put up? 

> 

Mark, 


Sorry, I havn't had the chance to put anything up yet. My 
mother-in-law has been ill and passed away yesterday, so I've been a 
bit preocupied with that. I should be able to get back to programming 
soon, and will make that my first priority. Right now, my wife needs 
my support. 


Mario 


—-MESSAGE FILE 18449 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000056 


——MESSAGE FILE 18450 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000057 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Sprite Code 

Date: Mon, 26 May 1997 11:05:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33896e30.6515997@205.149.189.29> 

References: <01bc694d$68225510S7b7b7bcc@bank> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Mark, 


While you're waiting for my sample, you might want to look at 2D.ZIP 
and BALLS.ZIP in the SCEE files area. These are some fairly simple 
sprite programs that might get you going. 


Mario 


—-MESSAGE FILE 18450 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000057 


——MESSAGE FILE 18451 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mark Cooke" <spider@best.com> 
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Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Sprite Code 

Date: 25 May 1997 23:11:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <01bc6961S$1d84fcl10S7b7b7bcc@bank> 

References: <01bc694d$68225510S7b7b7bcc@bank> <33896chbha.6141226@205.149.189.29> 
NNTP-Posting-Host: spider.vip.best.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Mark, 


Sorry, I havn't had the chance to put anything up yet. My 
mother-in-law has been ill and passed away yesterday, so I've been a 
bit preocupied with that. I should be able to get back to programming 
soon, and will make that my first priority. Right now, my wife needs 
my support. 


VVVVVVV 


Ack, no need to worry then! I had no idea. Good luck to you, and thanks. 


Mark Cooke 
—-MESSAGE FILE 18451 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000058 


—-MESSAGE FILE 18452 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000059 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: TIM File 

Date: 26 May 1997 03:43:56 GMT 

Organization: Marconi 

Lines: 47 

Message-ID: <01bc6987$18ba5f£60$3da2cdcd@default> 
NNTP-Posting-Host: ppp-annex-0551.mtl.total.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi all. 


I wrote the following small program to extract some information about a 
certain TIM file I want to display: 


// 
#include <libps.h> 


#define PICTURE 0x80110000 


void main(void) 
{ 
GsIMAGE Image; 
GsGetTimInfo((u_long *) PICTURE, &Image) ; 


printf ("Pixel Mode: %u\n", Image.pmode) ; 
printf (" Pixel X: ԱՂՈ", Image.px) ; 
printf (" Pixel Y: %Su\n",Image.py) ; 
printf (" Pixel *: %x\n",Image.pixel) ; 
printf (" CLUT CX: %u\n",Image.cx) ; 
printf (" CLUT CY: %u\n",Image.cy) ; 
printf (" CLUT CW: %u\n", Image.cw) ; 
printf (" CLUT CH: %u\n",Image.ch) ; 
printf (" CLUT *: %x\n",Image.clut); 


} 
// 
This is the output produced: 
Pixel Mode: 16 
Pixel X: 22540 


Pixel Y: 2 
Pixel *: 80110010 
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CLUT CX: 17 

CLUT CY: 4294963200 
CLUT CW: 8192 

CLUT CH: 0 

CLUT *: 2000 


Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 
should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
and there is an error in the Library Reference. 


HELP! Please clarify the rest of these numbers for me! Thanks! 
Nelson. 


—-MESSAGE FILE 18452 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000059 


——MESSAGE FILE 18453 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Sprite Code 

Date: Tue, 27 May 1997 02:43:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <338a4976.2839699@205.149.189.29> 

References: <01bc694d$68225510S7b7b7bcc@bank> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Mark (and anyone else who was waiting for this), 


I looked through a couple of my backup tapes last night and I was able 
to find a VERY early piece of my WalZ code. All this program does is 
display the Playfield Frame and monitor the Select key for abort. I 
does use six sprites instead of one but, other than that, it should be 
just what you were asking for. 


Mario 


—-MESSAGE FILE 18453 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000060 


——MESSAGE FILE 18454 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000061 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Simple Sprite Code 

Date: 27 May 1997 02:47:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <5mdi02Sshk4@scea> 

References: <01bc694d$68225510S7b7b7bcc@bank> <338a4976.2839699@205.149.189.29> 
NNTP-Posting-—Host: vanc0O1lm01-19.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <338a4976.2839699@205.149.189.29>, mperdue@iquest.net says... 
> 

>Mark (and anyone else who was waiting for this), 

> 
>I looked through a couple of my backup tapes last night and I was able 
>to find a VERY early piece of my WalZ code. All this program does is 
>display the Playfield Frame and monitor the Select key for abort. I 
>does use six sprites instead of one but, other than that, it should be 
>just what you were asking for. 

> 
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>Mario 
> 


Yes that is what I found so usefull. The thing that messed me up was 


Thank you, 
Than 


—-MESSAGE FILE 18454 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000061 


—--MESSAGE FILE 18455 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000062 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 

Subject: HELP! SYSTEM TIMERS 

Date: 27 May 1997 02:49:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <5mdi30$shk5@scea> 

NNTP-Posting-Host: vanc0O1lm01-19.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:91 scea.yaroze.pro 
gramming.2d_graphics: 62 


Anybody please know anything about the system timers and how they work? 
Anybody??? 


Latah.... 
George Bain 


—-MESSAGE FILE 18455 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000062 


——MESSAGE FILE 18456 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000063 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: 24 bit static image 

Date: Mon, 26 May 1997 22:58:19 -0700 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <338A77FB.5868@znet.com> 

References: <3387E8E3.2F42@znet.com> <338914e5.10286477@205.149.189.29> 
NNTP-Posting-Host: capts-—33.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Mario Perdue wrote: 


On Sun, 25 May 1997 00:23:15 -0700, Kirk Bender <kbender@znet.com> 
wrote: 


>I'd like to load a 24 bit tim into the frame buffer 
>in 640x480 interlaced mode and view it, 

>no tmds, sprites, etc. 

>I set up the graphics by doing 

> 

> GsInitGraph (640,480, GsOFSGPU|GsINTER, 0, 1); 


VVVVVVVV VV 
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If you're picking up on the 'technically' noticably better thing and 
suggesting that improved hardware is needed to make something 
technically better then I have to disagree. 


Clever coding can be seen as using the tools 'technically' more 
proficiently. 


Myself, I'd agree with Nick - the games are what counts. 

Sure, maybe N64 power is needed for that 4-way split screen thing, 

but for the majority of games the enjoyment would be the same at lower 
res. The games shouldn't really rely on the 'Wow, that looks neat' 
factor. 


You can argue that Quake couldn't have been written for a SNES. And 
that's absolutely true. I think neither Nick or I would have a leg to 
stand on if we said that the leap in technology doesn't make great games 
possible. 

However, I'm prone to think that we might be about levelling out. Sure, 
people always think that sort of thing (I remember being impressed by ST 
music), but the N64 for example is a very high powered rendering machine 
- short of reducing pop-up and cleaning things up, where is there to go? 


Which opens up an interesting question... 


Does anyone have any ideas how the next leap in 'game-experience' might 
happen. Home VR? DVD? 3D Video displays? Mmmm... 


James (~mrfrosty) 


Oh, and anyone who reckons they have the definitive PSX2 specs might 
like to remember that months prior to launch, the PSX specs (Edge) were 
most definitely inflated (though nowhere near Trip Hawkins' style). 


Steve Dunn wrote: 


>And BIW, I think these debates about internal processors 
>are irrelevant 


> 
> 
> 
> i 
> >I couldn't care less ... great games ... noticably better 
> "(technically, at least)" 

> 


em's success :-) 
> 


> Spot the contradiction ? 
> 


> Steve 'not out for a row' Dunn 
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thought Yaroze coders would give *games* themselves greater credit > in a syst 


—-MESSAGE FILE 1952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00655 


—-MESSAGE FILE 1953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000656 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Working with non-yarozers 
Date: Wed, 22 Apr 1998 12:28:21 +0100 
Organization: The Hex Heroes 

Lines: 27 

Message-ID: <353DD455.509@writeme.com> 
References: <353D3888.C7FE067C@hotmail .com> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


pal wrote: 


> I'm wondering how we yarozers can manage working with a distant 
> non-yarozer artist. 
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> GsDefDispBuff(0, 0, 0, 0); // is this right? 

> 

>then load the tim, but all I get is a black screen. 
> 


>what do I put in the main loop? 


> 
> 
> 
> 
> 
> 
> What do you have in the main loop now? Before I jump into this, I'd 
> like to see what it is you're currently doing? 

> 
> 


Mario 


Thanks for the quick reply. You guys work weekends? 

I discovered that I don't have to have anything at all 

in my main loop to simply see the frame buffer. 

But as Colin from SCEE points out I do have to do a GsSwapBuff or 
SetDispMask(1) first. 


kirk 
—-MESSAGE FILE 18456 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000063 


—-MESSAGE FILE 18457 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000064 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 

Subject: Re: HELP! SYSTEM TIMERS 

Date: Tue, 27 May 1997 09:45:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <338A9F44.C9@interactive.sony.com> 

References: <Smdi30$shk5@scea> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:92 scea.yaroze.pro 
gramming.2d_graphics: 64 


George Bain wrote: 

> 

Anybody please know anything about the system timers and how they work? 
Anybody??? 


> 
> 
> 
> Latah.... 
> 
> 


George Bain 


The sample <profile> is an example of one way of profiling 
use the root counter 1. 


Basically, a call to GetRCnt(1) obtains the value of this 
counter; it seems to increment Very fast (not yet sure how fast), 
and its range is (we think) 0-65535 ie unsigned_short, 

and can be expected to wraparound very often (more than once 

per second). 


Sorry about the uncertainty, but we're unsure about the 
other timers and whether or nopt they're usable. 
Will post again soon. 


Lewis 
—-MESSAGE FILE 18457 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000064 


—--MESSAGE FILE 18458 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000065 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: 24 bit static image 

Date: Wed, 28 May 1997 02:46:29 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <338b9c2a.284235@205.149.189.29> 

References: <3387E8E3.2F42@znet.com> <338914e5.10286477@205.149.189.29> <338A77FB.58 
68@znet.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 26 May 1997 22:58:19 -0700, Kirk Bender <kbender@znet.com> 
wrote: 


>You guys work weekends? 


Jeeze, did I miss another weekend? My how time flies when you don't 
know what you're doing. <BG> 


Mario 
—-MESSAGE FILE 18458 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000065 


—-MESSAGE FILE 18459 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000066 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Scrolling without BG ?? 

Date: 28 May 1997 06:30:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <5mgje6S$shk7@scea> 

NNTP-Posting-Host: vanc01m03-104.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:66 scee.yaroze.pro 
gramming.2d_graphics: 99 


Is it possible to scroll a background without BG? What I'am trying to do 

on the PlayStation is scroll two 160*240 images...just a simple wrap around. 
I tried some things out but I loose the image when I wrap around. The image 
would be useless to break down into 16*16 tiles so I need another way. 

If this is not possible or anyone know of hints or tricks please let me know. 


P.S. Does anyone...anyone..know how to use the system timers? 
Latah.... 
George Bain 


—-MESSAGE FILE 18459 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000066 


——MESSAGE FILE 18460 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000067 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Wed, 28 May 1997 09:37:13 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <338BEEB9.47F9@interactive.sony.com> 

References: <5mgje6$shk7@scea> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:67 scee.yaroze.pro 
gramming.2d_graphics:100 


George Bain wrote: 


> 

> Is it possible to scroll a background without BG? What I'am trying to do 

> on the PlayStation is scroll two 160*240 images...just a simple wrap around. 
> I tried some things out but I loose the image when I wrap around. The image 
> would be useless to break down into 16*16 tiles so I need another way. 

> If this is not possible or anyone know of hints or tricks please let me know. 
> 

> P.S. Does anyone...anyone..know how to use the system timers? 

> 

> Latah.... 

> 

> George Bain 


Scrolling sprites: the demo flying\tutol8 has a 'starfield' just 
made of two sprites. Basically, you just move them left and right 
as the view twists clockwise and anticlockwise, testing the sprites 
to see if they've fallen off-screen and repositioning them if they 
have. 


- Why do you lose the image when you wrap around? Try printing 
where the sprites are and repositioning. 


As regards timers, we're working on them. 


Lewis 
—-MESSAGE FILE 18460 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000067 


—-MESSAGE FILE 18461 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000068 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Wed, 28 May 1997 10:22:36 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 55 

Message-ID: <338BF95C.12A@interactive.sony.com> 

References: <5mgje6$shk7@scea> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:68 scee.yaroze.pro 
gramming.2d_graphics:101 


George Bain wrote: 


> 

> Is it possible to scroll a background without BG? What I'am trying to do 

> on the PlayStation is scroll two 160*240 images...just a simple wrap around. 
> I tried some things out but I loose the image when I wrap around. The image 
> would be useless to break down into 16*16 tiles so I need another way. 

> If this is not possible or anyone know of hints or tricks please let me know. 
> 

> P.S. Does anyone...anyone..know how to use the system timers? 

> 

> Latah.... 

> 

> George Bain 
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If you draw 4 images then you'll have no problems. Draw the first one at 
your (x,y), remember to do a x %= 320, y %= 256 (or what ever your 
screen resolution is). Then draw then others at (x-320,y) (x,y-256) and 
(x-320,y-256) (again depends on your screen resolution). Its not ideal 
but will do the job. 


As for system timers there are 3 functions long StartRCnt (unsigned 
long), long ResetRCnt (unsigned long) and long GetRCnt (unsigned long). 
The only values that do anything in the calls are 0,1 and 2. 0 and 2 
seem to be pixel counts (time to draw a pixel, or of that order, there 
isn't much in the way of details on how they were set up), and 1 seems 
to be a scanline count. 


To use the root counters just call StartRCnt with the number you want. 
ResetRCnt as necessary and GetRCnt to get a value. The value returned is 
in the range 0-65535, after which the counters wrap around. 


Example 
#include <libps.h> 


void main() 


{ 


unsigned long counter; 
counter = 0; // could also be 1 or 2 
StartRCnt (counter); 


while (*program terminate condition*) 


{ 


ResetRCnt (counter) ; 
*all the code* 


printf("Time taken: %d\n",GetRCnt (counter) ); 
} 


Stuart 
—-MESSAGE FILE 18461 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000068 


——MESSAGE FILE 18462 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000069 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: System timers 

Date: Wed, 28 May 1997 17:43:32 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 43 

Message-ID: <338C60B4.6490@interactive.sony.com> 

References: <5Smgje6$shk7@scea> <338BF95C.12A@interactive.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:69 scee.yaroze.pro 
gramming.2d_graphics:102 


Developer Support wrote: 

> As for system timers there are 3 functions long StartRCnt (unsigned 
long), long ResetRCnt (unsigned long) and long GetRCnt (unsigned long). 
The only values that do anything in the calls are 0,1 and 2. 0 and 2 
seem to be pixel counts (time to draw a pixel, or of that order, there 
isn't much in the way of details on how they were set up), and 1 seems 
to be a scanline count. 


V V V V V 
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To use the root counters just call StartRCnt with the number you want. 
ResetRCnt as necessary and GetRCnt to get a value. The value returned is 
in the range 0-65535, after which the counters wrap around. 


Example 
#include <libps.h> 
void main() 
eee long counter; 
counter = 0; // could also be 1 or 2 
StartRCnt (counter); 
while (*program terminate condition*) 
E E S 
*all the code* 
printf("Time taken: %d\n",GetRCnt (counter) ); 


} 
} 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Stuart 


I've just been told that timer 0 can fail some times, and timer 1 is 
used internally (VSync(1) uses it, so its best not to reset it). This 
leaves timer 2, which doesn't seem to have any problems associated with 
it. 


Stuart 
—-MESSAGE FILE 18462 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000069 


——MESSAGE FILE 18463 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000070 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM File 

Date: Wed, 28 May 1997 21:24:49 -0400 

Organization: ArcanaTech 

Lines: 64 

Message-ID: <338CDAE0.434Béearthlink.net> 

References: <01bc6987$18ba5f60$3da2cdcd@default> 

NNTP-Posting-Host: 1Cust53.Max6.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Nelson Santos wrote: 
Hi all. 


I wrote the following small program to extract some information about a 
certain TIM file I want to display: 


// 
#include <libps.h> 


> 


#define PICTURE 0x80110000 


void main(void) 
{ 
GsIMAGE Image; 
GsGetTimInfo((u_long *) PICTURE, &Image) ; 


VVVVVVVVVVV VV VV 
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Nelson, 

If you loaded a standard TIM file at 0x80110000, you want to point 4 
bytes past that address when you pass it to GsGetTimInfo. You need to 
skip the file size that is in the first 4 bytes (a 32 bit integer). See 
page 113 in the Library Reference. 


Your call should be: 
GsGetTimInfo( (u_long *) (PICTURE+4), &Image ); 


The stuff below is bogus because the address you passed wasn't right. 
Try the right address and the numbers you get should make more sense.. 


Jack Copper 


printf ("Pixel Mode: %u\n",Image.pmode) ; 
printf(" Pixel X: %u\n",Image.px) ; 
printf (" Pixel Y: %Su\n",Image.py) ; 
printf (" Pixel *: %x\n",Image.pixel) ; 
printf (" CLUT CX: %u\n", Image.cx) ; 
printf (" CLUT CY: %u\n",Image.cy) ; 
printf (" CLUT CW: %u\n",Image.cw) ; 
printf (" CLUT CH: %u\n",Image.ch) ; 
printf (" CLUT *: %x\n",Image.clut); 


} 
// 


This is the output produced: 


Pixel Mode: 16 
Pixel X: 22540 
Pixel Y: 2 
Pixel *: 80110010 
CLUT CX: 17 
CLUT CY: 4294963200 
CLUT CW: 8192 
CLUT CH: 0 
CLUT *: 2000 


Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 
should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
and there is an error in the Library Reference. 


HELP! Please clarify the rest of these numbers for me! Thanks! 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Nelson. 
—-MESSAGE FILE 18463 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000070 


—-MESSAGE FILE 18464 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000071 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Wed, 28 May 1997 21:33:07 -0400 

Organization: ArcanaTech 

Lines: 50 

Message-ID: <338CDCD3.567@earthlink.net> 

References: <335F08E0.7758@charlie.cns.iit.edu> <335f711f.2848316@205.149.189.29> ՀՅ 
3767A65.85D@earthlink.net> <338600ae.70475903@news.scea.sony.com> 

NNTP-Posting-Host: 1Cust53.Max6.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Jamin Frederick wrote: 
> 


> Yea, this got me wondering...I took a look at some TIM files with a 
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hex editor and looked at the corresponding bit values...apparently 
this is the way the TIM flag is supposed to be: 


bits meaning 
210 


000 4-bit CLUT 
001 8-bit CLUT 
010 15-bit direct 
100 24-bit direct? 


bit meaning 
3 
0 No CLUT block 
1 Has CLUT block 


bits 4 - 31 always 0 


I wish Sony would just write out the bit fields like this in the first 
place. I'm going nuts trying to figure out if 


1. 


2. 
3, 
4 


VVVVVVVVVVVV VV VV VV NE V VN N VV VV VV 


SNIP my message 


Well Jamin, we agree on the first 2 bits, so to speak. But I'm still a 
bit puzzled. You and I both empirically concluded that bit 3, when set, 
indicates the presence of a CLUT. 


So, the question is, what represents 24-bit direct mode? 

0x4 (01008) or 0x3 (00118) ?? 

I guessed 3, since for the Sony documentation to have any semblance of 
consistency, if the reference to 1 and 2 were bit positions, the 
reference to 0 would also be a bit position.. but bit 0 when set yields 
1 (we both discovered that an 8 bit CLUT is 0x9 which is 1001- so 1 
can't represent a 4 bit CLUT). 


Someday I'll try loading a 24 bit direct file and see... Or maybe Sony 
will fix the docs.. 


Jack Copper 
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—-MESSAGE FILE 18464 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000071 


—-MESSAGE FILE 18465 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000072 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 


Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 


Subject: Re: Scrolling without BG ?? 

Date: Wed, 28 May 1997 21:43:24 -0400 

Organization: ArcanaTech 

Lines: 49 

Message-ID: <338CDF3C.6CFC@earthlink.net> 

References: <5Smgje6$shk7@scea> <338BF95C.12A@interactive.sony.com> 
NNTP-Posting-Host: 1Cust53.Max6.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:72 scee 


gramming.2d_graphics:105 


Developer Support wrote: 
> 


> George Bain wrote: 


-yaroze.pro 
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SNIP SNIP 


To use the root counters just call StartRCnt with the number you want. 
ResetRCnt as necessary and GetRCnt to get a value. The value returned is 
in the range 0-65535, after which the counters wrap around. 


Example 

#include <libps.h> 

void main() 

{ 

unsigned long counter; 

counter = 0; // could also be 1 or 2 

StartRCnt (counter); 

while (*program terminate condition*) 
Ease uate eae 


*all the code* 


printf("Time taken: %d\n",GetRCnt (counter) ); 
} 
} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VY 


Stuart 


How does this square with the (less than enlightening) comments on page 
90 in the User Guide? There is an RCntCNT2 MACRO in the libps.h header: 


#define RCntCNT 0xf2000002 
but no RCntMdNOINTR | (or?) RCntMdSP 


In any case (also from pg 90) it appears that the counters increment 
every 8 cycles of the System clock (approx every 24 microseconds). 


HOWEVER, all these caveats are, at the least, frustrating.. How about 
some definitive information.. 


Thanks. 

Jack Copper 

—-MESSAGE FILE 18465 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000072 


—-MESSAGE FILE 18466 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000073 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: HELP!!! 

Date: Thu, 29 May 1997 14:42:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 24 

Message-ID: <338d9557.22830356@205.149.189.29> 

References: <336DEFF5.5799@erols.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I posted a file called STEP1.ZIP that is just about as simple a 
program as can be done on the system. All it does is display six 
sprites. They're the sprites that make the playfield frame for Walz. 
Check it out. 


Mario 


On Mon, 05 May 1997 10:34:29 -0400, "Brian A. Lee" <brlee@erols.com> 
wrote: 
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>hi, my name is brian, and i'm just starting (as is most of us) 
>programming for the yaroze. well, i don't even know where to start in 
>making a 2D program. if someone could make available a simple well 
>documented program that puts a sprite on the screen available to me, i 
>would more than greatful. 

>thanks 

>-brian 

> 

>ps 

>how did you guys get so far with the little documentation available? i 
>was hoping there would be some sort of tutorial available, but 
>apparently there is not. anyway, thanks again... 

> 


—-MESSAGE FILE 18466 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000073 


——MESSAGE FILE 18467 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000074 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Ordering Tables 

Date: Thu, 29 May 1997 14:44:31 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <338d962d.23043793@205.149.189.29> 

References: <Olbc65da$c29ee380$3cb113cc@default> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Nelson, 
See my answer in the beginners news group. 
Mario 


—-MESSAGE FILE 18467 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000074 


—-MESSAGE FILE 18468 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000075 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM File 

Date: Thu, 29 May 1997 14:58:57 GMT 

Organization: SCEA Net Yaroze News 

Lines: 53 

Message-ID: <338d9990.23910984@205.149.189.29> 

References: <01bc6987S18ba5f60$3da2cdcd@default> <338CDAE0.434B@earthlink.net> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Thanks Jack. 


On Wed, 28 May 1997 21:24:49 -0400, Jack Copper 
<impmeister@earthlink.net> wrote: 


>Nelson, 

>If you loaded a standard TIM file at 0x80110000, you want to point 4 
>bytes past that address when you pass it to GsGetTimInfo. You need to 
>skip the file size that is in the first 4 bytes (a 32 bit integer). See 
>page 113 in the Library Reference. 

> 

>Your call should be: 

>GsGetTimInfo( (u_long *) (PICTURE+4), &Image ); 

> 

>The stuff below is bogus because the address you passed wasn't right. 
> 
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>Try the right address and the numbers you get should make more sense.. 
> 


>Jack Copper 


> 

>> printf ("Pixel Mode: %u\n", Image.pmode) ; 
>> printf (" Pixel X: %u\n", Image.px); 

>> printf (" Pixel Y: %u\n", Image.py); 

>> printf (" Pixel *: %x\n", Image.pixel); 
>> printf (" CLUT CX: %u\n", Image.cx); 

>> printf" CLUT CY: %u\n", Image.cy); 

>> printf (" CLUT CW: %u\n", Image.cw); 

>> printf (" CLUT CH: %u\n",Image.ch) ; 

>> printf (" CLUT *: %x\n",Image.clut); 
>> } 

>> // 

>> 

>> This is the output produced: 

>> 

>> Pixel Mode: 16 

>> Pixel X: 22540 

>> Pixel Y: 2 

>> Pixel *: 80110010 

>> CLUT CX: 17 

>> CLUT CY: 4294963200 

>> CLUT CW: 8192 

>> CLUT CH: 0 

>> CLUT *: 2000 

>> 

>> Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
>> SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 


>> should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
>> and there is an error in the Library Reference. 

>> 

>> HELP! Please clarify the rest of these numbers for me! Thanks! 

>> 

>> Nelson. 


—-MESSAGE FILE 18468 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000075 


——MESSAGE FILE 18469 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000076 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More GsBG questions 

Date: Thu, 29 May 1997 15:40:01 GMT 

Organization: SCEA Net Yaroze News 

Lines: 46 

Message-ID: <338dalda.26033398@205.149.189.29> 

References: <335F08E0.7758@charlie.cns.iit.edu> <335f711f.2848316@205.149.189.29> ՀՅ 
3767A65.85D@earthlink.net> <338600ae.70475903@news.scea.sony.com> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 23 May 1997 20:59:07 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> Yea, this got me wondering...I took a look at some TIM files with a 
>hex editor and looked at the corresponding bit values...apparently 
>this is the way the TIM flag is supposed to be: 

> 

> 

> bits meaning 

> 210 

> 

> 000 4-bit CLUT 

> 001 8-bit CLUT 

> 010 15-bit direct 

> 100 24-bit direct? 

> 

>bit meaning 
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> 
> Has anyone experienced such a situation ? 
> Has anyone a solution ? 


Working over long distances with people you don't know is pretty 
difficult. I've a 3D artist acquaintance - and the interface between us 
is far from perfect. 


Still, if there's someone who wants to work with you and you're prepared 
to make a go of it then start formulating some concrete design. Work out 
what kind of images you'd like of what size, describe the game in a lot 
of detail - so your artist can get a 'feel' for what you'd like and they 
can start to cut out a style. 


Alternatively, get your game to a substantially finished stage using 
'mock-up' pre-production sprites. 16x16 squares, nicked music, whatever. 
Then you can approach your helper with some really finalised 
specifications (rather than having to revise what seemed like a concrete 
spec.) 


Above all, remember to credit whatever you use! 


James (~mrfrosty) 
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—-MESSAGE FILE 1953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00656 


—-MESSAGE FILE 1954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000657 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Getting NTSC to work properly.. 
Date: Wed, 22 Apr 1998 12:33:11 +0100 
Organization: The Hex Heroes 

Lines: 17 

Message-ID: <353DD577.5468@writeme.com> 
References: <353DBBC9.20179EC6@reading.ac.uk> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Mark Green wrote: 
> I have a Philips monitor connected via a Scart lead to the Yaroze. 


> PAL things run perfectly, but NTSC demos run in black and white. This 
> is a pain... 


Try using an RGB to SCART cable (not overly cheap, but effective). 

I had this problem, and was convinced there was nothing I could do about 
it - I hadn't had any problems attaching my Amiga to my CM1883(?) before 
that. 


Solution: 

1. Ditch your old lead and buy one with a different connector. 
(RGB rather than those phono things) 

2. Buy some sunglasses. 


James (~mrfrosty) 


—-MESSAGE FILE 1954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00657 


—-MESSAGE FILE 1955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000658 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: 22 Apr 1998 14:36:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 12431 


> 3 

> 

> 0 No CLUT block 

> 1 Has CLUT block 

> 

>bits 4 - 31 always 0 

> 

>I wish Sony would just write out the bit fields like this in the first 
>place. I'm going nuts trying to figure out if 
> 

»1. 

-2. 

>3. 

>4. 

> 


>just means the decimal value or enumerating bits to be flagged. 
>Let me know if I'm wrong on this. 


Jamin, 


The decimal value 


0 = 4 bit Mode (CF = 1) 
1 = 8 bit mode (CF = 1) 
2 = 16 bit mode (CF = 0) 
3 = 24 bit mode (CF = 0) 


Mario 


—-MESSAGE FILE 18469 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000076 


——MESSAGE FILE 18470 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000077 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 

Subject: Re: HELP! SYSTEM TIMERS 

Date: 29 May 1997 07:43:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <5mjc3r$7d02@scea> 

References: <5mdi30Sshk5@scea> <338A9F44.C9@interactive.sony.com> 

NNTP-Posting-Host: vanc0O1m05-10.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:106 scea.yaroze.pr 
ogramming.2d_graphics:77 


In article <338A9F44.C9@interactive.sony.com>, 
dev_support@interactive.sony.com says... 


>Basically, a call to GetRCnt(1) obtains the value of this 
>counter; it seems to increment Very fast (not yet sure how fast), 
>and its range is (we think) 0-65535 ie unsigned_short, 

>and can be expected to wraparound very often (more than once 
>per second). 


Thanks ..I got it to work now but damn it wraps around too fast. 
The system timer on the PC takes days... 


Latah... 


George Bain 


—-MESSAGE FILE 18470 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000077 
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—-MESSAGE FILE 18471 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000078 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: 29 May 1997 07:54:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 37 

Message-ID: <5mjcn4$7d03@scea> 

References: <Smgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> 
NNTP-Posting-Host: vanc0O1m05-10.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:78 scee.yaroze.pro 
gramming.2d_graphics:107 


In article <338BEEB9.47F9@interactive.sony.com>, dev_support@interactive.sony.com sa 
ys... 


>Scrolling sprites: the demo flying\tutol8 has a 'starfield' just 
>made of two sprites. 


I looked at that code today and still can't get what I want to do done. 
I'll explain it a little better: 


- 2 - 160*240 images 
— one on the left and the other onn the right to fill the screen 


I want to scroll them from right to left, when image.x < 0 wrap around 
to the right of the screen. 


320 


<- <- scroll left <- wrap around 


OAN 


I want to do this without using tiles..I have a image I want to scroll 
and it is not worth th effort to cut into 16*16 tiles. 


George Bain 


--MESSAGE FILE 18471 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000078 


——MESSAGE FILE 18472 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000079 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling without BG ?? 

Date: Thu, 29 May 1997 10:57:48 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <338D531B.  9F8@interactive.sony.com> 

References: <5mgje6$shk7@scea> <338BF95C.12A@interactive.sony.com> <338CDF3C.6CFC@ea 
rthlink.net> 
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Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:79 scee.yaroze.pro 
gramming.2d_graphics:109 


Jack Copper wrote: 

> How does this square with the (less than enlightening) comments on page 
90 in the User Guide? There is an RCntCNT2 MACRO in the libps.h header: 
#define RCntCNT 0::82000002 

but no RCntMdNOINTR | (or?) RCntMdSP 


In any case (also from pg 90) it appears that the counters increment 
every 8 cycles of the System clock (approx every 24 microseconds). 


HOWEVER, all these caveats are, at the least, frustrating.. How about 
some definitive information.. 


Thanks. 
Jack Copper 


VVVVVVVVVVVV VV 


As you haven't got RCntMdNOINTR or RCntMdSP, you can't use them. Root 
counters 0 and 2 run at 8 clock cycles and root counter 1 runs on Hsync. 
The problem with this is that root counter 0 and 2 wrap around within a 
frame. I'd forget about the user guide and just do what works. 


Stuart 
—-MESSAGE FILE 18472 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000079 


—-MESSAGE FILE 18473 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000080 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Thu, 29 May 1997 11:01:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 42 

Message-ID: <338D53EE.3D1A@interactive.sony.com> 

References: <5mgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 
a> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:80 scee.yaroze.pro 
gramming.2d_graphics:110 


George Bain wrote: 

> 

> In article <338BEEB9.47F9@interactive.sony.com>, dev_support@interactive.sony.com 
says... 


> 

> >Scrolling sprites: the demo flying\tutol8 has a 'starfield' just 

> >made of two sprites. 

> 

> I looked at that code today and still can't get what I want to do done. 
> I'll explain it a little better: 

> 

> — 2 - 160*240 images 

> - one on the left and the other onn the right to fill the screen 

> 

> I want to scroll them from right to left, when image.x < 0 wrap around 
> to the right of the screen. 
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> 

> 320 
> 

> 

> 

> <- <- scroll left <- wrap around 
> 

> 2 

> 4 

> 0 

> 

> 

> 

> 

> 

> 


> I want to do this without using tiles..I have a image I want to scroll 
> and it is not worth th effort to cut into 16*16 tiles. 

> 

> Latah..... 

> 

> George Bain 


So draw the image at image.x < 0 and again at 320 + image.x. and when 
image.x == -320 make image.x = 0. 
Stuart 


—-MESSAGE FILE 18473 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000080 


—--MESSAGE FILE 18474 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000081 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Send me some GIFs/TIMs? 

Date: Fri, 30 May 1997 01:46:18 -0700 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <338E93D8.2511@halcyon.com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip24.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Can somebody with a DOS machine send me a couple of small images before 
and after they have been run through the TIM conversion tool? I'm 
looking for a (very small) picture at 4, 16, and 24 bit depth both in 
some standard format (doesn't really matter as long as I know what it 
looks like) and the resulting TIMs (in fact one pic and various TIMs 
from it would be great). 


I'm trying to get my Macintosh conversion program going (I know 8 bit 
works so far) and I don't want to write a Yaroze program and download 
each file I generate to test it while I'm debugging. A pointer to some 
sample TIMs would be just as useful. 


thanks, 
eli 
gromit@halcyon.com 


P.S. Sorry if anybody was waiting for a Mac converter - I had a cold and 

didn't start coding 'til yesterday. (Now that I've got the hard one 

pretty much done maybe somebody wants to volunteer to do a 3DMF to TMD 

converter, should be no problem...) 

-—-MESSAGE FILE 18474 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000081 


—--MESSAGE FILE 18475 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000082 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: How to ... Display sprites. 

Date: Mon, 02 Jun 1997 20:14:08 +0100 
Organization: shadow developments 

Lines: 43 

Message-ID: <33931B7E.D9@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-17.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


How to ... Display sprites. 


As promised, I have written some documentation and source code for the 
display of sprites for use by anybody who needs it. 


The docs started out short, but ended up about eight pages long. They're 
pretty detailed without being complicated, I just cover the necessary 
bits to get the sprite from your head onto the screen. 


The source code is short, functional, well documented with comments, and 
easy to follow. 


The docs and source code are available now, including the executable and 
a sample TIM from my ftp site at: 


http://www.playstation.co.uk/~shadow/ftp/ 


It's available as a .zip file for PC, with the docs in Word 6 format & 
Ascii text, and .hqx format for Mac with the docs in Wordperfect 3.1 
format & Simpletext. 


If you can't access the SCEE ftp, mail me and I will mail it to you, 
just say what format you want it in. 


I know how frustrating it can get when you are trying to get stuff 
working, it took me a couple of weeks to get my head round it all. So I 
just hope this makes life easier and quicker for those of you who are 
struggling and starting out - have faith we've all been there. 


How about continuing this "How to .." series, if anyone else could knock 
together some docs and source code for say, basic 3D, basic sound, using 
Yaroze on Mac/Amiga/Linux, assembler on Yaroze, collision detection, 
etc, etc. Source code alone without docs can sometimes just be 
confusing. Perhaps SCEE could give us some more FTP space for a "How to 
." area, and then people could upload stuff there for the benefit of 
everyone. 


How about it people, after all, we're all in this together. 
Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
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—-MESSAGE FILE 18475 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000082 


——MESSAGE FILE 18476 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000083 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Mark Cooke" <spider@best.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Sprite Help. Warning lots of code 

Date: 2 Jun 1997 23:59:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 107 

Message-ID: <01lbc6fb1$8104ef10S7b7b7bcc@bank> 

NNTP-Posting-Host: spider.vip.best.com 
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X-Newsreader: Microsoft Internet News 4.70.1155 

Hi, I was having some troubles with getting a sprite up on the screen. I 

can get some weird stuff to happen, but nothing like what I would expect. 
suspect that somewhere in the following code my numbers are wrong. Anyone 
care to give me a hand? 


I 


// 2D Display Playstation Sprite 


#incl 
#include 


ude <libps.h> 
"pad.h" 


GsOT WorldOT[2]; // How Many sprites in world & where draw 
GsOT_TAG OTtag[2] [1<<1]; 
int activeBuffer; // Which buffer are we drawing to? 


#define SPRITE_CNT 7 
PACKET GpuPacketArea[2] [1*sizeof(GsSSPRITE) |: 


#define OUR_SPRITE_ADDRESS 0x80090000 
GsSPRITE ourSprite; // Guess what this is? 
GsIMAGE ourSpriteInfo; 


void main () 

{ 
int i; 
int padData; 
RECT rect; 
u_short texturePage; 
int hsync = 0; 
SetVideoMode ( MODE_NTSC 


); // For American TV's 


ResetGraph (0); 


GsInitGraph (320, 240, 4, 0, 0); // 320x240, GPU Doublebuffer, No dither 
// 16-bit color 
GsDefDispBuff(0, 0, 0, 240); // Front Buffer starts at 0,0 


// Back Buffer 
// Initialize the ordering table 


starts at 0,240 


PadInit (); 


for 


{ 


(i = 0; i < 2; i++) 


WorldOT[i].length 
WorldOT[i].org 


1; 
OTtag[il]; 


} 

ourSprite.r = 128; 
ourSprite.g 128; 
ourSprite.b 128; 
ourSprite.scalex 
ourSprite.scaley 
ourSprite.rotate 


ONE; 
ONE; 
0; 


ourSprite. 320, 0); 
ourSprite. 
ourSprite. 
ourSprite. 
ourSprite. 
ourSprite. 
ourSprite. 


ourSprite. 


tpage GetTPage(1, 0, 
attribute |= 1 << 25; 
0; 

0; 

128; 

240; 

0; 

0; 


ՀՏՀ» 


setRECT( &rect, 960, 0, 128, 240 ); 


GsGetTimInfo( (u_long *) (OUR_SPRITE_ADDRESS+4), 


é&0urSpritelInfo) ; 


rect. 


rect. 
rect. 
rect. 


vex x 


ourSpritelInfo 
ourSpriteInfo 
ourSpriteInfo 
ourSpritelInfo 


. PX; 
-PY; 
Քո, 
. ph; 


Net 


Lo 


if 
{ 


} 
Dr 
ac 


wh 
{ 


} 
Re 


} 


Mark 
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adImage(&rect, ourSpriteInfo.pixel); 
((ourSpriteInfo.pmode >> 3) & 0x01) 

rect.x = ourSpriteInfo.cx; 

rect.y = ourSpritelInfo.cy; 

rect.w = ourSpriteInfo.cw; 

rect.h = ourSpriteInfo.ch; 


LoadImage( &rect, ourSpriteInfo.clut); 


awSync (0); 
tiveBuffer = GsGetActiveBuff (); 
ile (1) 


padData = PadRead(); 
if (padData & PADselect) 

break; 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 
GsClearOt (0,0, &WorldOT[activeBuffer]); 
GsSortSprite(&ourSprite, &WorldOT[activeBuffer], 3); 
hsyne = VSync (0); 
ResetGraph (1); 
GsSwapDispBuff(); 
GsSortClear(0,0,4, &WorldOT[activeBuffer]); 
//GsDrawOt (&WorldOT [activeBuffer]); 
activeBuffer “= 1; 


setGraph (3); 


Cooke 
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—-MESSAGE FILE 18476 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


24 9 


raphics/00000083 


--MESSAGE FILE 18477 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000084 


Path 
From 
News 
Subj 
Date 
Orga 
Line 
Mess 


: chuka.playstation.co.uk!news 

: Ira Rainey <shad.dev@netcomuk.co.uk> 
groups: scea.yaroze.programming.2d_graphics 
ect: Re: Sprite Help. Warning lots of code 
: Tue, 03 Jun 1997 07:31:06 +0100 

nization: shadow developments 

S: 31 

age-ID: <3393BA28.7CF8@netcomuk.co.uk> 


References: <0Olbc6fb1$8104ef10S7b7b7bcc@bank> 

NNTP-Posting-Host: dialup-—08-58.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 

Mark Cooke wrote: 

> 

> Hi, I was having some troubles with getting a sprite up on the screen. I 
> can get some weird stuff to happen, but nothing like what I would expect. I 
> suspect that somewhere in the following code my numbers are wrong. Anyone 
> care to give me a hand? 

> 

Mark, 

I have posted a How to .. display sprites on my ftp area, for the very 

such purpose. It includes source code and detailed, but easy to follow 
documentation. 

You can get it from: 
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If you US guys can't access our web site yet, then mail me back and I 
will mail you a copy. I have it in Mac and PC formats. 


I've had a fair bit of interest from the US, I don't know if you guys 
can get our web site yet, but maybe someone from SCEE could mail it to 
the guys at SCEA so they could post it at your end. 


Let me know what you think of it. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18477 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000084 


--MESSAGE FILE 18478 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000085 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Help. Warning lots of code 

Date: 3 Jun 1997 07:43:47 GMT 

Organization: SCEA Net Yaroze News 

Lines: 140 

Message-ID: <5n0hvj$7d012@scea> 

References: <Olbc6fb1$8104ef10S7b7b7bcc@bank> 

NNTP-Posting-—Host: vanc0O1lm05-71.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <01lbc6fb1$8104ef10S7b7b7bcc@bank>, spider@best.com says... 


Try this out dude.... 


// 2D Display Playstation Sprite 


#include <libps.h> 
#include "pad.h" 


#define PACKETMAX (1000*24) // add this 
GsOT WorldOT[2]; // o.k 
GsOT_TAG OTtag[2] [1<<1]; Lf OK 
int activeBuffer; // o.k 


#define SPRITE_CNT 7 
PACKET GpuPacketArea[2] [PACKETMAX] ; // try this but it shouldn't matter 


#define OUR_SPRITE_ADDRESS 0x80090000 
GsSPRITE ourSprite; Z f Gs 
GsIMAGE ourSpriteInfo; 


void main() 
{ 
Ine “Ll; 
int padData; 
RECT rect; 
u_short texturePage; 
int hsync = 0; 


SetVideoMode( MODE_NTSC ); // o.k 
ResetGraph (0) ; // O ¿k 
GsInitGraph(320, 240, 4, 0, 0); // o.k 


GsDefDispBuff(0, 0, 0, 240); // o.k 
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// Initialize the ordering table 
PadInit (); // good 


for (i = 0; i < 2; i++) // looks good 
{ 

WorldOT[i].length = 1; 

WorldOT[i].org = OTtag[il; 


} 


ourSprite.r = 128; 
ourSprite.g 128; 
ourSprite.b = 128; 
ourSprite.scalex = ONE; 
ourSprite.scaley = ONE; 
ourSprite.rotate 0; 


ourSprite.tpage = GetTPage(1, 0, 320, 0); 


ourSprite.attribute |= 1 << 25; 
ourSprite.x = 0; 

ourSprite.y = 0; 

ourSprite.w = 128; 

ourSprite.h = 240; 

ourSprite.u = 0; 

ourSprite.v = 0; 


setRECT( &rect, 960, 0, 128, 240 ); 


GsGetTimInfo( (u_long *) (OUR_SPRITE_ADDRESS+4), &ourSpritelInfo); 


rect.x = ourSpriteInfo.px; 
rect.y = ourSpriteInfo.py; 
rect.w = ourSpriteInfo.pw; 
rect.h = ourSpriteInfo.ph; 


LoadImage (&rect, ourSpriteInfo.pixel); 


if ((ourSpriteInfo.pmode >> 3) & 0x01) 
{ 


rect.x = ourSpriteInfo.cx; 
rect.y = ourSpritelInfo.cy; 
rect.w = ourSpriteInfo.cw; 
rect.h = ourSpriteInfo.ch; 


LoadiImage( &rect, ourSpriteInfo.clut); 


// here is the main concern...... 


//DrawSync (0); // wrong nuke it 


//activeBuffer = GsGetActiveBuff(); // wrong nuke it 


while (1) 
{ 
padData = PadRead(); // sure why not.... 
if (padData & PADselect) // sure.... 
break; 
activeBuffer = GsGetActiveBuff (); // put here, get active buffer 
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GsSetWorkBase( (PACKET *)GpuPacketArea[activeBuffer]); // set the workbase 


GsClearOt (0,0, &WorldOT[activeBuffer]); // clear the OT 


GsSortSprite(é&ourSprite, &WorldOT[activeBuffer], 3); // register sprite in 


OT 
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DrawSync (0); // add here, wait for all drawing to be completed 
VSync (0); // wait for V sync 
// ResetGraph(1); // nuke this 


GsSwapDispBuff (); // swap the double buffers 


GsSortClear (0,0,4, &WorldOT[activeBuffer]); // o.k.... clear 


GsDrawOt (&WorldOT[activeBuffer]); // why did you comment this out? 
// most important part..... 


//activeBuffer ^= 1; // nuke 
} 


ResetGraph(3); // o.k 


} 


That's what I can come up with...... I don't claim to be a Sony PlayStation 
expert so if it don't work don't go crazy օո me..... :) 


George Bain 


—-MESSAGE FILE 18478 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000085 


——MESSAGE FILE 18479 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000086 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Help. Warning lots of code 

Date: Tue, 03 Jun 1997 14:12:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 140 

Message-ID: <33942078.589075@205.149.189.29> 

References: <0Olbc6fb1$8104ef10S7b7b7bcc@bank> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi Mark, 
Let's take a look at what you have. 


On 2 Jun 1997 23:59:09 GMT, "Mark Cooke" <spider@best.com> wrote: 
>// 2D Display Playstation Sprite 

> 
>#include <libps.h> 

>#include "pad.h" 

> 

>GsOT WorldOT[2]; // How Many sprites in world & where draw 
>GsOT_TAG OTtag[2] [1<<1]; 

>int activeBuffer; // Which buffer are we drawing to? 

> 
>#define SPRITE_CNT 7 

>PACKET GpuPacketArea[2] [1*sizeof (GSSPRITE) ]; 


I think this line came from one of my examples. I thought I fixed 
that. I'd try using a multiple of 24 (the average packet size) here. 
Since you're not too worried about space yet, make it large; 2400 
should do. 

PACKET GpuPacketArea[2] [2400]; 

or 

PACKET GpuPacketArea[2] [100*24]; 
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Lines: 26 

Message-ID: <0Olbdédfc$3f£759aa0S0d3a63c3@default> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hSshn7@chuka.playstation.co.uk> <6 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> 

NNTP-Posting-Host: host5-99-58-13.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


aoe leap huh, well with games near reaching visual overload now the 
ian should be into game interaction and control, these pad things are 

Hea cee are smelly and leave little black droppings everywhere but this is 
aoa pat thats going to open up in the next few years 

Anyone else care to guess :-) 


Pete. 

> 

> Which opens up an interesting question... 

> 

> Does anyone have any ideas how the next leap in 'game-experience' might 
> happen. Home VR? DVD? 3D Video displays? Mmmm... 

> 

> James (~mrfrosty) 

> 

> Oh, and anyone who reckons they have the definitive PSX2 specs might 

> like to remember that months prior to launch, the PSX specs (Edge) were 
> most definitely inflated (though nowhere near Trip Hawkins' style). 

> 

> 


—-MESSAGE FILE 1955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00658 


—-MESSAGE FILE 1956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000659 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Working with non-yarozers 

Date: Wed, 22 Apr 1998 18:46:32 +0100 

Organization: Yaloozer 

Lines: 8 

Message-ID: <6h1a31$31i21@chuka.playstation.co.uk> 

References: <353D3888.C7FEO067C@hotmail.com> <353DD455.509@writeme.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Its simple, just code up a (partial) yaroze library simulation with OpenGL 
calls and recompile your game for pc. 


heh 


gr 


—-MESSAGE FILE 1956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00659 


—-MESSAGE FILE 1957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000660 

Path: chuka.playstation.co.uk!news 

From: Mark Green <nomic@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Wed, 22 Apr 1998 21:11:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
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>#define OUR_SPRITE_ADDRESS 0x80090000 
>GSSPRITE ourSprite; // Guess what this is? 
>GsIMAGE ourSpriteInfo; 

> 

>void main() 

>í 


v 


anit, d 

int padData; 

RECT rect; 

u_short texturePage; 
int hsync = 0; 


SetVideoMode( MODE_NTSC ); // For American TV's 
ResetGraph (0); 


GsInitGraph (320, 240, 4, 0, 0); // 320x240, GPU Doublebuffer, No dither 
// 16-bit color 

GsDefDispBuff(0, 0, 0, 240); // Front Buffer starts at 0,0 
// Back Buffer starts at 0,240 

// Initialize the ordering table 


PadInit (); 


for (i = 0; i < 2; itt) 

{ 
WorldOT[i].length = 1; 
WorldOT[i].org = OTtag[il; 


} 


ourSprite.r = 128; 
ourSprite.g = 128; 
ourSprite.b = 128; 
ourSprite.scalex = ONE; 
ourSprite.scaley = ONE; 
ourSprite.rotate 0; 


ourSprite.tpage = GetTPage(1l, 0, 320, 0); 


ourSprite.attribute |= 1 << 25; 
ourSprite.x = 0; 

ourSprite.y = 0; 

ourSprite.w = 128; 

ourSprite.h = 240; 

ourSprite.u = 0; 

ourSprite.v = 0; 


setRECT( &rect, 960, 0, 128, 240 ); 


GsGetTimInfo( (u_long *) (OUR_SPRITE_ADDRESS+4), &ourSpriteInfo); 


rect.x = ourSpriteInfo.px; 
rect.y = ourSpriteInfo.py; 
rect.w = ourSpriteInfo.pw; 
rect.h = ourSpriteInfo.ph; 


LoadImage (&rect, ourSpriteInfo.pixel); 


if ((ourSpriteInfo.pmode >> 3) & 0x01) 
{ 


rect.x = ourSpriteInfo.cx; 
rect.y = ourSpritelInfo.cy; 
rect.w = ourSpriteInfo.cw; 
rect.h = ourSpriteInfo.ch; 


LoadImage( &rect, ourSpriteInfo.clut); 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


} 


It looks like you're OK to here. The next two lines are wrong. Both 
should be performed inside the while loop. Get rid of them here. 


> DrawSync(0); 
> activeBuffer = GsGetActiveBuff (); 
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> while (1) 

> af 

> padData = PadRead(); 

> if (padData & PADselect) 
> break; 


Get the active buffer before you do anything with the frame buffer. 


activeBuffer = GsGetActiveBuff (); 


> GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 
> GsClearOt (0,0, &WorldOT[activeBuffer]); 
> GsSortSprite(&ourSprite, &WorldOT[activeBuffer], 3); 


Wait for all drawing to stop before waiting for VSync. 
DrawSync (0); 


> hsync = VSync(0); 

> ResetGraph (1); 

> GsSwapDispBuff(); 

> GsSortClear(0,0,4, &WorldOT[activeBuffer]); 

You need to do the GsDrawOt(). Remove the comment. 

> //GsDrawOt (&WorldOT[activeBuffer]); 

Get rid of this. The active buffer is read at the beginning of the 
loop. 

> activeBuffer “= 1; 

> 4 


Get rid of the ResetGraph() here. 
> ResetGraph (3); 

> ) 

I hope that helps. 

Mario 


—-MESSAGE FILE 18479 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000086 


—-MESSAGE FILE 18480 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Help. Warning lots of code 

Date: Tue, 03 Jun 1997 14:12:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33942582.1879137@205.149.189.29> 

References: <0Olbc6fb1$8104ef10S7b7b7bcc@bank> <5n0hvj$7d012@scea> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 3 Jun 1997 07:43:47 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 


>In article <0lbc6fb1$8104ef10S7b7b7bcc@bank>, spider@best.com says... 

> 

> 

>Try this out dude.... 

> 

> 

> 

> 

>That's what I can come up with...... I don't claim to be a Sony PlayStation 
>expert so if it don't work don't go crazy on me..... 2) 


Net Yaroze newsgroups message dump.txt Page 12443 
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Mario 
—-MESSAGE FILE 18480 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000087 


—-MESSAGE FILE 18481 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000088 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Backgrounds 

Date: Tue, 03 Jun 1997 22:40:42 +0100 
Organization: shadow developments 

Lines: 13 

Message-ID: <33948F57.4BF4@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—00-32.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I have posted more how to code on my ftp area: 
http://www.playstation.co.uk/~shadow/ 


This time it is about displaying a 320x240 16 bit image as a whole 
screen using two sprites. 


Let me know what you think. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18481 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000088 


—--MESSAGE FILE 18482 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000089 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Help. Warning lots of code 

Date: Tue, 03 Jun 1997 22:21:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <3394978e.1595650@news.scea.sony.com> 

References: <0Olbc6fb1$8104ef10S7b7b7bcc@bank> 

NNTP-Posting-Host: nbppp93.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


I've seen this done in the sony demos. Does GsGetActiveBuff () 


not always return the opposite of what it was last -- 0 or 1? 15 this 
the reason GsGetActiveBuff() is being called inside the loop? 
Before I was using this technique and it works -- assuming the active 


buffer is alternating between 0 and 1 at every loop iteration... 


Jamin Frederick 
On 2 Jun 1997 23:59:09 GMT, "Mark Cooke" <spider@best.com> wrote: 
activeBuffer = GsGetActiveBuff (); 


> 
> 
> while (1) 
> í 

> 
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> 
> 
> activeBuffer “= 1; 
> 


--MESSAGE FILE 18482 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000089 


—-MESSAGE FILE 18483 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000090 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Help. Warning lots of code 

Date: Wed, 04 Jun 1997 02:21:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <3394d0ba.45718091@205.149.189.29> 

References: <Olbc6fb1$8104ef10S7b7b7bcc@bank> <3394978e.1595650@news.scea.sony.com> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 03 Jun 1997 22:21:12 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> 

> I've seen this done in the sony demos. Does GsGetActiveBuff () 

>not always return the opposite of what it was last -- 0 or 1? Is this 
>the reason GsGetActiveBuff() is being called inside the loop? 

> 

>Before I was using this technique and it works -- assuming the active 


>buffer is alternating between 0 and 1 at every loop iteration... 
Jamin, 


That method can work, but calling GsGetActiveBuff() inside the loop is 
a better way to do it. 


Mario 
—-MESSAGE FILE 18483 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000090 


—-MESSAGE FILE 18484 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000091 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Simple sprite rotation 

Date: Thu, 05 Jun 1997 23:45:35 +0100 
Organization: shadow developments 

Lines: 10 

Message-ID: <3397418E.FBB@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-54.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


To continue on with the sprite how to series, a simple rotation and 
scaling demo, with source is now at my ftp. 


http://www.playstation.co.uk/~shadow/ 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18484 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000091 
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——MESSAGE FILE 18485 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000092 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: interlace sprites 

Date: Fri, 06 Jun 1997 07:30:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <3397bc2b.2867861@news.scea.sony.com> 
NNTP-Posting-Host: nbppp18.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Even though I use ResetGraph() on my interlaced demos, I think the 
reason it flickers is because of the high number of sprites being 
inserted in the OT, or just the delay in the entire screen getting 
displayed every 60th of a second. I think this also holds true for 
the 16x16 pixel tiles...i haven't got them to work in interlace. If I 
keep the number of sprites down to about 30 or so, 

interlacing seems to be fine. Perhaps a good thing to do as well is 
keep only sprites that will be on the screen "alive", or being 
insertable in the OT, because there's no reason to insert sprites into 
the OT that will be ENTIRELY clipped. This will keep the sprite count 
low. There will always be extra logic for offscreen sprites though, 
and this will contribute to frame rate drop. I'd like to get a good 
measurement of how many sprites the playstation can handle before this 
happens. 

—-MESSAGE FILE 18485 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000092 


—-MESSAGE FILE 18486 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000093 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sending sprites to the OT 

Date: Fri, 06 Jun 1997 07:33:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <3397bcc0.3016584@news.scea.sony.com> 

References: <0lbc5SceeSae74e700$2d91b8cd@mannynaj> 
NNTP-Posting-Host: nbppp18.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


I've tried this. Apparently, the OT ignores the second time 
you pass in the same object. 


Jamin Frederick 


On 10 May 1997 03:01:37 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>If you send a sprite to the OT, change it's settings, then send it again, 
>does it cause some sort of wierd memory paradox? 

> 

>Manny Najera 


-—-MESSAGE FILE 18486 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000093 


—-MESSAGE FILE 18487 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000094 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: interlace sprites 

Date: Fri, 06 Jun 1997 15:40:24 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 50 

Message-ID: <efb13808.654649@205.149.189.29> 
References: <3397bc2b.2867861@news.scea.sony.com> 
NNTP-Posting-Host: hrtc.firewall.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 06 Jun 1997 07:30:37 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


>Even though I use ResetGraph() on my interlaced demos, I think the 
>reason it flickers is because of the high number of sprites being 
>inserted in the OT, or just the delay in the entire screen getting 
>displayed every 60th of a second. I think this also holds true for 
>the 16x16 pixel tiles...i haven't got them to work in interlace. 


First of all, what interlace demos are we talking about? Are they 
available to download and look at? 


Until I see the code, I'll just say that personally, I never use 
interlace mode (on any system) during actual game play, because I've 
never been able to get acceptable results. If I use it at all, it's 
only for title screens and such. 


>If I keep the number of sprites down to about 30 or so, interlacing 
>seems to be fine. Perhaps a good thing to do as well is 

>keep only sprites that will be on the screen "alive", or being 
>insertable in the OT, because there's no reason to insert sprites into 
>the OT that will be ENTIRELY clipped. This will keep the sprite count 
>low. There will always be extra logic for offscreen sprites though, 
>and this will contribute to frame rate drop. 


It's always a good idea to keep the sprite count as low as possible. 
Just make sure that your clip routine doesn't eat up mor time than it 
take to actually draw the sprite. 


>I'd like to get a good measurement of how many sprites the playstation 
>can handle before this happens. 


That's hard to pin down. It depends on the size and color depth of the 
sprites as well as the amount of 'control' code that is being run. The 
best way to measure it is to draw your sprites and print the amount of 
time it takes to do it. Keep adding sprites until the frame rate 
drops. 


VSync(1) returns the number օք HSync units from the last VSync() 
VSync(2) returns the number of VSync periods from the last VSync() 


Either will tell you if your frame rate is dropping. 
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-—-MESSAGE FILE 18487 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000094 


——MESSAGE FILE 18488 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000095 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn6é66@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: numbers 

Date: Sun, 08 Jun 1997 04:26:29 -0400 

Organization: SCEA Net Yaroze News 

Lines: 32 
Message-ID: <339A6CB5.1445@concentric.net> 
Reply-To: djinn666@concentric.net 
NNTP-Posting-Host: ts001d16.tar-ny.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Շ (Win95; 1) 


hi, 
in marios code called firststep, there is a file called frame.img, 
in this file it contains the following: 
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#define 
#define 
#define 
#define 
#define 
#define 


static u 


IMG_FRAM 
IMG_FRAM 
IMG_FRAM 
IMG_FRAM 
IMG_FRA 
IMG_FRA 


= = 


long imgFr 


OxF1F1F1F1, 
OxFFFFF9FC, 
OxFEFEFEFE, 


TTR 0x01000000 


W 116 


232 
178 
320 
256 


ame[] = 
OxF7F7F7F7, 


OxF4EEECF7, 
OxFEFEFEFE, 


OxEDEFEFF7, 
OxFCF3F3F4, 
OxFEFEFEFE, 


OxF9F5F5F5, 
OxFFFFF7FE7, 
OxF7F7F7F1, 
OxFCFCFCFC, 
OxF2F2F2E8, 
OxF1F1F7EF, 


OxFAFAFAFA, 
OxF1FAFAFA, 
OxEFF7F7F7, 
OxEAF9F9FC, 
OxF9FAEBF2, 
OxFOFAFAFA, 


OxF1F1F1F1, 
OxF1F1F1F1, 
OxEDEDEDEF, 
OxF2EBEBEA, 


OxEEEEEDED, 
OxFEFEFEFE, 
OxF5F9F9FB, 
OxF7F1F1F1, 
OxF1F1F1F1, 
OxFCF4FBEE, 
OxESE8F2F2, 


OxFCFCFBF9, 
OxECECF3F6, 
OxFDFDFDFD, 
OxFDFDFDFD, 
OxF8F8F8F8, 
OxF8F8F8F8, 


OxEDEDEEF4, 
OxFBFBFBFB, 
OxFDFDFDFD, 
OxFDFDFDFD, 
OxF8F8F8F8, 
OxF8F8F8F8, 


well i was wondering where all these numbers come from and if there is a 


pattern that it follows? 


-Djinn 
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--MESSAGE FILE 18488 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000095 


——MESSAGE FILE 18489 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000096 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: numbers 

Date: Mon, 09 Jun 1997 17:17:45 GMT 
Organization: SCEA Net Yaroze News 

Lines: 45 

Message-ID: <339c3a10.11982319@205.149.189.29> 
References: <339A6CB5.1445@concentric.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Djinn, 


Those numbers come from the utility TGA2IMG. This is a utility that I 
wrote in the first week I had my Yaroze system because I didn't know 
about TIM files yet. If you look at the file FRAME.TGA with an image 
viewer, you'll see exactly what all those numbers mean. 


Mario 


On Sun, 08 Jun 1997 04:26:29 -0400, djinn666 <djinn6é66@concentric.net> 
wrote: 


>hi, 
>in marios code called firststep, there is a file called frame.img, 
>in this file it contains the following: 


> 

>#define IMG_FRAME ATTR 0x01000000 
>#define IMG_FRAME WW 116 
>#define IMG_FRAME_W 232 
>#define IMG_FRAME_H 178 
>#define IMG_FRAME X 320 
>#define IMG_FRAME_Y 256 

> 

>static u_long imgFrame[] = 

> { 


> OxF1F1F1F1, OxF7F7F7F7, OxEDEFEFF7, OxXEEEEEDED, 


Net Yaroze newsgroups message dump.txt 


VVVVVVVVVV VV 


OxFFFFF9FC, 
OxFEFEFEFE, 


OxF4EEECF7, 
OxFEFEFEFE, 


OxFCF3F3F4, 
OxFEFEFEFE, 


OxF9F5F5F5, 
OxFFFFF7F7, 
OxF7F7F7F1, 
OxFCFCFCFC, 
OxF2F2F2F8, 
OxF1F1F7EF, 


OxFAFAFAFA, 
OxF1FAFAFA, 
OxEFF7F7F7, 
OxEAF9F9FC, 
OxF9FAEBF2, 
OxFOFAFAFA, 
OxFCFDFBFD, 
OxFDFDFDFD, 
OxF8F8FDFD, 
OxF8F8F8F8, 


OxF1F1F1F1, 
OxF1F1F1F1, 
OxEDEDEDEF, 


OxFEFEFEFE, 
OxF5F9F9FB, 
OxF7F1F1F1, 
OxF1F1F1F1, 
OxFCF4FBEE, 


OxF2EBEBFA, 
OxFCFCFBF9, 
OxECECF3F6, 
OxFDFDFDFD, 
OxFDFDFDFD, 
OxF8F8F8F8, 
OxF8F8F8F8, 


OxE8E8F2F2, 
OxEDEDEEF4, 
OxFBFBFBFB, 
OxFDFDFDFD, 
OxFDFDFDFD, 
OxF8F8F8F8, 
OxF8F8F8F8, 
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>well i was wondering where all these numbers come from and if there is a 
>pattern that it follows? 
> 


>-Djinn 
—-MESSAGE FILE 18489 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000096 


——MESSAGE FILE 18490 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000097 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: interlace sprites 

Date: Tue, 10 Jun 1997 02:26:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 74 

Message-ID: <339c890c.27268896@news.scea.sony.com> 

References: <3397bc2b.2867861@news.scea.sony.com> <efb13808.654649@205.149.189.29> 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Newsreader: Forte Agent 


ivyland222.voicenet.com 


charset=us-ascii 
7bit 
.99g/32.339 


On Fri, 06 Jun 1997 15:40:24 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 

>On Fri, 06 Jun 1997 07:30:37 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 

> 


>>Even though I use ResetGraph() on my interlaced demos, I think the 
>>reason it flickers is because of the high number of sprites being 
>>inserted in the OT, or just the delay in the entire screen getting 
>>displayed every 60th of a second. I think this also holds true for 
>>the 16x16 pixel tiles...i haven't got them to work in interlace. 

> 

>First of all, what interlace demos are we talking about? Are they 
>available to download and look at? 

> 
>Until I see the code, I'll just say that personally, I never use 
>interlace mode (on any system) during actual game play, because I've 
>never been able to get acceptable results. If I use it at all, it's 
>only for title screens and such. 

> 


So do most console games not make use of interlace mode 
during gameplay? The reason I would like to use it is that it makes 
efficient use of video ram, but if there's no feasible way to run 
things in this mode, someone please tell me. 


>>If I keep the number of sprites down to about 30 or so, interlacing 
>>seems to be fine. Perhaps a good thing to do as well is 
>>keep only sprites that will be on the screen "alive", or being 


>>insertable in the OT, because there's no reason to insert sprites into 
>>the OT that will be ENTIRELY clipped. This will keep the sprite count 
>>low. There will always be extra logic for offscreen sprites though, 
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>>and this will contribute to frame rate drop. 

> 

>It's always a good idea to keep the sprite count as low as possible. 
>Just make sure that your clip routine doesn't eat up mor time than it 
>take to actually draw the sprite. 


Right. My "active sprite routine", or the routine that 
decides whether the sprite needs to be submitted to the OT at all (I 
like to refer to "clipping" as the thing that gets done to OT sprites 
on the border of the screen by the built-in playstation routines) is 
just testing to see if the object's rectangle intersects the screen 
rectangle, and if so, its sprite needs to be inserted into the OT. If 
my total number of objects increase, obviously this will take longer. 
I think if I have a good deal of objects outside the screen that 
don't need to be displayed, though, this is a good thing to do. 


> 

>>I'd like to get a good measurement of how many sprites the playstation 
>>can handle before this happens. 

> 

>That's hard to pin down. It depends on the size and color depth of the 
>sprites as well as the amount of 'control' code that is being run. The 
>best way to measure it is to draw your sprites and print the amount of 
>time it takes to do it. Keep adding sprites until the frame rate 
>drops. 

> 

> VSynce(1) returns the number of HSync units from the last VSync() 

> VSynce(2) returns the number of VSync periods from the last VSync() 

> 

>Either will tell you if your frame rate is dropping. 

> 

—-MESSAGE FILE 18490 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000097 


—--MESSAGE FILE 18491 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000098 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Stars 

Date: Wed, 11 Jun 1997 00:38:54 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <339DE58D.1743@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-46.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Another simple step up the routine ladder. 


Check out my stars demo at my ftp, showing a four field parallax star 
field and sprite rotation and scaling stuff. 


Only simple stuff, but ace fun to play with. 
Source code available when it's tidy. 
Ira 


http://www.playstation.co.uk/~shadow/ 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18491 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000098 


—--MESSAGE FILE 18492 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000099 
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Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling without BG ?? 

Date: Wed, 11 Jun 1997 12:52:38 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <3393540a.8095895@news.playstation.co.uk> 

References: <5Smgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 
a> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:99 scee.yaroze.pro 
gramming.2d_graphics:118 


On 29 May 1997 07:54:12 GMT, George_Bain@bc.sympatico.ca (George Bain) 
did quoth at me: 


>I want to do this without using tiles..I have a image I want to scroll 
>and it is not worth th effort to cut into 16%*16 tiles. 


My rewritten BG routines allow this (define a 1x1 tile of the required 
size). Unfortunately I can't provide them for a while as I'm busy with 
‘orrible real work so have banned myself from the Yaroze temporarily. 


I'll just upload a whole lot of stuff in one go pretty soon. 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 

* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 

* Wibbler exclaimed "Another 10%? Get stuffed Wanderers! * 

—-MESSAGE FILE 18492 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000099 


--MESSAGE FILE 18493 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000100 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: ot? packet? 

Date: Wed, 11 Jun 1997 23:41:58 -0400 

Organization: Cornell University 

Lines: 9 

Message-ID: <339F7006.CO8@erols.com> 

NNTP-Posting-Host: dam-as7s41l.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


(Please excuse my ignorance, but...) 
First, what *is* an ordering table? 
Second, what is a packet? 

Any help appreciated... 

Clint 


—-MESSAGE FILE 18493 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000100 


——MESSAGE FILE 18494 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000101 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dsyaroze <dsyaroze@concentric.net> 
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Message-ID: <353E4F04.1726@antelope.demon.co.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> 
NNTP-Posting-Host: antelope.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Rutherford wrote: 

> 

> Mark Green wrote: 

> 

>> I have a Philips monitor connected via a Scart lead to the Yaroze. 
> 

> Solution: 

> 1. Ditch your old lead and buy one with a different connector. 

> (RGB rather than those phono things) 


Do you mean the combined AV to SCART lead from Datel? Or another 
sort? 


1246 


—-MESSAGE FILE 1957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00660 


—-MESSAGE FILE 1958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000661 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Next Generation 

Date: 22 Apr 1998 21:18:50 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 
Message-ID: <6hlmrq$31i23@chuka.playstation.co.uk> 


References: <35363517.A88BA96D@creatron.de> <6h8k7hS$Sshn7@chuka.playstation.co.uk> <6 


hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> 
NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/353DD25A.2FAC@writeme.com 


James Rutherford <hexheroes@writeme.com> wrote: 

> 

>However, I'm prone to think that we might be about levelling out. Sure, 
>people always think that sort of thing (I remember being impressed by ST 
>music), but the N64 for example is a very high powered rendering machine 
>- short of reducing pop-up and cleaning things up, where is there to go? 
> 


The n64 is a high powered rendering machine! Have you played Goldeneye on the 
harder levels when there lots of baddies. The slowdown is terrible. Even my 
233MMX/3dfx pc has problems with some of the latest games comming out. 


—-MESSAGE FILE 1958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00661 


—-MESSAGE FILE 1959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000662 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Working with non-yarozers 
Date: 22 Apr 1998 21:21:16 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <6h1n0c$31i24@chuka.playstation.co.uk> 
References: <353D3888.C7FEO67C@hotmail.com> 
NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: GetTPage and transparency 

Date: Wed, 11 Jun 1997 22:10:00 -0700 
Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <339F84A8.4DBD@concentric.net> 
Reply-To: dsyaroze@concentric.net 
NNTP-Posting-Host: ts018d13.cup-ca.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Why is it GetTPage needs to know the transparency 
value of the what you're looking at? It seems to 
me it's just doing a simple conversion from frame 
buffer coordinates to tpage number. 


Scott 
—-MESSAGE FILE 18494 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000101 


——MESSAGE FILE 18495 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000102 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: 24 bit static image 

Date: Wed, 11 Jun 1997 23:08:56 -0700 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <339F9278.7593@znet.com> 

References: <3387E8E3.2F42@znet.com> <338914e5.10286477@205.149.189.29> <338A77FB.58 
68@znet.com> 

NNTP-Posting-Host: capts-15.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


> On Sun, 25 May 1997 00:23:15 -0700, Kirk Bender <kbender@znet.com> 
> wrote: 

> 

>I'd like to load a 24 bit tim into the frame buffer 

>in 640x480 interlaced mode and view it, 

>no tmds, sprites, etc. 


I wrote a program that does this, it's on my site, 
http://www.scea.sony.com/net/yaroze/pages/kbender-.html 


I converted some of my Kodak Photo CD images to 24 bit tim and 
viewed them through my Yaroze glowing on my big TV. cool... 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender-html 

—-MESSAGE FILE 18495 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000102 


—-MESSAGE FILE 18496 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000103 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: GetTPage and transparency 

Date: Thu, 12 Jun 1997 07:40:16 +0100 
Organization: shadow developments 

Lines: 20 

Message-ID: <339F99CF.ADE@netcomuk.co.uk> 
References: <339F84A8.4DBD@concentric.net> 
NNTP-Posting-Host: dialup-—08-34.netcomuk.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


dsyaroze wrote: 


v 


Why is it GetTPage needs to know the transparency 
value of the what you're looking at? It seems to 
me it's just doing a simple conversion from frame 
buffer coordinates to tpage number. 


VV NV V V V 


Scott 


Thats right. Try using this: 


sprite.tpage GetTPage((image.pmode & 0x03),0, image.px, image.py); 


Where sprite = GSSPRITE and image = GsIMAGE. 


This will get the tpage for any image. 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18496 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000103 


—-MESSAGE FILE 18497 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000104 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: ot? packet? 

Date: Thu, 12 Jun 1997 12:55:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <339feff3.710554@205.149.189.29> 

References: <339F7006.C08@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Clint, 


An Ordering Table is a list of drawing instructions sorted by Z-Order. 
A packet is the smallest drawing unit that the GPU can handle. 


In your program, you build the Ordering Table using the various GsSort 
functions. Then you call GsDrawOt() to do the actual drawing. As the 
GPU is building your display, it uses the Packet area as its 'work 
space.' 


Mario 


On Wed, 11 Jun 1997 23:41:58 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>(Please excuse my ignorance, but...) 
usss what *is* an ordering table? 
Sas what is a packet? 

cor help appreciated... 

Cine 


—-MESSAGE FILE 18497 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000104 


—-MESSAGE FILE 18498 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000105 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GetTPage and transparency 

Date: Thu, 12 Jun 1997 13:01:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 
Message-ID: <339ff2ac.1407884@205.149.189.29> 
References: <339F84A8.4DBD@concentric.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Scott, 


I don't know why GetTPage() requires the Transparency value. It 
doesn't seem to use it for anything. 


Mario 


On Wed, 11 Jun 1997 22:10:00 -0700, dsyaroze <dsyaroze@concentric.net> 
wrote: 


>Why is it GetTPage needs to know the transparency 
>value of the what you're looking at? It seems to 
>me it's just doing a simple conversion from frame 
>buffer coordinates to tpage number. 

> 

>Scott 


-—-MESSAGE FILE 18498 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000105 


—--MESSAGE FILE 18499 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000106 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Source available 

Date: Thu, 12 Jun 1997 19:02:09 +0100 
Organization: shadow developments 

Lines: 11 

Message-ID: <33A039A0.756C@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—08-03.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


The source for the starfield and runner demos are now on my ftp area. 
http://www.playstation.co.uk/~shadow/ 
Check them out. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 18499 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000106 


—-MESSAGE FILE 18500 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000107 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: ot? packet? 

Date: Thu, 12 Jun 1997 21:27:07 -0400 

Organization: Cornell University 
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Lines: 34 

Message-ID: <33A0A1EB.6E3C@erols.com> 

References: <339F7006.C08@erols.com> <339feff3.710554@205.149.189.29> 
NNTP-Posting-Host: dam-as15s47.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Can you... uh... explain that a little bit more, please? 
And what is a kernel? 

Appreciate any help... 

Clint 

Mario Perdue wrote: 

> 


Clint, 


An Ordering Table is a list of drawing instructions sorted by Z-Order. 
A packet is the smallest drawing unit that the GPU can handle. 


In your program, you build the Ordering Table using the various GsSort 
functions. Then you call GsDrawOt() to do the actual drawing. As the 
GPU is building your display, it uses the Packet area as its 'work 
space. ' 


Mario 


On Wed, 11 Jun 1997 23:41:58 -0400, Clint Kelly <clint@erols.com> 
wrote: 


> (Please excuse my ignorance, but...) 
EA what *is* an ordering table? 
աՆ what is a packet? 

Shy help appreciated... 

nee 


VVVVVVVVVVVVVV VV VV VV VV VV 
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—-MESSAGE FILE 18500 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000107 


—--MESSAGE FILE 18501 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: ot? packet? 

Date: Fri, 13 Jun 1997 03:20:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33a0b74a.51749064@205.149.189.29> 


References: <339F7006.CO8@erols.com> <339feff3.710554@205.149.189.29> <33A0A1EB.6E3C 


@erols.com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 12 Jun 1997 21:27:07 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>Can you... uh... explain that a little bit more, please? 


See the beginners news group for further information on Ordering 
Tables. 


>And what is a kernel? 


As the name implies, a kernel is the central part or core of 
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something. In this case it is the central part of the software that 
controls the PlayStation. The kernel handles all the really low level 
hardware stuff like I/O and counters. It also allows you to load and 
start your executable modules. 


Mario 
—-MESSAGE FILE 18501 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000108 


——MESSAGE FILE 18502 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000109 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: sprites (another silly questions 

Date: Fri, 13 Jun 1997 08:16:47 -0400 

Organization: Cornell University 

Lines: 7 

Message-ID: <33A13A2F.40DE@erols.com> 

NNTP-Posting-Host: rkv-as2s06.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 

CC: scea.yaroze.beginners 


Can I make my sprites with Corel Draw? 


Do I just zoom in really close, and then make sure that I just draw an 
8x8, or 16x16 image, and then use one of the conversion programs to turn 
it into a TIM file? 


Clint 
—-MESSAGE FILE 18502 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000109 


--MESSAGE FILE 18503 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000110 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: sprites (another silly questions 

Date: Fri, 13 Jun 1997 13:51:53 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33al4ee6.307352@205.149.189.29> 

References: <33A13A2F.40DE@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 13 Jun 1997 08:16:47 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>Can I make my sprites with Corel Draw? 
I'm not familiar with the features of Corel Draw, but if it can create 


a bitmap image (bmp, tga, gif, etc.) then the answer is yes. I use 
Corel Photo Paint myself. 


>Do I just zoom in really close, and then make sure that I just draw an 
>8x8, or 16x16 image, and then use one of the conversion programs to turn 
>it into a TIM file? 


The maximum size of a sprite is limited to 256x256 pixels. Once you 
have created the image, use TIMUTIL to create a TIM file for use with 
the PlayStation. If you are using smaller sprites, several of them may 
be drawn in the same 256x256 pixel area. 


Mario 
—-MESSAGE FILE 18503 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000110 
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——MESSAGE FILE 18504 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000111 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn666@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: autofire 

Date: Thu, 12 Jun 1997 19:48:32 -0400 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33A08AD0.6C8F@concentric.net> 

Reply-To: djinn666@concentric.net 

NNTP-Posting-Host: ts022d13.hil-ny.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


hi, 


i'm writing a game but everytime the user holds the fire button it 
keeps on shooting. i was wondering if anyone knows how i could make it 
so when the user holds down the fire button the ship will only fire 
once, making it so they must continuelly press the button to fire. 
in the code the bullets are actually from "gsline" and go to the end of 
the screen. 


-Djinn 
--MESSAGE FILE 18504 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000111 


——MESSAGE FILE 18505 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000112 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: autofire 

Date: Sat, 14 Jun 1997 01:12:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 51 

Message-ID: <33alea76.40137794@205.149.189.29> 

References: <33A08AD0.6C8F@concentric.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 12 Jun 1997 19:48:32 -0400, djinn666 <djinn6é66@concentric.net> 
wrote: 


>hi, 

> 

> i'm writing a game but everytime the user holds the fire button it 
>keeps on shooting. i was wondering if anyone knows how i could make it 
>so when the user holds down the fire button the ship will only fire 
>once, making it so they must continuelly press the button to fire. 

>in the code the bullets are actually from "gsline" and go to the end of 
>the screen. 

> 

Djinn, 


If you look at the code for Spaceguy, you'll notice that I do what 
you're wanting to do. It looks something like this: 


void FireLaser () 
{ 
static char button; 
int i; 


// Check to see if the 'fire' button is pressed 
if(contState & PADRdown) 


{ 
// If button = 1 the fire button is still being held 
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// down for the last time the laser was fired. - Abort 
if (button) 

return; 
// If button = 0, set it to 1 and continue processing 


button = 1; 


Do whatever you want here 


} 
else 
{ 
// If the 'fire button is not pressed, button = 0 
button = 0; 
} 


In this example, 'contState' contains the state of the controller 
buttons. The variable 'button' is a flag that is set whenever the the 
fire button is pressed and cleared when the fire button is released. 
Whenever the fire button is pressed AND 'button' is set the function 
returns without doing anything. 


Mario 


—-MESSAGE FILE 18505 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000112 


—-MESSAGE FILE 18506 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000113 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: autofire 

Date: Sat, 14 Jun 1997 03:31:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 49 

Message-ID: <33a20de4.264333588@news.scea.sony.com> 

References: <33A08AD0.6C8F@concentric.net> 

NNTP-Posting-Host: ivyland206.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


Here's the way I do it: 


I have an extra variable that keeps track of the last buttons 
being pushed, call it LastPadRead; This is an unsigned long, 
just like the regular pad-reading type. But make sure you use 
STATIC, so that the variable remains unchanged: 


static u_long LastPadRead = 0; //the previous read (initially zero) 
u_long PadRead; //the current read 


PadRead = PadReadFunction(); //returns u_long (the pushed buttons) 


if (PadRead & PAD1_UP) 
if(! (LastPadRead & PAD1_UP)) 
do your UP thing -- only if both UP is currently being pushed 
and it wasn't pushed last time 


if (PadRead ե PAD1_DOWN) 
if(!(LastPadRead & PAD1_DOWN) ) 
do your DOWN thing -- only if both UP is currently being 
pushed and it wasn't pushed last time 


...other directions and buttons... 
LastPadRead = PadRead; //set the LastPadRead so that next time, 


// the logic won't be done unless the user has let go 
// end of pad read function 
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don't take the code verbatim... 


Jamin Frederick 


On Thu, 12 Jun 1997 19:48:32 -0400, djinn666 <djinn6é66@concentric.net> 
wrote: 


>hi, 

> 

> i'm writing a game but everytime the user holds the fire button it 
>keeps on shooting. i was wondering if anyone knows how i could make it 
>so when the user holds down the fire button the ship will only fire 
>once, making it so they must continuelly press the button to fire. 

>in the code the bullets are actually from "gsline" and go to the end of 
>the screen. 

> 

>-Djinn 


—-MESSAGE FILE 18506 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000113 


——MESSAGE FILE 18507 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000114 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: pixel-by-pixel translucency 

Date: Sat, 14 Jun 1997 03:51:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <33a81469.266002095@news.scea.sony.com> 

NNTP-Posting-Host: ivyland206.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.339 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:114 scee.yaroze.pr 
ogramming.2d_graphics:121 


Is there any way to set pixel translucency on a pixel-by-pixel 
basis in a TIM? Suppose I wanted to make a ship opaque and its 
glow translucent. According to the docs, I just set the appropriate 
STP flag for each pixel and turn on the sprite's translucency. But 
how do I set those STP flags in the first place, without either "all 
or nothing" like the TIM util requires? Thanks. 


Jamin Frederick 
—-MESSAGE FILE 18507 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000114 


--MESSAGE FILE 18508 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000115 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: pixel-by-pixel translucency 

Date: Sat, 14 Jun 1997 13:01:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33a295cf.375678@205.149.189.29> 

References: <33a81469.266002095@news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:115 scee.yaroze.pr 
ogramming.2d_graphics:123 
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On Sat, 14 Jun 1997 03:51:33 GMT, jaminl@psu.edu (Jamin Frederick) 


wrote: 


> Is there any way to set pixel translucency on a pixel-by-pixel 


>basis in a TIM? Suppose I wanted to make a ship 
>glow translucent. According to the docs, I just 
>STP flag for each pixel and turn on the sprite's 
>how do I set those STP flags in the first place, 
>or nothing" like the TIM util requires? Thanks. 
> 

> 

Jamin, 


AFAIK, the only way to set those bits is to do it 
but it's a real pain to do. 


Mario 


opaque and its 


set the appropriate 


translucency. 
without either 


But 
"all 


manually. It works, 
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—-MESSAGE FILE 18508 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000115 


—-MESSAGE FILE 18509 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000116 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Scott Cartier <dsyaroze@concentric.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: pixel-by-pixel translucency 

Date: Sat, 14 Jun 1997 10:34:53 -0700 
Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <33A2D63D.24C8@concentric.net> 


References: <33a81469.266002095@news.scea.sony.com> <33a295cf.375678@205.149.189.29> 


Reply-To: dsyaroze@concentric.net 
NNTP-Posting-Host: ts029d24.cup-ca.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Oops, I sent this to Jamin, but forgot to copy the newsgroup too. 


You could manually edit the TIM file and change the transparency 
values for every CLUT entry to either 1 or 0 as you like. Of 
course that's a pain in the butt. As far as I know there isn't 


a TIM editing utility that gives you that control. 


I've hacked 


together a simple TIM manipulator that lets you do that. If 


you're interested, once it's done I can post it. 


You can see 


my web page for a description (unfortunately you'll have to wade 
through the rest of my updates to find it - shouldn't be too 


hard). 


By the way, this will give you control over transparency on a 


CLUT entry-by-CLUT entry basis, not pixel-by-pixel 


as you want. 


As far as I know, that's not possible. If you need to have the 


same color as transparent and non-transparent you 


could have 


two CLUT entries with the same color values, but one with 


transparency and one without. 


Scott Cartier 


how do I set those STP flags in the first place, 
or nothing" like the TIM util requires? Thanks. 


VVVVVVVV 


Jamin Frederick 


without either 


Is there any way to set pixel translucency on a pixel-by-pixel 
basis in a TIM? Suppose I wanted to make a ship opaque and its 
glow translucent. According to the docs, I just set the appropriate 
STP flag for each pixel and turn on the sprite's translucency. 


But 
"all 


—-MESSAGE FILE 18509 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000116 
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——MESSAGE FILE 18510 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000117 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: tim 

Date: Sat, 14 Jun 1997 15:32:39 -0400 

Organization: Cornell University 

Lines: 4 

Message-ID: <33A2F1D7.25A6@erols.com> 

NNTP-Posting-Host: dam-as9s27.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


I don't understand where exactly in my code I make a reference to where 
my .tim file is that I'm going to use for my sprites. 


Clint 
—-MESSAGE FILE 18510 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000117 


——MESSAGE FILE 18511 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000118 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixel-by-pixel translucency 

Date: Sun, 15 Jun 1997 03:14:16 GMT 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33a45d7b.350257124@news.scea.sony.com> 

References: <33a81469.266002095@news.scea.sony.com> <33a295cf.375678@205.149.189.29> 
<33A2D63D.24C8@concentric.net> 

NNTP-Posting-Host: ivyland252.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


On Sat, 14 Jun 1997 10:34:53 -0700, Scott Cartier 
<dsyaroze@concentric.net> wrote: 


>Oops, I sent this to Jamin, but forgot to copy the newsgroup too. 


>You could manually edit the TIM file and change the transparency 
>values for every CLUT entry to either 1 or 0 as you like. Of 
>course that's a pain in the butt. As far as I know there isn't 
>a TIM editing utility that gives you that control. I've hacked 
>together a simple TIM manipulator that lets you do that. If 
>you're interested, once it's done I can post it. 


Ok, sure. Let us know when it's done... 


>You can see 

>my web page for a description (unfortunately you'll have to wade 
>through the rest of my updates to find it - shouldn't be too 
>hard). 

> 

>By the way, this will give you control over transparency on a 
>CLUT entry-by-CLUT entry basis, not pixel-by-pixel as you want. 


Right, unless you're in direct 16-bit mode. 


>As far as I know, that's not possible. If you need to have the 
>same color as transparent and non-transparent you could have 
>two CLUT entries with the same color values, but one with 
>transparency and one without. 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 
X-URL: news://news.playstation.co.uk/353D3888.C7FE067C@hotmail.com 


pal <palpalpalpal@hotmail.com> wrote: 

>I'm wondering how we yarozers can manage working with a distant 
>non-yarozer artist. I have seen that some artists are interested ina 
>collaboration with yaroze programmers, and I would be happy to work with 
>them, but if they don't have a yaroze at home, and don't live near my 
>town, they might never even see the games I could write with their work 
>in ! 

>Has anyone experienced such a situation ? 

>Has anyone a solution ? 

> 

> 


Perhaps you could use one of those web camera thingys and point the camera at 
your tv :) 


—-MESSAGE FILE 1959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00662 


—-MESSAGE FILE 1960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000663 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Wed, 22 Apr 1998 23:52:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <6hlser$31i27@chuka.playstation.co.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> 

NNTP-Posting-—Host: modem085.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> Do you mean the combined AV to SCART lead from Datel? Or another 
>sort? 


No, I think he means go out and buy the 34.99 (rip off!) official Sony 
lead. I have the misfortune to have a Sony Trinitron which only works 
with the official Sony RGB Scart lead - some other tellys/monitors are 
probably OK with a generic, cheaper alternative (I think DATEL do a good 
RGB SCART lead). You can buy SCART leads which are SCART shaped, but 
they aren't RGB - the connections inside are just composite. Just tell 
the guy at the shop you NEED an RGB SCART lead to run import games - 
they should know what you mean. 


An RGB SCART lead. That's what you want - it's the only way to get NTSC 
signals in colour on a UK TV unless it's a true multi-system (quite 
rare). 


Nick "God of CAPS" F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 1960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00663 


—-MESSAGE FILE 1961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000664 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 
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> 


Jamin 
—-MESSAGE FILE 18511 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000118 


—-MESSAGE FILE 18512 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000119 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: tim 

Date: Sun, 15 Jun 1997 14:02:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33a3£56d.1004134@205.149.189.29> 

References: <33A2F1D7.25A6@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Clint, 


The GsSPRITE structure has the texture page of the image referenced as 
tpage. There are several examples of how to do this in the library. 


Mario 


On Sat, 14 Jun 1997 15:32:39 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I don't understand where exactly in my code I make a reference to where 
>my .tim file is that I'm going to use for my sprites. 

> 

>Clint 


-—-MESSAGE FILE 18512 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000119 


——MESSAGE FILE 18513 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000121 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: pixel-by-pixel translucency 

Date: Sun, 15 Jun 1997 18:33:59 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <33A42786.4F9F@interactive.sony.com> 

References: <33a81469.266002095@news.scea.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:121 scee.yaroze.pr 
ogramming.2d_graphics:124 


Jamin Frederick wrote: 


Is there any way to set pixel translucency on a pixel-by-pixel 
basis in a TIM? Suppose I wanted to make a ship opaque and its 
glow translucent. According to the docs, I just set the appropriate 
STP flag for each pixel and turn on the sprite's translucency. But 
how do I set those STP flags in the first place, without either "all 
or nothing" like the TIM util requires? Thanks. 


VVVVVVVVV 


Jamin Frederick 


TIMTool (if you have the latest version) allows you to load a b&w image 


Net Yaroze newsgroups message dump.txt Page 12462 


as a translucency channel. For 16bit first load the image you want it 
applied to, using the import image option in the menu, then use the 
alpha mask option to load your b&w image. For 4 and 8bit it allows you 
to set the STP bit individually, on a colour by colour basis. 


Stuart 
—-MESSAGE FILE 18513 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000121 


——MESSAGE FILE 18514 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000122 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Howard Chen <chenhh@interaccess.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: autofire 

Date: Sun, 15 Jun 1997 12:10:22 -0500 

Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <33A421FE.5EA2FDBA@interaccess.com> 

References: <33A08AD0.6C8F@concentric.net> 

NNTP-Posting-Host: d250.cloud.interaccess.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


An simple way to force people to press down buttons is to xor the 
current input with the last input (which tells you which buttons just 
changed). "“and"ing this result with the current input will tell you 
which buttons have just been pressed. 


—---Modified code from posting by jaminl@psu.edu (Jamin Frederick) -—---— 


static u_long LastPadRead = 0; //the previous read (initially zero) 
u_long PadRead; //the current read 


u_long ToggledRead; // Place xored result into this 


PadRead = PadReadFunction(); //returns u_long (the pushed buttons) 
ToggledRead=PadRead*LastPadRead; 


if ((ToggledRead&PadRead) ==PAD1_DOWN) í 

FireRoutine(); // The player just read a pressed down the button 
} 
LastPadRead=PadRead; 


————end code example---- 


-Howard Chen 
chenhh@interaccess.com 


djinn666 wrote: 
hi, 


i'm writing a game but everytime the user holds the fire button it 
keeps on shooting. i was wondering if anyone knows how i could make it 


so when the user holds down the fire button the ship will only fire 
once, making it so they must continuelly press the button to fire. 
in the code the bullets are actually from "gsline" and go to the end 
of 

the screen. 


VVVVVVVVVV VV 


-Djinn 


--MESSAGE FILE 18514 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000122 
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——MESSAGE FILE 18515 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000123 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: autofire 

Date: Sun, 15 Jun 1997 19:12:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33a43dfa.19580440@205.149.189.29> 

References: <33A08AD0.6C8F@concentric.net> <33A421FE.5EA2FDBA@interaccess.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Howard, 


Hey, I like that. I think I'm going to make a few changes to some code 
I'm working on. 


Mario 


On Sun, 15 Jun 1997 12:10:22 -0500, Howard Chen 
<chenhh@interaccess.com> wrote: 


>An simple way to force people to press down buttons is to xor the 
>current input with the last input (which tells you which buttons just 


>changed). "“and"ing this result with the current input will tell you 
>which buttons have just been pressed. 
> 


-—-MESSAGE FILE 18515 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000123 


——MESSAGE FILE 18516 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000124 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: TIM Manipulator 

Date: Sat, 21 Jun 1997 13:11:24 -0700 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <33AC356C. 6B92@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts030d06.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I would like to announce a utility I wrote called the TIM Manipulator. 


While making some TIMs for the Yaroze I ran across a problem. When I 
used the Tim Tool to automatically convert TIMs from 8-bit to 4-bit, 
it would often select the wrong colors. I wanted some way to convert 
it on my own, choosing which colors to keep and which to discard. 


This became the TIM Manipulator. 


Here are the program features: 
o Read or write 4- or 8-bit TIM files 
* To output a 4-bit TIM you must first reduce the number of colors 
your TIM uses to 16 or less. 
Change the RGB and transparency attributes of any CLUT entry 
Swap CLUT entries to better organize your CLUT 
Consolidate colors scattered about the CLUT 
Undo the most recent action 
View the TIM in 320x200 256 color 
Print information about which CLUT entries are used and how many 
pixels use them 
Print the TIM as hex values 


OOOOOO 


օ 
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o Print the TIM info such as X/Y coordiates and H/W attributes for 
both CLUT and pixel sections 


The zip is located on my website: 
http://www.scea.sony.com/net/yaroze/pages/scartier.html 


Please read the text file in the zip before using it for the first 
time. It explains how to use all the commands. I've also included 
that file's contents on my page. 


Please feel free to mail me if you have any problems or suggestions 

about the utility. 

—-MESSAGE FILE 18516 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000124 


—--MESSAGE FILE 18517 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000125 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Walz 

Date: Sat, 21 Jun 1997 17:47:48 -0400 

Organization: Cornell University 

Lines: 13 

Message-ID: <33AC4C04.6D37@erols.com> 

NNTP-Posting-Host: dam-as4s28.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:125 scee.yaroze.pr 
ogramming.2d_graphics:132 


I downloaded the Walz demo as it is pretty similar to a game that I'm 
trying to do, and I thought it would be helpful. It was, but I have a 
few questions: 

1. Why are there no .tim files? 


2. Why are the .img files filled with addresses? 


3. Where can I find a guide to setting things like "attribute bits" 
(p33 in lib ref)? Loading .tim files and assigning them to sprites 
seems to be the only problem I have right now. 


Clint 
—-MESSAGE FILE 18517 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000125 


—--MESSAGE FILE 18518 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000126 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Walz 

Date: Sun, 22 Jun 1997 01:23:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33ac7d1c.715313@205.149.189.29> 

References: <33AC4C04.6D37@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:126 scee.yaroze.pr 
ogramming.2d_graphics:133 


On Sat, 21 Jun 1997 17:47:48 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I downloaded the Walz demo as it is pretty similar to a game that I'm 
>trying to do, and I thought it would be helpful. It was, but I have a 
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>few questions: 


> 


>1. Why are there no .tim files? 


There are no TIM files used in WalZ. All the images are converted from 
Targa to IMG files. The IMG files are included by the source file that 
needs them. The advantage to doing it this way is I don't have to 
figure out new addresses to load TIMs to every time I change the size 
of my TIM files. The disadvantage is the images need to be compiled 
and loaded when the program is transfered to the PlayStation. 


>2. Why are the .img files filled with addresses? 


They're not. 
the same as what you get with a TIM file. 


They're filled with image data. The data is pretty much 


>3. Where can I find a guide to setting things like "attribute bits" 
>(p33 in lib ref)? Loading .tim files and assigning them to sprites 
>seems to be the only problem I have right now. 


There are several good demos in the download area. 


Mario 


—-MESSAGE FILE 18518 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000126 


—--MESSAGE FILE 18519 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000127 
Path: chuka.playstation.co.uk!news 


From: SC 


Subject: 


EE T 


Newsgroups: 


Re: 


Date: Mon, 2 
Organization: Sony Computer Entertainment Europe 
Lines: 22 
Message-ID: 
References: 
Reply-To: N/A-Use-Newsgroups 
NNTP-Posting-Host: 194.203.13.10 


ECH <ps_yaroze@interactive.sony.com> 
scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Walz 

3 Jun 1997 09:13:42 +0100 


<33AE3036.376F@interactive.sony.com> 
<33AC4C04.6D37@erols.com> 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer 


: Mo 


zilla 3.01 (Win95; I) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:127 scee.yaroze.pr 
ogramming.2d_graphics:134 


Clint Ke 


I down 


VVVVVVVVVVVV VV 


Clint 


lly 


wrote: 


loaded the Walz demo as it is pretty similar to a game that I'm 
trying to do, and I thought it would be helpful. It was, but I have a 
few questions: 

1. Why are there no .tim files? 


2. Why are the .img files filled with addresses? 


3. Where can I find a guide to setting things like "attribute bits" 
(p33 in lib ref)? Loading .tim files and assigning them to sprites 
seems to be the only problem I have right now. 


Several of the SCEE demos (eg 2d, 242, 345) include 
a function ' 


LinkSpriteToImageInfo' which links a sprite 


to an already-loaded TIM; see 'ProperInitialiseTexture' for 

loading a TIM. 

—-MESSAGE FILE 18519 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000127 
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——MESSAGE FILE 18520 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000128 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Sprites 

Date: Wed, 02 Jul 1997 02:54:23 -0500 

Organization: The Implementor 

Lines: 8 

Message-ID: <33BA092F.1F8E@ix.netcom. com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx18-08.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


I have found that you can use a single GSSPRITE structure to draw 
multiple sprites, by changing the (x, y) between calls to 

GsSort [Fast]Sprite(). However, I also noticed that many demos 
(including, I believe, official Sony demos) created a separate 
GsSPRITE for each sprite (even if they are identical in everything 


except location). Is there some evil that might occur by doing 
it the first way, or some hidden benifit of doing it the second 
way? 


—-MESSAGE FILE 18520 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000128 


——MESSAGE FILE 18521 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000129 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprites 

Date: Thu, 03 Jul 1997 20:23:08 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33bc0885.201007539@news.scea.sony.com> 

References: <33BA092F.1F8E@ix.netcom.com> 

NNTP-Posting-Host: nb4ppp119.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


How do you display 2 sprites in separate locations with only one 
GsSPRITE struct? 


Jamin 


On Wed, 02 Jul 1997 02:54:23 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I have found that you can use a single GsSPRITE structure to draw 
>multiple sprites, by changing the (x, y) between calls to 
>GsSort[Fast]Sprite(). However, I also noticed that many demos 
>(including, I believe, official Sony demos) created a separate 
>GsSPRITE for each sprite (even if they are identical in everything 
>except location). Is there some evil that might occur by doing 
>it the first way, or some hidden benifit of doing it the second 
>way? 


—-MESSAGE FILE 18521 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000129 


—-MESSAGE FILE 18522 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000130 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprites 

Date: Fri, 04 Jul 1997 03:27:39 -0500 

Organization: The Implementor 
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Lines: 22 

Message-ID: <33BCB3FB.1654@ix.netcom. com> 

References: <33BA092F.1F8E@ix.netcom.com> <33bc0885.201007539@news.scea.sony.com> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx17-24.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Quoth Jamin Frederick: 
> How do you display 2 sprites in separate locations with only 
> one GSSPRITE struct? 


As I said, change the x and y values between calls to the drawing 
routine. For instance, 

GsSortFastSprite ( &sprite, &ot, 0 ); 

sprite.x = new_x_value; 

sprite.y = new_y_value; 

GsSortFastSprite ( &sprite, &ot, 0 ); 


On Wed, 02 Jul 1997 02:54:23 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I have found that you can use a single GsSPRITE structure to draw 
>multiple sprites, by changing the (x, y) between calls to 
>GsSort[Fast]Sprite(). However, I also noticed that many demos 
>(including, I believe, official Sony demos) created a separate 
>GsSPRITE for each sprite (even if they are identical in everything 
>except location). Is there some evil that might occur by doing 
>it the first way, or some hidden benifit of doing it the second 
> >way? 
—-MESSAGE FILE 18522 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000130 


VVVVVVVV VV 


—-MESSAGE FILE 18523 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000131 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprites 

Date: Sat, 05 Jul 1997 23:33:31 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <33bed849.18198738@news.scea.sony.com> 

References: <33BA092F.1F8E@ix.netcom.com> <33bc0885.201007539@news.scea.sony.com> ՀՅ 
3BCB3FB.1654@ix.netcom. com> 

NNTP-Posting-Host: nb8ppp108.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hmm, I assumed the OT would only handle one "instance" of an object 
at a time. It seems to be treating your one sprite as two separate 
instances. It probably takes just as long to draw as two regular 
sprites being inserted, but you'd save storage memory if you'd be 
using one GSSPRITE struct for any number of sprite instances that 
differ only in position! 


Jamin 


On Fri, 04 Jul 1997 03:27:39 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>Quoth Jamin Frederick: 


> > How do you display 2 sprites in separate locations with only 
> > one GSSPRITE struct? 
> 


>As I said, change the x and y values between calls to the drawing 
>routine. For instance, 
> GsSortFastSprite ( &sprite, &ot, 0 ); 


> sprite.x = new_x_value; 
> sprite.y = new_y_value; 
> GsSortFastSprite ( &sprite, &ot, 0 ); 
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On Wed, 02 Jul 1997 02:54:23 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I have found that you can use a single GsSPRITE structure to draw 
>multiple sprites, by changing the (x, y) between calls to 
>GsSort[Fast]Sprite(). However, I also noticed that many demos 
>(including, I believe, official Sony demos) created a separate 
>GsSPRITE for each sprite (even if they are identical in everything 
>except location). Is there some evil that might occur by doing 
>it the first way, or some hidden benifit of doing it the second 
>way? 


VVVVVVVVVV VV 
VVVVVVVVV VV 


—-MESSAGE FILE 18523 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000131 


——MESSAGE FILE 18524 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000132 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: pixels 

Date: Mon, 07 Jul 1997 17:13:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 36 

Message-ID: <33c122d9.168381829@news.scea.sony.com> 
NNTP-Posting-Host: nb8ppp108.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, how's it going? I'm working on my pixel-by-pixel collision 
detection algorithm, and I've run into a problem of actually trying to 
access pixel data of sprites. It seems like I won't be able to access 


the data the lies in the video memory once it has been transferred 
from the main memory, since there are no api calls to do this, plus, 
trying to access this memory probably interferes with the video 
syncing and drawing mechanism. The only thing left to do is use the 
pixel data that's been in main memory from the loaded TIM. 

The only thing is, that this memory could be otherwise used for 
something else. 


So I have pixel data both in the video memory AND in main memory, 
which is sort of redundant, but main memory is the only way to go. 


My question is, is there any way to replace data that's already been 
loaded from siocons? For example, if I loaded my TIM at 0x80090000, 
and then during program execution, I transfer this from main memory to 
video memory, so that I no longer need what's at 0x80090000, is there 
any easy way to reload data back into this position for use? 


The reason I want this to be answered is that I guess I'm planning to 
make my pixel-by-pixel algorithm based on pixel data in main memory, 
and I don't want it to be a silly approach. I mean, if someone 
actually does want to reclaim use of that main memory, that is, then 
the algorithm will totally fail! 


In general, is it a waste of space to have all your image data sitting 
in main memory? Is there any way your program heap can plow past some 
of this data, once it's been utilized? Or perhaps have a spot just 
for incoming data and use I/O to reload into that spot during program 
execution...which only CodeWarrior people can do at this point? 


Thanks, 


Jamin 

jaminl@psu.edu 

—-MESSAGE FILE 18524 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000132 


—--MESSAGE FILE 18525 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000133 
Path: chuka.playstation.co.uk!dialup-07-22.netcomuk.co.uk!user 
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From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Mon, 07 Jul 1997 20:22:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ira-0707972022090001@dialup-07-22.netcomuk.co.uk> 
References: <33c122d9.168381829@news.scea.sony.com> 
NNTP-Posting-Host: dialup-07-22.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33c122d9.168381829@news.scea.sony.com>, jaminl@psu.edu (Jamin 
Frederick) wrote: 


Hi, how's it going? I'm working on my pixel-by-pixel collision 
detection algorithm, and I've run into a problem of actually trying to 
access pixel data of sprites. It seems like I won't be able to access 
the data the lies in the video memory once it has been transferred 
from the main memory, since there are no api calls to do this 


VVVVV 


It's just a thought, but how about setting yourself an area of memory 
aside, the size of the bounding box of your sprite, as a buffer. Then when 
you want to test to see if a collision has occured, first test the 
bounding box area, if that is true then copy that bounding box into your 
main memory area buffer using StoreImage(); then test it there. If the 
pixels collide you can run your collision stuff, if not drop back to the 
main loop. 


What does anyone else think? 


Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 

—-MESSAGE FILE 18525 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000133 


—--MESSAGE FILE 18526 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000134 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Mon, 07 Jul 1997 20:36:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 54 

Message-ID: <33c14f5a.23551302@205.149.189.29> 

References: <33c122d9.168381829@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 07 Jul 1997 17:13:32 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


>Hi, how's it going? I'm working on my pixel-by-pixel collision 
>detection algorithm, and I've run into a problem of actually trying to 
>access pixel data of sprites. It seems like I won't be able to access 


>the data the lies in the video memory once it has been transferred 
>from the main memory, since there are no api calls to do this, plus, 
>trying to access this memory probably interferes with the video 
>syncing and drawing mechanism. The only thing left to do is use the 
>pixel data that's been in main memory from the loaded TIM. 

>The only thing is, that this memory could be otherwise used for 
>something else. 


You can transfer image data from the frame buffer to main memory using 
StoreImage(). 


>So I have pixel data both in the video memory AND in main memory, 
>which is sort of redundant, but main memory is the only way to go. 
> 
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>My question is, is there any way to replace data that's already been 
>loaded from siocons? For example, if I loaded my TIM at 0x80090000, 
>and then during program execution, I transfer this from main memory to 
>video memory, so that I no longer need what's at 0x80090000, is there 
>any easy way to reload data back into this position for use? 


Since you have a pointer to the memory in question, you can pretty 
much do anything you want with it. I'm told the Japanese web site has 
a program for loading overlays, but I havn't seen it. Is it easy? 

.. Define easy. :՞) 


>The reason I want this to be answered is that I guess I'm planning to 
>make my pixel-by-pixel algorithm based on pixel data in main memory, 
>and I don't want it to be a silly approach. I mean, if someone 
>actually does want to reclaim use of that main memory, that is, then 
>the algorithm will totally fail! 
> 

>In general, is it a waste of space to have all your image data sitting 
>in main memory? 


That depends on the program. If you're short of memory, then it's a 
waste. If you've got memory to spare, then it's not a waste. 


>Is there any way your program heap can plow past some 

>of this data, once it's been utilized? Or perhaps have a spot just 
>for incoming data and use I/O to reload into that spot during program 
>execution...which only CodeWarrior people can do at this point? 


As I said above, you've got a pointer to this area and you own the 
machine (i.e. you don't have any other programs to share resources 
with.) You can do whatever you want with it. 


Mario 
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—-MESSAGE FILE 18526 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000134 


—--MESSAGE FILE 18527 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000135 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Tue, 08 Jul 1997 20:52:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 103 

Message-ID: <33c29ffb.95879061@news.scea.sony.com> 


References: <33c122d9.168381829@news.scea.sony.com> <33c14f5a.23551302@205.149. 


9> 
NNTP-Posting-Host: nb4ppp107.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 07 Jul 1997 20:36:33 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>On Mon, 07 Jul 1997 17:13:32 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 


> 

>>Hi, how's it going? I'm working on my pixel-by-pixel collision 
>>detection algorithm, and I've run into a problem of actually trying to 
>>access pixel data of sprites. It seems like I won't be able to access 


>>the data the lies in the video memory once it has been transferred 
>>from the main memory, since there are no api calls to do this, plus, 
>>trying to access this memory probably interferes with the video 
>>syncing and drawing mechanism. The only thing left to do is use the 
>>pixel data that's been in main memory from the loaded TIM. 

>>The only thing is, that this memory could be otherwise used for 
>>something else. 

> 

>You can transfer image data from the frame buffer to main memory using 
>StoreImage(). 

> 


189.2 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Wed, 22 Apr 1998 22:01:38 -0700 

Organization: SCEA News Server 

Lines: 84 

Message-ID: <353ECB32.91BF9851@sinclair.net> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> <6 
hi2q8$31il0@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Rutherford wrote: 


Does anyone have any ideas how the next leap in 'game-experience' might 
happen. Home VR? DVD? 3D Video displays? Mmmm... 


James (~mrfrosty) 


VVVVVVV 


Technology definitely is not levelling off - as new technology develops, 
it creates new ideas in the gaming industry. 


TV's still have to get higher resolutions, and with higher resolution 
comes a need for faster graphics blitters and processors. Also, true 3d 
technology has still to develop. Virtual reality glasses are only the 
tip of the iceburg - a true 3d monitor was recently shown at a big 
European electronics show (don't ask me how it works, the site that 
talked about it was in German, and I only heard about it from my 
company's german translator). It was very small, but brand new 
technology. Audio also has more room to grow - 3d sound hasn't been 
touched much at all by home game systems, though it is starting to grow 
big in the PC market (with sound cards like the Diamond Monster 3d Sound 


and Creative Lab's upcoming PCI cards). And if you've ever heard midi 
on an expensive sound card with 8 MB RAM or more, you know how limited 
Psx audio is (with 512K RAM). Nintendo finally started a controller 


revolution, by bringing analog controllers to the home console world - I 
think controllers still have a long ways to go (as well as 
force/feedback - I much prefer a Sidewinder Forcefeedback Pro to those 
vibrators we have in the home gaming industry). 


Games design, however, is in a regression. Remember the old days where 
everything was new, and game companies were creative and tried out any 
type of game they could think of, crazy or not? Those days are over, as 
modern game companies won't publish a game that is "risky", that doesn't 
fit the model of what is popular and what is not. The problem is, they 
create their own reality. If all anyone comes out with are fighting 
games, you know what's going to sell a lot? Fighting games. This is 
how RPG's died in the US - they were popular on 8 bit systems, but many 
companies waited a long time before releasing any 16-bit RPG's. And 
then, many of those were low quality (anyone notice Enix brought over 
every RPG they had *except* Dragon Warrior?) So all we had were lots of 
fighting games, driving games, and platform games, with a few low 
quality RPG's (and a very few high quality ones which were hard to pick 
out among the bad ones). So of course RPG's weren't popular in the US. 
Lo and behold, Sony gets a few good, high quality RPG's, and they sell 
tons! 


But that isn't really my point. Even RPG's are old standards - as great 
as FFVII is (it is my favorite video game right now), the gameplay is 
right out of the old 8-bit RPG's. Take away the FMV, the cool 3d 
graphics, 16-bit color, the digital midi music, and what do you have? A 
traditional RPG, that, while standing out as a great game, would have 
still had a decent fight with Dragon Warrior 4 (which actually was more 
innovative, with its multiple characters with their own storylines, all 
merging into one story in the 5th chapter). 


This isn't to say that no new game genres show up - recently, a new one 
arrived, starting with Parappa the Rapper and continuing with Bust a 
Move. The companies that made those games sure took a leap of faith 
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Right, but wouldn't StoreImage() be too slow to be doing it 
every time a sprite bounding-box collides with another sprite? (This 
is when the pixel-comparison algorithm comes into effect). 

In general, are the functions that tranfer memory (fb to mm, 
mm to fb, and fb to fb) too slow to be doing at every frame or so? 
I've heard that LoadImage() is fast enough to be doing animation with, 
so that you can just blast your stuff from main memory onto the 
display buffer...why even use frame buffer memory then (besides 
linking up sprite and background images) ? 


>>So I have pixel data both in the video memory AND in main memory, 
>>which is sort of redundant, but main memory is the only way to go. 

>> 

>>My question is, is there any way to replace data that's already been 
>>loaded from siocons? For example, if I loaded my TIM at 0x80090000, 
>>and then during program execution, I transfer this from main memory to 
>>video memory, so that I no longer need what's at 0x80090000, is there 
>>any easy way to reload data back into this position for use? 

> 

>Since you have a pointer to the memory in question, you can pretty 
>much do anything you want with it. I'm told the Japanese web site has 
>a program for loading overlays, but I havn't seen it. Is it easy? 
>..Define easy. :%) 

> 


By "overlays", you mean modular data that can be loaded in at 
will, such as game levels, correct? There would need to be some I/O 
done with the PC there, but the only way I know of is the CW lib 
functions, but I haven't messed around with them yet. 


>>The reason I want this to be answered is that I guess I'm planning to 
>>make my pixel-by-pixel algorithm based on pixel data in main memory, 
>>and I don't want it to be a silly approach. I mean, if someone 
>>actually does want to reclaim use of that main memory, that is, then 
>>the algorithm will totally fail! 
>> 

>>In general, is it a waste of space to have all your image data sitting 
>>in main memory? 

> 

>That depends on the program. If you're short of memory, then it's a 
>waste. If you've got memory to spare, then it's not a waste. 

> 


I'm sure not short of memory. Լ'11 just do the main memory 
thing, I guess. 


Speaking of memory, I've been sticking all my stuff at 
0x80090000. This is the bottom of what we get to use. This grows 
upward with picture and sound data and stuff until it hits 
something...but what's up there, the program stack? I don't know 
what's going on up there towards the top of the mapped main 
memory...the top of main memory, according to the manual, is 
Ox801fff00. You can tell your compiler to put the program at, say, 
0x801e3000. But this gets loaded upwards, starting at 0x801e3000, up 
to the top 0x801fff00 (adjust this according to your executable size). 
So your program stack grows downwards from 0x801e3000, until it hits 
data? 

What about the resident "bricks" loader program...where's that stored? 


>>Is there any way your program heap can plow past some 

>>of this data, once it's been utilized? Or perhaps have a spot just 
>>for incoming data and use I/O to reload into that spot during program 
>>execution...which only CodeWarrior people can do at this point? 

> 

>As I said above, you've got a pointer to this area and you own the 
>machine (i.e. you don't have any other programs to share resources 
>with.) You can do whatever you want with it. 


Right. It's just that if I make a library out of a set of 


12471 
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routines, I have to make sure the user know what effects on memory the 
functions have. The user has to know that his TIMs will have to 
remain in main memory for the functions to work. 


—-Jamin 


> 
>Mario 
> 


—-MESSAGE FILE 18527 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000135 


--MESSAGE FILE 18528 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000136 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Beginner in atmosphere! 

Date: Tue, 08 Jul 1997 23:19:11 -0700 

Organization: SCEA Net Yaroze News 

Lines: 1 

Message-ID: <33C32D5F.7DB3@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxll-so-ca-43.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Can anybody explain how hidden page scrolling works for the yaroze? 
—-MESSAGE FILE 18528 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000136 


——MESSAGE FILE 18529 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000137 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Wed, 09 Jul 1997 18:31:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 38 

Message-ID: <33c3d7f6.4808700@news.scea.sony.com> 

References: <33c122d9.168381829@news.scea.sony.com> ՀԼԷՅ-0707972022090001641481սթ-07- 
22.netcomuk.co.uk> 

NNTP-Posting-Host: nb5ppp166.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 07 Jul 1997 20:22:09 +0100, ira@netcomuk.co.uk (Ira Rainey) 
wrote: 


>In article <33c122d9.168381829@news.scea.sony.com>, jaminl@psu.edu (Jamin 
>Frederick) wrote: 


> 

>> Hi, how's it going? I'm working on my pixel-by-pixel collision 

>> detection algorithm, and I've run into a problem of actually trying to 
>> access pixel data of sprites. It seems like I won't be able to access 


>> the data the lies in the video memory once it has been transferred 
>> from the main memory, since there are no api calls to do this 

> 
>It's just a thought, but how about setting yourself an area of memory 
>aside, the size of the bounding box of your sprite, as a buffer. Then when 
>you want to test to see if a collision has occured, first test the 
>bounding box area, if that is true then copy that bounding box into your 
>main memory area buffer using StoreImage(); then test it there. If the 
>pixels collide you can run your collision stuff, if not drop back to the 
>main loop. 

> 


In fact, I would only need to copy the *intersection* of the 
two sprites' bounding boxes, both the same size, a section from each 
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sprites' image, into main memory with StoreImage(). The question is, 
whether StoreImage() is fast enough to be doing transfers pretty 
frequently, probably almost every frame or so. 

I'll try this method and see if I have any problems. 
Otherwise I'll use the main memory comparison thing. 


Jamin 


>What does anyone else think? 

> 

>Ira 

> 

>—— 

>"The difference between the impossible and the possible lies in determination" -- T 
ommy Lasorda 


—-MESSAGE FILE 18529 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000137 


—-MESSAGE FILE 18530 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000138 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Beginner in atmosphere! 

Date: Wed, 09 Jul 1997 19:03:21 GMT 

Organization: SCEA Net Yaroze News 

Lines: 54 

Message-ID: <33c3d911.5091686@news.scea.sony.com> 

References: <33C32D5F.7DB3@earthlink.net> 

NNTP-Posting-Host: nb5ppp166.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 08 Jul 1997 23:19:11 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Can anybody explain how hidden page scrolling works for the yaroze? 


You can do it using the GsBG structure that Sony provides, but 
that's sort of limited because you have to use 16x16 pixel tiles. 
Anyway, you just load up some TIM images, say 5 different tiles you 
want to use for your background and then you'd make 5 GsCELL structs 
that reference these images -- cells are the elements that make up the 
GsMAP struct. In fact, in the GsMAP struct there's a pointer to an 
array of GsCELL structs, in this case its size would be 5, which are 
all the different image tiles your world will have. It also has a 
pointer to an (m x n) array of ushorts, called 'index', where m is the 
width in cells of your world, and n is the height in cells, which are 
just indices into the corresponding GSCELL array. So this is the map 
that corresponds to your game world. 

When you do GsSortFixBgl6(), the psx takes care of where the screen is 
positioned in the world by means of the scrollx and scrolly elements 
of the GsBG struct. if you specify (0,0), you'll get the upper-left 
corner of your world. If you specify (2, 3), the screen will be 2 
pixels right and 3 pixels down. If you specify (-2, -4), you'll be 2 
pixels left and 4 pixels up from the bottom right of your game world 
(it wraps). Take a look at my tilesl.zip and tiles2.zip, I use this 
method to scroll. 

Alternatively, you can use your own sprites as game tiles and 
forget about the BG tiling thing. What you do is give your sprites a 
world position, and the screen a world position. The sprites will be 
positioned on the screen according to the translation 


SpriteScreenPosition = SpriteWorldPosition - ScreenWorldPosition 


so if your screen is at (0,0), the sprite's screen position will just 
be its world position. However, if your user decides to scroll the 
screen down and right, then the ScreenWorldPosition will increase both 
x and y directions, and consequently, the SpriteScreenPosition will 
decrease. So it looks like your sprite is moving up and left, get it? 
I've done this too, with logos.zip. 
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The only thing that you should worry about after this, though, 
is when to start "clipping" your sprites, or not stick them in the 
Ot to be sorted, since they are off-screen and are not seen anyway. 
If there's say 100 sprites you're sorting, but only 2 on the screen, 
then it's sort of a waste to make the hardware clip these with the OT, 
but who knows, maybe the hardware clips the extra sprites just as fast 
as I would *not sort* them into the OT anyway. What does everyone 
else think? 


Jamin 
http://www.cse.psu.edu/~frederic/home.htm 


—-MESSAGE FILE 18530 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000138 


——MESSAGE FILE 18531 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000139 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Beginner in atmosphere! 

Date: Wed, 09 Jul 1997 19:51:33 -0500 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <33C43215.72993A77@ix.netcom.com> 

References: <33C32D5F.7DB3@earthlink.net> <33c3d911.5091686@news.scea.sony.com> 
NNTP-Posting-Host: ara-il7-07.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Is there a program out there that actually uses the special background 
functions? I have a basic understanding of what goes on, but I've never 
seen examples of the GsMAP stucture. 


Manny Najera 


—-MESSAGE FILE 18531 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000139 


—-MESSAGE FILE 18532 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000140 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Wed, 09 Jul 1997 23:07:10 -0800 

Organization: SCEA Net Yaroze News 

Lines: 53 

Message-ID: <33C48A1C.3895@bc.sympatico.ca> 

References: <33c122d9.168381829@news.scea.sony.com> <ira-0707972022090001@dialup-—07- 
22.netcomuk.co.uk> <33c3d7£6.4808700@news.scea.sony.com> 

NNTP-Posting-Host: vcta0lm02-110.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Hi Jamin, I thought I'd be a pest... 


>In article <33c122d9.168381829@news.scea.sony.com>, jaminl@psu.edu (Jamin 
>Frederick) wrote: 

> 

>> Hi, how's it going? I'm working on my pixel-by-pixel collision 

>> detection algorithm, 
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Have you considered whether a pixel-by-pixel collision detect is 
*really* necessary? It sounds so time expensive when you could be doing 
some freaky special effects or better AI or something instead... 


I've used gobs of weird hacks for collision detection in games, and I've 
always been able to find a way around pixel-by-pixel. I thought I'd 
list some of them off: 


0. Make your game so intense no one has time to notice that collisions 
are pixel exact or not. 


1. Simple shapes as hit regions - design the art so it fits well into 
shapes that are easy to mathematically check against, like rectangles, 
circles, and triangles. 


2. Rotated simple shapes as hit regions - sometimes you've got objects 
that can rotate - rotating a rectangle and checking it against another 
rotated rectangle is still cheaper than pixel-by-pixel. 


3. Stick Figures. Say you've got a figure like a character ina 2d 
fighter. Make a simple stick figure that mimics the shape and motion of 
the sprite, ie: a line for the head, a line for upper arm, lower arm, 
hand, two lines for the torso, etc. etc. Then to do hit detect with the 
other character in the game all you have to do is treat each line as a 
fat line and check them against the fat lines in the other character. 
This has the advantage of letting you know that the hand connected with 
the noggin. 


4. Simple hierarchical shapes. Say you've got a top down view of the 
TOS U.S.S. Enterprise on the screen. Do your hit detecting on a circle 
and three rectangles, one for the two engines and one for the 
engineering hull, with the rectangles of course rotated according to the 
orientation of the ship on the screen. 


5. Polygon shapes. Make a polygon outline that fits around the shape as 
tightly as you'd like so that game feels good, then check for 
intersection with collidable objects. If you design it right you can 
have one complicated polygon collision shape which you test against some 
trivial shape like a rectangle, but even still, poly-poly intersection 
is faster than pixel-by-pixel, unless your sprites are really tiny, in 
which case suggestion number 1. is probably the best IMO. 


Hope this helps, or gives you some ideas, 


— nick 
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—-MESSAGE FILE 18532 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000140 


—-MESSAGE FILE 18533 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000141 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Beginner in atmosphere! 

Date: Wed, 09 Jul 1997 23:37:21 -0700 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <33C48321.71A@earthlink.net> 


References: <33C32D5F.7DB3@earthlink.net> <33c3d911.5091686@news.scea.sony.com> <33C 


43215.72993A77@ix.netcom. com> 

Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: max4-so-ca-02.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Manny Najera wrote: 

> 

> Is there a program out there that actually uses the special background 

> functions? I have a basic understanding of what goes on, but I've never 
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> seen examples of the GsMAP stucture. 

> 

> Manny Najera 

Hey manny if you could explain the process I would like thatand 

appreciate it!! 

—-MESSAGE FILE 18533 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000141 


—--MESSAGE FILE 18534 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000142 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Beginner in atmosphere! 

Date: Fri, 11 Jul 1997 01:16:26 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33c588cc.27841683@news.scea.sony.com> 

References: <33C32D5F.7DB3@earthlink.net> <33c3d911.5091686@news.scea.sony.com> <33C 
43215.72993A77@ix.netcom. com> 

NNTP-Posting-Host: nbppp42.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 09 Jul 1997 19:51:33 -0500, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>Is there a program out there that actually uses the special background 
>functions? I have a basic understanding of what goes on, but I've never 
>seen examples of the GsMAP stucture. 

> 

>Manny Najera 

> 


I use the special background functions on my tilesl.zip and tiles2.zip 
demos. Web page is 


http: //www.scea.sony.com/net/yaroze/pages/jfrederick.html 


Look under "My Yaroze Code". 


Jamin 
—-MESSAGE FILE 18534 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000142 


——MESSAGE FILE 18535 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000143 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Fri, 11 Jul 1997 02:09:03 GMT 

Organization: SCEA Net Yaroze News 

Lines: 40 

Message-ID: <33c59528.31005864@news.scea.sony.com> 

References: <33c122d9.168381829@news.scea.sony.com> <ira-0707972022090001@dialup-—07- 
22.netcomuk.co.uk> <33c3d7f£6.4808700@news.scea.sony.com> 

NNTP-Posting-Host: nbppp42.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 09 Jul 1997 18:31:17 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


>On Mon, 07 Jul 1997 20:22:09 +0100, ira@netcomuk.co.uk (Ira Rainey) 
>wrote: 

> 

>>In article <33c122d9.168381829@news.scea.sony.com>, jaminl@psu.edu (Jamin 
>>Frederick) wrote: 

>> 

>>> Hi, how's it going? I'm working on my pixel-by-pixel collision 

>>> detection algorithm, and I've run into a problem of actually trying to 
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>>> access pixel data of sprites. It seems like I won't be able to access 
>>> the data the lies in the video memory once it has been transferred 

>>> from the main memory, since there are no api calls to do this 

>> 
>>It's just a thought, but how about setting yourself an area of memory 
>>aside, the size of the bounding box of your sprite, as a buffer. Then when 
>>you want to test to see if a collision has occured, first test the 
>>bounding box area, if that is true then copy that bounding box into your 
>>main memory area buffer using StoreImage(); then test it there. If the 
>>pixels collide you can run your collision stuff, if not drop back to the 
>>main loop. 


>> 

> In fact, I would only need to copy the *intersection* of the 
>two sprites' bounding boxes, both the same size, a section from each 
>sprites' image, into main memory with StoreImage(). The question is, 
>whether StoreImage() is fast enough to be doing transfers pretty 
>frequently, probably almost every frame or so. 

> I'll try this method and see if I have any problems. 
>Otherwise I'll use the main memory comparison thing. 

> 


Now that I think about it, I'd need 4 StoreImage()'s, one for 
each sprite and one for each CLUT! And we're supposed to do a 
DrawSync(0) after each one! Hmm, maybe main memory is a better 
deal... 


Jamin 


> 


—-MESSAGE FILE 18535 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000143 


—-MESSAGE FILE 18536 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000144 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Fri, 11 Jul 1997 02:34:44 GMT 

Organization: SCEA Net Yaroze News 

Lines: 87 

Message-ID: <33c595c2.31159264@news.scea.sony.com> 

References: <33c122d9.168381829@news.scea.sony.com> <ira-0707972022090001@dialup-—07- 
22.netcomuk.co.uk> <33c3d7f£6.4808700@news.scea.sony.com> <33C48A1C.3895@bc.sympatico 
.ca> 

NNTP-Posting-Host: nbppp42.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I've used gobs of weird hacks for collision detection in games, and I've 


>always been able to find a way around pixel-by-pixel. I thought I'd 
>list some of them off: 
> 


Thanks for the tips! The only problem is that my sprites have 
already been drawn, and I think it may look silly to use just bounding 


boxes (they're tanks, and so don't move real fast -- bounding boxes 
would be really noticable, even if I rotated rectangles). However, if 
I only use the main memory and don't do any StoreImage()'s I think it 


can still be quite speedy. The intersection-bounding-boxes rectangle 
(once the bounding boxes have collided, of course) of sprites doesn't 
usually get that large if the sprites are to stop (or destroy) upon 
collision, perhaps 10 x 10 pixels at most. But for my game, the tanks 
are only moving about 2 or 3 pixels a second at most, so the overlap 
of a building or something would only become about 3 x 3 pixels at 
most. For a tank against a tank maybe 6 x 6 or so. But 10-30 pixels 
of comparison isn't bad (and that's only when there IS a collision). 
I've trimmed down the logic for the calculation of the secondary 
intersect boxes for each sprite (for pixel-by-pixel comparison), using 
MAX and MIN. I'll give it a try, and if it's too slow, I guess I'll 
have to try an alternative! 
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>0. Make your game so intense no one has time to notice that collisions 

>are pixel exact or not. 

> 

>1. Simple shapes as hit regions - design the art so it fits well into 


>shapes that are easy to mathematically check against, like rectangles, 
>circles, and triangles. 
> 


Another addition to #1 is to reduce the bounding box so that it 
represents the "bulk" of the object. 


>2. Rotated simple shapes as hit regions - sometimes you've got objects 
>that can rotate - rotating a rectangle and checking it against another 
>rotated rectangle is still cheaper than pixel-by-pixel. 

> 


>3. Stick Figures. Say you've got a figure like a character in a 2d 
>fighter. Make a simple stick figure that mimics the shape and motion of 
>the sprite, ie: a line for the head, a line for upper arm, lower arm, 
>hand, two lines for the torso, etc. etc. Then to do hit detect with the 
>other character in the game all you have to do is treat each line as a 
>fat line and check them against the fat lines in the other character. 
>This has the advantage of letting you know that the hand connected with 
>the noggin. 

> 

>4. Simple hierarchical shapes. Say you've got a top down view of the 
>TOS U.S.S. Enterprise on the screen. Do your hit detecting on a circle 
>and three rectangles, one for the two engines and one for the 
>engineering hull, with the rectangles of course rotated according to the 
>orientation of the ship on the screen. 

> 

>5. Polygon shapes. Make a polygon outline that fits around the shape as 
>tightly as you'd like so that game feels good, then check for 
>intersection with collidable objects. If you design it right you can 
>have one complicated polygon collision shape which you test against some 
>trivial shape like a rectangle, but even still, poly-poly intersection 
>is faster than pixel-by-pixel, unless your sprites are really tiny, in 
>which case suggestion number 1. is probably the best IMO. 

> 


When using shapes, are you talking about calculations 
involving the ideal shapes, using real geometry, as opposed to 
"aliased" calculations? 


>Hope this helps, or gives you some ideas, 
> 


Thanks. 


You know, its too bad I've never seen a book concerning 
detailed video game techniques such as this. Most of the books I've 
seen only vaguely cover such topics...they don't get into issues like 
how often to do updates (every frame or every couple of frames?) or 
when not to do certain logic so that you have maximal frame rate, etc. 
I guess maybe it all depends on the speed of your hardware. 


Has anyone seen any [somewhat involved] 2-d games for the 
yaroze to give us some hints? Most of the stuff I've seen so far has 
been just space invaders fare, nothing too dynamic... 


Jamin 
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—-MESSAGE FILE 18536 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000144 


--MESSAGE FILE 18537 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000145 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 
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Date: Mon, 14 Jul 1997 23:28:53 -0800 

Organization: SCEA Net Yaroze News 

Lines: 40 

Message-ID: <33CB26B4.35CB@bc.sympatico.ca> 

References: <33c122d9.168381829@news.scea.sony.com> ՀԼԷՅ-070797202209000164181սթ-07- 
22.netcomuk.co.uk> <33c3d7f£6.4808700@news.scea.sony.com> <33C48A1C.3895@bc.sympatico 
-ca> <33c595c2.31159264@news.scea.sony.com> 

NNTP-Posting-Host: vcta01m05-73.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


>>>> 

>1. Simple shapes as hit regions - design the art so it fits well into 
>shapes that are easy to mathematically check against, like rectangles, 
>circles, and triangles. 


Another addition to #1 is to reduce the bounding box so that it 
represents the "bulk" of the object. 
<<<<< 


Good point! 


>>>>>>> 

When using shapes, are you talking about calculations 
involving the ideal shapes, using real geometry, as opposed to 
"aliased" calculations? 
<<<<<<<< 


Ideal shapes, presumably simplified, as well. 


>>>>>>>> 

You know, its too bad I've never seen a book concerning 
detailed video game techniques such as this. Most of the books I've 
seen only vaguely cover such topics...they don't get into issues like 
how often to do updates (every frame or every couple of frames?) or 
when not to do certain logic so that you have maximal frame rate, etc. 
I guess maybe it all depends on the speed of your hardware. 
<<<<<<<< 


I've bought a lot of the books, and most of them spend far too much time 
teaching you how to access the VGA registers, and not enough time on 
real meat. I could care less about the flipping VGA registers. I'd get a 
hardware manual if that's what I was after. 


This is one of the reasons I like the Yaroze so much - I've been doing 
games since about 1980, and I've never really found a forum to share 
what I've learned over the years, and to pick up new ideas from others. 
The books *don't* cover this kind of stuff, and they probably never will 
because we're all too busy coding to write books. 


-nick 
--MESSAGE FILE 18537 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000145 


——MESSAGE FILE 18538 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000146 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: Tue, 15 Jul 1997 11:53:36 GMT 

Organization: SN Systems 

Lines: 32 

Message-ID: <5qfo6b$5na2@chuka.playstation.co.uk> 

References: <33c122d9.168381829@news.scea.sony.com> <ira-0707972022090001@dialup-07- 
22.netcomuk.co.uk> <33c3d7£6.4808700@news.scea.sony.com> <33C48A1C.3895@bc.sympatico 
-ca> <33c595c2.31159264@news.scea.sony.com> <33CB26B4.35CB@bc.sympatico.ca> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 
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Nick Porcino <Nick_Porcino@bc.sympatico.ca> wrote: 

>I've bought a lot of the books, and most of them spend far too much time 
>teaching you how to access the VGA registers, and not enough time on 
>real meat. I could care less about the flipping VGA registers. I'd get a 
>hardware manual if that's what I was after. 


The only book I ever found which handed out useful techniques for 
games programming was "Advanced Spectrum Machine Language" by David 
Webb from about 12 years ago. In those days the computer magazines had 
technical staff who hacked into the top games of the month and told 
you how they implemented buffers, scrolling, sprites, jazzy colours, 
etc. Today's books like "Tricks Of The Gameswriting Wizards" or 
whatever are usually preoccupied with old hat hardware tips, like you 
say, or concentrate on techniques more suited to demos than real 
games. 


(I used to hijack techniques from how things were implemented on other 
machines. For example, the BBC Micro had hardware scrolling - the 
video memory was presented to the TV starting at a variable address 
with a wraparound within that area of RAM. So when I converted a 
hardware-scrolling BBC game to the Spectrum I had a software buffer 
which I dumped to video RAM starting at a variable position. I expect 
that's still possible. But finding out information about one machine 
is hard enough nowadays thanks to NDAs.) 


(And now I write linkers. Woe is me :=)) 
Gil Jaysmith 


SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 
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—-MESSAGE FILE 18538 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000146 


——MESSAGE FILE 18539 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000147 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Coding ? 

Date: Sat, 19 Jul 1997 13:16:40 -0700 

Organization: SCEA Net Yaroze News 

Lines: 146 

Message-ID: <33D120A8.63D0@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max6-so-ca-08.earthlink.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 4A9391927A" 
X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


This is a multi-part message in MIME format. 


4A9391927A 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

What is wrong with this source code?It is supposed to display a bunch of 
colored lines. 


4A9391927A 
Content-Type: text/plain; charset=us-ascii; name="LINES!.C" 
Content-Transfer-Encoding: 7bit 


Content—Disposition: inline; filename="LINES!.C" 


[BRK RK KKK KKK KKK RK KK KK KK OK OK KK OK OK KK KK 
* * 


LINES!!!! 


+ + * * 
+ + + * 


By Austin Kottke 
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making the games, and did us all a favor. Also, new technologies tend 
to allow new genres to show up, such as the 3d action platformer 
(started by Mario 64). But look at the storeshelves, read the 
magazines, and you'll find that new innovations in gameplay are few and 
far between, while the old standards reign supreme. What games are the 
big companies currently pushing? The Playstation has Tekken 3, Nintendo 
has Zelda 64, the Saturn has...well... OK, not much :) We, as members 
of the Yaroze program, need to push the envelope, not only in 
technology, but in gameplay as well. We have the chance to be as 
innovative as we want, we have no guidelines or rules. And the 
companies out there will have a much higher chance of going for 
something completely different if it is already complete and playable 
than if it was just a design document arriving on their desk showing 
some crazy idea a programmer thought up. 


OK, so I've kinda strayed from the subject and ranted for a while. But 
it had to be said. Let's stop thinking about future technologies and 
start concentrating on great, innovative, games for the technology we 
have right now. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==— 
—-MESSAGE FILE 1961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00664 


—-MESSAGE FILE 1962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000665 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Unix, WINE and Yaroze tools. 

Date: 23 Apr 1998 17:37:45 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Sender: thutton@TECH10 

Message-ID: <u67k13s52.fsf@cybec.com.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:665 scea.yaroze.freetalk: 
577 


Anyone tried to run rsdtool or timtool using WINE, the Windows 
emulator under a free PC unix? 


Might give it ago later on, though considering that rsdtool isn't that 

stable under the real Windows I don't like my chances. 

Toby. 

—-MESSAGE FILE 1962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00665 


-—-MESSAGE FILE 1963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000666 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Thu, 23 Apr 1998 10:31:50 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ld7wmsq.3g66vmlhljclcN@al-—88-118.a1l.nl> 

References: <Olbd5eef$139ea280$cc3752ca@ferguson> <35292163.122B31E5@compuserve. com> 
<6gbbvm$ j631@emeka.playstation.co.uk> <1d74w1l0.lqabjsxlmtvarkN@al-88-120.al.nl> ՀՇ 
i2pd$r561@emeka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Hi Dennis, 
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// include libraries 
#include <libps.h> 


#include "pad.h" 


// constants 


// GPU packet space 
#define PACKETMAX (10000) 
#define PACKETMAX2 (PACKETMAX* 24) 


// size of ordering table: 2 << OT_LENGTH 
// i.e. 16384 levels of z resolution 
#define OT_LENGTH 1 


// globals 
// Ordering Table handlers 


GsOT WorldOrderingTable[2]; 
// actual Ordering Tables themselves 


GsOT_TAG zSortTable[2] [1<<OT_LENGTH]; 
// GPU packet work area 
PACKET GpuOutputPacket [2] [PACKETMAX2]; 


// main function 
// see pad.h and pad.c for the controller pad interface 


int main (void) 


{ 


u_long PadStatus = 0; // state of controller pad 
TheBuff; // which buffer is active (drawn on) 
GsGLINE *sp; //Line drawing function,the sp bites! 


int index; 
// initialisation 
SetVideoMode( MODE_NTSC ); // NTSC mode 


// screen resolution 640 by 480, 


GsInitGraph(640 ,480, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 480); 


// set up the controller pad 
PadInit (); 


// set up the ordering table handlers 
WorldOrderingTable[0].length = OT_LENGTH; 
WorldOrderingTable[1].length = OT_LENGTH; 
WorldOrderingTable[0].org = zSortTable[0]; 
WorldOrderingTable[1].org = zSortTable[1]; 


for (չչ) // main loop 


// find status of controller pad 
PadStatus = PadRead(); 


// if 'select' pressed, exit main loop 
if (PadStatus & PADselect) 
break; 


// find which buffer is active 
TheBuff = GsGetActiveBuff (); 
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// set address for GPU scratchpad area 
GsSetWorkBase( (PACKET*) GpuOutputPacket [TheBuff] ); 


// clear the ordering table 


GsClearot (0, 0, &WorldOrderingTable[TheBuff]); 


//The program !!! 
for (index=0; index<1000; index++) 
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{ sp->attribute = 0; //This is the core of the program 
//which is pretty basic. 


sp->x0 = rand()%640; 
sp->y0 = rand()%480; 
sp->xl = rand()%640; 


sp->yl = rand()%480; 


sp->r0 sp->g0 = տք-»Ե0 = rand() %16; 


sp->rl sp->gl = տք-»ԵԼ = rand() %16; 


// wait for end of drawing to the ot 
DrawSync (0); 


// wait for V_BLANK interrupt 
VSync (0); 


// swap double buffers 
GsSwapDispBuff () ; 


// register clear-command: clear to some weird combo 


GsSortClear(16,36,43, &WorldOrderingTable[The] 


Buff]); 


// register request to draw ordering table 


GsDrawOt (&WorldOrderingTable[TheBuff]); 
) 
// clean up 


ResetGraph (3); 
return 0; 


4A9391927A-- 


--MESSAGE FILE 18539 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000147 


——MESSAGE FILE 18540 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000148 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Coding ? 

Date: Sun, 20 Jul 1997 01:58:02 GMT 
Organization: SCEA Net Yaroze News 

Lines: 174 

Message-ID: <33d16bb7.9449511@205.149.189.29> 
References: <33D120A8.63D0@earthlink.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


First of all, I like to ask if your name is Linda or Austin? I've been 


Net Yaroze newsgroups message dump.txt Page 
assuming that your name is Linda because of the name on the tag line. 

If your name is really Austin, I appologize for all the times I've 

called you Linda. 


Anyway, Linda/Austin, here's my answer. 


On Sat, 19 Jul 1997 13:16:40 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>What is wrong with this source code?It is supposed to display a bunch of 
>colored lines. 


> 

> [ROKK RK KKK KK KK KK KK KK OK KK KK OK OK KK 
> * * 
> * * 
> * LINES! !!! 3: 
> * * 
> * By Austin Kottke * 
> KKK KK KK KK KK OK KK KK OK KK KKK / 
> 

> 

> // include libraries 

>#include <libps.h> 

> 

>#include "pad.h" 

> 

> 

> // constants 

> 

> // GPU packet space 

>#define PACKETMAX (10000) 

>#define PACKETMAX2 (PACKETMAX* 24) 

> 

> // size of ordering table: 2 << OT_LENGTH 

> // i.e. 16384 levels of z resolution 

>#define OT_LENGTH 1 

> 

> 

> // globals 

> 

> // Ordering Table handlers 

>GsOT WorldOrderingTable[2]; 

> // actual Ordering Tables themselves 

>GsOT_TAG zSortTable[2] [1<<OT_LENGTH]; 

> // GPU packet work area 

>PACKET GpuOutputPacket [2] [PACKETMAX2]; 

> 

> 

> 

> // main function 

> // see pad.h and pad.c for the controller pad interface 
> 

>int main (void) 

>{ 

> u_long PadStatus = 0; // state of controller pad 
> TheBuff; // which buffer is active (drawn on) 


It might be nice to tell the compiler what type of variable TheBuff 
is. 
int TheBuff; 
GsGLINE *sp; //Line drawing function,the sp bites! 
int index; 
// initialisation 
SetVideoMode( MODE_NTSC ); // NTSC mode 


// screen resolution 640 by 480, 


GsInitGraph(640 ,480, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 480); 


VVVVVVVVV 


For now, I'd use a resolution of 320x240. If you want, you can try a 
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higher res later. 


GsInitGraph (320, 240, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 240); 


> // set up the controller pad 
> PadInit(); 


You havn't shown the Pad] 


WorldOrderingTable[0].length = OT_LENGTH; 
WorldOrderingTable[ length = OT_LENGTH; 
WorldOrderingTable[ 

WorldOrderingTable[ 


{ 


VVVVVVVVVV 


PadStatus = PadRead()j; 


] 
O].org = zSortTable[0]; 
1].org = zSortTable[1]; 


[nit (|) function here, so I assume it works. 


// set up the ordering table handlers 


for (չչ) // main loop 


// find status of controller pad 


You also havn't shown the PadRead() function here, so I assume it 


works too. 


if (PadStatus & PADselect) 
break; 


TheBuff = GsGetActiveBuff (); 


// clear the ordering tabl 
GsClearot (0, 0, &WorldOrderingTabl 


//The program !!! 
for (index=0; index<1000; index++) 


sp->x0 = rand()%640; 
sp->y0 rand () 2480: 
sp->x1 rand()%640; 
sp->yl = rand()%480; 


VVVVVVVVVVVVVVV VV VV VV 


Change for new screen size. 


5320: 
5240չ 
$320; 
S240; 


sp->x0 = rand 
Տք-»70 rand 
sp->xl rand 
sp->yl = rand 


anna 
were wa” Հաշ 


> sp->rx0 sp->g0 = sp->b0O = 
> sp->rl sp->gl = sp->bl = 


The way this is written you will get 16 shades of 
think you probably want something more like this. 


Տք-»-0 = rand()%256; 
sp->g0 = rand()%256; 
sp->b0O = rand()%256; 


() 

() 

() 
sp->rl = rand()%256; 

() 

() 


sp->gl = rand()%256; 
sp->b1 = rand()%256; 


Now for the most important thing. You have to tell 
the line. Try this: 


GsSortGLine(sp, &WorldOrderingTabl 


> } 


// if 'select' pressed, exit main loop 


// find which buffer is active 


// set address for GPU scratchpad area 
GsSetWorkBase( (PACKET*) GpuOutputPacket [TheBuff]); 


le 
le [TheBuff]); 


rand() %16; 
rand() %16; 


very dark grey. I 


L the system to draw 


le[TheBuff], 0); 
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{ sp->attribute = 0; //This is the core of the program 
//which is pretty basic. 
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// wait for end of drawing to the ot 
DrawSync (0); 


// wait for V_BLANK interrupt 
VSync (0); 


// swap double buffers 
GsSwapDispBuff(); 


// register clear-command: clear to some weird combo 
GsSortClear (16,36,43, &WorldOrderingTable[TheBuff]); 


// register request to draw ordering table 
GsDrawOt (&WorldOrderingTable[TheBuff]); 


) 


// clean up 
ResetGraph (3); 
return 0; 


VVVVVVVVVVVVVV VV VV VV VV VV 


} 
I hope that gets you going, 


Mario 
-—-MESSAGE FILE 18540 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000148 


——MESSAGE FILE 18541 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000149 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Coding ? 

Date: Sat, 19 Jul 1997 19:06:09 -0700 

Organization: SCEA Net Yaroze News 

Lines: 180 

Message-ID: <33D17291.6EED@earthlink.net> 

References: <33D120A8.63D0@earthlink.net> <33d16bb7.9449511@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max4-so-ca-36.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


First of all, I like to ask if your name is Linda or Austin? I've been 
assuming that your name is Linda because of the name on the tag line. 
If your name is really Austin, I appologize for all the times I've 
called you Linda. 


Anyway, Linda/Austin, here's my answer. 


On Sat, 19 Jul 1997 13:16:40 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>What is wrong with this source code?It is supposed to display a bunch of 
>colored lines. 

> 

> [ROKR KKK KKK KK KK KK KK KK OK OK KK OK OK KK KK KK 


> * 
LINES! !!! 


By Austin Kottke 


7 
x 
x 
* 
* 
KK KK KK KK KK OK KK KK OK KK OK KK / 


* 
* 
է 
* 
* 


ՄՃՊԿԿՊՊՊՊՊՎՊՎՊՎՊՎՊՎՎՊՎՊՎՊՎՊՎՊՊՊՎՊՎՊՊԿՊԿՊԿ 


V V V V V V 
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> 

> // include libraries 

>#include <libps.h> 

> 

>#include "pad.h" 

> 

> 

> // constants 

> 

> // GPU packet space 

>#define PACKETMAX (10000) 

>#define PACKETMAX2 (PACKETMAX* 24) 

> 

> // size of ordering table: 2 << OT_LENGTH 
> // i.e. 16384 levels of z resolution 
>#define OT_LENGTH Լ 

> 

> 

> // globals 

> 

> // Ordering Table handlers 

>GsOT WorldOrderingTable[2]; 

> // actual Ordering Tables themselves 
>GsOT_TAG zSortTable[2] [1<<OT_LENGTH]; 

> // GPU packet work area 

>PACKET GpuOutputPacket [2] [PACKETMAX2]; 
> 

> 

> 

> // main function 

> // see pad.h and pad.c for the controller pad interface 
> 

>int main (void) 

>{ 

> u_long PadStatus = 0; // state of controller pad 
> TheBuff; // which buffer is active (drawn on) 


It might be nice to tell the compiler what type of variable TheBuff 
is. 
int TheBuff; 
GsGLINE *sp; //Line drawing function,the sp bites! 
int index; 
// initialisation 
SetVideoMode( MODE_NTSC ); // NISC mode 


// screen resolution 640 by 480, 


GsInitGraph(640 ,480, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 480); 


VVVVVVV VV 


For now, I'd use a resolution of 320x240. If you want, you can try a 
higher res later. 


GsInitGraph(320, 240, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 240); 


> // set up the controller pad 
> PadInit(); 


You havn't shown the PadInit() function here, so I assume it works. 


// set up the ordering table handlers 
WorldOrderingTable[0].length = OT_LENGTH; 
WorldOrderingTable[1].length = OT_LENGTH; 
WorldOrderingTable[0].org = zSortTable[0]; 
WorldOrderingTable[1].org = zSortTable[1]; 


for (77) // main loop 


{ 


// find status of controller pad 
PadStatus = PadRead(); 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVV 
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VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VY 


VVVVVVVVVVVVVVV VV VV VV VV 


You also havn't shown the PadRead() function here, so I assume it 


works too. 


VVVVVVVVVVVVVVV VV VV VV 


// if 'select' pressed, exit main loop 
if (PadStatus & PADselect) 
break; 


// find which buffer is active 
TheBuff = GsGetActiveBuff (); 


// set address for GPU scratchpad area 


GsSetWorkBase( (PACKET*) GpuOutputPacket [TheBuff]); 


// clear the ordering table 
GsClearot (0, 0, &WorldOrderingTable[TheBuff]); 


//The program !!! 
for (index=0; index<1000; index++) 


Change for new screen size. 


> 
> 
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{ sp->attribute = 0; //This is the core of the program 
//which is pretty basic. 
sp->x0 = rand()%640; 
Տք-»70 = rand()%480; 
sp->xl = rand()%640; 
sp->yl = rand()%480; 
sp->x0 = rand()%320; 
Տք-»70 = rand()%240; 
sp->xl = rand()%320; 
sp->yl = rand()%240; 


sp->r0 sp->g0 = տք-»Ե0 = rand() %16; 
sp->rl sp->gl = տք-»ԵԼ = rand() %16; 


The way this is written you will get 16 shades of very dark grey. 
think you probably want something more like this. 


Now for the most important thing. You have to tell 
Try this: 


the line. 


sp->r0 = rand()%256; 
sp->g0 = rand()%256; 
sp->b0O = rand()%256; 
sp->rl = rand()%256; 
sp->gl = rand()%256; 
sp->b1 = rand()%256; 


GsSortGLine(sp, &WorldOrderingTable[TheBuff], 0); 


} 


// wait for end of drawing to the ot 
DrawSync (0); 


// wait for V_BLANK interrupt 
VSync (0); 


// swap double buffers 
GsSwapDispBuff(); 


// register clear-command: clear to some weird 
GsSortClear (16,36,43, &WorldOrderingTable[TheBuff]); 


// register request to draw ordering table 


GsDrawOt (&WorldOrderingTable[TheBuff]); 


} 


// clean up 


I 


L the system to draw 


combo 
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> ResetGraph (3); 
> return 0; 
>} 


> 
> 
> 
> 
> I hope that gets you going, 

> 

> Mario 

My name is really Austin.My boss is linda. But anyway thanks for the 

info. 

The errors are all from the pad reading stuff when I compile.What should 

I include in the source for the padread stuff. 

—-MESSAGE FILE 18541 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000149 


——MESSAGE FILE 18542 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000150 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Coding ? 

Date: Sun, 20 Jul 1997 14:49:44 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33d224b7.259227@205.149.189.29> 

References: <33D120A8.63D0@earthlink.net> <33d16bb7.9449511@205.149.189.29> <33D1729 
1.6EED@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 19 Jul 1997 19:06:09 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>[snip] 

> 

>My name is really Austin.My boss is linda. But anyway thanks for the 
>info. 

>The errors are all from the pad reading stuff when I compile.What should 
>I include in the source for the padread stuff. 


Austin, 


I guess my first question is do these functions even exist? If not, 
they need to be created. If they do, I couldn't possibly guess what is 
wrong with them without first seeing them. 


Mario 
—-MESSAGE FILE 18542 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000150 


——MESSAGE FILE 18543 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000151 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Coding ? 

Date: Sun, 20 Jul 1997 18:07:46 -0700 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33D2B662.41F7@earthlink.net> 

References: <33D120A8.63D0@earthlink.net> <33d16bb7.9449511@205.149.189.29> <33D1729 
1.6EED@earthlink.net> <33d224b7.259227@205.149.189.29> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-03.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 
> 
> On Sat, 19 Jul 1997 19:06:09 -0700, "Linda J. Hodge" 
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<hodgke@earthlink.net> wrote: 


>[snip] 

> 

>My name is really Austin.My boss is linda. But anyway thanks for the 
>info. 

>The errors are all from the pad reading stuff when I compile.What should 
>I include in the source for the padread stuff. 


Austin, 
I guess my first question is do these functions even exist? If not, 


they need to be created. If they do, I couldn't possibly guess what is 
wrong with them without first seeing them. 


VVVVVVVVVVVVVV VV 


Mario 

Well the functions are from the tuto0.c I just deleted all the hello 
world stuff and the interlaced things from the sony program and wrote 
the line function on top of the source. The only thing I want to do with 
the pad is make select "break" the program and thats it. 

So Im asuming the pad stuff from the "hello world" is correct because 
when it runs I press select and it breaks so I dont know whats wrong 
with my program,but I think I have to synchronize the pad with the 
vsyncs and then it will work. I am going to try and copy the source from 
the sony ball source and see if that works. 

—-MESSAGE FILE 18543 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000151 


—-MESSAGE FILE 18544 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000152 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: pixels 

Date: 21 Jul 1997 02:17:08 GMT 

Organization: SCEA Net Yaroze News 

Lines: 67 

Message-ID: <01lbc957cS$2b7fa440S9fbf43ce@wkwerner> 

References: <33c122d9.168381829@news.scea.sony.com> <33c14f5a.23551302@205.149.189.2 
9» <33c29ffb.95879061@news.scea.sony.com> 

NNTP-Posting-Host: port59.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jamin Frederick <jaminl@psu.edu> wrote 

Speaking of memory, I've been sticking all my stuff at 
0x80090000. This is the bottom of what we get to use. This grows 
upward with picture and sound data and stuff until it hits 
something...but what's up there, the program stack? I don't know 
what's going on up there towards the top of the mapped main 
memory...the top of main memory, according to the manual, is 
Ox801fff00. You can tell your compiler to put the program at, say, 
0x801e3000. But this gets loaded upwards, starting at 0x801e3000, up 
to the top 0x801fff00 (adjust this according to your executable size). 
So your program stack grows downwards from 0x801e3000, until it hits 
data? 
What about the resident "bricks" loader program...where's that stored? 


VVVVVVVVVVV VV 


Jamin. 


ԷՍ 
O 
K 


Thanks for the one sprite program. I've been fiddling with it, and it has 
been very helpful. In porting your demo over to CW, I ran into some 
problems that got me looking into the above memory issues. CW, by default 
sets the program start address at 80090000. I see that you were loading 
the tim data there. I guess that you have been setting the load address of 
your program to a value above all of your needed data. 


Perhaps you would be better served by placing the program at the default 
80090000 and find the end of the program (generate the map when linking and 
look at the value of the linker defined variable _end). It seems that 
between 80090000 and _end is contained all of the code and data of all 
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types, including the heap. There is a linker variable called _heap_size 
with a value օք 0x400. A paltry amount for the heap! 1 have yet to finda 
linker flag to change this value. (Any MW people lurking?) However, the 
point is that _end points to the beginning of all *unused* space after your 
program. You can load tims, or anything else for that matter, into this 
space to your hearts delight! 


BTW all of the linker supplied variables are accessable in your programs by 
including rts_info_t__.h, which is used by _psstart.c. Imagine the 
possibilities of a program determining its end and slicing up the memory 
any way it wishes. Maybe the small heap is a blessing instead! You can 
even use this area as a buffer for loading anything from new data to levels 
to overlays, etc. And yet, the stack looms over your head like the Sword 
of Damacles. 


The documentation says that the system stack occupies the last 1/4 kbyte of 
main mem. (801ԲԲԲ00 to 801FFFFF) so the program stack should start at 
801FFF00. CW appears to default to 801FFFFF. Well without getting into 
the pre-decrement post-increment nature of stacks, this number is BAD! 
First of all, to set the stack to the top of memory, 80200000 would be the 
correct number. But this is where the system stack is supposed to be! The 
stack for your project should start at 801FFF00 (change this in your 
targets linker options.) I haven't checked, but this is probably the 
reason that the CW compile of one sprite doesn't come back after exiting... 
the system stack has been trashed! I will make this fix and see what 
happens. 


As far as I can tell, there is no stack checking. Yup, get too recursive, 
or load too much data into that *unused* space, and you will be colliding 
with your stack. A painful thing indeed! When debugging a program, you 
might want to occassionally look at the stack pointer to see if you are 
playing on the edge or not. 


I will post this as a new post in the CW news section also. God, I love a 

good geeky dialog on system memory layout! 

Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 18544 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000152 


——MESSAGE FILE 18545 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000153 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Dont look at this!!! 

Date: Sun, 20 Jul 1997 23:27:40 -0700 

Organization: SCEA Net Yaroze News 

Lines: 139 

Message-ID: <33D3015C.5AE3@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max2-so-ca-15.earthlink.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 5C187A911914" 
X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


This is a multi-part message in MIME format. 


5C187A911914 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Reverse psychology. Anyway Im having problems getting this program on 
screen.It compiles with no errors and links with siocons fine.But it 
displays nothing on screen.It was intended to display a 1000 randomly 
colored lines on screen. 


5C187A911914 

Content-Type: text/plain; charset=us-ascii; name="LINE.C" 
Content-Transfer-Encoding: 7bit 

Content-—Disposition: inline; filename="LINE.C" 
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Yes, it would be nice to play imports on your PSX but when chipped the 
temptation of playing gold discs is aways lurking. 


V V V V 


Yes, but as I noticed, they do't always work the way they should. I will 

never advise to chip a PSX to play the gold discs, the just don't work 

propper. ( It could be bad copys that I have seen) 

AND a gold disk is very fragile compared to the black disc! The green 

side is much "softer" than the black. 

--MESSAGE FILE 1963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00666 


—-MESSAGE FILE 1964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000667 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Design UK 

Date: Thu, 23 Apr 1998 10:31:51 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ld7wn3f.3udmgkldybe4N@al1-88-118.al.nl1> 

References: <Olbd5eef$139ea280Scc3752ca@ferguson> <01lbd5ef1$4e929340$cc3752caefergus 
օո» <1d6z220.1m5tk4ql5hjikgN@al-—88-125.al.n1l> <0Olbd60a8Sdaf678c0$a33063c3@default> < 
3528464E. 30754A28@sinclair.net> <352909ba.9335603@news.playstation.co.uk> <352CA5D1. 
B6BE6907@hinge.mistral.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Actually, all Playstations will play import games. The "Swap trick" is 
> more complicated for recent machines (you swap twice), but it does 
> work...... 


Actually, why do we care???? We all own Net Yarozes don't we? 
—-MESSAGE FILE 1964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00667 


—-MESSAGE FILE 1965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000668 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Colin_Hughes@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: 23 Apr 1998 10:30:18 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 52 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6hninaSd0rl@emeka.playstation.co.uk> 

Reply-To: Colin_Hughes@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 23 Apr 1998 09:31:29 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA06980 
for <news@playstation.co.uk>; Thu, 23 Apr 1998 10:31:08 +0100 (BST) 
From: Colin_Hughes@Playstation.sony.com 
To: news@playstation.co.uk 


At home I use a cheap ( 8 pounds ) cable I bought from HMW, it has RGB and 
composite connected and works just as well as the expensive sony cable... 
The only thing is that if I switch the Yaroze on, my Sony TV auto swiches 
to composite, not RGB. 


Colin. 


To: Colin_Hughes@scee.sony.co.uk 
Cg: (bcc: Colin Hughes) 
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ac 


LINES! 111 


By Austin Kottke 
KKEKKKKKKKKKKKK k k K KKK KKK K K K K x k k K x x K x k K K x k K x x < K x x < x x < x < < 


* 
x * 
* * 
x * 
* x 
* / 


// include libraries 
#include <libps.h> 


#include "pad.h" 
#define MAXLINES 1000 


// size of ordering table: 2 << OT_LENGTH 
// i.e. 16384 levels of z resolution 
#define OT_LENGTH 1 


// Ordering Table handlers 
GsOT WorldOT[2]; 
// actual Ordering Tables themselves 


GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 
// GPU packet work area 
PACKET GpuOutputPacket [2] [MAXLINES* (20+4) |: 


// main function 
// see pad.h and pad.c for the controller pad interface 


int main (void) 


{ 


// state of controller pad 
int TheBuff; // which buffer is active (drawn on) 
GsGLINE *sp; //Line drawing function,the sp bites! 
int i, index; 
// initialisation 
SetVideoMode( MODE_NTSC ); // NTS 


// screen resolution 640 by 480, 
ResetGraph (0); 

GsInitGraph(320 ,240, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 240); 


// set up the ordering table handlers 
for(i = 0; 1 < 2; i++) { 

WorldOT[i].length = OT_LENGTH; 

WorldOT[i].org = OTTags[il]; 


for (77) // main loop 


// find which buffer is active 
TheBuff = GsGetActiveBuff (); 


// set address for GPU scratchpad area 
GsSetWorkBase( (PACKET*) GpuOutputPacket [TheBuff] ); 


// clear the ordering table 
GsClearOt (0, 0, &WorldOT[TheBuff]); 


//The program !!! 


Net Yaroze newsgroups message dump.txt 


for (index=0; index<MAXLINES; index++) 


Page 12492 


{ sp->attribute = 0; //This is the core of the program 


//which is pretty basic. 
sp->x0 = rand()%320; 


Տք-»70 = rand()%240; 
sp->xl = rand()%320; 
sp->yl = rand()%240; 
sp->r0=rand() 5256: 
sp->g0=rand() 5256: 
sp->b0=rand () 5256: 
sp->rl=rand()%256; 
sp->gl=rand() 5256: 
sp->bl=rand() 5256: 


GsSortGLine (sp, &WorldOT[TheBuff],0); 


// wait for end of drawing to the ot 
DrawSync (0); 


// wait for V_BLANK interrupt 
i=VSync (0); 


// swap double buffers 
GsSwapDispBuff () ; 


// register clear-command: clear to some weird combo color 


GsSortClear (60,120,120, &WorldOT[TheBuff]); 
// register request to draw ordering table 
GsDrawOt (&WorldOT[TheBuff]); 


// clean up 
ResetGraph (3); 
return (0); 


5C187A911914-- 


—-MESSAGE FILE 18545 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000153 


—-MESSAGE FILE 18546 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000154 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Dont look at this!!! 

Date: Mon, 21 Jul 1997 10:43:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <33D32F50.7C68@interactive.sony.com> 
References: <33D3015C. 5AE3@earthlink.net> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 12493 
Linda J. Hodge wrote: 


Reverse psychology. Anyway Im having problems getting this program on 
screen.It compiles with no errors and links with siocons fine.But it 
displays nothing on screen.It was intended to display a 1000 randomly 
colored lines on screen. 


// clean up 
ResetGraph (3); 
return (0); 


VVVVVVVVVVVVVV VV 


You appear to have the close brackets in the wrong place. It should look 
like this 


} 

// clean up 
ResetGraph (3); 
return (0); 


Stuart 
—-MESSAGE FILE 18546 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000154 


—--MESSAGE FILE 18547 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000155 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Dont look at this!!! 

Date: Mon, 21 Jul 1997 15:54:03 GMT 

Organization: SCEA Net Yaroze News 

Lines: 36 

Message-ID: <33d38lee.1510656@205.149.189.29> 

References: <33D3015C.5AE3@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Austin, 


You're resetting the graphics each frame because you've misplaced the 
closing bracket on your main loop. 


Change: 
// clean up 
ResetGraph (3); 
return (0); 
} 

} 

To: 


} 
// clean up 
ResetGraph (3); 
return (0); 


} 


Mario 
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On Sun, 20 Jul 1997 23:27:40 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Reverse psychology. Anyway Im having problems getting this program on 

>screen.It compiles with no errors and links with siocons fine.But it 

>displays nothing on screen.It was intended to display a 1000 randomly 

>colored lines on screen. 

> 

>[snip] 

> 

—-MESSAGE FILE 18547 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000155 


——MESSAGE FILE 18548 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000156 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Source 

Date: Mon, 21 Jul 1997 11:26:16 -0700 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <33D3A9C8.2697@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxll-so-ca-43.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Well mario I changed the reset graph stuff to: 
} 

ResetGraph (3); 

Return (0); 

} 


It still doesn,t display antthing when I changed it. 
—-MESSAGE FILE 18548 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000156 


—-MESSAGE FILE 18549 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000157 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Source 

Date: Mon, 21 Jul 1997 22:56:03 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33d3e845.1857305@205.149.189.29> 

References: <33D3A9C8.2697@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Austin, 


I'd suggest that you go back to the first version of LINES.C that you 
posted here and try the changes I suggested. I know they worked. If 
you're having problems with the PadRead stuff, just comment those 
lines out for now (that's what I did.) It doesn't help when you 
re-write your code from scratch every time. We can't help you if we're 
shooting at a moving target. 


Mario 


On Mon, 21 Jul 1997 11:26:16 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Well mario I changed the reset graph stuff to: 
> } 
>ResetGraph (3); 
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>Return (0); 

>} 

> 

>It still doesn,t display antthing when I changed it. 


—-MESSAGE FILE 18549 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000157 


——MESSAGE FILE 18550 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000158 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Source 

Date: Mon, 21 Jul 1997 21:50:47 -0700 

Organization: SCEA Net Yaroze News 

Lines: 148 

Message-ID: <33D43C27.40C1l@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max3-so-ca-46.earthlink.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 80818287833" 
X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


This is a multi-part message in MIME format. 


50818287833 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Ok mario I will post the original stuff with the changes you said to 
add: 


80818287833 

Content-Type: text/plain; charset=us-ascii; name="LINES.C" 
Content-Transfer-Encoding: 7bit 

Content—Disposition: inline; filename="LINES.C" 


[BRK RK KKK KK KK KK KK RK KK KK OK OK OK KK OK OK KK KK KK 
7 


LINES! 111 


By Austin Kottke 
KKEKKKKKKKKKKKK KKK KKK K k k K x K K K k K K x k K x x K K x k K x x K K k < K < x < x x < 


7 
* * 
* * 
* * 
* է 
ե / 


// include libraries 
#include <libps.h> 


#include "pad.h" 


#define MAXLINES 1000 
// constants 


// GPU packet space 
#define PACKETMAX (10000) 
#define PACKETMAX2 (PACKETMAX* 24) 


// size of ordering table: 2 << OT_LENGTH 
// i.e. 16384 levels of z resolution 
#define OT_LENGTH 1 


// globals 
// Ordering Table handlers 


GsOT WorldOT[2]; 
// actual Ordering Tables themselves 


GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 
// GPU packet work area 
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PACKET GpuOutputPacket [2] [PACKETMAX2]; 


// main function 
// see pad.h and pad.c for the controller pad interface 


int main (void) 


{ 


u_long PadStatus = 0; // state of controller pad 
int TheBuff; // which buffer is active (drawn on) 
GsGLINE *sp; //Line drawing function,the sp bites! 


int i, index; 
// initialisation 
SetVideoMode( MODE_NTSC ); // NISC mode 


// screen resolution 640 by 480, 


GsInitGraph(640 ,480, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 480); 


// set up the controller pad 
PadInit (); 


// set up the ordering table handlers 
for(i = 0; 1 < 2; itt) { 

WorldOT[i].length = OT_LENGTH; 

WorldOT[i].org = OTTags[il]; 


for (77) // main loop 


// find status of controller pad 
PadStatus = PadRead(); 


// if 'select' pressed, exit main loop 
if (PadStatus & PADselect) 
break; 


// find which buffer is active 
TheBuff = GsGetActiveBuff (); 


// set address for GPU scratchpad area 
GsSetWorkBase( (PACKET*) GpuOutputPacket [TheBuff]); 


// clear the ordering table 
GsClearOt (0, 0, &WorldOT[TheBuff]); 


//The program !!! 
for (index=0; index<MAXLINES; index++) 
{ sp->attribute = 0; //This is the core of the program 
//which is pretty basic. 
sp->x0 = rand()%640; 
sp->y0 = rand()%480; 
sp->xl = rand()%640; 


sp->yl = rand()%480; 


sp->r0 Տք-»ց0 = sp->b0O = rand()%256; 


sp->rl sp->gl = տք-»ԵԼ = rand() %256; 


GsSortGLine (sp, &WorldOT[TheBuff],0); 
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// wait for end of drawing to the ot 
DrawSync (0); 


// wait for V_BLANK interrupt 
VSync (0); 


// swap double buffers 
GsSwapDispBuff(); 


// register clear-command: clear to some weird combo color 
GsSortClear (16,36,43, &WorldOT[TheBuff]); 


// register request to draw ordering table 
GsDrawOt (&WorldOT [TheBuff]); 


} 


// clean up 


return 0; 


50818287833-- 


—-MESSAGE FILE 18550 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000158 


——MESSAGE FILE 18551 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000159 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Source 

Date: Tue, 22 Jul 1997 01:54:43 -0700 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <wal-ya02408000R2207970154430001@news.scea.sony.com> 
References: <33D43C27.40Cl@earthlink.net> 

NNTP-Posting-Host: ppp026-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I admit I haven't actually tried running this source code, but I did notice 
that there's no space allocated for the GSGLINE structure. You have: 


> GsGLINE *sp; //Line drawing function,the sp bites! 


which just declares sp as a pointer to a GsGLINE structure, but it's not 
intialized to point to anything. 


Instead of using a pointer, try writing this: 
GsGLINE sp; // sp is not a pointer now but an actual GsGLINE struct 
and replace 


sp->attribute 


= 0; 
sp->x0 = rand()%640; 
sp->y0 = rand()%480; 
// etc... 

with this 
sp.attribute = 0; 
sp.x0 = rand()%640; 
sp.y0 = rand()%480; 
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Finally, change 
GsSortGLine (sp, &WorldOT[TheBuff],0); 
to 
GsSortGLine (ճտք, &WorldOT[TheBuff],0); 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 18551 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000159 


—--MESSAGE FILE 18552 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000160 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Source 

Date: Tue, 22 Jul 1997 21:39:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33d52784.12010050@205.149.189.29> 

References: <33D43C27.40C1l@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Austin, 


Wayne is correct about using a pointer to the GsGLine structure. Try 
making the changes he recommends. I've looked back at my copy of the 
code and noticed that I did in fact make those changes as well. For 

some reason I neglected to pass that on, sorry. 


Mario 
—-MESSAGE FILE 18552 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000160 


—--MESSAGE FILE 18553 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000161 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Matt Guyot" <raw@atlantic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: in need of assistance... 

Date: 23 Jul 1997 02:07:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 233 

Message-ID: <01bc970d$ea6221c0$12c562cf@mattguyo> 
NNTP-Posting-Host: jax-fl-00l.atlantic.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


ok... im an ultra-newbie at this stuff so please bear with me.... 

here is the source for the program i am working on... it is just a modified 
version of one of ira raineys demos... all i have done is change the 
outcomes of pressing the buttons... the d-pad rotates and the square 
accelerates... 


i have three concerns as of right now... 


1) i have coded a couple of lines in there in an attempt to set a maximum 
velocity in both the x and y directions... this does not work... 


2) it appears that while the sprite can face any direction (something like 
80, 90 or 120 headings) it can only have a velocity along eight of these 
(N, NW, W, SW, S, SE, E, NE) i wrote the little trig thing in there to 
avoid just that... i dont know why it is only giving these eight 
directions... 


3) i have no idea why it slows down when you accelerate and turn at the 
same time.. this doesnt seem likely to be stressing the limits of what the 
machine can do (even with my naturally un-streamlined code)... but there is 
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an obvious slowdown... 


if one of the gurus of 2d gaming could offer some aid, i would greatly 
appreciate it.... 


thx 

matt 

-—-MESSAGE FILE 18553 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000161 


——MESSAGE FILE 18554 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000162 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: in need of assistance... 

Date: Wed, 23 Jul 1997 02:21:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33d56a19.29057806@205.149.189.29> 

References: <0Olbc970d$ea6221c0$12c562cf@mattguyo> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Matt, 


I tried to respond to your Email but it kept coming back. Anyway, this 
is a better place to ask questions. 


Here's what I tried to send you. 

Add the following as the last line in the function CheckPad(). 
return (0); 

That took care of the problem for me. 

Mario 

On 23 Jul 1997 02:07:04 GMT, "Matt Guyot" <raw@atlantic.net> wrote: 


>ok... im an ultra-newbie at this stuff so please bear with me.... 

> 

>[snip] 

—-MESSAGE FILE 18554 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000162 


--MESSAGE FILE 18555 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000163 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Source 

Date: Tue, 22 Jul 1997 22:46:50 -0700 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33D59ACA.7642@earthlink.net> 

References: <33D43C27.40Cl@earthlink.net> <33d52784.12010050@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: max7-so-ca-23.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


> 

> Austin, 

> 

> Wayne is correct about using a pointer to the GsGLine structure. Try 
> making the changes he recommends. I've looked back at my copy of the 
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> code and noticed that I did in fact make those changes as well. For 

> some reason I neglected to pass that on, sorry. 

> 

> Mario 

Well I put all that stuff in and it compiled it fine and went to siocons 

and pressed "F4" to load and I loaded it and pressed >> go and it still 

displayed nothing! 

—-MESSAGE FILE 18555 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000163 


—--MESSAGE FILE 18556 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000164 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: in need of assistance... 

Date: Wed, 23 Jul 1997 09:57:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 
Message-ID: <33D5C790.4BE@interactive.sony.com> 
References: <0Olbc970d$ea6221c0$12c562cf@mattguyo> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Matt Guyot wrote: 

ok... im an ultra-newbie at this stuff so please bear with me.... 

here is the source for the program i am working on... it is just a modified 
version of one of ira raineys demos... all i have done is change the 
outcomes of pressing the buttons... the d-pad rotates and the square 
accelerates... 


i have three concerns as of right now... 


1) i have coded a couple of lines in there in an attempt to set a maximum 
velocity in both the x and y directions... this does not work... 


VVVVVVVVVVV VV 


The reason for this is that the two velocity components, velx and vely, 
can become enormously negative; your code only prevents them 
becoming enormously positive. Use of on-screen debug messages 
(use FntPrint, initialised with FntLoad and FntOpen, as in lots 
of sample code) would have shown this. 


> 2) it appears that while the sprite can face any direction (something like 
> 80, 90 or 120 headings) it can only have a velocity along eight of these 

> (N, NW, W, SW, S, SE, E, NE) i wrote the little trig thing in there to 

> avoid just that... i dont know why it is only giving these eight 

> directions... 

> 


Not convinced of this, it looks to be moving all over the shop to me. 


3) i have no idea why it slows down when you accelerate and turn at the 
same time.. this doesnt seem likely to be stressing the limits of what the 
machine can do (even with my naturally un-streamlined code)... but there is 
an obvious slowdown... 


V V V V 


The slowdown is purely due to what happens when you change speed; 

you are calculating the new speed components using the <sin> 

function. This is incredibly slow. In much of the sample code, 

you will see lookup-table sin,cos and tan modules with 

nice interfaces, enabling the use of trigonometry at high speed. 

The library sin,cos,tan etc are very accurate but far too slow to use. 


Lewis 
> 
> if one of the gurus of 2d gaming could offer some aid, i would greatly 
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From: news@playstation.co.uk 
Subject: Re: Getting NTSC to work properly..:scee.yaroze.freetalk.english 


From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

> Do you mean the combined AV to SCART lead from Datel? Or another 
>sort? 
No, I think he means go out and buy the 34.99 (rip off!) official Sony 
lead. I have the misfortune to have a Sony Trinitron which only works 
with the official Sony RGB Scart lead - some other tellys/monitors are 
probably OK with a generic, cheaper alternative (I think DATEL do a good 
RGB SCART lead). You can buy SCART leads which are SCART shaped, but 
they aren't RGB - the connections inside are just composite. Just tell 
the guy at the shop you NEED an RGB SCART lead to run import games - 
they should know what you mean. 

An RGB SCART lead. That's what you want - it's the only way to get NTSC 
signals in colour on a UK TV unless it's a true multi-system (quite 
rare). 

Nick "God of CAPS" F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 1965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00668 


—-MESSAGE FILE 1966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000669 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Thu, 23 Apr 1998 14:06:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <353F3CD7.22FBB346@reading.ac.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


> Do you mean the combined AV to SCART lead from Datel? Or another 
>sort? 
No, I think he means go out and buy the 34.99 (rip off!) official Sony 
lead. I have the misfortune to have a Sony Trinitron which only works 
with the official Sony RGB Scart lead - some other tellys/monitors are 
probably OK with a generic, cheaper alternative (I think DATEL do a good 
RGB SCART lead). You can buy SCART leads which are SCART shaped, but 
they aren't RGB - the connections inside are just composite. Just tell 
the guy at the shop you NEED an RGB SCART lead to run import games - 
they should know what you mean. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Would a Sony Centre have this? (Rather not mention to them that it's 
to run imports - will the Yaroze actually run imported discs (as long as 
they're not actually pirated) ?). I asked in Dixons (who said ask 
Tandy), and Tandy (who didn't know what an RGB lead was(!)).. 
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appreciate it.... 


Name: main.c 
Part 1.2 Type: unspecified type (application/octet-stream) 
Encoding: x-uuencode 


Name: Try3.tim 
Part 1.4 Type: unspecified type (application/octet-stream) 
Encoding: x-uuencode 
—-MESSAGE FILE 18556 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000164 


--MESSAGE FILE 18557 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000165 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Source 

Date: Wed, 23 Jul 1997 13:19:42 GMT 

Organization: SCEA Net Yaroze News 

Lines: 45 

Message-ID: <33d60422.3085223@205.149.189.29> 

References: <33D43C27.40Cl@earthlink.net> <33d52784.12010050@205.149.189.29> <33D59A 
CA.7642@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Austin, 


I answered this in reply to your email, but I'll answer here as well 
for anyone else who is having trouble with your code. 


You need to change: 


for(i = 0; 1 < 2; i++) 


WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il; 


to 


for(i = 0; i < 2; itt) 
{ 
WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il]; 
} 


In most of the world, one is always less than two. <BG> (sorry, I 
couldn't resist) 


Mario 


On Tue, 22 Jul 1997 22:46:50 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Mario Perdue wrote: 

>> 

>> Austin, 

>> 

>> Wayne is correct about using a pointer to the GsGLine structure. Try 
>> making the changes he recommends. I've looked back at my copy of the 
>> code and noticed that I did in fact make those changes as well. For 
>> some reason I neglected to pass that on, sorry. 

>> 

>> Mario 

>Well I put all that stuff in and it compiled it fine and went to siocons 
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>and pressed "F4" to load and I loaded it and pressed >> go and it still 
>displayed nothing! 


—-MESSAGE FILE 18557 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000165 


—--MESSAGE FILE 18558 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000166 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Matt Guyot" <raw@atlantic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: in need of assistance... 

Date: 23 Jul 1997 21:19:53 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <01lbc97afSe5f£d8780$12c562cf@mattguyo> 

References: <0O1lbc970d$ea6221c0$12c562cf@mattguyo> <33D5C790.4BE@interactive.sony.com 
> 

NNTP-Posting-Host: jax-fl-00l.atlantic.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Lewis, 

ouch... little bit embarrassed about that negative velocity thing... sorry 
as far as the headings... i am sure that it only lets the sprite move in 8 
directions... if you rotate the sprite to about 65 degrees, it only moves 
in the (+) x direction... it should be imparting some y velocity to it as 
well... i dont know if this is because of the way i set up the math or 


what; but i wanted to allow lots of headings and this way just doesnt seem 
ԷԾ :ՇսԱէ: TE sas 


if you could tell me where the examples of this type of code might be i 
would appreciate it... i dont have codewarrior, so if they come with that, 
i need another example... 


thx 
matt 


ps i put in the negative velocity limits... they worked like a charm... thx 


—-MESSAGE FILE 18558 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000166 


——MESSAGE FILE 18559 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000167 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Matt Guyot" <raw@atlantic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: example with both pads..... ? 

Date: 24 Jul 1997 02:43:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <01bc97dd$3703e520512c562cf@mattguyo> 
NNTP-Posting-Host: jax-fl-00l.atlantic.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


could someone either post a SIMPLE program using input from both pads or 
translate the one from the japanese sight... my inability to read the 
comments is making it hard for me to distinguish what is the second pad 
stuff and what stuff is mouse or analog controller oriented.... i would 
really like to get both pads working 


thx 

matt 

—-MESSAGE FILE 18559 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000167 


—-MESSAGE FILE 18560 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000168 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 


Subject: Re: example with both pads..... ? 
Date: Wed, 23 Jul 1997 22:46:13 -0500 
Organization: (no organization) 


Lines: 19 

Message-ID: <33D6D005.4248@charlie.cns.iit.edu> 
References: <01bc97dd$3703e520$12c562cf@mattguyo> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Matt Guyot wrote: 


> 

> could someone either post a SIMPLE program using input from both pads or 
> translate the one from the japanese sight... my inability to read the 

> comments is making it hard for me to distinguish what is the second pad 
> stuff and what stuff is mouse or analog controller oriented.... i would 
> really like to get both pads working 

> 

> thx 

> matt 


You can check out a file on my website (in the 'members' section), 
called 'ballpad.zip'. It's a simple two-player "Ball-and-Paddle" 
game (similar to "Pong"). It reads from both pads. 


It's just like using one pad, but you use "PAD2Lup" to test the 
right pad, instead of just "PAD1Lup", etc, to test the left pad. 


Ed Federmeyer 
—-MESSAGE FILE 18560 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000168 


--MESSAGE FILE 18561 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000169 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: in need of assistance... 

Date: Thu, 24 Jul 1997 09:49:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <33D71715.2DFD@interactive.sony.com> 

References: <01lbc970d$ea6221c0$12c562cf@mattguyo> <33D5C790.4BE@interactive.sony.com 
> <Olbc97afSe5fd8780S12c562cf@mattguyo> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Matt Guyot wrote: 
Lewis, 


ouch... little bit embarrassed about that negative velocity thing... sorry 


as far as the headings... i am sure that it only lets the sprite move in 8 
directions... if you rotate the sprite to about 65 degrees, it only moves 
in the (+) x direction... it should be imparting some y velocity to it as 
well... i dont know if this is because of the way i set up the math or 
what; but i wanted to allow lots of headings and this way just doesnt seem 
TO CUT ԼԵ... 


VVVVVVVVV VV 


I think this problem is because of the use of fixed-point values 
for pixel speed/position. Try using integer values for position and 
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velocity which are 4096 times larger than pixels, hence you can 
move very smoothly in variable space; when drawing on screen, 


divide by 4096 to get actual 


pixels. Also, try allowing larger 


velocities for the ship ( ship with maximum speed of 1 pixel per frame 
in x and y directions can only move 8 ways), and use sin and cos 
functions which use PlayStation-format angles (4096 is full circle). 


Existing sin and cos modules, and much other 2d stuff, 
can be found in the SCEE demos 2d, 2d2 and breakout. 


Lewis 

> 

> if you could tell me where the examples of this type of code might be i 

> would appreciate it... i dont have codewarrior, so if they come with that, 
> i need another example... 

> 

> thx 

> matt 

> 

> ps i put in the negative velocity limits... they worked like a charm... thx 


12504 


—-MESSAGE FILE 18561 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000169 


——MESSAGE FILE 18562 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000170 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: example with both pads..... ? 

Date: Thu, 24 Jul 1997 18:57:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <33d7a4b8.94228472@news.scea.sony.com> 
References: <01bc97dd$3703e520$12c562cf@mattguyo> 
NNTP-Posting-Host: nbéppp250.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


I totally redefined all the pad.h #defines to make it easier to read, 
all in the format 


PAD1_START 
PAD1_CIRCLE 
PAD1_TRIANGLE 
PAD1_LEFT 


PAD2_START 
PAD2_CIRCLI 


Gl 


It's on my web site 
http://www.scea.sony.com/net/yaroze/pages/ jfrederick2.html 


Jamin 


On 24 Jul 1997 02:43:50 GMT, "Matt Guyot" <raw@atlantic.net> wrote: 


>could someone either post a SIMPLE program using input from both pads or 


>translate the one from the japanese sight... my inability to read the 
>comments is making it hard for me to distinguish what is the second pad 
>stuff and what stuff is mouse or analog controller oriented.... i would 
>really like to get both pads working 

> 

>thx 

>matt 


—-MESSAGE FILE 18562 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000170 
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—-MESSAGE FILE 18563 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000171 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin <khauck@leland.stanford.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: multiple sprites -- problem, need help 

Date: Sat, 26 Jul 1997 09:58:14 -0700 

Organization: intuit-10006594!qfn@concentric.net 

Lines: 197 

Message-ID: <33DA2CA6.4A7F@leland.stanford.edu> 

Reply-To: khauck@leland.stanford.edu 

NNTP-Posting-Host: sdx-cal6-06.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


I can't seem to get multiple sprites to display. With the code 
below, all the sprites come out looking like ship2.img. Am I 
missing something in the definition? It isn't well-written, 
but I am just trying to get something working so I can make 
some basic functions I can use all the time. 


--- BEGIN --- 


#include <libps.h> 

#include "ship2.img" 
#include "ship3.img" 
#include "ship4.img" 
#include "ship5.img" 


#define PACKET_CNT 200 


PACKET GpuPacketArea[2] [PACKET_CNT*24]; 

GsOT world_OT[2]; 

GsOT_TAG OT_tag[2][1 ՀՀ 1]; 

GsSPRITE sprtShip[4]; 

GsSPRITE *sprtDrawShip; 

int active_buff; 

GsLINE line_outerl, line_outer2, line_outer3, line_outer4; 


#include "sonyintr.c" 


main () { 
RECT rect; 
int i, j = 0, k = 0; 
int negate_control = 0; 
int ship_x = 100, ship_y = 100; 


SetVideoMode (MODE_NTSC) ; 
GsInitGraph (320, 240, 4, 0, 0); 
GsDefDispBuff (0, 0, 0, 240); 


world_OT[0].length = 1; 
world_OT[0].org = OT_tag[0]; 
world_OT[1].length = 1; 
world_OT[1].org = OT_tag[1]; 
rect.x = IMG_SHIP2 X; 

rect.y = IMG_SHIP2_Y; 

rect.w = IMG_SHIP2_WW; 
rect.h = IMG_SHIP2_H; 
LoadImage (&rect, imgShip2); 
rect.x = IMG _SHIP3_ X; 

rect.y = IMG_SHIP3_Y; 

rect.w = IMG_SHIP3_WW; 
rect.h = IMG_SHIP3_H; 
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LoadImage(&rect, imgShip3); 


rect.x = IMG_SHIP4 xX; 
rect.y = IMG_SHIP4_Y; 
rect.w = IMG_SHIP4 Ww; 
rect.h = IMG_SHIP4_H; 
LoadImage(&rect, imgShip4); 
rect.x = IMG_SHIP5_X; 
rect.y = IMG_SHIP5_Y; 
rect.w = IMG_SHIP5_Ww; 
rect.h = IMG_SHIP5_H; 
LoadImage(&rect, imgShip5); 
sprtShip[0].tpage = GetTPage(2, 0, IMG_SHIP2_X, 
sprtShip[1].tpage = GetTPage(2, 0, IMG_SHIP3_X, 
sprtShip[2].tpage = GetTPage(2, 0, IMG_SHIP4 X, 
sprtShip[3].tpage = GetTPage(2, 0, IMG_SHIP5_X, 
sprtShip[0].attribute = IMG_SHIP2_ATTR; 
sprtShip[1].attribute = IMG_SHIP3_ATTR; 
sprtShip[2].attribute = IMG_SHIP4 ATTR; 
sprtShip[3].attribute = IMG_SHIP5_ATTR; 
for (i = 0; i < 4; itt) { 

sprtShip[i].x = 100; 

sprtShip[i].y = 100; 

sprtShip[i].w = 9; 

sprtShip[i].h = 9; 

sprtShip[i].u = 0; 

sprtShip[i].v = 0; 

sprtShip[i].r = 128; 

sprtShip[i].g = 128; 

sprtShip[i].b = 128; 

sprtShip[i].mx = 5; 

sprtShip[i].my = 5; 

sprtShip[i].scalex = ONE; 

sprtShip[i].scaley = ONE; 

sprtShip[i].rotate = 0; 


} 
sprtDrawShip = &sprtShip[1]; 


u_long old_state; 


u_long cont_state; 
GsBOXF boxl, box2; 


GetPadBuf (&bb0, &bbl); 


while (1) { 
cont_state = PadRead (1); 
if (cont_state & PAD SELECT) 
break; 


if (negate_control > 0) 
negate_control--; 
else { 
if (cont_state & PAD_LEFT) { 
if (ship_x > 10) 
ship_x -= GAME_SHIP_STEP; 


negate_control = GAME _CONTROL_DELAY; 


sprtDrawShip = &sprtShip[0]; 


} else if (cont_state & PAD_RIGHT) 


if (ship_x < 300) 
ship_x += GAME_SHIP_STEP; 


negate_control = GAME _CONTROL_DELAY; 


sprtDrawShip = &sprtShip[1]; 


} else if (cont_state & PAD_UP) 
if (ship_y > 10) 
տուք 7 -- GAME_SHIP_STEP; 


IMG_SHIP2_Y 
IMG_SHIP3_Y 
IMG_SHIP4_Y 
IMG_SHIP5_Y 


); 
); 
); 
); 
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negate_control = GAME _CONTROL_DELAY; 
sprtDrawShip = &sprtShip[2]; 


} else if (cont_state ե PAD_DOWN) { 
if (ship_y < 220) 
ship_y += GAME_SHIP_STEP; 
negate_control = GAME _CONTROL_DELAY; 
sprtDrawShip = &sprtShip[3]; 
} 
} 
// init graphics, get ready to draw 
active_buff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactive_buff]); 
GsClearOt(0, 0, &world_OT[active_buff]); // optional 


// drawing code goes here 


GsSortLine (&line_outerl, &world_OT[active_buff 


[ 17 1); 
GsSortLine (&line_outer2, &world_OT[active_buff], 1); 
GsSortLine (&line_outer3, &world_OT[active_buff], 1); 
GsSortLine (&line_outer4, &world_OT[active_buff], 1); 
sprtShip[0].x = 100; 
sprtShip[0].y = 20; 
sprtShip[1].x = 120; 
sprtShip[1].y = 20; 
sprtShip[2].x = 140; 
sprtShip[2].y = 20; 
sprtShip[3].x = 160; 
sprtShip[3].y = 20; 
GsSortFastSprite (&sprtShip[0], &world_OT[active_buff], 1); 
GsSortFastSprite (&sprtShip[1], &world_OT[active_buff], 1); 
GsSortFastSprite (&sprtShip[2], &world_OT[active_buff], 1); 
GsSortFastSprite (&sprtShip[3], &world_OT[active_buff], 1); 
sprtDrawShip->x = ship_x; 


sprtDrawShip->y = ship_y; 
GsSortFastSprite(sprtDrawShip, &world_OT[active_buff], 1); 


// finish drawing 
DrawSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &world_OT[active_buff]); 
GsDrawOt (&world_OT[active_buff]); 
} /* while */ 
} 


return (0); 


} 


--- END --- 


sprtShip[0, 1, 2, 3] is supposed to show up depending on which 
direction the ship is heading. But only sprtShip[0] shows up, 

no matter which direction the control is pressed. Also the four 
ships at the top center of the screen all look the same, when they 
should be different. I checked the .img files to make sure they 
are different and they are, and they defined as 


SHIP2 (x, Ն): 320, 0 
SHIP3 (x, y): 330, 0 
SHIP4 (x, y): 340, Ü 
SHIP5 (x, y) 350, O 


in the .img file. 


Please help if you can, thanks- 


Dan 


—-MESSAGE FILE 18563 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000171 
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——MESSAGE FILE 18564 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000172 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Dan Hauck <dhauck@qualcomm.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: multiple sprites -- problem, need help 

Date: Sat, 26 Jul 1997 10:01:47 -0700 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <33DA2D7B.4244@qualcomm. com> 

References: <33DA2CA6.4A7F@leland.stanford.edu> 

NNTP-Posting-Host: sdx-cal6-06.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


oops netscape wasn't set up right, this header is the correct one. 

Please send replies to this group or dhauck@qualcomm.com, not 

what the previous one said. Sorry about that. 

—-MESSAGE FILE 18564 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000172 


——MESSAGE FILE 18565 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000173 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: multiple sprites -- problem, need help 

Date: Sat, 26 Jul 1997 19:36:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 44 

Message-ID: <33da4c14.471308@205.149.189.29> 

References: <33DA2CA6.4A7F@leland.stanford.edu> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 26 Jul 1997 09:58:14 -0700, Kevin <khauck@leland.stanford.edu> 
wrote: 


>I can't seem to get multiple sprites to display. With the code 
>below, all the sprites come out looking like ship2.img. Am I 
>missing something in the definition? It isn't well-written, 
>but I am just trying to get something working so I can make 
>some basic functions I can use all the time. 

> 

>[snip] 

> 

>sprtShip[0, 1, 2, 3] is supposed to show up depending on which 
>direction the ship is heading. But only sprtShip[0] shows up, 
>no matter which direction the control is pressed. Also the four 
>ships at the top center of the screen all look the same, when they 
>should be different. I checked the .img files to make sure they 
>are different and they are, and they defined as 


> 

>SHIP2 (x, y): 320, 0 
>SHIP3 (x, y): 330, 0 
>SHIP4 (x, y): 340, 0 
>SHIP5 (x, y): 350, O 
> 

>in the .img file. 

> 

Dan, 


The frame buffer is a 1024x512 pixel rectangle in memory. There are 32 
(0-31) texture pages in the frame buffer. Each texture page must fall 
on a 64 pixel boundary in the x-axis and a 256 pixel boundary in the 
y-axis. 


With the x,y pairs you have specified, all of your sprites are in the 
same texture page. It's OK to do this, but you'll have to set the 
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pattern offset for each of the sprites. SHIP2 should have a pattern 
offset (u,v) of 0,0; SHIP3's offset is 10,0; SHIP4 is 20,0 and SHIP5 
is 30,0. 


If you don't what to use the pattern offsets, you could relocate your 
sprites so they are in different texture pages. Just space them 64 
pixels apart in the x and 256 pixels apart in the y; 320,0 384,0 etc. 


Mario 
—-MESSAGE FILE 18565 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000173 


—-MESSAGE FILE 18566 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000174 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Steve LaVietes <steve@scad.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: multitap support 

Date: Mon, 28 Jul 1997 08:44:06 -0400 

Organization: Satellite at Savannah College of Art and Design 
Lines: 5 

Message-ID: <33DC9415.15FB@scad.edu> 

NNTP-Posting-Host: host167.scad.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0SC-SGI (X11; I; IRIX 6.3 IP32) 


The User's Guide states that the multitap is unsupported with Net 
Yaroze. Is there a technical reason for this? Or is it just the lack of 
documentation? 


—Steve LaVietes 
—-MESSAGE FILE 18566 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000174 


——MESSAGE FILE 18567 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000175 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: 16-bit sprites 

Date: Tue, 29 Jul 1997 18:21:15 -0400 

Organization: Cornell University 

Lines: 7 

Message-ID: <33DE6CDB.3495@erols.com> 

NNTP-Posting-Host: rkv-asls63.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Am I correct in assuming that, if I use 16-bit sprites for my game, then 
I don't have to mess around with a clut? This would make writing my 
program a lot easier! 


Are there any examples around that use 16-bit sprites? 


Clint 
—-MESSAGE FILE 18567 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000175 


—-MESSAGE FILE 18568 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000176 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: 16-bit sprites 

Date: Tue, 29 Jul 1997 23:03:49 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 17 

Message-ID: <33de75ab.33166728@205.149.189.29> 
References: <33DE6CDB.3495@erols.com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 29 Jul 1997 18:21:15 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>Am I correct in assuming that, if I use 16-bit sprites for my game, then 
>I don't have to mess around with a clut? This would make writing my 
>program a lot easier! 


You are correct that a CLUT is not required for 16-bit sprites, but 
setting up the CLUT for 4 and 8 bit sprites is pretty painless. 


>Are there any examples around that use 16-bit sprites? 


None that I'm aware of, but it would be very easy to change one of the 
existing examples over to 16 bit sprites. 


Mario 


—-MESSAGE FILE 18568 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000176 


——MESSAGE FILE 18569 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000177 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: changing resolutions 

Date: Fri, 01 Aug 1997 11:13:02 -0400 

Organization: Cornell University 

Lines: 242 

Message-ID: <33E1FCFE.5F42@erols.com> 

NNTP-Posting-Host: dam-as7s40.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


I'm just starting my first program, and right now I'm experimenting with getting my 

sprites on the screen. This program works fine when SCREEN_WIDTH and _HEIGHT are 32 
0 

and 240, but when I change them to 640 and 480 my program doesn't display anything. 


What's the problem??? 


(and if you think this looks familiar, yes, this is basically Ira Rainey's 2D tutori 
al 
from a couple of months ago.) 


CliNt 


#include <libps.h> 
#include "pad.h" 


#define BASE_ADDRESS 0x801f0000 
#define SHIP_ADDRESS 0x80060000 
#define BOOM_ADDRESS 0x800a0000 
#define BULLET_ADDRESS 0x80092000 


// Total number of sprites plus one 
#define SPRITE_CNT (3+1) 


// Screen size detail 
#define SCREEN_WIDTH (320) 
#define SCREEN _HEIGHT (240) 
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Does the Sony lead go from Combined AV or some other port on the 
Yaroze? 
-—-MESSAGE FILE 1966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00669 


-—-MESSAGE FILE 1967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000670 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Thu, 23 Apr 1998 18:58:15 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <ld7ycm7.kjwd41lr5tqqyN@al-88-139.al.nl1> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <6hnlna$d0rl@emeka 
-playstation.co.uk> 

NNTP-Posting-Host: 81-88-139.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


A friend of mine has trouble to with his giant sony TV. He also has to 
adjust it every time. Not what you expect from Sony-products... 


DEnnis.. 
—-MESSAGE FILE 1967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00670 


-—-MESSAGE FILE 1968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000671 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Thu, 23 Apr 1998 18:31:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6hnto7$31i30@chuka.playstation.co.uk> 

References: <6ertml1$15r20@chuka.playstation.co.uk> <6etiim$15r37@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: userk993.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Anyone? 
Steve 


>Somewhere in Central London would 
>probably be better. We're all probably 
>spread around N-E-S-W. 
>There's a great little boozer around the 
>corner to me in Dagenham East ! :) 
>I'd suggest somewhere like...Liverpool 
>Street. That way, Craig can get home 
>more easily (probably, never been to 
>Brighton on the train). I'd also like 
>to extend the invitation to anyone at 
>SCEE, I believe your only down the road 
>in W1. 

>I'm easy anyway. 

>With regards to dates/times, also easy, 
>as long as it's not a Wednesday, as I 
>cant miss my Yoga class. 

> 

>Steve 

> 

>Steve Dunn wrote in message 
><6ertm1$15r20@chuka.playstation.co.uk>.. 
>. 

>>Any Yaroze owners fancy meeting ina 
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// Tim address 
// Load your TIM file here 


void InitSprite(); 
static u_long PadRead(long) ; 
static long CheckPad(); 


// Set ordering table length 
#define OT_LENGTH 1 


// Ordering table variables 

GsOT WorldOT[2]; 

GsOT_TAG OTTags[2] [1<<OT_LENGTH]; 
int activeBuff; 


// Primitive related stuff 
#define PACKETMAX 2048 
#define PACKETMAX2 (PACKETMAX*24) 


PACKET GpuPacketArea [2] [PACKETMAX2]; 


// Sprite structure pointer 
GsSPRITE TestSprite; 


// Controller related variables 
volatile u_char*bb0, *bb1; 


//Main program section 
void main() 


// Working variable 

Ine 1: 

// Set video mode 

Set VideoMode (MODE_NTSC) ; 


// Initialize the drawing system 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, SCREEN _HEIGHT) ; 


// Initialize the ordering table 
for ( i = 0; i < 2; i++) 

{ 

WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[i]; 

} 


// Initialize the sprite 
InitSprite(); 


// Get controller 
GetPadBuf (&bb0, &bbl); 


// Keep playing until select pressed 
while ( ( CheckPad() ) != 99 ) 
{ 
// Find out which buffer is being used 
activeBuff = GsGetActiveBuff (); 


// Packet area 
GsSetWorkBase( ( PACKET *) GpuPacketArea[activeBuff] 


// Clear the ordering table 
GsClearOt( 0, 0, &WorldOT[activeBuff] ); 


// Register sprite into ordering table 
// Uses fast-sprite 
GsSortSprite(&TestSprite, &WorldOT[activeBuff], 0); 


// Wait for all drawing to finish 
DrawSync (0); 


// Wait for vertical blank interrupt 
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VSync (0); 


// Switch display buffer and offscreen buffer 
GsSwapDispBuff(); 


// Sort the ordering table 


GsSortClear( 0, 0, 0, 


&WorldOT[activeBuff] ); 


// Draw the objects registered in the Ordering table 
GsDrawOt ( &WorldOT[activeBuff]); 


} 


ResetGraph (3); 


// finished 


return; 


} 
// 


// Sprite initialization routine 


// 


void InitSprite() 


{ 
#define SPRI 


RECT rect; 


TE_DIM 64; 


// Definte RECT structure 
GsIMAGE tim_data; 


// Define GsIMAGE structure 


// Get the TIM file info -- skip 4 bytes 


// to get to info we need 
GsGetTimInfo((u_long *) ( 


BASE_ADDRESS+4), 


// Load the image into the frame buffer 


// x pos in frame buffer 


rect.x = tim 


// y pos in 
rect.y = tim 


//width of i 
rect.w = tim 


լ data. px; 


frame buffer 
| data.py; 


mage 
լ data.pw; 


// height of image 


rect.h = tim 


լ data.ph; 


// load data into frame buffer 


LoadImage (&rect, 


tim_data.pixel); 


// load the CLUT into the frame buffer 


// x pos in 


frame buffer 


rect.x = tim_data.cx; 


// y pos in 


frame buffer 


rect.y = tim_data.cy; 


// width of 


CLUT 


rect.w = tim_data.cw; 


// height of 


CLUT 


rect.h = tim_data.ch; 


// load data 
LoadImage (&r 


into frame buffer 
ect, tim_data.clut); 


from start 


&tim_data); 


of 


file 
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// Initialize sprite structure 


//sprite attribute -- 8-bit, all bells and whistles on 
TestSprite.attribute = 0x01000000; 


// sprite x axis position 
TestSprite.x = 260; 


// sprite y axis position 
TestSprite.y = 220; 


// The width of an 8-bit sprite is half that of a 16-bit sprite 
// hence the *2 


// sprite width 
TestSprite.w = tim_data.pw; 


// sprite height 
TestSprite.h = tim_data.ph/2; 


TestSprite.tpage = GetTPage(1,0,tim_data.px,tim_data.py); 
//TestSprite.tpage = GetTPage(2,0,tim_data.px,tim_data.py); 


// texture page offset x axis 
TestSprite.u = 0; 


// texture page offset y axis 


եռ 


TestSprite.v = 0; 


// CLUT x axis position 


TestSprite.cx = tim_data.cx; 


// CLUT y axis position 


TestSprite.cy = tim_data.cy; 


// regular brightness 


TestSprite.r = 128; 


// regular brightness 


TestSprite.g = 128; 


// regular brightness 
TestSprite.b = 128; 


// x position of rotation point 


եռ 


TestSprite.mx = tim_data.pw; 


// y position of rotation point 


TestSprite.my = tim_data.ph/2; 


// set scale x as default size 


եռ 


TestSprite.scalex = 4096; 


// set scale y as default size 


բ 


TestSprite.scaley = 4096; 


// set rotation to central 


եռ 


TestSprite.rotate = 0; 


// wait until LoadImage() has finished before returning 
DrawSync (0); 
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—-MESSAGE FILE 18569 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000177 
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——MESSAGE FILE 18570 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000178 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: changing resolutions 

Date: Fri, 01 Aug 1997 11:26:33 -0400 

Organization: Cornell University 

Lines: 18 

Message-ID: <33E20029.6B6E@erols.com> 

References: <33E1FCFE.5F42@erols.com> 

NNTP-Posting-Host: rkv-as4s16.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Well, I just figured out that I have to use "interlaced mode" to have 
vertical resolutions of 480. Has anybody out there used interlaced mode 
in any of their programs? Is it hard? How much would I have to modify 
my program to use it? 


clint 

Clint Kelly wrote: 

I I'm just starting my first program, and right now I'm experimenting with getting m 
Ն sprites on the screen. This program works fine when SCREEN_WIDTH and _HEIGHT are 


320 
> and 240, but when I change them to 640 and 480 my program doesn't display anything 


> What's the problem??? 

> 

> (and if you think this looks familiar, yes, this is basically Ira Rainey's 2D tuto 
rial 
> from a couple of months ago.) 
> 
> CliNt 

—-MESSAGE FILE 18570 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000178 


——MESSAGE FILE 18571 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000179 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: changing resolutions 

Date: Fri, 01 Aug 1997 17:12:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <33E20AEB.718C@interactive.sony.com> 

References: <33E1FCFE.5F42@erols.com> <33E20029.6B6éE@erols.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Q 
= 
H- 
5 

ct 


Kelly wrote: 


Well, I just figured out that I have to use "interlaced mode" to have 
vertical resolutions of 480. Has anybody out there used interlaced mode 
in any of their programs? Is it hard? How much would I have to modify 
my program to use it? 


clint 


VVVVVVV VV 


There are not many modifications for hi-res interlace mode; 


Net Yaroze newsgroups message dump.txt Page 12515 


if your program frame rate is high, you can use it, 
and it's often worth if because it does look very nice. 


Firstly: GsDefDispBuff(0,0,0,0) for interlace. 


Secondly: no need to call DrawSync(0) every frame, 

or GsSwapDispBuff() for that matter. 

In interlace, there's one buffer, the odd and even lines 

are accesses alternately, providing a quasi-double buffering. 


Thirdly: check frame rate (do this: each frame, 
use 
hsyne = VSync (1); FntPrint("hsyne: d\n", hsync); 
this will tell you how many scan lines the program takes 
per frame. If it's over 280 it's going to miss frames 
(drop below maximum frame rate, 60fps NTSC, 50fps PAL). 
--- The reason for all this is that interlace 
mode doesn't work properly at less than top frame rate: 
you start to get all kinds of flickering etc. 
-- You can stop this flicker and keep it all smooth, at the cost 
of some things not getting drawn, by adding the line 
ResetGraph (1); 
// stop drawing, cancel all unfinished draw processes 
just after VSync(0). 


Fourthly: when calling GsInitGraph, one of the arguments 
is GsINTER/GsNONINTER GsOFSGPU/GSOFSGTE. 
Use the value (GSINTER|GSOFSGPU) for interlace. 


-- As far as Լ can remember, those are the only 
changes needed for interlace. I think some of the SCEI 
and SCEE sample programs use interlace. 


If it doesn't work as suggested above, I'll post some code. 


Lewis 
—-MESSAGE FILE 18571 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000179 


--MESSAGE FILE 18572 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000180 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: changing resolutions 

Date: Fri, 01 Aug 1997 16:25:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <33e20b43.7942317@205.149.189.29> 

References: <33E1FCFE.5F42@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Clint, 


I just took a quick look at your code and noticed a couple of things. 
First, you need to set the system in interlace mode to use the 480 
vertical rez. This is done in the GsInitGraph() function call. Also, 
in interlace mode, field swapping is performed automatically when the 
frame buffer origins are set to the same location. Try this: 


GsInitGraph (640, 480, 0, 0, 0): 
GsDefDispBuff(0, 0, 0, 0): 


Another thing to watch for if you're making changes to existing code 
is the location of the TIM files in the frame buffer. If you've got a 
texture page in the area covered by the screen (0,0 - 640,480) you're 
going to have trouble. Many of the samples place image data at 0,320, 
so you need to make sure you move it. 


Mario 
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On Fri, 01 Aug 1997 11:13:02 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I'm just starting my first program, and right now I'm experimenting with getting my 


>sprites on the screen. This program works fine when SCREEN_WIDTH and _HEIGHT are 3 
20 
>and 240, but when I change them to 640 and 480 my program doesn't display anything. 


>What's the problem??? 
> 
>[ship] 


—-MESSAGE FILE 18572 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000180 


——MESSAGE FILE 18573 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000181 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Sprite/OT trouble 

Date: 2 Aug 1997 19:10:52 GMT 

Organization: Justice Center 

Lines: 64 

Message-ID: <0lbc9f6fS$da300E60$37f135ce@jjustice.iquest.net> 
Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-000-23.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Here's my main display loop: 


while (| (padValue&PAD1_ SELECT) ) 
{ 


padValue = PadRead(); 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase ( (PACKET*) GouPacketArea[activeBuff]); 


GsClearOt (0,0, &WorldOT[activeBuff]); 
// register sprites in OT (just players for now) 
for (© = 0p Ն < 2: ՀՀՀ) 
{ 
GsSortSprite(&(player[i].tank.turret.turretSprite), 
&WorldOT [activeBuff],0); 
GsSortSprite(&(player[i].tank.tankSprite), 
&WorldOT[activeBuff],1); 


} 


// add a dummy tank because last sprite is not displaying 
GsSortSprite(&(computer[0].tank.tankSprite) , £&WorldOT[activeBuff],0); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff (); 

GsSortClear (255,255,255, &WorldOT[activeBuff]); 


GsDrawOt (&WorldOT[activeBuff]); 
} 


And here are my questions: 
A couple of weird things are happening. I want the turrets to display 


over the tanks, so I set the priority of the tanks to 1 and the turrets to 
0. (My OT length is currently 4). For some reason, if I swap the order օք 
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the two lines inside the for loop, the screen gets garbage. In their 
current order it works. I know "Doctor, it hurts when I put them in this 
order" "If it hurts, don't do it!" - but I want to understand ահ this 
makes a difference. 

Secondly, as you see from the comment after the for loop, the fourth 
sprite doesn't display (actually, it flickers on for a fraction of a second 
every now and then). I figured it had something to do with the timing, so 
I added a fifth sprite that I don't currently care about, so that the fifth 
one wouldn't display instead of the fourth one that I do want. But why 
isn't the fourth sprite displaying? 

Finally, both of these problems go away if I run the program stepwise 
through the CodeWarrior Debugger. This suggests to me even more strongly 
that the problem has to do with timing. But I have my DrawSync(0) and 
VSync(0) in there, and the rest of my code looks like the examples I've 


seen (thanks Shadow and Mario!) as far as I can tell. What's up? 
Thanks! 
John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 


jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 
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—-MESSAGE FILE 18573 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000181 


—--MESSAGE FILE 18574 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000182 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "John Emmer" <jjustice@cs.bsu.edu> 


Subject: Re: Sprite/OT trouble 

Date: 2 Aug 1997 20:25:56 GMT 

Organization: Justice Center 

Lines: 34 

Message-ID: <01lbc9f7aS4elbc300$63f135ce@jjustice.iquest.net> 
References: <0Olbc9f6fS$da300E60$37f135ce@jjustice.iquest.net> 
Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 
NNTP-Posting-Host: and-002-3.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.codewarrior 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:182 scea.yaroze.pr 


ogramming.codewarrior:155 


OK, following up my own post (and adding the CodeWarrior group) to add 
something else I've noticed. I currently have this version of the PadRead 
function in my program: 


u_long PadRead (void) 
{ 

return (- (« (ԵԵ0Հ3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) << 24)); 
} 


Two things: First, compiling without the 'void' (i.e. just using empty 
brackets) in the prototype or header, CodeWarrior placed a little red arrow 
next to the function call in the loop from my previous post (i.e. just 
"padValue = PadRead();") - but did not report an error. With the void 
specified, I get no red arrow. (In neither case did I state 'void' in the 
actual function call.) 


Second, either way, I've noticed in the stepwise debugger that the little 


dashes in the left column which indicate what line of code is executing are 
pointing at the two (blank) lines _beneath_ the closing bracket of this 
function. Does that mean this function is not compiling right, and what 
would cause that? 

Additionally, I've noticed that in Mario's WalZ game, he sends this 
function a parameter of type long, although the function makes no use of 
any parameters. What purpose does this serve? 

Thanks! 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 
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Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 18574 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000182 


——MESSAGE FILE 18575 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000183 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Too many GsSortSprites? 

Date: Sat, 02 Aug 1997 16:42:23 -0700 

Organization: SCEA Net Yaroze News 

Lines: 39 

Message-ID: <33E3C5DF.2C76@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts026d02.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Hi all, 

I'm having a locking up problem that I've been tearing my hair to 
figure out. I've had this problem for some time and have run out 
of ideas for debugging. It seems rather simple. 


I have an array of sprites which represent my game objects. Every 
frame I loop through this array and use GsSortSprite to put them 
on the screen. Whenver this loop is greater than about 6 my 
program locks up. The only thing I could think of is that I'm 
overloading the GPU with packets. So I tried adding a DrawSync (0) 
after each GsSortSprite call, but no luck. Here's my basic flow: 


initialize_sprites(); 


while (pad_state[PAD_SELECT] == 0) ( 
move_sprites(); 


for (i = 0; i Հ num sprites; i++) 
GsSortSprite(&sprt_array[i], &WorldOT[activeBuff], 2); 


cnt = VSync (0); 
ResetGraph (1); // hi-res mode 
GsSwapDispBuff(); 


GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 


GsDrawOt (&WorldOT [activeBuff]); 

activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 


compute_new_sprite_pos(); 


} 


This is over simplified of course, but you get the idea. Is there 
anything obvious that I'm doing wrong? 


Scott 
-—-MESSAGE FILE 18575 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000183 


—--MESSAGE FILE 18576 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000184 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.codewarrior 
Subject: Re: Sprite/OT trouble 

Date: Sun, 03 Aug 1997 04:41:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 49 

Message-ID: <33e4076f.24640019@205.149.189.29> 

References: <0Olbc9f6fS$da300E60S37f135ce@jjustice.iquest.net> ՀՕԼԵՇ98785461Ե6օ300Տ56381 
35ce@jjustice.iquest.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:184 scea.yaroze.pr 
ogramming.codewarrior:156 


On 2 Aug 1997 20:25:56 GMT, "John Emmer" <jJjustice@cs.bsu.edu> wrote: 


> OK, following up my own post (and adding the CodeWarrior group) to add 
>something else I've noticed. I currently have this version of the PadRead 
>function in my program: 

> 

>u_long PadRead (void) 

>{ 

> return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 
>} 

> 

> Two things: First, compiling without the 'void' (i.e. just using empty 
>brackets) in the prototype or header, CodeWarrior placed a little red arrow 
>next to the function call in the loop from my previous post (i.e. just 


>"padValue = PadRead();") - but did not report an error. With the void 
>specified, I get no red arrow. (In neither case did I state 'void' in the 
>actual function call.) 

> Second, either way, I've noticed in the stepwise debugger that the little 


>dashes in the left column which indicate what line of code is executing are 
>pointing at the two (blank) lines _beneath_ the closing bracket of this 
>function. Does that mean this function is not compiling right, and what 
>would cause that? 
> Additionally, I've noticed that in Mario's WalZ game, he sends this 
>function a parameter of type long, although the function makes no use of 
>any parameters. What purpose does this serve? 


Thanks! 
> 
>—— 
> John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
> jjustice@cs.bsu.edu jjusticeQiquest.net jpemmer@bsuvc.bsu.edu 
> 
> Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
> Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3DO; PlayStation, Yaroze; 


>C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 
> 
> 


You noticed that too. When I first used PadRead() I just pasted it in 
from another sample and didn't pay much attention to it. Since then I 
have changed it to look like this: 


u_int PadRead(int id) 
{ 
return (~ (* (padBuffer[id]+3) | * (padBuffer[id]+2)<<8 )); 
} 


The id tells which controller to read. 


Mario 
—-MESSAGE FILE 18576 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000184 


--MESSAGE FILE 18577 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000185 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite/OT trouble 
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Date: Sun, 03 Aug 1997 04:41:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 74 

Message-ID: <33e4094a.25115732@205.149.189.29> 

References: <Olbc9f6f$da300e60$37f135ce@jjustice.iquest.net> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


John, 


I don't see anything wrong with what you've posted here. Any chance we 
could see the rest of the program? 


Mario 
On 2 Aug 1997 19:10:52 GMT, "John Emmer" <jJjustice@cs.bsu.edu> wrote: 


>Here's my main display loop: 


> 

>while(! (padValue&PAD1_SELECT) ) 
>í 

> padValue = PadRead(); 


activeBuff = GsGetActiveBuff (); 


GsSetWorkBase ( (PACKET*) GouPacketArea[activeBuff]); 


GsClearOt (0,0, &WorldOT[activeBuff]); 
// register sprites in OT (just players for now) 
for (i = 0; i < 2; itt) 
{ 
GsSortSprite(&(player[i].tank.turret.turretSprite), 
&WorldOT[activeBuff],0); 
GsSortSprite(&(player[i].tank.tankSprite), 
&WorldOT [activeBuff],1); 


} 


// add a dummy tank because last sprite is not displaying 
GsSortSprite(&(computer[0].tank.tankSprite) , £&WorldOT[activeBuff],0); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (255,255,255, &WorldOT[activeBuff]); 


GsDrawOt (&WorldOT[activeBuff]); 
} 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


>And here are my questions: 

> 

> A couple of weird things are happening. I want the turrets to display 
>over the tanks, so I set the priority of the tanks to 1 and the turrets to 
>0. (My OT length is currently 4). For some reason, if I swap the order of 
>the two lines inside the for loop, the screen gets garbage. Լո their 
>current order it works. I know "Doctor, it hurts when I put them in this 
>order" "If it hurts, don't do it!" — but I want to understand _why_ this 
>makes a difference. 

> Secondly, as you see from the comment after the for loop, the fourth 
>sprite doesn't display (actually, it flickers on for a fraction of a second 
>every now and then). I figured it had something to do with the timing, so 
>I added a fifth sprite that I don't currently care about, so that the fifth 
>one wouldn't display instead of the fourth one that I do want. But why 
>isn't the fourth sprite displaying? 

> Finally, both of these problems go away if I run the program stepwise 
>through the CodeWarrior Debugger. This suggests to me even more strongly 
>that the problem has to do with timing. But I have my DrawSync(0) and 
>VSync (0) in there, and the rest of my code looks like the examples I've 
>seen (thanks Shadow and Mario!) as far as I can tell. What's up? 

> Thanks! 
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>>London pub to talk Yaroze ? 

>>We could all have a few beers, talk 
>>Yaroze, have a few more, talk life, 
>have 

>>a few more, talk bol*x 

>> 

>>Sounds good to me. Let me know if 
>>anyone's interested. 

>> 

>>Steve 

>> 

>> 

> 

> 


—-MESSAGE FILE 1968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00671 


-—-MESSAGE FILE 1969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000672 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: dual shock pads 

Date: Thu, 23 Apr 1998 18:40:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6hnu98$31i32@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk993.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Any idea when the libraries will be updated to include support for the dual 
shock ? 


Steve 


—-MESSAGE FILE 1969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00672 


—-MESSAGE FILE 1970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000673 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Thu, 23 Apr 1998 18:46:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6hnukh$31i33@chuka.playstation.co.uk> 
References: <6hnu98$31i32@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk993.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sorry, forgot who I was then :) 
"IF" the libraries will be updated ; ( 


Steve 'hobbiest" Dunn 


Steve Dunn wrote in message <6hnu98$31i32@chuka.playstation.co.uk>.. 

>Any idea when the libraries will be updated to include support for the dual 
>shock ? 

> 

>Steve 

> 

> 

> 
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> 

>—— 

> John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
> jjustice@cs.bsu.edu jjusticeQiquest.net jpemmer@bsuvc.bsu.edu 

> 

> Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 

> Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3DO; PlayStation, Yaroze; 


>C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 18577 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000185 


—-MESSAGE FILE 18578 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000186 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Too many GsSortSprites? 

Date: Sun, 03 Aug 1997 04:41:26 GMT 

Organization: SCEA Net Yaroze News 

Lines: 72 

Message-ID: <33e40a7b.25419987@205.149.189.29> 

References: <33E3C5DF.2C76@concentric.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sat, 02 Aug 1997 16:42:23 -0700, Scott Cartier 
<dsyaroze@concentric.net> wrote: 


>Hi all, 

> 

>I'm having a locking up problem that I've been tearing my hair to 
>figure out. I've had this problem for some time and have run out 
>of ideas for debugging. It seems rather simple. 

> 


>I have an array of sprites which represent my game objects. Every 
>frame I loop through this array and use GsSortSprite to put them 
>on the screen. Whenver this loop is greater than about 6 my 
>program locks up. The only thing I could think of is that I'm 
>overloading the GPU with packets. So I tried adding a DrawSync (0) 
>after each GsSortSprite call, but no luck. Here's my basic flow: 
> 


initialize_sprites(); 


while (pad_state[PAD_SELECT] == 0) ( 
move_sprites(); 


for (i = 0; i Հ num sprites; i++) 
GsSortSprite(&sprt_array[i], &WorldOT[activeBuff], 2); 


cnt = VSync (0); 

ResetGraph (1); // hi-res mode 

GsSwapDispBuff(); 

GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 

activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 


compute_new_sprite_pos(); 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> ) 
> 


>This is over simplified of course, but you get the idea. Is there 
>anything obvious that I'm doing wrong? 


Scott, 
I'd try something more like this: 


initialize_sprites(); 
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while (pad_state[PAD_SELECT] == 0) 
{ 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 


compute_new_sprite_pos(); 


move_sprites()j; 


for (i = 0; i Հ num sprites; i++) 
GsSortSprite(&sprt_array[i], &WorldOT[activeBuff], 2); 


DrawSync (0); 
cnt = VSync (0); 


GsSwapDispBuff(); 

GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT [activeBuff]); 

} 


ResetGraph (1); // hi-res mode 
Mario 


—-MESSAGE FILE 18578 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000186 


—-MESSAGE FILE 18579 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000187 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.codewarrior 
Subject: Re: Sprite/OT trouble 

Date: 3 Aug 1997 06:54:25 GMT 

Organization: Justice Center 

Lines: 27 

Message-ID: <01lbc9fd2$12d18200S71f135ce@jjustice.iquest.net> 

References: <Olbc9f6f$da300e60$37f135ce@jjustice.iquest.net> <Olbc9f7a$4elbc300$63f1 
35ce@jjustice.iquest.net> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-002-17.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:187 scea.yaroze.pr 
ogramming.codewarrior:157 


John Emmer <jjustice@cs.bsu.edu> wrote in article 
<Olbc9f7aS$4elbc300S63f135ce@jjustice.iquest.net>... 

> OK, following up my own post (and adding the CodeWarrior group) to add 
> something else I've noticed. I currently have this version of the 

PadRead 


> function in my program: [snip] 
> 

Yes, I'm following up my own post again! It always seems to happen to me 
that I get things working as soon as I've asked for help... It turns out 


that I had moved all the code from pad.h and pad.c to my own files, but had 
forgotten to take the #include "pad.h" out of my includes file. However, 
CW did not inform me that the functions were defined twice until I had 
restarted CW and reloaded my project. 

I'm not sure whether that explains all the problems that I was having 
displaying my sprites, but perhaps the ill-complied function was throwing 
off some registers somewhere. Anyway, the program seems to be functioning 
as expected now. 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
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Շ64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 18579 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000187 


——MESSAGE FILE 18580 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000188 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Algorithm to orbit? 

Date: 3 Aug 1997 19:23:30 GMT 

Organization: Justice Center 


Lines: 23 
Message-ID: <0lbca03aS$5c9d6ee0S$8bf135ce@jjustice.iquest.net> 
Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 


NNTP-Posting-Host: and-003-11.iquest.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Ok, now my sprites are happily displaying and rotating, but now I'm trying 
to figure out how to use the built-in functions to make one point orbit 
another point. I need the sprite that represents my turret to orbit around 
the center of my tank sprite as the tank rotates. 

I thought I'd store the current position of the turret in an SVECTOR, use 
ApplyMatrixSV() and RotMatrixZ() to perform the appropriate calculations, 
then store the results back into the GsSPRITE structure. But where/how do 
I tell such an algorithm where the center of the tank is? 

Am I heading in the right direction with this, or is there an 
easier/faster way to go about this? 

Pointing me to an example of a program that does this would be a fine 
response, if you would rather not explain everything here. 

Also, what does the manual mean by "The rotation matrix is fragmented"? 

Thanks! 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
Շ64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 
—-MESSAGE FILE 18580 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000188 


—-MESSAGE FILE 18581 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000189 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: Sun, 03 Aug 1997 14:54:22 -0500 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33E4E1EE.7CE0791A@ix.netcom.com> 

References: <Olbca03a$5c9d6ee0$8bf135ce@jjustice.iquest.net> 

NNTP-Posting-Host: ara-ill-02.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Ok, now my sprites are happily displaying and rotating, but 
now I'm trying 
to figure out how to use the built-in functions to make one point 
orbit 
another point. I need the sprite that represents my turret to orbit 
around 
the center of my tank sprite as the tank rotates. 

I thought I'd store the current position of the turret in an 


VVVVVVVV 


Net Yaroze newsgroups message dump.txt Page 12524 


SVECTOR, use 
ApplyMatrixSV() and RotMatrixZ() to perform the appropriate 
calculations, 
then store the results back into the GsSPRITE structure. But 
where/how do 
I tell such an algorithm where the center of the tank is? 

Am I heading in the right direction with this, or is there an 
easier/faster way to go about this? 


VVVVVVVV 


I don't think you'd need anything as complex as matrix math to do 
something like this. 


All you need is two sprites of the same size. One sprite is your tank, 
and the other is the turrent. Rotate the turrent, and draw it under or 
over the tank. You can then draw another sprite above all of them to 
make the turrent look like it's built into the tank. As long as both 
the turrent sprite and the tank are the same size, the turrent will 
always appear to rotate around the center. 


People tell me that I don't explain things too well, so just say the 
word and I'll spend 5 minutes making a quick demonstation program... 


Manny Najera 


—-MESSAGE FILE 18581 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000189 


—-MESSAGE FILE 18582 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000190 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: 3 Aug 1997 20:28:52 GMT 

Organization: Justice Center 

Lines: 43 

Message-ID: <01lbca043Sbeb64300S8bf135ce@jjustice.iquest.net> 

References: <Olbca03a$5c9d6ece0S8bf135ce@jjustice.iquest.net> <33E4E1EE.7CEO791A@ix.n 
etcom. com> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-003-11.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Manny Najera <mnajera@ix.netcom.com> wrote in article 
<33E4E1EE.7CEO791A@ix.netcom.com>... 

> I don't think you'd need anything as complex as matrix math to do 
something like this. 


All you need is two sprites of the same size. One sprite is your tank, 
and the other is the turrent. Rotate the turrent, and draw it under or 
over the tank. You can then draw another sprite above all of them to 
make the turrent look like it's built into the tank. As long as both 
the turrent sprite and the tank are the same size, the turrent will 
always appear to rotate around the center. 


VVVVVVV VV 


If I understand you correctly, I thought of doing that way, but since I 
want the tank and turret to be able to rotate independently I don't think I 
can just stick two sprites of the same size on top of each other. The 
turret is located towards the back of the tank, so the point around which 
the turret rotates _on its own_ is not the same as the center of the tank. 

This also means that, when the tank rotates, I can't just rotate the turret 
at the same speed without moving it, because the point on the tank to which 
the turret is ‘attached’ moves around in a circle as the tank rotates. 

Does that make sense? 

I suppose the easiest solution would be to just redraw the tank so that 
the turret would attach in the middle. (My sprites are quite simple, soa 
redraw would be easy.) I just think the tank looks cooler with the turret 
attached nearer to the rear, and it makes it very easy to tell what is the 
front of the tank. 

Wait! Maybe I misunderstood you - or maybe I just figured something out - 
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what I need to do is change the center of rotation for the turret sprite 
when the tank rotates. That is, when the turret is rotating with the tank, 
I rotate it around the center of the tank, and when it rotates on its own, 
I use its normal center of rotation. Doh! 
Well, sorry for thinking 'out loud' as it were. I'll go give this a try. 
Thanks for the suggestion! 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 18582 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000190 


——MESSAGE FILE 18583 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000191 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: 3 Aug 1997 21:53:10 GMT 

Organization: Justice Center 

Lines: 70 

Message-ID: <0Olbca04fS83feb6a0S8bf135ce@jjustice.iquest.net> 

References: <Olbca03a$5c9d6ee0S8bf135ce@jjustice.iquest.net> <33E4E1EE.7CEO791A@ix.n 
etcom.com> <0Olbca043Sbeb64300S8bf135ce@jjustice.iquest.net> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-003-11.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


John Emmer <jjustice@cs.bsu.edu> wrote in article 
<Olbca043Sbeb64300S8bf135ce@jjustice.iquest.net>... 


> 

> what I need to do is change the center of rotation for the turret sprite 
> when the tank rotates. That is, when the turret is rotating with the 
tank, 

> I rotate it around the center of the tank, and when it rotates on its 
own, 


> I use its normal center of rotation. Doh! 


Here are the routines I'm using for this (there are, of course, equivalent 
routines for rotation to the right): 


// some notes: 

// FULLROTATION = 1470464 (360 degrees of size 4096) 

// the macros ending in '_OFF' store the offsets for the 
// center of rotation of their respective objects 


void RotateTankLeft (Tank * rotate) 


{ 
short tempMX, tempMY; 


rotate->tankSprite.rotate -= ONE; 
if (rotate->tankSprite.rotate < 0) 
rotate->tankSprite.rotate += FULLROTATION; 


// store current center of rotation for turret 
tempMX = rotate->turret.turretSprite.mx; 
tempMY = rotate->turret.turretSprite.my; 


// move center of rotation of turret to center of rotation for tank 
rotate->turret.turretSprite.mx += 
(rotate->turret.turretSprite.x+TURRET_XROT_OFF 
- rotate->tankSprite.x+TANK_XROT_OFF) ; 
rotate->turret.turretSprite.my ՀՀ 
(rotate->turret.turretSprite.y+TURRET_YROT_OFF 
- rotate->tankSprite.y+TANK_YROT_OFF) ; 
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// rotate turret around tank center 
RotateTurretLeft (rotate); 


// reset turret center of rotation 
rotate->turret.turretSprite.mx = tempMX; 
rotate->turret.turretSprite.my = tempMY; 


And the turret routine is simply: 


void RotateTurretLeft (Tank * rotate) 
{ 
rotate->turret.turretSprite.rotate -= ONE; 
if (rotate->turret.turretSprite.rotate < 0) 
rotate->turret.turretSprite.rotate += FULLROTATION; 


Now, I thought that what I needed to do was temporarily change the center 
of rotation for the turret by the current difference between its screen 
location and that of the center of rotation for the tank. But the turret 
still swims around as the tank rotates. Where did my thinking - or my 
programming - go wrong? 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


-—-MESSAGE FILE 18583 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000191 


—-MESSAGE FILE 18584 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000192 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: non-displayed sprites 

Date: Sun, 03 Aug 1997 19:56:51 -0400 

Organization: Cornell University 

Lines: 20 

Message-ID: <33E51AC3.6FB@erols.com> 

NNTP-Posting-Host: dam-asl0sll.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


This is kind of a silly question, and I expect there's a very simple 
answer: 


What do I do in my game with sprites that I don't want to be displayed? 


—-MESSAGE FILE 18584 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000192 


—-MESSAGE FILE 18585 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000193 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: non-displayed sprites 

Date: Mon, 04 Aug 1997 02:55:21 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <33e542ff£.16844962@205.149.189.29> 

References: <33E51AC3.6FB@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 
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X-Newsreader: Forte Free Agent 1.1/32.230 


On Sun, 03 Aug 1997 19:56:51 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>This is kind of a silly question, and I expect there's a very simple 

>answer: 

> 

>What do I do in my game with sprites that I don't want to be displayed? 

> 

—-MESSAGE FILE 18585 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000193 


——MESSAGE FILE 18586 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000194 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Too many GsSortSprites? 

Date: Sun, 03 Aug 1997 22:38:40 -0700 

Organization: SCEA Net Yaroze News 

Lines: 94 

Message-ID: <33E56AE0.5E30@concentric.net> 

References: <33E3C5DF.2C76@concentric.net> <33e40a7b.25419987@205.149.189.29> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts020d01.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Scott reads Mario's suggestion and scratches his head. It couldn't 
be *that* could it? Oh well he tries it anyway just to satisfy his 
curiosity. 


Wouldn't you know it worked? 


I've been killing myself for a couple months on this problem and it 
turns out to be such a simple solution. 1 actually remember when I 
changed my code from the ordering below (which works) to the other 
ordering (which didn't work all the time - but it worked enough of 
the time for me to just grit my teeth and deal with it). I though 
I was making it better since I was grouping all the double buffer 
routines together instead of breaking them up into two pieces (one 
at the beginning of the loop and one at the end). 


Looking at it now I wonder how my incorrect code worked at all. The 
first time through my loop my GsSortClear and GsDrawOt were being 
called without activeBuff containing a value. Of *course* that's 
going to cause problems. 


Muchas gracias Senor Perdue! I'm so glad I'm not alone with this 
Yaroze thing! 


Scott 


>Hi all, 

> 

>I'm having a locking up problem that I've been tearing my hair to 
>figure out. I've had this problem for some time and have run out 
>of ideas for debugging. It seems rather simple. 

> 


>I have an array of sprites which represent my game objects. Every 
>frame I loop through this array and use GsSortSprite to put them 
>on the screen. Whenver this loop is greater than about 6 my 
>program locks up. The only thing I could think of is that I'm 
>overloading the GPU with packets. So I tried adding a DrawSync (0) 
>after each GsSortSprite call, but no luck. Here's my basic flow: 
> 

> initialize_sprites(); 

> 


VVVVVVVVVVV VV VV 
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> while(pad_state[PAD_SELECT] == 0) { 

> move_sprites()j; 

> 

> for (i = 0; i Հ num sprites; i++) 

> GsSortSprite(&sprt_array[i], &WorldOT[activeBuff], 2); 
> 

> cnt = VSync (0); 

> ResetGraph (1); // hi-res mode 

> GsSwapDispBuff(); 

> 

> GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 

> 

> GsDrawOt (&WorldOT[activeBuff]); 

> activeBuff = GsGetActiveBuff (); 

> GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
> GsClearOt (0, 0, &WorldOT[activeBuff]); 

> 

> compute_new_sprite_pos(); 

> 4 

> 

>This is over simplified of course, but you get the idea. Is there 


>anything obvious that I'm doing wrong? 
Scott, 
I'd try something more like this: 
initialize_sprites(); 
while (pad_state[PAD_SELECT] == 0) 
E = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 
compute_new_sprite_pos(); 


move_sprites(); 


for (i = 0; i Հ num sprites; i++) 
GsSortSprite(&sprt_array[i], &WorldOT[activeBuff], 2); 


DrawSync (0); 
cnt = VSync (0); 


GsSwapDispBuff(); 

GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 

} 


ResetGraph (1); // hi-res mode 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Mario 
—-MESSAGE FILE 18586 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000194 


--MESSAGE FILE 18587 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000195 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: General Complaining 

Date: Mon, 04 Aug 1997 20:05:33 -0400 

Organization: Cornell University 

Lines: 27 

Message-ID: <33E66E4D.47E@erols.com> 

NNTP-Posting-Host: rkv-asls30.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:195 scee.yaroze.pr 
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First, I'd like to say that all of the help here at the newsgroups has 
been really great. Whenever I have a question here, I've always gotten 
a response, usually within 24 hours. Without the contributions of 
everyone here, I'd still be looking at a blank screen. 


Now for my complaints. 


I've found many of the example programs to be poorly documented. Maybe 
I'm not quite as beastly when it comes to programming as the average Net 
Yaroze user, but I'm fairly experienced, and I had a lot of trouble 
getting started. If a "tutorial" program only displays a few sprites on 
a screen, or something equally "trivial," then I assume it was created 
for beginners. And, speaking as a beginner, I'd appreciate comments on 
just about every line. For instance, I downloaded some SCEE 2D demos 
called tutol and tuto2, etc., and they were pretty big (many over 20 
pages long with KeyView) and, to be honest (and a little rude... sorry), 
the didn't really help me out at all. 


I don't mean to sound like a jerk here, cos I do really appreciate all 
the assistance I've gotten from the staff around here (although having 
paid in total almost $1000, I'd be pretty pissed if I wasn't getting any 
help). Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
programming skills, and in that case I apologize profusely, but I found 
Ira's Rainey's 2D tutorials and documentation to be infinitely more 
useful than anything I've downloaded from the official site. 


Clint 
-—-MESSAGE FILE 18587 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000195 


—-MESSAGE FILE 18588 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000196 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: addresses 

Date: Mon, 04 Aug 1997 22:07:47 -0400 

Organization: Cornell University 

Lines: 16 

Message-ID: <33E68AF3.3F1E@erols.com> 

NNTP-Posting-Host: dam-as6s52.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


I've had some trouble understanding the system for figuring to which 
addresses I should load my tim files. In the past, I just used 
addresses from other programs (so that I could be sure that they were 
within the range I was supposed to use), but now I have a problem with 
my program and I'm pretty sure that it's due to where I'm loading my 
files (i.e. I'm either using illegal addresses or my files overlap). 


Anyways, can somebody please either explain the addressing system to me 
or else tell me four addresses I could use for these files? 


(all 8-bit) 
sizes: 32x32, 384x64, 48x16, 64x32 


Any help will be GREATLY appreciated. 


Clint 
—-MESSAGE FILE 18588 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000196 


——MESSAGE FILE 18589 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000197 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 
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Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: Mon, 04 Aug 1997 20:29:25 -0700 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33E69E15.75F8@concentric.net> 

References: <Olbca03a$5c9d6ee0S8bf135ce@jjustice.iquest.net> <33E4E1EE.7CEO791A@ix.n 
etcom.com> <0Olbca043Sbeb64300S8bf135ce@jjustice.iquest.net> <Olbca04fS83feb6a0S8bf13 
5ce@jjustice.iquest.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts020d19.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I see why this is so tricky. Lets say your tank doesn't move, 
but rotates about its center. Since the turret is not on the 
tank's center, but say X pixels from the center, it could be 
anywhere on the circle of radius X with its center on the tank's 
center. Did I get that right? 


If so, I don't see an easy way to do it (at least with the 
library routines). Without thinking too hard - something I'm 
good at - I would make up a quick 360 entry table to represent 
the turret's offset relative to the center of the tank at every 
angle the tank could be at (if it can move in increments less 
than 1 degree then you're talking about more table entries). 

To save space you could cut that table to 1/8 it's size and 
play tricks with swapping X-Y values, and negating X and/or Y 
values. I have a similar table for my game. 


Of course if you need the speed then you'll probably want the 
full table. Anyway, enough rambling. 


Scott 
—-MESSAGE FILE 18589 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000197 


——MESSAGE FILE 18590 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000198 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: General Complaining 

Date: Mon, 04 Aug 1997 20:33:55 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33E69F23.56F2@concentric.net> 

References: <33E66E4D.47E@erols.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts020d19.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:198 scee.yaroze.pr 
ogramming.2d_graphics:158 


I hear you! Unfortunately, when you are the only one looking at 
your code for months on end, comments become...not "unnecessary"... 
maybe more of an unneeded use of time. This is especially true 
since we don't have companies breathing down our necks to follow 
some methodology and add comments. 


All during college I would hack a program together and add comments 
after I'd gotten it working. They've always been an afterthought. 
Maybe it's bad, but old habits are hard to break. 


Still, when something is labeled a "tutorial" you'd expect a 
little more documentation... 
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—-MESSAGE FILE 1970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00673 


-—-MESSAGE FILE 1971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000674 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: A short story... 

Date: Thu, 23 Apr 1998 13:55:20 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6hnusuS$a2a7@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:578 scee.yaroze.freetalk.english: 
674 


I just opened up a web site off the sony server. I wanted to make a place 
we could all go to trade Libs that were / are user created. All runtime 
code will be password protected on the Yaroze servers, and we will NOT post 
any code that is licensed by Sony, we are only looking for user libs.. You 
can get there by going http://yaroze-world.org . If you have any libs or 
any reviews or pretty much anything you want to add to the site please let 
me know. 


On a side note if you send me e-mail and don't get a reply right away it's 
because I'll be in Austria / Germany from Apr 24 -» May 9th... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 1971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00674 


-—-MESSAGE FILE 1972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000675 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Working with non-yarozers 

Date: Thu, 23 Apr 1998 19:21:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <353F869B.39AC162@ndirect.co.uk> 

References: <353D3888.C7FEQO67C@hotmail.com> <6h1n0c$31i24@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-60.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Or hows about the good old VCR? 


Herbs 


West wrote: 


pal <palpalpalpal@hotmail.com> wrote: 

>I'm wondering how we yarozers can manage working with a distant 
>non-yarozer artist. I have seen that some artists are interested ina 
>collaboration with yaroze programmers, and I would be happy to work with 
>them, but if they don't have a yaroze at home, and don't live near my 
>town, they might never even see the games I could write with their work 


V V V V V V 
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Scott 
—-MESSAGE FILE 18590 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000198 


—-MESSAGE FILE 18591 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000199 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: non-displayed sprites 

Date: Mon, 04 Aug 1997 23:32:57 -0500 

Organization: (no organization) 

Lines: 24 

Message-ID: <33E6ACF9.1161@charlie.cns.iit.edu> 

References: <33E51AC3.6FB@erols.com> <33e542ff.16844962@205.149.189.29> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Mario Perdue wrote: 


> 

> On Sun, 03 Aug 1997 19:56:51 -0400, Clint Kelly <clint@erols.com> 

> wrote: 

> 

> >This is kind of a silly question, and I expect there's a very simple 
> >answer: 

>> 

> >What do I do in my game with sprites that I don't want to be displayed? 
>> 

> 

> Setting them off screen would probably work, however, bit 31 of the 

> Sprite attribute controls the sprite display mode. 

> 0 = displayed 

> 1 = not displayed 

I think I don't understand something here. If you have a bunch of 


sprite data structures defined in main RAM, and don't want some of 
them displayed, why not just "not sort them" into the OT? In other 
words, only call GsSortSprite() on the sprites you want displayed. 
I'm not quite sure what you get from sorting in a sprite with an 
attribute bit 31 set to 1 (not displayed). 


EdF 
--MESSAGE FILE 18591 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000199 


——MESSAGE FILE 18592 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000200 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: 5 Aug 1997 06:30:37 GMT 

Organization: Justice Center 

Lines: 43 

Message-ID: <01bca151S$50db3f£20Se7f135ce@jjustice.iquest.net> 

References: <Olbca03a$5c9d6ee0S8bf135ce@jjustice.iquest.net> <33E4E1EE.7CEO791A@ix.n 
etcom.com> <0Olbca043Sbeb64300S8bf135ce@jjustice.iquest.net> <Olbca04fS83feb6a0S8bf13 
5ce@jjustice.iquest.net> <33E69E15.75F8@concentric.net> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-002-14.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Scott Cartier <dsyaroze@concentric.net> wrote in article 
<33E69E15.75F8@concentric.net>... 

> I see why this is so tricky. Lets say your tank doesn't move, 
> but rotates about its center. Since the turret is not on the 
> tank's center, but say X pixels from the center, it could be 
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anywhere on the circle of radius X with its center on the tank's 
center. Did I get that right? 


If so, I don't see an easy way to do it (at least with the 
library routines). Without thinking too hard - something I'm 
good at - I would make up a quick 360 entry table to represent 
the turret's offset relative to the center of the tank at every 
angle the tank could be at (if it can move in increments less 
than 1 degree then you're talking about more table entries). 

To save space you could cut that table to 1/8 it's size and 
play tricks with swapping X-Y values, and negating X and/or Y 
values. I have a similar table for my game. 


VVVVVVVVVVV VV 


Yes, you got it, and thanks, now I see that I need to include 
the tank's rotation in my calculations. In the routine that I posted, I 
had failed to account for the fact that, once the tank has rotated, it's 
‘upper left' corner - where the screen coordinates are pointing - is no 
longer in the upper left position. I was simply calculating the offset 
from the upper left corner as if it were actually always higher and left of 
the center of the turret, but of course once the tank rotates, this is no 
longer the case. 

Let me state this explicitly then just to be sure I understand what is 
happening here. If I take a sprite and rotate it, it's screen coordinates 
will also change to reflect the fact that the upper left corner (given the 
orientation of the of the original image) has moved -- instead of -- when I 
rotate a sprite, it's coordinates remain the same and the part of the image 
that is considered 'upper left' is whatever part օք the image is actually 
now highest and leftmost on the screen - right? 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 18592 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000200 


—-MESSAGE FILE 18593 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000201 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: multitap support 

Date: Tue, 05 Aug 1997 09:11:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <33E6E019.2798@interactive.sony.com> 
References: <33DC9415.15FB@scad.edu> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Steve LaVietes wrote: 


The User's Guide states that the multitap is unsupported with Net 
Yaroze. Is there a technical reason for this? Or is it just the lack of 
documentation? 


VVVVVV 


—Steve LaVietes 


The multitap requires a different controller library to be linked in, so 
isn't supported on Yaroze. 


Colin @ SCEE. 
—-MESSAGE FILE 18593 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000201 
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——MESSAGE FILE 18594 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000202 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: addresses 

Date: Tue, 05 Aug 1997 10:07:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <33E6ED54.406D@interactive.sony.com> 
References: <33E68AF3.3F1E@erols.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Clint Kelly wrote: 


I've had some trouble understanding the system for figuring to which 
addresses I should load my tim files. In the past, I just used 
addresses from other programs (so that I could be sure that they were 
within the range I was supposed to use), but now I have a problem with 
my program and I'm pretty sure that it's due to where I'm loading my 
files (i.e. I'm either using illegal addresses or my files overlap). 


Anyways, can somebody please either explain the addressing system to me 
or else tell me four addresses I could use for these files? 


(all 8-bit) 
sizes: 32x32, 384x64, 48x16, 64x32 


Any help will be GREATLY appreciated. 


VVVVVVVVVVVVVVV VV 


Clint 


You can use anything after 0x80090000, it depends on where your program 
goes. Its best to put your data before the main program, as the program 
is more likely to change size than the data. 


Your files will take up 1x32x32 (0x400), 1x384x64 (0x6000), 1x48x16 
(0x300) and 1x64x32 (0x800). If they're TIM files they take up a bit 
more, you can check how much by using dir from the dos prompt. 


Then it depends on where you put your program 0x80100000 should be fine 
in your case. 


Your problems are probably due to overwritting files. Try 0x80090000, 
0x80091000, 0x80098000 and 0x80099000. 


Stuart 
—-MESSAGE FILE 18594 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000202 


——MESSAGE FILE 18595 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000203 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: non-displayed sprites 

Date: Tue, 05 Aug 1997 09:20:14 GMT 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <33e6efc8.452017@205.149.189.29> 

References: <33E51AC3.6FB@erols.com> <33e542ff.16844962@205.149.189.29> <33E6ACF9.11 
61@charlie.cns.iit.edu> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 04 Aug 1997 23:32:57 -0500, Ed Federmeyer 
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<fedeedw@charlie.cns.iit.edu> wrote: 


>Mario Perdue wrote: 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
> 

>I 


On Sun, 03 Aug 1997 19:56:51 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>This is kind of a silly question, and I expect there's a very simple 
>answer: 

> 

>What do I do in my game with sprites that I don't want to be displayed? 
> 


Setting them off screen would probably work, however, bit 31 of the 
Sprite attribute controls the sprite display mode. 


0 = displayed 
1 = not displayed 
think I don't understand something here. If you have a bunch of 


>sprite data structures defined in main RAM, and don't want some of 
>them displayed, why not just "not sort them" into the OT? In other 
>words, only call GsSortSprite() on the sprites you want displayed. 


z 


m not quite sure what you get from sorting in a sprite with an 


>attribute bit 31 set to 1 (not displayed). 


> 


Either way works. 


Mario 
--MESSAGE FILE 18595 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


24. 


ցոճթուօտ/ 00000203 
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——MESSAGE FILE 18596 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000204 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 


Newsgroups: 


X-Newsreader: Forte Free Agent 1.1/32.230 


Xref: 


ogramming.2d_graphics:159 


On Mon, 04 Aug 1997 20:05:33 -0400, Clint Kelly <clint@erols.com> 
wrote: 
>I've found many of the example programs to be poorly documented. Maybe 


>I' 


m not quite as beastly when it comes to programming as the average Net 


>Yaroze user, but I'm fairly experienced, and I had a lot of trouble 
>getting started. 


I can only speak for my own programs here. I think they have been 
documented very well. Every programmer has his/her own way of coding 
and commenting. 


>If a "tutorial" program only displays a few sprites on a screen, or 
>something equally "trivial," then I assume it was created for 
>beginners. And, speaking as a beginner, I'd appreciate comments on 
>just about every line. 


I'm not aware of any "tutorial" programs in the SCEA area. To my 
knowledge, they are all demo programs. For that reason you're not 
likly to see comments on every line that take you by the hand an walk 
you through it. It is assumed that you have you Yaroze documentation 
available when you look through the code. Speaking only for my own 
code, I try to document each function and the key areas of each 
function. 


scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: General Complaining 

Date: Tue, 05 Aug 1997 10:38:30 GMT 
Organization: SCEA Net Yaroze News 

Lines: 56 

Message-ID: <33e6£721.2332529@205.149.189.29> 
References: <33E66E4D.47E@erols.com> 
NNTP-Posting-Host: firewall.hrtc.net 


chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:204 scee.yaroze.pr 
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>For instance, I downloaded some SCEE 2D demos called tutol and tuto2, 
>etc., and they were pretty big (many over 20 pages long with KeyView) 
>and, to be honest (and a little rude... sorry), the didn't really 
>help me out at all. 


I'm sorry to hear that, but there are a lot of other demos up there, 
have you looked at all of them? 


>I don't mean to sound like a jerk here, cos I do really appreciate all 
>the assistance I've gotten from the staff around here (although having 
>paid in total almost $1000, I'd be pretty pissed if I wasn't getting any 
>help). 


It's OK to voice your opinions. I don't think you sound like a jerk. 
Please understand that all of the demo's here are coming from a 
variety of programmers and that each of them has their own style. If 
the first demo you look at isn't to your liking, try looking at 
another. Remember to look at the member pages too. Many of them have 
code samples available. These members are going through the same 
learning curve you are, so maybe their samples will make more sense to 
you. 


>Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
>programming skills, and in that case I apologize profusely, but I found 
>Ira's Rainey's 2D tutorials and documentation to be infinitely more 
>useful than anything I've downloaded from the official site. 


No apology is necessary. I'm glad you found Ira's tutorials useful. I 
havn't seen his stuff, but I hear it's pretty good. 


Mario 
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-—-MESSAGE FILE 18596 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000204 


--MESSAGE FILE 18597 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000205 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: non-displayed sprites 

Date: Tue, 05 Aug 1997 11:27:17 -0500 

Organization: The Implementor 

Lines: 18 

Message-ID: <33E75465.4ED2@ix.netcom.com> 


References: <33E51AC3.6FB@erols.com> <33e542ff.16844962@205.149.189.29> <33E6ACF9.11 


61@charlie.cns.iit.edu> 

Reply-To: spelwevr@ix.netcom.com 
NNTP-Posting-Host: aus-tx23-16.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; I) 


Quoth Ed Federmeyer: 

Mario Perdue wrote: 

New J 

> Setting them off screen would probably work, however, bit 31 
> of the Sprite attribute controls the sprite display mode. 

> 0 = displayed 

> 1 not displayed 


I think I don't understand something here. If you have a bunch 
of sprite data structures defined in main RAM, and don't want 
some of them displayed, why not just "not sort them" into the OT? 
In other words, only call GsSortSprite() on the sprites you want 
displayed. I'm not quite sure what you get from sorting in a 
sprite with an attribute bit 31 set to 1 (not displayed). 


VVVVVVVVVV Va Vv 


If you have all of the sprites in a large array, then you can just 
run through the array GsSort[Fast]Sprite()ing all of them, without 
worrying about which to draw and which to skip over. 
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—-MESSAGE FILE 18597 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000205 


—--MESSAGE FILE 18598 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000206 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: multitap support 

Date: 5 Aug 1997 17:33:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01lbcal3c$db0e7a00$c793989e@fourny.demon.co.uk> 

References: <33DC9415.15FB@scad.edu> <33E6E019.2798@interactive.sony.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


The multitap requires a different controller library to be linked in, so 


> 
> isn't supported on Yaroze. 
> 

> Colin @ SCEE. 

> 


I'm sure I remember reading in some other group that SCEE were going to add 
it to the yaroze libs. Isn't this still going to happen? 


yours in anticipation 


Grim 
—-MESSAGE FILE 18598 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000206 


—--MESSAGE FILE 18599 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000207 

Path: chuka.playstation.co.uk!!user 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: General Complaining 

Date: Tue, 05 Aug 1997 20:15:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <5s7tjj$0j5@chuka.playstation.co.uk> 

References: <33E66E4D.47E@erols.com> 

NNTP-Posting-Host: dialup-05-37.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 


In article <33E66E4D.47E@erols.com>, Clint Kelly <clint@erols.com> wrote: 


>First, I'd like to say that all of the help here at the newsgroups has 
>been really great. Whenever I have a question here, I've always gotten 
>a response, usually within 24 hours. Without the contributions of 
>everyone here, I'd still be looking at a blank screen. 


I totally agree, I stared at a blank screen for weeks! 


>I downloaded some SCEE 2D demos 

>called tutol and tuto2, etc., and they were pretty big (many over 20 
>pages long with KeyView) and, to be honest (and a little rude... sorry), 
>the didn't really help me out at all. 


When I downloaded them I was just baffled, I think they could have been made 
a lot simpler (for tutorials) 


>Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
>programming skills, and in that case I apologize profusely 


Don't apologise for not understanding, by accepting that you don't 
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understand something and then trying to find out about it is a lot better 
than kidding yourself. Nothing's easy, and with every programmer writing 
code in their own little quirky way, reading [more to the point 
understanding] other peoples coding can be hard sometimes at best. 


>but I found 
>Ira's Rainey's 2D tutorials and documentation to be infinitely more 
>useful than anything I've downloaded from the official site. 


That's the very reason I wrote them in the first place, to make things 
simple. I never realised when I wrote them how many people would use them, 
but I get loads of mail from everywhere now telling me how much they've 
helped. I don't claim to be the best yaroze coder, hell since I wrote that 
stuff I've learnt loads more stuff, one thing just leads into another. 


Keep up the coding 
Ira 


http://www.playstation.co.uk/~shadow 


"The difference between the impossible and the possible lies in 
determination" 
-- Tommy Lasorda 


—-MESSAGE FILE 18599 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000207 


——MESSAGE FILE 18600 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000208 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: addresses 

Date: Tue, 05 Aug 1997 18:45:09 -0400 

Organization: Cornell University 

Lines: 56 

Message-ID: <33E7ACF5.702B@erols.com> 

References: <33E68AF3.3F1E@erols.com> <33E6ED54.406D@interactive.sony.com> 
NNTP-Posting-Host: dam-as4s44.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Developer Support wrote: 
Clint Kelly wrote: 


I've had some trouble understanding the system for figuring to which 
addresses I should load my tim files. In the past, I just used 
addresses from other programs (so that I could be sure that they were 
within the range I was supposed to use), but now I have a problem with 
my program and I'm pretty sure that it's due to where I'm loading my 
files (i.e. I'm either using illegal addresses or my files overlap). 


Anyways, can somebody please either explain the addressing system to me 
or else tell me four addresses I could use for these files? 


(all 8-bit) 
sizes: 32x32, 384x64, 48x16, 64x32 


Any help will be GREATLY appreciated. 


VVVVVVVVVVVVV VV VV 


Clint 


You can use anything after 0x80090000, it depends on where your program 
goes. Its best to put your data before the main program, as the program 
is more likely to change size than the data. 


VVVVVVVVVVVVVVV VV VV VV VV 
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> 

> Your files will take up 1x32x32 (0x400), 1x384x64 (0x6000), 1x48x16 

> (0x300) and 1x64x32 (0x800). If they're TIM files they take up a bit 

> more, you can check how much by using dir from the dos prompt. 

> 

> Then it depends on where you put your program 0x80100000 should be fine 
> in your case. 

> 

> Your problems are probably due to overwritting files. Try 0x80090000, 

> 0x80091000, 0x80098000 and 0x80099000. 

> 

> Stuart 

I tried what you said, and it didn't work. Here's what my batch file looks like: 
local dload base.tim 0x80090000 <-- 32x32 

local dload boom.tim 0x80091000 Հ-- 384x64 

local dload bullet.tim 0x80098000 ՀչՀ-- 48x16 

local dload ship.tim 0x80099000 Հ-- 64x32 

local load ny.pxe 

go 


also tried subbing the second-last line with 
local load ny.pxe 0x80100000 

and 
local dload ny.pxe 0x80100000 


Every time, I get the following error: 


The PlayStation has generated a Bus Error on Data Load exception at instruction addr 
ess 
0x800229e8. Huh? 


Clint 
—-MESSAGE FILE 18600 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000208 


—-MESSAGE FILE 18601 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000209 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: Tue, 05 Aug 1997 15:57:41 -0700 

Organization: SCEA Net Yaroze News 

Lines: 39 

Message-ID: <33E7AFE5.6EA0@concentric.net> 

References: <Olbca03aS$5c9d6ee0S8bf135ce@jjustice.iquest.net> <33E4E1EE.7CEO791A@ix.n 
etcom.com> <0Olbca043Sbeb64300S8bf135ce@jjustice.iquest.net> <Olbca04fS83feb6a0S8bf13 
5ce@jjustice.iquest.net> <33E69E15.75F8@concentric.net> <01lbcal51$50db3f20Se7f135ce@ 
jjustice.iquest.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts022d20.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Yes, you got it, and thanks, now I see that I need to include 
the tank's rotation in my calculations. In the routine that I posted, I 
had failed to account for the fact that, once the tank has rotated, it's 
‘upper left' corner - where the screen coordinates are pointing - is no 
longer in the upper left position. I was simply calculating the offset 
from the upper left corner as if it were actually always higher and left of 
the center of the turret, but of course once the tank rotates, this is no 
longer the case. 


VVVVVVVV 


Yep, and unless you have lots of CPU cycles to spare, I'd use a 
lookup table as opposed to doing the sin/cos calculations. 


> Let me state this explicitly then just to be sure I understand what is 
> happening here. If I take a sprite and rotate it, it's screen coordinates 
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> will also change to reflect the fact that the upper left corner (given the 
> orientation of the օք the original image) has moved -- instead of -- when I 
> rotate a sprite, it's coordinates remain the same and the part of the image 
> that is considered 'upper left' is whatever part of the image is actually 

> now highest and leftmost on the screen - right? 

Here's how I understand it. The sprite components mx and my 


specify the "center" of your sprite. The pixel to which 
(mx, my) refers will be the pixel that you are moving with 
the x & y components. 


Lets say you have a GSSPRITE "sprt" which is 31 by 31 pixels 
and you set (sprt.mx, sprt.my) to be the center (15, 15). 

Now the components sprt.x and sprt.y don't refer to the upper- 
left corner, but to the pixel pointed to by (sprt.mx, sprt.my). 
So for instance, if you move your sprite to screen 

coordinates (100, 100), the sprite will actually extend from 
(86, 86) to (114, 114). 


The same goes for rotation. If you rotate the sprite, that 
one pixel will stay put, but the other pixels will rotate 
around it. 


Scott 
—-MESSAGE FILE 18601 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000209 


—-MESSAGE FILE 18602 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000210 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Algorithm to orbit? 

Date: 6 Aug 1997 04:19:53 GMT 

Organization: Justice Center 

Lines: 36 

Message-ID: <01bca217$66cd2840S8df135ce@jjustice.iquest.net> 

References: <Olbca03a$5c9d6ee0S8bf135ce@jjustice.iquest.net> <33E4E1EE.7CEO791A@ix.n 
etcom.com> <0Olbca043Sbeb64300S8bf135ce@jjustice.iquest.net> <Olbca04fS83feb6a0S8bf13 
5ce@jjustice.iquest.net> <33E69E15.75F8@concentric.net> <01lbcal51$50db3f20Se7f135ce@ 
jjustice.iquest.net> <33E7AFE5.6EA0@concentric.net> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-003-13.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Scott Cartier <dsyaroze@concentric.net> wrote in article 
<33E7AFE5.6EA0@concentric.net>... 

> Here's how I understand it. The sprite components mx and my 
specify the "center" of your sprite. The pixel to which 
(mx, my) refers will be the pixel that you are moving with 
the x & y components. 


Lets say you have a GSSPRITE "sprt" which is 31 by 31 pixels 
and you set (sprt.mx, sprt.my) to be the center (15, 15). 

Now the components sprt.x and sprt.y don't refer to the upper- 
left corner, but to the pixel pointed to by (sprt.mx, sprt.my). 
So for instance, if you move your sprite to screen 

coordinates (100, 100), the sprite will actually extend from 
(86, 86) to (114, 114). 


The same goes for rotation. If you rotate the sprite, that 
one pixel will stay put, but the other pixels will rotate 
around it. 


VVVVVVVVVVVVVV VV 


Ahhhh! Finally, the behavior of my program makes sense to me. I've been 
plugging in offsets all over the place and finally got things looking 
right, but only now do I understand why it's working the way it does. It 
hadn't even occurred to me that the center of rotation would also be the 


screen coordinates. For some reason I was stuck on their description as 
‘upper left" and assumed it would always be related to something of that 
description. 


Thank you! 
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John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net Jjpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
Շ64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 18602 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000210 


——MESSAGE FILE 18603 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000211 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: non-displayed sprites 

Date: Wed, 06 Aug 1997 08:19:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 36 

Message-ID: <33e831a7.20940496@news.scea.sony.com> 

References: <33E51AC3.6FB@erols.com> <33e542ff.16844962@205.149.189.29> <33E6ACF9.11 
61@charlie.cns.iit.edu> <33E75465.4ED2@ix.netcom.com> 

NNTP-Posting-Host: rotary416-pri.voicenet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 05 Aug 1997 11:27:17 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>Quoth Ed Federmeyer: 

Mario Perdue wrote: 

saeco s| 

> Setting them off screen would probably work, however, bit 31 
> of the Sprite attribute controls the sprite display mode. 


> 0 = displayed 
> 1 = not displayed 
I think I don't understand something here. If you have a bunch 


of sprite data structures defined in main RAM, and don't want 
some of them displayed, why not just "not sort them" into the OT? 
In other words, only call GsSortSprite() on the sprites you want 
displayed. I'm not quite sure what you get from sorting in a 
sprite with an attribute bit 31 set to 1 (not displayed). 


VVVVVVVVVVV VV 
VVVVVVVVVV VV 


> 

>If you have all of the sprites in a large array, then you can just 
>run through the array GsSort[Fast]Sprite()ing all of them, without 
>worrying about which to draw and which to skip over. 


I've done a little experimenting with this. It seems that 
frame rate increases when you only insert visible objects (on-screen) 
that don't need to be sorted. This is just done with a positon 
comparison with the sprite and the screen boundaries. Or 
alternatively, your sprite list could just consist of those that are 
on-screen, so that no comparison is done at sort time, but then you 
have to compare the world sprites with the screen sprites to see if 
they should now be added to (or deleted from) the on-screen list. It 
seems like the bottleneck is always comparisons of long lists of 
sprites. Sorry if this doesn't make total sense, it's a little late. 
ԵՐ) 


Jamin 
—-MESSAGE FILE 18603 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000211 


—-MESSAGE FILE 18604 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000212 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
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>in ! 

>Has anyone experienced such a situation ? 
>Has anyone a solution ? 

> 

> 


Perhaps you could use one of those web camera thingys and point the camera at 
your tv :) 


VVVVVVVV 


—-MESSAGE FILE 1972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00675 


—-MESSAGE FILE 1973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000676 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Getting NTSC to work properly.. 
Date: Thu, 23 Apr 1998 19:29:11 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <353F8877.30493D10@ndirect.co.uk> 
References: <353DBBC9.20179EC6@reading.ac.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-60.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Mark Green <Mark.Green@reading.ac.uk> 


James Rutherford's advice is right. I had the same problem with my 
Trinitron TV. The official Sony SCART cable will solve your problems for 
sure. It will greatly increase the quality of picture too! 


Mark Green wrote: 


> I may have asked this before.. If I have, sorry, Լ may have lost the 

> thread there (at the time I was reading this group by telnetting to port 
> 119 and typing blind) 
> I have a Philips monitor connected via a Scart lead to the Yaroze. 

> PAL things run perfectly, but NTSC demos run in black and white. This 

> is a pain because I thought I might be better off coding for NTSC (since 
> it seems lots of Yaroze junkies in Europe have NTSC compatibility 

> anyway) 
> 
> 
> 
> 
> 
> 
> 


Now, this confuses me because the monitor used to be used on an A1200 
(remember that?) Switching the A1200 to NTSC mode with the 
reboot-and-two-buttons trick got a perfect color NTSC display on the 
monitor. 

Can the PAL Yaroze generate an colour NTSC signal at all? 

What is wrong with my monitor that it won't understand the signal? 

Is there a monitor I can get that will deal with both types? 


—-MESSAGE FILE 1973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00676 


-—-MESSAGE FILE 1974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000677 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Thu, 23 Apr 1998 19:38:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <353F8AA5.A8626591@ndirect.co.uk> 
References: <6hnu98$31i32@chuka.playstation.co.uk> 
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Subject: Re: General Complaining 

Date: Wed, 06 Aug 1997 08:36:38 GMT 

Organization: SCEA Net Yaroze News 

Lines: 51 

Message-ID: <33e8341d.21570202@news.scea.sony.com> 

References: <33E66E4D.47E@erols.com> 

NNTP-Posting-Host: rotary416-pri.voicenet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:212 scee.yaroze.pr 
ogramming.2d_graphics:162 


On Mon, 04 Aug 1997 20:05:33 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I've found many of the example programs to be poorly documented. Maybe 
>I'm not quite as beastly when it comes to programming as the average Net 
>Yaroze user, but I'm fairly experienced, and I had a lot of trouble 
>getting started. If a "tutorial" program only displays a few sprites on 
>a screen, or something equally "trivial," then I assume it was created 
>for beginners. And, speaking as a beginner, I'd appreciate comments on 
>just about every line. For instance, I downloaded some SCEE 2D demos 
>called tutol and tuto2, etc., and they were pretty big (many over 20 


>pages long with KeyView) and, to be honest (and a little rude... sorry), 
>the didn't really help me out at all. 
> 


I'm not sure what Sony's intention with the Yaroze was, but if 
the objective was to create a bigger developer base, it would have 
been a lot smarter to properly document the yaroze and offer more 
tutorials. I would have gotten much much farther if I was shown more 
clearly how the functions work in the beginning. Why can't developer 
support make simple introductory tutorials? The one I made took only 
a few hours, and it was easy just because I know already how the 
functions are to work. They don't have to be elaborate or any kind of 
game or anything, I don't care. I think most of us just want really 
really simple programs that are well documented, such as displaying a 
sprite or rendering one 3D object and explaining what the different 
function calls do. The more involved game techniques can come later, 
when we understand first of all what the blasted function calls do. 

It is SO frustrating wading through like 20 demos that all do the same 
initializations and stuff but never knowing what they mean. I know 
that this is supposed to be a "hobbyist" development kit and we're to 
seek out all the information for ourselves, but it seems like I'm 
always tearing my hair out finding answers to questions that could be 
answered in 10 minutes if I had good documentation (especially with 
the 3D stuff!). I'm sure many others feel this way as well. 


Jamin Frederick 


>I don't mean to sound like a jerk here, cos I do really appreciate all 
>the assistance I've gotten from the staff around here (although having 
>paid in total almost $1000, I'd be pretty pissed if I wasn't getting any 
>help). Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
>programming skills, and in that case I apologize profusely, but I found 
>Ira's Rainey's 2D tutorials and documentation to be infinitely more 
>useful than anything I've downloaded from the official site. 

> 

>Clint 


—-MESSAGE FILE 18604 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000212 


--MESSAGE FILE 18605 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000213 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: addresses 

Date: Wed, 06 Aug 1997 10:06:55 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <33E83EAF.170B@interactive.sony.com> 

References: <33E68AF3.3F1E@erols.com> <33E6ED54.406D@interactive.sony.com> <33E7ACF5 
. 702B@éerols.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Clint Kelly wrote: 


I tried what you said, and it didn't work. Here's what my batch file looks like: 
local dload base.tim 0x80090000 <== 32x32 

local dload boom.tim 0x80091000 ՀչՀ-- 384x64 

local dload bullet.tim 0x80098000 <-- 48x16 

local dload ship.tim 0x80099000 Հ-- 64x32 

local load ny.pxe 

go 


also tried subbing the second-last line with 
local load ny.pxe 0x80100000 

and 
local dload ny.pxe 0x80100000 


Every time, I get the following error: 


VVVVVVVVVVVVVV VV 


> The PlayStation has generated a Bus Error on Data Load exception at instruction ad 
dress 

> 0x800229e8. Huh? 

> 

> Clint 


Hopefully your using local dload base.tim 80090000 etc, as the numbers 
are automatically hex. 


You can't do local load ny.pxe 80100000 as the number is the SP address. 
To load your program at a specific address it has to be done when 
linking. Try gcc -o myprog myprog.c -Xlinker -Ttext -Xlinker 80100000. 


Stuart 
—-MESSAGE FILE 18605 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000213 


——MESSAGE FILE 18606 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000214 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: addresses 

Date: Thu, 07 Aug 1997 18:08:18 -0400 

Organization: Cornell University 

Lines: 51 

Message-ID: <33EA4752.6C4A@erols.com> 

References: <33E68AF3.3F1E@erols.com> <33E6ED54.406D@interactive.sony.com> <33E7ACF5 
.-702B@éerols.com> <33E83EAF.170B@interactive.sony.com> 

NNTP-Posting-Host: dam-as4s23.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Developer Support wrote: 
> 

> Clint Kelly wrote: 

>> 

> > I tried what you said, and it didn't work. Here's what my batch file looks like 


V s 


> local dload base.tim 0x80090000 ՀչՀ-- 32x32 
> > local dload boom.tim 0x80091000 ՀչՀ-- 384x64 
> > local dload bullet.tim 0x80098000 <-- 48x16 
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> local dload ship.tim 0x80099000 <-- 64x32 
> local load ny.pxe 

> go 

> 

> also tried subbing the second-last line with 

> local load ny.pxe 0x80100000 

> and 

> local dload ny.pxe 0x80100000 

> 

> Every time, I get the following error: 

> 

> The PlayStation has generated a Bus Error on Data Load exception at instruction 


ddress 

> 0x800229e8. Huh? 
> 

> Clint 


Hopefully your using local dload base.tim 80090000 etc, as the numbers 
are automatically hex. 


You can't do local load ny.pxe 80100000 as the number is the SP address. 
To load your program at a specific address it has to be done when 
linking. Try gcc -o myprog myprog.c -Xlinker -Ttext -Xlinker 80100000. 


VVVVVVVVVVVV®@ VV VV VV VV VV VV 


Stuart 
I'm using Codewarrior, so I can't specify the program address that way. 


Well, I've just about given up. This is really frustrating. I'm attaching a text f 
ile with my program and 


batch file -- sorry that it is so long, but I didn't want to snip it for fear that t 
here's something obvious 
in some routine that I'm missing that's ruining my program. By fooling around with 


addresses, I've managed to 
get something to appear on the screen, but never everything, and my program usually 
crashes. 


If anyone has the time and the inclination, PLEASE try to figure out what's going on 


Thanks a lot, I'm going on vacation now so everyone have a good two weeks and good 1 
uck with your programs. 


I'd also like to recommend SpriteLib -- it's a collection of free 2d art which is pr 
etty decent (certainly 

better than anything I'm ever going to produce) and a great help to all of us who wa 
nt to make games but can't 

draw. I have a link to it at my website, I think it's http://www.walrus.com/~ari/sp 
ritelib but I'm not sure. 


Clint 
http://www.geocities.com/SiliconValley/Vista/7813/yaroze.html 


—-MESSAGE FILE 18606 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000214 


——MESSAGE FILE 18607 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000215 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: addresses 

Date: Thu, 07 Aug 1997 20:11:10 -0400 

Organization: Cornell University 

Lines: 13 

Message-ID: <33EA641E.4B70@erols.com> 

References: <33E68AF3.3F1E@erols.com> <33E6ED54.406D@interactive.sony.com> <33E7ACF5 
.702Béerols.com> <33E83EAF.170B@interactive.sony.com> <33EA4752.6C4A@erols.com> 
NNTP-Posting-Host: dam-as4s17.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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Um, well never mind. Ooooops. The problem was that I misundertood and 

thought the default address for the program was 0x80100000, but 

Codewarrior puts it in 0x80090000 as the default, and I, not really 

knowing my way around CW at all, had no idea. 


So I changed my addresses to 0x80100000 and up for my tims and now 
everything works. 


Aaaahhhhhhhhhhhhhhhh...... 


Clint 


http://www.geocities.com/SiliconValley/Vista/7813/yaroze.html 
—-MESSAGE FILE 18607 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000215 


——MESSAGE FILE 18608 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000216 

Path: chuka.playstation.co.uk!scea!paulk 

From: paulk@anon.nymserver.com (paulk) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: General Complaining 

Date: Sat, 09 Aug 1997 22:53:58 GMT 

Organization: The Hacker's Shack 

Lines: 53 

Message-ID: <5sisalSbis3@scea> 

References: <33E66E4D.47E@erols.com> <33e8341d.21570202@news.scea.sony.com> 
NNTP-Posting-Host: tide26.microsoft.com 

X-Newsreader: News Xpress 2.01 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:216 scee.yaroze.pr 
ogramming.2d_graphics:166 


In article <33e8341d.21570202@news.scea.sony.com>, jaminl@psu.edu (Jamin Frederick) 
wrote: 

> I'm not sure what Sony's intention with the Yaroze was, but if 

>the objective was to create a bigger developer base, 


> I know 
>that this is supposed to be a "hobbyist" development kit and we're to 
>seek out all the information for ourselves 


I don't think that Sony was trying to (greatly) increase the number of 
Playstation developers, at least not commercial-quality ones. As you Say, 
this system was designed specifically for weekend hobbyists, not anyone who's 
trying to make any money (other than becoming more hirable). 


Rather, Yaroze is much like my old Apple // or my friend's Commodore 64 -- 
machines we had fun investigating, playing with, and seeing what we could make 
do. We never really (well, seriously) expected to do anything famous or 
profitable with them, but it sure was fun 'hacking' on them. 


I've seen this argument a number of times on these newsgroups, that the 
documentation is this, the support is that, and why isn't Sony doing more to 
educate us? On the contrary, I've seen a *LOT* of information come from Sony 
employees here on their newsgroups and from the websites. Certainly more 
information than we got from Apple or Commodore! 


Folks, there's (a BUNCH) of examples out there to download, look at, change, 
and basically learn from. Not all of them are documented line-by-line, but 
they certainly are educational. If you don't understand something, look it 
up, change it around and see what happens, ask the author or others in the 
Yaroze community. But don't get frustrated and start yelling and screaming 
and demanding things. 


Now, that's not to say I'm totally happy. When we wondered about something 
internal on our 8-bit machines, we could traipse into the kernel and see what 
was happening -- heck, Apple published the kernel's *source code* in the 
technical reference manual! However, to get my hands on a Yaroze, I had to 
sign an awfully restrictive licensing agreement which specifically prohibits 
this sort of thing. This seems directly counter to the "hobbyist/hacker" 
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mentality Sony's trying to promote. 


While more or better documentation would certainly be welcome, I would be a 
lot happier with a less restrictive agreement. Maybe even a combination of 


the two -- say, a technical / hardware reference manual (and the permission to 
use it). I know that involves putting as much pressure on the lawyers as the 
user ed folks, but it's well worth it, in my not so humble opinion. 


So, bottom line: great product, moderately good support, but a crappy license. 


Thanks for listening! 
>Jamin Frederick 


Paul Kearns 
paulk@anon.nymserver.com 
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—-MESSAGE FILE 18608 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000216 


—--MESSAGE FILE 18609 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000217 

Path: chuka.playstation.co.uk!!user 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: General Complaining 

Date: Sun, 10 Aug 1997 22:51:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <5slck4$d573@chuka.playstation.co.uk> 

References: <33E66E4D.47E@erols.com> <33e8341d.21570202@news.scea.sony.com> 
<5sisalSbis3@scea> 

NNTP-Posting-Host: dialup-07-33.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 


>Rather, Yaroze is much like my old Apple // or my friend's Commodore 64 -- 
>machines we had fun investigating, playing with, and seeing what we could 
make 
>do. 


>I've seen this argument a number of times on these newsgroups, that the 
>documentation is this, the support is that, and why isn't Sony doing more 
to 

>educate us? On the contrary, I've seen a *LOT* of information come from 
Sony 

>employees here on their newsgroups and from the websites. Certainly more 
>information than we got from Apple or Commodore! 


My old 280 programmers reference guide, and the CBM 64 programmers reference 
guide were far more informative than anything that sony has given us. If we 
had manuals that were anywhere near as good as those, complete with hardware 
reference we could do so much more. 


Ira 


—-MESSAGE FILE 18609 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000217 


——MESSAGE FILE 18610 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000218 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jasonj@mindspring.com (Jason Jones) 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: 2D Map Editor Available 

Date: Mon, 11 Aug 1997 18:49:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <334e86ef.10744147@news.scea.sony.com> 
NNTP-Posting-Host: socks6d.raleigh.ibm.com 
X-Newsreader: Forte Free Agent 1.1/32.230 
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Hello, 

If anyone would like to work with 2D Tiled worlds, you will quickly 
find that editing a large array by hand is not fun. An editor is now 
available at 
http://www.scea.sony.com/net/yaroze/pages/jjones. html 


The PSX Map Creator will allow you to create your worlds using a 
windows graphical interface. The created world can then be outputted 
as source code to be included in your game projects. 


An example program for the yaroze is also included to show how to load 
in and use the source code. 


Jason Jones 
—-MESSAGE FILE 18610 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000218 


——MESSAGE FILE 18611 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000219 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kin Lee <kin@cpsc.ucalgary.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: question about packet 

Date: Wed, 13 Aug 1997 20:52:01 -0600 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <33F2707B.41C67EA6@cpsc.ucalgary.ca> 

NNTP-Posting-Host: hl.cpsc.ucalgary.ca 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 4.1.4 sun4m) 


Hi, 
In the source code of the demo (the one in the red manual): 


"PACKET CpuPacketArea [2] [MAXOBJECT* (20+4) |" 
Why (20+4) ? Why is it always a multiple of 24 ? 


Why not "PACKET CpuPacketArea[2] [MAXOBJECT*sizeof (some_structure)]" ? 


Kin 
—-MESSAGE FILE 18611 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000219 


—-MESSAGE FILE 18612 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000220 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: question about packet 

Date: Thu, 14 Aug 1997 04:45:18 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <33f28c5b.32811445@205.149.189.29> 

References: <33F2707B.41C67EA6@cpsc.ucalgary.ca> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Kin, 

The packet area is sort of PlayStation Voodoo. I'm told that the 
number of packets per object varies and the the average number is 24. 
I have no idea why it is defined (20+4) the way it is. I assume that 
it meant something to the original programmer. 


Mario 
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On Wed, 13 Aug 1997 20:52:01 -0600, Kin Lee <kin@cpsc.ucalgary.ca> 
wrote: 


>Hi, 
In the source code of the demo (the one in the red manual): 


"PACKET CpuPacketArea[2] [MAXOBJECT* (20+4) |" 


> 

> 

> 

> 

> Why (20+4) ? Why is it always a multiple of 24 ? 

> 

> Why not "PACKET CpuPacketArea[2] [MAXOBJECT*sizeof (some_structure)]" ? 
> 
> 


>Kin 


—-MESSAGE FILE 18612 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000220 


——MESSAGE FILE 18613 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000221 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: justin@digitalcity.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Drawing without refresh 

Date: Sat, 16 Aug 1997 00:42:08 +0000 

Organization: Digital City Inc. 

Lines: 149 

Message-ID: <33F4F75F.6E8A@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-139.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I am working on a simple screen saver type thing. I use GsGline to draw 
lines randomly on screen. I would like to keep all drawn lines on 
screen after refresh. So that eventuly the screen will fill up with 
multi colored lines. The only thing I can think of is to never redraw 
the screen by doing a while loop inside the main loop. I have not tried 
this yet but will tonight. Any ideas? Also if you run my code you'll 
notice that the background is kinda blue-green. This is the default 
background color of the frame buffer I think. How do I make my 
background black without using a TIM file. 


-justin 


Source: 


#include <libps.h> 


#define MAXOBJ 1 

#define OT_LENGTH 1 

#define GO 0 

GsOT WorldOT[2]; 

GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 


PACKET GpuPacketArea[2] [MAXOBJ* (20+4) |: 


volatile u_char *bb0, *bbl1; 
int activeBuff; 
int frames = 0; 


int startx = 0; 
int starty = 0; 
int endx = 320; 
int endy = 240; 
int r = 0; 

int g = 0; 

int b = 0 


Ա 
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u_long run = 1; 
int button; 
u_long state = 1; 


main() { 
int i; 


SetVideoMode( MODE_NTSC ); 
GetPadBuf (&bb0, &bb1); 


GsInitGraph (320, 240, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 240); 


// Init the ordering table 
for (i = 0; 1 < 2; i++) 
{ 
WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il]; 
} 


FntLoad(960, 256); 
FntOpen(40, 100, 256, 200, 0, 256); 


while (run == 1) { 


graphicsInit (); 


FntPrint("Frames: %d\n\n", frames); 


DrawLine(); 


GsDrawOt (&WorldOT[activeBuff]); 


++frames; 
++startx; 
++starty; 
FEE; 

t+g; 

++b; 
—-endx; 
—-endy; 


if (startx == 320) 
startx = 0; 
if (starty == 240) 
starty = 0 
if (endx == 0) 


if (endy == 0) 
if (r == 255 
if (g == 255 


g 
if (b == 255 


FntFlush(-1); 


} 


return (0); 


/* Line Drawing Function*/ 
static int DrawLine() 
{ 

GsGLINE Line[2]; 


Line[0].attribute = 0; 
Line[0].x0 = startx; 
Line[0].y0 starty; 
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Line[0].xl = endx; 
Line[0].yl = endy; 
Line[0].r0 = b; 
Line[0].g0 = r; 
Line[0].b0 = g; 
Line[0].rl = r; 
Line[0].gl Հ g; 
Line[0].bl = b; 


GsSortGLine(&Line[0], &WorldOT[activeBuff], 0); 


Line[1].attribute = 0; 
Line[1].x0 = startx; 
Line[1].y0 = starty; 
Line[1].xl = endx; 
Line[1].yl = endy; 
Line[1].r0 = b; 
Line[1].g0 = r; 
Line[1].b0 = g; 
Line[1].rl = r; 
Line[1].gl = g; 
Line[1].bl = b; 


GsSortGLine(&Line[1], &WorldOT[activeBuff], 0); 


return (0); 


} 


/* Graphics Initialization Function */ 


static int graphicsInit () 
{ 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(60, 120, 120, &WorldOT[activeBuff]); 


} 
—-MESSAGE FILE 18613 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000221 


—-MESSAGE FILE 18614 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000222 

Path: chuka.playstation.co.uk!dialup-—01-17.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Drawing without refresh 

Date: Sun, 17 Aug 1997 11:24:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <ira-1708971124130001@dialup-01-17.netcomuk.co.uk> 
References: <33F4F75F.6E8A@digitalcity.com> 

NNTP-Posting-Host: dialup-01-17.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33F4F75F.6E8A@digitalcity.com>, justin@digitalcity.com wrote: 


> Also if you run my code you'll 

> notice that the background is kinda blue-green. This is the default 
> background color of the frame buffer I think. How do I make my 

> background black without using a TIM file. 


static int graphicsInit () 
{ 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(60, 120, 120, &WorldOT[activeBuff]); 


VVVVVVVV VV 
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> } 


Here's what you need to change the screen background colour. In the 

GsSortClear command, the first three numbers are the values of Red, Green 

and Blue respectively. Hence: GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 

= black. 

—-MESSAGE FILE 18614 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000222 


——MESSAGE FILE 18615 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000223 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: justin@digitalcity.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Drawing without refresh 

Date: Sat, 16 Aug 1997 13:37:19 +0000 

Organization: Digital City Inc. 

Lines: 5 

Message-ID: <33F5ADO0F.24BE@digitalcity.com> 

References: <33F4F75F.6E8A@digitalcity.com> <ira-1708971124130001@dialup-01-17.netco 
muk.co.uk> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-164.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


> GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
Works great thanks. 


-justin 
--MESSAGE FILE 18615 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000223 


——MESSAGE FILE 18616 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000224 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kin LEE <kin@cpsc.ucalgary.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: question about packet 

Date: Sun, 17 Aug 1997 17:14:44 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <33F793F4.5F49@cpsc.ucalgary.com> 

References: <33F2707B.41C67EA6@cpsc.ucalgary.ca> <33f28c5b.32811445@205.149.189.29> 
NNTP-Posting-Host: ts17ip107.cadvision.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02Gold (Win95; I) 


Mario Perdue wrote: 
Kin, 


The packet area is sort of PlayStation Voodoo. I'm told that the 
number of packets per object varies and the the average number is 24. 
I have no idea why it is defined (20+4) the way it is. I assume that 
it meant something to the original programmer. 


On Wed, 13 Aug 1997 20:52:01 -0600, Kin Lee <kin@cpsc.ucalgary.ca> 
wrote: 


>Hi, 
> In the source code of the demo (the one in the red manual): 
> 


> 
> 
> 
> 
> 
> 
> 
> 
> Mario 
> 
> 
> 
> 
> 
> 
> 
>> "PACKET CpuPacketArea [2] [MAXOBJECT* (20+4) |" 
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Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-60.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Steve Dunn <steve@backroom.tm> 


I live in a dark cave, so my question is "what are dual shock pads?" 


But anyway, do the libraries need to be updated? It seems that all controllers 
just spit data down in serial which can be read in the same way as the standard 
controller. It's just a case of examining the data. Or am I talking crap? Do 
these pads need to receive data from the PSX? In which case, it sounds like 
the situation with the multi-tap. i.e. Sony won't let us have that! 


I guess I shouldn't answer questions I know nothing about. Sorry. 


Herbs 


Steve Dunn wrote: 


Any idea when the libraries will be updated to include support for the dual 
shock ? 


> 
> 
> 
> 


Steve 


—-MESSAGE FILE 1974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00677 


—-MESSAGE FILE 1975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000678 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: 23 Apr 1998 20:29:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6ho8c4$31i34@chuka.playstation.co.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hlser$31i27@chuka.playstation.co.uk 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 

>> Do you mean the combined AV to SCART lead from Datel? Or another 
>>sort? 

> 

>No, I think he means go out and buy the 34.99 (rip off!) official Sony 
>lead. I have the misfortune to have a Sony Trinitron which only works 
>with the official Sony RGB Scart lead - some other tellys/monitors are 
>probably OK with a generic, cheaper alternative (I think DATEL do a good 
>RGB SCART lead). You can buy SCART leads which are SCART shaped, but 
>they aren't RGB - the connections inside are just composite. Just tell 
>the guy at the shop you NEED an RGB SCART lead to run import games - 
>they should know what you mean. 

> 

>An RGB SCART lead. That's what you want - it's the only way to get NTSC 
>signals in colour on a UK TV unless it's a true multi-system (quite 
>rare). 


I have a Sony Trinitron and it works with a Fire RGB scart cable. Does using a 
sony rgb lead solve the problem of a the screen not displaying a couple pf 
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x x Why (20+4) ? Why is it always a multiple of 24 ? 
Վ Վ Why not "PACKET CpuPacketArea[2] [MAXOBJECT*sizeof (some_structure)]" ? 
= 
> >Kin 
Mario, 
Thank you for your answer. 
kin 


--MESSAGE FILE 18616 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000224 


——MESSAGE FILE 18617 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000225 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Backgrounds 

Date: Mon, 18 Aug 1997 18:51:59 -0700 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <33F8FC3F.726E@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts032d09.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I'm having trouble with my background. It flickers - like it's 
only being drawn every other frame. I'm using 640x480 and when 
I switch to low resolution it works fine. I'm wondering if 
there is something obvious I'm doing wrong. Here's a general 
outline of my program. Is there anything that jumps out as 
being incorrect (assuming I've initialized the cells and map 
data) ? 


#define H_RES 640 
#define V_RES 480 


u_short backgnd_array[64 * 64]; // Max of 64 by 64 background 

GsCELL backgnd_cells[2]; // Only 2 cells for now 

GsMAP backgnd_map; 

GsBG backgnd; 

u_long backgnd_workarea[(((H_RES >> 4) + 1) * ((V_RES >> 4) + 1 + 1) * 
6) A), 27 D2) 8 


backgnd.attribute = 0; 
backgnd.x = 0; 


backgnd.y = 0; 
backgnd.w = H_RES; 
backgnd.h = V_RES; 
backgnd.scrollx = 0; 


backgnd.scrolly = 0; 

backgnd.r = backgnd.g = backgnd.b = 0x80; 
backgnd.map = map; 

backgnd.mx = backgnd.my = 0; 
backgnd.scalex = backgnd.scaley = ONE; 
backgnd.rotate = 0; 


GsInitFixBg16(&backgnd, backgnd_workarea) ; 
while (pad_state[PAD_SELECT] == 0) { // Main loop 
activeBuff = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 
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pad_read(); 


GsSortFixBg16 (&backgnd, 
backgnd_workarea[activeBuff], WorldOT[activeBuff], 
OT_BACKGND) ; 


cnt = VSync (0); 
ResetGraph (1); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 
} 


Scott 
—-MESSAGE FILE 18617 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000225 


——MESSAGE FILE 18618 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000226 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds 

Date: Tue, 19 Aug 1997 03:23:51 GMT 

Organization: SCEA News Server 

Lines: 69 

Message-ID: <33£91153.15986403@205.149.189.29> 

References: <33F8FC3F.726E@concentric.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Scott, 


I just took a quick look and noticed that you don't have a DrawSync() 
before your VSync(). Try adding: 


DrawSync (0); 
just before your VSync() call. 


Mario 


On Mon, 18 Aug 1997 18:51:59 -0700, Scott Cartier 
<dsyaroze@concentric.net> wrote: 


>I'm having trouble with my background. It flickers - like it's 
>only being drawn every other frame. I'm using 640x480 and when 
>I switch to low resolution it works fine. I'm wondering if 
>there is something obvious I'm doing wrong. Here's a general 
>outline of my program. Is there anything that jumps out as 
>being incorrect (assuming I've initialized the cells and map 
>data) 7 


#define H_RES 640 
#define V_RES 480 


u_short backgnd_array[64 * 64]; // Max of 64 by 64 background 

GsCELL backgnd_cells[2]; // Only 2 cells for now 

GsMAP backgnd_map; 

GsBG backgnd; 

u_long backgnd_workarea[(((H_RES >> 4) + 1) * ((V_RES >> 4) Հ 1 + 1) * 
+4) * 2 + 2); 


backgnd.attribute = 0; 

backgnd.x = 0; 

backgnd.y = 0; 

backgnd.w = H_RES; 

backgnd.h = V_RES; 

backgnd.scrollx = 0; 

backgnd.scrolly = 0; 

backgnd.r = backgnd.g = backgnd.b = 0x80; 


VVVVVVVVVVVVVVV VV VV 
(51) 
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> backgnd.map = map; 

> backgnd.mx = backgnd.my = 0; 

> backgnd.scalex = backgnd.scaley = ONE; 

> backgnd.rotate = 0; 

> 

> GsInitFixBg16(&backgnd, backgnd_workarea) ; 

> 

> while (pad_state[PAD_SELECT] == 0) { // Main loop 
> 

> activeBuff = GsGetActiveBuff (); 

> GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
> GsClearOt (0, 0, &WorldOT[activeBuff]); 

> 

> pad_read(); 

> 

> GsSortFixBg16 (&backgnd, 
>backgnd_workarea[activeBuff], WorldOT[activeBuff], 
>OT_BACKGND) ; 

> 

> cnt = VSync (0); 

> ResetGraph (1); 

> GsSwapDispBuff(); 

> GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 

> GsDrawOt (&WorldOT[activeBuff]); 

> 4 

> 

>Scott 
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—-MESSAGE FILE 18618 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000226 


——MESSAGE FILE 18619 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000227 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Background flicker 

Date: Mon, 18 Aug 1997 22:24:55 -0700 
Organization: SCEA News Server 

Lines: 53 

Message-ID: <33F92E27.19B4@concentric.net> 
Reply-To: dsyaroze@concentric.net 
NNTP-Posting-Host: ts011d21.cup-ca.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I'm having trouble with my background. It flickers - like it's 
only being drawn every other frame. I'm using 640x480 and when 
I switch to low resolution it works fine. I'm wondering if 
there is something obvious I'm doing wrong. Here's a general 
outline of my program. Is there anything that jumps out as 
being incorrect (assuming I've initialized the cells and map 
data) ? 


#define H_RES 640 
#define V_RES 480 


u_short backgnd_array[64 * 64]; // Max օք 64 by 64 background 
GsCELL backgnd_cells[2]; // Only 2 cells for now 

GsMAP backgnd_map; 

GsBG backgnd; 


u_long backgnd_workarea[(((H_RES >> 4) + 1) * ((V_RES >> 4) + 1 + 1) 


6 + 4) * 2 + 2]; 


backgnd.attribute = 0; 
backgnd.x = 0; 
backgnd.y = 0; 
backgnd.w H_RES; 
backgnd.h = V_RES; 
backgnd.scrollx = 0; 
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backgnd.scrolly = 0; 

backgnd.r = backgnd.g = backgnd.b = 0x80; 
backgnd.map = map; 

backgnd.mx = backgnd.my = 0; 
backgnd.scalex = backgnd.scaley = ONE; 
backgnd.rotate = 0; 


GsInitFixBg1l6(&backgnd, backgnd_workarea) ; 
while (pad_state[PAD_SELECT] == 0) { // Main loop 
activeBuff = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 


pad_read(); 


GsSortFixBg16 (&backgnd, 
backgnd_workarea[activeBuff], WorldOT[activeBuff], 
OT_BACKGND) ; 


cnt = VSync (0); 
ResetGraph (1); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 
} 


Scott 
—-MESSAGE FILE 18619 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000227 


—-MESSAGE FILE 18620 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000228 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds 

Date: Tue, 19 Aug 1997 18:37:12 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <33FA4A48.3638@concentric.net> 

References: <33F8FC3F.726E@concentric.net> <33f91153.15986403@205.149.189.29> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts019d04.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Mario, 


I thought that was only required for non-interlaced resolutions. 
I'm using 640x480. Do I still need to VSync? According to the 
Software Development Tool manual on page 52 it says "as a result 
ResetGraph(1) is called following Vsync(0), without using 
DrawSync() at all". 


Scott 
Scott, 


I just took a quick look and noticed that you don't have a DrawSync() 


> 
> 
> 
> before your VSync(). Try adding: 
> 

> DrawSync (0); 

> 

> just before your VSync() call. 

> 
> 


Mario 
—-MESSAGE FILE 18620 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000228 
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——MESSAGE FILE 18621 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000229 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds 

Date: Wed, 20 Aug 1997 02:29:33 GMT 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <33fa55d9.44522098@205.149.189.29> 

References: <33F8FC3F.726E@concentric.net> <33£91153.15986403@205.149.189.29> <33FA4 
A48.3638@concentric.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Scott, 


Yes, you're right DrawSync() is only required for non-interlace modes. 
I did say it was a quick look. <BG> How big is the whole project? is 
is something that could be posted here? 


Mario 


On Tue, 19 Aug 1997 18:37:12 -0700, Scott Cartier 
<dsyaroze@concentric.net> wrote: 


>Mario, 

> 

>I thought that was only required for non-interlaced resolutions. 
>I'm using 640x480. Do I still need to VSync? According to the 
>Software Development Tool manual on page 52 it says "as a result 
>ResetGraph(1l) is called following Vsync(0), without using 
>DrawSync() at all". 

> 

>Scott 

> 

>> Scott, 

>> 

>> I just took a quick look and noticed that you don't have a DrawSync() 
>> before your VSync(). Try adding: 

>> 

>> DrawSync (0); 

>> 

>> just before your VSync() call. 

>> 

>> Mario 


—-MESSAGE FILE 18621 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000229 


——MESSAGE FILE 18622 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000230 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds 

Date: Tue, 19 Aug 1997 21:45:10 -0700 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <33FA7656. 4AF4@concentric.net> 

References: <33F8FC3F.726E@concentric.net> <33£91153.15986403@205.149.189.29> <33FA4 
A48.3638@concentric.net> <33fa55d9.44522098@205.149.189.29> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts013d03.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


No problem. I'm sorry, I didn't mean to sound accusatory. :) 
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It's rather large yes. I could just post the main loop I 
suppose. Let me tinker around a bit more and maybe download 
a couple of demos that use backgrounds. If I don't have any 
luck I'll be back! 


Scott 

> Scott, 

> 

> Yes, you're right DrawSync() is only required for non-interlace modes. 
> I did say it was a quick look. <BG> How big is the whole project? is 
> is something that could be posted here? 

> 

> Mario 


—-MESSAGE FILE 18622 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000230 


--MESSAGE FILE 18623 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000231 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Background flicker 

Date: Tue, 19 Aug 1997 21:46:10 -0700 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <33FA7692.12D4@concentric.net> 

References: <33F92E27.19B4@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts013d03.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Oops, sorry folks. I tried sending my original message and 
my computer looked like it was hung so I rebooted and sent 
it again. Guess it made it through the first time :) 


Scott 
-—-MESSAGE FILE 18623 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000231 


—-MESSAGE FILE 18624 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000232 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds 

Date: Wed, 20 Aug 1997 08:12:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <33FA98D4.CED@interactive.sony.com> 

References: <33F8FC3F.726E@concentric.net> <33f£91153.15986403@205.149.189.29> <33FA4 
A48.3638@concentric.net> <33fa55d9.44522098@205.149.189.29> <33FA7656. 4AR4@concentri 
c.net> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Scott Cartier wrote: 
No problem. I'm sorry, I didn't mean to sound accusatory. :) 


It's rather large yes. I could just post the main loop I 
suppose. Let me tinker around a bit more and maybe download 
a couple of demos that use backgrounds. If I don't have any 
luck I'll be back! 


VV VV V V V 
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Scott 
Scott, 
Yes, you're right DrawSync() is only required for non-interlace modes. 


I did say it was a quick look. <BG> How big is the whole project? is 
is something that could be posted here? 


VVVVVVVV VV 
VV V V V V V 


Mario 
Hi Scott, 


If your drawtime goes over 1/60s in 640x480y then you will get the 
flickering background effect because of the auto line clipping which 
only lets you draw on odd/even lines depending on which field is being 
displayed. 


Cheers, 


Colin. 
—-MESSAGE FILE 18624 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000232 


—--MESSAGE FILE 18625 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000233 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds 

Date: Wed, 20 Aug 1997 19:02:46 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <33FBA1C6.1C4F@concentric.net> 

References: <33F8FC3F.726E@concentric.net> ՀՅ3891153.159864030205.149.189.29» <33FA4 
A48.3638@concentric.net> <33fa55d9.44522098@205.149.189.29> <33FA7656. 4ABR4@concentri 
c.net> <33FA98D4.CED@interactive.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts034d08.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Colin, 


I don't think that's the problem (at least I hope not!). 
I only have maybe 10-15 sprites on the screen along with 
the background. I've done a stress test where I've seen 
how many sprites I could get before flickering started. 
It was upwards of 200. Unless drawing the background 
takes a *lot* longer than drawing sprites. But if that's 
the case then there wouldn't be much point in having a 
background (in hi-res mode at least). 


Scott 


Hi Scott, 


If your drawtime goes over 1/60s in 640x480y then you will get the 
flickering background effect because of the auto line clipping which 
only lets you draw on odd/even lines depending on which field is being 
displayed. 


> 
> 
> 
> 
> 
> 
> 
> Cheers, 

> 

> Colin. 

—-MESSAGE FILE 18625 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000233 
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—--MESSAGE FILE 18626 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000234 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Justin <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: 16 bit and 8 bit sprites? 

Date: Thu, 21 Aug 1997 02:11:00 +0000 

Organization: Digital City Inc. 

Lines: 7 

Message-ID: <33FBA3B4.6395@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-21.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Is it possible to display both 16 bit and 8 bit sprites in the same 
program? My 16 bit background displays fine but my 8 bit sprites that I 
use for moveable characters display as yellow or brown boxes. At first I 
though it was my sprites but I have loaded other peoples TIM files and 
they display messy as well. Any suggestions? 


-justin 
--MESSAGE FILE 18626 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000234 


——MESSAGE FILE 18627 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000235 

Path: chuka.playstation.co.uk!news 

From: Colin_Hughes@Playstation.sony.com 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: 16 bit and 8 bit sprites? 

Date: 22 Aug 1997 9:3:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <5tjklp$3qt5@chuka.playstation.co.uk> 
Reply-To: justin@digitalcity.com 
NNTP-Posting-Host: chuka.playstation.co.uk 

To: news@playstation.co.uk 

Originator: news@chuka.playstation.co.uk 


Hi, 


Have you loaded the pallettes for your 8bit sprites into VRAM? There 
shouldn't be any problem, as long as you have remember the TPAGE and CLUT 
locations correctly. 


Cheers, 

Colin 

TG: Colin Hughes 

CEs 

From: news @ playstation.co.uk 

Subject: 16 bit and 8 bit sprites?:scea.yaroze.programming.2d_graphics 


From: Justin <justin@digitalcity.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: 16 bit and 8 bit sprites? 
Organization: Digital City Inc. 

Reply-To: justin@digitalcity.com 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Is it possible to display both 16 bit and 8 bit sprites in the same 
program? My 16 bit background displays fine but my 8 bit sprites that I 
use for moveable characters display as yellow or brown boxes. At first I 
though it was my sprites but I have loaded other peoples TIM files and 
they display messy as well. Any suggestions? 

-justin 


--MESSAGE FILE 18627 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000235 


——MESSAGE FILE 18628 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000236 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: 16 bit and 8 bit sprites? 

Date: Fri, 22 Aug 1997 15:31:22 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <33fdb075.428414@205.149.189.29> 

References: <33FBA3B4.6395@digitalcity.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Justin, 


Yes, you can mix the color depth of your sprites; I do it all the 
time. Just make sure you have the CLUT for each sprite loaded into the 
Frame Buffer and that each sprite points to the proper CLUT. 


Mario 


On Thu, 21 Aug 1997 02:11:00 +0000, Justin <justin@digitalcity.com> 
wrote: 


>Is it possible to display both 16 bit and 8 bit sprites in the same 
>program? My 16 bit background displays fine but my 8 bit sprites that I 
>use for moveable characters display as yellow or brown boxes. At first I 
>though it was my sprites but I have loaded other peoples TIM files and 
>they display messy as well. Any suggestions? 

> 

>—justin 


--MESSAGE FILE 18628 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000236 


——MESSAGE FILE 18629 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000237 

Path: chuka.playstation.co.uk!dialup-01-34.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Shadow stuff update 

Date: Fri, 22 Aug 1997 20:44:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ira-2208972044460001@dialup-—01-34.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-34.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


After a few complaints about junk in the PC files on my ftp area, I 
checked it out and found that CW puts all it's formatting in the header 
and tail of the file, so if you don't use CW to open the file then you get 
loads of shit. Also some of the text files were still in Mac format, and 
so a bit difficult to read with a basic text editor. 


I've now fixed all these problems and *all* the pc stuff has been sorted 
out and zipped up - on a pe - and I've just uploaded it all again.If 
you've had some problems like this then just download again and it will 
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all be nice and lovely. 
Sorry about that. 


Ira 
—-MESSAGE FILE 18629 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000237 


——MESSAGE FILE 18630 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000238 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: daverh@ix.netcom.com (David Hathaway) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Help! lLockup on load. 

Date: Mon, 25 Aug 1997 17:56:20 GMT 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <5tsgppSm6f2@scea> 

NNTP-Posting-Host: pas-ca8-19.ix.netcom.com 

X-Newsreader: Forte Free Agent 1.0.82 


HELP!!! I have the following code in my program: 


enum 

{ 
SPRITE1, 
SPRITE2, 
SPRITE3, 
SPRITE4, 
SPRITES, 
SPRITEG, 
SPRITE7, 
SPRITE8, 
//SPRITES, 


NUMBER_OF_SPRITES 
)չ 


unsigned long TIM_ADDRESS [NUMBER_OF_SPRITES]; 


Everything works fine UNTIL I uncomment SPRITE9, then the program no 
longer loads. It downloads to the Yaroze but never starts up. I have 
a printf as the first line of code in my program, but it never shows 
up on my PC: 


printf ("Starting program.\n"); 


Anyone have any ideas? This is a very strange bug. I've been trying 
to debug it, but I can't seem to get the debugger working either 
(packet errors). 


Thanks, 


Dave 


p.s. I also tried using #DEFINEs instead of enums and got the same 
results. 


—-MESSAGE FILE 18630 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000238 


—-MESSAGE FILE 18631 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000239 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: daverh@ix.netcom.com (David Hathaway) 
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pixels on the left hand side(This happen with all my consoles and on all my 
trinitrons.)? 


—-MESSAGE FILE 1975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00678 


-—-MESSAGE FILE 1976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000679 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Working with non-yarozers 

Date: 23 Apr 1998 20:32:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6ho8hf$31i35@chuka.playstation.co.uk> 

References: <353D3888.C7FE067C@hotmail.com> <6h1n0c$31i24@chuka.playstation.co.uk> Հ 
353F869B.39AC162@ndirect.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/353F869B.39AC162@ndirect.co.uk 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 
>Or hows about the good old VCR? 
> 


just dont send them by parcelforce :) 


—-MESSAGE FILE 1976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00679 


--MESSAGE FILE 1977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000680 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: A short story... 

Date: 23 Apr 1998 20:52:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6ho9mp$31i37@chuka.playstation.co.uk> 

References: <6hnusu$a2a7@scea> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hnusuS$a2a7@scea 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:579 scee.yaroze.freetalk.english: 
680 


Does this site support Netscapel.0 as I only get a blank page? 


"Jeff Lawton" <jlawton@groupz.net> wrote: 

>I just opened up a web site off the sony server. I wanted to make a place 
>we could all go to trade Libs that were / are user created. All runtime 
>code will be password protected on the Yaroze servers, and we will NOT post 
>any code that is licensed by Sony, we are only looking for user libs.. You 
>can get there by going http://yaroze-world.org . If you have any libs or 
>any reviews or pretty much anything you want to add to the site please let 
>me know. 

> 

>On a side note if you send me e-mail and don't get a reply right away it's 
>because I'll be in Austria / Germany from Apr 24 -» May 9th... 

> 

>Regards, 

> 
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Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Help! Lockup on load. 

Date: Tue, 26 Aug 1997 21:30:55 GMT 
Organization: SCEA News Server 

Lines: 54 

Message-ID: <5tvho3$pn83@scea> 

References: <5tsgpp$m6f2@scea> 
NNTP-Posting-Host: pas-—cal0-23.ix.netcom.com 
X-Newsreader: Forte Free Agent 1.0.82 


daverh@ix.netcom.com (David Hathaway) wrote: 


>HELP!!! I have the following code in my program: 


enum 

{ 
SPRITE1, 
SPRITE2, 
SPRITE3, 
SPRITE4, 
SPRITES, 
SPRITEG, 
SPRITE7, 
SPRITE8, 
//SPRITES, 


VVVVVVVVV VV 


v 


NUMBER_OF_SPRITES 
}; 


v 


> unsigned long TIM_ADDRESS [NUMBER_OF_SPRITES]; 


>Everything works fine UNTIL I uncomment SPRITE9, then the program no 
>longer loads. It downloads to the Yaroze but never starts up. I have 
>a printf as the first line of code in my program, but it never shows 
>up on my PC: 


> printf ("Starting program.Nn"); 


>Anyone have any ideas? This is a very strange bug. I've been trying 
>to debug it, but I can't seem to get the debugger working either 
>(packet errors). 


>Thanks, 


> Dave 


>p.s. I also tried using #DEFINEs instead of enums and got the same 
>results. 


I figured it out myself. When I added more members to the array, the 
compiler/linker was putting the array in a section called COMMON (I 
got this info from the mapfile) and then the system (Yaroze) would 
hang when I down loaded the program into it. Before, the array wasn't 
in the map file at all. I don't know why it's not, but it works. I 
fixed the problem by simply making the array static. Strange bug but 
the 'fix' works. 

Dave 


Page 12561 


--MESSAGE FILE 18631 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000239 


——MESSAGE FILE 18632 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000240 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: daverh@ix.netcom.com (David Hathaway) 

Newsgroups: scea.yaroze.programming.2d_graphics 


Net Yaroze newsgroups message dump.txt 


Subject: Re: Help! Lockup on load. 

Date: Tue, 26 Aug 1997 21:35:30 GMT 
Organization: SCEA News Server 

Lines: 53 

Message-ID: <5tvidmSpn84@scea> 

References: <5tsgpp$m6f2@scea> 
NNTP-Posting-Host: pas-—cal0-23.ix.netcom.com 
X-Newsreader: Forte Free Agent 1.0.82 


daverh@ix.netcom.com (David Hathaway) wrote: 


>HELP!!! I have the following code in my program: 


enum 

{ 
SPRITE1, 
SPRITE2, 
SPRITE3, 
SPRITE4, 
SPRITES, 
SPRITEG, 
SPRITE7, 
SPRITE8, 
//SPRITES, 


VVVVVVVVV VV 


v 


NUMBER_OF_SPRITES 
)չ 


v 


> unsigned long TIM_ADDRESS [NUMBER_OF_SPRITES]; 


>Everything works fine UNTIL I uncomment SPRITE9, then the program no 
>longer loads. It downloads to the Yaroze but never starts up. I have 
>a printf as the first line of code in my program, but it never shows 
>up on my PC: 


> printf ("Starting program.\n"); 


>Anyone have any ideas? This is a very strange bug. I've been trying 
>to debug it, but I can't seem to get the debugger working either 
>(packet errors). 


>Thanks, 
> Dave 


>p.s. I also tried using #DEFINEs instead of enums and got the same 
>results. 


I figured it out myself by comparing a 'good' version of my program's 


mapfile with a 'bad' version. In the 'good' version the array wasn't 
listed at all. In the 'bad' version it was put in a section called 
"COMMON". Why did the compiler/linker do this just because I added 


elements to the array, I just don't know. The 'fix' for this problem 
is to simply make the array static. 
Dave 
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--MESSAGE FILE 18632 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000240 


——MESSAGE FILE 18633 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000241 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: question about packet 

Date: Tue, 26 Aug 1997 14:54:58 -0700 


Net Yaroze newsgroups message dump.txt 


Organization: Sony Computer Entertainment America 
Lines: 24 

Message-ID: <340350B2.60DC@interactive.sony.com> 
References: <33F2707B.41C67EA6@cpsc.ucalgary.ca> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01Gold (Win95; U) 


Kin Lee wrote: 


> 

> Hi, 

> In the source code of the demo (the one in the red manual): 
> 

> "PACKET CpuPacketArea [2] [MAXOBJECT* (20+4) |" 

> 

> Why (20+4) ? Why is it always a multiple of 24 ? 

> 

> Why not "PACKET CpuPacketArea[2] [MAXOBJECT*sizeof (some_structure)]" ? 
> 

> 

> Kin 


Actually 4 bytes is the tag area in the packet and 20 bytes is the size 
of the largest possible primitive packet. So 20+4= 24 bytes per packet. 
You may use a smaller value than 20, like (n+4) where n is the size of 
the largest possible packet in your models. 


To be more accurate, you may calculate the largest possible memory block 
taken by all primitives in your world and use that area as the GS packet 
area. 


Pradip K Fatehpuria 
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—-MESSAGE FILE 18633 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000241 


——MESSAGE FILE 18634 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000242 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Need help with backgrounds in hi-res mode 
Date: Tue, 26 Aug 1997 22:14:34 -0700 
Organization: SCEA News Server 

Lines: 132 

Message-ID: <3403B7BA.1FA@concentric.net> 
Reply-To: dsyaroze@concentric.net 
NNTP-Posting-Host: ts034d15.cup-ca.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Okay, I eliminated everything from my program except 
the background routines and it *still* flickers (in 
low-res mode it works fine). No sprites or anything 
else is being sorted - just the background. I really 
need help figuring this one out. The code is below. 


Any ideas (even just random thoughts) would be 
helpful. Thanks! 


Scott 


#define HI_RES 1 

#define H_RES 320 * (HI_RES + 1) 
#define V_RES 240 * (HI_RES + 1) 
#define OT_LENGTH 4 

#define MAX SPRITES 255 

#define MAX BACKGND 64 


Net Yaroze newsgroups message dump.txt 
#define MAX_CELLS 10 

#define OT_LENGTH 4 

GsOT WorldOT[2]; 


GsOT_TAG OTTags[2] [1<<OT_LENGTH]; 
PACKET 


// Temporary variables shared by all 
RECT load_rect; 


// Background stuff 


GpuPacketArea[2] [MAX_SPRITES* (24) ]; 


u_short backgnd_array [MAX _BACKGND * MAX BACKGND]; 


GsCELL backgnd_cells [MAX_CELLS]; 

GsMAP backgnd_map; 

GsBG backgnd; 

u_long backgnd_workarea[(((H_RES >> 4) 


+ 4) * 2 + 2]; 


volatile u_char *bb0, *bb1; 


static u_long PadRead(long id); 


main () 
{ 
int i, cnt, backgnd_size, 
int activeBuff; 
GsIMAGE tmp_img; 
RECT load_rect; 


for (cnt = 0; cnt < PAD _NUM_BTNS; cnt++) 
SetVideoMode (MODE_NTSC) ; 

GetPadBuf (&bb0, &bb1); 

if (HI_RES) GsInitGraph(H_RES, V_RES, 5, 
else GsInitGraph(H_RES, V_RES, 4, 
ւք (HI_RES) GsDefDispBuff(0, 0, 0, 0); 
else GsDefDispBuff(0, 0, 0, 240); 
for (i = 1; i <= backgnd_data[0]; i++) 


GsGetTimInfo((u_long *) 


load_rect.x = tmp_img.px; 
load_rect.y = tmp_img.py; 
load_rect.w = tmp_img.pw; 
load_rect.h = tmp_img.ph; 
LoadImage (&load_rect, tmp_img.pixel); 
load_rect.x = tmp_img.cx; 
load_rect.y = tmp_img.cy; 
load_rect.w = tmp_img.cw; 
load_rect.h = tmp_img.ch; 


LoadImage (&load_rect, tmp_img.clut); 


+ 1) 


backgnd_index, 


backgnd_data[i] 


* ((V_RES >> 4) 


rand_num; 


pad_state[cnt] = 0; 
0, 0); 

0, 0); 

+ 1, &tmp_imo); 


backgnd_cells[ 


backgnd_cells [i 


backgnd_cells[ 


Ox3FF) << 6); 


backgnd_cells[ 
backgnd_cells[ 


} 


backgnd_size = ( 
// Fill array wi 
for 


(backgnd_index = 0; 


i].u = (tmp_img.px & 0x3F) << 2; 

i].v = tmp_img.py & OxFF; 

i].cba = ((tmp_img.cx >> 4) & 0x3F) | 
i].tpage = GetTPage(0, 0, tmp_img.px, 
i].flag = 0; 

640 / 16) * (480 / 16); 


th the same tile 
backgnd_index < backgnd_size; 


backgnd_array [backgnd_index] = 1; 
backgnd_map.cellw = 16; 
backgnd_map.cellh = 16; 
backgnd_map.ncellw = 640 / 16; 
backgnd_map.ncellh = 480 / 16; 
backgnd_map.base = backgnd_cells; 
backgnd_map.index = backgnd_array; 


((tmp_img.cy & 


tmp_img.py); 


backgnd_index++) 


+ 1 + 1) * 6 
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backgnd.attribute = SP_NOROTSCAL; 
backgnd.x = 0; 
backgnd.y = 0; 


r 
backgnd.w = H_RES; 
backgnd.h = V_RES; 
backgnd.scrollx = 0; 


backgnd.scrolly = 0; 

backgnd.r = backgnd.g = backgnd.b = 0x80; 
backgnd.map = &backgnd_map; 

backgnd.mx = backgnd.my = 0; 
backgnd.scalex = backgnd.scaley = ONE; 
backgnd.rotate = 0; 


GsInitFixBg16(&backgnd, backgnd_workarea) ; 


for (i = 0; i <= 1; i++) { 
WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il]; 

} 

while (pad_state[PAD_SELECT] == 0) { 


activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 


pad_read(); 


GsSortFixBg16(&backgnd, backgnd_workarea, &WorldOT[activeBuff], 
OT_BACKGND) ; 


ւք (!HI_RES) DrawSync (0); 
cnt = VSync (0); 
if (HI_RES) ResetGraph (1); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 

} 


return (0); 
} 
—-MESSAGE FILE 18634 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000242 


—-MESSAGE FILE 18635 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000243 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Help! Lockup on load. 

Date: 28 Aug 1997 02:01:06 GMT 

Organization: WermxX Software 

Lines: 17 

Message-ID: <01bcb356$146edb20Saebf43ce@wkwerner> 

References: <5tsgppSm6f2@scea> <5tvidm$pn84@scea> 
NNTP-Posting-Host: port74.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Dave, 

Are you using CW or GNU? I use CW myself, and am wondering which platform 
you are having the trouble with. 

Wayne K. Werner 

wkwerner@con2.com 


David Hathaway <daverh@ix.netcom.com> wrote in article: 


> I figured it out myself by comparing a 'good' version of my program's 
> mapfile with a 'bad' version. In the 'good' version the array wasn't 
> listed at all. In the 'bad' version it was put in a section called 

> 


"COMMON". Why did the compiler/linker do this just because I added 
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> elements to the array, I just don't know. The 'fix' for this problem 
> is to simply make the array static. 


—-MESSAGE FILE 18635 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000243 


—-MESSAGE FILE 18636 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000244 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: question about packet 

Date: 28 Aug 1997 02:05:16 GMT 

Organization: WermxX Software 

Lines: 20 

Message-ID: <01bcb356$a97c8280Saebf43ce@wkwerner> 

References: <33F2707B.41C67EA6@cpsc.ucalgary.ca> <340350B2.60DC@interactive.sony.com 
> 

NNTP-Posting-Host: port74.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


How do I calculate n? Or for that mater, the largest possible memory 
block? 

Wayne K. Werner 

wkwerner@con2.com 


Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> wrote: 


Actually 4 bytes is the tag area in the packet and 20 bytes is the size 
of the largest possible primitive packet. So 20+4= 24 bytes per packet. 
You may use a smaller value than 20, like (n+4) where n is the size of 
the largest possible packet in your models. 


To be more accurate, you may calculate the largest possible memory block 
taken by all primitives in your world and use that area as the GS packet 
area. 


Pradip K Fatehpuria 


VVVVVVVVV VV 


—-MESSAGE FILE 18636 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000244 


——MESSAGE FILE 18637 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000245 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: question about packet 

Date: Thu, 28 Aug 1997 13:10:51 -0700 

Organization: Sony Computer Entertainment America 

Lines: 40 

Message-ID: <3405DB4A.50BD079@interactive.sony.com> 

References: <33F2707B.41C67EA6@cpsc.ucalgary.ca> <340350B2.60DC@interactive.sony.com 
> <01lbcb356$a97c8280Saebf43ce@wkwerner> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


When you create the TMD file using the RSD2TMD tool it tells you the type and 
number of primitives in the file. Mutiply those numbers by the size of the 
primitive and you will have a maximum number of possible primitives in the 
frame for that polygon. Another way is to just go through the TMD file at 
run-time and calculate the total number of polygons in it. 


In the first method above the size is pre-calculated and hardcoded in your 
code. The second method may be used once at the begining of the program and 
the total size can me used from that point on. 
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I hope this clears this up. 


Pradip K Fatehpuria 


Wayne K. Werner wrote: 


How do I calculate n? Or for that mater, the largest possible memory 
block? 


Wayne K. Werner 
wkwerner@con2.com 


Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> wrote: 


Actually 4 bytes is the tag area in the packet and 20 bytes is the size 
of the largest possible primitive packet. So 20+4= 24 bytes per packet. 
You may use a smaller value than 20, like (n+4) where n is the size of 
the largest possible packet in your models. 


To be more accurate, you may calculate the largest possible memory block 
taken by all primitives in your world and use that area as the GS packet 
area. 


Pradip K Fatehpuria 


VVVVVVVVVVVV VV VV VV V 


VVVVVVVVV VV 


—-MESSAGE FILE 18637 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000245 


——MESSAGE FILE 18638 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000246 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: my site 

Date: Sat, 30 Aug 1997 15:02:24 -0400 

Organization: Cornell University 

Lines: 7 
Message-ID: <34086E40.3EA9@erols.com> 
Reply-To: clint@erols.com 
NNTP-Posting-Host: CWK5.RESNET.CORNELL.EDU 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I just got an early version of my game up and running, so if you have a 
little bit of time to download it and play it and maybe give me some 
ideas (it's pretty basic right now), I'd appreciate it. 


http://www.geocities.com/SiliconValley/Vista/7813/yaroze.html 


Clint 
—-MESSAGE FILE 18638 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000246 


——MESSAGE FILE 18639 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000247 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: I like the "Sprite" in you 

Date: Wed, 22 Oct 1997 09:03:09 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <344E23BD.5923@earthlink.net> 
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Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool039-max10.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi, 

I've Just loaded my sprite into main memory at address "80120000" using 

the 'dload dark.tim 80120000' command which transfered it to screen.I 

then took Ira's source and changed the address and put my address in 

it.But when I ran the demo,my sprite did not show up,instead just a 

blank screen.Do I need to link the his source with my sprite?How would I 

go about doing that if thats the case? 

—-MESSAGE FILE 18639 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000247 


——MESSAGE FILE 18640 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000248 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I like the "Sprite" in you 

Date: Thu, 23 Oct 1997 14:51:19 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <344ecf6f.24824894@205.149.189.29> 

References: <344E23BD.5923@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I'm pretty sure that Ira's code is expecting to find the sprite ata 
location of 80100000. Without looking at his code, I can't say how 
much space he has allocated for the sprite, but you need to be sure 
you don't exceed that either. Of course you could change the source 
and recompile a new version that looks for your sprite. 


Mario 


On Wed, 22 Oct 1997 09:03:09 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Hi, 

>I've Just loaded my sprite into main memory at address "80120000" using 
>the 'dload dark.tim 80120000' command which transfered it to screen.I 
>then took Ira's source and changed the address and put my address in 
>it.But when I ran the demo,my sprite did not show up,instead just a 
>blank screen.Do I need to link the his source with my sprite?How would I 
>go about doing that if thats the case? 


—-MESSAGE FILE 18640 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000248 


—--MESSAGE FILE 18641 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000249 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I like the "Sprite" in you 

Date: Thu, 23 Oct 1997 09:32:29 -0700 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <344F7C1D.2968@earthlink.net> 

References: <344E23BD.5923@earthlink.net> <344ecf6f.24824894@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool049-max10.so-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 
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Mario Perdue wrote: 


I'm pretty sure that Ira's code is expecting to find the sprite ata 
location of 80100000. Without looking at his code, I can't say how 
much space he has allocated for the sprite, but you need to be sure 
you don't exceed that either. Of course you could change the source 
and recompile a new version that looks for your sprite. 


Mario 


VVVVVVVVVV 


Well you see,I just took his source and changed the main memory address to point t 
o my sprite.I used the timutil to take my sprite and put it in the exact same positi 
on as his sprite in the frame buffer.They are both 8-bit sprites and have a clut.I 
then made a batch to run the file.It still does not work.Im gonna check around the s 
cee sites to see if they did things different. 

Do you think just because he loaded his sprite at 80100000 that I could 
not be able to just change the address to fit mine?Or the source was 
tailor made for his sprite.Now Im babbling. 
-Austin 
--MESSAGE FILE 18641 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000249 


——MESSAGE FILE 18642 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000250 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I like the "Sprite" in you 

Date: Fri, 24 Oct 1997 05:57:41 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3450380f.8092830@205.149.189.29> 

References: <344E23BD.5923@earthlink.net> <344ecf6f.24824894@205.149.189.29> <344F7C 
1D.2968@earthlink.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 23 Oct 1997 09:32:29 -0700, "Linda J. Hodge" 
<hodgke@earthlink.net> wrote: 


>Mario Perdue wrote: 

>> 

>> I'm pretty sure that Ira's code is expecting to find the sprite at a 
>> location of 80100000. Without looking at his code, I can't say how 
>> much space he has allocated for the sprite, but you need to be sure 
>> you don't exceed that either. Of course you could change the source 
>> and recompile a new version that looks for your sprite. 

>> 

>> [snip] 

> 

> Do you think just because he loaded his sprite at 80100000 that I could 
>not be able to just change the address to fit mine?Or the source was 
>tailor made for his sprite.Now Im babbling. 


Austin, 


It depends on where he is (you are) loading the executable code. If 
the code overwrites your sprite image, the best you can hope to see is 
garbage. Make sure you are leaving enough room for the sprite image 
when you link. 


Mario 


—-MESSAGE FILE 18642 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000250 


—-MESSAGE FILE 18643 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000251 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 
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Subject: Re: I like the "Sprite" in you 

Date: Fri, 24 Oct 1997 07:50:23 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <3450B5AF.2D31@earthlink.net> 

References: <344E23BD.5923@earthlink.net> <344ecf6f.24824894@205.149.189.29> 
Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool035-max6.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Mario Perdue wrote: 


I'm pretty sure that Ira's code is expecting to find the sprite at a 
location of 80100000. Without looking at his code, I can't say how 
much space he has allocated for the sprite, but you need to be sure 
you don't exceed that either. Of course you could change the source 
and recompile a new version that looks for your sprite. 


Mario 

Yup thats correct, 

I just did that and it worked!I like the address way of displaying but I 
think the balls application of displaying the sprites is much better. 
Thanks for the help. 


VVVVVVVVV 


12570 


—-MESSAGE FILE 18643 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000251 


—-MESSAGE FILE 18644 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000252 

Path: chuka.playstation.co.uk!news 

From: Giulio <giulio@mbox.ulisse.it> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Need help with backgrounds in hi-res mode 
Date: Sat, 01 Nov 1997 23:58:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <345BB415.934B3B2C@mbox.ulisse.it> 
References: <3403B7BA.1FA@concentric.net> 
NNTP-Posting-Host: 194.247.0.249 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

To: dsyaroze@concentric.net 


Scott Cartier wrote: 


> 

> Okay, I eliminated everything from my program except 
> the background routines and it *still* flickers (in 
> low-res mode it works fine). No sprites or anything 
> else is being sorted - just the background. I really 
> need help figuring this one out. The code is below. 
> 

> Any ideas (even just random thoughts) would be 

> helpful. Thanks! 

> 

> Scott 

Hi, 


maybe I'am wrong but I think it's normal that a program "flicker" at 
high res (y>240 pixels in NISC) because you loose the double buffering 
feature that prevents flicker free images. In double buffer mode (y<240 
in NTSC or 256 in PAL) you have a buffer to draw an image and 
simultaneously a buffer to display an image. If you go in Interlaced 
buffer ( y>...) you have to draw the image directly to the buffer that 
is being displayed so it flickers. 

I'm telling you this because I'have coded a program that display a 
512x240 backgraound using the GsBG library and the code you have posted 
seems rigth. More over if at low res you have no problems the error (but 
I think there's no error) must be in the little code that change to high 
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>Jeff / Nemesis 
> 
> 


—-MESSAGE FILE 1977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00680 


—-MESSAGE FILE 1978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000681 

Path: chuka.playstation.co.uk!news 

From: "Brian Warner" <bwarner@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Thu, 23 Apr 1998 23:03:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <6hodof$31i38@chuka.playstation.co.uk> 

References: <6ertm1$15r20@chuka.playstation.co.uk> <6etiim$15r37@chuka.playstation.c 
o.uk> <6hnto7$31i30@chuka.playstation.co.uk> 

NNTP-Posting-Host: ac217.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Liverpool Street (is it still the Hamilton Hall Bar?) Monday 27th at 6pm? 


Brian 


Steve Dunn wrote in message <6hnto7$31i30@chuka.playstation.co.uk>... 
>Anyone? 

> 

>Steve 

> 


—-MESSAGE FILE 1978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00681 


—-MESSAGE FILE 1979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000682 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Fri, 24 Apr 1998 00:39:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6hojo0g$31i39@chuka.playstation.co.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <6ho08c4$31134@chuk 
a.playstation.co.uk> 

NNTP-Posting-—Host: modem046.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I have a Sony Trinitron and it works with a Fire RGB scart cable. Does 
using a 

>sony rgb lead solve the problem of a the screen not displaying a couple 
pf 

>pixels on the left hand side(This happen with all my consoles and on 
all my 

>trinitrons.)? 


Yeah, my "trinitron" is the 14 inch TV/VCR in 1. And no, it doesn't stop 
the screen shifting. Grrr! 


Nick 
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res (Interlaced buffer). 
If I'am wrong please tell me!It's only an idea... 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 


+ + + 


for games developers? 


* 
* 
* 
* 
* * 
7 


* k k k k k k k k k < k k k < k k k k k k k k k k k k k k k k X < 


—-MESSAGE FILE 18644 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000252 


——MESSAGE FILE 18645 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000253 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Need help with backgrounds in hi-res mode 

Date: Sun, 02 Nov 1997 12:03:47 -0800 

Organization: SCEA News Server 

Lines: 5 
Message-ID: <345CDCA3.1EE9@concentric.net> 

References: <3403B7BA.1FA@concentric.net> <345BB415.934B3B2C@mbox.ulisse.it> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts024d13.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


You're probably right about why it flickers. I've pretty much given 
up hope on getting it to work. So I just went ahead and wrote my own 
BG routines using sprites and they seem to be working fine. 


Scott 
—-MESSAGE FILE 18645 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000253 


—-MESSAGE FILE 18646 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000254 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: screen fades? 

Date: Tue, 4 Nov 1997 22:47:01 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <630qls$gqf1@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


hello all, 


ok... i have just begun learning this thing, and i have a basic question 
that i have not been able to find the answer to yet... 


what is the general technique for doing screen fades to/fro black? 


thanks, 
pete 


—-MESSAGE FILE 18646 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000254 


——MESSAGE FILE 18647 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


Net Yaroze newsgroups message dump.txt Page 12572 


002d_graphics/00000255 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Pete Rizzuto" <rizzuto@nospam.home.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: screen fades? 

Date: Wed, 5 Nov 1997 00:00:45 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <630uboSgqf2@scea> 

References: <630qls$gqfl@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>what is the general technique for doing screen fades to/fro black? 


i'll answer my own question since i just realized that there were a total of 
2 postings to this newsgroup in the last 2 months!!! where is everyone? 


anyway, i am now just adjusting the brightness flags in the sprite structure 
that represents my background screen to produce the screen fade and this 
works nicely... 


nevermind... 


—-MESSAGE FILE 18647 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000255 


——MESSAGE FILE 18648 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000256 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: screen fades? 

Date: Wed, 05 Nov 1997 19:37:56 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 20 

Message-ID: <34601444.167E@peace.co.nz> 
References: <630qlsSgqfl@scea> <630uboS$gqf2@scea> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Pete Rizzuto wrote: 

> 

> anyway, i am now just adjusting the brightness flags in the sprite structure 
> that represents my background screen to produce the screen fade and this 

> works nicely... 


Does it? I use the brightness as well, and it's not great. I'm sure I could get 
smoother fades. While the brightness thing is easy, I notice the gradation of 
the fades. 


A better way would be to have the CLUT in memory, then upload it every frame 
(you'd have to have some sort of triple CLUT buffering scheme), and adjust 
the CLUT directly. This would give you a smoother fade, but it's quite a bit 
more work. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


My get up and go has gotten up and gone. 
—-MESSAGE FILE 18648 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000256 
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—--MESSAGE FILE 18649 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000257 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: cwk5@cornell.edu (Clint) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: high-res? 

Date: 7 Nov 1997 20:47:22 GMT 

Organization: Cornell University 

Lines: 15 

Message-ID: <63vuo0gq$852@scea> 

NNTP-Posting-Host: CWK5.RESNET.CORNELL.EDU 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (beta 2) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:257 scee.yaroze.pr 
ogramming.2d_graphics:176 


Well, I haven't touched my Yaroze since summer (been busy with school and all), 
but I just got the new Codewarrior so I decided to give it a go again before 
break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
the high-res mode. 


Has anyone else done any 2d games in high-res? I remember someone said that 
you don't use double-buffering with high-res, and that you have to keep the 
frame rate at 60fps or else everything flickers. Is this true? Would it be 
hard to keep a *simple* 2d game at 60fps? 


I'll appreciate any help! 


Clint 
cwk5@cornell.edu 


—-MESSAGE FILE 18649 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000257 


——MESSAGE FILE 18650 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000258 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Fri, 07 Nov 1997 21:09:45 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34638347.16036238@205.149.189.29> 

References: <63vu0q$852@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:258 scee.yaroze.pr 
ogramming.2d_graphics:177 


On 7 Nov 1997 20:47:22 GMT, cwk5@cornell.edu (Clint) wrote: 


>Well, I haven't touched my Yaroze since summer (been busy with school and all), 
>but I just got the new Codewarrior so I decided to give it a go again before 
>break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
>the high-res mode. 

> 

>Has anyone else done any 2d games in high-res? I remember someone said that 
>you don't use double-buffering with high-res, and that you have to keep the 
>frame rate at 60fps or else everything flickers. Is this true? 


Yes, this is true. 

> Would it be hard to keep a *simple* 2d game at 60fps? 
It's not to hard as long as you keep the sprite count down. 
Mario 


—-MESSAGE FILE 18650 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000258 


Net Yaroze newsgroups message dump.txt Page 12574 


--MESSAGE FILE 18651 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000259 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Fri, 7 Nov 1997 21:31:55 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <640ip9S$853@scea> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:259 scee.yaroze.pr 
ogramming.2d_graphics:178 


Along these lines...what is the most popular screen resolution used in 
commercial games? Are there many 640x480 games out there? 


—-MESSAGE FILE 18651 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000259 


—-MESSAGE FILE 18652 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000260 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: TIM vs IMG 

Date: Fri, 7 Nov 1997 21:52:59 -0500 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <640k0q$854@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:260 scee.yaroze.pr 
ogramming.2d_graphics:179 


Have s. 


Here's a question... I'm using Codewarrior on a PC. From what I understand 
so far, it seems that there are 2 basic ways of dealing with graphic data: 


1) Create the graphics, arrange them with TimTool or TimUtility, save them 
out as TIMs, examine the byte size and then manually figure out the 
addresses to load them, load them into my app before I enter the debugger 
via PSComUtil and a batch file, and then make sprites out of the TIM data 
via some generic routine. 


2) Create the graphics, arrange them with the TimTool or TimUtility, write 
down the offsets, save them out as BMPs, convert them to TGAs, convert the 
TGAs to IMG C files using the TGA2IMG utility, include the IMG files in my 
source code, and then make sprites out of the IMG data via some generic 
routine. 


hmmm... neither seems very efficient. If I use the IMG files, am I eating 
into the amount of RAM allocated for my app? The nice thing about the IMG 
files is I don't need to constantly run PSComUtil to get the data into the 
Playstation before entering the debugger. However, as soon as I need to use 
my own sound data I'll have to do that anyway. 


If I use the TIM data, is there a better way to automate the builds via 


CodeWarrior?... at least during development? How about the CodeWarrior 
BLoad function? It wasn't clear to me if this function can be used to load 
data from the PC's hard drive direct into the Playstation at runtime... if 


not, then what's it good for? 
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Any advice appreciated! 


Thanks, 
Pete 


—-MESSAGE FILE 18652 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000260 


—--MESSAGE FILE 18653 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000261 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: screen fades? 

Date: Fri, 7 Nov 1997 21:55:25 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <640k5b$855@scea> 

References: <630qls$gqfl@scea> <630uboSgqf2@scea> <34601444.167E@peace.co.nz> 
NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 

>Does it? I use the brightness as well, and it's not great. I'm sure I could 
get 

>smoother fades. While the brightness thing is easy, I notice the gradation 
of 

>the fades. 

> 


well, when i drop the brightness by 4 each frame, it seems pretty smooth. 
when i dropped it by 1 each frame it was a bit jerky. 


>A better way would be to have the CLUT in memory, then upload it every 
frame 

>(you'd have to have some sort of triple CLUT buffering scheme), and adjust 
>the CLUT directly. This would give you a smoother fade, but it's quite a 
bit 

>more work. 


how do the 'pros' do it? it's not clear to me why updating the clut each 
frame would look any different... has anyone tried both methods? 


pete 


—-MESSAGE FILE 18653 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000261 


—-MESSAGE FILE 18654 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000262 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: scorn@pacbell.net (Rajiv Patel) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: screen fades? 

Date: Sat, 08 Nov 1997 01:40:34 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3463c27f£.2171001@news.scea.sony.com> 

References: <630qls$gqfl@scea> <630ubo$gqf2@scea> <34601444.167E@peace.co.nz> <640k5 
b$855@scea> 

NNTP-Posting-Host: ila-port315.jps.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 
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On Fri, 7 Nov 1997 21:55:25 -0500, "Pete Rizzuto" 
<rizzuto@nospam.home.com> wrote: 


>how do the 'pros' do it? it's not clear to me why updating the clut each 
>frame would look any different... has anyone tried both methods? 


The full screen fades that I've seen on the Playstation work by 
sticking a huge semi-transparent sprite (100+100 for fade to white, 
and 100-100 for fade to black) and ramp the colour of that sprite from 
black, through grey, to white. 


raj 
—-MESSAGE FILE 18654 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000262 


——MESSAGE FILE 18655 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000263 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Sat, 08 Nov 1997 04:51:44 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3463efa7.43784727@205.149.189.29> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <640ip9S$853@scea> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:263 scee.yaroze.pr 
ogramming.2d_graphics:180 


Just guessing, I'd say that the majority of the games run in 320x240 
resolution. 


Mario 


On Fri, 7 Nov 1997 21:31:55 -0500, "Pete Rizzuto" 
<rizzuto@nospam.home.com> wrote: 


>Along these lines...what is the most popular screen resolution used in 
>commercial games? Are there many 640x480 games out there? 
> 


V V V V 


--MESSAGE FILE 18655 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000263 


——MESSAGE FILE 18656 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000264 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics,scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Sat, 8 Nov 1997 11:40:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <641linlSsk232@chuka.playstation.co.uk> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <640ip9$853@scea> 
NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:264 scee.yaroze.pr 
ogramming.2d_graphics:181 


Pete Rizzuto wrote in message <640ip9S853@scea>... 
>Along these lines...what is the most popular screen resolution used in 
>commercial games? Are there many 640x480 games out there? 


Net Yaroze newsgroups message dump.txt Page 12577 


The only 640x480 game I've seen is "Tobal No. 1". Most games run 

at 320x240, but some newer ones (Colony Wars?) run at 512x240 

(or 640x240). It's almost high-res, but allows proper double-buffering 
so no interlace flicker / 60Hz requirement. 


Russ 


—-MESSAGE FILE 18656 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000264 


—--MESSAGE FILE 18657 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000265 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Sat, 08 Nov 1997 20:21:31 +0000 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <3464C9CB.F465379D@msu.edu> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (X11; U; FreeBSD 2.2.5-RELEASE i386) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:265 scee.yaroze.pr 
ogramming.2d_graphics:182 


Mario Perdue wrote: 

> Yes, this is true. 

x > Would it be hard to keep a *simple* 2d game at 60fps? 

— It's not to hard as long as you keep the sprite count down. 


I really dont know why exactly people arent using Hi-Res more often, the only 
thing I can think of is to conserve frame buffer space so that more 
sprite-data can be present. Just for grins I took the demo bouncing-balls w/ 
midi music thats on the Yaroze CD and Hi-Res'd it (640x480). I could up the 
ball count to 1200 before I the code was taking more than 1/60th of a second 
to run. (The one big caveat with x480 is your code *has* to run at 30fps or 
greater, or else you get screwed by the buffer switch). The other issue is, 
games that CAN run at 60 frames per second seem smoother and cleaner and 
faster than those running at 30fps in hi-res mode. 


Oh well, its my goal that whenever I actually get a chance to produce a 
real-honest-to-god game that it run entirely at 640x480. 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—-MESSAGE FILE 18657 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000265 


—--MESSAGE FILE 18658 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000266 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Benjamen Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Sprite Flipping 

Date: 8 Nov 1997 20:36:18 GMT 
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Organization: SCEA News Server 

Lines: 13 

Message-ID: <0lbcec86$64399780$22633ace@jack-shit> 
NNTP-Posting-Host: pdx-tcl1-31.triax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Does anyone know of a way to flip sprites, maybe with the GsSPRITE 
attributes or something? I can't imagine sony not providing a way to flip 
sprites. GsSortSprite can Rotate them, Scale them, make them 
semi-transparent, but what about something as simple as flipping them? I am 
going to try poking around with the extra GsSPRITE attribute bits. Maybe 
there is something not documented about the "system reserved" bits. If you 
know something already, please let me know, .. I will as well post my 
findings. 


Benjamen Siroshton 


—-MESSAGE FILE 18658 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000266 


—--MESSAGE FILE 18659 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000267 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Flipping 

Date: Sat, 08 Nov 1997 23:47:55 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3464f9dd.23346640@205.149.189.29> 

References: <0Olbcec86$64399780$22633ace@jack-shit> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Benjamen, 


Piece of cake. Just make the scale negative for the axis you want to 
flip. 


Mario 


On 8 Nov 1997 20:36:18 GMT, "Benjamen Siroshton" <ben@triax.com> 
wrote: 


> 

>Does anyone know of a way to flip sprites, maybe with the GsSPRITE 
>attributes or something? I can't imagine sony not providing a way to flip 
>sprites. GsSortSprite can Rotate them, Scale them, make them 
>semi-transparent, but what about something as simple as flipping them? I am 
>going to try poking around with the extra GsSPRITE attribute bits. Maybe 
>there is something not documented about the "system reserved" bits. If you 
>know something already, please let me know, .. I will as well post my 
>findings. 

> 


>Benjamen Siroshton 
> 
> 


-—-MESSAGE FILE 18659 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000267 


—-MESSAGE FILE 18660 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000268 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: screen fades? 

Date: Mon, 10 Nov 1997 10:25:49 +1300 

Organization: Peace Computers NZ Ltd 
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Lines: 31 

Message-ID: <34662A5D.3F54@peace.co.nz> 

References: <630qls$gqfl@scea> <630ubo$gqf2@scea> <34601444.167E@peace.co.nz> <640k5 
b$855@scea> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Pete Rizzuto wrote: 


>A better way would be to have the CLUT in memory, then upload it every frame 
>(you'd have to have some sort of triple CLUT buffering scheme), and adjust 
>the CLUT directly. This would give you a smoother fade, but it's quite a bit 
>more work. 


how do the 'pros' do it? it's not clear to me why updating the clut each 
frame would look any different... has anyone tried both methods? 


VVVVVVVV 


I haven't tried the CLUT upload method - it's just an old trick I used to get 
smoother fades on the Amiga, which only had an RGB resolution of 4 bits per 
colour. Using the CLUT to fade can get you smoother fades if you don't bring 
down the R,G and B at the same time. I would reduce the red in the first frame, 
the green in the second, the blue in the third, the red in the fourth, etc. 


It's not as necessary in the Yaroze because the colour resolution is better. 
But I have seen 'jerks' when fading in an image while simultaneously fading in 
a semi-transparent image that's on top. 


Cheers, 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


"Go to Red Alert." "Are you absolutely sure, sir? It'll mean changing the bulb." 
—-MESSAGE FILE 18660 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000268 


—-MESSAGE FILE 18661 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000269 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 00:59:12 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3466CCEO.DE1@dial.pipex.com> 

References: <63vuo0q$852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> 

NNTP-Posting-Host: ai092.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:269 scee.yaroze.pr 
ogramming.2d_graphics:183 


Charles Henrich wrote: 


> 

> I really dont know why exactly people arent using Hi-Res more often, the only 
> thing I can think of is to conserve frame buffer space so that more 

> sprite-data can be present. 

> <snip> 


I dont know about you lot in the US etc. - with 60hz NTSC - but the 
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interlaced modes on 50hz UK PAL aren't very attractive. You can 
actually see the screen image jiggling up 'n' down by a scan line 
every time the screen is updated. This gives the whole display a 
rather annoying 'shimmering' appearance. yuk! 


I spose with the extra 10fps you dont get this, or do you? 
Cheers, then. 


Chris 
—-MESSAGE FILE 18661 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000269 


——MESSAGE FILE 18662 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000270 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 03:33:27 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <34667fcb.42097156@205.149.189.29> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:270 scee.yaroze.pr 
ogramming.2d_graphics:184 


Chris, 


Yes we do get the anoying jiggle. It really bothers me, but my wife 
and son don't seem to notice. I guess it's all in what you're used to. 


Mario 


On Mon, 10 Nov 1997 00:59:12 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Charles Henrich wrote: 

>> 

>> I really dont know why exactly people arent using Hi-Res more often, the only 
>> thing I can think of is to conserve frame buffer space so that more 
>> sprite-data can be present. 

>> <snip> 

> 

>I dont know about you lot in the US etc. - with 60hz NTSC - but the 
>interlaced modes on 50hz UK PAL aren't very attractive. You can 
>actually see the screen image jiggling up 'n' down by a scan line 
>every time the screen is updated. This gives the whole display a 
>rather annoying 'shimmering' appearance. yuk! 

> 

>I spose with the extra 10fps you dont get this, or do you? 

> 

>Cheers, then. 

> 

>Chris 


—-MESSAGE FILE 18662 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000270 


—-MESSAGE FILE 18663 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000271 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: TIM vs IMG 

Date: Sun, 09 Nov 1997 21:57:52 -0800 

Organization: SCEA News Server 

Lines: 21 
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—-MESSAGE FILE 1979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00682 


—-MESSAGE FILE 1980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000683 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Fri, 24 Apr 1998 00:45:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6hojoh$31i40@chuka.playstation.co.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <353F3CD7.22FBB346 
@reading.ac.uk> 

NNTP-Posting-—Host: modem046.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> Would a Sony Centre have this? (Rather not mention to them that it's 
>to run imports - will the Yaroze actually run imported discs (as long 
as 

>they're not actually pirated) ?). I asked in Dixons (who said ask 
>Tandy), and Tandy (who didn't know what an RGB lead was(!)).. 

> Does the Sony lead go from Combined AV or some other port on the 
>Yaroze? 


The Sony RGB scart lead goes from the "multi out" (port that looks a bit 
like the serial port next to the power input). Yes, Yaroze will run ANY 
legit games (I can attest to this, having run Jap and US stuff on mine 
fine). IMHO, The people who work in Dixons and Tandy don't know WTF 
they're talking about half the time. Sorry if that's a nasty thing to 
say, but I've never met a store clerk who knew more than me about 
anything electronics-related (and, believe me, I don't know that much)! 


If I were you, I'd buy the Blaze RGB SCART lead (not the composite one!) 
and make sure if it doesn't work you can bring it back and change it to 
get the official one. Try Virgin Megastore or EB if you have one down 
your way. Otherwise, just plump for the Sony - it works great :-) 


Nick "master of acronyms" F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 1980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00683 


—-MESSAGE FILE 1981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000684 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: drink up 

Date: Fri, 24 Apr 1998 09:19:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <6hphr1$b01@chuka.playstation.co.uk> 

References: <6ertml1$15r20@chuka.playstation.co.uk> <6etiim$15r37@chuka.playstation.c 
o.uk> <6hnto7$31i30@chuka.playstation.co.uk> <6hodof$31i38@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera215.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


How about a Friday or Saturdayevening ? 
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Message-ID: <3466A25E.7D4C@san.rr.com> 

References: <640k0q$854@scea> 

Reply-To: dwhite2@san.rr.com 

NNTP-Posting-Host: dt3h1n35.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:271 scee.yaroze.pr 
ogramming.2d_graphics:185 


Pete Rizzuto wrote: 


If I use the TIM data, is there a better way to automate the builds via 
CodeWarrior?... at least during development? How about the CodeWarrior 
BLoad function? It wasn't clear to me if this function can be used to load 
data from the PC's hard drive direct into the Playstation at runtime... if 
not, then what's it good for? 


VVVVVV 


Bload has worked out quite well for me. In fact, my program wouldn't 
work with out it! It lets you dynamically load data from your hard 
drive. It allows your game, for example, to load TIM data to the 
Yaroze's main memory, then transfer it to frame buffer. Then load sound 
data to the same main memory, then transfer it to sound memory. Then, 
finally, load your TDM data to the same memory (being careful not to 
overload the sound data that must remain in main memory). This way you 
can load far more data than you would normally have room for with a 
preload. The down side is that you will have to wait for all of your 
data to load each time you reboot. 


David White 
-—-MESSAGE FILE 18663 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000271 


—-MESSAGE FILE 18664 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000272 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 10 Nov 1997 09:34:57 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 49 

Sender: news@chuka.playstation.co.uk 

Message-ID: <646kg1Smtgl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


A jiggle in interlace mode? 


>You can 

>actually see the screen image jiggling up 'n' down by a scan line 
>every time the screen is updated. This gives the whole display a 
>rather annoying 'shimmering' appearance. yuk! 


Are you certain you're doing interlace correctly? I've been using it fora 
long time and never seen 

anything like that. 640x480 looks alot better than 320x240 in every 
department, and has no glitches at all. 


Lewis 


Chris, 
Yes we do get the anoying jiggle. It really bothers me, but my wife 


Net Yaroze newsgroups message dump.txt Page 12582 


and son don't seem to notice. I guess it's all in what you're used to. 
Mario 

On Mon, 10 Nov 1997 00:59:12 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 

>Charles Henrich wrote: 

>> 

>> I really dont know why exactly people arent using Hi-Res more often, the 
only 

>> thing I can think of is to conserve frame buffer space so that more 
>> sprite-data can be present. 

>> <snip> 

> 

>I dont know about you lot in the US etc. - with 60hz NTSC - but the 
>interlaced modes on 50hz UK PAL aren't very attractive. You can 
>actually see the screen image jiggling up 'n' down by a scan line 
>every time the screen is updated. This gives the whole display a 
>rather annoying 'shimmering' appearance. yuk! 

> 

>I spose with the extra 10fps you dont get this, or do you? 

> 

>Cheers, then. 

> 

>Chris 


—-MESSAGE FILE 18664 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000272 


——MESSAGE FILE 18665 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000273 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 12:29:18 GMT 

Organization: SN Systems 

Lines: 9 

Message-ID: <3466fdfe.6058081@news.playstation.co.uk> 

References: <63vu0q$852@scea> <34638347.16036238@205.149.189.29> <640ip9S853@scea> Հ 
641in1$sk232@chuka.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:273 scee.yaroze.pr 
ogramming.2d_graphics:186 


"Russ Williams" <russ@algorithm.demon.co.uk> wrote: 

>The only 640x480 game I've seen is "Tobal No. 1". Most games run 

>at 320x240, but some newer ones (Colony Wars?) run at 512x240 

>(or 640x240). It's almost high-res, but allows proper double-buffering 
>so no interlace flicker / 60Hz requirement. 


Soul Blade also. 


- Gil 
—-MESSAGE FILE 18665 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000273 


——MESSAGE FILE 18666 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000274 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 15:31:40 +0000 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <346728DC.5527981C@msu.edu> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
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msu.edu> <3466CCEO.DE1@dial.pipex.com> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (X11; U; FreeBSD 2.2.5-RELEASE i386) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:274 scee.yaroze.pr 
ogramming.2d_graphics:187 


Chris Chadwick wrote: 


Charles Henrich wrote: 

> 

> I really dont know why exactly people arent using Hi-Res more often, the only 
> thing I can think of is to conserve frame buffer space so that more 

> sprite-data can be present. 

> <snip> 


I dont know about you lot in the US etc. - with 60hz NTSC - but the 
interlaced modes on 50hz UK PAL aren't very attractive. You can 
actually see the screen image jiggling up 'n' down by a scan line 
every time the screen is updated. This gives the whole display a 
rather annoying 'shimmering' appearance. yuk! 


VVVVVVVVVVV VV VV 


I spose with the extra 10fps you dont get this, or do you? 


It really depends on how well the game was coded. If you can stand to watch 


live video on your sets (which I always wondered HOW you can do at 50hz :) you 
should have no problem playing interlaced games. A well written interlaced 
game should look cleaner in hi-res. (Check out Tobal #2 for example. There 


are no interlacing artifacts that I can tell in that game, instead you get an 
almost photorealistic image. You start to get into deep trouble however if 
you use single pixel wide lines and fonts, or vastly disparate colors between 
scanlines. But if you take just a few precautions it should look incredibly 
good. 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
-—-MESSAGE FILE 18666 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000274 


——MESSAGE FILE 18667 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000275 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 18:08:45 GMT 

Organization: Into Beyond 

Lines: 30 

Message-ID: <346833af.6384239@news.playstation.co.uk> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:275 scee.yaroze.pr 
ogramming.2d_graphics:188 


On Mon, 10 Nov 1997 00:59:12 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> did quoth at me: 


>I dont know about you lot in the US etc. - with 60hz NTSC - but the 
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>interlaced modes on 50hz UK PAL aren't very attractive. You can 
>actually see the screen image jiggling up 'n' down by a scan line 
>every time the screen is updated. This gives the whole display a 
>rather annoying 'shimmering' appearance. yuk! 


Varies hugely from person to person. One guy I knew simply couldn't 
use an Amiga that ran at 50fps, yet I had to get used to a hires 
interlace display as I originally had a 1084 monitor and it couldn't 
do decent refresh rates. Anyone got a spare 1084 (ish) monitor BTW? 
Mine is on it's last legs... 


50-60 fps is quite a difference for most people I'd say. 


Personally I think lo-res is fine because tvs do a lot of aliasing for 
you. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 18667 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000275 


+ + + 


+ 


——MESSAGE FILE 18668 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000276 

Path: chuka.playstation.co.uklira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics,scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 20:20:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-1011972020040001@dialup-08-18.netcomuk.co.uk> 

References: <63vuo0q$852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> 
NNTP-Posting-Host: dialup-—08-18.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:276 scee.yaroze.pr 
ogramming.2d_graphics:189 


>Anyone got a spare 1084 (ish) monitor BIW? 


I got my 1084S at a car boot sale for a tenner. A bit tatty on the casing 
but works fine. I but there's shitloads of 'em around from when average 
joe had his Amiga 500. 


Ira 
—-MESSAGE FILE 18668 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000276 


——MESSAGE FILE 18669 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000277 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 18:31:28 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3467C380.1778@concentric.net> 

References: <63vuo0q$852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts021d17.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:277 scee.yaroze.pr 
ogramming.2d_graphics:190 


I believe this is only a problem when dealing with single pixels 
which have vastly different colors than their surrounding. If my 
sprite (or whatever) is larger than that I can't really notice it. 


I use a star background for my game and double the background's 
scale on both axes, making every star at least 2-by-2. 
Occasionally I'll get a single pixel (some weird artifact of not 
scaling evenly I suppose) and I'll see the shimmering. 


It is annoying, but something you just have to work around. 


Scott 

> I dont know about you lot in the US etc. - with 60hz NTSC - but the 
> interlaced modes on 50hz UK PAL aren't very attractive. You can 

> actually see the screen image jiggling up 'n' down by a scan line 
> every time the screen is updated. This gives the whole display a 
> rather annoying 'shimmering' appearance. yuk! 

> 

> I spose with the extra 10fps you dont get this, or do you? 

> 

> Cheers, then. 

> 

> Chris 


-—-MESSAGE FILE 18669 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000277 


—--MESSAGE FILE 18670 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000278 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: 11 Nov 1997 04:53:43 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <01lbcee5d$56a2a480S67bf43ce@wkwerner> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346728DC.5527981C@msu.edu> 
NNTP-Posting-Host: port03.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:278 scee.yaroze.pr 
ogramming.2d_graphics:191 


Charles Henrich <henrich@msu.edu> wrote: 


> You start to get into deep trouble however if 

> you use single pixel wide lines and fonts, or vastly disparate 
colors between 

> scanlines. 


That's the rub. If you're avoiding single lines in the vert 
dimension, 
you might as well use 640 X 240, automatically avoiding the problem, 
saving mem and decreasing drawing time. The best return on your 
investment when going up from 320 X 240. You don't get much for 
going from 640 X 240 to 640 X 480, so why bother? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18670 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000278 
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——MESSAGE FILE 18671 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000279 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 11 Nov 1997 05:01:26 GMT 

Organization: WermxX Software 

Lines: 23 

Message-ID: <01lbcee5e$6a857940S67bf43ce@wkwerner> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> 

NNTP-Posting-Host: port03.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:279 scee.yaroze.pr 
ogramming.2d_graphics:192 


Ira Rainey <ira@netcomuk.co.uk> wrote in article: 


> >Anyone got a spare 1084 (ish) monitor BIW? 

> 

> I got my 1084S at a car boot sale for a tenner. A bit tatty on the 
casing 

> but works fine. I but there's shitloads of 'em around from when 
average 

> joe had his Amiga 500. 

> 


Ira, 


I'm glad to hear that there are shitloads of 1084s's available. Mine 
went 

belly up. I was just curious... for we (British) english impaired, 
what exactly is a "car boot sale"? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18671 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000279 


—--MESSAGE FILE 18672 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000280 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 11 Nov 1997 09:15:28 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6497ngSonsl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Wayne, 


If you imagine a garage sale conducted from the trunk (=boot) of your 
car, in a field with a lot 
of other people doing the same thing, you've probably got the idea.... 


Like Garage Sales, car boot sales are a wonderful source of useful 
junk and rock bottom 
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prices ! 


Paul 


From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: 

scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:279 
scee.yaroze.programming.2d_graphics:192 


I'm glad to hear that there are shitloads of 1084s's available. Mine 
went 

belly up. I was just curious... for we (British) english impaired, 
what exactly is a "car boot sale"? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18672 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000280 


—-MESSAGE FILE 18673 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000281 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Tue, 11 Nov 1997 15:17:56 GMT 

Organization: SCEA News Server 

Lines: 16 
Message-ID: <34687617.3923168@205.149.189.29> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> <0Olbcee5e$6a857940S67bf43ce@wkwerner 
> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:281 scee.yaroze.pr 
ogramming.2d_graphics:193 


On 11 Nov 1997 05:01:26 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>[snip] 

> 

>I was just curious... for we (British) english impaired, 
>what exactly is a "car boot sale"? 

> 


I'm not British, but I believe he's talking about buying something out 
of the trunk of a car. I had a neighbor who was from the UK and I seem 
to recall that he called the 'trunk' the 'boot' and he called the 
"hood' the 'bonnet.' As has been said before, we're two countries 
divided by a common language. 


Mario 
-—-MESSAGE FILE 18673 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000281 


——MESSAGE FILE 18674 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000282 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 
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Date: Tue, 11 Nov 1997 19:02:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ira-1111971902510001@dialup-11-27.netcomuk.co.uk> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> <Olbcee5e$6a857940S67bf43ce@wkwerner 
> 
NNTP-Posting-Host: dialup-11-27.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:282 scee.yaroze.pr 
ogramming.2d_graphics:194 


I'm glad to hear that there are shitloads of 1084s's available. Mine 
went 

belly up. I was just curious... for we (British) english impaired, 
what exactly is a "car boot sale"? 


V V V V 


Car Boot Sale: 


Somewhere to park your car on a Sunday morning where you can also very 
successfully sell any old shit you found in your house that you forgot you 
had. The only clause is that it is all so crap that you wouldn't even have 
thrown it out. 


(Kinda like a swap meet) 


Ira 
—-MESSAGE FILE 18674 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000282 


——MESSAGE FILE 18675 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000283 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.2d_graphics,scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Tue, 11 Nov 1997 19:00:49 GMT 

Organization: SN Systems 

Lines: 6 

Message-ID: <3468ab32.15281864@news.playstation.co.uk> 

References: <63vuo0q$S852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-08-18.netcomuk.co.uk> <Olbcee5e$6a857940S67bf43ce@wkwerner 
> <34687617.3923168@205.149.189.29> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:283 scee.yaroze.pr 
ogramming.2d_graphics:195 


mperdue@hrtc.net (Mario Perdue) wrote: 
>As has been said before, we're two countries divided by a common language. 


Yeah - ANSI standard C ; =) 


- Gil 
—-MESSAGE FILE 18675 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000283 


——MESSAGE FILE 18676 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000284 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Steve LaVietes <steve@scad.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Fri, 14 Nov 1997 08:49:57 -0500 

Organization: Satellite at Savannah College of Art and Design 
Lines: 20 

Message-ID: <346C5704.71CF6581@scad.edu> 

References: <640k0q$854@scea> 
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NNTP-Posting-Host: host167.scad.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (X11; I; IRIX 6.3 IP32) 


1) Create the graphics, arrange them with TimTool or TimUtility, save them 


out as TIMs, examine the byte size and then manually figure out the 
addresses to load them, load them into my app before I enter the debugger 
via PSComUtil and a batch file, and then make sprites out of the TIM data 
via some generic routine. 


VV V V V 


I know this might not help you much on your PC, but I've developed a Mac 
application that provides all the functionality of TimUtility and TimTool, but 
also automatically generates batch files with the correctly offset addresses. 
It then creates a header file with #defines for each file name. 


If anyone wants to qive it a try, just let me know. I may port it to Windows if 
I get a chance. 


—Steve LaVietes 


--MESSAGE FILE 18676 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000284 


——MESSAGE FILE 18677 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000285 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Fri, 14 Nov 1997 16:04:15 -0600 

Organization: Metrowerks 

Lines: 48 

Message-ID: <sumner-ya02408000R1411971604150001@news.scea.sony.com> 

References: <640k0q$854@scea> 

NNTP-Posting-Host: mtwks208.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:285 scee.yaroze.pr 
ogramming.2d_graphics:196 


In article <640k0qS$854@scea>, "Pete Rizzuto" <rizzuto@nospam.home.com> wrote: 


>Hi... 

> 

>Here's a question... I'm using Codewarrior on a PC. 

[snip] 

> 

>hmmm... neither seems very efficient. If I use the IMG files, am I eating 


>into the amount of RAM allocated for my app? The nice thing about the IMG 
>files is I don't need to constantly run PSComUtil to get the data into the 
>Playstation before entering the debugger. However, as soon as I need to use 
>my own sound data I'll have to do that anyway. 

> 

>If I use the TIM data, is there a better way to automate the builds via 
>CodeWarrior?... at least during development? How about the CodeWarrior 
>BLoad function? It wasn't clear to me if this function can be used to load 
>data from the PC's hard drive direct into the Playstation at runtime... if 
>not, then what's it good for? 


Hi Pete, 
There are basically two ways you can download sound/pictures. 


1) Use PSComUtil OR the Debugger using a batch file. You mentioned this 
earlier so you probably understand how to do this. One thing to note is 
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that you can use the batch file you created in the debugger also. After 
you open the symbol file, the debugger will connect to the Net Yaroze. Now 
notice that there is a new menu called "PlayStation". There is a menu item 
that allows you to select a batch file. After you select the batch file, 
it will read and download everything, just like PSComUtil (it will skip the 
-pxe file) 


The advantage to this method is that you can "run" your program multiple 
times but only download the data once. 


2) Use the MWDebugIO.h functions. This allows you to use your PC as an 
external "Hard Drive" for your Net Yaroze. As long as the program is being 
run under the Metrowerks debugger or PSComUtil, those commands will work 
just fine. Please see the Targeting PlayStation OS manual for a better 
description of what each function does. 


There is a demo program in the CodeWarrior distribution "Metrowerks Logo" 
which demonstrates both of these techniques. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 18677 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000285 


——MESSAGE FILE 18678 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000286 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Fri, 21 Nov 1997 19:06:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ira-2111971906210001@dialup-01-21.netcomuk.co.uk> 
References: <640k0q$854@scea> <346C5704.71CF6581@scad.edu> 
NNTP-Posting-Host: dialup-—01-21.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


know this might not help you much on your PC, but I've developed a Mac 
application that provides all the functionality of TimUtility and TimTool, but 
also automatically generates batch files with the correctly offset addresses. 
It then creates a header file with #defines for each file name. 


V V V V V V 


If anyone wants to give it a try, just let me know. 


I'd be quite interested in seeing it Steve. Can you mail me a copy? 
—-MESSAGE FILE 18678 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000286 


——MESSAGE FILE 18679 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000287 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Fri, 21 Nov 1997 20:21:08 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <34765DB4.65C2@concentric.net> 

References: <640k0q$854@scea> <346C5704.71CF6581@scad.edu> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts011d37.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Great minds think alike! I just posted a DOS program that does the 
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Steve 


>Liverpool Street (is it still the Hamilton Hall Bar?) Monday 27th at 6pm? 
> 

>Brian 

> 

> 

>Steve Dunn wrote in message <6hnto7$31i30@chuka.playstation.co.uk>... 
>>Anyone? 

>> 

>>Steve 

>> 

> 

> 

> 


—-MESSAGE FILE 1981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00684 


—-MESSAGE FILE 1982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000685 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Fri, 24 Apr 1998 10:30:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35405BA8.5D975223@reading.ac.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <353F3CD7.22FBB346 
@reading.ac.uk> <6hojoh$31i40@chuka.playstation.co.uk> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


If I were you, I'd buy the Blaze RGB SCART lead (not the composite one!) 
and make sure if it doesn't work you can bring it back and change it to 
get the official one. Try Virgin Megastore or EB if you have one down 
your way. Otherwise, just plump for the Sony - it works great :-) 


V V V V V 


I found a Logic-6 lead for 7 quid in a local EB and tried that. 
Seemed to work fine - made the picture a lot sharper and I finally g9ot 
the colours of Terra Incognita NTSC :) 

Thanks very much for all your help. (Now all I've got to do is find 
time to get Nephelokokkugia past the design-idea stage :) ) 

—-MESSAGE FILE 1982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00685 


—-MESSAGE FILE 1983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000686 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: A short story... 

Date: Fri, 24 Apr 1998 15:07:50 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ld7yxva.ldndhbp2c4thcN@al-88-127.a1l.nl> 

References: <6hnusuSa2a7@scea> <6ho9mp$31i37@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:581 scee.yaroze.freetalk.english: 
686 


West <wb6ac> wrote: 
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exact 

same thing. Basically my number of TIMs got too large that I got tired 
of 

recalculating the addresses by hand. 


Scott 

> I know this might not help you much on your PC, but I've developed a Mac 

> application that provides all the functionality of TimUtility and TimTool, but 
> also automatically generates batch files with the correctly offset addresses. 

> It then creates a header file with #defines for each file name. 

> 

> If anyone wants to give it a try, just let me know. I may port it to Windows if 
> I get a chance. 

> 

> -Steve LaVietes 


—-MESSAGE FILE 18679 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000287 


——MESSAGE FILE 18680 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000288 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: 23 Nov 1997 08:18:35 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <0lbcf7e9Slefd7920S6fbf43ce@wkwerner> 

References: <640k0q$854@scea> <346C5704.71CF6581@scad.edu> <34765DB4.65C2@concentric 
-net> 

NNTP-Posting-Host: 206.67.191.111 

X-Newsreader: Microsoft Internet News 4.70.1161 


Scott Cartier <dsyaroze@concentric.net> wrote: 


> Great minds think alike! I just posted a DOS program that does the 
> exact 
> same thing. Basically my number of TIMs got too large that I got 
tired 

> of 

> recalculating the addresses by hand. 

> 

Scott, 


Sounds great... could you tell me where to find it? 


Thanks, 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18680 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000288 


——MESSAGE FILE 18681 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000289 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Sun, 23 Nov 1997 15:38:40 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3478BE80.7E1B@concentric.net> 

References: <640k0qS854@scea> <346C5704.71CF6581@scad.edu> <34765DB4.65C2@concentric 
-net> <Olbcf7e9S$lefd7920S6fbf43ce@wkwerner> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts007d05.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


> Sounds great... could you tell me where to find it? 
Oops sorry guess it's not that obvious. My page is here: 
http://www.scea.sony.com/net/yaroze/pages/scartier.html 


It's under DragonShadow Industries in the members index. The program 
is called Address Arranger. 


Scott 
—-MESSAGE FILE 18681 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000289 


—--MESSAGE FILE 18682 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000290 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: 24 Nov 1997 09:33:29 GMT 

Organization: WermxX Software 

Lines: 9 

Message-ID: <0Olbcf8bcSbaf6ae40S$7abf43ce@wkwerner> 

References: <640k0q$854@scea> <346C5704.71CF6581@scad.edu> <34765DB4.65C2@concentric 
-net> <Olbcf7e9S$lefd7920S6fbf43ce@wkwerner> <3478BE80.7E1B@concentric.net> 
NNTP-Posting-Host: port22.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Scott, 
Just want to say, GREAT PAGE! 
Thanks. A lot! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 18682 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000290 


—-MESSAGE FILE 18683 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000291 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Mon, 24 Nov 1997 18:40:01 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <347A3A80.513@concentric.net> 

References: <640k0qS854@scea> <346C5704.71CF6581@scad.edu> <34765DB4.65C2@concentric 
.net> <Olbcf7e9Slefd7920S6fbf43ce@wkwerner> <3478BE80.7E1B@concentric.net> ՀՕ1ԵՇքՑԵՇ 
Sbaf6ae40ST7abf43ce@wkwerner> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts006d10.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


> Just want to say, GREAT PAGE! 
Cool, thanks! 
> Thanks. A lot! 


Happy to help. Anything to get us yarozers yarozing (it does mean 
"let's do it" - implying communication and cooperation). 
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Scott 
-—-MESSAGE FILE 18683 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000291 


—--MESSAGE FILE 18684 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000292 

Path: chuka.playstation.co.uk!scea!host181.scad.edu!user 

From: steve@scad.edu (Steve LaVietes) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Tue, 25 Nov 1997 09:44:11 -0500 

Organization: Savannah College of Art and Design 

Lines: 8 

Message-ID: <steve-2511970944110001@host181.scad.edu> 

References: <640k0q$854@scea> <346C5704.71CF6581@scad.edu> <ira-—2111971906210001@dia 
lup-01-21.netcomuk.co.uk> 

NNTP-Posting-Host: host181.scad.edu 


> 
> I'd be quite interested in seeing it Steve. Can you mail me a copy? 


Sorry I haven't check here in a while. You can download it from 
http://host167.scad.edu/timtweak.sit 


-steve 
--MESSAGE FILE 18684 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000292 


——MESSAGE FILE 18685 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000293 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "6U@" <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Flipping 

Date: Mon, 01 Dec 1997 23:10:21 -0500 

Organization: il.digitalcity.com 

Lines: 5 

Message-ID: <34838A2D.1457@digitalcity.com> 

References: <01lbcec86$64399780S22633ace@jack-shit> <3464f9dd.23346640@205.149.189.29 
> 
Reply-To: justin@digitalcity.com 
NNTP-Posting-Host: rain.mnsinc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


For some reason sony left the flip function out of the Yaroze libraries. 
The official dev libraries have a nifty function called 
GsSortFlipSprite. 


-J 
--MESSAGE FILE 18685 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000293 


——MESSAGE FILE 18686 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000294 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Flipping 

Date: Wed, 03 Dec 1997 00:19:00 GMT 

Organization: L4 Software 

Lines: 25 

Message-ID: <3484a459.32303277@205.149.189.29> 

References: <0Olbcec86$64399780$22633ace@jack-shit> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Someone else asked this a while back. Flipping a Sprite is easy. In 
the GsSPRITE you specify the size with scalex and scaley. If you enter 
negative number in either or both of these, the sprite will be flipped 
about the respective axis. I'm doing this in a version of Breakout 
2000 that I work on from time to time. 


Mario 


On 8 Nov 1997 20:36:18 GMT, "Benjamen Siroshton" <ben@triax.com> 
wrote: 


> 

>Does anyone know of a way to flip sprites, maybe with the GsSPRITE 
>attributes or something? I can't imagine sony not providing a way to flip 
>sprites. GsSortSprite can Rotate them, Scale them, make them 
>semi-transparent, but what about something as simple as flipping them? I am 
>going to try poking around with the extra GSSPRITE attribute bits. Maybe 
>there is something not documented about the "system reserved" bits. If you 
>know something already, please let me know, .. I will as well post my 
>findings. 

> 

>Benjamen Siroshton 

> 

> 


—-MESSAGE FILE 18686 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000294 


—-MESSAGE FILE 18687 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000295 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite Flipping 

Date: Wed, 03 Dec 1997 00:21:30 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <3484a5c2.32664213@205.149.189.29> 

References: <0Olbcec86$64399780$22633ace@jack-shit> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ooops, That was you who asked before. For some reason my system 
flagged it as a new message again. Sorry for being redundant. 


Mario 


On 8 Nov 1997 20:36:18 GMT, "Benjamen Siroshton" <ben@triax.com> 
wrote: 


> 

>Does anyone know of a way to flip sprites, maybe with the GsSPRITE 
>attributes or something? I can't imagine sony not providing a way to flip 
>sprites. GsSortSprite can Rotate them, Scale them, make them 
>semi-transparent, but what about something as simple as flipping them? I am 
>going to try poking around with the extra GSSPRITE attribute bits. Maybe 
>there is something not documented about the "system reserved" bits. If you 
>know something already, please let me know, .. I will as well post my 
>findings. 

> 


>Benjamen Siroshton 
> 
> 


—-MESSAGE FILE 18687 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000295 


—-MESSAGE FILE 18688 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000296 
Path: chuka.playstation.co.uk!news 
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From: "CRAIG GRAHAM" <c_graham@intelligent-group.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 8 Dec 1997 15:17:20 GMT 

Organization: Intelligent Research Ltd 

Lines: 37 

Message-ID: <01lbd03ed$65a53420S6c0b0a0a@newcastle.twowaytv.co.uk> 

References: <63vuo0q$S852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:296 scee.yaroze.pr 
ogramming.2d_graphics:197 


Charles Henrich <henrich@msu.edu> wrote in article 
<3464C9CB.F465379D@msu.edu>... 

> Mario Perdue wrote: 

Yes, this is true. 


> Would it be hard to keep a *simple* 2d game at 60fps? 


VV V V V 


It's not to hard as long as you keep the sprite count down. 


VVVVVVVV 


I really dont know why exactly people arent using Hi-Res more often, the 
only 
> thing I can think of is to conserve frame buffer space so that more 


> sprite-data can be present. Just for grins I took the demo 
bouncing-balls w/ 

> midi music thats on the Yaroze CD and Hi-Res'd it (640x480). I could up 
the 


> ball count to 1200 before I the code was taking more than 1/60th of a 
second 


Using Hi-res, you don't get a 1/60th sec to draw a screen - that's the 
whole problem. 

What you actually get is solely the vertical retrace time. If you were 
double buffering 

you could have the whole 1/60th sec to draw your screen (that's the point, 
you can 

be drawing as the screen is displaying). Without the double buffer there is 
a much 

smaller time to generate a screen in (amount's to approx. 1500 gourard 
polys 

on 50Hz PAL). 


> Charles Henrich Michigan State University henrich@msu.edu 


Craig. 
—-MESSAGE FILE 18688 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000296 


——MESSAGE FILE 18689 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000297 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics,scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 
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I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
—-MESSAGE FILE 18689 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000297 


——MESSAGE FILE 18690 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000298 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming. libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


—-MESSAGE FILE 18690 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000298 


—-MESSAGE FILE 18691 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000299 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Sat, 20 Dec 1997 00:04:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <67f11g$9ij1@chuka.playstation.co.uk> 

References: <63vuo0q$S852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> <01bd03ed$65a53420S$ 6c0b0a0a@newcastle.twowaytv.co.uk> 

NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:299 scee.yaroze.pr 
ogramming.2d_graphics:203 


CRAIG GRAHAM wrote in message 
<01bd03ed$65a53420S6c0Ob0a0a@newcastle.twowaytv.co.uk>... 
>Charles Henrich <henrich@msu.edu> wrote in article 
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><3464C9CB.F465379D@msu.edu>... 

>> Mario Perdue wrote: 

>> 

>> > Yes, this is true. 

>> > 

>> > > Would it be hard to keep a *simple* 2d game at 60fps? 

>> > 

>> > It's not to hard as long as you keep the sprite count down. 

>> 

>> I really dont know why exactly people arent using Hi-Res more often, 
>> the only thing I can think of is to conserve frame buffer space so that 
>> more sprite-data can be present. Just for grins I took the demo 

>> bouncing-balls w/ midi music thats on the Yaroze CD and Hi-Res'd it 


>> (640x480). I could up the ball count to 1200 before I the code was 
>> taking more than 1/60th of a second 
> 


>Using Hi-res, you don't get a 1/60th sec to draw a screen - that's the 
>whole problem. 


Yes, you do. 
>What you actually get is solely the vertical retrace time. 


No, you get 1/60s to draw 1 field. The odd/even lines are drawn alternately 
and you update them independently. 


>If you were double buffering you could have the whole 1/60th sec to draw 
>your screen (that's the point, you can be drawing as the screen is 
>displaying). 


Unless you set the dfe bit, you get 1/60s to update half of the scanlines. 


>Without the double buffer there is a much smaller time to generate a 
>screen in (amount's to approx. 1500 gourard polys on 50Hz PAL) 


OK. If you can do all your drawing (in hires mode) in <240 hsyncs, then 

it will work fine. The drawing is (IME) about 40% quicker in interleaved 
mode. To keep up with the interlace, you really need to be drawing from 

a ՄՏՄոՇ callback. 


Russ 


—-MESSAGE FILE 18691 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000299 


—-MESSAGE FILE 18692 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000307 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Sprite widths, why does this work???? 

Date: 10 Jan 1998 04:41:24 GMT 

Organization: SCEA News Server 

Lines: 98 

Message-ID: <01bd1d9c$4c2d9000$4454eccd@nsantos> 

NNTP-Posting-Host: ppp-annex-—0258.tor.total.net 

X-Newsreader: Microsoft Internet News 4.70.1160 


Hi people, 


Take a look at this code for me please... 


GsIMAGE WarningImage; 
GsSPRITE WarningSpritel; 
GsSPRITE WarningSprite2; 
RECT Dest; 


GsGetTimInfo((u_long *) (TIM_WARNING+4) , &WarningImage) ; 


Dest .x=WarningImage.px; 


Net Yaroze newsgroups message dump.txt 


Dest. y=WarningI 
Dest .w=WarningI 
Dest .h=WarningI 
LoadImage (&Dest 


Dest .x=WarningI 
Dest. y=WarningI 
Dest .w=WarningI 
Dest .h=WarningI 
LoadImage (&Dest 


DrawSync (0); 


mage .py; 
mage.pw; 
mage.ph; 
,WarningImage.pixel) ; 


mage. 
mage. 
mage. cw; 
mage.ch; 
,WarningImage.clut) ; 


Cx; 
CY; 


// Initialize Sprites 
WarningSpritel.attribute = 1 << 26; 
WarningSpritel.x = 0; 
WarningSpritel.y = 80; 
WarningSpritel.w = 256; 
WarningSpritel.h = 80; 
WarningSpritel.tpage = GetTPage(0,0,320,0); 
WarningSpritel.u = 0; 
WarningSpritel.v = 0; 
WarningSpritel.cx = WarningImage.cx; 
WarningSpritel.cy = WarningImage.cy; 
WarningSpritel.r = 127; 
WarningSpritel.g = 127; 
WarningSpritel.b = 127; 
WarningSpritel.mx = 0; 
WarningSpritel.my = 0; 
WarningSpritel.scalex = ONE; 
WarningSpritel.scaley = ONE; 
WarningSpritel.rotate = 0; 
WarningSprite2.attribute = 1 << 26; 
WarningSprite2.x = 256; 
WarningSprite2.y = 80; 
WarningSprite2.w = 64; 
WarningSprite2.h = 80; 
WarningSprite2.tpage = GetTPage(0,0,384,0); 
WarningSprite2.u = 0; 
WarningSprite2.v = 0; 
WarningSprite2.cx = WarningImage.cx; 
WarningSprite2.cy = WarningImage.cy; 
WarningSprite2.r = 127; 
WarningSprite2.g = 127; 
WarningSprite2.b = 127; 
WarningSprite2.mx = 0; 
WarningSprite2.my = 0; 
WarningSprite2.scalex = ONE; 
WarningSprite2.scaley = ONE; 
WarningSprite2.rotate = 0; 
for(; Time != 0 ; Time -= 1) 
{ 

Buffer = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)Packet [Buffer] )j; 
GsClearOt (0,0, &OrdTab[Buffer]); 


After the GsGetTimInfo, 


GsSortClear(0, 0, 0, 


&OrdTab [Buffer] ); 


GsSortFastSprite (&éWarningSpritel, &0rdTab[Buffer], 0); 
GsSortFastSprite (&éWarningSprite2, &OrdTab[Buffer], 0); 


GsDrawOt (&OrdTab[Buffer]); 
GsSwapDispBuff(); 

DrawSync (0); 

VSync (0); 


First I load a 320x80 image into the Frame Buffer. 
WarningImage.pw is actually equal to 80, 
This probably has something to do with the fact that the image is a 4-bit 


It's a 4-bit image. 
not 320! 
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image, but the picture itself is still 320 pixels wide. Why does it return 
80?? 


Next, I create two sprites, one for the first 256 pixels, and the second 
sprite handles the rest of the sprite, 64 pixels. However, the GetTPage 
command for the second sprite must be GetTPage(0,0,384,0) for it to work 
properly, rather than GetTPage(0,0,576,0), to skip the 256 pixels in the 
first TPage. I have no idea why this is so. 


Can anyone answer these 2 questions for me, please??? 
Nelson Santos 


-—-MESSAGE FILE 18692 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000307 


——MESSAGE FILE 18693 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000308 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite widths, why does this work???? 

Date: Sat, 10 Jan 1998 05:28:41 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <34b7045f.2737133@205.149.189.29> 

References: <Olbd1d9c$4c2d9000$4454eccd@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 10 Jan 1998 04:41:24 GMT, "Nelson Santos" <nsantos@total.net> 
wrote: 


> [snip] 

> 

> 

>First I load a 320x80 image into the Frame Buffer. It's a 4-bit image. 
>After the GsGetTimInfo, WarningImage.pw is actually equal to 80, not 320! 
>This probably has something to do with the fact that the image is a 4-bit 
>image, but the picture itself is still 320 pixels wide. Why does it return 
>80?? 


You're right, it has to do with the fact that you are using a 4-bit 
image. The frame buffer is a 1024x512 area of 16-bit pixels. When you 
load your 4-bit image it only requires 1/4 the space that a 16-bit 
image would require. The value for pw is adjusted to reflect the 
actual memory used. 


>Next, I create two sprites, one for the first 256 pixels, and the second 
>sprite handles the rest of the sprite, 64 pixels. However, the GetTPage 
>command for the second sprite must be GetTPage(0,0,384,0) for it to work 
>properly, rather than GetTPage(0,0,576,0), to skip the 256 pixels in the 
>first TPage. I have no idea why this is so. 


Same as above. The texture page is 256 pixels wide. A 4-bit image that 
is 256 pixels wide will use a 64 bit wide area in the 16-bit frame 
buffer. Locations in the frame buffer are relative to a 16-bit pixel. 
You need to adjust for other color depths. 


Mario 
--MESSAGE FILE 18693 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000308 


——MESSAGE FILE 18694 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000309 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprite widths, why does this work???? 

Date: 11 Jan 1998 17:43:50 GMT 

Organization: SCEA News Server 


Net Yaroze newsgroups message dump.txt Page 12600 


Lines: 11 

Message-ID: <0lbdled2$b3398a60Sa354eccd@nsantos> 

References: <01bd1d9c$4c2d9000S$4454eccd@nsantos> <34b7045f.2737133@205.149.189.29> 
NNTP-Posting-Host: ppp-annex-0609.magic.ca 

X-Newsreader: Microsoft Internet News 4.70.1160 


You're right, it has to do with the fact that you are using a 4-bit 
image. The frame buffer is a 1024x512 area of 16-bit pixels. When you 
load your 4-bit image it only requires 1/4 the space that a 16-bit 
image would require. The value for pw is adjusted to reflect the 
actual memory used. 


V V V V V 


Ahhh! Thank you! So that means, if I create games using 4-bit graphics, I 
actually have 4 times the graphics space as one might think. That's great! 


Nelson 


—-MESSAGE FILE 18694 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000309 


—-MESSAGE FILE 18695 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000310 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: screen fades? 

Date: Mon, 12 Jan 1998 12:25:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <69d2obSbfn8@chuka.playstation.co.uk> 
References: <630qlsSgqfl@scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Pete Rizzuto wrote in message <630qlsSgqfl@scea>... 
>hello all, 


> 

>ok... i have just begun learning this thing, and i have a basic question 
>that i have not been able to find the answer to yet... 

> 


>what is the general technique for doing screen fades to/fro black? 
> 

>thanks, 

>pete 

> 

> 

> 


The method which will give the best result is to draw a semi trans GsBox 
with 1-1 transparency and RGB set from black to white 
Placing this over the top of any screen will give a good fade effect. 


Cheers, 


Colin @ SCEE 


—-MESSAGE FILE 18695 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000310 


—-MESSAGE FILE 18696 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000311 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:27:13 -0800 

Organization: SCEA News Server 
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> Does this site support Netscapel.0 as I only get a blank page? 
> 
> 
Netscape 1.0 ?????? Thats old, what computer do you use? C64 ;-) 


DEnnis.. 
-—-MESSAGE FILE 1983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00686 


—-MESSAGE FILE 1984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000687 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Fri, 24 Apr 1998 15:07:52 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ld7yy0z.lrbbummcsgz0pN@al-88-127.a1.nl> 

References: <6hnu98$31i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
NNTP-Posting-Host: al-88-127.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> I live in a dark cave, so my question is "what are dual shock pads?" 

> 

the shock pad is kind of similar to the N64 rumblepack. Til now they are 
only availeble in Japan. It's like holding a strong fibrator (Dildo) 
while playing a game. 


DEnnis.. 
—-MESSAGE FILE 1984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00687 


—-MESSAGE FILE 1985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000688 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Working with non-yarozers 

Date: Fri, 24 Apr 1998 15:07:53 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ld7yy5x.ebbnb21g8kd7eN@al-—88-127.a1l.nl> 
References: <353D3888.C7FEO67C@hotmail.com> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


If artists want to join in, they just need to buy a Net Yaroze to. I 
can't code but I am a Interaction Designer. I do 2D and 3D graphics. If 
I can be of any help, just let me know. 


DEnnis.. 


—-MESSAGE FILE 1985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00688 


—-MESSAGE FILE 1986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000689 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Working with non-yarozers 

Date: Fri, 24 Apr 1998 15:07:55 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ld7yyao.ua0cg016e96giN@al-—88-127.a1.nl1> 

References: <353D3888.C7FE067C@hotmail.com> <6h1n0c$31i24@chuka.playstation.co.uk> Հ 
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Lines: 3 

Message-ID: <34BA1A31.1722@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 168-204-80.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?I1l try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

—Austin 

--MESSAGE FILE 18696 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000311 


——MESSAGE FILE 18697 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000312 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mike Fulton <mfulton@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics,scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Thu, 15 Jan 1998 12:56:16 -0800 

Organization: Sony Computer Entertainment America 

Lines: 74 

Message-ID: <34BE77F0.1DFB@playstation.sony.com> 

References: <63vuo0gq$852@scea> 

Reply-To: mfulton@playstation.sony.com 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:312 scee.yaroze.pr 
ogramming.2d_graphics:206 


Clint wrote: 


Well, I haven't touched my Yaroze since summer (been busy with school and all), 
but I just got the new Codewarrior so I decided to give it a go again before 
break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
the high-res mode. 


Has anyone else done any 2d games in high-res? I remember someone said that 
you don't use double-buffering with high-res, and that you have to keep the 
frame rate at 60fps or else everything flickers. Is this true? Would it be 
hard to keep a *simple* 2d game at 60fps? 


I'll appreciate any help! 


Clint 
cwk5@cornell.edu 


VVVVVVVVVVV VV VV 


Actually, it's not absolutely necessary for the game to run at 60 fps. 
But first let's discuss why you'd get flicker so that we can understand 
how to avoid it. Also, keep in mind we're talking about big-time, 
whole-screen, mind-numbing flicker, not the occasional glittering pixels 
one normally sees on an interlaced display. 


On an interlaced display, the screen is alternating between odd-numbered 
and even-numbered scanlines every 60th of a second. The default setting 
for the PlayStation's graphics chip is that your drawing operations 
affect only the scanlines which are not currently shown. 


Normally when you draw at 60 fps in interlaced mode, the viewer will 
only see either the odd-numbered or the even-numbered scanlines of each 
game screen, because you're switching from one game screen to the next 
before all the scanlines are displayed. 


If you draw at rates slower than 60 fps, the problem is that you'll end 
up with a display where the odd-numbered scanlines come from one game 
screen and the even-numbered scanlines come from a different game 
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screen, but they don't come in the proper sequence, so you get flicker 
and jerky movement. 


Let's go over that in more detail. 


Let's say you draw game screen #4444 and the video hardware switches to 
it for showing the odd-numbered scanlines of the interlaced display. 
But if you're not drawing at a rate of 60 fps, then when it's time to 
switch to the even-numbered scanlines, they still contain game screen 
#4443, because you have not finished creating screen #4445. Screen 
#4443 gets shown again instead, so you get flicker. Then when you're 
done creating game screen #4445, you're going ahead two screens and you 
get jerky movement on top of the flicker. 


The bottom line is, it's not pretty. However, there's another way to do 
it. 


If you set the 'dfe' field of your DRAWENV structure to 1, that will 
allow the GPU to draw into the scanlines currently being displayed. So 
both the odd-numbered scanlines and the even-numbered scanlines will be 
drawn, regardless of which are currently being shown. So when it comes 
time to switch from one set of scanlines to another, if you haven't 
finished creating the next game screen, then all that happens is that 
the viewer will see both sets of scanlines for the current game screen, 
instead of only one set. You'll still get your high-res display, just 
with a slower frame rate. 


The disadvantage to setting the 'dfe' field is that since the 
PlayStation is drawing into both sets of scanlines, the drawing 
operation takes longer. In some cases, it may then take longer than 
1/60th second to complete, which would make running at 60 fps 
impossible. If this is the case, setting the 'dfe' field to 1 should be 
done only when you know you're not going to be running at 60 fps anyway. 


Mike Fulton @ SCEA 
—-MESSAGE FILE 18697 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000312 


——MESSAGE FILE 18698 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000313 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Sprites don't display black? 

Date: Sat, 31 Jan 1998 12:48:51 -0800 

Organization: SCEA News Server 

Lines: 121 

Message-ID: <34D38E33.3A92@concentric.net> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts006d47.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Hi, 


I'm seeing some strange behavior I was hoping someone could explain. The 
code to duplicate it is attached below. 


Basically I have three 4-bit sprites which are 64x64. I use ClearImage 
to clear all the pixels to 0 (so all pixels point to CLUT #0). 


I set up three CLUTs for the sprites. The first has white for CLUT 
entry 0, the second has black, and the third is cyan. 


If you run the the program you'll be able to see the two outer sprites, 
but not the middle one. For some reason the SortSprite routine doesn't 
paint the black pixels. Note I do *not* have transparency turned on so 
it *should* paint them as black. 


Net Yaroze newsgroups message dump.txt Page 12603 


Can someone take a look and explain it to me? 


Thanks, 
Scott 


#include <stdlib.h> 
#include <stdio.h> 

#include "libps.h" 

#include "pad.h" 


#define OT_LENGTH 1 


volatile u_char *bb0, *bbl1; 

GsOT OT[2]; 

GsOT_TAG OT_tags[2][1 << OT_LENGTH]; 
PACKET gpu_packet_area[2][10 * (24)]; 


static u_long PadRead()j; 


main() { 
GsSPRITE sprt[3]; 
int cnt, i, active_buffer, cont = 1; 
u_long clut_init, cur_pad; 
RECT rect; 


for (cnt = 0; cnt <= 1; cnt++) í 
OT[cnt].length = OT_LENGTH; 
OT[cnt].org = OT_tags[cnt]; 

} 


SetVideoMode (MODE_NTSC) ; 
GetPadBuf (&bb0, &bb1); 


GsInitGraph(640, 480, 5, 0, 0); 
GsDefDispBuff(0, 0, 0, 0); 


for (i = 0; i <= 2; i++) { 
sprt[i].attribute = 0; 
sprt[i].x = 100 + i * 128; 
sprt[i].y = 100; 
sprt[i].h = 64; 
sprt[i].w = 64; 
sprt[i].u = 0; 
sprt[i].v = 0; 
sprt[i].tpage = 15 - i; 
sprt[i].cx = 0; 
sprt[i].cy = 480 + i; 
sprt[i].r = sprt[i]l.g = sprt[i].b = 0x80; 
sprt[i].rotate = 0; 
sprt[i].mx = 0; 
sprt[i].my = 0; 
sprt[i].scalex ONE; 
sprt[i].scaley = ONE; 


switch(i) { 
case 0: clut_init = OxFFFF; break; 
case 1: clut_init = 0x0000; break; 
case 2: clut_init = 0xFF00; break; 


} 


rect.x = 0; 
rect.y = 480 + i; 
rect.h = 1; 


r 
rect.w = 16; 
DrawSync (0): 
LoadImage (&rect, &clut_init); 
DrawSync (0): 


rect.x = sprt[i].tpage << 6; 
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rect.y = 0; 
rect.h = 64; 
rect.w = 16; // 4-bit TIM 


DrawSync (0); 
ClearImage(&rect, 0, 0, 0); 
DrawSync (0); 

} 


while (cont) { 
active_buffer = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *) gpu_packet_area[active_buffer]); 
GsClearOt (0, 0, &OT[active_buffer]); 


cur_pad = PadRead(); 
if (cur_pad & PADselect) cont = 0; 


for (i = 0; i <= 2; i++) 
GsSortSprite(&sprt[i], &OT[active_buffer], 0); 


VSync (0); 
ResetGraph (1); 


GsSwapDispBuff(); 
GsDrawOt (&O0T[active_buffer]); 


} 


[ [RRR KKK KK KKK KKK k k k KKK KK k K K K K K K K K K KOK K K KOK K K KOK K K KOK K K KK OK R KKK kkk 


static u_long PadRead() 
{ 
return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 
} 
—-MESSAGE FILE 18698 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000313 


—-MESSAGE FILE 18699 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000314 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Sprites don't display black? 

Date: Mon, 2 Feb 1998 09:12:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 135 

Message-ID: <6b437uSb28@chuka.playstation.co.uk> 
References: <34D38E33.3A92@concentric.net> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 


Any pixel with colour 0,0,0 will be transparent, regardless of the setting 
of the transparency flag ( This controls semi-transparency ) 

If you want a black pixel, set bit 15 of the CLUT entry ( ie. Colour is 
$8000 instead of 0 ) 


Cheers, 
Colin. 


Scott Cartier wrote in message <34D38E33.3A92@concentric.net>... 

>Hi, 

> 

>I'm seeing some strange behavior I was hoping someone could explain. The 


>code to duplicate it is attached below. 

> 

>Basically I have three 4-bit sprites which are 64x64. I use ClearImage 
>to clear all the pixels to 0 (so all pixels point to CLUT #0). 

> 


>I set up three CLUTs for the sprites. The first has white for CLUT 
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>entry 0, the second has black, and the third is cyan. 

> 

>If you run the the program you'll be able to see the two outer sprites, 
>but not the middle one. For some reason the SortSprite routine doesn't 
>paint the black pixels. Note I do *not* have transparency turned on so 
>it *should* paint them as black. 

> 

>Can someone take a look and explain it to me? 

> 

>Thanks, 

>Scott 

> 
> 
> 
>#include <stdlib.h> 
>#include <stdio.h> 

>#include "libps.h" 

>#include "pad.h" 


> 

>#define OT_LENGTH 1 

> 

>volatile u_char *bb0, *bbl1; 
>GsOT OT[2]; 


>GsOT_TAG OT_tags[2][1 << OT_LENGTH]; 
>PACKET gpu_packet_area[2][10 * (24)]; 


> 
>static u_long PadRead(); 
> 
>main() { 
GsSPRITE sprt[3]; 
int cnt, i, active_buffer, cont = 1; 


u_long clut_init, cur_pad; 
RECT rect; 


for (cnt = 0; cnt <= 1; cnt++) í 
OT[cnt].length = OT_LENGTH; 
OT[cnt].org = OT_tags[cnt]; 

} 


SetVideoMode (MODE_NTSC) ; 
GetPadBuf (&bb0, &bb1); 


GsInitGraph(640, 480, 5, 0, 0); 
GsDefDispBuff(0, 0, 0, 0); 


for (i = 0; i <= 2; i++) í 


sprt[i].attribute = 0; 
sprt[i].x = 100 + i * 128; 
sprt[i].y = 100; 

sprt[i].h = 64; 

sprt[i].w = 64; 

sprt[i].u = 0; 

sprt[i].v = 0; 
sprt[i].tpage = 15 - i; 
sprt[i].cx = 0 

sprt[i].cy = 480 + i; 
sprt[i].r = sprt[i]l.g = sprt[i].b = 0x80; 
sprt[i].rotate = 0; 
sprt[i].mx = 0; 

sprt[i].my = 0; 
sprt[i].scalex = ONE; 
sprt[i].scaley = ONE; 
switch (i) 


{ 
case 0: clut_init = OxFFFF; break; 
case 1: clut_init = 0x0000; break; 
case 2: c] OxFFOO; break; 
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rect.w = 16; 
DrawSync (0); 
LoadImage(&rect, &clut_init); 
DrawSync (0); 


rect.x = sprt[i].tpage << 6; 
rect.y = 0; 

rect.h = 64; 

rect.w = 16; // 4-bit TIM 


DrawSync (0); 
ClearImage(&rect, 0, 0, 0); 
DrawSync (0); 

} 


while (cont) { 
active_buffer = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *) gpu_packet_area[active_buffer]); 
GsClearOt (0, 0, &OT[active_buffer]); 


cur_pad = PadRead(); 
if (cur_pad & PADselect) cont = 0; 


for (i = 0; i <= 2; itt) 
GsSortSprite(&sprt[i], &OT[active_buffer], 0); 


VSync (0); 
ResetGraph (1); 


GsSwapDispBuff(); 
GsDrawOt (&O0T[active_buffer]); 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


} 
> 


> / [RRR KK KKK KKK KKK KK KKK k X k KK K k k K K k K k K K K K K k K K K K K KOK K K KOK K K KOK K K KOR OK KK KOR KK 


>static u_long PadRead() 
>{ 


> return (~(*(bb0+3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) ՀՀ 24)); 


>) 
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—-MESSAGE FILE 18699 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000314 


——MESSAGE FILE 18700 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000315 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: extended TIM mapfile 

Date: Mon, 02 Feb 1998 17:51:14 +0100 
Organization: Engine Software 

Lines: 540 

Message-ID: <34D5F982.1D97@worldaccess.nl> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht2-6.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 35201DF3428B" 
X-Mailer: Mozilla 3.01C (Win95; U) 


This is a multi-part message in MIME format. 


35201DF3428B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I created a simple tool that reads the mapfile (obtained from the 
TIMTOOL) and creates two new files: 


a .INC file, containing the #define for each TIM, including addresses 


a .SIO file, containing all the dloads for the SIOCONS utility 


The tool allows you to specify the first memoryaddress and it just sums 
up all tims. ((Sony: Maybe this option could be implemented within the 
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TIM TOOL, contact me for sourcecode) ) 


Ivo Wubbels 


35201DF3428B 

Content-Type: application/octet-stream; name="Timmap.exe" 

—-MESSAGE FILE 18700 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000315 


--MESSAGE FILE 18701 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000316 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jeremy Hess <jhess@mail.tdsnet.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Rotating 2-d images around the X and Y axis 

Date: Mon, 02 Feb 1998 23:44:38 -0600 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <34D6AEC6.6A77@mail.tdsnet.com> 

NNTP-Posting-Host: mawiusrl-a53.madison.tds.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Hi all, how do you rotate 2d sprites around the x and y axis? 
—-MESSAGE FILE 18701 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000316 


—--MESSAGE FILE 18702 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000317 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Rotating 2-d images around the X and Y axis 

Date: Tue, 03 Feb 1998 15:24:44 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <34d7359c.686229@205.149.189.29> 

References: <34D6AEC6.6A77@mail.tdsnet.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 02 Feb 1998 23:44:38 -0600, Jeremy Hess 
<jhess@mail.tdsnet.com> wrote: 


>Hi all, how do you rotate 2d sprites around the x and y axis? 
Are you wanting to "rotate" the sprite of "flip" it? 


If you really want to rotate it, you can't. You could simulate a 
rotation by changing the axis scale, but this doesn't change the 
perspective of the image so it's kind of cheesy. 


If you want to flip it, just give the axis a negative value. 


Mario 
—-MESSAGE FILE 18702 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000317 


——MESSAGE FILE 18703 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000318 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Rotating 2-d images around the X and Y axis 

Date: Tue, 03 Feb 1998 17:16:52 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <34D7C184.295D@concentric.net> 
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References: <34D6AEC6.6A77@mail.tdsnet.com> <34d7359c.686229@205.149.189.29> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts021d21.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


We could simulate perspective if we had two separate scalex parameters 
for the top and bottom and separate scaley parameters for the 
left/right sides. That would be cool! :) 


Scott 

> Are you wanting to "rotate" the sprite of "flip" it? 

> 

> If you really want to rotate it, you can't. You could simulate a 
> rotation by changing the axis scale, but this doesn't change the 
> perspective of the image so it's kind of cheesy. 

> 

> If you want to flip it, just give the axis a negative value. 

> 

> Mario 


—-MESSAGE FILE 18703 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000318 


——MESSAGE FILE 18704 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000319 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Sprites don't display black? 

Date: Tue, 03 Feb 1998 17:19:28 -0800 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34D7C220.137@concentric.net> 

References: <34D38E33.3A92@concentric.net> <6b437uSb28@chuka.playstation.co.uk> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts021d21.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Ah, thanks. Thought I was going nuts there. Now that I think about 
it that's a pretty nice feature. You can have a limited form of 
transparency without actually setting the transparency bit (speeding 
things up I assume). 


Scott 

> Hi, 

> 

> Any pixel with colour 0,0,0 will be transparent, regardless of the setting 
> of the transparency flag ( This controls semi-transparency ) 

> If you want a black pixel, set bit 15 of the CLUT entry ( ie. Colour is 
> $8000 instead of 0 ) 

> 

> Cheers, 

> 

> Colin. 


-—-MESSAGE FILE 18704 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000319 


——MESSAGE FILE 18705 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000320 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Stuff here etc, etc 
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Date: Thu, 05 Feb 1998 01:27:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> 
NNTP-Posting-Host: host5-99-52-51.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:320 scee.yaroze.pr 
ogramming.2d_graphics:218 


Just a brief note to let y'all know that the ever popular sprite tutorial 
is now available in shiny .pdf format as well as the good old .txt. No 
real benefit really, I just felt like doing it. 


I've made a few changes on the web site also, but you better check it out 
if you wanna know what. 


Later 
Ira 


http://www.netyaroze-europe.com/~shadow 
—-MESSAGE FILE 18705 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000320 


——MESSAGE FILE 18706 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000321 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dblee <dblee@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Invisible 256x256 TIM limit? 

Date: Mon, 09 Feb 1998 02:57:27 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34DEE117.184D@netmagic.net> 

Reply-To: dblee@netmagic.net 

NNTP-Posting-Host: ppp1l-16.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Hello, 


I played around with the sprite functions over the weekend and ran 
into a problem with a 320x240 TIM. Apparently the width was clipped 
to 256 pixels. I don't remember reading about this limitation in the 
documentation or in any message in this newsgroup. 


When displaying the image back (I tried 8-bit CLUT and 15-bit 
direct versions of it), I got about 3/4 of it. Coordinates 
(0,0)-(255,239) seemed to be fine, but (256,0)-(319,239) seemed to 
be just a wrap-around of the first 64 pixels. 


I eventually gave up and chopped the image in half (two 160x240x8 
TIMs) and that filled out the screen. :P If anyone knows why this 
happens, please let me know if I'm doing something wrong. 


եռ 


p.s.: the TimUtil.exe viewer converted it fine. The preview showed 
a full 320x240 image just fine. However the timv.bat viewer only 
ended up showing a 64x240 window of the image stretched out over the 
entire screen. Odd. 


Puzzled, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18706 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000321 


--MESSAGE FILE 18707 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000322 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Invisible 256x256 TIM limit? 

Date: Mon, 09 Feb 1998 16:22:02 GMT 
Organization: L4 Software 

Lines: 34 

Message-ID: <34df2bfb.1599610@205.149.189.29> 
References: <34DEE117.184D@netmagic.net> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 09 Feb 1998 02:57:27 -0800, dblee <dblee@netmagic.net> wrote: 


>Hello, 
> 
>I played around with the sprite functions over the weekend and ran 
>into a problem with a 320x240 TIM. Apparently the width was clipped 
>to 256 pixels. 1 don't remember reading about this limitation in the 
>documentation or in any message in this newsgroup. 


That is correct, tim's are 256x256 pixels regardless of the 
resolution. It's in the manual (somewhere) and has been discussed here 
a time or two. 


>When displaying the image back (I tried 8-bit CLUT and 15-bit 
>direct versions of it), I got about 3/4 of it. Coordinates 
>(0,0)-(255,239) seemed to be fine, but (256,0)-(319,239) seemed to 
>be just a wrap-around of the first 64 pixels. 

> 

>I eventually gave up and chopped the image in half (two 160x240x8 
>TIMs) and that filled out the screen. :P If anyone knows why this 
>happens, please let me know if I'm doing something wrong. 


This is the same approach I used in "SpaceGuy." 


>p.s.: the TimUtil.exe viewer converted it fine. The preview showed 
>a full 320x240 image just fine. However the timv.bat viewer only 
>ended up showing a 64x240 window of the image stretched out over the 
>entire screen. Odd. 


I'm not sure why this is happening, but timv probably assumes that you 
are not exceding the 256 pixel limit. 


Mario 
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—-MESSAGE FILE 18707 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000322 


—-MESSAGE FILE 18708 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000323 
Path: chuka.playstation.co.uk!news 
From: Ivo Wubbels <wubbels@worldaccess.nl> 


Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 


Subject: Re: Scrolling without BG ?? 

Date: Tue, 10 Feb 1998 01:01:04 +0100 
Organization: Engine Software 

Lines: 23 

Message-ID: <34DF98C0.3F14@worldaccess.nl> 


References: <5mgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 


a> <3393540a.8095895@news.playstation.co.uk> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht2-15.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:323 scee.yaroze.pr 


ogramming.2d_graphics:226 


Alex Amsel wrote: 
> 
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353F869B.39AC162@ndirect.co.uk> 
NNTP-Posting-Host: al-88-127.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> Or hows about the good old VCR? 


> 

> Herbs 

> 

> 

My idea ;-) 
I agree.. 
DEnnis.. 


—-MESSAGE FILE 1986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00689 


—-MESSAGE FILE 1987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000690 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: A short story... 

Date: 24 Apr 1998 14:49:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6éhq8qaSb02@chuka.playstation.co.uk> 

References: <6hnusuSa2a7@scea> <6ho9mp$31i37@chuka.playstation.co.uk> <ld7yxva.1ldndh 
bp2c4thcN@al-88-127.al.nl> 

NNTP-Posting-Host: n35.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/ld7yxva.ldndhbp2c4thcN@al-88-127.al.nl 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:582 scee.yaroze.freetalk.english: 
690 


macsuppor@al.nl (DEnnis Brinkhuis) wrote: 

>West <wb6ac> wrote: 

> 

>> Does this site support Netscapel.0 as I only get a blank page? 
>> 

>> 

>Netscape 1.0 22222 Thats old, what computer do you use? C64 չ-) 
> 

>DEnnis.. 


No something far worse. A **&*SS# Sun Sparcstation4. 


—-MESSAGE FILE 1987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00690 


—-MESSAGE FILE 1988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000691 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Fri, 24 Apr 1998 17:35:04 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <3540BF38.37A9@writeme.com> 

References: <6hnu98$31i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1rbbummcsgz0pN@al-88-127.al.nl> 

NNTP-Posting-Host: at14-044.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 
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On 29 May 1997 07:54:12 GMT, George_Bain@bc.sympatico.ca (George Bain) 
did quoth at me: 


>I want to do this without using tiles..I have a image I want to scroll 
>and it is not worth th effort to cut into 16%*16 tiles. 


> 

> 

> 

> 

> 

> 

> My rewritten BG routines allow this (define a 1x1 tile of the required 
> size). Unfortunately I can't provide them for a while as I'm busy with 
> 
> 
> 
> 
> 
> 
> 


‘orrible real work so have banned myself from the Yaroze temporarily. 


I'll just upload a whole lot of stuff in one go pretty soon. 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 
* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 
* Wibbler exclaimed "Another 10%? Get stuffed Wanderers! * 


Maybe changing the displaybuffers might help (GsDefDispBuff), I do not 

know what kind of program you are writing, but changing the buffer 

without clearing the BG might be a solutions (I did not try it, but it 

is only a suggestion) 

Ivo 

—-MESSAGE FILE 18708 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000323 


——MESSAGE FILE 18709 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000324 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dsyaroze <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Invisible 256x256 TIM limit? 

Date: Mon, 09 Feb 1998 22:56:29 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34DFFA1D.142B@éconcentric.net> 

References: <34DEE117.184D@netmagic.net> <34df2bfb.1599610@205.149.189.29> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts029d20.sto-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Շ (Win95; 1) 


>I played around with the sprite functions over the weekend and ran 
>into a problem with a 320x240 TIM. Apparently the width was clipped 
>to 256 pixels. 1 don't remember reading about this limitation in the 
>documentation or in any message in this newsgroup. 


> 
> 
> 
> 
> 
> That is correct, tim's are 256x256 pixels regardless of the 

> resolution. It's in the manual (somewhere) and has been discussed here 
> a time or two. 

Just to expand on what Mario wrote. A TIM must fit within one tpage. 
And tpage sizes are 256x256, hence the restriction. So it's not just 

an arbitrary limitation. 


Scott 
-—-MESSAGE FILE 18709 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000324 


——MESSAGE FILE 18710 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000325 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Invisible 256x256 TIM limit? 

Date: 10 Feb 1998 09:29:59 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 60 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6bp6mn$3jgl@emeka.playstation.co.uk> 
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Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


You _can_ display TIMs with a width greater than 256, but need to be a 
little devious. 


All polygons, sprites, etc have uvs for texture mapping; these are type 
unsigned char, 

hence the 0-255 limit. The timv.bat viewer probably assumes this, as do 
most programs. 

(The main reason for this is that texturing with such large TIMs carries a 
heavy price 

if you texture many polys, due to severe texture cache missing and 
reloading each time). 


However, if you use MoveImage or LoadImage, you can get a 320x240 
image onto screen without any need for chopping it into bits. 

Eg MoveImage: just directly copy the texture from off-screen to the 
double-buffer area of VRAM. 


Lewis 
To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 


Subject: Invisible 256x256 TIM limit?:scea.yaroze.programming.2d_graphics 


From: dblee <dblee@netmagic.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Invisible 256x256 TIM limit? 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
Hello, 
I played around with the sprite functions over the weekend and ran 
into a problem with a 320x240 TIM. Apparently the width was clipped 
to 256 pixels. I don't remember reading about this limitation in the 
documentation or in any message in this newsgroup. 
When displaying the image back (I tried 8-bit CLUT and 15-bit 
direct versions of it), I got about 3/4 of it. Coordinates 
(0,0)-(255,239) seemed to be fine, but (256,0)-(319,239) seemed to 
be just a wrap-around of the first 64 pixels. 
I eventually gave up and chopped the image in half (two 160x240x8 
TIMs) and that filled out the screen. Ք If anyone knows why this 
happens, please let me know if I'm doing something wrong. 
p.s.: the TimUtil.exe viewer converted it fine. The preview showed 
a full 320x240 image just fine. However the timv.bat viewer only 
ended up showing a 64x240 window of the image stretched out over the 
entire screen. Odd. 
Puzzled, 
- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 


——MESSAGE FILE 18710 END: net-yaroze-usenet/00000002-SCEA/yaroze/programmi 
2d_graphics/00000325 


Page 12612 


ng/0000000 


——MESSAGE FILE 18711 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000326 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Invisible 256x256 TIM limit? 
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Date: Tue, 10 Feb 1998 10:01:18 -0800 
Organization: 

Lines: 64 

Message-ID: <34E095EE. 99BA51E@netmagic.net> 
References: <6bp6mn$3jgl@emeka.playstation.co.uk> 
Reply-To: tenchi@netmagic.net 
NNTP-Posting-Host: dhcp-e-39-245.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


*nod* 


That what was what I was going to try next. This will prove useful 
when saving the contents of the screen. E.g. using sprites to 
compose a background image and saving the background into memory. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


You _can_ display TIMs with a width greater than 256, but need to be a 
little devious. 


All polygons, sprites, etc have uvs for texture mapping; these are type 
unsigned char, 

hence the 0-255 limit. The timv.bat viewer probably assumes this, as do 
most programs. 

(The main reason for this is that texturing with such large TIMs carries a 
heavy price 

if you texture many polys, due to severe texture cache missing and 
reloading each time). 


However, if you use MoveImage or LoadImage, you can get a 320x240 
image onto screen without any need for chopping it into bits. 

Eg MoveImage: just directly copy the texture from off-screen to the 
double-buffer area of VRAM. 


Lewis 
To: Lewis Evans 
ce: 
From: news @ playstation.co.uk 


Subject: Invisible 256x256 TIM limit?:scea.yaroze.programming.2d_graphics 


From: dblee <dblee@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Invisible 256x256 TIM limit? 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hello, 

I played around with the sprite functions over the weekend and ran 
into a problem with a 320x240 TIM. Apparently the width was clipped 
to 256 pixels. I don't remember reading about this limitation in the 
documentation or in any message in this newsgroup. 

When displaying the image back (I tried 8-bit CLUT and 15-bit 

direct versions of it), I got about 3/4 of it. Coordinates 
(0,0)-(255,239) seemed to be fine, but (256,0)-(319,239) seemed to 
be just a wrap-around of the first 64 pixels. 

I eventually gave up and chopped the image in half (two 160x240x8 
TIMs) and that filled out the screen. Ք If anyone knows why this 
happens, please let me know if I'm doing something wrong. 

p.s.: the TimUtil.exe viewer converted it fine. The preview showed 
a full 320x240 image just fine. However the timv.bat viewer only 
ended up showing a 64x240 window of the image stretched out over the 
entire screen. Odd. 

Puzzled, 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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>-e! 

> tenchi@netmagic.net 

> http://www.netmagic.net/~tenchi/yaroze/ 

—-MESSAGE FILE 18711 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000326 


—-MESSAGE FILE 18712 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000327 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: light effects 

Date: Fri, 13 Feb 1998 00:23:59 +0100 

Organization: Engine Software 

Lines: 7 

Message-ID: <34E3848F.77A@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-8.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Maybe a stupid question, but I was wondering if the light effects could 
be used in 2d mode (== only GsSPRITEs used), I can figure it out myself, 
but I do not have the time for doing that right now, so if somebody did 
some lighting effects on sprites, please let me know... 

Thanks 


Ivo 
—-MESSAGE FILE 18712 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000327 


—--MESSAGE FILE 18713 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000328 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: light effects 

Date: 13 Feb 1998 20:16:37 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 51 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6c29n5S9nbl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


The lights - 3 flat lights, ambient light, and the fogging effect - 
only effect 3d polygons. 


If you want to do lighting with GsSPRITES and other 2d primitives, 

you can do so using their rgb members; eg if you want to set ‘ambient 2d 
light' 

to RGB (each 0-255), this is easily achieved by setting the r,g,b of all 
2d primitives to R,G,B. Positional 2d lighting can be done by calculating 
the distance from light source to sprite and hence knowing how much to 
adjust the rgb values by. 


Another way would be to use TMD polygons instead of sprites; 

these would be affected by 3 flat lights, ambient light, and the fogging 
effect, 

but you must ensure that they are positioned dead-on to the camera to 
look like sprites (ie flat, 2d). One way to do might be to restrict the 
camera; 

a better general-purpose way is to set the local-screen matrix for the 
polys 

as unit matrix (with some z-translation to put it ahead of the camera). 
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Lewis 
To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 
Subject: light effects:scea.yaroze.programming.2d_graphics 


From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: light effects 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Maybe a stupid question, but I was wondering if the light effects could 
be used in 2d mode (== only GsSPRITEs used), I can figure it out myself, 
but I do not have the time for doing that right now, so if somebody did 
some lighting effects on sprites, please let me know... 

Thanks 

Ivo 
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—-MESSAGE FILE 18713 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000328 


——MESSAGE FILE 18714 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000329 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 


Subject: Re: Scrolling without BG ?? 

Date: Fri, 13 Feb 1998 21:11:51 +0000 
Organization: Bacardi Ferrari V12 

Lines: 133 

Message-ID: <34E4B717.44A4@manc.u-net.com> 


a> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 669675F23538" 
X-Mailer: Mozilla 3.0 (Win95; I) 

To: George Bain <George_Bain@bc.sympatico.ca> 


Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 


References: <5mgje6Sshk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:329 scee.yaroze.pr 


ogramming.2d_graphics:231 


This is a multi-part message in MIME format. 


669675F23538 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I realise your original message went out nearly a year ago, but for 
the benefit of anyone interested in a solution or if you never got 
one here's my idea: 


Use a virtual screen rather than a double buffer, and have your 

two sprites (or a picture or whatever) stationary on it (positioned 
at (0, 256) or wherever. Then using two RECTs just MoveImage them 
to the visual screen (using certain width settings etc). 

You must set GsDefDispBuff(0, 0, 0, 0) and still do SwapDispBuff 
when doing this or I found you won't see anything. If this makes NO 
sense (?) then look at the attached demo (only 3k zipped) to see 

an example of a simple infinite scroller I did using this technique. 
Any Q's just email me for the A. 


Later, 
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Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


George Bain wrote: 


> - 2 - 160*240 images 

> - one օո the left and the other onn the right to fill the screen 
> 

> I want to scroll them from right to left, when image.x < 0 wrap around 
> to the right of the screen. 

> 

> 320 

> 

> 

> 

> <- <- scroll left <- wrap around 
> 

> 2 

> 4 

> 0 

> 

> 

> 

> 

> 

> 


> I want to do this without using tiles..I have a image I want to scroll 
> and it is not worth th effort to cut into 16*16 tiles. 


669675F23538 

Content-Type: application/x-zip-compressed; name="Scroll.zip" 

—-MESSAGE FILE 18714 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000329 


—--MESSAGE FILE 18715 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000330 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Scrolling without BG ?? 

Date: 17 Feb 1998 06:10:18 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 41 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cb9kaSfrkl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Hi there, 


I did get it working. Check out my homepage at SCEA for the game and 
source code. 


> "out nearly a year ago" 


Damn! Has it really been that long! Gotta get back into Yaroze coding 


Regards, 


George@SCEE 
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>>> >>> >>> >>> >>> >>> >>> >>> >>> >>> >> >> >>> >> > >>> >> >> >>> >>> >>>>>>>>>>>>> 

I realise your original message went out nearly a year ago, but for 
the benefit of anyone interested in a solution or if you never got 
one here's my idea: 

Use a virtual screen rather than a double buffer, and have your 

two sprites (or a picture or whatever) stationary on it (positioned 
at (0, 256) or wherever. Then using two RECTs just MoveImage them 
to the visual screen (using certain width settings etc). 

You must set GsDefDispBuff(0, 0, 0, 0) and still do SwapDispBuff 
when doing this or I found you won't see anything. If this makes NO 
sense (?) then look at the attached demo (only 3k zipped) to see 

an example of a simple infinite scroller I did using this technique. 
Any Q's just email me for the A. 

Later, 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 18715 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000330 


——MESSAGE FILE 18716 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000331 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: GPU Packets... 

Date: Mon, 23 Feb 1998 21:24:17 -0500 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <6ctab6$9866@scea> 

NNTP-Posting-Host: 208.138.69.196 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Okay... This may seem like a rather odd question, but I thought I might 
ask... 


A friends of mine has been coming over and we have been coding on the Yaroze 


together.. Now here is the problem... We can display sprites and 
everything fine... but.. 
He said too me.. "Can you explain the GPU Packet size" 


Alas I couldn't. We both looked in the manuals and couldn't find anything 
really descriptive.. I know there is something in the manual (pg 60 Users 
Guide) but it talks about polygons.. Now why would I really need this if 

I'm using sprites? 


Now the question I'm asking is.. What exactly is a Packets function. 
Someone? anyone? I have looked in all the forums, and there is nothing to 
be found... If you know of some info dealing specificly with Packets and 
you can point me towards it that would be fine.. It just seems odd that 
something that seems like it should be basic, seems to have no info. 


Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 18716 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000331 


—--MESSAGE FILE 18717 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000332 
Path: chuka.playstation.co.uk!news 
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From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: GPU Packets... 

Date: Tue, 24 Feb 1998 09:43:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6cu4g2Sas5@chuka.playstation.co.uk> 
References: <6ctab6$9866@scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


A Packet is a generic gpu instruction to draw on screen.... 

Packets have variable size, so an average size is normally set. 

I normally just allocate 64k for my workspaces but the sample code always 
used n*24, where n is the expected max number of polys. 

As these depend on your game/demo a good check is to record the maximum 
amount used ( using GsGetWorkBase after you have built your polys. ) and 
adjust or warn according to the result. 


Cheers, 


Colin 4 


Jeff Lawton wrote in message <6ctab6S$9866@scea>... 

>Okay... This may seem like a rather odd question, but I thought I might 
>ask... 

> 

>A friends of mine has been coming over and we have been coding on the 
Yaroze 


>together.. Now here is the problem... We can display sprites and 
>everything fine... but.. 

> 

>He said too me.. "Can you explain the GPU Packet size" 

> 

>Alas I couldn't. We both looked in the manuals and couldn't find anything 
>really descriptive.. I know there is something in the manual (pg 60 Users 
>Guide) but it talks about polygons.. Now why would I really need this if 
>I'm using sprites? 

> 

>Now the question I'm asking is.. What exactly is a Packets function. 

> 

>Someone? anyone? I have looked in all the forums, and there is nothing to 
>be found... If you know of some info dealing specificly with Packets and 
>you can point me towards it that would be fine.. It just seems odd that 


>something that seems like it should be basic, seems to have no info. 
> 

>Regards, 

> 

>Jeff / ROGUE 

> 

> 


—-MESSAGE FILE 18717 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000332 


——MESSAGE FILE 18718 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000333 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GPU Packets... 

Date: Tue, 24 Feb 1998 09:26:52 -0500 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <6cullbSaq01@scea> 

References: <6ctab6$9866@scea> <6cu4g2Sas5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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SCEE wrote in message <6cu4g2Sas5@chuka.playstation.co.uk>... 

>A Packet is a generic gpu instruction to draw on screen.... 

>Packets have variable size, so an average size is normally set. 

>I normally just allocate 64k for my workspaces but the sample code always 
>used n*24, where n is the expected max number of polys. 

>As these depend on your game/demo a good check is to record the maximum 
>amount used ( using GsGetWorkBase after you have built your polys. ) and 
>adjust or warn according to the result. 


Okay... That is basicly what I know already.. You said just about what it 
does on page 60 of the Users manual. What I wanted to know was what did GPU 
Packets have to do with sprites? I know it is needed for sprites, but I 
have no idea what or how the calculations are figured.. I have spoken with 
a few other Yaroze guys and they basicly said they are not sure.. just that 
you need them. 


So I figure if they are needed for sprites there must be some logical 
calculation we could use to figure out our work space. If they have n*24 
per poly there must be something similar if we are using sprites. 


Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 18718 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000333 


—--MESSAGE FILE 18719 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000334 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GPU Packets... 

Date: Tue, 24 Feb 1998 15:01:40 +0000 

Organization: The Hex Heroes 

Lines: 17 

Message-ID: <34F2E0D4.222D@sms.ed.ac.uk> 

References: <6ctab6$9866@scea> <6cu4g2Sas5@chuka.playstation.co.uk> <6cullbSaq01@sce 
a> 

NNTP-Posting-Host: at14-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jeff Lawton wrote: 
> So I figure if they are needed for sprites there must be some logical 


> calculation we could use to figure out our work space. If they have 
> n*24 per poly there must be something similar if we are using sprites. 


I think my investigations led me to n*26 for sprites. I assume this 


corresponds to ‘approximately n*24' - it would kind of make sense if all 
the packet entries were the same size, and 24 seems like a nice 
candidate... 


If you want to carry out your own tests, set up loads of sprites and 
adjust the packet area size until things start to freeze up. 


As to what the packet entry is actually /for/ - I've no idea. 


James (~mrfrosty / SCEE) 
—-MESSAGE FILE 18719 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000334 


—--MESSAGE FILE 18720 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000335 
Path: chuka.playstation.co.uk!news 
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From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: GPU Packets... 

Date: Tue, 24 Feb 1998 19:39:01 -0000 

Organization: Yaloozer 

Lines: 20 

Message-ID: <6cv79uSas9@chuka.playstation.co.uk> 
References: <6ctab6S$9866@scea> <6cu4g2Sas5@chuka.playstation.co.uk> <6cullbSaq01@sce 
a> <34F2E0D4.222D@sms.ed.ac.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I found an interesting page on the internet that had a big list of the 
primitives. It seems like all our 3D tmds and stuff have 3D calculations 
done on them (by the library assisted by the GTE?) and get turned into 2D 
GPU packets which are for things like triangles and quadrangles. These 
packets are what we have the 'packet area" for. 


Anyway block fills are about 12 bytes long, going up to 36 bytes for a flat 
shaded textured quadrangle, so I guess 24 or 26 must be an ‘intelligent 
average'. Sprites go in either a free size sprite (16 bytes) or a 16x16 
sprite(12 byte) packet which has stuff like colour, an x and y coordinate, 
and x and y texture page coordinate, clut ID and height and width 


interesting stuff, or maybe its just Sony misinformation, y'never can tell.. 
Someday I'm going to try this out and fill the packet area with packets of 
my own and see what happens (<sound of big crash>) (if i can really be 
bothered). 


gr 


—-MESSAGE FILE 18720 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000335 


——MESSAGE FILE 18721 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000336 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GPU Packets... 

Date: Tue, 24 Feb 1998 17:38:27 -0500 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <6cvhp4Saq04@scea> 

References: <6ctab6S$9866@scea> <6cu4g2Sas5@chuka.playstation.co.uk> <6cullbSaq01@sce 
a> <34F2E0D4.222D@sms.ed.ac.uk> <6cv79uSas9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well, that's about the best explaination I have heard... Sounds good to 
me.. I just thought it was odd that there is no 'clear' data as to what it 
does. Saying that it is used in the most basic of function you would think 
we would have some data on it.. Just a thought. 


Now is there anyone that can back Graeme up? 
Regards, 


Jeff / ROGUE 


Graeme Evans wrote in message <6cv79uSas9@chuka.playstation.co.uk>... 


>I found an interesting page on the internet that had a big list of the 
>primitives. It seems like all our 3D tmds and stuff have 3D calculations 
>done on them (by the library assisted by the GTE?) and get turned into 2D 
>GPU packets which are for things like triangles and quadrangles. These 
>packets are what we have the 'packet area' for. 

> 
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DEnnis Brinkhuis wrote: 


> the shock pad is kind of similar to the N64 rumblepack. Til now they 
> are only availeble in Japan. It's like holding a strong fibrator 
> (Dildo) while playing a game. 


Stick with the Dual Shock, DEnnis - it's less embarrassing (probably). 


James (~mrfrosty). 
—-MESSAGE FILE 1988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00691 


—-MESSAGE FILE 1989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000692 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Fri, 24 Apr 1998 17:43:27 +0100 

Organization: The Hex Heroes 

Lines: 16 

Message-ID: <3540C12F.3DF2@writeme.com> 

References: <6hnu98$311i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
NNTP-Posting-Host: at14-044.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Alex Herbert wrote: 


> Do these pads need to receive data from the PSX? In which case, it 
> sounds like the situation with the multi-tap. i.e. Sony won't let us 
> have that! 


The Dual Shock controller mechanism is (I believe) exactly the same as 
the analogue pad - i.e. easily supportable with Yaroze. It's the shock 
bit that would cause problems. 


In talking to the SCEE guys yesterday, it became evident that it's more 
a case of multi-tap support being a technical problem, rather than them 
not wanting us to have it - though I'd be happy for any work around, no 
matter how cumbersome. 


James (~mrfrosty) 
—-MESSAGE FILE 1989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00692 


—-MESSAGE FILE 1990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000693 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Fri, 24 Apr 1998 19:32:42 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <1d808uc.qua5ié6gi3kvsN@al-88-125.al.nl1> 

References: <6hnu98$31i132@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1rbbummcsgz0pN@al-88-127.al.nl> <3540BF38.37A9@writeme.com> 

NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


> are only availeble in Japan. It's like holding a strong fibrator 
> (Dildo) while playing a game. 


> 
> 
> > the shock pad is kind of similar to the N64 rumblepack. Til now they 
> 
> 
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>Anyway block fills are about 12 bytes long, going up to 36 bytes for a flat 
>shaded textured quadrangle, so I guess 24 or 26 must be an ‘intelligent 
>average'. Sprites go in either a free size sprite (16 bytes) or a 16x16 
>sprite(12 byte) packet which has stuff like colour, an x and y coordinate, 
>and x and y texture page coordinate, clut ID and height and width 


—-MESSAGE FILE 18721 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000336 


—--MESSAGE FILE 18722 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000337 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GPU Packets... 

Date: Wed, 25 Feb 1998 09:19:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6éd0nfeSasl0@chuka.playstation.co.uk> 

References: <6ctab6S$9866@scea> <6cu4g2Sas5@chuka.playstation.co.uk> <6cullbSaq01@sce 
a> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Sorry, 


If you use a normal sprite ( with scaling and rotation ) it is drawn as a 
texture mapped FT4 polygon. 

GPU packets are just commands to control the GPU drawing ( which vary in 
size ) 

( It's called a packet because it is a single DMA message to the GPU ) 


( There isn't always that simple a logical connection because of the 
difference between normal and fast sprites, and the use of multiple Texture 
pages ) 


Colin. 


Jeff Lawton wrote in message <6cullbSaq01l@scea>... 

>SCEE wrote in message <6cu4g2Sas5@chuka.playstation.co.uk>... 

>>A Packet is a generic gpu instruction to draw on screen.... 

>>Packets have variable size, so an average size is normally set. 

>>I normally just allocate 64k for my workspaces but the sample code always 
>>used n*24, where n is the expected max number of polys. 

>>As these depend on your game/demo a good check is to record the maximum 


>>amount used ( using GsGetWorkBase after you have built your polys. ) and 
>>adjust or warn according to the result. 

> 

> 

>Okay... That is basicly what I know already.. You said just about what it 
>does on page 60 of the Users manual. What I wanted to know was what did 
GPU 

>Packets have to do with sprites? I know it is needed for sprites, but I 
>have no idea what or how the calculations are figured.. I have spoken with 
>a few other Yaroze guys and they basicly said they are not sure.. just 
that 

>you need them. 

> 

>So I figure if they are needed for sprites there must be some logical 
>calculation we could use to figure out our work space. If they have n*24 


>per poly there must be something similar if we are using sprites. 
> 

>Regards, 

> 

>Jeff / ROGUE 

> 

> 
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-—-MESSAGE FILE 18722 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000337 


——MESSAGE FILE 18723 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000338 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GPU Packets... 

Date: 25 Feb 1998 10:12:27 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 57 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d0qqbSacgl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


The thing about the GPU packets is, you really don't need to access them 
directly. I've been programming on Yaroze for 15 months now and I still 
don't 

know what format they are (and only guess that the average size is 24 
bytes). 
I know what they are, namely purely 2d draw commands sent to the GPU, and 
that 

they are created as the output of 3d rendering functions like 
GsSortObject4; but I see no advantage to directly accessing them. 


Of course, if you're really keen, feel free to work out what they're 
saying; 
each packet probably has a type identifier, is liable to have x,y,w,h 
fields, 
tpage and clut ids, perhaps ‘attribute' member, or just 'scale, rotate' 
etc; 
messing about with 2d primitives (or polygons rendered screen-relative so 
that 
they appear on screen just as they do in the world, set a unit matrix for 
GsSetLs) 
should enable you to figure out the format. Question is, what use that 
format is. 


Lewis 
Well, that's about the best explaination I have heard... Sounds good to 
me.. I just thought it was odd that there is no 'clear' data as to what it 
does. Saying that it is used in the most basic of function you would think 
we would have some data on it.. Just a thought. 
Now is there anyone that can back Graeme up? 


Regards, 
Jeff / ROGUE 


Graeme Evans wrote in message <6cv79uSas9@chuka.playstation.co.uk>... 

>I found an interesting page on the internet that had a big list of the 
>primitives. It seems like all our 3D tmds and stuff have 3D calculations 
>done on them (by the library assisted by the GTE?) and get turned into 2D 
>GPU packets which are for things like triangles and quadrangles. These 
>packets are what we have the 'packet area' for. 

> 

>Anyway block fills are about 12 bytes long, going up to 36 bytes for a 
flat 

>shaded textured quadrangle, so I guess 24 or 26 must be an ‘intelligent 
>average'. Sprites go in either a free size sprite (16 bytes) or a 16x16 
>sprite(12 byte) packet which has stuff like colour, an x and y coordinate, 
>and x and y texture page coordinate, clut ID and height and width 
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—-MESSAGE FILE 18723 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000338 


——MESSAGE FILE 18724 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000339 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Texture Mapping and the phantom playstation II [Was: Re: GPU Packets...] 
Date: 25 Feb 1998 22:57:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <slrn6f98nb.epv.toby@ns.forefront.com.au> 

References: <6d0qqbSacgl@emeka.playstation.co.uk> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On 25 Feb 1998 10:12:27 -0000, 
Lewis_Evans@Playstation.sony.com <Lewis_Evans@Playstation.sony.com> wrote: 
>From: Lewis_Evans@Playstation.sony.com 
>To: news@playstation.co.uk 
> 
>I know what they are, namely purely 2d draw commands sent to the GPU, and 
>that 
>they are created as the output of 3d rendering functions like 
>GsSortObject4; but I see no advantage to directly accessing them. 
> Lewis 


<speculation> 


If sony ever releases the playstation successor that they're not working on, 
and if they travel down the backwards compatible path that the installed base 
of playstation software owners would no doubt demand, won't this mean we'll 
never see perspective correct texture mapping, or z buffering? There are a 
whole host of cool things that you can't do if you dissociate the 2d side of 
things from the 3d. I guess this means that we'll probably end up with a 
playstation II which is just a faster GPU and the same GTE glued onto a faster 
processor. Pity. 


</speculation> 


Toby. 
—-MESSAGE FILE 18724 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000339 


—-MESSAGE FILE 18725 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000340 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Texture Mapping and the phantom playstation II [Was: Re: GPU Packets... 
] 
Date: Wed, 25 Feb 1998 16:05:24 -0800 

Organization: 

Lines: 25 

Message-ID: <34F4B1C4.F190C1BB@netmagic.net> 

References: <6d0qqbSacgl@emeka.playstation.co.uk> <slrn6f98nb.epv.toby@ns.forefront. 
com. Հս» 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Toby Sargeant wrote: 


[59225] 
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<speculation> 


If sony ever releases the playstation successor that they're not working on, 

and if they travel down the backwards compatible path that the installed base 

of playstation software owners would no doubt demand, won't this mean we'll 

never see perspective correct texture mapping, or z buffering? There are a 
Diced 

> Toby. 


V V V V V V 


I would hope that the new GTE/GPU would have the above-mentioned 
improvements. 

I would also hope that for the backwards compatibility they would simply 
have the current library calls as wrappers around the new calls with a 
couple 

of flags set to disable perspective correction (among other things). 


<speculation><ponder> 
At least, that's how I would do it. :P 
</ponder></speculation> 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18725 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000340 


—--MESSAGE FILE 18726 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000341 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Texture Mapping and the phantom playstation II [Was: Re: GPU Packets... 
] 
Date: 26 Feb 1998 01:07:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <slrn6f9gci.kis.toby@ns.forefront.com.au> 

References: <6d0qqbSacgl@emeka.playstation.co.uk> <slrn6f98nb.epv.toby@ns.forefront. 
com.au> <34F4B1C4.F190C1BB@netmagic.net> 

NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Wed, 25 Feb 1998 16:05:24 -0800, Elliott Lee <tenchi@netmagic.net> wrote: 
>Toby Sargeant wrote: 

> Esx] 

>> <speculation> 

>> 

>> If sony ever releases the playstation successor that they're not working on, 
>> and if they travel down the backwards compatible path that the installed base 
>> of playstation software owners would no doubt demand, won't this mean we'll 
>> never see perspective correct texture mapping, or z buffering? There are a 

> Eese] 


>> Toby. 

> 

>I would hope that the new GTE/GPU would have the above-mentioned 
>improvements. 

>I would also hope that for the backwards compatibility they would simply 


>have the current library calls as wrappers around the new calls with a 
>couple 
>of flags set to disable perspective correction (among other things). 


with psx libs statically bound to executables, this isn't an option. the 
only way they could do it is by defining extra GPU packet types to cover 
the situation, which means that (some of) the GTE functionality needs to 
be reimplemented in the GPU, and the GPU has to retain a lot of silicon 
in order to run old software that it could otherwise ditch. I guess we 
won't be seeing the end of those ugly texturing artifacts. 


><speculation><ponder> 

> At least, that's how I would do it. :P 
></ponder></speculation> 

> 
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>- e! 
> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


Toby. 
—-MESSAGE FILE 18726 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000341 


—--MESSAGE FILE 18727 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000342 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Texture Mapping and the phantom playstation II [Was: Re: GPU Packets... 
] 

Date: Thu, 26 Feb 1998 12:16:04 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 30 

Message-ID: <34F4C253.D8984C65@cybec.com.au> 

References: <6d0qqbSacgl@emeka.playstation.co.uk> <slrn6f98nb.epv.toby@ns.forefront. 
com.au> <34F4B1C4.F190C1BB@netmagic.net> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Elliott Lee wrote: 


Toby Sargeant wrote: 


EEEN 


> <speculation> 


> 

> If sony ever releases the playstation successor that they're not working on, 

> and if they travel down the backwards compatible path that the installed base 

> of playstation software owners would no doubt demand, won't this mean we'll 

> never see perspective correct texture mapping, or z buffering? There are a 
[cece] 

> Toby. 


I would hope that the new GTE/GPU would have the above-mentioned 
improvements. 

I would also hope that for the backwards compatibility they would simply 
have the current library calls as wrappers around the new calls with a 
couple 

of flags set to disable perspective correction (among other things). 


VVVVVVVVVVVVV VV VV V 


Personally I'd rather see the next generation PSX have *no* hardware 
backward compatability. Backward compatibility was the reason that MS 
was releasing DOS 6 on the PC, a real mode OS, for a platform that had 
had protected mode for 10 years. 


Hopefully the new PSX will be sh*t hot enough to emulate the current PSX 
in software. If it's possible on a PC today, then it should be easy on 
a console in a year or two. 


Toby. 
—-MESSAGE FILE 18727 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000342 


--MESSAGE FILE 18728 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000343 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Texture Mapping and the phantom playstation II [Was: Re: GPU Packets... 
] 

Date: Thu, 26 Feb 1998 17:39:14 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <34F5A8C2.43EF@sms.ed.ac.uk> 
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References: <6d0qqbSacgl@emeka.playstation.co.uk> <slrn6f98nb.epv.toby@ns.forefront. 
com.au> <34F4B1C4.F190C1BB@netmagic.net> <34F4C253.D8984C65@cybec.com.au> 
NNTP-Posting-Host: at14-035.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Toby Hutton wrote: 


> Personally I'd rather see the next generation PSX have *no* hardware 
> backward compatability... 


I wholeheartedly agree. Backward compatibility introduces the slight 
danger of holding the rest of the hardware back (or making it more 
expensive). 


> Hopefully the new PSX will be sh*t hot enough to emulate the current 
> PSX in software. 


Yeah, a PSX bootup disk for PSX2 is a neat idea. And knowing how much of 
a leap most new hardware is from its predecessor - this shouldn't be too 
hard to do. It makes perfect commercial sense all round. 


Roll on Yaroze2! :) 


James (~mrfrosty / SCEE). 
—-MESSAGE FILE 18728 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000343 


—--MESSAGE FILE 18729 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000344 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Rotating 2-d images around the X and Y axis 

Date: Wed, 04 Mar 1998 20:53:52 -0800 

Organization: SCEA News Server 

Lines: 59 

Message-ID: <34FE2FE0.9D752DAER@sinclair.net> 

References: <34D6AEC6.6A77@mail.tdsnet.com> <34d7359c.686229@205.149.189.29> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


It sounds like he is talking about 2d rotations, not 3d ones. 2d ones 
are easy, and built into the Sprite structures quite nicely. Here's an 
example from my game, Faces of Evil (which is on my website with code): 


To set up the standard Sprite structure for rotation, here is what is 
needed. 


Ship.attribute = 0x03000000; //(I forget all of the details, but 
you have to setup the attribute to allow // rvotatio 
n.) 


Ship.mx = 21; // mx,my=center of rotation (or scaling). 21,33 is 
the center of my ship. 
Ship.my = 33; 


Ship.scalex = ONE; // Defined as 4096 
(scaling is very similar to rotation) 
Ship.scaley = ONE; // Defined as 4096 


Ship.rotate = 0; 
// Rotation set to 0 to start 


To rotate the sprite, before it is drawn you then just change 
Sprite.rotate, as shown from my game: 


if ((padval[3]) && (Time2==0) ) 
{ 


Net Yaroze newsgroups message dump.txt Page 


Ship.rotate+=ONE*22.5; j++; 
if(j>15) j=0; 
if (Ship.rotate>1470464) Ship.rotate=0; 
Time2++; 
} 


ONE is set by default to equal 4096, which in sprite rotation is 1 
degree. Thus, this little section rotated the ship clockwise by 22.5 
degrees (ONE * 22.5). Ignore j, it was there for my game (I had a table 
setup for how to move the ship based on its rotation). Also, Time2 was 
just to keep it from rotating too quickly. 


Finally, when drawing the sprite to the screen, you can't use 
GsSortFastSprite, you have to use normal GsSortSprite, as shown: 


GsSortSprite (&Ship, €WorldOT[activeBuff],0); 
Hope that helps someone! 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


Mario Perdue wrote: 
If you really want to rotate it, you can't. You could simulate a 
rotation by changing the axis scale, but this doesn't change the 


perspective of the image so it's kind of cheesy. 


If you want to flip it, just give the axis a negative value. 


VV V V V V V 


Mario 
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--MESSAGE FILE 18729 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000344 


——MESSAGE FILE 18730 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000345 
Path: chuka.playstation.co.uk!news 
From: "Mike Hatfield" <mjhatfield@msn.com> 


Newsgroups: scea.yaroze.programming.2d_graphics,scee.yaroze.programming.2d_graphics 


Subject: Re: Stuff here etc, etc ... 

Date: Thu, 5 Mar 1998 02:49:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6dmrghSiap7@chuka.playstation.co.uk> 

References: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> 
NNTP-Posting-Host: 194.129.107.114 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:345 scee.yaroze.pr 


ogramming.2d_graphics:245 


Ira Rainey wrote in message 

>Just a brief note to let y'all know that the ever popular sprite tutorial 
>is now available in shiny .pdf format as well as the good old .txt. No 
>real benefit really, I just felt like doing it. 

> 

>I've made a few changes on the web site also, but you better check it out 
>if you wanna know what. 


A quick note just to say a quick "thanks" for taking the time to do this - 
especially for those like myself who have yet to get past the knee-deep 
stage of Yaroze programming! 


Nice Dog2 game also... what app did you use for producing the bitmaps? 


>Later 
> 
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>Ira 
> 
>http://www.netyaroze-europe.com/~shadow 


Cheers, 


Mike 


—-MESSAGE FILE 18730 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000345 


--MESSAGE FILE 18731 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000346 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Stuff here etc, etc ... 

Date: Sat, 07 Mar 1998 19:38:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira.rainey—0703981938170001@host5-99-43-186.btinternet.com> 

References: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> <6dmrghSiap7 
@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-43-186.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:346 scee.yaroze.pr 
ogramming.2d_graphics:249 


In article <6dmrghSiap7@chuka.playstation.co.uk>, "Mike Hatfield" 
> 
> Nice Dog2 game also... what app did you use for producing the bitmaps? 


Adobe Photoshop 4 on a PowerMac 


Ira 
-—-MESSAGE FILE 18731 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000346 


——MESSAGE FILE 18732 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000347 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Rotating 2-d images around the X and Y axis 

Date: Sun, 08 Mar 1998 03:05:22 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35027B72.6484EBD9@sinclair.net> 

References: <34D6AEC6.6A77@mail.tdsnet.com> <34d7359c.686229@205.149.189.29> <34FE2F 
E0.9D752DAE@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 

> 

> It sounds like he is talking about 2d rotations, not 3d ones. 2d ones 
> are easy, and built into the Sprite structures quite nicely. 


Course, I could be wrong about that. Now, technically 2d sprites that 
are drawn with the ability to rotate are just texturemapped polygons 
with just one side, drawn with a subset of the 3d engine, thus it might 
be possible. However, that polygon would only have one side, so it 
might cause problems for the other side to be displayed. The easiest 
thing to do would probably be to use the full 3d engine to draw the 
sprite as a true 3d polygon with 2 sides (front and back). Then you 
could rotate it any way you want. 
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- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 18732 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000347 


--MESSAGE FILE 18733 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000348 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Sun, 08 Mar 1998 13:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <35028C9A.67B8@telecom.at> 

References: <63vu0q$852@scea> <34BE77F0.1DFB@playstation.sony.com> 
NNTP-Posting-Host: LPO2PORT24 .highway.telekom.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:348 scee.yaroze.pr 
ogramming.2d_graphics:251 


Mike Fulton wrote: 
> 


Clint wrote: 


Well, I haven't touched my Yaroze since summer (been busy with school and all), 
but I just got the new Codewarrior so I decided to give it a go again before 
break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
the high-res mode. 


Has anyone else done any 2d games in high-res? I remember someone said that 
you don't use double-buffering with high-res, and that you have to keep the 
frame rate at 60fps or else everything flickers. Is this true? Would it be 
hard to keep a *simple* 2d game at 60fps? 


I'll appreciate any help! 


Clint 
cwk5@cornell.edu 


VVVVVVVVVVVVV VV 


Actually, it's not absolutely necessary for the game to run at 60 fps. 
But first let's discuss why you'd get flicker so that we can understand 
how to avoid it. Also, keep in mind we're talking about big-time, 
whole-screen, mind-numbing flicker, not the occasional glittering pixels 
one normally sees on an interlaced display. 


On an interlaced display, the screen is alternating between odd-numbered 
and even-numbered scanlines every 60th of a second. The default setting 
for the PlayStation's graphics chip is that your drawing operations 
affect only the scanlines which are not currently shown. 


Normally when you draw at 60 fps in interlaced mode, the viewer will 
only see either the odd-numbered or the even-numbered scanlines of each 
game screen, because you're switching from one game screen to the next 
before all the scanlines are displayed. 


If you draw at rates slower than 60 fps, the problem is that you'll end 
up with a display where the odd-numbered scanlines come from one game 
screen and the even-numbered scanlines come from a different game 
screen, but they don't come in the proper sequence, so you get flicker 
and jerky movement. 


Let's go over that in more detail. 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Let's say you draw game screen #4444 and the video hardware switches to 
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it for showing the odd-numbered scanlines of the interlaced display. 
But if you're not drawing at a rate of 60 fps, then when it's time to 
switch to the even-numbered scanlines, they still contain game screen 
#4443, because you have not finished creating screen #4445. Screen 
#4443 gets shown again instead, so you get flicker. Then when you're 
done creating game screen #4445, you're going ahead two screens and you 
get jerky movement on top of the flicker. 


The bottom line is, it's not pretty. However, there's another way to do 
it. 


If you set the 'dfe' field of your DRAWENV structure to 1, that will 
allow the GPU to draw into the scanlines currently being displayed. So 
both the odd-numbered scanlines and the even-numbered scanlines will be 
drawn, regardless of which are currently being shown. So when it comes 
time to switch from one set of scanlines to another, if you haven't 
finished creating the next game screen, then all that happens is that 
the viewer will see both sets of scanlines for the current game screen, 
instead of only one set. You'll still get your high-res display, just 
with a slower frame rate. 


The disadvantage to setting the 'dfe' field is that since the 
PlayStation is drawing into both sets of scanlines, the drawing 
operation takes longer. In some cases, it may then take longer than 
1/60th second to complete, which would make running at 60 fps 
impossible. If this is the case, setting the 'dfe' field to 1 should be 
done only when you know you're not going to be running at 60 fps anyway. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Mike Fulton @ SCEA 
Hi!!! 


I am looking for a PAL mode HI-RES sample. My problem is that setting 
the resolution in PAL mode 640 x 512 does not work. (640 x 480 works 
fine) 


Thanx. 
--MESSAGE FILE 18733 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000348 


——MESSAGE FILE 18734 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000349 

Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Stuff here etc, etc ... 

Date: Sun, 08 Mar 1998 19:29:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3502F183.A6FAFE11@bournemouth.ac.uk> 

References: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> 
NNTP-Posting-Host: pc5188.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Ira Rainey wrote: 


Just a brief note to let y'all know that the ever popular sprite tutorial 
is now available in shiny .pdf format as well as the good old .txt. No 
real benefit really, I just felt like doing it. 


I've made a few changes on the web site also, but you better check it out 
if you wanna know what. 


Later 


Ira 


VVVVVVVVV VV 
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Stick with the Dual Shock, DEnnis - it's less embarrassing (probably). 


V V V V 


James (~mrfrosty). 


A dildo is much more easy to get. Still hope those pads come over to 
europe. 


DEnnis.. 
—-MESSAGE FILE 1990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00693 


—-MESSAGE FILE 1991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000694 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Fri, 24 Apr 1998 18:37:07 +0100 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <3540CDC3.3C3D@writeme.com> 

References: <6hnu98$31i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1lrbbummcsgz0pN@al-88-127.al.nl> <3540BF38.37A9@writeme.com> <1d808uc.qua5i 
6gi3kvsN@al-88-125.al.nl1> 

NNTP-Posting-Host: at14-044.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> A dildo is much more easy to get. Still hope those pads come over to 
> europe. 


When they do, I hope you use them for the purpose they were intended... 
Umm, maybe I "shouldn't go there', eh? 
James (~mrfrosty). 


—-MESSAGE FILE 1991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00694 


—-MESSAGE FILE 1992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000695 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Fri, 24 Apr 1998 22:10:42 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1d80fwo.limh4n6ye60y8N@al-—88-104.a1.nl1l> 

References: <6hnu98$311i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1lrbbummcsgz0pN@al-88-127.al.nl> <3540BF38.37A9@writeme.com> <1d808uc.qua5i 
6gi3kvsN@al-88-125.al.nl> <3540CDC3.3C3D@writeme. com> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


> A dildo is much more easy to get. Still hope those pads come over to 
> europe. 


When they do, I hope you use them for the purpose they were intended... 


Umm, maybe I 'shouldn't go there', eh? 


VVVVVVV VV 
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> http://www.netyaroze-europe.com/~shadow 


Cheers for the sprite tutorials, most helpful, although I did have probs 
getting the example stuff to work properly until I took the code out, bunged 
it in another file & recompiled it. Could just be stroppy old DOS, i guess. 
Thats not a bad thing - I just thought you might like to be kept abreast of 
your code's exploits : ). 


Thanks again, 
Anna. 


—-MESSAGE FILE 18734 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000349 


——MESSAGE FILE 18735 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000350 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 9 Mar 1998 08:45:04 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 91 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e0a6g$ij31@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


If you set the 'dfe' field of your DRAWENV structure to 1, that will 
allow the GPU to draw into the scanlines currently being displayed. So 
both the odd-numbered scanlines and the even-numbered scanlines will be 
drawn, regardless of which are currently being shown. So when it comes 
time to switch from one set of scanlines to another, if you haven't 
finished creating the next game screen, then all that happens is that 
the viewer will see both sets of scanlines for the current game screen, 
instead of only one set. You'll still get your high-res display, just 
with a slower frame rate. 


The disadvantage to setting the 'dfe' field is that since the 
PlayStation is drawing into both sets of scanlines, the drawing 
operation takes longer. In some cases, it may then take longer than 
1/60th second to complete, which would make running at 60 fps 
impossible. If this is the case, setting the 'dfe' field to 1 should be 
done only when you know you're not going to be running at 60 fps anyway. 


Mike Fulton @ SCEA 
B db; 
B *cdb; 


DUVVVVVVVVVVV VV VV VV VV 


void InitGame( void ) 


{ 


SetDefDrawEnv (&db[0].draw, 0, 0, 640, 512); 
SetDefDispEnv (&db[0].disp, 0, 0, 640, 512); 


setRECT (&db[0].disp.screen, 0, 18, 0, 256); 
db->draw.dfe = 0; 
db->draw.isbg = 1; 


}// end InitGame 


int main( void ) 


{ 


Net Yaroze newsgroups message dump.txt Page 12632 
InitGame () ; 


while( !game_over ) 


{ 
cdb = &db[0]; 
ClearOTag(cdb->ot, OTSIZE); 


// add primitives here 


DrawSync (0); 
VSync (0); 


PutDispEnv (&cdb->disp) ; 
PutDrawEnv (&cdb->draw) ; 


DrawOTag (cdb->ot) ; 
}// end while 
return (0); 
}// end main 
Hi there, 
This is a sample snip, it obviously isn't fully complete but should give 


you the idea. 
Note what Mike Fulton wrote above. 


Regards, 


George@SCEE 


Hi!!! 

I am looking for a PAL mode HI-RES sample. My problem is that setting 
the resolution in PAL mode 640 x 512 does not work. (640 x 480 works 
fine) 

Thanx. 


—-MESSAGE FILE 18735 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000350 


--MESSAGE FILE 18736 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000351 

Path: chuka.playstation.co.uk!news 

From: Alex <alex_dimitriaids@hotmail.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Clut Fading 

Date: Mon, 09 Mar 1998 16:39:33 +0100 
Organization: TEYKO Console development 

Lines: 4 

Message-ID: <35040D35.7FEF@hotmail.com> 
NNTP-Posting-Host: dial7.rz.fh-heilbronn.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Has someone a source for fading an image by updating the CLUT in memory 
Չշ 


would be cool! :-) 
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—-MESSAGE FILE 18736 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000351 


--MESSAGE FILE 18737 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000352 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Clut Fading 

Date: 9 Mar 1998 17:04:20 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 79 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6el7ek$jo71@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id JAA06878 

for <news@playstation.co.uk>; Mon, 9 Mar 1998 09:08:57 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Has someone a source for fading an image by updating the CLUT in memory 
Չշ 


would be cool! :-) 


This example is from memory, but the principle is sound; 

basically store the original clut in an array (global), 

then each frame when you want to alter it, get a new clut 

(set an array according to the original array and the modification 
function) 

and load that to the place of the original in VRAM. 


The other way is to have VRAM contents constant, with lots 
of cluts for one pixel block; for sprites or polygons, you can just 
change the cx, cy fields to make it use a different clut each time. 


Some of the benefits of clut animation can be realised more easily 
by GSSPRITES, eg rgb alteration (fade up, fade down, alter colour). 


Lewis 


// space to hold original clut 
u_short originalClutBuffer[256]; 


// function that just grabs the original clut and stores it 

// in an array; call this just once before clut alterations 
void GetOriginalClutOfImage( GsIMAGE *image) 

RECT clutRect; 


// could check that image is 4 or 8 bit 


setRECT( &clutRect, image->cx, image->cy, 
image->cw, image->ch) ; // ch will be 1, cw will be 16 or 
256 


StoreImage( &clutRect, (u_long*) clutBuffer); 
DrawSync (0); 


u_short modifiedClutBuffer[256]; 


// this actually alters the clut 
void ChangeClut (GsIMAGE *image) 
{ 
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RECT clutRect; 


// could check that image is 4 or 8 bit 


setRECT( &clutRect, image->cx, image->cy, 
image->cw, image->ch) ; // ch will be 1, cw will be 16 or 
256 


// this block: obtain modified clut 
// eg from original clut and modification function 
// example only: reverse the clut 
for (i = 0; i < 256; itt) 
{ 
modifiedClutBuffer[255-i] = originalClutBuffer[il]; 
} 


LoadImage( &clutRect, modifiedClutBuffer) ; 


// NOTE: _may_ not want to call DrawSync(0) here, since you may be 
calling this 
// function for many different images in one frame 


} 


—-MESSAGE FILE 18737 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000352 


—-MESSAGE FILE 18738 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000353 

Path: chuka.playstation.co.uk!news 

From: Alex <alex_dimitriaids@hotmail.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Big Sprite ? 

Date: Tue, 10 Mar 1998 00:12:02 +0100 
Organization: TEYKO Console development 

Lines: 11 

Message-ID: <35047742.522A@hotmail.com> 
NNTP-Posting-Host: dial25.rz.fh-heilbronn.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Now another prob.. ; ( 
In my game i must set a big picture in the background (320*240) | 


I defined this as a Sprite set to position 0,0! 
But at the edges the image was screwed up : ( 


is there an other way to put this BIG picture in the background else 
than to define it as a Sprite ?! 


Alex. 
-—-MESSAGE FILE 18738 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000353 


—-MESSAGE FILE 18739 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000354 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Big Sprite ? 

Date: Mon, 09 Mar 1998 19:11:19 -0800 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3504AF57.559F@concentric.net> 

References: <35047742.522A@hotmail.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts030d22.sto-ca.concentric.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; I) 


Alex, 


The maximum size for a sprite is 256x256 so you'll need to break it 
up into two sprites. 


Scott 
Now another prob.. ; ( 
In my game i must set a big picture in the background (320*240) | 


> 

> 

> 

> 

> I defined this as a Sprite set to position 0,0! 
> But at the edges the image was screwed up : ( 
> 
> 
> 
> 
> 


is there an other way to put this BIG picture in the background else 
than to define it as a Sprite ?! 


Alex. 
—-MESSAGE FILE 18739 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000354 


——MESSAGE FILE 18740 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000355 

Path: chuka.playstation.co.uk!news 

From: Alex <alex_dimitriaids@hotmail.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Big Sprite ? 

Date: Tue, 10 Mar 1998 10:34:29 +0100 

Organization: TEYKO Console development 

Lines: 24 

Message-ID: <35050925.6C5B@hotmail.com> 

References: <35047742.522A@hotmail.com> <3504AF57.559F@concentric.net> 
NNTP-Posting-Host: dial21.rz.fh-heilbronn.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Scott Cartier wrote: 
Alex, 


The maximum size for a sprite is 256x256 so you'll need to break it 
up into two sprites. 


VVVVVVV 


Scott 

But there is no other way to have a BIG image in background?! 

I *MUST* set up a Sprite ? :( uh! 

Now another prob.. ; ( 

In my game i must set a big picture in the background (320*240) | 


I defined this as a Sprite set to position 0,0! 
But at the edges the image was screwed up : ( 


is there an other way to put this BIG picture in the background else 
than to define it as a Sprite ?! 


VVVVVVVVVV VV 
VVVVVVVV VV 


> Alex. 
—-MESSAGE FILE 18740 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000355 


—-MESSAGE FILE 18741 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000356 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Big Sprite ? 

Date: 10 Mar 1998 09:31:05 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 18 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e318p$1t1l1l@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


A single sprite can only show 256x256, you'll need 2 for your picture; 
or you can use MoveImage/LoadImage (MoveImage is quicker) 


Lewis 
Now another prob.. ; ( 
In my game i must set a big picture in the background (320*240) | 
I defined this as a Sprite set to position 0,0! 
But at the edges the image was screwed up : ( 
is there an other way to put this BIG picture in the background else 
than to define it as a Sprite ?! 
Alex. 


—-MESSAGE FILE 18741 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000356 


—-MESSAGE FILE 18742 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000357 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Big Sprite ? 

Date: Tue, 10 Mar 1998 14:41:39 -0800 

Organization: Cisco Systems 

Lines: 97 

Message-ID: <3505C1A3.29CCEC4E@netmagic.net> 

References: <35047742.522A@hotmail.com> <3504AF57.559F@concentric.net> <35050925.6C5 
B@hotmail.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Well, there is one visual effect that you can take advantage of by 
doing it this way: you could use it to make the background "fly" 
apart at the end of the game, or you could make it bounce together 
in the beginning. 


e.g. suppose you loaded the background into sprites BGLeft and BGRight 
each being 160x240, had an OT with 1<<14 levels, and were dealing 
with 320x240 res: 


void BgBounce( void ) 
{ 


int x_vel = 0; 


// set sprites to be off the edge of the screen 


BGLeft.x = -160; 
BGRight.x = 160-BGLeft.x; 
BGLeft.y = 0; 


BGRight.y 0; 
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while( x_vel!=0 && BGLeft.x!=0 ) 


} 


I 


similar in my current project. 


{ 

// do the buffer switch and clear the ordering table 
// (you may do it differently) 

activeBuff = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuff]); 
GsClearOt (0,0, &WorldOT[activeBuff]); 


// accellerate the graphic towards 0. 
if( BGLeft.x<0 ) 
x_veltt; 


// add the velocity to current position 
BGLeft.x += x_vel; 


// make sure we don't pass 0! 

if( BGLeft.x>0 ) 
{ 
// reverse thrust! also minimize the effect by about 2/3 
x_vel= 0-((x_vel*2)/3); 


// reset the "ground" level 
BGLeft.x = 0; 
} // if( BGLeft.x>0 ) 


// mirror the effect to the right sprite 
BGRight.x = 160-BGLeft.x; 


// paint the sprites into the background 
GsSortFastSprite( &BGLeft, &WorldOrderTable[activeBuff],1<<14 ); 
GsSortFastSprite( &BGRight, &WorldOrderTable[activeBuff],1<<14 ); 


// 


// *** insert other drawing stuff here... *** 


// 


// draw to buffer 

DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (0,0,0, &WorldOrderTable[activeBuff]); 
GsDrawOt (&WorldOrderTable[activeBuff]); 

} // while( x_vel!=0 && BGLeft.x!=0 ) 


dunno if the above works---I haven't tested it---but I use something 


A A 


e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Alex wrote: 


VVVVVVVVVVVVV VV VV VV 


Scott Cartier wrote: 
Alex, 


The maximum size for a sprite is 256x256 so you'll need to break it 
up into two sprites. 


VV V V V V V 


Scott 

But there is no other way to have a BIG image in background?! 
I *MUST* set up a Sprite ? :( uh! 

Now another prob.. ; ( 


In my game i must set a big picture in the background (320*240) | 


V V V V V V 
V V V V V 


I defined this as a Sprite set to position 0,0! 
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But at the edges the image was screwed up : ( 


is there an other way to put this BIG picture in the background else 
than to define it as a Sprite ?! 


V V VV V V 
V V V V V 
VAMMEN N 


> > Alex. 
--MESSAGE FILE 18742 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000357 


——MESSAGE FILE 18743 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000358 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Big Sprite ? 

Date: Wed, 11 Mar 1998 00:23:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ira.rainey-1103980023140001@host5-99-55-41.btinternet .com> 
References: <35047742.522A@hotmail.com> 

NNTP-Posting-Host: host5-99-55-41.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <35047742.522A@hotmail.com>, Alex 
<alex_dimitriaids@hotmail.com> wrote: 


In my game i must set a big picture in the background (320*240)! 


I defined this as a Sprite set to position 0,0! 
But at the edges the image was screwed up :( 


is there an other way to put this BIG picture in the background else 
than to define it as a Sprite ?! 


VV V V V V V 


Sprites can only be a maximum 256x256 so you will need two sprites to fill 
a 320x240 area, unless you scale one sprite which would look pretty 


crappy. 


Check out my site for some sample code on how to do this (Back.hqx) and 
look also at the code for A Dog Tale (dog2.hqx) as you can see various 
screen effects (scrolling, spinning etc) from usging multiple sprites as 
backgrounds. 


Ira 


http://www.netyaroze-europe.com/~shadow 
—-MESSAGE FILE 18743 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000358 


—-MESSAGE FILE 18744 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000359 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Sat, 14 Mar 1998 12:21:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6edsooSdud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl871.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:359 scea.yaroze.pr 
ogramming.3d_graphics:219 scee.yaroze.programming.2d_graphics:260 scee.yaroze.progra 
mming.3d_graphics: 489 


I'm looking for someone with a tad more 
artistic flare than myself to do some 3D 
graphics for my soon to arrive little 
game demo. 
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The game is a 90's version of that all 
time favourite(mine anyway) Q*Bert. 
It's (as usual) all 3D, with absolutely 
huge levels. It's a 1 or two player 
game, with additions such as laying 
bombs on cubes to corner your opponent, 
special 'cubes' that either rotate (so 
they can only be jumped on once), cubes 
that rise when they're jumped on 
enabling some inaccessible cubes to be 
reached, cubes that lower when they're 
jumped on, enabling Q*Bert to reach 
lower levels, and all sort of other 
things. 


My only problem is, the graphics are 
crap. It took me 4 hours to get a 
simple cube into an RSD file, and I 
blatantly stole the 'ball' (Q*Bert) from 
someone else's demo. 


What I need, if anyone would like to 
contribute and reap the benefits of 
everlasting stardom is; 


A Q*Bert character. This character can 
point in any direction, and can contain 
any amount of animation you're willing 
to spend time doing. 

If the limbs etc prove too time 
consuming, a cute 'tennis ball' kind of 
character would suffice. 


Some variations on the above character, 
with frowns instead of smiles to 
represent the 'baddies'. 


A nice 'Cube'. I believe the top side 
of the cube may be textured, although 
I'd have to see what performance impact 
this will have. 


Many thanks to anyone that can help. 


Your best mate. 
Steve Dunn 
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—-MESSAGE FILE 18744 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000359 


—-MESSAGE FILE 18745 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000360 

Path: chuka.playstation.co.uk!scea!greg_labrec@ 
From: Blue Bomberman <bbmbrman@gamesages.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 


interactive 


Subject: Ira? You out there? 2D and 3D woes... 


Date: Mon, 16 Mar 1998 08:59:39 -0500 
Organization: SCEA News Server 

Lines: 22 

Message-ID: <350D304B. 633F@netcom.ca> 
NNTP-Posting-Host: ham-on4-21.netcom.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NC320 (Win95; U) 


I'm not sure if my E-Mail will make it to you, 


since there 


-sony.com 


are a few 
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addresses here for you, and I'm not sure if the period in your address 
is "anti-spam" or not (much like mine), so I thought I'd post a request 
here. 


Although being what I term a very capable C-Programmer, and although I 
can follow for logic of all the programs I've downloaded, I still am 
having trouble wrapping my brain around 2D and 3D graphics. 


Part of the problem comes from my inability to just "accept" that "I 
Need This Line To Make It Work." I don't want to "Need" anything, I 
want to UNDERSTAND why. 


I've read a lot about your tutorials, and have read what other are 
saying about them. I unfortunately cannot access your site though. Do 
you think you might be able to send them my way? Or maybe post them on 
a neutral site like Geocities? 


Thanks greatly 


Rob 

(remember to take the first period out of the EMail address!) 

-—-MESSAGE FILE 18745 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000360 


—-MESSAGE FILE 18746 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000361 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Grant <b.bmbrman@netcom.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: OOPS! Wrong Account! Ira.. please use this E-Mail! 

Date: Mon, 16 Mar 1998 09:01:28 -0500 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <350D30B8.7B3E@netcom.ca> 

References: <350D304B. 633F@netcom.ca> 

NNTP-Posting-—Host: ham-on4-21.netcom.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0Շ-ԱՇ320 (Win95; U) 


Ack! Just my luck... I use my work account.... 
Sorry Ira... please use the above email address. 
Rob 


—-MESSAGE FILE 18746 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000361 


——MESSAGE FILE 18747 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000362 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Ira? You out there? 2D and 3D woes... 

Date: Mon, 16 Mar 1998 18:36:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ira.rainey—1603981836080001@host5-99-61-15.btinternet .com> 
References: <350D304B. 633F@netcom.ca> 

NNTP-Posting-Host: host5-99-61-15.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 


I'm not sure if my E-Mail will make it to you, since there are a few 
addresses here for you, and I'm not sure if the period in your address 
is "anti-spam" or not (much like mine), so I thought I'd post a request 
here. 


V V V V 


Recieved and sorted 


Ira 
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> James (~mrfrosty). 


No prob, I always loved the british humor. And I have a great girlfriend 

with whome I do no freaky things at al. And if I would do freaky things, 

I would not use the Dual Shockpad, they say it's kind of risky and that 

it can damage your stuff... 

—-MESSAGE FILE 1992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00695 


—-MESSAGE FILE 1993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000696 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: 25 Apr 1998 09:42:08 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6hs710$7j4t1l@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 25 Apr 1998 08:43:32 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA04374 
for <news@playstation.co.uk>; Sat, 25 Apr 1998 09:43:11 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


FYI They'll be on sale in a week or two in Europe... and Grand Turismo 
supports it.. 


A dildo is much more easy to get. Still hope those pads come over to 
europe. 
DEnnis.. 


—-MESSAGE FILE 1993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00696 


—-MESSAGE FILE 1994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000697 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: 25 Apr 1998 09:37:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01lbd702e$48d3f9a0Sf10b0a0a@Angelal.intelligent-—group.com> 
References: <6hs710$7j4t1l@emeka.playstation.co.uk> 

NNTP-Posting-Host: 1129.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Paul_Holman@Playstation.sony.com wrote in article 
<6hs710$7j4t1l@emeka.playstation.co.uk>... 


> via smtpd (for [194.203.13.2]) with SMTP; 25 Apr 1998 08:43:32 
UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA04374 


> for <news@playstation.co.uk>; Sat, 25 Apr 1998 09:43:11 +0100 (BST) 
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—-MESSAGE FILE 18747 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000362 


——MESSAGE FILE 18748 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000363 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Tue, 24 Mar 1998 13:56:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <6f8e40Sf1021@chuka.playstation.co.uk> 

References: <6edsooSdud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm441.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:363 scea.yaroze.pr 
ogramming.3d_graphics:221 scee.yaroze.programming.2d_graphics:293 scee.yaroze.progra 
mming.3d_graphics:506 


What a response. I've sorted through 
the millions of pleas that have been 
flooding in daily since I posted this, 
but unfortuanatly, no-one was up to the 
standard required. So, don't be 
disheartened, YOUR chance still exists 
for this one in a daytime opportunity. 


Steve 


>I'm looking for someone with a tad more 
>artistic flare than myself to do some 
3D 

>graphics for my soon to arrive little 
>game demo. 

> 
>The game is a 90's version of that all 
>time favourite(mine anyway) Q*Bert. 
>It's (as usual) all 3D, with absolutely 
>huge levels. It's a 1 or two player 
>game, with additions such as laying 
>bombs on cubes to corner your opponent, 
>special 'cubes' that either rotate (so 
>they can only be jumped on once), cubes 
>that rise when they're jumped on 
>enabling some inaccessible cubes to be 
>reached, cubes that lower when they're 
>jumped on, enabling Q*Bert to reach 
>lower levels, and all sort of other 


>things. 

> 

>My only problem is, the graphics are 
>crap. It took me 4 hours to get a 


>simple cube into an RSD file, and I 
>blatantly stole the 'ball' (Q*Bert) 
from 

>someone else's demo. 

> 

>What I need, if anyone would like to 
>contribute and reap the benefits of 
>everlasting stardom is; 

> 

>A Q*Bert character. This character can 
>point in any direction, and can contain 
>any amount of animation you're willing 
>to spend time doing. 

>If the limbs etc prove too time 
>consuming, a cute 'tennis ball' kind of 
>character would suffice. 
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> 

>Some variations on the above character, 
>with frowns instead of smiles to 
>represent the 'baddies'. 

> 

>A nice 'Cube'. I believe the top side 
>of the cube may be textured, although 
>I'd have to see what performance impact 
>this will have. 

> 

>Many thanks to anyone that can help. 

> 

>Your best mate. 

>Steve Dunn 

> 


VVVYV 


—-MESSAGE FILE 18748 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000363 


——MESSAGE FILE 18749 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000364 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jeremy Hess <jhess@mail.tdsnet.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Problems displaying 2d sprites 

Date: Wed, 01 Apr 1998 23:56:45 -0600 

Organization: SCEA News Server 

Lines: 561 

Message-ID: <3523289D.2947@mail.tdsnet.com> 

NNTP-Posting-Host: mawiusr0-a03.madison.tds.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 96C7D276956" 
X-Mailer: Mozilla 3.0Gold (Win95; U) 


This is a multi-part message in MIME format. 


96C7D276956 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I'm trying to display a 8-bit sprite, but I'm not getting any positive 
results. Currently it's displaying a half-screen of brown pixels. 
I attached the tim that I'm testing. 


Thanks 
Jeremy 


void DoTitle() 
{ 
static int cmd = CMD_START; 
int Key = GetPad(PAD1, MODE_TITLE) ; 


GsSPRITE *sl; 
#ifdef DEBUG 

printf ("Starting Title... Choose and Press START\n"); 
#endif 


Fntload(960, 256); 
FntOpen( TEXT_TITLE_X, TEXT_TITLE_Y, TEXT_TITLE_W, TEXT_TITLE_H, 0, 
MAXLETTERS ); 


InitSprite(sl, TITLE_R, 0, 0); 


while( (Key = GetPad(PAD1, MODE_TITLE)) != PADstart) { 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET *)GpuPacketArea[activeBuff] ); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 
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GsSortFastSprite(sl, &WorldOT[activeBuff], 0); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 


FntPrint (Text [TEXT_TITLE] ); 
FntFlush(-1); 
} 
} 


void InitSprite(GsSPRITE *s, long addr, int x, int y) 
{ 

Gs IMAGE tim; 

RECT Էչ 


ZeroSprite(s); 


GsGetTimInfo((u_long *) (addr+4), &tim); 


tim. px; 
= tim.py; 
= tim.pw; 
= tim.ph; 
oadImage(&r, tim.pixel); 


5`Հ» 


= tim.cx; 
tim.cy; 
tim.cw; 
= tim.ch; 
oadImage(&r, tim.clut); 


D z x 
վ 


s->attribute = 0x01000000; 


S->xX = x; 
S->y = Yi 
Տ-»ա = tim.pw * 2; 


s->h = tim.ph; 

s->tpage = GetTPage(1l, 0, tim.px, tim.py); 
s->cx = tim.cx; 

s->cy = tim.cy; 

Տ-»Ա Հ սչ 

Տ-ՏՄ = Vv; 


DrawSync (0); 


96C7D276956 

Content-Type: application/octet-stream; name="Girl.tim" 

—-MESSAGE FILE 18749 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000364 


—-MESSAGE FILE 18750 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000365 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Problems displaying 2d sprites 

Date: 2 Apr 1998 09:29:56 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 80 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fvia4$5951@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 2 Apr 1998 09:33:51 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA10713 
for <news@playstation.co.uk>; Thu, 2 Apr 1998 09:33:37 +0100 (BST) 
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From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I can't see your code for function ZeroSprite, but unless 
it allocates memory, you've got a straightforward bug 
caused by using memory you don't have; sl is just a pointer 
to a GSSPRITE. 


If that's not it, there's the possiblity of something funny with u, v 
in function InitSprite; I can't see where these are declared or set values. 


Lewis 


I'm trying to display a 8-bit sprite, but I'm not getting any positive 


results. Currently it's displaying a half-screen of brown pixels. 
I attached the tim that I'm testing. 

Thanks 

Jeremy 

void DoTitle() 


{ 
static int cmd = CMD_START; 
int Key = GetPad(PAD1, MODE_TITLE) ; 


GsSPRITE *sl; 
#ifdef DEBUG 

printf ("Starting Title... Choose and Press START\n"); 
#endif 


FntLoad(960, 256); 
FntOpen( TEXT_TITLE_X, TEXT_TITLE_Y, TEXT_TITLE_W, TEXT_TITLE_H, 0, 
MAXLETTERS ); 
InitSprite(sl, TITLE_R, 0, 0); 
while( (Key = GetPad(PAD1, MODE_TITLE)) != PADstart) { 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET *)GpuPacketArea[activeBuff] ); 
GsClearOt (0, 0, &WorldOT[activeBuff]); 
GsSortFastSprite(sl, &WorldOT[activeBuff], 0); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 
FntPrint (Text [TEXT_TITLE] ); 
FntFlush(-1); 
} 
} 
void InitSprite(GsSPRITE *s, long addr, int x, int y) 
{ 
GsIMAGE tim; 
RECT Է» 
ZeroSprite(s); 
GsGetTimInfo((u_long *) (addr+4), &tim); 


r.x = tim.px; 
r.y = tim.py; 
r.w = tim.pw; 


r.h = tim.ph; 


oadImage(&r, tim.pixel); 
-X = tim.cx; 
-y = tim.cy; 
.w = tim.cw; 
.հ = tim.ch; 


oadImage(&r, tim.clut); 
—>attribute = 0x01000000; 
—>x = x; 


s->h = tim.ph; 
s->tpage = GetTPage (1, 0, tim.px, tim.py); 


s->cx = tim.cx; 
s->cy = tim.cy; 
Տ-»ս = սչ 


Տ-ՏՄ = Vv; 
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DrawSync (0); 
} 


—-MESSAGE FILE 18750 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000365 


—-MESSAGE FILE 18751 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000366 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Problems displaying 2d sprites 

Date: Thu, 02 Apr 1998 14:53:13 GMT 

Organization: L4 Software 

Lines: 18 

Message-ID: <3523a57c.2812171@205.149.189.29> 

References: <3523289D.2947@mail.tdsnet.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Jeremy, 


I didn't really look at your code, but I did load your TIM file into 
TimTool and noticed that it is located at 0,0 in the Frame Buffer. 
This puts it in display area where it gets cleared each frame. Try 
moving the TIM to 320,0 (or some other unused area) and see if it 
works better. 


Mario 


On Wed, 01 Apr 1998 23:56:45 -0600, Jeremy Hess 
<jhess@mail.tdsnet.com> wrote: 


>I'm trying to display a 8-bit sprite, but I'm not getting any positive 


>results. Currently it's displaying a half-screen of brown pixels. 
>I attached the tim that I'm testing. 

> 

>[snip] 


—-MESSAGE FILE 18751 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000366 


——MESSAGE FILE 18752 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000367 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Photoshop Plugin?? 

Date: Mon, 06 Apr 1998 05:26:03 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <35296734.13835023@news.scea.sony.com> 
NNTP-Posting-Host: ip51.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello I was wondering if anyone knows if their might be an TIM 

exporter pluing for photoshop any help woul be appericated. 

Michael Klucher 

—-MESSAGE FILE 18752 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000367 


—--MESSAGE FILE 18753 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000368 
Path: chuka.playstation.co.uk!news 
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From: Ivo Wubbels <wubbels@worldaccess.nl> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Photoshop Plugin?? 

Date: Tue, 07 Apr 1998 12:38:36 +0200 
Organization: Engine Software 

Lines: 11 

Message-ID: <352A022C.1328@worldaccess.nl> 
References: <35296734.13835023@news.scea.sony.com> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht2-8.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 

To: Michael Klucher <dajudge@inficad.com> 


Michael Klucher wrote: 

> 

> Hello I was wondering if anyone knows if their might be an TIM 
> exporter pluing for photoshop any help woul be appericated. 

> Michael Klucher 


Yep, there is a ps exporter, but I think the Sony converter works 
better. Look at the SCEA site for the converter. It's a photoshop 3 
tool, but works fine for photoshop 4 too. 


Ivo 
—-MESSAGE FILE 18753 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000368 


—--MESSAGE FILE 18754 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000369 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: zain@niagara.com (Zain Dinath) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: What's DAT? Please Help Ira... 

Date: Wed, 29 Apr 1998 03:29:56 GMT 

Organization: None 

Lines: 14 

Message-ID: <35469e0b.10028374@news.scea.sony.com> 

Reply-To: zain@niagara.com 

NNTP-Posting-Host: isdn-180.niagara.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello Everyone! 
My name is Zain Dinath and I am a new Yaroze owner. 
I was leafing through Ira Rainey's 2D tutorials and noticed he zipped 


all his data into *.dat files! What is a *.dat file and how do I 
read/write one? 


Please help. Send an e-mail to zain@niagara.com or reply on the 
usenet. Thanks. 


Zain 


—-MESSAGE FILE 18754 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000369 


——MESSAGE FILE 18755 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000370 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: What's DAT? Please Help Ira... 

Date: Wed, 29 Apr 1998 14:44:53 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35473c7c.48472748@news.scea.sony.com> 
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References: <35469e0b.10028374@news.scea.sony.com> 
NNTP-Posting-Host: client-119-66.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>I was leafing through Ira Rainey's 2D tutorials and noticed he zipped 
>all his data into *.dat files! What is a *.dat file and how do I 
>read/write one? 


Hi Zain, here is what Ira wrote back to me today (as for creating 
them or extracting the graphics for viewing, someone else will have to 
chime in): 


>The .dat files are just collections of all of the graphics and sound data 
>put together in one file, sequentially. There is no compression involved, I 
>just butted up all of the individual files together to make one big one. 
>It's just simpler than having to deal with loads of little files. Obviously 
>you should only consider doing this if your graphics etc are ina final 
>state. 


-Matt 


--MESSAGE FILE 18755 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000370 


——MESSAGE FILE 18756 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000371 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: More about photoshop and TIM's 

Date: Tue, 26 May 1998 08:13:37 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <356a794d.664906@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


I dowloaded the plugin for doing TIM's in photoshop and now that I 

have Photoshop 5 they dont seem to work at all any more I am looking 

into see if there is a way to port these over to PS5 does anyone have 

any ideas?? 

-—-MESSAGE FILE 18756 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000371 


——MESSAGE FILE 18757 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000372 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Jonathan Calvert <jonathan.calvertNO-SPAM@mindspring.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Basic 2d Questions 

Date: Sat, 30 May 1998 12:59:30 -0400 

Organization: NO-SPAM, I am. I do not like SPAM! 

Lines: 47 

Message-ID: <35703AF2.41AD@mindspring.com> 

Reply-To: jonathan.calvertNO-SPAM@mindspring.com 
NNTP-Posting-Host: user-37kbtm6.dialup.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


After attending E3 this week I have gotten very motivated to create 
something with my Yaroze. Previously, I have changed various things 
in some of the sample programs, but I have not really created anything 
on my own. I just have not had the time...or at least I have not 
dedicated the time to learning how to program game. Heck, learning 


Net Yaroze newsgroups message dump.txt 


COM/DCOM, ATL, etc. at work is enough to keep anyone from feeling 
motivated from programming in there free time. <sigh> 


Anyway, I am doing some really basic things like loading 4bit sprite 
images. I have noticed that some of my images load (display correctly) 
and some do not. 


I am using a frame area of (320 x 240). 


A typical texture page for my 4bit image is: 
(x = 768, y = 76, w = 16, h = 64) 


Question 1 - I almost always have to change the x value to 640 and the 
y value to 0 to get the image to display correctly. Why? 


Question 2 - I always have to multiple my w value by 4. I have seen 
this 

in various sample programs, but I have not seen an explanation. Why 
multiply by 4? 


Question 3 - If the image was a perfect square (64x64 pixels) why does 
the w value come up reduced by a factor of 4? It looks like 8bit images 
are reduced by a multiple of 2. I guess this is a pattern. 

A typical image CLUT is: (x = 0, y = 480, w= 16, h Հ 1). 

Question 4 - If my y value is more than 480 then the image will not 
display. 


Why? Am I limited to twice my frame area (i.e. 640 x 480)? 


I apologize if these questions have been asked before (old messages have 
been wiped off the server so I do not really know) or if this 
information is 

in the user guide (which is at work). 


Thanks in advance for your time and help. 
Jonathan 
[Please remove NO-SPAM to email me] 
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-—-MESSAGE FILE 18757 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000372 


——MESSAGE FILE 18758 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000373 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Basic 2d Questions 

Date: Sun, 31 May 1998 10:56:49 -0500 
Organization: (no organization) 

Lines: 99 

Message-ID: <35717DC1.A79@charlie.cns.iit.edu> 
References: <35703AF2.41AD@mindspring.com> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Jonathan Calvert wrote: 

> Anyway, I am doing some really basic things like loading 4bit sprite 
images. I have noticed that some of my images load (display correctly) 
and some do not. 


> 
> 
> 
> I am using a frame area of (320 x 240). 


It's important to note if you are doing double-buffering or 
single buffering. And where your buffers are in the VRAM. 
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Generally, you'll have one 320x240 buffer located at (0,0) 
in VRAM, and another 320x240 buffer located physically just 
below it at (0,240) for double buffering. Remember, the 
Yaroze automatically flips back-and-forth between these 

two display buffers to generate the TV picture. 


You can't put any image data or CLUTs in this area, since it is 
constantly being erased and redrawn with current display data. 


A typical texture page for my 4bit image is: 
(x = 768, y = 76, w = 16, h = 64) 


> 
> 
> 
> Question 1 - I almost always have to change the x value to 640 and the 
> y value to 0 to get the image to display correctly. Why? 

Make sure there is no other texture loaded there. An easy thing 

to forget is that the "FntLoad()" function loads a texture 
(256x128x4bit), so make sure that isn't colliding with your 

image data. 


Also, in the sprite data structure, in addition to specifying a 
texture page, you also specific OFFSETS (u,v) within the texture 
page in question, so that the physical image doesn't need to 
allign on a texture page boundary. If your u,v values are set to 
(0,0), you shoule note that 76 is not at the start of a texture 
page (which are always 256 pixels tall) That might be why you 
need to move the image to "0". Or, you could leave the texture 
where it is, and specify a "v" value of 76. 


> Question 2 - I always have to multiple my w value by 4. I have seen 

> this 

> in various sample programs, but I have not seen an explanation. Why 

> multiply by 4? 

> 

> Question 3 - If the image was a perfect square (64x64 pixels) why does 

> the w value come up reduced by a factor of 4? It looks like 8bit images 
> are reduced by a multiple of 2. I guess this is a pattern. 


Remember, there are TWO widths to consider: The "pixel" width, and the 
"memory" width. Rememeber also that the VRAM is 16bit, unlike what 
most of us are used to thinking of. 


Texture pages are always 256 pixels by 256 pixels. 


So, a 64x64 pixel image that uses 16 bits per pixel fits into the l6bit 
VRAM as-is. No tweaking of the w value is needed, since the texture 
pages map 1:1 to the VRAM. 


A 64x64 pixel image that uses 8 bits per pixel only takes up 1/2 the 
space in the VRAM, so it effectivly gets compressed (or squashed if you 
perfer) and you need to make your w value twice as big, since when 
talking 

8bit, texture pages map 2:1 into the VRAM. You get twice as many 

(256 pixel x 256 pixel) texture pages, since each one is only 

128 bytes x 256 bytes)! 


Same thing is true for 4 bits per pixel, only now, the image only takes 


1/4 of the space, and the texture pages map 4:1 to the VRAM. Wow! Four 
times more texture pages! Since they are only 64 bytes x 256 bytes! 


It's important to remember that some functions want the "pixel" width 
(64 in this case), and some want the "memory" width. (16 in this case) 


The truly impressive thing (IMHO), is that the PlayStation can mix and 
match all these modes and image types in each frame! 


> A typical image CLUT is: (x = 0, y = 480, w = 16, h = 1). 

> 

> Question 4 - If my y value is more than 480 then the image will not 
> display. 

> Why? Am I limited to twice my frame area (i.e. 640 x 480)? 
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Again, make sure something else isn't colliding with the CLUT. 
And make sure if you change the location of the CLUT, the sprite 
data structure you are using points to the new location of the 
CLUT also. 


I know I typically put all my CLUTs just below the frame buffers, 
(0,480) down to (0,511). So as far as I know, there is no 

limit to where you can put your CLUTs. Wait: I think they might 
need to start at a texture page boundary! (Like, you can put 

a 4bit CLUT at x values of 0, 16, 32, etc, but NOT at 
1,2,3,4...etc, an 8bit CLUT needs to start at 0, 256, 512, etc) 
Since all CLUTS are 1 pixel "deep" (in the Y direction), they 
can go on any y value. 


Good luck, I hope this helps clear things up, rather than 

confuse the issue! :-) 

EdF 

--MESSAGE FILE 18758 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000373 


——MESSAGE FILE 18759 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000374 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Graphics Programs 

Date: 1 Jun 1998 21:18:41 GMT 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <01bd8da4$37641220S483d7bdl@skynet> 

NNTP-Posting-Host: nac-btr2-s21.nac.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Anyone know of one that saves as a 16-bit file? 
—-MESSAGE FILE 18759 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000374 


——MESSAGE FILE 18760 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000375 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Graphics Programs 

Date: Mon, 01 Jun 1998 15:29:46 -0700 

Organization: Cisco Systems 

Lines: 11 

Message-ID: <35732B5A. 9CA37DB8@netmagic.net> 

References: <01bd8da4$37641220S483d7bd1l@skynet> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Photoshop might. If it does, it would be under the Mode->Indexed Color 
menu. You're better off just sticking with your 24- or 32-bit gfx 
and using TIMUtil to convert them to 16-bit. 


Antony Arciuolo wrote: 
> 


> Anyone know of one that saves as a 16-bit file? 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18760 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000375 


——MESSAGE FILE 18761 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


FYI They'll be on sale in a week or two in Europe... and Grand Turismo 
supports it.. 


VVVVVVVV 


That's really funny - the original japanese analog pad had the Force 
Feedback, 

then it was taken out of the Euro version. Now they're gonna sell it in 
Europe 

with the FF put back - bet they charge more for it :( 


Craig. 


—-MESSAGE FILE 1994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00697 


—-MESSAGE FILE 1995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000698 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: 25 Apr 1998 09:53:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01bd7030S$acf63680$353d63c3@default> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <6ho08c4$31134@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: host5-99-61-53.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


եռ 


I've tried three playstations and four different TVs and they all displayed 
the picture too far to the left. 
I've eventually managed to get hold of an official Sony Scart lead, but the 
results were the same, the only difference being it forces my TV to display 
the AV signal when the yaroze is switched on, where as with third party 
scart leads I got a scrolling yaroze picture until the TV was switched to 
AV input. 


Pete. 


> I have a Sony Trinitron and it works with a Fire RGB scart cable. Does 
using a 

> sony rgb lead solve the problem of a the screen not displaying a couple 
pf 

> pixels on the left hand side (This happen with all my consoles and on all 
my 

> trinitrons.)? 

> 

> 

--MESSAGE FILE 1995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00698 


--MESSAGE FILE 1996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000699 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Sat, 25 Apr 1998 13:56:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6hsmea$b011@chuka.playstation.co.uk> 

References: <6hnu98$31i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1rbbummcsgz0pN@al-88-127.al.nl> <3540BF38.37A9@writeme.com> <1d808uc.qua5i 
6gi3kvsN@al—-88-125.al.nl> <3540CDC3.3C3D@writeme.com> <1d80fwo.limh4n6ye60y8N@al-—88- 
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002d_graphics/00000377 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: I can't stand it anymore! 

Date: Tue, 02 Jun 1998 00:59:48 -0700 
Organization: SCEA News Server 

Lines: 52 

Message-ID: <3573BO0OF4.B93C1C96@netmagic.net> 
References: <35736b7c.12437918@news.scea.sony.com> 
NNTP-Posting-Host: pppl-15.sj.netmagic.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Got code you can send me? ^_^ (tenchi@cisco.com, NOT 
tenchi@netmagic.net, please). 


Make sure that your code is compiling at 0x80090000. Try moving 
your 4-bit TIM out to like 0x800D0000. Next make sure that when 
you load the images into VRAM that: 


— they don't overlap 

— their CLUTs (for the 4-bit and 8-bit) don't overlap 

- that the TIM data and the CLUT data is NOT in the region 
of the frame buffers (usually (0,0)-(319,479) for ստ) 


If you meet those conditions, you should not have much of a problem. 
Make sure you check all these locations using TIMUtil's layout 
editor. Very useful. 


Antony Arciuolo wrote: 

> 

> For the longest time I tried to load a TIM picture and printf its 

> properties to the console. I always get noise, not proper data. I was 
> so thankful when I stripped the code down to nothing but the loading 
> code. Now I'm trying to put other code back in, and I finally think I 
> figured out what was wrong... It seems that the allocation of all 

> those ordering tables is OVERWRITING the data of the TIM files! I 

> can't come up with any other explanation! 

> 

> I load the code at 0x80090000, 

> then a 4-bit TIM at 0x800A0000, 

> then a 8-bit TIM at 0x800B0000, 

> then a 24-bit TIM at 0x800C0000 

> 

> and it doesn't work. 

> 

> I comment out the global variables for the ordering tables stuff and 
> it does work. I leave the code in, but 

> 

> I load a 4-bit TIM at 0x80090000, 

> then a 8-bit TIM at 0x800A0000, 

> then a 24-bit TIM at 0x800B0000 

> then the code at0x800D0000. 

> 

> and it works, kind of (it freezes 1/2-way through the code). 

> 

> WHAT THE HELL IS WRONG?! 

> 

> I will ask the stupid question. How do you load files into main memory 
> and prevent them from being overwritten by the code allocating memory? 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
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—-MESSAGE FILE 18761 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000377 


—--MESSAGE FILE 18762 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000378 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: I can't stand it anymore! 

Date: Tue, 02 Jun 1998 22:26:05 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <357479£7.106779210@news.scea.sony.com> 
References: <35736b7c.12437918@news.scea.sony.com> 
Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 02 Jun 1998 03:11:44 GMT, antony.arciuolo@mail.trincoll.edu 
(Antony Arciuolo) wrote: 


>I will ask the stupid question. How do you load files into main memory 
>and prevent them from being overwritten by the code allocating memory? 


> 


When you malloc() memory, you're adding space to the heap, which grows 
up from the (static) program code. The stack, which grows down from 
where you set it, is allocated from function calls and local 
variables. So what most people do is this: 


Stack (top of allowed yaroze space) 


եյ 


(hope stack & heap don't collide!) 


եյ 


Heap 

Code (Loaded above Data) 

Data (Loaded @ 90080000 and up -- bottom of allowed yaroze space) 
Jamin 


Page 12652 


-—-MESSAGE FILE 18762 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000378 


—-MESSAGE FILE 18763 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000379 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I can't stand it anymore! 

Date: Tue, 02 Jun 1998 15:51:12 -0700 

Organization: Cisco Systems 

Lines: 43 

Message-ID: <357481E0.452ABE74@netmagic.net> 


References: 
Մ. 


com> 


Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Հ- 


Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Jamin Frederick wrote: 


V V VV V V 


On Tue, 02 Jun 1998 03:11:44 GMT, antony.arciuolo@mail.trincoll.edu 
(Antony Arciuolo) wrote: 


>I will ask the stupid question. How do you load files into main memory 
>and prevent them from being overwritten by the code allocating memory? 


<35736b7c.12437918@news.scea.sony.com> <357479f7.106779210@news.scea.son 
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> 


When you malloc() memory, you're adding space to the heap, which grows 
up from the (static) program code. The stack, which grows down from 
where you set it, is allocated from function calls and local 
variables. So what most people do is this: 


V V V V V V 


Although I wondered about that---whether the Yaroze stack is growing 
downwards or upwards because the docs stated that you the area between 
0x801f0000-0x801fffff was designated for stack. I would hope that for 
any malloc()-ing that is done, the amount of space is calculated 
before-hand as to not collide with the designated stack area. 


What I generally do is actually block off an area in my programming 
(not using malloc()) and make a note that it is a scratchpad area. 
e.g. 0x80090000-0x800b0000 is for game maps and manipulation of them. 
(Using #defines for this can also save a few cycles of pointer 


dereferencing.) 

> Stack (top of allowed yaroze space) 
> 

> x 

> 

> (hope stack & heap don't collide!) 
> 

> * 

ol 

> Heap 

> Code (Loaded above Data) 

> Data (Loaded @ 90080000 and up -- bottom of allowed yaroze space) 
> 

> Jamin 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 18763 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000379 


——MESSAGE FILE 18764 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000380 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Graphics Programs 

Date: Wed, 03 Jun 1998 11:51:58 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 6 

Message-ID: <35752ACE.F564696Beéscee.sony.co.uk> 
References: <01bd8da4$37641220S483d7bd1@skynet> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Antony Arciuolo wrote: 
> 


> Anyone know of one that saves as a 16-bit file? 


I doubt it. Your best bet is to save as 24-bit and then convert 

it using TimTool (available from the website). 

—-MESSAGE FILE 18764 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000380 


——MESSAGE FILE 18765 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000381 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I can't stand it anymore! 
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Date: Wed, 03 Jun 1998 22:58:45 GMT 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <3575d43b.87469674@news.scea.sony.com> 

References: <35736b7c.12437918@news.scea.sony.com> <357479f7.106779210@news.scea.son 
y.com> <357481E0.452ABE74@netmagic.net> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 02 Jun 1998 15:51:12 -0700, Elliott Lee <tenchi@netmagic.net> 
wrote: 


>Jamin Frederick wrote: 

>> 

>> On Tue, 02 Jun 1998 03:11:44 GMT, antony.arciuolo@mail.trincoll.edu 

>> (Antony Arciuolo) wrote: 

>> 

>> >I will ask the stupid question. How do you load files into main memory 
>> >and prevent them from being overwritten by the code allocating memory? 
>> > 

>> 

>> When you malloc() memory, you're adding space to the heap, which grows 
>> up from the (static) program code. The stack, which grows down from 

>> where you set it, is allocated from function calls and local 

>> variables. So what most people do is this: 

> 

>Although I wondered about that---whether the Yaroze stack is growing 
>downwards or upwards because the docs stated that you the area between 
>0x801f0000-O0x801fffFF was designated for stack. 


That is not the program stack, that area is the system stack 
that the OS proprietarily uses. 


> I would hope that for 


>any malloc()-ing that is done, the amount of space is calculated 
>before-hand as to not collide with the designated stack area. 
> 


Yea, there's some methods to check to make sure this doesn't 
happen. If it does, the system will (probably) freeze. 


>What I generally do is actually block off an area in my programming 
>(not using malloc()) and make a note that it is a scratchpad area. 
>e.g. 0x80090000-0x800b0000 is for game maps and manipulation of them. 
>(Using #defines for this can also save a few cycles of pointer 


>dereferencing.) 

> 

>> իա (top of allowed yaroze space) 
>> 

>> * 

>> 

>> (hope stack & heap don't collide!) 
>> 

>> * 

>> | 

>> Heap 

>> Code (Loaded above Data) 

>> Data (Loaded @ 90080000 and up -- bottom of allowed yaroze space) 
>> 

>> Jamin 

> 

>- e! 


> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 18765 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000381 


—--MESSAGE FILE 18766 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000382 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: sprite library 

Date: Tue, 09 Jun 1998 00:48:22 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <357c864c.27674894@news.scea.sony.com> 
Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Anyone interested in a 2d sprite library with some sprite stuff like 
automatic TIM loading, special effects, and pixel-by-pixel collision 
detection? I've used some of this stuff in my projs but can clean it 
up and distribute it. 


—-MESSAGE FILE 18766 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000382 


——MESSAGE FILE 18767 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000383 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: sprite library 

Date: Tue, 9 Jun 1998 18:19:23 +0200 

Organization: OMGIM Productions 

Lines: 10 

Message-ID: <6ljnbm$1296@chuka.playstation.co.uk> 
References: <357c864c.27674894@news.scea.sony.com> 
NNTP-Posting-Host: dialup108-11-13.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Anyone interested in a 2d sprite library with some sprite stuff like 
>automatic TIM loading, special effects, and pixel-by-pixel collision 
>detection? I've used some of this stuff in my projs but can clean it 
>up and distribute it. 


Sounds like what I need!.. 


—-MESSAGE FILE 18767 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000383 


—--MESSAGE FILE 18768 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000384 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Mark Jawad <jawad@playerl.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I can't stand it anymore! 

Date: Sat, 27 Jun 1998 17:49:48 -0700 

Organization: Player 1, Inc. 

Lines: 30 

Message-ID: <3595932C.1968EB10@playerl.com> 

References: <35736b7c.12437918@news.scea.sony.com> 
NNTP-Posting-Host: 207.171.52.33 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Antony Arciuolo wrote: 


> For the longest time I tried to load a TIM picture and printf its 
> properties to the console. I always get noise, not proper data. 
> 
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I load the code at 0x80090000, 

then a 4-bit TIM at 0x800A0000, 
then a 8-bit TIM at 0x800BO0000, 
then a 24-bit TIM at 0x800C0000 


and it doesn't work. 


VVVVVVV 


Easiest solution: 

load the 4bit tim at 0x80090000 
then the 8bit at 0x800A0000 
then then 16 bit at 0x800B0000 


then after that upload your code. By default, the linker will place it 
0x80100000 (I think..) 

so your data should be hanging out below your code, and no corruption 
should take place. 

Most of the demos & programs out there do it this way.. so give it a whirl 
and see how it goes. 


—Mark J. 


—-MESSAGE FILE 18768 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000384 


——MESSAGE FILE 18769 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000385 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: GsBG and the associated mess 

Date: 14 Jul 1998 02:22:41 GMT 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <Olbdaecf$f87d5ab0S0100fc9d@skynet> 

NNTP-Posting-Host: nac—btr3-s38.nac.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


I am trying to set up a scrolling map based on tiles. 
Right now I just want it all of one cell type (it's supposed to be a flat 
grass field) 


I can do the following (I confirm I can do it via many "dump" programs that 
output the members of the various structures to the console using printf): 
- load a cell with the proper image. 

— convert that cell into a sprite and display the sprite to confirm that 
this works. 

- Init a map. 

— Set the map up to have the proper information and allocate the base and 
index members correctly. 

— Set an GsBG structure. 


The problem is setting the map pointer. 


GsBG has a member "GsMAP *map". First I set up a map, allocating the base 
and index. I set it to be configured (index accessing the correct base 
indices). then I set do this: 


GsBG Background; 
GsMAP map; 


// Here I set up the map and confirm that all data members are as they 
should be. 


Background.map = &map; 
Now when I do a dump of Background.map->index[i] to see the values there is 


garbage there. 
Why is it doing this. 


Do I have to dynamically allocate the map, and then under that dynamically 
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allocation base and index? 


Also, what is the general procedure for registering a GSBG? 


First I allocate a workspace using the equation in the book, then I run 
GsFixBg16 once. 
(I end up deallocating the workspace). 


Later in main, I allocate another workspace according to the same equation, 
then I run the GsSortBg16 with similar params as compared to GsSortSprites. 


Is this the proper method? Are there any example source codes for making 
backgrounds in this manner? 


—-MESSAGE FILE 18769 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000385 


——MESSAGE FILE 18770 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000386 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GsBG and the associated mess 

Date: 14 Jul 1998 18:38:30 GMT 

Organization: SCEE 

Lines: 26 

Message-ID: <0lbdaee0S$5cca21a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <OlbdaecfS$f87d5ab0$0100fc9d@skynet> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Antony, 

If you have visited my webpage then you know that I'm working on 

a Net Yaroze tutorial. You are indeed in luck since I started working 
on tile scrolling using BG this afternoon. I wanted to release the 
example with the rest of the lot I've already done but I'll just release 
just this one example. Visit my page and download it...any problems.. 
post them. 

Regards, 

George@SCEE 


Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in article 
<Olbdaecf£$f87d5ab0$0100fc9d@skynet>... 

> I am trying to set up a scrolling map based on tiles. 

> Right now I just want it all of one cell type (it's supposed to be a flat 
> grass field) 


Is this the proper method? Are there any example source codes for making 
backgrounds in this manner? 


—-MESSAGE FILE 18770 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000386 


——MESSAGE FILE 18771 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000387 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Printf() 

Date: 16 Jul 1998 01:30:42 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <01lbdb05bS0ddcab40S0100fc9d@skynet> 

NNTP-Posting-Host: 209.123.61.131 
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I have problems where the printf to the console gets cut off. 

Like: 4-bit TIM loaded successfully. 

would get displayed as: 4t TIMldd successfull. 

The stream to the console seems to be interrupted prematurely. Is there any 


way to cease all other functions until the printf is done displaying (would 
critical-section code be appropriate here) ? 


-—-MESSAGE FILE 18771 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000387 


——MESSAGE FILE 18772 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000388 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GsBG and the associated mess 

Date: 16 Jul 1998 08:25:33 GMT 

Organization: SCEE 

Lines: 24 

Message-ID: <0Olbdb02eS687dc8e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <0OlbdaecfSf87d5ab0S0100fc9d@skynet> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Antony, 


No problem. I'll have full docs on how to do tile scrolling using BG soon. 
Look for more graphic sample code from my page in the coming weeks. 


Regards, 

George@SCEE 

To: George Bain 

GË: 

From: "Antony Arciuolo" <antony.arciuolo @ mail.cc.trincoll.edu> 
Date: 16/07/98 01:40:35 

Subject: Re: GsBG and the associated mess 


Thanks, you examples really helped with the allocation of certain members, 
stuff that wasn't clear from the documentation. 


--MESSAGE FILE 18772 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000388 


——MESSAGE FILE 18773 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000389 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Printf() 

Date: Thu, 16 Jul 1998 10:42:37 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <35ADCBOD.17C9DA32@scee.sony.co.uk> 
References: <01bdb05b$0ddcab40$0100fc9d@skynet> 
NNTP-Posting-Host: camfw0l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Antony Arciuolo wrote: 


I have problems where the printf to the console gets cut off. 
Like: 4-bit TIM loaded successfully. 
would get displayed as: 4t TIMldd successfull. 


The stream to the console seems to be interrupted prematurely. Is there any 
way to cease all other functions until the printf is done displaying (would 
critical-section code be appropriate here) 7 


VVVVVVVV 


Since I've never heard of anyone else having such problems, it sounds to me like the 
data returning 

to the PC is getting corrupted. This could be caused by interference or a loose/dama 
ged cable. Try 

writing a test program that only outputs some example text. If that text is getting 
corrupted too, 

then it's your connection at fault. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A sufficiently advanced god would use evolution. 
—-MESSAGE FILE 18773 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000389 


—-MESSAGE FILE 18774 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000390 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Printf () 

Date: Thu, 16 Jul 1998 01:58:11 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <35ADCOA3.9E5F4479@shell.jps.net> 

References: <0Olbdb05bS0ddcab40S0100fc9d@skynet> 

NNTP-Posting-Host: svalliap-isdnl.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


You did remember to load in ANSI.SYS in your CONFIG.SYS, aye? How 
fast is your connection---have you tried 9600 baud without errors 
versus 115K baud? Do you notice errors when downloading programs 
to the Yaroze? 


I've never had any problems with printf. :( 


Antony Arciuolo wrote: 


I have problems where the printf to the console gets cut off. 

Like: 4-bit TIM loaded successfully. 

would get displayed as: 4t TIMldd successfull. 

The stream to the console seems to be interrupted prematurely. Is there any 


way to cease all other functions until the printf is done displaying (would 
critical-section code be appropriate here) °? 


VVVVVVVV VV 


Mata ne, ini Հա.» 
- e! et tenchi@shell.jps.net Mahe 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
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(Tenchikun) fhe http://www. jps.net/tenchi 
—-MESSAGE FILE 18774 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000390 


——MESSAGE FILE 18775 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000391 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Printf () 

Date: 16 Jul 1998 10:47:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <01bdb0a6$d781a720Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <Olbdb05bS$0ddcab40S$0100fc9d@skynet> <35ADCBOD.17C9DA32@scee.sony.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<35ADCBOD.17C9DA32@scee.sony.co.uk>... 

> Antony Arciuolo wrote: 

> 


I have problems where the printf to the console gets cut off. 
Like: 4-bit TIM loaded successfully. 
would get displayed as: 4t TIMldd successfull. 


n 
way to cease all other functions until the printf is done displaying 
uld 
critical-section code be appropriate here) °? 


> 
> 
> 
> 
> The stream to the console seems to be interrupted prematurely. Is there 
y 
> 
wo 
> 


VVAEVYVVVVV Vv 


> Since I've never heard of anyone else having such problems, it sounds to 
me like the data returning 


It happens in the CodeWarrior debugger all the time. One of the reasons I 
don't use it 
for printing diags to anymore (ARS forever). 


> James 
Craig. 


—-MESSAGE FILE 18775 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000391 


—-MESSAGE FILE 18776 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000392 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesxX.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Printf () 

Date: Sun, 19 Jul 1998 12:14:49 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 10 

Message-ID: <35B1D529.D9FOC2FA@reality-—bytesxX.demon.co.uk> 
References: <Olbdb05bS$0ddcab40$0100fc9d@skynet> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I get this problem a lot when I use Codewarriors PSCommutill. 
It locks up my program for the duration of the printing process and once the 
sentence has been printed everything carries on ok. Does it at 115200 and 57k. 
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104.al.nl> 

NNTP-Posting-—Host: modem093.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 
<1d80fwo.limh4n6ye60y8N@al-88-104.al.nl>... 

>> Umm, maybe I 'shouldn't go there', eh? 

>> 

>> James (~mrfrosty). 

> 

>No prob, I always loved the british humor. And I have a great 
girlfriend 

>with whome I do no freaky things at al. And if I would do freaky 
things, 

>I would not use the Dual Shockpad, they say it's kind of risky and that 
>it can damage your stuff... 


LOL!!! Heh! Of course, I'D be concerned that my 'stuff' would damage my 
Dual Shock pad :-) 


Maybe Jimbo would like to borrow my DS pad to have a fool with..? Seeing 
as have his multi-tap "boomerang" just now. So long as he promises to 
clean it before he returns it! 


Nick F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 1996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00699 


—-MESSAGE FILE 1997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000700 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: 25 Apr 1998 14:16:47 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 34 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6hsnnv$jnal@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 25 Apr 1998 13:18:11 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA29063 
for <news@playstation.co.uk>; Sat, 25 Apr 1998 14:17:51 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Craig, 


Actually the DUAL SHOCK has superceeded the original 
Analog Controller in Japan, and has been a huge hit. 


The "feedback" feature in the original controller was of 
course just the one off set motor, the DUAL has two 

(as you might guess from the name) and is much more 
variable in effect. 


Paul 
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Also I get the dropped and sometimes duplicated characters. It's a pain in the 
arse, so I try not to use printf(). 


Kevin 


—-MESSAGE FILE 18776 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000392 


--MESSAGE FILE 18777 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000393 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Printf () 

Date: Sat, 25 Jul 1998 02:38:49 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35B9A7A9.78C4094F@concentric.net> 

References: <0Olbdb05bSO0ddcab40S0100fc9d@skynet> <35ADCBOD.17C9DA32@scee.sony.co.uk> 
Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts012d41.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Since I've never heard of anyone else having such problems, it sounds to me like t 
he data returning 

> to the PC is getting corrupted. This could be caused by interference or a loose/da 
maged cable. Try 

> writing a test program that only outputs some example text. If that text is gettin 
g corrupted too, 

> then it's your connection at fault. 


I have that problem too. 


I have a screen capture routine that basically encodes the screen in 
ASCII and prints it out to SIOCONS. I capture it using a log file 
and then decode it on my PC. I'm having that same problem with 
characters being dropped randomly, which really screws with the 
screen shot. I had to print out stuff multiple times for redundancy 
to get a clean output. 


When I bumped my connection from 115k down to 9600 it seemed to get 
better, but still would drop a few every now and then. 


<shrug> 
Scott 


—-MESSAGE FILE 18777 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000393 


——MESSAGE FILE 18778 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000394 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Collision Detection 

Date: 26 Jul 1998 18:45:21 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <0Olbdb8c7$48efce00S0100fc9d@skynet> 

NNTP-Posting-Host: nac—btr2-s9.nac.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


What is the best method of collision detection for a Starcraft-ish game? 


Two problems: One is that the square sprite is rotated, so how can the 
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collision square be rotated as well, using an invisible sprite at the same 
position as the real sprite? 


The other is that for some of this, the object is highly irregular, like a 
puddle or lake. It is a key component of the project that the puddle be 
this irregular, so redesigning the puddle so it is more square is an 
unfavored option. 


My real question is can I directly access the frame buffer (a short 
GetPixel (short X, short Y) function) and how can I use this to reference 
the palette of the puddle so I can use palette collision detection? 


How are references laid out in the frame buffer since I assume all graphics 
are translated into 16-bit for the final screen plotting? 


Or is there a better method entirely for very fine collision detection? 
-—-MESSAGE FILE 18778 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000394 


——MESSAGE FILE 18779 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000395 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Collision Detection 

Date: Mon, 27 Jul 1998 13:52:33 -0700 

Organization: Cisco Systems 

Lines: 44 

Message-ID: <35BCE890.89FF92D0@jps.net> 

References: <Olbdb8c7S$48efce00S0100fc9d@skynet> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-249.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


These are some theories that may just work: 


Antony Arciuolo wrote: 

> 

> What is the best method of collision detection for a Starcraft-ish game? 
> 

> Two problems: One is that the square sprite is rotated, so how can the 


Use a circle instead of a square. OK, when the sprite is "Straight", it 
will cover a little more area that you'd like to, but it should be OK 
for most purposes. I'd make the circle (or elipse, actually) just a 
little smaller than the longest line from the dead center of the sprite 
to one of the corners. 


[a 1 
The other is that for some of this, the object is highly irregular, like a 
puddle or lake. It is a key component of the project that the puddle be 
this irregular, so redesigning the puddle so it is more square is an 
unfavored option. 


Well, since this object is probably part of the playing field, why not 
make the playfield into a grid and have the lake span multiple grid 
cells. You've seen games like Sim City, aye? you can clearly see the 
cells that have water and those that do not. In Star Craft, the same 
grid system appears to be employed, although with the funky rounded 
graphics for edges of, say, higher terrains appear to be rounded even 
though they are not. 


> My real question is can I directly access the frame buffer (a short 
> GetPixel(short X, short Y) function) and how can I use this to reference 
> the palette of the puddle so I can use palette collision detection? 


.1 


Hehee... I used to do that a long time ago. It's OK but just wait 
until you have objects that overlap that visual space. Plus, you'll 
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have to make sure you make a background snapshot of the ground BEFORE 
you slap graphics down on top, otherwise you'll end up getting all the 


wrong colors. ^_^ I think your best move is probably the grid system. 

Mata ne, անմ աեր 

- Թ) ՏՏ-Ն tenchi@shell.jps.net tasas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) +. http://www.jps.net/tenchi 


—-MESSAGE FILE 18779 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000395 


——MESSAGE FILE 18780 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000396 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: antony.arciuolo@mail.trincoll.edu (Antony Arciuolo) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Collision Detection 

Date: Thu, 30 Jul 1998 02:42:21 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35bfdc6f.2054704@news.scea.sony.com> 

References: <Olbdb8c7S$48efce00S0100fc9d@skynet> <35BCE890.89FF9I2D0@jps.net> 
NNTP-Posting-Host: 209.123.61.62 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 27 Jul 1998 13:52:33 -0700, Elliott Lee <tenchi@jps.net> 
wrote: 


>> My real question is can I directly access the frame buffer (a short 
>> GetPixel (short X, short Y) function) and how can I use this to reference 
>> the palette of the puddle so I can use palette collision detection? 

> [Dz 241 

> 

>Hehee... 1 used to do that a long time ago. It's OK but just wait 
>until you have objects that overlap that visual space. Plus, you'll 
>have to make sure you make a background snapshot of the ground BEFORE 
>you slap graphics down on top, otherwise you'll end up getting all the 
>wrong colors. ^_^ I think your best move is probably the grid system. 
> 


Another reason is that I have this neat little random fire program. It 

operates by plotting random points on the screen. So still, although I 

realize it is distasteful and I too try to avoid it at all costs, how 

does one access the buffers directly. 

—-MESSAGE FILE 18780 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000396 


—-MESSAGE FILE 18781 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000397 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: Get pixel 

Date: Thu, 30 Jul 1998 13:31:49 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 40 

Message-ID: <35C067B5.7273F0C6@scee.sony.co.uk> 
References: <Olbdb8c7S$48efce00S0100fc9d@skynet> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Antony Arciuolo wrote: 

> 

> My real question is can I directly access the frame buffer (a short 

> GetPixel(short X, short Y) function) and how can I use this to reference 
> the palette of the puddle so I can use palette collision detection? 
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unsigned short GetPixel(short X, short Y) { 
static RECT getPixelRect = { 0, 0, 1, 1 }; // x=y=0, w=h=1. 
unsigned short returnVal; 


getPixelRect.x X; 

getPixelRect.y = Y; 

StoreImage (&getPixelRect, &éreturnVal) ; 

DrawSync (0); 

returnVal = (returnVal << 8) | (returnVal >> 8); 
return returnVal; 


Notes: 
° X and Y are Frame Buffer coordinates, not screen coordinates. 
° A StoreImage is just a GPU command, and hence is put in the GPU queue (see t 


he new FAQ on 

the main page for more info), so the StoreImage is not executed until everyt 
hing else in 

the queue has been processed. That's why you have to do a DrawSync (which wa 
its for the 

GPU to finish), because if you don't, then returnVal will contain a junk num 


ber 
° VRAM is stored in big-endian order, not little-endian. So I do some bit shif 
ting to 
turn it into a number that you'd expect. 
° Don't expect this method to be fast. 


> How are references laid out in the frame buffer since I assume all graphics 
> are translated into 16-bit for the final screen plotting? 


Yup. 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
#'M ST#P#D "I'd like to buy a vowel, Pat. An `O' please." 


—-MESSAGE FILE 18781 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000397 


——MESSAGE FILE 18782 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000398 

Path: chuka.playstation.co.uk!news 

From: "Chris Searle" <chris@cxs97c.netkonect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Need help with arrays 

Date: Mon, 17 Aug 1998 21:51:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <6rcfhe$12e4@chuka.playstation.co.uk> 

NNTP-Posting-Host: cxs97c.netkonect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:515 scee.yaroze.be 
ginners:504 scea.yaroze.programming.2d_graphics:398 


Hi, I've got an array, u_long line[640], and want to copy a random 320 
chunks to a two-dimensional array here some source: 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_long scr[240] [320]; 


u_long line[640]; 


main() { 
RECT screen; 
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short counter; 
SetVideoMode (MODE_PAL) ; 


GsInitGraph (320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0); 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 
for( counter = 0; counter < 640; counter++) í 
if (rand()%2) line[counter] = (1<<15) + (31<<10) + (31<<5) + 31: //set 
pixels to 
else line[counter] = (1<<15); //black 


or white 
} // setup first array 


while(1) í 
VSync (0); 


for (counter = 0; counter Հ 240; counter++) { //This part 
doesn't work 
memcpy ( scr+(counter*320), line+(rand()%320), 640 ); //copy 640 bytes 
(320 int's) 
} 


LoadImage( &screen, *scr ); 
DrawSync (0); 
GsSwapDispBuff(); 

} // end while 

ResetGraph (0); 


} // end main 


This is a simple programming question but I do need some help. 


Cheers 


—-MESSAGE FILE 18782 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000398 


—-MESSAGE FILE 18783 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000399 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Tue, 18 Aug 1998 19:16:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <35D9C501.C08B393A@ndirect.co.uk> 

References: <6rcfhe$12e4@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-50.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:516 scee.yaroze.be 
ginners:505 scea.yaroze.programming.2d_graphics:399 


Chris Searle wrote: 


Hi, I've got an array, u_long line[640], and want to copy a random 320 
chunks to a two-dimensional array here some source: 


#include <stdio.h> 


> 
> 
> 
> 
> #include <libps.h> 
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#include <memory.h> 


u_long scr[240] [320]; 


u_long line[640]; 


main() { 
RECT screen; 
short counter; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph(320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0): 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 


for( counter = 0; counter < 640; counter++) í 
if (rand()%2) line[counter] = (1<<15) + (31<<10) + (31<<5) + 31; //set 
pixels to 
else line[counter] = (1<<15); //black 


or white 
} // setup first array 


while(1) { 
VSync (0); 


for (counter = 0; counter Հ 240; counter++) { //This part 
doesn't work 
memcpy ( scrt+(counter*320), linet+(rand()%320), 640 ); //copy 640 bytes 
(320 int's) 
} 


LoadImage( &screen, *scr ); 
DrawSync (0); 
GsSwapDispBuff(); 

} // end while 


ResetGraph (0); 
} // end main 


This is a simple programming question but I do need some help. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Cheers 


Not sure exactly what you're trying to do here, but your scr[] array should 
probably ԵՏ u_short, as each screen pixel is 16-bit. ս 1օոց is 32. 


Herbs 


—-MESSAGE FILE 18783 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000399 


—--MESSAGE FILE 18784 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000400 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Flipping sprites on screen. 

Date: Tue, 18 Aug 1998 16:16:55 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6rcmau$g13@scea> 

NNTP-Posting-Host: sud-tcsl-port44.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:400 scee.yaroze.pr 
ogramming.2d_graphics:517 
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I've been looking through the documentation that I could find on the 
graphics formats but still have one question that hopefully can be answered. 


Is the a flag to inverse the bitmap before display on the screen?? 


I want to be able to do is vertical and horizontal inversion. 

Let's say I load a .TIM of my right hand... can I simply flip it so that I 
can see both a right and an inverted left hand on the screen while only 
uploading the single .TIM. 


Thank in advance, 


Steve Tolin 


—-MESSAGE FILE 18784 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000400 


—-MESSAGE FILE 18785 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000401 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Tue, 18 Aug 1998 15:38:07 -0700 

Organization: Cisco Systems 

Lines: 59 

Message-ID: <35DA024F.10FF8B2B@jps.net> 

References: <6rcfhe$12e4@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:518 scee.yaroze.be 
ginners:506 scea.yaroze.programming.2d_graphics:401 


Weird. I don't know what you're trying to accomplish either, but try 
this? What is the effect you want? Static? 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_short scr[240] [320]; 
u_short line[640]; 


void main(void) 
{ 
RECT screen; 
short counter; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph (320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0); 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 


// setup first array 
for( counter = 0; counter < 640; counter+t) 
{ 
// set pixels to black or white 
line[counter] = (1<<15); 
if( rand()%2 ) 
{ line[counter] += (31<<10) + (31<<5) + 31; } 
) // for( counter = 0; counter < 640; counter+tt) 
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while(1) 
{ 
VSync (0); 
// copy 640 bytes (320 u_shorts/ints): 
// 
// scr[][] dereferences to a memory location. 
// Scri] is a pointer to the final [] array 
// scr is a pointer to the [] pointer to the final [] 
// 
for (counter = 0; counter Հ 240; counter+t) 
{ memcpy( scr[counter], line[rand()%320], 640 ); } 


LoadImage( &screen, *scr ); 


DrawSync (0); 
GsSwapDispBuff(); 
} // while (1) 
ResetGraph (0); 
} // void main (void) 


Mata ne, Be etal 

- e! sat tenchi@shell.jps.net ae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) be http://www. jps.net/tenchi 


12668 


—-MESSAGE FILE 18785 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000401 


——MESSAGE FILE 18786 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000402 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 


Subject: Re: Flipping sprites on screen. 
Date: Tue, 18 Aug 1998 15:39:43 -0700 
Organization: Cisco Systems 

Lines: 28 

Message-ID: <35DA02AF.8093496C@jps.net> 
References: <6rcmau$g13@scea> 

Reply-To: tenchi@jps.net 
NNTP-Posting-Host: dhcp-m-62-238.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:402 scee.yaroze.pr 


ogramming.2d_graphics:519 

Couldn't you set the scaling member to "0-(ONE)", effectively reversing 
the picture? Then you'd only have 1 sprite in memory and 1 GsSPRITE 
structure... 

=e? 


Steve Tolin wrote: 


I've been looking through the documentation that I could find on the 
graphics formats but still have one question that hopefully can be answered. 


Is the a flag to inverse the bitmap before display on the screen?? 


I want to be able to do is vertical and horizontal inversion. 

Let's say I load a .TIM of my right hand... can I simply flip it so that I 
can see both a right and an inverted left hand on the screen while only 
uploading the single .TIM. 


Thank in advance, 


VVVVVVVVVVVV VV 


Steve Tolin 
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Mata ne, 


- Թ) suet tenchi@shell.jps.net hes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) es http://www. jps.net/tenchi 


—-MESSAGE FILE 18786 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000402 


—-MESSAGE FILE 18787 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000403 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Flipping sprites on screen. 

Date: Wed, 19 Aug 1998 09:32:13 +0100 

Organization: I wish! 

Lines: 17 

Message-ID: <35DA8D8D.5809@mdx.ac.uk> 

References: <6rcmau$gl3@scea> <35DA02AF.8093496C@jps.net> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:403 scee.yaroze.pr 
ogramming.2d_graphics:524 


Elliott Lee wrote: 


> 

> Couldn't you set the scaling member to "0-(ONE)", effectively reversing 
> the picture? Then you'd only have 1 sprite in memory and 1 GsSPRITE 

> structure... 


yep, scalex and scaley can be set to negative values, so -ONE would flip 
it horizontally if put in the scalex member. Thing you might want to 
watch out with this is that as it is basically a scaling operation, and 
these operate around the current handle or hotspot of the GsSPRITE (set 
by mx and my and by default in the top left of the GsSPRITE (and 
incidentally not useable when using GsSortFastSprite, but then you cant 
scale it anyway:))!) so when flipped, the hotspot would be the top right 
of the GsPRITE then (apparently) so maybe thats summat to watch oot for. 


ROb (oops, meant Rob, been avoiding typeing DEnnis for too long!) 
—-MESSAGE FILE 18787 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000403 


—-MESSAGE FILE 18788 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000404 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Flipping sprites on screen. 

Date: Wed, 19 Aug 1998 12:16:39 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6resju$g14@scea> 

References: <6rcmauS$gl13@scea> <35DA02AF.8093496C@jps.net> <35DA8D8D.5809@mdx.ac.uk> 
NNTP-Posting-Host: sud-tcsl-port7.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:404 scee.yaroze.pr 
ogramming.2d_graphics:526 


Thanks... 
I didn't even think about negative scaling...makes perfect sense.. 


Steve Tolin 
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Thanks guys. 


Robert Swan wrote in message <35DA8D8D.5809@mdx.ac.uk>... 

>Elliott Lee wrote: 

>> 

>> Couldn't you set the scaling member to "0-(ONE)", effectively reversing 
>> the picture? Then you'd only have 1 sprite in memory and 1 GsSPRITE 
>> structure... 

> 

> 

>yep, scalex and scaley can be set to negative values, so -ONE would flip 
>it horizontally if put in the scalex member. Thing you might want to 
>watch out with this is that as it is basically a scaling operation, and 
>these operate around the current handle or hotspot of the GSSPRITE (set 
>by mx and my and by default in the top left of the GsSPRITE (and 
>incidentally not useable when using GsSortFastSprite, but then you cant 
>scale it anyway:))!) so when flipped, the hotspot would be the top right 
>of the GsSPRITE then (apparently) so maybe thats summat to watch oot for. 
> 

>ROb (oops, meant Rob, been avoiding typeing DEnnis for too long!) 


—-MESSAGE FILE 18788 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000404 


—-MESSAGE FILE 18789 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000405 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.freetalk.english 
Subject: Controlling the PAD... 

Date: Thu, 20 Aug 1998 01:20:25 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6rgb76$g19@scea> 

NNTP-Posting-Host: sud-tcsl-port8.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:405 scee.yaroze.fr 
eetalk.english:1841 


I don't know if anyone has asked this yet.... 
How would you register a double tap on the d-pad??? 


Let's say holding down on pad makes character duck 
if (PadStatus&PADdown) 


{ 
// printf("You just pressed the D-PAD: DOWN\n"); 
AnimateDucking(); 


} 


What would have to go in here??? 


if (PadStatusg* ** KKK KKK KKK KKK KK ) 
{ 
// printf ("You just pressed the D-PAD: DOWN\n"); 
AnimateCrouch () ; 


} 


—-MESSAGE FILE 18789 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000405 


—--MESSAGE FILE 18790 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000406 
Path: chuka.playstation.co.uk!news 
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From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 


That's really funny - the original japanese analog pad had the Force 
Feedback, 

then it was taken out of the Euro version. Now they're gonna sell it in 
Europe 

with the FF put back - bet they charge more for it :( 

Craig. 


—-MESSAGE FILE 1997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00700 


-—-MESSAGE FILE 1998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000701 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Sat, 25 Apr 1998 23:51:54 +0200 

Organization: Debri Productions 

Lines: 1 

Message-ID: <1d82b1f.lqfajedlcef6é76N@al-88-100.a1.nl> 

References: <6hnu98$31i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1rbbummcsgz0pN@al-88-127.al.nl> <3540BF38.37A9@writeme.com> <1d808uc.qua5i 
6gi3kvsN@al-88-125.al.nl> <3540CDC3.3C3D@writeme.com> <1d80fwo.limh4n6ye60y8N@al-—88- 
104.al.nl> <6hs710$7j4t1l@emeka.playstation.co.uk> <01bd702eS48d3f9a0Sf10b0a0a@Angelal 
.intelligent-—group.com> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Life aint fair Craig. 
—-MESSAGE FILE 1998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00701 


—-MESSAGE FILE 1999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000702 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: Sat, 25 Apr 1998 23:51:57 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <1d82b69.luz2dmhltap916N@al-—88-100.a1.nl1> 

References: <6hnu98$311i32@chuka.playstation.co.uk> <353F8AA5.A8626591@ndirect.co.uk> 
<ld7yy0z.1rbbummcsgz0pN@al-88-127.al.nl> <3540BF38.37A9@writeme.com> <1d808uc.qua5i 
6gi3kvsN@al-88-125.al.nl> <3540CDC3.3C3D@writeme.com> <1d80fwo.limh4n6ye60y8N@al-88- 
104.al.nl> <6hsmea$b011@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> LOL!!! Heh! Of course, I'D be concerned that my 'stuff' would damage my 
> Dual Shock pad :-) 

Yeah.... and there is much more feedback in my stuff. Only the DS has 

two sticks. My stuff has only one but that one is much BIGGER but not as 
flexible (hmmm...in some situations it is). 


Maybe Jimbo would like to borrow my DS pad to have a fool with..? Seeing 
as have his multi-tap "boomerang" just now. So long as he promises to 
clean it before he returns it! 


V V V V 
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From: "David Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Controlling the PAD... 

Date: Thu, 20 Aug 1998 09:29:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6rgmt1$12e20@chuka.playstation.co.uk> 

References: <6rgb76$g19@scea> 

NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:406 scee.yaroze.fr 
eetalk.english:1842 


Steve Tolin wrote in message <6rgb76$g19@scea>... 
>I don't know if anyone has asked this yet.... 


> 

>How would you register a double tap on the d-pad??? 

> 

>Let's say holding down on pad makes character duck 

> if (PadStatus&PADdown) 

> { 

>// printf ("You just pressed the D-PAD: DOWN\n"); 
> AnimateDucking(); 

> } 

> 

> 

>What would have to go in here??? 

> 

> if (PAdAStCAECUSEIAKEKAREEKAKEKREEKER) 

> { 

>// printf ("You just pressed the D-PAD: DOWN\n"); 
> AnimateCrouch (); 

> } 


I think the only way you would be able to do this is by having a 
timer - 
i.e. 


static short iTimer=0; 
static short iLast=-1; 


if ( PadStatus&PADdown) 
{ 
printf ("You just pressed the D-PAD: DOWN\n"); 
if ( iLast == -1 ) 
{ 
iLast = iTimer; 
printf ("First press\n"); 
} 
else 
{ 
// take it that we want it to be pressed twice within 5 updates 
// you will have to alter this according to how fast you need to do 
// the double press 
if( iTimer - ilast < 5 ) 
{ 


AnimateCrouch () ; 


iTimer = 0; 
iLast = -1; 
} 
} 
} 
if( iLast != -1 ) iTimer++; 


This should help. If not just drop me an email 


D. 


dave@ulthwe.demon.co.uk 
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ICQ: 244386 


—-MESSAGE FILE 18790 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000406 


—-MESSAGE FILE 18791 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000407 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Controlling the PAD... 

Date: Thu, 20 Aug 1998 15:35:35 -0700 

Organization: Cisco Systems 

Lines: 138 

Message-ID: <35DCA4B7.23251261@jps.net> 

References: <6rgb76$g19@scea> <6rgmt1$12e20@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:407 scee.yaroze.fr 
eetalk.english:1865 


That would work, although you need to have a flag to note that the 
down direction was released. The reason is that it would appear you 
are using the PadStatus buffer and masking it for the PADdown bit. 
Thus, your code will initiate the timer on the first frame that Down 
is pressed and then the next frame the down direction will still be 
pressed so it will fall through to the else condition. 


It may be more efficient to set up a general queue of events which 
tracks the last 16 or so pad direction presses. That way you could 
know when the down was first pressed then released and check to see 
if a second down/release occurred so many frames afterward. This 
could also extend to fighting games where you would want to track 
the combos of your character. 


For instance, the following (without regard to timing) could provide 
you with the history of pad directional presses for the past 16 

pad events. To check to see if the down was pressed twice, then you 
could check to see if currently the down direction bit is set and that 
somewhere in the history the down was released once and pressed at 
least once before that. If you wanted to check to see if someone did 
a fireball motion (down, down-right, right), you could walk back up 
the queue checking the down and right bits to see if they were set 

in that order. Etc. etc... 


#define PAD_EVENT_LEN 16 
#define PAD_EVENT_MASK (PADdown|PADup|PADleft |PADright) 
u_long PadStatusQ[PAD_EVENT_LEN],PadStatusLast; 


# Call when you need to init 

void InitPadQ( void ) 

{ 

int p; 

for( p=0; p<PAD_EVENT_LEN; p++ ) 
{ PadStatusQ[p]=0; } 

PadStatusLast=0; 


# Support function for PadPoll() 
sub PadAddEvent ( u_long padstat ) 
{ 

int p; 
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# push all events down 

for( p=0; p<(PAD_EVENT_LEN-1); p++ ) 
PadStatusQ[p]=PadStatusQ[pt1]; 


PadStatusQ[PAD_EVENT_LEN-1] = padstat; 


# Call each video frame after reading the pad 


void PadPoll( u_long current_pad_stat ) 
{ 


# Mask out all bits except the directions.... 


current_pad_stat &= PAD_EVENT_MASK 


# Any change? 
if( current_pad_stat == PadStatusLast ) 
return; 


# Record the new changes... 
PadAddEvent (current_pad_stat) ; 
PadStatusLast=current_pad_stat; 
} 


- 6) 


David Smethurst wrote: 


>What would have to go in here??? 


timer - 
1.6: 


static short iTimer=0; 
static short iLast=-1; 


if ( PadStatus&PADdown) 
{ 


if( iLast == -1 ) 
{ 
iLast = iTimer; 
printf("First press\n"); 
} 
else 


{ 


// the double press 
if( iTimer - iLast < 5 ) 
{ 
AnimateCrouch (); 
iTimer = 0; 
iLast = -1; 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Steve Tolin wrote in message <6rgb76$g19@scea>... 
>I don't know if anyone has asked this yet.... 


printf("You just pressed the D-PAD: DOWN\n"); 
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> 

>How would you register a double tap on the d-pad??? 
> 

>Let's say holding down on pad makes character duck 
> if (PadStatus&PADdown) 

> { 

>// printf ("You just pressed the D-PAD: DOWN\n"); 
> AnimateDucking(); 

> } 

> 

> 


> ace (PadStatusgrk **KKKKKKKKKKK KKK KK) 

> { 

>// printf ("You just pressed the D-PAD: DOWN\n"); 
> AnimateCrouch (); 

> } 


I think the only way you would be able to do this is by having a 


// take it that we want it to be pressed twice within 5 updates 
// you will have to alter this according 


to how fast you need to do 
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> } 

> } 

> ) 

> 

> if( iLast != -1 ) iTimer++; 

> 

> This should help. If not just drop me an email 

> 

> ն. 

> -- 

> dave@ulthwe.demon.co.uk 

> ICQ: 244386 

Mata ne, PEN gari 

- e! sie" tenchi@shell.jps.net vise 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ea http://www. jps.net/tenchi 


—-MESSAGE FILE 18791 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000407 


——MESSAGE FILE 18792 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000408 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Khan) 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: BG Problem 

Date: Sun, 06 Sep 1998 17:32:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1642 

Message-ID: <35f2c71f£.16917324@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-43-244 .btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 

Thanks everyone for your adivice and stuff. 

But I am still stuck with adding a 2D background to my 3D racing game. 
I've got George Bain's stuff but thats just for displaying sprites, 
isnt it? 


And anyway as I am a total beginner at coding I need some kind of 
Tutorial or something. 


By the way I made some added a backrond code to my game, which 
compiles and links ok but when the auto file tells it to go it 
freezes. I really dont know whats going wrong. 

I am trusting everyone and putting my full code below. 

Please can you guy take a look at it to see whats wrong. 

I will very much appreciate it. 


And if possible tell me a bit about collision detection. 
Thanks guys. 


Sorry about the messy code! 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


P.S Dont worry if you guys dont have time as the code is quite long, 
Cheers. 


// **** include libraries and files 


#include <stdio.h> // load standard 
libraries 

#include <libps.h> // load 
playstation library 

#include "pad.h" // load joypad 
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reading 
#include "libsound.h" 


// **** set up defines 


#define true (1) 

#define false (0) 

#define OTABLE_LENGTH (12) // define length 
of OTable 

#define MAX_PACKETS (248000) // define size 
of GPU scratchpad 

#define IS_PAL_USED (true) // true = PAL 
mode, false = NTSC mode 

#define PAL WIDTH (320) // size of PAL 
screen 

#define PAL HEIGHT (240) 

#define NTSC_WIDTH (320) // size of NTSC 
screen 

#define NTSC_HEIGHT (256) 

#define GROUND_MAXX (15) // define ground 
x size 

#define GROUND_MAXZ (15) // define ground 
z size 

#define GROUND_MAX_OBJECTS (225) // total max number of ground 
objects 

#define GROUND_SIZE (1200) // X and 2 
dimensions of one road object 

#define CAR_MEM ADDR (0x80090000) // location of 
car .TMD data 

#define ROAD2_ MEM ADDR (Ox800A2000) 

#define ROAD MEM ADDR (0x80098000) // location of 
track .TMD data 

#define ROAD ՂԵ Խր ADDR (0x800B0000) // location of 


texture .TIM data 
#define ROAD2_ TEX MEM ADDR (0x800C0000) 


#define NUM_TEX_ADDR (Ox800E0000) 

#define BL_TEX_ADDR (0x800E2000) 
#define HL_TEX_ADDR (Ox800E4000) 
#define WHEEL_TEX_ADDR (02800Խ6000) 
#define TYRE_TEX_ADDR (Ox800E8000) 
#define BODY_TEX_ADDR (0x800B2000) 
#define WS_TEX_ADDR (0x800B4000) 
#define SKY _TEX ADDR (0x800A4000) 
#define SKY _MEM ADDR (Ox800A8000) 
#define HELI_MEM_ADDR (Ox800A0000) 
#define MAP_ADDR (0x800A0000) 

#define TILES ADDR (0x800A4000) 

#define NCELLW (256) 

#define NCELLH (256) 

#define NUMCELLS (256) 

#define NUM_SPRITES (1+1) 

// BG work base primitive area 

u_long bgworkbase[ ( ( (PAL_WIDTH/16+1) * (PAL_HEIGHT/16+2) *6+4) *2+2) ]; 


int hsyncs; 
extern DISPENV GsDISPENV; 


GsCELL gscell[NUMCELLS]; 
GsMAP gsmap; 

GsBG gsbg; 

u_short map [NCELLW*NCELLH] ; 


// Function Prototypes 


void InitBg(); 
void ScrollBg(); 
void LoadMapData(); 
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GsSPRITE sprite; 


// **** create global variables, structures, headers and arrays 
(mostly system stuff) 


int Running = true; // define 
program to be running 

u_long VerticalSyne = 0; // set up speed 
counter for processor 

GsOT OTable_Header[2]; // Header files 
holding OTable info 

GsOT_TAG OTable_Array [2] [1<<OTABLE_LENGTH] ; // Array to hold 
drawing order info 

PACKET 

Packet_Memory [2] [MAX_PACKETS] [NUM_SPRITES*sizeof (GSSPRITE) ]; 


// Memory to hold GPU packet data 


typedef struct 


// create 


structure called 


long 


// Track_Header0 
numberObjects; // integer 


holding number of models 


GsDOBJ2 
model info 
GsCOORDINATE 


2 


Object_Handler [GROUND_MAX_OBJECTS]; // contains 


Object_Coord[GROUND_MAX_OBJECTS]; // contains 


object location and 


u_long 


u_long 


*Back_Pointer [GROUND_MAX OBJECTS]; 


*Object_Pointer [GROUND_MAX_OBJECTS];// array of 


pointers to TMD data 


} 


եռ 


Ա 
եռ 


Track_HeaderO 


եռ 


Track_Headerl 


Track_Header2 


եռ 


Track_Header3 


եռ 


Track_Header4 


typedef struct 


Track _Header0O, Track_Headerl, Track_Header2, Track_Header3, Track_Header4 


TrackData; // create 


instance of structure for use 


TracklData; 
Track2Data; 
Track3Data; 
Track4Data; 


// create 


structure called 


{ 
Object_Header0O 
SVECTOR 


// 


rotation; // vector 


array to hold rotation 


long 


speed; // integer 


holding velocity of car 


GsDOBJ2 
model info 
GsCOORDINATE 


2 


Object_Handler; են contains 


Object_Coord; են contains 


object location and 


info 


// orientation 


) Object_Header0O, Back_Headerl, Heli_Header2; 


Object_Header0O 


CarModel; // create 


instance of structure for car 


Back_Headerl 
Heli_Header2 


BackModel; 
HeliModel; 


GSFOGPARAM Fogging; 

GsF_LIGHT LightSource; // Array of 
three light sources 

GsRVIEW2 Camera[8]; // array of 
different available cameras 


long cameraUsed = 0; // which camera 
number is in use 
long cameraCounter = 0; // holds time 


until new camera chosen 


char RawGroundArray [GROUND_MAXX] [GROUND_MAXZ] -( // array holding 


ground data 


ՀԵԼ S R Ieee vl Lee 117721 722 ՆՐԱ ԻՆՆ ԷՈ Reheat 7 


Page 12676 


Net Yaroze newsgroups message dump.txt 


FO ԵՑ" 102-017 21-02 ni to ԱԻ ՀԱ ՆԻ ՅՆԻ EA Pt t BS 
rotg OT p On SOY 17710772 22521211 Ot wO. 071-157 
Ot O t ԿՅ Vie Pit ԵՑ 0 TO T.O P at ՍՆՆ Leet aL te Be oe ps 
POT Ori O OV TUE POV E 20150157 5012 5057 eO a OY epee pe hy 
Ար t. ԱՂ tu at tu OS YO O YO 017 OS MNTA 2227 
ԼՆ Ot Oy tO YO Oe 155057 205 BOM t 02. tT De a 2 to 
TETON 232 05-01 Ot t 01 r Orn TOT gO OE 157 ee ge Ge 
Lit Oe 2 Ա Hale ՆԻ ԵԱ ԱՆՉ Ա ՀԱՐ աՆ EL ee ԻԱՆ l ta 
t 00 22 11722005 0 20522012 22057 07210522: 72 Ղ2Դիր 
Աղ 0 2 17 2027 52 2 52 2 22 2 27 17 
O A pe 172277 01571 Ն he ՆՆ Ն ՏԱՆ ՂՆԵ 7 uA 
FL ON gp 2 157 21057 1515 172157 2 277 Չր 27 Չիր 
Եղո O Հ ԻԻ Ն ԻՄ Ո ԱՆՐ ԼՈՆ ո ՍՆՆ ԱՐ» O T OA tO O 
"1 ՆՀ ԱՂՆ 21207142 1122 15205700 07724055 
// **x** function prototyping 

void ProcessUserInput () ; // react to 
joypad use 

void LoadTexture(long tMemAddress) ; // load a 


texture into video memory 


void 


*tMemAddress) ; 


void 


InitModel (Object_HeaderO *tObject, int tX, int tY, int tZ, u_long 


InitModel2 (Back_Headerl *tBack, int tX, int tY, int Էշ, u_long 


*tMemAddress) ; 


// general object 


initialisation function 


void 


track 


void 
void 


InitTrack (); // set up the 


InitTrack2 (); 
AddModelToHeader (Object_HeaderO *tObject, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 


void 


AddModelToHeader2 (Back_Headerl *tBack, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 


model 


// join a 3d 
with it's info 


void 


AddModelToTrack (Track_Header0O *tTrack, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 


void 


AddModelToTrack2 (Track_HeaderO *tTrack, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 


// join a 3d 


model to track info 


void 


InitAllLights (); // define all 


lights to be used 


void 


InitLight (GsF_LIGHT *tLight, int tNum, int tXv, int tYv, int ԷշՄ, 


int tR, int tG, int tB); 


// set 


information for a lightsource 


void 


InitView(GsRVIEW2 *tView, int tProjDist, int tRZ,// define 


details of scene viewpoint 


int tFromx, int tFromY, int tFromZ, 
int tToX, int tToY, int tToZ, 
GsCOORDINATE2 *tReference); 


void InitialiseGraphics(); // define 
graphics initialisation 

void RenderWorld(); // define how to 
draw the screen 

void DrawObject (Object_HeaderO *tObject, GsOT *tOTable); 

void DrawObject2 (Back_Headerl *tBack, GsOT *tOTable); 


void 


object command to queue 


void 


DrawObject3 (Heli_Header2 *tHeli, GsOT *tOTable); 
// send a draw 


DrawTrack(Track_HeaderO *tTrack, GsOT *tOTable); // send a draw 


complete track command 


void DrawTrack (Track_Headerl *tTrackl, GsOT *tOTable); // send a draw 
complete 
void MoveModelTo(Object_HeaderO *tObject, int tXc, int tYc, int tZc); 


void 


(tXc, 


MoveModelTo2 (Back_Headerl *tBack, int tXc, int tYc, int tZc); 


// move object to 
tXy, ԷՇ) 
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void MoveModelBy (Object_Header0O *tObject, 


object by a vector 
void MoveModelForward(Object_HeaderO *tObject, 


in direction it faces 
void RotateModel (Object_Header0O *tObject, 


object (4096 = 360 degrees) 

void ResetRotation(short tArray[3][3]); 
rotation part of a matrix 

void SelectCamera(long tNumber) ; 

set the camera 


// 


int tXv, 


int tXr, 


int tYv, int tZv); 
// translate an 


int tSpeed) ; 
// move object 


int -tYr, int Ե2Է): 
// rotate an 


// reset 


// routine to 
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// Main function 


// 


* k k k k k k k k x k k k k k k k k k k k k k k K k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k KKK k k í £ 


void main() 


{ 


InitBg(); 


//SoundInit (); 

//SoundPlayMusic(); 
//initGame(); 

FntLoad(960, 256); 
into area of frame 


960, 256 

FntOpen(-150, -120, 320, 100, 0, 512); 
on screen text goes 

FntOpen(16, 16, 256, 200, 0, 512); 


LoadTexture (ROAD_TEX_MEM_ ADDR) ; 
// (0, 0) is center of screen 
LoadTexture (ROAD2_ TEX MEM ADDR) ; 
LoadTexture (BL_TEX_ADDR) ; 
LoadTexture (HL_TEX_ADDR) ; 
LoadTexture (WS_TEX_ADDR) ; 
LoadTexture (BODY_TEX_ADDR) 
( 
( 
( 


r 


; 
LoadTexture (TYRE_TEX_ADDR) ; 
LoadTexture (WHEEL_TEX_ADDR) 
LoadTexture (SKY_TEX_ADDR) ; 


// load font 
// specified by 


// specify where 


//GsSortFixBg16(&gsbg, bgworkbase, OTable_Header, 0): 
//hsyncs = VSync(0); 

PadInit(); // initialise 
joypad reading 

InitialiseGraphics()j; // initialise 
graphics 

InitView(&Camera[0], 250, 0, 0,-1500,-1000, 0,0,0 ,false); 

InitView(&Camera[1], 250, 0, 0,-500,-1500, 0,-250,-500 
,&CarModel.Object_Coord ); 

InitView(&Camera[2], 250, 0, 0,-1000, -1000, 0,-250,0 ,false); 

InitView(&Camera[3], 250, 368640, 0,-5000,2500, 0, 0, 2500 
,&CarModel.Object_Coord) ; 

InitView(&Camera[4], 250, 0, 0,-270,-400, 0,-245,0 
,&CarModel.Object_Coord) ; 

InitView(&Camera[5], 250, 0, 8400,-15000,8400, 0,0,0 ,false); 

InitView(&Camera[6], 250, 40960, -400,-200,-300, 0,0,500 
,&CarModel.Object_Coord) ; 

InitAllLights(); // call function 
that creates two lights 

InitTrack (); 

InitModel(&CarModel, 0, 0, 0, (u_long *)CAR_MEM_ ADDR) ; 
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//InitModel (&BackModel,-4000, 


for use 
position set to (0, -200, 0); 
Fogging.dgqa = -5000; 


measure of the distance 
objects start to fade to 


colours. IT IS NOT 


related to world units. 


negative the value, the 


front of you an object 


before it starts to fade 
Fogging.dqb = 5120%*5120*0.8; 
measure of how far either 


distance above that 
in or out. A value of 


= very abrupt fading 
5120*5120*0.7 = very gradual fade 
Fogging.rfc = 0; 
for objects to fade to 
Fogging.gfc = 0; 
Fogging.bfc = 0; 
GsSetLightMode (1); 
to be used in light 
GsSetFogParam (&Fogging) ; 
fogging to be used 


while (Running) 
program is running 
{ 
if (cameraCounter >0) 
camera choosing is on... 


{ 


4000, 
//InitModel(&HeliModel, 0, 0, 0, 


0, (u_long *)SKY_MEM_ADDR) ; 


(u_long *)HELI_MEM_ ADDR) ; 


FntPrint ("Automatic camera\n"); 


just that 

cameraCounter--; 
counter 

if (cameraCounter == 0) 


reaches zero... 
{ 
cameraUsed = 
next camera 
SelectCamera (cameraUsed) ; 
camera and fogging info 
cameraCounter = 


)չ 


150; 


J; 
switch (cameraUsed) 
camera's viewing info 
{ 
case 0 
long tScale = 
long tScale2 = 


(cameraUsedtl1) % 7; 


// prepare objects 


// 


car's 


// 
// 
// 
// 
// 
// 
// 
// 
// 
// 
// 
// 
// 


this isa 

at which 

the specified 
directly 

The more 
farther in 
has to be 
this isa 
side of the 
objects fade 


5120*5120*2 


set colour 


// 
// 


set fogging 


define which 


// do loop while 


// 


if automatic 


// 
// 
// 


.. -then print 
decrement the 


when it 


// 
// 
// 


...choose 
select the 


reset counter 


// update a 


// 


static camera 


9 * GROUND_SIZE; 
(tScale-1) 


[23 


FntPrint ("Static camera\n"); 
((CarModel.Object_Coord.coord.t[0]) 


Camera[0].vpx = 
+ tScale2; 
Camera[0].vpz 
+ tScale2; 
Camera[0] .vrx 
Camera[0].vry = 


/ tScale * tScale) 


/ tScale * tScale) 


((CarModel .Object_Coord.coord.t[2]) 


CarModel 


l.Object_Coord.coord.t[0]; 


CarModel 


l.Object_Coord.coord.t[1]; 


Page 


12679 


Net Yaroze newsgroups message dump.txt 


Camera[0].vrz = CarModel.Object_Coord.coord.t [2]; 
break; }; 
case 1 teil // tracking 
camera 
FntPrint ("Tracking camera\n"); break; }; 
case 2 :. Վ // scrolling 
side camera 
FntPrint ("Side camera\n"); 
Camera[2].vpx = CarModel.Object_Coord.coord.t[0]; 


Camera[2].vpy = -1000 - 
(abs (CarModel.Object_Coord.coord.t[2]) / 2); 
Camera[2].vpz = -1000 + 


CarModel.Object_Coord.coord.t[2] / 4; 


Camera[2].vrx 
Camera[2].vrz 


Camera[2] .vpx; 
CarModel.Object_Coord.coord.t[2]; 


break; }; 
case 3 : Վ // overhead 
camera 
FntPrint ("Overhead camera\n"); break; }; 
case 4 : Վ // in car camera 
FntPrint ("In car camera\n"); break; }; 
case 5 : Í // blimp camera 
FntPrint ("Blimp camera\n"); 
Camera[5].vrx = CarModel.Object_Coord.coord.t [0]; 
Camera[5].vry = CarModel.Object_Coord.coord.t[1]; 
Camera[5].vrz = CarModel.Object_Coord.coord.t [2]; 
break; }; 
case 6 : Վ // sidecar 
camera 


FntPrint ("Sidecar cameraNn"); break;); 
J; 
//FntPrint ("NnUse all eight buttons to change cameraNn"); 
//EntPrint ("Vertical sync value (%d)\n", VerticalSync) ; 
// display speed 


of screen drawing 


ProcessUserInput () ; // call function 
to process joypad 

MoveModelForward(&CarModel, CarModel.speed) ; // move man 
every frame 

RenderWorld(); // vender the 


playstation screen 
} 
//SoundStop (); 


ResetGraph (3) ; // clear up 
before quitting 
J; 


// Initialise Background map 
void InitBg() 
{ 

RECT r; 

GsIMAGE im; 

int i; 


GsGetTimInfo((u_long *)TILES_ADDR+1, &im); 


r.x = im.px; 
r.y = im.py; 
r.w = im.pw; 


r.h = im.ph; 


LoadiImage(&r, im.pixel); 
r.x = im.cx; 
r.y = im.cy; 
r.w = im.cw; 
r.h = im.ch; 


LoadIimage(&r, im.clut); 
DrawSync (0); 


for (1-0: i Հ NUMCELLS; i++) { 
gscell[i].u = ((1%16)<<4); 
gscell[i].v = ((i/16) <<4); 
gscell[i].cba = GetClut(im.cx, im.cy); 
gscell[i].tpage = GetTPage(im.pmode, 0, im.px, im.py); 
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Let him use a huge condom, or if he doesn't... you can use a condom if 
you need it to keep your hands clean (so they don't slip of while you 


play) 


Jeghhh..!! 
—-MESSAGE FILE 1999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00702 


-—-MESSAGE FILE 2000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000703 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting NTSC to work properly.. 

Date: Sat, 25 Apr 1998 23:51:59 +0200 

Organization: Debri Productions 

Lines: 5 

Message-ID: <1d82cjw.logqiwv21qk00t1N@a1l-88-100.a1l.nl1> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <6ho08c4$31134@chuk 
a.playstation.co.uk> <01bd7030Sacf63680$353d63c3@default> 

NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I noticed similar problems. I use an Akai TV-set and it cuts of a rather 
large part of the screen. I think it's weird that they don't deliver a 
proper good working NTSC/PAL-scart cable with the Net Yaroze. 


DEnnis... 
—-MESSAGE FILE 2000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00703 


—-MESSAGE FILE 2001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000704 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners 

Subject: TEAM BLACK 

Date: Sun, 26 Apr 1998 09:32:40 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1d836hp.18z4cmklpf2nxpN@al-88-107.al.n1> 

NNTP-Posting-Host: al-88-107.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:704 scee.yaroze.beginners 
2235 


A lot of members have similar idea's and wishes like; 


- Getting a job in the professional industry 

— Meetings with other Members 

- A blackdisk with our work on it 

- More contact with SCEA 

- More and better manuals in PDF-format (zipped) 

- A public Press-page to inform non-members about our work 
- More and better contact with SCEE and other members 


Well, why don't we join together in a special group. Let's name it *TEAM 
BLACK* for now. If there are enough other members that want to join, we 
can try to get another homepage where we all can work on and keep it up 
together. So what do you all think about this out there... 


Greatings DEnnis... 
http://www.netyaroze-europe.com/~madmac/teamblack.html 


—-MESSAGE FILE 2001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00704 


-—-MESSAGE FILE 2002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000705 
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} 

gsmap.cellw = 16; 
gsmap.cellh = 16; 
gsmap.ncellw = NCELLW; 
gsmap.ncellh = NCELLH; 
gsmap.base = gscell; 
gsmap.index = map; 


gsbg.attribute = (im.pmode<<24); 
gsbg.x = 0; 
gsbg.y = 0; 


gsbg.w = PAL_WIDTH; 

gsbg.h = PAL_HEIGHT; 
gsbg.scrollx = (127<<4) - 160; 
gsbg.scrolly = (127<<4) - 128; 
gsbg.r = gsbg.g = ցտեց.Ե = 128; 
gsbg.map = &gsmap; 


GsInitFixBg16(&gsbg, bgworkbase) ; 


// Loads map data from MAP_ADDR into map[] array by default 
LoadMapData(); 


// Loads map data (city.dat) from MAP_ADDR into map[] array 
void LoadMapData () 
{ 


TAC, 1» 
u_char *pmap = (u_char *)MAP_ADDR; 
// NULL cell (transparent) map[i] = Oxffff 


// This is set as index ZERO in map.dat 
// Set map array to that of map.dat file 
for (i = 0; i Հ (NCELLW*NCELLH); i++) { 


if (pmap[i]) 

map[i] = pmap[il; 
else 

map[i] = Oxffff; 


// 
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// User defined drawing functions 


// 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


// **** Actual main screen drawing routine (calls all functions) 
void RenderWorld() 

{ 

int currentBuffer = GsGetActiveBuff (); 
which buffer is to be used 

GsSetRefView2 (&Camera[cameraUsed]); // 
activates the view 

GsSetWorkBase( (PACKET*) Packet_Memory [currentBuffer]); 

// define where 


// determine 


screen drawing commands 
// are going to 
be queued 
GsClearOt (0, 0, &OTable Header[currentBuffer]); 
OTable sorting info 
DrawTrack(&TrackData, &OTable_Header[currentBuffer]); 
DrawObject (&CarModel, &OTable_Header[currentBuffer]); 
DrawObject2(&BackModel, &OTable_Header[currentBuffer]); 
DrawObject3(&HeliModel, &OTable_Header[currentBuffer]); 
// send draw commands to 


// clear out 


queue 
FntFlush(-1); 

be printed immediately 
DrawSync (0); 

completion of all output 


// force text to 


// wait for 
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VerticalSyne = VSync (0); // 
blank and time it 

GsSwapDispBuff (); են 
information 

GsSortClear(0, 0, 0,&OTable_Header[currentBuffer]); // 
screen command to queue 

GsDrawOt (&OTable_Header[currentBuffer]); // 


in queue 


GsDISPENV.screen.y = 
GsDISPENV.screen.h 
// Sort BG in OT 

GsSortFixBg16(&gsbg, 


20; 
= PAL _HEIGHT; 


bgworkbase, 


}; 
// **** draw an object on screen 
void DrawObject (Object_Header0O *tObject, 
{ 
MATRIX tLocalWorld, tLocalScreen; 
MATRIX structures 
GsGetLws (tObject—->Object_Handler.coord2, 
&tLocalScreen) ; 


GsOT *tOTable) 
// 

&tLocalWorld, 
// 
// 
// 
// 


world and screen 


Needed for lightsourcing 
GsSetLightMatrix (&tLocalWorld) ; 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; 
screen matrix for perspective 
GsSortObject4( &tObject—->Object_Handler, 
(u_long*) getScratchAddr (0) ); 


tOTable, 4, 
// 
OTable ready for drawing 
)չ 
// **** draw an object on screen 
void DrawObject2 (Back_Headerl *tBack, GsOT *tOTable) 
{ 
MATRIX tLocalWorld, tLocalScreen; 
MATRIX structures 
GsGetLws (tBack->Object_Handler.coord2, 


// 


&tLocalWorld, 
// 


// 
// 
// 


world and screen 


Needed for lightsourcing 
GsSetLightMatrix (&tLocalWorld) ; 

world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; 

screen matrix for perspective 
GsSortObject4( &tBack->Object_Handler, 

(u_long*) getScratchAddr (0) ); 


tOTable, 4, 
// 
OTable ready for drawing 


)չ 


// **** draw an object on screen 
void DrawObject3 (Heli_Header2 *tHeli, 
{ 
MATRIX tLocalWorld, tLocalScreen; 
MATRIX structures 
GsGetLws (tHeli->Object_Handler.coord2, 


GsOT *tOTable) 


// 


&tLocalWorld, 


// 
world and screen 
// 
Needed for lightsourcing 
GsSetLightMatrix (&tLocalWorld) ; // 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // 
screen matrix for perspective 
GsSortObject4( &tHeli->Object_Handler, tOTable, 4, 
(u_long*) getScratchAddr (0) ); 
// 


&O0Table_Header[currentBuffer], 


Page 
wait for 
swap buffer 
send clear 


draw commands 


0); 


create two 


get the local 
matrices. 


Set local 


Set local 


Put object in 


create two 


&tLocalScreen) ; 


get the local 
matrices. 


Set local 


Set local 


Put object in 


create two 


&tLocalScreen) ; 


get the local 
matrices. 


Set local 


Set local 


Put object in 


12682 


Net Yaroze newsgroups message dump.txt Page 12683 


OTable ready for drawing 
Ե 


// **** draw the entire track on screen 
void DrawTrack (Track_HeaderO *tTrack, GsOT *tOTable) 
{ 
MATRIX tLocalWorld, tLocalScreen; // create two 
MATRIX structures 
int tCounter; 
for (tCounter = 0; tCounter < tTrack->numberObjects; tCounter+t+) 
{ // go through 
every cell in data array 
GsGetLws (tTrack->Object_Handler[tCounter].coord2, &tLocalWorld, 
&tLocalScreen) ; 
// get local 
world and screen 
// matrices. 
Needed for lightsourcing 


GsSetLightMatrix (&tLocalWorld) ; // Set local 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // Set local 


screen matrix for perspective 
GsSortObject4( &tTrack->Object_Handler[tCounter], tOTable, 
2, (u_long*) getScratchAddr (0) ); // Put object in 
OTable ready for drawing 
// their value 
of 2 is lower than the 


// car's value 
of 4, therefore car is 
// drawn after 
ground which is correct 
J; 
J; 
// **** draw the entire track on screen 
void DrawTrack2 (Track_Headerl *tTrackl, GsOT *tOTable) 
í 
MATRIX tLocalWorld, tLocalScreen; // create two 
MATRIX structures 
int tCounter; 
for (tCounter = 0; tCounter < tTrackl—>numberObjects; tCounter+t+) 
{ // go through 
every cell in data array 
GsGetLws (tTrack1->Object_Handler[tCounter].coord2, &tLocalWorld, 
&tLocalScreen) ; 


// get local 


world and screen 
// matrices. 
Needed for lightsourcing 


GsSetLightMatrix (&tLocalWorld) ; // Set local 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // Set local 


screen matrix for perspective 
GsSortObject4( &tTrackl->Object_Handler[tCounter], tOTable, 
2, (u_long*) getScratchAddr (0)); // Put object in 
OTable ready for drawing 
// their value 
of 2 is lower than the 


// car's value 
of 4, therefore car is 

// drawn after 
ground which is correct 
J; 
J; 


// 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


// User defined initialisation functions 


// 
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// **** Load in and setup a .TIM picture file (in this case to be used 
for a texture) 
void LoadTexture(long tMemAddress) 
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{ 


RECT tRect; // rectangular 
area to be used for TIM 

GsIMAGE tTim; // TIM image 
information 

tMemAddress += 4; // advance 
memory pointer to data 

GsGetTimInfo((u_long *) tMemAddress, &tTim); // ք111 tTim 
with info from TIM 

tRect.x = tTim.px; // tell GPU 


where graphics data is 
tRect.y = tTim.py; 
tRect.w = tTim.pw; 
tRect.h tTim.ph; 
LoadIimage (&tRect, tTim.pixel); 
memory with TIM data 
if ((tTim.pmode>>3) & 0x01) // do this if 
TIM uses a CLUT 
{ 
tRect.x = tTim.cx; // tell GPU 
where colour table is 
tRect.y = tTim.cy; 


// load video 


tRect.w = tTim.cw; 
tRect.h = tTim.ch; 
LoadImage (&tRect, tTim.clut); // load video 


memory with CLUT data 


} 
DrawSync (0); // force 
LoadImages to complete 


// **** Setup up screen 
void InitialiseGraphics () 


{ 


if (IS_PAL_USED) // set up PAL 
screen 
{ 
SetVideoMode (MODE_PAL) ; // define screen 
as PAL 


GsInitGraph (PAL_WIDTH, PAL_HEIGHT, GsINTER|GSOFSGPU, 1, 0); 
// define screen 
resolution, whether 
// interlaced, 
dithered & colour depth 
GsDefDispBuff(0, 0, 0, PAL_HEIGHT) ; // define top 
left corners of 
// both screen 
buffers in memory 


} 


else // OR set up 
NTSC screen 
{ 
SetVideoMode (MODE_NTSC); // define screen 
as NTSC 


GsInitGraph (NTSC_WIDTH, NTSC_HEIGHT, GsINTER|GsSOFSGPU, 1, 0); 
GsDefDispBuff(0, 0, 0, NTSC_HEIGHT) ; // define top 
left corners of 
// both screen 
buffers in memory 


}; 


GsInit3D(); // initialise 3d 
graphics routine so 
// 3d and font 


functions can work 


OTable_Header[0].length = OTABLE_LENGTH; // notify OTable 
headers of OTable 

OTable_Header[1].length = OTABLE_LENGTH; // array lengths 

OTable_Header[0].org = OTable_Array[0]; // notify OTable 
headers of OTable 

OTable_Header[1].org = OTable_Array[1]; // array memory 
locations 


GsClearOt (0, 0, &OTable_Header[0]); // clear out 
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OTable sorting info 
GsClearOt (0, 0, &OTable_Header[1]); // ready for use 
(not strictly necessary 
// as they are 
cleared before use in 
// RenderWorld() 
J; 


// **** Initialise a new object - ie, set up its rotation, position 
and model 
void InitModel (Object_Header0 *tObject, int tX, int tY, int tZ, u_long 
*tMemAddress) 

{ 


tObject->rotation.vx = 0; // define 
orientation as zero 

tObject-—>rotation.vy = 0; 

tObject-—>rotation.vz = 0; 


tObject->speed = 0; // define 
velocity of car as zero 

AddModelToHeader (tObject, tX, tY, Էշ, tMemAddress); // set up rest 
of object 

)չ 


// **** Initialise a new object - ie, set up its rotation, position 
and model 
void InitModel2 (Back_Headerl *tBack, int tX, int tY, int էշ, u_long 
*tMemAddress) 

{ 
tBack->rotation.vx = 0; // define 
orientation as zero 
tBack->rotation.vy = 
tBack->rotation.vz = 
tBack->speed = 0; // define velocity 
of car as zero 

AddModelToHeader (tBack, tX, tY, tZ, tMemAddress); // set up rest of 
object 

J; 


0; 
0; 


// **** Add infomation to object header to specify a 3d model to be 
associated with it 
void AddModelToHeader (Object_Header0 *tObject, int tX, int tY, int tZ, 
u_long *tMemAddress) 

{ 


tMemAddress+t+; // move pointer 
past model Id 
GsMapModelingData (tMemAddress) ; // specify that 


.TMD data exists 
// once past the 
model Id 
GsInitCoordinate2 (WORLD, &tObject->Object_Coord) ; // set objects 
coord system to that 
// of the world 
(ie, 0, 0, 0) 
tMemAddress += 2; // move pointer 
to actual 3D data 
GsLinkObject4 ((u_long)tMemAddress, &tObject->Object_Handler, 0); 
// associate the 
model with it's handler 
tObject—->Object_Handler.coord2 = &tObject->Object_Coord; 
// associate 
coords of model to 
// it's handler 


tObject—->Object_Coord.coord.t[0] = tX; // set model's 
initial X translation 

tObject—->Object_Coord.coord.t[1] = tY; // Y 

tObject->Object_Coord.coord.L[2] = tZ; // Z 

tObject->Object_Coord.flg = 0; // Set to zero 


so object is to be updated 

}; 
// **** Add infomation to object header to specify a 3d model to be 
associated with it 
void AddModelToHeader2 (Back_Headerl *tBack, int tX, int tY, int Էշ, 
u_long *tMemAddress) 
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{ 


tMemAddress+t+; // move pointer 
past model Id 
GsMapModelingData (tMemAddress) ; // specify that 


.TMD data exists 
// once past the 
model Id 
GsInitCoordinate2 (WORLD, &tBack->Object_Coord) ; // set objects 
coord system to that 
// of the world 
(ie, 0, 0, 0) 
tMemAddress += 2; // move pointer 
to actual 3D data 
GsLinkObject4 ((u_long)tMemAddress, &tBack->Object_Handler, 0); 
// associate the 
model with it's handler 
tBack->Object_Handler.coord2 = &tBack->Object_Coord; 


// associate 
coords of model to 
// it's handler 
tBack->Object_Coord.coord.t[0] = tX; // set model's 
initial X translation 
tBack->Object_Coord.coord.t[1] = tY; // Y 
tBack->Object_Coord.coord.t [2] Է» // 7 
tBack->Object_Coord.flg = 0; // Set to zero so 
object is to be updated 

J; 
// Initialise the Track 
void InitTrack () 


{ 


long tXpos, tZpos; // temp 
variables 

char tTrackStatus; // temp variable 

TrackData.numberObjects = 0; // define no 


objects in world to start 
//LoadTexture (ROAD_TEX_MEM ADDR) ; 
// LoadTexture (ROAD2_TEX_MEM_ADDR) ; 
for (tXpos = 0; tXpos<GROUND_MAXX; tXpos+t+) // this loop 
will go through every cell 
{ // in the 
RawGroundArray array 
for (tZpos = 0; tZpos<GROUND_MAXZ; tZpos+t) 
{ 


tTrackStatus = RawGroundArray[tXpos] [tZpos]; // read cell 
value in array 
if (tTrackStatus == '1') լ // if a road is 


designated there 
LoadTexture (ROAD_TEX_MEM_ADDR) ; 

AddModelToTrack(&TrackData, (tXpos * GROUND_SIZE), 0, (tZpos * 

GROUND_SIZE), 
(u_long *) ROAD_MEM_ADDR) ; 
// call function 

to create 

J; 


//if (tTrackStatus == '2') { 
//LoadTexture (ROAD_TEX_MEM ADDR) ; 
//AddModelToTrack(&TrackData, (tXpos * GROUND_SIZE), 0, 
(tZpos * GROUND_SIZE), 
// (u_long *) ROAD2_MEM_ADDR) ; 
// call function 
to create read object 


//); 
}; 


]; 
]; 


// **** Add information to track header t specify a 3d model to be 
associated with it 
void AddModelToTrack (Track_Header0 *tTrack, int tX, int tY, int tZ, 
u_long *tMemAddress) 

{ 
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long tNumber = tTrack->numberObjects; // determine 
which object is being handled 
tTrack->Object_Pointer[tNumber] = (u_long *) tMemAddress; 


// tell model 
where road TIM is 
tTrack->Object_Pointer [tNumber]++; // advance 
pointer past initial info 
GsMapModelingData (tTrack->Object_Pointer[tNumber]); // specify that 
TIM data exists 
GsInitCoordinate2 (WORLD, &tTrack->Object_Coord[tNumber] ); 
// signify 
object origin = WORLD origin 
tTrack->Object_Pointer[tNumber] += 2; // advance 
pointer again! (standard) 
GsLinkObject4 ((u_long) tTrack->Object_Pointer[tNumber], 
é&tTrack->Object_Handler[tNumber], 0); 
// associate the 


model with it's handler 
tTrack->Object_Handler[tNumber].attribute = GsDIV1; // signify 
polygon subdivision occurs 
tTrack->Object_Handler[tNumber].coord2 = 
&tTrack->Object_Coord[tNumber]; 


// associate 
coords of model to handler 


tTrack->Object_Coord[tNumber].coord.t[0] = tX; // setup initial 
position of model 

tTrack->Object_Coord[tNumber].coord.t[1] = tY; 

tTrack->Object_Coord[tNumber].coord.t[2] = tZ; 

tTrack->Object_Coord[tNumber].flg = 0; // signify it 
has to be recalculated 

tTrack->numberObjectst+; // increase 


counter for next object 
}; 


// **** Define all lights that will be used in object rendering 
void InitAllLights () 
{ 
InitLight (&LightSource, 0, 1, 1, 0, 127, 127, 127); // define light 
GsSetAmbient (2047, 2047, 2047); // set ambient 
light in the scene 
}; 


// **** Explicitly define a light source (up to three maximum in 
scene) 
void InitLight (GsF_LIGHT *tLight, int tNum, int tXv, int tYv, int ԷշՄ, 
int tR, int tG, int tB) 
{ 
tLight->vx = tXv; tLight->vy = ԷՄ: tLight->vz = tZv; 
// define vector 


for light from source 
tLight->r = tR; tLight->g = tG; tLight->b = tB; 
// define RGB 
values for the light 
GsSetFlatLight (tNum, tLight) ; // assign light 
to an ID number (0-2) 
// and turning 
light on 
Ե 


// **** Define all information for the viewpoint 
void InitView(GsRVIEW2 *tView, int tProjDist, int tRZ, 
int tFromx, int tFromY, int tFromZ, 
int tToX, int tToY, int tTodZ, 
GsCOORDINATE2 *tReference) 
{ 
GsSetProjection(tProjDist) ; // distance from 
view projection screen 
tView->vpx = tFromX; tView->vpy = tFromY; tView->vpz = tFromZ; 


// set up 
position to look from 
tView->vrx = tToXx; tView->vry = tToyY; tView->vrz = tToZ; 
// set up 
position to look to 
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tView->rz=-tRZ; // define 
rotation about view line 

if (tReference != false) tView->super = tReference; // set origin of 
model 


else tView->super = WORLD; 
}; 


// 


* k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k í k 


// User defined miscellaneous functions 


// 


* k k k k k k k k k k k k k k k k k k k k k k k k K k k k k K k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k KKK k k í < 


int Demo = true; 
// **** Net Yaroze respond to joypad input 
void ProcessUserInput () 


{ 


u_long PAD = PadRead(); // read status 
of joypad 1 
if (PAD& PADselect) Running = false; // select will 
quit 
if (PAD & PADstart) { // return car to 
center, and stop motion 
Demo = 0; 
CarModel.speed = 0; // set 
car speed to zero 
CarModel.rotation.vx = 0; // straighten 
car and reset position 
CarModel.rotation.vy = 0 


Ա 
BackModel.rotation.vz = -900չ 
RotateModel (&CarModel, 0, 0, 0); 
RotateModel (&BackMode1, 0, 0, 0); 
MoveModelTo(&BackModel, -4000, 4000, 


0); 


MoveModelTo(&CarModel, 0, 0, 0):): 
if (PAD& PADcross) { // move car 
away from viewer 
if (CarModel.speed<140) CarModel.speedt+; 


)չ 


if (Demo == 1){ 

CarModel.speed = 140; 

if (CarModel.speed>110) RotateModel (&CarModel, 0, 15, 0); 
FntOpen(-100, -120, 320, 100, 0, 512); 

FntPrint ("\n\n\nemag design presents...\nroad racer\npress start to 
play"); 

//SoundInit (); 

// SoundVoiceQPlay (SOUND_ACCEL) ; 


}; 


FntPrint ("\n\nCar speed = 241 mph\n", CarModel.speed) ; 


if (PAD == 0){ 
if (CarModel.speed>0) CarModel.speed--; 
if (CarModel.speed<0) CarModel.speedt+; 


)չ 


if (PAD == 0) { 

if (CarModel.rotation.vz>0) CarModel.rotation.vz—-=40; 

RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0); 

if (CarModel.rotation.vz<0) CarModel.rotation.vz+=40; 

RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0) ; 
J; 

if (PAD == PADcross) 

if (CarModel.rotation.vz>0) CarModel.rotation.vz-=40; 

RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0); 

if (CarModel.rotation.vz<0) CarModel.rotation.vz+=40; 

RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0); 
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}; 


if (PAD == PADsquare) { 

if (CarModel.rotation.vz>0) CarModel.rotation.vz—-=40; 
RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0); 
if (CarModel.rotation.vz<0) CarModel.rotation.vz+=40; 


}; 
if (PAD == PADright) { 
if (CarModel.speed>0) CarModel.speed-——; }; 


if (PAD == PADleft) 
if (CarModel.speed>0) CarModel.speed-——; }; 


if (PAD & PADcross) { 
if (PAD& PADsquare) 
if (CarModel.speed>0) CarModel.speed-—; 


)չ 
} 


if (PAD & PADcircle) { 
BackModel.rotation.vzt+t;}; 


if (PAD & PADsquare) { 
if (PAD& PADcross) { 
if (CarModel.speed<0) CarModel.speedt+; 


if (PAD & PADsquare) { 
if (CarModel.speed>0) CarModel.speed--; 


J; 


if (PAD& PADsquare) í // move car 
towards viewer 
if (CarModel.speed>-100) CarModel.speed--;); 
if (PAD& PADleft) { // rotate car 
anti-clockwise 
RotateModel (&CarModel, 0, -30, 
CarModel.rotation.vz == 0); 
if (CarModel.rotation.vz<100) 


CarModel.rotation.vzt+=10; }; 
if (PAD& PADright) { // rotate car 
clockwise 
RotateModel (&CarModel, 0, 30, 
CarModel.rotation.vz == 0); 
if (CarModel.rotation.vz>-100) 


CarModel.rotation.vz-=10;}; 


//if (PAD& PADsquare) {SelectCamera (0); // select 
static camera 
// cameraCounter = 0; }; 


//InitView(&Camera[1], 250, 0, 0,-500,-1500, 0,-250,-500 
,&CarModel.Object_Coord ); 


if (PAD& PADtriangle) {SelectCamera (1): // select 
tracker camera 
cameraCounter = 0; }; 
if (PAD& PADcircle) {SelectCamera (2); // select side 
tracker camera 
cameraCounter = 0;}; 
//if (PAD& PADcross) {SelectCamera (3); // select 
overhead camera 
// cameraCounter = 0;}; 


if (PAD& PADL1) {SelectCamera (4); // select in car 
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camera 
cameraCounter = 0;}; 
if (PAD& PADL2) {SelectCamera (5); // select blimp 
camera 
cameraCounter = 0; }; 
if (PAD& PADR1) {SelectCamera (6); // select 
sidecar camera 
cameraCounter = 0; }; 
if ((PAD& PADR2) && (cameraCounter == 0)) 
{cameraCounter = 150; // select 
automatic camera 
cameraUsed = (cameraUsedtl) 5 7; 
SelectCamera (cameraUsed) ; }; 
J; 
// **** Move an object to a coordinate 
void MoveModelTo (Object_Header0 *tObject, int tXc, int tYc, int tZc) 
{ 
tObject->Object_Coord.coord.t[0] = tXc; // set the 
object's x coord 
tObject->Object_Coord.coord.t[1] = tYc; // set the 
object's y coord 
tObject->Object_Coord.coord.t[2] = tZc; // set the 
object's z coord 
tObject->Object_Coord.flg = 0; // signify 
object has changed 
}; 
// **** Move an object to a coordinate 
void MoveModelTo2 (Back_Headerl *tBack, int tXc, int tYc, int Է2Շ) 


( 
tBack->Object_Coord.coord.t[0] = tXc; 
object's x coord 


tBack->Object_Coord.coord.t[1] = tYc; 
object's y coord 
tBack->Object_Coord.coord.t[2] = tZc; 


object's z coord 
tBack->Object_Coord.flg = 0; 
has changed 

}; 


// set the 


// set the 


// set the 


// signify object 


// **** Move an object relative to where it is at the moment 


void MoveModelBy (Object_HeaderO *tObject, int tXv, int tYv, int Էշ) 

{ 

tObject->Object_Coord.coord.t[0] += tXv; // add to the 
object's x coord 

tObject—->Object_Coord.coord.t[1] += tYv; // add to the 
object's y coord 

tObject-—>Object_Coord.coord.t[2] += tZv; // add to the 
object's z coord 

tObject-—>Object_Coord.flg = 0; // signify 


object has changed 
}; 


// **** Translate an object according to the direction it is facing 
int tSpeed) 


void MoveModelForward(Object_HeaderO *tObject, 


{ 
MATRIX tMatrix; 
rotation matrix 
SVECTOR tOneUnitForward, tDirectionResult; 
for rotation 
if(tSpeed != 0) 
speed is not zero, 
í 
divide by zero error) 
tOneUnitForward.vx = 0; 
forward = no x translation 
tOneUnitForward.vy = 0; 
forward = no y translation 
tOneUnitForward.vz = ONE; 
forward = 4096 z translation 
RotMatrix(&tObject-—>rotation, 
into rotation matrix 
ApplyMatrixSV(&tMatrix, 


&tMatrix) ; 


&tOneUnitForward, 


// 
// 
// 
// 
// 
// 
// 
// 


temporary 
two vectors 
as long as 
(would cause 
to move 

to move 

to move 


turn vector 


&tDirectionResult); 


// 


multiply our 
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Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: 26 Apr 1998 08:29:03 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 17 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6hunnv$m371@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 26 Apr 1998 07:30:18 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id IAA18152 
for <news@playstation.co.uk>; Sun, 26 Apr 1998 08:30:03 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Gentleman, 


Remember that although "talk is free", this group may be read by minors 
and folk from countries a little more prudish than Western Europeans :-) 


Howvere, since this is "freetalk._english_", double entendres (sp?) are of 
course welcome.. 


Paul 


—-MESSAGE FILE 2002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00705 


—-MESSAGE FILE 2003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000706 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Grav Hall Of Fame 

Date: Sun, 26 Apr 1998 10:59:16 +0100 
Organization: Bacardi Ferrari V12 

Lines: 11 

Message-ID: <35430574.3735@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


So you (or your mates) think you're pretty good at Gravitation then? 
Sumbit your record times and get on the Grav Hall Of Fame! 
Anyone can enter (even your Gran..), but honest entries only please! 


See link below, 
Cheers! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00706 


—-MESSAGE FILE 2004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000707 

Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <nospam@com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: CD of SCEI/SCEA sites ? 

Date: Sun, 26 Apr 1998 22:07:52 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
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direction vector with 
// the rotation 
matrix and give the 
// result as 
another direction vector 
tObject-—>Object_Coord.coord.t[0] += tDirectionResult.vx * tSpeed / 
4096; 
tObject->Object_Coord.coord.t[1] += tDirectionResult.vy * tSpeed / 
4096; 
tObject->Object_Coord.coord.t[2] += tDirectionResult.vz * tSpeed / 
4096; 
tObject-—>Object_Coord.flg = 0; // signify 
object has changed 
}; 
}; 


// **** Rotate an object about it's own center 
void RotateModel (Object_Header0O *tObject, int tXr, int tYr, int tzr) 
{ 


MATRIX tMatrix; // temporary 
rotation matrix 
ResetRotation (tObject->Object_Coord.coord.m) ; // reset 


rotation part of objects 
// rotation and 

translation matrix 
tObject—>rotation.vx = (tObject->rotation.vx + tXr) 


rotation about the axes 


tObject—>rotation.vy = (tObject-—>rotation.vy + tYr) % ONE; 
tObject—>rotation.vz = (tObject-—>rotation.vz + tZr) % ONE; 
RotMatrix(&tObject->rotation, &tMatrix); // turn vector 


into rotation matrix 
MulMatrix0 (&tObject->Object_Coord.coord, &tMatrix, 
&tObject-—>Object_Coord.coord) ; 


// multiply 
object and rotation matrices 
tObject-—>Object_Coord.flg = 0; // signify 
object has changed 
)չ 


// **** Reset a three by three rotation/scaling matrix 
void ResetRotation(short tArray[3] [3]) 

{ 

tArray[0] [0]=tArray[1] [1]=tArray[2] [2]=ONE; // turn scalars 
to one 


tArray[0] [1]=tArray[0] [2]=tArray[1] [0]=tArray[1] [2]=tArray[2] [0]=tArray[2] [1]=0; 
// turn other 
cells into zero 
}; 


// **** set up the camera and the correct lighting 
void SelectCamera(long tNumber) 

{ 

switch (tNumber) // do routine 
based on which camera... 


{ 


case 0 : {Fogging.dga = -5000; // set up 
reasonable fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 0; break; }; // set the 
current camera 
case 1 : {Fogging.dqa = -5000; // set up 
reasonable fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 1; break;}; // set the 
current camera 
case 2 : {Fogging.dqa = -10000; // set up small 


fogging 
GsSetFogParam(&Fogging) ; // activate new 
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fogging level 


cameraUsed = 2; break; }; // set the 
current camera 
case 3 : {Fogging.dgqa = -15000; // set up very 
little fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 3; break; }; // set the 
current camera 
case 4 : {Fogging.dqa = -5000; // set up 
reasonable fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 4; break; }; // set the 
current camera 
case 5 : {Fogging.dgqa = -15000; // set up very 
little fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 5; break; }; // set the 
current camera 
case 6 : {Fogging.dga = -5000:չ // set up 
reasonable fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 6; break; }; // set the 


current camera 
)չ 
)չ 


/* 
* LIBSOUND.C 

* 

* Copyright (C) 1993-1997 by Sony Computer Entertainment of America, 
Inc. 


* All rights Reserved 
* 


եյ 


* This file contains data definitions and function library to handle 

* sound effects and music in this sample. Care has been taken to 
make 

* this function library independent of the rest of the code in this 
sample 

* 


* This library can be easily updated to play any music and sound 
effect 

* with minimal changes. 

x 

* The structure SOUNDFILE provides acess to various VABs and SEQS. 
Plaese 


* make an entry for each VAB/SEQ combination in this table. In case 
there 

* is no SEQ to go with a VAB make the corresponding entry for that 
SEQ as 

* NULL. 


եյ 


* The structure VOICE provides access to various sound effects 
contained 

* in any of the VABs loaded through the SOUNDFILE table. The entries 
in 

* this table are self explanatory. For details please checkout the 
details 


* below. 

* 

* 
#include "libmain.h" 
#include "libsound.h" 
#include "libdata.h" 
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* Sound related variables and functions 
* 


* 
#define SOUND_MAIN_ VOLUME 127 
// Main volume level 
#define SOUND_MUSIC_VOLUME 127 
// Game music SEQ volume level 
#define SOUND_SFX_VOLUME 127 


// Sound effects volume 
/* Data structure to handle various sound files - VAB/SEQ files */ 


typedef struct __soundfile { // 
Structure to handle various sound files 
unsigned long *VHptr; 
// Pointer to VAB header in main memory 
unsigned long *VBptr; 
// Pointer to VAB data in main memory 
unsigned long *SEQptr; 
// Pointer to SEQ data in main memory 


short Vablid; 
// VabId assigned by PlayStation OS 
short Seqid; 


// Sequence Id assigned by PlayStation OS 
} SOUNDFILE; 


#define SOUND _MAXFILES 1 
// Maximum number of sound files 


static SOUNDFILE Sounds[ SOUND_MAXFILES ] = { 
( ADR_MUSIC_VH, ADR_MUSIC_VB, ADR_MUSIC_SEQ, -1, -1 ), 
)չ 


Data structures to handle various sound effects 

- "SoundIndex" provides an index into the sound file table above. 
This means that this particular voice sample is contained in 
the which VAB. 


- "VabId" is the id secured by the initialization routines for 
the VAB - indexed by SoundIndex. 


- "Program" is the index to the program in VAB where this voice 
longs 


Ե 


This value is predefined at the time of the VAB creation. 


b 


"Tone" is the index to the voice in a particular "Program". 
This value is predefined at the time of the VAB creation. 


- "Note" is the note being played in this voice. 


This value is predefined at the time of the VAB creation. 


- "Fine" is the finer pitch value, usually set to 0. 

This value is predefined at the time of the VAB creation. 
- "LVolume" and "RVolume" is the maximum volume of this voice 
This value is predefined at the time of the VAB creation and 

is used along with the panning (to be implemented later) 

of the sound depending upon the origin of the voice in th world. 


+ + + + + X X + X XX FF FFF +D * FF FF £ FF * * 
| 


/ 


typedef struct _ voice { 
// Index into the SOUNDFILE table above 
short SoundIndex; 
// Index into the sound file list 
short ՄՅԵԼԳ: 
// Vab Id used here 
short Program; 
// Program from the above vab 
short Tone; 


Net Yaroze newsgroups message dump.txt 


// Tone for this voice 
short Note; 

// Pitch specification for this voice 
short Fine; 

// Fine pitch specification 
short LVolume; 

// Maximum left volume for the voice 
short RVolume; 

// Maximum right volume for the voice 

} VOICE; 


static VOICE Voices[ SOUND_VC_MAXNO ] = { 

{ 0, -1, 0x0000, 0, 020018, Ox0000, 96, 96 } 
0, -1, 0x0000, 1, 0x0019, Ox0000, 96, 96 } 
0, -1, 0x0000, 2, Ox001A, Ox0000, 96, 96 } 
0, -1, 0x0000, 3, 020018, Ox0000, 96, 96 } 


/* 
* Data structure to handle a voice table - 
* manages a FIFO queue for voices to be played 


if 


typedef struct __voiceq { 

// Queue structure to handle voices 
short Voiceld; 

// Voice Id used for this entry 
VOICE *Voice; 

// Voice used in this queue 


} VOICEQ; 

#define SOUND_VQ_MAXNO 10 

// Maximum length of FIFO queue for Voice IDs 

static VOICEQ VoiceQ[ SOUND_VQ_MAXNO |: // FIFO queue 
for Voice IDs assigned 

static short VoiceQTop = -1; // Top 


of the FIFO queue for Voice IDs 
/* Sound data on memory playback preparation */ 


void SoundInit (void) 
{ 
short i; 
for (i = 0; i Հ SOUND_MAXFILES; i++) (í 
/* VAB opening and transmission to sound buffer */ 
if ((Sounds[i].VHptr != NULL) && (Sounds[i].VBptr != 


NULL)) { 
Sounds[i].VabId = SsVabTransfer ( 


(unsigned char *)Sounds[i].VHptr, 
(unsigned char *)Sounds[i].VBptr, 


-1, 1); 
if (Sounds[i].VabId < 0) 
printf ("SsVabTransfer(i = %d) failed 
(VabId = %d)\n", 


i, Sounds[i].VabId); 
} 
else { 
Sounds[i].VabId = -1; 
} 


/* SEQ opening */ 
if (Sounds[i].SEQptr != NULL) { 
Sounds [i] .SeqId = SsSeqOpen ( 
Sounds[i].SEQptr, 


Sounds [i] .VabId); 
if (Sounds[i].SeqId < 0) 
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printf ("SsSeqOpen(i = %d) failed 
(VabId = %d)\n", 


i, Sounds[i].SeqId); 
} 
else { 
Sounds [i] .SeqId = -1; 
} 
} 


/* Initialize saucer voices */ 
for (i = 0; i < SOUND_VC_MAXNO; i++) { 
Voices[i].VabId = Sounds[ Voices[i] .SoundIndex 
].VabId; 
} 


/* Initialize voice FIFO queue */ 
SoundVoiceQInit (); 


/* Set the main volume */ 
SsSetMVol (SOUND_MAIN_ VOLUME, SOUND _MAIN VOLUME) ; 
return; 


} 
/* Sound playback start */ 


void SoundPlayMusic (void) 
{ 

/* Set Volume for the sequence */ 

SsSeqSetVol (Sounds[0].SeqId, SOUND_MUSIC_VOLUME, 
SOUND_MUSIC_VOLUME) ; 


/* Start play back of game music */ 
SsSeqPlay (Sounds[0].SeqId, SSPLAY_PLAY, SSPLAY_INFINITY) ; 


return; 


} 

/* Sound playback termination */ 
void SoundStop (void) 

{ 


short i; 


/* Release all acquired voices */ 
SoundVoiceQFlush(); 


/* Stop the game music */ 
SsSeqStop (Sounds [0] .SeqId) ; 


/* Wait for music to stop - give it some time, will you ? */ 
VSync (0); 
VSync (0); 


for (i = 0; i < SOUND_MAXFILES; i++) { 
/* Release SEQuence ID */ 
if (Sounds[i].SeqId != -1) 
SsSeqClose (Sounds [i] .SeqId) ; 


/* Release VAB ID */ 
if (Sounds[i].VabId != -1) 
SsVabClose (Sounds [i] .VabId) ; 
} 
return; 


} 
/* Initialize the voice FIFO queue */ 


void SoundVoiceQInit (void) 
{ 
VoiceQTop = -1; 
return; 
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/* Enter the given voice in the voice qu 


K, 


void SoundVoiceQPlay (short voice_index) 


{ 


VOICE *voice = &Voices[ voice_in 
short i, top = VoiceQTop+1; 
if (top >= SOUND_VQ_MAXNO) { 


* Stop the oldest voice 


* used for sound effect. 


* remove the voice from 


if (VoiceQ[0].VoicelId != 

VOICE *tmp = Voi 
SsUtKeyOff (Voice 
tmp->Note) ; 


tmp->Program, tmp->Tone, 


} 


for (1 Հ 1 : 1 Հ top; i 
VoiceQ[i-1].Voic 
VoiceQ[i-1].Voic 

} 

top ==; 


} 


/* 
* Play the sound effect for the 
* new voice id and putting this 


eue by acquiring a new voice 


dex |: 


in the queue currently being 
Release this voice id and 
the queue. 


ՀԼ): í 
ceQ[0] .Voice; 
Q[0].VoicelId, tmp->Vabld, 


++) { 
eld = VoiceQ[i].Voiceld; 
e = VoiceQ[i].Voice; 


given voice by requesting a 
voice in the voice queue. 


*/ 
VoiceQ[top] .Voice = 
VoiceQ[top] .VoicelId 


voice; 
SsUtKe 


voice->Program, 
voice->Tone, 
voice->Note, 
voice->Fine, 


voice->LVolume, 


voice->RVolume) ; 


yOn (voice->Vabld, 


/* Set the new top of the queue */ 
VoiceQTop = top; 
return; 
} 
/* Flush voice queue */ 
void SoundVoiceQFlush (void) 
{ 
short i; 
for (i = 0; i <= VoiceQTop ; i++) Í 
if (VoiceQ[i].VoiceId != -1) { 
VOICE *tmp = VoiceQ[i] .Voice; 
SsUtKeyOff (VoiceQ[i].VoicelId, tmp->VabId, 


tmp->Program, tmp->Tone, 


} 


tmp->Note) ; 


} 
VoiceQTop = 
return; 


-1: 
} 
/* 


* End of File 
* 
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--MESSAGE FILE 18792 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
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2d_graphics/00000408 


——MESSAGE FILE 18793 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000409 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: BG Problem 

Date: Sun, 6 Sep 1998 21:18:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 83 

Message-ID: <6suqriS$66616@chuka.playstation.co.uk> 
References: <35f2c71f£.16917324@news.playstation.co.uk> 
NNTP-Posting-—Host: 1d03-075.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Khan <2bad@lineone.net> wrote in message 
<35f2c71£.16917324@news.playstation.co.uk>... 

>But I am still stuck with adding a 2D background to my 3D racing game. 
>I've got George Bain's stuff but thats just for displaying sprites, 
>isnt it? 


Well I must admit I havn't read through all of Georges stuff, but I know for 
certain 

there is some code that shows how to use the BG functions ( there was a bit 
of controversy on this code about a month ago amongst Yarozers) keep 
looking. 


>By the way I made some added a backrond code to my game, which 
>compiles and links ok but when the auto file tells it to go it 
>freezes. I really dont know whats going wrong. 


Did it work before you added the code ?? 

Golden rule number 1 in coding - _always_ check the last thing you 

did, & work back when things stop working. 

You may have run out of packet space, try increasing the size of your packet 
area. 


>Sorry about the messy code! 


no probs, - why not stick your entire project on your web site for us 
to look at, I find bugs easier to find with a debugger, don't worry 
no one here is going to steal your ideas. 

The one thing that really stands out a mile is the way you typedef 
your structures. 


for instance 
>typedef struct 


> 

> long numberObjects; 

> GsDOBJ2 Object_Handler [GROUND_MAX_OBJECTS]; 

> GsCOORDINATE2 Ob ject_Coord[GROUND_MAX_OBJECTS]; 

> u_long *Back_Pointer [GROUND_MAX OBJECTS]; 

> u_long *Object_Pointer [GROUND_MAX OBJECTS]; 

> J) Track_HeaderO, Track_Headerl, Track_Header2, Track_Header3, Track_Header4; 
>Track_Header0 TrackData; // create instance of 
structure for use 

>Track_Headerl Track1lData; 

>Track_Header2 Track2Data; 

>Track_Header3 Track3Data; 

>Track_Header4 Track4Data; 


You've created 5 different typedefs for the same structure 


typedef struct 
{ 


long numberObjects; 
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GsDOBJ2 Object_Handler [GROUND_MAX_OBJECTS]; 
GsCOORDINATE2 Ob ject_Coord[GROUND_MAX_ OBJECTS]; 
u_long *Back_Pointer [GROUND_MAX OBJECTS]; 
u_long *Object_Pointer [GROUND_MAX_OBJECTS]; 
) Track_Header0O; 
Track_HeaderO TrackData; // create instance of structur 
e for use 
Track_HeaderO TracklData; 
Track_HeaderO Track2Data; 
Track_HeaderO Track3Data; 
Track_HeaderO Track4Data; 


is a lot more readable. 


As I said earlier it would be easier to diagnose the problem with your code if we ca 
n see it in 
action. 


Nick S 


—-MESSAGE FILE 18793 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000409 


—-MESSAGE FILE 18794 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000410 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Help newbie please! 

Date: Wed, 09 Sep 1998 20:10:32 -0700 

Organization: none 

Lines: 10 

Message-ID: <35F74328.1EEF@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool013-max10.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


help ոՀ I am chris ramirez the 14 yr old net yaroze member :) and I am 
having problems with this file thing- ok here it is I downlaoded this 
tutorial and it is telling me to download a tim-sprite image into an 
addres like 0x800f8000, the thing I do not understand is what is the 
deal with an addres like that. How do I download an image-tim file into 
an adres like that? hmm?. please I would really like any help I can get 
:) please please please I beg any one!!! 

well thank you for reading this message 

Chris Ramirez 

p.S thank you once more :) 

—-MESSAGE FILE 18794 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000410 


——MESSAGE FILE 18795 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000411 

Path: chuka.playstation.co.uk!scea!prol1-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Printf () 

Date: Wed, 16 Sep 1998 23:50:32 -0500 

Organization: Wooden Tulip Ltd. 
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Lines: 36 

Message-ID: <skennedy-1609982350330001@prol1-145.barrie.connex.net> 

References: <Olbdb05bS0ddcab40S$0100fc9d@skynet> <35ADCBOD.17C9DA32@scee.sony.co.uk> 
<35B9A7A9.78C4094F@concentric.net> 

NNTP-Posting-Host: prol-145.barrie.connex.net 


In article <35B9A7A9.78C4094F@concentric.net>, dsyaroze@concentric.net wrote: 
> > Since I've never heard of anyone else having such problems, it sounds 

to me like the data returning 

> > to the PC is getting corrupted. This could be caused by interference 

or a loose/damaged cable. Try 

> > writing a test program that only outputs some example text. If that 

text is getting corrupted too, 

> > then it's your connection at fault. 


> 

> I have that problem too. 

> 

> I have a screen capture routine that basically encodes the screen in 
> ASCII and prints it out to SIOCONS. I capture it using a log file 

> and then decode it on my PC. I'm having that same problem with 

> characters being dropped randomly, which really screws with the 

> screen shot. I had to print out stuff multiple times for redundancy 
> to get a clean output. 

> When I bumped my connection from 115k down to 9600 it seemed to get 
> better, but still would drop a few every now and then. 

> <shrug> 

> Scott 


OK I don't know if this is the obvious or anything. But... 


A: Did you download the patch for the libps.a ? 
It contains the IOCTL() patch that may be the source of your problem. 


B: What are you using to monitor the serial connection. SIOCONS or PSCommUtil? 


If it is SIOCONS, I would refer to question A. IF it is PSCommUtil, then 
compile the code, and use a PC and a switch box to transfer the files and 
use SIOCONS then refer to question A. 


Let me know if this works. at: kennedy@moe.acad.humberc.on.ca 


-sean 
--MESSAGE FILE 18795 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000411 


——MESSAGE FILE 18796 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000412 

Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More about photoshop and TIM's 

Date: Wed, 16 Sep 1998 23:52:46 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 10 

Message-ID: <skennedy-1609982352460001@prol1-145.barrie.connex.net> 
References: <356a794d.664906@news.scea.sony.com> 
NNTP-Posting-Host: prol-145.barrie.connex.net 


> I dowloaded the plugin for doing TIM's in photoshop and now that I 

> have Photoshop 5 they dont seem to work at all any more I am looking 
> into see if there is a way to port these over to PS5 does anyone have 
> any ideas?? 

I take it the Plug-in failed. 


Do you use PS3 or PS4? They still are great apps. {Me I use 3 on the PC 
and 4.0 on my MacOS system} 


-sean 
--MESSAGE FILE 18796 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000412 
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--MESSAGE FILE 18797 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000413 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: More about photoshop and TIM's 

Date: Sun, 20 Sep 1998 20:31:23 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <36056601.703373@news.scea.sony.com> 

References: <356a794d.664906@news.scea.sony.com> <skennedy—-1609982352460001@pro1-145 
-barrie.connex.net> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Yea I use photoshop 5 and the plugin wouln not work with it at all for 
me 


On Wed, 16 Sep 1998 23:52:46 -0500, skennedy@bconnex.net (Sean 
Kennedy) wrote: 


>> I dowloaded the plugin for doing TIM's in photoshop and now that I 

>> have Photoshop 5 they dont seem to work at all any more I am looking 
>> into see if there is a way to port these over to PS5 does anyone have 
>> any ideas?? 

>I take it the Plug-in failed. 

> 

>Do you use PS3 or PS4? They still are great apps. {Me I use 3 on the PC 
>and 4.0 on my MacOS system} 

> 

>-sean 


-—-MESSAGE FILE 18797 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000413 


—--MESSAGE FILE 18798 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000414 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: BG Problem 

Date: Tue, 22 Sep 1998 14:21:32 +0100 

Organization: DMA Design Ltd 

Lines: 33 

Message-ID: <3607A45C.3AA9@dma-—design.com> 

References: <35f2c71f£.16917324@news.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Khan wrote: 

Hi, 

Thanks everyone for your adivice and stuff. 

But I am still stuck with adding a 2D background to my 3D racing game. 
I've got George Bain's stuff but thats just for displaying sprites, 
isnt it? 


And anyway as I am a total beginner at coding I need some kind of 
Tutorial or something. 


By the way I made some added a backrond code to my game, which 
compiles and links ok but when the auto file tells it to go it 


VVVVVVVVVVV VV 
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Lines: 18 

Message-ID: <6i07d0Sb020@chuka.playstation.co.uk> 
NNTP-Posting-Host: nmisystems.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Ok, ok, I know this must have been mentioned a dozen times 
before, but what is the likelihood of a CD being made of the 
current state of the SCEI/A/E sites being made onto a CD ? 


I know I would love to download all the files and try them out 
but just dont have time to do so. If the CD was made then 

it could be handed out with the Yaroze (or made for a small 
extra charge for handling costs). 


With all the source there it would be a godsend when assistance 
was needed! I know from my own point of view that it would 
have been nice to have that when I got the system so that I 
could immediately see what others had been doing. 


So, come on Sony, how about it ??? 


Page 1271 


—-MESSAGE FILE 2004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00707 


—-MESSAGE FILE 2005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000708 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CD of SCEI/SCEA sites ? 

Date: Mon, 27 Apr 1998 07:22:04 +0200 
Organization: Debri Productions 

Lines: 23 

Message-ID: <1d84a44.acvqvgqpci5hkN@al-88-136.al.nl1> 
References: <6i07d0Sb020@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-136.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


We will try to get sony to make such a CD, If you want to support us, 


join * TEAM BLACK *. 


Greatings DEnnis.. 


"Graham Bisset" <nospam@com> wrote: 


Ok, ok, I know this must have been mentioned a dozen times 
before, but what is the likelihood of a CD being made of the 
current state of the SCEI/A/E sites being made onto a CD ? 


I know I would love to download all the files and try them out 
but just dont have time to do so. If the CD was made then 

it could be handed out with the Yaroze (or made for a small 
extra charge for handling costs). 


was needed! I know from my own point of view that it would 
have been nice to have that when I got the system so that I 
could immediately see what others had been doing. 


VVVVVVVVVVV VV VV 


So, come on Sony, how about it ??? 


With all the source there it would be a godsend when assistance 


—-MESSAGE FILE 2005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00708 


—-MESSAGE FILE 2006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000709 
Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
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> freezes. I really dont know whats going wrong. 


I just had this very same problem of my code freezing up the Yaroze when 


I do a 'go'. Solution: look at the size of your data structures. Look at 
the size of the data files you're sending to the Yaroze (your 
tims/tmds/etc) - you could have things arranged in such a way as it 


overwrites your game code or the libraries when you upload your data. 


Check to see the size of your ordering tables & number of packets - a 
very large amount of these (as in more than you need...) may cause you 
memory problems. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 18798 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000414 


——MESSAGE FILE 18799 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000415 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Re: BG Problem 

Date: Fri, 02 Oct 1998 15:54:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3614E940.D6FADEF3@ndirect.co.uk> 
References: <35f2c71f£.16917324@news.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-21.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Khan wrote: 
Hi, 


Thanks everyone for your adivice and stuff. 


But I am still stuck with adding a 2D background to my 3D racing game. 
I've got George Bain's stuff but thats just for displaying sprites, 
isnt it? 


VV VV V V V 


There's nothing wrong with using sprites to create backgrounds. Even the GsBG stuff 
effectively fills the screen with 16x16 pixel sprites. At the end of the day a spri 
te 

is just a bitmap and is the ideal tool for displaying any type of 2D graphics. 


But, there's a really cool way of doing backgrounds for 3D games which can look much 
better than a flat 2D background. Take a large sphere (radius of say 32000), revers 
e 

the normals (you can do this with rsdtool), map your background texture to it, and 
centre it in your viewport. You need to reverse the normals as you are viewing the 
sphere from the inside rather than the outside. Օհ, and don't forget to turn off th 
e 

fogging when sorting the sphere. 


Herbs 


—-MESSAGE FILE 18799 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000415 
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——MESSAGE FILE 18800 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000416 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Putting 8-bit Sprites on-screen 

Date: Fri, 16 Oct 1998 09:19:41 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3627721D.BDOED383@aol.com> 

NNTP-Posting-Host: 200-148-39.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hey guys, I'm really new to Yaroze, and I saw Ira Rainey and Scott 
Campbell's awesome, not to mention popular, tutorials. I tried using 
their code to put a sprite that I made on-screen. I got a black screen, 
so I asked Scott. He said that I would have to position the Sprite 
correctly using TIMtool, so I did, and I STILL get a blank screen. 
Please, someone tell me what's wrong. I'm guessing that if I change the 
sprite, I have to change the code. If this is the case, please email me 
at Metwally7@aol.com 


—-MESSAGE FILE 18800 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000416 


——MESSAGE FILE 18801 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000417 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re:Help Newbie Please! 

Date: Fri, 16 Oct 1998 09:27:30 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <362773F2.50EF84E6@aol.com> 

NNTP-Posting-Host: 200-148-39.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Chris, the address means that this is where in the memory the sprite is 
stored. When you put an image in the memory, you need to have an 
address of where it goes. There are many other addresses like it which 
you can use, such as 0x8009000 or something. Download someone's game 
and you'll notice a batch file included on the file. Open it using 
"Notepad" and you'll see how the images are loaded. You can use Timtool 
to change where in the memory the sprites are. Download TIMtool from 
the SCEE server and you'll see there is a dark green, olive, and to the 
right, there is a light color. Load your bitmap into the light colored 
sections on the right. 


—-MESSAGE FILE 18801 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000417 


—-MESSAGE FILE 18802 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000418 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Putting 8-bit Sprites on-screen 

Date: Fri, 16 Oct 1998 09:49:14 -0400 

Organization: SCEA News Server 

Lines: 19 
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Message-ID: <36274EDA.7286C15C@cobite.com> 

References: <3627721D.BD0ED383@aol.com> 
NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (X11; I; Linux 2.0.33 i586) 


Omar Metwally wrote: 


Hey guys, I'm really new to Yaroze, and I saw Ira Rainey and Scott 
Campbell's awesome, not to mention popular, tutorials. I tried using 
their code to put a sprite that I made on-screen. I got a black screen, 
so I asked Scott. He said that I would have to position the Sprite 
correctly using TIMtool, so I did, and I STILL get a blank screen. 
Please, someone tell me what's wrong. I'm guessing that if I change the 
sprite, I have to change the code. If this is the case, please email me 
at Metwally7@aol.com 


VVVVVVV VV 


Sounds like the first big mistake (tm) that I made. In the GsSPRITE 
struct, have you set the r,g and b values to anything? If they are 0, 
then the brightness of the sprite is set to BLACK, so you won't get 
anything! Make sure you initialize those values to 128. If that's not 
it, reply again. 


Good luck, 

Craig 

—-MESSAGE FILE 18802 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000418 


—--MESSAGE FILE 18803 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000419 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: I still can't put an 8-bit sprite on screen 

Date: Fri, 16 Oct 1998 11:16:56 -0700 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36278D98.7A79467F@aol.com> 

NNTP-Posting-Host: 200-123-121.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Craig, Nope, It's already set to 128 and it still doesn't work. I get a 
"The PlayStation has generated a Bus Error on Data Load exception at 
instruction address 0x800229e8." when I try to run it. Any other 
ideas? 


—-MESSAGE FILE 18803 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000419 


—-MESSAGE FILE 18804 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000420 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Tenchi <tenchi@cisco.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Putting 8-bit Sprites on-screen 

Date: Fri, 16 Oct 1998 11:50:15 -0700 

Organization: 

Lines: 29 

Message-ID: <36279566.617A386D@cisco.com> 

References: <3627721D.BDOED383@aol.com> <36274EDA.7286C15C@cobite.com> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 
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Make sure that you also: 


- have positioned the CLUT properly! 
- set the attribute flags to the correct TIM type 


Good luck, 
-e! 


Craig Venz wrote: 
Omar Metwally wrote: 


Hey guys, I'm really new to Yaroze, and I saw Ira Rainey and Scott 
Campbell's awesome, not to mention popular, tutorials. I tried using 


so I asked Scott. He said that I would have to position the Sprite 
correctly using TIMtool, so I did, and I STILL get a blank screen. 


VVVVVVV VV 


at Metwally7@aol.com 


Sounds like the first big mistake (tm) that I made. In the GsSPRITE 
struct, have you set the r,g and b values to anything? If they are 0, 
then the brightness of the sprite is set to BLACK, so you won't get 
anything! Make sure you initialize those values to 128. If that's not 
it, reply again. 


Good luck, 
Craig 


VVVVVVVVVVVVVV VV VV VV 


their code to put a sprite that I made on-screen. I got a black screen, 


Please, someone tell me what's wrong. I'm guessing that if I change the 
sprite, I have to change the code. If this is the case, please email me 


12704 


-—-MESSAGE FILE 18804 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000420 


—--MESSAGE FILE 18805 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000421 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Colosi <colosi@loudoun.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: GsBG Object 

Date: Sat, 17 Oct 1998 18:25:11 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36291947.A122E1D@loudoun. com> 
NNTP-Posting-Host: external-modem-1-248.loudoun.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I am new to the Yaroze and I am having a little trouble with the BG 
object. I have populated two GsCELLs and loaded them into a GsMAP. 

Then I put the GsMAP into a GsBG. I ran ran the routine to initialize 
the workarea and pass that into the GsSortFixBgl6 routine. This last 
one send a bus error on data load. My cells are 16x16 and i think I am 
populating my objects correctly. I have made sure that the images load 
because I put them into a sprite and they are fine. Does anyone know 
why I'd be getting this error. Is there any EXAMPLE CODE I could see. 
Some sample source code would really be ideal. But anything would help. 


Thanks 
John 


—-MESSAGE FILE 18805 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000421 


——MESSAGE FILE 18806 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000422 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Documentation error 
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Date: Sun, 18 Oct 1998 09:12:00 -0400 

Organization: Identical Software 

Lines: 6 

Message-ID: <3629E920.49B18DD3@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Is there someone in particular we should email about documentation 
errors? The file format documentation has an error concerning the tim 
format. In the flag field bit 3 determines if a clut exists or not. 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 18806 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000422 


—-MESSAGE FILE 18807 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000423 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: GsBG Object 

Date: Sun, 18 Oct 1998 12:58:19 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <70d64jSalr12@scea> 

References: <36291947.A122E1D@loudoun.com> 

NNTP-Posting-Host: sud-tcsl-port60.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Check here http://www.scea.sony.com/net/yaroze/demos/scee/index.html for the 
file chap7.zip 


All of these chapters are good... But 7 is the one you are looking for... 
Later 


Steve Tolin 


Colosi wrote in message <36291947.A122E1D@loudoun.com>... 

>I am new to the Yaroze and I am having a little trouble with the BG 
>object. I have populated two GsCELLs and loaded them into a GsMAP. 
>Then I put the GsMAP into a GsBG. I ran ran the routine to initialize 
>the workarea and pass that into the GsSortFixBg1l6 routine. This last 
>one send a bus error on data load. My cells are 16x16 and i think I am 
>populating my objects correctly. I have made sure that the images load 
>because I put them into a sprite and they are fine. Does anyone know 
>why I'd be getting this error. Is there any EXAMPLE CODE I could see. 
>Some sample source code would really be ideal. But anything would help. 
> 

>Thanks 

>John 

> 


—-MESSAGE FILE 18807 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000423 


—-MESSAGE FILE 18808 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000424 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: inside Ordering Tables 

Date: Sun, 25 Oct 1998 03:22:37 -0800 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 32 

Message-ID: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:424 scea.yaroze.pr 
ogramming.3d_graphics:302 scee.yaroze.programming.2d_graphics:668 scee.yaroze.progra 
mming.3d_graphics: 960 


hi! 


this is a question regarding how ordering tables work. It seems that a bit 
of information is given on the green book but not as much as one would like. 


By reading the green book I understand that: 
-An ordering table is just an array of GsOT_TAG 
-A GsOT_TAG is a structure made up by: 

unsigned p : 24 

unsigned char num : 8 
the book says p is the OT ring pointer..... what is an OT ring pointer? it 
would seem that this is actually pointing to a list of packets, but I can't 
understand exactly how. 


the book doesn't even explain what num is, and it is certainly beyond me. 


could someone kindly explain with a bit more detail all these things? 


also don't forget: 

—How does it know how many packets there are in a given GsOT_TAG ? 

-Why the need to have different packets in different GSOT_TAG ? why just 
not shove them all to the same one. 


okay thanks a lot. 


angel sastre 
aka 
reboot / incognita 


—-MESSAGE FILE 18808 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000424 


—-MESSAGE FILE 18809 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000425 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 00:21:29 -0500 

Organization: Ed Federmeyer 

Lines: 58 

Message-ID: <70ubsd$dnql16@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:425 scea.yaroze.pr 
ogramming.3d_graphics:303 scee.yaroze.programming.2d_graphics:669 scee.yaroze.progra 
mming.3d_graphics: 961 


Angel Sastre wrote in message <70u292S$5iq5@chuka.playstation.co.uk>... 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would 
like. 


I think the biggest problem you are going to face is that the 'TMD' format 
is specced out (not the printed manuals, look in the Web page for the 
"file formats" document and get that (along with Adobe Acrobat, to read the 
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-PDF format doc, if you don't already have Acrobat). 


You can then give these 'TMD' format objects to the Yaroze library and it 
will translate all the coords and all that and create "packets" that gets 
put into the Ordering Tables.... You can use DOS/Macintosh tools to 
create "TMD" format objects or you can create the TMD objects dynamically 
at runtime for fine control over the TMD, and to deform it in real-time. 


The "Packets" are the actual hardware drawing commands that tell the 
GPU to draw your primitives (triangles, lines, whatever) into the frame 
buffer. 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! £=) 


So, even if you do all your own coord conversions, it's kinda all for 
nothing, 
since you can't directly create the drawing commands (packets). 


Now, if someone can please tell me I'm wrong and point us to a solution, 
that would be very cool! :-) 


>also don't forget: 

>-How does it know how many packets there are in a given GsOT_TAG ? 

>-Why the need to have different packets in different GSOT_TAG ? why just 
>not shove them all to the same one. 


I think "one OT_TAG" equals "one packet", and are used by the library 
routines 

to keep the primitives sorted properly. The packets themselves are created 
into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

define that space, the *average* size of a packet is 24 bytes, but simpler 
primitives (single color lines) are smaller than complex ones (shaded, 
textured 

quads for example). I'm guessing that the final "draw" of the OT actually 
goes 

through the PACKET area and makes all those packets presentable to the 

GPU and tells the GPU to actually get to work on the packets. 


(Again, corrections are very welcome! :-) 
EdF 


—-MESSAGE FILE 18809 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000425 


——MESSAGE FILE 18810 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000426 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 17:34:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <70vk76S5iq6@chuka.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnql16@scea> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:426 scea.yaroze.pr 
ogramming.3d_graphics:304 scee.yaroze.programming.2d_graphics:670 scee.yaroze.progra 
mming.3d_graphics: 963 


hi! 


Net Yaroze newsgroups message dump.txt Page 12708 


yeah, i know you can do dynamic TMDs, but since i am trying to port an 
already-done 3dengine this doesn't fit in very well. I suppose lots of 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! z=) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 
angel sastre 

aka 


reboot / incognita 


ams50@bton.ac.uk 
rbt00@hotmail.com 


—-MESSAGE FILE 18810 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000426 


—--MESSAGE FILE 18811 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000427 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 18:19:31 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <36346a9b.10414852@205.149.189.29> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:427 scea.yaroze.pr 
ogramming.3d_graphics:305 scee.yaroze.programming.2d_graphics:671 scee.yaroze.progra 
mming.3d_graphics: 964 


On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 
wrote: 


>hi! 

> 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would like. 
> 

>By reading the green book I understand that: 

> 

>-An ordering table is just an array of GsOT_TAG 

>-A GsOT_TAG is a structure made up by: 


> unsigned p : 24 

> unsigned char num : 8 

> 

>the book says p is the OT ring pointer..... what is an OT ring pointer? it 


>would seem that this is actually pointing to a list of packets, but I can't 
>understand exactly how. 


My book says that p is the least significant 24 bits of a pointer to 
the next item in the list (OxFFFFFF is the end of the list). 


>the book doesn't even explain what num is, and it is certainly beyond me. 


Again, my book says that num is the number of words in the current GPU 
packet. 


That should answer your other questions. 


Mario 
—-MESSAGE FILE 18811 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000427 


——MESSAGE FILE 18812 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000428 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3d objects 

Date: Sun, 25 Oct 1998 14:43:56 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <70vvn2Seegl@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: resnet192-20.resnet.buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE Մ4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:428 scea.yaroze.pr 
ogramming.3d_graphics:306 scee.yaroze.programming.2d_graphics:672 scee.yaroze.progra 
mming.3d_graphics: 965 


hi, 


Net Yaroze newsgroups message dump.txt Page 12710 


i was wondering if anyone can help, 

most times when i make a 3d object in 3d-studios max and convert it to ps 
format, it comes out transparent or something, it seems like some faces of 
the polygons are see through, 

any sugestions???? 


thanks, 
DJINN 


—-MESSAGE FILE 18812 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000428 


——MESSAGE FILE 18813 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000429 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Sun, 25 Oct 1998 21:52:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36339D87.1C574F04@cthullu.freeserve.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:429 scea.yaroze.pr 
ogramming.3d_graphics:308 scee.yaroze.programming.2d_graphics:673 scee.yaroze.progra 
mming.3d_graphics: 967 


THE DJINN wrote: 


> hi, 

> i was wondering if anyone can help, 

> most times when i make a 3d object in 3d-studios max and convert it to ps 
> format, it comes out transparent or something, it seems like some faces of 
> the polygons are see through, 

> any sugestions???? 

> 

> thanks, 

> DJINN 


Good old 3DS MAX is cack handed i.e. you need to specify -back on the dxf2rsd 
conversion (or whatever). This will put the normals the correct way around 
and so make the back face culling routines in the 3d libraries work correctly, 
so you will see only the correct polygons. 


Good luck 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 18813 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000429 


—-MESSAGE FILE 18814 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000430 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CD of SCEI/SCEA sites ? 

Date: Mon, 27 Apr 1998 07:28:13 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <1d84vb7.sqf6k917u3ynuN@al-88-136.al.nl> 

References: <6i07d0Sb020@chuka.playstation.co.uk> <1d84a44.acvqvqpci5hkN@al-88-136.a 
1ոն» 

NNTP-Posting-Host: 81-88-136.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


The CD we want is a CD with lots of demo's, games and source-codes from 
the sites. Do remember that Japanese projects are almost never in 
English so I don't know about that. I just want to know the opinion of 
others. 


DEnnis.. 
—-MESSAGE FILE 2006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00709 


-—-MESSAGE FILE 2007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000710 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: mailing lists 
Date: Wed, 29 Apr 1998 05:28:21 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <35469E55.A55E0C15@hotmail.com> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseillel-132.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


What do you think about yaroze-dedicated mailing lists ? 


Personnally, I can't see why people would post to such a list rather 
than to the newsgroups. Moreover, I'm afraid that if discussions are not 
kept in one common place (and the newsgroups should be that primary 
place), some people might miss something, and some topics may be 
discussed twice without progress. 


For instance, there's been a discussion about appliances for the full 
dev kit on a list. I was really interested in this topic, but could have 
missed it if I hadn't subscribed. Now, if someone posts about the same 


topic on the newsgroups : 1) he'll start from zero, missing what's been 
said in the list, and 2) anyone who ever discussed the topic in the 
mailing list will be too lazy to repeat what was said. 


There's also been a discussion about whether to build up those mailing 
lists or not ; as it seems that people who didn't subscribe may have an 
interesting opinion about that, I'm starting it here too. (In fact, I 
guess that anyone who reads the newsgroups subscribed !) 


As I have no previous experience of mailing lists, I might have 
misunderstood something, if this is true please tell me. 


-—-MESSAGE FILE 2007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00710 


—-MESSAGE FILE 2008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000711 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: * TEAM BLACK * 

Date: Wed, 29 Apr 1998 08:32:14 +0200 
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Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 21:55:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36339E45.A4A5493E@cthullu.freeserve.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <36346a9b.10414852@205.149.189.29> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:430 scea.yaroze.pr 
ogramming.3d_graphics:309 scee.yaroze.programming.2d_graphics:674 scee.yaroze.progra 
mming.3d_graphics: 968 


Mario Perdue wrote: 


>would seem that this is actually pointing to a list of packets, but I can't 
>understand exactly how. 


> On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 

> wrote: 

> 

> >hi! 

>> 

> >this is a question regarding how ordering tables work. It seems that a bit 
> >of information is given on the green book but not as much as one would like. 
>> 

> >By reading the green book I understand that: 

>> 

> >-An ordering table is just an array of GsOT_TAG 

> >-A GsOT_TAG is a structure made up by: 

>> unsigned p : 24 

> > unsigned char num : 8 

>> 

> >the book says p is the OT ring pointer..... what is an OT ring pointer? it 

> 

> 


The OT_TAG structure (which is equivalent to a long), is a linked list of GPU 
packets to draw e.g. it is the display list for the playstation to process and 
draw into the draw buffer. 


It is a linked list so that the drawing ordering can be determined e.g. 
back-front for z-ordering. 


As it happens each entry in the ordering table (read that as a z value) can have 
multiple entries and the packets get linked to each other to preserve the linked 
list nature. 


Hope this helps, not sure what you can do with this information except try to 
play around. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 18814 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000430 


——MESSAGE FILE 18815 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000431 

Path: chuka.playstation.co.uk!news 

From: "Robert Swan" <yod1l0@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 
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Date: 25 Oct 1998 23:23:56 GMT 

Organization: UUNET 

Lines: 30 

Message-ID: <01be006eS$44248840Sbc4f95c1l@default> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnql16@scea> 
NNTP-Posting-Host: userm646.uk.uudial.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:431 scea.yaroze.pr 
ogramming.3d_graphics:311 scee.yaroze.programming.2d_graphics:675 scee.yaroze.progra 
mming.3d_graphics:970 


rsl108@mdx.ac.uk 
www.netyaroze-europe.com/~middex2 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in article 
<70ubsdS$dnql6@scea>... 

> The big "problem" is that the format of the packets is not 
disclosed by 

> Sony. Apparently, its even a big pain for "Pro" developers... 
> products!! z=) 

> 

> So, even if you do all your own coord conversions, it's kinda all 
fort 

> nothing, 

> since you can't directly create the drawing commands (packets). 


I thought this was discussed sort of earlier. If we want to we can 
hack apart what goes into the otable and simply work out each 
primitive. (I mean, it isnt hard to work out what goes into drawing a 
line?) There are other issues, such as messing around with the 
workbase reference thingy (!) which would lead to corruption of 
packets if you added your own primitives to the otable then did some 
GsSorting or the other way around. Im working on something nice for 
James' demo competition, so Ill see if I can get around it (seeing as 
if I cant I cant do what I want) 


Robert Swan 

rs108@mdx.ac.uk 

~middex2 

--MESSAGE FILE 18815 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000431 


—-MESSAGE FILE 18816 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000432 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Mon, 26 Oct 1998 08:28:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <363432C1.1B179BlA@scee.sony.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:432 scea.yaroze.pr 
ogramming.3d_graphics:312 scee.yaroze.programming.2d_graphics:676 scee.yaroze.progra 
mming.3d_graphics:971 


There's a whole lot of into about this in the Yaroze Programming FAQ. 

On the SCEE website, go to New Members, then click on the link to see the FAQ. 
You don't really need to know how they work, but the explanation is there to 
help you better determine the size of the OT that you need. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


You are so complex that you don't always respond to danger. 
—-MESSAGE FILE 18816 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000432 


—--MESSAGE FILE 18817 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000433 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Mon, 26 Oct 1998 18:10:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3634bb05.4605867@news.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: host5-99-46-34.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:433 scea.yaroze.pr 
ogramming.3d_graphics:314 scee.yaroze.programming.2d_graphics:677 scee.yaroze.progra 
mming.3d_graphics:972 


On Sun, 25 Oct 1998 14:43:56 -0500, "THE DJINN" <ghost909@yahoo.com> 
wrote: 


>hi, 

>i was wondering if anyone can help, 

>most times when i make a 3d object in 3d-studios max and convert it to ps 
>format, it comes out transparent or something, it seems like some faces of 
>the polygons are see through, 

>any sugestions???? 

> 

>thanks, 

>DJINN 

> 


Hi, 


In DXF2RSDW, choose 'Back-face' or 'Double' in the 'Polygon 
attribute'. 


BTW Djinn means a being made of smokeless fire, does it not? 
Safe! 


Tanvir Khan 
Emag Design 


2bad@lineone.net 


—-MESSAGE FILE 18817 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000433 


——MESSAGE FILE 18818 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000434 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Tue, 27 Oct 1998 00:26:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <363583CC.FC3@dial.pipex.com> 
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References: <70u292S$5iq5@chuka.playstation.co.uk> <70ubsd$dnql6@scea> <70vk76S5iq6@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: usero378.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:434 scea.yaroze.pr 
ogramming.3d_graphics:315 scee.yaroze.programming.2d_graphics:680 scee.yaroze.progra 
mming.3d_graphics: 973 


Angel Sastre wrote: 
hi! 
yeah, i know you can do dynamic TMDs, but since i am trying to port an 


already-done 3dengine this doesn't fit in very well. I suppose lots օք 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! էՀ) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 
angel sastre 


aka 
reboot / incognita 


VN V N N N N NV VY V NV NV V U V V VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


ams50@bton.ac.uk 
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> rbtd00@hotmail.com 


I think the guy you should be talking to is Scott Evans ( Mr CodeMasters :) 
He's put together a natty primitives library which he let me look at 

a couple of months ago. It lets you individually sort in *every* primitive 
the GPU supports, using a familiar GsSort??? function call. I guess this 
would be ideal if you're wanting to do your own 3D engine! 


Scott did say he was going to put the lib on his homepage but he's been 
kinda quiet on the NY scene lately - too busy at work, I guess! 


Cheers, 


-Chris 
--MESSAGE FILE 18818 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000434 


——MESSAGE FILE 18819 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000435 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: back ground 

Date: Thu, 29 Oct 1998 11:59:31 -0500 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <7la61liS$fo053@scea> 

NNTP-Posting-Host: resnet192-20.resnet .buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 


hi, 
does anybody know of a good tutorial or demo on how to make a background? 
-Djinn 


--MESSAGE FILE 18819 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000435 


——MESSAGE FILE 18820 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000436 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Thu, 29 Oct 1998 17:44:50 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3638A992.C404380A@writeme.com> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnq1l6@scea> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:436 scea.yaroze.pr 
ogramming.3d_graphics:319 scee.yaroze.programming.2d_graphics:687 scee.yaroze.progra 
mming.3d_graphics: 981 


Ed Federmeyer wrote: 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! էՀ) 


V V V V V V 


I think they're cautious (over-cautious) about keeping everything compatible 
with future driver revisions. Since OTs are generated by the GsSort commands, 
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there is this insulating layer between the programmer and the hardware 
execution level. Its a bit of a shame, because it's fairly obvious that a lot 
of CPU time is being leaked when replicating the structures, but I guess that's 
the reason... 


James (~mrfrosty) 


—-MESSAGE FILE 18820 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000436 


—-MESSAGE FILE 18821 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000437 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: laser-firing function 

Date: Sun, 29 Nov 1998 13:23:39 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3661BB5B.FFCOEB79@aol.com> 

NNTP-Posting-Host: 207-246-127.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


i need a simple laser-firing function. i tried to use Nick F's Amateur 
Wars, but that was really complicated (i'd have to change my WHOLE 
control scheme). if someone could write out a simple function which 


make a laser fire in the direction it was fired, that would be great. 
if not, please direct me to somone's code which could help me do that. 
thanks. 


:-) 
Metwally7@aol.com 


—-MESSAGE FILE 18821 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000437 


—-MESSAGE FILE 18822 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000438 

Path: chuka.playstation.co.uk!scea!prol1-144.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: laser-firing function 

Date: Tue, 01 Dec 1998 22:55:00 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 16 

Message-ID: <developer-0112982255000001@pro1-144.barrie.connex.net> 
References: <3661BB5B.FFCOEB79@aol.com> 

NNTP-Posting-Host: prol-144.barrie.connex.net 


In article <3661BB5B.FFCOEB79@aol.com>, Omar Metwally <Metwally7/@aol.com> wrote: 
> i need a simple laser-firing function. i tried to use Nick F's Amateur 

> Wars, but that was really complicated (i'd have to change my WHOLE 

> control scheme). if someone could write out a simple function which 

> make a laser fire in the direction it was fired, that would be great. 
> 
> 
> 


if not, please direct me to somone's code which could help me do that. 
thanks. 
Metwally7@aol.com 


Omar, could you be a bit more specific? 

Are you making a 3D game or a Side Scroller? 

It is kind of a "Point A to Point B" thing. But there are MANY many ways 
of doing it. 


-sean 
--MESSAGE FILE 18822 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
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2d_graphics/00000438 


—-MESSAGE FILE 18823 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000439 

Path: chuka.playstation.co.uk!scea!prol1-144.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: laser-firing function 

Date: Tue, 01 Dec 1998 23:01:08 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <developer—0112982301080001@pro1-144 .barrie.connex.net> 

References: <3661BB5B.FFCOEB79@aol.com> <developer—0112982255000001@pro1-144.barrie. 
connex.net> 

NNTP-Posting-Host: prol-144.barrie.connex.net 


In article <developer-0112982255000001@pro1-144.barrie.connex.net>, 
developer@woodentulip.com (Sean Kennedy) wrote: 


i need a simple laser-firing function. i tried to use Nick F's Amateur 
Wars, but that was really complicated (i'd have to change my WHOLE 
control scheme). if someone could write out a simple function which 
make a laser fire in the direction it was fired, that would be great. 


V V V V 


Omar, could you be a bit more specific? 

Are you making a 3D game or a Side Scroller? 

It is kind of a "Point A to Point B" thing. But there are MANY many ways 
of doing it. 

-sean 


VVVVVVVV VV 


Note to self, This is a 2d graphics newsgroup.. 


Actually, the same applies. Except for the "Perspective Z-sort". 
What I am asking is whether the game is a Side Scroller or a "2D and 8 
half" animated game? 


-sean 
--MESSAGE FILE 18823 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000439 


——MESSAGE FILE 18824 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000440 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "jaleco" <jaleco@tpts6.seed.net.tw> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: info about fntprint 

Date: Wed, 16 Dec 1998 15:46:10 +0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <75705f$9ae9@scea> 

NNTP-Posting-Host: h241.s128.ts32.hinet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


hi,all 
I just read demo program 
FntPrint (fnt_id[6]," ~cO90MOUSE Nn "); 
where I can find info about the special control ,eq ~c090 


bye 


--MESSAGE FILE 18824 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000440 


——MESSAGE FILE 18825 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000441 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 
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Subject: Re: info about fntprint 

Date: Wed, 16 Dec 1998 19:45:19 +0000 
Organization: Sony Computer Entertainment Europe 
Lines: 19 

Message-ID: <36780DCF.FCE75986@scee.sony.co.uk> 
References: <75705f£$9ae9@scea> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


jaleco wrote: 


> 

> hi,all 

> I just read demo program 

> FntPrint (fnt_id[6]," ~cO90MOUSE Լո Տ)» 

> where I can find info about the special control , զ ~c090 


The FAQ off the New Members page has some information about it. Bascially, it's a co 
lour changer. 
It's the only special character sequence available. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Microwave: Signal from a friendly micro. 


—-MESSAGE FILE 18825 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000441 


—-MESSAGE FILE 18826 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000442 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: laser-firing function 

Date: Mon, 21 Dec 1998 11:25:45 -0800 

Organization: SCEA News Server 

Lines: 55 

Message-ID: <367EA0B8.CE2A125E@aol.com> 

References: <3661BB5B.FFCOEB79@aol.com> <developer—0112982255000001@pro1-144.barrie. 
connex.net> <developer—-0112982301080001@pro1-144.barrie.connex.net> 
NNTP-Posting-Host: 205-220-54.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Sean Kennedy wrote: 


In article <developer-0112982255000001@pro1-144.barrie.connex.net>, 
developer@woodentulip.com (Sean Kennedy) wrote: 


i need a simple laser-firing function. i tried to use Nick F's Amateur 
Wars, but that was really complicated (i'd have to change my WHOLE 
control scheme). if someone could write out a simple function which 
make a laser fire in the direction it was fired, that would be great. 


MoM NEN 


Omar, could you be a bit more specific? 

Are you making a 3D game or a Side Scroller? 

It is kind of a "Point A to Point B" thing. But there are MANY many ways 
of doing it. 

-sean 


VVVVVVVVVVVV VV 
VVVVVVVVVV 


Net Yaroze newsgroups message dump.txt Page 12719 


Note to self, This is a 2d graphics newsgroup.. 


Actually, the same applies. Except for the "Perspective Z-sort". 
What I am asking is whether the game is a Side Scroller or a "2D anda 
half" animated game? 


VVVVVVV 


-sean 
Sean Kennedy wrote: 


In article <developer-0112982255000001@prol-144.barrie.connex.net>, 
developer@woodentulip.com (Sean Kennedy) wrote: 


i need a simple laser-firing function. i tried to use Nick F's Amateur 
Wars, but that was really complicated (i'd have to change my WHOLE 
control scheme). if someone could write out a simple function which 
make a laser fire in the direction it was fired, that would be great. 


V V V V 


Omar, could you be a bit more specific? 

Are you making a 3D game or a Side Scroller? 

It is kind of a "Point A to Point B" thing. But there are MANY many ways 
of doing it. 

-sean 


VVVVVVVVVV 


Note to self, This is a 2d graphics newsgroup.. 


Actually, the same applies. Except for the "Perspective Z-sort". 
What I am asking is whether the game is a Side Scroller or a "2D anda 
half" animated game? 


VVVVVVVVVVVVVVV VV VV VV 


Sean 


Actually, it's a plain 2-D game. I want to have this vehicle which emits a 
laser from the tip of it--if you've ever played "Amateur Wars" by Nick F you'll 
know what I mean. The laser keeps traveling until it hits something. Thanks 
77) 


—-MESSAGE FILE 18826 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000442 


—--MESSAGE FILE 18827 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000443 

Path: chuka.playstation.co.uk!scea!prol1-130.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: laser-firing function 

Date: Wed, 23 Dec 1998 00:25:54 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 18 

Message-ID: <developer-2312980025540001@prol1-130.barrie.connex.net> 

References: <3661BB5B.FFCOEB79@aol.com> <developer—0112982255000001@pro1-144.barrie. 
connex.net> <developer-—0112982301080001@pro1-144 .barrie.connex.net> <367EA0B8.CE2A12 
5E@aol.com> 

NNTP-Posting-Host: prol1-130.barrie.connex.net 


> 

> Actually, it's a plain 2-D game. I want to have this vehicle which emits a 
> laser from the tip of it--if you've ever played "Amateur Wars" by Nick F 
you'll 


> know what I mean. The laser keeps traveling until it hits something. Thanks 
Տ :-) 


Ah, let me get my "GameBoy Developer Handbook Database" from work. 
I'll get back you you with some code snippets that you can look at, and 


then decide on how you would implement them. it is for the GB, whish is 
still the best system for 2D side Scroller/All Scroller. 


I'll try and dig it up. 


-ttfn 
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-sean. 
--MESSAGE FILE 18827 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000443 


——MESSAGE FILE 18828 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000444 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: “Jamin Frederick" <jaminl@psu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: cd.c 

Date: Mon, 4 Jan 1999 14:44:58 -0800 

Organization: SCEA News Server 

Lines: 333 

Message-ID: <76r57s$jm41@scea> 

NNTP-Posting-Host: dialup260-pri.voicenet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-Mimeole: Produced By Microsoft MimeOLE V4.72.3110.3 


// Collision Detection Algorithm 
// by Jamin Frederick (jaminl@psu.edu) 
// http://www.cse.psu.edu/~frederic 


//Freely Distributable (under Yaroze license) 

//Let me know if this is of use to you! 

// 

//CD.C 

//implementation of 8-bit pixel-by-pixel sprite collision detection 


// 


#include <libps.h> 
#include "cd.h" 


// 


int CollisionDetect (GSSPRITE* pSpritePtrA, GSSPRITE* pSpritePtrB, 
GsIMAGE* pImagePtrA, GSIMAGE* pImagePtrB, unsigned char* pHitAu, 
unsigned char* pHitAv, unsigned char* pHitBu, unsigned char* pHitBv) 
{ 

// 

def. 

// 


են (this illustration is a particular case) 


// (axl,ay1) 
// + + 


// <sprite a> 
են (in world) 


If (ax2,ay2) 


// <sprite b> 


// + + 
// (bx2,by2) 


են (0,0) [w.r.t. sprite a's (u,v) coords] 
// + + 
// | | 
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Organization: Debri Productions 

Lines: 4 

Message-ID: <1d88nn5.1lvu95jelq4rr0gN@al-88-124.al.nl1> 
NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


We are looking for opinions to see how we can improve the membership. If 
there is something you would like to see different, just tell us! 


www.netyaroze-europe.com/~madmac 
—-MESSAGE FILE 2008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00711 


-—-MESSAGE FILE 2009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000712 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Wed, 29 Apr 1998 08:52:08 +0200 

Organization: Debri Productions 

Lines: 57 

Message-ID: <1d88nrm.ldw7elx140kb0rN@al-88-124.a1.nl1> 
References: <35469E55.A55E0C15@hotmail.com> 
NNTP-Posting-Host: al-88-11l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


What do you think about yaroze-dedicated mailing lists ? 


Personnally, I can't see why people would post to such a list rather 
than to the newsgroups. Moreover, I'm afraid that if discussions are not 
kept in one common place (and the newsgroups should be that primary 
place), some people might miss something, and some topics may be 
discussed twice without progress. 


VV VV V V V 


As said before the mailinglists are not realy active. And laid Defore 
to, it's always the same members that use the newsgroups. I do think the 
mailinglists are a good idea for those members that do want to be active 
in discusions. 

To many mailinglist are not a real good idea I think, but if there are a 
few, or just one at the moment (I think), thats just good. I do think 
that everybody must know about this list so that it's not like, the 
members that want to join in but just don't know it excists or don't 
know where. 


For instance, there's been a discussion about appliances for the full 
dev kit on a list. I was really interested in this topic, but could have 
missed it if I hadn't subscribed. Now, if someone posts about the same 
topic on the newsgroups : 1) he'll start from zero, missing what's been 
said in the list, and 2) anyone who ever discussed the topic in the 
mailing list will be too lazy to repeat what was said. 


VVVVVV 


Maybe, but like you see... I also gave a reply on the mailing-list to 
this and I repeat it now on the newsgroups to. So not al members think 
like that. And if the newsgroup-readers want such a discussion, why not 
have more discussions? I don't think that is a bad thing. There are a 
lot of members that never go to the newsgroups or can't even get it to 
work proper. For them is the mailinglist a great thing. And, a 
mailinglist is much more active becouse you check your mail anyhow, not 
everybody checks the newsgroups as much as their mail, so the 
mailinglist is much quicker. 


There's also been a discussion about whether to build up those mailing 
lists or not ; as it seems that people who didn't subscribe may have an 
interesting opinion about that, I'm starting it here too. (In fact, I 
guess that anyone who reads the newsgroups subscribed !) 


V V V V 


I think you have a real good point on that last, so what is the prob? 


> As I have no previous experience of mailing lists, I might have 
> misunderstood something, if this is true please tell me. 
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// sprite a 
// ah (in main mem) 


// (aul,av1) 


// aw 


// (bul,bv1) = (0,0) [w.r.t. sprite b's (u,v) coords] 


7: (bu2,bv2) sprite b 
// bh (in main mem) 


// (bw-1,bh-1) 
// bw 


// Assumptions: 
են 1) both sprites are 8-bit 


// 2) TIM images (sprite pixel and clut data) still 
// maintained in main memory; parameter GsIMAGE 
// structs contain this information if previosly 
// used with GsGetTimInfo() 


// 3) uses (x,y) position inside GsSPRITE structs as world 

Lit coords; hence the collision is based on what you'd 

// see on-screen, so be sure to update your GSSPRITES' (x,y) 
Lal, values before calling this function 


// Return Values: 


// 

// 1) return: collision (TRUE) or non-collision (FALSE) 

// 

// 2) parameters: the (u,v) coords within each sprite image 
// corresponding to the first mutually non-black pixel 
// detected; on-screen, this is the first intersected 

// non-black pixel found of the two sprites; this pixel 
// is naturally inside the calculated intersection rects 
// 

// Comments: 

// 

// 1) all variables declared static to reduce stack overhead 
// in case this function is called frequently 

// 

են 2) users օք this function may NULL out return parameters if 
Ld they're not needed 

// 

// 2) probably could be optimized 

// 

// 3) may be changed to include 4-bit or 16-bit sprites; 

// I chose 8-bit to reduce the logic processing of 

// different compressions, and I figured that most 

// people use 8-bit sprites for most collision detection 
// purposes anyway 

// 

// 


//table to store possible transparent-black clut entries; 
// one allocated for each sprite 
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static int 1ClutTableA[256]; 
static int 1ClutTableB[256]; 


//count of transparent-black clut entries for each 
// corresponding sprite 

static int 1BlackCntA; 

static int 1BlackCntB; 


//32-bit memory pointers for byte indexing 
static ulong* 1MemPtrA; 
static ulong* 1MemPtrB; 


//offset pixel byte (8 bits) into 32-bit pointers 
static int 1MemShiftA; 
static int 1l1MemShiftB; 


//width and height of sprite a and sprite b 
static int aw; 
static int ah; 
static int bw; 
static int bh; 


//intersect horizontal and vertical offsets 
static int ox; 
static int oy; 


/* NOT USED 

//intersect width and height 
static int isw; 

static int ish; 


*/ 


//(center-translated) world rectangle (x,y) of sprite a 


static int axl; 
static int ayl; 
static int ax2; 
static int ay2; 


//(center-translated) world rectangle (x,y) of sprite b 


static int bxl; 
static int byl; 
static int bx2; 
static int by2; 


//sprite a's memory (u,v) intersect rectangle 
static int aul; 
static int avl; 
static int au2; 
static int av2; 


//sprite b's memory (u,v) intersect rectangle 
static int bul; 
static int bvl; 
static int bu2; 
static int bv2; 


//indices for pixel-by-pixel comparison of resultant 
static int ay; 
static int by; 
static int ax; 
static int bx; 


//index 
static int i; 


//calculate (center-translated) world rectangle (x,y) 
axl = pSpritePtrA->x - pSpritePtrA-—>mx; 

ayl pSpritePtrA->y - pSpritePtrA->my; 

ax2 = axl + pSpritePtrA->w - 1; 

ay2 ayl + pSpritePtrA->h - 1; 


//calculate (center-translated) world rectangle (x,y) 
bx1 = pSpritePtrB->x - pSpritePtrB->mx; 


of sprite a 


of sprite b 
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byl = pSpritePtrB->y - pSpritePtrB->my; 
bx2 = bxl + pSpritePtrB->w - 1; 
by2 = byl + pSpritePtrB->h - 1; 


//bounding box test (usual case is no intersection...) 
if((axl > bx2 || bx1 > ax2) || (ayl > by2 || byl > ay2)) 
return FALSE; 


//******* bounding box intersection...now try pixel-by-pixel *****x*x*x* 


//assign widths and heights for fast calculation 
aw = pSpritePtrA->w; 
ah pSpritePtrA->h; 
bw = pSpritePtrB->w; 
bh pSpritePtrB->h; 


//calculate intersect offsets 
ox = axl + aw - bxl; 
oy Հ ayl + ah - byl; 


//calculate horizontal offsets from u=0 
aul = MAX(0, aw - ox); 

au2 = MIN(aw - 1, aw - ox + bw - 1); 
bul = MAX(0, ox - aw); 

bu2 = MIN(bw - 1, ox - 1); 


//calculate vertical offsets from v=0 
avl = MAX(0, ah - oy); 


av2 = MIN(ah - 1, ah - oy + bh - 1); 
bvl = MAX(0, oy - ah); 
bv2 = MIN(bh - 1, oy - 1); 


/* NOT USED 

//calculate intersect width and height from sprite a's u-v rect 
isw = au2 - aul + 1; 

ish = av2 - avl + 1; 


i; 
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//reset mem pointer to first clut word (each containing 2 16-bit entries) 


lMemPtrA = pImagePtrA->clut; 
1MemPtrB = pImagePtrB->clut; 
1BlackCntA = 0; 
1BlackCntB = 0; 


//record transparent-black clut entries for sprites a and b 
for(i = 0; i Հ 256; i++) 
{ 


if ((ushort) (*lMemPtrA >> 16 * (i 5 2)) == 0x0000) 
1ClutTableA[1BlackCntA++] = i; 

if ((ushort) (*lMemPtrB >> 16 * (i % 2)) == 0x0000) 
1ClutTableB[1BlackCntBt++] = i; 

1MemPtrA += i 5 2; 

1MemPtrB += 1 % 2; 


} 


//try to find a pair of corresponding pixels with non-black entries; 

// loop: scan sprite (u,v) coords vertically, top to bottom 

for(ay = pSpritePtrA->v + avl, by = pSpritePtrB->v + bvl; ay <= 
pSpritePtrA->v + av2; aytt, bytt) 


//reset pointers to beginning of horizontal scan line 
// (dividend for 8-bit pixels) 


lMemPtrA = pImagePtrA->pixel + (2 * pImagePtrA->pw * ay + 
pSpritePtrA->u + aul) / 4; 
1MemPt rB = pImagePtrB->pixel + (2 * pImagePtrB->pw * by + 


pSpritePtrB->u + bul) / 4; 
//reset offsets via modulus using total pixels before current 


// (ax,ay) and (bx,by) — for 8-bit pixels 
1MemShiftA = (2 * pImagePtrA->pw * ay + pSpritePtrA->u + aul) % 4; 
1MemShiftB = (2 * pImagePtrB->pw * by + pSpritePtrB->u + bul) % 4; 


//loop: scan sprite (u,v) coords horizontally, left to right 
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for(ax = pSpritePtrA->u + aul, bx = pSpritePtrB->u + bul; ax <= 
pSpritePtrA->u + au2; axt+, bxtt) 
{ 
//loop until any black entries have been found for sprite a's 
// current pixel (or none have been found, hence i == 1BlackCntA) 
for(i = 0; i Հ 1BlackCntA; i++) 
{ 
if((*1lMemPtrA >> 8 * 1MemShiftA & OxFF) == 1ClutTableA[i]) 
break; 


} 


//if there wasn't a black entry match for sprite a's pixel, then 
// the corresponding pixel for sprite b has to be also checked 
// for non-blackness 
if (i == 1BlackCntA) 
{ 
//loop until any black entries have been found for sprite b's 
// current pixel (or none have been found, hence i == 1BlackCntB) 
for(i = 0; i Հ 1BlackCntB; i++) 
{ 
if((*1lMemPtrB >> 8 * 1MemShiftB ե OxFF) == 1ClutTableB[i]) 
break; 
} 
//if there wasn't a black entry match for sprite b, then, since 
// sprite a also had no black entry match, there is a collision 
// on this pixel 
if (i == 1BlackCntB) 
{ 
//if the user didn't null out any parameters, fill into the 
// parms the first pixels (u,v) that intersected 


if (pHitAu != NULL ճն pHitAv != NULL && 
pHitBu != NULL && pHitBv != NULL) 
{ 
*pHitAu = (unsigned char) ax; 
*pHitAv = (unsigned char) ay; 
*pHitBu = (unsigned char) bx; 
*pHitBv = (unsigned char) by; 
} 
//collision detect! go home 
return TRUE; 
} 
} 
1MemShiftA = (1lMemShiftA + 1) % 4; 
1MemShiftB = (1lMemShiftB + 1) % 4; 


//time to increase the pointer if all the bytes at the current ulong 
// location have been "used up" 

if (1MemShiftA == 0) 

1MemPtrAt++; 

1MemShiftB == 0) 

1MemPtrB++; 


—_~ 


if 


~ 


} 
} 


//no pixels in the intersection rect had corresponding non-black entries; 
// go home with no collision detected 

return FALSE; 

} 


—-MESSAGE FILE 18828 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000444 


—-MESSAGE FILE 18829 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000445 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Lining up TIMs 

Date: Thu, 14 Jan 1999 10:30:38 -0800 

Organization: SCEA News Server 

Lines: 10 
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Message-ID: <369E37CE. 4B240B7A@vmlabs.com> 

NNTP-Posting-Host: vmlabs30.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:445 scee.yaroze.pr 
ogramming.2d_graphics: 855 


You'd think I'd know this by now having done 2D stuff since like 
forever. 


Do 4-bit TIMs need to be lined up on a word boundary in VRAM? I ask 
because I have a 14x14 sprite which had a U offset of 18 within the 
tpage. This was giving me some unexplained vertical bars on the far 
left of the rendered sprite. When I moved the TIM over so it's ona 
word boundary (U offset of 20) they went away. 


Scott 
—-MESSAGE FILE 18829 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000445 


—--MESSAGE FILE 18830 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000446 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Lining up TIMs 

Date: Fri, 15 Jan 1999 11:56:19 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <369F2CE3.D78B6935@scee.sony.co.uk> 

References: <369E37CE.4B240B7A@vmlabs.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:446 scee.yaroze.pr 
ogramming.2d_graphics: 856 


Scott Cartier wrote: 


Do 4-bit TIMs need to be lined up on a word boundary in VRAM? I ask 
because I have a 14x14 sprite which had a U offset of 18 within the 
tpage. This was giving me some unexplained vertical bars on the far 
left of the rendered sprite. When I moved the TIM over so it's ona 
word boundary (U offset of 20) they went away. 


VVVVVV 


The FAQ has some info on this. The U coordinates have to be even to get rid of the v 
ertical bars. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Who were the Beta Testers for Preparations A through G??? 
—-MESSAGE FILE 18830 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000446 


—-MESSAGE FILE 18831 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000447 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Is this possible? 

Date: Sat, 06 Feb 1999 06:46:32 GMT 

Organization: SCEA News Server 

Lines: 9 
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Message-ID: <36bbe459.2503062@news.scea.sony.com> 
NNTP-Posting-Host: tstpal-14.gate.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I usually clear the screen by calling "GsSortClear()" 

Instead of having the screen be cleared that way I want to know if I 
can decrement all the values on the entire screen to produce a fading 
afterimage. Like how on the new playstations that have the graphic 
sound scope do it when you press triangle. 


thanks, 
Jesse Palmer 


—-MESSAGE FILE 18831 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000447 


——MESSAGE FILE 18832 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000448 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Is this possible? 

Date: Fri, 05 Feb 1999 12:04:57 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36BB4EE9.9825937E@vmlabs.com> 

References: <36bbe459.2503062@news.scea.sony.com> 
NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


If you're looking to do a fade-out effect, an easier way is to sort a 
transparent rectangle over top of the whole screen. Make the RGB some 
gray value and set the transparency type to subtractive. 


Doing a read-modify-write on the entire screen might take too long. 


Scott 

> I usually clear the screen by calling "GsSortClear()" 

> Instead of having the screen be cleared that way I want to know if I 
> can decrement all the values on the entire screen to produce a fading 
> afterimage. Like how on the new playstations that have the graphic 

> sound scope do it when you press triangle. 

> 

> thanks, 

> Jesse Palmer 


—-MESSAGE FILE 18832 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000448 


—--MESSAGE FILE 18833 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000449 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Is this possible? 

Date: Sun, 07 Feb 1999 10:41:57 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <36bd6d86.3448161@news.scea.sony.com> 

References: <36bbe459.2503062@news.scea.sony.com> <36BB4EE9.9825937E@vmlabs.com> 
NNTP-Posting-Host: tstpal-115.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks, that's a great idea! I'm a beginner at the moment, I have a 
question. Is it possible to simply draw a single poly? or do you need 
to create an object then rotate,trans,project it? 
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On Fri, 05 Feb 1999 12:04:57 -0800, Scott Cartier 
<scartier@vmlabs.com> wrote: 


>If you're looking to do a fade-out effect, an easier way is to sort a 
>transparent rectangle over top of the whole screen. Make the RGB some 
>gray value and set the transparency type to subtractive. 

> 

>Doing a read-modify-write on the entire screen might take too long. 

> 

>Scott 

> 

> 

>> I usually clear the screen by calling "GsSortClear()" 

>> Instead of having the screen be cleared that way I want to know if I 
>> can decrement all the values on the entire screen to produce a fading 
>> afterimage. Like how on the new playstations that have the graphic 
>> sound scope do it when you press triangle. 

>> 

>> thanks, 

>> Jesse Palmer 
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—-MESSAGE FILE 18833 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000449 


——MESSAGE FILE 18834 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000450 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Is this possible? 

Date: Mon, 08 Feb 1999 09:41:52 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <36BF21E0.A71F99A@vmlabs.com> 


References: <36bbe459.2503062@news.scea.sony.com> <36BB4EE9.9825937E@vmlabs.com> <36 


bd6d86.3448161@news.scea.sony.com> 
NNTP-Posting-Host: vmlabs29.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


Ya got me :) 


I'm still fiddling with 2D stuff at the moment. 

Scott 

> Thanks, that's a great idea! I'm a beginner at the moment, I have a 

> question. Is it possible to simply draw a single poly? or do you need 


> to create an object then rotate,trans,project it? 


—-MESSAGE FILE 18834 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


2d_graphics/00000450 


—-MESSAGE FILE 18835 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


002d_graphics/00000451 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 


From: unmodify@gate.net (Jesse Palmer) 
Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Sprite Questions! 

Date: Tue, 09 Feb 1999 07:09:46 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36bfdd02.2566223@news.scea.sony.com> 
NNTP-Posting-Host: tstpal-13.gate.net 
X-Newsreader: Forte Free Agent 1.11/32.235 
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I'm working on spirtes at the moment and I've got some questions. 
Please tell or send me about any faq and tuts on them. I've already 
been using George Bains' tutorials. 

Also what's the best way to do an animating sprite? Does it involve 
using those (u,v) coords? 


Thanks, 

Jesse Palmer 

—-MESSAGE FILE 18835 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000451 


—--MESSAGE FILE 18836 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000452 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Is this possible? 

Date: Tue, 9 Feb 1999 13:13:14 +1300 

Organization: Sidhe Interactive 

Lines: 73 

Message-ID: <79nu4bS$ldo4@chuka.playstation.co.uk> 

References: <36bbe459.2503062@news.scea.sony.com> <36BB4EE9.9825937E@vmlabs.com> <36 
bd6d86.3448161@news.scea.sony.com> 

NNTP-Posting-Host: p28-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Jesse Palmer wrote in message <36bd6d86.3448161@news.scea.sony.com>... 
>Thanks, that's a great idea! I'm a beginner at the moment, I have a 
>question. Is it possible to simply draw a single poly? or do you need 
>to create an object then rotate,trans,project it? 


Just use a semi-trans GSBOXF (a 2d rectangle) and modify the colour values. 
See below for snippet from "Fading.." thread on 
scee.yaroze.programming.2d_graphics. 


Robert Swan wrote in message <35a51la8f.15816166@www.playstation.co.uk>... 
>On Sat, 9 May 1998 20:06:08 +0200, "Anders Clerwall" 

><omgim@swipnet.se> wrote: 

> 

>>Hi.. I've seen some fading done in many Yaroze programs.. How's it done? 
>>If I LoadImage(&pic, (u_long *)picaddr); how do I fade it up/down to/from 
>>black??? I really wanna do this.. please help! 

> 

>The answer is not to modify the image that you are LoadImage-ing, but 

>to draw a semitransparent rectangle over the top of it after it is 

>copied to screen. 

> 

>Using the GSBOXF rectangle handler (found in your Library Reference, 

>page 45) you can do the following - 

> 

>GsBOXF FadingRect; 

>u_long tTempl; 

> 

>FadingRect.x = FadingRect.y = 0; 

>// top left corner at (0,0) 

> 
>FadingRect.w = 320; 

>FadingRect.h = 240; 

>// specify width and height. This will vary depending on screen mode 
> 
>FadingRect.attribute += (1<<30) + (2<<28); 

>// (1<<30) sets it to be drawn semitransparently 

>// (2<<28) specifies the rectangle to subtract from the background 
> 

>for (tTemp1=0; tTemp1<256; tTempl++) 

> { 

> FadingRect.r = FadingRect.g = FadingRect.b = (u_char) tTempl; 

> // set the colour of the box to go from transparent to opaque 


Net Yaroze newsgroups message dump.txt Page 12729 


> GsSortBoxFill(&FadingRect, &OTableHeader[CurrentBuffer], 0); 
> // (see Lib Ref page 148) Send rectangle to ordering table at 
> // front 

> ) 

> 


>Obviously the loop wouldnt work as it is, it needs to be incorporated 
>into the screen drawing routine, so that every time the screen updates 
>the rgb members of the rectangle increase each time. When the rgb 
>values are 255 then the screen will be blank. 

> 

>Robert Swan 

>rsl08@mdx.ac.uk 

>http://www.netyaroze-europe.com/~middex2 


If you need more help feel free to email me. 


Regards 
Mario Wynands 


Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 18836 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000452 


——MESSAGE FILE 18837 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000453 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: Multiple CLUT TIMs 

Date: Thu, 22 Apr 1999 19:03:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7fnkotS$k6r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-121.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi | 


Does anybody knows a way to make TIMs with more than 1 CLUT ? 


—-MESSAGE FILE 18837 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000453 


—-MESSAGE FILE 18838 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000454 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Multiple CLUT TIMs 

Date: Thu, 22 Apr 1999 11:32:57 -0700 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <371F6B59.F5ABEA69@vmlabs.com> 

References: <7fnkotSk6r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs26.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
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X-Accept—-Language: en 
> Does anybody knows a way to make TIMs with more than 1 CLUT ? 


Hopefully some of the responses you got on the SCEE newsgroup were 
useful. Here's my take on it. 


Some of the sprites in my game use multiple CLUTs. However, rather 
than packing them into the TIM itself, I compute them at runtime. 
These new CLUTs are all generated procedurally using the original CLUT 
as a base. They could just as easily be hardcoded rather than 
procedure-based. 


I store the new CLUTs directly below the original in the VRAM. If I 
want to change a sprite's CLUT it's just a matter of altering the "cy" 
attribute in the GSSPRITE struct. 


If you really want to pack multiple CLUTs in a single TIM then I'm 
afraid I can't be much help. 


Scott 
—-MESSAGE FILE 18838 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000454 


——MESSAGE FILE 18839 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000455 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 

Subject: Cookie cutter VRAM copies. 

Date: 17 May 1999 00:48:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn7juprm.r8a.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:958 scea.yaroze.pr 
ogramming.2d_graphics:455 


Can anyone think of an efficient way to do a cookie cutter type of copy 
from a dynamically created image in VRAM? 


Drees 
DST = SRC1&MASK | SRC2&~MASK 
I realise that the STP bit can be used to do this, but because SRC1 is 


dynamically created, I can't see any way that I can set the STP bits for 
the pixels. 


I'm going to assume that DMA between VRAM and main mem is much slower than 
a similar amount of data transfer internal to VRAM, and also has the 
advantage that it won't cause system bus contention. 


Toby. 
--MESSAGE FILE 18839 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000455 


——MESSAGE FILE 18840 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000456 

Path: chuka.playstation.co.uk!news 

From: "HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: 2D auto animation library soon avaible 
Date: Wed, 28 Jul 1999 22:29:58 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7nnp5o0Soub17@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-109.infonie.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 
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Mailinglist are kind of push media, while newsgroups are in your own 
hands. This is a good thing and a bad thing, If you think it's good for 
you, take a subscription. If you don't think so, just don't subscribe. 


I do think it's nice to put your name under an article ( like you did on 
the mailinglist) 


DEnnis... 


* To get members closer to each other, join TEAM BLACK * 
* Active people sharing opinions and trying to do something about it* 


1274 


—-MESSAGE FILE 2009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00712 


—-MESSAGE FILE 2010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000713 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Wed, 29 Apr 1998 02:02:45 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6i6f16Scv04@scea> 

References: <35469E55.A55E0C15@hotmail.com> 
NNTP-Posting-Host: 209.91.128.247 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I had subscibed when I noticed the announcement just in case I was missing 
something but as it turns out just more of the same. I would much rather 
have posting here so that even new members can benefit. I also see a 
problem of keeping all the Email messages on my drive. What happens when my 
drive crashes again, where do I get them back? At least with these 
newsgroups I can go back and get what I need. 


Just my opinion. 
Steve Tolin 


pal wrote in message <35469E55.A55E0C15@hotmail.com>... 

>What do you think about yaroze-dedicated mailing lists ? 

> 

>Personnally, I can't see why people would post to such a list rather 
>than to the newsgroups. Moreover, I'm afraid that if discussions are not 
>kept in one common place (and the newsgroups should be that primary 
>place), some people might miss something, and some topics may be 
>discussed twice without progress. 
> 

>For instance, there's been a discussion about appliances for the full 
>dev kit on a list. I was really interested in this topic, but could have 
>missed it if I hadn't subscribed. Now, if someone posts about the same 


>topic on the newsgroups : 1) he'll start from zero, missing what's been 
>said in the list, and 2) anyone who ever discussed the topic in the 
>mailing list will be too lazy to repeat what was said. 

> 


>There's also been a discussion about whether to build up those mailing 
>lists or not ; as it seems that people who didn't subscribe may have an 


>interesting opinion about that, I'm starting it here too. (In fact, I 
>guess that anyone who reads the newsgroups subscribed !) 
> 


>As I have no previous experience of mailing lists, I might have 
>misunderstood something, if this is true please tell me. 

> 

> 


-—-MESSAGE FILE 2010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00713 


—-MESSAGE FILE 2011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi | 


I'm just developping a library to animate sprites easily. 
Quite usefull for beginners (and others...). 


You only call the draw function, and the sprite texture is changed 
automatically when needed. Cool, huh ? 
You can even use HUGE Tims, the tpage is recalculated when needed. 


Well, you'll see by yourself, I think it will be ready for the end of 
the week (Need to write docs, an example, speed up the code, split files 


.) 


Well, stay tuned, and expect something cool... 


—-MESSAGE FILE 18840 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000456 


——MESSAGE FILE 18841 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000457 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scea.yaroze.programming.2d_graphics 
Subject: AniMotion Library avaible 

Date: Sat, 31 Jul 1999 22:03:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7nvkn3$qsv4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-44.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Get it here : http://www.netyaroze-europe.com/~SKELET/ 


—-MESSAGE FILE 18841 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000457 


——MESSAGE FILE 18842 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000458 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: I need help with sprites ,Please Someone Help ! 

Date: Sun, 22 Aug 1999 11:00:01 -0500 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <7pm193$al81@scea> 

NNTP-Posting-Host: PPPb31-ResalePlano1-5R1069.saturn.bbn.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I need someone to show me how to take a 256*100 sprite and only allow 
64*100 to be shown on the screen and then be able to scroll around that 
256*100 sprite seeing only at 64"100 at a time 

Does anyone know how to do this ? 


—-MESSAGE FILE 18842 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000458 
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——MESSAGE FILE 18843 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000459 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: I need help with sprites ,Please Someone Help ! 
Date: Sun, 22 Aug 1999 11:44:22 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <7pndlh$8mo7@chuka.playstation.co.uk> 
References: <7pm193$al181@scea> 

NNTP-Posting-Host: p45-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Terry Arnold <kingswoo@gte.net> wrote in message news: 7pm193$al81@scea... 
> I need someone to show me how to take a 256"100 sprite and only allow 
> 64*100 to be shown on the screen and then be able to scroll around that 
> 256*100 sprite seeing only at 64*100 at a time 

> Does anyone know how to do this ? 


Hi Terry, 


Sounds like you want to do something like a scrollable map. The attributes 
of the GsSPRITE structure that you have to manipulate to achieve this are 


w, h The width and height of the sprite 
u, v The sprite pattern offset within the texture page 


If you only want 64*100 of the 256*100 texture image to be shown then you 
would set up w and h somewhere in your initialisation code something like 


64; 
100; 


sprite.w 
sprite.h 


(as well as setting up the other attributes like x, y, and all the texture 
Stuff) 


The u and v attributes will determine which part of the texture is displayed 
by the sprite on the screen, and you will have to change those to display 
the relevant section of the texture image within your game loop. Assuming 
your texture image is aligned to the top left of a texture page then your u 


attribute will range in value between 0 and 191 (255 minus 64, or roughly 
the width of the texture minus the width of your sprite) whereas your Մ 
attribute will stay constant at 0 which is the top of your texture (meaning 


you can also set up v in your initialisation code). 


So, every time you go to sort your sprite into the ordering table you'll 
need to set the u attribute to the appropriate value. You'll have a better 
idea of how to do this than me, but assuming it is a map (or something 
similar) that you are doing then all you need is something that takes the 
player world coordinates (or whatever) and turn it into a range between 0 
and 191. Maybe something like 


sprite.u = min( 191, player_x_position * 255 / width_of_level ); 
Note, if your texture image is not aligned to the top left corner of a 
texture page then you also have to take those offsets into account. 


Hope this both makes sense and helps. 


Regards 
Mario 
SIDHE INTERACTIVE 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 
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—-MESSAGE FILE 18843 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000459 


—--MESSAGE FILE 18844 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000460 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Isometric Backgrounds 

Date: Fri, 3 Dec 1999 08:26:55 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <828g81$jq4@scea> 

Reply-To: "Antony Arciuolo" <tonyl@nac.net> 

NNTP-Posting-Host: 209.166.42.130 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Are hexagonal isometric backgrounds possible? Has there been a thread on it? 
Is it worth it? 


- Tony 


—-MESSAGE FILE 18844 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000460 


——MESSAGE FILE 18845 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000461 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Parallax Scrolling 

Date: Fri, 3 Dec 1999 08:28:23 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <828gbd$jq5@scea> 

Reply-To: "Antony Arciuolo" <tonyl@nac.net> 

NNTP-Posting-Host: 209.166.42.130 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


When you create a background, you also need to define a workspace according 
to the equation in the Net Yaroze reference. 


My question is: 
If I have a 3-layer parallax scrolling background, I will have 3 GsBG 
objects, but can I reused the same workspace array? or do I really need to 


have 3 separate workspaces? 


- Tony 


—-MESSAGE FILE 18845 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000461 


—-MESSAGE FILE 18846 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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002d_graphics/00000462 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Backgrounds smaller than the visible screen 

Date: Fri, 3 Dec 1999 17:30:42 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <829fetSltul@scea> 

NNTP-Posting-Host: s40.slot2.diall.hnj.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:462 scee.yaroze.pr 
ogramming.2d_graphics:1097 


Is there a way to prevent a small GsBG map from tiling? 


What I want to do is have three GsBGs for parallax scrolling 


One will be the ground, one will be the rest of the background (a forest), 
and the last will be the mountains through the trees 


for the ground, I just want three rows of tiles across the entire width of 
my level, 

but do I need to define it with the (in 320x240 res) 12 rows of transparent 
cells? 


- Tony 


—-MESSAGE FILE 18846 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000462 


—-MESSAGE FILE 18847 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000463 

Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <"eddieharrison"@ netscape.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Sat, 04 Dec 1999 15:22:01 +0000 

Organization: 24/7 Games Design 

Lines: 27 

Message-ID: <82bbfuS4fk2@chuka.playstation.co.uk> 

References: <829fet$ltul@scea> 

NNTP-Posting-Host: tnt-2-74.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:463 scee.yaroze.pr 
ogramming.2d_graphics:1098 


Antony Arciuolo wrote: 
Is there a way to prevent a small GsBG map from tiling? 
What I want to do is have three GsBGs for parallax scrolling 


One will be the ground, one will be the rest of the background (a forest), 
and the last will be the mountains through the trees 


for the ground, I just want three rows of tiles across the entire width of 
my level, 

but do I need to define it with the (in 320x240 res) 12 rows of transparent 
cells? 


VVVVVVVVVVV VV 


- Tony 
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as far as I know (which is'nt very far) you can only have 1 GsBG map at a 
time(i am almost sure of this) . so what i would recomend is have the 
mountains and forest as scrolling sprites and the ground as a GsBG map I think 
you would have to define the other rows as transparent but i'm not sure of 
this. for a bit of help look at the tutorials in the game demos section of the 
SCEE site chapter 7 . 1 am only a beginner so this could be shit advice 

Eddie (:-) 

P.S some helps gotta be better than no help at all. 


—-MESSAGE FILE 18847 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000463 


——MESSAGE FILE 18848 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000464 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Sat, 04 Dec 1999 17:10:59 +0000 

Organization: Netcom member 

Lines: 7 

Message-ID: <38494B23.AA0A6E8F@netscapeonline.co.uk> 

References: <829fetSltul@scea> <82bbfuS4fk2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-02-56.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:464 scee.yaroze.pr 
ogramming.2d_graphics:1100 


You can have more than one BgMAP running for parallax scrolling, but I think that 
due to the limitations of the Yaroze libs, you have to use full screen BGs and have 
transparent tiles.............. 


The CHIEF 


—-MESSAGE FILE 18848 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000464 


—--MESSAGE FILE 18849 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000465 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Sat, 4 Dec 1999 17:31:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <82bi0kS4fk5@chuka.playstation.co.uk> 

References: <829fetSltul@scea> 

NNTP-Posting-Host: 212.56.122.49 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:465 scee.yaroze.pr 
ogramming.2d_graphics:1101 


Hi Tony, 


Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in message 
news: 829fetSlitul@scea... 

> Is there a way to prevent a small GsBG map from tiling? 

> 


No. 
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What I want to do is have three GsBGs for parallax scrolling 


One will be the ground, one will be the rest of the background (a forest), 
and the last will be the mountains through the trees 


for the ground, I just want three rows of tiles across the entire width of 
my level, 

> but do I need to define it with the (in 320x240 res) 12 rows of 
transparent 

> cells? 


VV V NV VV V 


Yes. Or you could use sprites instead of a BG. 


- Tony 


V V V V V 


Herbs 


--MESSAGE FILE 18849 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000465 


——MESSAGE FILE 18850 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000466 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 
Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Mon, 6 Dec 1999 07:41:29 -0500 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <82gar0$3041@scea> 

References: <829fetSltul@scea> <82bi0kS4fk5@chuka.playstation.co.uk> 

Reply-To: "Antony Arciuolo" <tonyl@nac.net> 

NNTP-Posting-Host: 209.166.42.130 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:466 scee.yaroze.pr 
ogramming.2d_graphics:1102 


I have a three-layer parallax BG, and it scrolls well, I am just wondering 
about overhead... which is more efficient: using 3 GsBGs, or using a sprite 
as one of the backgrounds, b/c I imagine that's a big sprite, but I got 3 
workspaces, and 3 world layout arrays... 


- Tony 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 82bi0kS4fk5@chuka.playstation.co.uk... 
> Hi Tony, 


Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in message 
news: 829fetSlitul@scea... 

> Is there a way to prevent a small GsBG map from tiling? 

> 


> 

> What I want to do is have three GsBGs for parallax scrolling 

> 

> One will be the ground, one will be the rest of the background (a 
orest), 


> 
> 
> 
> 
> 
> 
> 
> No. 
> 
> 
> 
> 
> 
ք 


Net Yaroze newsgroups message dump.txt Page 12737 


> > and the last will be the mountains through the trees 
>> 

> > for the ground, I just want three rows of tiles across the entire width 
of 

> > my level, 

> > but do I need to define it with the (in 320x240 res) 12 rows of 
> transparent 

> > cells? 

> 

> Yes. Or you could use sprites instead of a BG. 

> 

>> 

>> 

> > — Tony 

>> 

>> 

> 

> 

> Herbs 

> 

> 


—-MESSAGE FILE 18850 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000466 


——MESSAGE FILE 18851 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000467 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Thu, 9 Dec 1999 21:24:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <82p6q6S7rpl@chuka.playstation.co.uk> 

References: <829fet$ltul@scea> 

NNTP-Posting-Host: th-gt146-229.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:467 scee.yaroze.pr 
ogramming.2d_graphics:1104 


> for the ground, I just want three rows of tiles across the entire width of 
> my level, 

> but do I need to define it with the (in 320x240 res) 12 rows of 
transparent 

> cells? 


Couldn't you just have a GsBG with 3 rows, and set the .x and .y of the GsBG 
to 3 * 16 pixels from the bottom of the screen (3 tiles high times 16 pixels 
high for a tile)? 


> — Tony 


Rikki 


—-MESSAGE FILE 18851 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000467 


—-MESSAGE FILE 18852 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000468 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 
Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Fri, 10 Dec 1999 17:02:09 -0500 

Organization: SCEA News Server 
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Lines: 38 

Message-ID: <82rsr5$8s51@scea> 

References: <829fetSltul@scea> <82p6q6S7rpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: s56.slot0.diall.hnj.nac.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:468 scee.yaroze.pr 
ogramming.2d_graphics:1105 


I tried that, but the map wraps, meaning I get a screen full of 


rowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowl 
row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2 
row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3 
rowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowl 
row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2 
row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3 
rowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowl 
row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2 
row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3 


- Tony 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
news: 82p6q6S$7rpl@chuka.playstation.co.uk... 
> > for the ground, I just want three rows of tiles across the entire width 


> > my level, 

> but do I need to define it with the (in 320x240 res) 12 rows of 
transparent 

> cells? 


Couldn't you just have a GsBG with 3 rows, and set the .x and .y of the 
ՏՔՇ 

> to 3 * 16 pixels from the bottom of the screen (3 tiles high times 16 
pixels 

> high for a tile)? 


v 


> — Tony 


Rikki 


VVVVYV 


—-MESSAGE FILE 18852 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000468 


—--MESSAGE FILE 18853 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000469 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tenchi <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.programming.2d_graphics 

Subject: Re: Parallax Scrolling 

Date: Mon, 10 Jan 2000 14:21:10 -0800 

Organization: 

Lines: 30 

Message-ID: <387A5B56.F10E726A@shell.jps.net> 

References: <828gbd$jq5@scea> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-p-9-230.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; U) 
X-Accept—-Language: en 


Why not just slap on 3 layers of sprites instead with different z 
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values? It's basically the same thing and it might let you do 
interesting things like zooming in/out. Since it's also likely that 
you're not going to have 3 background filling the entire vertical or 
horizontal space, it'll save you memory. Plus, you can use tiling if 
you only do sprites-—--don't use too many tiles. I was maxing out around 
1000 16x16 sprites last time I tried. You might go with 32x32s or 
larger. 


- e! 


Antony Arciuolo wrote: 


> 

> When you create a background, you also need to define a workspace according 

> to the equation in the Net Yaroze reference. 

> 

> My question is: 

> 

> If I have a 3-layer parallax scrolling background, I will have 3 GsBG 

> objects, but can I reused the same workspace array? or do I really need to 

> have 3 separate workspaces? 

> 

> — Tony 

Mata ne, Հռ 2.2: 

- e! sat tenchi@shell.jps.net mats 
(Protocol) oat ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ti http://www. jps.net/tenchi 


—-MESSAGE FILE 18853 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000469 


—-MESSAGE FILE 18854 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000470 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Sun, 16 Jan 2000 18:07:39 +0000 

Organization: Max Studios 

Lines: 12 

Message-ID: <388208EB. 6E7A409E@which.net> 

References: <829fetSitul@scea> <82bbfuS4fk2@chuka.playstation.co.uk> <38494B23.AA0A6 
E8F@netscapeonline.co.uk> 

NNTP-Posting-Host: p38-ibis-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:470 scee.yaroze.pr 
ogramming.2d_graphics:1113 


Will this affect our "project"? 
Max 
thechief666 wrote: 


You can have more than one BgMAP running for parallax scrolling, but I think that 
due to the limitations of the Yaroze libs, you have to use full screen BGs and hav 


transparent tiles.............. 


VVVOVV 


The CHIEF 
—-MESSAGE FILE 18854 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000470 


——MESSAGE FILE 18855 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000471 
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Path: chuka.playstation.co.uk!news 
From: thechief666 <thechief666@netscapeonline.co.uk> 
Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 


Subject: 


Re: Backgrounds smaller than the visible screen 


Date: Sun, 16 Jan 2000 19:52:54 +0000 

Organization: Netcom member 

Lines: 18 

Message-ID: <38822196.CDOCOF9Bénetscapeonline.co.uk> 

References: <829fetS$ltul@scea> <82bbfuS4fk2@chuka.playstation.co.uk> <38494B23.AA0A6 
E8F@netscapeonline.co.uk> <388208EB. 6E7A409E@which.net> 

NNTP-Posting-Host: dialup-—03-48.netcomuk.co.uk 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer 


: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 


X-Accept-Language: en-GB,en 
Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:471 scee.yaroze.pr 
ogramming.2d_graphics:1114 


Nope, it 


"s already accounted for (hopefully :-) ) 


The CHIEF 


Max wrote: 


Max 


Vv 


VVVMYVAVVVV VV V 
Փ 


- 
- 
2 


Will this affect our "project"? 


thechief666 wrote: 


> You can have more than one BgMAP running for parallax scrolling, but I think tha 
> due to the limitations օք the Yaroze libs, you have to use full screen BGs and հ 


transparent tiles.............. 


The CHIEF 


—-MESSAGE FILE 18855 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000471 


—-MESSAGE FILE 18856 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000472 

Path: chuka.playstation.co.uk!news 

From: "jack" <298jh@tay.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics 


Subject: 


Fonts 


Date: Tue, 25 Apr 2000 18:12:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8e4jqmSakl1@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-2-54.cvx4.telinco.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have searched the news groups and web sight and found very little in 
regard to fonts. Could you please clarify a couple of things for me. I use 


fontload 


to load the standard font into the vram. Am I correct in believing 


that this is the 7segfont tim file on the boot disk. If it is how do I get 
at the other types that are present in the file. 

I have opened the tim and it contains italics and capital but I cannot 
access these. 

Are there some commands that would allow this. 


Also I have written a sprite loading routine which I use for my own fonts 
and was wondering, would it be possible to replace the font tim with my own 
and use the fontprint funct to print my own fonts to the screen. 

The 7segfont tim seems to use a mix of 16*16 and 16"8 and 8*8 pixel sprites 
for the fonts, is this a special format and if so what are the 
specifications. 
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0000714 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: mailing lists (I say no!) 
Date: Wed, 29 Apr 1998 18:39:15 +0100 
Organization: The Hex Heroes 

Lines: 60 

Message-ID: <354765C3.5F80@writeme.com> 
References: <35469E55.A55E0C15@hotmail.com> 
NNTP-Posting-Host: at14-035.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


I think the points raised so far are mostly very valid. 


The Yaroze groups were certainly my first experience with newsgroups and 
-—-MESSAGE FILE 2011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00714 


—-MESSAGE FILE 2012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000715 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists (I say no!) 

Date: Thu, 30 Apr 1998 15:45:19 +0100 

Organization: Intelligent Research 

Lines: 25 

Message-ID: <35488E7F .D4266EF@hinge.mistral.co.uk> 

References: <35469E55.A55E0C15@hotmail.com> <354765C3.5F80@writeme.com> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


<SNIP> 


One point with a mailling list that I don't think folks are considering 
is that Sony will probably not be pleased if technical points about 

the Playstation are discussed outside of their secure server, on a 
mailling list that (perhaps) anyone could subscribe to. That 

would give information to unlicensed people (check your 

Yaroze licenses, I'm sure they will say you aren't allowed to do 

that). 


The whole reason for the Yaroze WWW & News servers 
requiring passwords is to prevent that from happening.... 


Asides from that, I don't think it's a good idea to branch of into 
mailling lists - they've got no real advantage over the news groups. 
I can see the point of a password protected IRC 

server (on Sony's server?) and / or the ICQ chatroom (although 

I've never used it), as they are live discussions. 


But all a mailling list achieves is the same as the news groups but 
without the thread handling stuff.... 


Craig. 


—-MESSAGE FILE 2012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00715 


-—-MESSAGE FILE 2013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000716 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
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—-MESSAGE FILE 18856 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000472 


—-MESSAGE FILE 18857 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
002d_graphics/00000473 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Fri, 29 Dec 2000 01:49:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <92gq43Sssr4@www.netyaroze-europe. com> 

References: <829fet$ltul@scea> 

NNTP-Posting-Host: modem-233-42-60-62.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:473 scee.yaroze.pr 
ogramming.2d_graphics:1134 


Antony Arciuolo wrote in message <829fetSltul@scea>... 

>Is there a way to prevent a small GsBG map from tiling? 

> 

> 

>What I want to do is have three GsBGs for parallax scrolling 


You could try using 3 separate OTs and clipping them so it doesnt draw the 
tiled effect, I haven't tried this so don't hold me to it - just a 
suggestion. 


—-MESSAGE FILE 18857 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
2d_graphics/00000473 


E AE AE FE FE AE FE AE AE FE FE HHT HE 
E AE AE E FE AE FE AE AE E FE HTH 


——HHEEEEEE EEE EHH 

——START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics 

——HHEEEEEEE EE HEH 


—-MESSAGE FILE 18858 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000001 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Making a racetrack? 

Date: 29 Apr 1997 23:20:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <01bc54f£4$36dae5c0$7873d9ce@mannynaj> 
NNTP-Posting-Host: dgr-il9-56.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I want to know if racing games like Ridge Racer store the racetracks as one 
large TMD, or if they made of lots of smaller objects. And if they are 
made with one large object, how is collision handled? 


Manny Najera 
—-MESSAGE FILE 18858 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000001 
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—--MESSAGE FILE 18859 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000002 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Making a racetrack? 

Date: Wed, 30 Apr 1997 02:49:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <3366b09b.44487016@205.149.189.29> 

References: <0Olbc54f4$36dae5c0$7873d9ce@mannynaj> 

NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi Manny, 


Wow, volumes could be written in response to your questions. The short 
answer is, "I'm not sure how Ridge Racer was written, so I can't tell 
you if they had one TMD or several to define the track." The fact of 
the matter is that it could probably be done either way. If you asked 
100 programmers how to approach that type of game, you'd probably get 
about 100 different answers. If you asked them again six weeks into 
the project, you'd probably get about 100 new different answers. :՞) 


I would suggest that you take a look at the samples CARO1.ZIP and 
MICARO4.ZIP. Both are availiable for download in the SCEI downloads 
area. They're not real polished, but they do some of the things you're 
wondering about. 


Mario 


On 29 Apr 1997 23:20:40 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>I want to know if racing games like Ridge Racer store the racetracks as one 
>large TMD, or if they made of lots of smaller objects. And if they are 
>made with one large object, how is collision handled? 

> 

>Manny Najera 


—-MESSAGE FILE 18859 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000002 


—-MESSAGE FILE 18860 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Making a Character Walk 

Date: Thu, 01 May 1997 13:34:52 +0000 

Organization: HandsOnToys, Inc. 

Lines: 5 

Message-ID: <33689BFC.C4C@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


How do you make a character that walks? 


When you look at say "Tomb RAider" is laura a bunch of models coded 

together? If so then they make little models and texture map them and 

animate them separately? 

—-MESSAGE FILE 18860 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000003 


—-MESSAGE FILE 18861 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000004 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Making a Character Walk 

Date: Thu, 01 May 1997 22:19:30 GMT 
Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <3369167c.38589304@205.149.189.29> 
References: <33689BFC.C4C@handsontoys.com> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Jay, 


That's pretty much the way it works. Each moving part has to be able 
to be manipulated by the software. The trick is to move them all in a 
way the looks somewhat real. 


Mario 


On Thu, 01 May 1997 13:34:52 +0000, Jay Brewer 
<J.Brewer@handsontoys.com> wrote: 


>How do you make a character that walks? 
> 
>When you look at say "Tomb RAider" is laura a bunch of models coded 
>together? If so then they make little models and texture map them and 
>animate them separately? 


—-MESSAGE FILE 18861 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000004 


—-MESSAGE FILE 18862 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Fred Flintstone" <Fred@Bedrock.Net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Motion Set Data 

Date: 12 May 1997 15:10:52 GMT 

Organization: Slate's Gravel Pit 

Lines: 16 

Message-ID: <0lbc5ee7$4364b120Sbe8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Guys, my project requires lots of motion data. I figure I can get it from 
Viewpoint easy enough, but here is the question: 


How do I use it?? 
I originally thought that you would just use it to make multiple frames of 


animation for your character, and then basically use the flip-book style 
animation on it. 


Recently, I've though about trying to interpolate the data into "limb 
movements", and then writing a system that moves the characters limbs based 
on this data. 


What do you guys think?? Am I even close?? If you would opt for the 
latter, are there any examples anywhere?? 


-—-MESSAGE FILE 18862 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000005 


—-MESSAGE FILE 18863 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Motion Set Data 

Date: 12 May 1997 16:40:55 GMT 

Organization: SCEA Net Yaroze News 


Net Yaroze newsgroups message dump.txt Page 12744 


Lines: 25 

Message-ID: <0Olbc5eed$06108fa0Sbe8fb5cc@furlough> 
References: <Olbc5ee7$4364b120S$be8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Once Again sorry for the wrong setup info, I was in "Anti-Spam" mode for 
the regular newsgroups.. 


Fred Flintstone <Fred@Bedrock.Net> wrote in article 
<O01lbc5ee7$4364b120Sbe8fb5cc@furlough>... 


> Guys, my project requires lots of motion data. I figure I can get it 
from 

> Viewpoint easy enough, but here is the question: 

> 

> How do I use it?? 

> 

> I originally thought that you would just use it to make multiple frames 
of 

> animation for your character, and then basically use the flip-book style 
> animation on it. 

> 

> Recently, I've though about trying to interpolate the data into "limb 

> movements", and then writing a system that moves the characters limbs 
based 

> on this data. 

> 

> What do you guys think?? Am I even close?? If you would opt for the 

> latter, are there any examples anywhere?? 

> 

> 


—-MESSAGE FILE 18863 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000006 


——MESSAGE FILE 18864 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000007 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Motion Set Data 

Date: Thu, 15 May 1997 14:21:52 -0700 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <wal-ya02408000R1505971421520001@news.scea.sony.com> 
References: <01lbc5ee7$4364b120Sbe8 fb5cc@furlough> 
NNTP-Posting-Host: wal2.mfactory.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc5ee7$4364b120Sbe8fb5cc@furlough>, "Fred Flintstone" 
<Fred@Bedrock.Net> wrote: 


I originally thought that you would just use it to make multiple frames of 
animation for your character, and then basically use the flip-book style 
animation on it. 


> 
> 
> 
> 
> Recently, I've though about trying to interpolate the data into "limb 

> movements", and then writing a system that moves the characters limbs based 
> on this data. 

You might want to look at the Dino example. Although it's not 

well-commented, it appears to manipulate the TMD data directly, using 
interpolation to calculate new positions for the vertices, using the 
gteMIMefunc() call. Read over mime.c with the TMD file format in hand... it 
seems reasonably straightforward because all the vertex values are stored 

in an array in the TMD file, so it's easy to modify them all at once. 


wayne a. lee <wal@blarg.net> 
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—-MESSAGE FILE 18864 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000007 


——MESSAGE FILE 18865 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Motion Set Data 

Date: 16 May 1997 16:23:45 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <01bc6216$1898c940Sbe8fb5cc@furlough> 

References: <01lbc5ee7$4364b120Sbe8fb5cc@furlough> <wal-ya02408000R1505971421520001@n 
ews.scea.sony.com> 

NNTP-Posting-Host: potomac.medifax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks for the response! I thought I wasn't getting through! 
Dino here I come! 


wayne a. lee <wal@blarg.net> wrote in article 
<wal-ya02408000R1505971421520001@news.scea.sony.com>... 

> In article <01lbc5ee7$4364b120Sbe8fb5cc@furlough>, "Fred Flintstone" 

> <Fred@Bedrock.Net> wrote: 

> 

> 

> > I originally thought that you would just use it to make multiple frames 
of 
> > animation for your character, and then basically use the flip-book 
style 

> > animation on it. 

>> 

> > Recently, I've though about trying to interpolate the data into "limb 
> > movements", and then writing a system that moves the characters limbs 
based 

> on this data. 


You might want to look at the Dino example. Although it's not 
well-commented, it appears to manipulate the TMD data directly, using 
interpolation to calculate new positions for the vertices, using the 
gteMIMefunc() call. Read over mime.c with the TMD file format in hand... 


seems reasonably straightforward because all the vertex values are stored 
in an array in the TMD file, so it's easy to modify them all at once. 


> 
> 
> 
> 
> 
> 
it 
> 
> 
> 
> 
> wayne a. lee <wal@blarg.net> 

> 

—-MESSAGE FILE 18865 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000008 


——MESSAGE FILE 18866 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000009 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Textures?? 

Date: 19 May 1997 21:01:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <01bc6498$628940a0Sbe8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm having some difficulty with textures.. I assume that you have a 
"texture ready" model in order to have a texture applied to it. I'm using 
the "APO1" model in the data directory as my first object to learn on, and 
I have it up, and rotating, and all the normal stuff.. But when I go to 
texture it, I load the texture in the normal way, and nothing happens.. 
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HELP!!! 
—-MESSAGE FILE 18866 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000009 


——MESSAGE FILE 18867 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000010 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dp310@earthlink.net (Brian Gilman) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Textures?? 

Date: Mon, 19 May 1997 21:24:13 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <MPG.deac7491lbbce9cb98 9683 @news.scea.sony.com> 

References: <01bc6498$628940a0Sbe8fb5cc@furlough> 

NNTP-Posting-Host: pool071-max4.la-ca-us.dialup.earthlink.net 

X-Newsreader: Anawave Gravity v1.10 


In article <01bc6498$628940a0Sbe8fb5cc@furlough>, furlough@bellsouth.net 
says... 

> I'm having some difficulty with textures.. I assume that you have a 
"texture ready" model in order to have a texture applied to it. I'm using 
the "APO1" model in the data directory as my first object to learn on, and 
I have it up, and rotating, and all the normal stuff.. But when I go to 
texture it, I load the texture in the normal way, and nothing happens.. 


HELP!!! 


VV NV V VV V V 


What do you mean by loading the texture the "normal" way? In your program 

or in RSDTOOL? 

-—-MESSAGE FILE 18867 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000010 


—-MESSAGE FILE 18868 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000011 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Textures?? 

Date: 20 May 1997 15:00:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <0Olbc652f$154bf8e0Sbe8fb5cc@furlough> 

References: <01bc6498S$628940a0Sbe8fb5cc@furlough> <MPG.deac7491lbbce9cb989683@news.sc 
ea.sony.com> 

NNTP-Posting-Host: potomac.medifax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


> What do you mean by loading the texture the "normal" way? In your program 


> or in RSDTOOL? 


In my program 
—-MESSAGE FILE 18868 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000011 


—-MESSAGE FILE 18869 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Textures?? 

Date: Tue, 20 May 1997 21:55:22 -0400 

Organization: SCEA Net Yaroze News 


Net Yaroze newsgroups message dump.txt Page 12747 


Lines: 11 

Message-ID: <3382560A.5B17@chat.carleton.ca> 

References: <01bc6498$628940a0Sbe8fb5cc@furlough> <MPG.deac7491lbbce9cb989683@news.sc 
ea.sony.com> <01lbc652fS$154bf8e0Sbe8 fb5cc@furlough> 

NNTP-Posting-Host: obatanga.carleton.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Changing the textures is a non trivial matter. If you check out the TMD 
file format, (after a while) you see that it in fact has references to 
where in the frame buffer the texture will be loading itself as well as 


the CLUT if it uses one. 

What does that mean? You either have to connect your textures and 
tmd's at the point of creation (rsdlink etc) or go in and hardwire it 
which involves a lot of wrangling. 

It is possible to change textures in your code, but it takes a good 
deal of work to get up and running. 


Hope this helps 
—-MESSAGE FILE 18869 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000012 


——MESSAGE FILE 18870 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Textures?? 

Date: 21 May 1997 14:55:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <0Olbc65f£7$86b57e20Sbe8fb5cc@furlough> 

References: <01bc6498$628940a0Sbe8fb5cc@furlough> <MPG.deac7491lbbce9cb989683@news.sc 
ea.sony.com> <0O1lbc652fS$154bf8e0Sbe8fb5cc@furlough> <3382560A.5B1l7@chat.carleton.ca> 
NNTP-Posting-Host: potomac.medifax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


It sounds like this is a job best left to the modeler.. 
Agree or disagree?? 


Tim O'Neil <goneil@chat.carleton.ca> wrote in article 
<3382560A.5B17@chat.carleton.ca>... 


> Changing the textures is a non trivial matter. If you check out the TMD 
> file format, (after a while) you see that it in fact has references to 
> where in the frame buffer the texture will be loading itself as well as 
> the CLUT if it uses one. 

> What does that mean? You either have to connect your textures and 

> tmd's at the point of creation (rsdlink etc) or go in and hardwire it 

> which involves a lot of wrangling. 

> It is possible to change textures in your code, but it takes a good 

> deal of work to get up and running. 

> 

> Hope this helps 

> 


—-MESSAGE FILE 18870 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000013 


--MESSAGE FILE 18871 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Making objects at run-time? 

Date: 24 May 1997 19:08:31 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <01bc6875Sffe82ec0$5291b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il2-18.ix.netcom.com 
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X-Newsreader: Microsoft Internet News 4.70.1155 


Is there any way to create textured rectangles on the fly? I just want to 
create a rectangle, define it's endpoints and coordinates, and send it to 
the OT. Can anyone show me how this might be done? 


Manny Najera 
-—-MESSAGE FILE 18871 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000014 


--MESSAGE FILE 18872 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Dwight Joslin" <spectrum@prolog.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Problem with DXF files 

Date: 26 May 1997 11:44:09 GMT 

Organization: Spectrum GameWorks 

Lines: 8 

Message-ID: <01lbc69cbS$52f50c40S221labacc@prolog.prolog.net> 
NNTP-Posting-Host: 204.186.26.34 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm using 3D Studio to create objects and I save it as a DXF file. Then I 
convert it using DXF2RSD. When I finally get the image on the Playstation 
screen, theres no color. I thought it might be my code but it there is 
still no color when I use RSDV. 


Any help would be appreciated. 


—-MESSAGE FILE 18872 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000015 


——MESSAGE FILE 18873 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000016 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem with DXF files 

Date: Mon, 26 May 1997 11:04:40 -0500 

Organization: (no organization) 

Lines: 32 

Message-ID: <3389B358.412F@charlie.cns.iit.edu> 

References: <Olbc69cb$52f50c40S221labacc@prolog.prolog.net> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Dwight Joslin wrote: 


I'm using 3D Studio to create objects and I save it as a DXF file. Then I 
convert it using DXF2RSD. When I finally get the image on the Playstation 
screen, theres no color. I thought it might be my code but it there is 
still no color when I use RSDV. 


VVVVVVV 


Any help would be appreciated. 


I'm struggling with this one also. I found that I can set the color of 
the whole object with "-col r_value g_value b_value" of dxf2rsd.exe, but 
I don't see where/how the textures I assign in 3D studio get mapped in 
the .RSD files. For example, if I want each face of a cube to be a 
different color, where does that happen? I kind of exected dxf2rsd.exe 
to also create .TIM files to store any textures I used, but none are 
created! 


Also, I'm having trouble with boolean objects. It works fine when I use 
two objects. ObC = (ObA UNION ObB), but then if I use that boolean 
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object to add another: 

ObE = ObC UNION ObD 

(ObA, ObB, ObD are the base objects like "box", "cylinder", etc, and 

ՕԵՇ and ObE are boolean objects). 

I load this into rsdv.bat, and it looks totally whacked out! Triangles 
everywhere! I can sort of make out the intended shape, but it's kind of 
like the transporter accident on "Star Trek the Motion Picture" :-) 


Is this a bug with 3D Studio, dxf2rsd.exe, rsdv, or ME? :-) 


I can upload and example model if it would help. 


Ed Federmeyer 
—-MESSAGE FILE 18873 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000016 


——MESSAGE FILE 18874 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000017 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Where can I get info on MIMe? 

Date: 27 May 1997 19:19:15 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <0Olbc6ad3$6de57810Sbe8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


MIMe sounds like what I need to make my project work. I've picked up the 
dino.zip demo, and am in the process of disecting it. Where can I get REAL 
info on MIMe? 


I'm pretty sure that this is a "Sony Person" question.. 
—-MESSAGE FILE 18874 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000017 


—-MESSAGE FILE 18875 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: James Pretorius <jpretori@uvic.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Making objects at run-time? 

Date: Tue, 27 May 1997 21:12:30 -0700 

Organization: University of Victoria 

Lines: 28 

Message-ID: <338BBOAD.7995@uvic.ca> 

References: <0O1lbc6875S$ffe82ec0$5291b8cd@mannynaj> 
NNTP-Posting-Host: p18-131.dialup.UVic.CA 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Manny Najera wrote: 
Is there any way to create textured rectangles on the fly? I just want to 


create a rectangle, define it's endpoints and coordinates, and send it to 
the OT. Can anyone show me how this might be done? 


VV NV V V V 


Manny Najera 


Yes there is, but it's not a straight forward process. There's a 
document 

describing the format of 'rmd' files on the Yaroze site that you will 
need to 

refer to. For some reason, the playstation library does not include a 
data 

structure to create and manipulate polygons (as far as I know). The 
library 

functions are geared toward manipulating 'rmd' data files. So, when you 
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create your polygons you have to emulate the rmd format in order to make 
use of the library functions. 


It would be extremely helpful if someone (perhaps Sony tech. support) 
could 
create a Very simple demo illustrating how to create polygons on the 
fly. 


James Pretorius 

jJpretori@engr.uvic.ca 

—-MESSAGE FILE 18875 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000018 


—-MESSAGE FILE 18876 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jorge Freitas <jfreitas@netcom.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Creating a TMD on the fly 

Date: Wed, 28 May 1997 07:59:19 -0400 

Organization: SCEA Net Yaroze News 

Lines: 154 

Message-ID: <338C1E17.60C8@netcom.ca> 

Reply-To: jfreitas@netcom.ca 

NNTP-Posting-Host: trt-onl-28.netcom.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I'm trying to create a TMD object in memory, with the intention of 
creating a landscape object on the fly. I have no difficulty displaying 
objects comverted using RSDLINK, but I can't get this TMD code to work. 
The code is supposed to create a single triangle, flat shaded. 


I've used tables to store some of the information, expecting the 
compiler to place them sequencially in RAM without any padding, and I've 
set the FIXP flag in the header FLAGs denoting a real address for the 
Object pointers. 


The description of the TMD File Format is a bit confusing, the order of 
the items is shown as MSB and LSB of 32 bit data (what the document 
calls a WORD(?) ), so the ordering of the all the structures might be 
reversed? 


I'm not sure if the library calls expect the primitives, vertecies, and 
normals tables to appear sequencially, or if the library code uses the 
pointers in the Object structure to reference the tables (which would 
seem correct )? 


After examining a TMD of a single triangle I created using RSDLINK, I 
duplicated the TMD in Build_TMD(). I tried reversing the order of the 
vertex indecies in the Primitive, reversing the normal, patting my head 
and jumping up and down on one foot, and nothing seems to help. 
Hopefully I've simply forgotten to set a FLAG or something, I don't 
think my structures or concept is flawed? 


Jorge 
jfreitas@netcom.ca 


Here's the code and structures 


typedef struct 


long int ID; 
long int FLAGS; 
long int NOBJ; 
}TMD_Header; 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Mame 0.31! 

Date: Thu, 30 Apr 1998 18:54:10 +0100 
Organization: The Hex Heroes 

Lines: 24 

Message-ID: <3548BAC2.79EB@writeme.com> 
NNTP-Posting-Host: at14-014.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Calling all arcade buffs... 
Mame 0.31 was released in the last few days - since Atmospherical 
Heights bit the dust not long ago, you might want to follow one of these 


instead: 


Dave's Classics - 
http://www.davesclassics.com/ 


PC Arcade - [fast 
http://dspace.dial.pipex.com/dodge/ 


Insert Coin - 
http://www.crcwnet.com/~no-sleep/newic/ 


Mame Shack - [fast] 
http://www.bzzt.com/mame/ 


Pete's Game Haven - [fast] 
http://www.high-way.net/haven/havenl.htm 


..-My palms are sweaty already! 


James (~mrfrosty) 
—-MESSAGE FILE 2013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00716 


—-MESSAGE FILE 2014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000717 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: 3D-engine 

Date: Fri, 1 May 1998 01:04:05 +0200 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ld8brzw.1l6sztmb5ugsgN@al-88-137.al.nl1> 
NNTP-Posting-Host: 81-88-137.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I have a 3D-scan of my face. Is there anybody out there that can make it 
show on a net yaroze? 

I would like to see it on a net yaroze from different angles and I don't 
think it's hard to make, only I can't do it (yet). 


Greatings DEnnis.. 

macsuppor@al.nl 

—-MESSAGE FILE 2014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00717 


—-MESSAGE FILE 2015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000718 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D-engine 

Date: 01 May 1998 09:46:35 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
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typedef struct 
{ 

TMD Header header; //remove thi 
s for multiple object TMD 


unsigned long int *vert_top; 
unsigned long int n_vert; 
unsigned long int *normal_top; 
unsigned long int n_normal; 
unsigned long int *primitive_top; 
unsigned long int n_primitive; 
long int scale; 

}TMD_Object; 


typedef struct 

{ 
char olen; 
char ilen; 
char flag; 
char mode; 

}TMD_Primitive; 


typedef struct //specifically for flat shaded trian 
gle 
{ 

unsigned char r; 

unsigned char g; 

unsigned char b; 

unsigned char pad; 


unsigned short int n; 


unsigned short int v0; 

unsigned short int vl; 

unsigned short int v2; 
}TMD_Packet; 


typedef struct 

{ 
short int vx; 
short int vy; 
short int vz; 
short int pad; 

}TMD_Vertex; 


typedef struct 

{ 
short int nx; 
short int ny; 
short int nz; 
short int pad; 

} TMD_Normal; 


/7 
// 
// 


TMD_Object Test_Object; 

TMD Primitive Primitive_Table[ 1 |: //packets must appear directly 

after 

TMD Packet Packet_Table[ 1 ]; //the primitive table, and t 
he tables 
TMD_Vertex Vertex_Table[ 3 ]; //are sized so as to appear 
immediately 
TMD Normal Normal_Table[ 1 ]; //one after the other in mem 
ory 


[RKKKKK KKK KKK 

* Build_TMD * 

* * * KKK KK k * * / 

void Build TMD( void ) 
{ 


Test_Object.header.ID = 0x41; 
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Test_Object.header.FLAGS = 1; 
Test_Object.header.NOBJ = 1; 


Test_Object.vert_top = (unsigned long int *) &Vertex_Table; 
Test_Object.n_vert = 3; 
Test_Object.normal_top = (unsigned long int *) &Normal_Table; 
Test_Object.n_normal = 1; 
Test_Object.primitive_top = (unsigned long int *) &Primitive_Table; 
Test_Object.n_primitive = 1; 
Test_Object.scale = 0; 
Vertex_Table[ 0 VX 0; 
Vertex_Table[ 0 vy = -1չ 
Vertex_Table[ 0 vz = 0; 
Vertex_Table[ 0 pad = 0; 
Vertex_Table[ 1 EAC =m: = 14 
Vertex_Table[ 1 evy Հ 1; 
Vertex_Table[ 1 ].vz = 0; 
Vertex_Table[ 1 ].pad = 0; 
Vertex_Table[ 2 vx = 1; 
Vertex_Table[ 2 vy = 1; 
Vertex_Table[ 2 vz = 0; 
Vertex_Table[ 2 pad = 0; 
Normal_Table[ 0 nx = 0; 
Normal_Table[ 0 ny = 0; 
Normal_Table[ 0 ոշ.» =] > 
Normal_Table[ 0 pad = 0 
Primitive_Table[ 0 ].olen = 4; 
Primitive_Table[ 0 ].ilen = 3; 
Primitive_Table[ 0 ].flag = 0; 
Primitive_Table[ 0 ].mode = 0x20; 
Packet_Table[ 0 r Oxc8; 
Packet_Table[ 0 g = 0xc8; 
Packet_Table[ 0 b = 0xc8; 
Packet_Table[ 0 pad = 0; 
Packet_Table[ 0 n = 0; 
Packet_Table[ 0 v0 = 0; 
Packet_Table[ 0 vl = 2; 
Packet_Table[ 0 v2 = 1; 
} 
——MESSAGE FILE 18876 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000019 


--MESSAGE FILE 18877 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000020 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jorge Freitas <jfreitas@netcom.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Creating a TMD on the fly 

Date: Wed, 28 May 1997 22:13:19 -0400 

Organization: SCEA Net Yaroze News 

Lines: 124 

Message-ID: <338CE63F.7F1E@netcom.ca> 

References: <338C1E17.60C8@netcom.ca> 

Reply-To: jfreitas@netcom.ca 

NNTP-Posting-Host: trt-on24-56.netcom.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


It's fixed. I made several changes to the structures, changed the scale 
of the vertecies, and voila... 


I need to change the code to handle different primitives, and I'm still 
not sure how the vertex and normal values are stored, is it -1 or -40967 
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Here is the working code, if anyone is interested, and be sure NOT to 
call GsMapModelingData when intializing the Object... 


typedef struct 

{ 

long int ID; 
long int FLAGS; 
long int NOBJ; 
} TMD_Header; 


typedef struct 

{ 
unsigned long int *vert_top; 
unsigned long int n_vert; 
unsigned long int *normal_top; 
unsigned long int n_normal; 
unsigned long int *primitive_top; 
unsigned long int n_primitive; 
long int scale; 

}TMD_Object; 


typedef struct 

{ 
char olen; 
char ilen; 
char flag; 
char mode; 


unsigned char r; 
unsigned char g; 
unsigned char b; 
unsigned char packet_mode; 


unsigned short int n; 
unsigned short int v0; 
unsigned short int vl; 
unsigned short int v2; 
}TMD_Primitive; 


typedef struct 

{ 
short int vx; 
short int vy; 
short int vz; 
short int pad; 

}TMD_Vertex; 


typedef struct 

{ 
short int nx; 
short int ny; 
short int nz; 
short int pad; 

}TMD_Normal; 


typedef struct 

{ 
TMD_Header Header; 
TMD_Object Object; 
TMD_Primitive Primitive_Table[ 1 ]; 
TMD_Vertex Vertex_Table[ 3 ]; 
TMD_Normal Normal_Table[ 1 |: 


} TMD; 
TMD Test_TMD; 


[RKKKKKK KK KKK 

* Build_TMD * 

KKK KKK KK KK / 

void Build_TMD( void ) 
{ 


Test_TMD.Header.ID = 0x41; 
Test_TMD.Header.FLAGS = 1; 
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Test_TMD.Header.NOBJ = 1; 
Test_TMD.Object.vert_top = (unsigned long int *) &Test_TMD.Vertex_Table; 
Test_TMD.Object.n_vert = 3; 
Test_TMD.Object.normal_top = (unsigned long int 
*) &Test_TMD.Normal_Table; 
Test_TMD.Object.n_normal = 1; 
Test_TMD.Object.primitive_top = (unsigned long int 
*) &Test_TMD.Primitive_Table; 
Test_TMD.Object.n_primitive = 1; 
Test_TMD.Object.scale = 1; 
Test_TMD.Vertex_Table[ 0 ].vx = 0; 
Test_TMD.Vertex_Table[ 0 ].vy = -100; 
Test_TMD.Vertex_Table[ 0 ].vz = 0; 
Test_TMD.Vertex_Table[ 0 ].pad = 0; 
Test_TMD.Vertex_Table[ 1 ].vx = -100; 
Test_TMD.Vertex_Table[ 1 ].vy = 100; 
Test_TMD.Vertex_Table[ 1 .vz = 0; 
Test_TMD.Vertex_Table[ 1 ].pad = 0; 
Test_TMD.Vertex_Table[ 2 ].vx = 100; 
Test_TMD.Vertex_Table[ 2 ].vy = 100; 
Test_TMD.Vertex_Table[ 2 .vz = 0; 
Test_TMD.Vertex_Table[ 2 ].pad = 0; 
Test_TMD.Normal_Table[ 0 ].nx = 0; 
Test_TMD.Normal_Table[ 0 ].ny = 0; 
Test_TMD.Normal_Table[ 0 .ոշ = = l 
Test_TMD.Normal_Table[ 0 ].pad = 0; 
Test_TMD.Primitive_Table[ 0 -olen = 4; 
Test_TMD.Primitive_Table[ 0 ].ilen = 3; 
Test_TMD.Primitive_Table[ 0 ].flag = 0; 
Test_TMD.Primitive_Table[ 0 ].mode = 0x20; 
Test_TMD.Primitive_Table[ 0 ].r = Oxc8; 
Test_TMD.Primitive_Table[ 0 ].g = 0xc8; 
Test_TMD.Primitive_Table[ 0 ].b = Oxc8; 
Test_TMD.Primitive_Table[ 0 ].packet_mode = 0x20; 
Test_TMD.Primitive_Table[ 0 ].n = 0; 
Test_TMD.Primitive_Table[ 0 |.70 = 0; 
Test_TMD.Primitive_Table[ 0 -vl = 2; 
Test_TMD.Primitive_Table[ 0 .v2 = 1; 


} 


-—-MESSAGE FILE 18877 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00 


000020 


——MESSAGE FILE 18878 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/ 
Path: chuka.pl 
From: Michael 
Newsgroups: 
Subject: 

Date: Thu, 
Organization: 
Lines: 27 
Message-ID: <3 
References: ՀՕ 


00000021 
aystation.co.uk!scea!greg_labrec@interactive.sony.com 
Hough <mhough@stanford.edu> 


scea.yaroze.programming.3d_graphics 
Re: Making objects at run-time? 
29 May 1997 09:31:38 -0700 


SCEA Net Yaroze News 


38DAF6A.F7897921@stanford.edu> 
lbc6875Sffe82ec0$5291b8cd@mannynaj> <338BBOAD.7995@uvic.ca> 


Reply-To: mhough@stanford.edu 


NNTP-Posting-Host: 


Mime-Version: 


Content-Type: text/plain; 
Content-Transfer-Encoding: 


X-Mailer: 
X-Priority: 


Mozi 
3 


Jam 
> 


aegis.Stanford.EDU 

10 

charset=us-ascii 
7bit 

lla 4.0b4 (Win95; 
(Normal) 


[en] I) 


es Pretorius wrote: 


> Manny Najera wrote: 


> > 


> > Is there any way to create textured rectangles 


on the fly? I just want to 
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the OT. Can anyone show me how this might be done? 


V V V V 


Manny Najera 


.1 


It would be extremely helpful if someone (perhaps Sony tech. support) 
could 
create a Very simple demo illustrating how to create polygons on the 
Flys 


James Pretorius 
jpretoriĝengr.uvic.ca 


VVVVVVVVaAVV V V 


If you look at the SCEE 'flame' demo (and morph too, to some degree), 
it's got what you want--they create 4-cornered shaded no-texture polys, 
but it's easy to generalize to any sort. Check their tmd.h, plus the 
file format spec, and you should be all set. 


mike 


mhough@stanford.edu 


create a rectangle, define it's endpoints and coordinates, and send it to 


12755 


—-MESSAGE FILE 18878 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000021 


——MESSAGE FILE 18879 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000022 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Mike Strauss" <mcs2@acpub.duke.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem with DXF files 

Date: 30 May 1997 03:27:54 GMT 

Organization: SCEA Net Yaroze News 

Lines: 53 

Message-ID: <0Olbcé6éca9$af339f40S16fb0398@mcs2.duke.edu> 


References: <Olbc69cbS$52f50c40S221labacc@prolog.prolog.net> <3389B358.412F@charlie.cn 


s.iit.edu> 
NNTP-Posting-Host: async251-22.async.duke.edu 
X-Newsreader: Microsoft Internet News 4.70.1155 


I spent quite a while working through this problem myself. When you export 
a 3ds object as a dxf file the texture information is not stored in the 
dxf. When you run dxf2rsd it creates the rsd file(s), one of which is a 
-mat file. This file has color, shading, and texture mapping info in it. 
You can edit it in a standard text editor, or you can get RsdTool. RsdTool 
looks like it will be a very good tool when it is done. It is fairly buggy 
(don't even try using it under NT 4.0, even with service pack 3), but it is 
a hell of a lot better than having to edit the .mat files by hand. As for 
the boolean shapes, I don't know for sure, but I'd say the problem is 3ds. 
I've seen 3ds have some crazy results with boolean operations, and 
exporting a boolean object to a dxf file can't help the process any. Hope 
this has been some help. 


Mike Strauss 
mcs2@acpub.duke.edu 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in article 
<3389B358.412F@charlie.cns.iit.edu>... 

> Dwight Joslin wrote: 

> 

> I'm using 3D Studio to create objects and I save it as a DXF file. Then 


> convert it using DXF2RSD. When I finally get the image on the 
laystation 

> screen, theres no color. I thought it might be my code but it there is 
> still no color when I use RSDV. 

> 

> Any help would be appreciated. 


I'm struggling with this one also. I found that I can set the color of 
the whole object with "-col r_value g_value b_value" of dxf2rsd.exe, but 
I don't see where/how the textures I assign in 3D studio get mapped in 


VVVVVVVVODOVHV V 
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the .RSD files. For example, if I want each face of a cube to be a 
different color, where does that happen? I kind of exected dxf2rsd.exe 
to also create .TIM files to store any textures I used, but none are 
created! 


Also, I'm having trouble with boolean objects. It works fine when I use 
two objects. ObC = (ObA UNION ObB), but then if I use that boolean 
object to add another: 

ObE = ObC UNION ObD 

(ObA, ObB, ObD are the base objects like "box", "cylinder", etc, and 

ObC and ObE are boolean objects). 

I load this into rsdv.bat, and it looks totally whacked out! Triangles 
everywhere! I can sort of make out the intended shape, but it's kind of 
like the transporter accident on "Star Trek the Motion Picture" :-) 


Is this a bug with 3D Studio, dxf2rsd.exe, rsdv, or ME? :-) 


I can upload and example model if it would help. 


Ed Federmeyer 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 18879 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000022 


——MESSAGE FILE 18880 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000023 

Path: chuka.playstation.co.uk!news 

From: PASO <giulio@mbox.ulisse.it> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem with DXF files 

Date: Sat, 31 May 1997 00:17:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <338F5215.937FD79A@mbox.ulisse.it> 

References: <Olbc69cb$52f50c40S221labacc@prolog.prolog.net> 

NNTP-Posting-Host: giulio.ulisse.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Dwight Joslin wrote: 


I'm using 3D Studio to create objects and I save it as a DXF file. 
Then I 

convert it using DXF2RSD. When I finally get the image on the 
Playstation 

screen, theres no color. I thought it might be my code but it there is 


still no color when I use RSDV. 


VVVVVVVVV 


Any help would be appreciated. 


Hi, 

I'm italian so don't look at my poor english, I just wanna help if I 
couldand if I have understand your question... 

If you wanna map different colors or textures on a RSD file you have to 
use the RSDTOOL. It's the fast way because DXF format does not store 
this knid of info. 
My modeller use lightwave to create models and he have to use RSDTOOL to 
map texture on the object (it's a pain for him but it's the only way if 
you don't want to do it by code). 


Hope it will help 


Cheers, 
Vanderik 


—-MESSAGE FILE 18880 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000023 
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——MESSAGE FILE 18881 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scea.yaroze.programming.3d_ 
graphics, scee.yaroze.freetalk, scee.yaroze.programming, scee.yaroze.programming.3d_gra 
phics 

Subject: Dino Demo Control 

Date: 5 Jun 1997 16:48:15 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <0Olbfcf0e$698cf340Sbe8fb5cc@furlough> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:54 scea.yaroze.programming.3d_gra 
phics:24 scee.yaroze.programming.3d_graphics:203 


I'm sure some of you guys have looked over the Dino demo. My question is: 
"Why is the control section SO BIZARRE?" 


There doesn't seem to me to be any reason that it has to be so convoluted, 
other than the author wanted it that way. Couldn't it have been written 
like the rest of the demos?? 


—-MESSAGE FILE 18881 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000024 


——MESSAGE FILE 18882 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000025 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: trueSpace3 - Coordinate System Problem 
Date: Thu, 5 Jun 1997 12:15:33 -0700 
Organization: SCEA Net Yaroze News 
Lines: 14 
Message-ID: <5n72t7$7d031@scea> 
NNTP-Posting-Host: s253n021.csun.edu 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


I'm currently using trueSpace3 for 3D-modeling. 

When I save an object in RSD format, I always have a problem that 
Coordinate System(strictly say, Axis) is set to the corner of the object. 
This problem occurs even if I moved Axis to the center of the object before 
saving data. 

Is there anyone who have the same problem? 


Kenshin 


kenshin@pacificnet.net 


—-MESSAGE FILE 18882 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000025 


—-MESSAGE FILE 18883 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Textures?? 

Date: Thu, 05 Jun 1997 19:35:00 -0400 

Organization: SCEA Net Yaroze News 

Lines: 18 
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Message-ID: <33974D24.674C@chat.carleton.ca> 

References: <01bc6498S$628940a0Sbe8fb5cc@furlough> <MPG.deac7491lbbce9cb989683@news.sc 
ea.sony.com> <0O1lbc652fS$154bf8e0Sbe8fb5cc@furlough> <3382560A.5B17@chat.carleton.ca> 
<Olbc65f£7$86b57e20Sbe8 fb5cc@furlough> 

NNTP-Posting-Host: obatanga.carleton.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Chris Furlough wrote: 


> 

> It sounds like this is a job best left to the modeler.. 
> 

> Agree or disagree?? 

> 


Well, I would have to do both. I would agree that this would be best 
left to the modeller if you are in fact creating models with this 
modeller. 1 would disagree however if you have information in another 
format (as in stuff you alreay created somewhere else) and don't want to 
go through the hassle of recreating everything. Actually, with a few 
simple C structures you can write image files that encompass a number of 
images and fit perfectly into the frame buffer, without having to sit 
there with a pencil and paper trying to figure out what all the texture 
coords should be. 


ANyways, maybe its just me who doesn't like the restriction of using the 

modeller all the time ;) 

—-MESSAGE FILE 18883 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000026 


—-MESSAGE FILE 18884 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000027 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Creating a TMD on the fly 

Date: Thu, 05 Jun 1997 19:43:32 -0400 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <33974F23.5973@chat.carleton.ca> 

References: <338C1E17.60C8@netcom.ca> <338CE63F.7F1E@netcom.ca> 
NNTP-Posting-Host: obatanga.carleton.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Jorge Freitas wrote: 

> 

> I need to change the code to handle different primitives, and I'm still 
> not sure how the vertex and normal values are stored, is it -1 or -4096? 
> 


The Normal values are stored in the 1/3/12 notation (ie, shifted left 
12; 4096 = 1), while the vertex values are as you would expect (1=1). 
The only other spot that is in the shifted notation is in the matrices 
and only the 3x3 'm' section; the 3x1 translation part is in proper 
reoresentation. 


Personally, I would have liked to see them go the extra foot and put in 

a floating point processor, but hey, that would make programming the 

thing less complicated. 

—-MESSAGE FILE 18884 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000027 


—-MESSAGE FILE 18885 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: Re: Creating a TMD on the fly 

Date: Fri, 06 Jun 1997 00:18:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33975697.36340616@205.149.189.29> 

References: <338C1E17.60C8@netcom.ca> <338CE63F.7F1E@netcom.ca> <33974F23.5973@chat. 
carleton.ca> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


While floating point calculations would make the code easier to write, 
it would also cause the program to run slower. I use the FPU (in PC's) 
for all my CAD programs, but never in games. 


Mario 


On Thu, 05 Jun 1997 19:43:32 -0400, Tim O'Neil 
<goneil@chat.carleton.ca> wrote: 


>Personally, I would have liked to see them go the extra foot and put in 
>a floating point processor, but hey, that would make programming the 
>thing less complicated. 


—-MESSAGE FILE 18885 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000028 


—--MESSAGE FILE 18886 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000029 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: trueSpace3 - Coordinate System Problem 

Date: Fri, 06 Jun 1997 00:20:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33975791.36590844@205.149.189.29> 

References: <5n72t7$7d031@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I wasn't aware that TrueSpace 3 supported the RSD format. I guess I 
may need to upgrade. 


Mario 


On Thu, 5 Jun 1997 12:15:33 -0700, "Kenshin Fujiwara" 
<kenshin@pacificnet.net> wrote: 


>I'm currently using trueSpace3 for 3D-modeling. 

>When I save an object in RSD format, I always have a problem that 
>Coordinate System(strictly say, Axis) is set to the corner of the object. 
>This problem occurs even if I moved Axis to the center of the object before 
>saving data. 

>Is there anyone who have the same problem? 

> 

> 

>Kenshin 

> 

> 

>kenshin@pacificnet.net 

> 

> 


—-MESSAGE FILE 18886 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000029 


—-MESSAGE FILE 18887 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000030 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: Re: trueSpace3 - Coordinate System Problem 
Date: Thu, 5 Jun 1997 19:10:01 -0700 
Organization: SCEA Net Yaroze News 
Lines: 10 
Message-ID: <5n7r6f$7d033@scea> 
References: <5n72t7$7d031@scea> <33975791.36590844@205.149.189.29> 
NNTP-Posting-Host: pm3b-23.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Mario Perdue wrote in article <33975791.36590844@205.149.189.29>... 
>I wasn't aware that TrueSpace 3 supported the RSD format. I guess I 
>may need to upgrade. 


It even supports TIM files. :-) 


Kenshin 


—-MESSAGE FILE 18887 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000030 


—-MESSAGE FILE 18888 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000031 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Isn't it unfair? 
Date: Sun, 8 Jun 1997 17:01:49 -0700 
Organization: SCEA Net Yaroze News 
Lines: 15 
Message-ID: <5nfgrh$ j6g3@scea> 
NNTP-Posting-Host: pm3b-25.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


You guys probably know that members of SCEI receive LightWave 3D for free 
when they sign up their application. 
Don't you think it's sort of unfair? We all are paying hundreds of extra $ 
for our 3D-modeling tools such as 3D Studio, LightWave 3D, and trueSpace. 
(Educational versions of them even cost quite much!) 

I've found an article saying that SCEA will distribute LightWave 3D for the 
members. I wish it's true, but never heard of it. 

We all really like to hear it from SCEA, don't we? 


Kenshin 
kenshin@pacificnet.net 


—-MESSAGE FILE 18888 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000031 


—-MESSAGE FILE 18889 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000032 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Isn't it unfair? 

Date: Tue, 10 Jun 1997 02:30:09 GMT 

Organization: SCEA Net Yaroze News 


Net Yaroze newsgroups message dump.txt Page 1277 


Sender: thutton@TECH10 

Message-ID: <uiunqeuuc.fsf@cybec.com.au> 
References: <ld8brzw.1l6sztmb5ugsgN@al-88-137.al.nl1> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


macsuppor@al.nl (DEnnis Brinkhuis) writes: 


I have a 3D-scan of my face. Is there anybody out there that can make it 
show on a net yaroze? 

I would like to see it on a net yaroze from different angles and I don't 
think it's hard to make, only I can't do it (yet). 


VV V V V 


If you have a file containing the 3D info, and you can convert it to a 
DXF file (AutoCAD, I think) you can then convert it to an RSD file 
with DXF2RSD, colour it in or texture it with RSDTOOL, and then view 
it on the PSX with RSDVIEW (or is it RSDV - I'm at work and can't 
remember). 


No coding involved. 


Toby. 
—-MESSAGE FILE 2015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00718 


--MESSAGE FILE 2016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000719 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Shift the screen in code! 

Date: Fri, 01 May 1998 01:26:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <354916A0.5D497994@ndirect.co.uk> 

References: <353DBBC9.20179EC6@reading.ac.uk> <353DD577.5468@writeme.com> <353E4F04. 
1726@antelope.demon.co.uk> <6hlser$31i27@chuka.playstation.co.uk> <6ho08c4$31134@chuk 
a.playstation.co.uk> <01bd7030Sacf63680$353d63c3@default> <1d82cjw.logqiwv21qk00t1N@a 
1-88-100.al.nl1> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-43.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Many of you have noticed that the PSX screen output it too far to the left. 


There is a solution. I don't have my Yaroze here with me so I'm relying on 
memory... 


Check out the external variable GsDISPENV. (It's mentioned in the Library 
Reference.) 


By changing the value of GsDISPENV.screen.x you can shift the horizontal 
screen position. Experiment with the other variables in the GsDISPENV 
structure. Neat! 


Alex Herbert (Herbs) 


—-MESSAGE FILE 2016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00719 


—-MESSAGE FILE 2017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000720 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 


Net Yaroze newsgroups message dump.txt Page 12761 


Lines: 27 

Message-ID: <339dbbd0.40266290@news.scea.sony.com> 
References: <5nfgrh$j6g3@scea> 

NNTP-Posting-Host: ivyland222.voicenet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


I like Lightwave 3D a lot, but I only have it for Amiga. 
It'd be great to use on a PC, though, so I'm all for it. 


Jamin Frederick 
jaminl@psu.edu 


On Sun, 8 Jun 1997 17:01:49 -0700, "Kenshin Fujiwara" 
<kenshin@pacificnet.net> wrote: 


>You guys probably know that members of SCEI receive LightWave 3D for free 
>when they sign up their application. 

>Don't you think it's sort of unfair? We all are paying hundreds of extra 5 
>for our 3D-modeling tools such as 3D Studio, LightWave 3D, and trueSpace. 
>(Educational versions of them even cost quite much!) 

>I've found an article saying that SCEA will distribute LightWave 3D for the 
>members. I wish it's true, but never heard of it. 

>We all really like to hear it from SCEA, don't we? 

> 

> 

> 

>Kenshin 

>kenshin@pacificnet.net 

> 

> 


—-MESSAGE FILE 18889 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000032 


——MESSAGE FILE 18890 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: James Pretorius <jpretori@uvic.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Polygon creation problem 

Date: Wed, 11 Jun 1997 20:34:31 -0700 

Organization: University of Victoria 

Lines: 10 
Message-ID: <339F6E47.7B07@uvic.ca> 
NNTP-Posting-Host: p18-110.dialup.UVic.CA 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


I am having some problems drawing polygons on the fly. When I move 
the viewpoint some of the polygons of the object dissappear, or are 
drawn out of order (i.e. in front when they should be at back). It 
seems like the GPU is having a tough time deciding which surfaces 
should be hidden. I am only defining a single object so I don't think 
it's an ordering problem (in the OT). Does anybody know the reason 
for this problem? 

Thanks 


James Pretorius 
—-MESSAGE FILE 18890 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000033 


—-MESSAGE FILE 18891 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000034 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: Tim O'Neil <goneil@chat.carleton.ca> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Creating a TMD on the fly 

Date: Sun, 15 Jun 1997 11:45:17 -0400 
Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33A40E0D.2342@chat.carleton.ca> 
References: <338C1E17.60C8@netcom.ca> <338CE63F.7F1E@netcom.ca> <33974F23.5973@chat. 
carleton.ca> <33975697.36340616@205.149.189.29> 
NNTP-Posting-Host: obatanga.carleton.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Mario Perdue wrote: 


> 

> While floating point calculations would make the code easier to write, 
> it would also cause the program to run slower. I use the FPU (in PC's) 
> for all my CAD programs, but never in games. 

> 

> Mario 


Actually, depending on the processor, floating point's wouldn't cause 
any appreciable performance hit at all. True, they take more space than 
a 16-bit integer but from the information I have seen, float adds and 
multiplies can be comparable to integer operations (mind you the data I 
saw was for Pentium processors). I guess it just comes down to the cost 
of using floating points to the cost of the type conversions that have 
to happen with integers. For example, how many instructions are 
generated when multiplying one of the rotational values of the matrix 
(16-bit, shifted-12 integer) with one of the tranlation values (32-bit 
un-shifted integer)... a few shifts and a couple of type conversions as 
opposed to a single float multiply instruction. 


That question aside, I would have at least liked to see the matrices be 
all longs as opposed to just shorts for the 3x3 and longs for the rest. 
At least that way you could represent larger numbers than just +-7 (for 
scaling etc). That and you wouldn't have to worry about type 
conversions and losing accuracy whenever you multiply. Not to mention 
that to load an unaligned short for the playstation's processor 
generates a fair number more assembler instuctions than for an aligned 
one or a long (9 shorts in a matrix... almost always going to be at 
least on unaligned by my reckoning). 

—-MESSAGE FILE 18891 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000034 


—-MESSAGE FILE 18892 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000035 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Creating a TMD on the fly 

Date: Sun, 15 Jun 1997 19:55:35 GMT 

Organization: SCEA Net Yaroze News 

Lines: 43 

Message-ID: <33a43f53.19925512@205.149.189.29> 

References: <338C1E17.60C8@netcom.ca> <338CE63F.7F1E@netcom.ca> <33974F23.5973@chat. 
carleton.ca> <33975697.36340616@205.149.189.29> <33A40E0D.2342@chat.carleton.ca> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sun, 15 Jun 1997 11:45:17 -0400, Tim O'Neil 
<goneil@chat.carleton.ca> wrote: 


>Actually, depending on the processor, floating point's wouldn't cause 
>any appreciable performance hit at all. 


It's true that many new processors can crank out FP math as fast (or 
faster) than integers. But, unfortunately, if you're going to release 
a game on more than one platform, you can't count on it; at least not 
yet. 
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>True, they take more space than a 16-bit integer but from the information 

>I have seen, float adds and multiplies can be comparable to integer 
>operations (mind you the data I saw was for Pentium processors). I guess 
>it just comes down to the cost of using floating points to the cost of the 
>type conversions that have to happen with integers. For example, how many 
>instructions are generated when multiplying one of the rotational values of 
>the matrix (16-bit, shifted-12 integer) with one of the tranlation values 
>(32-bit un-shifted integer)... a few shifts and a couple of type conversions 
>as opposed to a single float multiply instruction. 


The Pentium FP performance IS pretty hot. Too bad it's been hog tied 
by poor operating systems. 


>That question aside, I would have at least liked to see the matrices be 
>all longs as opposed to just shorts for the 3x3 and longs for the rest. 
>At least that way you could represent larger numbers than just +-7 (for 
>scaling etc). That and you wouldn't have to worry about type 
>conversions and losing accuracy whenever you multiply. Not to mention 
>that to load an unaligned short for the playstation's processor 
>generates a fair number more assembler instuctions than for an aligned 
>one or a long (9 shorts in a matrix... almost always going to be at 
>least on unaligned by my reckoning). 


I prefer 4x4 matrices of longs myself. :%) 


There are a lot of things that I would have done differently had I 
been writing the library functions. You might not have agreed with the 
changes I would have made. :*) When I get into a situation where the 
supplied library functions just won't do for my program, I write my 
own. Such is life. 


Mario 
—-MESSAGE FILE 18892 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000035 


—-MESSAGE FILE 18893 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Creating a TMD on the fly 

Date: Tue, 17 Jun 1997 20:27:59 -0400 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <33A72B8F.4337@chat.carleton.ca> 

References: <338C1E17.60C8@netcom.ca> <338CE63F.7F1E@netcom.ca> <33974F23.5973@chat. 
carleton.ca> <33975697.36340616@205.149.189.29> <33A40E0D.2342@chat.carleton.ca> <33 
a43£53.19925512@205.149.189.29> 

NNTP-Posting-Host: obatanga.carleton.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Mario Perdue wrote: 

> 

> I prefer 4x4 matrices of longs myself. :՞) 

> 

I couldn't agree more, but then again, I still have to stare for a 
moment or two when dealign with multiplying column vectors from the 
right as opposed to row vectors on the left. I must have it mentally 
hard-coded somewhere... 


There are a lot of things that I would have done differently had I 
been writing the library functions. You might not have agreed with the 
changes I would have made. :*) When I get into a situation where the 
supplied library functions just won't do for my program, I write my 
own. Such is life. 


VVVVYV 


I'll have to agree there... to be honest, there are not more than a 
handful of the supplied functions that I do actually use, partly for 
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naming reasons, partly because I am not always positive on what they are 

doing (without a number of very specific tests) and also partly because 

I'm just too darn stubborn... but again, Such is life ;) 

—-MESSAGE FILE 18893 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000036 


—--MESSAGE FILE 18894 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000037 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Texture-mapping 

Date: Thu, 19 Jun 1997 04:04:56 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33a8af76.10325360@gateway> 

NNTP-Posting-Host: e20.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


Could someone tell me how to show a texture-mapped object? I'm 
currently using tuto0.c from the 3d.zip package to manipulate my 
object. I made a cube, saved it in RSD format and added my texture 
using RSDTOOL. Now what! If someone could show me a step-by-step 
procedure it would be great! 


Thanks for the info, 
Patrick 
—-MESSAGE FILE 18894 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000037 


—-MESSAGE FILE 18895 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Texture-mapping 

Date: Thu, 19 Jun 1997 14:57:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33a94870.1405404@205.149.189.29> 

References: <33a8af76.10325360@gateway> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 19 Jun 1997 04:04:56 GMT, pbureau@odyssee.net (Patrick Bureau) 
wrote: 


>Could someone tell me how to show a texture-mapped object? I'm 
>currently using tuto0.c from the 3d.zip package to manipulate my 
>object. I made a cube, saved it in RSD format and added my texture 
>using RSDTOOL. Now what! If someone could show me a step-by-step 
>procedure it would be great! 

> 


To be perfectly honest, I havn't really played with this yet. I guess 


I' have to work it into my schedule soon. Hopefully someone who has 
done this can step forward and help you (and me) out here. If not, 
I'll get back as soon as I figure it out. 

Mario 


—-MESSAGE FILE 18895 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000038 


—-MESSAGE FILE 18896 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: pcarrott@notes.cc.bellcore.com 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Viewing T-Mapped TMD files with RSDV? 

Date: Thu, 19 Jun 1997 12:50:05 -0700 
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Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A98D6D.3428@notes.cc.bellcore.com> 

NNTP-Posting-Host: 128.96.177.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Winl16; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:39 scee.yaroze.pro 
gramming.3d_graphics:230 


Hi all, 

Have been trying to create some test models for display with rsdv. I 
use Lightwave 5.0 to generate the models, output them to DXF format and 
DXF2RSD the result. I then use RSDTOOL to color/texture them. When I 
try to display them with RSDV, however, all colored/shaded poly's are OK 
(with the exception of some hosed normals), but wherever I define a 
texture, the poly is invisible. It seems that the texture is PACK'd 
with the TMD before dload'ing to the Yaroze, but still no luck. Has 
anyone had any success with this type of procedure? And if so do you 
have any idea what I am doing wrong? 


Thx, 
թիւ... 


BTW, anyone else look the Yaroze video out back into the PC via a TV 

card (I use ATI All-in-Wonder)? Nifty! 

—-MESSAGE FILE 18896 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000039 


——MESSAGE FILE 18897 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Isn't it unfair? 

Date: Thu, 19 Jun 1997 14:41:16 -0500 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33A98B5C.6D0388D1@ix.netcom. com> 

References: <5nfgrh$j6g3@scea> 

NNTP-Posting-Host: dgr-il9-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Kenshin Fujiwara wrote: 


You guys probably know that members of SCEI receive LightWave 3D for 
free 

when they sign up their application. 

Don't you think it's sort of unfair? We all are paying hundreds of 
extra Տ 

for our 3D-modeling tools such as 3D Studio, LightWave 3D, and 
trueSpace. 

(Educational versions of them even cost quite much!) 

I've found an article saying that SCEA will distribute LightWave 3D 
for the 
members. I wish it's true, but never heard of it. 
We all really like to hear it from SCEA, don't we? 


VVVVVVVVVV VV 


The only thing that is really keeping me from seriously getting into 3D 
development is the lack of a decent program like LightWave. I would 
have bought a 3D modeler myself, but instead I decided to get 
CodeWarrior (which I NEVER, NEVER, NEVER, NEVER, NEVER, NEVER use). 


Manny Najera 


—-MESSAGE FILE 18897 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000040 
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—-MESSAGE FILE 18898 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Viewing T-Mapped TMD files with RSDV? 

Date: Tue, 24 Jun 1997 06:23:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33af6433.6210456@gateway> 

References: <33A98D6D.3428@notes.cc.bellcore.com> 

NNTP-Posting-Host: e28.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:41 scee.yaroze.pro 
gramming. 3d_graphics:237 


On Thu, 19 Jun 1997 12:50:05 -0700, pcarrott@notes.cc.bellcore.com 

wrote: 

>DXF2RSD the result. I then use RSDTOOL to color/texture them. When I 
>try to display them with RSDV, however, all colored/shaded poly's are OK 
>(with the exception of some hosed normals), but wherever I define a 
>texture, the poly is invisible. It seems that the texture is PACK'd 
>with the TMD before dload'ing to the Yaroze, but still no luck. Has 


I've got the same problem, but the texture is definitely not packed 

with the tmd. For example I made a cube, then added a texture(5Kb) and 

it was something like 344 bytes in the TMD format. My problem is how 

do I map my model using the texture that I have assigned in RSDTOOL. I 

loaded my texture in VRAM using the usual method, but after that I'm 

in the dark. 

—-MESSAGE FILE 18898 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000041 


——MESSAGE FILE 18899 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "J.J. Hoesing" <hoesing@eecs.tulane.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: low-level GTE and GPU 

Date: Tue, 24 Jun 1997 12:02:19 -0500 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33AFFD9B.5545@eecs.tulane.edu> 

Reply-To: hoesing@eecs.tulane.edu 

NNTP-Posting-Host: 79.dallas—005.tx.dial-access.att.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; I) 


Hello, 


Is there any information available on low-level programming of the GTE 
and GPU? I would like to skip using the libraries as much as possible 
and use assembly for a large chunk of my code. It doesn't need to be 
pretty, as long as it gives any information about using assembly and the 
GTE (or any other bits of the Playstation hardware). 


Thanks, 

Մ.Մ. 
—-MESSAGE FILE 18899 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000042 


--MESSAGE FILE 18900 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000043 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 
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Date: Wed, 25 Jun 1997 01:06:06 GMT 
Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33b06d76.180761@205.149.189.29> 
References: <33AFFD9B.5545@eecs.tulane.edu> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 24 Jun 1997 12:02:19 -0500, "J.J. Hoesing" 
<hoesing@eecs.tulane.edu> wrote: 


>Hello, 

> 

> Is there any information available on low-level programming of the GTE 
>and GPU? I would like to skip using the libraries as much as possible 
>and use assembly for a large chunk of my code. It doesn't need to be 
>pretty, as long as it gives any information about using assembly and the 
>GTE (or any other bits of the Playstation hardware). 


J.J., 


The whole intent of the Net Yaroze package is to be an inexpensive 
system for hobbiest development. Support needs to be kept to a minimum 
to keep costs low. Because of this, Net Yaroze is a library-based 
development system and does not include the low-level programming 
support. Board and chip level support is provided to developers in 
Sony's commercial licensing program. 


Mario 


--MESSAGE FILE 18900 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000043 


——MESSAGE FILE 18901 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "J.J. Hoesing" <hoesing@eecs.tulane.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 

Date: Tue, 24 Jun 1997 21:43:26 -0500 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33B085CE.5421@eecs.tulane.edu> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> 
Reply-To: hoesing@eecs.tulane.edu 

NNTP-Posting-Host: 199.houston-004.tx.dial-access.att.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; I) 


The whole intent of the Net Yaroze package is to be an inexpensive 
system for hobbiest development. Support needs to be kept to a minimum 
to keep costs low. Because of this, Net Yaroze is a library-—based 
development system and does not include the low-level programming 
support. Board and chip level support is provided to developers in 
Sony's commercial licensing program. 


V V V V V V 


Sounds reasonable, thanks for the reply. I was just hoping there might 
be even a basic amount of information that would make exploring 
possible, even if no support whatsoever was provided. Օհ well, it's 
still a ton of fun! 


Thanks, 

J.J. 
--MESSAGE FILE 18901 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000044 


——MESSAGE FILE 18902 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000045 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: How fast is fast? 

Date: Tue, 24 Jun 1997 23:28:52 -0500 
Organization: (no organization) 

Lines: 41 

Message-ID: <33B09E84.191E@charlie.cns.iit.edu> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I took the 'morph' demo and started messing around with it. 


Basically, I removed the "morph" function so that the image remains a 
flat picture made up of many polygons. My version doesn't 'morph' to 
the cylinder/sphere/etc. 


Then, I removed the 'flat.h', 'sphere.h', and other .h datafiles, and 
instead generate the vertices of the polygons at runtime, so that I can 
#define the number of polygons and recompile, without needing to regen 
the datafile. 


Then I started experimenting with breaking the TMD into different 
numbers of polygons. 


What I found was that I was able to get about 53K polygons per sec. 
Much more than than and my framerate dropped. 


I've read specs that say the PSX is capable of up to "360K shaded & 
textured polygons per sec." (Data from the Next Generation Online web 
site in particular). 


This is about 6x slower than the theoretical limit! The main loop only 
does the minimum setup for the matrices, translates the TMD object, and 
displays it. (Look at the main.c from morph, and just remove the 
references to "state" and all that "changeTo" stuff). The only code 
that is running are the Yaroze librares operating on a TMD and 
displaying it. 


Any ideas how much faster I can expect to get with the Yaroze libraries? 


Are the profession libs faster just be thier very nature (ie, the pro's 
don't use TMDs, they use XXXs, which is faster???) 


Do the pro's get thier speed by scrapping the libs completely and 
directly programming the GTE/GPU? I guess I'm wondering how close 
Yaroze programming really is to professional PSX programming- do the 
commercial PSX games really use the Gs routines us Yaroze guys 
know-and-love? 


Thanks for any insights, 

Ed Federmeyer 

—-MESSAGE FILE 18902 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000045 


—--MESSAGE FILE 18903 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000046 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: How fast is fast? 

Date: Tue, 24 Jun 1997 23:35:28 -0500 

Organization: (no organization) 

Lines: 17 

Message-ID: <33B0A010.5F15@charlie.cns.iit.edu> 

References: <33B09E84.191E@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Ed Federmeyer wrote: 
> What I found was that I was able to get about 53K polygons per sec. 
> Much more than than and my framerate dropped. 


I should have mentioned that the "hsync" counter was up around 229 when 
using 32x28 (896) polygons per frame. 


By removing the drawObject() call, that number went down to about 43. 
(of course, the object didn't appear on the scree, which is not the best 
way to speed things up! 27) 


This tells me most of the time is spent in the actual drawing function, 
as opposed to the basic OT setup, etc. 


Again, 

Any insights appreciated. 

Ed Federmeyer 

—-MESSAGE FILE 18903 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000046 


——MESSAGE FILE 18904 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: How fast is fast? 

Date: Wed, 25 Jun 1997 04:57:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33b0a3ba.14074419@205.149.189.29> 

References: <33B09E84.191E@charlie.cns.iit.edu> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Ed, 


My understanding is that the Yaroze library is a sub-set of the 
commercial development library. I'd guess that there are a fair number 
of games on the market that use the Gs libraries, but the really high 
speed stuff is probably done by by-passing the libraries altogether. 


Mario 
--MESSAGE FILE 18904 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000047 


——MESSAGE FILE 18905 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Isn't it unfair? 

Date: Wed, 25 Jun 1997 05:26:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33b0aba9.84293397@news.scea.sony.com> 

References: <5nfgrhS$j6g3@scea> <33A98B5C.6D0388D1@ix.netcom. com> 
NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi Ken, 

I'm sorry you had a hard time with the first version of CodeWarrior. 
The new version that we put on our web site last week is much better. 
You might like to check it out. 


-Joel 


On Thu, 19 Jun 1997 14:41:16 -0500, Manny Najera 


Net Yaroze newsgroups message dump.txt 
<mnajera@ix.netcom.com> wrote: 


>Kenshin Fujiwara wrote: 
> 


>> You guys probably know that members of SCEI receive LightWave 3D for 


>> free 
>> when they sign up their application. 

>> Don't you think it's sort of unfair? We all are paying hundreds of 
>> extra Š 

>> for our 3D-modeling tools such as 3D Studio, LightWave 3D, and 

>> trueSpace. 

>> (Educational versions of them even cost quite much!) 

>> I've found an article saying that SCEA will distribute LightWave 3D 
>> for the 

>> members. I wish it's true, but never heard of it. 

>> We all really like to hear it from SCEA, don't we? 

> 


>The only thing that is really keeping me from seriously getting into 3D 


>development is the lack of a decent program like LightWave. I would 
>have bought a 3D modeler myself, but instead I decided to get 
>CodeWarrior (which I NEVER, NEVER, NEVER, NEVER, NEVER, NEVER use). 
> 

>Manny Najera 

> 
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—-MESSAGE FILE 18905 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000048 


——MESSAGE FILE 18906 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000049 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: How fast is fast? 

Date: Thu, 26 Jun 1997 02:31:14 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <33b1d2f£8.14761640@news.scea.sony.com> 


References: <33B09E84.191E@charlie.cns.iit.edu> <33b0a3ba.14074419@205.149.189.29> 


NNTP-Posting-Host: nbllippp43.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


just read an article in Next Generation about a new title called 
Blasto (for playstation) where the programmers didn't use any graphics 
libraries at all, and apparently did their own software z-buffering. 

I wonder how much performance can be expected from the Net Yaroze 
libraries, and what commercial titles demonstrate the performance that 
Net Yaroze developers can hope for (are most commercial titles taking 
advantage of low-level knowlege that we don't have)? 


Jamin 


On Wed, 25 Jun 1997 04:57:04 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>Ed, 
> 
>My understanding is that the Yaroze library is a sub-set of the 


>commercial development library. I'd guess that there are a fair number 


>of games on the market that use the Gs libraries, but the really high 
>speed stuff is probably done by by-passing the libraries altogether. 
> 

>Mario 


—-MESSAGE FILE 18906 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000049 


--MESSAGE FILE 18907 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000050 
Path: chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Mame 0.31! 

Date: Fri, 01 May 1998 01:39:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <354919DF.D4A136C@ndirect.co.uk> 
References: <3548BAC2.79EB@writeme.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-43.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Rutherford <hexheroes@writeme.com> 


James Rutherford wrote: 

Calling all arcade buffs... 

Mame 0.31 was released in the last few days - since Atmospherical 
Heights bit the dust not long ago, you might want to follow one of these 


instead: 


Dave's Classics - 
http://www.davesclassics.com/ 


PC Arcade - [fast 
http://dspace.dial.pipex.com/dodge/ 


Insert Coin - 
http: //www.crcwnet .com/~no-sleep/newic/ 


Mame Shack - [fast] 
http://www.bzzt.com/mame/ 


Pete's Game Haven - [fast] 
http: //www.high-way.net/haven/havenl.htm 


..-My palms are sweaty already! 


VVVVVVVVVVVV VV VV VV VV VV VV 


James (~mrfrosty) 


Thanks for that. I was very sorry to see Atmospherical Heights go. 
What are your thoughts on a Yaroze MAME? The audio side of things is a 
major headache, but we'll see... 


Alex (Herbs) 


—-MESSAGE FILE 2017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00720 


—-MESSAGE FILE 2018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000721 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Robert Schutt" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 30 Apr 1998 21:38:13 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <6ib8biScv09@scea> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:585 scea.yaroze.programming.gnu_c 

ompiler:96 scee.yaroze.freetalk.english:721 scee.yaroze.programming.gnu_compiler:198 
scee.yaroze.programming.libraries:148 
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Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: How fast is fast? 

Date: Thu, 26 Jun 1997 13:36:11 GMT 

Organization: SN Systems 

Lines: 46 

Message-ID: <S5otr2k$fv51@chuka.playstation.co.uk> 
References: <33B09EF84.191EF@charlie.cns.iit.edu> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 


>Are the profession libs faster just be thier very nature (ie, the pro's 
>don't use TMDs, they use XXXs, which is faster???) 


>Do the pro's get thier speed by scrapping the libs completely and 
>directly programming the GIE/GPU? I guess I'm wondering how close 
>Yaroze programming really is to professional PSX programming- do the 
>commercial PSX games really use the Gs routines us Yaroze guys 
>know-and-love? 


In a word: yes. Exactly how much more detail is mine to give without 
violating the Sony NDA is debatable, but the Net Yaroze library looks 
like it's made up of the more straightforward aspects of some of the 
professional libraries, and you don't seem to get the grimy stuff. 


In the full library set there's direct access to the GTE via macros, 
routines, and structures which manipulate primitive polygons. The 
library from which the 'Gs' functions are taken is a high-level 
library which wraps the GPU and GTE functions to make them more 
human-friendly. (And to do things like light-source and perspective.) 
It also, as you note, slows you down by a factor of six, but you might 
not have been supposed to notice that :=) 


While we're on the subject of performance limits: 

- the PlayStation doesn't have a hardware FPU, so you can assume the 
floating-point libraries are real slow; if you were thinking of 
manipulating floating-point numbers, consider implementing your own 
fixed-point stuff 

— most games these days use code and data overlays, so if you were 
planning on using the Net Yaroze as a stepping-stone to professional 
development, don't feel particularly constrained by the thought of a 
2Mb limit (I don't know about Net Yaroze's support for the overlay 
concept, but someone else was posting summat about having managed it 
in theory at least, and I agree that there's no theoretical reason why 
it shouldn't be possible) 


It's amusing to note that Crash Bandicoot was half-implemented in 
LISP. And to think some people are whining that they can't use C++. 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


12771 


—-MESSAGE FILE 18907 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000050 


—-MESSAGE FILE 18908 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000051 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jpretori@uvic.ca 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: How fast is fast? 

Date: Thu, 26 Jun 1997 22:22:00 -0700 
Organization: University of Victoria 

Lines: 28 

Message-ID: <33B34DF8.C95@uvic.ca> 

References: <33B09E84.191E@charlie.cns.iit.edu> 
NNTP-Posting-Host: p18-73.dialup.UVic.CA 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Ed Federmeyer wrote: 


> 
> I've read specs that say the PSX is capable of up to "360K shaded & 
> textured polygons per sec." (Data from the Next Generation Online web 


> site in particular). 
Hi Ed, 


I haven't explored the issue very thoroughly, but I've been able to 
manipulate a 20,000 polygon object (gouraud shaded, no light source 
calc.) at roughly 6-9 frames/sec. 


The 360K polygon/sec spec. that we've all heard may be slightly 
exagerated but it depends on how the object is defined, and doesn't 
necesarrily indicate that the system can generate a single 360K polygon 
every second (i.e. 6000 polygon object being drawn 60 times/sec = 360K 
polygons/sec.) 


I have not inspected the morph demo, but If it's not using double 
buffering this will have a dramatic effect on performance if you 
increase the polygon count beyond a certain point. 


I must admit that I am quite pleased with the performace of the system 
so far. It seems to me that Sony did a very good job with the graphics 
library. 


James Pretorius 
—-MESSAGE FILE 18908 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000051 


—-MESSAGE FILE 18909 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 

Date: 1 Jul 1997 23:02:47 GMT 

Organization: First DataBank 

Lines: 22 

Message-ID: <01bc8673$c98aa940$5271df£26@disintegration> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> <33B085 
CE.5421@eecs.tulane.edu> 

NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Even so, I think this information should be available. Even if they 
don't support it, exploration is the whole point of being a hobbiest. The 
information should be available. If sony doenst support it, us users will. 

Isn't this more or less the point of the Yaroze? I say gives all hardware 
specs. Information to take advantage of all the hardware. We payed a good 
amount of money, why not code to the bare bones?? Let's really see what we 
can make this Yaroze do! 


Benjamen Siroshton 


J.J. Hoesing <hoesing@eecs.tulane.edu> wrote in article 
<33B085CE.5421@eecs.tulane.edu>... 

> > The whole intent of the Net Yaroze package is to be an inexpensive 
system for hobbiest development. Support needs to be kept to a minimum 
to keep costs low. Because of this, Net Yaroze is a library-—based 
development system and does not include the low-level programming 
support. Board and chip level support is provided to developers in 
Sony's commercial licensing program. 


V V V V V V 
V V V V V 
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-—-MESSAGE FILE 18909 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000052 


—-MESSAGE FILE 18910 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000053 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "J.J. Hoesing" <hoesing@eecs.tulane.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 

Date: Tue, 01 Jul 1997 21:02:35 -0500 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33B9B6BB.581A@eecs.tulane.edu> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> <33B085 
CE.5421@eecs.tulane.edu> <01bc8673Sc98aa940S5271df26@disintegration> 

Reply-To: hoesing@eecs.tulane.edu 

NNTP-Posting-Host: 207.147.100.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; I) 


Hiya. 

I agree totally. There doesn't need to be any official support for low 
level stuff at all. The Amiga would have sucked it everyone just used 
the libraries that came with the system, it was people who coded 'on the 
bare metal' who made it interesting. I think the same applies here. We 
just need something basic to go on, and let us explore the 
possibilities. 


Also, please be careful how you attribute quotes in the future, I 
didn't say what you quoted me as saying. Thanks. 


J.J. 
--MESSAGE FILE 18910 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000053 


——MESSAGE FILE 18911 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000054 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 

Date: Wed, 02 Jul 1997 11:19:05 GMT 

Organization: SN Systems 

Lines: 31 

Message-ID: <5pdd9eS$8cl1l@chuka.playstation.co.uk> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> <33B085 
CE.5421@eecs.tulane.edu> <01bc8673$c98aa940$5271df26@disintegration> <33B9B6BB.581A@ 
eecs.tulane.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


"J.J. Hoesing" <hoesing@eecs.tulane.edu> wrote: 

> I agree totally. There doesn't need to be any official support for low 
>level stuff at all. The Amiga would have sucked it everyone just used 
>the libraries that came with the system, it was people who coded 'on the 
>bare metal' who made it interesting. I think the same applies here. We 
>just need something basic to go on, and let us explore the 
>possibilities. 


If they provided the detailed information, even with a huge disclaimer 
and no contact details, people would still send them questions about 
it, which would have to be fended off with a polite response just for 
PR's sake. (Although then again, this is Sony we're talking about.) 
Also, people might start to demand the full library updates, which 
come out every quarter with a mass of documentation and new fun stuff. 
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Sony might be figuring that (as with e.g. the BBC Micro and the 
Advanced User Guide) if people want to know the complicated stuff, 
they'll take one of the things apart and figure it out. As you Say, 
you're supposed to be the hobbyists with the time on your hands to 
work out what hasn't been given to you ;=) 


Also, believe me, the low-level stuff is complicated in a particularly 
complicated kinda way. A lot of pros have trouble with it, and it's 
supposed to be their job to memorise and understand all the docs for 
GTE and so forth. Or that's what they tell us anyway :=) 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 18911 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000054 


——MESSAGE FILE 18912 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000055 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 

Date: Thu, 03 Jul 1997 20:28:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33bc0a70.201498342@news.scea.sony.com> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> <33B085 
CE.5421@eecs.tulane.edu> <01bc8673$c98aa940S5271df26@disintegration> <33B9B6BB.581A@ 
eecs.tulane.edu> 

NNTP-Posting-Host: nb4ppp119.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


I also agree. You can make some fairly nice games with what's given, 
but it seems like any decent game development highly depends on what's 
going on downstairs for optimizations and performance. 


Another disturbing thing about Yaroze is that I still have a very 
vague feeling about the architecture in general and how memory is 
used. I guess I'll just keep coding stuff until I hit a memory or 
performance wall! There just doesn't seem to be enough information... 


Jamin 


On Tue, 01 Jul 1997 21:02:35 -0500, "J.J. Hoesing" 
<hoesing@eecs.tulane.edu> wrote: 


>Hiya. 

> 

> I agree totally. There doesn't need to be any official support for low 
>level stuff at all. The Amiga would have sucked it everyone just used 
>the libraries that came with the system, it was people who coded 'on the 
>bare metal' who made it interesting. I think the same applies here. We 
>just need something basic to go on, and let us explore the 
>possibilities. 

> 


> Also, please be careful how you attribute quotes in the future, I 
>didn't say what you quoted me as saying. Thanks. 

> 

> J.J. 


—-MESSAGE FILE 18912 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000055 


——MESSAGE FILE 18913 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000056 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "J.J. Hoesing" <hoesing@eecs.tulane.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: Re: low-level GTE and GPU 
Date: Fri, 04 Jul 1997 12:25:16 -0500 
Organization: SCEA Net Yaroze News 
Lines: 14 
Message-ID: <33BD31FC.32B6@eecs.tulane.edu> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> <33B085 
CE.5421@eecs.tulane.edu> <01bc8673$c98aa940$5271df26@disintegration> <33B9B6BB.581A@ 
eecs.tulane.edu> <5pdd9eS$8cl@chuka.playstation.co.uk> 

Reply-To: hoesing@eecs.tulane.edu 

NNTP-Posting-Host: 161.new-orleans-—002.la.dial-access.att.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


Gil Jaysmith wrote: 

> Sony might be figuring that (as with e.g. the BBC Micro and the 
> Advanced User Guide) if people want to know the complicated stuff, 

> they'll take one of the things apart and figure it out. As you say, 
> you're supposed to be the hobbyists with the time on your hands to 

> work out what hasn't been given to you ;=) 

But I'm an honest person who signed a contract saying that I wouldn't 
attempt to reverse engineer anything. Now where did I put that 
disassembler... 


J.J. 


P.S. if there are any lawyers in the room notice the :-) 
--MESSAGE FILE 18913 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000056 


——MESSAGE FILE 18914 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000057 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: low-level GTE and GPU 

Date: Sun, 06 Jul 1997 11:33:35 -0500 

Organization: (no organization) 

Lines: 15 

Message-ID: <33BFC8DE.18FB@charlie.cns.iit.edu> 

References: <33AFFD9B.5545@eecs.tulane.edu> <33b06d76.180761@205.149.189.29> <33B085 
CE.5421@eecs.tulane.edu> <01bc8673$c98aa940S$5271df26@disintegration> <33B9B6BB.581A@ 
eecs.tulane.edu> <5pdd9eS8cl@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Gil Jaysmith wrote: 

Also, believe me, the low-level stuff is complicated in a particularly 
complicated kinda way. A lot of pros have trouble with it, and it's 
supposed to be their job to memorise and understand all the docs for 
GTE and so forth. Or that's what they tell us anyway :=) 


VV N V V V 


Gil Jaysmith 


Just out of curiosity, is direct programming of the GTE/GPU much 
different than directly programming any of the mass-market 3D 
accelerators for the PC (ie, not using OpenGL or Direct3D, but writing a 
native 3Dfx, PowerVR, S3 ViRGE, whatever, game) ? (I have not gotten 
into PC 3D accelerator programming -yet) Does anyone know? 


Ed Federmeyer 
—-MESSAGE FILE 18914 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000057 


—-MESSAGE FILE 18915 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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003d_graphics/00000058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: How fast is fast? 

Date: Sun, 06 Jul 1997 11:39:09 -0500 

Organization: (no organization) 

Lines: 17 

Message-ID: <33BFCA2D.1C4F@charlie.cns.iit.edu> 

References: <33B09E84.191E@charlie.cns.iit.edu> <5S5otr2k$fv51@chuka.playstation.co.uk 
> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Gil Jaysmith wrote: 
> While we're on the subject of performance limits: 


> — the PlayStation doesn't have a hardware FPU, so you can assume the 

> floating-point libraries are real slow; if you were thinking of 

> manipulating floating-point numbers, consider implementing your own 

> fixed-point stuff 

Oh my God, you are not kidding. I wrote a couple of routines to build 
sine/cosine lookup tables at runtime, and it took about 7-8 seconds to 
generate 360 sin() and 360 cos() values! Sheesh! Needless to say, that 


routine was scrapped in a hurry! 53) 


/* Don't try this at home, kids!!! :-) */ 

for ( angle=0 ; angle<360 ; angle++ ) { 
sin_table[i] = sin( (angle * PI) / 180 ); 
cos_table[i] = cos( (angle * PI) / 180 ); 


} 
-—-MESSAGE FILE 18915 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000058 


—-MESSAGE FILE 18916 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000059 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Super? 

Date: Tue, 08 Jul 1997 23:15:44 -0700 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <33C32C90.6601@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: maxll-so-ca-43.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Can anybody explain what the local screen,world,and theoretical screens 
are? 
Oh and what does super have to do with this? 

—-MESSAGE FILE 18916 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000059 


——MESSAGE FILE 18917 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Super? 

Date: Wed, 09 Jul 1997 23:14:31 -0800 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33C48BD4.2275@bc.sympatico.ca> 
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References: <33C32C90.6601@earthlink.net> 
NNTP-Posting-Host: vcta01lm02-110.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


local screen is what you can see with perspective and what not. world is 
the transform that swings everything around so that you're at 0,0,0 and 
facing up. I don't know which the theoretical screen is - is there a 
function call you're referring too? 


If you have have a local coordinate system on an object, super is the 
coordinate system that object is dependent on. eg - lower arm super is 
upper arm. upper arm super is body. body super is world. 


-nick 
--MESSAGE FILE 18917 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000060 


——MESSAGE FILE 18918 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000061 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Hither clipping plane 

Date: Sun, 13 Jul 1997 19:14:40 -0500 

Organization: (no organization) 

Lines: 30 

Message-ID: <33C96F70.1C0OE@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I've been working with objects in 3D space lately, and I'm having 
a hard time controlling when objects are too close to the display 
screen, and "dissapear". 


Basically, it looks like the "hither clipping plane" (the close 
Z-axis clipping plane) is too far "into" the screen. 


I have objects that move around on the X-Z (horizontal) plane, with my 
viewpoint looking down at a slight angle onto a playfield that extends 
well beyond the borders of the screen. 


As the objects start heading in the -Z direction (they get closer to 
the viewpoint), they should appear to go "under" the viewpoint smoothly 
and dissapear only when they are completely out of the view. 


Instead, they completely pop-out before they even start "going under" 
the viewpoint. 


I can get the effect I want by making my viewpoint look more straight 
down on the playfield, but I really want a shallower, 3/4 style 
point-of-view. 


Is there a function for setting hither-and-yon clipping behavior of 
the 3D graphics routines? 


Messing with the projection distance helped a *little*, but the view 
get *very* distorted very quickly. 


Any tips or suggestions are welcome! 

Ed Federmeyer 

—-MESSAGE FILE 18918 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000061 


—-MESSAGE FILE 18919 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


Net Yaroze newsgroups message dump.txt 


003d_graphics/00000062 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Hither clipping plane 

Date: Mon, 14 Jul 1997 09:11:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <33C9DF38.2127@interactive.sony.com> 
References: <33C96F70.1C0OE@charlie.cns.iit.edu> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ed Federmeyer wrote: 
I've been working with objects in 3D space lately, and I'm having 
a hard time controlling when objects are too close to the display 


screen, and "dissapear". 


Basically, it looks like the "hither clipping plane" (the close 
Z-axis clipping plane) is too far "into" the screen. 


I have objects that move around on the X-Z (horizontal) plane, with my 
viewpoint looking down at a slight angle onto a playfield that extends 
well beyond the borders of the screen. 


As the objects start heading in the -Z direction (they get closer to 
the viewpoint), they should appear to go "under" the viewpoint smoothly 
and dissapear only when they are completely out of the view. 


Instead, they completely pop-out before they even start "going under" 
the viewpoint. 


I can get the effect I want by making my viewpoint look more straight 
down on the playfield, but I really want a shallower, 3/4 style 
point-of-view. 


Is there a function for setting hither-and-yon clipping behavior of 
the 3D graphics routines? 


Messing with the projection distance helped a *little*, but the view 
get *very* distorted very quickly. 


Any tips or suggestions are welcome! 
Ed Federmeyer 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


There are several ways to reduce the near-clipping. 

You can alter projection; you can move the viewpoint position 
and/or orientation; or, to keep them both the same as they were 
before, you can subdivide the polygon models of the objects 

in question. 


Automatic subdivision requires setting the right bits in the 
GsDOBJ2.attribute part of those objects; take care not to 
subdivide too many things, as there is a speed hit and heavy 
consumption of the Gs work space (the one set by 
GsSetWorkBase). 

Or you can divide the polygons yourself by accessing the TMD 
data directly. 


As far as I know, near-clipping is not optional; any polygon 

with a screen.vz of ProjectionDistance/2 or less is 

forcibly near-clipped. There is a bit to set to prevent this, 

but I don't think it's supported yet (ie setting it makes no odds). 
If you want to keep the same view as before and reduce 

near-clip, you should definitely try subdivision. 


Lewis 
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—-MESSAGE FILE 18919 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000062 
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—--MESSAGE FILE 18920 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000063 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Hither clipping plane 

Date: Mon, 14 Jul 1997 10:56:53 -0500 

Organization: (No organization) 

Lines: 33 

Message-ID: <33CA4C45.6C14@charlie.cns.iit.edu> 

References: <33C96F70.1C0E@charlie.cns.iit.edu> <33C9DF38.2127@interactive.sony.com> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Developer Support wrote: 


There are several ways to reduce the near-clipping. 

You can alter projection; you can move the viewpoint position 
and/or orientation; or, to keep them both the same as they were 
before, you can subdivide the polygon models of the objects 

in question. 


> 

> Ed Federmeyer wrote: 

>> 

> > Basically, it looks like the "hither clipping plane" (the close 
> > Z-axis clipping plane) is too far "into" the screen. 

>> 

> > Messing with the projection distance helped a *little*, but the view 
> > get *very* distorted very quickly. 

>> 

> 

> 

> 

> 

> 


You know what? When I was playing with the projection_distance, I kept 
the viewpoint constant (for example, looking from 0, -128, -256). 
Later, I tried making the viewpoint *closer* (say, 0, -32, -64), 
thinking that would make the items look bigger, and go "underneath", 
but it really made the problem worse. 


I eventually tried making the view *way far away* (say 0, -1024, -2048), 
and adjusting the projection_distance to make the objects appear 
"bigger" 

and that did the trick! Yay! 


> As far as I know, near-clipping is not optional; any polygon 
> with a screen.vz of ProjectionDistance/2 or less is 
> forcibly near-clipped. 


This is good info to know. Thanks! 

Ed Federmeyer 

—-MESSAGE FILE 18920 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000063 


——MESSAGE FILE 18921 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Z-sorting really means *Z* sorting! 

Date: Mon, 14 Jul 1997 11:04:18 -0500 

Organization: (No organization) 

Lines: 18 

Message-ID: <33CA4E02.7487@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Okay, I guess when they say "Z-sorting" they aren't kidding 
around. It works great if you are looking straight down the Z 
axis. 


BUT, if you are trying to create an elevated view (looking down at an 
angle on a playfield, kind of like looking at a football field from 
the stands), objects that are above (more along the -Y axis), but are 
a little farther behind (more along the +Z axis), get drawn before 
items that are below and in front of them. There are cases when this 
is not correct for the view, the "-Y" position *should* cause the item 
to appear in front of an objects that is closer to the viewpoint 

in the Z axis. 


Is there any way to adjust for this anomoly? It would be nice if 
GsSortObject4() "knew" about the view and automatically compensated. 


Any ideas? 

Ed Federmeyer 

—-MESSAGE FILE 18921 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000064 


——MESSAGE FILE 18922 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 

Date: Mon, 14 Jul 1997 23:32:33 -0800 

Organization: SCEA Net Yaroze News 

Lines: 16 
Message-ID: <33CB278F.38CF@bc.sympatico.ca> 
References: <33CA4E02.7487@charlie.cns.iit.edu> 
NNTP-Posting-Host: vcta01m05-73.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Ed wrote: 

>>>>>>> 

There are cases when this 

is not correct for the view, the "-Y" position *should* cause the item 
to appear in front of an objects that is closer to the viewpoint 

in the Z axis. 


Is there any way to adjust for this anomoly? It would be nice if 
GsSortObject4() "knew" about the view and automatically compensated. 
<<<<<<< 


Try creating nested OT's. You know your playing field should always be 
drawn first, so stick it in it's own OT, put the OT deep, and add it to 
your normal OT. 


-nick 
--MESSAGE FILE 18922 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000065 


——MESSAGE FILE 18923 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000066 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 

Date: Tue, 15 Jul 1997 16:28:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <33CB970F.388A@interactive.sony.com> 
References: <33CA4E02.7487@charlie.cns.iit.edu> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 
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I have been playing with the Root Counter Controls. 
I think there may be a bug with the root counter. 


It seems to me that the root counter is incremented every 
clock cycle. Not every 8 clock cycles like the documentation 
suggests. 


This is done after several experiments with timing features. 
If anyone is interested let me know. 


Jeff Lawton wrote in message <6ec33i$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 2018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00721 


-—-MESSAGE FILE 2019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000722 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D-engine 

Date: Thu, 30 Apr 1998 22:22:02 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3548£93c.24749131@news.scea.sony.com> 

References: <ld8brzw.lésztmb5ugsgN@al-88-137.al.nl> 
NNTP-Posting-Host: client-120-147.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I have a 3D-scan of my face. Is there anybody out there that can make it 
>show on a net yaroze? 

>I would like to see it on a net yaroze from different angles and I don't 
>think it's hard to make, only I can't do it (yet). 


Check out Peter Passmore's stereo demo. He used a picture of one of 
his assistants on the cubes. 


—Matt 
--MESSAGE FILE 2019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00722 


—-MESSAGE FILE 2020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000723 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D-engine 

Date: Fri, 01 May 1998 01:47:08 GMT 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Ed Federmeyer wrote: 


Okay, I guess when they say "Z-sorting" they aren't kidding 
around. It works great if you are looking straight down the Z 
axis. 


BUT, if you are trying to create an elevated view (looking down at an 
angle on a playfield, kind of like looking at a football field from 
the stands), objects that are above (more along the -Y axis), but are 
a little farther behind (more along the +Z axis), get drawn before 
items that are below and in front of them. There are cases when this 
is not correct for the view, the "-Y" position *should* cause the item 
to appear in front of an objects that is closer to the viewpoint 

in the Z axis. 


Is there any way to adjust for this anomoly? It would be nice if 
GsSortObject4() "knew" about the view and automatically compensated. 


Any ideas? 
Ed Federmeyer 


VVVVVVVVVVVVVVV VV VV 


The z-sorting that OTs are used for is Z-sorting with respect 
to Screen _not_ world coordinates; in the SCEE 3d demos area 
you will find some demos where the user controls the camera 
(either directly, or by controlling a ship the camera follows). 


It sounds like your problem is in the setting up 

of GsRVIEW2 or GsVIEW2, or not updating each frame. 

—-MESSAGE FILE 18923 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000066 


——MESSAGE FILE 18924 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000067 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Bowman <jackbowman@sprintmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Again, about texture mapping 

Date: Thu, 17 Jul 1997 13:31:43 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33CE812F.1905@sprintmail.com> 

Reply-To: jackbowman@acm.org 

NNTP-Posting-Host: sdn-ts-—002camdreP09.dialsprint.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-SI300B01 (Win95; 1) 


When I look at the documentation on the .MAT file (in the file formats 
doc from the Yaroze web site), it shows an entry for "Material 
Information" that includes possible data for where textures are mapped 
onto various polygons in the model data. 

I took a .3ds model file that I know has texture data in it, and used 
3DStudio to create a .dxf file. I then ran this through dxf2rsdw.exe 
which created 4 files. When I checked the .MAT file, the Material 
Information data showed only a single color, and no texture map info for 
all polygons. 


assumed that this is the place where rsdlink.exe gets the mapping info 
for the .tmd file so my program can map textures to a model on the 
Yaroze, but is this right? If so, how do I get the data from my .3ds 
file to the .rsd file, If not, how do I get the data into my program. 


Thanks 
—-MESSAGE FILE 18924 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000067 
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—--MESSAGE FILE 18925 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000068 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 

Date: Sat, 19 Jul 1997 12:02:59 -0500 

Organization: (no organization) 

Lines: 39 

Message-ID: <33D0F343.2A14@charlie.cns.iit.edu> 

References: <33CA4E02.7487@charlie.cns.iit.edu> <33CB278F.38CF@bc.sympatico 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Nick Porcino wrote: 


Try creating nested OT's. You know your playing field should always be 
drawn first, so stick it in it's own OT, put the OT deep, and add it to 
your normal OT. 


> 

> Ed wrote: 

> >>>>>>> 

> There are cases when this 

> is not correct for the view, the "-Y" position *should* cause the item 
> to appear in front of an objects that is closer to the viewpoint 

> in the Z axis. 

> 

> Is there any way to adjust for this anomoly? It would be nice if 

> GsSortObject4() "knew" about the view and automatically compensated. 
> <<<<<<< 

> 

> 

> 

> 

> 

> 


—nick 
Cool! This did the trick! 


The problem seems to be that the Z-coordinate used to insert a 
polygon into the OT is the *average* Z-coordinate for all the 
vertices of the poly. 


In my case, the horizontal poly would have a lower *average* 

Z-coordinate than the vertical poly that was above it, and Տօ 
the horizontal poly would get sorted after the vertical poly 

and partially cover it up. 


When the vertical poly moved forward enough that it's average 
Z-coordinate was less than the horizontal's, the vertical 
poly would pop into full view. 


The multiple OT's allow the vertical poly to "fake out" the 
horizontal poly! 


Thanks! 
Ed Federmeyer 


.ca> 


--MESSAGE FILE 18925 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000068 


——MESSAGE FILE 18926 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000069 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 

Date: Sun, 20 Jul 1997 04:53:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 50 

Message-ID: <33d19747.46927727@news.scea.sony.com> 

References: <33CA4E02.7487@charlie.cns.iit.edu> <33CB278F.38CF@bc.sympatico 


.Շ» <33D 
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OF343.2A14@charlie.cns.iit.edu> 
NNTP-Posting-Host: nb8ppp119.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


Could you go into a little more detail on how to do this? How do you 
stick another OT into the normal OT, and what do you choose for the 
size of the extra OT? I'm familiar with the idea, I just haven't seen 
any examples... 


Jamin 


On Sat, 19 Jul 1997 12:02:59 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


>Nick Porcino wrote: 

>> 

>> Ed wrote: 

>> >>>>>>> 

>> There are cases when this 

>> is not correct for the view, the "-Y" position *should* cause the item 
>> to appear in front of an objects that is closer to the viewpoint 

>> in the Z axis. 


>> 

>> Is there any way to adjust for this anomoly? It would be nice if 
>> GsSortObject4() "knew" about the view and automatically compensated. 
>> <<<<<<< 

>> 


>> Try creating nested OT's. You know your playing field should always be 
>> drawn first, so stick it in it's own OT, put the OT deep, and add it to 
>> your normal OT. 


>> 

>> -nick 

> 

>Cool! This did the trick! 
> 


>The problem seems to be that the Z-coordinate used to insert a 
>polygon into the OT is the *average* Z-coordinate for all the 
>vertices of the poly. 

> 

>In my case, the horizontal poly would have a lower *average* 
>Z-coordinate than the vertical poly that was above it, and so 
>the horizontal poly would get sorted after the vertical poly 
>and partially cover it up. 

> 

>When the vertical poly moved forward enough that it's average 
>Z-coordinate was less than the horizontal's, the vertical 
>poly would pop into full view. 

> 

>The multiple OT's allow the vertical poly to "fake out" the 
>horizontal poly! 

> 

>Thanks! 

>Ed Federmeyer 


—-MESSAGE FILE 18926 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000069 


——MESSAGE FILE 18927 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000070 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 

Date: Mon, 21 Jul 1997 10:50:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <33D330D6.32CE@interactive.sony.com> 


References: <33CA4E02.7487@charlie.cns.iit.edu> <33CB278F.38CF@bc.sympatico.ca> <33D 


OF343.2A14@charlie.cns.iit.edu> <33d19747.46927727@news.scea.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Jamin Frederick wrote: 


Could you go into a little more detail on how to do this? How do you 
stick another OT into the normal OT, and what do you choose for the 
size of the extra OT? I'm familiar with the idea, I just haven't seen 
any examples... 


Jamin 


On Sat, 19 Jul 1997 12:02:59 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


VVVVVVVVV VV 


Just setup a completly new OT and call GsDrawOT twice, the first one 
will then be drawn before the second. Just remember to use GsSortClear 
only on the first OT, otherwise the second clear will wipeout the all 
thats been drawn in the first OT. 


Stuart 
—-MESSAGE FILE 18927 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000070 


--MESSAGE FILE 18928 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000071 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Code Warrior 

Date: Mon, 21 Jul 1997 16:15:45 -0700 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <33D3EDA1.21AA@hubcap.clemson.edu> 

NNTP-Posting-Host: pm4-6.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


I'm sorry to post here, I'm a newbie. 

Just got my yaroze and got Code Warrior with it. 

Just wondering (figuring you all had the most experience)... 
For those of you that got Code Warrior... 

Is it worth it? 

Do you still use it? 

I have a BS in CS and am used to GNU but like Visual C++ also. 
I have a 30 day return policy and was wondering if it was worth 
keeping. 

thanks, 

mike 

mclee@clemson.edu 

—-MESSAGE FILE 18928 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000071 


—--MESSAGE FILE 18929 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000072 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Code Warrior 

Date: Mon, 21 Jul 1997 20:32:23 -0800 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33D437D6.60E2@bc.sympatico.ca> 

References: <33D3EDA1.21AA@hubcap.clemson.edu> 

NNTP-Posting-Host: vcta01lm04-57.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
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X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I like CW a lot and use it a lot. The only thing to be prepared for is 
you're really taking on two projects - learning the Yaroze, and learning 
to use CW, and figuring out what still needs doing in it. CW for Yaroze 
is just coming out of beta, but the CW people are really good about 
helping you along. 


Some people just love to bash CW endlessly, but I really don't think it 
deserves it. 


- nick 
—-MESSAGE FILE 18929 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000072 


——MESSAGE FILE 18930 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000073 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 

Date: Mon, 21 Jul 1997 23:25:50 -0500 

Organization: (no organization) 

Lines: 50 

Message-ID: <33D4364E.42EC@charlie.cns.iit.edu> 

References: <33CA4E02.7487@charlie.cns.iit.edu> <33CB278F.38CF@bc.sympatico.ca> <33D 
OF343.2A14@charlie.cns.iit.edu> <33d19747.46927727@news.scea.sony.com> <33D330D6.32C 
E@interactive.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Developer Support wrote: 


> 

> Jamin Frederick wrote: 

>> 

> > Could you go into a little more detail on how to do this? How do you 
> > stick another OT into the normal OT, and what do you choose for the 

> > size of the extra OT? I'm familiar with the idea, I just haven't seen 
> > any examples... 

>> 

> > Jamin 

> 

> Just setup a completly new OT and call GsDrawOT twice, the first one 

> will then be drawn before the second. Just remember to use GsSortClear 
> only on the first OT, otherwise the second clear will wipeout the all 

> thats been drawn in the first OT. 

> 

> Stuart 


I actually created a second OT, and then used GsSortOt(), to "sort" the 
little 

OT into the WorldOT, just as if it was any-old sprite or line or 
whatever. 


I also just used the same "PACKET GpuOutputPacket™" struct in the new 
OT. It seems 

that the PACKET data struct keeps track of it's internals, and you can 
point 

any number of OTs at it. (Correct me if I'm wrong! Works great so far 
though! e=) 


This is kind of nice, because then you treat all objects in the code the 
same. 

(ie, Sort them into the WorldOT, and let the GsDrawOt () figure it all 
out.) 

But I can see the seperate drawing of two OT's as coming in handy as 
well. 
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The first time, I made my new OT_LENGTH much smaller than the WorldoT, 
but it 

didn't work. I then changed it so that the OT_LENGTH of the "little" OT 
was 

the same (12) as my WorldOT. It worked then. I have a feeling though, 
I just 

forgot to update the "shift" parameter of my GsSortObject4() call to 
draw 

the little .TMD object into the little OT, and that I could probably get 
away 

with a much smaller "small" OT. 


Ed Federmeyer 
—-MESSAGE FILE 18930 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000073 


——MESSAGE FILE 18931 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000074 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: I can't make 3D objects! 

Date: Mon, 28 Jul 1997 19:02:05 -0500 

Organization: SCEA Net Yaroze News 

Lines: 15 
Message-ID: <33DD32FC.B7C6FD7D@ix.netcom. com> 
NNTP-Posting-Host: ara-il2-06.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I've been fooling around with Breeze Designer for about a month now, and 
the only thing I can make is a stupid cone! I've basicaly given up on 
making any decent 3D objects with it. Are there any easier freeware 3D 
modelers out there? 


Aside from that problem, I find that dxf2rsd makes everything into a 
bunch of triangles, nomatter what the original looked like. I spend 
hours making a simple 16 polygon object, then dxf2rsd makes a fool out 
of me by turning it into a 64 polygon triangle structure, which is 
extremely annoying to texture! Is there some feature that I don't know 
about? I've seen the wireframe for the Tekken charachters, so I know 
that four sided polygons are possible. 


Manny Najera 


—-MESSAGE FILE 18931 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000074 


—--MESSAGE FILE 18932 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000075 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: I can't make 3D objects! 

Date: Mon, 28 Jul 1997 22:27:03 -0500 

Organization: (no organization) 

Lines: 14 

Message-ID: <33DD6307.4DFC@charlie.cns.iit.edu> 

References: <33DD32FC.B7C6FD7D@ix.netcom. com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Manny Najera wrote: 
> 
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Aside from that problem, I find that dxf2rsd makes everything into a 
bunch of triangles, nomatter what the original looked like. I spend 
hours making a simple 16 polygon object, then dxf2rsd makes a fool out 
of me by turning it into a 64 polygon triangle structure, which is 
extremely annoying to texture! Is there some feature that I don't know 
about? I've seen the wireframe for the Tekken charachters, so I know 
that four sided polygons are possible. 


VV V V V V V 


I think you can use the "-quad" option on "dxf2rsd.exe" to tell it 
not to break your quads into triangles. 


EdF 
—-MESSAGE FILE 18932 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000075 


——MESSAGE FILE 18933 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000076 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: I can't make 3D objects! 

Date: Tue, 29 Jul 1997 15:38:39 -0500 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <33DE54CF.5D88C745@ix.netcom. com> 

References: <33DD32FC.B7C6FD7D@ix.netcom.com> <33DD6307.4DFC@charlie.cns.iit.edu> 
NNTP-Posting-Host: ara-il8-13.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Ed Federmeyer wrote: 


> Manny Najera wrote: 

>> 

> > Aside from that problem, I find that dxf2rsd makes everything into a 
> 

> > bunch of triangles, nomatter what the original looked like. I spend 
> 

> > hours making a simple 16 polygon object, then dxf2rsd makes a fool 

> out 

> > of me by turning it into a 64 polygon triangle structure, which is 

> > extremely annoying to texture! Is there some feature that I don't 

> know 

> > about? I've seen the wireframe for the Tekken charachters, so I 

> know 

> > that four sided polygons are possible. 

> 

> I think you can use the "-quad" option on "dxf2rsd.exe" to tell it 

> not to break your quads into triangles. 

> 

> EdF 


I tried the -quad option. I tried all the options. Nothing seems to 
work! 


Manny Najera 


—-MESSAGE FILE 18933 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000076 


—-MESSAGE FILE 18934 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000077 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Wireframe stuff 

Date: Wed, 30 Jul 1997 18:39:02 +0000 

Organization: SCEA Net Yaroze News 
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Lines: 9 
Message-ID: <33DFD095.4CA05698@ix.netcom. com> 
NNTP-Posting-Host: ara-il9-04.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I want to make a cube out of GsGLINEs. Right now, I have all eight 
points of the cube represented by vectors. Each frame, I translate each 
of the vectors according to the camera angle, so the cube moves like 


it's supposed to. I don't remember how to convert the xyz coordinates 
to xy ones, and I need to do this so I can draw lines between the 
points. Can anyone tell me how this is done? 


Manny Najera 


—-MESSAGE FILE 18934 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000077 


—-MESSAGE FILE 18935 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000078 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Wireframe stuff 

Date: Thu, 31 Jul 1997 05:35:29 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <33e022f2.49958763@205.149.189.29> 

References: <33DFD095.4CA05698@ix.netcom. com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 30 Jul 1997 18:39:02 +0000, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>I want to make a cube out of GsSGLINEs. Right now, I have all eight 
>points of the cube represented by vectors. Each frame, I translate each 
>of the vectors according to the camera angle, so the cube moves like 


>it's supposed to. 1 don't remember how to convert the xyz coordinates 
>to xy ones, and I need to do this so I can draw lines between the 
>points. Can anyone tell me how this is done? 

Manny, 


I assume that you want to do a perspective projection. You can use the 
following: 


x_screen = Վ" x/z; 
y_screen = d * y/z; 
where: 
x_screen, y_screen is the screen location 
X; Yy, Z is the 3D location 
is the viewing distance from the screen 
Mario 


--MESSAGE FILE 18935 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000078 


——MESSAGE FILE 18936 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000079 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Wireframe stuff 

Date: Thu, 31 Jul 1997 23:33:39 -0500 

Organization: SCEA Net Yaroze News 
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Lines: 17 
Message-ID: <33E16722.EDODDODF@ix.netcom. com> 

References: <33DFD095.4CA05698@ix.netcom.com> <33e022f2.49958763@205.149.189.29> 
NNTP-Posting-Host: ara-ill0-01.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> I assume that you want to do a perspective projection. You can use the 
> 

> following: 

> 

> x_screen = Վ" x/z; 

> y_screen = Վ" y/z; 

> 

> where: 

> 

> x_screen, y_screen is the screen location 
> XX, yy, 2 is the 3D location 

> 


is the viewing distance from the screen 
Yes, that's exactly what I needed to know. Thanks. 
Manny Najera 


—-MESSAGE FILE 18936 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000079 


——MESSAGE FILE 18937 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000080 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3d lines? 

Date: Tue, 05 Aug 1997 06:12:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <33e6c130.15318116@news.scea.sony.com> 
NNTP-Posting-Host: e19.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


Can somebody please explain me how to create and manipulate 3d lines? 
How do I convert a x,y,z coordinate to a screen coordinate? With 
GsGetLws and ApplyMatrixLV? 


Thanks in advance, 
Patrick Bureau 


—-MESSAGE FILE 18937 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000080 


——MESSAGE FILE 18938 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000081 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3d lines? 

Date: Tue, 05 Aug 1997 09:30:18 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <33e6f268.1123706@205.149.189.29> 

References: <33e6c130.15318116@news.scea.sony.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 05 Aug 1997 06:12:32 GMT, pbureau@odyssee.net (Patrick Bureau) 
wrote: 


>Can somebody please explain me how to create and manipulate 3d lines? 
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>How do I convert a x,y,z coordinate to a screen coordinate? With 
>GsGetLws and ApplyMatrixLV? 

> 

Patrick, 


See my answer to Manny Najera's Wireframe Stuff question in this news 
group. 


Mario 
—-MESSAGE FILE 18938 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000081 


—--MESSAGE FILE 18939 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000082 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: It's just insane!! Someone help me out please 

Date: Fri, 08 Aug 1997 00:31:56 -0500 

Organization: The Implementor 

Lines: 26 

Message-ID: <33EAAF4B.471E@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx19-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:82 scee.yaroze.pro 
gramming.3d_graphics:284 


I've been working exclusively with 2D for some time, and I have 
had no trouble there; now, however, I have decided to attempt 
something in the 3D arena.... 


Despite my best efforts, I am having some troubles with getting 
everything set up properly. I understand the file formats, and 
I know how to get TMD data in memory. So... what do I do 
beyond that? I have no clue of how to set up viewpoints, the 
objects themselves, etc.. 


What would be truly helpful is if some kind soul could make a 
very simple, no-frills example that did the following (with 
well-documented code): 


Initialize the 3D system 

Draws one object with a given location and orientation 
(just a simple, flat- or non-shaded cube would do, 
or even just a single polygon) 

Allows the viewpoint to move to a given location and face 
in a given direction 


Can anyone help me out here? Please?? 


http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
—-MESSAGE FILE 18939 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000082 


--MESSAGE FILE 18940 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000083 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: 8k binary attached 

Date: Fri, 08 Aug 1997 10:40:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 202 

Message-ID: <33EAE975.219@interactive.sony.com> 

References: <33EAAF4B.471E@ix.netcom.com> 
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Organization: SCEA News Server 

Lines: 15 

Message-ID: <35492954.4985627@news.scea.sony.com> 

References: <ld8brzw.l6sztmb5ugsgN@al-88-137.al.nl> <3548f£93c.24749131@news.scea.son 
y . com> 

NNTP-Posting-Host: client-151-198-130-72.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>>I have a 3D-scan of my face. Is there anybody out there that can make it 
>>show on a net yaroze? 

>>I would like to see it on a net yaroze from different angles and I don't 
>>think it's hard to make, only I can't do it (yet). 

> 

>Check out Peter Passmore's stereo demo. He used a picture of one of 

>his assistants on the cubes. 

> 

>-Matt 


Oops, I was thinking 2D. 
-Matt 


--MESSAGE FILE 2020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00723 


--MESSAGE FILE 2021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000724 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstaystation II 

Date: Fri, 1 May 1998 11:16:05 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ld8cjaj.1s09r61u83bx6N@al-—88-129.al.nl1l> 
NNTP-Posting-Host: 81-88-129.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


A time ago there was a discussion about the PSX II. There are a lot of 
rumours about it and as I noticed most magazines forecast ut as a 
wondermachine. The roumers go about DVD, network-options and much faster 
processors and CD-readers and so. 

In Official UK PlayStation Magazine no. 32 is an intervieuw with Cris 
Deering, the main man at SCEE. He says to have no information about such 
a project as PSX-II. And according to him, he should know this probably 
at least a year before launch. Well, in that case there won't be a 
PSX-II in 1999. 
So if it doesn't exist yet, we all still can dream about all the options 
that it should have. I would like to hear what others want it to be? A 
kind of wishlist for PSX II. I think of the next options: 


- Low price 

- Faster processor 

- Faster CD-reader 

- Standard 4 ports for joypads ( to stimulate 4-player games) 
- DVD support 


Any other sugestions? 


And I would like to know how the Net Yaroze project will be kept up. 
Will there be a new NY-like system for the PSX-II and if yes, will 
NY-members get a discount? (I'm dutch you see, always looking for 
bargains). And If there will be a similar project, will it be a project 
next to the present NY or will the NY project be expanded for this new 
machine? 


Opinons please... 


DEnnis.. 
www.neryaroze-europe.com/~madmac 
macsuppor@al.nl 
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NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 285418Շ03894" 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:83 scee.yaroze.pro 
gramming. 3d_graphics:285 


This is a multi-part message in MIME format. 


2B541BC03B94 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Spellweaver wrote: 


I've been working exclusively with 2D for some time, and I have 
had no trouble there; now, however, I have decided to attempt 
something in the 3D arena.... 


Despite my best efforts, I am having some troubles with getting 
everything set up properly. 1 understand the file formats, and 
I know how to get TMD data in memory. So... what do I do 
beyond that? I have no clue of how to set up viewpoints, the 
objects themselves, etc.. 


What would be truly helpful is if some kind soul could make a 
very simple, no-frills example that did the following (with 
well-documented code): 


Initialize the 3D system 

Draws one object with a given location and orientation 
(just a simple, flat- or non-shaded cube would do, 
or even just a single polygon) 

Allows the viewpoint to move to a given location and face 
in a given direction 


Can anyone help me out here? Please?? 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
Here you go, its a GNU program and loads with siocons 


Stuart 


285418Շ03894 

Content-Type: WinZip32/zip; name="Viewtmd. zip" 

—-MESSAGE FILE 18940 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000083 


—-MESSAGE FILE 18941 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000084 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: It's just insane!! Someone help me out please 

Date: Fri, 08 Aug 1997 13:35:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 39 

Message-ID: <33451080.2300876@news.scea.sony.com> 

References: <33EAAF4B.471E@ix.netcom.com> 

NNTP-Posting-Host: socks5d.raleigh.ibm.com 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:84 scee.yaroze.pro 
gramming. 3d_graphics:286 


Hello, 

I have a small example on my site in the demos section. It loads in 
one object and displays it on the screen at the origin. Nothing 
special just init, load and display. 


http: //www.scea.sony.com/net/yaroze/pages/jjones. html 
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Jason Jones 


On Fri, 08 Aug 1997 00:31:56 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I've been working exclusively with 2D for some time, and I have 
>had no trouble there; now, however, I have decided to attempt 
>something in the 3D arena.... 

> 

>Despite my best efforts, I am having some troubles with getting 
>everything set up properly. I understand the file formats, and 
>I know how to get TMD data in memory. So... what do I do 
>beyond that? I have no clue of how to set up viewpoints, the 
>objects themselves, etc.. 

> 

>What would be truly helpful is if some kind soul could make a 
>very simple, no-frills example that did the following (with 
>well-documented code): 

> 

>Initialize the 3D system 

>Draws one object with a given location and orientation 


> (just a simple, flat- or non-shaded cube would do, 

> or even just a single polygon) 

>Allows the viewpoint to move to a given location and face 
> in a given direction 

> 

>Can anyone help me out here? Please?? 

> 

> 

>—— 


>http://www.scea.sony.com/net/yaroze/pages/jblack.html 


--MESSAGE FILE 18941 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000084 


——MESSAGE FILE 18942 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000085 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Accessing the vertices 

Date: Sun, 10 Aug 1997 21:16:43 -0500 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <33EE760B.AD778C3E@ix.netcom.com> 

NNTP-Posting-Host: ara-il7-47.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


To access each vertex of a tmd, I have a pointer of tmd_vert type that 
points to the vert_top property of the tmd_obj. How do I know when I've 
reached the end of the vertex data? Does the pointer I'm using point to 
NULL when I've read the last vertex? 


Manny Najera 


—-MESSAGE FILE 18942 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000085 


—-MESSAGE FILE 18943 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000086 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Accessing the vertices 

Date: Mon, 11 Aug 1997 03:30:55 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 27 

Message-ID: <33ee8629.42022671@205.149.189.29> 
References: <33EE760B.AD778C3E@ix.netcom. com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Sun, 10 Aug 1997 21:16:43 -0500, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>To access each vertex of a tmd, I have a pointer of tmd_vert type that 
>points to the vert_top property of the tmd_obj. How do I know when I've 
>reached the end of the vertex data? Does the pointer I'm using point to 
>NULL when I've read the last vertex? 

> 

Manny, 


The Object Structure looks like this: 


long *vert_top; 

long n_vert; 

long *normal_top; 
long n_normal; 

long *primitive_top; 
_long n_primitive; 
ong scale; 


F ce c c ccc 


As you have determined, *vert_top points to the first vertex. n_vert 
is the number of vertices. 


Mario 


—-MESSAGE FILE 18943 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000086 


—-MESSAGE FILE 18944 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: david_white <david_white@cubic.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Double sided polygons 

Date: Wed, 13 Aug 1997 10:02:57 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <33F1E8BF.5AFF@cubic.com> 

NNTP-Posting-Host: amp.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Hello, 


I've set the 'fce' flag in my TMD structure for double sided 
polygons, but I'm only getting rendering on one side. 


Does the playstation support this flag, or must I be weaned 
off of double sided polygons? 


Thanks. 


David 
—-MESSAGE FILE 18944 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000087 


——MESSAGE FILE 18945 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000088 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: Reading TMD data again 

Date: Wed, 13 Aug 1997 13:22:55 -0500 
Organization: SCEA News Server 

Lines: 7 

Message-ID: <33F1FB7F.5D070B1F@ix.netcom.com> 
NNTP-Posting-Host: ara-ill0-13.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Is there any way to read the object data after transforming it? 
Normaly, I read the data directly from where the TMD is stored in 
memory, but that data never changes. I want to see what the values of 
the vertices are after I rotate the object. 


Manny Najera 


—-MESSAGE FILE 18945 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000088 


——MESSAGE FILE 18946 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000089 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Reading TMD data again 

Date: Wed, 13 Aug 1997 20:29:30 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <33f218ae.3193632@205.149.189.29> 

References: <33F1FB7F.5D070B1F@ix.netcom. com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Manny, 

I know of no way to read this data back. However, if you have the 
vertex and you know the rotation, it shouldn't be too difficult to 
calculate the new location. 


Mario 


On Wed, 13 Aug 1997 13:22:55 -0500, Manny Najera 
<mnajera@ix.netcom.com> wrote: 


>Is there any way to read the object data after transforming it? 
>Normaly, I read the data directly from where the TMD is stored in 


>memory, but that data never changes. I want to see what the values of 
>the vertices are after I rotate the object. 

> 

>Manny Najera 

> 


-—-MESSAGE FILE 18946 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000089 


—-MESSAGE FILE 18947 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000090 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Double sided polygons 

Date: Thu, 14 Aug 1997 01:55:35 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <33£2651d.22764070@205.149.189.29> 

References: <33F1E8BF.5AFF@cubic.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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David, 


I'm told that double sided polygons are not supported on the Yaroze. 
However, you can use the -both flag with DXF2RSD emulate this 
capability. 


Mario 


On Wed, 13 Aug 1997 10:02:57 -0700, david_white 
<david_white@cubic.com> wrote: 


>Hello, 
> 
>I've set the 'fce' flag in my TMD structure for double sided 
>polygons, but I'm only getting rendering on one side. 

> 

>Does the playstation support this flag, or must I be weaned 
>off of double sided polygons? 

> 

>Thanks. 

> 

>David 


—-MESSAGE FILE 18947 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000090 


—--MESSAGE FILE 18948 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Messing with the primatives 

Date: Wed, 13 Aug 1997 22:02:46 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <33F27552.437C2A01@ix.netcom.com> 

NNTP-Posting-Host: ara-il1-25.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


In the TMD_HDR, the flag variable lets you specify if the polygon has 
gradation, 2 sides, and light source calculation, while the mode 
variable tells you if you have a 3 sided gouraud polygon or whatnot. 
What do the olen and ilen variables do? 


Manny Najera 


—-MESSAGE FILE 18948 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000091 


—-MESSAGE FILE 18949 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000092 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: justin@digitalcity.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Alias|Wavefront 

Date: Mon, 18 Aug 1997 03:36:21 +0000 

Organization: Digital City Inc. 

Lines: 9 

Message-ID: <33F7C333.45EA@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-57.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 
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իի 


have an SGI 02 worksation with an Alias|Wavefront license. I know 


there is a plugin available from Sony for Alias to convert 3D files from 
Alias to Playstation. Alias says this plugin is available only from 
Sony to licensed PlayStation Developers. Does this apply to Yaroze 
members? I may be the only Yaroze member with an Alias license, but I 
would love this plugin. I am sorry but Alias blows 3D Studio and 
Litewave away... 


-justin 
--MESSAGE FILE 18949 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000092 


——MESSAGE FILE 18950 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000093 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Messing with the primatives 

Date: Tue, 19 Aug 1997 16:44:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <33F9BF66.1CF59F75@micronetics.com> 
References: <33F27552.437C2A01@ix.netcom. com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 


X-Priority: 3 (Normal) 


Manny Najera wrote: 


> 
> 


> 


In the TMD_HDR, the flag variable lets you specify if the polygon has 


What do the olen and ilen variables do? 


Manny, ilen and olen specify the sizes of the input and output 
primitives. 


i 
° 


len is the size of the primitive in the tmd. 


len is the output size of the prim in the packet area after processing. 


You should not have to worry about these, except for ilen maybe. It is 
really only useful if you are writing a tmd reader and encounter a prim 
that it does not support, Thereby making it easier to skip over. 


-JiM 
--MESSAGE FILE 18950 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000093 


——MESSAGE FILE 18951 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000094 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Messing with the primatives 

Date: Tue, 19 Aug 1997 19:51:28 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <33FA317F.3279@chat.carleton.ca> 

References: <33F27552.437C2A01@ix.netcom. com> 

NNTP-Posting-Host: obatanga.chat.carleton.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


One thing I've been wondering about 
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If you display these primitive values (olen, ilen) before they are 
linked via GsLinkObject4 (or whatever it is), they correspond to the 
values that you set them to, but if you go into the 'tmd' pointer of the 
GsDOBJ2 structure and grab them after they have been linked, these two 
values are changed. It only seems to modify the very first primitive 
packet for a given tmd header. Was just wondering what this represents, 
because it is the only thing that is keeping me from bypassing that 
routine. 

I suppose another thing that makes me wonder about it is that even if 
you go in later and change the data in the primitive all around (save 
the stuff that has been modified) it will still work fine, but if you 
hammer these values back to what they were it will bomb. Maybe its just 
me, but who knows. 

—-MESSAGE FILE 18951 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000094 


—-MESSAGE FILE 18952 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000095 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Alias|Wavefront 

Date: Wed, 20 Aug 1997 00:05:45 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <33fa335c.35691791@205.149.189.29> 

References: <33F7C333.45EA@digitalcity.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 18 Aug 1997 03:36:21 +0000, justin@digitalcity.com wrote: 
>I have an SGI 02 worksation with an Alias|Wavefront license. 


Some people have all the cool toys. <sigh> I'm sure I'm not the only 
one who is green with envy. 


>I know there is a plugin available from Sony for Alias to convert 3D 
>files from Alias to Playstation. Alias says this plugin is available 
>only from Sony to licensed PlayStation Developers. Does this apply to 
>Yaroze members? I may be the only Yaroze member with an Alias license, 
>but I would love this plugin. I am sorry but Alias blows 3D Studio and 
>Litewave away... 


At this time the plugin is available only to Professional PlayStation 
Developers. 


Mario 
--MESSAGE FILE 18952 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000095 


——MESSAGE FILE 18953 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000096 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Messing with the primatives 

Date: Wed, 20 Aug 1997 08:18:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <33FA9A5F.2DD5@interactive.sony.com> 

References: <33F27552.437C2A01@ix.netcom.com> <33FA317F.3279@chat.carleton.ca> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tim O'Neil wrote: 
> 


> One thing I've been wondering about 
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If you display these primitive values (olen, ilen) before they are 
linked via GsLinkObject4 (or whatever it is), they correspond to the 
values that you set them to, but if you go into the 'tmd' pointer of the 
GsDOBJ2 structure and grab them after they have been linked, these two 
values are changed. It only seems to modify the very first primitive 
packet for a given tmd header. Was just wondering what this represents, 
because it is the only thing that is keeping me from bypassing that 
routine. 

I suppose another thing that makes me wonder about it is that even if 
you go in later and change the data in the primitive all around (save 
the stuff that has been modified) it will still work fine, but if you 
hammer these values back to what they were it will bomb. Maybe its just 
me, but who knows. 


VVVVVVVVVVVV VV 


Hi, 


The changes to olen/ilen are part of the optimisations to improve the 
speed of SortObject. What happens is that a count of similar primitives 
is produced so that instead of deciding on a primitive basis the routine 
can dispatch a group of 20 FT3's to be rendered more rapidly. 


This has a side effect that a mixed TMD will actually render more 
efficently if the packets are 'sorted' 


Cheers, 


Colin. 
—-MESSAGE FILE 18953 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000096 


——MESSAGE FILE 18954 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000097 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Messing with the primatives 

Date: Wed, 20 Aug 1997 10:06:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <33FAB38F.1DBE65B4@micronetics.com> 

References: <33F27552.437C2A01@ix.netcom.com> <33FA317F.3279@chat.carleton.ca> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Tim O'Neil wrote: 


If you display these primitive values (olen, ilen) before they are 
linked via GsLinkObject4 (or whatever it is), they correspond to the 
values that you set them to, but if you go into the 'tmd' pointer of the 
GsDOBJ2 structure and grab them after they have been linked, these two 
values are changed. It only seems to modify the very first primitive 
packet for a given tmd header. Was just wondering what this represents, 
because it is the only thing that is keeping me from bypassing that 
routine. 


VVVVVVVV 


Your correct, GsLinkObject4 does a few things. One of them being 
the modification of the first ilen and olen params. For the first 


primitive this value represents a count of 'like' primitives to follow 
this one. It all goes towards speeding it all up. 
*((ushort *)tmdprims) = primcount; 


I have something akin to this in my code and completely bypass 
GsLinkObject4. 


> I suppose another thing that makes me wonder about it is that even if 


Net Yaroze 


> you go in later and change the data in the primitive all around 
> the stuff that has been modified) 


newsgroups message dump.txt 


(save 


it will still work fine, but if you 


> hammer these values back to what they were it will bomb. 


Its possibl 


still be drawing the tmd. 


blocking. 


ly crashing when you change the values back because it could 
A lot of the drawing functions are non 


So you cou 
A solution 
I just put 


in-between 


ld modifying some data while it is being operated on. 


to this would be to double buffer your tmds. Wastes space. 


some menial code (next frames Ai, collision detection. etc.. 


the drawing and modify code to ensure that the data is no 
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longer 
being used. 


Just a stab in the dark mind. 


-JiM 
--MESSAGE FILE 18954 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000097 


——MESSAGE FILE 18955 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000098 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Brian Bacon <kyberteknik@geocities.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: GsClearOoT 


Date: Fri, 22 Aug 1997 00:34:43 -0700 
Organization: SCEA News Server 
Lines: 31 


<33FD4113.54EB@geocities.com> 
205.238.16.55 


Message-ID: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 

Content-Transfer-Encoding: 
X-Mailer: Mozilla 3.01Gold 


charset=us-ascii 
Thit 
(Win95; I) 
Hello! 
I have just recently started programming with the Yaroze, so I am not 
exactly sure what I am doing. But I am having trouble with GsClearOT 
and matrixes. If I have a matrix, and I call GsClearOT it will screw up 


my matrix. Why is that? For example: 

//--~start 

MATRIX my_punk_matrix; 

my_punk_matrix.m[0] [0]=2048; 

my_punk_matrix.m[0] [1]=0; 

my_punk_matrix.m[0] [2]=0; 

my_punk_matrix.m[1] [0]=0; 

my_punk_matrix.m[1] [1]=2048; 

my_punk_matrix.m[1] [2]=0; 

my_punk_matrix.m[2] [0]=0; 

my_punk_matrix.m[2] [1]=0; 

my_punk_matrix.m[2] [2]=2048; 

GsCleatOT(0, 0, &my_ot); //just an example 

//---ՏոԳ 

now if I display the values. They don't equal what Լ set them at. I 
have also noticed many problems with the GNU compiler optimizations. (I 
don't use them at all anymore) For example; if I have a global OT anda 
global variable that ends with ly2 (example: poly2, belly2, punk_ly2) 


the variable's contents often gets destroyed. 
TY2, 


ly2' (Ly2, 
with that?... 


and LY2 work 


just fine). Does anyone know whats 


TTYL 


But only if it ends with 


up 


Anyways.. I have to get back to work.. 
-Brian Bacon 

—-MESSAGE FILE 18955 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 

3d_graphics/00000098 
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——MESSAGE FILE 18956 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000099 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: GsClearOT 

Date: Fri, 22 Aug 1997 16:06:13 GMT 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <33fdb890.2503568@205.149.189.29> 

References: <33FD4113.54EB@geocities.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Brian, 


I'm not able to duplicate your problem. Any chance you can post a 
small program that exibits this behavior? 


Mario 


On Fri, 22 Aug 1997 00:34:43 -0700, Brian Bacon 
<kyberteknik@geocities.com> wrote: 


>Hello! 

> I have just recently started programming with the Yaroze, so I am not 
>exactly sure what I am doing. But Լ am having trouble with GsClearOT 
>and matrixes. If I have a matrix, and I call GsClearOT it will screw up 
>my matrix. Why is that? For example: 

> 

>//---start 

>MATRIX my_punk_matrix; 

> 

>my_punk_matrix.m[0] [0]=2048; 

>my_punk_matrix.m[0] [1]=0; 

>my_punk_matrix.m[0] [2]=0; 

>my_punk_matrix.m[1] [0]=0; 

>my_punk_matrix.m[1] [1]=2048; 

>my_punk_matrix.m[1] [2]=0; 

>my_punk_matrix.m[2] [0]=0; 

>my_punk_matrix.m[2] [1]=0; 

>my_punk_matrix.m[2] [2]=2048; 

> 

>GsCleatOT(0, 0, &my_ot); //just an example 

> 

>//---end 

> 

>now if I display the values. They don't equal what I set them at. I 
>have also noticed many problems with the GNU compiler optimizations. (I 


>don't use them at all anymore) For example; if I have a global OT anda 
>global variable that ends with ly2 (example: poly2, belly2, punk_ly2) 
>the variable's contents often gets destroyed. But only if it ends with 


>"ly2' (Ly2, 172, and LY2 work just fine). Does anyone know whats up 
>with that?... Anyways.. I have to get back to work.. TTYL 
> -Brian Bacon 


—-MESSAGE FILE 18956 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000099 


--MESSAGE FILE 18957 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000100 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Messing with the primatives 

Date: Sun, 24 Aug 1997 17:51:53 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3400ACF8.DCE@chat.carleton.ca> 

References: <33F27552.437C2A01@ix.netcom.com> <33FA317F.3279@chat.carleton.ca> <33FA 
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—-MESSAGE FILE 2021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00724 


-—-MESSAGE FILE 2022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000725 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mame 0.31! 

Date: Fri, 01 May 1998 13:34:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3549C15C.649@saqnet.co.uk> 

References: <3548BAC2.79EB@writeme.com> <354919DF.D4A136C@ndirect.co.uk> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Thanks for that. I was very sorry to see Atmospherical Heights go. 
What are your thoughts on a Yaroze MAME? The audio side of things is a 
major headache, but we'll see... 


V V V V V 


Alex (Herbs) 


Erm, is there a point seeing as you need a PC or Mac to use Yaroze 
anyhow (both of which have their own versions of MAME)..? As a technical 
challenge, it might be fun I suppose - but I'd rather you wrote some 
jizzy new game :-) 


Isn't there a conversion of MAME for the N64 development system (I seem 
to remember reading about that in EDGE)? Maybe we need one for PS, just 
to "keep up"... 


(as if PS wasn't kicking N64's teeth in as it stands) 


Nick "N64 Gazetta - ironically" F 
-—-MESSAGE FILE 2022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00725 


-—-MESSAGE FILE 2023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000726 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Fri, 01 May 1998 13:41:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3549C2DF.5ACF@saqnet.co.uk> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16$cv04@scea> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Steve Tolin wrote: 


I had subscibed when I noticed the announcement just in case I was missing 
something but as it turns out just more of the same. I would much rather 
have posting here so that even new members can benefit. I also see a 
problem of keeping all the Email messages on my drive. What happens when my 
drive crashes again, where do I get them back? At least with these 
newsgroups I can go back and get what I need. 


VVVVVVV 


Well put. I would unsubscribe from the mailing list right now, except as 
a newbie I'm afraid of missing something important! That whole dilemma 
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9A5F.2DD5@interactive.sony.com> 
NNTP-Posting-Host: obatanga.chat.carleton.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Developer Support wrote: 


> 

> Hi, 

> 

> The changes to olen/ilen are part of the optimisations to improve the 

> speed of SortObject. What happens is that a count of similar primitives 
> is produced so that instead of deciding on a primitive basis the routine 
> can dispatch a group of 20 FT3's to be rendered more rapidly. 

> 

> This has a side effect that a mixed TMD will actually render more 

> efficently if the packets are 'sorted' 

> 

> Cheers, 

> 

> Colin. 


Thanks for the reply. Just one more routine to bypass now :) 


Tim 
—-MESSAGE FILE 18957 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000100 


—-MESSAGE FILE 18958 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000101 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Problem makin' a TMD 

Date: Mon, 25 Aug 1997 23:54:15 -0500 

Organization: SCEA News Server 

Lines: 79 

Message-ID: <34026175.80A4028F@ix.netcom. com> 

NNTP-Posting-Host: ara-il8-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I'm trying to make a simple 4 sided polygon. This chunk of code is 
supposed to make an F_4 NL, but for some reason, it doesn't work. 


If I have: 

#define thingTMD (u_long *)0x800b0000 
then I call this function like so: 
make_thing (thingTMD) ; 


then I link it to a GsDOBJ2 like I'm supposed to, I set up the lights 
and everything, but this code still does not work. 


void make_thing(u_long *addr) 
{ 


TMD_OBJ *obj_table; 
u_long *vert_table; 
u_long *norm_table; 
u_long *prim_table; 


TMD_VERT v; 


// header 
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set TMD_HDR((TMD_HDR *)addr, 0x00000041, 1, 1); 
addr = (u_long *) ((TMD_HDR *)addr + 1); 


// object table 


obj_table = (TMD_OBJ *) addr; 
addr = (u_long *) ((TMD_OBJ *)addr + 1); 


// prim table 
prim_table = addr; 


setPRIM_HDR((PRIM_HDR *)addr, F_4_NL, 1, 3, 5); 

addr = (u_long *) ((PRIM_HDR *)addr + 1); 

setTMD_F_4 NL((TMD_F_4 NL *)addr, 128, 128, 128, 0, 1, 2, 3); 
( 


long *) ((TMD_F_4 NL *)addr + 1); 


// vert table 
vert_table = addr; 


setVector(é&v, 0, 64, 0): 

setTMD_VERT((TMD_VERT *)addr, v.vx, V.VY, V.VZ); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 
setVector(é&v, 32, 64, 0); 

setTMD_VERT((TMD_VERT *) addr, v.vx, V.vy, V.VZ); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 


setVector(é&v, 64, 64, 0); 
setTMD_VERT((TMD_VERT *) addr, v.vx, V.VY, V.VZ); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 


setVector(é&v, 96, 64, 0); 
setTMD_VERT((TMD_VERT *) addr, v.vx, v.vy, V.VZ); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 


// norm table 

norm_table = addr; 

// setup object table 

setTMD_OBJ(obj_table, vert_table, 4, norm_table, 0, prim_table, 1, 0); 
} 


And... why don't the libraries support straight lines in a tmd? This is 
pure sillines! My whole game is based on straight lines! 


Manny Najera 


—-MESSAGE FILE 18958 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000101 


--MESSAGE FILE 18959 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000102 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem makin' a TMD 

Date: Tue, 26 Aug 1997 11:25:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3402AF03.42A6@interactive.sony.com> 
References: <34026175.80A4028F@ix.netcom. com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Page 
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Manny Najera wrote: 

> 

> I'm trying to make a simple 4 sided polygon. This chunk of code is 

> supposed to make an Բ 4 NL, but for some reason, it doesn't work. 

> 

If you look in the new downloads, samples section of the european site, 
I've done a set of functions that make it really easy to create TMD's at 
runtime. 

> And... why don't the libraries support straight lines in a tmd? This is 
> pure sillines! My whole game is based on straight lines! 

> 

> Manny Najera 


You can do straight lines with the GsLINE structure, 


It's easier than using a TMD. 


Stuart 


GsSortLine etc. 
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-—-MESSAGE FILE 18959 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000102 


——MESSAGE FILE 18960 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000103 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: mperdue@hrtc.net (Mario Perdue) 


Newsgroups: scea.yaroze.programming.3d_graphics 


Subject: Re: Problem makin' a TMD 

Date: Tue, 26 Aug 1997 16:19:02 GMT 
Organization: SCEA News Server 

Lines: 31 

Message-ID: <340301a8.5230550@205.149.189.29> 
References: <34026175.80A4028F@ix.netcom. com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Manny, 

Stuart's files are also available in the SCEE 
Thanks Stuart. 

Mario 


On Tue, 26 Aug 1997 11:25:07 +0100, Developer 
<dev_support@interactive.sony.com> wrote: 


>Manny Najera wrote: 
>> 


<3402AF03.42A6@interactive.sony.com> 


download area here. 


Support 


>> I'm trying to make a simple 4 sided polygon. This chunk of code 
>> supposed to make an F_4 NL, but for some reason, it doesn't work. 


>> 
> 


is 


>If you look in the new downloads, samples section of the european site, 
>I've done a set of functions that make it really easy to create TMD's at 


>runtime. 


>> And... why don't the libraries support straight lines in a tmd? 
>> pure sillines! My whole game is based on straight lines! 


>> Manny Najera 


>You can do straight lines with the GsLINE structure, 


>It's easier than using a TMD. 
> 
>Stuart 


This is 


GsSortLine etc. 


-—-MESSAGE FILE 18960 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000103 
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——MESSAGE FILE 18961 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000104 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: trueSpace3 - Coordinate System Problem 

Date: Tue, 26 Aug 1997 14:25:47 -0700 

Organization: Sony Computer Entertainment America 

Lines: 20 

Message-ID: <340349DB.1490@interactive.sony.com> 

References: <5n72t7$7d031@scea> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; U) 


Kenshin Fujiwara wrote: 


I'm currently using trueSpace3 for 3D-modeling. 

When I save an object in RSD format, I always have a problem that 
Coordinate System(strictly say, Axis) is set to the corner of the object. 
This problem occurs even if I moved Axis to the center of the object before 
saving data. 

Is there anyone who have the same problem? 


Kenshin 


VVVVVVVVV VV 


kenshin@pacificnet.net 


In RSD2TMD tool you should be able to specify a displacement vector for 
the origin of the object. Even if TrueSpace saves the origin as you say 
you can shift the origin in the RSD2TMD tool. 


Hope this helps. 


Pradip K Fatehpuria 
—-MESSAGE FILE 18961 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000104 


—-MESSAGE FILE 18962 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000105 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem makin' a TMD 

Date: Wed, 27 Aug 1997 02:07:24 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <34038b18.3957740@news.scea.sony.com> 

References: <34026175.80A4028F@ix.netcom.com> <3402AF03.42A6@interactive.sony.com> 
NNTP-Posting-Host: c26.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 26 Aug 1997 11:25:07 +0100, Developer Support 
<dev_support@interactive.sony.com> wrote: 

>You can do straight lines with the GsLINE structure, GsSortLine etc. 
>It's easier than using a TMD. 


I think Manny meant that there is no function to implement a line in 
3d space. 


Patrick Bureau 


—-MESSAGE FILE 18962 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000105 


——MESSAGE FILE 18963 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000106 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 
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Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Single mesh model problem 

Date: Wed, 27 Aug 1997 22:07:25 -0800 
Organization: SCEA News Server 

Lines: 34 

Message-ID: <3405159B.6D6@bc.sympatico.ca> 
NNTP-Posting-Host: vcta01m03-148.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Hi! I'm looking for a hint on how to get started - 


I'm working on an character animation system and I want to have single 
mesh objects. ie - a human would be represented by a single mesh, not a 
hierarchy of parts (Tobal 2, vs. Tobal #1, what a difference!) 


I've found a really cool cheap modeler (Martin Hash 3D www.hash.com) 
that outputs its files in a game ready format (although I have to run 
the models through a filter to convert floats to ints). 


My problem is that my bone system connects individual bones to groups of 
verts, and I can't think of any way to leverage the Yaroze libraries to 
let me do this. The only things I've come up with are: 


1) break the model up into parts as individual TMDs, use the libraries 
to transform the parts according to the bone matrices, then somehow 
figure out where the library puts the transformed verts and suck that 
data out and jam it into my single mesh TMD which then gets transformed 
to world and screen. Seems highly non-optimal. 


2) transform my points a vert at a time using the Matrix functions in 
the library then twiddle the verts in my model accordingly. Unless 
there's a batch multiply that I missed, this too seems highly unoptimal. 


3) trick out the libraries so they think the vert groups are actually 
different objects. This would be optimal, but I can't think of any way 
to do it. Maybe a bunch of dummy objects pointing into different parts 
of the real object's vert array? 


4) Give up. But I don't intend to. 
Any help or suggestions would be hugely appreciated. 


- nick porcino 
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—-MESSAGE FILE 18963 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000106 


—-MESSAGE FILE 18964 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000107 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 


From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: A wacky trick for normalization 

Date: Wed, 27 Aug 1997 22:14:47 -0800 
Organization: SCEA News Server 

Lines: 39 

Message-ID: <34051754.4A49@bc.sympatico.ca> 
NNTP-Posting-Host: vcta01m03-148.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Normalization of a vector normally looks like - 
mag = pow(x*x + y*y , 0.5) 

x /= mag; 

y /= mag; 


However, if you're trying to do everything in integer math, it gets ugly 
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because n*n can overflow, and / and sqrt are somewhat slow. 

I came up with a wacky trick in 2D that will actually allow 
normalization of a vector in 2D using table lookups (thanks to however 
wrote the lovely atan functions in the 3d demos): 


theta = atan2(x, y); 
x = cos (theta); 
y = sin(theta); 


presto, chango, no loss of precision, no integer overflow, supremely 
fast integer based vector normalization. 


My question - 
can anyone think of a way to extend this idea to 3D? My solution looks 
like 


theta = atan2(x, y); 

«1 = cos (theta); 

yl = sin(theta); 

rotate vector around z axis by theta degrees 
phi = atan2(x, z); 

z = sin(theta); 

x = 21 * cos(theta); 

y = yl * sin(theta); 


(That's probably all messed up BTW, but you get the idea). The problem 
is that this version with its 3D rotation is gonna be slower than the 
pow(n, 0.5) version, methinks. 


Anyone got any insights? 


- nick 
—-MESSAGE FILE 18964 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000107 


—--MESSAGE FILE 18965 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000108 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: normals in TMDs 

Date: Wed, 27 Aug 1997 22:17:48 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34051809.2CAB@bc.sympatico.ca> 

NNTP-Posting-Host: vcta01m03-148.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


As a kind of follow up to my last post, I belatedly wonder, do normals 
in TMDs need to be normalized, or can I just use my bare-naked cross 
products? I saw in the docs that light normals are normalized by the 
library. Hope, hope, hope. 


(Spot the guy who's working on adaptively subdividing single mesh NURB 
models in realtime on his Yaroze, or trying to I should say)... 


- nick 
—-MESSAGE FILE 18965 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000108 


—-MESSAGE FILE 18966 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000109 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem makin' a TMD 

Date: Sun, 31 Aug 1997 11:57:52 -0500 

Organization: SCEA News Server 
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Lines: 19 
Message-ID: <3409A28F.19B529CB@ix.netcom. com> 

References: <34026175.80A4028F@ix.netcom.com> <3402AF03.42A6@interactive.sony.com> 
NNTP-Posting-Host: dgr-ill-16.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Developer Support wrote: 


> Manny Najera wrote: 

>> 

> > I'm trying to make a simple 4 sided polygon. This chunk of code is 
> > supposed to make an Ի" 4 NL, but for some reason, it doesn't work. 
>> 

> 

> If you look in the new downloads, samples section of the european 

> site, 

> I've done a set of functions that make it really easy to create TMD's 
> at 

> runtime. 


I saw your program, and it is very nice. But, could you just tell me 
what part of my code is broken, so I can learn something? 


Manny Najera 


—-MESSAGE FILE 18966 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000109 


——MESSAGE FILE 18967 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000110 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Michael Hough <mhough@stanford.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3d and sprites 

Date: Mon, 01 Sep 1997 03:01:17 -0700 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <340A926D.4016810E@stanford.edu> 

Reply-To: mhough@stanord.edu 

NNTP-Posting-Host: Patriarch.Stanford.EDU 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; U) 

X-Priority: 3 (Normal) 


My game (such as it is) is proceeding apace. I've got 3d polygons 
working, and want to intermingle those with sprites in 3d. 


What's the best way to do this? 


I saw a sprite primitive type in the TMD description -- is it 
supported by the Yaroze libs? 


There was also the SCEE 'flying' demo, which used PushMatrix() and 
PopMatrix() and weird global things that scared me off. Is this 
actually simpler than it looks? 


I'm just very happy--stuff's actually been working, and I've got to 
say that the Yaroze and the people behind it are among the cooler of 
things I've ever seen. 


Thanks a lot, 
mike 


—-MESSAGE FILE 18967 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000110 
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—-MESSAGE FILE 18968 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000111 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: 3d and sprites 

Date: 1 Sep 1997 10:57:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <5ue72k$2gk5@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>My game (such as it is) is proceeding apace. I've got 3d polygons 
>working, and want to intermingle those with sprites in 3d. 

Best way is to use a single polygon with a texture on it. It will then 
scale, 
rotate and fit into the 3D world properly. 


Stuart 


—-MESSAGE FILE 18968 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000111 


--MESSAGE FILE 18969 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000112 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Brian Bacon <kyberteknik@geocities.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: I need help with ApplyMatrix 

Date: Tue, 02 Sep 1997 10:27:17 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <340C4C75.5D11@geocities.com> 

NNTP-Posting-Host: 205.238.16.55 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hello, 


I need help with apply matrix. I am doing some advanced 3d 
programming (hehe.. I'm rotating two cubes and a view) everything with 
the cubes works just fine, but when I rotate the view matrix, then use 
Apply Matrix after about the 3rd revolution of the view it will lockup. 
Here is the function I am using: 


[ [RRR k k * * ;k k * 1k k k k k k G'T AR T KKK KKK * * * * * * KK * * KKK 
void RotTransPer (SVECTOR *v0, VECTOR 28 *vl, MATRIX *matrix) 


{ 
VECTOR vt; 
register unsigned long h_z; 


ApplyMatrix(matrix, v0, &vt); 
vt.vx += matrix->t[0]; 
vt.vy += matrix->t[1]; 


vt.vz += matrix->t[2]; 


h_z=(1581056/vt.vz); 
vil->x = (short) ((vt.vx * h_z)>>12); 
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vl->y = (short) ((vt.vy " h_z)>>12); 
} 


[ [RRR k k * KKK KK KKK k k k ND HK * * * * KKK KKK KKK KK KK 


Is there any kind of limitation to ApplyMatrix that might be locking it 
up? And why would it work just fine when I rotate the cubes but not 
when I rotate the view? 
-Brian Bacon 
—-MESSAGE FILE 18969 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000112 


——MESSAGE FILE 18970 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000113 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: bones 

Date: Tue, 02 Sep 1997 22:50:16 -0800 

Organization: SCEA News Server 

Lines: 24 
Message-ID: <340D08A6.5CB4@bc.sympatico.ca> 
NNTP-Posting-Host: vcta01m03-130.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Hi, (referring back to my posts last week in 
scea.yaroze.programming.3d_graphics) has no one got any ideas how I can 
get my single skin mesh models to work using GsLib? I'm looking into MIM 
(or is it MIME?) like in the Dino demo, but since there's only one 
function documented and nothing else that I can find, I'm not too 
hopeful that it's the solution I'm after either. 


To briefly restate my questions - 


1. I want to have single mesh character models deformed by bones, and 
hope to leverage the PlayStation's hardware to do so in order that I 
don't have to transform the vertices associated with bones without the 
aid of the hardware multiplier. 


2. When creating poly's on the fly, is it important that normals be of 
unit length, because if not I'll save a lot time by skipping the 
normalization step. 


3. If I have to normalize the normals, can anyone think of a way to 
extend my wacky theta=atan2 (x,y), normx = sin(theta), normy = cos (theta) 
idea to 3D? Or is there a really fast way to normalize that avoids 
floating point and I haven't been able to think of yet? 


- nick 
—-MESSAGE FILE 18970 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000113 


—-MESSAGE FILE 18971 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000114 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Wilf LaLonde <wilf@objectpeople.on.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Wireframe stuff 

Date: Wed, 03 Sep 1997 22:31:29 -0400 

Organization: The Object People, Inc. 

Lines: 21 

Message-ID: <340E1D81.12A0@objectpeople.on.ca> 

References: <33DFD095.4CA05698@ix.netcom.com> <33e022f2.49958763@205.149.189.29> 
NNTP-Posting-Host: 205.189.159.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Win95; 1) 

To: Mario Perdue <mperdue@hrtc.net> 
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Mario Perdue wrote: 


is the viewing distance from the screen 


> 

> To do a perspective projection. You can use the 
> following: 

> 

> x_screen = Վ" x/z; 

> y_screen = Վ" y/z; 

> 

> where: 

> 

> x_screen, y_screen is the screen location 
Sp Մր. Z is the 3D location 

> 

> 


>But this won't work if you want to draw 3D lines on top of 
existing 3D objects (e.g., to SELECT it). You need the 
correct camera to screen transformation that is buried 
somewhere inside the renderer. Perhaps you know how 

to get hold of it??? 


Wilf 
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—-MESSAGE FILE 18971 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000114 


--MESSAGE FILE 18972 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000115 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Wilf LaLonde <wilf@objectpeople.on.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Hither clipping plane 

Date: Wed, 03 Sep 1997 22:52:52 -0400 

Organization: The Object People, Inc. 

Lines: 29 

Message-ID: <340E2284.6EB@objectpeople.on.ca> 


References: <33C96F70.1C0E@charlie.cns.iit.edu> <33C9DF38.2127@interactive.sony.com> 


NNTP-Posting-Host: 205.189.159.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Win95; I) 

To: Developer Support <dev_support@interactive.sony.com> 


I'm having the same well-known near clipping 
problem. Subdividing everything is too expensive 
and helps but doesn't completely solve the problem. 


If I perform front-clipping on all my triangles, 
the problem is completely solved but I can't 
maintain 32 fps. Because the renderer is 
running on a separate processor in parallel, 
it's really very very difficult to pay for the 
clipping cost on the processor that we all have 
access to. 


What is even more bothersome is that a little 
extra work performing correct clipping is a 
whole lot less work for the renderer than 

heavy duty extra subdivision all over the place. 


Perhaps Sony might be willing to provide a 
slightly slower version of the renderer that 
clips properly. Or, provide a way for us 

to plug in our own renderer. In fact, this 

would allow a number of the more advanced 
programmers an opportunity to develop specialized 
renderers. 


Does anyone know of a good solution? 


Wilf 
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kind of highlights the problem I have with emails - if you're not on the 
group AT THE TIME, you don't get the mails!Maybe if there was a policy 
to post to the appropriate newsgroups as well as the list - but then, 
that makes the mailing list redundant, doesn't it..? At least with posts 
(on the SCEE server, anyway) they sit about for a while-I mean, some 
posts here are well over a year old! 


It's doing my head in! Anyone want to announce a policy of posting to 
NGs as well as the list? Thoughts, Steve D? It would solve most of (if 
not all) the problems people have with the NG if this were to happen... 


Nick F 
—-MESSAGE FILE 2023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00726 


—-MESSAGE FILE 2024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000727 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Fri, 01 May 1998 13:43:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3549C38A.171A@saqnet.co.uk> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <3549C2DF.5ACF@saqnet 
-co.uk> 

Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


It would solve most of (if 
> not all) the problems people have with the NG if this were to happen... 
> 


Doh! Of course, I mean problems with the mailing list :-) 


Nick 
—-MESSAGE FILE 2024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00727 


—-MESSAGE FILE 2025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000728 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 01 May 1998 13:48:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3549C49C.58D6@saqnet.co.uk> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> <6 
hi2q8$31il0@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> 

Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


> The n64 is a high powered rendering machine! Have you played Goldeneye on the 
> harder levels when there lots of baddies. The slowdown is terrible. Even my 
> 233MMX/3dfx pc has problems with some of the latest games comming out. 


Yeah, OK. But consider that the N64 costs less than a 3DFX card. I think 
James means that for a machine priced for the mass-market, the N64 is a 
VERY high powered rendering sys. Obviously a P200 w/ 3DFX is better, but 
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—-MESSAGE FILE 18972 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000115 


—--MESSAGE FILE 18973 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000116 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Wireframe stuff 

Date: Thu, 04 Sep 1997 04:02:51 GMT 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <340e2b7f.44816938@205.149.189.29> 

References: <33DFD095.4CA05698@ix.netcom.com> <33e022f2.49958763@205.149.189.29> <34 
0E1D81.12A0@objectpeople.on.ca> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 03 Sep 1997 22:31:29 -0400, Wilf LaLonde 
<wilf@objectpeople.on.ca> wrote: 


>Mario Perdue wrote: 


>> 

>> ... To do a perspective projection. You can use the 
>> following: 

>> 


>> x_screen = d * x/z; 

>> y_screen = d * y/z; 

>> 

>> where: 

>> 

>> x_screen, y_screen is the screen location 

>> Ky Մ, 2 is the 3D location 

>> d is the viewing distance from the screen 
>> 

>But this won't work if you want to draw 3D lines on top of 
>existing 3D objects (e.g., to SELECT it). You need the 
>correct camera to screen transformation that is buried 
>somewhere inside the renderer. Perhaps you know how 

>to get hold of it??? 


Wilf, 


That's not the question I was answering, but the transformation should 
still work. You would have to first transform your real world 
coordinates into viewspace coordinates, then apply the perspective 
transformation. However, I would think that you could use GsGetLs() to 
obtain a local-to-screen xform matrix for the object in question. Then 
you could apply that matrix to the points on the object that you want 
to connect with lines. I havn't tried this, but it seem reasonable. 


Mario 


—-MESSAGE FILE 18973 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000116 


—--MESSAGE FILE 18974 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000117 

Path: chuka.playstation.co.uk!news 

From: wilf@objectpeople.on.ca 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Hither clipping plane 

Date: 4 Sep 1997 8:24:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 
Message-ID: <S5ulr7s$2gk12@chuka.playstation.co.uk> 
Reply-To: wilf@objectpeople.on.ca 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 
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From: Colin_Hughes@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Wilf, 


The renderer on the Playstation is actually in hardware, so is never going 
to be changed, so the only solutions available to you are variants on sub 
division. 

Full developers face exactly the same problems, as both sets of libs are 
the same in that respect. 


What I'd suggest is for you to seperate near objects into a seperate TMD, 
and enable subdivision of that TMD only.. This is the way some of our game 
demos work, and is also similar to the method used for commercial games. 


Cheers, 


Colin (SCEE) 


To: Colin Hughes 
cc: 
From: news @ playstation.co.uk 


Subject: Re: Hither clipping plane:scea.yaroze.programming.3d_graphics 


From: Wilf LaLonde <wilf@objectpeople.on.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Hither clipping plane 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

To: Developer Support <dev_support@interactive.sony.com> 
I'm having the same well-known near clipping 

problem. Subdividing everything is too expensive 

and helps but doesn't completely solve the problem. 

If I perform front-clipping on all my triangles, 

the problem is completely solved but I can't 

maintain 32 fps. Because the renderer is 

running on a separate processor in parallel, 

it's really very very difficult to pay for the 

clipping cost on the processor that we all have 

access to. 

What is even more bothersome is that a little 

extra work performing correct clipping is a 
whole lot less work for the renderer than 
heavy duty extra subdivision all over the place. 


Perhaps Sony might be willing to provide a 
slightly slower version of the renderer that 
clips properly. Or, provide a way for us 

to plug in our own renderer. In fact, this 

would allow a number of the more advanced 
programmers an opportunity to develop specialized 
renderers. 

Does anyone know of a good solution? 

Wilf 


Page 
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—-MESSAGE FILE 18974 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000117 


--MESSAGE FILE 18975 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000118 
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Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Wireframe stuff 

Date: 4 Sep 1997 8:44:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <5ulsd1$2gk13@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>Wilf, 

>That's not the question I was answering, but the transformation should 
>still work. You would have to first transform your real world 
>coordinates into viewspace coordinates, then apply the perspective 
>transformation. However, I would think that you could use GsGetLs() to 
>obtain a local-to-screen xform matrix for the object in question. Then 
>you could apply that matrix to the points on the object that you want 
>to connect with lines. I havn't tried this, but it seem reasonable. 
>Mario 

I've done it and it does work. I did a reply to a question like this before 
(probably on in the european newsgroups). 


Stuart 


—-MESSAGE FILE 18975 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000118 


——MESSAGE FILE 18976 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000119 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Hither clipping plane 

Date: 4 Sep 1997 8:52:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <5ulss1$2gk14@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


Changing projection distance (GsSetProjection, default is 1000) can help a 
bit 


Stuart 


—-MESSAGE FILE 18976 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000119 


--MESSAGE FILE 18977 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000120 
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Path: chuka.playstation.co.uk!news 

From: wilf@objectpeople.on.ca 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Hither clipping plane 

Date: 4 Sep 1997 10:29:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 83 

Message-ID: <5um2i1$2gk15@chuka.playstation.co.uk> 
Reply-To: wilf@objectpeople.on.ca 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Test reply, please ignore. 


To: Paul Holman 
eos 
From: news @ playstation.co.uk 


Subject: Re: Hither clipping plane:scea.yaroze.programming.3d_graphics 


From: wilf@objectpeople.on.ca 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Hither clipping plane 

From: Colin_Hughes@Playstation.sony.com 

To: news@playstation.co.uk 


Hi Wilf, 

The renderer on the Playstation is actually in hardware, so is never going 
to be changed, so the only solutions available to you are variants on sub 
division. 

Full developers face exactly the same problems, as both sets of libs are 
the same in that respect. 

What I'd suggest is for you to seperate near objects into a seperate TMD, 
and enable subdivision of that TMD only.. This is the way some of our game 
demos work, and is also similar to the method used for commercial games. 


Cheers, 
Colin (SCEE) 


Los Colin Hughes 
olor 
From: news @ playstation.co.uk 


Subject: Re: Hither clipping plane:scea.yaroze.programming.3d_graphics 


From: Wilf LaLonde <wilf@objectpeople.on.ca> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Hither clipping plane 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

To: Developer Support <dev_support@interactive.sony.com> 
I'm having the same well-known near clipping 
problem. Subdividing everything is too expensive 
and helps but doesn't completely solve the problem. 
If I perform front-clipping on all my triangles, 
the problem is completely solved but I can't 
maintain 32 fps. Because the renderer is 

running on a separate processor in parallel, 

it's really very very difficult to pay for the 
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clipping cost on the processor that we all have 


access to. 


What is even more bothersome is that a little 


extra work performing correct clipping is a 
whole lot less work for the renderer than 


heavy duty extra subdivision all over the place. 
Perhaps Sony might be willing to provide a 
slightly slower version of the renderer that 
clips properly. Or, provide a way for us 

to plug in our own renderer. In fact, this 

would allow a number of the more advanced 
programmers an opportunity to develop specialized 


renderers. 


Does anyone know of a good solution? 


Wilf 


—-MESSAGE FILE 18977 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000120 


--MESSAGE FILE 18978 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000121 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: What is Truespace? 

Date: 6 Sep 1997 02:56:17 GMT 

Organization: WermxX Software 


Lines: 9 


Message-ID: <0lbcba70S40ba83c0Sb6bf43ce@wkwerner> 
NNTP-Posting-Host: 
X-Newsreader: Microsoft Internet News 4.70.1161 


I saw some peopl 


եռ 


port82.con2.com 


le were using Truespace. I bought into the 3ds, but I am 


curious... is Truespace a commercial product or freeware or shareware? The 
fact that it handles tim and rsd might make it useful for me. (I also find 
3ds to be bewildering, and would like to use something a little more geared 


to the 3d modell 


Wayne K. Werner 


wkwerner@con2.com 


ing novice. 


—-MESSAGE FILE 18978 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000121 


——MESSAGE FILE 18979 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000122 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 


Lines: 36 


References: <33] 


809) 


Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: How fast is fast? 

Date: 6 Sep 1997 03:41:05 GMT 

Organization: WermxX Software 


Message-ID: <01lbcba76$82a3a040Sb6bf43ce@wkwerner> 


E84.191E@charlie.cns.iit.edu> <5otr2k$fv51l@chuka.playstation.co.uk 


> <33BFCA2D.1C4F@charlie.cns.iit.edu> 
NNTP-Posting-Host: 


port82.con2.com 


X-Newsreader: Microsoft Internet News 4.70.1161 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 


> /* Don't try this at home, kids!!! :-) */ 

> for ( angle=0 ; angle<360 ; anglet+ ) { 

> sin_table[i] = sin( (angle * PI) / 180 ); 
> cos_table[i] = cos( (angle * PI) / 180 ); 
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^ shouldn't this be angle? 


This might work quite a bit faster (eliminating the fp * and especially the 
/): 


// assuming sin_table and cos_table are global 
void make_trig_tables (void) { 


float angle = 0; 
int degree; 


for (degree = 0; degree < 360; degreett) { 


sin_table [degree] sin(angle); 
cos_table[degree] = cos(angle); 


angle += (PI / 180); 
} 


Since PI and 180 are constants, (PI / 180) is evaluated at compile time. 
The mult and divide have been replaced with a simple add. It doesn't 
address the real bottleneck, of course, the trig calcs. If you try it, 
please let me know how the results compare with your original calc! 


Wayne K. Werner 
wkwerner@con2.com 
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—-MESSAGE FILE 18979 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000122 


—-MESSAGE FILE 18980 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000123 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: What is Truespace? 

Date: Sat, 06 Sep 1997 04:12:37 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3410d7dd.42362007@205.149.189.29> 
References: <Olbcba70$40ba83c0S$b6ébf43ce@wkwerner> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Wayne, 


TrueSpace is a commercial product from Caligari. If you'd like more 
information they have a web page at www.caligari.com 


Mario 


On 6 Sep 1997 02:56:17 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>I saw some people were using Truespace. I bought into the 3ds, but I am 
>curious... is Truespace a commercial product or freeware or shareware? The 
>fact that it handles tim and rsd might make it useful for me. (I also find 
>3ds to be bewildering, and would like to use something a little more geared 
>to the 3d modelling novice. 

>—— 

>Wayne K. Werner 

>wkwerner@con2.com 

> 


—-MESSAGE FILE 18980 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000123 


—-MESSAGE FILE 18981 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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003d_graphics/00000124 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: A reply to one of Nick's questions. 

Date: 8 Sep 1997 12:01:01 GMT 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <0Olbcbc4fS$8c5a55e0S$0e9f22cfeSmarttNet.smartt.com> 
NNTP-Posting-Host: vict-—mx0100101.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hey Nick! You know, one of the reasons people may not be replying to your 
messages is that your crazy Mac newsreader does something wierd so that 
when I try to reply to your messages, the reply text I type in comes out in 
symbol font. It's an extremely peculiar behavior. What newsreader are you 
using???? 


Anyway, here's an idea to solve your problem. You still could perform the 
formula listed below, but do it using fixed point series expansions. I 
don't know what kind of gain you'd get, but it's worth a look. You could 
use series expansions converted into fixed point, and then reduce the 
equations to come up with an expansion that will cover your formula. 


You formula would break down to 


z = sin(atan(x/y) ) 
x = cos(atan(x/y)) “ 2 
y = Ssin(atan(x/y)) ^ 2 


These could then be reduced using the the following expansions: 


sin(x) = x - 1/6x*3 + 1/120x*5 - 1/5040x*7 + 1/3628802՞9 
cos(x) = 1 - 1/2x^2 + 1/24x*4 - 1/720x*6 + 1/40320x%*8 
atan(x) = x - 1/3x*3 + 1/5x*5 - 1/7x*7 + 1/9 x^9 


I leave it to you to plug these in and do the reductions. After doing the 
reductions you'll have an idea of how many multiply and divides this leads 
to. It may be rediculous, but hey, it's an idea. 


-Chris 


>theta = atan2 (x, y); 

>x1 = cos (theta); 

>yl = sin(theta); 

>rotate vector around z axis by theta degrees 


ChrisB Notes: Did you mean to use phi in the next calcs?? :-) If so, my 
formula's above will need to be adjusted. 


>phi = atan2(x, 2): 
>z = sin(theta); 

>x = xl * cos(theta); 
>y = yl * sin(theta); 


-—-MESSAGE FILE 18981 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000124 


—-MESSAGE FILE 18982 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000125 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: A reply to one of Nick's questions. 

Date: Mon, 08 Sep 1997 23:40:47 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <3414FD7E.2EE5@bc.sympatico.ca> 

References: <Olbcbc4f$8c5a55e0$0e9f22cf@SmarttNet.smartt.com> 
NNTP-Posting-Host: vcta01lm02-62.bctel.ca 


Net Yaroze newsgroups message dump.txt Page 12818 


Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Actually I'm using good ol' Netscape. I've been doing some posting in 
Japanese (yeah what a show-off :-P ), and maybe Netscape is inserting 
some weird encoding in the message or something. I've attempted to reset 
what I've done, hope this message is respondable-to. 


I'll have a look at your monstrous polynomials. If I can use an 
approximation they'll probably help. But maybe I don't need to shrink my 
normals to unit length... 

I think I'll try again with just one of my questions in the hopes that 
it'll save me work. (Let me state that the reason I'm asking this 
question and not just trying it out for myself is that I have non-lit 
TMDs constructed on the fly working properly, but my lit polys are 
invisible. I'm trying to debug them, and am trying to eliminate 
potential sources of the problem): 


Question: Do normals in TMDs have to be of unit length, or will any old 
normal do? 


Does anyone know? 


- nick 
—-MESSAGE FILE 18982 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000125 


——MESSAGE FILE 18983 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000126 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: A reply to one of Nick's questions. 

Date: Tue, 09 Sep 1997 09:31:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <34150952.6D6A5DF3@micronetics.com> 

References: <Olbcbc4f$8c5a55e0$0e9f22cf@SmarttNet.smartt.com> <3414FD7E.2EE5@bc.symp 
atico.ca> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Nick Porcino wrote: 


> Question: Do normals in TMDs have to be of unit length, or will any old 
> normal do? 
> 


Nick, they have to be normaized. But remember ONE=4096 so you will have 
to scale ema bit. 


Jim 
—-MESSAGE FILE 18983 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000126 


—-MESSAGE FILE 18984 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000127 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: walter griswold <walterg@mindspring.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: TMD axes 

Date: Thu, 18 Sep 1997 23:39:49 -0700 

Organization: MindSpring Enterprises, Inc. 
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Lines: 13 
Message-ID: <34221E34.D6786C07@mindspring.com> 
NNTP-Posting-Host: user-2k7i80u.dialup.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hey everybody: 

I don't really know where to send this, so it goes here. The 
question is: I have been able to create a TMD file consisting of 
multiple objects, like an action figure. However, there seems to be no 
direct way to assign local axes to each part, which makes using separate 
objects almost pointless. (In case anyone hadn't guessed already, this 
is intended to fuel a 3d fighting game.) Is there a utility for this, or 
perhaps some way to assign axes at the modellign phase of design where 
the TMD file will recognise them? This is something of a brick wall for 
me, and I need to get past it soon. . . any help would be appreciated. 

Thanks in advance 

Walter Griswold 


—-MESSAGE FILE 18984 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000127 


——MESSAGE FILE 18985 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000128 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3D -- Please, please help! 

Date: Thu, 18 Sep 1997 22:20:28 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <342219A9.DD0@bc.sympatico.ca> 

References: <3420B843.17E3@ix.netcom.com> 

NNTP-Posting-Host: vcta01lm04-63.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:128 scee.yaroze.pr 
ogramming.3d_graphics:316 


Re your long message - 

how about posting your code? you could e-mail me a zip archive if it's 
too big to post, and I'd be willing to take a look. 
(Nick_Porcino@bc.sympatico.ca) 


I've got a program *almost* working which does everything it sounds like 
you're trying to do (except under really weird circumstances I haven't 
tracked down yet, I too get a squashed prism). 


I'd post my code for people to look at, except I just had a revelation 
about TMD structures and am massively revising the library I'm working 
on. And it's gonna support bones within the TMD framework. Yeah, me'n'my 
bones again... 


- nick 
—-MESSAGE FILE 18985 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000128 


—-MESSAGE FILE 18986 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000129 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: A reply to one of Nick's questions. 

Date: Thu, 18 Sep 1997 22:28:42 -0800 
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Organization: SCEA News Server 

Lines: 28 

Message-ID: <34221B98.7AD5@bc.sympatico.ca> 

References: <Olbcbc4f$8c5a55e0$0e9f22cf@SmarttNet.smartt.com> <3414FD7E.2EE5@bc.symp 
atico.ca> <34150952.6D6A5DF3@micronetics.com> <341CE849.48A2@bc.sympatico.ca> ՀՕԼԵՇՇ 
1c4S$5edb1c60$c793989e@fourny.demon.co.uk> 

NNTP-Posting-Host: vcta01lm04-63.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:129 


Well here you go, Grim, and anyone else. An integer square root. It 
works on 32 bit numbers and 16.16 fixed point. I assume it works on 
other species of fixed point numbers as well, although I haven't tried 
it yet. 


This code was the result of a contest we had in the bad old days in 
comp.graphics.algorithms (back in the early 80's) to come up with the 
world's most efficient square root routine. Unfortunately, I don't know 
who wrote it, because back then I was a punk who was just happy to snag 
some codez and get back to coding. 


#define STEP (k) s = r + (1L << k * 2); r >>= 1; N 
if (s < v) { v — s; r |= (1L << k * 
2); ) 
u_long Sqrt(u_long n) 
{ 
u_long r = 0, s, v =n; 
STEP (15); STEP (14); STEP (13); STEP (12); 
STEP (11); STEP (10); STEP (9): 
STEP (8) ; 
STEP (7); STEP (6) ; 
STEP (5); STEP (4); 
STEP (3); STEP (2): 
STEP (1); STEP (0): 


return r; 
} 
—-MESSAGE FILE 18986 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000129 


—--MESSAGE FILE 18987 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000130 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: TMD axes 

Date: Thu, 18 Sep 1997 22:38:02 -0800 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <34221DC6.26B2@bc.sympatico.ca> 

References: <34221E34.D6786C07@mindspring.com> 

NNTP-Posting-Host: vcta01lm04-63.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Walter wrote: 
>>>>>>>>>>>>>>>>>>>>> 
Hey everybody: 

I don't really know where to send this, so it goes here. The 
question is: I have been able to create a TMD file consisting of 
multiple objects, like an action figure. However, there seems to be no 
direct way to assign local axes to each part, which makes using separate 
objects almost pointless. (In case anyone hadn't guessed already, this 
is intended to fuel a 3d fighting game.) Is there a utility for this, or 
perhaps some way to assign axes at the modellign phase of design where 
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then a Silicon Graphics workstation is even better than that... where 
does it end? 


Goldeneye r00Lz, BIW ;-)Best game of 97, anyone? 


Nick F 
—-MESSAGE FILE 2025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00728 


—-MESSAGE FILE 2026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000729 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Best console games... 

Date: Fri, 01 May 1998 14:06:02 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <3549C8BA.338@saqnet.co.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at14-034.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi all, 


I'm bored with technical discussions, theorising about PS 2 and bitching 
about Sony support/mailing lists etc!!! 


So, let's make a list of our top 3 games on the "now-generation" 
consoles :-) (ie N64, PS and Saturn - yes, Saturn!)Try to avoid really, 
really new-ish stuff like RE2 unless you absolutely think it is really 
deserving. I mean, I was tempted but here's what I came up with... 


1) Goldeneye (N64) 

- as a masterpiece of game design, you can't beat it. It revived the 
tired (IMHO) first-person shooter genre singlehandedly. More influential 
than you might reckon, too - look for its influence in potential 
megahits Metal Gear Solid (PS) and Mission Impossible (N64). Oh, and the 
multiplayer mode rules. If you haven't played it, you're missing out. 


2) Resident Evil: Director's Cut (PS) 

- Heh! Only put RE:DC down because I reckon 2 is too new to go up here 
:-) I wasn't too keen on FFVII's fighting system - I prefer the RE style 
of gameplay. Beautiful graphics, atmosphere and sound. Plus, I love 
zombie and horror movies. Indeed, I love movies in general... and RE is 
the best implementation of the concept of "interactive movie" I've seen. 
"Director's Cut" - genius!!! 


3) Virtua Fighter 2 (Saturn) 

— Tekken only just overtook VF II with Tekken 3 IMHO. However, VF 2 was 
there years earlier and the Saturn version is just...perfect. As a 
graphics tart, I rate VF2 over Fighters Megamix. Beat-em up perfection - 
a brilliantly simple control system, etc etc. 


Yeah - 1 for each system, I know. Cop out? I was tempted to put FFVII 
up, as well as Sega Rally, Mario 64, Gran Turismo, and Tomb Raider II - 
but in my heart of hearts these 3 are my favourite games. So sue me =) 


Nick "your turn" F 


PS Don't bother with 16-bit stuff please. I reckon the latterday 

"next-gen" machines have been about long enough that most people can 

pick 3 games on them they love!And no PC stuff either...:-) 

—-MESSAGE FILE 2026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00729 


-—-MESSAGE FILE 2027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000730 
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the TMD file will recognise them? This is something of a brick wall 
me, and I need to get past it soon. . . any help would be appreciate 
Thanks in advance 
Walter Griswold 
<<<<<<<<<<<<<<<<<<<<<<<<<<<<<< 


The easiest way I know to deal with this is to identify attachment 
points (make dummy verts at a known index if you have to) then when 
create your local matrices for the parts, use the dummy vert as the 
initial translation for the part. It's best to model your figure in 
"canonical" pose, like the daVinci drawing of the naked guy in the 
circle so that it's trivial to attach your parts and calc limits of 
rotation, etc. Then you can use the parent field of the coordinate 
structures to get your hierarchical calcs going. 


BTW, wanna get on the bones bandwagon? The TMD lib I'm making right 
is specifically oriented to character animation. I'm working on the 


for 
d. 


you 


now 


assumption that characters are going to be single meshes (with no extra 


parts) animated by bones embedded in the mesh (as rotation matrices 
linked to certain verts). I'm still casting around for ideas on ways 


efficiently move groups of verts according to these matrices, and that's 


what the release of the library is waiting for (it's also waiting on 
NURB tesselator, but one thing at a time). I know the PSX can do it. 
Tobal 2 and The Lost World are existence proofs of real time mesh 
warping and how good it looks. 


— nick 


to 


my 
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-—-MESSAGE FILE 18987 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000130 


——MESSAGE FILE 18988 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000131 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 


ony.com 
From: mperdue@hrtc.net (Mario Perdue) 


programming. 3d_graphics, scee.yaroze.programming 
Subject: Re: 3D -- Please, please help! 

Date: Fri, 19 Sep 1997 15:52:18 GMT 
Organization: SCEA News Server 

Lines: 21 

Message-ID: <34229e54.1101978@205.149.189.29> 
References: <3420B843.17E3@ix.netcom.com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:131 scee.yaroze.pr 


ogramming.3d_graphics:317 


When you have to keep track of local, world, view and screen 
coordinates, 3D can get confusing real quick! 


I've been looking at the demos 3D, 3D2 to 3D9 this morning, and they 
do a pretty good job of demonstrating most of the operations you are 
having trouble with. Have you looked at these yet? If not, I would 
recommend that you start there. 


Mario 


On Thu, 18 Sep 1997 00:12:35 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>(Note, this is rather long; please read at least the first 
>few paragraphs, as I am rather desperate for help at this 


>point....) 

> 

>Could someone please help me out? 

> [snip] 

>Someone.... Anyone.... Help.... Please.... 


—-MESSAGE FILE 18988 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000131 
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——MESSAGE FILE 18989 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000132 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming. 3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Fri, 19 Sep 1997 21:04:21 -0500 

Organization: The Implementor 

Lines: 19 

Message-ID: <34232F25.4227@ix.netcom.com> 

References: <3420B843.17E3@ix.netcom.com> <34229e54.1101978@205.149.189.29> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:132 scee.yaroze.pr 
ogramming.3d_graphics:318 


Quoth thee: 

ree J 

I've been looking at the demos 3D, 3D2 to 3D9 this morning, and 
they do a pretty good job of demonstrating most of the operations 
you are having trouble with. Have you looked at these yet? If not, 
I would recommend that you start there. 


V V V V — 


I have checked out 3d.zip, as well as some others (though not the 
other 3d#.zip series), but they all seem to either do things that 

I do not need (thus obscuring the vital parts that I am trying to 
figure out), or else they do things in ways other than those which 
I am attempting to accomplish (i.e., using GSRVIEW2 instead of 
GsRVIEW, etc.). That is why I am hoping that someone can help by 
supplying simple fragments which do no more than the isolated tasks 
that I mentioned. 
I've had no trouble with the 2D side of things, but the rather odd 

organization of the 3D libs, combined with the less-than-accurate 

translation of the manuals, seems to be providing a mighty 

challenge, to say the least. 

--MESSAGE FILE 18989 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000132 


——MESSAGE FILE 18990 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000133 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming. 3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Sat, 20 Sep 1997 02:42:27 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34233741.40257711@205.149.189.29> 

References: <3420B843.17E3@ix.netcom.com> <34229e54.1101978@205.149.189.29> <34232F2 
5.4227@ix.netcom.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:133 scee.yaroze.pr 
ogramming.3d_graphics:319 


On Fri, 19 Sep 1997 21:04:21 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I have checked out 3d.zip, as well as some others (though not the 
>other 3d#.zip series), but they all seem to either do things that 
>I do not need (thus obscuring the vital parts that I am trying to 
>figure out), or else they do things in ways other than those which 
>I am attempting to accomplish (i.e., using GsRVIEW2 instead օք 
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>GsRVIEW, etc.). That is why Լ am hoping that someone can help by 
>supplying simple fragments which do no more than the isolated tasks 
>that I mentioned. 


I'm confused; what is GsSRVIEW? My docs only refer to GsRVIEW2. 


Anyway, I'd still recommend that you look at some of the 3D#.ZIP 
files. They're pretty basic, but that makes them easier to understand. 


>I've had no trouble with the 2D side of things, but the rather odd 
>organization of the 3D libs, combined with the less-than-accurate 
>translation of the manuals, seems to be providing a mighty 
>challenge, to say the least. 


3D is challenging no matter who's library you're using. 


Mario 
—-MESSAGE FILE 18990 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000133 


—--MESSAGE FILE 18991 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000134 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming. 3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Fri, 19 Sep 1997 23:05:08 -0500 

Organization: The Implementor 

Lines: 17 

Message-ID: <34234B74.1D25@ix.netcom.com> 

References: <3420B843.17E3@ix.netcom.com> <34229e54.1101978@205.149.189.29> <34232F2 
5.4227@ix.netcom.com> <34233741.40257711@205.149.189.29> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:134 scee.yaroze.pr 
ogramming.3d_graphics: 320 


Quoth thee: 


[s s 2222 al 
> I'm confused; what is GSRVIEW? My docs only refer to GsRVIEW2. 


Oops, sorry, that was a typo on my part. 


> Anyway, I'd still recommend that you look at some of the 3D#.ZIP 
> files. They're pretty basic, but that makes them easier to 
> understand. 


I took a look at some of those after my last posting, but they still 
do not seem to be helping; they still have too much "extra" (such as 
sound, etc.) that I do not need, which is slowing me down; also, 

the ones that I have checked so far seem to all be using the 
GsRVIEW2 (reference) format for the viewpoint. 


Leies] 
--MESSAGE FILE 18991 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000134 


—-MESSAGE FILE 18992 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000135 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 
From: Mike Fulton <mfulton@playstation.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Z-sorting really means *Z* sorting! 
Date: Mon, 22 Sep 1997 17:56:03 -0700 
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Organization: Sony Computer Entertainment America 
Lines: 40 

Message-ID: <342713A3.37D1@playstation.sony.com> 
References: <33CA4E02.7487@charlie.cns.iit.edu> <33CB278F.38CF@bc.sympatico.ca> <33D 
OF343.2A14@charlie.cns.iit.edu> 

Reply-To: mfulton@playstation.sony.com 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


d Federmeyer wrote: 
Cool! This did the trick! 


The problem seems to be that the Z-coordinate used to insert a 
polygon into the OT is the *average* Z-coordinate for all the 
vertices of the poly. 


In my case, the horizontal poly would have a lower *average* 

Z-coordinate than the vertical poly that was above it, and Տօ 
the horizontal poly would get sorted after the vertical poly 

and partially cover it up. 


When the vertical poly moved forward enough that it's average 
Z-coordinate was less than the horizontal's, the vertical 
poly would pop into full view. 


The multiple OT's allow the vertical poly to "fake out" the 
horizontal poly! 


Thanks! 
Ed Federmeyer 


VVVVVVVVVVVVVV VV VV VV Էյ 


Ed, the problem you mentioned is not limited to a horizontal versus a 
vertical polygon. It can just as easily popup with two polygons of the 
same orientation. 


Using a higher-resolution ordering table can help in some cases, but 
usually the best solution is to subdivide polygons which exceed a 
certain size. This will ensure that the resulting segments are drawn at 
the right priority compared to smaller polygons in the same region. 


The basic idea of subdivision isn't all that different from Z-buffering, 
which essentially breaks objects down pixel by pixel, but it's much 
faster and requires much less memory. It's not a perfect solution; you 
may still see glitches occasionally, but they should be much less 
serious and less frequent. 


Mike 
-—-MESSAGE FILE 18992 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000135 


—--MESSAGE FILE 18993 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000136 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "INCOPE S.L." <incope@leader.es> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Rsdlink 

Date: Wed, 01 Oct 1997 13:56:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <34323A51.33D2@leader.es> 

NNTP-Posting-Host: infv66.leader.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [es] (Winl6; I) 

CC: gandalf.leader.es 
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I'm a netyaroze owner who has created a 3d model in 3d Studio Max, i 
export it as as .dxf file, then i load it into the rsdtool modelling 
program to add textures (.tim files) to the model but when i use the 
rsdlink program to convert it into a .TMD file and finally add it toa 
typical ps program (3d demo examples) i can see the model but with no 
textures. I have followed the instructions carefully (make sure the .tim 
files are in the same directory, etc.) but with no luck. 


I would appreciate any help, and specially if somebody could tell me the 
best way to go about creating models, converting files, etc with the 
above package. 


thanks in advance! 
Ramon De Abreu 


Ps. are there any net yaroze owners like me that live in Spain? 

Send me an email to incope@leader.es 

—-MESSAGE FILE 18993 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000136 


——MESSAGE FILE 18994 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000137 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "INCOPE S.L." <incope@leader.es> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Rsdlink ... 

Date: Wed, 01 Oct 1997 13:56:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <34323A73.2A6F@leader.es> 

NNTP-Posting-Host: infv66.leader.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [es] (Winl6; I) 

CC: incope@leader.es 


I'm a netyaroze owner who has created a 3d model in 3d Studio Max, i 
export it as as .dxf file, then i load it into the rsdtool modelling 
program to add textures (.tim files) to the model but when i use the 
rsdlink program to convert it into a .TMD file and finally add it toa 
typical ps program (3d demo examples) i can see the model but with no 
textures. I have followed the instructions carefully (make sure the .tim 
files are in the same directory, etc.) but with no luck. 


I would appreciate any help, and specially if somebody could tell me the 
best way to go about creating models, converting files, etc with the 
above package. 


thanks in advance! 
Ramon De Abreu 


Ps. are there any net yaroze owners like me that live in Spain? 

Send me an email to incope@leader.es 

—-MESSAGE FILE 18994 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000137 


——MESSAGE FILE 18995 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000138 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Updated RSDtool Available 

Date: Tue, 14 Oct 1997 11:34:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6lvifhSe3p6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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http://www.netyaroze-europe.com/yaroze/ftp/comp/3dtools/rsdtool.zip 


—-MESSAGE FILE 18995 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000138 


——MESSAGE FILE 18996 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000139 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Updated RSDtool Available 

Date: 17 Oct 1997 20:35:22 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <0Olbcdb3c$b08ecac0$54b664ce@jack-shit> 

References: <6lvifhSe3p6@chuka.playstation.co.uk> 
NNTP-Posting-Host: pdx-tcl-19.triax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


There is a bug. At least it appears to be a bug to me. I was texturing a 
flat plane consisting of two triangles to form a square with a 256x256 
texture. One-half for each side of the square. In my .MAT file it used the 
coords 256. RSDLINK thought this was ok, but when I went to run my program 
it turned out that one half of the plane was garbage. SO to fix this I had 
to hand edit my .MAT file and change any coords of 256 to 255. In addition 
it appeared (if I am remembering correctly) that the first line used 255 
but lines after that used 256. Hope this helps anyone who experiences 
Similar problems. =) 


Now a question... What is the max size of a texture you can use with 
RSDTOOL and with the Yaroze in general? Thanks. 


Benjamen Siroshton 


SCEE <dev_support@interactive.sony.com> wrote in article 
<6lvifhSe3p6@chuka.playstation.co.uk>... 

> http://www.netyaroze-europe.com/yaroze/ftp/comp/3dtools/rsdtool.zip 

> 

> 

> 

—-MESSAGE FILE 18996 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000139 


——MESSAGE FILE 18997 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000140 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Updated RSDtool Available 

Date: Fri, 17 Oct 1997 21:11:02 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3447d3da.23033872@205.149.189.29> 

References: <6lvifhSe3p6@chuka.playstation.co.uk> <0Olbcdb3cS$b08ecac0$54b664ce@ jack-s 
hit> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 17 Oct 1997 20:35:22 GMT, "Benjamen Siroshton" <ben@triax.com> 
wrote: 


> 

>[snip] 

> 

> Now a question... What is the max size of a texture you can use with 
>RSDTOOL and with the Yaroze in general? Thanks. 

> 
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The size of a texture page is 256x256, therefore the maximum size of a 
texture would also be 256x256. 


Mario 
-—-MESSAGE FILE 18997 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000140 


—-MESSAGE FILE 18998 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000141 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3D & 2D 

Date: 19 Oct 1997 19:43:40 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <0lbcdcc7$d04ad8e0S$a9b664ce@ jack-shit> 
NNTP-Posting-Host: pdx-tc2-40.triax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I am having problems using a GsSPRITE with my 3D objects. Should I be 
having a problem or should these two types be able to intermingle just 
fine? I can see my 3D stuff but the sprite refuses to show itself. Do I 
have to leave behine GsSPRITE? and simply use a 2D plane and pretend it is 
a sprite? Any help greatly appreciated. Thanks. 


ben 


—-MESSAGE FILE 18998 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000141 


—-MESSAGE FILE 18999 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000142 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3D & 2D 

Date: Sun, 19 Oct 1997 23:23:59 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <344a9617.30486737@205.149.189.29> 

References: <Olbcdcc7$d04ad8e0Sa9b664ce@jack-shit> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 19 Oct 1997 19:43:40 GMT, "Benjamen Siroshton" <ben@triax.com> 
wrote: 


> 

> I am having problems using a GsSPRITE with my 3D objects. Should I be 
>having a problem or should these two types be able to intermingle just 

>fine? I can see my 3D stuff but the sprite refuses to show itself. Do I 

>have to leave behine GsSSPRITE? and simply use a 2D plane and pretend it is 

>a sprite? Any help greatly appreciated. Thanks. 

> 


Ben, 


Drawing the sprite on a 2D plane is the best approach. That way you 
can position the sprite where ever you want in 3D space and have it 
drawn correctly. 


Mario 
—-MESSAGE FILE 18999 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000142 


—-MESSAGE FILE 19000 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000143 
Path: chuka.playstation.co.uk!news 
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From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: 3D & 2D 

Date: Mon, 20 Oct 1997 14:36:19 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 23 

Message-ID: <344AB593.4A7B@peace.co.nz> 
References: <0Olbcdcc7S$d04ad8e0S$a9b664ce@ jack-shit> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Benjamen Siroshton wrote: 
> 
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> I am having problems using a GsSPRITE with my 3D objects. Should I be 


> having a problem or should these two types be able to intermingle just 


> fine? 


I've got 2D and 3D stuff onscreen at once just fine. 


No special code either. 


I'm drawing my 3D first and then doing a GsSortSprite() on my sprite with 


priority 0. 


If you want sprites to intermingle with 3D objects 
rotation matrices and viewpoints like 3D objects), 


(that is, be affected by 
then I think you can 


have a 3D model which points to a sprite. Instead of a polygon face, you 


see the sprite instead. Not sure where I read this, 
file format (See the MAT part). 


J 


==PEACE COMPUTERS 


maybe see the RSD 


==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Unzip, expand, inflate, explode...what pervert came up with this? 
—-MESSAGE FILE 19000 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000143 


--MESSAGE FILE 19001 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000144 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Tim O'Neil <goneil@chat.carleton.ca> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: 3D & 2D 

Date: Mon, 20 Oct 1997 22:26:25 -0400 
Organization: SCEA News Server 

Lines: 25 

Message-ID: <344C12D0.7FF@chat.carleton.ca> 


References: <Olbcdcc7$d04ad8e0S$a9b664ce@jack-shit> <344a9617.30486737@205.149.189.29 


> 

NNTP-Posting-Host: obatanga.chat.carleton.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Mario Perdue wrote: 


> 

> Ben, 

> 

> Drawing the sprite on a 2D plane is the best approach. That way you 
> can position the sprite where ever you want in 3D space and have it 
> drawn correctly. 

> 

> Mario 

This is however not the most efficient way. It all depends on how you 
want to use the sprite. If you want it for some sort of information 


that you use all the time (ie. player stats or menus) 


then the GsSPRITE 


is a better approach (both because it is more straight-forward and gives 
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better performance), but if you want to label playerl, player2, etc with 
little arrows over them (in a racing game for example), then the polygon 
surface is probably better. 


As to exactly how to get them both to appear at the same time, try 
getting the sprites to display by themselves first, if you get that far, 
then it is just a matter of altering the priority of the sprite to get 
it to mix right (remember that the scaling attribute is the shifted-12 
notation ... 4096 = no scaling... I got caught for a while on that). 


Good Luck 
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—-MESSAGE FILE 19001 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000144 


——MESSAGE FILE 19002 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000145 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Multiple 3D Objects with 1 Model 
Date: 26 Oct 1997 03:26:15 GMT 
Organization: SCEA News Server 

Lines: 86 

Message-ID: <0Olbcelbf$6e7fbe80$99b664ce@jack-shit> 
NNTP-Posting-Host: pdx-tc2-24.triax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


How can I have multiple objects with the same model. Heres some code. 
Please tell me what I am doing wrong.. Thanks in Advance. 


Some of this code I pulled from a demo or somewhere, so if it looks 
familiar .. thanks for the code. =) 


This code only will show me ONE object.. ??? 


Benjamen Siroshton 


/* SOME INFO ON VARIABLES */ 


typedef struct { 
GsDOBJ2 object; // Object Handler 
int x, y ,Z; // Translation 
int rx, ry, rz; // Rotation 
long sx, sy, sz;// Scale 
int RotSpeed; // Rotation Speed 
int Visible; // Is Visible? 

} Object; 


#define NumOfPlanes 10 
Object Plane[NumOfPlanes]; 


/* INITIALIZE THE MODEL(s) */ 


u_long *dop; 
GsDOBJ2 *objp; 


dop = (u_long *) _1P2TRI_ADDRESS; /* the top address of modeling data */ 
dopt+; /* header skip */ 
GsMapModelingData(dop); /* map the modeling data to real address */ 
doptt; 
Objnum = *dop; /* get the number of objects */ 
doptt; /* inc the address to link to the handler */ 
for (lp=0; lp<NumOfPlanes;1lp++t) í 

Plane[lp].x = 0; 

Plane[lp].y 0; 

Plane[lp].z = 0; 

Plane[lp].rx = 3796; 
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Plane[lp].ry = 0; 
Plane[lp].rz = 2496; 
// --- increasingly make the next object smaller 
Plane[lp].sx = 3310-(1p*30); 
Plane[lp].sy = 3760-(1p*30); 
Plane[lp].sz = 3850-(1p*30); 
oe 
Plane[lp].RotSpeed = 30-lp; 
Plane[lp].Visible = TRUE; 


/* Link TMD data and Object Handler */ 
GsLinkObject4((u_long)dop, &Plane[lp].object, 0); 


Plane[lp].object.coord2 = &DWorld; 
Plane[lp].object.attribute = 0; 
} // end of FOR loop 


/* IN THE MAIN HERE IS HOW I INSERT IT INTO THE ORDERING TABLE */ 


for (1թ-0: lp<NumoOfPlanes; 1lp+t) { 
if (Plane[lp].Visible) { 
transformMatrix = GsIDMATRIX; 
setVector(&rotate, Plane[lp].rx, Plane[lp].ry, Plane[lp].rz); 
RotMatrix(é&rotate, &transformMatrix); 
setVector(&scale, Plane[lp].sx,Plane[lp].sy,Plane[lp].sz); 
ScaleMatrix(&transformMatrix, &scale); 


Plane[lp] .object.coord2->coord = transformMatrix; // set trans 


formation 
on object 


Plane[lp] .object.coord2->flg = 0; // flag object as 


moved 


GsSortObject4(&Plane[lp].object, &ot[activeBuf], 14 - OTLENGTH, 
getScratchAddr (0) ); 
} // end of if (IsVisible) 
} // end of FOR loop 


—-MESSAGE FILE 19002 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000145 


—-MESSAGE FILE 19003 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000146 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: “Jeff Hanlon" <banshee@rtsconsulting.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: DXF Files... 

Date: 30 Oct 1997 02:36:25 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <01lbce4dd$856c3da0S0200a8c0@excelsior> 
NNTP-Posting-Host: cx62565-a.msnvl.occa.home.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I have tried on many occassion to create something as simple as a sphere 
in AutoCAD (both versions 12 and 14) and use dxfout to export it and 
dxf2rsd to convert it. This all seems to work fine, but when I run rsdv to 
view the file, I see nothing but blackness on the playstation. 

The same problem has occured with using a 3D modeling program called 
Infini-D. Has anyone else had problems viewing their converted DXFs? Am I 
doing something wrong? 


Jeff Hanlon 
Banshee Entertainment 


—-MESSAGE FILE 19003 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000146 
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Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: 1 May 1998 14:25:20 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6icig0$94el@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 1 May 1998 13:30:33 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA15816 
for <news@playstation.co.uk>; Fri, 1 May 1998 14:30:19 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Hi Nick, you're right - as long as we have a decent quantity of disk 
space on the server, we don't bother to expire articles ! 


So far, we cleaned up the freetalk around a year ago, but since 
then haven't bothered... 


Paul 


From: Nick Ferguson <nickf@saqnet.co.uk> 


> At least with posts 
> (on the SCEE server, anyway) they sit about for a while-I mean, some 
> posts here are well over a year old! 


Nick F 


—-MESSAGE FILE 2027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00730 


-—-MESSAGE FILE 2028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000731 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: 1 May 1998 15:06:37 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 27 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6icktd$97el@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 1 May 1998 14:11:54 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id PAA14478; 
Fri, 1 May 1998 15:11:39 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
cc: Paul_Holman@scee.sony.co.uk 
Content-—Disposition: inline 
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——MESSAGE FILE 19004 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000147 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: PushMatrix(), PopMatrix()? 

Date: Sun, 02 Nov 1997 23:08:30 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <wal-ya02408000R0211972308300001@news.scea.sony.com> 
NNTP-Posting-Host: mg134-042.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Does anyone know what these functions do? The docs just say "Pushes [or 
pops] the rotation matrix onto the stack", but also say that they take no 
parameters (void PushMatrix(void))... what matrix is pushed? 


Interestingly, in <libps.h>, the prototype is "void PushMatrix()", with no 
parameter list. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19004 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000147 


——MESSAGE FILE 19005 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000148 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Need help with TMD generation... 

Date: Mon, 03 Nov 1997 11:30:09 -0800 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <345E2641.41C6@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


I've got my program mostly up and running, but I have a few 
problems with polygon display. I'm not using the PC 
DXF-RSV-TMD conversion tools. Instead, I wrote a conversion 
program to write my models in Multigen (a 3D modeller) 
format. After cleaning up my models, I made a second 
conversion program to write TMD files directly. 


My models display, but with a these problems... 


NOTE: all polygons are gouraud triangles and quads 


1. A few polygons are missing, while some others 
appear and disappear as the camera location changes. 
This is not a zsort problem as there are no polygons 
closely behind these polygons; they are simply 
disappearing. 


2. Over half of my textured polygons blink with bizaar 
colors and patterns even when the camera location 
remains constant. I've verified that their uv 
coordinates are unique. Other textured polygons in this 
segment appear correct. 


3. I can get Gouraud(gradation), No-Texture triangles, 
but Gouraud(gradation), No-Texture Quads consistantly 
generate errors (GPU Code Oh not supported) when I call 
GsLinkObject4. I also get this problem with code that 
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generates a simple array of quads. Could the value 
of 'olen' for gradation quads be wrong; I'm using '8'? 


4. Close polygons sort randomly. I know that this is 
due to the resolution on the Z-sort and I'll change 
my model to accomodate the Z-sort resolution. 


Has anyone come across problems 1-3? I've run out of ideas 
to try and I'd appreciate any suggections. Thanks! 


David White 
—-MESSAGE FILE 19005 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000148 


——MESSAGE FILE 19006 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000149 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Hanlon" <banshee@rtsconsulting.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Need help with TMD generation... 

Date: 4 Nov 1997 00:18:38 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <0lbce8b8$1eb90640S0200a8c0@excelsior> 

References: <345E2641.41C6@san.rr.com> 
NNTP-Posting-Host: cx62565-a.msnvl.occa.home.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have had your problem #2. And interestingly enough it was with one of 
the files that comes with the yaroze kit, the PGIRLO1 file. I used the RSD 
tool program to texture it, and had the same results. 


Jeff Hanlon 
Banshee Entertainment 


2. Over half of my textured polygons blink with bizaar 
colors and patterns even when the camera location 
remains constant. I've verified that their uv 
coordinates are unique. Other textured polygons in this 
segment appear correct. 


VVVVV 


—-MESSAGE FILE 19006 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000149 


——MESSAGE FILE 19007 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000150 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Michael Hough <mhough@stanford.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Need help with TMD generation... 

Date: Mon, 03 Nov 1997 18:25:01 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <345E877C.5E60@stanford.edu> 

References: <345E2641.41C6@san.rr.com> <01lbce8b8$1eb90640S0200a8c0@excelsior> 
Reply-To: mhough@stanford.edu 

NNTP-Posting-Host: cedro-pm73-1.Stanford.EDU 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Jeff Hanlon wrote: 


I have had your problem #2. And interestingly enough it was with one of 
the files that comes with the yaroze kit, the PGIRLO1 file. I used the RSD 
tool program to texture it, and had the same results. 


Jeff Hanlon 
Banshee Entertainment 


VV VV V V V 
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2. Over half of my textured polygons blink with bizaar 
colors and patterns even when the camera location 
remains constant. I've verified that their uv 
coordinates are unique. Other textured polygons in this 
segment appear correct. 


V V V V V V 
V V V V V 


How's your CLUT location? If it's in the display area (like 0,0--the 
default?) then bizarre things can happen. I think it's set on a Dby-poly 
basis. 


mike 
--MESSAGE FILE 19007 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000150 


——MESSAGE FILE 19008 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000151 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Need help with TMD generation... 

Date: Tue, 04 Nov 1997 16:17:14 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 13 

Message-ID: <345E93BA.4287@peace.co.nz> 

References: <345E2641.41C6@san.rr.com> <0Olbce8b8$leb90640S0200a8c0@excelsior> <345E8 
77C.5E60@stanford.edu> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Michael Hough wrote: 

> 

> How's your CLUT location? If it's in the display area (like 0,0--the 

> default?) then bizarre things can happen. I think it's set on a by-poly 
> basis. 


Another potential problem is inconsistent TIM files. RSDLINK looks in 

the current directory, then ../TIM/ for TIM files, it doesn't use the 

full path if you've specified it in the RSD file. Because of this 

I had to copy my TIM files around (can't you do symlinks in 95? :0). 

When I adjusted one, however, I forgot to redistribute the new file 

to overwrite the duplicates, and when I re-RSDLINKed my file it used 

the old TIM (which kinda blew things up). 

—-MESSAGE FILE 19008 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000151 


—-MESSAGE FILE 19009 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000152 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nathan Miller" <MMSherlock@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3D Model Polygon Count Reduction 

Date: Mon, 3 Nov 1997 23:13:59 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <63mhmj$dr4j7@scea> 

NNTP-Posting-Host: 172-210-132.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


AHHHHH! I have been trying to reduce my 3d models from over 1000 polys to 
less than 500. Does anyone know of a good reduction program? I have tried 
Lightwave 5.5, but it just deletes poygons and leaves holes. Does anyone 
know how to do it in 3ds Max? 


—-MESSAGE FILE 19009 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000152 
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——MESSAGE FILE 19010 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000153 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Do gouraud quads work? 

Date: Tue, 4 Nov 1997 23:11:44 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <63ms60Ssk228@chuka.playstation.co.uk> 
References: <345E2641.41C6@san.rr.com> 
NNTP-Posting-Host: p55-max5.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


David White wrote in message <345E2641.41C6@san.rr.com>... 
>3. I can get Gouraud(gradation), No-Texture triangles, 

> but Gouraud(gradation), No-Texture Quads consistantly 
generate errors (GPU Code Oh not supported) when I call 
GsLinkObject4. I also get this problem with code that 
generates a simple array of quads. Could the value 

of 'olen' for gradation quads be wrong; I'm using '8'? 


N AV SO ONA 


This was actually one of the first bugs (I am assuming it is a bug) that we 
came across when starting out on the Yaroze. 


By a bizarre coincidence the first program I wrote attempted to create a 
single gouraud quad. Of course it didn't work no matter what I tried. I 
went over every inch of the code for a whole day before deciding to try and 
change the primitive type which did work (gouraud triangle from memory I 
think). 


Even gouraud quads in TMDs created by RSDLink don't seem to work. 


Has anybody got a gouraud quad to work, or is this a bug? 


Mario Wynands 


—-MESSAGE FILE 19010 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000153 


——MESSAGE FILE 19011 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000154 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Need help with TMD generation... 

Date: Tue, 04 Nov 1997 17:12:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <345F4972.F40FA9FC@jk.uni-linz.ac.at> 

References: <345E2641.41C6@san.rr.com> 

NNTP-Posting-Host: k13b.jkh.uni-linz.ac.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


David White wrote: 


I've got my program mostly up and running, but I have a few 
problems with polygon display. I'm not using the PC 
DXF-RSV-TMD conversion tools. Instead, I wrote a conversion 
program to write my models in Multigen (a 3D modeller) 
format. After cleaning up my models, I made a second 


V V V V V 
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conversion program to write TMD files directly. 


My models display, but with a these problems... 


NOTE: all polygons are gouraud triangles and quads 


1. A few polygons are missing, while some others 
appear and disappear as the camera location changes. 
This is not a zsort problem as there are no polygons 
closely behind these polygons; they are simply 
disappearing. 


2. Over half of my textured polygons blink with bizaar 
colors and patterns even when the camera location 
remains constant. I've verified that their uv 
coordinates are unique. Other textured polygons in this 
segment appear correct. 


3. I can get Gouraud(gradation), No-Texture triangles, 
but Gouraud(gradation), No-Texture Quads consistantly 
generate errors (GPU Code Oh not supported) when I call 
GsLinkObject4. I also get this problem with code that 
generates a simple array of quads. Could the value 
of 'olen' for gradation quads be wrong; I'm using '8'? 


4. Close polygons sort randomly. I know that this is 
due to the resolution on the Z-sort and I'll change 
my model to accomodate the Z-sort resolution. 


Has anyone come across problems 1-3? I've run out of ideas 
to try and I'd appreciate any suggections. Thanks! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


David White 


1. I had the same problem with disappearing polygons (quads). 

I belief the reason for this is that quads are drawn as two 
triangles, but the calculations if the triangles are viewed from 

front 
or back are not done separatly for both.Something like the average 
is backfaced -» both are not drawn, although one triangle is 
frontfaced. Try to use only triangles. 
If i am wrong, please let me know, because i want to use quads -» 
faster than 2 triangles, less memory. 

3. Gouraud no-texture quads with mode=0x34, mode2=0x38 didnt work 
for me. Did work with mode=0x38,mode2=0x38. Maybe 0x24,0x38 for 
Gouraud, no-texture(gradated) is also wrong. 


Andreas Schrattenecker 


—-MESSAGE FILE 19011 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000154 


--MESSAGE FILE 19012 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000155 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Thanks for help with TMD generation... 

Date: Tue, 04 Nov 1997 12:56:13 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <345F8BED.41C6@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 
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Thanks guys! Your comments gave me new things to look for. 


I solved my problem (2) with the blinkin' textured polygons. 


I checked my assignment for the CLUT address in CBA and 
discovered that my byte swap routine (needed for Mac users) 
was reswapping the CBA variable over and over! Every other 
polygon had an incorrect CBA. Damn Endians! 


I came up with a partial solution to problem (4) which 
effectively increases the Z-sort resolution for my girl. 

I scaled her 8 times too large in order to maximize the 

Z values. Then when I render her, which is with a seperate 
OT than the nightclub, I scaled the camera's To and From 
values 8 times as well and reran GsSetRefView2. 


I gave up on gratated quads and converted those polygons 
to triangles. 


Now I just have to figure out why some polygons are 
disappearing from certain angles. I'll try triangulating 
my quads tonight to see if the problem goes away. 


David White 
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-—-MESSAGE FILE 19012 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000155 


——MESSAGE FILE 19013 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000156 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Roy Glover <rglover@iname.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: PushMatrix(), PopMatrix()? 

Date: Tue, 04 Nov 1997 04:01:53 -0800 
Organization: SCEA News Server 

Lines: 5 

Message-ID: <345F0OEB1.C27236FB@iname.com> 


References: <wal-ya02408000R0211972308300001@news.scea.sony.com> 


NNTP-Posting-Host: 1Cust166.tnt1.san-fernando.ca.da.uu.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


The matrix referred to by PushMatrix and PopMatrix is the hardware 


matrix in the GTE. 


This matrix is set by GsSetView2 or GsSetRefView2, so the Push and Pop 
functions allow temporary saving and then restoring of this matrix. 


—-MESSAGE FILE 19013 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000156 


——MESSAGE FILE 19014 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000157 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Roy Glover <rglover@iname.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: PushMatrix(), PopMatrix()? 

Date: Tue, 04 Nov 1997 04:15:36 -0800 
Organization: SCEA News Server 

Lines: 5 

Message-ID: <345F11E8.526D36B0@iname. com> 


References: <wal-ya02408000R0211972308300001@news.scea.sony.com> <345F0EB1.C27236FB@ 


iname.com> 

NNTP-Posting-Host: 1Cust166.tnt1.san-fernando.ca.da.uu.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I incorrectly stated that the GTE hardware matrix was set by GsSetView2 


or GsSetRefView2. 
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It is actually set by GsSetLsMatrix. 


—-MESSAGE FILE 19014 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000157 


——MESSAGE FILE 19015 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000158 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: [ANN] demBones file format 

Date: Wed, 05 Nov 1997 00:10:23 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <346029EE.4ACO0@bc.sympatico.ca> 

NNTP-Posting-Host: vcta01lm03-173.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

CC: scee.yaroze.programming.3d_graphics 


Hi all, for anyone who's interested, I've posted on my homepage 
http://www.scea.sony.com/net/yaroze/pages/nporcino.html 
the file format to go with my single-mesh bones based animation system. 


If anyone is interested in this kind of an animation system, I'd 
appreciate feedback on the format. One thing I haven't nailed down yet 
is transparency and texture mapping, and so suggestions there would be 
welcome too. 


The library that corresponds to the file format is coming along nicely, 
whenever I can squeeze some time in between work, Tobal 2, and FFVII. 
I've got some basic objects up on the screen, and have made most of the 
calls platform independent as I'm planning GLide and OpenGL versions 
beyond the Yaroze version. I won't be posting any information on the 
library until the design settles down a bit, although I do intend to 
release the library when it reaches a level of development that isn't 
too embarrassing! If anyone remembers my old questions about bones and 
mesh deformation, yes, I did eventually figure out a way to leverage 
GsLib to deform the meshes. 


- nick 
—-MESSAGE FILE 19015 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000158 


——MESSAGE FILE 19016 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000159 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Do gouraud quads work? 

Date: Fri, 07 Nov 1997 22:42:51 -0600 

Organization: (no organization) 

Lines: 36 

Message-ID: <3463EDCB.1872@charlie.cns.iit.edu> 

References: <345E2641.41C6@san.rr.com> <63ms60$sk228@chuka.playstation.co.uk> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Mario Wynands wrote: 
> 
> David White wrote in message <345E2641.41C6@san.rr.com>... 
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3. I can get Gouraud(gradation), No-Texture triangles, 
but Gouraud(gradation), No-Texture Quads consistantly 
generate errors (GPU Code Oh not supported) when I call 
GsLinkObject4. I also get this problem with code that 
generates a simple array of quads. Could the value 
of 'olen' for gradation quads be wrong; I'm using '8'? 


V V V V V V 


This was actually one of the first bugs (I am assuming it is a bug) that we 
came across when starting out on the Yaroze. 


By a bizarre coincidence the first program I wrote attempted to create a 
single gouraud quad. Of course it didn't work no matter what I tried. I 
went over every inch of the code for a whole day before deciding to try and 
change the primitive type which did work (gouraud triangle from memory I 
think). 


Even gouraud quads in TMDs created by RSDLink don't seem to work. 


VVVVVVVVVVVV VV VV VV V 


Has anybody got a gouraud quad to work, or is this a bug? 


I've uploaded a file to my web page called "snakesrc.zip", which 
is the source code for the "Snake Demo" I put up much earlier. 


It uses "G_4" (Gouraud shaded quads) to make the "sides" of the 
snake. Check out line 62 of "Snaketmd.c". One thing to note, 
the last two values to the setPRIM_HDR() macro are different for 
each type of primitive, and whether it is lit, shaded, txtured, 
etc. You need to look up the values in that fileformat.pdf file. 


EdF 


P.S. My Web Page is at: 

http: //www.scea.sony.com/net/yaroze/pages/efedermeyer.html 

—-MESSAGE FILE 19016 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000159 


—--MESSAGE FILE 19017 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000160 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Thanks for help with TMD generation... 

Date: Sat, 08 Nov 1997 02:42:57 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34641800.893C73CD@chat.carleton.ca> 

References: <345F8BED.41C6@san.rr.com> 

NNTP-Posting-Host: obatanga.chat.carleton.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


David White wrote: 


> Now I just have to figure out why some polygons are 
> disappearing from certain angles. I'll try triangulating 
> my quads tonight to see if the problem goes away. 


I have the same problem... dunno whats causing it. 
Just thought I'd mention it :) 


—-MESSAGE FILE 19017 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000160 


——MESSAGE FILE 19018 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000161 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: Solved flashing polygon problem! 
Date: Sat, 08 Nov 1997 22:28:44 -0800 
Organization: SCEA News Server 

Lines: 58 

Message-ID: <3465580B. 4D4A@san.rr.com> 
Reply-To: dwhite2@san.rr.com 


NNTP-Posting-Host: dt3h1in35.san.rr.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01-C-—MACOS8 


CC: goneil@chat.carleton.ca 


(Macintosh; I; PPC) 


Well guys, I've squashed my flashing polygon bug. 

As Andreas Schrattenecker suggested, it had to do with quads being 
tesselated into 2 triangles with different normals. I was getting 
different normals because some of my quads were very close to triangles 
with 2 of the 4 verticies close together. These quads convert to a 
regular and rather narrow triangle. With the verticies converted to 
integer coordinates, the normal for the narrow triangle would likely be 
incorrect. When the narrow triangle was listed first in the quad vertex 
list, the Yaroze assigned its incorrect normal to the whole quad. 


I first calculated the area for each triangle 
larger triangle was listed first. 


The solution was simple. 
in the quad and made sure that the 


My code looked like this... 


if a polygon is a quad... 


Point3D_Subtract (&PolyPoint [PolyFace[a][1]], 

&PolyPoint [PolyFace[a][0]], &Vector_A); 
Point3D_Subtract (&PolyPoint [PolyFace[a][2]], 

&PolyPoint [PolyFace[a][0]], &Vector_B); 
Vector3D_Cross(&Vector_A, &Vector_B, &Face_Normal) ; 


Areal = 0.5 * sqrt((Face_Normal.x * Face_Normal.x) + 


(Face_Normal.y * Face_Normal.y) + 


(Face_Normal.z * Face_Normal.z) 


Point3D_Subtract (&PolyPoint [PolyFace[a][3]], 

&PolyPoint [PolyFace[a][2]], &Vector_A); 
Point3D_Subtract (&PolyPoint [PolyFace[a][1]], 

&PolyPoint [PolyFace[a][2]], &Vector_B); 


Vector3D_Cross(&Vector_A, &Vector_B, &Face_Normal) ; 


Area2 = 0.5 * sqrt((Face_Normal.x * Face_Normal.x) + 
(Face_Normal.y * Face_Normal.y) + 
(Face_Normal.z * Face_Normal.z)); 
if (Areal < Area2) 


{ 


// Swap triangles. (0,1,2,3 becomes 3,2,1,0) 


TempFace = PolyFace[a] [0]; 
PolyFace[a][0] = PolyFace[a] [3]; 
PolyFace[a][3] = TempFace; 
TempFace = PolyFace[a] [1]; 
PolyFace[a][1] = PolyFace[a] [2]; 
PolyFace[a][2] = TempFace; 


} 


where PolyFace is an array of vertex indicies and PolyPoint is an array 
of vertex X,Y,Z values. 


I also had to make sure that I cleaned up some errors in my modeler's 
output where a few polygons had verticies with the same X,Y,Z values. 


For those of you using the RSD tool and don't have the ability to use 
this programming technique, you should probably avoid narrow polygons 
(with respect to integer units) and quads that look a lot like 
triangles. 


David White 
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—-MESSAGE FILE 19018 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000161 


--MESSAGE FILE 19019 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000162 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Solved flashing polygon problem! 

Date: Tue, 11 Nov 1997 00:31:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 190 

Message-ID: <34679958.925F7F79@jk.uni-linz.ac.at> 

References: <3465580B.4D4A@san.rr.com> 

NNTP-Posting-Host: k13b.jkh.uni-linz.ac.at 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 0893B4CD92694D339898F109" 
X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


0893B4CD92694D339898F109 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


(SONY please also read this) 


Great job David !!! 

Ive taken an old version of my landscape-routine built up with 
quads ( with the missing-polygon-problem), and it does work || 
There are still a few polygons disappearing, but this is for sure 
due to my less precise fixedpoint math-routines (codewarrior) 
area calulation. 


Although it works, im not sure if your theory behind this problem 
is right. In my case it has nothing to do with narrow triangles, 
and incorrect normals. 


I have a quad-mesh with equal x anz z length for the quads, and 
y values are (at this time) funktion values of sin(x*y) -» no narrow 
triangles. 


Setting the normals to ONE,ONE,ONE gives the same problem 
(with false gouraud-shading of course) -» normals dont matter. 


It has for sure to do with frontfaced, and backfaced polygons. 
While front-backface-definition for triangles is clear -> set up 
vertices anticlock- and clockwise, it is in case of quads a bit 
confusing. 


If i define vertices in following order: 


3 2 
Eo 
+---+ 
0 1 


and indices to vertices with : 213 0 

i get a clockwise triangle 2 1 3, and a anticlockwise 1 3 0 ?? 
Can you make anything of this ? 

Or is it 2 1 3, and 0 3 1 -> its a definition thing -> 

SONY, please tell us !! 


What i have tested is: 
213 0 -> frontfaced - with some missing triangles on top-behind of 
my Ssinus-funktion (2. derivation negativ). 

* <- 

xk 2 


xk x 
* է 


03 12 -> also frontfaced - with some missing triangles on bottom-front 
of my sinus ( 2. derivation positiv). 


Net Yaroze newsgroups message dump.txt Page 1285 


No order, different Genres 


+ Tomb Raider. Simply because I completed it, but haven't finished 
TR2. 

+ Gran Tursimo. Again a bit new, but have been playing it when I can 
since last November at "Develop!" (what else can you do on an exhibition 
stand). Now I just need a DUAL SHOCK.... 

+ Abe's Odessey. The best platformer I've played in an age. Lots of 


nice touches. 


Close runners up Crash2, with Resident Evil 2 is waiting in the wings. 
Ummed and Ahhed about the first version(s). No hesitation about the 
second. It is deserving. 


-—-MESSAGE FILE 2028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00731 


—-MESSAGE FILE 2029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000732 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D-engine 

Date: Fri, 1 May 1998 16:23:14 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <l1d8ckoz.o4vsahl1je0z0gN@al-—88-103.al.nl> 

References: <ld8brzw.l6észtmb5ugsgN@al-—88-137.al.nl> <uiunqeuuc.fsf@cybec.com.au> 
NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


If you have a file containing the 3D info, and you can convert it to a 
DXF file (AutoCAD, I think) you can then convert it to an RSD file 
with DXF2RSD, colour it in or texture it with RSDTOOL, and then view 
it on the PSX with RSDVIEW (or is it RSDV - I'm at work and can't 
remember) . 


VV V V V V V 


No coding involved. 


Well here starts the problem, I use a mac and can't use all the standard 
tools. I can convert it to DXF and there and I have the taxture that 
goes with it. Is there a nice PC-owning-member that can help me out 
here? 


DEnnis.. 
—-MESSAGE FILE 2029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00732 


—-MESSAGE FILE 2030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000733 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D-engine 

Date: Fri, 1 May 1998 16:23:16 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <l1d8cktn.le9ulvpwbhg45eN@al-—88-103.a1l.nl> 

References: <ld8brzw.l6sztmb5ugsgN@al-88-137.al.nl> <3548f£93c.24749131@news.scea.son 
y.com> 
NNTP-Posting-Host: al-88-103.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 
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Your area calculation does also calculate the 2. derivation i think. 

first triangle-area smaller than second (from left to right) -» 2. derive. 
neg. 

first triangle-area bigger than second (from left to right) -> 2. derive. 
pos. 


SONY pleas tell us, how is backfaced-frontfaced calculation done 
for the two triangles in quads !!! 


However, your code does also work for my case, and gives me 
a speed boost of 40% - and more memory -» great !!! 


Andreas Schrattenecker 


0893B4CD92694D339898F109 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
(SONY please also read this) 


<P>Great job David !!! 

<BR>Ive taken an old version of my landscape-routine built up with 
<BR>quads ( with the missing-polygon-problem), and it does work | | 
<BR>There are still a few polygons disappearing, but this is for sure 
<BR>due to my less precise fixedpoint math-routines (codewarrior) 
<BR>area calulation. 


<P>Although it works, im not sure if your theory behind this problem 
<BR>is right. In my case it has nothing to do with narrow triangles, 
<BR>and incorrect normals. 


<P>I have a quad-mesh with equal x anz z length for the quads, and 
<BR>y values are (at this time) funktion values of sin(x*y) -» no narrow 
<BR>triangles. 


= 


<P>Setting the normals to ONE,ONE,ONE gives the same problem 
<BR> (with false gouraud-shading of course) -> normals dont matter. 


<P>It has for sure to do with frontfaced, and backfaced polygons. 
<BR>While front-backface-definition for triangles is clear -> set up 
<BR>vertices anticlock- and clockwise, it is in case of quads a bit 
<BR>confusing. 


<P>If i define vertices in following order: 
<BR><TT>énbsp; 3&nbsp; énbsp; 2</TT> 


12841 
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BR><TT>é&nbsp; +---+</TT> 
BR><TT>&nbsp; | &nbsp; &nbsp; |</TT> 
BR><TT>é&nbsp; +---+</TT> 


< 
< 
< 
<BR><TT>&nbsp; 0&nbsp; énbsp; 1</TT> 


P>and indices to vertices with : 2 1 3 0 

BR>i get a clockwise triangle 2 1 3, and a anticlockwise 1 3 0 ?? 
BR>Can you make anything of this ? 

BR>Or is it 2 1 3, and 0 3 1 — its a definition thing -> 
<BR>SONY, please tell us !! 


< 
< 
< 
< 


<P>What i have tested is: 

BR>2 1 3 0 -> frontfaced - with some missing triangles on top-behind of 
BR>my sinus-funktion (2. derivation negativ). 

BR><TT>é&énbsp; * &lt;-</TT> 

BR><TTI>é&nbsp;* *</TT> 

BR><TT>é&nbsp;* *</TT> 

BR><TT>*&nbsp; énbsp; *</TT> 


< 
< 
< 
< 
< 
< 


ՀՔ»0 3 1 2 -> also frontfaced - with some missing triangles on bottom-front 
<BR>of my sinus ( 2. derivation positiv). 

<BR><TT>é&nbsp; *</TT> 

<BR><TT>&nbsp;* *</TT> 

<BR><TT>é&nbsp;* * &lt;-</TT> 

<BR><TT>*&nbsp; &nbsp; *</TT> 

<P>Your area calculation does also calculate the 2. derivation i think. 
<BR>first triangle-area smaller than second (from left to right) -> 2. 
derive. neg. 

<BR>first triangle-area bigger than second (from left to right) -> 2. derive. 
pos. 

<P>SONY pleas tell us, how is backfaced-frontfaced calculation done 


<BR>for the two triangles in quads !!! 


<P>However, your code does also work for my case, and gives me 
<BR>a speed boost of 40% - and more memory -> great !!! 


P>Andreas Schrattenecker 
BR>é&nbsp; 
BR>é&nbsp; 
BR>é&nbsp; 
BR>&nbsp; 
BR>&nbsp; 


AAAAAA 


P>&nbsp; 
BR>&nbsp; 
BR>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
R>&nbsp; 
BR>&nbsp; 
BR>&nbsp; 
BR>&nbsp; </HTML> 


UJ tg w tg w J tJ 


U Ww W 


< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
< 
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--MESSAGE FILE 19019 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000162 


——MESSAGE FILE 19020 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000163 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 
Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: Re: Solved flashing polygon problem! 
Date: Tue, 11 Nov 1997 02:06:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3467AF9D.7974F9R6@jk.uni-linz.ac.at> 
References: <3465580B.4D4A@san.rr.com> <34679958.925F7F79@jk.uni-linz.ac.at> 
NNTP-Posting-Host: k13b.jkh.uni-linz.ac.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Or is frontfaced/backfaced calculated with the 
internally calculated normalvector of the first 3 
defined verticies -» then your theory is right David. 
I think i have understood it now. Realy good job. 


Andreas Schrattenecker 


—-MESSAGE FILE 19020 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000163 


——MESSAGE FILE 19021 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000164 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Sample of Multiple OT's 

Date: 26 Nov 1997 04:20:22 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <0Olbcfa22$e2879660Sdef4ad98@kd-home> 

NNTP-Posting-Host: 173-244-222.ipt.aol.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


In Ed Federmeyer's article on 7/13 "Z-sorting really means *Z* sorting!" He 
talked about using multiple OT's to work around a problem with Z-sorting. 

I am having a similar problem and was wondering if anyone had any code 
samples which illustrated this? 


Thanks in advance, 


kevin 
-—-MESSAGE FILE 19021 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000164 


--MESSAGE FILE 19022 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000165 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Sample of Multiple OT's 

Date: Thu, 27 Nov 1997 23:33:50 -0600 

Organization: (no organization) 

Lines: 29 

Message-ID: <347E57BE.6FC3@charlie.cns.iit.edu> 

References: <Olbcfa22$e2879660$def4ad98@kd-home> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Kevin Davis wrote: 
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> 

> In Ed Federmeyer's article on 7/13 "Z-sorting really means *Z* sorting!" He 
> talked about using multiple OT's to work around a problem with Z-sorting. 

> I am having a similar problem and was wondering if anyone had any code 

> samples which illustrated this? 

> 

> Thanks in advance, 

> 

> kevin 

Hi! 


I uploaded a new file called "crushl.zip" to my Web page. The "game" 
(such 
as it is) is a work in progress, so it has many rough edges. 


But it demonstrates the "multiple OT" technique. If you look at line 
177 of tmdobj.c, you'll see a function tmdobj_draw2(), which sorts the 
player .TMD into it's own PlayerOT. Then the next function, 
tmdobj_draw2_finish(), sorts that PlayerOT into the WorldoOT. 


By the way, if any musician would like to compose appropriate music for 
the game, let me know. Send email to me: fedeedw@charlie.cns.iit.edu 


Ed Federmeyer 


P.S. My Web page is 

http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 
—-MESSAGE FILE 19022 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000165 


——MESSAGE FILE 19023 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000166 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: A reply to one of Nick's questions. 

Date: 29 Nov 1997 06:58:48 GMT 

Organization: WermxX Software 

Lines: 13 

Message-ID: <0Olbcfc94Sf0520e00S6abf43ce@wkwerner> 

References: <Olbcbc4f$8c5a55e0S0e9f22cf@SmarttNet.smartt.com> <3414FD7E.2EE5@bc.symp 
atico.ca> <34150952.6D6A5DF3@micronetics.com> 

NNTP-Posting-Host: port06.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Jim <jim@micronetics.com> wrote: 


> Nick, they have to be normaized. But remember ONE=4096 so you will 
have 
> to scale em a bit. 


That #define of ONE is *really* fixed point 4.12 (or 20.12 if you 
are using longs). Just wondering if Nick's algorithm (later in 
this thread) works for this flavor of fixed point? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19023 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000166 


——MESSAGE FILE 19024 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000167 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Truespace 3 and DXF/RSD Files 

Date: Sat, 29 Nov 1997 15:28:57 -0800 

Organization: SCEA News Server 

Lines: 9 
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Message-ID: <3480A539.79B1C8FA@sinclair.net> 
NNTP-Posting-Host: mdm021.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


When I make a model in Truespace 3, and save it as an RSD file, RSDLink 
and RSDTool see it as an invalid RSD file. When I save it as a DXF 
file, DXF2RSD and DXF2RSDW complain about an unexpected End Of File at a 
place in the file where there is no EOF. Does anyone know what's going 
on? I've tried as simple a task as making a cube, and then saving that 
object. Nothing seems to work. Truespace itself has no problem with 
opening up those files. 


— Joshua Meeds 
—-MESSAGE FILE 19024 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000167 


—--MESSAGE FILE 19025 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000168 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: GsFOGPARAM! 

Date: Sun, 30 Nov 1997 10:21:46 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3481AEBA.5756@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool021-max7.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Well I finally got into the 3d scene and I like it.Its actually a lot 
easier to implement than 2d on the playstation!!! Well I have a question 
With this fogging structure.When I Set it up in my initialiseLights() 
all it does is dislplay a black screen all around my entire world except 
were my 3d object is. It displaya a light source directly above it And 
the objects in the vicinity around it. Here is the fogging part of the 
InitLights function as follows: 


InitLights () 
{ 
GsSetLightmode (1); 
foggy .dqa=-100*4096/64/200 /* Hey it says this in the manuals*/ 
foggy .dqb=1.25*4096*4096 
foggy.rfc=0; 
foggy.gfc=0; 
foggy .bfc=0; 
} 
Is this really all that the fogging function does.Because when I play 
twisted metal It has some cool fogging effects that I suppose are 
hardware made. 
—-MESSAGE FILE 19025 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000168 


——MESSAGE FILE 19026 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000169 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: GsFOGPARAM! 

Date: 1 Dec 1997 12:48:25 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 53 

Sender: news@chuka.playstation.co.uk 

Message-ID: <65ubmp$3091@emeka.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt 


Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


The parameters dqa and dqb allow you to set the distances the fog begins 
and ends at; 
the rfc, bfc and gfc set the fog colour. 


If you make these parameters variable at runtime eg attached to some pad 
controls, 
and move camera around alot while playing with the fogging, you can see 
that fog can be used 

for alot of things. Probably the most common use is a nighttime effect 
which also serves to reduce popup. 


Lewis 
To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 


Subject: GsSFOGPARAM!:scea.yaroze.programming.3d_graphics 


From: "Linda J. Hodge" <hodgke@earthlink.net> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: GsFOGPARAM! 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
Well I finally got into the 3d scene and I like it.Its actually a lot 
easier to implement than 2d on the playstation!!! Well I have a question 
With this fogging structure.When I Set it up in my initialiseLights() 
all it does is dislplay a black screen all around my entire world except 
were my 3d object is. It displaya a light source directly above it And 
the objects in the vicinity around it. Here is the fogging part of the 
InitLights function as follows: 

InitLights () 

{ 

GsSetLightmode (1); 

foggy .dqa=-100*4096/64/200 /* Hey it says this in the manuals*/ 

foggy .dqb=1.25*4096*4096 

foggy.rfc=0; 

foggy.gfc=0; 

foggy.bfc=0; 

} 


Is this really all that the fogging function does.Because when I play 
twisted metal It has some cool fogging effects that I suppose are 
hardware made. 
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—-MESSAGE FILE 19026 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000169 


——MESSAGE FILE 19027 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000170 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: A reply to one of Nick's questions. 

Date: 3 Dec 1997 04:07:50 GMT 

Organization: WermxX Software 

Lines: 40 

Message-ID: <0lbcffal$b4193660Sa5bf43ce@wkwerner> 


References: <Olbcbc4f$8c5a55e0$0e9f22cf@SmarttNet.smartt.com> <3414FD7E.2EE5@bc.symp 
atico.ca> <34150952.6D6A5DF3@micronetics.com> <Olbcfc94$f0520e00S6abf43ce@wkwerner> 


NNTP-Posting-Host: port65.con2.com 
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X-Newsreader: Microsoft Internet News 4.70.1161 

I wrote: 

That #define of ONE is *really* fixed point 4.12 (or 20.12 if you 


are using longs). Just wondering if Nick's algorithm (later in 
this thread) works for this flavor of fixed point? 


Then Joel emailed me: 


If you are seeing "4.12" in the debugger when the decimal value is 
4096, 

it's because the debugger is displaying it improperly. There is no 
"Standard" fixed point representation. The Sony libraries use a 12 
bit 

fractional part in their fixed point representation. 4096=2%12 or 
%$1000000000000. Thus, the fractional part is 0 and the decimal part 
is 1. 

The debugger isn't set up right now to understand the Sony 
fixed-point 

format for the PlayStation. Thus, I'm assuming this is where your 
4.12 is 

coming from. 


Joel, 


I didn't mean to imply that I was seeing the value, "4.12". I meant 
that 

there is 4 binary digits of mantissa and 12 binary digits in the 
fractional 

part, 20 digits of mantissa for longs. Indeed, the value of 4096 
reps 

the fixed point value of "1.000000000000", which is what I was trying 
to 

communicate. That's what I get for knocking off messages late at 
night 

without thinking! 


Wayne K. Werner 
wkwerner@con2.com 
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—-MESSAGE FILE 19027 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000170 


—-MESSAGE FILE 19028 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000171 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: SCREWED UP POLYS 

Date: Tue, 02 Dec 1997 08:52:03 -0800 

Organization: SCEA News Server 

Lines: 2 
Message-ID: <34843CB3.41F@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 168-202-215.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I just wanted to know the possible causes why my texturwes do not 
display on the polys? 


—-MESSAGE FILE 19028 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000171 


--MESSAGE FILE 19029 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000172 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Aaron James Saarela <saarela@umich.edu> 
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Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: referenced viewing 

Date: Sun, 07 Dec 1997 10:52:38 -0500 
Organization: SCEA News Server 

Lines: 12 

Message-ID: <348AC646.1F07@umich.edu> 
NNTP-Posting-—Host: costa.ummu.umich.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.5.1 sun4u) 


Could someone please explain how to use the referenced viewing system? 
How does the system go about determing an "up" vector for viewing? 


THe problem I'm having is this : I'm attempting to view an object from 
a slight angle above and slightly behind. However, when I move the 
object, the thing seems to "rock" about, kind of like I'm on a boat. 
However, if I specify only the vpz coordiate, placing the view point 
right above the object, then there is no twist. 


I'm hoping someone can help me with this, because my isomorphic 3d 
action game won't look quite the same from an "above-the-object" 
viewpoint. 
—-MESSAGE FILE 19029 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000172 


--MESSAGE FILE 19030 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000173 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: SCREWED UP POLYS 

Date: 8 Dec 1997 03:38:30 GMT 

Organization: SCEA News Server 

Lines: 8 
Message-ID: <01bd038bS06f503e0$Sdd0ac898@kd-home> 
References: <34843CB3.41F@earthlink.net> 
NNTP-Posting-Host: 200-10-221.ipt.aol.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Have you downloaded and used Timtool to make sure that the *.tim texture 
isn't overlapping anything? 


Linda J. Hodge <hodgke@earthlink.net> wrote in article 
<34843CB3.41F@earthlink.net>... 

> Hi I just wanted to know the possible causes why my texturwes do not 

> display on the polys? 

> 

-—-MESSAGE FILE 19030 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000173 


--MESSAGE FILE 19031 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000174 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: XPLOD.H 

Date: Wed, 10 Dec 1997 07:53:29 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <348EBAF9.31C5@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 170-74-50.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I was wondering if someone had the same problem as me.when I use the 
xploding functions I only get a little bit of polygons flying in the 
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screen randomly,And my tmd is still there undistorted.I want my tmd to 

explode like in the survival demo in to littlle bits and pieces.Can 

someone help 

—-MESSAGE FILE 19031 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000174 


--MESSAGE FILE 19032 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000175 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: A reply to one of Nick's questions. 

Date: Mon, 22 Dec 1997 23:43:21 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <349F6B96.2193@bc.sympatico.ca> 

References: <Olbcbc4f$8c5a55e0$0e9f22cf@SmarttNet.smartt.com> <3414FD7E.2EE5@bc. symp 
atico.ca> <34150952.6D6A5DF3@micronetics.com> <0Olbcfc94Sf0520e00S 6abf43ce@wkwerner> 

<Olbcffal$b4193660Sa5bf43ce@wkwerner> 

NNTP-Posting-Host: vcta01lm01-40.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


The square root routine I posted does work for 32.0 and 16.16 numbers. 
You just have to think carefully about the result if you aren't doing 
32.0 which is what the routine explicitly does. In the case of 16.16 for 
example, it works because you've got a convenient 256 * 256 in there 
that makes it work. 4.12 would probably have to be shifted to 4.16 to 
get another one of those convenient squares of powers of two happening. 
Luckily you've got some useless bits left over for such a shift if you 
cast the value to long. It's a bit late at night right now, and I just 
came out of my office after working overtime for weeks to ship a game 
before Christmas, so I don't actually have enough brain power stored up 
right now to make sense or think it through enough to figure it out, 
sorry for babbling... 


- nick 
—-MESSAGE FILE 19032 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000175 


—--MESSAGE FILE 19033 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000176 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3d code help please. 

Date: Sun, 04 Jan 1998 09:20:47 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <34AFC4EF.7760@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 169-225-108.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


hello, Im trying to make a bullet fly from the center of the Car in the 
current vector of the car and proceed.like the missiles in twisted 
metal.I have some code but it doesnt seem to work.All it displays is the 
bullet tmd around the car and wherever the car moves the bullet rotates 
around the car. 


code Sample: 


void Shoot (PlayerStructType2 *theBullet, 
unsigned long *1ModelAddress) 


{ 
DrawPlayer (theBullet, sothWorld[currentBuffer]); 
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1ModelAddress+t+; 
GsMapModelingData((unsigned long *) 1ModelAddress) ; 
GsInitCoordinate2 (WORLD, &theBullet-—>gsObjectCoord) ; 
1ModelAddress+tt+; 1ModelAddress+t+; 
GsLinkObject4 ( (unsigned 
long*) 1ModelAddress, &theBullet—>gsObjectHandler, 0); 
theBullet->gsObjectHandler.coord2 = &theBullet-—>gsObjectCoord; 


theBullet-—>rotation.vx theCar.gsObjectCoord.coord.t[0]; 
theBullet-—>rotation.vy = theCar.gsObjectCoord.coord.t[1]; 
theBullet-—>rotation.vz = theCar.gsObjectCoord.coord.t[2]; 


theBullet-—>gsObjectCoord.coord.t[0] = theBullet-—>rotation.vx; 
theBullet-—>gsObjectCoord.coord.t[1] = theBullet->rotation.vy; 
theBullet-—>gsObjectCoord.coord.t[2] = theBullet-—>rotation.vz; 


AdvanceModel (&theBullet—>gsObjectCoord, &theBullet—>rotation, &theBullet—>speed, 256): 


theBullet-—>gsObjectCoord.flg = 0; 
} 
I call this function when the pad is pressed. 
-Austin 
--MESSAGE FILE 19033 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000176 


——MESSAGE FILE 19034 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000177 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Where to place my normals? 

Date: Mon, 05 Jan 1998 19:52:20 -0600 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34B18E53.B74AAAC5@ix.netcom. com> 

NNTP-Posting-Host: dgr-il2-01.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I haven't seen much information posted about how to use normals in a 
polygon. The only coordinates I've seen given to a normal were just 
variations of the same three numbers: (0, 4096, 0). For a regular 
square polygon, where the center is at (0, 0, 0), and the sides are ten 
units long, what would be the coordinates of the normal? 


Manny Najera 


—-MESSAGE FILE 19034 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000177 


--MESSAGE FILE 19035 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000178 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Where to place my normals? 

Date: Tue, 06 Jan 1998 04:12:35 GMT 

Organization: L4 Software 

Lines: 35 

Message-ID: <34b1ab34.14169234@205.149.189.29> 

References: <34B18E53.B74AAAC5@ix.netcom. com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Manny, 
You really havn't given enough information to answer your question. 


The normal will depend on the plane that the polygon lies in. The 
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>I have a 3D-scan of my face. Is there anybody out there that can make it 
>show on a net yaroze? 

>I would like to see it on a net yaroze from different angles and I don't 
>think it's hard to make, only I can't do it (yet). 


Check out Peter Passmore's stereo demo. He used a picture of one of 
his assistants on the cubes. 


VVVVVVV VV 


-Matt 


Cool, I'll check it out. THANX 
(can I just use another picture?) 


DEnnis.. 
—-MESSAGE FILE 2030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00733 


-—-MESSAGE FILE 2031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000734 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best console games... 

Date: Fri, 01 May 1998 16:03:47 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 56 

Message-ID: <3549F453.E5A3EDE6@micronetics.com> 
References: <3549C8BA.338@saqnet.co.uk> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


All my choices appear to be better when played with a group of mates.. 
would probably also include Micro machines V3 in that selection. 


+ Parappa the Rappa - Excellent at parties with the sound pumped up. 


Gets everyone singing along (or is this just me?). Very Original too. 
+ Busta Move 2 - Original - Same simplicity rating as Tetris. 
+ Tekken 2 - I've owned this for over a year and I'm still discovering 


new moves. 


Jim 
Nick Ferguson wrote: 
Hi all, 


I'm bored with technical discussions, theorising about PS 2 and bitching 
about Sony support/mailing lists etc!!! 


So, let's make a list of our top 3 games on the "now-generation" 
consoles :-) (ie N64, PS and Saturn - yes, Saturn!)Try to avoid really, 
really new-ish stuff like RE2 unless you absolutely think it is really 
deserving. I mean, I was tempted but here's what I came up with... 


1) Goldeneye (N64) 

- as a masterpiece of game design, you can't beat it. It revived the 
tired (IMHO) first-person shooter genre singlehandedly. More influential 
than you might reckon, too - look for its influence in potential 
megahits Metal Gear Solid (PS) and Mission Impossible (N64). Oh, and the 
multiplayer mode rules. If you haven't played it, you're missing out. 


2) Resident Evil: Director's Cut (PS) 

- Heh! Only put RE:DC down because I reckon 2 is too new to go up here 
:-) I wasn't too keen on FFVII's fighting system - I prefer the RE style 
of gameplay. Beautiful graphics, atmosphere and sound. Plus, I love 
zombie and horror movies. Indeed, I love movies in general... and RE is 


VVVVVVVVVVVVVVV VV VV VV VV 
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normal vector is basicly the end point of a unit length vector that 
defines the Z direction of the plane. So, if you have a polygon that 
goes through these endpoints: 


0, 0, 
4096, 0, 
4096, 4096, 

0, 4096, 


O O O 


your normal vector could be: 
0, 0, 4096 OR 0, 0,-4096 


This vector is obtained by doing a cross product of the vectors that 
define the X and Y axis and then scaling the vector to unit length. 


Mario 


On Mon, 05 Jan 1998 19:52:20 -0600, Manny Najera 
<mannyn@ix.netcom.com> wrote: 


>I haven't seen much information posted about how to use normals ina 
>polygon. The only coordinates I've seen given to a normal were just 
>variations of the same three numbers: (0, 4096, 0). For a regular 
>square polygon, where the center is at (0, 0, 0), and the sides are ten 
>units long, what would be the coordinates of the normal? 

> 

>Manny Najera 

> 


—-MESSAGE FILE 19035 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000178 


—-MESSAGE FILE 19036 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000179 

Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Where to place my normals? 

Date: Wed, 07 Jan 1998 10:59:07 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 112 

Message-ID: <34B2A92B.446Bepeace.co.nz> 
References: <34B18E53.B74AAAC5@ix.netcom. com> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Manny Najera wrote: 


I haven't seen much information posted about how to use normals ina 
polygon. The only coordinates I've seen given to a normal were just 
variations of the same three numbers: (0, 4096, 0). For a regular 
square polygon, where the center is at (0, 0, 0), and the sides are ten 
units long, what would be the coordinates of the normal? 


V V V V V V 


The normal is a vector that is perpendicular to the plane the polygon 
lies in. Every 3D triangle lies in some infinite plane. To find the 
normal of a 3D triangle with vertices at points A, B, and C, you take 
the cross product of the vectors (A-B) and (C-B). The cross product 
is a simple (but not so simple that I can remember it, I think it's 
in the Yaroze manuals somewhere) formula that you apply to two 
vectors (in our case, (A-B) and (C-B) and you get another vector 

back (D) that is perpendicular to the two. 


The cross product formula is not commutative (associative?). That is, 
S (cp) T does not equal T (cp) Տ (S & T are vectors). 


S (cp) T does, however, equal -( T (cp) Տ) 
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Thus, the direction of D depends on which order you cross product the 
two vectors. 


Normals are used for lots of things. In different ways, the normal is 
used for lighting effects, determining whether a polygon is visible 
or not, or an alternate description of the plane the polygon lies 

in. 


For instance, to speed up drawing times, the computer does not want 

to draw polygons that are not visible. If you were drawing a single die 
(a cube), then you only want to draw the faces facing you, since they 
will cover the faces behind. Every face in the cube has a normal, and 
the normals are defined in such a way that they point 'օսե', away from 
the center of the cube. Then when you come to draw the scene, the 
computer figures out which faces have normals pointing towards the 
screen, and draws them, and ignores any polygons with normals facing 
away from the screen. 


The most important thing about the normal is its direction. It doesn't 
matter how long it is, as long as it's pointing the right way. 

The reason why some apps require it to be unit length (that is, a length 
of 1 unit), is because when you're doing certain operations with 
normals, unit length normals mean that sometimes you don't have to do 
square roots and divides (which as we all know, takes ages). 


The reason why the length seems so be 4096 is that the Yaroze uses integers 

to store floating point numbers, and 4096 is defined as 1.000 

2.000 is 8192 (4096 + 4096), 3 is 12288 (4096 * 3), and 1.5 is 6144 (4096 + 
4096/2). If you write those numbers down in binary, you'll understand 

a lot better. 

The C macro 'ONE' is defined to be 4096, and you should use ONE to make 

your code clearer. 


If you have done the cross product thing, and come up with a vector that 
is not unit length, then you've got to 'unitise' it (make it unit length). 


The way to do this with vector A that has components (x,y,z) is the formula: 


Len = square_root (x*x + y*y + 2"2) 
unit_x = x / Len 
unit_y = y / Len 
unit_z = z / Len 


and the new unitised normal is (unit_x, unit_y, unit_z). 


A common question is "How do I know what direction I will get when I take 
the cross product? Will it be pointing on the same 'side' as the face 
I've defined (like outward from the cube in my example), or the other way?" 


The answer is: It doesn't matter, as long as you're consistent. That is, if 
you work out the normals in the same way, and test them in the same way, 
you'll be OK. Personally, if I have polygons defined with vertices A,B,C,D... 
then I always use the formula (B-A) crossed with (C-B) to work out the 
normal. 


Things get more complicated with polygons that have more than 3 vertices. 

This is because it is possible to make a 3D polygon with >= 4 sides where 

not all the vertices lie in the same plane. I.e. take an A4 piece of paper 

and place it flat on the desk - all corners (vertices) are in the same plane. 
Now pick up one corner; There are now *4* distinct planes. There's the original 
one, and one for every corner and its two adjacent corners. Which plane 

is the 'right' one? It's impossible to say. This is why it is important to 

keep all vertices in a single plane when you've got >= 4 vertices. 

But most 3D modelling packages do this for you, or will split the polygon 

if you move a vertex out of the plane. 


The other problem with polygons >= 4 vertices is that it is possible for them 
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to be concave (that is, if you let a rubber band snap around the outside 

of your polygon, the rubber band wouldn't touch all the sides). This means that 
you *might* get the normal going in the opposite direction from what you'd 
expect. 


These problems and other optimisation issues is the main reason why 3D graphics 
software and hardware prefer to deal with triangles only. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Beauty fades. Ugly is forever. 
—-MESSAGE FILE 19036 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000179 


——MESSAGE FILE 19037 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000180 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: NEED HELP : Display polygons problem... 

Date: 6 Jan 1998 22:15:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbdlaf1$4760ab00$60299ac3@pc> 

NNTP-Posting-Host: toulouse2-32.hol.fr 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:180 scee.yaroze.pr 
ogramming.3d_graphics:419 


I have tried for the first time 3D code... So I have a TMD object to 
display but sometimes some polygons are hidden!!! What can I do? 
Thanks... 


—-MESSAGE FILE 19037 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000180 


--MESSAGE FILE 19038 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000181 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: NEED HELP : Display polygons problem... 

Date: 7 Jan 1998 18:37:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01bd1b9c$180d12c0$77el6dc0@ulthar.han.de> 

References: <0Olbdlaf1$4760ab00S$60299ac3@pc> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:181 scee.yaroze.pr 
ogramming.3d_graphics: 421 


I can think of two reasons. 
Either your polygon is single sided and you are looking from the other side 
at it, or you are simply too close to the object. 


Roland 
—-MESSAGE FILE 19038 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000181 


——MESSAGE FILE 19039 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000182 
Path: chuka.playstation.co.uk!news 
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From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: NEED HELP : Display polygons problem... 

Date: 8 Jan 1998 11:40:21 GMT 

Organization: Intelligent Research Ltd 

Lines: 14 

Message-ID: <01lbd1c2bS$49d7e8e0S6c0b0a0a@newcastle.twowaytv.co.uk> 

References: <0Olbdlaf1$4760ab00$60299ac3@pc> <01bd1b9c$180d12c0S$77el6dc0@ulthar.han.d 
e> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:182 scee.yaroze.pr 
ogramming.3d_graphics:423 


Roland Boettcher <roland@harlie.han.de> wrote in article 
<01bd1b9c$180d12c0$77el6dc0@ulthar.han.de>... 

> I can think of two reasons. 
> Either your polygon is single sided and you are looking from the other 
side 


> at it, or you are simply too close to the object. 
> Roland 
Or the object is to small - this can lead to poly's disappearing. 


Or your ordering table is to small (depth sorting goes wrong). 


Craig. 
—-MESSAGE FILE 19039 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000182 


——MESSAGE FILE 19040 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000183 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: NEED HELP : Display polygons problem... 

Date: 8 Jan 1998 23:01:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <0Olbdlc8a$314df8a0S0e299ac3@pc> 

References: <0Olbdlaf1$4760ab00$60299ac3@pc> <01bd1b9c$180d12c0S$77el6dc0@ulthar.han.d 
e> <O0lbdlc2b$49d7e8e0S6c0b0a0a@newcastle.twowaytv.co.uk> 

NNTP-Posting-Host: toulousel-14.hol.fr 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:183 scee.yaroze.pr 
ogramming.3d_graphics:425 


> Or your ordering table is to small (depth sorting goes wrong). 
> 
That's it!! Thanks a lot! 
—-MESSAGE FILE 19040 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000183 


—--MESSAGE FILE 19041 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000184 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: How best to exploit this thing-a-ma-jig?! 

Date: Sun, 11 Jan 1998 03:05:49 -0500 

Organization: SCEA News Server 

Lines: 60 

Message-ID: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ott-pm4-21.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Net Yaroze newsgroups message dump.txt Page 12855 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:184 scee.yaroze.pr 
ogramming.3d_graphics:426 scea.yaroze.freetalk:278 scee.yaroze.freetalk.english:288 


First off, hello :) 


This note is part rant, part statement and part question, so please bear 
with me. I hope this should be of interest to just about everyone 
involved in trying to create NY/PSX games. 


Right now, after about 8 months of banging away (off and on) I would 
have to say that I have a rather solid and speedy engine for a lst/3rd 
person, 3D game. The one problem that has been bugging me from day one, 
that has yet to be solved is the flaky renderer in the PS. With its 
affine texture mapping and z-sorting/painters algorithm approach, it 
cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 
detail-type modelling and outright clipping of near faces, none of which 
have produced very reasonable results. 


The question I am left with is this... 

"Commercial products work with this same renderer, so how do they get 
away with it?" 

Is the answer just to make models with more/smaller polygons and handle 
the level of detail better (I had hoped to let distance fogging take 
away some of the work, but if the fog is set to anything but black, with 
a black background, it looks horrible)? Just don't let the player 
camera go anywhere near the walls of the model and hope it all looks Ok? 


Maybe the answer is in the geometry engine... currently I am using a 
region/portal approach with subdivision turned on for the local region 
and less for adjacent regions, but the problems don't go away 
(admittedly, I am lacking a good model to experiment with... ie 
something that takes full advantage of the benefits of this approach). 
It has reduced the number of calls to the GsSort... func to a bare 
minimum (one for local region and one for each adj. region... not more 
than a handful in the end). 

Is there a better way? Something that will allow me to better tell what 
will pop in and out because the PS renderer decided that its average 
centre will be off the screen, while in fact the other 50% of it is 
visible... 


My next project for the next few days (big ice storms are great for 
getting time off work :) is to implement a good scanline-based renderer 
(Similar to z-buffering, but more efficient, imho) and see how close I 
can come to real-time performancewhile doing all the work in system 
memory (ie. totally ignoring the PS renderer). I doubt this will work 
out very well, but ya never know. 


Ok, to sum up, my quetsions are these... 

— How do the pros really work around/with the PS renderer 

— How do you work around/with the PS renderer 

- How do you handle the faces in your world and the ...fun... or giving 
them to the PS to draw. 


Oh and while I'm at it... I would like to suggest/ask that if anyone has 
any interesting models/worlds that they want to donate ;) to post the 
files/links to files somewhere... or maybe just mail them to me. Heh. 


Please comment at will, I am hoping this will be a productive/useful 
thread, and if you have any detailed questions feel free to ask :) 


—-MESSAGE FILE 19041 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000184 


--MESSAGE FILE 19042 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000185 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 14:24:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd1e9d$5786e940S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:185 scee.yaroze.pr 
ogramming.3d_graphics:427 scea.yaroze.freetalk:279 scee.yaroze.freetalk.english:289 


cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 


V V V V 


I think setting the subdivision flags is the way to go. You can look at my 
demo to see how I dealt with the problem (by the way the source code is 
free). 


Roland 
--MESSAGE FILE 19042 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000185 


——MESSAGE FILE 19043 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000186 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics,scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 16:45:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbdlea0$1c894240S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> <01bd1e9d$5786e940S77el6dc0@ulthar. 
han.de> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:186 scee.yaroze.pr 
ogramming.3d_graphics:428 scea.yaroze.freetalk:280 scee.yaroze.freetalk.english:290 


If you look exactly at the graphics of games like Gran Turismo, Porsche 
Challenge or Tomb Raider you can see that they set the subdivision flag to 
a high value at the polys near the view point and to a low value to those 
polys far away. 


Roland 
—-MESSAGE FILE 19043 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000186 


—--MESSAGE FILE 19044 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000187 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Where to place my normals? 

Date: 12 Jan 1998 12:48:47 GMT 

Organization: Intelligent Research Ltd 

Lines: 24 

Message-ID: <01lbd1f£59S7bf758c0S6c0b0a0a@newcastle.twowaytv.co.uk> 
References: <34B18E53.B74AAAC5@ix.netcom.com> <34B2A92B.446Bepeace.co.nz> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


James Russell <James.Russell@peace.co.nz> wrote in article 
<34B2A92B.446Be@peace.co.nz>... 

[SNIP - Lot's of good stuff gone] 

> For instance, to speed up drawing times, the computer does not want 
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to draw polygons that are not visible. If you were drawing a single die 
(a cube), then you only want to draw the faces facing you, since they 
will cover the faces behind. Every face in the cube has a normal, and 
the normals are defined in such a way that they point ‘'out', away from 
the center of the cube. Then when you come to draw the scene, the 
computer figures out which faces have normals pointing towards the 
screen, and draws them, and ignores any polygons with normals facing 
away from the screen. 


VVVVVVVV 


Interestingly, the Playstation doesn't actually use the Normal in the TMD 
primtive for this. I guess it's 'coz not all TMD primitives have a normal, 
and 
rather than special case, they just re-calculate for all primitives. The 
normal 

in the TMD is only used by the flat lighting / gourard shade functions. 


Craig. 
-—-MESSAGE FILE 19044 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000187 


——MESSAGE FILE 19045 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000188 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:27:44 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34BA1A50.1B2A@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-204-80.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?Ill try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

-Austin 

--MESSAGE FILE 19045 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000188 


——MESSAGE FILE 19046 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000189 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Problem with too many polygons? 

Date: 21 Jan 1998 05:14:55 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <01bd262b$c530c980Sbe4f£c998@kd-home> 

NNTP-Posting-Host: 201-79-190.ipt.aol.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


In my program I have approximately four 3d models running around the screen 
at one time. Each model is around 600 polygons. After a few seconds I get 
the following message: 


DMA bus error: code=80908000 


MADR[0]=00106084 
MADR[1]=0008ela7 
MADR[2]=00bdffe8 
MADR[3]=0008c000 
MADR[4]=002fa348 
MADR[5]=004021c0 
MADR[6]=000a05a4 
GPU 


timeout : que=0, stat=524e028a, chcr=00000401, madr=00bdffe8, func=(80029e50) (8009 
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e5a4,,00000000) ) 


If I replace the models with other models with fewer polygons, the program 
works fine. Also if I only have two of the models at once everything works 
OK. My drawing sequence is as follows: 


DrawSync (0); 
hsync Հ VSync (1); 
VSync (0); 


GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &OT2[buffIdx]); 
GsDrawOt (&OT2 [buf fIdx]); 


Can anyone shed any light as to what this error message means and provide a 
solution? I'd prefer not to have to make new models. 


Kevin 
—-MESSAGE FILE 19046 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000189 


——MESSAGE FILE 19047 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000190 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Hi-res mode seems to studder 

Date: 23 Jan 1998 05:21:59 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <0Olbd27bf$1b560160S68b7af98@kd-home> 

NNTP-Posting-Host: 175-183-104.ipt.aol.com 

X-Newsreader: Microsoft Internet News 4.70.1162 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:190 scee.yaroze.pr 
ogramming.3d_graphics:444 


My program is using 640x480 resolution, however I sometimes have bad 


problems with the screen studdering. It almost looks like I'm not 
switching double buffers but I'm using GsGetActiveBuff() each time to 
switch between the buffers. I initialize the graphics like this: 


GsInitGraph(640 ,480, GsOFSGPU|GsINTER, 1, 0); // screen 640x480 


When I switch to low-res mode (320x240) I haven't encountered this problem 
yet. Has anyone else overcome this problem? 


Kevin 
—-MESSAGE FILE 19047 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000190 


--MESSAGE FILE 19048 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000191 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Hi-res mode seems to studder 

Date: Fri, 23 Jan 1998 02:48:32 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34C84B50.408E6F29@chat.carleton.ca> 

References: <0Olbd27bf$1b560160S68b7af98@kd-home> 

NNTP-Posting-Host: ott-pm2-26.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:191 scee.yaroze.pr 
ogramming.3d_graphics: 445 
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Kevin Davis wrote: 


VVVVVVVVVVV VV 


My program is using 640x480 resolution, however I sometimes have bad 


problems with the screen studdering. It almost looks like I'm not 
switching double buffers but I'm using GsGetActiveBuff() each time to 
switch between the buffers. I initialize the graphics like this: 


GsInitGraph (640 ,480, GsOFSGPU|GsINTER, 1, 0); // screen 


640x480 

When I switch to low-res mode (320x240) I haven't encountered this 
problem 

yet. Has anyone else overcome this problem? 

Kevin 


Um, I can't remember the exact syntax for the init call off hand, but 


the reason that won't work is that you can't do double buffering at the 
resolution. 


The video memory in the PS is 1024x512, meaning the max resolution you 
could double buffer would be 512x256...then again, thats not even a 
valid resolution, plus you would have no room for any textures or fonts 


12859 


—-MESSAGE FILE 19048 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000191 


——MESSAGE FILE 19049 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000192 


Path: 
pe 


mail 


From: George_Bain@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Hi-res mode seems to studder 

Date: 23 Jan 1998 08:24:58 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 44 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6a9k4qSsiml@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi there, 


You are in 640x480 so a single buffer is used for drawing and displaying. 
With the Interlace mode, odd number fields and even number fields 

are displayed alternately at every 1/60[sec]. In other words, in 

case for the 640x480 mode, for example, odd and even lines are 

displayed alternately in vertical (y) direction. 

At this point, GPU will draw lines depending upon the fields being 
displayed as follows; 


While displaying odd fields, only even lines are drawn. 
While displaying even fields, only odd lines are drawn. 


Thus, a double buffer is implemented automatically. So there is no need 
for double buffers and that is why your screen is bouncing all over the 
place. 


George@SCEE 


>>> >>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>> 


From: "Kevin Davis" <KMFSV@aol.com> 
Newsgroups: 


chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
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scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Hi-res mode seems to studder 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:190 
scee.yaroze.programming.3d_graphics:444 

My program is using 640x480 resolution, however I sometimes have bad 


problems with the screen studdering. It almost looks like I'm not 
switching double buffers but I'm using GsGetActiveBuff() each time to 
switch between the buffers. I initialize the graphics like this: 


GsInitGraph(640 ,480, GsOFSGPU|GsINTER, 1, 0); // screen 640x480 
When I switch to low-res mode (320x240) I haven't encountered this problem 
yet. Has anyone else overcome this problem? 
Kevin 


—-MESSAGE FILE 19049 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000192 


——MESSAGE FILE 19050 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000193 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Hi-res mode seems to studder 

Date: 23 Jan 1998 10:12:37 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 73 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6a9qelSsmri@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


EG: Lewis Evans 

ec: 

From: news @ playstation.co.uk 

Subject: Hi-res mode seems to studder:scea.yaroze.programming.3d_graphics 


From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: 

scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Hi-res mode seems to studder 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:190 
scee.yaroze.programming.3d_graphics:444 

My program is using 640x480 resolution, however I sometimes have bad 


problems with the screen studdering. It almost looks like I'm not 
switching double buffers but I'm using GsGetActiveBuff() each time to 
switch between the buffers. I initialize the graphics like this: 


GsInitGraph(640 ,480, GsOFSGPU|GsINTER, 1, 0); // screen 640x480 
When I switch to low-res mode (320x240) I haven't encountered this problem 
yet. Has anyone else overcome this problem? 
Kevin 


Your call to GsInitGraph is correct; it's also true that there is only 
_one_ buffer in VRAM, 

ie one area which is 640x480, the GPU handles the switching of odd/even 
lines each frame 
to effect double buffering. After your call to GsInitGraph, are you doing 
this: 


GsDefDispBuff (0,0,0,0); // different to the call under 
low-vertical-res programs 
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the best implementation of the concept of "interactive movie" I've seen. 
"Director's Cut" - genius!!! 


3) Virtua Fighter 2 (Saturn) 

— Tekken only just overtook VF II with Tekken 3 IMHO. However, VF 2 was 
there years earlier and the Saturn version is just...perfect. As a 
graphics tart, I rate VF2 over Fighters Megamix. Beat-em up perfection - 
a brilliantly simple control system, etc etc. 


Yeah - 1 for each system, I know. Cop out? I was tempted to put FFVII 
up, as well as Sega Rally, Mario 64, Gran Turismo, and Tomb Raider II - 
but in my heart of hearts these 3 are my favourite games. So sue me =) 


Nick "your turn" F 


PS Don't bother with 16-bit stuff please. I reckon the latterday 

"next-gen" machines have been about long enough that most people can 

pick 3 games on them they love!And no PC stuff either...:-) 

—-MESSAGE FILE 2031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00734 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 2032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000735 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Fri, 1 May 1998 18:56:22 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ld8cyxf.xemoj9150t3j6N@al-88-123.a1.nl1> 

References: <3549C8BA.338@saqnet.co.uk> <6icktdS97el@emeka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Just PSX games.. 


1. CoolBoarders 2 
2. Gran Turismo (with dual shock) 
3. Greant Theft Auto 


I own Final Fantasy but I think the hype is overdone. The style of game 
is to japanese, like america does with some of their movies like ID4 and 
AirForce one. 

The scenes are good looking but the caracters are to comic-like in 
comparison to the backgrounds. Oddworld did a better job on this. 

Maybe it's not my style of game anyhow, I like faster games. 


DEnnis.. 
-—-MESSAGE FILE 2032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00735 


—-MESSAGE FILE 2033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000736 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation 

Date: Fri, 1 May 1998 18:56:28 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ld8czbz.133ecytljgszeoN@al-88-123.al.nl> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> 

NNTP-Posting-Host: al-88-123.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Yeah, OK. But consider that the N64 costs less than a 3DFX card. I think 
> James means that for a machine priced for the mass-market, the N64 is a 
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There is another major reason why your program may shudder. 

Under vertical hi-res, which 640x480 definitely is, the double-buffer 
mechanism is dependent 

on VSync; the only way to avoid heavy flicker is to force the program to 
run at maximum frame rate 

(60 fps NTSC, 50 fps PAL). Hence, under hi-res interlace, the main loop 
used is often this: 


hsyncCount = VSync(0); 
ResetGraph (1); // if drawing hasn't finished yet, forget it, since we 
must keep up the frame rate 


rather than under a typical low-res main loop which says 


DrawSync (0); // make sure all drawing completes, we can afford to 
drop frames 
hsyncCount = VSync(0); // now wait for v-blnk 


Ie: under interlace, your program must run at max frame rate (50 or 60) or 
flicker is inevitable. 

If doing this involves too much drawing to be missed out on, you may be 
better off in low-res. 


The main reason lots of games are not done in hi-res is because of this 
necessity 
of maximum frame rate; basically, you can't draw as many things. 


Lewis 


12861 


—-MESSAGE FILE 19050 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000193 


—-MESSAGE FILE 19051 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000194 

Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Problem with too many polygons? 

Date: Mon, 26 Jan 1998 12:33:09 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <wal-ya02408000R2601981233090001@news.scea.sony.com> 
References: <01bd262b$c530c980$be4fc998@kd-home> 
NNTP-Posting-Host: mg-20425418-74.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


This is just a guess but the first thing I would try is making my packet 
area bigger. It's possible that the primitives are writing past the end of 
your allocated packet area and clobbering your program data or code. 


wayne a. lee <wal@blarg.net> 


—-MESSAGE FILE 19051 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000194 


——MESSAGE FILE 19052 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000195 

Path: chuka.playstation.co.uk!news 

From: "Parrott D.H. CSM BSc/SoftEng 3" <Dominic.Parrott@csm.uwe.ac.uk> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Sample of Multiple OT's 

Date: Fri, 13 Feb 1998 14:22:08 +0000 
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Organization: University of the West of England, Bristol 

Lines: 22 

Message-ID: <34E45710.3B4A@csm.uwe.ac.uk> 

References: <Olbcfa22$e2879660Sdef4ad98@kd-home> <347E57BE. 6FC3@charlie.cns.iit.edu> 
NNTP-Posting-Host: portal.uwe.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.5.1 sun4u) 

To: fedeedw@charlie.cns.iit.edu 


Ed Federmeyer wrote: 
I uploaded a new file called "crushl.zip" to my Web page. The "game" 
(such 
as it is) is a work in progress, so it has many rough edges. 


> 

> 

> 

> 

> But it demonstrates the "multiple OT" technique. If you look at line 
> 177 of tmdobj.c, you'll see a function tmdobj_draw2(), which sorts the 
> 
> 
> 
> 
> 


player .TMD into it's own PlayerOT. Then the next function, 
tmdobj_draw2_finish(), sorts that PlayerOT into the WorldoOT. 


P.S. My Web page is 
http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 


hello, I would like a copy of crushl.zip but as I am from the european 
yaroze site I cannot access you web page directly. I tried accessing 
your page via the european server's copy but the ftp directory was 
empty. 


Anywayz you would be doing me a favor if you could make the file 
available somewhere else or if you could mail it to me. Ta. 


Dominic.Parrott@csm.uwe.ac.uk 
—-MESSAGE FILE 19052 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000195 


—-MESSAGE FILE 19053 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000196 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: NEED HELP : Display polygons problem... 

Date: 14 Feb 1998 15:30:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bd37cc$9769eec0$6302bfc3@manolo> 

References: <Olbdlaf1$4760ab00$60299ac3@pc> 

NNTP-Posting-Host: ip035.pool-16.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:196 scee.yaroze.pr 
ogramming.3d_graphics:460 


Hi! my name is emanuele and i'll help you,youcan try to multiply x30 your 
dxf object with Inhibit to triangulate option and you must have a 
projection distance of 350. 


Bye!Bye! 


—-MESSAGE FILE 19053 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000196 


——MESSAGE FILE 19054 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000197 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: RSDTOOL 

Date: Sun, 15 Feb 1998 19:24:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
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Message-ID: <6c7fbpSbeo7@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl453.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


(The windows Direct X one). 


Does anyone know where this is ? 


Cheers 


Steve 


—-MESSAGE FILE 19054 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000197 


—--MESSAGE FILE 19055 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000198 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: RSDTOOL 

Date: Sun, 15 Feb 1998 18:39:44 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <34e735bd.143810086@news.scea.sony.com> 

References: <6c7fbpSbeo7@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-46.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


It is posted in the utilities section. Go to the U.S. members 
homepage, click files up top, and then scroll down to the utilities 
link. 

It is in that group. 


-Matt 


--MESSAGE FILE 19055 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000198 


——MESSAGE FILE 19056 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000199 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: RSDTOOL 

Date: Mon, 16 Feb 1998 12:05:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6c99b0Sbeo014@chuka.playstation.co.uk> 

References: <6c7fbpSbeo7@chuka.playstation.co.uk> <34e735bd.143810086@news.scea.sony 
. com> 

NNTP-Posting-Host: gatekeeper .ndsuk.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Mathew. 
I'll try there. 


Steve. 


Matthew Hulett wrote in message <34e735bd.143810086@news.scea.sony.com>... 
> It is posted in the utilities section. Go to the U.S. members 
>homepage, click files up top, and then scroll down to the utilities 
>link. 

> It is in that group. 

> 
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>-Matt 
> 


—-MESSAGE FILE 19056 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000199 


—-MESSAGE FILE 19057 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000200 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: GSSORTOT GREAT BUG!!!! 

Date: 16 Feb 1998 23:09:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <01bd399fS0d568840S2a02bfc3@manolo> 
NNTP-Posting-Host: 195.191.2.42 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi world! I have a great problem with sorting: 
1)I have created a mech warrior that have 1000 polygons tri and quads. 


1.1)If£f i load all the mechwarrior from 1-RSD to 1TMD and then i use it in 
GsSortObject4() it will displayed very well with all the polygons. 


1.2)BUT! If i create all the parts in rsd format (head, legs hands,etc...) 
and i convert it in tmd format and i sort it with GsSortOt() starting from 
head to feets i'll see only the firstest 12 of 23 objects well displayed 
and th others are flickering or are not here! 


1.3)BUT! This is VERY INTERESTING! !!!,if i invert the allocation to 
ordering table from feets to head ,i'll see only the lastest objects thath 
means legs feets etc. 


CONCLUSION:Why i can't sort more than 15 objects? 


ps:I tried using a single object in multiple copyes an the problem persist 
but the number of object thath i can display is increased. 


—-MESSAGE FILE 19057 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000200 


——MESSAGE FILE 19058 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000201 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Drawing off the screen 

Date: Tue, 17 Feb 1998 22:02:03 -0600 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34EA5D3A.D900CADF@ix.netcom. com> 

NNTP-Posting-Host: dgr-il3-11.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I need to know how to draw off of the regular screen. I've looked at 
the SCEE demo on the subject, but I could only figure out a little bit 
of ՅԵ. 


Every frame, I want to draw to 760x256. So, I use PutDrawEnv to change 
the DRAWENV variable. The only thing I don't understand is the ofs 
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property of the DRAWENV. If I want to draw to the same space every 
time, should these just be zero? 


Manny Najera 


—-MESSAGE FILE 19058 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000201 


——MESSAGE FILE 19059 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000202 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Drawing off the screen 

Date: 19 Feb 1998 00:13:08 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 44 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cftek$j891@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Two demos: SCEE demo 'offscr', and the game 'Between The Eyes' 
(available from my homepage, ~lewis_e). 


Both use DrawProcesses, which are just structures for holding data 

about the off-screen drawing; the crucial things are to change 
GsDRAWENV.clip and .ofs; 

the .clip RECT should be set to where you draw offscreen 

(eg in your case, 760, 256, w, h) 

and the ofs should be set to the top-left corner of that area (ie 760, 256) 


Off-screen drawing very useful for dynamic textures, mirroring, and other 
nice things 


Lewis 
To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 


Subject: Drawing off the screen:scea.yaroze.programming.3d_graphics 


From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Drawing off the screen 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

I need to know how to draw off of the regular screen. I've looked at 
the SCEE demo on the subject, but I could only figure out a little bit 
of ԼԷ. 

Every frame, I want to draw to 760x256. So, I use PutDrawEnv to change 
the DRAWENV variable. The only thing I don't understand is the ofs 
property of the DRAWENV. If I want to draw to the same space every 
time, should these just be zero? 

Manny Najera 


—-MESSAGE FILE 19059 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000202 


—-MESSAGE FILE 19060 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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003d_graphics/00000203 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Drawing off the screen 

Date: Wed, 18 Feb 1998 22:06:08 -0600 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <34EBAFBO.CACACF07@ix.netcom.com> 

References: <6cftek$j891@emeka.playstation.co.uk> 
NNTP-Posting-Host: dgr-il3-04.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Lewis_Evans@Playstation.sony.com wrote: 


Both use DrawProcesses, which are just structures for holding data 
about the off-screen drawing; the crucial things are to change 
GsDRAWENV.clip and .ofs; 

the .clip RECT should be set to where you draw offscreen 

(eg in your case, 760, 256, w, h) 

and the ofs should be set to the top-left corner of that area (ie 760, 
256) 


VVVVVVV 


Thank's for the help. Before you posted this, however, I spent most of 
my time today trying to figure this thing out. I got it to work, 
eventually, but I set both the .ofs to zero and it worked, even though 
that is not the top left corner of the area. But it works. 


> Off-screen drawing very useful for dynamic textures, mirroring, and 
> other 
> nice things 


After I got it to work, I wanted to try using chrome mapping with it. 
The only problem I'm having now is texturing an object for chrome 
mapping. Do you know how the texturing in the SCEE chrome demo was 
done? 


Manny Najera 
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—-MESSAGE FILE 19060 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000203 


—-MESSAGE FILE 19061 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000204 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 


r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Drawing off the screen 

Date: 19 Feb 1998 10:58:17 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 49 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ch389Sk491@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


To: Lewis Evans 
elon 
From: news @ playstation.co.uk 


Subject: Re: Drawing off the screen:scea.yaroze.programming.3d_graphics 
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From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Drawing off the screen 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Lewis_Evans@Playstation.sony.com wrote: 

> Both use DrawProcesses, which are just structures for holding data 
about the off-screen drawing; the crucial things are to change 
GsDRAWENV.clip and .ofs; 

the .clip RECT should be set to where you draw offscreen 

(eg in your case, 760, 256, w, h) 

and the ofs should be set to the top-left corner of that area (ie 760, 
256) 
Thank's for the help. Before you posted this, however, I spent most of 
my time today trying to figure this thing out. I got it to work, 
eventually, but I set both the .ofs to zero and it worked, even though 
that is not the top left corner of the area. But it works. 


VVVVVV 


—— don't know about that 
> Off-screen drawing very useful for dynamic textures, mirroring, and 
> other 
> nice things 
After I got it to work, I wanted to try using chrome mapping with it. 
The only problem I'm having now is texturing an object for chrome 
mapping. Do you know how the texturing in the SCEE chrome demo was 
done? 


-- I cannot remember; but the source is definitely available 
from the SCEE website (chrome will be in the demos or samples sections), 
and is reasonably clear. 


Lewis 
Manny Najera 


—-MESSAGE FILE 19061 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000204 


——MESSAGE FILE 19062 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000205 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: GSSORTOT GREAT BUG!!!! 

Date: 19 Feb 1998 14:56:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bd3d48$1303d5c0$88547ec2@default> 
References: <01bd399£f$0d568840S$2a02bfc3@manolo> 
NNTP-Posting-Host: client8488.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have characters consisting of 48 objects (beleive it or not), ie, hands, 


feet, legs etc, and it works with no problem. My characters have more 
than a thousand polygons (but they are all triangles). Perhaps the 
problem is with the utils that load/convert your 3D data rather than the 
Yaroze library routines.. since I'm creating my objects on-line with-in the 


program (not using anything external to my Yaroze program). 


Jon Prestidge 


( Reply to Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<01bd399f$0d568840S2a02bfc3@manolo>) 


—-MESSAGE FILE 19062 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000205 
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——MESSAGE FILE 19063 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000206 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: GSSORTOT GREAT BUG!!!! (in addition to my last message) 


Date: 19 Feb 1998 16:04:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <0lbd3d51$a4aeb400$7b537ec2@default> 

References: <01bd399fS0d568840S2a02bfc3@manolo> <01bd3d48$1303d5c0S$88547ec2@default> 
NNTP-Posting-Host: client837b.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Opps sorry... about my last message.... I've just checked and I don't 
actually use GsSortOt in my prog even though all the hands, arms, etc are 
separate objects... I've just used GsSortObject4 once for each object but 
all directed to the same ordering table. Why not try it like that as an 
experiment? 


bye, Jon Prestidge 
—-MESSAGE FILE 19063 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000206 


——MESSAGE FILE 19064 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000207 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Clipping problem 

Date: Sun, 22 Feb 1998 13:01:09 -0600 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34F075F4.FB9EA26A@ix.netcom.com> 

NNTP-Posting-Host: dgr-il1l-15.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I want to display a 3D cylinder. I also need the view to be completely 
inside it. Whenever I move the cylinder closer to the screen, it starts 
to really slow down. The slowdown causes the game to be unplayable in 
640x480, the resolution at which it needs to run. I've tried messing 
around with the cylinder's coordinates, the projection distance, and 
almost everything else. What can I do to solve this problem? 


Manny Najera 


—-MESSAGE FILE 19064 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000207 


——MESSAGE FILE 19065 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000208 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Clipping problem 

Date: Mon, 23 Feb 1998 01:05:58 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 19 

Message-ID: <34F0CB76.15648E1C@codeworks.demon.co.uk> 

References: <34F075F4.FB9FA2 6A@ix.netcom. com> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


Net 
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Hi Manny, 


How many sides/polys are there to this cylinder? 
Is it textured? 


If there are a lot it may be a legitimate slow down. 


Jim. 


Manny Najera wrote: 


I 


VVVVVVVVV 


want to display a 3D cylinder. I also need the view to be completely 


inside it. Whenever I move the cylinder closer to the screen, it starts 
to really slow down. The slowdown causes the game to be unplayable in 
640x480, the resolution at which it needs to run. I've tried messing 
around with the cylinder's coordinates, the projection distance, and 
almost everything else. What can I do to solve this problem? 


Manny Najera 


—-MESSAGE FILE 19065 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000208 


——MESSAGE FILE 19066 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000209 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Clipping problem 

Date: Mon, 23 Feb 1998 12:18:05 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 27 

Message-ID: <34FO0CE4D.E2BF2269@cybec.com.au> 

References: <34F075F4.FB9FA26A@ix.netcom.com> <34F0CB76.15648E1C@codeworks.demon.co. 


uk> 


NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


True, and if you're using flat shading, you should try using gouraud 

with fewer sides. If you're inside the tube you could probably get away 
with under 12 and it'd still look fine with smooth shading. 

Toby. 

Jim wrote: 

> 

> Hi Manny, 

> 

> How many sides/polys are there to this cylinder? 

> Is it textured? 

> 

> If there are a lot it may be a legitimate slow down. 

> 

> Jim. 

> 

> Manny Najera wrote: 

>> 

> > I want to display a 3D cylinder. I also need the view to be completely 
> > inside it. Whenever I move the cylinder closer to the screen, it starts 
> > to really slow down. The slowdown causes the game to be unplayable in 
> > 640x480, the resolution at which it needs to run. I've tried messing 
> > around with the cylinder's coordinates, the projection distance, and 

> > almost everything else. What can I do to solve this problem? 

>> 

> > Manny Najera 


—-MESSAGE FILE 19066 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000209 


—-MESSAGE FILE 19067 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
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003d_graphics/00000210 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Clipping problem 

Date: 23 Feb 1998 10:13:42 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 42 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cri4m$54h1@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I want to display a 3D cylinder. I also need the view to be completely 
inside it. Whenever I move the cylinder closer to the screen, it starts 
to really slow down. The slowdown causes the game to be unplayable in 
640x480, the resolution at which it needs to run. I've tried messing 
around with the cylinder's coordinates, the projection distance, and 
almost everything else. What can I do to solve this problem? 

Manny Najera 


There are several things you could try to speed up the draw of the 
cylinder. 

Making it smaller; removing any subdivision settings; if polys are 
textured, 

ensuring that their textures fit into the texture cache, and minimise the 
number 

of textures in total; convert gouraud-shaded/textured to 
flat-gouraud-textured; 

turning off flat-lighting and fogging in the GsDOBJ2 handler attribute; 
also, reduce the number of polys in the cylinder. 


There are real limits to how much things can be optimised; you may need to 
look 

at reducing frame rate to accomodate the look and feel you want for the 
game. 

If that's the case, you need to either reduce screen resolution, since 
640x480 

requires that the drawing work executes within a frame. 


Lewis 


—-MESSAGE FILE 19067 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000210 


—-MESSAGE FILE 19068 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000211 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Clipping problem 

Date: Mon, 23 Feb 1998 15:44:27 -0600 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34F1EDBB.BAC3047E@ix.netcom. com> 

References: <34F075F4.FB9FA26A@ix.netcom.com> <34F0CB76.15648E1C@codeworks.demon.co. 
նէ» <34F0CE4D.E2BF2269@cybec.com.au> 

NNTP-Posting-Host: dgr-il4-04.ix.netcom.com 
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> VERY high powered rendering sys. 


I think that is a bad comparison. Yes a N64 is much cheaper but then 
again, Nintendo earns money on the games, not the console. Like Sony 
does to. And if you compare prizes of N64 games and 3DFX game, than N64 
is expensive. The more games, the cheaper a PC and the more expensive 
N64. 


And yes, the N64 is very powerfull, but it's not about the machine but 
about the games. A more powerfull system does not guarante better games 
too. Technicaly spoken the N64 is superior to PSX, but commercialy 
spoken it's not. What can you do if all your friends own a PSX and you a 
N64 and all your friends buy 2 or 3 games (out of 400) when you can buy 
1 (out of 30) for the same money. And yes, Golden eye is great. But most 
programmers choose the PSX platform for it's much more simple structure 
that leads to shorter production-times. The concurention is killing and 
therefore you just must come up with the best if you want to have a hit. 
And if I compare the games from N64 with PSX, I like the PSX games more 
course of the gameplay. Not the quality of the system it's running on. 
And I supose you to, otherwise you would not be a member of NY, or is 
that becouse Nintendo doesn't have a project like this? 

(you probably say that you are lucky having more systems but most of us 
don't have that). 


And the comparison between PC-game and console-game... You buy a PC-game 
to play alone behind the box you use for other stuff than just games. A 
console system is to play relaxed from your lazy chair and watching a 
big screen Tely. 


DEnnis.. 


1288 


-—-MESSAGE FILE 2033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00736 


—-MESSAGE FILE 2034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000737 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Is my Yaroze faulty? 

Date: Fri, 01 May 1998 17:57:02 +0100 
Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3549FEDD.6D64@writeme.com> 
NNTP-Posting-Host: at14-014.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Desperately seeking some kind soul... 
I've come across some wierd kind of problem with code I knocked up last 
night. It was intended to be some kind of graduated background effect, 


but comes out all streaky. 


I would have posted this to 2d, compiler or coding newsgroups - but I 
don't believe its a problem with any of those. 


I'd be very grateful if you'd pop along to: 
http://www.netyaroze-europe.com/~mrfrosty/ftp/rentakil/fixme.zip 
- and see if your Yaroze messes up like mine. 

Cheers, 


James (~mrfrosty) 
"Who ya gonna call?...' 


—-MESSAGE FILE 2034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00737 


Net Yaroze n 


Mime-Version 
Content-Type 
Content-Tran 
X-Mailer: Mo 
X-Priority: 


Toby Hutton 


True, and 
with fewer 
away 

with under 


VVV WV 


The polygons 
textures. 1 
to calculate 
program). 


I understand 
vectors ona 
need four of 
Manny Najera 
—--MESSAGE FI 
3d_graphics/ 


--MESSAGE FI 
003d_graphic 
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11.0 
: text/plain; charset=us-ascii 
sfer-Encoding: 7bit 

zilla 4.01 [en] (Win95; I) 

3 (Normal) 


wrote: 


if you're using flat shading, you should try using gouraud 
sides. If you're inside the tube you could probably get 


12 and it'd still look fine with smooth shading. 


I'm using now are flat shaded, 4-sided polygons with 16bit 
wanted to make them gouraud shaded, but I have no idea how 
the 4 normals of each polygon (the TMD is made in the 


that the surface normal is the cross product of the two 
polygon, but I don't understand why gouraud shaded polygons 
them. Aren't they all the same? 


LE 19068 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
00000211 


LE 19069 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
s/00000212 


Path: chuka.playstation.co.uk!news 


From: Jim <j 
Newsgroups: 
Subject: Re: 
Date: Tue, 2 
Organization 
Lines: 50 
Message-ID: 
References: 


NNTP-Posting 
Mime-Version 
Content-Type 
Content-Tran 
X-Mailer: Mo 
X-Priority: 


Manny Najera 
> The polygo 
> textures. 


im@codeworks.demon.co.uk> 
scea.yaroze.programming.3d_graphics 
Clipping problem 

4 Feb 1998 01:20:16 +0000 

: Mobius Codeworks Ltd. 


<34F22050.61F3CEB7@codeworks.demon.co.uk> 
<34F075F4.FB9FA26A@ix.netcom.com> <34F0CB76.15648E1C@codeworks.demon.co. 


uk> <34FO0CE4D.E2BF2269@cybec.com.au> <34F1EDBB.BAC3047E@ix.netcom. com> 


-Host: codeworks.demon.co.uk 
1.0 

: text/plain; charset=us-ascii 
sfer-Encoding: 7bit 

zilla 4.01 [en] (WinNT; I) 

3 (Normal) 


wrote: 
ns I'm using now are flat shaded, 4-sided polygons with 16bit 


How big are the textures? 16 bit ones are a slower that 8 and 4 bit 


ones. 


I also believe the texture cache can only hold a 32X32 16 bit texture. 


So if its 


bigger than this your going to get a lot of misses. Also try using 


tmdsort foun 
on the SCEE 
for you. 


>I wanted to 


program). 


vectors on 
need four 


VVVVVV 


Gouraud shad 
each vertex. 


d 
site somewhere, that should maximize some of the cache hits 


make them gouraud shaded, but I have no idea how 


to calculate the 4 normals of each polygon (the TMD is made in the 


I understand that the surface normal is the cross product of the two 


a polygon, but I don't understand why gouraud shaded polygons 
of them. Aren't they all the same? 


ing interpolates the lighting coefficient calculated for 


The light intensity is calculated by the angle between the vertex normal 
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and the light 
vector. 


So If all your normals were the same they would all have the same light 
intensity 
therefore appear flat shaded. That's why we have 4 normals per polygon. 
To calculate them you just average the surrounding polygon normals to 
make 


vertex normals. You can do this by simply adding the poly norms and 
dividing 

by the number of contributing polys, or for a better effect and assuming 
you're 


not doing this in real time, just add all your normals and normalize 
them. 


I'd be happy to post some code to do this if you wish. 


> 
> Manny Najera 


Regards 


Jim 
—-MESSAGE FILE 19069 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000212 


--MESSAGE FILE 19070 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000213 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: CBA & TSB 

Date: Wed, 25 Feb 1998 18:09:56 +0000 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <34F4B2D4.4DD092CF@ix.netcom.com> 

NNTP-Posting-Host: dgr-il3-23.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


When making objects inside the program, I just stuck with a piece of 
code that calculated the CBA and TSB variables based on a TIM file. If 
I know which texture pages I'm goingto be using, what are the necessary 
calculations for CBA and TSB? 


Manny Najera 


—-MESSAGE FILE 19070 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000213 


——MESSAGE FILE 19071 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000214 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: CBA & TSB 
Date: 26 Feb 1998 12:34:03 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 51 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6d3nfrS$drll@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 
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CBA = (clutX/16) + (clutY/64) 


TSB = tpageID; 
switch (image->pixelMode) 
{ 
case 4: 
// leave as it is 
break; 
case 8: 
TSB += 128; 
break; 
case 16: 
TSB += 256; 
break; 


NOTE: you only need to calculate these values because you are using an old 
version of TMD manipulation code. 

Get the new tmd module (eg from Between The Eyes at SCEE Yaroze site / 
~lewise) 

and there is no need to calculate these. 


Lewis 
To: Lewis Evans 
ec 
From: news @ playstation.co.uk 


Subject: CBA & TSB:scea.yaroze.programming.3d_graphics 


From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: CBA & TSB 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

When making objects inside the program, I just stuck with a piece of 
code that calculated the CBA and TSB variables based on a TIM file. If 
I know which texture pages I'm goingto be using, what are the necessary 
calculations for CBA and TSB? 

Manny Najera 


—-MESSAGE FILE 19071 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000214 


—--MESSAGE FILE 19072 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000215 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Anyone know a good cheap or free modeler? 

Date: Wed, 04 Mar 1998 20:28:46 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34FE29FE.8112F75D@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, does anyone know of any good freeware or shareware modelers? 
Especially ones that will export DXF files that are useful with DXF2RSD? 
Admittedly, I got a little pampered by Truespace 3, but I used it at 
work, and can't afford to buy one to use for my own projects. 
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- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 19072 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000215 


——MESSAGE FILE 19073 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000216 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Anyone know a good cheap or free modeler? 

Date: Thu, 05 Mar 1998 16:36:02 -0600 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34FF28D2.3D2EAB13@ix.netcom. com> 

References: <34FE29FE.8112F75D@sinclair.net> 

NNTP-Posting-Host: dgr-ill-08.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Joshua Meeds wrote: 


> Hey, does anyone know of any good freeware or shareware modelers? 
> Especially ones that will export DXF files that are useful with 
> DXF2RSD? 
> 
> 


Admittedly, I got a little pampered by Truespace 3, but I used it at 
work, and can't afford to buy one to use for my own projects. 


For spline-related things (terrain, big ulgy blobs) I found this nice 
freeware program. The homepage is at: 
home.earthlink.net/~mclifton/spatch.html. From this page, there are 
links to other shareware/freeware 3D modelling programs. Supposedly, 
Midnight Modeler is a good one to start with. 


Manny Najera 


—-MESSAGE FILE 19073 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000216 


--MESSAGE FILE 19074 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000217 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Austin Kottke <akottke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Screen freeze...anyway to remedy? 

Date: Fri, 06 Mar 1998 23:57:59 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <3500FE07.3107@earthlink.net> 

Reply-To: akottke@earthlink.net 

NNTP-Posting-Host: 172-45-248.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hello wonderful,helpful people, 

I have a question about the poly count...I have a lot of models in 
my game and just about all of them move in there own positions, when I 
start playing it it will play fine. Then all of a sudden it will freeze, 


then it will unfreeze and play as normal, Anyone know why this occurs 

etc or a solution to the problem? 

—-MESSAGE FILE 19074 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000217 
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——MESSAGE FILE 19075 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000218 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Anyone know a good cheap or free modeler? 

Date: Sun, 08 Mar 1998 03:09:20 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35027C60.3139855E@sinclair.net> 

References: <34FE29FE.8112F75D@sinclair.net> <34FF28D2.3D2EAB13@ix.netcom.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Wow, thanks, I haven't tried sPatch yet, but Midnight Modeller works 


great! I just wrote my first 3d program based on a model I made with 
it. It isn't as nice as Truespace, but nothing that cheap will be 
(Midnight Modeller is still in Alpha, and when it is done it'll only be 


around $50). 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


Manny Najera wrote: 


For spline-related things (terrain, big ulgy blobs) I found this nice 
freeware program. The homepage is at: 
home.earthlink.net/~mclifton/spatch.html. From this page, there are 
links to other shareware/freeware 3D modelling programs. Supposedly, 
Midnight Modeler is a good one to start with. 


VVVVVV VV 


Manny Najera 
—-MESSAGE FILE 19075 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000218 


——MESSAGE FILE 19076 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000219 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Sat, 14 Mar 1998 12:21:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6edsooSdud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl871.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:359 scea.yaroze.pr 
ogramming.3d_graphics:219 scee.yaroze.programming.2d_graphics:260 scee.yaroze.progra 
mming.3d_graphics: 489 


I'm looking for someone with a tad more 
artistic flare than myself to do some 3D 
graphics for my soon to arrive little 
game demo. 


The game is a 90's version of that all 
time favourite(mine anyway) Q*Bert. 
It's (as usual) all 3D, with absolutely 
huge levels. It's a 1 or two player 

game, with additions such as laying 

bombs on cubes to corner your opponent, 
special 'cubes' that either rotate (so 
they can only be jumped on once), cubes 
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that rise when they're jumped on 
enabling some inaccessible cubes to be 
reached, cubes that lower when they're 
jumped on, enabling Q*Bert to reach 
lower levels, and all sort of other 
things. 


My only problem is, the graphics are 
crap. It took me 4 hours to get a 
simple cube into an RSD file, and I 


blatantly stole the 'ball' (Q*Bert) from 


someone else's demo. 


What I need, if anyone would like to 
contribute and reap the benefits of 
everlasting stardom is; 


A Q*Bert character. This character can 
point in any direction, and can contain 
any amount of animation you're willing 
to spend time doing. 

If the limbs etc prove too time 
consuming, a cute 'tennis ball' kind of 
character would suffice. 


Some variations on the above character, 
with frowns instead of smiles to 
represent the 'baddies'. 


A nice 'Cube'. I believe the top side 
of the cube may be textured, although 
I'd have to see what performance impact 
this will have. 


Many thanks to anyone that can help. 


Your best mate. 
Steve Dunn 
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—-MESSAGE FILE 19076 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000219 


——MESSAGE FILE 19077 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000220 
Path: chuka.playstation.co.uk!news 


From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 


Subject: Level Editors 
Date: Sun, 15 Mar 1998 10:49:47 -0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 9 


Message-ID: <6egbpg$dud5@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm019.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know if there are any 'level 
editors' available for building 3d 
worlds. I don't really want to do my 
own if it's been done before. 


Steve Dunn 


—-MESSAGE FILE 19077 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000220 
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—--MESSAGE FILE 19078 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000221 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Tue, 24 Mar 1998 13:56:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <6f8e40Sf1021@chuka.playstation.co.uk> 

References: <6edsooS$dud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm441.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:363 scea.yaroze.pr 
ogramming.3d_graphics:221 scee.yaroze.programming.2d_graphics:293 scee.yaroze.progra 
mming.3d_graphics:506 


What a response. I've sorted through 
the millions of pleas that have been 
flooding in daily since I posted this, 
but unfortuanatly, no-one was up to the 
standard required. So, don't be 
disheartened, YOUR chance still exists 
for this one in a daytime opportunity. 


Steve 


>I'm looking for someone with a tad more 
>artistic flare than myself to do some 
3D 

>graphics for my soon to arrive little 
>game demo. 

> 
>The game is a 90's version of that all 
>time favourite(mine anyway) Q*Bert. 
>It's (as usual) all 3D, with absolutely 
>huge levels. It's a l or two player 
>game, with additions such as laying 
>bombs on cubes to corner your opponent, 
>special 'cubes' that either rotate (so 
>they can only be jumped on once), cubes 
>that rise when they're jumped on 
>enabling some inaccessible cubes to be 
>reached, cubes that lower when they're 
>jumped on, enabling Q*Bert to reach 
>lower levels, and all sort of other 


>things. 

> 

>My only problem is, the graphics are 
>crap. It took me 4 hours to get a 


>simple cube into an RSD file, and I 
>blatantly stole the 'ball' (Q*Bert) 
from 

>someone else's demo. 

> 

>What I need, if anyone would like to 
>contribute and reap the benefits of 
>everlasting stardom is; 

> 

>A Q*Bert character. This character can 
>point in any direction, and can contain 
>any amount of animation you're willing 
>to spend time doing. 

>If the limbs etc prove too time 
>consuming, a cute 'tennis ball' kind of 
>character would suffice. 

> 

>Some variations on the above character, 
>with frowns instead of smiles to 
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>represent the 'baddies'. 

> 

>A nice 'Cube'. I believe the top side 
>of the cube may be textured, although 
>I'd have to see what performance impact 
>this will have. 

> 

>Many thanks to anyone that can help. 

> 

>Your best mate. 

>Steve Dunn 

> 


VV V V 


--MESSAGE FILE 19078 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000221 


——MESSAGE FILE 19079 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000222 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: RSDTool updates/alternatives? 

Date: Wed, 25 Mar 1998 20:29:07 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3519D993.C109FB5F@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, has RSDTool been updated since October? Or are there any programs 
out there that do the same kind of thing (texture/colorize RSD's)? 

Every now and again, I make a model that is the size I want, but RSDTool 
draws it too big and crashes before I get a chance to scale it smaller 
(I've got that problem right now). 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 19079 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000222 


——MESSAGE FILE 19080 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000223 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Austin Kottke <akottke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Gpu Timeout Error 

Date: Sat, 04 Apr 1998 00:02:23 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3525E90F.5562@earthlink.net> 

Reply-To: akottke@earthlink.net 

NNTP-Posting-Host: 170-254-218.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Now that Ive been actually making a game. I ve been getting this error: 


GPU 
timeout : que=0, stat=40422205, chcr=01000401, madr=0012e350, func=(80029e50) (8011 
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afec, 00000000) 


Now This problem has probably already been answered or something...but 
what the hell is this caused by...I have allocated just about all the OT 
space I can think of...I dont think that I have that much polys. Hmm Can 
Anyone help me....Or will I have to resort to dreaded 
r3000...hehe..whatever... 

Let me know about this problem...This is the only error I ever get...Let 
me know please...and i will be greatly appreciative :) 


-Austin /ROGUE/ (Bufferman) #psxdev, #yaroze, #gamecode 
—-MESSAGE FILE 19080 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000223 


—--MESSAGE FILE 19081 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000224 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Gpu Timeout Error 

Date: Mon, 6 Apr 1998 09:38:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6ga430S6vn5@chuka.playstation.co.uk> 
References: <3525E90F.5562@earthlink.net> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


You only get a GPU timeout if the workbase area has been corrupted.... 

Try checking how much workspace is being used ( with GsGetWorkBase after all 
of your sorts ) 

Also remember that you need 2 workbases to achieve double buffering, 
otherwise you may be overwriting stuff before 

the GPU has finished with it. 


Colin. 


Austin Kottke wrote in message <3525E90F.5562@earthlink.net>... 

>Now that Ive been actually making a game. I ve been getting this error: 
> 

>GPU 

>timeout :que=0, stat=40422205, chcr=01000401,madr=0012e350, func=(80029e50) (801 
1 

>afec, 00000000) 

> 

>Now This problem has probably already been answered or something...but 
>what the hell is this caused by...I have allocated just about all the OT 
>space I can think of...I dont think that I have that much polys. Hmm Can 
>Anyone help me....Or will I have to resort to dreaded 
>r3000...hehe..whatever... 

>Let me know about this problem...This is the only error I ever get...Let 
>me know please...and i will be greatly appreciative :) 

> 

>-Austin /ROGUE/ (Bufferman) #psxdev, #yaroze, #gamecode 


—-MESSAGE FILE 19081 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000224 


--MESSAGE FILE 19082 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000225 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: How to wrap a texture on a object 

Date: Sun, 12 Apr 1998 06:37:44 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35305fc9.4344988@news.scea.sony.com> 
NNTP-Posting-Host: a89.Dynamic-IP.Mlink.NET 
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X-Newsreader: Forte Free Agent 1.1/32.230 


Hello everybody, 

Is it possible to wrap a single texture around a whole 
object instead of putting one on each face? The Oden demo seems to be 
able to achieve this but I think that the wrap must be encapsulated in 
the TMD file because I can't see anything unusual in the code. Any 
help would be great! 


Patrick Bureau 
—-MESSAGE FILE 19082 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000225 


--MESSAGE FILE 19083 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000226 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: How to wrap a texture on a object 

Date: Sun, 12 Apr 1998 18:19:23 -0700 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3531681B.A74DD9F6@sinclair.net> 

References: <35305fc9.4344988@news.scea.sony.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


The next version of RsdTool was supposed to include the ability to wrap 
textures around models, but it never was released. 


Patrick Bureau wrote: 


Hello everybody, 

Is it possible to wrap a single texture around a whole 
object instead of putting one on each face? The Oden demo seems to be 
able to achieve this but I think that the wrap must be encapsulated in 
the TMD file because I can't see anything unusual in the code. Any 
help would be great! 


VVVVVVVVV 


Patrick Bureau 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 19083 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000226 


——MESSAGE FILE 19084 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000227 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Vector Math Functions? 

Date: Mon, 13 Apr 1998 00:39:46 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3531C142.8A920DD6@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Does anybody know if the Yaroze libs support any vector math functions? 
I can't find anything listed anywhere, but I would think the libs would 
have something as basic as distance between 2 points or slope of a 
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-—-MESSAGE FILE 2035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000738 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mame 0.31! 

Date: Fri, 01 May 1998 18:18:31 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <354A03E7.4FDE@writeme.com> 

References: <3548BAC2.79EB@writeme.com> <354919DF.D4A136C@ndirect.co.uk> 
NNTP-Posting-Host: at14-014.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Alex Herbert wrote: 


> What are your thoughts on a Yaroze MAME? The audio side of things is 
> a major headache, but we'll see... 


I think it would be cool to see a Yaroze MAME - just for the sake of 
"having done it'. Also would be nice to have a platform that wasn't 
prone to frame glitches like my PC sometimes is. 


Wouldn't know where to start, myself - could well be a large job. 


James (~mrfrosty). 
—-MESSAGE FILE 2035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00738 


—-MESSAGE FILE 2036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000739 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is my Yaroze faulty? 

Date: 1 May 1998 18:32:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <01bd752£$85782c40$e33163c3@default> 
References: <3549FEDD.6D64@writeme.com> 
NNTP-Posting-Host: host5-99-49-227 .btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi James, 


declare GsGLINE GLbground[320]; 
as global and it works fine (dodgy fix though :-) 
I'll mail you the code incase I changed something else 


coz I was playing with lots of things before I tried that 
so it may be something that I forgot I changed ? 


Pete. 

James Rutherford <hexheroes@writeme.com> wrote in article 
<3549FEDD.6D64@writeme.com>... 

> Desperately seeking some kind soul... 

I've come across some wierd kind of problem with code I knocked up last 
night. It was intended to be some kind of graduated background effect, 


but comes out all streaky. 


I would have posted this to 2d, compiler or coding newsgroups - but I 
don't believe its a problem with any of those. 


I'd be very grateful if you'd pop along to: 


http: //www.netyaroze-europe.com/~mrfrosty/ftp/rentakil/fixme.zip 


VVVVVVVVVV VV 
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line. I'm sure there would have to be a better way than manually doing 
a sqrt (pow(x1-x2,2)+pow(yl-y2,2)), then converting to a non-floating 
point. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 19084 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000227 


——MESSAGE FILE 19085 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000228 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Austin Kottke <akottke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Gpu Timeout Error 

Date: Mon, 13 Apr 1998 19:24:21 -0800 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <3532C8D5.4BCl@earthlink.net> 

References: <3525E90F.5562@earthlink.net> <6ga430S6vn5@chuka.playstation.co.uk> 
Reply-To: akottke@earthlink.net 

NNTP-Posting-Host: 172-27-112.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


hmmm..... How would i go about doing that...Is there some code you could 

share or something? 

—-MESSAGE FILE 19085 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000228 


—--MESSAGE FILE 19086 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000229 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Gpu Timeout Error 

Date: Tue, 14 Apr 1998 11:36:05 +0100 

Organization: Intelligent Research 

Lines: 13 

Message-ID: <35333C15.FDFEDOB1@hinge.mistral.co.uk> 

References: <3525E90F.5562@earthlink.net> <6ga430S6vn5@chuka.playstation.co.uk> <353 
2C8D5.4BC1@earthlink.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Austin Kottke wrote: 


> hmmm..... How would i go about doing that...Is there some code you could 
> share or something? 


Just increase the size of the GPU packet area (not the OT), that will 

almost 

certainly sort it out..... 

Craig. 

-—-MESSAGE FILE 19086 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000229 


--MESSAGE FILE 19087 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000230 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Austin Kottke <akottke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Gpu Timeout Error 

Date: Wed, 15 Apr 1998 23:01:38 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <35359EC2.2B5@earthlink.net> 

References: <3525E90F.5562@earthlink.net> <6ga430S6vn5@chuka.playstation.co.uk> <353 
2C8D5.4BCl@earthlink.net> <35333C15.FDFEDOB1@hinge.mistral.co.uk> 
Reply-To: akottke@earthlink.net 

NNTP-Posting-Host: 170-150-108.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Just increase the size of the GPU packet area (not the OT), that will 
almost 
certainly sort it out..... 


Craig. 


See thats the only thing...my size is already 248000 adn as far as i 

can see thats the limit.... 

-Austin 

--MESSAGE FILE 19087 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000230 


——MESSAGE FILE 19088 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000231 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_studio,sc 
ea.yaroze.freetalk 

Subject: Yaroze 3D FAQ 

Date: Thu, 16 Apr 1998 07:47:20 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3538b787.2391518@news.scea.sony.com> 

NNTP-Posting-Host: ipl60.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:231 scea.yaroze.pr 
ogramming.3d_studio:46 scea.yaroze.freetalk:569 


Hello everyone! I know mario is compiling a yaroze FAQ so I thought it 
might be kinda cool to go a little more specific and compile a 3D 
Graphic yaroze FAQ ok so the title is still being worked on :). But if 

you have any suggestions would like to help on send in a question for 

it please E-Mail me at dajudge@inficad.com I thought I could even 

include stuff like where to get free moddeling stuff and choosing the 

right software for you and even go into some advanced stuff but anyway 

let me know! 

Michael KLucher 

—-MESSAGE FILE 19088 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000231 


——MESSAGE FILE 19089 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000232 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Gpu Timeout Error 

Date: 17 Apr 1998 10:55:49 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 35 

Sender: news@chuka.playstation.co.uk 
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Message-ID: <6h78v5Smsril@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 17 Apr 1998 09:58:44 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA29568 
for <news@playstation.co.uk>; Fri, 17 Apr 1998 10:58:25 +0100 (BST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hello, 


As far as I know there's no maximum to the size of 
the packet area you can set; 
with SIZE_OF_PRIMITIVE defined as 24 (rough average), 
248000 gives you room for 10,000 primitives 
which is __lots_. 


You can see how many your main loops are drawing 

by counting the # of sprites, boxfs, lines, 

polys (see tmd.c, tmd.h files in some SCEE demos 
such as chrome, BTE, for a way of accessing 

TMDs to find their info, or using RSDtool with RSDs) 


GPU Timeout errors are apparently always caused 
by dodgy packet data. 


Lewis 

Just increase the size of the GPU packet area (not the OT), that will 
almost 

certainly sort it out..... 

Craig. 

See thats the only thing...my size is already 248000 adn as far as i 
can see thats the limit.... 
-Austin 


--MESSAGE FILE 19089 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000232 


——MESSAGE FILE 19090 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000233 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Polygon subdivision 

Date: Fri, 24 Apr 1998 13:58:42 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <wal-ya02408000R2404981358420001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-139.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I've been playing with object subdivision (the attribute field of GsDOBJ2). 
In my project, for my models, it turns out that using a subdivision of 
GsDIV2 (4x4) is a good balance between texture distortion and speed. Then I 
thought that things might go faster if I pre-subdivided the models myself, 
in the modeller, and not use any runtime object subdivision, thinking I 
would save on the calculation time. 


However, when I tried this, my demo ran *slower*, up to 60% slower, 
depending! I confirmed that the same number of polygons were being drawn to 
the screen in both cases. 


I'm wondering if this is cache-related? My models (unsubdivided) are *very* 
simple, basically one to 16 quads with different textures. The 
presubdivided ones are much bigger (16x more polygons). 
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wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 

—-MESSAGE FILE 19090 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000233 


—--MESSAGE FILE 19091 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000234 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Tim O'Neil <toneil@home.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Polygon subdivision 

Date: Sat, 25 Apr 1998 02:44:48 -0400 

Organization: @Home Network Member 

Lines: 34 

Message-ID: <35418660.1F32CB73@home. com> 

References: <wal-ya02408000R2404981358420001@news.scea.sony.com> 
NNTP-Posting-Host: cr785161-a.rchrdl.on.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


wayne a. lee wrote: 


I've been playing with object subdivision (the attribute field of GsDOBJ2). 
In my project, for my models, it turns out that using a subdivision of 
GsDIV2 (4x4) is a good balance between texture distortion and speed. Then I 
thought that things might go faster if I pre-subdivided the models myself, 
in the modeller, and not use any runtime object subdivision, thinking I 
would save on the calculation time. 


However, when I tried this, my demo ran *slower*, up to 60% slower, 
depending! I confirmed that the same number of polygons were being drawn to 
the screen in both cases. 


I'm wondering if this is cache-related? My models (unsubdivided) are *very* 
simple, basically one to 16 quads with different textures. The 
presubdivided ones are much bigger (16x more polygons). 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 


VVVVVVVVVVVVVVV VV VV 


How exactly are you submitting these faces to be drawn? If you are using 
more than a static number of function calls it will definately slow 
down. Consider that for every call on the playstation to any function 
involves loading all the parameters onto the stack, saving up to 8 
temporary registers, jumping, executing the required code and then 
restoring these temporaries. Mind you this does depend on how the 
compiler deals with the temporary registers, but it does involve the 3 
arguments to GsSortOt at the least, so if you are increasing the number 
of funciton calls, then things will invariably slow down a fair bit. 


Then again, the subdivision routines in the PSX might be doing some 

internal optimizations with the transformations or sorting. 

—-MESSAGE FILE 19091 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000234 


--MESSAGE FILE 19092 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000235 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Polygon subdivision 

Date: Sat, 25 Apr 1998 12:38:34 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <wal-ya02408000R2504981238340001@news.scea.sony.com> 
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References: <wal-ya02408000R2404981358420001@news.scea.sony.com> <35418660.1F32CB73@ 
home. com> 

NNTP-Posting-Host: dnai-207-181-237-39.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <35418660.1F32CB73@home.com>, Tim O'Neil <toneil@home.com> wrote: 
> How exactly are you submitting these faces to be drawn? If you are using 
> more than a static number of function calls it will definately slow 

> down 

[snip] 

> so if you are increasing the number 

> of funciton calls, then things will invariably slow down a fair bit. 


The number of function calls is the same. There are only two differences 
between the test cases: 


TMD model used subdiv value used for attribute 
test A: low detail GsDIV2 
test B: high detail 0 


The code itself is identical. 
High detail model has 16x more polys than low detail model. 


Test A ends up being faster! 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 

-—-MESSAGE FILE 19092 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000235 


--MESSAGE FILE 19093 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000236 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Anyone know a good cheap or free modeler? 

Date: 3 May 1998 21:28:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6iinidSjpr1l3@chuka.playstation.co.uk> 

References: <34FE29FE.8112F75D@sinclair.net> 

NNTP-Posting-Host: nl2.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/34FE29FE.8112F75D@sinclair.net 


PC Review gave Truespacel away with the previous issue(you might be able to get 
back issues, check mag). Although if youre american I guess this wont be much 
use to you :) 


Joshua Meeds <dreamer@sinclair.net> wrote: 

>Hey, does anyone know of any good freeware or shareware modelers? 
>Especially ones that will export DXF files that are useful with DXF2RSD? 
> Admittedly, I got a little pampered by Truespace 3, but I used it at 
>work, and can't afford to buy one to use for my own projects. 


>—— 

> 

> - Dreamwriter Dragon 

> dreamer@sinclair.net 
> —==UDIC==- 


--MESSAGE FILE 19093 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000236 
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——MESSAGE FILE 19094 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000237 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Billboarding - fast method? 

Date: Wed, 6 May 1998 15:53:21 +1200 

Organization: Sidhe Interactive 

Lines: 53 

Message-ID: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: p9-max5.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:237 scee.yaroze.pr 
ogramming.3d_graphics:539 


I am once again revisiting the topic of billboarding (thats having objects 
always face the camera when they are drawn). 


Given that I want to be able to use this effect for rendering (amongst other 
things) particle objects, I am looking for the fastest solution possible 
that doesn't directly affect the coordinate system of the object itself. 

At the moment I am trying to do the appropriate transformation at draw time 
by modifying the screen transformation matrix along the lines of - 


void DrawTMD(GSDOBJ2 *dobj, GsOT *ot, int billboard) 
{ 


MATRIX screen_matrix; 
GsGetLs (dobj->coord2, &screen_matrix); 


if (billboard) 
{ 


screen_matrix.m[0] [0] = ONE; 
screen_matrix.m[0][1] = 0; 
screen_matrix.m[0][2] = 0; 
screen_matrix.m[1][0] = 0; 
screen_matrix.m[1][1] = ONE; 
screen_matrix.m[1][2] = 0; 
screen_matrix.m[2][0] = 0; 
screen_matrix.m[2][1] = 0; 
screen_matrix.m[2][2] = ONE; 
} 

GsSetLsMatrix (&screen_matrix); // perspective, etc) 


GsSortObject4(dobj, ot, 14 - ot->length - OT_SHIFTMOD, (u_long 
*) getScratchAddr (0)); 


} 


This kind of works, but by zeroing out all the rotations I am also the 
killing perspective transformation meaning the object is slightly stretched. 
I am using a reference point camera system so I don't really want to redo 
the perspective correction if I can help it. 


Has anybody stumbled across a way to leverage the Yaroze libraries to 
perform billboarding at draw time? 


Thanks 


Mario 


—-MESSAGE FILE 19094 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000237 
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--MESSAGE FILE 19095 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000238 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Calculating RSD Normals 

Date: Thu, 07 May 1998 13:16:34 +0100 

Organization: The PC Shop 

Lines: 15 

Message-ID: <3551A622.6DF487E9@clara.net> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-1926.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi, 


I am in the process of writing an MAX ASC to RSD convertor for the yaroze. I have co 
mpleted most of the conversion vertices, polygons and textures 

etc. I am having trouble with the calculation of the Normal section of the PLY file 
for the RSD. I have the vertices and the polygon references to 

the vertices. I have tried the calculate the normal section but without success (Ran 
dom shading on all the polygons). 


I have these questions; 


How do you calculate the Normal section based on the Vertices and Polygon section. 
Is it a different calculation for guroud (Spelling?!?) and flat shaded polygons. 


Any help will be appreciated. 
Ian Thompson 


-—-MESSAGE FILE 19095 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000238 


——MESSAGE FILE 19096 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000239 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tim O'Neil <toneil@home.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Billboarding - fast method? 

Date: Thu, 07 May 1998 22:39:25 -0400 

Organization: @Home Network Member 

Lines: 14 

Message-ID: <3552705D.E7D6237E@home. com> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: cr785161-a.rchrdl.on.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:239 scee.yaroze.pr 
ogramming.3d_graphics:543 


Mario Wynands wrote: 


> I am once again revisiting the topic of billboarding (thats having objects 
> always face the camera when they are drawn). 


Has anybody stumbled across a way to leverage the Yaroze libraries to 


> 

> perform billboarding at draw time? 
> 

> Thanks 

> 

> Mario 


Is this not just using Sprites?... GsSPRITE et al? 
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-—-MESSAGE FILE 19096 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000239 


--MESSAGE FILE 19097 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000240 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Billboarding - fast method? 

Date: Fri, 8 May 1998 21:02:12 +1200 

Organization: Sidhe Interactive 

Lines: 33 

Message-ID: <6iuhopSaek8@chuka.playstation.co.uk> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> <3552705D.E7D6237E@home. com> 
NNTP-Posting-Host: p5-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:240 scee.yaroze.pr 
ogramming.3d_graphics:546 


Tim O'Neil wrote in message <3552705D.E7D6237E@home.com>... 
>Mario Wynands wrote: 


>> 

>> I am once again revisiting the topic of billboarding (thats having 
objects 

>> always face the camera when they are drawn). 

Pr side 


>> Has anybody stumbled across a way to leverage the Yaroze libraries to 
>> perform billboarding at draw time? 

>> 

>> Thanks 

>> 

>> Mario 

> 

> 

>Is this not just using Sprites?... GSSPRITE et al? 


Not necessarily. You can use sprites to do simple billboards by scaling 
them and drawing them at a certain screen and ordering table position based 
on their virtual world position. This could be used to do things like 
explosions and cutout style trees. 


I was looking for a way that you could do it with TMDS though, so I could 
support more complex billboard shapes. For example you could have 3D trees 
which have only the polygons visible from the front defined, giving you a 
drawing speedup (no culling required), less memory overhead, and a more 3D 
look (sprite billboards always look flat). 


Mario 


-—-MESSAGE FILE 19097 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000240 


——MESSAGE FILE 19098 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000241 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jar Williams" <jarw@clover.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Fri, 8 May 1998 10:44:21 -0400 

Organization: SCEA News Server 

Lines: 81 

Message-ID: <6iv58b$6r13@scea> 

References: <3551A622.6DF487E9@clara.net> 

NNTP-Posting-Host: usr-tort-m25-r25.clover.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 
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I am just starting with Yaroze, but I have tried to make a similar 
converter, so I'll give it my best shot. 


As far as I can tell (please, anyone feel free to correct any mistakes!) the 
flat shading model calculates a single normal for each polygon. Try looking 
at PLY file that was generated by dxf2rsd. You will notice that there is one 
entry in the Normal section for every entry in the Polygon section (as long 
as the conversion was not made with the Reduce Normals flag set). In the 
Polygon entries, you see that there are values corresponding to each vertex 
that makes up the polygon (these are actually indexes to the Vertex 
section). These values are immediately followed by indexes to the Normal 
section. For flat shading, you will notice that all of these indexes into 
the Normal section are the same. An example of a triangle entry would be: 


0 1230 1110 


The reason the indexes are the same is because only one normal is used to 
render a surface with flat shading. 

You can picture this single normal as protruding from the center of the 
polygon, or you can picture the polygon having a normal at each vertex, but 
each normal has the same value. When you use Gouraud Shading each vertex of 
the polygon can have a unique normal, so an entry for the same polygon might 
look like this: 


0: 1. 2: 3 Q 1 2 3: 0 


The number of normals, however, now matches the number of vertices (as long 
as you don't reduce normals) because each vertex has its own normal. --87 
reducing normals I mean that if two normals had identical values you could 
only enter one in the Normals section and polygons requiring this normal 
could reference this entry. Just a way to save space! 


Now, to calculate a normal for flat shading you already have 3 vertices in 

the polygon (all which lie in the same plane). Say that these points are P1, 
—-MESSAGE FILE 19098 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000241 


—-MESSAGE FILE 19099 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000242 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Sat, 09 May 1998 00:10:29 +0100 

Organization: The PC Shop 

Lines: 33 

Message-ID: <355390E4.116E0F26@clara.net> 

References: <3551A622.6DF487E9@clara.net> <6iv58b$6r13@scea> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-1956.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Jar Williams wrote: 


I am just starting with Yaroze, but I have tried to make a similar 
converter, so I'll give it my best shot. 


As far as I can tell (please, anyone feel free to correct any mistakes!) the 
flat shading model calculates a single normal for each polygon. Try looking 
at PLY file that was generated by dxf2rsd. You will notice that there is one 
entry in the Normal section for every entry in the Polygon section (as long 
as the conversion..... 


> 
> 
> 
> 
> 
> 
> 
> 


Hi Jar, 
I still can't get it to work. Here is the code I produced based on your explanation. 


x1,x2,x3,yl1,y2,y3,z1,22,z3 are a triangle's vertices. 
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nx = ((y2-yl) * (z3-z1))-( (22-21) * (y3-yl)); 
ny = ((z2-21) * (x3-x1))-((x2-x1)* (z3-z1)); 
ոշ = ((x2-x1) * (y3-y1))-((y2-y1) * (x3-x1)); 
length = sqrt ((nx*nx)+(ny*ny)+(nz*nz)); 


nx=—-nx/length; 
ny=-ny/length; 
nz=—-nz/length; 


Please correct me if I am wrong in the implementation. 
Thanks for the help, 
Ian T. 


—-MESSAGE FILE 19099 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000242 


——MESSAGE FILE 19100 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000243 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Jar Williams" <jarw@clover.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Sat, 9 May 1998 07:18:02 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <6jldh8S$6r14@scea> 

References: <3551A622.6DF487E9@clara.net> <6iv58b$6r13@scea> <355390E4.116E0F26@clar 
a.net> 

NNTP-Posting-Host: usr-tort-mll-rll.clover.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 


Tan, 


Your code looks right. The code I wrote for my program is almost identical, 
but I am still having a lot of problems too. I am trying to convert geometry 
from another program. It seems to work fine for really basic stuff like 
cubes (I've only tried to implement flat shading so far), but I start seeing 
holes in the mesh (using rsdv) when things get more complex. If these are 
the kind of problems you're having then were at the same place. Let me do 
some more work and I'll see what I can come up with. Also, this may not be 
the best way to do this, but it is the only thing I have come up with so 
far. Let me know if you figure anything out. 


Jerry (Jar) 


—-MESSAGE FILE 19100 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000243 


—-MESSAGE FILE 19101 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000244 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Sat, 09 May 1998 16:25:15 +0100 

Organization: Intelligent Research 

Lines: 22 

Message-ID: <3554755B.3C810C25@hinge.mistral.co.uk> 

References: <3551A622.6DF487E9@clara.net> <6iv58bS6r13@scea> <355390E4.116E0OF26@clar 
a.net> <6 jldh8S6r14@scea> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 
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- and see if your Yaroze messes up like mine. 
Cheers, 


> 
> 
> 
> 
> James (~mrfrosty) 

> 'Who ya gonna call?...' 

> 

—-MESSAGE FILE 2036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00739 


—-MESSAGE FILE 2037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000740 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is my Yaroze faulty? 

Date: 1 May 1998 19:51:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01bd753a$88e05c80$463863c3@default> 

References: <3549FEDD.6D64@writeme.com> <01bd752f£585782c40$e33163c3@default> 
NNTP-Posting-Host: host5-99-56-70.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


I suppose you could use static GsGLINE blah 
and it works just the same, looks like a memory prob. 
Try malloc although I've not looked at the PS function 


Pete. 
Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in article 


<01bd752£$85782c40Se33163c3@default>... 
> Hi James, 


declare GsGLINE GLbground[320]; 
as global and it works fine (dodgy fix though :-) 
I'll mail you the code incase I changed something else 


coz I was playing with lots of things before I tried that 
so it may be something that I forgot I changed ? 


Pete. 


VVVVVVVVVV 


—-MESSAGE FILE 2037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00740 


—-MESSAGE FILE 2038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000741 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Fri, 1 May 1998 21:43:51 +0100 

Organization: Yaloozer 

Lines: 34 

Message-ID: <6idbsaSlbr6@chuka.playstation.co.uk> 
References: <3549C8BA.338@saqnet.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


it took me a while to name three games i actually look forward to playing, 
but 


1. Micro Machines. I love getting thrashed at this by everyone, Even people 
who've never played it before. I never win any rounds, and this is the game 
I actually bought. But the little cars are cool. 


2. Final Fantasy VII. The bloke in the Movie Express in Dalry loves this 
game. I was intrigued by the big billboard at haymarket, even though it has 
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Jar Williams wrote: 
Tan, 


Your code looks right. The code I wrote for my program is almost identical, 


from another program. It seems to work fine for really basic stuff like 


VV VV V V V 


holes in the mesh (using rsdv) when things get more complex. If these are 


That may Dbe caused by the fact that Normal's aren't used for backfaceculling, 
they are only used for lighting. Backface culling is done on the fly 

by recalculating the normals/vertex ordering (clockwise/anticlockwise). 

If a poly is disappearing when you display it on the PSX, chances are 

you've got the vertex order the wrong way round relative to the rest 

of the poly's in your model.... 


Craig. 


but I am still having a lot of problems too. I am trying to convert geometry 


cubes (I've only tried to implement flat shading so far), but I start seeing 


12891 


—-MESSAGE FILE 19101 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000244 


——MESSAGE FILE 19102 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000246 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Calculating RSD Normals 

Date: Sun, 10 May 1998 17:52:43 +0100 
Organization: The PC Shop 

Lines: 22 

Message-ID: <3555DB5A.BOC517A1@clara.net> 


References: <3551A622.6DF487E9@clara.net> <6iv58bS6r13@scea> <355390E4.116E0F26@clar 


a.net> <6jldh8S6rl14@scea> <3554755B.3C810C25@hinge.mistral.co.uk> 
Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-2038.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Craig Graham wrote: 


they are only used for lighting. Backface culling is done on the fly 
by recalculating the normals/vertex ordering (clockwise/anticlockwise). 
If a poly is disappearing when you display it on the PSX, chances are 
you've got the vertex order the wrong way round relative to the rest 
of the poly's in your model.... 


VVVVVVVV 


Craig. 


VVVVVVVVVV VV 


That may be caused by the fact that Normal's aren't used for backfaceculling, 


> Hmmm, that sounds about right as I have converted complex textured models on the s 


creen, the flat shading is all wrong but the hidden plane 
> removal works fine. 
> 


> I am trying to do the simpler flat shading before attempting the 'more complex'! 


ouraud shading. 
> 
> Ian T. 


g 


--MESSAGE FILE 19102 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000246 
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——MESSAGE FILE 19103 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000247 

Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Translucency levels (transparent TMD's) 
Date: Mon, 11 May 1998 09:28:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3556c410.476415@news.playstation.co.uk> 
NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


Got my Yaroze on Friday and converted a 2-D game of mine into 3-D as a 
learining exercise using the tutorial by Passmore (excellent tutorial 
— well recommended!!!). 


I came to a point where I wanted to dynamically change the 
translucency level of my TMD's. On the pro development system I could 
do this with sprites by changing the brightness levels (r,g,b) but how 
do I do this with a TMD. I am guessing that I have to hack into the 
TMD structure directly.... 


Anyone know how to do this? 


Byron. 


-—-MESSAGE FILE 19103 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000247 


--MESSAGE FILE 19104 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000248 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Billboarding - fast method? 

Date: Tue, 12 May 1998 02:15:48 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <wal-ya02408000R1205980215480001@news.scea.sony.com> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: dnai-207-181-237-170.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:248 scee.yaroze.pr 
ogramming.3d_graphics:553 


In article <6iomsuSjpr33@chuka.playstation.co.uk>, "Mario Wynands" 
<mario@sidhe.co.nz> wrote: 

> This kind of works, but by zeroing out all the rotations I am also the 

> killing perspective transformation meaning the object is slightly stretched. 


What do you mean by "stretched"? As far as I can tell, perspective 
projection happens after the LS matrix has been applied, so your code 
should be OK. 


On the other hand, I'm not sure how screen aspect ratio fits into all this. 
You might want to look at the global variable GsIDMATRIX2, in <libps.h>: 


extern MATRIX GsIDMATRIX2; /* Unit Matrix including Aspect retio */ 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
—-MESSAGE FILE 19104 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
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3d_graphics/00000248 


——MESSAGE FILE 19105 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000249 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Inspire 3D? 

Date: Tue, 12 May 1998 02:37:56 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <wal-ya02408000R1205980237560001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-170.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Has anyone here tried or seen NewTek's Inspire 3D? I just heard about it 
the other day. I wish I had known about it a few days earlier; I would have 
checked out NewTek's booth while I was at the CGDC. From what I can tell it 
looks like a LightWave Lite, for $495. 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 

—-MESSAGE FILE 19105 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000249 


—-MESSAGE FILE 19106 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000250 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Billboarding - fast method? 

Date: Tue, 12 May 1998 22:22:46 +1200 

Organization: Sidhe Interactive 

Lines: 61 

Message-ID: <6j97uaSrla5@chuka.playstation.co.uk> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> <wal-ya02408000R1205980215480001@ 
news.scea.sony.com> 
NNTP-Posting-Host: pl0-maxll.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:250 scee.yaroze.pr 
ogramming.3d_graphics:554 


wayne a. lee wrote in message 

>In article <6iomsuSjpr33@chuka.playstation.co.uk>, "Mario Wynands" 
><mario@sidhe.co.nz> wrote: 

>> This kind of works, but by zeroing out all the rotations I am also the 
>> killing perspective transformation meaning the object is slightly 
stretched. 

> 

>What do you mean by "stretched"? As far as I can tell, perspective 
>projection happens after the LS matrix has been applied, so your code 
>should be OK. 

> 

>On the other hand, I'm not sure how screen aspect ratio fits into all this. 
>You might want to look at the global variable GsIDMATRIX2, in <libps.h>: 
> 

>extern MATRIX GsIDMATRIX2; /* Unit Matrix including Aspect retio */ 


Thanks for the hint Wayne. It was the screen aspect ratio that was causing 
some of the problem. Taking it into account solved the vertical stretching 
problem. 


The code still doesn't work quite right for the general case I was looking 
for, but should suffice for my immediate needs (which is just a single 
forwarding facing polygon). For anyone interested the code is as follows 
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[ [RRR RRR k k KKK KKK k k k KKK K K k K K K k K K K K K K K K K KOK K K KOK K K KOR KK K OK OK KK KK 


//* Draw TMD = 
/ [RRR RRR k k KKK KKK k k k KK k k K k K K K k K K K K K KOK K K KOK K K KOK KK K K OK KK KK 


void DrawTMD (GsDOBJ2 *dobj, GsOT *ot, int billboard) 
{ 


MATRIX screen_matrix; 
GsGetLs (dobj->coord2, &screen_matrix); 


if (billboard) 
{ 


screen_matrix.m[0][0] = GsIDMATRIX2.m[0][0]; // I'm sure there is a better 
way to code this :) 
screen_matrix.m[0][1] = GsIDMATRIX2.m[0] [1]; 
screen_matrix.m[0][2] = GsIDMATRIX2.m[0] [2]; 
screen_matrix.m[1][0] = GsIDMATRIX2.m[1] [0]; 
screen_matrix.m[1][1] = GsIDMATRIX2.m[1] [1]; 
screen_matrix.m[1][2] = GsIDMATRIX2.m[1] [2]; 
screen_matrix.m[2][0] = GsIDMATRIX2.m[2] [0]; 
screen_matrix.m[2][1] = GsIDMATRIX2.m[2] [1]; 
screen_matrix.m[2][2] = GsIDMATRIX2.m[2] [2]; 


} 


GsSetLsMatrix (&screen_matrix); 
GsSortObject4(dobj, ot, 14 - ot->length, (u_long *)getScratchAddr (0) ); 


Mario 


—-MESSAGE FILE 19106 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000250 


--MESSAGE FILE 19107 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000251 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: 3D format converter (BETA!) 

Date: Sat, 16 May 1998 23:44:37 +0200 

Organization: OMGIM Productions 

Lines: 9 

Message-ID: <6jl1ld1$f409@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup1l11-12-1.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm making a converter from all sorts of formats (when it's done) to .RSD.. 
Please read the readme.txt file in the zip for more info. 
http://www.netyaroze-europe.com/~omgimp/ftp/obj2rsd.zip 

!!Remember,, still in beta testing!! 


// Anders Clerwall 


—-MESSAGE FILE 19107 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000251 


——MESSAGE FILE 19108 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000252 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
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Subject: Getting RSDAnim to work with Windows NT 
Date: Tue, 16 Jun 1998 17:54:07 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3588afal.4089640@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:634 scea.yaroze.pr 
ogramming.3d_graphics:252 


Hey! I just wanted everone to know that I have gotten RSDAnim version 
1.1 to work under NT. I stumbled across a page 
http://www.stefan98.com/winnt/winnt.html where they have an 
Unoffical/Pre-Realease for DirectX5 under Windows NT. The direct link 
to the file is http://www.stefan98.com/download/nt4dx5.zip You need to 
know a litlle about NT because these files must be installed manualy. 
As for the legality of this I asked around and nobody said it was 
illegal just a use at your own risk type thing. But I can get RSDAnim 
running so hopefully it will work for you too. 

Hope this helps, 

Michael Klucher 

—-MESSAGE FILE 19108 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000252 


—--MESSAGE FILE 19109 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000253 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Manny Najera" <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3D racetracks 

Date: 16 Jun 1998 22:15:11 GMT 

Organization: Flash Games 

Lines: 22 

Message-ID: <01bd9975S08f8fa40S59b5dccf@mannynaj> 
NNTP-Posting-Host: chf-il15-89.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


I asked this question about a year ago, but I think now I'm in a better 
position to understand the answer: How do you go about creating a 3D 
racetrack? 


After drawing up some sort of 3D track, you have to include the collision 
detection between the car and the road. A SCEE member created a track that 
lied entirely in one plane, and that track was divided into many 
rectangular sections. In his program, he checks to see which rectangle the 
car lies in, then does the appropriate adjustments. Do other racing games 
(Hover Racing in particular) use this method, or a modified version 
thereof? 


Here is my thinking: After the track is drawn up, or before, a 3D model 
consisting of nothing but 4-sided panels is created out of the road part of 
the track. For each of the four tires (the only part of the car touching 
the road) the program finds out which panel they're touching, and where 
inside the panel they are touching. With this information, a calculation 
of the tire's height is performed. The locations of the four tires then 
determines the orientation of the car. The four tires also forma 
convinent box for collisions with other cars. Does this seem feasible? 


Manny Najera 
—-MESSAGE FILE 19109 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000253 


--MESSAGE FILE 19110 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000254 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Getting RSDAnim to work with Windows NT 
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Date: 17 Jun 1998 07:23:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bd99c0$al4eaba0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3588afal.4089640@news.scea.sony.com> 

NNTP-Posting-Host: dl-s35-76-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:640 scea.yaroze.pr 
ogramming.3d_graphics:254 


Michael Klucher <dajudge@home.com> wrote in article 
<3588afal.4089640@news.scea.sony.com>... 

> Hey! I just wanted everone to know that I have gotten RSDAnim version 
1.1 to work under NT. I stumbled across a page 
http://www.stefan98.com/winnt/winnt.html where they have an 
Unoffical/Pre-Realease for DirectX5 under Windows NT. The direct link 
to the file is http://www.stefan98.com/download/nt4dx5.zip You need to 
know a litlle about NT because these files must be installed manualy. 
As for the legality of this I asked around and nobody said it was 
illegal just a use at your own risk type thing. But I can get RSDAnim 
running so hopefully it will work for you too. 

Hope this helps, 

Michael Klucher 


VVVVVVVVVV 


Excellent. I'd sort of heard a rumour that it existed, but never managed to 
track it down... 


Craig. 
(a little late with the next update of RsdAnim 'coz KB-Splines are pretty 
heavy going) 


—-MESSAGE FILE 19110 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000254 


——MESSAGE FILE 19111 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000255 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Getting RSDAnim to work with Windows NT 

Date: Wed, 17 Jun 1998 19:34:09 GMT 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <358819d5.6738369@news.scea.sony.com> 

References: <3588afal.4089640@news.scea.sony.com> <01bd99c0Sal4eaba0S$f30b0a0a@Angela 
1.intelligent-—group.com> 

NNTP-Posting-Host: cx63972-a.chnd1l.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:642 scea.yaroze.pr 
ogramming.3d_graphics:255 


Yea, Plus I dont know if you had fixed this already but I have a 
Monster 3D II and it still seems to work fine as long as I press no. 
But I really like the program and cant wait for the next realese! 


On 17 Jun 1998 07:23:54 GMT, "Craig Graham" 
<c_graham@hinge.mistral.co.uk> wrote: 


> 

> 

>Michael Klucher <dajudge@home.com> wrote in article 
><3588afal.4089640@news.scea.sony.com>... 
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>> Hey! I just wanted everone to know that I have gotten RSDAnim version 
>> 1.1 to work under NT. I stumbled across a page 

>> http://www.stefan98.com/winnt/winnt.html where they have an 

>> Unoffical/Pre-Realease for DirectX5 under Windows NT. The direct link 
>> to the file is http://www.stefan98.com/download/nt4dx5.zip You need to 
>> know a litlle about NT because these files must be installed manualy. 
>> As for the legality of this I asked around and nobody said it was 

>> illegal just a use at your own risk type thing. But I can get RSDAnim 
>> running so hopefully it will work for you too. 

>> Hope this helps, 

>> Michael Klucher 


>Excellent. I'd sort of heard a rumour that it existed, but never managed to 
>track it down... 

> 

>Craig. 

>(a little late with the next update of RsdAnim 'coz KB-Splines are pretty 
>heavy going) 


-—-MESSAGE FILE 19111 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000255 


——MESSAGE FILE 19112 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000256 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3D racetracks 

Date: 18 Jun 1998 10:13:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <01bd9aal$70d71d40$512b63c3@default> 
References: <01bd9975S08f8fa40$59b5dccf@mannynaj> 
NNTP-Posting-Host: host5-99-43-81.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Manny, 

If you have SCEE access check out 
http://www.netyaroze-europe.com/~peterd/ 

if this is anything like what you are trying to do mail me :) 


Pete. 


Manny Najera <mannyn@ix.netcom.com> wrote in article 
<01bd9975S08f8fa40S59b5dcecf@mannynaj>... 

> I asked this question about a year ago, but I think now I'm in a better 
> position to understand the answer: How do you go about creating a 3D 

> racetrack? 

> 

> After drawing up some sort of 3D track, you have to include the collision 
> detection between the car and the road. A SCEE member created a track 
that 

> lied entirely in one plane, and that track was divided into many 

> rectangular sections. In his program, he checks to see which rectangle 
the 

> car lies in, then does the appropriate adjustments. Do other racing 
games 

> (Hover Racing in particular) use this method, or a modified version 
thereof? 


Here is my thinking: After the track is drawn up, or before, a 3D model 
consisting of nothing but 4-sided panels is created out of the road part 
f 

the track. For each of the four tires (the only part of the car touching 
the road) the program finds out which panel they're touching, and where 
inside the panel they are touching. With this information, a calculation 
of the tire's height is performed. The locations of the four tires then 
determines the orientation of the car. The four tires also form a 
convinent box for collisions with other cars. Does this seem feasible? 


VVVVVVVVONV VV 


Manny Najera 
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> 
-—-MESSAGE FILE 19112 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000256 


——MESSAGE FILE 19113 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000257 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <porcino@home.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Getting RSDAnim to work with Windows NT 

Date: Fri, 19 Jun 1998 23:20:08 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <358B5490.7746@home. com> 

References: <3588afal.4089640@news.scea.sony.com> <01bd99c0Sal4eaba0S$f30b0a0a@Angela 
1.intelligent-group.com> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

CC: c_graham@hinge.mistral.co.uk 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:644 scea.yaroze.pr 
ogramming.3d_graphics:257 


Craig wrote: 
> KB splines are heavy going 


You probably have all the references you need, but David Eberly has some 
excellent tutorial materials and code at - 


http: //www.cs.unc.edu/~eberly/gr_keyf.htm 


He puts quaternion interpolations along Kochanek Bartels splines. Very 
nice. 


-nick 
--MESSAGE FILE 19113 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000257 


——MESSAGE FILE 19114 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000258 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Translucency levels (transparent TMD's) 
Date: Mon, 29 Jun 1998 21:43:22 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <6n919t$51f3@scea> 

References: <3556c410.476415@news.playstation.co.uk> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: News Xpress 2.01 


You could keep the translucency level constant, but just stick a texture on 
the TMD and change the intensity of the texture by manipulating the palette 
entries. I have a lib that will let you change the palette entries available 
soon. 


Jamin 


In article <3556c410.476415@news.playstation.co.uk>, Byron@snsys.com (Byron 
Atkinson-Jones) wrote: 

>Hi, 

> 

>Got my Yaroze on Friday and converted a 2-D game of mine into 3-D as a 
>learining exercise using the tutorial by Passmore (excellent tutorial 
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>- well recommended!!!). 
> 
>I came to a point where I wanted to dynamically change the 

>translucency level of my TMD's. On the pro development system I could 

>do this with sprites by changing the brightness levels (r,g,b) but how 

>do I do this with a TMD. I am guessing that I have to hack into the 

>TMD structure directly.... 

> 

>Anyone know how to do this? 

> 

>Byron. 

> 

> 

—-MESSAGE FILE 19114 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000258 


—-MESSAGE FILE 19115 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000259 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3D "How-To" Q's 

Date: Wed, 8 Jul 1998 15:22:12 -0700 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <600qvi$7mk11@scea> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello all, 

Let me introduce myself, since I'm a fairly new member of the Yaroze 
community. I'm a developer specialized in Windows COM-based distributed 
systems and ActiveX controls, so please forgive me my handicap while I ask 
the following questions. This is my first foray into 3D programming and my 
first real effort at designing games. 


First of all, Camera Movement. 

I'm working on a 3/4 view 3rd person game and was wondering how camera 
movement is usually handled. Do you keep the world static and move the 
camera through it, do you setup a game object (player) to be the parent of 
the camera so it moves around with it, or do you move the world around the 
camera? Looking through tons of doc and code from the SCEA/SCEE sites, I'm 
still confused on this issue. :) 


Second, 3D Object Animation. 

If I'm trying to animate a humanoid character, what's the best/easiest way? 
Should I have models for each of the different positions, create seperate 
models for each jointed segment and setup an object hierarchy where I can 
just rotate the "limbs", or create a single object and modify verticies 
directly (if that can be done)? 


I'm not exactly looking for exact answers here. I'd like to see opinions 
and ideas on these subjects and any other game engine design issues. Most 
of the docs I've found are great at explaining the how-to's of the techinal 
stuff (Pete Passmore's 3D tutorial, James Russell's Vector and Matrices 
tutorial) which is most excellent, but I haven't found much on how this 
stuff is used in relation to game engine design. 


Thank you, 
Steve 


—-MESSAGE FILE 19115 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000259 


——MESSAGE FILE 19116 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000260 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: 3D "How-To" Q's 

Date: Thu, 09 Jul 1998 10:05:07 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 55 

Message-ID: <35A487C3.7124784Beéscee.sony.co.uk> 
References: <600qvi$7mk11@scea> 
NNTP-Posting-Host: camfw0l1.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Spiller wrote: 


First of all, Camera Movement. 

I'm working on a 3/4 view 3rd person game and was wondering how camera 
movement is usually handled. Do you keep the world static and move the 
camera through it, do you setup a game object (player) to be the parent of 
the camera so it moves around with it, or do you move the world around the 
camera? 


VV VV V V V 


It's best to think of this as two separate problems: 


1) How to I get all my objects into world coordinates? 
2) Once everything is in world coordinates, how do I look at that world from an 
arbitrary position/direction with the camera? 


Problem 1 is taken care of by the structures in the libraries - each model has 
its own coordinate system (and possible child/parent coordinate systems) and 
the libraries take care of translating those coord systems to WORLD. 


Problem 2 is dead easy. You can specify a camera position and direction in 

WORLD coordinates (using a GSRVIEW2/GsVIEW2 structure with a super of WORLD). The li 
braries 

can use this structure and your object's GsCOORDINATE2 structures to get an object 
from Local -» World -» Screen. 


This is very useful, because placing the camera in terms of world coordinates is a v 
ery 
intuitive way of thinking about it. 


However, sometimes you want to put the camera behind the player's head (like Tomb Ra 
sae specify the camera position relative to the player's LOCAL coordinate 

system, then have the 'super' structure of the camera (in GSRVIEW2 or GsVIEW2) point 
ae coordinate system of the player object, the libraries will automatically calcula 
oe World -» Screen matrix required to make it look like the camera is behind the pl 
ayer. 


Second, 3D Object Animation. 

If I'm trying to animate a humanoid character, what's the best/easiest way? 
Should I have models for each of the different positions, create seperate 
models for each jointed segment and setup an object hierarchy where I can 
just rotate the "limbs", or create a single object and modify verticies 
directly (if that can be done)? 


VV NV V V V 


The easiest way is to create multiple objects (one for each limb), then create 

a hierarchy. It *is* possible to do direct vertex modification, but it's a 

world of hurt for any complicated model (especially one that uses multiple coordinat 
e 

systems!). 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
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the naffest title in history. Anyway the first time i got it out, they only 
had one copy and I think he was looking forwards to playing it later because 
he said it would engulf my life and I would never get anywhere in it. Then 
warned me to buy my own copy if I valued my membership. My brother's had 
this out about 3 times now when he's hiding out round my flat, fortunately 
the time counter gives you a warning about how much of your life you have 
spent on stupid monster fighting. I know now to leave it well alone, no 
matter how much my sad imagination wants to know if theres any shagging in 
it. However, they have got a second copy in now and sure enough every time 
you go check out the vids its always on the machine behind the counter. 


3. Armoured Core Demo (2 player version, on PSM disk 13) Those japanese 
robot models that you get out of Wonderland are cool, especially if you 
stick peaches on their heads and bits of matches and stuff. So its great fun 
hiding out in the woods with the chain gun, especially if your a bit wasted 
and mindlessly play game after game (the demo never resets! its ace!). I 
decided to buy this but they dint have it in Virgin and I started wondering 
why everyone else in the games section was like about 11 and blowing mums 
giro so I left before I had a chance to ask the bod at the cash desk when it 
was out. 


your turn. 


-—-MESSAGE FILE 2038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00741 


—-MESSAGE FILE 2039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000742 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Is my Yaroze faulty? 

Date: Fri, 01 May 1998 22:00:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 53 

Message-ID: <354A37F6.CD739A25@compuserve. com> 
References: <3549FEDD.6D64@writeme.com> 
NNTP-Posting-Host: 1d40-199.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Rutherford <hexheroes@writeme.com> 


Nope, it happens on mine as well. 


The problem lies in the fact that you have declared you're GLbground as 

a local (non static) variable in the function DrawGradient. 

Because of the way c defines such variables they cannot be relied on 
existing outside this function. Usually they are allocated dynamically on 
the stack, 

and so are destroyed when you leave the function. 

As far as I understand it, the GSDrawGLine, and GSDrawOT functions return 
immediately 

as the real work is carried out by GTE/GPU in parrallel (please correct me 
if I'm wrong). 

So what in actual fact is happening is that the data area that GSDrawGLine 
is pointing to 

when you leave the function, is not valid and has been corrupted when 
GTE/GPU comes 

to process the information in it. 

Defining GLbground as static within the function or global outside the 
function will sort out 

your probs, as pete says. 


Hope this helps, 


cheers 


Net Yaroze newsgroups message dump.txt Page 12901 


A diagnostic is someone who doesn't know if there are two Gods. 
—-MESSAGE FILE 19116 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000260 


—--MESSAGE FILE 19117 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000261 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3D "How-To" Q's 

Date: Thu, 09 Jul 1998 12:17:13 +0100 

Organization: Intelligent Research 

Lines: 25 

Message-ID: <35A4A6B9.E15BE9BO@hinge.mistral.co.uk> 

References: <600qvi$7mk11@scea> <35A487C3.7124784B@scee.sony.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


James Russell wrote: 


> The easiest way is to create multiple objects (one for each limb), then create 

> a hierarchy. It *is* possible to do direct vertex modification, but it's a 

> world of hurt for any complicated model (especially one that uses multiple coordin 
ate 

> systems!). 


Although, that said, you cann't do skinned character animation using theseperate obj 
ects method 

on a Yaroze (a la Dinosaur demo). To get that 

effect from the Yaroze library you have to use direct vertex modification. 


You may want to try RsdAnim (on my WWW page), as it creates the 
data for doing the direct vertex manipulation for you.... 


Of course, it will be getting an object hierachy update as well in the near 
future to get the best of both worlds.... 


> James 


I think Nick gave you far to much of a hard time at the Devcon- I liked the dancing 
ogre 
anyway.... 


Craig. 


—-MESSAGE FILE 19117 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000261 


—-MESSAGE FILE 19118 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000262 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Skinning 

Date: Thu, 09 Jul 1998 13:48:22 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 43 

Message-ID: <35A4BC16.2781FF33@scee.sony.co.uk> 

References: <600qvi$7mk11@scea> <35A487C3.7124784B@scee.sony.co.uk> <35A4A6B9.E15BE9 
BO@hinge.mistral.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Craig Graham wrote: 
James Russell wrote: 


> The easiest way is to create multiple objects (one for each limb), then create 
> a hierarchy. It *is* possible to do direct vertex modification, but it's a 
> world of hurt for any complicated model (especially one that uses multiple coord 
nate 
> > systems!). 
> 
> Although, that said, you cann't do skinned character animation using theseperate o 
bjects method 
> on a Yaroze (a la Dinosaur demo). To get that 
> effect from the Yaroze library you have to use direct vertex modification. 


HV VV VV Vv 


The way I do it is (which is just one of many possible ways to do it) is to have as 
eparate model 

for each limb, which you adjust as usual. When the GTE is set up to process that lim 
b, you then 

process a separate list of vertices which make up the part of the skin that applies 
to that limb. 

After all limbs have been processed, you'll have a large list of transformed vertice 
s, which all 

apply to various points of the skin. Then you have to create and insert all the poly 
gons into the OT 

which form the skin, using the transformed vertices you've already created. 


> You may want to try RsdAnim (on my WWW page), as it creates the 
> data for doing the direct vertex manipulation for you.... 


Cool! 


> I think Nick gave you far to much of a hard time at the Devcon- I liked the dancin 


g ogre 
> anyway.... 


Let's just say I'm just glad there are people like Christer around. :0) 

The dancing ogre wasn't mine, by the way, it was Thomas Daniel's. The ogre model was 
taken from one 

of the example HMD plug-ins, and at a guess I'd say it was made by the Japanese. Jud 
ging by some of 

the things I see coming out of Japan, I think someone's putting far too much LSD in 
their tap water. 

20) 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Why do they put Braille dots on the keypad of the drive-up ATM? 
—-MESSAGE FILE 19118 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000262 


——MESSAGE FILE 19119 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000263 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Skinning 

Date: Thu, 09 Jul 1998 14:04:28 +0100 

Organization: Intelligent Research 

Lines: 49 

Message-ID: <35A4BFDB.8072FB4E@hinge.mistral.co.uk> 

References: <600qvi$7mk11@scea> <35A487C3.7124784Bascee.sony.co.uk> <35A4A6B9.E15BI 
BO@hinge.mistral.co.uk> <35A4BC16.2781FF33@scee.sony.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 


Gl 
6 
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Content-Transfer-Encoding: 8bit 
X-Mailer: Mozilla 4.03 [en] (Win95; I) 


James Russell wrote: 


> The way I do it is (which is just one of many possible ways to do it) is to have a 
separate model 

> for each limb, which you adjust as usual. When the GTE is set up to process that 1 

imb, you then 

> process a separate list of vertices which make up the part of the skin that applie 

s to that limb. 

> After all limbs have been processed, you'll have a large list of transformed verti 

ces, which all 

> apply to various points of the skin. Then you have to create and insert all the po 

lygons into the OT 

> which form the skin, using the transformed vertices you've already created. 


I think folks will have a tough time getting that to work with the Yaroze 
James.....libps (gs) isn't really ideal for that. I suppose you could do it by 
doing GsSortObject4() for a single child object, then using the work matrix 


left in the GSCOORDINATE2 of the object to process the shared skin 

vertices attatched to that object, then do the same for any other connected objects. 
It's not going to be very fast though, as you'd have to do it within the 

display generation loop (instead of after it), so you won't be fully utilising 

the GPU's draw time (more time spent generating the OT). You'd also 

have to do some direct Vertex manipulation anyway, as you cann't sort 

a primitive into the OT yourself on a Yaroze, only a complete TMD format 

model. So you'd have to have a TMD for the links and fill in it's vertex 

section each time... 


Is is worth all the effort we ask? The Dino demo looked pretty good 
and only used linear Vertex MIMe to get it's effect.... 


>Let's just say I'm just glad there are people like Christer around. :0)>I saw his B 
*11*cks post ;) 


> The dancing ogre wasn't mine, by the way, it was Thomas Daniel's. The ogre model w 
as taken from one 
> of the example HMD plug-ins, and at a guess I'd say it was made by the Japanese. 


HMD would be great if the tools to generate it weren't so bloody expensive (£800 for 
a 3ds Max plugin to 

do the job - what are Sony's tools boys getting 

payed for , they should be producing these things not third partys). 


Wrong place for this discussion I suppose.... 


> Judging by some of 
> the things I see coming out of Japan, I think someone's putting far too much LSD i 
n their tap water. 


You should go out there and look at the things that don'tget out of Japan - they're 
all on drugs for 
definite... 


> James 


Craig. 


-—-MESSAGE FILE 19119 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000263 


——MESSAGE FILE 19120 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000264 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Skinning 

Date: Thu, 09 Jul 1998 15:34:57 +0100 
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Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <35A4D511.160A9FO0D@scee.sony.co.uk> 

References: <600qvi$7mk11@scea> <35A487C3.7124784B@ascee.sony.co.uk> <35A4A6B9.E15BE9 
BO@hinge.mistral.co.uk> <35A4BC16.2781FF33@scee.sony.co.uk> <35A4BFDB.8072FB4E@hinge 
-mistral.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 
> 
> James Russell wrote: 

> 

> > The way I do it is (which is just one of many possible ways to do it) is to have 
a separate model 

> > for each limb, which you adjust as usual. When the GTE is set up to process that 
limb, you then 

> > process a separate list of vertices which make up the part of the skin that appl 
ies to that limb. 

> > After all limbs have been processed, you'll have a large list of transformed ver 

tices, which all 

> > apply to various points of the skin. Then you have to create and insert all the 

polygons into the OT 

> > which form the skin, using the transformed vertices you've already created. 

> 

> I think folks will have a tough time getting that to work with the Yaroze 

> James.....libps (gs) isn't really ideal for that. 


Just realised that the Yaroze libs don't handle POLY_<F|G>[T]<3|4> structures, which 
kind of stuffs things up a bit. Yes, you're completely right, you'd have to hack at 
the vertex lists inside a TMD to get it to work. Still, if your RSDAnim does all th 

is automatically, then brilliant! :0) 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Why do they put Braille dots on the keypad of the drive-up ATM? 
—-MESSAGE FILE 19120 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000264 


--MESSAGE FILE 19121 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000265 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Lighting 
Date: Mon, 13 Jul 1998 13:07:22 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <6odou2Sajq2@scea> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Is there a way to create/simulate point or spotlight lights? Looking 
through the library docs it appears you can only have ambient or parallel 
lighting... 


-Steve 


--MESSAGE FILE 19121 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
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3d_graphics/00000265 


—-MESSAGE FILE 19122 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000266 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Lighting 

Date: 13 Jul 1998 22:03:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <0Olbdaea9$ccc34fe0$Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <6o0dou2Sajq2@scea> 

NNTP-Posting-Host: d2-s50-153-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Spiller <steve@microdot.com> wrote in article <6odou2Sajq2@scea>... 

> Is there a way to create/simulate point or spotlight lights? Looking 

> through the library docs it appears you can only have ambient or parallel 
> lighting... 


Do a manhattan distance on the unified vertex coords (final transformed), 
then if the distance is within your point lighting radius you can either: 
1) Modify the RGB graduated shade texture poly primitive RGB values 

to overlay the lighting (good for static wall lights - do it once and 
the light 

is always there when you display the model). 
2) Create a transparent gourard copy of the poly's within the lighting 
radius 


and sort it into the OT before the model you're lighting (it'll overlay 
it giving 

the impression of a light). Looks better than method one, but increases 
the 


polygon count. 


> -Steve 


I know that sounds pretty complex - but it's worth the effort believe 
me.... 


Craig. 


—-MESSAGE FILE 19122 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000266 


——MESSAGE FILE 19123 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000267 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Lighting 

Date: Tue, 14 Jul 1998 11:22:45 +1200 

Organization: Sidhe Interactive 

Lines: 62 

Message-ID: <60e4jh$n307@chuka.playstation.co.uk> 
References: <6o0dou2Sajq2@scea> 

NNTP-Posting-Host: pl5-maxl0.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steve Spiller wrote in message <6odou2Sajq2@scea>... 

>Is there a way to create/simulate point or spotlight lights? Looking 
>through the library docs it appears you can only have ambient or parallel 
>lighting... 


Funnily enough I am working on that exact same thing at the moment (avoiding 
finishing off some slightly complicated particle systems code :) ), so I 
should be able to offer some guidance. 
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Firstly, start with a struct something along the lines of 


typedef struct 
{ 


int light_type; // point, directional, or spot 


long da, db, dc; // distance attenuation coefficients 
long aa, ab, ac; // angle attentuation coefficients for spotlights 


CVECTOR colour; // colour of light source 
VECTOR direction; // direction vector for spot and directional 
GsCOORDINATE2 *coord2; // pointer to coordinate system 


} Light; 


Make sure all the polygons in a scene you want affected by the lights are 
the coloured vertex type (as Craig Graham suggests). When you go to sort an 
object into the ordering table, iterate through all polygons and light each 
vertex by applying the (abstract) formula 


final_colour = sumof( light_color * dist_attenuation_factor * 
angle_attentuation_factor * ( light_ray_vector . vertex_normal) ) 


where 


dist_attenuation_factor = 1 / ( da + db * distance + dc * distance_squared ) 
angle_attenuation_factor = 1 / ( aa + ab * distance + ac * 
distance_squared ) 


or something like that anyway :) 


This method will happily support directional, point, and spot lights. You 
may find this slow in complex dynamic scenes, and remember lighting is on a 
per vertex basis so you may get some artifacting with spotlights, but the 
results should be good enough. 


There are several things you could add to this such as diffuse calculations, 
light 'switches', and ambient lighting etc, but this should be enough to get 
you started. 

Cheers, 


Mario Wynands 


Director/Project Manager, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


12906 


—-MESSAGE FILE 19123 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000267 


--MESSAGE FILE 19124 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000268 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Lighting 

Date: Tue, 14 Jul 1998 11:42:26 +0100 

Organization: Intelligent Research 

Lines: 43 

Message-ID: <35AB3612.AA5669C6@hinge.mistral.co.uk> 
References: <6odou2Sajq2@scea> <60e4jh$n307@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 
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Mario Wynands wrote: 


This method will happily support directional, point, and spot lights. You 
may find this slow in complex dynamic scenes, and remember lighting is on a 
per vertex basis so you may get some artifacting with spotlights, but the 
results should be good enough. 


V V V V 


Although it's very quick for static wall lighting. eg. Torch on a wall. You 
only have to do the lighting process for the scenery 

once, as the lighting info is embedded into the TMD, and the light isn't 
moving. 

You only actually have to do the light calculation for moving elements, and 


you 
can do a trivial reject (object/light bounding box) to reject objects on 
mass, 
and a slightly less trivial reject (vertex/light bounding box) to avoid the 
distance 
calculation for the majority of unlit vertices. 


The results of this method aren't as good as creating a lighting overlay TMD 

on the fly though, 'coz (at least for textured polys) you cann't light a poly 
with a mostly blue texture using a mostly red light as the RGB scalers are just 
that 


- scalers. If there's no red component in the texture, then you'll not get any 
illumination effect even from a 100% (Oxff) red scaler. If you play clever 
tricks 


with the textures you can limit this problem to an extent (scale up the RGB 
palette values in the texture, and scale the actual display back down using the 
primitives rgb scaler) - it's a bugger to sort out though. 


A lighting overlay will add any colour light over any colour and type of polygon 


and as such is more suited to use in small moving point sources (like photon 
torpedo 

type bullets), as the bounding box reject will keep actual polygon counts quite 
low for it... 


> Mario Wynands 


Craig. 
(who's already done this both ways) 


—-MESSAGE FILE 19124 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000268 


—-MESSAGE FILE 19125 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000269 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Lighting 

Date: Tue, 14 Jul 1998 23:50:34 +1200 

Organization: Sidhe Interactive 

Lines: 40 

Message-ID: <6ofgdd$n309@chuka.playstation.co.uk> 

References: <6o0dou2Sajq2@scea> <60e4jh$n307@chuka.playstation.co.uk> <35AB3612.AA566 
9C6@hinge.mistral.co.uk> 

NNTP-Posting-Host: p22-max6.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message <35AB3612.AA5669C6@hinge.mistral.co.uk>... 
>The results of this method aren't as good as creating a lighting overlay 
TMD 
>on the fly though, 'coz (at least for textured polys) you cann't light a 
poly 

>with a mostly blue texture using a mostly red light as the RGB scalers are 
just 

>that 

>- scalers. If there's no red component in the texture, then you'll not get 
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any 
>illumination effect even from a 100% (Oxff) red scaler. 


Ahh, the downfall in my theory. Thankfully I hadn't quite implemented this 
yet, as I had to go back to the particle system coding :) 


>A lighting overlay will add any colour light over any colour and type of 
polygon 

>and as such is more suited to use in small moving point sources (like 
photon 

>torpedo 

>type bullets), as the bounding box reject will keep actual polygon counts 
quite 

>low for it... 


Hmmm, if you use light sourced polygons with lighting polygon overlays then 
you can use both the built in lighting functionality (ambient and flat) in 
combination with point and spot light sourcing at very little extra cost 
(assuming the custom lights have only limited effective range). I like this 
idea more every minute. 


Mario Wynands 


Director/Project Manager, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 19125 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000269 


--MESSAGE FILE 19126 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000270 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "John Emmer" <jjustice@cs.bsu.edu> 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: More dynamic TMD ?s 

Date: Thu, 16 Jul 1998 02:11:56 -0500 

Organization: Justice Center 

Lines: 23 

Message-ID: <6o0k8tbSbu01@scea> 

NNTP-Posting-Host: pl6-terml-mun.netdirect.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:270 scee.yaroze.pr 


ogramming.3d_graphics:719 


I was really happy to find Stuart Ashley's tmd routines, but it would 
help me organize my program better if I knew how much memory to set aside 
when I create these things. Could someone maybe provide the number of 
bytes per polygon type that I should set aside when making these things? 

Also, is there some way, once I've created the tmd in memory, to send 
the data to the PC so that it can be saved as a regular tmd file and I 
could just load it in the next time, rather than creating it dynamically 
each time? I've considered just printf-ing the appropriate section of 
memory and cutting and pasting the output - is there a more efficient way? 

On another note, could anyone tell me where I might be able to 
download some other fonts to use on the Yaroze? 

Thanks! 


John Emmer VidEo GAme eNthusiast, Philosopher, Programmer/Analyst, 
Sun Certified Java Programmer 1.1 
jjustice@cs.bsu.edu jjustice@netdirect.net Jpemmer@bsuvc.bsu.edu 
http://www.cs.bsu.edu/~jjustice/ 
Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P166; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 
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—-MESSAGE FILE 19126 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000270 


—-MESSAGE FILE 19127 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000271 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: More dynamic TMD ?s 

Date: 17 Jul 1998 10:59:30 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Sender: thutton@TECH10 

Message-ID: <uogupnvgt.fsf@cybec.com.au> 

References: <6o0k8tb$bu01@scea> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:271 scee.yaroze.pr 
ogramming.3d_graphics:724 


"John Emmer" <jjustice@cs.bsu.edu> writes: 


I was really happy to find Stuart Ashley's tmd routines, but it would 
help me organize my program better if I knew how much memory to set aside 
when I create these things. Could someone maybe provide the number of 
bytes per polygon type that I should set aside when making these things? 


VVVVV 


In the TMD file format specification it tells you how big each 
primitive is, and they're the only variable length part. Everything 
else has a constant length, so you could estimate the size of a TMD 
based on the number of primitives/vertices/normals, yeah? I found I 
file, TMD.TXT, somewhere once, and there's a PDF on the SCEA site 
somewhere with the file formats. Plus, Robert Swan has done a fair 
bit of research in this area, and you could go to his page. 


> Also, is there some way, once I've created the tmd in memory, to send 
> the data to the PC so that it can be saved as a regular tmd file and I 

> could just load it in the next time, rather than creating it dynamically 

> each time? I've considered just printf-ing the appropriate section of 

> memory and cutting and pasting the output - is there a more efficient way? 


I'd suggest you get a native compiler (DJGPP is free) and just grab 
your TMD creation routines and wrap them in some code that will open a 
file, create TMD, write to file, close file. That's exactly what I 
did this week when testing my TMD routines. I then compared the file 
I created with one created with RSDLINK. 


If you do get DJGPP (if you're running DOS) then remember that the gcc 
supplied on the Yaroze disk is also DJGPP, except it's a MIPS cross 
compiler. You'd want to be careful to keep them quite separate. If 
you're running unix then you already have a native compiler, and if 
you're on a Mac, I have no idea what you can do. 


I've found downloading from the Yaroze (for screenshots) really slow. 

Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 

bps it should take around 10 mins... 

Toby. 

-—-MESSAGE FILE 19127 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000271 


——MESSAGE FILE 19128 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000272 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Downloading from the Yaroze 

Date: Fri, 17 Jul 1998 14:59:24 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35AF58BC.262BAFBE@ndirect.co.uk> 

References: <6o0k8tb$bu01@scea> <uogupnvgt.fsf@cybec.com.au> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-53.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:272 scee.yaroze.pr 
ogramming.3d_graphics:728 


Toby Hutton wrote: 


I've found downloading from the Yaroze (for screenshots) really slow. 

Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 
bps it should take around 10 mins... 


VNM MY 


I've found that there's troubles sending data from the Yaroze to PC at 115200. 
Try it at 57600. I seem to remember reading in the CodeWarior stuff somewhere 
that there is a hardware bug in the PSX with regards to it transmitting at 
115200. Can anyone confirm this? 


--MESSAGE FILE 19128 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000272 


——MESSAGE FILE 19129 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000273 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: More dynamic TMD ?s 

Date: Fri, 17 Jul 1998 13:43:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <35af54ee.11169355@www.netyaroze-europe. com> 

References: <6o0k8tbSbu01l@scea> <uogupnvgt.fsf@cybec.com.au> 

NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:273 scee.yaroze.pr 
ogramming.3d_graphics:729 


On 17 Jul 1998 10:59:30 +1000, Toby Hutton <thutton@cybec.com.au> 
wrote: 


>> Also, is there some way, once I've created the tmd in memory, to send 
>> the data to the PC so that it can be saved as a regular tmd file and I 

>> could just load it in the next time, rather than creating it dynamically 
>> each time? I've considered just printf-ing the appropriate section of 

>> memory and cutting and pasting the output - is there a more efficient way? 


It should be extremely simple to save your tmds from the yaroze, using 
a Similar routine to that of screengrabbing (mentioned below). Im 
working on my tmd stuff this coming week, and will be sure to include 
a method of saving them. At the moment my routines only support about 
4 primitives and the docs are slightly wrong! 


>I've found downloading from the Yaroze (for screenshots) really slow. 

>Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

>to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 
>bps it should take around 10 mins... 


Sounds as though something is seriously wrong there. There are two 
main methods of grabbing screenshots which can be got from the scea 
mirror under scee utilities (i think) Unfortunately, I think both 
could do with being better programmed, so maybe theres a short thing i 
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Nick Slaven 


James Rutherford wrote: 

Desperately seeking some kind soul... 

I've come across some wierd kind of problem with code I knocked up last 
night. It was intended to be some kind of graduated background effect, 


but comes out all streaky. 


I would have posted this to 2d, compiler or coding newsgroups - but I 
don't believe its a problem with any of those. 


I'd be very grateful if you'd pop along to: 
http://www.netyaroze-europe.com/~mrfrosty/ftp/rentakil/fixme.zip 
- and see if your Yaroze messes up like mine. 

Cheers, 


James (~mrfrosty) 
"Who ya gonna call?...' 


VVVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 2039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00742 


-—-MESSAGE FILE 2040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000743 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is my Yaroze faulty? 

Date: Fri, 1 May 1998 23:21:55 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <1d8d72d.hgjgav1ls97s5qN@al-88-126.a1l.nl> 
References: <3549FEDD.6D64@writeme.com> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 

Desperately seeking some kind soul... 

I've come across some wierd kind of problem with code I knocked up last 
night. It was intended to be some kind of graduated background effect, 


but comes out all streaky. 


I would have posted this to 2d, compiler or coding newsgroups - but I 
don't believe its a problem with any of those. 


I'd be very grateful if you'd pop along to: 
http://www.netyaroze-europe.com/~mrfrosty/ftp/rentakil/fixme.zip 
- and see if your Yaroze messes up like mine. 

Cheers, 


James (~mrfrosty) 
"Who ya gonna call?...' 


VVVVVVVVVVVVV VV VV VV 


Sorry can't help you out, I can't code, I can't talk, the only thing 
about me is the way that I... 
Just letting you know that somebody is reading your cal for help. 
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can do tomight. 


The first uses the files scrngrab.c/h and it basically printfs() the 
contents of a rectangle of video ram to the pc, which is picked up by 
logging the siocons output. A program is then run (log2raw) which 
strips the other crap out and leaves you with a .raw file which 
something like paint shop pro can convert to bmp. Plus points: fairly 
easy to set up, and easy to grab more than one image from the game 
without needing to reload it. Bad points: can be corrupted relatively 
easy during pc transfer. (A post by James Russell says there shouldn't 
be any interference using printfs but that isnt true. works fine at 
home, but maybe having 30 other pcs around the ones at uni explains 
why they cock up everysingle time) 


second is screensht.c/h and uses storeimage to copy video ram contents 
to main memory, then dsave to transfer to PC. Use timtool to convert 
from tim format to bmp. Good points, hasnt corrupted on me yet. Bad 
points: harder to include, only get one screenshot (without extra work 
to it) have to quit program to grab pictures) 


The first method takes around 20 seconds to load to pc, and the second 
takes 29 seconds at full speed, so im worried about your setup Toby. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 19129 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000273 


——MESSAGE FILE 19130 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000274 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Downloading from the Yaroze 

Date: 17 Jul 1998 14:46:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <0lbdb191$b10aef20$77el6dc0@ulthar.han.de> 

References: <6o0k8tbSbu01@scea> <uogupnvgt.fsf@cybec.com.au> <35AF58BC.262BAFBE@ndire 
ct.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:274 scee.yaroze.pr 
ogramming.3d_graphics: 730 


Alex Herbert <aherbert@ndirect.co.uk> schrieb im Beitrag 
<35AF58BC.262BAFBE@ndirect.co.uk>... 


> 

> 

> Toby Hutton wrote: 

> 

> > I've found downloading from the Yaroze (for screenshots) really slow. 

> > Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

> > to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 
> > bps it should take around 10 mins... 

> 


> I've found that there's troubles sending data from the Yaroze to PC at 
115200. 

> Try it at 57600. 1 seem to remember reading in the CodeWarior stuff 
somewhere 

> that there is a hardware bug in the PSX with regards to it transmitting 
at 

> 115200. Can anyone confirm this? 

> 

> 

> 

I had slow transfers to the yaroze as well. Then by chance I found out 
that if the computer had been in MS-DOS before, transfers are much 
faster. (When switching on the machine I press F8, 6 and then type win) 


It takes 51 seconds to transfer 153620 bytes @ 115200 baud on my 
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machine (320x240 screenshot). 


On the other hand, if the computer had been in MS-DOS mode before 
my modem gets dodgy... 


Roland 


—-MESSAGE FILE 19130 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000274 


--MESSAGE FILE 19131 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000275 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Downloading from the Yaroze 

Date: Mon, 20 Jul 1998 12:07:51 +0100 

Organization: Intelligent Research 

Lines: 15 

Message-ID: <35B32507.237A4F2A@hinge.mistral.co.uk> 

References: <6o0k8tbSbu01@scea> <uogupnvgt.fsf@cybec.com.au> <35AF58BC.262BAFBE@ndire 
ct.co.uk> <01lbdb191Sb10aef20S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:275 scee.yaroze.pr 
ogramming.3d_graphics:735 


I had slow transfers to the yaroze as well. Then by chance I found out 
that if the computer had been in MS-DOS before, transfers are much 
faster. (When switching on the machine I press F8, 6 and then type win) 


It takes 51 seconds to transfer 153620 bytes @ 115200 baud on my 
machine (320x240 screenshot). 


VVVVVV 


With an AR, you can get a 640*256 screen shot in approx. 5 seconds. Atany 
point, in any game (Yaroze or comercial). 


> Roland 


Craig 
(evangelising again) 


—-MESSAGE FILE 19131 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000275 


—-MESSAGE FILE 19132 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 

003d_graphics/00000276 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: More dynamic TMD ?s 

Date: 21 Jul 1998 18:57:09 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Sender: thutton@TECH10 

Message-ID: <uhg0b7fa2.fsf@cybec.com.au> 

References: <6o0k8tb$bu01@scea> <uogupnvgt.fsf@cybec.com.au> 
<35af54ee.11169355@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:276 scee.yaroze.pr 

ogramming.3d_graphics: 740 


rsl08@mdx.ac.uk (Robert Swan) writes: 
> The first method takes around 20 seconds to load to pc, and the second 
> takes 29 seconds at full speed, so im worried about your setup Toby. 
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What the..? I used the dsave option, though I wrote my own tool to 
convert to .PNG (cos I had libpng installed) under unix. 


Damn, you're right - at 115200b/s it should take 10 *seconds* not 10 

minutes to get 150KB. What the hell was I doing? I'm going to go 

home and see what's happening, that is ridiculous... 

Toby. 

—-MESSAGE FILE 19132 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000276 


——MESSAGE FILE 19133 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000277 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Query on 3d animation 

Date: Mon, 27 Jul 1998 21:07:12 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <35BC6D6E.263444ED@cyberdude. com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi, 


I am currently doing a research on yaroze for my school and now trying 
on 3D character animation. After serching thru the members website and 
reading the news group, there are still something I am unsure off and 
hope that u guys will help me out on this 


1) From the demo on the members website (found under the new FTP demo 
download section), there is this sample using a .tod file to do 
character animation. How is the tod file generated and is there a tool 
for it? 


2) And in the dino demo (found under the old FTP demo download section), 
a Similiar file with the extension .vdf is used for storing character 
animation. How is the file being generated and again, is there a tool 
for it? 


For this question, I am just giving it a shot... 


3) I found out that there are many ways on doing the animation like .tod 
file (found in the member website), .vdf (from the dino demo), and by 
using RsdAnim (cool tool u got there, Craig) etc... Is there a standard 
way to do 3d character animation? If no (of course not!), which method 
is most likely to be use and what are the method being use in commercial 
game (like FF7, Tomb Raider etc...)? 


Thanks! 
Doglife 


—-MESSAGE FILE 19133 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000277 


--MESSAGE FILE 19134 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000278 

Path: chuka.playstation.co.uk!scea!valdes!cbrisebo 

From: Cary Brisebois <cbrisebo@csc.UVic.CA> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Converting 3D Vector to rotation matrix. 

Date: Tue, 11 Aug 1998 23:32:27 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <Pine.SUN.3.96.980811232203.17662A-100000@valdes> 

NNTP-Posting-Host: valdes.csc.UVic.CA 
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Mime-Version: 1.0 

Content-Type: TEXT/PLAIN; charset=US-ASCII 

X-Sender: cbhrisebo@valdes 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:803 scea.yaroze.pr 
ogramming.3d_graphics:278 


Here's a problem I am having: 


I obtain a normal vector from a polygon. I then want to place a cube 
tangent to this polygon with its z-axis (in its local coordinates) 
parallel to the normal vector. 


So as the first polygon moves in 3D, the cube will stay tangent and 'on 
top" of the polygon. 


I need to know an easy way to convert the normal vector into a rotation 
matrix for the cube. For example, if the normal vector was only lying in 
the x/y plane, then the rotation matrix would be around the Z axis. 


(I've seen a solution for this somewhere!!) 


This is easiest to think of if the polygon were situated at the origin of 
the world coordinates and the cube's bottom (sitting on the polygon) was 
also at the origin. 


Help! 
Cary. 


Technologicus Corruptus. 


-—-MESSAGE FILE 19134 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000278 


--MESSAGE FILE 19135 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000279 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Converting 3D Vector to rotation matrix. 

Date: 12 Aug 1998 07:29:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01lbdc5c2$436287e0$230b0a0a@Angelal.intelligent-—group.com> 

References: <Pine.SUN.3.96.980811232203.17662A-100000@valdes> 

NNTP-Posting-Host: d3-s9-165-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:805 scea.yaroze.pr 
ogramming.3d_graphics:279 


Put both objects in the same coordinate system and that'll happen 
without you having to do any calculations at all. 


Craig. 


—-MESSAGE FILE 19135 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000279 


--MESSAGE FILE 19136 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000280 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Converting 3D Vector to rotation matrix. 

Date: Wed, 12 Aug 1998 08:56:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <35D14AC3.C7F70F5C@scee.sony.co.uk> 

References: <Pine.SUN.3.96.980811232203.17662A-100000@valdes> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:806 scea.yaroze.pr 
ogramming.3d_graphics:280 


Cary Brisebois wrote: 


> 
> I obtain a normal vector from a polygon. I then want to place a cube 
> tangent to this polygon with its z-axis (in its local coordinates) 


> parallel to the normal vector. 


If you put the cube into the same coord system as the polygon, you won't need to cre 
ate a different 

rotation vector. However, animating that cube (rotating it around its Z) will be dif 
ficult if your 

polygon is not axis aligned. So alternatively, you can make the coordinate system of 
the cube a 

child of the coordinate system of the polygon. The translation of the child system w 
ill be the 

position (in the parent) where you want the cube to be on the polygon. The 3x3 rotat 
ion matrix will 

(U,V,N), where U,V,N are 1x3 vectors stacked on top of one another to create a 3x3 m 
atrix. The 

values of U, V and N are as follows. If you are looking at the cube it its coordinat 
e system: 


U is the right (X axis) vector. 
V is the down (Y axis) vector. 
N is the in (Z axis) vector. 


You already know N, it's the normal. You can calculate V by doing a projection onto 

some standard 

‘up' vector, and U will be the cross product օք V and N. Make sure all 3 are normali 
sed afterwards. 

All 3 should be perpendicular to each other. If that doesn't work, try using the tra 
nspose of the 

matrix. (To be honest, I couldn't get this approach to work when I tried it, but Id 
idn't spend very 

long on it.) The full theory is well described in "Computer Graphics" by FS Hill Jr. 


Decomposing this matrix into Euler coordinates (3 angles of rotation) is non-trival. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
—-MESSAGE FILE 19136 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000280 


——MESSAGE FILE 19137 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000281 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Austin Kottke <yaroze@microworld.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Billboarding - fast method? 

Date: Sat, 29 Aug 1998 21:16:48 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35E8D230.21C3D/7FE@microworld.com> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: ip63.van-nuys2.ca.pub-ip.psi.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:281 scee.yaroze.pr 
ogramming.3d_graphics:872 


Mario, 

Why dont ya just use sprites and save yourself a lot of trouble :-) unless you 
need to manipulate these babies =) 

-Austin 


--MESSAGE FILE 19137 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000281 


——MESSAGE FILE 19138 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000282 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Austin <yaroze@microworld.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Sat, 29 Aug 1998 21:22:20 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35E8D37C.98E372C5@microworld.com> 

References: <3551A622.6DF487E9@clara.net> 

NNTP-Posting-Host: ip63.van-nuys2.ca.pub-ip.psi.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Tan, 


I would look at the libxplod libraries from survival...those give a whole list o 
f diff type of prims as well as an excellent reference for what 
you are doing. I would 
also try to get ahold of Craig Grahm.. he successfully converted asc in rsdanim prog 
ram... also look on the codeworks site for there reference on 
tmd...I hope 
this gives you some places to look at :) 
Austin 


—-MESSAGE FILE 19138 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000282 


—--MESSAGE FILE 19139 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000283 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Austin <yaroze@microworld.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Translucency levels (transparent TMD's) 

Date: Sat, 29 Aug 1998 21:26:22 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35E8D46E. 4D203442@microworld.com> 

References: <3556c410.476415@news.playstation.co.uk> 
NNTP-Posting-Host: ip63.van-nuys2.ca.pub-ip.psi.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


> Byron, 


You would definitely have to go inside the tmd's in order to change the 
brightness level as in sprites.. but if you just want to make your tmd 
transparent just set the 
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GsDOBJ attribute flag to 0<<30. 


Austin/nemesis 


—-MESSAGE FILE 19139 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000283 


——MESSAGE FILE 19140 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000284 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Sun, 30 Aug 1998 23:40:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35E9D4F4.D88AE7BD@hinge.mistral.co.uk> 

References: <3551A622.6DF487E9@clara.net> <35E8D37C. 98E372C5@microworld.com> 
NNTP-Posting-Host: d2-s34-128-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Austin wrote: 


> Ian, 

> I would look at the libxplod libraries from survival...those give a whole list 
of diff type of prims as well as an excellent reference for what 

> you are doing. I would 

> also try to get ahold of Craig Grahm.. he successfully converted asc in rsdanim pr 

ogram... also look on the codeworks site for there reference on 

> tmd...I hope 

> this gives you some places to look at :) 


Heh heh heh. Any of the select few who's seen my source to RsSdANIM want tosnigger ab 
out that as well? (there's a whole lot of bodging going on in 
there). 


Anyway, I believe Ian sorted it out in the end.... 
> Austin 
Craig. 


—-MESSAGE FILE 19140 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000284 


--MESSAGE FILE 19141 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000286 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normals 

Date: Tue, 01 Sep 1998 10:24:38 +0100 

Organization: The PC Shop 

Lines: 62 

Message-ID: <35EBBD56.8562405D@infotrade.co.uk> 

References: <3551A622.6DF487E9@clara.net> <35E8D37C.98E372C5@microworld.com> <35E9D4 
F4.D88AE7BD@hinge.mistral.co.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr433.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Craig Graham wrote: 


> Austin wrote: 

> 

> > Ian, 

>> I would look at the libxplod libraries from survival...those give a whole li 
st of diff type of prims as well as an excellent reference for what 

> > you are doing. I would 

> > also try to get ahold of Craig Grahm.. he successfully converted asc in rsdanim 
program... also look on the codeworks site for there reference on 

> > tmd...I hope 

> > this gives you some places to look at :) 

> 
> Heh heh heh. Any of the select few who's seen my source to RsdANIM want tosnigger 
about that as well? (there's a whole lot of bodging going on in 

> there). 


Anyway, I believe Ian sorted it out in the end.... 


> Austin 


VVVVVV 


Craig. 


Yep! 
And just in case this can help anybody else's understanding; 


for (i=0;i<num_polys;itt) 
{ 
xl=base_pts[base_polys[ (i*3)]*3]; yl=base_pts[base_polys[ (i*3)]*3+1]; 
zl=base_pts[base_polys[(i*3)]*3+2]; 
x2=base_pts[base_polys[ (i*3)+1]* 


3]; y2=base_pts[base_polys[ (i*3)+1]*3+1]; 
z2=base_pts[base_polys[(i*3)+1]*3+2 

3 

2 


x3=base_pts[base_polys[ (i*3)+2]* 
z3=base_pts[base_polys[ (i*3)+2]*3+ 


y3=base_pts[base_polys[ (i*3)+2]*3+1]; 


nx = ((y2-yl) * (z3-z1))-((z2-z1)* (y3-yl1)); 


ny = ((22-21)* (x3-x1))-((x2-x1)*(Z3-z1)); 
nz = ((x2-x1)* (y3-y1))-((y2-y1) * (x3-x1)); 
length = sqrt ((nx*nx)+(ny*ny)+(nz*nz)); 


if (length!=0) 
{ 

nx=nx/length; 
ny=ny/length; 
nz=nz/length; 


} 


base_norms [i*3]=nx; 
base_norms[ (i*3)+1]=ny; 
base_norms | (i*3)+2]=nz; 


} 
is how it's done. 
Thanks to all who gave me a hand. 


Tan 


—-MESSAGE FILE 19141 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000286 


——MESSAGE FILE 19142 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000287 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 
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Subject: Last Night's Net Yaroze Chat 

Date: Sun, 20 Sep 1998 10:01:32 -0400 

Organization: SCEA News Server 

Lines: 101 

Message-ID: <36050ABC.2F8D7CC9@bigfoot .com> 

NNTP-Posting-Host: 112.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 8171DFF15CAE21426434E749" 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:970 scea.yaroze.programming.3d_gr 
aphics:287 


This is a multi-part message in MIME format. 
8171DFF15CAE21426434E749 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I couldn't seem to get into the auditorium for last nights Yaroze chat. 
Did anyone else have similar problems last night? I know Chris Ramirez 
has problems also. 


Anyway, I found it particularly fustrating because I had a question. 
I'll just ask it here. Has anyone had problems with dynamicly creating 
TMD data? It seems like my scene is getting built, but when it is 
displayed, the scene gets totaly buggered -- Polygons all over the place 
and such. Just take a look at the included gif file. That is a picture 
of a mild case, BTW. 


It also would seem that the only time is gets really screwed up is on 
the second frame buffer... The first one displays OK. So I thought it 
might be that somehow my packet buffer information was getting 
corrupted... But from looking at my code it seems to be just fine. 


Has anyone else run into similar problems? It seems like the more 
polygons in the scene, the more screwed up it gets. 


'Darco 


8171DFF15CAE21426434E749 

Content-Type: image/gif; name="polyerr.gif" 

--MESSAGE FILE 19142 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000287 


——MESSAGE FILE 19143 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000288 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Dynamic TMDs 

Date: Mon, 21 Sep 1998 10:35:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <36061DFC.BDFE8D46@scee.sony.co.uk> 

References: <36050ABC.2F8D7CC9@bigfoot.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:975 scea.yaroze.programming.3d_gr 
aphics:288 


Darco wrote: 


> It also would seem that the only time is gets really screwed up is on 
> the second frame buffer... The first one displays OK. 

Չշ 

- Has anyone else run into similar problems? It seems like the more 


> polygons in the scene, the more screwed up it gets. 


Sounds like packet buffer overrun to me. You can work out the required size of the p 
acket buffer 
area more accurately by using the sizes of the different poly types in the FAQ. 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

== Developer Support Engineer - Sony Computer Entertainment Europe 

Attend! The William! Shatner! School of! Acting! 

—-MESSAGE FILE 19143 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000288 


--MESSAGE FILE 19144 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000289 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 06:44:18 -0400 

Organization: SCEA News Server 

Lines: 28 
Message-ID: <36062E02.CF3ACECE@bigfoot .com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> 
NNTP-Posting-Host: 261.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:976 scea.yaroze.programming.3d_gr 
aphics:289 


James Russell wrote: 


> polygons in the scene, the more screwed up it gets. 


> 

> Darco wrote: 

>> It also would seem that the only time is gets really screwed up is on 
> > the second frame buffer... The first one displays OK. 

> ? 

>> Has anyone else run into similar problems? It seems like the more 

> 

> 

> 


Sounds like packet buffer overrun to me. You can work out the required size of the 
packet buffer 
> area more accurately by using the sizes of the different poly types in the FAQ. 
> 


That's what I thought. There are no more than 500 Quad polys in a scene 
at one time. I allocate space in my packet buffer for 2048 20 byte-sized 
packets. I've tried increasing this to 4096, but it didn't seem to 
change a thing. So I'm thinking that my packetspace is somehow getting 
corrupted...somewhere... 


Now that I think about it I'm calculating the packet space at 
compiletime using preprocessor macros and stuff... Perhaps my bug is 
somewhere in there. I'll check later on today after I get back from 
school. 


School bites. Who ever's sad when their highschool is over is weird. 
I'll be happy. 


"Darco 
—-MESSAGE FILE 19144 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000289 


—--MESSAGE FILE 19145 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000290 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 20:54:45 +0100 
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Good luck mrFrostyman! 


DEnnis... 
—-MESSAGE FILE 2040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00743 


—-MESSAGE FILE 2041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000744 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstaystation II 

Date: Fri, 01 May 1998 14:02:38 -0700 

Organization: Cisco Systems 

Lines: 67 

Message-ID: <354A386E.D15D360E@netmagic.net> 

References: <ld8cjaj.1s09r61u83bx6N@al—88-129.al.nl1> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


DEnnis Brinkhuis wrote: 
[222281] 

Deering, the main man at SCEE. He says to have no information about such 

a project as PSX-II. And according to him, he should know this probably 

at least a year before launch. Well, in that case there won't be a 

PSX-II in 1999. 


VVVYV 


And if he did know, I would suppose he wouldn't say anyways. That would 
not only jeopardize market sales for the current PSX, but would also 
almost force developers to cease work on projects that take almost a 
year to complete. Besides, that's probably company confidential 
information. 


So if it doesn't exist yet, we all still can dream about all the options 
that it should have. I would like to hear what others want it to be? A 
kind of wishlist for PSX II. I think of the next options: 


Low price 

- Faster processor 

- Faster CD-reader 

- Standard 4 ports for joypads ( to stimulate 4-player games) 
- DVD support 


VVVVVVVV N: 
| 


How about this: 

- Fast SCSI-II/SCSI-III interface to connect to external devices 
and/or other PSX-2's. 

- 4-6 line-out jacks for surround sound 

— Analog controller pads 

— Expansion port to add more memory or features to the PSX. 
The processor would not be upgradable. 

- Interface for a keyboard and mouse. 

- Built-in 56K modem 

— A MRSP price of ՍՏտ350, but enough margin to drop the unit 
down to about $225 at the stores (and still make a profit!) 


I figure these items would increase the ability to market PSX 
add-ons to generate more revenue. It would also create a larger 
3rd-party market-—--leaving Sony just to do the licensing rather 
than have to spend R&D time. 


> Any other sugestions? 
> 


> And I would like to know how the Net Yaroze project will be kept up. 


Even if the Net Yaroze becomes outdated, I'm sure that the bunches of 
us who keep them will have a nice cult toy for posterity. Think about 
it: in 10 years, you'll be able to turn heads by telling your stories 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6u6b6iSbdk1@chuka.playstation.co.uk> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot .com> 

NNTP-Posting-Host: lon-dnbsg-017.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:981 scea.yaroze.programming.3d_gr 
aphics:290 


Darco wrote in message <36062E02.CF3ACECE@bigfoot.com>... 

>That's what I thought. There are no more than 500 Quad polys in a scene 
>at one time. I allocate space in my packet buffer for 2048 20 byte-sized 
>packets. I've tried increasing this to 4096, but it didn't seem to 
>change a thing. So I'm thinking that my packetspace is somehow getting 
>corrupted...somewhere... 


How big are your coordinates? 

I've had similar spikey garbage. It was when the object being 
displayed was more than 65535 (or 32767 can't remember the actual 
number tho it was one of the two) units away from the camera. 


Nick S 


—-MESSAGE FILE 19145 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000290 


——MESSAGE FILE 19146 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000291 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 17:58:13 -0400 

Organization: SCEA News Server 

Lines: 28 
Message-ID: <3606CBF5.92F4F91E@bigfoot .com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot.com> <6u6b6iSbdk1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:983 scea.yaroze.programming.3d_gr 
aphics:291 


Nick Slaven wrote: 


Darco wrote in message <36062E02.CF3ACECE@bigfoot.com>... 

>That's what I thought. There are no more than 500 Quad polys in a scene 
>at one time. I allocate space in my packet buffer for 2048 20 byte-sized 
>packets. I've tried increasing this to 4096, but it didn't seem to 
>change a thing. So I'm thinking that my packetspace is somehow getting 
>corrupted...somewhere... 


How big are your coordinates? 

I've had similar spikey garbage. It was when the object being 
displayed was more than 65535 (or 32767 can't remember the actual 
number tho it was one of the two) units away from the camera. 


VVVVVVVVVV VV 


No, that's not the problem. The playing field is 1600 units wide and 
1600 long, each cube being 100 units in all demensions. 


I think the bug is in my TMD creation routines -- I stole them from that 
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"maketmd" file... 


I know that the problem is in the TMD creation because when I render a 
TMD that I made on my computer (A sphere, with more polygons than I have 
in the normal generated scene that I make) and it worked perfectly. I 
guess I'll have to write my own TMD creation routines. (Uggg...) 


"Darco 
-—-MESSAGE FILE 19146 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000291 


—--MESSAGE FILE 19147 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000292 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Mon, 21 Sep 1998 18:41:39 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36069d8c.50853450@news.scea.sony.com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot.com> <6u6éb6iSbdkl@chuka.playstation.co.uk> <3606CBF5.92F4F91E 
@bigfoot.com> 

NNTP-Posting-Host: client-119-88.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:985 scea.yaroze.programming.3d_gr 
aphics:292 


> I 
>guess I'll have to write my own TMD creation routines. (Uggg...) 


I remember reading how Robert Swan had written a routine for 
dynamically creating TMDs at runtime. Check his site out, he is a SCEE 
member. 


Sorry if you knew this already. 
-Matt 


--MESSAGE FILE 19147 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000292 


——MESSAGE FILE 19148 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000293 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMDs 

Date: Tue, 22 Sep 1998 14:33:27 +0100 

Organization: I wish! 

Lines: 16 

Message-ID: <3607A727.216D@mdx.ac.uk> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <36061DFC.BDFE8D46@scee.sony.co.uk> <360 
62E02.CF3ACECE@bigfoot.com> <6u6b6iSbdkl@chuka.playstation.co.uk> <3606CBF5.92F4F91E 
@bigfoot.com> <36069d8c.50853450@news.scea.sony.com> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:988 scea.yaroze.programming.3d_gr 
aphics:293 


Matthew Hulett wrote: 
> 
> I remember reading how Robert Swan had written a routine for 

> dynamically creating TMDs at runtime. Check his site out, he is a SCEE 
> member. 


Um, the dodgy thing about my tmd creation routine is that as yet there 
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are no primitives that support light sourcing (but you could add them 
easily yourself by looking at the tech files and my code) and to get the 
latest tmd files you have to download the adventure game, and use 
make_tmd.c/h. If you have a look in the creation.c/h you'll see how I 
use them. They do exactly the same thing as the other demo but a) i 
tihnk they are easier to use, and b) they can create models which are 
smaller in memory. 


Rob 
—-MESSAGE FILE 19148 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000293 


—--MESSAGE FILE 19149 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000294 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Dynamic TMD Prob 

Date: Mon, 12 Oct 1998 07:43:12 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <3621EB50.5B1E98CF@datasys.net> 

References: <361AB7CB.4141075E@datasys.net> <361B38B9.74C88355@scee.sony.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 71.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:943 scea.yaroze.pr 
ogramming.3d_graphics:294 


YAY! I got it working. I didn't have to change really that much... The 
system I'm using though is REALLY simple and easy to use, yet don't 
sacrifice power and flexiblity. I'm proud of myself. ;) 


I'm still using malloc and free, but not nearly as often as before - 
You allocate the object once with a fixed vertex, normal, and primitive 
space and you free it once you are done using it. 


Just for everyone else who is planning on writing something like this: 
sizeof(x) returns the size of the primitive in bytes, not dwords! (If 
anyone writes a replacement for metrowerks debugger that uses the AR and 
allows me to directly browse through the playstation's memory, I'll give 
you a cookie. A really big one. I had to use the caetla debugger to 
figger out what was going on because I needed to interupt the program to 
directly view the memory to see what was going on) 


In fact, this is probably why my dynamic re-sizing failed. Well, now 
that I think about it I know this is why it failed. It wouldn't work the 
way I was doing it. I was writing outside of my bounds. Fooey. After 
blaming Sony for writing shoddy libs I find that it's really my shoddy 
code. Fo Fo Fo. 


Well... It works now so I'm not going to re-write back to the way that 
it was just to see if it will work. I've implemented all of the triangle 
primitives and I'll be adding the quad primitives later after school 
today. 


Once I'm finished I'll post the code on the net. 


"Darco 
-—-MESSAGE FILE 19149 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000294 


——MESSAGE FILE 19150 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000295 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: John Colosi <jcolosi@internic.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Anyone know a good cheap or free modeler? 
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Date: Mon, 12 Oct 1998 13:19:13 -0400 

Organization: NSI 

Lines: 6 

Message-ID: <36223A11.EF9EC62@internic.net> 

References: <34FE29FE.8112F75D@sinclair.net> <6iinidSjpr1l3@chuka.playstation.co.uk> 
NNTP-Posting-Host: broncos.internic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (X11; I; SunOS 5.6 sun4u) 


Can anyone offer info on tools to produce .dxf files. Many of us have been 
working in 2D alone. Can you help, or offer some price guidelines (how much would 
you pay for a good tool to produce these files?) 


-jc 


--MESSAGE FILE 19150 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000295 


——MESSAGE FILE 19151 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000296 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Anyone know a good cheap or free modeler? 

Date: Tue, 13 Oct 1998 08:25:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3623006B.60A2F15C@hinge.mistral.co.uk> 

References: <34FE29FE.8112F75D@sinclair.net> <6iinid$jpr1i3@chuka.playstation.co.uk> 
<36223A11.EF9EC62@internic.net> 

NNTP-Posting-Host: d3-s41-197-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


John Colosi wrote: 


> Can anyone offer info on tools to produce .dxf files. Many of us have been 
> working in 2D alone. Can you help, or offer some price guidelines (how much would 
> you pay for a good tool to produce these files?) 


"Blender" for Linux is very comprehensive but not exactly easy to to use - it's some 
gamecompany's (neo-geo?) in-house design tool that they released as freeware. As suc 
h 

it's very 

targeted at games with fine control of faces and textures and the ability to do walk 
through's 

of a scene easily. 


> -jc 


Craig. 


—-MESSAGE FILE 19151 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000296 


—--MESSAGE FILE 19152 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000297 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: John Colosi <jcolosi@internic.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Anyone know a good cheap or free modeler? 

Date: Tue, 13 Oct 1998 09:53:40 -0400 

Organization: NSI 

Lines: 27 
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Message-ID: <36235B64.87AA1450@internic.net> 

References: <34FE29FE.8112F75D@sinclair.net> <6iinidSjpr1l3@chuka.playstation.co.uk> 
<36223A11.EF9EC62@internic.net> <3623006B. 60A2F15C@hinge.mistral.co.uk> 
NNTP-Posting-Host: broncos.internic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (X11; I; SunOS 5.6 sun4u) 


Craig Graham wrote: 


> John Colosi wrote: 

> Can anyone offer info on tools to produce .dxf files. Many of us have been 

> > working in 2D alone. Can you help, or offer some price guidelines (how much wou 
oes you pay for a good tool to produce these files?) 

- "Blender" for Linux is very comprehensive but not exactly easy to to use - it's so 
me 


> gamecompany's (neo-geo?) in-house design tool that they released as freeware. As s 
uch 

> it's very 

> targeted at games with fine control of faces and textures and the ability to do wa 
1k 

> through's 


> of a scene easily. 
> 
> > -jc 
> 
> Craig. 
I am replying to my own message. I found a tool called sPatch which is freeware 
It allows you to create objects using splines. You can export these objects as dxf 
files (bingo). I gave it a few minutes and it began to make sense. I found it at 


http://home.earthlink.net/~mclifton/spatch.html Give it a try. 


-John 


--MESSAGE FILE 19152 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000297 


——MESSAGE FILE 19153 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000298 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: triangles and things 

Date: Sat, 24 Oct 1998 19:38:25 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <70t72iS5iq2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:298 scee.yaroze.pr 
ogramming.3d_graphics: 955 


hi! 


i'm trying to port my little 3dengine from dos to yaroze. But my 3dengine 
heavily relies on a very simple 'draw_triangle ()' function, which I can't 
seem to find on the yaroze libraries. 


so i was hoping that someone would tell me how i can get the playstation to 
draw a simple two-dimensional triangle for me. 


note that i said *two-dimensional* ie all the matrix transformations hace 
already taken place, and the traingles fed into this function would be *in 
screen coordinates*. 
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the only idea i have so far is to basically add the new triangle to an OT 
every time it's called. This is somewhat hard because i don't know how OTs 
are organised. Okay so they're just pointing to a list of packets...but 
what are these packets anyway? what are they like 'inside'? 


please, i really need this info. 


i'm new to his yaroze thing so please do excuse me if i'm missing something 
out :-ը 


thanks for reading, 


angel sastre 
aka 
reboot / incognita 


KkKKKKK 


please reply to ams50@bton.ac.uk as well as to the newsgroup 


i don't wanna miss any of your anwers ;-D 
KKKKKK 


—-MESSAGE FILE 19153 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000298 


—--MESSAGE FILE 19154 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000299 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: triangles and things 

Date: Sat, 24 Oct 1998 20:19:30 GMT 

Organization: L4 Software 

Lines: 16 

Message-ID: <363335ff.23242122@205.149.189.29> 

References: <70t72iS$5iq2@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:299 scee.yaroze.pr 
ogramming.3d_graphics: 956 


Since you already have the 3 screen coordinates, you can draw 3 lines 
to connect them. 


Mario 


On Sat, 24 Oct 1998 19:38:25 -0700, "Angel Sastre" <ams50@bton.ac.uk> 
wrote: 


>hi! 

> 

>i'm trying to port my little 3dengine from dos to yaroze. But my 3dengine 
>heavily relies on a very simple 'draw_triangle ()' function, which I can't 
>seem to find on the yaroze libraries. 

> 

>[snip] 


—-MESSAGE FILE 19154 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000299 


——MESSAGE FILE 19155 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000300 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: triangles and things 

Date: Sat, 24 Oct 1998 23:58:04 -0700 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <70tm90S5iq3@chuka.playstation.co.uk> 

References: <70t72i$5iq2@chuka.playstation.co.uk> <363335ff.23242122@205.149.189.29> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:300 scee.yaroze.pr 
ogramming.3d_graphics: 957 


>Since you already have the 3 screen coordinates, you can draw 3 lines 
>to connect them. 


err yes but i need them textured and all that. 


-—-MESSAGE FILE 19155 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000300 


—--MESSAGE FILE 19156 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000301 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: triangles and things 

Date: Sat, 24 Oct 1998 18:55:31 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <70t18uSdnq15@scea> 

References: <70t72i$5iq2@chuka.playstation.co.uk> <363335ff.23242122@205.149.189.29> 
NNTP-Posting-Host: sud-tcsl-port27.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:301 scee.yaroze.pr 
ogramming.3d_graphics: 959 


Use the GsLINE function from the Yazore libraries... It's decribed on page 
41 of the green book.. 


Mario Perdue wrote in message <363335ff.23242122@205.149.189.29>... 

>Since you already have the 3 screen coordinates, you can draw 3 lines 

>to connect them. 

> 

>Mario 

> 

>On Sat, 24 Oct 1998 19:38:25 -0700, "Angel Sastre" <ams50@bton.ac.uk> 
>wrote: 

> 

>>hi! 

>> 

>>i'm trying to port my little 3dengine from dos to yaroze. But my 3dengine 
>>heavily relies on a very simple 'draw_triangle ()' function, which I can't 
>>seem to find on the yaroze libraries. 

>> 

>>[snip] 

> 


-—-MESSAGE FILE 19156 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000301 


--MESSAGE FILE 19157 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000302 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: inside Ordering Tables 
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Date: Sun, 25 Oct 1998 03:22:37 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:424 scea.yaroze.pr 
ogramming.3d_graphics:302 scee.yaroze.programming.2d_graphics:668 scee.yaroze.progra 
mming.3d_graphics: 960 


hi! 


this is a question regarding how ordering tables work. It seems that a bit 
of information is given on the green book but not as much as one would like. 


By reading the green book I understand that: 
-An ordering table is just an array of GsOT_TAG 
-A GsOT_TAG is a structure made up by: 

unsigned p : 24 

unsigned char num : 8 
the book says p is the OT ring pointer..... what is an OT ring pointer? it 
would seem that this is actually pointing to a list of packets, but I can't 
understand exactly how. 


the book doesn't even explain what num is, and it is certainly beyond me. 


could someone kindly explain with a bit more detail all these things? 


also don't forget: 

—How does it know how many packets there are in a given GsOT_TAG ? 

-Why the need to have different packets in different GSOT_TAG ? why just 
not shove them all to the same one. 


okay thanks a lot. 


angel sastre 
aka 
reboot / incognita 


—-MESSAGE FILE 19157 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000302 


——MESSAGE FILE 19158 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000303 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 00:21:29 -0500 

Organization: Ed Federmeyer 

Lines: 58 

Message-ID: <70ubsd$dnql16@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:425 scea.yaroze.pr 
ogramming.3d_graphics:303 scee.yaroze.programming.2d_graphics:669 scee.yaroze.progra 
mming.3d_graphics: 961 


Angel Sastre wrote in message <70u292S$5iq5@chuka.playstation.co.uk>... 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would 
like. 


I think the biggest problem you are going to face is that the 'TMD' format 
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is specced out (not the printed manuals, look in the Web page for the 
"file formats" document and get that (along with Adobe Acrobat, to read the 
-PDF format doc, if you don't already have Acrobat). 


You can then give these 'TMD' format objects to the Yaroze library and it 
will translate all the coords and all that and create "packets" that gets 
put into the Ordering Tables.... You can use DOS/Macintosh tools to 
create "TMD" format objects or you can create the TMD objects dynamically 
at runtime for fine control over the TMD, and to deform it in real-time. 


The "Packets" are the actual hardware drawing commands that tell the 
GPU to draw your primitives (triangles, lines, whatever) into the frame 
buffer. 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! z=) 


So, even if you do all your own coord conversions, it's kinda all for 
nothing, 
since you can't directly create the drawing commands (packets). 


Now, if someone can please tell me I'm wrong and point us to a solution, 
that would be very cool! :-) 


>also don't forget: 

>-How does it know how many packets there are in a given GsOT_TAG ? 

>-Why the need to have different packets in different GSOT_TAG ? why just 
>not shove them all to the same one. 


I think "one OT_TAG" equals "one packet", and are used by the library 
routines 

to keep the primitives sorted properly. The packets themselves are created 
into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

define that space, the *average* size of a packet is 24 bytes, but simpler 
primitives (single color lines) are smaller than complex ones (shaded, 
textured 

quads for example). I'm guessing that the final "draw" of the OT actually 
goes 

through the PACKET area and makes all those packets presentable to the 

GPU and tells the GPU to actually get to work on the packets. 


(Again, corrections are very welcome! :-) 
EdF 


—-MESSAGE FILE 19158 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000303 


—-MESSAGE FILE 19159 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000304 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 17:34:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <70vk76S5iq6@chuka.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnql16@scea> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:426 scea.yaroze.pr 
ogramming.3d_graphics:304 scee.yaroze.programming.2d_graphics:670 scee.yaroze.progra 
mming.3d_graphics: 963 
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hi! 


yeah, i know you can do dynamic TMDs, but since i am trying to port an 
already-done 3dengine this doesn't fit in very well. I suppose lots of 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! էՀ) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 
angel sastre 

aka 


reboot / incognita 


ams50@bton.ac.uk 
rbt00@hotmail.com 


-—-MESSAGE FILE 19159 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000304 
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about a magic black box that had to connect via serial port to your 
doggedly slow 200MHz Pentium, and you had to work with 1.4MB of usable 
RAM, and... *grin* Hey, I still have my old Atari 2600 and I take it 
out every once in a long while... 


Will there be a new NY-like system for the PSX-II and if yes, will 
NY-members get a discount? (I'm dutch you see, always looking for 
bargains). And If there will be a similar project, will it be a project 
next to the present NY or will the NY project be expanded for this new 
machine? 


Opinons please... 


DEnnis.. 
www.neryaroze-europe.com/~madmac 
macsuppor@al.nl 


VVVVVVVVV VV 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 2041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00744 


—-MESSAGE FILE 2042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000745 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstaystation II 

Date: Fri, 01 May 1998 14:07:58 -0700 

Organization: Cisco Systems 

Lines: 31 

Message-ID: <354A39AE.A5398908@netmagic.net> 

References: <ld8cjaj.1s09r61u83bx6N@al-—88-129.al.n1l> <354A386E.D15D360E@netmagic.net 
> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Elliott Lee wrote: 
Lass] 
- Low price 
- Faster processor 
Faster CD-reader 
- Standard 4 ports for joypads ( to stimulate 4-player games) 
- DVD support 


VV V V V 
| 


How about this: 
- Fast SCSI-II/SCSI-III interface to connect to external devices 
and/or other PSX-2's. 
- 4-6 line-out jacks for surround sound 
— Analog controller pads 
— Expansion port to add more memory or features to the PSX. 
The processor would not be upgradable. 
— Interface for a keyboard and mouse. 
- Built-in 56K modem 
— A MRSP price of USS$350, but enough margin to drop the unit 
down to about $225 at the stores (and still make a profit!) 


VVVVVVVVVVVVV VV VV 


Oh yeah, add to that: 


- An open API. A good number of us are skilled programmers 
and having access to the source code base is important and 
can lead to some spectacular work. It will also provide a 
way to keep PSX/PSX-2 libraries up-to-date with current 
protocols or other optimizations. 


=e! 
tenchi@netmagic.net 
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--MESSAGE FILE 19160 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000305 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 18:19:31 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <36346a9b.10414852@205.149.189.29> 

References: <70u292S$5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:427 scea.yaroze.pr 
ogramming.3d_graphics:305 scee.yaroze.programming.2d_graphics:671 scee.yaroze.progra 
mming.3d_graphics: 964 


On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 
wrote: 


>hi! 

> 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would like. 
> 

>By reading the green book I understand that: 

> 

>-An ordering table is just an array of GsOT_TAG 

>-A GsOT_TAG is a structure made up by: 


> unsigned p : 24 

> unsigned char num : 8 

> 

>the book says ք is the OT ring pointer..... what is an OT ring pointer? it 


>would seem that this is actually pointing to a list of packets, but I can't 
>understand exactly how. 


My book says that p is the least significant 24 bits of a pointer to 
the next item in the list (OxFFFFFF is the end of the list). 


>the book doesn't even explain what num is, and it is certainly beyond me. 


Again, my book says that num is the number of words in the current GPU 
packet. 


That should answer your other questions. 


Mario 
-—-MESSAGE FILE 19160 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000305 


——MESSAGE FILE 19161 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000306 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3d objects 

Date: Sun, 25 Oct 1998 14:43:56 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <70vvn2Seegl@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: resnet192-20.resnet.buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:428 scea.yaroze.pr 
ogramming.3d_graphics:306 scee.yaroze.programming.2d_graphics:672 scee.yaroze.progra 
mming.3d_graphics: 965 
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hiv, 

i was wondering if anyone can help, 

most times when i make a 3d object in 3d-studios max and convert it to ps 
format, it comes out transparent or something, it seems like some faces of 
the polygons are see through, 

any sugestions???? 


thanks, 
DJINN 


—-MESSAGE FILE 19161 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000306 


—--MESSAGE FILE 19162 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000307 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: 3d problem 

Date: Sun, 25 Oct 1998 15:21:12 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <7100bvSeeg2@scea> 

NNTP-Posting-Host: resnet192-20.resnet .buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 


hi, 

i have this problem where i make a 3d object in 3d studios max and when i 
bring it to the ps, some faces become transparent or something. any 
suggestions? 

thanks 

DJINN 


—-MESSAGE FILE 19162 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000307 


—-MESSAGE FILE 19163 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000308 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Sun, 25 Oct 1998 21:52:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36339D87.1C574F04@cthullu.freeserve.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:429 scea.yaroze.pr 
ogramming.3d_graphics:308 scee.yaroze.programming.2d_graphics:673 scee.yaroze.progra 
mming.3d_graphics: 967 


THE DJINN wrote: 


hi, 

i was wondering if anyone can help, 

most times when i make a 3d object in 3d-studios max and convert it to ps 
format, it comes out transparent or something, it seems like some faces of 
the polygons are see through, 

any sugestions???? 


VV V NV V VV V 


thanks, 
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Good old 3DS MAX is cack handed i.e. you need to specify -back on the dxf2rsd 
conversion (or whatever). This will put the normals the correct way around 
and so make the back face culling routines in the 3d libraries work correctly, 
so you will see only the correct polygons. 


Good luck 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 19163 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000308 


——MESSAGE FILE 19164 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000309 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 21:55:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36339E45.A4A5493E@cthullu. freeserve.co.uk> 

References: <70u292S$5iq5@chuka.playstation.co.uk> <36346a9b.10414852@205.149.189.29> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:430 scea.yaroze.pr 
ogramming.3d_graphics:309 scee.yaroze.programming.2d_graphics:674 scee.yaroze.progra 
mming.3d_graphics: 968 


Mario Perdue wrote: 


>would seem that this is actually pointing to a list of packets, but I can't 
>understand exactly how. 


> On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 

> wrote: 

> 

> >hi! 

>> 

> >this is a question regarding how ordering tables work. It seems that a bit 
> >of information is given on the green book but not as much as one would like. 
>> 

> >By reading the green book I understand that: 

>> 

> >-An ordering table is just an array of GsOT_TAG 

> >-A GsOT_TAG is a structure made up by: 

>> unsigned p : 24 

> > unsigned char num : 8 

>> 

> >the book says p is the OT ring pointer..... what is an OT ring pointer? it 

> 

> 


The OT_TAG structure (which is equivalent to a long), is a linked list of GPU 
packets to draw e.g. it is the display list for the playstation to process and 
draw into the draw buffer. 


It is a linked list so that the drawing ordering can be determined e.g. 
back-front for z-ordering. 
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As it happens each entry in the ordering table (read that as a z value) can have 
multiple entries and the packets get linked to each other to preserve the linked 
list nature. 


Hope this helps, not sure what you can do with this information except try to 
play around. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 19164 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000309 


——MESSAGE FILE 19165 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000310 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: triangles and things 

Date: Sun, 25 Oct 1998 21:59:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36339F34.1DC8CABO@cthullu.freeserve.co.uk> 

References: <70t72iS5iq2@chuka.playstation.co.uk> <363335ff.23242122@205.149.189.29> 
<70tm90S$5iq3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:310 scee.yaroze.pr 
ogramming.3d_graphics: 969 


Angel Sastre wrote: 


> >Since you already have the 3 screen coordinates, you can draw 3 lines 
> >to connect them. 

> 

> err yes but i need them textured and all that. 


Then you are going to have to make them into TMD format at run-time and 
let the libraries do all the conversions for you ! 


Enjoy 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 19165 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000310 


--MESSAGE FILE 19166 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000311 

Path: chuka.playstation.co.uk!news 

From: "Robert Swan" <yod1l0@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
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Subject: Re: inside Ordering Tables 

Date: 25 Oct 1998 23:23:56 GMT 

Organization: UUNET 

Lines: 30 

Message-ID: <01be006e$44248840Sbc4f95c1l@default> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnq1l6@scea> 
NNTP-Posting-Host: userm646.uk.uudial.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:431 scea.yaroze.pr 
ogramming.3d_graphics:311 scee.yaroze.programming.2d_graphics:675 scee.yaroze.progra 
mming.3d_graphics:970 


rsl108@mdx.ac.uk 
www.netyaroze-europe.com/~middex2 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in article 
<70ubsdS$dnql6@scea>... 

> The big "problem" is that the format of the packets is not 
disclosed by 

> Sony. Apparently, its even a big pain for "Pro" developers... 
> products!! =) 

> 

> So, even if you do all your own coord conversions, it's kinda all 
fort 

> nothing, 

> since you can't directly create the drawing commands (packets). 


I thought this was discussed sort of earlier. If we want to we can 
hack apart what goes into the otable and simply work out each 
primitive. (I mean, it isnt hard to work out what goes into drawing a 
line?) There are other issues, such as messing around with the 
workbase reference thingy (!) which would lead to corruption of 
packets if you added your own primitives to the otable then did some 
GsSorting or the other way around. Im working on something nice for 
James' demo competition, so Ill see if I can get around it (seeing as 
if I cant I cant do what I want) 


Robert Swan 

rs108@mdx.ac.uk 

~middex2 

—-MESSAGE FILE 19166 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000311 


—-MESSAGE FILE 19167 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000312 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Mon, 26 Oct 1998 08:28:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <363432C1.1B179BlA@scee.sony.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:432 scea.yaroze.pr 
ogramming.3d_graphics:312 scee.yaroze.programming.2d_graphics:676 scee.yaroze.progra 
mming.3d_graphics:971 


There's a whole lot of into about this in the Yaroze Programming FAQ. 

On the SCEE website, go to New Members, then click on the link to see the FAQ. 
You don't really need to know how they work, but the explanation is there to 
help you better determine the size of the OT that you need. 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


You are so complex that you don't always respond to danger. 
—-MESSAGE FILE 19167 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000312 


—--MESSAGE FILE 19168 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000313 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: 3d problem 

Date: Mon, 26 Oct 1998 09:34:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <711c21S5iq7@chuka.playstation.co.uk> 
References: <7100bvSeeg2@scea> 

NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 
try to reverse normals in the conversion utility. 


Ciao. 
Stefano 


THE DJINN ha scritto nel messaggio <7100bvSeeg2@scea>... 

>hi, 

>i have this problem where i make a 3d object in 3d studios max and when i 
>bring it to the ps, some faces become transparent or something. any 
>suggestions? 

>thanks 

>DJINN 

> 

> 


—-MESSAGE FILE 19168 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000313 


——MESSAGE FILE 19169 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000314 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Mon, 26 Oct 1998 18:10:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3634bb05.4605867@news.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: host5-99-46-34.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:433 scea.yaroze.pr 
ogramming.3d_graphics:314 scee.yaroze.programming.2d_graphics:677 scee.yaroze.progra 
mming.3d_graphics:972 


On Sun, 25 Oct 1998 14:43:56 -0500, "THE DJINN" <ghost909@yahoo.com> 
wrote: 


>hi, 
>i was wondering if anyone can help, 
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>most times when i make a 3d object in 3d-studios max and convert it to ps 
>format, it comes out transparent or something, it seems like some faces of 
>the polygons are see through, 

>any sugestions???? 

> 

>thanks, 

>DJINN 

> 


Hi, 


In DXF2RSDW, choose 'Back-face' or 'Double' in the 'Polygon 
attribute'. 


BTW Djinn means a being made of smokeless fire, does it not? 
Safe! 


Tanvir Khan 
Emag Design 


2bad@lineone.net 


—-MESSAGE FILE 19169 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000314 


——MESSAGE FILE 19170 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000315 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Tue, 27 Oct 1998 00:26:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <363583CC.FC3@dial.pipex.com> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsdSdnql6@scea> <70vk76$5iq6@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: usero378.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:434 scea.yaroze.pr 
ogramming.3d_graphics:315 scee.yaroze.programming.2d_graphics:680 scee.yaroze.progra 
mming.3d_graphics: 973 


Angel Sastre wrote: 
hi! 
yeah, i know you can do dynamic TMDs, but since i am trying to port an 


already-done 3dengine this doesn't fit in very well. I suppose lots of 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! :-) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 


VVVVVVVVVVVVVV VV VV VV VV SN 
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>textured 
>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 
angel sastre 

aka 


reboot / incognita 


ams50@bton.ac.uk 
rbt00@hotmail.com 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


I think the guy you should be talking to is Scott Evans ( Mr CodeMasters :) 
He's put together a natty primitives library which he let me look at 

a couple of months ago. It lets you individually sort in *every* primitive 
the GPU supports, using a familiar GsSort??? function call. I guess this 
would be ideal if you're wanting to do your own 3D engine! 


Scott did say he was going to put the lib on his homepage but he's been 
kinda quiet on the NY scene lately - too busy at work, I guess! 


Cheers, 


-Chris 
--MESSAGE FILE 19170 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000315 


——MESSAGE FILE 19171 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000316 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3d problem 

Date: Tue, 27 Oct 1998 23:42:37 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <7166giSeeg5@scea> 

References: <7100bvSeeg2@scea> <711c21S5iq7@chuka.playstation.co.uk> 
NNTP-Posting-Host: resnet192-20.resnet .buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE Մ4.72.3110.3 


thanks for the info but ima little confused on how to do that, 
im using the dxf2rsd program that came with the ny, but cant find anything 
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on reversing the normals. 


Stefano Provenzano wrote in message <711c21$5iq7@chuka.playstation.co.uk>... 
>Hi, 

>try to reverse normals in the conversion utility. 

> 

>Ciao. 

> 

>Stefano 

> 

>THE DJINN ha scritto nel messaggio <7100bvSeeg2@scea>... 

>>hi, 

>>i have this problem where i make a 3d object in 3d studios max and when i 
>>bring it to the ps, some faces become transparent or something. any 
>>suggestions? 

>>thanks 

>>DJINN 

>> 

>> 

> 

> 


—-MESSAGE FILE 19171 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000316 


—--MESSAGE FILE 19172 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000317 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3d problem 

Date: Wed, 28 Oct 1998 09:27:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3636E39A.8BAF6B6C@hinge.mistral.co.uk> 

References: <7100bvSeeg2@scea> <711c21S5iq7@chuka.playstation.co.uk> <7166giSeeg5@sc 
ea> 

NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Use the -Y-Z switch for 3DS Max DXF files. 
Craig. 
THE DJINN wrote: 


thanks for the info but im a little confused on how to do that, 
im using the dxf2rsd program that came with the ny, but cant find anything 
on reversing the normals. 


Stefano Provenzano wrote in message <711c21$5iq7@chuka.playstation.co.uk>... 
>Hi, 

>try to reverse normals in the conversion utility. 

> 

>Ciao. 

> 

>Stefano 

> 

>THE DJINN ha scritto nel messaggio <7100bvSeeg2@scea>... 

>>hi, 

>>i have this problem where i make a 3d object in 3d studios max and when i 
>>bring it to the ps, some faces become transparent or something. any 
>>suggestions? 

>>thanks 

>>DJINN 

>> 

>> 

> 


VVVVVVVVVVVVVV VV VV VV VV 
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> > 


—-MESSAGE FILE 19172 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000317 


—-MESSAGE FILE 19173 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000318 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: 3d problem 

Date: Wed, 28 Oct 1998 09:42:08 -0500 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <7179kaSeeg6@scea> 

References: <7100bvSeeg2@scea> <711c21S5iq7@chuka.playstation.co.uk> <7166giSeeg5@sc 
ea> <3636E39A. 8BAF6B6C@hinge.mistral.co.uk> 

NNTP-Posting-Host: resnet192-20.resnet.buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


thanks alot fellas! im one step closer to creating my game. 
-DJINN 


Craig Graham wrote in message <3636E39A. 8BAF6B6C@hinge.mistral.co.uk>... 
>Use the -Y-Z switch for 3DS Max DXF files. 

> 

>Craig. 

> 

>THE DJINN wrote: 

> 

>> thanks for the info but im a little confused on how to do that, 
>> im using the dxf2rsd program that came with the ny, but cant find 
anything 

>> on reversing the normals. 

>> 

>> Stefano Provenzano wrote in message 
<711c21$5iq7@chuka.playstation.co.uk>... 

>> >Hi, 

>> >try to reverse normals in the conversion utility. 

>> > 

>> >Ciao. 

>> > 

>> >Stefano 

>> > 

>> >THE DJINN ha scritto nel messaggio <7100bvSeeg2@scea>... 

>> >>hi, 

>> >>i have this problem where i make a 3d object in 3d studios max and when 
1 

>> >>bring it to the ps, some faces become transparent or something. any 
>> >>suggestions? 

>> >>thanks 

>> >>DJINN 

>> >> 

>> >> 

>> > 

>> > 

> 

> 

> 


—-MESSAGE FILE 19173 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000318 


--MESSAGE FILE 19174 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000319 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
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http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 2042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00745 


—-MESSAGE FILE 2043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000746 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Fri, 01 May 1998 22:39:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <354a4e7a.251227@www.netyaroze-europe. com> 

References: <3549C8BA.338@saqnet.co.uk> <6idbsaSlbr6@chuka.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Id make a point about Micro Machines - its really fun. Definately one 
of the most played games on the psx while i had it. I had to return it 
to my lecturer at some point!!! 


I want to make my opinion known about ff7. Its a rubbish game, but a 
lovely interactive story :) Am I the only one who thinks about it? Am 
I also the only one who thought the game too easy? ah well... 


To me, any game that rates highly is multiplayer. I spend far too long 
at uni playing quake + red alert. Cant beat swearing at another human 
player. 


Robert Swan 
—-MESSAGE FILE 2043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00746 


-—-MESSAGE FILE 2044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000747 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D-engine 

Date: Fri, 01 May 1998 17:58:54 -0700 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <354A6FCE.D8F43A23@sinclair.net> 

References: <ld8brzw.1l6sztmb5ugsgN@al-88-137.al.nl> <uiunqeuuc.fsf@cybec.com.au> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Unfortunately, to texture it would take a heck of a lot of work - first 
you would have to find the exact shapes/sizes of the polygons, then cut 
the picture into those shapes and apply them, one by one, to the correct 
polygon. A decent model with a couple hundred polygons or more would 
take f-o-r-e-v-e-r to do this. Does anyone have a program that'll wrap 
a texture around a sphere, cylinder, or whatnot? 


If you have a file containing the 3D info, and you can convert it to a 
DXF file (AutoCAD, I think) you can then convert it to an RSD file 
with DXF2RSD, colour it in or texture it with RSDTOOL, and then view 
it on the PSX with RSDVIEW (or is it RSDV - I'm at work and can't 
remember) . 


No coding involved. 


Toby. 


VVVVVVVV VV 
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Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Thu, 29 Oct 1998 17:44:50 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3638A992.C404380A@writeme.com> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsdS$dnq1l6@scea> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:436 scea.yaroze.pr 
ogramming.3d_graphics:319 scee.yaroze.programming.2d_graphics:687 scee.yaroze.progra 
mming.3d_graphics: 981 


Ed Federmeyer wrote: 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! z=) 


VVVVVV 


I think they're cautious (over-cautious) about keeping everything compatible 
with future driver revisions. Since OTs are generated by the GsSort commands, 
there is this insulating layer between the programmer and the hardware 
execution level. Its a bit of a shame, because it's fairly obvious that a lot 
of CPU time is being leaked when replicating the structures, but I guess that's 
the reason... 


James (~mrfrosty) 


—-MESSAGE FILE 19174 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000319 


--MESSAGE FILE 19175 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000320 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "John Emmer" <jjustice@netdirect.net> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Last Night's Net Yaroze Chat 

Date: Sat, 7 Nov 1998 00:54:50 -0500 

Organization: Justice Center 

Lines: 25 

Message-ID: <72111k$ je64@scea> 

References: <36050ABC.2F8D7CC9@bigfoot .com> 

NNTP-Posting-Host: ppp49.wonderlan.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1047 scea.yaroze.programming.3d_g 
raphics: 320 


>I'll just ask it here. Has anyone had problems with dynamicly creating 
>TMD data? It seems like my scene is getting built, but when it is 
>displayed, the scene gets totaly buggered -- Polygons all over the place 
>and such. Just take a look at the included gif file. That is a picture 
>of a mild case, BTW. 

> 


had that same problem too for a while. My guess was that the 
routines were not properly (finding/creating?) the end of the TMD. That 
is, that the garbage is just what the next values in memory look like when 


displayed as a TMD. I found that if I cleared a region of memory with 
zeroes and then built my TMD within the limits of this 'clean' area, the 
problem went away. I'd be interested in any one else's experiences like 
this. 


John Emmer VidEo GAme eNthusiast, Philosopher, Programmer/Analyst, 
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Sun Certified Java Programmer 1.1 
jJjustice@netdirect.net jjustice@wonderlan.com jemmer@hcm-inc.com 
http://www.cs.bsu.edu/~jjustice/ 
Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P166; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 19175 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000320 


—--MESSAGE FILE 19176 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000321 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.3d_graphics 

Subject: Re: Last Night's Net Yaroze Chat 

Date: Sat, 07 Nov 1998 14:01:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36445248.471494@www.netyaroze-europe. com> 

References: <36050ABC.2F8D7CC9@bigfoot.com> <72111k$ je64@scea> 

NNTP-Posting-Host: userm540.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1048 scea.yaroze.programming.3d_g 
raphics:321 


On Sat, 7 Nov 1998 00:54:50 -0500, “John Emmer" 
<jjustice@netdirect.net> wrote: 


> I had that same problem too for a while. My guess was that the 
>routines were not properly (finding/creating?) the end of the TMD. That 
>is, that the garbage is just what the next values in memory look like when 


>displayed as a TMD. I found that if I cleared a region of memory with 
>zeroes and then built my TMD within the limits of this 'clean' area, the 
>problem went away. I'd be interested in any one else's experiences like 
>this. 


sounds completely right. Of course, clearing the memory is a 
workaround, but this should really be solved one way or another 
otherwise you'll reach a point where the workaround doesnt work. Im 
presuming this all started in response to darco (as he mentioned 
something similar to me a while ago). People could send their source 
code to me at my pipex account (from my web page) and I can have a 
look to see whats happening if they want :) 


Rob Swan 

SCEE ~middex2 account 

—-MESSAGE FILE 19176 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000321 


--MESSAGE FILE 19177 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000322 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: gteMIMefunc & me: One of ստ is wrong 

Date: Wed, 11 Nov 1998 16:22:56 -0500 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <364A002A. 62D2@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1011 scea.yaroze.p 
rogramming.3d_graphics:322 


Wow, it's been a while since I posted a request for flames (ie. stupid 
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question) in the newsgroups here, but I figured it's about time to get 
back in the game! 


Recently RSDAnim was giving me headaches, so I wrote a tool to convert 
BVH motion capture data (as exported by MetaCreations Poser 3.0) to 
MIMe. (It's actually not quite as simple as just "exporting" but that's 
the basic idea.) 


While working on some code to play the animations as sequences in a game 
I've been working on, I ran into problems using "fractional" MIMe 
frames. In short: 


gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, ONE); 


works as expected and converts a buncha vertices to the next frame of 
animation. (Looks slick too!) But for some reason unknown to me: 


gteMIMefunc (theAnimation->workVertexArray, theData-—>mimeArray, 
theData->vertexCount, (ONE / 4)); 

gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 

gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 

gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 


does NOT produce the same result?! They way I'm reading the 
documentation, this should do the exact same thing (just four times 
slower). Instead the result is a "mutated" version of where the vertices 
should be. (Does NOT look slick.) 


- Is this a problem with gteMIMefunc? (Not that there could possibly be 
bugs in the library!) 


- Could this a problem with the PSX's fixed-point math? (Inaccuracies 
building up to a high level of nastiness?) My models are around 500 
"units' in width/height, but there isn't any easy way for me to make 'em 
bigger. 


- Could I possibly be doing anything wrong to that would break the 
second version?!?! The couple lines above are the only ones I changed to 
break the code. 


As always, thanks for any help :) 
- Gerrit 


PS - Normally I wouldn't care, but it seems like such a waste to even 

use MIMe data if you can't have interpolated frames. After all, each 

MIMe frame is the same size as a carbon copy of the vertices anyway, ya 

know? 

-—-MESSAGE FILE 19177 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000322 


—--MESSAGE FILE 19178 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000323 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc & me: One of us is wrong 

Date: Thu, 12 Nov 1998 10:25:24 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <364AB794.6D1077CD@scee.sony.co.uk> 

References: <364A002A. 62D2@funnytown. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 
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Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1012 scea.yaroze.p 
rogramming.3d_graphics:323 


Gerrit Goossen wrote: 

> 

> gteMIMefunc (theAnimation-—>workVertexArray, theData->mimeArray, 
> theData->vertexCount, ONE); 


The first argument is both input and output. It is the 'origin' of the vertex, and t 
he second arg is 

the difference between the origin and the destination. The function multiplies the d 
ifference by the 

last arg, divides by ONE and adds it to the origin. To get the desired output, I wou 
ld copy the 

original to a separate buffer before use (D-Cache is fine if it's small enough to fi 
t into 1K). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
—-MESSAGE FILE 19178 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000323 


—-MESSAGE FILE 19179 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000324 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc & me: One of us is wrong 

Date: Thu, 12 Nov 1998 16:09:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <364B083F.68AD8B97@hinge.mistral.co.uk> 

References: <364A002A.62D2@funnytown.com> <364AB794.6D1077CD@scee.sony.co.uk> 
NNTP-Posting-Host: d2-s16-110-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1013 scea.yaroze.p 
rogramming.3d_graphics:324 


James Russell wrote: 


Gerrit Goossen wrote: 
> 
> gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 


> theData->vertexCount, ONE); 


VV NV V V V 


The first argument is both input and output. It is the 'origin' of the vertex, and 
the second arg is 

> the difference between the origin and the destination. The function multiplies the 
difference by the 

> last arg, divides by ONE and adds it to the origin. To get the desired output, I w 

ould copy the 

> original to a separate buffer before use (D-Cache is fine if it's small enough to 
fit into 1K). 


That doesn't sound like it's the reason it's not working though. 


Here's what RSdANIM does: 

1) takes the distance source to dest for all vertices (key to key) (==deltas) 
2) multiplies the delta's by ONE 

2) divides the delta's by the number of video frames to run over 
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3) divides the delta's by a small p scaler (starts at one) 
4) if any resulting delta's are >32767 or <-32767 then increase p by one and repeat 
stage 3 


The result you get is MIMe data that you can make "number of video frames" repeated 
calls 

to gteMIMefund() with to get the animation of that linear segment to spread over n f 
rames. 

I assume that's what Gerrit's trying to achieve by dividing the p scaler by 4 and do 
ing repeated 

calls to gteMIMefunc() - that should work by the way, RsdANIMlib does that and it wo 
rks 

a treat. 


I reckon that Gerrit using ONE as a p scaler is far to big and accounts for the prob 

lem 

— there's some math error going on in what should be the fractional part of the del 

ta 

information (the GTE is prone to errors in the fractional component). So what he act 

ually 

should do is scale his delta array up as far as possible without overflowing the +/- 
32767 

that you can get in a signed short and reduce the p scaler accordingly (multipy all 

delta's 

by 10, divide p scaler by 10 seems a good starting point). 


> James 
Say thankyou Master ;) 


Craig. 


—-MESSAGE FILE 19179 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000324 


——MESSAGE FILE 19180 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000325 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc 

Date: Thu, 12 Nov 1998 18:23:13 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <364B2791.9D438B61@scee.sony.co.uk> 

References: <364A002A.62D2@funnytown.com> <364AB794.6D1077CD@scee.sony.co.uk> ՀՅ6480 
83F.68AD8B97@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1014 scea.yaroze.p 
rogramming.3d_graphics:325 


Why not just use gteMIMEfunc with a variable 'p'? Of course, this means that you hav 
e to copy the 
original input verts every time, which is less than efficient, but it would mean tha 
t you don't lose 

the accuracy. But I don't know if this is compatible with RSDAnimlib, which I haven' 
t used before. 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
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My lucky color just faded. 
—-MESSAGE FILE 19180 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000325 


——MESSAGE FILE 19181 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000326 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc 

Date: Thu, 12 Nov 1998 19:35:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <364B3883.107B7F6F@hinge.mistral.co.uk> 

References: <364A002A.62D2@funnytown.com> <364AB794.6D1077CD@scee.sony.co.uk> ՀՅ6480 
83F.68AD8B97@hinge.mistral.co.uk> <364B2791.9D438B61@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s4-36-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1015 scea.yaroze.p 
rogramming.3d_graphics: 326 


James Russell wrote: 


> Why not just use gteMIMEfunc with a variable 'p'? Of course, this means that you h 
ave to copy the 
> original input verts every time, which is less than efficient, but it would mean t 
hat you don't lose 

> the accuracy. But I don't know if this is compatible with RSDAnimlib, which I have 
n't used before 


Way to slow (esp. if you want to animate a few large models) - I've got some figures 
somewherefor the 

Dino demo's model done both ways (cann't put my hand on them right now). The differa 

nce 

is noticable (shows up easily in the number of Hsyncs the frame takes to setup - cou 
ld probably 

get that down with a fast asm memcopy crafted for max thoughput and not caring about 
a few bytes 

overrun). 

RSdANIM only copies the vertices on reset (at the end of a sequence). 


You could do a block scheme (next version of RsdANIM uses that) and make multiple ca 
lls to 

gteMIMefunc() for a single frame (cuts down on null additions, faster than doing a w 
hole vertex 

block at one throw when only a subset are moving), as that would reduce the amount o 
f data 

you reset each time. 
The method I described earlier works just as well though (better in fact, as it does 
n't distort in 

practise and you don't have to copy the vertex array each frame). 


> James 
Craig. 


—-MESSAGE FILE 19181 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000326 


——MESSAGE FILE 19182 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000327 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: nseal22@aol.com (Frank Tompkins) 

Newsgroups: scea.yaroze.programming.3d_graphics 
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Subject: texture mapping? 

Date: Sun, 22 Nov 1998 17:32:55 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36584a66.3059372@news.scea.sony.com> 
NNTP-Posting-Host: 206-90-221.ipt.aol.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


How exactly does one get a texture from a TIM file onto a polygon ina 

TMD file. I understand everything except the part about referencing 

the TIM files in the RSD file. The wonderful manual is of no help. 

Any advice would be appreciated. 

—-MESSAGE FILE 19182 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000327 


——MESSAGE FILE 19183 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000328 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: texture mapping? 

Date: Tue, 24 Nov 1998 23:09:01 -0600 

Organization: Ed Federmeyer 

Lines: 35 

Message-ID: <73g2ka$r847@scea> 

References: <36584a66.3059372@news.scea.sony.com> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Frank Tompkins wrote in message <36584a66.3059372@news.scea.sony.com>... 
>How exactly does one get a texture from a TIM file onto a polygon ina 
>TMD file. I understand everything except the part about referencing 
>the TIM files in the RSD file. The wonderful manual is of no help. 
>Any advice would be appreciated. 


The "by the book" method: (Well, okay, there is no book really.. :-) 
When you use "rsdtool.exe" (assuming you're a PC user), you use the 
"File/Load RSD Model" pulldown menu to load in your 3D RSD 

model. 


Then, at the bottom, there is a button "Add Texture", where you choose 
a .TIM file, containing a texture. 


Now you can choose the "Paint Texture" button at the top of the 

"RSD Model View" window, and start clicking on polygons, which 

will be turned into "textured" polys, using the appropriate texture page 
and UV texture coordinates. 


Now, in your program, when you load the .TMD file and the .TIM 
file, they will "match" and "belong" together, so it'll all work out fine. 


Note: I think if you change where the .TIM gets loaded into the 
frame buffer memory using timutil.exe (for example), you need to 
"re-texture" your RSD model again, since the .TMD file will 
still point to the old texture page and UV coordinates. 


Now, if you are creating TMD data on the fly in your program, thats 
another whole ball-of-wax! 


Hope this helps. 
EdF 


—-MESSAGE FILE 19183 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000328 


—-MESSAGE FILE 19184 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000329 
Path: chuka.playstation.co.uk!news 
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From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc & me: One of us is wrong 

Date: Sun, 20 Dec 1998 19:41:11 GMT 

Organization: Nowadays 

Lines: 29 

Message-ID: <367d4d8e.508235@news.playstation.co.uk> 

References: <364A002A.62D2@funnytown. com> 

Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppw52.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1087 scea.yaroze.p 
rogramming.3d_graphics:329 


>- Could this a problem with the PSX's fixed-point math? (Inaccuracies 
>building up to a high level of nastiness?) My models are around 500 
>'units' in width/height, but there isn't any easy way for me to make 'em 
>bigger. 


I had the same prob.. finally i wrote my own routines (not as fast as 
gteMIMefunc but for the moment enough for me). i think the prob is 
here is really the fixed-point math. 


little example: (ldimens) 
startPoint: 0 endPoint: 10 diff: 10 


interpol using 1 interpolationStep - everything will be fine.. 


interpol using 4 midSteps (p is here a float which goes for 0 to 1 
not like in the gteMIMefunc, but at the end the same) 


1. step: diff * 0.25 = 2.5 (the prob is simplified - i know - but 
again, at the end the same) 


coz the func use fixpoints, 2.5 should get 2 or 3.. 


ok.. 4 steps: each will add 2 or 3 to the sourceCoord, so we'll end 
at the coord 8 or 12.. quite far from 10 =) 


Yan 


—-MESSAGE FILE 19184 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000329 


——MESSAGE FILE 19185 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000330 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Charles Nicholson <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Joy of TMD's. (Be warned, long source code included) 

Date: Fri, 08 Jan 1999 15:43:07 -0500 

Organization: SCEA News Server 

Lines: 94 

Message-ID: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1124 scea.yaroze.p 
rogramming.3d_graphics: 330 


Hello to all again... I'm slowly figuring stuff out, but i'm afraid 
i've hit something of a wall. I'm trying to display a simple cube .tmd 
file, and the yaroze keeps hanging on me. I've reduced the program to 
what i think are the bare essentials, and it absolutely refuses to work 
for me. If anyone wouldn't mind looking over the source, i would REALLY 
appreciate any advice/comments/etc... 


thanks a lot- 
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charles 


#define TMD_FILE (u_long *) 0x80120000 


GsDOBJ2 object; 
GsCOORDINATE2 coord; 
VECTOR pos; 


GSRVIEW2 view; 
u_long *tmd = TMD_FILE; 


void InitTMD (void) 

{ 
tmdt++; 
GsMapModelingData (tmd) ; 
tmd += 2; 


GsLinkObject4 ((u_long)tmd, &0bject,1 << 10); 


GsInitCoordinate2 (WORLD, &coord) ; 
} 


void InitView (void) 


{ 


view.vrx = view.vry = view.vrz = 0; 
view.vpx = view.vpy = 0; 

view.vpz = -100չ 

view.rz = 0; 


view.super = WORLD; 
} 


void DrawTMD (int db) 


{ 
MATRIX tmp; 


GsGetLs (&coord, &tmp) ; 
GsSetLsMatrix(&tmp) ; 


GsSortObject4 (&object, &WOT [db], 4, getScratchAddr (0)); 


} 


void main(void) 
{ 


int draw_buf; 


Set VideoMode (MODE_NTSC) ; 
GsInitGraph (320,240,4,0,0); 
GsDefDispBuff(0,0,0,240); 


GsInit3D(); 
InitView(); 


GsSetAmbient (ONE / 2,ONE / 2,ONE / 2); 


InitTMD () չ 
GetPadBuf (&bb0, &bb1) ; 
WOT[0].length = WOT[1].length = 10; 


1] 
WOT[O0].org = WOT_tag[0] 
WOT[1].org = WOT_tag[1 


coord.coord.m[0][0] = 1; 
coord.coord.m[1][1] = 1; 
coord.coord.m[2][2] = 1; 


while (!done) 


í 
draw_buf = GsGetActiveBuff((); 


GsSetWorkBase ( (PACKET *) GPUPacket [draw_buf]); 


GsClearOt (0,0, &WOT[draw_buf]); 
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DrawTMD (draw_buf) ; 


DrawSync (0); 
VSync (0); 


GsSwapDispBuff (); 
GsSortClear(0,0,0, &WOT[draw_buf]); 
GsDrawOt (&WOT[draw_buf]); 


—-MESSAGE FILE 19185 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000330 


—-MESSAGE FILE 19186 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000331 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Joy of TMD's. (Be warned, long source code included) 

Date: Mon, 11 Jan 1999 18:39:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <77dgrbSsvk2@chuka.playstation.co.uk> 

References: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: modem-1.osmium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1135 scea.yaroze.p 
rogramming.3d_graphics:331 


Hi, 
you might also want to make a call to GsSetRefView2 (&view) in your main loop 
as well. 


Pete. 


—-MESSAGE FILE 19186 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000331 


—-MESSAGE FILE 19187 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000332 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Joy of TMD's. (Be warned, long source code included) 

Date: Mon, 18 Jan 1999 19:46:54 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <782f14S$k11@scea> 

References: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1144 scea.yaroze.p 
rogramming.3d_graphics: 332 


Heh... i might also want to make the OT array be 1 << OT_LEN instead of 
OT_LEN.... that ... might ... have something to do with it... :) works 
fine. 

-charles. 


—-MESSAGE FILE 19187 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000332 
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- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==— 
—-MESSAGE FILE 2044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00747 


—-MESSAGE FILE 2045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000748 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Fri, 01 May 1998 18:10:13 -0700 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <354A7275.FA4AC277@sinclair.net> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


What? Are there Yaroze mailing lists? Here's another problem - I've 
been in the program for a year, this is the first I've heard of it. 
Admittedly, I'm an SCEA member, but we shouldn't be excluded from 
mailing lists. I would gladly have signed up for a mailing list long 
ago, just so I wouldn't miss anything. Now I've missed everything that 
has gone on in the mailing list to this point, with no way of seeing the 
info. While I believe that a mailing list isn't really a good idea for 
this, it has already been going on, so I would like to join it. 


How? 
Steve Tolin wrote: 


I had subscibed when I noticed the announcement just in case I was missing 
something but as it turns out just more of the same. I would much rather 
have posting here so that even new members can benefit. I also see a 
problem of keeping all the Email messages on my drive. What happens when my 
drive crashes again, where do I get them back? At least with these 
newsgroups I can go back and get what I need. 


Just my opinion. 
Steve Tolin 


VVVVVVVV VV 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 2045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00748 


--MESSAGE FILE 2046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000749 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Fri, 01 May 1998 18:32:59 -0700 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <354A77CB.91D6719C@sinclair.net> 

References: <3549C8BA.338@saqnet.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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——MESSAGE FILE 19188 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000333 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: animation questions!! 

Date: Thu, 21 Jan 1999 17:00:31 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36A7CDAF.CE035729@hotmail.com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1147 scea.yaroze.p 
rogramming.3d_graphics:333 


Hey guys!! 


I Am looking for information on animation techniques on the Yaroze. At 
this point I am aware of several types.. MIMe and .TOD. I havn't been 
able to find any sample tuts about them though. Anybody have any idea 
which is better and what kind of information is involved in each. 


am looking for a technique that will allow me to create sequences in 
my 3D modeler and then convert it to something the black playstation 
will understand. Right now I think the only way to do it is to make 
separate meshes for each keyframe and basically swap them in and out as 
the animation progresses. This sounds like an awful pain becuase I have 
to make instances of each mesh export it as .dxf then convert to .rsd 
and texture each model individually in RSDtool. 


I know there's a better way out there!! 
I graciously thank in advance anyone who replys to this message!! 


Will Atkin 


—-MESSAGE FILE 19188 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000333 


——MESSAGE FILE 19189 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000334 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Z Buffer, Z Sorting and Voxels 

Date: Sun, 24 Jan 1999 13:06:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <78f28uSnd44@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:334 scee.yaroze.pr 
ogramming.3d_graphics:1148 


I was hoping someone could help me on this one. I want to try and do some 
voxel/polygon work and need to implement a z buffer with the Yaroze. 
Unfortunately, since the Yaroze uses the z sorting algorithm and then sends 
it to the GPU, I can't think of a way I can quickly do some type of z 
buffer. I mean, I could translate all of the polys and such myself, but 
then none of the dedicated hardware is being used and I am eating up those 
precious ticks. 


Your help would be appreciated, 


Nathan Miller 
SCEA member 
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—-MESSAGE FILE 19189 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000334 


--MESSAGE FILE 19190 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000335 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Z Buffer, Z Sorting and Voxels 

Date: Mon, 25 Jan 1999 09:17:32 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 10 

Message-ID: <36AC36AC.1BA02803@scee.sony.co.uk> 

References: <78f28uSnd44@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:335 scee.yaroze.pr 
ogramming.3d_graphics:1151 


The GPU can only draw 2D polygons, so it can't help out with true 3D. This is why so 
me games have 

sorting errors - you never see that on a true Z-Buffer like the N64. If you want to 
implement a true 

Z-Buffer, then you're going to have to implement your own 3D polygon rendering algor 
ithm... Not very 

fast for anything useful, I'm afraid. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Software upgrade installed: Press your luck to continue. 
—-MESSAGE FILE 19190 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000335 


—--MESSAGE FILE 19191 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000336 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3d tiling and ripping 

Date: Sun, 31 Jan 1999 01:40:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <79080fS6fv3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:336 scee.yaroze.pr 
ogramming.3d_graphics:1170 


Just had a question. I am representing my world with an array like 
world[20][20]. I have 3d models that represent a tile for the world, with 
floor included. The drawing function takes the array and a TILE_WIDTH and 
TILE_HEIGHT variable and draws the terrain (that is the simplified version). 
The only problem is, the floor tiles tear, causing black lines to appear 
between the tiles. The floor is flat right now. Here is a simplified 
version of the function. 


TILE_WIDTH = 200 
TILE_HEIGHT = 200 


for (i1=0;1i<20; i++) 
for (j=0; 4<20; j++) 
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tempx = i*TILE_WIDTH; 

tempz = i*TILE_HEIGHT; 

DrawTile(world[i][j], tempx, tempy); 
} 


That isn't exactly right, but you get the idea. It looks good, except for 
the edges of the tiles rip and cause random black lines all over the screen. 
Any help? 


Thanks, 


Nathan Miller 


—-MESSAGE FILE 19191 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000336 


--MESSAGE FILE 19192 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000337 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d tiling and ripping 

Date: Sun, 31 Jan 1999 01:54:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <790dghS6fv4@chuka.playstation.co.uk> 

References: <79080fS6fv3@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-83.artist.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:337 scee.yaroze.pr 
ogramming.3d_graphics:1171 


Hi 


try oversizing your tiles slightly. 


Pete. 


Nathan Miller wrote in message <79080fS6fv3@chuka.playstation.co.uk>... 
<SNIP> 

> 

>That isn't exactly right, but you get the idea. It looks good, except for 
>the edges of the tiles rip and cause random black lines all over the 
screen. 

>Any help? 

> 

>Thanks, 

> 

>Nathan Miller 

> 

> 


—-MESSAGE FILE 19192 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000337 


--MESSAGE FILE 19193 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000338 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: 3d tiling and ripping 

Date: Sun, 31 Jan 1999 14:12:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 131 

Message-ID: <36B464C6. 8BE59O0EE@manc.u-net.com> 

References: <79080fS6fv3@chuka.playstation.co.uk> 
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NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 390E5C2AFA20F11B27CC013A" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:338 scee.yaroze.pr 
ogramming.3d_graphics:1172 


390E5C2AFA20F11B27CC013A 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Apart from oversizing the tiles slightly like Pete suggests (the easiest way, 
but may perhaps result in unsightly "edge overlap flipping" if the camera moves 
a lot), all I can suggest is that you render the whole world grid to a single 
TMD. Then you can make the vertices that should coincide, actually coincide 
losing those annoying gaps. This will have an additional benefit of being much 
faster too.* 


I notice though that your world tiles are not simple 4-polys so this would prove 
too expensive and difficult probably. But what you could do is just do the 
floor this way (where the gaps actually happen), and do the rest of the tile 
model (buildings or whatever) the same way as before. Yay, nay? 


Later, 
Jim 


* [eg in my ScaleX demo I firstly had all the track segments sorted as single 
manipulated TMDs. Not only was it too slow (could only manage around 100 track 
segments) it also had many of those gaps in between the shadow polygons -- very 
noticable and ugly. Sorting all the poly's to a single TMD lost those gaps 
(because vertices are being shared) and I can now sort 3 times as many track 
segments in a single frame. Which is nice.] 


Nathan Miller wrote: 


Just had a question. I am representing my world with an array like 
world[20][20]. I have 3d models that represent a tile for the world, with 
floor included. The drawing function takes the array and a TILE_WIDTH and 
TILE_HEIGHT variable and draws the terrain (that is the simplified version). 
The only problem is, the floor tiles tear, causing black lines to appear 
between the tiles. The floor is flat right now. Here is a simplified 
version of the function. 


TILE_WIDTH = 200 
TILE_HEIGHT = 200 


for (i=0;i<20;i++) 
for (j=0; j<20; j++) 


tempx = i*TILE_WIDTH; 

tempz = i*TILE_HEIGHT; 

DrawTile(world[i][j], tempx, tempy); 
} 


That isn't exactly right, but you get the idea. It looks good, except for 
the edges of the tiles rip and cause random black lines all over the screen. 
Any help? 


Thanks, 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


Nathan Miller 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
or http://i.am/bart.simpson/ $=) 
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390E5C2AFA20F11B27CCO013A 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
Apart from oversizing the tiles slightly like Pete suggests (the easiest 

way, but may perhaps result in unsightly "edge overlap flipping" if the 

camera moves a lot), all I can suggest is that you render the whole world 

grid to a single TMD.&nbsp; Then you can make the vertices that <i>should</i> 
coincide, <i>actually</i> coincide losing those annoying gaps.énbsp; This 

will have an additional benefit of being much faster too.* 

<p>I notice though that your world tiles are not simple 4-polys so this 

would prove too expensive and difficult probably.énbsp; But what you <i>could</i> 
do is just do the <b>floor</b> this way (where the gaps actually happen), 

and do the rest of the tile model (buildings or whatever) the same way 

as before.&nbsp; Yay, nay? 

<p>Later, 

<br>Jim 

<p>* [eg in my ScaleX demo I firstly had all the track segments sorted 

as single manipulated TMDs.énbsp; Not only was it too slow (could only 

manage around 100 track segments) it also had many of those gaps in between 

the shadow polygons -- very noticable and ugly.&nbsp; Sorting all the poly's 

to a <i>single</i> TMD lost those gaps (because vertices are being shared) 

and I can now sort 3 times as many track segments in a single frame. Which 

is nice.] 

<br>é&nbsp; 

<p>Nathan Miller wrote: 

<blockquote TYPE=CITE>Just had a question.énbsp; I am representing my world 

with an array like 

<br>world[20][20].&nbsp; I have 3d models that represent a tile for the 

world, with 
<br>floor included.&énbsp; The drawing function takes the array and a TILE_WIDTH 

and 

<br>TILE_HEIGHT variable and draws the terrain (that is the simplified 

version). 

<br>The only problem is, the floor tiles tear, causing black lines to appear 
<br>between the tiles.&nbsp; The floor is flat right now.&énbsp; Here is 

a simplified 

<br>version of the function. 

<p>TILE_WIDTH = 200 

<br>TILE_HEIGHT = 200 

<p>for (i=0;i&1t;20;i++) 

<br>é&nbsp; for (j=0; j&1t; 20; j++) 

<p>énbsp; énbsp; tempx = i*TILE_WIDTH; 

<br>é&nbsp; énbsp; tempz = i*TILE_HEIGHT; 

<br>&nbsp; &nbsp; DrawTile(world[i][j], tempx, tempy); 

<br>é&nbsp; } 

<p>That isn't exactly right, but you get the idea.&énbsp; It looks good, 

except for 

<br>the edges of the tiles rip and cause random black lines all over the 

screen. 

<br>Any help? 

<p>Thanks, 

<p>Nathan Miller</blockquote> 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 

<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt><i>or</i>é&nbsp; <A HREF="http://i.am/bart.simpson/">http://i.am/bart.simpson 
/</A>&nbsp; &nbsp; &nbsp; &nbsp; 

77) </tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


390E5C2AFA20F11B27CC013A-- 


—-MESSAGE FILE 19193 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000338 
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--MESSAGE FILE 19194 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000339 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Camera math 

Date: Wed, 3 Feb 1999 10:42:33 -0600 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <799tktSlbf5@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:339 scee.yaroze.pr 
ogramming.3d_graphics:1180 


I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space coordinates 
to screen-space coordinates, but they ALL ASSUME that the camera is at the 
origin facing down the "Z" axis. 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


Luckily our Net Yaroze libs take care of this with the SetRView() function, 
where you specify the viewpoint and refpoint, but I'd really like to 
understand what goes on behind the scenes. 


EdF 


—-MESSAGE FILE 19194 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000339 


——MESSAGE FILE 19195 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000340 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Camera math 

Date: Wed, 03 Feb 1999 20:17:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36B8AEBC.2BB577D0@hinge.mistral.co.uk> 

References: <799tktS$lbf5@scea> 

NNTP-Posting-Host: d2-s42-136-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:340 scee.yaroze.pr 
ogramming.3d_graphics:1181 


Ed Federmeyer wrote: 


I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space coordinates 
to screen-space coordinates, but they ALL ASSUME that the camera is at the 
origin facing down the "Z" axis. 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


Luckily our Net Yaroze libs take care of this with the SetRView() function, 
where you specify the viewpoint and refpoint, but I'd really like to 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> understand what goes on behind the scenes. 
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Setup a translation to put the refpoint at the world origin, then a rotation 
matrix 

to put the camera at a point where X==Y==0 (i.e. lies on the Z axis). Now apply 
the inverse of that trans-rot to the whole world and carry on as the books say 
(you can do it the other way round by translating the camera and rotating the 
view point 

as well). 


> EdF 


Craig. 


—-MESSAGE FILE 19195 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000340 


—-MESSAGE FILE 19196 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000341 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Camera math 

Date: Wed, 03 Feb 1999 20:37:29 GMT 

Organization: ArgoNet, but does not reflect its views 

Lines: 87 

Distribution: world 

Message-ID: <na.b5bf8b48ce.a70la0rfredw@argonet.co.uk> 

References: <799tkt$lbf5@scea> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userp274.uk.uudial.com 

X-Newsreader: NewsAgent 0.85 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:341 scee.yaroze.pr 
ogramming.3d_graphics:1182 


In article <799tktSlbf5@scea>, "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 
wrote: 

> I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space 
coordinates 

to screen-space coordinates, but they ALL ASSUME that the camera is at the 


> 
> 
> 
> origin facing down the "Z" axis. 


v 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
> direction? 


v 


Well, it's just another case of "run the vector through a 3*3 matrix and 
add an offset". The only real difference between a "world space to camera 
space" matrix and an "object space to world space" one being that you 
generally want any transformations to happen in the opposite order. 


Think in terms of the "world" just being another level in the object 
hierarchy that has a position & orientation relative to the camera. 


That position & orientation is, obviously, the inverse of the camera's 
position & orientation WRT the world. 


(And after that, all that's left to do is the perspective transform: 
Camera-space to screen-space, if you like) 


Say you've got an object, and are doing things with roll/pitch/yaw angles. 
(for true 3d work, this isn't always the best way to go, but anyway...) 


Your "object-to-world" coordinate-transformation will usually be:- 
A z-axis rotation (roll) 

Then an x-axis rotation (pitch) 

Then a y-axis rotation (yaw) 

(Combine the above into a single 3*3 matrix) 

Then add an offset (The object's position). 


Now if you've got a camera, also with a position,roll,pitch and yaw... 
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Take your world-coordinate. 

Subtract the camera's position. 

Rotate in the y-axis by "-camera's yaw" 
Rotate in the x-axis by "-camera's pitch" 
Rotate in the z-axis by "-camera's roll" 


And, hurrah, you've got your object coordinate in terms of "z is 
camera-relative forwards". 


Same thing with matrices:- To get a "world to camera" matrix-and-offset 
pair in the same arrangement as an "object to world" one.... 


Take your "camera-to-world" 3*3 matrix (ie, one that treats the camera 
as if it were an object). 

Invert it. 

(Shortcut:- Note that the inverse of a non-scaling rotation matrix is 
just it's transpose, for reasons that become *so* obvious once you've got 
your head round what a rotation matrix is) 


Run (minus) the camera's position through the resulting 3*3 matrix, for a 
post-rotation offset rather than a pre-rotation one. 


Ta da! 

> Luckily our Net Yaroze libs take care of this with the SetRView() 

> function, 

> where you specify the viewpoint and refpoint, but I'd really like to 
> understand what goes on behind the scenes. 


It's just a matter of getting the hang of "what matrices are". In the 
case of rotation matrices, they're just a representation of one set of 
xyz axes within another set. 


Eg:- The first "row" of an "object-to-world" rotation matrix *IS* the 
vector representing the object's x-axis in world space. 2nd row's the y 
axis. 3rd row's the z. 


In terms of GSRVIEW2, the camera matrix's 3rd row (or is that "column"?, 
I can't be bothered working out which just now!) will be a normalised 
"reference - viewpoint" vector, and the other rows will be a pair of 
vectors at right angles to that, set according to the "twist" input. 


HTH, 
Fred 
(Yaroze /~RFREDW) 


—-MESSAGE FILE 19196 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000341 


——MESSAGE FILE 19197 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000342 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Camera math 

Followup-To: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Date: 6 Feb 1999 00:14:22 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 18 

Message-ID: <79glguSmck@wyrddreams.demon.co.uk> 

References: <799tkt$lbf5@scea> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:342 scee.yaroze.pr 
ogramming.3d_graphics:1186 


Can anyone point me to some documentation that describes what needs to be 
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done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


I'm using the book "Virtual Reality Systems" (Addison-Wesley, 

ISBN 0-201-87687-6) as a reference. It was the first book that really got 
me understanding all this matrix stuff. Admittedly it goes into some stuff 
in rather more detail than is required (you should see the stuff on 
collision detection, it gets well deep!) but it's well worth the money. 


£24.99 I believe it cost me - including a pair of funky red/green 3d specs! 

Later, 

JT 

Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 
it's expensive. http: //www.sun.mdx.ac.uk/~jt061/ 0956 652763 


—-MESSAGE FILE 19197 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000342 


—-MESSAGE FILE 19198 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000343 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d tiling and ripping 

Date: 6 Feb 1999 13:41:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <0Olbe51d6$c9fe73e0SLocalHost@default> 

References: <79080fS6fv3@chuka.playstation.co.uk> 

NNTP-Posting-Host: pA2s04a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:343 scee.yaroze.pr 
ogramming.3d_graphics:1189 


I don't know if this is a coincidence or not, but I never had gaps between 
triangular polygons (except when they're in different objects) but I have 
had it happen with quad polygons. If you have used quads and you can't 
find any other solution try using two triangular polygons for each tile and 
see if that helps. 


I've had to use that technique of over-lapping quads to get rid of the gap 
but it means that you have to use many more vertices than you would 
normaly, and it never seemed to work 100% for me -- there was always some 
obsure viewing angle where you could still see the gap unless the over-lap 
is so rediculusly large that it spoils the look of it. I became so anoyed 
with it that I rethought the aesthetics of my game and did away with walls 
made from tiles! I never got round to trying triangles instead... it's 
only just occurred to me. 


Good luck 


Jon Prestidge 
—-MESSAGE FILE 19198 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000343 


——MESSAGE FILE 19199 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000344 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: MAX POLYGONS ALLOWED 

Date: Thu, 11 Feb 1999 18:35:08 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <79v4apSo0v6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:344 scee.yaroze.pr 
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ogramming.3d_graphics:1202 


I was just wondering what the max textured gouraud polys that one can expect 
to push out of the Yaroze and keep a good frame rate (30 or so). I have 
read that the pro system can punch out 10,000 unfiltered polys and I also 
read some where on the newsgroup that a person was limiting themselves to 
1500. I have pushed a lot with no optimization, 2500 or so, but I didn't 
get the framerate count. 


Nathan Miller 


—-MESSAGE FILE 19199 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000344 


—--MESSAGE FILE 19200 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000345 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: MAX POLYGONS ALLOWED 

Date: Sat, 13 Feb 1999 10:55:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36c559d8.7385503@www.netyaroze-europe. com> 

References: <79v4apSo0v6@chuka.playstation.co.uk> 

NNTP-Posting-Host: p5Fs04a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:345 scee.yaroze.pr 
ogramming.3d_graphics:1205 


Adventure game updates at 25fps and has: 

up to about 2000 gradient pigment textured polys (gouraud shaded 
without light calcs) 

and up to about 800 gouraud shaded polys 


On Thu, 11 Feb 1999 18:35:08 +0200, "Nathan Miller" 
<millerbosnia@hotmail.com> wrote: 


>I was just wondering what the max textured gouraud polys that one can expect 
>to push out of the Yaroze and keep a good frame rate (30 or so). I have 
>read that the pro system can punch out 10,000 unfiltered polys and I also 
>read some where on the newsgroup that a person was limiting themselves to 
>1500. I have pushed a lot with no optimization, 2500 or so, but I didn't 
>get the framerate count. 

> 

>Nathan Miller 

> 

> 


-—-MESSAGE FILE 19200 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000345 


—--MESSAGE FILE 19201 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000346 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Camera math 

Date: Sat, 13 Feb 1999 10:41:33 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <36C59D2D.2EFAF7B6@datasys.net> 

References: <799tktS$lbf5@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 199.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 
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First off, Final Fantasy VII. Yeah, it was hyped a lot, but who cares? 
As it was an RPG, the story was the most important part, and it had such 
a cool epic storyline, with comedy, drama, action, adventure, even 
romance. Not to mention the cool gameplay, the hugeness of the game, 
rad music, massive number of optional things, etc... The FMV's were 
icing on the cake; they were beautiful, but the game would have been 
just as fun without them. The ending kinda sucked (storyline-wise), but 
oh well. 


Then we come to NiGHTS for Saturn - now that was a rad game, I would 
consider it its own genre. It had great music, graphics, and control, 
but the best part about it was - the gameplay! Innovative and unique, 
it soon had me wishing I could fly. And with the analogue controller, 
it really gives you a feeling of control. Also cool was the story, 
played out in the 2 intro FMV's, 2 mini endings, and the full ending. 
It didn't have to use a lot of words to show what was going on. 


And finally, Mario 64. That game started a new genre, the 3d 
platformer, and did it with style. It was truly the first game ina 
genre that couldn't exist on 16-bit machines. The use of the analogue 
controller was perfect, the graphics were wonderful, and it had some 
great musical points in it as well. It gets a little tedious trying to 
get all coins in each level, but that isn't really necessary for the 
enjoyment of the game. This game was one thing: Fun. 


Runners up: Parappa (too short), Castlevania: Symphony of the Night (I'm 
more into RPG's), Waverace 64 (just barely overtopped by Mario). I 
almost said Super Dodgeball for NES, as only 16-bit was excluded, but I 
figured I would be beaten with a wet noodle if I did. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 2046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00749 


--MESSAGE FILE 2047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000750 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Fri, 1 May 1998 23:30:31 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6ie37eSedu2@scea> 

References: <3549C8BA.338@saqnet.co.uk> 

NNTP-Posting-Host: sud-tcsl-port23.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Maybe not the best games on each of the systems but ones I'd feel very proud 
of being on the development team. 


N64: Blast Corps (Rare) 


I still can't get enough of this game. I have 27 Platinums and 
counting. How come gameplay like this only comes around every year or Տօ. 
Tie for runner up: GoldenEye (Rare) and Wave Race (Nintendo) but 
outstanding games. 


PSX: Final Fantasy Tactics (Square) 


I've played through twice already using different strategies and 
I still keep finding stuff out about this game. Close runner up: 
CastleVania Symphony of the Night. Same reasons. 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:346 scee.yaroze.pr 
ogramming.3d_graphics:1207 


Ed Federmeyer wrote: 


I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space coordinates 
to screen-space coordinates, but they ALL ASSUME that the camera is at the 
origin facing down the "Z" axis. 


Do'h! There's no way I can change the axies now, I'm too far along in 
development. :( I guess camera object following in my game will be a 
little bit more difficult to implement than I first thought. 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


Luckily our Net Yaroze libs take care of this with the SetRView() function, 
where you specify the viewpoint and refpoint, but I'd really like to 
understand what goes on behind the scenes. 


VVVVVVVV 


I donno. My system in bloodshed uses the Z axis as straight up. This 
unfortunately makes my camrea movements a little screwed - I have to 
rotate it 90 degrees to compensate. 


"Darco 
—-MESSAGE FILE 19201 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000346 


—-MESSAGE FILE 19202 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000347 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: I'm confused 

Date: Fri, 26 Feb 1999 12:55:03 -0500 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <7b6n61Saag2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I'm writing a bsp compiler that takes a 3dsMax .ASE file and outputs a 
vertex database, split polygons, sectors, convex subsectors etc... fora 
true 3d engine and i was wondering this: 


The .TMD normal format is 1:3:12, with 4096 being one. .ASE files export 
"normal" :) normals (ie, 1.3583, etc..). Is it an accurate conversion 
simply to multiply this number by 4096 or will that completely screw up the 
fractional part of the normal? 


If it does screw everything up, did anyone write a conversion routine? 
thanks in advance, 


-charles 


--MESSAGE FILE 19202 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000347 


——MESSAGE FILE 19203 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000348 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


Net Yaroze 
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From: "Charles Nicholson" <chnicholson@vassar.edu> 


Newsgroups: 
Date: Fri, 
Lines: 18 


Message-ID: 
References: 


scea.yaroze.programming.3d_graphics 


Subject: Re: I'm confused 


26 Feb 1999 13:02:18 -0500 


Organization: SCEA News Server 


<7b6nk9Saag3@scea> 
<7b6n61Saag2@scea> 


NNTP-Posting-Host: chnicholson.vassar.edu 


X-Newsreader: Microsoft Outlook Express 4.72.3155.0 


X-MimeOLE: 


Produced By Microsoft MimeOLE V4.72.3155.0 


On a related note, upon receiving .ase's from a friend of mine, i have 


decided to 


put to rest the project i WAS working on, which was starting to 


look surprisingly like the old DEU (Doom Editing Utilities) for the pc, but 


a psx port 


for hi-res. If anyone feels so inclined to pick up where i left 


off, it supports vertex/line segment editing, and has the framework for 
sectors and side definitions laid but not coded. You can multiple select + 
drag vertex/line segs. 


it's about 
engine for 


-charles 


halfway done, and if anyone was thinking of writing a 2.5d doom 
the yaroze but didn't have any map editor ideas, check it out. 


anon. access enabled 
ftp://143.229.106.203/mapedit.zip 


-—-MESSAGE FILE 19203 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000348 


—-MESSAGE FILE 19204 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000349 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 


Newsgroups: 


scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Bounding box 3d collision detection / (delurk!) 


Date: Sun, 


28 Feb 1999 20:24:23 -0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 12 
Message-ID: 


<7bc8t3Sabn7@chuka.playstation.co.uk> 


NNTP-Posting-Host: VIP-203-33.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:349 scee.yaroze.pr 
ogramming.3d_graphics:1233 


Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
collision detection, especially bounding box since I *think* this is the 
method I should use. 


So far my searching through Yaroze pages hasn't helped too much, so any 
hints/ pushes in the right direction would be great cheers! 


Al 


http://www. 


geocities.com/SunsetStrip/Palms/3657 


-—-MESSAGE FILE 19204 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000349 


——MESSAGE FILE 19205 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000350 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: Kirk 
Newsgroups: 


Bender <kbender@znet.com> 


scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: Bounding box 3d collision detection / (delurk!) 


Date: Thu, 


04 Mar 1999 01:11:03 -0800 
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Organization: SCEA News Server 

Lines: 25 

Message-ID: <36DE4E27.46189FF3@znet .com> 
References: <7bc8t3Sabn7@chuka.playstation.co.uk> 
NNTP-Posting-Host: scts1-21.znet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:350 scee.yaroze.pr 
ogramming.3d_graphics:1241 


Alan Marshall wrote: 


> 

> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
> collision detection, especially bounding box since I *think* this is the 
> method I should use. 

> 

> So far my searching through Yaroze pages hasn't helped too much, so any 
> hints/ pushes in the right direction would be great cheers! 

> 

> Al 

> 

> http://www.geocities.com/SunsetStrip/Palms/3657 


game developer magazine has been running a series of 
articles on collision detection the past few months, 
source code is on their site at 


http://www.gdmag.com/code.htm 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19205 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000350 


—--MESSAGE FILE 19206 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000351 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Thu, 4 Mar 1999 18:36:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7bmjtq$9he31@chuka.playstation.co.uk> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> <36DE4E27.46189FF3@znet.com> 
NNTP-Posting-Host: VIP-203-227.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:351 scee.yaroze.pr 
ogramming.3d_graphics:1242 


Chears for posting a response, but one of my lecturers at Uni showed me 
that, and it was a lot more advanced than what I'm aiming for at the 
moment ! # 


A bit too much physics involved, but I can see what I can get from hacking 
at. ast: s) 


Chears 
Al 
Kirk Bender wrote in message <36DE4E27.46189FF3@znet.com>... 


>Alan Marshall wrote: 
>> 
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>> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
>> collision detection, especially bounding box since I *think* this is the 
>> method I should use. 

>> 

>> So far my searching through Yaroze pages hasn't helped too much, so any 

>> hints/ pushes in the right direction would be great cheers! 

> 

>game developer magazine has been running a series of 

>articles on collision detection the past few months, 

>source code is on their site at 

> 

>http://www.gdmag.com/code.htm 

> 

> 

>kirk 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender. html 


http://www.geocities.com/SunsetStrip/Palms/3657 


—-MESSAGE FILE 19206 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000351 


——MESSAGE FILE 19207 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000352 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: 6 Mar 1999 08:28:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbe67ab$4e1lc5220S0a3ddec2@sonia> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:352 scee.yaroze.pr 
ogramming.3d_graphics:1251 


Take a look at the net yaroze programming tutorial in the gane demos 
section on this site. Chapter four deals with bounding boxes for 2D games 
but you could modify the example code - adding a z axis check - to make it 
work for your 3d games. 

It also deals with bounding sphere detection which works equally well for 
2D and 3D. 


> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
> collision detection, especially bounding box since I *think* this is the 
> method I should use. 


—-MESSAGE FILE 19207 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000352 


—--MESSAGE FILE 19208 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000353 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Tue, 09 Mar 1999 22:18:44 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <developer—0903992218440001@192.168.0.1> 
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References: <7bc8t3Sabn7@chuka.playstation.co.uk> <0Olbe67ab$4e1c5220S0a3ddec2@sonia> 
NNTP-Posting-Host: prol-161.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:353 scee.yaroze.pr 
ogramming.3d_graphics:1257 


<miles@guildfrd.demon.co.uk> wrote: 

> Take a look at the net yaroze programming tutorial in the gane demos 

> section on this site. Chapter four deals with bounding boxes for 2D games 
> but you could modify the example code - adding a z axis check - to make it 
> work for your 3d games. 

> It also deals with bounding sphere detection which works equally well for 
> 

> 

> 

> 


2D and 3D. 

> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
> collision detection, especially bounding box since I *think* this is the 
> method I should use. 


Yep, Works OK but there is Increment / Decrement jitter. 


Use wall detection by cheating. Use the Ordering table and the resulting 
Z-Sort perspective of the camera, to find the "Closest" to walls, then 
just do the good old slide. 


Remember Q-bert? Or a retro reflective Surface? the closest walls are the 
ones closest to the walls you cannot see --» the object you are putting 

into place. 
Since your camera is already doing the Z-Sort, you just want to monitor that. 


2) 


Then it is a vertice check to make sure you do not lose your 3-d object IN 
the completed Tetris tiles. 


2-3 walls and a vertice check. Faster than a 4 point vertice check and an 
overlap jitter increment decrement. 


Sorry no source. It's a bit hairy with 2 matrices and the vertice in 
"Freemove" areas. But think about it. Then try it. 


-sean 
--MESSAGE FILE 19208 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000353 


——MESSAGE FILE 19209 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000354 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Camera math 

Date: Tue, 09 Mar 1999 22:23:12 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 16 

Message-ID: <developer—0903992223120001@192.168.0.1> 

References: <799tktSlbf5@scea> <79glguS$mck@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: prol-161.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:354 scee.yaroze.pr 
ogramming.3d_graphics:1258 


Can anyone point me to some documentation that describes what needs to be 


I'm using the book "Virtual Reality Systems" (Addison-Wesley, 

ISBN 0-201-87687-6) as a reference. It was the first book that really got 
me understanding all this matrix stuff. Admittedly it goes into some stuff 
Life isn't precious - | JTait@wyrddreams.demon.co.uk ICO# 17834893 


> 
> 
> 
> 
> 
> 


Another Good/Bad Book is The Visualization Toolkit. No OpenGL but... 
ISBN 0-13-199837-4 


It has C++ examples and Tcl/Tk examples {Kind simlilar to JavaScript} 
But it explains the really wierd math info. 
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-sean 
--MESSAGE FILE 19209 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000354 


——MESSAGE FILE 19210 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000355 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: 10 Mar 1999 20:05:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01be6b31$5791e020S0a3ddec2@sonia> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> <Olbe67ab$4e1c5220S0a3ddec2@sonia> 
<developer-—0903992218440001@192.168.0.1> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:355 scee.yaroze.pr 

ogramming.3d_graphics:1260 


That's really clever! You should expand that solution into a simple example 
- I've never throught of doing it that way and I bet a lot of other users 
haven't either. 


> Use wall detection by cheating. Use the Ordering table and the resulting 
> Z-Sort perspective of the camera, to find the "Closest" to walls, then 
> just do the good old slide. 


—-MESSAGE FILE 19210 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000355 


——MESSAGE FILE 19211 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000356 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <admars@rocketmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Thu, 11 Mar 1999 19:06:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7cdji8$cij22@chuka.playstation.co.uk> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> <Olbe67ab$4e1c5220S0a3ddec2@sonia> 
<developer-—0903992218440001@192.168.0.1> 

NNTP-Posting-Host: ppp-1-12-19.access.telinco.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:356 scee.yaroze.pr 
ogramming.3d_graphics:1264 


Ok cool, cheers, I'll play with that idea over the weekend. 


the problem I'm having at the mo, is that because I'm using the centres of 
the objects (they were created in SoftImage 3D) some objects have parts 
outside the grid. while other behave themselves :) 


At the moment I get funny blobbly effects when blocks merge, 'cos I'm trying 
a 3d array full of Os and 1s approach, which is being more of a pain than it 
should be! 


Chears 

Al 

Sean Kennedy wrote in message 

>Use wall detection by cheating. Use the Ordering table and the resulting 
>Z-Sort perspective of the camera, to find the "Closest" to walls, then 


>just do the good old slide. 
> 


>Remember Q-bert? Or a retro reflective Surface? the closest walls are the 
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>ones closest to the walls you cannot see --» the object you are putting 
>into place. 
>Since your camera is already doing the Z-Sort, you just want to monitor 
that. 

> 

>:) 

> 

>Then it is a vertice check to make sure you do not lose your 3-d object IN 
>the completed Tetris tiles. 

> 

>2-3 walls and a vertice check. Faster than a 4 point vertice check and an 
>overlap jitter increment decrement. 

> 

>Sorry no source. It's a bit hairy with 2 matrices and the vertice in 
>"Freemove" areas. But think about it. Then try it. 

> 

>-sean 


-—-MESSAGE FILE 19211 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000356 


—--MESSAGE FILE 19212 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000357 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: ghost909@yahoo.com (Owes Beck) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Tim Mapping 

Date: Sun, 11 Apr 1999 04:43:15 GMT 

Organization: THE MASTERMINDS 

Lines: 8 

Message-ID: <37102671.15272773@news.scea.sony.com> 
NNTP-Posting-Host: resnet193-123.resnet.buffalo.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 
I have a small problem. When i convert my dxf to rsd and color it in 
rsdtool, it seems that each face of the polygon is broken into 2 
triangles, This is making it dificult for me to add textures because 
instead of just adding a tim to the face i have to add 2 of them which 
are warped because the tim is square and im adding it to the 
triangles. is there any way to fix this problem?? 
—-MESSAGE FILE 19212 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000357 


——MESSAGE FILE 19213 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000358 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Tim Mapping 

Date: Wed, 14 Apr 1999 18:07:04 -0500 

Organization: Ed Federmeyer 

Lines: 23 

Message-ID: <7f£36sk$dnol@scea> 

References: <37102671.15272773@news.scea.sony.com> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Owes Beck wrote in message <37102671.15272773@news.scea.sony.com>... 

> 

>Hi, 

> I have a small problem. When i convert my dxf to rsd and color it in 
>rsdtool, it seems that each face of the polygon is broken into 2 
>triangles, This is making it dificult for me to add textures because 
>instead of just adding a tim to the face i have to add 2 of them which 
>are warped because the tim is square and im adding it to the 
>triangles. is there any way to fix this problem?? 
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Use the "-quad2" option in the dxf2rsd.exe program. 


make quads instead of triangles whenever it can. 


It will try to 


I think the "-e <value>" also is related, in that it allows 
to consider an "error factor" when deciding whether to join 
two triangles into a single quad. I use "-e 0.5", but that 
on your original .DXF model. (I think it actually sets how 
apart points can be and still be considered "the same".) 


the program 


depends 
far 


Good luck, 
EdF 


--MESSAGE FILE 19213 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000358 


——MESSAGE FILE 19214 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000359 


Path: chuka.playstation.c 
From: 
Newsgroups: scea.yaroze.p 
Subject: TOD vs VDF files 
Date: Thu, 13 May 1999 17 
Organization: 
Lines: 14 

Message-ID: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 


<373b0859.230 
209.27 


Content-Transfer-Encoding: 


X-Newsreader: Forte Agent 


Hey All, 
I was wondering, 


file? 
not, 


Is there a convers 
are the file formats 


Finally, 
understand the 
call for .TOD data, 
would that be?) 


sosman@terratron.com 


what is the difference between a 


how would one use 
.ՄՇԲ uses the gteMIMefunc function, 
or does one have to do it by hand? 


o.uk!scea!peter_alau@playstation.sony.com 
(Steven Osman) 
rogramming.3d_graphics 
Չշ 
2:17:48 GMT 


SCEA News Server 


918312@news.scea.sony.com> 
ol. 69 


charset=us-ascii 
7bit 
1.5/32.452 


.TOD and a .VDF 
ion program between the two out there? 
available (I could write one). 


Tf, 


.TOD data to animate an object? I 
is there a similar 
(and how slow 


Thanks for listening to my spew of stupid questions. 


Steven 
——MESSAGE FILE 19214 END: 
3d_graphics/00000359 


net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


—-MESSAGE FILE 19215 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000360 


Path: chuka.playstation.c 
From: sosman@terratron.com 
Newsgroups: scea.yaroze.p 
Subject: Re: TOD vs VDF ք 
Date: Fri, 14 May 1999 13 
Organization: PlayStation 
Lines: 42 

Message-ID: <373c219e.302 
References: <373b0859.230 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 


209.27 


Content-Transfer-Encoding: 


X-Newsreader: Forte Agent 


Okay, 


First off, I did find the 
example (the janken examp 


I've learnt a bit on my own, 
answered, but on the other hand, 


o.uk!news 

(Steven Osman) 
rogramming.3d_graphics 
iles...? 
2:18:29 GMT 
Net Yaroze (SCEE) 
923330@news.playstation.co.uk> 
918312@news.scea.sony.com> 
«91269 


charset=us-ascii 
7bit 
1.5/32.452 


so some of my questions are 
I have others. 


reference to the .TOD data file, and an 
le on the scee site). I've also seen the 
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world-famous dino example for use of a .VDF file. 
Forgetting most of my earlier questions, what I'd like to know is: 


What are the advantages of a .TOD file versus a MIMe file? One caveat 
I can see to using .TOD is that it's not "api assisted" as .VDF. I 
read somewhere that someone said that using the gteMIMefunc was much 
faster than doing the manipulation by hand. Does it stand to reason 
then that gteMIMefunc is faster than the .TOD example because the .TOD 
example does all the manipulation by hand? 


If .VDF is considerably faster, then it may be the better choice. Is 
there a .TOD->.VDF conversion program? If not, does someone have the 
.ՄՇԲ specification that I may write one? 


Thanks again. 
Steven 


On Thu, 13 May 1999 17:17:48 GMT, sosman@terratron.com (Steven Osman) 
wrote: 


>Hey All, 

> 

>I was wondering, what is the difference between a .TOD and a .VDF 
>file? Is there a conversion program between the two out there? If 
>not, are the file formats available (I could write one). 

> 

>Finally, how would one use .TOD data to animate an object? I 
>understand the .VDF uses the gteMIMefunc function, is there a similar 


>call for .TOD data, or does one have to do it by hand? (and how slow 
>would that be?) 

> 

>Thanks for listening to my spew of stupid questions. 

> 

>Steven 
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—-MESSAGE FILE 19215 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000360 


——MESSAGE FILE 19216 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000361 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: TOD vs VDF files...? 

Date: Fri, 14 May 1999 17:27:28 -0500 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 52 

Message-ID: <7hi823Snpp9@chuka.playstation.co.uk> 


References: <373b0859.230918312@news.scea.sony.com> <373c219e.302923330@news.playsta 


tion.co.uk> 

NNTP-Posting-Host: 98A70303.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>What are the advantages of a .TOD file versus a MIMe file? 


A TOD format file is the best format to use if you are making some sort of 


in-game cut scene like you see in Metal Gear Solid. It allows you to 


manipulate cameras, lights and models using time as a measument. It could 


also be used to make things appear out of nowhere and other special effects. 


>Does it stand to reason then that gteMIMefunc is faster than the >.TOD 
example because the .TOD example does all the manipulation >by hand? 


Yes, it is going to be faster because it uses the GTE to transform all of 


the vertecies. This is the method that you would use if you are doing some 


internal animation, or animation of a 3d object not relative to the world 


around it (like walking or whatever). It works with model data only, 
vertecies etc., and not with light location or camera location (or even 
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model location for that matter!) 


>If .VDF is considerably faster, then it may be the better choice. Is 
>there a .TOD->.VDF conversion program? 


Using the above two explinations as a guidline, determine whic is best for 
you to use. I do not think that there is a conversion program due to the 
fact that they deal with two very different types of 3d animation. 


>If not, does someone have the 
>. VDF specification that I may write one? 
> 


I think that VDF stands for Vertex Differential File and was made 
specifically for that project (I am speculating). But the idea behind it is 
very simple because a VDF file uses GteMIME just like you will have to! 
Basically, all you are doing is giving your model a list of vertex position 
changes that are handled throught the GteMIME function. These changes are 
divided into frames and you can keep track of which frame you are on and how 
long it will take to change frames. 

BUT TO MAKE EVERYTHING SIMPLE, I RECOMMEND GOING TO THE SCEE SITE AND 
GETTING CRAIG GARAHAM'S RSDANIM V1.6. IT OUTPUTS A MIME FILE AND IS VERY 
EASY TO USE!! 


>Thanks again. 
> 
>Steven 


Well, I hope that helped a little. 


Nathan Miller 
RyuKi Software 
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—-MESSAGE FILE 19216 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000361 


--MESSAGE FILE 19217 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000362 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: TOD vs VDF files...? 

Date: Sat, 15 May 1999 01:46:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <373dd062.347663303@news.playstation.co.uk> 


tion.co.uk> <7hi823S$npp9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Nathan, 
Thanks for your reply. 
On Fri, 14 May 1999 17:27:28 -0500, "Nathan Miller" <KiRyu@aol.com> 


wrote: 


>>If .VDF is considerably faster, then it may be the better choice. Is 
>>there a .TOD->.VDF conversion program? 


> 
>Using the above two explinations as a guidline, determine whic is best for 
>you to use. I do not think that there is a conversion program due to the 


>fact that they deal with two very different types of 3d animation. 


References: <373b0859.230918312@news.scea.sony.com> <373c219e.302923330@news.playsta 
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Saturn: Never had the urge to play any games on it. Are there any worth 
even renting??? 


Steve Tolin 
titan@vianet.on.ca 


—-MESSAGE FILE 2047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00750 


—-MESSAGE FILE 2048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000751 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Sat, 02 May 1998 03:47:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <354a9698.18715494@www.netyaroze-europe. com> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> 

NNTP-Posting-Host: stu-dialup15.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


As far as I'm aware, there is no need to worry - I dont think the 
mailing has been going long, or if it has many members. Personally, 
the thought of there being anything that detracts from the newsgroups 
makes me shudder. :) Splitting communication won't widen our horizons, 
just penalise those that dont want to be spammed with mail :) 


Robert Swan 


On Fri, 01 May 1998 18:10:13 -0700, Joshua Meeds 
<dreamer@sinclair.net> wrote: 


>What? Are there Yaroze mailing lists? Here's another problem - I've 
>been in the program for a year, this is the first I've heard of it. 
>Admittedly, I'm an SCEA member, but we shouldn't be excluded from 
>mailing lists. I would gladly have signed up for a mailing list long 
>ago, just so I wouldn't miss anything. Now I've missed everything that 
>has gone on in the mailing list to this point, with no way of seeing the 
>info. While I believe that a mailing list isn't really a good idea for 
>this, it has already been going on, so I would like to join it. 


-—-MESSAGE FILE 2048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00751 


--MESSAGE FILE 2049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000752 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: I need help too... 

Date: Sat, 02 May 1998 04:05:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <354a9b68.19948433@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup15.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Im sure this is sooooo dumb, yet... 


Im trying to get the code to allow me to dynamically create tmds to 
work. there seems to be just one problem though, and seeing as my 
knowledge of ansi c and error messages is terrible, i was wondering if 
anyone could help me overcome this compile time error i get. 
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Well, yes and no. I believe that one could write a .TOD to .VDF 
conversion program. Consider this: if the position of one vertex 
changes with respect to another, don't you think that it will change 
with respect to the world? (assuming they didn't all move, which can 
probably be "detected" by fixing one point and taking all other 
positions relative to them). 


>>If not, does someone have the 
>>. VDF specification that I may write one? 


>> 

> 

>I think that VDF stands for Vertex Differential File and was made 
>specifically for that project (I am speculating). But the idea behind it is 


>very simple because a VDF file uses GteMIME just like you will have to! 


Where could I find a spec for a VDF or the MIME format? I'd like to 
try to write a conversion program (not that I'm ignoring your advice, 
just read my next point) 


> BUT TO MAKE EVERYTHING SIMPLE, I RECOMMEND GOING TO THE SCEE SITE AND 
>GETTING CRAIG GARAHAM'S RSDANIM V1.6. IT OUTPUTS A MIME FILE AND IS VERY 
>EASY TO USE!! 


If you had access to Softimage Extreme, wouldn't you rather use it? 
(No offense to Craig intended, from what I've been seeing and reading, 
he gets a lot of props in my book... just that somehow I don't think 
he himself has set out to compete against Softimage :) 


Steven 
—-MESSAGE FILE 19217 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000362 


——MESSAGE FILE 19218 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000363 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: TOD vs VDF files...? 

Date: Sat, 15 May 1999 12:40:41 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7hkbk4$11lu2@chuka.playstation.co.uk> 

References: <373b0859.230918312@news.scea.sony.com> <373c219e.302923330@news.playsta 
tion.co.uk> <7hi823Snpp9@chuka.playstation.co.uk> <373dd062.347663303@news.playstati 
on.co.uk> 

NNTP-Posting-Host: 98A9ECDA.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steven, 


>Well, yes and no. I believe that one could write a .TOD to .VDF 
>conversion program. Consider this: if the position of one vertex 
>changes with respect to another, don't you think that it will change 
>with respect to the world? (assuming they didn't all move, which can 
>probably be "detected" by fixing one point and taking all other 
>positions relative to them). 


Okay, now I understand why you are interested in a conversion program. If I 
remember correctly, Softimage exports a TOD animation file. This would have 
been good info to have for my first response! No, I haven't run across any 
file converter that does what you want it to. Looks like you will have to 
write your own (like most of us end up doing anyway!) 


>Where could I find a spec for a VDF or the MIME format? I'd like to 
>try to write a conversion program (not that I'm ignoring your advice, 
>just read my next point) 


I think Craig Graham has the basics of his MIME file format on his page. I 
haven't looked there in a while, but it used to be there. I am pretty sure 
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it comes with the download of RsdAnim 1.6 if it is not on his site. 
Basically, you can derrive one of your own based on the info on GteMIME. 

You just set up the file to be divided into frames and then set all the diff 
data for each frame (with a header of the number of frames and whatever info 
that you may have) 


>If you had access to Softimage Extreme, wouldn't you rather use it? 

>(No offense to Craig intended, from what I've been seeing and >reading, he 
gets a lot of props in my book... just that somehow I >don't think he 
himself has set out to compete against Softimage :) 


I have played with Softimage and it is cool! I see where you are coming 
from, Softimage has some very good animation tools. I don't think that 
Craig mentioned taking over the 3d animation world....yet! :-) 

Nathan 


-—-MESSAGE FILE 19218 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000363 


--MESSAGE FILE 19219 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000364 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Looking for 3d graphics artist to join net yaroze programming group 
Date: Fri, 21 May 1999 10:49:21 -0500 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <7i3vf0Saps9@scea> 

NNTP-Posting-Host: c747107-a.grind1l.tx.home.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm looking for a freelance 3d graphics artist out there they may be 
interested in joining a netyaroze programming group that me and my friend 
Nathan Miller are starting . If you are interested please email me at 
miltonl2@home.com 


—-MESSAGE FILE 19219 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000364 


——MESSAGE FILE 19220 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000365 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: TOD vs VDF files...? 

Date: Fri, 21 May 1999 22:01:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3745C99D.4098052E@hotmail.com> 

References: <373b0859.230918312@news.scea.sony.com> <373c219e.302923330@news.playsta 
tion.co.uk> <7hi823Snpp9@chuka.playstation.co.uk> <373dd062.347663303@news.playstati 
on.co.uk> <7hkbk4$llu2@chuka.playstation.co.uk> 

NNTP-Posting-Host: nat113.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


I have played with Softimage and it is cool! I see where you are coming 
from, Softimage has some very good animation tools. I don't think that 
Craig mentioned taking over the 3d animation world....yet! :-) 


V V V V V 
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> 

> Nathan 

Hey if you guys figure out how to convert TOD to MIME let me know.. I've got 
access to Soft too, but didn't have the time to mess around with TOD. Soft 


does really help with the texturing process though, alot better than RSDtool or 
RSDanim. 


Later, 
Will 


—-MESSAGE FILE 19220 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000365 


—--MESSAGE FILE 19221 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000366 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: TOD vs VDF files...? 

Date: Fri, 21 May 1999 21:13:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3745ccl14.91289887@news.playstation.co.uk> 

References: <373b0859.230918312@news.scea.sony.com> <373c219e.302923330@news.playsta 
tion.co.uk> <7hi823Snpp9@chuka.playstation.co.uk> <373dd062.347663303@news.playstati 
on.co.uk> <7hkbk4S$11lu2@chuka.playstation.co.uk> <3745C99D.4098052E@hotmail.com> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Will, 


I'll probably be writing a conversion program early next week. I can 
give it to you to play around with once its done. 


The only thing is that TOD is much more encompassing than MIME. The 
trick will be how to nicely segregate the vertex-animation part out of 
a TOD file and if it will be easy enough to use from Softimage (I 
haven't looked at the kind of TOD file that SoftImage generates). 


Steven 


On Fri, 21 May 1999 22:01:18 +0100, will atkin 
<william_atkin@hotmail.com> wrote: 


>> 

>> 

>> I have played with Softimage and it is cool! I see where you are coming 

>> from, Softimage has some very good animation tools. I don't think that 

>> Craig mentioned taking over the 3d animation world....yet! :-) 

>> 

>> Nathan 

> 

>Hey if you guys figure out how to convert TOD to MIME let me know.. I've got 
>access to Soft too, but didn't have the time to mess around with TOD. Soft 


>does really help with the texturing process though, alot better than RSDtool or 
>RSDanim. 

> 

>Later, 

> 

>Will 


-—-MESSAGE FILE 19221 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000366 


—--MESSAGE FILE 19222 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000367 
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Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: TOD vs VDF files...? 

Date: Sat, 22 May 1999 05:09:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <37462E0F. 8CE93282@hotmail.com> 

References: <373b0859.230918312@news.scea.sony.com> <373c219e.302923330@news.playsta 
tion.co.uk> <7hi823Snpp9@chuka.playstation.co.uk> <373dd062.347663303@news.playstati 
on.co.uk> <7hkbk4S$11lu2@chuka.playstation.co.uk> <3745C99D.4098052E@hotmail.com> <374 
5cc14.91289887@news.playstation.co.uk> 

NNTP-Posting-Host: nat12.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Cool! Thanks Steven, 
Let me know how it goes. I'll be waiting!! 
Will 


Steven Osman wrote: 


Will, 


I'll probably be writing a conversion program early next week. I can 
give it to you to play around with once its done. 


The only thing is that TOD is much more encompassing than MIME. The 
trick will ԵՏ how to nicely segregate the vertex-animation part out of 
a TOD file and if it will be easy enough to use from Softimage (I 
haven't looked at the kind of TOD file that SoftImage generates). 


Steven 


VVVVVVVVVV VV 


—-MESSAGE FILE 19222 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000367 


——MESSAGE FILE 19223 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000368 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Quaternion 2 Matrix ... 

Date: Sun, 23 May 1999 21:04:04 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <7i9jkpSlicl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 33-150.H.dial.o-tel-o.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi guys, I have a little question about the Matrix-Format, the Yaroze uses 


I use my routines (working with Direct3D and little modified for OpenGL) to 
store some AnimationKeys using Quaternions. 


The Problem is, if I use the standart Quaternion2Matrix function on the 
Yaroze, the result RotationMatrix does not the same as on DirectX or OpenGL, 
it rotates sometimes not correct !! 


I checked all, the code to store, the result and so on and know I’m thinking 
about that the Yaroze uses the Matrix not the same as on Direct3D or OpenGL 
does anyone know this Problem or does anyone tried to store AnimKeys 

using Quaternions on the PSX ?? 


Or is it possible that the Matrix works not correct because of the inverse Y 
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22 


OK, here look at the Code right now 


#define ONEsgqr 16777216 // ONE * ONE 


void Quaternion2Matrix(QUAT* quat, MATRIX* M) 


long wx, WY, WZ, XX, yy, YZ, Xy, XZ, 22, 22, y2, 22; 


x2 = quat->x + quat-—>x; 
y2 = quat->y + quat-—>y; 
22 = quat->z + quat-—>z; 


xx = quat->x * x2; 
xy = quat->x * y2; 
xz = quat->x * 22; 


yy = quat->y * y2; 
yz = quat->y * 22; 


22 = quat->z * 22; 

wx = quat->w * x2; 

wy = quat->w * y2; 

wz = quat->w * 22; 

M->m[0] [0] = (ONEsqr - (yy + 22)) / ONE; 
M->m[0] [1] = (xy + wz) / ONE; 

M->m[0][2] = (xz - wy) / ONE; 

M->m[1][0] = (xy - wz) / ONE; 

M->m[1][1] = (ONEsqr - (xx + zz)) / ONE; 
M->m[1][2] = (yz + wx) / ONE; 

M->m[2] [0] = (xz + wy) / ONE; 

M->m[2] [1] = (yz - wx) / ONE; 

M->m[2][2] = (ONEsqr - (xx + yy)) / ONE; 
M->t[0] = 0; 

M->t [1] = 0; 

M->t[2] = 0; 


OK, thanks, Bye MT 
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—-MESSAGE FILE 19223 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000368 


——MESSAGE FILE 19224 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000369 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: "Michael Hough" <mhough@stanford.edu> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Quaternion 2 Matrix 

Date: Sun, 23 May 1999 13:37:32 -0700 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <7i9p8eShd3@scea> 

References: <7i9jkp$licl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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Markus Tesche <m.tesche@blup.de> wrote in message 
news: 7i9jkp$licl7@chuka.playstation.co.uk... 


> M->m[0] [0] = (ONEsqr - (yy + zz)) / ONE; 
> M->m[0] [1] = (xy + wz) / ONE; 

> M->m[0][2] = (xz - wy) / ONE; 

> 

> M->m[1][0] = (xy - wz) / ONE; 

> M->m[1][1] = (ONEsqr - (xx + zz)) / ONE; 
> M->m[1][2] = (yz + wx) / ONE; 

> 

> M->m[2] [0] = (xz + wy) / ONE; 

> M->m[2][1] = (yz - wx) / ONE; 

> M->m[2][2] = (ONEsqr - (xx + yy)) / ONE; 
> 

> M->t[0] = 0; 

> M->t[1] = 0; 

> M->t[2] = 0; 

2 Y). 

> 

> OK, thanks, Bye MT 


I was having a similar problem. I ran through the math a while ago, and 


it looks like you need to flip the signs on your (xy + wz) etc. terms: 
m->m[0] [0] = 4096 - (yy + zz); 
m->m[0] [1] = xy - wz; 
m->m[0][2] = xz + wy; 
m->m[1 0 = xy + wz; 
m->m[1] [1] = 4096 - (xx + zz); 
m->m[1][2] = yz - wx; 
m->m[2] [0] = xz - wy; 
m->m[2] [1] = yz + wx; 
m->m[2] [2] = 4096 - (xx + yy); 


This seems to be working for me. 


mike 


—-MESSAGE FILE 19224 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000369 


--MESSAGE FILE 19225 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000370 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Quaternion 2 Matrix ... 

Date: Sun, 23 May 1999 23:18:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7i9rjf$licl8@chuka.playstation.co.uk> 

References: <7i9jkpSlicl7@chuka.playstation.co.uk> <7i9p8eShd3@scea> 
NNTP-Posting-Host: 33-151.H.dial.o-tel-o.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Mike, at first thanks for posting 


But shit it dosn’t looks correct !!! 


Do you have some other suggestions ?? 


Bye MT 


—-MESSAGE FILE 19225 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000370 


Net Yaroze newsgroups message dump.txt Page 12977 


——MESSAGE FILE 19226 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000371 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Quaternion 2 Matrix 

Date: Sun, 23 May 1999 14:38:20 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <7i9sqdShd4@scea> 

References: <7i9jkp$licl7@chuka.playstation.co.uk> <7i9p8eShd3@scea> <7i9rjfSlicl8@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Where are you getting your quaternions from? 


I had some problems because I used to use RotMatrix() to generate my 
rotations, and it rotates in z,y,x order rather than the x,y,z order my 
quaternions used to use. But if your problems aren't coming from there, I 
don't have any real ideas. 


What sort of problems are happening? 


mike 


—-MESSAGE FILE 19226 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000371 


--MESSAGE FILE 19227 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000372 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Quaternion 2 Matrix ... 

Date: Mon, 24 May 1999 11:57:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <7ib7u5S$sfd3@chuka.playstation.co.uk> 

References: <7i9jkp$licl7@chuka.playstation.co.uk> <7i9p8eShd3@scea> <7i9rjfSlicl8@c 
huka.playstation.co.uk> <7i9sqd$hd4@scea> 

NNTP-Posting-Host: 33-144.H.dial.o-tel-o.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Mike, let me tell you 
Michael Hough schrieb in Nachricht <7i9sqd$hd4@scea>... 


>Where are you getting your quaternions from? 


OK, I wrote a little Program which uses DirectX Files that includes 
animations into TMD Files liked together to one File and adding the 
fixedpoint Animationdata to them. 


That works really nice, I tooh the IDirect3DRMFrame TransformationMatrix to 
get the Translation, the Scaling and the Quaternion from the rotation. Thats 
works very well, if I play my playback the AnimFile under Direct3DRM, I 


generate the TransformationMatrix from the Quaternion like this one I stored 
before, the adding the Scaling and the Translation. Looks good ! 


Now my problem is that on the psx the y-coordinate is inverse the DirectX, 
ok I solved that by using a negativ y-scaling. 


On the PSX I generate the RotationMatrix from the Quaternion from like in my 
firt posting an thean I’m going to do this: 
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MATRIX* tempMatrixl; 


// scale the Matrix 
tempMatrixl = ScaleMatrix(rotationMatrix, scaleVector); // The 
Rotation Matrix generated from the Quaternion 


// Now scaled 
// set position by absolute coordinates 

tempMatrixl->t[0] = translationVector->vx; 
// And translated 
tempMatrixl->t[1] 
tempMatrixl->t[2] 


translationVector->vy; 
translationVector->vz; 


// assign new matrix to coordinate system 
coordSystem->coord = *tempMatrixl; 


That all looks good but for some Rotationstates the rotation looks very 


° 


wrong. I tried may objects, 90 % looks complete and good but the rest had 


show some rotation errors ... hmm bad, ok after that I used the AnimFile to 
OpenGL, works great so what the hell is wrong on my Quaternions, oh I 
forget, my rotaions are all Unit Quaternions ... I thought about the problem 


like you also suggest concerning the y-Axis 


>I had some problems because I used to use RotMatrix() to generate my 
>rotations, and it rotates in z,y,x order rather than the x,y,z order my 
>quaternions used to use. 


OK, at first how you used RotMatrix don’t you convert your quaternion 
directly to the Matrix ?? 


If I convert directly to the RotationMatrix, I think the rotationorder is 
X-Y-Z but for the GTE thats isn’t interesting couse the GTE does applies 
only the Matrix to the Objects coords I think ( I hope) 


So whats wrong, I used many sign combinations but that one I stored 
generates less of errors ... But thats not ok 


OK, yes hmm I hope thats a better explanation of the Problem 


Bye MT 


—-MESSAGE FILE 19227 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000372 


——MESSAGE FILE 19228 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000373 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Quaternion 2 Matrix ... 

Date: Mon, 24 May 1999 10:07:40 -0700 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <7iclan$2j2@scea> 

References: <7i9jkp$licl7@chuka.playstation.co.uk> <7i9p8eShd3@scea> <7i9rjfSlicl8@c 
huka.playstation.co.uk> <7i9sqd$hd4@scea> <7ib7u5Ssfd3@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Markus Tesche <m.tesche@blup.de> wrote in message 
news: 7ib7u5S$sfd3@chuka.playstation.co.uk... 


> > OK, at first how you used RotMatrix don’t you convert your quaternion 
> directly to the Matrix ?? 
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Sorry, I should have been clearer. The older version of my program used 
RotMatrix() on PSX to generate its rotation matrices; when switched over and 
wrote routines that converted x,y,z angles -» quaternion -» matrix, I had to 
be careful about the order for that first conversion. But you've generated 
your quaternions outside of the PSX, so that shouldn't apply. 


Hmm. Unfortunately, I don't see anything that could be causing a problem. 
I assume you've taken care of the endian thing when going from PC to PSX? 
You're using unit quaternions; that's all I can think of, really. 


If you do figure it out, let me know; I'm curious now. 


mike 


—-MESSAGE FILE 19228 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000373 


—--MESSAGE FILE 19229 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000374 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Quaternion 2 Matrix 

Date: Tue, 25 May 1999 01:55:59 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7Vicp3bS$sfd18@chuka.playstation.co.uk> 

References: <7i9jkp$licl7@chuka.playstation.co.uk> <7i9p8eShd3@scea> <7i9rjfSlicl8@c 
huka.playstation.co.uk> <7i9sqdShd4@scea> <7ib7u5S$sfd3@chuka.playstation.co.uk> <7ic 
lan$2j2@scea> 

NNTP-Posting-Host: 33-58.H.dial.o-tel-o.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Mike, 


Hmm yes I think it’s a problem how the Libps functions multiplies the Matrix 
with Vertices 


Maybe some guys of Sony can tell me what could be wrong here at this point 
I think one one to figure it out could be to store some simple rotations and 


try to rotate a Vector by using the ApplyMatrix function, do the same on PC 
and look if this could really be the Problem 


What else could be done, don’t know ! I think I checked all other errors 
that there everthing works fine! 


Then I’m going to try this ... I ll let you know if there is something 
positive .... (or not :) 
OK, Bye MT 


—-MESSAGE FILE 19229 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000374 


--MESSAGE FILE 19230 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000375 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Re: Looking for 3d graphics artist to join net yaroze programming group 
Date: Mon, 24 May 1999 19:45:53 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <7ics13$27j4@scea> 

References: <7i3vf0Saps9@scea> 
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NNTP-Posting-Host: c747107-a.grind1l.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Terry Arnold <kingswoo@gte.net> wrote in message news: 7i3vf0Saps9@scea... 

> I'm looking for a freelance 3d graphics artist out there they may be 

> interested in joining a netyaroze programming group that me and my friend 
> Nathan Miller are starting . If you are interested please email me at 

> milton1l2@home.com 

> 

> 


instead of the above address use watanm@geocities.com 


-—-MESSAGE FILE 19230 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000375 


——MESSAGE FILE 19231 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000376 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: TOD -» VDF Conversion 

Date: Tue, 25 May 1999 21:26:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <374c146b.437488515@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Sadly, there really is no way to convert from TOD file data to VDF 
data. 


Though SoftImage will export animation data in TOD format, this data 
does not contain manipulation at the vertex level, alas, another 
approach will be necessary. 


SoftImage DOES, however, have several export options, including an 
"Ascii" export option. I'm considering converting that ASCII format 
into a collection of 


1. RSD 
2. TOD 
3. VDF 


Or, at least RSD and VDF. 


Anyone interested? Any suggestions for a different approach? (once 
again, I am familiar with Craig's RSDAnim, and I think it's a nice 
piece of software, but I'm looking to leveraging some of the more 


professional 3D Graphics applications). I should look into whether 
SoftImage has a .MAX export -- I could kill two birds with one stone 
(though, it would have to use the lower common denominator -- i.e. 


MAX's features only, so it may not be the best idea). 

Steven 

—-MESSAGE FILE 19231 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000376 


——MESSAGE FILE 19232 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000377 


Net Yaroze newsgroups message dump.txt 


// **** Global variables 


#define SizeTMD_Header 
#define SizeTMD_Object 
#define SizePRIM_Header 
#define SizeTMD_3_Flat 
#define SizeVertex 
#define SizeNormal 
#define SizePadding 


const int SizeWorkSpace = 


SizeTMD Header + 
SizeTMD_Object + 
SizePRIM_ Header + 
SizeTMD_3 Flat + 


(SizeVertex*4) 
(SizeNormal*4) 
SizePadding; 


static u_char WorkSpace[SizeWorkSpace]; 


but this leads to the error as follows 


TMD_Header) 
TMD_Object) 
PRIM _ Header 
TMD_3_Flat) 


sizeof 
sizeof 
sizeof 
sizeof 


( 
( 
( ) 
( 


anana 


) 
) 
) 
) 


(sizeof (Vertex) ) 
(sizeof (Normal) ) 
(20) 


// error here 


variable-size type declared outside of any function 


I think I know what this means, 


but surely it shouldnt happen when Im 


defining the size of the array based on a const? Im sure this is a 
really simple problem, and I hope you can help! 


Robert Swan 
rsl108@mdx.ac.uk 


http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 2049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00752 


-—-MESSAGE FILE 2050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000753 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best console games... 

Date: Sat, 02 May 1998 00:48:54 GMT 
Organization: SCEA News Server 


Lines: 19 


Message-ID: <354a6ab3.64884051@news.scea.sony.com> 
References: <3549C8BA.338@saqnet.co.uk> <6idbsaSlbr6@chuka.playstation.co.uk> <354a4 


e7a.251227@www.netyaroze-europe. com> 


NNTP-Posting-Host: client-—151-198-130-2.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>I want to make my opinion known about ff7. Its a rubbish game, but a 


>lovely interactive story :) Am I the only one who thinks about it? Am 


>I also the only one who thought the game too easy? ah well... 


I would rather have had less pretty backgrounds that were more 


interactive... 


Easy, eh?!? Did you kill the Ocean and the Desert Weapons? It took 


me three weeks to kill the Ocean Weapon, 
quicker becauise of all the power-uping 


Desert Weapon, which only fell 


I did to kill the Ocean dude... 


and another week to kill the 


I had to have that Master Summon 


Materia, and since I never found Knights of the Round, that was the 


only way. 


BTW, if you did and found it easy, 


my hats off to you, you are a 


far better gamer than me. Those were the toughest bosses I ever faced 


in twenty years of playing games, 
frustrating, but outrageously fun weeks. 


-Matt 


I'll never forget those three long, 


--MESSAGE FILE 2050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00753 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Collision Detection 

Date: Tue, 1 Jun 1999 20:08:31 -0500 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <7j20bq$3u62@scea> 

NNTP-Posting-Host: c747107-a.grind1l.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Does anyone know how to do 3d collision detection on the yaroze ? 


12981 


—-MESSAGE FILE 19232 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000377 


—--MESSAGE FILE 19233 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000378 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Collision Detection 

Date: Wed, 2 Jun 1999 12:31:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7j4808Sm4q1l0@chuka.playstation.co.uk> 
References: <7j20bq$3u62@scea> 

NNTP-Posting-Host: VIP-203-139.vip.uk.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've dome some for a 3d Tetris style game I'm working on. 

I created a 3d array, and filled it with Os. Then if an object goes into 
that cube in the array, I put a 1 there. This was fairly simple for my game, 
cos all of the blocks are made of similar size cubes. 


Not quite sure how you'd go about checking vertices to do proper bounding 
box or something. 


If you want more details of what I did I can either post or email more info. 


AL 


http://www.geocities.com/SunsetStrip/Palms/3657 


Terry Arnold wrote in message <7j20bq$3u62@scea>... 

>Does anyone know how to do 3d collision detection on the yaroze ? 
> 

> 


—-MESSAGE FILE 19233 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000378 


—-MESSAGE FILE 19234 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000379 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Re: Collision Detection 

Date: Thu, 3 Jun 1999 18:43:48 -0500 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 16 

Message-ID: <7j741v$9662@chuka.playstation.co.uk> 
References: <7 j20bq$3u62@scea> 

NNTP-Posting-Host: 98AABD90.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Terry Arnold wrote in message <7j20bqS3u62@scea>... 

>Does anyone know how to do 3d collision detection on the yaroze ? 
> 

> 


You can do it like 2d collision, but instead of a box you use a cube. You 
can also use bounding spheres, basically you hold the center of the sphere 
and that radius. When you test two spheres against eachother, you do a 
basic distance formula. You can do a combo of both called a bounding 
cylinder, don't have the time to go into that one, but is a combo of the two 
tests 


Nathan Miller 


—-MESSAGE FILE 19234 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000379 


——MESSAGE FILE 19235 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000380 
Path: chuka.playstation.co.uk!news 
From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Local->Parent->World Coords calculations- HELP!!! 
Date: Wed, 25 Aug 1999 02:20:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 80 
Message-ID: <37C344C7.4D97924D@mcneish. freeserve.co.uk> 
NNTP-Posting-Host: tnt-10-202.easynet.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 865E3BD8A359A4F35688AE15" 
X-Mailer: Mozilla 4.6 [en] (Win98; I) 
X-Accept—-Language: en 
X-Priority: 1 (Highest) 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1392 scea.yaroze.p 
rogramming.3d_graphics: 380 


8 65E3BD8A359A4F35688AE15 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello All, 


I have been working on the AI for my game and have come to a bit of a 
dead-end. 


I have a player that has several child coordinate systems attached to 
it, ie their parent system is that of the player, and I am trying to get 
the world coordinates of these points. 


After browsing this group I read that I should be using GsGetLw followed 
by ApplyMatrix but how???? 


It is probably a straight forward process but I am missing something 
simple but what??? 


I also read the Matrix and Vector tutorial and it included the following 
function psuedo code 


LocalToWorldMatrix(X) { 
if super == WORLD 
return X.matrix; 
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else 
return X.matrix * LocalToWorldMatrix(X.super) ; 


} 
What does that mean? 


This is the corner stone of my AI design and I would appreciate some 
help as this could lead to a job. 


Bruce 


CoolFusion Developments 
http://www.netyaroze-europe.com/~bmcneish 


865E3BD8A359A4F35688AE15 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Hello All, 

<p>I have been working on the AI for my game and have come to a bit of 

a dead-end. 

<p>I have a player that has several child coordinate systems attached to 
it, ie their parent system is that of the player, and I am trying to get 
the world coordinates of these points. 

<p>After browsing this group I read that I should be using GsGetLw followed 
by ApplyMatrix but how???? 

<p>It is probably a straight forward process but I am missing something 
simple but what??? 

<p>I also read the Matrix and Vector tutorial and it included the following 
function psuedo code 

<p><i>LocalToWorldMatrix(X) {</i> 
<br><i>énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; if super == WORLD</i> 
<br><i>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; &nbsp; 
return X.matrix;</i> 

<br><i>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; else</i> 

<br><i>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &nbsp; 
return X.matrix * LocalToWorldMatrix(X.super) ;</i> 

<br><i>}</i> 

<p>What does that mean? 

<p>This is the corner stone of my AI design and I would appreciate some 
help as this could lead to a job. 

<p>Bruce 

<p> 
<br> | CoolFusion Developmentsénbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &énbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; 


<br>| <A HREF="http://www.netyaroze-europe.com/~bmcneish|">http://www.netyaroze-euro 
pe.com/~bmcneish|</A> 
<br> </html> 


8 65E3BD8A35 9A4F35688AE15-—- 


-—-MESSAGE FILE 19235 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000380 


—-MESSAGE FILE 19236 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000381 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Local->Parent-—>World Coords calculations- HELP!!! 

Date: Wed, 25 Aug 1999 23:29:37 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 255 

Message-ID: <7q0k3m$61p18@chuka.playstation.co.uk> 

References: <37C344C7.4D97924D@mcneish. freeserve.co.uk> 

NNTP-Posting-Host: p42-max3.wlg.ihug.co.nz 
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Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0013_01BEEF51.B221C6A0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1397 scea.yaroze.p 

rogramming.3d_graphics:381 


This is a multi-part message in MIME format. 
Sas =_NextPart_000_0013_01BEEF51.B221C6A0 
Content-Type: text/plain; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 
Hi Bruce, 
In order to find the world coordinates of a child object itself you only = 
need to make the call to GsGetLw similar to below 


MATRIX temp_matrix; 


GsGetLw(&child_coord2, &temp_matrix); 
// where child_coord2 is the child objects GSCOORDINATE2 structure 


world_x =3D temp_matrix.t[0]; 
world_y =3D temp_matrix.t[1]; 
world_z =3D temp_matrix.t[2]; 


ApplyMatrix can be used to change coordinates (or direction vectors) in 
child space to coordinates in world space similar to below 


MATRIX temp_matrix; 


GsGetLw(&child_coord2, &temp_matrix); 
ApplyMatrixLV( &temp_matrix, &o0ffset, &result); 
// where offset is a positional (or directional) vector in child space 


world_x =3D result.vx; 
world_y =3D result.vy; 
world_z =3D result.vz; 


The psuedo code is basically demonstrating that you can find the local = 
to world transformation matrix by multiplying the local matrix with the = 
matrices of all the parents in the coordinate system hierarchy. The = 
line 


return X.matrix * LocalToWorldMatrix(X.super) ;=20 


is really the key as you will see the function calls itself to multiply = 
the local matrix by the local matrix of the immediate parent. Through = 
recursion this will create a string of matrix multiplications, stopping = 
when it finds a parent whose own parent is the world (or WORLD in Yaroze = 
speak) via the test =20 


if super =3D=3D WORLD=20 
return X.matrix;=20 


Hope this helps, 
Mario 
SIDHE INTERACTIVE 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 
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Bruce McNeish <bruce@mcneish.freeserve.co.uk> wrote in message = 
news :37C344C7.4D97924D@mcneish.freeserve.co.uk... 

Hello All,=20 

I have been working on the AI for my game and have come to a bit of a = 
dead-end. =20 


I have a player that has several child coordinate systems attached to = 
it, ie their parent system is that of the player, and I am trying to get = 
the world coordinates of these points.=20 


After browsing this group I read that I should be using GsGetLw = 
followed by ApplyMatrix but how????=20 


It is probably a straight forward process but I am missing something = 
simple but what???=20 


also read the Matrix and Vector tutorial and it included the = 
following function psuedo code=20 


LocalToWorldMatrix(X) {=20 
if super =3D=3D WORLD=20 
return X.matrix;=20 
else=20 
return X.matrix * LocalToWorldMatrix(X.super) ;=20 


}=20 
What does that mean?=20 


This is the corner stone of my AI design and I would appreciate some = 
help as this could lead to a job.=20 


Bruce=20 
20 
CoolFusion Developments |=20 
http: //www.netyaroze-europe.com/~bmcneish|=20 
20 


Seas =_NextPart_000_0013_01BEEF51.B221C6A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2614.3401" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffFff> 

<DIV><FONT face=3DArial size=3D2>Hi Bruce, </FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>In order to find the world coordinates = 
of a child=20 

object itself you only need to make the call to GsGetLw similar to=20 
below</FONT></DIV> 

DIV>&nbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV><FONT face=3DArial size=3D2>MATRIX temp_matrix; <BR></FONT></DIV> 
IV><FONT face=3DArial size=3D2>GsGetLw(&amp; child_coord2,=20 

mp; temp_matrix) ;</FONT></DIV> 

IV><FONT face=3DArial size=3D2>// where child_coord2 is the child = 
jects=20 
COORDINATE2 structure</FONT></DIV> 
IV>é&nbsp; </DIV> 

IV><FONT face=3DArial size=3D2>world_x =3D 
mp_matrix.t[0];</FONT></DIV> 
IV><FONT face=3DArial size=3D2> 
IV><FONT face=3DArial size=3D2>world_y =3D 


NAAAAQDVOARAAAA 
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temp_matrix.t[1];</FONT></DIV> 

DIV> 

IV><FONT face=3DArial size=3D2>world_z =3D = 
mp_matrix.t[2];</FONT></DIV> 

IV>énbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV>ApplyMatrix can be used to change coordinates (or direction = 
ctors) in=20 

ild space to coordinates in world space similar to below</DIV> 
IV>é&nbsp; </DIV> 

IV><FONT face=3DArial size=3D2>MATRIX temp_matrix;<BR></FONT><FONT = 
ace=3DArial=20 
ize=3D2></FONT></DIV> 
DIV><FONT face=3DArial size=3D2>GsGetLw (&amp; child_coord2,=20 

amp; temp_matrix) ;</FONT></DIV></DIV> 

DIV> 

DIV>ApplyMatrixLV( éamp;temp_matrix, éamp;offset, samp; result) ;</DIV> 
DIV>// where offset is a positional (or directional) vector in child=20 
pace</DIV> 

DIV>&nbsp; </DIV> 

DIV> 

DIV><FONT face=3DArial size=3D2>world_x =3D result.vx;</FONT></DIV> 
DIV><FONT face=3DArial size=3D2> 
D 
D 
D 
e 
D 
D 


Joro D. D O: D 0. U 


IV><FONT face=3DArial size=3D2> 
IV><FONT face=3DArial size=3D2>world_y =3D result.vy; 

IV><FONT face=3DArial size=3D2>world_z =3D=20 
sult.vz;</FONT></DIV></FONT></DIV></FONT></FONT></DIV></DIV></DIV> 
IV>&nbsp;</DIV> 

IV>&nbsp;</DIV> 

DIV>The psuedo code is basically demonstrating that you can find the = 
local to=20 

world transformation matrix by multiplying the local matrix with the = 
matrices of=20 

all the parents in the coordinate system hierarchy.&nbsp; The line</DIV> 
<DIV>&nbsp; </DIV> 
<DIV><I>return X.matrix * LocalToWorldMatrix(X.super);</I> <BR></DIV> 
<DIV>is really the key as you will see the function calls itself to = 
multiply the=20 

local matrix by the local matrix of the immediate parent .&nbsp; Through=20 
recursion this will create a string of matrix multiplications, stopping = 
when it=20 

finds a parent whose own parent is the world (or WORLD in Yaroze speak) = 
via the=20 


AKRABAAAAAAADAAARADMAAQASAAAACTAA 


testénbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><I>if super =3D=3D WORLD</I>énbsp; <BR><I>é&nbsp; &énbsp; &énbsp; return=20 
X.matrix;</I> <BR></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>Hope this helps, </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>Mario</DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>SIDHE INTERACTIVE<BR><A=20 
href=3D"mailto:mario@sidhe.co.nz">mario@sidhe.co.nz</A><BR><A=20 
href=3D"http://www.sidhe.co.nz">http://www.sidhe.co.nz</A><BR></DIV> 
<DIV>énbsp; </DIV></DIV></FONT></DIV> 

<BLOCKQUOTE=20 


style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>Bruce McNeish &1t;<A=20 


href=3D"mailto:bruce@mcneish.freeserve.co.uk">bruce@mcneish.freeserve.co. 
uk</A>&gt;=20 
wrote in message <A=20 


href=3D"news:37C344C7.4D97924D@mcneish.freeserve.co.uk">news:37C344C7.4D9 
7924D@mcneish. freeserve.co.uk</A>...</DIV>Hello=20 

All1,=20 

<P>I have been working on the AI for my game and have come to a bit of 
a=20 

dead-end.=20 


12986 
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<P>I have a player that has several child coordinate systems attached = 
to it,=20 

ie their parent system is that of the player, and I am trying to get = 
the world=20 

coordinates of these points.=20 

<P>After browsing this group I read that I should be using GsGetLw = 
followed by=20 

ApplyMatrix but how????=20 

<P>It is probably a straight forward process but I am missing = 
something simple=20 

but what???=20 

<P>I also read the Matrix and Vector tutorial and it included the = 
following=20 

function psuedo code=20 

<P><I>LocalToWorldMatrix(X) {</I>=20 

<BR><I>é&nbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; if super =3D=3D 
WORLD</I>=20 


<BR><I>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp;= 
=20 
return X.matrix;</I> <BR><I>énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 


else</I>=20 


<BR><I>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
=20 
return X.matrix * LocalToWorldMatrix(X.super) ;</I> <BR><I>}</I>=20 
<P>What does that mean?=20 
<P>This is the corner stone of my AI design and I would appreciate = 
some help=20 
as this could lead to a job.=20 
<P>Bruce=20 
<P> <BR>| CoolFusion=20 


Developmentsé&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &= 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; ճոՀ 
bsp; &nbsp; &énbsp; énbsp; &énbsp; &énbsp; =20 

| <BR>| <A=20 


href=3D"http://www.netyaroze-europe.com/~bmcneish|">http://www.netyaroze-= 
europe.com/~bmcneish|</A>=20 

<BR> 20 
</P></BLOCKQUOTE></BODY></HTML> 


—_———— =_NextPart_000_0013_01BEEF51.B221C6A0-- 


—-MESSAGE FILE 19236 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000381 


——MESSAGE FILE 19237 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000382 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3D Splines 

Date: Tue, 02 Nov 1999 22:39:33 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <381FAE75.BD3A3572@surfsouth. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 01-vald-00f.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:382 scee.yaroze.pr 
ogramming.3d_graphics:1425 


I will be working on a 3D raceing game, but I need to do my research on 
3D environments first. The "Blaze of Glory" 3D engine won't work for 
this game, and I wanted to experement with other engines. The 3D system 
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in "Hover Raceing" is awesome, and after playing it for a while, I came 
to the conclusion that it uses 3D splines to create it's tracks. I've 
done stuff with dynamic TMD's, so making the TMD shouldn't be a prob - 
the splines though are gonna be my prob. 


Does anyone have any information on how splines work, and/or how to 
implement them with code? 


Another system that I wanted to consider would be making the entire 3D 
world in a program like 3D Studio and then using that as the race track. 
That's all good, but I have no idea how I would implement colision 
detection. 


any help would be appreciated. 


"darco 

darco@bigfoot.com 

—-MESSAGE FILE 19237 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000382 


——MESSAGE FILE 19238 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000383 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Splines 

Date: Thu, 4 Nov 1999 21:46:15 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7vsup4$3c61@chuka.playstation.co.uk> 

References: <381FAE75.BD3A3572@surfsouth. com> 

NNTP-Posting-Host: asnl-166.mcmail.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:383 scee.yaroze.pr 
ogramming.3d_graphics:1427 


Hi there, 


I don't know if you're on about my racing game or not (the one with 
untextured buildings and reflection mapped hovercraft), but I'll tell you 
how I did the track design anyway. Each segment on the track has three 
variables associated with it which control its orientation relative to the 
previous segment. The first is the angle left / right which is used not 
surprisingly to control the tighness of each corner. The other two control 
the height of the left and right edges of the segment relative to the 
previous edge. Thus if one is greater than the other, the track will begin 
to bank and if they are both the same, the track will form a hill. It's 
pretty difficult to explain, and I'm not the best person in the world at 
explaining things (it once took me four e-mails to explain the difference 
between a pointer and a variable to someone). 


did splines once long, long ago when I had an Acorn (used to texture the 
winning tunnel challenge entry, Acorn User fans) but unfortunately I no 
longer have the source code. I do remember that I spent a good afternoon 
trying to solve simulatious equations with four unknowns with only a GSCE 
level knowledge of maths. Ouch! 


Cheers, 
Tom 


—-MESSAGE FILE 19238 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000383 


——MESSAGE FILE 19239 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000384 
Path: chuka.playstation.co.uk!news 
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From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Splines 

Date: Thu, 4 Nov 1999 23:54:11 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <7vt698S3c62@chuka.playstation.co.uk> 

References: <381FAE75.BD3A3572@surfsouth.com> 

NNTP-Posting-Host: asn16-158.mcmail.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:384 scee.yaroze.pr 
ogramming.3d_graphics:1428 


Hello again, 


I've been having a quick poke through some of my old textbooks and I found a 
partial answer to you question in a book by AK Dewdney called "The New 
Turing Omnibus". It's packed full of pointless mathematical things like 
logic, fractals and things. Anyway here's the important stuff... 


A spline is a cubic equation which can be thought of as a point moving 
through space for a time t (this is taken over the range 0..1 for 
Simplicity). The equations are: 


x(t) = ax + bx*t Հ cx*(t*2) + dx*(t%3) 
y(t) = ay + by*t + cy*(t*2) + dy*(t%3) 
z(t) = az + bz*t + cz*(t*2) + dz*(t%3) 


I'll just cover how to find a pratial solution for the x(t) equation as it's 
more or less the same for y(t) and z(t). The curve is defined by the 
position of the two end points (at t=0 and t=1) and their respective 
gradients. The equation of the gradients can easily be found: 


let x(t) now be: 
x(t) =a + Drt + c*(t%2) + A*(t%3) 


then dx(t) is: 
Վ (ե) = b + 2*ë*t + 3*d* (Ե՞2) 


To get a solution, we can find the values of a, b, c and d by taking the 
values of x(t) and dx(t) and t=0 and t=1: 


x(0) =a 

dx(0) =b 

x(1) =a +b + ՇՀ 
dx(1) = b + 2*c + 3*d 


Simple or what? Now according to Mr Dewdney the values of a, b, c and d are 
as follows: 


a = x(0) 

b = dx(0) 

c = 3*(x(1) - x(0)) - 2*dx(0) - dx(1) 
a 2*(x(0) - x(1)) + dx(0) + dx(1) 


I don't know how he got here, probably with some insanely complex maths but 
I trust his maths more than mine. Now then, you have the values of x(0) and 
x(1) (they're the end point values) and so the shape of the curve is now 
defined by the gradients at these endpoints. Here's where the trouble lies. 
All I know about finding the gradients is that the gradient of xi(1) should 
be the same as the gradient of xit+1(0). In other words, the 2 gradients that 
each point on your track must be the same to give a smooth edge. I'll try 
writing a PC program tomorrow to see how the gradient values affect the 
shape of the curve. I've a sneaking suspicion that the gradient values may 
be the coordinates of the other two control points, but I could be wrong. 


Hope this helps (and that someone else knows more than I do on this subject) 


Cheers, 
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Tom 


—-MESSAGE FILE 19239 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000384 


—-MESSAGE FILE 19240 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000385 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Splines 

Date: Thu, 11 Nov 1999 18:50:18 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <80fhof$Slhe5@scea> 

References: <381FAE75.BD3A3572@surfsouth.com> 

NNTP-Posting-Host: nwcsts12c69.nbnet.nb.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:385 scee.yaroze.pr 
ogramming.3d_graphics:1437 


The only thing I can suggest besides what's alreaday been posted is the 
"Computer Graphics" Foley/Van Damm book which has all the formulad you would 
need...... 


Another book is "Computer Graphics: Mathematical First Steps" P. A. Egerton 
ISBN: 0135995728 which is a fabulous resource..... 


Steve Tolin 


Darco <rquat@surfsouth.com> wrote in message 

news: 381FAE75.BD3A3572@surfsouth.com... 

> I will be working on a 3D raceing game, but I need to do my research on 
3D environments first. The "Blaze of Glory" 3D engine won't work for 
this game, and I wanted to experement with other engines. The 3D system 
in "Hover Raceing" is awesome, and after playing it for a while, I came 
to the conclusion that it uses 3D splines to create it's tracks. I've 
done stuff with dynamic TMD's, so making the TMD shouldn't be a prob - 
the splines though are gonna be my prob. 


Does anyone have any information on how splines work, and/or how to 
implement them with code? 


Another system that I wanted to consider would be making the entire 3D 
world in a program like 3D Studio and then using that as the race track. 
That's all good, but I have no idea how I would implement colision 
detection. 


any help would be appreciated. 


"darco 
darco@bigfoot.com 


VVVVVVVVVVVVV VV VV VV 


-—-MESSAGE FILE 19240 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000385 


——MESSAGE FILE 19241 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000386 

Path: chuka.playstation.co.uk!news 

From: Jo1l80@mdx.ac.uk (John Owens) 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Clipping 

Date: Mon, 06 Dec 1999 15:46:46 GMT 
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—-MESSAGE FILE 2051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000754 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mame 0.31! 

Date: Sat, 2 May 1998 10:09:29 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <l1d8dkve.1lju5o0s4lhwwlkwN@al-88-109.al.nl> 

References: <3548BAC2.79EB@writeme.com> <354919DF.D4A136C@ndirect.co.uk> <354A03E7.4 
FDE@writeme.com> 

NNTP-Posting-Host: 81-88-109.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 
Alex Herbert wrote: 


> What are your thoughts on a Yaroze MAME? The audio side of things is 
> a major headache, but we'll see... 


I think it would be cool to see a Yaroze MAME - just for the sake of 
"having done it'. Also would be nice to have a platform that wasn't 
prone to frame glitches like my PC sometimes is. 


Wouldn't know where to start, myself - could well be a large job. 


VVVVVVVVVV VV 


James (~mrfrosty). 
What the hack is MAME???? 


DEnnis.. 
—-MESSAGE FILE 2051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00754 


—-MESSAGE FILE 2052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000755 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I need help too... 

Date: Sat, 02 May 1998 09:48:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <354ADDF3.4B8071A@compuserve. com> 
References: <354a9b68.19948433@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1d12-141.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I think, dare I say it, that the compiler is wrong. 

For some reason it is ignoring the const declaration, maybe the 

GNU people have some reason for doing this, or maybe its a bug, or maybe 
there is a IWantYouToIgnoreConsts flag that is on by default in GNU. 
However, the code compiles fine in CodeWarrior and Borland C++ 5 

so GNU you're the odd one out here. 

At first I thought that your types (IMD_Header, etc) had some run time 
expressions, but even putting 

const int SizeWorkSpace=10; 

does not compile. 

my advice - go with another #define 


cheers 


Nick Slaven 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <384bda1l9.16918257@news.playstation.co.uk> 
Reply-To: Jo1l80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-111.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Basically I have a scene object (TMD) which is very large but made up 
of only a few polygons. 


Eg there is a plane at the bottom which is only two triangles. 


The problem I am having is that the clipping is being done too early. 

The polygon should be still visible but because one of it's vertices 

is not in front of the view it gets clipped. I have tried using the 

shift in GsSortObject but no luck. Is there anyway around this apart 

from either increasing the amount of polygons in the scene or using 

polygon subdivision as my Scene is represented as just one TMD and I 

obviously don't want to subdivide that. 

-—-MESSAGE FILE 19241 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000386 


—--MESSAGE FILE 19242 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000387 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: Will Atkin , Where Are You ? 

Date: Tue, 28 Dec 1999 06:47:08 -0600 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <84blicSo2d2@scea> 

NNTP-Posting-Host: dialup-209.246.129.13.Dallas1.Level3.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Will Atkin 

Email me at tmaterry@netzero.net 

I can't find you anywhere 

Email Al too at admars32@bigfoot.com 


—-MESSAGE FILE 19242 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000387 


--MESSAGE FILE 19243 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000388 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: The Rsd Format 

Date: Tue, 4 Jan 2000 20:13:03 -0600 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <84u95k$872@scea> 

NNTP-Posting-Host: dialup-209.244.94.205.Dallas1.Level3.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Does any one know where I can get info on how to make my own rsd file by 
hand . I'm thinking about making a 3d rsd modeller for dos . It'll be free 
and easy to use with lofting and etc. If you have links to web sites or 
otherwise please reply 


Terry Arnold 
Team Ryu Ki of America 
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—-MESSAGE FILE 19243 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000388 


—-MESSAGE FILE 19244 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000389 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Splines 
Date: Thu, 06 Jan 2000 00:27:52 +0000 
Organization: Max Studios 
Lines: 74 
Message-ID: <3873E188.B147391@which.net> 
References: <381FAE75.BD3A3572@surfsouth.com> <80fhofSlhe5@scea> 
NNTP-Posting-Host: p35-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" E4B3C4581C5810F621048559" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:389 scee.yaroze.pr 
ogramming.3d_graphics:1457 


This is a multi-part message in MIME format. 
E4B3C4581C5810F621048559 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Yo Steve, 

Could you tell me what you thought of these books that you mentioned. I went to 
amazon.co.uk and reviews stated that it has printing errors in it making some of 
the formulas un-readable, is this true? 


What did you think of the explanations on the whole? Was it layed out well or a 
sham of a job? 


So many questions, too little time!!!! 


Thanks 
Max 


Steve Tolin wrote: 


The only thing I can suggest besides what's alreaday been posted is the 
"Computer Graphics" Foley/Van Damm book which has all the formulad you would 
NCSA. sie cis 


Another book is "Computer Graphics: Mathematical First Steps" P. A. Egerton 
ISBN: 0135995728 which is a fabulous resource..... 


Steve Tolin 


Darco <rquat@surfsouth.com> wrote in message 

news: 381FAE75.BD3A3572@surfsouth.com... 

I will be working on a 3D raceing game, but I need to do my research on 
3D environments first. The "Blaze of Glory" 3D engine won't work for 
this game, and I wanted to experement with other engines. The 3D system 
in "Hover Raceing" is awesome, and after playing it for a while, I came 
to the conclusion that it uses 3D splines to create it's tracks. I've 
done stuff with dynamic TMD's, so making the TMD shouldn't be a prob - 
the splines though are gonna be my prob. 


v 


Does anyone have any information on how splines work, and/or how to 
implement them with code? 


Another system that I wanted to consider would be making the entire 3D 
world in a program like 3D Studio and then using that as the race track. 
That's all good, but I have no idea how I would implement colision 
detection. 


VVVVVVVVVVVVV VV VV VV VV VV MANU N 


VVVVVVVVVVV VV VV 


Net Yaroze newsgroups message dump.txt 
any help would be appreciated. 


"darco 
darco@bigfoot.com 


V V V V 
V V V V 


E4B3C4581C5810F621048559 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios;Only Employee 
adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


E4B3C4581C5810F621048559-- 
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—-MESSAGE FILE 19244 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000389 


——MESSAGE FILE 19245 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000390 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: Is there life on this server!?!?!? 
Date: Tue, 18 Jan 2000 19:32:25 +0000 
Organization: Max Studios 

Lines: 5 

Message-ID: <3884BFC9.210AB88@which.net> 
NNTP-Posting-Host: p20-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Come on reply you know you want to, lets see the Mr and Mrs Actives of 


the Net Yaroze! 


Max 


—-MESSAGE FILE 19245 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_graphics/00000390 


—-MESSAGE FILE 19246 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_graphics/00000391 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scea.yaroze.programming.3d_graphics 
Subject: 3D Optimisation 

Date: Tue, 18 Jan 2000 19:42:07 +0000 
Organization: Max Studios 

Lines: 7 

Message-ID: <3884C20F.1EADEAB2@which.net> 
NNTP-Posting-Host: p20-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt Page 12994 


Does anyone out there have a good routine for making the PSX render only 
the polygons that are on-screen and not all the polygons in the scene? 
Or some source code perhaps?..... CELL? 


Cheers very much 
Max 


--MESSAGE FILE 19246 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000391 


——MESSAGE FILE 19247 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000392 

Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <daniel@therealitydysfunction.com> 
Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: TMD file generation 

Date: Mon, 8 Jan 2001 12:01:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <93ca6v$iic2@www.netyaroze-europe.com> 
NNTP-Posting-Host: m544-mpl-cvxlb.edi.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 


Can anyone send me a copy of code that will generate a TMD file either on 
the yaroze or on the PC? As I would like to generate my own TMD format 
files from of a landscape I have generated. 


Cheers, 


Daniel Brown 
www. TheRealityDysfunction.com 


—-MESSAGE FILE 19247 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000392 


—--MESSAGE FILE 19248 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000393 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: EVERYONE LISTEN 

Date: Thu, 7 Jun 2001 16:45:27 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9fosrb$2i01@www.netyaroze-europe. com> 
NNTP-Posting-—Host: c448603-a.grindl.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Ok yall I am one of the last active members of net yaroze. I am wondering if 
any one is interested in teaming up with for a few games and maybe starting 
our own software company eventually. I guarantee we will have a lot of fun 
and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another one 
of these four. Holla back and email me yall 

We will be called Sky's The Limit Software. 


—-MESSAGE FILE 19248 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000393 
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——MESSAGE FILE 19249 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_graphics/00000394 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scea.yaroze.programming.3d_graphics 

Subject: EVERYONE LISTEN 

Date: Thu, 7 Jun 2001 16:47:02 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9fosu0S$2i03@www.netyaroze-europe. com> 
NNTP-Posting-Host: c448603-a.grindl1l.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Ok yall I am one of the last active members of net yaroze. I am wondering if 
any one is interested in teaming up with for a few games and maybe starting 
our own software company eventually. I guarantee we will have a lot of fun 
and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another one 
of these four. Holla back and email me yall 

We will be called Sky's The Limit Software. 


madhops4ever@hotmail.com 


—-MESSAGE FILE 19249 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_graphics/00000394 


E AE AE EE HEE HEE EH 
HR EAE AE HEE HEE EH 


——HHEEEEEEE EE HEH 

--START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio 

——HHEEEEEE EEE HHH 


——MESSAGE FILE 19250 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000001 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Keith Broussard <broussak@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: I have 3d studio max instead of 3d studio release 4 is there any difference 
Date: Wed, 23 Apr 1997 00:02:22 -0500 

Organization: SCEA Net Yaroze News 

Lines: 1 

Message-ID: <335D97DE.226@earthlink.net> 

Reply-To: broussak@earthlink.net 

NNTP-Posting-Host: Cust76.Max10.New-Orleans.LA.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


Are there any libraries for 3d studio users available 
—-MESSAGE FILE 19250 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000001 


——MESSAGE FILE 19251 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000002 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: I have 3d studio max instead of 3d studio release 4 is there any differ 
ence 

Date: Mon, 28 Apr 1997 20:13:10 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 9 

Message-ID: <3365047b.3897126@205.149.189.29> 
References: <335D97DE.226@earthlink.net> 
NNTP-Posting-Host: ind-0016-20.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


None that I'm aware of. 


Mario 


On Wed, 23 Apr 1997 00:02:22 -0500, Keith Broussard 
<broussak@earthlink.net> wrote: 


>Are there any libraries for 3d studio users available 


—-MESSAGE FILE 19251 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000002 


--MESSAGE FILE 19252 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Anyone bite at the 3DS offer? 

Date: Tue, 29 Apr 1997 20:02:22 -0500 

Organization: prairie research 

Lines: 10 

Message-ID: <5k65hp$9a32@scea> 

NNTP-Posting-Host: 208.137.68.78 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


As the subj. says.. 
anyone bite at the 3DS offer? 


D 
oes it work, does it know any PS file formats native? 


billr 


—-MESSAGE FILE 19252 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000003 


——MESSAGE FILE 19253 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000004 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Anyone bite at the 3DS offer? 

Date: Wed, 14 May 1997 16:26:59 -0500 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: <337A2E23.45A1@bmc.com> 

References: <5k65hp$9a32@scea> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; HP-UX A.09.05 9000/715) 


Bill Romanowski wrote: 


> 

> anyone bite at the 3DS offer? 

> 

Not me...It was too expensive for the old DOS version. 


I already have TrueSpace. I also use something called Breeze Designer 
for Windows95 which interfaces with POV-Ray. This makes an excellent 
modeling toolset and they are FREE FREE FREE!! POV-Ray renders in 
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millions of colors and outputs to TGA formats quite well. I personally 
think POV-Ray renders better than TrueSpace. 


Breeze page: 
http://www.povray.org/ftp/pub/povray/utilities/modellers/breeze/BreezeDesigner.html 


POV-Ray page: 
http://www.povray.org 


Kevin Holbrook 

Net Yaroze Member - yipee! 

—-MESSAGE FILE 19253 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000004 


——MESSAGE FILE 19254 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: problems with cylinders 

Date: Thu, 29 May 1997 19:29:48 -0500 

Organization: (no organization) 

Lines: 24 

Message-ID: <338E1F7C.6B84@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I've been doing more work with creating models in 3D Studio R4 and 
converting them into .RSD and then to .TMD files and putting them 
up on the Yaroze screen. 


I've found that anytime I create a boolean object with at least one 
of the base objects being a cylinder, the resulting image is messed 
up somewhere during all the conversion/display code. 


For example, try to make a "P" like object: From a cylinder and a box, 
create a "union" boolean object, save as DXF, convert to .RSD using 
dxf2rsd.exe, and then use rsdv.bat to view the object, and you will 
see tons of extra triagles all over, and many triangles that are 
apparently missing, and many triangles with thier normals reversed! 


You'll be able to recognise the overall shape however. 
Is anyone else aware of this? 
Could it be the dxf2rsd.exe program? 


This is really putting a damper on things for me: Most of the models 
I want to make have some kind of round/cylinder aspect to them. 


Ed Federmeyer 
—-MESSAGE FILE 19254 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000005 


—-MESSAGE FILE 19255 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: mouse problems 

Date: Thu, 29 May 1997 22:12:57 -0500 

Organization: (no organization) 

Lines: 12 

Message-ID: <338E45B9.7BED@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I've been running 3D Studio R4 in a DOS box under Win95, and it 
works fine except for one thing: 


The mouse pointer is very jumpy and jerky. 


When I boot Win95 to "command line only" mode and run 3ds, the mouse 
pointer is as smooth as glass. 


Any ideas on how to make the mouse nicer to work with when running 
3ds in a Win95 DOS box? 


Ed Federmeyer 
—-MESSAGE FILE 19255 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000006 


—-MESSAGE FILE 19256 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Starting 3D Studio 

Date: 14 Jun 1997 22:47:24 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <01bc7915S0ec81900Sb3bf43ce@wkwerner> 
NNTP-Posting-Host: port79.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi guys, 


I just got my NY membership a week or so ago and have been very busy trying 
to get all of the tools up and running. Լո particular, I have been 
spending an inordinant amount of time trying to get 3ds to run at all. 


I decided to get 3ds up and running in pure clean MS-DOS mode (I am using 
Windows95) and have had virtually no luck. When I run the software, I get 
the authorization countdown warning. When I click OK, the screen goes 
blank, and I am locked up. 


I have tried making a super clean, nothing extra bootup, but to no avail. 
Sometimes, the software will come up... but this appears to happen 
infrequently and have no relationship to my config.sys or autoexec.bat, as 
the next time I boot, the system will not run. Once I got a string of 
about 10 times that the software started. I thought I had something, but 
then, changing nothing, it stopped coming up again. 


When I try to use the supplied pif to run it under a fullscreen dos 
session, it fails with a message saying that the -REALBREAK flag is no 
supported by this version of DPMI. 


I am a wits end, and have invested way too many hours on this, when what I 
really want to do is to start getting my feet wet on the console already. 
If anyone can help, I will be very grateful! 


Thanks, Wayne 


—-MESSAGE FILE 19256 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000007 


—-MESSAGE FILE 19257 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Starting 3D Studio 

Date: Sun, 15 Jun 1997 14:09:06 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 30 

Message-ID: <33a3f£677.1270626@205.149.189.29> 
References: <01bc7915S0ec81900Sb3bf43ce@wkwerner> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Wayne, 


I havn't used it yet, but I did install 3D Studio a couple of days 
ago. It sounds like the program is looking for the security dongle on 
the parallel port, and not finding it. Check to make sure the dongle 
is properly connected. 


Mario 


On 14 Jun 1997 22:47:24 GMT, "Wayne K. Werner" 
<wkwerner@admin.con2.com> wrote: 


>Hi guys, 

> 

>I just got my NY membership a week or so ago and have been very busy trying 
>to get all of the tools up and running. In particular, I have been 


>spending an inordinant amount of time trying to get 3ds to run at all. 

> 

>I decided to get 3ds up and running in pure clean MS-DOS mode (I am using 
>Windows95) and have had virtually no luck. When I run the software, I get 
>the authorization countdown warning. When I click OK, the screen goes 
>blank, and I am locked up. 

> 
>[snip] 
> 

>If anyone can help, I will be very grateful! 
> 

>Thanks, Wayne 

> 


—-MESSAGE FILE 19257 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000008 


--MESSAGE FILE 19258 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000009 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Starting 3D Studio 

Date: 16 Jun 1997 21:38:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 62 

Message-ID: <0lbc7a9dSchb93ce0S8bbf43ce@wkwerner> 

References: <01bc7915S0ec81900Sb3bf43ce@wkwerner> <33a3f677.1270626@205.149.189.29> 
NNTP-Posting-Host: 206.67.191.139 

X-Newsreader: Microsoft Internet News 4.70.1155 


Mario, 


I thought it might be the dongle myself. However, I get no indication 
(autodesk's manual says that if the dongle is not reading correctly, an 
error message appears, not a lockup!). 


I saw something in the manual about how on faster machines (486 DX!) there 
is sometimes a problem. (I am running a 200MHz MMX). They suggest that on 
these machines, if there is a printer hooked up, turn it on. I don't have 
a printer hooked up right now, but I have an old 24 pin that I think I will 
try to see what happens. 


The dongle is definitely hooked up correctly. Maybe it is a bad one. I 
was thinking that maybe I need to play with the 386cfg, but the fact that 
it runs infrequently, and that when it does run it runs correctly (I tried 
rendering a few of the samples) implies to me that the problem is not 
there. 


Thanks for taking the time to answer me, I appreciate it. 
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PS - I see your name all over the place here at ny. Are you a member or 8 
Sony employee? Just wondering. 

W 


Mario Perdue <mperdue@iquest.net> wrote in article 
<33a3f677.1270626@205.149.189.29>... 


> Wayne, 

> 

> I havn't used it yet, but I did install 3D Studio a couple of days 

> ago. It sounds like the program is looking for the security dongle on 
> the parallel port, and not finding it. Check to make sure the dongle 
> is properly connected. 

> 

> Mario 

> 

> On 14 Jun 1997 22:47:24 GMT, "Wayne K. Werner" 

> <wkwerner@admin.con2.com> wrote: 

> 

> >Hi guys, 

>> 

> >I just got my NY membership a week or so ago and have been very busy 


trying 

> >to get all of the tools up and running. Լո particular, I have been 

> >spending an inordinant amount of time trying to get 3ds to run at all. 
>> 

> >I decided to get 3ds up and running in pure clean MS-DOS mode (I am 
using 

> >Windows95) and have had virtually no luck. When I run the software, I 
get 


> >the authorization countdown warning. When I click OK, the screen goes 
> >blank, and I am locked up. 

>> 

> >[snip] 

>> 

> >If anyone can help, I will be very grateful! 
>> 

> >Thanks, Wayne 

>> 

> 

> 


13000 


—-MESSAGE FILE 19258 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_studio/00000009 


—--MESSAGE FILE 19259 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_studio/00000010 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Starting 3D Studio 

Date: Mon, 16 Jun 1997 23:25:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 40 

Message-ID: <33a5c9b8.28714468@205.149.189.29> 


References: <01bc7915$0ec81900Sb3bf43ce@wkwerner> <33a3f£677.1270626@205.149.189.29> 


<Olbc7a9d$cbhb93ce0$8bbf43ce@wkwerner> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On 16 Jun 1997 21:38:49 GMT, "Wayne K. Werner" 
<wkwerner@admin.con2.com> wrote: 


>Mario, 

> 

>I thought it might be the dongle myself. However, I get no indication 
>(autodesk's manual says that if the dongle is not reading correctly, an 
>error message appears, not a lockup!). 

> 

>I saw something in the manual about how on faster machines (486 DX!) there 
>is sometimes a problem. (I am running a 200MHz MMX). They suggest that on 
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Robert Swan wrote: 

Im sure this is sooooo dumb, yet... 

Im trying to get the code to allow me to dynamically create tmds to 
work. there seems to be just one problem though, and seeing as my 
knowledge of ansi c and error messages is terrible, i was wondering if 


anyone could help me overcome this compile time error i get. 


// **** Global variables 


#define SizeTMD_ Header (sizeof (TMD_Header) ) 
#define SizeTMD_Object (sizeof (TMD_Object) ) 
#define SizePRIM_ Header (sizeof (PRIM_Header) ) 
#define SizeTMD_3 Flat (sizeof (TMD_3 Flat) ) 
#define SizeVertex (sizeof (Vertex) ) 
#define SizeNormal (sizeof (Normal) ) 
#define SizePadding (20) 

const int SizeWorkSpace = 


SizeTMD Header + 
SizeTMD_Object + 
SizePRIM_ Header + 
SizeTMD_3 Flat + 
(SizeVertex*4) + 
(SizeNormal*4) + 
SizePadding; 


static u_char WorkSpace[SizeWorkSpace]; // error here 

but this leads to the error as follows - 

variable-size type declared outside of any function 

I think I know what this means, but surely it shouldnt happen when Im 
defining the size of the array based on a const? Im sure this is a 
really simple problem, and I hope you can help! 

Robert Swan 


rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 2052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00755 


—-MESSAGE FILE 2053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000756 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sat, 2 May 1998 09:59:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6ien75Slbr7@chuka.playstation.co.uk> 
References: <3549C8BA.338@saqnet.co.uk> <6ie37eSedu2@scea> 
NNTP-Posting-Host: 195.2.132.6 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Saturn: Never had the urge to play any games on it. Are there any 
worth 
>even renting??? 


Yes!!!! Don't be fooled into thinking that because the Saturn was 
whipped by the PS it doesn't have any games. All the mega Sega coin-op 
conversions (VF2, VC1 + 2, Sega Rally, Virtual On) are brill, and games 
like Nights are really *different* (some people just don't get it - I 
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>these machines, if there is a printer hooked up, turn it on. I don't have 
>a printer hooked up right now, but I have an old 24 pin that I think I will 
>try to see what happens. 


I'm running a 200MMX as well. I have a printer hooked up, but it's 
rarely turned on. 


>The dongle is definitely hooked up correctly. Maybe it is a bad one. I 
>was thinking that maybe I need to play with the 386cfg, but the fact that 
>it runs infrequently, and that when it does run it runs correctly (I tried 
>rendering a few of the samples) implies to me that the problem is not 
>there. 


That's weird.You would think it would either work or not. I hate 
problems that aren't consistant. 


>Thanks for taking the time to answer me, I appreciate it. 
No problem, sorry I wasn't more help. 


>PS - I see your name all over the place here at ny. Are you a member or a 
>Sony employee? Just wondering. 


I'm not a Sony employee, but I do have a contract to provide services 
related to this web site. The contract says 'Web Master,' but with all 
the help being provided by the guys at Sony I don't think any one 
person can lay claim to that title. 


Mario 
—-MESSAGE FILE 19259 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000010 


—-MESSAGE FILE 19260 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000011 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Starting 3D Studio 

Date: 18 Jun 1997 00:34:47 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <0Olbc7b7f£S8b644a80S6fbf43ce@wkwerner> 

References: <01bc7915S0ec81900Sb3bf43ce@wkwerner> <33a3f677.1270626@205.149.189.29> 
<Olbc7a9d$cbb93ce0S$8bbf43ce@wkwerner> <33a5c9b8.28714468@205.149.189.29> 
NNTP-Posting-Host: port1il.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just one more bit of weirdness... when I run the 3dauth program, It seems 
to read the serial number from the dongle just fine. I'm not sure, because 
the problem is so inconsistant, but it seems that if I run the 3dauth 
program several times and then run 3ds, it starts up. Looks like it's time 
to contact the tech support at AutoDesk! 


Wayne 


—-MESSAGE FILE 19260 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000011 


—-MESSAGE FILE 19261 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Using 3DStudio with ATI Mach 64 and varients 

Date: 19 Jun 1997 18:33:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <0Olbc7cdf$5ab824e0S68bf43ce@wkwerner> 
NNTP-Posting-Host: port04.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 
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I have been having a hell of time getting 3d Studio to do its thing. 
Although the ATI boards come with RCPADI drivers for 3ds, I wanted to get 
the whole thing up and running before changing drivers. After all the 3ds 
default is plain old VESA. 


After many days of frustration getting infrequent starts from 3ds and 
frequent crashes, I stumbled across the fact that ATI ships a VESA driver 
TSR, M64VBE.COM which must be loaded to achieve full VESA compliance. 
(Strange to me that it is not on the boards ROM in this day and age!) 


To find this piece of software, go to dos. If X is your cdrom drive letter 
then do the following: 


X: 
cd utility 
install 


When the installation utility is up, use the down arrow to go to Utilities 
Installation and press <Enter> 


I am sure you can handle the rest. (Don't let it edit your AutoExec.bat, 
only wimps don't edit their own!) 


To run VESA compliant software (3ds for example) run 
C:\Mach64\M64VBE.COM 


Everything should work fine after this. 


Next I will explore the wide world of RPCADI to get that up and running 
with the studio. 


Good Luck! 
Wayne 


—-MESSAGE FILE 19261 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000012 


—--MESSAGE FILE 19262 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Using 3DStudio with ATI Mach 64 and varients 

Date: 19 Jun 1997 18:47:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <0lbc7celSSe3eefc0S65bf43ce@wkwerner> 

References: <Olbc7cdf$5ab824e0S68bf43ce@wkwerner> 
NNTP-Posting-Host: port0l.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


WRONG, WRONG, WRONG!!! 


When I first put this in and tried running 3ds a few times, it worked! 
However it is just another false start in finding out what the problem is 
for me. After elatedly sending this article, further attempts to start up 
3ds are behaving just as before. I am still lost in the woods here. 


Wayne 


—-MESSAGE FILE 19262 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000013 


—-MESSAGE FILE 19263 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Startup problems 

Date: 29 Jun 1997 08:08:50 GMT 

Organization: SCEA Net Yaroze News 
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Lines: 20 

Message-ID: <01lbc8463Sc001bf60S8dbf43ce@wkwerner> 
NNTP-Posting-Host: port41.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Well, things got interesting for me with the studio. After much 
unproductive time spent trying to fix my apparent crashing on startup of 
3ds, it appears that the system was not crashing, but taking as long as 5 
to 10 minutes to start up! This on a 200MHz MMX with 64Mb of SDRAM! 


When I realized that it was a slow startup, and not a crash, I found the 
appropriate place on Kinetix's web site. Apparently they have a patch for 
this problem, it appears on only some systems with fast cpus, and not 
others etc, etc, blah blah blah. I have not yet applied this to my 3ds, 
but from the description, it appears to be my exact problem! (I was so 
excited, I had to tell someone!) 


Go to the links section from the ny members only home page to find it if 
you are having the same problem. I am going to fire up the patch now, and 
I will let y'all know how it goes. 


Wayne 


—-MESSAGE FILE 19263 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000014 


——MESSAGE FILE 19264 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@admin.con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Startup problems 

Date: 29 Jun 1997 08:46:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <01bc8468Sf34e6e40S77bf43ce@wkwerner> 

References: <Olbc8463ScO01bDf60S8dbf43ce@wkwerner> 
NNTP-Posting-Host: port19.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


The patch works! I am one happy man. Shoulda gone to the Kinetix page 
from day one. Oh well, whatcha want from a newbie. By the way, the 
correct way to find the patch is to go from the ny members only home page 
to support, then links and then the link to Kinetix. 


Happy modeling, 
Wayne 


--MESSAGE FILE 19264 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000015 


—-MESSAGE FILE 19265 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000016 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Dwight Joslin" <spectrum@prolog.net> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Startup problems 

Date: 29 Jun 1997 16:30:40 GMT 

Organization: Spectrum GameWorks 

Lines: 14 

Message-ID: <01lbc84ab$0d10a540S03labacc@prolog.prolog.net> 

References: <Olbc8463ScO01bDf60S8dbf43ce@wkwerner> <Olbc8468Sf34e6e40S77bf43ce@wkwern 
er> 

NNTP-Posting-Host: du03.scr.ptd.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Yeah....I was about to send 3D Studio back. Had the same problem and got 
the same fix. Oh well, it's nice to have it running smoothly now. 
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Wayne K. Werner <wkwerner@admin.con2.com> wrote in article 
<O1lbc8468Sf34e6e40S77b£43ce@wkwerner>... 

> The patch works! I am one happy man. Shoulda gone to the Kinetix page 
from day one. Oh well, whatcha want from a newbie. By the way, the 
correct way to find the patch is to go from the ny members only home page 
to support, then links and then the link to Kinetix. 


Happy modeling, 
Wayne 


VVVVVVVV 


—-MESSAGE FILE 19265 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000016 


--MESSAGE FILE 19266 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000017 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: mouse problems 

Date: 3 Jul 1997 03:40:43 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 
Message-ID: <01bc8762Sef5lee00S95bf43ce@wkwerner> 
References: <338E45B9.7BED@charlie.cns.iit.edu> 
NNTP-Posting-Host: port49.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ed, 
And, of course, anyone else trying to run 3ds from a DOS box: 


I assume you have set up a shortcut just for running 3ds. If you haven't, 
you should. Right click the shortcut and select properties. Click the 
Misc tab. The idle sensitivity slider should be set to low for 3ds (all 
the way to the left). Then click Ok. 


There you go, smooth mouse operation! 
Wayne 


—-MESSAGE FILE 19266 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000017 


—--MESSAGE FILE 19267 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: 3ds in a DOS box 

Date: 3 Jul 1997 23:31:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <01bc8809S3cd35fa0Sbbbf43ce@wkwerner> 
NNTP-Posting-Host: port87.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I can only get 3ds to run in DOS full screen mode. If I switch to the W95 
desktop, or turn it into a window, it crashes my system (with lots or 
video trashing of the desktop graphics.) I am not using standard VESA or 
SVGA, but the RCPADI for my ATI All-in-Wonder (Mach 64). Perhaps this is 
what I must do to run in windows cooperatively? This makes running from 
under windows pretty useless. Anyone else with this problem or any 
suggestions? 


Wayne 


—-MESSAGE FILE 19267 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000018 
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——MESSAGE FILE 19268 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: 3ds in a DOS box 

Date: Sun, 06 Jul 1997 11:43:49 -0500 

Organization: (no organization) 

Lines: 25 

Message-ID: <33BFCB45.4FF1@charlie.cns.iit.edu> 

References: <Olbc8809S$3cd35fa0Sbbbf43ce@wkwerner> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Wayne K. Werner wrote: 


> 

> I can only get 3ds to run in DOS full screen mode. If I switch to the W95 
> desktop, or turn it into a window, it crashes my system (with lots or 

> video trashing օք the desktop graphics.) Լ am not using standard VESA or 
> SVGA, but the RCPADI for my ATI All-in-Wonder (Mach 64). Perhaps this is 

> what I must do to run in windows cooperatively? This makes running from 

> under windows pretty useless. Anyone else with this problem or any 

> suggestions? 

> 

> Wayne 


I'm running 3DS in a DOS box under Win95, but I *am* using the SVGA 
driver. When I use Alt-Enter to make the full-screen into a window, 

it says 'Windows cannot run this app in a window, use full screen’. 

I just hit Alt-Enter again and it goes full screen again, with no 
problem. Small annoyance, and so far, it has not gotten in my way, 
since I usually am doing on thing or the other (3DS modeling, or Yaroze 
programming). 


What *is* annoying, is that in a full-screen Win95 DOS box, the 3DS 
mouse cursor is *super* sluggish. When I boot to DOS, the mouse runs 
fine. Any ideas? 


Ed Federmeyer 
—-MESSAGE FILE 19268 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000019 


—-MESSAGE FILE 19269 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000020 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: mouse problems 

Date: Sun, 06 Jul 1997 11:45:10 -0500 

Organization: (no organization) 

Lines: 13 

Message-ID: <33BFCB96.381F@charlie.cns.iit.edu> 

References: <338E45B9.7BED@charlie.cns.iit.edu> <01lbc8762Sef5lee00$95bf43ce@wkwerner 
> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Wayne K. Werner wrote: 


> I assume you have set up a shortcut just for running 3ds. If you haven't, 
> you should. Right click the shortcut and select properties. Click the 

> Misc tab. The idle sensitivity slider should be set to low for 3ds (all 
> 
> 


the way to the left). Then click Ok. 
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> There you go, smooth mouse operation! 


Oops, I just replied to one of your other messages, still mentioning my 
mouse glitch, before reading this. I'll give it a try! Thanks! 


Ed Federmeyer 
—-MESSAGE FILE 19269 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000020 


—--MESSAGE FILE 19270 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000021 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: 3ds in a DOS box 

Date: 7 Jul 1997 03:13:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <0Olbc8a83Sc0edf3a0Sd3bf43ce@wkwerner> 

References: <Olbc8809S$3cd35fa0Sbbbf43ce@wkwerner> <33BFCB45.4FF1@charlie.cns.iit.edu 
> 

NNTP-Posting-Host: portlll.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ed Federmeyer wrote: 


I'm running 3DS in a DOS box under Win95, but I *am* using the SVGA 
driver. When I use Alt-Enter to make the full-screen into a window, 

it says 'Windows cannot run this app in a window, use full screen’. 

I just hit Alt-Enter again and it goes full screen again, with no 
problem. Small annoyance, and so far, it has not gotten in my way, 
since I usually am doing on thing or the other (3DS modeling, or Yaroze 
programming). 


VVVVVVV VV 


> 

How about going to windows (ALT-TAB) and back? I also do one thing at a 
time, but often I want to get out an email, or fax something, etc. and 
saving my stuff, exiting 3ds, rebooting, taking my five minute detour, 
rebooting, loading 3ds, loading my work. Phew! That's much too much of a 
workout for me! 


Wayne 


-—-MESSAGE FILE 19270 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000021 


—-MESSAGE FILE 19271 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000022 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: 3ds in a DOS box 

Date: Mon, 07 Jul 1997 18:39:40 -0500 

Organization: (no organization) 

Lines: 14 

Message-ID: <33C17E3C.4109@charlie.cns.iit.edu> 

References: <Olbc8809S$3cd35fa0Sbbbf43ce@wkwerner> <33BFCB45.4FF1@charlie.cns.iit.edu 
> <Olbc8a83$c0edf3a0Sd3bf43ce@wkwerner> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Wayne K. Werner wrote: 

> > Ed Federmeyer wrote: 

I'm running 3DS in a DOS box under Win95, but I *am* using the SVGA 
driver. When I use Alt-Enter to make the full-screen into a window, 
it says 'Windows cannot run this app in a window, use full screen’. 
I just hit Alt-Enter again and it goes full screen again, with no 


V V V V 


> 
> 
> 
> 
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> > problem. 
> How about going to windows (ALT-TAB) and back? I also do one thing at a 


I just tried it, and Alt-TAB works fine for me. I can switch in and 
out of 3DS no problemo. 


EdF 
--MESSAGE FILE 19271 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000022 


——MESSAGE FILE 19272 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000023 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: mouse problems 

Date: Mon, 07 Jul 1997 18:40:35 -0500 

Organization: (no organization) 

Lines: 19 

Message-ID: <33C17E73.6ECB@charlie.cns.iit.edu> 

References: <338E45B9.7BED@charlie.cns.iit.edu> <01lbc8762Sef5lee00S95bf43ce@wkwerner 
> <33BFCB96.381F@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Oops, I just replied to one of your other messages, still mentioning my 
mouse glitch, before reading this. I'll give it a try! Thanks! 


Ed Federmeyer wrote: 

> 

> Wayne K. Werner wrote: 

> 

> > I assume you have set up a shortcut just for running 3ds. If you haven't, 
> > you should. Right click the shortcut and select properties. Click the 
> > Misc tab. The idle sensitivity slider should be set to low for 3ds (all 
> > the way to the left). Then click Ok. 

>> 

> > There you go, smooth mouse operation! 

> 

> 

> 


Cool, I tried this and it works! Now the mouse is smooooooth as glass! 


) 


Thanks, 

Ed Federmeyer 

-—-MESSAGE FILE 19272 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000023 


--MESSAGE FILE 19273 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: 3ds in a DOS box 

Date: 8 Jul 1997 22:35:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <0Olbc8bef$45355920Sa4bf43ce@wkwerner> 

References: <Olbc8809S$3cd35fa0Sbbbf43ce@wkwerner> <33BFCB45.4FF1@charlie.cns.iit.edu 
> <Olbc8a83Sc0edf3a0Sd3bf43ce@wkwerner> <33C17E3C.4109@charlie.cns.iit.edu> 
NNTP-Posting-Host: port64.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote 


> > How about going to windows (ALT-TAB) and back? I also do one thing at 
a 
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> 

> I just tried it, and Alt-TAB works fine for me. I can switch in and 
> out of 3DS no problemo. 

> 

> EdF 

> 


Thanks Ed. I think I will try making a second 3ds.set file, one for dos 
reboot, using the RCPADI drivers for my ATI, and one for running in W95 
using the SVGA drivers. I'll post my results when I get around to it, in 
case anyone else is walking the same path I am. 


Wayne 


—-MESSAGE FILE 19273 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000024 


—-MESSAGE FILE 19274 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000025 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Bowman <jackbowman@sprintmail.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Getting .3ds data onto the Yaroze 

Date: Tue, 29 Jul 1997 23:37:25 -0700 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <33DEE125.28C1@sprintmail.com> 

Reply-To: jackbowman@acm.org 

NNTP-Posting-—Host: sdn-ts-—002camdreP16.dialsprint.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-SI300B01 (Win95; 1) 


I have several models made in 3D Studio and saved as .3ds files, 
complete with texture map data and keyframe data, including 96 animation 
positions on 30 or so sub-objects. Should look great on the Yaroze. 


But seems there is no way short of buying the $30k Developer's package 
for the Playstation that I am going to get the .3ds data to the Yaroze. 


I have not been able to find ANY program for less than several thousand 
dollars that will read my .3ds files and create Yaroze-compatible (i.e, 
-rsd or .tmd) files and also retain the texture map data, and it looks 

as though I will have to wrench the keyframe data out of the .3ds files 
some other way anyway! 


So far no one at Sony has been of any help, and the one program I could 
find out about (SoftImage) that will interface neatly with a Playstation 
requires a plugin that is sold only if you have the $30K Playstation 
license. 


I am beginning to feel that Sony is sadly lacking in support for 
purchasers of the Net Yaroze, and I don't know how they expect to build 
a grass roots Playstation software community with that attitude. 


Perhaps the name should should be changed from "Let's Do It!" to "Do it 
Yourself!" or maybe "Go away kid, you bother me!". 


Well, a new Nintendo should be available soon.... 
—-MESSAGE FILE 19274 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000025 


—-MESSAGE FILE 19275 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Bowman <jackbowman@sprintmail.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Getting texture maps onto the Yaroze 

Date: Wed, 30 Jul 1997 15:12:32 -0700 

Organization: SCEA Net Yaroze News 
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Lines: 33 

Message-ID: <33DFBC50.156@sprintmail.com> 

Reply-To: jackbowman@acm.org 

NNTP-Posting-Host: sdn-ts-002camdreP13.dialsprint.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-SI300B01 (Win95; 1) 


This is a re-post of my previous message which someone chose to delete 
instead of answering. If deleted again, I will just email it to 
everyone I can find. 


I have several models made in 3D Studio and saved as .3ds files, 
complete with texture map data and keyframe data, including 96 animation 
positions on 30 or so sub-objects. Should look great on the Yaroze. 


But it seems there is no way short of buying the $30k Developer's 
package for the Playstation that I am going to get the .3ds data to the 
Yaroze. 


I have not been able to find ANY program for less than several thousand 
dollars that will read my .3ds files and create Yaroze-compatible (i.e, 
-rsd or .tmd) files and also retain the texture map data, and it looks 

as though I will have to wrench the keyframe data out of the .3ds files 
some other way anyway! 


So far no one at Sony has been of any help, and the one program I could 
find out about (SoftImage) that will interface neatly with a Playstation 
requires a plugin that is sold only if you have the $30K Playstation 
license. 


I am beginning to feel that Sony is sadly lacking in support for 
purchasers of the Net Yaroze, and I don't know how they expect to build 
a grass roots Playstation software community with that attitude. 


Perhaps the name should should be changed from "Let's Do It!" to "Do it 
Yourself!" or maybe "Go away kid, you bother me!". 


Well, a new Nintendo should be available soon.... 


13009 


-—-MESSAGE FILE 19275 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_studio/00000026 


—-MESSAGE FILE 19276 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_studio/00000027 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_studio 
Subject: Re: Getting texture maps onto the Yaroze 
Date: Thu, 31 Jul 1997 01:00:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33dfe0f2.33060666@205.149.189.29> 
References: <33DFBC50.156@sprintmail.com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Jack, 

You're looking a bit paranoid. Your original message is still in the 
news group, I just pulled it down again to be sure. I'm sure someone 
from Sony will get back to you soon. Your message was just posted 
today, so you might give them a little time to respond. 


Mario 


On Wed, 30 Jul 1997 15:12:32 -0700, Jack Bowman 
<jackbowman@sprintmail.com> wrote: 


>This is a re-post of my previous message which someone chose to delete 
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>instead of answering. If deleted again, I will just email it to 
>everyone I can find. 

> 

>[snip] 


—-MESSAGE FILE 19276 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000027 


—--MESSAGE FILE 19277 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Don Thomas" <don_thomas@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: 31 Jul 1997 01:51:22 GMT 

Organization: SCEA 

Lines: 79 

Message-ID: <01lbc9d55$aead3860$e44231a2@DonThomas.interactive.sony.com> 
References: <33DFBC50.156@sprintmail.com> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Microsoft Internet News 4.70.1161 


Jack, 


>>This is a re-post of my previous message which someone chose to delete 
>>instead of answering. If deleted again, I will just email it to everyone 
I can find. 


Both messages still appear in my browser. It sounds like you have your 
browser set not to show messages you have already read. 


>>I have several models made in 3D Studio and saved as .3ds files, 
>>complete with texture map data and keyframe data, including 96 animation 
>>positions on 30 or so sub-objects. Should look great on the Yaroze. 

>> 

>>But seems there is no way short of buying the $30k Developer's package 
>>for the Playstation that I am going to get the .3ds data to the Yaroze. 


I am empathetic with anyone's desire to perform specific programming tasks 
if they find them difficult for any reason. I know I have been terribly 
frustrated in the past when I found it difficult to do things I wanted to 
do. 


>>I have not been able to find ANY program for less than several thousand 
>>dollars that will read my .3ds files and create Yaroze-compatible (i.e, 
>>.rsd or .tmd) files and also retain the texture map data, and it looks 

>>as though I will have to wrench the keyframe data out of the .3ds files 
>>some other way anyway! 


Again, I appreciate your frustration, however, you are flirting with 
professional tasks that might well require professional tools. Therefore, 
it is reasonable to expect that you may have to pay professional prices to 
solve specific programming tasks you may have... or write your own 
converters. Net Yaroze is an introductory, hobbyist-grade development 
system and is offered with the clear disclosure that it is not a commercial 
grade development system. A common difference between low level and high 
level development systems are the tools provided as well as the 
availability of support. 


>>So far no one at Sony has been of any help, and the one program I could 
>>find out about (SoftImage) that will interface neatly with a Playstation 
>>requires a plugin that is sold only if you have the $30K Playstation 
>>license. 


It appears to me that your original post was made just yesterday. I'm not 
sure how fast you expect replies. <g> 


With regard to professional systems, there are many software tools 
available to professional programmers and their availability is protected 
by licensed agreements between the companies involved. 


>>I am beginning to feel that Sony is sadly lacking in support for 
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don't know why). House of the Dead (new game) looks pretty good, and 
Burning Rangers could be fun, too. There are also some great RPGs, and 
Bomberman, and... oh sod it - the answer to your Q is YES!!!! 


Nick "bought a 2nd hand Saturn yesterday with VF2 for 50 quid - 
excellent nick, too" F 


PS If you are considering getting a Saturn on the cheap, now is the 
time - before the really good games start to vanish, and while the shops 
still have decent 2nd hand stock... 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


-—-MESSAGE FILE 2053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00756 


—-MESSAGE FILE 2054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000757 

Path: chuka.playstation.co.uk!news 

From: "Roger Godfrey" <ramet@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Create Killer Games @ Digtal Image Design 
Date: Sat, 2 May 1998 11:49:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6ietqrSlbr9@chuka.playstation.co.uk> 
NNTP-Posting-Host: client8499.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hello People, 


Digital Image Design (the company I work for) is recruiting programmers at 
the moment. The advert will be going in Edge's June issue but I thought we 
should give Yaroze members a head start. 


Here is the ad that will be appearing: 
Create Killer App's at Digital Image Design Ltd. 


Best known for its world dominating flight simulators, F-22 ADF and EF2000, 
DID is pushing its latest 3D technology into new and varied gaming 
dimensions on both PC and consoles. We're looking for talented people to 
maintain quality and innovation across a range of unusual and exciting 
products. Attractive remuneration and prospects await the right candidates. 


Programmers 

* Proven abilities in any of the following: C, C++ or assembler; PC, 
DirectX, Win32 or consoles. 

* Graduates with a 2:1 Degree or better in Computer Science, Mathematics or 
Physics. 

* Project leaders with proven ability to organise, motivate and guide 
people. 


DID is interested in all levels of experience, from recent graduates to 
skilled programmers. A love of games is essential. So is a background in 
any of the following: 3D and 2D Graphics, Audio, Video, DSP, Physical 
Modelling, Simulation, Strategy Gaming, Network Programming or AI. 


Apply 
Send your C.V. and work examples, such as showreel or disk to Dawn Ashworth, 
DID Ltd., Tannery Court, Tanners Lane, Warrington, WA2 7NR, Cheshire. 


Digital Image Design Ltd. 
Employing over 80 staff, and with its HQ in Warrington, DID is conveniently 
close to Liverpool and Manchester, within easy reach of attractive spots 
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>>purchasers of the Net Yaroze, and I don't know how they expect to build 
>>a grass roots Playstation software community with that attitude. 


Net Yaroze support, as described by your Net Yaroze license agreement, is 
made available by shared interactions between other Net Yaroze members on a 
Web Site hosted and monitored by Sony. Net Yaroze members will not receive 
commercial-level support or have access to many commercial-grade tools. 


>>Perhaps the name should should be changed from "Let's Do It!" to "Do it 
>>Yourself!" or maybe "Go away kid, you bother me!". 

>> 

>>Well, a new Nintendo should be available soon.... 


It's a shame that you choose to post sour sentiments in a forum established 
for your benefit. You are the one having posted your message twice while 
claiming that the first one was deleted. Meanwhile, I see both of them in 
my browser. Although we have every right to censor our own databases and 
newsgroups, no one deleted your message. I do suggest that you spend some 
time to look into issues before committing yourself financially or verbally 
especially in an arena where people would love to help you if we can. 


You might like to know that I have spoken with some people internally and 
we hope to soon posting some 3D Studio plug-ins that may help you. If they 
do not help you, feel free to post your concerns and, hopefully, somone may 
have other solutions for you to try. 


——Don Thomas 
SCEA 


—-MESSAGE FILE 19277 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000028 


—--MESSAGE FILE 19278 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000029 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Bowman <jackbowman@sprintmail.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: Wed, 30 Jul 1997 20:37:32 -0700 

Organization: SCEA Net Yaroze News 

Lines: 64 

Message-ID: <33E0087C.5A96@sprintmail.com> 

References: <33DFBC50.156@sprintmail.com> <01bc9d55Saead3860$e44231a2@DonThomas.inte 
ractive.sony.com> 

Reply-To: jackbowman@acm.org 

NNTP-Posting-Host: sdn-ts—003camdreP05.dialsprint.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-SI300B01 (Win95; 1) 


Don and Mario, 


> Both messages still appear in my browser. It sounds like you have your 
> browser set not to show messages you have already read. 


Oops! You are both correct. My browser was set incorrectly. It was my 
error and I appologise for jumping to conclusions. 


Again, I appreciate your frustration, however, you are flirting with 
professional tasks that might well require professional tools. 
Therefore, it is reasonable to expect that you may have to pay 
professional prices to solve specific programming tasks you may 
have... or write your own converters. Net Yaroze is an introductory, 
hobbyist-grade development system and is offered with the clear 
disclosure that it is not a commercial grade development system. A 
common difference between low level and high level development 

systems are the tools provided as well as the availability of support. 


VVVVVVVVV 


Pardon me, but this is a cop out. From the Net Yaroze User's Guide: 


"Net Yaroze is a revolutionary project which enables anyone to create 
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PlayStation applications by using range of Net Yaroze devolopment tools 
on a personal computer..." 


Note the use of the name "PlayStation". Not qualified with "Net 
Yaroze". Also note the term "range of Net Yaroze development tools" 


Nowhere in any documentation does the term "hobbiest-grade" occur. We 
only see that one after paying our money and accessing the web site. I 
personally have programmed 3 successful 3D games, and undertook to do a 
"feasability study" for a playstation game so that my client could raise 
the capital for your license and further development. The sale of the 
Yaroze was pitched to my client by Sony for that purpose and I think it 
negligent that Sony should not have thought to provide the proper tools 
on either a CD or the web site to enable commonplace tools like 3D 
Studio to be used to create data for the Yaroze. 


Actually, I would like to know how many of us Net Yaroze "members" paid 
out the 5800-5900 for a "hobbiest" system without any intention of at 
least eventually developing a "professional" (i.e, commercial) 
application. 


I was told today by a friend that Sony does indead have a plugin for 3D 
Studio that will generate .rsd files, and is willing to distribute it to 
Net Yaroze users, but perhaps there is some communication failure 
between the developers of tools for the Playstation and the people who 
are supporting the Yaroze website. Have you guys really asked about the 
office on our behalf? 


> It appears to me that your original post was made just yesterday. I'm > not sure h 
ow fast you expect replies. 


Please check the 3D section where essentially the same questions were 
asked 2 weeks ago (unanswered). And I call you attention to even older 
requests by other people who have seem to be frustated by the lack of 
even one well documented example of a texturized 3D model displayed on 
the Yaroze. (If you mention DINO, I will say something bitingly 
sarcastic about programming style and documentation.) 


I appreciate your response, and I hope my (perhaps over the top) 
expression of frustration will give you an idea what we poor users are 
going through when we know that the tools and information we need is 
available from Sony but have no practical way to access it. 


Jack 
—-MESSAGE FILE 19278 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000029 


——MESSAGE FILE 19279 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000030 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: Thu, 31 Jul 1997 05:26:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 95 

Message-ID: <33e01216.45642164@205.149.189.29> 

References: <33DFBC50.156@sprintmail.com> <01bc9d55$aead3860$e44231a2@DonThomas.inte 
ractive.sony.com> <33E0087C.5A96@sprintmail.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 30 Jul 1997 20:37:32 -0700, Jack Bowman 
<jackbowman@sprintmail.com> wrote: 


>[snip] 

>> Again, I appreciate your frustration, however, you are flirting with 
>> [snip] 

>> 

>Pardon me, but this is a cop out. From the Net Yaroze User's Guide: 

> 

>"Net Yaroze is a revolutionary project which enables anyone to create 
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>PlayStation applications by using range of Net Yaroze devolopment tools 
>on a personal computer..." 


You should really read to the end of the sentence, then to the end of 
the paragraph. My copy of the User Guide says: 


Net Yaroze is a revolutionary project which enables anyone to create 
Playstation applications by using a range of Net Yaroze development 
tools on a personal computer connected to a special Net Yaroze 
PlayStation. Net Yaroze applications can be posted on an exclusive Net 
Yaroze web site to be shared and enjoyed by other members. 


The Start Up Guide says: 


The Net Yaroze Starter Kit is an integrated environment for developing 
PlayStation software on your personal computer. Work developed on a PC 
can be played by downloading to a special PlayStation, available only 
to Members of Net Yaroze. 


> 

>Note the use of the name "PlayStation". Not qualified with "Net 
>Yaroze". Also note the term "range of Net Yaroze development tools" 
> 


Note the use of "special Net Yaroze PlayStation" and "special 
PlayStation" throughout the manuals, web site and other literature. I 
can't believe you missed it. 


>Nowhere in any documentation does the term "hobbiest-grade" occur. We 
>only see that one after paying our money and accessing the web site. 


Sony has gone to great lengths to stress that the Net Yaroze system is 
a sub-set of the professional system. Anywhere I have seen the 
question "What is Net Yaroze?" the answer has always been "A 
hobbyist's development kit that allows anyone to write game programs 
to run on the special Net Yaroze PlayStation." 


>I personally have programmed 3 successful 3D games, and undertook to do a 
>"feasability study" for a playstation game so that my client could raise 
>the capital for your license and further development. The sale of the 
>Yaroze was pitched to my client by Sony for that purpose and I think it 
>negligent that Sony should not have thought to provide the proper tools 
>on either a CD or the web site to enable commonplace tools like 3D 
>Studio to be used to create data for the Yaroze. 

> 

>Actually, I would like to know how many of us Net Yaroze "members" paid 
>out the $800-$900 for a "hobbiest" system without any intention of at 
>least eventually developing a "professional" (i.e, commercial) 
>application. 


I would guess that many members intend to write a "professional" game 
that they hope they can get a licensed publisher to release them. I 
would also guess that the vast majority of the members understand that 
the Net Yaroze system is not a professional development system. 


>I was told today by a friend that Sony does indead have a plugin for 3D 
>Studio that will generate .rsd files, and is willing to distribute it to 
>Net Yaroze users, but perhaps there is some communication failure 
>between the developers of tools for the Playstation and the people who 
>are supporting the Yaroze website. Have you guys really asked about the 
>office on our behalf? 


In Don's words: 


"You might like to know that I have spoken with some people internally 
and we hope to soon be posting some 3D Studio plug-ins that may help 
you. If they do not help you, feel free to post your concerns and, 
hopefully, somone may have other solutions for you to try." 


> 

>> It appears to me that your original post was made just yesterday. I'm 
>> not sure how fast you expect replies. 

> 
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>Please check the 3D section where essentially the same questions were 
>asked 2 weeks ago (unanswered). 


I have, and you are right. I appologize for missing your question. I 
admit that I didn't/don't have an answer for you, but I should have 
found someone who does. Perhaps the plug-ins will provide the support 
you need. I'll try to keep you posted on their status. In the future I 
would ask that you post a reminder if I you don't get a response ina 
reasonable period. 


Mario 


—-MESSAGE FILE 19279 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000030 


——MESSAGE FILE 19280 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Blackwell" <bespeed@islandnet .com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: 31 Jul 1997 05:59:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 63 

Message-ID: <01bc9d77$96573d20S$29af35c6@islandnet.com.islandnet.com> 

References: <33DFBC50.156@sprintmail.com> <01bc9d55$aead3860$e44231a2@DonThomas.inte 
ractive.sony.com> <33E0087C.5A96@sprintmail.com> 

NNTP-Posting-Host: i3-41.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jack Bowman <jackbowman@sprintmail.com> wrote in article 
<33E0087C.5A96@sprintmail.com>... 

> Nowhere in any documentation does the term "hobbiest-grade" occur. We 
> only see that one after paying our money and accessing the web site. I 


To come to Sony's defense on this one, if you look at the url 
http://www.scea.sony.com/ (which is a public, free of charge web site) you 
see it clearly stated that: 


"This website provides information on the video 
game hobbyist's development kit that allows anyone 
to write game programs for the Net Yaroze 
PlayStation game console" 


and also in the What is Net Yaroze on http://www.scea.sony.com/net/what.htm 
, the very first answer is: 


"What is Net Yaroze (TM)? 
A hobbyist's development kit that allows anyone to write game programs to 
run on the special Net Yaroze PlayStation." 


In fact, the only place which does not mention that the NY is not a 
hobbyist system is the documentation, which you receive after you payed for 
the system, and have hopefully read about first on the web page (it pays to 
be an informed consumer :-) 


> Actually, I would like to know how many of us Net Yaroze "members" paid 
> out the 5800-5900 for a "hobbiest" system without any intention of at 

> least eventually developing a "professional" (i.e, commercial) 

> application. 


If we're taking votes, I for one purchased a Yaroze without any intention 
of developing a commercial product. Why you ask? Several reasons. First 
off, I'm already a professional game programmer. I enjoy my job, but my job 
consists of creating games based on other peoples expectations. Customers, 
marketing, designers, producers, you name it. Yaroze gives me a chance to 
just play, with no outside pressure and no deadlines. I love programming, 
and Yaroze gives me the chance to do what I love just for the sake of doing 
it. I also get the satisfaction that I might be able to share my work and 
my knowledge with others. As to the price, I think $900 is very reasonable 
for a high speed 3d machine with a complete development environment. My PC 
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certainly doesn't give the same satisfaction, and I'm not really keen on 
forking out ten grand for an SGI. 


Anyway, I guess my point is, Yaroze is indeed a grassroots, hobbyist 
system. It depends not only on Sony's support, but also our support to make 
it a fun and enjoyable experience. It's our job as its users to fill in the 
gaps. There's nothing wrong with voicing our opinions to Sony (see my C++ 
page), but let's back our opinins with ideas to solve the problems, rather 
than just bashing Sony. So Sony doesn't provide a 3ds converter. Solution: 
write your own. When I found out that Sony wan't interested in supporting 
C++, and Metrowerks didn't include the best support for it on the new 
release, we as a group, took it upon ourselves to fix the problem by 
writing our own new and delete code, exception handlers, and other things. 
When we found out that Yaorze supported only DOS, we took it upon 
ourseleves to write a full suite of Win95, Amiga and even linux native 
tools. 


So, friend Bowman, I urge you to take this opportunity to impress us and 
commit yourself to the NY community. 


Chris Blackwell 
—-MESSAGE FILE 19280 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000031 


——MESSAGE FILE 19281 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000032 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: 1 Aug 1997 00:29:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <01lbc9e11Se9dae240S7fbf43ce@wkwerner> 

References: <33DFBC50.156@sprintmail.com> <01bc9d55$aead3860$e44231a2@DonThomas.inte 
ractive.sony.com> <33E0087C.5A96@sprintmail.com> 

NNTP-Posting-Host: port27.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Although I haven't had the oportunity to try it, I was under the impression 

that 3ds can save files in .dxf format. If so, there are several 

conversion programs for converting .dxf to rsd. I hope this is true, this 

was how I was planning to take advantage of my 3ds purchase! 

Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19281 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000032 


—-MESSAGE FILE 19282 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Don Thomas" <don_thomas@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: 1 Aug 1997 00:38:24 GMT 

Organization: SCEA 

Lines: 64 

Message-ID: <01bc9e14$a34565a0Se44231a2@DonThomas.interactive.sony.com> 

References: <33DFBC50.156@sprintmail.com> <01bc9d55$aead3860$e44231a2@DonThomas.inte 
ractive.sony.com> <33E0087C.5A96@sprintmail.com> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Microsoft Internet News 4.70.1161 


Jack, 
> Pardon me, but this is a cop out. From the Net Yaroze User's Guide:... 
Here is the very first link found on the Net Yaroze Web Site... 


"What is Net Yaroze(TM) ? 
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A hobbyist's development kit that allows anyone to write game programs to 
run on the special Net Yaroze PlayStation. (See the FAQ for answers to the 
most common questions about Net Yaroze.)" 


No one purchasing Net Yaroze is ever led to believe they are purchasing a 
commercial grade development system. I know no one at SCEA would have told 
you that Net Yaroze is a commercial grade development system if you had 
asked. 


Frankly, it sounds like you are actually quite savvy and know that 
commercial grade systems cost many thousands of dollars. I think you had 
hopes that Net Yaroze would be a short cut to that end. 


> Actually, I would like to know how many of us Net Yaroze "members" paid 
> out the 5800-5900 for a "hobbiest" system without any intention of at... 


We have already had received very impressive submissions from throughout 
the world.... some of them definitely have commercial potential. You might 
like to check members pages on our site and in Europe and Japan. 


> I was told today by a friend that Sony does indead have a plugin for 3D 
> Studio that will generate .rsd files, and is willing to distribute it 
Է. 


As I've already responded, we are looking into it. Many օք the tools and 
resources we have access to are licensed for specific puposes and we do not 
have the right to freely post applications beyond the scope of their 
intended (licensed) venues. 


> Please check the 3D section where essentially the same questions were 
> asked 2 weeks ago (unanswered). And I call you attention to even 
older... 


I'll take your word for it. 


Please remember that Net Yaroze is a system established in the spirit that 
members will help each other. We have put systems in place to monitor this 
and we will make an effort to not allow issues to go unresolved. 
Regardless, we may miss them from time to time. All you need do is two 
things: 


1) bring it up again if it's real important to you. 
2) accept the possibility that you may have to develop your own 
remedies to resolve programming problems. 


>>I appreciate your response, and I hope my (perhaps over the top) 
>>expression of frustration will give you an idea what we poor users are... 


Actually, you have been quite candid and I think you deserve candid 
replies. I urge you to re-examine the Net Yaroze package. If you consider 
yourself to be a professional developer, you may have made an error not to 
invest into a commercial system where all the support you need is available 
on that level. Otherwise, I encourage you to sit back and have some fun. 


——Don Thomas 
SCEA 


—-MESSAGE FILE 19282 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000033 


—-MESSAGE FILE 19283 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: Sat, 02 Aug 1997 16:25:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 33 
Message-ID: <33e35c79.68714419@news.scea.sony.com> 

References: <33DFBC50.156@sprintmail.com> <01bc9d55$aead3860$e44231a2@DonThomas.inte 
ractive.sony.com> <33E0087C.5A96@sprintmail.com> 
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NNTP-Posting-Host: nb3ppp40.cac.psu.edu 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Please check the 3D section where essentially the same questions were 
>asked 2 weeks ago (unanswered). And I call you attention to even older 
>requests by other people who have seem to be frustated by the lack of 
>even one well documented example of a texturized 3D model displayed on 
>the Yaroze. (If you mention DINO, I will say something bitingly 
>sarcastic about programming style and documentation.) 


I can relate to the feeling of frustration regarding demos. 
While there are plenty of them available, I have yet to see one that 
properly explains how the function calls work, and what exactly they 
are doing in the program. I think it is exaggerated to be calling 
some of these demos "tutorials", since they do not intend to teach 
what is going on, only to demonstrate. I've had luck with 2D 
programming, but only through reading many many demos and working out 
all the nuances over weeks that could have been resolved in a few 
hours with a properly guided tutorial. I've tried to make one of 
these and distribute it on my web site, but I think as a yaroze 
community we all need to be sharing information readily since that 
will be the only real way to understand the api's. We're not going to 
get the support that professional developers do, so all the learning 
is up to us. I'm attempting to become very verbal about any 
information and tips I can find regarding yaroze programming and I 
challenge others to do so, so that we can learn things as quick as 
possible without floundering in ambiguity. One way I'm trying to do 
this is display on my yaroze web site any pertinent information that I 
have collected through experience, as time allows. It'd be nice to 
see others doing the same, since I haven't seen a lot of web sites so 
far that were directly helpful with yaroze programming. 


Jamin 


—-MESSAGE FILE 19283 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000034 


——MESSAGE FILE 19284 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000035 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Dwight Joslin" <spectrum@prolog.net> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting texture maps onto the Yaroze 

Date: 4 Aug 1997 01:54:53 GMT 

Organization: Spectrum GameWorks 

Lines: 45 

Message-ID: <0Olbca07aScbhdc54c0S05labacc@prolog.prolog.net> 
References: <33DFBC50.156@sprintmail.com> 

NNTP-Posting-Host: du05.scr.ptd.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


You can save a 3ds file as a DXF file and then use DXF2RSD to convert it. 
The image will appear on the Yaroze but only a white image appears. If 
anyone can tell me why I can't get color rsd's, please do so. It's a good 
chunk of change for a program that Sony distributed a "special deal" with 
it's Yaroze sign-up package. If I had known that there were no tools 
available to convert 3d info, I wouldn't have bought it. I do like 3d 
Studio though. And I truly enjoy the Net Yaroze program but as I understand 
it, the Japanese programmers got Lightwave 3D. Oh well.... 


Jack Bowman <jackbowman@sprintmail.com> wrote in article 
<33DFBC50.156@sprintmail.com>... 

> This is a re-post of my previous message which someone chose to delete 
instead of answering. If deleted again, I will just email it to 
everyone I can find. 


I have several models made in 3D Studio and saved as .3ds files, 


> 
> 
> 
> 
> 
> 
> complete with texture map data and keyframe data, including 96 animation 
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positions on 30 or so sub-objects. Should look great on the Yaroze. 


But it seems there is no way short of buying the $30k Developer's 
package for the Playstation that I am going to get the .3ds data to the 
Yaroze. 


I have not been able to find ANY program for less than several thousand 
dollars that will read my .3ds files and create Yaroze-compatible (i.e, 
-rsd or .tmd) files and also retain the texture map data, and it looks 

as though I will have to wrench the keyframe data out of the .3ds files 
some other way anyway! 


So far no one at Sony has been of any help, and the one program I could 
find out about (SoftImage) that will interface neatly with a Playstation 
requires a plugin that is sold only if you have the $30K Playstation 
license. 


I am beginning to feel that Sony is sadly lacking in support for 
purchasers of the Net Yaroze, and I don't know how they expect to build 
a grass roots Playstation software community with that attitude. 


Perhaps the name should should be changed from "Let's Do It!" to "Do it 
Yourself!" or maybe "Go away kid, you bother me!". 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Well, a new Nintendo should be available soon.... 

> 

—-MESSAGE FILE 19284 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000035 


—-MESSAGE FILE 19285 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: John Phua <John_Phua@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Getting .3ds data onto the Yaroze 

Date: Mon, 11 Aug 1997 09:59:22 -0700 

Organization: Sony Computer Entertainment America Inc. 

Lines: 5 

Message-ID: <33EF44EA.393A@interactive.sony.com> 

References: <33DEE125.28C1@sprintmail.com> 

Reply-To: John_Phua@interactive.sony.com 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

CC: jackbowman@sprintmail.com, mperdue@iquest.net 


EY 1; 
We have posted a 3DS2RSD plug-in in the following area: 


http://www.scea.sony.com/net/yaroze/utilities/index.html 
—-MESSAGE FILE 19285 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000036 


--MESSAGE FILE 19286 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000037 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@azzurra.it> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Rotation problems: help! 

Date: Wed, 13 Aug 1997 21:31:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <5st23k$d579@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-2.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Hi, 
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I am writing a 3ds file format converter. 
I have a little question about the rotation system 


How can I convert the values used by 3ds for the rotation in degree, for 
obtain three 
different rotation on the three axis? 
Why a rotation of -90° on X, -90° օո Y and 0° on Z result in 3ds file: 
X=-0.577350 Y=-0.577350 Z=-0.577350 and angle=2.094395 (120°) ? 


What is the matrix system that 3D-studio use for calculate the rotations? 


Thanks in advance. 
Stefano 


P.S.: Excuse for my english. 


—-MESSAGE FILE 19286 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000037 


—-MESSAGE FILE 19287 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Bowman <jackbowman@sprintmail.com> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Using RSDV 

Date: Tue, 19 Aug 1997 18:15:22 -0700 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <33FA452A.1791@sprintmail.com> 

Reply-To: jackbowman@acm.org 

NNTP-Posting-Host: sdn-ts-—003camdreP08.dialsprint.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Շ-Տ51300801 (Win95; 1) 


I generated a .RSD file using 3DS2RSD.EXE from a 19 sub-object 3DStudio 
model, but found that the resulting file had only 1 object in it (which 
would make it hard to animate). Then I tried the plugin, which created 
19 separate .RSD files (with corresponding .ply, .mat, and .grp files). 
I then used this file set with RSDLINK.EXE to create a single .TMD 
file. I still don't have the keyframe data from the .3DS file, but 
expect I can get it out some way, in order to animate the model on the 
Yaroze. 


When I wanted to use RSDVIEW (RSDV.BAT) to view the result (with the 
redundant RSDLINK step cut out), I found that PACKDATA (called by 
RSDV.BAT) wants a single .RSD file as an arguement, while I have 19 of 
them, with 8 .TIM files. 


So far, I have not been able to create the .PCK file required by 
RSDVIEW, and I cannot find documentation on PACKDATA. 


Is there a way to use RSDVIEW to view my model, or will it be necessary 
to write a program for this? Is the SOURCE for the programs of RSDV.BAT 
available? 


Thanks 
—-MESSAGE FILE 19287 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000038 


——MESSAGE FILE 19288 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_studio 
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Subject: Re: Using RSDV 

Date: Sun, 24 Aug 1997 15:18:03 GMT 
Organization: SCEA News Server 

Lines: 33 

Message-ID: <34005076.1413550@205.149.189.29> 
References: <33FA452A.1791@sprintmail.com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Jack, 


You're not being ignored. I just don't have an answer yet. I'll keep 
trying to find one. 


Mario 


On Tue, 19 Aug 1997 18:15:22 -0700, Jack Bowman 
<jackbowman@sprintmail.com> wrote: 


>I generated a .RSD file using 3DS2RSD.EXE from a 19 sub-object 3DStudio 
>model, but found that the resulting file had only 1 object in it (which 
>would make it hard to animate). Then I tried the plugin, which created 
>19 separate .RSD files (with corresponding .ply, .mat, and .grp files). 
>I then used this file set with RSDLINK.EXE to create a single .TMD 
>file. I still don't have the keyframe data from the .3DS file, but 
>expect I can get it out some way, in order to animate the model on the 
>Yaroze. 

> 

>When I wanted to use RSDVIEW (RSDV.BAT) to view the result (with the 
>redundant RSDLINK step cut out), I found that PACKDATA (called by 
>RSDV.BAT) wants a single .RSD file as an arguement, while I have 19 of 
>them, with 8 .TIM files. 

> 

>So far, I have not been able to create the .PCK file required by 
>RSDVIEW, and I cannot find documentation on PACKDATA. 

> 

>Is there a way to use RSDVIEW to view my model, or will it be necessary 
>to write a program for this? Is the SOURCE for the programs of RSDV.BAT 
>available? 

> 

>Thanks 
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—-MESSAGE FILE 19288 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_studio/00000039 


—-MESSAGE FILE 19289 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_studio/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <ben@triax.com> 
Newsgroups: scea.yaroze.programming.3d_studio 
Subject: 3DS MAX 

Date: 26 Aug 1997 20:42:35 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <01lbcb261$169708a0S4fb664ce@ben> 
NNTP-Posting-Host: pdx-tcl-14.triax.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Is there any plan for a conversion util for .max files? I know there is 


one now for .3ds. Thanks in advance. 


Benjamen 


--MESSAGE FILE 19289 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 


3d_studio/00000040 


——MESSAGE FILE 19290 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 


003d_studio/00000041 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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such as the Lake District. Check www.did.com for further details. 
Good Luck! 
Roger Godfrey (roger@did.com) 


—-MESSAGE FILE 2054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00757 


—-MESSAGE FILE 2055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000758 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sat, 2 May 1998 13:06:02 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <1ld8ecd3.lie8sfd1lx4pxwaN@al1-88-103.al.nl1> 

References: <3549C8BA.338@saqnet.co.uk> <6idbsaSlbr6é@chuka.playstation.co.uk> <354a4 
e7a.251227@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> I want to make my opinion known about ff7. Its a rubbish game, but a 


> lovely interactive story :) Am I the only one who thinks about it? Am 
> I also the only one who thought the game too easy? ah well... 
> 


I agree with you on this. Nice graphics, nice story, gameplay a draft. 

And it is turnbased!!! How can a turnbased game be the best game ever 

for PSX like some reviews tell? 

No, I need a little more action than FF7 

—-MESSAGE FILE 2055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00758 


—-MESSAGE FILE 2056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000759 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Sat, 2 May 1998 13:06:04 +0200 

Organization: Debri Productions 

Lines: 53 

Message-ID: <ld8ecrv.lpc4paxlbz3cxsN@al-88-103.al.nl> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> 

NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Joshua Meeds <dreamer@sinclair.net> wrote: 


What? Are there Yaroze mailing lists? Here's another problem - I've 
been in the program for a year, this is the first I've heard of it. 
Admittedly, I'm an SCEA member, but we shouldn't be excluded from 
mailing lists. I would gladly have signed up for a mailing list long 
ago, just so I wouldn't miss anything. Now I've missed everything that 
has gone on in the mailing list to this point, with no way of seeing the 
info. While I believe that a mailing list isn't really a good idea for 
this, it has already been going on, so I would like to join it. 


How? 


VVVVVVVVV VV 


Firdt the info about the list: 


subscribe at: 
(I think, I subscribed on a member-page on SCEE) 
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From: "Jason L. Asbahr" <jason@revenant.com> 
Newsgroups: scea.yaroze.programming.3d_studio 
Subject: Re: 3DS MAX 

Date: Wed, 26 Nov 1997 13:28:29 -0500 
Organization: Revenant, Inc. 

Lines: 23 

Message-ID: <347C6A4D.5D90@revenant .com> 
References: <01bcb2615169708a0S4fb664ce@ben> 
Reply-To: jason@revenant.com 
NNTP-Posting-Host: vortex.crash.blkbox.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.03Gold (WinNT; U) 


Benjamen Siroshton wrote: 
>Is there any plan for a conversion util for .max files? I know there is 
>one now for .3ds. Thanks in advance. 


Hi, Ben! 


FYI, my understanding is that .max files are essentially persistent 
storage of the state of Max C++ objects. The contents of the .max file 
can change depending on what plugins you use to modify the geometry data 
(like Biped), so there is no set .max file standard. 


If you can't make use of one of the formats 3DS Max already exports, 
the best way to get data out Max is to write your own exporter plugin. 
There are some good examples out there on the Kinetix web site to help 
you learn how it all works. 


You can also check out http://www.animetix.com/products/gamutpsm.htm for 
commercially available Max plugins that export to PSX formats. 


Good luck, and post if you make any cool progress! 


Jason Asbahr 

jason@revenant.com 

-—-MESSAGE FILE 19290 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000041 


——MESSAGE FILE 19291 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:25:10 -0800 

Organization: SCEA News Server 

Lines: 3 
Message-ID: <34BA19B6.79FF@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 168-204-80.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?Ill try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

—Austin 

--MESSAGE FILE 19291 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000042 


——MESSAGE FILE 19292 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000043 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Anything with Max 

Date: Thu, 19 Feb 1998 07:50:18 GMT 
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Organization: SCEA News Server 

Lines: 5 

Message-ID: <34ebe3b3.733674@news.scea.sony.com> 
NNTP-Posting-Host: ip135.ts3.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello! I was wondering if anyone has come up with a plugin for 3d 

studio max to export to rsd format? I think with the RSD tool it might 

be a little hard applying a texture to each polygon. (This may be the 

wrong way of doing it I dont know) but anyways those 3d object take up 

alot of space :) 

—-MESSAGE FILE 19292 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000043 


——MESSAGE FILE 19293 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kim Bassett <kstone@acm.org> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Anything with Max 

Date: Sun, 05 Apr 1998 19:36:02 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35283F92.59CB@acm.org> 

References: <34ebe3b3.733674@news.scea.sony.com> 

Reply-To: kstone@acm.org 

NNTP-Posting-Host: spain-25.ppp.hooked.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Michael Klucher wrote: 
> 


Hello! I was wondering if anyone has come up with a plugin for 3d 
studio max to export to rsd format? I think with the RSD tool it might 
be a little hard applying a texture to each polygon. (This may be the 
wrong way of doing it I dont know) but anyways those 3d object take up 
alot of space :) 


VV V V V 


It's been awhile since your question, but I don't see any replies to it. 


The fine support folks seem to have posted such a plug-in at 
http://www.scea.sony.com/net/yaroze/utilities/index.html 


- Kim Bassett 
—-MESSAGE FILE 19293 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000044 


——MESSAGE FILE 19294 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000045 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Anything with Max 

Date: Mon, 06 Apr 1998 05:24:09 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <352866a8.13695402@news.scea.sony.com> 

References: <34ebe3b3.733674@news.scea.sony.com> <35283F92.59CB@acm.org> 
NNTP-Posting-Host: ip51.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Well thanks for the reply but the file they offer on that page is for 
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3D Studio Release 4 which is for dos, I have 3D Studio Max R2 which is 
for NT and cant use the same plugins but again thanks for the reply. 
Michael Klucher 


On Sun, 05 Apr 1998 19:36:02 -0700, Kim Bassett <kstone@acm.org> 
wrote: 


>Michael Klucher wrote: 

>> 

>> Hello! I was wondering if anyone has come up with a plugin for 3d 

>> studio max to export to rsd format? I think with the RSD tool it might 
>> be a little hard applying a texture to each polygon. (This may be the 
>> wrong way of doing it I dont know) but anyways those 3d object take up 
>> alot of space :) 

> 

>It's been awhile since your question, but I don't see any replies to it. 
> 

>The fine support folks seem to have posted such a plug-in at 
>http://www.scea.sony.com/net/yaroze/utilities/index.html 

> 

> 

> — Kim Bassett 


—-MESSAGE FILE 19294 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000045 


——MESSAGE FILE 19295 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000046 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_studio,sc 
ea.yaroze.freetalk 

Subject: Yaroze 3D FAQ 

Date: Thu, 16 Apr 1998 07:47:20 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3538b787.2391518@news.scea.sony.com> 

NNTP-Posting-Host: ipl60.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:231 scea.yaroze.pr 
ogramming.3d_studio:46 scea.yaroze.freetalk:569 


Hello everyone! I know mario is compiling a yaroze FAQ so I thought it 
might be kinda cool to go a little more specific and compile a 3D 
Graphic yaroze FAQ ok so the title is still being worked on :). But if 
you have any suggestions would like to help on send in a question for 
it please E-Mail me at dajudge@inficad.com I thought I could even 
include stuff like where to get free moddeling stuff and choosing the 
right software for you and even go into some advanced stuff but anyway 
let me know! 

Michael KLucher 

—-MESSAGE FILE 19295 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000046 


——MESSAGE FILE 19296 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000047 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: RSD Normal Format 

Date: Thu, 07 May 1998 13:17:13 +0100 

Organization: The PC Shop 

Lines: 15 

Message-ID: <3551A649. 94EB3381@clara.net> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-1926.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi, 


I am in the process of writing an MAX ASC to RSD convertor for the yaroze. I have co 
mpleted most of the conversion vertices, polygons and textures 

etc. I am having trouble with the calculation of the Normal section of the PLY file 
for the RSD. I have the vertices and the polygon references to 

the vertices. I have tried the calculate the normal section but without success (Ran 
dom shading on all the polygons). 


I have these questions; 


How do you calculate the Normal section based on the Vertices and Polygon section. 
Is it a different calculation for guroud (Spelling?!?) and flat shaded polygons. 


Any help will be appreciated. 
Ian Thompson 


—-MESSAGE FILE 19296 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000047 


--MESSAGE FILE 19297 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000048 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: ASCII Scene Export format? 

Date: 27 May 1998 11:40:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01bd8964$099c1200Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Anyone know the format of 3DS Max ASCII Scene Export? 


I've decoded the model and basic animation information - I need to know 
how the texture coords are specified...... 


Thanks, 
Craig. 


Craig Graham, Intelligent Research (Video Games) Ltd 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 19297 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000048 


--MESSAGE FILE 19298 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000049 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Sudden problem running 3DS R4 in WIn95 

Date: Sun, 31 May 1998 10:12:44 -0500 

Organization: (no organization) 

Lines: 23 

Message-ID: <3571736C.555C@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 
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For the last year, I've been running 3D Studio R4 in a DOS 
box (full screen) under Win95 without many problems. 


Suddenly, when I try to start it up, Win95 pops up a 
window that says "3D Studio R4 may not run well unless it 
is run in MS-DOS mode. Would you like to create a shortcut 
to this program that will run it in MS-DOS mode?" 


I click "NO", and at the DOS prompt where I started 3DS, it 
prints the error: "Phar Lap err 74: Can't use -REALBREAK under 
this version of DPMI" 


Its been a while since the last time I ran 3DSR4, and I've 
loaded software since then, but I have no idea what I loaded, 
and what if any would interfere with 3DS like this. 


Any ideas or suggestions? 


Besides booting to DOS to run 3DS R4, which I didn't need 
to do all last year? :-) 


Thanks, 

Ed Federmeyer 

-—-MESSAGE FILE 19298 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000049 


—--MESSAGE FILE 19299 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/00000 
003d_studio/00000050 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.3d_studio 

Subject: Re: Sudden problem running 3DS R4 in WIn95 

Date: Sun, 31 May 1998 11:33:09 -0500 

Organization: (no organization) 

Lines: 29 

Message-ID: <35718645.16E9@charlie.cns.iit.edu> 

References: <3571736C.555C@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Ed Federmeyer wrote: 


Suddenly, when I try to start it up, Win95 pops up a 
window that says "3D Studio R4 may not run well unless it 
is run in MS-DOS mode. Would you like to create a shortcut 
to this program that will run it in MS-DOS mode?" 


I click "NO", and at the DOS prompt where I started 3DS, it 
prints the error: "Phar Lap err 74: Can't use —-REALBREAK under 
this version of DPMI" 


VVVVVVVV 


Well, I feel silly now: 


I just went to the "http://www.autodesk.com" web page, and 
they have a technote on running 3DS R4 under Win95. 


It described my problem to a "T". And solved it too! Cool! 
> Its been a while since the last time I ran 3DSR4, and I've 
> loaded software since then, but I have no idea what I loaded, 


> and what if any would interfere with 3DS like this. 


I also UNinstalled a bunch of stuff in this time too. 


Apparently, something removed the "DEVICE=D:\3DS4\PHARLAP.386" 
line from my system.ini. Putting that back in and rebooting 
did the trick! 
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EdF 
--MESSAGE FILE 19299 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/0000000 
3d_studio/00000050 


E AE AE FE FE AE FE AE AE FE FE HH HE 
E AE AE E FE AE AE AE AE FE HH HE 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior 


E AE AE E FE AE FE AE AE E FE FE HEA 


——MESSAGE FILE 19300 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000001 

Path: chuka.playstation.co.uk!scea!news 

From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: wont start - perhaps msie 4.0 

Date: Sat, 19 Apr 1997 18:11:49 -0500 

Organization: prairie research 

Lines: 14 

Message-ID: <5jbjae$1k11@scea> 

NNTP-Posting-Host: roin2-al0.indy.tds.net 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Code warrior wont run on my machine. 
I'm running internet explorer 
All executables give the message: 


The SH32W32.DLL cannot start. 
Check the file to determine the problem. 


Anyone else getting this? 


Bill Romanowski 


—-MESSAGE FILE 19300 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000001 


——MESSAGE FILE 19301 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000002 

Path: chuka.playstation.co.uk!orange.xenotech.com.au!user 
From: brendanl@wt.com.au (Brendan Langoulant) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: wont start - perhaps msie 4.0 

Date: Mon, 21 Apr 1997 12:33:15 +0800 

Organization: Resonant Perception 

Lines: 24 

Message-ID: <brendan1-2104971233160001@orange. xenotech.com.au> 
References: <5jbjae$1k11@scea> 

NNTP-Posting-Host: 203.59.54.26 


In article <5jbjae$1k11@scea>, "Bill Romanowski" <prairie@iquest.net> wrote: 


> Code warrior wont run on my machine. 
> I'm running internet explorer 
> All executables give the message: 


Not including Internet Explorer I presume? Do you mean just the 
CodeWarrior executables? 


> The SH32W32.DLL cannot start. 
> Check the file to determine the problem. 


Net Yaroze newsgroups message dump.txt Page 
Were you getting this error only after installing CodeWarrior? 

> Anyone else getting this? 

Can't say that I have. I have installed CodeWarrior on both a Mac anda 


PC running Win95, both work. I did try it under NT 4.0, but it didn't 
work there. 


Brendan Langoulant There's Joy in Repetition 
Software Author There's Joy in Repetition 
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—-MESSAGE FILE 19301 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


rior/00000002 


—--MESSAGE FILE 19302 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Michael Koziniak <michael_koziniak@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: wont start - perhaps msie 4.0 

Date: Tue, 22 Apr 1997 18:47:26 -0700 

Organization: Sony Interactive Entertainment 

Lines: 20 

Message-ID: <335D6A2E.1D15@interactive.sony.com> 

References: <5jbjae$1k11@scea> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Bill Romanowski wrote: 

Code warrior wont run on my machine. 
I'm running internet explorer 

All executables give the message: 


The SH32W32.DLL cannot start. 
Check the file to determine the problem. 


Anyone else getting this? 


VVVVVVVVV VV 


Bill Romanowski 
Bill, 
Where does this dll reside and what is its version? 


To get the version view the properties on the file. 
What type of machine do you have? 


Michael Koziniak@SCEA 


—-MESSAGE FILE 19302 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


rior/00000003 


——MESSAGE FILE 19303 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000004 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 
Date: Wed, 23 Apr 1997 09:05:57 +0000 

Organization: HandsOnToys, Inc. 

Lines: 5 

Message-ID: <335DD0F4.52AD@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Net Yaroze newsgroups message dump.txt Page 13028 


I'm running Codewarrior on a MAC and would love to see some of the demos 
working - the only way to do this is with a binary file - Since the GCC 
compiler is not ANSI strict, much of the code befuddles CodeWarrior. 


Has anyone gotten the DEMOS to run on PC or MAC with Codewarrior? 
—-MESSAGE FILE 19303 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000004 


—--MESSAGE FILE 19304 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000005 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: wont start - perhaps msie 4.0 

Date: Wed, 23 Apr 1997 15:21:14 -0500 

Organization: Metrowerks Corporation 

Lines: 22 

Message-ID: <hunt-ya02408000R2304971521140001@news.scea.sony.com> 

References: <5jbjae$1k11@scea> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <5jbjae$1k11@scea>, "Bill Romanowski" <prairie@iquest.net> wrote: 


Code warrior wont run on my machine. 
I'm running internet explorer 
All executables give the message: 


The SH32W32.DLL cannot start. 
Check the file to determine the problem. 


VVVVVVVV 


Anyone else getting this? 


This is a known problem with the pre-release Internet Explorer 4.0 from 
Microsoft. CodeWarrior will not work when you have it installed. We will 
work with Internet Explorer 4.0 by the time it goes final. 


If you have any additional questions, please carbon-copy them to 
support @metrowerks.com. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19304 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000005 


—--MESSAGE FILE 19305 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000006 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Metrowerks is listening! 

Date: Wed, 23 Apr 1997 16:37:15 -0500 

Organization: Metrowerks Corporation 

Lines: 21 

Message-ID: <hunt-—ya02408000R2304971637150001@news.scea.sony.com> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi everyone, 


This is just a quick note to introduce myself. I am the Tech Support guy in 
charge of our CodeWarrior for Playstation development tools, including 
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CodeWarrior for Net Yaroze. 


Please feel free to ask questions about CodeWarrior for Net Yaroze in this 
newsgroup, but it is very important that you also carbon copy those 
questions and bug reports to support@metrowerks.com. 


It is also important that you use the email report forms. On the Macintosh, 
they are located in your release notes folder in the Metrowerks 
Documentation folder of your CodeWarrior for Net Yaroze CD. 


On your Windows installation, they are located in the CW Release Notes 
folder of your \CodeWarrior folder. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19305 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000006 


—--MESSAGE FILE 19306 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Can you get anything to compile? 

Date: 24 Apr 1997 03:20:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <01bc505e$b23e3360$a773d9ce@mannynaj> 
NNTP-Posting-Host: dgr-il11-39.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm having trouble getting things to compile. 
When I try, it says this: 
Error: the file 'libps.h' cannot be opened 


Aside from -that- problem, I cant even get the Yaroze working օո COM2, so I 
cant even run programs from CodeWarrior anyways... and everything seems to 
move very sluggish. The sad fact is that I paid a lot extra for CW, and I 
find myself happy as a clam typing out code in dos without a mouse... 


Manny Najera 
—-MESSAGE FILE 19306 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000007 


——MESSAGE FILE 19307 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jeff Lawton <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Can you get anything to compile? 

Date: Thu, 24 Apr 1997 09:43:38 -0500 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <335F719A.76D1@groupz.net> 

References: <01bc505e$b23e3360$a773d9ce@mannynaj> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags—5200-1-p3.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Manny Najera wrote: 


> Error: the file 'libps.h' cannot be opened 
I had the same problem at first.. I guess you suffer from the same 
affliction as I.. The I don't read the docs sickness.. է) 
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If you read the PDF file 'Targeting the Playstation OS' you will find 
that it outlines TONS of stuff that you really need to know.. You have 
to recompile the LIB file to work under CW. It has a sample project 
walk through that really helps you to understand how it works. 


The PS OS PDF also walks you through the COM stuff, you should be able 
to get moving after that. Also don't forget to have a black memory card 
in the second slot if you want to save a higher BAUD rate to transfer 
data. 


I would say that it is the only PDF really worth reading.. If you still 
have problems after reading it let me know and I'll try to help you out. 


Hope this helps, 


Jeff 
—-MESSAGE FILE 19307 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000008 


——MESSAGE FILE 19308 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000009 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Can you get anything to compile? 

Date: 24 Apr 1997 21:39:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <0Olbc50f8$4362ef40S6b91b8cd@mannynaj> 

References: <01bc505e$b23e3360Sa773d9ce@mannynaj> <335F719A.76D1@groupz.net> 
NNTP-Posting-Host: dgr-il3-11.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Yeah... I've got a BAD attitude when it comes to readin' docs man... 


Manny Najera 
—-MESSAGE FILE 19308 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000009 


——MESSAGE FILE 19309 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000010 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Loading and Running woes.... HELP! 

Date: Thu, 24 Apr 1997 23:35:50 -0500 

Organization: The Implementor 

Lines: 61 

Message-ID: <336034A6.73C2@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx8-02.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


I converted the library, etc., and ran the demo program (with the 
bouncing balls), and all worked well. However.... 


Today I downloaded several of the demos from the web site, and 
proceeded to try to use them. I was able to create a project 
file for each one, and it built well enough (though I must point 
out that it gave me lots of warnings, some of them clearly 
incorrect, such as the 'variable used before initialization' 
warning which it gave quite often, even when the first use of 
the variable was to initialize it). After I built the file (by 
the way, is this incredibly slow on anyone else's system?), I 
went to the debugger and loaded the executable. It transferred 
it to the PSX properly, but when I ran it the PSX locked up. 
Anyway, after a bit of thought (and looking at the files 
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http://makelist.com/listsaver/yaroze/ 
If you want to spreat your word: 


yaroze@makelist.com 


All the mail you sent here, will be spread over the members. 


I think a SCEE-member started it. The mailinglist is a bit more active 
than the newsgroups and there is not a seperation i groups. Like I just 
read some newsgroups, but the mailinglist handles all the subjects. For 
as long as I subsribed, there were about 2 big discussions. The first 
was about the question if a mailinglist puts newsgroups of the line even 
more and the one I started is aboud softsex on the NY or PSX. 

Personally I think the mailinglist is a good addition to the newsgroups. 


It's not strange that you didn't know about the list becouse you can't 
view our pages. Some of us try to get a better contact between SCEE and 
SCEA. I personally started * TEAM BLACK *. Team black is more like a 
union or so. With team black I hope to improve the membership. With that 
I hope to get better tools (or finnished tools) better support and some 
other stuff. At this moment I have the Team Black page at SCEE, but I 
will move it so the SCEA can also view it. 


When I will, I need to be carefull becouse I don't know what Sony thinks 
about that. That's another point, I will try to have an interview with 
sony to see what their opinion is to questions like this. If you think * 
TEAM BLACK * is doing the right thing, support us by placing a banner on 
your page. I will fix a public page this weekend.. And I will report the 
link in the Newsgroups. 


Well, I hope I've helped you with this little note 


Greatings DEnnis.. 


1304 


—-MESSAGE FILE 2056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00759 


—-MESSAGE FILE 2057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000760 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Is my Yaroze faulty? 

Date: Sat, 02 May 1998 14:10:39 +0100 
Organization: Bacardi Ferrari V12 

Lines: 33 

Message-ID: <354B1B4F.5DA@manc.u-net.com> 


References: <3549FEDD.6D64@writeme.com> <01bd752£$85782c40$e33163c3@default> <01bd75 


3a$88e05c80$463863c3@default> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Peter Dollochan wrote: 
> I suppose you could use static GsGLINE blah 
> and it works just the same, looks like a memory prob. 


Yep James just putting static in front of the local declaration 

fixes it fine but I was sure puzzled by this at first. I use a 
non-static local array for my gradation lines in Grav's title screen 
but it works okay as it doesn't return the function until it's finished 


with the lines -- but that would sure have caught me out and done my 
head in! So cheers to Peter D and especially Nick Slaven for the 
explanation as I know this would have given me headaches in the future! 


Talking of types of ache (*) of the head I have one 
of my own which is perhaps similar to James R's initial problem: 


My analog diagnostic proggy displays the analogue values using 
standard FntPrints, and is supposed to draw two (white) boxes with 
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again) I realized that the programs all needed additional 
data files. I tried to find a way to load data files from the 
debugger, but I could find no way to do so (and the help file 


is useless here). So, I went to the PSComUtil program to load 
them (after shutting down the Debugger & resetting the PSX, since 
it wouldn't work otherwise). However, although PSComUtil loads 


the executables fine, whenever I try to load a data file, the 
output window always says "Download failed! Status -39" (although 
the information window always reports a successful operation). 
What is this mysterious Status -39? It acts like it is sending 
the data, but this pops up at the end of the transmission. 
Presumably, it really does fail (despite the information window's 
claims to the contrary), because when I run the program, it either 
locks up (usually with a black screen, probably because the graphics 
data files didn't transfer), or else the output window reports 
something to the effect of Unexpected Operation (with an address). 
Again, I know my setup works, but only when I have a single 
executable with no data files (i.e., the first demo). 


So, my most important question is: 

* How do I load data files from the debugger? 
Also: 

* How do I do so from PSComUtil? 

* What is PSComUtil's Status -39? 


Hopefully someone can help me here.... 


Also, the CodeWarrior tools have some problems (this is in Windows).... 

* All of the dialogs have context help buttons but no context help! 

* Settings such as tab size, highlighting, etc. are not saved 

* Screen updates are incredibly slow (I thought it locked up once) 

* Scroll bars very rarely draw properly 

* What help files exist are befouled -- the index keyword list is 
—-MESSAGE FILE 19309 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000010 


—--MESSAGE FILE 19310 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000011 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Loading and Running woes.... HELP! 

Date: Fri, 25 Apr 1997 10:44:09 -0500 

Organization: Metrowerks Corporation 

Lines: 48 

Message-ID: <hunt-ya02408000R2504971044090001@news.scea.sony.com> 
References: <336034A6.73C2@ix.netcom.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <336034A6.73C2@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


> So, my most important question is: 
> 
> * How do I load data files from the debugger? 


This is not possible at this time. We are working on adding this capability 
to the debugger. If all goes well, I will have a patch release for Windows 
that will consist of beta tools for people to use in approximately two 
weeks. 


> Also: 
> * How do I do so from PSComUtil? 
> * What is PSComUtil's Status -39? 


This is also going to be fixed in PSComUtil. We have fixed it on the 
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Macintosh version of PSComUtil, but I believe there are some other issues 
preventing it from being fixed immediately on Windows 95/NT. Again, fixing 
this is also planned to be a part of a beta release of the Windows tools in 
approximately two weeks. 


Also, the CodeWarrior tools have some problems (this is in Windows).... 

* All of the dialogs have context help buttons but no context help! 

* Settings such as tab size, highlighting, etc. are not saved 

* Screen updates are incredibly slow (I thought it locked up once) 

* Scroll bars very rarely draw properly 

* What help files exist are befouled -- the index keyword list is 
—-MESSAGE FILE 19310 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000011 


> 
> 
> 
> 
> 
> 


—--MESSAGE FILE 19311 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Granger <granger@electricimage.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: fp codegen? 

Date: Fri, 25 Apr 1997 16:52:04 -0800 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <336151B4.4E4B@electricimage.com> 

NNTP-Posting-Host: 199.35.234.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


There is an option for floating point code generation. I have this 
option turned off because the playstation does not have floating point 
support. Some of the demos use floating point math, so I presume that 
the floating point is emulated by the GNU compilers. The Metrowerks 
compiler appears to be issuing floating point instructions regardless of 
the fp code gen option. 


In addition, when a floating point number is converted to an integer a 
call is made to an external function "__cvt_dfp2unsigned". This 
function does not exist in the play station library. 


What gives? 


Mark Granger 

VP R&D 

Electric Image, Inc. 

—-MESSAGE FILE 19311 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000012 


—--MESSAGE FILE 19312 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000013 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: fp codegen? 

Date: Mon, 28 Apr 1997 15:29:45 -0500 

Organization: Metrowerks Corporation 

Lines: 20 

Message-ID: <hunt-—ya02408000R2804971529450001@news.scea.sony.com> 
References: <336151B4.4E4B@electricimage.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <336151B4.4E4B@electricimage.com>, Mark Granger 
<granger@electricimage.com> wrote: 


> In addition, when a floating point number is converted to an integer a 
> call is made to an external function "__cvt_dfp2unsigned". This 
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> function does not exist in the play station library. 
> 
> What gives? 


Our engineers report that floating point support in the compiler and 
libraries will not be available for a couple more months. 


In the meantime, you should avoid using floating point constants or code. 


Let us know if you have any additional questions. 
Thanks, 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 19312 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000013 


——MESSAGE FILE 19313 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joseph Tatham <tatham@ma.ultranet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Debugging, making, editing, environment woes 

Date: Mon, 28 Apr 1997 21:26:25 -0400 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <33654E41.2E4F@ma.ultranet.com> 

NNTP-Posting-Host: d9.dial-15.mbo.ma.ultra.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

CC: support@metrowerks.com 


I am using Win 95. 
In the order of importance... 


1) I can't get stepping in debugger to work. For instance, using 

the Check example in the code warrior directory, I stop at the first 
executable line, and then start stepping through the program. 

Things go fine until I hit the VSync() call, and then control never 
returns to the debugger. I have tried 115200 and 57600 rates, doesn't 
seem to matter. (I am trying to step *over* that call ctrl-s) 


2) Why can't I spawn the debugger from the IDE (Integrated, right?)? 
3) The debugger seems to be really really touchy. In order to really 


get it working reliably, I have to restart every time I do a new 
download. 


4) I did a "remove all binaries" when I was compiling, and now I cannot 
compile -- when it goes to link, it can't overwrite the .pse/.pxe file. 
I created a new project and started over (and didn't use the remove 

all binaries button) and things are going fine. I won't hit that 
button again. 


5) When compiling, and the error window comes up, and highlights my 
code, the highlighting stays around after I close the error window, 
and it makes things temporarily screwy in the editor. 


6) The editor needs to be configurable. The arrow keys stink for 
navigation. I want to be able to define my own control/navigation keys. 


On the bright side, I haven't had any performance problems. 
Pentium 166, 64 meg memory. 


-joe 
--MESSAGE FILE 19313 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000014 
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—--MESSAGE FILE 19314 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: bobt10@cris.com 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: host file option missing in debugger 

Date: Mon, 28 Apr 1997 21:08:44 -0500 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <3365582C.5449@cris.com> 

Reply-To: bobt10@cris.com 
NNTP-Posting-Host: 61017d0014ch.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


The host file folder option described on pages PS-61 and 
PS-62 of the 'Targeting Playstation ՕՏ' manual seems to be 
missing from the debugger. Or I don't know how to get to 

it. Based on the documentation, it should be in the debugger 
preferences. If not, where else would I set it? 


Or am I stuck loading the images/sounds through a batch file? 


The host file option looks very useful, because it makes it 

simpler to write code that could eventually be put on acd 

without any major changes. 

—-MESSAGE FILE 19314 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000015 


——MESSAGE FILE 19315 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000016 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: host file option missing in debugger 

Date: Tue, 29 Apr 1997 00:38:49 -0700 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <wal-ya02408000R2904970038490001@news.scea.sony.com> 
References: <3365582C.5449@cris.com> 

NNTP-Posting-Host: mg128-063.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In the Mac version, there's a separate panel in the debugger's preferences 
with this option (I forget the name of the panel...)... but since it seems 
to be project-specific, it only appears if a sym (pse) file is actually 
open in the debugger; i.e. if you just launch the debugger, that prefs 
panel doesn't exist until you open a program to be debugged. 


Hope this helps, sorry if it doesn't make sense, it's late... 


wayne a. lee 
wal@blarg.net 
—-MESSAGE FILE 19315 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000016 


—--MESSAGE FILE 19316 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000017 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Bill Romanowski" <prairie@iquest.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: wont start - perhaps msie 4.0 

Date: Tue, 29 Apr 1997 17:49:58 -0500 

Organization: prairie research 

Lines: 25 
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Message-ID: <5k5tp1$9a31@scea> 

References: <5jbjae$lk11l@scea> <brendan1-2104971233160001@orange.xenotech.com.au> 
NNTP-Posting-Host: 207.49.209.37 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Brendan Langoulant wrote in article 

>In article <5jbjae$lk1l@scea>, "Bill Romanowski" <prairie@iquest.net> 
wrote: 

> 

>> Code warrior wont run on my machine. 

>> I'm running internet explorer 

>> All executables give the message: 

> 
>Not including Internet Explorer I presume? Do you mean just the 
>CodeWarrior executables? 


> 

>> The SH32W32.DLL cannot start. 

>> Check the file to determine the problem. 
> 


>Were you getting this error only after installing CodeWarrior? 


Although Win95 blesses me daily with a wide variety of error messages, 
the above "SH32W32.DLL" gripe only happens with CW executables (all of 
"em). 


billr 


—-MESSAGE FILE 19316 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000017 


——MESSAGE FILE 19317 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Metrowerks is listening! 

Date: Tue, 29 Apr 1997 20:16:59 -0400 

Organization: ArcanaTech 

Lines: 49 

Message-ID: <33668F29.276C@earthlink.net> 

References: <hunt-—ya02408000R2304971637150001@news.scea.sony.com> 
Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust57.Max10.Cleveland.OH.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 

CC: support@metrowerks.com 


Eric, 
Glad to know you're listening... 


My first impressions of the IDE and documentation aren't real good. For 
me, there's nothing worse than ambiguity regarding simple things when 
going into a new development environment (I have considerable experience 
with MS VC and Borland IDEs, as well as some others). 


The irksome things: 


1. Instructions concerning updating the Sony libraries explicitly say 
copy the include *directory* and the lib *directory* from the Sony CD to 
a Metroworks directory- HOWEVER, the target directory already had a lib 
and an include directory, created by the Metroworks install. So, one is 
faced with: gee, am I really supposed to trash the existing directories, 
or am I supposed to copy the *contents* of the Sony directories into the 
corresponding Metroworks directory. Sure, I figured it out, but there's 
quite enough truly new, different stuff to think about, without having 
to deal with problems like this. 
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2. Similarly, the Check project, when opened, uses a main.c that is the 
JAPANESE version. Though the source itself is english, the comments are 
japanese (i.e., unreadable garbage). I wasted almost an hour, poking 
around in the IDE, trying to get the IDE to use courier new font, and 
was about ready to throw up my hands and decide that the IDE really was 
garbage, when I stumbled on the same set of sources (sans Metroworks 
project) in the examples on the Sony CD. There were 2 main.c source 
files (one with an extension indicating it was Japan). So, the upshot 
is, the main.c in the Check directory that is distributed by Metroworks 
is the WRONG main.c. And, figuring out what was wrong caused me (and I 
suspect will cause others) a lot of unnecessary aggravation. 


I'd like to give you (Metroworks) the benefit of the doubt... but it's 
really hard to feel that the attention to detail required to make a 
solid development environment is there when the first things that a user 
sees "out of the box" are so botched. 


I don't wish to appear overly negative, but it really does upset me when 
I waste time on stuff like this. I suppose my point is, someone at 
Metroworks needs to sit down with the section of the manual that deals 
with targeting the playstation, go through the steps, and make sure that 
the distributed files and procedures match what is on the CD. Also, step 
through the Online HELP- there are inconsistencies, and (in my judgment) 
less than useful content for the high level IDE guided tour. 


As you might guess, when I finally get to using the IDE for writing 
code, I'll let you know how (if) my opinions have changed. 


Jack Copper 
—-MESSAGE FILE 19317 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000018 


—-MESSAGE FILE 19318 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Please POST MAC Batch file to Run Demo 

Date: Wed, 30 Apr 1997 10:09:31 +0000 

Organization: HandsOnToys, Inc. 

Lines: 7 
Message-ID: <33671A5B.736B@handsontoys.com> 
Reply-To: J.Brewer@handsontoys.com 
NNTP-Posting-Host: 204.167.99.141 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Could someone post a batch file that they got to work with PSCOMUTIL on 
the MAC? Meaning - and IO file or something that automatically loads 811 
of the data files into the Yaroze from a MAC from Codewarrior? 


Or an entire game demo converted and that will run on the MAC? 


Thanks! 
—-MESSAGE FILE 19318 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000019 


—-MESSAGE FILE 19319 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000020 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: host file option missing in debugger 

Date: Wed, 30 Apr 1997 10:21:58 -0500 

Organization: Metrowerks Corporation 

Lines: 15 

Message-ID: <hunt-ya02408000R3004971021580001@news.scea.sony.com> 
References: <3365582C.5449@cris.com> 
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NNTP-Posting-Host: hunt.metrowerks.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <3365582C.5449@cris.com>, bobt10@cris.com wrote: 


> The host file folder option described on pages ՔՏ-61 and 
> PS-62 of the 'Targeting Playstation ՕՏ' manual seems to be 
> missing from the debugger. Or I don't know how to get to 


It's not missing. They changed the name behind the doc people's backs. 


The "Current Project" preference tab contains the Host IO Folder option 
preference. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19319 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000020 


--MESSAGE FILE 19320 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000021 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Please POST MAC Batch file to Run Demo 

Date: Wed, 30 Apr 1997 10:29:29 -0500 

Organization: Metrowerks Corporation 

Lines: 20 

Message-ID: <hunt-—ya02408000R3004971029290001@news.scea.sony.com> 

References: <33671A5B.736B@handsontoys.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33671A5B.736B@handsontoys.com>, J.Brewer@handsontoys.com wrote: 


Could someone post a batch file that they got to work with PSCOMUTIL on 
the MAC? Meaning - and IO file or something that automatically loads 811 
of the data files into the Yaroze from a MAC from Codewarrior? 


V V V V V 


Or an entire game demo converted and that will run on the MAC? 


We have a new version of PSComUtil that supports batch downloading, but 
there is a bug in Sony's debug protocol that is preventing it from working 
(the infamous "printf()" bug). Everyone at Sony Japan is off work this 
week, so we've got a little while longer to wait. 


SIOCONS uses a different debug protocol that does not suffer from this 
problem, which is why it works. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19320 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000021 


—-MESSAGE FILE 19321 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000022 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Metrowerks is listening! 

Date: Wed, 30 Apr 1997 11:07:32 -0500 
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Organization: Metrowerks Corporation 

Lines: 26 

Message-ID: <hunt-—ya02408000R3004971107320001@news.scea.sony.com> 

References: <hunt-—ya02408000R2304971637150001@news.scea.sony.com> <33668F29.276C@ear 
thlink.net> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33668F29.276C@earthlink.net>, impmeister@earthlink.net wrote: 

> My first impressions of the IDE and documentation aren't real good. For 
It's not very clear in the sales channel, but CodeWarrior for Net Yaroze is 
a DR (Beta) release. Another release which will be much more stable is due 


out this summer, and will be sent at no charge to owners of CW/NY who have 
sent in their registration cards. 


> corresponding Metroworks directory. Sure, I figured it out, but there's 
> quite enough truly new, different stuff to think about, without having 
> to deal with problems like this. 


This is something we have our doc people working on right now. 


> 2. Similarly, the Check project, when opened, uses a main.c that is the 
> JAPANESE version. Though the source itself is english, the comments are 


We asked on several occassions for an English version of Check from Sony 
Japan and were unable to get one. Our Playstation engineer will include an 
English version of Check in the upcoming beta public release in 2-3 weeks. 


I've forwarded your comments around internally here. Thanks for submitting them. 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19321 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000022 


——MESSAGE FILE 19322 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000023 

Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Please POST MAC Batch file to Run Demo 

Date: Wed, 30 Apr 1997 12:08:39 -0700 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <wal-ya02408000R3004971208390001@news.scea.sony.com> 

References: <33671A5B.736B@handsontoys.com> <hunt-—ya02408000R3004971029290001@news.s 
cea.sony.com> 

NNTP-Posting-Host: mg130-252.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <hunt-ya02408000R3004971029290001@news.scea.sony.com>, 
hunt@metrowerks.com (Eric Hunt) wrote: 


> We have a new version of PSComUtil that supports batch downloading, but 
> there is a bug in Sony's debug protocol that is preventing it from working 
> (the infamous "printf()" bug). 


Sounds promising... what's the infamous printf() bug? 
wayne 


—-MESSAGE FILE 19322 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000023 
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--MESSAGE FILE 19323 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000024 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manifered H. Wolfe, II" <lobo@vicon.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Debugger problems 

Date: Thu, 01 May 1997 14:08:37 -0400 

Organization: Lobo Electronics 

Lines: 18 

Message-ID: <3368DC25.5500@vicon.net> 

Reply-To: lobo@vicon.net 

NNTP-Posting-Host: pppl7.vicon.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

cc: hunt@metrowerks.com 


I've been having problems with the debugger in Windows. I thought it 
might be that I was using COM2, so I moved my mouse to the PS/2 port and 
tried it on COM1. Same deal. PSComUtil works fine, but when Լ try to 
use the debugger, it seems to connect (reflected on the PSX screen), but 
then I get an error message. Any suggestions? Thanks! 


Manifered H. Wolfe, II 
Lobo Electronics 
http://www.vicon.net/~lobo 
lobo@vicon.net 


28 Game Systems, 700+ cartridges/CD's, 32 Coin-Op's, 1 Pinball 


****WANTED: Wells-Gardner Color X-Y Monitor or parts **** 

EAA Pole Position or Pole Position II boards KROA 

--MESSAGE FILE 19323 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000024 


——MESSAGE FILE 19324 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000025 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Metrowerks is listening! 

Date: Fri, 02 May 1997 16:35:34 -0400 

Organization: ArcanaTech 

Lines: 19 

Message-ID: <336A5016.1CAB@earthlink.net> 

References: <hunt-—ya02408000R2304971637150001@news.scea.sony.com> <33668F29.276C@ear 
thlink.net> <hunt-—ya02408000R3004971107320001@news.scea.sony.com> 

Reply-To: impmeister@earthlink.net 

NNTP-Posting-Host: Cust77.Max33.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; U) 


Eric Hunt wrote: 


It's not very clear in the sales channel, but CodeWarrior for Net Yaroze is 
a DR (Beta) release. Another release which will be much more stable is due 
out this summer, and will be sent at no charge to owners of CW/NY who have 
sent in their registration cards. 


SNIP SNIP 


Eric Hunt 
Metrowerks Playstation Tech Support 


VVVVVVVV VV 


Eric, 
Your're right.. it's not at all clear from sales literature (and the 
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nice shrinked wrap box) that the product is beta.. I am much more 
charitable when I know I'm dealing with a beta product.. 


Thanks for responding 

Jack Copper 

—-MESSAGE FILE 19324 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000025 


—-MESSAGE FILE 19325 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: bobt10@cris.com 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: host file option missing in debugger 

Date: Fri, 02 May 1997 20:30:19 -0500 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <336A952B.2CDD@cris.com> 

References: <3365582C.5449@cris.com> <hunt-—ya02408000R3004971021580001@news.scea.son 
y . com> 

Reply-To: bobt10@cris.com 

NNTP-Posting-Host: 61007d0015ch.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Eric Hunt wrote: 

In article <3365582C.5449@cris.com>, bobt10@cris.com wrote: 

> The host file folder option described on pages ՔՏ-61 and 

> PS-62 of the 'Targeting Playstation ՕՏ' manual seems to be 
> missing from the debugger. Or I don't know how to get to 


It's not missing. They changed the name behind the doc people's backs. 


The "Current Project" preference tab contains the Host IO Folder option 
preference. 


VVVVVVVVV VV 


You're correct. It was not obvious from reading the manual that the 
option appears in the preferences dialog until after you've loaded 
code to debug. 


Thanks for your response! 
—-MESSAGE FILE 19325 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000026 


—--MESSAGE FILE 19326 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000027 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Debugger problems (Mac) displaying unsigned chars 

Date: Sat, 03 May 1997 11:59:57 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <wal-ya02408000R0305971159570001@news.scea.sony.com> 
NNTP-Posting-Host: ppp01ll-sf5.sirius.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


When stopped in the debugger, if I try to display a variable or field of 
type "unsigned char", I get "***Bus Error***" rather than the value of the 
variable. It seems to happen only when the value of the field is non-zero. 


Worse, once "Bus Error" is displayed, ALL variables display "Bus Error" 
rather than their actual values. Then when I try to set a breakpoint, I get 
"Unknown error 100195". 
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corresponding (red) lines in them to replicate pad movement. BUT 
for some reason it just will not display them. 

Would someone PLEASE help me here as I'm having lots of trouble 
with numerous concurrent projects with this one problem. 

I'm SURE it should display them (endpoint coords are displayed 

on screen as LINE[xxx,xxx] as an attempt to debug this. HELP! 


http://www.netyaroze-europe.com/~shaughnj/ftp/analog.zip 


Most appreciated, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


(*) Not a Fillet o' Fish.. (anyone see that ep. of Family Fortunes?) 
—-MESSAGE FILE 2057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00760 


-—-MESSAGE FILE 2058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000761 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: The Name of A Game 

Date: Sat, 2 May 1998 15:36:14 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: sud-tcsl-port35.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:594 scee.yaroze.freetalk.english: 
761 


I used to play an arcade game that was most fun and I would like to try and 
find it or info about it. 


Maybe some of you have played it or might remember somthing, anyways... 
The game: 


Very similar to Xevious: Top view, scrolling upwards; space ship flying 
over land ( grass, and rock) 


Now here's the main distinguishing feature of the game. 


Like Gradius it had power ups. There were stars you collected. After so 
many stars then you could purchase new weapoons or items for your ship. I 
remember the best config was to get homing missle, speed upgrades, but 
there were also wing upgrades that would widen your ship (to a length of 3). 
If you got shot in the wing you'd loose them. 


Simple as that. 
If you remember this game I would very much appretiate some info on it. 
Thanx in advance. 


Steve Tolin 
titan@vianet.on.ca 


—-MESSAGE FILE 2058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00761 


--MESSAGE FILE 2059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000762 
Path: chuka.playstation.co.uk!macsuppor 
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Anyone else have this problem? 


[I've sent a copy of this to support@metrowerks.com] 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19326 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000027 


—-MESSAGE FILE 19327 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000028 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Metrowerks is listening! 

Date: Mon, 05 May 1997 10:56:12 +0000 

Organization: HandsOnToys, Inc. 

Lines: 24 

Message-ID: <336DBCCC.DC8@handsontoys.com> 

References: <hunt-—ya02408000R2304971637150001@news.scea.sony.com> <33668F29.276C@ear 
thlink.net> <hunt-ya02408000R3004971107320001@news.scea.sony.com> <336A5016.1CAB@ear 
thlink.net> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Yeah. I didn't know it was beta but the support I've gotten from 
Metrowerks has been amazing! That alone makes up for the DR thing... 


Jack Copper wrote: 


> 

> Eric Hunt wrote: 

>> 

> > It's not very clear in the sales channel, but CodeWarrior for Net Yaroze is 
> > a DR (Beta) release. Another release which will be much more stable is due 
> > out this summer, and will be sent at no charge to owners of CW/NY who have 
> > sent in their registration cards. 

>> 

> > SNIP SNIP 

>> 

> > Eric Hunt 

> > Metrowerks Playstation Tech Support 

> 

> Eric, 

> Your're right.. it's not at all clear from sales literature (and the 

> nice shrinked wrap box) that the product is beta.. I am much more 

> charitable when I know I'm dealing with a beta product.. 

> 

> Thanks for responding 

> Jack Copper 


—-MESSAGE FILE 19327 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000028 


--MESSAGE FILE 19328 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000029 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Shaffner <nshaf@intur.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: SH32W32.DLL 

Date: Tue, 06 May 1997 11:10:09 -0500 

Organization: DigiFX Interactive (http://www.digifx.net) 

Lines: 21 

Message-ID: <336F578F.79B1@intur.net> 

Reply-To: nshaf@intur.net 

NNTP-Posting-Host: www.digifx.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0Gold (Win95; I) 


I know someone here already had this problem, and was wondering if 
anyone knew the solution: 


Whenever I try to start ANY codewarrior program (Debugger,Ide,etc), I 
get the message: 


The SH32W32.DLL file cannot start. 
Check the file to determine the problem. 


I get the same message on my machine at work and at home, I am running 
IE 4.0 on both (active desktop stuff) as well as Win95 on both. I tried 
the NT patch for kicks, and it didn't help. 


— The version # of the DLL in the Codewarrior\bin directory is 3.20 
- I don't have another copy of the DLL anywhere on my system (except on 
the codewarrior CD) 


Any ideas? 


Thanks, 
Nick 
—-MESSAGE FILE 19328 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000029 


—-MESSAGE FILE 19329 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000030 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ken Hollins <khollins@equinox.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugging, making, editing, environment woes 

Date: Tue, 06 May 1997 12:44:43 -0700 

Organization: SCEA Net Yaroze News 

Lines: 45 

Message-ID: <336F8A2B.1A7A@equinox.com> 

References: <33654E41.2E4F@ma.ultranet.com> 

NNTP-Posting-Host: firegate.equinox.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I; 16bit) 


Joseph Tatham wrote: 

am using Win 95. 

In the order of importance... 

1) I can't get stepping in debugger to work. For instance, using 


the Check example in the code warrior directory, I stop at the first 
executable line, and then start stepping through the program. 


Things go fine until I hit the VSync() call, and then control never 
returns to the debugger. I have tried 115200 and 57600 rates, doesn't 
seem to matter. (I am trying to step *over* that call ctrl-s) 


2) Why can't I spawn the debugger from the IDE (Integrated, right?)? 


3) The debugger seems to be really really touchy. In order to really 
get it working reliably, I have to restart every time I do a new 
download. 


4) I did a "remove all binaries" when I was compiling, and now I cannot 
compile -- when it goes to link, it can't overwrite the .pse/.pxe file. 
I created a new project and started over (and didn't use the remove 

all binaries button) and things are going fine. I won't hit that 
button again. 


5) When compiling, and the error window comes up, and highlights my 
code, the highlighting stays around after I close the error window, 
and it makes things temporarily screwy in the editor. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 
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> 

> 6) The editor needs to be configurable. The arrow keys stink for 

> navigation. I want to be able to define my own control/navigation keys. 
> 

> On the bright side, I haven't had any performance problems. 

> Pentium 166, 64 meg memory. 

> 

> -joe 

Hi Joe, 


I am having the exact same problem. When I attemp to step though code 
generated with Code Warrior it hangs on the call to Vsync(). 

I have no other comments to add. This problem is no an isolated 
incident. 


Ken Hollins 
—-MESSAGE FILE 19329 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000030 


--MESSAGE FILE 19330 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: CW for Net Yaroze Release 2 (Long - Please Read) 

Date: Tue, 06 May 1997 12:04:32 -0500 

Organization: Metrowerks Corp. 

Lines: 62 

Message-ID: <336F649F.6EAl@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

CC: couv@metrowerks.com 


Hello Everyone! 


Many of you have posted here and elsewhere of problems with the 
CodeWarrior for Net Yaroze tools. Many features planned for CW were not 
ready when the Net Yaroze program started up 2 months ago, and many bugs 
were left undiscovered. We have heard your frustations and suggestions 
and we are working hard to make CodeWarrior the best Compiler available 
for Net Yaroze development. In the next three to four weeks, Metrowerks 
will release a new and improved version of the CodeWarrior for Net 
Yaroze tools. These will be sent to all registered CodeWarrior for Net 
Yaroze users on CDROM. No need to download patches. Լո order to get 
this update CD to all of you that have CodeWarrior, we must have your 
registration in our database. 

If you have not registered your software with Metrowerks, now is the 
time to do so. Just take a look at some of the features below that are 
planned for this new release. Please Fax or email your registration to 
us as soon as possible so that we can get everyone in and get your CD to 
you right off the presses. You can fax your registration form to 
Metrowerks in the US at: (512) 873 4901 or email the following info to: 
register@metrowerks.com, 

Name 

Title 

Company 

Street Address 

City 

State/Province 

Country 

Postal Code 

Phone 

Email 

Version: CodeWarrior for Net Yaroze 

Registration Number: 


You can also register online at http://www.metrowerks.com 
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Some of the features you can look forward to with this release (in 
addition to all the bug fixes) are: 
* Overlay Support 
* Version 2.0 of the CodeWarrior IDE 
- Key Remapping 
- Right Mouse clicking 
* MIPS Assembler 
* Dissassembler 
* New PSComUtil 


For all you Mac users out there! Graphics converters we plan to have 
ready: 

*BMP/TIFF to TIMM 

*Quicktime movies to PS-MDEC 

*ATFF sounds to VAG sound files 

* A Videomemory Organizer 


REMEMBER! This update is FREE if you take a few moments to register you 
software with us. 


Metrowerks is dedicated to providing the best tools available and 
without your suggestions and bug reports, we could never accomplish that 
goal. Please keep up the good work and let us know how we're doing. 


Cheers! 


Mark Couvillion 
—-MESSAGE FILE 19330 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000031 


—-MESSAGE FILE 19331 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000032 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Shaffner <nshaf@intur.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: SH32W32.DLL 

Date: Tue, 06 May 1997 13:43:55 -0500 

Organization: DigiFX Interactive (http://www.digifx.net) 

Lines: 16 

Message-ID: <336F7BAD.1105@intur.net> 

References: <336F578F.79Bl@intur.net> 

Reply-To: nshaf@intur.net 

NNTP-Posting-Host: www.digifx.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Nick Shaffner wrote: 


I know someone here already had this problem, and was wondering if 
anyone knew the solution: 


Whenever I try to start ANY codewarrior program (Debugger,Ide,etc), I 
get the message: 


The SH32W32.DLL file cannot start. 
Check the file to determine the problem. 


VVVVVVVVV 


Actually, I just figured out how to fix this... Disable the IE4.0 shell 
integration from Add/remove programs... Obnoxios... 


Nick 
—-MESSAGE FILE 19331 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000032 


—-MESSAGE FILE 19332 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000033 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugging, making, editing, environment woes 

Date: Wed, 07 May 1997 14:32:21 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <3370912f.1734301@news.scea.sony.com> 

References: <33654E41.2E4F@ma.ultranet.com> <336F8A2B.1A7A@equinox.com> 
NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 06 May 1997 12:44:43 -0700, Ken Hollins <khollins@equinox.com> 
wrote: 


>I am having the exact same problem. When I attemp to step though code 
>generated with Code Warrior it hangs on the call to Vsync(). 

>I have no other comments to add. This problem is no an isolated 
>incident. 


I've seen similar problems programming with DirectDraw under Windows. 
There are some operations that you can't step over in a debugger 
without locking the system up. 


Using the Vsync() call to wait for a verticle blank or using it to 
time something when single stepping doesn't make sense. What happens 
if you comment out the call and step over the GsSwapDispBuff () 
function? 


—-MESSAGE FILE 19332 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000033 


—-MESSAGE FILE 19333 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: CW Keystrokes. 

Date: Wed, 07 May 1997 14:36:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <337092df.2167139@news.scea.sony.com> 
NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


Is there any way of remapping the HOME key so that it takes me to the 
beginning of the line (not the top of the document) the way every 
other Windows product behaves? Is there a Windows/CUA compatibility 
mode that I missed? 


There are several keys that "misbehave", but this one is the most 
annoying. 


—-MESSAGE FILE 19333 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000034 


--MESSAGE FILE 19334 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000035 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Windows Editor 

Date: 8 May 1997 19:54:08 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <5ktbl0S$8ja2@scea> 

NNTP-Posting-Host: vancO1lm01-14.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


Anyone know of a good windows editor so I can use GNU with it. 
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I got Code Warrior but er, ah..hmm..it..ah..is bad. 
I can't wait till July for the new upgrade( like that will be any good ). 


Latah... 
George Bain 


—-MESSAGE FILE 19334 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000035 


—-MESSAGE FILE 19335 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: CodeWarrior for Net Yaroze Release 2 (Long- Please Read) 
Date: Fri, 09 May 1997 10:56:03 -0500 

Organization: Metrowerks Corp. 

Lines: 59 

Message-ID: <33734911.74F@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Hello Everyone! 


Many of you have posted here and elsewhere of problems with the 
CodeWarrior for Net Yaroze tools. Many features planned for CW were not 
ready when the Net Yaroze program started up 2 months ago, and many bugs 
were left undiscovered. We have heard your frustations and suggestions 
and we are working hard to make CodeWarrior the best Compiler available 
for Net Yaroze development. In the next three to four weeks, Metrowerks 
will release a new and improved version of the CodeWarrior for Net 
Yaroze tools. These will be sent to all registered CodeWarrior for Net 
Yaroze users on CDROM. No need to download patches. Լո order to get 
this update CD to all of you that have CodeWarrior, we must have your 
registration in our database. 

If you have not registered your software with Metrowerks, now is the 
time to do so. Just take a look at some of the features below that are 
planned for this new release. Please Fax or email your registration to 
us as soon as possible so that we can get everyone in and get your CD to 
you right off the presses. You can fax your registration form to 
Metrowerks in the US at: (512) 873 4901 or email the following info to: 
register@metrowerks.com, 

Name 

Title 

Company 

Street Address 

City 

State/Province 

Country 

Postal Code 

Phone 

Email 

Version: CodeWarrior for Net Yaroze 

Registration Number: 


You can also register online at http://www.metrowerks.com 


Some of the features you can look forward to with this release (in 
addition to all the bug fixes) are: 
* Overlay Support 
* Version 2.0 of the CodeWarrior IDE 
- Key Remapping 
- Right Mouse clicking 
* New PSComUtil 


For all you Mac users out there! Graphics converters we plan to have 
ready: 
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*BMP/TIFF to TIMM 
*AIFF sounds to VAG sound files 
* A Videomemory Organizer 


REMEMBER! This update is FREE if you take a few moments to register you 
software with us. 


Metrowerks is dedicated to providing the best tools available and 
without your suggestions and bug reports, we could never accomplish that 
goal. Please keep up the good work and let us know how we're doing. 


Cheers! 


Mark Couvillion 
—-MESSAGE FILE 19335 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000036 


--MESSAGE FILE 19336 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000037 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Michael Koziniak <michael_koziniak@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Windows Editor 

Date: Fri, 09 May 1997 13:23:10 -0700 

Organization: Sony Interactive Entertainment 

Lines: 14 

Message-ID: <337387AE.74A8@interactive.sony.com> 

References: <5ktb10$8ja2@scea> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


George Bain wrote: 

> 

> Anyone know of a good windows editor so I can use GNU with it. 

> I got Code Warrior but er, ah..hmm..it..ah..is bad. 

> I can't wait till July for the new upgrade( like that will be any good ). 
> 

> Latah... 

> 

> George Bain 


I particullary like CodeWarrior and Visual Slick Edit. Both are 
good programs that are very customizable. 


Michael Koziniak 
—-MESSAGE FILE 19336 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000037 


——MESSAGE FILE 19337 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Windows Editor 

Date: 12 May 1997 07:56:36 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <516ifk$8ja6é@scea> 

References: <5ktbl0S$8ja2@scea> <337387AE.74A8@interactive.sony.com> 
NNTP-Posting-Host: vanc0O1m05-20.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <337387AE.74A8@interactive.sony.com>, 
michael_koziniak@interactive.sony.com says... 

> 

>George Bain wrote: 
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>> 

>> Anyone know of a good windows editor so I can use GNU with it. 

>> I got Code Warrior but er, ah..hmm..it..ah..is bad. 

>> I can't wait till July for the new upgrade( like that will be any good ). 


>> Latah... 


>> George Bain 


>I particullary like CodeWarrior and Visual Slick Edit. Both are 
>good programs that are very customizable. 

> 

>Michael Koziniak 


I like CodeWarrior too..when it was good..and when I was using a MAC at at 
school. Whoever likes this version or can even use it must be insane. 
I spend more time rebooting my computer than programming. 


Latah... 
George Bain 


—-MESSAGE FILE 19337 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000038 


--MESSAGE FILE 19338 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior for Net Yaroze Release 2 (Long- Please Read) 
Date: 12 May 1997 08:00:43 GMT 

Organization: SCEA Net Yaroze News 

Lines: 72 

Message-ID: <516inbS$8ja7@scea> 

References: <33734911.74F@austin.metrowerks.com> 

NNTP-Posting-Host: vanc0O1m05-20.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <33734911.74F@austin.metrowerks.com>, couv@austin.metrowerks.com 
says... 

> 

>Hello Everyone! 

> 

>Many of you have posted here and elsewhere of problems with the 
>CodeWarrior for Net Yaroze tools. Many features planned for CW were not 
>ready when the Net Yaroze program started up 2 months ago, and many bugs 
>were left undiscovered. We have heard your frustations and suggestions 
>and we are working hard to make CodeWarrior the best Compiler available 
>for Net Yaroze development. In the next three to four weeks, Metrowerks 
>will release a new and improved version of the CodeWarrior for Net 
>Yaroze tools. These will be sent to all registered CodeWarrior for Net 
>Yaroze users on CDROM. No need to download patches. Լո order to get 
>this update CD to all of you that have CodeWarrior, we must have your 
>registration in our database. 

>If you have not registered your software with Metrowerks, now is the 
>time to do so. Just take a look at some of the features below that are 
>planned for this new release. Please Fax or email your registration to 
>us aS soon as possible so that we can get everyone in and get your CD to 
>you right off the presses. You can fax your registration form to 
>Metrowerks in the US at: (512) 873 4901 or email the following info to: 
>register@metrowerks.comé 

>Name 

>Title 

>Company 

>Street Address 

>City 

>State/Province 

>Country 

>Postal Code 
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>Phone 

>Email 

>Version: CodeWarrior for Net Yaroze 

>Registration Number: 

> 

>You can also register online at http://www.metrowerks.com 
> 

>Some of the features you can look forward to with this release (in 
>addition to all the bug fixes) are: 

>* Overlay Support 

>* Version 2.0 of the CodeWarrior IDE 


> - Key Remapping 

> - Right Mouse clicking 

>* New PSComUtil 

> 

>For all you Mac users out there! Graphics converters we plan to have 
>ready: 


>*BMP/TIFF to TIMM 

>*AIFF sounds to VAG sound files 

>* A Videomemory Organizer 

> 

>REMEMBER! This update is FREE if you take a few moments to register you 
>software with us. 

> 

>Metrowerks is dedicated to providing the best tools available and 
>without your suggestions and bug reports, we could never accomplish that 
>goal. Please keep up the good work and let us know how we're doing. 

> 

>Cheers! 

> 

>Mark Couvillion 


Thank god its free...I would never pay that much money for a compiler again. 
We should get a manual, better tools, and a compiler that actually worth 
using. I'am gonna register because I have faith left in you guys. ( Don't 
mess up :) )..... 

Latah.... 


George Bain 


—-MESSAGE FILE 19338 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000039 


—-MESSAGE FILE 19339 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior for Net Yaroze Release 2 (Long- Please Read) 
Date: Sun, 18 May 1997 22:25:38 -0500 

Organization: (no organization) 

Lines: 18 

Message-ID: <337FC832.1EF5@charlie.cns.iit.edu> 

References: <33734911.74F@austin.metrowerks.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

CC: support@metrowerks.com 


Mark Couvillion wrote: 


Yaroze tools. These will be sent to all registered CodeWarrior for Net 
Yaroze users on CDROM. No need to download patches. In order to get 
this update CD to all of you that have CodeWarrior, we must have your 
registration in our database. 

If you have not registered your software with Metrowerks, now is the 
time to do so. 


VV NV V V V 
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Where do I get the registration/serial number from? I would have 
assumed it was in the "Help/About CodeWarrior" menu, but there is 
nothing there. 


Since the Yaroze program just kicked off a few weeks ago in the US, and 
we all just got the software, why are we not registered automatically? 
I've never understood that about tech support! Arg.... 


EdF 
--MESSAGE FILE 19339 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000040 


——MESSAGE FILE 19340 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000041 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior for Net Yaroze Release 2 (Long- Please Read) 

Date: Mon, 19 May 1997 12:02:43 -0500 

Organization: Metrowerks Corporation 

Lines: 17 

Message-ID: <hunt-ya02408000R1905971202430001@news.scea.sony.com> 

References: <33734911.74F@austin.metrowerks.com> <337FC832.1EF5@charlie.cns.iit.edu> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <337FC832.1EF5@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


> Since the Yaroze program just kicked off a few weeks ago in the US, and 
> we all just got the software, why are we not registered automatically? 

> I've never understood that about tech support! Arg.... 

There was a registration card in your CodeWarrior for Net Yaroze packaging. 
If you did not have a reg card, you can call our registration department 
toll free at 1-800-377-5416 and they will be able to tell you what you can 
do to get registered. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19340 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000041 


—-MESSAGE FILE 19341 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: dfp2unsigned 

Date: 20 May 1997 00:56:45 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <01bc64b9$26b429c0S0fb6e9cd@JULIE.sie.qc.ca> 
NNTP-Posting-Host: sie-182-15.sie.qc.ca 

X-Newsreader: Microsoft Internet News 4.70.1155 


Did somebody had problem to convert a double type variable to a long type 
variable? 


Anytime I must convert a double to a long, when I try to make or to run my 
project, I get the message: 


Link failed : undefined '__cvt_dfp2unsigned' 


Am I missing something? 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 10:55:59 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <l1d8fbsq.114yfjouy2r3wN@al-—88-103.al.nl> 
References: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:595 scee.yaroze.freetalk.english: 
762 


Sorry, sounds like a game that's been cloned a lot. It even sounds like 
the last game Ambrosia produced for the Macintosh. 


The options sounds like parodius, but that ain't topview but sideview. 


DEnnis.. 
--MESSAGE FILE 2059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00762 


—-MESSAGE FILE 2060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000763 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 11:03:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6ihf3m$jpr2@chuka.playstation.co.uk> 

References: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: ag243.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:596 scee.yaroze.freetalk.english: 
763 


>Like Gradius it had power ups. There were stars you collected. After so 
>many stars then you could purchase new weapoons or items for your ship. I 
>remember the best config was to get homing missle, speed upgrades, but 
>there were also wing upgrades that would widen your ship (to a length of 
3). 

>If you got shot in the wing you'd loose them. 

> 

>Simple as that. 

> 


It could be Slap Fight, I only ever played the C64 version, but I recall 
that having wing extensions. 


Mark 


—-MESSAGE FILE 2060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00763 


—-MESSAGE FILE 2061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000764 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Interesting experiment 

Date: Sun, 3 May 1998 11:50:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6ihhs8Sjpr3@chuka.playstation.co.uk> 
NNTP-Posting-Host: ad012.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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Germain 


P.S. pardon my english, to read is easy but to write... 
—-MESSAGE FILE 19341 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000042 


—--MESSAGE FILE 19342 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000043 

Path: chuka.playstation.co.uk! ganymedae 

From: jean-luc.deltombe@alt.lu (jean-luc.deltombe) 
Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: dfp2unsigned 

Date: 21 May 1997 09:06:18 GMT 

Organization: Advanced Logic Technology (ALT) 

Lines: 23 

Message-ID: <5ludua$8ml@chuka.playstation.co.uk> 
References: <0Olbc64b9S26b429c0S0fb6e9cd@JULIE.sie.gqc.ca> 
NNTP-Posting-Host: 194.154.193.201 

X-Newsreader: News Xpress Version 1.0 Beta #4 


I think the floating point support is not yet implemented in Codewarrior for 
PSX. According to the public rumor, it should come with the next update 
("promis-—jure"). In the mean time, I think we should avoid using floating 
point math. 


Jean-Luc 


In article <01bc64b9S$26b429c0S0fb6e9cd@JULIE.sie.qc.ca>, 
"dr Z" <gsauve@sie.qc.ca> wrote: 
>Did somebody had problem to convert a double type variable to a long type 
>variable? 
> 
>Anytime I must convert a double to a long, when I try to make or to run my 
>project, I get the message: 
> 
>Link failed : undefined '__cvt_dfp2unsigned' 
> 
>Am I missing something? 
> 
>Germain 
> 
>P.S. pardon my english, to read is easy but to write... 
—-MESSAGE FILE 19342 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000043 


--MESSAGE FILE 19343 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Loading and Running woes.... HELP! 

Date: Thu, 22 May 1997 00:55:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <338397cb.87573334@news.scea.sony.com> 

References: <336034A6.73C2@ix.netcom.com> 

NNTP-Posting-Host: nbé6éppp225.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


After this post I didn't bother trying to use the CodeWarrior 
ComUtil to download data. I've been trying using siocons to load just 
the data into memory, then exiting out and starting up the CW 
Debugger. It doesn't seem to like using preloaded data, though. I 
got all of the demos that don't use preloaded data working fine on the 
debugger. (Except that I think that the debugger will freeze the psx 
sometimes if you just run your program without setting a breakpoint.) 
Anyway, I haven't had any luck with this technique yet, but I'll keep 
trying. Could someone let me know if they have? Thanks. 
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Jamin Frederick 
jaminl@psu.edu 


On Thu, 24 Apr 1997 23:35:50 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I converted the library, etc., and ran the demo program (with the 
>bouncing balls), and all worked well. However.... 

> 
>Today I downloaded several of the demos from the web site, and 
>proceeded to try to use them. I was able to create a project 
>file for each one, and it built well enough (though I must point 
>out that it gave me lots of warnings, some of them clearly 
>incorrect, such as the 'variable used before initialization' 


—-MESSAGE FILE 19343 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000044 


—--MESSAGE FILE 19344 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000045 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce, scee.yaroze.freetalk.english, scea.yaroze.programmin 
g.gnu_compiler, scea.yaroze.programming.codewarrior 

Subject: GNU C WIN95/NT Front end editor... 

Date: Thu, 22 May 1997 09:46:02 -0500 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33845C2A.21ED75EB@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags—5200-1-p23.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.announce:22 scee.yaroze.freetalk.english:1 
08 scea.yaroze.programming.gnu_compiler:15 scea.yaroze.programming.codewarrior:45 


I just finished a front end WIN95/NT editor for GNU C. This is the 
first version of the program, so it's in BETA phase. It supports upload 
via SIOCONS (as soon as we finish our windows version it'll work dirctly 
through it as opposed to a DOS window), GCC, strip, makefiles, compiler 
flags, function jump tables, project type listing, and lot's more. 


We are also working on a SIOCONS for 95/NT, and a TMD Editor. If you 
want to download the most recent version visit my Sony page at: 


http://www.scea.sony.com/net/yaroze/pages/jlawton-.html 


Please send me suggestions for additions to the program or any bugs you 
might find. We should have another version ready in a week or so. 


Regards, 
Jeff Lawton 


—-MESSAGE FILE 19344 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000045 


——MESSAGE FILE 19345 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000046 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: dfp2unsigned 

Date: Thu, 22 May 1997 15:00:11 -0500 

Organization: Metrowerks Corporation 

Lines: 29 

Message-ID: <hunt-ya02408000R2205971500110001@news.scea.sony.com> 
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References: <0O1lbc64b9S$26b429c0S0fb6e9cd@JULIE.sie.gqc.ca> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc64b9$26b429c0S0fb6e9cd@JULIE.sie.qc.ca>, "dr Z" 
<gsauve@sie.qc.ca> wrote: 


> Link failed : undefined '__cvt_dfp2unsigned' 
> 
> Am I missing something? 


Metrowerks' tools currently do not support the emulation of floating point 
operations in integer registers. Thus 


int foo () 

! float bar=5.34; 
bar=bar/5; 
return (int) bar; 


} 


is not supported. You need to do this in integer math. We will have a 
library that supports this in about two months. 


Let us know if you have any additional questions. 
Thanks, 

Eric Hunt 

Metrowerks Playstation Tech Support 


—-MESSAGE FILE 19345 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000046 


—-MESSAGE FILE 19346 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Rajiv Patel" <scorn@pacbell.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: CodeWarrior eats cpu time 

Date: 23 May 1997 07:40:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <01bc6733$b0926b30S010200c0@storm> 

NNTP-Posting-Host: ppp-206-170-223-209.anhm01.pacbell.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Has anyone noticed that CodeWarrior absolutely eats CPU time. It doesn't 
matter which component - IDE, debugger or PSComUtil - they all nail the CPU 
meter to the ceiling. This is in NT4.0, both before and after applying 
Service Pack 3. 


raj 


What for you bury me in the cold, cold ground? 


Rajiv Patel 
scorn@pacbell.net 


—-MESSAGE FILE 19346 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000047 


—-MESSAGE FILE 19347 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000048 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: lee@voxware.com (Lee Stewart) 

Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior eats cpu time 

Date: Fri, 23 May 1997 16:25:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <3385c429.1328259@news.scea.sony.com> 
References: <01bc6733$b0926b30$010200c0@storm> 
NNTP-Posting-Host: 208.3.138.208 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 23 May 1997 07:40:19 GMT, "Rajiv Patel" <scorn@pacbell.net> wrote: 


>Has anyone noticed that CodeWarrior absolutely eats CPU time. It doesn't 
>matter which component - IDE, debugger or PSComUtil - they all nail the CPU 
>meter to the ceiling. This is in NT4.0, both before and after applying 
>Service Pack 3. 


This is probably a quirk in the way they are handling Windows messages 
(or events for the Mac programmers out there). If you sit in a tight 
loop getting these messages and and dispatching them you will see the 
CPU hit %100. 


Is your system slower? If your CPU was really %100 busy, you wouldn't 
be able to run other programs, etc. 


—-MESSAGE FILE 19347 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000048 


—-MESSAGE FILE 19348 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000049 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior eats cpu time 

Date: Fri, 23 May 1997 15:44:20 -0500 

Organization: Metrowerks Corporation 

Lines: 22 

Message-ID: <hunt-ya02408000R2305971544200001@news.scea.sony.com> 
References: <01bc6733$b0926b30$010200c0@storm> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc6733$b0926b30$010200c0@storm>, "Rajiv Patel" 
<scorn@pacbell.net> wrote: 


Has anyone noticed that CodeWarrior absolutely eats CPU time. It doesn't 
matter which component - IDE, debugger or PSComUtil - they all nail the CPU 
meter to the ceiling. This is in NT4.0, both before and after applying 
Service Pack 3. 


V V V V 


This is a known issue with our porting library that allows us to port 
applications from the MacOS, where everything is originally written, to 
Windows NT/95. 


I know my personal Windows machine doesn't exhibit a noticeable slowdown 
when a Metrowerks program is sitting idle, it's just that the CPU meter is 
getting maxed out. 


Let us know if you have any additional questions. 


Thanks, 


Eric Hunt 

Metrowerks Technical Support 

--MESSAGE FILE 19348 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000049 
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--MESSAGE FILE 19349 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000050 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugger problems (Mac) displaying unsigned chars 
Date: Fri, 23 May 1997 15:45:49 -0500 

Organization: Metrowerks Corporation 

Lines: 21 

Message-ID: <hunt-ya02408000R2305971545490001@news.scea.sony.com> 
References: <wal-ya02408000R0305971159570001@news.scea.sony.com> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <wal-ya02408000R0305971159570001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> When stopped in the debugger, if I try to display a variable or field of 
> type "unsigned char", I get "***Bus Error***" rather than the value of the 
> variable. It seems to happen only when the value of the field is non-zero. 


Our Playstation Engineer reports that this should be fixed in the new 
debugger that will accompany the forthcoming patch release. 


I know we keep talking about this patch release, and I assure you it's 
under development. We're making sure it's done right instead of sending it 
out a little too early. Right now it's on track for a release at the end of 
May. 


Let us know if you have any additional questions. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Technical Support 

—-MESSAGE FILE 19349 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000050 


--MESSAGE FILE 19350 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000051 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Rajiv Patel" <scorn@pacbell.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior eats cpu time 

Date: 24 May 1997 05:15:14 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <01bc67e8$95d689b0S010200c0@storm> 

References: <01bc6733$b0926b30S010200c0@storm> <3385c429.1328259@news.scea.sony.com> 
NNTP-Posting-Host: ppp-206-170-223-195.anhm01.pacbell.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Lee Stewart <lee@voxware.com> wrote in article 
<3385c429.1328259@news.scea.sony.com>... 

> On 23 May 1997 07:40:19 GMT, "Rajiv Patel" <scorn@pacbell.net> wrote: 

> 

> >Has anyone noticed that CodeWarrior absolutely eats CPU time. It 
doesn't 

> >matter which component - IDE, debugger or PSComUtil - they all nail the 
CPU 


> >meter to the ceiling. This is in NT4.0, both before and after applying 
> >Service Pack 3. 

> 

> This is probably a quirk in the way they are handling Windows messages 

> (or events for the Mac programmers out there). If you sit in a tight 

> loop getting these messages and and dispatching them you will see the 

> CPU hit %100. 

> 

> Is your system slower? If your CPU was really %100 busy, you wouldn't 
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> be able to run other programs, etc. 


Well, that's what I'd figured - I don't have any noticeable slowdown in 
other apps, but it's a little annoying to see the CPU meter tag 100% all 
the time - it means I don't know when something really *IS* eating the CPU. 
The CPU meter's been a godsend when crazy things happen like MSVC just 
spinning during a compile eating CPU time and virtual memory for no good 
reason... 


—-MESSAGE FILE 19350 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000051 


--MESSAGE FILE 19351 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugger problems 

Date: Sat, 24 May 1997 15:01:33 -0700 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <3387653D.5B9A@znet.com> 

References: <3368DC25.5500@vicon.net> 

NNTP-Posting-Host: capts-—33.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

To: lobo@vicon.net 

CC: support@metrowerks.com 


Manifered H. Wolfe, II wrote: 


I've been having problems with the debugger in Windows. I thought it 
might be that I was using COM2, so I moved my mouse to the PS/2 port and 
tried it on COM1. Same deal. PSComUtil works fine, but when I try to 
use the debugger, it seems to connect (reflected on the PSX screen), but 
then I get an error message. Any suggestions? Thanks! 


VV V V V V V 


> — 

Wish I'd read this group sooner. 

suggestion: wait for the new version of codewarrior. 

I have the same problem (W95, 486/133). comutil and siocons work fine 
on 

the check program. In the debugger with the same com settings, it 
connects, then says "remote debugger startup" on my PSX, then the 
debugger says, "transferring check.pse" then it says, "A fatal 
Communications error has occurred. Please close the symbol and task 
windows and reset your target." 


Another thing I've noticed is that in siocons, you run the check 


program, 
then hit the select button on the pad and you're back in the brick wall 
ready to try again. In PScomutil, the psx freezes and you must wait 


30sec to reboot. Not much, but it adds up. 


regards, 
kirk 


kbender@znet.com 

http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19351 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000052 


——MESSAGE FILE 19352 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000053 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Windows Editor 

Date: Sat, 24 May 1997 15:09:46 -0700 


Net Yaroze newsgroups message dump.txt Page 13057 


Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <3387672A.3E8D@znet.com> 
References: <5ktb1l0$8ja2@scea> 
NNTP-Posting-Host: capts-—33.znet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


George Bain wrote: 

> 

> Anyone know of a good windows editor so I can use GNU with it. 

> I got Code Warrior but er, ah..hmm..it..ah..is bad. 

> I can't wait till July for the new upgrade( like that will be any good ). 
> 

> Latah... 

> 

> George Bain 


I like multi-edit a lot. 

see 

http://www.amcyber.com/ 
downloadable working demo. 

they have a $99 web special now. 


regards 
kirk 


kbender@znet.com 

http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19352 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000053 


--MESSAGE FILE 19353 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000054 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Sandy or Brady <sandyfuller@utech.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: bload() in the MWUtils.lib 

Date: Sat, 24 May 1997 21:20:33 -0700 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <3387BE11.2533@utech.net> 

Reply-To: sandyfuller@utech.net 

NNTP-Posting-Host: lp-115.utech.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


On pg 97 of Targeting the PlayStation OS the bload() function is 
described. How is the host I/O folder assigned for this function when 
utilizing the PS Com Utility? Or do you have to use the debugger to 
utilize this function? 


Thanks 
Brady Fuller 


—-MESSAGE FILE 19353 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000054 


—--MESSAGE FILE 19354 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000055 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Steve LaVietes <steve@scad.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: point rotation using integer math 

Date: Tue, 27 May 1997 21:27:56 -0400 
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Organization: Satellite at Savannah College of Art and Design 
Lines: 10 

Message-ID: <338B8A1C.2781@scad.edu> 

NNTP-Posting-Host: host167.scad.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0SC-SGI (X11; I; IRIX 6.3 IP32) 


Given that CWs MIPS compiler doesn't support floating point values 
currently, how might one rotate a point using only integer math. The 
method that I regularly use requires trig functions that return only 
floating point values. 


Any suggestions? 


Thanks, 

Steve LaVietes 

—-MESSAGE FILE 19354 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000055 


—--MESSAGE FILE 19355 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000056 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: point rotation using integer math 

Date: Wed, 28 May 1997 15:06:26 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <338c48cb.1557482@205.149.189.29> 

References: <338B8A1C.2781@scad.edu> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 27 May 1997 21:27:56 -0400, Steve LaVietes <steve@scad.edu> 
wrote: 


>Given that CWs MIPS compiler doesn't support floating point values 
>currently, how might one rotate a point using only integer math. The 
>method that I regularly use requires trig functions that return only 
>floating point values. 

> 

>Any suggestions? 


The Yaroze library contains several Matrix functions to handle 
Rotation, Scaling and such. For a full description, look at the 
documentation for RotMatrix(), RotMatrixX(), ScaleMatrix(), etc. These 
functions were written to work with non-floating point data. 


Mario 
—-MESSAGE FILE 19355 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000056 


——MESSAGE FILE 19356 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000057 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: bload() in the MWUtils.lib 

Date: Wed, 28 May 1997 09:57:49 -0500 

Organization: Metrowerks Corporation 

Lines: 21 

Message-ID: <hunt-ya02408000R2805970957490001@news.scea.sony.com> 
References: <3387BE11.2533@utech.net> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 
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In article <3387BE11.2533@utech.net>, sandyfuller@utech.net wrote: 


On pg 97 of Targeting the PlayStation OS the bload() function is 
described. How is the host I/O folder assigned for this function when 
utilizing the PS Com Utility? Or do you have to use the debugger to 
utilize this function? 


V V V V 


The HostIO folder in PSComUtil is automatically set to that of the .pse 
file. You can then pass a partial pathname (up to 255 characters) to the 
MWOpen or MWBload command 


i.e. 

result=MWBload("dataNNfoo.tim",addr); 

Let us know if you have any additional questions. 
Thanks, 


Eric Hunt 

Metrowerks Playstation Technical Support 

--MESSAGE FILE 19356 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000057 


——MESSAGE FILE 19357 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: New Version?? 

Date: 30 May 1997 17:21:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 3 

Message-ID: <0Olbcédle$8a004050Sbe8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hey Eric, 


What's the projected availability of the new version of CW? 
—-MESSAGE FILE 19357 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000058 


——MESSAGE FILE 19358 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000059 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: New Version?? 

Date: Sun, 01 Jun 1997 15:48:05 -0500 

Organization: Metrowerks Corporation 

Lines: 19 

Message-ID: <hunt-ya02408000R0106971548050001@news.scea.sony.com> 
References: <Olbc6dle$8a004050S$be8fb5cc@furlough> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <0lbc6édle$8a004050Sbe8fb5cc@furlough>, "Chris Furlough" 
<furlough@bellsouth.net> wrote: 


> What's the projected availability of the new version of CW? 
We're working hard on the netbourne update to the Net Yaroze tools. The Mac 


version is basically finished and there are only a few more pieces left 
before the Windows NT/95 version is done. 


We're going to get Sony to post the update on the Net Yaroze Member's web 
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page and it will also appear on our own web page 
<http://www.metrowerks.com>. 


Let us know if you have any additional questions. 
Thanks, 


Eric Hunt 

Metrowerks Playstation Technical Support 

—-MESSAGE FILE 19358 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000059 


—--MESSAGE FILE 19359 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000060 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Returning to CIP 

Date: Wed, 04 Jun 1997 23:52:28 +0100 
Organization: shadow developments 

Lines: 14 

Message-ID: <3395F1AB.3B5A@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-51.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Has anyone else had problems getting the Yaroze to return to the CIP 
terminal, after cleaning up their prog and returning from their program. 


I haven't yet got one demo to do this, or my own code. 


I've checked with SCEE and my code works fine on their machines, and 
we've come to the conclusion that it's probably a Mac/PSComUtil problem. 


Any help? 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 19359 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000060 


—--MESSAGE FILE 19360 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000061 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: MWbload problems 

Date: Mon, 09 Jun 1997 19:11:38 +0100 
Organization: shadow developments 

Lines: 15 

Message-ID: <339C4759.7C5F@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-05-42.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I'm having probs using the MWbload function. 

Whenever I stick it in my code, together with the #include <MWUtils.h>, 
or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
up with an error saying it is undefined. 


Anybody else had this problem, this is on the Mac version. 


Any help? 
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I was bored this morning so I thought I'd see if I could use my standard 
grey Playstation to run the Yaroze stuff on. I needed to use the disc swap 
trick to get the terminal to run, but apart from that it all worked fine. 


I downloaded my current pet project, ran it and it looked different. It 
seemed as if the dithering on gouraud shaded polygons wasn't as effective, 
resulting in noticeable banding. It was also running quite a bit slower than 
on the Yaroze, with a VSync interval of 197 lines as opposed to 182 lines. 


My grey station is one of the early models (SCPH-1002) so I'm wondering 
whether this difference is down to changes to the design or simply because 
my Old box is knackered. 


Mark 


—-MESSAGE FILE 2061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00764 


--MESSAGE FILE 2062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000765 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is my code faulty? 

Date: Sun, 03 May 1998 12:03:43 +0100 

Organization: Bacardi Ferrari V12 

Lines: 21 

Message-ID: <354C4F0F.AA6@manc.u-net.com> 

References: <3549FEDD.6D64@writeme.com> <01bd752£$85782c40Se33163c3@default> <01bd75 
3a$88e05c808463863c3@default> <354B1B4F.5DA@manc.u-net.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Some eejut wrote: 

> My analog diagnostic proggy displays the analogue values using 

> standard FntPrints, and is supposed to draw two (white) boxes with 
> corresponding (red) lines in them to replicate pad movement. BUT 
> for some reason it just will not display them: 


http://www.netyaroze-europe.com/~shaughnj/ftp/analog.zip 


OK STOP THE CLOCK. I've sussed it out -- anyone who wants to know 
what the prob is listen carefully as I shall say zis only once. 
I had erronously left in GsInit3D() (from playing around with 3D 


stuff) which converts the coodinate system so the origin is at the 
centre of the screen (not top left) so it WAS drawing the boxes, only 
off the screen. DOH! 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00765 


-—-MESSAGE FILE 2063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000766 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 03 May 1998 12:11:51 +0100 

Organization: Bacardi Ferrari V12 

Lines: 8 
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Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 19360 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000061 


—--MESSAGE FILE 19361 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000062 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: pad.h 

Date: Sat, 14 Jun 1997 15:39:19 -0400 

Organization: Cornell University 

Lines: 7 

Message-ID: <33A2F367.70E@erols.com> 

NNTP-Posting-Host: rkv-as2s07.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Whenever I try to compile my project, I get a single error, saying that 
pad.h is an illegal file type! 


I copied the same pad.h from the codewarrior examples folder. What's 
wrong?! 


Clint 
—-MESSAGE FILE 19361 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000062 


—--MESSAGE FILE 19362 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000063 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: fatal error 
Date: Sat, 14 Jun 1997 16:00:05 -0400 
Organization: Cornell University 

Lines: 7 

Message-ID: <33A2F845.474E@erols.com> 
NNTP-Posting-Host: rkv-as2s07.erols.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Whenever I try to link my debugger to my Yaroze, an error window comes 
up that says there's a "fatal communication error" and that I need to 
close my task window and reset my "target." 


This happened several times in a row! What's wrong? 


Clint 
—-MESSAGE FILE 19362 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000063 


——MESSAGE FILE 19363 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: CW won't exit cleanly 

Date: Sun, 15 Jun 1997 11:58:22 -0400 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <33A4111E.4A79@chat.carleton.ca> 
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NNTP-Posting-Host: obatanga.carleton.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Iis there any reason that code compiled with CW will not exit cleanly? 
Any program that I compile with CW and then run will not exit cleanly; 
what do I mean?... Whenever I exit my code after running, the 
playstation just freezes and will not come back to the ready state 
unless I hit reset or power it down. I suggest that this is a CW 
problem because when I take the same code and compile it with the GNU 
compiler it exits perfectly. Why not just use GNU then? well mainly 
because of CW's environment. It has its problems, but in general its 
better than a normal text editor and I doubt I'm going to find much 
support for the r3000 processor in other compilers... 

Anyways, I just wanted to know if this was a known bug with the compiler 
or what. Thanks 

—-MESSAGE FILE 19363 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000064 


—--MESSAGE FILE 19364 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: pscomutil 

Date: Sun, 15 Jun 1997 15:57:08 -0400 

Organization: Cornell University 

Lines: 4 

Message-ID: <33A44914.6219@erols.com> 

NNTP-Posting-Host: rkv-as2s56.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Whenever I try to upload a .tim file to the Yaroze before I start an 
application, I get an error "-39." What's the problem? 


Clint 
—-MESSAGE FILE 19364 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000065 


——MESSAGE FILE 19365 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000066 

Path: chuka.playstation.co.uk!news 

From: brian west <briest@globalnet.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CW won't exit cleanly 
Date: Sun, 15 Jun 1997 21:55:02 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 
Message-ID: <33A456A6. 6B83@globalnet.co.uk> 
References: <33A4111E.4A79@chat.carleton.ca> 
NNTP-Posting-Host: client856c.globalnet.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tim O'Neil wrote: 


Iis there any reason that code compiled with CW will not exit cleanly? 
Any program that I compile with CW and then run will not exit cleanly; 
what do I mean?... Whenever I exit my code after running, the 
playstation just freezes and will not come back to the ready state 
unless I hit reset or power it down. I suggest that this is a CW 
problem because when I take the same code and compile it with the GNU 
compiler it exits perfectly. Why not just use GNU then? well mainly 
because of CW's environment. It has its problems, but in general its 


VVVVVVV VV 
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better than a normal text editor and I doubt I'm going to find much 
support for the r3000 processor in other compilers... 

Anyways, I just wanted to know if this was a known bug with the compiler 
or what. Thanks 


V V V V 


Just be thankful you can get the bloody thing to load :) 
—-MESSAGE FILE 19365 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000066 


—--MESSAGE FILE 19366 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000067 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: patch 

Date: Sun, 15 Jun 1997 21:33:31 -0400 

Organization: Cornell University 

Lines: 17 

Message-ID: <33A497EB.1B70@erols.com> 

NNTP-Posting-Host: rkv-as2s3l.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


I downloaded the segmented files from the metrowerks web site, and when 
I opened the .bat file, I got the following in a dos window: 

C:\ny patch> 

Intermediate file error during pipe 

C:\ny patch>cwnyupd 

Bad command or file name 


C:\ny patch> 
And that's it. What's the problem? I tried to download the entire 
12meg executable, but I had some problems with that, too... 


Please help (maybe just e-mail me the full file), cos I'd like to get my 
Codewarrior working eventually. 


Clint 
—-MESSAGE FILE 19366 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000067 


—--MESSAGE FILE 19367 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000068 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: (ANN) CodeWarrior for Net Yaroze Release 2 Available Now 
Date: Mon, 16 Jun 1997 15:22:08 -0500 

Organization: Metrowerks Corp. 

Lines: 152 

Message-ID: <33A5A070.6343@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 
to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
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for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
couv@metrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 
http://www.metrowerks.com/tools/software/updates/index.html 
KKKKK 
Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 
page. 


KkKKKK 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 
brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


The following bugs from the first release have been fixed: 
- PSCommUtil -39 error when downloading a data file 
— Hanging of Net Yaroze when printf() statements are executed 
- UI, Window redraws, and crash problems in IDE and debugger 
— No longer need to reset the Net Yaroze after each run 


New features that are included in this release: 

- 2.0 IDE 

— New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 

- New PSComUtil with more stability at all baud rates and bug 
fixes of downloading problems 
Now supports batch file downloading using the same commands as 
SIOCONS 

— Graphics converters for Mac users. 
PICT, BMP, and TIFF to TIMM 

- TIM Viewer application for Mac 


— Lots of new Demos!! Six Sony Demos are now included along with 
documentation that shows you how to convert GNU projects to 
CodeWarrior. 


- All new Documentation with more detailed support for Net Yaroze 
users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 

Sincerely, 
Mark Couvillion 
!)))****TMPORTANT****:; Information concerning downloading and 


installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


13064 
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2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 
tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 
etc.. 


Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

— double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 


**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 - Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

— double click the CWPS Net Yaroze Update icon to run the installer. 


2 - Mac *.sit.hqx 

— Download the .sit.hqx file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.hqx file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


3 — Segmented 

- download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
(X is the file number) 

- When you have downloaded ALL segments, drop the file labeled "CWPS Net 
Yaroze Update.sit.1" on Stuffit Expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.X files 

— double click the CWPS Net Yaroze Update icon to run the installer. 


End. 
—-MESSAGE FILE 19367 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000068 
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——MESSAGE FILE 19368 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000069 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: khegeman@cybermax.net (Kyle Hegeman) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: MWbload problems 

Date: Wed, 18 Jun 1997 02:23:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <33a74491.2078989973@news.scea.sony.com> 

References: <339C4759.7C5F@netcomuk.co.uk> 

NNTP-Posting-Host: 207.19.133.136 

X-Newsreader: Forte Agent .99d/32.168 


Ira Rainey <shad.dev@netcomuk.co.uk> wrote: 
Did you add the MWDebugIO.lib file to the project? 


It sounds like you can't like because it can't find the lib file the 
function is defined in. 


I have used several functions from this library and they all seem to 
compile and link so far. 


I have the survival demo ported to use the following functions and run 
under code warrior successfully 


MWopen 
MWread 
MWclose 


Kyle Hegeman 

khegeman@cybermax.net 

>I'm having probs using the MWbload function. 

> 

>Whenever I stick it in my code, together with the #include <MWUtils.h>, 
>or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
>up with an error saying it is undefined. 

> 

>Anybody else had this problem, this is on the Mac version. 

> 

>Any help? 

> 

>Ira 

> 

>—— 

>"Never take life too seriously, 'cause you know you're not getting out 
>of it alive." - Bugs Bunny 


—-MESSAGE FILE 19368 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000069 


—-MESSAGE FILE 19369 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000070 

Path: chuka.playstation.co.uk!scea!!user 

From: "John Roseborough" <jrose@metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Wed, 18 Jun 1997 18:32:16 -0500 

Organization: metrowerks 

Lines: 70 

Message-ID: <509qoc$2194@scea> 

References: <335DD0F4.52AD@handsontoys.com> 

NNTP-Posting-Host: jrose.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:70 scea.yaroze.pro 
blems.mac:54 
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In article <335DD0F4.52AD@handsontoys.com>, Jay Brewer 
<J.Brewer@handsontoys.com> wrote: 


>I'm running Codewarrior on a MAC and would love to see some of the demos 
>working - the only way to do this is with a binary file - Since the GCC 
>compiler is not ANSI strict, much of the code befuddles CodeWarrior. 

> 

>Has anyone gotten the DEMOS to run on PC or MAC with Codewarrior? 


Yes! Internally, we've been able to compile and run over 20 of the demos 
available on the Net Yaroze web pages. This is using the latest CodeWarrior 
tools for Mac OS and Win95/NT, which are available with the new patch that 
came out earlier this week (if you don't yet have it, please visit 

http: //www.metrowerks.com/tools/software/updates/index.html to download the 
Net Yaroze update for Mac or Windows). 


Examples of the demos we have converted from GNU to CodeWarrior are: 


= 3d (3d...3d9) 
- balls 


- brezza0l1 
= car 

- clone 

- dino 

- dungeon 
- flag 

- hello 

- line 

- make 

- oden 

- offscrn 
- quickst 
= ‘rton 

— survival 
- test3d 
— timview 
— uch630 

- walz 


There are also demos which are up on the Sony BBS which come in object code 
only. You can use PSComUtil to download these projects and run them. 
Examples of these demos are: 

- hb 

- terra incognito 

- ftptest 

— columns 

- layd100 


If you want to get the demos working too, you must read the latest version 
of my manual: 
Targeting PlayStation OS. 


It's included in the new patch as an Acrobat file. 


You won't be able to compile anything unless you first get your software and 
hardware setup right, and this is what I've tried to explain in the manual. 
If you see anything confusing, misleading, or just plain wrong in the manual 
or tools, please send email to support@metrowerks.com and it will get back 
to the right people. 


Finally, thank you for bearing with the bugs, and for the feedback many of 
you have already given us. I hope you can understand that a lot of people 
are working very hard to make CodeWarrior work smoothly for PlayStation 
development. 


John 


John Roseborough, Technical Writer mailto: jrose@metrowerks.com 
Metrowerks Corporation - Austin, TX 


—-MESSAGE FILE 19369 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000070 
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--MESSAGE FILE 19370 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000071 

Path: chuka.playstation.co.uk!dialup-07-61.netcomuk.co.uk!user 

From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Thu, 19 Jun 1997 02:16:07 +0100 

Organization: shadow developments 

Lines: 31 

Message-ID: <shad.dev-1906970216080001@dialup-—07-61.netcomuk.co.uk> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> 

NNTP-Posting-Host: dialup-07-61.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:71 scea.yaroze.pro 
blems.mac:55 


In article <509qoc$2194@scea>, "John Roseborough" <jrose@metrowerks.com> wrote: 


In article <335DD0F4.52AD@handsontoys.com>, Jay Brewer 
<J.Brewer@handsontoys.com> wrote: 


>I'm running Codewarrior on a MAC and would love to see some of the demos 
>working - the only way to do this is with a binary file - Since the GCC 
>compiler is not ANSI strict, much of the code befuddles CodeWarrior. 

> 

>Has anyone gotten the DEMOS to run on PC or MAC with Codewarrior? 


Yes! Internally, we've been able to compile and run over 20 of the demos 
available on the Net Yaroze web pages. This is using the latest CodeWarrior 
tools for Mac OS 


VVVVVVVVVV VV 


I downloaded the new version of CW two days ago, and apart from the 
library conversion file missing - which Eric sent me pronto - it is 811 
working. 


The PSComUtil with batch file downloading is soooo.. much better, as is 
the ability to load all of your code and graphics up, stop the program and 
then just reload the program without having to reload all the other files. 


It is saving me so much time and monkey work, it really is an improvement. 


One bad note however is the graphics conversion tool. I haven't yet 
managed to use it to any degree of success. 


Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 

—-MESSAGE FILE 19370 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000071 


——MESSAGE FILE 19371 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000072 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 
Date: Sat, 21 Jun 1997 23:03:09 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33ACC01D.718E@znet.com> 

References: <33A5A070.6343@austin.metrowerks.com> 

NNTP-Posting-Host: capts-25.znet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Mark Couvillion wrote: 


> We are very pleased to announce the availability of the new CodeWarrior 
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for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by 


VVVVYV 


Will registered owners of CodeWarrior receive the new 
release on a CD in the mail? If so, when? 


thanks, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19371 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000072 


—--MESSAGE FILE 19372 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000073 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Wed, 25 Jun 1997 10:12:05 -0500 

Organization: Metrowerks Corp. 

Lines: 21 

Message-ID: <33B13543.52B7@austin.metrowerks.com> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> 
Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


irk Bender wrote: 


Will registered owners of CodeWarrior receive the new 
release on a CD in the mail? If so, when? 


thanks, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 


VVVVVVVV VR 


Hi Kirk, 


We will be taking feedback from the net-borne release of the update and 
fixing any glitches as well as adding a couple more features. At that 
time we will be sending out a new CD to all registered CodeWarrior for 
Net Yaroze owners. This should be sometime in August. 


Thanks, 


Mark 
—-MESSAGE FILE 19372 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000073 


--MESSAGE FILE 19373 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000074 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior,scea.yaroze.problems.pc 
Subject: CodeWarrior woes -- compiling C++ files 

Date: Wed, 25 Jun 1997 23:34:25 -0500 

Organization: The Implementor 

Lines: 37 

Message-ID: <33B1F151.2887@ix.netcom. com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx6-13.ix.netcom.com 


Net Yaroze newsgroups message dump.txt Page 13070 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:74 scea.yaroze.pro 
blems.pc:76 


I have encountered some problems that hopefully someone here can 
help me with.... 

I have spent a fair amount of time lovingly crafting a beautiful, 
elegant set of C++ libraries for the Yaroze. However, when I went 
to build the project (using CodeWarrior), I encountered over 100 
errors! 

Nervously sweating, and with visions of huge volumes of flawed 
code burning in my mind, I inspected the error list. Lo and 
behold, none of the errors were what I would perceive as errors. 
For instance, the compiler steadfastly refuses to have anything 

to do with namespaces; also, it seemed to think that just about 
any symbol was some vile error of most grave nature. I never 

even finished perusing the massive list; probably, the last 

error was a "too many errors" error. 
This only happens with C++ code. As far as I can tell, CodeWarrior 
knows that it is a C++ file, and knows to compile it as such, but 
one never knows.... 

I do not particularly like the CodeWarrior editor (under Windows), 
and so when developing my code, I use something like Borland or 
MicroSloth for editing, and I periodically check it for syntax 
flaws this way as well. The code is clean and pristine, but 
CodeWarrior hates it. How can I get this to work? Also, for 

some unspecified reason, it sometimes (but not always) fails to 
find standard headers. I cannot reliably recreate this problem, 
however. 

I am using CodeWarrior for Windows, with the updated patch (which 
is a nice improvement, but it still needs some work...). 


P.S. -- When the final update CD is sent out to Registered Owners, 

is there any chance that printed documentation will be available/ 
included? It is terribly difficult to deal with online documentation, 
and I cannot print it out. 


Floating World Creations 

http://www.scea.sony.com/net/yaroze/pages/ jblack. html 

... featuring PSXsock 1.02 -- link up Yarozes over any TCP/IP network! 

—-MESSAGE FILE 19373 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000074 


—--MESSAGE FILE 19374 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000075 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: Re: CodeWarrior woes -- compiling C++ files 

Date: Thu, 26 Jun 1997 10:54:35 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33B2ACD7.27BA@halcyon.com> 

References: <33B1F151.2887@ix.netcom. com> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ipl1l.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

To: spelwevr@ix.netcom.com 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:75 scea.yaroze.pro 
blems.pc:77 


I'm only familiar with CodeWarrior on the Mac, so I'm not sure if these 
will help. 


1) There is (in the mac version anyway) a preference in the project 
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Message-ID: <354C50F7.2C48@manc.u-net.com> 
References: <6ifrrbSedu3@scea> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Steve Tolin wrote: 
> Maybe some of you have played it or might remember somthing, 
> anyways... 


My best guess would be: Sidewinder? (on the Amiga) ? 


Jim 

~shaughnj 

—-MESSAGE FILE 2063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00766 


—-MESSAGE FILE 2064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000767 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation EX Plus Alpha 

Date: Sun, 3 May 1998 12:00:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 139 

Message-ID: <6iilcgSjpr5@chuka.playstation.co.uk> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> <6 
hi2q8$31il0@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88-123. 
al.nl> 

NNTP-Posting-Host: 195.2.150.36 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi Dennis, 


Here's a long, wandering reply written on a dull Sunday morning... 


DEnnis Brinkhuis wrote in message 
<1ld8czbz.133ecytljgszeoN@al-88-123.al.nl>... 


>> Yeah, OK. But consider that the N64 costs less than a 3DFX card. I 
think 

>> James means that for a machine priced for the mass-market, the N64 is 
a 

>> VERY high powered rendering sys. 

> 

>I think that is a bad comparison. Yes a N64 is much cheaper but then 
>again, Nintendo earns money on the games, not the console.The more 
>games, the cheaper a PC and the more expensive N64. 


Sorry, but I totally disagree. When you look at the difference in 
price between an N64, and a PC that can run most new games, you'd have 
to buy A LOT of N64 games to make up that price difference. Plus, the 
initial spending of £100 for an N64 (sorry - don't know how much things 
cost in Holland!) versus about £1000 for a decent gamesplaying PC (and 
that's with a lot of looking about) means that most people cannot afford 
a PC because of that high early pricetag. I would also argue that the 
level of technical knowledge required to run games on a PC, and the 
difficult-to-learn controls (keyboard and mouse) of many games put 
people off. An N64 is 'true' plug-and-play, with a standard controller 
that all the games use. To many people (myself included), that is better 
than a machine which guzzles money, requires upgrades every year and 
lacks the "gamesy" feel of an N64! All IMHO, of course :-) 


>And yes, the N64 is very powerfull, but it's not about the machine but 
>about the games. 
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settings to "Treat Warnings as Errors." If this is on you could be 
getting piles of errors. 


2) CodeWarrior (especially earlier versions on the mac) loves to give 
you "cascading" errors - where one syntax error can appear as dozens of 
errors in the correct code below it. Make sure you don't have a real 
error early in your list. 


If its not one of these, and you don't get any better info you can send 
me the file and I'll see if I can get it going on the mac. 


eli 
gromit@halcyon.com 

—-MESSAGE FILE 19374 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000075 


—--MESSAGE FILE 19375 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000076 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: Re: CodeWarrior woes -- compiling C++ files 

Date: Thu, 26 Jun 1997 03:22:31 -0700 

Organization: Metrowerks 

Lines: 57 

Message-ID: <MPG.elbe2c25c0d18c8989680@news.scea.sony.com> 

References: <33B1F151.2887@ix.netcom.com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:76 scea.yaroze.pro 
blems.pc:79 


Hi there, 

The CodeWarrior C++ parser is still missing a few things in the 
C++ compliance department. The main one (as you have noticed) is 
namespaces. However, I think we simply ignore the "namespace" keyword 


right now but if you try and reference something as 
std::stdfunc() 


I think it will fail. 


There are some other C++ deficiencies in relation to partial member 
template instantiation but I doubt you are running into those. 


Hope that helps 


-Joel 


In article <33B1F151.2887@ix.netcom.com>, spelwevr@ix.netcom.com says... 
> I have encountered some problems that hopefully someone here can 

> help me with.... 

> I have spent a fair amount of time lovingly crafting a beautiful, 

> elegant set of C++ libraries for the Yaroze. However, when I went 

> to build the project (using CodeWarrior), I encountered over 100 

> errors! 

> Nervously sweating, and with visions of huge volumes of flawed 
> code burning in my mind, I inspected the error list. Lo and 

> behold, none of the errors were what I would perceive as errors. 
> For instance, the compiler steadfastly refuses to have anything 
> to do with namespaces; also, it seemed to think that just about 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


any symbol was some vile error of most grave nature. I never 
even finished perusing the massive list; probably, the last 
error was a "too many errors" error. 
This only happens with C++ code. As far as I can tell, CodeWarrior 
knows that it is a C++ file, and knows to compile it as such, but 
one never knows.... 

I do not particularly like the CodeWarrior editor (under Windows), 
and so when developing my code, I use something like Borland or 
MicroSloth for editing, and I periodically check it for syntax 
flaws this way as well. The code is clean and pristine, but 
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CodeWarrior hates it. How can I get this to work? Also, for 
some unspecified reason, it sometimes (but not always) fails to 
find standard headers. I cannot reliably recreate this problem, 
however. 


I am using CodeWarrior for Windows, with the updated patch (which 
is a nice improvement, but it still needs some work...). 


P.S. -- When the final update CD is sent out to Registered Owners, 

is there any chance that printed documentation will be available/ 
included? It is terribly difficult to deal with online documentation, 
and I cannot print it out. 


Floating World Creations 
http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
... featuring PSXsock 1.02 -- link up Yarozes over any TCP/IP network! 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 19375 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000076 


——MESSAGE FILE 19376 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000077 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: Re: CodeWarrior woes -- compiling C++ files 

Date: Thu, 26 Jun 1997 15:18:30 -0500 

Organization: Metrowerks Corporation 

Lines: 38 

Message-ID: <hunt-ya02408000R2606971518300001@news.scea.sony.com> 

References: <33B1F151.2887@ix.netcom.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:77 scea.yaroze.pro 
blems.pc: 80 


In article <33B1F151.2887@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


I have spent a fair amount of time lovingly crafting a beautiful, 
elegant set of C++ libraries for the Yaroze. However, when I went 
to build the project (using CodeWarrior), I encountered over 100 
errors! 


V V V v 


Not many people know this, but C++ is not a supported language on the Net 
Yaroze, according to the folks at Sony Japan. 


Some semblance of C++ was working with the first release of CodeWarrior for 
Net Yaroze, but with the large patch we just released, all C++ has been 
disabled. There was a problem with our MIPS compiler and C++ support, and 
rather than delay the patch, we released it Dbecause Sony doesn't support 
C++ on the Net Yaroze. C++ in an unsupported form will return in the next 
major release of the tools. 


> For instance, the compiler steadfastly refuses to have anything 
> to do with namespaces; also, it seemed to think that just about 


Even if Sony supported C++ on the Net Yaroze, we have not implemented 
namespaces in our C++ frontend. 


P.S. -- When the final update CD is sent out to Registered Owners, 

is there any chance that printed documentation will be available/ 
included? It is terribly difficult to deal with online documentation, 
and I cannot print it out. 


> 
> 
> 
> 


At this point there are no plans to offer printed documentation. The manual 
is less than 200 pages, and if you print 2 pages to a sheet of paper, it's 
actually not that huge. 


Let us know if you have any additional questions. 
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Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19376 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000077 


—-MESSAGE FILE 19377 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000078 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Some concerns and ideas re CW 

Date: 30 Jun 1997 05:05:31 GMT 

Organization: SCEA Net Yaroze News 

Lines: 79 

Message-ID: <01bc8513$4e939960S9fbf43ce@wkwerner> 
NNTP-Posting-Host: port59.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I have recently used the update patch. Boy, was it a relief... I was never 
given the slightest indication that I was buying a beta product. Quite the 
contrary, Metroworks touted the product as a finished product all the way. 
In contrast, the cheesy Mac port to windows was hardly usable. 


Things have much improved with the update. Right mouse button for context 
sensitve menus is one major improvement. An interface that is much closer 
to being a windows interface is another. 


However, the lack of windows MDI is not good. MDIs create a much more 
discrete way to access applications than multiple windows on the desktop. 
It appears to me that this multiwindows on the desktop approach is to hide 
the lack of true integration in the IDE (i.e. the debugger and yaroze 
download utilities are separate programs from the project management and 
target creation application which is currently called the IDE). 


I would like to see the integration of data files into the IDE. It would 
be very nice to have the file conversion functions and data memory 
placement intergrated into the mix of making a project. Why do I need to 
write a script to load the data files? 


When these tools are fully integrated and cooperative (the debugger and 
PsComUtil should not have separate use of the serial port under 
integration) an MDI would be a great way to help put some focus into the 
IDE. (All the windows of other apps and desktop activities going on behind 
and mixed with the IDE windows can be very distracting). 


(By the way, PsComUtil does not save the comport configuration). 


What is the story with C++? The literature for the product touted full 
support of C/C++, bragging about the close following օք the ANSI standards 
for both languages, as well as inline assembly support. Now I hear that 
the update disables C++ support! No way, I want my C++! 


I have read statements from MW that C++ is not supported by Sony for the 
NY. That is ridiculus. C++ directly supports C librarys and headers with 
link specifications in the source code. It is not a matter of Sony 
supporting C++ as much as C++ supporting Sony's (or anyone elses) C 
interface library. 


I have also read statements that C++ is not efficient enough for games 
programming. I beg to differ. I have been using C++ in the design of 
sortation systems that require real time response. C++ can be as efficient 
as C very easily by avoiding those aspects that make it less efficient 
(i.e. virtual function access via pointers to objects). 


C++ offers constructs that can improve its efficiency over C. Templates 
and inline functions spring to mind. 


In short I want my C++, and I am sure that this is the oppinion of most of 
the NY people using the product. And I don't want to wait until there is 
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another full tilt update. Hell, I want it yesterday! 
I use a seventeen inch monitor in 1024X768 res, and the headers, button 


text, tab text etc. are extremely painful to read, and yet I find no method 
of changing the fonts for these critical IDE elements. 


On the whole a good product, but it still has quite a way to go before it 
can be considered a really valuble tool. Since it duplictates 
functionality that came with the NY it must justify the 150 bucks I spent 
on it by being an IDE, and not just a patch together of Windows programs 
replacing the DOS programs. 

(Given its Mac port nature, not very compliant windows programs at that). 


I must say in closing, I have paid for beta products before, knowing full 
well what I was getting into. More often, I have used beta products for 
free while waiting for the production version. But I really feel that the 
literature for this product was totally misleading, and that burns my ass. 


[ will continue to use the product and report any bugs that I find and any 
other concerns and ideas that I come up with. From the amount of good work 
that has been done on the product from the original release to this update, 
see that MW is serious about creating the premier NY developement tool. 
My concerns are expressed in the sincere desire to help improve the product 
that will be the focus of my attention for most of my waking hours away 
from the day job. 


Wayne 


—-MESSAGE FILE 19377 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000078 


—-MESSAGE FILE 19378 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000079 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: Mon, 30 Jun 1997 11:26:52 -0500 

Organization: Metrowerks 

Lines: 108 

Message-ID: <MPG.e219a4b5e0e7900989682@news.scea.sony.com> 
References: <01bc85135$4e939960S9fbf43ce@wkwerner> 
NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


Hi Wayne, 

I'm glad that you are having a better experience with CodeWarrior now. 
As you have noted, there are still some things that we are trying to 
improve. I'll address them below. 


In article <01bc8513$4e939960S9fbf43ce@wkwerner>, wkwerner@con2.com 

says... 

> However, the lack of windows MDI is not good. MDIs create a much more 
discrete way to access applications than multiple windows on the desktop. 
It appears to me that this multiwindows on the desktop approach is to hide 
the lack of true integration in the IDE (i.e. the debugger and yaroze 
download utilities are separate programs from the project management and 
target creation application which is currently called the IDE). 


VV V V V 


As you've seen, we've tried both MDI and FDI. Some people prefer it one 
way, and some prefer it the other. It's hard to find a clear consensus on 
this one. FDI has the advantage of allowing much better drag & drop 
between applications and allows you to zoom just the window you want to 
see (rather than having to zoom the app, then the window). Howver, as you 
note, MDI does "tie things together" a bit better. I've found many 
varying opinions on this. 


The Metrowerks IDE is shared between all of our Windows-based products 
(x86 developement tools, mac cross-compilers, embedded, etc..) Thus, if 
we see a clear majority among our customers preferring one way or 
another, we'll certainly switch if necessary. However, for the time 
being, it will probably remain FDI. 
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I would like to see the integration of data files into the IDE. It would 
be very nice to have the file conversion functions and data memory 
placement intergrated into the mix of making a project. Why do I need to 
write a script to load the data files? 


V V V V 


We will be adding a little better support for conversion utilities soon 
in a couple forms. We're getting some more graphics/sound convertors 


which will be plug-ins into the IDE. Thus, you can convert the images as 
part of the compile process. 


The download of data files is a little trickier. We currently support two 
different methods. 

1) Use the Host IO functions to have the main application do an 
open/read/close (or bload) 

2) Use a batch file to download the information. (which is compatible 
with the current gnu based tools) 


Adding the data files directly to the project is a third option we can 
look at. 


> When these tools are fully integrated and cooperative (the debugger and 
> PsComUtil should not have separate use of the serial port under 

> integration) an MDI would be a great way to help put some focus into the 
> 

> 


IDE. (All the windows of other apps and desktop activities going on behind 
and mixed with the IDE windows can be very distracting). 


I'll make a note of the PSComUtil/Debugger interaction. We can look into 
a "disconnect" menu item and have the debugger and PSComUtil send 
messages to each other to coordinate this. 

One way to get around it for now is to "disconnect" from PSComUtil by 
setting the communications settings differently. 


> (By the way, PsComUtil does not save the comport configuration). 

Yes. This didn't quite make it. It will be fixed pretty soon. 

What is the story with C++? The literature for the product touted full 
support of C/C++, bragging about the close following օք the ANSI standards 


for both languages, as well as inline assembly support. Now I hear that 
the update disables C++ support! No way, I want my C++! 


V V V V 


I have read statements from MW that C++ is not supported by Sony for the 
NY. That is ridiculus. C++ directly supports C librarys and headers with 
link specifications in the source code. It is not a matter of Sony 
supporting C++ as much as C++ supporting Sony's (or anyone elses) C 
interface library. 


N: W. S AS N 


There's a couple things going on in this arena. 


1) The Sony libraries have a function called "delete". This, of course, 
is a reserved word in C++. This isn't something Metrowerks has any 
control over unfortunately. 

2) There were a couple of bugs that we found at the last minute that were 
only related to C++. Since most of the Yaroze programmers right now are 
using straight C, we elected to temporarily remove C++ support from the 
tools (by removing the runtime library. If you wish to use C++, you can 
do so by writing your own new() and delete() functions that map to 
malloc() and free()) 

We will be adding the C++ runtime library back once we get those few 
issues straightened out. 


> I use a seventeen inch monitor in 1024X768 res, and the headers, button 
> text, tab text etc. are extremely painful to read, and yet I find no method 
> of changing the fonts for these critical IDE elements. 


I'll forward this on to our IDE group. I think this is a know bug. 


I must say in closing, I have paid for beta products before, knowing full 
well what I was getting into. More often, I have used beta products for 
free while waiting for the production version. But I really feel that the 
literature for this product was totally misleading, and that burns my ass. 


V V V V 
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I apologize for this. We are very aware that the first version wasn't up 
to the standards that you expect. As you can see, we're working hard to 
make sure that everyone is happy with our product. If you have any 
questions, comments, bug reports, etc.. Feel free to let us know. 


—Joel 

PlayStation Debugger Dude 

--MESSAGE FILE 19378 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000079 


——MESSAGE FILE 19379 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000080 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: Tue, 01 Jul 1997 19:45:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33b95c29.25784289@news.scea.sony.com> 

References: <01bc8513$4e939960S9fbf43ce@wkwerner> 
NNTP-Posting-Host: nbppp99.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hooray! Another advocate for C++! I'd be interested what you 
have to say about "getting" C++ to work for Net Yaroze (since it 
doesn't seem to be so straightforward to do at this point), and while 
I have experience coding in C++ and OO paradigm, I've never had to 
worry about performance issues. It'd be great to nail down those 
aspects of C++ that supposedly make it "less efficient" and use OO 
methods to create my game worlds. 


Jamin 


On 30 Jun 1997 05:05:31 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>I have read statements from MW that C++ is not supported by Sony for the 
>NY. That is ridiculus. C++ directly supports C librarys and headers with 
>link specifications in the source code. It is not a matter of Sony 
>supporting C++ as much as C++ supporting Sony's (or anyone elses) C 
>interface library. 


> 
>I have also read statements that C++ is not efficient enough for games 
>programming. I beg to differ. I have been using C++ in the design օք 


>sortation systems that require real time response. C++ can be as efficient 
>as C very easily by avoiding those aspects that make it less efficient 
>(i.e. virtual function access via pointers to objects). 

> 

>C++ offers constructs that can improve its efficiency over C. Templates 
>and inline functions spring to mind. 


—-MESSAGE FILE 19379 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000080 


——MESSAGE FILE 19380 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000081 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: 2 Jul 1997 03:55:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 104 

Message-ID: <01bc869bS$d2a65420S6fbf43ce@wkwerner> 

References: <01bc8513S4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> 

NNTP-Posting-Host: port1il.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Hooray! Another advocate for C++! I'd be interested what you 
have to say about "getting" C++ to work for Net Yaroze (since it 
doesn't seem to be so straightforward to do at this point), and while 
I have experience coding in C++ and OO paradigm, I've never had to 
worry about performance issues. It'd be great to nail down those 
aspects of C++ that supposedly make it "less efficient" and use OO 
methods to create my game worlds. 


VVVVVVV VV 


Jamin 


There are several valid reasons that C++ is perceived as less efficient. 
One is caused by pointers to base classes. These require the use of 
virtual functions to make sure that the correct member function is called. 
Virtual functions are stored in virtual call tables included as part of the 
object. Result is larger code and slower calls done in a "behind the 
programmer's back" kind of way. The solution? Avoid pointers to base 
classes and virtual functions. 


Another is caused by the heavy use of dynamic data in C++. C++, in making 
dynamic memory easier to use has also made its use more prevelent. Try to 
avoid the use of dynamic data in your designs where possible and 
investigate rolling your own new and delete operators where appropiate. 
You know your data better than the compiler does, and you can often do a 
better job of allocation than your compiler can. 


Yet another sore spot is in the creation of temporary variables. By this I 
do not mean the automatic variables that are placed on the stack when you 
enter a function or block, but the unnamed variables that are created by 
the compiler, again, in a behind your back sort of way. To avoid these 
problems pass references to functions, not actual objects (which would 
create a temp to pass by value). Be careful to avoid automatic type 
conversions on your objects when assigning them or passing them to 
functions. Beware of returning objects from functions. Remember, temps 
are not just allocated in memory, but have constructors and destructors 
called on them too. 


Inline functions of both the global and member types can quickly cause code 
bloat. Make sure that the benefits of inlining outweigh the costs before 
using it. (Inlined functions are also much harder to debug than called 
functions. I keep everything called and inline only towards the end of 
development, carefully, in an effort to optimize.) 


When you create an object file, the entire file is linked into your program 
if you access just a single data or function symbol in that object file. 

If you use just one function out of a hundred, the full hundred still show 
up in your executable. Since the whole idea of objects is to create 
reusable code, often objects have much more functionality than is used ina 
particular application. But you usually get the whole bag anyway. One 
solution is to create static link librarys when you create general use 
objects, and break up the source code into modules containing individual 
member functions. The library makes a convenient way to keep the whole 
object together in one place while the fracturing of the code will prevent 
you from linking in more than you asked for. 


I am sure I could think of more, but this is enough to chew on for now. As 
for using the playstation library in C++, you need to use linkage 
specifiers to make sure that your calls to the C functions are not mangled 
(look into any Ct+ primer to learn about mangled function names and type 
safe linkage.) Edit the playstation header file to contain the following 
lines at the top and bottom: 


#ifdef ` cplusplus 
extern "C" { 
#endif 


// the rest of the header goes here 
#ifdef ` cplusplus 


} 
#endif 
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One more problem exists. The library contains a function called delete. 
delete is a C++ keyword. If you do not need to use delete, simply comment 
it out. If you do need to use it, things get a little more hairy. delete 
is used to delete files. It has the following prototype in the header: 


int delete (char *name); 


Replace this line with: 
int file_delete(char *name) ; 


You now need to create a C source code file that looks like this: 


#include "libps.h" 


int delete (char *name); 


int file _delete(char *name) { 


return delete (name); 


} 


Either link the resultant object file from this with your project or add 
this to the playstation library. When calling delete from now on, use 
file_delete instead. 
Everything should now be smooth as... well who am I kidding, it never goes 
smooth! 


Enough for tonight, I've got to be at work by 7! 
Wayne 


—-MESSAGE FILE 19380 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000081 


—--MESSAGE FILE 19381 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000082 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 
Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Debug/Run Problems 

Date: 2 Jul 1997 16:54:02 GMT 

Organization: First DataBank 

Lines: 17 

Message-ID: <01lbc8709$756ffc20$5271df£26@disintegration> 
NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Im sure this has been posted before so I am sorry if I am repeating a 


previous topic. With that said, I am running Win95 - CodeWarrior r2. 1 
can get a program compiled just fine, but when I click Run, nothing 
happens. It starts doing something then just stops. It doesnt freeze, it 


just acts like you clicked the run button just for fun. It does that half 
the time, the other half of the time it loads the debugger (as I would 
expect), then uploads the file to the playstation (good so far), then I get 
a symbol error and to reset the target. What is going on? The program I 
compile runs just fine if I send it via, siocons or even with CommUtil that 
comes with release 2. I have my com port set up properly, Ive checked this 
several times. Any help would be greatly appreciated. 


Thank you. 

Benjamen Siroshton 

—-MESSAGE FILE 19381 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000082 


—-MESSAGE FILE 19382 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000083 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 
Date: 3 Jul 1997 08:10:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <5pfmpj$c8m2@scea> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> 

NNTP-Posting-Host: vanc0O1m05-10.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <33B13543.52B7@austin.metrowerks.com>, couv@austin.metrowerks.com 
says... 

> 

>Kirk Bender wrote: 

>> 

>> Will registered owners of CodeWarrior receive the new 

>> release on a CD in the mail? If so, when? 

>> 

>> thanks, 

>> kirk 

>> 
>> Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 

>> http://www.scea.sony.com/net/yaroze/pages/kbender.html 

> 

>Hi Kirk, 

> 

>We will be taking feedback from the net-borne release of the update and 
>fixing any glitches as well as adding a couple more features. At that 
>time we will be sending out a new CD to all registered CodeWarrior for 
>Net Yaroze owners. This should be sometime in August. 

> 

>Thanks, 

> 

>Mark 


Damn right we better get the new "free" release. I might actually 
install it back onto my computer. 


Latah.... 


George Bain 


—-MESSAGE FILE 19382 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000083 


—--MESSAGE FILE 19383 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000084 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: __static_init conflict 

Date: 5 Jul 1997 16:54:21 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <01bc8964$21353000S94bf43ce@wkwerner> 
NNTP-Posting-Host: port48.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I am trying to get C++ going. I have selected to generate C++ code, and 
now when _pstart.c compiles as part of project I get the following error 
message: 


Error : identifier '_ static_init' redeclared 

was declared as: 'void (») ()' 

now declared as: 'void ()' 

_psstart.c line 17 extern "C" void __static_init(); 


Inside of _pstart.c, as part of a conditional compile (#ifdef _ cplusplus), 
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the function is indeed redefined from the definition in rts_info_t__.h 
where it is defined as 


#define SECTION __declspec (data) 
SECTION extern void (*__static_init) (void); 


Clearly one defines a function of a particular type, and the other a 


pointer to same function. I cannot modify either file in an attempt to get 
this to work without knowing 

whether or not __static_init is a function or a pointer to function. My 
guess? I should try commenting out the redefine in _pstart.c first. It 


looks wrong to me. 
Please help... I could use a definitive answer on this. 
Wayne 


a 
—-MESSAGE FILE 19383 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000084 


——MESSAGE FILE 19384 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000085 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: __static_init conflict 

Date: 7 Jul 1997 03:47:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 46 

Message-ID: <01bc8a88$99e77740Sd3bf43ce@wkwerner> 

References: <01bc8964$21353000S94bf43ce@wkwerner> 
NNTP-Posting-Host: portlll.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


>Graeme Evans replied to me by email: 


I always thought that _static_init was in the C++ library along with new 
and delete. And so isnt in beta 2. I hope im wrong. 


I got _static_init working alright in beta 1. It was only declared in 
_psstart.c, so if I were you i'd get rid of the other one. Its only 
called 
> in _psstart.c I think - have a look further down the file in the start 
> code, that might tell you which definition to use. 

> 

>Graeme 


VV NV V V V 


The function is either completely supplied by the linker, or a pointer to 
the function is supplied by the linker, and the function is supplied to the 
linker by the compiler (? maybe some link specification to the compiled 
function?) or again completely by the linker. 


The function is called as follows in _psstart.c: 


#ifdef ` cplusplus 
/* C++ static initializer. The symbol _ static_init is */ 
/* defined by the linker */ 
__static_init(); 


#endif 

As always, in C/C++, this is an area ambiguity. I can not tell from this 
whether the intent is to call the function via a pointer to that function 
or from the symbolic name of the function. Function name mangling, however 
does not occur on function pointers, but on function names themselves. 

This is why the declaration in _psstart.c, where __static_init is declared 
as a function, must be extern "C" if __static_init is to be found by the 
linker. 

The rts_info_t__.h file declaration as a function pointer has no such 
linkage problems. 
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A sentiment I also share - look at my (ridiculed!) entry in the Next 
Generation thread... 


>What can you do if all your friends own a PSX and you a 
>N64 and all your friends buy 2 or 3 games (out of 400) when you can buy 
>1 (out of 30) for the same money. 


Well, you can relish the fact you can play Goldeneye, ISS, Mario, 
Wave Race, Star Fox, Blast Corps, Turok, Shadows of the Empire, 
Pilotwings (see: parachute sim), Mario Kart, Diddy Kong Racing, 1080 
Snowboarding, Tetrisphere, Quake, etc etc and they cannot. Also, you can 
play multiplayer games like Goldeneye. Invite your friends round, and 
have 4-player tournaments. It's great! Yes, you can argue that N64 games 
are more expensive - and I cannot argue with that, OK? :-) That is just 
cart vs CD, and we don't want to argue about that because it's boring! I 
just think that for many N64 games, the extra money is worth it. There 
is nothing to rival Goldeneye or Mario on PS - yet! 


>And yes, Golden eye is great. But most 

>programmers choose the PSX platform for it's much more simple structure 
>that leads to shorter production-times. The concurention is killing and 
>therefore you just must come up with the best if you want to have a 
hit. 


Again IMHO, Goldeneye is the best first-person shooter ever. Mario 
is the best 3D platformer ever. These games are hits! The other thing 
that makes a hit is originality - Nintendo make really original games, 
compared to PS which has lots and lots of crap, derivitave games and a 
minority of excellent titles. I'm not saying that the N64 is "better" 
than the PS - technically it is, commercially it isn't - but I think 
people don't give the machine enough credit sometimes. 


>And if I compare the games from N64 with PSX, I like the PSX games more 
>course of the gameplay. Not the quality of the system it's running on. 
>And I supose you to, otherwise you would not be a member of NY, or is 
>that becouse Nintendo doesn't have a project like this? 


Well, I think it is difficult to say you prefer one system "because 
of the gameplay". Do you mean you tend to prefer games of a 
driving/fighting variety (good reasons to own a PS!)? Or, do you not 
like the childish element in many Nintendo games (another good reason to 
prefer PS)? I would argue that one of the main reasons Nintendo has done 
as well as it has in Europe and the US (if not Japan) is because of the 
strong gameplay in many of its titles. I think that some PS owners are a 
bit tired of seeing the same crap on the shelf - Fighter XX+ Alpha, Hard 
Rockin' Driving 3, etc - and like the idea of a Nintendo system which 
might not have many games, but many of those games are an event when 
they come out! I'd rather have 10 great games than 30 OK ones. 

If Nintendo and Sony had a rival system like Net Yaroze, I'd be 
tempted towards the Nintendo one, but I realise the PS is easier to 
write for (important if you can't yet program, like me!) and I have to 
say I don't like Nintendo's attitude towards consumers - it is very 
high-handed and arrogant. But then, Nintendo would NEVER start a NY 
program because of the sort of company they are. I think N's recent fall 
from grace has a lot to do with this arrogant attitude... 


>(you probably say that you are lucky having more systems but most of us 
>don't have that). 


Yes, I am lucky. And you might ask how I afford it? Well, I don't 
smoke, I don't drink (much) and I tend to buy many games in Hong Kong 
where they are much cheaper (no, I don't mean pirate stuff). For 
example, I could get an N64 with Mario 64, Starfox and ISS for less than 
£140. PS stuff in HK is actually more expensive than most N64 stuff, 
FYI. I also make some money bringing back games for my friends - usually 
I charge 10% like other 'agents' :-) I would also argue that having all 
systems (and thus no, or at least less, reason for system bias) makes me 
a better person to judge them - I have an N64, Sega Saturn, N64 and 3DFX 
PC and I love them all. Alas, I also have no life :-) 


(actually, I DO have a girlfriend - although she hates computery 
stuff with a passion). 
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The question remains: Only one of these is valid. Is the linker symbol the 
address of a pointer to a linker supplied function, or is the linker symbol 
the address of the function itself? I have assumed that the answer is a 
pointer to the function. I have commented out the declaration in 
_psstart.c. So far, I have things linking and appearing to work, however I 
would like a definitive answer to this from someone in MW (is there anybody 
out there?) 


Wayne 
—-MESSAGE FILE 19384 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000085 


—-MESSAGE FILE 19385 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000086 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: __static_init conflict 

Date: Mon, 07 Jul 1997 01:16:14 -0800 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33COB3DA.69D7@bc.sympatico.ca> 

References: <01bc8964$21353000S94bf43ce@wkwerner> <01lbc8a88$99e77740Sd3bf43ce@wkwern 
er> 

NNTP-Posting-Host: vcta01lm02-107.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

To: "Wayne K. Werner" <wkwerner@con2.com> 


Wayne wrote: 
>>>>>>>> 


The question remains: Only one of these is valid. Is the linker symbol 
the 
address of a pointer to a linker supplied function, or is the linker 


symbol 

the address of the function itself? I have assumed that the answer is a 
pointer to the function. I have commented out the declaration in 
_psstart.c. So far, I have things linking and appearing to work, 


however I 

would like a definitive answer to this from someone in MW (is there 
anybody 

out there?) 


<<<<<<<< 


I'm not with Metrowerks, but anyway, I believe it's a pointer to a 
function, and I've modified the lines in _psstart.c as follows: 


#ifdef ` cplusplus 


extern "C" void (*__static_init) (); // np added (*...) around symbol 
extern "C" void InitHeap(); 

#else 

extern void InitHeap(); 

#endif 

This works correctly... One problem I had before I got this far was that 


_psstart.c is compiled by the C compiler. Note that it is necessary in 
the project settings to check the Activate C++ checkbox to make 
everything work properly. 


- nick porcino 
—-MESSAGE FILE 19385 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000086 


--MESSAGE FILE 19386 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 
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Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debug/Run Problems 

Date: Mon, 7 Jul 1997 13:35:41 -0500 

Organization: Metrowerks 

Lines: 29 

Message-ID: <MPG.e2af2£7439e36f9989683@news.scea.sony.com> 
References: <0O1lbc8709S756ffc20S5271df26@disintegration> 
NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: Anawave Gravity v1.10 


In article <01bc8709S756ffc20S5271df26@disintegration>, 
benjamen_siroshton@firstdatabank.com says... 
> 

Im sure this has been posted before so I am sorry if I am repeating a 
previous topic. With that said, I am running Win95 - CodeWarrior r2. 1 
can get a program compiled just fine, but when I click Run, nothing 
happens. It starts doing something then just stops. It doesnt freeze, it 
just acts like you clicked the run button just for fun. It does that half 
the time, the other half of the time it loads the debugger (as I would 
expect), then uploads the file to the playstation (good so far), then I get 
a symbol error and to reset the target. What is going on? The program I 
compile runs just fine if I send it via, siocons or even with CommUtil that 
comes with release 2. I have my com port set up properly, Ive checked this 
several times. Any help would be greatly appreciated. 


VVVVVVVVVVV 


Hi Benjamen, 

The "run" command doesn't actually do anything right now. Eventually, 
it will send the batch file to PSComUtil for execution. But we have to 
make some changes to our IDE Plugin API (which is used for all Metrowerks 
tools) before that can happen. However, the "Debug" command should do 
what you want. It will download the program to the Net Yaroze and execute 
ԼԵ» 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19386 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000087 


——MESSAGE FILE 19387 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000088 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: __static_init conflict 

Date: Mon, 7 Jul 1997 14:13:47 -0500 

Organization: Metrowerks 

Lines: 25 
Message-ID: <MPG.e2afbe8490b0085989684@news.scea.sony.com> 

References: <01bc8964$21353000S94bf43ce@wkwerner> <01lbc8a88$99e77740Sd3bf43ce@wkwern 
er> <33C0B3DA.69D7@bc.sympatico.ca> 

NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: Anawave Gravity v1.10 


In article <33C0B3DA.69D7@bc.sympatico.ca>, Nick_Porcino@bc.sympatico.ca 
says... 
> I'm not with Metrowerks, but anyway, I believe it's a pointer toa 


_psstart.c is compiled by the C compiler. Note that it is necessary in 
the project settings to check the Activate C++ checkbox to make 


> function, and I've modified the lines in _psstart.c as follows: 

> 

> #ifdef ` cplusplus 

> extern "C" void (*__static_init) (); // np added (*...) around symbol 
> extern "C" void InitHeap(); 

> #else 

> extern void InitHeap(); 

> #endif 

> 

> This works correctly... One problem I had before I got this far was that 
> 

> 
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> everything work properly. 
> 

> — nick porcino 

> 


This is the correct fix. Thanks Nick! 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19387 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000088 


——MESSAGE FILE 19388 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000089 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Problems of New CodeWarrior Examples 

Date: Mon, 07 Jul 1997 23:39:58 -0600 

Organization: Multi-Corp 

Lines: 82 
Message-ID: <33C1D2AB.D13F6F87@zicorp.com> 
Reply-To: tjyang@zicorp.com 
NNTP-Posting-Host: 207.229.20.122 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 
X-Priority: 3 (Normal) 


Hi, 
I have problem to follow some of the examples that come with 
the current patches. 
For Examples, according to ExamplesNotes file under CodeWarrior Examples 


directory. 


* 2d 
Description: 


This is the "2d" example from the Sony Net Yaroze BBS. 
It has been converted into CodeWarrior format and generates 9 
different programs, tuto0.pxe-tuto9.pxe. 


Executing: 

To run each demo, use PSComUtil to execute the corresponding 
"batchX.sio" file in the 2d directory. This file will download 
the program file as well as all of the data files require to run 


each program. You may need to select "run" after each batch file 
has been executed to start the program running. Please see the 
PSComUtil section in the Targeting PlayStation OS manual for more 
information on downloading and executing programs using PSComUtil. 


Following is the log of loading batch0O.sio and selected "run" 


Connecting to PlayStation 
Connection Established. 
Downloading File "wave09.tim" to PlayStation 


Download Succeeded. 
Downloading File "fire7.tim" to PlayStation 


Download Succeeded. 
Downloading File "mascots2.tim" to PlayStation 


Downloading File "ascii2.tim" to PlayStation 


Download Succeeded. 
Downloading File "whitel.tim" to PlayStation 
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Download Succeeded. 
Downloading File "white2.tim" to PlayStation 


Download Succeeded. 
Downloading File "tuto0.pxe" to PlayStation 


Download Succeeded. 

Program Running. 

The PlayStation has generated an Address Error on Load or Instruction 
fetch exception at instruction address 0x801a007c. 


I tried the other batchX.sio under 2D directory they all have same 
problem. 

What I did wrong here ? 

Also I tried to 


* 3D Tutorial Start Code 

Description: 

This is the contents of the archive "3d.zip" as downloaded from the 
Sony BBS. It is used in project conversion example in the Targeting 
PlayStation OS manual under the heading "Converting the GNU-based 
3D tutorials to Multiple CodeWarrior Projects" 


Executing: 
This program will not run until after you have followed the steps 
in the Targeting PlayStation OS manual. 


Where is the section of 


"Converting the GNU-based 3D tutorials to Multiple CodeWarrior Projects" 
թ) 


couldn't find this section in "CodeWarrior Tareting Playstation ՕՏ" 
Manul. 


Thanks in advance for the pointer 


tj 


Tyng-Jing Yang (T.J.) tjyang@zicorp.com 


—-MESSAGE FILE 19388 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000089 


—--MESSAGE FILE 19389 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000090 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems of New CodeWarrior Examples 

Date: 8 Jul 1997 22:15:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <01lbc8bec$751849c0Sa4bf43ce@wkwerner> 

References: <33C1D2AB.D13F6F87@zicorp.com> 

NNTP-Posting-Host: port64.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Լր 

I had no trouble running the tut0 example... however I did a make on it 
before I ran it. Did you try building it or did you just try to run it as 
it comes from MW? (To tell you the truth, I don't even remember if the 


executable comes prebuilt or not.) 

Wayne 

—-MESSAGE FILE 19389 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000090 


—-MESSAGE FILE 19390 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
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arrior/00000091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: __static_init conflict 

Date: 8 Jul 1997 22:27:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <01lbc8bee$297768a0Sa4bf43ce@wkwerner> 

References: <01bc8964$21353000S94bf43ce@wkwerner> <01lbc8a88$99e77740Sd3bf43ce@wkwern 
er> <33C0B3DA.69D7@bc.sympatico.ca> 

NNTP-Posting-Host: port64.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Porcino wrote: 


> I'm not with Metrowerks, but anyway, I believe it's a pointer toa 

> function, and I've modified the lines in _psstart.c as follows: 

> 

> #ifdef ` cplusplus 

> extern "C" void (*__static_init) (); // np added (*...) around symbol 
> extern "C" void InitHeap(); 

> #else 

> extern void InitHeap(); 

> #endif 

> 

If it is indeed a function pointer the declaration in rts_info_t_ .h is 
adequate. There is no need for a linkage specifier on a pointer, only a 
function prototype. If you just comment out the __static_init declaration 


in _psstart.c, everything should be fine. 


Actually, if the linkage specifier on the function pointer actually did 
something, the compiler would have to complain that you were redefining the 
symbol __static_init, since it is declared in the above mentioned header 
without the extern "C" modifier. 


Anyhow, I'm with you... I think it's a function pointer, but I would really 
like confirmation from the MWs guys. 


Wayne 


—-MESSAGE FILE 19390 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000091 


—-MESSAGE FILE 19391 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000092 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: __static_init conflict 

Date: 8 Jul 1997 22:30:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <0lbc8beeS$923a41la0Sa4bf43ce@wkwerner> 

References: <01bc8964521353000S94bf43ce@wkwerner> <01bc8a88$99e77740Sd3bf43ce@wkwern 
er> <33CO0B3DA.69D7@bc.sympatico.ca> <MPG.e2Zafbe8490b0085989684@news.scea.sony.com> 
NNTP-Posting-Host: port64.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Joel Sumner <sumner@metrowerks.com> wrote 


> This is the correct fix. Thanks Nick! 

> -- 

> 

> PlayStation Debugger Dude 

> Metrowerks 

Whoops! 1 should read ahead! This is the soul-easing confirmation I was 


looking for! 
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Wayne 


—-MESSAGE FILE 19391 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000092 


—--MESSAGE FILE 19392 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000093 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mike Strauss" <mcs2@acpub.duke.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: 9 Jul 1997 01:01:58 GMT 

Organization: SCEA Net Yaroze News 

Lines: 47 

Message-ID: <01bc8c03$939160a0S61£90398@mcs2.duke.edu> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> 

NNTP-Posting-Host: async249-97.async.duke.edu 

X-Newsreader: Microsoft Internet News 4.70.1155 


Will the next version of CW have floating point emulation built into the 
compiler? It is incomprehensible that someone would design a compile 
without floating point emulation. Besides the incomplete compiler, the 
most obvious flaw in the product is that it is a port from a minority 
platform to a majority platform. I, along with nearly every other CW user, 
would like to see a real Windows version of the product; something designed 
in Windows, for Windows, and using Windows standard components and layouts 
(consult MS styleguide). Are we ever going to see a Windows native version 
of CW? I hope so. 


I don't want to be too negative, so I'd like to complement Metrowerks on 
the changes made in CW 2.0. It is a useable product, and it has allowed me 
to move back to NT as my development platform. Not being able to develop 
in NT was, of course, my biggest complaint about CW 1.0. 


By the way, I can't print from CW 2.0 in Win95 or NT. CW prints the first 
page of each file and labels it "page 0". 


Thanks 


Mike Strauss 
mcs2@acpub.duke.edu 


Mark Couvillion <couv@austin.metrowerks.com> wrote in article 
<33B13543.52B/7@austin.metrowerks.com>... 
> Kirk Bender wrote: 


> 

> Will registered owners of CodeWarrior receive the new 

> release on a CD in the mail? If so, when? 

> 

> thanks, 

> kirk 

> 

> Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
> http://www.scea.sony.com/net/yaroze/pages/kbender-.html 
Hi Kirk, 


We will be taking feedback from the net-borne release of the update and 
fixing any glitches as well as adding a couple more features. At that 
time we will be sending out a new CD to all registered CodeWarrior for 
Net Yaroze owners. This should be sometime in August. 


Thanks, 


Mark 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 19392 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000093 
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—--MESSAGE FILE 19393 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000094 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems of New CodeWarrior Examples 

Date: Tue, 08 Jul 1997 22:21:30 -0600 

Organization: Multi-Corp 

Lines: 37 
Message-ID: <33C311CA.27B6BE6E@zicorp. com> 

References: <33C1D2AB.D13F6F87@zicorp.com> <01lbc8bec$751849c0Sa4bf43ce@wkwerner> 
Reply-To: tjyang@zicorp.com 

NNTP-Posting-Host: 207.229.20.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


Wayne K. Werner wrote: 
T. J., 


I had no trouble running the tut0O example... however I did a make օո 
pepis I ran it. Did you try building it or did you just try to run 
it ne from MW? (To tell you the truth, I don't even remember if 
a comes prebuilt or not.) 


VVVVVVVVV VV 


Wayne 


Thanks for the good pointer. The examples come with MW still need 
torecompile (make) in MW IDE before it can be loaded by PSComUtil. 


Here is my another problem 

According to ExamplesNotes, 

This is the contents of the archive "3d.zip" as downloaded from the 
Sony BBS. It is used in project conversion example in the Targeting 
PlayStation OS manual under the heading "Converting the GNU-based 
3D tutorials to Multiple CodeWarrior Projects" 

Where can I find the "Converting the GNU-based 

3D tutorials to Multiple CodeWarrior Projects" in that manul ? 


Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
System Administrator 
Zi Corporation 403.233.8875 ext 238 


3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 
Internet http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 


—-MESSAGE FILE 19393 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000094 


—-MESSAGE FILE 19394 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000095 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Tue, 08 Jul 1997 23:18:23 -0800 

Organization: SCEA Net Yaroze News 

Lines: 46 

Message-ID: <33C33B3E.62B@bc.sympatico.ca> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> <01bc8c03$939160a0$61f£90398@mcs2.duke.edu> 
NNTP-Posting-Host: vcta01lm01-13.bctel.ca 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Mike wrote: 

>>>>>>>>>>>>>>> 

Will the next version of CW have floating point emulation built into the 
compiler? It is incomprehensible that someone would design a compile 
without floating point emulation. Besides the incomplete compiler, the 
most obvious flaw in the product is that it is a port from a minority 
platform to a majority platform. I, along with nearly every other CW 
user, 

would like to see a real Windows version of the product; something 
designed 

in Windows, for Windows, and using Windows standard components and 
layouts 

(consult MS styleguide). Are we ever going to see a Windows native 
version 

of CW? I hope so. 

<<< <<< <<< <<< <<< 


On floating point, I don't think we'd want to use floating point 
emulation even if we had it, comments on the SCEE site seem to indicate 
that the poor ol' R3000 isn't that fast. 


I've been using CW on the Mac to do product development for quite some 
time, so I thought I'd pass on an amusing observation. I've noticed over 
the last few iterations that Microsoft Developer Studio and Metrowerks 
CodeWarrior seem to be converging. MSDS gets tool tips style variable 
read outs in the debugger, so does Metrowerks on the next rev. The 
current CW even makes the mouse cursor behave like it does under 
Windows, not under other Mac apps - it doesn't disappear when you use 
the arrow keys, only when you enter text. It's a subtle distinction, 
but... 


Visual C++ on the other hand is becoming more Metrowerks like as time 
goes on - the project organization system has become pretty much the 
same as Metrowerks. Metrowerks can have multiple projects open at once 
and drag and drop between them, what do you want to bet VC++ will have 
it in the next rev. 


Also, it's interesting to note that Microsoft is sharing their 
incremental link technology with Metrowerks, and that Metrowerks 
supplied Microsoft with a JIT Java compiler, and wrote ActiveX for the 
Mac for Microsoft as well, AFAIK. 


So at some point, CW is gonna be a "real Windows" product, by hook or by 
crook, I think. 


— nick 
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—-MESSAGE FILE 19394 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


rior/00000095 


——MESSAGE FILE 19395 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000096 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 
Date: Wed, 09 Jul 1997 11:16:56 -0700 

Organization: SCEA Net Yaroze News 

Lines: 47 

Message-ID: <33C3D594.2AB8@halcyon.com> 


References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 


-52B7@austin.metrowerks.com> <01bc8c03S$939160a0S61f90398@mcs2.duke.edu> 
Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip14.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Net Yaroze newsgroups message dump.txt Page 13089 


Mike Strauss wrote (we'll he might have written part of it): 


Besides the incomplete compiler, the 

most obvious flaw in the product is that it is a port from a minority 
platform to a majority platform. I, along with nearly every other CW user, 
would like to see a real Windows version of the product; something designed 
in Windows, for Windows, and using Windows standard components and layouts 
(consult MS styleguide). 


Thanks 


Mike Strauss 
mcs2@acpub.duke.edu 


VVVVVVVVVV VV 


Although I agree that the Windows CW sounds like it needs improvement I 
must make some comments: 


1) Being a port isn't a flaw - only being a bad port. 
2) NEARLY EVERY OTHER CW user couldn't care less about the Windows 
version (except that we want MW to make money and flourish) CW will be a 
majority Mac product for awhile still. 

3) If you have specific objections to the product design tell Metrowerks 
- in my experience they've been pretty good about listening (I've never 
seen a Windows app (port or otherwise) that seemed to follow any sort of 
styleguide, but thats a different issue.) 


I'm not trying to be particularly critical here, after all as a Mac user 
I've suffered through hundreds of horrible ports - I just want to 
suggest that if you tell Metrowerks about your specific bugs and issues 
I believe that they'll do a good job about addressing them. 


Again I'm mainly just trying to say that I'm concerned that Metrowerks 
seems to be getting a bad reputation among PC users based on a fairly 
early product (I won't agure that they shouldn't have waited to release 
until it was right) I've been happy with their Macintosh products for 
years, so I hope that PC users will be rewarded with an equally great 
development environment if they stick it out, and tell Metrowerks what 
you want, not what you dislike. 


(No I don't work for/with Metrowerks - blah, blah, blah. No I haven't 
been getting sleep and this may make no sense. Tune in next week for "My 
computer can kick your computer's butt".) 


eli curtz 
gromit@halcyon.com 


PS I've used MS Visual C++ - it can't be worse than that. (I hope) 
—-MESSAGE FILE 19395 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000096 


—-MESSAGE FILE 19396 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000097 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Phred the Terrorist <Rectum@Smell_My_ Butt.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: codewarrior_debugger 

Date: Wed, 09 Jul 1997 12:30:56 -0700 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33C3E6EF.A753BA08@Smell_My_ Butt .com> 

NNTP-Posting-Host: xcom2.microprose.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi everyone, I am new to all this... And I was wondering if there were 
any tutorials on getting the code warrior debugger up and running 
correctly on the PC? If its possible, could someone upload some 
examples, or a basic skeleton? I would appreciate it very, VERY much. 
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thanks again, 
bing 


—-MESSAGE FILE 19396 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000097 


—-MESSAGE FILE 19397 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000098 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Wed, 9 Jul 1997 17:50:26 -0500 

Organization: Metrowerks 

Lines: 73 
Message-ID: <MPG.e2ddlaf80d69d59989685@news.scea.sony.com> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> <01bc8c03$939160a0S61f90398@mcs2.duke.edu> <33C3D594.2A 
B8@halcyon.com> 
NNTP-Posting-Host: 198.214.227.194 
X-Newsreader: Anawave Gravity v1.10 


Hi Eli, 

Thanks for the kind words. We try to be as responsive as possible to 
customer requests, both positive and negative. To answer some of the 
questions put forward by Mike Strauss... 


In article <01bc8c03$939160a0S61£90398@mcs2.duke.edu>, 

mcs2@acpub.duke.edu says... 

> Will the next version of CW have floating point emulation built into the 
> compiler? 


Yes. This will be in the update CD that we send out in August or may be a 
netborne patch sooner. 


> I, along with nearly every other CW user, 

> would like to see a real Windows version of the product; something designed 
> in Windows, for Windows, and using Windows standard components and layouts 
> 
> 


(consult MS styleguide). Are we ever going to see a Windows native version 
of CW? 


Yes. We are going to be giving the Windows version of the IDE a more 
"Windows-standard" appearance so that it will look and feel more like 
your standard Windows app. I can't give a timeline when it will be 
"perfect", but I think it will come in incremental steps. IDE 2.0 was 
the first step by providing real keymappings, etc.. 


To allay any Mac user's fears, the Mac IDE isn't going to become more 
Windows'ish, just the Windows IDE will get this treatment. 


> I don't want to be too negative, so I'd like to complement Metrowerks on 
> the changes made in CW 2.0. It is a useable product, and it has allowed me 
> to move back to NT as my development platform. 


Thanks. We love getting positive as well as negative feedback. 


> By the way, I can't print from CW 2.0 in Win95 or NT. CW prints the first 
> page of each file and labels it "page 0". 


I'll submit this as a bug report. 


In article <33C3D594.2AB8@halcyon.com>, gromit@halcyon.com says... 


Although I agree that the Windows CW sounds like it needs improvement I 
must make some comments: 


1) Being a port isn't a flaw - only being a bad port. 


> 
> 
> 
> 
> 
> 2) NEARLY EVERY OTHER CW user couldn't care less about the Windows 
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>And the comparison between PC-game and console-game... You buy a 
PC-game 
>to play alone behind the box you use for other stuff than just games. A 
>console system is to play relaxed from your lazy chair and watching a 
>big screen Tely. 


You said it! PC games like Red Alert, Starcraft and Quake II are 
awesome! N64 games like Goldeneye and ISS are awesome! PS games like 
Tekken 3 and Resident Evil 2 are awesome! Saturn games like Nights and 
Sega Rally are awesome! Some systems may have more great games, but I 


think all systems are awesome (except Jaguar!) 
All this aside, you sound like my kind of guy, DEnnis :-) Don't take 
that the wrong way, now! Oh, BIW, your english is excellent!!! Better 


than most of the AOLers who post on rec.games.video.sony anyway (heh! 
Maybe that isn't a compliment...) 


Hey, it's only a game! 


Nick "certified games vegetable" F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 2064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00767 


—-MESSAGE FILE 2065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000768 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting experiment 

Date: Sun, 03 May 1998 15:37:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <354c8f1c.3125278@www.netyaroze-europe. com> 
References: <6ihhs8Sjpr3@chuka.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yep, Ive tried it with an older grey playstation (it doesnt require 
the swapping trick, its that old). havent checked about gradient 
stuff, but it definately cant chuck as much around in one vsync. 
wierd, eh? 


Robert Swan 


On Sun, 3 May 1998 11:50:26 +0100, "Mark Wilson" 
<m.wilson@dial.pipex.com> wrote: 


>I was bored this morning so I thought I'd see if I could use my standard 
>grey Playstation to run the Yaroze stuff on. I needed to use the disc swap 
>trick to get the terminal to run, but apart from that it all worked fine. 
> 
>I downloaded my current pet project, ran it and it looked different. It 
>seemed as if the dithering on gouraud shaded polygons wasn't as effective, 
>resulting in noticeable banding. It was also running quite a bit slower than 
>on the Yaroze, with a VSync interval of 197 lines as opposed to 182 lines. 

> 

>My grey station is one of the early models (SCPH-1002) so I'm wondering 
>whether this difference is down to changes to the design or simply because 
>my old box is knackered. 

> 
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version (except that we want MW to make money and flourish) CW will be a 
majority Mac product for awhile still. 

3) If you have specific objections to the product design tell Metrowerks 
- in my experience they've been pretty good about listening (I've never 
seen a Windows app (port or otherwise) that seemed to follow any sort of 
styleguide, but thats a different issue.) 


V V V V V V 


I'm not trying to be particularly critical here, after all as a Mac user 
I've suffered through hundreds of horrible ports - I just want to 
suggest that if you tell Metrowerks about your specific bugs and issues 
I believe that they'll do a good job about addressing them. 


V V V V 


> Again I'm mainly just trying to say that I'm concerned that Metrowerks 
> seems to be getting a bad reputation among PC users based on a fairly 

> early product (I won't agure that they shouldn't have waited to release 
> until it was right) I've been happy with their Macintosh products for 

> years, so I hope that PC users will be rewarded with an equally great 

> development environment if they stick it out, and tell Metrowerks what 
> you want, not what you dislike. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19397 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000098 


——MESSAGE FILE 19398 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000099 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems of New CodeWarrior Examples 

Date: Wed, 9 Jul 1997 17:52:57 -0500 

Organization: Metrowerks 

Lines: 43 

Message-ID: <MPG.e2dd247213fbe3d989686@news.scea.sony.com> 

References: <33C1D2AB.D13F6F87@zicorp.com> <01lbc8bec$751849c0Sa4bf43ce@wkwerner> <33 
C311CA.27B6BE6E@zicorp. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


Hi T.J., 
I think someone from tech support has contacted you. If not, here are 
some suggestions. 


In article <33C311CA.27B6BE6E@zicorp.com>, tjyang@zicorp.com says... 
> Thanks for the good pointer. The examples come with MW still need 
> torecompile (make) in MW IDE before it can be loaded by PSComUtil. 


That's probably the best shot for right now. We couldn't reproduce the 
problem either. Please try and rebuild them. 


Here is my another problem 

According to ExamplesNotes, 

This is the contents of the archive "3d.zip" as downloaded from the 
Sony BBS. It is used in project conversion example in the Targeting 
PlayStation OS manual under the heading "Converting the GNU-based 
3D tutorials to Multiple CodeWarrior Projects" 

Where can I find the "Converting the GNU-based 

3D tutorials to Multiple CodeWarrior Projects" in that manul ? 


VVVVVVVV VV 


I assume from your note that you have found the manual itself (Targeting 
Playstation OS.pdf) 


The chapter being referred to is on page 52 of the PDF. 


> 
> 
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Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
System Administrator 
Zi Corporation 403.233.8875 ext 238 


3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 
Internet http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 


VVVVVVV VV 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19398 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000099 


—--MESSAGE FILE 19399 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000100 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Using files along with CW 

Date: Wed, 09 Jul 1997 20:05:06 -0500 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <33C43542.47D56BE4@ix.netcom. com> 

NNTP-Posting-Host: ara-il7-07.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


If I want to use other files with my programs (like TMD'S), is there a 
way that CW can upload these files to the Yaroze before it sends the 
program? Right now, I'm going back and forth with PsComUtil every once 
in a while... not a big hassle, but I was wondering if there was some 
feature that took care of this. 


Manny Najera 


—-MESSAGE FILE 19399 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000100 


—--MESSAGE FILE 19400 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000101 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Getting up and going with C++ 

Date: 10 Jul 1997 02:16:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 50 

Message-ID: <01lbc8cd7$41d70880Sccbf43ce@wkwerner> 
NNTP-Posting-Host: port104.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just a little more in the saga of getting C++ going. 


size_t, defined as unsigned int in sys\types.h is incompatable with the 
compilers idea of what should be passed as operator new's first parameter. 
I got an error every time I tried to compile. Thanks to Nick Porcino's 
email of the other day I was able to see what he did. He defined the size 
as unsigned long. I tried this, and it worked. Thanks, Nick. I don't 
know how long I would have messed around with this before I figured that 
out. This however, needs to be addressed, in as far as size_t is supposed 
to work as the type passed to the memory allocation functions and as the 
type returned by sizeof, etc. 


BTW, a small header containing the following is now working for me: 
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inline void *operator new (unsigned long sz){ return malloc(sz); } 
inline void operator delete(void *p){ if (NULL != p) free(p); } 


Will the next version of the compiler support redefining operators new[] 
and delete[]? 

The current version chokes when I try to do this. These will be needed to 
truely emulate the default behavior of the C++ compiler. (What am I 
saying... the next version will allow us to throw away the home rolled 
stuff!) 


I have some questions. I still have the MIPS Support directory available 
to me. It includes a header and lib directory. Some of these headers 
appear to conflict with the headers in Playstation Support. The C++ 
library is in the lib directory. 


Can I somehow use this existing library and headers? Can they be 
integrated into the Playstation support in some way? Do I need to go here 
instead of to ps support? Will they eliminate the need for rolling my own 
global operators new and delete? Լո other words, can I get some guidelines 
on using the MIPS Support directory? Meanwhile, I will continue to mess 
around on my own and see if I can't shed some light on these issues myself. 


The support from all you MW guys out there has been mind boggling. I know 
that I am one of those who has complained that the CW product is not all I 
want, but the speed with which you guys answer questions and give advice, 
and the obvious dedication to giving me and the rest of the NY members what 
we want, is just great! Thanks! 


Not that the NY support people (Mario, take a bow) don't deserve a great 
deal of credit also. Between all of the official support, and the dialog 
of all the informed users, this has been a very rewarding experience. 


I'm really glad I joined the NY community! Thanks all! 
Wayne 


—-MESSAGE FILE 19400 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000101 


——MESSAGE FILE 19401 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000102 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: 10 Jul 1997 02:40:36 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <0lbc8cdaSad1l7ab60S$ccbf43ce@wkwerner> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> <01bc8c03$939160a0$61f90398@mcs2.duke.edu> <33C3D594.2A 
B8@halcyon.com> 

NNTP-Posting-Host: port104.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


God no! Please, no platform wars! Take it from an old timer who has 
worked on many platforms, admired their individual strengths, and cursed 
their faults, it's not worth your time. As an ex Amiga Fundamentalist, I 
can tell you, platform jihads are a tremendous waste of energy. 


There is, however, one truism of application usefulness that runs across 
all platforms. Make the application conform to the standards of the target 
operating system. Reguardless of the platform, make it conform! If you do 
this, users of your apps will be much happier and more productive, whatever 
their OS religion. 


Wayne 


—-MESSAGE FILE 19401 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000102 
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——MESSAGE FILE 19402 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000103 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Getting up and going with C++ 

Date: Thu, 10 Jul 1997 04:16:16 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33c461cc.11597556@205.149.189.29> 

References: <Olbc8cd7$41d70880Sccbf43ce@wkwerner> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 10 Jul 1997 02:16:09 GMT, "Wayne K. Werner" <wkwerner@con2.com> 

wrote: 

> 

>[snip] 

> 

>Not that the NY support people (Mario, take a bow) don't deserve a great 
>deal of credit also. Between all of the official support, and the dialog 
>of all the informed users, this has been a very rewarding experience. 

> 

>[snip] 

> 


You're making me blush. 
Thanks, 


Mario 
—-MESSAGE FILE 19402 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000103 


——MESSAGE FILE 19403 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000104 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Getting up and going with C++ 

Date: Wed, 09 Jul 1997 23:25:32 -0800 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33C48E69.4DE7@bc.sympatico.ca> 

References: <Olbc8cd7$41d70880Sccbf43ce@wkwerner> 
NNTP-Posting-Host: vcta01lm02-110.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Wayne wrote: 

>>>> snip 

I have some questions. I still have the MIPS Support directory 
available 

to me. It includes a header and lib directory. Some of these headers 
appear to conflict with the headers in Playstation Support. The C++ 
library is in the lib directory. 


Can I somehow use this existing library and headers? 
<<<<<< 


The MIPS support directory came with the 1.7.x IDE and the libs in there 
are in no way compatible with 2.0. Metrowerks went and changed the lib 
format to something more industry standard like XCOFF or something. I 
messed with it for hours before coming to the conclusion that trying to 
do something with those libs would either crash the IDE when it tried to 
open them, or do nothing no matter how clever I got with filename 
extension - compiler mappings in the settings panel. 


Using the MIPS Support folder was pretty easy under 1.7.x, but I assume 
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you've done that already. You've probably seen the post where Metrowerks 
said that the MIPS Support folder wasn't released with the rev because 
of problems with the C++ compiler. As far as I know, those problems are 
fairly esoteric template peculiarities. Basically, templates actually 
work great, I've got some pretty enormous List templates and others 
working, so there you go. 


- nick 
—-MESSAGE FILE 19403 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000104 


——MESSAGE FILE 19404 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000105 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Getting up and going with C++ 

Date: 10 Jul 1997 11:21:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <01lbc8d23S63d66ce0S68bf43ce@wkwerner> 

References: <Olbc8cd7$41d70880Sccbf43ce@wkwerner> <33C48E69.4DE7@bc.sympatico.ca> 
NNTP-Posting-Host: port04.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Porcino wrote: 
The MIPS support directory came with the 1.7.x IDE and the libs in there 
are in no way compatible with 2.0. Metrowerks went and changed the lib 
format to something more industry standard like XCOFF or something. I 
messed with it for hours before coming to the conclusion that trying to 
do something with those libs would either crash the IDE when it tried to 
open them, or do nothing no matter how clever I got with filename 
extension - compiler mappings in the settings panel. 


VV V V V V V 


I guess I'll just move forward while waiting for the next release. 


Thanks 
Wayne 


—-MESSAGE FILE 19404 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000105 


——MESSAGE FILE 19405 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000106 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Using files along with CW 

Date: Thu, 10 Jul 1997 12:55:20 -0500 

Organization: Metrowerks 

Lines: 32 

Message-ID: <MPG.e2ede03868767ab989687@news.scea.sony.com> 
References: <33C43542.47D56BE4@ix.netcom. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


Hi there, 

If I understand your question, you are using PSComUtil to download the 
graphics files and then going into the debugger to download the 
application, right? 


If this is the case, a more convenient way to do this would be to take 
advantage of the graphics file download capability within the debugger. 


Once you have opened the application in the debugger (via the DEBUG 
command in the IDE or by opening the .pse file in the debugger), go to 
the menu "PlayStation" and select "Download from batch file". You can 
use the same .sio file that you create for PSComUtil to download all of 
your graphics and data files in one shot without leaving the debugger. 


Does this answer your question? 
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In article <33C43542.47D56BE4@ix.netcom.com>, mnajera@ix.netcom.com 
says... 

> If I want to use other files with my programs (like TMD'S), is there a 
way that CW can upload these files to the Yaroze before it sends the 
program? Right now, I'm going back and forth with PsComUtil every once 
in a while... not a big hassle, but I was wondering if there was some 
feature that took care of this. 


Manny Najera 


VVVVVVVV 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19405 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000106 


——MESSAGE FILE 19406 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000107 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Thu, 10 Jul 1997 13:19:26 -0500 

Organization: Metrowerks Corporation 

Lines: 20 

Message-ID: <hunt-ya02408000R1007971319260001@news.scea.sony.com> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> ՀՅՅՑ13543 
-52B7@austin.metrowerks.com> <01bc8c035939160a0S61f90398@mcs2.duke.edu> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc8c03$939160a0S61f90398@mcs2.duke.edu>, "Mike Strauss" 
<mcs2@acpub.duke.edu> wrote: 


> By the way, I can't print from CW 2.0 in Win95 or NT. CW prints the first 
> page of each file and labels it "page 0". 


This is a known (and just fixed) bug in the Windows 2.0 IDE. It was even 
present in our recent CW Pro 1 release. So, when the CD makes it out as 
Joel has indicated, printing will not be broken. 

As always, if you have bug reports, feature suggestions, etc., make sure 
you use the bug report form in the release notes folder and then fire off a 
copy to us at: 


support@metrowerks.com 


Thanks! 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19406 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000107 


—-MESSAGE FILE 19407 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: eli curtz <gromit@halcyon.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Thu, 10 Jul 1997 14:27:44 -0700 

Organization: SCEA Net Yaroze News 

Lines: 33 

Message-ID: <33C553CE.33FE@halcyon.com> 
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References: <33A5A070.6343@austin.metrowerks.com> <33ACCO1D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> <01bc8c03$939160a0S61f90398@mcs2.duke.edu> <33C3D594.2A 
B8@halcyon.com> <Olbc8cdaSadl1l7ab60S$ccbf43ce@wkwerner> 

Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ipll.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Wayne K. Werner wrote: 

> 

> God no! Please, no platform wars! Take it from an old timer who has 
> worked on many platforms, admired their individual strengths 


> 
> Wayne 


Yeah, I know, I was just trying to mix a bit of "oh he's a crazed 
platform bigot" type humurous overtones in to make things a little more 
readable. It's hard to be a bit tongue in cheek without lots o smileys 
(which I find annoying.) I'm just trying to put in a good word for 
Metrowerks. 


Just to be clear: 


I like PC clones and PC clone users (especially ones with lots of cool 
games.) I do hate Microsoft, but this isn't the time or place for that 
discussion. I tend to think of platform wars as good-natured kidding on 
both sides, and sometimes forget that people take them more seriously. 


Once again, here's what I should have said: 


Sorry to hear you're having trouble with CW for PC. I've found 
Metrowerks to produce good products and be responsive to user requests. 
Please point out the problems you see to them and they should provide 
you with the excellent products that we Mac users have come to expect 
from them. 


I'll try to keep posts less "colorful" in the future, 

eli 

—-MESSAGE FILE 19407 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000108 


——MESSAGE FILE 19408 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000109 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Getting up and going with C++ 

Date: Fri, 11 Jul 1997 01:34:01 GMT 

Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <33c58ba9.28573956@news.scea.sony.com> 

References: <Olbc8cd7$41d70880Sccbf43ce@wkwerner> 
NNTP-Posting-Host: nbppp42.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 10 Jul 1997 02:16:09 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>Just a little more in the saga of getting C++ going. 


>Will the next version of the compiler support redefining operators new[] 
>and delete[]? 

>The current version chokes when I try to do this. These will be needed to 
>truely emulate the default behavior of the C++ compiler. (What am I 
>saying... the next version will allow us to throw away the home rolled 
>stuff!) 
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To Metrowerks: 


Speaking of new versions, could the next upgrade to 
CodeWarrior possibly include (adequate) support for C++, which means 
putting back the C++ libs, and "real" versions of new and delete? It 
seems like there's enough demand to warrant this...I'd also really 
like to see some successfully prebuilt C++ projects included, so that 
I can actually get "up and running" with a C++ project instead of 
slogging through this conditional header stuff. 


Thanks, 
Jamin 


—-MESSAGE FILE 19408 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000109 


—--MESSAGE FILE 19409 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000110 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: (ANN)CodeWarrior for Net Yaroze Release 2 Available Now 

Date: Fri, 11 Jul 1997 01:42:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33c58e5f.29268076@news.scea.sony.com> 

References: <33A5A070.6343@austin.metrowerks.com> <33ACC01D.718E@znet.com> <33B13543 
-52B7@austin.metrowerks.com> <01bc8c03$939160a0$61f90398@mcs2.duke.edu> <33C3D594.2A 
B8@halcyon.com> <MPG.e2ddlaf80d69d59989685@news.scea.sony.com> 

NNTP-Posting-Host: nbppp42.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


>> I, along with nearly every other CW user, 
>> would like to see a real Windows version of the product; something designed 
>> in Windows, for Windows, and using Windows standard components and layouts 


>> (consult MS styleguide). Are we ever going to see a Windows native version 
>> of CW? 
> 


>Yes. We are going to be giving the Windows version of the IDE a more 
>"Windows-standard" appearance so that it will look and feel more like 
>your standard Windows app. I can't give a timeline when it will be 


>"perfect", but I think it will come in incremental steps. IDE 2.0 was 
>the first step by providing real keymappings, etc.. 

> 

Thank you! It just doesn't seem to make sense to give a windows app a 


mac interface. We're lucky enough that windows treats its "own" 
interfaces favorably! 


Jamin 
—-MESSAGE FILE 19409 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000110 


——MESSAGE FILE 19410 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000111 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: Fri, 11 Jul 1997 02:05:10 GMT 

Organization: SCEA Net Yaroze News 

Lines: 99 

Message-ID: <33c5903d.29746230@news.scea.sony.com> 

References: <01bc85135$4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01lbc869b$d2a65420S 6fbf43ce@wkwerner> 

NNTP-Posting-Host: nbppp42.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 2 Jul 1997 03:55:19 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
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wrote: 


> 

>> Hooray! Another advocate for C++! I'd be interested what you 
>> have to say about "getting" C++ to work for Net Yaroze (since it 

>> doesn't seem to be so straightforward to do at this point), and while 
>> I have experience coding in C++ and OO paradigm, I've never had to 

>> worry about performance issues. It'd be great to nail down those 

>> aspects of C++ that supposedly make it "less efficient" and use OO 

>> methods to create my game worlds. 


>> 

>> Jamin 

> 

>There are several valid reasons that C++ is perceived as less efficient. 
>One is caused by pointers to base classes. These require the use of 


>virtual functions to make sure that the correct member function is called. 
>Virtual functions are stored in virtual call tables included as part of the 
>object. Result is larger code and slower calls done in a "behind the 
>programmer's back" kind of way. The solution? Avoid pointers to base 
>classes and virtual functions. 

> 


Aw, man, but that's the half the fun! You mean I can't have 
an array of base class pointers "cSprite", where their update function 
like cSprite.Update() ) is polymorphic depending on the derived 
class! Like cEnemy<-->cSprite, cPlayer<--—>cSprite, 
cMissle<-—->cSprite, cTree<-—->cSprite (where <--> means derived from), 
and then just do very general functions like cSprite->Init() and 
cSprite->Update() and cSprite->Destroy() all with just one array? 

Plus no multiple inheritance? :%( 


=~ 


>Another is caused by the heavy use of dynamic data in C++. C++, in making 
>dynamic memory easier to use has also made its use more prevelent. Try to 
>avoid the use of dynamic data in your designs where possible and 
>investigate rolling your own new and delete operators where appropiate. 
>You know your data better than the compiler does, and you can often do a 
>better job of allocation than your compiler can. 


Hmmm...does this make things harder at all? Do we tend to do 
a lot of dynamic allocation in C++? 


> 

>Yet another sore spot is in the creation of temporary variables. By this I 
>do not mean the automatic variables that are placed on the stack when you 
>enter a function or block, but the unnamed variables that are created by 
>the compiler, again, in a behind your back sort of way. To avoid these 
>problems pass references to functions, not actual objects (which would 


>create a temp to pass by value). Be careful to avoid automatic type 
>conversions on your objects when assigning them or passing them to 
>functions. Beware of returning objects from functions. Remember, temps 


>are not just allocated in memory, but have constructors and destructors 
>called on them too. 


Right. But passing by pointer (there is no "call by 
reference" in C) is usually done in C as well, since it just doesn't 
make sense to consistently be copying large structures. This also 
follows for return values. 


> 
>Inline functions of both the global and member types can quickly cause code 
>bloat. Make sure that the benefits of inlining outweigh the costs before 
>using it. (Inlined functions are also much harder to debug than called 
>functions. I keep everything called and inline only towards the end of 
>development, carefuly, in an effort to optimize.) 


I've only seen or used inline when the code is very compact. 
Otherwise, it sort of defeats the purpose of a "function". Maybe it 
will save you a couple of copy and paste operations on your editor! 


> 

>When you create an object file, the entire file is linked into your program 
>if you access just a single data or function symbol in that object file. 
>If you use just one function out of a hundred, the full hundred still show 
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>up in your executable. Since the whole idea of objects is to create 
>reusable code, often objects have much more functionality than is used ina 
>particular application. But you usually get the whole bag anyway. One 
>solution is to create static link librarys when you create general use 
>objects, and break up the source code into modules containing individual 
>member functions. The library makes a convenient way to keep the whole 
>object together in one place while the fracturing of the code will prevent 
>you from linking in more than you asked for. 


Yea, I guess this highly depends on the generality of your 
object libraries, too. I haven't got far enough to worry about making 
my libraries over-generalized, though. :%) 


>One more problem exists. 


Has anyone got a C++ program made my CW yet? I'm afraid I 
might wait for the next version of CW... 


>Everything should now be smooth as... well who am I kidding, it never goes 
>smooth! 

:2) Yup. 
Jamin 


—-MESSAGE FILE 19410 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000111 


——MESSAGE FILE 19411 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000112 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: 11 Jul 1997 04:07:57 GMT 

Organization: SCEA Net Yaroze News 

Lines: 83 

Message-ID: <0O1lbc8db0S08bb8 9c0S66bf43ce@wkwerner> 

References: <01bc8513S$4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01bc869bSd2a65420S6fbf43ce@wkwerner> <33c5903d.29746230@news.scea.sony.com> 
NNTP-Posting-Host: port02.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Aw, man, but that's the half the fun! You mean I can't have 
an array of base class pointers "cSprite", where their update function 
like cSprite.Update() ) is polymorphic depending on the derived 
class! Like cEnemy<-->cSprite, cPlayer<-->cSprite, 
cMissle<-—-—>cSprite, cTree<-—->cSprite (where <--> means derived from), 
and then just do very general functions like cSprite->Init() and 
cSprite->Update() and cSprite->Destroy() all with just one array? 
Plus no multiple inheritance? :%( 


= 


VVVVVVVV 


> 

If your thinking multiple inheritence, I'll bet your confusing some "has 8" 
situations for "is a" situations. Multiple inheritence is accompanied by 
many pitfalls and sticky situations. Fortunately there are very few times 
that it is clearly needed. 


Of course, you can use base class pointers for sprites, but you're going to 
pay for them in terms of virtual tables and indirect function calls. If 
you've got the spare cycles and memory, then go ahead. If you don't , you 
don't. 


Besides, there are many concrete classes of finite number of instances that 
can be usefully encapsulated without the use of virtual functions. For 
instance, a memory card class with two objects (slots 1 and 2). Input 
ports one and two (how about a type for each type of controller?) The CD 
rom. The sound generator. Lots of great stuff to encapsulate, and all can 
be done without the need to use virtual functions. 


> Hmmm...does this make things harder at all? Do we tend to do 
> a lot of dynamic allocation in C++? 
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>Mark 
> 
> 


-—-MESSAGE FILE 2065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00768 


—-MESSAGE FILE 2066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000769 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 03 May 1998 15:40:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <354c8f£71.3210000@www.netyaroze-europe. com> 

References: <3549C8BA.338@saqnet.co.uk> <6ie37eSedu2@scea> <6ien75$lbr7@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


This may seem a bizarre nomination for best game but - 


Legend of Zelda - Links Awakening on the game boy. 
Now that really did amaze me. hours and hours of fun. 


Robert Swan 
—-MESSAGE FILE 2066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00769 


—-MESSAGE FILE 2067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000770 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation EX Plus Alpha 

Date: Sun, 03 May 1998 15:50:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <354c9070.3464783@www.netyaroze-europe. com> 

References: <35363517.A88BA96D@creatron.de> <6h8k7h$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88-123. 
al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I must admit, Im a bit taken back by the statement that a pc gets 
better value for money the more games you buy. 


How many games do you have to buy on the pc before the same quantity 
on n64 is more expensive. lets see 


(price n64) + A*(pricen6é4game) = (price PC) + A*(pricePCgame) 
100 + A*55 = 1000 + A*30 
A = 60 


therefore you need to buy over 60 games (roughly) before a pc gets 
better value, which would come to a total price of 2800 pounds. Show 
me a person that would buy 60 games for any system and I1l show you 
someone who must be so unhappy with most of the games they shouldnt 
have bought a system in the first place. 


The only point really worth considering is that PCs and Consoles cant 
really be compared, as years nad years of debate has shown. I could 
quite happily live without a console, but not without a pc, but that 
is in the full knowledge that it cost 10 times more. 
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Take a look at almost any implementation of a string class, and you'll see 
what I mean. It's very difficult to avoid dynamic allocation in classes, 
they most effectively use memory. Again, it's the eternal struggle, memory 
or speed. You must choose as the situation dictates. And, of course, 
consider the roll your own solutions, which are usually a compromise 
between the two. 


> Right. But passing by pointer (there is no "call by 

> reference" in C) is usually done in C as well, since it just doesn't 

> make sense to consistently be copying large structures. This also 

> follows for return values. 

> 

True enough. Good ideas in C often percolate in C++. As a note however, 
Consider this. Even a small object, that might easily be passed if only 
it's size is considered will also call the copy constructor and the 
destructor on the passed value. 


> I've only seen or used inline when the code is very compact. 
> Otherwise, it sort of defeats the purpose of a "function". Maybe it 
> will save you a couple of copy and paste operations on your editor! 


> 

Don't forget, the philosophy of C++ is object, method. Data should be 
accessed through access functions almost always. This isolates the calling 
code from the implementation details. Inline functions are mandatory for 


making these often small, often called functions useful. 


An often overlooked use of inlining is when a function has been designed in 
a top down fashion. For instance, let's say I extract the heart of some 
loop out into a function call to make the overall logic of the looping code 
clearer, eliminating quite a bit of the lower complexity. 


Even if the function is large, if it is only used here I will inline it. 
This gives me some advantages. The code will be smaller and faster than a 
function call. The optimizer will be able to work more deeply with the 


code (unroll the loop, perhaps). 


> >When you create an object file, the entire file is linked into your 
program 

> 

> Yea, I guess this highly depends on the generality of your 

> object libraries, too. I haven't got far enough to worry about making 
> my libraries over-generalized, though. :%) 

> 


Don't forget, your building a tool box for yourself. Plan now for the 
future. Extra efforts to do it right now equal a lot of saved time down 
the road. It's the do it once, do it right school of thought. If your 
digging into the memory card to do something, might as well dig in all the 
way and encapsulate that memory card, even if you don't need all of that 
functionality now. You won't be digging into the memory card again in the 
future, even when you do need more functionality. Keeps you from going 
over the same old ground again. 


Wayne 


—-MESSAGE FILE 19411 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000112 


—--MESSAGE FILE 19412 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000113 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems of New CodeWarrior Examples 

Date: Thu, 10 Jul 1997 22:24:51 -0600 

Organization: Multi-Corp 
Lines: 76 
Message-ID: <33C5B593.1ACB828D@zicorp.com> 

References: <33C1D2AB.D13F6F87@zicorp.com> <01lbc8bec$751849c0Sa4bf43ce@wkwerner> <33 
C311CA.27B6BE6E@zicorp.com> <MPG.e2dd247213fbe3d989686@news.scea.sony.com> 

Reply-To: tjyang@zicorp.com 

NNTP-Posting-Host: 207.229.20.122 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 
X-Priority: 3 (Normal) 


Joel Sumner wrote: 


Hi T.J., 

I think someone from tech support has contacted you. If not, here 
are 
some suggestions. 


In article <33C311CA.27B6BE6E@zicorp.com>, tijyang@zicorp.com says... 
> Thanks for the good pointer. The examples come with MW still need 
> torecompile (make) in MW IDE before it can be loaded by PSComUtil. 


That's probably the best shot for right now. We couldn't reproduce the 
problem either. Please try and rebuild them. 


Here is my another problem 

According to ExamplesNotes, 

This is the contents of the archive "3d.zip" as downloaded from the 
Sony BBS. It is used in project conversion example in the Targeting 
PlayStation OS manual under the heading "Converting the GNU-based 
3D tutorials to Multiple CodeWarrior Projects" 

Where can I find the "Converting the GNU-based 

3D tutorials to Multiple CodeWarrior Projects" in that manul ? 


VVVVVVVV VV 


I assume from your note that you have found the manual itself 
(Targeting 
Playstation OS.pdf) 


The chapter being referred to is on page 52 of the PDF. 


> 

> 

> - 

> Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
> System Administrator 

> Zi Corporation 403.233.8875 ext 238 
> 3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 

> Internet http://www.zicorp.com, Internal Only 
http://tjwww.ziran.net/ 

> 

> 

> 


PlayStation Debugger Dude 
Metrowerks 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


After I did a make (recompiled ) of 2d_cw.mcp in MW IDE, I found 
outthere is at least a new file generated for tuto0.pse and 

tuto0.pxe (their size are same 

after the recompiled), this new file is Tuto0O.pse.xMap. With this new 
file being 
generated my download of batchO.sio run without problem. 


My Targeting PlayStation OS.pdf path is like this in my G: drive 


file:///G|/CodeWarrior/CodeWarrior Documentation/CW Core 
[doc]/Targeting PlayStation OS.pdf 


And here is the dir info of this file, 
01/24/97 08:58p 800,640 Targeting PlayStation OS.pdf 


In my page 52, it has a figure 3.18 about The debugger browser window. 
this page is a continus page of working with the debugger from page 49. 


Page 13102 
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Are we talking about the same Targeting PlayStation OS.pdf ? 


Thanks for the help 


Tyng-Jing Yang (T.J.) tjyang@zicorp.com 


—-MESSAGE FILE 19412 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000113 


——MESSAGE FILE 19413 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000114 

Path: chuka.playstation.co.uk!news 

From: wardsterl@hotmail.com 

Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Windows Editor 

Date: Fri, 11 Jul 1997 16:42:37 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33C6C4ED.7511@hotmail.com> 

References: <5ktbl0S$8ja2@scea> <3387672A. 3E8D@znet.com> 
NNTP-Posting-Host: 1d22-198.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01E-CIS (Win95; I; 16bit) 


If you have a copy of Visual C++ then you can use it as a front end 
editor. All you have to do is rename the makefile to makefile.mak and 
then open the .mak file as a new project workspace. 


The editor will then prompt you for the dos comiler options, set this to 
be gcc and that's it. 


Obviously, you can not use the debug tools, but as an editor it is soooo 
much better than the CW IDE (especially when using C++)... 


Hope to have been of help 


See ya 
—-MESSAGE FILE 19413 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000114 


—-MESSAGE FILE 19414 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000115 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: Fri, 11 Jul 1997 10:22:18 -0500 

Organization: Metrowerks 

Lines: 35 

Message-ID: <MPG.e300balce46f328989688@news.scea.sony.com> 

References: <01bc8513S$4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01lbc869bSd2a65420S6fbf43ce@wkwerner> <33c5903d.29746230@news.scea.sony.com> 
NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


In article <33c5903d.29746230@news.scea.sony.com>, jaminl@psu.edu says... 
> On 2 Jul 1997 03:55:19 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
> wrote: 


>When you create an object file, the entire file is linked into your program 
>if you access just a single data or function symbol in that object file. 
>If you use just one function out of a hundred, the full hundred still show 
>up in your executable. Since the whole idea of objects is to create 
>reusable code, often objects have much more functionality than is used ina 
>particular application. But you usually get the whole bag anyway. One 
>solution is to create static link librarys when you create general use 


VV VV V V V 
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> >objects, and break up the source code into modules containing individual 

> >member functions. The library makes a convenient way to keep the whole 

> >object together in one place while the fracturing of the code will prevent 
> >you from linking in more than you asked for. 

> 

> Yea, I guess this highly depends on the generality of your 

> object libraries, too. I haven't got far enough to worry about making 

> my libraries over-generalized, though. :%) 


Just a note, the CodeWarrior linker is "Smarter than the average bear". 
It will dead strip any unused functions. Thus, you don't have to worry 
about linking in functions that you don't use. You can see evidence of 
this when you run a program through the debugger. Any functions that are 
never called with have no tick-marks next to the instructions in that 
function because the code doesn't exist in the executable. 


This applies to both user source and included libraries. 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19414 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000115 


--MESSAGE FILE 19415 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000116 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems of New CodeWarrior Examples 

Date: Fri, 11 Jul 1997 10:26:49 -0500 

Organization: Metrowerks 

Lines: 37 

Message-ID: <MPG.e300cb458acf2f989689@news.scea.sony.com> 

References: <33C1D2AB.D13F6F87@zicorp.com> <0Olbc8bec$751849c0Sa4bf43ce@wkwerner> <33 
C311CA.27B6BE6E@zicorp.com> <MPG.e2dd247213fbe3d989686@news.scea.sony.com> <33C5B593 
. LACB828D@zicorp.com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


In article <33C5B593.1ACB828D@zicorp.com>, tjyang@zicorp.com says... 


After I did a make (recompiled ) of 2d_cw.mcp in MW IDE, I found 
outthere is at least a new file generated for tuto0.pse and 

tuto0.pxe (their size are same 

after the recompiled), this new file is Tuto0O.pse.xMap. With this new 
file being 
generated my download of batchO.sio run without problem. 


VVVVVVV 


I'm not sure why that would have any effect but I'm glad it fixed the 
problem. 


My Targeting PlayStation OS.pdf path is like this in my G: drive 


> 

> 

> file:///G|/CodeWarrior/CodeWarrior Documentation/CW Core 
> [doc]/Targeting PlayStation OS.pdf 
> 
> 
> 


And here is the dir info of this file, 
01/24/97 08:58p 800,640 Targeting PlayStation OS.pdf 


Hmm. This appears to be the wrong one. Is there a version of it in the 
folder "CodeWarrior\CodeWarrior Documentation\Emebdded[doc]"? 


It should be 952K with a date of 6/13/97. If it's not there, you might 
try running the installer again and doing a custom install of all of the 
documentation. This may cure the problem. If that doesn't work, please 
send e-mail to support@metrowerks.com and they'll send you an updated 
one. 
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(I'll be on vacation next week so they can get you fixed up faster than I 
can.. Thanks!) 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19415 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000116 


——MESSAGE FILE 19416 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000117 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: 11 Jul 1997 23:15:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <01bc8e50$614263c0S87bf43ce@wkwerner> 

References: <01bc8513S$4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01lbc869bSd2a65420S6fbf43ce@wkwerner> <33c5903d.29746230@news.scea.sony.com> <M 
PG. e300balce46£328989688@news.scea.sony.com> 

NNTP-Posting-Host: port35.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just a note, the CodeWarrior linker is "smarter than the average bear". 
It will dead strip any unused functions. Thus, you don't have to worry 
about linking in functions that you don't use. You can see evidence of 
this when you run a program through the debugger. Any functions that are 


MVM NY 


never called with have no tick-marks next to the instructions in that 
function because the code doesn't exist in the executable. 


This applies to both user source and included libraries. 


-Joel 


VVVVVVVV VV 


PlayStation Debugger Dude 

Metrowerks 

> 

Great! I hate the added complexity of managing several small files that 
should just be one large one. 


Wayne 


—-MESSAGE FILE 19416 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000117 


—-MESSAGE FILE 19417 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000118 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: Sun, 13 Jul 1997 17:00:39 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <33c908ae.79813459@news.scea.sony.com> 

References: <01bc8513$4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01bc869bS$d2a65420S6fbf43ce@wkwerner> <33c5903d.29746230@news.scea.sony.com> <M 
PG.e300balce46f328989688@news.scea.sony.com> <01bc8e50$614263c0S87bf43ce@wkwerner> 
NNTP-Posting-Host: nb8ppp107.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


So does this mean there's *no* overhead when linking an object 
library? How about class-static data? Or should this be avoided so 
this doesn't have to be unecessarily piled onto the heap? 
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Jamin 


On 11 Jul 1997 23:15:46 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>> Just a note, the CodeWarrior linker is "smarter than the average bear". 
>> It will dead strip any unused functions. Thus, you don't have to worry 

>> about linking in functions that you don't use. You can see evidence of 
>> this when you run a program through the debugger. Any functions that are 
> 

>> never called with have no tick-marks next to the instructions in that 

>> function because the code doesn't exist in the executable. 

>> 
>> This applies to both user source and included libraries. 
>> 

>> -Joel 

>> -- 

>> 
>> PlayStation Debugger Dude 

>> Metrowerks 

>> 

>Great! I hate the added complexity of managing several small files that 
>should just be one large one. 

> 

>Wayne 

> 

> 


—-MESSAGE FILE 19417 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000118 


——MESSAGE FILE 19418 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000119 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: 13 Jul 1997 19:07:01 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <0Olbc8fbfSf35cc500Sa2bf43ce@wkwerner> 

References: <01bc8513S4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01lbc869b$d2a65420S6fbf43ce@wkwerner> <33c5903d.29746230@news.scea.sony.com> <M 
PG.e300balce46f328989688@news.scea.sony.com> <01lbc8e50$614263c0S87bf43ce@wkwerner> Հ 
33c908ae.79813459@news.scea.sony.com> 

NNTP-Posting-Host: port62.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jamin Frederick <jaminl@psu.edu> wrote 
> So does this mean there's *no* overhead when linking an object 
> library? How about class-static data? Or should this be avoided so 


> this doesn't have to be unecessarily piled onto the heap? 


I don't know the answer to that one, but even if static data members are 


included, it is probably not a problem. Separating classes into source 
code modules is a natural way of encapsulation. It seems to me that if you 
use a class, you need its static data. If you don't, it probably inhabits 


its own module, and you won't get what you don't need, even if you use 
classes in the same library. 


Wayne 
—-MESSAGE FILE 19418 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000119 


——MESSAGE FILE 19419 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000120 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.codewarrior 
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Subject: Problems porting sample program to CW 
Date: Fri, 18 Jul 1997 00:56:11 -0700 
Organization: SCEA Net Yaroze News 

Lines: 55 

Message-ID: <33CF219A.1DE9@san.rr.com> 
Reply-To: dwhite2@san.rr.com 
NNTP-Posting-Host: dt3h2n9e.san.rr.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


I am having trouble compiling the sample program 'blow' from the 
scee demos directory on SCEA's web site. Specifically, when I try 
to compile main.c I get 


Error : internal compiler error: File: 'BE_register.c' Line: 363 
main.c line 485 } 


This line is the closure for 
void controlsWRTObject (void) 


This routine contains simple lines like 


FntPrint ("Rotation 54 24 %d\n", (int) rotateObj.vx, 
(int) rotateObj.vy, (int) rotateObj.vz); 
if (PadStatus & PADLright) 
rotateObj.vx += 8; 
rotateObj is defined as 
SVECTOR rotateObj = {0,0,0}; 
PadStatus is defined as 


u_long PadStatus; 


When I comment out this routine I get the same error from the 
following routine 


controlsWRTWorld(); 


It is nearly identical to controlsWRTObject (). 


If I comment out the lines for FntPrint ( 
in each routine, I can compile, but then I get these link errors: 


Link Error : undefined: ¿_d_add¿¿¿ ¿¿ 
Referenced from gcontrolsWRTObjectg in main.c 


Link Error : undefined: ¢__cvt_dfp2unsignedi¢¢é¢ 
Referenced from gcontrolsWRTObjectg in main.c 


Only commenting out both routines and their references yield 
successful compiling and linking. 


am using the Mac version of the Net bourn patch for the NY compiler 
am running sys 7.5.5 on an 8500. 
I have set IDE's memory partition to 11886 KBytes 


I'd appreciate any help with this as I'd like to use this sample 
program for learning. 


Thanks 


David 
—-MESSAGE FILE 19419 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000120 


—-MESSAGE FILE 19420 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000121 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior,scea.yaroze.problems.pc 
Subject: CodeWarrior not creating executable; also, data size problems 
Date: Sat, 19 Jul 1997 19:48:12 -0500 

Organization: The Implementor 

Lines: 32 

Message-ID: <33D1604C.19C7@ix.netcom. com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx23-03.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:121 scea.yaroze.pr 
oblems.pc:134 


As the subject line suggests, CodeWarrior has been giving me trouble 
recently, in that it refuses to create an executable when I tell it 
to Make the project. It doesn't give any errors or warnings, and by 
all appearances it does everything properly (the status window 

goes through the Compiling for all source files, and then it says 
NY.pxe Linking, but when it is done, there is no executable of any 
sort). 


I have a strong suspicion that it is due to the fact that I have 

a fairly large amount of static data in the project. If I remove 
most of the data, it produces the executable. However, there is 
less than 200K of static data; there should be room enough for this 
and more, shouldn't there? If I bring it down to around 40K, it 
works (though oddly enough, another project that I built had over 
64K and it worked perfectly well).... 


Speaking of large data, I noticed that CodeWarrior will crash if 
you try to compile a file with a static data element 64K or greater 
in size (although it seems content with multiple data elements that 
add up to >64K). Also, if you have a source file with data only, 
no code, then CodeWarrior cannot link it (i.e., a source file with 
large data that you don't want to have to compile every time you 
make a code change). 


So.... Does anyone have any ideas on how to get it to build the 
executable?? 


(If you're wondering why I need such vast amounts of data, it is to 

hold various graphics and other large data structures; I want to have 

a single, self-contained executable, with no extra files to upload. 

The Yaroze has the memory, so CodeWarrior _should_ be able to do 

this... somehow....) 

—-MESSAGE FILE 19420 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000121 


—-MESSAGE FILE 19421 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000122 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Where are the object files? 

Date: 20 Jul 1997 16:52:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <01lbc952dS5afle340Sb8bf43ce@wkwerner> 
NNTP-Posting-Host: port84.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Does anyone know where the object files are? 


I have looked and looked, but can't seem to find them. In particular, when 
using C++, I need a different version of _psstart object than under C. I 
would like to have two compiled versions of the object files to link into 
my projects, one for C and C++, instead of constantly recompiling 
_psstart.c. 
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also need to compile a C file to act as a link to the ps library delete 
function for my C++ programs (it just creates a file_delete function to 
link to the delete function, avoiding the delete keyword problem from C++). 
I would like the object file to be part of my C++ projects, or better yet, 
I would like to merge it into th ps lib, where I can then forget it. The 
last thing I need is to include the code into every project that needs it 
(I don't even know if it is possible at this point to get the IDE to 
compile _psstart.c as C++ and my file.c as C in the same project.) 


Also, I was wondering if the IDE has a method of incorporating 

my own text editor. I use many an editor under windows, and the one in the 
IDE is just plain bad. For instance, I can't believe how hard it is to 
search for the word the cursor is on, something that should be a simple key 
stroke away (ctrl-F3 under most editors). Here, I must highlight it, 
choose to place it in the search string, bring up the search dialog and 
press find (yes, actually from the mouse, there is no way to highlight the 
find button from the keyboard!). And when I can't cut and paste from/to a 
text field in a dialog, my patience begins to wear thin. 


The editor is the place a programmer spends 90% of his time. A good one is 
essential to a productive environment. 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19421 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000122 


—-MESSAGE FILE 19422 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000123 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: System memory 

Date: 21 Jul 1997 02:30:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 71 

Message-ID: <01lbc957dSffb78880S9fbf43ce@wkwerner> 
NNTP-Posting-Host: port59.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jamin Frederick <jaminl@psu.edu> wrote 


Speaking of memory, I've been sticking all my stuff at 
0x80090000. This is the bottom of what we get to use. This grows 
upward with picture and sound data and stuff until it hits 
something...but what's up there, the program stack? I don't know 
what's going on up there towards the top of the mapped main 
memory...the top of main memory, according to the manual, is 
Ox801fff00. You can tell your compiler to put the program at, say, 
0x801e3000. But this gets loaded upwards, starting at 0x801e3000, up 
to the top 0x801fff00 (adjust this according to your executable size). 
So your program stack grows downwards from 0x801e3000, until it hits 
data? 

What about the resident "bricks" loader program...where's that stored? 


VVVVVVVVVVV VV 


Jamin. 


ԷՍ 
O 
Հ 


Thanks for the one sprite program. I've been fiddling with it, and it has 
been very helpful. Լո porting your demo over to CW, I ran into some 
problems that got me looking into the above memory issues. CW, by default 
sets the program start address at 80090000. I see that you were loading 
the tim data there. I guess that you have been setting the load address of 
your program to a value above all of your needed data. 


Perhaps you would be better served by placing the program at the default 
80090000 and find the end of the program (generate the map when linking and 
look at the value of the linker defined variable _end). It seems that 
between 80090000 and _end is contained all of the code and data of all 
types, including the heap. There is a linker variable called _heap_size 
with a value of 0x400. A paltry amount for the heap! 1 have yet to finda 
linker flag to change this value. (Any MW people lurking?) However, the 
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point is that _end points to the beginning of all *unused* space after your 
program. You can load tims, or anything else for that matter, into this 
space to your hearts delight! 


BTW all of the linker supplied variables (without leading _) are accessable 
in your programs by including rts_info_t__.h, which is used by 
_psstart.c. Imagine the possibilities of a program determining its end and 
slicing up the memory any way it wishes. Maybe the small heap is a 
blessing instead! You can even use this area as a buffer for loading 
anything from new data to levels to overlays, etc. And yet, the stack 
looms over your head like the Sword of Damacles. 


The documentation says that the system stack occupies the last 1/4 kbyte of 
main mem. (801ԲԲԲ00 to 801FFFFF) so the program stack should start at 
801FFF00. CW appears to default to 801FFFFF. Well without getting into 
the pre-decrement post-increment nature of stacks, this number is BAD! 
First of all, to set the stack to the top of memory, 80200000 would be the 
correct number. But this is where the system stack is supposed to be! The 
stack for your project should start at 801FFF00 (change this in your 
targets linker options.) I haven't checked, but this is probably the 
reason that the CW compile of one sprite doesn't come back after exiting... 
the system stack has been trashed! I will make this fix and see what 
happens. 


Even though the stack is placed as high as possible, you are not safe. As 
far as I can tell, there is no stack checking. Yup, get too recursive, or 
load too much data into that *unused* space, and you will be colliding with 
your stack. A painful thing indeed! When debugging a program, you might 
want to occassionally look at the stack pointer to see if you are playing 
on the edge or not. Maybe stack checking could be writen into the linker 
startup code when a debug switch is set? 


God, I love a good geeky dialog on system memory layout! 


Wayne K. Werner 
wkwerner@con2.com 


PS: The bricks stuff sits below 8090000, along with the rest of the NY 
stuff loaded from the NY boot disk, I believe! 


—-MESSAGE FILE 19422 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000123 


—--MESSAGE FILE 19423 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000124 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 21 Jul 1997 02:49:35 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <01bc9580$b51472e0S9fbf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> 
NNTP-Posting-Host: port59.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wayne K. Werner <wkwerner@con2.com> wrote 


> The 
> stack for your project should start at 801FFF00 (change this in your 
> targets linker options.) I haven't checked, but this is probably the 


> reason that the CW compile of one sprite doesn't come back after 
exiting... 

> the system stack has been trashed! I will make this fix and see what 
> happens. 


> 
Tried it. The bricks screen still doen't come back to me when the program 
terminates. Any ideas out there! I'm keeping the stack value here, 


reguardless, as the docs make it very clear that this is the correct value. 
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Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 2067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00770 


-—-MESSAGE FILE 2068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000771 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: 3 May 1998 17:41:10 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ii6én6Sfq6l@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 3 May 1998 16:46:23 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA11274 
for <news@playstation.co.uk>; Sun, 3 May 1998 17:45:59 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Hi Rob, 


HAHAHAHAHAHAHAHAHAHAHAHAHAHA! 

That's a good one....you need to come back to the pub 

and drink some more dude. How can anyone play a RPG 

on a handheld...beats me. ( easy folks, don't spam me ..this is freetalk! ) 


P.S. No, I'm not picking on ya because you asked me where in 
America I'm from..... ha! 


George 


From: rsl08@mdx.ac.uk (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best console games... 


This may seem a bizarre nomination for best game but - 


Legend of Zelda - Links Awakening on the game boy. 
Now that really did amaze me. hours and hours of fun. 


Robert Swan 


—-MESSAGE FILE 2068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00771 


--MESSAGE FILE 2069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000772 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 3 May 1998 21:44:02 +0200 

Organization: Debri Productions 

Lines: 14 
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Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19423 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000124 


——MESSAGE FILE 19424 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000125 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc,scee.yaroze.programming.codewarrior 

Subject: CodeWarrior can't link much static data (?) 

Date: Mon, 21 Jul 1997 08:44:41 -0500 

Organization: The Implementor 

Lines: 26 

Message-ID: <33D367C9.6111@ix.netcom. com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx23-20.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:125 scea.yaroze.pr 
oblems.pc:135 scee.yaroze.problems.pc:47 scee.yaroze.programming.codewarrior: 86 


I have discovered that CodeWarrior will not link a program if 
it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 
get this to work? I am at somewhat of a standstill in my 
current project until I can get this to work. (Note that it 
does not report any errors; however, it simply fails to create 
an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


If anyone has any ideas on this, please let me know!! 


(I am using the CodeWarrior 2.0 on Win95.) 
—-MESSAGE FILE 19424 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000125 


——MESSAGE FILE 19425 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000126 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael C. Lee, Jr." <mclee@hubcap.clemson.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: 30 day return 

Date: Mon, 21 Jul 1997 16:26:43 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33D3F033.43B7@hubcap.clemson.edu> 

NNTP-Posting-Host: pm4-6.innova.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 
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I'm sorry to post here, I'm a newbie. 

Just got my yaroze and got Code Warrior with it. 

Just wondering (figuring you all had the most experience)... 
For those of you that got Code Warrior... 

Is it worth it? 

Do you still use it? 

I have a BS in CS and am used to GNU but like Visual C++ also. 
I have a 30 day return policy and was wondering if it was worth 
keeping. 

noticed there are a good many CW employees here. 

Ok, sell me. 

I think I have 1.0 and if I don't hear anything about getting 
this 2.0 etc. it WILL get returned. 

I would like to know why I didn't get it in the first place? 
thanks, 

mike 

mclee@clemson.edu 

—-MESSAGE FILE 19425 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000126 


—-MESSAGE FILE 19426 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000127 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: 21 Jul 1997 21:27:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <01lbc961cScd8dbc40S66bf43ce@wkwerner> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: port02.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:127 scea.yaroze.pr 
oblems.pc:136 scee.yaroze.problems.pc:48 scee.yaroze.programming.codewarrior:87 


Have you tried generating a map file? Lots of good info there. I think I 
have heard (read?) some news items pertaining to a limit of 64k per module. 
Maybe you can break your program up a bit? 


Good luck, 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19426 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000127 


—--MESSAGE FILE 19427 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000128 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc 

Subject: Re: CodeWarrior not creating executable; also, data size problems 

Date: Tue, 22 Jul 1997 13:31:06 -0500 

Organization: Metrowerks Corporation 

Lines: 17 

Message-ID: <hunt-—ya02408000R2207971331060001@news.scea.sony.com> 

References: <33D1604C.19C7@ix.netcom. com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:128 scea.yaroze.pr 
oblems.pc:137 


In article <33D1604C.19C7@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


> So.... Does anyone have any ideas on how to get it to build the 
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> executable?? 
This sounds like something you need to let us see in Tech Support. If you 


could fill out a bug report form and send us a fully self-contained 
reproduceable example, that would greatly facilitate us tracking this down. 


You can send it to: 
support @metrowerks.com 


Thanks, 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 19427 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000128 


—-MESSAGE FILE 19428 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000129 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Where are the object files? 

Date: Tue, 22 Jul 1997 13:59:03 -0500 

Organization: Metrowerks Corporation 

Lines: 30 

Message-ID: <hunt-—ya02408000R2207971359030001@news.scea.sony.com> 
References: <Olbc952dS$5afle340Sb8bf43ce@wkwerner> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01lbc952d$5afle340Sb8bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


> Does anyone know where the object files are? 


We do not allow the user access to the object files. They are stored in the 
data folder in a proprietary format. You can use the target features of the 
2.0 IDE to create different build targets that incorporate different 
versions of the code you're looking at. 


> (I don't even know if it is possible at this point to get the IDE to 
> compile _psstart.c as C++ and my file.c as C in the same project.) 


Yes. You can use #pragma cplusplus on at the top of the .c file you wish to 
compile with C++. That #pragma only has a scope of that entire .c file, so 
this should work. 


> Also, I was wondering if the IDE has a method of incorporating 
> my own text editor. I use many an editor under windows, and the one in the 


You should be able to edit a file external to the CodeWarrior IDE and the 
IDE will not overwrite your changes you make externally. We currently do 
not have any tight external integration support (i.e passing build commands 
and build results back and forth) at this time. I know they are looking 
into this, but that's about all I know. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19428 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000129 


——MESSAGE FILE 19429 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000130 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 
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Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: 30 day return 

Date: Tue, 22 Jul 1997 14:29:59 -0500 
Organization: Metrowerks Corporation 

Lines: 24 

Message-ID: <hunt-—ya02408000R2207971429590001@news.scea.sony.com> 
References: <33D3F033.43B7@hubcap.clemson.edu> 
NNTP-Posting-Host: hunt.metrowerks.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33D3F033.43B7@hubcap.clemson.edu>, "Michael C. Lee, Jr." 
<mclee@hubcap.clemson.edu> wrote: 


> I think I have 1.0 and if I don't hear anything about getting 
> this 2.0 etc. it WILL get returned. 


We have the 2.0 release on our web page and the Sony Web page. It's a grand 
leap over the 1.0 tools that originally accompanied the Net Yaroze. I 
strongly urge you to download it 


http://www.metrowerks.com 


We will be burning another CD of the Net Yaroze tools to replace the CDs in 
the channel now. Our Playstation Lead was at a Playstation Developer 
conference last week, so he should be back posting here on the Net Yaroze 
newsgroup RSN. 


If you have any questions, please feel free to send them to 
support@metrowerks.com 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 19429 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000130 


—-MESSAGE FILE 19430 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000131 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Where are the object files? 

Date: 22 Jul 1997 21:48:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <01lbc96e8Sebch9ca0S8ebf43ce@wkwerner> 

References: <Olbc952dS$5afle340Sb8bf43ce@wkwerner> Հհսու-7802408000Ք22079713590300016 
news.scea.sony.com> 

NNTP-Posting-Host: port42.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Eric Hunt <hunt@metrowerks.com> wrote: 

— We do not allow the user access to the object files. They are stored in 

s folder in a proprietary format. You can use the target features of 

aa. IDE to create different build targets that incorporate different 
versions of the code you're looking at. 


> 

> 

> > (I don't even know if it is possible at this point to get the IDE to 
> > compile _psstart.c as C++ and my file.c as C in the same project.) 
> 
E 


ric, 
I do not want to have separate _psstart.c source files, one with and one 


without the pragma. In that case I would make a _psstart.cpp anyhow. Then 
I would not have to turn on the "use C++ compiler" option to compile 
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_psstart.c as c++. Since I have selected the above option, what I really 
need is a pragma to turn C++ *off* for a file! 


Well, if I can't access the object code, then I guess I need to make 
libraries to share precompiled code between projects and targets. Guess 
it's time to take a detour into investigating library creation. Question: 
can I make a target to add my redefinition of Sony's delete function to the 
Sony library? 


Thanks for being right on top of things! I greatly appreciate it! 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19430 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000131 


—--MESSAGE FILE 19431 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000132 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Some concerns and ideas re CW 

Date: Tue, 22 Jul 1997 17:10:21 -0500 

Organization: Metrowerks 

Lines: 16 

Message-ID: <MPG.e3eebc7b967fd0598968aenews.scea.sony.com> 

References: <01bc8513S$4e939960S9fbf43ce@wkwerner> <33b95c29.25784289@news.scea.sony. 
com> <01lbc869b$d2a65420S6fbf43ce@wkwerner> <33c5903d.29746230@news.scea.sony.com> <M 
PG.e300balce46f328989688@news.scea.sony.com> <01bc8e50$614263c0S87bf43ce@wkwerner> Հ 
33c908ae.79813459@news.scea.sony.com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


In article <33c908ae.79813459@news.scea.sony.com>, jaminl@psu.edu says... 
So does this mean there's *no* overhead when linking an object 

library? How about class-static data? Or should this be avoided so 
this doesn't have to be unecessarily piled onto the heap? 


> 
> 
> 
> 
> Jamin 

> 

Yes, this is correct. Unused global variables are stripped if they 
aren't referenced. I'm pretty sure that the same goes for class variables 


since they are just a special case of global variables (referenced via 
classname) 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19431 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000132 


——MESSAGE FILE 19432 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Where are the object files? 

Date: Tue, 22 Jul 1997 17:21:23 -0500 

Organization: Metrowerks 

Lines: 23 

Message-ID: <MPG.e3eee61a310585498968be@news.scea.sony.com> 
References: <0Olbc952dS$5afle340Sb8bf43ce@wkwerner> 
NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


In article <01lbc952d$5afle340Sb8bf£43ce@wkwerner>, wkwerner@con2.com 

says... 

> For instance, I can't believe how hard it is to 

> search for the word the cursor is on, something that should be a simple key 
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> stroke away (ctrl-F3 under most editors). Here, I must highlight it, 
> choose to place it in the search string, bring up the search dialog and 
> press find (yes, actually from the mouse, there is no way to highlight the 
> find button from the keyboard!). And when I can't cut and paste from/to a 
> text field in a dialog, my patience begins to wear thin. 
Hi Wayne, 

There is a feature to do this, "Ctrl-H". It is "Find Selection". 1 
don't think it defaults to the current word if there is no selection 
however. I'll submit this as a suggestion. 


You can remap this key (and any others) in the "Preferences" menu item 
under "Key Bindings". 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19432 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000133 


—-MESSAGE FILE 19433 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000134 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Tue, 22 Jul 1997 17:25:55 -0500 

Organization: Metrowerks 

Lines: 38 

Message-ID: <MPG.e3eef6f7cefb3a898968ceRnews.scea.sony.com> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <01bc9580$b51472e0S9fbf43ce@wkwern 
er> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 


Hi Wayne, 
There's a more insidious reason that the bricks screen doesn't come 
back after the program executes... The MWDebugger (and PSComUtil) aren't 


starting the program properly. We discovered this right before we 
shipped. This affects program termination also. 


We'll have it fixed for the CD. 


Is there some reason that you really need the brick screen to come back? 
You don't need to reset your Net Yaroze after running the program. The 
debugger will just re-run it for you (or run another program). 


In article <01bc9580$b51472e0S9fbf£43ce@wkwerner>, wkwerner@con2.com 


says... 
> 


Wayne K. Werner <wkwerner@con2.com> wrote 

> The 

> stack for your project should start at 801FFF00 (change this in your 
> targets linker options.) I haven't checked, but this is probably the 
> reason that the CW compile of one sprite doesn't come back after 
exiting... 

> the system stack has been trashed! I will make this fix and see what 
> happens. 


> 
Tried it. The bricks screen still doen't come back to me when the program 
terminates. Any ideas out there! I'm keeping the stack value here, 


reguardless, as the docs make it very clear that this is the correct value. 


Wayne K. Werner 
wkwerner@con2.com 


VVVVVVVVVVVVVV VV VV 
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PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19433 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000134 


—--MESSAGE FILE 19434 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000135 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: Tue, 22 Jul 1997 17:29:57 -0500 

Organization: Metrowerks 

Lines: 34 

Message-ID: <MPG.e3ef05c4a27181398968d@news.scea.sony.com> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:135 scea.yaroze.pr 
oblems.pc:138 scee.yaroze.problems.pc:49 scee.yaroze.programming.codewarrior: 88 


In article <33D367C9.6111@ix.netcom.com>, spelwevr@ix.netcom.com says... 
I have discovered that CodeWarrior will not link a program if 

it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 

get this to work? I am at somewhat of a standstill in my 

current project until I can get this to work. (Note that it 

does not report any errors; however, it simply fails to create 

an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


We haven't seen this in any of our test programs. Can you send the 
project to support@metrowerks.com and we'll take a look? 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


VVVVVVVVV 


Hmm, this seems odd. The dino example works just fine and it has much 
more than 128K of data. If you still have problems, please let us know. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19434 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000135 


--MESSAGE FILE 19435 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000136 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.programming.codewarrior 
Subject: Re: Ira's Sprite stuff 

Date: Tue, 22 Jul 1997 17:37:40 -0500 

Organization: Metrowerks 

Lines: 33 

Message-ID: <MPG.e3ef22c6e14398c98968eRnNews.scea.sony.com> 
References: <33D475B4.2B15@hubcap.clemson.edu> 
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NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:83 scea.yaroze.programming.codew 
arrior:136 


Hi Michael, 

Since you have CodeWarrior, I'd recommend reading the "Targeting 
PlayStation OS.pdf" file inside the CodeWarrior 
documentation\embedded[doc] folder. It has three tutorials on connecting 
your Net Yaroze to your PC, building the examples files, and running them 
in the debugger. 


The Metrowerks support staff monitors these newsgroups so feel free to 
ask any questions that you may have. Either our support staff or the 
other people reading scea.yaroze.programming.codewarrior can answer your 
questions. 


In article <33D475B4.2B15@hubcap.clemson.edu>, mclee@hubcap.clemson.edu 
says... 

> First Day... 

How do I compile your stuff? 

All of it has wierd stuff in it like... 

ny.pxe 
download.sio 
and no make file or auto type file to upload. 

What am i doing wrong? 

I have a pc, and code warrior if needed. 

there is no make file. 

the sprite.c appears to have junk at the beginning and the end of 
the file. 

this is not looking good 

lst day and I can't even compile people's code. 


VVVVVVVVVVV VV 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19435 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000136 


--MESSAGE FILE 19436 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000137 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Target management 

Date: 22 Jul 1997 22:38:02 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <01lbc96ef$e4511340S9dbf43ce@wkwerner> 
NNTP-Posting-Host: port57.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Yikes! 
I'm having some trouble with my target management... 


I have a project with three targets in it. If I remove a file from one, it 
is removed from all. If I add a file to one (even though I click off the 
checkmarks in front of the the other targets), it gets added to all. If I 
define a new group, it gets added to all. And if I remove a group it gets 
removed from all. What am I doing wrong. Help! 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19436 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000137 


—-MESSAGE FILE 19437 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
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arrior/00000138 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 22 Jul 1997 22:42:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <0lbc96f0S7f4cfa80S 9dbf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <01bc9580$b51472e0S9fbf43ce@wkwern 
er> <MPG.e3eef6f7cefb3a898968c@news.scea.sony.com> 
NNTP-Posting-Host: port57.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Joel Sumner <sumner@metrowerks.com> wrote 
> Is there some reason that you really need the brick screen to come back? 


> You don't need to reset your Net Yaroze after running the program. The 
> debugger will just re-run it for you (or run another program). 


> 
Don't need that screen... I just assumed that the system was not there if 
the screen didn't return. As long as the console is still talking to me, 


that's good enough. 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19437 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000138 


—-MESSAGE FILE 19438 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000139 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 23 Jul 1997 17:26:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <33d63d08.2134142@news.scea.sony.com> 

References: <0Olbc957dSffb78880S9fbf43ce@wkwerner> <01bc9580$b51472e0S9fbf43ce@wkwern 
er> <MPG.e3eef6f7cefb3a898968c@news.scea.sony.com> <Olbc96f0S7F4cfa80SI9dbf43ce@wkwer 
ner> 

NNTP-Posting-Host: nbé6éppp250.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


That's what I thought as well. You may still use PSComUtil without 
rebooting, but to use siocons, you need that "brick" screen. 


By the way, MAKE SURE you do not use PSComUtil if an MS-DOS prompt 

is currently active. On my system if you do, you can't use PSComUtil 
thereafter even if you close MS-DOS and reenter PSComUtil. It seems 
like it refuses to reidentify the serial connection, since it didn't 
work last time! My only resort is to reboot the computer. Can some 
Metrowerks guys confirm me on this?? 


Jamin 


On 22 Jul 1997 22:42:22 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>Joel Sumner <sumner@metrowerks.com> wrote 

> 

>> Is there some reason that you really need the brick screen to come back? 
> 

>> You don't need to reset your Net Yaroze after running the program. The 
>> debugger will just re-run it for you (or run another program). 

>> 

>Don't need that screen... I just assumed that the system was not there if 
>the screen didn't return. As long as the console is still talking to me, 
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>that's good enough. 
> 

>—— 

>Wayne K. Werner 
>wkwerner@con2.com 


—-MESSAGE FILE 19438 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000139 


—--MESSAGE FILE 19439 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000140 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 23 Jul 1997 17:59:10 GMT 

Organization: SCEA Net Yaroze News 

Lines: 122 

Message-ID: <33d63ee2.2608036@news.scea.sony.com> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> 
NNTP-Posting-Host: nbéppp250.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 21 Jul 1997 02:30:13 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>Jamin Frederick <jaminl@psu.edu> wrote 

> 

>> Speaking of memory, I've been sticking all my stuff at 

>> 0x80090000. This is the bottom of what we get to use. This grows 

>> upward with picture and sound data and stuff until it hits 

>> something...but what's up there, the program stack? I don't know 

>> what's going on up there towards the top of the mapped main 

>> memory...the top of main memory, according to the manual, is 

>> Ox801fff00. You can tell your compiler to put the program at, say, 

>> 0x801e3000. But this gets loaded upwards, starting at 0x801e3000, up 
>> to the top 0x801fff00 (adjust this according to your executable size). 
>> So your program stack grows downwards from 0x801e3000, until it hits 
>> data? 

>> What about the resident "bricks" loader program...where's that stored? 
>> 

>Hey, Jamin. 

> 

>Thanks for the one sprite program. I've been fiddling with it, and it has 
>been very helpful. 


Sure. There's a few typos I have to fix. Some of them might 
get confusing. 


>In porting your demo over to CW, I ran into some 

>problems that got me looking into the above memory issues. CW, by default 
>sets the program start address at 80090000. I see that you were loading 
>the tim data there. I guess that you have been setting the load address of 
>your program to a value above all of your needed data. 

> 

>Perhaps you would be better served by placing the program at the default 
>80090000 and find the end of the program (generate the map when linking and 
>look at the value of the linker defined variable _end). It seems that 
>between 80090000 and _end is contained all of the code and data of all 
>types, including the heap. There is a linker variable called _heap_size 
>with a value of 0x400. A paltry amount for the heap! I have yet to finda 
>linker flag to change this value. (Any MW people lurking?) However, the 
>point is that _end points to the beginning of all *unused* space after your 
>program. You can load tims, or anything else for that matter, into this 
>space to your hearts delight! 


>Even though the stack is placed as high as possible, you are not safe. As 
>far as I can tell, there is no stack checking. 


Sorry, but how does stack checking work? Is it a way to 
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Message-ID: <ld8gyc8.1tkiwlekyxrlcN@al-88-101.al.nl> 

References: <3549C8BA.338@saqnet.co.uk> <6ie37eSedu2@scea> <6ien75$lbr7@chuka.playst 
ation.co.uk> <354c8f£71.3210000@www.netyaroze-europe. com> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl08@mdx.ac.uk> wrote: 
This may seem a bizarre nomination for best game but - 


Legend of Zelda - Links Awakening on the game boy. 
Now that really did amaze me. hours and hours of fun. 


> 
> 
> 
> 
> 
> Robert Swan 


TENNIS on the gameboy was great in multi-player mode!! 
And the new Zelda for N64 should be superb to. 


DEnnis.. 
-—-MESSAGE FILE 2069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00772 


-—-MESSAGE FILE 2070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000773 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation EX Plus Alpha 

Date: Sun, 3 May 1998 21:44:03 +0200 

Organization: Debri Productions 

Lines: 166 

Message-ID: <1d8h03p.lqwbt5e74dyf4N@al-—88-101.al.nl> 

References: <35363517.A88BA96D@creatron.de> <6h8k7h$shn7@chuka.playstation.co.uk> <6 
hi2q8$31il0@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88-123. 
al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> (sorry - don't know how much things 

> cost in Holland!) versus about 1000 for a decent gamesplaying PC (and 
> that's with a lot of looking about) means that most people cannot afford 
> a PC because of that high early pricetag. 

Here you got a good point again, I live in Holland. Here every 8 of 10 
households have a decent PC in the house. We know the problem that most 
households have better PC's than some compagnies that need to earn their 
money with them. Therefore the PC is much cheaper here I suppose. There 
is also a rather large market for used computers. I own 2 computers, one 
PowerMac 8500av and a pentium 120 and both are second hand. I had about 
12 computers in the 4 year I worked with computers and all of them were 
used systems. In Holland there are much more PC-shops that all the 
game-shops you have in England. We have no Games-industry here like you 
have. And almost every young man between 15 and 35 knows his way around 
with a PC (or Mac like me) in Holland. In holland there is a lot of 
piracy on the PC-games market. It's not hard to duplicate a PC-game and 
maybe you know how Dutch people are like with spending money. They buy a 
PC and get most games for Free. 


> I would also argue that the 

> level of technical knowledge required to run games on a PC, and the 

> difficult-to-learn controls (keyboard and mouse) of many games put 

> people off. An N64 is 'true' plug-and-play, with a standard controller 
> 

> 

> 


that all the games use. To many people (myself included), that is better 
than a machine which guzzles money, requires upgrades every year and 
lacks the "gamesy" feel of an N64! All IMHO, of course :-) 


In Holland there is "already" a PC in the house, so why not use it for 
games to. And the nolidge here is no problem. In the MultiMedia-market 
and the Internet-market (a lot of porn-sites) we are rather large. 
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prevent collision, and if so, how? Or is it just a means to see if 
you're "playing it on the edge", as you say. 


>Yup, get too recursive, or 

>load too much data into that *unused* space, and you will be colliding with 
>your stack. A painful thing indeed! When debugging a program, you might 
>want to occassionally look at the stack pointer to see if you are playing 
>on the edge or not. Maybe stack checking could be writen into the linker 
>startup code when a debug switch is set? 

> 


I started messing around with CW again, and did as you said. 
I believe that the heap size and stack size may be changed under 
Edit/NY Debug Settings.../Target/MIPS Project. I tried it with "one 
sprite" and looked at the map file, and it changed those linker 
variables. 


Is there a particular reason to load the executable at 
80090000 as default rather than higher in memory? My reasoning was 
that in a project, your data is pretty much fixed, I mean, you 
probably know the extent of the data you will include in your project, 
such as sound, graphics, and objects. Once you load this at the 
bottom 80090000, you can set your code right above, so that you have 
maximum expansion upwards for heap, if you're adding more static code 
as you continue coding your project, which is what has been happening 
with me. I've been adding more and more globals (perhaps 
indiscriminantly, I must admit). And since the stack is starting at 
801FFF00 (at least according to the manual and not the 801FFFFF that 
the Metrowerks guys think) and growing downwards, this gives you 
nothing to worry about in terms of static data and the stack colliding 
at least for a while. At that point, though, you'll be maxed out of 
memory anyway, so you'll be forced to change your static allocation or 
take it easy on the stack pushing. (Or perhaps actually doing away 
with some of the graphics/sound/object data, which will mess 
everything up). 


Does this seem logical? 


As far as changing the linker variables _stack and _heap, 
though, does this just mean the maximum that will allow for your stack 
and heap, so that if your actual stack and heap DO overflow these 
values, there's no accounting for it? I mean, the estimations of the 
actual program's stack and heap is all left up to the programmer? And 
if so, how does the programmer make such estimates? 


>God, I love a good geeky dialog on system memory layout! 
Right on! 


>PS: The bricks stuff sits below 8090000, along with the rest of the NY 
>stuff loaded from the NY boot disk, I believe! 


Ok. So that's part of "System area". Sony's real 
*descriptive* with this stuff, you know? 


One more thing, I got a link error when trying to port my tank 
project. It said 


"Link Error : ndefined: ¢__cvt_fp2unsignedz¢7¢¢ 
eferenced from gmUpdateScreen; in update.c" 


I have been using some floating point calculations, so I suspect this 
is the issue. Perhaps this is prompting me to start doing some fixed 
point (floating point isn't supported in CW)!!! Anyway, is floating 

point the problem? 


Jamin 


Net Yaroze newsgroups message dump.txt Page 13122 


—-MESSAGE FILE 19439 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000140 


—-MESSAGE FILE 19440 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000141 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Target management 

Date: Wed, 23 Jul 1997 15:29:38 -0500 

Organization: Metrowerks 

Lines: 27 

Message-ID: <MPG.e4025aa8bcd0f9298968f@news.scea.sony.com> 
References: <01lbc96ef$e4511340S9dbf43ce@wkwerner> 
NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: Anawave Gravity v1.10 


In article <0lbc96ef$e4511340S9dbf43ce@wkwerner>, wkwerner@con2.com 


says... 
> Yikes! 

> 

> I'm having some trouble with my target management... 

> 

> I have a project with three targets in it. If I remove a file from one, it 
> is removed from all. If I add a file to one (even though I click off the 

> checkmarks in front of the the other targets), it gets added to all. If I 

> define a new group, it gets added to all. And if I remove a group it gets 

> removed from all. What am I doing wrong. Help! 


Hi Wayne, 

If you want to remove a file from just one target, you can use the 
Project Inspector from the Window menu. (or click in the toolbar item). 
You can use it to select if the file is included in the target or not. 


That's odd that a file is getting added to all targets even though you 
are disabling the checkmarks in the other targets, it shouldn't be doing 
that. I'll submit it as a bug. 


I think groups are global. I don't think they can be turned on/off for 
each target. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19440 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000141 


——MESSAGE FILE 19441 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000142 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 23 Jul 1997 15:37:34 -0500 

Organization: Metrowerks 

Lines: 28 

Message-ID: <MPG.e40278bdebad564989690@news.scea.sony.com> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <01bc9580$b51472e0S9fbf43ce@wkwern 
er> <MPG.e3eef6f7cefb3a898968c@news.scea.sony.com> <Olbc96f0S7F4cfa80SIdbf43ce@wkwer 
ner> <33d63d08.2134142@news.scea.sony.com> 

NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: Anawave Gravity v1.10 


In article <33d63d08.2134142@news.scea.sony.com>, jaminl@psu.edu says... 
> That's what I thought as well. You may still use PSComUtil without 
> rebooting, but to use siocons, you need that "brick" screen. 


In addition to the "brick" screen, SIOCONS also requires the Net Yaroze 
to be in 'console mode' rather than in HSS mode (the packet-oriented 
debugging protocol that we use. It's the reason for the "Remote Debugger 
Startup" line on the TV screen when you activate PSComUtil or the 
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Debugger). 


I'm not sure if there's a way to exit HSS mode without rebooting the 
console. (Anyone from Sony want to let me know on this one? <grin>) 


By the way, MAKE SURE you do not use PSComUtil if an MS-DOS prompt 


thereafter even if you close MS-DOS and reenter PSComUtil. It seems 
like it refuses to reidentify the serial connection, since it didn't 
work last time! My only resort is to reboot the computer. Can some 
Metrowerks guys confirm me on this?? 


VV NV V V V 


Hmm. I'll have to take a look at it. I assume this only happens after 
you have run SIOCONS in an MS-DOS window. MS-DOS windows that haven't 


touched the serial port that PSComUtil is trying to use should be fine. 


PlayStation Debugger Dude 
Metrowerks 


is currently active. On my system if you do, you can't use PSComUtil 
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—-MESSAGE FILE 19441 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


rior/00000142 


——MESSAGE FILE 19442 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000143 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 23 Jul 1997 15:44:46 -0500 

Organization: Metrowerks 

Lines: 50 

Message-ID: <MPG.e402938ccb7a459989691@news.scea.sony.com> 


References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 


om> 
NNTP-Posting-Host: jsumner2.metrowerks.com 
X-Newsreader: Anawave Gravity v1.10 


In article <33d63ee2.2608036@news.scea.sony.com>, jaminl@psu.edu says.. 


> On 21 Jul 1997 02:30:13 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
> wrote: 

> 

> >Jamin Frederick <jaminl@psu.edu> wrote 


v 


> >far as I can tell, there is no stack checking. 


That's correct. Unless you have a protected memory OS (like Windows, 
Unix, etc..) it's difficult to reliably check stack overrun. About the 
best thing you can do is put a known pattern in memory just below the 


>Even though the stack is placed as high as possible, you are not safe. 


"bottom" of the stack (stackaddr-stacksize) and periodically check to see 
if that pattern ever changes. Of course, if your heap gets corrupted by 


the stack, the program may crash before you get back to your stack- 
checking routine. 


> As far as changing the linker variables _stack and _heap, 

> 

> and heap, so that if your actual stack and heap DO overflow these 
> 
> 
> 


if so, how does the programmer make such estimates? 


The values in the linker panel only affect the linker variables. We use 
those variables in _psstart.c to set up the heap and the stack, but you 
can mess with them in any way you like. The heap is typically the area 


from the end of your program (codet+tdatat+small datat+tuninitialized data) 
the bottom of your stack (stackaddr-stacksize) 


> One more thing, I got a link error when trying to port my tank 
> project. It said 

> 
> 


"Link Error : ndefined: ¢__cvt_fp2unsignedz¢¢¢¢ 


values, there's no accounting for it? I mean, the estimations of the 
actual program's stack and heap is all left up to the programmer? And 


though, does this just mean the maximum that will allow for your stack 


to 


As 


Net Yaroze newsgroups message dump.txt Page 13124 


eferenced from gmUpdateScreen; in update.c" 


I have been using some floating point calculations, so I suspect this 
is the issue. Perhaps this is prompting me to start doing some fixed 
point (floating point isn't supported in CW)!!! Anyway, is floating 

point the problem? 


V V V V V V 


Yes. The version of the compiler that was shipped in the patch does not 
support floating point emulation. A compiler with this capability is 
currently in testing. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19442 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000143 


—--MESSAGE FILE 19443 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000144 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Where are the object files? 

Date: Wed, 23 Jul 1997 16:27:13 -0500 

Organization: Metrowerks Corporation 

Lines: 22 

Message-ID: <hunt-—ya02408000R2307971627130001@news.scea.sony.com> 

References: <Olbc952dS$5afle340Sb8bf43ce@wkwerner> Հհսու-7802408000Ք22079713590300016 
news.scea.sony.com> <O0lbc96e8Sebcb9ca0$8ebf43ce@wkwerner> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <0lbc96e8Sebcb9ca0S8ebf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


> need is a pragma to turn C++ *off* for a file! 
#pragma cplusplus off 


> Well, if I can't access the object code, then I guess I need to make 
> libraries to share precompiled code between projects and targets. Guess 


You can create precompiled header files themselves and then use those for 
specific projects. 


> it's time to take a detour into investigating library creation. Question: 
> can I make a target to add my redefinition of Sony's delete function to the 
> Sony library? 


You should be able to -- create a target that includes the Net Yaroze lib 
and then just override the delete function with your own. 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 19443 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000144 


—-MESSAGE FILE 19444 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000145 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems porting sample program to CW 

Date: Thu, 24 Jul 97 15:26:59 GMT 

Organization: Metrowerks 

Lines: 72 
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Message-ID: 
References: 
NNTP-Posting-Host: 


Page 


<5r7s05$72g2@scea> 
<33CF219A.1DE9@san.rr.com> 


jsumner2.metrowerks.com 


X-Newsreader: News Xpress 2.0 Beta #0 


In article <33CF219A.1DE9@san.rr.com>, 
>I am having trouble compiling the sample program 'bl 
>scee demos directory on SCEA's web site. 


>to compile main.c I get 
> 
> Error 
> main.c line 485 
> 


If I recall, 


the way we got 


internal compiler error: 


"blow" 


dwhite2@san.rr.com wrote: 
ow' from the 
Specifically, when I try 


File: 'BE_register.c' Line: 363 


to build was as follows... 


in main.c- controlsWRTobject () 


if 
{ 
#ifdef _ MWERKS_ 


viewFrom. 
viewFrom. 
viewFrom. 


#else 


viewFrom. 
viewFrom. 
viewFrom. 


#endif 
} 


if 
{ 
#ifdef _ MWERKS__ 


viewFrom. 
viewFrom. 
viewFrom. 


#else 


viewFrom. 
viewFrom. 
viewFrom. 


#endif 
} 


main.c-—controlsWRTWorld 
if 


{ 
#ifdef Խորոտ 


viewFrom. 
viewFrom. 
viewFrom. 


#else 


viewFrom. 
viewFrom. 
viewFrom. 


#endif 
} 


if 
{ 
#ifdef _ MWERKS__ 


viewFrom. 
viewFrom. 
viewFrom. 


#else 


viewFrom. 
viewFrom. 
viewFrom. 


#endif 


Vx 


vy 
vz 


Vx 


vy 
vz 


Vx 


vy 
vz 


Vx 


VY. 
vz 


Vx 


VY 
vz 


Vx 


NY 
Մշ 


vy 
vz 


Vx 


ney, 
vz 


+ + + 


+ + 3 


Vx = 


(PadStatus & PADRup) 


(viewFrom.vx*102) /100; 
(viewFrom.vy*102) /100; 
(viewFrom.vz*102) /100; 


ll 
merere 
ooo 
NNN 

Nese ons 


(PadStatus & PADRdown) 


(viewFrom.vx*100) /102; 
(viewFrom.vy*100) /102; 
(viewFrom.vz*100) /102; 


(PadStatus & PADRup) 


(viewFrom.vx*102) /100; 
(viewFrom.vy*102) /100; 
(viewFrom.vz*102) /100; 


ll 
PRP 
ooo 
NNN 

we: Ne. Ne 


(PadStatus & PADRdown) 


(viewFrom.vx*100) /102; 
(viewFrom.vy*100) /102; 
(viewFrom.vz*100) /102; 
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This converts the floating point operations into integer oprerations. 


-Joel 
--MESSAGE FILE 19444 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000145 


——MESSAGE FILE 19445 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000146 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Target management 

Date: 24 Jul 1997 23:42:25 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <01lbc988bS$33c8b940Sa0bf43ce@wkwerner> 

References: <Olbc96ef$e4511340S9dbf43ce@wkwerner> <MPG.e4025aa8bcd0f9298968f@news.sc 
ea.sony.com> 

NNTP-Posting-Host: port60.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Joel Sumner <sumner@metrowerks.com> wrote: 


Hi Wayne, 
If you want to remove a file from just one target, you can use the 
Project Inspector from the Window menu. (or click in the toolbar item). 


You can use it to select if the file is included in the target or not. 


That's odd that a file is getting added to all targets even though you 
are disabling the checkmarks in the other targets, it shouldn't be doing 
that. I'll submit it as a bug. 


I think groups are global. I don't think they can be turned on/off for 
each target. 


VVVVVVVVVVV 


When I open the project inspector window, I get an empty window with greyed 
out save and revert buttons. Am I missing something here? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19445 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000146 


—-MESSAGE FILE 19446 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000147 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Target management 

Date: Fri, 25 Jul 97 16:01:25 GMT 

Organization: Metrowerks 

Lines: 9 

Message-ID: <5raicj$72g3@scea> 

References: <Olbc96ef$e4511340S9dbf43ce@wkwerner> <MPG.e4025aa8bcd0f9298968f@news.sc 
ea.sony.com> <01bc988bS33c8b940Sa0bf43ce@wkwerner> 

NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <01lbc988b$33c8b940Sa0bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


>When I open the project inspector window, I get an empty window with greyed 
>out save and revert buttons. Am I missing something here? 

> 

>—— 


After you have opened the window, then click on a file in the project window. 
—-MESSAGE FILE 19446 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
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rior/00000147 


——MESSAGE FILE 19447 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000148 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Target management 

Date: 26 Jul 1997 06:24:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <01bc998c$7a953040S90bf43ce@wkwerner> 

References: <Olbc96ef$e4511340S9dbf43ce@wkwerner> <MPG.e4025aa8bcd0f9298968f@news.sc 
ea.sony.com> <01bc988bS33c8b940Sa0bf43ce@wkwerner> <5Sraicj$72g3@scea> 
NNTP-Posting-Host: port44.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ah ha! 


I see what I was doing wrong. The add files function is working correctly. 
Am I wrong, however, in assuming that only the files that are part of an 
individual target should be shown in the project window when a target is 
displayed? That is what threw me off. I assumed that when I was looking 
at target A that only the files that are part of that target would be 
displayed, not the files included in B and C as well that are not part of 
A. I do note that there are no file details listed for those not part of 
the currently selected target. 


While I have your attention... 


What is going on with the .pse files. What are these puppies? The target 
file under Target/MIPS Project is specified as a .pse file, yet .pxe files 
are created as well and these are the playstation executables. Any 
enlightenment? 


Sincere thanks, 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19447 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000148 


—-MESSAGE FILE 19448 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000149 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Target management 

Date: Sun, 27 Jul 97 01:12:33 GMT 

Organization: Metrowerks 

Lines: 41 

Message-ID: <5re71q$72g4@scea> 

References: <01lbc96ef$e4511340S9dbf43ce@wkwerner> <MPG.e4025aa8bcd0f9298968f@news.sc 
ea.sony.com> <01lbc988bS33c8b940Sa0bf43ce@wkwerner> <5raicj$72g3@scea> <01bc998cS7a95 
3040S90bf43ce@wkwerner> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <01bc998c$7a953040S90bf43ce@wkwerner>, "Wayne K. Werner" <wkwerner@con2.c 
om> wrote: 

>Ah ha! 

> 

>I see what I was doing wrong. The add files function is working correctly. 

> Am I wrong, however, in assuming that only the files that are part of an 
>individual target should be shown in the project window when a target is 
>displayed? 


Hi Wayne, 


Currently, a file that is not in the current target will show "n/a" in the 
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code and data columns. I think we'll be updating that to be more obvious 
which files are included in the current target in the next release of the IDE 
(greying the item out probably). 


>What is going on with the .pse files. What are these puppies? The target 
>file under Target/MIPS Project is specified as a .pse file, yet .pxe files 
>are created as well and these are the playstation executables. Any 
>enlightenment? 


I think this is buried in the Targeting PlayStation manual somewhere around 
the description for the MIPS Linker Panel in the IDE. The .pse file is a 
combination of the executable code and the debug information (encapsulated in 
ELF/DWARF format in case you were wondering). This file is used by the 
debugger. 


The .pxe file is in the format PSX-EXE which is a Sony format for Playstation 
Executable files. This is the file which would go on a CD that the 
professionals create. This is just the program code without any debug symbols. 
The PlayStation Postlinker turns a .pse file into a .pxe file. 


For some reason, SIOCONS doesn't support PSX-EXE format, only ECOFF (which the 
GNU tools generate). Thus, you need to use PSComUtil to download the .pxe 
files. If I get a spare second, I'll post the PSX-EXE file format up 
somewhere. Is anyone interested in it? 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19448 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000149 


——MESSAGE FILE 19449 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000150 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Merging libps.a.lib with my filedelete function 

Date: 27 Jul 1997 23:14:31 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <01lbc9ae2$cb2335a0$79bf43ce@wkwerner> 

NNTP-Posting-Host: port21.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I am trying to merge my file delete with the standard playstation library. 
If I turn on the linker, the resulting library contains only the code for 
my file delete function (40 bytes code, 45 bytes data) according to the 
project window listing, and none of the ps lib funcs are available (link 
errors galore). This despite a reported file size of 35K. 


If I turn off the linker (this makes sense to me, I am building a lib, not 
linking an executable) then my file delete source won't compile and no 
output is generated. 


This looks like another disadvantage to not being able to access my objects 
outside of a particular target and thus have access to a library manager. 
Can anyone help me get going here? 


Thanks, 

Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19449 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000150 


——MESSAGE FILE 19450 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000151 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 
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Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Merging libps.a.lib with my filedelete function 
Date: Tue, 29 Jul 1997 22:58:04 -0800 
Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <33DEE5FA.290@bc.sympatico.ca> 
References: <Olbc9ae2$cb2335a0$79bf43ce@wkwerner> 
NNTP-Posting-Host: vcta01lm03-121.bctel.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


AFAIK CW doesn't let you merge libraries. At least I've never figured 
out any way to do it. I always end up having a bunch of little libraries 
which get linked into my final project as the only practical solution. 


In case any Metrowerks people are wondering why I would want to merge 
libraries in the first place, it's because sometimes I need to drop an 
engine with a programmer, and rather than setting them up with lots of 
little bits, it would be nice to just give them one big monster lib so I 
don't have to spend time telling them that they forgot to include MSL 
PPC 41 (84) .11Ե.... 


-nick 
--MESSAGE FILE 19450 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000151 


——MESSAGE FILE 19451 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000152 

Path: chuka.playstation.co.uk!scea!lcy-pm0-ip24.halcyon.com!user 

From: gromit@halcyon.com (eli curtz) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Merging libps.a.lib with my filedelete function 

Date: Wed, 30 Jul 1997 09:53:29 -0800 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <gromit-3007970953300001@lcy-pm0-ip24.halcyon.com> 

References: <Olbc9¥ae2$cb2335a0S79bf43ce@wkwerner> <33DEE5FA.290@bc.sympatico.ca> 
NNTP-Posting-Host: lcy-pm0-ip24.halcyon.com 

X-Newsreader: MT-NewsWatcher 2.3.1 


In article <33DEE5FA.290@bc.sympatico.ca>, Nick Porcino 
<Nick_Porcino@bc.sympatico.ca> wrote: 


AFAIK CW doesn't let you merge libraries. At least I've never figured 
out any way to do it. I always end up having a bunch of little libraries 
which get linked into my final project as the only practical solution. 


VVVVYV 


—nick 


I hope I'm not going to get into trouble here, because i haven't tried 
this with the PlayStation stuff... 


You should be able to build a new library which merges your code with the 
Sony library by going to the target (I think) panel in the project 
settings and telling it to build a library rather than an app. 


hope this works, 

eli 

gromit@halcyon.com 

—-MESSAGE FILE 19451 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000152 


——MESSAGE FILE 19452 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000153 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Merging libps.a.lib with my filedelete function 

Date: 31 Jul 1997 03:49:13 GMT 
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Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <01lbc9d64Sa6e75480S65bf43ce@wkwerner> 

References: <Olbc9ae2$cb2335a0$79bf43ce@wkwerner> <33DEE5FA.290@bc.sympatico.ca> <gr 
omit-—3007970953300001@lcy—-pm0-ip24.halcyon.com> 

NNTP-Posting-Host: port0l.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


eli curtz <gromit@halcyon.com> wrote: 
> You should be able to build a new library which merges your code with the 


> Sony library by going to the target (I think) panel in the project 
> settings and telling it to build a library rather than an app. 


Don't I wish. I have made a target with the sony lib and my C source as 
input, and MyLibPS.lib as the target. I have set the target to make a 
library. The result is a file that looks like a combo (35K plus), but when 
I link with the resultant "lib", only the stuff in my C source is 
available. All of the ps stuff shows up as unresolved externals. 


have looked at the conversion project, which changes the sony supplied 
lib into a CW compliant lib, and it has further confused me. The target is 
an application, of all things! And for some reason (although, since code 
is not being compiled, it shouldn't matter) Big-Endian is set in the 
target. The output file name is set to a.out (libps.a.lib is actually 
created). The MIPS linker and playstation post linker are set. 


Please, O mighty MW tech support dudes, here my plea! Some info on library 
creation and maintainence. (And while I've got the ear of the exalted 
ones, is there any info on the date of the next release?) 


Thanks, 

Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19452 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000153 


—-MESSAGE FILE 19453 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000154 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Merging libps.a.lib with my filedelete function 

Date: Thu, 31 Jul 97 20:20:24 GMT 

Organization: Metrowerks 

Lines: 20 

Message-ID: <5rqrq0Sdml@scea> 

References: <Olbc9ae2$cb2335a0$79bf43ce@wkwerner> <33DEE5FA.290@bc.sympatico.ca> <gr 
omit—3007970953300001@lcy-pm0-ip24.halcyon.com> <01lbc9d64$a6e75480S 65bf43ce@wkwerner 
> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <01lbc9d64Sa6e75480S65bf43ce@wkwerner>, "Wayne K. Werner" <wkwerner@con2.c 
om> wrote: 

>eli curtz <gromit@halcyon.com> wrote: 

> 

>> You should be able to build a new library which merges your code with the 
>> Sony library by going to the target (I think) panel in the project 

>> settings and telling it to build a library rather than an app. 

> 

>Don't I wish. I have made a target with the sony lib and my C source as 
>input, and MyLibPS.lib as the target. I have set the target to make a 
>library. The result is a file that looks like a combo (35K plus), but when 
>I link with the resultant "lib", only the stuff in my C source is 
>available. All of the ps stuff shows up as unresolved externals. 


Hi Wayne, 
We'll take a look at it. Could you please send the project to 
support@metrowerks.com? Thanks. 
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Well, you can relish the fact you can play Goldeneye, ISS, Mario, 
Wave Race, Star Fox, Blast Corps, Turok, Shadows of the Empire, 
Pilotwings (see: parachute sim), Mario Kart, Diddy Kong Racing, 1080 
Snowboarding, Tetrisphere, Quake, etc etc 


V V V V 


You do note almost all the games there are for N64 and some are not even 
in the shops yet (at least not in Holland). About Turok, thats just fun 
for a few hours. And about PilotWings, THERE YOU GOT A HUDGE POINT!!!! 
You probably looked at my FreeFall-project?? PilotWings is Superb!! 


> and they cannot. Also, you can 

> play multiplayer games like Goldeneye. Invite your friends round, and 

> have 4-player tournaments. It's great! Yes, you can argue that N64 games 
> are more expensive - and I cannot argue with that, OK? :-) That is just 
> cart vs CD, and we don't want to argue about that because it's boring! I 
> just think that for many N64 games, the extra money is worth it. There 

> is nothing to rival Goldeneye or Mario on PS - yet! 


The four-player option is nice, but I own a multitap and I play 
fourplayer games to on the PSX, even better is the link-up option from 
PSX. Just try Coolboardes 2 with a Net Yaroze against a PSX on 2 tely's 
And YES, that argue is boring, just like what is the better system? Mac 
or PC! 

I do see here that owners of a N64 just own 3 maybe 4 games and PSX 
owners have most of the time at least 7 or 8 games. 


> I'm not saying that the N64 is "better" 
> than the PS - technically it is, commercially it isn't - but I think 
> people don't give the machine enough credit sometimes. 


I agree, and that sound a lot like the story of Apple Macintosh! 


Well, I think it is difficult to say you prefer one system "because 

of the gameplay". Do you mean you tend to prefer games of a 
driving/fighting variety (good reasons to own a PS!)? Or, do you not 
like the childish element in many Nintendo games (another good reason to 
prefer PS)? 


VVVVYV 


Gameplay is not in the console but in the games. And I do need to say 
Nintendo always was master of game-play. I used to be the big 
Nintendo-man around. I had everything from Nintendo, and with that I 
mean everything. I even have a Demo-boy. That is a big box that made it 
possible to connect a gameboy to a tely. Now it's nothing special 
anymore due to the super-gameboy, but in the early days, we had a lot of 
fun with it. These Demo-boys were for presentation in shops, you 
probably know. And I went on with the playstation course of the image 
from the system, more adult. And I already had all my other technical 
stuff from Sony. 


> I would argue that one of the main reasons Nintendo has done 

> as well as it has in Europe and the US (if not Japan) is because of the 
> strong gameplay in many of its titles. I think that some PS owners are a 
> bit tired of seeing the same crap on the shelf - Fighter XX+ Alpha, Hard 
> 
> 
> 


Rockin' Driving 3, etc - and like the idea of a Nintendo system which 
might not have many games, but many of those games are an event when 
they come out! 


Agree totaly!! 
> I'd rather have 10 great games than 30 OK ones. 


Here you go off, it's more like 10 good games and 2 bad for N64 against 
maybe 50 good games and 200 crap on PSX. And you choose your own games 
and leave the crap ones in the shop. 


If Nintendo and Sony had a rival system like Net Yaroze, I'd be 

tempted towards the Nintendo one, but I realise the PS is easier to 
write for (important if you can't yet program, like me!) and I have to 
say I don't like Nintendo's attitude towards consumers - it is very 
high-handed and arrogant. But then, Nintendo would NEVER start a NY 
program because of the sort of company they are. I think N's recent fall 
from grace has a lot to do with this arrogant attitude... 


VVVVVVV 
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PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19453 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000154 


—-MESSAGE FILE 19454 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000155 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.codewarrior 

Subject: Re: Sprite/OT trouble 

Date: 2 Aug 1997 20:25:56 GMT 

Organization: Justice Center 

Lines: 34 

Message-ID: <01lbc9f7aS4elbc300$63f135ce@jjustice.iquest.net> 

References: <Olbc9f6f$da300e60$37f135ce@jjustice.iquest.net> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-002-3.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:182 scea.yaroze.pr 
ogramming.codewarrior:155 


OK, following up my own post (and adding the CodeWarrior group) to add 
something else I've noticed. I currently have this version of the PadRead 
function in my program: 


u_long PadRead (void) 
{ 

return (- (« (ԵԵ0Հ3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) << 24)); 
} 


Two things: First, compiling without the 'void' (i.e. just using empty 
brackets) in the prototype or header, CodeWarrior placed a little red arrow 
next to the function call in the loop from my previous post (i.e. just 
"padValue = PadRead();") - but did not report an error. With the void 
specified, I get no red arrow. (In neither case did I state 'void' in the 
actual function call.) 

Second, either way, I've noticed in the stepwise debugger that the little 
dashes in the left column which indicate what line of code is executing are 
pointing at the two (blank) lines _beneath_ the closing bracket of this 
function. Does that mean this function is not compiling right, and what 
would cause that? 

Additionally, I've noticed that in Mario's WalZ game, he sends this 
function a parameter of type long, although the function makes no use of 
any parameters. What purpose does this serve? 

Thanks! 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net Jjpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 19454 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000155 


—-MESSAGE FILE 19455 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000156 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.codewarrior 

Subject: Re: Sprite/OT trouble 

Date: Sun, 03 Aug 1997 04:41:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 49 

Message-ID: <33e4076f.24640019@205.149.189.29> 

References: <Olbc9f6f$da300e60$37f135ce@jjustice.iquest.net> <Olbc9f7a$4elbc300$63f1 
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35ce@jJjustice.iquest.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:184 scea.yaroze.pr 
ogramming.codewarrior:156 


On 2 Aug 1997 20:25:56 GMT, "John Emmer" <jjustice@cs.bsu.edu> wrote: 


> OK, following up my own post (and adding the CodeWarrior group) to add 
>something else I've noticed. I currently have this version of the PadRead 
>function in my program: 

> 

>u_long PadRead (void) 

>{ 

> return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 
>} 

> 

> Two things: First, compiling without the 'void' (i.e. just using empty 
>brackets) in the prototype or header, CodeWarrior placed a little red arrow 
>next to the function call in the loop from my previous post (i.e. just 


>"padValue = PadRead();") - but did not report an error. With the void 
>specified, I get no red arrow. (In neither case did I state 'void' in the 
>actual function call.) 

> Second, either way, I've noticed in the stepwise debugger that the little 


>dashes in the left column which indicate what line of code is executing are 
>pointing at the two (blank) lines _beneath_ the closing bracket of this 
>function. Does that mean this function is not compiling right, and what 
>would cause that? 
> Additionally, I've noticed that in Mario's WalZ game, he sends this 
>function a parameter of type long, although the function makes no use of 
>any parameters. What purpose does this serve? 


> Thanks! 

> 

>—— 

> John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
> jjustice@cs.bsu.edu jjusticeQiquest.net jpemmer@bsuvc.bsu.edu 

> 

> Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 

> Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3DO; PlayStation, Yaroze; 


>C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 
> 
> 


You noticed that too. When I first used PadRead() I just pasted it in 
from another sample and didn't pay much attention to it. Since then I 
have changed it to look like this: 


u_int PadRead(int id) 
{ 
return (~ (* (padBuffer[id]+3) | * (padBuffer[id]+2)<<8 )); 
} 


The id tells which controller to read. 


Mario 
—-MESSAGE FILE 19455 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000156 


--MESSAGE FILE 19456 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000157 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.codewarrior 

Subject: Re: Sprite/OT trouble 

Date: 3 Aug 1997 06:54:25 GMT 

Organization: Justice Center 

Lines: 27 

Message-ID: <01bc9fd2$12d18200S$71f135ce@jjustice.iquest.net> 

References: <Olbc9f6f$da300e60$37f135ce@jjustice.iquest.net> <Olbc9f7a$4elbc300$63f1 
35ce@jJjustice.iquest.net> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-002-17.iquest.net 
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X-Newsreader: Microsoft Internet News 4.70.1161 
Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:187 scea.yaroze.pr 
ogramming.codewarrior:157 


John Emmer <jjustice@cs.bsu.edu> wrote in article 
<Olbc9f7aS$4elbc300S63f135ce@jjustice.iquest.net>... 

> OK, following up my own post (and adding the CodeWarrior group) to add 
> something else I've noticed. I currently have this version of the 

PadRead 


> function in my program: [snip] 
> 

Yes, I'm following up my own post again! It always seems to happen to me 
that I get things working as soon as I've asked for help... It turns out 


that I had moved all the code from pad.h and pad.c to my own files, but had 
forgotten to take the #include "pad.h" out of my includes file. However, 
CW did not inform me that the functions were defined twice until I had 
restarted CW and reloaded my project. 

I'm not sure whether that explains all the problems that I was having 
displaying my sprites, but perhaps the ill-complied function was throwing 
off some registers somewhere. Anyway, the program seems to be functioning 
as expected now. 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net jpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 19456 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000157 


—--MESSAGE FILE 19457 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000158 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 6 Aug 1997 22:40:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 78 

Message-ID: <01lbca2b9Sal6f32c0S69bf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> 

NNTP-Posting-Host: port05.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I wrote the following: 


>Perhaps you would be better served by placing the program at the default 
>80090000 and find the end of the program (generate the map when linking 
and 

>look at the value of the linker defined variable _end). It seems that 
>between 80090000 and _end is contained all of the code and data of all 
>types, including the heap. There is a linker variable called _heap_size 
>with a value of 0x400. A paltry amount for the heap! 

Pods 

>However, the 

>point is that _end points to the beginning of all *unused* space after 
your 

>program. You can load tims, or anything else for that matter, into this 
>space to your hearts delight! 

> 

Alas, in light of new info found in this thread, I see how wrong I was. 


First, the stack size is in KBs, which means that the default size is 1MB. 
And the heap is not safely ensconced under the _end address value, but 
starts there, growing up. This indeed puts your data between a rock anda 
hard place, the heap and the stack, if you should use the method I outlined 
above. 
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It seems to me that the method Jamin had stated, putting the data below the 


program, is the safest way to go... maybe (see below). 
> 
> Sorry, but how does stack checking work? Is it a way to 


> prevent collision, and if so, how? Or is it just a means to see if 

> you're "playing it on the edge", as you say. 

> 

The easiest form of stack checking I can see for the NY is to run your 
program in debug mode, stepping into each routine to the depth desired. Do 
a register dump to see what the value of the stack pointer is. It will 
have the address of the next location to be used for the next push. By 
comparing this with (_end + _heap_size), you should have a fairly good idea 
of what the stack is doing. You could also insert the above check into a 
function to fprint the value at various points in your code or a macro to 
do an assert type report and abort (enable and disable this with a stack 
check #define). 

This type of check, although not fool proof could prove quite useful. 


As far as changing the linker variables _stack and _heap, 
though, does this just mean the maximum that will allow for your stack 
and heap, so that if your actual stack and heap DO overflow these 
values, there's no accounting for it? 


V V V V 


As far as the stack goes, there is no built in language mechanism for 
checking the stack. As far as the heap goes, a return of NULL by allocs 
(new) when the heap is full is supposed to be the rule. (Any of you MW 
guys know if this is the case?) 


Finally, I still think a variation of what I stated previously still holds 
as a powerful reason to keep your default program start address at 
80090000. 

If the heap is set to a particular size comfortable for your program, then 
the value (_end + _heap_size) should point to *unused* space, perfect for 
loading that pesky data in on the fly. 


This is very handy for much of the video data (tims and tmds) which are 
loaded into main memory just so their data can be transfered to video 
memory and then never used again! Wow, lotsa dead space could be reclaimed 
by reusing this memory. 


OUCH! Just had a flash. You could play the same game with the heap as you 
could with this *unused* memory! 


Anyhow, this would of course slow down program loading considerably 
compared to the load data once, program many scenario. TANSTAAFL! (Any 
Niven fans out there?) 


While I'm at it, does anyone have any examples or knowlege on how to pull 
off the on the fly trick? Does the software have to be running under the 
CW debugger to do it? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19457 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000158 


——MESSAGE FILE 19458 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000159 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 6 Aug 1997 22:45:49 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <01lbca2ba$67ba2340S69bf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> 

NNTP-Posting-Host: port05.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 
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*ERRATA* In the previous post in this thread I used the value 


(end + heap_size). I should have used the value (end + (heap_size * 
1024)). 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 19458 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000159 


—--MESSAGE FILE 19459 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000160 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Thu, 07 Aug 1997 10:41:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <33E9982D.54A636C9@micronetics.com> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Wayne K. Werner wrote: 


The easiest form of stack checking I can see for the NY is to run your 
program in debug mode, stepping into each routine to the depth desired. Do 
a register dump to see what the value of the stack pointer is. It will 
have the address of the next location to be used for the next push. By 
comparing this with (_end + _heap_size), you should have a fairly good idea 
of what the stack is doing. You could also insert the above check into a 
function to fprint the value at various points in your code or a macro to 
do an assert type report and abort (enable and disable this with a stack 
check #define). 

This type of check, although not fool proof could prove quite useful. 


VVVVVVVVV VV 


I've not tryed this method but you could always write a macro called 
STACK_CHECK 
that would grab the sp and check it against a specific thresh hold. For 
example 


#ifdef (DEBUG) 
#define STACKTOP (0x801ffff4L) 
#define THRESHHOLD ((STACKTOP) - (4 * 1024)) 
#define STACK_CHECK \ 
{ 
static long _stackcheck; 
__asm__ volatile ("sw Ssp, _stackcheck") ; 
if (_stackcheck < THREASHHOLD) { 
printf ("stack exceeded limit. $sp = Ox%X\n", _stackcheck); N 
\ 


a2 AA ZA 


exit (1); 
} 
#else 
#define STACK CHECK 
#endif 
Just put 


STACK_CHECK; 
as the first line in your function. 
I've just grabbed this from the ether so I don't expect it to work 


without 
a bit of faffing around. But I think the theory is there. 
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Remember that the stack moves down towards lower memory, also remember 
to 

set the threshhold sightly higher that required. Printf uses a lot of 
stack 

to do its thing. so if it is dangerously low printf may fail. 


Let me know how you get on with this. 


-JiM 
--MESSAGE FILE 19459 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000160 


——MESSAGE FILE 19460 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000161 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Mon, 11 Aug 97 21:02:32 GMT 

Organization: Metrowerks 

Lines: 30 

Message-ID: <5snuct$dp61@scea> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> 
NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <33E9982D.54A636C9@micronetics.com>, Jim <jim@micronetics.com> wrote: 
>Wayne K. Werner wrote: 

> 

>> The easiest form of stack checking I can see for the NY is to run your 

>> program in debug mode, stepping into each routine to the depth desired. Do 
>> a register dump to see what the value of the stack pointer is. 

> 

>I've not tryed this method but you could always write a macro called 
>STACK_CHECK 
>that would grab the sp and check it against a specific thresh hold 


Another method would be to write a known constant to the last "x" words of the 
stack (i.e. the lowest addresses of the stack). If those words ever change, 
then you know that your program has extended all the way to the end of the 
stack. You won't know exactly WHEN the program hit the end, but you at least 
know that it happend. 


This method is a bit more reliable than the above two because this macro can 
be placed anywhere (end of the main loop would be a good place, right before 
the VSyncWait or something) and it will always detect the stack corruption 
(assuming your program hasn't crashed yet). Once you know that the overrun 
occurs, then you can do more work to try and find it. You won't waste any 
time looking for the source of a stack corruption until you're positive that 
it actually happened. 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19460 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000161 


——MESSAGE FILE 19461 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000162 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 11 Aug 1997 22:39:27 GMT 

Organization: WermxX Software 

Lines: 31 
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Message-ID: <01lbca6a7$43e59580Sadbf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61@scea> 

NNTP-Posting-Host: port73.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Joel Sumner suggested using a "wall". Walls are often used in heap 
allocations also, to try to run down overflows in heap arrays, for 
instance. The low overhead does make it a good candidate for constant 
inclusion, while the big guns can be dragged out when needed. That is one 
reason I suggested a #define to remove the stack checking from your code. 
This allows you to take the hit on size and speed only when you turn stack 
checking on. 


A couple of caveats re walls... They fail if, by some slim chance, the data 
that overflows is the same as the data in the wall. A rare occurance 
indeed. This can be minimized by not using 0, perhaps the most common 
number to be writen to memory. (I have often seen the value OxOBADBEEF 
used, as it is very easy to see in a hex dump.) Also, when a wall gets 
munged, the culprit could be elswhere than where you are watching. For 
instance, you might have a runaway pointer and have trashed the wall that 
way, not through the stack pointer at all. 


Another option is what is generally refered to as a watchpoint. 

Watchpoints are like breakpoints, however, instead of stopping execution 
when a specific line of code is reached, execution is stopped when a 
particular memory address is writen. Watchpoints put you right to the line 
of code causing the memory write in question. I am unaware of whether 
watchpoints are supported by CW. Unless they are supported by the 
hardware, as well as the debugger, they cause MAJOR hits to the speed of 
the code under the debugger. Often that is acceptable, especialy when 
tracking down a nasty memory corruption problem. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19461 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000162 


—--MESSAGE FILE 19462 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000163 

Path: chuka.playstation.co.uk!scea!lcy-pm0-ip29.halcyon.com!user 

From: gromit@halcyon.com (eli curtz) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Tue, 12 Aug 1997 10:16:28 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <gromit-—1208971016290001@lcy—-pm0-ip29.halcyon.com> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61l@scea> <01lbca6a7$43e59580Sadbf43ce@wkwerner> 

NNTP-Posting-Host: lcy-pm0-ip29.halcyon.com 

X-Newsreader: MT-NewsWatcher 2.3.1 


In article <0lbca6a7$43e59580Sadbf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 

A couple of caveats re walls... They fail if, by some slim chance, the data 
that overflows is the same as the data in the wall. A rare occurance 
indeed. This can be minimized by not using 0, perhaps the most common 
number to be writen to memory. (I have often seen the value 0x0BADBEEF 
used, as it is very easy to see in a hex dump.) Also, when a wall gets 
munged, the culprit could be elswhere than where you are watching. For 
instance, you might have a runaway pointer and have trashed the wall that 
way, not through the stack pointer at all. 


> 
> 
> 
> 
> 
> 
> 
> 


Everything Wayne said was good except the prefered value for this is 
OxDEADBEEF... (at least in the mac world) Ք) 


eli curtz 
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gromit@halcyon.com 
—-MESSAGE FILE 19462 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000163 


—-MESSAGE FILE 19463 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000164 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Tue, 12 Aug 97 17:51:12 GMT 

Organization: Metrowerks 

Lines: 16 

Message-ID: <5sq7i6éSe4f1@scea> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61l@scea> <01lbca6a7$43e59580Sadbf43ce@wkwerner> 

NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <01lbca6a7$43e59580Sadbf43ce@wkwerner>, "Wayne K. Werner" <wkwerner@con2.c 
om> wrote: 

> I am unaware of whether 

>watchpoints are supported by CW. Unless they are supported by the 

>hardware, as well as the debugger, they cause MAJOR hits to the speed of 

>the code under the debugger. Often that is acceptable, especialy when 

>tracking down a nasty memory corruption problem. 


The R3000 on the PlayStation does have watchpoint support in hardware, however 
it is not available in the Net Yaroze (the HSS protocol doesn't provide the 
hooks to use it). 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19463 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000164 


——MESSAGE FILE 19464 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000165 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 13 Aug 1997 01:21:19 GMT 

Organization: WermxX Software 

Lines: 25 

Message-ID: <01bca787$19265f60Safbf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp6l@scea> <01lbca6a7$43e59580Sadbf43ce@wkwerner> <gromit—1208971016290001@lcy-pm0- 
ip29.halcyon.com> 

NNTP-Posting-Host: port75.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


eli curtz <gromit@halcyon.com> wrote: 
> "Wayne K. Werner" <wkwerner@con2.com> wrote: 


> > (I have often seen the value OxOBADBEEF used, as it is very easy to see 
in a hex dump.) 


> 

> Everything Wayne said was good except the prefered value for this is 
> OxDEADBEEF... (at least in the mac world) Pe) 

> 

Right you are! I was remembering incorrectly back to my days of using 


mungwall on the Amiga (it actually patched the exec library alloc and free 
to use walls, and scream bloody murder if you violated them). 
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23) 

| օօ | 


Wayne Ճ. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19464 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000165 


—--MESSAGE FILE 19465 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000166 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 13 Aug 1997 09:27:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <33F16FF0O.F73AB90D@micronetics.com> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp6l@scea> <01lbca6a7$43e59580Sadbf43ce@wkwerner> <gromit—1208971016290001@lcy-pm0- 
ip29.halcyon.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


eli curtz wrote: 


Everything Wayne said was good except the prefered value for this is 
OxDEADBEEF... (at least in the mac world) 2) 


V V V V 


My personal favorite being OxDEADBABE, lots of OxDEADBEEF in the 
unix world though. :-) 


-JiM 
--MESSAGE FILE 19465 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000166 


——MESSAGE FILE 19466 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000167 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 13 Aug 1997 10:31:10 GMT 

Organization: SN Systems 

Lines: 26 

Message-ID: <5ss22b$d577@chuka.playstation.co.uk> 

References: <0Olbc957dSffb78880S9fbFf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61l@scea> <01lbca6a7$43e59580Sadbf43ce@wkwerner> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


"Wayne K. Werner" <wkwerner@con2.com> wrote: 

>Another option is what is generally refered to as a watchpoint. 
>Watchpoints are like breakpoints, however, instead of stopping execution 
>when a specific line of code is reached, execution is stopped when a 
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>particular memory address is writen. Watchpoints put you right to the line 
>of code causing the memory write in question. I am unaware of whether 
>watchpoints are supported by CW. Unless they are supported by the 
>hardware, as well as the debugger, they cause MAJOR hits to the speed of 
>the code under the debugger. Often that is acceptable, especialy when 
>tracking down a nasty memory corruption problem. 


FYI: The PSX supports the WatchHi and WatchLo registers (R18 and R19 
in the system coprocessor I think) which can be set to provide a Watch 
exception on certain types of access to an address (I seem to remember 
reading somewhere that it actually triggers on the eight-byte section 
surrounding that byte, but whatever). It also has a sneaky way of 
watching ranges of memory using R8 and R3 to specify a power of two as 
the size of the range to watch and the start address of the range 
(which must be aligned with respect to the range's size, so a 64K 
range can only be watched with a 64K alignment, and so forth). 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 19466 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000167 


——MESSAGE FILE 19467 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000168 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Wed, 13 Aug 1997 12:23:38 GMT 

Organization: SN Systems 

Lines: 12 

Message-ID: <5ss816$d578@chuka.playstation.co.uk> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61@scea> <O01lbca6a7$43e59580Sadbf43ce@wkwerner> <5ss22b$d577@chuka.playstation.co 
.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


gil@snsys.com (Gil Jaysmith) wrote: 
>FYI: The PSX supports the WatchHi and WatchLo registers (R18 and R19 
>in the system coprocessor I think) which can be set to provide a Watch 


Oops, I was misremembering that bit, it doesn't have them. Naughty, 
*naughty* Gil. But it does have the other facility. 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 19467 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000168 


—-MESSAGE FILE 19468 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000169 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: New Code Warrior 

Date: 14 Aug 1997 00:47:57 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <5stkjtSe4f6é@scea> 

NNTP-Posting-Host: vanc01m03-121.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
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This is why Macintosh is not ruling the PC-market to (My personal 
opinion) 


Yes, I am lucky. And you might ask how I afford it? Well, I don't 

smoke, I don't drink (much) and I tend to buy many games in Hong Kong 
where they are much cheaper (no, I don't mean pirate stuff). For 
example, I could get an N64 with Mario 64, Starfox and ISS for less than 
140. PS stuff in HK is actually more expensive than most N64 stuff, 
FYI. I also make some money bringing back games for my friends - usually 
I charge 10% like other 'agents' :-) I would also argue that having all 
systems (and thus no, or at least less, reason for system bias) makes me 
a better person to judge them - I have an N64, Sega Saturn, N64 and 3DFX 
PC and I love them all. Alas, I also have no life :-) 


VVVVVVVVVV 


So, you have connections in Hong kong? Keep it hot, if you can earn so 
much with it. In Holland there is no real market for used console-games, 
no market for any games to be honest 


> (actually, I DO have a girlfriend - although she hates computery 
> stuff with a passion). 


Me to, and a nice one to. She's British (but lived in Holland for about 
7 years now) and a stewardess for an Airline. I got her before I started 
coputers and she never left me course of them. She prefers me alone 
behind my computers than hanging around with other girls in a local pub. 
And it's not the kind of job that attracks other women. 


> all systems are awesome (except Jaguar!) 


Jaguar could be a good system, if Atari hadn't srewed up again. 


All this aside, you sound like my kind of guy, DEnnis :-) Don't take 
that the wrong way, now! Oh, BIW, your english is excellent!!! Better 
than most of the AOLers who post on rec.games.video.sony anyway (heh! 
Maybe that isn't a compliment...) 


VV V V 


rec.games.video.sony anyway?? What is that? IRC? 

And thank you for the complement. I hope one day my English will be 
better than my Dutch. And don't think my girl speaks English to me, she 
totaly adjusted to our culture and everything that goes with it. She 
still speaks perfect English but I hardly never hear it. We go to 
Birmingham about once a year to see her family. 

And next to that, I suffer dislection. Thats a kind of 
reading-blindness. More creative people have that I heard. But my 
speaking in English is better, and I still need to do something about my 
grammar. 


And if you ever want to visit Holland, just come on over. In that case 
you don't have to stay in an expensive hotel. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 


debri@dds.nl 
macsuppor@al.nl 


ICQ: 5667178 
—-MESSAGE FILE 2070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00773 


—-MESSAGE FILE 2071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000774 

Path: chuka.playstation.co.uk!news 

From: "Chain" <s.mussell@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Action Replay, Worth it? 

Date: Sun, 3 May 1998 21:53:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


Does anyone know when we eill be getting the new version on CD? 
E-mail me direct if you know...thanx. 


Latah.... 


George Bain 


—-MESSAGE FILE 19468 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000169 


—-MESSAGE FILE 19469 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000170 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 14 Aug 1997 03:04:39 GMT 

Organization: WermxX Software 

Lines: 16 

Message-ID: <0lbca85eSb20fbfa0Sbdbf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61@scea> <O0lbca6a7$43e59580Sadbf43ce@wkwerner> <5ss22b$d577@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: port89.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Gil Jaysmith <gil@snsys.com> wrote: 


> It also has a sneaky way of 

> watching ranges of memory using R8 and R3 to specify a power of two as 
> the size of the range to watch and the start address of the range 

> (which must be aligned with respect to the range's size, so a 64K 

> range can only be watched with a 64K alignment, and so forth). 

> 

W 


ow, CW dudes... anyone else see an opportunity here?! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19469 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000170 


——MESSAGE FILE 19470 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000171 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Thu, 14 Aug 1997 08:59:50 GMT 

Organization: SN Systems 

Lines: 14 

Message-ID: <5suh31$d5711@chuka.playstation.co.uk> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61l@scea> <0lbca6a7$43e59580Sadbf43ce@wkwerner> <5ss22b$d577@chuka.playstation.co 
-uk> <Olbca85eS$b20fbfa0Sbdbf43ce@wkwerner> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


"Wayne K. Werner" <wkwerner@con2.com> wrote: 
>Wow, CW dudes... anyone else see an opportunity here?! 


It's been in our debugger for a while, and since we constitute the 
competition (or vice versa), I imagine the CW dudes are either already 
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thinking about it or already decided not to do it. 


Hello competition, incidentally :) 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 19470 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000171 


—--MESSAGE FILE 19471 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000172 

Path: chuka.playstation.co.uk!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: New Code Warrior 

Date: Thu, 14 Aug 97 15:42:28 GMT 

Organization: Metrowerks 

Lines: 16 

Message-ID: <5sv8o0kSe4f7@scea> 

References: <5stkjtSe4f6@scea> 
NNTP-Posting-Host: 198.214.227.194 
X-Newsreader: News Xpress 2.0 Beta #0 


In article <5stkjtSe4f6@scea>, George_Bain@bc.sympatico.ca (George Bain) wrote: 
>Does anyone know when we eill be getting the new version on CD? 

>E-mail me direct if you know...thanx. 

> 

>Latah.... 

> 


Hi George, 
Yes, we will be releasing a new version on CD. We're currently scheduled to 
ship it around the 3rd week in September. 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19471 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000172 


——MESSAGE FILE 19472 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000173 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: Thu, 14 Aug 97 15:47:23 GMT 

Organization: Metrowerks 

Lines: 21 

Message-ID: <5sv9lqSe4f8@scea> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
օո» <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61l@scea> <0lbca6a7$43e59580Sadbf43ce@wkwerner> <5ss22b$d577@chuka.playstation.co 
-uk> <Olbca85eSb20fbfa0Sbdbf43ce@wkwerner> <5suh31$d5711@chuka.playstation.co.uk> 
NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <5suh31$d5711@chuka.playstation.co.uk>, gil@snsys.com wrote: 
>"Wayne K. Werner" <wkwerner@con2.com> wrote: 

>>Wow, CW dudes... anyone else see an opportunity here?! 

> 

>It's been in our debugger for a while, and since we constitute the 
>competition (or vice versa), I imagine the CW dudes are either already 
>thinking about it or already decided not to do it. 

> 

>Hello competition, incidentally :) 
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> 
Hey Gil ;-) 


Our Pro tools do it, but the HSS debugger kernel on the Net Yaroze doesn't 
support accessing the watchpoint registers.... 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19472 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000173 


——MESSAGE FILE 19473 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000174 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: System memory 

Date: 14 Aug 1997 21:18:48 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <Olbca8f£7S8bc58f20S88bf43ce@wkwerner> 

References: <Olbc957dSffb78880S9fbf43ce@wkwerner> <33d63ee2.2608036@news.scea.sony.c 
om> <Olbca2b9Sal6f32c0S69bf43ce@wkwerner> <33E9982D.54A636C9@micronetics.com> <5snuc 
tSdp61l@scea> <O0lbca6a7$43e59580Sadbf43ce@wkwerner> <5ss22b$d577@chuka.playstation.co 
-uk> <Olbca85eSb20fbfa0Sbdbf43ce@wkwerner> <5suh31$d5711@chuka.playstation.co.uk> ՀՏ 
sv91lqSe4f8@scea> 

NNTP-Posting-Host: port36.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Joel Sumner <sumner@metrowerks.com> wrote: 


> Our Pro tools do it, but the HSS debugger kernel on the Net Yaroze 
doesn't 
> support accessing the watchpoint registers.... 


Maybe it could be done as part of a linked in debug library? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19473 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000174 


—-MESSAGE FILE 19474 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000175 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@islandnet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Debugger problem 

Date: 15 Aug 1997 10:37:49 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <01lbca967Se72f65a0S04af35c6@islandnet.com.islandnet.com> 
NNTP-Posting-Host: i3-4.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I'm having difficulty with the CW debugger under Win95. When I load my 
program, the grey "minus signs" which you click on to set a breakpoint are 
in very strange places. It all goes wacky at my while loop. Here's the code 
snippet to show where it goes wrong. I've added my own minus Signs... 


- while(iPadData != (kPadl_Start | kPadl_Select)) 
ը { 
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_ ::FntPrint ("The pad data = %n", iPadData); 
::FntFlush(-1); 
iPadData = thePad.Read(); 
} 


- // Reset the entire grapics system 
= ::ResetGraph (3) ; 
return (0); 


The most obviously wrong positions are the marks on the blank line and the 
comment. I've tried to correspond what the marks actually belong to, and 
assuming that the leading brace of the while should not have a brace, they 
would line up if you moved the marks down two lines. Is this correct? And 
what gives? Why is this happening? If any Metrowerks people are reading 
this, I'd be happy to send you my code. 


Thanks, 
Chris B. 


—-MESSAGE FILE 19474 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000175 


—--MESSAGE FILE 19475 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000176 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: Fri, 15 Aug 1997 14:03:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <33F453A8.F6702CCE@micronetics.com> 

References: <Olbca967Se72f65a0S04af35c6@islandnet.com.islandnet.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Chris Blackwell wrote: 


I'm having difficulty with the CW debugger under Win95. When I load my 
program, the grey "minus signs" which you click on to set a breakpoint are 
in very strange places. It all goes wacky at my while loop. Here's the code 
snippet to show where it goes wrong. I've added my own minus signs... 


- while(iPadData != (kPad1l_Start | kPadl_Select)) 

= í 

= ::FntPrint ("The pad data = Sn", iPadData); 
::FntFlush(-1); 
iPadData = thePad.Read(); 

} 


- // Reset the entire grapics system 
= ::ResetGraph (3); 
return (0); 


The most obviously wrong positions are the marks on the blank line and the 
comment. I've tried to correspond what the marks actually belong to, and 
assuming that the leading brace of the while should not have a brace, they 
would line up if you moved the marks down two lines. Is this correct? And 
what gives? Why is this happening? If any Metrowerks people are reading 
this, I'd be happy to send you my code. 


Thanks, 
Chris B. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 
| 


Hi Chris, 


Are you sure the exe is not earlier than the source? 
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Maybe your source did not make correctly? 


I think you could be debugging the exe with a newer source file, hence 
some of the line numbers have changed by 1 or 2 lines. 


Try deleting the exe and doing a full rebuild. 
Regards 


-JiM 
--MESSAGE FILE 19475 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000176 


——MESSAGE FILE 19476 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000177 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: Fri, 15 Aug 1997 14:23:05 GMT 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <33f465f9.204445626@news.scea.sony.com> 

References: <Olbca967Se72f65a0S04af35c6@islandnet.com.islandnet.com> 
NNTP-Posting-Host: rotary327-pri.voicenet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


It seems like the CodeWarrior applications have trouble 
redrawing themselves sometimes. This might be your problem. Try 
minimizing and reopening the windows. 


Jamin 


On 15 Aug 1997 10:37:49 GMT, "Chris Blackwell" <bespeed@islandnet .com> 
wrote: 


>I'm having difficulty with the CW debugger under Win95. When I load my 
>program, the grey "minus signs" which you click on to set a breakpoint are 
>in very strange places. It all goes wacky at my while loop. Here's the code 
>snippet to show where it goes wrong. I've added my own minus signs... 


-- while(iPadData != (kPadl_Start | kPadl_Select)) 
-- ( 

>- ::FntPrint ("The pad data = Sn", iPadData); 
> ::FntFlush(-1); 

> iPadData = thePad.Read(); 

> } 

>- 

-- // Reset the entire grapics system 

-- ::ResetGraph (3); 

> return (0); 

> 


>The most obviously wrong positions are the marks on the blank line and the 
>comment. I've tried to correspond what the marks actually belong to, and 
>assuming that the leading brace of the while should not have a brace, they 
>would line up if you moved the marks down two lines. Is this correct? And 
>what gives? Why is this happening? If any Metrowerks people are reading 
>this, I'd be happy to send you my code. 

> 

>Thanks, 

>Chris B. 

> 


—-MESSAGE FILE 19476 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000177 


—-MESSAGE FILE 19477 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000178 
Path: chuka.playstation.co.uk!scea!formica 
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From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: Fri, 15 Aug 97 18:15:14 GMT 

Organization: Metrowerks 

Lines: 42 

Message-ID: <5t2630Sib42@scea> 

References: <0Olbca967Se72f65a0S04af35c6@islandnet.com.islandnet.com> 
NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: News Xpress 2.0 Beta #0 


Hi Chris, 
Please try the following: Go to your project and select "remove all 
binaries" (the little trashcan icon from the project toolbar). Do a rebuild 


and then run it in the debugger again. If you get the same results, please ZIP 
the project and send it to support@metrowerks.com. It could be that the line 
table information is getting a little screwy for some reason. 


-Joel 


In article <0lbca967$e72f£65a0S04af35c6@islandnet.com.islandnet.com>, "Chris 
Blackwell" <bespeed@islandnet.com> wrote: 

>I'm having difficulty with the CW debugger under Win95. When I load my 
>program, the grey "minus signs" which you click on to set a breakpoint are 
>in very strange places. It all goes wacky at my while loop. Here's the code 
>snippet to show where it goes wrong. I've added my own minus signs... 

> 


-- while(iPadData != (kPadl_Start | kPad1l_Select)) 
-- { 

>- ::FntPrint ("The pad data = Sn", iPadData); 
> ::FntFlush(-1); 

> iPadData = thePad.Read(); 

> } 

>- 

-- // Reset the entire grapics system 

-- ::ResetGraph (3); 

> return (0); 

> 


>The most obviously wrong positions are the marks on the blank line and the 
>comment. I've tried to correspond what the marks actually belong to, and 
>assuming that the leading brace of the while should not have a brace, they 
>would line up if you moved the marks down two lines. Is this correct? And 
>what gives? Why is this happening? If any Metrowerks people are reading 
>this, I'd be happy to send you my code. 

> 

>Thanks, 

>Chris B. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19477 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000178 


——MESSAGE FILE 19478 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000179 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Blackwell" <bespeed@islandnet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Debugger problem 

Date: 16 Aug 1997 06:47:26 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <01lbcaal0Se2f16200S$3daf35c6@islandnet.com.islandnet.com> 

References: <01lbca967Se72f65a0S04af35c6@islandnet.com.islandnet.com> <5t2630Sib42@sc 
ea> 

NNTP-Posting-Host: i3-61.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just to let people know, I have tried trashing all the files, and even 
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rebuilt the project and it still demonstrates the same problem. I've sent 
the kit and kaboodle off to MW to check it out. Thanks for the hints! 


-Chris B 


Joel Sumner <sumner@metrowerks.com> wrote in article <5t2630$ib42@scea>... 
> Hi Chris, 


> Please try the following: Go to your project and select "remove all 
> binaries" (the little trashcan icon from the project toolbar). Doa 
rebuild 


> and then run it in the debugger again. If you get the same results, 
please ZIP 

> the project and send it to support@metrowerks.com. It could be that the 
line 

> table information is getting a little screwy for some reason. 


—-MESSAGE FILE 19478 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000179 


—-MESSAGE FILE 19479 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000180 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Survival demo 

Date: 25 Aug 1997 03:09:26 GMT 

Organization: WermxX Software 

Lines: 32 

Message-ID: <01bcb104S$2433eea0S70bf43ce@wkwerner> 
NNTP-Posting-Host: port12.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Didn't know where to post this, so I did it here... 
In converting the survival demo over to CW, I go a warning that the local 


variable short i is used before it is initialized. This is indeed the 
case, in the function HandleEnmyCollision() at line 1814 of main.c: 


static short HandleEnmyCollision(OBJECT *objc, short *dx, short *dy, short 
*dz) 
{ 


short i, slabid, ballid, enmyid, roboid; 

short where_onwall, where_onslab, where_onball, where_onenmy, 
where_onrobo; 

short state = objc->State; 


/* Check the collision of the object with robot */ 

roboid = -1չ 

where_onrobo = HandleObjcCollision(objc, &Robo, dx, dy, dz); 
if (where_onrobo & COLLISION_XYZ) { 


if ((Robo.Pos.coord.t[1] - Robo.DifY) <= 
this is the offending line: 
(Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + (*dy))) 
roboid = 0; 
else 


roboid = 1; 


} 


What is the legitamate initialization value? 


Thanks, 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19479 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000180 


—-MESSAGE FILE 19480 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000181 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Blackwell" <bespeed@smartt.com> 
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Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Survival demo 

Date: 25 Aug 1997 12:15:48 GMT 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <01lbcb151S44f05640S0f9f22cfeSmarttNet.smartt.com> 
References: <0O1lbcb104$2433eea0$70bf43ce@wkwerner> 
NNTP-Posting-Host: vict-—mx0100202.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Examining the other functions, it looks like they forgot to put in the 
"check against all enemies loop", so it should probably look like this (the 
same detection sequence as in HandleRoboCollision() ) 


for (i = 0; i Հ ENMY_NUM; i++) í 
short where = HandleObjcCollision(&Robo, &Enmy[i], dx, dy, dz); 
if (where & COLLISION_XYZ) 


if ((Robo.Pos.coord.t[1] - Robo.DifY + (*dy)) <= 
(Enmy[i].Pos.coord.t[1] - Enmy[i] .DifyY) ) 
enmyid = i; 

else 


roboid = 1; 
where_onenmy |= where; 


—Chris B. 


Wayne K. Werner <wkwerner@con2.com> wrote in article 
<01bcb104S2433eea0S70bf43ce@wkwerner>... 
> Didn't know where to post this, so I did it here... 


In converting the survival demo over to CW, I go a warning that the local 
variable short i is used before it is initialized. This is indeed the 
case, in the function HandleEnmyCollision() at line 1814 of main.c: 


static short HandleEnmyCollision (OBJECT *objc, short *dx, short *dy, 
hort 

*dz) 

{ 


short i, slabid, ballid, enmyid, roboid; 

short where_onwall, where_onslab, where_onball, where_onenmy, 
where_onrobo; 

short state = objc->State; 


/* Check the collision of the object with robot */ 

roboid = -1չ 

where_onrobo = HandleObjcCollision(objc, &Robo, dx, dy, dz); 
if (where_onrobo & COLLISION_XYZ) { 


if ((Robo.Pos.coord.t[1] - Robo.DifY) <= 
this is the offending line: 
(Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + (*dy))) 
roboid = 0; 
else 
roboid = 1; 


} 


What is the legitamate initialization value? 


Thanks, 
Wayne K. Werner 
wkwerner@con2.com 


VVVVVVVVVVVVVV VV VV VV VV VV VV DV VV VV V 


—-MESSAGE FILE 19480 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000181 


—-MESSAGE FILE 19481 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000182 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.codewarrior 
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Subject: Re: Survival demo 

Date: Mon, 25 Aug 1997 18:03:23 -0700 
Organization: Sony Computer Entertainment America 
Lines: 43 

Message-ID: <34022B5B. 6545@interactive.sony.com> 
References: <0Olbcb104$2433eea0$70bf43ce@wkwerner> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; U) 


Wayne K. Werner wrote: 
Didn't know where to post this, so I did it here... 
In converting the survival demo over to CW, I go a warning that the local 


variable short i is used before it is initialized. This is indeed the 
case, in the function HandleEnmyCollision() at line 1814 of main.c: 


static short HandleEnmyCollision(OBJECT *objc, short *dx, short *dy, short 
*dz) 
{ 


short i, slabid, ballid, enmyid, roboid; 

short where_onwall, where_onslab, where_onball, where_onenmy, 
where_onrobo; 

short state = objc->State; 


/* Check the collision of the object with robot */ 

roboid = -1չ 

where_onrobo = HandleObjcCollision(objc, &Robo, dx, dy, dz); 
if (where_onrobo & COLLISION_XYZ) { 


if ((Robo.Pos.coord.t[1] - Robo.DifY) <= 
this is the offending line: 
(Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + (*dy))) 
roboid = 0; 
else 


roboid = 1; 


} 


What is the legitamate initialization value? 


Thanks, 
Wayne K. Werner 
wkwerner@con2.com 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV V 


Yes, that is a mistake. Instead of "Enmy[i]." I should be using 
"objc->". So the line will look like the following 
(objc->Pos.coord.t[1] - objc->DifY + (*dy))) instead of 
(Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + (*dy))) 


I will try to make the change soon and post it back. 


Pradip K Fatehpuria 
—-MESSAGE FILE 19481 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000182 


——MESSAGE FILE 19482 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000183 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Registration card 

Date: Mon, 25 Aug 1997 23:57:34 -0500 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <3402623D.8C690690@ix.netcom.com> 

NNTP-Posting-Host: ara-il8-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I was rummaging through my filthy room, and I found my CW registration 
card. Do I need to send it in, or else I won't receive the new CD? 


Manny Najera 


—-MESSAGE FILE 19482 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000183 


——MESSAGE FILE 19483 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000184 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Registration card 

Date: 26 Aug 1997 21:36:17 GMT 

Organization: WermxX Software 

Lines: 19 

Message-ID: <0lbcb267Secef1lb80Sb6bf43ce@wkwerner> 

References: <3402623D.8C690690@ix.netcom. com> 

NNTP-Posting-Host: port82.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Manny, 


I registered my copy online (see the link to their sight at NY support 
sight). 


I must say, however, that I never received a reply confirming my 
registration, and I am just taking it on faith that my update will be 
forthcoming. 

Wayne K. Werner 

wkwerner@con2.com 


Manny Najera <mannyn@ix.netcom.com> wrote: 


> I was rummaging through my filthy room, and I found my CW registration 
> card. Do I need to send it in, or else I won't receive the new CD? 

> 

> Manny Najera 


—-MESSAGE FILE 19483 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000184 


—-MESSAGE FILE 19484 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000185 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Registration card 

Date: Wed, 27 Aug 1997 00:53:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <34037a38.1875386@news.playstation.co.uk> 

References: <3402623D.8C690690@ix.netcom.com> <01lbcb267Secef1lb80Sb6bf43ce@wkwerner> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


I think to get updates, you go on to the CW www site, thats what I did 
for version 2 upgrade. 


On 26 Aug 1997 21:36:17 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 
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Lines: 15 

Message-ID: <6ii13 3S jpr7@chuka.playstation.co.uk> 
NNTP-Posting-Host: pll-cacique-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Hi, 

I've just got my Yaroze system, after spending a couple of hours 
playing with the serial link system I'm thinking of getting hold of an 
Action replay, commslink and trying that approach. Is this a good idea? If 
not is there another way of getting the data down to the little black box a 
bit quicker? Like before I start to notice parts of my body fall off? 


Regards, 
Shane. 


Life's like washing up.... 
you always forget the teaspoon. 
80) 


--MESSAGE FILE 2071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00774 


--MESSAGE FILE 2072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000775 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Best game 

Date: 3 May 1998 20:54:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6iilhf$jpr9@chuka.playstation.co.uk> 

NNTP-Posting-Host: n12.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.english 


Surely the best handheld game ever is Sonic the Hedgehog for the Game Gear. 
This is probably one of the most addictive games I've ever played and the 
progressive difficulty of the levels is perfect (only Goldeneye betters it in 
this regard) 


Until GoldenEye/DieHard this was the only game I'v ever completed. 


Its far more playable than the crap Megadrive version. 


--MESSAGE FILE 2072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00775 


--MESSAGE FILE 2073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000776 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next Generation EX Plus Alpha 

Date: Sun, 03 May 1998 16:01:57 GMT 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <354c8fba.37210444@news.scea.sony.com> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88-123. 
al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-120-81.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Well, it's been said better by many before, but the PC just doesn't 
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>Manny, 

> 

>I registered my copy online (see the link to their sight at NY support 
>sight). 

> 

>I must say, however, that I never received a reply confirming my 
>registration, and I am just taking it on faith that my update will be 
>forthcoming. 

>—— 

>Wayne K. Werner 

>wkwerner@con2.com 

> 

>Manny Najera <mannyn@ix.netcom.com> wrote: 

> 

>> I was rummaging through my filthy room, and I found my CW registration 
>> card. Do I need to send it in, or else I won't receive the new CD? 
>> 

>> Manny Najera 

> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 19484 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000185 


—-MESSAGE FILE 19485 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000186 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Registration card 

Date: 28 Aug 1997 01:55:50 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <01bcb355$58169bc0Saebf43ce@wkwerner> 

References: <3402623D.8C690690@ix.netcom.com> <0lbcb267Seceflb80Sb6ébf43ce@wkwerner> 
<34037a38.1875386@news.playstation.co.uk> 

NNTP-Posting-Host: port74.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Alan, 


The next version is to be a major release on CD, sent to registered users. 
This September, if I'm not mistaken. So, get out there and register, to 
keep up to date! 


Wayne K. Werner 
wkwerner@con2.com 


Alan Yuen <alan@alanyuen.demon.co.uk> wrote: 


> I think to get updates, you go on to the CW www site, thats what I did 
> for version 2 upgrade. 


—-MESSAGE FILE 19485 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000186 


—-MESSAGE FILE 19486 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000187 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <leanne.mckee@virgin.net> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: IDE front end? 

Date: Sun, 07 Sep 1997 02:29:02 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3412035D.BD12DE2D@virgin.net> 
Reply-To: leanne.mckee@virgin.net 
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NNTP-Posting-Host: p37-pochard-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi, 

I was wondering whether it is possible to use RHIDE with the GNU 
compiler that comes with or can you use another IDE. I am sick of the 
bugs in Codewarrior (More like Codehamster!). 

Any suggestions??? 


Ian Thompson 


P.S. A big hello goes out to Jeff Lawton, the Yaroze programmer who is 
trying to code his own IDE for the Yaroze for free!!! Best of luck Jeff! 


—-MESSAGE FILE 19486 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000187 


—-MESSAGE FILE 19487 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000188 

Path: chuka.playstation.co.uk!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: IDE front end? 

Date: Sat, 06 Sep 97 14:51:24 GMT 

Organization: Metrowerks 

Lines: 30 

Message-ID: <5urqc0$1035@scea> 

References: <3412035D.BD12DE2D@virgin.net> 
NNTP-Posting-Host: 198.214.227.194 
X-Newsreader: News Xpress 2.0 Beta #0 


In article <3412035D.BD12DE2D@virgin.net>, leanne.mckee@virgin.net wrote: 
>Hi, 

> 

>I was wondering whether it is possible to use RHIDE with the GNU 
>compiler that comes with or can you use another IDE. I am sick of the 
>bugs in Codewarrior (More like Codehamster!). 


> 

>Any suggestions??? 

> 

>Ian Thompson 

> 

>P.S. A big hello goes out to Jeff Lawton, the Yaroze programmer who is 
>trying to code his own IDE for the Yaroze for free!!! Best of luck Jeff! 
> 

Hi Ian, 


Unfortunately, our current IDE does not allow the use of command-line 
compilers/linkers. However, I would like to know about the various bugs you 
have found. Have you reported them to support@metrowerks.com? We'll be 
shipping the new version of the tools in about 4 weeks, they are starting 
final test right now. I'd like to make sure that the bugs you have found will 
be fixed in the next revision. (I assume you are currently using the Net 
Yaroze 1 update from our website, correct?) 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19487 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000188 


—-MESSAGE FILE 19488 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
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arrior/00000189 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: IDE front end? 

Date: 7 Sep 1997 17:46:20 GMT 

Organization: WermxX Software 

Lines: 20 

Message-ID: <0lbcbbb5$c0cd83a0$79bf43ce@wkwerner> 
References: <3412035D.BD12DE2D@virgin.net> 
NNTP-Posting-Host: port21.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ian Thompson <leanne.mckee@virgin.net> wrote: 


> I am sick of the 
> bugs in Codewarrior (More like Codehamster!). 


Don't give up on CW yet! As bad as I found the first version to be, I was 
stunned by the improvements to version two over one. I have no doubt that 
the upcoming major release will be equally stronger than two. 


The MWs guys have demonstrated their commitment to improving the product, 
and I for one am just *itching* to get my hands on the next version! 


Also, in a weird way, I find it comforting that MW delayed the release. I 
would much rather have the release 6 weeks late and smooth as silk, than on 
time without the finishing touches. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19488 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000189 


—-MESSAGE FILE 19489 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000190 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: tanttank demo linking problem in CW 

Date: Sun, 07 Sep 1997 12:45:13 -0600 

Organization: Multi-Corp 

Lines: 19 

Message-ID: <3412F639.5F1C6C64@zicorp. com> 

Reply-To: tjyang@zicorp.com 

NNTP-Posting-Host: 207.229.20.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


In http://www.scea.sony.com/net/yaroze/demos/scei/index.html page, 
the tantank has no problem in and linking and compiling in GNU dos 
environment. 
In CW, compliation was fine but I got tons of error when linking the 
object file together. 


եռ 


The error messages are all about some variables are multipled defined. 


It has 
been previous definded in other C modules... 


Is there any one has luck to get tanttank running by using C.W. ? 


Thanks for any pointer in advance 


եռ 


Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
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—-MESSAGE FILE 19489 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000190 


——MESSAGE FILE 19490 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000191 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: tanttank demo linking problem in CW 

Date: 8 Sep 1997 04:44:42 GMT 

Organization: WermxX Software 

Lines: 98 

Message-ID: <0Olbcbc11Sbaf64960S9fbf43ce@wkwerner> 

References: <3412F639.5F1C6C64@zicorp.com> 

NNTP-Posting-Host: port59.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


TJ Yang <tjyang@zicorp.com> wrote: 


tantank has no problem in and linking and compiling in GNU dos 
environment. 

In CW, compliation was fine but I got tons of error when linking the 
object file together. 


VV NV V V V 


The error messages are all about some variables are multipled defined. 
TJ, 


I investigated and found the problem. The question is not why the demo 
didn't link in CW, but why did it link at all in GNU? And, after linking, 
how did it run? 


First, when compiling under CW, several warnings were given for unused 
automatic variables in functions in different modules. Delete those lines 
defining the unused variables to remove these warnings. 


Also, main and another function (I forget the name) don't return values. 
The two funcs in question are not defined with a return type, a bad 
practice of lazy programmers. Add the void specifier to the front of the 
function definitions to remove these warnings. 


Finally the sticky problem. At the beginning of table.h, the following 
conditional compilation code appears: 


#ifndef _ TABLE Ը 
#define EXTERN 
#define _ TABLE ՇԸ 
#else 

#define EXTERN extern 
#endif 


After this comes several declarations such as: 
EXTERN some_type some_name; 


It appears that the programmer was intending to use conditional comp to 
cause the variables to be defined in one module and declared in all others. 
(A definition creates the actual variable, whereas a declaration lets the 
compiler know that a variable of this name and type is defined elsewhere.) 


He hoped that the EXTERN line would be resolved once as: 
some_type some_name; 

and everywhere else as: 
extern some_type some_name; 


The programmer thought that the #define __TABLE_C__ would be in effect for 
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all other modules compiled after the first module including the header. At 
least it appears that this is what he had in mind. This, however is not the 
case. #defines are in effect only in the current module being compiled. 

In every module the conditional compilation will resolve to: 


#define EXTERN 
#define _ TABLE Շ 


This will cause the variables to be *defined* in every module that includes 
table.h! 


I fixed the problem with the following method. In main.c, before the 
includes, I added the line: 


#define _ MAIN C__ 


In table.h I commented out the incorrect conditional comp and replaced it 
with: 


#ifdef _ MAIN ՇԸ 

#define EXTERN 
#else 

#define EXTERN extern 
#endif 


Thus, only in main.c will we get a definition, all other modules including 
table.h will get declarations. The code compiles and links smoothly after 
this. I have not executed it to determine if it runs correctly or not. 


Many times in converting sample code from a GNU project to CW, I find that 
CW is catching many problems that GNU doesn't even notice. This was the 
case in the Survival Demo used in the auditorium presentation. CW found 
some instances of the use of uninitialized variables in one of the 
functions. The GNU compiler missed this totaly! If Pradip was using CW 
instead of GNU, he would have found these bugs before posting the demo. 


This is NOT a problem with CW, just the opposite! It appears that CW is 
the more robust compiler/linker by far. 


Good luck 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19490 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000191 


——MESSAGE FILE 19491 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000192 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: tanttank demo linking problem in CW 

Date: Mon, 08 Sep 1997 10:31:02 -0400 

Organization: SCEA News Server 

Lines: 116 

Message-ID: <34140C26.DB8F698F@msu.edu> 

References: <3412F639.5F1C6C64@zicorp.com> <0O1lbcbc11Sbaf64960S9fbf43ce@wkwerner> 
NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02b7 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 


Wayne K. Werner wrote: 


Many times in converting sample code from a GNU project to CW, I find that 
CW is catching many problems that GNU doesn't even notice. This was the 
case in the Survival Demo used in the auditorium presentation. CW found 
some instances of the use of uninitialized variables in one of the 
functions. The GNU compiler missed this totaly! If Pradip was using CW 
instead of GNU, he would have found these bugs before posting the demo. 


V V V V V V 


Net Yaroze newsgroups message dump.txt Page 13156 


> 
> This is NOT a problem with CW, just the opposite! It appears that CW is 
> the more robust compiler/linker by far. 


If GCC is used properly, it will happily report every conceivable error on the 
planet. In fact I would argue -Wall should be the default for GCC. Every 
Makefile should use it in any case. GCC will not report all warnings unless 
-Wall is used on the command line. If Predip had used -Wall he would have 
found the bugs. You also need to look at the makefile for options usage when 
porting to CW as well. 


I.e. compiling tantank with -Wall produces: 


psx-gcc -02 -g -Wall -c main.c 


main.c:18: warning: return-type defaults to `int' 

main.c: In function `main': 

main.c:21: warning: implicit declaration of function `Seq_Init' 

main.c:22: warning: implicit declaration of function `init_text' 

main.c:26: warning: `return' with no value, in function returning non-void 
main.c:29: warning: `return' with no value, in function returning non-void 
main.c:40: warning: implicit declaration of function `Seq Term' 

main.c:41: warning: control reaches end of non-void function 


tank.c:802: warning: unused variable `i' 


psx-gcc -02 -g -Wall -c pad.c 
psx-gcc -02 -g -Wall -c tank.c 
tank.c:229: warning: `/*' within comment 
tank.c: In function *Tank_Main': 
tank.c:36: warning: implicit declaration of function `srand' 
tank.c:39: warning: implicit declaration of function `rand' 
tank.c:61: warning: implicit declaration of function `map_model_init' 
tank.c:62: warning: implicit declaration of function `map_coord_init' 
tank.c:84: warning: implicit declaration of function `GetTimer' 
tank.c:87: warning: implicit declaration of function `obj_interactive' 
tank.c:88: warning: implicit declaration of function `printf' 
tank.c:108: warning: implicit declaration of function `View_Map' 
tank.c: At top level: 
tank.c:244: warning: return-type defaults to `int' 
tank.c: In function ‘obj_interactive': 
tank.c:251: warning: implicit declaration of function `set_coordinate' 
tank.c:388: warning: suggest parentheses around && within | | 
tank.c: At top level: 
tank.c:431: warning: return-type defaults to `int' 
tank.c: In function *MoveTank': 
tank.c:457: warning: suggest parentheses around && within | | 
tank.c:468: warning: `return' with no value, in function returning non-void 
tank.c:470: warning: implicit declaration of function ~map_move_check' 
tank.c:484: warning: control reaches end of non-void function 
tank.c: In function *Tank_Control': 
tank.c:511: warning: unused variable `i' 
tank.c: In function *Round_View': 
tank.c:788: warning: unused variable `i' 
tank.c: In function *Winner_View': 

€ 

Cs 


tank. In function ~Timer_View': 
tank.c:854: warning: unused variable `i' 
psx-gcc -02 -g -Wall -c sin.c 

psx-gcc -02 -g -Wall -c tankinit.c 
tankinit.c:174: warning: `/*' within comment 


tankinit.c: In function `tank_sound_init': 

tankinit.c:211: warning: implicit declaration of function `printf' 
tankinit.c:212: warning: long unsigned int format, pointer arg (arg 2) 
psx-gcc -02 -g -Wall c sound.c 

psx-gcc -02 -g -Wall c cannon.c 


cannon.c: In function `Cannon_Move': 

cannon.c:91: warning: implicit declaration of function `Cannon_HitCheck' 
cannon.c:93: warning: implicit declaration of function `map_tama_check' 
cannon.c:80: warning: unused variable `tmpls' 

cannon.c:79: warning: unused variable `op' 


psx-gcc -02 -g -Wall -c atm.c 

atm.c: In function `Atm_Move': 

atm.c:110: warning: implicit declaration of function `Atm_HitCheck' 
atm.c:112: warning: implicit declaration of function `map_tama_check' 
atm.c:99: warning: unused variable `tmpls' 
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atm.c:98: warning: unused variable `op' 
psx-gcc -02 -g -Wall -c machine.c 


machine.c: In function `Machine_Make': 

machine.c:38: warning: unused variable `z' 

machine.c: In function ~Machine_Move': 

machine.c:95: warning: implicit declaration of function *Machine_HitCheck' 
machine.c:97: warning: implicit declaration of function ~map_tama_check' 
machine.c:84: warning: unused variable `tmpls' 

machine.c:83: warning: unused variable ‘op' 


psx-gcc -02 -g -Wall -c 2d.c 


2d.c: In function `init_life': 
2d.c:45: warning: unused variable `rect' 
2d.c: In function `init_text': 
2d.c:85: warning: unused variable `rect' 
2d.c: In function `init_title': 
2d.c:346: warning: unused variable `rect' 


psx-gcec -02 -g -Wall -c map.c 
map.c: In function `View_Map': 
map.c:75: warning: unused variable `tmpls' 

map.c: In function `map_move_check': 

map.c:108: warning: suggest parentheses around && within | | 
psx-gcc -02 -g -Wall -c sub.c 

sub.c: In function `HitCheck': 

sub.c:60: warning: suggest parentheses around && within | | 


psx-gcc -O2 -g -Wal e tatlee 
title.c:98: warning: `/*' within comment 
psx-gcc -02 -g -Wall c seqplay.c 


seqplay.c: In function `Seq Init': 
seqplay.c:23: warning: implicit declaration of function `printf' 


Clearly this is a pretty badly written bunch of code, but you cant blame that 
on GCC... 


-Crh 
—-MESSAGE FILE 19491 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000192 


—-MESSAGE FILE 19492 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000193 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: tanttank demo linking problem in CW 

Date: 8 Sep 1997 22:56:18 GMT 

Organization: WermxX Software 

Lines: 28 

Message-ID: <0lbcbcaaS$369dba60Sb4bf43ce@wkwerner> 

References: <3412F639.5F1C6C64@zicorp.com> <0O1lbcbc11Sbaf64960S9fbf43ce@wkwerner> <34 
140C26.DB8F698F@msu.edu> 

NNTP-Posting-Host: port80.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Charles Henrich <henrich@msu.edu> wrote: 


> If GCC is used properly, it will happily report every conceivable error 
on the 

> planet. Լո fact I would argue -Wall should be the default for GCC. 
Every 


> Makefile should use it in any case. GCC will not report all warnings 
unless 


> -Wall is used on the command line. If Predip had used -Wall he would 
have 

> found the bugs. You also need to look at the makefile for options usage 
when 


> porting to CW as well. 


That's something I can totally get behind. Whatever system I program in, I 
like to set the warning level as high as it goes. I want to see every 
warning, and eliminate it. It is my opinion that code causing warnings is 
unfinished code. All warnings must be understood and eliminated... not 
just by using a #pragma directive to shut it off either! 
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As for the GNU linker, it never reports the multiply defined globals. This 
is not a good thing. Charles, is there a switch that GNU users can enable 
to handle this? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19492 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000193 


—--MESSAGE FILE 19493 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000194 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: tanttank demo linking problem in CW 

Date: Tue, 09 Sep 1997 10:01:05 GMT 

Organization: SN Systems 

Lines: 12 

Message-ID: <5v36ebSaal5@chuka.playstation.co.uk> 

References: <3412F639.5F1C6C64@zicorp.com> <0Olbcbc11Sbaf64960S9fbf43ce@wkwerner> <34 
140C26.DB8F698F@msu.edu> <Olbcbcaa$369dbab60$b4bf43ce@wkwerner> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


"Wayne K. Werner" <wkwerner@con2.com> wrote: 

>As for the GNU linker, it never reports the multiply defined globals. This 
>is not a good thing. Charles, is there a switch that GNU users can enable 
>to handle this? 


<Charles emulator> That's the -warn-common option </Charles emulator> 


Gil Jaysmith 

SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.snsy 
s.com 

Disclaimer: the ads are my employers' but the opinions are mine. 


—-MESSAGE FILE 19493 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000194 


—-MESSAGE FILE 19494 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000195 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: tanttank demo linking problem in CW 

Date: Tue, 09 Sep 1997 10:55:49 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <34156375.B91F6798@msu.edu> 

References: <3412F639.5F1C6C64@zicorp.com> <0Olbcbc11Sbaf64960S9fbf43ce@wkwerner> <34 
140C26.DB8F698F@msu.edu> <OlbcbhcaaS$369dbab0Sb4bf43ce@wkwerner> <5v36ebS$aal5@chuka.pl 
aystation.co.uk> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03b8 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 


Gil Jaysmith wrote: 


"Wayne K. Werner" <wkwerner@con2.com> wrote: 

>As for the GNU linker, it never reports the multiply defined globals. This 
>is not a good thing. Charles, is there a switch that GNU users can enable 
>to handle this? 


VVVVVVV 


<Charles emulator> That's the -warn-common option </Charles emulator> 
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Heh, thanks! I didnt know that one :) Wouldnt -Wall enable that option 
however? 
-Crh 

Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—-MESSAGE FILE 19494 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000195 


—--MESSAGE FILE 19495 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000196 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: tanttank demo linking problem in CW 

Date: Tue, 09 Sep 1997 16:04:29 GMT 

Organization: SN Systems 

Lines: 21 

Message-ID: <5v3rnoS$aal7@chuka.playstation.co.uk> 

References: <3412F639.5F1C6C64@zicorp.com> <0Olbcbc11Sbaf64960S9fbf43ce@wkwerner> <34 
140C26.DB8F698F@msu.edu> <OlbcbcaaS$369dbab0Sb4bf43ce@wkwerner> <5v36ebSaal5@chuka.pl 
aystation.co.uk> <34156375.B91F6798@msu.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Charles Henrich <henrich@msu.edu> wrote: 
>Heh, thanks! I didnt know that one :) Wouldnt -Wall enable that option 
>however? 


Afraid not, squire. -Wall enables most of the individual -W options 
but these are compiler warnings only, whereas -warn-common is a linker 
option. If your makefile invokes ld directly then you need to add it 
there (most likely on the end of the LDFLAGS definition), otherwise 
you can pass it via gcc as "-Wl,warn-common". 


According to the docs, there are some warnings which aren't enabled 
even by -Wall and which have to be explicitly enabled, usually because 
they're older usage which works fine and which would just tick you 
off. If you put your program through lint, for example, you'd still 
get complaints even if -Wall hadn't shown anything սք. 


Gil Jaysmith 

SN Systems Software Ltd, makers of dev software for PSX, N64, etc... http://www.snsy 
s.com 

Disclaimer: the ads are my employers' but the opinions are mine. 


—-MESSAGE FILE 19495 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000196 


—-MESSAGE FILE 19496 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000197 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.problems.pc, scea.yaroze.programming.codewarrior 

Subject: Yet Another CodeWarrior Problem 

Date: Sat, 20 Sep 1997 01:38:36 -0500 

Organization: The Implementor 

Lines: 239 

Message-ID: <34236F6C.16A9@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
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Content-Transfer-Encoding: 8bit 
X-Mailer: Mozilla 3.02 (WinNT; 1) 
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Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:141 scea.yaroze.programming.co 


dewarrior:197 


OK, perhaps this is a foolish mistake on my part. If so, 
I apologise, and someone, please show me what is wrong. 


If not, though, it is just another instance of what makes 
CodeWarrior for Win95 the worst compiler that I have ever 
used. (Sorry guys, but it just has too many bugs in 

the code generator, let alone the obvious glaring terrors 
of the IDE. Perhaps the update will be a wonderful 
improvement, but for now, even if this particular bug 

is my fault, many others are not. I truly feel very 
unsatisfied with this compiler, and do not feel that it 
is, in its present form, worth at all what I paid for it.) 


DESCRIPTION OF THIS PROBLEM 

(Note: This is very similar to a problem that I emailed 
MetroWerks about a while back, but I never received any 
reply, so....) 


System: I am using the second release of the CodeWarrior 
for Yaroze for Windows 95. The system is a Pentium 100 
with 16Mb of RAM. 


Create a standard Yaroze project, using these two .C files 


Build the project as-is and run it. Note the bluish object. 


Now end the program (reset the Yaroze) and go to the file 
main.c. Look at the beginning օք main(), where there 

are two OBJECT declarations. Comment out the active 
declaration and un-comment the other declaration. Save, 
rebuild, and run. Lo and behold, the image is gone! 


At first I thought that this was perhaps some memory overrun, 


BUT I have had this happen with totally mundane variables 
such as ints (i.e., no structures or shadowy library calls 
were involved). If anyone can explain this, please let 

me know. I am rather tired, so who knows, it could just 
be me. Thank you for any assistance! 


[RKKKK 
GR3D.H -- 3D graphics library [hacked, maimed version] 
© Copyright 1997 by J. Black 

KKK KK / 

#include <libps.h> 

#ifndef _ GR3D_H__ 

#define _ GR3D_H _ 

/***** Custom typs *****/ 

typedef GsDOBJ2 OBJECT; 


typedef unsigned long dword; 
typedef unsigned short word; 
typedef unsigned char byte; 
{***** LOOP: Constructs: *****/ 


#define loop for(;;) 
/ kk kk K Prototypes ****x*/ 
void Gr3dInit ( dword MaxPackets ); 
void Gr3dUnInit ( void ); 
void Gr3dBeginDraw ( void ); 
void Gr3dEndDraw ( void ); 
void Gr3dInitTmd ( dword *tmd, OBJECT *obj ); 
#endif 
/***** End օք header *****/ 
[RKKKK 
GR3D.C -- 3D graphics library [broken, hacked, maimed version] 


© Copyright 1997 by J. Black 
KKK KK / 
#include <malloc.h> 
#include "gr3d.h" 


[RAAER- TO Cad macros Ժա km 
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go where most people like to play games. When I get on a ten hour RPG 
binge, the couch is the only place to play! 

As for the different consoles, well, I agree with you mostly. But 
you have to keep in mind how these companies treat their consumers. 
Now, I know Sony was not too great in how they dealt with overheating 
PSXs. But, look at how Sega dropped 32X, and never really got Saturn 
off the ground. How many rumors did Sega float about porting VF3 to 
the Saturn with an add-on cartridge...Tsk tsk... Look at the endless 
broken promises by Nintendo concerning the release of N64, not to 
mention it's games release schedule. How overdue is Zelda from the 
original release date, anyway? I was actually waiting, not buying a 
PSX, for some time before I just decided I was through waiting. Now, 
after enticing consumers to buy N64 while ignoring the 16MB. limit 
with the promise of the 64DD, it now appears that Nintendo may never 
release the 64DD in the States, because they want to see how it sells 
in Japan. Well, you know what that means, their sales have been so low 
in Japan, I don't think 64DD will ever see the light of day, pure 
vaporware. 

Sega and Nintendo have not been models of consumer satisfaction of 
late. I admit, Sega is putting out a few titles for Saturn owners that 
appear to be good. But a very few... I am reading a lot of reviews of 
N64 games that are very low, it seems that Nintendo doesn't care to 
provide it's developers with half the support Sony does. And besides 
that, that anti-aliasing blur would drive me nuts... 

I do envy N64 owners a few games, and previews of Turok II look 
really awesome, but I can enjoy plenty of great games until PSX II 
comes around, and I will be saving a lot of $$$. And I won't feel like 
the sucker I was after buying a 32X, Sega CD, and Genesis all at once 
all those years ago. Nothing gives me greater pleasure than reading 
about Sega losing money each quarter, shaking up it's staff, and just 
plain losing it. 


-Matt 
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--MESSAGE FILE 2073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00776 


--MESSAGE FILE 2074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000777 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Wheres all the decent games gone? 

Date: 3 May 1998 21:08:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6iimbgqSjprl0@chuka.playstation.co.uk> 


References: <35363517.A88BA96D@creatron.de> <6h8k7hS$Sshn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 


-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88- 


123: 


al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> <1d8h03p.1lqwbt5e74dyf4N@al-88-101.al.nl 


> 

NNTP-Posting-Host: nl2.herts.ac.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/1d8h03p.1lqwbt5e74dyf4N@al-88-101.al.nl 


m 
> 


> 

>Here you go off, it's more like 10 good games and 2 bad for N64 against 
>maybe 50 good games and 200 crap on PSX. And you choose your own games 
>and leave the crap ones in the shop. 

> 

> 


Hhhhhm, 10 good games where? Goldeneye, Turok , waverace, 1080 snowboarding and 
Blast Corps, iss soccer that makes 6 . The rest is overpriced mediocracy. 
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#define OT_LENGTH 10 


#define BIT(n) (1<<(n)) 

#define WORLDOT (WorldOT+ACT) 

/***** Local data *****/ 

static GsOT WorldOT լ 2 | = { 0 }; 
static GsOT_TAG OTTags Լ 2 ][ 1 ՀՀ OT_LENGTH | = í 0 )չ 
static PACKET *GPUPkBuf | 2 | = { 0 )չ 
static int ACT = 0; 


[KKK Local code KKK KK / 
static void localInitVid ( dword paksize ) 


{ 


SetVideoMode ( MODE_NTSC ); 

GsInitGraph ( 640, 480, 5, 1, 0 ); 

GsDefDispBuff ( 0, 0, 0, 0 ); 

GsInit3D (); 

GPUPkBuf [ 0 ] = (PACKET *)malloc ( paksize ); 

GPUPkBuf | 1 ] = (PACKET *)malloc ( paksize ); 

WorldOT [ 0 ].length = OT_LENGTH; WorldOT | 0 ].org = OTTags | 0 ]; 
WorldOT լ 1 ].length = OT_LENGTH; WorldOT [ 1 ].org = OTTags [ 1 ]; 
GsSetAmbient ( 2048, 2048, 2048 ); // 50% intensity ambient lighting 


/***** Public code *****/ 

// This is a weird kluge due to the CodeWarrior's 
// excessive problems if obj and mat aren't in the 
// same functional scope 

void FooBarBaz ( OBJECT *obj, MATRIX *mat ) 

{ 

GsGetLs ( obj->coord2, mat ); 

GsSetLsMatrix ( mat ); 

GsSortObject4 ( obj, WORLDOT, 14 - OT_LENGTH, (dword *)getScratchAddr ( 
0) )չ 

} 


void Gr3dInit ( dword max_packets ) 

{ 

localInitVid ( max_packets * 24 ); 
GsSetLightMode ( 0 ); 

GsSetAmbient ( 2048, 2048, 2048 ); // 50% lit 
GsSetProjection ( 500 ); 


} 


void Gr3dUnInit ( void ) 
{ 
free ( GPUPkBuf | 0 | ); 
free ( GPUPkKBuf | 1 ; 
} 


void Gr3dBeginDraw ( void ) 
{ 
ACT = GsGetActiveBuff (); 
GsSetWorkBase ( GPUPkBuf [ ACT ] ); 
GsClearOt ( 0, 0, WORLDOT ); 

} 


void Gr3dEndDraw ( void ) 
{ 

VSync (EOE 3 

ResetGraph ( 1); 

GsSwapDispBuff (); 

GsSortClear ( 0, 0, 0, WORLDOT ); // Background R, G, B (bytes) 
GsDrawOt ( WORLDOT ); 

} 


void Gr3dInitTmd ( dword *tmd, OBJECT *obj ) 

{ 

GsMapModelingData ( tmd + 1 ); 

GsLinkObject4 ( (dword)( tmd + 3 ), obj, O ); 

obj->coord2 = NULL; // Coordinates based on world-space 
} 


[RKKKK End of file KKK KK / 
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[RKKKK 


main.c 
KKK KK / 


#include "gr3d.h" 


static byte TMD [] = 

{ 

0x41, 0x00, 0x00, 02:00, 02:00, 0x00, 02:00, 0x00, 
0x01, 0x00, 0x00, 0x00, OxDC, 0x00, 0x00, 0x00, 
0x08, 0x00, 0x00, 0x00, Ox1C, 0x01, 0x00, 0x00, 
0::0Շ, 0x00, 0x00, 0x00, Ox1C, 0x00, 0x00, 0x00, 
0::0Շ, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, 0x00, 0x20, 
0x00, 0x00, 0x06, 0x00, 0x02, 0x00, 0x00, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, 0x00, 0x20, 
0x01, 0x00, 0x06, 0x00, 0x00, 0x00, 0x04, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, 0x00, 0x20, 
0x02, 0x00, 0x07, 0x00, 0x06, 0x00, 0x04, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, 0x00, 0x20, 
0x03, 0x00, 0x07, 0x00, 0x04, 0x00, 0x05, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, 0x00, OxFF, 0x20, 
0x04, 0x00, 0x03, 0x00, 0x07, 0x00, 0x05, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, 0x00, OxFF, 0x20, 
0x05, 0x00, 0x03, 0x00, 0x05, 0x00, 0x01, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, OxFF, 0x00, 0x20, 
0x06, 0x00, 0x02, 0x00, 0x03, 0x00, 0x01, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, OxFF, 0x00, 0x20, 
0x07, 0x00, 0x02, 0x00, 0x01, 0x00, 0x00, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, OxFF, 0x20, 
0x08, 0x00, 0x07, 0x00, 0x03, 0x00, 0x02, 0x00, 
0x04, 0x03, 0x00, 0x20, 0x00, OxFF, OxFF, 0x20, 
0x09, 0x00, 0x07, 0x00, 0x02, 0x00, 0x06, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, OxFF, 0x20, 
0::0Ճ, 0x00, 0x04, 0x00, 0x00, 0x00, 0x01, 0x00, 
0x04, 0x03, 0x00, 0x20, OxFF, 0x00, OxFF, 0x20, 
0x0B, 0x00, 0x04, 0x00, 0x01, 0x00, 0x05, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x64, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x64, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x00, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x64, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x64, 0x00, 0x64, 0x00, 0x64, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 
0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 
0x00, OxFO, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, OxFO, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, 0x10, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 0x00, 0x00, 
0x00, 0x00, 0x00, OxFO, 0x00, 0x00, 0x00, 0x00 

J; 


// This is here because originally this program used the 

// controller to change the view. 

static void SetTheView ( long fx, long fy, long fz, long tx, long ty, 
long tz, long r ) 

{ 

GsRVIEW2 view; 


view.vpx = fx; view.vpy = fy; view.vpz = fz; 
view.vrx = tx; view.vry = ty; view.vrz = tz; 
view.rz = r; 


view.super = NULL; 
GsSetRefView2 ( &view ); 
} 


int main ( void ) 
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{ 

OBJECT obj; 
MATRIX mat; 
//OBJECT obj; 
GsF_LIGHT light; 


long xx [2 ] = { 0, 0 k; 

long yy [2 ] = (í 0, 0}; 

long zz | 2 ] = { -3000, 0 }; 
Gr3dInit ( 1024 ); 

Gr3dInitTmd ( (dword *)TMD, &obj ); 


light.r = light.g = light.b = 255; 
light.vx = 0; light.vy = 4096; light.vz = 0; 
GsSetFlatLight ( 0, &light ); 


loop 
{ 
Gr3dBeginDraw (); 
SetTheView ( xx [ 0 ], yy Լ 01, zz [0], 
xx [1], yy [11], zz [1], 0 ); 
FooBarBaz ( &o0bj, &mat ); 


Gr3dEndDraw (); 
} 
Gr3dUnInit (); 
return 0; 
} 
[RKKKK End of file KKK KK / 
--MESSAGE FILE 19496 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000197 


—-MESSAGE FILE 19497 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000198 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: 20 Sep 1997 07:35:20 GMT 

Organization: WermxX Software 

Lines: 45 

Message-ID: <01bcc597S$80ca33c0S$81bf43ce@wkwerner> 

References: <34236F6C.16A9@ix.netcom. com> 

NNTP-Posting-Host: port29.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:142 scea.yaroze.programming.co 
dewarrior:198 


Spellweaver <spelwevr@ix.netcom.com> wrote: 


Look at the beginning of main(), where there 
are two OBJECT declarations. Comment out the active 
declaration and un-comment the other declaration. Save, 


rebuild, and run. Lo and behold, the image is gone! 


int main ( void ) 
{ 

OBJECT obj; 
MATRIX mat; 
//OBJECT obj; 
GsF_LIGHT light; 


VVVVVVVVV VV 


I didn't get a chance to check out your code to see what you're doing, but 
it is my experience that when the order of definition of automatic 
variables changes the behavior of a program, it is usually due to a memory 
overwrite. Since stacks grow down, the last item defined is probably at 
the lowest address, and the variable above is probably being overwriten via 
the variable below. 


Changing the order places either obj or mat before light. It is possible 
that light, obj or mat is the overflowed culprit (it wasn't clear to me 
which order of mat and obj worked correctly for you.) 


Of course, runaway pointers could also be the cause of a memory overwrite. 


Net Yaroze newsgroups message dump.txt Page 13164 


I doubt that the CW compiler is failing at something as basic as setting up 


automatic variables on the stack. If this were the case, CW would be hard 
pressed to make even the most basic hello world program work. I have 
compiled some complicated GNU demos under CW. All have worked, as far as I 
can tell. (Well, at least as well as their GNU compiles.) 


Have you tried using the GNU compiler on this to see if it really isa 
compiler error and not a program error? If program error, it might not 
fail in the same way, but I would still expect a failure. 


It's a shame we don't have anything as sophisticated as a bound checker. I 
wonder... do the professional developers have that? 


Good luck and happy bug hunting! 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19497 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000198 


—-MESSAGE FILE 19498 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000199 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Sat, 20 Sep 1997 14:01:22 -0500 

Organization: The Implementor 

Lines: 21 

Message-ID: <34241D82.4BB5@ix.netcom.com> 

References: <34236F6C.16A9@ix.netcom.com> <01bcc597$80ca33c0$81bf43ce@wkwerner> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:143 scea.yaroze.programming.co 
dewarrior:199 


Quoth thee: 
I ea. k] 
> I didn't get a chance to check out your code to see what you're 
> doing, but it is my experience that when the order of definition 
> of automatic variables changes the behavior of a program, it is 
> usually due to a memory overwrite. 
E adat] 
> I doubt that the CW compiler is failing at something as basic as 
> setting up automatic variables on the stack. If this were the 
> case, CW would be hard pressed to make even the most basic hello 
> world program work. 
[ 


] 


I, too, thought that it might be an overrun error, but as I mentioned, 

I have had this occur before when the variables involved were such 

simple types as ints, when no pointer or structure access was 

involved. It doesn't happen frequently; only under certain conditions, 

which I haven't nailed down yet. However, it seems to occur in 

such widely varied programs, with essentially no common code, that I 

doubt that could be a wild pointer or something of the sort in every 

instance (unless it is in the rtl or Yaroze libs themselves). 

—-MESSAGE FILE 19498 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000199 


——MESSAGE FILE 19499 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000200 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 


ony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 
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Newsgroups: scea.yaroze.problems.pc, scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: 20 Sep 1997 21:42:51 GMT 

Organization: WermxX Software 

Lines: 14 

Message-ID: <0lbcc60dSe4d881c0S7ebf43ce@wkwerner> 

References: <34236F6C.16A9@ix.netcom.com> <01lbcc597S80ca33c0S81bf43ce@wkwerner> <342 
41D82.4BB5@ix.netcom.com> 

NNTP-Posting-Host: port26.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:144 scea.yaroze.programming.co 
dewarrior:200 


> 
> I, too, thought that it might be an overrun error, but as I mentioned, 
> I have had this occur before when the variables involved were such 

> simple types as ints, when no pointer or structure access was 
> involved. 


Memory overruns can also occur when variables are cast... I'm not doubting 
you, it's just my experience that compiler errors turn out to be program 
errors about 99.9% of the time. But, oh that 0.1% of the time! Nothing 
could be more frustrating! 

Wayne K. Werner 

wkwerner@con2.com 


—-MESSAGE FILE 19499 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000200 


—-MESSAGE FILE 19500 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000201 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Sun, 21 Sep 1997 22:57:04 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <wal-ya02408000R2109972257040001@news.scea.sony.com> 

References: <34236F6C.16A9@ix.netcom. com> 

NNTP-Posting-Host: mg131-249.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:145 scea.yaroze.programming.co 
dewarrior:201 


I just looked over your code briefly (haven't tried compiling or running 
it), but it looks like obj is not being initialized correctly. The 
attribute field is never set, and the coord2 field shouldn't be NULL, it 
should point to a GSCOORDINATE2 structure. 


> obj->coord2 = NULL; // Coordinates based on world-space 
To get the coordinates based on world space, point obj->coord2 at a 


GsCOORDINATE2 structure that's initialized with WORLD (or NULL) as its 
super. 


Hope this helps. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19500 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000201 


——MESSAGE FILE 19501 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000202 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 
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Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 

Subject: Re: Yet Another CodeWarrior Problem 

Date: Mon, 22 Sep 1997 11:54:04 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <wal-ya02408000R2209971154040001@news.scea.sony.com> 

References: <34236F6C.16A9@ix.netcom.com> <wal-ya02408000R2109972257040001@news.scea 
. sony . com> 

NNTP-Posting-Host: 207.105.28.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:146 scea.yaroze.programming.co 
dewarrior:202 


In article <wal-ya02408000R2109972257040001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 


> and the coord2 field shouldn't be NULL, it 
> should point to a GSCOORDINATE2 structure. 


Actually I just realized that I don't know this for a fact. I just assumed 
it shouldn't be (NULL), but maybe it does indeed work. Sorry if I'm wrong. 


> To get the coordinates based on world space, point obj->coord2 at a 
> GSCOORDINATE2 structure that's initialized with WORLD (or NULL) as its 
> super. 


This should still work, regardless... 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19501 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000202 


—-MESSAGE FILE 19502 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000203 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: RSD Viewer or SEQ Player for MAC? 

Date: Sun, 21 Sep 1997 23:12:10 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <wal-ya02408000R2109972312100001@news.scea.sony.com> 
References: <3417EB97.E04B99FA@handsontoys.com> 
NNTP-Posting-Host: mg131-249.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <3417EB97.EQ04B99FA@handsontoys.com>, J.Brewer@handsontoys.com wrote: 
> Does anyone have hacked together copies of these for MAC? 


I've upgraded my crude Mac TMD viewer to also read RSD files, but I haven't 
uploaded this yet. Still no texture support, though. I was going to clean 
up the interface first (i.e., actually give it one :-) but maybe I should 
do the texture-mapping next? 


From there it shouldn't be too hard to save out TMD, after reading in RSD. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19502 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000203 


—-MESSAGE FILE 19503 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000204 
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Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.problems.pc,scea.yaroze.programming.codewarrior 
Subject: Re: Yet Another CodeWarrior Problem 

Date: Tue, 23 Sep 97 14:02:07 GMT 

Organization: Metrowerks 

Lines: 14 

Message-ID: <608hsaSama5@scea> 

References: <34236F6C.16A9@ix.netcom.com> 

NNTP-Posting-Host: 198.214.13.12 

X-Newsreader: News Xpress 2.0 Beta #0 

Xref: chuka.playstation.co.uk scea.yaroze.problems.pc:147 scea.yaroze.programming.co 
dewarrior:204 


In article <34236F6C.16A9@ix.netcom.com>, spelwevr@ix.netcom.com wrote: 


>OK, perhaps this is a foolish mistake on my part. If so, 
>I apologise, and someone, please show me what is wrong. 
> 


Hi there, 
If the suggestions given in the other posts don't solve the problem. Please 
let me know and we can take a look at it here. 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19503 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000204 


——MESSAGE FILE 19504 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000205 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Drag & Drop - Dialog Issue 

Date: Thu, 25 Sep 1997 09:13:21 -0400 

Organization: HandsOnToys, Inc. 

Lines: 4 

Message-ID: <342A6370.50BD807E@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 (Macintosh; I; PPC) 
X-Priority: 3 (Normal) 


Why when I drag and drop .c files .h file do I have to accept that 
stupid dialog everytime? I would love to get rid of the annoying 
dialog...help!!!! 


—-MESSAGE FILE 19504 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000205 


—--MESSAGE FILE 19505 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000206 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Drag & Drop - Dialog Issue 

Date: Thu, 25 Sep 97 18:32:43 GMT 

Organization: Metrowerks 

Lines: 16 

Message-ID: <60eafvSbg1@scea> 

References: <342A6370.50BD807E@handsontoys.com> 

NNTP-Posting-Host: 198.214.13.3 

X-Newsreader: News Xpress 2.0 Beta #0 
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In article <342A6370.50BD807E@handsontoys.com>, J.Brewer@handsontoys.com wrote: 
>Why when I drag and drop .c files .h file do I have to accept that 

>stupid dialog everytime? I would love to get rid of the annoying 
>dialog...help!!!! 


> 
I assume you are talking about the "select targets" dialog. The only real 
way to get rid of it is to only have one target in your project. I'll talk to 


the IDE guys to see if they can put that in as a preference. I think it's 
rather annoying also. 


-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19505 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000206 


——MESSAGE FILE 19506 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000207 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Clint Kelly <cwk5@cornell.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: new version 

Date: Sat, 27 Sep 1997 20:14:39 -0400 

Organization: Cornell University 

Lines: 4 
Message-ID: <342DA16F.4EEF@cornell.edu> 
Reply-To: cwk5@cornell.edu 
NNTP-Posting-Host: CWK5.RESNET.CORNELL.EDU 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


When do we get the full, final version of CW? 


(I just wiped my hard drive and I don't feel like reinstalling all of 

the patches if a full version is coming soon.) 

—-MESSAGE FILE 19506 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000207 


——MESSAGE FILE 19507 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000208 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: new version 

Date: Mon, 29 Sep 97 22:36:53 GMT 

Organization: Metrowerks 

Lines: 18 

Message-ID: <60pa9rSbg5@scea> 

References: <342DA16F.4EEF@cornell.edu> 

NNTP-Posting-Host: 198.214.13.25 

X-Newsreader: News Xpress 2.0 Beta #0 


Hi there, 
We're sending the master off to be duplicated on Wednesday the 8th of October 
(9 days from now). I think we get the final CDs back in about a 5 business 


days and then they go in the mail. 
-Joel 
In article <342DA16F.4EEF@cornell.edu>, cwk5@cornell.edu wrote: 


>When do we get the full, final version of CW? 
> 
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>(I just wiped my hard drive and I don't feel like reinstalling all of 
>the patches if a full version is coming soon.) 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 19507 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000208 


——MESSAGE FILE 19508 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000209 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spencer Newland <snewland@bod.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.programming.codewarrior 

Subject: survival demo and code warrior (mac) 

Date: Tue, 30 Sep 1997 00:50:34 -0600 

Organization: SCEA News Server 

Lines: 100 

Message-ID: <3430A13B.7179@bod.net> 

Reply-To: snewland@bod.net 

NNTP-Posting-Host: 206.168.205.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:102 scea.yaroze.programming.code 
warrior:209 


Hello, 


I had my NY for a while now but am just now starting to try anything. 
My first experience with CodeWarrior was converting the playstation 
library. I could not get this to work automatically. I did get it to 
convert manually, I think. There is an example project that comes with 


CodeWarrior called Check. 1 can compile link and run this without any 
problems. 
When I try to run the survival demo, here is what happens. I've been 


able to get survival to compile (with warnings) and link. 


warnings.... 


Warning : possible unwanted '; 
LIBPAD.C line 89 while (!PadRead()); 


Warning : variable 'i' is not initialized before being used 
MAIN new.C line 1805 short i, slabid, ballid, enmyid, roboid; 


Warning : possible unwanted '; 
LIBPAD.C line 89 while (!PadRead()); 


Warning : variable 'i' is not initialized before being used 
MAIN new.C line 1805 short i, slabid, ballid, enmyid, roboid; 


While in CW, I pick 'Debug' from the 'Project' menu and the CW debugger 
seems to have no trouble connecting to the NY. There is a popup stating 
the NY.pse is being downloaded. I get some output on my NY display 
stating "TERMINAL SPEED 115200 BPS REMOTE DEBUGGER STARTUP". From the 
debugger I pick 'Download Data From Batch File' from the 'Debug' menu. 
After choosing the file called "AUTO", all of the file seem to download 
with no errors. 


contents of "AUTO" 


local dload cube.tmd 80090000 
local dload cube.tim 80090800 
local dload slab.tmd 80094E00 
local dload slab.tim 80095000 
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local dload robo.tmd 80099300 
local dload prop.tmd 8009A100 
local dload robol.tim 8009A400 
local dload robo2.tim 8009A800 
local dload ship.tmd 80098800 
local dload ship.tim 8009Շ600 
local dload ball.tmd 800A8900 
local dload sfx.vh 800A8B00 
local dload sfx.vb 800AA400 
local dload sfx.seq 800EC100 
log results... 


Downloading File - CUBE.TMD 
Download Complete 
Downloading File - CUBE.TIM 
Download Complete 
Downloading File - SLAB.TMD 
Download Complete 
Downloading File - SLAB.TIM 
Download Complete 
Downloading File - ROBO.TMD 
Download Complete 
Downloading File - PROP.TMD 
Download Complete 
Downloading File - ROBO1.TIM 
Download Complete 
Downloading File - ROBO2.TIM 
Download Complete 
Downloading File - SHIP.TMD 
Download Complete 
Downloading File - SHIP.TIM 
Download Complete 
Downloading File - BALL.TMD 
Download Complete 
Downloading File - SFX.VH 
Download Complete 
Downloading File - SFX.VB 
Download Complete 
Downloading File - SFX.SEQ 
Download Complete 


When I hit the play button I get a popup which has the following text in 
it.... "Illegal (reserved) Instruction Error". Nothing happen on the NY 
display making me believe that the illegal instruction error is a CW 
debugger error? 


If anyone thinks it might be important, I'm running MacOS 7.6.1 օո a 
PowerComputing PowerCenterPro 210 w/64M of RAM. 


Anyone seen this before? 
Thanks 


Spencer 
—-MESSAGE FILE 19508 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000209 


——MESSAGE FILE 19509 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000210 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.programming.codewarrior 

Subject: Re: survival demo and code warrior (mac) 

Date: 1 Oct 1997 20:25:22 GMT 

Organization: WermxX Software 

Lines: 93 

Message-ID: <0Olbccea7$d85a7b40S8fbf43ce@wkwerner> 

References: <3430A13B.7179@bod.net> 
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As for the psx the only decent games for it since cristmas is Resident Evil2 
and three lions. (and as for the PC it looks like Unreal will be the only game 
worth buying until christmas). 


The past 5 months have been the worse ever for game releases. 


—-MESSAGE FILE 2074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00777 


—-MESSAGE FILE 2075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000778 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Best Sepccy games . 

Date: 3 May 1998 21:17:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6iimu5Sjpril@chuka.playstation.co.uk> 

NNTP-Posting-Host: nl2.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.english 


In no particular order. 


Lords of Midnight 

Probably one of the most atmospheric and addictive games ever. Anyone want t 
° 
write a yaroze version? no, guess I better do it myself. 


The Great Escape 

Captures the mood of the film perfectly. Even though I never managed to esca 
pe 
I still played this for months and months. Brilliant graphics for the time. 


Back to School 
Probaly one of the most original games ever and one of those games which keep 
you playing even when you cant get anywhere. 


--MESSAGE FILE 2075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00778 


—-MESSAGE FILE 2076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000779 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MIPS instruction are they all supported? 

Date: 3 May 1998 21:31:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6iinnnSjprl4@chuka.playstation.co.uk> 

NNTP-Posting-Host: nl2.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.english 


Having got a copy of all the mips instructions I was wondering does the 
playstation support them all( except fpu ones obviously). I ask because the 
user guide says the R3000 in the playstation is a customized one. 


-—-MESSAGE FILE 2076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00779 


—-MESSAGE FILE 2077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 13171 


NNTP-Posting-Host: port43.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:103 scea.yaroze.programming.code 
warrior:210 


Spencer Newland <snewland@bod.net> wrote: 


> 

> Warning : possible unwanted ';' 

> LIBPAD.C line 89 while (!PadRead()); 

> 

Just a warning about the null line on the pad read. Ignore it. 


> Warning : variable 'i' is not initialized before being used 
> MAIN new.C line 1805 short i, slabid, ballid, enmyid, roboid; 
> 


This is a real problem. i is used without initialization, because it 
is just plain wrong. Earlier in this group, Pradip posted the 
correction. I'll include it here for your convienence: 


>> Wayne K. Werner wrote: 

>> 

>> In converting the survival demo over to CW, I go a warning that 
the local 

>> variable short i is used before it is initialized. This is indeed 
the 

>> case, in the function HandleEnmyCollision() at line 1814 of 
main.c: 
>> 

>> static short HandleEnmyCollision(OBJECT *objc, short *dx, short 
*dy, short 

>> *dz) 

>> { 

>> short i, slabid, ballid, enmyid, roboid; 

>> short where_onwall, where_onslab, where_onball, 
where_onenmy, 

>> where_onrobo; 


>> short state = objc->State; 

>> 

>> /* Check the collision of the object with robot */ 

>> roboid = -1; 

>> where_onrobo = HandleObjcCollision(objc, &Robo, dx, dy, 
dz); 

>> if (where_onrobo & COLLISION_XYZ) { 

>> if ((Robo.Pos.coord.t[1] - Robo.DifY) <= 

>> this is the offending line: 

>> (Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + 
(*dy))) 

>> roboid = 0; 

>> else 

>> roboid = 1; 

>> } 

>> 

>> What is the legitamate initialization value? 

>> 


>> Thanks, 
>> Wayne K. Werner 
>> wkwerner@con2.com 


>> 

>>Yes, that is a mistake. Instead of "Enmy[i]." I should be using 
>>"objc->". So the line will look like the following 

>> 

>>(objc->Pos.coord.t[1] - objc->DifY + (*dy))) instead of 
>>(Enmy[i].Pos.coord.t[1] - Enmy[i].DifY + (*dy))) 

>> 


>>I will try to make the change soon and post it back. 
>>Pradip K Fatehpuria 


> 

> 

> After choosing the file called "AUTO", all օք the file seem to 
download 
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> with no errors. 

> 

> When I hit the play button I get a popup which has the following 
text in 

> it.... "Illegal (reserved) Instruction Error". Nothing happen on 
the NY 

> display making me believe that the illegal instruction error is a 
CW 

> debugger error? 


That's because you are not downloading the executable! To tell the 
truth, I don't know what address you are jumping to if the executable 
is not loaded, but, whatever it is, it isn't likely to contain a 
legal opcode! 


BIW, you must make sure that the program is compiled to start at 
address 0x80100000. This is vitally important. CW defautlts to 
0x8009000. This load address will overwrite your data. 


Good luck, 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19509 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000210 


——MESSAGE FILE 19510 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000211 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Sat, 11 Oct 1997 17:30:26 -0500 

Organization: University of Chicago 

Lines: 25 

Message-ID: <thomas—-1110971730260001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> 

NNTP-Posting-Host: sofboy.cs.uchicago.edu 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:211 scea.yaroze.pr 
oblems.mac: 63 


In article <509qoc$2194@scea>, "John Roseborough" <jrose@metrowerks.com> wrote: 
> Yes! Internally, we've been able to compile and run over 20 of the demos 
> available on the Net Yaroze web pages. This is using the latest CodeWarrior 


> tools for Mac OS and Win95/NT 


stuff deleted 


> There are also demos which are up on the Sony BBS which come in object code 
> only. You can use PSComUtil to download these projects and run them. 

> Examples of these demos are: 

> - hb 

> — terra incognito 

> — ftptest 

> — columns 

> — layd100 

> 


I can get these demos to run, but I can't get other demos in object 
format to run. Specifically "t_tank2f£" and "bills 110" from the 
Showcase page on the NY web site. I download these to the NY using 
the PSComUtil and after it says "Program Running" nothing happens. 
Any ideas? 


--Robb Thomas 
—-MESSAGE FILE 19510 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000211 
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--MESSAGE FILE 19511 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000212 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Sat, 11 Oct 1997 17:32:40 -0500 

Organization: University of Chicago 

Lines: 25 

Message-ID: <thomas—1110971732400001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> 

NNTP-Posting-Host: sofboy.cs.uchicago.edu 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:212 scea.yaroze.pr 
oblems.mac: 64 


In article <509qoc$2194@scea>, "John Roseborough" <jrose@metrowerks.com> wrote: 
> Yes! Internally, we've been able to compile and run over 20 of the demos 
> available on the Net Yaroze web pages. This is using the latest CodeWarrior 


> tools for Mac OS and Win95/NT 


stuff deleted 


> There are also demos which are up on the Sony BBS which come in object code 
> only. You can use PSComUtil to download these projects and run them. 

> Examples of these demos are: 

> - hb 

> — terra incognito 

> — ftptest 

> — columns 

> — layd100 

> 


I can get these demos to run, but I can't get other demos in object 
format to run. Specifically "t_tank2f£" and "bills 110" from the 
Showcase page on the NY web site. I download these to the NY using 
the PSComUtil and after it says "Program Running" nothing happens. 
Any ideas? 


——Robb Thomas 
—-MESSAGE FILE 19511 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000212 


--MESSAGE FILE 19512 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000213 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: 13 Oct 1997 07:45:57 GMT 

Organization: WermxX Software 

Lines: 19 

Message-ID: <01lbcd7abS$b430ae80S75bf43ce@wkwerner> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> 

NNTP-Posting-Host: port17.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:213 scea.yaroze.pr 
oblems.mac: 65 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 


I can get these demos to run, but I can't get other demos in object 
format to run. Specifically "t_tank2f" and "bills 110" from the 
Showcase page on the NY web site. I download these to the NY using 
the PSComUtil and after it says "Program Running" nothing happens. 
Any ideas? 


VVVVVVV 


——Robb Thomas 


Robb, 
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Have you tried running the non-functional demos from siocons to see 
if it is realy a CW problem or not? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19512 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000213 


—--MESSAGE FILE 19513 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000214 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Wed, 15 Oct 1997 00:49:06 -0500 

Organization: University of Chicago 

Lines: 25 

Message-ID: <thomas-—1510970049060001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <0Olbcd7ab$b430ae80S75bf43ce@wkwerner> 

NNTP-Posting-Host: sofboy.cs.uchicago.edu 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:214 scea.yaroze.pr 
oblems.mac: 66 


In article <0lbcd7ab$b430ae80S75bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


Have you tried running the non-functional demos from siocons to see 
if it is realy a CW problem or not? 


Wayne K. Werner 
wkwerner@con2.com 


> Robb Thomas <thomas@cs.uchicago.edu> wrote: 

> 

> > I can get these demos to run, but I can't get other demos in object 
> > format to run. Specifically "t_tank2f" and "bills 110" from the 

> > Showcase page on the NY web site. I download these to the NY using 
> > the PSComUtil and after it says "Program Running" nothing happens. 
> > Any ideas? 

>> 

>> --Robb Thomas 

> 

> Robb, 

> 

> 

> 

> 

> 

> 

> 


Yeah, I'm using the PSComUtil, aka siocons. 


--Robb Thomas 
—-MESSAGE FILE 19513 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000214 


—--MESSAGE FILE 19514 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000215 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 
From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Help using GameCode Converter 

Date: Wed, 15 Oct 1997 01:02:08 -0500 

Organization: University of Chicago 

Lines: 20 

Message-ID: <thomas—1510970102080001@sofboy.cs.uchicago.edu> 
NNTP-Posting-Host: sofboy.cs.uchicago.edu 


I'm having problems using the GameCode Converter. 
I've created a file called "brick.gc" with the following code: 


load_image ("Bricks.PICT"); 
save_image_tim("tile6é.tim", 0, 0, 0, 0, false); 
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I added it to my NY Project, selected it, and then selected 
Compile from the Project menu. I get the following error: 


Error : Unknown command: load 
brick.gc line 1 load_image ("Bricks.PICT") ; 


I also tried creating a "New Empty" project rather than 
a "Net Yaroze C" project, but I got the same error. It 
seems like the CW isn't using the GC Converter at all. 
How do I get CW to use the right compiler? 


--Robb Thomas 
—-MESSAGE FILE 19514 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000215 


——MESSAGE FILE 19515 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000216 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: 16 Oct 1997 04:38:03 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <01lbcd9ec$f10b7360S71bf43ce@wkwerner> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <Olbcd7ab$b430ae80$75bf£43ce@wkwerner> <thomas—1510970049 
060001@sofboy.cs.uchicago.edu> 

NNTP-Posting-Host: port13.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:216 scea.yaroze.pr 
oblems.mac: 67 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 
> Yeah, I'm using the PSComUtil, aka siocons. 
Robb, 


Siocons is the command line console provided by Sony. PSComUtil is 
the windows program of similar functionality supplied with CW. When 
you say you are having trouble running pre-compiled programs using 
CW, I assume you mean PSComUtil. That is why I suggest trying 
Siocons, to see if the problem of running the pre-compiled stuff is 
with CW or the NY executable you downloaded. 


Good luck, 
Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19515 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000216 


--MESSAGE FILE 19516 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000217 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 

From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Fri, 17 Oct 1997 17:25:53 -0500 

Organization: University of Chicago 

Lines: 24 

Message-ID: <thomas-—1710971725530001@sofboy.cs.uchicago.edu> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <Olbcd7ab$b430ae80$75bf£43ce@wkwerner> <thomas—1510970049 
060001@sofboy.cs.uchicago.edu> <0Olbcd9ec$f10b7360S71bf43ce@wkwerner> 
NNTP-Posting-Host: sofboy.cs.uchicago.edu 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:217 scea.yaroze.pr 
oblems.mac: 68 


In article <0lbcd9ec$f10b7360S71bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


Robb Thomas <thomas@cs.uchicago.edu> wrote: 
> Yeah, I'm using the PSComUtil, aka siocons. 
Robb, 


Siocons is the command line console provided by Sony. PSComUtil is 
the windows program of similar functionality supplied with CW. When 
you say you are having trouble running pre-compiled programs using 
CW, I assume you mean PSComUtil. That is why I suggest trying 
Siocons, to see if the problem of running the pre-compiled stuff is 
with CW or the NY executable you downloaded. 


Good luck, 


Wayne K. Werner 
wkwerner@con2.com 


VVVVVVVVVVVVV VV VV 


Can I run siocons on a Mac? If so, how do I do it? 


--Robb Thomas 
—-MESSAGE FILE 19516 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000217 


--MESSAGE FILE 19517 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000218 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.mac 

Subject: Re: Running and Compiling DEMOS on CODEWARRIOR PC/MAC 

Date: Fri, 17 Oct 1997 22:32:47 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3448580E.6DD9@bc.sympatico.ca> 

References: <335DD0F4.52AD@handsontoys.com> <509qoc$2194@scea> <thomas—1110971732400 
001@sofboy.cs.uchicago.edu> <Olbcd7ab$b430ae80$75bf£43ce@wkwerner> <thomas—1510970049 
060001@sofboy.cs.uchicago.edu> <0Olbcd9ec$f10b7360S71bf43ce@wkwerner> <thomas-1710971 
725530001@sofboy.cs.uchicago.edu> 

NNTP-Posting-Host: vcta01lm02-113.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:218 scea.yaroze.pr 
oblems.mac: 69 


>Can I run siocons on a Mac? If so, how do I do it? 
> 
> ——Robb Thomas 


As Joel is wont to say, have you got the latest kit from 

www.metrowerks.com? Version 2 is much much better; PSComUtil works much 
better, as does the debugger. Plus, they both support the siocons batch 
files which 1.0 didn't, and I'll bet that's why you're having problems. 


- nick 
—-MESSAGE FILE 19517 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000218 


—--MESSAGE FILE 19518 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000219 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: PSX-EXE vs ECOFF? 
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Date: Sat, 25 Oct 1997 23:10:38 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <wal-ya02408000R2510972310380001@news.scea.sony.com> 
NNTP-Posting-Host: mg130-076.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


According to the CodeWarrior docs, the PSX-EXE format executable generated 
by CodeWarrior is not recognized by SIOCONS. Does this mean that if I 
create a demo with CodeWarrior and upload it to my web page, other Yaroze 
owners won't be able to run it unless they too own a copy of CW? If so, is 
there a freely distributable utility that will allow non-CW Yaroze owners 
to run my code? 


Thanks, 
wayne 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19518 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000219 


——MESSAGE FILE 19519 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000220 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Got NEW CD from CW 

Date: Tue, 28 Oct 1997 09:39:23 -0400 

Organization: HandsOnToys, Inc. 

Lines: 3 

Message-ID: <3455EBOA.25A6F958@handsontoys.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 (Macintosh; I; PPC) 
X-Priority: 3 (Normal) 


Got it last night - it's the latest Yaroze Tools update. Thanks a bunch. 
I think that's the best $99 bucks I've ever spent. 


—-MESSAGE FILE 19519 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000220 


—--MESSAGE FILE 19520 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000221 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: [ANN] CodeWarrior Update 

Date: Wed, 29 Oct 1997 14:01:15 -0600 

Organization: Metrowerks 

Lines: 40 

Message-ID: <sumner-ya02408000R2910971401150001@news.scea.sony.com> 
NNTP-Posting-Host: docs-old.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:221 scee.yaroze.be 
ginners:103 scee.yaroze.programming.codewarrior:102 


For those of you who haven't gone up to the Yaroze web site recently, I 


thought I would repost this message here: 
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The update CDs are in the mail now. If you purchased CodeWarrior and have 
not sent back your registration form, please visit our website at the 
address below and register. If you don't receive your update by Monday, 
November 3, please e-mail me your registration number (do not post it 
please <grin>) and I'll check on your status. 


Thanks! 


CodeWarrior Update 


To insure that all CodeWarrior customers are using the highest quality 
CodeWarrior for Net Yaroze tools we are offering a free update to 
customers who purchased the original version of CodeWarrior for Net 
Yaroze. This is a special one time offer for persons who purchased the 
first edition of the Codewarrior for Net Yaroze tools only. 

The latest full-featured Win/Mac version of CodeWarrior for Net Yaroze 
will be available at the end of October. If you have registered your 
copy with Metrowerks you will receive your new CD through the mail. If 
you are a North American or European customer and have not registered 
your copy, please visit the Metrowerks website at 
http: //www.metrowerks.com/db/registerFM.qry?function=form and fill out 
the online form ASAP or send an e-mail to register@metrowerks.com. 


If you do not use CodeWarrior now but would like to license CodeWarrior 
for Net Yaroze please contact Sony Computer Entertainment America, Sony 
Computer Entertainment Europe, or Metrowerks. Please let us know if you 
have any additional questions. Thanks for being a CodeWarrior! 


Andy Price 
Corporate Sales 
Metrowerks 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19520 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000221 


--MESSAGE FILE 19521 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000222 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Problems with CW 2 install 

Date: Wed, 29 Oct 1997 13:15:39 -0800 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <3457A77B.41C6@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


Hello Metrowerks, 


I tried to run with the new version of Code Warrior this weekend, but 
had problems with the debugger. Mainly, I couldn't get static variables 
inside procedures to be visable in the debugger window. 


Here's how I set things up: 


I first tried to install on top of version 1, but the installer kept 
failing to find my origional CW Net Yaroze directory. I believe that I 
had moved and renamed the CW top directory, but that shouldn't be a 
problem with a Macintosh install script, right? Anyway, I then tried a 
clean install, but my yaroze project then had all sorts of problems with 
paths (which shouldn't be happening with a Mac application!). Then I 
tried to move my origional CW 1 directory (backed up, ofcourse) to the 
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location of the newly installed CW 2 (now removed) and renamed it to the 
name given to the CW 2 install. This time the installer complained about 
finding the origional, but installed anyway. Just to make sure about the 
install, I compared the HD version of my combined CW directory with the 
CD-ROM version and made sure all of the new files were transferred. 
Finally, I moved and renamed the new CW directory back to the place my 
project would be expecting it and was finally able to compile. This is 
when I noticed the problem with the debugger. 


In order to complete continue debugging my project, I reverted back to 
CW 1. 


Can you tell me what I did wrong and how I can install the new version 
without losing compatibility with my existing projects? 


NOTE: I'm running CW under system 8 on a PowerMac 8500, 160Mbyte RAM. 
Thanks! 


David 
—-MESSAGE FILE 19521 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000222 


——MESSAGE FILE 19522 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000223 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Wed, 29 Oct 1997 22:26:54 -0600 

Organization: (no organization) 

Lines: 18 

Message-ID: <34580C8E.58FF@charlie.cns.iit.edu> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:223 scee.yaroze.be 
ginners:104 scee.yaroze.programming.codewarrior:103 


CodeWarrior Update 


To insure that all CodeWarrior customers are using the highest quality 
CodeWarrior for Net Yaroze tools we are offering a free update to 
customers who purchased the original version of CodeWarrior for Net 
Yaroze. This is a special one time offer for persons who purchased the 
first edition of the Codewarrior for Net Yaroze tools only. 


VVVVVVV SA 


I thought when we register CodeWarrior tools, we automatically get 
two free updates. (I could be wrong on that, I tried poking around 
the Metrowerks Web site, but I can't get through to it at the moment 
for some reason). 


Is this saying for us "early adopters" we actually get three 
free updates, or is it saying we only get one free update? 


Ed Federmeyer 
—-MESSAGE FILE 19522 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000223 


—--MESSAGE FILE 19523 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000224 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior,scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 
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Subject: Re: [ANN] CodeWarrior Update 

Date: Thu, 30 Oct 1997 09:29:55 -0600 

Organization: Metrowerks 

Lines: 46 

Message-ID: <sumner-ya02408000R3010970929550001@news.scea.sony.com> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> <34580C8E.58FF@c 
harlie.cns.iit.edu> 

NNTP-Posting-Host: 198.214.227.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:224 scee.yaroze.be 
ginners:105 scee.yaroze.programming.codewarrior:104 


Hi there, 
The Net Yaroze tools are a bit of a special case. 


Normally, if you purchase our full development kit (CodeWarrior for Mac or 
CodeWarrior for PlayStation) for $599 or $899 respectively, you get one 
year worth of updates. Now that we have gone to a 6 month cycle, this means 
one free update for each product. 


Our Discover series of tools that are not intended for commercial 
development (Discover Programming for Mac, Discover Java, CodeWarrior for 
Net Yaroze) are sold at a much lower price ($119 to $300) and don't come 
with updates. However, due to the admitted problems with the first Net 
Yaroze CD, we wanted to release a second version to all registered users 
for free. Hence, everyone is receiving CodeWarrior for Net Yaroze release 
2 


I hope this answers your question. 
—Joel 


In article <34580C8E.58FF@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


>> 
>> CodeWarrior Update 

>> 

>> To insure that all CodeWarrior customers are using the highest quality 
>> CodeWarrior for Net Yaroze tools we are offering a free update to 

>> customers who purchased the original version of CodeWarrior for Net 

>> Yaroze. This is a special one time offer for persons who purchased the 
>> first edition of the Codewarrior for Net Yaroze tools only. 


> 
>I thought when we register CodeWarrior tools, we automatically get 
>two free updates. (I could be wrong on that, I tried poking around 


>the Metrowerks Web site, but I can't get through to it at the moment 
>for some reason). 

> 

>Is this saying for us "early adopters" we actually get three 

>free updates, or is it saying we only get one free update? 

> 

>Ed Federmeyer 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19523 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000224 


——MESSAGE FILE 19524 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000225 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems with CW 2 install 

Date: Thu, 30 Oct 1997 09:23:23 -0600 

Organization: Metrowerks 
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0000780 

Path: chuka.playstation.co.uk!news 

From: "Chain" <s.mussell@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting experiment 

Date: Sun, 3 May 1998 22:46:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6iio7d$jpri5@chuka.playstation.co.uk> 
References: <6ihhs8S$jpr3@chuka.playstation.co.uk> <354c8f1lc.3125278@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: pll-cacique-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Isn't this because these are old PSX system's... I think I read somewhere 
that they have an older custom Video chip in them, which is only slightly 
different, but which slows it down. Anyone got the answer? 


Regards, 
Chain. 
s.mussell@virgin.net 


Robert Swan wrote in message <354c8f1c.3125278@www.netyaroze-europe.com>... 
>Yep, Ive tried it with an older grey playstation (it doesnt require 

>the swapping trick, its that old). havent checked about gradient 

>stuff, but it definately cant chuck as much around in one vsync. 

>wierd, eh? 

> 

>Robert Swan 

> 

> 

>On Sun, 3 May 1998 11:50:26 +0100, "Mark Wilson" 

><m.wilson@dial.pipex.com> wrote: 

> 

>>I was bored this morning so I thought I'd see if I could use my standard 
>>grey Playstation to run the Yaroze stuff on. I needed to use the disc swap 
>>trick to get the terminal to run, but apart from that it all worked fine. 
>> 
>>I downloaded my current pet project, ran it and it looked different. It 
>>seemed as if the dithering on gouraud shaded polygons wasn't as effective, 
>>resulting in noticeable banding. It was also running quite a bit slower 
than 

>>on the Yaroze, with a VSync interval of 197 lines as opposed to 182 lines. 
>> 

>>My grey station is one of the early models (SCPH-1002) so I'm wondering 
>>whether this difference is down to changes to the design or simply because 
>>my old box is knackered. 

>> 

>>Mark 

>> 

>> 

> 


—-MESSAGE FILE 2077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00780 


—-MESSAGE FILE 2078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000781 

Path: chuka.playstation.co.uk!news 

From: "Chain" <s.mussell@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: Sun, 3 May 1998 22:47:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <6iioa2Sjprlé6@chuka.playstation.co.uk> 
References: <6iimu5$jpril@chuka.playstation.co.uk> 
NNTP-Posting-Host: pll-cacique-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 
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Lines: 63 

Message-ID: <sumner-ya02408000R3010970923230001@news.scea.sony.com> 
References: <3457A77B.41C6@san.rr.com> 

NNTP-Posting-Host: 198.214.227.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi there, 
Here's what I would suggest. 


1) Copy the current Net Yaroze 1 tools to a different location 
2) Install Net Yaroze 2 in the place where you actually want your tools to be. 


3) Open your old projects in the new IDE. The access path problem you see 
might be that it can't find the "PlayStation Support" folder. I think for 


Net Yaroze 2, we renamed it to "Net Yaroze Support". Thus, go to your 
project preferences and change the access path to point to Net Yaroze 
support. 


(You could rename the folder from Net Yaroze support to PlayStation support 
but then the sample projects won't find the correct path). 


4) Make sure you read the note in the psstart.c file which the compiler 
flags as a "warning: read this note". It has important information about 
using malloc() in your programs. 


As for the static variable issue, did that occur using the new debugger and 
freshly built .pse file or was it an old .pse file and the new debugger? 


In article <3457A77B.41C6@san.rr.com>, David White <dwhite2@san.rr.com> wrote: 


>Hello Metrowerks, 

> 

>I tried to run with the new version of Code Warrior this weekend, but 
>had problems with the debugger. Mainly, I couldn't get static variables 
>inside procedures to be visable in the debugger window. 

> 

>Here's how I set things up: 

> 

>I first tried to install on top of version 1, but the installer kept 
>failing to find my origional CW Net Yaroze directory. I believe that I 
>had moved and renamed the CW top directory, but that shouldn't be a 
>problem with a Macintosh install script, right? Anyway, I then tried a 
>clean install, but my yaroze project then had all sorts of problems with 
>paths (which shouldn't be happening with a Mac application!). Then I 
>tried to move my origional CW 1 directory (backed up, ofcourse) to the 
>location of the newly installed CW 2 (now removed) and renamed it to the 
>name given to the CW 2 install. This time the installer complained about 
>finding the origional, but installed anyway. Just to make sure about the 
>install, I compared the HD version of my combined CW directory with the 
>CD-ROM version and made sure all of the new files were transferred. 
>Finally, I moved and renamed the new CW directory back to the place my 
>project would be expecting it and was finally able to compile. This is 
>when I noticed the problem with the debugger. 

> 

>In order to complete continue debugging my project, I reverted back to 
>CW 1. 

> 

>Can you tell me what I did wrong and how I can install the new version 
>without losing compatibility with my existing projects? 

> 

>NOTE: I'm running CW under system 8 on a PowerMac 8500, 160Mbyte RAM. 

> 

>Thanks! 

> 

>David 


PlayStation Development Tools Dude 
Metrowerks 


13181 


—-MESSAGE FILE 19524 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
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rior/00000225 


——MESSAGE FILE 19525 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000226 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Initializing the heap 

Date: 30 Oct 1997 19:09:53 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <0lbce566Sfdb8cla0Sa5bf43ce@wkwerner> 
NNTP-Posting-Host: port65.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Say what?! 


What's this about initializing the heap in main? I don't believe 
that the GNU users have to do that. It's a common detail, part of 
the setup of just about any non-trivial program, full of 

magic numbers, that belongs in the startup code! 


And this makes CW code incompatable with GNU, without some further 
#pragma crap. 


As for me, I think I will look into modifying the startup code to put 
this back where it belongs. I will post further after I investigate 
for anyone else who wants to do the same. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19525 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000226 


--MESSAGE FILE 19526 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000227 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Fri, 31 Oct 1997 10:02:43 +1100 

Organization: Forefront Software Services 

Lines: 18 

Message-ID: <34591213.7044580A@forefront.com.au> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> <34580C8E.58FF@c 
harlie.cns.iit.edu> <sumner-ya02408000R3010970929550001@news.scea.sony.com> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:227 scee.yaroze.be 
ginners:106 scee.yaroze.programming.codewarrior:105 


Joel Sumner wrote: 

> Our Discover series of tools that are not intended for commercial 
> development (Discover Programming for Mac, Discover Java, CodeWarrior for 

> Net Yaroze) are sold at a much lower price ($119 to $300) and don't come 

> with updates. However, due to the admitted problems with the first Net 

> Yaroze CD, we wanted to release a second version to all registered users 

> for free. Hence, everyone is receiving CodeWarrior for Net Yaroze release 
> 2. 

> 

So what you mean to say is that the when the documentation that playstation 
distributed, as well as the documentation that came with the compiler said 
‘two free updates', what it really should have said was 'two free updates, at 
least one of which you have to pay for'? Pity... 
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> -Joel 
> 
Toby. 


—-MESSAGE FILE 19526 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000227 


—--MESSAGE FILE 19527 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000228 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: Thu, 30 Oct 1997 23:02:17 -0600 

Organization: (no organization) 

Lines: 45 

Message-ID: <34596659.40D5@charlie.cns.iit.edu> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Wayne K. Werner wrote: 


> 

> Say what?! 

> 

> What's this about initializing the heap in main? I don't believe 
> that the GNU users have to do that. It's a common detail, part of 
> the setup of just about any non-trivial program, full of 

> magic numbers, that belongs in the startup code! 

> And this makes CW code incompatable with GNU, without some further 
> #pragma crap. 


Actually we GNU users "need" to do it too. I say "need" in 
quotes, because it seems you can usually seem to get away with 
doing a few small mallocs, without initializing the heap, but if 
you do anything serious, it will soon fail. Or crash. You 

never can tell. All of my "mysterious" problems started when I 
began using malloc in earnest, and went away when I started taking 
care to initialize the heap! 


One problem with putting it in the startup code is "how does it know 


how much heap space to manage". Every project has different 
dynamic memory needs, from "none" to 1Mb or more! (ie, tiny code, 
huge data!) 


> As for me, I think I will look into modifying the startup code to put 
> this back where it belongs. 1 will post further after I investigate 
> for anyone else who wants to do the same. 


I wound up just putting it in at the begining of my main, and it's only 
one line of code. We already "need" to manually keep track of where 
TIM, 

TMD, VAG, etc data is loaded in memory, so it's only one more detail. 


You know- A nice tool (hint-hint to whoever likes writing tools!) 
would be like the TIMUTIL/TIMTOOL that shows a graphical 
representation of the video buffer, and where each of the TIMs and 
double-buffers fit. But make this one show where all the TIMS, VAGS, 
etc fit into main memory, and generate a "memmap.h" header file to 

be included in all relevant .c files. It could also keep a 
"PROG_START_ADDR" consistant between the makefile and the memmap.h, 
so that You'd even see where your code image will load. Anyone? I'd 
be happy to help spec it out! :-) I'm kind of doing that manually 
now with a whiteboard! էՀ) 


EdF 
--MESSAGE FILE 19527 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000228 
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——MESSAGE FILE 19528 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000229 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: 31 Oct 1997 09:26:19 GMT 

Organization: WermxX Software 

Lines: 71 

Message-ID: <0Olbce5deSa390af80S6fbf43ce@wkwerner> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> 

NNTP-Posting-Host: port1il.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 


> Actually we GNU users "need" to do it too. I say "need" in 
> quotes, because it seems you can usually seem to get away with 
> doing a few small mallocs, without initializing the heap, 


Hmmm. I didn't know it was something that needed doing with the GNU 
compiler. I don't seem to recall seeing it, but many of the demos 
don't use dynamic vars anyhow. 


> One problem with putting it in the startup code is "how does it 
know 

> how much heap space to manage". Every project has different 

> dynamic memory needs, from "none" to 1Mb or more! (ie, tiny code, 
> huge data!) 


CW allows the size of the heap to be set in the target configuration. 
If 

you look at the method recommended in the new _psstart.c to init the 

heap, 

you will see that the size is calculated from linker defined 

variables: 


unsigned long lclHeapStart = (_end & OxFFFFFFFOL)+0x10; 
// heap extends to the bottom of the stack. 
unsigned long lclHeapSize = 
((_stack_addr-(_stack_size<<10)) & OxFFFFFFFOL)-lclHeapStart; 


InitHeap((unsigned long *)lclHeapStart, lclHeapSize); 


It appears that they suggest to make the heap everything from the end 
of 

program to bottom of stack, not even taking heap size settings into 
consideration. Depending on whether data is placed before or after 
the 

program, this could cause problems. At any rate, I will come up with 
my 

own formula later to take into consideration the size set in the 
config 

and passed to the program by the linker. (I need to check out the 
name 

of the var that contains heap size, and am just to tired now!) 


At any rate, using linker defined vars will add an incompatability 
between 


GNU source and CW source. I always assumed that GNU users set heap 
size in 
a switch and that was that. It's tiresome making wrong assumptions 
all day! 


> I wound up just putting it in at the begining of my main, and it's 
only 

> one line of code. We already "need" to manually keep track of 
where 

> TIM, 

> TMD, VAG, etc data is loaded in memory, so it's only one more 
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detail. 


Yeah, but I still find it problematic to init heap in the source. 
Heap is 
a feature of the language itself. I think maybe GNU should be 
"upgraded" to 

handle this issue correctly, and CW shouldn't be "downgraded" to be 
compatible. Then compiler specific issues of heap inititialization 
would 

be no issues at all. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19528 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000229 


——MESSAGE FILE 19529 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000230 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: Fri, 31 Oct 1997 12:00:45 GMT 

Organization: SN Systems 

Lines: 39 

Message-ID: <3459c0fd.1431258@news.playstation.co.uk> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <OlbceS5de$a390af80S6fbf43ce@wkwerner> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


"Wayne K. Werner" <wkwerner@con2.com> wrote: 

>Yeah, but I still find it problematic to init heap in the source. 
>Heap is 
>a feature of the language itself. I think maybe GNU should be 
>"upgraded" to 

>handle this issue correctly, and CW shouldn't be "downgraded" to be 
>compatible. Then compiler specific issues of heap inititialization 
>would 

>be no issues at all. 


Everyone seems to enjoy assuming that GNU should be changed to fit in 
with someone else's compiler which they happen to be using. Why 
exactly is this? (GNU predates CodeWarrior; CodeWarrior could be 
considered wrong on that basis for everything different which it 
does.) Heap management is a library thing, not a language thing. An 
initialisation call is required, and giving control of the heap-init 
routine to the programmer could be said to enhance flexibility. The 
fact that you didn't realise the difference until it happened isn't 
necessarily your fault but certainly isn't the GNU toolchain's fault. 
Insisting that GNU should be 'upgraded' so it generates 
specifically-named section/segment descriptor variables for 1005 
CodeWarrior compatibility comes across as a bit petulant, squire - not 
to mention uninformed, since GNU 'ld' supports symbol aliasing so you 
can cheerfully create all the descriptor variables you need... ;=) 


<calms down> 


The startup code for a particular platform invariably has to make 
assumptions about what you might want to do yourself and what you 
don't want to know about. Correctly initialising the GP register is 
not something you'd typically care about, so startup code does that 
for you. Initialisation of the heap from the end of your program to 
the end of memory is *probably* safe, but dynamic loading of graphics 
data circumvents that assumption, so you either need to reserve the 
space in BSS or override the InitHeap call yourself. It's too bad that 
you have to do this differently depending on the platform, but #ifdef 
was invented for situations like this. 
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- Gil 
—-MESSAGE FILE 19529 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000230 


—--MESSAGE FILE 19530 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000231 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: 31 Oct 1997 20:19:58 GMT 

Organization: WermxX Software 

Lines: 38 

Message-ID: <01lbce639Sf3382a80S78bf43ce@wkwerner> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <Olbce5deSa390af80S6fbf43ce@wkwerner> <3459c0fd.1431258@news.playstation.co.uk> 
NNTP-Posting-Host: port20.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Gil Jaysmith <gil@snsys.com> wrote: 


> Everyone seems to enjoy assuming that GNU should be changed to fit 
in 

> with someone else's compiler which they happen to be using. Why 

> exactly is this? (GNU predates CodeWarrior; CodeWarrior could be 

> considered wrong on that basis for everything different which it 

> does.) Heap management is a library thing, not a language thing. 


Must disagree with you there. Yes, the heap is implemented by 
library calls, but these are part of the required ANSI C stdlib, 
and in no ANSI C compliant compiler that I have ever seen is 
the user required to init the heap. It is just not part of the 
standard. Having to do this removes compliance for no good 
reason that I can see. 


In C++, operator new and delete are part of the language, 

and their use requires no user initialization either. Who was 
here first is not the issue, but which platform is (was) doing 
things in an ANSI compliant manner is. 


> It's too bad that 

> you have to do this differently depending on the platform, but 
#ifdef 

> was invented for situations like this. 


Sure, that's what conditional compile directives are for. But they 


obscure code and cause maintainence hassels. They are an evil 
evoked only when needed. In the case of heap initialization, 
they shouldn't appear at all... like I said, if heap init is 


where it belongs, in the startup code, heap size handled by 
instructions to the compiler/linker, then the heap init issue 
is no issue at all. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19530 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000231 


——MESSAGE FILE 19531 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000232 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: Fri, 31 Oct 1997 17:23:04 -0600 

Organization: The Implementor 

Lines: 19 

Message-ID: <345A6858.13EC@ix.netcom.com> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
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> <Olbced5de$a390af80S6fbf43ce@wkwerner> 
Reply-To: spelwevr@ix.netcom.com 
NNTP-Posting-Host: tiphares.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 


Quoth Wayne K. Werner: 

wave «1 

Yeah, but I still find it problematic to init heap in the 
source. Heap 15 a feature of the language itself. 1 think 
maybe GNU should be "upgraded" to handle this issue correctly, 
and CW shouldn't be "downgraded" to be compatible. Then 
compiler specific issues of heap inititialization would 

be no issues at all. 


V V V V V V— 


Actually, C proper has no heap. K&R state that "The language 
does not define any storage allocation facility other than static 
definition and the stack [...]; there is no heap or garbage 
collection." Also, although malloc() et al are defined in the 
ANSI C library, heap initialization functions are not. Since 
heap management and initialization are language extensions, a 
compiler can manage this however it wants. Having to explicitly 
initialize the heap may be annoying, but it is legal, and it also 
allows one more piece of baggage to be left behind in programs 
that do not require a heap. 

—-MESSAGE FILE 19531 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000232 


—--MESSAGE FILE 19532 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000233 

Path: chuka.playstation.co.uk!scea!wal 
From: wal@blarg.net (wayne a. lee) 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Problems with CW 2 install 
Date: Sat, 01 Nov 1997 21:12:00 -0800 
Organization: SCEA News Server 

Lines: 16 

Message-ID: <wal-ya02408000R0111972112000001@news.scea.sony.com> 

References: <3457A77B.41C6@san.rr.com> <sumner-ya02408000R3010970923230001@news.scea 
. sony . com> 

NNTP-Posting-Host: mg131-014.ricochet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <sumner-ya02408000R3010970923230001@news.scea.sony.com>, 
sumner@austin.metrowerks.com (Joel Sumner) wrote: 

> 4) Make sure you read the note in the psstart.c file which the compiler 

> flags as a "warning: read this note". It has important information about 
> using malloc() in your programs. 


Hm, that's interesting (InitHeap() must be called from main()). Is it OK to 
call InitHeap() from another function called by main(), or does it have to 
be from main() itself (since I'm guessing the limitation has something to 
do with the stack)? I want to hide the ugliness with a util function, but 
if not, I guess I can use a macro instead. 


Thanks. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19532 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000233 


——MESSAGE FILE 19533 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000234 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 
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Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Problems with CW 2 install 

Date: 2 Nov 1997 17:59:20 GMT 

Organization: WermxX Software 

Lines: 25 

Message-ID: <0lbce7b8S9f36dle0S6ebf43ce@wkwerner> 

References: <3457A77B.41C6@san.rr.com> <sumner-ya02408000R3010970923230001@news.scea 
-sony.com> <wal-ya02408000R0111972112000001@news.scea.sony.com> 

NNTP-Posting-Host: port10.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Wayne A. Lee wrote: 


> Hm, that's interesting (InitHeap() must be called from main()). Is 
it OK to 

> call InitHeap() from another function called by main(), or does it 
have to 

> be from main() itself (since I'm guessing the limitation has 
something to 

> do with the stack)? I want to hide the ugliness with a util 


function, but 
> if not, I guess I can use a macro instead. 


Wayne, 


Don't worry, it has nothing to do with the stack. Call it anywhere 
you 
want, just make sure you call it *before* using malloc or any of the 
other related functions. If you don't use dynamic allocation, there 
is no need to call it at all. Hiding the call inside of an init 
function is a good idea to me. Helps to keep the logic in main 
clear. 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19533 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000234 


—-MESSAGE FILE 19534 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000235 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: Mon, 03 Nov 1997 09:32:15 -0600 

Organization: Metrowerks 

Lines: 26 

Message-ID: <sumner-ya02408000R0311970932150001@news.scea.sony.com> 

References: <0Olbce566Sfdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <Olbce5deSa390af80S6fbf43ce@wkwerner> <3459c0fd.1431258@news.playstation.co.uk> <0 
lbce639Sf£3382a80S78bf43ce@wkwerner> 

NNTP-Posting-Host: 198.214.227.142 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <0lbce639$£3382a80S78bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


>Must disagree with you there. Yes, the heap is implemented by 
>library calls, but these are part of the required ANSI C stdlib, 
>and in no ANSI C compliant compiler that I have ever seen is 
>the user required to init the heap. 


> Having to do this removes compliance for no good 
>reason that I can see. 


Just in case you were curious why it was done, it was at Sony's request 
that we move init_heap into main(). init_heap() remains in the startup 
code when the C++ compiler is active. If you wish to change this behavior, 
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simply remove the #ifdef _cplusplus in _psstart.c and the "old" behavior 
for CW-Net Yaroze Release 1 will return (just be careful if you give the 
sources to someone else). 


I knew this behavior could trip a lot of people up, hence the #pragma 
warning which was placed in the _psstart.c file. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19534 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000235 


--MESSAGE FILE 19535 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000236 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: 4 Nov 1997 04:39:54 GMT 

Organization: WermxX Software 

Lines: 12 

Message-ID: <Olbce8dbS$44ff5fc0S6ebf43ce@wkwerner> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <Olbce5deSa390af80S6fbf43ce@wkwerner> <3459c0fd.1431258@news.playstation.co.uk> ՀՕ 
lbce639Sf£3382a80S78bf43ce@wkwerner> <sumner—ya02408000R0311970932150001@news.scea.so 
ny . com> 

NNTP-Posting-Host: port10.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Joel Sumner <sumner@austin.metrowerks.com> wrote: 


> Just in case you were curious why it was done, it was at Sony's 
request 
> that we move init_heap into main(). 


Hey, Sony... tell us why! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19535 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000236 


——MESSAGE FILE 19536 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000237 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: Mon, 03 Nov 1997 21:05:09 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <wal-ya02408000R0311972105090001@news.scea.sony.com> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <Olbce5deSa390af80S6fbf43ce@wkwerner> <3459c0fd.1431258@news.playstation.co.uk> ՀՕ 
lbce639S£3382a80S78bf43ce@wkwerner> <sumner—ya02408000R0311970932150001@news.scea.so 
ny.com> <Olbce8dbS$44ff5fc0S6ebf43ce@wkwerner> 

NNTP-Posting-Host: mg134-237.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Reading the library docs... I gues InitHeap() lets you put the heap any old 
place you want. And I think the docs say not to call InitHeap() more than 
once. So, maybe it's "for our own good"... and seems to have nothing to do 
with the Metrowerks environment at all. According to the docs, any program 
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that uses malloc() needs to call InitHeap() first, so this must apply to 
GNU as well. 


I haven't looked into this, but it occurs to me that using the sample code 
in _psstart.c to init the heap could potentially cause overwriting of TMD 
data or whatever IF you decided to load such unallocated, hard-coded data 
*after* (i.e. in higher memory locations) the code, rather than before. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19536 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000237 


--MESSAGE FILE 19537 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000238 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: Tue, 04 Nov 1997 13:07:58 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <345F8EAE.167E@san.rr.com> 

References: <Olbce566Sfdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <Olbce5deSa390af80S6fbf43ce@wkwerner> <3459c0fd.1431258@news.playstation.co.uk> <0 
lbce639S£3382a80S78bf43ce@wkwerner> <sumner—ya02408000R0311970932150001@news.scea.so 
ny.com> <Olbce8db$44ff5fc0S6ebf43ce@wkwerner> <wal-—ya02408000R0311972105090001@news. 
scea.sony.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


wayne a. lee wrote: 


I haven't looked into this, but it occurs to me that using the sample code 
in _psstart.c to init the heap could potentially cause overwriting of TMD 
data or whatever IF you decided to load such unallocated, hard-coded data 
*after* (i.e. in higher memory locations) the code, rather than before. 


V V V V V V 


That was my concern. My data is after my code. With my data stored in 
hard 
coded locations, I prefer to have control over heap size and location. 


David White 
—-MESSAGE FILE 19537 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000238 


—-MESSAGE FILE 19538 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000239 

Path: chuka.playstation.co.uk!news 

From: Peter <hanno@lineone.net> 

Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Global variables and debugging 

Date: Thu, 06 Nov 1997 21:58:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <34623D8E.2AF1@lineone.net> 
NNTP-Posting-Host: host5-99-55-237.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


I've just upgraded to Release 2. Problem is, when debugging my programs 
I can't see the value of the global variables. Global structures don't 
show up at all, and other global variable types appear to have a value 
of zero, even when altered by the program. 

I'd be grateful of any help you can give me. 
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I don't know what your talking about... 
Now where's that catapult.... Damn the bell again... 


Regards, 
Chain 
s.mussell@virgin.net 


West wrote in message <6iimu5S$jpril@chuka.playstation.co.uk>... 

>In no particular order. 

> 

>Lords of Midnight 

> Probably one of the most atmospheric and addictive games ever. Anyone want 
to 

>write a yaroze version? no, guess I better do it myself. 

> 

>The Great Escape 

> Captures the mood of the film perfectly. Even though I never managed to 
escape 

>I still played this for months and months. Brilliant graphics for the time. 
> 
>Back to School 

> Probaly one of the most original games ever and one of those games which 
keep 

>you playing even when you cant get anywhere. 

> 


—-MESSAGE FILE 2078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00781 


—-MESSAGE FILE 2079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000782 

Path: chuka.playstation.co.uk!news 

From: "Chain" <s.mussell@virgin.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 22:49:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6iiodf$jpri7@chuka.playstation.co.uk> 

References: <6ifrrbSedu3@scea> 

NNTP-Posting-Host: pll-cacique-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:599 scee.yaroze.freetalk.english: 
782 


Nemisis? 


Steve Tolin wrote in message <6ifrrbSedu3@scea>... 

>I used to play an arcade game that was most fun and I would like to try and 
>find it or info about it. 

> 

>Maybe some of you have played it or might remember somthing, anyways... 

> 

>The game: 


> 

>Very similar to Xevious: Top view, scrolling upwards; space ship flying 
>over land ( grass, and rock) 

> 

>Now here's the main distinguishing feature of the game. 

> 

>Like Gradius it had power ups. There were stars you collected. After so 
>many stars then you could purchase new weapoons or items for your ship. I 


>remember the best config was to get homing missle, speed upgrades, but 
>there were also wing upgrades that would widen your ship (to a length of 
3). 

>If you got shot in the wing you'd loose them. 

> 

>Simple as that. 
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Thanks 

Peter 
—-MESSAGE FILE 19538 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000239 


——MESSAGE FILE 19539 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000240 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Initializing the heap 

Date: 7 Nov 1997 08:19:41 GMT 

Organization: WermxX Software 

Lines: 25 

Message-ID: <01lbceb55$76897a40S67bf43ce@wkwerner> 

References: <Olbce566S$fdb8cla0Sa5bf43ce@wkwerner> <34596659.40D5@charlie.cns.iit.edu 
> <Olbce5deSa390af80S6fbf43ce@wkwerner> <3459c0fd.1431258@news.playstation.co.uk> <0 
lbce639S£3382a80S78bf43ce@wkwerner> <sumner—ya02408000R0311970932150001@news.scea.so 
ny.com> <Olbce8db$44ff5fc0S6ebf43ce@wkwerner> <wal-—ya02408000R0311972105090001@news. 
scea.sony.com> <345F8EAE.167E@san.rr.com> 

NNTP-Posting-Host: port03.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


David White <dwhite2@san.rr.com> wrote: 


> That was my concern. My data is after my code. With my data stored 
in hard 

> coded locations, I prefer to have control over heap size and 
location. 


Dave, 


The compliant way of giving you control would be to set the heap size 
in 
as a comand line paramete (GNU) or in the ide target config (CW). 


No matter how it's done, you are probably better off putting your 
data 

before the program. It is a lot easier to figure out the size of 
your 

data than where program, heap and stack are going to end up. No 
sense 

making things harder on yourself than they have to be! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19539 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000240 


——MESSAGE FILE 19540 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000241 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: MWbload -» how do i specify paths? 

Date: Tue, 11 Nov 1997 23:19:00 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <64baj0$2i81@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:241 scee.yaroze.pr 
ogramming.codewarrior:108 


Hi, 


I am using the codewarrior debug io library to load my tim data from 
my pc at runtime, instead of dealing with batchfiles and the like... 
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i use the following pair of calls: 


MWRedirectI10 (__MWIO_CDROM) ; 
MWbload("cdrom:\sprite.tim", (void *) SPRITE_1); 


This works. However, if I move the sprite.tim file into a 
subdirectory on my PC, like "\yaroze\sprite.tim", or 
"varoze\demo\sprite.tim", etc... it fails. 


I have tried every combination of backslash and doublebackslash 
etc... nothing works... 


How do I specify a path? 


Thanks, 
Pete 


—-MESSAGE FILE 19540 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000241 


—-MESSAGE FILE 19541 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000242 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Global variables and debugging 

Date: Fri, 14 Nov 1997 15:45:39 -0600 

Organization: Metrowerks 

Lines: 25 

Message-ID: <sumner-ya02408000R1411971545390001@news.scea.sony.com> 
References: <34623D8E.2AF1@lineone.net> 

NNTP-Posting-Host: mtwks208.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Try looking at the variables in the window that shows the source files (not 
the stack crawl). If you select a source file, it will show you the 
globals for that file. 


If you still have problems, please send your .pse file to 
support @metrowerks.com. 


Thanks! 
-Joel 


In article <34623D8E.2AF1@lineone.net>, Peter <hanno@lineone.net> wrote: 


>I've just upgraded to Release 2. Problem is, when debugging my programs 
>I can't see the value of the global variables. Global structures don't 
>show up at all, and other global variable types appear to have a value 
>of zero, even when altered by the program. 

>I'd be grateful of any help you can give me. 

>Thanks 

> Peter 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19541 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000242 


—-MESSAGE FILE 19542 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000243 
Path: chuka.playstation.co.uk!scea!sumner 
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From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: MWbload -» how do i specify paths? 

Date: Fri, 14 Nov 1997 15:49:39 -0600 

Organization: Metrowerks 

Lines: 42 

Message-ID: <sumner-ya02408000R1411971549390001@news.scea.sony.com> 

References: <64baj0$2i81@scea> 

NNTP-Posting-Host: mtwks208.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:243 scee.yaroze.pr 
ogramming.codewarrior:109 


In article <64baj0$2i81@scea>, "Pete Rizzuto" <rizzuto@nospam.home.com> wrote: 


>Hi, 

> 

>I am using the codewarrior debug io library to load my tim data from 
>my pc at runtime, instead of dealing with batchfiles and the like... 
> 

>i use the following pair of calls: 

> 

>MWRedirectI0O (__MWIO_CDROM) ; 

>MWbload("cdrom:\sprite.tim", (void *) SPRITE_1); 


> 

>This works. However, if I move the sprite.tim file into a 
>subdirectory on my PC, like "\yaroze\sprite.tim", or 
>"yaroze\demo\sprite.tim", etc... it fails. 


The utilities assume a "base" directory that is set up by PSComUtil or the 
Debugger. Since 


>MWbload("cdrom:\sprite.tim", (void *) SPRITE_1); 
works, that means that the base directory is set up ok. 


If you want to go into a subdirectory, reference it as a relative path just 
like dos. 


You might try nuking the "cdrom:" That really isn't necessary. Thus 


>MWbload("mydata\sprite.tim", (void *) SPRITE_1); 


should work fine assuming that "mydata" is a subdirectory in your base 
directory. 


The base directory defaults to the same directory as your .pse file. 
However, you can change it in your debugger using the preference panel 
(after your open the .pse file) 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19542 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000243 


——MESSAGE FILE 19543 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000244 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: New Codewarrior CDs vs. June update on web site 

Date: Tue, 18 Nov 1997 20:42:04 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <64tg11$7n1@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 
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X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 

Is the new CodeWarrior CD release that is being sent to registered 
users any different than the update patch that has been available on 
Metrowerks' web site since June? 

Thanks, 

Pete 


—-MESSAGE FILE 19543 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000244 


——MESSAGE FILE 19544 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000245 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: problem with supplied lib 

Date: Tue, 18 Nov 1997 23:50:08 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <34729A2E.47ED@bc.sympatico.ca> 

NNTP-Posting-Host: vcta01lm04-27.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

CC: sumner@austin.metrowerks.com 


Hi! I'm using C++ from the unsupported folder of the latest release. 
Everything works fine when I don't include RTS_MWCttle.lib. and define 
new and delete myself. When I do include the library, I get the 
following message: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


I've tried compiling my code with big and little endianness and it gives 
the same message either way. I don't see any code I can use to recompile 
RTS_MWC++le.lib, and I'm wondering if the file on the CD is incorrect, 
or if I've done something horribly wrong? I started from a stationery 
project. 


The file information on the lib is: 


Created: Sat Sep 6, 97 1:42 pm 

Modified: Sun Nov 16, 97 9:07 pm, which is probably when I installed 
TES rs 

Size:31,068 bytes 


help! 


- nick porcino 
—-MESSAGE FILE 19544 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000245 


--MESSAGE FILE 19545 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000246 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: New Codewarrior CDs vs. June update on web site 

Date: 19 Nov 1997 19:03:05 GMT 

Organization: WermxX Software 

Lines: 16 

Message-ID: <0lbcf51d$477c0Oca0Sb6bf43ce@wkwerner> 

References: <64tg11$7n1@scea> 

NNTP-Posting-Host: port82.con2.com 


Net Yaroze newsgroups message dump.txt Page 13195 
X-Newsreader: Microsoft Internet News 4.70.1161 
Pete Rizzuto <rizzuto@nospam.home.com> wrote: 


> Is the new CodeWarrior CD release that is being sent to registered 
> users any different than the update patch that has been available 
on 

> Metrowerks' web site since June? 


Pete, 


COMPLETELY! They've overhauled *everything*. You definitely want 
the upgrade! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19545 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000246 


—--MESSAGE FILE 19546 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000247 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: problem with supplied lib 

Date: Fri, 21 Nov 1997 12:56:16 -0600 

Organization: Metrowerks 

Lines: 39 

Message-ID: <sumner-ya02408000R2111971256160001@news.scea.sony.com> 
References: <34729A2E.47ED@bc.sympatico.ca> 

NNTP-Posting-Host: mtwks203.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


We found that the Mac files for C++ support had a few problems. We've got 
a new set of files in testing right now. If anyone would like to beta them 
while we are testing, please let us know. 


Metrowerks apologizes for the inconvenience 
-—Joel 


In article <34729A2E.47ED@bc.sympatico.ca>, Nick Porcino 
<Nick_Porcino@bc.sympatico.ca> wrote: 


>Hi! I'm using C++ from the unsupported folder of the latest release. 
>Everything works fine when I don't include RTS_MWCt+t+le.lib. and define 
>new and delete myself. When I do include the library, I get the 
>following message: 


> 

>Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
>wrong endianess of the header. 

> 


>I've tried compiling my code with big and little endianness and it gives 
>the same message either way. I don't see any code I can use to recompile 
>RTS_MWC++le.lib, and I'm wondering if the file on the CD is incorrect, 
>or if I've done something horribly wrong? I started from a stationery 
>project. 

> 

>The file information on the lib is: 

> 

>Created: Sat Sep 6, 97 1:42 pm 

>Modified: Sun Nov 16, 97 9:07 pm, which is probably when I installed 
Pa a. dies 

>Size:31,068 bytes 

> 

>help! 

> 
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>- nick porcino 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19546 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000247 


——MESSAGE FILE 19547 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000248 

Path: chuka.playstation.co.uk!news 

From: Peter <hanno@lineone.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Global variables and debugging 

Date: Sat, 22 Nov 1997 12:43:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3476D354.507B@lineone.net> 

References: <34623D8E.2AEl1@lineone.net> <sumner-ya02408000R1411971545390001@news.sce 
a.sony.com> 

NNTP-Posting-Host: host5-99-61-40.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 

CC: Peter 


Joel Sumner wrote: 


Try looking at the variables in the window that shows the source files (not 

the stack crawl). If you select a source file, it will show you the 

globals for that file. 

tried this, but still had no luck. 

e-mailed support@metrowerks.com and got a reply back from Bruno Matzdorf. He told 
me there are new 
MWDebug.exe and NYPlugin.dll files available which fix this bug. Could you tell me h 
ow I go about getting hold 

of these? 


HHVVV AZ 


Thanks, Peter 

> If you still have problems, please send your .pse file to 

> support@metrowerks.com. 

> 

> Thanks! 

> -Joel 

> 

> In article <34623D8E.2AEF1@lineone.net>, Peter <hanno@lineone.net> wrote: 
> 

> >I've just upgraded to Release 2. Problem is, when debugging my programs 
> >I can't see the value of the global variables. Global structures don't 
> >show up at all, and other global variable types appear to have a value 
> >of zero, even when altered by the program. 

> >I'd be grateful of any help you can give me. 

> >Thanks 

>> Peter 

> 

> -- 

> PlayStation Development Tools Dude 

> Metrowerks 


—-MESSAGE FILE 19547 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000248 


—-MESSAGE FILE 19548 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000249 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: problem with supplied lib 

Date: 24 Nov 1997 07:15:20 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <0Olbcf8a9S6fbab600S109f22cfe@SmarttNet.smartt.com> 
References: <34729A2E.47ED@bc.sympatico.ca> <sumner-ya02408000R2111971256160001@news 
.scea.sony.com> 

NNTP-Posting-Host: vict—mx0100303.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> >Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
> >wrong endianess of the header. 


Those damn elves! 
-Chris B 


--MESSAGE FILE 19548 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000249 


——MESSAGE FILE 19549 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000250 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: What Ver of codewarrior do I have 

Date: Fri, 05 Dec 1997 21:33:46 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <348a730a.6240733@news.scea.sony.com> 
NNTP-Posting-Host: ipl15.ts5.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


How can I tell what version of codewarrior I have what is the newest 

version of codewarrior? 

—-MESSAGE FILE 19549 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000250 


—--MESSAGE FILE 19550 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000251 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Problem with the PsCommUtil 

Date: Sun, 07 Dec 1997 21:54:54 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <348clac2.9651247@news.scea.sony.com> 
NNTP-Posting-Host: ip21.ts15.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hi every time I try to download a data file to the yaroze it goes 

through the whole file and says "Download Failed" -39 does anyone know 

what this means? 

—-MESSAGE FILE 19550 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000251 


--MESSAGE FILE 19551 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000252 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 
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Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Problem with the PsCommUtil 

Date: Mon, 08 Dec 1997 13:38:31 -0600 
Organization: Metrowerks 

Lines: 16 

Message-ID: <sumner-ya02408000R0812971338310001@news.scea.sony.com> 
References: <348clac2.9651247@news.scea.sony.com> 
NNTP-Posting-Host: mtwks205.metrowerks.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi Michael, 

(Since you asked in your last post anyway). It appears that you have the 
old version of CodeWarrior released in February. If you e-mail me your 
registration info (name, address, serial number) I'll have a copy of the 
new version sent to you. 


In article <348clac2.9651247@news.scea.sony.com>, dajudge@inficad.com 
(Michael Klucher) wrote: 


>Hi every time I try to download a data file to the yaroze it goes 
>through the whole file and says "Download Failed" -39 does anyone know 
>what this means? 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19551 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000252 


--MESSAGE FILE 19552 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000253 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.codewarrior, scee.yaroze.freetalk 

Subject: PSX-EXE image format 

Date: Wed, 10 Dec 1997 00:05:54 -0600 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <348E3142.1E73@bmc.com> 

Reply-To: Kevin_Holbrook@bmc.com 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:178 scea.yaroze.programming.codew 
arrior:253 scee.yaroze.programming.codewarrior:110 


Is there any chance we could get the documentation or information 
specifying the layout of the PSX-EXE image format? 


I can get information about ELF quite readily which covers the gcc 
compiler. The Yaroze CodeWarrior system generates intermediate ELF code 
then uses a final phase linker to generate Sony's PSX-EXE image format. 


I've figured out a bit but it is slow going looking at hex code. 

Why does Sony have to pad out the image and why the nice string like 
"Sony Computer Entertainment Inc. for XYZ area" wasting space in the 
image? I would hope the loader just checks this and then starts loading 
into memory from another offset. I'm sure there is a country code in 
there somewhere. CodeWarrior Yaroze generates "Sony Computer 
Entertainment Inc. for Japan area" by the way. 8-) 


Why do I want this you might ask? 

Well I want to write a utility that transparently calls the correct 
loader, whether it be siocons or the Metrowerks stuff. It should be 
possible to write a generic loader for both formats. 
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It also wouldn't be too terrible to support dynamic code loading, which 
I assume is what the overlays mentioned in places for professional PS 
development are for. Their format would be nice to know as well. 


Sony, please share with us.... 


Kevin Holbrook 

100% PSX Enthusiast 

—-MESSAGE FILE 19552 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000253 


——MESSAGE FILE 19553 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000254 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.codewarrior, scee.yaroze.freetalk 

Subject: Re: PSX-EXE image format 

Date: Wed, 10 Dec 1997 19:58:37 GMT 

Organization: SN Systems 

Lines: 27 

Message-ID: <348ef301.1832079@news.playstation.co.uk> 

References: <348E3142.1E73@bmc.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:180 scea.yaroze.programming.codew 
arrior:254 scee.yaroze.programming.codewarrior:111 


Kevin Holbrook <Kevin_Holbrook@bmc.com> wrote: 

>It also wouldn't be too terrible to support dynamic code loading, which 
>I assume is what the overlays mentioned in places for professional PS 
>development are for. Their format would be nice to know as well. 


Overlays aren't dynamically linked. It's just a mechanism where you 
place chunks of code at the same address and output them as different 
files. The linker fixes it up properly without particularly caring 
that it's just located two functions at the same address, and it's up 
to you to make sure that you've loaded the correct block of code into 
memory during game execution before you call any of the functions 
which are inside it. 


The format used for overlay files is pure binary, which I wouldn't 
regard as a particular trade secret. The reason is that the last thing 
you want, if you're using overlays to minimise RAM wastage, is for the 
overlay mechanism to require basically a runtime linker, which is what 
shared-object systems such as Unix and Win32 have lurking in memory at 
all times. 


I don't know whether you could do this with the GNU linker in one 
pass; our linker is customised to do this since it would be a pain for 
the developers to write ten extra linker scripts if they wanted ten 
overlays. So you'll probably need to link each overlay in a separate 
command. Don't see why the technique shouldn't be possible, though. 


- Gil 
—-MESSAGE FILE 19553 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000254 


——MESSAGE FILE 19554 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000255 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: PSX-EXE image format 

Date: Thu, 11 Dec 1997 12:02:19 GMT 

Organization: SN Systems 

Lines: 11 

Message-ID: <348fd511.2656279@news.playstation.co.uk> 

References: <348E3142.1E73@bmc.com> <348ef301.1832079@news.playstation.co.uk> 
Reply-To: gil@snsys.com 
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NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:255 scee.yaroze.pr 
ogramming.codewarrior:112 


gil@snsys.com (cute guy, looks a bit like me) wrote: 
>pass; our linker is customised to do this since it would be a pain for 


Whoops, didn't notice this was crossposted. 'Our' doesn't mean 
"Metrowerks', in case anyone is unaware that SN Systems and Metrowerks 
are the two vendors of professional PSX dev tools. Both SN's official 
Sony devkit and the CodeWarrior professional edition support overlays, 
but in different ways. We both have bespoke linkers which minimise the 
work you need to put into structuring your game. 


—-MESSAGE FILE 19554 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000255 


--MESSAGE FILE 19555 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000256 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Now I'm getting REALLY mad! 

Date: Thu, 11 Dec 1997 19:17:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <34902E3B.E9FFEOED@tin.it> 
NNTP-Posting-Host: Genova7-3.tin.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Now I say: 
How is possible to have a PSX that could make wonderful games and don't 
be able to professional develop a big full game?! ?!?!?!?!?!12!2!2! 

I'm writing this because I'm really tired to work with this buggy 
Codewarrior and this powerful but "too hard to debug program" GNU 
compiler. 

But I ask : Senior developers have to work with such problems or they 
have good library manuals and more powerful develop tools? 

I have make a lot of silly libraries and test programs to learn how to 
use the Yaroze to make games and now that I have written 4000+ line of 
code in my first full game, Codewarrior (2.0.3) is giving me a lot of 
problems and Metrowerks is evading my bugs reports! 

Now I'm wasting a lot of time to make Codewarrior run my routines! 

I've a little time every day to work on the Yaroze and I'm wasting it 
trying to make Codewarrior works. 

When something in my program don't run I have to check if it's a 
Codewarrior problem and sometime I have to rewrite code to make 
Codewarrior understand it in the right way! 

I have thought to put Codewarrior in the basket but trying to debug my 
game on GNU with my little time is quite impossible! 

Do I have to program only little games or demos and put them into the 
net? 

Do I have to look for a Software House to make my games become real? 


Hey SONY what about you? Your programmers are working with such silly 
problems? If the answer is no, why junior developers have to waste a 
lot of time due to horrible manuals and tools? 


And you friend programmers what you think about this BIG problem that is 
seriously delaying our dreams? 


Vanderik from Team Vanderik 


KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 


for games developers? 
* k K k k k K k k K x x K K k k K x k K < k x K x x K x x x *< 
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> 

>If you remember this game I would very much appretiate some info on it. 
> 

> 

>Thanx in advance. 

>Steve Tolin 

>titan@vianet.on.ca 

> 


> 
> 
> 


—-MESSAGE FILE 2079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00782 


—-MESSAGE FILE 2080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000783 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 03 May 1998 16:19:37 -0500 

Organization: (no organization) 

Lines: 30 

Message-ID: <354CDF69.1607@charlie.cns.iit.edu> 

References: <3549C8BA.338@saqnet.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Nick Ferguson wrote: 

> So, let's make a list of our top 3 games on the "now-generation" 
> consoles ;-) (ie N64, PS and Saturn - yes, Saturn!) 

> Nick "your turn" F 


Here are the games that can often be found in some of my 
NextGen consoles: 


#1: N64: Mario 64: I can't say any more than has already 
been said. I really like 2D platformers, and now I really like 
3D platformers. 'Nuff Said. 


#2: PSX: Final Fantasy VII: The first "Japanese style RPG" I've 
played, and I really like it. Although I'm still on disc #1 after 
6 months (~30 hours of logged game-time). Not thats it's hard, I 
just don't get too much of a chance to play all that often. :-( 
Anyone have any suggestions for other, similar styled japanese 
style RPGs, that I might be actually able to finish in a month 


or so? 

#3: 3DO: Icebreaker: An older puzzle/action game. You have 
a pseudo 3D playfield with pyramids, and you need to destroy 

them all by ramming them, shooting them, etc. Some pyramids 


"walk" and chase you, while others stay put. Nice and easy to 
veg out to. The music is nice, but they could have added a 
few more sound-tracks for more variety. 


EdF 


P.S. I don't have a Saturn, hence the 3DO substitution! <=) 
—-MESSAGE FILE 2080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00783 


—-MESSAGE FILE 2081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000784 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
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—-MESSAGE FILE 19555 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000256 


—--MESSAGE FILE 19556 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000257 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "ԷՅ" <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: FPU errors 

Date: Wed, 17 Dec 1997 23:33:23 -0500 

Organization: il.digitalcity.com 

Lines: 6 
Message-ID: <3498A793.5AFA@digitalcity.com> 
Reply-To: justin@digitalcity.com 
NNTP-Posting-Host: rain.mnsinc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


I know that the R3000 chip in the playstation does not have a FPU and 
that all computations are done in software. When I try to use the C 
funtion pow I get an error in the console that says floating point unit 
unavailable. How do I use the math functions without error? 


-justin 
--MESSAGE FILE 19556 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000257 


——MESSAGE FILE 19557 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000258 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Global variables and debugging 

Date: 18 Dec 1997 07:44:13 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <01bd0b89S5cd30400Sb8bf43ce@wkwerner> 

References: <34623D8E.2AF1@lineone.net> <sumner-ya02408000R1411971545390001@news.sce 
a.sony.com> <3476D354.507B@lineone.net> 

NNTP-Posting-Host: port84.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Peter <hanno@lineone.net> wrote: 

> I e-mailed support@metrowerks.com and got a reply back from Bruno 
Matzdorf. 

> he told me there are new MWDebug.exe and NYPlugin.dll files 
available which 

> fix this bug. Could you tell me how I go about getting hold of 
these? 


I've had this message marked as unread for a long time, waiting to 
see if 

MW would answer Peter's question. Come on, CW dudes, don't leave the 
poor 

guy hangin'. (I'm curious too, of course) 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19557 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000258 


--MESSAGE FILE 19558 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000259 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 
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Subject: Re: Now I'm getting REALLY mad! 
Date: Thu, 18 Dec 1997 22:21:16 -0600 
Organization: Metrowerks 

Lines: 24 

Message-ID: <sumner-ya02408000R1812972221160001@news.scea.sony.com> 
References: <34902E3B.E9FFEOED@tin.it> 
NNTP-Posting-Host: mtwks118.metrowerks.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi Giulio, 

If you are having problems with CodeWarrior for Net Yaroze that you don't 
think are being adequately handled by tech support. Please let me know and 
I'll take care of it. 


-Joel 


In article <34902E3B.E9FFEOED@tin.it>, Giulio <vanderik@tin.it> wrote: 


>Now I say: 

>How is possible to have a PSX that could make wonderful games and don't 
>be able to professional develop a big full game?! ?!?!?!?!?!?!12!?! 

>I'm writing this because I'm really tired to work with this buggy 
>Codewarrior and this powerful but "too hard to debug program" GNU 
>compiler. 

[snip] 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19558 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000259 


——MESSAGE FILE 19559 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000260 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: FPU errors 

Date: Thu, 18 Dec 1997 22:22:30 -0600 

Organization: Metrowerks 

Lines: 19 

Message-ID: <sumner-—ya02408000R1812972222300001@news.scea.sony.com> 

References: <3498A793.5AFA@digitalcity.com> 

NNTP-Posting-Host: mtwks118.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 
X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <3498A793.5AFA@digitalcity.com>, justin@digitalcity.com wrote: 


>I know that the R3000 chip in the playstation does not have a FPU and 
>that all computations are done in software. When I try to use the C 
>funtion pow I get an error in the console that says floating point unit 
>unavailable. How do I use the math functions without error? 

> 


Hi there, 

The CodeWarrior for Net Yaroze release 2 tools comes with an floating 
point emulation library. If you have not yet received release 2, please 
contact me or support@metrowerks.com and they will have a new copy sent to 
you. 


-Joel 
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PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19559 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000260 


—--MESSAGE FILE 19560 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000261 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Global variables and debugging 

Date: Thu, 18 Dec 1997 22:23:48 -0600 

Organization: Metrowerks 

Lines: 29 

Message-ID: <sumner-ya02408000R1812972223480001@news.scea.sony.com> 

References: <34623D8E.2AF1@lineone.net> <sumner-ya02408000R1411971545390001@news.sce 
a.sony.com> <3476D354.507B@lineone.net> <01bd0b89$5cd30400Sb8bf43ce@wkwerner> 
NNTP-Posting-Host: mtwks118.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Sorry about that. Time flys when you're coding... Let me get with Bruno 
and we'll get the files up RSN. 


-Joel 


In article <01bd0b89$5cd30400Sb8bf43ce@wkwerner>, "Wayne K. Werner" 
<wkwerner@con2.com> wrote: 


>Peter <hanno@lineone.net> wrote: 

>> I e-mailed support@metrowerks.com and got a reply back from Bruno 
>Matzdorf. 

>> he told me there are new MWDebug.exe and NYPlugin.dll files 
>available which 

>> fix this bug. Could you tell me how I go about getting hold of 
>these? 

> 

>I've had this message marked as unread for a long time, waiting to 
>see if 

>MW would answer Peter's question. Come on, CW dudes, don't leave the 
>poor 

>guy hangin'. (I'm curious too, of course) 

> 


>—— 
>Wayne K. Werner 
>wkwerner@con2.com 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19560 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000261 


—--MESSAGE FILE 19561 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000262 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Pointer usage (Was Re: Now I'm getting REALLY mad!) 

Followup-To: scee.yaroze.programming.codewarrior 

Date: Fri, 19 Dec 1997 12:01:20 -0600 

Organization: Metrowerks 

Lines: 94 

Message-ID: <sumner-ya02408000R1912971201200001@news.scea.sony.com> 

References: <34902D9A.A58C5281@tin.it> <01bd094f$aa411420S6cO0b0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
—group.com> <349A9CA1.7E336240@tin.it> 
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NNTP-Posting-Host: mtwks134.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:120 scea.yaroze.pr 
ogramming.codewarrior:262 scea.yaroze.freetalk:194 


Hi Guilio, 
I'm glad you posted your source for this. I think I know what's going 
on. This may be helpful for others having this problem. 


In article <349A9CA1.7E336240@tin.it>, Giulio <vanderik@tin.it> wrote: 


>typedef struct SpriteType 


>{ 

> GsSPRITE *SprBody ; // Body of the sprite using library 
> int SprOld_X,SprOld_Y ; // Old sprite's position 

> u_char AnimClock ; // Animation clock 

> u_char AnimSpeed ; // Animation speed 

> u_char MotionClock ; // Motion clock 

> u_char MotionSpeed ; // Motion speed 

> u_char CurrentFrame ; // Current frame being displayed 

> u_char NumF rames ; // Total number of frames 

> u_char State ; // State of the sprite (Dead, Alive...) 
> u_char Hits ; // How many hits the sprite has got 
> u_char Doing ; // What the sprite is doing 

> u_char Type ; // What kind of sprite is 

> // being processed 

> // Other sprite related variables.... 


>} Sprite, *SpritePtr ; 


> 

>Sprite PlayerOne [1] ; // Ugly struct of player one that 

> // I must use to make my program run 

> // using PlayerOne as a pointer 

> 

>// SpritePtr PlayerOne ; // Right pointer def that it's not usable 
>// Sprite *PlayerOne ; // Eh,eh too easy to be able to use this 


I think I see your original problem. Defining a *pointer* to a type, does 
not allocate space for the type itself. When you do the following 


SpritePtr PlayerOne; 

You have allocated space for a POINTER to a structure. Not the structure 
itself. You can't use this pointer until you tell it to point to something 
(a SpriteType structure). So how do you make space for a SpriteType 
structure? There are two ways. 

1) Have the compiler generate space for it. 


The following code sequence will do this 


// allocate space for two SpriteType objects 
Sprite gSprite[2]; 


// set the PlayerOne to point to an area in memory that holds a Sprite object 
SpritePtr PlayerOne=égSprite[0]; 


// set the PlayerTwo pointer to point to an area in memory that holds a 
Sprite object 
SpritePtr PlayerTwo=égSprite[1]; 


2) Allocate it at runtime. 

The above sequence works because you know at compile-time how many players 
you are going to support (max two). However, maybe you only want to 
allocate space for the second player if they have selected a multi-player 
game. You can allocate memory at runtime using the "malloc()" library 
function. 


// Allocate space for the POINTERS to the SPRITE objects, not the SPRITE 
objects themselves. 
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SpritePtr PlayerOne; 
SpritePtr PlayerTwo; 


PlayerOne=(SpritePtr)malloc(sizeof (SPRITE) ); // allocate memory for 

PlayerOne 

if (numPlayers==2) 

PlayerTwo=(SpritePtr)malloc(sizeof(SPRITE)); // allocate memory for PlayerTwo 

else 
PlayerTwo=NULL; // always initialize pointers, even if you are not 

using them. It helps catch runtime errors 


One thing you need to do if you malloc() memory is free() it when you are 
done. Thus, at the end of your game, you should 


// release memory from the heap. 
free (PlayerOne) ; 
free (PlayerTwo) ; 


(note: in order to use malloc(), you must call Init_Heap(). See the 
_psstart.c file for information on doing this) 


I hope this helped. If you have any other code questions, please don't 
hesitate to post examples. There are a lot of people here who can help. 


(followups to scee.yaroze.programming.codewarrior) 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19561 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000262 


--MESSAGE FILE 19562 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000263 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Which book should I start with :) 

Date: Tue, 23 Dec 1997 09:15:04 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <34a18000.1651755@news.scea.sony.com> 
NNTP-Posting-Host: dial-up23.pdrpip.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hello everyone got the newversion of codewarrion in the mail last week 
and am ready to go I have created the new library (coverted it over 
and stuff and have been learning more and more about C now I need to 
learn how to use code warrior :) I have noticed that you just cant 
open a C file and compile it (Being a Borland user this is a little 
diffrent for me with simpler stuff but I know this is way more complex 
and usis librarys and stuff) But anyway what book should I print out 
on how to start project manuvire around and stuff I see several and 
think I am past the "Targeting Net Yaroze" all ready I have to print 
these out cause it messes with me looking at text on the screen for 
long periods of time plus I like being able to try it while I read 
instaed of switching back an forth :) 

Thanks 

—-MESSAGE FILE 19562 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000263 


—--MESSAGE FILE 19563 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000264 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Disappearing variables 

Date: Sun, 28 Dec 1997 19:08:56 +1300 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <684q0b$9i4j5@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl6-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:264 scee.yaroze.pr 
ogramming.codewarrior:124 


I seem to have a problem with Codewarrior when using external variables. 


Consider the following example 


// 
// ENTITY.C file 


int num_entities; 


u_long* ReadEntities(u_long *addr) 


{ 


/* 
some code 
* / 
num_entities = 5; 
Z 
some more code 
* / 


} 
// 


num_entities is initialised externally and set in ReadEntities. 


After the assignment statement in ReadEntities num_entities holds the value 
of 5 for the remainder of the function and in any sub functions that 
ReadEntities might call. 


Outside of the ReadEntities function the num_entities value becomes garbage. 


External variables would appear to not be persistant on occasion (it does 
work in some cases). 


I have tried all sorts of different declaration methods including various 
creative extern usages, but to no avail. 


Any ideas anyone? 


Mario 


—-MESSAGE FILE 19563 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000264 


——MESSAGE FILE 19564 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000265 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: Disappearing variables - a better example 

Date: Mon, 29 Dec 1997 00:09:10 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <685bje$9ij6@chuka.playstation.co.uk> 

References: <684q0b$9i4j5@chuka.playstation.co.uk> 

NNTP-Posting-Host: p37-max8.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:265 scee.yaroze.pr 
ogramming.codewarrior:125 


OK, here is some more slightly less obscure source that we should all be 
familiar with. 


#include <libps.h> 
#include "pad.h" 


u_long pad_status; // Controller status bitfield 


u_long pad_type; 


volatile u_char *bb0, *bbl; // Low level buffers 


void InitialisePad (void) 
{ 

pad_status = 0; 

pad_type = 0; 

GetPadBuf (&bb0, &bbl1); 

} 


void UpdatePad (void) 
{ 


pad_status = (~(*(bb0+3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) «Հ 
24)); 
pad_type = (~(*(bb0) | »(ԵԵ0Հ1) << 8 | *(bb1) ՀՀ 16 | *(bb1+1) ՀՀ 24)); 


} 


int PadStatus (void) 
{ 


return pad_status; 


} 


int PadType (void) 
{ 
return pad_type; 
} 


UpdatePad crashes on the first line with a "bus error on data load" error, 
which seems to indicate to me that something is seriously wrong. 


Any ideas as to why Codewarrior may be trashing my variables? 


Mario 


—-MESSAGE FILE 19564 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000265 


——MESSAGE FILE 19565 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000266 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Which book should I start with :) 

Date: Mon, 29 Dec 1997 12:23:46 -0600 

Organization: Metrowerks 

Lines: 44 

Message-ID: <sumner-ya02408000R2912971223460001@news.scea.sony.com> 
References: <34a18000.1651755@news.scea.sony.com> 
NNTP-Posting-Host: mtwks167.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


It looks like the information you are looking for would be found in the IDE 
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User's Guide. This is found in the CodeWarrior Documentation folder (under 
CW Core). 


To answer your specific question, to compile a source file that you have 
open, you can use one of 3 ways 


Keyboard 
CMD-K (Mac) 
Ctrl-F7 (Windows) 


Menu 
select the "Compile" option from the Project window 


Context Menu 
select the file in the project manager and right click (Windows) or 
Ctrl-Click (Mac) to get the pop-up menu with the Compile option. 


-Joel 


In article <34a18000.1651755@news.scea.sony.com>, dajudge@inficad.com 
(Michael Klucher) wrote: 


>Hello everyone got the newversion of codewarrion in the mail last week 
>and am ready to go I have created the new library (coverted it over 
>and stuff and have been learning more and more about C now I need to 
>learn how to use code warrior :) I have noticed that you just cant 
>open a C file and compile it (Being a Borland user this is a little 
>diffrent for me with simpler stuff but I know this is way more complex 
>and usis librarys and stuff) But anyway what book should I print out 
>on how to start project manuvire around and stuff I see several and 
>think I am past the "Targeting Net Yaroze" all ready I have to print 
>these out cause it messes with me looking at text on the screen for 
>long periods of time plus I like being able to try it while I read 
>instaed of switching back an forth :) 

>Thanks 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19565 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000266 


—--MESSAGE FILE 19566 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000267 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: Disappearing variables - a better example 

Date: Mon, 29 Dec 1997 12:29:18 -0600 

Organization: Metrowerks 

Lines: 69 

Message-ID: <sumner-ya02408000R2912971229180001@news.scea.sony.com> 

References: <684q0b$9i4j5@chuka.playstation.co.uk> <685bje$9ij6@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mtwks167.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:267 scee.yaroze.pr 
ogramming.codewarrior:126 


I don't think it's CW trashing the variables. I think it's a problem with 
the debugger showing global variables. The debugger problem is known and 
we will have a fix out in about 2 weeks. 


To isolate the below crash, you can do the following: 
1) Generate an XMAP file (go to Linker settings and turn on "Generate MAP file") 
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2) Rebuild the project and open the XMAP file. Look for bbO and bbl 


variables. This will tell you where they were linked in memory 
3) Run the program in the debugger and use the memory window to look at 
that variable, or select the memory and do a "view memory as..." operation 


and use a type of "char *". 
You can then step through the code and see the variable change (if it changes). 
-Joel 


In article <685bje$9ij6@chuka.playstation.co.uk>, "Mario Wynands" 
<mariow@ihug.co.nz> wrote: 


>OK, here is some more slightly less obscure source that we should all be 
>familiar with. 

> 
>#include <libps.h> 
>#include "pad.h" 


>u_long pad_status; // Controller status bitfield 
>u_long pad_type; 


> 

>volatile u_char *bb0, *bb1; // Low level buffers 
> 

>void InitialisePad (void) 

>í 


> pad_status = 0; 

> pad_type = 0; 

> GetPadBuf (&bb0, ՃԵԵ1): 
>) 

> 

> 

>void UpdatePad(void) 

>{ 

> pad_status 
>24)); 

> pad_type = (~(*(bb0) | *(bb0+1) << 8 | *(bb1) << 16 | *(bb1+1) ՀՀ 24)); 
>} 

> 

>int PadStatus (void) 

>{ 

> return pad_status; 

>} 

> 

>int PadType (void) 

>{ 

> return pad_type; 

>} 

> 

> 

> 

>UpdatePad crashes on the first line with a "bus error on data load" error, 
>which seems to indicate to me that something is seriously wrong. 

> 

>Any ideas as to why Codewarrior may be trashing my variables? 

> 

> 

>Mario 


(~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) << 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19566 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000267 


——MESSAGE FILE 19567 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000268 

Path: chuka.playstation.co.uk!news 

From: vanderik <vanderik@tin.it> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: About global variables 
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Date: Tue, 30 Dec 1997 16:03:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <34A90D5B. 88843C54@tin.it> 
NNTP-Posting-Host: Genova9-116.tin.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


I have not tested it well yet, but it seems that the debugger ver 1.7 
(which is the version posted with CW 2.0, not 2.0.3) has not the bug on 
the global variables. At least it shows them during program flow! 

I don't know if there are other bugs in this ver of the Metrowerks IDE 
but I think we must try it for a while to verify if it's better than the 
version Metrowerks posted us. 

You can find it on the Web at Metrowerks in CW update page. Of course 
you have to download the full update and then set it up but I see no 
better solution for now. 


"Tao, 

Giulio 

—-MESSAGE FILE 19567 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000268 


—--MESSAGE FILE 19568 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000269 

Path: chuka.playstation.co.uk!scea!sofboy.cs.uchicago.edu!user 
From: thomas@cs.uchicago.edu (Robb Thomas) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Problems with GameCode Converter 

Date: Fri, 09 Jan 1998 13:02:18 -0600 

Organization: University of Chicago 

Lines: 20 

Message-ID: <thomas—0901981302180001@sofboy.cs.uchicago.edu> 
NNTP-Posting-Host: sofboy.cs.uchicago.edu 


I'm having problems using the GameCode Converter. 
I've created a file called "brick.gc" with the following code: 


load_image ("Bricks.PICT"); 
save_image_tim("tile6é.tim", 0, 0, 0, 0, false); 
I added it to my NY Project, selected it, and then selected 


Compile from the Project menu. I get the following error: 


Error : Unknown command: load 
brick.gc line 1 load_image ("Bricks.PICT") ; 


I also tried creating a "New Empty" project rather than 
a "Net Yaroze C" project, but I got the same error. It 
seems like the CW isn't using the GC Converter at all. 
How do I get CW to use the right compiler? 


--Robb Thomas 
—-MESSAGE FILE 19568 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000269 


——MESSAGE FILE 19569 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000270 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:24:14 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34BA197E.3B2@earthlink.net> 

Reply-To: hodgke@earthlink.net 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: The Name of A Game 

Date: Mon, 04 May 1998 00:47:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <354D0220.F25A8ECE@compuserve. com> 

References: <6ifrrbSedu3@scea> <6iiodfS$jprl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d21-080.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:600 scee.yaroze.freetalk.english: 
784 


I used to play nemisis a hell of a lot, and this game sounds totally different, 
For a start nemisis was side on view scrolling right to left. 


Nick 
Chain wrote: 
Nemisis? 


Steve Tolin wrote in message <6ifrrbSedu3@scea>... 

>I used to play an arcade game that was most fun and I would like to try and 
>find it or info about it. 

> 

>Maybe some of you have played it or might remember somthing, anyways... 

> 

>The game: 


> 

>Very similar to Xevious: Top view, scrolling upwards; space ship flying 
>over land ( grass, and rock) 

> 

>Now here's the main distinguishing feature of the game. 

> 

>Like Gradius it had power ups. There were stars you collected. After so 
>many stars then you could purchase new weapoons or items for your ship. I 


>remember the best config was to get homing missle, speed upgrades, but 
>there were also wing upgrades that would widen your ship (to a length of 
3). 

>If you got shot in the wing you'd loose them. 

> 

>Simple as that. 

> 

>If you remember this game I would very much appretiate some info on it. 
> 

> 

>Thanx in advance. 

>Steve Tolin 

>titan@vianet.on.ca 

> 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


> 
> 
> 


—-MESSAGE FILE 2081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00784 


-—-MESSAGE FILE 2082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000785 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting experiment 

Date: Sun, 03 May 1998 23:54:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <354d0391.3979910@www.netyaroze-europe. com> 
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NNTP-Posting-Host: 168-204-80.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?Ill try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

-Austin 

--MESSAGE FILE 19569 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000270 


——MESSAGE FILE 19570 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000271 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: tsanjose <troy@triplebeam. com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: NY to play Blue PSX developed games? 

Date: Sat, 24 Jan 1998 19:18:49 -0800 

Organization: Triplebeam Entertainment 

Lines: 10 

Message-ID: <34CAAF19.5AE06F@triplebeam. com> 

Reply-To: troy@triplebeam.com 

NNTP-Posting-Host: usr25-dialup38.mix1.Sacramento.mci.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Does anyone know if the NY can play discs burned to play on the Blue 
PSX? I had a friend burn me a copy of a game that plays fine on the 
Blue PSX, but can't seem to get it running on my NY. Is this possible? 
Is there a work around? I have CW v.3 and when I attempt to download 
the .exe file it craps out and gives an error. 


any ideas???? 
Eiss 


--MESSAGE FILE 19570 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000271 


--MESSAGE FILE 19571 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000272 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: NY to play Blue PSX developed games? 

Date: Tue, 27 Jan 1998 09:13:17 -0600 

Organization: Metrowerks 

Lines: 17 

Message-ID: <sumner-ya02408000R2701980913170001@news.scea.sony.com> 
References: <34CAAF19.5AE06F@triplebeam. com> 

NNTP-Posting-Host: mtwks154.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


It sounds like that the file is linked to a low address. If the file is 
linked below 0x80090000 (where most professional games are linked), it will 
overwrite the Net Yaroze boot area (where the debug kernel is loaded). 

This will crash the Net Yaroze. 


In article <34CAAF19.5AEF06F@triplebeam.com>, troy@triplebeam.com wrote: 


>Does anyone know if the NY can play discs burned to play on the Blue 
>PSX? I had a friend burn me a copy of a game that plays fine on the 
>Blue PSX, but can't seem to get it running on my NY. Is this possible? 
>Is there a work around? I have CW v.3 and when I attempt to download 
>the .exe file it craps out and gives an error. 
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> 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19571 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000272 


--MESSAGE FILE 19572 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000273 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: tsanjose <troy@triplebeam. com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Wanted: PSX Programmers 

Date: Sat, 14 Feb 1998 00:55:59 -0800 

Organization: Triplebeam Entertainment 

Lines: 13 

Message-ID: <34E55C1F.921A36C5@triplebeam. com> 

Reply-To: troy@triplebeam.com 

NNTP-Posting-Host: usrl7-dialup33.mix1.Sacramento.mci.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey out there! 


My name is Troy San Jose from Triplebeam Entertainment. We are a small 

start-up game developer looking for PSX programmers to join join us here 
in the San Francisco Bay Area(we may be able to re-locate you). We have 
various positions available from JR. to Senior Level. 


I can fill you in on the details later... 


Please call or e-mail me ASAP if interested. 
T. San Jose 
(510) 207-4268 


—-MESSAGE FILE 19572 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000273 


——MESSAGE FILE 19573 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000274 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: restarting 

Date: Sun, 15 Feb 1998 10:15:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6c6f70Sbeol@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera021.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have the simplest of simple apps that loop round 'main' until 'select' is 
pressed. 
while( 1 ) 
{ 
padStatus = (u_long)thePad ; 


if ( padStatus & PADselect) 


{ 
ResetGraph( 0 ) ; 
return 0; 


} 


if ( padStatus & PADLup ) 
ae ee 
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When select is pressed, ResetGraph get called, and the application 'exits' ? 
(although the display is black). 


In the output window of the 'pscomutil', I get a never ending repeat of 
ԵԱՆՑ» 


ResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 
etc. (forever). 


PSComUtil cannot re-connect until the yaroze is manually reset. 


Please can someone help me with this before the spring in my reset button 
packs it's bag and looks for a kinder Yaroze owner. 


Thanks in advance 


Steve 


—-MESSAGE FILE 19573 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000274 


——MESSAGE FILE 19574 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000275 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: what does this mean ? 

Date: Sun, 15 Feb 1998 10:16:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6c6f8aSbeo2@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera021.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Program ¿NY.pse¿ is executing. 

The Stop command is not available for this process.The Kill command is not 
available for this process. 

You must manually reset the host. 


Any help appreciated... 


Steve Dunn 


—-MESSAGE FILE 19574 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000275 


——MESSAGE FILE 19575 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000276 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: what does this mean ? 

Date: Sun, 15 Feb 1998 02:52:32 -0800 

Organization: SCEA News Server 
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Lines: 21 

Message-ID: <6c6gug$5b7j6@scea> 

References: <6c6f8aSbeo2@chuka.playstation.co.uk> 
NNTP-Posting-Host: delirium.Stanford.EDU 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Steve Dunn wrote in message <6c6f8aSbeo2@chuka.playstation.co.uk>... 
>Program ¿NY.pse¿ is executing. 

>The Stop command is not available for this process.The Kill command is not 
>available for this process. 

>You must manually reset the host. 

> 

> 

>Any help appreciated... 

> 

> 

>Steve Dunn 


On codewarrior for other systems, you can stop or kill the program being 
debugged by pressing the appropriate button/menu; on the Yaroze only 
breakpoints work. Something about the nature of the connection and the 
Yaroze debugger. 


mike 


—-MESSAGE FILE 19575 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000276 


—-MESSAGE FILE 19576 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000277 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Wed, 18 Feb 1998 10:01:04 -0600 

Organization: Metrowerks 

Lines: 40 

Message-ID: <sumner-ya02408000R1802981001040001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:277 scee.yaroze.pr 
ogramming.codewarrior:155 


Hello Net Yaroze Members, 


I'd like to announce that a patch to CodeWarrior for Net Yaroze 2 is now 
available on our web site. The patch contains: 


Windows 
* A new compiler which generates faster code and properly generates global 
variable information to allow the debugger to show global variables. 


Mac 
* A new compiler which generates faster code and properly generates global 
variable information to allow the debugger to show global variables. 

* A new C++ runtime library. The previous runtime library would not load 
into the project. 
* Updated components to allow CodeWarrior for Net Yaroze 2 to run on a 68K 
Macintosh. 


These patches are available for downloading by CodeWarrior 
for Net Yaroze 2 users at the Metrowerks Web site at 
http: //www.met rowerks.com/tools/software/updates 


The Windows patch is a 900K .ZIP file, the Macintosh patch is a 3.1 MB .hqx 
file. 
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If, for any reason, you are unable to download from either location, please 
contact support@metrowerks.com 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 


Sincerely, 


Joel Sumner 
Product Manager 
CodeWarrior for Net Yaroze 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19576 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000277 


——MESSAGE FILE 19577 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000278 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Thu, 19 Feb 1998 01:08:32 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <34eb8203.78689643@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> 
NNTP-Posting-Host: client-120-71.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:278 scee.yaroze.pr 
ogramming.codewarrior:158 


Hello Joel, 
Before I go creating any problems for myself, could you clarify 
just what this patch is going to do. Here is the statement from the 
download page: 


The patch will update the compiler, linker, and the C++ documentation 
in your existing CW for Net Yaroze installation. 


My executables (IDE.exe, Debug.exe, PsComUtil.exe) are all in 
C:\Program Files\Metrowerks\Codewarrior\bin. My C++ documentation is 
in C:\Program Files\Metrowerks\Codewarrior\Codewarrior Documentation. 
When I ran the update installer, it wanted to install in the folder 
C:\Program Files\Metrowerks\Codewarrior. This caused me to pause 
because none of the executables are there, they are in the bin folder. 

If there were a set of instructions, I would read them... I suppose 
that it would be cool if you could just tell me which file to instruct 
the installer to install the updates to, or will everything work out 
fine with the C:\Program Files\Metrowerks\Codewarrior path the 
installer wants to use by default? Also, could you quickly outline 
what the update will be installing, or is it just changing files 
already present? 

Thanks, 

Matt 
—-MESSAGE FILE 19577 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000278 


--MESSAGE FILE 19578 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000279 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Thu, 19 Feb 1998 10:13:06 -0600 

Organization: Metrowerks 

Lines: 41 
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Message-ID: <sumner-ya02408000R1902981013060001@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> <34eb8203.786896 
43@news.scea.sony.com> 

NNTP-Posting-Host: mtwks181.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:279 scee.yaroze.pr 
ogramming.codewarrior:159 


Hi Matt, 

Sorry that was unclear. You should install to C:\Program 
Files\Metrowerks\Codewarrior. It will automatically put the right things 
in \bin, \CW Documentation, etc... 


(p.s. If you wish to be paranoid, you may wish to make a copy of your 
CodeWarrior directory before doing this) 


-Joel 


In article <34eb8203.78689643@news.scea.sony.com>, matth@bellatlantic.net 
(Matthew Hulett) wrote: 


> Hello Joel, 

> Before I go creating any problems for myself, could you clarify 
>just what this patch is going to do. Here is the statement from the 
>download page: 

> 

>The patch will update the compiler, linker, and the C++ documentation 
>in your existing CW for Net Yaroze installation. 

> 

> My executables (IDE.exe, Debug.exe, PsComUtil.exe) are all in 
>C:\Program Files\Metrowerks\Codewarrior\bin. My C++ documentation is 
>in C:\Program Files\Metrowerks\Codewarrior\Codewarrior Documentation. 
>When I ran the update installer, it wanted to install in the folder 
>C:\Program Files\Metrowerks\Codewarrior. This caused me to pause 
>because none of the executables are there, they are in the bin folder. 
> If there were a set of instructions, I would read them... I suppose 
>that it would be cool if you could just tell me which file to instruct 
>the installer to install the updates to, or will everything work out 
>fine with the C:\Program Files\Metrowerks\Codewarrior path the 
>installer wants to use by default? Also, could you quickly outline 
>what the update will be installing, or is it just changing files 
>already present? 

> Thanks, 

> Matt 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19578 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000279 


——MESSAGE FILE 19579 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000280 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior,scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
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roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 19579 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000280 


—-MESSAGE FILE 19580 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000281 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: You little liar ! 

Date: Thu, 26 Feb 1998 21:40:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 681 

Message-ID: <6éd4nfoS$g2d2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl720.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:281 scee.yaroze.pr 
ogramming.codewarrior:170 


I've included a screen shot. "I" seems 
to be all over place ! Which should I 
believe ? 


—-MESSAGE FILE 19580 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000281 


——MESSAGE FILE 19581 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000282 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: How to make a 'library' 

Date: Sat, 28 Feb 1998 22:02:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6dalhk$g2d13@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm305.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:282 scee.yaroze.pr 
ogramming.codewarrior:173 


Can someone point me in the right 
direction on how to correctly make a 
‘library' file using codewarrior. 1 
can't seem to find any documentation on 
it. I'm assuming theres no difference 
between a C and C++ library (as far as 
implementing it). 


Cheers 


Steve 


—-MESSAGE FILE 19581 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
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rior/00000282 


—-MESSAGE FILE 19582 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000283 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jim Donelson <jimd@jim-donelson.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: How to make a 'library' 

Date: Sun, 01 Mar 1998 16:37:28 -0500 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <34F9D518.22DF55F8@jim-—donelson.com> 

References: <6dalhk$g2d13@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.4.38.207 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:283 scee.yaroze.pr 
ogramming.codewarrior:176 


Well, I don't claim to be a CW expert, but I just created a lib from the 
survival project libs, and this is what I did: 

Create a new project, picking NY C as the template. 

(I assume this creates a project base that has all the right stuff set 
for NY) 

Under the files, add the c files using Project/Add files that make up 
the lib 

Under the target settings tab, pick Target /MIPS Project/ set project 
type to Library 

Set the file name to xxxxx.lib 

However, I'm not entirely sure how you set the start address. I don't 


think this should matter, as when the lib is linked into a project, that 
project should set the start address and the lib routine will be placed 
in the executable by the linker (that is speculation - I donut have my 


NY here so I can't confirm that it worked - I was however ever able to 
build survival after deleting all the libxxx.c file an adding the lib I 
built as above). 

Note that I couldn't find and specific mention of this procedure in the 
docs (doesn't mean it's not there, just means I couldn't find it!). 
Also, if I was cleaver, I think you could have added this as a 
sub-project, but if your bothering to create a lib, you probably want a 
separate project, as the purpose of a lib is to reuse the code. 


Jim Donelson (jimd@jim-donelson.com) 


Steve Dunn wrote: 


> Can someone point me in the right 

> direction on how to correctly make a 

> 'library' file using codewarrior. I 

> can't seem to find any documentation on 
> it. I'm assuming theres no difference 
> between a C and C++ library (as far as 
> implementing it). 

> 

> Cheers 

> 

> Steve 


—-MESSAGE FILE 19582 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000283 


——MESSAGE FILE 19583 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000284 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jim Donelson <jimd@jim-donelson.com> 

Newsgroups: scea.yaroze.programming.codewarrior 
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Subject: CW libs cont. 

Date: Mon, 02 Mar 1998 10:19:09 -0500 

Organization: SCEA News Server 

Lines: 482 

Message-ID: <34FACDEC. 9AAE5D8A@jim—donelson.com> 

Reply-To: jimd@jim-donelson.com 

NNTP-Posting-Host: ppp-156.shadow.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 64804A6CBCC6316C539C4659" 
X-Mailer: Mozilla 4.03 [en] (WinNT; U) 


This is a multi-part message in MIME format. 
64804A6CBCC6316C539C4659 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Well, it seems to work. I have attched the .mcp file for building the 
survival libs as a lib. To use it in the survival project delete all the 
libxxx.c files in your survival project and add the lib. It does work. 
Jim Donelson 


64804A6CBCC6316C539C4659 

Content-Type: application/x-unknown-content-type-mcpFile; name="svlib.mcp" 

—-MESSAGE FILE 19583 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000284 


—-MESSAGE FILE 19584 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000285 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: You little liar ! 

Date: Mon, 2 Mar 1998 21:36:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6df8p1$2kk3@chuka.playstation.co.uk> 

References: <6d4nfoS$g2d2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl719.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:285 scee.yaroze.pr 
ogramming.codewarrior:178 


I thought this was fixed in the latest 
patch ? 
Roll on the next one I say. 


Yours 


Steve 


Steve Dunn wrote in message 
<éd4nfo$g2d2@chuka.playstation.co.uk>... 
>I've included a screen shot. "I" seems 
>to be all over place ! Which should I 
>believe ? 

> 


VV WV 


—-MESSAGE FILE 19584 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000285 


—--MESSAGE FILE 19585 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000286 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
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Subject: Re: How to make a 'library' 

Date: Tue, 03 Mar 1998 13:41:21 -0600 

Organization: Metrowerks 

Lines: 51 

Message-ID: <sumner-ya02408000R0303981341210001@news.scea.sony.com> 

References: <6dalhk$g2d13@chuka.playstation.co.uk> <34F9D518.22DF55F8@jim-donelson.c 
om> 

NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:286 scee.yaroze.pr 
ogramming.codewarrior:181 


You did very well ;-) 


In order to create a library, simply set the target to "library" rather 
than "application". You can include this library in any other Metrowerk 
project file. If you wish to create a dependency between the end 
application and the library project, you can drag the library project file 
into the application project. Then go to the "Targets" tab, open the 
target, and click the "bullseye" icon to create a build dependency. If you 
click in the "chain" column, it will add the output of the sub-project 
(i.e. the .lib file) to that target. 


-Joel 


In article <34F9D518.22DF55F8@jim-donelson.com>, Jim Donelson 
<jimd@jim-donelson.com> wrote: 


>Well, I don't claim to be a CW expert, but I just created a lib from the 
>survival project libs, and this is what I did: 

>Create a new project, picking NY C as the template. 

>(I assume this creates a project base that has all the right stuff set 
>for NY) 

>Under the files, add the c files using Project/Add files that make up 
>the lib 

>Under the target settings tab, pick Target /MIPS Project/ set project 
>type to Library 

>Set the file name to xxxxx.lib 


>Note that I couldn't find and specific mention of this procedure in the 
>docs (doesn't mean it's not there, just means I couldn't find it!). 
>Also, if I was cleaver, I think you could have added this as a 
>sub-project, but if your bothering to create a lib, you probably want a 
>separate project, as the purpose of a lib is to reuse the code. 


>Steve Dunn wrote: 

> 

>> Can someone point me in the right 

>> direction on how to correctly make a 
>> 'library' file using codewarrior. I 
>> can't seem to find any documentation on 
>> it. I'm assuming theres no difference 
>> between a C and C++ library (as far as 
>> implementing it). 

>> 

>> Cheers 

>> 

>> Steve 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19585 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000286 


——MESSAGE FILE 19586 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000287 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!scea!sumner 
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References: <6ihhs8S$jpr3@chuka.playstation.co.uk> <354c8f1lc.3125278@www.netyaroze-eu 
rope.com> <6iio7dSjprid5@chuka.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup7.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 3 May 1998 22:46:31 +0100, "Chain" <s.mussell@virgin.net> 
wrote: 


>Isn't this because these are old PSX system's... I think I read somewhere 
>that they have an older custom Video chip in them, which is only slightly 
>different, but which slows it down. Anyone got the answer? 


that would be wierd. A slower video chip would mean modern games that 
push it to the limit would run slower on these psxs. surely sony 
couldnt allow that difference in quality? 


Robert Swan 
—-MESSAGE FILE 2082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00785 


—-MESSAGE FILE 2083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000786 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 03 May 1998 23:59:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <354d041a.4117217@www.netyaroze-europe. com> 
References: <6iié6n6éSfq6l@emeka.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup7.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 3 May 1998 17:41:10 +0100, George_Bain@Playstation.sony.com wrote: 


>Hi Rob, 

> 

>HAHAHAHAHAHAHAHAHAHAHAHAHAHA | 

>That's a good one....you need to come back to the pub 

>and drink some more dude. How can anyone play a RPG 

>on a handheld...beats me. ( easy folks, don't spam me ..this is freetalk! ) 
> 

>P.S. No, I'm not picking on ya because you asked me where in 
>America I'm from..... ha! 

> 

>George 


Bad luck, George. That wasn't the pub you were in. You were playing 
Zelda on the gameboy at the time and you got so engrossed you forgot 
it wasnt real. We were all laughing at you becuase we tried to shake 
you out of your reverie, and all you kept saying was 'i hate people 
pushing in at the bar'. Didnt you ever wonder why that woman that 
thought you slapped her bum was in monochrome? 


I know where you are from in America - its one of the smaller states 
called canda !!!! 


Robert Swan - expecting a beating when he sees George at onedotzero 

(dear god, let him have a sense of humour, even though I know im not 

funny) 

-—-MESSAGE FILE 2083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00786 


—-MESSAGE FILE 2084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000787 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games . 

Date: Mon, 4 May 1998 02:49:05 +0100 
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From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: You little liar ! 

Date: Wed, 04 Mar 1998 17:33:28 -0600 

Organization: Metrowerks 

Lines: 30 

Message-ID: <sumner-ya02408000R0403981733280001@news.scea.sony.com> 

References: <6d4nfoS$g2d2@chuka.playstation.co.uk> <6df8p1S$2kk3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mtwks212.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:287 scee.yaroze.pr 
ogramming.codewarrior:182 


Hi Steve, 

That problem with the Process Window was not fixed by the patch. 
However, that window is never used when debugging the Net Yaroze so we 
didn't bother fixing it. If this is a problem, please let me know. 


In article <6df8p1$2kk3@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>I thought this was fixed in the latest 
>patch ? 

>Roll on the next one I Say. 

> 

>Yours 

> 

>Steve 

> 

> 

>Steve Dunn wrote in message 
><é6d4nfo$g2d2@chuka.playstation.co.uk>... 
>>I've included a screen shot. "I" seems 
>>to be all over place ! Which should I 
>>believe ? 

>> 

>> 

>> 

>> 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19586 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000287 


—-MESSAGE FILE 19587 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000288 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: CW from command line. 

Date: Fri, 06 Mar 1998 20:12:35 -0600 

Organization: (no organization) 

Lines: 7 

Message-ID: <3500AD13.E8B@écharlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Can CodeWarrior be used from a DOS command line, like 
Microsoft Visual C++ 5.0 still has the "cl" command line 
compiler? In some ways of course, this would be silly, I 
know, but I'm just curious. (For Yaroze as well as 3Com 
Palm Pilots by the way). 
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EdF 
--MESSAGE FILE 19587 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000288 


——MESSAGE FILE 19588 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000289 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: PSComUtil Reset problem. Could this be the reason? 
Date: Sun, 8 Mar 1998 01:33:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6dss89Siap20@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 


I have noticed over the past few weeks that I have had my Yaroze that people 
have complained or are complaining about the fact that the Yaroze does not 
reset properly when a demo exits if you are using PSComUtil. Through some 
accidental pressing of Esc before exiting a demo on the NY whilst using 
Siocons I have come to the conclusion that Siocons tells the NY to reset to 
the 'brick' console display. Try it yourself... 


Start a demo using Siocons (try the CHECK demo that comes with the NY CD). 
Now press Esc to exit Siocons whilst the demo is still running. Now exit the 
demo (with CHECK press select) Notice the NY will not reset to the console. 
Now run Siocons. As soon as Siocons connects to the NY the NY resets to the 
console as if nothing was wrong. This must mean that the NY is constantly 
asking Siocons if it can reset to the console and when Siocons gets the 
request it tells the NY to reset. 


So, back to PSComUtil, maybe the PSComUtil is ignoring the request to reset. 
Could I be right? 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 19588 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000289 


—-MESSAGE FILE 19589 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000290 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Libraries again... (and malloc) 

Date: Sun, 8 Mar 1998 18:17:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <6dunc7Siap22@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl1855.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:290 scee.yaroze.pr 
ogramming.codewarrior:193 


Hi there, 

I've got the libraries semi working. 
Thanks to all that replied. 
I have a library called 3DLib.lib. A 
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lass in this library allocates memory 
or order tables and packet buffers. 

he problem is that malloc is allocating 
11 over the code area. 

It goes like this... 

Main PSX exe is located at 
0x80140000 and is 0x4000 (16384) bytes 
in length. Assuming the heap is 
initialised correctly (anyone know how 
to step into this in psstart.c?) the 
next available memory address should be 
> 0x80144000 right? Well.... 

To test the problem, I have simply stuck 
in the following in a method in one of 
the classes exported from the library. 


Ջ HHA 


void* p = NULL ; 
p = malloc( 100 ) ; 


Looking at 'p', it turns out that 
'malloc' has decided that 0x801432B4 is 
the best place to put the memory. 

As soon as the alloc is called the 
'this' pointer goes bezerk, changing 
from Ox801FFEEC to OxFFFFFFFE, and 
depending on what's being done next, 
some very exotic errors appear, from the 
run of the mill 'bus error' right up to 
errors that get very personal and 
threatening. 


My questions are(in order of importance 
and annoyance)... 


Why is malloc misbehaving ? 


What is the relevance of the 'code 
address' for libraries ? 


How do you step into the ‘init heap' 
code supplied via the 'stationary' ? 


Why can't the 'code model' be changed to 
‘position independent code' for libs? 


Am I being completely thick and missing 
something that a blind donkey could spot 
whilst juggling and whistling with a 
mouth-full of carrots ? 


—-MESSAGE FILE 19589 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000290 


——MESSAGE FILE 19590 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000291 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CW from command line. 

Date: Mon, 09 Mar 1998 08:58:25 -0600 

Organization: Metrowerks 

Lines: 20 

Message-ID: <sumner-ya02408000R0903980858250001@news.scea.sony.com> 
References: <3500AD13.E8B@charlie.cns.iit.edu> 

NNTP-Posting-Host: mtwks123.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi Ed, 
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We don't supply command line compilers right now, though we are 
considering it. I'll mark you down as a "yes". 


-Joel 


In article <3500AD13.E8B@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


>Can CodeWarrior be used from a DOS command line, like 
>Microsoft Visual C++ 5.0 still has the "cl" command line 
>compiler? In some ways of course, this would be silly, I 


>know, but I'm just curious. (For Yaroze as well as 3Com 
>Palm Pilots by the way). 

> 

>EdF 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19590 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000291 


—--MESSAGE FILE 19591 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000292 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: PSComUtil Reset problem. Could this be the reason? 
Date: Mon, 09 Mar 1998 09:06:25 -0600 

Organization: Metrowerks 

Lines: 47 

Message-ID: <sumner-ya02408000R0903980906250001@news.scea.sony.com> 
References: <6dss89Siap20@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks161.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Well, not exactly. Here's the full scoop. 


SIOCONS doesn't really do much, it's just a terminal to the Net Yaroze. 
All of the "intelligence" is located on the Net Yaroze inside the boot 
monitor. SIOCONS just sends and receives text from the Net Yaroze. It 
also does a few other things (manages the download protocol) but it's 
fairly simple. When a program terminates, the Net Yaroze boot monitor 
shows you the brick screen (Note, I did not say "resets the Net Yaroze". 
It doesn't do that. It just cleans up a few things and puts up the brick 
screen). 


PSComUtil has all of its intelligence on the PC. It runs "RDB" and uses 
the HSS protocol to send any commands to the Net Yaroze. These commands 
are fairly limited (read reg, write reg, go, get signal, etc..) When a Net 
Yaroze program stops, PSComUtil gets a "program stopped" notification. We 
don't send any sort of "show me the brick screen" command to the Net Yaroze 
(because there isn't any). 


I hope this clears things up. 


-Joel 


In article <6dss89$iap20@chuka.playstation.co.uk>, "JohnT" 
<johnt@nettech.demon.co.uk> wrote: 


>I have noticed over the past few weeks that I have had my Yaroze that people 
>have complained or are complaining about the fact that the Yaroze does not 
>reset properly when a demo exits if you are using PSComUtil. Through some 
>accidental pressing of Esc before exiting a demo on the NY whilst using 
>Siocons I have come to the conclusion that Siocons tells the NY to reset to 
>the 'brick' console display. Try it yourself... 

> 
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>Start a demo using Siocons (try the CHECK demo that comes with the NY CD). 
>Now press Esc to exit Siocons whilst the demo is still running. Now exit the 
>demo (with CHECK press select) Notice the NY will not reset to the console. 
>Now run Siocons. As soon as Siocons connects to the NY the NY resets to the 
>console as if nothing was wrong. This must mean that the NY is constantly 
>asking Siocons if it can reset to the console and when Siocons gets the 
>request it tells the NY to reset. 

> 

>So, back to PSComUtil, maybe the PSComUtil is ignoring the request to reset. 
>Could I be right? 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19591 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000292 


——MESSAGE FILE 19592 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000293 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: Libraries again...(and malloc) 

Date: Mon, 09 Mar 1998 09:11:43 -0600 

Organization: Metrowerks 

Lines: 53 

Message-ID: <sumner-ya02408000R0903980911430001@news.scea.sony.com> 

References: <6dunc7Siap22@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks151.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:293 scee.yaroze.pr 
ogramming.codewarrior:194 


In article <6dunc7Siap22@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>Hi there, 

> I've got the libraries semi working. 
>Thanks to all that replied. 

>I have a library called 3DLib.lib. A 
>class in this library allocates memory 
>for order tables and packet buffers. 
>The problem is that malloc is allocating 
>all over the code area. 

>It goes like this... 

> Main PSX exe is located at 
>0x80140000 and is 0x4000 (16384) bytes 
>in length. Assuming the heap is 
>initialised correctly (anyone know how 
>to step into this in psstart.c?) 


Hi there, 
The call to "init_heap" is 
init_heap (base address, length_in_bytes) 


Make sure that 

a) You are calling init_heap (please read the note in _psstart.c... It is 
NOT called by default in a c program) 

b) When you call init_heap, the first arguement (in the a0 register) is the 
proper base address of your program. 


>Why is malloc misbehaving ? 
It may be the heap init. 


>What is the relevance of the 'code 
>address' for libraries ? 
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There shouldn't be any. 


>How do you step into the ‘init heap' 
>code supplied via the 'stationary' ? 


init_heap is provided by the Sony runtime libraries (in libps.h). Thus, 
you can't step into it. 


>Why can't the 'code model' be changed to 
>"position independent code' for libs? 


The compiler in the Net Yaroze doesn't support position independent code. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19592 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000293 


--MESSAGE FILE 19593 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000294 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CW from command line. 

Date: Mon, 9 Mar 1998 17:21:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6el8g0Siap24@chuka.playstation.co.uk> 

References: <3500AD13.E8B@charlie.cns.iit.edu> <sumner-ya02408000R0903980858250001@n 
ews.scea.sony.com> 

NNTP-Posting-Host: userl276.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


A command line compiler would be very 
nice indeed. 
Any ideas when ? 


Steve 

>Hi Ed, 

> We don't supply command line 
compilers right now, though we are 
>considering it. I'll mark you down as 
a "yes". 

> 

>-Joel 

> 

>In article 
<3500AD13.E8B@charlie.cns.iit.edu>, 
fedeedw@charlie.cns.iit.edu 

>wrote: 

> 

>>Can CodeWarrior be used from a DOS 
command line, like 

>>Microsoft Visual C++ 5.0 still has the 


"cl" command line 

>>compiler? Լո some ways of course, 
this would be silly, I 

>>know, but I'm just curious. (For 
Yaroze as well as 3Com 


>>Palm Pilots by the way). 

>> 

>>EdF 

> 

>-- 

>PlayStation Development Tools Dude 
>Metrowerks 


—-MESSAGE FILE 19593 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


Net Yaroze newsgroups message dump.txt Page 13227 


rior/00000294 


——MESSAGE FILE 19594 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000295 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: CW and object-—files 

Date: Thu, 12 Mar 1998 10:25:38 -0600 

Organization: Metrowerks 

Lines: 51 

Message-ID: <sumner-ya02408000R1203981025380001@news.scea.sony.com> 

References: <Olbd3f07$371cd7c0$5571f2c3@leader> <Olbd3fe7S$9elf7960S6Ffd449c2@Angelal. 
intelligent-group.com> <01bd42b0$48807f£60SLocalHost@leader> <sumner-—ya02408000R03039 
81357440001@news.scea.sony.com> <01bd485aS418602c0Saa5cf2c3@leader> 
NNTP-Posting-Host: mtwks155.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:197 scea.yaroze.pr 
ogramming.codewarrior:295 


Hi there, 

I wanted to give everyone an update on this. I finally was able to 
track down the problem to an apparently (according to our docs) invalid 
relocation code in cdfeed.o. I can post the gory details if you wish but 
it's using a symindex of "4" (when ext=0) which isn't a valid sym index in 
our documentation. 


We're going to see if we can track down what exactly this relocation type 
is so we can modify the ECOFF importer. Sorry for the delay. 


-Joel 


In article <01bd485a$418602c0$aa5cf2c3@leader>, "Laurent GAY" 
<mystbeast@infonie.fr> wrote: 


>Joel Sumner <sumner@austin.metrowerks.com> a écrit dans l'article 
><sumner-ya02408000R0303981357440001@news.scea.sony.com>... 

>> 

>> Hmm. You might try just doing a "compile" on the straight .o file. The 
>> ECOFF importer can accept that also. 

>> If that doesn't work, please let me know. 

>> 

>> -Joel 

>> 

>> -- 

>> PlayStation Development Tools Dude 

>> Metrowerks 

>> 

> 

>Hi there 

> 

>i tried that, and it's the same error... except the offset and the name of 
>file... 

>"Error: illegal relocation at offset $00000250 in 'Cdfeed.o'. Symbol index 
>exceeds maximum value." 

>here is the Dump and Disassembly of the file ( show included file ...) 

>in case somebody would spend time with this problem... 

Հաաա ԱՏԱՆԱ ԱՏՆ toes please spend time for me...=o) 


>Thanks for your help 

> 

>cheers 

> 

>laurent 

> 

—-MESSAGE FILE 19594 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000295 
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——MESSAGE FILE 19595 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000296 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: C++ and 'exit' 

Date: Thu, 12 Mar 1998 20:07:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6e9fbtS6nq7@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm537.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:296 scee.yaroze.pr 
ogramming.codewarrior:198 


Hello everyone. 


Can someone tell me where 'exit(x)' is 
defined in a C++ project ? I've got my 
own assert macro and would like to 
'exit' the program on an assert. 


Cheers 


Steve 


—-MESSAGE FILE 19595 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000296 


—--MESSAGE FILE 19596 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000297 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Codewarrior works, GNU doesn't 

Date: Fri, 13 Mar 1998 15:51:41 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <6ec51lm$i0m18@scea> 

NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:506 scea.yaroze.programming.codew 
arrior:297 


I recently finished the first cut of the game I've been working on. I did 
the programming using codewarrior and wanted to generate a version using 
GNU. While the program compiles ok, when I run it I'm having all sorts of 
problems mostly with my program freezing up for no apparent reason. I 
believe the problem to be with my use of global variables that are shared 
between the different C files. In order to cut down on function parameters 
I made a bunch of my variables global. When I change these to be passed 
parameters the program seems to work correctly. The problem is I have a lot 
of global variables and I don't want to change all of them since this works 
in codewarrior. Anyone else run into a similar problem or have an idea as 
to what's wrong? 


—-MESSAGE FILE 19596 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000297 


——MESSAGE FILE 19597 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000298 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior 
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Subject: Command Line CW tools 

Date: Sat, 14 Mar 1998 23:11:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6ef2sa$dud3@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl697.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I think this would be an excellent 
addition to the CodeWerks tools. Anyone 
else share this opinion ? 


Steve 


—-MESSAGE FILE 19597 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000298 


——MESSAGE FILE 19598 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000299 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Re: Codewarrior works, GNU doesn't 

Date: Sun, 15 Mar 1998 13:45:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6eglp3S$dud6@chuka.playstation.co.uk> 

References: <6ec5lm$i0m18@scea> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:508 scea.yaroze.programming.codew 
arrior:299 


This may seem a daft idea but it will work... Combine all the source files 
into one! It's daft because it defeats the purpose of multiple source files, 
editing ease. 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Kevin Davis wrote in message <6ec5lmS$i0m18@scea>... 

>I recently finished the first cut of the game I've been working on. I did 
>the programming using codewarrior and wanted to generate a version using 
>GNU. While the program compiles ok, when I run it I'm having all sorts of 
>problems mostly with my program freezing up for no apparent reason. I 
>believe the problem to be with my use of global variables that are shared 
>between the different C files. In order to cut down on function parameters 
>I made a bunch of my variables global. When I change these to be passed 
>parameters the program seems to work correctly. The problem is I have a 
lot 
>of global variables and I don't want to change all of them since this works 
>in codewarrior. Anyone else run into a similar problem or have an idea as 
>to what's wrong? 

> 

> 


—-MESSAGE FILE 19598 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000299 


——MESSAGE FILE 19599 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000300 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
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Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 
Subject: Re: Codewarrior works, GNU doesn't 

Date: Sun, 15 Mar 1998 13:48:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6eglu5$dud7@chuka.playstation.co.uk> 

References: <6ec5lm$i0m18@scea> <6eglp3Sdud6@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:509 scea.yaroze.programming.codew 
arrior:300 


Another thought... Are you using extern for the variables? 


JohnT wrote in message <6eglp3Sdud6@chuka.playstation.co.uk>... 

>This may seem a daft idea but it will work... Combine all the source files 
>into one! It's daft because it defeats the purpose of multiple source 
files, 

>editing ease. 

> 

>JohnT 

> 
> 
>Send e-mail to johnt@nettech.demon.co.uk 
>Visit my web site at www.coco.net.uk/johnt 
> 
> 
>Kevin Davis wrote in message <6ec5lm$i0m18@scea>... 

>>I recently finished the first cut of the game I've been working on. I did 
>>the programming using codewarrior and wanted to generate a version using 
>>GNU. While the program compiles ok, when I run it I'm having all sorts of 
>>problems mostly with my program freezing up for no apparent reason. I 
>>believe the problem to be with my use of global variables that are shared 
>>between the different C files. In order to cut down on function 
parameters 

>>I made a bunch of my variables global. When I change these to be passed 
>>parameters the program seems to work correctly. The problem is I have a 
>lot 

>>of global variables and I don't want to change all of them since this 
works 

>>in codewarrior. Anyone else run into a similar problem or have an idea as 
>>to what's wrong? 

>> 

>> 

> 

> 


—-MESSAGE FILE 19599 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000300 


——MESSAGE FILE 19600 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000301 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: C++ and 'exit' 

Date: Mon, 16 Mar 1998 10:43:57 -0600 

Organization: Metrowerks 

Lines: 27 

Message-ID: <sumner-ya02408000R1603981043570001@news.scea.sony.com> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks150.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:301 scee.yaroze.pr 
ogramming.codewarrior:199 


The "exit()" method isn't supported in the PlayStation libraries. You can 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6ijé6psS$jpr1l9@chuka.playstation.co.uk> 
References: <6iimu5S$jprlil@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


How can you have a best Speccy games list and not include the likes of Jet 
Set Willy, Chuckie Egg and Monty Mole?!! 


JohnT 


West wrote in message <6iimu5S$jpril@chuka.playstation.co.uk>... 

>In no particular order. 

> 

>Lords of Midnight 

> Probably one of the most atmospheric and addictive games ever. Anyone want 
to 

>write a yaroze version? no, guess I better do it myself. 

> 

>The Great Escape 

> Captures the mood of the film perfectly. Even though I never managed to 
escape 

>I still played this for months and months. Brilliant graphics for the time. 
> 
>Back to School 

> Probaly one of the most original games ever and one of those games which 
keep 

>you playing even when you cant get anywhere. 

> 


—-MESSAGE FILE 2084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00787 


—-MESSAGE FILE 2085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000788 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Sun, 3 May 1998 21:20:02 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6ij4bhSedu5@scea> 

References: <6ifrrbSedu3@scea> <6ihf3mSjpr2@chuka.playstation.co.uk> 
NNTP-Posting-Host: sud-tcsl-port20.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:602 scee.yaroze.freetalk.english: 
788 


And the winner is: 


MARK WILSON 


Thanks everyone. I did a little searching of all the mentioned games. It 
was Slap Fight. 


I did a little browsing and was able to find an emulated version. I can't 
believe it was 1986. That's 12 years ago. I've been playing games for way 
too long. Anyways, I'm gonna get back to playing Slap Fight. 


Thanks to everyone. 


Steve Tolin 


Mark Wilson wrote in message <6ihf3m$jpr2@chuka.playstation.co.uk>... 
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call it but it will just crash your program (though, you may want this in 
an Assert). Otherwise, just write your own such as 


void exit(int code) 


{ 


printf ("Exit called with code %i! Program halted.\n", code) ; 
asm{"break 0"); 


} 


In article <6e9fbtS6nq7@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>Hello everyone. 

> 

>Can someone tell me where 'exit(x)' is 
>defined in a C++ project ? I've got my 
>own assert macro and would like to 
>'exit' the program on an assert. 

> 

>Cheers 

> 

>Steve 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19600 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000301 


—-MESSAGE FILE 19601 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000302 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: C++ and 'exit' 

Date: Tue, 17 Mar 1998 13:43:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 
Message-ID: <6eluo8Sdud31@chuka.playstation.co.uk> 

References: <6e9fbtS$6nq7@chuka.playstation.co.uk> <sumner-ya02408000R160398104357000 
1@news.scea.sony.com> 

NNTP-Posting-Host: userl049.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:302 scee.yaroze.pr 
ogramming.codewarrior:200 


I tried that and I got... 

asm{"break 0"): 

"Error: end օք line expected' with 
the underscore under after the first 
opening brace. 


Cheers 

Steve 

>The "exit()" method isn't supported in 
the PlayStation libraries. You can 


>call it but it will just crash your 
program (though, you may want this in 


>an Assert). Otherwise, just write your 
own such as 

> 

>void exit (int code) 

>{ 


> printf ("Exit called with code si! 
Program halted.\n", code) ; 

> asm{"break 0"); 

>} 

> 

>In article 
<6e9fbt$6nq7@chuka.playstation.co.uk>, 
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"Steve Dunn" 
><stevedunn@dial.pipex.com> wrote: 


> 

>>Hello everyone. 

>> 

>>Can someone tell me where 'exit(x)' is 
>>defined in a C++ project ? I've got 
my 


>>own assert macro and would like to 
>>'exit' the program on an assert. 
>> 

>>Cheers 

>> 

>>Steve 

> 

>—— 

>PlayStation Development Tools Dude 
>Metrowerks 


—-MESSAGE FILE 19601 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000302 


——MESSAGE FILE 19602 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000303 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scea.yaroze.programming.codewarrior,scee.yaroze.programming.codewarrior 

Subject: Re: C++ and 'exit' 

Date: 17 Mar 1998 23:29:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <01bd51f£d$313255c0$54d449c2@Angelal.intelligent-—group.com> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> <sumner-ya02408000R160398104357000 
1@news.scea.sony.com> <6eluo8$dud31@chuka.playstation.co.uk> 

NNTP-Posting-Host: 184.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:303 scee.yaroze.pr 
ogramming.codewarrior:201 


Joel has done a funny here, his code fragment is from GNU C, not CW :) 
The correct code for CW on Yaroze is: 


asm void exit (void) 

{ 
breakc 028201 
nop 


} 


BTW. Steve, if you'd actually looked in the ARS library, the actual Action 
Replay 

comm channel access is done using assembler functions - you could have 
ripped 

the syntax from there (or from _psstart.c in fact). 


Craig. 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6eluo8$dud31@chuka.playstation.co.uk>... 
> I tried that and I got... 
asm{"break 0"); 
"Error: end of line expected' with 
the underscore under after the first 
opening brace. 


Steve 
>The "exit()" method isn't supported in 
the PlayStation libraries. You can 


> 
> 
> 
> 
> 
> Cheers 
> 
> 
> 
> 
> >call it but it will just crash your 
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> program (though, you may want this in 
> >an Assert). Otherwise, just write your 
> own such as 

>> 

> >void exit (int code) 

> >{ 

> > printf ("Exit called with code si! 
> Program halted.\n", code); 

>> asm{"break 0"); 

> >} 

>> 


—-MESSAGE FILE 19602 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000303 


--MESSAGE FILE 19603 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000304 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: C++ and 'exit' 

Date: Wed, 18 Mar 1998 16:44:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <6eotn2$15r3@chuka.playstation.co.uk> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> <sumner-ya02408000R160398104357000 
1@news.scea.sony.com> <6eluo8$dud31@chuka.playstation.co.uk> <01bd51f£d$313255c0$54d4 
49c2@Angelal.intelligent-group.com> 

NNTP-Posting-Host: userm349.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:304 scee.yaroze.pr 
ogramming.codewarrior:202 


Cheers Craig, 
>BIW. Steve, if you'd actually looked in 
the ARS library, the actual Action 


>Replay 

>comm channel access is done using 
assembler functions - you could have 
>ripped 


>the syntax from there (or from 
_psstart.c in fact). 

I did, but couldn't find 'break' and 
had no Idea that it should have been 
"breakc'. 

Thanks again. 


Steve 


>Joel has done a funny here, his code 
fragment is from GNU C, not CW :) 

ae correct code for CW on Yaroze is: 
TA void exit (void) 

EE 0x8201 


>BTW. Steve, if you'd actually looked in 
the ARS library, the actual Action 


>Replay 

>comm channel access is done using 
assembler functions - you could have 
>ripped 


>the syntax from there (or from 
_psstart.c in fact). 

> 

>Craig. 
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> 

>Steve Dunn <stevedunn@dial.pipex.com> 
wrote in article 
><6eluo8$dud31@chuka.playstation.co.uk>. 


>> I tried that and I got... 


>> asm{"break 0"}; 
>> "Error: end of line expected' 
with 


>> the underscore under after the first 
>> opening brace. 

>> 

>> Cheers 

>> 

>> Steve 

>> >The "exit()" method isn't supported 
in 

>> the PlayStation libraries. You can 
>> >call it but it will just crash your 
>> program (though, you may want this in 
>> >an Assert). Otherwise, just write 
your 

>> own such as 

>> > 

>> >void exit (int code) 

>> >í 

>> > printf ("Exit called with code Si! 
>> Program halted.\n", code) ; 

>> > asm{ "break 0"): 

>> >} 

>> > 

> 


--MESSAGE FILE 19603 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000304 


——MESSAGE FILE 19604 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000305 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Command Line CW tools 

Date: 23 Mar 1998 20:39:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6f6had$f1o19@chuka.playstation.co.uk> 

References: <6ef2sa$dud3@chuka.playstation.co.uk> 

NNTP-Posting-Host: nl.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6ef2sa$dud3@chuka.playstation.co.uk 


"Steve Dunn" <stevedunn@dial.pipex.com> wrote: 
>I think this would be an excellent 

>addition to the CodeWerks tools. Anyone 
>else share this opinion ? 

> 

>Steve 

> 

> 


I'd prefer them to fix the original before adding new bugs :) 
—-MESSAGE FILE 19604 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000305 


—-MESSAGE FILE 19605 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000306 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Command Line CW tools 

Date: Mon, 23 Mar 1998 22:15:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <é6fé6én00S$f1lo20@chuka.playstation.co.uk> 
References: <6ef2sa$dud3@chuka.playstation.co.uk> <6f6had$flol19@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: userl711.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The compiler and linker seem quite 
stable most(or some, depending on the 
day of the week) of the time. I think 
seperating them from the IDE will 
increase reliabilty no-end. Also, 
people can use whatever IDE they please. 
I understand it's unfair to compare the 
IDE to 'mass market" products such as 
Developer Studio, so seperating the 
compiler and linker would make a great 
deal of sence. 


Any opinions MetroWerks ? 
Steve 


>"Steve Dunn" <stevedunn@dial.pipex.com> 
wrote: 

>>I think this would be an excellent 
>>addition to the CodeWerks tools. 
Anyone 

>>else share this opinion ? 

>> 

>>Steve 

>> 

>> 

> 

>I'd prefer them to fix the original 
before adding new bugs :) 

> 


—-MESSAGE FILE 19605 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000306 


——MESSAGE FILE 19606 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000307 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Command Line CW tools 

Date: 24 Mar 1998 16:54:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6f8o0gq$f1o22@chuka.playstation.co.uk> 

References: <6ef2saS$dud3@chuka.playstation.co.uk> <6f6had$flol9@chuka.playstation.co 
-uk> <6f6n00S$f1lo20@chuka.playstation.co.uk> 

NNTP-Posting-Host: n6.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6f6n0o0$flo20@chuka.playstation.co.uk 


"Steve Dunn" <stevedunn@dial.pipex.com> wrote: 
>The compiler and linker seem quite 

>stable most (or some, depending on the 

>day of the week) of the time. I think 
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>seperating them from the IDE will 
>increase reliabilty no-end. Also, 
>people can use whatever IDE they please. 
>I understand it's unfair to compare the 
>IDE to 'mass market' products such as 
>Developer Studio, so seperating the 
>compiler and linker would make a great 
>deal of sence. 

> 

>Any opinions MetroWerks ? 

> 


Surely if you take away the ide you might as well use GNU? 


—-MESSAGE FILE 19606 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000307 


—-MESSAGE FILE 19607 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000308 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.codewarrior 

Subject: Re: Codewarrior works, GNU doesn't 

Date: Tue, 24 Mar 1998 18:04:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6f8scn$f1lo23@chuka.playstation.co.uk> 

References: <6ec5lm$i0m18@scea> 

NNTP-Posting-Host: an040.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:542 scea.yaroze.programming.codew 
arrior:308 


>I recently finished the first cut of the game I've been working on. I did 
>the programming using codewarrior and wanted to generate a version using 
>GNU. While the program compiles ok, when I run it I'm having all sorts of 
>problems mostly with my program freezing up for no apparent reason. I 
>believe the problem to be with my use of global variables that are shared 
>between the different C files. In order to cut down on function parameters 
>I made a bunch of my variables global. When I change these to be passed 
>parameters the program seems to work correctly. The problem is I have a 
lot 
>of global variables and I don't want to change all of them since this works 
>in codewarrior. Anyone else run into a similar problem or have an idea as 
>to what's wrong? 


I had the same problem, so I turned all the warnings on in GNU and it came 
up with a whole stack of things that Codewarrior didn't seem concerned 
about. Once I sorted those out it worked fine. 


Mark 


—-MESSAGE FILE 19607 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000308 


—-MESSAGE FILE 19608 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000309 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Mark Clayton <mark@nombas.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: CW from command line. 

Date: Wed, 25 Mar 1998 17:37:14 -0500 

Organization: Nombas, Inc. 

Lines: 33 

Message-ID: <3519871A.72AAAC5C@nombas.com> 

References: <3500AD13.E8B@charlie.cns.iit.edu> <sumner-ya02408000R0903980858250001@n 
ews.scea.sony.com> 

NNTP-Posting-Host: 205.181.136.237 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 

To: Joel Sumner <sumner@austin.metrowerks.com> 


Oh Yes! cmd line tools for CW! What dream come true that 
would be. Then we could integrate CW into our existing 
automated build system. 


Thanks, 
Mark Clayton 


Joel Sumner wrote: 


Hi Ed, 

We don't supply command line compilers right now, though we are 
considering it. I'll mark you down as a "yes". 
-Joel 


In article <3500AD13.E8B@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


>Can CodeWarrior be used from a DOS command line, like 
>Microsoft Visual C++ 5.0 still has the "cl" command line 
>compiler? In some ways of course, this would be silly, I 


>know, but I'm just curious. (For Yaroze as well as 3Com 
>Palm Pilots by the way). 

> 

>EdF 


PlayStation Development Tools Dude 


VVVVVVVVVVVVVVV VV VV VV 


Metrowerks 
mark@nombas.com ScriptEHase:Integration SDK Development 
Add JavaScript to your Applications - http://www.nombas.com/add_macros 


—-MESSAGE FILE 19608 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000309 


——MESSAGE FILE 19609 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000310 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Fri, 27 Mar 1998 02:38:31 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <wal-ya02408000R2703980238310001@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> <34eb8203.786896 
43@news.scea.sony.com> <sumner-—ya02408000R1902981013060001@news.scea.sony.com> 
NNTP-Posting-Host: ppp-asft01--023.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:310 scee.yaroze.pr 
ogramming.codewarrior:207 


Been way out of touch recently... 


I just want to say that I'm really disappointed that this update includes 
NO release notes, and generates NO installer log file. I can't tell what it 
changed. Grrrr... 


(BTW, I'm running the Mac OS version) 


Also, I noticed that the updater installed MWDebug, version 1.7.1, but I 
already have a version 1.7.4 of MWDebug (I own CodeWarrior Pro 2 as well). 
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Which one is recommended for Yaroze debugging? 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19609 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000310 


—-MESSAGE FILE 19610 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000311 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Fri, 27 Mar 1998 03:11:19 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <wal-ya02408000R2703980311190001@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> <34eb8203.786896 
43@news.scea.sony.com> <sumner-—ya02408000R1902981013060001@news.scea.sony.com> <wal- 
ya02408000R2703980238310001@news.scea.sony.com> 

NNTP-Posting-Host: ppp-asft01--021.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:311 scee.yaroze.pr 
ogramming.codewarrior:208 


Well, after messing around, I just found out the answer: MWDebug 1.7.4 
won't talk to the PlayStation, at least on my (new) machine, but 1.7.1 
does. What a hassle! I'll have to keep switching between debuggers 
depending on whether I'm debugging MacOS code or Yaroze code!! 


Another hassle: the debugger doesn't remember my serial port preferences 
between launches. If I quit and relaunch the debugger, I have to go back to 
Preferences and select "printer port", every time. (FYI, I *can't* use the 
modem port even if I wanted to, because my new machine's modem port is 
blocked off [in use by the internal modem]). 


Time to go to sleep.... 


In article <wal-ya02408000R2703980238310001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 

> Also, I noticed that the updater installed MWDebug, version 1.7.1, but I 
already have a version 1.7.4 of MWDebug (I own CodeWarrior Pro 2 as well). 
Which one is recommended for Yaroze debugging? 


VVVVV 


wayne a. lee <wal@blarg.net> 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19610 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000311 


——MESSAGE FILE 19611 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000312 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: PSComUtil Reset problem. Could this be the reason? 

Date: Mon, 30 Mar 1998 23:45:21 -0800 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <35209F0D.75B3@bc.sympatico.ca> 

References: <6dss89Siap20@chuka.playstation.co.uk> <sumner-ya02408000R09039809062500 
01@news.scea.sony.com> 

Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01lm02-110.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Joel wrote: 


>>>>>>>> 

SIOCONS doesn't really do much, it's just a terminal to the Net Yaroze. 
All of the "intelligence" is located on the Net Yaroze inside the boot 
monitor. SIOCONS just sends and receives text from the Net Yaroze. It 
also does a few other things (manages the download protocol) but it's 
fairly simple. When a program terminates, the Net Yaroze boot monitor 


shows you the brick screen (Note, I did not say "resets the Net Yaroze". 


It doesn't do that. It just cleans up a few things and puts up the 
brick 

screen). 

<<<<<<<< 


Which begs the question, why don't the bricks come up when using 
PSComUtil? 


I can certainly live with it the way it works now because everything 
works properly, ie multiple downloads/runs in a row work fine. I got 
tired of seeing the remains of my last run on the screen, so I clear 
everything before I exit. 


But — it occurs to me that this is kind of a PR/QA issue for Metrowerks. 


People always think that PSComUtil isn't working right because the 
bricks don't come back. It seems to me that making it work that way 
would cause less people to ask "what about the bricks" and complain 
about CodeWarrior's nonstandard (compared to siocons) behaviour. 
Speaking of which, more and more games (particularly from Japan) are 
using the dload -ո option which PSComUtil doesn't recognize. I don't 
know what the significance of the -ո is... 


- nick 
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—-MESSAGE FILE 19611 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


rior/00000312 


——MESSAGE FILE 19612 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000313 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Command Line CW tools 

Date: Wed, 1 Apr 1998 13:55:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6ftg5jS6ne39@chuka.playstation.co.uk> 


References: <6ef2sa$dud3@chuka.playstation.co.uk> <6f6had$flol9@chuka.playstation.co 
-uk> <6f6n00$flo20@chuka.playstation.co.uk> <6f80gq$flo22@chuka.playstation.co.uk> 


NNTP-Posting-Host: 194.216.129.206 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 
>Surely if you take away the ide you might as well use GNU? 
> 
OK, I'll change the topic. 
"How about a nice GUI for GDB" ? !!! :D 


Steve 


West wrote in message <6f8o0gq$flo22@chuka.playstation.co.uk>... 
>"Steve Dunn" <stevedunn@dial.pipex.com> wrote: 

>>The compiler and linker seem quite 

>>stable most (or some, depending on the 

>>day of the week) of the time. I think 

>>seperating them from the IDE will 

>>increase reliabilty no-end. Also, 

>>people can use whatever IDE they please. 

>>I understand it's unfair to compare the 
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>>IDE to 'mass market" products such as 

>>Developer Studio, so seperating the 

>>compiler and linker would make a great 

>>deal of sence. 

>> 

>>Any opinions MetroWerks ? 

>> 

> 

>Surely if you take away the ide you might as well use GNU? 
> 


—-MESSAGE FILE 19612 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000313 


——MESSAGE FILE 19613 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000314 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: PSComUtil Reset problem. Could this be the reason? 

Date: Fri, 03 Apr 1998 16:35:21 -0600 

Organization: Metrowerks 

Lines: 30 

Message-ID: <sumner-ya02408000R0304981635210001@news.scea.sony.com> 

References: <6dss89Siap20@chuka.playstation.co.uk> <sumner-ya02408000R09039809062500 
01@news.scea.sony.com> <35209F0D.75B3@bc.sympatico.ca> 

NNTP-Posting-Host: mtwks187.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <35209F0D.75B3@bc.sympatico.ca>, Nick_Porcino@studio.disney.com 
wrote: 

>I can certainly live with it the way it works now because everything 
>works properly, ie multiple downloads/runs in a row work fine. I got 
>tired of seeing the remains of my last run on the screen, so I clear 
>everything before I exit. 


I'll see what we can do to find some way to make this more clear to the 
user. Unfortunately, it is impossible to make the Net Yaroze display the 
brick screen. 


>But - it occurs to me that this is kind of a PR/QA issue for Metrowerks. 
>People always think that PSComUtil isn't working right because the 
>bricks don't come back. It seems to me that making it work that way 
>would cause less people to ask "what about the bricks" and complain 
>about CodeWarrior's nonstandard (compared to siocons) behaviour. 
>Speaking of which, more and more games (particularly from Japan) are 
>using the dload -ո option which PSComUtil doesn't recognize. I don't 
>know what the significance of the -ո is... 


You can use the syntax 
"local load <filename>". This is the same as load -n. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19613 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000314 


——MESSAGE FILE 19614 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000315 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scea.yaroze.programming.codewarrior 
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>>Like Gradius it had power ups. There were stars you collected. After so 
>>many stars then you could purchase new weapoons or items for your ship. I 
>>remember the best config was to get homing missle, speed upgrades, but 
>>there were also wing upgrades that would widen your ship (to a length of 
>3). 

>>If you got shot in the wing you'd loose them. 

>> 

>>Simple as that. 

>> 

> 

>It could be Slap Fight, I only ever played the C64 version, but I recall 
>that having wing extensions. 

> 

>Mark 

> 

> 


-—-MESSAGE FILE 2085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00788 


—-MESSAGE FILE 2086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000789 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 3 May 1998 21:23:52 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6ij4inSedué6é@scea> 

References: <6ii6n6$fq6l@emeka.playstation.co.uk> <354d041a.4117217@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: sud-tcsl-port20.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just a question: Are you thinking canda is Canada. 
And if so you think that we are one of the smaller states. 


Get real. Canada is the largest country in the world. 


Robert Swan wrote in message <354d041a.4117217@www.netyaroze-europe.com>... 
>On 3 May 1998 17:41:10 +0100, George_Bain@Playstation.sony.com wrote: 

> 

>I know where you are from in America - its one of the smaller states 
>called canda !!!! 

> 

>Robert Swan - expecting a beating when he sees George at onedotzero 
>(dear god, let him have a sense of humour, even though I know im not 
>funny) 


—-MESSAGE FILE 2086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00789 


—-MESSAGE FILE 2087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000790 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 03 May 1998 22:15:11 -0700 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <354D4EDF. 624E6FBB@sinclair.net> 

References: <3549C8BA.338@saqnet.co.uk> <6idbsaSlbr6é@chuka.playstation.co.uk> <354a4 
e7a.251227@www.netyaroze-europe.com> <1ld8ecd3.lie8sfd1lx4pxwaN@al-88-103.al.nl> 
NNTP-Posting-Host: dreamer.sincom.com 
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Subject: Re: Command Line CW tools 

Date: 4 Apr 1998 02:09:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <slrn6ib9a7.nq.toby@caffeine.forefront.com.au> 

References: <6ef2saS$dud3@chuka.playstation.co.uk> <6f6had$flol9@chuka.playstation.co 
-uk> <6f6n00$flo20@chuka.playstation.co.uk> <6f8o0gq$flo22@chuka.playstation.co.uk> Հ 
6ftg5jS$6ne39@chuka.playstation.co.uk> 

Reply-To: tjs@cs.monash.edu.au 

NNTP-Posting-Host: modem09.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Wed, 1 Apr 1998 13:55:26 -0000, Steve Dunn 
<stevedunnmobile@dial.pipex.com> wrote: 


>> 

>>Surely if you take away the ide you might as well use GNU? 
>> 

>OK, I'll change the topic. 

> "How about a nice GUI for GDB" ? !!! :D 

> 


Having never used it, I don't know what it's like, but at least for unix 
(and hence _maybe_ for Win32, using a new cygwin32) there's a program called 
xxgdb, which provides a gui frontend. can't comment on the quality; i'd 

much rather use gdb the way it was intended to be used. 


Can i change the topic too? :) 
"how frequently does a GUI IDE actually do something for you that you can't 
do with a good editor, a makefile, RCS, and the GNU compiler suite?" 


toby. 
—-MESSAGE FILE 19614 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000315 


—-MESSAGE FILE 19615 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000316 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Command Line CW tools 

Date: Sat, 4 Apr 1998 10:10:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 
Message-ID: <6g4t77S6vn2@chuka.playstation.co.uk> 

References: <6ef2saS$dud3@chuka.playstation.co.uk> <6f6had$flol9@chuka.playstation.co 
-uk> <6f6n00S$flo20@chuka.playstation.co.uk> <6f8o0gq$flo22@chuka.playstation.co.uk> < 
6ftg5jS6ne39@chuka.playstation.co.uk> <slrn6ib9a7.nqg.toby@caffeine.forefront.com.au> 
NNTP-Posting-Host: userm888.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello Toby, 

>Can i change the topic too? :) 

Yes 

>"how frequently does a GUI IDE actually 
do something for you that you can't 

> do with a good editor, a makefile, 
RCS, and the GNU compiler suite?" 

Hardly ever. Although I'd prefer to 
scroll down a tree control or click a 
button than type in reems of text. 


Steve 'button' Dunn ;) 


>On Wed, 1 Apr 1998 13:55:26 -0000, 
Steve Dunn 

> <stevedunnmobile@dial.pipex.com> 
wrote: 

>>> 

>>>Surely if you take away the ide you 
might as well use GNU? 

>>> 

>>OK, I'll change the topic. 
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>> "How about a nice GUI for GDB" ? 
CEI :ք 

»» 

>Having never used it, I don't know what 
it's like, but at least for unix 

>(and hence _maybe_ for Win32, using a 
new cygwin32) there's a program called 
>xxgdb, which provides a gui frontend. 
can't comment on the quality; i'd 

>much rather use gdb the way it was 
intended to be used. 

> 

>Can i change the topic too? :) 

>"how frequently does a GUI IDE actually 
do something for you that you can't 

> do with a good editor, a makefile, 
RCS, and the GNU compiler suite?" 

> 

>toby. 


—-MESSAGE FILE 19615 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000316 


——MESSAGE FILE 19616 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000317 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: weird stationery behavior? (Mac) 

Date: Sat, 11 Apr 1998 23:05:26 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <wal-ya02408000R1104982305260001@news.scea.sony.com> 
NNTP-Posting-Host: ppp-asft06--183.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I think all my CodeWarrior pieces are up to date, but it's hard to 
remember, because I own both CWPro2 and CW for Net Yaroze 2, and I recently 
got a new Mac, and transferred everything over from my old one.... 
anyway... 


This is the weird behavior. I have a project in the "(Project Stationery)" 
folder, all set up with access paths pointing to "Net Yaroze Support" etc, 
and it was created brand new (no need to convert from old project formats). 
However, when I try to create a new project using it as stationery (from 
the New Project dialog), when the new project opens, I get warnings that 
say it couldn't find access paths "PlayStation Support"!? Then I open the 
project settings for it and references to "Net Yaroze Support" have 
mysteriously been changed to say "PlayStation Support"!! How did that 
happen? 


If I just copy the stationery myself and rename it, it works fine. 


Please let me know if I've just done something really dumb (very possible; 
I'm pretty tired!) 


(IDE version is 2.1, by the way) 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 

—-MESSAGE FILE 19616 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000317 


—-MESSAGE FILE 19617 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000318 
Path: chuka.playstation.co.uk!scea!wal 
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From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: weird stationery behavior? (Mac) 

Date: Sat, 11 Apr 1998 23:41:58 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <wal-ya02408000R1104982341580001@news.scea.sony.com> 
References: <wal-ya02408000R1104982305260001@news.scea.sony.com> 
NNTP-Posting-Host: ppp-asft01--016.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Yep, I'm tired, ignore that last message!!!! My mistake. I accidentally 
ended up with two projects in the project folder in the stationery folder, 
one old (with old access paths), one new... the created project was using 


the old project (with the Playstation Support paths) as the template. Oops. 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 

—-MESSAGE FILE 19617 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000318 


——MESSAGE FILE 19618 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000319 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: debugger variable display weirdness 

Date: Fri, 24 Apr 1998 13:18:21 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <wal-ya02408000R2404981318210001@news.scea.sony.com> 
NNTP-Posting-Host: dnai-207-181-237-139.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I haven't filed this as a bug report yet, thought I'd see if anyone else 
had encountered this... maybe I'm doing something wrong. 


When I'm using MWDebug (v 1.7.1, Mac), many variable are displayed 
incorrectly in the variable pane. Usually it's the parameters that are 
passed in to the function. I have to crawl up the stack to the caller to 
find out what value is really being passed in, or modify the code to assign 
the parameter to a global or temporary variable, which I can then look at. 


Anyone else have this problem? I can't remember if this happened to me 
before I switched computers. I'm now running OS 8.1 on a PowerMac 6500/300. 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.html> 

—-MESSAGE FILE 19618 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000319 


——MESSAGE FILE 19619 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000320 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: debugger variable display weirdness 

Date: Sun, 26 Apr 1998 12:06:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <35431547.A216AD17@compuserve. com> 

References: <wal-ya02408000R2404981318210001@news.scea.sony.com> 
NNTP-Posting-Host: 1d40-147.lon.compuserve.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


One thing I have noticed is that if the compiler has placed your variable 
in a register then MWDebug definitely gives you the wrong value. 
I got round this by declaring all variables as "volatile" during debug. 


Nick Slaven 
wayne a. lee wrote: 


I haven't filed this as a bug report yet, thought I'd see if anyone else 
had encountered this... maybe I'm doing something wrong. 


> 

> 

> 

> When I'm using MWDebug (v 1.7.1, Mac), many variable are displayed 

> incorrectly in the variable pane. Usually it's the parameters that are 

> passed in to the function. I have to crawl up the stack to the caller to 

> find out what value is really being passed in, or modify the code to assign 
> the parameter to a global or temporary variable, which I can then look at. 
> 
> 
> 
> 
> 
> 
> 


Anyone else have this problem? I can't remember if this happened to me 
before I switched computers. I'm now running OS 8.1 on a PowerMac 6500/300. 


wayne a. lee <wal@blarg.net> 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 


—-MESSAGE FILE 19619 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000320 


—-MESSAGE FILE 19620 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000321 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Metrowerks at CGDC 

Date: Fri, 01 May 1998 10:35:37 -0500 

Organization: Metrowerks 

Lines: 9 

Message-ID: <sumner-ya02408000R0105981035370001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks110.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:321 scee.yaroze.pr 
ogramming.codewarrior:228 


Hi there, 
If anyone is going to CGDC, stop by the Metrowerks booth. There's 
probably a T-shirt in it for you ;-) 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19620 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000321 


——MESSAGE FILE 19621 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000322 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Metrowerks moving 

Date: Fri, 01 May 1998 10:35:07 -0500 
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Organization: Metrowerks 

Lines: 8 

Message-ID: <sumner-ya02408000R0105981035070001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks110.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:322 scee.yaroze.pr 
ogramming.codewarrior:230 


Hi there, 

Metrowerks will be moving offices on Friday, May 1 through Monday, May 4, 
1998. We'll be back up on Tuesday, May 5, 1998. We apologize for any 
inconvenience. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 19621 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000322 


—-MESSAGE FILE 19622 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000323 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: Metrowerks at CGDC 

Date: Sun, 03 May 1998 13:07:47 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <354c6c05.451769@news.scea.sony.com> 

References: <sumner-ya02408000R0105981035370001@news.scea.sony.com> 
NNTP-Posting-Host: ip1l51.ts3.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:323 scee.yaroze.pr 
ogramming.codewarrior:233 


Are you guys planning to attend E3 also?? 


On Fri, 01 May 1998 10:35:37 -0500, sumner@austin.metrowerks.com (Joel 
Sumner) wrote: 


>Hi there, 

> If anyone is going to CGDC, stop by the Metrowerks booth. There's 
>probably a T-shirt in it for you չ-) 

> 

>-Joel 


—-MESSAGE FILE 19622 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000323 


——MESSAGE FILE 19623 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000324 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Mark Andrade" <reewq@andradearts.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: '_d_dtoi' Link errors 

Date: Wed, 06 May 1998 22:28:37 -0700 

Organization: Andrade Arts 

Lines: 26 

Message-ID: <6irg2fS6r7@scea> 

NNTP-Posting-Host: hdn105-167.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.0a (190) 
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I keep getting link errors every time I try to type cast a double or float 
to a short. It only seems to happen if I convert the double or float to a 
short and then try to set a parameter in a GsSprite. 


For example: 
//assume that mySprite has already been created. 


short x ; 

double dx = 1.03; 

x = dx; 

mySprite.x = x; // My tests show it complains about this line. 


The link errors I get are: 
Link Error : undefined: '_d_dtoi' 


Link Error : undefined: '_d_fle' 
Link Error : undefined: '_d_add' 
Link Error : undefined: '_d_fge' 


All referenced form 'drag' in main.c 


If I do not set mySprite.x, CW doesn't complain. Do I need to set something 
in the Prefs? Am we not allowed to do this? Thanks for the help. 


Mark Andrade 

mark@andradearts.com 

—-MESSAGE FILE 19623 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000324 


——MESSAGE FILE 19624 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000325 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 
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—-MESSAGE FILE 19624 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000325 


—--MESSAGE FILE 19625 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000326 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 

scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVV VV VV VV VV 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
—-MESSAGE FILE 19625 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000326 


—-MESSAGE FILE 19626 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000327 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
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ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 

Will Atkin wrote: 

Maurice Sibrandi wrote: 

YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Will 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 19626 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000327 


—--MESSAGE FILE 19627 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000328 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: MW lib functions 

Date: Mon, 01 Jun 1998 22:35:27 GMT 

Organization: SCEA News Server 

Lines: 11 
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Message-ID: <35732b4e.21105758@news.scea.sony.com> 
Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Has anyone gotten the MW file i/o functions (MWDebugIO.h or 
something -- I forget, I'm mailing from work...) to work properly with 
a relatively large program? I got the functions to read and write to 
files on my PC with a bare-bones program, but when I copy the same 
code to my project, which is considerably larger memory-wise, I get 
hardware exceptions from within the MW functions -- I checked the 
memory map and the error address. Anyone else successful or 
experienced these problems?? 


Jamin 

jaminl@psu.edu 

—-MESSAGE FILE 19627 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000328 


——MESSAGE FILE 19628 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000329 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: MW lib functions 

Date: Wed, 03 Jun 1998 16:28:20 +0100 

Organization: Intelligent Research 

Lines: 19 

Message-ID: <35756B94.EAF78E22@hinge.mistral.co.uk> 
References: <35732b4e.21105758@news.scea.sony.com> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Jamin Frederick wrote: 


Has anyone gotten the MW file i/o functions (MWDebugIO.h or 
something -- I forget, I'm mailing from work...) to work properly with 
a relatively large program? I got the functions to read and write to 
files on my PC with a bare-bones program, but when I copy the same 
code to my project, which is considerably larger memory-wise, I get 
hardware exceptions from within the MW functions -- I checked the 
memory map and the error address. Anyone else successful or 
experienced these problems?? 


VVVVVVVV 


The MW file i/o stuff is a tad unstable - that's why I wrote ARSto replace 


> jaminl@psu.edu 


—-MESSAGE FILE 19628 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000329 


—--MESSAGE FILE 19629 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000330 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: MW lib functions 

Date: Wed, 3 Jun 1998 17:13:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <613ufs$6011@chuka.playstation.co.uk> 

References: <35732b4e.21105758@news.scea.sony.com> <35756B94.EAF78E22@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: usera839.uk.uudial.com 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Craigs ARS is excellent ;O Although I've never found any problems using the 
serial MW functions. 

I've recently added ARS to also include support for the MW reads and writes. 
This addition also comes with a new windows front end, with the biggest bonus 
being it also works on NT. The front end also includes facilities for doing 
everything that can be done with an AR or GS via buttons, including viewing 
registers and memory, sending bytes and long words, sending files, and 


reflashing(with the Datel ROM obviously:) If anyone shows even the smallest 
amount of interest in this, I'll upload it. 
Steve 


>Jamin Frederick wrote: 


> 
>> Has anyone gotten the MW file i/o functions (MWDebugIO.h or 
>> something -- I forget, I'm mailing from work...) to work properly with 


>> a relatively large program? I got the functions to read and write to 
>> files on my PC with a bare-bones program, but when I copy the same 

>> code to my project, which is considerably larger memory-wise, I get 
>> hardware exceptions from within the MW functions -- I checked the 

>> memory map and the error address. Anyone else successful or 

>> experienced these problems?? 

> 
>The MW file i/o stuff is a tad unstable - that's why I wrote ARSto replace 
PEE Հա առատ 

> 
>> Jamin 

>> jaminl@psu.edu 
> 

> 

> 


—-MESSAGE FILE 19629 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000330 


—--MESSAGE FILE 19630 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000331 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: MW lib functions 

Date: Tue, 09 Jun 1998 22:08:13 GMT 

Organization: SCEA News Server 

Lines: 50 

Message-ID: <357dafbc.1679615@news.scea.sony.com> 

References: <35732b4e.21105758@news.scea.sony.com> <35756B94.EAF78E22@hinge.mistral. 
co.uk> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I checked out ARS - very nice! Can you write to a file? If 
so, how? 


Another thing, what will the yaroze audience be using as a 

standard for PC i/o...since CW doesn't work. That's really 

really annoying, and I'm not very happy with Metrowerks, 

since I almost went crazy trying fix something that can't be fixed. 
Get on the ball, Metrowerks! At least TELL us that your i/o functions 
are screwed up!! 


Anyway, do a lot of yarozers have the action replay thingie, and 
would it be practical for the general audience, to go ahead and 

use the ARS libs? If MW doesn't give any response, then I'll probably 
make good use of ARS, since my game *depends* on the loading 

to overlay load each level in sequence after completing the previous 
one. 


Net Yaroze newsgroups message dump.txt 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Since it is an RPG, turn-based fights is how it works. Most RPG's work 


that way. If it had action, it would be an action-adventure game (like 
Zelda); a completely different genre altogether. And technically, it 
isn't truly turn based, it's kind of a mixture. If you just sit there 


while the enemy pounds away at you, you will die. 


For an RPG lover, the game is one of the best released - it has a great 
storyline (in an RPG, that is equal in importance to the gameplay), and 
great gameplay - a new, innovative combat system, many many secrets and 
things to keep the player coming back for more. And action mini-games 
to break up the tension. The graphics were just the icing on the cake - 
the game would have been just as good without the FMV's (though I wish 
they had truly finished the story - it doesn't tell you what happened to 
everybody!). 


That's why it got those reviews - its like any game, if you don't like 
RPG's, you won't like FFVII. I personally don't like realtime strategy 
wargames, but I have to admit that in that genre, Warcraft 2 and Myth 
were great revolutionary new games that affected how most future 
realtime strategy games will be. I still don't like them (most - 
remember that old Genesis game Herzog Zwei? I loved that game!) 


I agree with you on this. Nice graphics, nice story, gameplay a draft. 
And it is turnbased!!! How can a turnbased game be the best game ever 
for PSX like some reviews tell? 


> 
> 
> 
> No, I need a little more action than FF7 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


Page 1326 


—-MESSAGE FILE 2087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00790 


—-MESSAGE FILE 2088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000791 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Sun, 03 May 1998 22:17:21 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <354D4F61.F650010B@ésinclair.net> 


References: <3549C8BA.338@saqnet.co.uk> <6ie37eSedu2@scea> <6ien75$lbr7@chuka.playst 


ation.co.uk> <354c8f£71.3210000@www.netyaroze-europe. com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I agree - best Zelda game so far, even though its on Gameboy. If you 
have a Gameboy, get this game! 


Robert Swan wrote: 


This may seem a bizarre nomination for best game but - 


> 

> 

> 

> Legend of Zelda - Links Awakening on the game boy. 

> Now that really did amaze me. hours and hours of fun. 
> 
> 


Robert Swan 
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But are most yarozers doing a lot of i/o with the PC? What's the 


standard? It would be cool if everyone invested in an Action Replay 
and screw the serial i/o, in my opinion. 


Jamin 


Jamin 


On Wed, 03 Jun 1998 16:28:20 +0100, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>Jamin Frederick wrote: 


> 
>> Has anyone gotten the MW file i/o functions (MWDebugIO.h or 
>> something -- I forget, I'm mailing from work...) to work properly with 


>> a relatively large program? I got the functions to read and write to 
>> files on my PC with a bare-bones program, but when I copy the same 

>> code to my project, which is considerably larger memory-wise, I get 
>> hardware exceptions from within the MW functions -- I checked the 

>> memory map and the error address. Anyone else successful or 

>> experienced these problems?? 

> 
>The MW file i/o stuff is a tad unstable - that's why I wrote ARSto replace 
ՀՆԻ աոան արին 

> 
>> Jamin 

>> jaminl@psu.edu 
> 

> 

> 


—-MESSAGE FILE 19630 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000331 


—-MESSAGE FILE 19631 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000332 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: MW lib functions 

Date: Tue, 09 Jun 1998 22:10:06 GMT 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <357db28a.2397597@news.scea.sony.com> 

References: <35732b4e.21105758@news.scea.sony.com> <35756B94.EAF78E22@hinge.mistral. 
co.uk> <613ufs$60l11l@chuka.playstation.co.uk> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm very interested. Can you send it to jaminl@psu.edu? 


Jamin 


On Wed, 3 Jun 1998 17:13:50 +0100, "Steve Dunn" <steve@backroom.tm> 
wrote: 


>Craigs ARS is excellent ;O Although I've never found any problems using the 
>serial MW functions. 

>I've recently added ARS to also include support for the MW reads and writes. 
>This addition also comes with a new windows front end, with the biggest bonus 
>being it also works on NT. The front end also includes facilities for doing 
>everything that can be done with an AR or GS via buttons, including viewing 
>registers and memory, sending bytes and long words, sending files, and 


>reflashing(with the Datel ROM obviously:) If anyone shows even the smallest 
>amount of interest in this, I'll upload it. 

> 

>Steve 


> 
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>>Jamin Frederick wrote: 


>> 
>>> Has anyone gotten the MW file i/o functions (MWDebugIO.h or 
>>> something -- I forget, I'm mailing from work...) to work properly with 


>>> a relatively large program? I got the functions to read and write to 
>>> files on my PC with a bare-bones program, but when I copy the same 
>>> code to my project, which is considerably larger memory-wise, I get 
>>> hardware exceptions from within the MW functions -- I checked the 

>>> memory map and the error address. Anyone else successful or 

>>> experienced these problems?? 

>> 
>>The MW file i/o stuff is a tad unstable - that's why I wrote ARSto replace 
22 DU eos vs 

>> 
>>> Jamin 

>>> jaminl@psu.edu 
>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 19631 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000332 


--MESSAGE FILE 19632 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000333 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: What are these??? 

Date: Sun, 14 Jun 1998 08:53:45 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <35838f65.2360293@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


When I compiled one of the tutorials It created two files tuto0.PSE 

tuto0.PXE what are these??? 

—-MESSAGE FILE 19632 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000333 


—-MESSAGE FILE 19633 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000334 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: What are these??? 

Date: Sun, 14 Jun 1998 15:57:54 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <3583f17a.53808024@news.scea.sony.com> 

References: <35838f65.2360293@news.scea.sony.com> 
NNTP-Posting-Host: client—151-198-130-92.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>When I compiled one of the tutorials It created two files tuto0.PSE 
>tuto0.PXE what are these??? 


My memory is a bit fuzzy, ti's been awhile since I studied CW... 
The .PXE file is your final executable. Since there are no associated 
graphics or other files to go with the text program, you can just 
download that directly with PsComUtil and run it. CW uses extension 
SIO for batch files for programs that have multiple files to 
download. 

I assume the .PSE is an intermediate object file that is compiled 
from the source code, but has not been linked with other files in the 
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project grouping into a final executable yet. 
I suspect I will be educated more thoroughly by others when they 
read this post... 


-Matt 


--MESSAGE FILE 19633 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000334 


——MESSAGE FILE 19634 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000335 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: What are these??? 

Date: Mon, 15 Jun 1998 11:42:09 +0100 

Organization: Intelligent Research 

Lines: 20 
Message-ID: <3584FA81.F1A8F19F@hinge.mistral.co.uk> 

References: <35838f65.2360293@news.scea.sony.com> <3583f17a.53808024@news.scea.sony. 
com> 
NNTP-Posting-Host: 194.131.235.3 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Matthew Hulett wrote: 


> My memory is a bit fuzzy, ti's been awhile since I studied CW... 
> The .PXE file is your final executable. Since there are no associated 


Yep. It's actually proper PSX EXE format as well.... 


> I assume the .PSE is an intermediate object file that is compiled 
> from the source code, but has not been linked with other files in the 
> project grouping into a final executable yet. 


PSE is the executable's debug information I believe... 
> -Matt 


Craig. 


--MESSAGE FILE 19634 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000335 


——MESSAGE FILE 19635 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000336 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Why can't I compile?? 

Date: Tue, 16 Jun 1998 17:45:59 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <3587aedf.3895221@news.scea.sony.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


I think I may be doing something wrong or have just used really easy 
and less powerful compilers in the past but for the life of me I can't 
get this. When I download a simple C file off the net I open the C 
file with codewarrior but no matter what I do I cant compile. Does 
anyone know what I am doing wrong? 
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—-MESSAGE FILE 19635 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000336 


——MESSAGE FILE 19636 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000337 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Why can't I compile?? 

Date: Tue, 16 Jun 1998 16:38:37 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35869da8.49187413@news.scea.sony.com> 

References: <3587aedf.3895221@news.scea.sony.com> 
NNTP-Posting-Host: client—151-198-130-79.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>I think I may be doing something wrong or have just used really easy 
>and less powerful compilers in the past but for the life of me I can't 
>get this. When I download a simple C file off the net I open the C 
>file with codewarrior but no matter what I do I cant compile. Does 
>anyone know what I am doing wrong? 


Did you create a new net yaroze project, i.e. have you created a 
program grouping and a workspace? I suspect you may want to create a 
new project, then bring that C file into the project grouping by 
inserting it into the project in the project window. Under the project 
heading, you will see a command for inserting files. 

I find CW to be very similar to VC++, IMHO. There are a few extras 
to be concerned with, If you work through Chapter 3 of "CW Targeting 
Playstation OS", titled "Creating Projects" (pgs. 23-69), you will get 
a good introduction to the environment. 


—Matt 
—-MESSAGE FILE 19636 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000337 


——MESSAGE FILE 19637 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000338 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Manny Najera" <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Linker errors (Please help!) 

Date: 10 Jul 1998 03:15:35 GMT 

Organization: Flash Games 

Lines: 12 

Message-ID: <0Olbdabb2$1916e0a0S4cb5dccf@mannynaj> 
NNTP-Posting-Host: chf-i15-76.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


I haven't used CW in a while, but when I tried to compile some C++ code, I 
got this error: 


Link Error : undefined: ;GetPadBuf (volatile unsigned char**,volatile 
unsigned char**); Referenced from ¿maing in main.c 


GetPadBuf is the only lib function that I use in this particular program. 

I know there must be something that I left out, but I can't figure out what 
it is. I created a new project, then typed a few lines of code into 
main.c. What could be the problem? 


Manny Najera 
—-MESSAGE FILE 19637 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000338 


——MESSAGE FILE 19638 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000339 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior 
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Subject: Re: Linker errors (Please help!) 

Date: 10 Jul 1998 07:30:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <Olbdabd4$66ef09c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <Olbdabb2$1916e0a0S4cb5dccf@mannynaj> 

NNTP-Posting-Host: d3-s40-205-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Manny Najera <mannyn@ix.netcom.com> wrote in article 
<O1lbdabb2$1916e0a0S4cb5dcecf@mannynaj>... 
> I haven't used CW in a while, but when I tried to compile some C++ code, 


got this error: 


Link Error : undefined: ;GetPadBuf (volatile unsigned char**,volatile 
unsigned char**); Referenced from ¿maing in main.c 


VVVVVVH 


GetPadBuf is the only lib function that I use in this particular program. 


> I know there must be something that I left out, but I can't figure out 
what 

> it is. I created a new project, then typed a few lines of code into 

> main.c. What could be the problem? 


Make sure you've put the usual 


#if 

defined (_LANGUAGE_C_PLUS_PLUS) | |defined(__cplusplus) | |defined(c_plusplus) 
extern "C" { 

#endif 


// All the library function defs go here 


#if 
defined (_LANGUAGE_C_PLUS_PLUS) | |defined(__cplusplus) | |defined(c_plusplus) 


} 
#endif 


declaration around the function defs in libps.h 
> Manny Najera 
Craig. 


—-MESSAGE FILE 19638 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000339 


—--MESSAGE FILE 19639 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000340 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesxX.demon.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Linker errors (Please help!) 

Date: Fri, 10 Jul 1998 21:59:07 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 30 
Message-ID: <35A6809B.EF027804@reality-—bytesX.demon.co.uk> 
References: <0Olbdabb2$1916e0a0S4cb5dccf@mannynaj> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I used to get this error before I realised that not only did I have to have 
pad.h included, but I also needed to add the file pad.c to my project. 


PAD.C is the file where all the pad functions are 'defined', they are only 
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"declared' in PAD.H 

Hope this helps 

Kevin 


Remove 'X' from address to Email me. 


Manny Najera wrote: 


I haven't used CW in a while, but when I tried to compile some C++ code, I 
got this error: 


Link Error : undefined: ;GetPadBuf (volatile unsigned char**,volatile 
unsigned char**); Referenced from ¿maing in main.c 


> 
> 
> 
> 
> 
> 
> GetPadBuf is the only lib function that I use in this particular program. 

> I know there must be something that I left out, but I can't figure out what 
> it is. I created a new project, then typed a few lines of code into 

> main.c. What could be the problem? 

> 
> 


Manny Najera 


—-MESSAGE FILE 19639 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000340 


—-MESSAGE FILE 19640 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000341 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Manny Najera" <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Linker errors (Please help!) 

Date: 11 Jul 1998 00:41:26 GMT 

Organization: Flash Games 

Lines: 5 

Message-ID: <01bdac65$b8137840S80b4dccf@mannynaj> 

References: <QOlbdabb2$1916e0a0S4cb5dccf@mannynaj> <Olbdabd4$66ef09c0Sf30b0a0a@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: chf-i13-128.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


Thanks! This was the exact problem I had. I just assumed that the extern 
"C" thing was allready in there... 


Manny Najera 


—-MESSAGE FILE 19640 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000341 


—-MESSAGE FILE 19641 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000342 

Path: chuka.playstation.co.uk!news 

From: "Simon P. Bullen" <sbullen@bigpond.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: malloc/free/new and delete 

Date: Thu, 06 Aug 1998 19:01:12 +1000 

Organization: Continental Laboratories 

Lines: 33 

Message-ID: <35C970D8.8953E503@bigpond. com> 

References: <01bc8513$4e939960S9fbf43ce@wkwerner> <MPG.e219a4b5e0e7900989682@news.sc 
ea.sony.com> 

Reply-To: simonb@geocities.com 

NNTP-Posting-Host: EXIP-T-003-p-204-144.tmns.net.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 
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> 2) There were a couple of bugs that we found at the last minute that were 
> only related to C++. Since most of the Yaroze programmers right now are 

> using straight C, we elected to temporarily remove C++ support from the 

> tools (by removing the runtime library. If you wish to use C++, you can 

> do so by writing your own new() and delete() functions that map to 

> malloc() and free() ) 


Incidentally, the supplied C++ runtime library's version of delete crashes when 
you attempt to delete a null pointer, which is supposed to be safe. 


Also, using the standard C++ way of overloading new and delete does not compile, 
but this can be worked around by providing functions something like this: 


void __dl( void *uptr ) { if( uptr != NULL ) free( uptr ); } 
void _ nw( size_t size ) { return malloc(size); } 


I used this technique to get Fortify working under CodeWarrior for C and C++. For 
those who have not heard of Fortify, it is a library that wraps around 
malloc/free/new/delete to detect leaks, overwrites, and all manner of memory 
related bugs. 
Get your copy now from http://www.geocities.com/SiliconValley/Horizon/8596/ 


The next official release of Fortify will include the CodeWarrior fixes. Drop me 
an e-mail if you're interested in using this, and it might encourage me to finish 
off the rest of the stuff I have to do before version 2.3 can be released :-). 


GCC users should be able to use version 2.2, though I haven't tried the Yaroze 
version of GCC specifically. 


spb 


—-MESSAGE FILE 19641 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000342 


—-MESSAGE FILE 19642 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000343 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: TestCard(); Problems 

Date: Wed, 09 Sep 1998 07:39:44 -0400 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35F66900.4DA4E141@bigfoot .com> 

NNTP-Posting-Host: 137.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:340 scea.yaroze.pr 
ogramming.codewarrior:343 


Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
{ 
int slot0, Տ1օԵ1չ 


printf ("Memory Card Test\n"); 
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slot0O = 


Z< 


long) TestCard( (long) 0); 


slotl = 


_ 


long) TestCard((long)1); 


printf("Slot 0: %d\nSlot 1: %d\n\n",slot0,slotl); 
} 


-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (811, New memory cards return 4, and the access card returns 0) 


Has anyone else had this problem? I browsed over the newsgroup to see if 
anyone else had posted problems(It seems like a big problem), but I 
didn't see anyone, so I decied to post. 


"Darco 
—-MESSAGE FILE 19642 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000343 


—--MESSAGE FILE 19643 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000344 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 16:57:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 
Message-ID: <35F6A574.DEE2C730@easynet.co.uk> 

References: <35F66900.4DA4E141@bigfoot.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:341 scea.yaroze.pr 
ogramming.codewarrior: 344 


Darco wrote: 
Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
{ 
int slot0, slotl; 


printf ("Memory Card Test\n"); 


sloto (long) TestCard((long) 0); 


slotl (long) TestCard((long)1); 


VVVVVVVVVVVVVVV VV VV VV VV 


printf("Slot 0: %d\nSlot 1: %d\n\n",slot0,slotl); 
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} 
-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (811, New memory cards return 4, and the access card returns 0) 


Has anyone else had this problem? I browsed over the newsgroup to see if 
anyone else had posted problems(It seems like a big problem), but I 
didn't see anyone, so I decied to post. 


VVVVVVVVVVVVVV VV VV 


'Darco 


Maybe you need to format the card first? There's a utility that comes with 
CW that does it for you. 


I'll try your code tonight on a formatted card and see what happens 


Phil 


--MESSAGE FILE 19643 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000344 


——MESSAGE FILE 19644 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000345 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 15:56:33 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <35F6DD71.1044D965@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> 
NNTP-Posting-Host: 415.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:342 scea.yaroze.pr 
ogramming.codewarrior:345 


Phil Gooch wrote: 


> 

> Maybe you need to format the card first? There's a utility that comes with 
> CW that does it for you. 

> 

> I'll try your code tonight on a formatted card and see what happens 


Good try, but I ran the program before in inserted the blank card - I 
had my origional memory card in there. I thought it might be the access 
card screwing it up, but removing it didn't change anything. 


Remember, the program works like a charm when I compile it with GCC. 
Thanks for replying. 
"Darco 


—-MESSAGE FILE 19644 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000345 


—-MESSAGE FILE 19645 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000346 
Path: chuka.playstation.co.uk!news 
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From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 22:43:37 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35F6F687.1A956AA5@nospam.easynet.co.uk> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:343 scea.yaroze.pr 
ogramming.codewarrior: 346 


Darco wrote: 


Phil Gooch wrote: 

> 

> Maybe you need to format the card first? There's a utility that comes with 
> CW that does it for you. 

> 

> I'll try your code tonight on a formatted card and see what happens 


Good try, but I ran the program before in inserted the blank card - I 
had my origional memory card in there. I thought it might be the access 
card screwing it up, but removing it didn't change anything. 

Remember, the program works like a charm when I compile it with GCC. 


Thanks for replying. 


VVVVVVVVVVVVVV VV 


'Darco 


I've verified that compiling and running this program under Codewarrior freezes 
the Yaroze. I wonder what could be causing it? I tried adding a few VSync()'s 
between each call to TestCard() but it made no difference. 


Maybe Codewarrior needs a few other things to be set up before you can 
successfully call TestCard(). 


I'll try adding it to my game code and see if it works then. 


Phil 


--MESSAGE FILE 19645 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000346 


——MESSAGE FILE 19646 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000347 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 16:30:35 -0500 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <35F6F37B.BC89157Bemetrowerks.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> 

NNTP-Posting-Host: mtwks6.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 
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- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


—-MESSAGE FILE 2088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00791 


—-MESSAGE FILE 2089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000792 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
Best console games... 


Date: Sun, 03 May 1998 22:29:30 -0700 
Organization: SCEA News Server 


Lines: 31 
Message-ID: 
References: 


<354D523A.C5981CFE@sinclair.net> 
<3549C8BA. 338@saqnet.co.uk> 


NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> So, let's make a list of our top 3 games on the "now-generation" 


> consoles ; 


-) (ie N64, PS and Saturn - yes, Saturn!) 


> PS Don't bother with 16-bit stuff please. I reckon the latterday 
> "next-gen" machines have been about long enough that most people can 
> pick 3 games on them they love!And no PC stuff either...:-) 


Sorry for the extra entry, and I'll probably be toungue-thrashed for 
this one, but what the heck - remember Nintendo's 32-bit machine? The 


Virtual Boy. 


If you saw the demos in stores, don't believe what you saw 


- they chose the worst game to demo, the one with single color line 
graphics (decent game, just crappy graphics). Nintendo really 
mishandled this one. It had some really decent games, but who would buy 


it for its pack in game, Mario's Tennis? Especially since they disabled 
the 2-player mode by not releasing the linkup cable. And then they 
tried to revive sales with - get this - Nester's Funky Bowling! Sounds 
like they wanted it to fail. Now, had they released a Zelda, a Metroid, 
a Starfox for it, people would have lined up for them. 


In any case, 


it had a very rad game - Warioland. Best 2d (with 3d 


overtones) platform game I've played. It makes good use of the 3d 


effects the 


system could do, and used its 5 shades of red to the max. 


Very fun (and long). If you don't have a Virtual Boy, well, if you can 
find one, they're real chep now (last I saw they were going for $10 with 
2 free games). So pick one up and try it out. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


—-MESSAGE FILE 2089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00792 


—-MESSAGE FILE 2090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000793 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
mailing lists 


Date: Sun, 03 May 1998 22:45:32 -0700 
Organization: SCEA News Server 


Lines: 17 

Message-ID: 
References: 
nclair.net> 


<354D55FC.E496BA8F@sinclair.net> 
<35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
<ld8ecrv.lpc4paxlbz3cxsN@al-88-103.al.nl> 


NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 
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Darco wrote: 


Phil Gooch wrote: 

> 

> Maybe you need to format the card first? There's a utility that comes with 
> CW that does it for you. 

> 

> I'll try your code tonight on a formatted card and see what happens 


Good try, but I ran the program before in inserted the blank card - I 
had my origional memory card in there. I thought it might be the access 
card screwing it up, but removing it didn't change anything. 

Remember, the program works like a charm when I compile it with GCC. 


Thanks for replying. 


VVVVVVVVVVVVVV VV 


"Darco 

Hi Darco, 

I wanted to know what version of the Sony Libs are you using? 
Are you using the same version with GCC? 

Thanks, 


-Rafael 
PlayStation Development Tools Dude 
Metrowerks 


--MESSAGE FILE 19646 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000347 


——MESSAGE FILE 19647 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000348 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Wed, 09 Sep 1998 19:35:36 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35F710C8.3AB1B752@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> <35F6F687.1A956AA5@nospam.easynet.co.uk> 
NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:346 scea.yaroze.pr 
ogramming.codewarrior:348 


Philip Gooch wrote: 


> 
> I've verified that compiling and running this program under Codewarrior freezes 
> the Yaroze. I wonder what could be causing it? I tried adding a few VSync()'s 


> between each call to TestCard() but it made no difference. 


Great minds think alike. :) That is the exact same thing that I tried. 


Maybe Codewarrior needs a few other things to be set up before you can 
successfully call TestCard(). 


V V V V 
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> I'll try adding it to my game code and see if it works then. 
> 


My origional version of that code I had written using my own custom 
stationary, which loaded up several drivers and sets up several 
subsystems...... I thought that it might be causing the interference, so 
I stripped it down to that little bit of code. You may have more luck, 
but I'm not sure. It's worth a shot. 


"Darco 
—-MESSAGE FILE 19647 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000348 


—-MESSAGE FILE 19648 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000349 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Fri, 11 Sep 1998 06:56:38 -0400 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35F901E6.5A5A5178@bigfoot.com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> <35F6F37B.BC89157B@met rowerks.com> 

NNTP-Posting-Host: 82.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:349 scee.yaroze.pr 
ogramming.codewarrior:347 


Rafael Campana wrote: 

> 

> Hi Darco, 

> 

> I wanted to know what version of the Sony Libs are you using? 


I wasn't aware that there was more than one version. I'm using the 
version that came with my Net Yaroze system. I'm in the United States, 
and I got my system from SCEA. Is that what you meant? 


> Are you using the same version with GCC? 
Yeah. 


"Darco 
—-MESSAGE FILE 19648 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000349 


—-MESSAGE FILE 19649 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000350 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard(); Problems 

Date: Fri, 11 Sep 1998 23:08:46 -0400 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <35F9E5BE.4C3E85D6@bigfoot .com> 

References: <35F66900.4DA4E141@bigfoot.com> <35F6A574.DEE2C730@easynet.co.uk> <35F6D 
D71.1044D965@bigfoot.com> <35F6F1E6.B68AE48@met rowerks.com> 

NNTP-Posting-Host: 213.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:348 scea.yaroze.pr 
ogramming.codewarrior:350 


Net Yaroze newsgroups message dump.txt Page 13263 
You there? 


"Darco 
—-MESSAGE FILE 19649 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000350 


——MESSAGE FILE 19650 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000351 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: TestCard()? 

Date: Sat, 12 Sep 1998 17:31:51 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <35FAE847.184C03F5@bigfoot.com> 

NNTP-Posting-Host: 85.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:349 scea.yaroze.pr 
ogramming.codewarrior:351 


Any luck with the TestCard() problem? Has any codewarrior users noticed 
this? What's the word from MetroWerks? 


"Darco 
—-MESSAGE FILE 19650 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000351 


——MESSAGE FILE 19651 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000352 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Germain Sauvé" <gersauve@cgocable.ca> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Sun, 13 Sep 1998 17:27:58 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <6thct3Sabv4@scea> 

References: <35FAE847.184C03F5@bigfoot.com> 

NNTP-Posting-Host: 158-75.ri.cgocable.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:354 scea.yaroze.pr 
ogramming.codewarrior:352 


>Any luck with the TestCard() problem? Has any codewarrior users noticed 
>this? What's the word from MetroWerks? 

> 

>'Darco 


I have the same problem but it wasn't a priority for me, that's why I 
haven't tried to fix it. I'll take a look at this if I got time off this 
week. 


doctor 2 


—-MESSAGE FILE 19651 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000352 


—-MESSAGE FILE 19652 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000353 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 09:33:06 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <35FCD4C2.FA95E73E@easynet.co.uk> 
References: <35FAE847.184C03F5@bigfoot.com> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:355 scea.yaroze.pr 
ogramming.codewarrior:353 


Darco wrote: 


> Any luck with the TestCard() problem? Has any codewarrior users noticed 
> this? What's the word from MetroWerks? 

> 

> 'Darco 


Sorry I meant to test this within one of my game environments this weekend 
but I didn't get around to it. But you appear to have tried this already, 
haven't you? 


Anyway, using TestCard() in a simple program such as the one you posted 
earlier definitely doesn't work. 


I'll try and play around with it a bit more this week 
Cheers 


Phil 


—-MESSAGE FILE 19652 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000353 


—--MESSAGE FILE 19653 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000354 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 09:47:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <35FCD825.712C09A4@scee.sony.co.uk> 

References: <35FAE847.184C0O3F5@bigfoot.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:356 scea.yaroze.pr 
ogramming.codewarrior:354 


Darco wrote: 
> 
> Any luck with the TestCard() problem? 


As a workaround (and this suggestion may crash and burn horribly), why not compile a 
11 your code 

that uses TestCard using the GCC compiler into an object file, then link in that obj 
ect file with 

the rest of your CW stuff? If, as you say, TestCard only fails when called by CW and 
not GCC, then 

perhaps this will fix it. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Alcoholism is not a disease, it's a goal. 
—-MESSAGE FILE 19653 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000354 


——MESSAGE FILE 19654 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000355 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 07:25:30 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35FCFD2A.BD945AE9@bigfoot.com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> 
NNTP-Posting-Host: 253.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:357 scea.yaroze.pr 
ogramming.codewarrior:355 


James Russell wrote: 


Darco wrote: 
> 
> Any luck with the TestCard() problem? 


VVVVVV 


As a workaround (and this suggestion may crash and burn horribly), why not compile 
all your code 

> that uses TestCard using the GCC compiler into an object file, then link in that o 
bject file with 

> the rest of your CW stuff? If, as you say, TestCard only fails when called by CW a 
nd not GCC, then 

> perhaps this will fix it. 


*Deep thought* 


That... Just might work... Yeah, I think that just might work. I'll try 
that after school today. 


"Darco 
—-MESSAGE FILE 19654 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000355 


—--MESSAGE FILE 19655 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000356 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 14 Sep 1998 18:15:44 -0400 

Organization: SCEA News Server 

Lines: 39 
Message-ID: <35FD9590.2579AFB5@bigfoot .com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> 
NNTP-Posting-Host: 255.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: James Russell <James_Russell@scee.sony.co.uk> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:358 scea.yaroze.pr 
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ogramming.codewarrior:356 
James Russell wrote: 


Darco wrote: 
> 
> Any luck with the TestCard() problem? 


As a workaround (and this suggestion may crash and burn horribly), 
why not compile all your code that uses TestCard using the GCC 
compiler into an object file, then link in that object file with 
the rest of your CW stuff? If, as you say, TestCard only fails when 
called by CW and not GCC, then perhaps this will fix it. 


VVVVVVVVV VV 


Indeed, it did seem like a good idea. 
I tried it... But no avail. 


It did the same thing it always did. I even tried changing the program 
entry point directly to main() but that didn't help. 


I looked at the disassembled code, checked it over and over again and 
I'm starting to get sick. Honestly. My eyes hurt. I guess it's partly 
because I have my monitor in 1280x1024 mode... Uggg... 


It was a valiant idea but oh well. From my research the bug seems to be 
in one of 2 places : In the compiler (Ua... Not likely) or the 
codewarrior-converted yaroze libraries. I thought it might be that 
metrowerks was doing something funky before dropping me to the main() 
subroutine; but after changing the program entry point and it still not 
doing a thing, I don't think this is the case. Changing the optimization 
level doesn't seem to help either. 


Either way it would seem that TestCard()'s fate now lays in the hands of 
MetroWerks. I'll keep crunching away to see if I can figure out what's 
up but I doubt that I'll come up with anything. 


Adios! 


"Darco 
—-MESSAGE FILE 19655 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000356 


—-MESSAGE FILE 19656 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000357 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Fri, 18 Sep 1998 17:20:51 -0500 

Organization: SCEA News Server 

Lines: 63 

Message-ID: <3602DCC3.EB53B9C6@metrowerks.com> 

References: <35FAER847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> <35F 
D9590.2579AFB5@bigfoot.com> 

NNTP-Posting-Host: mtwks80.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 

To: Darco <darco@bigfoot.com> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:359 scea.yaroze.pr 
ogramming.codewarrior:357 


Hi everybody, 


This problem is related to PSComUtil versus SIOCONS. I built the source 
code 
with both CodeWarrior (to generate NY.pxe) and GNU (to generate MAIN.A). 
If I download main.a or ny.pxe in PSComUtil, it doesn't work. If I 
download ny.pxe or main.a in SIOCONS, they both work. 
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Thus, it appears to be some sort of bug in the Sony libraries or the "RDB" 
debug monitor in the Net Yaroze, and/or in PSComUtil. 


We are talking to Sony to figure this problem out..... so more news to come. 


Thanks. 


PlayStation Development Tools 
Metrowerks 


Darco wrote: 
James Russell wrote: 


Darco wrote: 
> 
> Any luck with the TestCard() problem? 


As a workaround (and this suggestion may crash and burn horribly), 
why not compile all your code that uses TestCard using the GCC 
compiler into an object file, then link in that object file with 
the rest of your CW stuff? If, as you say, TestCard only fails when 
called by CW and not GCC, then perhaps this will fix it. 


VVVVVVVVV VV 


Indeed, it did seem like a good idea. 


Լ tried it... But no avail. 


It did the same thing it always did. I even tried changing the program 
entry point directly to main() but that didn't help. 


looked at the disassembled code, checked it over and over again and 
I'm starting to get sick. Honestly. My eyes hurt. I guess it's partly 
because I have my monitor in 1280x1024 mode... Uggg... 

It was a valiant idea but oh well. From my research the bug seems to be 
in one of 2 places : In the compiler (Ua... Not likely) or the 
codewarrior-converted yaroze libraries. I thought it might be that 
metrowerks was doing something funky before dropping me to the main() 
subroutine; but after changing the program entry point and it still not 
doing a thing, I don't think this is the case. Changing the optimization 
level doesn't seem to help either. 


Either way it would seem that TestCard()'s fate now lays in the hands of 
MetroWerks. I'll keep crunching away to see if I can figure out what's 
up but I doubt that I'll come up with anything. 


Adios! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


'Darco 


--MESSAGE FILE 19656 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000357 


——MESSAGE FILE 19657 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000358 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Wed, 23 Sep 1998 18:46:36 -0400 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36097A4C.5A56DBAF@bigfoot .com> 

References: <35FAE847.184CO3F5@bigfoot.com> <35FCD825.712C09A4@scee.sony.co.uk> <35F 
D9590.2579AFB5@bigfoot.com> <3602DCC3.EB53B9C6@metrowerks.com> 

NNTP-Posting-Host: 136.dialup.datasys.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: Rafael Campana <rcampana@metrowerks.com> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:360 scea.yaroze.pr 
ogramming.codewarrior: 358 


Rafael Campana wrote: 


> 

> Hi everybody, 

> 

> This problem is related to PSComUtil versus SIOCONS. I built the source 
> code 

> with both CodeWarrior (to generate NY.pxe) and GNU (to generate MAIN.A). 

> If I download main.a or ny.pxe in PSComUtil, it doesn't work. If I 

> download ny.pxe or main.a in SIOCONS, they both work. 

> 

> Thus, it appears to be some sort of bug in the Sony libraries or the "RDB" 
> debug monitor in the Net Yaroze, and/or in PSComUtil. 

> 

> We are talking to Sony to figure this problem out..... so more news to come. 
> 

I've tried what you've said... And I get some interesting results... 


—— Success with GCC and SIOCONS 

—— Failure with GCC and PSComUtil 

-- Failure with CodeWarrior and PSComUtil 
-- Failure with CodeWarrior and SIOCONS 


I even tried sending both executables directly to the PlayStation via my 
reprogramed AR/GS. Again, it succeeded with the GCC build, and failed 
with the CodeWarrior build. 


I can't seem to reproduce your CodeWarrior and SIOCONS results... Every 
time I try it, it crashes right at TestCard(). 


Anyway, I'm just posting my finds. Any progress on your end? 


"Darco 
—-MESSAGE FILE 19657 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000358 


——MESSAGE FILE 19658 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000359 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Couple of questions about CodeWarrior compiler settings 

Date: Tue, 29 Sep 1998 09:23:24 +0100 

Organization: Revolution Software 

Lines: 35 

Message-ID: <361098FC.91B5B5D3@revolution.co.uk> 

Reply-To: jaket@revolution.co.uk 

NNTP-Posting-Host: 194.205.71.251 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:364 scea.yaroze.pr 
ogramming.codewarrior:359 


I am used to good old fashioned makefiles so 


How do I set an include path such that 
#include "..\psxLibrary\psx_file.h" 
will be found by CodeWarrior ? 


I tried setting the build paths, but they seemed to ignore the ..\ on 


Net 


the 


How 
the 
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front of the include path. 


do I set some #defines in the compiler e.g. good old fashioned -D on 
GCC compiler line. 


I want to have some project wide #defines, without having to have a 
silly header file that all the files in the project include. 


Can 
not 


I put these things in ny_debug_preset.h and then expect CodeWarrior 
to trash my #defines ? 


What global #defines does CodeWarrior set 


e.g. TARGET_DEVICE, c_plus_plus, 

One last one: 

How do I get CodeWarrior to integrate with my favourite external editor 
(VI) ? 

Cheers 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 
—-MESSAGE FILE 19658 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000359 


13269 


—-MESSAGE FILE 19659 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000360 
Path: chuka.playstation.co.uk!news 


Newsgroups: 


From: "Joachim Mertens" <brainchild@cww.de> 
scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Mon, 5 Oct 1998 18:55:32 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <6vau31S6p5@chuka.playstation.co.uk> 
References: <35FAE847.184C0O3F5@bigfoot.com> 
NNTP-Posting-Host: dtm8-m97-109.pool.cww.de 


X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: 


ogramming.codewarrior:360 


Darco schrieb in Nachricht <35FAE847.184CO3F5@bigfoot.com>... 
>Any luck with the TestCard() problem? Has any codewarrior users noticed 
>this? What's the word from MetroWerks? 


> 


>"Darco 


Hiss 


I think I’ve found the solution for your problem. Try to init the graphic 
system before you call the TestCard function. I have added the following 
line to your program and suddenly it works, but don’t ask me why ;) 


GsInitGraph (320, 256, GSNONINTER|GsOFSGPU, 1,0): 
TestCard... 


Please tell me if it works now on your Yaroze too. 


cYa 


Jo 


chuka.playstation.co.uk scee.yaroze.programming.codewarrior:367 scea.yaroze.pr 
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—-MESSAGE FILE 19659 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000360 


—--MESSAGE FILE 19660 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000361 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: TestCard()? 

Date: Sun, 11 Oct 1998 14:52:32 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3620FE70.744C3E5A@datasys.net> 

References: <35FAE847.184C0O3F5@bigfoot.com> <6vau31S6p5@chuka.playstation.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 101.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:373 scea.yaroze.pr 
ogramming.codewarrior:361 


Joachim Mertens wrote: 


> 

> Harn 

> I think I’ve found the solution for your problem. Try to init the graphic 
> system before you call the TestCard function. I have added the following 
> line to your program and suddenly it works, but don’t ask me why ;) 

> 

> GsInitGraph (320, 256, GSNONINTER|GsOFSGPU, 1,0): 

> TestCard... 

> 

> 

> Please tell me if it works now on your Yaroze too. 

> cYa 

> 

> Jo 

Wow man, you got my hopes up there for a second... But that doesn't seem 
to work on my end. Is there anything more you can tell me about your 
setup? Are you doing anyting... odd? 

"Darco 


—-MESSAGE FILE 19660 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000361 


——MESSAGE FILE 19661 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000362 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Undefined Macros in CW 

Date: Sat, 17 Oct 1998 15:14:46 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <362916D6.891E1C61@aol.com> 

NNTP-Posting-Host: 166-7-20.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 10506824D507C5AA01747398" 
X-Mailer: Mozilla 4.07 [en] (Win95; I) 


10506824D507C5AA01747398 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


> It's not strange that you didn't know about the list becouse you can't 
> view our pages. Some of us try to get a better contact between SCEE and 
> SCEA. 


Actually, you're wrong - most of us SCEA members have full access to the 
SCEE and SCEI sites. The only ones who don't are new members (it takes 
a few weeks for the login/password to filter through). I haven't been 
checking the SCEE pages much, as there are so freaking many of them ;) 

I went through them all once, took a few hours. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 2090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00793 


--MESSAGE FILE 2091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000794 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mame 0.31! 

Date: Sun, 03 May 1998 22:47:21 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <354D5669.87AAE19@sinclair.net> 

References: <3548BAC2.79EB@writeme.com> <354919DF.D4A136C@ndirect.co.uk> <354A03E7.4 
FDE@writeme.com> <ld8dkve.1ju5o0s4lhwwlkwN@al-88-109.al.nl> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


MAME = Multi Arcade Game Emulator. It is a program that can emulate 
400+ arcade games on PC and other systems, providing you have the games’ 
arcade ROMS. 


DEnnis Brinkhuis wrote: 


James Rutherford <hexheroes@writeme.com> wrote: 
Alex Herbert wrote: 


> What are your thoughts on a Yaroze MAME? The audio side of things is 
> a major headache, but we'll see... 


I think it would be cool to see a Yaroze MAME - just for the sake of 
"having done it'. Also would be nice to have a platform that wasn't 
prone to frame glitches like my PC sometimes is. 


Wouldn't know where to start, myself - could well be a large job. 


VVVVVVVVVV VV 


James (~mrfrosty). 


What the hack is MAME???? 


VVVVVVVVVVVVVVV VV VV 


DEnnis.. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
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I tried to compile a 2-player program had the following: 


if (padd & PAD1_START) return(98); 
if (padd & PAD1_SELECT) return(99); 


if (padd & PAD1_RIGHT) CheckCollision (RIGHT); 
if (padd & PAD1_LEFT) CheckCollision (LEFT); 
if (padd & PAD1_UP) CheckCollision (UP); 

if (padd & PAD1_ DOWN) CheckCollision (DOWN) ; 


This did not work--I checked the pad.h file and the only macros defined 
are things for 1-player stuff. What should I do to fix this problem? 


10506824D507C5AA01747398 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML> 

I tried to compile a 2-player program had the following: 
<P><U>if (padd &amp; PAD1_START) return(98) ;</U> 
<BR><U>énbsp; if (padd &amp; PADI_SELECT) return (99) ;</U><U></U> 
<P><U>énbsp;if (padd &amp; PAD1_RIGHT) CheckCollision (RIGHT) ;</U> 
< 

< 

< 

< 


BR><U>&nbsp; if (padd ճոթ: PAD1_LEFT) CheckCollision (LEFT) ;</U> 
BR><U>&nbsp; if 

BR><U>&nbsp; if 
BR>é&nbsp; 
<P>This did not work--I checked the pad.h file and the only macros defined 

are things for l-player stuff.&nbsp; What should I do to fix this problem?</HTML> 


(padd Samp; PAD1_UP) CheckCollision (UP) :Հ/Ս» 
(padd Samp; PAD1_DOWN) CheckCollision (DOWN) ; </U> 


10506824D507C5AA01747398-- 


—-MESSAGE FILE 19661 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000362 


—-MESSAGE FILE 19662 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000363 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: C++ & debugger 

Date: Wed, 21 Oct 1998 20:41:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <362E38FE.D0022249@cthullu. freeserve.co.uk> 

NNTP-Posting-Host: modem-48.germanium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:363 scee.yaroze.pr 
ogramming.codewarrior:377 


Hi all 


Having great fun on yaroze, now that I seem not to be fighting it every 
inch of the way. 


One last problem, getting C++ to be usable under the debugger 7 


It all works fine, except the line information is completely wrong so I 
can't break or see where I am in the source code, this is a little un 
useful to say the list. 


Any suggestions 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Net Yaroze newsgroups message dump.txt Page 13272 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 19662 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000363 


—--MESSAGE FILE 19663 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000364 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: ide upgrade question 

Date: Fri, 13 Nov 1998 11:19:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <72h81s$5bg11@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:412 scea.yaroze.pr 
ogramming.codewarrior:364 


Hello all, 


As I understand it all of the compilers/linkers etc. are plugins for 
Codewarrior. On the Metrowerks site, they have an IDE version greater than 
the Yaroze version ( I have version 2.1). Therefore my question is, if I 
download a newer copy of the IDE will all of the Yaroze compilers that I 
currently have from V2.letc. still work with it? 


Thanks all 
Bob 
Robert Shand 


—-MESSAGE FILE 19663 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000364 


—--MESSAGE FILE 19664 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000365 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ronnie K." <support@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: ide upgrade question 

Date: Fri, 13 Nov 1998 16:44:10 -0600 

Organization: Metrowerks 

Lines: 23 

Message-ID: <364CB63A. 4F4E@met rowerks.com> 

References: <72h81s$5bgl11@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks26.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:413 scea.yaroze.pr 
ogramming.codewarrior:365 


Hi, 


The IDE updates which are on the website only work with the respective 
tool set. The Net Yaroze has specific preferences which are used with 
the debugger and PSCommUtil that are not provided with desktop versions. 


Thanks, 
Ronnie K. 
Metrowerks 


ROBERT C SHAND wrote: 
> 
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> Hello all, 

> 

> As I understand it all of the compilers/linkers etc. are plugins for 

> Codewarrior. On the Metrowerks site, they have an IDE version greater than 
> the Yaroze version ( I have version 2.1). Therefore my question is, if I 
> download a newer copy of the IDE will all of the Yaroze compilers that I 
> currently have from V2.letc. still work with it? 

> 

> Thanks all 

> Bob 

> 


Robert Shand 
—-MESSAGE FILE 19664 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000365 


—-MESSAGE FILE 19665 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000366 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Dave Satterlee" <satterle@cs.buffalo.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Type conversion? 

Date: Sat, 21 Nov 1998 14:09:23 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <7372e9Sq4r3@scea> 

NNTP-Posting-Host: ubppp-248-046.ppp-net .buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I am continually getting linker errors when attempting to do type 
conversion such as 


int vl; 
double v2; 


vl =5; 
v2 = (double)v1; 


the errors are along the lines of: 


Link error : undefined: ' ք itof' 
Referenced... 
Link error: undefined ' ք ftoi' 


I assume this must be a setting or something (or a library problem?), I 
can't seem to get it to work under any circumstances. 


Please give some ideas. 


Thank you, 
Dave Satterlee 


—-MESSAGE FILE 19665 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000366 


—--MESSAGE FILE 19666 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000367 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: kbender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Type conversion? 

Date: Sat, 21 Nov 1998 14:17:49 -0800 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <36573C0D.7C162C3A@znet .com> 

References: <7372e9S$q4r3@scea> 

NNTP-Posting-Host: scts1-33.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.06 [en] (Win98; U) 
Dave Satterlee wrote: 


I am continually getting linker errors when attempting to do type 
conversion such as 


int vl; 
double v2; 


vl =5; 
v2 = (double)v1; 


the errors are along the lines of: 


Link error : undefined: ' ք itof' 
Referenced... 
Link error: undefined ' ք ftoi' 


I assume this must be a setting or something (or a library problem?), I 
can't seem to get it to work under any circumstances. 


Please give some ideas. 


Thank you, 
Dave Satterlee 


VVVVVVVVVVVVVV VV VV VV VV OS 


Have you added the math library 
from the codewarrior lib directory to your project? 


regards, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19666 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000367 


—-MESSAGE FILE 19667 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000368 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Dave Satterlee" <satterle@cs.buffalo.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: Type conversion? 

Date: Sat, 21 Nov 1998 18:38:05 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <737i61Sq4r4@scea> 

References: <7372e9Sq4r3@scea> <36573C0D.7C162C3A@znet .com> 
NNTP-Posting-Host: ubppp-248-046.ppp-net .buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Have you added the math library 
>from the codewarrior lib directory to your project? 


>regards, 
>kirk 


What is it called? I can't find anything that seems to be related? 


Dave Satterlee 


—-MESSAGE FILE 19667 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000368 


—-MESSAGE FILE 19668 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
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arrior/00000369 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Kirk Bender <kbender@znet.com> 


Newsgroups: 
Subject: Re: 


scea.yaroze.programming.codewarrior 
Type conversion? 


Date: Mon, 30 Nov 1998 14:28:21 -0800 
Organization: SCEA News Server 


Lines: 20 
Message-ID: 
References: 


<36631C05.48B7AAC8@znet .com> 
<7372e9Sq4r3@scea> <36573C0D.7C162C3A@znet.com> <7371i61Sq4r4@scea> 


NNTP-Posting-Host: scts1-32.znet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Dave Satterlee wrote: 


>Have you 
>from the 


>regards, 
>kirk 


VVVVVVVV VV 


try 


added the math library 
codewarrior lib directory to your project? 


What is it called? I can't find anything that seems to be related? 


Dave Satterlee 


in the directory CodeWarrior/Net Yaroze Support/Lib 
Math-ISA1-noFPU-LE.1lib 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19668 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000369 


—-MESSAGE FILE 19669 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000370 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 


Newsgroups: 


scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 


gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 


Subject: Re: 


Datel PC Comms card on NT 


Date: Mon, 07 Dec 1998 23:33:20 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 15 
Message-ID: 
References: 


<366C57AF.4E60D961@aol. com> 
<6écmkupSao5@chuka.playstation.co.uk> 


NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 


warrior:370 


scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 


yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 


> 
> 
> 
> 
> Thanks in 
> 


Has anyone got this to work under NT(4). 


If you have, please let me know 


advance. 
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> Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 19669 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000370 


—--MESSAGE FILE 19670 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000371 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
.-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5S$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 


Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 


> 
> 

>Steve Dunn schrieb: 

> 

>> Has anyone got this to work under NT(4). 

>> 

>> If you have, please let me know 

>> 

>> Thanks in advance. 

>> 

>> Steve Dunn 

> 

> Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 
> 

> 


—-MESSAGE FILE 19670 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000371 


--MESSAGE FILE 19671 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000372 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: check works on comutil, but not on siocons 

Date: Fri, 11 Dec 1998 00:54:40 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <3670DDD0.884B2460@znet .com> 

NNTP-Posting-Host: scts1-19.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 
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I added sound & CD routines from the "check" sample 
and it won't work under siocons but it does work under 
the pscomutil. Then I found the original check program 
won't work either under siocons, that is, if I load the 
ny.pxe compiled under codewarrior. 


It hangs when it's doing the CdSearchFile, I get an 
message in the dos window: 
CD_cw: (CdlSetloc) Sync=NoIntr, Ready=NoIntr 


any ideas? apologies if this has been answered before. 
naturally, I want it to work with siocons so I can 
share it with everyone, in addition, printfs are slow 
and get mangled in pscomutil (why?) 


thanks, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 19671 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000372 


——MESSAGE FILE 19672 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000373 

Path: chuka.playstation.co.uk!scea!prol-172.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Paranoia Check? Success! I was Wrong... 

Date: Mon, 28 Dec 1998 21:17:28 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 22 

Message-ID: <developer-2812982117280001@prol1-172.barrie.connex.net> 
NNTP-Posting-Host: prol-172.barrie.connex.net 


Hi Yah'all. 
Oh Boy I'm glad I was wrong... 


The Web-Site: 
http://www.metrowerks.com 


Is now OK. [Although, going on the Blink For A Week is rather hurtful.] 


Turns out I was a little bitty taken with some of the recent TakeOver 
mania that has been going on. 
My Apologies to those who may have been adversely affected... 


Code Warrior is still about, and so is MetroWerks. 


But alas, I cannot find Joel Sumner. {But I haven't looke really hard yet.} 
Looks like the contact guy is Andy Price. 


Good news for Christmas/New Years, all around. 


-sean 
--MESSAGE FILE 19672 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000373 


——MESSAGE FILE 19673 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000374 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunnĝeurope.mccann.com> 

Newsgroups: scee.yaroze.programming.codewarrior,scea.yaroze.programming.codewarrior 
Subject: Re: ide upgrade question 

Date: Tue, 5 Jan 1999 13:22:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
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Message-ID: <76t3kq$773@chuka.playstation.co.uk> 

References: <72h81s$5bgl11@chuka.playstation.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:422 scea.yaroze.pr 
ogramming.codewarrior:374 


You mean you have V2.1 that currently works? I'd embalm it for eternity and 
offer it prayers on a daily basis! :) 


Steve 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 

news: 72h81s$5bg11@chuka.playstation.co.uk... 

>Hello all, 

> 

>As I understand it all of the compilers/linkers etc. are plugins for 
>Codewarrior. On the Metrowerks site, they have an IDE version greater 
than 

>the Yaroze version ( I have version 2.1). Therefore my question is, if I 
>download a newer copy of the IDE will all of the Yaroze compilers that I 
>currently have from V2.letc. still work with it? 

> 

>Thanks all 

>Bob 

>Robert Shand 

> 

> 


—-MESSAGE FILE 19673 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000374 


—-MESSAGE FILE 19674 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000375 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Codewarrior Plugins? API? 

Date: Fri, 15 Jan 1999 09:37:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <77n5lgShoo2@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 

***NOTE I POSTED THIS YESTERDAY ON THE SCEE SERVER *** 

Can we as Yaroze developers create our own Plugins for Codewarrior? I've 
searched the Metrowerks site and only found a bit of information regarding 


creating Plugins under Mac OS, anything for us Windows people? 


Just a thought, as it would be good if we could intergrate some of the tools 
that other people have created into the IDE. 


Thanks for any help 
Cheers 


Bob Shand 
298rcs@tay.ac.uk 


—-MESSAGE FILE 19674 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000375 
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--MESSAGE FILE 19675 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000376 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: MessageLib? 

Date: Tue, 19 Jan 1999 12:20:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7820n7Shoo18@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:429 scea.yaroze.pr 
ogramming.codewarrior:376 


Hello all, 


I was browsing through my Codewarrior libs directory and I came across the 
Messagelib lib. I then check the header file and found it only has 
definition of 


PrintMessage(unsigned long *, int ...) 


What is the purpose of this? I cant find anything mentioning the lib. 
Anyone any ideas? 


Cheers 
Bob 
Robert Shand 


—-MESSAGE FILE 19675 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000376 


——MESSAGE FILE 19676 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000377 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: GTE asm with CodeWarrior 

Date: Sat, 23 Jan 1999 22:59:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <78dk65Snd41@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm01-13.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:433 scea.yaroze.pr 
ogramming.codewarrior:377 


I'm having problems comiling GTE and GTE related code using CodeWarrior. 
CodeWarrior's assembler does not understand any GTE op-codes, nor does it 
understand the R3000 opcodes lwc2 and swc2. So the following code: 


asm void _testing(VECTOR "ՔՄ, int iScale) 


lwc2 9, 0(20) 
lwc2 10, 4(a0) 
lwc2 11, 8(a0) 
mtc2 al, 8 

nop 

nop 

GPF 1 

swc2 25, 0 (80) 
swc2 26, 4 (a0) 
swc2 27, 8 (a0) 


jr ra 
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nop 


} 


Generates the following errors: 

Error : illegal operand 

math.c line 90 lwc2 9, 0(20) 

Error : illegal operand 

math.c line 91 lwc2 10, 4(a0) 

Error : illegal operand 

math.c line 92 lwc2 11, 8(a0) 

Error : unknown assembler instruction mnemonic 


math.c line 96 GPF 1 


Error : illegal operand 
math.c line 97 swc2 25, 0 (80) 


Error : illegal operand 
math.c line 98 ՏԱՇ 26, 4(a0) 


Error : illegal operand 
math.c line 99 swc2 27, 8 (a0) 


I might be able to work around this using a 'dw' op-code/directive but that 
doesn't seem to be recognised either. I'm using the latest version of 
CodeWarrior for Net Yaroze on a Macintosh. 


John 
—-MESSAGE FILE 19676 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000377 


--MESSAGE FILE 19677 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000378 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Sun, 24 Jan 1999 10:41:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36AAF8E8.E85886FBéhinge.mistral.co.uk> 

References: <78dk65S$nd41@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s11-105-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:434 scea.yaroze.pr 
ogramming.codewarrior:378 


John Blackburne wrote: 


I'm having problems comiling GTE and GTE related code using CodeWarrior. 
CodeWarrior's assembler does not understand any GTE op-codes, nor does it 
understand the R3000 opcodes lwc2 and swc2. So the following code: 


I might be able to work around this using a 'dw' op-code/directive but that 
doesn't seem to be recognised either. I'm using the latest version of 
CodeWarrior for Net Yaroze on a Macintosh. 


VVVVVVV 


This is certainly not the place to discuss GTE internals. If you had a license 
for that information you would have got the GTE inline definitions header 

file from Metrowerks - but as you are only using the Yaroze version of CW, 

you won't have it (and won't get it - it comes with the ProDev version which 
costs several thousand pounds more and is only available to developers). 


> John 
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—-MESSAGE FILE 2091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00794 


-—-MESSAGE FILE 2092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000795 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay, Worth it? 

Date: Sun, 03 May 1998 23:01:11 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <354D59A7.BF951742@sinclair.net> 

References: <6ii13jSjpr7@chuka.playstation.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I got the Action Replay setup, and I have to admit - when it works, it's 
great, games that took around a minute to load now load in 10 seconds. 
Unfortunately, it has some drawbacks. First of all, it isn't the 
easiest thing to setup (to do fast downloads you have to flash a new ROM 
into it, the best of which is in Japanese, and has to be downloaded off 
the net). Second, for some reason, mine at least often messes with the 
textures in my games, especially when the Yaroze is hooked up normally 
at the same time. When in those moods, it also sometimes messes with 
the textures when the program is downloaded through the standard yaroze 
cable. And third, there are a minimum of instructions for using it that 
way (which isn't supported by Datel), and when you get an error, its in 
Japanese. 


I have yet to use it for the use I bought it for - using the ARS libs 
written by Craig Grahm to send info both ways through the Action Replay, 
thus partially emulating a CD Drive. 


Chain wrote: 


> 

> Hi, 

> I've just got my Yaroze system, after spending a couple of hours 

> playing with the serial link system I'm thinking of getting hold of an 

> Action replay, commslink and trying that approach. Is this a good idea? If 
> not is there another way of getting the data down to the little black box a 
> bit quicker? Like before I start to notice parts of my body fall off? 

> 

> Regards, 

> Shane. 

> 

> Life's like washing up.... 

> you always forget the teaspoon. 

> 80) 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
--MESSAGE FILE 2092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00795 


--MESSAGE FILE 2093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000796 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Mon, 4 May 1998 11:54:49 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <1d8i0bc.4jjerdldgqpkqN@al-88-137.al.nl> 
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Craig. 


—-MESSAGE FILE 19677 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000378 


—--MESSAGE FILE 19678 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000379 
Path: chuka.playstation.co.uk!news 
From: "John Blackburne" <johnb@hk.super.net> 
Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 
Date: Sun, 24 Jan 1999 13:03:35 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <78£511$nd46@chuka.playstation.co.uk> 
References: <78dk65S$nd41@chuka.playstation.co.uk> 
<36AAF8E8 .E85886FB@hinge.mistral.co.uk> 
NNTP-Posting-Host: th-pm01-17.ndirect.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 
Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:435 scea.yaroze.pr 
ogramming.codewarrior:379 


In article <36AAF8E8.E85886FB@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


This is certainly not the place to discuss GTE internals. If you had a license 
for that information you would have got the GTE inline definitions header 

file from Metrowerks - but as you are only using the Yaroze version of CW, 

you won't have it (and won't get it - it comes with the ProDev version which 
costs several thousand pounds more and is only available to developers). 


VV V V V 


It's unfortunate this is not clearer with the Yaroze kit and with 
Codewarrior for Net Yaroze. First the assembler documentation is minimal, 
with no list of supported op-codes and symbols, and I couldn't find any asm 
sample code to indicate what's possible. Then when I tried compiling some 
GTE code some of the GTE op-codes did compile, e.g. CW has no problems with 
mtc2 and ctc2. So it looked like either I was using the wrong syntax or CW's 
GTE asm implementation was incomplete. 


But it looks like I'd need the pro version to do this sort of programming. I 
suspected this might be the case but my partial success with CW for NY had 
got my hopes up. Oh well, 


John 
—-MESSAGE FILE 19678 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000379 


——MESSAGE FILE 19679 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000380 
Path: chuka.playstation.co.uk!news 
From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior,scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 
Date: Sun, 24 Jan 1999 20:41:24 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 
Message-ID: <36AB8574.82169D5F@hinge.mistral.co.uk> 
References: <78dk65S$nd41@chuka.playstation.co.uk> 
<3 6AAF8E8.E85886FB@hinge.mistral.co.uk> <78f£511$nd46@chuka.playstat 


ion.co.uk> 
NNTP-Posting-Host: d3-s26-182-telehouse.mistral.co.uk 
Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 13282 


Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:436 scea.yaroze.pr 
ogramming.codewarrior:380 


John Blackburne wrote: 


v 


In article <36AAF8E8.E85886FB@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


This is certainly not the place to discuss GTE internals. If you had a license 
for that information you would have got the GTE inline definitions header 

file from Metrowerks - but as you are only using the Yaroze version of CW, 

you won't have it (and won't get it - it comes with the ProDev version which 
costs several thousand pounds more and is only available to developers). 


V V V V V 


It's unfortunate this is not clearer with the Yaroze kit and with 
Codewarrior for Net Yaroze. First the assembler documentation is minimal, 
with no list of supported op-codes and symbols, and I couldn't find any asm 
sample code to indicate what's possible. Then when I tried compiling some 
GTE code some of the GTE op-codes did compile, e.g. CW has no problems with 
mtc2 and ctc2. So it looked like either I was using the wrong syntax or CW's 
GTE asm implementation was incomplete. 


VVVVVVVVVVVVVV VV 


Shhh. 


If I were you I'd stop discussing GTE op-codes in these groups. If you were a 
developer, 

you'd have the manuals (some of them anyway) and the support. If not, you've picked 
up some stuff from a hacker site and are in danger of getting a revoked yaroze 
membership (I've never heard of it happening, but the threat is there if you aren't 
careful). 


> But it looks like I'd need the pro version to do this sort of programming. I 
> suspected this might be the case but my partial success with CW for NY had 
> got my hopes up. Oh well, 


It's the license, not the compiler that is difficult to get. Metrowerks are VERY 
helpful if you've got a license.... 


> John 


Craig. 


—-MESSAGE FILE 19679 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000380 


——MESSAGE FILE 19680 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000381 

Path: chuka.playstation.co.uk!scea!prol1-150.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Tue, 26 Jan 1999 00:13:08 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 87 

Message-ID: <developer-2601990013080001@prol1-150.barrie.connex.net> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 
NNTP-Posting-Host: prol1-150.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:438 scea.yaroze.pr 
ogramming.codewarrior:381 


> John Blackburne wrote: 
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> > This is certainly not the place to discuss GTE internals. If you had 
license 

> > for that information you would have got the GTE inline definitions header 
> > file from Metrowerks - but as you are only using the Yaroze version of CW, 
> > you won't have it (and won't get it - it comes with the ProDev 

version which 

> > > costs several thousand pounds more and is only available to developers). 


V V Vv Db Vv 


Very true, about the Commercial version, but to save time and money 
Metrowerks used the same code bDase for th Yaroze IDE as they did with the 
Commercial IDE. 

With Bits Yanked out. 


That does not mean that the Yaroze system can be used for Assembler programming. 
When the North American Groove crew were in the SCEA management of the 

Yaroze program, there was an open invitation for those who whished to 
investigate R3000 assembler to request the information from the contact 

staff. 


Sadly those individuals left. And now no one knows what we are talking about. 


There was some sample FMV sequence players that could work on Yaroze too. 
Trouble was, the library had those elements removed, and the lib was from 
Metrowerks. It was encapsulated in the Software-Floating point library. 


It's unfortunate this is not clearer with the Yaroze kit and with 
Codewarrior for Net Yaroze. First the assembler documentation is minimal, 
with no list of supported op-codes and symbols, and I couldn't find any asm 
sample code to indicate what's possible. Then when I tried compiling some 
GTE code some of the GTE op-codes did compile, e.g. CW has no problems with 
mtc2 and ctc2. So it looked like either I was using the wrong syntax or CW's 
GTE asm implementation was incomplete. 


VV V V V V V 
VV V VV V V 


Hah, nothing in the "documentation" says anything there but I noticed a 
few Metrowerks examples and .h files that contained defintions that 
allowed GTE / GPU optimizations in assembler. 


> Shhh. 

> If I were you I'd stop discussing GTE op-codes in these groups. If you were a 
> developer, 

> you'd have the manuals (some of them anyway) and the support. If not, 

you've picked 

> up some stuff from a hacker site and are in danger of getting a revoked yaroze 
> membership (I've never heard of it happening, but the threat is there if 

you aren't 

> careful). 


Wait a minute here. The assembler will ony make sense to those that know 

what its true register designation defintions do and are documented. 

There is no supporting documentation, and the code is relatively unintellagable. 
I code in assembler, and what I see there looks like someone tried using a 

code snippet without knowing what goes on. 


> > But it looks like I'd need the pro version to do this sort of programming. I 
> > suspected this might be the case but my partial success with CW for NY had 
> > got my hopes up. Oh well, 


Nice motives, just stick to what you know you can do with supporting 
documentation. As well use what the compiler can support in assembly 
language, and not someone elses "Tweaks" that are part of a different 
developer product. 


> It's the license, not the compiler that is difficult to get. Metrowerks 
are VERY 

> helpful if you've got a license.... 

> Craig. 


Yes and no. It all comes down to what you wan to do, and what knowledge 
you have to do it. 


Assembler is a very powerful developer tool if you know EXACTLY what you 
are doing at ALL Times. This example is a clear case of someone who got a 
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code snippet, and tried using it without proper file/library support in 
the compiler. 

However, if Sony had released an assembler fragment to allow "lets say" 
Force feedback control as part of the GetPadBuf() routine, to allow an 
output. Called PutPadBuf( *padFF_Info ) and there was good documentation 
support. Then Yes Metrowerks CW for Net Yaroze can compile the assembler 
source, and it would work. But it is easier to maintain these hooks in 
Library Upkeep in the file: LIBPS.A 


Assembler is like digging a post hole with a teaspoon. 
Keep in mind, you have control over EVERY Little Piece of Dirt. 
-sean 


--MESSAGE FILE 19680 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000381 


——MESSAGE FILE 19681 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000382 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Tue, 26 Jan 1999 19:31:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36AE180E.A93530F9@hinge.mistral.co.uk> 

References: <78dk65Snd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@pro1-150.barrie.connex.net> 

NNTP-Posting-Host: d2-s25-119-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:439 scea.yaroze.pr 
ogramming.codewarrior:382 


Sean Kennedy wrote: 


Very true, about the Commercial version, but to save time and money 
Metrowerks used the same code base for th Yaroze IDE as they did with the 
Commercial IDE. 


> 
> 
> 
> With Bits Yanked out. 


The pro-dev version is 3 years of development ahead of the yaroze version. 


> That does not mean that the Yaroze system can be used for Assembler programming. 


Yes it does. Download the ARS library source code from my SCEE site 
for an example..... 


When the North American Groove crew were in the SCEA management of the 
Yaroze program, there was an open invitation for those who whished to 
investigate R3000 assembler to request the information from the contact 
staff. 


V V V V 


R3000 asm is not what was being discussed. That's easy. And permitted. 
<SNIP - deleted irrelevant stuff> 

> -sean 

Craig. 


—-MESSAGE FILE 19681 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000382 
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——MESSAGE FILE 19682 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 

arrior/00000383 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Tue, 26 Jan 1999 22:04:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <78le37Sgpd8@chuka.playstation.co.uk> 

References: <78dk65S$nd41@chuka.playstation.co.uk> 
<36AAF8E8 .E85886FB@hinge.mistral.co.uk> 
<78£511$nd46@chuka.playstation.co.uk> 
<36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@pro1-150.barrie.connex.net> 

NNTP-Posting-Host: th-pm00-04.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:440 scea.yaroze.pr 

ogramming.codewarrior:383 


(Sean Kennedy) wrote: 
> That does not mean that the Yaroze system can be used for Assembler 
programming. 


It can. Details follow. 
> Hah, nothing in the "documentation" says anything 


See pages 81 - 87 of the PDF file "C Compiler Reference MIPS", from the 
CodeWarrior CD. 


> but I noticed a 
> few Metrowerks examples and .h files that contained defintions that 
> allowed GTE / GPU optimizations in assembler. 


There's that too: ASM.H is the interesting one as it lets you refer to R3000 
registers by standard names. 


> Wait a minute here. The assembler will ony make sense to those that know 
> what its true register designation defintions do and are documented. 


MIPS assembly, including register and calling conventions, e.g. which 
registers variables are passed in, is fully & publicly documented. You can 
find the info online and in bookstores. The CodeWarrior Docs give some 
references. The CodeWarrior docs do not include this info, rather they 
describe MetroWerks implimentation of MIPS assembly. Together with the 
public docs it tells you everything you need to know to be able to program 
in assembler on Yaroze. 


> Nice motives, just stick to what you know you can do with supporting 
> documentation. 


I plan to. 


> Assembler is a very powerful developer tool if you know EXACTLY what you 
> are doing at ALL Times. 


I do (mostly). 


This example is a clear case of someone who got a 

code snippet, and tried using it without proper file/library support in 
the compiler. 

However, if Sony had released an assembler fragment to allow "lets say" 
Force feedback control as part of the GetPadBuf() routine, to allow an 
output. Called PutPadBuf( *padFF_Info ) and there was good documentation 
support. Then Yes Metrowerks CW for Net Yaroze can compile the assembler 
source, and it would work. But it is easier to maintain these hooks in 
Library Upkeep in the file: LIBPS.A 


VVVVVVVV VV 
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> Assembler is like digging a post hole with a teaspoon. 
> Keep in mind, you have control over EVERY Little Piece of Dirt. 


For most coding it's better to work in a high level language such as C: 
going to assembler provides little benefit if most of the work is done by 
libraries, or if the code is non-critical. But there are many occasions 
where you will see significant gains after re-coding in assembler. And even 
if you always code in C a good understanding of the processor and its 
assembly language can help you write much better code, on the Yaroze as much 
as any other processor. 


John 
—-MESSAGE FILE 19682 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000383 


—--MESSAGE FILE 19683 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000384 

Path: chuka.playstation.co.uk!scea!prol-137.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Sun, 31 Jan 1999 20:54:58 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 162 

Message-ID: <developer-—3101992054580001@prol1-137.barrie.connex.net> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 

<developer—-2601990013080001@pro1-150.barrie.connex.net> <78le37Sgpd8@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: prol-137.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:441 scea.yaroze.pr 
ogramming.codewarrior: 384 


I am answering Craig Graham and well as John Blackburne. 


Craig: 
*w*** Paste of Irrelevant Content: **** 


7) 


Sean Kennedy wrote: 

> Very true, about the Commercial version, but to save time and money 

> Metrowerks used the same code base for th Yaroze IDE as they did with the 
> Commercial IDE. 

> With Bits Yanked out. 

The pro-dev version is 3 years of development ahead of the yaroze version. 


VVVVVV 


Unfortunately, I believe that is not the case. At least from what I have 
seen and asked questions about. 

The Yaroze Code base started when the CW IDE for Commerical PSX 
development was in its 2nd year. But the two are twinned. 


Namely on its resource base. 

Again, I mentioned that bits were yanked out. THAT and only that 
constitutes the difference. The graphics are re-arranged, and the 
debuggers are different, but the IDE has plenty of similarity. 


Trouble is, When is the Next CW for Net Yaroze version coming out? 


That may be never... I cannot guess. 

> > That does not mean that the Yaroze system can be used for Assembler 
> programming. 

> Yes it does. Download the ARS library source code from my SCEE site 

> for an example..... 


Sean is a bit tick-ed here... 
ARS shows and proves that one can develop code using Assembler for the PSX_NY. 


From the way you responded, {and you were not alone} you indicate that the 
Yaroze cannot be programmed in assembler. 
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You can. Why would Metrowerks AND Sony both mention that you could. 
You just needed to talk with Sony for someone to get you a code snippet. 


When the North American Groove crew were in the SCEA management of the 
Yaroze program, there was an open invitation for those who whished to 
investigate R3000 assembler to request the information from the contact 
staff. 

Hence the code snippet mentioned above. 


MM NON 
VV V V 


> R3000 asm is not what was being discussed. That's easy. And permitted. 
What assembler code was it? 


So the discussion is about using assembler code developed (or copied from) 
for use with the commercial development system. Or compiling assembler 
code that was developed by someone [Their own content] with access to the 
CD_PSX, and they could not make it work On a Yaroze development system. 
You have a problem with that? 


> <SNIP - deleted irrelevant stuff> 
> > -sean 

> Craig. 

*w**w* PASTE irrelevant stuff. **** 


ohn Blackburne: 

(Sean Kennedy) wrote: 
> That does not mean that the Yaroze system can be used for Assembler 
programming. 


It can. Details follow. 


> Hah, nothing in the "documentation" says anything 


VVVVVVVVVG 


See pages 81 - 87 of the PDF file "C Compiler Reference MIPS", from the 
> CodeWarrior CD. 

Documentation is was referring to was not from Metrowerks. I was 
indicating SCEA documentation. 

—sorry. 


> > but I noticed a 

> > few Metrowerks examples and .h files that contained defintions that 

> > allowed GTE / GPU optimizations in assembler. 

> There's that too: ASM.H is the interesting one as it lets you refer to R3000 
> registers by standard names. 


This leads into the next category. 

The ASM.H refers to the R3000 registers as part of the processor definition. 
That is normal. It is part of the support for R3000. As well an R3000.H 
file exists too. 


What I was referring to was the GTE registers. 
Those are not documented. 


> Wait a minute here. The assembler will ony make sense to those that know 
> what its true register designation defintions do and are documented. 


MIPS assembly, including register and calling conventions, e.g. which 
registers variables are passed in, is fully & publicly documented. You can 
find the info online and in bookstores. The CodeWarrior Docs give some 
references. The CodeWarrior docs do not include this info, rather they 
describe MetroWerks implimentation of MIPS assembly. Together with the 
public docs it tells you everything you need to know to be able to program 
in assembler on Yaroze. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Again, true. This is covered by the ASM.H file. 

And if I wanted to write some code to do some fast 
"EnterCriticalSection()" code bits I would use all above public access 
documentation relating to the R3000. 


> > Nice motives, just stick to what you know you can do with supporting 
> > documentation. 
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What supporting documentation as part of either the Metrowerks 
Documentation, or the SCEA Net Yaroze documentation talks about the GTE 
co-processor internals as it relates to assembly language? Or to the GPU? 
or the MDEC? 


Any documantation that relates to machine-language specific optimisations 
of the above three is not packaged as part of a Net Yaroze Development 
kit. 


But the R3000 processor is publicly documented as we all know, and my 
reference was not related to that. 


I plan to. 


> 
> 
> > Assembler is a very powerful developer tool if you know EXACTLY what you 
> > are doing at ALL Times. 

> I do (mostly). 


Heh, same here. :) 


> This example is a clear case of someone who got a 

> code snippet, and tried using it without proper file/library support in 
> the compiler. 

> However, if Sony had released an assembler fragment to allow "lets say" 
> Force feedback control as part of the GetPadBuf() routine, to allow an 

> output. Called PutPadBuf( *padFF_Info ) and there was good documentation 
> support. Then Yes Metrowerks CW for Net Yaroze can compile the assembler 
> source, and it would work. But it is easier to maintain these hooks in 

> Library Upkeep in the file: LIBPS.A 

> Assembler is like digging a post hole with a teaspoon. 

> Keep in mind, you have control over EVERY Little Piece of Dirt. 


For most coding it's better to work in a high level language such as C: 
going to assembler provides little benefit if most of the work is done by 
libraries, or if the code is non-critical. But there are many occasions 
where you will see significant gains after re-coding in assembler. And even 
if you always code in C a good understanding of the processor and its 
assembly language can help you write much better code, on the Yaroze as much 
as any other processor. 

John 


VVVVVVVVVVVVVV VV VV VV 


Yep, I agree. I found THAT out coding for PowerPC. 
A recent book proved what I already found out for myself. 
And just think, I had no one to chat about it either. : ( 


I like to code in assembly when it suits me. 
But not as an everyday approach to coding in general... 


-sean 
--MESSAGE FILE 19683 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000384 


——MESSAGE FILE 19684 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000385 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior,scea.yaroze.programming.codewarrior 
Subject: Re: GTE asm with CodeWarrior 

Date: Mon, 01 Feb 1999 10:46:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <36B58615.D0E8F6E4@hinge.mistral.co.uk> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511$nd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@prol-150.barrie.connex.net> <78le37Sgpd8@chuka.playstati 
on.co.uk> <developer-3101992054580001@prol-137.barrie.connex.net> 

NNTP-Posting-Host: dl-s34-66-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
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X-Accept—-Language: en 


Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:442 scea.yaroze.pr 
ogramming.codewarrior:385 


Sean Kennedy wrote: 
> The pro-dev version is 3 years of development ahead of the yaroze version. 


Unfortunately, I believe that is not the case. At least from what I have 
seen and asked questions about. 


VVVYV 


It is. I use (well did until the end of last year) the ProDev version for work. 
As we have the Yaroze and Pro versions, I can honestly say that CW ProDev 
version 4 is a long way ahead of the NY compiler & IDE in terms of tools 
provided and the list of bugs. The NY compiler is related to the core of ProDev 
v2 (years old). 


> The Yaroze Code base started when the CW IDE for Commerical PSX 
> development was in its 2nd year. But the two are twinned. 


Nope.The NY compiler hasn't moved a muscle in 2 years. 


Namely on its resource base. 

Again, I mentioned that bits were yanked out. THAT and only that 
constitutes the difference. The graphics are re-arranged, and the 
debuggers are different, but the IDE has plenty of similarity. 


V V V V 


Thats wrong. 
The debugger in the current Pro compiler is a development of the one in the 


yaroze setup - it's been in development for longer thats all. It also has the 
required 
plugins to talk to the real developer hardware. 


> Trouble is, When is the Next CW for Net Yaroze version coming out? 
> That may be never... I cannot guess. 


Good guess from what I can tell. 


> That does not mean that the Yaroze system can be used for Assembler 
programming. 

Yes it does. Download the ARS library source code from my SCEE site 
for an example..... 


V V V v 


Sean is a bit tick-ed here... 
ARS shows and proves that one can develop code using Assembler for the PSX_NY. 


From the way you responded, {and you were not alone} you indicate that the 
Yaroze cannot be programmed in assembler. 


VVVVVVVVV VV 


Re-read what I wrote. I said you COULD do r3000 assembler with CW, and said 
where to get an example of it in practise (which I wrote by the way). 


> You can. Why would Metrowerks AND Sony both mention that you could. 

> You just needed to talk with Sony for someone to get you a code snippet. 
Do you read replys, or what? Dumb ass. 

> > R3000 asm is not what was being discussed. That's easy. And permitted. 
> 


> What assembler code was it? 


As the subject line says, GTE assembler. This is not the same as R3000 assembler 
at all (extra op-codes, etc), and I'm not going to say any more about it here 'coz 


I'll get my butt kicked off SCEE developer support for it. 
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So the discussion is about using assembler code developed {or copied from} 
for use with the commercial development system. Or compiling assembler 
code that was developed by someone [Their own content] with access to the 
CD_PSX, and they could not make it work on a Yaroze development system. 


V V V V 


Read the messages and pay attention man. You're making yourself look a tad 
silly.... 


> What I was referring to was the GTE registers. 
> 


> Those are not documented. 


They aren't supposed to be. That's my point. 


> -sean 


If you'd put a post like this on a dodgy hacker board, they'd eat you for lunch 
‘coz they'd expect you to have worked it out already. (Disclaimer: I don't support 


that, and don't reckomend it - in fact I'm just guessing, forget I said anything). 


If you put the post on the pro news groups they'd wonder what all the fuss is 
about. 


If you put it here, you're not getting anywhere..... 


Craig. 


—-MESSAGE FILE 19684 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000385 


—-MESSAGE FILE 19685 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 

arrior/00000386 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Mon, 01 Feb 1999 22:08:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <79587j6Sis66@chuka.playstation.co.uk> 

References: <78dk65$nd41@chuka.playstation.co.uk> 
<36AAF8E8 .E85886FB@hinge.mistral.co.uk> 
<78£511Snd46@chuka.playstation.co.uk> 
<36AB8574.82169D5F@hinge.mistral.co.uk> 
<developer-2601990013080001@pro1-150.barrie.connex.net> 
<78le37Sgpd8@chuka.playstation.co.uk> 
<developer-3101992054580001@pro1-137.barrie.connex.net> 

NNTP-Posting-Host: th-pm01-43.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:443 scea.yaroze.pr 

ogramming.codewarrior: 386 


In article <developer-3101992054580001@pro1-137.barrie.connex.net>, 
developer@woodentulip.com (Sean Kennedy) wrote: 


This leads into the next category. 

The ASM.H refers to the R3000 registers as part of the processor definition. 
That is normal. It is part of the support for R3000. As well an R3000.H 
file exists too. 


What I was referring to was the GTE registers. 


VVVVVVVV 


Those are not documented. 


Not properly but: 
1) The compiler undestands some but not all GTE-related op codes. I think I 
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References: <3549C8BA.338@saqnet.co.uk> <354D523A.C5981CFE@sinclair.net> 
NNTP-Posting-Host: 81-88-137.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered) 


> If you don't have a Virtual Boy, well, if you can 
> find one, they're real chep now (last I saw they were going for $10 with 
> 2 free games). So pick one up and try it out. 


I wanted a Virtual Boy but when I tried it, I got an head ache from it ( 

I played Tennis). At that moment I still had to pay 80 quit for that 

thing. If you can get me one with 2 games, I'd be happy to pay 40 for 

it! So, in that case you can earn 30 on it! 

Just let me know if you are interested in my offer. I'll pay you 50 if 

you can sent it to me! 

—-MESSAGE FILE 2093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00796 


-—-MESSAGE FILE 2094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000797 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Mon, 4 May 1998 11:54:52 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <1d8i0mp. 4lgwdabmuw4pN@al1-88-137.al.nl1> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> <ld8ecrv.1lpc4paxlbz3cxsN@al-—88-103.al.nl> <354D55FC.E496BA8F@sinclair.ne 
t> 

NNTP-Posting-Host: al—-88-137.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Joshua Meeds <dreamer@sinclair.net> wrote: 


checking the SCEE pages much, as there are so freaking many of them ;) 
I went through them all once, took a few hours. 


> DEnnis Brinkhuis wrote: 

> 

> > It's not strange that you didn't know about the list becouse you can't 
> > view our pages. Some of us try to get a better contact between SCEE and 
> > SCEA. 

> 

> Actually, you're wrong - most of us SCEA members have full access to the 
> SCEE and SCEI sites. The only ones who don't are new members (it takes 
> a few weeks for the login/password to filter through). I haven't been 

> 

> 


What? tell me more! Do you mean we are all in one big datebase? I 
thought that SCEE and SCEA had seperate databases (with members) and 
that that was the problem why we could not get acces to the SCEA site. 
In that case it would mean that they keep us appart on purpose. Why? 


And did you subscribe to the mailinglist? 
Oh, and I never mention SCEI course of the reading problem. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 


debri@dds.nl 
macsuppor@al.nl 


ICQ: 5667178 
—-MESSAGE FILE 2094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00797 


—-MESSAGE FILE 2095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000798 
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now may know why: they're used in the pre-main initialisation in 
_pssstart.c. I suspect MW would have yanked all support except then this 
code would not have compiled. 
2) Further browsing the "Targeting Net Yaroze" (i.e. the user manual for CW 
for NY) the debugger chapter lists one of the ways of peeking at a running 
program is by opening a window to show the GTE registers. This does appear 
in the menu when debugging but is greyed out at all times. 


So it looks like GTE support, available in the Pro product according to MW's 
web pages, was excised from the cut-down NY version. But some limited 
support had to be kept and elsewhere the excisation was less than surgical. 


> Yep, I agree. I found THAT out coding for PowerPC. 


The PSX is the first Assembler coding I've done in years: I was spoilt on 
the PPC with its FPU which does most everything, including multiply-add, in 
a Single cycle, at 200MHz on the laptop I'm writing this on. Coding on a 
processor that runs at a tenth this speed without the maths power has led me 
to rediscover the joys of very low level coding. 


John 
—-MESSAGE FILE 19685 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000386 


—--MESSAGE FILE 19686 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000387 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Good news for CodeWarrior users 

Date: Thu, 4 Feb 1999 11:21:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:444 scea.yaroze.pr 
ogramming.codewarrior:387 scee.yaroze.freetalk.english:3422 scea.yaroze.freetalk:115 
0 


Hi all, 


This is good news for all you codewarrior users. This is a copy of a reply 
I got from Metrowerks support. 


In regards to your support question, Reference No. ԼՆ9901-1938: 
Hi Robert, 


You are correct, the current released IDE (2.0.3) for NY 2.1 doesn't have 
a public API to write any plugins. However, there will soon (within the 
next week) be a public patch to upgrade to NY 2.2. The patch will 
contain the 3.2 IDE which has the public API. The patch is still 
undergoing tesing, however, before we release it. Look for it on our web 
site during the coming week; or email us in 2 or 3 working days and we'll 
let you know the status. 


thanks, 
James C 
Metrowerks Technical Support 


—-MESSAGE FILE 19686 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000387 
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——MESSAGE FILE 19687 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000388 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Good news for CodeWarrior users 

Date: Fri, 5 Feb 1999 09:13:42 +0100 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldmql1t4.zellnmxxat 8wN@al-88-108.a1l.nl1> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-108.al.n1 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:445 scea.yaroze.pr 
ogramming.codewarrior:388 scee.yaroze.freetalk.english:3423 scea.yaroze.freetalk:115 
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I think it's fair to say that the CW support is excelent. I mailed them 
before and they were ever so fast with their kind reply. 

Thats completely different from Apple, Microsoft or Adobe (or smaller 
companies I won't even mention). 

Thumbs up for Metroworks.. 


DEnnis.. 
—-MESSAGE FILE 19687 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000388 


—-MESSAGE FILE 19688 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000389 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: William Barry <wb95ab@sandcastle.cosc.brocku.ca> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Batch File?? 

Date: Sat, 06 Feb 1999 12:47:15 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <36BC8022.E7EFF581@sandcastle.cosc.brocku.ca> 
NNTP-Posting-Host: zepar.cosc.brocku.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 

X-Accept—-Language: en 


I have been playing around with the Yaroze and have been having a hard 

time understanding the Batch file. I know how to run the comands to get 
the TMD's, TIM's and VAD's to the Yaroze but my question is what about 

the address. 


local dload theShip.tmd 0x800c0000 


When I place this line in the model shows up. And my Debug Setting for 
the Code address is set at 0x80140000. This is ok and works fine but 
when I change it to 


local dload theShip.tmd 0x80100000 


and the Debug Settings for the Code address to 0x80090000 nothing 
happens. I guess my problem is how do I know where the actual address of 
the TMD's, the TIM's and the VAD's start and finish. Do I look at the 
actual size of the file the add it to the address so that they will 
follow in sequence in memory. 


If anyone has any information about this please respond because I am 
lost. 


—-MESSAGE FILE 19688 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000389 


Net Yaroze newsgroups message dump.txt Page 13293 


——MESSAGE FILE 19689 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000390 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Hmmm 

Date: Wed, 03 Mar 1999 09:35:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <36DD0277.1447@bristol.ac.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: n63.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:446 scea.yaroze.pr 
ogramming.codewarrior:390 scee.yaroze.freetalk.english:3648 scea.yaroze.freetalk:124 


OK, at the risk of sounding like a complete moron, where is the update? 
I've searched the Metrowerks site and found nothing, am I looking in the 
wrong place, or has it not been released yet? 


Cheers, 


Tom 
—-MESSAGE FILE 19689 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000390 


--MESSAGE FILE 19690 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000391 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 13:03:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7bjbos$9hel4@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:447 scea.yaroze.pr 
ogramming.codewarrior:391 scee.yaroze.freetalk.english:3654 scea.yaroze.freetalk:124 
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I check the site for the update every couple of days and I still haven't 
seen it :-( 


The guy at Metrowerks said he would mail me when the pacth was actually 
released. All I can suggest is that we (as a collective group <grin>) mail 
Metrowerks technical support to enquire where the patch has gone. 
Apparently it has finished being tested. 


Cheers 
Bob 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 19690 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
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rior/00000391 


——MESSAGE FILE 19691 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000392 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm - Good news 

Date: Thu, 4 Mar 1999 10:45:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <7blo3k$9he26@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:448 scea.yaroze.pr 
ogramming.codewarrior:392 scee.yaroze.freetalk.english:3664 scea.yaroze.freetalk:125 


The update has now been released, I've just checked the Metrowerks site and 
it still doesn't show but it is on the SCEE Yaroze server, check under the 
news section for details. The pacth is under development in the tools 
section. 


Hope this helps 


Bob 
298rcs@tay.ac.uk 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 19691 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000392 


—-MESSAGE FILE 19692 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000393 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 18:19:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7bmi24S9he30@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> <7bj 
bos$9hel4@chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-205-3.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:451 scea.yaroze.pr 
ogramming.codewarrior:393 scee.yaroze.freetalk.english:3667 scea.yaroze.freetalk:125 
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I just went to www.metrowerks.com 


followed the downloads link, chose Codewarrior for Net Yaroze in the list 
box, chose a link to download it from. 


Did take me a few try though, server kept on timing out. 
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Also I don't know what difference it made! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7bjbos$9hel4@chuka.playstation.co.uk>... 

>I check the site for the update every couple of days and I still haven't 
>seen it :-( 

> 

>The guy at Metrowerks said he would mail me when the pacth was actually 
>released. All I can suggest is that we (as a collective group <grin>) mail 
>Metrowerks technical support to enquire where the patch has gone. 
>Apparently it has finished being tested. 

> 

>Cheers 

>Bob 

> 

>>OK, at the risk of sounding like a complete moron, where is the update? 
>>I've searched the Metrowerks site and found nothing, am I looking in the 
>>wrong place, or has it not been released yet? 

>> 

>>Cheers, 

>> 

>> Tom 

> 

> 


—-MESSAGE FILE 19692 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000393 


—-MESSAGE FILE 19693 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000394 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: paul.sawyer@gbd.com 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: New CodeWarrior IDE problems 

Date: Fri, 05 Mar 1999 21:23:11 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36e04902.8435164@news.scea.sony.com> 
NNTP-Posting-Host: ts5-223.beeline.ca 

X-Newsreader: Forte Free Agent 1.11/32.235 


I just downloaded the new CodeWarrior patch from SCEE and even though 
I have just started looking at it, I have notices a few problems. 


All help references ask for a different help file (ideall.hlp as 
opposed to ide.hlp for the previous version, etc). I can easily 
rename the old help file, but is there a new help file missing for 
this IDE? 


Also, if you edit Version Control Settings and select to use Version 
Control and then disable it, most of the menu items are unselectable 
and an exception occurs soon after. 


I also wish at least a new text file showing in some detail what has 
changed in this version was included. Maybe it is in the lost 
ideall.hlp file. ? 


Thanks, Metrowerks, for the update. 

-PS 

—-MESSAGE FILE 19693 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000394 


—-MESSAGE FILE 19694 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000395 
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Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Mon, 08 Mar 1999 15:35:54 -0600 

Organization: Metrowerks 

Lines: 24 

Message-ID: <sumner-ya02408000R0803991535540001@news.scea.sony.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks200.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:455 scea.yaroze.pr 
ogramming.codewarrior:395 


In article <7blohrS$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 

>and the Win side has a new MFC PSComUtil 


FYI, The main new features of the IDE are: 


* More stable 
* File compare option 
* optional MDI interface (finally...) 


Enjoy! 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 19694 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000395 


——MESSAGE FILE 19695 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000396 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <admars@rocketmail.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Linking Problems (I think!) in CW 

Date: Tue, 9 Mar 1999 18:32:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <7c3pmc$12g19@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-1-11-17.access.telinco.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 
I'm having trouble converting a program which compiles fine under GNU, 1.6. 
no warnings or errors (!!!), yet in Codewarrior, I get 


Link Error : multiply-defined 'othWorld' in Init.c 
Previously defined in Address.c 


Link Error : multiply-defined 'otWorld' in Init.c 
Previously defined in Address.c 


Link Error : multiply-defined 'othWorld' in Init.c 
Previously defined in Address.c 


Link Error : multiply-defined ‘out_packet' in Init.c 
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Previously defined in Address.c 


Link Error : multiply-defined 'view' in Init.c 
Previously defined in Address.c 


Link Error : multiply-defined 'fllights' in Init.c 
Previously defined in Address.c 


my GNU makefile is thus: 


CFLAGS = -Wall -g 

LINKER = -—Xlinker -Ttext -Xlinker 80140000 

PROG = main 

OBJS = pad.o address.o init.o structs.o 
main.o 


all: $ (PROG) 


main : Տ (OBJS) 
$(CC) S(LINKER) $(OBJS) -o S@ 


Jese Ous 
$(CC) S(CFLAGS) -funsigned-char -c $< 


clean: 
del $ (PROG) 
del *.o 


all th .h files have 


#ifndef _ FILENAME _ 
#define _ FILENAME _ 


code 


#endif 


Address.c has 


#include <stdlib.h> 
#include <libps.h> 
#include "address.h" 


init.c has 


#include <libps.h> 
#include "address.h" 
#include "init.h" 


and the other .c files include the above .հ files 


texts.o 


threed.o 


Is codewarrior linking in a different order to my Makefile or what else 


might be going on? 

Any help/idea would be greatly appreciated, 
Chears 

Al 


admars@rocketmail.com 
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—-MESSAGE FILE 19695 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 


rior/00000396 


—-MESSAGE FILE 19696 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 


arrior/00000397 
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Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: Linking Problems (I think!) in CW 
Date: Tue, 09 Mar 1999 20:47:46 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7c4lcq$cij4@chuka.playstation.co.uk> 
References: <7c3pmc$12g19@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-pm05-54.ndirect.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


In article <7c3pmc$12g19@chuka.playstation.co.uk>, "Alan Marshall" 
<admars@rocketmail.com> wrote: 


I'm having trouble converting a program which compiles fine under GNU, 1.6. 
no warnings or errors (!!!), yet in Codewarrior, I get 


Link Error : multiply-defined ‘othWorld' in Init.c 
Previously defined in Address.c 

[sess 
Address.c has 


#include <stdlib.h> 
#include <libps.h> 
#include "address.h" 


init.c has 


#include <libps.h> 
#include "address.h" 
#include "init.h" 


and the other .c files include the above .h files 


VVVVVVVVVVVVVVVV VV VV 


This could happen if you include the wrong sorts of things in your header 
files. E.g. in shared headers global typedefs, defines, function prototypes 
and 'extern ...' variable defintions are fine and belong there. But (for 
example) a non-extern variable definition, or a non-prototype function 
definition, would cause problems as putting it in a header shared between 
two or more modules would cause it to appear in both, and so cause errors on 
linking. 


I would search through my source and headers and look where the symbol 
‘othWorld' appears. If you encounter problems like those above you should 
find a way to move the symbol into the correct object file, using 
‘extern...' in the headers so it can be accessed elsewhere. Repeat this for 
all problem symbols. If your still having problems try posting the relevant 
header files. 


John 
—-MESSAGE FILE 19696 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000397 


—-MESSAGE FILE 19697 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000398 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Wed, 10 Mar 1999 00:01:29 -0800 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <36E626D9.6AC0194E@znet .com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
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01@news.scea.sony.com> 

NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:457 scea.yaroze.pr 
ogramming.codewarrior:398 


Joel Sumner wrote: 


In article <7blohr$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 

>and the Win side has a new MFC PSComUtil 


FYI, The main new features of the IDE are: 
* More stable 

* File compare option 

* optional MDI interface (finally...) 
Enjoy! 

-Joel 


PlayStation Development Tools Dude 
Metrowerks 


VVVVVVVVVVVVVVV VV VV VV VV VV 


yes, MUCH better, thanks. 
All the separate windows iconify and move together in 
one main window. 


But I have to say PScomutil still hangs on TestCard 
and printfs are still slow. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender. html 

—-MESSAGE FILE 19697 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000398 


—-MESSAGE FILE 19698 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000399 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Wed, 10 Mar 1999 10:19:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 
Message-ID: <36E64720.173B@bristol.ac.uk> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
O01l@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> 

NNTP-Posting-Host: n69.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:458 scea.yaroze.pr 
ogramming.codewarrior:399 


Kirk Bender wrote: 
> 
> Joel Sumner wrote: 
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In article <7blohrS$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 

>and the Win side has a new MFC PSComUtil 


FYI, The main new features of the IDE are: 
* More stable 


* File compare option 
* optional MDI interface (finally...) 


Enjoy! 
-Joel 


PlayStation Development Tools Dude 
Metrowerks 


VVVVVVVVVVVVVVV N NEN NYM N VN N N 
VVVVVVVVVVVVVVV VV VV VV VV VV 


There's now a memory dump facility in PSComUtil to allow saving from the 
Yaroze to the PC, but whenever I try it, I only save four bytes. Does it 
work, or has it been disabled? 


Just another minor gripe...Metrowerks saw fit to remove the key 
shortcuts for disconnect/reconnect which is a bit of pain when the 
Yaroze locks up (no more hitting Crtl-f). This got extremely irritating 
when I was debugging a TMD editor I was writing as a lot of the time I 
would get that stupid 'GPU code xxH not assigned' which gets repeatedly 
sent if the Yaroze tries to link a corrupt TMD. The crash recovery's not 
all that great in that instance. 


Cheers, 


Tom 
—-MESSAGE FILE 19698 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000399 


—-MESSAGE FILE 19699 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000400 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: GTE asm with CodeWarrior 

Date: Wed, 10 Mar 1999 13:20:39 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 63 

Message-ID: <developer-1003991320390001@192.168.0.1> 

References: <78dk65$nd41@chuka.playstation.co.uk> <36AAF8E8.E85886FB@hinge.mistral.c 
o.uk> <78f511Snd46@chuka.playstation.co.uk> <36AB8574.82169D5F@hinge.mistral.co.uk> 

<developer-—2601990013080001@pro1-150.barrie.connex.net> <78le37Sgpd8@chuka.playstati 
on.co.uk> <developer-3101992054580001@prol1-137.barrie.connex.net> <79587j6Sis66@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: pro2-208.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:459 scea.yaroze.pr 
ogramming.codewarrior: 400 


johnb@hk.super.net> wrote: 

> This leads into the next category. 

> The ASM.H refers to the R3000 registers as part of the processor definition. 
> That is normal. It is part of the support for R3000. As well an R3000.H 

> file exists too. 

> What I was referring to was the GTE registers. 

> Those are not documented. 

N 


< 
> 
> 
> 
> 
> 
> 
> Not properly but: 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wheres all the decent games gone? 

Date: Mon, 4 May 1998 11:54:55 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <1d8illp.lfeszcey3z58aN@al-—88-137.al.nl> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88-123. 
al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> <1d8h03p.1lqwbt5e74dyf4N@al-88-101.al.nl 
> <6iimbg$jprl0@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-137.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Hhhhhm, 10 good games where? Goldeneye, Turok , waverace, 1080 snowboarding 
> and Blast Corps, iss soccer that makes 6 . The rest is overpriced mediocracy. 


You do forget Pilot Wings and SuperMario, these are good to! 
> As for the psx the only decent games for it since cristmas is Resident Evil2 


> and three lions. (and as for the PC it looks like Unreal will be the only game 
> worth buying until christmas). 


It's getting summer, that means a bad time for realeses. All the kids 
are outside. Only programmers and such stay indoors on a dark sweaty 
attick behind the screens from their allways running computers, to get 
the games finished before cristmas. 

հունը... 

And I'm not sure about the realese dates in the UK but Coolboarders2 is 
here just a month in the shops and that is a good one in my opinion. 
And what about Gran Turismo? 


But I do agree there were very little good releases. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 


debri@dds.nl 
macsuppor@al.nl 


ICQ: 5667178 
-—-MESSAGE FILE 2095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00798 


—-MESSAGE FILE 2096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000799 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: 4 May 1998 12:21:52 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ik8cg$i761@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 4 May 1998 11:27:00 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA04359 
for <news@playstation.co.uk>; Mon, 4 May 1998 12:26:44 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
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> 1) The compiler undestands some but not all GTE-related op codes. I think I 
> now may know why: they're used in the pre-main initialisation in 

> _pssstart.c. I suspect MW would have yanked all support except then this 

> code would not have compiled. 

Yep. 

> 2) Further browsing the "Targeting Net Yaroze" (i.e. the user manual for CW 
> for NY) the debugger chapter lists one of the ways of peeking at a running 
> program is by opening a window to show the GTE registers. This does appear 
> in the menu when debugging but is greyed out at all times. 


Yep. 


> So it looks like GTE support, available in the Pro product according to MW's 
> web pages, was excised from the cut-down NY version. But some limited 
> support had to be kept and elsewhere the excisation was less than surgical. 


Again, R2.X and now 3.X of the tools were part of the build path, but were 
forked part way though. They both HAD the same functionality, but were 
stripped. 

Just Like the LIBPS.A ecoff library. 


> > Yep, I agree. I found THAT out coding for PowerPC. 

> The PSX is the first Assembler coding I've done in years: I was spoilt on 

> the PPC with its FPU which does most everything, including multiply-add, in 
> a single cycle, at 200MHz on the laptop I'm writing this on. Coding ona 
> 
> 
> 


processor that runs at a tenth this speed without the maths power has led me 
to rediscover the joys of very low level coding. 
John 


Integrated FPU helps, lots. But I started with R3000 and 88100 code. I 
never got too pedal-to-the metal with the 88100, and the R3K was mostly 
Microcontroller interfacing so no Floating Point was needed. The R4700 
changed that quite a bit, but then I didn't have to goto ASM to get what I 
needed. 


PIC 16C54 on the other hand changed my outlook on RISC and memory storage 
QUITE a bit... 256 Bytes of Scratchpad/mem/register/stack. Try doing 
Fpoint in there... ;) 


Thanks John, for letting me know that there are others in Yaroze who are 
trying to code in R3K ASM. GTE micro-code I cannot help you with, But I 
wished I could. 


Having even minimal access to the GTE module [Mdec and others.] would have 
been too much of a comprimise for Sony to let Yarozers have it. Even 
though we always wished to could be so. 


Sony, who are now in the midst of Litigation with Connectix in relation to 
the VGS emulator; are probably wondering how Connectix was able to 
Software Fabricate the State engine of ALL the modules in the PSX.? 


Does not surprise me at all there is a Intellectual Property issue there. 

-sean 

--MESSAGE FILE 19699 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000400 


——MESSAGE FILE 19700 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000401 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rafael Campana <rcampana@metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Thu, 11 Mar 1999 09:30:23 -0600 

Organization: SCEA News Server 

Lines: 65 

Message-ID: <36E7E18F.69BBO5DE@metrowerks.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
O01@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> <36E64720.173Beébristol.ac.uk> 
NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

To: Tom <tm7130@bristol.ac.uk> 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:461 scea.yaroze.pr 
ogramming.codewarrior:401 


Hi Tom, 


Tom wrote: 


N 
H- 
K 

Ճ' 


Bender wrote: 
Joel Sumner wrote: 


In article <7blohr$9he27@chuka.playstation.co.uk>, 
george_bain@playstation.sony.com (George Bain) wrote: 


>Net Yaroze 2 Update 2 installer for both Mac and Windows. 
>They include: 

> 

>* IDE 3.2 

>* CodeWarrior Dropin API 

> 


>and the Win side has a new MFC PSComUtil 
FYI, The main new features of the IDE are: 
* More stable 

* File compare option 

* optional MDI interface (finally...) 
Enjoy! 

-Joel 


PlayStation Development Tools Dude 
Metrowerks 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV VV VV 


There's now a memory dump facility in PSComUtil to allow saving from the 
Yaroze to the PC, but whenever I try it, I only save four bytes. Does it 
work, or has it been disabled? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


This should work just fine. If you can, please email us at: 
mailto:support@metrowerks.com 
with your comments on how to reproduce the problem so we can fix it. We 


will have a freeware version of PSComUtil shortly so you will probably see 
the fixes there. 


Thanks for the reports. 
-Ք Հ f i 


PlayStation Development Tools 
Metrowerks, Inc. 


Just another minor gripe...Metrowerks saw fit to remove the key 
shortcuts for disconnect/reconnect which is a bit of pain when the 
Yaroze locks up (no more hitting Crtl-f). This got extremely irritating 
when I was debugging a TMD editor I was writing as a lot of the time I 
would get that stupid 'GPU code xxH not assigned' which gets repeatedly 
sent if the Yaroze tries to link a corrupt TMD. The crash recovery's not 
all that great in that instance. 


Cheers, 


VVVVVVVVVV VV 


Tom 
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—-MESSAGE FILE 19700 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000401 


—--MESSAGE FILE 19701 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000402 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 12 Mar 1999 14:01:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <7cb7dp$cijl18@chuka.playstation.co.uk> 

References: <7blohrS9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
O01@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> <36E64720.173Beébristol.ac.uk> ՀՅ 
6E7E18F.69BBO5DE@metrowerks.com> 

NNTP-Posting-Host: th-usr00-23.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:462 scea.yaroze.pr 
ogramming.codewarrior:402 


Rafael Campana wrote in message <36E7E18F.69BBO5DE@metrowerks.com>... 
> 

>... We will have a freeware version of PSComUtil shortly... 

> 


So, it can be distributed to Yaroze members without CW? And they'll be 
able to run my code which uses MWDebugI0O? Cool! :) 


Herbs 


—-MESSAGE FILE 19701 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000402 


—--MESSAGE FILE 19702 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000403 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: New problem( at least it compiles now) 

Date: Sun, 14 Mar 1999 15:54:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7cgm70Sfu91@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.247.237.91 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:403 scee.yaroze.pr 
ogramming.codewarrior:463 


Chears for your advice John, I hacked until some of my .հ and .c files 
disappeared ;) 


Anyway, again using siocons normally, my program compiles and runs no 
problem, however with Codewarrior, it compiles, but when I run it, it 
connects OK, downloads the files, but then I get the dreaded black screen, 
and I'm told I need to reset the host. 


I looked through the manual to see if that had any helpful hints since it's 
a conversion of a GNU program, and as far as I can see all I had to set was 
the Code Address in MIPS linker to 0x80140000! 


Chears for any help 


Al 
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admars@rocketmail.com 


http://www.geocities.com/SunsetStrip/Palms/3657 


—-MESSAGE FILE 19702 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000403 


——MESSAGE FILE 19703 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000404 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: the forthcoming freeware pscom util 

Date: 18 Mar 1999 11:34:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <01be7133$c9e436c0$688393c3@default> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> <36E626D9.6AC0194E@znet.com> <36E64720.173Beébristol.ac.uk> <3 
6E7E18F.69BBO5DE@met rowerks.com> 

NNTP-Posting-Host: p67s03a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:464 scea.yaroze.pr 
ogramming.codewarrior:404 


Can the freeware version of pscomutil have quicker printf output please? 
(if the latest update hasn't already -- I've not had a chance to download 
it yet) 


Pscomutil seems to use a clever API to write text to its window which makes 
sure words arn't spit over two lines... perhaps this is why it so slow.... 
(looking like it is at 1200baud rather than 9600) I can only speak for 
myself but: it would be fine if it used some simpler method, it doesn't 
matter if words get split, I can put in a "\n" where necessary. Also I 
don't see why the output window couldn't be fixed to use a fixed-pitch font 
too. 


Also if it still does two CR and LFs for every "\n" can that be fixed in 
the forthcomming freeware version so that it just does one (then I can get 
twice as much debug data on the screen at once). 


I read somewhere that one or more hot key shortcuts have been removed from 
the latest version, could we have more and not less of those please? Also 
perhaps, menu options, because I remember in the very first version there 


was a menu option "Down-load program and run" (or similar) but that was 
taken-out --- it was really convenient for me because I have no data files 
to load after my prog and the initialization in my program takes a while to 
do --- so now I have to start the down-load, go-off and do something else 


for a bit, comeback, start it running, go off and do something else for a 
bit, comeback and finally start testing what I've done. 


Jon Prestidge 
—-MESSAGE FILE 19703 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000404 


——MESSAGE FILE 19704 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000405 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 

Subject: Re: Net Yaroze 2 Update 2 installer for both Mac and Windows 

Date: Fri, 7 May 1999 01:42:33 -0700 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <ldreuxz.11fd2vt1j6xri2N@user—33qsomr.dialup.mindspring.com> 

References: <7blohrS$9he27@chuka.playstation.co.uk> <sumner-ya02408000R08039915355400 
01@news.scea.sony.com> 

NNTP-Posting-Host: user-33qsomr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 
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Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:473 scea.yaroze.pr 
ogramming.codewarrior:405 


hey!!!! why is the mac updater not on the SCEA site, only the pc 
updater!? i had to go to the SCEE site to get it.... 


jeez! 


Joel Sumner <sumner@austin.metrowerks.com> wrote: 


> In article <7blohrS9he27@chuka.playstation.co.uk>, 

> george_bain@playstation.sony.com (George Bain) wrote: 
> 

> >Net Yaroze 2 Update 2 installer for both Mac and Windows. 
> >They include: 

>> 

> >* IDE 3.2 

> >* CodeWarrior Dropin API 

>> 

> >and the Win side has a new MFC PSComUtil 

> 

> FYI, The main new features of the IDE are: 

> 

> * More stable 

> * File compare option 

> * optional MDI interface (finally...) 

> 

> Enjoy! 

> 

> -Joel 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 19704 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000405 


——MESSAGE FILE 19705 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000406 

Path: chuka.playstation.co.uk!news 

From: "Ltplay" <andrault@usa.net> 

Newsgroups: scea.yaroze.programming.codewarrior 
Subject: connecting problem with pscomutil 

Date: Fri, 6 Aug 1999 11:04:53 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7Joe7vk$lphl6@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip-76-79.evc.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I haven't use my netyaroze for several months and i have buy a new computer 
with win 98. 

I can connect to the playstation using siocons in msdos mode(didn't work in 
emulated mode), but i can't connect using pscomutil??? where can be the 
problem??? I am using win98. 


—-MESSAGE FILE 19705 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000406 


—-MESSAGE FILE 19706 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000407 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: C++ will not link! 

Date: Thu, 23 Sep 1999 08:37:44 +0300 
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Organization: Nokia 

Lines: 38 

Message-ID: <37E9BCA8 .E3A5D81D@nokia.com> 
NNTP-Posting-Host: nas-dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 


Has anyone actually managed to create a C++ program for Yaroze on a Mac? 
I have spent two nights now trying it and have not suceeded yet. I 
started doing exactly as was explained in the instructions in Ct++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version օք 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

'  rts_info_t__.h' had: 


SECTION extern void (*__static_init) (void); 


and the PC '__rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


P.S. 


Since we also have a PC at home, I then did exactly the same there - and 
surprise, surprise - the learn project compiled and linked fine. 


--MESSAGE FILE 19706 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000407 


——MESSAGE FILE 19707 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000408 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: C++ builds fine now! 

Date: Thu, 30 Sep 1999 08:11:54 +0300 

Organization: Nokia 

Lines: 58 

Message-ID: <37F2F11A.2C542AED@nokia.com> 
References: <37E9BCA8 .E3A5D81D@nokia.com> 
NNTP-Posting-Host: nas-dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi again! 
C++ works fine now in a Mac.and it was not at all complicated. 


By the help of Metroworks excellent customer support I got everything 
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right.. 

The only thing needed in addition to the instructions in C++Support 
Readme.txt was that 

both CodeWarrior for Net Yaroze Release 2, CW NY Updater (dated Feb 13, 
1998), 


and CW NY R2 update 2 (dated Feb 15, 1999). needed to be installed. Also 
these 
patches must be installed on top of each other (you cannot install R2 Update 


2 without 
already having the first Updater installed). 


Regards, 
Markku Kaurila 


Markku Kaurila wrote: 
Hi, 


Has anyone actually managed to create a C++ program for Yaroze on a Mac? 
I have spent two nights now trying it and have not suceeded yet. I 
started doing exactly as was explained in the instructions in Ct++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version օք 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

'_ rts_info_t__.h"' had: 


SECTION extern void (*__static_init) (void); 


and the PC '__rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


Pass 


Since we also have a PC at home, I then did exactly the same there - and 
surprise, surprise - the learn project compiled and linked fine. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 19707 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000408 


--MESSAGE FILE 19708 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000409 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Brian Weed" <bweed@vipah.com> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: NetYaroze vs Profession Developers kit 

Date: Tue, 26 Oct 1999 15:14:56 -0400 

Organization: SCEA News Server 

Lines: 71 

Message-ID: <7v4ug3$9m43@scea> 

NNTP-Posting-Host: mail.vipah.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Net Yaroze newsgroups message dump.txt Page 13308 
I am using Codewarrior on the PC with NetYaroze. 


What are the differences between the NetYaroze and the real Playstation 
developers kit? 


The docs for NetYaroze says that although it has 2Mb of RAM, you can't use 
the 1st 500k or so, because it is "reserved". Does the real Playstation 
have this limitation. 


Is there a way to get a pointer to the video memory? 


Is the Sound API the same on the professional developers kit? 
The sound API on NetYaroze is very ugly. 

How do I determine if a VAG is finished playing? 

How do I stop a VAG that is currently playing? 

How do I pause/resume a currently playing VAG? 


Why doesn't MWOpen support filenames with a full path? 


The follwing function will fail on the NetYaroze with the this error: 
"Address error on memory Load/Instruction Fetch" 


//7/77777777777777 
void TestBug (void) 
{ 
union { 
char *p8; 
unsigned short *p16; 
} u; 


char *pBuf; 
unsigned short n; 
int 1: 


if ((pBuf = (char *)malloc(40)) != NULL) Í 


u.p8 = pBuf; 

for (i = 0; 1 < 38; i++) ( 
n = *u.pl6; // Crashes when ք16 is odd 
u.p8tt; 

} 


free (pBuf) ; 
} 


} 

/77/777777777777777777777/7/ 

Does the professional developers kit have this same problem? 

If anyone would like to test this code for me Codewarrior for Mac, and GNU, 


that would be great, so that I could see if it fails on all development 
variations. 


I belive this problem is due to the fact that in MIPS R3000 the load 
instruction from a memory address into a register, the memory address must 
be evenly divisible by 4. 

However, I expected Codewarrior to generate the correct code to compensate 
for this. 


Why does the CodeWarrior debugger suck so badly? It almost never updates 
variables in the watch window correctly. And does not allow breakpoints to 
be set in the first 100 or so lines of a source file. 

Answers to any of these questions is greatly appreciated. 

Brian Weed 


bweed at vipah dot com 


—-MESSAGE FILE 19708 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000409 
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—--MESSAGE FILE 19709 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000410 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scea.yaroze.programming.codewarrior 
Subject: Re: NetYaroze vs Profession Developers kit 
Date: Mon, 01 Nov 1999 17:50:01 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 54 

Message-ID: <381DD2C9.F61DB58A@scee.sony.co.uk> 
References: <7v4ug3$9m43@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


Brian Weed wrote: 
> 


> What are the differences between the NetYaroze and the real Playstation 
> developers kit? 


A few - the PSX devkit has 8Mb and is a PCI card so you don't have to worry about fi 
le loading 

times, that's the main difference. 

> The docs for NetYaroze says that although it has 2Mb of RAM, you can't use 
> the 1st 500k or so, because it is "reserved". Does the real Playstation 

> have this limitation. 

No, you just can't use the 1st 64K. 

> Is there a way to get a pointer to the video memory? 

No, it's physically separate, everything must be DMA'd to/from it. 

> Is the Sound API the same on the professional developers kit? 

No, it's a LOT better. 

The sound API on NetYaroze is very ugly. 

How do I determine if a VAG is finished playing? 


How do I stop a VAG that is currently playing? 
How do I pause/resume a currently playing VAG? 


VV V V 


Not shure - some of these answers are in the FAQ off the main page. 


> The follwing function will fail on the NetYaroze with the this error: 
> "Address error on memory Load/Instruction Fetch" 


Make sure all structures are aligned to 4 bytes, it's a MIPS architecture thing. 


> Does the professional developers kit have this same problem? 


Yup. 

> I belive this problem is due to the fact that in MIPS R3000 the load 

> instruction from a memory address into a register, the memory address must 

> be evenly divisible by 4. 

> However, I expected Codewarrior to generate the correct code to compensate 

> for this. 

Maybe - some compiler optimisations can cause bugs like this. 

== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 


== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
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Many people think they are thinking, when they are really only rearranging 

their prejudices. 

—-MESSAGE FILE 19709 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000410 


——MESSAGE FILE 19710 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/codew 
arrior/00000411 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scea.yaroze.programming.codewarrior 

Subject: Re: NetYaroze vs Profession Developers kit 

Date: Wed, 10 Nov 1999 00:20:30 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <38290099.A7C8F399@drexel.edu> 

References: <7v4ug3$9m43@scea> <381DD2C9.F61DB58A@scee.sony.co.uk> 

Reply-To: drjr@drexel.edu 

NNTP-Posting-Host: a1l44.COMCAT.COM 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 (Macintosh; I; PPC) 
X-Accept—-Language: en 


> > The follwing function will fail on the NetYaroze with the this error: 

> > "Address error on memory Load/Instruction Fetch" 

> 

> Make sure all structures are aligned to 4 bytes, it's a MIPS architecture thing. 


Yeah, that's an address exception. Sometimes they're handled by hardware 
or software-- obviously, neither occurs in this case. Codewarrior 
automatically aligns your data for you when you start by type, but it's 
up to the user to keep alignment in their own dynamic structures. As a 
rule of thumb: 


The address of 
The address of 
The address of 
The address of 
The address of 


char must be divisable by 1. 
short must be divisable by 2. 
long must be divisable by 4. 
float must be divisable by 4. 
double must be divisable by 8. 


ooo Թ Ծ 


Even if the exception where to be handled by software, it would be slow. 
So it's good to keep data aligned on all processors even when it does 
not cause an error. 


--Dave Romig, Jr. (drjr@drexel.edu) 
—-MESSAGE FILE 19710 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/codewar 
rior/00000411 


E AE AE AE FE EE HEE EH 
E AE EAE AE EAE FE EAE E EH H 


EE E TE AE HE FE AE FE E HE HEH H H 
--START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/event 
t HEE 


—-MESSAGE FILE 19711 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/event 
/00000001 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.event, scee.yaroze.event,sce 
e.yaroze.freetalk.english 

Subject: Nice 'ARS' for Windows 

Date: Sat, 27 Jun 1998 22:35:35 +0100 

Organization: Backroom Software Ltd. 

Lines: 3 

Message-ID: <6n30r3S$q6cl3@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera221.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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Content-—Disposition: inline 


Hi Rob, 


>I know where you are from in America - its one of the smaller states 
>called canda !!!! 


You spelled Canada wrong...that's almost as bad as this months 
Official PlayStation Magazine....they spelled it Cananda. Hmm 
where do British kids go to school in this country.... 


>Robert Swan - expecting a beating when he sees George at onedotzero 
>(dear god, let him have a sense of humour, even though I know im not 
>funny) 


Nay your going to be buying me drinks all night....ha! 


Regards, 


George 


1332 


—-MESSAGE FILE 2096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00799 


-—-MESSAGE FILE 2097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000800 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best console games... 

Date: Mon, 04 May 1998 13:11:49 +0100 
Organization: Bacardi Ferrari V12 

Lines: 28 

Message-ID: <354DB085.706B@manc.u-net.com> 


References: <6ii6n6$fq6l@emeka.playstation.co.uk> <354d041a.4117217@www.netyaroze-eu 


rope.com> <6ij4inSedu6@scea> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Steve Tolin wrote: 
> Just a question: Are you thinking canda is Canada. 
> And if so you think that we are one of the smaller states. 


> Canada is the largest country in the world. 

Actually, 

1: Canada is actually spelled 'canannanannda' (lower case c) 

2: It is in the southern hemisphere (south of New Zealand) 

3: It is America's 52nd state (after Hawaii and The Isle of Wight). 

4: The major export is bacon, as in the film "Canadian Bacon". 

5: Canada's flag is red, white, blue and a kind of 'turquoise'. 

6: Canadians don't understand Robert Swan's humour, except George Bain 


(but then again he's American isn't he? :) ) 
7: Mirror, signal, manoeuvre. 
All of the above. 


> Get real. 
Touché! 
Laters, 


Jim 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:778 scea.yaroze.programming.event 
:1 scee.yaroze.event:44 scee.yaroze.freetalk.english:1281 


v2.0 Beta is now up at http://www.netyaroze-europe.com/~steved/ 


—-MESSAGE FILE 19711 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/event/0 
0000001 


—-MESSAGE FILE 19712 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/event 
/00000002 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.event, scee.yaroze.event,sce 
e.yaroze.freetalk.english 

Subject: Re: Nice 'ARS' for Windows 

Date: Mon, 29 Jun 1998 19:08:02 +0100 

Organization: Backroom Software Ltd. 

Lines: 17 

Message-ID: <6n8le6Ssub4@chuka.playstation.co.uk> 

References: <6n30r3$q6cl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera630.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:782 scea.yaroze.programming.event 
:2 scee.yaroze.event:46 scee.yaroze.freetalk.english:1290 


Some problems were found running this on 95. There is now a tiny patch to 
make everything function as normal. 

Check out the patch and instructions at the bottom of 
http://www.netyaroze-europe.com/~steved/nice_ars_for_windows_nt.htm 


Sorry to anyone who it failed to work for and who now hate me with a passion 
13) 


Steve 


Steve Dunn wrote in message <6n30r3$q6cl13@chuka.playstation.co.uk>... 
>V2.0 Beta is now up at http://www.netyaroze-europe.com/~steved/ 

> 

> 


—-MESSAGE FILE 19712 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/event/0 
0000002 


THEE FE FE FE AE AE E FE THE HE 
E AE EAE AE AEE FE EH HE EH 


——HHEEEEEEE EE HEH 
——START USENET FOLDER: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler 


HR EAE EEE EE HE EH 


—-MESSAGE FILE 19713 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000001 

Path: chuka.playstation.co.uk!scea!news 

From: "Dan Filner" <danf@value.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: GDB information? 

Date: 18 Apr 1997 22:38:04 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <01lbc4c49$8fb41a80$955e21cf@danpcx> 
NNTP-Posting-Host: oak4-149.value.net 
X-Newsreader: Microsoft Internet News 4.70.1155 
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Hello out there. 


It looks like there's plenty of room in the NetYaroze world right now; I 
guess we're all still getting unpacked. 


I'm interested right now in getting gdb talking to my black box. 


Is there a simple demo (a la "\quick") that shows how to start GDB and 
connect to the Yaroze? 

How do you configure GDB for the Yaroze box? 

What can GDB do? 

Where is the GDB info? 


Thanks, 
Dan Filner 


—-MESSAGE FILE 19713 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000001 


—--MESSAGE FILE 19714 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000002 

Path: chuka.playstation.co.uk!scea!news 

From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: GDB information? 

Date: Sat, 19 Apr 1997 15:42:41 GMT 
Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <3358e72a.378143@205.149.189.29> 
References: <01lbc4c49$8fb41a80$955e21cf@danpcx> 
NNTP-Posting-Host: ind-0012-25.iquest.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hi Dan, 


Sorry, but I can't answer your questions yet. I havn't used GDB. I'll 
look into it this weekend and get back to you ASAP. If I can't figure 
it out, I'll try to find someone at Sony who knows. 


Mario 
On 18 Apr 1997 22:38:04 GMT, "Dan Filner" <danf@value.net> wrote: 


>Hello out there. 


> 

>It looks like there's plenty of room in the NetYaroze world right now; I 
>guess we're all still getting unpacked. 

> 


>I'm interested right now in getting gdb talking to my black box. 
> 

>Is there a simple demo (a la "\quick") that shows how to start GDB and 
>connect to the Yaroze? 

>How do you configure GDB for the Yaroze box? 

>What can GDB do? 

>Where is the GDB info? 

> 

>Thanks, 

> 

>Dan Filner 

> 


-—-MESSAGE FILE 19714 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000002 


——MESSAGE FILE 19715 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Michael Koziniak <michael_koziniak@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: GDB information? 


Net Yaroze newsgroups message dump.txt Page 13313 


Date: Tue, 22 Apr 1997 18:44:46 -0700 
Organization: Sony Interactive Entertainment 
Lines: 34 

Message-ID: <335D698E.2738@interactive.sony.com> 
References: <Olbc4c49$8fb41a80$955e21cf@danpcx> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Dan Filner wrote: 


Hello out there. 


It looks like there's plenty of room in the NetYaroze world right now; I 
guess we're all still getting unpacked. 


I'm interested right now in getting gdb talking to my black box. 


Is there a simple demo (a la "\quick") that shows how to start GDB and 
connect to the Yaroze? 

How do you configure GDB for the Yaroze box? 

What can GDB do? 

Where is the GDB info? 


Thanks, 


VVVVVVVVVVVVVVV VV 


Dan Filner 


Hello Dan, 


There is a lot of info on the WEB regarding GNU. If you 

go to Cygnus's homepage I believe you will find online 
documentation. There is no demo on using the GDB, however 

to use it your GDB ini file must specify the correct directory 
for the HOME environment variable and then when you are about 

to start your program you must load the DEBUG stub with SIOCONS 
then you download your data then you start GDB from within your 
applications directory. The GDB.INI should be in this directory. 
I know this isn't word for word, but try to do this and I will 
review this and give you more specifics. 


Michael Koziniak@SCEA 
--MESSAGE FILE 19715 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000003 


—-MESSAGE FILE 19716 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000004 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: GDB information? 

Date: Fri, 25 Apr 1997 20:55:29 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3360FE21.3699947F@hypemeister.bb.bawue.de> 

References: <Olbc4c49S$8fb41a80$955e21cf@danpcx> <335D698E.2738@interactive.sony.com> 
NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


Hi Micheal, 


There is no demo on using the GDB, however 

to use it your GDB ini file must specify the correct directory 
for the HOME environment variable and then when you are about 
to start your program you must load the DEBUG stub with SIOCONS 
then you download your data then you start GDB from within your 


V V V V V 
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> applications directory. The GDB.INI should be in this directory. 
> I know this isn't word for word, but try to do this and I will 

> review this and give you more specifics. 

> 

> Michael Koziniak@SCEA 


I have the same problem as Dan - I can't connect to the NY with GDB. 


As far as I understand one has to do the following: 


1.) start siocons 

2.) "load cdrom:\MON\HSS.EXE;1 (in order to load the debug stub) 

3.) “load <program>" (I am not sure whether this step is necessary or 
not - because of step# 8) 

4.) quit siocons 

5.) start gdb 

6.) enter "file <program>" 

7.) “start-remote-debugging" (which sets the remotebaud speed and the 
target) 

8.) "load <program>" 

BUT in step 7.) I get several error messages "Ignoring packet error, 
continuing..." 


Maybe you could give me a hint, what I can do against it. 


CU 

Hans 

—-MESSAGE FILE 19716 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000004 


—--MESSAGE FILE 19717 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: linker warning for image too big 

Date: Sat, 26 Apr 1997 03:52:27 -0500 

Organization: (no organization) 

Lines: 11 

Message-ID: <3361C24B.546@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


I was wondering if it is possible to have the "ld" linker issue a 
warning if the "end" of the data is > 0x801FFF00, so that if a program 
is too big for memory (or we just made the start address too high) it 
will warn us? 


I ran into this problem when I was moving the big 400K buffer for the 
STDO.VB sound file around, and until I looked at the mapfile, I was 
going crazy trying to figure out why the program would die when loading 
the image! 


EdF 
--MESSAGE FILE 19717 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000005 


——MESSAGE FILE 19718 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: which code space to use? 

Date: Sat, 26 Apr 1997 04:00:58 -0500 

Organization: (no organization) 

Lines: 14 

Message-ID: <3361C44A. 63E0@charlie.cns.iit.edu> 
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Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I noticed that the demos all link starting at address 0x8------- (kO 
space), but on page 15 of the Yellow 'User Guide', it seems to indicate 
that code running out of this space does not use the Instruction cache 
of the CPU. (The chart on that page says "Not available" under the 
I-cache column for k0 space.) 


Is there any reason not to link code so it runs from the the "ku" or 
"kl" spaces? 


The manual seems to be saying that these spaces are just aliases for the 
same physical memory, but it isn't very clear on why you would ever use 
one space vs. another. 


EdF 
--MESSAGE FILE 19718 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000006 


——MESSAGE FILE 19719 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: kip <kip@netspeed.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: ctr0.0 question 

Date: Mon, 28 Apr 1997 11:53:46 -0700 

Organization: netspeed, inc. 

Lines: 11 

Message-ID: <3364F23A.1BA2@netspeed. com> 

Reply-To: kip@netspeed.com 

NNTP-Posting-Host: 208.203.234.157 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hello. 

I've successfully compiled using gcc and ld; however, during the link 
process the linker is looking for my crt0O.o file. I can't find anything 
in the LIB directory or any source that could be used to generate a 
crt0O. Should I use 'no defualt libraries' or am I missing the ctr0 
file? 

thanks! 

Ian 


--MESSAGE FILE 19719 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000007 


——MESSAGE FILE 19720 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000008 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: which code space to use? 

Date: Mon, 28 Apr 1997 21:24:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 25 

Message-ID: <33650af4.5554263@205.149.189.29> 

References: <3361C44A. 63E0@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0014-8.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Perhaps one of the engineers at Sony could respond to this one. I use 
the k0 space because that's what works. I've just assumed that the kO 
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space in the only area you can use as I've been unsuccessful when 
trying to use either ku or kl space. 


Mario 


On Sat, 26 Apr 1997 04:00:58 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


>I noticed that the demos all link starting at address 0:8------- (kO 
>space), but on page 15 of the Yellow 'User Guide', it seems to indicate 
>that code running out of this space does not use the Instruction cache 


>of the CPU. (The chart on that page says "Not available" under the 
>I-cache column for k0 space.) 
> 


>Is there any reason not to link code so it runs from the the "ku" or 
>"k1" spaces? 

> 

>The manual seems to be saying that these spaces are just aliases for the 
>same physical memory, but it isn't very clear on why you would ever use 
>one space vs. another. 

> 

>EdF 


—-MESSAGE FILE 19720 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000008 


——MESSAGE FILE 19721 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000009 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: ctr0.0 question 

Date: Mon, 28 Apr 1997 21:24:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <3365136a.7720508@205.149.189.29> 

References: <3364F23A.1BA2@netspeed.com> 

NNTP-Posting-Host: ind-0014-8.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi Ian, 


So far, I've been unable to duplicate your problem. Could you send me 
the files you're working with? I'll look at them and see what I can 
find. 


Mario 
On Mon, 28 Apr 1997 11:53:46 -0700, kip <kip@netspeed.com> wrote: 


>Hello. 

> 

>I've successfully compiled using gcc and ld; however, during the link 
>process the linker is looking for my crt0O.o file. I can't find anything 
>in the LIB directory or any source that could be used to generate a 
>crt0. Should I use 'no defualt libraries' or am I missing the ctr0 
>file? 

> 

>thanks! 

> 

>Ian 


—-MESSAGE FILE 19721 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000009 


——MESSAGE FILE 19722 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000010 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mike Fulton <mfulton@glamoursoft.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: which code space to use? 
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Date: Thu, 01 May 1997 17:59:00 -0700 
Organization: SCEA Net Yaroze News 

Lines: 24 

Message-ID: <33693C54.4A18@glamoursoft.com> 
References: <3361C44A. 63E0@charlie.cns.iit.edu> 
Reply-To: mfulton@glamoursoft.com 
NNTP-Posting-Host: 206.41.6.40 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Ed, I don't have a yellow manual in front of me to double check what it 
actually says, but you've got it backwards. Any instruction with a high 
nybble value of 0x00 or 0x08 will be cached. Any instruction with a 
high nybble value օք 0280 will NOT be cached. 


You can use this information and techniques using function pointers to 
exercise some control over what routines are executed using the cache 
and which are not. 


Mike Fulton @ SCEA 


Ed Federmeyer wrote: 


I noticed that the demos all link starting at address 0:8------ (kO 
space), but on page 15 of the Yellow 'User Guide', it seems to indicate 
that code running out of this space does not use the Instruction cache 
of the CPU. (The chart on that page says "Not available" under the 
I-cache column for k0 space.) 


VVVVVVVV 


EdF 
--MESSAGE FILE 19722 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000010 


——MESSAGE FILE 19723 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000011 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: shawng <shawng@concentric.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: which code space to use? 

Date: Sat, 03 May 1997 21:58:54 -0500 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <336BFB6E.6675@concentric.net> 

References: <3361C44A. 63E0@charlie.cns.iit.edu> <33693C54.4A18@glamoursoft.com> 
Reply-To: shawng@concentric.net 

NNTP-Posting-Host: 61004d0010da.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; I) 


Yellow Manual Quote: 


Logical memory Seg name I Cache 
0x00000000-0x001fffff ku Available 
0x80000000-0x801fffff kO Not available 
Oxa0000000-0xa01fffff k1 Available 


Is this a misprint? I've also noticed all the demos using segment k0. 


Mike Fulton wrote: 
> 
Ed, I don't have a yellow manual in front of me to double check what it 
actually says, but you've got it backwards. Any instruction with a high 
nybble value of 0x00 or 0x08 will be cached. Any instruction with a 
high nybble value of Oxa0 will NOT be cached. 


> 
> 
> 
> 
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> 

> You can use this information and techniques using function pointers to 

> exercise some control over what routines are executed using the cache 

> and which are not. 

> 

> Mike Fulton @ SCEA 

> 

> Ed Federmeyer wrote: 

>> 

> > I noticed that the demos all link starting at address 0x8------- (kO 

> > space), but on page 15 of the Yellow 'User Guide', it seems to indicate 
> > that code running out of this space does not use the Instruction cache 
> > of the CPU. (The chart on that page says "Not available" under the 

> > I-cache column for k0 space.) 

>> 

> > EdF 


—-MESSAGE FILE 19723 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000011 


—-MESSAGE FILE 19724 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000012 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Mike Fulton <mfulton@glamoursoft.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: which code space to use? 

Date: Mon, 05 May 1997 16:28:36 -0700 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <336E6D24.22D8@glamoursoft.com> 

References: <3361C44A.63E0@charlie.cns.iit.edu> <33693C54.4A18@glamoursoft.com> <336 
BFB6E.6675@concentric.net> 

Reply-To: mfulton@glamoursoft.com 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


shawng wrote: 


> 

> Yellow Manual Quote: 

> 

> Logical memory Seg name I Cache 

> 0x00000000-0x001fffff ku Available 

> 0x80000000-0x801fffff 50 Not available 
> 0xa0000000-0xa01fffff k1 Available 

> 

> 


Is this a misprint? I've also noticed all the demos using segment k0. 


Yes, it's a misprint. The first two should say "Available" and the last 
should say "Not availble". 


Mike Fulton @ SCEA 
--MESSAGE FILE 19724 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000012 


——MESSAGE FILE 19725 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000013 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: which code space to use? 

Date: Mon, 05 May 1997 19:15:02 -0500 

Organization: (no organization) 

Lines: 15 

Message-ID: <336E7806.6B92@charlie.cns.iit.edu> 

References: <3361C44A. 63E0@charlie.cns.iit.edu> <33693C54.4A18@glamoursoft.com> <336 
BFB6E.6675@concentric.net> <336E6D24.22D8@glamoursoft.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 
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NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Mike Fulton wrote: 
> shawng wrote: 


> > Yellow Manual Quote: 

> > Logical memory Seg name I Cache 

> > 0x00000000-0x001ffffFf ku Available 

> > 0x80000000-0x801fffff kO Not available 

> > 0xa0000000-0xa01fffff k1 Available 

> > Is this a misprint? I've also noticed all the demos using segment k0. 
> Yes, it's a misprint. The first two should say "Available" and the last 
> should say "Not availble". 


The USERGUIDE.PDF I recently downloaded still had this typo. If a new 

printing is made from that file (or the file that the .PDF was made 

from), someone ought to change it. Բ») 

EdF 

--MESSAGE FILE 19725 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000013 


—-MESSAGE FILE 19726 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: which code space to use? 

Date: Thu, 22 May 1997 00:44:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33839643.87180672@news.scea.sony.com> 

References: <3361C44A. 63E0@charlie.cns.iit.edu> <33693C54.4A18@glamoursoft.com> <336 
BFB6E.6675@concentric.net> 

NNTP-Posting-Host: nbé6éppp225.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


I've asked a similar question in scea.yazroze.programming, in case 
no one checks there anymore... 


Jamin 
On Sat, 03 May 1997 21:58:54 -0500, shawng <shawng@concentric.net> 
wrote: 


>Yellow Manual Quote: 


> 

>Logical memory Seg name I Cache 
>0x00000000-0x001fffff ku Available 
>0x80000000-0x801fffff kO Not available 
>Oxa0000000-Oxa01lfffff kl Available 

> 


>Is this a misprint? I've also noticed all the demos using segment k0. 
> 


—-MESSAGE FILE 19726 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000014 


——MESSAGE FILE 19727 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.announce, scee.yaroze.freetalk.english, scea.yaroze.programmin 
g.gnu_compiler, scea.yaroze.programming.codewarrior 

Subject: GNU C WIN95/NT Front end editor... 

Date: Thu, 22 May 1997 09:46:02 -0500 

Organization: SCEA Net Yaroze News 

Lines: 18 
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Message-ID: <33845C2A.21ED75EB@groupz.net> 
Reply-To: jlawton@groupz.net 
NNTP-Posting-Host: ags-—5200-1-p23.groupz.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.announce:22 scee.yaroze.freetalk.english:1 
08 scea.yaroze.programming.gnu_compiler:15 scea.yaroze.programming.codewarrior:45 


I just finished a front end WIN95/NT editor for GNU C. This is the 
first version of the program, so it's in BETA phase. It supports upload 
via SIOCONS (as soon as we finish our windows version it'll work dirctly 
through it as opposed to a DOS window), GCC, strip, makefiles, compiler 
flags, function jump tables, project type listing, and lot's more. 


We are also working on a SIOCONS for 95/NT, and a TMD Editor. If you 
want to download the most recent version visit my Sony page at: 


http://www.scea.sony.com/net/yaroze/pages/jlawton-.html 


Please send me suggestions for additions to the program or any bugs you 
might find. We should have another version ready in a week or so. 


Regards, 
Jeff Lawton 


—-MESSAGE FILE 19727 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000015 


——MESSAGE FILE 19728 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000016 

Path: chuka.playstation.co.uk!scea!paulk 

From: paulk@anon.nymserver.com (Paul Kearns) 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Good value for seeding the RNG 

Date: Mon, 26 May 1997 19:49:26 GMT 
Organization: The Hacker's Shack 

Lines: 23 

Message-ID: <5mcp8h$shk3@scea> 
NNTP-Posting-Host: tide09.microsoft.com 
X-Newsreader: News Xpress 2.01 


This doesn't really have anything to do with the GNU compiler, but it doesn't 
have anything to do with graphics or sound, either. Maybe a 
"programming.misc", "programming.other", or something newsgroup? 


Anyway, I'm looking for a decent number to seed the random number generator 
with. I've always used the real time clock when working with computers, but 
there doesn't appear to be such a thing on the Playstation. 


I thought about measuring the amount of time it takes for the user to press a 
key, but that doesn't help for the opening animation or non-interactive 
demos. All of the other volatile numbers, like clock ticks since program 
start or number of vertical blanks since last VSync(), seem like they'll be 
the same for each run. 


Is there a location that will always (or even usually) contain a different 
number each time the Playstation's powered up?? If I read a pixel out of the 
frame buffer without drawing anything, will that be random or zero (and can I 
even do that)? What about the current horizontal line being drawn or 
something? 


Thanks, 

Paul Keanrs 

paulk@anon.nymserver.com 

—-MESSAGE FILE 19728 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000016 


—-MESSAGE FILE 19729 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00800 


—-MESSAGE FILE 2098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000801 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting experiment 

Date: Mon, 04 May 1998 15:51:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <354DD5E2.879@saqnet.co.uk> 

References: <6ihhs8S$jpr3@chuka.playstation.co.uk> <354c8f1c.3125278@www.netyaroze-eu 
rope.com> <6iio7dSjpri5@chuka.playstation.co.uk> <354d0391.3979910@www.netyaroze-eur 
ope.com> 

Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at14-007.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 


On Sun, 3 May 1998 22:46:31 +0100, "Chain" <s.mussell@virgin.net> 
wrote: 


>Isn't this because these are old PSX system's... I think I read somewhere 
>that they have an older custom Video chip in them, which is only slightly 
>different, but which slows it down. Anyone got the answer? 


that would be wierd. A slower video chip would mean modern games that 
push it to the limit would run slower on these psxs. surely sony 
couldnt allow that difference in quality? 


VVVVVVVVVV VV 


The truth of the matter is that the gradient banding is due to an older 
chip that was only in the older models of Playstation. It had nothing to 
do with speed, but the "banding" effect on on-screen graphics was more 
pronounced. Anyway, Sony replaced it with a better chip quite soon after 
the PAL launch. AFAIK, you can tell Sony that you have one of these 
"inferior" machines and they will send you a 2nd hand replacement... 

All this info is in the Playstation technical FAQ, which I read a while 
ago on uk.games.video.playstation If anyone cares, I can dig out the 
URL... there's some quite detailed technical info in it, actually. 


Nick F 
—-MESSAGE FILE 2098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00801 


—-MESSAGE FILE 2099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000802 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games . 

Date: Mon, 04 May 1998 16:00:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <354DD826.5019@saqnet.co.uk> 
References: <6iimu5$jprlil@chuka.playstation.co.uk> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-007.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 
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ompiler/00000017 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: Good value for seeding the RNG 
Date: Tue, 27 May 1997 10:46:18 GMT 
Organization: SCEA Net Yaroze News 

Lines: 24 

Message-ID: <338ab971.31511710@205.149.189.29> 
References: <Smcp8h$shk3@scea> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 26 May 1997 19:49:26 GMT, paulk@anon.nymserver.com (Paul 
Kearns) wrote: 


>..., I'm looking for a decent number to seed the random number generator 
>with. I've always used the real time clock when working with computers, but 
>there doesn't appear to be such a thing on the Playstation. 

> 

Paul, 


How are you planning to seed the random number generator? The only 
function I'm aware of is rand() and it's defined as: 


long rand( void ) 


so that won't work. Unless you've written your own random number 
generator, like I did in Spaceguy. I never bothered to seed it in that 
program. If I was worried about randomness I would probably re-seed 
the RNG every time a button was pressed. As a seed I would try using a 
tick counter or even the next generated random number. This technique 
has worked well for me in the past. It doesn't really help from a cold 
start though. 


Mario 
—-MESSAGE FILE 19729 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000017 


—-MESSAGE FILE 19730 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Good value for seeding the RNG 

Date: Tue, 27 May 1997 10:37:30 -0700 

Organization: Sony Computer Entertainment America 

Lines: 32 

Message-ID: <338B1BDA.A53@interactive.sony.com> 

References: <Smcp8h$shk3@scea> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Paul Kearns wrote: 


This doesn't really have anything to do with the GNU compiler, but it doesn't 
have anything to do with graphics or sound, either. Maybe a 
"programming.misc", "programming.other", or something newsgroup? 


Anyway, I'm looking for a decent number to seed the random number generator 
with. I've always used the real time clock when working with computers, but 
there doesn't appear to be such a thing on the Playstation. 


I thought about measuring the amount of time it takes for the user to press a 
key, but that doesn't help for the opening animation or non-interactive 
demos. All of the other volatile numbers, like clock ticks since program 
start or number of vertical blanks since last VSync(), seem like they'll be 
the same for each run. 


VVVVVVVVVVVV VV 


Net Yaroze newsgroups message dump.txt Page 13322 


Paul Keanrs 
paulk@anon.nymserver.com 


> 

> Is there a location that will always (or even usually) contain a different 

> number each time the Playstation's powered up?? If I read a pixel out of the 
> frame buffer without drawing anything, will that be random or zero (and can I 
> even do that)? What about the current horizontal line being drawn or 

> something? 

> 

> Thanks, 

> 

> 


You can Vsync(-1) to feed the random seed and it gives it preety decent 
random number generation. I used it in Survival which places the wooden 
planks randomly when you startup the game. 


Pradip K Fatehpuria 
—-MESSAGE FILE 19730 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000018 


--MESSAGE FILE 19731 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Good value for seeding the RNG 

Date: Wed, 28 May 1997 07:50:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 6 

Message-ID: <338be307.18427893@205.149.189.29> 

References: <5mcp8h$shk3@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Paul, 


It appears that I overlooked the srand() function. Pradip is correct 
here. Using VSync(-1) does give a pretty decent random sequence. 


Mario 
—-MESSAGE FILE 19731 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000019 


——MESSAGE FILE 19732 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000020 

Path: chuka.playstation.co.uk!scea!paulk 

From: paulk@anon.nymserver.com (Paul Kearns) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Good value for seeding the RNG 

Date: Tue, 27 May 1997 20:34:04 GMT 

Organization: The Hacker's Shack 

Lines: 10 

Message-ID: <5mfg87Sshk6@scea> 

References: <Smcp8hS$shk3@scea> <338be307.18427893@205.149.189.29> 
NNTP-Posting-Host: tidel4.microsoft.com 

X-Newsreader: News Xpress 2.01 


In article <338be307.18427893@205.149.189.29>, mperdue@iquest.net (Mario Perdue) wro 
tes 

>It appears that I overlooked the srand() function. Pradip is correct 

>here. Using VSync(-1) does give a pretty decent random sequence. 


Great! Thank you guys for your quick help. 
>Mario 

Paul Kearns 

paulk@anon.nymserver.com 


—-MESSAGE FILE 19732 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000020 


Net Yaroze newsgroups message dump.txt Page 13323 


—-MESSAGE FILE 19733 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000021 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Good value for seeding the RNG 

Date: Wed, 28 May 1997 14:58:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <338c4779.1218757@205.149.189.29> 

References: <Smcp8h$shk3@scea> <338ab971.31511710@205.149.189.29> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


In an earlier message I said "As a seed I would try using a tick 
counter or even the next generated random number." I thought I should 
point out that using the next generated random number won't work with 
many random number generators. It does work with the one I wrote 
though. I just didn't want anyone to start thinking I was nuts. 


Mario 
—-MESSAGE FILE 19733 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000021 


—-MESSAGE FILE 19734 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000022 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: New WIN95/NT SIOCONS, and GNU Front end 

Date: Tue, 17 Jun 1997 10:33:42 -0500 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A6AE56.67FE42BC@groupz.net> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-r4-pl.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


I just finish the new version of our front end for GNU compiler. It now 
includes a Windows 95/NT version of SIOCONS. I have included quite a 
few of the SIOCONS functions, but alas since it's a beta there may still 
be a couple of little glitches. 


If you encounter anything , or want me too add something to make the 
program better please feel free to send me e-mail. 


You can find the latest version at: 
http://www.scea.sony.com/net/yaroze/pages/jlawton.html 
Regards, 

Jeff Lawton 


—-MESSAGE FILE 19734 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000022 


——MESSAGE FILE 19735 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000023 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Matt Guyot" <raw@atlantic.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: any type of basic reference...? 

Date: 18 Jul 1997 00:41:53 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <01bc9315$2b658100$11c562cf@mattguyo> 
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NNTP-Posting-Host: jax-f1l-000.atlantic.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


please forgive a crusty mainframe programmers ignorance... the part of 
this that seems to be giving me the most trouble is the compiler... logic 
is logic regardless of language...but the stuff i am used to doing at work 
is more like... go to the compiler page .... pick the compiler (with or 
without the debugger) and let ‘er rip.... 


is there a reference or a decent grouping of makefile examples that nel 


knows of ..? or even just some hints on what all the options really 
do...like i said, im not stupid or anything... this is just a bit of a 
departure from what i am used to doing... 

thx 

matt 


—-MESSAGE FILE 19735 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000023 


—-MESSAGE FILE 19736 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000024 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: any type of basic reference...? 

Date: Fri, 18 Jul 1997 05:06:42 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <33cef93d.17589066@205.149.189.29> 

References: <01bc9315$2b658100$11c562cf@mattguyo> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Matt, 


There's a file on the SCEE site called GNUCC.ZIP that should help you 
out. I guess I should put a copy here too. Look for it soon. 


Mario 


On 18 Jul 1997 00:41:53 GMT, "Matt Guyot" <raw@atlantic.net> wrote: 


>please forgive a crusty mainframe programmers ignorance... the part of 
>this that seems to be giving me the most trouble is the compiler... logic 
>is logic regardless of language...but the stuff i am used to doing at work 
>is more like... go to the compiler page .... pick the compiler (with or 
>without the debugger) and let ‘er rip.... 

> 

>is there a reference or a decent grouping of makefile examples that nel 
>knows of ..? or even just some hints on what all the options really 
>do...like i said, im not stupid or anything... this is just a bit of a 
>departure from what i am used to doing... 

> 

>thx 

>matt 


—-MESSAGE FILE 19736 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000024 


—-MESSAGE FILE 19737 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000025 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: any type of basic reference...? 

Date: Fri, 18 Jul 1997 16:07:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 4 

Message-ID: <33cf947c.1293553@205.149.189.29> 

References: <01bc9315$2b658100$11c562cf@mattguyo> 
NNTP-Posting-Host: firewall.hrtc.net 
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GNUCC.ZIP in now available for download from the DOCUMENTATION section 
of the SCEA downlaod area. 


Mario 
—-MESSAGE FILE 19737 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000025 


—-MESSAGE FILE 19738 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
Է 

Subject: GNU / SIOCONS for PC Unix 

Date: Wed, 06 Aug 1997 18:46:46 -0400 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33E8FED6.F02A57C8@msu.edu> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02b7 [en] (X11; I; FreeBSD 2.2.2-RELEASE 1386) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:26 scee.yaroze.pr 
ogramming.gnu_compiler:77 


Sony: Is there any chance that the SIOCONS source code will be released 
to the freeware unix community so that we dont have to be stuck in MS 
land to do yaroze work? 


Also, how about some details regarding the GNU compiler suites, was any 
work done to stock compilers to make it work for the PSX, if so where 
might I find the source? (According to the GNU Public License the 
source is always supposed to be released along with the binary media, 
but Sony has ignored that bit by not placing it on the CD). 


Any information would be most helpful, thanks! 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—-MESSAGE FILE 19738 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000026 


—-MESSAGE FILE 19739 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000027 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
Է 
Subject: Re: GNU / SIOCONS for PC Unix 

Date: Thu, 07 Aug 1997 10:39:47 GMT 

Organization: SN Systems 

Lines: 54 

Message-ID: <5sc8ag$oj10@chuka.playstation.co.uk> 

References: <33E8FED6.F02A57C8@msu.edu> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:27 scee.yaroze.pr 
ogramming.gnu_compiler:79 


Charles Henrich <henrich@msu.edu> wrote: 


>Also, how about some details regarding the GNU compiler suites, was any 
>work done to stock compilers to make it work for the PSX, if so where 
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>might I find the source? (According to the GNU Public License the 
>source is always supposed to be released along with the binary media, 
>but Sony has ignored that bit by not placing it on the CD). 


The professional compiler is the standard GNU source with a couple of 
patches to make sure it works properly with MS-DOS, and with a 
slightly customised config file (something which surrounds & includes 
config\mips\mips.h) to specify that the PSX is a little-endian R3000 

with no hardware FP. Most of the hassle I get with building it is to 

do with running the makefile in a DOS window rather than with it not 

actually working once it's been built. 


I don't know about the assembler and linker, although I imagine 
they're reasonably unchanged from normal builds since by that point 
target-specificity has pretty much been dealt with. 


I should also defend Sony (slightly) by saying that the GPL says the 
following: 


- The source code only has to be made available to someone if that 
someone obtained the executable from you. 

- 'Making the source code available' can be done by shipping it, 
making a clear offer to ship it, or redistributing the same clear 
offer you received from the person you obtained the executables from. 
You can't charge more than the actual distribution cost for it. 


(This is why at the moment our website doesn't have a link to the 
source. If one of the professional developers wants it, it's on our 
BBS or I'll supply it on request, which is good enough.) 


Obviously all Yaroze purchasers are entitled to obtain the source code 
for all the GNU tools on the CD, and since I haven't looked at the 
Yaroze site I don't know whether they've got a link on there. If not, 
they should have. But the Free Software Foundation is mostly compelled 
to distribute source alongside executables simply because they *are* 
the original site for most GNU software and they have such a lot of 
work to do in new development that doing anything fancier would be a 
waste of their resources. Anyone distributing GPL-covered code can 
make it easier on themselves by not bothering with the source until 
someone asks for it... after all, the compiler toolchain is over 100Mb 
of source code which holds little interest for 99% of users. 


One of these days I suppose I might put the GNU source code on our 
website, but right now we don't have the space :) 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 19739 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000027 


—-MESSAGE FILE 19740 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
r 

Subject: Re: GNU / SIOCONS for PC Unix 

Date: Thu, 07 Aug 1997 13:02:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <33522972.870941@news.scea.sony.com> 

References: <33E8FED6.FO2A57C8@msu.edu> <5sc8ag$o0j10@chuka.playstation.co.uk> 
NNTP-Posting-Host: socks5d.raleigh.ibm.com 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:28 scee.yaroze.pr 
ogramming.gnu_compiler: 80 


Hello, 
Looking around on the SCEI Japan site, I stumbled across the GNU 
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Compiler source. They had it available a couple of weeks ago and it 
should still be there. Haven't checked lately. 


Jason Jones 


—-MESSAGE FILE 19740 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000028 


—--MESSAGE FILE 19741 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000029 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.programming.gnu_compile 
+ 

Subject: Re: GNU / SIOCONS for PC Unix 

Date: 7 Aug 1997 17:36:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01lbca20a$3cfb3500$c793989e@fourny.demon.co.uk> 

References: <33E8FED6.F02A57C8@msu.edu> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:29 scee.yaroze.pr 
ogramming.gnu_compiler: 83 


I think the yaroze GNU compiler is the standard toolset cross compiled for 
MIPS-ECOFF. It works for me anyway, with a few changes to your playstation 
makefiles to stop the linker automatically linking libgcc. 


Jon Rocatis built it for amiga, and I did a cygwin 32 one similar. Linux or 
whatever should be dead easy. I made a web page with all Jons tips 
http://www.playstation.co.uk/~frothy. Check out Jons page too 
http://www.playstation.co.uk/~CACTUS 


good luck 
Graeme 


—-MESSAGE FILE 19741 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000029 


—-MESSAGE FILE 19742 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000030 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: John_Phua@interactive.sony.com (John Phua) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Release of source for GNU compiler and GNU debugger 

Date: Fri, 15 Aug 1997 22:13:15 GMT 

Organization: Sony Computer Entertainment America Inc. 

Lines: 21 

Message-ID: <33f4d358.20691026@205.149.189.29> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


The source for the GNU compiler and the GNU debugger for Net Yaroze 
will soon be posted at 


http://www.scea.sony.com/net/yaroze/utilities/index.html 
It also already exists at 


http://wwwl.scei.co.jp/forum/tool/archive/src/gcc.1lzh (7.8MB) 
http://wwwl.scei.co.jp/forum/tool/archive/src/gdb.1zh (5.4MB) 


Cheers, 
John 


Net Yaroze newsgroups message dump.txt Page 13328 


—-MESSAGE FILE 19742 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000030 


—--MESSAGE FILE 19743 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: John_Phua@interactive.sony.com (John Phua) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: GNU and SIOCONS for Unix 

Date: Fri, 15 Aug 1997 22:20:10 GMT 

Organization: Sony Computer Entertainment America Inc. 

Lines: 13 

Message-ID: <33f4d557.21201981@205.149.189.29> 

NNTP-Posting-Host: 206.41.6.40 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi 


Some member sites from Japan supporting Unix. 


Mr.Motohashi (Yaroze member in Japan) has gnu tools for unix. 
http://wwwl.scei.co.jp/~byz00002/ 


Mr.Watanabe (also Yaroze member in Japan) has siocons for unix. 
http://wwwl.scei.co.jp/~crj00686/ 


John 


—-MESSAGE FILE 19743 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000031 


—-MESSAGE FILE 19744 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000032 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Blackwell" <bespeed@islandnet .com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Release of source for GNU compiler and GNU debugger 
Date: 16 Aug 1997 06:49:52 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <Olbcaall1$3a6206c0S$3daf35c6@islandnet.com.islandnet.com> 
References: <33£4d358.20691026@205.149.189.29> 

NNTP-Posting-Host: i3-61.islandnet.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I just wanted to be the first to say THANKS! This is terrific, and really 
shows Sony is interested in the Yaroze community. Now maybe I can start 
that BeOS port :-) 


-Chris B 


John Phua <John_Phua@interactive.sony.com> wrote in article 
<33£4d358.20691026@205.149.189.29>... 


> Hi, 

> 

> The source for the GNU compiler and the GNU debugger for Net Yaroze 
> will soon be posted at 

> 

> http://www.scea.sony.com/net/yaroze/utilities/index.html 

> 


—-MESSAGE FILE 19744 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000032 
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—-MESSAGE FILE 19745 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Greggerzowski <ggorczow@eecs.uic.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: HELP! Stack fault??? 

Date: Mon, 25 Aug 1997 13:33:59 -0500 

Organization: University of Illinois at Chicago 

Lines: 17 

Message-ID: <3401D017.41C67EA6@eecs.uic.edu> 

NNTP-Posting-Host: wsk.eecs.uic.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 4.1.4 sun4c) 

CC: ggorczow@eecs.uic.edu 


Has 

I have been successfully writing and compiling my code for quite some 
time now, but all of a sudden, I've gotten to the point where if I put 
in anymore code, I get the following error when trying to compile... 


Stack Fault at eip=b0463 (or something like that) 
eax=00000d68 ebx=000034cc and so on... 


Call frame traceback EIPS: 
...and then a bunch of memory address. 


Could someone please tell me whats going on, and maybe how to solve the 
problem? Thanks. 


-Gregg 

ggorczow@eecs.uic.edu 

—-MESSAGE FILE 19745 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000033 


—-MESSAGE FILE 19746 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000034 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: HELP! Stack fault??? 

Date: Tue, 26 Aug 1997 10:17:18 GMT 

Organization: SN Systems 

Lines: 48 

Message-ID: <5tua45$3qt8@chuka.playstation.co.uk> 
References: <3401D017.41C67EA6@eecs.uic.edu> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 


Greggerzowski <ggorczow@eecs.uic.edu> wrote: 

>I have been successfully writing and compiling my code for quite some 
>time now, but all of a sudden, I've gotten to the point where if I put 
>in anymore code, I get the following error when trying to compile... 
>Stack Fault at eip=b0463 (or something like that) 

>eax=00000d68 ebx=000034cc and so on... 

>Call frame traceback EIPS: 

>...and then a bunch of memory address. 

>Could someone please tell me whats going on, and maybe how to solve the 
>problem? Thanks. 


The compiler has bust its stack limit. You're probably compiling 
something reasonably complicated with -O2, or just a lot of code which 
makes it run out of stack. 


What you need to do is edit your copy of ccl.exe using a program you 
can get from www.delorie.com called stubedit - the DJGPP vl version. 
Or I can email you a copy if you have trouble finding it. 


Find your copy of ccl.exe and type 'stubedit ccl.exe'. You should get 
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a bunch of questions which run broadly as follows: 


Name of extender program? 
Version of GO32 required? 

Min stack space? 

Max virtual memory? 
(Something about a filename)? 
Enable wildcards? 
Conventional memory? 


The third question shows the current stack space allocation and you 
need to increase it. Normally this is about 256K so increase it to 
something much more in line with PC capabilities, say 4M (you can type 
4M and it'll understand it as four megabytes). Press return to accept 
the defaults for all the other questions. Run stubedit again to make 
sure your change was understood and accepted, and then you should be 
okay for stack space. 


(I'm moderately surprised that Sony released this with the default 
stack space; they know the professional developers used to get this 
error a lot. If there's another release of the NY tools they ought to 
patch it upwards.) 


Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 19746 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000034 


——MESSAGE FILE 19747 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000035 

Path: chuka.playstation.co.uk!news 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: HELP! Stack fault??? 

Date: 26 Aug 1997 10:40:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <5tubrkS3qt9@chuka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 

To: news@playstation.co.uk 

Originator: news@chuka.playstation.co.uk 


Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: HELP! Stack fault??? 

Organization: SN Systems 

References: <3401D017.41C67EA6@eecs.uic.edu> 

Reply-To: gil@snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 

Greggerzowski <ggorczow@eecs.uic.edu> wrote: 

>I have been successfully writing and compiling my code for quite some 
>time now, but all of a sudden, I've gotten to the point where if I put 
>in anymore code, I get the following error when trying to compile... 
>Stack Fault at eip=b0463 (or something like that) 

>eax=00000d68 ebx=000034cc and so on... 

>Call frame traceback EIPS: 

>...and then a bunch of memory address. 

>Could someone please tell me whats going on, and maybe how to solve the 
>problem? Thanks. 
The compiler has bust its stack limit. You're probably compiling 
something reasonably complicated with -O2, or just a lot of code which 
makes it run out of stack. 
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Best speccy games..? 


Well, these are my top 5, which are purely personal faves - I'm sure 
there are more "worthy" games out there: 


1) The Great Escape: I was crap at this - even with the Sinclair User 
player guide. Damn! 


2) Saboteur 2: I made a map of this on about 30 sheets of graph paper, 
sent it to SU and it was never printed. Nor did I get it back. 
Bastards... 


3) Deathchase: Return of the Jedi, anyone? Speederbike-tastic... 


4) Underwurlde: Rare/Ultimate demonstrate that their current success is 
not really surprising... 


5) School Daze: I never had Back to School, but I loved renaming all the 
characters to me and my pals and teachers, then having fun... Mr Whippit 
(?) did look alarmingly like my Headmaster, tho'... 


Also-rans: Renegade, Elite, Super Stunt Man, BMX Simulator, ATV 
Simulator, Stormbringer, Robocop, Head Over Heels Beach Head 2, Dan 
Dare, Aliens (NOT the multi-game one) and a whole load more... 


I still have my speccy, but when I plug it in it doesn't show any 
picture, although it does make that strangely-worrying buzzing noise it 
always did... 


Nick "retro" F 
—-MESSAGE FILE 2099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00802 


—-MESSAGE FILE 2100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000803 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: The Name of A Game 

Date: Mon, 04 May 1998 16:09:36 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <354DDA30.D2E@writeme.com> 

References: <6ifrrbSedu3@scea> <6iiodf$jprli7@chuka.playstation.co.uk> <354D0220.F25A 
8ECE@compuserve. com> 

NNTP-Posting-Host: at14-036.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:605 scee.yaroze.freetalk.english: 
803 


Nick Slaven wrote: 


> I used to play nemisis a hell of a lot, and this game sounds totally 
> different, For a start nemisis was side on view scrolling right to 
> left. 


Nemesis = Gradius :) 


James (~mrfrosty) 
-—-MESSAGE FILE 2100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00803 


-—-MESSAGE FILE 2101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000804 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Easiest way to fix it: in the DOS box (or in autoexec.bat, djsetup.bat, 
etc) 
type the following line: 


set go32=dpmistack 2000000 


—-MESSAGE FILE 19747 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000035 


—-MESSAGE FILE 19748 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "R. Grant" <bbmbrman@netcom.ca> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: tddebug.386 not there... but it is.... ??? help? 

Date: Fri, 05 Sep 1997 20:15:28 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <3410A0A0.21FE@netcom.ca> 

NNTP-Posting-Host: ham-on5-03.netcom.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NC320 (Win95; U) 


Hi there! 

So, here I am, expectantly trying out my new Yaroze system, figuring 
that I'd just quickly run the "quick" programs included with it to test 
all my connections. 


Low and behold... and error. After going to the PSX directory and 
running "djsetup" I then procede to the QUICK directory and type "make". 


And an error.... specifically: 


WINDPMI.386 is not properly installed. It needs to be installed to run 
the Borland 32 bit DOS extender under windows 3.x 


Okay.... I check my system, and WINDPMI.386 IS installed. I check the 
registry out and everything seems alright. So I uninstall Borland C++ 
V.5, and then reinstall it hoping this will restore the WINDPMI.386 file 


(on the off chance the file itself was corrupt). 


I follow the same steps, and I receive the exact same error telling me 
that WINDPMI.386 is not installed. 


I am a bit at a loss at what to do. Has anyone come across the same 
problem? 


Looking for some help. 


Rob 

bbmbrman@netcom.ca 

—-MESSAGE FILE 19748 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000036 


——MESSAGE FILE 19749 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000037 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <leanne.mckee@virgin.net> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: RHIDE/IDE Front end? 

Date: Sun, 07 Sep 1997 02:27:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <34120306.2FB4C43D@virgin.net> 
Reply-To: leanne.mckee@virgin.net 
NNTP-Posting-Host: p37-pochard-gui.tch.virgin.net 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi, 


I was wondering whether it is possible to use RHIDE with the GNU 
compiler that comes with or can you use another IDE. I am sick of the 
bugs in Codewarrior (More like Codehamster!). 


Any suggestions??? 
Ian Thompson 


P.S. A big hello goes out to Jeff Lawton, the Yaroze programmer who is 
trying to code his own IDE for the Yaroze for free!!! Best of luck Jeff! 


—-MESSAGE FILE 19749 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000037 


—-MESSAGE FILE 19750 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "R. Grant" <bbmbrman@netcom.ca> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Solution found... but.... 

Date: Sun, 07 Sep 1997 19:16:54 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <341335E6.4366@netcom.ca> 

NNTP-Posting-Host: ham-on5-33.netcom.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Շ-ԱՇ320 (Win95; U) 


Well... 1 finally did get around the error. 
How? ? 


Brute force. I just unistalled Borland C++ V.5. Viola! The make now 
works and lots of little bouncing balls are on my screen. 


But this brings up another question.... is CW and the compiler 
incompatible with Borland C++? 


Anyone know? 


Rob 
—-MESSAGE FILE 19750 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000038 


——MESSAGE FILE 19751 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000039 

Path: chuka.playstation.co.uk!news 

From: bbmbrman@netcom.ca 

Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Solution found... but.... 

Date: 7 Sep 1997 23:43:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 

Message-ID: <5uve7tSaal3@chuka.playstation.co.uk> 
Reply-To: bbmbrman@netcom.ca 

NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 
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From: postmaster@interactive.sony.com 
To: news@playstation.co.uk 


Delivery Failure Report 


Your Solution found... 
document: but....:scea.yaroze.programming.gnu_compiler 
was not Lewis Evans 


delivered to 


because: Error delivering to SELOCB03 mail\LEvans; Database is being 
Compacted; Compact must finish before use. 


SESFCBO02A, SESFCB03, SELOCB04, SELOCB03, SELOCBO03, SELOCBO4, SESFCBO3, 


SESFCBO2A 
To: Lewis Evans 
ec: 
From: news@playstation.co.uk 
Subject: Solution found... but....:scea.yaroze.programming.gnu_compiler 


From: "R. Grant" <bbmbrman@netcom.ca> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Solution found... but.... 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Well... 1 finally did get around the error. 

How? ? 

Brute force. I just unistalled Borland C++ V.5. Viola! The make now 
works and lots of little bouncing balls are on my screen. 

But this brings up another question.... is CW and the compiler 
incompatible with Borland C++? 

Anyone know? 

Rob 


—-MESSAGE FILE 19751 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000039 


——MESSAGE FILE 19752 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Solution found... but.... 

Date: Mon, 08 Sep 1997 02:23:00 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3413600a.42781144@205.149.189.29> 

References: <341335E6.4366@netcom.ca> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 
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On Sun, 07 Sep 1997 19:16:54 -0400, "R. Grant" <bbmbrman@netcom.ca> 
wrote: 


>Well... I finally did get around the error. 
> 

>How? ? 

> 
>Brute force. I just unistalled Borland C++ V.5. Viola! The make now 


>works and lots of little bouncing balls are on my screen. 

> 

>But this brings up another question.... is CW and the compiler 
>incompatible with Borland C++? 

> 

>Anyone know? 

> 

Rob, 


I don't know about CW but you can run GNU C and Borland on the same 
system; I do it all the time. You need to make sure that the path to 
Borland is after the Yaroze paths. I've included the contents of 
djsetup in my autoexec.bat file and set the path to BC5 last. 


Mario 


—-MESSAGE FILE 19752 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000040 


—-MESSAGE FILE 19753 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "R. Grant" <bbmbrman@netcom.ca> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Solution found... but.... 

Date: Mon, 08 Sep 1997 15:51:25 -0400 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3414573D.5A21@netcom.ca> 

References: <341335E6.4366@netcom.ca> <3413600a.42781144@205.149.189.29> 
NNTP-Posting-Host: ham-onl-08.netcom.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NC320 (Win95; U) 


Mario Perdue wrote: 


On Sun, 07 Sep 1997 19:16:54 -0400, "R. Grant" <bbmbrman@netcom.ca> 
wrote: 


>Well... I finally did get around the error. 
> 

>How? ? 

> 
>Brute force. I just unistalled Borland C++ V.5. Viola! The make now 
>works and lots of little bouncing balls are on my screen. 

> 
>But this brings up another question.... is CW and the compiler 
>incompatible with Borland C++? 

> 

>Anyone know? 

> 

Rob, 


I don't know about CW but you can run GNU C and Borland on the same 
system; I do it all the time. You need to make sure that the path to 
Borland is after the Yaroze paths. I've included the contents of 
djsetup in my autoexec.bat file and set the path to BC5 last. 


VVVVVVVVVVVVVV VV VV VV VV VV 


Mario 
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Thanks Mario.. I'll make the changes now. Not having Borland C++ on my 
system was an option I could not have lived with :). 


Rob 
—-MESSAGE FILE 19753 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000041 


—-MESSAGE FILE 19754 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Clayton <mark@nombas.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Has anyone built Gt+ and it's libs? 

Date: Mon, 20 Oct 1997 15:13:57 -0400 

Organization: Nombas Inc 

Lines: 6 

Message-ID: <344BAD75.3875D3E3@nombas.com> 

Reply-To: mark@nombas.com 

NNTP-Posting-Host: 205.181.136.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-DIAL (WinNT; U) 


Has anyone built the gnu cpp compiler and cpp libraries? 
If not, anyone now how to *not* go about it? 


Mark Clayton 

mark@nombas.com 

—-MESSAGE FILE 19754 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000042 


—--MESSAGE FILE 19755 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000043 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: Has anyone built G++ and it's libs? 
Date: Tue, 21 Oct 1997 10:46:04 GMT 

Organization: SN Systems 

Lines: 20 

Message-ID: <344c86f6.4272213@news.playstation.co.uk> 
References: <344BAD75.3875D3E3@nombas.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Mark Clayton <mark@nombas.com> wrote: 
>Has anyone built the gnu cpp compiler and cpp libraries? 
>If not, anyone now how to *not* go about it? 


Do you know how to build the C compiler to target Yaroze? 

If you've successfully targeted this, the changes to the C++ 
compiler's makefile are trivial. If not then you might yet have lots 
of fun awaiting you and I'd recommend sussing out how to do the former 
before doing the latter. (You can probably build both compilers and 
the preprocessor from a standard GNU release, incidentally; I doubt 
you specifically need the source from the Yaroze site.) 


At SN we've never built libgt++ for PSX, although Լ expect it's 
possible if you put enough heartbreak and passion into it. So we just 
ship the C++ compiler. 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Standard disclaimer for personal opinions. 

—-MESSAGE FILE 19755 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000043 
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——MESSAGE FILE 19756 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000044 

Path: chuka.playstation.co.uk!news 

From: "Alexander Jakes" <alex.jakes@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Has anyone built G++ and it's libs? 

Date: 22 Oct 1997 15:58:29 GMT 

Organization: UUNET 

Lines: 9 

Message-ID: <0lbcdf04$6993fa20S8cf082cl1l@alex> 

References: <344BAD75.3875D3E3@nombas.com> <344c86f6.4272213@news.playstation.co.uk> 
NNTP-Posting-Host: aal40.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hello All, 


Does anyone know how to use the GNU command ar to make libraries. There is 
no documentation for it but I guess there are a few flags that need 
setting. 


Thanks, 


Alex 
—-MESSAGE FILE 19756 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000044 


—-MESSAGE FILE 19757 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000045 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Has anyone built G++ and it's libs? 

Date: Thu, 23 Oct 1997 10:46:08 GMT 

Organization: SN Systems 

Lines: 18 

Message-ID: <344f2a67.3859079@news.playstation.co.uk> 

References: <344BAD75.3875D3E3@nombas.com> <344c86f6.4272213@news.playstation.co.uk> 
<Olbcdf£04$6993fa20S8cf082cl@alex> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


"Alexander Jakes" <alex.jakes@dial.pipex.com> wrote: 

>Does anyone know how to use the GNU command ar to make libraries. There is 
>no documentation for it but I guess there are a few flags that need 
>setting. 


Hi Alex. 


ar is documented at http://www.cygnus.com/pubs/gnupro/ - select the 
"GNU Binary Utilities" link. 


This link is one of my favourites for documentation of the entire GNU 
toolchain, and you can find the GCC docs here too, if you don't 
already have a local installation of '1ոքօ'. 


Gil Jaysmith 

SN Systems Software Ltd (http://www.snsys.com) 

Standard disclaimer for personal opinions. 

—-MESSAGE FILE 19757 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000045 


——MESSAGE FILE 19758 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000046 

Path: chuka.playstation.co.uk!news 

From: john.rees@dial.pipex.com 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: long long ints for improved accuracy 

Date: Mon, 15 Dec 1997 14:21:47 GMT 


Net Yaroze newsgroups message dump.txt Page 13337 


Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <673ein$9k37@chuka.playstation.co.uk> 
NNTP-Posting-Host: aal67.du.pipex.com 
X-Newsreader: Forte Free Agent 1.0.82 


I am trying to use long long ints to hold temporary values during 
fixed point calculations, but if I use divide and modulus operations 
then the linker complains that certain functions are not found. 


gcc basic.o -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
80100000 -o basic 
basic.o: In function `main': 


basic.c:11: undefined reference to `_ divdi3' 
basic.c:11: relocation truncated to fit: JMPADDR __divdi3 
basic.c:12: undefined reference to *__moddi3' 


basic.c:12: relocation truncated to fit: JMPADDR __moddi3 
make.exe: *** [basic] Error 1 


It is strange that add, subtract and multiply seem to work, but divide 
and modulus are not provided. Even if these would be slow to execute 
on a 32 bit machine, it would be VERY useful. 


#include <stdio.h> 


#define printll(v) printf(#v "=%S08x %08x\n", *(((int*)&v)+1), 
*(int*)&v_ ) 


int main(void) 


{ 


long long x = 0x123456; 
long long y = 0x100000; 
long long prod = (x-y)*y; 
long long quot = x/y; 
long long rem = x%y; 
printll (x); 

printll(y); 

printll (prod); 

printll (quot); 

printll (rem); 


return 0; 


} 


With the "quot" and "rem" lines commented out, the output is: 


x=00000000 00123456 
y=00000000 00100000 
prod=00000023 45600000 


Thanks to Alex Amsel for a throwaway remark in the More Pointless 
Optimisation Tricks thread that made me aware of long longs. 

After struggling with fixed point numbers for far too many hours I 
really hope someone can help with this. 


john 


—-MESSAGE FILE 19758 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000046 


—--MESSAGE FILE 19759 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:26:08 -0800 

Organization: SCEA News Server 

Lines: 3 
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Message-ID: <34BA19F0.2D80@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 168-204-80.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?I1l try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

-Austin 

--MESSAGE FILE 19759 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000047 


——MESSAGE FILE 19760 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Finally back in action..... 

Date: Wed, 4 Feb 1998 17:37:48 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6ébaqa7$Sguol@scea> 

NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well it has been awhile fellow coders.. I have been away from my Yaroze 
for far too long.... 


As some of you may recall, I was coding a Windows 95/NT IDE for GNU. For 
the most part is was functional including a SIOCONs. I think most of it was 
working. 


I still have the source and I now have time to start working on it again. 
I will post an update to the program in about 1 week. 


Many of you have been requesting a new version, since the last one 
expired, but due to my busy work life, I have been unable to comply. 


Hope to get the update on-line by Sun (Feb 8-98) This version will not have 
an expire date, so hopfully it'll fix your SIOCONs problems at the very 
least. 


Regards, and happy coding... 


Jeff Lawton 


—-MESSAGE FILE 19760 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000048 


—-MESSAGE FILE 19761 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000049 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thompsonl0@virgin.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Sat, 07 Feb 1998 18:42:06 +0000 

Organization: The PC Shop 

Lines: 12 

Message-ID: <34DCAAFE.4D1F7640@virgin.net> 

Reply-To: ian.thompsonl0@virgin.net 

NNTP-Posting-Host: pl4-emu-gui.tch.virgin.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 
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THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED! 
IT IS AVAILABLE AT; 
http://www.gatecom.com/~microtac/ 
I HAVE INFORMED SONY. 


IAN T. 


—-MESSAGE FILE 19761 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000049 


—-MESSAGE FILE 19762 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 


ompiler/00000050 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 


Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 
Date: Sun, 8 Feb 1998 17:18:10 -0000 

Organization: Yaloozer 

Lines: 8 

Message-ID: <6bkp20Sbej3@chuka.playstation.co.uk> 
References: <34DCAAFE.4D1F7640@virgin.net> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 
>I HAVE INFORMED SONY. 
> 


you rotter you. 


—-MESSAGE FILE 19762 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000050 


--MESSAGE FILE 19763 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000051 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 
Date: Thu, 12 Feb 1998 21:44:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <ébvqdsSbej13@chuka.playstation.co.uk> 
References: <34DCAAFE.4D1F7640@virgin.net> 
NNTP-Posting-Host: userk223.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I doubt very much whether it'll do anyone any good, unless they've managed 
to pirate the boot disk, access card, serial lead and playstation. It'll 
probably do more good than harm. If only one person drools over the 
‘library reference’ document and decides to buy a Yaroze :) 


Ian Thompson wrote in message <34DCAAFE.4D1F7640@virgin.net>... 
>THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED! 

cf IS AVAILABLE AT; 

- http://www.gatecom.com/~microtac/ 

բ HAVE INFORMED SONY. 
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> 
>IAN T. 
> 
> 
> 


—-MESSAGE FILE 19763 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000051 


—-MESSAGE FILE 19764 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000052 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: Finally back in action..... 

Date: Thu, 12 Feb 1998 21:45:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ébvqgbSbej14@chuka.playstation.co.uk> 
References: <6baqa7$guol@scea> 

NNTP-Posting-Host: userk223.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Looking forward to it Jeff, 


How's it progressing ? 


Steve Dunn 


Jeff Lawton wrote in message <6baqa7S$guol@scea>... 


> Well it has been awhile fellow coders.. I have been away from my Yaroze 
>for far too long.... 
> 


> As some of you may recall, I was coding a Windows 95/NT IDE for GNU. For 
>the most part is was functional including a SIOCONs. I think most of it 
was 

>working. 

> 

> I still have the source and I now have time to start working on it again. 
>I will post an update to the program in about 1 week. 

> 

> Many of you have been requesting a new version, since the last one 
>expired, but due to my busy work life, I have been unable to comply. 

> 
>Hope to get the update on-line by Sun (Feb 8-98) This version will not 
have 
>an expire date, so hopfully it'll fix your SIOCONs problems at the very 
>least. 

> 

>Regards, and happy coding... 

> 

>Jeff Lawton 

> 

> 


—-MESSAGE FILE 19764 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000052 


—--MESSAGE FILE 19765 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000053 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: RHIDE/IDE Front end? 

Date: Thu, 12 Feb 1998 21:48:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
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Subject: Thanks, but still not sure... 
Date: Mon, 04 May 1998 17:36:02 +0100 
Organization: The Hex Heroes 

Lines: 24 

Message-ID: <354DEE72.7982@writeme.com> 
References: <3549FEDD.6D64@writeme.com> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Thanks for your help guys - the very prompt response was appreciated 
(and the information sorta made sense too!) 


I tried a couple of workarounds according to how I understood the 
problem and I'm still a little confused... 


If the problem is to do with the array being destroyed after the local 

call has finished (as seems a very plausible explanation) then defining 
GLbground[x] as a global/static variable should and does work. However, 
so should all of: 


1) Defining GLbground[x] in main and then calling 


DrawGradient (&GLbground[0]) as a pointer to that array. 
2) Inserting the DrawGradient code straight into main(). 
3) Stalling for a number of VSyncs within DrawGradient() after the 
DrawOt(...) command has been called. 


I have the same problem when using all three of these work-arounds. 


Any enlightenment would be again, well appreciated - 
Cheers, 


James (~mrfrosty). 
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-—-MESSAGE FILE 2101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00804 


—-MESSAGE FILE 2102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000805 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best game 

Date: Mon, 04 May 1998 17:41:41 +0100 
Organization: The Hex Heroes 

Lines: 10 

Message-ID: <354DEFC5.7FA@writeme.com> 
References: <6iilhf$Sjpr9@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


West wrote: 


> Surely the best handheld game ever is Sonic the Hedgehog for the Game 
> Gear. 


California Games, Gates of Zendocon, Blue Lightening and Electrocop all 
spring to mind as (mostly original) top-flight well designed games on 
the ill-fated Lynx... 


James (~mrfrosty). 


—-MESSAGE FILE 2102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00805 


-—-MESSAGE FILE 2103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000806 
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Message-ID: <6bvqliSbej15@chuka.playstation.co.uk> 
References: <34120306.2FB4C43D@virgin.net> 
NNTP-Posting-Host: userk223.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Here Here, nice on Jeff. Thats what we need. 
Jeff, I you need any Win32 assistance, give me a shout. 


Steve Dunn 


Ian Thompson wrote in message <34120306.2FB4C43D@virgin.net>... 

>Hi, 

> 

>I was wondering whether it is possible to use RHIDE with the GNU 
>compiler that comes with or can you use another IDE. I am sick of the 
>bugs in Codewarrior (More like Codehamster!). 

> 

>Any suggestions??? 

> 


>Ian Thompson 


> 

>P.S. A big hello goes out to Jeff Lawton, the Yaroze programmer who is 
>trying to code his own IDE for the Yaroze for free!!! Best of luck Jeff! 
> 

> 

> 

> 


—-MESSAGE FILE 19765 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000053 


—-MESSAGE FILE 19766 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000054 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Real executable size 

Date: Fri, 13 Feb 1998 16:17:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:54 scea.yaroze.pr 
ogramming.libraries:9 scee.yaroze.programming.gnu_compiler:163 scee.yaroze.programmi 
ng.libraries:108 


When compiled my exe is about 20k (for example) but 

when I declare an array of 250k (for a gpu workspace) the 
size stays 20k. I wouldn't complain about it because it 
saves upload time, but I'm writing my own siocons and 
want to include a memory map. How can I see how big 

my exe is INCLUDING the static data? Which registers 

tell me that in the fileheaders? 


Thank u! 


—-MESSAGE FILE 19766 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 


piler/00000054 


—-MESSAGE FILE 19767 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000055 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Finally back in action..... 

Date: Fri, 13 Feb 1998 10:21:47 -0500 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <6clo2e$4707@scea> 

References: <6baqa7Sguol@scea> <6bvqgbS$bej14@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.45.215.42 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Steve Dunn wrote in message <6bvqgbSbej14@chuka.playstation.co.uk>... 
>Looking forward to it Jeff, 


> 
> How's it progressing ? 
Rather well... I was just waiting to hear back from a couple of guys that 


were testing the latest version to see how it was working.. 


Hopfully I will talk to them tonight, and once that happens I'll post it up 
on the site.. I'll also post it on an outside page for the SCEE members so 
they can get a hold of it. 


I did find a slight bug in my functions list builder, but that has since 
been fixed.. the SIOCONS part of the code is working great. You can have 
the program launch the dos version, or you can use the built in WIN95/NT 
version of the transfer protocols.. 


= 


This is separate from the IDE program: 


I do want to get one more thing working.. Hopfully I can finish it up over 
the next week or so.. I was in the middle of coding a com server for the 
Yaroze. It would allow you to transfer files between the Yaroze and the PC 
while your Yaroze is running. That way we could use the PC as if it were a 
CD-ROM. My buddy will code a UNIX end for the Com server. I figure MAC 
people will not need one since they pretty much have one with MW 
Codewarrior. 


Future things that would be cool: 


I was talking to a friend of mine and we had a brief chat about FMV.. He 
thought he might be able to tranform QuickTimes into a format for the Yaroze 
so we could stream QT's via my com server using a ring buffer... Dunno 
about this yet.. Purely theory... I'll keep you all posted though on our 
progress, if it ever goes beyond idle chat.. 


We'll just have to see what the future brings, 
Regards, 


Jeff 
/Rogue\ 


—-MESSAGE FILE 19767 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000055 


——MESSAGE FILE 19768 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000056 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ian.thompsonl0@virgin.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Sat, 14 Feb 1998 03:41:13 +0000 

Organization: The PC Shop 

Lines: 23 

Message-ID: <34E51258.9588D285@virgin.net> 

References: <34DCAAFE.4D1F7640@virgin.net> <6ébvqdsSbej13@chuka.playstation.co.uk> 
Reply-To: ian.thompsonl0@virgin.net 
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NNTP-Posting-Host: pl7-swan-gui.tch.virgin.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Steve Dunn wrote: 


I doubt very much whether it'll do anyone any good, unless they've 
managed 
to pirate the boot disk, access card, serial lead and playstation. 


> 
> 
> 
> Tei 


Hi Steve, 


There is a full alternative playstation development system out there 
called EzORay. It has been hacked together totally unofficially. This 
consist of a startdard grey playstation + datel action replay (Gameshark 
in the U.S). The action replay has a rom replacement hack which allows 
the pc to download, debug and run playstation code on the grey 
playstation (200 bucks the lot and it downloads 20 times faster than a 
yaroze!) So how do they use the yaroze development software? Easy. The 
yaroze executables are actually 99% the same as the normal playstation 
ones except they have a different executable header format. Patch this 
and then you can use all the yaroze development stuff and program 
whatever on a standard playstation. 


—-MESSAGE FILE 19768 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000056 


—-MESSAGE FILE 19769 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000057 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: C++ Include paths 

Date: Sun, 15 Feb 1998 10:17:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6c6f9nSbeo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera021.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm trying to use the C++ version of GNU downloaded from Graeme Evans Tools 
page. He's been very helpful in setting this up, but we've come across a 
problem specifying the include paths. I've tried all the usual environment 
variables with no luck. 


If anyone has any information resulting in my headers files being safely 
found, they'll be entitled to a community action trust reward, or 
alternatively, become one of my all time favourite people ! 


Thanks in advance. 


Steve 


—-MESSAGE FILE 19769 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000057 


——MESSAGE FILE 19770 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000058 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
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Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: C++ Include paths 

Date: Sun, 15 Feb 1998 15:00:10 -0000 

Organization: Yaloozer 

Lines: 33 

Message-ID: <6c6vj7Sbeo4@chuka.playstation.co.uk> 
References: <6c6f9n$beo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


bon! 


If anyone's going to help you solve this Steve, I think you better tell them 
what the problem is :) 


When I compiled gcc, I set the install path to be /psx2/ - this gets 
compiled into the code. You put it օո a zip disk or something on the E:\ 
drive when your make utility and VC++ environment are on your C:\ drive. So, 
the current drive for finding include files and stuff is on the C:\ drive 
and the compiler cant find stuff. 


What you want to know is, with the cygwin32 port of the gcc tools, is there 
a way of setting environment variables to direct the compiler to override 
the default paths so you can put an E:\ in there. 


The best place to find out this sort of info is 
www.netyaroze-europe.com/yaroze/ftp/manuals/gnu/gnucc.txt and I just had a 
wee looksie. There are different environment variables for C, C++ and 
Objective C include paths. Have you tried setting CPLUS_INCLUDE_PATH to 


(maybe need to set LIBRARY_PATH too if you cant pick up libps, I use the one 
in c:\psx\lib, experiment!) 


If you cant find any variables that do the trick, my next suggestion was 
going to be to 

add -IE:\psx2\lib\gcc-lib\mips-—unknown-ecoff\cygnus-2.7.2-970404\include to 
your cflags in your makefile 


Gil, did I get this right? 


Graeme 


—-MESSAGE FILE 19770 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000058 


—-MESSAGE FILE 19771 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000059 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Sun, 15 Feb 1998 19:15:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6c7es4Sbeo5@chuka.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: userl453.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Yes, 
That's what I'm asking ! 


But I'm sorry Graeme, you don't get the community action trust reward, 
as you're already one of favorite people for your past help ! Willa 
‘thanks again' do ? Thanks again | 


Steve 
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Graeme Evans wrote in message <6c6vj7Sbeo4@chuka.playstation.co.uk>... 
>DOh! 

> 

>If anyone's going to help you solve this Steve, I think you better tell 
them 

>what the problem is :) 

> 

>When I compiled gcc, I set the install path to be /psx2/ - this gets 
>compiled into the code. You put it on a zip disk or something on the E:\ 
>drive when your make utility and VC++ environment are on your C:\ drive. 
So, 

>the current drive for finding include files and stuff is on the C:\ drive 
>and the compiler cant find stuff. 

> 

>What you want to know is, with the cygwin32 port of the gcc tools, is there 
>a way of setting environment variables to direct the compiler to override 
>the default paths so you can put an E:\ in there. 

> 

>The best place to find out this sort of info is 
>www.netyaroze-europe.com/yaroze/ftp/manuals/gnu/gnucc.txt and I just had a 
>wee looksie. There are different environment variables for C, C++ and 
>Objective C include paths. Have you tried setting CPLUS_INCLUDE_PATH to 


>(maybe need to set LIBRARY_PATH too if you cant pick up libps, I use the 
one 

>in c:\psx\lib, experiment!) 

> 

>If you cant find any variables that do the trick, my next suggestion was 
>going to be to 

>add -IE:\psx2\lib\gcc-lib\mips-—unknown-ecoff\cygnus-2.7.2-970404\include to 
>your cflags in your makefile 

> 

>Gil, did I get this right? 

> 

>Graeme 

> 

> 


—-MESSAGE FILE 19771 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000059 


—-MESSAGE FILE 19772 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000060 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Sun, 15 Feb 1998 19:28:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6c7fiqSbeo9@chuka.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl453.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:60 scea.yaroze.pr 
ogramming.libraries:12 scee.yaroze.programming.gnu_compiler:165 scee.yaroze.programm 
ing.libraries:109 


The array will probably be created on the stack at runtime. There are some 
macros available (In Windows anyway, probably the same for PS) to specify 
whether data should go in the data or application area, but I haven't a clue 
what they are for the Playstation. 


Steve 


Maurice Sibrandi wrote in message <6clnrg$bej17@chuka.playstation.co.uk>... 
>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 

>size stays 20k. I wouldn't complain about it because it 
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>saves upload time, but I'm writing my own siocons and 
>want to include a memory map. How can I see how big 
>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 

> 

>Thank u! 

> 


> 
> 
> 


—-MESSAGE FILE 19772 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000060 


——MESSAGE FILE 19773 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000061 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Mon, 16 Feb 1998 08:47:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <6c8uarSbeol1l@chuka.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <6bvqds$bej13@chuka.playstation.co.uk> ՀՅ 
4BF51258.9588D285@virgin.net> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Using the AR with EzORay doesn't provide a debugger such as GDB, just print 


and file handling, ( which you can get with a replacement rom image from one 
of the SCEE Yaroze member pages ) 
I think the whole thing about the AR replacement is that it is an illegal 


system, ie You pay 200 bucks for the hardware, and then pirate the software 
libraries. The Yaroze is more expensive on paper, but so is 3D Studio Max 
when you compare the original with one from a warez CD. The extra money gets 
you the web support, ( which Microsoft would charge much more for ) with the 
ability to discuss things pretty freely without spam. 


Colin. ( personal opinion etc etc ) 


Ian Thompson wrote in message <34E51258.9588D285@virgin.net>... 

>Steve Dunn wrote: 

> 

>> I doubt very much whether it'll do anyone any good, unless they've 
>> managed 

>> to pirate the boot disk, access card, serial lead and playstation. 
>> It'll 

> 

peas 

> 

>Hi Steve, 

> 

>There is a full alternative playstation development system out there 
>called EzORay. It has been hacked together totally unofficially. This 
>consist of a startdard grey playstation + datel action replay (Gameshark 
>in the U.S). The action replay has a rom replacement hack which allows 
>the pc to download, debug and run playstation code on the grey 
>playstation (200 bucks the lot and it downloads 20 times faster than a 
>yaroze!) So how do they use the yaroze development software? Easy. The 
>yaroze executables are actually 99% the same as the normal playstation 
>ones except they have a different executable header format. Patch this 
>and then you can use all the yaroze development stuff and program 
>whatever on a standard playstation. 

> 


—-MESSAGE FILE 19773 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000061 
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—-MESSAGE FILE 19774 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000062 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler,scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Mon, 16 Feb 1998 13:19:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <34e83970.7648869@www-s.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:62 scea.yaroze.pr 
ogramming.libraries:13 scee.yaroze.programming.gnu_compiler:166 scee.yaroze.programm 
ing.libraries:110 


On Fri, 13 Feb 1998 16:17:32 +0100, "Maurice Sibrandi" 
<sibrandi@orion.nl> wrote: 

>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 
>size stays 20k. I wouldn't complain about it because it 
>saves upload time, but I'm writing my own siocons and 
>want to include a memory map. How can I see how big 

>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 


The array is most likely in the .bss section, and is allocated only 
when the program is loaded; there's no point storing 250K of 
zero-bytes in the image. The allocation size of each section is 
specified in the COFF section header table. You should be able to get 
an idea of total program size by adding up the section sizes displayed 
by 'objdump' (if a copy ships with the Yaroze tools - if not then I've 
got the Cygnus one lying around which should work). 


Alternatively you can get lots of fun information by adding 
"-W1,-Map=map" to the gcc command line. The file 'map' receives an 
excessive amount of information showing where each symbol has ended 
up, and towards the end there's a list of final output sections. It's 
not exactly pretty, though it seems reasonably parseable if you're 
into that kind of thing. 


I'll take a look at the PS-EXE format to see what it specifically 
contains, but it isn't one we normally have to care about, so I don't 
really know right now. 


- Gil 
—-MESSAGE FILE 19774 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000062 


—-MESSAGE FILE 19775 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000063 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Mon, 16 Feb 1998 13:30:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <34e83d0a.8570095@www-s.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 15 Feb 1998 15:00:10 -0000, "Graeme Evans" 
<evans@fourny.demon.co.uk> wrote: 
>Gil, did I get this right? 
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Yes. Setting CPLUS_INCLUDE_PATH should be good enough. On the other 
hand, it might be affected by the way you built the compilers. I had 
to do some disturbing meddling with the source because of Cygnus's 
goddamn changes. It stats every directory to see whether it exists 
before adding it to the include path (no problem), but it also does 
some dubious processing to determine whether directories have 
prefixes, which I ended up disabling because it just zarked me off and 
I decided it was valueless outside the Cygwin environment. 


I don't know offhand about LIBRARY PATH since I never build gcc 
itself, just ccl and cclplus. (And Objective C! Who wants to be the 
first person to write a PSX game in this? :) However, distrusting 
environment variables as I do, I'd recommend you stick with the -1 
option. 


Graeme, did you build the C++ startup code and libgcc2 math routines 
too? 


- Gil 
-—-MESSAGE FILE 19775 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000063 


——MESSAGE FILE 19776 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Tue, 17 Feb 1998 04:00:09 GMT 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <33558dbd.2646443@news.scea.sony.com> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4EF51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> 
NNTP-Posting-Host: socks9d.raleigh.ibm.com 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 16 Feb 1998 08:47:22 -0000, "SCEE" 
<dev_support@interactive.sony.com> wrote: 
>> 
>>There is a full alternative playstation development system out there 
>>called EzORay. It has been hacked together totally unofficially. This 
>>consist of a startdard grey playstation + datel action replay (Gameshark 
>>in the U.S). The action replay has a rom replacement hack which allows 
>>the pc to download, debug and run playstation code on the grey 
>>playstation (200 bucks the lot and it downloads 20 times faster than a 
>>yaroze!) So how do they use the yaroze development software? Easy. The 
>>yaroze executables are actually 99% the same as the normal playstation 
>>ones except they have a different executable header format. Patch this 
>>and then you can use all the yaroze development stuff and program 
>>whatever on a standard playstation. 
>> 
> 
Hello, 

I would like to voice support for the EzORay and Action Replay 
system. Being a fully licensed yaroze developer, I was disappointed 
with the download speed of the serial connection. ('m sure I was not 
the only one). When I found that the Ezoray method was available, I 
jumped on it. It has increased my download times to the playstation 10 
fold. No longer do I have to resort to playing Tetris on my gameboy, 
while waiting for my programs to download. When I need a debugger, I 
use the normal GDB, otherwise I want speed. I don't agree with the 
yaroze compiler and software being pirated. Anyone developing for the 
Playstation should be licensed by Sony. Although, I have found lately, 
that with the lack of support and updates on the Yaroze websites 
within Sony; their is more information and code available on the 
outside. I am terribly disappointed with the support we have been 
seeing from Sony lately. There has been no updates to the 
documentation or the tools we all paid $750 for. The acrobat version 
of the manuals, still declare themselves as 'beta'. A couple weeks 
ago, (December 8, 1997( I received a response to an email I sent to 
SCEA regarding the direction and the future of the Yaroze. The 
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response was from J. Patton, the new head of the Yaroze project within 
SCEA. He stated that the direction of the Yaroze project was in 
discussion and that we would start hearing their new plans in January. 
I would like very much to see where the Yaroze is going, or if it is 
going at all. It is kind of sad, that I can gather more information on 
their hardware from outside sources I didn't pay $750 to, than from 
the people who are supposed to be supporting us. 


Sorry for the rant. 

Jason 

—-MESSAGE FILE 19776 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000064 


—--MESSAGE FILE 19777 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000065 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Sony support 

Date: Mon, 16 Feb 1998 17:59:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34E87E8E.FCA@sms.ed.ac.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> 

NNTP-Posting-Host: at14-030.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jason Jones wrote: 
...I have found lately, 


> 

> that with the lack of support and updates on the Yaroze websites 
> within Sony; there is more information and code available on the 
> 
> 


outside. I am terribly disappointed with the support we have been 
seeing from Sony lately. 


Me too. I've a feeling that the SCEA/SCEI mirrors on the SCEE server 
haven't been updated for a while... 


James (~mrfrosty / SCEE) 
—-MESSAGE FILE 19777 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000065 


—--MESSAGE FILE 19778 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000066 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Mon, 16 Feb 1998 18:11:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6c9vgg$Sbeo19@chuka.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> 

NNTP-Posting-Host: usera830.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I completely agree ! 
Here here ! 


Why must we be subject to serial only ? I'm sure the 'proper' liscenced 
developers would not object to us 'hobbiest' having slightly comparable 
tools. 
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How about it ? 


Steve 


>On Mon, 16 Feb 1998 08:47:22 -0000, "SCEE" 
><dev_support@interactive.sony.com> wrote: 

>>> 

>>>There is a full alternative playstation development system out there 
>>>called EzORay. It has been hacked together totally unofficially. This 
>>>consist of a startdard grey playstation + datel action replay (Gameshark 
>>>in the U.S). The action replay has a rom replacement hack which allows 
>>>the pc to download, debug and run playstation code on the grey 
>>>playstation (200 bucks the lot and it downloads 20 times faster than a 
>>>yaroze!) So how do they use the yaroze development software? Easy. The 
>>>yaroze executables are actually 99% the same as the normal playstation 
>>>ones except they have a different executable header format. Patch this 
>>>and then you can use all the yaroze development stuff and program 
>>>whatever on a standard playstation. 

>>> 

>> 

>Hello, 

> I would like to voice support for the EzORay and Action Replay 
>system. Being a fully licensed yaroze developer, I was disappointed 
>with the download speed of the serial connection. ('m sure I was not 
>the only one). When I found that the Ezoray method was available, I 
>jumped on it. It has increased my download times to the playstation 10 
>fold. No longer do I have to resort to playing Tetris on my gameboy, 
>while waiting for my programs to download. When I need a debugger, I 
>use the normal GDB, otherwise I want speed. I don't agree with the 
>yaroze compiler and software being pirated. Anyone developing for the 
>Playstation should be licensed by Sony. Although, I have found lately, 
>that with the lack of support and updates on the Yaroze websites 

>within Sony; their is more information and code available on the 
>outside. I am terribly disappointed with the support we have been 
>seeing from Sony lately. There has been no updates to the 

>documentation or the tools we all paid $750 for. The acrobat version 

>of the manuals, still declare themselves as 'beta'. A couple weeks 
>ago, (December 8, 1997( I received a response to an email I sent to 
>SCEA regarding the direction and the future of the Yaroze. The 

>response was from J. Patton, the new head of the Yaroze project within 
>SCEA. He stated that the direction of the Yaroze project was in 
>discussion and that we would start hearing their new plans in January. 
>I would like very much to see where the Yaroze is going, or if it is 
>going at all. It is kind of sad, that I can gather more information on 
>their hardware from outside sources I didn't pay $750 to, than from 

>the people who are supposed to be supporting us. 

> 

>Sorry for the rant. 

>Jason 


—-MESSAGE FILE 19778 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000066 


—-MESSAGE FILE 19779 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000067 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Mon, 16 Feb 1998 18:15:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 107 

Message-ID: <6c9vn7Sbeo20@chuka.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: usera830.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best Sepccy games . 

Date: Mon, 04 May 1998 17:46:58 +0100 
Organization: The Hex Heroes 

Lines: 9 

Message-ID: <354DF102.487D@writeme.com> 
References: <6iimu5$jpril@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Where to start... 


Starquake, Lunar Jetman, JetPac, the Monty games, Paradroid, JSW, Jack 
the Nipper, Bounder, Renegade, KnightLore, Alien8, mmm... 


- I'm sure I could go on all day. 
Anybody still use their rubber-keyed little friend for kicks? 


James (~mrfrosty). 
-—-MESSAGE FILE 2103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00806 


—-MESSAGE FILE 2104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000807 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wheres all the decent games gone? 

Date: Mon, 4 May 1998 12:32:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <6ikspdSjpr22@chuka.playstation.co.uk> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <1ld8czbz.133ecytljgszeoN@al-88-123. 
al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> <1d8h03p.1lqwbt5e74dyf4N@al-88-101.al.nl 
> <6iimbq$jprl0@chuka.playstation.co.uk> 

NNTP-Posting-—Host: modem019.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


West wrote in message <6iimbq$jprl0@chuka.playstation.co.uk>... 

>>Here you go off, it's more like 10 good games and 2 bad for N64 
against 

>>maybe 50 good games and 200 crap on PSX. And you choose your own games 
>>and leave the crap ones in the shop. 

>> 

>Hhhhhm, 10 good games where? Goldeneye, Turok , waverace, 1080 
snowboarding and 


>Blast Corps, iss soccer that makes 6 . The rest is overpriced 
mediocracy. 

Harsh, man. Those games above are among the BEST. Other games - like 
Mario Kart, Diddy Kong Racing, Mario and Pilotwings - are also pretty 
great. And then there's a whole host of games which I would say are 
"good" as opposed to "great". There's no accounting for taste, but I 
think you might be looking at the machine quite harshly... Do you own an 


N64, or have you just played it in the shops or at a friend's place? 
"Overpriced"? Maybe, yeah. "Mediocracy"? Well, c'mon - look at the PS if 
you want mediocracy... 


>As for the psx the only decent games for it since cristmas is Resident 
Evil2 

>and three lions.(and as for the PC it looks like Unreal will be the 
only game 

>worth buying until christmas). 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi again 
Thanks for the info. The CPLUS_INCLUDE_PATH thing worked. 


I've developed a simple little test program, and I seem to be having all 
sorts of problems. 


File Test.h 
#ifndef TEST_H INCLUDE 
#define TEST_H INCLUDE 


class CTest 


{ 


protected: 

int m_n ; 
public: 

CTest( int ) ; 

virtual void print( ) ; 


}; 


#endif //TEST_H_INCLUDE 


#include ...{{ the relevant headers }} 


CTest::CTest( int n ) 


void 
CTest::print( ) 


{ 
printf ("goodbye sanity" ) ; 


/psx2/bin/ld.exe: warning: global constructor 
_GLOBAL_SI$__always_have_this_glob 


al used 

main.o: In function `CTest type_info function': 

test.h(.text+0xd4): undefined reference to *__rtti_user' 
test.h(.text+0xd4): relocation truncated to fit: JMPADDR __rtti_user 
NMAKE : fatal error U1077: '\psx2\bin\ld.exe' : return code '0x1' 
Stop 


When I take out the 'virtual' from the 'print' declaration, it works fine, 
although the output file 'demo' is almost 20k ! 


P.S. I've done a 'bit' of research (in the gcc .txt file), and can find no 
mention of this problem. 


Yours going berzerk 


Steve 


Graeme Evans wrote in message <6c6vj7Sbeo4@chuka.playstation.co.uk>... 
>DOh! 
> 
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>If anyone's going to help you solve this Steve, I think you better tell 
them 

>what the problem is :) 

> 

>When I compiled gcc, I set the install path to be /psx2/ - this gets 
>compiled into the code. You put it on a zip disk or something on the E:\ 
>drive when your make utility and VC++ environment are on your C:\ drive. 
So, 

>the current drive for finding include files and stuff is on the C:\ drive 
>and the compiler cant find stuff. 

> 

>What you want to know is, with the cygwin32 port of the gcc tools, is there 
>a way of setting environment variables to direct the compiler to override 
>the default paths so you can put an E:\ in there. 

> 

>The best place to find out this sort of info is 
>www.netyaroze-europe.com/yaroze/ftp/manuals/gnu/gnucc.txt and I just had a 
>wee looksie. There are different environment variables for C, C++ and 
>Objective C include paths. Have you tried setting CPLUS_INCLUDE_PATH to 


>(maybe need to set LIBRARY_PATH too if you cant pick up libps, I use the 
one 

>in c:\psx\lib, experiment!) 

> 

>If you cant find any variables that do the trick, my next suggestion was 
>going to be to 

>add -IE:\psx2\lib\gcc-lib\mips-—unknown-ecoff\cygnus-2.7.2-970404\include to 
>your cflags in your makefile 

> 

>Gil, did I get this right? 

> 

>Graeme 

> 

> 


—-MESSAGE FILE 19779 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000067 


—--MESSAGE FILE 19780 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000068 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Mon, 16 Feb 1998 18:52:24 -0000 

Organization: Yaloozer 

Lines: 17 

Message-ID: <6calikSbeo26@chuka.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
նք» <34e83d0a.8570095@www-s.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Graeme, did you build the C++ startup code and libgcc2 math routines 
>too? 
> 


Ah, no. I just set it to make all as much as it could and miraculously had 
enough built when it broke I could do 'make install’ and it works. I usually 
copy wee bits of the startup code where I need them (like for global 
initialisers). 


This is not great but its OK. Tho I'm really looking forward to your build 
of 2.8. (soon?) 


Graeme 
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—-MESSAGE FILE 19780 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000068 


—-MESSAGE FILE 19781 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000069 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: long long ints for improved accuracy 
Date: Mon, 16 Feb 1998 19:00:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <6ca2bsSbeo27@chuka.playstation.co.uk> 
References: <673einS9k37@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera830.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've had a similar problem. It's under the tree 'C++ Include paths' (near 
the bottom(at the moment)). 


If you have any luck resolving this, I'd appreciate a nudge. 


Cheers John 


Steve 


john.rees@dial.pipex.com wrote in message 
<673ein$9k37@chuka.playstation.co.uk>... 

>I am trying to use long long ints to hold temporary values during 
>fixed point calculations, but if I use divide and modulus operations 
>then the linker complains that certain functions are not found. 

> 
>gcc basic.o -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
>80100000 -o basic 

>basic.o: In function `main': 


>basic.c:11: undefined reference to `_ divdi3' 
>basic.c:11: relocation truncated to fit: JMPADDR __divdi3 
>basic.c:12: undefined reference to *__moddi3' 


>basic.c:12: relocation truncated to fit: JMPADDR __moddi3 

>make.exe: *** [basic] Error 1 

> 

>It is strange that add, subtract and multiply seem to work, but divide 
>and modulus are not provided. Even if these would be slow to execute 
>on a 32 bit machine, it would be VERY useful. 
> 

> 

>#include <stdio.h> 

> 

>#define printll(v) printf (7 "=%08x %08x\n", *(((int*)&év)+1), 
>* (int*) &v ) 

> 

>int main (void) 

>{ 

> long long x = 0x123456; 

long long y = 0x100000; 

long long prod = (x-y)*y; 


long long quot = x/y; 
long long rem = x%y; 
printll (x); 
printll(y); 

printll (prod); 
printll (quot); 
printll (rem); 


return 0; 


VVVVVVVVVVVV VV 
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>With the "quot" and "rem" lines commented out, the output is: 

> 

>x=00000000 00123456 

>y=00000000 00100000 

>prod=00000023 45600000 

> 

>Thanks to Alex Amsel for a throwaway remark in the More Pointless 
>Optimisation Tricks thread that made me aware of long longs. 
>After struggling with fixed point numbers for far too many hours I 
>really hope someone can help with this. 

> 

>John 

> 

> 


—-MESSAGE FILE 19781 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000069 


—-MESSAGE FILE 19782 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000070 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Mon, 16 Feb 1998 19:25:39 -0000 

Organization: Yaloozer 

Lines: 12 

Message-ID: <6ca3gvSbeo28@chuka.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
uk> <34e83d0a.8570095@www-s.playstation.co.uk> <6calikSbeo26@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Which maybe explains steve's error message about __rtti_user. I havent used 
any virtual functions in my demos yet so I've never had this error. What 
if... that is part of 11Եցօօ2 and you need it for virtual functions. Anyone 
know? 


You could get the source to gcc and do a search for __rtti_user then copy 
that bit օք the source out. Or build libgcc2. Or wait for Gil to do it for 
you. :) 


Graeme 


—-MESSAGE FILE 19782 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000070 


—-MESSAGE FILE 19783 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000071 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Mon, 16 Feb 1998 19:49:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <34e89573.8820675@www-s.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <6ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> <6c9vgg$beo19@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 16 Feb 1998 18:11:57 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 

>I completely agree ! 

>Here here ! 
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> 

>Why must we be subject to serial only ? I'm sure the 'proper' liscenced 
>developers would not object to us 'hobbiest' having slightly comparable 
>tools. 


If you were a PSX software house with ten programmers, which would 
appeal more: buying ten full PSX devkits (cost: a lot) or buying one 
full PSX devkit (to get the software) and nine Yarozes with Action 
Replays (cost: no more than 20% of the above)? Right. In other words, 
if Sony endorsed alternative solutions for the Yaroze, some companies 
might feel at liberty to explore those solutions, most likely breaking 
copyright while at it. Safer on the whole for this not to be an 
option. 


My personal opinion of the Yaroze is that it's poorly documented and 
the devkit is awful, but put it this way: it's the nearest you're 
going to get to programming a PSX without actually working for a PSX 
software house, and there are Yaroze owners who *are* now actually 
working for PSX software houses because of their Yaroze experience. 


Gil Jaysmith, SN Systems 

The contents of my messages are not to be confused with 

SN Systems' official positions or beliefs. 

—-MESSAGE FILE 19783 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000071 


—-MESSAGE FILE 19784 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000072 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Mon, 16 Feb 1998 19:52:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <34e8985f.9569313@www-s.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
uk> <6c9vn7Sbeo20@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 16 Feb 1998 18:15:34 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 
>/psx2/bin/ld.exe: warning: global constructor 
>_GLOBAL_SIS$__always_have_this_glob 


>al used 

>main.o: In function `CTest type_info function': 

>test.h(.text+0xd4): undefined reference to ~__rtti_user' 
>test.h(.text+0xd4): relocation truncated to fit: JMPADDR __rtti_user 
>NMAKE : fatal error U1077: '\psx2\bin\ld.exe' : return code ' 02:1' 
>Stop 

Diy wie eas արտա աան BA արա Ա POR Sse 

> 


>When I take out the 'virtual' from the 'print' declaration, it works fine, 
>although the output file 'demo' is almost 20k ! 


Compile with -fno-rtti. RTTI is enabled by default in the C++ compiler 
for no adequately-explored reason. You also need a module to handle 
static object initialisation. Graeme mentions something in the message 
above to the effect that he cobbles this. 


- Gil 

Gil Jaysmith, SN Systems 

The contents of my messages are not to be confused with 

SN Systems' official positions or beliefs. 

—-MESSAGE FILE 19784 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000072 
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—-MESSAGE FILE 19785 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000073 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: long long ints for improved accuracy 

Date: Mon, 16 Feb 1998 19:54:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <34e898fe.9728004@www-s.playstation.co.uk> 

References: <673ein$9k37@chuka.playstation.co.uk> <6ca2bsS$beo27@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 16 Feb 1998 19:00:49 -0000, "Steve Dunn" 

<stevedunn@dial.pipex.com> wrote: 

>I've had a similar problem. It's under the tree 'C++ Include paths' (near 
>the bottom(at the moment)). 

>If you have any luck resolving this, I'd appreciate a nudge. 


This needs some compiler support functions for converting between 
number sizes. They're provided in libgcc2.c but need to be compiled 
with the target compiler. 


I'll try to find time this week to bundle up the 2.8.0 compilers and 
support files. 


Gil Jaysmith, SN Systems 

The contents of my messages are not to be confused with 

SN Systems' official positions or beliefs. 

—-MESSAGE FILE 19785 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000073 


——MESSAGE FILE 19786 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000074 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Tue, 17 Feb 1998 11:26:30 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 25 

Message-ID: <34E8D936.84D65222@cybec.com.au> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> <6c9vgg$beo19@chuka.playstation.co.uk> <34e89573.8820675@www-s 
-playstation.co.uk> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Gil Jaysmith wrote: 


My personal opinion of the Yaroze is that it's poorly documented and 
the devkit is awful, but put it this way: it's the nearest you're 
going to get to programming a PSX without actually working for a PSX 
software house, and there are Yaroze owners who *are* now actually 
working for PSX software houses because of their Yaroze experience. 


VVVVVVV 


Yep. People seem to be forgetting that it is supposed to be a hobbyist 
system. IT'S A HOBBY. Yeah, it's an expensive hobby, but so is sky 
diving or doing up a hot-rod. It's not supposed to be easy, really. 
Think yourself lucky for even having the opportunity to write for a 32 
bit console, guys. 
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If it's what you want to do professionally, there's no better place 
you're gonna get experience - if you went to a PSX developer looking for 
a job, you can show them your Yaroze demo where they know you've done it 
properly using what's close to the standard dev libraries, or you can 
show them something you hacked together with an Action Replay and some 
non-standard dev kit some unknown guy put together on the net. 


Stop whinging, get back to your coding. 


Toby. 
—-MESSAGE FILE 19786 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000074 


—-MESSAGE FILE 19787 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000075 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Real executable size 

Date: 17 Feb 1998 06:00:23 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 51 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cb91nSfptl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Use the makefile options to force GNU to generate a mapfile: 

eg 

LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80140000 
will produce <mapfile>. See what it looks like when your array is declared, 
and when the array is commented; you should notice exactly 250K difference. 


This difference is in a section of the program which is not uploaded 
via siocons; hence the apparent zero-cost of the array. 


Lewis 
Los Lewis Evans 
ccs 
From: news @ playstation.co.uk 


Subject: Real executable size:scea.yaroze.programming.gnu_compiler 


From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: 

scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,scee 
.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Real executable size 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:54 
scea.yaroze.programming.libraries:9 
scee.yaroze.programming.gnu_compiler:163 
scee.yaroze.programming.libraries:108 

When compiled my exe is about 20k (for example) but 

when I declare an array of 250k (for a gpu workspace) the 

size stays 20k. I wouldn't complain about it because it 

saves upload time, but I'm writing my own siocons and 

want to include a memory map. How can I see how big 

my exe is INCLUDING the static data? Which registers 

tell me that in the fileheaders? 

Thank u! 
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—-MESSAGE FILE 19787 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000075 


—-MESSAGE FILE 19788 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000076 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Tue, 17 Feb 1998 09:27:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <6cbl4dSbeo30@chuka.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> <6c9vgg$beo19@chuka.playstation.co.uk> <34e89573.8820675@www-s 
-playstation.co.uk> 

NNTP-Posting-Host: userl606.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>If you were a PSX software house with ten programmers, which would 
>appeal more: buying ten full PSX devkits (cost: a lot) or buying one 
>full PSX devkit (to get the software) and nine Yarozes with Action 
>Replays (cost: no more than 20% of the above)? Right. In other words, 
>if Sony endorsed alternative solutions for the Yaroze, some companies 
>might feel at liberty to explore those solutions, most likely breaking 
>copyright while at it. Safer on the whole for this not to be an 


>option. 
> 

Safer yes, but I have to disagree(even though you're kind enough to help 
me with my GNU probs, sorry mate!). The alternative you spoke of is 
currently available, but I doubt anyone would risk their publishing 
liscence to save a few (or more than few) pounds on hacked hardware. If 


they do and they're caught, they're punished. That's the way of the world, 
and it serves them right. Anything and everything is 'copyable'. 


There should be a distinct difference between a 'Publishing House', anda 
"PSX Developer'. 


A 'PSX Developer' should have the opportunity of spending as much money as 
he/she desires on any tool/kit that they see fit (I'm sure SN Systems are 
behind me on this one). 


To control the quality of software released to the market should be in the 
hands of the 'Publishing House' and finally the console manufacturers. 


For instance, I run a Windows software development company. We've done 
conversion work for Microsoft, and are currently doing a 3-tier conversion 


of a Subscriber Management System for a well known Satellite Broadcasting 
company (the Skys the limit !). No-one enforced the rule that I should 
‘learn' Windows development on inferior equipment. I was completely free to 
buy any and all equipment I saw fit. Because I wasn't limited in any way, I 


progressed faster. My customers have all seen examples of my work, and 
thats where further work comes from, through recommendation. Of course, 
with Windows I could buy a CD Copier and 'bang out" any old rubbish to 
distributors, but this is not the case with console applications, and I'm 
not suggesting it should be. 

I would sincerely love to get back into games programming, but I cannot 
afford to take time out from 'bread and butter' work to climb the learning 
curve. I 'can' put aside some time to 'crawl up' this learning curve whilst 
still continuing my other work. Unfortuanatly, this crawl is being impeeded 
by the limited resources available, and hence is a lot slower than it could 
be. Also, I cannot go to Sony/Nintendo with a concrete game plan to become 
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licensed, as to be honest to myself and other people, I don't have one... 
and on the other hand, I didn't learn to drive because some day I wanted to 
drive to Scotland, I just wanted to drive. 


Now, I'm personally frustrated (although I'm persevering, as you're all 
quite right, it IS the closest I'm going to get to console programming), as 
I am more than competant with the programming side, but feel rather 
restricted by the deliberate limitations of the system. 


What harm would come allowing any-one (even Windows programmers!) with 
dedication and money to buy whatever they see fit to learn modern-day games 
techniques. As stated, they could not diminish the respectability of these 
consoles with poor quality software, as QA is handled elsewhere by 
publishers and manufacturers. 


On a closing note, if Sony would like to try me as a guinee pig to see how 
my ideas turn out, I'd be more than glad to participate...In my opinion, 
theres nothing to loose. 


Comments/suggestion/slatings/swear words welcome ! 


>On Mon, 16 Feb 1998 18:11:57 -0000, "Steve Dunn" 
><stevedunn@dial.pipex.com> wrote: 

>>I completely agree ! 

>>Here here ! 

>> 

>>Why must we be subject to serial only ? I'm sure the 'proper' liscenced 
>>developers would not object to us 'hobbiest' having slightly comparable 
>>tools. 

>My personal opinion of the Yaroze is that it's poorly documented and 
>the devkit is awful, but put it this way: it's the nearest you're 

>going to get to programming a PSX without actually working for a PSX 
>software house, and there are Yaroze owners who *are* now actually 
>working for PSX software houses because of their Yaroze experience. 

> 

> 

>Gil Jaysmith, SN Systems 

>———— 

>The contents of my messages are not to be confused with 

>SN Systems' official positions or beliefs. 


—-MESSAGE FILE 19788 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000076 


—-MESSAGE FILE 19789 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000077 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Tue, 17 Feb 1998 11:26:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 
Message-ID: <34e96f89.551809@www-s.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> <6c9vgg$beo19@chuka.playstation.co.uk> <34e89573.8820675@www-s 
-playstation.co.uk> <6cbl4dS$beo30@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 17 Feb 1998 09:27:11 -0000, "Steve Dunn" 

<stevedunn@dial.pipex.com> wrote: 

> Safer yes, but I have to disagree(even though you're kind enough to help 
>me with my GNU probs, sorry mate!). The alternative you spoke of is 
>currently available, but I doubt anyone would risk their publishing 
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>liscence to save a few (or more than few) pounds on hacked hardware. If 
>they do and they're caught, they're punished. That's the way of the world, 
>and it serves them right. Anything and everything is 'copyable'. 


You're wrong... but I can't elaborate without getting into trouble! 
Sorry. Suffice to say that it directly helps Sony that their pro 
hardware is so complex. 


>A 'PSX Developer' should have the opportunity of spending as much money as 
>he/she desires on any tool/kit that they see fit (I'm sure SN Systems are 
>behind me on this one). 


Why would we be? We only get royalties from the official Sony devkits 
:=) 


OK, I take your point in that we compete with the official tools, for 
example in the N64 market. However, I like to distinguish between our 
efforts and Datel's. I wish I could amplify on why. 


>and on the other hand, I didn't learn to drive because some day I wanted to 
>drive to Scotland, I just wanted to drive. 


Fair point, but Sony is the rental company too :) 


>Now, I'm personally frustrated (although I'm persevering, as you're all 
>quite right, it IS the closest I'm going to get to console programming), as 
>I am more than competant with the programming side, but feel rather 
>restricted by the deliberate limitations of the system. 


I just can't see any difference between the poor quality of the Yaroze 
system and the poor quality of systems on home computers from history. 
The fact that the Spectrum had no documentation about machine-code 
programming or how the ROM worked didn't stop hobbyists from 
disseminating it or experts from writing books about it. The one-stop 
definitive documentation for the BBC Micro, the Advanced User Guide, 
was written by three students from Cambridge or something like that. 
If you want something done, do it yourself. Toby said approximately 
what I wanted to say (but bottled out of saying) in his message above: 
stop whinging - not specifically you personally - and start banging 
your head against the right walls. Absence of docs doesn't appear to 
have stopped the Japanese Yaroze owners from pissing all over 
published games. 


Gil Jaysmith, SN Systems 

The contents of my messages are not to be confused with 

SN Systems' official positions or beliefs. 

—-MESSAGE FILE 19789 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000077 


—-MESSAGE FILE 19790 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000078 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Real executable size 

Date: Tue, 17 Feb 1998 15:19:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 
Message-ID: <34E9AA9A. 48A45349@micronetics.com> 
References: <6cb91nSfptl@emeka.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


size is shipped with the yaroze also. 
just do.... 
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More harshness! I think Tekken 3, Gran Turismo, Bust A Move and Parasite 
Eve are all pretty good. OK, so they are all 'import' titles if you live 
in the UK - well, what can I say? You own a Yaroze, right? So you can 
get most games 2-3 months before they arrive in the UK for an extra 
fiver or so, running full-screen, full-speed... (RE2 is s-l-o-w in PAL). 
As for PC, well, if Unreal is all you are looking forward to then I hope 
it's as good as the hype.. :-) 


>The past 5 months have been the worse ever for game releases. 


C'mon!?! Does anyone else not think this is pessimistic BS (no offence) ? 
:-) And the "traditionally quiet" summer period is looking pretty hot 
for PAL gamers, with GT, Tekken 3 etc scheduled for release... 


Nick 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 2104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00807 


-—-MESSAGE FILE 2105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000808 

Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Image Based Rendering 

Date: Mon, 04 May 1998 20:46:50 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <354E0D1A.2C05393B@aol.com> 
NNTP-Posting—Host: md06-138.mun.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hello all! 


I would be very interested if some console companies are considering to 
implement concepts for image based rendering (like the Lumigraph concept 
presented on SIGGRAPH 96 I think) including hardware support. I am 
asking this, because I have an architetural application in mind, that 
was presented on the last IEEE VRAIS, where the scene, that was out of 
an actual room, but could be seen through an open door or passway, was 
rendered as a lumigraph. On one hand this could be quite useful for some 
situations, as rendering time is not influenced by scene complexity 
here, but the problem is to keep memory consumption low. I would be 
interested if somebody knows if this concept is taken into serious 
consideration or perhaps on the other hand is definitively rejected. 


Christoph Ltirig 


-—-MESSAGE FILE 2105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00808 


—-MESSAGE FILE 2106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000809 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wheres all the decent games gone? 
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size <exe> 


It will tell you how much is allocated to the bss, text data segments. 
etc. 


Mapfiles are extremely helpful too. 


Jim 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Use the makefile options to force GNU to generate a mapfile: 

eg 

LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80140000 
will produce <mapfile>. See what it looks like when your array is declared, 
and when the array is commented; you should notice exactly 250K difference. 


This difference is in a section of the program which is not uploaded 
via siocons; hence the apparent zero-cost of the array. 


Lewis 
To: Lewis Evans 
ee: 
From: news @ playstation.co.uk 


Subject: Real executable size:scea.yaroze.programming.gnu_compiler 


From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: 
scea.yaroze.programming.gnu_compiler,scea.yaroze.programming.libraries,scee 
-yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 
Subject: Real executable size 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:54 
scea.yaroze.programming.libraries:9 
scee.yaroze.programming.gnu_compiler:163 
scee.yaroze.programming.libraries:108 

When compiled my exe is about 20k (for example) but 

when I declare an array of 250k (for a gpu workspace) the 

size stays 20k. I wouldn't complain about it because it 

saves upload time, but I'm writing my own siocons and 

want to include a memory map. How can I see how big 

my exe is INCLUDING the static data? Which registers 

tell me that in the fileheaders? 

Thank u! 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 19790 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000078 


—-MESSAGE FILE 19791 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000079 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Tue, 17 Feb 1998 19:16:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 135 

Message-ID: <6ccnktSbeo32@chuka.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <33558dbd.264644 
3@news.scea.sony.com> <6c9vgg$beo19@chuka.playstation.co.uk> <34e89573.8820675@www-s 
-playstation.co.uk> <6cbl4dSbeo30@chuka.playstation.co.uk> <34e96f89.551809@www-s.pl 
aystation.co.uk> 
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NNTP-Posting-Host: userk760.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi again, 


I'll take your advise from later in this post, and stop winging ! I've 
got much better things to do, like sit there and wonder why CodeWarrior has 
crashed again ! (Oops, winging again). 


> 

>OK, I take your point in that we compete with the official tools, for 
>example in the N64 market. However, I like to distinguish between our 
>efforts and Datel's. I wish I could amplify on why. 

> 

I'm not 'up' on the Datels box, but I understand your concern with the 
rather misplaced high opinion of these 'hacker boxes'. 


> 

>>and on the other hand, I didn't learn to drive because some day I wanted 
to 

>>drive to Scotland, I just wanted to drive. 

> 

>Fair point, but Sony is the rental company too :) 

> 

Hello, I'd like to rent a car to drive to Scotland. 

Have you driven to Scotland sucessfully before ? 

No, but I've driven to places of a similar distance. 

Oh I'm sorry, we can't lend you a car, but for a reduced price you can have 
this push-bike. It's only got one pedal, but if you push hard enough on the 
pedal that's there we're sure you'll get far enough to find the other pedal. 
i) 

, 


> 

>I just can't see any difference between the poor quality of the Yaroze 
>system and the poor quality of systems on home computers from history. 
>The fact that the Spectrum had no documentation about machine-code 
>programming or how the ROM worked didn't stop hobbyists from 
>disseminating it or experts from writing books about it. The one-stop 
>definitive documentation for the BBC Micro, the Advanced User Guide, 
>was written by three students from Cambridge or something like that. 
>If you want something done, do it yourself. Toby said approximately 
>what I wanted to say (but bottled out of saying) in his message above: 
>stop whinging - not specifically you personally - and start banging 
>your head against the right walls. Absence of docs doesn't appear to 
>have stopped the Japanese Yaroze owners from pissing all over 
>published games. 


> 

History being the key word here. I'm not comparing state of the art 
consoles with the basic systems of the past. I'm comparing the state of the 
are consoles with the state of the art development tools 'available' (from 
SN Systems, tel. O1xxxxx ;) ). I was a BBC freak. I loved it to bits. 
Acorn didn't impede anyone who wanted to program for it. The Commodore 64 
was also great. I was proud to be one of the few and first people to master 
the "$314" vysnc interupt for sprite multiplexers (although I never got the 
hang of finding the right amount of NOPS for the hysnc). Back then, the 


only documentation available was a memory map, and volunteer tutorials on 
Compunet (Anyone remember the truly superb "Chromas 6502 Assembly Course"? 
I'm open to contribution payments if you went on to bigger and better things 
) 

My compilations were taking over 40 minutes on the C64. When PD Systems 
released their C64/Spectrum PDS dev kit for the PC, I was 'the first' person 
at their door. It was tremendous. That didn't mean I had an advantage over 
anyone. It just showed my willingness to buy proper tools to do a proper 
job, something that sadly is no longer the case ; ( 


Anyway, nuff said. I'm off to bash my reset button every 2 minutes after 
downloading from code warrior, and practice my beard growing technique 
whilst waiting for the stuff to download in the first place ! ;) 


P.S. Gil, I hope we're still friends ! (oh, and can you still inform me when 
you've built the latest GNU:) ) 


Regards to everyone 
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Steve Dunn 


>On Tue, 17 Feb 1998 09:27:11 -0000, "Steve Dunn" 
><stevedunn@dial.pipex.com> wrote: 


>> Safer yes, but I have to disagree(even though you're kind enough to 
help 

>>me with my GNU probs, sorry mate!). The alternative you spoke of is 
>>currently available, but I doubt anyone would risk their publishing 
>>liscence to save a few (or more than few) pounds on hacked hardware. If 


>>they do and they're caught, they're punished. That's the way of the 
world, 

>>and it serves them right. Anything and everything is 'copyable'. 

> 

>You're wrong... but I can't elaborate without getting into trouble! 
>Sorry. Suffice to say that it directly helps Sony that their pro 
>hardware is so complex. 

> 

>>A 'PSX Developer' should have the opportunity of spending as much money as 
>>he/she desires on any tool/kit that they see fit (I'm sure SN Systems are 
>>behind me on this one). 

> 

>Why would we be? We only get royalties from the official Sony devkits 
>:=) 

> 

>OK, I take your point in that we compete with the official tools, for 
>example in the N64 market. However, I like to distinguish between our 
>efforts and Datel's. I wish I could amplify on why. 

> 

>>and on the other hand, I didn't learn to drive because some day I wanted 
to 

>>drive to Scotland, I just wanted to drive. 

> 

>Fair point, but Sony is the rental company too :) 

> 

>>Now, I'm personally frustrated (although I'm persevering, as you're all 
>>quite right, it IS the closest I'm going to get to console programming) , 
as 

>>I am more than competant with the programming side, but feel rather 
>>restricted by the deliberate limitations of the system. 

> 

>I just can't see any difference between the poor quality of the Yaroze 
>system and the poor quality of systems on home computers from history. 
>The fact that the Spectrum had no documentation about machine-code 
>programming or how the ROM worked didn't stop hobbyists from 
>disseminating it or experts from writing books about it. The one-stop 
>definitive documentation for the BBC Micro, the Advanced User Guide, 
>was written by three students from Cambridge or something like that. 

>If you want something done, do it yourself. Toby said approximately 
>what I wanted to say (but bottled out of saying) in his message above: 
>stop whinging - not specifically you personally - and start banging 
>your head against the right walls. Absence of docs doesn't appear to 
>have stopped the Japanese Yaroze owners from pissing all over 

>published games. 

> 

> 

>Gil Jaysmith, SN Systems 

>———— 

>The contents of my messages are not to be confused with 

>SN Systems' official positions or beliefs. 


—-MESSAGE FILE 19791 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000079 


——MESSAGE FILE 19792 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000080 
Path: chuka.playstation.co.uk!news 


Net Yaroze newsgroups message dump.txt Page 13364 


From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: 17 Feb 1998 21:58:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <0Olbd3bef$e4314a60$9cd449c2@Angelal.intelligent-—group.com> 
References: <34DCAAFE.4D1F7640@virgin.net> <6bvqds$bej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1156.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


SCEE <dev_support@interactive.sony.com> wrote in article 
<6c8uarS$beoll@chuka.playstation.co.uk>... 

> Using the AR with EzORay doesn't provide a debugger such as GDB, just 
print 

> and file handling, ( which you can get with a replacement rom image from 
one 

> of the SCEE Yaroze member pages ) 


I think what you mean there is you can get WITHOUT a replacement ROM image. 
It's my page you're talking about - the whole point of that is that it 
doesn't require 

a re-flash of the AR, it just uses the AR's fast comms port to talk to the 
PC server. 


> I think the whole thing about the AR replacement is that it is an illegal 
> system, ie You pay 200 bucks for the hardware, and then pirate the 
software 

> libraries. The Yaroze is more expensive on paper, but so is 3D Studio Max 
> when you compare the original with one from a warez CD. The extra money 
gets 

> you the web support, ( which Microsoft would charge much more for ) with 
the 

> ability to discuss things pretty freely without spam. 


I'd say you should get both...buy a Yaroze, then get an Action Replay to 
use 
just for fast data file loading. 


> Colin. ( personal opinion etc etc ) 


Craig. 


—-MESSAGE FILE 19792 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000080 


—-MESSAGE FILE 19793 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000081 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: THE YAROZE DEVELOPMENT CD HAS BEEN PIRATED!!! 

Date: Wed, 18 Feb 1998 10:30:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <6ced23Sbeo034@chuka.playstation.co.uk> 

References: <34DCAAFE.4D1F7640@virgin.net> <ébvqdsSbej13@chuka.playstation.co.uk> ՀՅ 
4E~51258.9588D285@virgin.net> <6c8uar$beoll@chuka.playstation.co.uk> <Olbd3bef$e4314a 
60$9cd449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Sorry about that Craig, I agree that the AR is a good ADDITION for Yaroze 
in my opinion better than CodeWarrior ) 


Cheers, 


Colin. 
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Craig Graham wrote in message 

<O1lbd3bef$e4314a60S 9cd449c2@Angelal.intelligent-group.com>... 

>SCEE <dev_support@interactive.sony.com> wrote in article 
><6c8uar$beoll@chuka.playstation.co.uk>... 

>> Using the AR with EzORay doesn't provide a debugger such as GDB, just 
>print 


>> and file handling, ( which you can get with a replacement rom image from 
>one 

>> of the SCEE Yaroze member pages ) 

> 


>I think what you mean there is you can get WITHOUT a replacement ROM image. 
>It's my page you're talking about - the whole point of that is that it 
>doesn't require 

>a re-flash of the AR, it just uses the AR's fast comms port to talk to the 
>PC server. 

> 

>> I think the whole thing about the AR replacement is that it is an illegal 
>> system, ie You pay 200 bucks for the hardware, and then pirate the 
>software 

>> libraries. The Yaroze is more expensive on paper, but so is 3D Studio Max 
>> when you compare the original with one from a warez CD. The extra money 
>gets 


>> you the web support, ( which Microsoft would charge much more for ) with 
>the 

>> ability to discuss things pretty freely without spam. 

> 


>I'd say you should get both...buy a Yaroze, then get an Action Replay to 
>use 

>just for fast data file loading. 

> 

>> Colin. ( personal opinion etc etc ) 

> 

>Craig. 

> 

> 


—-MESSAGE FILE 19793 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000081 


—-MESSAGE FILE 19794 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000082 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
.-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 19794 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000082 
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—-MESSAGE FILE 19795 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000083 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: C++ Include paths 

Date: Mon, 2 Mar 1998 21:32:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6édf8hd$2kk1@chuka.playstation.co.uk> 

References: <6c6f9nSbeo3@chuka.playstation.co.uk> <6c6vj7Sbeo4@chuka.playstation.co. 
uk> <34e83d0a.8570095@www-s.playstation.co.uk> <6calikSbeo26@chuka.playstation.co.uk 
> 
NNTP-Posting-Host: userl719.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi All, 
> 
>This is not great but its OK. Tho I'm 
really looking forward to your build 
>of 2.8. (soon?) 

> 


Any ideas Gil ? 
Cheers 
Steve 


>>Graeme, did you build the C++ startup 
code and libgcc2 math routines 

>>too? 

>> 

> 

>Ah, no. I just set it to make all as 
much as it could and miraculously had 
>enough built when it broke I could do 
‘make install' and it works. I usually 
>copy wee bits of the startup code where 
I need them (like for global 
>initialisers). 

> 
>This is not great but its OK. Tho I'm 
really looking forward to your build 
>of 2.8. (soon?) 

> 

>Graeme 

> 


Vv v v 


—-MESSAGE FILE 19795 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000083 


——MESSAGE FILE 19796 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000084 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming,scea.yaroze.programming.gnu_compiler,scee.yaroze 
.freetalk.english,scee.yaroze.programming,scee.yaroze.programming.gnu_compiler,scee. 
yaroze.programming.libraries 

Subject: Compression libs.... 

Date: Wed, 4 Mar 1998 00:23:59 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6dinqtSdlr6@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:84 scee.yaroze.fr 
eetalk.english:429 scee.yaroze.programming.gnu_compiler:173 scee.yaroze.programming. 
libraries:127 


Well, for the last week I have been coding some compression libs for us to 
use on the Yaroze.. The compression is based on LZH. I have included a WAD 
builder, as well as some demo code fo you to use.. The WAD builder will 
only work under WIN95/NT (sorry guys it's a custom format.. didn't code an 
LZH decompressor...) 


So if you use WIN95/NT then grab it.. Should be fairly easy to use... Now 
we can all just use single files as opposed to sending 30 small tims to make 
up our games... 


I have included some sample C code for the Yaroze. It works under GNU... 
don't know about code warrior... The demo code allocates mem for a TIM 
image the displays it to the screen... Not much, but it'll give you the 
idea of how to use it anyway... 

If you have any questions, comments, suggestions.... e-mail me. 

Regards, 


Jeff / Nemesis 


jlawton@groupz.net 


—-MESSAGE FILE 19796 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000084 


—-MESSAGE FILE 19797 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000085 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.gnu_compiler,scee.yaroze 
.freetalk.english, scee.yaroze.programming, scee.yaroze.programming.gnu_compiler, scee. 
yaroze.programming.libraries 

Subject: Re: Compression libs.... 

Date: Wed, 4 Mar 1998 00:25:15 -0500 

Organization: SCEA News Server 

Lines: 4857 

Message-ID: <6dinuhS$dlr7@scea> 

References: <6dingt$dlr6@scea> 

NNTP-Posting-Host: wrightsville-johnson.org 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:85 scee.yaroze.fr 
eetalk.english:430 scee.yaroze.programming.gnu_compiler:174 scee.yaroze.programming. 
libraries:128 


Opps forgot to attach the file... Sorry it's been a long day!! 
Regards, 
Jeff / Nemesis 


jlawton@groupz.net 


—-MESSAGE FILE 19797 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000085 


—-MESSAGE FILE 19798 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000086 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 
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mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Root counter controls... 

Date: Fri, 13 Mar 1998 15:12:40 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6ec3ji$Si0m17@scea> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:505 scea.yaroze.programming.gnu_c 

ompiler:86 scee.yaroze.freetalk.english:485 scee.yaroze.programming.gnu_compiler:179 
scee.yaroze.programming.libraries:133 


Has anyone ever played with the Root counter functions: 


ResetRCnt 
GetRCnt 
StartRCnt 


How do they work? 


I need some timers in the program I am working on, and I thought they might 
be the answer... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 19798 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000086 


——MESSAGE FILE 19799 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000087 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:55:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6eqm63$15r14@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:522 scea.yaroze.programming.gnu_c 

ompiler:87 scee.yaroze.freetalk.english:549 scee.yaroze.programming.gnu_compiler:180 
scee.yaroze.programming.libraries:140 


I think you would probally be better off using VSync(1) for most timing 
purposes ( it count's in hsyncs ) 

unless you want some really tight timing... 

But checking the time for a single small function ( <l Hsync ) can often 
give misleading results as the effects of other bus masters / cache history 
and dram refresh will sometimes give spurious results. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 
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> 
>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 19799 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000087 


—-MESSAGE FILE 19800 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 

ompiler/00000088 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 19 Mar 1998 08:56:41 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6er7qh$13g5@scea> 

References: <6ec3ji$i0m17@scea> <6eqm63S15r14@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:524 scea.yaroze.programming.gnu_c 

ompiler:88 scee.yaroze.freetalk.english:553 scee.yaroze.programming.gnu_compiler:181 
scee.yaroze.programming.libraries:141 


SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 
>I think you would probally be better off using VSync(1) for most timing 


>purposes ( it count's in hsyncs ) 
>unless you want some really tight timing... 
>But checking the time for a single small function ( <l Hsync ) can often 


>give misleading results as the effects of other bus masters / cache history 
>and dram refresh will sometimes give spurious results. 


Boy thanks.. That was a rather informative response... Now I know how the 
Root control timers work.. I'll get right on it.... 1 don't mean to sound 
rude or make your response seem unwanted.. It just frustrates me that even 
simple things (or things you would imagine to be simple) are so poorly 
understood.. I just wanted to try them. 

All sarcasm aside.... Does anyone know how to use them.. I don't care if I 
can use ՄՏՄոՇ as a timer (I'm aware of that) or not... 1 want to know all I 


can about the Yaroze, and the docs on the Root timers are very poorly 
written... 


Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 19800 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000088 


—-MESSAGE FILE 19801 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000089 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 
mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
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-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 01:05:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6esf11$15r32@chuka.playstation.co.uk> 

References: <6ec33i$i0m17@scea> <6eqm63$15r14@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:526 scea.yaroze.programming.gnu_c 

ompiler:89 scee.yaroze.freetalk.english:565 scee.yaroze.programming.gnu_compiler:182 
scee.yaroze.programming.libraries:142 


Hi Jeff, 


RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 
To time a routine use the following... 


ResectRCnt ( RCntCNT2 ); 
StartRCnt ( RCntCNT2 ); 


call routine 

time = GetRCnt( RCntCNT2 ); 

I'm sorry you thought I was being unhelpfull with my last response, but I 
offer the same advice to professional developers, plus with the Yaroze you 


don't have access to any other timers as they are used by the libraries 
internally. 


Cheers, 


Colin. 


Jeff Lawton wrote in message <6er7qh$13g5@scea>... 
>SCEE wrote in message <6eqm63$15rl1l4@chuka.playstation.co.uk>... 


>>I think you would probally be better off using VSync(1) for most timing 
>>purposes ( it count's in hsyncs ) 

>>unless you want some really tight timing... 

>>But checking the time for a single small function ( <l Hsync ) can often 
>>give misleading results as the effects of other bus masters / cache 
history 

>>and dram refresh will sometimes give spurious results. 

> 

> 

>Boy thanks.. That was a rather informative response... Now I know how the 
>Root control timers work.. Լ'11 get right on it.... I don't mean to sound 
>rude or make your response seem unwanted.. It just frustrates me that even 
>simple things (or things you would imagine to be simple) are so poorly 
>understood.. I just wanted to try them. 

> 

>All sarcasm aside.... Does anyone know how to use them.. I don't care if 
1 

>can use VSync as a timer (I'm aware of that) or not... I want to know all 
1 


>can about the Yaroze, and the docs on the Root timers are very poorly 
>written... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 


—-MESSAGE FILE 19801 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000089 
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Date: 4 May 1998 20:21:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01bd779a$2£629260$173763c3@default> 

References: <35363517.A88BA96D@creatron.de> <6h8k7hS$shn7@chuka.playstation.co.uk> ՀՇ 
hi2q8$31i10@chuka.playstation.co.uk> <353DD25A.2FAC@writeme.com> <6hlmrq$31i23@chuka 
-playstation.co.uk> <3549C49C.58D6@saqnet.co.uk> <l1d8czbz.133ecytljgszeoN@al-88-123. 
al.nl> <6iilcgSjpr5@chuka.playstation.co.uk> <1d8h03p.1lqwbt5e74dyf4N@al-88-101.al.nl 
> <6iimbq$jprl0@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-55-23.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Unreal for the PC looked extremely crap when I played the beta 

and I certainly won't be buying it. 

fraid I sad and don't own any psx games even though I've had the 

Yaroze for a year (but I nearly bought GT) 

My friend finished resi evil 2in one sitting so sort of put me off that 
Pete. 


West <wb6ac> wrote in article <6iimbq$jprl0@chuka.playstation.co.uk>... 
<SNIP> 

> As for the psx the only decent games for it since cristmas is Resident 
Evil2 

> and three lions. (and as for the PC it looks like Unreal will be the only 
game 

> worth buying until christmas). 

> 

> The past 5 months have been the worse ever for game releases. 

> 

> 

—-MESSAGE FILE 2106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00809 


—-MESSAGE FILE 2107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000810 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: DMS player / S2S utility: preview available 

Date: Mon, 04 May 1998 14:08:58 -0700 

Organization: Cisco Systems 

Lines: 40 

Message-ID: <354E2E6A.1DFE2BA3@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:606 scee.yaroze.freetalk.english: 
810 


Heya, 


I've nearing the completion of a project started nearly a month ago, and 
I've got a usable demo available for download which includes a sample 
S3M file. 


DMS is a rather buggy implementation of a S3M player for the Yaroze, but 
it works! You create an S3M-compatible file, convert it to DMS format, 
load it to the Yaroze, and include some small libraries in your 
executable. If you write your S3M file correctly, you should be able to 
get all 16-channels to play back and still have room for sound effects. 
You can theoretically have more than 1 DMS file playing back at the same 
time, too. 


The DMS player is written for NTSC, but the DMS libraries can be 
configured for either NTSC or PAL. (For lack of a high-resolution timer, 
I'm using the vsync counts.) The code for the player is also included 


in the archive so you can make the necessary adjustments for PAL. 
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—--MESSAGE FILE 19802 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 

ompiler/00000090 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: “Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze. hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Fri, 20 Mar 1998 09:14:59 -0500 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <6etta3$Smfol@scea> 

References: <6ec33i$i0m17@scea> <6eqm63$15r1l4@chuka.playstation.co.uk> <6er7qh$13g5@ 
scea> <6esf11$15r32@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:530 scea.yaroze.programming.gnu_c 

ompiler:90 scee.yaroze.freetalk.english:575 scee.yaroze.programming.gnu_compiler:183 
scee.yaroze.programming.libraries:143 


SCEE wrote in message <6esf11$15r32@chuka.playstation.co.uk>... 

>Hi Jeff, 

> 

>RCntCNT2 counts in 8 clock ticks ( 33Mhz/8 ) 

>To time a routine use the following... 

> 

>ResectRCnt ( RCntCNT2 ); 

>StartRCnt ( RCntCNT2 ); 

> 

>call routine 

> 

>time = GetRCnt( RCntCNT2 ); 

> 

> 

>I'm sorry you thought I was being unhelpfull with my last response, but I 
>offer the same advice to professional developers, plus with the Yaroze you 
>don't have access to any other timers as they are used by the libraries 
>internally. 


I am thankful for any respose.. Sometimes I just get fed up with the docs.. 
like to know how to use what it is I'm playing with. One of those things 
was timers... Currently I do use the vsync because no one seemed to know 
how the timers functioned... The response you just gave me is exactly what 
I was looking for.. I wanted to know how they worked... I couldn't for the 
life of me figure out what you passed into the timer... 
surely didn't mean to sound rude about it... Was meant more as sarcasm... 


Sorry if I offended you. 
BTW Thanks for the solution to my question. 
Regards, 


Jeff / Nemesis 


—-MESSAGE FILE 19802 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000090 


——MESSAGE FILE 19803 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "cnevison" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Timing Code 

Date: Fri, 10 Apr 1998 14:00:31 -0400 

Organization: SCEA News Server 

Lines: 12 
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Message-ID: <6gllke$3684@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know how to do timing with the gcc compiler? 


The "time.h" file is not supported in the basic CD-ROM 
from yaroze. 


I want to be able to obtain times in seconds. Does anyone 
know how to do this? 


-rschutt@cs.colgate.edu 


—-MESSAGE FILE 19803 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000091 


——MESSAGE FILE 19804 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000092 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Timing Code 

Date: Fri, 10 Apr 1998 11:59:56 -0700 

Organization: Cisco Systems 

Lines: 27 

Message-ID: <352E6C2C.DACE5289@netmagic.net> 

References: <6gllke$3684@scea> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


You could look into using the root counter and check it every once in 
a while. 


I use the vsyncs at 1/60 sec. It works okay if you use a fixed-point 
vector. (e.g. 0x00000444 * 60 = 0x0000FFF0, that's about a 2.5% 

error from 0x00010000.) Actually count the vsyncs to get a 100% accurate 
timing, provided that one iteration of your code executes 

within 1/60 sec. 


- e! 


cnevison wrote: 


> 

> Does anyone know how to do timing with the gcc compiler? 
> 

> The "time.h" file is not supported in the basic CD-ROM 

> from yaroze. 

> 

> I want to be able to obtain times in seconds. Does anyone 
> know how to do this? 

> 

> -rschutt@cs.colgate.edu 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 19804 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000092 


—-MESSAGE FILE 19805 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000094 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: "Robert Schutt" <rschutt@cs.colgate.edu> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: Timing Code 

Date: Sun, 12 Apr 1998 22:39:41 -0400 

Organization: SCEA News Server 

Lines: 63 

Message-ID: <6grspj$36811@scea> 

References: <6gllke$3684@scea> <352E6C2C.DACE5289@netmagic.net> 
NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Could you be a little more "basic" with your explanation. I'm 

not terribly familiar with the Playstation architecture. I'm trying 
to write several programs which demonstrate the features of 

the R3000 architecture. ie. like instruction pipelining etc. 


I'm using the Playstation because I don't have access to a 
MIPS chip other than in the Playstation. 


I want to time a block of code. Perhaps the actual time to 
execute an add instruction on the architecture. 


Perhaps some C code would look like 


for (i = 0; i < 1000000; i++) 
a = b + oc; 


The times would probably come out somewhere in 5 -15 seconds. 
By dividing the time by 1000000 I can get instruction times. 


I just basically want to get a beginning time and end time. 


Can you recommend a reference where I may be able to find 
out about the vsync, etc. Do you still think this would satisfy 
my problem. 


-rschutt@cs.colgate.edu 


Elliott Lee wrote in message <352E6C2C.DACE5289@netmagic.net>... 

>You could look into using the root counter and check it every once in 

>a while. 

> 

>I use the vsyncs at 1/60 sec. It works okay if you use a fixed-point 
>vector. (e.g. 0x00000444 * 60 = 0x0000FFF0, that's about a 2.5% 

>error from 0x00010000.) Actually count the vsyncs to get a 100% accurate 
>timing, provided that one iteration of your code executes 

>within 1/60 sec. 

> 

>- e! 

> 

>cnevison wrote: 

>> 

>> Does anyone know how to do timing with the gcc compiler? 

>> 

>> The "time.h" file is not supported in the basic CD-ROM 

>> from yaroze. 


>> I want to be able to obtain times in seconds. Does anyone 
>> know how to do this? 


>> -rschutt@cs.colgate.edu 
>- e! 


> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 
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—-MESSAGE FILE 19805 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000094 


—-MESSAGE FILE 19806 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000095 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Timing Code 

Date: Mon, 13 Apr 1998 13:38:11 -0700 

Organization: Cisco Systems 

Lines: 60 

Message-ID: <353277B3.8404A338@netmagic.net> 

References: <6gllke$3684@scea> <352E6C2C.DACE5289@netmagic.net> <6grspj$36811@scea> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Robert Schutt wrote: 


Could you be a little more "basic" with your explanation. I'm 

not terribly familiar with the Playstation architecture. I'm trying 
to write several programs which demonstrate the features of 

the R3000 architecture. ie. like instruction pipelining etc. 


I'm using the Playstation because I don't have access to a 
MIPS chip other than in the Playstation. 


I want to time a block of code. Perhaps the actual time to 
execute an add instruction on the architecture. 


Perhaps some C code would look like 


for (i = 0; i < 1000000; i++) 
an= pot e} 


The times would probably come out somewhere in 5 -15 seconds. 
By dividing the time by 1000000 I can get instruction times. 


I just basically want to get a beginning time and end time. 


Can you recommend a reference where I may be able to find 
out about the vsync, etc. Do you still think this would satisfy 
my problem. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


-rschutt@cs.colgate.edu 


[sassa] 


Hm... the last explanation was a little cryptic. What I was trying 
to do was demonstrate how, based on using 60 frames-per-sec, you could 
estimate the actual amount of time something took. :) 


To actually just time a section of code accurately, I only see 2 
real posibilities: 


1) get an R3000 CPU tech sheet from MIPS and see the values 
they have printed there. Of course, there will be 
variations due to Sony's modifications and heat problems 
(which PSXs are infamous for), but that should give you 
a general idea. 


2) use the root counter. I believe there are a couple of 
counter functions for starting and then reading this 
internal counter. See the index of your Library 


Reference guide for StartRCnt(), GetRCnt(), ResetRCnt(). 
The only problem was that I didn't understand what the 
return value actually is. Maybe milliseconds? 
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If you attempt to use vertical refresh interrupts as your timing 
mechanism, you will lose CPU cycles in the interrupt-handling 
process and give you errors. (You could minimize the error factor 
by running this test over a large period of time, like 100 million 
add operations...) 


Just some ideas, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 19806 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000095 


—-MESSAGE FILE 19807 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000096 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Robert Schutt" <rschutt@cs.colgate.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.hardware, scea.yaroze.programming.gnu_co 

mpiler,scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler, scee.yaroze 
-programming.libraries 

Subject: Re: Root counter controls... 

Date: Thu, 30 Apr 1998 21:38:13 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <6ib8biScv09@scea> 

References: <6ec33i$i0m17@scea> 

NNTP-Posting-Host: 149.43.162.22 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:585 scea.yaroze.programming.gnu_c 

ompiler:96 scee.yaroze.freetalk.english:721 scee.yaroze.programming.gnu_compiler:198 
scee.yaroze.programming.libraries:148 


I have been playing with the Root Counter Controls. 
I think there may be a bug with the root counter. 


It seems to me that the root counter is incremented every 
clock cycle. Not every 8 clock cycles like the documentation 
suggests. 


This is done after several experiments with timing features. 
If anyone is interested let me know. 


Jeff Lawton wrote in message <6ec33ji$i0m17@scea>... 

>Has anyone ever played with the Root counter functions: 
> 

>ResetRCnt 

>GetRCnt 

>StartRCnt 

> 

>How do they work? 

> 

>I need some timers in the program I am working on, and I thought they might 
>be the answer... 

> 

>Regards, 

> 

>Jeff / Nemesis 

> 

> 

> 


—-MESSAGE FILE 19807 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000096 


—-MESSAGE FILE 19808 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000097 
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Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end օք the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 19808 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000097 


—--MESSAGE FILE 19809 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000098 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 

scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
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YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVVVVV VV VV VV 


Hey Maurice, 


I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 

Will 

—-MESSAGE FILE 19809 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000098 


—--MESSAGE FILE 19810 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000099 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 
Will Atkin wrote: 
Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 
YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 
YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 


Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 


VVVVVVV VV 
VV VV V V V 
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Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVVV VV 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


VVVVVVVVVVVVVVV VV VV VV VV 


Will 


- Թ) 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 19810 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000099 


——MESSAGE FILE 19811 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000100 

Path: chuka.playstation.co.uk!news 

From: "Jon Watson" <jonwat@globalnet.co.uk> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Gnu Make Vs Psymake 

Date: Thu, 2 Jul 1998 21:03:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6ngp3i$6018@chuka.playstation.co.uk> 
NNTP-Posting-Host: client1558.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


I develop games for the playstation on a 'proper' dev kit using sn's 
wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze to 
see what its like.... 


Anyway, what I'm really after is this - 

Is there a way of incbinning data files through the gnu assembler like there 
is on asmpsx which comes with the devkit? It seems such a hassle having to 
manually load things into specific parts of memory.... 


Just in case anyones interested....I'm currently working on the front end to 
Actua Soccer 3. 


Thanks, 
Jon Watson 
Gremlin Interactive 


—-MESSAGE FILE 19811 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000100 


—-MESSAGE FILE 19812 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000101 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 
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Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: Gnu Make Vs Psymake 

Date: Fri, 03 Jul 1998 09:42:38 -0700 
Organization: SCEA News Server 

Lines: 33 

Message-ID: <359D09FE.3F203DC1@sinclair.net> 
References: <6ngp3iS$6018@chuka.playstation.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I don't believe there is a way to do it. There are some memory address 
utilities that some members wrote, but it isn't quite the same thing. 


Jon Watson wrote: 


Hiya all, 


I develop games for the playstation on a 'proper' dev kit using sn's 
wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze to 
see what its like.... 


Anyway, what I'm really after is this - 

Is there a way of incbinning data files through the gnu assembler like there 
is on asmpsx which comes with the devkit? It seems such a hassle having to 
manually load things into specific parts of memory.... 


Just in case anyones interested....I'm currently working on the front end to 
Actua Soccer 3. 


Thanks, 
Jon Watson 
Gremlin Interactive 


VVVVVVVVVVVVVVVV VV 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 19812 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000101 


——MESSAGE FILE 19813 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000102 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.announce, scee.yaroze.pr 
ogramming.gnu_compiler 

Subject: YarozeMaster with AR 

Date: Mon, 14 Sep 1998 16:25:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6tj3908S$4516@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:102 scee.yaroze.a 
nnounce:150 scee.yaroze.programming.gnu_compiler:245 


Hi there, 


I would like to announce the release of YarozeMaster v2.1. 
The major update is the Action Replay file Server (ARS). ARS is originally 
from Craig Graham, but is now also available in YarozeMaster v2.1. 
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Regards! 


—-MESSAGE FILE 19813 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000102 


—-MESSAGE FILE 19814 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000103 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Patrick Macdonald <patrickm@interlog.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: GNU Compiler configure command 

Date: Mon, 07 Dec 1998 11:10:54 -0500 

Organization: SCEA News Server 

Lines: 9 
Message-ID: <366BFEOE.EA13DFFO0@interlog.com> 
NNTP-Posting-Host: torture.to.cygnus.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.31 1686) 
X-Accept—-Language: en 


Hello, 


I've downloaded the GNU source from the Net Yaroze web 
site and was wondering what the --target would be on 
the configure command? I tried digging through the 
newsgroups for the information but came up empty. I'd 
just like to fiddle and rebuild. 


Patrick 
—-MESSAGE FILE 19814 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000103 


—--MESSAGE FILE 19815 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000104 
Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Mon, 07 Dec 1998 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <366C57AF.4E60D961@aol.com> 

References: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 
warrior:370 scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 
yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 
Has anyone got this to work under NT(4). 


> 
> 
> If you have, please let me know 
> 
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(Remember to check the DMSInit() call in the main() function!) 

If you're interested in checking this out, go to: 
http://www.netmagic.net/~tenchi/yaroze/ 


and click on the Download link. There is a ZIP archive with: 


a README.TXT which you should read :Ք 

— DMSPlay (NTSC) 

- S2S (DOS utility) 

- TEST1.DMS (a sample song with its accompanying .S3M file) 
- full source code to DMSPlay, DMS, S2S, and other stuff 


NOTE: If you don't have direct SCEA access, you can grab the archive 
directly from: 


http://www.netmagic.net/~tenchi/yaroze/download/dmstest.zip 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00810 


-—-MESSAGE FILE 2108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000811 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Mon, 04 May 1998 13:51:18 -0700 

Organization: Cisco Systems 

Lines: 43 

Message-ID: <354E2A46.706ACED1@netmagic.net> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> <ld8ecrv.1lpc4paxlbz3cxsN@al—88-103.al.nl> <354D55FC.E496BA8F@sinclair.ne 
t> <1d8i0mp. 41lgwdabmuw4pN@al-88-137.al.nl> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


DEnnis Brinkhuis wrote: 

Joshua Meeds <dreamer@sinclair.net> wrote: 

> DEnnis Brinkhuis wrote: 

> It's not strange that you didn't know about the list becouse you can't 
> view our pages. Some of us try to get a better contact between SCEE and 
> SCEA. 


Actually, you're wrong - most of us SCEA members have full access to the 
SCEE and SCEI sites. The only ones who don't are new members (it takes 
a few weeks for the login/password to filter through). I haven't been 
checking the SCEE pages much, as there are so freaking many of them ;) 

I went through them all once, took a few hours. 


VVVVVVV VV 


What? tell me more! Do you mean we are all in one big datebase? I 
thought that SCEE and SCEA had seperate databases (with members) and 
that that was the problem why we could not get acces to the SCEA site. 
In that case it would mean that they keep us appart on purpose. Why? 


VVVVVVVVVVVVVV VV 


There are 3 separate databases, one for each of the SCE? sites. And, most 


of the new members from SCEA can't get access. I've been a 
member since Feb 1998, and 3 months later I'm still relegated to 
asking SCEE members for downloads... The mailing list and the 


newsgroups are one of the few ways to get cross-communication for 
members in my situation. :) 


> And did you subscribe to the mailinglist? 
> 


Net Yaroze newsgroups message dump.txt Page 13381 


> Thanks in advance. 
> 


> Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 19815 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000104 


—-MESSAGE FILE 19816 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000105 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5S$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 


Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 

> 

> 

>Steve Dunn schrieb: 


>> Has anyone got this to work under NT(4). 
>> If you have, please let me know 

>> Thanks in advance. 

> Steve Dunn 


> 

> 

> Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 
> 

> 


—-MESSAGE FILE 19816 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000105 


—-MESSAGE FILE 19817 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000106 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!prol-171.barrie.connex.net!user 
From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: GNU Compiler configure command 

Date: Mon, 14 Dec 1998 21:10:37 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 19 

Message-ID: <developer-1412982110380001@prol1-171.barrie.connex.net> 

References: <366BFEOE.EA13DFFO0@interlog.com> 

NNTP-Posting-Host: prol-171.barrie.connex.net 


> Hello, 
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> I've downloaded the GNU source from the Net Yaroze web 
> site and was wondering what the --target would be on 

> the configure command? I tried digging through the 

> newsgroups for the information but came up empty. I'd 
> just like to fiddle and rebuild. 

> Patrick 


The --target is used for the Processor in Question. 

For making the GNU system target R3000 on a 68K VME machine, this option 
would be set to the desired settings. {Now I have to find those settings 
right? Heh. } 

The GNU source is best looked at under Linux. 

If you have a spare system with a 1Gb Hard Drive, load Redhat 5.X and go 
through the man pages. I would not know where to start right now, but 
leave me a message at : skennedy@admin.humberc.on.ca and I will see what 
I can do. 


-sean 
--MESSAGE FILE 19817 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000106 


——MESSAGE FILE 19818 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000107 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Patrick Macdonald <patrickm@interlog.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: GNU Compiler configure command 

Date: Tue, 15 Dec 1998 09:47:34 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36767686.3DEBB285@interlog.com> 

References: <366BFEOE.EA13DFFO@interlog.com> <developer-1412982110380001@prol1-171.ba 
rrie.connex.net> 

NNTP-Posting-Host: torture.to.cygnus.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.31 1686) 

X-Accept—-Language: en 

To: Sean Kennedy <developer@woodentulip.com> 


Sean Kennedy wrote: 


> The --target is used for the Processor in Question. 

> For making the GNU system target R3000 on a 68K VME machine, this option 
> would be set to the desired settings. {Now I have to find those settings 
> right? Heh. } 

> The GNU source is best looked at under Linux. 

> If you have a spare system with a 1Gb Hard Drive, load Redhat 5.X and go 
> through the man pages. I would not know where to start right now, but 

> 
> 


leave me a message at : skennedy@admin.humberc.on.ca and I will see what 
I can do. 

Sean, 

Thanks for your reply. I'm doing my development on Linux as 

a matter of fact and won't mind creating a cross compiler there 

as well. 

True... I know what the --target is used for but need to know 


the correct settings (such as 'r3000-elf' or 'rxxxx-ecoff'). 
Does anyone have such information? 


Thanks and Merry Christmas, 

Patrick 

—-MESSAGE FILE 19818 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000107 


—-MESSAGE FILE 19819 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000108 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Dennis Payne <dulsi@identicalsoftware.com> 
Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: GNU Compiler configure command 

Date: Tue, 15 Dec 1998 20:56:58 -0500 

Organization: Identical Software 

Lines: 16 

Message-ID: <3677136A.29E5152F@identicalsoftware.com> 
References: <366BFEOE.EA13DFF0@interlog.com> <developer-1412982110380001@pro1l-171.ba 
rrie.connex.net> <36767686.3DEBB285@interlog.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


> True... I know what the --target is used for but need to know 
> the correct settings (such as 'r3000-elf' or 'rxxxx-ecoff'). 
> Does anyone have such information? 


Charles Henrich has the gcc source with instructions. The instructions 

say to use -—-target=psx but it does have a patch by sony applied so I 

don't know if that is standard. 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 


(I also have the source at 

http://www.identicalsoftware.com/yaroze/ 
along with other linux software but unless you really want to download 
from a 28.8 modem connection I'd try Charles' web site.) 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 19819 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000108 


——MESSAGE FILE 19820 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000109 

Path: chuka.playstation.co.uk!scea!prol1-130.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: GNU Compiler configure command 

Date: Wed, 23 Dec 1998 00:33:34 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 19 

Message-ID: <developer-2312980033350001@pro1-130.barrie.connex.net> 

References: <366BFEOE.EA13DFF0@interlog.com> <developer—-1412982110380001@prol-171.ba 
rrie.connex.net> <36767686.3DEBB285@interlog.com> <3677136A.29E5152F@identicalsoftwa 
re.com> 

NNTP-Posting-Host: prol1-130.barrie.connex.net 


> True... I know what the --target is used for but need to know 
> the correct settings (such as 'r3000-elf' or 'rxxxx-ecoff'). 
> Does anyone have such information? 


say to use -—-target=psx but it does have a patch by sony applied so I 
don't know if that is standard. 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 


> 
> 
> 
> 
> Charles Henrich has the gcc source with instructions. The instructions 
> 
> 
> 
> dulsi@identicalsoftware.com 


Well, I sent the mail to Patrick, but its worth a mention here. 

The target is a Sony built R3000-ECOFF file that builds Little endian 
DWARF files for the PSX. {At least that was what I could determine...} 
CodeWarrior oddly enough provided most of the clues. 

GCC provides nothing. ;) 


Just FYT 


-sean 
--MESSAGE FILE 19820 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000109 
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——MESSAGE FILE 19821 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000110 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scee.yaroze.announce, scee.yaroze.pr 
ogramming.gnu_compiler 

Subject: Re: YarozeMaster with AR 

Date: Wed, 20 Jan 1999 10:24:41 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <788011S2po2@scea> 

References: <6t j908$4516@chuka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:110 scee.yaroze.a 
nnounce:188 scee.yaroze.programming.gnu_compiler:294 


YarozeMaster is fantastic. I love it. 

Any chance we could see a customizable link to some external editor when we 
double click on source files? Or (hope i'm not pushing it) some sort of 
management/flagging system where we can flag resource files for upload to 
avoid resending 300k+ files each run? 


:) 


great idea/program so far though... 


-charles 


--MESSAGE FILE 19821 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000110 


——MESSAGE FILE 19822 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000111 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Patrick Macdonald <patrickm@interlog.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: GNU Compiler configure command 

Date: Tue, 26 Jan 1999 09:58:09 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <36ADD801.C7E0431E@interlog.com> 

References: <366BFEOE.EA13DFFO0@interlog.com> <developer-1412982110380001@pro1-171.ba 
rrie.connex.net> <36767686.3DEBB285@interlog.com> <3677136A.29E5152F@identicalsoftwa 
re.com> 

NNTP-Posting-Host: torture.to.cygnus.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.31 1686) 

X-Accept—-Language: en 


Charles Henrich has the gcc source with instructions. The instructions 

say to use -—-target=psx but it does have a patch by sony applied so I 

don't know if that is standard. 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 


V V V V 


Thanks for the information. Just got back from a looooong vacation 
(ie. shoveling snow in Toronto) and was happy to see this reply. 


I had started modifying the code to include the psx target architecture 
but this sped this up drastically. It's nice not to fumble around 
with Win32 stuff anymore. 


Patrick 


—-MESSAGE FILE 19822 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000111 


—-MESSAGE FILE 19823 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
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ompiler/00000112 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: gnu assembler modifications 

Date: 6 Apr 1999 23:07:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <slrn7gl14u5.buo.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3886 scee.yaroze.programm 
ing.gnu_compiler:314 scea.yaroze.programming.gnu_compiler:112 


Hi, 


Just in case anyone's interested, I've made some small modifications to gas 
that add two new pseudo-ops - 


1) .sbss (which seems to be strangely lacking in the mips gas) which allows you 
to explicitly put bss data within reach of the gp. (gas will, by default, 
put small bss data in the sbss section, but I like to have more control) 


2) .incbin "file" - which will simply include the contents օք the named file 
at that point in the source. No more need for utilities to convert binaries 
into source. 


Is anyone interested in these patches? It's probably only useful if you're 
already using your own binutils, or if you're prepared to make the switch. 

It shouldn't be too difficult to patch the djgpp version of binutils (assuming 
that there's a binutils 2.9.1 djgpp port), so if you want to keep using dos, 
you probably can. 


Additionally, is there anything else that makes sense as a pseudo-op that 
gas currently doesn't implement? I'm actually rather enjoying making 
modifications to it :) 


It's a pity I can't remember enough about asm-one and snasm. (mmm. those were 
the days.) 


Toby. 
—-MESSAGE FILE 19823 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000112 


—-MESSAGE FILE 19824 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000113 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: Re: gnu assembler modifications 

Date: Mon, 19 Apr 1999 07:20:11 -0400 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <371B116B.B6286C00@datasys.net> 

References: <slrn7gl4u5.buo.tjs@longford.cs.monash.edu.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 353.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3913 scee.yaroze.programm 
ing.gnu_compiler:315 scea.yaroze.programming.gnu_compiler:113 


I'm interested. if you can zip up the files and post em' that'd be cool. 
"Darco 


Toby Sargeant wrote: 
> 
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Hi, 


Just in case anyone's interested, I've made some small modifications to gas 
that add two new pseudo-ops - 


1) .sbss (which seems to be strangely lacking in the mips gas) which allows you 
to explicitly put bss data within reach of the gp. (gas will, by default, 
put small bss data in the sbss section, but I like to have more control) 


2) .incbin "file" — which will simply include the contents օք the named file 
at that point in the source. No more need for utilities to convert binaries 
into source. 


Is anyone interested in these patches? It's probably only useful if you're 
already using your own binutils, or if you're prepared to make the switch. 

It shouldn't be too difficult to patch the djgpp version of binutils (assuming 
that there's a binutils 2.9.1 djgpp port), so if you want to keep using dos, 
you probably can. 


Additionally, is there anything else that makes sense as a pseudo-op that 
gas currently doesn't implement? I'm actually rather enjoying making 
modifications to it :) 


It's a pity I can't remember enough about asm-one and snasm. (mmm. those were 
the days.) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


Toby. 
—-MESSAGE FILE 19824 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000113 


—-MESSAGE FILE 19825 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000114 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: Re: gnu assembler modifications 

Date: 9 May 1999 08:33:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <slrn7jai2t.5m0.tjs@indy10.cs.monash.edu.au> 

References: <slrn7gl4u5.buo.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: indy1l0.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3999 scee.yaroze.programm 
ing.gnu_compiler:319 scea.yaroze.programming.gnu_compiler:114 


On 6 Apr 1999 23:07:54 GMT, Toby Sargeant <tjs@cs.monash.edu.au> wrote: 

>Hi, 

> 

>Just in case anyone's interested, I've made some small modifications to gas 
>that add two new pseudo-ops - 

<snip> 


The patch is here: 
http://www.netyaroze-europe.com/~gothic/ftp/diff-binutils-2.9.1.psx 


Toby. 
—-MESSAGE FILE 19825 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000114 


—--MESSAGE FILE 19826 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000115 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: InitHeap() values? 

Date: Wed, 14 Jul 1999 12:58:15 -0700 

Organization: SCEA News Server 

Lines: 15 
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Message-ID: <ldtrbvv.gn5mlcra6ha8N@user-33qthqr.dialup.mindspring.com> 
NNTP-Posting-Host: user-33qthqr.dialup.mindspring.com 
User-Agent: MacSOUP/2.4 


hi, 


i've been using codewarrior on the mac up till now, but i'd like my code 
to compile under gcc on the pc as well. my program uses the heap (malloc 
etc.), so in main() i call InitHeap(). with the metrowerks compiler, i 
can use linker-defined variables to make my heap as big as available 
memory (from the end of my code up to the location of the stack). are 
there similar linker-defined values available in gcc? or will i have to 
inspect the map file and hard-code in the heap addresses by hand? 


thanks! 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 19826 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000115 


——MESSAGE FILE 19827 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000116 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: InitHeap() values? 

Date: 14 Jul 1999 23:45:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <slrn7o0q892.bum.tjs@longford.cs.monash.edu.au> 

References: <ldtrbvv.gn5mlcratha8N@user-—33qthqr.dialup.mindspring.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 14 Jul 1999 12:58:15 -0700, wayne a. lee <wal@blarg.net> wrote: 
>hi, 
> 
>i've been using codewarrior on the mac up till now, but i'd like my code 
>to compile under gcc on the pc as well. my program uses the heap (malloc 
>etc.), so in main() i call InitHeap(). with the metrowerks compiler, i 
>can use linker-defined variables to make my heap as big as available 
>memory (from the end of my code up to the location of the stack). are 
>there similar linker-defined values available in gcc? or will i have to 
>inspect the map file and hard-code in the heap addresses by hand? 

> 

>thanks! 


I wrote a long response, but lost it before i sent it. 


_end is a symbol that marks the highest memory address used statically by 
your code. 


Ox801ffff0-_end-stack_size is the size of your heap. choose stack_size 
appropriately. 


you can find out all the symbols that the linker defines by looking in 
the linker scripts (mipspsx.x, and co). you should learn more about the 
linker scripts, because they can give you cmplete control over the 
linking of your code, which can be really quite handy. 


toby. 
—-MESSAGE FILE 19827 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000116 


—-MESSAGE FILE 19828 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000117 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.gnu_compiler 


Net Yaroze newsgroups message dump.txt Page 13388 


Subject: Re: InitHeap() values? 

Date: Wed, 14 Jul 1999 23:36:13 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <lduyhfl.1lrn7ak715bjj72N@user—-33qtg7t.dialup.mindspring.com> 

References: <ldtrbvv.gnSmicra6ha8N@user-33qthqr.dialup.mindspring.com> <slrn7/oq892.b 
um.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: user-33qtg7t.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


thanks for the info! i'll give it a shot. and thanks for the linker 
SCELDES Pp esos 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 19828 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000117 


—--MESSAGE FILE 19829 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 


ompiler/00000118 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Brian Weed" <bweed@vipah.com> 


Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Does this work with GCC? 

Date: Thu, 28 Oct 1999 12:23:55 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <7vaalhSbhbl@scea> 

NNTP-Posting-Host: mail.vipah.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Can someone test this function for me with a GCC built project? 
It crashes when I run this function in a CodeWarrior built project. 


void TestBug (void) 
{ 
union { 
char *p8; 
unsigned short *p16; 
} u; 
char *pBuf; 
unsigned short n; 
int i; 
if ((pBuf = (char *)malloc(40)) != NULL) { 
u.p8 = pBuf; 
for (i = 0; i < 38; i++) { 
n = *u.pl6; // Crashes when p16 is odd 
u.p8tt; 
} 


free (pBuf) ; 
} 
Thanks... 
Brian Weed 


bweed@vipah.com 


—-MESSAGE FILE 19829 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000118 
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—-MESSAGE FILE 19830 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000119 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Does this work with GCC? 

Date: 29 Oct 1999 08:27:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <slrn8limje.ml6.tjs@longford.cs.monash.edu.au> 
References: <7vaalhSbhb1l@scea> 

NNTP-Posting-Host: longford.csse.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 


On Thu, 28 Oct 1999 12:23:55 -0400, Brian Weed <bweed@vipah.com> wrote: 
> n = *u.pl6; // Crashes when p16 is odd 


MIPS assembler uses the lh(u) instruction to load half words. There is a 
restriction that the address loaded from be even, unlike x86 processors. 
The compiler _could_ generate code to test every load and perform the 
extra work when the access was unaligned, but that would be rather ugly. 
It's also possible to do this as an exception (i.e. trap the unaligned 
load/store and do the rightThing(tm) in the exception handler). Both of 
these are significant performance hits. Stick to using aligned pointers :) 


Toby. 
—-MESSAGE FILE 19830 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000119 


—--MESSAGE FILE 19831 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000120 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Linking 

Date: Thu, 2 Dec 1999 20:26:11 -0500 

Organization: SCEA News Server 

Lines: 59 

Message-ID: <8275bv$ jq3@scea> 

NNTP-Posting-Host: s14.slot0O.diall.hnj.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I have an array to describe a layout (index) for a GSBG. 


I want to explicitly define it in the header of a BG module: 


#ifndef BG_H 
#define BG_H 


u_short Layoutl[] = 

{ 

GsCELLtransparentCell, GsCELLtransparentCell, 
GsCELLtransparentCell, GsCELLtransparentCell, 
GsCELLtransparentCell, GsCELLtransparentCel1] 
J; 


#endif 


Now I want to compile using this makefile 


PROGRAM = test.pxe 
PXF_ADDR = 80140000 


# To Optimize use -O3 instead of -g 

OPTIONS = -c -g 

LINKER = -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker Տ (PXE_ADDR) 
DEPENDENCIES = bg.o main.o 
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all: Տ (PROGRAM) 


Տ (PROGRAM) : $(PROGOBJ) $ (DEPENDENCIES) 
gcc $(LINKER) $(DEPENDENCIES) -o $ (PROGRAM) 


main.o: main.c mainTIMS.h Levels.h 
gcc $(OPTIONS) main.c 


bg.o: Եց.Շ Եց.հ Levels.h 
gcc $(OPTIONS) bg.c 


The problem is: 


gcc —-Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 80140000 bg.o main.o 
-Օ test.pxe 

main.o(.data+0x0): multiple definition of `Layoutl' 

bg.o(.datat+t0x0): first defined here 

make.exe: *** [test.pxe] Error 1 


How can I solve this? It just does not seem to me that it is being defined twice, an 
d if Լ redeclare Layoutl as: 


u_short Layout1[6]; 
Everything is fine. Why? 


- Tony 


—-MESSAGE FILE 19831 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000120 


—-MESSAGE FILE 19832 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000121 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.programming.gnu_compiler 
Subject: Re: Linking 

Date: Fri, 03 Dec 1999 03:38:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 82 

Message-ID: <38473a31.380863452@news.playstation.co.uk> 
References: <8275bv$jq3@scea> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Antony, 
I would recommend using something to the effect of: 


extern u_short Layout1[6]; 
in the .h file, 


and putting the code you have written below in bg.c. I am guessing 
that you #include bg.h in both main.c and bg.c, correct? 


The problem is that each time a .c file #includes bg.h, they will 
define a new "copy" օք Layoutl, hence, your error. 


As for your latter comment, I'm not certain why 

u_short Layout1[6]; 

would work. To me, that looks like you are still redefining it. 
Maybe it has something to do with the way the linker works/ including 
statically initialized variables, and all...? (Still, I don't think 
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> Oh, and I never mention SCEI course of the reading problem. 
> 

> DEnnis Brinkhuis (NL) 

> 
> http://come.to/debri 

> http://www.netyaroze-europe.com/~madmac 
> 
> debri@dds.nl 

> macsuppor@al.nl 
> 
> ICQ: 5667178 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00811 


--MESSAGE FILE 2109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000812 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Mon, 04 May 1998 18:24:47 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <354e0587.46010790@news.scea.sony.com> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> <ld8ecrv.1lpc4paxlbz3cxsN@al-—88-103.al.nl> <354D55FC.E496BA8F@sinclair.ne 
t> <1d8i0mp. 41gwdabmuw4pN@al-88-137.al.nl> 

NNTP-Posting-Host: client-120-32.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>What? tell me more! Do you mean we are all in one big datebase? I 
>thought that SCEE and SCEA had seperate databases (with members) and 
>that that was the problem why we could not get acces to the SCEA site. 
>In that case it would mean that they keep us appart on purpose. Why? 


Well, I hate to admit this, but puritanism is alive and well in the 
States, we aren't quite as socially evolved as you wonderful Dutch 
folks, and issues concerning 'decency laws' are why we can access your 
site directly, while other countries must access mirror sites of SCEA 
on their own servers. This also affects how the newsgroups are 
managed, but I forget all the details,I read this explanation some 
time ago. At least, that is what I remember one of the staffers saying 
once, I could be wrong. 


-Matt 


--MESSAGE FILE 2109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00812 


--MESSAGE FILE 2110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000813 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Thanks, but still not sure... 

Date: Tue, 05 May 1998 00:13:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <354F4B85.BCEEAE07@compuserve.com> 

References: <3549FEDD.6D64@writeme.com> <354DEE72.7982@writeme.com> 
NNTP-Posting-Host: 1d26-235.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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EITHER should work). 


On Thu, 2 Dec 1999 20:26:11 -0500, "Antony Arciuolo" 
<antony.arciuolo@mail.trincoll.edu> wrote: 


>I have an array to describe a layout (index) for a GsBG. 
> 
>I want to explicitly define it in the header of a BG module: 
> 

>#ifndef BG_H 

>#define BG_H 

> 

>u_short Layoutl[] = 

>{ 

>GsCELLtransparentCell, GsCELLtransparentCell, 
>GsCELLtransparentCell, GsCELLtransparentCell, 
>GsCELLtransparentCell, GsCELLtransparentCell 
>}; 

> 

Հուրն 

>#endif 

> 

>Now I want to compile using this makefile 

> 

> 

>PROGRAM = test.pxe 

>PXE_ADDR = 80140000 


> 

># To Optimize use -O3 instead of -g 

>OPTIONS = -c =g 

>LINKER = -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker $(PXE_ADDR) 
>DEPENDENCIES = bg.o main.o 

> 

>all: $ (PROGRAM) 

> 


>$ (PROGRAM): $(PROGOBJ) S$ (DEPENDENCIES) 

> gcc $(LINKER) $(DEPENDENCIES) -o Տ (PROGRAM) 

> 

>main.o: main.c mainTIMS.h Levels.h 

> gcc $(OPTIONS) main.c 

> 

>bg.o: Եց.Շ bg.h Levels.h 

> gcc $(OPTIONS) bg.c 

> 

>The problem is: 

> 

>gcc —-Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 80140000 bg.o main. 
o -Օ test.pxe 

>main.o(.data+0x0): multiple definition of `Layoutl' 
>bg.o(.data+0x0): first defined here 

>make.exe: *** [test.pxe] Error 1 

> 

>How can I solve this? It just does not seem to me that it is being defined twice, a 
nd if I redeclare Layoutl as: 

> 

> 

>u_short Layout1[6]; 

> 

>Everything is fine. Why? 

> 

>- Tony 

> 


> 
> 
> 


—-MESSAGE FILE 19832 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000121 


—-MESSAGE FILE 19833 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000122 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Antony Arciuolo" <tonyl@nac.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Linking 

Date: Fri, 3 Dec 1999 08:33:31 -0500 

Organization: SCEA News Server 

Lines: 97 

Message-ID: <828g11$ jq6@scea> 

References: <8275bvSjq3@scea> <38473a31.380863452@news.playstation.co.uk> 
Reply-To: "Antony Arciuolo" <tonyl@nac.net> 

NNTP-Posting-Host: 209.166.42.130 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I think BOTH should work because I got the #ifndif in there. So any 2nd 
include of BG.h should be completely skipped, otherwise I'd get multiple 
definitions for each and every file. but nope, just on statically init'ed 
arrays. 


- Tony 


Steven Osman <sosman@terratron.com> wrote in message 
news :38473a31.380863452@news.playstation.co.uk... 
> Antony, 


I would recommend using something to the effect of: 


extern u_short Layout1[6]; 
in the .h file, 


and putting the code you have written below in bg.c. I am guessing 
that you #include Եց.հ in both main.c and bg.c, correct? 


The problem is that each time a .c file #includes bg.h, they will 
define a new "copy" of Layoutl, hence, your error. 


As for your latter comment, I'm not certain why 

u_short Layout1[6]; 

would work. To me, that looks like you are still redefining it. 
Maybe it has something to do with the way the linker works/ including 
statically initialized variables, and all...? (Still, I don't think 
EITHER should work). 


On Thu, 2 Dec 1999 20:26:11 -0500, "Antony Arciuolo" 
<antony.arciuolo@mail.trincoll.edu> wrote: 


>I have an array to describe a layout (index) for a GsBG. 

sz want to explicitly define it in the header of a BG module: 
ae BG_H 

>#define BG_H 

ees Layoutl[] = 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


>GsCELLtransparentCell, GsCELLtransparentCell, 
>GsCELLtransparentCell, GsCELLtransparentCell, 
>GsCELLtransparentCell, GsCELLtransparentCell 
>}; 

> 

5...» 

>#endif 

> 

>Now I want to compile using this makefile 

> 

> 

>PROGRAM = test.pxe 

>PXE_ADDR = 80140000 

> 

># To Optimize use -O3 instead of -g 
>OPTIONS = -c -g 


VVVVVVVVVVVVVV VV 
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> >LINKER = -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 
$ (PXE_ADDR) 

> >DEPENDENCIES = bg.o main.o 
>> 

> >all: $ (PROGRAM) 

>> 

> >S (PROGRAM): $(PROGOBJ) Տ (DEPENDENCIES) 
> > gcc $(LINKER) $(DEPENDENCIES) -o $ (PROGRAM) 
>> 

> >main.o: main.c mainTIMS.h Levels.h 
> > gcc $(OPTIONS) main.c 
>> 

> >bg.o: bg.c Եց.հ Levels.h 
> > gcc $(OPTIONS) bg.c 
>> 

> >The problem is: 

>> 

> >gcc -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 80140000 
bg.o main.o -o test.pxe 

> >main.o(.datat+0Ox0): multiple definition of `Layoutl' 

> >bg.o(.datat+t0x0): first defined here 

> >make.exe: *** [test.pxe] Error 1 

>> 

> >How can I solve this? It just does not seem to me that it is being 
defined twice, and if I redeclare Layoutl as: 

>> 

>> 

> >u_short Layout1[6]; 

>> 

> >Everything is fine. Why? 

>> 

> >- Tony 

> 
> 
> 
> 
> 


v 


> 
> 
> 


--MESSAGE FILE 19833 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000122 


——MESSAGE FILE 19834 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000123 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Linking 

Date: Fri, 03 Dec 1999 14:13:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 160 

Message-ID: <3847cb8b.418073317@news.playstation.co.uk> 

References: <8275bvS$jq3@scea> <38473a31.380863452@news.playstation.co.uk> <828g11Sjq 
6@scea> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Antony, 

The #ifndef will not help you in this case. As I mentioned in my 
previous post, if you include it in both .c files, it will be defined 
twice. 


The reason for this is that things like #defines are not actually 
compiled into the program. They represent macros, which are used 
DURING the compilation of a file, but that is where their life ends. 


consider this 
#define DOUBLE(x) (x*2) 
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y=DOUBLE (զ): 


When you compile this, the compiler treats it as: 
y=(q*2); 


and that is what goes into the object file. There is no reference to 
the macro DOUBLE whatsoever. 


As far as the #ifndef, etc. issue, think about it... 

You compile bg.c separately from main.c. Both of them need to know 
about Layoutl, so you need to declare Layoutl in both files. (hence, 
you #include Եց.հ in both files, and the whole thing gets processed). 
If we use a more arbitrary example, let's say both bg.c and main.c use 
the printf command. Wouldn't printf need to be declared (not defined, 
just declared) in both of those file? If it wasn't, then how would 
bg.c or main.c know what parameters are acceptable for printf? 


What the #ifndef DOES help you with, is this scenario. Consider an 
include file called YarozeStuff.h: 

#ifndef YAROZESTUFF 

#define YAROZESTUFF 


#include "bg.h" 

#define WHATEVER 3 

#endif 

And now, in your file main.c, you have the following: 


#include "bg.h" 
#include "yarozestuff.h" 


You may not have been aware that YarozeStuff.h explicitly #includes 
bg.h for you, so you included it yourself. The #ifndef will make sure 
that the stuff in bg.h only gets processed the FIRST time it is 
#included (in this case, directly from bg.h). As the compiler 
processes yarozestuff.h, it will skip over the stuff in bg.h because 
of your #ifndef. 


Try what I suggested (by using the extern, etc...) and let me know if 
it works. 


Steven 


On Fri, 3 Dec 1999 08:33:31 -0500, "Antony Arciuolo" <tonyl@nac.net> 
wrote: 


>I think BOTH should work because I got the #ifndif in there. So any 2nd 
>include of BG.h should be completely skipped, otherwise I'd get multiple 
>definitions for each and every file. but nope, just on statically init'ed 


>arrays. 
> 
>- Tony 
> 


>Steven Osman <sosman@terratron.com> wrote in message 

>news :38473a31.380863452@news.playstation.co.uk... 

>> Antony, 

>> 

>> I would recommend using something to the effect of: 

>> 

>> extern u_short Layout1[6]; 

>> in the .h file, 

>> 

>> and putting the code you have written below in bg.c. I am guessing 
>> that you #include bg.h in both main.c and bg.c, correct? 

>> 

>> The problem is that each time a .c file #includes bg.h, they will 
>> define a new "copy" of Layoutl, hence, your error. 

>> 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
> 

>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>$ 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


As for your latter comment, I'm not certain why 

u_short Layout1[6]; 

would work. To me, that looks like you are still redefining it. 
Maybe it has something to do with the way the linker works/ including 
statically initialized variables, and all...? (Still, I don't think 
EITHER should work). 


On Thu, 2 Dec 1999 20:26:11 -0500, "Antony Arciuolo" 
<antony.arciuolo@mail.trincoll.edu> wrote: 


>I have an array to describe a layout (index) for a GsBG. 

> want to explicitly define it in the header of a BG module: 
Tsee BG_H 

>#define BG_H 

Canc Layoutl[] = 


>GsCELLtransparentCell, GsCELLtransparentCell, 
>GsCELLtransparentCell, GsCELLtransparentCell, 
>GsCELLtransparentCell, GsCELLtransparentCell 
>}; 

> 

թառ 

>#endif 

> 

>Now I want to compile using this makefile 

> 

> 

>PROGRAM = test.pxe 


>PXE_ADDR = 80140000 

> 

># To Optimize use -O3 instead of -g 
>OPTIONS = =c =g 

>LINKER = -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 
(PXE_ADDR) 

>DEPENDENCIES = bg.o main.o 

> 

>all: $ (PROGRAM) 

> 

>$ (PROGRAM): $(PROGOBJ) S$ (DEPENDENCIES) 


> gcc $(LINKER) $(DEPENDENCIES) -o Տ (PROGRAM) 
> 

>main.o: main.c mainTIMS.h Levels.h 

> gcc $(OPTIONS) main.c 

> 

>bg.o: Եց.Շ bg.h Levels.h 

> gcc $(OPTIONS) bg.c 


> 

>The problem is: 

> 

>gcc -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 80140000 


>bg.o main.o -o test.pxe 


>> 
>> 
>> 
>> 
>> 


>main.o(.data+0x0): multiple definition of `Layoutl' 
>bg.o(.data+0x0): first defined here 

>make.exe: *** [test.pxe] Error 1 

> 

>How can I solve this? It just does not seem to me that it is being 


>defined twice, and if I redeclare Layoutl as: 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


> 

> 

>u_short Layout1[6]; 

> 

>Everything is fine. Why? 
> 

>- Tony 

> 


Vv v v 


13395 


Net Yaroze newsgroups message dump.txt Page 13396 


> 


—-MESSAGE FILE 19834 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000123 


—-MESSAGE FILE 19835 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_c 
ompiler/00000124 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 

Newsgroups: scea.yaroze.programming.gnu_compiler 

Subject: Re: Linking 

Date: Sat, 4 Dec 1999 00:50:34 -0500 

Organization: SCEA News Server 

Lines: 169 

Message-ID: <82aafcSltu2@scea> 

References: <8275bvS$jq3@scea> <38473a31.380863452@news.playstation.co.uk> <828g11Sjq 
6@scea> <3847cb8b.418073317@news.playstation.co.uk> 

NNTP-Posting-Host: s91.slotl.diall.hnj.nac.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


It worked just like you said. Thanks a lot! 
- Tony 


Steven Osman <sosman@terratron.com> wrote in message 
news:3847cb8b.418073317@news.playstation.co.uk... 


> Antony, 
The #ifndef will not help you in this case. As I mentioned in my 
previous post, if you include it in both .c files, it will be defined 
twice. 


The reason for this is that things like #defines are not actually 
compiled into the program. They represent macros, which are used 
DURING the compilation of a file, but that is where their life ends. 


consider this 
#define DOUBLE(x) (x*2) 


y=DOUBLE (զ): 


When you compile this, the compiler treats it as: 
y=(q*2); 


and that is what goes into the object file. There is no reference to 
the macro DOUBLE whatsoever. 


As far as the #ifndef, etc. issue, think about it... 

You compile bg.c separately from main.c. Both of them need to know 
about Layoutl, so you need to declare Layoutl in both files. (hence, 
you #include Եց.հ in both files, and the whole thing gets processed). 
If we use a more arbitrary example, let's say both bg.c and main.c use 
the printf command. Wouldn't printf need to be declared (not defined, 
just declared) in both of those file? If it wasn't, then how would 
bg.c or main.c know what parameters are acceptable for printf? 


What the #ifndef DOES help you with, is this scenario. Consider an 
include file called YarozeStuff.h: 

#ifndef YAROZESTUFF 

#define YAROZESTUFF 


#include "bg.h" 
#define WHATEVER 3 
#endif 


And now, in your file main.c, you have the following: 
#include "bg.h" 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


#include "yarozestuff.h" 


You may not have been aware that YarozeStuff.h explicitly #includes 
bg.h for you, so you included it yourself. The #ifndef will make sure 
that the stuff in bg.h only gets processed the FIRST time it is 
#included (in this case, directly from bg.h). As the compiler 
processes yarozestuff.h, it will skip over the stuff in bg.h because 
of your #ifndef. 


Try what I suggested (by using the extern, etc...) and let me know if 
it works. 


Steven 


On Fri, 3 Dec 1999 08:33:31 -0500, "Antony Arciuolo" <tonyl@nac.net> 
wrote: 


>I think BOTH should work because I got the #ifndif in there. So any 2nd 
>include of BG.h should be completely skipped, otherwise I'd get multiple 
>definitions for each and every file. but nope, just on statically init'ed 


>arrays. 
> 
>- Tony 
> 


>Steven Osman <sosman@terratron.com> wrote in message 

>news :38473a31.380863452@news.playstation.co.uk... 

>> Antony, 

>> 

>> I would recommend using something to the effect of: 

>> 

>> extern u_short Layout1[6]; 

>> in the .h file, 

>> 

>> and putting the code you have written below in bg.c. I am guessing 
>> that you #include bg.h in both main.c and bg.c, correct? 

>> 

>> The problem is that each time a .c file #includes bg.h, they will 

>> define a new "copy" of Layoutl, hence, your error. 

>> 

>> As for your latter comment, I'm not certain why 

>> u_short Layout1[6]; 

>> would work. To me, that looks like you are still redefining it. 

>> Maybe it has something to do with the way the linker works/ including 
>> statically initialized variables, and all...? (Stila, I don't think 
>> EITHER should work). 
>> 

>> On Thu, 2 Dec 1999 20:26:11 -0500, "Antony Arciuolo" 

>> <antony.arciuolo@mail.trincoll.edu> wrote: 

>> 

>> >I have an array to describe a layout (index) for a GSBG. 

>> > 

>> >I want to explicitly define it in the header of a BG module: 
>> > 

>> >#ifndef BG_H 

>> >#define BG_H 

>> > 

>> >u_short Layoutl[] = 


>> >GsCELLtransparentCell, GsCELLtransparentCell, 
>> >GSCELLtransparentCell, GsCELLtransparentCell, 
>> >GSCELLtransparentCell, GsCELLtransparentCell 
>> >}; 

>> > 

>> »... 

>> >#endif 

>> > 

>> >Now I want to compile using this makefile 
>> > 

>> > 


13397 
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>> >PROGRAM = test.pxe 
>> >PXE_ADDR = 80140000 


>> > 

>> ># To Optimize use -O3 instead of -g 

>> >OPTIONS = -c -g 

>> >LINKER = -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 
>$ (PXE_ADDR) 

>> >DEPENDENCIES = bg.o main.o 

>> > 

>> >all: Տ (PROGRAM) 

>> > 


>> >$ (PROGRAM): $(PROGOBJ) 5 (DEPENDENCIES) 

>> > gcc $(LINKER) $(DEPENDENCIES) -o Տ (PROGRAM) 

>> > 

>> >main.o: main.c mainTIMS.h Levels.h 

>> > gcc $(OPTIONS) main.c 

>> > 

>> >bg.o: Եց.Շ bg.h Levels.h 

>> > gcc S$(OPTIONS) bg.c 

>> > 

>> >The problem is: 

>> > 

>> >gcc -Xlinker -Map -Xlinker mapfile.map -Xlinker -Ttext -Xlinker 
0140000 

>bg.o main.o -o test.pxe 

>> >main.o(.datat+0x0): multiple definition օք `Layout1' 

>> >bg.o(.datat+t0x0): first defined here 

>> >make.exe: *** [test.pxe] Error 1 

>> > 

>> >How can I solve this? It just does not seem to me that it is being 
>defined twice, and if I redeclare Layoutl as: 

>> > 

>> > 

>> >u_short Layout1[6]; 

>> > 

>> >Everything is fine. Why? 

>> > 

>> >- Tony 

>> > 

>> 
>> 
>> 
>> 
> 


VVVVVVVVVVVVV VV VV VV VV OV VV VV VV VV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 19835 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/gnu_com 
piler/00000124 


=E AE AE AE FE AE EH HE EH 
E AE EAE AE EAE FE EAE E EH H 


EE AE TE AE AE FE AE FE HE HE HEH H H 
--START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries 


EE AE TE AE HE FE AE FE E HE REESE 


——MESSAGE FILE 19836 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000001 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scea.yaroze.programming.libraries 
Subject: Graphic Libraries 

Date: 24 Nov 1997 22:58:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <0Olbcf864S996ff2c0S45alf7c2@manolo> 
NNTP-Posting-Host: ppp-205.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 
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Hi! my name is Diotallevi Emanuele,and i'm studying the graphic library; 


This is a message for mr.Lewis ,Thank you for all mail support,from today 
i'm happy to write on this Newsgroup... 


See you Later.......... GMORK! ! ! 


—-MESSAGE FILE 19836 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000001 


——MESSAGE FILE 19837 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000002 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 
Subject: scanf() and sscanf() stdio.h functions? 

Date: Sun, 14 Dec 1997 20:19:12 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6700sq$9k33@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl-max8.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.libraries:2 scee.yaroze.progra 
mming.libraries: 93 


Anybody know what happened to the C Standard Library SCANF functions? I 
can't seem to access them. 


Mario 


—-MESSAGE FILE 19837 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000002 


—-MESSAGE FILE 19838 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000003 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 
Subject: Re: scanf() and sscanf() stdio.h functions? 

Date: Mon, 15 Dec 1997 10:54:03 GMT 

Organization: SN Systems 

Lines: 12 

Message-ID: <34950bae.1872592@news.playstation.co.uk> 

References: <6700sq$9k33@chuka.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.libraries:3 scee.yaroze.progra 
mming.libraries: 94 


"Mario Wynands" <mariow@ihug.co.nz> wrote: 
>Anybody know what happened to the C Standard Library SCANF functions? I 
>can't seem to access them. 


They aren't implemented. Sony implemented only the parts of the C 
standard library which seemed important, and the 'scanf' family is 
mostly used for input parsing, which is much less common on the Yaroze 
than on most hosts since the Yaroze has no stdin stream and no 
keyboard. So you'll have to write your own tokenising functions. 
(Lucky they implemented strtok, really :=) 


- Gil 
—-MESSAGE FILE 19838 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000003 


—-MESSAGE FILE 19839 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
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ries/00000004 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics,scea.yaroze.programming. libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
—-MESSAGE FILE 19839 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000004 


—-MESSAGE FILE 19840 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000005 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


—-MESSAGE FILE 19840 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000005 


—-MESSAGE FILE 19841 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000006 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
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Hmmmm, I'm not so convinced now. 

Let us know if you sort it. 

just a quick stupid thought - how big is the stack, 64k? 
still your glbground is only about 6k at most 

hmmmm, tricky 


Nick 


James Rutherford wrote: 


C 


> Thanks for your help guys - the very prompt response was appreciated 


> (and the information sorta made sense too!) 

> 

> I tried a couple of workarounds according to how I understood the 

> problem and I'm still a little confused... 

> 

> If the problem is to do with the array being destroyed after the local 
> call has finished (as seems a very plausible explanation) then defining 
> GLbground[x] as a global/static variable should and does work. However, 
> so should all of: 

> 

> 1) Defining GLbground[x] in main and then calling 

> DrawGradient (&GLbground[0]) as a pointer to that array. 

> 2) Inserting the DrawGradient code straight into main(). 

> 3) Stalling for a number of VSyncs within DrawGradient() after the 

> DrawOt(...) command has been called. 

> 

> I have the same problem when using all three of these work-arounds. 

> 

> Any enlightenment would be again, well appreciated - 

> 

> Cheers, 

> 

> James (~mrfrosty). 


—-MESSAGE FILE 2110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00813 


-—-MESSAGE FILE 2111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000814 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best console games... 

Date: Tue, 05 May 1998 01:55:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <354e7014.41506429@www.netyaroze-europe. com> 

References: <6ii6n6$fq6l@emeka.playstation.co.uk> <354d041a.4117217@www.netyaroze-eu 
rope.com> <6ij4inSedu6@scea> <354DB085.706B@manc.u-net.com> 

NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 04 May 1998 13:11:49 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>3: It is America's 52nd state (after Hawaii and The Isle of Wight). 


After checking the facts, Ive found we are both wrong. Canada is 
actually the Isle of Wight's 52nd state. :) 


>6: Canadians don't understand Robert Swan's humour, except George Bain 
> (but then again he's American isn't he? :) ) 


I didnt think George understood my humour either; he was just being 
polite at the sony day out. (and Im bigger than he is) 


>7: Mirror, signal, manoeuvre. 
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Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: My own siocons 

Date: Wed, 4 Feb 1998 08:57:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6b96ms$b210@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:369 scea.yaroze.programming.libra 
ries:6 scee.yaroze.freetalk.english: 307 


Hi there, 


I'm writing my own siocons program (win95) which encloses a 
project in which the tim/tmd/exe-files are kept. This project can 
be uploaded to the Yaroze. Just like the load-batch functionality 
of siocons. It is also able to load a 'normal' siocons-batch file. 
This is 95% working. But now I want to extend my 

program with upload and download functionality from within a 
psx-exe. I have tried to implement it but I encountered some odd 
problems. Small files (to 10k) seem to work, but larger files fail. 
It seems like there is a problem with reading/writing to tty. 

How does ioctl() work. I can set the baud to 115200. Need I set 
the handshake method, if so : how? 


Help me and I create the homepage and upload my console program 
including source. (This is not blackmail but crap-grammar). 


Thank you! 


—-MESSAGE FILE 19841 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000006 


—-MESSAGE FILE 19842 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000007 

Path: chuka.playstation.co.uk!news 

From: Luca Cotta Ramusino <lcotta@systemy.it> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Wed, 04 Feb 1998 17:18:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34D894BE.5A829402@systemy.it> 

References: <6b96ms$b210@chuka.playstation.co.uk> 

NNTP-Posting-Host: 151.85.242.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:370 scea.yaroze.programming.libra 
ries:7 scee.yaroze.freetalk.english: 308 


Maurice Sibrandi ha scritto: 
> I'm writing my own siocons program (win95) which encloses a 


<. > 


> I can set the baud to 115200. Need I set the handshake method, if so 
> how? 


For high speeds (ie >38400) you should set the handshake to "HARDWARE", 
otherwise you get a lot of dropped bytes. XON/XOFF can't manage this 
speed. This should also explain why your app chokes on large files. Best 
of luck 
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—-MESSAGE FILE 19842 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000007 


——MESSAGE FILE 19843 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000008 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Thu, 5 Feb 1998 09:06:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6bbrj2$b212@chuka.playstation.co.uk> 

References: <6b96ms$b210@chuka.playstation.co.uk> <34D894BE.5A829402@systemy.it> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:371 scea.yaroze.programming.libra 
ries:8 scee.yaroze.freetalk.english:309 


Luca Cotta Ramusino wrote in message <34D894BE.5A829402@systemy.it>... 


>For high speeds (ie >38400) you should set the handshake to "HARDWARE", 
>otherwise you get a lot of dropped bytes. XON/XOFF can't manage this 
>speed. This should also explain why your app chokes on large files. Best 
>of luck 


How does one do that? With ioctl() I presume, but that function isn't 
documented very well 


—-MESSAGE FILE 19843 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000008 


—-MESSAGE FILE 19844 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000009 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Real executable size 

Date: Fri, 13 Feb 1998 16:17:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:54 scea.yaroze.pr 
ogramming.libraries:9 scee.yaroze.programming.gnu_compiler:163 scee.yaroze.programmi 
ng.libraries:108 


When compiled my exe is about 20k (for example) but 

when I declare an array of 250k (for a gpu workspace) the 
size stays 20k. I wouldn't complain about it because it 
saves upload time, but I'm writing my own siocons and 
want to include a memory map. How can I see how big 

my exe is INCLUDING the static data? Which registers 

tell me that in the fileheaders? 


Thank u! 
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—-MESSAGE FILE 19844 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000009 


—-MESSAGE FILE 19845 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000010 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.n1l> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 

Date: Sat, 14 Feb 1998 15:27:38 +0100 

Organization: Engine Software 

Lines: 35 

Message-ID: <34E5A9DA.40B9@worldaccess.nl> 

References: <6b96ms$b210@chuka.playstation.co.uk> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-10.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 

To: Maurice Sibrandi <sibrandi@orion.nl> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:397 scea.yaroze.programming.libra 
ries:10 scee.yaroze.freetalk.english: 328 


Maurice Sibrandi wrote: 


> 

> Hi there, 

> 

> I'm writing my own siocons program (win95) which encloses a 

> project in which the tim/tmd/exe-files are kept. This project can 
> be uploaded to the Yaroze. Just like the load-batch functionality 
> of siocons. It is also able to load a 'normal' siocons-batch file. 
> This is 95% working. But now I want to extend my 

> program with upload and download functionality from within a 

> psx-exe. I have tried to implement it but I encountered some odd 
> problems. Small files (to 10k) seem to work, but larger files fail. 
> It seems like there is a problem with reading/writing to tty. 

> How does ioctl() work. I can set the baud to 115200. Need I set 

> the handshake method, if so : how? 

> 

> Help me and I create the homepage and upload my console program 

> including source. (This is not blackmail but crap-grammar). 

> 

> Thank you! 


Does your communication protocol have some checksum protection?? A high 
speed connection may result in errors during transfer! I do need a 
runtime communication between my executable and the PC to, maybe we can 
join the project?? I do have some communication between the PC and my 
program, I however do not know the SIOCONS protocol, so I need the 
siocons application to lauch my communication program, start a PC 
communication program.... Not the way it should be! 


Greetinx 
Ivo Wubbels 


ps: Een Nederlands emailadres zou moeten betekenen dat we beide dezelfde 

taal spreken, dat is een stuk makkelijker !!!! (sorry for not Dutch 

people...) 

—-MESSAGE FILE 19845 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000010 


—-MESSAGE FILE 19846 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000011 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk,scea.yaroze.programming.libraries, scee.yaroze.freet 
alk.english 

Subject: Re: My own siocons 
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Date: Sat, 14 Feb 1998 10:19:04 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <6c4c1n$5b7j4@scea> 

References: <6b96ms$b210@chuka.playstation.co.uk> <34E5A9DA.40B9@worldaccess.nl> 
NNTP-Posting-Host: pool4.groupz.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:398 scea.yaroze.programming.libra 
ries:11 scee.yaroze.freetalk.english: 329 


>Does your communication protocol have some checksum protection?? A high 
>speed connection may result in errors during transfer! I do need a 
>runtime communication between my executable and the PC to, maybe we can 
>join the project?? I do have some communication between the PC and my 
>program, I however do not know the SIOCONS protocol, so I need the 
>siocons application to lauch my communication program, start a PC 
>communication program.... Not the way it should be! 


I have already coded a front end SIOCONS for win95/NT it also includes an 
IDE and it will build and compile files via GNU. The IDE is done (mostly) 
just waiting to hear back from a couple of beta people. Once I do I will 
upload it. 


I am almost finished a COMM server that will include Libs for the Yaroze and 
a front end on the PC. Hopfully I'll have it completed in the next week or 
so. 


Regards, 


Jeff / ROGUE 


—-MESSAGE FILE 19846 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000011 


—--MESSAGE FILE 19847 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000012 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.gnu_compiler,scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler,scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Sun, 15 Feb 1998 19:28:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6c7fiqSbeo9@chuka.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl453.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:60 scea.yaroze.pr 
ogramming.libraries:12 scee.yaroze.programming.gnu_compiler:165 scee.yaroze.programm 
ing.libraries:109 


The array will probably be created on the stack at runtime. There are some 
macros available (In Windows anyway, probably the same for PS) to specify 
whether data should go in the data or application area, but I haven't a clue 
what they are for the Playstation. 


Steve 


Maurice Sibrandi wrote in message <6clnrg$bej17@chuka.playstation.co.uk>... 
>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 

>size stays 20k. I wouldn't complain about it because it 

>saves upload time, but I'm writing my own siocons and 

>want to include a memory map. How can I see how big 

>my exe is INCLUDING the static data? Which registers 

>tell me that in the fileheaders? 

> 
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>Thank u! 
> 


> 
> 
> 


—-MESSAGE FILE 19847 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000012 


—-MESSAGE FILE 19848 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000013 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.gnu_compiler, scea.yaroze.programming.libraries,s 
cee.yaroze.programming.gnu_compiler, scee.yaroze.programming.libraries 

Subject: Re: Real executable size 

Date: Mon, 16 Feb 1998 13:19:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <34e83970.7648869@www-s.playstation.co.uk> 

References: <6clnrg$bej17@chuka.playstation.co.uk> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.gnu_compiler:62 scea.yaroze.pr 
ogramming.libraries:13 scee.yaroze.programming.gnu_compiler:166 scee.yaroze.programm 
ing.libraries:110 


On Fri, 13 Feb 1998 16:17:32 +0100, "Maurice Sibrandi" 
<sibrandi@orion.nl> wrote: 

>When compiled my exe is about 20k (for example) but 

>when I declare an array of 250k (for a gpu workspace) the 
>size stays 20k. I wouldn't complain about it because it 
>saves upload time, but I'm writing my own siocons and 
>want to include a memory map. How can I see how big 

>my exe is INCLUDING the static data? Which registers 
>tell me that in the fileheaders? 


The array is most likely in the .bss section, and is allocated only 
when the program is loaded; there's no point storing 250K of 
zero-bytes in the image. The allocation size of each section is 
specified in the COFF section header table. You should be able to get 
an idea of total program size by adding up the section sizes displayed 
by 'objdump' (if a copy ships with the Yaroze tools - if not then I've 
got the Cygnus one lying around which should work). 


Alternatively you can get lots of fun information by adding 
"-W1,-Map=map" to the gcc command line. The file 'map' receives an 
excessive amount of information showing where each symbol has ended 
up, and towards the end there's a list of final output sections. It's 
not exactly pretty, though it seems reasonably parseable if you're 
into that kind of thing. 


I'll take a look at the PS-EXE format to see what it specifically 
contains, but it isn't one we normally have to care about, so I don't 
really know right now. 


= Gil 
—-MESSAGE FILE 19848 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000013 


——MESSAGE FILE 19849 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000014 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:01:25 +0200 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb509Shcal6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:223 scea.yaroze.freetalk:660 sce 
a.yaroze.problems.pc:195 scea.yaroze.programming.codewarrior:325 scea.yaroze.program 
ming.gnu_compiler:97 scea.yaroze.programming.libraries:14 scee.yaroze.beginners: 322 
scee.yaroze.freetalk.dutch:4 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 19849 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000014 


—-MESSAGE FILE 19850 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000015 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Will Atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler, scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 21:53:27 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <356A2097.6E5A@hotmail.com> 

References: <6kb509Shcal6@chuka.playstation.co.uk> 

Reply-To: william_atkin@hotmail.com 

NNTP-Posting-Host: dial-70-btvt.udial.together.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-KIT (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:224 scea.yaroze.freetalk:664 sce 
a.yaroze.problems.pc:197 scea.yaroze.programming.codewarrior:326 scea.yaroze.program 
ming.gnu_compiler:98 scea.yaroze.programming.libraries:15 scee.yaroze.beginners: 323 

scee.yaroze.freetalk.dutch:5 


Maurice Sibrandi wrote: 
YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 


VVVVVVVV 
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Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


VVVVVVVVVV VV 


Hey Maurice, 


I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


Will 
—-MESSAGE FILE 19850 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000015 


—-MESSAGE FILE 19851 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000016 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scea.yaroze.problems.pc,scea. 
yaroze.programming.codewarrior, scea.yaroze.programming.gnu_compiler,scea.yaroze.prog 
ramming.libraries, scee.yaroze.beginners, scee.yaroze.freetalk.dutch, scee.yaroze.freet 
alk.eng 

Subject: Re: YarozeMaster v2.0 

Date: Mon, 25 May 1998 19:35:01 -0700 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <356A2A55.8091BCFO0@netmagic.net> 

References: <6kb509Shcal6@chuka.playstation.co.uk> <356A2097.6E5A@hotmail.com> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:225 scea.yaroze.freetalk:665 sce 
a.yaroze.problems.pc:198 scea.yaroze.programming.codewarrior:327 scea.yaroze.program 
ming.gnu_compiler:99 scea.yaroze.programming.libraries:16 scee.yaroze.beginners: 324 
scee.yaroze.freetalk.dutch:6 


DOH! ^_^ The URL should be: 
http://www.netyaroze-europe.com/~deruiter/ 


Will Atkin wrote: 


> 

> Maurice Sibrandi wrote: 

>> 

> > YarozeMaster V2.0 is ready! 

>> 

> > YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> > YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 

> > Developer Studio) complete with project management. Just add a source file 
> > and it will be compiled and linked. No more editting of makefiles. 

> > Like v1.0, YarozeMaster also includes the front-end օք the SioConsole from 
> > Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
> > NT. 

>> 

> > You can download it from http://www.playstation-europe.com/~deruiter Just 
> > look for YarozeMaster. 

>> 

> > If you have any comments/suggestions you can mail me. 
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Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


V V V V V 


Hey Maurice, 

I checked out that web-address and came up with an adress not found 
screen. I also looked under http://www.playstation-europe.com and 
couldn't find anything leading to yaroze, 


any ideas? 


VVVVVVVVVVV NV VV 


Will 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 19851 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000016 


—--MESSAGE FILE 19852 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000017 

Path: chuka.playstation.co.uk!news 

From: "Jon Watson" <jonwat@globalnet.co.uk> 
Newsgroups: scea.yaroze.programming.libraries 
Subject: Assembler stuff 

Date: Thu, 2 Jul 1998 21:04:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6ngp4s$60110@chuka.playstation.co.uk> 
NNTP-Posting-Host: client1558.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


I develop games for the playstation on a 'proper' dev kit using sn's 
wonderful psy-utilities..... well as a bit of a hobby i've bought a yaroze to 
see what its like.... 


Anyway, what I'm really after is this - 

Is there a way of incbinning data files through the gnu assembler like there 
is on asmpsx which comes with the devkit? It seems such a hassle having to 
manually load things into specific parts of memory.... 


Just in case anyones interested....I'm currently working on the front end to 
Actua Soccer 3. 


Thanks, 
Jon Watson 
Gremlin Interactive 


—-MESSAGE FILE 19852 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000017 


—-MESSAGE FILE 19853 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/libra 
ries/00000018 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.programming.libraries,scee.yaro 
ze.programming.libraries 

Subject: [ON TOPIC] 'cdrom:' device 77737 

Date: Fri, 05 May 2000 13:18:38 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 199 
Message-ID: <39123D8D.699FA972@start.com.au> 
Reply-To: mgarcia@start.com.au 
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NNTP-Posting-Host: 203.108.136.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5762 scea.yaroze.programm 
ing.libraries:18 scee.yaroze.programming.libraries:237 


Hi all, again :) 


I am trying to read the CDROM with the ANIS C functions open() read() 
lseek()... 


Here is what I am trying to do. 


[RKKK KKK KK KKK KKK KKK KK KK siocons test KKK * * k KK KK / 


#include <libps.h> 
#include <sys/file.h> 


main () 


{ 


int fd,ret; 
char f[] = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1"; 
char text[1000]; 


printf("trying to open %s\n",f); 
fd = open(f,O_RDONLY) ; 


if(fd > 0) 
printf("open worked fd 
else 


{ 


Sd\n", fd); 


printf("open failed fd = %d\n", fd); 
return; 


} 

printf("trying to read %s\n fd = %d\n",f,fd); 
ret = read(fd, &text, 999); 

printf("ret = %d\n",ret); 

text [999] = 0; 

printf("File <%s> CONTAINS \n<%s>\n",f,text) ; 


close (fd); 


This compiles but hangs when it hits 
fd = open(f,O_RDONLY) ; 
When this is ran using 
char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1"; // (no device - cdrom: ) 


it says that - \DATA\SOUND\SAMPLE1.SEQ;1 is not a device then 


it displays all devices available eg bu: ,tty:, cdrom: 
and exits. 


What is the correct device name for the cdrom eg 
cdrom??: 


I really don't want to use the CdlFILE functions ! 
BTW how do you convert CdlLOC type to a int to create a seek fuction? 
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What did I miss? 
I had a search and it seems that I am not the only one !! 
see below 
Subject: 
Re: Contents of Boot CD 


Date: 
Fri, 09 May 1997 07:40:41 -0400 


From: 
Jack Copper <impmeister@earthlink.net> 
Organization: 
ArcanaTech 
Newsgroups: 
scea.yaroze.beginners 
References: 
Ty 2 


Mario Perdue wrote: 
> 


> Well, you could put the CD into your PC's CDROM drive browse it to see 


> what's there. You could also look in the PSX/DATA directory where you 
> installed the NY dev system. The files are all there as well. 

> 

> Mario 

This is the THIRD time I've tried to respond to you... the newsgroup bit 


bucket keeps eating messages. 


Anyway, I went ahead and tried programmatic access, but have had no 
success so far. I'm either doing something wrong (hmmm..) or there is a 
bug in the library firstfile() function. 


First, I tried what appeared to be the straightforward thing to do: 


struct DIRENTRY stBaseDirectory; 

firstfile( "cdrom:*", &stBaseDirectory) ; 
This sends the playstation off into the weeds (reset city), as do 
"cdrom:\\", "cdrom:\\*", and other variations. 


However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
resulted in an error message that listed devices (something to the 
effect of:) 
* is not a valid device 
valid devices are: 
cdrom: 
tty: 
bu: 
etc. 
And, if in fact I use "Ես10:»" as the name parameter, I get a reasonable 


string back for the first "directory" (i.e., I have a memory card in 
slot 2, and it has the configuration file on it) 


Any insights? 
Thanks, 
Jack Copper 


the reply 
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A valient attempt at spelling manoover. Mind you, mine's no better, 
and Im not sure I could even tell if yours was right :) The school I 
went to never taught me how to spell. And it was all-boys as well, and 
that explains the mention in another post about me looking good ina 
dress. Well, it doesn't really, but it will make you wonder just a 
bit. 


Robert Swan 
—-MESSAGE FILE 2111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00814 


-—-MESSAGE FILE 2112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000815 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: 5 May 1998 09:56:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6imnotSjpr24@chuka.playstation.co.uk> 

References: <6iimu5S$jprill@chuka.playstation.co.uk> <354DD826.5019@saqnet.co.uk> 
NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/354DD826.5019@saqnet.co.uk 


> 

>2) Saboteur 2: I made a map of this on about 30 sheets of graph paper, 
>sent it to SU and it was never printed. Nor did I get it back. 
>Bastards... 

> 

> 


Did you get this regularly? The reason I ask is that I got a map from one of 
the magazines. Im sure it was from SU. (the only other mag I ever got was 
Crash). Or do you mean they never printed your version? 


—-MESSAGE FILE 2112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00815 


—-MESSAGE FILE 2113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000816 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: 5 May 1998 10:03:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6imo5nS$jpr25@chuka.playstation.co.uk> 

References: <6iimu5S$jpril@chuka.playstation.co.uk> <354DD826.5019@saqnet.co.uk> 
NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/354DD826.5019@saqnet.co.uk 


N 

> 

>I still have my speccy, but when I plug it in it doesn't show any 
>picture, although it does make that strangely-worrying buzzing noise it 
>always did... 

> 

> 


I find if you tug the power cord and hold it in mid air it usually works. 
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Subject: 
Re: Contents of Boot CD 
Date: 
Fri, 09 May 1997 13:52:23 GMT 


From: 
mperdue@iquest.net (Mario Perdue) 
Organization: 
SCEA Net Yaroze News 


Newsgroups: 
scea.yaroze.beginners 
References: 
Աո y Fre 
>This is the THIRD time I've tried to respond to you... the newsgroup 
bit 


>bucket keeps eating messages. 


Sorry, we've been having a little trouble with the news groups. The 
problem seems to be under control now, and should be fixed shortly. 


>Anyway, I went ahead and tried programmatic access, but have had no 


>success so far. I'm either doing something wrong (hmmm..) or there is a 
>bug in the library firstfile() function. 
> 


>First, I tried what appeared to be the straightforward thing to do: 
> 

> struct DIRENTRY stBaseDirectory; 

> firstfile( "cdrom:*", &stBaseDirectory) ; 

>This sends the playstation off into the weeds (reset city), as do 
>"cdrom:\\", "cdrom:\\*", and other variations. 

> 

>However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
>resulted in an error message that listed devices (something to the 
>effect of:) 


> * is not a valid device 

> valid devices are: 

> cdrom: 

> tty 

> bu: 

>etc. 

>And, if in fact I use "bul0:*" as the name parameter, I get a 
reasonable 

>string back for the first "directory" (i.e., I have a memory card in 
>slot 2, and it has the configuration file on it) 

> 


>Any insights? 

Not really. I havn't worked with this stuff yet, but you can bet I'll 
be looking at it later today. If I can't figure it out, I'll find 
someone who can. 


Mario 


any help will be greatly appreciated.. 


—-MESSAGE FILE 19853 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/librari 
es/00000018 


E AE AE AE AE EAE FE HEE EH 
E AE AEE AE EAE FE EH HE EH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
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——MESSAGE FILE 19854 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000001 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Seqence data weirdness 

Date: Sat, 26 Apr 1997 03:40:39 -0500 

Organization: (no organization) 

Lines: 30 

Message-ID: <3361BF87.620D@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I took the sound code from the walz demo, and put it into a separate 
",c" file and got it working in the simple "hello world" program. 


THEN, I thought, instead of hardcoding the addresses of where the VH, 
VB, and SEQ data are, let me create arrays big enough to hold that data 
and let the linker figure out where they should go. 


Bleh, I ran into problems. 


Eventually I tracked it down to needing to add (of all things) +1090 
bytes or more to the size of the SEQ data array. Even thought I 
allocated 17341 bytes for the array (supposedly big enough to hold 
GOGO.SEQ), it seemed to clobber the begining of the VB data array, which 
just so happened to be right after it in memory. 


Is there any reason why, if a file is X bytes in the CDROM directory, 
(also the same number reported by CdSearchFile), that *more* than that 
would be read? Or does the CdReadFile function pad the data out to an 
even buffer boundary? 


Eventually, I'd like to malloc the buffer for the VB and VH data, since 
it seems that once it is transferred to the sound buffer, it is no 
longer needed in main memory, and the >400Kb VB data file will 
eventually be a bit too much to have hanging around. (Not a problem yet 
for me, but one day...) Am I right in assuming VB and VH data files are 
not needed once they are transferred to sound memory? Is the SEQ data 
needed in main memory all the time? 


If need be, I'll post a simple example. 

EdF 

--MESSAGE FILE 19854 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000001 


——MESSAGE FILE 19855 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000002 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: VAB file on the Yaroze boot CD 

Date: Sat, 26 Apr 1997 03:48:47 -0500 

Organization: (no organization) 

Lines: 19 

Message-ID: <3361C16F.6822@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I was playing around with the sound, and it seems to me that the STDO.VB 
file is not "General MIDI" compatible. I wrote a little program to let 
me play notes from the various sounds, and they do not match up with the 
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sounds that are supposed to be in a GM device. 


I've also use the andplay.bat utility to play some MIDI files that sound 
pretty good on my PC, but on the Yaroze, they sound.... Wierd. 


Would it be possible, if another Boot CD were to ever be produced, to 
put a GM compatible sound source on there? 


The reason is that there are alot of GM-compatible MIDI files floating 
around and it would be so nice and easy to just plop a few into a game, 
to break up the monotony of "gogo" and "musi". :-) 


Until then, are there any musicians who would be willing to create a GM 
compatible VAB file? 


EdF 
--MESSAGE FILE 19855 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000002 


——MESSAGE FILE 19856 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000003 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Roy Glover <rglover@iname.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Sat, 26 Apr 1997 05:14:12 -0700 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <3361F194.34AA@iname.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> 

Reply-To: rglover@iname.com 

NNTP-Posting-Host: Cust92.Max3.Los-Angeles.CA.MS.UU.NET 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Ed Federmeyer wrote: 


> 

> I was playing around with the sound, and it seems to me that the STDO.VB 
> file is not "General MIDI" compatible. I wrote a little program to let 

> me play notes from the various sounds, and they do not match up with the 
> sounds that are supposed to be in a GM device. 

> 

> I've also use the andplay.bat utility to play some MIDI files that sound 
> pretty good on my PC, but on the Yaroze, they sound.... Wierd. 

> 

> Would it be possible, if another Boot CD were to ever be produced, to 

> put a GM compatible sound source on there? 

> 

> The reason is that there are alot of GM-compatible MIDI files floating 

> around and it would be so nice and easy to just plop a few into a game, 

> to break up the monotony of "gogo" and "musi". =) 

> 

> Until then, are there any musicians who would be willing to create a GM 
> compatible VAB file? 

> 

> EdF 

Ed, 


I found that most of the sounds in STDO.VB are approximate GM sounds, 
but the drums/percussion tracks need to be set to patch #128. 
Also, some of the samples above patch #100 are blank. 


Roy Glover 
—-MESSAGE FILE 19856 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000003 


——MESSAGE FILE 19857 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000004 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <jbrewer@ziplink.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Sun, 27 Apr 1997 00:31:16 -0400 

Organization: Peerless Creations 

Lines: 23 

Message-ID: <3362D693.74C4@ziplink.net> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3361F194.34AA@iname.com> 
Reply-To: jbrewer@ziplink.net 

NNTP-Posting-Host: lowell-ip205.ziplink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Since I'm not a programmer - I am trying to get a couple օք GM files to 
play - sometimes I have no problem but other times the PSX just goes to 
the red screen and doesn't play the file. Are there things in the smf 
format that will hang up the PSX? What are the list of sounds? Can I 
edit my MIDI file beforehand to make it more compatible? Why does it 
always take out my control changes? 


Sorry for all the questions but I just got a new Roland PC-200 keyboard 
and have been writing some songs we would like to include in our 
upcoming game. 


Thanks. 
I found that most of the sounds in STDO.VB are approximate GM sounds, 


but the drums/percussion tracks need to be set to patch #128. 
Also, some of the samples above patch #100 are blank. 


VV V V V 


Roy Glover 


Jay Brewer 

mailto:jbrewer@ziplink.net 

http://www.ziplink.net/~jbrewer 

--MESSAGE FILE 19857 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000004 


——MESSAGE FILE 19858 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000005 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Sun, 27 Apr 1997 15:27:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 36 

Message-ID: <3363670d.2046667@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> 

NNTP-Posting-Host: ind-0009-19.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I used STDO.VB and STDO.VH in the two demo's that I've uploaded 
because it was easy to do. I had the sample code, so it was just plug 
and play. In practice, I wouldn't use those files. The problem is that 
you don't have the VAG's or the DEF that were used to make the VAB. 
You also don't have the VAB to extract the DEF. In short, you can't 
really make changes to the file. 


What you should really do is make your own VH and VB files. You 
probably want to do this for each game so you don't waste space with 
unused sounds. Here's what you need to do. 


First, create your samples. I use WAV files since I'm working in 
Windows 95 on a PC, but you can also use AIFF files. Use the program 
AIFF2VAG.EXE to convert your samples to VAG files. 


Once you've created your VAG files, you need to make a DEF file. This 
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file is created with a text editor and is used to tell MKVAB.EXE how 
to make the VAB file. The contents of the DEF file are documented in 
the User Guide in the section titled Sound Tools. Unfortunately, there 
is no sample DEF file provided on the disc. You'll need one to figure 
out how the file this put together. (I'll come back to this later.) 


Now that you have your VAG files and a DEF file, you can use MKVAB.EXE 
to create the VAB file. Then you use VABSPLIT.EXE to create the VH and 
VB files. 


Simple, right? :%) 


I'll try to put together a sample set of files in the next day or so 
and upload them to the library. I won't promise any great sounds, but 
you'll have all the files you need to build a simple VAB, including 
the DEF file (see, I told you I'd get back to it.) Once you have a 
full set, it's pretty easy to roll your own. 


Mario 


-—-MESSAGE FILE 19858 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000005 


——MESSAGE FILE 19859 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000006 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: MIDI Sequencer Advice (MAC) 

Date: Mon, 28 Apr 1997 10:22:31 +0000 

Organization: HandsOnToys, Inc. 

Lines: 2 

Message-ID: <33647A68.EBBéhandsontoys.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> 
Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Since we will be buying some sound software stuff - what are people 

using freeware MIDIGRAPHY and others...what works best with Yaroze? 

-—-MESSAGE FILE 19859 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000006 


—-MESSAGE FILE 19860 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000007 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Mon, 28 Apr 1997 15:22:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <3364bfe3.8118807@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> 

NNTP-Posting-Host: ind-0002-22.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


I use WinJammer Pro from WinJammer Software, Ltd. It's a full featured 
SHAREWARE sequencer that runs in Windows 95/NT or Windows 3.1. The 
current version is 5.xx. You can downlaod a demo version at 

http: //www.winjammer.com 


Mario 


On Mon, 28 Apr 1997 10:22:31 +0000, Jay Brewer 
<J.Brewer@handsontoys.com> wrote: 
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>Since we will be buying some sound software stuff - what are people 
>using freeware MIDIGRAPHY and others...what works best with Yaroze? 


—-MESSAGE FILE 19860 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000007 


—--MESSAGE FILE 19861 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000008 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Mon, 28 Apr 1997 21:24:09 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <3365143d.7930982@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3364bfe3.8118807@205.149.189.29> 

NNTP-Posting-Host: ind-0014-8.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Yikes, I just re-read this and noticed you're talking MAC software. 
Sorry, can't help you there. 


Mario 


On Mon, 28 Apr 1997 15:22:37 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>I use WinJammer Pro from WinJammer Software, Ltd. It's a full featured 
>SHAREWARE sequencer that runs in Windows 95/NT or Windows 3.1. The 
>current version is 5.xx. You can downlaod a demo version at 
>http://www.winjammer.com 

> 

>Mario 

> 

>On Mon, 28 Apr 1997 10:22:31 +0000, Jay Brewer 
><J.Brewer@handsontoys.com> wrote: 

> 

>>Since we will be buying some sound software stuff - what are people 
>>using freeware MIDIGRAPHY and others...what works best with Yaroze? 
> 


-—-MESSAGE FILE 19861 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000008 


—-MESSAGE FILE 19862 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000009 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Tue, 29 Apr 1997 00:05:08 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <33653ab7.340859@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> 
NNTP-Posting-Host: ind-0001-28.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


FWIW, I noticed that the file BOMB.ZIP in the demos area has a DEF and 
VAB file that can be used as an example until I get my sound sample 
together. 


Mario 
—-MESSAGE FILE 19862 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000009 


--MESSAGE FILE 19863 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000010 
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Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Wed, 30 Apr 1997 02:52:47 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <3366b37e.45225843@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> 
NNTP-Posting-Host: ind-0007-21.iquest.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


For those of you who are waiting for my sound sample, sorry but I got 
called away to fix some problems with my house. I'll get back to it 
and get it UL'ed ASAP. 


Mario 


—-MESSAGE FILE 19863 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000010 


—-MESSAGE FILE 19864 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000011 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Wed, 30 Apr 1997 13:15:32 +0000 

Organization: HandsOnToys, Inc. 

Lines: 2 

Message-ID: <336745F5.64AC@handsontoys.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3364bfe3.8118807@205.149.189.29> <3365143d.7930982@205 
.149.189.29» 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Is anyone using a MAC sequencer with Yaroze and having any luck? How do 

I get the drum channel to play properly? 

—-MESSAGE FILE 19864 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000011 


——MESSAGE FILE 19865 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000012 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Minsterman <daminste@mailbox.syr.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: MIDI 

Date: Wed, 30 Apr 1997 17:18:15 -0700 

Organization: SCEA Net Yaroze News 

Lines: 15 

Message-ID: <3367E147.597F@mailbox.syr.edu> 

Reply-To: daminste@mailbox.syr.edu 

NNTP-Posting-Host: sudial1111-192.syr.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 (Winl6; Ս) 


I don't know what anyone else is using for midi stuff. I have a song in 
my heart but that's about all. I took violin and drum lessons ages ago 
but never got very far. However, I found a neat program "MIDI WORKSHOP" 
from PASSPORT software. It is helping me do all the things I never 
could do with an instrument. It was only about $39 at my local Media 
Play store. 
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I score the music a note at a time right now. Then it's a simple save 
as a type 1 midi file and quick conversion to a .seq file. The files 
are small and sound really nice on the PSX. 


If anyone has any other software or ideas I'm always looking for a 
better way to do things. 


Dave 
—-MESSAGE FILE 19865 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000012 


—-MESSAGE FILE 19866 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000013 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Brian Dawson <brian_dawson@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Wed, 30 Apr 1997 16:52:44 -0700 

Organization: Sony Computer Entertainment America 

Lines: 32 

Message-ID: <3367DB4C.45F7@interactive.sony.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3361F194.34AA@iname.com> <3362D693. 
74C4@ziplink.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Win95; 1) 

To: jbrewer@ziplink.net 


hello Jay, 


No need to apologize for asking questions, thats what were here for. I 
haven't heard of the problem you've desscribed, could you provide more 
detail. How are you generating the .SMF (What sequencing program, etc) 
and VAB files? What are you trying to run them with? 


Jay Brewer wrote: 


Since I'm not a programmer - I am trying to get a couple օք GM files to 
play - sometimes I have no problem but other times the PSX just goes to 
the red screen and doesn't play the file. Are there things in the smf 
format that will hang up the PSX? What are the list of sounds? Can I 
edit my MIDI file beforehand to make it more compatible? Why does it 
always take out my control changes? 


Sorry for all the questions but I just got a new Roland PC-200 keyboard 
and have been writing some songs we would like to include in our 
upcoming game. 


Thanks. 
I found that most of the sounds in STDO.VB are approximate GM sounds, 


but the drums/percussion tracks need to be set to patch #128. 
Also, some of the samples above patch #100 are blank. 


V V V V V 


Roy Glover 


Jay Brewer 

mailto:jbrewer@ziplink.net 

http://www.ziplink.net/~jbrewer 

--MESSAGE FILE 19866 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000013 


VVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 19867 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000014 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Brian Dawson <brian_dawson@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Seqence data weirdness 
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Date: Wed, 30 Apr 1997 17:02:41 -0700 
Organization: Sony Computer Entertainment America 
Lines: 35 

Message-ID: <3367DDA1.COF@interactive.sony.com> 
References: <3361BF87.620D@charlie.cns.iit.edu> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Win95; I) 


Files residing on the cdrom are padded out to land on a sector boundary. 
(2048 bytes). This may be the problem. 


Ed Federmeyer wrote: 
> 


I took the sound code from the walz demo, and put it into a separate 
",c" file and got it working in the simple "hello world" program. 


THEN, I thought, instead of hardcoding the addresses of where the VH, 
VB, and SEQ data are, let me create arrays big enough to hold that data 
and let the linker figure out where they should go. 


Bleh, I ran into problems. 


Eventually I tracked it down to needing to add (of all things) +1090 
bytes or more to the size of the SEQ data array. Even thought I 
allocated 17341 bytes for the array (supposedly big enough to hold 
GOGO.SEQ), it seemed to clobber the begining of the VB data array, which 
just so happened to be right after it in memory. 


Is there any reason why, if a file is X bytes in the CDROM directory, 
(also the same number reported by CdSearchFile), that *more* than that 
would be read? Or does the CdReadFile function pad the data out to an 
even buffer boundary? 


Eventually, I'd like to malloc the buffer for the VB and VH data, since 
it seems that once it is transferred to the sound buffer, it is no 
longer needed in main memory, and the >400Kb VB data file will 
eventually be a bit too much to have hanging around. (Not a problem yet 
for me, but one day...) Am I right in assuming VB and VH data files are 
not needed once they are transferred to sound memory? Is the SEQ data 
needed in main memory all the time? 


If need be, I'll post a simple example. 

EdF 

——MESSAGE FILE 19867 END: net-yaroze-usenet/00000002-SCEA/yaroze/programmi 
0000014 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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ng/sound/0 


—--MESSAGE FILE 19868 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 


/00000015 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 
Newsgroups: scea.yaroze.programming.sound 
Subject: Re: MIDI 

Date: Thu, 01 May 1997 09:55:10 +0000 
Organization: HandsOnToys, Inc. 

Lines: 1 

Message-ID: <3368687E.114@handsontoys.com> 
References: <3367E147.597F@mailbox.syr.edu> 
Reply-To: J.Brewer@handsontoys.com 
NNTP-Posting-Host: 204.167.99.141 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Is Passport MAC or PC based? 
——MESSAGE FILE 19868 END: net-yaroze-usenet/00000002-SCEA/yaroze/programmi 
0000015 


ng/sound/0 
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——MESSAGE FILE 19869 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000016 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Pradip Fatehpuria <pradip_fatehpuria@interactive.sony.com> 
Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Seqence data weirdness 

Date: Thu, 01 May 1997 10:30:57 -0700 

Organization: Sony Computer Entertainment America 

Lines: 41 

Message-ID: <3368D351.3035@interactive.sony.com> 

References: <3361BF87.620D@charlie.cns.iit.edu> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ed Federmeyer wrote: 


I took the sound code from the walz demo, and put it into a separate 
",c" file and got it working in the simple "hello world" program. 


THEN, I thought, instead of hardcoding the addresses of where the VH, 
VB, and SEQ data are, let me create arrays big enough to hold that data 
and let the linker figure out where they should go. 


Bleh, I ran into problems. 


Eventually I tracked it down to needing to add (of all things) +1090 
bytes or more to the size of the SEQ data array. Even thought I 
allocated 17341 bytes for the array (supposedly big enough to hold 
GOGO.SEQ), it seemed to clobber the begining of the VB data array, which 
just so happened to be right after it in memory. 


Is there any reason why, if a file is X bytes in the CDROM directory, 
(also the same number reported by CdSearchFile), that *more* than that 
would be read? Or does the CdReadFile function pad the data out to an 
even buffer boundary? 


Eventually, I'd like to malloc the buffer for the VB and VH data, since 
it seems that once it is transferred to the sound buffer, it is no 
longer needed in main memory, and the >400Kb VB data file will 
eventually be a bit too much to have hanging around. (Not a problem yet 
for me, but one day...) Am I right in assuming VB and VH data files are 
not needed once they are transferred to sound memory? Is the SEQ data 
needed in main memory all the time? 


If need be, I'll post a simple example. 
EdF 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Yes, brian is right. 


The memory buffer you pass to the read function should be a multiple of 
2048 bytes. If you look at the numbers you have mentioned, it comes 
out to be a padding to make the file length multiple of 2048. 


Pradip. 
—-MESSAGE FILE 19869 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000016 


——MESSAGE FILE 19870 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000017 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Thu, 01 May 1997 17:36:18 +0000 

Organization: Sony Computer Entertainment America 

Lines: 41 

Message-ID: <3368D48F.2B12@interactive.sony.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3361F194.34AA@iname.com> <3362D693. 
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-—-MESSAGE FILE 2113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00816 


—-MESSAGE FILE 2114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000817 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: 5 May 1998 10:04:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6imo7fSjpr26@chuka.playstation.co.uk> 

References: <6iimu5$jpril@chuka.playstation.co.uk> <354DF102.487D@writeme.com> 
NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/354DF102.487D@writeme.com 


Ja 

>- I'm sure I could go on all day. 

>Anybody still use their rubber-keyed little friend for kicks? 
> 


Quite frequently, especially when it fails to load a game :) 


—-MESSAGE FILE 2114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00817 


-—-MESSAGE FILE 2115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000818 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: MIPS instruction are they all supported? 
Date: Tue, 05 May 1998 12:37:15 +0100 

Organization: Intelligent Research 

Lines: 14 

Message-ID: <354EF9EB.E5SE8F906@hinge.mistral.co.uk> 
References: <6iinnnSjprl4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


West wrote: 


> Having got a copy of all the mips instructions I was wondering does the 
> playstation support them all( except fpu ones obviously). I ask because the 
> user guide says the R3000 in the playstation is a customized one. 


They ISA level 0 instruction set is there. The customisation is that there 
are extra functions added..... which aren't available via the Yaroze compilers. 


Craig. 


—-MESSAGE FILE 2115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00818 


—-MESSAGE FILE 2116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000819 
Path: chuka.playstation.co.uk!news 
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74C4@ziplink.net> 

NNTP-Posting-Host: 206.41.6.40 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Jay Brewer wrote: 


Since I'm not a programmer - I am trying to get a couple օք GM files to 
play - sometimes I have no problem but other times the PSX just goes to 
the red screen and doesn't play the file. Are there things in the smf 

format that will hang up the PSX? What are the list of sounds? Can I 
e 
a 


dit my MIDI file beforehand to make it more compatible? Why does it 
lways take out my control changes? 


VV VV V V V 


Hi Jay, 


There shouldn't be a problem with SMF format (as long as you're using 
format 1, of course). More likely, it's a GIGO (Garbage In, Garbage 
Out) problem. Maybe your sequencing software is not writing all the 
proper info that SMF2SEQ needs to work properly. 


The sounds for General MIDI are standardized and I recommend, if your 
interested in this sort of thing and assume that you are, going to a 
bookstore and picking up a good book on MIDI. There are hundreds of 
them and most include a description of the standard GM sound set. The 
only thing is that, instead of MIDI channel 10 being used for drums, 
drums, in the NY GM set, are placed in program number 127. Also, along 
those lines, I recommend picking up a copy of Electronic Musician 
magazine (always a good plan). 


You only have to add the Sony proprietary control changes (i.e. looping, 
etc.) to the sequence. Other than that, no alteration should be 
necessary, if you're referring GM files. 


SMF2SEQ strips out control changes that it can't use. All the control 
changes that it can use should still be in there. If it sounds like 
they're not, then it's probably something else. Elaborate, if you 
could. 


Best of luck, 


Stan Weaver 

Audio Tools Technician 

Sony Computer Entertainment America 

—-MESSAGE FILE 19870 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000017 


——MESSAGE FILE 19871 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000018 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Fri, 02 May 1997 10:25:38 +0000 

Organization: Sony Computer Entertainment America 

Lines: 20 

Message-ID: <3369C121.564A@interactive.sony.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Jay Brewer wrote: 
> 


> Since we will be buying some sound software stuff - what are people 
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> using freeware MIDIGRAPHY and others...what works best with Yaroze? 


Hi Jay, 


So, you want to buy some Mac sequencing software? Well, without knowing 
exactly how much you want to spend, I can recommend three companies in 
particular: Mark of the Unicorn (Performer), Opcode (Vision), and 
Steinberg (Cubase). Check'em out, see which one feels right. They all 
make excellent products, so it comes down to this or that little feature 
that you like. Are you also going to be buying waveform editing 
software so that you can create your own instruments and sound effects? 


Stan Weaver 

Audio Tools Technician 

SCEA 

—-MESSAGE FILE 19871 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000018 


—--MESSAGE FILE 19872 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000019 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: A sane idea... 

Date: 2 May 1997 20:17:48 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <01bc5736$25b4fd00$6491b8cd@mannynaj> 
NNTP-Posting-Host: dgr-il3-04.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I think it would be helpful if the original midi files for GOGO and MUSI 
were made available. We would be able to see exactly how the music is set 
and so forth in the context of our sequencers of choice. 


By the way... are there any programs like Scream Tracker for the creation 
of midi files? 


Manny Najera 
-—-MESSAGE FILE 19872 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000019 


—-MESSAGE FILE 19873 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000020 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Fri, 02 May 1997 16:39:47 +0000 

Organization: HandsOnToys, Inc. 

Lines: 15 

Message-ID: <336A18D3.7DBO@handsontoys.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3369C121.564A@interactive.sony.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I've looked at Vision - that seems right for me. I use Sound Edit 16 II 
and Deck II for some stuff. I would love to have the ability to do mods 
on the playstation... 


So, you want to buy some Mac sequencing software? Well, without knowing 
exactly how much you want to spend, I can recommend three companies in 
particular: Mark of the Unicorn (Performer), Opcode (Vision), and 
Steinberg (Cubase). Check'em out, see which one feels right. They all 


V V V V 
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make excellent products, so it comes down to this or that little feature 
that you like. Are you also going to be buying waveform editing 
software so that you can create your own instruments and sound effects? 


Stan Weaver 

Audio Tools Technician 

SCEA 

—-MESSAGE FILE 19873 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000020 


VV V V V V V 


——MESSAGE FILE 19874 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000021 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: Fri, 02 May 1997 16:40:20 +0000 

Organization: HandsOnToys, Inc. 

Lines: 12 

Message-ID: <336A18F4.4C1F@handsontoys.com> 

References: <01bc5736$25b4£d00$6491b8cd@mannynaj> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


That's a great idea. Let's have them posted... 
Manny Najera wrote: 
I think it would be helpful if the original midi files for GOGO and MUSI 


were made available. We would be able to see exactly how the music is set 
and so forth in the context of our sequencers of choice. 


By the way... are there any programs like Scream Tracker for the creation 
of midi files? 


VVVVVVV VV 


Manny Najera 
—-MESSAGE FILE 19874 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000021 


--MESSAGE FILE 19875 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000022 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: VAB file on the Yaroze boot CD 

Date: Sun, 04 May 1997 05:07:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <336c1909.288216@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


The sound demo I promised is now available for download from the SCEA 
files section. It includes a simple (very simple) midi file and the 
files needed to build a VAB file. 


Mario 
—-MESSAGE FILE 19875 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000022 


—-MESSAGE FILE 19876 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000023 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 
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Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Mon, 05 May 1997 13:51:45 +0000 

Organization: Sony Computer Entertainment America 

Lines: 17 

Message-ID: <336DE5F0.661D@interactive.sony.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3369C121.564A@interactive.sony.com> <336A18D3.7DBO0@han 
dsontoys.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Jay Brewer wrote: 

> 

> I've looked at Vision - that seems right for me. I use Sound Edit 16 II 
> and Deck II for some stuff. I would love to have the ability to do mods 
> on the playstation... 


Hi Jay, 


By "mods" I assume that you're talking about the module format (ala 
Amiga). It's kind of like MIDI, except that you can store the digital 
instruments used for the sequence right along with the sequence info. 
Is that what you're referring to? 


Stan Weaver 

SCEA 

—-MESSAGE FILE 19876 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000023 


—--MESSAGE FILE 19877 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <J.Brewer@handsontoys.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Tue, 06 May 1997 09:37:51 +0000 

Organization: HandsOnToys, Inc. 

Lines: 19 

Message-ID: <336EFBEF.7F29@handsontoys.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3369C121.564A@interactive.sony.com> <336A18D3.7DBO0@han 
dsontoys.com> <336DE5F0.661D@interactive.sony.com> 

Reply-To: J.Brewer@handsontoys.com 

NNTP-Posting-Host: 204.167.99.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Yes. When I was playing the game "Tail of the Sun" or something like 
that (the game with cavemen and stuff) the music sounded very modlike 
and I thought - hey that would be great!!! However mods are very CPU 
intensive (at least on the mac) and this could be a bummer. 


I think just having the ability to trigger better sounding stuff than 
the GM sounds would be great - but I really haven't pushed that out to 
the limit either. 


Can a seq file toggle say a variety of sampled vags and then play them 
in order and on key like in vision? Or is that too high end? 


By "mods" I assume that you're talking about the module format (ala 
Amiga). It's kind of like MIDI, except that you can store the digital 
instruments used for the sequence right along with the sequence info. 
Is that what you're referring to? 


V V V V V V 


Stan Weaver 
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> SCEA 
—-MESSAGE FILE 19877 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000024 


—-MESSAGE FILE 19878 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000025 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Thu, 08 May 1997 11:29:14 +0000 

Organization: Sony Computer Entertainment America 

Lines: 52 

Message-ID: <3371B907.3FDF@interactive.sony.com> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3369C121.564A@interactive.sony.com> <336A18D3.7DBO0@han 
dsontoys.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Jay Brewer wrote: 


Yes. When I was playing the game "Tail of the Sun" or something like 
that (the game with cavemen and stuff) the music sounded very modlike 
and I thought - hey that would be great!!! However mods are very CPU 
intensive (at least on the mac) and this could be a bummer. 


I think just having the ability to trigger better sounding stuff than 
the GM sounds would be great - but I really haven't pushed that out to 
the limit either. 


Can a seq file toggle say a variety of sampled vags and then play them 
in order and on key like in vision? Or is that too high end? 


VVVVVVVVVV VV 


Hi Jay, 


MODs are great for situations were you've got lots of different hardware 
configurations to consider, like on the Internet. However, in this 
situation all the hardware is identical, so you can optimize the sound 
quality, as much as memory and time will allow, by having a proprietary 
format. But, when considered together, the SEQ/VAB combination is like 
a MOD. 


As far as the GM sounds go, they are somewhat limited, but see what you 
can do with them. And, in the future, we'll be working on ways to make 
it easier for you to create your own sounds. You do of course realize 
that you can create your own sounds, right? For more info on that check 
out Mario Perdue;s messages in the ¿VAB file on the Yaroze boot CD¢ 
thread. As of right now, unfortunately, youzgll need to use a PC to 
create the VAB. The Mac tools are not yet available, but they will be 
soon. 


An SEQ is all the information you put into your sequence, converted to a 
form that the PSX understands. It does not contain any information that 
is a product of your sequencer's interface. That's why you have to 
actually place a patch change in the tracks in order to have the proper 
sound play. But, yes, if I understand your question correctly, you can 
change instruments in a track. I'm not sure why you would want to do 
that in most cases, but sure. 


In essence, you're creating the Patches or Programs using one or more 
VAGs, depending on note range etc. (ex.: an 88 key Grand Piano patch is 
probably going to use many VAGs so that it sounds natural), and 
formatting them into Banks (VABs). So, then when the SEQ sends a patch 
change message = 52, the PSX will play Program #52. 


Does this all make sense? 
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Stan Weaver 

SCEA 

—-MESSAGE FILE 19878 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000025 


—--MESSAGE FILE 19879 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000026 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: Thu, 08 May 1997 11:53:45 +0000 

Organization: Sony Computer Entertainment America 

Lines: 24 

Message-ID: <3371BEC5.4C73@interactive.sony.com> 

References: <01bc5736$25b4£d00$6491b8cd@mannynaj> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Manny Najera wrote: 
I think it would be helpful if the original midi files for GOGO and MUSI 


were made available. We would be able to see exactly how the music is set 
and so forth in the context of our sequencers of choice. 


By the way... are there any programs like Scream Tracker for the creation 
of midi files? 


VV V V V V V 


Hi Manny, 

Those MIDI files will be hard to come by. However, I will upload all 
the pertinent files for the audio portion of the SCEA Demo Games 
(released and pending). Hopefully, that will allow you to see what's 


what. Look for them on the Files page in the Demos/SCEA section. 


I don't think I understand your question regarding Scream Tracker. Are 
you asking about MIDI sequencers? 


Stan Weaver 

Audio Tools Technician 

SCEA 

—-MESSAGE FILE 19879 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000026 


——MESSAGE FILE 19880 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000027 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajeraQix.netcom.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: 10 May 1997 03:05:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <01bc5cefS34e9adc0S2d91b8cd@mannynaj> 

References: <01bc5736S25b4fd00S6491b8cd@mannynaj> <3371BEC5.4C73@interactive.sony.co 
m> 

NNTP-Posting-Host: dgr-il1l-13.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I don't think I understand your question regarding Scream Tracker. Are 
> you asking about MIDI sequencers? 


Yes, I mean MIDI sequencers. Are you familar with Scream Tracker, Impulse 
Tracker, or any likewise programs? 
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Manny Najera 
—-MESSAGE FILE 19880 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000027 


—-MESSAGE FILE 19881 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000028 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: dp310@earthlink.net (Brian Gilman) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: Sat, 10 May 1997 02:00:46 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <MPG.dddd918d4947eb6989680@news.scea.sony.com> 

References: <01bc5736S$25b4fd00S6491b8cd@mannynaj> <3371BEC5.4C73@interactive.sony.co 
m> <Olbc5Scef$34e9adc0$2d91b8cd@mannynaj> 

NNTP-Posting-Host: pool051-max4.la-ca-us.dialup.earthlink.net 

X-Newsreader: Anawave Gravity v1.10 


Hmmm... why not code PSX support for .MOD files? ;) 
No idea how much of a strain it would put on the PSX to play them, 
so it might not be feasible for fast-action type games.. 


In article <0lbc5cef$34e9adc0$2d91b8cd@mannynaj>, mnajera@ix.netcom.com 
says... 

> > I don't think I understand your question regarding Scream Tracker. Are 
> you asking about MIDI sequencers? 


Yes, I mean MIDI sequencers. Are you familar with Scream Tracker, Impulse 
Tracker, or any likewise programs? 


Manny Najera 


VVVVVVV 


—-MESSAGE FILE 19881 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000028 


--MESSAGE FILE 19882 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000029 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Bob Tomasevich <bobt@ais.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: Sat, 10 May 1997 18:39:16 -0500 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33750724.C29@ais.net> 

References: <01bc5736S25b4fd00S6491b8cd@mannynaj> <3371BEC5.4C73@interactive.sony.co 
m> <Olbc5cef$34e9adc0$2d91b8cd@mannynaj> 

Reply-To: bobt@ais.net 

NNTP-Posting-Host: dyn-tc01-168.chi.ais.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: Manny Najera <mnajera@ix.netcom.com> 


Manny Najera wrote: 


> I don't think I understand your question regarding Scream Tracker. Are 
> you asking about MIDI sequencers? 


Yes, I mean MIDI sequencers. Are you familar with Scream Tracker, Impulse 
Tracker, or any likewise programs? 


VVVVVVVV 


Manny Najera 


If you're willing to spend some time checking out MIDI sequencers, 
there are a bunch at this web site: 


http://www. student.wau.nl/~olivier/midi/index.htm 
—-MESSAGE FILE 19882 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
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0000029 


——MESSAGE FILE 19883 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000030 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: Sun, 11 May 1997 03:44:03 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33754032.400371@205.149.189.29> 

References: <01bc5736$25b4£d00$6491b8cd@mannynaj> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 2 May 1997 20:17:48 GMT, "Manny Najera" <mnajera@ix.netcom.com> 
wrote: 


>I think it would be helpful if the original midi files for GOGO and MUSI 
>were made available. We would be able to see exactly how the music is set 
>and so forth in the context of our sequencers of choice. 


> 

>By the way... are there any programs like Scream Tracker for the creation 
>of midi files? 

> 

Manny, 


I use WinJammer Pro. It's shareware, and availabe on the net. Any 
search engine should be able to fine it. 


Mario 
—-MESSAGE FILE 19883 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000030 


—--MESSAGE FILE 19884 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jay Brewer <jbrewer@ziplink.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Sun, 11 May 1997 10:41:21 -0400 

Organization: Peerless Creations 

Lines: 20 

Message-ID: <3375DA8F.5209@ziplink.net> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3369C121.564A@interactive.sony.com> <336A18D3.7DBO0@han 
dsontoys.com> <3371B907.3FDF@interactive.sony.com> 

Reply-To: jbrewer@ziplink.net 

NNTP-Posting-Host: bos-ip-2-47.ziplink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


MODs are great for situations were you've got lots of different hardware 
configurations to consider, like on the Internet. However, in this 
situation all the hardware is identical, so you can optimize the sound 
quality, as much as memory and time will allow, by having a proprietary 
format. But, when considered together, the SEQ/VAB combination is like 
a MOD. 
So I could have a sound sampled in (a vag file) and then use the 
sequence file to trigger it? 


VVVVV 


v 


In essence, you're creating the Patches or Programs using one or more 
VAGs, depending on note range etc. (ex.: an 88 key Grand Piano patch is 
probably going to use many VAGs so that it sounds natural), and 
formatting them into Banks (VABs). So, then when the SEQ sends a patch 
change message = 52, the PSX will play Program #52. 


VVVVV 


Sure does. I have the entire midi thing well under control now. I just 
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am a little fuzzy on seq/vab thing and how it relates together. I read 
the docs and will be doing Mario's tutorial this weekend. 


THanks for all of your help. 
—-MESSAGE FILE 19884 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000031 


—-MESSAGE FILE 19885 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000032 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MIDI Sequencer Advice (MAC) 

Date: Sun, 11 May 1997 15:31:44 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <3375e623.261808@205.149.189.29> 

References: <3361C16F.6822@charlie.cns.iit.edu> <3363670d.2046667@205.149.189.29> ՀՅ 
3647A68.EBB@handsontoys.com> <3369C121.564A@interactive.sony.com> <336A18D3.7DBO0@han 
dsontoys.com> <3371B907.3FDF@interactive.sony.com> <3375DA8F.5209@ziplink.net> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Sun, 11 May 1997 10:41:21 -0400, Jay Brewer <jbrewer@ziplink.net> 
wrote: 


>Sure does. I have the entire midi thing well under control now. I just 
>am a little fuzzy on seq/vab thing and how it relates together. I read 
>the docs and will be doing Mario's tutorial this weekend. 


It's really more of an example than a tutorial. 


Mario 
—-MESSAGE FILE 19885 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000032 


--MESSAGE FILE 19886 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000033 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: A sane idea... 

Date: Tue, 13 May 1997 18:16:53 +0000 

Organization: Sony Computer Entertainment America 

Lines: 30 

Message-ID: <3378B013.5B2@interactive.sony.com> 

References: <0O1bc5736S25b4fd00S6491b8cd@mannynaj> <3371BEC5.4C73@interactive.sony.co 
m> <Olbc5Scef$34e9adc0$2d91b8cd@mannynaj> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Manny Najera wrote: 


> Yes, I mean MIDI sequencers. Are you familar with Scream Tracker, Impulse 
> Tracker, or any likewise programs? 


Hi Manny, 


I haven't really used Scream Tracker, but I am very familiar with many 
different MIDI sequencers. However, most of them cost money. If you 
want to check out a nice shareware sequencer, I'd probably do as Mario 
Purdue suggests and get a copy of WinJammer Pro. It seems like the most 
professional of the free apps. In the retail world, there are many 
excellent options, including: Cakewalk, Master Tracks, SeqMax, Vision, 
Musicator, Logic, Cubase, and FreeStyle. If yougre interested in making 
a purchase, go to a music store and get the person behind the counter to 
let you demo all the different sequencers they have so you can get a 
feel for them. Remember, in a given price range, theyzgre all pretty 
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much the same. What it comes down to is getting the features you need 
to do the job, with an interface that you like and feels good to you to 
use. 


I hope that answers your question. 


All the best, 


Stan Weaver 

SCEA 

—-MESSAGE FILE 19886 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000033 


—-MESSAGE FILE 19887 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000034 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Audio Files 

Date: Wed, 28 May 1997 10:34:38 +0000 

Organization: Sony Computer Entertainment America 

Lines: 13 

Message-ID: <338C0OA3C.81C@interactive.sony.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Hi everyone, 


Just in case you haven't noticed, the audio files for all of the SCEA 
Demo games have been uploaded to the Files/Demos/SCEA page, as 

promised. Download them at your leisure and please feel free to ask any 
questions you may have. 


All the best, 


Stan Weaver 

Audio Tools Technician 

SCEA 

—-MESSAGE FILE 19887 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000034 


——MESSAGE FILE 19888 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000035 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: mkvab 

Date: 30 May 1997 10:13:52 GMT 

Organization: SCEA Net Yaroze News 

Lines: 11 

Message-ID: <5mm990S$S7d08@scea> 

NNTP-Posting-Host: vanc0O1lm02-63.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:35 scee.yaroze.programmi 
ng.sound:13 


O.k I got my vag's now I have to convert them to vab's. 
How in the world does mkvab work!...can someone give me a usage 


example..argh!!! these manuals are so damn useless sometimes!! 
Horrible Japanese to English conversion............ 
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From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best Sepccy games . 

Date: Tue, 5 May 1998 19:38:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 
Message-ID: <6inmc8Sjpr29@chuka.playstation.co.uk> 

References: <6iimu5S$jprll@chuka.playstation.co.uk> <354DF102.487D@writeme. com> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


James Rutherford wrote in message <354DF102.487D@writeme.com>... 

>Where to start... 

> 

>Starquake, Lunar Jetman, JetPac, the Monty games, Paradroid, JSW, Jack 
>the Nipper, Bounder, Renegade, KnightLore, Alien8, mmm... 

> 

>- I'm sure I could go on all day. 

>Anybody still use their rubber-keyed little friend for kicks? 

> 

>James (~mrfrosty). 


I still have both my Speccys :) Though at the mo they just sit in a box in 
my cupboard gathering dust. I never seem to have the time to dig them out 
and set them up then sit for many minutes adjusting the volume controls on 
the cassette player to be able to load a game then sit around waiting for 
the game to load!!!! Shame really as once the games were going they were 
very addictive :) 


JohnT 


1344 


—-MESSAGE FILE 2116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00819 


—-MESSAGE FILE 2117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000820 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.sound, scee.yaroze.freetalk.english 
Subject: Re: DMS player / S2S utility: If you can't access SCEA 
Date: Tue, 05 May 1998 12:09:56 -0700 

Organization: Cisco Systems 

Lines: 64 

Message-ID: <354F6404.5089BCFA@netmagic.net> 

References: <354E2E6A.1DFE2BA3@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-—e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:129 scee.yaroze.freetalk 


-english: 820 
Hi, 


I've received a few e-mails asking if there is a way I can send over 
the archive because some members of SCEE don't have SCEA access. 
There is even a better way around this because I didn't store the 

ZIP archive on SCEA but rather on a section of my publicly-accessible 
Yaroze site. Please go to: 


http://www.netmagic.net/~tenchi/yaroze/download/dmstest.zip 


Remember: if you don't have an NTSC TV, you're going to have to 
modify at least 1 line in dmsplay.c, function main(), the call to 
DMSInit(): change DMS_NTSC to DMS_PAL. Then recompile (w/ the 
makefile). You'll probably also need to mess with the video settings 
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Latah’. ses 
George Bain 


—-MESSAGE FILE 19888 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000035 


—-MESSAGE FILE 19889 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000036 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: mkvab 

Date: Fri, 30 May 1997 05:16:46 +0200 

Organization: Reptile Design 

Lines: 16 

Message-ID: <338E469E.6FAA@reptile.no> 

References: <5mm990$7d08@scea> 

Reply-To: lars.barstad@reptile.no 

NNTP-Posting-Host: grimstad2-7.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:36 scee.yaroze.programmi 
ng.sound:14 


George Bain wrote: 

O.k I got my vag's now I have to convert them to vab's. 

How in the world does mkvab work!...can someone give me a usage 
example..argh!!! these manuals are so damn useless sometimes!! 


Horrible Japanese to English conversion............ 


Latah.... 


VVVVVVVV VV 


George Bain 


Check out the snddemo.zip (or whatever) on the SCEA site. It contains 
the examples you need 


Lars 
—-MESSAGE FILE 19889 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000036 


——MESSAGE FILE 19890 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000037 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: mkvab 

Date: Sat, 31 May 1997 03:10:17 GMT 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: ՀՅՅՑՔ9577.6805920205.149.189.29» 

References: <5mm990$7d08@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:37 scee.yaroze.programmi 
ng.sound:15 


On 30 May 1997 10:13:52 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 


>O.k I got my vag's now I have to convert them to vab's. 

> 

>How in the world does mkvab work!...can someone give me a usage 
>example..argh!!! 
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If you download my sound example from the SCEA demos area you'll find 
a DOS batch file called BUILDIT.BAT. There's an example of MKVAB.EXE 
in that file. 


> these manuals are so damn useless sometimes!! 
>Horrible Japanese to English conversion............ 


No, I've seen horrible documentation for a Console System before. This 
stuff is really pretty good. Especially the the new stuff posted in 
the Documentation area. 


Mario 


—-MESSAGE FILE 19890 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000037 


——MESSAGE FILE 19891 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000038 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: mkvab 

Date: 30 May 1997 19:32:19 GMT 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <5mna03$7d09@scea> 

References: <5mm990S7d08@scea> <338f9577.680592@205.149.189.29> 
NNTP-Posting-Host: vanc01lm03-101.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <338£9577.680592@205.149.189.29>, mperdue@iquest.net says... 
> 

>On 30 May 1997 10:13:52 GMT, George_Bain@bc.sympatico.ca (George Bain) 
>wrote: 


> 

>>O.k I got my vag's now I have to convert them to vab's. 

>> 

>>How in the world does mkvab work!...can someone give me a usage 
>>example..argh!!! 

> 


>If you download my sound example from the SCEA demos area you'll find 
>a DOS batch file called BUILDIT.BAT. There's an example of MKVAB.EXE 
>in that file. 


Thanx.... 


> 

>> these manuals are so damn useless sometimes!! 

>>Horrible Japanese to English conversion............ 

> 

>No, I've seen horrible documentation for a Console System before. This 
>stuff is really pretty good. Especially the the new stuff posted in 
>the Documentation area. 

> 


—-MESSAGE FILE 19891 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000038 


——MESSAGE FILE 19892 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000039 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: mkvab 

Date: 30 May 1997 19:52:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 13 

Message-ID: <5mnb5d$7d010@scea> 

References: <5mm990S7d08@scea> <338f9577.680592@205.149.189.29> 
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NNTP-Posting-Host: vanc01m03-119.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <338£9577.680592@205.149.189.29>, mperdue@iquest.net says... 
>If you download my sound example from the SCEA demos area you'll find 


>a DOS batch file called BUILDIT.BAT. There's an example of MKVAB.EXE 
>in that file. 


What about the definition files..do they just appear out of nowhere? 
Do they have to be hard coded?? I rest my case about the manuals....... 


Hata: secs. 
George Bain 


—-MESSAGE FILE 19892 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000039 


—-MESSAGE FILE 19893 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000040 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: mkvab 

Date: Sat, 31 May 1997 08:12:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <338fdbe7.18715999@205.149.189.29> 

References: <5mm990$7d08@scea> <338f£9577.680592@205.149.189.29> <5mnb5d$7d010@scea> 
NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 30 May 1997 19:52:13 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 


>What about the definition files..do they just appear out of nowhere? 
>Do they have to be hard coded?? I rest my case about the manuals....... 


Yes, you must create the .DEF files. There is an example of one 
included with my sound sample. You're right about the file format not 
being in the manuals (at least not in the ones I have) but each of the 
entries in the DEF file is defined in the Sound Tools section of the 
User Guide. 


BTW, I never said the manuals were perfect. I just said they're pretty 
good compared to others I've seen. 


Mario 
—-MESSAGE FILE 19893 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000040 


—--MESSAGE FILE 19894 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Sound FX 

Date: 31 May 1997 06:58:11 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <5mo0i63$7d011@scea> 

NNTP-Posting-Host: vanc01m01-37.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


I was wondering if anyone has any clue how to play sound fx's? 
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I downloaded the Ricochet demo to see how the sound worked in there 

but I get a SsVabTranser failed(-1)..I guess it's not very usefull...argh! 
Anyhow I have my sfx.vab which I split into sfx.vh and sfx.vh now how 

do I access and play my sfx that I converted from pcm? I know 

you have to use SsUtKeyOn() but I can't get it to work right. 

Also I have a seq file playing but I want to change the seq when 

action occurs. How can I load up 3 SEQ files and play each one when 

I choose to do so? Can I or do I use the same VAB? By the way what does VAB 
have to do with opening up a SEQ file? I would like to get some SFX in my 
game and any help would be great...thanx. 


George Bain 


—-MESSAGE FILE 19894 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000041 


——MESSAGE FILE 19895 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000042 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound FX 

Date: Sun, 01 Jun 1997 03:41:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 36 

Message-ID: <3390ed1d.353237@205.149.189.29> 

References: <5mo0i63$7d011@scea> 

NNTP-Posting-Host: filter-hrtcl.nortel.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 31 May 1997 06:58:11 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 


> 

>I was wondering if anyone has any clue how to play sound fx's? 

>I downloaded the Ricochet demo to see how the sound worked in there 

>but I get a SsVabTranser failed(-1)..I guess it's not very usefull...argh! 
>Anyhow I have my sfx.vab which I split into sfx.vh and sfx.vh now how 

>do I access and play my sfx that I converted from pcm? I know 

>you have to use SsUtKeyOn() but I can't get it to work right. 


If you've loaded the .VH and .VB correctly, it should just be a matter 
of using SsUtKeyOn() to play Sound FX. If it's not working, you've 
done something wrong. Unfortunately, there's not enough information 
here to tell what that might be. 


>Also I have a seq file playing but I want to change the seq when 
>action occurs. How can I load up 3 SEQ files and play each one when 
>I choose to do so? 

I'm not sure. I'd say yes you can load multiple SEQ's, but I havn't 
actually done it so I don't know the specifics of how. I'll see what I 
can find out. 

>Can I or do I use the same VAB? 


Yes you can, No you don't have to. 


>By the way what does VAB have to do with opening up a SEQ file? 


The system needs to know which VAB data to use when playing the SEQ 
file. 
Mario 


—-MESSAGE FILE 19895 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000042 
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——MESSAGE FILE 19896 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000043 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: STDO Sound Map 

Date: Wed, 18 Jun 1997 01:18:53 -0500 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <33A77DCD.55E8@bmc.com> 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


While perusing the Japanese web site I came across a nice listing of the 
sounds in STDO.vb and STDO.vh files, which are included on the Yaroze 
Boot CD. 


I couldn't find this listed anywhere else so I grabbed it and removed 
the japanese text. You can find it from: 


http://www.scea.sony.com/net/yaroze/pages/kholbrook.html 


Kevin Holbrook 
—-MESSAGE FILE 19896 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000043 


——MESSAGE FILE 19897 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000044 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: <long>STDO Sound Map 

Date: Wed, 18 Jun 1997 12:29:23 +0000 

Organization: Sony Computer Entertainment America 

Lines: 203 

Message-ID: <33A7D4A1.134E@interactive.sony.com> 

References: <33A77DCD.55E8@bmc.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Hi folks, 

Kevin Holbrook wrote: 

While perusing the Japanese web site I came across a nice listing of the 
sounds in STDO.vb and STDO.vh files, which are included on the Yaroze 


Boot CD. 


I couldn't find this listed anywhere else so I grabbed it and removed 
the japanese text. You can find it from: 


http://www.scea.sony.com/net/yaroze/pages/kholbrook.html 


VVVVVVVVV VV 


Kevin Holbrook 


In addition to Kevin's very useful acquisition (good job, Kevin), I 
would like to add my own list, which also shows how the sounds will or 
will not relate to standard General MIDI patches. I hope you will find 
them both to your benefit. 


Stan Weaver 
SCEA 


The VAB layout follows the General MIDI protocol. 


Net 


ONOI D OO N F O 
| 


Yaroze newsgroups message dump.txt 


AcGrandPno 


BrtAcPiano (~0) 


Elec Grand (~ 
Honky-Tonk (~ 
E.Piano 1 
E.Piano 2 (=4) 
Harpsichrd 
Clavinet (=6) 


Celesta 

Glockenspl 
Music Box (=8) 
Vibraphone 
Marimba 
Xylophone 
TubularBel (=9) 
Dulcimer 


DrawbarOrg 
Perc Organ 
Rock Organ (=17) 
Church Org (~16) 
Reed Organ 
Accordian (=20) 
Harmonica (=20) 
TangoAccrd (=20) 


Nylon Gtr 
SteelStrGtr 
JazzGuitar 
Clean Gtr 

Mute Gtr 
OvrdriveGt 
Distortion (=29) 
GtHarmonic 


AcoustBass 
FingerBass 
Pick Bass (=33) 
FretlessBs (~33) 
SlapBass 1 
SlapBass 2 (=36) 
SynthBass1l 
Synthbass2 (=38) 


Violin 

Viola 

Cello 
ContraBass (=42) 
TremStrngs (=48) 
Pizzicato 

Harp 

Timpani 


String Ens 

Slow Str (=48) 
SynStringl 
SynString2 (=50) 
Choir Ahhs 
Voice Oohs (=52) 
SynthVoice (~52) 
OrcstraHit 


Trumpet 
Trombone 

Tuba 

MtdTrumpet 
FrenchHorn 
Brass Sect 
SynBrass 1 
SynBrass 2 (=62) 
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ԲԲ բ բ բռ 
Ի Բ Ի | 
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- Sopranosax 
- Alto Sax 

- Tenor Sax 
- BaritonSax 
- Oboe 

- EnglshHorn 
- Bassoon 

- Clarinet 


- Piccolo 
- Flute 
- Recorder 

- Pan Flute (=73) 


— BottleBlow (=73) 


— Shakuhachi 
— Whistle (=74) 
— Ocarina (=74) 


- SquareLead (=62) 
— Saw Lead (=62) 

- Calliope (=73) 

— Chiff Lead (=73) 
- Charang (=62) 

- Voice Lead (=54) 
- 5ths Lead (~62) 
- BasséLead (=62) 


=88 
- Polysynth (=8 


8 

( 
- BowedGlass ( 
- Metallic (=8 
8 

( 


- Halo Pad (= 
- Echo Sweep 


— Ice Rain (=8 
- Soundtrack ( 
- Crystaline ( 
- Atmosphere ( 
- Briteness ( 
- Goblins (=8 
- Echoes (=88 
— Sci-Fi (=88 


- Sitar 

- Banjo (=106) 
— Shamisen 

- Koto 

- Kalimba 

- Bagpipe 

- Fiddle (=42) 
- Shanai 


— <TinkleBell> 
- <Agogo> 

- <SteelDrums> 
- <Woodblock> 
- <Taiko Drum> 
- <MelodicTom> 
- <SynthDrum> 
- <RevCymbal> 


Fret Noise> 
BreathNois> 
Seashore> 

Bird Tweet> 
Telephone> 
Helicopter> 
- <Applause> 


< 
< 
< 
< 
< 
< 


- <Gun Shot> (see below) 
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Drums (127) 


_ Kick 

- Side Stick 

= Snare Low 

_ Hand Claps 

5 Snare Hi (-3) 
Tom 1 

_ Close Hi-Hat 
= Tom 2 (~6) 

- Pedal Hi-Hat (~7) 
s= Tom 3 (~6) 

10 - Open Hi-Hat (~7) 
11 - Tom 4 (~6) 

12 - Crash Cymbal 

13 - Tom 5(-6) 

14 - Ride Cymbal 

15 - Ride Bell 


NO O —] OO 1 E QO N F O 
| 


Key to the symbols used in this list: 


1) "name (=#)" — program is identical to the number program indicated by 
ոո, 


2) "name (~#)" - program uses the same VAG as the number program 
indicated by "#", but has certain alterations to the voice(s). 


3) "<name>" — no program exists for this General MIDI patch. 
—-MESSAGE FILE 19897 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000044 


—-MESSAGE FILE 19898 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000045 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: <long>STDO Sound Map 

Date: Thu, 19 Jun 1997 19:12:20 -0500 

Organization: (no organization) 

Lines: 34 

Message-ID: <33A9CAE4.5050@charlie.cns.iit.edu> 

References: <33A77DCD.55E8@bmc.com> <33A7D4A1.134E@interactive.sony.com> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Stan Weaver wrote: 

> In addition to Kevin's very useful acquisition (good job, Kevin), I 

> would like to add my own list, which also shows how the sounds will or 
> will not relate to standard General MIDI patches. 1 hope you will find 
> them both to your benefit. 


A relativly early post of mine complained that the VAB mapping is not 
close enough to the GMIDI spec. And by the long listing, we can see 
that there is infact alot of duplication etc, which probably adds 

to the disparity. (ei, GMIDI glockenspiel is supposed to sound 
different than GMIDI TubularBell). Again, I'd have to ask that if 
Sony presses another Yaroze boot CD, can a VAB file be included that 
very closely (even moreso than STDO) matchs the GMIDI spec? It 

would be nice. 


But also, I seem to remember reading that the drum tracks are somehow 
mapped differently, and that you need to change the drum tracks from 
the GMIDI spec channel 10 (or whatever) to a different channel. 


What I'm wondering is: Does anyone have a general, easy-to-use, 
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command line PC program to convert a General MIDI file off the 'Net' 
into a format that will actually sound good on the Yaroze? 


From my standpoint, I'd really not want to buy a full blown MIDI 
editor just to manually re-map drum tracks/notes. (Don't get me 
wrong: I play keyboards, and really like playing around with MIDI- 
It's just that right now I'm trying to concentrate on programming, 
and every evening I need to spend messing around with MIDI and 
sequences is an evening I don't spend learning 3D programming!) 


So, If there is a tool like this, where is it! :-) If not, do 
one of you "tools" gurus want to create one? :-) 


EdF 
--MESSAGE FILE 19898 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000045 


——MESSAGE FILE 19899 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000046 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: mkvab 

Date: Fri, 27 Jun 1997 10:17:02 GMT 

Organization: SN Systems 

Lines: 14 

Message-ID: <5p03p5$fv52@chuka.playstation.co.uk> 

References: <5mm990$7d08@scea> <338f£9577.680592@205.149.189.29> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.0.82 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:46 scee.yaroze.programmi 
ng.sound:17 


On 30 May 1997 10:13:52 GMT, George_Bain@bc.sympatico.ca (George Bain) 
wrote: 

> these manuals are so damn useless sometimes!! 

>Horrible Japanese to English conversion............ 


Considering what the professional developers posting on the parallel 
newsgroup think of the full library reference, George, I'd say you're 
luckier than you know ;=) 


Gil Jaysmith 
SN Systems Software Ltd, makers օք Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 19899 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000046 


——MESSAGE FILE 19900 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000047 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 
Newsgroups: scea.yaroze.programming.sound 

Subject: Sound Buffer 

Date: 1 Jul 1997 18:08:09 GMT 

Organization: First DataBank 

Lines: 8 

Message-ID: <01bc864a$a0432c70$5271df£26@disintegration> 
NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


How do I copy the SPU's sound buffer to main memory for further analysis? 
Thanks, 


Benjamen Siroshton 
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-—-MESSAGE FILE 19900 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000047 


—-MESSAGE FILE 19901 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: Tue, 01 Jul 1997 18:57:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33b94e6a.11589236@205.149.189.29> 

References: <0Olbc864aSa0432c70S5271df26@disintegration> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Benjamen, 


I'm not really sure that there is a way to do that with the Yaroze 
libraries. What kind of analysis are you wanting to do? 


Mario 


On 1 Jul 1997 18:08:09 GMT, "Benjamen Siroshton" 
<benjamen_siroshton@firstdatabank.com> wrote: 


> 

>How do I copy the SPU's sound buffer to main memory for further analysis? 
> 

>Thanks, 

> 

>Benjamen Siroshton 

> 

> 


--MESSAGE FILE 19901 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000048 


—-MESSAGE FILE 19902 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000049 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: 1 Jul 1997 22:10:23 GMT 

Organization: First DataBank 

Lines: 22 

Message-ID: <01bc866c$776a81f£0$5271df£26@disintegration> 

References: <Olbc864aSa0432c70S5271df26@disintegration> <33b94e6a.11589236@205.149.1 
89.29> 

NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I basically want to analyize the frequencies and at certian ranges trigger 
events. 
I dont think there is a way to do it with the Yaroze libraries themselves, 
but if I had the address's to that buffer I could grab it using asm. I 
can't seem to find very detailed information about port addresses or 
anything usefull for the Yaroze outside of their high-level api. 


Mario Perdue <mperdue@iquest.net> wrote in article 
<33b94e6a.11589236@205.149.189.29>... 
> Benjamen, 


I'm not really sure that there is a way to do that with the Yaroze 
libraries. What kind of analysis are you wanting to do? 


V V V V 
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in the Init() function, too. 
Have fun mutilating your MODs. +E. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Elliott Lee wrote: 
Heya, 


I've nearing the completion of a project started nearly a month ago, and 
I've got a usable demo available for download which includes a sample 
S3M file. 


DMS is a rather buggy implementation of a S3M player for the Yaroze, but 
it works! You create an S3M-compatible file, convert it to DMS format, 
load it to the Yaroze, and include some small libraries in your 
executable. If you write your S3M file correctly, you should be able to 
get all 16-channels to play back and still have room for sound effects. 


You can theoretically have more than 1 DMS file playing back at the same 
time, too. 


The DMS player is written for NTSC, but the DMS libraries can be 
configured for either NTSC or PAL. (For lack of a high-resolution timer, 
I'm using the vsync counts.) The code for the player is also included 
in the archive so you can make the necessary adjustments for PAL. 
(Remember to check the DMSInit() call in the main() function!) 


If you're interested in checking this out, go to: 
http://www.netmagic.net/~tenchi/yaroze/ 
and click on the Download link. There is a ZIP archive with: 


- a README.TXT which you should read :Ք 

- DMSPlay (NTSC) 

- S2S (DOS utility) 

- TEST1.DMS (a sample song with its accompanying .S3M file) 
- full source code to DMSPlay, DMS, S2S, and other stuff 


NOTE: If you don't have direct SCEA access, you can grab the archive 
directly from: 


http://www.netmagic.net/~tenchi/yaroze/download/dmstest.zip 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00820 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 


—-MESSAGE FILE 2118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000821 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Dual shock availeble 

Date: Tue, 5 May 1998 23:19:55 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <1d8ktul.ykxhlrvg6w8wN@al-88-111.al1.nl1> 
NNTP-Posting-Host: al-88-11l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


In a magazine was an advert about the Dualshock. There was no price with 
it. It's not availeble yet in the Netherlands, so I would like to know 
the price in the UK. 
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Mario 


> 
> 
> On 1 Jul 1997 18:08:09 GMT, "Benjamen Siroshton" 
> <benjamen_siroshton@firstdatabank.com> wrote: 

> 


-—-MESSAGE FILE 19902 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000049 


——MESSAGE FILE 19903 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000050 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: Wed, 02 Jul 1997 00:40:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 20 

Message-ID: ՀՅՅԵ98100.3273351360205.149.189.29» 

References: <01bc864aSa0432c70S5271df26@disintegration> <33b94e6a.11589236@205.149.1 
89.29» <01lbc866c$776a81£0S5271df26@disintegration> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Benjamen, 
The Yaroze system was designed around the "high-level api." 


Documentation on low level access is not provided because libraries 
for low level access are not included with the Yaroze system. 


Mario 


On 1 Jul 1997 22:10:23 GMT, "Benjamen Siroshton" 
<benjamen_siroshton@firstdatabank.com> wrote: 


> 

> I basically want to analyize the frequencies and at certian ranges trigger 
>events. 

>I dont think there is a way to do it with the Yaroze libraries themselves, 

>but if I had the address's to that buffer I could grab it using asm. I 

>can't seem to find very detailed information about port addresses or 

>anything usefull for the Yaroze outside of their high-level api. 

> 


--MESSAGE FILE 19903 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000050 


——MESSAGE FILE 19904 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000051 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Need Sound Advice 

Date: Tue, 01 Jul 1997 22:53:50 -0500 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <33B9DO0CE.52A@dfwmm.net> 

NNTP-Posting-Host: 40-00-dal.dfwmm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

CC: krampitz@dfwmm.net 


Hello, I have a series of questions that are elementary perhaps to most, 
but I am trying to understand how the playstation handles sound data. 


So, if anyone could give me a hand, I would appreciate it. 


Lets say I have a .wav file which is a sound effect. 
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Lets also say I convert it into a vag and then create a vab. 


1. Please Define program in relation to this vab 

2. Please define tone in relation to this vab 

3. When using SsUtKeyOn with this sound effect, does the pitch attribute 
alter the pitch of the wave (vag in VAB) file? 

4. Is there a 'template' that can be used with minor modifications for 
the definition file required by mkvab? 


Also, I created a .mid file using cakewalk and used smf2seq to create 
the .seq file. When I used sndplay, the instruments came out wrong on 
the playstation. 


1. How does one map the instruments to a seq file through the use of 
vabs? 
2. How do I get the instruments to be 'translated' correctly? 


THANKS much for any and all help. I appreciate your time and am eager 
to get this thing going. 


Please reply here or to krampitz@dfwmm.net 


Dave 
—-MESSAGE FILE 19904 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000051 


—-MESSAGE FILE 19905 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: SsVabTransfer() and sound memory 

Date: Wed, 02 Jul 1997 02:44:54 -0500 

Organization: The Implementor 

Lines: 12 

Message-ID: <33BA06F6.7B6E@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx18-08.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


The SsVabTransfer() function description states that it 
",..transmits the sound source data (VB data)... to the SPU 
sound buffer." I thought that this implied that the data 


would be transferred into the private memory used by the SPU, 
but I found that if I later reuse the memory that contained 
the sound data, the sounds will not play properly (actually, 
they don't play at all). 
Does this function not actually copy the data? Or perhaps 

it returns before the copy is actually completed? I can 

get my code to work well enough, but I'd like to be able to 

free up the memory if it isn't needed for the lifetime of 

the program. 

—-MESSAGE FILE 19905 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000052 


—-MESSAGE FILE 19906 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000053 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: Wed, 02 Jul 1997 11:32:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <33BA2E38.61BEA4C8@micronetics.com> 
References: <0O1lbc864aSa0432c70S5271df26@disintegration> 
NNTP-Posting-Host: jim.micronetics.com 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Benjamen Siroshton wrote: 

> 

> How do I copy the SPU's sound buffer to main memory for further analysis? 
> 


I don't think you can. The Spu has its own 1/2meg buffer which 

is loaded from main memory via dma. Once its there its there, and no 
getting it back. You could have a bit of a play with the SPU hardware 
registers that are located somewhere in the 0x1f£81000-0x1f£85000 region I 
believe. Where exactly I'm not sure. 


If you want to trigger events on certain notes I guess you could try and 
spy on the audio lib functions and see when a note is keyed on. 


Is this to sync visual effects with audio? 


Jim 
-—-MESSAGE FILE 19906 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000053 


—-MESSAGE FILE 19907 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000054 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: Wed, 02 Jul 1997 11:34:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33BA2EFA8.161F66FC@micronetics.com> 

References: <01bc864aSa0432c70S5271df26@disintegration> <33b94e6a.11589236@205.149.1 
89.29» <01lbc866c$776a81F0S5271df26@disintegration> <33b9a100.32733513@205.149.189.29 
> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Mario Perdue wrote: 
> 


Benjamen, 


The Yaroze system was designed around the "high-level api." 
Documentation on low level access is not provided because libraries 
for low level access are not included with the Yaroze system. 


VVVVVVV 


Mario 


Are you supposed to use libraries/apis for low level access? 
Contradiction in terms? :-) 


Jim 
—-MESSAGE FILE 19907 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000054 


—-MESSAGE FILE 19908 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000055 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: SsVabTransfer() and sound memory 

Date: Wed, 02 Jul 1997 11:37:44 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <33BA2F78.35A8454D@micronetics.com> 
References: <33BA06F6.7B6E@ix.netcom.com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Spellweaver wrote: 


The SsVabTransfer() function description states that it 
",..transmits the sound source data (VB data)... to the SPU 
sound buffer." I thought that this implied that the data 


would be transferred into the private memory used by the SPU, 
but I found that if I later reuse the memory that contained 
the sound data, the sounds will not play properly (actually, 
they don't play at all). 


VVVVVVVV 


Thats certainly how I understood it. Be sure your not stamping over the 
-vh area though. I would expect that to break it as it contains all the 
attributes for the samples in sound ram. 


Regards 


JiM 
—-MESSAGE FILE 19908 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000055 


—-MESSAGE FILE 19909 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000056 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Need Sound Advice 

Date: Wed, 02 Jul 1997 15:16:50 GMT 

Organization: SCEA Net Yaroze News 

Lines: 51 

Message-ID: <33ba6c98.1975891@205.149.189.29> 

References: <33B9DOCE.52A@dfwmm.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 01 Jul 1997 22:53:50 -0500, "Mr. Dave Krampitz" 
<krampitz@dfwmm.net> wrote: 


>Hello, I have a series of questions that are elementary perhaps to most, 
>but I am trying to understand how the playstation handles sound data. 

> 

>So, if anyone could give me a hand, I would appreciate it. 


> 

>Lets say I have a .wav file which is a sound effect. 

> 

>Lets also say I convert it into a vag and then create a vab. 
> 


>1. Please Define program in relation to this vab 


A VAB program is the same as a MIDI patch. 


>2. Please define tone in relation to this vab 


A tone is a tone or sample. Up to 16 tones can be combined to make a 
program (patch.) 


>3. When using SsUtKeyOn with this sound effect, does the pitch attribute 
>alter the pitch of the wave (vag in VAB) file? 


Yes, within the limits of the min & max range specified for the tone 
in the DEF file. 
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>4. Is there a 'template' that can be used with minor modifications for 
>the definition file required by mkvab? 


Yes, there are several sound samples in the SCEA DEMO files area. 
SNDDEMO.ZIP is a very simple demo with a DEF file. Stan Weaver has 
also provided some excellent samples there. 


>Also, I created a .mid file using cakewalk and used smf2seq to create 
>the .seq file. When I used sndplay, the instruments came out wrong օո 
>the playstation. 

> 

>1. How does one map the instruments to a seq file through the use of 
>vabs? 


The MIDI patches should be matched to the programs as defined in the 
DEF file. 


>2. How do I get the instruments to be 'translated' correctly? 


I'm not sure I follow your use of 'translated' here. Please explain. 


Mario 


-—-MESSAGE FILE 19909 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000056 


—-MESSAGE FILE 19910 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000057 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: SsVabTransfer() and sound memory 

Date: Wed, 02 Jul 1997 18:45:07 GMT 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <33baal33.15445014@205.149.189.29> 

References: <33BA06F6.7B6E@ix.netcom.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Spellweaver, 


I checked with Sony and received the following reply from Brian 
Dawson. 


SsVabTransfer does copy the Vab Body into SPU Ram and is nonblocking, 
so immediatly after SsVabTransfer returns the memory region occupied 
by the Vab Body my be used. The Vab Header is constantly referenced 
so this must remain intact following a SsVabTransfer. I suspect that 
in this case the Vab Header is being overwritten along with the Vab 
Body. 


I hope that helps, 
Mario 


On Wed, 02 Jul 1997 02:44:54 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>The SsVabTransfer() function description states that it 
>"...transmits the sound source data (VB data)... to the SPU 
>sound buffer." I thought that this implied that the data 


>would be transferred into the private memory used by the SPU, 
>but I found that if I later reuse the memory that contained 
>the sound data, the sounds will not play properly (actually, 
>they don't play at all). 
>Does this function not actually copy the data? Or perhaps 
>it returns before the copy is actually completed? I can 
>get my code to work well enough, but I'd like to be able to 
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>free up the memory if it isn't needed for the lifetime of 
>the program. 


—-MESSAGE FILE 19910 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000057 


--MESSAGE FILE 19911 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Benjamen Siroshton" <benjamen_siroshton@firstdatabank.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: 7 Jul 1997 16:42:36 GMT 

Organization: First DataBank 

Lines: 29 

Message-ID: <Olbc8af5$d49f94e0S5271df26@disintegration> 

References: <Olbc864aSa0432c70S5271df26@disintegration> <33BA2E38.61BEA4C8@microneti 
cs.com> 

NNTP-Posting-Host: pluto.firstdatabank.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Quotes by Jim. 


I don't think you can. The Spu has its own 1/2meg buffer which 

is loaded from main memory via dma. Once its there its there, and no 
getting it back. You could have a bit of a play with the SPU hardware 
registers that are located somewhere in the 0x1f£81000-0x1f£85000 region I 
believe. Where exactly I'm not sure. 


VV VV V V V 


I dont want the 1/2 meg. I want the mixing buffer. The buffer the audio is 
lastly in before it gets sent to whatever hardware lets you hear the 


sounds. This buffer should contain frequencies that we hear but in data 
form. I imagine it is a 16-bit buffer (does anyone know about this for 
sure?). I want to read this buffer everytime it has new information in it 


(which is basically non-stop & continuous). 


> If you want to trigger events on certain notes I guess you could try and 
> spy on the audio lib functions and see when a note is keyed on. 


I imagine you could pull out notes assuming it is midi audio data. I am 
mainly concerned with CD audio. 


> Is this to sync visual effects with audio? 


Yes. :) 


Benjamen Siroshton 


-—-MESSAGE FILE 19911 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000058 


—-MESSAGE FILE 19912 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000059 

Path: chuka.playstation.co.uk!news 

From: Dave Murrant <100341.2525@compuserve.com> 
Newsgroups: scea.yaroze.programming.sound 
Subject: Download and play 

Date: Mon, 07 Jul 1997 22:39:16 -0700 
Organization: PC Music 

Lines: 25 

Message-ID: <33C1D284.3BBF@compuserve.com> 
Reply-To: 100341.2525@compuserve.com 
NNTP-Posting-Host: 1d12-203.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Winl6; 1) 


Hi, 
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I are a new owner of a yaroze and we do a lot of work as a 
Playstaion developer using the Mac and sound deli tools to develop midi 
music and sound effects for playstation games. I bought the yaroze as 
the playback from the mac of music is very poor so I needed a stable 
system to test the finished music on. 


So can anybody help me by providing some code to download and 
play midi 
music that loops ( I realise that there is vab_play but it is NTSC 
default and I would like to make some changes that would be more user 
friendly) 

or some code that will load the tunes from my PC hard drive (and 

therefore maybe increasing the baud rate from the dload default of 9600) 
and then allow me to play them back. 


I have looked and searched through the Net Yaroze web site but 
could 
not find something as straight forward and simple to use as a VAB 
tester, if you provided me with code I would make approriate ammendments 
/ additions and post the code back onto the Web site for general use. 


Cheers 

Dave 

—-MESSAGE FILE 19912 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000059 


——MESSAGE FILE 19913 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000060 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound Buffer 

Date: Mon, 07 Jul 1997 18:59:25 -0500 

Organization: (no organization) 

Lines: 26 

Message-ID: <33C182DD.2FE9@charlie.cns.iit.edu> 

References: <01bc864aSa0432c70S5271df26@disintegration> <33BA2E38.61BEA4C8@microneti 
cs.com> <Olbc8af5$d49f94e0S5271df£26@disintegration> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Benjamen Siroshton wrote: 


> I dont want the 1/2 meg. I want the mixing buffer. The buffer the audio is 
> lastly in before it gets sent to whatever hardware lets you hear the 

> sounds. This buffer should contain frequencies that we hear but in data 

> form. 

> > Is this to sync visual effects with audio? 

> Yess. s) 


I got a demo called "snd21t" from the SCEE Web site, which allows 
you to play a CD-audio disc, and it puts up a light show in time 
to the music, including a sprectrum analyzer. 


It is really cool, and not hard to work with. I modified it a bit 
to make a few new light displays. It comes with a function called 
ReadCDDA(), which grabs the current sound buffer, and then you can 
do whatever you want with it. 


It's by a person named "Colin" (Last name strangly absent from 
the Readme/code, so I can't remember exactally which http it 
came from, but I'm pretty sure it was on the SCEE site. 


The ReadCDDA() function is in binary form only (you link his 
"cdfeed.o" object into your code), but maybe you can convince Colin 
to let ստ all in on the secret! :-) 


Ed Federmeyer 
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-—-MESSAGE FILE 19913 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000060 


—-MESSAGE FILE 19914 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000061 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scea.yaroze.programming.sound 
Subject: Which function Plays Sound effects? 
Date: Wed, 09 Jul 1997 03:05:38 -0700 
Organization: Cobra Developments 

Lines: 31 

Message-ID: <33C36272.35BA@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


I am at the Sound Effects Stage in my project. Although 
I have read all of the stuff on sound in the manuals, I still 
cannot play single sound effects, i.e. gunshots ect. 


This is the situation-: 

1. I have converted my *.wavs to *.vags. 

2. I have converted my *.vags to *.vab. 

3. I have split them into vb & vh data forms. 


4. I verified them by playing them in a simple *.seq 
via vabplay (can't you play them singly?) 


5. I have loaded them to SRAM via SsVabTransfer i.e. 
status=SsVabTransfer ((u_char*) vh_address, (u_char*) vb_address,1,1); 
status returns 1 so its OK. 


6. Which function Plays Them as single sound effects? 


I played around with SsUtKeyOn() with no success, but I was confused 

as to certain parameters which needed to be passed. if this is the 
function which plays them could someone explain the parameters tone, 
note, fine? This problem is holding up my Development time as my demo is 
almost finished, ե £****ing good it is too. 


Thanks in Advance 


Cobra 
—-MESSAGE FILE 19914 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000061 


—-MESSAGE FILE 19915 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000062 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mnajera@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: MOD's and SEQ's 

Date: Wed, 09 Jul 1997 19:59:41 -0500 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <33C433FD.A9CDEB07@ix.netcom.com> 

NNTP-Posting-Host: ara-il7-07.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Aren't the MOD and SEQ formats relatively similar? If so, has any 
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development team, anywhere around the world, ever gotten around to 
writing a MOD2SEQ converter? 


My guess is all you have to do is convert the MOD to midi format (some 
trackers do this) and place the samples into those VB and VH files. 


Manny Najera 


—-MESSAGE FILE 19915 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000062 


—-MESSAGE FILE 19916 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000063 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: MOD's and SEQ's 

Date: Thu, 10 Jul 1997 10:11:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <33C4A72A.38AC9CF3@micronetics.com> 

References: <33C433FD.A9CDEBO7@ix.netcom. com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Manny Najera wrote: 


Aren't the MOD and SEQ formats relatively similar? If so, has any 
development team, anywhere around the world, ever gotten around to 
writing a MOD2SEQ converter? 


My guess is all you have to do is convert the MOD to midi format (some 
trackers do this) and place the samples into those VB and VH files. 


VVVVVVVVV 


Manny Najera 


Hi Manny, 


Yep, I've tryed it. There is a xm2mid converter that does a limited 
job, only 4 channels. I've also written my own, although not complete 
but working all the same. 


The major problem I've seen when converting Mods -> Mid -> Seq is the 
channel timing suffers alot. Especially loops. I've tryed tweeking the 
tempo up and down, but there appears no happy medium. 


One thing I have yet to try though is after going xm->mid is to 
resequence the track in a midi package, to tweak the timing back to 
normal. 


Its very frustrating, since someone has been kind enough to write 4 
tracks for my project, but they sound nothing like he intended. 


Is there a file spec for .seq available anywhere? 
Cheers, 


Jim 
—-MESSAGE FILE 19916 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000063 


—-MESSAGE FILE 19917 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000064 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 
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Subject: Re: Which function Plays Sound effects? 
Date: Fri, 11 Jul 1997 19:26:33 GMT 
Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <33c688a2.14142211@205.149.189.29> 
References: <33C36272.35BA@cobradev.demon.co.uk> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Colin, 


I was going to answer you here, but Stuart did such a great job in the 
SCEE newsgroups that I'll just refer you to it. 


Mario 


On Wed, 09 Jul 1997 03:05:38 -0700, colin adams 
<colin@cobradev.demon.co.uk> wrote: 


>I am at the Sound Effects Stage in my project. Although 
>I have read all of the stuff on sound in the manuals, I still 
>cannot play single sound effects, i.e. gunshots ect. 


re is the situation-: 

$ I have converted my *.wavs to *.vags. 

or I have converted my *.vags to *.vab. 

eo I have split them into vb & vh data forms. 

oe I verified them by playing them in a simple *.seq 
> via vabplay (can't you play them singly?) 

A I have loaded them to SRAM via SsVabTransfer i.e. 


> status=SsVabTransfer ((u_char*)vh_address, (u_char*)vb_address,1,1); 
> status returns 1 so its OK. 

> 

>6. Which function Plays Them as single sound effects? 

> 

>I played around with SsUtKeyOn() with no success, but I was confused 
>as to certain parameters which needed to be passed. if this is the 
>function which plays them could someone explain the parameters tone, 
>note, fine? This problem is holding up my Development time as my demo is 
>almost finished, ե £****ing good it is too. 

> 

>Thanks in Advance 

> 

>—— 

>Cobra 


--MESSAGE FILE 19917 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000064 


——MESSAGE FILE 19918 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Sun, 13 Jul 1997 22:44:11 -0500 

Organization: SCEA Net Yaroze News 

Lines: 89 

Message-ID: <33C9A08B.834@dfwmm.net> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
NNTP-Posting-Host: 53-00-dal.dfwmm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Hello, I am in the same boat as colin adams. I too have done everything 
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DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


ICQ: 5667178 
-—-MESSAGE FILE 2118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00821 


—-MESSAGE FILE 2119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000822 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Best C64 Games... 

Date: Tue, 5 May 1998 22:14:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6invjjSjpr30@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk931.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I vote for (in order of egotistical value coz I wrote em, followed by ‘real 
faves') 


THE all time best games on any platform that there was of ever will be... 


ThunderHawk (US Gold) 
Better Dead than Alien (Elektra) 


(Real Faves) 


FireTrack (Aardvark) 

Bounder (Gremlin) 

Commando (Ocean?) 

Uridium (Graftgold) 

Sanxion (bit 'shallow' but very nice because because ALL of it was done with 
sprites) 


Steve 


—-MESSAGE FILE 2119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00822 


-—-MESSAGE FILE 2120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000823 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock availeble 

Date: Tue, 5 May 1998 22:15:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6invm6Sjpr31@chuka.playstation.co.uk> 
References: <1d8ktul.ykxhlrvg6w8wN@al-88-111.al.nl1> 
NNTP-Posting-Host: userk931.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I bought mine a couple of weeks ago with an import of GT. I think they were £40 
each. 
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that colin has, including trying to us the SsUtKeyOn command as 
specified below by Stuart (SsUtKeyOn(status, 0, 0, 60, 0, 127,127);). 


But still, we have no sound. SsUtKeyOn returns 0, which indicates a 
voice number was assigned successfully, but there is no sound from the 
t.v. I am not sure what the problem is, any ideas? 


Another question: Why does note/pitch have to be specified for a sound 
effect, i.e. a wave file (vag in vab) of a gunshot, for example? In 
other words, how does the note parameter have any bearing on the way a 
gunshot sound will be heard? I guess this is wear the major confusion 
lays. 


Could you please let me know where I am going wrong? 
Thanks much! 


Dave 
krampitz@dfwmm.net 


loper Support wrote: 

lin adams wrote: 

am at the Sound Effects Stage in my project. Although 

I have read all of the stuff on sound in the manuals, I still 


cannot play single sound effects, i.e. gunshots ect. 


This is the situation-: 


1. I have converted my *.wavs to *.vags. 
2. I have converted my *.vags to *.vab. 
3. I have split them into vb & vh data forms. 


I verified them by playing them in a simple *.seq 
via vabplay (can't you play them singly?) 


5. I have loaded them to SRAM via SsVabTransfer i.e. 
status=SsVabTransfer ((u_char*) vh_address, (u_char*) vb_address,1,1); 
status returns 1 so its OK. 


6. Which function Plays Them as single sound effects? 


I played around with SsUtKeyOn() with no success, but I was confused 

as to certain parameters which needed to be passed. if this is the 
function which plays them could someone explain the parameters tone, 
note, fine? This problem is holding up my Development time as my demo is 
almost finished, ե £****ing good it is too. 


Thanks in Advance 


O 
ԱՐԱ ԱՆՐ Seats Bhs NS V NAN eget Mae W IN Me easly V: VAN Ve NN SO a 
ws 


Cobra 
Yes it is SsUtKeyOn() that plays single notes. The parameters are: 


short vabld, the VAB number as returned by SsVabTransfer (this will be 
the variable 'status' in your case). 


short prog, the program number, this is where it starts to get 
confusing. Your VAB is broken down into sections called programs and 
each of the programs contains tones. 

short tone, the tone number, the tone is contained within a program. 


short note, this is the actual note to play, I believe 60 is middle C. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VO 


short fine, this adds fine pitch detail to the note playing. 
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> 

> short voll, left volume. 

> 

> short volr, right volume. 

> 

> So program and tone just tell you where in the VAB your sound is, while 
> note and fine do the actual sound. 

> 

> Your call to SsUtKeyOn should look something like this, 
> voice = SsUtKeyOn(status, 0, 0, 60, 0, 127,127); 

> This should play the first sound, middle C. 

> 

> Hope this helps, if not I'll knock up a bit of code. 

> 

> Stuart 


—-MESSAGE FILE 19918 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000065 


——MESSAGE FILE 19919 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000066 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Mon, 14 Jul 1997 09:55:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <33C9E975.49C1@interactive.sony.com> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B. 834@dfwmm.net> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mr. Dave Krampitz wrote: 


Hello, I am in the same boat as colin adams. I too have done everything 
that colin has, including trying to us the SsUtKeyOn command as 
specified below by Stuart (SsUtKeyOn (status, 0, 0, 60, 0, 127,127);). 


But still, we have no sound. SsUtKeyOn returns 0, which indicates a 
voice number was assigned successfully, but there is no sound from the 
t.v. I am not sure what the problem is, any ideas? 


Another question: Why does note/pitch have to be specified for a sound 
effect, i.e. a wave file (vag in vab) of a gunshot, for example? In 
other words, how does the note parameter have any bearing on the way a 
gunshot sound will be heard? I guess this is wear the major confusion 
lays. 


Could you please let me know where I am going wrong? 
Thanks much! 


Dave 
krampitz@dfwmm.net 


VVVVVVVVVVVVVV VV VV VV VV 


I'm not sure why your notes isn't playing, I'll do that example. You 
could try SsSetMVol (127,127). 


The note parameter simply plays the sound faster or slower, thus giving 
the effect that it's a higher or lower note. So for a gunshot with a low 
note it'll sound more like a rumble, and for a high note it'll sound 
more like a ting. 


Stuart 
—-MESSAGE FILE 19919 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000066 
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——MESSAGE FILE 19920 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000067 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Mon, 14 Jul 1997 11:07:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 283 

Message-ID: <33C9FA5E. 6EDE@interactive.sony.com> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


OK, I've sorted out an example, it works with siocons, I'll put it in 
the demos area aswell. Just cut and paste to use. 


Here goes 


Stuart 
the batch file (name 'batch') 
local dload <your sequence> 80100000 
local dload <your vh file> 80140000 
local dload <your vb file> 80160000 
local load main 
the make file (name 'makefile') 
CFLAGS = -02 -g 
LINKER = -Xlinker -Ttext -Xlinker 80090000 
RM = del 
PROG = main 
OBJS = main.o 


all: $ (PROG) 


Տ (PROG): $(OBJS) 
$(CC) $(OBJS) $(LINKER) -o $ (PROG) 


main.o: main.c 


clean: 


.PHONY: all load clean 


the program file (name 'main.c') 
[BR KR KK KKK KKK KK KK KK KKK OK OK OK KK KK KK KK 


* x 
x Copyright (C) 1997 by Sony Computer Entertainment * 
* All rights Reserved * 
ԵՀ * 
> S. Ashley l4th Jul 97 եչ 
x ԵՏ 
* / 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


#include <libps.h> 


// VAB and sequence location 
#define VHO_ADDR 0x80140000L 
#define VBO_ADDR 0x80160000L 
#define SEQ_ADDR 0x80100000L 


// pad stuff 
#define PADLup (1 ՀՀ12) 


Net Yaroze newsgroups message dump.txt 


#define PADLdown (1 <<14) 
#define PADLleft (1 ՀՀ15) 
#define PADLright (1 ՀՀ13) 
#define PADRup (1 << 4) 
#define PADRdown (1 << 6) 
#define PADRleft (1 << 7) 
#define PADRright (1 << 5) 
#define PADstart (1 <<11) 
#define PADselect (1 << 8) 
short vab0; 

short seql; 

char finish; 

// pad buffers 

volatile u_char *bb0, "ԵԵ1չ 


void padControl (void) ; 


int programToneAvailable(u_short *VHAddr, 


main 


{ 


u_short prog, u_short tone); 


(void) 


finish = 0; 


// set up pad buffers 
GetPadBuf (&bb0, &bbl1); 


ResetGraph (0); 


printf (TT A K K K K K K K K KOK K KOK K K KOK OK K A A A IA I I I OR N |" 
printf("* PADLleft - play note PADLright - stop all notes *\n" 
printf("* PADRup - prog + PADRdown - prog - *\n" 
printf("* PADRleft - tone - PADRright - tone + *\n" 
printf("* PADLup - play the lot PADLdown - stop play *\n" 
printf("* PADSelect - pause PADStart - continue *\n" 
printf("* PADSelect & PADStart - end *\n" 
PINCE (WK AAA AA EE RRR KERK RR ERA RRR RAR RRA KR Kk IRR kiki EK DER RAEN TM 


// transfer VAB data 
vabo SsVabTransfer((u_char *)VHO_ADDR, 
if (vabO < 0) 
{ 
printf ("VAB open failed\n"); 
exit (1); 
) 


(u_char *)VB0_ADDR, 


-1, 


// transfer sequence data 
seql SsSeqOpen((u_long *) SEQ ADDR, 
if (seql < 0) 
{ 
printf("SEQ open failed\n"); 
} 


vab0); 


SsSetMVol (127, 127); 
SsSeqSetVol(seql, 127, 127); 
SsSeqPlay(seql, SSPLAY_PLAY, 0); 


printf("\nprog 0 tone 0"); 


do 
{ 
VSync (0); 
padControl(); 
} 

while (!finish); 


SsSeqClose(seql1) ; // close sequence and VAB 


SsVabClose(vab0) ; 


// *** controls *** 
void padControl (void) 


{ 


static unsigned long opad; 


) 
) 
) 
) 
) 
) 
) 
) 
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static short voicel; 

static short voice2; 

static char prog; 

static char tone; 

static char allPlay = 0; 
static int autoPlayPause = 0; 
u_long pad; 


// pad read 


Page 13455 


pad = ~(*(bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) << 24); 


// next tone (part of current program) 
if ((pad & PADRright) && !(opad & PADRright) ) 
{ 
do 
if (++tone > 15) 
tone = 0; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


printf("\nprog %d tone %d",prog,tone) ; 
} 


// previous tone (part of current program) 
if ((pad & PADRleft) && !(opad & PADRleft) ) 
{ 
do 
if (--tone > 15) 
tone = 15; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


printf("\nprog %d tone %d",prog,tone) ; 
} 


// next program 
if ((pad & PADRup) && !(opad & PADRup) ) 
{ 
tone = 0; 
do 
if (++prog < 0) 
prog = 0; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


printf("\nprog %d tone %d",prog,tone) ; 
} 


// previous program 
if ((pad & PADRdown) && !(opad & PADRdown) ) 
{ 
tone = 0; 
do 
if(--prog < 0) 
prog = 127; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


printf("\nprog %d tone %d",prog,tone) ; 
} 


// play each sound in turn from the beginning 
if ((pad & PADLup) && !(opad & PADLup) ) 

{ 

prog = 0; 

tone = 0; 

allPlay = 1; 

} 


// stop playing sounds in turn 
if ((pad & PADLdown) && !(opad & PADLdown) ) 
{ 


allPlay = 0; 
autoPlayPause = 0; 


} 


// bit that does the playing of all the sounds 
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if (allPlay) 

{ 

if (autoPlayPause == 0) 
{ 
printf("\nprog %d tone %d", prog, tone); 
voice2 = SsUtKeyOn(vab0, prog, tone, 60, 0, 127, 127); 
autoPlayPause = VSync(-1); 
} 

if (VSync(-1) - autoPlayPause > 80) 
{ 
SsUtKeyOff (voice2, vab0, prog, tone, 60); 


do 
if (++tone > 15) 

{ 

tone = 0; 

if (++prog < 0) 

prog = 0; 

} 

while (!programToneAvailable((u_short *)VHO_ADDR, prog, tone 


autoPlayPause = 0; 
} 
} 


// play current sound (key hit) 
if ((pad & PADLleft) && !(opad & PADLleft) ) 
voicel = SsUtKeyOn(vab0, prog, tone, 60, 0, 127, 127); 


// and stop playing current sound (key release) 
if (! (pad & PADLleft) && (opad & PADLleft) ) 
SsUtKeyOff(voicel, vab0, prog, tone, 60); 


// stop playing all sounds 
if ((pad & PADLright) && | (opad & PADLright) ) 
SsUtAllKeyOff (0); 


// pause sequence 
if ((pad & PADselect) && !(opad & PADselect) ) 
SsSeqPause (seql); 


// resume sequence 
if ((pad & PADstart) && !(opad & PADstart) ) 
SsSeqReplay (seql) ; 


// quit 
if ((pad & PADselect) && (pad & PADstart) ) 
{ 
SsSeqStop (seq1); 
finish = 1; 


} 


opad = pad; 
} 


// *** function to check the availability of a particular program and 
tone *** 
int programToneAvailable(u_short *VHAddr, u_short prog, u_short tone) 
{ 

u_short numProg = *(VHAddr + 9); 

u_long t; 


u_long i = 0; 


// check tone is within limits and programs exist 
if (numProg == | | tone > 15) 
return 0; 


// check program is connected to tone 
do 
t = (u_long)VHAddr + 2080L + 512L * i + 20; 
while (i++ Հ numProg ձե *(u_short *)t != prog); 
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if (*(u_short *)t != prog) 
return 0; 


// check tone connected to sound 
t = (u_long)VHAddr + 2080 + 512 * --1 + 32 * tone + 22; 


if (*(u_short *)t > 0) 
return 1; 
else 
return 0; 
} 
—-MESSAGE FILE 19920 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000067 


——MESSAGE FILE 19921 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000068 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Sound effects continues... 

Date: Tue, 15 Jul 1997 00:13:14 -0500 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <33CBO6EA. 6ABE@dfwmm.net> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> <33C9FASE. 6EDE@interactive.sony.com> 

NNTP-Posting-Host: 42-00-dal.dfwmm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Stuart, 


thanks for the program you provided. I have not tried it yet but I have 
another question, if you don't mind. 


1. SEQ files are used for midi music, not for sound effects. Correct? 
2. No Seq file is required for playing sound effects? Simply keying 
on/off voices (i.e. wav/vag files) is how sound effects are used ina 


game, no? 


Could you please expand on those topics, and anything else you think 
will get me out of the fog. 


I (and I am sure others) really appreciate your help. 
Thanks. 


Dave 


Developer Support wrote: 


OK, I've sorted out an example, it works with siocons, I'll put it in 
the demos area aswell. Just cut and paste to use. 


Here goes 


Stuart 


VVVVVVVV 


—-MESSAGE FILE 19921 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000068 


—-MESSAGE FILE 19922 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000069 

Path: chuka.playstation.co.uk!news 

From: developer support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 
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Subject: Re: Sound effects continues... 

Date: Tue, 15 Jul 1997 10:40:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <33CB53A8.170D@interactive.sony.com> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> <33C9FA5SE.6EDE@interactive.sony.com> <33CBO6EA. 6ABE@dfwmm. 
net> 

NNTP-Posting-Host: 194.203.13.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Macintosh; I; PPC) 


Mr. Dave Krampitz wrote: 
Stuart, 


thanks for the program you provided. 1 have not tried it yet but I have 
another question, if you don't mind. 


1. SEQ files are used for midi music, not for sound effects. Correct? 
2. No Seq file is required for playing sound effects? Simply keying 
on/off voices (i.e. wav/vag files) is how sound effects are used ina 


game, no? 


Could you please expand on those topics, and anything else you think 
will get me out of the fog. 


I (and I am sure others) really appreciate your help. 
Thanks. 


Dave 


VVVVVVVVVVVVVVV VV VV VV 


Sorry to have confused things. The program covers both sequences and sound effects. 
Your right 
about the sound effects and sequence files, there is no need for a sequence file to 
play sound 
effects, only key on, key off (although it has been know for developers to write a s 
equence for 
each sound effect). 

The only thing I can think of to add is, that the sequence is dependent on t 
he VAB. This means 
that a sequence played with an incorrect VAB can sound very strange, if it plays at 
all. 


Stuart 
—-MESSAGE FILE 19922 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000069 


—-MESSAGE FILE 19923 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000070 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Sounds good 

Date: Mon, 21 Jul 1997 22:10:34 -0500 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33D424AA.2891@dfwmm.net> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> <33C9FA5SE.6EDE@interactive.sony.com> <33CBO6EA. 6ABE@dfwmm. 

net> <33CB53A8.170D@interactive.sony.com> 

NNTP-Posting-Host: 208.199.177.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 
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> Sorry to have confused things. The program covers both sequences and sound effects 
Your right 

> about the sound effects and sequence files, there is no need for a sequence file t 

o play sound 

> effects, only key on, key off (although it has been know for developers to write a 
sequence for 

> each sound effect). 

> The only thing I can think of to add is, that the sequence is dependent on 
the VAB. This means 

> that a sequence played with an incorrect VAB can sound very strange, if it plays a 

t all. 

> 

> Stuart 


Thanks for your help. The real problem involved the definition file for 
mkvab used for the sound effect, the ADSR values were zero, which in 
turn wiped out the sound effect. Finally things are sounding good. 


I'm sure I'll be back again. 


Dave 
—-MESSAGE FILE 19923 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000070 


—-MESSAGE FILE 19924 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000071 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: 7 Aug 1997 01:30:18 GMT 

Organization: Justice Center 

Lines: 353 

Message-ID: <0Olbca2c8Sb2ffdlc0S$a7f135ce@jjustice.iquest.net> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> <33C9FASE. 6EDE@interactive.sony.com> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: and-004-7.iquest.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Developer Support <dev_support@interactive.sony.com> wrote in article 
<33C9FA5SE. 6EDE@interactive.sony.com>... 

> OK, I've sorted out an example, it works with siocons, I'll put it in 
> the demos area aswell. Just cut and paste to use. 


Stuart, 


I hope you won't mind if I post this slightly modified version 
of your program which outputs to the PSX screen instead of to the computer, 
and also allows the user to change the note and pitch. 

I found your program very helpful in testing what the different parameters 
would do 'live' - so I didn't have to: modify my program, load 1/2 meg of 
data into the PSX, test program, modify program, load 1/2 meg of data, 
test, modify, load, test... 

It sucks that CodeWarrior won't exit clean with the system memory still 
intact - or this wouldn't be such a probelm to start with. 


[BRK RK KKK KKK KK KK KK KK OK KK KK OK OK KK KK KK KK 


Copyright (C) 1997 by Sony Computer Entertainment 
All rights Reserved 


S. Ashley 14th Jul 97 


Modified by John "Justice" Emmer to display to PSX screen 
rather than computer and allow changing note and pitch 
as well as prog and tone (8-6-97) 


+ + + + + F FF F FH 
+ + + + + F FF HF FH 
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TKK KK KK KK I OK OK KK OK KK KK / 


#include <libps.h> 


// VAB and sequence location 
#define VHO_ADDR 0x80140000L 
#define VBO_ADDR 0x80160000L 
#define SEQ ADDR 0x80100000L 


// pad stuff 


#define PADLup (1 <<12) 
#define PADLdown (1 <<14) 
#define PADLleft (1 ՀՀ15) 
#define PADLright (1 ՀՀ13) 
#define PADRup (1 << 4) 
#define PADRdown (1 << 6) 
#define PADRleft (1 << 7) 
#define PADRright (1 << 5) 
#define PADstart (1 ՀՀ11) 
#define PADselect (1 ՀՀ 8) 
#define PADL1 (1 << 2) 
#define PADL2 (1 << 0) 
#define PADR1 (1 << 3) 
#define PADR2 (1 << 1) 


PACKET GpuPacketArea[2] [ONE]; 


GsOT WorldOT [2]; 
GsOT_TAG OTTags [2][1<<1]; 
int activeBuff; 


short vab0; 

short seql; 

char finish; 

char prog; 

char tone; 

char note = 60; 

char pitch = 0; 

// pad buffers 

volatile u_char *bb0, *bbl1; 


void padControl (void); 
int programToneAvailable(u_short *VHAddr, u_short prog, u_short tone); 


main (void) 
{ 


Ine 1» 
finish = 0; 


// set up pad buffers 
GetPadBuf (&bb0, &bbl1); 


SetVideoMode( MODE_NTSC ); 


// xves, yres, GPU non-interlace, no dither, 16bit 
GsInitGraph (320,240,4,0,0); 


GsDefDispBuff(0,0,0,240); 


//initialize ordering table 

for (1-0: i<2; i++) 

{ 
WorldOT[i].length = 1; 
WorldOT[i].org = OTTags[il]; 


} 
// ResetGraph (0) ; 
// load system font into bottom right portion of frame buffer 


FntLoad (960,256); 
FntOpen (0,20,320,220,0,512); 
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Steve 


DEnnis Brinkhuis wrote in message <l1d8ktul.ykxhlrvg6w8wN@al-88-11ll.al.nl>... 
>In a magazine was an advert about the Dualshock. There was no price with 
>it. It's not availeble yet in the Netherlands, so I would like to know 
>the price in the UK. 

> 

> 

> 

> 

>DEnnis Brinkhuis (NL) 

> 
>http://come.to/debri 
>http://www.netyaroze-europe.com/~madmac 
>http://www.al.nl/macsupport/debri/teamblack 
> 
>debri@dds.nl 
>macsuppor@al.nl 
> 
>ICQ: 5667178 


-—-MESSAGE FILE 2120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00823 


—-MESSAGE FILE 2121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000824 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Moan moan moan 

Date: Tue, 05 May 1998 21:35:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <354f85d5.25145471@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-eng08-142.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Moan moan moan thats all I ever do. 
Now I really have something to complain about. My monitor/tv has 


broken while I was using it. Great, there goes the end of my 
programming attempts. (growl) 


Anyone fancy buying and delivering me a new tv? 


Robert Swan 
—-MESSAGE FILE 2121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00824 


--MESSAGE FILE 2122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000825 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Game design diary?? 

Date: Tue, 5 May 1998 18:21:31 -0400 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <6io2kuS6rl1@scea> 

NNTP-Posting-Host: sud-tcsl-port18.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I really like the idea of a magazine style game design diary. Great idea. 
Now, how long will it take for someone to take action though? 


Are there any others out there that would like/benefit from this style of 
web site? 
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// tra 
vab0 = 
if (va 


// tra 
seql = 
if (se 


nsfer VAB data 
SsVabTransfer((u_char *)VHO_ADDR, (u_char *)VBO_ADDR, -1, 1); 
b0 < 0) 
{ 
printf ("VAB open failed\n"); 
exit (1); 
} 


nsfer sequence data 
SsSeqOpen((u_long *)SEQ_ADDR, vab0); 
ql < 0) 
{ 


printf("SEQ open failed\n"); 
} 


SsSetMVol (127, 127); 


SsSeqs 
SsSeqP 


printf 


do 
{ 


} whil 


SsSeqcC 
SsVabcC 


etVol(seql, 127, 127); 
lay(seql, SSPLAY_PLAY, 0); 


("\nprog 0 tone 0"); 
FntPrint ("ՆԱՅՆ I I I I KOK OK N TY ; 
FntPrint("* LEFT: play note RIGHT: stop notes *\n"); 
FntPrint ("* TRIANGLE: prog + CROSS: prog - *\n"); 
FntPrint ("* SQUARE: tone - CIRCLE: tone + *\n"); 
FntPrint("* Ll: note - Rl: note + *\n"); 
FntPrint("* L2: pitch - R2: pitch + *\n"); 
FntPrint("* UP: play the lot DOWN: stop play *\n"); 
FntPrint ("* SELECT: pause START: continue ՆՈ"): 
FntPrint ("* START & SELECT : end *\n"); 
FntPrint ( ! a k k k k k K K K KOK K K KOK A A I I OK K KOK N EY ի 
FntPrint ("ՎՈ"): 
FntPrint ("\nprog 254 tone %d",prog,tone) ; 
FntPrint("\nnote %d pitch %d",note, pitch) ; 
padControl(); 
activeBuff = GsGetActiveBuff (); 
GsSetWorkBase ( (PACKET*) GouPacketArea[activeBuff]); 
GsClearOt (0,0, &WorldOT[activeBuff]); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear (0,0,0, &WorldOT[activeBuff]); 
GsDrawOt (&WorldOT[activeBuff]); 
FntFlush(-1); 

e (!finish); 

lose (seql) ; // close sequence and VAB 

lose (vab0); 


// *** controls *** 
void padControl (void) 


{ 


static 


unsigned long opad; 


static 
static 


static 
static 
u_long 


// pad 
pad = 


short voicel; 
short voice2; 


char allPlay = 0; 
int autoPlayPause = 0; 
pad; 


read 
~(*(bb0+3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb14+2) << 24); 


// next tone (part of current program) 


if ((p 


ad ե PADRright) ճե !(opad & PADRright) ) 
{ 
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Jl. 


// 


do 


if (++tone > 15) 


tone = 0; 
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while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


} 


// previous tone (part of current program) 


if ((pad & PADRleft) 


{ 
do 


&& !(opad & PADRleft) ) 


if (--tone > 15) 


tone = 15; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


} 


// set note 
if ((pad & PADR1) && 
{ 


! (opad & PADR1) ) 


if (++note < 0) 


} 


if ((pad & PADL1) && 
{ 


note = 0; 


! (opad & PADL1) ) 


if(--note < 0) 


} 

// set pitch 

if ((pad & PADR2) && 
{ 


note = 127; 


! (opad & PADR2) ) 


if (++pitch < 0) 


} 


if ((pad & PADL2) && 
{ 
if (--pitch Հ 


} 


// next program 
if ((pad & PADRup) && 
{ 
tone = 0; 
do 
if (+ 


pitch = 0; 
! (opad & PADL2) ) 


0) 
pitch = 127; 


! (opad & PADRup) ) 


+prog < 0) 
prog = 0; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


FntPrint ("\nprog %d tone %d",prog,tone) ; 


} 


// previous program 
if ((pad & PADRdown) 
{ 
tone = 0; 
do 


&& !(opad & PADRdown) ) 


if(--prog < 0) 


prog = 127; 


while (!programToneAvailable((u_short *)VHO_ADDR, prog,tone) ); 


FntPrint ("\nprog %d tone %d",prog,tone) ; 


} 


// play each sound in turn from the beginning 


if ((pad & PADLup) && 
{ 
prog = 0; 
tone = 0; 
allPlay = 1; 
} 


! (opad & PADLup) ) 
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// stop playing sounds in turn 
if ((pad & PADLdown) && !(opad & PADLdown) ) 
{ 


allPlay = 0; 
autoPlayPause = 0; 


} 


// bit that does the playing of all the sounds 
if (allPlay) 
{ 
if (autoPlayPause == 0) 
{ 

// FntPrint ("\nprog %d tone %d", prog, 
voice2 = SsUtKeyOn(vab0, prog, tone, 
autoPlayPause = VSync(-1); 

} 
if (VSync(-1) - autoPlayPause > 80) 
{ 
SsUtKeyOff (voice2, vab0, prog, tone, 


do 
if (++tone > 15) 
{ 
tone = 0; 
if (++prog < 0) 
prog = 0; 
} 


while (!programToneAvailable((u_short *)VHO_ADDR, prog, 


autoPlayPause = 0; 
} 
} 


// play current sound (key hit) 
if ((pad & PADLleft) && !(opad & PADLleft) ) 


voicel = SsUtKeyOn(vab0, prog, tone, note, pitch, 


// and stop playing current sound (key release) 
if (! (pad & PADLleft) && (opad & PADLleft) ) 
SsUtKeyOff(voicel, vab0, prog, tone, note); 


// stop playing all sounds 
if ((pad & PADLright) && | (opad & PADLright) ) 
SsUtAllKeyOff (0); 


// pause sequence 
if ((pad & PADselect) && !(opad & PADselect) ) 
SsSeqPause (seql); 


// resume sequence 
if ((pad & PADstart) && !(opad & PADstart) ) 
SsSeqReplay (seql) ; 


// quit 

if ((pad & PADselect) && (pad & PADstart) ) 
SsSeqStop (seql1); 
finish = 1; 


} 


opad = pad; 
} 


Page 13463 


127; 1271: 


tone 


127); 


// *** function to check the availability of a particular program and tone 


Ճա» 


int programToneAvailable(u_short *VHAddr, u_short prog, u_short tone) 


{ 
u_short numProg = *(VHAddr + 9); 


u_long t; 


u_long i = 0; 
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// check tone is within limits and programs exist 
if (numProg == | | tone > 15) 
return 0; 


// check program is connected to tone 


do 

t = (u_long)VHAddr + 2080L + 512L * i + 20; 
while (i++ Հ numProg ձե *(u_short *)t != prog); 
if (*(u_short *)t != prog) 


return 0; 


// check tone connected to sound 
t = (u_long)VHAddr + 2080 + 512 * --1 + 32 * tone + 22; 


if (*(u_short *)t > 0) 
return 1; 

else 
return 0; 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net Jjpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 19924 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000071 


—--MESSAGE FILE 19925 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000072 

Path: chuka.playstation.co.uk!scea!formica 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: Sat, 09 Aug 97 00:09:31 GMT 

Organization: Metrowerks 

Lines: 31 

Message-ID: <5sgc7fSbis2@scea> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> <33C9FA5SE.6EDE@interactive.sony.com> <0Olbca2c8Sb2ffdlc0Sa7 
£135ce@jjustice.iquest.net> 

NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: News Xpress 2.0 Beta #0 


In article <0Olbca2c8Sb2ffdlc0Sa7f135ce@jjustice.iquest.net>, "John Emmer" <jjsutice@ 
cs.bsu.edu> wrote: 

Stuart, 

> 

> I hope you won't mind if I post this slightly modified version 

>of your program which outputs to the PSX screen instead of to the computer, 


>and also allows the user to change the note and pitch. 

> I found your program very helpful in testing what the different 

> parameters 

>would do 'live' - so I didn't have to: modify my program, load 1/2 meg օք 


>data into the PSX, test program, modify program, load 1/2 meg of data, 
>test, modify, load, test... 


> It sucks that CodeWarrior won't exit clean with the system memory still 
>intact - or this wouldn't be such a probelm to start with. 
Hi Stuart, 

You shouldn't have to re-download the sound information each time. Once the 
debugger (or PSComUtil) is connected to the Net Yaroze, you don't need to 
reset it (as long as you don't do a "run" and leave it running). That way, 
you only have to download the sound file once. You can run to a breakpoint or 


to the end, and then run the code again without re-downloading the file. 
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If you've tried this and it isn't working, please send an example to 
support @metrowerks.com. 


Thanks! 
-Joel 


PlayStation Debugger Dude 

Metrowerks 

--MESSAGE FILE 19925 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000072 


——MESSAGE FILE 19926 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000073 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Which function Plays Sound effects? 

Date: 9 Aug 1997 20:13:53 GMT 

Organization: Justice Center 

Lines: 26 

Message-ID: <01lbca4f7$d16277e0Sdbf135ce@jjustice.iquest.net> 

References: <33C360ED.3922@cobradev.demon.co.uk> <33C4A88F.6A7@interactive.sony.com> 
<33C9A08B.834@dfwmm.net> <33C9FASE.6EDE@interactive.sony.com> <0lbca2c8Sb2ffdlc0Sa7 
f£135ce@jjustice.iquest.net> <5sgc7f$bis2@scea> 

Reply-To: "John Emmer" <jjsutice@cs.bsu.edu> 

NNTP-Posting-Host: 206.53.241.219 

X-Newsreader: Microsoft Internet News 4.70.1161 


> You shouldn't have to re-download the sound information each time. 
Once the 
> debugger (or PSComUtil) is connected to the Net Yaroze, you don't need to 


> reset it (as long as you don't do a "run" and leave it running). That 
way, 

> you only have to download the sound file once. You can run toa 
breakpoint or 

> to the end, and then run the code again without re-downloading the file. 
> 


Whoops - sorry, I discovered that in another thread elsewhere just after 
posting this. I had just assumed, since I was staring at a blank screen, 
that the Yaroze wasn't ready for further instructions. Also, the CW 
Debugger says that the host must be manually 'reset' - which I assumed 
meant pressing the RESET button. Things are going much faster now - 
thanks! 


John Emmer Video Game Enthusiast, Philosopher, Fledgling Programmer 
jJjustice@cs.bsu.edu jjustice@iquest.net Jjpemmer@bsuvc.bsu.edu 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P100; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 19926 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000073 


--MESSAGE FILE 19927 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000074 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Justin <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: aiff2vag 

Date: Fri, 22 Aug 1997 18:46:58 +0000 

Organization: Digital City Inc. 

Lines: 7 

Message-ID: <33FDDEA2.6C50@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-81.ppp.aol.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


I am having problems with aiff2vag. I pass it a 16 bit aiff file and I 
get an error saying that it accepts straight 16 bit pcm data only. I 
have also passed wav files and get the same error. Any thoughts? 


This is the last phase of my project all that is missing is sound. 


-justin 
--MESSAGE FILE 19927 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000074 


——MESSAGE FILE 19928 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000075 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Justin <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: aiff2vag 

Date: Sat, 23 Aug 1997 04:03:27 +0000 

Organization: Digital City Inc. 

Lines: 16 

Message-ID: <33FE610F.7D67@digitalcity.com> 

References: <33FDDEA2.6C50@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-13.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Justin wrote: 

I am having problems with aiff2vag. I pass it a 16 bit aiff file and I 
get an error saying that it accepts straight 16 bit pcm data only. I 
have also passed wav files and get the same error. Any thoughts? 


This is the last phase of my project all that is missing is sound. 


VVVVVVVV 


-justin 


Never mind. I am a Mac programer and I found the mac version of 
aiff2vag. Much easier. Drag and drop. Point and Click. Ahhh the Mac 
does some Yaroze stuff better than the PC!!!! 


-justin 
--MESSAGE FILE 19928 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000075 


——MESSAGE FILE 19929 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000076 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Justin <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Vab's and seq files? 

Date: Tue, 26 Aug 1997 12:17:24 -0400 

Organization: Digital City/America Online Inc. 

Lines: 8 

Message-ID: <34030193.79D4@digitalcity.com> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: boxster.office.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


I have a collection of aiff files that I wish to use as sounds in my 
program. They are just sound effects that play when a certain button is 
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pushed on the controller. I have converted them to vags and then to vabs 

which leaves me with .vh, .vb, files how do I make them play in my 

game. The program vabplay wants a .seq file as an argument. I don't 

have a .seq file. I thought .seq files were for midi music arrangement. 

Any thoughts. I am stuck on sound. And I thought graphics were the hard 

part! 

-—-MESSAGE FILE 19929 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000076 


—-MESSAGE FILE 19930 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000077 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Vab's and seq files? 

Date: 26 Aug 1997 17:57:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01bca625$f9518000$c793989e@fourny.demon.co.uk> 
References: <34030193.79D4@digitalcity.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Load in the VB and VH like a TIM file, then do something like this; 


#define VHADDR 0x801a0000 
#define VBADDR 0x80160000 


SsVabTransfer((unsigned char *)VHADDR, (unsigned char *)VBADDR, 0, 1); 
To set it up as the Oth VAB. 
Then you need SsUtKeyOn 


like SsUtKeyOn(0, 4, 0, 52,64, 127, 127) plays tone 0 of the 4th prog of 
the Oth 

VAB at pitch 52 (1 octave lower than middle C becuase I sampled my wavs at 
22khz not 44). The only way I could get my sfx to work was to put them all 
in different progs, 1 tone per prog. I never managed to get them all in 1 
prog at different pitch ranges. There must be a knack. 


I never bothered with SsUtKeyOff. But maybe you need that too? Help! 
-—-MESSAGE FILE 19930 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000077 


—-MESSAGE FILE 19931 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000078 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Vab's and seq files? 

Date: Tue, 26 Aug 1997 19:08:51 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <340328eb.15282975@205.149.189.29> 

References: <34030193.79D4@digitalcity.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Justin, 


VABPLAY uses a .SEQ file to key the sounds and is used primarily for 
testing your game music. If you want to test sound fx, you'll either 
need to make a midi file that plays them or create a small program to 
load your sound data an play it. SsUtKeyOn() is used to play sound fx. 


Mario 


On Tue, 26 Aug 1997 12:17:24 -0400, Justin <justin@digitalcity.com> 
wrote: 
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>I have a collection of aiff files that I wish to use as sounds in my 
>program. They are just sound effects that play when a certain button is 
>pushed on the controller. I have converted them to vags and then to vabs 
>which leaves me with .vh, .vb, files how do I make them play in my 
>game. The program vabplay wants a .seq file as an argument. I don't 
>have a .seq file. I thought .seq files were for midi music arrangement. 
>Any thoughts. I am stuck on sound. And I thought graphics were the hard 
>part! 


—-MESSAGE FILE 19931 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000078 


—-MESSAGE FILE 19932 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000079 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Creating MIDI files 

Date: 29 Aug 1997 13:40:30 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <01bcb49b$23760940Se856eccd@nsantos> 

NNTP-Posting-Host: ppp-5200-0526.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello, 


I have a friend who can create the music for my games. What are ALL the 
limitations that I have to notify him about before I ask him to create a 
MIDI file for me? 


Nelson. 
—-MESSAGE FILE 19932 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000079 


--MESSAGE FILE 19933 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000080 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Creating MIDI files 

Date: Fri, 29 Aug 1997 14:56:26 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <3406e2e1.431749@205.149.189.29> 

References: <0O1lbcb49b$23760940Se856eccd@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


>I have a friend who can create the music for my games. What are ALL the 
>limitations that I have to notify him about before I ask him to create a 
>MIDI file for me? 


The converter expects standard type 1 MIDI files. 


Mario 
—-MESSAGE FILE 19933 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000080 


——MESSAGE FILE 19934 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000081 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Creating MIDI files 

Date: Fri, 29 Aug 1997 11:53:31 +0000 

Organization: Sony Computer Entertainment America 

Lines: 33 

Message-ID: <3406B836.6D16@interactive.sony.com> 
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References: <01bcb49bS$23760940Se856eccd@nsantos> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Nelson Santos wrote: 
"Hello, 


I have a friend who can create the music for my games. What are ALL the 
limitations that I have to notify him about before I ask him to create a 
MIDI file for me? 


Nelson." 


Hi Nelson, 


I believe the information you are looking for is on pages 169-170 in the 
Net Yaroze User Guide. Particularly, on page 170, you'll find a list of 
the MIDI control change messages that can be passed to the Yaroze. I 
would, however, take exception to two items on this list. First, unless 
you are going to be creating a fairly complex MIDI engine in which you 
shuffling VABs in and out during a sequence, you should set SMF2SEQ to 
strip out the Bank Changes (#0). Also, I have not had much success with 
Expression (#11) and generally find it creates problems. Besides, 
careful use of Volume (#7) produces the same effect without difficulty. 


Good luck, 


Stan 


Stan Weaver 

Audio Tools Technician 

SCEA 

—-MESSAGE FILE 19934 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000081 


——MESSAGE FILE 19935 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000082 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Geneal MIDI drum tracks 

Date: Fri, 29 Aug 1997 18:32:52 -0500 

Organization: (no organization) 

Lines: 16 

Message-ID: <34075C24.60E4@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I seem to remember reading somewhere that when converting General MIDI 
-MID files from the PC to Yaroze SEQ format, you need to make sure 

that you use a segencer program to move the drums from track 10(?), 
which is what General MIDI expects all drums to be on, to another track 
and somewhat different format that Yaroze SEQ expects them to be on. 


WHERE did I read that? I read the "Sound" sections of all three 
manuals (RED, YELLOW, GREEN), but I can't re-find that info! 


I was hoping that someone would come up with a general PC program 
to automagiaclly do this mapping, but so far nada. If I could 
only remember what the "drum" rule was, I'd break down and fix up 
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my nice MIDI's by hand! HELP! 


Any ideas? 

Ed Federmeyer 

—-MESSAGE FILE 19935 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000082 


—--MESSAGE FILE 19936 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000083 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Justin <justin@digitalcity.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Vab's and seq files? 

Date: Fri, 29 Aug 1997 03:23:20 +0000 

Organization: Digital City Inc. 

Lines: 33 

Message-ID: <340640A8.267A@digitalcity.com> 

References: <34030193.79D4@digitalcity.com> <01bca625$f9518000$c793989e@fourny.demon 
-co.uk> 

Reply-To: justin@digitalcity.com 

NNTP-Posting-Host: ascend-15.ppp.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Grim wrote: 


> 

> Load in the VB and VH like a TIM file, then do something like this; 

> 

> #define VHADDR 0x801a0000 

> #define VBADDR 0x80160000 

> 

> SsVabTransfer((unsigned char *)VHADDR, (unsigned char *)VBADDR, 0, 1); 

> 

> To set it up as the Oth VAB. 

> 

> Then you need SsUtKeyOn 

> 

> like SsUtKeyOn(0, 4, 0, 52,64, 127, 127) plays tone 0 of the 4th prog of 
> the Oth 

> VAB at pitch 52 (1 octave lower than middle C becuase I sampled my wavs at 
> 22khz not 44). The only way I could get my sfx to work was to put them all 
> in different progs, 1 tone per prog. I never managed to get them all in 1 
> prog at different pitch ranges. There must be a knack. 

> 

> I never bothered with SsUtKeyOff. But maybe you need that too? Help! 

Cool I got my sounds working because of Grim and Mario's response. I 


loaded all 15 of my sound fx into one .vb and .vh file. Each sound 

Effect is a different program and they play great. I sampled at 22 khz 
and to get the sound to play correctly I used SsUtKeyOn(0, program, 0, 
77, 64, 127, 127); where 77 plays the sound in the correct pitch. 


God I love programming PlayStation. Mario, sorry about the complaints a 
couple of months ago. The newsgroups solve all my problems. 


-justin 
--MESSAGE FILE 19936 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000083 


——MESSAGE FILE 19937 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000084 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Vab's and seq files? 

Date: Sat, 30 Aug 1997 15:43:07 GMT 

Organization: SCEA News Server 

Lines: 12 
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Post here and let them know. 


Steve Tolin 


wrote in message ç 

>I think you need a real/fictional website editor we can talk to. Maybe they 
>could be a rad japanese game designer with a rad name like 'Sosumi 
>Motospazi' but then again you probably have better ideas. What would be 
>great would be if the website turned into more of a games designing 
>magazine, with articles like Fdge but with more code and less pathetic 
macho 
>posturing. Maybe you could persuade one of your ultra-enthusiastic team 
>leaders at SCEE to write a fortnightly game diary so we can follow the 
games 

>designing process on a real game ("look, just don't mention GTE 
>instructions"). You might even commission some down-at-heel drunken hack to 
>do some interviews on game mechanics. I'm sure it wouldnt cost that much 
>compared to a days tech support engineer time. 

> 

>An official 'free stuff for Yaroze kids' page might be nice, I'm sure we 
can 

>send you lots of share/freeware links to fill it cos at the moment that 
info 

>is scattered in a thousand corners. 

> 

>Anyway thats what I came up with in the shower this morning. C'mon 500 
>people post your great ideas here. 

> 

> 


—-MESSAGE FILE 2122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00825 


-—-MESSAGE FILE 2123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000826 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game design diary?? 

Date: Wed, 6 May 1998 00:22:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <6i0741Sjpr32@chuka.playstation.co.uk> 
References: <6io2kuS$6rl1l@scea> 

NNTP-Posting-Host: userk481.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


A game design diary would be great. In fact in Zzap! 64 (many years ago) they 
always had a diary from some programmer or another. It's a shame nowadays, 
there aren't many 'known faces', like the old; Jeff Minter, Orlando, Andew 
Braybrook, etc. 


Steve 


>I really like the idea of a magazine style game design diary. Great idea. 
>Now, how long will it take for someone to take action though? 

> 

>Are there any others out there that would like/benefit from this style of 
>web site? 

> 

>Post here and let them know. 

> 

> 

>Steve Tolin 

> 

>wrote in message x 

>>I think you need a real/fictional website editor we can talk to. Maybe they 
>>could be a rad japanese game designer with a rad name like 'Sosumi 
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Message-ID: <34083f2e.2246716@205.149.189.29> 

References: <34030193.79D4@digitalcity.com> <01bca625$f£9518000$c793989e@fourny.demon 
-co.uk> <340640A8.267A@digitalcity.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 29 Aug 1997 03:23:20 +0000, Justin <justin@digitalcity.com> 
wrote: 


>God I love programming PlayStation. Mario, sorry about the complaints a 
>couple of months ago. The newsgroups solve all my problems. 

> 

Justin, 


Glad to hear it. That's what we're here for. 
Mario 


—-MESSAGE FILE 19937 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000084 


—-MESSAGE FILE 19938 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000085 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Greggerzowski <ggorczow@eecs.uic.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: problem with looping sound effect 

Date: Wed, 03 Sep 1997 10:43:38 -0500 

Organization: University of Illinois at Chicago 

Lines: 14 

Message-ID: <340D85AA.41C67EA6@eecs.uic.edu> 

NNTP-Posting-Host: s6m.eecs.uic.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 4.1.4 sun4m) 

CC: ggorczow@eecs.uic.edu 


Hi. 

I am having a problem with getting sound effects to play continuously 
until told to stop (loop). 

I thought the way to do it was to first use the -L when using aiff2vag 
to make it a looping sound effect, and then in the program create an ID 
for the sound effect (like LASER) and then when wanting to start the 
sound write: LASER = SsUtKeyOn(), and then when stopping it, write: 
LASER = SsUtKeyOff(). Is this correct? or am I missing something. 


I have a feeling my broblem is in the arguments passed to the two 
functions. Maybe someone could explain to me what exactly needs to be 
done special to make a sound effect loop? 


-Gregg 
--MESSAGE FILE 19938 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000085 


——MESSAGE FILE 19939 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000086 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Windows tool for smf2seq 

Date: 9 Sep 1997 08:21:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01bcbcfbS21126c80$5fe52ac2@ira-rainey> 

NNTP-Posting-Host: dialup-05-31.netcomuk.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:86 scee.yaroze.programmi 
ng.sound: 32 


I have written a Win 95 front end for the midi conversion tool smf2seq, and 
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have stashed it in my ftp area (under tools/win95). 

That's it really, let me know what you think 

Ira 


http://www.playstation.co.uk/~shadow 
—-MESSAGE FILE 19939 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000086 


—--MESSAGE FILE 19940 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Blackwell" <bespeed@smartt.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Windows tool for smf2seq 

Date: 10 Sep 1997 08:57:42 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <0Olbcbhdc8S45fdc8a0S109f22cf@SmarttNet.smartt.com> 

References: <Olbcbcfb$21126c80S5fe52ac2@ira-rainey> 

NNTP-Posting-Host: vict-—mx0100303.smartt.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:87 scee.yaroze.programmi 
ng.sound: 33 


I figure other people may ask this, so I'll be public about it. I 
downloaded the tool, set it up correctly, gave it the path where my 
SMF2SEQ.EXE file is (on my machine it's in F:\PSX\BIN) and when I try to 
convert a sample it says "Can't find SMF2SEQ.EXE" What's up? I'm absolutely 
positive it's pointing to the right directory. 


Thanks for any help! 
-Chris B 


Ira Rainey <ira@netcomuk.co.uk> wrote in article 
<Olbcbcfb$21126c80S5fe52ac2@ira-rainey>... 

> I have written a Win 95 front end for the midi conversion tool smf2seq, 
and 


> have stashed it in my ftp area (under tools/win95). 
> 

> That's it really, let me know what you think 

> 

> Ira 

> 

> http://www.playstation.co.uk/~shadow 

> 


—-MESSAGE FILE 19940 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000087 


——MESSAGE FILE 19941 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000088 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: Windows tool for smf2seq 

Date: 10 Sep 1997 09:23:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01lbcbdcd$192483a0S43e52ac2@ira-rainey> 

References: <Olbcbcfb$21126c80S5fe52ac2@ira-rainey> <Olbcbdc8$45fdc8a0$109f22cfe@Smar 
ttNet.smartt.com> 

NNTP-Posting-Host: dialup-—05-03.netcomuk.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:88 scee.yaroze.programmi 
ng.sound: 34 


Off the top of my head, I don't know. It works fine here. 


I guess you haven't renamed the file or anything? 
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Does the location in the options box take you to the correct directory ? 


You could try moving the file and then re-locating the folder in the 
options box, although it shouldn't make any difference. 


Anyone else having trouble with this, or has anyone else got it working? 
Ira 


Chris Blackwell <bespeed@smartt.com> wrote in article 
<Olbcbdc8$45fdc8a0S109f22cfe@SmarttNet.smartt.com>... 

> I figure other people may ask this, so I'll be public about it. I 

> downloaded the tool, set it up correctly, gave it the path where my 

> SMF2SEQ.EXE file is (on my machine it's in F:\PSX\BIN) and when I try to 
> convert a sample it says "Can't find SMF2SEQ.EXE" What's up? I'm 
absolutely 

> positive it's pointing to the right directory. 


Thanks for any help! 

-Chris B 

Ira Rainey <ira@netcomuk.co.uk> wrote in article 
<Olbcbcfb$21126c80S5fe52ac2@ira-rainey>... 

> I have written a Win 95 front end for the midi conversion tool smf2seq, 
and 

have stashed it in my ftp area (under tools/win95). 

That's it really, let me know what you think 


Ira 


http://www.playstation.co.uk/~shadow 


VVVVVVVVVVVVVV VV VV 
VV NV V VV V V 


--MESSAGE FILE 19941 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000088 


——MESSAGE FILE 19942 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000089 

Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: MID2SEQ - Latest Update 

Date: 10 Sep 1997 11:08:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <Olbcbddb$b48f29e0$44e42ac2@ira-rainey> 

NNTP-Posting-Host: dialup-01-04.netcomuk.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:89 scee.yaroze.programmi 
ng.sound:35 


With reference to all previous posts on this matter, I have identified the 
problem in the code and have rectified it (I think it can be attributed to 
the Friday afternoon code gremlin). It was something to do with changing 
the drive when calling the progarm, and the fact that it didn't. It worked 
here because I any had my copy of SMF2SEQ on my c: drive. 


If anyone has already downloaded it then just uninstall the program using 
the Win95 add/remove program feature and download and install the new 
version. 

Sorry about that folks, have fun using it. 

Any other probs, don't hesitate to call me an idiot! 

Ira 


—-MESSAGE FILE 19942 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000089 
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——MESSAGE FILE 19943 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000090 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: SIOCons: WAR / WAW 

Date: Sun, 28 Sep 1997 11:16:59 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <342E82FB.5B65@uiuc.edu> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: archbald-34.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:90 scee.yaroze.programmi 
ng.sound: 36 


I was looking through the SIOCons manual in the Yellow yaroze manual, 
and I see that the commands WAW / WAR are used for transferring the 
contents of the sound buffer to / from main memory. The docs don't say 
WHERE in memory the data gets put / read. Anybody know? 


Also, I saw awhile ago that someone (from SCEE?) had developed a module 
which allowed one to transfer the sound buffer then plot the output 
(which is exactly what I'm wanteing to do) -- anyone know who that 
person was so I can email them? 


Thanks! 

Mark Jawad 

—-MESSAGE FILE 19943 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000090 


—-MESSAGE FILE 19944 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000091 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: SIOCons: WAR / WAW 

Date: Mon, 29 Sep 1997 09:56:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <342F6D27.756A08D9@micronetics.com> 

References: <342E82FB.5B65@uiuc.edu> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:91 scee.yaroze.programmi 
ng.sound: 37 


Mark Jawad wrote: 


I was looking through the SIOCons manual in the Yellow yaroze manual, 
and I see that the commands WAW / WAR are used for transferring the 
contents of the sound buffer to / from main memory. The docs don't say 
WHERE in memory the data gets put / read. Anybody know? 


V V V V V V 


Do "? all" in siocons there is a whole scad of help there. 
It will also tell you how to use WAW/WAR commands. 


-Jim 
--MESSAGE FILE 19944 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000091 
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——MESSAGE FILE 19945 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000092 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: SND2LT was Re: Sound Buffer 

Date: 4 Oct 1997 02:43:12 GMT 

Organization: WermxX Software 

Lines: 166 

Message-ID: <0lbcd06eSf2940c60Scebf43ce@wkwerner> 

References: <0Olbc864aS$a0432c70S5271df26@disintegration> <33BA2E38.61BEA4C8@microneti 
cs.com> <0lbc8af5Sd49f94e0S5271df26@disintegration> <33C182DD.2FE9@charlie.cns.iit.e 
du> <341A662F.79F6@teleport.com> 

NNTP-Posting-Host: port106.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


David Tin Nyo <memex@teleport.com> wrote: 

Ed Federmeyer wrote: 

> I got a demo called "snd21t" from the SCEE Web site, which allows 
> you to play a CD-audio disc, and it puts up a light show in time 


> to the music, including a sprectrum analyzer. 


Does anyone know where this demo is? I can't find it anywhere... 


VVVVVVVV V 


-Dave 


Found it! Attached it here for your convienence! 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 19945 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000092 


—-MESSAGE FILE 19946 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000093 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Bug in CdPlay() ? 

Date: Sat, 11 Oct 1997 16:28:47 -0700 

Organization: Meme-X 

Lines: 50 

Message-ID: <34400BAF.7675@teleport.com> 

Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx09-17.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


I've been trying to write a simple cd player 
using the CdPlay() function and I've been noticing 
some problems with this function on music-only CDs. 


My basically looks like this (pseudocode in << >> for 
clarity): 


int tracks[100]; 


main () 


{ 
int i; 
trackindex = 0; 


// set tracks list to be 1-99,0 
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for (i=0;i<99;i++) tracks[i] = 11: 
tracks[99] = 0; 

CdPlay (2,tracks,trackindex) ; 

while ( <<start button not pressed>> ) { 


// get the current track index 

trackindex = CdPlay(3,tracks,trackindex) ; 

// check for user track change 

if ( <<direction pad left>> ճն trackindex>0 ) { 
trackindex-—-; 
CdPlay(2,tracks,trackindex) ; 


if ( <<direction pad right>> ճն trackindex<98 ) { 
trackindex++; 
CdPlay(2,tracks,trackindex) ; 
} 
J; 


I've left out some code for clarity (such as debouncing) but 
this is the basic layout. 


This program works for playing audio tracks on all the 
games I own with music tracks, but on certain music CDs 
some tracks will not play. If I advance to some tracks 
the player skips on to the next track. 


One music CD this can be seen on is the WipeOut XL soundtrack 
album (not the game). Track 3 skips to Track 4 and tracks 8-13 
are unplayable with this program. 


Is this a problem with the CdPlay() function? I can't see how it 
could be a problem with my code because other discs/tracks play 
fine. (Note: I have no problem playing any tracks with the 

play function in siocons). 


-Dave 


Page 13476 


--MESSAGE FILE 19946 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000093 


—--MESSAGE FILE 19947 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 


/00000094 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Mark Jawad <jawad@uiuc.edu> 


Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 


Subject: Re: SIOCons: WAR / WAW 

Date: Wed, 15 Oct 1997 15:42:54 -0500 

Organization: Student at the University Of Illinois 
Lines: 9 

Message-ID: <34452ACE.793C@uiuc.edu> 


References: <342E82FB.5B65@uiuc.edu> <342F6D27.756A08D9@micronetics.com> 


Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: rochester-87.slip.uiuc.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:94 scee.yaroze.programmi 


ng.sound: 39 


Jim wrote: 


> 

> Do "? all" in siocons there is a whole scad of help there. 
> It will also tell you how to use WAW/WAR commands. 

> 

> —Jim 


Thanks. I was doing a "? WAW" and it wasn't telling me too much. 
-Mark 


--MESSAGE FILE 19947 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000094 


——MESSAGE FILE 19948 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
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/00000095 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: SND2LT was Re: Sound Buffer 

Date: Wed, 15 Oct 1997 15:45:29 -0500 

Organization: Student at the University Of Illinois 

Lines: 18 

Message-ID: <34452B69.275E@uiuc.edu> 

References: <Olbc864aSa0432c70S5271df26@disintegration> <33BA2E38.61BEA4C8@microneti 
cs.com> <01lbc8af5Sd49f94e0S5271df26@disintegration> <33C182DD.2FE9@charlie.cns.iit.e 
du> <341A662F.79F6@teleport.com> <01lbcd06eSf2940c60Scebf43ce@wkwerner> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: rochester-87.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 


Wayne K. Werner wrote: 
> 


>>>I got a demo which puts up a light show in time 
>>>to the music, including a sprectrum analyzer. 


Found it! Attached it here for your convienence! 


Wayne K. Werner 
wkwerner@con2.com 


VVVVVV 


Thanks for posting that. I'm going putting a MOD-style music 
display tracker in my game, and I was going to try and see how 
the WAR command got the sample data. Kudos go to whoever wrote 
that module; it saves me alot of trouble! 


-Mark 
--MESSAGE FILE 19948 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000095 


——MESSAGE FILE 19949 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000096 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Wed, 15 Oct 1997 15:32:05 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <34452845.3B05@uiuc.edu> 

References: <34400BAF.7675@teleport .com> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: rochester-87.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 


David Tin Nyo wrote: 


My basically looks like this (pseudocode in << >> for 
clarity): 


[Clip] 


This program works for playing audio tracks on all the 
games I own with music tracks, but on certain music CDs 
some tracks will not play. If I advance to some tracks 
the player skips on to the next track. 

-Dave 


VVVVVVVVVV VV 
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Dave, 
Do you have a delay set on how often you read the input 
from the control pad? The program might be reacting so fast that 
it skips 2 or 3 tracks every time you press L or R on the directional 
pad. Try waiting 10 VSyncs between pad reads and see 
if the problem still exists.. 


-Mark 
--MESSAGE FILE 19949 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000096 


——MESSAGE FILE 19950 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000097 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Wed, 15 Oct 1997 14:24:52 -0700 

Organization: Meme-X 

Lines: 9 

Message-ID: <344534A4.5DCF@teleport .com> 

References: <34400BAF.7675@teleport.com> <34452845.3B05@uiuc.edu> 
Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx13-29.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


> Do you have a delay set on how often you read the input 
> from the control pad? 


Yes I have debouncing built into the actual program. But the 
problem seems deeper than this. Certain tracks of music CDs 
will just NOT play with this function, even if they are the 
first track in the track list. 


-Dave 
--MESSAGE FILE 19950 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000097 


——MESSAGE FILE 19951 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000098 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: MIDI conversion question. 

Date: Thu, 16 Oct 1997 23:27:36 -0500 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <3446EF938.62CF@dfwmm.net> 

NNTP-Posting-Host: 44-00-dal.123net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:98 scee.yaroze.programmi 
ng.sound: 40 


Hello, 
I have a question for all you MIDI experts out there. 


I had made a cheesy background game song using General MIDI with 

Cakewalk, with track 1 being percussion (Channel 10 Patch 97) and track 

—-MESSAGE FILE 19951 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000098 


——MESSAGE FILE 19952 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000099 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: SND2LT was Re: Sound Buffer 

Date: 17 Oct 1997 16:47:22 GMT 

Organization: WermxX Software 

Lines: 15 

Message-ID: <0OlbcdblbSfcb8ca20Safbf43ce@wkwerner> 

References: <Olbc864aS$a0432c70S5271df26@disintegration> <33BA2E38.61BEA4C8@microneti 
cs.com> <0lbc8af5Sd49f94e0S5271df26@disintegration> <33C182DD.2FE9@charlie.cns.iit.e 
du> <341A662F.79F6@teleport.com> <01lbcd06eSf2940c60Scebf43ce@wkwerner> 
NNTP-Posting-Host: port75.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Wayne K. Werner <wkwerner@con2.com> wrote: 

> 

> 

I got a request from SCEE for the URL for that demo... come on guys, 
can't you find it on your own site? :) 


Here it is: 


http: //www.netyaroze-europe.com/yaroze/demos/ftpmain.htm 


Wayne K. Werner 
wkwerner@con2.com 


WNN WYN 


--MESSAGE FILE 19952 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000099 


——MESSAGE FILE 19953 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000100 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Mon, 20 Oct 1997 15:29:05 -0700 

Organization: Sony Computer Entertainment America 

Lines: 96 

Message-ID: <344BDB1E.28C7@interactive.sony.com> 

References: <3446E938.62CF@dfwmm.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:100 scee.yaroze.programm 
ing.sound:41 


Mr. Dave Krampitz wrote: 


Hello, 


I had made a cheesy background game song using General MIDI with 

Cakewalk, with track 1 being percussion (Channel 10 Patch 97) and track 
—-MESSAGE FILE 19953 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000100 


> 
> 
> 
> I have a question for all you MIDI experts out there. 
> 
> 
> 


—--MESSAGE FILE 19954 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000101 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Tue, 21 Oct 1997 22:28:13 -0500 

Organization: (no organization) 

Lines: 32 
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Message-ID: <344D72CD.36B8@charlie.cns.iit.edu> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:101 scee.yaroze.programm 
ing.sound: 42 


Stan Weaver wrote: 


Mr. Dave Krampitz wrote: 

> 2. Why is the MIDI file distorted so badly by SMF2SEQ/SEQPLAY or am I 
> doing something wrong? 

> 

2) The MIDI file should not be distorted at all. What I think may be 
the problem is that you're not specifying the appropriate programs at 
the beginning of each track (i.e. program change ##). I'm assuming that 
you're using the General MIDI VAB provided with NY. Is this true? If 
you look at my posting of 6/18/97 titled, "Re:<long>STDO Sound Map", you 
will see a list of all of the programs in the GM VAB. 


VVVVVVVVV VV 


I have this problem as well. I've downloaded *many* MIDI files 
from the various MIDI sites on the Internet, played them on my 
PC and they sounded great! Then, I convert them using the 

Net Yaroze tools, and download them and play them on the NY, and 
they sound *terrible*. 


I understand there is some kind of conversion you need to do, somehow 
remapping the drum track differently. There is an old post here 
that breifly describes what needs to be done. 


I used to be really into MIDI, but now-a-days, I'd much prefer to 
spend the time programming rather than hand-transcribing drum 
tracks. Bleh. 


Does anyone have a tool (A nice DOS command line tool!??!) that 
automagically does *all* the needed conversion of the original 
-MID file into NY formats? 


Ed Federmeyer 
—-MESSAGE FILE 19954 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000101 


——MESSAGE FILE 19955 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000102 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Wed, 22 Oct 1997 22:50:24 -0500 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <344EC980.157A@dfwmm.net> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> 
NNTP-Posting-Host: 12-00-dal.123net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:102 scee.yaroze.programm 
ing.sound: 43 


Hey Stan, 
thanks for your reply. 


> 2) The MIDI file should not be distorted at all. What I think may be 
> the problem is that you're not specifying the appropriate programs at 
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>>Motospazi' but then again you probably have better ideas. What would be 
>>great would be if the website turned into more of a games designing 
>>magazine, with articles like Edge but with more code and less pathetic 
>macho 
>>posturing. Maybe you could persuade one of your ultra-enthusiastic team 
>>leaders at SCEE to write a fortnightly game diary so we can follow the 
>games 

>>designing process on a real game ("look, just don't mention GTE 
>>instructions"). You might even commission some down-at-heel drunken hack to 
>>do some interviews on game mechanics. I'm sure it wouldnt cost that much 
>>compared to a days tech support engineer time. 

>> 

>>An official 'free stuff for Yaroze kids' page might be nice, I'm sure we 
>can 

>>send you lots of share/freeware links to fill it cos at the moment that 
>info 

>>is scattered in a thousand corners. 

>> 

>>Anyway thats what I came up with in the shower this morning. C'mon 500 
>>people post your great ideas here. 

>> 

>> 

> 

> 


1349 


-—-MESSAGE FILE 2123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00826 


—-MESSAGE FILE 2124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000827 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 10:14:20 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <1d814dd.bdgjvzi5kyqwuN@al-88-101.al.nl> 
References: <6invjj$jpr30@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Steve Dunn <steve@backroom.tm> wrote: 


Commando (Ocean?) 


This game was great!!! I paid about 5 pounds for it and I was addicted 
from the beginning!! Later Ninto took it to their platform as well. 


BoulderDash was inovative too! And what about the 
Giana sisters??? This marioland-clone was graphicaly much better than 


mario and the gameplay was at least as good as Marioland. 


And what about IK+ an Babarian? 


C64 was never overruled!! 


DEnnis.. 


—-MESSAGE FILE 2124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00827 


-—-MESSAGE FILE 2125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000828 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
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the beginning of each track (i.e. program change ##). I'm assuming that 
you're using the General MIDI VAB provided with NY. Is this true? If 
you look at my posting of 6/18/97 titled, "Re:<long>STDO Sound Map", you 
will see a list of all of the programs in the GM VAB. 


V V V V V 


Could you please repost the Sound Mapping info or send it to me at 
krampitz@dfwmm.net? 


It is not available any longer on my news server. 
Thanks. 


Dave 
—-MESSAGE FILE 19955 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000102 


--MESSAGE FILE 19956 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000103 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Thu, 23 Oct 1997 04:10:38 GMT 

Organization: SCEA News Server 

Lines: 195 

Message-ID: <344ecdd4.24414122@205.149.189.29> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> <344EC980 
.157A@dfwmm.net> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:103 scee.yaroze.programm 
ing.sound: 44 


On Wed, 22 Oct 1997 22:50:24 -0500, "Mr. Dave Krampitz" 
<krampitz@dfwmm.net> wrote: 


>Hey Stan, 

> 

>thanks for your reply. 

> 

>[snip] 

> 

>Could you please repost the Sound Mapping info or send it to me at 
>krampitz@dfwmm.net? 

> 


>It is not available any longer on my news server. 
> 
Dave, 


I think this is what you're looking for. 


Mario 


TABLE 1 - General MIDI Instrument Patch Map 


(groups sounds into sixteen families, w/8 instruments in each family) 


Prog# Instrument Prog# Instrument 

(1-8 PIANO) (9-16 CHROM PERCUSSION) 
1 Acoustic Grand 9 Celesta 

2 Bright Acoustic 10 Glockenspiel 

3 Electric Grand al. Music Box 

4 Honky-Tonk 12 Vibraphone 

S Electric Piano 1 13 Marimba 

6 Electric Piano 2 14 Xylophone 

7 Harpsichord 15 Tubular Bells 
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8 


(17-24 


(33-40 


(49-56 


(65-72 


(81-88 


(97-104 


(113-12 
EFFECTS) 
113 
114 


Clav 


ORGAN) 
Drawbar Organ 
Percussive Organ 
Rock Organ 
Church Organ 
Reed Organ 
Accoridan 
Harmonica 
Tango Accordian 


BASS) 

Acoustic Bass 
Electric Bass (finger) 
Electric Bass (pick) 
F 
Տ 


retless Bass 
lap Bass 1 
Slap Bass 2 
Synth Bass 1 


Synth Bass 2 


ENSEMBLE) 
String Ensemble 1 
String Ensemble 2 
SynthStrings 1 
SynthStrings 2 
Choir Aahs 
Voice Oohs 
Synth Voice 
Orchestra Hit 


REED) 
Soprano Sax 
Alto Sax 
Tenor Sax 
Baritone Sax 


Oboe 

English Horn 

Bassoon 

Clarinet 

SYNTH LEAD) 

Lead 1 (square) 

Lead 2 (sawtooth) 

Lead 3 (calliope) 

Lead 4 (chiff) 

Lead 5 (charang) 

Lead 6 (voice) 

Lead 7 (fifths) 

Lead 8 (basst+lead) 

SYNTH EFFECTS) 

FX 1 (rain) 

FX 2 (soundtrack) 
FX 3 (crystal) 

FX 4 (atmosphere) 
FX 5 (brightness) 
FX 6 (goblins) 

FX 7 (echoes) 

FX 8 (sci-fi) 

0 PERCUSSIVE) 
Tinkle Bell 
Agogo 
Steel Drums 
Woodblock 


Taiko Drum 
Melodic Tom 
Synth Drum 
Reverse Cymbal 


16 


(25-32 


Dulcimer 


GUITAR) 
Acoustic Guitar 
Acoustic Guitar 
Electric Guitar (jazz) 
Electric Guitar (clean) 
Electric Guitar (muted) 
Overdriven Guitar 
Distortion Guitar 
Guitar Harmonics 


nylon) 
steel) 


anana 


(41-48 STRINGS) 
Violin 
Viola 
Cello 
Contrabass 


եռ 


Tremolo Strings 
Pizzicato Strings 
Orchestral Strings 
Timpani 


(57-64 
Trumpet 
Trombone 
Tuba 
Muted Trumpet 
French Horn 
Brass Section 
SynthBrass 1 


SynthBrass 2 


BRASS) 


(73-80 PIPE) 
Piccolo 

Flute 
Recorder 

Pan Flute 
Blown Bottle 


Skakuhachi 


Whistle 
Ocarina 
(89-96 SYNTH PAD) 
Pad 1 (new age) 
Pad 2 (warm) 
Pad 3 (polysynth) 
Pad 4 (choir) 
Pad 5 (bowed) 
Pad 6 (metallic) 
Pad 7 (halo) 
Pad 8 (sweep) 
(105-112 ETHNIC) 
Sitar 
Banjo 
Shamisen 
Koto 
Kalimba 
Bagpipe 
Fiddle 
Shanai 
(121-128 SOUND 


Guitar Fret Noise 
Breath Noise 
Seashore 

Bird Tweet 
Telephone Ring 
Helicopter 
Applause 

Gunshot 
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TABLE 2 - General MIDI Percussion Key Map 


(assigns drum sounds to note numbers. MIDI Channel 10 is for 


percussion) 


MIDI Drum Sound MIDI Drum Sound 
Key Key 

35 Acoustic Bass Drum 59 Ride Cymbal 2 
36 Bass Drum 1 60 Hi Bongo 

37 Side Stick 61 Low Bongo 

38 Acoustic Snare 62 Mute Hi Conga 
39 Hand Clap 63 Open Hi Conga 
40 Electric Snare 64 Low Conga 

41 Low Floor Tom 65 High Timbale 
42 Closed Hi-Hat 66 Low Timbale 
43 High Floor Tom 67 High Agogo 

44 Pedal Hi-Hat 68 Low Agogo 

45 Low Tom 69 Cabasa 

46 Open Hi-Hat 70 Maracas 

47 Low-Mid Tom Hel, Short Whistle 
48 Hi-Mid Tom 72 Long Whistle 
49 Crash Cymbal 1 73 Short Guiro 
50 High Tom 74 Long Guiro 

51 Ride Cymbal 1 75 Claves 

52 Chinese Cymbal 76 Hi Wood Block 
53 Ride Bell ան Low Wood Block 
54 Tambourine 78 Mute Cuica 

55 Splash Cymbal 79 Open Cuica 

56 Cowbell 80 Mute Triangle 
57 Crash Cymbal 2 81 Open Triangle 
58 Vibraslap 

TABLE 3 - General MIDI minimum sound module specs 
Voices: 


A minimum of either 24 fully dynamically allocated voices 
available simultaneously for both melodic and percussive sounds or 16 

dynamically allocated voices for melody plus eight for 
percussion. 
Channels: 

General MIDI mode supports all sixteen MIDI channels. Each 
channel can play a variable number of voices (polyphony). Each channel 

can play a different instrument (timbre). Keybased Percussion is 
always on Channel 10. 
Instruments: 

A minimum of sixteen different timbres playing various instrument 
sounds. A minimum of 128 preset for Intruments (MIDI program 

numbers). 
Note on/Note off: 

Octabe Registration: Middle C(C3) = MIDI key 60. All Voices 
including percussion respond to velocity. 


Controllers: 
Controller # Description 
1 Modulation 
7 Main Volume 
10 Pan 
11 Expression 
64 Sustain 
121 Reset All Controllers 
123 All Notes Off 
Registered Description 
Parameter # 
0 Pitch Bend Sensitivity 
1 Fine Tuning 


2 Coarse Tuning 
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Additional Channel Messages: 
Channel Pressure (Aftertouch) 
Pitch Bend 
Power-Up Defaults: 
Pitch Bend Amount = 0 
Pitch Bend Sensitivity = +-2 semitones 
Volume = 90 
All Other Controllers = reset 


-—-MESSAGE FILE 19956 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000103 


—--MESSAGE FILE 19957 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000104 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Help from Sony guys? was Re: Bug in CdPlay() ? 

Date: Wed, 22 Oct 1997 23:09:17 -0700 

Organization: Meme-X 

Lines: 8 

Message-ID: <344EEAOD.CB1@teleport .com> 

References: <34400BAF.7675@teleport.com> 

Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx13-11.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


Hi there, 


I haven't heard any response from any of you support 
guys at Sony on my problem, which could well be a 
bug in the library... What's up? Please read 

my previous posts. 


-Dave 
--MESSAGE FILE 19957 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000104 


——MESSAGE FILE 19958 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000105 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Help from Sony guys? was Re: Bug in CdPlay() ? 

Date: Thu, 23 Oct 1997 14:51:08 GMT 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <344£6396.29573271@205.149.189.29> 

References: <34400BAF.7675@teleport.com> <344EEA0D.CB1@teleport.com> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Dave, 


Sorry, I played with this a little bit trying to duplicate your 
problem but wasn't able to. More pressing issues drew me away and I 
sort of forgot about it. Anyway, I can't answer your questions at this 
point, so I've sent your original message to Sony to see if someone 
there can get and answer for you. 


Mario 


On Wed, 22 Oct 1997 23:09:17 -0700, David Tin Nyo <memex@teleport.com> 
wrote: 


>Hi there, 
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> 
>I haven't heard any response from any of you support 
>guys at Sony on my problem, which could well be a 


>bug in the library... What's up? Please read 
>my previous posts. 

> 

>-Dave 


—-MESSAGE FILE 19958 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000105 


—-MESSAGE FILE 19959 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000106 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Roy Glover <rglover@gte.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Drums And Percussion 

Date: Thu, 23 Oct 1997 14:20:33 -0700 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <344FBFA0.FE3AEADB@iname. com> 
NNTP-Posting-Host: 1Cust241.tnt1.san-fernando.ca.da.uu.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


noticed that there still seems to be a misunderstanding of how get 
General MIDI drums and percussion sequences converted to the Yaroze, so 
I thought I would post this. 


It doesn't matter what MIDI channel the drum/percussion track uses. 
What matters is the program number assigned to that track. 

If you are using stdO.vh & std0Q.vb which comes on the Yaroze boot cd, 
then the drum/percussion track(s) should be assigned program change 
number 127 (or 128, depending on the numbering convention of the 
sequencer you are using). 

That's all there is to it. 

I hope this will be of some help. 


Roy 


—-MESSAGE FILE 19959 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000106 


—-MESSAGE FILE 19960 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000107 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: MIDI conversion question. 

Date: Fri, 24 Oct 1997 10:12:54 -0700 

Organization: Sony Computer Entertainment America 

Lines: 243 

Message-ID: <3450D713.815@interactive.sony.com> 

References: <3446E938.62CF@dfwmm.net> <344BDB1E.28C7@interactive.sony.com> <344EC980 
.157A@dfwmm.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 5809FDE6C51" 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:107 scee.yaroze.programm 
ing.sound:45 


This is a multi-part message in MIME format. 


5809FDE6C51 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Mr. Dave Krampitz wrote: 
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> Could you please repost the Sound Mapping info or send it to me at 
> krampitz@dfwmm.net? 


Sure, no problem. Special thanks to Mario for his excellent post which 
includes a lot of additional valuable information. I think you'll 
notice when looking over the attached doc that there are some 
differences, particularly with regard to percussion, and limitations 
compared to a professional, commercial-grade General MIDI synthesizer. 
However, like all other aspects of the process of creating a game for NY 
(or any other platform for that matter), the sound system has certain 
limitations. Time must be spent doing research, looking into possible 
solutions. That's what makes it interesting! And what is more, often 
times it's the very limitations that plague you at first which turn out 
to be your greatest allies in the discovery and creation process. I'll 
get off my soapbox now. And, I'm by no means directing this to you 
alone Dave, it's meant as a general encouragement to anyone who may be 
stopping by this group. 


Oh, BIW, Roy Glover's post yesterday succinctly and accurately states 
how to work with the percussion in the GM VAB. You may need to make 
some adjustments to get the right sounds playing with the intended 
key-ons, but with both the GM mapping and the STDO mapping, you should 
be able to figure that out. 


> It is not available any longer on my news server. 


Your news server is my news server. Have you tried selecting something 
like "Show all messages" in the Options menu of your reader? I don't 
know which reader your using, but generally there's a way to see all of 
the messages in any group. 


Well, hope I've been of assistance. 


All the best, 


Stan 


Stan Weaver 

Audio Tools Technician 
Technical Support 

SCEA 


5809FDE6C51 
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Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 


535744"; name="STDO.VAB" 
Content-Transfer-Encoding: 7bit 
Content—Description: Microsoft Word Document 
Content—Disposition: inline; filename="STDO.VAB" 


The VAB layout follows the General MIDI protocol. 


0 - AcGrandPno 

1 - BrtAcPiano (-0) 
2 - Elec Grand (~0) 
3 - Honky-Tonk (-0) 
4 - E.Piano 1 

5 - E.Piano 2 (=4) 
6 — Harpsichrd 

7 — Clavinet (=6) 


8 - Celesta 
9 — Glockenspl 


10 — Music Box (=8) 
11 - Vibraphone 
12 - Marimba 


13 - Xylophone 
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14 - TubularBel (=9) 
15 - Dulcimer 
16 - DrawbarOrg 
17 - Perc Organ 
18 - Rock Organ (-17) 
19 - Church Org (~16) 
20 — Reed Organ 
21 - Accordian (=20) 
22 — Harmonica (=20) 
23 — TangoAccrd (=20) 
24 - Nylon Gtr 
25 — SteelStrGtr 
26 — JazzGuitar 
27 — Clean Gtr 
28 — Mute Gtr 
29 — OvrdriveGt 
30 — Distortion (=29) 
31 - GtHarmonic 
32 - 

AcoustBass 
33 — FingerBass 
34 — Pick Bass (=33) 
35 - FretlessBs (~33) 
36 — SlapBass 1 
37 - SlapBass 2 (=36) 
38 — SynthBassl 
39 — Synthbass2 (=38) 
40 — Violin 
41 - Viola 
42 — Cello 
43 — ContraBass (=42) 
44 - TremStrngs (=48) 
45 — Pizzicato 
46 - Harp 
47 — Timpani 
48 — String Ens 
49 — Slow Str (=48) 
50 - SynStringl 
51 — SynString2 (=50) 
52 - Choir Ahhs 
53 — Voice Oohs (=52) 
54 - SynthVoice (~52) 
55 - OrcstraHit 
56 - Trumpet 
57 - Trombone 
58 — Tuba 
59 - MtdTrumpet 
60 — FrenchHorn 
61 — Brass Sect 
62 - SynBrass 1 
63 — SynBrass 2 (=62) 
64 - SopranoSax 
65 - Alto Sax 
66 - Tenor Sax 
67 - BaritonSax 
68 - Oboe 
69 - EnglshHorn 
70 - Bassoon 
71 — Clarinet 
72 — Piccolo 
73 - Flute 
74 — Recorder 
75 — Pan Flute (=73) 
76 — BottleBlow (=73) 
77 — Shakuhachi 
78 — Whistle (=74) 


79 — Ocarina (=74) 
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80 - 


SquareLead (=62) 


81 - Saw Lead (=62) 
82 - Calliope (=73) 
83 - Chiff Lead (=73) 
84 - Charang (=62) 

85 — Voice Lead (=54) 
86 — 5ths Lead (~62) 
87 — Bass&Lead (=62) 
88 — Bell Pad 

89 — Warm Pad (=88) 
90 - Polysynth (=88) 
91 — GlassChoir (=88) 
92 — BowedGlass (=88) 
93 — Metallic (=88) 
94 — Halo Pad (=88) 
95 - Echo Sweep (=88) 
96 — Ice Rain (=88) 
97 — Soundtrack (=88) 
98 - Crystaline (=88) 
99 — Atmosphere (=88) 
100 - Briteness (=88) 
101 - Goblins (=88) 
102 - Echoes (=88) 

103 - Sci-Fi (=88) 

104 - Sitar 

105 - Banjo (=106) 

106 - Shamisen 

107 - Koto 

108 - Kalimba 

109 - Bagpipe 

110 - Fiddle (=42) 

111 - Shanai 

112 - <TinkleBell> 
113 - <Agogo> 

114 - <SteelDrums> 
115 - <Woodblock> 

116 - <Taiko Drum> 
117 - <MelodicTom> 
118 - <SynthDrum> 

119 - <RevCymbal> 

120 - <Fret Noise> 
121 - <BreathNois> 
122 - <Seashore> 

123 - <Bird Tweet> 
124 - <Telephone> 

125 - <Helicopter> 
126 - <Applause> 

127 — <Gun Shot> 
Drums (127) 

0 - Kick 

1 — Side Stick 

2 — Snare Low 

3 — Hand Claps 

4 — Snare Hi (~3) 

5 - Tom 1 

6 — Close Hi-Hat 

7 - Tom 2 (~6) 

8 - Pedal Hi-Hat (~7) 
9 — Tom 3 (~6) 

10 — Open Hi-Hat (~7) 
11 - Tom 4 (-6) 

12 - Crash Cymbal 

13 — Tom 5(-6) 

14 — Ride Cymbal 

15 — Ride Bell 
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Key to the symbols used in this list: 


1) "name (=#)" — program is identical to the number program 
indicated by "#". 


2) "name (~#)" — program uses the same VAG as the number program 
indicated by "#", but has certain alterations to the voice(s). 


3) "<name>" - no program exists for this General MIDI patch. 


5809FDE6C51-- 


-—-MESSAGE FILE 19960 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000107 


—-MESSAGE FILE 19961 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: SEQ playback counter? 

Date: Mon, 27 Oct 1997 15:23:15 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34552173.41C6@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


Hello, 


Is there a global variable I could reference that would tell me what 
part of a SEQ sequence is being played at any moment? 


The reason I ask is I need to know which beat in a song is being played 
for each frame so Լ can sync my girl's dancing to the music. 


Thanks! 


David 
-—-MESSAGE FILE 19961 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000108 


—-MESSAGE FILE 19962 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000109 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Fri, 31 Oct 1997 04:01:24 GMT 

Organization: SCEA News Server 

Lines: 77 

Message-ID: <3459579b.57260624@205.149.189.29> 

References: <34400BAF.7675@teleport.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


David, 
I received this reply from Sony. 


"CD Play is not sensitive to the contents of the disc. It simply 
seeks to the timecode specified for the specified track, and starts 
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playing from there." 


"I suspect the problem here has to do with the fact that the program 
is not debouncing the controller buttons at all. It's probably 
skipping from one track to the next because it goes through the loop 
several times before anything starts playing. The problem would 
likely be worse for short tracks." 


"The program should either wait for the button to be released before 

accepting further input, or else it should wait for a certain amount 

of time to go by. Once the program has been changed this way, see if 
the problem persists." 


I hope this helps. 
Mario 


On Sat, 11 Oct 1997 16:28:47 -0700, David Tin Nyo <memex@teleport .com> 
wrote: 


>I've been trying to write a simple cd player 
>using the CdPlay() function and I've been noticing 
>some problems with this function on music-only CDs. 
> 
>My basically looks like this (pseudocode in << >> for 
>clarity): 

> 

>int tracks[100]; 


int "1-5 
trackindex = 0; 


// set tracks list to be 1-99,0 


for (i=0;1<99;i++) tracks[i] = i+l; 
tracks[99] = 0; 
CdPlay(2,tracks,trackindex) ; 

while ( <<start button not pressed>> ) { 


// get the current track index 

trackindex = CdPlay(3,tracks,trackindex) ; 

// check for user track change 

if ( <<direction pad left>> ճն trackindex>0 ) { 
trackindex-—-; 
CdPlay(2,tracks,trackindex) ; 


if ( <<direction pad right>> ճն trackindex<98 ) { 
trackindextt; 
CdPlay(2,tracks,trackindex) ; 


VVVVVVVVVVVV VV VV VV VV VV 
oS 


>I've left out some code for clarity (such as debouncing) but 
>this is the basic layout. 

> 

>This program works for playing audio tracks on all the 
>games I own with music tracks, but on certain music CDs 


>some tracks will not play. If I advance to some tracks 

>the player skips on to the next track. 

> 

>One music CD this can be seen on is the WipeOut XL soundtrack 
>album (not the game). Track 3 skips to Track 4 and tracks 8-13 
>are unplayable with this program. 

> 


>Is this a problem with the CdPlay() function? I can't see how it 
>could be a problem with my code because other discs/tracks play 


>fine. (Note: I have no problem playing any tracks with the 
>play function in siocons). 

> 

>-Dave 
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—-MESSAGE FILE 19962 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000109 
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Subject: Re: Game design diary?? 

Date: Wed, 6 May 1998 10:14:22 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <1d81414.17pympr2zndtsN@al-88-101.al.nl> 

References: <6io2kuS6rl@scea> <6i10741Sjpr32@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


The idea is fun but probably takes to much time. If you have spare time, 
You use it to work on the game, not on the website. Some members do set 
a plan on the internet and show at what stage the development is. 

If Somebody has a nice story on the net, tell me and I will put a link 
on the TEAM BLACK page to it. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


-—-MESSAGE FILE 2125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00828 


—-MESSAGE FILE 2126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000829 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Wed, 6 May 1998 10:14:24 +0200 

Organization: Debri Productions 

Lines: 30 

Message-ID: <1d814q0.fzs0ofvnixr2N@al1-88-101.al.nl1> 
References: <354f85d5.25145471@www.netyaroze-europe. com> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 
Moan moan moan thats all I ever do. 
Now I really have something to complain about. My monitor/tv has 


broken while I was using it. Great, there goes the end of my 
programming attempts. (growl) 


Anyone fancy buying and delivering me a new tv? 


VVVVVVVVV 


Robert Swan 


I like your moaning a lot. When something goes bad with my stuff, I read 
some of you moaning articles and feel happy again and think; "Oh, that 
Swan-bloke has more bad luck" 


չ-) 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 
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——MESSAGE FILE 19963 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000110 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Tue, 4 Nov 1997 03:04:08 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <63k1d0S$sk225@chuka.playstation.co.uk> 

References: <34400BAF.7675@teleport.com> <3459579b.57260624@205.149.189.29> 
NNTP-Posting-Host: p21-max6.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Mario Perdue wrote in message <3459579b.57260624@205.149.189.29>... 
>David, 

> 

>I received this reply from Sony. 

> 

>"CD Play is not sensitive to the contents of the disc. It simply 
>seeks to the timecode specified for the specified track, and starts 
>playing from there." 

> 

>"I suspect the problem here has to do with the fact that the program 
>is not debouncing the controller buttons at all. It's probably 
>skipping from one track to the next because it goes through the loop 
>several times before anything starts playing. The problem would 
>likely be worse for short tracks." 
> 

>"The program should either wait for the button to be released before 
>accepting further input, or else it should wait for a certain amount 
>of time to go by. Once the program has been changed this way, see if 
>the problem persists." 


This is DEFINITELY not the case. We can across this bug very early on when 
mucking around with the Yaroze system (seemed like one of the easier things 
to implement), and actually posted a similar cry for help (although nobody 
replied). 


Here is the source we used (doesn't get much simpler than this :) ) 


#include <libps.h> 

int tracks[10] = {10,4,6,8,1,3,5,7,9,0}; 

void main() 
{ 
SsSetSerialAttr(SS_CD,SS_MIX,SS_SON) ; 
SsSetSerialVol (SS_CD,127,127); 
SsSetMVol (127,127); 
CdPlay(1,tracks,0); 


while (CdPlay(3,tracks,0) != -1); 

} 
Even if you hard code the order the tracks play in, some will still skip. 
Therefore it cannot be anything to do with the controller (our version 
doesn't even let you use the controller to select tracks). No matter how 


hard you try some tracks will just not play. The program WILL find the 
track, but skips straight over it as though the track were zero in length 
(you can see this when you watch SIOCONS run the program). 


We tried all sorts of things like putting in delays and outputting different 
variables. Nix, nada, nothing. 


After some experimentation we couldn't even find any kind of correlation 
between the tracks that wouldn't play. On some CDs tracks 2,3, and 9 might 
not play, on others 4, 7-12, 15, on others every track would work fine. 
Different length songs, different length CDs. 


You should be able to replicate the problem if you try a couple of CDs. I 
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know that some tracks on the latest No Doubt album don't work (can't 
remember any others off hand - it has been a while since we gave up on this 
one). 


Mario Wynands 


—-MESSAGE FILE 19963 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000110 


—-MESSAGE FILE 19964 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000111 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Mon, 3 Nov 1997 19:19:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <6317pn$sk226@chuka.playstation.co.uk> 

References: <34400BAF.7675@teleport.com> <3459579b.57260624@205.149.189.29> <63k1d0$ 
sk225@chuka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> some tracks on the latest No Doubt album don't work 


So are No Doubt signed to Sony or is this a third party peripheral? 


—-MESSAGE FILE 19964 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000111 


--MESSAGE FILE 19965 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000112 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: I need help with sound playback 

Date: Mon, 03 Nov 1997 15:07:59 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <345E594F.167E@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


My code to playback SEQ files works OK, 
but I need to monitor which part of the 
music sequence is being played back at 
each frame so I can sync my dancing girl 
to the music. 


I couldn't find a function that provides 
this information. Can someone please tell 

me if there is a global variable I can 
monitor? The manual lists several 3d globals 
but doesn't mention any sound globals. 


David White 
—-MESSAGE FILE 19965 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000112 


—-MESSAGE FILE 19966 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
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/00000113 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David Tin Nyo <memex@teleport.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 
Date: Wed, 05 Nov 1997 22:58:11 -0800 
Organization: Meme-X 
Lines: 41 
Message-ID: <34616A83.6C48@teleport .com> 

References: <34400BAF.7675@teleport.com> <3459579b.57260624@205.149.189.29> <63k1d0$ 
sk225@chuka.playstation.co.uk> 

Reply-To: memex@teleport.com 

NNTP-Posting-Host: ip-pdx25-03.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


Mario Wynands wrote: 


Mario Perdue wrote in message <3459579b.57260624@205.149.189.29>... 
>"The program should either wait for the button to be released before 
>accepting further input, or else it should wait for a certain amount 
>of time to go by. Once the program has been changed this way, see if 
>the problem persists." 


This is DEFINITELY not the case. We can across this bug very early on when 
mucking around with the Yaroze system (seemed like one of the easier things 
to implement), and actually posted a similar cry for help (although nobody 
replied). 


VVVVVVVVV VV 


Thanks for backing me up on this... My original pseudo code did have 
comments that I was debouncing the controller. But your sample proves 
that it has nothing to do with the controller. 


Sony's comments about CDPlay() not being sensitive to the contents 
of the disk perked my interest, though. They said that it uses 
timecode specified for the track (is this stored in the table of 
contents for the CD?). Maybe the audio disks we notice the problem 
on have invalid TOC data? That would make sense since they are 
usually only played on an audio-only device. I would like to get 

a definite answer on this... 


Either way, CDPlay() does seem to have a problem which makes it 
unusable for its intended purposes, that is playing audio tracks. 


I've been working on a "light-synth" type program that reacts to 
music (based on the snd2lt demo) but I'm grinding to a halt with 
this problem. What's the use if I can't play my favorite music 

with it, you know? 


Maybe someone at Sony could give us a better CD Play library? 
Something with better access would be nice, too. Functions 
that return the total number of tracks and allow access by 

time as well as track number, and ff and rew capabilities would 
be very much appreciated... I'd write it myself, but alas, we 
Yaroze developers don't get the hardware info... 


-Dave 
--MESSAGE FILE 19966 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000113 


——MESSAGE FILE 19967 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000114 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Fri, 7 Nov 1997 10:42:37 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <63tdc7$sk229@chuka.playstation.co.uk> 
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References: <34400BAF.7675@teleport.com> <3459579b.57260624@205.149.189.29> <63k1d0$ 
sk225@chuka.playstation.co.uk> <34616A83.6C48@teleport.com> 

NNTP-Posting-Host: p55-max4.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


David Tin Nyo wrote in message <34616A83.6C48@teleport.com>... 
>Sony's comments about CDPlay() not being sensitive to the contents 
>of the disk perked my interest, though. They said that it uses 
>timecode specified for the track (is this stored in the table of 
>contents for the CD?). Maybe the audio disks we notice the problem 
>on have invalid TOC data? That would make sense since they are 
>usually only played on an audio-only device. I would like to get 
>a definite answer on this... 


Strange that half the tracks on a CD should work and the other half don't. 
You would expect CD manufacturers to either get the whole thing right or 
wrong (they also have standards to follow don't they?). We tried about 5 or 
6 different CDs at the time and none worked properly (I haven't checked but 
I assume that some would have come from different manufacturing plants 
around the world). My guess is that it is the library. 


>Either way, CDPlay() does seem to have a problem which makes it 
>unusable for its intended purposes, that is playing audio tracks. 


True 


>Maybe someone at Sony could give us a better CD Play library? 
>Something with better access would be nice, too. Functions 
>that return the total number of tracks and allow access by 
>time as well as track number, and ff and rew capabilities would 
>be very much appreciated... I'd write it myself, but alas, we 
>Yaroze developers don't get the hardware info... 


I think we could do with better libraries all around. They are good at the 
moment but the bugs and standard PSX functionality missing are stopping them 
from being great (we could do with some better documentation as well). 
Sadly, from the snippets of conversation regarding this subject in the 
newsgroups this doesn't look like it is going to happen anytime soon. 


Mario 


—-MESSAGE FILE 19967 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000114 


—-MESSAGE FILE 19968 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000115 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Is anyone from tech support here? 

Date: Fri, 07 Nov 1997 10:53:44 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <346363B8.41C6@san.rr.com> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


I haven't heard from any one concerning my request for assistance on 
Yaroze music playback. I first posted almost 2 weeks ago and I'm 
beginning to feel a bit frustrated. Please help me or at least 
acknowledge my request. Thanks! 


David White 
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—-MESSAGE FILE 19968 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000115 


—-MESSAGE FILE 19969 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000116 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Is anyone from tech support here? 

Date: Fri, 7 Nov 1997 19:20:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <63vpah$sk230@chuka.playstation.co.uk> 
References: <346363B8.41C6@san.rr.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I haven't heard from any one concerning my request for assistance on 
>Yaroze music playback. I first posted almost 2 weeks ago and I'm 
>beginning to feel a bit frustrated. Please help me or at least 
>acknowledge my request. Thanks! 

> 


I think maybe tech support arent replying because I dont think there is a 
function that tells you where in a seq file you are. Sony dont seem to like 
to admit to deficiencies in their libraries.. 


You can work it out if you know the instant you started the seq and the 
amount of time that has elapsed surely? You know how many BPM your music is, 
so you can count bars. There are lots of articles on using timers and stuff. 
Even if you are a bit out of sync because of latency in starting the seq, 
you can add an offset and because everyones yaroze is the same (in the US at 
least) you can be sure that everyone is going to have the same latency. 


Other than that, you could write your own player program using the Key On 
functions I guess but that would be a major bit of work. 


Are you a fan of Date Kyoto then? She rules. 


—-MESSAGE FILE 19969 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000116 


—-MESSAGE FILE 19970 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000117 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Is anyone from tech support here? 

Date: Fri, 07 Nov 1997 21:14:24 GMT 

Organization: SCEA News Server 

Lines: 19 
Message-ID: <346383dc.16185726@205.149.189.29> 
References: <346363B8.41C6@san.rr.com> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


David, 


I did reply to your e-mail, at least I tried to. I quess you didn't 
get it. There is nothing in the library to provide functionality you 
are requesting. Graeme's advice is the best (only) workaround I've 
seen. 


Mario 


On Fri, 07 Nov 1997 10:53:44 -0800, David White <dwhite2@san.rr.com> 
wrote: 
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>I haven't heard from any one concerning my request for assistance on 
>Yaroze music playback. I first posted almost 2 weeks ago and I'm 
>beginning to feel a bit frustrated. Please help me or at least 
>acknowledge my request. Thanks! 

> 

>David White 


—-MESSAGE FILE 19970 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000117 


—-MESSAGE FILE 19971 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000118 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Is anyone from tech support here? 

Date: Fri, 07 Nov 1997 13:23:57 -0800 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <346386ED.167E@san.rr.com> 

References: <346363B8.41C6@san.rr.com> <63vpahSsk230@chuka.playstation.co.uk> 
NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 


Hello Graeme, 
Thanks for the reply. 


You can work it out if you know the instant you started the seq and the 
amount of time that has elapsed surely? You know how many BPM your music is, 
so you can count bars. There are lots of articles on using timers and stuff. 
Even if you are a bit out of sync because of latency in starting the seq, 
you can add an offset and because everyones yaroze is the same (in the US at 
least) you can be sure that everyone is going to have the same latency. 


VV NV V V V 


I'm planning that has a backup, but I'm concerned that I will loose sync 
due to the differences between the sound CPU's clock rate (120.0 BPM for 
example), and the video display's clock rate (29.97 frames/sec for NTSC 
and 25.0? for PAL). The difference between these rates may be difficult 
to track using integer math. I'll probably have to add code to insert 
drop frames in my quess as to where the music is at any moment. Maybe 
I'm over estimating the difficulty with this, but I thought I'd check 
with Sony first to see if there was an easier way. 


I'm disappointed that they didn't respond to me even just to say "No"! 
> Are you a fan of Date Kyoto then? She rules. 


Yes I am! She's quite impressive. We don't get to see anything of her 
here except on the internet. It would be interesting to see one of her 
videos. 


David White 
—-MESSAGE FILE 19971 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000118 


—-MESSAGE FILE 19972 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000119 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Size does matter 

Date: Mon, 17 Nov 1997 23:49:44 -0600 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34712C78.E1B@dfwmm.net> 

NNTP-Posting-Host: 47-00-dal.123net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0Gold (Win95; I) 
CC: scee.yaroze.programming.sound 


Hello and thanks for all the help so far. 
I have a questions regarding the looping option (-L) on aiff2vag. 


I have been able to make it work with smaller aif files , but if 
the file size gets quite large then it seems that the looping 
‘conversion' fails, and the sound will not loop during playback. 


Is there a limitation on the size of a aif or wav that will work with 
the aiff2vag -L option? 


Thanks for your help. 


Dave 
—-MESSAGE FILE 19972 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000119 


—-MESSAGE FILE 19973 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000120 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Stan Weaver <stan_weaver@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Size does matter 

Date: Tue, 18 Nov 1997 12:55:29 -0800 

Organization: Sony Computer Entertainment America 

Lines: 26 

Message-ID: <347200B7.A8D@interactive.sony.com> 

References: <34712C78.E1B@dfwmm.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Mr. Dave Krampitz wrote: 
I have a questions regarding the looping option (-L) on aiff2vag. 


I have been able to make it work with smaller aif files , but if 
the file size gets quite large then it seems that the looping 
‘conversion' fails, and the sound will not loop during playback. 


> 
> 
> 
> 
> 
> 
> Is there a limitation on the size of a aif or wav that will work with 
> the aiff2vag -L option? 


Hi Dave, 


First off, what version of AIFF2VAG are you using? Second, and perhaps 
more importantly, how big is big? Do you mean like bigger than 512k 
(converted) big? If so then the problem is simply that the file is too 
large to be loaded into sound RAM and consequently the end loop marker 
is getting chopped off. 


All the best, 


Stan 


Stan Weaver 

SCEA 

—-MESSAGE FILE 19973 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000120 


——MESSAGE FILE 19974 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000121 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mr. Dave Krampitz" <krampitz@dfwmm.net> 


Net Yaroze newsgroups message dump.txt Page 13498 


Newsgroups: scea.yaroze.programming.sound 
Subject: Re: Size does matter 

Date: Tue, 18 Nov 1997 22:23:05 -0600 
Organization: SCEA News Server 

Lines: 40 

Message-ID: <347269A9.6793@dfwmm.net> 
References: <34712C78.E1B@dfwmm.net> <347200B7.A8D@interactive.sony.com> 
NNTP-Posting-Host: 35-00-dal.123net.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Stan Weaver wrote: 

Mr. Dave Krampitz wrote: 

I have a questions regarding the looping option (-L) on aiff2vag. 
I have been able to make it work with smaller aif files , but if 
the file size gets quite large then it seems that the looping 


"conversion' fails, and the sound will not loop during playback. 


Is there a limitation on the size of a aif or wav that will work with 
the aiff2vag -L option? 


VVVVVVVVVV VV 
VVVVVVV VY 


Stan, thanks for replying. 


> First off, what version of AIFF2VAG are you using? 


I am using Version 2.1, dated July 25, 1996. Is there a newer/better 
version available? 


Second, and perhaps 
more importantly, how big is big? Do you mean like bigger than 512k 
(converted) big? If so then the problem is simply that the file is too 
large to be loaded into sound RAM and consequently the end loop marker 
is getting chopped off. 


V V V V V 


The point about the loop point getting chopped off is a good one, that 
may have been my problem in another case. However, in this case there 
was plenty of room and the .VB file was only 75K. The only thing loaded 
into the yaroze memory was this vab with only one sound. 


Any ideas? 
Thanks for you support. 


Dave 
—-MESSAGE FILE 19974 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000121 


——MESSAGE FILE 19975 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000122 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.sound 

Subject: ADPCM Format 

Date: Sun, 30 Nov 1997 22:40:19 +0100 

Organization: Engine Software 

Lines: 5 

Message-ID: <3481DD43.6DDB@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-15.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 
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Does anybody know the exact fileformat of the ADPCM?? It would help me 
to stretch samples in real time. 


Thanx! 

Ivo Wubbels 

—-MESSAGE FILE 19975 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000122 


—-MESSAGE FILE 19976 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000123 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.sound 

Subject: modifying a looping buffer 

Date: Sun, 30 Nov 1997 22:46:05 +0100 

Organization: Engine Software 

Lines: 10 

Message-ID: <3481DE9D.1E06@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-15.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; Ս) 


I would like to play a looping soundbuffer which is repeatingly filled 
with new data. This allows me to play huge samples by reloading data 
from CD and uploading it to the sound buffer. 


The SsVabTransfer only needs a VAB-id, which is not the address within 
the soundbuffer. Is it possible to send new data to the same VAB-id 
while playing? 


Thanx 

Ivo Wubbels 

—-MESSAGE FILE 19976 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000123 


—-MESSAGE FILE 19977 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000124 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: -=> Request for New Function <=- 

Date: Tue, 09 Dec 1997 02:18:52 -0600 

Organization: Student at the University Of Illinois 

Lines: 29 

Message-ID: <348CFEEC. é6D50@uiuc.edu> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: arboria-11.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:124 scee.yaroze.programm 
ing.sound:57 


Hey all, 

I'd like to request a new function call from the SCEA 
folks... one which I feel would be used by a great many people 
and one which (I think) would allow ստ to add a really cool 
dimension to our programs. 

Awhile ago, Colin H. from SCEE posted the ReadCDDA() 
function (cdfeed.o), which allows the user to leech the contents 
of the incoming CD audio during a CdPlay(). This function makes 
for a killer audio display during a program, but, according to 
the posted instructions, only works with the incoming audio from 
a CD. 

I'd like to request a function which returns the final 
output from the SPU -- regardless of how it was generated. 
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Something to the effect of: 
short *SsGetOutputBuffer (void); 


would suffice. It would fill a buffer with the current output 
from the SPU, then return a pointer to that buffer. The buffer 
would contain X words from the Left channel, then X words 

from the right channel (X being whatever the SCE folks deem 
appropriate). 


All I'm requesting here is a binary object file w/ such a 
function call. Having the source _would_ be nice (*hint hint *) 
but we can live without it. Certainly it would be trivial for 
the SCE R&D folks to provide the masses with such a call, yes? 


—Mark Jawad, really pushing for this one! 
—-MESSAGE FILE 19977 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000124 


—-MESSAGE FILE 19978 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000125 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Clayton <mark@nombas.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: ADPCM Format 

Date: Wed, 10 Dec 1997 19:24:40 -0500 

Organization: Nombas, Inc. 

Lines: 14 

Message-ID: <348F32C8.7BFAC102@nombas.com> 

References: <3481DD43.6DDB@worldaccess.nl> 

NNTP-Posting-Host: 205.181.136.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Unfortunately there is no _one_ format for ADPCM. ADPCM is basically 
a look up table where for a range of pcm values store the value in 
the table. ADPCM is, IMHO, very hard to reverse engineer. 


Mark Clayton 


Ivo Wubbels wrote: 


Does anybody know the exact fileformat of the ADPCM?? It would help me 
to stretch samples in real time. 


Thanx! 

Ivo Wubbels 

—-MESSAGE FILE 19978 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000125 


VV V V V V 


——MESSAGE FILE 19979 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000126 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: ADPCM Format 

Date: Thu, 11 Dec 1997 18:04:11 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <34902abe.15709406@205.149.189.29> 

References: <3481DD43.6DDB@worldaccess.nl> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I have been informed that this format is propriatary and will not be 
released here. The commercial developers don't have access to it 
either. 
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-—-MESSAGE FILE 2126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00829 


-—-MESSAGE FILE 2127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000830 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 06 May 1998 10:21:33 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 18 

Message-ID: <35502B9D.D6A036D2@micronetics.com> 
References: <6invjjSjpr30@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.202 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Steve Dunn wrote: 
> 


> Commando (Ocean?) 


Wasn't that by Elite? Or am I think Ikari(sp?) Warrior? Which I think 
was fairly similar but with two player action. I believe Elite licensed 
Commando from Capcom, but I could be very wrong on that.. 


> Uridium(Graftgold) 


It was done by Andrew Braybrook, part owner of Graftgold, but I think 
Uridium was published by Hewson. Are Hewson still going under a 
different name these days? 


Cheers 


Jim 
—-MESSAGE FILE 2127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00830 


-—-MESSAGE FILE 2128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000831 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Wed, 06 May 1998 10:57:04 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 33 

Message-ID: <355033F0.725EDC0O0@micronetics.com> 
References: <354£85d5.25145471@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.132.195.202 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I had the same problem. The TV couldn't handle an 18 hour coding 
session and committed suicide. So I threw it from the first floor 
window. Highly satisfying.. 


http: //www.codeworks.demon.co.uk/ftp/jim5. jpg 


And now, last night my Grey PSX popped it. I was playing Tekken 2, 
doing really well and the music started juddering, and then FMV started 
failing. Cd loading took _ages_, and now cds fail to spin at all.. 
Anyone seen this before? 


Thing is, its now outside warrantee. Is there anyway of sourcing 


Net Yaroze newsgroups message dump.txt Page 13501 
Sorry, 
Mario 


On Sun, 30 Nov 1997 22:40:19 +0100, Ivo Wubbels 
<wubbels@worldaccess.nl> wrote: 


>Does anybody know the exact fileformat of the ADPCM?? It would help me 
>to stretch samples in real time. 

> 

>Thanx! 

>Ivo Wubbels 


—-MESSAGE FILE 19979 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000126 


—-MESSAGE FILE 19980 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000127 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: What's the answer for sound loops? 

Date: 11 Dec 1997 06:07:23 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <0lbd05fb$522db7e0$a2aac998@kd-home> 

NNTP-Posting-Host: 201-170-162.ipt.aol.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


I've seen a lot of messages about this but haven't seen an answer yet. How 
do you get sound effects (VAB files) to loop? I've tried converting *.wav 
and *.aif files using aiff2vag with the -L option. I figure then I should 
play the sould using SsUtKeyOn and it should loop until I use SsUtKeyOff. 
What's the missing step? I've tried both wav and aiff files and my file 
isn't too big. 


Kevin 
—-MESSAGE FILE 19980 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000127 


—-MESSAGE FILE 19981 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000128 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kurt Steinkraus <kurtas@umich.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Old smf2seq version? 

Date: Thu, 11 Dec 1997 13:55:16 -0500 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <34903714.48FE@umich.edu> 

NNTP-Posting-Host: quake.eecs.umich.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Hi all, 


I'm having some problems getting my midi files to play. I can convert 
them 

with smf2seq just fine, and they will play if I use seqplay. If, 
however, I 

try to play them in my own program with code such as: 


if ((vab0 = SsVabTransfer((u_char *)VHO_ADDR, (u_char *)VBO_ADDR, -1, 
1)) < 0) { 
printf("Can't init sound\n"); 
return; 
} 
if ((sMainSeqAccessNum = SsSeqOpen((u_long *)SEQ_ADDR, vab0)) < 0) { 
printf("Can't open seq.\n"); 
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return; 
} 
SsSeqSetVol (sMainSeqAccessNum, 127, 127); 
SsSeqPlay (sMainSeqAccessNum, SSPLAY_PLAY, 1); 
SsSetMVol (127, 127); 


then nothing is played, and the SsSeqOpen call prints: 
This is an old SEQ Data Format. 


to the console. What's weird is that the SsSeqOpen call is returning 0, 
*not* 

something less than zero to indicate failure! My smf2seq.exe is dated 
at 

04-30-96 1:32p, and I'm loading std0.vh and std0.vb at VHO_ADDR and 
VBO_ADDR 

respectively. 


Is there a newer version of smf2seq that I need, or am I doing something 
else 

wrong? (Also, should I really need to load std0.vh and std0.vb? The 
seqplay 

batch file doesn't seem to...) 


Thanks for any ideas! 


Kurt Steinkraus 

kurtas@umich.edu 

—-MESSAGE FILE 19981 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000128 


—-MESSAGE FILE 19982 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000129 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: What's the answer for sound loops? 

Date: Fri, 12 Dec 1997 20:14:41 GMT 

Organization: L4 Software 
Lines: 17 

Message-ID: <34919b10.20421949@205.149.189.29> 
References: <Olbd05fb$522db7e0$a2aac998@kd-home> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 11 Dec 1997 06:07:23 GMT, "Kevin Davis" <KMFSV@aol.com> wrote: 


>I've seen a lot of messages about this but haven't seen an answer yet. How 
>do you get sound effects (VAB files) to loop? I've tried converting *.wav 
>and *.aif files using aiff2vag with the -L option. I figure then I should 
>play the sould using SsUtKeyOn and it should loop until I use SsUtKeyOff. 
>What's the missing step? I've tried both wav and aiff files and my file 
>isn't too big. 

> 

Kevin, 


That process should work. The key is to ensure that the AIFF or WAV 
that wil be converted to a VAG has a number of samples divisible by 
28, for proper playback. Then the sound should continue to loop until 
keyed off. 


Mario 
—-MESSAGE FILE 19982 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000129 


—-MESSAGE FILE 19983 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000130 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: 64Kb SEQ Limit 
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Date: Sat, 20 Dec 1997 14:52:27 -0600 
Organization: (no organization) 

Lines: 14 

Message-ID: <349C300B. 6AER6@charlie.cns.iit.edu> 
Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


I have some really nice MIDI files I'd like to use in my Net Yaroze 
games, but many of them are >64Kb. 


The "smf2seq.exe" tool won't translate MIDI files >64Kb. 


Is this a limit of the tool or the Net Yaroze libraries? 


If it's just a tool limit, would it be possible to get the source 
to the tool so that I can "relax" this 64Kb limit? (Any ideas on 
how difficult this would be? Might it just be a #define and 
recompile away? 


Thanks, 

Ed Federmeyer 

—-MESSAGE FILE 19983 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000130 


—-MESSAGE FILE 19984 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Flynn <flynn@kodachi.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: ADPCM format 

Date: Sun, 28 Dec 1997 16:56:47 -0800 

Organization: Kodachi Systems Group 

Lines: 18 

Message-ID: <34A6F5D7.3394@aeka.kodachi.com> 

References: <3481DD43.6DDB@worldaccess.nl> <34902abe.15709406@205.149.189.29> 
NNTP-Posting-Host: aeka.isdn.sfo.cie.cuc.com 

X-NNTP-Posting-Software: By My Own Hand v0.9 


Mario Perdue writes: 

> I have been informed that this format is propriatary and will not be 
> released here. The commercial developers don't have access to it 

> either. 


Thanks for the news, Mario. 


Now, Sony, uh... what? You're willing to tell us the details of the 3D 
graphics files, the 2D graphics files, the sequencer files, the VAB files, 
the VAG files, and.... then you balk at telling us how to interpret the 


bits in the actual sound samples? 


Surely I'm not the only one who thinks that this is more than a little 
surreal. What value is there in keeping the ADPCM format secret? 


Thanks, 

Flynn 

<flynn@kodachi.com> 
—-MESSAGE FILE 19984 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000133 


—-MESSAGE FILE 19985 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000134 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: ADPCM format 

Date: Wed, 31 Dec 1997 18:09:23 +0100 

Organization: Engine Software 
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Lines: 23 

Message-ID: <34AA7C42.545@worldaccess.nl> 

References: <3481DD43.6DDB@worldaccess.nl> <34902abe.15709406@205.149.189.29> <34A6F 
5D7.3394@aeka.kodachi.com> 

Reply-To: wubbels@worldaccess.nl 

NNTP-Posting-Host: tbg1-5.worldaccess.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Flynn wrote: 


> 

> Mario Perdue writes: 

> > I have been informed that this format is propriatary and will not be 
> > released here. The commercial developers don't have access to it 

> > either. 

> 

> Thanks for the news, Mario. 

> 

> Now, Sony, uh... what? You're willing to tell us the details of the 3D 
> graphics files, the 2D graphics files, the sequencer files, the VAB files, 
> the VAG files, and.... then you balk at telling us how to interpret the 
> bits in the actual sound samples? 

> 

> Surely I'm not the only one who thinks that this is more than a little 
> surreal. What value is there in keeping the ADPCM format secret? 

> 

> Thanks, 

> Flynn 

> <flynn@kodachi.com> 


A detailed explanation on the VAG & VAB fileformat would be a good 

start. Why can't we get the sourcecode of AIFF2VAG, that would be great! 

—-MESSAGE FILE 19985 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000134 


--MESSAGE FILE 19986 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000135 
Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 
Newsgroups: scea.yaroze.programming.sound 
Subject: More looping troubles on large samples 
Date: Thu, 01 Jan 1998 19:03:55 +0100 
Organization: Engine Software 

Lines: 18 

Message-ID: <34ABDA8B.12BF@worldaccess.nl> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht3-5.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Does anybody know which is the latest version of the AIFF2VAG tool?? 
I'am using version 2.1. In this version I encounter troubles when 
looping large samples (Dave Krampitz seems to have the same kind of 
problems). 


My samples is about 170KB, it is 16bit, mono, 16000kHz, the number of 
samples is a multiple of 28. It should loop at the beginning. I both 
used CoolEdit and Awave to write an AIFF file. (The shareware 
application Awave allows you to specify looppoints, check that out 
!!!11111) When I play the sound, it looks fine, At the end of the sample 
it loops ONCE(??), restarting somewhere in the middle of the sample. It 
does not start at my looppoint, which is the beginning of the sample. 
After a while there is only silence...... 22727237 


Does anybody have some solutions to this problem, I do hope so. 


Thanx, 
Ivo Wubbels 


Net Yaroze newsgroups message dump.txt Page 13505 


—-MESSAGE FILE 19986 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000135 


—-MESSAGE FILE 19987 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000136 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: siocons WAR/WAW and SSVabTransfer 

Date: Fri, 2 Jan 1998 19:04:12 -0000 

Organization: Yaloozer 

Lines: 14 

Message-ID: <68jddtSatul@chuka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:59 scea.yaroze.programmi 
ng.sound:136 


Ive read somewhere that siocons WAR and WAW commands allow you to write and 
read to the wave memory. But can I use this to save main memory if I have 
like 500K of VB data? 


SSVabTransfer which sets up a vab and gives you a vab handle takes an 
address in main memory space and copies the vab to the sound memory. 


Is there an easy way to get a vab handle when you already know the address 
in sound memory, or does SSVabTransfer do complicated things? 


Graeme 


—-MESSAGE FILE 19987 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000136 


——MESSAGE FILE 19988 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000137 
Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 
Newsgroups: scea.yaroze.programming.sound 
Subject: Tutorial for sound effects 

Date: Fri, 02 Jan 1998 23:14:46 +0100 
Organization: Engine Software 

Lines: 22 

Message-ID: <34AD66D6.1228@worldaccess.nl> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: tbg1-6.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


The last weeks i've been working on sound effects for the yaroze. At the 
first hand it looked quite easy. But it is not that simple as it looks 
like. There are plenty of little 'know-hows' to create sounds on the 
yaroze. Therefor I'am writing a little tutorial which covers all the 
problems to create sound on the yaroze. If you ever encountered any 
problemz on the sound interface and you solved it, please let me know 
what the problem was and what you did to solve it, this will allow me to 
write a general purpose sound manual that covers all the problems on 
sound programming on the yaroze. 


The manual will cover: 

- converting samples 

- using the tools (in such a way they work..... ) 
- looping problems 

- playing sound 

- detailed format information 


If you have any information that might be interesting for this tutorial, 
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please give it to me! 


Thanks! 

Ivo 

—-MESSAGE FILE 19988 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000137 


—-MESSAGE FILE 19989 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000138 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: 64Kb SEQ Limit 

Date: Wed, 07 Jan 1998 22:16:58 -0600 

Organization: (no organization) 

Lines: 23 

Message-ID: <34B4530A.B13@charlie.cns.iit.edu> 

References: <349C300B. 6AER6@charlie.cns.iit.edu> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Ed Federmeyer wrote: 


I have some really nice MIDI files I'd like to use in my Net Yaroze 
games, but many of them are >64Kb. 


The "smf2seq.exe" tool won't translate MIDI files >64Kb. 


Is this a limit of the tool or the Net Yaroze libraries? 


If it's just a tool limit, would it be possible to get the source 
to the tool so that I can "relax" this 64Kb limit? (Any ideas on 
how difficult this would be? Might it just be a #define and 
recompile away? 


Thanks, 
Ed Federmeyer 


VVVVVVVVVVV VV VV 


Just a reminder: Has anyone read this article and have any idea 
if smf2seq.exe can be "upgraded" to >64 MIDI files? Some of the 
most awsome MIDI file's I've come across surfing the net are ~120K. 
(Twice the smf2seq.exe limit) 


EdF 
--MESSAGE FILE 19989 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000138 


——MESSAGE FILE 19990 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000139 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: 64Kb SEQ Limit 

Date: Thu, 08 Jan 1998 07:06:04 GMT 

Organization: L4 Software 

Lines: 25 

Message-ID: <34b47a58.1662971@205.149.189.29> 

References: <349C300B. 6AE6@charlie.cns.iit.edu> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ed, 


AFAIK, the 64Kb limit is due to the Yaroze (someone correct me if I'm 
wrong.) "Relaxing" the limit in smf2seq won't help. 


Mario 
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On Sat, 20 Dec 1997 14:52:27 -0600, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> wrote: 


have some really nice MIDI files I'd like to use in my Net Yaroze 
games, but many of them are >64Kb. 


H 


The "smf2seq.exe" tool won't translate MIDI files >64Kb. 


Is this a limit of the tool or the Net Yaroze libraries? 


VVVVVVVV 


If it's just a tool limit, would it be possible to get the source 
>to the tool so that I can "relax" this 64Kb limit? (Any ideas on 
>how difficult this would be? Might it just be a #define and 
>recompile away? 

> 

>Thanks, 

>Ed Federmeyer 


—-MESSAGE FILE 19990 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000139 


--MESSAGE FILE 19991 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000140 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Looping large (>300KB) samples 

Date: Thu, 08 Jan 1998 09:31:38 +0100 

Organization: Engine Software 

Lines: 29 

Message-ID: <34B48EEA.144@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht1-5.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


I still am not able to loop a sample. 


- I use AIFF2VAG (version 2.1) to convert the sample (-L option, 
samplecount=multiple of 28) 
- Group them with the TIM-tool (or by .DEF file only) 
— Play them using the following code 
void InitBGSoundbank (unsigned char *VHAdr,unsigned char *VBAdr) 
{ 
bgVABId=SsVabTransfer (VHAdr, VBAdr,-1,1); 
SsSetMVol (127,127); 
} 
void PlayBG() 
{ 
bgVoice=SsUtKey0On (bgVABId,0,0,45,0,127,127); 
} 


When my sample ends, it loops into another sample??? Very strange... I 
first thought it might be a problem in the TIMtool, so I used a copy of 
your .DEF file (sound example). That did not help, the sample wouldn't 
loop correctly. I noticed you converted the samples using the -L option 
alltough their samplesize wasn't dividable by 28. Do those samples 
loop??? I didn't try. 


Maybe anybody does have some examples of samples that loop, or maybe 
you're using updated tools? Hope you're able to help, 


thanks 

Ivo 

-—-MESSAGE FILE 19991 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000140 
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—-MESSAGE FILE 19992 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000141 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: CDPlay() 

Date: 9 Jan 1998 22:07:20 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <01bd1d65$447eb960$3e9dcdcd@nsantos> 

NNTP-Posting-Host: ppp-annex-0352.tor.total.net 

X-Newsreader: Microsoft Internet News 4.70.1160 


Has Sony fixed CDPlay() yet? The original problem was confirmed back in 
November. It's been 2 months. What's the status on this bug fix request? 


Nelson Santos 


—-MESSAGE FILE 19992 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000141 


—-MESSAGE FILE 19993 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000142 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Geneal MIDI drum tracks 

Date: Mon, 12 Jan 1998 12:43:08 -0800 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34BA805C.6494@playstation.sony.com> 

References: <34075C24.60E4@charlie.cns.iit.edu> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Ed Federmeyer wrote: 

"I seem to remember reading somewhere that when converting General MIDI 
-MID files from the PC to Yaroze SEQ format, you need to make sure 

that you use a segqencer program to move the drums from track 10(?), 
which is what General MIDI expects all drums to be on, to another track 
and somewhat different format that Yaroze SEQ expects them to be on. 


WHERE did I read that? I read the "Sound" sections of all three 
manuals (RED, YELLOW, GREEN), but I can't re-find that info! 


I was hoping that someone would come up with a general PC program 
to automagiaclly do this mapping, but so far nada. If I could 
only remember what the "drum" rule was, I'd break down and fix up 
my nice MIDI's by hand! HELP!" 


There is no "drum" rule. SEQs don't care which tracks play which 

instruments. In fact, SEQ format merges all the MIDI tracks into one 

track. 

-—-MESSAGE FILE 19993 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000142 


—--MESSAGE FILE 19994 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000143 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: problem with looping sound effect 

Date: Mon, 12 Jan 1998 12:44:43 -0800 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <34BA80BB.46D6@playstation.sony.com> 
References: <340D85AA.41C67EA6@eecs.uic.edu> 
NNTP-Posting-Host: 206.41.6.40 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Greggerzowski wrote: 
"I am having a problem with getting sound effects to play continuously 
until told to stop (loop). 
I thought the way to do it was to first use the -L when using aiff2vag 
to make it a looping sound effect, and then in the program create an ID 
for the sound effect (like LASER) and then when wanting to start the 
sound write: LASER = SsUtKeyOn(), and then when stopping it, write: 
LASER = SsUtKeyOff(). Is this correct? or am I missing something. 


I have a feeling my broblem is in the arguments passed to the two 
functions. Maybe someone could explain to me what exactly needs to be 
done special to make a sound effect loop?" 


You've done everything correctly. No special arguments need to be set 

to loop sound. The sound was either converted as a looping sound or 

not. However, if you reuse the PSX voice that is playing back a looping 

sound, no more looping sound. 

—-MESSAGE FILE 19994 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000143 


——MESSAGE FILE 19995 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000144 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Bug in CdPlay() ? 

Date: Mon, 12 Jan 1998 12:50:21 -0800 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <34BA820D.7D8F@playstation.sony.com> 

References: <34400BAF.7675@teleport.com> <3459579b.57260624@205.149.189.29> <63k1d0$ 
sk225@chuka.playstation.co.uk> <34616A83.6C48@teleport.com> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


David Tin Nyo wrote: 
"Sony's comments about CDPlay() not being sensitive to the contents 
of the disk perked my interest, though. They said that it uses 
timecode specified for the track (is this stored in the table of 
contents for the CD?). Maybe the audio disks we notice the problem 
on have invalid TOC data? That would make sense since they are 
usually only played on an audio-only device. I would like to get 
a definite answer on this... 


Either way, CDPlay() does seem to have a problem which makes it 
unusable for its intended purposes, that is playing audio tracks. 


I've been working on a "light-synth" type program that reacts to 
music (based on the snd2lt demo) but I'm grinding to a halt with 
this problem. What's the use if I can't play my favorite music 

with it, you know? 


Maybe someone at Sony could give us a better CD Play library? 
Something with better access would be nice, too. Functions 
that return the total number of tracks and allow access by 

time as well as track number, and ff and rew capabilities would 
be very much appreciated... I'd write it myself, but alas, we 
Yaroze developers don't get the hardware info..." 


Another possibility is that the tracks on those particular copies of 

those audio CDs are dirty or damaged at the start of the song. After 

attempting to play, it may be reseeking to the start of the next song. 

—-MESSAGE FILE 19995 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000144 
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——MESSAGE FILE 19996 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000145 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Old smf2seq version? 

Date: Mon, 12 Jan 1998 12:59:00 -0800 

Organization: SCEA News Server 

Lines: 52 

Message-ID: <34BA8414.6814@playstation.sony.com> 

References: <34903714.48FE@umich.edu> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 3.0Gold (Win95; I) 


Kurt Steinkraus wrote: 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Hi all, 


I'm having some problems getting my midi files to play. I can convert 
them 

with smf2seq just fine, and they will play if I use segqplay. If, 
however, I 

try to play them in my own program with code such as: 


if ((vab0 = SsVabTransfer((u_char *)VHO_ADDR, (u_char *)VBO_ADDR, -1, 
1)) < O) ( 
printf("Can't init sound\n"); 
return; 
} 
if ((sMainSegqAccessNum = SsSeqOpen((u_long *)SEQ_ADDR, vab0)) < 0) { 
printf("Can't open seq.\n"); 
return; 
} 
SsSeqSetVol (sMainSeqAccessNum, 127, 127); 
SsSeqPlay (sMainSeqAccessNum, SSPLAY_PLAY, 1); 
SsSetMVol (127, 127); 


then nothing is played, and the SsSeqOpen call prints: 
This is an old SEQ Data Format. 


to the console. What's weird is that the SsSeqOpen call is returning 0, 
*not* 

something less than zero to indicate failure! My smf2seq.exe is dated 
at 

04-30-96 1:32p, and I'm loading std0.vh and std0.vb at VHO_ADDR and 
VBO_ADDR 

respectively. 


Is there a newer version of smf2seq that I need, or am I doing something 
else 
wrong? (Also, should I really need to load std0.vh and std0.vb? The 


seqplay 
batch file doesn't seem to...) 


Thanks for any ideas! 


Kurt, 


The message "This is an old SEQ Data Format." gets printed out when 


the first byte of SEQ data is not "S" or "p". You must be overwriting 
your SEQ data or altering the header of the data. 


rob 


—-MESSAGE FILE 19996 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000145 
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spare/replacement parts for a psx? or it may just be cheaper to get a 
new one alltogether. 


Still I'm not sure what to do with the psx, throw it from the top floor 
window. Microwave it? I may try throwing it from the back of a flat 
bed pickup, travelling at 70 down the M4. Suggestions? 

Jim 

Robert Swan wrote: 

Moan moan moan thats all I ever do. 

Now I really have something to complain about. My monitor/tv has 


broken while I was using it. Great, there goes the end of my 
programming attempts. (growl) 


Anyone fancy buying and delivering me a new tv? 


VVVVVVVVVV 


Robert Swan 


-—-MESSAGE FILE 2128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00831 


-—-MESSAGE FILE 2129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000832 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 10:57:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 
Message-ID: <6ipcblSjpr34@chuka.playstation.co.uk> 


References: <6invjj$jpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 


m> 

NNTP-Posting-Host: userk394.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> Commando (Ocean?) 
I think it was Elite (In Walsall) 


>> Uridium(Graftgold) 

> 

>It was done by Andrew Braybrook, part owner of Graftgold, but I think 
>Uridium was published by Hewson. Are Hewson still going under a 
>different name these days? 

> 


Don't know if Hewson are still going. They don't have a web site. 


Anyone remember 'bounder' ? I'm working(very slowly) on a 3D variant of it on 
the Yaroze. 


Steve 


Jim wrote in message <35502B9D.D6A036D2@micronetics.com>... 
>Steve Dunn wrote: 


>> 

>> Commando (Ocean?) 

> 

>Wasn't that by Elite? Or am I think Ikari(sp?) Warrior? Which I think 
>was fairly similar but with two player action. I believe Elite licensed 
>Commando from Capcom, but I could be very wrong on that.. 

> 

>> Uridium(Graftgold) 

> 


>It was done by Andrew Braybrook, part owner of Graftgold, but I think 
>Uridium was published by Hewson. Are Hewson still going under a 
>different name these days? 

> 

> 
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—--MESSAGE FILE 19997 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000146 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: More looping troubles on large samples 

Date: Mon, 12 Jan 1998 13:01:31 -0800 

Organization: SCEA News Server 

Lines: 526 

Message-ID: <34BA84AB.46E5@playstation.sony.com> 

References: <34ABDA8B.12BF@worldaccess.nl> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 4A941EC3003" 
X-Mailer: Mozilla 3.0Gold (Win95; 1) 


This is a multi-part message in MIME format. 


4A941EC3003 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Ivo Wubbels wrote: 


Does anybody know which is the latest version of the AIFF2VAG tool?? 
I'am using version 2.1. In this version I encounter troubles when 
looping large samples (Dave Krampitz seems to have the same kind of 
problems). 


My samples is about 170KB, it is 16bit, mono, 16000kHz, the number of 
samples is a multiple of 28. It should loop at the beginning. I both 
used CoolEdit and Awave to write an AIFF file. (The shareware 
application Awave allows you to specify looppoints, check that out 
!!!11111) When I play the sound, it looks fine, At the end of the sample 
it loops ONCE(??), restarting somewhere in the middle of the sample. It 
does not start at my looppoint, which is the beginning of the sample. 
After a while there is only silence...... 2222.2 


Does anybody have some solutions to this problem, I do hope so. 


VVVVVVVVVVVVV VV VV 


N 


.1 is an old tool. Here's 3.1, which should fix the problem 


4A941EC3003 

Content-Type: application/x-zip-compressed; name="Aiff2vag.zip" 

--MESSAGE FILE 19997 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000146 


——MESSAGE FILE 19998 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000147 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: modifying a looping buffer 

Date: Mon, 12 Jan 1998 13:03:34 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <34BA8526.42E0@playstation.sony.com> 

References: <3481DE9D.1E06@worldaccess.nl> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Ivo Wubbels wrote: 

> 

> I would like to play a looping soundbuffer which is repeatingly filled 
> with new data. This allows me to play huge samples by reloading data 
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from CD and uploading it to the sound buffer. 

The SsVabTransfer only needs a VAB-id, which is not the address within 

the soundbuffer. Is it possible to send new data to the same VAB-id 

while playing? 


Thanx 
Ivo Wubbels 


VVVVVVVV 


Perhaps using the siocons commands, but not with the Yaroze libraries. 
—-MESSAGE FILE 19998 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000147 


—-MESSAGE FILE 19999 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000148 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: #yaroze on irc? 

Date: Mon, 12 Jan 1998 05:26:42 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34BA1A12.4B33@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-204-80.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Hey anyone want to start a chat on efnet called #yaroze?I1l try to be 

there from like 7:00 pm to like 10:00 or maybe L8r. 

-Austin 

--MESSAGE FILE 19999 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000148 


——MESSAGE FILE 20000 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000149 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: More looping troubles on large samples 

Date: Sat, 17 Jan 1998 21:46:17 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <34c12631.2797063@news.scea.sony.com> 

References: <34ABDA8B.12BF@worldaccess.nl> <34BA84AB.46E5@playstation.sony.com> 
NNTP-Posting-Host: client-119-47.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

How does one take a message in MIME format and decode it? 

Matt 
-—-MESSAGE FILE 20000 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000149 


--MESSAGE FILE 20001 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000150 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: modifying a looping buffer 

Date: Sun, 18 Jan 1998 03:28:27 -0600 

Organization: Student at the University Of Illinois 

Lines: 24 

Message-ID: <34C1CB3B.72C3@uiuc.edu> 

References: <3481DE9D.1E06@worldaccess.nl> <34BA8526.42E0@playstation.sony.com> 
Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: archbald-83.slip.uiuc.edu 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (OS/2; I) 


Rob Vawter wrote: 

> 

> Perhaps using the siocons commands, but not with the Yaroze libraries. 
> 


I have a question somewhat related to this: I've looked at the source 
for 

SIOCONS, and realized that commands like WAR / WAW are actually located 
within the DTLH program on the Yaroze side. Now, I've a feeling that 
this 

program is in the the area somewhere below 0x80090000 (well, 
0x00090000), because when I quit any Yaroze program w/o the boot CD in 
the drive, the 

Yaroze console pops up without a complaint. SO .. If the DTLH console is 
stashed somewhere in the kernel area, then the WAR / WAW functions must 
be in there somewhere also, right? 


So why is it that we're not able to link them into our programs? Heck, 
If we were given the relative address of the function, and the 
parameters 

that is needs to have on the stack, we could easily write a wrapper 
function to call them. What's the deal? 


—Mark J., who would really like to bang on the sound hardware.... 
—-MESSAGE FILE 20001 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000150 


—-MESSAGE FILE 20002 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000151 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: \data\sound\====not found 

Date: Mon, 19 Jan 1998 10:14:11 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <34C397F3.6A4E@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 170-78-5.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


HI I am getting this error when ever I try to run my program.It says 

Cannot find file \dat\sound\myseq.seq about 12 times.Ivechecked were the 

file is and it is in c:\psx\lib\data\sound\ I dont know whats the 

problem 

--MESSAGE FILE 20002 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000151 


——MESSAGE FILE 20003 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000152 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scea.yaroze.programming.sound 
Subject: Re: Looping large (>300KB) samples 

Date: Tue, 20 Jan 1998 13:08:22 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <6a2o0qt$73b3@scea> 

References: <34B48EEA.144@worldaccess.nl> 
NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I haven't been able to loop a sample yet either! There is a version 3.1 of 
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aiff2vag that is attached to the news article below Re:More looping troubles 
on large samples by Rob Vawter. I've wasted too much time on this 
functionality and hope that this latest version will fix this problem. 


—-MESSAGE FILE 20003 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000152 


——MESSAGE FILE 20004 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000153 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scea.yaroze.programming.sound 
Subject: Re: Looping large (>300KB) samples 
Date: Tue, 20 Jan 1998 22:30:25 +0100 
Organization: Engine Software 

Lines: 19 

Message-ID: <34C51771.752A@worldaccess.nl> 

References: <34B48EEFA.144@worldaccess.nl> <6a2o0qt$73b3@scea> 
Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht1-2.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Kevin Davis wrote: 

> 

I haven't been able to loop a sample yet either! There is a version 3.1 of 
aiff2vag that is attached to the news article below Re:More looping troubles 
on large samples by Rob Vawter. I've wasted too much time on this 


> 
> 
> 
> functionality and hope that this latest version will fix this problem. 


Yep, the new version of the AIFF2VAG solves the problem! If the data 
still doesn't loop check out the following things: 

is the samplecount of your AIF-sample dividable by 28? 
- does you sound-editor write the AIF file correctly (cooledit does!) 
- do you have a valid .DEF file when creating the VAB-file? 
— are the ADSR settings ok? 
- did you setup the main volume before playing the sample? 


If it still doesn't work, mail me the code and sample and I will have a 
look! 


Ivo 
—-MESSAGE FILE 20004 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000153 


--MESSAGE FILE 20005 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000154 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: More looping troubles on large samples 

Date: Wed, 21 Jan 1998 05:31:48 GMT 

Organization: L4 Software 

Lines: 15 

Message-ID: <34c587c7.970017@205.149.189.29> 

References: <34ABDA8B.12BF@worldaccess.nl> <34BA84AB.46E5@playstation.sony.com> ՀՅ4Շ 
12631.2797063@news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Matt, 


It seems like the decode function of Free Agent doesn't work on these 
files, so try this. Save the message and give it a .UUE extention. 
Then open the file with WinZip and extract the files. 


Mario 
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On Sat, 17 Jan 1998 21:46:17 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


> Hello, 
> How does one take a message in MIME format and decode it? 
= Matt 


—-MESSAGE FILE 20005 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000154 


—-MESSAGE FILE 20006 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000155 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: More looping troubles on large samples 

Date: Wed, 21 Jan 1998 13:14:00 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <34c5f£39a.32452122@news.scea.sony.com> 

References: <34ABDA8B.12BF@worldaccess.nl> <34BA84AB.46E5@playstation.sony.com> <34c 
12631.2797063@news.scea.sony.com> <34c587c7.970017@205.149.189.29> 
NNTP-Posting-Host: client-119-45.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>It seems like the decode function of Free Agent doesn't work on these 
>files, so try this. Save the message and give it a .UUE extention. 
>Then open the file with WinZip and extract the files. 


For any who care, 

This worked for Mario with WinZip 6.3, but not for me with 6.0a. 
I messed with it in different ways too, since I had to create an 
archive, add the file, then extract it, etc... I could not directly 
open a file that was not an archive, nor could I rename it's extension 
to open it (invalid archive format). If you too are 
MIME-challenged, drop me a note and I will e-mail you the file Mario 
was kind enough to send to me decoded. 

Matt 


-—-MESSAGE FILE 20006 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000155 


——MESSAGE FILE 20007 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000157 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Jawad <jawad@uiuc.edu> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: \data\sound\====not found 

Date: Tue, 27 Jan 1998 03:01:53 -0600 

Organization: Student at the University Of Illinois 

Lines: 17 

Message-ID: <34CDA281.E06@uiuc.edu> 

References: <34C397F3.6A4E@earthlink.net> 

Reply-To: jawad@uiuc.edu 

NNTP-Posting-Host: istanbul-6.slip.uiuc.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (OS/2; I) 


Linda J. Hodge wrote: 

> 

HI I am getting this error when ever I try to run my program.It says 
Cannot find file \dat\sound\myseq.seq about 12 times.Ivechecked were the 
file is and it is in c:\psx\lib\data\sound\ I dont know whats the 
problem 


VVVV 


I'm not sure I follow exactly; Are you trying to load a .seq file from 
your HD via the SioCons program? Or are you trying to load one of the 
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datafiles from the boot CD? 


If I'm guessing right, it looks from what you said that you're running 
SioCons from C:\psx\lib and asking it to load the file 
"data\sound\myseq.seq" .. is that right? And then SioCons tells you that 
it can't load the file? 


-Mark 
--MESSAGE FILE 20007 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000157 


——MESSAGE FILE 20008 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000158 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: -=> Request for New Function <=- 

Date: Fri, 30 Jan 1998 17:18:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6at212Sb22@chuka.playstation.co.uk> 

References: <348CFEEC. 6D50@uiuc.edu> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:158 scee.yaroze.programm 
ing.sound: 62 


Hi Mark, 

Unfortuantly the sound system on the PS doesn't work that way, as there are 
no mix buffers ( as you would find on a PC with soundblaster ) 

The PS mixes sounds just before outputing to the audio out, and this 
functionality just isn't available ( for Yaroze or full libs ) 


I'm quite curious about what you want this function for however.. 


Cheers, 


Colin. ( SCEE ) 


Mark Jawad wrote in message <348CFEEC.6D50@uiuc.edu>... 


>Hey all, 
> I'd like to request a new function call from the SCEA 
>folks... one which I feel would be used by a great many people 


>and one which (I think) would allow us to add a really cool 
>dimension to our programs. 

> Awhile ago, Colin H. from SCEE posted the ReadCDDA() 

>function (cdfeed.o), which allows the user to leech the contents 
>of the incoming CD audio during a CdPlay(). This function makes 
>for a killer audio display during a program, but, according to 
>the posted instructions, only works with the incoming audio from 
>a CD. 

> I'd like to request a function which returns the final 

>output from the SPU -- regardless of how it was generated. 
>Something to the effect of: 

> 

> short *SsGetOutputBuffer (void); 

> 

>would suffice. It would fill a buffer with the current output 
>from the SPU, then return a pointer to that buffer. The buffer 
>would contain X words from the Left channel, then X words 

>from the right channel (X being whatever the SCE folks deem 


>appropriate). 

> 

>All I'm requesting here is a binary object file w/ such a 
>function call. Having the source _would_ be nice (*hint hint *) 


>but we can live without it. Certainly it would be trivial for 
>the SCE R&D folks to provide the masses with such a call, yes? 
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> 
>-Mark Jawad, really pushing for this one! 


—-MESSAGE FILE 20008 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000158 


——MESSAGE FILE 20009 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000159 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: -=> Request for New Function <=- 

Date: Fri, 30 Jan 1998 14:05:24 -0800 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <34D24EA4.5219@playstation.sony.com> 

References: <348CFEEC. 6D50@uiuc.edu> 

NNTP-Posting-—Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:159 scee.yaroze.programm 
ing.sound: 64 


Mark Jawad wrote: 

Awhile ago, Colin H. from SCEE posted the ReadCDDA() 
function (cdfeed.o), which allows the user to leech the contents 
of the incoming CD audio during a CdPlay(). This function makes 
for a killer audio display during a program, but, according to 
the posted instructions, only works with the incoming audio from 
a CD. 

I'd like to request a function which returns the final 
output from the SPU -- regardless of how it was generated. 


VVVVVVVV 


Hardware limitations allow only the output of SPU voice #1 and voice #3 
and the CD left and right. The hardware sums up all of the voices 
playing back and additionally adds in the CD sound playback to create 
the total output sound. The CD sound is accessible via Colin's function. 
The total outut sound is not accessible at all. Colin, would you like to 
write a function to output voices #1 and #3? I have no time to do so 
currently, but may do so in the far flung future (a month or so) if 
Colin dosn't wanna. 


Unfortunately, the Yaroze programmers are also missing a function which 
would allow some of the 24 voices to be outside the scope of the voice 
allocation system or to allow keying on a specific sound on a specific 


voice. This means that the playback on voices #1 and #3 cannot be 
controlled without some REAL difficulty - 


At start up of sound system: 


i)SsUtKeyOn() a looping sound with volume 0 - this will play on voice #0 
ii)SsUtKeyOn() a looping sound with volume - the first of the two voices 
which could be read back 

i1ii)SsUtKeyOn() a looping sound with volume 0 - this will play on voice 
#2 

iv) SsUtKeyOn() a looping sound with volume - the second of the two 


voices which could be read back 
All of the above before MIDI playback begins. 


v)Never key off the sounds which are playing on voice #0 or voice #2. 
vi)Only key off the sound on #1 and #3 when new sounds for visual 
feedback will be keyed on immediately AND stop or pause MIDI playback 
before keying off voice #1 and voice #3 to ensure that MIDI instrument 
voices don't steal the channels. 


So, you would realistically need at least 3 new functions to make this 
workable. 
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New functions needed: 

1) A voice#l and voice#3 readback function 

2) A function which removes certain voices from the voice allocation 
system (namely 1 and 3 or 0-4). 

3) A function to key on specific voices. 


- SPUguy 
—-MESSAGE FILE 20009 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000159 


—-MESSAGE FILE 20010 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000160 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.sound 

Subject: .RA files... 

Date: Fri, 06 Feb 1998 22:29:53 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <34db8e4f.8950943@news.scea.sony.com> 
NNTP-Posting-Host: client-120-166.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 
Is there a way to convert and use sound files with extension .RA 
in our yaroze programs? 


—Matt 
—-MESSAGE FILE 20010 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000160 


——MESSAGE FILE 20011 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000161 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: postmaster@INTERACTIVE.SONY.COM 

Newsgroups: scea.yaroze.programming.sound 

Subject: .RA files... 

Date: 8 Feb 1998 04:12:58 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 48 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6bjbca$smdl@emeka.playstation.co.uk> 

Reply-To: postmaster@INTERACTIVE.SONY.COM 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: postmaster@INTERACTIVE.SONY.COM 
To: news@playstation.co.uk 


Delivery Failure Report 


Your -RA files...:scea.yaroze.programming.sound 
document: 
was not Lewis Evans 


delivered to 


because: Router: Unable to open mailbox file SELOCBO4 mail.box: 
Server not responding 


SESFCBO02A, SESFCB03, SESFCB03, SESFCBO2A 
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To: Lewis Evans 

ée: 

From: news@playstation.co.uk 

Subject: .RA files...:scea.yaroze.programming.sound 


From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scea.yaroze.programming.sound 
Subject: .RA files... 
Hello, 
Is there a way to convert and use sound files with extension .RA 
in our yaroze programs? 
-Matt 


--MESSAGE FILE 20011 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000161 


——MESSAGE FILE 20012 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000162 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Manny Najera <mannyn@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Cakewalk 

Date: Fri, 13 Feb 1998 15:34:12 -0600 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <34E4BC54.C9688DCF@ix.netcom. com> 

NNTP-Posting-Host: dgr-ill-09.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Just checking... 


I wanted to know if anyone has worked out a system to convert Cakewalk 
soundbank files into vh and vb files. In most of the demos I've seen, 
the midi music didn't seem to be using the general midi instruments, but 
there were lots of instruments nontheless. 


Manny Najera 


—-MESSAGE FILE 20012 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000162 


——MESSAGE FILE 20013 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000163 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Multiple VAGs... 

Date: Sun, 08 Mar 1998 23:39:49 -0800 

Organization: Cisco Systems 

Lines: 22 

Message-ID: <35039CC5.91BEA0F1@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 
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Hello people, 
A couple questions: 
+ Mysterious Error: 


I've been working with a VAB having 5 VAGs in it, however adding 
the 6th produces an error message something like "cannot find vag 


(6)". Has anyone run into this? I checked my DEF file and its 
okay. I made sure each waveform was evenly divisible by 28 
(though none loop). Each waveform converted to VAG just fine. 


+ Managing Many VAGs in a VAB: 
Does anyone know how many VAGs can be specified as command-line 
inputs to mkvab? I want to be including dozens of sounds but 
am wondering if the environment will stop me from doing that. 
Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


13520 


—-MESSAGE FILE 20013 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000163 


--MESSAGE FILE 20014 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 


/00000164 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 
Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Multiple VAGs... 

Date: Tue, 10 Mar 1998 09:13:52 -0800 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <350574D0.87@playstation.sony.com> 
References: <35039CC5.91BEAOF1@netmagic.net> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Elliott Lee wrote: 
Hello people, 


A couple questions: 


I've been working with a VAB having 5 VAGs in it, however adding 
the 6th produces an error message something like "cannot find vag 
(6)". Has anyone run into this? I checked my DEF file and its 
okay. I made sure each waveform was evenly divisible by 28 


> 
> 
> 
> 
> 
> + Mysterious Error: 
> 
> 
> 
> 
> (though none loop). Each waveform converted to VAG just fine. 


Send me your VAGs, VAB and DEF file and I'll try to reproduce it. 


> + Managing Many VAGs in a VAB: 

Does anyone know how many VAGs can be specified as command-line 
inputs to mkvab? I want to be including dozens of sounds but 
am wondering if the environment will stop me from doing that. 
Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


VVVVVV 


It's limited by the DOS command prompt. You must name your vab, def, and 
vag files with names as short as possible and I stil think you can only 
fit around 54. 


—-MESSAGE FILE 20014 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000164 
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>Cheers 
> 
>Jim 


—-MESSAGE FILE 2129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00832 


-—-MESSAGE FILE 2130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000833 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 06 May 1998 11:23:35 +0100 

Organization: Intelligent Research 

Lines: 22 

Message-ID: <35503A27.50597E46@hinge.mistral.co.uk> 

References: <6invjj$Sjpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6ipcbl$jpr34@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Steve Dunn wrote: 


> Anyone remember 'bounder' ? I'm working(very slowly) on a 3D variant of it օո 
> the Yaroze. 


/* 
Steve's Bounder 3D 
version 0.000000000000001 (alpha) 

Hf 

main() 

{ 
// Honest, I'll write some code here one day... 
return; 

} 

> Steve 

Craig. 


—-MESSAGE FILE 2130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00833 


—-MESSAGE FILE 2131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000834 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock available & NFS III 

Date: Wed, 06 May 1998 12:19:37 +0100 

Organization: Bacardi Ferrari V12 

Lines: 25 

Message-ID: <35504749.7469@manc.u-net.com> 
References: <1d8ktul.ykxhlrvg6w8wN@al1-88-111.al.nl1> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> In a magazine was an advert about the Dualshock. There was no price with 
> it. It's not availeble yet in the Netherlands, so I would like to know 
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--MESSAGE FILE 20015 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000165 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Multiple VAGs... 

Date: Mon, 09 Mar 1998 21:22:16 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 36 

Message-ID: <35045D88.C93AEDE3@codeworks.demon.co.uk> 

References: <35039CC5.91BEAOF1@netmagic.net> <350574D0.87@playstation.sony.com> 
NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:165 scee.yaroze.programm 
ing.sound: 98 


Alternatively you could also use the vabtool (found somewhere on SCEE). 
Its a Windows program so you obviously won't have inherent command line 
problem. I'm not too sure where on SCEE it is though.. 

Cheers 

Jim 


Rob Vawter wrote: 


Elliott Lee wrote: 

> 

> Hello people, 

> 

> A couple questions: 

> 

> + Mysterious Error: 

> I've been working with a VAB having 5 VAGs in it, however adding 
> the 6th produces an error message something like "cannot find vag 
> (6)". Has anyone run into this? I checked my DEF file and its 
> okay. I made sure each waveform was evenly divisible by 28 

> (though none loop). Each waveform converted to VAG just fine. 


Send me your VAGs, VAB and DEF file and I'll try to reproduce it. 


> + Managing Many VAGs in a VAB: 

Does anyone know how many VAGs can be specified as command-line 
inputs to mkvab? I want to be including dozens of sounds but 
am wondering if the environment will stop me from doing that. 
Can we use a list file of some sort to name each VAG in order? 
(I figure using *.VAG as the input parameter may produce 
unexpected results?) 


V V V V V V 


It's limited by the DOS command prompt. You must name your vab, def, and 

vag files with names as short as possible and I stil think you can only 

fit around 54. 

--MESSAGE FILE 20015 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000165 


VVVVVVVVVVVVVVV VV VV VV MCN VV NOM 


--MESSAGE FILE 20016 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000166 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scea.yaroze.programming.sound 

Subject: XA Format 

Date: Sun, 22 Mar 1998 04:20:42 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <3514914f.2774529@news.scea.sony.com> 
NNTP-Posting-Host: ipl8.tsl.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Well now that I know how they do that let me ask this is their a way 

to open XA tracks and is their a way for us to make our own? 

—-MESSAGE FILE 20016 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000166 


--MESSAGE FILE 20017 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000167 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Looping? 

Date: Wed, 25 Mar 1998 11:23:25 -0800 

Organization: Cisco Systems 

Lines: 10 

Message-ID: <351959AD.3AF73B5C@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:167 scee.yaroze.programm 
ing.sound:100 


Has anyone managed to get samples to loop? I tried once (long ago) 
to get a non-looped sample to do that by using AIFF2VAG with the 
-L flag. 


Also, what kind of software do you use to set arbitrary loop points? 


Thanks, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 20017 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000167 


—-MESSAGE FILE 20018 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000168 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: XA Format 

Date: Mon, 30 Mar 1998 10:57:13 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <351FEB09.1B4@playstation.sony.com> 

References: <3514914f.2774529@news.scea.sony.com> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Michael Klucher wrote: 

> 

> Well now that I know how they do that let me ask this is their a way 
> to open XA tracks and is their a way for us to make our own? 


Sorry, but Yaroze does not provide support for using XA music or DA 

music from a gold disc. 

—-MESSAGE FILE 20018 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000168 


——MESSAGE FILE 20019 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000169 
Path: chuka.playstation.co.uk!news 
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From: "Richard Malka" <littledevil@trump.net.au> 
Newsgroups: scea.yaroze.programming.sound 

Subject: Vag length problem 

Date: Wed, 1 Apr 1998 12:18:25 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6fs7pl1S6ne34@chuka.playstation.co.uk> 
NNTP-Posting-Host: hobperm2.trump.net.au 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I am having a problem with the length of a Vag file. 

I have a guitar sample that goes for about a third of a second. The midi 
file had notes that go for a few seconds but when it is converted to seq 
format it only plays them at the original length of the sample. Surely I 
don't have to sample them at the longest note length that I will be using? 
Any help would be appreciated. 


Daniel Wilson. 


—-MESSAGE FILE 20019 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000169 


—-MESSAGE FILE 20020 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000170 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Vag length problem 

Date: Tue, 31 Mar 1998 23:23:03 -0800 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <3521EB57.29A69691@netmagic.net> 

References: <6fs7plS6ne34@chuka.playstation.co.uk> 
NNTP-Posting-Host: pppl-11.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Richard Malka wrote: 


I am having a problem with the length of a Vag file. 

I have a guitar sample that goes for about a third of a second. The midi 
file had notes that go for a few seconds but when it is converted to seq 
format it only plays them at the original length of the sample. Surely I 
don't have to sample them at the longest note length that I will be using? 


VVVVVYV 


No, technically you "loop" the sample. A decent guitar sample lasting 
even 1/16th of a second can be looped to sound like a long guitar. Then 
you modify the ADSR envelope to have a steady decay. Keep in mind the 
way digital music works as well: you record a sample at a certain 
speed, 

to make the sample play back at a higher pitch, you accelerate the 
playback 

of that sample. To make the sound lower, you decelerate the playback 
just 

like the speed of the record. 


So, if you were to record a sample at the longest note length, you would 
have to record a sample at the highest pitch played for the duration of 
the longest note length. Just imagine if you had a string ensemble hold 
out a chord for 3 seconds---at CD quality sound, that would translate to 
about 130KB. So, the solution is to take just a fragment of the sound 
you want and loop it. AIFF2VAG has an option to force looping (-L). 


*But*, at least I have never successfully been able to loop a sound. iP 


> Any help would be appreciated. 
> 


> Daniel Wilson. 
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- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 20020 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000170 


--MESSAGE FILE 20021 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000171 

Path: chuka.playstation.co.uk!news 

From: "Richard Malka" <littledevil@trump.net.au> 
Newsgroups: scea.yaroze.programming.sound 

Subject: Drum Problem 

Date: Thu, 2 Apr 1998 20:54:59 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6fvqehS6ne42@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.34.101.16 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I have a Midi drum track which consists of a kick, snare, shaker, crash, mid 
tom and congo. There are 3 other instrument tracks. When I first played the 
seq file the shakers would not play. Then when I made the song longer the 
congos stopped playing. I have checked the min/max notes etc in the vab file 
and everything seems to be fine. I am probably doing something wrong but I 
am wondering if there are some limitations that I don't know about like the 
amount of drums you can use. 


Help much appreciated. 


Daniel Wilson 


-—-MESSAGE FILE 20021 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000171 


--MESSAGE FILE 20022 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000172 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Looping? 

Date: 6 Apr 1998 03:37:14 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <01bd610d$904ee2c0S9f83accf@kd-home> 

References: <351959AD.3AF73B5C@netmagic.net> 

NNTP-Posting-Host: 207-172-131-159.s32.as15.col.erols.com 

X-Newsreader: Microsoft Internet News 4.70.1162 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:172 scee.yaroze.programm 
ing.sound:103 


After numerous struggles getting a sound sample to loop I finally did it. 
Here's what you gotta do: 
Get the latest aiff2vag from the website. (Version 3.1) 


Make sure your sound's sample size is divisible by 28! (Cool edit shows 
this info nicely) 


save the sound sample as an AIFF (wav just doesn't seem to work) 
now run aiff2vag with the -L flag. 


Kevin 

kmfsv@erols.com 

—-MESSAGE FILE 20022 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000172 
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——MESSAGE FILE 20023 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000173 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Looping? 

Date: Tue, 07 Apr 1998 11:51:57 -0700 

Organization: Cisco Systems 

Lines: 44 

Message-ID: <352A75CD.3A1900F8@netmagic.net> 

References: <351959AD.3AF73B5C@netmagic.net> <01bd610d$904ee2c0S$9f83accf@kd-home> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:173 scee.yaroze.programm 
ing.sound:108 


Thanks for the reply... 


Yargh.... I was just about to post my findings, but you got to it first. 
And the SCEA news server ran out of space. +P 


What I just found out over the weekend (with the AIFF2VAG included with 
your Yaroze) was that it is possible to get looping to work provided that: 


- the sample is either AIFF or raw 
— you have the "-E" endian flag set for raw samples (I guess the 
PSX uses unsigned samples...) 


I actually have been testing a S3M (ScreamTracker MOD) program I'm in the 


middle of writing which will convert a S3M into a VAB and some sequence 
data (my own file). I found that if the number of samplings in a sound 
sample aren't divisible by 28, then: 


- AIFF2VAG will pad the sound sample 
- you will get clicking, but the sound will play 


Yes, I also use Cool Edit quite often for checking the length. But the 
utility I'm writing will print out the nearest 28-sample boundary. :) 
(That has saved a bit of time.) 


Kevin Davis wrote: 
After numerous struggles getting a sound sample to loop I finally did it. 


Here's what you gotta do: 
Get the latest aiff2vag from the website. (Version 3.1) 


Make sure your sound's sample size is divisible by 28! (Cool edit shows 
this info nicely) 


save the sound sample as an AIFF (wav just doesn't seem to work) 
now run aiff2vag with the -L flag. 


Kevin 
kmfsv@erols.com 


VVVVVVVVVVVVV VV 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 20023 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000173 


——MESSAGE FILE 20024 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000174 
Path: chuka.playstation.co.uk!scea!not-—for-mail 
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From: "David E. Tin Nyo" <memex@teleport.com> 
Newsgroups: scea.yaroze.programming.sound 

Subject: CdPlay(), will it ever work? 

Date: 10 Apr 1998 01:31:53 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <6gjsq9$3682@scea> 

NNTP-Posting-Host: userl.teleport.com 

User-Agent: tin/pre-1.4-980226 (UNIX) (SunOS/5.6 (sun4m) ) 


Will this function ever be fixed? I'd really like to get back to 
making my audio cd player program, but its useless until this 
function works properly. 


I hope we can get some updates to all the Yaroze libs, 
eventually... 


So what's up? 


memex@teleport.com 
—-MESSAGE FILE 20024 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000174 


——MESSAGE FILE 20025 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000175 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: CdPlay(), will it ever work? 

Date: Fri, 10 Apr 1998 23:24:13 +1200 

Organization: Sidhe Interactive 

Lines: 27 

Message-ID: <6gkun0Sp8n9@chuka.playstation.co.uk> 
References: <6gjsq9$3682@scea> 

NNTP-Posting-Host: p9-max4.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


David E. Tin Nyo wrote in message <6gjsq9S3682@scea>... 

>Will this function ever be fixed? I'd really like to get back to 
>making my audio cd player program, but its useless until this 
>function works properly. 

> 

>I hope we can get some updates to all the Yaroze libs, 
>eventually... 

> 

>So what's up? 


It would actually be good to know Sony's policy on supporting the Yaroze 
libs. Is any work being done? Is any work planned? If so, what issues are 
being addressed? 


Anyone from Sony care to comment? 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 20025 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000175 


—--MESSAGE FILE 20026 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000176 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Scott Cartier <dsyaroze@concentric.net> 
Newsgroups: scea.yaroze.programming.sound 
Subject: Sound questions 

Date: Sat, 11 Apr 1998 14:20:46 -0700 
Organization: SCEA News Server 

Lines: 17 

Message-ID: <352FDEAE.30D8@concentric.net> 
Reply-To: dsyaroze@concentric.net 
NNTP-Posting-Host: ts001d28.cup-ca.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Bear with me for a moment as my questions may seem trivial. 


Is there any way to use the general MIDI instruments without loading 
them 

into the sound RAM? They occupy 400k so that eats up almost all of the 
space. If not, then what's the advantage of using the supplied general 
MIDI instruments over your own? 


How can you tell if a SsVabTransfer() you just executed has clobbered 
something else in the sound RAM? Since you don't give it an address how 
does it determine where the VB gets placed? 


If I execute lots of SsVabTransfer() and SsVabClose() will my sound RAM 
get fragmented? Is there a way to prevent this? 


Thanks in advance, 

Scott 

-—-MESSAGE FILE 20026 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000176 


—--MESSAGE FILE 20027 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000177 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Drum Problem 

Date: Mon, 13 Apr 1998 11:57:07 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35326003.4892@playstation.sony.com> 

References: <6fvqehS6ne42@chuka.playstation.co.uk> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Richard Malka wrote: 

>I have a Midi drum track which consists of a kick, snare, shaker, > crash, mid tom 
and congo. There are 3 other instrument tracks. When I > first played the seq file 

the shakers would not play. Then when I made > the song longer the congos stopped pl 
aying. I have checked the min/max > notes etc in the vab file and everything seems t 
o be fine. I am 

> probably doing something wrong but I am wondering if there are some 

> limitations that I don't know about like the amount of drums you can > use. 


The maximum number of instruments per program is 16. There is no 
limitation on the number of any given type of instrument if you spread 
them among all avalibale programs. The only limitations are created by 
the note ranges of the instruments. Something is likely wrong with the 
construction of your SEQ (such as l:inclusion of messages which cannot 
be properly processed by the libraries, such as aftertouch; or 2: 
perhaps you are placing time crucial messages ot the same delta time. 
Sometimes smf2seq processes these in the reverse order, causing playback 
problems. Always place one delta tick between time-crucial messages. 
What's a time crucial message? Let's say plyback is currently processing 
program 0 and you want a note on from program 1. The switch to prgram 1 
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is time-crucial. Lastly, 3: you may not have your instruments in the 

correct program. Those are the three most likely bad SEQ problems) or of 

your VAB. Double check everything. You can always post your VAB and 

smf/seq here; I won't be able to look at them immediately however. 

—-MESSAGE FILE 20027 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000177 


——MESSAGE FILE 20028 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000178 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound questions 

Date: Mon, 13 Apr 1998 12:02:57 -0700 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <35326161.43F8@playstation.sony.com> 

References: <352FDEAE.30D8@concentric.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Scott Cartier wrote: 
> Is there any way to use the general MIDI instruments without loading 
> them into the sound RAM? They occupy 400k so that eats up almost all > of the spa 


ce. If not, then what's the advantage of using the supplied > general MIDI instrume 
nts over your own? 
> 


No. Only ease of design. You IS possible to deconstruct the gen MIDI VAB 
and use only the instruments you desire, as well. 


> How can you tell if a SsVabTransfer() you just executed has clobbered 
> something else in the sound RAM? Since you don't give it an address > how does i 
t determine where the VB gets placed? 


SsVabTransfer() cannot overwrite other valid data in SPURAM. It uses a 
malloc and free type algorithm to determine where to place the sounds 
and will return failure if no open space exists which is at least as 
large as your file. 


> If I execute lots of SsVabTransfer() and SsVabClose() will my sound 
> RAM get fragmented? Is there a way to prevent this? 


Yes. There is no great way to reduce frag in Yaroze land, sorry. One 

way to is to create sfx VABs and music VABs which are the same size as 
other sfx VABs and music VABs respectively. That way the music VABs 
would nearly always occupy the same slots. Ditto for the sfx VABs. You 
can also reduce fragmentation by closing as many VABs as possible before 
loading new VABs. 


- SPUguy 
—-MESSAGE FILE 20028 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000178 


—-MESSAGE FILE 20029 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000179 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound questions 

Date: Mon, 13 Apr 1998 13:47:25 -0700 

Organization: Cisco Systems 

Lines: 39 

Message-ID: <353279DD.F1ICEF153@netmagic.net> 

References: <352FDEAE.30D8@concentric.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Scott Cartier wrote: 


Bear with me for a moment as my questions may seem trivial. 


Is there any way to use the general MIDI instruments without loading 
them 

into the sound RAM? They occupy 400k so that eats up almost all of the 
space. If not, then what's the advantage of using the supplied general 
MIDI instruments over your own? 


Esae] 


VVVVVVVV 


There is a way to reduce that 400K. Load the GM sample set from 
the CD (VB) into something like 800A0000h and the header (VH) into 
80090000h. Do your SsVabTransfer and then blow away the contents 
of the VB. Once the sound data has been transfered to the SPU RAM, 
you can overwrite it. The VH header, however, must remain resident. 


Space-saving suggestion: 


What you could theoretically do is pack all of your code, graphics, 
sound effects, and whatnot into a compressed format and set up your 
RAM into something like this: 


80090000-800BFFFF main code 
800Շ0000-8013ԲԲԲԲ compressed, packed data 
80140000-8015FFFF General MIDI VH 
80160000-801EFFFF free scratchpad 


Have your code search the CD for the General MIDI header and load 
it at 80140000h, and the instrument sample data at 80160000h. Do 
the VAB transfer, and then that scratchpad area is free to be 
overwritten. You can then unpack your graphics from the compressed 
memeory area and individually transfer them up to the VRAM... 


That should give you a lot more room to play with. 


- Թ) 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 20029 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000179 


——MESSAGE FILE 20030 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000180 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Drum Problem 

Date: Mon, 13 Apr 1998 13:52:41 -0700 

Organization: Cisco Systems 

Lines: 39 

Message-ID: <35327B19.C3536A78@netmagic.net> 

References: <6fvqehS6ne42@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


HY, a 


Richard isn't the only one with this weird problem, and even I may 
be doing something wrong. I have several MIDI files that I made 

and converted with SMF2SEQ. For the first 8 measures, everything 
plays back fine (drums, bass, pads, leads, etc.). But, then after 
that I start losing instruments. The drums disappear, then the bass, 
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then other parts of the song. Weird. And I was using the GM set 
on the Yaroze boot disc. 


I thought that it may just be my keyboard (Korg) when I saved the 
song as an SMF, but then I created something in CakeWalk sequencer 
and the same thing happened. 


Is there something wrong with SMF2SEQ where the notes are missing 
their key-off events and so the sounds being played suck up all 
available voice channels? Is there a prohibition against throwing 
too many events on a single track (e.g. a complex percussion section 
easily has dozens of notes per measure) ? 


*sigh* 
Richard Malka wrote: 


I have a Midi drum track which consists of a kick, snare, shaker, crash, mid 
tom and congo. There are 3 other instrument tracks. When I first played the 
seq file the shakers would not play. Then when I made the song longer the 
congos stopped playing. I have checked the min/max notes etc in the vab file 
and everything seems to be fine. I am probably doing something wrong but I 
am wondering if there are some limitations that I don't know about like the 
amount of drums you can use. 


Help much appreciated. 


VVVVVVVVVV VV 


Daniel Wilson 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 20030 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000180 


—--MESSAGE FILE 20031 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000181 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound questions 

Date: Tue, 14 Apr 1998 10:56:59 -0700 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <3533A36B.4B92@playstation.sony.com> 

References: <352FDEAE.30D8@concentric.net> <353279DD.F1ICEF153@netmagic.net> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Elliott Lee wrote: 
> There is a way to reduce that 400K. Load the GM sample set from 


> the CD (VB) into something like 800A0000h and the header (VH) into 
> 80090000h. Do your SsVabTransfer and then blow away the contents 

> of the VB. Once the sound data has been transfered to the SPU RAM, 
> you can overwrite it. The VH header, however, must remain resident. 


I think he was talking about using 400K of SPU RAM, not main RAM. 
-—-MESSAGE FILE 20031 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000181 


——MESSAGE FILE 20032 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000182 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Sound questions 

Date: Sat, 18 Apr 1998 12:14:46 -0700 

Organization: SCEA News Server 
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> the price in the UK. 


The dual shock comes out in the UK on the 8th of May (this Friday) 

to coincide with the release of Gran Turismo (OOOOO I sure have my copy 
reserved!) Well, it is according to HMV Manchester anyway. 

I think the geyser said the dual shock was going to be £39.95 so I'll 
buy one of them too if the cash-flow situation allows. (prolly not..) 


By the way, anyone played NFS III? 1 hired it out and it's excellent -- 
really smooth feel to the cars and a top Hot Pursuit game. I did find 
though that at very low speeds the physics aren't quite as crisp as 


NFS I (PC) -- ie doing 'doughnuts' is not quite as satisfying; and the 
opponents' cars have an extremely limited physics model (very apparent 
when colliding with them.) But IMO this is the best driving game so 
far. Well, it is until the 8th May... 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 2131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00834 


-—-MESSAGE FILE 2132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000835 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best C64 Games... 

Date: Wed, 06 May 1998 13:11:33 +0100 
Organization: Bacardi Ferrari V12 

Lines: 31 

Message-ID: <35505375.2E25@manc.u-net.com> 
References: <6invjj$jpr30@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


OK, put down that spoon, the best C64 games are like so: 


Revst 

Motor Mania 

Raid Over Moscow 
PitStop II 
Action Biker 


OP OQ N P 


1- Amazing & CLASSIC Formula 3 sim by Geoff Crammond -- I particular 
noted the way you had to fire the engine up with 'T', and could 
stall the car if you spin and forget to drop to clutch. LOVED IT 

2- An absolute CLASSIC in C64 gamedom -- 1 player Spy Hunter style 
graphics, loved the way you needed to stop for fuel and could 
puncture tyres etc. 


3- An original and varied game format -- It's got Zaxxon style bits, 
shooting bits, flying bits - classic gaming. 
4- Top 2-player racing -- a good balance of arcade/sim -- excellent 


the way you did your own pitstops (tyre changes and fuel) 

5- Clumsy Colin on a bike in a £2 Mastertronic game; ride around 
suburbia looking for bike upgrades, nice feeling of freedom; 
ride over the roller-coaster just for the hell of it. 


Note that they are not "811" driving games :-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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Lines: 14 

Message-ID: <3538FBA6.6D33@concentric.net> 

References: <352FDEAE.30D8@concentric.net> <353279DD.F1ICEF153@netmagic.net> <3533A36 
B.4B92@playstation.sony.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts030d22.sto-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


> I think he was talking about using 400K of SPU RAM, not main RAM. 
Yep I was. 


My main problem is that if say I have six songs, three use sample set 
#1, and the other three use sample set #2. Let's say each of the two 
sample sets are 300k (probably a conservative estimate knowing how 
large samples can get). Since I can't fit both sets in SPU RAM at 

the same time I need to shuffle them in and out. That means I need 

to keep both in main RAM so I don't lose them. This eats up 600k which 
is a significant percentage of the total RAM. 


Scott 


—-MESSAGE FILE 20032 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000182 


—--MESSAGE FILE 20033 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000183 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Drum Problem 

Date: Wed, 22 Apr 1998 11:04:57 -0700 

Organization: SCEA News Server 

Lines: 52 

Message-ID: <353E3149.78D0@playstation.sony.com> 

References: <6fvqehS6ne42@chuka.playstation.co.uk> <35327B19.C3536A78@netmagic.net> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Elliott Lee wrote: 

Richard isn't the only one with this weird problem, and even I may 
be doing something wrong. I have several MIDI files that I made 

and converted with SMF2SEQ. For the first 8 measures, everything 
plays back fine (drums, bass, pads, leads, etc.). But, then after 
that I start losing instruments. The drums disappear, then the bass, 
then other parts of the song. Weird. And I was using the GM set 

on the Yaroze boot disc. 


I thought that it may just be my keyboard (Korg) when I saved the 
song as an SMF, but then I created something in CakeWalk sequencer 
and the same thing happened. 


Is there something wrong with SMF2SEQ where the notes are missing 
their key-off events and so the sounds being played suck up all 
available voice channels? Is there a prohibition against throwing 
too many events on a single track (e.g. a complex percussion section 
easily has dozens of notes per measure) ? 


VVVVVVVVVVVVV VV VV 


There is nothing wrong with smf2seq. Most likely your problem s caused 
by unneeded messages in your smf (messages which are not used by the 
MIDI library and whose inclusion causes playback glitches). Cakewalk is 
a notorious sequencer for this - make sure you remove all MIDI messages 
NOT used by the PlayStation. 


Used messages: 
Note on (off is volume ifs zero) 
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Program Change 
Pitch Bend 


) Bank change 
) Data Entry 
) Volume 
0) Pan 
(11) Expression (similar to vuolume - changes the program volume in the 
VAB header) 

(64) Damper - listed in the docs, but I think this gets stripped by 
smf2seq. 


(91) External Effect Depth (reverb) 

(98) Nrpn 

(99) Nrpn 

(100) Rpn - listed in the docs, but I think this gets stripped by 
smf2seq. 

(101) Rpn - listed in the docs, but I think this gets stripped by 
smf2seq. 

(121) Reset all controllers - listed in the docs, but I think this gets 


stripped by smf2seq. 


Aftertouch is usually a big killer. 


- SPUguy 
—-MESSAGE FILE 20033 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000183 


—--MESSAGE FILE 20034 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000184 

Path: chuka.playstation.co.uk!news 

From: “Oliver Hippel" <nospam@spam.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Drum Problem 

Date: Thu, 23 Apr 1998 14:49:18 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <6hmgoh$31i28@chuka.playstation.co.uk> 

References: <6fvqehS6ne42@chuka.playstation.co.uk> <35327B19.C3536A78@netmagic.net> 
NNTP-Posting-Host: dialup-m1l-16.Hobart.netspace.net.au 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Richard isn't the only one with this weird problem, and even I may 
>be doing something wrong. I have several MIDI files that I made 


The biggest thing we found was that the sounds must be a multiple of 28 
bytes, and also we noiced nasty results when the sounds go a little further 
in memory than desired.... 


Oliver 


—-MESSAGE FILE 20034 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000184 


--MESSAGE FILE 20035 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000185 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Unwanted fading drums 

Date: Sun, 26 Apr 1998 18:13:41 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3543DBC5.A9BBE1B7@sinclair.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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In my SEQ, the drum track keeps fading in and out. I would like it to 
stay at a constant volume. In the original midi file, there are no 
volume changes or anything of the sort for that track. Does anybody 
know what's going on, and how to fix it? 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 20035 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000185 


——MESSAGE FILE 20036 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000186 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Unwanted fading drums 

Date: Mon, 27 Apr 1998 10:54:50 -0700 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3544C66A. 34A8@playstation.sony.com> 

References: <3543DBC5.A9BBE1B7@sinclair.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Joshua Meeds wrote: 


In my SEQ, the drum track keeps fading in and out. I would like it to 
stay at a constant volume. In the original midi file, there are no 
volume changes or anything of the sort for that track. Does anybody 
know what's going on, and how to fix it? 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 


VVVVVVVV VV 


Fading volumes up and down? Or sometimes the volume seems normal adn 
sometimes there is no drum track? If the latter, you may have mroe than 
24 sounds trying to play at a time, and you may have the priority for 
the drum track set too low. In that case, the drum track would 
effectively be blocked from being allocated a free voice for playback. 


- REV 
-—-MESSAGE FILE 20036 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000186 


—-MESSAGE FILE 20037 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000187 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Mark Andrade" <reewq@andradearts.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Mac Sound Tools 

Date: Wed, 06 May 1998 10:24:49 -0700 

Organization: Andrade Arts 

Lines: 11 

Message-ID: <6iq5lcS6r3@scea> 

NNTP-Posting-Host: hdn110-038.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.0a (190) 


I have a few questions about sound tools for the Mac. 
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Are there any available? If not, are there any technical docs for VAG, VB,VH 
and SEQ files? Perhaps the souce for the PC tools? I would like to write 
some tools if there aren't any. For example I'd like to write a plug-in for 
SoundEditPro to import and export vh and vb sound files. If I do succeed in 
writing them I'll make them available to everyone. Thanks in advance. 


Mark Andrade 

mark@andradearts.com 

—-MESSAGE FILE 20037 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000187 


--MESSAGE FILE 20038 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000188 

Path: chuka.playstation.co.uk!scea!not-—for-mail 

From: "David E. Tin Nyo" <memex@user2.teleport.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: CdPlay(), will it ever work? 

Date: 6 May 1998 23:57:10 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <6iqtcmS6r6@scea> 

References: <6gjsq9$3682@scea> <6gkun0Sp8n9@chuka.playstation.co.uk> 
NNTP-Posting-—Host: usertest.teleport.com 

User-Agent: tin/pre-1.4-980226 (UNIX) (SunOS/5.6 (sun4u) ) 


Wow, I haven't checked in for a while... But why is there no response 
at all from Sony for this thread? It's kinda important... 


—-MESSAGE FILE 20038 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000188 


—-MESSAGE FILE 20039 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000189 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound, scee.yaroze. 
freetalk.english, scea.yaroze.freetalk 

Subject: DMS v1.1.0 Released 

Date: Sat, 06 Jun 1998 16:18:40 -0700 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <3579CE50.298AF844@jps.net> 

NNTP-Posting-Host: oak-port1507.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:144 scea.yaroze.programm 
ing.sound:189 scee.yaroze.freetalk.english:1103 scea.yaroze.freetalk:698 


Hello, 


That Yaroze MOD player thing that I was working on about 2 months 
ago is finally finished---well, sort of. You can grab it from: 


http://www. jps.net/tenchi/dms_110.zip 


For those who didn't see the other thread, DMS is an S3M player 
for the Yaroze which is a set of library routines that interpret 
its own file. It uses a frame-by-frame polling process and 
supports up to 16 channels of stereo sound with reverb capability. 
All this with very little CPU overhead. 


The dms_110.zip pack should contain: 


DMSPlay (an example DMS player for NTSC) 
- DMS libraries 

- S2S S3M-to-DMS DOS conversion utility 
VABtest (Yaroze VAB testing utility) 
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- an example S3M file 
— documentation 


After downloading, please see the README.TXT file for instructions 
on compiling and converting files. 


DMS will not play your S3M exactly, but it's pretty close. The 
major things missing are pitch slides, portamento, and vibrato---I 
may eventually get around to fixing that. 


Thanks to everyone with their feedback. Please send me any 
comments you have. 


p.s. I've changed e-mail addresses to "tenchi@shell.jps.net", 
and my web pages will also be down until I get them 
transferred over from my old ISP... 


Mata ne, lent Saisie 
- e! pel tenchi@shell.jps.net vis 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) gaa, http://www.jps.net/tenchi 


—-MESSAGE FILE 20039 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000189 


——MESSAGE FILE 20040 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000190 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesxX.demon.co.uk> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: .RA files... 

Date: Tue, 07 Jul 1998 19:28:20 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 15 

Message-ID: <35A268C4.2B70AD40@reality-—bytesxX.demon.co.uk> 
References: <34db8e4f.8950943@news.scea.sony.com> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You can get a program called RA2WAV i Forget where but if you doa 
search on yahoo or altavista for RA2WAV you should find a couple 


KEV 
Matthew Hulett wrote: 


> Hello, 

> Is there a way to convert and use sound files with extension .RA 
> in our yaroze programs? 
> 

> 


-Matt 


--MESSAGE FILE 20040 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000190 


——MESSAGE FILE 20041 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000191 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: .RA files... 

Date: Tue, 07 Jul 1998 21:16:54 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35A2F2B6.56BE58F4@sinclair.net> 

References: <34db8e4f.8950943@news.scea.sony.com> <35A268C4.2B70AD40@reality—bytesxX. 
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demon.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


If you have a PC with Windows, you could just use whatever program you 
use to play .RA files. Just setup Sound Recorder to record from the 
Wave out. This way you could make WAV files, which can easily be 
transformed to Psx format. 


Kevin wrote: 


> 

> You can get a program called RA2WAV i Forget where but if you doa 
> search on yahoo or altavista for RA2WAV you should find a couple 

> 

> KEv 

> 

> Matthew Hulett wrote: 

> 

>> Hello, 

>> Is there a way to convert and use sound files with extension .RA 
> > in our yaroze programs? 

>> 

> > -Matt 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 20041 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000191 


——MESSAGE FILE 20042 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000192 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: .RA files... 

Date: Wed, 08 Jul 1998 03:15:56 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35a2e3ef.58403288@news.scea.sony.com> 

References: <34db8e4f.8950943@news.scea.sony.com> <35A268C4.2B70AD40@reality-—bytesxX. 
demon.co.uk> <35A2F2B6.56BE58F4@sinclair.net> 

NNTP-Posting-Host: client-120-23.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks guys, I never thought this post would get a reply. 
I use RealPlayer to play .RA files, but in experimenting 
with Sound Recorder, I see it can save a .RA file in .Wav 
format quickly and easily. 
I am sure I will always be finding out new things about my OS. 


—Matt 
--MESSAGE FILE 20042 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000192 


——MESSAGE FILE 20043 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000193 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Vab fail 
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Date: Mon, 14 Sep 1998 17:30:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35fd529f.9239436@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-69.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I am having problems with getting a tune in my game. The code I use 

( George Bain's) works perfectly alone but when put into my game 
comes up with the error Vab fail (-1 ERROR). The vab and seq file are 
alright. Its just that when I put the code in my game it messes up. 
Sorry for the the lack detail but there nothing else to tell you. 
Please can anyone help. 


Cheers. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 20043 END: net-—yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000193 


—-MESSAGE FILE 20044 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000194 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Specify sound loop points? 

Date: Thu, 17 Sep 1998 11:27:51 -0700 

Organization: Bwahaha 

Lines: 12 

Message-ID: <360154A7.C86279D7@shell.jps.net> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:200 scea.yaroze.programm 
ing.sound:194 


Heya, 
Is it possible to set specific loop points on a VAG? I know the 


sound can be successfully looped over the entire waveform, but it would 
be nice to only loop a section of it. 


Mata ne, 2 2 wigs 

- e! sate tenchi@shell.jps.net Vises 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) San http://www. jps.net/tenchi 


-—-MESSAGE FILE 20044 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000194 


--MESSAGE FILE 20045 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000195 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Re: Specify sound loop points? 

Date: Thu, 17 Sep 1998 16:51:34 -0700 

Organization: SCEA News Server 

Lines: 12 
Message-ID: <36019117.C7F@playstation.sony.com> 
References: <360154A7.C86279D7@shell.jps.net> 
NNTP-Posting-Host: 206.41.6.40 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:201 scea.yaroze.programm 
ing.sound:195 


Elliott Lee wrote: 

> Is it possible to set specific loop points on a VAG? I know the 
> sound can be successfully looped over the entire waveform, but it 
> would be nice to only loop a section of it. 


You may change the loop start point to a position other than the start 
point, but not the loop end point. You must first set up loop markers in 
your source file. It's best to use source aiff file format for this 
procedure or a editing program which can convert to aiff, since aiff2vag 
does a better job of converting looping aiff files than looping wavs. 


- Rob 
-—-MESSAGE FILE 20045 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000195 


—--MESSAGE FILE 20046 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000196 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Re: Specify sound loop points? 

Date: Thu, 17 Sep 1998 17:23:07 -0700 

Organization: Bwahaha 

Lines: 33 

Message-ID: <3601A7EB.EB8B61EC@shell.jps.net> 

References: <360154A7.C86279D7@shell.jps.net> <36019117.C7F@playstation.sony.com> 
Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:202 scea.yaroze.programm 
ing.sound:196 


Heya, 

Thanks for the quick response. I read that about the start marker as well, 
but I'm at a loss to say which program can generate them. Is 

this part of the AIFF spec? Do you know where I can find the info? 


I'd like to modify some of my current utilities to take advantage of 
moving the start point around. :) 


Big thanks, 
ei 


Rob Vawter wrote: 


Elliott Lee wrote: 

> Is it possible to set specific loop points on a VAG? I know the 
> sound can be successfully looped over the entire waveform, but it 
> would be nice to only loop a section of it. 


You may change the loop start point to a position other than the start 
point, but not the loop end point. You must first set up loop markers in 
your source file. It's best to use source aiff file format for this 
procedure or a editing program which can convert to aiff, since aiff2vag 
does a better job of converting looping aiff files than looping wavs. 


VVVVVVVVVVV VV 


- Rob 


- e! sitet tenchi@shell.jps.net Ա-Ն 
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(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

(Tenchikun) — http://www.jps.net/tenchi š 
—-MESSAGE FILE 20046 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000196 


——MESSAGE FILE 20047 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000197 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound 

Subject: Re: Specify sound loop points? 

Date: Fri, 18 Sep 1998 12:35:19 -0700 

Organization: SCEA News Server 

Lines: 377 

Message-ID: <3602B5F7.61E2@playstation.sony.com> 

References: <360154A7.C86279D7@shell.jps.net> <36019117.C7F@playstation.sony.com> <3 
601A7EB.EB8B61EC@shell.jps.net> 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 3B612F33B2B" 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:203 scea.yaroze.programm 
ing.sound:197 


This is a multi-part message in MIME format. 


3B612F33B2B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Elliott Lee wrote: 

"Thanks for the quick response. I read that about the start marker as 
well, but I'm at a loss to say which program can generate them. Is 
this part of the AIFF spec? Do you know where I can find the info?" 


Here you go... (I have no idea where I got the c code or header file) 


3B612F33B2B 

Content-Type: application/x-zip-compressed; name="aiffform.zip" 

—-MESSAGE FILE 20047 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000197 


——MESSAGE FILE 20048 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000198 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: Vab fail 

Date: Fri, 18 Sep 1998 15:38:30 -0700 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <3602E0E6.620@playstation.sony.com> 

References: <35fd529f.9239436@news.playstation.co.uk> 
NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Tanvir Khan wrote: 

" I am having problems with getting a tune in my game. The code I use 
George Bain's) works perfectly alone but when put into my game 
comes up with the error Vab fail (-1 ERROR). The vab and seq file are 
alright. Its just that when I put the code in my game it messes up." 


=~ 


Well, can you play the seq and vab with the sample code or vabplayer and 
seqplayer? If so, then your vab and seq creation are proper. Next, how 
are you loading the vab and seq into main RAM? Be certain that the 
address you are trying to VAB from is the address you've loaded it into. 
(I know that sounds silly, but since you've cut and pasted some code, 
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it's a strong possibility that something somewhere isn't matched up). 
Since it's returning (-1), the possible causes are as follows: 


1) Sound system already in process of transferring. Can only occur on 
dev kit, not Yaroze (at least I don't think it is possible). 


2) requested VABID Հ-2 or greater than 15 


3) No open vabs left (must close some previously used vabs) 
4) First 3 bytes of VAB do not spell out "VAB" 

5) Parse error of programs due to overwriting of VAB header. 
6) SPU Malloc failure - no room left in the SPU inn 

7) Size of VAB larger than SPU RAM 


That's it. I suspect you do not have the VAB data at the address you are 
accessing or have overwritten the VAB header with other data. 


- Rob 
—-MESSAGE FILE 20048 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000198 


—-MESSAGE FILE 20049 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000199 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "jaleco" <jaleco@tpts6.seed.net.tw> 

Newsgroups: scea.yaroze.programming.sound 

Subject: file format 

Date: Tue, 5 Jan 1999 13:54:27 +0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <76s94nS$jm49@scea> 

NNTP-Posting-Host: h245.s133.ts32.hinet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I am looking for vab format,so I download Net yaroza file format 
In chapter 3-4 ,say vabhdr,progattr ....... (See libsnd in the library 
reference for detial) 


—-MESSAGE FILE 20049 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000199 


——MESSAGE FILE 20050 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000200 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: file format 

Date: Tue, 05 Jan 1999 15:04:40 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <3694296a.1105864@205.149.189.29> 

References: <76s94nS$jm49@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Tue, 5 Jan 1999 13:54:27 +0800, "jaleco" <jaleco@tpts6é.seed.net.tw> 
wrote: 
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—-MESSAGE FILE 2132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00835 


—-MESSAGE FILE 2133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000836 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 13:15:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <6ipkdvSjpr35@chuka.playstation.co.uk> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6ipcbl$jpr34@chuka.playstation.co.uk> <35503A27.50597E46@hinge.mistral.co.uk> 
NNTP-Posting-Host: usera873.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


How wrong can you get ! 
You've worked with me before, you must know I don't use comments ! 


Steve 'wait till the pub shuts' Dunn 
> 

> 

>Steve Dunn wrote: 

> 

>> Anyone remember 'bounder' ? I'm working(very slowly) on a 3D variant of it 
on 

>> the Yaroze. 

> 

>/* 

> Steve's Bounder 3D 

> version 0.000000000000001 (alpha) 
> */ 

> 

>main () 

>{ 

> // Honest, I'll write some code here one day... 
> return; 

>} 

> 

>> Steve 

> 

>Craig. 

> 


—-MESSAGE FILE 2133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00836 


—-MESSAGE FILE 2134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000837 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 13:18:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
Message-ID: <6ipkirSjpr36@chuka.playstation.co.uk> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35505375.2E25@manc.u-net .com> 
NNTP-Posting-Host: usera873.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


REVS...I forgot that one. If I wasn't such a 'simplistic shoot-em-up' head, 
that too would be on the list. 

Excellent game, although I found that once I could get the car round the first 
corner, I went straight back back to zapping the aliens. 
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> 
>I am looking for vab format,so I download Net yaroza file format 
>In chapter 3-4 ,say vabhdr,progattr ....... (See libsnd in the library 


>reference for detial) 


You can find the format of the VAB file in the fileformat.pdf file at: 
http://www.scea.sony.com/net/yaroze/docs/fileformat.pdf 


This is a PDF file so you will need the Adobe Acrobat reader to view 
it. 


Mario 
—-MESSAGE FILE 20050 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000200 


--MESSAGE FILE 20051 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000201 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "jaleco" <jaleco@tpts6.seed.net.tw> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: file format 

Date: Thu, 7 Jan 1999 10:03:19 +0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <77148uS$k7j44@scea> 

References: <76s94nSjm49@scea> <3694296a.1105864@205.149.189.29> 
NNTP-Posting-Host: h125.s132.ts32.hinet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>I am looking for vab format,so I download Net yaroza file format 


>>In chapter 3-4 ,say vabhdr,progattr ....... (See libsnd in the library 
> 
>You can find the format of the VAB file in the fileformat.pdf file at: 


> 
>http://www.scea.sony.com/net/yaroze/docs/fileformat .pdf 

> 

But this document say to get futher detial in libsnd ??? see chap3-4 


—-MESSAGE FILE 20051 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000201 


—-MESSAGE FILE 20052 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000202 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: file format 

Date: Thu, 07 Jan 1999 03:05:03 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <3694238f.32779450@205.149.189.29> 

References: <76s94n$jm49@scea> <3694296a.1105864@205.149.189.29> <77148uSkj44@scea> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Oooops, I misread your original message. I just looked in the file 
and, of course, you are right. All's not lost though. If you look in 
the "User Guide" chapter 15 "Sound Tools" You'll find a few tables 
that show the contents of the VabHdr, ProgAtr and VagAtr. 


Mario 
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On Thu, 7 Jan 1999 10:03:19 +0800, "jaleco" <jaleco@tpts6é.seed.net.tw> 
wrote: 


> 

>>>I am looking for vab format,so I download Net yaroza file format 

>>>In chapter 3-4 ,say vabhdr,progattr ....... (See libsnd in the library 
>> 


>>You can find the format of the VAB file in the fileformat.pdf file at: 
աՀա cata, P E lass ԱՎԱՅ E a eto 

ae this document say to get futher detial in libsnd ??? see chap3-4 

: 


—-MESSAGE FILE 20052 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000202 


——MESSAGE FILE 20053 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000203 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Determining # of tracks 

Date: Mon, 25 Jan 1999 17:15:03 -0800 

Organization: SCEA News Server 

Lines: 7 
Message-ID: <36AD1717.E9B4FC38@vmlabs.com> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:203 scee.yaroze.programm 
ing.sound:234 


Posted this in the "programming" group, but figure it belongs here too. 


How does one determine how many music tracks there are on an audio CD 
from within your program? When using CdPlay() I'd like to avoid 
accessing non-existant tracks if I can. 


Scott 
-—-MESSAGE FILE 20053 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000203 


——MESSAGE FILE 20054 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000204 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.programming.sound, scee.yaroze.programming.sound 

Subject: Re: Determining # of tracks 

Date: Tue, 26 Jan 1999 15:23:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <36ADDDF3.571BC230@manc.u-net.com> 

References: <36AD1717.E9B4FC38@vmlabs.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:204 scee.yaroze.programm 
ing.sound:235 


Hi Scott, 
I found this problem too and posted numerous messages to try and finda 
solution, to no avail. I'm SURE there is a way though -- someone's just 


not letting on! 
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The result was the CD Player in Grav always thinks there are exactly 20 
tracks on a CD (I guessed 20 was ample without being too many). Bit of a 
pain, but what y'gonna do. The biggest problem with CDPlay() is that it 
seems to always find dummy tracks, and loves skipping all over the place, 
and not going to the next track properly. Strange when the PSX's built-in 
CD Player plays all CDs perfectly. Just an iffy Yaroze lib function of 
course, but I'm just glad they let us have this much! 


Jim 

Scott Cartier wrote: 

Posted this in the "programming" group, but figure it belongs here too. 
How does one determine how many music tracks there are on an audio CD 


from within your program? When using CdPlay() I'd like to avoid 
accessing non-existant tracks if I can. 


VV V V V V V 


Scott 


—-MESSAGE FILE 20054 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000204 


—-MESSAGE FILE 20055 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000205 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 

Subject: Re: Determining # of tracks 

Date: Tue, 26 Jan 1999 08:49:48 -0800 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36ADF22C.283CCADA@vmlabs.com> 

References: <36AD1717.E9B4FC38@vmlabs.com> <36ADDDF3.571BC230@manc.u-net.com> 
NNTP-Posting-Host: vmlabs30.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:205 scee.yaroze.programm 
ing.sound:236 


James, 


I've seen an error message printed to SIOCONS when it tries to access 
an unavailable track. Perhaps there's some way of trapping this error? 
At any rate I'll make do with what we're given. 


Scott 

> Hi Scott, 

> I found this problem too and posted numerous messages to try and finda 

> solution, to no avail. I'm SURE there is a way though -- someone's just 
> not letting on! 

> 

> The result was the CD Player in Grav always thinks there are exactly 20 

> tracks on a CD (I guessed 20 was ample without being too many). Bit of a 
> pain, but what y'gonna do. The biggest problem with CDPlay() is that it 
> seems to always find dummy tracks, and loves skipping all over the place, 
> and not going to the next track properly. Strange when the PSX's built-in 
> CD Player plays all CDs perfectly. Just an iffy Yaroze lib function of 

> course, but I'm just glad they let us have this much! 

> 

> Jim 


-—-MESSAGE FILE 20055 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000205 


—-MESSAGE FILE 20056 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
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/00000206 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <robert_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound, scee. yaroze.programming.sound 
Subject: Re: Determining # of tracks 

Date: Mon, 01 Feb 1999 14:56:53 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <36B63135.2BE9@playstation.sony.com> 

References: <36AD1717.E9B4FC38@vmlabs.com> <36ADDDF3.571BC230@manc.u-net.com> 
NNTP-Posting-Host: 208.247.15.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.sound:206 scee.yaroze.programm 
ing.sound:237 


James Shaughnessy wrote: 
"Strange when the PSX's built-in CD Player plays all CDs perfectly." 


Ah, but it doesn't actually. If you leave the lid open and then put ina 

CD and close the lid back down, non-audio tracks will show up as options 

to be played on the CD player! 

—-MESSAGE FILE 20056 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000206 


—-MESSAGE FILE 20057 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000207 

Path: chuka.playstation.co.uk!news 

From: Richard <richard@sums.freeserve.co.uk> 
Newsgroups: scea.yaroze.programming.sound 

Subject: surround 

Date: Wed, 14 Apr 1999 18:16:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3714CD55.6D04727E@sums.freeserve.co.uk> 
NNTP-Posting-Host: modem-3.cobalt.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


hello, 
does anyone know which command, and what variables I would change to 
project the sound behind and above the player. 


thanks 


richard sum 
www.sums.freeserve.co.uk 


-—-MESSAGE FILE 20057 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000207 


——MESSAGE FILE 20058 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000208 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Rob Vawter <rob_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: surround 

Date: Tue, 20 Apr 1999 10:01:34 -0700 

Organization: SCEA 

Lines: 10 

Message-ID: <371CB2EE.193F83B@éplaystation.sony.com> 

References: <3714CD55.6D04727E@sums.freeserve.co.uk> 
NNTP-Posting-Host: 208.247.15.29 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 
X-Accept—-Language: en 


> does anyone know which command, and what variables I would change to 
> project the sound behind and above the player. 


No commands exist to perform surround sound in the Yaroze kit. Negative 
volume values are needed and cannot be input in the Yaroze libs. 


13545 


—-MESSAGE FILE 20058 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000208 


——MESSAGE FILE 20059 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 


/00000209 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <defiantsoft@yahoo.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: surround 

Date: Wed, 12 May 1999 12:05:56 -0400 

Organization: Defiantsoft 

Lines: 33 

Message-ID: <7hc8c7Srfvl@scea> 


References: <3714CD55.6D04727E@sums.freeserve.co.uk> <371CB2EE.193F83B@playstation.s 


ony . com> 

NNTP-Posting-Host: oakl.dfsc.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is not true. If you examine the dolby surround sound spec which 

can be found at ftp://x2ftp.oulu.fi/pub/msdos/programming/faq 

This is how you can get a sound to play to the rear speakers: 

play your sound sample one one channel say the left channel for instance. 
at the same time play the same sound sample on the right channel. but make 
sure you invert the bits on the right sound channel. they way the dolby 
surround 
sound encoding process works is that the decoder listens to both channels. 
when the sample from one channel is the negated value of the sample of the 
other channel it will stop sending the sound to the front left and right 
speakers and forward them via hardwired circuitry to the rear channel 
speakers. You can't control which rear speaker it will send them to both. 
The faq file on the dolby surround sound algo is really informative and you 
should check it out. any sound source with stereo channels is capable of 
doing surround sound. that is how you can put your tv in surround sound it 
has a left and right output and if you have a decoder going to a stereo 
system you can benifit from this. 

Future Crew has a demo called second reality, this demo used the gravis 
ultrasound for surround sound. And FYI, no audio system takes in negative 
sound values.... this is not possible.... 

Rob Vawter wrote in message <371CB2EE.193F83B@playstation.sony.com>... 

> 

> 

> 

>> does anyone know which command, and what variables I would change to 

>> project the sound behind and above the player. 

> 

>No commands exist to perform surround sound in the Yaroze kit. Negative 
>volume values are needed and cannot be input in the Yaroze libs. 

> 

> 


-—-MESSAGE FILE 20059 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 


0000209 


—-MESSAGE FILE 20060 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
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/00000210 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
Newsgroups: scea.yaroze.programming.sound 
Subject: Re: surround 

Date: 12 May 1999 23:36:12 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <slrn7jk43f.kdj.tjs@longford.cs.monash.edu.au> 

References: <3714CD55.6D04727E@sums.freeserve.co.uk> <371CB2EE.193F83B@playstation.s 
ony.com> <7hc8c7Srfvl@scea> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 12 May 1999 12:05:56 -0400, Lemont Washington wrote: 
[eves] 

>And FYI, no audio system takes in negative 

>sound values.... this is not possible.... 


A negative volume will produce an negated (not bit inverted) copy of the 
sample. This is exactly what you want for dolby surround. And yes, the 
playstation does have support for negative volumes, and assuming that the 
yaroze libraries don't support that, then the only way to do surround sound 
with a yaroze is with two copies of each dolby-able sample (one being a negated 
copy of the other). That's kind of painful when you've only got 512k of sample 
ram (less reverb and mixing workspace), but if you really need dolby surround, 
then that's really your only choice. 


Toby. 
—-MESSAGE FILE 20060 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000210 


--MESSAGE FILE 20061 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000211 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Rob Vawter <rob_vawter@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: surround 

Date: Tue, 25 May 1999 10:04:37 -0700 

Organization: SCEA 

Lines: 22 

Message-ID: <374AD825.A50E397A@playstation.sony.com> 

References: <3714CD55.6D04727E@sums.freeserve.co.uk> <371CB2EE.193F83B@playstation.s 
ony.com> <7hc8c7Srfvl@scea> <slrn7jk43f.kdj.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: 208.247.15.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 

X-Accept—-Language: en 


And it will not be real-time. Thanks for the backup Toby. 

= R 

Toby Sargeant wrote: 

On Wed, 12 May 1999 12:05:56 -0400, Lemont Washington wrote: 
[s.s] 


>And FYI, no audio system takes in negative 
>sound values.... this is not possible.... 


A negative volume will produce an negated (not bit inverted) copy of the 
sample. This is exactly what you want for dolby surround. And yes, the 
playstation does have support for negative volumes, and assuming that the 
yaroze libraries don't support that, then the only way to do surround sound 
with a yaroze is with two copies of each dolby-able sample (one being a negated 
copy of the other). That's kind of painful when you've only got 512k of sample 
ram (less reverb and mixing workspace), but if you really need dolby surround, 
then that's really your only choice. 


VVVVVVVVVVV VV VV 


Toby. 
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—-MESSAGE FILE 20061 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000211 


—-MESSAGE FILE 20062 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000212 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scea.yaroze.programming.sound 

Subject: sound PC tools 

Date: Mon, 30 Aug 1999 22:38:31 -0400 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <37CB4027.F4966017@aol.com> 

NNTP-Posting-—Host: ABD4F188.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Hello. 

1.) What sound files are needed to put a WAV sound in a game? 

2.) What tools are needed to convert WAV to the required formats? 
Thanks. 


-—-MESSAGE FILE 20062 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000212 


—-MESSAGE FILE 20063 START: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound 
/00000213 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.sound 

Subject: Re: sound PC tools 

Date: Wed, 01 Sep 1999 01:30:27 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <37cc80f1.43703656@205.149.189.29> 

References: <37CB4027.F4966017@aol.com> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Omar, 
The file: 
http: //www.scea.sony.com/net/yaroze/demos/scea/snddemo. zip 
contains a sample of how to do this. There are other files in the file 
library that cover using sound on the Yaroze. You might want to check 
them all out at: 
http://www.scea.sony.com/net/yaroze/demos/scea/index-.html 
Mario 


-—-MESSAGE FILE 20063 END: net-yaroze-usenet/00000002-SCEA/yaroze/programming/sound/0 
0000213 


E AE AE AE FE HEE HEE EH 
E AE EAE AE AEE FE EAE HE EH 
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THT ERE ERT TT HHT HE 
HET AE TERETE HHH 


E AE AE AE FE AE AE FE EH HE EH 
E AE AE AE AE AE AE AE AE FE HHH 


AE AE AE AE FE AE AE FE AEE E EHE H 
L SSSSSSSSSSSS 


——HHEEEEEE EEE HHH 
—-START USENET FOLDER: net-yaroze-usenet/00000003-SCEI 
-ERRER EEHEEHE HH 


AE E TE AE TE FE AE FE EHE HEH H 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny 
AE AE TE E AE HE AE FE E FE HEHE HH 


-EREEREER EEREEEH 
——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/beginners 
—-HHFEEEEEE HEHEHE 


t RHEE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce 
t EEE HEH 


--MESSAGE FILE 20064 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000001html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?ISO-2022-JP?B?GyRCJDckUCQ3REBMWxsoQg==?= 
Date: Mon, 21 Apr 1997 13:46:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <redbug$f£8d19970421134615@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


2$B!VFMA3$N; v>p! WSKShS$ j3WSmSP3$%@S, L5$/S$ISk; vSKSIS 4! "#4 7n#2#5F | OT9_! "2 (B 
¢$B; dSO01; ~E* SK<+Bp$+$i%$%S%? !<SMS3CSHSK%"3/%; S9SGS—SIS/SISFS*SO!#E (B 


é$B8=:_!"0\9T:n6HSK<j4V<hSCSFS*S$ 5! ISMSCSHSd$m$ &$<0T30SK$Sb$SSS$m$$$mS$d$Cz (B 
¿SBSFSkSNSG!K!"%S%S.SJ!<%:%U%) !<Si%°> SNI=C[S$,CYS1SFSSS*S$9!#?=S7LuUSISS! ի. (B 


¿SBSJS*!"$3SN7oSKH<$$!"8=:_SNSa!<%Sk%"%I%1%9SbMxMQSG$-$JS$S/SJS3JS S9!# (B 
¿SB%sa!<%skSO#4!&#2#40J9_SO=PS5SJSSSG2<S5SS!#¿ (B 
¿$B!J¿ (Bbeginners@FL.scei.co.jp ¿SBSbF1MMSGS9!#$3S3SK=P$7$SFSbE>AwQhS$,>C<:$7S$F¿ (B 
¿SBSSS1SP!";d$SKFOS+S$JS$S;vSKJQSoSjJS"$jJS*S;Ss!K; (B 


¿SB%$/%1%8%C%H%+!<%IS$,FOS-S7S@SS!"27$7$/JLSN%SW%m%P%$%@$H7@Ls$7$+S$9!#;¿(B 
¿SB7QLS$7$0$$!"$3$A$iİ$K$4Js9p$7$^$9!#¿ (B 


RedBug redbug@donk.ne.jp 
--MESSAGE FILE 20064 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0001html.html 


--MESSAGE FILE 20065 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: WSNews Install 
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Date: Thu, 24 Apr 1997 16:30:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <redbug$ff8d19970424163038@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.31 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¢SBSGS9! #2 (B 

WSNews ¢SBSN%$%S%9%H!<SkI}K!Sr=q$$$?%3Z!<S8Sri:n@.S7S*S7S?! #2 (B 
Internet Mail :$BS$+SiSN>h$ 3495S (@hS$rC5S7SFSS$Sk?M!"¢ (B 

Netscape News ¢$B$G610+$7SF5-; v$r=q$$SFS$$$??M!"3 (B 
éSBOLEYGASSSFS_SFS/S@S5$$! #2 (B 
http://wwwl.scei.co.jp/Forum/beginners/News/wsnews.html 
RedBug 

beginner's forum leader 


—-MESSAGE FILE 20065 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0002html.html 


--MESSAGE FILE 20066 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000003html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?ISO-2022-JP?B?GyRCOTkK/Nz5wSnMbKEI=?= 

Date: Mon, 28 Apr 1997 17:24:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <redbug$ff£8d19970428172425@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


éSB:#2SSN99?7!&DI2CE@SO! "2 (B 

éESB!&SK%e!<%95—-; VSNEJIFSKSDSSSFSN%Z!<%8!J<gSKCmOUE@SJSI!K; (B 
é$B!&L\<!SN%US1!<%* 2=!Jz (BNetscape ¿$B$G3NG'!K¿ (B 

¿SB!&JT=88e5-¿ (B 

¿SBSJSISGS9!#¿ (B 

RedBug ¿SB%sa!<%sk%"%I%1%S9>C<:Cf;ə (B 

--MESSAGE FILE 20066 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0003html.html 


--MESSAGE FILE 20067 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000004htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?1ISO-2022-JP?B?GyRCPzc1LCVhIiTwlayUiJUkLbCUS5GyhC?= 
Date: Fri, 02 May 1997 17:27:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$f£8d19970502172734@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.54 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


redbug ¿S$BSGS9!#;¿ (B 


¿SB%$W%m%P%SsSSQ@SHSN7@LsSrSJSsSHS+#G#WFbSK=*SoSiS;Sk;vS,=PMhS *S7S?!#¿ (B 
2SBB?S/SNJ}SKS4LBOGSr$*$+$1S57$%S$75?; vSrS*OMSSS7S*S9! #3 (B 
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2£$B?75, %a!<%k%"%I%1%9$0; (B 
redbug@winter.try-net.or.jp 
ESBSGS9! 4. (B 


beginners@FL.scei.co.jp 
¢£SBS+S$iSNE>Aw@_DjSO!"S*S@STISSS1SFSS$*$; SsSN$G!"3 (B 
2 SBS 3SASiSX$*AwS {$$$ ?S@S$SFSbFISa$*$;Ss!#z (B 


éESB%S%.ST!<%3: SUS) !<%i%`SXSNS40U8+!&S446A[SJSISa!<SkSKSFSbS*BTSAS7SF¿ (B 
ESBSSS*S9! #2 (B 

ESB: #8eSHSbSh$m$7$/$*4jSSSSS2S7S*°S9!l #2 (B 

Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

—-MESSAGE FILE 20067 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0004htm1l. html 


--MESSAGE FILE 20068 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000005html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?1ISO-2022-JP?B?GyRCUDckUCQ3REBMWyEmI zIbKEI=?= 
Date: Tue, 06 May 1997 14:28:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <redbug$Sff8d19970506142808@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#;¿ (B 
¿SB$3SNAOD@L[$+SiI|3h$7$?$PS$S+$3jSJSN$SGS9$,!&!&!&!&¿ (B 


¿SB#57n#8F|$Sh$jDKETJ)LL$X=PD%$$GS91#¿ (B 
¿SB#57n#1#6F|5"4T$NM=D3j!#;¿ (B 


ESBS3SN4V!"D:$S$?%a!<%k!"2q5D<<SGSN<ALGSJSISK! "3 (B 
ESBS*EZS (SGS-SISSSNSGSOSISSS+S$H; WSS$*S9! #2 (B 


éSBS4LBOGSr$*$+$1$7$*S$9S, !"Sh$m$7$/$*4jSS$7$*S$9! #2 (B 

Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

—-MESSAGE FILE 20068 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0005հեռԼւ. html 


--MESSAGE FILE 20069 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: redbug <redbug@winter.try-net.or.jp> 

Newsgroups: playstation.ny.beginners.announce 

Subject: from =?iso-2022-jp?B?VClaTO5FGyRCRUVHP jVKQ2MbKEo=?= 
Date: Sat, 10 May 1997 18:26:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33743F56.413A@winter.try-net.or.jp> 
NNTP-Posting-Host: 202.234.31.15 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; 1) 


RedBug ¿$B$G$9!#¿ (J 


T-ZONE ¿$B$h$j!#;~4V$,$I$Ş$Ş$N$GI, MW; v9`$N$_!#¿ (J 
2S5B! JSbSHSbSHS=SESSSESKSE! <S$9SOSK!<SWSTSSSGS9S, ¢ (J) 


¿$B#1!'¿ (Jbeginners@FL.scei.co.jp ¢~$B$X=P$7$?%a!<%SkSrFISaSkShS$&SKSJISjS*S7$?! #2 (J 
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Anyone know what Geoff Crammond is doing now ? 


Steve 

James Shaughnessy wrote in message <35505375.2E25@manc.u-net.com>... 
>OK, put down that spoon, the best C64 games are like so: 

> 

>1: Revst+ 

>2: Motor Mania 

>3: Raid Over Moscow 

>4: PitStop II 

>5: Action Biker 

> 

> 

>l- Amazing & CLASSIC Formula 3 sim by Geoff Crammond -- I particular 
> noted the way you had to fire the engine up with 'T', and could 
> stall the car if you spin and forget to drop to clutch. LOVED IT 
>2- An absolute CLASSIC in C64 gamedom -- 1 player Spy Hunter style 
> graphics, loved the way you needed to stop for fuel and could 

> puncture tyres etc. 

>3- An original and varied game format -- It's got Zaxxon style bits, 
> shooting bits, flying bits - classic gaming. 

>4- Top 2-player racing -- a good balance of arcade/sim -- excellent 
> the way you did your own pitstops (tyre changes and fuel) 

>5- Clumsy Colin on a bike in a £2 Mastertronic game; ride around 

> suburbia looking for bike upgrades, nice feeling of freedom; 

> ride over the roller-coaster just for the hell of it. 

> 

>Note that they are not *all* driving games :-) 

> 

>Jim 

>—— 

> 

>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 


> 
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—-MESSAGE FILE 2134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00 


837 


-—-MESSAGE FILE 2135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 
Re 


ip 
NN 
Mi 
Co 
Co 
X- 


St 
> 
> 
> 
> 


<G 


00838 

th: chuka.playstation.co.uk!news 

om: Craig Graham <c_graham@hinge.mistral.co.uk> 
wsgroups: scee.yaroze.freetalk.english 

bject: Re: Best C64 Games... 

te: Wed, 06 May 1998 13:29:59 +0100 

ganization: Intelligent Research 

nes: 14 

ssage-ID: <355057C7.7B12F283@hinge.mistral.co.uk> 


ferences: <6invjj$jpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6ipcbl$jpr34@chuka.playstation.co.uk> <35503A27.50597E46@hinge.mistral.co.uk> ՀՇ 


kdv$jpr35@chuka.playstation.co.uk> 
TP-Posting-Host: 194.131.235.3 
me-Version: 1.0 

ntent-Type: text/plain; charset=us-ascii 
ntent-Transfer-Encoding: 7bit 

Mailer: Mozilla 4.03 [en] (Win95; I) 


eve Dunn wrote: 


How wrong can you get ! 


You've worked with me before, you must know I don't use comments ! 


Steve 'wait till the pub shuts' Dunn 


RIN> 
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¿SB#2!'¿ (Jplaystation.ny.beginners.request z¢SBSHSSS&%K%e!<S9S0Sk!<SWS, :n@.$5S$1S$%3 (J 
2SBS7$? l#e (J 

S SBS ՏՏՋ 1&1 <% 2 US) 1 ՀՏ19` SXSN<ALd! &%45%/% (S9SHSTSIS"S5S*% 5 eee ԹԱ ԿԱՏԱ 

ESB! J#5¢ (J/zSBHELHES*SGIV; VSGS-SISSSNSO4*I[S7SF2<S5$S$!Ke (J 


ESBS=S1SGSOS*S?! #2 (J 
—-MESSAGE FILE 20069 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0006html.html 


--MESSAGE FILE 20070 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000007htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?ISO-2022-JP?B?GyRCNVchOTK5PzcbKEI=?= 

Date: Wed, 28 May 1997 15:40:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <redbug$ff8d19970528154016@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.80 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿$B$G$9!#¿ (B 


¿$B99?7SHSSSCSFSbS?SSST7SFA)S (SFSJSSSGS9!#¿ (B 
¿SB#F#T#P%SD!<%$kSN%$$%s%9%SH!<%k$+$i@ D3j$*$G!"B>>/S7!#¿ (B 


¿SB;-4VSNS+S+SkK#F#ATOS“SHSaSOSHSbS+S/!"S=SNB>SKSDSSSF¿ (B 
éSBK<!$K2?=q$/$+7hSaSFS*S;SsSNSG! "4uK>SISIS"SjIS*S7S?Si¢ (B 
playstation.ny.beginners.request ¿SBS *SGSIS&S>!#¿ (B 

Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

--MESSAGE FILE 20070 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0007html.html 


--MESSAGE FILE 20071 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000008html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?ISO-2022-JP?B?GyRCUSSl1JiVzZJT8bKEI=?= 

Date: Wed, 28 May 1997 18:51:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <redbug$ff8d19970528185113@news1l.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿$B$G$9!#¿ (B 


¿SB:#;nS7SFS_S?SHS3Sm!" ¿ (BNetscape Communicator PR5 ¢SBSGSO!"2 (B 
¿SB%$"%/%S;%9%+%$&%s%S?$,@5>oSKI=<(S5$1SFSSS S9!#; (B 


JavaScript ¿SBSGS3S1SFSSS?SNSbD>SCSFSkShS&SGS9!#¿ (B 


= 


¿SBSHSSS&SoS1S$SG!"; (BCommunicator ¿SB%Sf!<%6!<SNJ)SO!"%S@%&%s%m!<%IS7SF¿ ( 
¿SB;nS$S7$SFS_SFS/S@S5SS!#¿ (B 


Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

--MESSAGE FILE 20071 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0008html.html 


--MESSAGE FILE 20072 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
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000009html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?ISO-2022-JP?B?GyRCUDckUCQ3REBMWyEmI zMbKEI=?= 
Date: Fri, 13 Jun 1997 15:38:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <redbug$ff8d19970613153815@news1l.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBugz$BSG$9! #2 (B 


2$B:#7n#14#8F | $h$j#2#7F | $*$G! "DkETI}LLSK$*$?$°$?2=PDS$G$9! #32 (B 
2 SBS3SN4VSNO"MmSOSHS1$*$; S$sSNSGS4N; >52<S5$$! #2 (B 


ESBS*S8SGSN! <SH%Q%=%3%8S, SSSkST!"S$3S150! #2 (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
-—-MESSAGE FILE 20072 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0009htm1l. html 


--MESSAGE FILE 20073 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: =?ISO-2022-JP?B?GyRCUSI1lcyUxITw1LSDYoTk8kTiQqNGokJBsoQg==?= 
Date: Sun, 29 Jun 1997 22:27:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <redbug$f£8d19970629222719@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿$B$G$9!#¿ (B 


ESBSW! 9SK99?7S7S*°S7$2! #2 (B 


2ESB:#28SSO!VS"%SSS1!<SH!IWSNSZ!<S8SrDI2CS7S*°S7S?! #2 (B 
ESB: #8eSN; 29MSKS7$?SS$H; WS$$*S9SNSG!"S$<SRS$46 (NOS/S@S5S$! #2 (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20073 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0010htm1. html 


--MESSAGE FILE 20074 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000012htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITw1SDYoTk8kTiQqNGokJBsoQg==?= 
Date: Wed, 02 Jul 1997 11:00:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <redbug$Sff8d19970702110032@news1.scei.co.jp> 

References: <redbug$Sff8d19970629222719@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.111 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 
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playstation.ny.beginners.announce ¿$B$N¿ (B 
<redbug$f£8d19970629222719@news1.scei.co.jp>zSBSKS*SSSF¢ (8 
1997/06/29/ 22:27 ¢SB:"!";daSO=qS-S*S7S?! #2 (B 
> $B:#2s$0O!V%"%s%1!<%H!W$N%Z!<%8$rDI2C$7$^$7$?!# (B 
>¿$B:#8e$N; 29M$K$7$7$$$H; W$$$^SIŞN$G!"$<$R$46 (NOS/S@S5S$! #2 (B 


¿SB%SM%C%SH%S9%S1!<%WSNS_S+Si<uSl1I1US1$SFSSS?2%"%Ss%S1!<%HSr!"¿ (B 
¿SB%SS%s%?!<%SM%$C%H% (3/S9SWSm!<SiS=SNB>SKBP1~$5S;S*°S7S?!#¢ (B 


¿SB0zS-B3S-S46 (NOS*445SSSSS?S7S*°S9! #¿ (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
-—-MESSAGE FILE 20074 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0012htm1. html 


--MESSAGE FILE 20075 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000013htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: about WSNews 

Date: Sat, 12 Jul 1997 14:40:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <redbug$f£8d19970712144014@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.52 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


WSNews ¢SBSN@_Dj$r=q$SSFS$+SiS3SCSA!"S7SgSCSASeS&¢ (B 
WSNews zSBSKShSk3F39%HE J 9FSr8+SkSh$&SKSIS4$*S7$2! #2 (B 


ESBS"S$!!"FISs$GS/S1SFSkSs$@$JI$!!"SH!I"SES1STSS8BSISGS9! #2 (B 


ESBSSSF!"z (BWSNews ¢SBSOZS7S'S"SES'S"SGSI! #3 (B 
¿ $B; H$$B3$1$k$J$i!":n<T$K$*6b$rJ'$&I,MW$,$"$J$^$9!#¿ (B 


¢ SB5SSKF~SCS?J} SOAW6bS7SF2<S5SSSM! #3 (B 


¢ SBSH! "S$3838*SG=qSSSF!"<+J,SN5-; VSNSXSCS@Sr8+SFS_SkSH!I&!&!&2 (B 
>X-Posting-Software: WSNews 2.017 (UNREGISTERED) 

ESBS2$2! #2 (B 
éSB<BSO2HSH2q<RSNN>J}SGFIS_=q$-S7SFSkSsS$GS9S,!"¢(B 

¢ SB2q<RSN%$*37%SSKS$S0%0%9%3!<%IF~SISFSIS+SCS?SsSGS9SM! #3 (B 


¢SBOJA0S"SkJ} SK; XE&S5S1SFD>$75 ?$DSb$ jS@SCS?SNSG$9S,!"z (B 
ESB: FSSSSS9SH!<SkS7$?:]SKK:S1LSFS?SiS7SS!#SAScSSSHD>S7SFS*S+SMSP! #2 (B 
ESB! JSbSASmSs!"S7S'S"SES'S"NASOIT'SSS*S7S?! #SASGSCSHCY$/SISCS?S1S1!Kz (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20075 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0013html.html 


--MESSAGE FILE 20076 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/00 
000014htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.announce 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITw1SDYoTk8kTiQqNGokJBsoQg==?= 
Date: Mon, 21 Jul 1997 22:30:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <redbug$f£8d19970721223056@news1.scei.co.jp> 

References: <redbug$ff8d19970629222719@news1.scei.co.jp> 
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NNTP-Posting-Host: 202.215.109.114 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


eke A E ny.beginners.announce ¿SBSN¿ (B <redbug$ff8d19970629222719@news1.scei.co. 
Ք» ¿SBSN¿ (B 

¿SŠB5-;v$KS$*$S$SSP (B 1997/06/29/ 22:27 :58:" 1" (B 

SB; d$O=q$-S*S$7S?!#¿ (B 


>¢SB:#2s$0!VS"Ss%1!<SH! WSNSZ!<%8SrDI2C$7$°S7$2?! #2 (B 
>¢S$B:#8eSN; 29MSKS7S?SSSH;WSSS*SISNSG!"S<SRS46 (NOS/S@S5S$S! #2 (B 


ESBESCEL=87W7P2Za$Sr8x3t+S7S*S7TS?!#S"SSS1!<SHSNSZ!<S8SXSISES>! #3 ( 


= 


¿SB2sEzMsS$H=87W7P2a$,F1$8%Z!<%8$KS$SJSC$FSSSKkK$SNSG!" (B 
¿ $B=87W7P2a$r8+$J$, $i2sEz$b$G$-$^$9!J>P!K!#¿ (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20076 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/announce/0000 
0014htm1.html 


E AE AE AE FE HEE HEE EH 
E AE EAE AE EAE FE AEE HE EH 


——HHEEEREE EEE HEE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/beginners/gqa 
n EREEREER EH 


——HHEEEEE EE HE HEH 

--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
ool 

——HHEEEEEEE EEE EH 


--MESSAGE FILE 20077 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "M.Namusato" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?1is0-2022-jp?B?GyRCJUYLLyUSJUELYyEpGyhK?= 
Date: Fri, 02 May 1997 09:15:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3369322E.96F@ug.sue.shiga-u.ac.jp> 
Reply-To: u6002@ug.sue.shiga-u.ac.jp 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 

CC: u6002@ug.sue.shiga-u.ac.jp 


¿SB%]%3JjJ%4%sSNI=<(!"@) ee ee Bon ates ee 
ESBS4%SSSK?'SrSDS1SKSNSb! #2 (J 
ESBSF%/%S9SASCSNE=S 54$4+$?S,S0S+SiSTSSSNSGS9! ##N#YSNSE!<S6!<%,SSSISKSO>\S7S/¢ 
ESB: \SCSFSISSSNSG! #=i1?4<TSN; een $; Ss!#3F%/%93A SCSrE= ee 
BSH2?SKSbLLGr$/SISSSGS9SHSM! #2 (J 

¿SBSISJS?S+65$S ($F$/$0$5$$$^$; !#Sb$7$/SO!"$3$3SK:\SCSFSkKS>SISISH8@SCSFSSS?¢ 
¿SBS@S/SHBgJOS&S1S$S7SSSGS9!#SASJS_SK= Ae 0 Ա ԱԱԿ Ա 
éSBSISKSH; WSS$S*S9!"S=SN; i eae Տ/ՏԱՏՏ5Տ15:ՏաԼՍՏ-Տ"ՏՇՏԲՏԱԸՏԸՏԲՏ/Տ0Տ5ՏՏՏ՞Տչ: 14: (J 
ESBSh$m$7$/S*45SSS7S*S9! #2 (J 


M.Namusato (u6002@ug.sue.shiga-u.ac. jp) 
—-MESSAGE FILE 20077 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000001html1. html 
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--MESSAGE FILE 20078 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000002htm1 - html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
From: yuji noguchi <ugn@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: lightwave 

Date: Tue, 06 May 1997 18:04:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <336EF42D.48C3@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.136.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Աթ ՏՄՏ)ՏՇՏ9Տ, 1" (J lignt wave ~$BL5NAG[I J ¿$B$N$d$D$G$9$, 1" (J ¢$B:$SC$?$3SHS 
Ke ¿SBS $3s%9 (J 

R USOS ¿SB!T¿ (Jinitalization failed SŠB!I¿ (J ¿S$BSH=P$ 
S9¿ (J 


—-MESSAGE FILE 20078 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000002html.htm1 


--MESSAGE FILE 20079 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000003htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: lightwave 

Date: Tue, 06 May 1997 21:53:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <kamon$21c519970506215332@news1.scei.co.jp> 
References: <336EF42D.48C3@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S3Ss$SKSASO!"2CLgSGS9!#¿ (B 


yuji noguchi <ugn@ka2.so-net.or.jp> wrote: 


Ա: ՏՄՏ1Տ6595, 1" 4 ( (B lignt wave z$BL5NAG[I B ¿SBSNS$SdSDSGS9S, !"¿ (B ¢$B:$$C$?$3$H 
SK¢ ¿SBS $3s%9 ¿ (B 
ՅԻ SH! <&k57SFSDN) ՏՃ»օ5,535-5:551"չ (B ՀՏ Լ: (Binitalization ք881164:5811: (B ¿SBSH=PS 


՞Տ9: (B 


£$B!!;HSCSFSk%Q%=%3%sS02 (BFMV: $B$+¿ (BAcerz Տ8ՏՇՏՕՏՄՏՏՏՇՏ7ՄՏԱՏԵՏԻ #S5=S1SITSiz (8810ՏչՏ8ՏԱ 
¿ (B 
éESB@_DjSG%Q%iS1%Sk%] !<SHSrAPJ}8~DL? .2DG=>uBVSKS9SkI,MWS,S"SjS*S9! #2 (B 
ESBS?SVSSSISSSOSKSNG'<1S,<:GTS7SFSSSkKSH;WSSS*S9! #3 ( 
2$B!!3 (BD-Storm: $BSN%[!<%* $Z!<%8SrSNS>SSSFS_SFS/S@S5SS! #3 (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 

—-MESSAGE FILE 20079 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000003htm1. html 


w 


--MESSAGE FILE 20080 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000004հեո1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: SHINDO Motosuke <shindo@memex.co.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Baud rate setup? 

Date: Wed, 14 May 1997 18:23:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <337984A7.7334E87F@memex.co.jp> 
NNTP-Posting-Host: 202.220.152.14 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


ESB?PUFH! wWsasasCS/SISHSSSSS*S9!#SOS8SaS*S7TSF!l#e (J 


ESBSMSCSH$d$m$ &$<$h$ &$d$/SO$8Sa$k$3$H$, $GS-Sk$h$ES$K$I$j$*$7$?l#e (J 


PS¿$B$H¿ (JPCz $B4VSNDL?.%9%T!<%ISrz (J115200bps¿$B$K>e$2$k$d$jJ)$OJ,$+$C$?$N$G$9$, ! "Kh 
2s¿ (J 

siocons¿SBSr5/F0$7D>S96NSO7k9=Sa$s$ISsSGS9ShSMS'!#3'S$56sSNOCSrFIS2AS;$FSSS?2; (J 
¿SBSRGS$SSSFSSSkSH%SaSb%$j%+!<%$ISHSSS&SNSr;HS&SH!"$3S$SNQ@_Dj$r5-21$5%;$kS$3S$SHS$S,SGS-¿ (J 
ESBSkKShHSESTSNSGS9S, $"$SŠSSKS/SasSb%Sj%S+!<%ISr;)S$CSFSSS S;Ss!# (J 


#¿SB%sasb%j%+!<%ISCSFS$SSS/SiS0SiSSSJSSsSGS9S+;¿ (J? 


PS¿$BB&$H¿ (Jsiocons;: SBB&$Nz (JBaud rate¿$BSN@_Dj$rO01H/S$SG9T$ (SkSh$&$J%$D!<%sk$O$SJSSSNSGS 
7$g¿ (J 

:SBSg&S+1)Sb57$/SO:F5/F05; $: SK; (JBaud ratez SBS, @Z$jBXS (SiS1SkE>Aw%D!<%kSOS"S$4S8%S932 (J 
¿SBS+!)¿ (J 


¿$B?JF#85M4; (J 


--MESSAGE FILE 20080 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000004html.htm1 


--MESSAGE FILE 20081 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000005հեու. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: Baud rate setup? 

Date: Wed, 14 May 1997 20:04:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33799C42.6932@ymg.urban.or.jp> 
References: <337984A7.7334E87F@memex.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.118 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


SHINDO Motosuke wrote: 
> #¿SB%sasSsb%j%+!<%ISCSFSSS/SiSOSiSSSJSsSGS9S+¿ (J? 


ՀՏՑ !¢(J2000z2SB1_S@SCS?SH;WSSS*S9! #2 (Մ 

2£$B!!1#3Kg%Q%C%/S, ¢ (J4000¢$B1_!#2 (J 

—-MESSAGE FILE 20081 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000005html. html 


--MESSAGE FILE 20082 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: Baud rate setup? 

Date: Wed, 14 May 1997 19:55:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <kamon$21c519970514195537@news1.scei.co.jp> 
References: <337984A7.7334E87F@memex.co.jp> 
NNTP-Posting-Host: 210.136.1.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


SHINDO Motosuke <shindo@memex.co.jp> wrote: 
>#¿SB%SsasSb%S$j%S+!<%SISCSFSSS/SiS0SiSSSJSsSGS9S+¿ (B? 
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2SBDj2A$, #2#0#0#01_$/SiSSS@SCS?SH;WSSS°S9! #2 (B 


>PS¿ŠBB&SH¿ (BSiocons: SBB&$Nz (BBaud ratez;SBSN@_DjS$r01H/SG9TS (Sk$h$&SJI%D!<SkSOSTSSSNSG 
$7$g¿ (B 

+; SBS&$+!) $b$7$/$0:F5/F0S; $: $K; (BBaud ratez$BS, 253825 (SiS1SkE>Aw%D!<%kSO$S"Sj4S*S$9¢ (B 
>¿SBS+!)¿ (B 


djsetup.bat¿$B$r¿ (B 
set DTLH3000=0x3f8, 4,115200 


¿SBSH=qS-49S ($F$*$1$P!";¿ (Bsiocons¿$B$, %G%U%) $kSHSG;z (B115200bps¿$B$GN) SA>eS$,S5S*S9!#¢ 
«8 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20082 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000006htm1. html 


--MESSAGE FILE 20083 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000007htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SHINDO Motosuke" <shindo@memex.co.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: Baud rate setup? 
Date: Sat, 17 May 1997 00:32:30 +0900 
Organization: MeMeX Inc. 
Lines: 26 
Message-ID: <5lhv13Skdv@newsl1.scei.co.jp> 
References: <337984A7.7334E87F@memex.co.jp> <kamon$21c519970514195537@newsl.scei.co. 
jp> 
NNTP-Posting-Host: 202.220.152.14 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿$B?JF#¿ (BaigSBSGS9! #2 (B 
Taro Kamon wrote in article 


> $BDj2A$, #2#0#0#01_$/$iS$SS@SC$2$H; WSSS*S9! #2 (B 


éESBLLE] $@0$+$i%za%b%j!<%+!<%IGC$C$F$7$^$C$?J}$,Aa$$$+$J!#>pJs$I$&$b$"$j$, $H$&$4$6$$$^$ 
7S?!# (B 


>>PS¿$BB&$H¿ (Bsiocons¿$BB&$N¿ (BBaud ratez$BSN@_DjSr01H/SG9TS ($k$h$&$J%D!<%k$O$J$$$NŠ 
GS$7$gz (B 

>> SB$8&5+!)$b$75/$0:F5/F0$; $:$K; (BBaud rate¿$B$,@ZS$S3jBXS$S(S$SiSlS$SkE>Aw%$D!<%Sk$OS"SjS 59; ( 
B 
>>¿SBS+!)¿ (B 


> 
>djsetup.bat¿¿SBSr;¿ (B 
> 
>set DTLH3000=0x3f8,4,115200 
> 
>¿SBSH=q$-49S (SFS*S1SP!"¢ (Bsiocons¿$B$, SG%U%) Sk SHSGz (B115200bps¿SBSGN) SA>eS,S3jS*S9!# 
¿ (B 


¿SBS=S&$GS9SM!#SGSb!"¿ (BPS $BB&$O%GZU%) %k%H$Gé (B9600: SBSG5/FOST7TSFSSSkS$+SiS=SNS*S*SGS 
ODL? . $G$- ee ee SSS $0012s¢ (B9600¢ Տ8560183574286չ ( (Bbaud 
115200258535՞5Տ551Լ15Շչ  (BPS¿ a S/ST7SFS$S*$S$SSFS+Si:FEY¿ (B115200¿$B$G¿ (Bsiocons¿$B$rN) 
SA>eS2SFSDSJS. D>S7SFS* $9! #2 (B 


¿SB!t$SJSKS+Sd$SjJ)S, S"SkSNS+SJ!) (B 
¿SB!t$d$C$Q$j%a%b%j!<%+!<%IGcC$$$^$9$+!D¿ (B 
¿SB!#¿ (B 


sin 
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—-MESSAGE FILE 20083 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000007html1. html 


--MESSAGE FILE 20084 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1/00000008htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: hideomi <hideomi@ask.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: =?iso-2022-4jp?B?GyRCI zk jOCVmI TwINiE8GyhKIBskQiNPI20 jaSRHJDkbKEo=?= 
Date: Wed, 04 Jun 1997 09:27:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <3394B683.A71@ask.or.jp> 

Reply-To: hideomi@mai.ask.or.jp 

NNTP-Posting-Host: 203.179.116.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBSIS&Sb: #F | SO! #SOS8SaS*S7SF!#2 (J ¿$B=i?4<T; (J ¿$B#O#m#i¿ (J eSBSGS9! #2 (J 


¿ $BAaB.$G$9$, !"; (I"ZSB%5Ssswekswsm%s0%is* SNS3SsSQ%SSkSH<BOT? (Ll#zESBSKSDSSSF<ALASGS9! #¢ 
(J 


¿$B$ŞI$&Ş$K$+!V4D6-@_DjJSP%C%A ԱԱ 2 ՏՇ-"ՏՕՏՇՏՉՏԱՏՕՏՉՏ, !"$$$6¢ (U[¿ SB#m#a¿ (J 
¿SB#k#e; (J] ¢SBSr<B9TS7TSFS_SkSH3 (J 
¿SB<!SNSh$S&$J!"O0EFE9fSiS7S-SbDbSNS, IDS+SS>eS, SCSFS—-S?SsSGS9! #2 (J 


Ան ԱԱ ¿SB#b#e; (J ¿SB#i#n; (U ¿SB#R#E#A#L¿ (J ¿$B#mło#d#e!J#n#o# 
te ( ae ԱՏՆ 

¿$B#t#o¿ (J E ¿$B#t#h#i#s¿ (J 

< SBłpłriołgłrta#me (J iSBewHidt #h#osudts (J ESBEVECHDFEL! Se (J 

ESB! J#1#F2 (J eSBHy#to#uzg (J ¿SB#a#r#e; (J ¿SB#u#s#i#n#g; (J ¿SB#a#n¿ (J ¿SB#E#M#S¿ (J ¿$B 
#FE#m#u#l#a#t#e#r!š ¿(J ¿SB#m#a#k#e;¿ (J 

¿SB#s#u#r#e; (J ¿SB#t#h#a#tu(J 

¿SB#FF#M#S¿ (J ¿SB#i#s¿ (J ¿SB#n#o#t; (J ¿SB#d#i#sha#b#l#e#d!K; (J 


ee SiS Sr;HSSS?S+SCS?Si!l"#C#PHUSr#RHEFAH#HLSD! <SISKS7¢ 
ESBSm! #2 (J eSBS8S$cSI$—-Sc$!!"#E#M#SSrSIS&SKS+S7$m! #!WSH! "=qSSSFS"SkSH;WSS$$% "99142 (5 

&ESBS7S+S7!"SdSjI}$,2r$5$S°S;SsS7!"K\SGD4SYS?S1S1:\SCSFS*S;Ss!#S*S*S1ISK:F5/¢ (J 
:SBFOS7S$?Sig (J 


éSB<!SNSU%S!%S%Sk$, ITB-S7TSFSSSkS+2 (J ¿SBS3SoS1SFSSS*S9¿ (J ¿$B#c#o#n#f#i#g!s#s#y#se (J 
A: \WINDOWS \COMMAND\HRTMER. SYS 


A: \WINDOWS\ANSI.SYS 


ESBSH8@SE&SHSEST!I"S*S*S1S“*SGIUSSSFS—-S*S7S? ! #2 (J 
ESB! JHA#NHSH#I! SHSHY#SSO!"S33SSUS#ESOSKSIS+SCS$?SNSG! "=q$—-9~S_S*S7S?!Ke (J 


ESB2r$kJI}$,$$$?Si65$ (SFS/S@S5SS! #3 (J 


ESBFO:n4D6-SO0J2<SNSHS&$4SG6$9¢ (J 


¿SB#M#S!]#D#O#S¿ (I ¿SB#V#e#r;¿ (06258152 (J2 
¿SB#P#C!]#9#8#2#1#V#1#3;¿ (J 
¿SB#C#P#U¿ (J ¿SB%Z%s%SF%S#%S"%`¿ (JU ¿SB#1#3#3¿ (IR6“MYB¿ (J 


—-MESSAGE FILE 20084 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000008html.htm1l 


--MESSAGE FILE 20085 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000009html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCI zk jOCVmI Tw1INiE8GyhKIBskQiNPI20 jaSRHJDkbKEo=?= 
Date: Thu, 05 Jun 1997 18:35:10 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 8 

Message-ID: <3396884A.68A0@ymg.urban.or.jp> 
References: <3394B683.A71@ask.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.73 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !#9#8SGSO¢ (JNY;$B3+H/%-SCSHSrFOS+$ 7SFSISSSNSGL@3NSKEZS ($i$1$^$;$s$,!"¿(J 
2SB!!#0#m#iSSSSSN#9#8SNz (JCONFIG.SYS; SBSH; (JAUTOEXEC. BAT; $B! JSMSsSN$?Sa!KSr!"3@ (J 
ESB! !S"SCSWS7$2S[S&S, !"SOS+SkI} $b2rEz$7$d$9SSSH;WSSS*S9! #2 (J 


ESB! !62SiS/!"2>A[¢ (J862SB%s asb% JSISISSSPSNLGBIS+SH; WSSS*S9! #3 (J 


¿SB!!S=S1SH!"%S%s%?!<%M%C% s ՄՏՕչ: HMQ6X;_SGS9SNSGz (J 
¿SB!!5SSrIUS1S$SFS/S@S5SS!#¿ (J 

—-MESSAGE FILE 20085 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000009html1. html 


--MESSAGE FILE 20086 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000010htm1. html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: "teijyou" <teijyou@hal.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: =?1S0-2022-JP?B?UmU6IBskQiM5Izg1ZiE8JTYhPBsoSiAbJEI jTyNt I2kkRyQ5GyhK?= 
Date: 5 Jun 1997 15:27:52 GMT 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <01lbc70f£b$56143b80S93e9d8ca@default> 

References: <3394B683.A71@ask.or.jp> 

NNTP-Posting-Host: 202.216.233.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¢SBSIS&Sb:#F|$O!#SOS8SaS*S7SF!#2 (J ¿SB=i?4<T; ( E ESBSGS9! #2 (J 
omizgSBS5SsSOS8SaS*S7SF!"3 (JteijyougSBSHSSSSS“*S9! #2 (J 

¿ $B; d$b01:rF | SK#N#YSN%-%CSHS, FOSSS?SPS$+S$ 5SN=i124<TSGS9! #3 (J 

7 $B; dSb#9#8SN@_Dj4$, #H#PSK=qSSSFSJIS/SF8MOGSCSFSSS$* epee 
ZSB:#ShS$&Sd$/!"#N#E#WHSSN@ _DjSbSGS-SF!"=iEj9FSGS9! #3 (J 

2 SBS5SF!"$4<ALdSNS3SHSGS$9$, 1": (J 


> o Ի Աաաա ի ¿SB#b#e; (J ¿SB#i#n ; (Մ ¿SB#R#E#A#L¿ (J ¿$B#m#o#d#e!J#n# 
o#t; (J ¿SB#V#8#6: (J ¿SB#m#o#di#e !K¿ (J 

¿SŠBCfN, ¿ (J 

> Terra a 0%i%`$Sr;H%$$$?$+$C$?$i!"#C#P#USr#R#E#A#LSb!<%SISKS7¿ 

> ¿SBSm!#¿ (J ¿SBS8ScS$SJS-ScS!!"#E#MRSSrSIS&SKS+S7Sm!#!WSH!"=q$SSFS"TSkSH;WSSS ԱՆ 
- ԱՆ Տ ՅԻՐ 2r$j5$*°S;SsS7!"K\SGD4SYS?S1SI:\SCSFS*S;Ss!#S*S*S1SK:F5/¢ (J 

> :5880575251չ (J 

ESBECHPHUSTSIS"SkSb!<% oe ee ne a%sb%j!<%“%M!<%8%sc!<;¿ (J 
ESBSrSOS:S;SP!I"SIS"SkSb!<SISGFOS-S*S9! #3 (J 

é$BS7$+$7!"; dSNSHS3$mSGS0$3S&SSS$&% (Si! <SOH/@8S7SFSSSISSSNSG! "SbS&01EYE (J 
ESBECHOFNEFHELEG! SESHY#HS |! UFAHUFTHOHEHXHEFC ! 5 als ean ae ea ԿՈՆ 
ESBS"SH! "#gG#O#F3S#ZSO#I#BMOSK=qS—49S (S*STS?SGSTSgGSE&S+!#e (J 


éSB<!SNSU%S!SS%k$, ITB-STSFSSSkSt2 (Մ չ5Թ5350515ԲՏՏՏ՞Ջ9Հ (J ESBictotn#tltitg! s#sty#tseé ( 
A: \WINDOWS\COMMAND\HRTMER. SYS 
A:\WINDOWS\ANSI.SYS 
éESBSHBASE&SHSESTINS*S*S1IS*SGIUSSSES—-S$*$7$2 1 #2 (Մ 
ESB! SHAFNESHI | S#SHYHSSO!"S35SSUSH#SOSKSIS+S$CS$ 2SNSG! "=q$—-9~$_$*$7$2'1Ke (J 


¿SB#9#8SGSO!"#A#N#S#I!S ee 3 ԿԱՐ eee 
¿SBSKSOFATN#STI!%*$#S#Y#SSOSSSCSFSSSJSSSOS:SGS9!K¿ (J 
¿Š 


Ը" VVVVVV OV 


BSASJS_SK!";dSN4D6-SO#9#8#2#1#X#aF1#3! PEWHLEZSGHWHL ENE IES ! PEDHOHSHO ! SHZSGFOE 
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¿SBS+S7¿ (J 
ESBSFSSS*S9! #3 (J 


—-MESSAGE FILE 20086 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000010htm1. html 


--MESSAGE FILE 20087 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000011html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "chack" <yk204451@fsinet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: pc98¿SBSKSDSSSF¿ (J 

Date: 15 Jun 1997 21:36:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc79d4$7c010300Se4ccefca@default> 
NNTP-Posting-Host: 202.239.204.228 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSIS&Sb! ##9#8SE!<S6SNz (JCHACK: SBSGS9O! #3 (J 
ESBHIFSSN3+H/S=SUSHSOSTS3SKS"SKSNSGSTSQGSE&S+! 8: (J 
GO32¢SB#H2ZSHS+!"#G#D#BSHS+SNS3SHSGS9! #2 (J 

e a a hey ee 
¿SB#F#T#PSGD4SYSFSbS"S3jS*S;Ss!# (J 

ESBSHSKS+S/!™z ( (Jtool/archive/¢é SBSOA4S/=3SiS1S°S9! #3 (J 

¿SBKMS@S1SGS7SgS&S+!)¿ (J 

ՆԱՆ 58 O `] c esa e sansa 

¿$BC/$+!"=u$1$F!*!*; (J 

--MESSAGE FILE 20087 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000011html.html 


--MESSAGE FILE 20088 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000012html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: =?iso-2022-jp?B?cGM50BskQiRLJEQkJCRGGyhK?= 
Date: Mon, 16 Jun 1997 20:11:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33A51F6E.36C2@ymg.urban.or.jp> 

References: <01bc79d4$7c010300$e4ccefca@default> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


chack wrote: 


¿SBSIS&Sb!##9#8%f!<%š6SN¿ (JCHACK: SBSGS9! #2 (J 
¿SB#9#8SN3+H/%=%SU%HSOSIS3SK$"SkSN$GS7Sg$&S+!# (J 
GO3¢SBH2SHS+!"#G#D#BSHS+SNS3SHSGS9! #2 (J 

TOOL: SBSN#H#P SNS"! <$4+3 ԱԱ ee 
i SBHFH#T#PSGD4SYSFSbS$"$ 48% $;$s!# (J 

ESBSHSKS+S$/!"¢ ԱԼ ՈՆ $B$OA4$/=3$i$1$^$9!#¿ (J 
5 9 O SN (J 


1 4 


V NOV MO A UM N: M 


ESB! !Sd$SCSFS_$*$7$?$8,$@SaSG$7$?!#2 (J 
é$B!!STS&SdSi!"%35!<SPBESNLABISNSHSESGS9! #3 (J 


> ESBSHS{S"S ($:!"$3S1$, SJSSSH#9#8S8Sc!"?HF0S-S, SHS1$JSS!#¿ (J 
> ¢SBC/S$+!"=uS1$F!*!*3 (7 


¿$B!!Aa$/I|51$7$F$b$i$ ($k$h$&!"5'SkS$7$+$IS$$G$9z (Մ(՞՞չ 
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Craig. 


—-MESSAGE FILE 2135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00838 


—-MESSAGE FILE 2136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000839 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Thanks, but still not sure... 

Date: Wed, 06 May 1998 13:58:48 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <3550CF08.2060@dial.pipex.com> 

References: <3549FEDD.6D64@writeme.com> <354DEE72.7982@writeme.com> 
NNTP-Posting-Host: am214.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi James 


I believe I've found out why your gradation prog 

is behaving oddly. Firstly, you aren't setting 

the .attribute member of the GsGLINES. This in 

itself doesn't much matter when using static or 
global variables as you can be sure the memory they 
occupy is reset (to 0's) when they are created, which 
happens to be a perfectly valid .attribute value. 


However, no such reset occurs with automatic/local 
variables which are created on the stack. This means 
the unitialized .attribute member could contain 
garbage values - including values that equate to 
setting the .attribute to 'display off'! 


This is indeed what seems to be happening. The first 
few hundred lines display fine because their variables 
use 'fresh', zeroed memory (where the stack hasn't 
previously reached this far down in mem before). 
However, the later variables (higher up in memory) 
start hitting old, garbage stack values - hence, the 
intermittent display of the later lines. 

Hope this makes sense? 


By the way, you don't actually need to use an array 

of GsGLINES anyway. Just use a single GsGLINE variable 
and initialize it's members each time before sorting it 
into the OT. I think doing this is OK - it seems to 
work, anyway! 


Hope this has helped to shed some light - it had me 
scratching my head for a time :) 


Cheers, 


-Chris 


James Rutherford wrote: 


Thanks for your help guys - the very prompt response was appreciated 
(and the information sorta made sense too!) 


I tried a couple of workarounds according to how I understood the 
problem and I'm still a little confused... 


VVVVVVVV 


If the problem is to do with the array being destroyed after the local 
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¿SB!!S=S$S1SH!"S3SASiSrS4MwS/S@SS5SS!#¿ (J 


http://www.cup.com/negi/msin. html 
—-MESSAGE FILE 20088 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000012htm1. html 


--MESSAGE FILE 20089 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000013htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: yk204451@fsinet.or.jp 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: pc98=?iso-2022-jp?B?GyRCUESKRCOKJEYDKEo=?= 

Date: Mon, 16 Jun 1997 21:18:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33A52F32.4289@fsinet.or.jp> 

References: <01bc79d4$7c010300Se4ccefca@default> <33A51F6E.36C2@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.239.204.228 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; I) 


GSX-R wrote: 
chack wrote: 


¿SBSIS&Sb!##9#8%f!<%6$SN¿ (JCHACK:SBSGS9!#¢ (J 
ESBHIHFSSN3+H/S=SUSHSOSTS3SKS"SKSNSGST7SQGSE&S+! 8. (J 
GO32¢SB#H2ZSHS+!"#G#D#BSHS+SNS3SHSGS9! #2 (J 

ԱԱ ee re oe 
ESBHEF#THPSGD4SYSFSbS"S5S*°S;Ss!#2 (J 

ESBSHSKS+S/!™z ( ԱԱ am SBSOA4S/=3SiS1S°S9! #3 (J 
ESBKMS@S1SGS7Sg$&S$+!) 2 (J 


VV V NV VV V 


¿SB!!SdSCSFS_S“S7S?2$, S@SaSGS7S?!#¿ (J 
ESB! !STS&S$d$i!"S5!<SPBESNLGBISNSHS&SGS$9! #2 (J 


> ¿SBSHS$SjJS"S$S($:!"S3S1S,SJSSSH#9#8S8Sc!"?HF0S-$S, SHS1SISS! #2 (J 
> ¿$BC/$+!"=u$1$F!*!*; (J 


¿$B!!Aa$/I|51$7$F$b$i$ ($k$h$8&!"5'$k$7$+$I$$$G$9; (I (^^; 


¿SB!!S=S1SH!"S3SASiSrS4MwS/S@S5SS!#¿ (I 


VVVVVVVVVVVVVV MMY VYN VV 


http://www.cup.com/negi/msin.html 


¿SBSIS&Sb!"S"SjS,SHS&S4S6SSS“S7S?!#¿ (J 

ESBSK%e! <S9=1 2?4<TSITSNSK! "F#H#PSNCmOUSbFIS AS:SKSdSCSFS7S%SSS*S7S?!#¿ (J 

ՀԱ i 5 ee (ՁՈՐ 

SO S a 2. ps sO $$j$b$s$G$9$M!#¿ (J 

¿SB#I!S#MSNS;S-%Se%sj%F% ee dene 

Z¿SBSHSKS+S/!"S"Sjs; SHS&S4S6SSS*S7S?!# (J 

—-MESSAGE FILE 20089 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000013html.htm1 


--MESSAGE FILE 20090 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000014htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?cGM50BskQiRLJEQkKJCRGGyhK?= 

Date: Fri, 20 Jun 1997 17:27:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5odf53Snil@newsl.scei.co.jp> 

References: <01bc79d4$7c010300Se4ccefca@default> <33A51F6E.36C2@ymg.urban.or.jp> <33 
A52F32.4289@fsinet.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.83 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AA3EEC.3267@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


yk204451@fsinet.or.jp wrote: 


> ESBSIS&Sb!"S"S4S, SHS&S4SOSSS*S7$2l#e (J 


¿SB!!SIS&Sd$Sil"  (UTOOL¿SB$US) ! <%$i%` $+$iS@S&SsSm! <SISGS-SkShS&SKz (J 
¿S$B!!SJSCS?S_S?SSSGS9!#¿ (J 


ESBSK%e! <S9=1 2?4<TSITSNSK! "#H#PSNCMOUSbDFIS“*S : SKSASCSFS7S*SSS*S7S? #2 (J 
ESBS3S1SO#NHe#t#HSH#CHAHPHE | | FMHAHIFLSTSNSGLAUBISOSISSSH;WSSS“*S9! #3 (J 
ESBSTS+S7!"#M#L#FCHCHOFSHOHLFLSO: SSISHDSSSGSISM! #3 (J 

ESBHEI!S#MSNS; 3-SESISFS#!<STSISKSOLABISOSISSSNSGS7TSgS&S+! #2 (J 
ESBSHSKS+$/!"S"S5S, SHS&S4SOSSS*S7TS?2 lL #2 (J 


VV V V V 


¿$B!!¿ (JNetscape¿$B$N: (JgUMail¿;$B$d¿ ¿ (UNews¿SBSKS$SbLdB3jJSJSSSo$1$SGSOSJS$S$$GS9¿; (U (%%; 
¿SB!!¿ (UMSIE, IN&SMZ SBS[SILNN) S?SJSS!"SHSSS&S/S1iSSSGS7SF!#¿ (J 

—-MESSAGE FILE 20090 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000014html.html 


--MESSAGE FILE 20091 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000015htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?1ISO-2022-JP?B?UmU6IBskOQiVGJS81OSVBUWMhKRsoSg==?= 
Date: 26 Jun 1997 20:10:56 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 15 

Message-ID: <S5ouicgSe4a@newsl.scei.co.jp> 

References: <3369322E.96F@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 202.238.45.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ՀՏՔՏՕՏՑՏՅՏ՞Տ7ՏՔ |": (JTPM.CO gSBSH?=S7S*S9! #3 (J 


> ¿S$B%$F%/%9%SA%ScŠ$ŠNE=$j$+$?$, SoS+SiSTSSSNSGS9! ##NHFYSNSE!<S6! <2 (J 
> ¢$B%,%SSISKSO>\$7$/:\SCSFSISSSNSG! #=1?4<TSN; dSKSOS5SCS$O$ 42 (J 
> gSBS0$+$5$%S;Ss!#3F%/%S9%ASCSLE=S1SISSSH2?SKSbLLGr$/SISSSGS9SHSM! #3 (J 


¿SBS=S&SGS9SM!"%SW%1%9%F;HSCSFSdSjJS?$SSS3SHSCSF8@SCS?Si!"S2S:S]%j%4%s¿ (J 
¿SBSGS9S+Si!&!&!#KMSb61O+S7S2S79S?!#%i%SSSH%S&%S (!<%VSGSNE=$jS$S+S?SGS7S?Si¿ (J 


http://wwwl.scei.co.jp/~chu02331 


¿SB$r;2>H$7SFS/S@S5SS!#SGSO!#¿ (J 


--MESSAGE FILE 20091 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000015html.htm1 


--MESSAGE FILE 20092 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000016հեո1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Hase Yuji <yuji@big.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: Baud rate setup? 

Date: Thu, 28 Aug 1997 19:21:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <34055131.1BD27F96@big.or.jp> 

References: <337984A7.7334E87F@memex.co.jp> 
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NNTP-Posting-Host: 202.232.16.28 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


ESBDIC+SGS9!"SOS8SaS*STSE! #2 (J 


2$B3'S5SsSNOCSrFIS*%S; $F$$$?; (J 

ESBS@SSSFSSSkKSHSaSbDS ՏԻ <SISHSSSESNSr; HS&SH! "S3SN@_Dj$r5-21$58; $k$3SHS, Տ6չ (J 
LSBS-¿ (J 
S SBSkSHS&SISNSGS9S, $"SSSKS/%a%b%j%+!<%ISr; }SCSFSSS"S; Ss! #2 (J 


> 
> 
> 
> 


éS$B:G6a; 22CS7S?SNSG2Za5nSNSK%Se!<S9SrFIS* $3SHS,SGS-S:!"SaSbSjS+!<SISr;HSCS$?¢ (J 
E$BS\!<%1!<SHSN5-21SNI}K!$,75,$+S4S%S;Ss!#ShSm$7$1$1$P!"STSI$S?$+:FEY65S ($F; (J 
¿SBS$S$S?S@S1SJSSSGS7$g$&$+!)¿ (J 

¿SB!!¿ (J 


—-MESSAGE FILE 20092 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000016html.htm1l 


--MESSAGE FILE 20093 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 

001/00000017htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: Baud rate setup? 

Date: Fri, 29 Aug 1997 16:54:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <19970829165449yasunaga@t3.rim.or.jp> 

References: <337984A7.7334E87F@memex.co.jp> 
<34055131.1BD27F96@big.or. jp> 

NNTP-Posting-Host: 202.247.160.96 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBS3SsSSKSASO!"D9C+S5$s!"—e (BMr.K¿SBSGS9!#¿ (B 


>¿SB:G6a;22C$7$?$SNSG2a5n$N%SK%se!<%S9$rFIS`S3$H$,SGS-S:!"%a%b%$j%+!<%ISr;H$CS?;¿ (B 
> $B%\!<%1!<%H$N5-21$NJ}K!$, J, $+$J$^$; $s!#$h$m$7$1$1$P!"$I$I$?$+:FEY65$ ($F: (B 
>¿$BS$SSS?S@S1SJSSSGS7SgS&S+!)¿ (I 


ա 


¿SBS AS: ! "Ssa%sb%j%+!<%IS,=14 | 2=S5S1SFSSSF!J;HS (Sk>uBVSGS"SCSF!K! "ԱՂՏՄՏՈՏԸՏ/: a 
2 SBOJ>e$N6U$-$, $"Sk$+$r3NG'$7$*S9!#3NG'$GS$-$2$i!":9$79~S_8}#2SK: 9STSFS*SSz | 
ESBSFS/S@S5S$! #2 (B 


ww 


¿SB8=:_!"¿ (B9600bps ¿SBSG!"S3S1Sr¿ (B115200bps ¿SBSK%"%C%sWS7S?SSSHS7SFOCSrS7S*S9SH!"¿ 
(B 


¿$B#1!%¿ (Bsiocons ¢$B$r5/FOS9Sk! ի: (B 
2 SBH2!S3WSmSssSWsHe (B(>>) gSBSNS"SHSK!"!Vz (Bbaud 1152002;$B!WSHF~NOS9Sk! Ք: (B 
¿SB#3!$S%a%C%; 1 <%8S,=PSKSNSG! "2 (B[F10]+[F2]zSBSKSFz (Bsiocons; SBSr01lEY=*N; $9Sk! #2 (B 
ESBH4!%<!SK!"3 (BSiocons -8115200 :$BS$G5/FOS9Sk! #2 (B 
ESBHS!S3\!<S1!<SHSTSISN4D6-Sr%atb%jSt+!<SISKS; !<SVS9SKS+STSE&S+I9SS3 (B 

ESB! !!!SFS/SkSNSG!"S=S1SKEZzS$ (Sk! #¢ (B 
ESBHE!SS7TSPSiS/S7SF!"z (Bcomplete. ¢SBSHI=< ($6S1S1SP%; !<%SV=*N; !#¿ (B 
¿$B#7!%<!$+$i¿ (B siocons ¿S$SBS@S1SGSb¿ (B 115200bps ¿SBSKSJSkShS&SK!"4D6-JQ?tŠr;¿ (B 
¿$B!!!!=q$-49$ (Sk! #¢ (B 


¿SBS$S3SsSJ46$S8S$SGS7SgS&S$S+!#%N!<%S1!<%HSNJQ99SNS7S+$?SO!"#F#A#OSKSDb¿ (B 
2S$B:\SCSFSSS*S9SNSG!";29MS*SG! #¢ (B 


http://wwwl.scei.co.jp/help/PRIVATE/faq.html#connect 


ESBSGSO!"S, Ss$SPSCSFS/S@S5$$!*2 (B 


program ¢SB%U%) !<%Si%S° $4!<%@!<z;(B Mr.K (z$SBOB1J;(B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
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yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20093 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000017html1. html 


--MESSAGE FILE 20094 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000018htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: jiro sezaki <sezaki@interlink.or.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?iso-2022-jp?B?GyRCPEFMZCRHJIDkbDKEo=?= 

Date: Sun, 31 Aug 1997 18:07:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <3409346C.59BB@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 

To: redbug@winter.try-net.or.jp 


ESB!IVSMSCSHSd$m$ &$<!W2q0we (JID czw03419¢SBSN@%: 4SGS9! #2 (J 
¿$B$3$i$+$i%2!<%` Sr:nSmS$&$H; WSCS?LNSGS$9S, !"#C8081SKSDSSSF; (J 
ՀՏՏՏԱՇԱՀԼՏ, $"S$S2$SJSJSSS?Sa!":n$1$JSSSNSG!"KNSrGcSSSKSSSCS?¿ (J 
¿SBSNSGS9S, #C8Q81$G%2!<%` SN:n$jJ)Sr2r@b$7SFSSSkKNS,S"S3S ¿ ( 
¿SŠB$;SsSGS7$S?!# (J 

¿ $BIaDL$N#C8Q81I$NK\$rGc$C$FJY6/$9$k$H:n$1$k$h$&$K$J$K$N$G¿ (J 
¿SBS7SgS&S+!)¿ (J 


¿SBS=S1SH!V%$S%.%J!<%:%SU%) !<%i%`!W$X$NEj9FSN;EJ)SOS3$1$G$"¿ (J 
¿SB$CSFSSSkKSNSGS7SgS$S&S+!)¿ (J 


ESBS9S_$*$;$s$,!"Sh$m$7$/$*4j$$S7$*S9l#e (J 


sezaki@interlink.or.jp 
ՀՏ8ՏԻՏՄՏ)5Տ5.571ՀՏԱչ (J 
¿S$SB@%:j¿ (J ¿SBFsO:¿ (J 
—-MESSAGE FILE 20094 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000018html.htm1 


--MESSAGE FILE 20095 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000019հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?1ISO-2022-JP?B?UmU6IBskQjxBTGOkRyO5GyhK?= 
Date: 31 Aug 1997 10:53:16 GMT 

Organization: Playstation Net Yarouze 

Lines: 33 

Message-ID: <5ubiesSmil@newsl.scei.co.jp> 

References: <3409346C.59BB@interlink.or.jp> 
NNTP-Posting-Host: 210.132.203.208 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$B$O$8$a$^$7$F@03:j$5$s!"¿ (Jeinsiedler ¿S$BSGS9!#;¿ (J 


jiro sezaki <sezaki@interlink.or.jp> wrote 

in article <3409346C.59BB@interlink.or.jp>. 

> ea 5. n$1$k$h$&eSKS$JSkSN8Gq (J 
> ¿$B$7$g$&$+!)¿ (J 


¿ $B; DGO0$J$, Si#C8@81SNK\SKSO; (J ¿$B%M%C% ee ¿SB$N¿ (J 
ESB2r@bSOSTSSSNSG! "#C8@81S, $o$+$C$F$b:n$1$^$; $s!#¿ (Մ 


ESBS*S:SO!"S"S SCWSSS1SESSSkGHGZI} SN: nlJ$r; 29MSKS5S1SFSO3z (J 
¿SBSSS+S,SGS7SgS&S+!)¿ (U eSBHES#CHEFISNS5SS ere 
¿SBSOS+SJS?SS9TSrD4SYI">/S72< BSS7<B9TS7SFS_SKSHSSSSS+Sb¿ (J 
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ESBS7S1S%°S;Ss!#e (J 
ESBS=S1SiSNS=!<%S9SU%S!SSSkSr8+S?CI3,SG!"2?SrCN$SkSYS-S+S, ¢ (J 
¿SB8+S (SFS/SkSNSG! "S=SNSHS—SKCNS4$?S$;v$,>h$CSFSSS$kK\Sr¢ (J 
¿SBGcS$S$SK9TS/SHSSS&SNSOSSS+$,$G$7$g$&$+!)¿ (J 


¿SBS$SbS$SASm$s!"¿ (Jprogram.beginner ¿S$BSJ$SISG<ALd$S9SkKkKSNSb#O#KS$GS9!#;¿ (J 
¿SBS=SNS?SaSN¿ (J ¿SB%sM%SC%*Hš$dSmS&S<¿ (JU ¿SBSGS7SgS&S+Si!#¿ (J 


> ¿SBS=$1$H!V%$S%.%J!<%:%U%)!<%i%`!W$XSNEj9FSN;EJ)$OS3$1$GS"¿ (J 
> ¿SBS$CSFSSSKkKSNSGS7SgS&S+!)¿ (J 


¿SBAG?MS$SNKM$KSOEjJ9FSOSh$S5$=$&$SK8+$ (S*S9! #2 (J 

éESBF1;~SK!"%SUS%S) !<%i%S`%j!<%s@!<šSK%sa!<%kSrAwSCSFSSSkShS&SGS9S, ¿ (J 

> To: redbug@winter.try-net.or.jp 

¿SB:#SO¿(J rxedbug@fsinet.or.jp ¿SŠBS+SbS7S1$JSSSNSG!"08@hITLQ@SG;¿¿V(J 
¿SBLaSCSFS/SkS+SbS7S1S S;Ss!# (J 


` einsiedler _ einsidle@cb3.so-net.or.j)jp — _ 
—-MESSAGE FILE 20095 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000019htm1. html 


--MESSAGE FILE 20096 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000020հԵո1Լ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?ISO-2022-JP?B?GyRCPEFMZCRHJDkbKEI=?= 

Date: Sun, 31 Aug 1997 20:59:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 50 

Message-ID: <redbug$dd1e19970831205930@news1.scei.co.jp> 

References: <3409346C.59BB@interlink.or.jp> <S5ubiesSmil@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.113 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.beginners.qa.developtool ¿SBSN¿ (B <S5ubiesSmil@newsl.scei.co.jp> ¿SBSN 
¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/08/31/ 10:53 258:" "28 

"einsiedler" <einsidle@cb3.so-net.or. jp>zSBS$5$sSO=q$-S*S7S?! #2 (B 


>> gSBIaDLSN#C8@81$NK\$rGc$C$FIY6/$9$k$H:n$1$k$h$&$KSISkSN$G¢ (B 
>> ¿SBS7$gS&S+!1) (B 

> 
>¿$B;DG0$J$, Si#C8@81SNK\$KSOz (8 ¿SBSM$SC$HSdSmS&S<%i%S%V%i%j¿ (B ¿$B$N: (B 
>¢$B2r@bSOSIS$$SN$G!"#C8A81$, $0$+$C$F$b:n$1$^$; $s!#z (B 


¿SBSbSASmSs!"#C8@81S,SoS+SiSJSSSH:nS1$SJSSSNSO8@S&S*SGSbS"SJS S;Ss!#¿ (B 


>¿SBSA“S:SO!"S"SC%SWS5S1SFSSSk@hGZJ)SN:nIJSr;29MSKS5S1SFSOc (B 
>¿SBSSS+$S, $G$7$g$&$+!)¿ (B ¿SB#S#C#ERISNS5%sSW%$k$GSbS$$S$SSSGS9!#; (B 
>i $B$o$+$j$?$$9T$rD4$Y!">/$72~B$$7<B9T$7$F$_$k$H$$$$$+$b¿ (B 
>¿$B$7$1$^$; $s!#¿ (B 


2 $BS=!<%9$N2~B$SOO1HV<j$C<h$ jAa$$J}K!SGS9! #3 (8 
éESBS"SH! "DL>OoSN#CSNK\SKSO: \SCSFS*S;$s$, !"!V3d$Sj39~S_=hM} ! WSK; (B 
¢ SB4X$ 9SkKCN<1S0$ [$\I, ?\SHSISkSGS7$g$&! #¢ (B 


> ¢ SBS=S1SiS$N%=!<%9%U%! $$SkSr8+$?2CT3, $G!"2?$rCN$k$Y$-$+$, ¢ (B 
>¿SB8+S (SFS/SKSNSG!"S=SN$H$—SKCN$ j$?2$$;v$, >h$SCSFS$$kK\$r¢ (B 


ESB! V2?SrCNSkSYS-S4+8+5 (SFS/Sk!WShHSE&ESKSISISP!"S"SHSO; ~4VSrz (B 
ESBS+S1S$k$@S1$G$9! #2 (B 


>> ¢$BS=S1SH!V3S%.%5!<%:%U%) 1Հ515` |WSXSNE J9FSN; EJ} $O$3$1S$GS"3 (B 
>> zSBSCSFSSSKSNSGS7SgS&S+!) ¢ (B 


>¢ SBAG?MSNKMSKSOEJ9FSOSHS5SS=SESK8+S (S*SO9! #2 (B 
>¢SBF1;~SK!"%SU%S) !<%iS° S54!<S@!<SK%a! <SkSrAwSCSFESSSkShSESGS9S, ¿(B 
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>> To: redbug@winter.try-net.or.jp 


>¿Š$ŠB:#SO¿(B redbug@fsinet.or.jp ESBS+SbS7S1SISSSNSG! "08@hITLESG; (B 


>¢SBLaSCS$F$/S$k$+S$bS$7$1$*°S;Ss!#¢ (B 


2 SB8=:_!"N>J}$NS"S1%1%39SNSISASiS$K=P$7SFS$b; dSKFO$-$*$9! #3 (B 


éESBS*S?!"¢ (Bbeginners@FL.scei.co.jp 
éESBSK=PS7S?%a!<%SkSO!"<+FOE*SK; (B redbug@winter.try-net.or.jp 
éSBSXE>AwS 5S1SFSSS$*S9SNSG! "S3S1SbSAScSSSHFISSSGSS$*S9! #¢ (1 


ա 


éSB!JS3SNE>Aw@hSb; (B redbug@fsinet.or.jp ¿SBSXJQ99S7SFSbSiSCS?¿ (B 
¿$BJ)$, $S$S$G$9$M!#%H%i%V%k$b>/$J$$$G$7$g$&$+$i!K¿ (B 


¿ $BE>Aw$G$O$J$/!"%a!<%k%5!<%P!<$K$?$a$F$*$$$F$b$i$ (Sk$H!"¿ (B 
éESB4IM}S, 3ZSTSSSGS9S1ISISMS'! JSH8@SCSFS_Sk!K¢ (B 

Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 


Page 13566 


—-MESSAGE FILE 20096 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 


1/00000020html.html 


--MESSAGE FILE 20097 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 


oo1l/00000021html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: =?iso-2022-jp?B?GyRCPEFMZCRHJDkbKEo=?= 
Date: Mon, 01 Sep 1997 02:20:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5uc9ckSncc@newsl.scei.co.jp> 
References: <3409346C.59BB@interlink.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3409A7F0.3905@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!#C8@81SNKNSrGc$CS$FS*SSSFB;SOSJSSSH;WSSS S9!#¿ (J 
¿SB!!#C8@81SHSOSIS&SSS&SbSNS+S,S-SASsSSH2r@bS$S5$1SFSSSkSbSNSr¿ (J 
¿SB!!A*SSS“S7SgS&!#¿ (J 


¿SB!!#N#YS5!<%SPSKSO! "#S#C#E#IDs6!SN%S=!<%9Sd2q0wDs6!SN%S=!<%9S,S"TSjS S9!#;¿ (J 


¿SB!!S$S=S1S$Sr8+S$SF!"%21<%`SN:nSjJ)Sr3XSVSHSh$SSS$SGS7SgS&!#¿ (J 


¿SB!!5MS$%*$SCS?$Si!"#C8@81SNKNSr8+S$S?S3j! "g#NRYSNSASK%Se%S"%k$r8+S$S?S3jS7SF (J 


¿SB!!S“S:SO<+J, SG9MS (SFS_S*S78gS&!#2 (J 
¿SB!!S=$1SGSb%*@%aSJS$i!"%5!<%PSG<ALdS9SkSHShSSSH;WSSS“S9!# (J 


¿SB!!1S,SsSPSCSF2<S5SS!#¿ (J 


—-MESSAGE FILE 20097 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 


1/00000021html.html 


--MESSAGE FILE 20098 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 


001/00000022htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Hase Yuji <yuji@big.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: Baud rate setup? 

Date: Mon, 01 Sep 1997 18:21:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 
Message-ID: <340A8908.CEDE29D@big.or. յք» 
References: <337984A7.7334E87F@memex.co.jp> 


<34055131.1BD27F96@big.or.jp> <19970829165449vyasunaga@t3.rim.or.jp> 


NNTP-Posting-Host: 202.232.16.18 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


LESBS*S: !"SasbjS+!<SIS,=14|2=SOSISFSSSF! J; HS (Sk>uBVSGS"SCSF!K!"#13V%mSC3/¢ (J 
2 SBOT>eS$N6u$—-$, S"Sk$+$r3NG'$7$*S9!#3NG'SG$—-S$?Sil":9$79~$_8}#29K: 9S 7SFS*S$¢ (J 


ESBSFS/S@S5SS! #3 (J 

éSB8=:_!"3(J9600bps ¢SBSG!"S$3S1$r¢(J115200bps ¢gSBSKS"SCSWS7S?SSSHSTSFOCSr$7$*S9SH! 
¿ (J 

¿$B#1!%¿ (Jsiocons ¢$B$r5/FOS9Sk! #3 (J 

¿SB#2! s*W%m%s%$W%B; (J (>>) ESBSNS"SHSK!"!Vz (Jbaud 115200¢SB!WSHF~NOS9Sk! #2 (J 

25889315 ՏՅՏԸՇՋ: !1<%8S,=PSkSNSG! "¢ (J[F10]+[F2]z¢SBSKSF; (Jsiocons;SBSr01lEY=*N; S9Sk! #2 (J 
ESBHEA!S s<!sK!"¿ (Jsiocons -8115200 ¢SBSG5/FOS9Sk! #2 (J 

¿SB#51%%N!<%S1!<%SH$JSISN4D6- ԱՆ ԱԱ ՈՐՈՎ 5 ae 

ESB! !!!SFS/SkSNSG!"S=S1SKEZzS (Sk! #¢ (J 

ESBHO!SST7TSPSiS/S7TSF!"¢ (TJcomplete. ¢~SBSHI=< (S6S1S1SP%; !<SV=*N; ! #2 (J 
ESBET!%<!S+Siz (J siocons ¿S$BS@S1SGSb¿ (J 115200bps ¿SBSKSJSkShS&SK!"4D6-JQ?tŠr;¿ (J 
ESB!!! !=q$-49S (Sk! #2 (J 


=V V V V V V 


VVVVVVV VV 


¿SBSGS-S*S7S?!SSIS&SbS"SjJS, SHSESASESSS*S93 (JU!!! eSB%asb3jSt+!<I$r: 9$7SFS*$/S$@S1$Gz (J 
¿SBSGS-SFS7S“S&SSSGS9SM!#¿ (J 

¿SBS5SF4D6-SbS$GS-S"$,SCS?SNSG!"?'!9S?SaST7SF¿ (J 

¿SBS _S?SSSH;WSSS*S9!"S"SjS,SHS&S4S6SSS S7S?!# L (J 


¿$BD9C+¿ (J 
ESB! !¢ OJ 


—-MESSAGE FILE 20098 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000022html1. html 


--MESSAGE FILE 20099 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000023htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCNVdKXRSoSiAbJEI3cjBsTzobKEo=?= <kentan@ibm.net> 
Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: =?is0-2022-jp?B?GyRCI1OjJSSNNJWYhPCVGIJSM1aiVGJISMkSyREJCOkRhsoSg==?= 
Date: Tue, 09 Sep 1997 18:48:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <34151B52.368C@ibm.net> 

NNTP-Posting-Host: 202.135.41.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESBETHLIEMSE ! <SFSH#SISESHESKSDSSSF<ALAGSISSSGS9S, ¢ (J 

2 SBeWtitnédtodtwts #BeM#P SUS ! SSSkSr!"SWS1% oe E 2 
ESBSSSCSHSN?<S$5S, !"#8Sd#1#6SJSiSPS&S*S/JQ49SGS-SKkSNSGS9S, ¿ (J 
¿SB#4%S%SC%$H$KJQ49$7%0%i%a!<%?@ L ee < (!WSGI=< (S9SkSHz (J 
é£$B?'S,$*S+S7S/SISCSFSSS*S9!#3 (J 

¢ SBSdS$OS$ 5 3WS$1%393F>eSGI=< (STSF$b?'S, S*$+S7SSS*°S*SGS9! #3 (J 
¿SB!J@VSd@DSJSISOS&S*S/I=<(S5$S1SFSSSK!K¿ (J 


2 SBIQ49I=< (; ~SNSX3k3WSKz (J 


¢SB8=:_SNFI9~7A<0SK$7$2?5, SCSFSU%S!SS&SkKSrFI9~S_!"I=<(S7S*°S9! #3 (J 

é$BFI9~$_ da kSN%S%SC%H?<S5$, !"S4; T sm 1134 dene D $$>19g$KSO!"?'SO 
6a;wS5S1¢e 

ՀԱԱ _SNSP!<%8%g%SSGSO!"S3SNSHS—SK=hM} Տո: ~4VS,$+S$+SkS$3SHS,S"SjS*°S9!Ke (J 


ESBSHS"S5$S*S9S, | "ՏԱՏՕՏ)չ d$N; e 2 ԱԱ Š _DjSKLGBI$, $"$K$N$G$7$g$&$+!)¿ (J 
¿SBM)A[SN%$G%#%9%W%1%S@_Dj$O$I$&$J$s$G$7$gŠ&!)¿ (J 
¿SB$SA$SJ$_$K;d$N%$G%$#%9%W%1%$$N@_D3j$O¿ (J 

¿SB2rA|EY;¿ (J ¿SB#1#0#2#41v#87#61F8¿ (J 

¿SŠB%$+%i!<%sQ%S1%C%H;¿ (J ¿SB#H#i#g#h¿ (J ¿SB#C#o#l#o#r!J#1#6%S%sSC%SH!K!J#2#5#62?'SGSdSCSF 


SPF158S05CS21K; ( (J 
—-MESSAGE FILE 20099 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000023html1. html 
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--MESSAGE FILE 20100 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000024htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: KAWAKAMI Naoki <knao@kw.netlaputa.or.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: =?ISO-2022-JP?B?GyRCPEFMZCRHJDkKbKEI=?= 
Date: 10 Sep 1997 02:11:12 +0900 

Organization: NETLAPUTA dial-up user. 

Lines: 42 

Message-ID: <5v405iSm21@newsl.scei.co.jp> 

References: <3409346C.59BB@interlink.or.jp> 
NNTP-Posting-Host: 202.208.194.215 

Mime-Version: 1.0 (generated by tm-edit 7.105) 
Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: Gnus v5.4.32/Emacs 19.34 


¿SB@n>e !w%$sM%$C%$H%iST%Se%?SGS9!#; (B 
jiro sezaki <sezaki@interlink.or.jp> writes: 


ESBIVSMS$CSHSdSmS&S<!W2q0w; (BID czw03419;SBSN@%:jSGS9!#¢ (B 
¿SBS3S$SiS+$i%2!<%`Sr:n$SmS&ŠH;WSCS?Ln$GS9S, !"#C8@81SKSDSSSF3 (B 
¿SBSNCN<1$, $"$S2SjSJSS$SS$S?Sa!":n$1$SJSSSNSG!"KNSrGc$S$SSKSSSCS?;¿ (1 
ESBSNSGS9S, #C8@81S$SG%2!<%`SN:nS$jJ)$Sr2r@bS$7SFSSSkKNS,S"S3jS ¿ (1 
¿SBS;SsSGS7S?!#¿ (B 

¢ SBLADLSN#C8@81SNK\ $rGcSCSFIUY6/$9Sk$H:nS1$k$h$&SKSISKSNSG; (B 
¿SBS7SgS&S+!) (B 


ա 


VV V V V V V 
W 


C gSBSrM}2rS7SFSSSkS3SHSOI,MWSGS9S, !"S=S1S@S1SGSOIT==J, $@$H¿ (B 
ESB; W$$$^$9! #2 (B 


¿SBNcS ($P (8 UNIX ¿SB>e$SGF0:nS$9Sk4JC1SJSU%S#%Sk%?!<%W%m%0%si%`Sr:n$kShS&SJ¿ (B 
ESB>1LIGSKSO!"SO!<SISES'S"SrS"S*SICNSiSTJS/SFSb; (B K&R (¿SB%SW%m%0%i%S_%Ss%0¿ (B 


¿SB8@81¿ (B C) ¿$BEyY$NK\S,$"$1$P;vB-$j$k$+$b$7$1$^$;$s!#¿ (B 


¿SBS7S+S7!"01HLE*SK%S2!<%`@1MQ5!>eSGF0:n$9Sk%sW%m%0%si%s`Sr:nSk>19gSKSO!"¿ (B 
¿SB>e5-$N>19gS$Sh$j$b%sO!<%I%&%'!%"SNFO0:n86M) ¿(B (CPU չՏ8Տ2ՏԱ345)9-Տ 5751: (B) ¿$B$r¿ (B 
¿$BM}2r$7$F$*$/I,MW$, $"$J$^$9!#¿ (B 


¢ SBSW31%$%93F !<%73gSsSbNc30$GS0$"$4$%S; Ss! #3 (B 

¿SB3NS+SK¿ (B SCE ¿$B$+$iDs6!$5$1$F$$$k¿ (B C ¢SBSNSi%S%VSi% jSKSHSCSFSO!<SIS&S'S"SOz (B 
ՀՏՔՏԻՏՄՏՍՇ)»12ՀՏ55Տ1ՏԲՏՏՏ՞Տ9Տ5, !"S=SN%$1iSS%V%i%SjSr;HSSS3SJS9SKSO!"SdSOS3j¿ (B 
¿SB%W%1%$%9%F1<%7%g%sSN%SO!<%I%&%'%"%1%Y%kSŠGSNF0O0:n86M)Šr2!$($FS*Š/I,MW (B 
ESBS,S$"S5S*S9! #2 (B 


éESBS=S1$,M}2r$G$-S1S$P!"%2!<%* SNSWSmS0%i%_SSS0SNS9%S?SSSkze (B 
(VSync 2$B3d$49~$_$rMxMQ$7$?H?I|=hM}$JS$T¢ (B) éESBS,M}2rSGS—-SkSH;WSSS“*S9! #2 (B 
¿SBS3SNJUS3JSNOCSO¿ (B User's Guide ¢S$BSK>\$7$/=q$S+S1SFSSS*°S9! #2 (B 


¢$B8D?ME* $KSO! "4dGH9V: BSN>pJs2J3X%7%4!<%:STISISG7W; ;5!SNIY6/SrS9SkSNS, ¿ (B 
ESBSHSSSH;WSSS*S9! #2 (B 


ESB (#(! ($z (B 
¿SB(#(*(!(*(S¿(B ¿$B@n>e¿ (B ¿SBD>LZ¿ (B 
¿SB("¿ (B ¿$B("¿ (B knao@kw.netlaputa.or.jp 
¿SB(&(((!(((%¿ (B 


( 
¿SB(&(! (%¿ (B 
--MESSAGE FILE 20100 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000024html.htm1 


--MESSAGE FILE 20101 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000025htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCI1OJSSNNIWYhHPCVGIJSMlLaiVGJSMkSyREJCQOkRhsoQg==?= 
Date: Wed, 10 Sep 1997 02:33:09 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <34158855.FE132B6D@aix.or.jp> 
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References: <34151B52.368C@ibm.net> 
NNTP-Posting-Host: 202.208.35.189 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


¿SB#4%S%SC%$H$KJQ49$7%Q%ši%sa!<%?@_Dj%$&%$%s%SI%&$N!VI=<(!W$GI=<($9$kS$ŠH;¿ (B 
£$B?'S,$*S+S$7S/SISCSESSS*S9! #2 (1 
éSBSdSO0S j3WS1%9SF >eSGI=< (STSFSb?'S, S*S+S7SSS*°S*SGS9! #3 (B 
ԵՏՔ | J@VSd@DSISTSOS&S*$/I=< (SSSISFSSSk!Kz (B 


V V V V 
W 


¿SB4VOcSCSFS?SiS4SaSsSJS5SS!#¿ (B 
ESBS3S1S0S?SVSs!SS&S#SSSISES: SNSSSCSHS*SCSWSN<hHO7TSSSNLAGBIS@SH; WSSS*S9! #2 (B 


¿SB%Z%$%s%SH%=%U%SHS$, SAScSSSHSQ%1SCSH$ 135%] !<SHSTSFSSS1SPS$&S*$/SS$$/Ss$Gz (B 
¿SBSOL5SSSGS7SgS&S+!)¿ (B 


ep Pu E A T p pap tp pipiiajajaishpuayhhuptiajayiuytiexs 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 


2 SBSD!<%k$@$1 :nSCSFSWSmS0%i%* =idJbSGSDS*SES/;d! #2 (B 
2$B:G=*99277F|;~!!!!#9!2#42 (B 
¿$B99?7M=DjF|!!!!!1#9!?!)!)¿ (B 


—-MESSAGE FILE 20101 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000025html.htm1 


--MESSAGE FILE 20102 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000026html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: takichika@jsn.justnet.or.jp 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: =?iso-2022-jp?B?VElNVhskQiROOOgkJEp9JHI2NSQoJEYkLyRAJDUkJBsoSg==?= 
Date: Fri, 03 Oct 1997 12:16:54 +0000 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3434E236.2E12@jsn.justnet.or.jp> 

NNTP-Posting-Host: 133.130.59.16 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; 1) 


¢ SBSSSCZHS*°SCSW7A<OSN2hA | Srz (ՄԻԼԱ: SBSG! <3?SKIQ49$ 9SkSHS$3S$mS*SG$03; (J 
¢SBSG$-$*S9S, !"$=$1$r%F%1%S2hLL$KI=<($5$;$k¿ (JTIMV; SBSN;H$SJ)$, ¿(J 
éSB@bL@ITB-SGS0$+$4$%S; Ss! #! !=124<TS@S+SiSHSSSESNSHS"S5S*S9S, ¿(J 

TIM: SBSKIQ49$7$?%US!3SSkL>$r!!¢ (JA1L; S$BSHS7SF! !2?Sr5/FOSTSFSISNSHS&SK! !3 (J 
¢ SBF~NOS 9SkSNSGS7SgS&$+!) ¢ (JIMS-DOS; SBSW3mSsSWSH$r5 ! FOSISKSNSGS7$g$&S+!) ¢ (J 
ESBSISIS?S+!!CzG+$K65S (SFS/S@S5SSS%*S; !#!!¿ (J 


¿SB1111111111111111111111111111116SPSS!&!&!&!&SISNSS¿ (J 
¿$B!!¿ (J 
¿$B!!¿ (J 


--MESSAGE FILE 20102 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000026html.htm1 


--MESSAGE FILE 20103 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000027htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: ¿SB#M#A#CSG3+H/!)¿ (J 

Date: 7 Feb 1998 15:10:29 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01bd33d8$d8776de0$60elflca@dns.trot.co.jp> 
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NNTP-Posting-Host: 202.241.225.96 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS8SaS*S7SF!"SMSCSHSdSm$ &$<=1?4<TSNz (J catfish ¢-SBSGS9! #32 (J 

¢ SB9USW31%9SF$, 181 !Aw$jSKSISCS?SNSHF~S1BXSOSj5$G! "#C#HWS, FOSSS?$!3 (J (“0%;;; 
ESBSH!"8@S&SHS3SmSG!"?'!9SHz (JHomePagez SBSrGASSSFS$_S?SNSGS9S, !"¿ (JCW¿$B$r¿ (J 
¿ $B; H$C$F$$$k?M$NOC$r8+$D$1$i$1$^$; $s$G$7$?!#¿ (J 

ESBSISIS?$+; H$C$F$$$k?M$O$$$^$; $s$+!)¿ (J 


¢ESBS"SH! "#M#A#C>eSGSWSmS0Si%S > SHETHI EMS 33SSP !<$?S08+SDS1S$iS1$7SNS$G$9¢ (J 
ESBS, !"2; 3Z4X78SNSF! <SFSH#SISFSHES, 8+SDS4+S5S%S; Ss! #2 (J 


¿SBSIS3S+SKMnSASFS S;SSSGS7SgS&S+!)¿ (J 


¿$B2; 3Z4X78S5SXSISsSHS+SI$1$P!":GDc4D6-S, S=$m$&SNSG!"A4IL#MEREAEC¿O (J 


—-MESSAGE FILE 20103 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000027html.htm1 


--MESSAGE FILE 20104 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000028htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: =?iso-2022-jp?B?GyRC1I00jJOSNDJEcZKOgvISkbKEo=?= 
Date: Wed, 18 Feb 1998 19:58:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <6cegsoS$3nr@newsl.scei.co.jp> 

References: <01bd33d8$d8776de0S60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 202.231.136.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34EABED4.1B9D@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!¿ (JGSX-RzSBSGS"$4S*S9!#3 (J 
¿SŠB!!<gSHS7$F¿ (JMacz $B$r; HSCSFSOSS$*S9S, !"z (JINYzSBSOz (JDOS: SBSGSdSCSFS*S9! J5Y6HCE¢ (J 
(¿SB>P¿ (J) ¿SB!K¿ (J 


Catfish wrote: 


> ¢SBSH!"8@S&SHS3SmSG!"?'!9SH: (JHomePage; SBSrGASSSFS_S?SNSGS9S,!"¢ (ICW $B$r¿ (J 
> 2$B;HSCSFSSSk?MSNOCSr8+SDS1$i$1$%$;$s$G$7$?! #3 (J 
> ¿SBSISJS?S+;HSCSFSSSk?MSOSSS S;SsS+!)¿ (J 


¿SB!!¿ (Unews¿SBSN2aS5nH/8@SrC5%S;SP!"SIS3S+SKS"$jJS%S7S?¿ (Մ(՞՞չ 
¿$B!!¿ (ICW for PS¿SBS$S,=PS?SPS+S$SJSN:"SGS9!#¿ (J 


> ¿SB$S"$H!"#M#A#C>e$G%SWŠSm%0%i%`SH#T#I#M%S3%Ss%P!<%?$O8+$D$S15Si$1$2?SN$GS9; (J 
> ¿S$B$, 1"2;3Z4X78$N%$f!<%$F%#%3j%SF%4#S,8+$DS+$j$2S;$s!#; (J 


> ¿SBSIS3S+SKMnSASFS7 S;SSSGS7SgS&S+!)¿ (J 


ESB! !STS&SSS&SE!<SFSHSISFSHES,1,MWSGS7SgS&St+!) 2 (J 
é$B!!¢ (JNYzSBMQSN2; 3Z2%G! <%?SKJQ49S$9Sk%D!<%kSNz (JMacz $SBHG$O! "¿ (J 
¢$B!!;dSNCNSk8B$jSGSOB8:_$78%*S;Ss! #2 (J 


—-MESSAGE FILE 20104 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000028html1. html 


--MESSAGE FILE 20105 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000029htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: ¢SBHM#A#CSG3+H/!) 2 (J 

Date: 18 Feb 1998 21:18:54 GMT 

Organization: PlayStation Net Yarouze 
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> call has finished (as seems a very plausible explanation) then defining 
> GLbground[x] as a global/static variable should and does work. However, 
> so should all of: 

> 

> 1) Defining GLbground[x] in main and then calling 

> DrawGradient (&GLbground[0]) as a pointer to that array. 

> 2) Inserting the DrawGradient code straight into main(). 

> 3) Stalling for a number of VSyncs within DrawGradient() after the 

> DrawOt(...) command has been called. 

> 

> I have the same problem when using all three of these work-arounds. 

> 

> Any enlightenment would be again, well appreciated - 

> 

> Cheers, 

> 

> 


James (~mrfrosty). 
—-MESSAGE FILE 2136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00839 


—-MESSAGE FILE 2137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000840 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Wed, 6 May 1998 15:07:24 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ld8lvav.tqq5mhrljlfeN@al-88-115.al.nl> 

References: <6e90kpS6nqé6é@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:610 scee.yaroze.freetalk.english: 
840 


Stephen Fernandez <sf054@mdx.ac.uk> wrote: 
Maurice Sibrandi wrote: 
Check out this awesome siocons replacement at 


http://www.netyaroze-europe.com/~deruiter 
and give comments! 


V V V V V V 


Bye! 


i cant actually find the program 
on your website 
where exactly is it please?> 


VVVVVVVVVV VV 


> 
That deruiter-guy is dutch. But I can't contact him. His mail-adress 
seems to be faulty. Does anybody have a better adres of this bloke? 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 2137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00840 


—-MESSAGE FILE 2138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000841 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Lines: 24 

Message-ID: <01bd3cb1$85e69100S60elflca@dns.trot.co.jp> 

References: <01bd33d8$d8776de0S$60elflca@dns.trot.co.jp> <6cegso$3nr@newsl.scei.co.jp 
> 

NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #2 (J 
> ¢SB!!<gSHS7SFz (JMaczSBSr;HSCSFSOSSS*S9S,!"z (UNY¿S$SBSO¿ (JDOSz SBSGSASCSFS*S9!J5Y6HC£: 
(J (¿$B>P¿ (J) ¿SB!K¿ (J 


¿SBS*SCSH!"S3SASiSGSbEzS (SFD:S1SF!"S"SjS, Ş$H$&$4$6$$$^$9: (J m(_ _)m 


¿SBKMSO¿ (J DOS ¿SBS+S1S9S0S$S5$%*¿ (J Macintosh ¿SBSK0J9_S$7S$S?J)SJSNSG!"9uSS2hLLSKGrSSJ8; 
zSre (J 
I SBS+SkSHEN#EFCG [Ns ! "GrS$2hLLSK9uS$I8; 2$r8+SkSH#AFSHCHIFIG [Ns$GS-!1<%\!<3ISre (J 
éSBBGSCSFS7S*S&T}STSNSG! "STSKSYS/STSi#WHIFNSN4iSr8+S : SKM7SSS?SSSISH!";WSCSFe (J 
¿SBSSSkSNSGS$S9!J>P !K¿ (J 


v 


ESB! !STS&SSS&SE!<SFSHESISFSHES,1,MWSGS7SgS&St+!) 2 (J 
2SB!!3 (UNY¿ SBMOSN2; 3Z2%G!<%?SKIQ49$9Sk%D!<%kSNz (JMacz SBHGSO! "3 (J 
> ¢$B!!;dadSNCNSk8BSjSGSOB8:_$7S$%°S;Ss!#¢ (J 


v 


AIF ¿$B$r¿ (J VAG or VAB :$BSK%3%s%P!<%SHS9Sk%D!<%SkSH!"z (JSMF ¿$B$r¿ (J SEQ ¢$BSK%3%s%P 
'<SHS9OSk; (J 

258501 <3kS@S1SGNISSSNSGS9S, ¿(J... ¿SBSCSFA4ItSQ@SCS?SjJjJS7S%“S9SM!J>P !K¿ (J 
¿SBS&!<SsL5SSSsSGS9S+S!!"<(MW6!5kS$,SJSSSNSGS7SgS&S, !"S[S7SSSJS!!AS&!<Ss!#¿ (J 


¿SB!JEbFMSK!KC/S+:nSCSFS/S1S“S;SsS+!)¿ (J 
¿SBSSS ($$$ (017?M$G$H$O80$$$^$; $s!"2; 32; QNASHG-SN<jSbB_S$7$“°S$7$g$&!*3 (J 
¿$B$ ($C!) <+J, $G:n$1$CSF!) !!$@S!SCSF;~4VS$,L5$$$s$@Sh$)¢ (I (չ չ) 


2$B:#F | $b: #F | SHSF?<LkB2$N!"K|G/=i?4<Tz (JCatfish 


—-MESSAGE FILE 20105 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000029html1. html 


--MESSAGE FILE 20106 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 

001/00000030htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Tokushu" <tokushu@orange.ocn.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: =?iso-2022-jp?B?GyRCJDkkNCQvPWk /NDxUJECkOSE jQy8kKzY1dCgkRiQvJEAkNSQkGyhC?= 
=?iso-2022-4jp?B?GyRCISMbKEI=?= 

Date: Mon, 23 Mar 1998 14:51:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <6g231kSrgf@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.154.162.132 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESB: #EY!"9b9; #1G/!T#1#5:P!KSKSJIS4$*°S9!#SdSCSH; VK>9; $K9g3J$7$F¿ (B 
£$B01B) SDSSSF: #%3Q%=%3%SSKSOS*SCSFSSS*°S9! #2 (B 
2$BS$%S%? ! <SM%CSH! JSQ%=%338 !KSO0:G6a; OSaS*S7S?7!#S"SKkF | 1" չ (B 
¢£$B%S$%S%?!<SMSCSHSrSdSCSFSSSF ! V3M%CSHSdS$mS$ &S$<!WSr8+SDS1SF3 (B 
ESBS*SbSoS: PFSr@bF@S7TSFCy6bSr$O$?SSSFGCSCSF!I"z (B 
éSBSSS$6SdSm$ &SH$7SFS$_Sk$H2?$+S$i<jSrSDS1SF$_S1SPShS$$$+¢ (B 
éSBSO$t+$4$*S; $s! #Sd$k5$$OS9S45/S"SkSNSG$9S,CN<1$0S"$j$*°S;Ss!#z (B 
¿$B$_$J$5$s$0=i$a$F%2!<%`$r:n$k$H$-$J$K$r$7$^$7$?$+!)¿ (B 
ESBS=S7SF!"S\$/$O2?7$+SidY6/$7$2T}$, SHASSSNSGS7SgS&! #2 (B 

é$SBLLE] $+$b$7$1$%S$;$s$,$<SR65$ (SFS/S@S5SS!#S*SMS,SSS7S*°$9! #2 (B 
ESBS=S1SH!"S$_ SI$5$s$02?:PSO0SiSS$GS9S+! #2 (B 


ESB%a!<SkS"S1IS1S9S0; (B"tokushu@orange.ocn.ne.jp"ZSBSGS9! #2 (B 


—-MESSAGE FILE 20106 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
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1/00000030հետ1. հեռու 


--MESSAGE FILE 20107 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000031htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCJDkkNCOQVPWk/NDXUJECkOSEjOy8kKzY1JCgkRiQvGyhC?= 
=?1s0-2022-jp?B?GyRCUEAKNSQOKISMbKEI=?= 

Date: Fri, 03 Apr 1998 17:29:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <35249DF0.9EO5CBC4@mxz.meshnet.or.jp> 

References: <6g231kSrgf@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.205.180.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


PsukezSBSGS9!#CYS/SISCSFS9S_$*°S$;$s!#z2 (B 
Tokushu wrote: 


> ¢SB:#EY!"9b9; #1G/!J#1#5:P!KSKSISjS*°S9!#SdSCSH; VK>9; SK9g3JS7S$F¿ (B 
> ¢SBO1B) SDSSSF:#S0%=S3SSSKSOS*SCSESSS*S9! #¢ (I 


ա 


¿SBS=S$S1SOS*SaSGSHS&S$S4S6SSS“S9!#S*“S5S+FgSHS+S8Sc!<¿ (B...¿$B!#¿ (B 


2$B%$%S%? ! <MSCSH! JSQ%=33%5 !KSO:G6a; OSaS*S7S?2!#S"SkF|!"2 (8 

£$BS$%S%?!<SM%CSHSrSdSCSFSSSF ! VEMSCSHSdS$mS$&S<!WSr8+SDS1SF3 (B 
ESBS*SbSoS: ?FSr@bF@S7SFCy6bSrSO$?SSSFGCSCSF!I"3z (B 
ESBSSS6SdSmS&SHS7SFS_SkSH2?$+Si<jSrSDS1SFS_S$1SPSh$$$+3 (B 
¿SBš$oS+$Sj$*S;Ss!#SdSk5$9SOS9S4S/S"SkSNSGS9$,CN<1$OS"Sj$%S;Ss!# (B 


V V V V V 


> ¿SBS_SJSSSsSO=iSaSF%2!<%`Sr:nSkSHS-SJSKSrS792S7S?S+1)¿ (B 


¿SBS=$1$OSb$&%Y!<%%%, $H; (BI/02 SBSGS$9Sh! #$GSbK\20SKGc$$SKAVSCSASCBLL\S$@Sh! #S&SQS&z (B 
ESBS@=q$/SHDIS/STSkKSNSGS*< J; f$r=q$-$^$9!#¿ (B 


> ¿$B$=$7$F!"$\$/$02?$+$iJY6/$7$?2J}$, SHSSSNSGS7SgS$&! #2 (B 
> ~SBLLE]$+$b$7$1S%*S;$s$,$<$R65$ (SFS/S@S5SS!#S*SMS,SSS7S*S9! #3 (B 
> ¢~SBS=S1SH!"S_S$J$5$sS$02?:PSOSiSSSGS9S+! #2 (B 


¿SB;dSO¿ (B24; $B:P$G$9!#$^$:$03X9; SN<x6H$r$7$C$t+$ jIY6/$9Sk; vVSGSISM! #SGSO$*<j; £$r$*z (B 
¿SB3ZS7S_SK!#¿ (B 


> ¿SBsa!<%sk%"%I%S1%9SO¿ (B"tokushuQ@orange.ocn.ne.jp"¿SBSGS9!#;¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20107 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000031htm1. html 


--MESSAGE FILE 20108 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000032htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?ISO-2022-JP?B?GyRCJDkkNCQvPWk /NDXUJECkOSE jQy8kKzY1UCgbKEI=?= 
Date: 3 Apr 1998 10:08:51 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 15 

Message-ID: <3524b1lbdp8794@base.minoru.isl.intec.co.jp> 

References: <6g231kSrgf@newsl.scei.co.jp> <35249DF0.9EO5CBC4@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.132.156.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
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Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <35249DF0.9EO5CBC4@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 

says... 

>> ¿$B$=$7$F!"$\$/$02?$+$iJY6/$7$?J}$, SHSSSNSGS7Sg$&! #2 (B 

>> ¢SBLLE] $+$b$7$1$%$;$s$,$<SR65$ (SFS/S@S5SS!#S*SMS,SSS7S*°S9! #2 (B 

>> gSBS=S1SH!"S$_SIS5$s$02?:PSOSiSSSGS9S+! #2 (B 

> 

>2$B; dSOz (B24¢$B:P$G$9!#$%S$:$03X9; SN<x6HSrS7SCS+$jIY6/$ 98k; VSGS9SM! #SGSOS*<4; FSr$*z¢ ( 
B 

>¢SB3ZS7S_SK!#¢(B 


ա 


ESBFCSK!"@~7ABe?t$O%-SA%SSHIY6/S7SFS*SSS?T}S, SSSSS+Sb! #3 (1 


minoru-m@rb3.so-net.ne. jp 


—-MESSAGE FILE 20108 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000032html1. html 


--MESSAGE FILE 20109 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000033htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCJDkkKNCQvPWk /NDXUJECkOSE jQy8kKzY1JCgkRiQVJEAkNSQkGyh 
K?= 


=?iso-2022-jp?B?GyRCISMbKEo=?= 
Date: Sat, 04 Apr 1998 04:31:10 +0900 
Organization: PlayStation Net Yarouze 
Lines: 51 
Message-ID: <352538FE.5DA5@outback.co.jp> 
References: <6g231kS$rgf@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.181.46 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Tokushu wrote: 

> 

> eSB: #EY!"9b9; #1G/!J#1#5:P!KSKSIS4S*S9!#SASCSH; VK>9; SK9g3J$7$F¿ (J 
¿SBS*SaSGSHS&S4S6SSS*S9!# (J 


¿SB01B)$DSSSF:#%SO%=%$3%s$K$OS*“S$SC$FSSSA$9!#; (J 
¿SBS$%s%?!<%M%C%H!J%Q%=%3%s!K$O0:G6a;O$a$^$7$?!#$"$kF|!"¿ (J 
£$B%$%s%?!<SMSCSHSrSdSCSFSSSF! V3MSCSHSdSmS&S<!WSr8+SDS1$F¢ (J 
ESBS*SbSo$: P9FSr@bF@S7SFCy6b$r$0$ ?SSSFGcSCSF!I"3 (J 
ESBSSS6SdSm$&SH$7SFS$_Sk$H2?$+Si<jSrSDS1SFS_S1SPShS$$+¢ (J 
ESBSOS+$54$%°S;Ss!#SdSk5$S0S9S4S/S"SkSNSG$9$,CN<1SOS"S4S*°S;Ss!#e (J 


VV NV V V V 


ԵՏՔ: d$09b9; B46HS*SGSO%-!<3\!<SISbz (J 
¿SBS5SoSCS?$3SHSbSJSSShS&SJ=i?4<TSGS7S?!#¿ (J 
¢SBSG$b9b9; B46HSHF1; ~SKKL3$F; $+$i>e5~$7$F¿ (J 
£$B%2!<%> $9%/!1<%kSKF~SCSF3 (J 

¿$B!J3X9; $K65$ ($i$1$?$N$O#2?J?t$H#1#6?J?t$0$1!K¿ (J 
¿SBK\$HM'?M$+$iF@$KCN<1$,Bg$-$+$C$?$G$9!#¿ (J 

¿$B [%s%H$K:G=i$06'0-$G!V2?$, J, $+$i$J$/$F¿ (J 
¿$B2?$r$I$&$d$C$F<ALd$7$?7$i$$$$$N$+!W¿ (J 
ՀՏՏՏՇ:ՏՏՇՏԲՏ՞Տ7521Մ7չ (I^^ 


> ¿$B$_Ş$J$5Şs$0=i$aŞ$F32!<%` $r:n$K$H$-Ş$JIŞK$r$7$^$7$?$+!) ¿(J 
> ¿$B$=$7$F!"$\$/$02?$+$iJY6/$7$?J}$, SHSSSNSGS7$g$&! #2 (J 
> gSBLLE] $+$b$7$1$%S;$s$,$<SR65$ (SFS/S@S5SS!#S*SMS,SSS7S“S9!1#¿ (J 


¿SB;d$O:G=iS$SO#2?J?t!S$#1#6?J?t$rJY6/$7ŠF¿ (J 
2->10¿SB?J?tJQ49K!!J:#SJSi7W;;5!S$G01H/ !!K¿ (J 

10->2¿$B?J?tJQ49K!¿ (J etc; $BSH¿ (J 

and: SBSHS$+¢ (Jor¿SBSr3XSsSG: (J 

6502¿$B%"%$; %s%V%$i3P$ (ՏԲչ (JIX680002 $B$G3 (ՏԷ-ՔՏ7ՏԲչ (J 

68¢SB3"%S; 3S3VSi3PS (SFS+Ši¿ (UC¿SBSrJY6/S7ŠF¿ (J 
x68:;SBSGL5KESKS$Sb%S*!<%k; (JC $B$G%7%e!<%F%#%s%0$r#1K\40e.$5$;$^$7$?!#¿ (J 
¿ $B$=$7$F; (J20¢SB:PSG%=SUSH%S0%&S 9SKF~SCSFE (J 
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¢$B;E; vSNS$+$?So0$i<qL#¥$G%2!<%> Sr:nSCSFS*S7S?! #2 (J 

i SBSGSbS*S$@AG?7MSISNSG@hHGZSKIISS$?$ 42 (J 
ESBSMSCSHSd$m$&$<SNS_SISSSsSK$* @SOCSKSISCSES*S9! #32 (Մ 
¿SB!J%S]%jJ%S2!<7P83L5S7!K¿ (J 

éESBSHSKS+$/8@81$r2?$+S-SoSaSF¢ (J 

¿SBS8SC$S/$Sj%S"%$k%4%3j%:S` SrJY6/S9SkSHNISSS+ŠSb!&!&!&!# (J 
¿SB%"%k%4%3j%S:%`SrJY6/S9S1SP8G@81$,JOQSoSCSFS$Sb4pKNSOF1$8$@S7!# (J 
¿SBS"SH?t3XSOJY6/S7SJSSSH?ISSSGS9!#j (J 

¿ $B; dA$O3XR8; ~BeSK$O3X9; SK9TS+S:SKM' ?MSH;¿ (J 

¿$BO{$_$^$/$jJBg; v$J?M@8$r0lIt<:$$$^$7$?!J5c!K¿ (J 

éESBS=S7SF¢ (J22¢S5B:PSN: #SKSIJSCSF@DS6SaSFCL#H1LS+Si?Pt3XSTSFS*S9! #3 (J 


> gSBS=S1SH!"S$_$I$5$s$02?:PSOSiSSSGS9S+! #3 (J 

> 

> ¿SBsa!<%sk%"%I%S1%S9SO¿ (J"tokushu@orange.ocn.ne.jp"zSBSGS9!#¢ (J 

¢ SB>eSKS$b=g$-$*$7$ 2S, ¿ (J22z¢$B:P$G$9! #2 (J 

ESBSDS&OLEY: #SNS*S*°CE3XE@8SKLaSjS?SS46S8! EG! el #E(T 

—-MESSAGE FILE 20109 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000033htm1.html 


--MESSAGE FILE 20110 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 

001/00000034htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCUF8kPTRdGyhC?=" <misoda@popll.odn.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: =?iso-2022-jp?B?UmU6IBskOiQ5UDQkLz1pPzO8VCRHJDkhIOMvJICs2NSQOJEYDKEI=?= 
=?1s0-2022-jp?B?GyRCUC8kOCO1UCOhI xsoQg==?= 

Date: Sat, 4 Apr 1998 07:44:41 -0000 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <6g3pdvSh@newsl.scei.co.jp> 

References: <6g231kS$rgf@newsl.scei.co.jp> 

NNTP-Posting-Host: 143.90.168.85 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


£SB"-$3$3S$0@1Lg3X9; SN@h@8SN% [!<%* $Z!<%8SGS9S, !"=1?4<TMOSKS 9SPSiS$7$/S$0$+$ 4$da$9$/z (B 
ESB2r@bS5SS1SFSSS*S9O! #3 (B 

http://www.cong.ac. jp/~maeda/playst/playst.htm 
éESBS3S3SN%$Z!<%S8SrFISaSP<h$C3]$+$4SO$SD$+SaSkSGS7SgSé&!#¢ (B 


LA EA PT AIL fof E | A fe Cf ee] 


_/¿$B!!!!"%!!"%!!!1!!!L5MJj?M¿ (B 
_/¿$B!!!C!!!!!!IC!!!!¿ (Bmisoda@popll.odn.ne.jp 
ւ /65Տ811101»1 11251211 (B 
ւ /1581 11818 | 18181111 (B 

ԱՒ ՈՐՆԱ a (GA S Pan) AE ՄԱՅՈՐ eel SSE le Sw a 


—-MESSAGE FILE 20110 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000034html1. html 


--MESSAGE FILE 20111 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000035html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Tokushu" <tokushu@orange.ocn.ne.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?iso-2022-jp?B?GyRCJSIlSSVQJSQlOSQiJGokLCRIJCYKNCQ2JCQkXi1Q5GyhC?= 
Date: Sat, 4 Apr 1998 18:09:11 +0900 
Organization: PlayStation Net Yarouze 
Lines: 17 
Message-ID: <6g4tr1$lijg@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.154.162.141 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 


Net Yaroze newsgroups message dump.txt Page 13575 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBS"STSPSSSIS"SIS, SHSES4SOSSS*S7S? !#z (B 
ESBS*S5S+!"S3SsSTSKS?S/S5SSSNS"SISP%S$%39S,MhSkSHSOz (B 
é$B;WS$$*S;SsSGS7$?! #2 (B 

ESBS9S4S/S"SCSH%[!<%* STISNSGSASGSCSHSES1S7$+SCS?SGS9! #2 (B 
¿E SBOCSOJQ$0$4$*S9S, :#F | ! "CNS 39gSSSN2MSKz (B 
ESBSWSms0SiS_%Ss%0Sr; OSaSk$3SHSrOCS7SFS_SkSH3 (B 
¢ SBSISsSHSZWSmS0%i%_%S%0%=SUSHSr$$$?SAS1SkS3SHSKSISCS?! #2 (B 
¢SBS=SNL>$b%°%SS%/SmS=SUSHSN! Ve (BVisualC++ Learning Edition; $B!W; (B 
ESBSESCS?PSNSGSO! #3 (B 

¢SBAaB. $$%s%9%H! <SkS7SF!"5/FOS7S?2=V4V! *¢ (B 
¿SBS“S?2?S+Si<jSrSDS1SFShSSS+J,S+SiSJSSSNSGS9!#¿ (B 
¿SBSd$SOSj:G=i$+$i#C8@81$H$SS$&$N$O$`$j$J$SN$G$7$Sg$S&S$S+!)¿ (B 
¿SBS$S"S$SH!"#C8@81$H#C!N!NSOOc$$$,S"SkS$SNS$SGS9S+!)¿ (B 
¿SBSbS7S"SkSJSiSGS-SkS@S1SoS+$jS$SdS$S9S/65S (SFS/S@S5SS!#¿ (B 
¿$B$*4J$$$7$^$9!#¿ (B 


--MESSAGE FILE 20111 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000035html.html 


--MESSAGE FILE 20112 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000036htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?ISO-2022-JP?B?GyRCJDkkNCQvPWk /NDXUJECkOSE jQy8kKzY1JUCgbKEI=?= 
Date: 4 Apr 1998 12:25:00 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 32 

Message-ID: <35262322p9839@base.minoru.isl.intec.co.jp> 

References: <6g231kS$rgf@newsl.scei.co.jp> <352538FE.5DA5@outback.co.jp> 
NNTP-Posting-Host: 210.132.156.24 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <352538FE.5DA5@outback.co.jp>, suzuki@outback.co.jp says... 
>6502¢SBS"%S; S$SS$VSi3PS (SFz (BX68000¢2$BSG3 (Sr=PS7SF¿ (B 


ESBSRSgSCSHS7SF2(B Apple II ¿SB%SW%m%0%i%S*$G$9S+¿ (B? 
¿SBS"S$Sk$S$SOSUS!% _%3%Ss%SW%m%0%Si%S !<; (B? 


>¿$B!J%]%j%2!<7P83L5$7!K¿ (B 


¿SB<B$O!";d$NSh$&$J%S7%Sm!<%š$H$K$O!"$]%j%4%Ss$G%$b$SG%j%s%$0$9SkJ)$,8-$SS$SFSSSk; (B 

E SBSNSGSOSJSSS+SH: G6a; W$$$0$8$a$F$$$^$9!#%b%G%k$r:n$k<j4V$O¿ (B 2D ¿$B$b¿ (B 3D ¿$B$b;¿ 
(B 

ԵՏՔ: ատշտոտատմտԵՏԱՏՇՏ9Տ, 1" (B3D ¿S$SBSO01EY:n$C$F$7$%$($P!"$"S$SH$OFOS-$r$DS1$k$@S$l¿ (B 
¿SB$G:Q$_$^$9!#JQ7A$KI, MW$J%G!<%?NL$b!":9J, %D!<%k$r; H$ (SP! "Թցտ75253Տ5815Օչ (B 

E $B$"$J$^$; $s! #05=LS9S1SPSIS*Sh$7! #2 (B 


>¿SBSHSKS+$/8@81$r2?$+$-SoSaSF¿ (B 
>¿S$BS8S$SCS$S/Sj%"%$k%4%j%:%`SrJY6/S9Sk$SHNISSS$S+$Sb!&!&!&!# (B 


2 SBS=S&SGS9SM! #: #50! "NCB iSr8r$ ($F%"%k%4%j%:%`Sr2r@b$7$?KNŠ,¿(B 
2 SBB?$/=P2s$CSFSNSGS$3SN<4SNJY6/SKSO7CS*S1SFSSSKSH; WSS$S*S9! #3 (B 


>¢SBS"SH?t3XSOJY6/ST7TSISSSH?PISSSGS9! #2 (B 


ESBS=S&SISsSGS9Sh! #2 (8305 ¢eS$BSJ$s$+SO@~7ABe?tSNS+%?2S*S5ISGSISHSM! Բ. (B 


>> z¢SBS=S1SH!"$_SI$5$s$02?:PSOSiSSSGS9S+! #2 (B 


32 ~SBSGS9!l#e (8՞՞չ 


minoru-m@rb3.so-net.ne.jp 


—-MESSAGE FILE 20112 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
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1/00000036հետ1. հեռու 


--MESSAGE FILE 20113 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000037htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1LSSVOJSQ1OSQiJGokLCRIJCYKNCQ2TCQDKEI=?= 
Date: 4 Apr 1998 12:25:01 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 48 

Message-ID: <35262322pa839@base.minoru.isl.intec.co.jp> 

References: <6g4trl1$ljg@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.24 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6g4tr1$lijg@newsl.scei.co.jp>, tokushu@orange.ocn.ne.jp says... 
>i SBS=SNL>$b%°3S$%/%SmS=SUSHSN! Ve (BVisualC++ Learning Edition; $B!W; (B 
>ESBS@SCS?SNSGSO! #2 (B 
>¢$BAaB.%$%S%9%H!<SkS7SF!"5/FOS7S?=V4V! *2 (B 
>¿SBS%“S?2?29S+$9i<jSrŠDS1SFShSSS+J, S+SiSJSSSNSGS9!#¿ (B 
>¿S$BSdS$OSjJ:G=iS+Si#C8@81SHSSS&SNSOS`SjSJSNSGS7SgS&S+!)¿ (B 


¿$B$"$"!"¿ (BVC++ ¿$B$J$i!"¿ (BKDF/KDX v2.01 ¿SBS+Si;dS$Sb;HSCSFS 2 S9!#¿ (B 
¿SBS"SsS*“S 3JSSSSNcBJS8ScSJSSS1SI!"S[!<%`%Z!<%S8S+SiS3SN%S=!<%9Sb<hS1S S9!#;¿ (B 


http://www.geocities.co.jp/Playtown-Denei/3856/ 
2 SBS*$=SiS$/!"LdBj$O8@81SHS$$$&Sh$4$0!"SD!<Sk$SN; HS$J}$Hz (B MFC ¿$B$G$7$g$&ľ$M!#¿ (B 


¿SB<BSO!"¿ (BAppWizard ¢SBS$,>!<jSKEGS—=P$9%=!<%9%US! SSSkKSNOUL#HS, $o$+SiSJIS/SF3z (B 
ESB: SSCSFSSSkSSSiSCS7ScSKSNSGSO;Z (B? 


ESBS"S1SO5SSKS7SI$/SFSSSS$GS9!#; dSb>\S7SSS3SHSOSO$+$4$*S;Ss!#z (8:-) 
MFC ¢SBS$r;H$&>19g!"5SSrSDS1SkE@S, #3SDS"SjIS*S9! #3 (B 
o ¢SB86B'SHSTSFE! "#15&S#SSS1SES, #1%3/SiS9SKBP1~S9OSKk! #3 (B 


o 2$B%/%i%9%a%S%PSO6KNO;: (B ClassWizard :58ՏՇՃ՝ :n$9Sk! #2 (B 
o ¢S$BS=SNB>!"%S*°%S%/%SmS=SUSHSN5, Ls$, $"Sk;~SO!"S=S1SK=>SCS?IT}S,ShSS! #2 (B 


Learning Edition z;SBSKSO2r@b=qS,011~SDSSSFS-S“*S9SNSG!"z (B 
¿SBS“S:SOS=SNNcBjSrS3SJS7SFSOSSS+S,SGS7SgS&S+¿ (B? 


Scrible ¿$BNcBj$rDI$&$H$$$&<j$b$"$J$^$9$, !":G=*E*SKSHSNS9S4S/¢ (B 
ESBFQ$7$/SISCSFS7$*S&ESNSG!"; d$0$"$^$j$*4+$a$G$-$^$; $s!#z (B 


>ESBS"SH!"#C8@81SH#C!\!\SO0cSSS, S"SkSNSGS9$+!) ¢ (B 


C++ = C + ¢SBS*%V%8%'%/%H;X8~;WA[2 (B ¢SBSGS9! #2 (B 

¿SBJ#?t$N (B C ¿SB%$SU%S!$$SSk$r%3%s%O%S%Sk!&%j%s%/S7S?7P83S,$*$"Sj$G$S7SgS&ŠS+; (B? 
¿SBS*S"$jS$SJSi!"30ItJQ?t!"%9%?%$FS#%C%/JO?tSŠr07SCS?S3SHSH;WSSS*S9!# (B 

C++ ¿SBSO!"; (BC ¿$B$, %$U%!%$%kC10L$G$7$+$G$-$JS$S+$C$?$3$SH$r!"GSOUSNC10L$G;¿ (B 
¿SB9TS (Sk$h$&S$SK!"M=Ls81S$SrDI2C$7$S?SbSNS$SH8@S$S ($*S9! #2 (B 


ՀՏ8Տ250571"չ (BC ¿$B$H¿ (B C++ ¿S$B$GSO!"%SW%m%0%i%` SN@_7W; WA[SOA4$/0[S$JIS4$*S9! #3 (B 


C++ ¿$BŠrK\3JE*$KJY6/$5$1$k$JŠi!"%*%V%8%'%/%H;X8~Q_7W$NK\$Šr¿ (B 
i SBOLFIS5SS1SkS3SHSr$*44+SaS7$°S9! #2 (B 


minoru-m@rb3.so-net.ne. jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 20113 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000037html1. html 


--MESSAGE FILE 20114 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000038htm1. html 


Net Yaroze newsgroups message dump.txt Page 13577 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?ISO-2022-JP?B?GyRCJDkkNCQvPWk /NDXUJECkOSE jQy8kKxsoQg==?= 
=?1SO-2022-JP ?B?GyRCN jJUKKCRGJC8kOCO1IJCOhI xsoQg==?= 

Date: Fri, 03 Apr 1998 23:08:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19980403230852kamon@mail.web-hyogo.or.jp> 

References: <6g231kS$rgf@news1l.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


"Tokushu" <tokushu@orange.ocn.ne.jp> wrote: 
>¿$B$_$J$5$s$0=i$a$F%2!<%` Sr:nSk$HS$-SISKSr$7$*°S7S?$+!) 2 (B 


¢éSBKMSOS [$+SN?MS, :N$C$?%W%m%0%i%`$r2~B$$7$FM7$s$@$J$7$^$7$?!#¿ (B 
éSBS* 6bA}Sd$7$?S4!SL5E(SKS7S?S5!SSTSISISI! #2 (B 
¿i SBS [S$+SN?MSNS=!<%9SrFISSSGIY6/S9SkKSHSSSSS+SbS7S1S°S;Ss!#¢ (B 


>¿SBS=S1SH!"S_SJS5Ss$O2?:PS0S1i$SSGS9S+!# (B 


¿SB8=:_¿ (B22: SB:PSGS9!#KN3JE*SK%$W%$m%0%i%`SrJY6/S7SOS8SaS?SNSOKMSb¿ (B15¿SB:PSNS3Sm; ( 
B 
¿SBS$SGS7S?!#¿ (BBASIC¿ $B!S%"%;Ss%V%$i!S#C!$SN=gHVS$G3PS (SFSS$$-S*S7$?! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20114 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000038html1. html 


--MESSAGE FILE 20115 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000039html1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Tokushu" <tokushu@orange.ocn.ne.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?iso-2022-jp?B?GyRCJEEKZyRDJEgkNyQ/PEFMZBsoQg==?= 
Date: Fri, 17 Apr 1998 01:25:18 +0900 
Organization: PlayStation Net Yarouze 
Lines: 6 
Message-ID: <6h5braSct0@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.154.162.132 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBSWS1LSISFSNIUSS#CH#HDSHIADLSN! J%5%?!<SsSHS+!K#C#DOCSSSO¢; (B 
¿SBST"Sk$SsSGS9S+!#S=S7SEF<+J,SG:nSCS?9usW%1l%9%sFSNS2!<%`Sr¿ (B 
¿SB#C#D#RSKS7SFSGS-SJSSSSSGS9S+!#¿ (B 

¿SBC/S+65S (SFS/S@S5SS!#¿ (B 


—-MESSAGE FILE 20115 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000039html.htm1 


--MESSAGE FILE 20116 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
oo1l/00000040html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCJEEkKZyRDJEgkNyQ/PEFMZBsoQg==?= 

Date: Fri, 17 Apr 1998 06:07:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 


Net Yaroze newsgroups message dump.txt Page 13578 


Message-ID: <353672FB.BF521D34@mxz.meshnet.or.jp> 
References: <6h5braS$ct0@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.180.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBSIS&$b!<!"3 (BPsukez$BSG$9! #2 (B 
> ESBSWS1LS9ISFSN9USS#CHDSHIaADLSN! J%5%?!<%SSSHS+!K#C#DOCSSSOS"SkSsSGS9S+! #2 (B 


¿SB>NS7SSS3SHSOJ,S+SjJS“S;SsS,AG:`SO01=oSGSOSJSSSGS7SgS&S+!##P#SS,9uSSSOC1SK; (B 
¿SBB>SN#C#DSH6hJLS9SkS?SaSNJ*S@SCS?SH;WSSS*S9!#¿ (B 


> ¿$B$=$7$F<+J, $G:n$C$? 9uSWS1%9SFSN%2!<%> Srz(B 
> ¿SB#C#D#RSKS7SFSGS-SJSSSSsSGS9S+!#¿ (B 
> ¿SBC/S+65S (ՏԲՏ/Տ0Տ5ՏՏ| #2 (B 


¿$B2a5n$K$?$/$5$s$NJ}$, ;n$7$?$h$&$G$9$,=PMh$I$$$=$ESGs9! #2 (B 


PAR¿ SBSCSFSNS, S"SkS1SIS$$+$,!)¢(B 
http://www.t3.rim.or.jp/~bo0wy/Net/index.html 


ESBSGSOSGSO! #¢ (B 


Psuke 
p_suke2mxz.meshnet.or.jp 


—-MESSAGE FILE 20116 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000040html1. html 


--MESSAGE FILE 20117 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000041htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Tokushu" <tokushu@orange.ocn.ne.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?iso-2022-jp?B?GyRCQUdLUSRKPEFMZBsoQg==?= 
Date: Tue, 21 Apr 1998 20:57:08 +0900 
Organization: PlayStation Net Yarouze 
Lines: 6 
Message-ID: <6hi200Srpd@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.154.162.137 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


é SBAGKOS J<ALdSJ$s$G$ 9$1$1 9uSWS1%9SFS$G:n$C$?%2!<%* $H; (B 

2 $B; THNSSS1SFSS$kSW%1%9SFSN%2!<%> $0278, 0c$&Ss$G$9$t+!) 2 (B 
éSBS=$1$H!"; THNSSS1SFS$$k%2!<%* SxNc$ (SP%*1SY%k#9#9SK$7SF%WS1%SS9Sk¿ (B 
é SBSISSSFS3SHSOSGS—SISSSsSGS9$t!) ¢ (B 

ESBC/$+$*$7$ (,SFS/S@SS5SSS!#¿ (B 


—-MESSAGE FILE 20117 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000041html.htm1 


--MESSAGE FILE 20118 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000042htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: Re: =?iso-2022-jp?B?GyRCQUdLUSRKPEFMZBsoQg==?= 
Date: Wed, 22 Apr 1998 06:00:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <353D08DF.E2181734@mxz.meshnet.or.jp> 
References: <6hi200Srpd@newsl1.scei.co.jp> 
NNTP-Posting-Host: 133.205.180.118 


Net Yaroze newsgroups message dump.txt Page 13579 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 

¿SBSIS&Sb!<!"#P#s#u#k#eSGS9!#;¿ (B 


Tokushu wrote: 


> ~SBAGKOSJ<ALdSJISSSGS9S1SI9USWS1S9SFSG:nSC$?%2!<%° $H (B 
> ¢£SB; THNSSSISFSSSkSW%1%9SFSN%2!<%* $02?$, 0cS&SsSGS9S+!)¿ (B 


¿SB2?2SbOc$S$4A$;$s!#S$S?S@!"SM%C%H$d$m$&$<$GSO3+H/4D6-$K%$O%s%$G%S#¿ (B 
¿SB$, $"SkSNS$G<c43I=8=NO$,MnSASkŠS+$b$751525;Ss!#¿; (B 
2 SBNc$ ($P%`!<%S!<$,; H$ ($J$+$C$?$j!"5pBg$J:nIJ$, :n$1$I$+$C$?$j!#¿ (B 


> ¿$B$=$1$H!"; THN$5$I$F$$$k%2!<%`$rNc$ (SPS1SYSk#9#ISKS TSF SWS1SS$9Skz (B 
> ¿SBS$SJSsSFS3SHSOSGS-SJSSSSSGS9S+!)¿ (B 


> ¿SBC/S+S*S7S(SFS/SQ@S5SS!#¿ (B 


¿SB%sa%sb%j!<%+!<%ISN%G!<%?$rJQ99S$SGS$S-S1SP=PMhSkSH;WS$SSS*S$S9!#S79+S71"%9%SH!<%j!<¿ (B 
¿SB@-SNSJSS#R#P#GSKS[SNLS5E(SN%1%SY%Sk#9#9SG¿ (B 
¿SBM7Ss$GSbLLGrS$/$JSSSH;WS&$NSOKMS@S1$+!#!J%S(%m%$2!<$SJ$iS=$1SJS3jŠ$SK (B...¿$B!K¿ (B 
¿SB#F#F#TSOF ($b6/S/SISkSNSGLLGr$$!#¢ (B 

¿SB$=$1$H$b$7<+J, $, :n$C$?%2!<%*$,F1S8Sh$&SKM7S$P$1$?SHS-SN; 4$aS$5$r3 (B 
ESBOMS (S*S7Sg$&! #2 (B 

ESB%asb35!<S+!<S1% (SGS#S?!<Sr:nSkSN$, LLE] SUSi#PHA#RS rGcSCSFS/SAS5SS$! #2 (1 


ա 


ՀՏ80Մ»6ՏՇՏ9 | #2 (B 


¿SB#P#s#u#k#e; (B 


—-MESSAGE FILE 20118 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000042html.htm1 


--MESSAGE FILE 20119 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000043հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takgi" <first@ayanami.club.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: ¢SBS9SWSisSSHSCSFSISSSGS9S+2 (J 

Date: 11 May 1998 11:22:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bd7d18$503b69c0S1fela0d2@default> 
NNTP-Posting-Host: 210.160.225.31 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS 9SWSiSSSHSCSFSISSSGS$9S+3 (J 
ESBSSSmSSSmC5S7SFSSSkSsSSGS9S1ST¢ (J 
¿SB8+SDS+SjJS S;Ss¿ (J 

¿SBSoS+S$SkJ)!"65$ ($F$S$S$?$@$1$1$P$&$1$7$SSSGS9¿ (J 


Takagi HomePage http://www2.nsknet.or.jp/~fantom 
E-mail first@ayanami.club.or.jp 


—-MESSAGE FILE 20119 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000043html1. html 


--MESSAGE FILE 20120 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000044htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCJTkK1VyVpJSQLSCRDJEYkSiRzJEckOSQrGyhC ?= 

Date: Tue, 12 May 1998 06:06:19 +0900 

Organization: Japan 

Lines: 30 


Net Yaroze newsgroups message dump.txt Page 13580 


Message-ID: <3557684B.5F197CBD@geocities.com> 
References: <0O1bd7d18$503b69c0$1fela0d2@default> 
Reply-To: t_youhei@geocities.com 
NNTP-Posting-Host: 202.224.160.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SB7k6IB4OQ@$,=q$1$JS/SFN1G/SN$?$3$N$9S$S1$G$9; (B(^^; 


2 SBS 9SWSiSSSHSCSFSSSESNSO! "#2<!185!TT?7LL!IKSNSOS1SUS#SC%/SNS3SH!T!) !K¿ (B 
ESBSCSESSSE&SSSGS7TSgGSES+! #2 (B 


ESBS9ISWSISSSHSHSO2?S+!) SHB@SOSLSKSHSISSSF@DLES TSFSSSSSNS+So0$+SiSITSS$GS$9$,~ a 
ES$BS1%i%S/% (SH$+SG2hHLL>e$rF0S$—-2s$k<g?M8xSdD.$SN?MSH$+SOS_SsSI%9SWSISSSHSGS9! #e 


ESBSOSisUst sC%/Sr%9%W%i%S%HSHS7SFI= <(S5%$;SkSH!"<!SNShS&$SJ;k3PE*8z2LSrDI2C¿ (B 
¿SBSGS-S“S9!#¿ (B 


¿SB!!#1!'F)LQ@2?'¿ (B 
éSB!!#2!'3HBg=L>.¢ (B 
¿SŠB!!#31'2sE>¿ (B 


¿SBSCSF$JS+SsSsS8SG#O#KS+SJ!)¿ (B 


¿$B!]! u ԱԿԱ 5585 er AAA E 
¿SB!1!!111S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


ESBic!c!c;dSN%[!<%°S2Z!<S8!d!d!dz(B 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 
ESBBAO@SCSTSFSISS$S+SiN1G/$GS9!J>P!Kz (B 


¿SB:G=*99?7F|;<!1!1#512#8180¿ (B 
¿SB9927M=DjF|!!!!!1145128182¿ (B 
¿SB1111111111111111111111J111111l11111J1]111J1J1J1J13J111103J1]J111J1J112 @ 


—-MESSAGE FILE 20120 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000044html.htm1 


--MESSAGE FILE 20121 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 

001/00000045html- html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?1SO-2022-JP?B?GyRCJTk1VyVpJSQILSCRDJEYkSiRzJEckORsoQg==?= 
=?1SO-2022-JP?B?GyRCUCSbKEI=?= 

Date: Tue, 12 May 1998 14:45:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <19980512144514kamon@mail.web-hyogo.or.jp> 

References: <0O1bd7d18$503b69c0$1fela0d2@default> 

NNTP-Posting-Host: 210.136.1.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


"Takgi" <first@ayanami.club.or.jp> wrote: 
>¿SB%9%W%Si%S%SHSCSFSJSSSGS9S+¿ (B 


ESBS"SKSaSKk; ՏԱՐՐ ՀՏՑԲ) L@SJHDSK3 ($, IASSSFS"Sk%d%Dz (B) ¿SBS_S?SSSJSbSsS@SH¿ (B 
8B; WS (SP4JC1S+Sb! #2 (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 20121 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000045html. html 
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Subject: Re: Moan moan moan 

Date: Wed, 06 May 1998 14:23:38 +0100 
Organization: The Hex Heroes 

Lines: 12 

Message-ID: <3550645A.58FB@writeme.com> 
References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> 

NNTP-Posting-Host: gfs0-014.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jim wrote: 
> Still I'm not sure what to do with the psx, throw it from the top 


> floor window. Microwave it? I may try throwing it from the back of a 
> flat bed pickup, travelling at 70 down the M4. Suggestions? 


Why not hire a vicar any bury it in the garden peacefully as a mark of 
respect of its dutiful, faithful service to the end? 


A light finger-buffet would probably also be appropriate. 


James. 
-—-MESSAGE FILE 2138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00841 


—-MESSAGE FILE 2139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000842 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Wed, 06 May 1998 14:42:56 +0100 

Organization: Intelligent Research 

Lines: 17 

Message-ID: <355068DF.75CE70E6@hinge.mistral.co.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
.tqq5mhrljlfeN@al-88-115.al.nl> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:613 scee.yaroze.freetalk.english: 
842 


DEnnis Brinkhuis wrote: 


> That deruiter-guy is dutch. But I can't contact him. His mail-adress 
> seems to be faulty. Does anybody have a better adres of this bloke? 
> 

> DEnnis Brinkhuis (NL) 


I got a couple of mails from him a while ago. He was going to addARS 
fileserving to YarozeMaster and contacted me for the latest 

source code....I'll see if I've still got his address when I get home 
tonite. 


BTW. Anyone live in or near Amsterdam? I'm over there at the end 
of the month for a weekend... 


Craig. 
—-MESSAGE FILE 2139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00842 


—-MESSAGE FILE 2140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000843 
Path: chuka.playstation.co.uk!news 
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--MESSAGE FILE 20122 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
օօ1/00000046հԵեո1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: =?iso-2022-jp?B?GyRCJTk1VyVpJISQILSCRDJEYkKSiRzJEckOSQrGyhC ?= 
Date: Wed, 13 May 1998 08:11:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3558D710.5BFAOA9C@mxz.meshnet.or.jp> 

References: <0O1bd7d18$503b69c0$1fela0d2@default> 

NNTP-Posting-Host: 133.205.180.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS3SsSASO; (BPsukez $BSG$9! իչ ( 


ե) 


Takgi wrote: 


ESBS 9SWSiSSSHSCSFSISSSG$9S+3 (B 

ESBS$SSm$$$mC5S7SFSSSkSsSGS$9$1S1¢ (B 
¿SB8+SDS+SjS S;Ss¿ (B 
¿SBSoS+$kJ)!"65S (SFS$S?S@S1S1SPS&S1S7SSSGS9;¿ (B 


V V V V 


ea ee n83SG=PSFS-S*S7S?!#!VS9ISWSiSSSH5 ! G=SN@DLESr=q$1!WS@z (B 
SBSCSF!#¢ 
O _ ¿bau a ia 
¿SB$k5!G=!#;¿ (B 

ESBS*°S9%S/= eee et Ret ԱՏՆ ԱՈ Ք ԱՐԱՏ Ն ԱՐԿ E ԱՊՆՈ ՈՐ 
¿SBSHS3S@SJ!<SH;¿ (B 

c $B9\SASS979NSGIVENSOGKTAFDSKE- Sc%iSr=q$S$F!"S*%9%/MQSN7?H4$-Gr9uZ2h~ | $rMQOU; (B 

SBS7¢ 

Ç . SGSSS&%"%Sk%U%S! !<%$A%Sc%s%M%sk!K!"; (Band;  SBS7SF¿ (Bor; SBS7SF85SKLaS9SHS-SOcçc (Bxor¿ 
eres (B 
eer tree ՏՆԱԿԱՆ errr puas a ner 
ESBLL@\415, ¢ (B30¢$B:PA08eSNJ} $G=u$+$C$?! #2 (B 


aS 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20122 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000046html1. html 


--MESSAGE FILE 20123 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000047htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“=?iso-2022-jp?B?GyRCOmdAPklwGyhC?=" <takeshi_onishi@pop12.odn.ne.jp> 
Newsgroups: playstation.ny.beginners.qa.developtool 
Subject: =?iso-2022-jp?B?bWFrZSxzaW9 jb25zGyRCJEsSOWCQ5JUGs 8Q0UxkGyhC?= 
Date: Sat, 18 Jul 1998 07:12:04 +0900 
Organization: =?iso-2022-jp?B?GyRCOmc6ZUInM1gbKEI=?= 
Lines: 40 
Message-ID: <6o00inj$6j9@newsl.scei.co.jp> 
NNTP-Posting-Host: 143.90.126.48 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


w 


¿$B-!¿ (Bmake¿ SBSr<B9OTS9SKSH! "3 ( 
gcc. -O1, =g -c main.c -o main.o 

Loader error (0025) : cannot initialize 

make.exe : *** [main.o] Error 1 

¿SBSHSJSCSFS7S SSS S9!#;¿ (B 

¿SBS3S1SO!"SJSSSN%S (S1!<SJSNSGS7SgS$&S+!)S=S1SH!"S=SNBP=hK!Sr¿ (B 
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ESB65$ (SG$/S@S5SS! #2 (B 


¿$B-"¿ (Bsiocons¿$B$r<B9T$9$k$H!"; (B 

[DTLH3000 not ready!] 

¿SBSH=PSF!"¿ (Bsiocons;$BS, @5>oSKFO:nS7SISSS3SHS,S"Sj5S*S9! #2 (B 
é$BBP=hK!$r65$ (SFS/S@S5$$! #2 (B 


¿SB-#%sasb%j!<%+!<%ISr%9%m%C%H#2SK:9S79-$_!"¿ (BSiocons; SBSG; (B 
>>FORMAT Ես10: 

Format device : bul0: 

complete 

¿i SBSHSISCSFSSSKSNSK!"SFS1SS2hHLLSKSO! "չ ( 

MEMORY CARD CHECKING...NOT FOUND 

¿SBSNS S SG$9!#SIS&SAS1$P!"% asb%j!<%+!<%1IS,G'<1S5S1SkSNSGS9S+!) 3 (B 


éSB-S¢ (Bsiocons -8115200 

ESBSHSOSKSH! "3 (B">>"2ZSBS,=PSFS-S$*S;Ss!#S=S1SG!"z (B 

siocons 

>>baud 115200 

ESBSHS7SF:FSSz (Bsiocons; $BSr5/FOS9S1SPS$&$*S$/SSS/SNSGS9S, !"¿ (B 
é$BA0<TSr$&$*$/S9SkI}K! SOSISSSNSG$9$+!) չ (B 


éSB-SDL?.B.EYS, ¢ (B9600;SBSNSHS—-SO!" (Bsiocons;$BS, @5>oSK:nFOS9SkKSNSK! "3 (B 
djsetup.bat¿¿SBSr;¿ (B 

set DTLH3000=0x3£8, 4, 115200 

¢ SBSHS$7!"-SSb<B9OTS7!"DL?.%] !<SHSNz (BCOM1; $BSNDL?.B.EYS$b; (B115200¿$5B$K¿ (B 
ESBST7TSFSSSKSNSK!"S=S&S9SkSH;z (BSiocons; SBSKz (B">>"zSB$,=PS$:!"@5>oSKFO:nz (B 
ESBS7S°S;Ss!#SIS&S9S1SPDL?.B.EYS, ¢ (B115200; SBSGF0:nS9SkSNSGS7SgS$&$+!) ¢ (B 


¿Š$BL>A0¿ (B ¿$BBg@>Ip¿ (B 
E-MAIL takeshi_onishi@pop12.odn.ne.jp 


--MESSAGE FILE 20123 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000047html.htm1 


--MESSAGE FILE 20124 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developt 
001/00000048htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 

Newsgroups: playstation.ny.beginners.qa.developtool 

Subject: Re: make, siocons=?1SO-2022-JP?B?GyRCJESOWCQ5JUGs 8QUxkGyhC?= 
Date: Sat, 18 Jul 1998 13:50:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <19980718135025bo0wy@t3.rim.or.jp> 

References: <600inj$6j9@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.027 


ESBS (!ASH!"%[%Ss3H$O$3$3¢ (B (Yaroze; $B%5!<%P¢z ¿SBSOSHSCS$Š/$K%$j!<%SIS*%$s%j!<$K¿ (B 
Boe eee Sen ein eat O O re S (B 
¿SB9MS (SFS/S@S5S$2 (B(ESBSCSFIUSISFSkS1ST3¢ (8(՞՞չ:) ¢SB! #2 (B 


":SBBg@>Ipz (B" <takeshi_onishi@pop12.odn.ne.jp>zSBS5$sS$O=q$-S*S7S?!#¢ (B 
>(1)makez SBSr<B9TSOSKSH! " չ (B 


2B! ! $ISs$J4D6-$G2?$r$7$?SN$+$, A4A3$0$+S$iSIS$SH2rEz$7$h$&$, ¿(B 
ESBSISSSGS9! He ( 


= 


>(2)siocons¿SBSr<B9TS9SkSH!" (B 


¿SB!!%3%M%S/%?SNQNB3>uBV$, 0-$+$CS?$j!"%[%9%H!"¿ (BPS¿S$SBSN5/F0=gSK$hS$CSF¿ (B 
¿SBH/@8S7S?SjS9SkS3SHS,S"SkS+SbS$S7$S1S S;Ss!#S Eoin (Bsioconsz$B$r6/@) ¢ ( 
ESB=*N; $7$?>19gSISISKz (B CIP: SBS, S0%S%0S7SFSSSk>19gGSHDS"S5S*S9!#535Nz (B 
¿$B>19g$O;¿ (B tbreakz $B$GI|5"2DG=$G59! #2 (B 


w 


Տ 


¿SB%sa%sb%j!<%+!<%ISr%9%sms%sC 
ՆԱՆ -8115200 


H#2SK:9$79~S_!"z (BSiocons;SBS$G; (B 
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>(5) gSBDL?.B.EYS, ¢ (B9600¢SBSNSHS-SO!"¢ (Bsiocons;$B$, @5>o$K:nFOS9SkKSNSK!"¢ (B 


2SB!!S%S:!"3 (B(5) eSBSrS$d$C$?SISiz (B(4) gSBSOITMWSGS9! #2 (B(3) (5) gSBSKSDSSSFSO!"3z (B 


http://wwwl.scei.co.jp/~aqv00117/faq/faql.html#q5 
http://wwwl.scei.co.jp/~aqv00117/faq/faql.html#q6 


é$B!!SrFISs$G$/S@S5$SS$!#S3SASiSOSbS&?0d, 992755Տ51Տ5ԲՏՏՏ՞ՏչՏՏՏ, !"¿ (B 

2 SBSd$m$&$<EP>1Ev; ~$+SiS$Nz (B FAQ: SBSr$*$HS$a$?%Z!<%8SG$9! #A4SFSNz (B 

éSB9° L\SrFIS* ;vSr3*S9S9SaSTS*S9!#S=$1S+Si!"5!<o0MB8I8; zSrz (B 

¿ $B; HMOS7SFSSSkSH3z (B (NewsReader: $B$K¿ (B) ¢SBE\SiS1SFS7$*SSEj9F=PMhSJISSSNSG!"¢ (B 
¿SBO1It; (B(¿SB<ALdSNF, SN?t;z¿ (8) ¿SBSr¿ (B(1) (2) ESBSISTSNI=5-SKIQ99S5$; SFD:$-S*S7$?l#te 
(B 


$B! !@h$K$b=q$-$^$7$?$, !"$d$m$&$<%5!<%P$OK\Mh!"8=; ~EQ$K$*$$$F; (B 
2 $B34!<%13*%s%4!<SKSISCSFSSSk; V$K$J$C$F$$Š$K$N$G!"$3$3$G$N<ALd;¿ (B 
E SBSOBGDGSOLS;k$5S15°S9z (B(cSBSH8@SES4!"S. SSSJ8+SP5J55¿ (B) 25818: (B 


¿$B!!8=:_$O$d$m$&$<%5!<%P$KJQ$O$k?7$?$J%3%_%e%K%1!<%7%g%sŞ$N>l; 
¿ŠB$H$7$F¿ (B Cinnamon City¿$B$H80$&%5%$%H$, @_CVS5S1SFSSS$*S9!#¢ E R 
¿SBS3SASi!" (B 


http://www.spice-net.co.jp/NY/ 


¿$B!!8D?M$G1?1D$7$F$$$k%5%$3H$G$b!"$$$/$D$+Lr$KN)$D>1l=j$,$"$j¿ (B 
¿$B$^$9!#FC$K<ALdA$J$I$O2CLg$5$S$N%5%$%H; (B LowTec¿$B$K$"$k¿ (B PSX Q&A 
¢SBSH8@S&7GK< (HD$, NI$$$G$7$g$&!#$3$A$i$N¿ (B URL¿$B$O!"; (B 


http://www.age.ne.jp/x/kamon/ 


¿$B!!$^$?!"<jJAOLA9$G$O$"$J$^$9$, !";dSN%Z!<%s8SKSO!"8=;—EQSG;¿ (B SCEI 
¿$B$+$iDs6!$5$I$F$$$k%D!<%k$N%P!<%8%g%s%"%C%W>pJs$d!"¿ (Bsiocons + CIP 
° SBSKSHSk3+H/SN2tG\ 2wE, $J3+H/4D6-SN9=C [J}K! SKSDSSSF>R2pS7SFSSS*°S9! #2 (B 


http://www.wickedbeat.com/ 


Hideki Naito (bo0wy) E-MAIL: bo0Owy@t3.rim.or.jp 


(Net Yaroze! :aza02223) NIFTY :CQCOO0075@nifty.ne.jp 
URL :http://www.wickedbeat.com/ 


—-MESSAGE FILE 20124 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/developtoo 
1/00000048html1l. html 


E AE EAE AE AE AE FE HEE EH 
E AE AE AE AE AEE FE EAE E EH H 


t HEE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCFI/ny/beginners/qa/etc 
—HHEEEEE EE HE HEH 


--MESSAGE FILE 20125 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?1ISO-2022-JP?B?GyRCSS1IDKxsoSiAbJEJGKRsoSg==?=" <fwhz6250@mb.infoweb.or.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?ISO-2022-JP?B?Y29tMRskOiVdITw1SCRYJE5KIz90NSEObOBcO MKS yREJCQkKRiROPEEbDKEO 
=?= 


=?1SO-2022-JP ?B?GyRCTGQbKEo=?= 
Date: 25 Apr 1997 10:47:20 GMT 
Organization: PlayStation Net Yarouze 
Lines: 17 
Message-ID: <01bc5165$68b8808051393dbca@FMVT20.InfoWeb> 
NNTP-Posting-Host: 202.219.147.19 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SsSPSsSO! "=i ?4<TSISNSG!"COQ$:$+S7SS<ALdS$+Sb$7$15%*S;$sS,!"C/S+65¢ (J 
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¿SBS (SFSSS?S@S1S2Si9,SSSGS9!#¿ (J 


¿SB:#S ace es Jcoml¿$B$K!"¿ (JWACOM; $B<R@=SN! "#A#r#t #P#a#dSrSD$IS$$G; HSCSFSS$*$7¢ 
ESBS?! #2 (J 
£$BS7%jS"%k%] !<SHSrA}@_$;$:SK!"@Z$549S (40$r; HSCSF!"9u#P#SSH!"#Atr#te (J 


¿SB#P#a#dSG!"#C#o#m¿ (Jl SB$Sr6&M-S9SkS3SHSO!"2DG=SGS7SgS&S+!)¿ (J 


ESBSASITS_SK!"#A#r#CHPHAFASNSISLSSSP!<SrS"SSBSSSSEISH! <SkS;S:SKIU#PHSE (J 
ESBSrSDSISSS@SHS3Sm!"#s#ti#to#CHOFN#S !% stetx#e$r<BITS7$28e! "#ein#t#ePre (J 
¿SB#k#e#ySr2!S7SFSb!"!IT!d!d!IS,I=<($5S1S:SK!"%+!<%=%k$, E@LGS7S?S S ¿ (J 
¿SBS$SGS7S?!#¿ (J 


¿SBSISJS?S+!"9u#P#SSH!"#A#r#t#hP#a#dSrF1l; n ER EE ear 
¿SBSi1IK"S<SRINST"SISP%$S%S9SrS*4jSSS7S“S9!# (Մ 


--MESSAGE FILE 20125 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
Olhtml.html 


--MESSAGE FILE 20126 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0002html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 
Subject: Re: =?iso-2022-jp?B?Y29tMRskQiVdITwlSCRYJE5SKIz9ONSEODOBcQjJMkSyREJCQkKRiROPEE 
bKEoO=?= 
=?iso-2022-jp?B?GyRCTGQbKEo=?= 
Date: Fri, 25 Apr 1997 21:52:13 +0900 
Organization: PlayStation Net Yarouze 
Lines: 12 
Message-ID: <3360A8F8.4D65@ymg.urban.or.jp> 
References: <01bc5165$68b88080$1393dbca@FMVT20. InfoWeb> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.77 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SŠBI)C+¿ (J ¿$BF)¿(J wrote: 


> ¿SB%7%3j%"%k%] !<SHSrA}@_$;$:SK!"@2ZS549S (40$r; ee À) 
> ESBtP#Ha#tdSG!"#C#Ho#M, (Jl ¿SBSr6&M-S9SkS3SHSO!"2DG=SGS7SgS&S+!)¿ (J 


éSB!!¢ (UDOS¿SBS+Si9u¿ (UDPS¿SBSr07S&SN$GS"S1SP!"6&M-2DG=SGS$7SgS&!#¿ (J 
¿$B!!¿ (JWindows95;SB>eSN; (JDOS¿ ԶՆ gaan (JArtPad SBSNSISiSSSPSr¿ə (J 
¿SB!!SJSsSHS+S$S9SkS7S+SJSSSH; WS$SA S 9 a (J 


¿SB!!S=S1SH!"S3SASiSr;2>HS7SFS*SSSF2<S5S%¿ (Մ(՞՞չ 

http://www.cup.com/negi/msin.html 

--MESSAGE FILE 20126 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O2html.html 


--MESSAGE FILE 20127 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0003htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: coml=?ISO-2022-JP?B?GyRCUVOhPCVIJFgkTkojP301ITRVOFWbKEI=?= 
=?1SO-2022-JP?B?GyRCQOjMkSyREJCOQkKRiROPEFMZBsoQg==?= 

Date: Sat, 26 Apr 1997 02:16:19 +0900 

Organization: Freaks Factory 

Lines: 29 

Message-ID: <freak$93b819970426021619@news1.scei.co.jp> 

References: <01bc5165$68b88080$1393dbca@FMVT20.InfoWeb> 
NNTP-Posting-Host: 210.132.225.7 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 
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"չՏ81) ՇԻ: (8 ¢SBF)¢(B" <fwhz6250@mb.infoweb.or. jp>zS$BS5$s$O=q$-S*S7$?! #2 (B 


>2¿SB%S7%S3jJ%"%k%] !<SHSrA}@_$;$:SK!"@ZS549S (40$r; HSCSF!"9u#P#SSH! "#A#r#t se (B 
>¿SB#P#a#dSG!"#C#o#m; (B1¿SBSr6&M-S9SkS3SHSO!"2DG=SGS7SgS&S+!)¿ (B 


>2¿SBSASJS_SK!"#A#Rr#it#P#Ha#dSNSISiSSSP!<Sr%"%s%SS%s%S9%H!<%sk$;S:SK9u#P#S:¿ (B 
>¢SBSrSDSISSS@SHS3Sm!"#s#i#O#CHOFNHS !S ee eee 
>¿SB#k#e#ySr2!$7SFSb!"!IT!d!d!IS,I=<($5$1S:SK!"%+!<%=%kS$,E@LG$7S2?S S ¿ ( 
>ESBSGS7S?! #2 (B 
> L$B$I$J$?$+!"9U#P#S$H!" #A#r#t#P#a#d$rF1l; Po Z Y 777 U te 
>ESBSi!"S<SRI"S"SISPSSSISrS*45SSSTS“*SI!#e (B 


ESBSIS&Sb! "NkSrS$D$1$?G-SGS9! #2 (B 

Ca ie tose ok ean aca a a ce a 
éSB!J01S*SHSaSKS7SF; HS&SHS—SKIUS1BXS ( À 
¿SBJQ49%s3%M%/%?!<$b%?%@S8ScS$SJSSS7!"S*6b$JSSS7; (B(;_;) 


| $: 1 N#IPSSNEDHOPSAKSGSD2 2? SbITOGIgGSbS/$— SFSSS“S;SsS$7!"3 ( 
¿S$ŠBLLE]$/$5$$0J30$OLdBjL5$S$G$9$,!)¿ (B 
ESBSGSb!"S$?S*SK!"ITOBDJSKSISk;vS, ore hence 
ESBSISSSGSGS7SgGS&SM!) ¢ (B 


ESBSISSSIS+;nS9SHS+!"#P#SSN5/FOSr3NG'S7SFS+Si#D#O#SAKSr3+S/SHS+!&!&!&2 (B 
siocons auto ¢SBSHS+SdSkSH!"S"SsS$*SjJO0BDJS7S*°S;SSSM! #¢ (B 
ESB<jJFOSGSESCS/$5SASkI}S,NISSS_S?SSSGS9!#¢ ( 


= 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 


--MESSAGE FILE 20127 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O3html.html 


--MESSAGE FILE 20128 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0004html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: nami <nami@bb.mbn.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCIOMjJTyNNJVOhPCVIJESkKRCQKJEY 8QUxkGyhK?= 
Date: Sun, 27 Apr 1997 17:41:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33631143.6D56@bb.mbn.or. յք» 

NNTP-Posting-Host: 202.217.106.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESBSOS$ 8SaS*S7$F!!:G6aF~2q$7$ ?GHI?SCSFSSS&SDSNSGS9! #2 (J 


¿$ŠB<+J, Sb#CHO#M#LSKS*S&39!"#CHOFMHEZSKSOSG%° Տ, ՏԱՏՄՏ, SCSFSSS*S9S, 1": 

E SBECHOFM#1Sr9U39SFSKSDSIS.$+S (SkSHS*$E&S9S, ;HS (S:!"#CHOHM#2ZSK3 (J 
eee ey, S9!W$SHS$S$SS$S&Sa%SC%S;!<%8$, (J 
¿SB=PSF:SSjJS“S9!#¿ (J 

ESBIUSISESNS; oe a%SC%;!<%8S,=PSkSN$+SoS+SjS%*$;Ss$S,Kh2s=PSkSNSG!"¿ (J 
¿SBSDSi$$SGS$S9!#;¿ (J 


¿SBSdSCSOSjJ#P#S!?#2SN%=%S1%C%sHSrA)@Q_ s ՅԱՆ 9SrGcSCS$?J)S,NISSSNSGS7SgS&S+!)¿ (J 
¿SB%S"%I%S$P%SS%9ShSmS7S/S*4jSSS7S S9!#¿ (J 

—-MESSAGE FILE 20128 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O04html html 


--MESSAGE FILE 20129 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 

0005հեռԼւ. html 

Path: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?1SO-2022-JP?B?GyRCI0MjTyNNJVOhPCVIJESKRCQKJEY 8QRsoQg==?= 
=?1SO-2022-JP?B?GyRCTGQbKEI=?= 

Date: Sun, 27 Apr 1997 23:20:07 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 25 

Message-ID: <redbug$ff8d19970427232007@news1.scei.co.jp> 
References: <33631143.6D56@bb.mbn.or.jp> 
NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 

playstation.ny.beginners.qa.etc ¿SBSN;¿ (B 

<33631143.6D56@bb.mbn.or.jp> ¿$B$K$*$$$F¿ (B 1997/04/27/ 17:41 ¿SB:"!" (B 
nami <nami@bb.mbn.or.jp>¿SBS5Ss$SO=qS-S*S7S?!#¿ (Ց 


>¢SBSOS8SaS*S7SF! !:G6aF~2q$7$ 2?GHI?SCSFSSSESHSNSGS9! #3 (1 
ESBSOS8SaS*S7SF! #3 (BRedBug ¿$B$GS9!#; (B 


ա 


>¿$B<+J, Sh#CHOFMHISKS*S&S9! "#CHOFMH2ZSKSOSGS° $, SDSIS, $C$F$$$^$9$, 1" (B 
>i SBECHO#M#1Sr9UuS9SFSKSDSIS.$+5 (SKSHS*%SE&S98, ;HS ($: ! 'R#C#O#M#2SK; (B 

>¢ SBSDSIJSOSHS=SN8eSK!V%S] !<SHS,3+S+S1SFSSS*°S9!WSHSSS&%a%SC%S; |ՀՏՑՏ, ¿(B 
>ESB=PSF:SSj5S°S9! #2 (B 


MS-DOS ¿SBSNAkSr3+S-SCS$SQSJS7SKS7SFSSS“S;SsS+!)¿ (B 


¿i $B$"$H!"%b%G%` $r$D$J$.D>$7$?7$H$-$K!"; (B 

ESB! VS3%SSsSHSm!<SkSQSMSk!WSN!VS7S9SFS° !W$rI=<($7!"¿ (B 

¿i $B!V%G%P%$%9%^%M!<%8%c!W$r!V@\B3JL$KI=< (!W$7$?>e$G!V99?7!W$9$k$H¿ (B 

¿i $B$&$^$/$$$/$+$b$7$1$^$; $s!#!J:F5/F0$h$j$0%^37$G$7$9g!) !K¿ (B 
ESB!t$A$JŠ_ŠK$3ŠNJ}K!$O!"30It@\B3$7$?#M#O%I%i%$%V$rė (BWin95¿$B5/F08e$K¿ (B 
¿$B!tCEE8;F~$1$?$J$7$?>19g$K!"8e$+$iG'<1$5$; SkSNSKSb; ԷՏ ($^$9!#¿ (B 


Beginner's Forum Leader 

RedBug ¢SB%Sa!<%SkS"SIS1%9>C<:Cfz (B 

--MESSAGE FILE 20129 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O5html.html 


--MESSAGE FILE 20130 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0006htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Taisuke Fukuno" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: coml1;$B%]!<%HSXSNJ#?t5 ! 40@\B3SKSDSSSFSN<ALdz (J 

Date: 27 Apr 1997 19:06:52 GMT 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <01bc533d$c6d21b20$274aefca@lab.miyako.co.jp.miyako> 

References: <01bc5165$68b88080$1393dbca@FMVT20.InfoWeb> <freak$93b819970426021619@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 202.239.74.39 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS9z (J 


¿SBNkSrSDS$S1S?G-¿ (J <freak@qa2.so-net.or.jp> wrote in article 
<freak$93b819970426021619@news1l.scei.co.jp>... 
> "¿SBI)C+¿ (J ¿$BF)¿(J" <fwhz6250@mb.infoweb.or. jp>zSBS5SsSO=qS-S*S7S?! #2 (J 


>ES$BS7S5S5"Sk%S] !<SHSrA}@_$;$:SK!"@ZS 5495 (40$r;HSCSF! "9u#P#SSH! "#A#r#t SE (Մ 
>i ŞB#P#a#d$G!"#C#o#mi (J1¿ SBSr6&M-S9SkS$S3SHSO!"2DG=SGS7$gS&S+!)¿ (J 


Vv v v 


¿SBS&SASb;wS?S$ShS$S&SJ>uBVSGS9!#¿ (J 

COM2¿ $B$rFbIt$G%b%G%` $, ;H$C$F$$$F!"¿ (J 

¿$B9u¿ (JPS¿$B$O¿ (JCOM2¿ $B$NJLL>!J!) ! Kz (JCOM4¿ $B$r3d$jEvV$F$F$$$^$9!#¿ (J 
¿SB$G!"¿ (JArtPadIIz$BS$bz (JCOM4¿$B!#¿ (J 
ArtPadII¢SBSH9U#P#SSO@ZS$ jBXS (SF;HSCSFSSS*S7S?! #3 (J 
ArtPadII;$B$05/F0; ~SKS$DSJS$, ՏՇՏԲՏՏՏՄՏՏՏԱՏԵՏ՞Տ/ՏՏՏԻՏՄՏՏՏԻՈՏԵՏՇԼ" Հ (J 
ControlPanel - :$B%7%9%F%° SG!"%0!<%I%&%'S"4D6-SrA} SdS7SFSASCSF!I"3 (J 
ArtPadIIz¢SB%b!<%ISH! "9u#P#S%b!<ZSISKS7S*S7S?! #3 (J 

¢SB5/F0; ~SKA*BrS$7SJIS1S1SPSSSISISSSNSOLLE] $G$9S,!"¢ (J 

¿SB;HS (SkS@S1SGSbSSSSSd!&!&!ESH! #2 (J 


¿SB:#SO¿ (JArtPadI1Iz$BSOJLSN%*°S7%SSKO\S7SF!"3 (J 
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COM4 2 SBS0¢ (UCyberShot;¿SBSH9u#P#SSr@ZSjBXS (SF; HSCSESSS“SO! #2 (J 


#2 SBSOSYSFSN860xS0z (JCOM1 2 SBSNS7%S5S"SkKS*°SESISKS"Ske (J 
#PS/2¿$B$, $I$<$+$D$V$5$I$F$$$k!"2f%^%6!<%\!<%I¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 

http://sariel.miyako.co 

--MESSAGE FILE 20130 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O6html.html 


--MESSAGE FILE 20131 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-jp?B?GyRCJCYkQyQrJGpHSEo/GyhK?= <nami@bb.mbn.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCIOMJTyNNJVOhPCVIJESkRCOKJEY 80RSoSgOKCOkbJEJMZBsoSg= 
=?= 

Date: Tue, 29 Apr 1997 01:58:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <3364D739.42A7@bb.mbn.or. յք» 

References: <33631143.6D56@bb.mbn.or.jp> <redbug$Sff8d19970427232007@newsl1.scei.co.jp 
> 

NNTP-Posting-Host: 202.217.106.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


éESBS3SsSPSsSO!!GHI?SGS9! #2 (J 
ESBS"SISPSSSIS"SIS, $H$a$4$6$$$^$9!# (J 


> MS-DOS ¿SBSNAk¿(J(¿J¿SBS-SCSOSJS7SKS7SFSSS“S;SsS+!)S@SSS?SS=*SoSiS;SFSdSCSFSkSH;WS 
SS*°S9l#2 (J 


> ¿$B$"$H!"%b%G%`$r$D$J$.D>$7$?$H$-$K!"¿ (J 

> ¿$B!V%$3%s%$H%m!<%$k%QO%M%$Sk!W$N!V%$7%9%F%` !W$rI=<($7!"¿ (J 

> ¿$B!V%G%P%$%9%^%M!<%8%c!W$r!V@\B3JLŠKI=< (!W$7$?>e$G!V99?7!W$9$k$H¿ (J 

> ¿$B$&$^$/$$$/$+$0$7$1$^$; $s!#!J:F5/F0$h$j$0%^%7$G$7$9!) !KS3S1!!SdSCSFS_S?S1SISdSCS 
Q$j$@$a$G$7$?!#¿ (J 

E SB#D#O#SAk$G#D#J#S#E#T#U#PSr$d$C$?$i:F5/F0$7$F$b%]!<%H$, 3+$$$F$k$C$F$$$&; (J 
¿SB%a%C%; !<%8$,=PSAScS&$s$GS9S1SI!##dij#hs#e#t#ulpšSr2r=|$S9$Sk$hS&SJ;v$C$F!"¿; (J 
¿$B$G$-$k$s$G$9$+!)¿ (J 

2585) 1<%H!J#C#O#BM#2!KSr:o=|S7SF:F5/F0S9SkSH22$K$SbL5S+SC$?$+SNShS&$SK$AScSsSH;(J 
¿SBSDSJS$, Sk$šs$GS9S$S1S$SISM!<!#SdSCS$SQSj)<+J,SN@_DjS$, S*#S+S7SSSHSGS9SM!<!#¿ (J 
¿SB%SQ%=%3%sSNCf?HSK>NS7S/SJSSSNSGShS/SoS+SjJS °S;SsS, !#¿ (J 


¿$B$H$J$"$($:!!$"$J$, $H$4$6$$$^$7$?!#¿ (J 


¿$B!V$&$C$+$JGHJ?!W!!¿ (Jnami@bb.mbn.or.jp 
--MESSAGE FILE 20131 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O7html.html 


--MESSAGE FILE 20132 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0008html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kitahara" <kitahara@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: SANPLE¿S$SBSW%$m%0%Si%`$,F0$+$SJSS¿ (J 

Date: 28 Apr 1997 17:35:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <0lbc53faSlcbhe6360S4f9584d2@gx-pro6180> 
NNTP-Posting-Host: 210.132.149.79 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿ S$BSM%SCSH%0! <3/=i?4<Tz (J&DOS/Vz SB=i?4<TSGS9! #2 (J 
¿ SBSISKSbSG$-SIS/SFS3S°SCSFS*S9! #2 (J 
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¿SB%5%s%W%k%W%m%0%i%`$, !"<B9T$G$-$^$;$s!#¿ (J 
siocons¿SB<B9TS9SkSH;¿ (J 


C:\PSX\SAMPLE\CHECK>siocons 
¿[36;1msiocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type ¿[7m Fl ¢[0;36;1m ----» display help 
when hung up try type ¿[7m ESC ¿[Om 
I/O addr 0203Բ8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE 9600 


Connected CIP 

Communication baud rate 9600 bps 

OK 

>> 

¿ [32mAuto[3]:¿ [0m auto 

main | .text] address:80140000-80140b7f size:000b80 


¿SBSGSHS*SCSFS7S“SS!"¿ (Jesc $B%—!<0J302?$Sb<uS1IUS1$JI$/S$ISj$*S9!#e (J 
esc¿$B%-!<$r2!$9$H!"¿ (J 


main | .text] address:80140000-80140b7f size:000b80 Terminate 
by user! 
C:\PSX\SAMPLE\CHECK> 


¿SB$H$J$j$2$901J)¿ (Ups¿$B%$3%Ss%=!<%k$O!"¿ (J 


BINARY DATA TARNSFER - BWR 

ADRS = 80140000 

SIZE = FFFFFEFF BYTES 

INTO BURST TRANSFER SUM:00 O/FFFFFEFF BYTES 
DONE. 


éSBSHI=< (S$5S1S*S9! #2 (J 

WIN95 MS-DOS; SB3WSm%s%WSH>eSGFOS+S7SFS*S9!#3 (J 
ANSI.SYSzSBSN%P!<%8%g%s$0O!"@) :nF|¢ (J ESBITL@!"9927F|;~2 (J 
¿SB#1#9#9#5G/#1#07n#3F|SGS9;¿ (J 

¿SBC/S+65S (SFSSS?S@S1S2Si9,SSSGS9!#¿ (J 


--MESSAGE FILE 20132 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O8html.html 


--MESSAGE FILE 20133 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 

0009htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?I1SO-2022-JP?B?GyRCIOMjJTyNNJVOHPCVIJESkKRCOKUJEY 80RsoQg==?= 
=?1SO-2022-JP?B?GyRCTGQbKEI=?= 

Date: Wed, 30 Apr 1997 10:02:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <redbug$ff8d19970430100208@news1.scei.co.jp> 

References: <33631143.6D56@bb.mbn.or.jp> <redbug$Sff8d19970427232007@news1l.scei.co.jp 

> <3364D739.42A7@bb.mbn.or. յք» 

NNTP-Posting-Host: 133.130.133.36 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#;¿ (B 
ESBOZMOItSN2~9TOLCVIQ99ISTSFS*S9!#¢ (B 


playstation.ny.beginners.qa.etc ¿SBSN;¿ (B 
<3364D739.42A7@bb.mbn.or.jp>¿$B$K$*$$$F;¿ (B 
1997/04/29/ 01:58 ¿$B:"!"$&$CS$S+$jGHJ?¿ (B <nami@bb.mbn.or. jp>zS$BS$5$s$O=q$-S*S7S?! #2 ( 


B 


>> ¿SBS"SH!"%b%G%`Sr$DSJS.D>S7$S?SHS-SK!"¿ (B 
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>> ¢$B!V%3%s%H%m! <%k%Q%M%k ! WSN! VS7S9SF%° !WSrI=<(S7!"3 (B 
>> SBI VSGSP%3$%9%°SM!<%8Sc!WSr!V@\B3ILSKI=< (!WS7$?>eSG!V9977!WS9SkSH; (B 

>> ¿$B$&$^$/$$$/$+$b$7$1$^$;Ss!#!J: Ն ՅՐՆ ՐՆ 
>eSBS3$1!!Sd$CSFS_S$?S1SISdSCSQSjS@SaSGS7$?! #2 (B 

>i $ŞB#D#O#SAkSG#D#J#S#E#T#U#PSr$d$C$?$i:F5/F0$7$F$b%]!<%H$, 3+SSSFSKSCSFSSS&z ( 
>2$B%a%C%; !<%8S, =PSASCSESSSGSOSIST! ##d# j4#s#edt HudpSr2r=|S$9S$kShS$&SI; VSCSF!"¢ ( 
>¿S$SBSGS-SkS$SsS$SGS9S+!)¿ (B 


ww 


djsetup.bat 2$BS,S$dSCSFSk; vSO4D6-JQ?t$H%Q%9SN@_DjS@SISTSNSG!"%]!<%HSNG'<132 (B 
¿SBSHS+$K4X78SOSJ$SSOS:!"SJ$sSGS95S, !&!&!&¿ (B 


>¿$B$D$J$, SKk$s$GS9$1SISM!<!#$dSCSOSj<+J, SN@_DjS$,$*S+S7SSSHSGS9SM!<!#2 (B 
>¿SB%$SQO%S=%3%sSNCf?H$SK>NS7S/SJSSSNSGShS/SoS+$SjS%S;SsS, !# (B 


ESBS"SH!"3b%G%° SN=i4 | 2=%33*%s%IAwSCSFS*S9!) 
¿SBS= t ons a 5 s 5 a PDPP 


ESBS"!"S*S&S9SHSNSDSJIS .49S ($OLABJL5$/=PMh$k$s$G$7$g$&$+!)¿ (B 
¿SBLdBjJL5$/=PMhSk$s$GS$S7S?Si!"<!A1SN:VSHS7SF!"#D#O#SAK; Վե» SO (B 
RS-232C¿$BQG@ZS$3jJBXS (40$r; HSCSFS*°%&%9SHOAZS IBXS (SkSH$SS$S$&<j$Sb$"$j$*S91!1#¿ (B 
ES$B!tI,$:$&$*S/SS$S/SHS$S&T] >ZSO=PMh$*S$;Ss!#$9$_$°S$;$s$, !#¿ (B 
¿SB!tC/S+@ZSjBXS (4o;]SCSFSk?MS,SSS?Si;nS59;SFSbS$SiS&SNS, SSSS$GS7SgS&!#¿ (B 

RedBug ¿SB%a!<%k%"%I%1%9>C<:Cf;¿(B 

--MESSAGE FILE 20133 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
O9html.html 


--MESSAGE FILE 20134 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "fujita" <hatamoto@venusdtinet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: gSB#¥G#D#BS,;_SkSh!IA!"STS&SKS+S7SFS*S/S1S@Shz (J 
Date: 1 May 1997 17:53:32 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <01bc5657$a24363005$148c84d2@default> 
NNTP-Posting-Host: 210.132.140.20 

X-Newsreader: Microsoft Internet News 4.70.1155 


éESBHGHD#BSr; HSCSFSSSFE!"S9SFS eee ՐԿ SGSF¿ (J 
ESBESCESG;_S$*SCSFS7S*S&SNSGS9S, !"SIS&STSFSGS9S+!) 
S SBCNSCSFSSSkSRSHSOSIS&S+!"S*S75 (SFS/SQS5SS! 43 (J 


tfujita@ga2.so-net.or.jp 


—-MESSAGE FILE 20134 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
10html html 


--MESSAGE FILE 20135 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0011html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: SANPLE=?ISO-2022-JP?B?GyRCJVclbSUwJWkl1YCQsRjAkKyRKJCQObKEI=2?= 
Date: Fri, 02 May 1997 08:11:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970502081100@news1.scei.co.jp> 

References: <Olbc53faS$lcbe6360S4f9584d2@gx-pro6180> 

NNTP-Posting-Host: 210.136.1.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! !S3SsSKSASO! #2CLGSGS9! #2 ( 


= 


"kitahara" <kitahara@ga2.so-net.or.jp> wrote: 
> BINARY DATA TARNSFER - BWR 

> ADRS = 80140000 

> SIZE = FFFFFEFF BYTES 
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> INTO BURST TRANSFER SUM:00 O/FFFFFEFF BYTES 
> DONE. 


¿SB!!860x$O0$h$/$0o$+$i$J$$$s$G$9$, !"¿ (B"FFFFFEFF BYTES"; SBSHSSSE&S5NS, ¢ (B 
ESBSSSKSISIS*SO!L#S3SSSQSSSKSOSES* aa WS&SNSG!"3z (BCOM: $B%] !<%HSNz (B 
¿SB@_DjS$S,S*S+S7SSSNS+SbS7S1S“S;Ss!# (B 
¿SB!V%$7%9%SF%` SN$SW%$mSQ%$F%S#¿ (B—>COM1 2 SBSNSWSMSQSES#! WSGSAS'SCS/STSFS_SFS/S@z (B 
ESBS5SS! #2 (B 
éSB!!LrSKN)S?SISSS1S9SGS4SaSs! #3 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


-—-MESSAGE FILE 20135 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
llhtml.html 


--MESSAGE FILE 20136 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0012htm1. html 

Path: chuka. playstation. co.uk!news1.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: SANPLE=?1ISO-2022-JP?B?GyRCJVclLbSUWIWkLYCOSRIJAKKyRKIJCQbKEI=?= 
Date: Fri, 02 May 1997 18:08:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <yasunaga$1f£7219970502180849@news1.scei.co.jp> 

References: <Olbc53faS$lcbe6360S4f9584d2@gx-pro6180> 

NNTP-Posting-Host: 202.247.160.99 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ESBS3SSSKSASO!"¢ (BMr.K¿SBSGS9!#;¿ (B 


¢ SB2DG=@-SHS7SFSO!"%\!<31!<%HS, AaSS$+!"#D#O#SSNMS@hEYS, Dc$$$+SGS9SM! #2 (B 


ESBS?S@!"S\!<S1!<SHSOz (B9600bps¿$BSGS9SNS$G!"S3S10J>eCY$S/S7SFSbO0UL#S,L5SSSNSG!" (B 
¿SB#D#O#SSNMSQhEYSr$S"$2SFS_SFS/S@S5S$SS!#¿ (B 


DOS prompt ¿$BŠNSW%m%Q%F%#ŠN: (B[¿$B$=$NB>; (B] —>[¢SBB>SN3WSm30%i%* SNMS@hEY: (B] ¿SB$rDc 
$/¿ (B 
¿SBS9S1SPSSSSS+SH;WSSS“S9!#¿ ( 


ե) 


2$B;n$7SFS_SFS/S@S5SSSM! #2 (B 


program ¢SBSU%) !<%i%° S4!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : ԱԱ ԱԱ 01 ե: 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20136 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
12html html 


--MESSAGE FILE 20137 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0013htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “kitahara" <kitahara@ga2.so-net.or.jp> 
Newsgroups: playstation.ny. rn ery qa.etc 

Subject: Re: SANPLE; SB%W%m%0%i%°>$,FOS+SISS¢ (J 

Date: 4 May 1997 19:39:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01lbc58c1S$c3ca9fe0SLocalHost@gx-pro6180> 
References: <Olbc53faSlcbe6360S4f9584d2@gx-pro6180> 
NNTP-Posting-Host: 210.132.149.74 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SsSSKSASO; (Jkitaharaz$SBSGS$9¢ (J 


ESBSGS-S*S7$?l#e (Մ 
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From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Wed, 06 May 1998 14:45:23 +0100 

Organization: Intelligent Research 

Lines: 21 

Message-ID: <35506973.A00F10E1@hinge.mistral.co.uk> 
References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> <3550645A.58FB@writeme.com> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


James Rutherford wrote: 


Jim wrote: 


> Still I'm not sure what to do with the psx, throw it from the top 
> floor window. Microwave it? I may try throwing it from the back of a 
> flat bed pickup, travelling at 70 down the M4. Suggestions? 


Why not hire a vicar any bury it in the garden peacefully as a mark of 
respect of its dutiful, faithful service to the end? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


A light finger-buffet would probably also be appropriate. 


Put it to rest New Orleans style - I always thought that sequence in the 
James Bond movie (Live & Let Die?) was fantastic...what a way 
to go. 


> James. 
Craig. 


—-MESSAGE FILE 2140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00843 


—-MESSAGE FILE 2141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000844 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: 6 May 1998 14:13:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6ipr70Sjpr37@chuka.playstation.co.uk> 

References: <6invjj$Sjpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6ipcbl$jpr34@chuka.playstation.co.uk> 

NNTP-Posting-Host: n24.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6ipcbl1$jpr34@chuka.playstation.co.uk 


"Steve Dunn" <steve@backroom.tm> wrote: 
>>> Commando (Ocean?) 
> I think it was Elite (In Walsall) 


>Anyone remember 'bounder' ? I'm working(very slowly) on a 3D variant of it օո 
>the Yaroze. 

> 

>Steve 


bugger, so was I(you are talking about the Gremlin Graphics one right?). 
(althogh I forget how the game played so mine will probably turn out quite 
different :) ) 


—-MESSAGE FILE 2141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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¿SB860x$OS“SCS?S/SOS:S+S7SSS3SHSJSsSGS9S, !"¿ (IpszSBB&SNDL?.%] !<SHSN%S3%M%/¢ (J 
¿$B%?!<$, ¿(J 

2$B1|$*$G; I$5$C$F$$$JS+$C$?S3SH$_S$?SSS$SGS9!)¿ (J 
éSB!I¢(JConnected CIP...... "; SBSH=PSFSSSkKSNSGShS$/3NS+SaS$SJIS+SCS?SNSGS9! #3 (J 
¿SBS"SH¿ (Jsiocons;SBSNJ8; z2=S$1S0; (Jconfig.syszSBCfSN¢ (J 

devicehigh=C: \WINDOWS\ansi.sys 

ESBSNOTSNCESKShHS1SSSI#1I98; z$,F~SCSFSSS*S7S?! #3 (J 

¿SB<+J, SN3NG' $ %9SGS9SM!"STS&SbH$S9S_S*S;Ss! #2 (J 


¿$B2CLg$5$s!"¿ (JMr.K¿$B$5$s!"$I$&$b$"$j$, SHS&S4SESSS*SO! #3 (J 
¿$B$3$1$+$i$bJQ$J<ALd$r$9$k$+$b$7$1$^$; $s$, !"$I$&$+$h$m$7$/$*$M$, $$ (J 
ESBS7TS*S9!#e (J 

kitahara kitahara@ga2.so-net.or.jp 


—-MESSAGE FILE 20137 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
13html.html 


--MESSAGE FILE 20138 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0014html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "kitahara" <kitahara@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: zSBSG$-$%*S$7$?¢ (J 

Date: 4 May 1997 19:39:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <01bc58c2$336e5620SLocalHost @gx-pro6180> 
NNTP-Posting-Host: 210.132.149.74 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SsSSKSASO; (Jkitaharaz $BSGS$9¢ (J 


ESBSGS-S*S7S?!#¢ (J 


¿SB860x$OS“SCS?S/SOS:S+S7SSS3SHSJSSsSGS9S, !"¿ (IpszSBB&SNDL?.%] !<SHSN%S3%M%/¢ (J 
¿SB%?1<S,¿ (J 

¿SB1|$^$G; I$5$C$F$$$I$+$C$?$3$H$_$?$$$G$9!)¿ (J 
¿SB!T¿ (JUConnected CIP...... ": SBSH=PSFSSSKSNSGShS/3NS+SaSJS+SCS?SNSGS9! #3 (J 
¿SBS"SH¿ (Jsiocons; SBSNJ8; z2=S$1S0; (Jconfig.syszSBCfSN¢ (J 

devicehigh=C: \WINDOWS\ansi.sys 
ESBSNOTSNCESKSHS1SSST#108; Z$, F~SCSFSSS*S7S? #3 (J 

¿SB<+J, SN3NG' $ %9SGS9SM!"STS&SbH$S9S_S*S;Ss! #2 (J 


¿$B2CLg$5$s!"¿ (JMr.K¿$B$5$s!"$I$&$b$"$j$, $H$&$4$6$$$^$9!#z (J 
¿$B$3$1$+$i$bJQ$J<ALd$r$9$k$+$b$7$1$^$; $s$, !"$I$&$+$h$m$7$/$*$M$, $$: (J 
ESBSTS*$S91 #2 (J 


—-MESSAGE FILE 20138 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
14html.html 


--MESSAGE FILE 20139 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0015htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?1SO-2022-JP?B?GyRCJEckLSReJDckPxsoQg==?= 
Date: Mon, 05 May 1997 06:33:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970505063302@news1.scei.co.jp> 
References: <01bc58c2$336e5620SLocalHost@gx-pro6180> 
NNTP-Posting-Host: 210.136.1.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


"kitahara" <kitahara@ga2.so-net.or.jp> wrote: 
>ZSBSGS-S*S$7$?!#z (B 
> 
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>2$B860xS0$*S$C$7$/S$0$:$+S7SSS3SHSISsSG6S$9S, !"¿ (BpszSBB&SNDL?.%] !<SHSN%33M%/32 (B 
>¿$B%?!<$,¿ (B 
>¿$B1|$^$G; I$5$C$F$$$I$+$C$?$3$H$_$?$$$G$9!); (B 


éSB!!ShS+SCS?SGS9!#S3S&SdSCSFS—-SASSSH8 60x! u2r7h%1%] !<%HSr=qSSSFSbSiS&SH:; (B 
¿SB=uS+$jS *S9!#¿ (B 


>¿SB2CLgS5S$Ss!"¿ (BMr.K¿SBS5$Ss!"SIS&SbS"S3jS, Ş$H$&$4$6$$$^$9!# (B 
>¿$B$3$1$+$i$bJQ$J<ALd$r$9$k$+$b$7$1$^$; $s$, !"STS&$+ShSm$7$/S*SMS,S$2 (B 
>E $B$7$^$9!#z (B 


¿SB!!SOSS!"S,SsSPSCSFS/S@S5SS!#S*“S?22?SGSb<ALdS7SFSM!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 20139 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
15html.html 


--MESSAGE FILE 20140 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0017html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-jp?B?GyRCJCYkQyQrJGpHSEo/GyhK?= <nami@bb.mbn.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCIOMJTyNNIJVOHPCVIJESkKRCOKJEY 80RsoSgO0KCOkbJEJMZBsoSg= 
=?= 

Date: Tue, 20 May 1997 21:47:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33819D67.1D92@bb.mbn.or. յք» 

References: <33631143.6D56@bb.mbn.or.jp> <redbug$Sff8d19970427232007@newsl1.scei.co.jp 
> <3364D739.42A7@bb.mbn.or.jp> <redbug$ff8d19970430100208@news1.scei.co. յք» 
NNTP-Posting-Host: 202.217.106.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBS3Ss$P$s$0! !S&SCS+SjIGHI?SGS9! #2 (J 
2$B:G6aKk; $7$/$FA4A3%0%=%3%8? (SCSFS*S;SsSGS7S?! #3 (J 


i SBHECHOHMS ] !<SHS, 3+$-SCSQSITSTSN70S$G$9S1$1!"9uS9SFSr7R$$$@S3SHSKShHSkSbSNz (J 

é SBSGSOSISS$$_$?SSSG$9! #2 (URedBug SBS5S$s$9SS$*S;Ss!#e (J 

ESBSISS$+%$%S%? !<SMSCSHSKTRSO!!S*S?$0%b%GS° Sr; HS&Sh$ &SIS3$H$r$9Sk$Hz (J 
¿SB3+$S-SCS$SQSJS7SKSJSkShS&SGS9!#¿ (J 

éSB:#$°SG! !3$%3s%?!<3MSCZH@\B3! ] 9uS9SFE@\B3! ] TaDL$KSQ%=%33%s! !SHS$$&%0%?!<Ss¢ (J 
¿SBS@SCS?SNSGSoS+SiSJS+SCS?SGS9!#¿ (J 


2 SBSGSb2r>C$9$kI}K! $03] !<%H$r:0=|$7$F:F5/FOS7S+I, $+$J$^$; $s!#¿ (J 


ESBS*S"S*S*SHS=SNSHS3S$m$, 8+$ ($?5$$,$7S*SISNSGSHSjS"S (S:#s#cted#i$t+#m#tsSKIISSSFS_ShS$éE$ 
+SH¿ (J 

¿SBS*SBSCSESSS*S9 #3 (J 

ESBCYS/S$ISjS°STSFS9ISSS*S; SsSGS7$?! #2 (J 


¿SB!VS&SCS+SjGHJ?!W!!¿ (Inami@bb.mbn.or.jp 
—-MESSAGE FILE 20140 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
17html.html 


--MESSAGE FILE 20141 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0018htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCJCYkQyOrdJGpHSEo/GyhK?= <nami@bb.mbn.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCNF YwYyQouUF 4kNyQ/GyhK?= 

Date: Tue, 20 May 1997 21:50:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 
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Message-ID: <33819E25.4BB4@bb.mbn.or. յք» 

References: <33631143.6D56@bb.mbn.or.jp> <redbug$Sff8d19970427232007@newsl1.scei.co.jp 
> <3364D739.42A7@bb.mbn.or.jp> <redbug$ff8d19970430100208@news1.scei.co.jp> <33819C7 
C.24CF@bb.mbn.or.jp> 

NNTP-Posting-Host: 202.217.106.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBAVOcS ($?SdSDSOSIS&SASCSF>CS9SSSGSTSgG$&S$+!) E(T 
éESBSI$s$+#2SDSbAWSCSFS7$*SSS*°S7$?! #2 (J 


¿$B!V$&$C$+$JGHJ?!W!!¿ (JInami@bb.mbn.or. jp 
—-MESSAGE FILE 20141 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
18html.html 


--MESSAGE FILE 20142 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0019htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCNFYwYyQoJUF4kNyQ/GyhK?= 

Date: Tue, 20 May 1997 23:22:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3381B3B6.7E5@ymg.urban.or.jp> 

References: <33631143.6D56@bb.mbn.or.jp> <redbug$ff8d19970427232007@news1l.scei.co.jp 
> <3364D739.42A7@bb.mbn.or.jp> <redbug$ff8d19970430100208@news1.scei.co.jp> <33819C7 
C.24CF@bb.mbn.or.jp> <33819E25.4BB4@bb.mbn.or. jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éESBS&SCS+SjGHI?¢ (J wrote: 

> 

> ¿$B4VOc$ ($?$d$DSOSIS&SdSCSF>CS9SsSGS7SgS&S$+!)¿ (J 
> ¢~SBSISsS+#2SDSbAWSCSFS7S*SSS°S7$?! #2 (J 


2$B!!:0=|$782?$$5-; vSrA*Br$7!"2 (J 

ESB! !!VIT=8!WSaSK%Se!<S+Si!VSaSCS; !<%8$r<h$j>C$9!W$G>C$;$^$9!# (J 

—-MESSAGE FILE 20142 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
19html html 


--MESSAGE FILE 20143 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0020htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ccangel <ccangel@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCI1AjQyM5I zg5dSVXJWw1lOSVGJE4 1OyVDJUg1IiVDJVckLCRHJCOkXiQ 
7 THMbKEO=?= 

Date: Thu, 22 May 1997 03:06:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <338339A6.4ACA@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.183.142 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


é SBS3$N5—; v$r3+SSSFSbSiSCSFS"SjS$, SHS&S4S6SSS*S9! #3 (J 
ESB8=:_!"9usWS1S9SFS,FO:n$S7SFSSS$*S;S$s!#%U%) Sm! <SrS*4jSSS7S*S9l#e (J 


¿$B4D6-¿ (J 
¿SB#P#C#9#8#2#14#C#X#2!J%S-sc%ss%sS!<!K; (J 


Net Yaroze newsgroups message dump.txt Page 13594 
¿SBs%sasb%j!<!!#1#6#M;¿ (J 
¿SB#O#S!!#W#I#N#9#5¿ (J 
ESB8=:_SO!"S$5!<SPS+Si¢ (J 
GO32.EXE, GDB. EXE, HSS, HSS384, SIOCONS.EXE, LOAD .EXE, DLOAD.EXE, DSAVE.EXE, GO. EXE, TBRAK.EX 


E 
¿SBSN%U%S!SSSkSO#P#C#9#8MOSH8r49S7S7S7S?!#¿ (J 


¿SBLOQBjJEQ#1!'#ARN#S#I!%S#S8#Y#SSN%SUS!SSSkS,S"TSJjS*“S;Ss!# (J 


¿SB!!#RATNE#SH#I!S#SREY#SSNSUS!SSSkS$, #W#I#N#9#5!J#P#C#9#8MOS"SCSWS0S1!<%$I!KSN#C;¿ (J 
éSBEDFREO#MSKSHSMSCSHSdS$mS$ &$<%=SUSH3+H/MOSGSH#S9%S/SKSHS"SIS*S; Ss! #SISASISGF~2 (J 
ESB<jSISISPNISSSGS7SgS$&S$+!)e(T 


ESBLABIECH2 | #MHAHKHEST<BOTSISKSHHTHCHC ! JS 21 <S\#CI\I\SNS3%S%Q8S%i! <I KSGB=! <2 (J 
ESBSISISISHSLS3SSSOSS SKS TSESTS“SSS*SOI HE (J 


LSB! ! #THCHCSN%QO%9Sr:0=| S7SF#MHAFK#ES r<BOTS 9SkSHSWSMS0SiS* % ($i !| <SG#M#SH#D#O#S¿ (J 
¿$B$r6/Q)=*N; $9$k; v$K$J$J$^$9!# (Մ 


¢ SBB>SKSbLGBIEGS, $"$j$^$9$, !"OTJ>eSNLGBIE@SN2r7hJ}K!$r65$ (SFS/S@S5SS!#S*S271"3 (J 
éSB@bL@ITB-SISHS$3$m$, $"S$k$+$b$7$1$%S;$s$, Sh$m$7$/!"S*4jSSSsses7s*sol#e (J 


¿$B> 

;31!2B9(¿ (J 
¿SBE 

15~!!1)ED¿ (J 
1997 


/05/22 03:10 
-—-MESSAGE FILE 20143 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
20html.html 


--MESSAGE FILE 20144 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 

0021html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?1S0-2022-JP?B?GyRCI1AjQyM5Izg5dSVXJIWw1lOSVGJE410xsoQg==?= 
=?1SO-2022-JP?B?GyRCJUUM1LSCUiJUM1VyQsJEckLSReJDskcxsoQg==?= 

Date: Fri, 23 May 1997 16:39:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <yasunaga$1f£7219970523163957@news1l.scei.co.jp> 

References: <338339A6.4ACA@ta2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.160.140 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


éESBS3SsSSKSASO!"¢ (Bccangel¿$B$5$s!"¿ (BMr.KzSBSGS9!#¢ (B 


>¿SBLdBjJEQ#1!'!#ATN#SHI!S#SS#YFfSSNSUS!SSSkS,S"TSJS“S;SSs!#; (B 
> 
>2SB!! #A#N#S#HI ! S#SH#Y#SSNSUS ! SSSkS, #WHIFENH OHS ! THPHCHIFSMOS"SCSWS0%1!<SI!KSN#HC3 ( 
>; SBED#RHO#MSKSDSMSCSHSdS$m$ &$<S=SUSH3+H/MOQSGS#S9%S/SKSHS"S5IS*S;Ss!#SISASISGF~ 3 ( 
>¿SB<jS$S9S1SPNISSSGS7SgS&S+!)¿ (B 


(B 
B 


ANSI.SYS ¿$BS$SO!"%(%9%1!<%W%7!<%1%s%94X78$N%$G%$P%SS$%S9%SISiSS$SP$G$9SN$SG!"%$+%Si!<$,¿ (B 
ESBI=< ($5$1$J$+$C$2$ j$ 9$k2DG=@-$O$"$ j$*$9$, ! "FO :n$KCWL?E*$J; Y>c$r$-$?$9$b$N$Gz (B 
Z SBSOSTSSS+SH; WSSS*S9!#S*S?! "#948372 j ! <3: SOS" SkDXEY3GU%) 3k3H$G35%] !<%$H$7$FS$; (B 
SSBSKSNSG! "I, MWSISSSNS+SD$7515°S; Ss! #945 7%4!<%:$G$Oz (BANSI. SYSz$BS$O$J$/S$FSbDF0$/$+¢ 
(B 
ESBSNS+SHS7$1S%°S;Ss!#z (B 


ee ee Ր =!<; (B 
>ESBSISISISHSLS3SSSQOSSSKSTSESTS“SSS“°S9! #3 (B 
> 


>2SB!!#THCHCSNSQ%9Sr:0=|$7SFHM#AFK#ES r<BITS 9$kSHSWSMS0Si> % (Si! <SGHEMHSHDFOFS: (B 
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>¿SBSr6/@)=*N;S9Sk;vSKSJSjJS S9!#¿ (B 
¿SB%$M%$C%$HŠdSmS&S<SN3+H/4D6-S$SO!"A4SF¿ (B GO32 ¿$B$r2p$7$F5/F0$7$^$9!#=>$C$F!"% (%i!<$,¿ 


(B 
¿$B=P$k>19g!"¿ (Bdjsetup.bat¿$B$r<B9T$7$F$J$$$3$H$, 9MS (SiS1S*S9! #3 (B 


2$B%0%9$r:0=|$7$?7S"SH!"5/FOS9SkS*S ($K; (Bdjsetup.batz¢$B$r<B9TS7SFS_SF!"z (Bset ESBS3%% 
%s%Ic¿ (B 
z SBSG4D6-JQ?t $r3NG' $7SFS_$*°S7SgS6! #2 (B 


program ;:SB%SU%) !<%i%° S4!<%@!<z;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20144 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
21html.html 


--MESSAGE FILE 20145 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0023html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: gSB#G#D#BS,;_SkSh!A!"SIS&SKS+S7SFS*S/S1S@Shz (B 

Date: 23 May 1997 09:04:40 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 19 

Message-ID: <5m3mj8Sdgg@newsl.scei.co.jp> 

References: <01bc5657$a2436300$148c84d2@default> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


<01bc5657$a2436300$148c84d2@default>zSBSN5-; vSKS$*SSSF¢ (B 
hatamoto@venusdtinet.or.jpzgSBS5$sSO=q$-S*S7S?!#¢(B 


>: SBEGHD#BSr; HSCSFSSSF!"S9SFSCZ3W<BOTSTSFSSSKSH! "#W#A#R#N#I#N#GS,SGSF¿ (B 
> SBESCESG;_S$*SCSFS7S*SE&SNSGS9S, I"STSESTSFSGS9S+!) 2 (B 
>¢ SBCNSCSFSSSkSRSHSOSTS&S$4+!"S*S75S (SFS/SQS5SS! #3 (B 


ESB%it$%Vbis j$, 18=\ -PNOSK> !<j$KS@S7$F$/$k*G!<%?$, $* Sb$$$C$-$ jz (B 
é$B<YKbS7SFS/$1$*S$9! #2 (B 


main ¿S$BSNF, $NŠ[S&SG;¿ (B 


close (0) 
close (1) 


¿SBSHS7SFS_SFS/S@SS5SSS!#¿ (B 


¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 20145 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
23html.html 


--MESSAGE FILE 20146 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0024html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: ccangel <ccangel@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?c2FtcGx1GyRCRjJjAkLSReJDckPyFjJJCIkaiQsJEgkJiQO0JDYkJCReJDckP yE 
JGyhK?= 

Date: Sat, 24 May 1997 07:50:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33861F4A.5A6E@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.183.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 
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ESBSSSSSWSKSZWSMSO0SILS > S,FO:nS7S*°S7S2! #2 (Մ 
2 SBS* @SOCSKSISCS 2 ՀԱՒ S#EKSSSS!I"#CHHHAFOHCHHHELSSSSS"S 5S, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ/5214չ (J 


£SB860xSO! "#9#8MOSN%=SUSH! J#GH#D#EB ! SHEFX#HE |! KEyYSNF~S1BXS (; ~SKSDSHSDSHSNSUS!3S$2 (J 
ESBSkK$, %j!<%I%*%s%j!<$@$C$?$?$a$K!"%=%U%H$NF~$1BX$($,9T$Oo$1$F$$$^$;$s$G$7; (J 
¿$B$?!#¿ (J 


2 SB=idbE*$J%_%9SGS7$?! #2 (J 


¿SBS“S?!"2?2?S+:SSCS?S3SHS,S"SCS?:]SKSO!"ShSmS7S/S*4jSSSSS?S7S%S9!#S"S3jS,SHS&¿ (J 
¿SB$4S6S5SS5S$7S7S?!#¿ (J 

¿SBE15-1)ED!!>.;3112 
B9(¿ (J 
--MESSAGE FILE 20146 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
24html.html 


--MESSAGE FILE 20147 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0025htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCJUTEhPCVWJIWskLCRAJGEkKSiROJCskSiQhISMbKEo=?= 
Date: Sun, 25 May 1997 02:36:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3387270E.19C4@ja2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.138.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


SIOCONS; $B$r$d$C$F$b!"%W%m%s%W%H!d!d$, I=<($5$1$*%S$; $s! #32 (J 
2$B:rG/Kv$*$G; HSCSFS?#9#8 | JSSS*SOF0S+SISS !K$GSOS&S$*S/9TSCSFS?SNSK!D! #2 (J 


ESBSASCSSSH#C#DS+Si! "#GHNFU! SHP#SH#XSNSUS) SKSESLTS3ST!<STS?PSTIN"E (J 

E$B!J5!<oS, #9#8$+$i!"; (JPanasonic; SBSN#L#E#T!G#S2 (J zg SBENHFO#THESKIQSOSCS?S$?Sa!Kz (J 
¿SB2hLL>eSK#9#6#0#0#b#p#sSCSŠFI=<(S$S,S"SjS$S%S9!#¿ (J 

éSBS3SCSASN;z (Jdjsetup.bat¿$B$O!"¿ (J 


@echo off 

set DJGPP=d:/yaroze/psx/djgpp.env 

PATH %path%;d:\yaroze\psx\bin;d:\yaroze\gnu\bin 
set TMP=c:\tmp 

set DTLH3000=0x3f8, 4, 9600 


ESBSGS9! #2 (J 

¿SB%1!<%V%$k$NS5$5$j6q9g$bLdBj$JS5$=$&SG$9!#; (J 

éSBF1S$8%] !<SHSKS73jS"Sk%S°S&S9SrA\B3S7SF | "SASCSSSHFOS/SNSG!"3 (J 
¿SB%] !<SHSb2uS1SFSISSShS&S$GS9! #2 (J 


ESBS1!<3V%SkS,SS5S$+S5152?5NS+SH; WSS; OSaSFSKSNSGS9S, ID! #3 (J 
¿SBS@S1S+!D!#S*S?S9S1Sr!D!#¿ (J 

-—-MESSAGE FILE 20147 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
25html.html 


--MESSAGE FILE 20148 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0026htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: wakana-m@ppp.bekkoame.or. jp 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: ?1s0-8859-1?7Q0?=C 9V=C 9=E5=C 9V=C 9=E5=C7=8 5=C 7=AC=C7=A2=C7=83? 
Date: Fri, 06 Jun 1997 22:27:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33981041.668@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 202.231.206.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 
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C7=B1=C7=D2=C7=85=C7=F 8=C7=D5=C5B=E9=F 8=F1=82=C7=3D=C7*=C5B 

C9V=C 9=E5=C5E=C 9V=C 9=E5=C7 *=C7=A2=C7=A7=F 1 =BA=EBO=C7=3D=C5A=C91=C9b=C 9G=C7 
82=C7=CE=C7=A7=C7*=C7=C3=C9Q=C5 [=C9=C4=C7=99 
C7=A2=C7=CE=C7=A2=C7=CE=E9=E9=C7 *=C7=C8=C9F=C IB=C 9X=C IN=C7=9 9=C7=DD=C7=C8 
C7=CA=C7=A7=C7=BB=C7=C3=C7=3D=C7*=C7=99=COA 
C7=AB=C7=A7=C7=82=C7=A1=C7*=C7=C1=E9=CB=C7=8 5=C7=D5=C7=A2=C7=C8=C7=C3=C7 
3D=C7=B5=C7=C2=C7=A7=C7=A9=C5H 


EDm=C 7=A1=C7=8 3=C 7=A2=C7=C 8=EF=B0=C5A=E3*=C7=B6=C7=8 3=C7 *=C7=E6=C7 *=C7=A2 
=C5B 


Love B-52's 
wakana-m@ppp.bekkoame.or. jp 


—-MESSAGE FILE 20148 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
26html.html 


--MESSAGE FILE 20149 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0027html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?1s0-2022-jp?B?GyRCUTMhPCVJJTslOyVIJCwwY yOkJF 4kORSoSg==?= (*%; 
Date: Sat, 07 Jun 1997 16:55:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <339913D8.1BE@ymg.urban.or.jp> 

References: <33981041.668@ppp.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !SaSK%e!<SP!<SN!VS*SZWS7Sqg%Ss!WS+Si! VI8=qSNJ8; 233!<S1%S;SCSH!IWSrA*SS!"3 (J 

$B! !F|K\81¢ (J (g$B<+FOH=JLz (J) gSBSKS7TSFS/S@S5SS! #3 (J 

—-MESSAGE FILE 20149 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
27html.html 


--MESSAGE FILE 20150 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0028htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEHPCVWIWskLCRAJGEkKSiROJCskSiQhI SMbKEo=?= 
Date: Sun, 08 Jun 1997 22:42:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <339AB6C9.1750@ja2.so-net.or.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.138.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Ga) 
¿SB%1%99JSSSCS9!<!#¿ (J 


ESBSASCSQ%1!<SVSk$SrH/Cm$7$*S9!D! #2 (J 
-—-MESSAGE FILE 20150 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
28html.html 


--MESSAGE FILE 20151 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0029html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWIWskLCRAJGEkKSiROJCSkSiQhISMbKEo=?= 
Date: Mon, 09 Jun 1997 18:16:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <339BC9FO.574E@ymg.urban.or.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MEDOU wrote: 
> 
> (Ga) 

> 

> ¿SB%1%9SJSSSCS9!<!#¿ (J 

> 

> ~eSBSdSC$Q%1!<SVSkSrH/CmS7S*S9!D! #2 (J 


é£$B!!%1%9$,$I$$;~$O!"Ds6!$G$-S$k>pJIsNL$rA} $d$7$F$_SkKSHS$$$$+$b$7$1$*$;$sl#e (J 


ՀՏ81 108: (UDOS¿ŠBSJSNS+!"; (UDOS;¿$SBAk$J$N$+$G$b5sF0$OJO$o$k;v$,$"$j$%*$9$7!" (J 


¿$B!!¿ (Jconfig.sys¢SBS$d; (Jautoexec.bat;¿SBSK2?2S+860xS, S"SkSNS+SbS7S15°S;SsS7! #2 ( 


¿SB!!¿ (UDDOS¿SBAkSGS*;HSSSJSNSGS"S1SP!"2?2S+%7%jJ%$"%SkSr;HS&%"%SW%j%1!<%S7%g%sSH¿ (J 
¿SB!!16%9g$7SFSSSk2DG=@-SbS"Sj$2S9S7SM!#¿ (J 


13598 


J 


--MESSAGE FILE 20151 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 


29html.html 


--MESSAGE FILE 20152 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 


0030html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?ISO-2022-JP?B?GyRCJTEhPCVWJWskLCRAJGEKSiROJCskShsoQg==?2= 
=?1SO-2022-JP?B?GyRCUCEhI xsoQg==?= 

Date: Tue, 10 Jun 1997 16:49:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <redbugSff8d19970610164938@news1.scei.co.jp> 


9FO0.574E@ymg.urban.or.jp> 

NNTP-Posting-Host: 133.130.133.15 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.beginners.qa.etc ¿SBSN¿ (B <339BC9FO.574E@ymg.urban.or.jp> ¿SBSN¿ 
¿$B5-; v$K$*$$$F¿ (B 1997/06/09/ 18:16 ¿S$B:"!" (B 
GSX-R <kouzouQ@ymg.urban.or.jp>¿$B$5$sSO=q$S-$*$7S?!# (B 
>> ¿S$SB%1%9SJSSSCS9!<!#¿ (B 


¿SBS99SS29;Ss!";E;vŠS,;&?ME*SKK;S7S/SCSF!&!&!&¿ (B 
¿SB:#F|$b$"SH#7#08D%SP%$0$r$DSV$5SJSSS$H2H$K5"$1$JS$!&!&!&¿ (B 


>2$B!!%1%39$,S7$$;~SO!"Ds6!SGS-Sk>pJsNLS$rA}SdS7SFS_SkSHSSSSS+SbS7S1S°S;Ss!#¢ (B 

> 

>¿$B!!@8¿ (BDOS: SBSJSNS$+!"z (BDOS¿ $BAk$J$N$+$G$b5sFO0$OJQ$o$k; v$, $"$J$^$9$7!"; (B 
>¿$B!!¿ (Bconfig.sys¢SBSd¢ (Bautoexec.bat¿$B$K2?$+860x$, $"$Kk$N$+$b$7$1$^$; $s$7! #2 
> 
>¿$B!!¿ (BDOS: SBAkSGS*; HSSSTSNSGS"S1SP!"2?S+S7S5S"SkSr;HS&S"SWSIS1L!I<S7SgGSSSHz (B 
> $B!!6%99g$7$F$$$k2DG=@-$b$"$J$^$9$7$M!#; (B 


¿SŠBFbB"%$b%$G%` ՏԱՏԻ: HC$F$^$;$s!)¿ (B 


Beginner's Forum Leader 


References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 


(B 


(B 
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RedBug redbug@winter.try-net.or.jp 

beginners@FL.scei.co.jp 
—-MESSAGE FILE 20152 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
30html html 


--MESSAGE FILE 20153 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 

0031html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWIWskLCRAJGEkKSiROJUCskShsoSg==?= 
=?iso-2022-jp?B?GyRCJCEhI xsoSg==?= 

Date: Mon, 16 Jun 1997 19:50:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33A51A90.7D32@ymg.urban.or.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 

9FO.574E@ymg.urban.or.jp> <redbugSff8d19970610164938@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> ¢SBFbB"Sb%G%*° SH$+; H$C$F$^$; $s!) 
éSB!!3N!<SHS@SHS"S45$,SASGS9SM! #2 (J 


2SB!tz (JPCMCIAz SBSNSbSG%° +! <SIS@SHSISESISkSsS$@Sm!) ¢ (JT 
—-MESSAGE FILE 20153 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
31html.html 


--MESSAGE FILE 20154 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 

0032htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWIWskLCRAJGEkKSiROJUCskShsoSg==?= 
=?iso-2022-jp?B?GyRCJCEhIxsoSg==?= 

Date: Wed, 18 Jun 1997 10:17:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <33A73725.6D12@ja2.so-net.or.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 

9FO.574E@ymg.urban.or.jp> <redbugSff£8d19970610164938@newsl.scei.co.jp> <33A51A90.7D3 

2@ymg.urban.or.jp> 

Reply-To: ozawa-0@ja2.so-net.or.jp 

NNTP-Posting-Host: 210.132.138.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS"!#$; $CS$+$/$4; XF3D: SSSFSKSNSK%1Z9CYS1SFS9$_$*$;Ss!D! #2 (J 
¿SB8=>u$Sr$*CN$i$;$7$2$9!#¿ (J 
¿ $B0z$-B3$-$4; XF3SN$ [STSh$m$7$/$*4j$S$S7$*S9! #2 (J 


GSX-R¿SB;aSX¿ (J ¿$B!'¿ (IDOS: $BAk$r; ԲՏՇՏԲՏՏՏ՞Տ918011- 1" 4 (UNY¿SBSNS[!<%`%Z!<%8$K5—-=RŠ, 
Տ"ՏԸՇՏՉշՏԱՀ (J 
ESBSG!"3 (J 
¿SB%$W%m%$O%$F%#SGB>$SN%$W%$m%$0%i%` SNM$@hHEYSr: GCDc$KSOS7SFSOS_S?SNSG$9; 
ESBS, ID! #¢e (J 
¿E SBB>SNSGSP%S$%9SHSN6S9GSGSIS, I"STSIS"SKS*SESISNSTSISSSPSOSOS:S7¢ 
¿SBSF¿ (J 
ESBS"SIS*SOST!I"SGSPSSS9S* SM! <S8SCSN%] !<SH!J¿ (UCOM & LPT¿$B!K$N¿ (UCOM1¿ $B 
SK¿ (J 
ESBSOg (J 


¿SB6%9gS,8+SiS1SJSSShS&SGS9!#!JS3SN%SA%S'%SC%/J)K!SGNISSSNS+J,S+S3j¿ (J 
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ՀՏՔՏ՞Տ:ՏտՏտ, !K¿ (J 


RedBug2 $B; a$X!'FbB! %b%G%S° SOSUSSSbSGSkSGS9! #2 (J 
¿SB%b%G%` $O; (JPCMCIAZ $B%+!<%ISr;HMOSTSESSS“*S9! #3 (J 


éESB8f;29MS*SGSK!"z (Jconfig.sys¿$B$H¿ (Jautoexec.bat¢SBSrE>:\S$7SFS*S-S*S9!l#3 (J 


¿$B!J¿ (Jconfig.sys¢$B!Kz (J 

DEVICE=C: \WINDOWS\SETVER. EXE 
device=C:\WINDOWS\himem.sys /TESTMEM: OFF 
device=C: \WINDOWS\EMM386.EXE RAM 
DOS=HIGH, UMB 

devicehigh=C: \WINDOWS\biling.sys 
devicehigh=C: \WINDOWS\jfont.sys /p=C:\WINDOWS 
devicehigh=C: \WINDOWS\jdisp.sys 

devicehigh=c: \windows\jkeyb.sys /106 c:\windows\jkeybrd.sys 
devicehigh=C: \WINDOWS\kkcfunc.sys 
devicehigh=C: \WINDOWS\ansi.sys 

FILES=20 

BUFFERS=20 


éSB! Jz (Jautoexec.batzSB! Ke (J 

@ECHO OFF 

loadhigh C:\WINDOWS\nlsfunc.exe C:\WINDOWS\country.sys 

C:\fellowes\felmouse 

—-MESSAGE FILE 20154 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
32html html 


--MESSAGE FILE 20155 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0033htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "asai tatsuo" <asai@t3.rim.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: RSDV.BAT¿$B$,<B9T$5$1$^$; $s¿ (J 

Date: 19 Jun 1997 18:56:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <0Olbc7ce2$2laefae0$SLocalHost@asai.t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.190 

X-Newsreader: Microsoft Internet News 4.70.1161 


E SBS*SV%S8%'%/SHSLSFS1SSSGI=< ($5$; $h$&$Hz (JRSDV.BAT 
¿SB$Sr<B9TS$7S?SNSGS9S, 57 $2SNSHSESOI~ < ($, SGSFS=SN@h$K?d$_ a He Ssl#e(d 
2 SBS1$J$?5+BP= hHSNI}K!$r65$ ( 3F3/S8085555A $;SsS$GS7SgS&S+!) 


C:\PSX\BIN>rsdv c:\psx\data\model\car\car0l.rsd 
¿$B4D6-JQ?t$N$?$a$NNNOh$, B-$J$^$; $s¿ (J 
¿$B4D6-JQ?t$N$?$a$NNNOh$,B-$J$^$; $s ( 
¢SB4D6-JQ?t SNS ?SaSNNNOhS, B-$4$%S;S$s3 (J. 
¢SB4D6-JQ?t SNS ?SaSNNNOhS, B-$4$%S;Ss32 (J. 

¢SB4D6-JQ?t$N$ ?SaSNNNOhS, B-$4$%S;Ssz (J 

Converting RSD into TMD 

(C) 1994-1996 Sony Computer Entertainment Inc. All Rights 
Reserved. 

Packing TMD and TIM to create PCK 

Loading PCK 

Loading program ... 
¿SB%3%“%Ss%SIS%“S?SO%SUS!SSSkL>S,O0csSsSs*S9; 

GOs ieee 

C:\PSX\BIN> 

—-MESSAGE FILE 20155 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
33html html 


--MESSAGE FILE 20156 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0034htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 
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00844 


—-MESSAGE FILE 2142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000845 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: 6 May 1998 14:16:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <6iprclSjpr38@chuka.playstation.co.uk> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35505375.2E25@manc.u-net.com> ՀՇ 
ipkirSjpr36@chuka.playstation.co.uk> 

NNTP-Posting-Host: n24.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6ipkir$S jpr36@chuka.playstation.co.uk 


I cant beleive noone has mentioned Football Manager or Beach Head. 


—-MESSAGE FILE 2142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00845 


—-MESSAGE FILE 2143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000846 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: 6 May 1998 14:18:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6iprg3S$jpr39@chuka.playstation.co.uk> 

References: <6invjj$Sjpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> 

NNTP-Posting-Host: n24.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35502B9D.D6A036D2@micronetics.com 


Jftgold, but I think 

>Uridium was published by Hewson. Are Hewson still going under a 
>different name these days? 

> 


Dont quote me on this but I seem to recall an interview with one of the 
Graftgold progammers expalining how Hewson ripped of thier developers and ended 
up declaring bankruptcy to avoid lawsuits. 


—-MESSAGE FILE 2143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00846 


—-MESSAGE FILE 2144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000847 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: 6 May 1998 14:21:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6ipricSjpr40@chuka.playstation.co.uk> 

References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> 

NNTP-Posting-Host: n24.herts.ac.uk 


Net Yaroze newsgroups message dump.txt Page 13601 


Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWIWskLCRAJGEkKSiROUCskShsoSg==?= 
=?1iso-2022-jp?B?GyRCUCEhI xsoSg==?= 

Date: Fri, 20 Jun 1997 17:28:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <S5odf7bSnil@newsl.scei.co.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 

9FO.574E@ymg.urban.or.jp> <redbug$ff£8d19970610164938@newsl1.scei.co.jp> <33A51A90.7D3 

2@ymg.urban.or.jp> <33A73725.6D12@ja2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AA3F34.56C2@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MEDOU wrote: 


éSB! Jz (Jautoexec.batzSB! Kz (J 

@ECHO OFF 

loadhigh C:\WINDOWS\nlsfunc.exe C:\WINDOWS\country.sys 
C:\fellowes\felmouse 


V V V V 


¿$B!!¿ (Jfelmouse; SBSHSS$SS&SN$O22SGS9S+!)¿ (J 
—-MESSAGE FILE 20156 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
34html.html 


--MESSAGE FILE 20157 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0035html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?ULNEVi5CQVObDJEIkKLDxCOVOkNSRSJUF4kOyRzGyhK?= 
Date: Fri, 20 Jun 1997 17:31:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <S5odfdj$nil@newsl.scei.co.jp> 

References: <Olbc7ce2$2laefae0$S$LocalHost@asai.t3.rim.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AA3FFC.6530@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


asai tatsuo wrote: 


ESBS*SV%8%'%/SHSrSFS1%SSGI=< ($5$; $Sh$&SHz (JRSDV.BAT 
¿S$B$r<B9T$7$?$N$G$9$,$7$?$N$h$&$JI=<($, SGSFS=SN@hHSK?TS_S$*S; Ss! Ք: (J 
¿SBSISJS?S+BP=hS$SNJ)K!$r65$ (ՏԲՏ/ՏՇՏՏՏՏՏ՞ՏչՏՏՏՇՏ7ՄՏցՏՏՏՀԼ) (Մ 


C:\PSX\BIN>rsdv c:\psx\data\model\car\car0l.rsd 
¢SB4D6-JQ?tSN$ ?SaSNNNOhS, B-$4S%S;Ss2 (J. 


VVVVVVV 


2581 !S=$N$*S*%:%P%4!"4D6-JQ?t$NS?SaSNNNOhS, B-$5$*%S; $s (J (^^; 
258112 (JCONFIG.SYS2 SBSrdT=8$7$F2<$5$$! #3 (J 


¿SB!!S&SASGSO!"¿ (J 
¿$B!!¿ (Jshell=c:\dos\command.com c:\dos\ /e:512 /Ք 


ԵՏՔ !SHSISCSFSSS*S9O! #2 (J 


¿$B!!¿ (J/e:z¢SBS* SWS 7SgSSSN8eSN?t; z$, !"4D6-JQ?tNNOHSNBgS-S5SN@_DjSGS9! #2 (J 
25B!!¢(J1024¢SBS/SiSSSKS7SFS*S1SPS“°S :Bg>fIWSGS7S$gSé&! #2 (J 

—-MESSAGE FILE 20157 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
35html html 


--MESSAGE FILE 20158 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
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0036htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Neg <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Mac to Win 
Date: Sun, 22 Jun 1997 20:51:20 +0900 
Organization: N/A 
Lines: 41 
Message-ID: <33AD11B8.F46@crd.ynu.ac.jp> 
Reply-To: daisybell@crd.ynu.ac.jp 
NNTP-Posting-Host: 210.132.132.142 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


ESBS3SsSKSASO! #3M%.%7SH?=S7S*S9! #3 (J 

WIN95¢SBSHz (JMACz SBSGSN%U%! SSSkKSNSdS jSHS$ JSKSDSSSF3z (J 
¿SBS*CN7CSEGR<ZS7525SSSNSGS9S. 15181613. (J 

é SBSbSHSbSHz (UMAC¿ $B%$f ! <S6$N; dSO! "SM$C%$ ar ee 

ESBS?SaSKz (DDOS; SB%*S7%sSrGcS$$*S7$?!#3 (J 
¿S$SBS7S$S+$7!"%0%Si%US#%C%/@):n$JSISO47S1$?¿ (IMAC; SBSNS [S&SGz (J 
¿S$BSd$j$?SSSN$G!"; (JMAC; SBSG:n$CS$?SbSN$r¢ (IDOS: $BSXAwS$m$ &$Hz (J 
ESBSSSE&S3SHSr;WSSN) SAS*S7$?! #2 (J 
£$B$3$3$+Si!"S$+SIS5!VSHS [S$ [!WSJE83+SKSIS5S*S9! #3 (J 


ES$BS*S$:!";dS,;n$S7$?SNS, ¿ (JLANz; SBSKShSk%US! SSSkKE>AwSGS7$?! #2 (J 

DOS/V¿SBSK: ( (JLAN; SBS+!<% TSrFMSC9~ SsSG!"¢ (J10Base-T; ԱՆ ՏԱՐՐ ՍՈՐԱ ՈՆ 
Windows: S$BSKz (JAppleTalkzS$BS$r$+$%S$;$k%"% nage: $"Sk$s8G$98, ¿ (J 
ESBS3SSSDSr%3SSSsS9SH!<SkS9SkKSH!"S&S*S/FOSH+S:!"3 (J 

ESBS8ScS"!"3 (UTCP/IP¿ 5 Cae K s 

FTP¿$B%5!<%P$r¿ (UMAC¿SBB&SKS?SFSF!" ee ԱՆ ey A 
ESBS&S*S/9TSC$?S+ST!"SH;WSCS?S$i:#EYSOzg (JWinows¿$B$+$i$N¿ (J 
¿SB%S$@%S%d%Sk%"%C%W¿(JIP¿SBQNB3S,S&S Ա ԱՆԱՆ (JWing SBS$+$iz (J 
ՀՏՔՏՏՏՏՏ2|ՀՏԽՏԸՏՋ HSK@\B39¢8- STSSSNSOSAS @SISH; WSS!"3 ( 

éESBS3$1$rCGG0$7$*$7$? #2 (J 


ESBSG!"01SDL\S$N<ALdSISNSGS9S, !"z (JWindows 2 SBSGSNS@SSSdskS"SCSWe (JIPZSBE\B32 (J 
éSBSH%Sm! <%S+SkSGSNz (71Ք:586 Sy ene $/QZ$JBX$ ( I" 6B8858; Ske (J 
s SBS3SHSOSGS— SJSSSDSNSCS75gSSS+1) 


¿SBSG!"S3Ss$ISO!"¿(JMO¿SBSKShSk%9%K!<%+!<%M%$C%$HSr;WS$SDS-S$2$7$2?!#; (J 
SCSI¿$SB%$N!<%I$SrGc$C$SF$S-$F¿; (JDOS/Vz SBSKFM$C9~$_!"<4; }SASNz (JMO¿$B%I%i%š$%V$rė (J 

2 SB@\B3!"011~G'<1S$0$7$F$/$1$k$*$7$?!IS+$J$jITOBDjSISNSGS$9S, IK! #3 (J 

2 SBSHS4S"$ ($: 1": (J128¢ $B#M#B%a%G%#%" $r; (JMACz SBB&SG; (JDOS: eee US) !<%%*%C%H;¿ (J 
քՕՏՀՏ87ՃՀՕՏՇՏՍՏ) !<%*%C% HS7$2SsS$@S+SiFISa$k$@SmS6! "SH; w$$$-$d!"¿ ( 

Wing SBB&SGSOS*SCS$?S/<uS1F~S1SFSbSiS ($:!"S=SN8e#2#3#0#M#BSISISG: (J 

¿ $B; n$9$b!"$dA$C$Q$7BLL\!#¿ (J 

¿SBS7S+$Sb!"¿ (JIMOZSBSISZiS$SVS,G'<1SGS—-SIS/SISkSHSSS$&S$*S*°S1S*SGSbSiSSS*STS?! #2 (Մ 


¿SBS=S15G!1"FsSDLNSN<ALdSJSN5G595, !"$3$1$O$JSK$, 0-$+$C$?$s$G$7$9$8&$+!)¿ (J 
MO¿SB%SISiSSSVS,¿ (IMACZ SBMOSQSCS?S+SiSGS7SgS&S+!)¿ (J 
MOz $B$G$&$^$/%G!<%?6&M-$5$1$F$kJ}!"%"% E (7 


éSB:G8eSK; OSDSaSN<ALGSJSNSGS9S, !"¿ (JWin95¿$B$H¿ (IMAC; SBSHSNSY%S9SHSISUS! SSSkKE>AWK! SO¢ 
(J 

¿SBSJSsSJSNSGS7SgS&S+!) 

¿SBN>Ea;H$SSJJ)!"%"%S H A E SSSSS?STS*S9!l #2 (J 

—-MESSAGE FILE 20158 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
36html html 


--MESSAGE FILE 20159 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0037html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Mon, 23 Jun 1997 14:03:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 
Message-ID: <50109m$3cu@newsl.scei.co.jp> 
References: <33AD11B8.F46@crd.ynu.ac. յք» 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.56 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AE0381.40BD@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg wrote: 

> ¿SBN>EFEa;HS$SSSJJ)!"%"%$ISP%S%9S/S@S5SS!#ShSmS7S/S*SMS,SSSSS?S7S“S9!#¿ (J 
2$B!1$*; HSSSN4D6-SKSDSSSF! "$$$*$S$A>u67$, So$t+$iSISSSN$G$9$, ¿(J 

ESB! ISHSIS"S (Si! #2 (J 


¿$B!!$&$A$0; (J128MB I Արան S9!#¿ (J 
¿SB!1>.S5SSSpSNSOSUSm%s$C%T!<SGS9S, !# (J 


¿S$B!!¿ (JMO¿$B$O!"¿ (JMaczSBSGz (JDOSz$B%U%) !<%*%C% re 
¿$B!!¿ (JATzZ$B8_495!B&SG%US) !<%*%C% խախ Տան: HSCSFSSS*S9! #2 (J 


¿SB!!¿ (ILAN: SBSGSN@\B3SOSdS$CS$?S3SHSISSSs$GSo$+$j$*$; $s (Մ(՞՞չ 
iso as HS+SO4D6-SKShSCSFOcS&$H;WSSS$%* en (JLAN: ae PMhS$1$P¢ 
¿SB11$= $1$, 01HVSSSSS@SmS&SJS!SH;WSSS*S9!#¿ (J 
—-MESSAGE FILE 20159 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
37html html 


--MESSAGE FILE 20160 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0038html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Mon, 23 Jun 1997 15:10:34 +0900 

Organization: N/A 

Lines: 35 

Message-ID: <33AE134D.637@crd.ynu.ac.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <50109mS$3cu@newsl.scei.co.jp> 
Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


GSX-R¿SBMM; (J 
Res¿SBS"SjS, SH$&$S4S6SSSS9!#%M%.S7SGS9!#¿ (J 


GSX-R wrote: 
> ¢$B!!$*;HSSSN4D6-SKSDSSSF!"S$S$S*SSSA>u67$S, So$t+SiSJIS$$N$G$9$, Հ (J 
> gSB!!SHS5S"S (S$: l#z (J 


ESBS9S_S$*S;$s$GS9!#SASgS&$I!";]$/9TS+$I$S/SFF,$K71$, SN$NSCSFSk¿ (J 

¿ SBSHS—-SK=q$$S$?SbSNSG!"<+J,SGSb:#!"FIS_JIVS7SFS_SF!"¢ (J 
ESBIVS"S!!"S3$1$8ScS"<ALGSKSISCSFSISS !WSH;WSSS*S7S?SGS9!#SHS(S[l#e (J 
ESB<:NiS7S*S7S2?! #2 (J 


> ¢SB!!¢(JMOz;SBSO!"3 2... (JDOS¿;$B%US) !<%*SC% en 
> ¿$B!!¿ (JATz$B8_495!B&SG%US) !<%*%C% ery reas HSCSFSSS*S9! #2 (J 


ԱԱ S. SIl#2 (J 

ATz$B8_495!B&SGSN%U%) !<%^%C%H$b$7$?$s$G$9$, !"¿ (J 

ՀՏՏՏՍՋ) !<%^%C%H: ein es Ատանա Արա ies eee SO!IWSHS+3 (J 

251 աՆ ԱՆՏ ee eee $; $s!K¿ (J 
MOzSBSISis$SVSNS$; $$$_S$?SSSISs$G$9$,SM! #2 (J 


GSX-Rz¢SBS5Ss$0¢ (UMac¿SBSH¿ (JAT;$B8_495!S$=S1S>S1SK@1MOSNz (JMO; SBSISiSSSVŠr¿ (J 
2 $B; HSCSFSiSCS7ScSkSsSGS9S+!) 2 (J 
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> ¿$B!!¿ (JLAN; SBSGE>Aw=PMhS15$P¢ (J 
> ¿$B!!$=$1$, 0OLHVSSSSS@SmSESTS!SH;WSSS*S9! #3 (J 


ESBS=S&SGS9SHSMS'!"S=S$1$, OLHV3ZSGS9STSMS ' 14. (J 
2S$BS1!<%V%k: 95; SP! "B(! "E>AwSJ6-COSKCHS7SFSbSiSS$?SSSCS9! #2 (J 


¿SBSSSmSSSm!"M-SjJFq$&S4S6SS$S*S7S?!#¿ (J 
¿SBS$SSSmSSSm;nS7SFS_S*S9!#¿ (J 


ESBS=S1SGSo! #¢ (J 
—-MESSAGE FILE 20160 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
38html html 


--MESSAGE FILE 20161 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0039html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Mon, 23 Jun 1997 17:33:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 
Message-ID: <S5olck2S3pk@newsl.scei.co.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <50109m$3cu@newsl.scei.co.jp> <33AE134D.637 
@crd.ynu.ac.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33AE34CC.36C8@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg. wrote: 


> ¢SBS&S°S* !#S=SESGS7S?S+!#STSkKS[ST! #2 (J 
> AT: SB8_495!B&ESGSNSUS) !<%^%C%H$b$7$?$s$G$9$,!"¿ (J 


2$B!!@53NSKSO! "3 (JDOSE$B%U%) !<S* SCH: QS_SNSDSNSrGc$CSFS-S$?S$s$G$9$,¢(JI(*%; 


> ¢SBSU%) !1<S*°SCSH:GCESK! "!VSiSSSHSWSmSF%S/SHSSSISFSSS“*SO!WSHS+¢ (J 
> ¢SBS"Si!<SHS,=PSFMhSkSsSGS9ShHSM! #! TSbSASmSs!"SiSSSHSWsmsFS/SHSOSTSFS*S;Ss!Ke (J 


> MO¿SBSISiSSSVSNS;SSS_ S?SSSJSsSGS9S,SMI!#¿ (J 


¿$B!!¿ (JMacz $BSGS-SASsSH; HS (SFSF!"z (JATz$B8_495! SK7RSOSHS@SaS@SHS7S?Siz (J 
¿$B!!#1!'¿ (AT; $B8_495!$N%$O!<%SI$NLdBj3;¿ (J 

¿SB!!#2!'¿ (UWindows95; $B>eS$NLdB3j!J%T%i%$S%P$JSI!K¿ (J 
¿SB!!$SNSISASiS+S$SG$7SgSŠ&$M!#; (J 


> GSX-R¿S$SBS5$s$O¿ (JMac¿$B$H¿ (JAT: $SB8_495!$=$1S$S>$1$KQ1MQSN¿ (UMO¿SBSISiSSSVSr¿ (J 
> ¿SB;HSCSFSiSCS7ScSkSsS$SGS9S+!)¿ (J 


éSB!!7RS.BXS (SFS*S9¢ (Մ(՞՞չ 
¿SŠB!1;HSCSF$$Sk%SISiS$%$SVSO!"E1<GS$SN¿ (JOD-D301¿ $B$H$$$&¿ (U128MB;SBSISiSSSVSGS9!#;¿ (J 


> ¢$BS1!<%V%k:9$; $P!"B(! "E>AwSJ6-COSKC#S7SFSbSiS$$2SSSCS$9! #2 (J 


ESB! !¢ (Jnews://fj.mac.sys 
ESB! !SG!"<ALdS5S1SFS$_SFSOSIS&SG$7Sg$&$t+!)¢ (J 


é$B!!;HMQ4D6-SJISTS-SASs$H=q$+SJISS$H! "SASgSCSHS-SDSa$N%U%) om! <$, Sb$iS ($*$9$,¢2 (J 
2$B!!$3$3$GI9$/ShS$ j$SOSOSk$+$KE* 3NSJ%U%) Sm! <$, $b$i$ (SkSH;WSSS*S9! #3 (J 

—-MESSAGE FILE 20161 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
39html html 


--MESSAGE FILE 20162 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
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0041htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Mon, 23 Jun 1997 17:38:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 
Message-ID: <S5olct j$3rn@newsl.scei.co.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <50l109mS3cu@newsl.scei.co.jp> <33AE134D.637 
@crd.ynu.ac.jp> <S5olck2S$3pk@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33AE35FE.6D51@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !4V0c$ ($*S7$?!#e (J 


éSB!!¢(Jnews:fj.sys.mac 


ESB! !SGS9l #2 (J 
-—-MESSAGE FILE 20162 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
4thtml.html 


--MESSAGE FILE 20163 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0042htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Mon, 23 Jun 1997 18:13:11 +0900 

Organization: N/A 

Lines: 15 

Message-ID: <33AE3E27.3929@crd.ynu.ac.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <50109m$3cu@newsl.scei.co.jp> <33AE134D.637 
@crd.ynu.ac.jp> <S5olck2S$3pk@newsl.scei.co.jp> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


GSX-Rz $BMM; (J 


ESBSISESD!I"SS$m$$$m$"$j$, SHS&SASOSSS*STS?!#SMS.S7SGS9I! He (J 


¿SB!!¿ (Jnews://fj.mac.sys 
2$B!!SG!"<ALdS5S1SFS_SFSOSIS&SGS7Sg$&S$t+!) ¢ (J 


> 
> 
> 
> ¢$B!!;HMO4D6-SISTIS—-SASsSH=q$+SJISSSH!"SASgSCSHS—-SDSa$N%US%) Sm! <$, Sb$iS$ ($*$9$,¢ (J 
> ¢$B!!$3S3SGI9$S/ShS jSOSOSk$+$KE* 3N$J%U%) Sm! <$,SbSiS (SkSH;WSSS*S9! #2 (J 
MO¿SBSG<B:]SKSdSCSFS1SCS7ScSkJ)S,SSSkSHSoS+$CS?S@S1SGSb;¿ (J 
¿SBNIS+$C$?$GS9!#S$S"SHSO!"65$ (SF2<S5SCS?!"3z (Ufj¿ $B$dB>$G$$$m$$$mD4$Y$F$_$^$9!# (J 
ESB! JSAScS$s$H<+J, SN4D6-Sr@bL@$G$-SkS$h$&$K5$$r1IUS1$*$9¢ (I(^^;)¿$B!K (J 


ESBS"SIS, SHS&S4S6SSS“S7S?!#SGSoSGSo!#¿ (J 
--MESSAGE FILE 20163 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
42html.html 


--MESSAGE FILE 20164 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0043htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-O0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWIWskLCRAJGEKSiROJUCskShsoSgOKCQkKbJEIkISEJGyh 
K?= 
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Date: Tue, 24 Jun 1997 00:23:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33AE94FC.3ED0@ja2.so-net.or.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 
9FO.574E@ymg.urban.or.jp> <redbugSff£8d19970610164938@newsl.scei.co.jp> <33A51A90.7D3 
2@ymg.urban.or.jp> <33A73725.6D12@ja2.so-net.or.jp> <5odf7bSnil@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.138.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


GSX-R wrote: 

MEDOU wrote: 

éSB! Jz (Jautoexec.batzSB!K; (J 
@ECHO OFF 


loadhigh C:\WINDOWS\nlsfunc.exe C:\WINDOWS\country.sys 
C:\fellowes\felmouse 


VVVVVVV VV 
V V V V 


¿$B!!¿ (Jfelmouse; SBSHSSS&SN$O22SGS9S+!)¿ (J 


ESBB?20, !"%Z%s7?%“%&%9$rF-$1$?$H$-$K<+F0$G=q$+$1$?$b$s$@S$H;W$$$+*$9$, ID! #2 (J 
ՀՏՑՏԱՏՏ"Տ(Տ: 1": (JREMZ $BJ8$K$7$F$_$^$7$?$, !"JQS0$54S%*S;SsSGS7S?!D! #2 (J 

—-MESSAGE FILE 20164 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
43html.html 


--MESSAGE FILE 20165 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0044htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "asai tatsuo" <asai@t3.rim.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: RSDV.BAT¿$B$,<B9T$5$1$^$;$s¿ (J 

Date: 27 Jun 1997 20:56:54 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc8332$d8879960SLocalHost@asai.t3.rim.or.jp> 

References: <Olbc7ce2$2laefae0S$LocalHost@asai.t3.rim.or.jp> <5o0dfdj$nil@newsl.scei.c 
o. jp> 

NNTP-Posting-Host: 202.247.160.76 

X-Newsreader: Microsoft Internet News 4.70.1161 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 

<5o0dfdj$nil@newsl.scei.co.jp>... 

> 2$B!!S=SN$*S*%:%P34!"4D6-JQ?t$N$?SaSNNNOhS, B-$4$%S$; $s (7(՞՞չ 

> 2$B!!z (JCONFIG. SYS; $BSrdT=8S7SF2<S$5$$! #3 (J 

ESBS+SISJCYSISFS7S“°SSS*S7S2S, #L#O#FZ#4OLSKS7S%S7S$ 2SiT=< (SSS1S*°S7S2! #2 (J 
ESB46FOSGS9!*3 (J 

¿SBS"SjS,SHS&S4S6SSS“S7S?!#¿ (J 

--MESSAGE FILE 20165 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
44html.html 


--MESSAGE FILE 20166 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0045htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Tue, 01 Jul 1997 11:21:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbug$f£8d19970701112158@news1.scei.co.jp> 
References: <33AD11B8.F46@crd.ynu.ac.jp> 
NNTP-Posting-Host: 133.130.133.46 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 
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RedBug¿ $B$G$9!#¿ (B 


playstation.ny.beginners.qa.etc ¿$B$N¿ (B 
<33AD11B8.F46@crd.ynu.ac.jp>¿$B$K$*$$$F;¿ (8 
1997/06/22/ 20:51 ¿$B:"!"¿ (BNeg <daisybell@crd.ynu.ac. jp>z$SBS5$s$O=q$-S*S7S?!#¢ (B 


>¢SBSG! "01SDL\SN<ALdGSJSNSGS95S, !"¿ (BWindows 2 SBSGSNS@SSSdSkS"SCSWe (Ք1Ք: SB@\B3; (B 
>¢SBSH%m! <%+%kSGSN; (81Ք:580 OT š rss $/QZ$JBX$(!"6&B8$5$;$k¿ (B 
>¿ $B$3$H$O$G$- SISSSbSNSGS7$g$4S+!) 


ESBS*S:!"SMS$CSH%0!<%/%S\!<SISN@_DjISGSO; (BDNS; $B$r; HMOST7TSISSShHS&SKS7S“°S9! #2 (B 

(2 $B! V%3%sSHSm!<SkSQ3M3k ! W! V3MSCSHS0!<%/! We (B) 

IP: SBSJ%s%P ! <SOE, EVSUSbSNSrF~S1SF2<S5$S! #3 (B 

585557: (BLAN¢ 850: HMOS9SkSIS4 1 "2 ( (BDNS; $B; HSoSJ$/S$FSbz (B C:\Windows ¿$B$K$"$k¿ (B h 
osts ¢SBSHSSS&2 (B 

ESBSUS! SSSkSrdT=8$ 9S1SP==J, S@SH;WSSS*S9! #2 (B 


ESBSQSSS"SkS"SC3W; «ՏԱ: (BDNS¿ SBSO! "@\B3MQSNS"SS%3%SsSr1&%/%5%SC%/ST7SF=PSk3 (B 

¿$SB!V$W Sm%OSF%4!WŠ+5ilV551<5P!<SN<oN` IW!V¿ (BICP/IP;$B!WSN@_DjSN=g$KA*Br$7$F3 (B 
¿SB@_D3j$7$SF2<$5$S!#¿ (B 
IP¿$B%J%$s%$SP!<S$SOS5!<%$P!<$+S$Si3d$jEv$F$iS1$k$SNS,IaDLSG$S7$SgS&!#; (B 


¿S$B0J>e!"H=$kHO0O$G!#;¿ (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20166 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
45html.html 


--MESSAGE FILE 20167 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0046html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Tue, 01 Jul 1997 19:07:34 +0000 

Organization: N/A 

Lines: 12 

Message-ID: <33B9554F.38B5@crd.ynu.ac.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <redbug$ff8d19970701112158@newsl.scei.co.jp 
> 
Reply-To: daisybell@crd.ynu.ac.jp 
NNTP-Posting-Host: 202.230.243.162 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


¿SBSISbSGS9!#%M%.%7SHSbDbS&S7S S9!#; (J 


¿SBE*SrF@SJSS<ALdFbMFSKEZS (Ş$F2<$5$J$"$J$, SHS&S4S6SSS*°S9! #3 (J 
¿SBAaB.!"S$R$C$3SLSSS?: (JLAN;$B%\!<%ISrSb$CS$+SSFMSC9~SsSG;nS7SFS_S$*S9! #3 (J 


¿SBS=S1SH!":G6aSšSmSSSmSdSCSFSF59SESSS?SsSGS9S1SI¿ 
Mac; SBSK¢ (JSoftWindows;$B3z$%* Են SF!" (JNetBEUIL; ee ae 
ESB<jS+SISH; WSSS*S7S2SGS9! #2 (J 


ESBSISSSKSTSFSb!"3 (JMac<->Win¿$B$O$$$m$$$m$a$s$I$&$G$9!#¿ (J 


¿SBS$SGSoSGSo!#;¿ (J 
--MESSAGE FILE 20167 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
46html.html 


--MESSAGE FILE 20168 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0047html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWJIWskLCRAJGEkKSiROJUCskShsoSg==?= 
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=?1so-2022-jp?B?GyRCUCEhI xsoSg==?= 
Date: Tue, 01 Jul 1997 19:34:17 +0900 
Organization: PlayStation Net Yarouze 
Lines: 10 
Message-ID: <5pammeSscg@newsl.scei.co.jp> 
References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 
9FO.574E@ymg.urban.or.jp> <redbugSff£8d19970610164938@newsl.scei.co.jp> <33A51A90.7D3 
2@ymg.urban.or.jp> <33A73725.6D12@ja2.so-net.or.jp> <S5odf7b$nil@newsl.scei.co.jp> ՀՅ 
3AE94FC.3ED0@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.89 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <33B8DD1E.932@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MEDOU wrote: 


> ¢SBB?d,!"SZ%3S7?S°S&S9SrF~S1S ?SHS—SK<+FO0SG=q$+S15?SbSsS@SH;WSSS*S9S, ID! #2 (J 
> ¿SBSHSjJS"S(S:!"¿ (JREMZSBI8SKS7TSFS_$°S7$2$, !"JQSoSjJS“S;SsSGS7S?!D!# (J 


¿$B!!$&!<$s!"$5$9$, SK$3$3$*SGMhSk$H$*<j>e$2$G$92 (Մ(՞՞չ 


¿SB!!¿ (AT; SB8_495!Sr;HSCSFSkS*M'C#S,SSS1SP!"S=S$S3SGFO:n%S$A%S'%$C%/SrS7SFSbSiS&!" (J 
Uhl s snn ccc ԱՐԵՆ ւՀ (J 

SBI 15- S3$GSDF0S+$J$1$1$P%$1!<SVSkITNISN2DG=@-9bS/SISjS*S9ST! Fe (J 

—-MESSAGE FILE 20168 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
47html.html 


--MESSAGE FILE 20169 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0048htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Tue, 01 Jul 1997 19:35:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5pamogSscg@newsl.scei.co.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <redbug$Sff8d19970701112158@news1l.scei.co.jp 
> <33B9554F.38B5@crd.ynu.ac.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B8DD6B.5F28@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg. wrote: 


> ¿SBS=$1SH!":G6aSSSmSSSmSdSCSFSF5SSESSS?SsSGS9S1SI¿ 
> Mac¿$B$K¿ (JSoftWindows; $B3z$* a SFIMs: ( E Geen 
> ¿SB<j$+SJSH;WSSS S7S?SGS9!#¿ (J 


¿$B!!¿ (UVirtual PCESBSb=P$*S9S7SM! #2 (J 
¿SB!!B.SS¿ (UMac¿SBSJ$9i=<J,;H$ (Sk$_$?$SSGS9S7!#¿ (J 


¿$B!t¿ (JPowerMac8500¿$B$[$7$$$J$!!#¿ (J 
--MESSAGE FILE 20169 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
48html.html 


--MESSAGE FILE 20170 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0049htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?ULNEVi5CQVObDJEIkKLDxCOVOkNSRSJUF 4kOyRzGyhK?= 

Date: Tue, 01 Jul 1997 19:36:08 +0900 
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Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5pamptSscg@newsl.scei.co.jp> 

References: <Olbc7ce2$2laefae0SLocalHost@asai.t3.rim.or.jp> <5o0dfdj$nil@newsl.scei.c 
o.jp> <01bc8332$d8879960SLocalHost@asai.t3.rim.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B8DD8D.39C@ymg.urban.or. յք» 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


asai tatsuo wrote: 
> ¢SBS+SISjICYS1SFS7S*SSS*°S7S2?S, #1L#O#Z#4OLSKS7S“°S7S?2SiT=< (S5S1S*S7$?! #2 (J 


> ¿SB46F0SGS9!1*¿ (J 
> ¿SBS$S"SjS,SHS&S4S65SSS2S7S?21# (J 


¿SB!!L5;vF0$$$SFSh$+S$C$?S$SGS9SM!#;¿ (J 

¿SB!1!S,SsSPSCSF2<S5SS!#¿ (J 

—-MESSAGE FILE 20170 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
49nhtml.html 


--MESSAGE FILE 20171 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0050html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Wed, 02 Jul 1997 14:07:42 +0000 

Organization: N/A 

Lines: 18 

Message-ID: <33BA60AC.57DF@crd.ynu.ac.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <redbug$ff8d19970701112158@news1l.scei.co.jp 
> <33B9554F.38B5@crd.ynu.ac.jp> <Spamogq$scg@newsl.scei.co.jp> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


GSX-R wrote: 
Neg. wrote: 


> ¿SBS=$1SH!":G6aSSSmSSSmSdSCSFSF5SSESSS?SsS$SGS9S1SI¿ (J 
> Mac¿$B$K¿ (JSoftWindows: $B3z$%*S;SF!"z (JNetBEUI; SBSGOCS9SNSb:; (J 
> ¢SB<jS+SISH;WSSS*S7S?SGS9! #2 (J 


¿$B!!¿ (JVirtual PC¿$B$b=P$^$9$7$M!#¿ (J 
¿$B!!B.$$;¿ (JMacz SBSJSi=<J, ; H$ ($k$_$?$$$G$9$7!#¿ (J 


VVVVVVVVV VV 


¿$B!t¿ (UPowerMac8500¿$BS$[S$S7S$SSSJS!!# (J 


ESBSGS*SOSMS'!#50!<SITS&S'S"4XO"SHSPSASTS_S?SSSGSISTSM! #2 (J 

¿SBSCSDS3SHSO!"¿ (JCDWzSBSHS$+; HSo$J$/SFSbz (IMac; $B$G3+H/S$GS-SkSCSFS3SHSISNS+ST!A!l #2 (J 
ESBSGSb!"¢ (JPPC603e2 SBSNz (J180: $B0J>e$H$+; (JPPC604; SBSHS+SGS7S$+F0S+SISSS_$?S5SSGS9SM! 
#¿ (J 


¿$B!t¿ (JPowerMac8500¢SBS[S7SS!A! #2 (J 
-—-MESSAGE FILE 20171 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
50html.html 


--MESSAGE FILE 20172 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0051html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 
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Date: Wed, 02 Jul 1997 16:43:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5pd1l2q$22p@newsl.scei.co.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <redbug$ff8d19970701112158@newsl.scei.co.jp 
> <33B9554F.38B5@crd.ynu.ac.jp> <Spamog$scg@newsl.scei.co.jp> <33BA60AC.57DF@crd.ynu 
-ac. p> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BA06AB.290F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg. wrote: 
> ESBSGS*S9SMS'!#50!<SIS&S'S"4XO"SHSPSASTS_S?SSSGSISTSM! #2 (J 


2$B!!3 (JWindows¿$B$@$1$G$J$/!"¿ (TJLinux; $BSH$+¢ (JOS/2:; SBS*SGSbF0S-S$*S9S+SiSMS'!#3 (J 


> ~SBSCSDS3SHSO!"¢ (JCDWzSBSHS+; HSoSJ$/SFSbz (JMacz $BS$G3+H/SGS—-SkSCSFS3SHSJSNS+SJ!A! #¢ 
(J 


¿SB!!¿ (UCodeWarrior for PS:$BGc$&Sh$ j0B$/$"$,$5$°S9$SMz (J (¿SB>P¿ (J) 


¿$B!!¿ (JMklinux:;SB$G$b!"z (JSIOCONS for UNIX;SB$G011~ S $^$9$7!";¿ (J 
¿$B!!$?$V$s¿ (JVirtual PC + DOS; SBSGSbBg>fIWSGS$7$gS$6SM! #2 (J 


> ¢SBSGSb! "3 (JPPC603ez2 $BSNz (J180¿$B0J>e$H$+¿ (JPPC604; SBSHS+SGS7S+FOS+SIS$S_S$?S$SGS9$ 
M!#¿ (J 
> Հ581 Էչ (JPowerMac8500:$B$[$7$$!A!#; (J 


¿SB!!7k61!"S$S=$S3SKMnSACeS/SsSGS9ShSM¿ (Մ(՞՞չ 
¿SB!!¿ (U8600¿SBSH$S+¿ (J9600ZSBSOSGS+S$9S. eae ee 
TB tk ss 5 ny a. (JUMac¿SB%S/%m!<%s$b$+SCS$3S$SSSSSNSJSSS7!# (J 


ESB! tSdSO$ jz (J8500¢SBS@SIS!! #3 (J 

2SB!t$=$6$SS ($P; (JSONY; SBS, ¢ (JMac OS: SBSN%i%$%; $s%9<hF@S7S?SCSFOCS, S"S4S*S9SMI<! #3 (J 
ESBItK\EVS@SHS7$?Siz (JVAIO;SBS_$?SS$SI%G%6%S%SSG=PS9SNS+SI!) 2 (J 

—-MESSAGE FILE 20172 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
51html.html 


--MESSAGE FILE 20173 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0052html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Thu, 03 Jul 1997 13:43:39 +0000 

Organization: N/A 

Lines: 14 

Message-ID: <33BBAC87.980@crd.ynu.ac. յք» 

References: <33AD11B8.F46@crd.ynu.ac.jp> <redbug$ff8d19970701112158@news1l.scei.co.jp 
> <33B9554F.38B5@crd.ynu.ac.jp> <Spamog$scg@newsl.scei.co.jp> <33BA60AC.57DF@crd.ynu 
.Ձօ.յք» <5pd12q$22p@news1l.scei.co.jp> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


GSX-R wrote: 


> eSB! tSd$O$ jez (J8500¢SBS@SIS! 18. (J 

> ¿SB!t$=$&$SS(SP; (JSONY2$BS$,¢ (IMac OS; $BSN%i%$3; $s%9<hFAS7$?2SCSFOCS, S"S4S*SOSM!<!#e 
(J 

> ¢SB!ItK\EvS@SHS7$?Siz (JVAIOZSBS_S?SSSI%GSE6SSSSSG=PSISNS+SI!) ¢ (J 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/355033F0.725EDCO0@micronetics.com 


Ji 

> 

>Thing is, its now outside warrantee. Is there anyway of sourcing 
>spare/replacement parts for a psx? or it may just be cheaper to get a 
>new one alltogether. 

> 

>Still I'm not sure what to do with the psx, throw it from the top floor 
>window. Microwave it? I may try throwing it from the back of a flat 
>bed pickup, travelling at 70 down the M4. Suggestions? 


Paint it blue and flog it off as a dev system to some poor sucker. 


—-MESSAGE FILE 2144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00847 


—-MESSAGE FILE 2145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000848 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Wed, 06 May 1998 15:56:50 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 16 

Message-ID: <35507A32.EB2BE6CO0@micronetics.com> 

References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> <6ipricSjpr40@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.132.195.202 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


էմ 


West wrote: 
> 


> Paint it blue and flog it off as a dev system to some poor sucker. 
Anyone wanna buy a cheap blue debug station then? :-) 


Actually I took it apart last night to see if anything had come loose, 
and had it running outside of the case. Just a the motherboard sitting 
on the floor with the CD pirched up high on top of it, and it does look 
really cool. 


I wonder if there would be a market for replacement psx cases. 
Transparent ones come to mind.. Is the case design copyrighted in 
anyway so you couldn't do a perfect replica and market it? 


Jim 
-—-MESSAGE FILE 2145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00848 


—-MESSAGE FILE 2146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000849 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 18:14:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6iq5q5Saek1l@chuka.playstation.co.uk> 
References: <6invjjS$jpr30@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm039.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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ՀՏՑՏ(Տ' 1):  (USONY $B$, $G$9$+!*¿ (J 
ESBS=$7S$7Si!"SdSQS7!"z (UPS¿$B01BN7?2$N%$9%S1%k%$H%$s%b%G%$k$GS7$g$&!J$7$DS3$S!d%*%$1!K; (J 
¿SBS$SF$$S$S&$S+1"$=$1$8$c!"%$F%1i%SISiS$SSSV$ŠQ@QS$C$D!<$N!#!J>P !K¿ (J 


¿S$SBSSS$Sd!"; (USMC777¿ SBSH$+¿ (JHitBitz SBSISGS6SSSSSbDNISSST! #3 (J 


2SB%4%_%1%9S8GS9S*SsS9! #3 (J 
-—-MESSAGE FILE 20173 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
52html html 


--MESSAGE FILE 20174 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0053html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJTEhHPCVWIWskLCRAJGEKSiROJUCskShsoSgOKCQkbJEIkKISEJGyh 
K?= 

Date: Fri, 04 Jul 1997 01:36:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33BBD4FF.1A32@ja2.so-net.or.jp> 

References: <3387270E.19C4@ja2.so-net.or.jp> <339AB6C9.1750@ja2.so-net.or.jp> <339BC 
9FO.574E@ymg.urban.or.jp> <redbug$ff£8d19970610164938@newsl1.scei.co.jp> <33A51A90.7D3 
2@ymg.urban.or.jp> <33A73725.6D12@ja2.so-net.or.jp> <S5odf7bSnil@newsl.scei.co.jp> ՀՅ 
3AE94FC.3ED0@ja2.so-net.or.jp> <5pammeSscg@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.138.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; 1) 


GSX-R wrote: 


ԵՏՔ !$&!<$s!"$5$9$,SK$3$3$*SGMhSkSH$*<j>e$2S$G$93 (Մ(՞՞չ 


258112 (JATZ$B8_495!$r;HSCSFSkS*M'C#S, $$$1$P!"$=$3$GF0:n%A%'%C%/$r$7$F$b$i$&!"¿ (J 
ՀՏ ! SHSSSE&SNSOSISESGSTSGSES+!) 18. (J 
2$B! !$=$3S$GSbF0S+SJ$1$1$P$1!<$VSkITNISN2DG=@-9b$/SIS4S*S9S7! #2 (J 


VV V V V V 


¿SBS"!#S=S$N<j$, $9"SJS“S7S?2SMI!D!#¿ (J 


¿SBS"SjS, SHS&S4S6SSS“S7S?!#¿ (J 

ATz$B8_495!SN%] !<%?%V%k$r;)$C$FS$Sk?M$, 6a=j$K$$$I$=$&$I$N$, ¿(J 
¿SB5SSKS+S$S+S3j$2S9S, !D!#¿ (J 

¿SB$JSsSHS$+S7SFS_S S9!#¿ (J 

—-MESSAGE FILE 20174 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
53html.html 


--MESSAGE FILE 20175 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0054htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: fujioka@fa2.so-net.or.jp (2j2721237é3) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Sat, 05 Jul 1997 02:22:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <fujioka$c62619970705022211@news1.scei.co. jp> 
References: <33AD11B8.F46@crd.ynu.ac. յք» 
NNTP-Posting-Host: 210.132.176.157 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿SBSOS8SaS*S7SF!#F#2, !J@S5!KSHS$SSSSS*S9!#¿ (B 
¿SBS&SASO¿ (BLAN: SBSGSASCSFS*S9!#5S$; }SASSSSSGSO! #2 (B 


> $B$^$:!"; d$, ; Nn$7$?$N$, ¿ (BLAN: SBSKShSkSUS ! SSSkE>AwSG$7$2! #32 (B 
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>DOS/Vz $BS$Kz (BLAN: $BS+!<%IS$rFM$C9~$s$G!"z (B10Base-T; 48560183) #2 (BMacLanz $BSHS$$6¢ (B 
>Windows¿$B$K¿ (BAppleTalk¿$B$r$+$^$;$k%"% nae, $"SkS$S86$9S, ¿(B 
>2SBS3SSSDSr%S%S%9%SH!<S3kS9SkKSb!I"SES*S/FOS+S:!"3 (B 


¿SBS&SASN4D6-SO¿ (BPC9821-Xal3z SBSH; (BPowerMac8500/120¢SBSISs$G$95S, ¿ (B 
éS$BSd$0$ 42 (BWin95¿$BB&$K!"¿ (B 


PC MACLAN for Windows 95 ¢SB!J3t!K%Gt#S"SSSFS#é (B 
¿$BDj2A¿ (8 \36,000 


¿SB$H$$S&¿ (BWindows¿$B$K¿ (BAppleTalk; $B$r$+$*$;$k%"% ence? 
2 $B=q$+$1$F$$$k$b$N$HF1$8J*$G$O!) !K$G5!7yNI$/%U%!%$%k¿ (B 
¿ $BE>Aw$dA$C$F$$$^$9!#z (B 


98: SBB&$Nz (BLAN; $B%+!<%I$O!"; (B 


LD-10/100PCI ¿$B%(%1%3%`3t<02q<R: (8 ¿$BDj2A¿ (8 \19,800 


ESBSGSO!#! TS 2?S@!"Sa!<$+%5%] !<SHSKFQS"S$42 (B(T.T)¿$B!K¿ (B 


ՀՏ801: ~SOSMSCSHSdSmS &S$<4X78SNSD!<SkSd%3%StOSSSikEySO; (BMac;SBSN; (BHD 
ESBSKCVSSSFE; HSCSFS*S7$2?!#!ISGSHS"$s$*S$ j=ES ?$$S=SUSHSOS5S9S, ¿ (B 
éESBSKSDSiS$S$GS$9!#!Kz (B 


¿SBF#2, !J@5!K¿ (B fujioka@fa2.so-net.or.jp 
--MESSAGE FILE 20175 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
54html.html 


--MESSAGE FILE 20176 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0055html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: Mac to Win 

Date: Mon, 07 Jul 1997 09:41:03 +0000 

Organization: N/A 

Lines: 40 

Message-ID: <33COB9AC.7579@crd.ynu.ac.jp> 

References: <33AD11B8.F46@crd.ynu.ac.jp> <fujioka$c62619970705022211@newsl.scei.co.j 
p> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


ESBS3SSSKSASO! #F#2, !T@S!KSSSsS!#SOS8SaS*STSE! #2 (J 


¿SBF#2, 176518: (J wrote: 

> 

> gSBSOS8SaS*S7TSF!#F#2, !T@SIKSHSSSSS*SO!l #3 (J 

> ¢SBS&SASOz (JLAN: SBSGSASCSFS*S9! #55; }SASSSSSGSO! #2 (J 


ESBS=S&SGSIS+IA!"SASOSJ!"5$; }SANISSSGS9S+!#e (J 
ESBSdSQ$7!"5S; }SANISS$3$H$, =EMWSISNSGS9SHSM! #2 (J 
¿SB3+H/SHS+SSS&S3SHSKSJSkSH!&!&!&!#¿ (J 


¿SBS&SASN4D6-SO¿ (JUPC9821-Xa13¿SBSH¿ (JPowerMac8500/120¿$B$J$s$G$9$,¿ (J 
¿$B$Sd$OS$Sj¿; (UWin95;$BB&$K!";¿ (J 


PC MACLAN for Windows 95 ¢S$B!J3t!K%Gt#S"SSSFS#E (J 
¿$BDj2A¿ (J N36,000 


¿SB%SN%/SO8-$3S&$GGcSC$FS-S?1081HG$r;HSC$F$dS3j3$2S$S7S?!#; (J 
¿SB1O81HGS0@SCS?2S+SiS+SJ!<1<1"FP|KNX81HGSr9XF- $+$J!A!#¿ (J 
¿SBS"SH!"¿; (JCopsTalk¿ oe =SUSHS, S"SIS*SOSM! #3 (J 
MACLAN2 SBShS$j!"4vJ,$+0BSSSGS9! #2 (J 


> 2SB01; ~SOSM%CSHSd$m$&S<4X78SNZD ! <$k$dS3SsSO%S%iEy$Oz (IMac; $BSNz (JHD 
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> ¢~SBSKCVSSSF;HSCSFS*S7S$?!#!TSGSb$"Ss$*Sj=ES ?$$S=SUSHSOS5$9S,¢6 (J 
> ¿SBSKS$SDSiSSSGS9!#!K¿ (J 


ESBS=!"S=S&SISSSG$S9St+!*3 (J 
ESBSbS7S+S7SF!"3 (J100BaseTz SBSGAHSsS$GSiS$CS7ScSkSHS+SHS+SHS+!#¢ (J 


¿$B%1%9$NEY$KKh2s=q$$$F$^$9$, !"¿ (J 

¿SBE*SrF@SJSS<ALdSKEzS (SF2<$5$5!"$"S5$,SHSESA4SESSS*S9l #3 (J 
¿ $B; 29MSKS7SF!"SSSm$S$Sm$d$ j$?7S$SNSOSdS*Sd$*SISs$G$9$,!"E(T 
ԵՏՔ. $S7TS5SSKS$+S*°S1SF! "LSS@STSKSbDSTSFS*S;Ss!#e (J 

ESB. 8y$7$2Si!"S$3S3SGS4Is9p$5$; SFSSS?7S@S-S*S9! #3 (J 


ՀՏՔՏՇՏՕՏՇՏՕ | #2 (J 


¿SB%SM%2%7¿ (J 

http://wwwl.scei.co. p/~cdy03243/ 

—-MESSAGE FILE 20176 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
55html.html 


--MESSAGE FILE 20177 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0056htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?iso-2022-jp?B?GyRCQD5AbhsoSiAbJEJNOjBsGyhK?=" 

<fwij7009@mb.infoweb.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?i1so-2022-jp?B?TELHSFRXOVZFM0OQbDJEIkSyREJCQkRhsoSg==?= 

Date: Thu, 14 Aug 1997 22:36:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33F309E3.9BEA7F46@mb.infoweb.ne.jp> 

Reply-To: fwij7009@mb.infoweb.ne.jp 

NNTP-Posting-Host: 202.219.18.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


258112 (JLIGHTWAVE3D; $B$rz (JWindows 952 $B%$%s%9SH! <3k$ 9SKSNSK! "IUBOSNS*SKSe3"SkSKS$0z (J 
Setup.exez $B$r5/F0$9$k$H5-$5$1$F$$$^$9$, !"¿ (JSetup.exez $BSUS! SS%kS, 8+Ev$?$j$^$; ¿(J 
ESBSs! #2 (JInstallzSBSH$$$&%US!%SS%kSOB8:_S9SkKSNSG!"S$3S15Sr;HS (SPSHSSSNSGS7SQgS&S+! #2 (J 
£$B!!22S+=iJbE*S9S .$k<ALd$+$b$7$1$°S;$s$, !">\$7$$I} $K65$ (SF$SS?S@S1S1SP9,SS¿ (J 
ESBSGS9! #2 (J 

2$B!!%9%?!<%?S-SCSHSOZHSKFOSSSFS+SiS*S@#1=54VSbS 2SCSFSSSISS=i124<TSGS9S, !":#¿ (J 
¿$B8e$H$b59$7$/$*4J$$$$$27$7$^$9! #3 (J 


¿S$B@>@n¿ (J ¢$BM:01¢ (J 
fwij7009@mb.infoweb.ne. jp 


-—-MESSAGE FILE 20177 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
56html html 


--MESSAGE FILE 20178 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0057html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Jiro Sezaki <sezakiQinterlink.or.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCMDUITBsoQg==?= 

Date: Sun, 01 Feb 1998 20:04:47 +0000 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <34D4D55F.EF651DA9Qinterlink.or.jp> 
NNTP-Posting-Host: 203.141.132.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


¿SB#C#Z#W#O#3#F#4#1#9SN@%:3jSGS9!#;¿ (B 


¿SB<+J, Տ647Շ157521ՀՏ` 171) !K$r:n$C$F$_$?$N$G; (B 
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ESBS" SCSWS7$ 2SSSNSGS9S, !"O5=LSD!<skSOSI$3$Gz (B 
¿SBSSS?S@S1SkSNSGS7SgS&S+!)¿ (B 
¿T B2EB Լայ eoks0 | VMSEŠHŞAŞMŠES< INŞNƏ «451 ««6(: 
ESBSGSOSESSSmM!<SISTS*S7$?!#z (B 

¿SBS*%SP%+SJ<ALdSGS9S, !"Sh$m$7$/$*4jSSS7$*S9l#e (B 


¿SB@%:j¿ (B ¿SBS8SmS&¿ (B 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 20178 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
57html.html 


--MESSAGE FILE 20179 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0058html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCMDU9ITBsoQg==?= 

Date: Sun, 01 Feb 1998 23:13:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <34D482F8.924B530B@émth.biglobe.ne.jp> 
References: <34D4D55F.EE651DA9@interlink.or.jp> 
NNTP-Posting-Host: 133.205.180.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBSOS8SaS*S7SF@%S:5S5S5s!"3 (BPsukez SBSGS9! #3 (B 


Jiro Sezaki wrote: 


¿$B<+J, $G4JC1$J%2!<%`!J!) !KSr:nSCSFS_S?SNSGz (B 
ee 
¿SBS$SSS?S@S1SKSNSGS7SgS&S+!) 

¿$B2rE`%D!<%k$O!V$MSCS$ ngasmses-<IWEN [!<%° %Z!<%8¢ (B 
ESBSG%S@ %S&%s%m!<% TSTS“ $7$?!#¿ (B 

¿SBS*%P%$+SJ<ALdSGS9$, !"$h$m$7$/$*4j$$$7$^$9! #¿ (B 


VV V V V V 


Lhasa ver 0.11¿S$BS$Sr%@%&%Ss%m!<%IS5$1$?SsS$GS9SM!#;¿ (B 
¿$B$= SN2<SK9b05= L=q8K4IM)%W%Sm%$O%i%`¿ (8 LHA Ver.2.55b 
¿SBSH$SS&$SN$, $"$J$^$9!#$3$1$0; (BMS—DOS; SBHGSJSNSG; (BDOS¿$B$G$b¿ (B 
S SBS0S+SkSh! <SCSF<+? .$, S"šk>19g5O53515r; HSCSF2<555S5!#; (B 


GUT¿SB2=S5S1SFSJS-ScCcSS$SSdS@SSS&SNSGS7S?SiS<SR¿ (BLHAZ SBSN:n<T¢ (B 
¿SB5H:j1IBY;aSN%s[!<%`%Z!<%8!" (B 
http://www.clione.co.jp/clione/lha/index.html 
¿SBSr8+SF2<S$S5S$SS!#S3SNS[!<%`%Z!<%8SKSSS/SDS+EPO?S5S51SFSSS իրի» (8 
¿SB$*4+SaSO; ( Ա ՏՐՈ —a YY D 5 ee <%& 
¿SB$4<+M3SKSHSSS&S3SHSGS9!#¿ (B 


%'%"!<SJSNSG;¿ (B 


¿S$SBS$S"SHSO¿ (BCD- a sa ;o$J$s$+$K$O%SU%Sj!<%$&%'%"!<S$G0O5=L;¿ (B 
¿SB2rE`SD!<%k$, G[ [S5S1SF5A BN Bet (B 


= 


¿SB0J>eS$SGS$9!#S*S?SoS+SiSJSSS3SHS,S"S1SPJ9SSSF2<S5SS!#¿ ( 


Psuke 
mailto:p_suke@mth.biglobe.ne. jp 


—-MESSAGE FILE 20179 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
58html html 


--MESSAGE FILE 20180 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0059html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCMDU9ITBsoQg==?= 

Date: Mon, 02 Feb 1998 21:12:21 +0000 
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Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <34D636B5.1888F789@interlink.or.jp> 

References: <34D4D55F.EE651DA9@interlink.or.jp> <34D482F8.924B530B@émth.biglobe.ne.jp 
> 

NNTP-Posting-Host: 203.141.132.209 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


éSBHS>o$K=u$S+$j$S*S7S?! #2 (B 
ESBS"S5S, SHS&S4S6SSS*S7S?2 1 #3 (B 
¿$B$3$1$+$i$b$h$m$7$/$*4J$$$7$^!<$9!#z (B 


¿SB@%:j¿ (B ¿SBFsO:¿ (B 
E-mail sezaki@interlink.or.jp 


-—-MESSAGE FILE 20180 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
59html html 


--MESSAGE FILE 20181 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0060html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCOjJRGIyEhPzVGcxsoSg==?="_ <nhs50669@hal.ac.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?I1SO-2022-JP ?B?GyRCJUchPCU/RT5BdyQs018kXiRDJEYkNyReJCYhIiEiGyhK?= 
Date: 19 Feb 1998 16:33:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <01bd3d53$f3511880S541cd8cb@pc-9821xt13.hal.ac.jp> 
NNTP-Posting-Host: 203.216.28.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SBSOS8SaS“ST7SF!##S!"#SSH?=S7S“S9!#¿ (J 
¿SB3+H/>e$SSmSSSmSHSoS+S1SJSSS3SHS,B?S/:SSCSFSSS *S9!#¿ (J 

é SBSISkSY$/<+J, $G2r7h$G$-Sk$h$&4hD%$ j$*$9$, !"$_SIS5Ss$Nz (J 
¿SB=u8@SrF@SiS1$?$i4rS7S$SGS9!#SIS&S$>ShSmS7S/S*4j)SSS792991!1#¿ (J 


¿SBS=$S3SG<ALdSGS9S, !"3 (J 
¿SB#s#i#of#choln#s%$3%*%$s%ISGRP#SSK%$G!<%?$rAw$C$FSS$k:GCf$K!"¿ (J 
2$B!Vz (JBINARY WRITE:time out¿$B!WSH$S$&%a%C%; !<%8ŚH$H$b$K;¿ (J 
ESBE>AwS, ;_S*SCSFS7S*SE&S3SHS,B?!9S"S5S*S9!l#e (J 
E$BKh2s;_S$*S$kSTISiSHSDS+S/!"#22SSK#12sSOSiSSSHSSSE&S"SSS*SSS5S,¢(d 
ESBShS/M}2r$G$-S*S;Ss!#¢ (J 

2$B!Vz (JBINARY WRITE:time out;$B!WSNSGSk860x$H!"$=SN2r7hJd}K!$rz (J 
ESBS<SRS4=u8OS*45SSSSS?S7S*S9!l#e (J 


éESBSASJS_SK<+J, S$N3+H/>u67$GS9! #2 (J 
¿SB!&#9#8Sr;HMQ!J#P#C!]#9#8#2#1!!#X#tCH1FI3! !K!#%SaSb%$jSOF#4#8#M!#; (J 
¿SB !&#W#i#n>eSN#D#O#SAkSGSdSCS$SFSSSAS9!#!JSUSk%9%/%j!<%SssSOSdS3j¿ (J 
¿SBS:SiSSSNSG!"1" "IK; (J 
¿SB!&#D#OTFSSNSsSasb%jS$SO!"4D6-JQ?tSN=i4 
¿SBS9SYSF<+F0SGS9!#¿ (J 
¿SB!&B>SNSWsms%s0%si%S`SNMSQ@hEYSO:GDc!#;¿ (J 

¿SB!&F1;—-$KN)SA>e$S2$FSSSk%"%$W%j%S1!<%7%g%s$OS (S/%9%W%m!<%iSH;¿ə (J 

2 SBS (3G3#3?7S0SiSS ! #2 (J 

£$B! &E>AwB.EYSO#3#8#4#0#0SKS7TSFS"S4S*S9l#z (J 

—-MESSAGE FILE 20181 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
60html.html1 


%5%$%:SO#1#O0#2#4!#S"SHSO¿ (J 


--MESSAGE FILE 20182 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0061html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "S,S" <nhs50669Qhal.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?ISO-2022-JP?B?GyRCSmRCLRsoSg==?= 
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Date: 19 Feb 1998 21:06:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <01bd3d7a$2d351580S6elcd8cb@pc-9821xt13.hal.ac.jp> 
NNTP-Posting-Host: 203.216.28.110 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


25817: (JBINARY WRITE:time outz$B!WSNAOSK! "3 (J 

¿SB!V¿ (JBINARY TRANSFER QUIT:time out; $SB!WSHSSS&%a%C%; !<%8S,¢ (J 
¢SB=P$k$3SHS,B?SSSGS9! #32 (J 

2SB;_S*°Sk%S?S3S%_%SSS0SO!"%SG!<%S?SrE>AwS7=*S (S?D>8eS,B?SSSGS9! #2 (J 
ESBS"SHSO#G#HOS3S°SSSISESISTSNSK!IMIMIMI HS (J 

—-MESSAGE FILE 20182 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
6lhtml.html 


--MESSAGE FILE 20183 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0062htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "chiyo" <chiyo@infoaomoir.ne.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 
Subject: =?iso-2022-jp?B?UmU6IBskOiVHITW1POU+QXckLDt fUF 4kQyRGIDckXiOmISThihsoQg==?= 
Date: Sun, 1 Mar 1998 18:58:32 +0900 
Organization: PlayStation Net Yarouze 
Lines: 21 
Message-ID: <6dbbt9Sa23@newsl.scei.co.jp> 
References: <01bd3d53$f3511880S541cd8cb@pc-9821xt13.hal.ac.jp> 
NNTP-Posting-Host: 202.216.97.14 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBS! S#SS5SsSSOS8SaS*S7SFz (Bchiyo¿$B$H?=$7$^$9! #¿ (B 
¿$B:#2s$,=i$a$F$NEJ9F$K$J$J$^$9!#¿ (8 
iSBSD$$:G6aF~2q$7$?SPS+S4SND6%IAG?MSG$9! #3 (B 


>¢SB!Vz (BBINARY WRITE:time out;SB!WSNSGSk860xSH!"S=SN2r7hJ}K!Sr¢(B 
>¿$BS<SRS4=u8@S*4jJSSSSS?S7S“S9!#;¿ (B 
>¢$B!&E>AwB.EYSO#3#8#4#0#0SKS7TSFS"SIS*S9! #2 (B 


2$B; d$b$*$C$?$/F1$88=>]$,=P$*$7$?! #2 (B 
£$B2?8NS+SOSo0S+SiSSSNSGS9S,;dSN>19g!"E>AwB.EYSrz (B9600BPS¿SBSK; (B 
¿SB$S7S?S1iS&S“S/SSS-S S79?1#] (B 


¿SB#P#C%šO!<%IQ@)8B>eSN%$7%j%"%SkE>AwB.EYSO¿ (B115200BPS¿$SB$J$NSG$95$, ¿ (B9600BPS 
¿$B0J30$0F1$88=>] $, =P$F$7$^$C$F$^$9!#$J$<$J$s$G$7$g!<$M!)¿ (B 


ESBSASTS_SK; dSN#P#CSOz (BTX97¢SB%°%6!<z (B/MMXPent ium233MHz2SBSN%S7%g%C%SWz (BPC $B$G$9!# 
¿ (B 


¿SBSAShSdS5Ss¿ (B(chiyo) 
chiyo@infoaomori.ne.jp 


—-MESSAGE FILE 20183 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
62html.html 


--MESSAGE FILE 20184 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0063htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "S,S" <nhs50669@hal.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?ISO-2022-JP?B?GyRCI11IjZSEnJUchPCU/RT5BdyQs01 8kXiRDJEYkNyReJCYh1IiEiGyhK?= 
Date: 1 Mar 1998 15:58:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 42 
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Message-ID: <01bd452aSb0006200S761cd8cb@pc-9821xt13.hal.ac.jp> 
NNTP-Posting-Host: 203.216.28.118 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


> ESBS! S#SSOSsSOS8SaS*S7SEFz ( ԱԱ» $7$^$9!#¿ (J 
> ¿SB:#2sS,=1SaSFSNEJ9FSKSJS3jS S9!#¿ (J 
> ¿SBSDSS:G6aF-2qS$7S?SPS+$jSND6%IAG?MSGS9!#¿ (J 


ESBSOS8SaS*S7SF!"#c#h#i#ty#oS5$s! #<+I, SoOSHSFSbLS=O<TS$G$9S, ¿ (J 
ESBSIS&S>Sh$SmS7$/S*45SSS7S*S9l #2 (J 


> ¢$B; d$b$*$C$?$/F1$88=>]$,=P$*$7$?!#e (J 
> ¢$B2?8NS+SOSoS+SiSsSNSGS$9S, ;d$N>19g!"E>AwB.EYSr¢ (J9600BPS¿SBSK¿ (J 
> ESBSTS?$iS$E$*$/S$$$-S*$Ts2l#e (J 


ESBtIF6HOFOSGSIS+! #SGSHS3S1S@SHSHSFSbDCYSSSGS9SHSM!<!T!0!0! (¿ (J 
ESBH3S#8#4#0#0SGS5S (CYSS! *SH46S8SFSSS*S9! #3 (J 
ESBEDHOHS ! PH#VSOSSSSSGSIOSHSM! ##9#8SN#3G\ SNE>AWB.EYSISSSF! #2 (J 


> ¿SB#P#C%šO!<%IQ@)8B>eSN%$7%j%"%kE>AwB.EYSO¿ (J115200BPS; SBSJSNSG$9$, ¢ (J9600BPS 
> -SBOJ30SOF1$88=>]$,=PSFS7S*SCSFS*S9!#S5IS<SISsSGS7S$g!<SM!) 2 (J 


¿SBS&!<Ss!"#3#8#4#0#0SQSHB.S9S.SFOBDjJS7SJSSSNSGS7SgS&S+!#¿ (J 
ESBSGSD#ELFLESHZ#OFOS* SGHOFKSH8 @SCSFSKSNS@S+SiTOSGS9OSHSM! #3 (J 
¢$BA4A3%0!<SISK>\$7S/STISSSNSGSISSSHSHSOS+SiSTSSSGSO!#ITIO!O! (g (J 

¿SBSGSb@8#D#O#S4D6-!J#W#i#nSrN)SA>e$2SJSS!KS@SH!"A4S/S3SN8=>]SO (J 
¿SB5/S$S3$S1SJSSSNSG!"#P#SSK%$G!<%?E>AwCfSK#W#i#n#9#5%$, %P%C%/¿ (J 
ESB%0%SiS&SSSISG27S5+=hM} Sr$7$?SHS—SK;_S*Sk!J;_S*SjSdSISS!KSN;: (J 
éESBSGSO!) SHM=A[S7SFSSS*S9!#!ISGSbDBP: vI}SOSoS+SiSJSS!J>P!K!Kz (J 


> 
2 SBSASJS_SK; dSN#P#CSOz (JTX972$B3*°36!<z (J/MMXPent ium233MHzz SBSN%7%g%C%W; (UPC¿ $BSGS91!# 
¿ (J 


¿SB#M#M#X#24#3#3!"WITWITNVANSA STSSIMIMIM LES (J 
ESBKMSN#P#CSO#PHCHIOFOHZHL ! LHXHCHLES! ISZESSFSHES"S HLESHSHMHH#EZ I KSGSIE (J 
ESB! #¢ (J 

OBSA STI N #SNSH$3ŞMA4A3ITJX$S5Şr46$8$F$$$IŞ$ŞN$G$9Ş, IMs (J 
¿SB#W#i#n#d#o#w#sSG#3#DSN%S2!<%`Sr: ngksusagusncyessésnfasust լ հւ (J 
¿SB$G$SbSH$j$"S (S$: #WHitntd#totwts SWSMS0Si%> SNAOSK#PHSSGSO!*3 

2SBH1#2K| $b$7$?SNSG$9$+$iM-8zSK3hMOS7SISSSH! #3 (J 

.cBFqS7SSS35H; 308 SNEPESSGSOS, $*8, Sm j Sama 


¿$B:4F#!!?5Fs!J#S!"#S!K¿ (J 
nhs50669@hal.ac.jp 


—-MESSAGE FILE 20184 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
63html.html1 


--MESSAGE FILE 20185 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0064htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?I1SO-2022-JP?B?GyRCJUChPCU/RT5BdyQs018kXiRDJEYkNyReJCYhIiEiGyhC?= 
Date: 2 Mar 1998 10:23:19 GMT 

Organization: IIJ4u user 

Lines: 37 

Message-ID: <6delanS$d35@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.130.72.5 

Mime-Version: 1.0 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Milk 1.0-alpha2/Javal.1+Swing1.0 


ESBSISHSGS9! #2"; 39GS9! #2 (BPC-9821Xal6 ¢SB%£!<%6SGS9! #2 (Ց 


In article <01bd452aSb0006200S761cd8cbh@pc-9821xt13.hal.ac.jp> 
"S,S" <nhs50669@hal.ac.jp> writes: 
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> ¢SBEIF6H#OFOSGSOS+! #$SGSDS$3S1S@QSHSHSFSHCYSSSGS9SHSM!<!T!0!0! (¿ (B 
> ¢SBHE3#8#4#0#0SGS5S (CYSS! *SH46S8SFSS$*S9! #3 (B 
> zg SBED#O#FS! 2#VSOSSSSSGS9SHSM! ##9#8SNH#3G\SNE>AWB.EYSJISSSF! փ: (B 


ESBS3SSSISNS"SIS*SO! #2 (ՔՔՇ-98 ¿SBSGSb¿ (B 115200 չ585՞ՏՇ91515՞591 #3 (B 
# ¢SB@kEA! #2 (B 


http://wwwl.scei.co. jp/~ekb01823/siocons/ 


> ¿SBS&!<Ss!"#3#8#4#0F#0SQSHB.S9S.SFOBDJS7SJSSSNSGS7SgS&S+!# (B 
> eSBSGSb#14145#2#040S%* SGHOFKSH8 @SCSFSKSNS@S+SiTOSGSISHSM! #3 (B 


¿SBSHSjS"S (S:;WSSIUS/E@SO!"¿ (B 


¿SB!&¿ (BDOS ¿SBAk$N!V$W%$m%$QO%$F%$#"*$=$NB>"*B>$N%$W%m%0%i%`$NM$SQ@hEY!W$rDc$K$7$F¿ (B 
¿SBS$SSSJSS¿ (B 


¿$B!&¿ (Bsiocons ¿$B$, :G?7HG$GSOSJ$SŠS¿ (B 
¿ $B; dA$N>19g!"¿ (Bsiocons ¿$B$NHG$,?7$7$/$IJ$kK$K$7$?$, SCSFOBDjJS7SFS—-S?SNSGS$9¢ (B 
¿$B$, !D:G=iSNHGSGSO;dSb; (B 9600 ¢SBS$,SSSSSHS3SGS7S?!#¢ (B 
ESBS?S@!":G6aF~2q$5S1S5?7?SNSGS7$?Si!"<+F0OE*SK:G?7HGSNSOS:SGS9S7!Dz (B 


$B! &%3%M%/%2SNQ@\? (¿ (B 
PC ¿$BB&!"¿ (BPS ¿SBB&SN%3%sM%S/%?Sr2?2sS+H4SSSFS5S7SFS_SKkSH2-A1S9SkS3SHS,ST (B 
¿SBSjS“S9!#¿ (B 


ՀՏ8ՃՏԱՏՏՋ:: (B 
éSB<~S35SN5 ! 3#$dS1!<SVSKSN3NZS%:S, SNSCSFSSSk! #31! <SVSkKSN<h$ j2s$7$rdQz (B 
¿SBS (SFS_SkSHS+! #2 (B 


¿$B?";3¿ (B ¿SB8g;J¿ (BSE SBFFSN@8I*0&9%S2H; (B 

http://wwwl.scei.co.jp/~ekb01823/ 

—-MESSAGE FILE 20185 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
64html.html 


--MESSAGE FILE 20186 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0065հեռԼւ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "S,S" <nhs50669@hal.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVHITW1POU+QXckLDt fUF 4kQyRGIDckXiOmISThihsoSg==?= 
Date: 2 Mar 1998 13:48:26 GMT 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <01bd45e1S$8d7d5000S$5elcd8cbh@pc-9821xt13.hal.ac.jp> 

References: <6delan$d35@newsl1.scei.co.jp> 

NNTP-Posting-Host: 203.216.28.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB?";3S5SsSOS8SaS*S7SF!"S3SsSKSASO!#;¿ (J 


> ¢~SBS3SSSISNS"SjS*°S9!#¢ (ՄՔՇ-98 ¿SBSGSb ¿ (J 115200 gSBS*SG9TS1S*S9! #2 (J 
> # ¢SB@kEA! #2 (J 

> 

> http://wwwl.scei.co. jp/~ekb01823/siocons/ 


ESBS*S*!"S3S1SOTXMx! *S3SNS"SHAAB. 9TSCSFMHS*S9O! #2 (J 


> gSBSHSj$"$ ($:;WSSIUS/E@SO! "3 (J 
> 
> 2$B!&z (JDOS 

éSBAKSN! VSWSm%sQ%F%S#"*S=SNB>"*B>SNSWSmS0Si%° SNMS@hEY! WSrDcSKS7SF3 (J 
> ¿SBSSSJSS¿ (J 

> 

> ¿S$SB!&¿ (Jsiocons ¿$B$,:G?7HG$GSOSJ$S¿ (J 

> ¿ $B; dA$N>19g!"¿ (Jsiocons 

¿SBSNHGS, ?7$7$/STSkSK$7$?$, $ŞC$FOBDj$7$F$-$?$N$G$9; (J 

> ¿$B$, !D:G=i$NHG$G$0;d$b (J 9600 ¿$B$,$$$$$H$3$G$7$?!# (J 
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> ESBS?S@!":G6aF~2q$5S1S5?7?SNSGS7$?Si!"<+FOE*SK:G?7HGSNSOS:SGS9S7!Dz (J 
> 

> ¿SB!&%$3%$M%/%?SNQ@N? (2 (J 

> PC ¢SBB&! "3 (JPS 
¢SBB&SN%S3%M%/%2S$r2?28S+H4SSSFS5S7SFS_$kSH2~A1S9SkS$3SHS,S"3 (J 

> ESBSIS*S9 #2 (Մ 

> 

> ¿SB!&%sN%S%:¿ (J 

> 

ESB<~SISN5!3#SdS1!<SVSkKSNSNSS%3:S, SNSCSFSSSk!#%S1!<%sV%skS$SN<hS3j2sS7SrJQ;¿ (J 
> ¿SBS (SFS_SkSHS+!#¿ (J 


ESBS"STSPSSSIS"SIS, SH$&%4S6SSS*S9!##m!J!2!K#m¿ (J 
¿SB#D#O#SAKkSNSWSmSOSF%#4X78!JMSQhEYSHšaSb%3j!KSO#F#A#OSNDLS3¿ (J 
ESBOTSCSFSSSKSNSG!"B>Sr;nS7SFS_S*S9! #2 (J 

ESBSASIS_SKF~2q$O5nG/SN2FSG! "#s#ito#tc#Ho#n#sSOBESSS*S*SGS7S2! #2 (J 

ESB! JOLEY:C@*S7SFS7TS*SCS?SHSNSG!IT!IO!LO! (1 (1 (!K¿ (J 
ESBSTS+S7!VSMSCSHSd$m$&$<!WS,$=Sm$=SmSIS/SISk!IJSNS+SJ!) !KSHJOSSSF!"3: (J 
ESBS"SOSFSFS%S?; OSaS?S7S@SSSG6S9! #2 (J 
¿SB:#SOSJSSSHS+>/S7S:SDSoS+SCSFS-S?SNSG!"SH$jS"S (S: TASKSISCS?¢ (J 
¿SBJ*SrAaS/:nS$j$S"S$S2S?SSSGS9!#¿ (J 


¿$B:4F#!!?5Fs!J#S!"#S!K¿ (J 

nhs50669@hal.ac.jp 

--MESSAGE FILE 20186 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
65html.html1 


--MESSAGE FILE 20187 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0066htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCJSI1LOyVzUVYlaRsoQg==?= 

Date: Tue, 10 Mar 1998 22:32:16 +0000 

Organization: PlayStation Net Yarouze 

Lines: 14 
Message-ID: <3505BF70.928DB671@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.247 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESB2ZqGOWHN#OFCHZH#WHOFSHSH#LEISNGS: JSGSO!#e (B 


ESBS3S$$15+S$i!VS"%S; SS3VSi ! WSKSDSSSFIY6/S$7Sh$&SH; WSCSFSSSKSNSGS9S, ! "2 (B 
¿SBSoS+$j$SdS9SSKNSJSISOSJSSSGS7SgS&S+!)¿ (B 
é$B%<%m$+$i$N%9%?!<SHSISNSG!">\$7$/2r@b$, SNSCSFSSSkK\SrC5$7SFS$$*$9! #2 (B 
¿SB$*S9S9SaSGS-SkKNS, $4$6$$$^$7$?7$i!"65$ (SF2<S5$$! #2 (B 


ESBSASCSQOSI5!VS"S; SSSVSi!WSHSSSE&ESNSOFGS7SSSNSGS7$g$&$+!)¢(B 
ESBSh$m$7$/!*¢ (B 


¿SB@%:j¿ (B ¿SBFsO:¿ (B 
E-mail sezaki@interlik.or.jp 


—-MESSAGE FILE 20187 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
66html.html1 


--MESSAGE FILE 20188 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0067html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?1S0-2022-JP?B?GyRCJSI1OyVzJIVYlaRsoQg==?= 
Date: 12 Mar 1998 14:06:13 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 31 

Message-ID: <3507e8elp7453@base.minoru.isl.intec.co.jp> 
References: <3505BF70.928DB671@interlink.or.jp> 
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NNTP-Posting-Host: 210.132.156.34 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <3505BF70.928DB671@interlink.or.jp>, sezaki@interlink.or.jp says... 

> 

>ESB2qOwtNtO#cHZH#WHOFSHSHFLEISNGS: JSGSOI! #2 (B 

> 
S ԱՑ eae) 56 5 s անի WSCSFSSSkSNSGS9S, !"¿ (B 
>¿SBSoS+$SjSdS9SSKNSJSISOSJSSSGS7SgS&S+!) 

eas Y ԱԱ աի աա I D ԱԱ ՈՄԱ ՆԱ Կան ԱԼՈ ՄՈԼ 

>ESBS*S$9S9Sa$GS-SkK\$, $4$6$$$^$7$7$i!"65$ ($F2<$5$$!#¿ (B 


ԱՏՆ ՏՏ S Տ"ՏյՏ՞Տ9Տ, |": (BPS ¿SBSG%"%;%s%V%i$SrSdSmS&!" (B 

S SBSHS$S$&>19gS03 (B 

¿SB!V¿ (BMIPS RISC ¿$B%"!<%-%F%/%A%c!Wė (BG.Kane ¿SBCx¿ (B ¢SBA0G@n4FLu; (8, ¿$B6&N)=PHG< 
R¿ (B 
¿$B$, I, ?\$C$H; W$$$^$9!# (B 


¿ $BOU30$K%"%; SSSVSi4XO"SNK\S,B7SCSFSSSKSNS,2(B Intel ¿SB7OSN¿ (B CPU ¿$B$G!"¿ (B 
CISC ¢SBSHSSS&S3SHSbS"SCSFS/$;$,$I$/!"L2NaBN7OSbS0$+$ jSdS9SSSHSNSK; (B 

ESBSISCSESSS*SO! #3 (B 
x86 gSBSGCCN}$7SFS+Siz (B MIPS ¿$B$rJY6/$9$kJ)K!$b$"$j$%$9!#¿ (B 


2 SBS"SHSO!"z (Bgcc -S ¢$BSG%"%; 3s%$VSi=PNOSLrFIS$ > SNSbIY6/SKSISj$*$9! #2 (B 
¢$B:GE, 2=$J$7!"; (B-Oz$B!"z (B-02¿$B!"¿ (B-03 ¢SBSNOcS$$, $h$/S0$+$4$*S9! #3 (8՞՞ 


>¿SBSdSCSQOSJ!VS$"%; SsSVSi !WSHSSSESNSOFGS7TSSSNSGS7Sg$&$+!) 2 (B 


ե) 


MIPS ¢SBSN>19g!"CY1d%9Sm%C%HS, S"SkKSNSG!">/S7FIS_SESiSSSGS9! #3 ( 


¿SB#37nCf;¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 20188 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
67html.html 


--MESSAGE FILE 20189 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0068html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1LOyVzJIVYlaRsoQg==?= 

Date: Fri, 13 Mar 1998 20:30:45 +0000 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <35099774 .ED4200EB@interlink.or.jp> 

References: <3505BF70.928DB671@interlink.or.jp> <3507e8elp7453@base.minoru.isl.intec 
. Co. p> 

NNTP-Posting-Host: 203.141.132.250 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


¿SBJV?.S"SjS,SHS&S4S6SSS“S7S?!# (B 

¿SB!V¿ (BMIPS RISC ¿$B%"!<%-%F%/%A%c!Wę (BG.Kane ¿$BCx¿ (B ¿SBAO@n4FLu¿ (8, ¢$B6&N) =PHG< 
R¿ (B 
ESBSNK\Sr9OXF~S7SFS_S*S9!#¢ (B 


¿SŠB@%:j¿ (B ¿$BFS 
O:¿ (B 


sezaki@interlink.or.jp 


—-MESSAGE FILE 20189 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Steve Dunn wrote in message <6invjjS$Sjpr30@chuka.playstation.co.uk>... 

>I vote for (in order of egotistical value coz I wrote em, followed by 'real 
>faves') 

> 


In that case, I vote for the following because I wrote the music on them... 


Taskforce (Players) 
Galdregon's Domain (Pandora) 
Xenomorph (Pandora) 

Volfied (forgotten) 

Cool Croc Twins (Empire) 


Actually, all of them were rubbish. MY real top games were 


Delta 

Mega Apocalypse 
Wizball 
Bubble Bobble 
Super Pipeline 2 


Classics every one. 


Mark 


—-MESSAGE FILE 2146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00849 


—-MESSAGE FILE 2147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000850 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 18:16:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6iq5uaSaek2@chuka.playstation.co.uk> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6iprg3$jpr39@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm039.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Dont quote me on this but I seem to recall an interview with one of the 
>Graftgold progammers expalining how Hewson ripped of thier developers and 
ended 

>up declaring bankruptcy to avoid lawsuits. 

> 


The last I heard from Graftgold was the PlayStation version of Rainbow 
Island a year or so ago. They've advertised in Edge fairly recently too I 
think. 


Mark 


—-MESSAGE FILE 2147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00850 


—-MESSAGE FILE 2148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000851 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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68html.html 


--MESSAGE FILE 20190 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0069html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1LOyVzJIVYlaRsoQg==?= 
Date: Fri, 13 Mar 1998 23:29:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <19980313232950kamon@mail.web-hyogo.or.jp> 
References: <3505BF70.928DB671@interlink.or.jp> 
NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


2 SBF1S8#N#Y2qOwSN; (BKOH¿ SBS5$S$N%Z!<%8SKS"%3; $s%V%$i9V:BS,S"$kSh!# (B 


http://www.inetmie.or.jp/~koh/ 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20190 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
69html.html1 


--MESSAGE FILE 20191 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0070htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1LOyVzIVYlaRsoQg==?= 

Date: Sun, 15 Mar 1998 12:03:12 +0000 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <350BC380.B82EEB75@interlink.or.jp> 

References: <3505BF70.928DB671@interlink.or.jp> <19980313232950kamon@mail.web-hyogo. 
or. p> 

NNTP-Posting-Host: 203.141.132.241 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


Taro Kamon wrote: 
¿SBF1S8#N#Y2q0wSN¿ (BKOHZ SBSSSSSN%SZ!<S8SKS"%S; SSSVSIiIV: BS, S"SkSh! #2 (B 

http://www.inetmie.or.jp/~koh/ 

hte os Zea as Re Ape eames 


kamon@mail.web-hyogo.or.jp 
Taro Kamon 


VVVVVVV 


ESBS*$) I*a (B 
éSBS=$sSJ9V:BS,S"SkSNSGS9S+!*!*3 (B 
¿$B$3$1$+$iAaB.9T$C$F$-$^$9!#¿ (B 
¿SBS"Sj$S, SHS&!*¿ (B 


¿SB@%:j¿ (B ¿SBFSO:¿ (B 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 20191 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
70html.html 
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--MESSAGE FILE 20192 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0071html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Jiro Sezaki <sezakiQinterlink.or.jp> 
Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCJF4kPyReJD88QUxkGyhC?= 
Date: Sun, 15 Mar 1998 12:06:06 +0000 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <350BC42D.20E6F269@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.241 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBS"STS3SSSNSPSSSEVSNI}K!SCSFSISESISkKSSSGS9S+!) 2 (B 
é SBCNSCSFS*SiS1$kd}!"65S$ (SF2<S5SS!#¢ (B 


éSBS=S1SH!"8=:_H/Gd$5S1SFSSSk!VSG%eES"SkS7SGSC%/ ՈՏԻ (B 
¿SBO1@NAOSN!V%$"%J%3%s!WSHSO2?S+O0cS&SNSGS7SgS&S+!)¿ (B 


¿SB@%:j¿ (B ¿SBFsO:¿ (B 
E-mail 
sezaki@interlink.or.jp 


—-MESSAGE FILE 20192 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
7ihtml.html 


--MESSAGE FILE 20193 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0072html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Utsunomiya Keiichi <utsunomiya@sharpoa.co.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: =?iso-2022-jp?B?GyRCIlcjaSNuI2QjbyN3I3MjTiNUIzQhJSMwJEczK0gvGyhC?= 
Date: Wed, 18 Mar 1998 12:56:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <350F45F4.9D9C3F83@sharpoa.co. յք» 

NNTP-Posting-Host: 210.157.237.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


¿SB#U#t#s#u#n#o#m#i#y#aSGS9!# (B 


ESBEWHitn#td#totwts #N#TSGSN3+H/SOSGS—$%*S;Ss$Hz (B 
ESBS"S$5S°S9S, HWHitn#dtotwHSHN#TH4 ! SHO! \#SH#PH3SGE (B 
ESBeStatm#pH 1 #$eswsms0Sis > Sr<BOTSISk;v$, $G$-z (B 
ESBS*S7S? ##WHLENEAHOHWHESHENHETSG3+H/S, SGS—-SkShz (B 
ESBS&SI5$S$,S9SKSNSGSIS, !#>NS7SSS+S?SSS%¿ (B 
¿SBS;SsS+!# (B 


[BKK * k 1 KKK KKK KKK k k k k k k k k k k k k KK / 


Utsunomiya Keiichi 


Mailto:utsunomiyaQiyo.ne.jp 
[BKK RK KKK KKK k k KK k k k k k k k k k k k k k k. / 


--MESSAGE FILE 20193 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
72html.html 


--MESSAGE FILE 20194 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0073html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!sada 

From: sada@xa2.so-net.ne.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: ¿SŠB#W#i#n#d#o#fwi#s#N#T#4!S#0SG3+H/¿ (B 
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Date: 14 Apr 1998 07:22:19 GMT 

Organization: NY 

Lines: 25 

Message-ID: <6gv2rb$597@newsl.scei.co.jp> 
References: <350F45F4.9D9C3F83@sharpoa.co. jp> 
NNTP-Posting-Host: 210.132.210.33 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


¿SBS+SJSJCYSSSU%S)%m!<SGS9S,¿ (B... SB! !# (B 


¿SBS3SsSKSŠSASO!"#U#t#s#hu#n#o#m#fitfytaS5Ss!#; (B 
¿SB2<Bg1`$H?=S$7S-S9!#;¿ (B 


In article <350F45F4.9D9C3F83@sharpoa.co.jp>, utsunomiya@sharpoa.co.jp says... 
>¢SBHWwHitn#tdtotwts#N#TSGSN3+H/SOSGS-S$%*S; $sSH¢ (B 

>eESBS"SjS*°S9S, #W#i#n#d#ofwis#N#T#4!S#O!NE#SHRP#3SG: (B 
>¿SB#S#a#mip#l#eswW%Sm%s0%i%S`$r<B9TS$9S$Sk;v$,SGS-:¿ (B 
>¿SBS%“S7S?!##Wfi#n#d#o#fwf#s#N#TSG3+H/S,SGS-SkShe (B 

>ESBS&SI5$$, S9SkSNSGS$9S$, !#>NS7SSS+S?SSS%¿ (B 

>¿$BS$;SsS+!#¿ (B 

¿SBS"S*$Sj>NS7S/SOS"SjJS“S;SsS, !#¿ (8(՞՞չչ 


¿ $B; dSbF1$84D6-2 (B(NT4.0+SP3) ¢$B$G;n$7$?=4!"22?SHS+<B9TS9ISkS3SHS, $G$-$^$9$, ¿ (B 
siocons;$B$,$?$°SK;_S$°SCSFS7S*SSS*S9! #¢ (1 
ESB! t$"S=S$3S*SGz (BDOS¿ $B8GM-$N%=!<%9$G!"$h$/$3$3$^$GF0$/$H46?4$7$F$7$^$C$?!#; (B 
GDBz SBSNJ} $OF0$-$^$; $s$G$7$?!#¿ (B 
¿SB#U#t#s#hu#n#o#m#i#y#aSN4D6-S$SGSOS=S$S&8@SCS$?LdBjJSOSJSSSGS7SgS&S+!)¿ (B 
¿SB!tLdBj$SJS$SSSNSJSi2?$+$,O0c$&$N$+$J!)¿ (B 


ա 


£$B%3%s%Q%SSk! &%53%S%/SOFCSKLGBISIS/SGS-S?ShSESG$9! #2 (B 


¿SB2<Bg1`¿(B ¢SBDg42;(B (sada@xa2.so-net.ne. jp) 
—-MESSAGE FILE 20194 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
73html.html 


--MESSAGE FILE 20195 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0074htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Keiichi Utsunomiya <utsunomiya@iyo.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?iso-2022-jp?B?GyRCI1lcjaSNul20jbyN313MjTiNUIzOQhJSMwJEczKOgvGyhC?= 
Date: Tue, 14 Apr 1998 23:16:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <35336FB6.4A73DBF4@iyo.ne. Ք» 

References: <350F45F4.9D9C3F83@sharpoa.co.jp> <6gv2rb$597@news1l.scei.co. յք» 
NNTP-Posting-Host: 210.157.237.55 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (WinNT; 1) 


ESBS3SSSKSASO! "#U#t#sHtudntotm#i#ty#aS5Ss!#e (B 
¿$B2<Bg1`$H?=$7$^$9!#¿ (B 


¿$B; dSbF1$84D6-2 (B(NT4.0+SP3)¿$B$G;n$7$?=j!"2?$H$+<B9T$9$k$3$H$, $G$-$^$9$, ¿ (B 
siocons¿$B$,$?7$^$K;_$^$C$F$7$^$$$^$9!#z (B 

ESB! tS"S=$3S%SG;: (BDOS $B8GM-$N%=!<%9$G!"$h$/$3$3$^$GF0$/$H46?74$7$F$7$^$C$?!#¿ (B 
GDB¿ SBSNJ} SOF0S-S$%*S$;SsSGS7$?! #2 (B 
¿SB#U#t#s#hu#n#o#m#i#y#aSN4D6-S$SGSOS=S$S&8@SCS$?LdBjSOSJSSSGS7SgS&S+!)¿ (B 
¿$B!tLABj$J$$$N$J$i2?$+$, 0c$&$N$+$J!)¿ (B 


VVVVVVVVV VV 


¿SB%$S3%s%0%$$S%k!&%$j%s%/SOFCSKLdBj$SJ$S/$SGS-$?$ShS&$GS9!#; (B 


¿SB%SU%)%m!<$"Sj$, SHS&$4S6S$$2$S9!#8=:_#W#ihn#d#olwis#N#T#4!%s#0¿; (B 
ESBSGSISSSHS$+3+H/SGS-SFS*SO!l##s#i#o#CHO#NHSS, S?S*SKSHS*SkS3; (B 
¿SBSHSO:#SNSHS3Sm#1FYSbS"SjS“S;Ss!#¿ (BGDBz SBSOSDS+$$$3SIS7$F¢ (B 
ՀՏՏՏՕՏՏՏ՞Տ:ՏՏՏ, ¿ (BDOS¿$BAk$+$i$0¿ (BGDB¿ $B! %z (BEXE:; SBSr<BOTS7SF#h#e#l#pz (B 
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éSBSHS*S$G$7$+;n$7S$FS$$%*$;$s$,SHSj$S"$ ($:<BITSGS-S*$9! #2 (B 
ESBOCSOS+S0$ 4S*S9S1STSISIS2S4+%M%C%HSdSmS$ &$<$N3+H/K\ 2 (B 
éESBSr=PS7SFS/S1$%S;SsS+SM! #:#G/#37nNSKOXF~S7SF:#G/#37n¢ (B 
ESBSSSCSQOSSSG3hFOCE£;_SCSFS*SIS7TSS! #2 (BXESBHOHSHOHOHOSNSHS—SO¢ (B 
BASIC; SBS1I$*S$4SG!"2?Sr:nSk$KSb8B3&$, ՏԵՏԱՏ9545/5"5ՏՇՏ24 (B 
¿SBSNSK¿ (BSample; SBSW%m%30%i%* SOSOSWSISSSHSr#7#O#HOBDSHDF1; ~SKz (B 
éSBI=< (SGS-SkSISSSF46FOSbDSNSISNSK! #2 (BCE SBSO=i?4<T! #2 (B 
¿$B$J!<$s$b$o$+$s$J$$$7!"2q<R$d$a$A$c$&$7!#¿ (B 
ESBSISIS?S+SSSCSTSgGSKS, SsSPSCSFS_$*$;$s!) 

ESB! IS@S9SHS30cSE&S$+SJ!) !Ke (B 


[RK KKK KKK KK KK KKK k k k k k k KK k k k KK / 


Utsunomiya Keiichi 


Mailto:utsunomiya@iyo.ne.jp 
[BKK KKK KKK KKK KKK k k k k k k KK KK KK / 


—-MESSAGE FILE 20195 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
74html html 


--MESSAGE FILE 20196 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0075htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: =?I1SO-2022-JP?B?GyRCI1cjaSNul2QjbyN313MjTiNULZQhJSMWJECbKEI=?= 

Date: 16 Apr 1998 12:38:31 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 26 

Message-ID: <3535f802p1610@base.minoru.isl.intec.co.jp> 

References: <350F45F4.9D9C3F83@sharpoa.co.jp> <6gv2rbS597@newsl.scei.co.jp> <35336FB 
6.4A73DBF4@iyo.ne. յք» 

NNTP-Posting-Host: 210.132.156.36 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <35336FB6.4A73DBF4@iyo.ne.jp>, ` 55 ՂՏ says... 
>¿SBOCSOS+SoSjS*S9S1SISISJS?S+%MSC%*HSdSmS&S<SN3+H/KN¿ 

ee PS7SFS/$1$%*S;SsS$+SM! #:#G/#37nSKOXF~S7SF: Աու 

>¢SBSSSCSOSSSG3hFOCf£;_SCSFS*SIS7SS! #3 (BX eee g $O: (B 
SBASIC; SBSIS*S$jSG!"2?Sr:nSkSKS$Sb8B3SS, ՏԵՏԱՏ9545/5"5052: 

> SBSNSK: (BSample¿SB%sWs%sm%0%is` Աա a Մն ~SKz (B 

>¿ $BI=< (SGS-SkSJSSSF46FOSbSNSIJSNSK! #2 (BCE SBSO= ATE 

er a 
>2¿SBSISJS?S+SSSCS7SgSKS,SsSPSCSFS_S“S;Ss!)¿ (B 
>¿SB!JSQ@S9SHS30cS&S+SJ!)!K¿ (B 


¿SŠB;dS$SN%S[!<%S`%Z!<%S$8$K!":;#8eNOSKSJSCSFS/S1$S=$S&SJ?MCHSN; (B 
¿$B%j%s%/$rE=$C$F$"$j$^$9!#!J$^$@=8$a$F$$$k:GCf$G$9$, !Ke (B 


http://www.geocities.co.jp/Playtown-Denei/3856/ 


¿SBS+SiS?SISCSFS/S@S5SS!#¿ (B 
ՀՏ810815, ԲԸ0ՍՏՇՏ752511" 2 (BCode Jesterz ¿$B$, P 
¿SBSJSJS S9!#!J;dSNS [ 2 8S+Si9TS1S*S9!Kz (B 

Minoru Matsumoto 

minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 20196 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
75html.html 


--MESSAGE FILE 20197 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0076htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Suguru Ota <s1052018@u-aizu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 


Net Yaroze newsgroups message dump.txt Page 13625 


Subject: cable 

Date: Mon, 11 May 1998 22:48:43 +0900 
Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <355701BB.5C95@u-aizu.ac.jp> 
NNTP-Posting-Host: 163.143.103.74 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


2 SBSO$ 8Sa$*S7SFBGEDSHSSS$$$*sol#e (J 


ESBS$Sm$$$mK;$7$/SF!"ShS&$d$/;~4V$, $GS-S?SN$G! "H>G/S$V$ jsWems0%is $r (J 
éESBSASm$ &$HS7$ 2S$i$&S*°$/9TS—-$*$;$sz (T%%S%S¿SB!# (J 


ESB>I>uSO!"S53sswsk$Srz (JImakez SBSGSASKSNS*SGSOS&S*S/SSS/SNSGS9S, !"z (Jsiocons; $B$G; (J 
ESBEF#3Sr2!S7!"#A#UFtC#FOSH=PS?8eSG! "3 (Jautoz SBSHSdSCSFSb!"¢ (Jautozg $BSH= 2 S3j@VSS¿ (J 
ESBK\SN#1#23Z!<S8SNShS&SKSSS—S*S;Ss!#z (J10¢$BJ, 505155815ՇՏ2ՏՏՏՇՏ9Տ, !#¿ (J 


djsetup¿S$SBS$SNQ@Q_DjSbOJA0SO#P#C¿ (J-¿ SB#9#8SG!":#2sSO¿ (UDDOS/V¿SBS@SCS$?SŠSNSG (UCOM¿ SBEySb@ 
_ Dj: (J 

1SBS7SJSSSHSQSaSQSH; WS$2?EY$b8+D>S$7!"SGSP3S%9SN6% CT Y ly (J 
éSBS*SCS$?S/LdBIS,$I$/860xS, S*SCS?S/So0S+S4S*S;Ssl#e(T 


¿SB%$b%$G%` SO! "#CHOFMHLSH#CHOFMH2 SGSDSTS .BXS (SF$Sb%$SSs%?!<%SM%$C%HSK@NB3SG$-¿ 
E SBSKSNSG3] ! <SH$OBg>fIW$G$7$g$&$7!"%11!<%V%k$NQNB3$b2?2EY$b$d$jD>$7$F$_$2?¿ 
é SBSNSGLABILSSS$S$H;WSSS*S9O!#e (J 


MS-DOS; SBSW3m%s SWSHSNB>SNSWSMS03i%> SNMSC@HEYSHOLHVDcSSS$G6S9! #3 (J 

s ote OR OP a Gea a HSCSFS$$Jz (J 
éESBSSShS&SKS7Sg$&SH! "Sb Sr: r es ssW%k$,<B9TSGS-!"S3S1S@SH;WSS¢ (J 
ԱԿՆԱ a po ns. $?¿ (Jautog $B$H=P$?$-$j$K$J$C$F$7$^$$$^$7$?!#$=$1$+; (J 
ESBSIONLEYSb<BOTSGS-S*S;Ss!#3 (J 


ESB! tS&!<S$s!"SdSCSQSJH>G/S [SCSFS*SSSF!"% [S35 5S@SiS1SKS7S?SNS, 860xS+SJ¢ (J 
¿SB!t%1!<%V%$k$NCMCJSOS$SIS1$S0$1i$$$+$J!<¿ (J 

--MESSAGE FILE 20197 END: net-yaroze- nee ce te er E E nr 
76html html 


--MESSAGE FILE 20198 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0077html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: cable 

Date: Wed, 13 May 1998 08:29:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <3558DB61.6DDDC6D2@mxz.meshnet.or.jp> 
References: <355701BB.5C95@u-aizu.ac.jp> 
NNTP-Posting-Host: 133.205.180.127 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


ESBS3SsSASO; (BPsukez SBSGS9! #2 (B 
Suguru Ota wrote: 


> ESBSO$8Sa$*$7SFBGEDSHS$$Ss*sol#te (B 


ESBSOS8SaS*S7SF!#SbS7S+$ 7S 2Si=QSSSFSSS?ShHS&SKS1!<SVSK$S+SO$S7$15$%S;$s$,S=SNA0SKz (B 
¢SBSASgSCSH;nS$7SFS_SFSM! #¢ (B 


> gSB>I>uSO!"S53sswskSrz (Bmakez $SBSGSdSkSNS*SGSOS&S*S/SSS/SNSGS9S, !"z (Bsiocons¿SBSG; ( 
B 


> ¿SB#F#3Sr2!S$7!"#A#u#t#hoSH=P$?8e$G!"¿ (Bautozg SBSHSASCSFSb! "3 (Bauto¿SBSH=P$?$-$3j@VS$Š¿ 
(B 


> ¿SBKNSN#1#2%Z!<%S8SNShS&SKSSS-S*S;Ss!#; (B10¿SBJ, S0S1iSSBTSCS?SsSGS9S, !#¿ (B 
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autoz$BSG;_S$*SCSFS7S*SCS?SiS$*S:!"z (Bescz$B%—-!<Sr2!S7SFS/S@S5$S!#S9SkSHz (BSiocons;$B$ 
,6/@) 2 (B 

¿SB=*N;S5S1SkSOS:SGS9!#¿ (B 

¿$B<!$K$b$&01EY¿ (BSiocons; $B$r5/FOS$7SFz (Bautoz$BSr$7$F8+SFS$/S@S5S$! #2 (B 

2 SBS9SkSH; (BPS; SBSN2ZhHLL$KO1 9TI=< ($, =PS$FS*$?;_S*SkSH;WSSS*S9!#¢ (B 

2SBS$3$N019TS, I=< ($5$1$1$P%1!<%VSkSO@8S-SFSS$*S9! #3 (B 

ESBI=< (S$5$1SIS1$1$P%1!<%SV%kS,; > Ss$GS$Sk2DG=@-S, 9b$/$ISjS*S9! #z (B 


¿$B$5$i$K¿ (Bsiocons;: $B$r=*N; $7: (BPSzSBSN$_S$r%j%;%C% pee ԿԱՅԱ 
PSz:$BS,5/FOS7S$?Si¢z (Ssiocons,8B! le (BautozSBS7SFS_ SFS/S@S5SS!#¢ (B 
¿$B$3$1$GF0$/ $H; W$$$^$9!#¿ (B 


¿SBS3S&SdSCSF¿ (BPS¢$B5/FO0$r7+$ jIVS9ISNS, $$$da$JI>19g$03+H/%D!<%k%U%)!<%i%` $K: (B 
tbreak (¿$B$O$C$-$J$7$?L>A0$0$0$9$1$^$7$?!#¿ (8) SBSHSSS&%$D!<%skS, $"$JŞ^$IŞNŞGE (B 
é$BS=$1$r$4MxMQ$/S@S5S$! #2 (B 


ESBS*S?#P#SSH: (BDOS SBS rF1; ~$K5/F0$5$7$?>19g$0¢ (Bsiocons; SB$r5/FOS7SFz (B 
¿SB$9$0; (Bautoz SBS 9SkKSNSGSOSJIS/!"S7SPSi$/BTSCSFS+$i¢ (88ԱԵՕ025857521)Տ5,ՏՏՏՏՏՀՏԵՏ7Տ15՞Տ 
;Ss!# (B 


¿ $BKM$O01EY¿ (Bsiocons¿$B$r=*N; $5$;$F$+$i¿ (Bsiocons autozSBS7SFSSS*S9! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20198 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
77html. html 


--MESSAGE FILE 20199 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/0000 
0078htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Suguru Ota <s1052018@u-aizu.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.etc 

Subject: Re: cable 

Date: Thu, 14 May 1998 00:09:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <3559B79E.5F25@u-aizu.ac.jp> 

References: <355701BB.5C95@u-aizu.ac.jp> <3558DB61.6DDDC6D2@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 163.143.103.23 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBSTIS&SbHBgGEDSGS9! #32 (J 
Psuke wrote: 


¿SBSOS8SaS“ST7SF!#SbS7S+$S7S?Si=qSSSFSSS?ShS&SK%1!<%V%SkS$S+SbS7S1S2S;Ss%S,S=SNA0SK;¿ (J 
éESBSASgSCSH;nS7SFS_SFSM! #2 (J 


> 

> 

> 

> > ¢gS$B>I>uSO!"S5%sswskSr¢e (Imakez Տ8ՏՇՏԱՎՏԵՏԱՏ՞ՏՇՏՕՏեՏ՞Տ/ՏՏՏ/ՏԱՏՇՏՉՏ, 1" (Jsiocons;SB$G 
(J 

S > ¿SB#F435r21571"šAFustioSH-PS?8eSG!"; (JautozSBSHSdSCSFSb!"; (Jautoz SBSH=P$2$-$5@V$ 

$¿ (J 

I éESBK\SN#1#2%3Z!<S8SNShHSESKSSS—-S*°S;Ss!#2 (J10¿SBJ, SOSiSSBTSCS?SsS$GS9S, !#¢ (J 

> 

> ey re eal ՏՇՏԲՏ7Տ՞ՏԸՏՉՏ1Տ՞Տ: 1": (Jesce$B%—-!<Sr2!S7SFS/S@S5SS!#S59SkSH; (Jsiocons;$ 

BS, 6/@) 

> ¢SB= ae is. ESBS5S1SkSOS$:SGS9! #2 (J 

ԱԵԱ ՆԱ zu 2 uye: 

¿SB$9SkSH¿ (UPS: SBSN2HLL$K019TI=< ($, =PSF$*$?;_$*$kSH;WSSS*S9! #2 (J 

ESBS3SNO19TS, I=< ($5S1S1SP%$1!<SVSkSO@8S-SFSSS“*S9!#3 (J 

ESBI=< ($5$1SITS1S1SP%1!<%V%SkS,; > SSSGSS$k2DG=@-S$, 9b$/SISIS*SI! #2 (J 


¿SŠB$5SiSK¿ (Jsiocons¿$B$r=*N; $7: (JPSzSBSNS$_Sr%j%; SCSHSTSFS/S@S5SS!#¢ (J 
PS2SBS,5/FOS$7$?$iz (Jsiocons;$B!!3 (JautozSBS7SFS_SFS/S@S5SS! #2 (J 
ESBS3S1SGF0S/SH;WSSS*S9! #2 (J 


VVVVVVV VV 
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2 SBS3S&SdS$CSF¢ (JPS2$B5/F0$r7+$jJVS9SNS, 5 e ) !<%1%`$K¿ (J 
tbreak (¢SBSOSCS- 9357921280505059515- S7S?!#2 (J) ESBSHSSS&SD!<3kS,S"S4S*S9ISNSGz (J 
Կանո: o 4s 3 


ESBS*S?#P#SSH: (JDOS: SBS rF1; ~$K5/F0$5$7$?>19g$02 (Jsiocons;$BS$r5/FOS7S$F¢ (J 
¿SB$9$0; (Jautoz SBS 9SkKSNSGSOSJIS/!"S7SPSiS/BTSCSFS+$i¢ (Jautoz$B$7$?I}$,$$$$$+SbS7$15 
$;$s!# (J 


V >V VV V VV 


> ¿SBKMSOO1EY¿ (Jsiocons¿$B$r=*N;$5$;$F$+$i¿ (Jsiocons autozSBS7TSFSSS“*S9! #2 (J 


2$B:rF | 2HSGSbS&01LEYSASCSFS$_$k$H2?; vSbL5$/$&$*$/SS$S-S*S7S2! #3 (J 
¿SBO1:rF|SH2?$bJOS (ՏԲՏՏՏՄՏՏՏՏՏ6Տ9Տ, !#S"SNH4; -4Մ501"229050Ջ2ՏՏՏՆՏՈՏԵ 1 Hz 
éESBS=S1SG!"NIS+SC$?!"NIS+SCS?SH;WSCSFSSS?Si!"%SQ%=%33%sS5/FOS9SKS?SSSK!"z 
¿SB2?SbS7SJS/SFSbBg>fIWSJSHS-SH!"65S (SFD:SSS?J)K!SGSdSiSJSSSH!"S&S*S/¿ 
¿SBSSS+SJSSS3SHS,S"SkS3SHSK5$9S$S, SDS-S“S7S?S, !"011~E>AwSG$-SkShS$&SK$J$ jz 
¿SBS“S7S?!#¿ (J 

¿SBSIS&SbS"SjS,SHS&S4S6SSS“S7S?!# (J 

—-MESSAGE FILE 20199 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/etc/000000 
78html html 


THREE EEE EAE E EH 
PRET EEE EH HE EH 


SERERE EREEREER 
——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 


e 
EE E TE AE HE FE AE FE EHE HEH HE H 


--MESSAGE FILE 20200 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000001htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: “einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.beginners.qa.netyaroze 
Subject: capacity of user directory 

Date: 18 Jul 1997 16:54:34 GMT 

Organization: Playstation Net Yarouze 

Lines: 20 

Message-ID: <5qo74aS6q4@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.231 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$H?=$7$^$9!#¿ (J 
¿SB@55, SN#N#GSXSNE49FSO=iSaSFSGS9! #3 (J 


¿SB<ALdSGS9S, ! "z (J 
¿SB%$M%$C%$H$dŠSmS&S<2q0wSK5vS$5$1$FSSSk;e (J 
¿SBS[! ԱՏՆ O U ԱՅՆ 
¿SB$JSsSGS7SgS&!) 


¿SBM-NA2=$7S?$i2qHq$KSh$C$FSO!"S$=SNMFNLŠr¿ (J 
¿SBA)Sd$S;SKkSNSGS7SgS&S+!)¿ (J 


ESBS*S?!"3 (ISSI ¿SBSHS+S=S$SNB>SN%5!<%S%9!"; s 
O uone q$- SJSISN>pJsSO!"SIS3SKS"Sk¿O(J 
ESBSNSGS7SgS&! #2 (J 


ff] / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 
/ / | fae (tes 
—-MESSAGE FILE 20200 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000001html.html 


--MESSAGE FILE 20201 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000002htm1.html 


Net Yaroze newsgroups message dump.txt Page 13628 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 
Subject: Re: capacity of user directory 

Date: Sat, 19 Jul 1997 09:32:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <redbug$ff8d19970719093239@newsl1.scei.co.jp> 
References: <5qo74a$6q4@newsl1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


éSBSh$S&$d$/$3SN2q5D<<$K=q$-9~Ss$G$/$1$??MS$, 8=S1SFS&S$1$7$$; (B 
RedBug;$BSG$9! #2 (B 


playstation.ny.beginners.gqa.netyaroze ¢SBSN; (B 
<5qo74a$6q4@newsl.scei.co.jp>¢SBSKS*SSSF; (B 

1997/07/18/ 16:54 :58:" "2 (Bt_hibinog $BS5$s$O=q$-S*S7S?!#¢ (B 
> einsiedler ¢SBSH?=S7S*S9! #2 (B 
¿SBS (!<SH!"2?SHS*FIS_S9S1SPSS$SSSSNSGS7SgS&S+!)¿ (B 
ESBSISSSD7TOSNSHSESGSIS, !&!&!&¿ (B 


>¿$B@55, SNEN#GSXSNEJ 9FSO=iSaSFSGS9!#¢ (B 
éESBSOS8SaS*S7SF! #2 (B 


ՀՀՏՑՀոԼՎՏՇՏ9Տ, 1" (B 

>¿ SBSMSCSHSdSm$ &$<2q0wSK5vS5S1SFSSSk¢ (B 
>2SBS[! ee ee 
>¿$BSJSsSGS7SgS&!)¿ (B 


éSB8=:_SNSHS$3Sm@) 8BSOS"S$jS*S;Ss!#z (B 
2 SB! V@aEYS$"SkMxMQ$r$*44$5S$78*%S9!Wz (B(by SCEI) ¢SBS@S=S$&SGS9SNSG!&!&!&2 (B 
éESBOJAOSI$S3$+SGFIS_$*$7S?S, !"3hH/SIMxMOSKShS$ j!"%5!<%P!<B&SNz (B 
ESBSGS#SIS/S, S"SUSIS=SESKSISCSFSb! "A}@_SOSKSNSOBS :nSbL5SS;vSiS7SSSGS9! #2 (B 


ESBS*S!!"<+I,$SNZ0!<SISGS#S9IS/SNSPSCS/S"SCSEWS LCV$ /STSISHSSSCS$?¢ 
¿SBHs>o<1$J;v$r$dSi$SJS1S1$SPSS$SSSSNSGSO!&!&!&¿ (B 


>¿SBM-NA2=$7S?$i2qHq$KSh$C$FSO!"S=S$SNMFNLŠr¿ (B 
>éSBA}$d$; SkKSNSGS7$g$&$t!) z (B 


¢ SBM-NA2=SKSh$k287CS$, 2?SJTSNS+!"S*S@A4S/SOS+S48°S;Ss! #2 (B 
2 SB8D ?ME* $KS0D34 | E*SJ%i3$3V V%$i%$Sj!&5/F0%SG%S#%S9%S/S$SNSP ! <S8%$g%$s%$"%C%WŠr¿ (B 
° SB@ZK>575^ $9$,!&!&!&¿ (B 
¿$B$"!"$"$H2<0L%$i%$$%V%i%j$NDI2C$b!#;¿ (B 


> $B$^$?!"; (BSSI ¿SBSHS+S=$NB>SN%$5!<%S%9!"; Popke D 

>¿ $B “rs q$- SISTSN>pds$O! "STS3SK$"Skz (B 
>éSBSNSGS7$g$&!#¢ (B 
CGI ¿$B$O; H$ ($J$SSSGS9!#;¿ (1 
éSB;dSO%a!<%SkSr;HSoS: eae S$1!<SHSr<hS$kS$?SaSK!"JLSNSWSmMSPSSSASN; (B 
CGIzSBSrMxMQS7SFS*S9O! #2 (B 


w 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20201 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000002html.html 


--MESSAGE FILE 20202 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000003htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "t_hibino (einsiedler)" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: 19 Jul 1997 08:11:02 GMT 

Organization: Playstation Net Yarouze 

Lines: 55 

Message-ID: <5qpsqm$8so@newsl.scei.co.jp> 

References: <5qo74aS6q4@newsl.scei.co.jp> <redbugSff8d19970719093239@newsl.scei.co.j 


Net Yaroze newsgroups message dump.txt Page 13629 


p> 

NNTP-Posting-Host: 210.132.203.208 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 
¿SBS9SPSdSS8f2sFzSK46<U!#;¿ (J 
RedBug <redbug@donk.ne.jp> wrote in article 


<redbug$f£8d19970719093239@news1.scei.co.jp>. 
> eSBShS&$d$/$3SN2q5D<<SK=q$-9~Ss$G$/$15?2?MS, 8- -S1$F$6$1$7$$2 (J 


E a S ¿ (J 
NG ¿$B$NBJL>$, !"¿ (JInetyarouze ¿$B$G$9$+$i¿ (J ¿$B9u¿ (JPS ¢$B$+$i2q0w5, Ls1>!9S*SG¢; (J 
¿$B= iJDE*SJ<ALdSrI)9- $/<u$1IU$1$F$/$1$k$s$G$9$h$M!)¿ (J 


# ¿$BOc$C$F$?$i$4$a$s$J$5$$!#¿ (J 
# netyarouze ¿$B$C$F$&$C$?$i¿ (J ¿$B$M$A$c$m$&$<¿ (J ¿$B$KJQ49$5$1$A$c$C$?!#¿ (J 
# ¿SBS&!<S` !#S3S1SrSMSiSCSFSM!<%_%SS%S0S5S1SFSkKSNS+SJ!)¢ (J 


>> einsiedler ¿$B$H?=$7$^$9!#¿ (J 
> ¢SBS$ (!<$H!"2?SHS*FIS_S9S1SPSSSSSNSGS7Sg$&S$+!) 2 (J 
> ¿$B%$I%$S%D7OSN$h$&SG$9S,!&!&!&; (J 


¿$B$4?d; !SNSH$*Sj!"SsI%SSSD81SGS9!# (J 
¿SB%"%$%s%7!<%I%Si!<!"$H$G$b8F$s$G$/$@$5$%!#¿ (J 
éESB@S<NSF?PMSHSSS&OUL#HSAS=SESGS9! #3 (J 
> ¢SB!V@aEYS"SkKMxMQSr$*44S$S78S°S9!Wz (J (by SCEI) ¢SBS@S=S&SGS9SNSG! &!&!&2 (J 
ESBS3$1$G!"0B?4S7SF;HS (S*S9! #2 (J 


ESBSHS3$mSG!"3 (J 
¢SB6qBNE*SK!"SSS+S [SIS*S$GS$, @aEYS"%SjSISNSGS7SgS&$4+!) 2 (J 


¿SŠBNc$ (SP!"8D?MSN%Z!<%8SJISiz (J 3MB ¿$B$^$G!"¿ (J 

¿SB6&F13+H/$N%Z!<% (J 20MB :SBSA SG" s3SICNs3s2ssscsors; (9 
¿SB$@SSS?SSSN;X?K¿ (J (¿SB7eS, "GS Z ¿SB$r65$ ($F$/$@$5$$!#¿ (J 
1MB ¿$B0J2<$H$+¿ (J tons ¿$B0J2<$H$+; (J 


> ¢SBM-NA2=SKSh$k287CS, 2?STSNS+!"S*S@A4S/So0S+S55S%S;Ss!#3 (J 

> ¿SB8D?ME*$K$ODj4|E*$J%1%$%V$i%j!&5/F0%$G%#%9%/S$SNS$SP !<%8%g%s%"%C%WŠr;¿ (J 
> ¿SB@ZK>S7S%*S9S, !&!&!&¿ (J 

> ¿$B$"!"$"$H2<0L%SiS$%SV%Si%SjSNDI2CS$b!#; (J 


éSBS=SNOU8+SKBg$SS$S$K; ?@.!#¢ (J 


> CGI ¢$B$0;HS (SIJSSSGS9! #2 (J 


¿SBSdSOSj!"S=S$&SGS9S+!#¿ (J 
¢$BM-NA2=$7$?Si!"; HMQ2DG=SKSJISCSFSISSS+SIS"! #3 (J 


# gSB2q0w@1MQ!"9u%a%b%j!<%+!<SIHNGdSb$7SFS[$7$$SIS"¢ (J 
# ¿S$B9u#R#G#BSšS1!<%V%šk$b!"¿ (J 


/_/__/ / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


== a 


—-MESSAGE FILE 20202 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000003htm1. html 


--MESSAGE FILE 20203 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000004htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: Tue, 22 Jul 1997 11:18:27 +0900 


Net Yaroze newsgroups message dump.txt Page 13630 


Organization: PlayStation Net Yarouze 

Lines: 46 

Message-ID: <redbug$ff8d19970722111827@news1l.scei.co.jp> 

References: <5qo74aS6q4@newsl.scei.co.jp> <redbugSff8d19970719093239@newsl.scei.co.j 
p> <5qpsqm$8so@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.beginners.gqa.netyaroze ¿$B$N¿ (B 
<5qpsqm$8so@news1.scei.co.jp>¿$B$K$*$$$F; (B 
1997/07/19/ 08:11 :58:" 1": (Beinsiedler: SBS5$sSO=q$-S*$7$?! #2 (B 


>¢ SBSISS$GC/$b$3$3$G<ALdS7SISSSsSSGS7SgS&S+!) 2 (B 
— ¿SBSNBjJL>$, !"¿ (Bnetyarouze ¿$B$G$9$+$i¿ (B ¿SB9u¿ (BPS ¿$B$+$i2q0w5,Ls1>!9$^$G¿ (B 
¿ $B=iJbE*$J<ALd$rI}9-$/<u$1IU$1$F$/$I$k$s$G$9$h$M!)¿ (B 
> 
># ¿SBOcSCSFS$S?SiS4SaSsSJS5SS!# (B 
># netyarouze z¢SBSCSFS&SCS$?Siz (B ¿SBSM$SASc$SmS$S&S$S<¿ (B ¿SBSKJQ4955$S1$SAScS$C$?!#;¿ ( 
># ¿SBS&!<S` !#S3S1SrSMSiSCSF%SM!<% _%s%0S5S1SFSkSNS+SJ!)¿ (B 


= 


ESBS"S/S*SG; dSK$0$+SkHOOOSG! "SHSSS&; VSG! #2 (B 

$B; d$O$"$/S$*SG2q0wSGS"SCSF!"z (BSCEIg  SBSN?M4V$GS$SOS"$jS$S2 S;SsS+Si!#; (B 
ESBS?7S@!"; Sees b 5 U SB EP Bs SNS SA D ND 
ESBS3SHSOSdSjS*S9Sh! #2 (B 


>zSBSHS3SmSG!"¢ ( 

E pon N [SIS%“SGS,@QaEY%"%jSJSNSGS7SgS&S+!)¿ (B 
> 
ՀՀՏՑԱՇՏ (SP! "8D?MSN%SZ!<%8SISiz(B 3MB ¿$B$^$G!"¿ (B 
> 2 SB6O&F13+H/SNSZ!<% ee (B 20MB չ5Թ5՞ E ԱԳԱ O ԱՆ: 
>ESBS@SSS?SSSN;X?Kz (B (¿SB7eS, oo a ) 25852655 (SFS/S@S5S$!#¢ (B 
>1MB ¿$B0J2<$H$+¿ (B fon ¿$B0J2<$H$+¿ (B 


10M ¿$B$/$i$$;H$C$F$b!"$=$1$, %M%C%H$d$m$&$<$K4XO"$7$F$$$1$P; (B 
¿SBSSSSSsS8ScSJSSSGS7SgS&S+!)¿ (B 

¿SBS?SHS (SPS_SsSJS,;HS ($k8z2L2; 3G! <%S?SN%S1%SS$S%SV%Si%SjSrCVS/SHS+!"¿ (B 
¿SB%$F%/%9SAScMOSN2hA|SG!<%?$rCVŠ/SHS+!&!&!& (B 


¿$B6KC<$JOC!"<+J, ՏԱ: (BHDD¿ SBSNSP%C%/S"SCSWSrCVS/SISISHSSSCS$?¢ 
¿$BHs>0<1$J; vSrS7SJS58BS3j1"LOBJL5SSSN5GSOSJSS5+SH9MS ( (SFS$SSS rere 


>> CGI ¢$B$0;HS$ (SJS$$G$9! #2 (B 

> 

>¿SBSdSOSj!"S=S$S&SGS9S+!#¿ (B 

>¢SBM-NA2=$7$?Si!"; HMO2DG=SKSJISCSFSISSS+SIS"! #3 (B 

> 

># zSB2q0w@1MQ!"9u%a%b3j!<%+!<%IHNGdSbS7SFS[S7SSSIS"3 (B 
># ¿SB9u#R#G#B%$1!<%šV%k$b!"¿ (B 


¿SB%ša%$b%$j!<%+!<%I$O3%S?'SNE[$ShS$SjF)L@S$SNE[SNJ)$,;w9gS$S$S=$S&S$GS$S9SM!#;¿ (B 
Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20203 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000004html.html 


--MESSAGE FILE 20204 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000005htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: Tue, 22 Jul 1997 17:53:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5rism7Shui@newsl.scei.co.jp> 

References: <5qo74aS6q4@newsl.scei.co.jp> <redbug$Sff8d19970719093239@newsl.scei.co.j 
p> <5qpsqmS8so@newsl.scei.co.jp> <redbug$ff8d19970722111827@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 


Net Yaroze newsgroups message dump.txt Page 1364 


Subject: I need a 3D programmer 

Date: Wed, 6 May 1998 19:56:46 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: ՀԼՎ8ո83)2.1179ԵԾե912ցոզ1սԱ681-88-116.81.ու» 
NNTP-Posting-Host: 81-88-116.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I need a 3D programmer for a little flight-sim. 
The art-work is merely done (by myself). 


Just take a look at the idea and tell me if you want to be part of this 
project... 


http://www.al.nl/macsupport/debri/stuff/planesane.html 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 2148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00851 


-—-MESSAGE FILE 2149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000852 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock available & NFS III 

Date: Wed, 06 May 1998 18:49:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <3550A2B8.4D437A05@compuserve. com> 

References: <1d8ktul.ykxhlrvg6w8wN@al-88-111.al.nl> <35504749.7469@manc.u-net.com> 
NNTP-Posting-Host: 1d29-018.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


According to a shop assistant I spoke to the Dual shock is going to retail 
at about £25.99, & they reckoned that the standard analogue pad would drop, 
dunno whether I believe him or not. Bit he did say it was gonna be out this 
friday (8th may). 


Nick 
James Shaughnessy wrote: 


DEnnis Brinkhuis wrote: 

> In a magazine was an advert about the Dualshock. There was no price with 
> it. It's not availeble yet in the Netherlands, so I would like to know 

> the price in the UK. 


The dual shock comes out in the UK on the 8th of May (this Friday) 

to coincide with the release of Gran Turismo (OOOOO I sure have my copy 
reserved!) Well, it is according to HMV Manchester anyway. 

I think the geyser said the dual shock was going to be £39.95 so I'll 
buy one of them too if the cash-flow situation allows. (prolly not..) 


By the way, anyone played NFS III? 1 hired it out and it's excellent -- 
really smooth feel to the cars and a top Hot Pursuit game. I did find 
though that at very low speeds the physics aren't quite as crisp as 

NFS I (PC) -- ie doing 'doughnuts' is not quite as satisfying; and the 


VVVVVVVVVVV VV VV 
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NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D4751F.3C61@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ~SB6KC<SJOC!"<+J,SNz (JHDDz SBSNSP%C%S/S"SCSEWSrCVS/SISTSHSSSCS$?¢ 
> ¿S$BHs>o<15J; v$r$7S38S8BS 5! "LdBjL5$$SNSGSOSISSS+SHOMS ( (ՏԲՏՏՏ՞ rege 


¿SB!!J9S/SHS3SmSKShSkSH!"#5#M#BS[SISNSGSCS+S$SSSUS!SSSkSrCVSSS?Si¿ (J 
¿SB!!%Sa!<%kS,MhS?SH$+SSS&!&!&!&!&¿ (JU (¿SB>P¿ (J) 


¿SB!!01HVS$SS$S$SSSNSO!"!V5$$K$7$SJSS!WS3SHS$SGSOSJSSS+S$SH!#;¿ (J 


> ¿S$B%Sa%Sb%$j!<%+!<%I$O3%?'SNE[Sh$SjF)L@SNE[SNJ)S,;w9gS$S=S$S&SGS9SM!#; (J 


¿SB!!F)L@SNSOS1!<%9S,SDSSSFSJSS!&!&!&!#¿ (J 

¿SB!!SJSsSGSdSMSS!#¿ (J 

--MESSAGE FILE 20204 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000005html.html 


--MESSAGE FILE 20205 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: Wed, 23 Jul 1997 13:32:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <redbug$ff8d19970723133212@news1.scei.co.jp> 

References: <5qo74aS$6q4@newsl.scei.co.jp> <redbugSff8d19970719093239@newsl.scei.co.4j 
p> <5qpsqmS8so@newsl.scei.co.jp> <redbug$ff8d19970722111827@news1l.scei.co.jp> <5rism 
7Shui@news1.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.52 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.beginners.gqa.netyaroze ¢SBSN; (B 
<5rlsm7šhui@newsl.scei.co.jp>¿$BSKS*SSSF¿ (B 

1997/07/22/ 17:53 ¢$B:"!"3 (BGSX-R <kouzou@ymg.urban.or. ՆՈՆ ge a aa ՈԾ 
>> ¢gSBE6KC<SJOC!"<+Jd, ՏԱ: (BHDD: SBSNSP3C%/S"SCSWSrCVS/SISISHSSSCS$?; 
>> ¿$BHs>0<1$J; v$x$75J$$8BS 4! "LABIL5SS$$$NSGSOSISSS+SHOMS ( (ՏԻՏՏՏ՞ Աթ 
> 
>¢$B!!T9S/SHS3SmSKShHSkKSH! "#5#M#BS [ Pe ee ern 
>¿SB!!Sa!<%kS,MhS?SHS+SSS&!&!&!&!&¿ (B(¿SB>P¿ (B) 


5MB¿$SBSDSNSUS 559 ee &%s%m!<%IS$S9$SkJ)$b;¿ (B 

LSBS2SA $43$°S;$sS1S$ISM! #¢ (B 

¿$B>.$5$$%U%!%S%Sk$, $?$/$5$s$"$C$F¿ (BSMB SBSISi!"S$*S=SiS/LdBJL5$+$CS$2¢ (B 
¿SBSsSGS7SgS&S, !&!&!&¿ (B 


>¿$B!!O01HVSSSSSNSO!"!V5SSKS7SJSS!WS3SHSGSOSJSSS+SH!#¿ (B 


¿SBLdBj$S, S"S1ISP8@SCSFS-S$*S9S+Si! "8@SOS1SkS*SGSO5SSKSTSISSSNS, ¿(B 
¿SB:GA1SNJ)K!S$SJ$Ss$GS7$SgS$S&SM!#; (B 
¿SBLdSS9gSoS;SFJV;vSrBTSDShSjSOQ: 2@&1R@8>eSOSkS+SKSSSSSGS9!#; (B 


>> ¿SB%a%b%j!<%+!<%ISO3%?'SNE[ShS$S3jF)L@$NE[SNJ)$,;w9gS$S$$=$&SGS9SM!#¿ (B 
> 

»25811Թ) L@SN$O%1!<%9$, SDSSSFSIS$!&1&1 EL HE (B 

>¿SB!!SJSsSGSdSMSs!#¿ (B 


ESBIVS1L!<% ԱԱ ԱՐ ՏԱՐՈՆ dSr8+SF!*!We (B 
$ SBSCSFS3SHSISSSG575g56! #2 (B 


Net Yarouze! Beginner's Forum Leader 


Net Yaroze newsgroups message dump.txt Page 13632 


RedBug redbug@fsinet.or.jp 

beginners@FL.scei.co.jp 
—-MESSAGE FILE 20205 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000006html.html 


--MESSAGE FILE 20206 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000007htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: Wed, 23 Jul 1997 19:18:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <5r4mlq$13v@newsl.scei.co.jp> 

References: <5qo74aS$6q4@newsl.scei.co.jp> <redbugSff8d19970719093239@newsl.scei.co.j 
p> <5qpsqmS8so@newsl.scei.co.jp> <redbugSff£8d19970722111827@newsl.scei.co.jp> <5rlsm 
7Shui@newsl1.scei.co.jp> <redbug$ff8d19970723133212@news1.scei.co. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D5DA92.637B@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> S5MB¿SBSDSN%SUS!%SSsSkS$SrCVS$SSS?SCS$SF!"S@%&%s%m!<%IS9SkJ)Sb¿ (J 
> ¿SBS? SJS“9;SSsS1SISM!#¿ (J 


¿S$ŠB!!8D?ME*$SJSUS!SS$SSkS$S@SC$S?$ShS&S$SGS9!#; (J 
¿SB!!;v>p$rCNS$k?M$SHSOSa$C$S?$KO"Mm$, IUS+$J$S$SSN$G!"??<BSO0G$NCf$SG$9; (7 (¿SB>P¿ (J) 


> ~SBLGBI$, S"S1SP8@SCSFS-S*S9S+S$i!"8@SOS1Sk$*SGSO5SSKS7TSISSSNS, ¿(J 
> ¢$B:GALSNJI}K!SISs$G$7Sg$&SM! #2 (J 
> ~eSBLd$$9g$o$; SFIV; vSrBT$DSh$ j$0@: ?2@1R@8>eSOSkS+SKSSSSSGS9!#¿ (J 


¿SB!!SJSSS+MWK>SHS+<ALdSHS+S7SFBTSDShS3jSO!"¿ (J 
2$B! 1 S=SN4VSKSG$—SkS$ 3SHSd$CSASc$C$?2T}$, S$$$$GSISM! #2 (J 


> 2$B!V%1!<%9STSsSFSSS$iSTSS!"K\EVSNAG4iSN; dSr8+SF!*!We (J 
> ¢~SBSCSFS3SHSISSSGS7SgS&! #2 (J 


2$B!!B!I*$7$+8+S ($*$;$s$, Հ (J (¿SB>P¿ (J) 

¿SB!!SIS&S;SJSi¿ (SLED; SBFbB"$5$; $F! "$G!<%?¿ (UR/W¿ SB; ~$K3A%+%A3+8wSkSHLLGr$$SNSK! #3 (J 
—-MESSAGE FILE 20206 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000007հետԼ. html 


--MESSAGE FILE 20207 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000008htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: Fri, 25 Jul 1997 10:50:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <redbug$ff8d19970725105016@news1.scei.co.jp> 

References: <5qo74aS6q4@newsl.scei.co.jp> <redbugSff£8d19970719093239@newsl.scei.co.j 
p> <5qpsqmS$8so@newsl.scei.co.jp> <redbugSff£8d19970722111827@newsl.scei.co.jp> <5rlsm 
7Shui@newsl.scei.co.jp> <redbug$ff8d19970723133212@news1.scei.co.jp> <5r4mlq$13v@new 
sl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.57 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.beginners.gqa.netyaroze ¿SBSN; (B 
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<5r4mlq$13v@newsl.scei.co.jp>zSBSKS*SSSF3; (B 
1997/07/23/ 19:18 չ58:" 1" (BGSX-R <kouzou@ymg.urban.or. jp>¢$B$5S$s$O=q$-$*S$7S?!#¢ (B 


>> :58148յ5, S"SISP8@SCSFS-S*S9S+Si! "8ASOS1SKS*SGSO5SSKS7SISSSNS, ¿(B 
>> ¢$B:GA1SNJ}K!SISsSGS7SgS&SM! #2 (B 

>> ~eSBLd$$9g$o$; $SFIV; vSrBTS$DSh$jSO@: ?@1R@8>eSOSkS$S+SKSSSSSGS9!#;¿ (B 

> 

>¢$B!!SISs$+MWK>$H$+<ALdS$H$+$7SFBTSDSh$j$0!"¢ (B 
>¢$B!!S=SN4VSKSGS-SkS$3SHSdSCSAScSCS?7I}$, S$SSSGS9SM! #2 (B 


¿S$B!V!v!v$r$7$?$$$N$G$9$,$h$m$7$$$G$7$g$&$+!W$h$j$b!"¿ (B 
¿Š$ŠB!V!v!v$r$7$2$S9S+$iLdBj$,$"SC$?$i;XE&$*4j$$$7$2S9!WŠNJ)Š, ¿(B 
¿SBSSSSS_S?SSSGS9SM!#¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20207 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000008html.html 


--MESSAGE FILE 20208 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000009htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: capacity of user directory 

Date: Fri, 25 Jul 1997 20:50:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5ra461Sre0@newsl.scei.co.jp> 

References: <5qo74aS$6q4@newsl.scei.co.jp> <redbug$Sff8d19970719093239@newsl.scei.co. 4 
p> <5qopsqmS8so@newsl.scei.co.jp> <redbug$ff8d19970722111827@news1l.scei.co.jp> <5rlsm 
7Shui@newsl.scei.co.jp> <redbug$ff8d19970723133212@news1l.scei.co.jp> <5r4mlq$13v@new 
sl.scei.co.jp> <redbug$ff8d19970725105016@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D89319.5CF6@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¿SB!V!v!v$r$752SSSNSGS9S,ShSmS7SSSGS7SgS&S+!WShSjSb!"¿ (J 
> ESBIV!iv!iv$r$7$*$9$+SiLdBj$, $"$C$?$i; XE&S*4jSSS7S*S9!WSNI}$, ¿(J 
> ¿$B$$$$$_$?7$$$G$9$M!#¿ (J 


¿$B!!$b$O0O$d!"8+0Z$JH/?J$O4pK\$G$9$ME (J (“ ; 
--MESSAGE FILE 20208 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000009html.html 


--MESSAGE FILE 20209 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 
Subject: =?ISO-2022-JP?B?GyRCTS1LOOTI 9IGyhK?= 

Date: 26 Aug 1997 22:29:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <0Olbcb26f£$03a21880$858d84d2@166.so-net.or. յք» 
NNTP-Posting-Host: 210.132.141.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSIS&Sb!"#S#C#KSGS9!#¿ (J 
¿SB#1#07n$+SiM-NASK$SJSjJS*S9ShSM!#¿ (J 
¿SB$SSCS?SSSSS/SiSJSsSeSmS&!&!&!&¿ (J 


Net Yaroze newsgroups message dump.txt 


Page 13634 


¿SBSdSCSQOSjJ!"S[SH$SsSISN?MS,MxMQS7SFSSSJSSS+TSiSJSNS+SJ!<!#¿ (Մ 
ESBS?S7S+!"#N#YSK@QOKE* SK; 22CS7SFSIS+$C$?Si!"Sd$a$5$;SiSl$k$H¢ (J 


éSB2q0w5, Ls$K= 
——MESSAGE FILE 20209 END: 


QSSSFS"SCS?ShHSEST! #2 (J 
net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 


00000010html.html 


——MESSAGE FILE 20210 START: 
e/00000011htm!] 
laystation.co.uk!newsl.scei.co.jp!usenet 
"einsiedler" <einsidle@cb3.so-net.or.jp> 
laystation.ny.beginners.gqa.netyaroze 
=?ISO-2022-JP? 
26 Aug 1997 23:13:33 GMT 


Path: 
From: 
Newsgroups: 
Subject: 
Date: 
Organization: 
Lines: 27 

Message-ID: 
References: 


chuka.p 


p 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 


X-Newsreader: 


net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
L. html 


B?UmU6IBskOkOtTkEyPRsoSg==?= 


Playstation Net Yarouze 


<5tvnut$8sd@newsl.scei.co.jp> 
<01lbcb26£$03a21880$858d84d2@166.so-net.or. յք» 


210.132.203.221 
1.0 

text/plain; charset=ISO-2022-JP 
7bit 

Microsoft Internet News 4.70.1161 


SCK <t-s-sck@xa2.so-net.or.jp> wrote 
> ¢SBH1L#07nNS+SiM-NASKSJISjS*S9SHSM! #3 (J 
> ¿SB$SSCS?$SSSS/SiSJSsS@SmS&!&!&!&¿ (J 


ՀՏՑՏԱՏՅՏԻՏ | Աա Ա %j!<%+!<%IS$Sr#l1$D#5@il_S$GGd$k;¿ (J 


ՀՏ 
¿S 
EE 
¿$B3HD%% 


SC% 


BSHS+!"2q0w@1MQ9b5 !G=¢ 
Ds tss | gacasksHs+ a sS, SISSSTSiS=SCSASKSSSCSFS[S7SS$! #2 (J 


Մ 2SB9uSWS139%F2 (J (RAM 32MB HDD CER Ա 


ete 3%s*%sH%m!<%i!<;¿(J) ¿SBSbS[S7SSSJ!# (J 
J ¿SBSbM-8z$+SbS7$1S7S;Ss!# (J 


¿$B9u% 7 SB\1<3Tz 
HSKS$5$9¢ 


ԱՅՆ 
J ¿SBSb% GS ¿l 


> ¿SBSdSCSOSjJ!"S[SHSsSISN?MS,MxM0S7SFSSSJSSS+TSiSJSNS+SJ!<!#¿ (J 


¿S 


B2qOw?t$,>/SISS$$+S$iSGS7$g$&$t!)¢ (J 


B: ##4#0#0#0?7MSSSKSNS+SI!) 2 


¿$ (J 


> ¿SBS?S7S+! "#N#YSKQO6KE*SK;22CS7SFSJS+SCS?Si!"SdSaS5S;SiS1SkSH¿ (J 
> ¿SB2qOw5,LsSK=qSSSFS"SCS?ShS&SJ!# (J 


BSK%e!<S9SN= 


BS 


¿S 
¿$B 


q$-9~$_?t!) L) $+$K5—-O?$5$1$k$+$b$7$1$I$$¢ (J 


"S/S; S9S+!<SISN; fugas7e nsesce7assreasascer; 22C$N¿ (J 


¿SBEY9gSS$S$rH=CG$9SkSN$GS$7Sg$&!#; (J 


——MESSAGE FILE 20210 END: 


einsiedler __ 


einsidle@cb3.so-net.or.jp 


net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 


00000011html.html 


——MESSAGE FILE 20211 START: 
e/00000012htm!] 
laystation. co.uk!news1l.scei.co.jp!usenet 


Path: 
From: 
Newsgroups: 
Subject: Re: 
Date: Wed, 27 
Organization: 
Lines: 43 
Message-ID: 
References: 
jp> 


chuka.p 


p 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


X-Posting-Software: 


redbug@donk.ne.jp 
laystation.ny.beginners.qa.netyaroze 
=?1SO0O-2022-JP?B?GyRCTS1OOTI9GyhC?= 


net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
Ll. html 


(RedBug) 


Aug 1997 09:27:18 +0900 
PlayStation Net Yarouze 


<redbug$ff8d19970827092718@news1.scei.co.jp> 
<O1lbcb26£$03a21880S858d84d2@166.so-net.or.jp> <5tvnut$8sd@newsl.scei.co. 


133.130.133.13 

Kag 

Text/Plain; charset=ISO-2022-JP 
WSNews 2.017 (UNREGISTERED) 


playstation.ny.beginners.gqa.netyaroze ¿SBSN; (B 
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<5tvnut$8sd@newsl.scei.co.jp>zSBSKS$*SSSF3z (B 
1997/08/26/ 23:13 ¿$B:"!"¿ (B"einsiedler" <einsidle@cb3.so-net.or. jp>zSBS5$s$O=q$-$”* 


$S7S?!# (B 


>SCK <t-s-sck@xa2.so-net.or.jp> wrote 
>> ¢SBH#1#07nS+SiM-NASKSJSjS*S9SHSM! #2 (B 


>> ¿SBSSSCS?SSSSS/SiSJSsS@SmS&ç!&!&!&¿ (B 


¢ SBILSNSHS 3S$m$GS$b=q$-$%*$7$2S, !"8=>u!\?275,M-NA%S5!<%S%9DI2C3z (B 
ESBSCSFSNS, !JB?$/SNJ} SKSHSCSFSO!KSY%9%SHSGS7Sg$&$M! #2 (B 


¿ $B; dSOM-NASGSbS SSCS 3S &SKI=SS$S°S;Ssl#S?S@$7!"8=>uSNns5!<%Sz (B 
¢$B% 9SrM-NASKS 9$k$+S$iSK$O!"<ALdSKSOS—SASSSHEZzS (SFS$S$?S@S+¢ (B 
¿SBSJSSSHSSS1S“S;SsS7!"%1i%S%VSiSjS$SNSP%sOSbS[SCS?SiS+S7SGSO;ç (B 


¿SB:SS3)S“S9!# (B 


¿SB!J!V6bJ'SCSFSkSsS@S+Si!&!&!&!WSHJ86gS$r8@S(SkJ, !"@5D>8@SC¿ (B 


¿SBSFS3SC$šA!JM-NA2=!KSNJ)S,;d$O=uS+$jS*S9!#¿ (B 


>¿$BSdSaSFS[S$S7$S$$SJS!!#9usa%$b%j!<%+!<%I$r#1$D#5@il_$GGd$k;¿ (B 
>¿ SBSHS+!"2q0w@1MQ9b5!G=2 (B ¿S$SB9u%S$W%$1%9%F¿ (B (RAM 32MB HDD ¿$BEk:\¿ (B) 
>  $B$r#5K|$GGA$k$H$+!&!&6b$, STSSSTSiS=SCSASKSSSCSFS[S7S$! #2 (B 


>¿SBSdSkSJSi¿ (B ¿$B9u%-!<%\!<%I; (1 


B(¿SB#2%3%s%H%m!<%i!<; (B) zSBSbS[S7SSSI!#¢ (B 


>¿SB3HD%S%S9%Sm%C%SHSKS5S9¿ (8 ¿$B%b%G%`¿ (B ¿SBSbM-8zS+SbS7S1S2S;Ss!#; (B 


¿$B%a%b%j!<%+!<%I$NMWK>$OB?$Š$G$9$M!#¿ (B 
¿SB$"S$SH!"Dj4|E*$J5/F0¿(BCD¿SB$NG[I[$bSd$C$FM_$7S$$G$9SMI!#¿ (B 


>> ¿SBSdSCSQOSjJ!"S[SHSsSISN?MS, MxM0S7SFSSSJSSS+SiSJSNS+SJ!<!#¿ (B 


> 
>¿$B2q0w?t$,>/SJSSS+SiSGS7SgS&S+! 
4000¿SB?M<e$$SkShS&SGS9!#; (B 


)¿ (B ¿SB:##4#OFO#O?MSSSRkRSNS+$J!)¿ (B 


>> ¿SBS?S7S+!"#N#YSK@QG6KE*SK;22CS7SFSJS+SCS?Si!"SdSšaS5S;Si1iSl1SkSHc (B 
>> ¿SB2q0Ow5,LsSK=q$SSFS"SCS?$hS&SJ!#¿ (B 


> 


>¿SBsK%e!<%9SN=qS-9-S$_?t!)L)S+SK5-O?$5S1SkS+SbS7S1SJSS¿ (B 
>¿SB%S"S/%;%9%+!<%ISN;HMQ2s?t!"SSSCS?SSSIS&SdSCSF;22CSN¿ (B 


>¿SBEY9gSSSrH=CGS$S9SkSNSG$7SgS&!#¿ 


¿SB01HVQ@Q6KE*SG$JSSSNŠ, !"¿ (BSCE¢ $I 


(B 


BSNShS&SK46S8SkSNSGS9S, ! #2 (B 


Net Yarouze! Beginner's Forum Leader 


RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 


--MESSAGE FILE 20211 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 


00000012html.html 


--MESSAGE FILE 20212 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 


e/00000013htm1.html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.beginners.qa.netyaroze 


Subject: Re: ¿SBM-NA2=;¿ (B 
Date: 29 Aug 1997 19:27:50 GMT 


Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 


Lines: 118 


Message-ID: <5u77rmShkr@newsl.scei.co.jp> 
References: <redbug$ff8d19970827092718@news1.scei.co.jp> 


NNTP-Posting-Host: 133.15.192.120 


X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9!#S*STS8ShHSESTIOCS, ¿(B yj.freetalk zSBSNS [S&SGSbSGSFS*°S7S?SMS'!#3 (B 


2 SBSSSA$*S$&S3SCSASKSUS) om! <z (B 


<redbug$f£8d19970827092718@news1.scei.co.jp>¢SBSN5-; vSKS*SSSF3¢ (B 
redbug@donk.ne. jpg S$B$5$s$O=q$-S*S$7$?! #2 (B 


>>SCK <t-s-sck@xa2.so-net.or.jp> wrote 
>>> ¢gSBH1L#O07nNS+SiM-NASKSJSjS*°S9SHSM! #2 (B 


>>> ¿SBSSSCS?SSSSS/SiSJSsSQ@QSmS&!& 
> 


!&!&¿ (B 


> ¢ SBILSNSHS 3$m$GSb=q$-$*$7$?$S, !"8=>u!\?75,M-NA%5!<%S%9DI2Cz (B 
>¿ SBSCSFSNS, !JB?$/SNJ} SKSHSCSFSO!K3Y%9SHSGSTSgS&SM! #3 (B 
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>¢ $B; dSOM-NASGSbSSSCS3S&SK9I=S$S*S;Ss!#S?S@S7!"8=>uSN%5!<%S¢ (B 
>¢SBS9SrM—-NASKS9$k$+SiSKSO! "<ALdSKSOS-SASSSHEZS (SFSSS?S@S+¢ (B 
>z SBSISSSHSS$$1$% $3 Ss$7!"SiSSSVSiSjSNSP%0SbS [$CS$?Si$+$7$GS0; (B 
>ESB:SSjS*S9! #2 (B 

>2$B!J!V6bd' SCSFSkSsS@S+$i! 6! 6! &!WSHI86gSr8A$ (SkJ, !"@5D>8@SCz (B 
> 2 SBSFS3SCSA! JM-NA2=!KSNJ}$, ; d$O=u$+$4$*S$9! #2 (B 


ա 


2 SBS=S&SGS$9SM! #8=>uSO$OSC$—$ jS$SCSF!"H?1~SJIS5$9$ .$G$9;(B > SCEI ¿$B$5$s¿ (1 
éSBM-NA2=$7$FSb!"Sb$7>u67$+$o$iSISSsSISil";d$*$3$j4$*S9e (8(՞՞չ 


»»:Տ8ՏԱՏՅՏԻՏ| նա. %j!<%+!<%I$r#l1$D#5Q@il_$GGd$k;¿ (B 

>>; $B$H$+!"2q0wW@IMQ9Þ5 !G=; ¿$B9u%sW%1%9%F¿ (8 (RAM 32MB HDD ¿$BEk:\¿ (8) 
E C eons, SISSSTSiS=SCSASKSSSCSFS[S7$$! #2 (B 
ens (B ¿$B9u% ~ S\1<SI¢ (B(¿$SB#2%3%s%H%m!<%i!<¿(B) ¿$B$b$[$7$$$J!#; (B 
>> ¢ $B3HD%%9%mM%C%H$K$5$9:; (B ¿$B%b%G%`¿ (5 ¿S$BSbM- 825:5Ե57515՞ $;$s!# (B 
> 


oe e Dn ee eee 
>2SBS"SH!"Dj4|E*$J5/F0¢ (BCD $BSNG[I [S$b$d$CSFM_S$7S$$GS9SM! #2 (B 


¿SBS5$S!!"222sS+S7SFSkS4S&S/SsSN>!<j$SKMWK>%7%j!<%:SGS9S$S%¿ (8(՞՞չ 
éSBS5SSF!":#EYS$3S=SI$s$i$+SNSASc$sSH$7$?H?1~ SOS" SkSNSGSTSGS&S+5!; (B!!! 


(1) ¿SB3HD%%S%s%?!<%U%'!<%9SN;EMM8x3+¿ (B or ¿SB9bB.$J%S%s%2?1<%U%'!<%9SNDsS61¿(B 
¿ $B% 7% 4%"SKDL?. CYS$SGS9!#3HD%%$S%Ss%?!<%U%'!<%9$N$[$&%O%i%S1%kSGS9ShS$M¿ (B? 
¿SBSbSCSHB.SSSGS9ShSM¿ (B? z $BM— NASGNISSSNSOSJŠKŠIDSÉlS7SF$/S0S5SSIPS ( (B 


(2) CD-R ¿SBSDS+SoS;SFS/SG@S5S$!#¿ (B 
CD-R ¿$B$NIa5Z$,?J$s$G$*$j!"%G!<%?$N5/$->1=jJ$H$7$F¿ (B CD-R ¿SBS$Sr3+H/CfSK;HSSS?SS; ( 


B 
ESBS£!<S6SOS1SCS3$&B8:_S9SkSH;WSSS*S9!#S, !"8=>uSGSOSWsmSF%/SHSNS;SSSG!"z ( 

ԵՏՏ !S$=S1$r9TSIS&S3SHSOSGS—-$*S;Ss!#%G!<%S?2=E; k$J%2!<%° SN3+H/S, ere s (B 
2$B8=>uSG! "$351$0$"$*S4SKS$b9sSGSOSTSS$G$7S$gS&$t2 (B? 
ESBDL?.2s@~2 (B? ¿$B$*$=2a$.$G$9!#¿ (B 


(3) g$B%=SUSHSrG[I[$GS-SkBN@) ՏքՏ/ՏՇՏԲՏ/Տ5055ՏՏչ (B 
(2) c tea oreo $9$,!"z(BNet Yarouze zSBS$G:nIJ$rSD$/SCSFSb!"7k6IS=SN:nIJ$O; (B 
Net Yaroze A as s ԱՆ $;Ss!#:nIJSr@S4VSK8x3+S9SkS?SaSN<jCJz (B 
¿SBSO!"SHS-SIS-; (;¿OSUSISKQ@kFASrS+SMSFSNSkSHSSSCS?SpDSNS7S+S"SjS S;SSs!# (B 


¿S$BS3S1$@SH@=:nO0UM_SOSo$-SK$/S$S$SGS7Sg$S&!# (B 
¿SB8=:_!"<+J, SN@=:nd*$rH/I=S$9Sk>1SOB>S$KSb$"$4S*S9!#9ug (BPSzSBSN; (B 
¢$B%=%U%H3+H/ 4D6-SHS7SFSNLSNOSOSOSCS-S jSSSCSFGVSSSGS9! #2 (B 


¿$B<+J, $?$A$, !"¿ (B (CD-ROM; SBSY!<%9$G; (B) ¢$B:n@.$7$?:nIJ$r!"8xSN>1$G!"8x3+$7$2?$jHNG 
dz (B 
¿$B$7$?$J$G$-$k$h$&$J4D6-$,$[$7$$$G$9! #¿ (B 


¿$B$3$S1$SbEvA3M-NAS$SG¿ (B OK ¿$B$G$9!#5/F0¿ (B IPL ¿$B$N%i%$%;%s%9$,8=>u$I$NDXEY$J$N$+ 
2 (B 
մ £$B$7$58$°S;Ss$,!"$9S/SIS/SHSb: #!"SWS1%9SNS ?SaSNHQMOSHSSS&SNSO! "8D ?MSGSFSNFOS/ Հ (B 
éSBHOOOSGS9ShSM!) չ (B 
# ¢SBC12A; (B1600/100¿$BKg¿ (B, ¿SBC12A¿ (B1000/200¿SBKgSCS$SFS0SiS$$S,Aj>1$+$J;¿ (B 


2 SBSO$$!"SoS$1$J$, $i>!<jSIS3SHSSSCSFS*S9SM!<! #2 (B 
é SBSGSHS3SNS0SiSSS7TSISSSH!"9ug (BPS ¿SBLS$NOSJSS!#¿ (B 


ESBS (!"S=S$&SS$S&SNS0%=%USH%0%&% ISKSOSSSISPNISSSCSF3z (B? 
Ն` Ն 
£5B%3%_%1SH$+SG; (B 100¢$BK\Gd$1$1S$PK~B-SJSs$GS$9! 8: (B 
2SBSG!"SM3C% HSdSmS4S <SKS5Ss5+87 SF FkShSESTIMEKSO! "SISESSSE7ME ( (B 
¿SBB?S$SHS*$bS&SsSGS9515ISIS&SGS7So; (B 


>>> ¿SBSdSCSQSjJ!"S[SHSsSISN?MS,MxM0S7SFSSSJSSS+SiISJSNS+SJ!<!#¿ (B 

>> 

>>¿SB2q0w?t$,>/S$SJSSS+SiSGS7SgS&S+!)¿ (B zgSB: ##4#0#0#0 2MSSSKSNS+SJ!) 2 (B 
>40002SB?M<eSSSkShS&SGS9! #2 (B 


ESBS7$+$7S$=SNS&SASTS1S@S1SN?2MS, $3$3$N%5!<SPSrMxMO$7SFSSSKSNSGS7SgS&! #2 (B 
éESBOL3dSSSISSSHS*SDSSS*S9S, !#SGSFS3SJSS?MS?SASOSIS3SG2?2SrS7SFSSSkSNSGS7SgS&¿ (B? 
¿SB8x<0$KS$OS$S3$30J30$K3hFO0SN>1=j$J$SS$GS9Sh!#¿ (BSCEI ¿$B$5$s$O$=$6&$$$&7M$?$A$N; (B 
ESBS 3SHSrSIS&9MS (!"SIS&S9SYS-S@SH;WSCSFSSSkSNSGS7SgS&!#¿ (B 


2$B; dSO$"$*$ j4D6-SKSDSSSFS04|BTS7SFS*SiS: ! "STSASIS+SHSSS&SH!"z (BPSZSBSNz (B 


Net Yaroze newsgroups message dump.txt 
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¢$B%0!<S1IS=SNSHSNSK6=L#S, $"SC$?S+SiSSS$SHS&ESTSOSNSN! "S$SmS$Sm$"S$k9-I9pz (B 


ESBSr$_SF!"SOSSSCSFS-SF!"S7%g%C%/Sr$&$1$?2MSO0I 


>>> gSBS?S7S+!"#N#YSK@QOKE* SK; 22CS7SFSIS+SCS?Si!"SdSa$5$; $iS1$kS$H¢ (B 


>>> ¿SB2q0Ow5,LsS$SK=qš$S$SSFS"SCS?ShS&SJ!#¿ (B 


>> 
>> 
>> 
>> 
> 


>¢ SBOLHV@Q6KE*SGSISSSNS, |" 


6 
¿$ 
¿$ 
ՀՏ 


é$B%K%e! <39$N=q$—-9~$_?t!) L) $+$K5-0?$5$1$k$+Sb$7$1$SI$$; (B 
¿SB%"%/%;%9%+!1<%ISN; fugas7t ssesce79ssreesascer, 22C$N¿ (B 
2 SBEY Ig$$$rH=CG$ 9SkSNSG$7$gS&!l#e (B 


(BSCEZSBSNShSESK46S8SkKSNSGS9S, !#¿ (B 


S ŠBA4A38+$ ( ($^$; $s! ՄՀ (B 


¿$B?M:`$NH/7!¿ (B? 


¿$ 


BSJISKSOSHSbS"S$1!"8=>uSNS*S*S@SHz 
BL&NOE*S@SHSSS&SNS, ; dSNOU8+SGS9! #3 (B 


PlayStation :$BSN>-MhE83+$N$?SaSN<B8332 (B? 


B? SSSh$aSks*Sbsss*sol#te (B 


(B 


B8fOU! #2 (B 
BS*S"! "BE TDSNS3%3SSFS9%HSd! "S3MSCSHSO0O!<%/DL?.4X0"S$, FOSSSFSSS*S9S, ! "¿š ( 
BSG! "7k6IS3SNSM%C% si (B SCEI ¿SBSOSJS$SK$, $7S?SSSNS+$CSFSNS, ¿ (B 


(B Windows 95 :SBSNS[S&$, ShSCS$]$13+H/4D6-SHS7S$F3 (B 


ESB?t$S"S$k3+H/4D6—-!"SI%S-Setass%H! #<+M3STH/I=SN>1!#S_SsS$IS=SmSCSFS*S9S+Siz (B 


ՀԷ ՀԷ ՀԷ ՀԷ ՀԷ ՀԷ ՀԷ += 


¿SBS [$SSHSK$AŞC$S$H$hSs$G$^SI$+S! z 


éSBEOn4; 
XMascot: %c%s%Z!<%s¿(B http://ccl 
——MESSAGE FILE 20212 END: 


00 


——MESSAGE FILE 20213 START: 


ՀՏՏՏՋՏԱՏ)Տ4ՏԷՏ) չ (B 
¿SBSb$7$b!"Sb$7$b!";d$,$=$&S$SS&N)>1$KS"S1SP!"¿ 
ESBS*°% 
ESBS7S*SSS*S9S1SISM! #2 (B 


(BPlayStation z$B$r<!@$ 
SsSHS7SFOLCVIUSISF! "S3SNSMSCSHSd$m$&S<SOS=SNA0=* HwSCSFSUS&SKS7SF3 (B 


BeSNF1?MMQO;¢ (B 


ESBS"S*SASES"S, ¿(B PS ¿SBSG%*W%m%0%i%`3+H/S7SE!"S=S1Sr8D?MSGHNGdSH$+$GS-Sk$hS&SJO (B 


¿SB4D6-SrSHSHSNS (SFS*SSSP!"% 
¿ $B; QNASJSIOLHLSK8x3+$7SF!"5/F0¢ 
¿SBSG$-SkSH$*$SbS$&S$Ss$GS9S1$ISMS'¿ (B 


(B > SCEI ¿SBSN2?M; (B 


¿SB9d¿ (B (Go Watanabe) go@dsl. 


ub.tutcc.tut.ac.jp/xmascot/ 


000013html.html 


%s%7%e!<%%*$,<!@SBeSKS&SDSCS?CJ3, SG; (B 
(BCD ¿S$ŠBSN%Si%SS$%;%s%S9SGS+S$S;$0$HS+¿ (B 


ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 


net-yaroze-usenet/00000003-SCFI/ny/beginners/qa/netyaroze/ 


net-yaroze-usenet/00000003-SCFI/ny/beginners/qa/netyaroz 


e/00000014html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.beginners.qa.netyaroze 
Subject: =?1ISO-2022-JP?B?UmU6IBskOk0tTkEyPRsoSg==?= 
Date: 30 Aug 1997 05:13:53 GMT 

Organization: Playstation Net Yarouze 

Lines: 60 

Message-ID: <5u8a6h$jlh@newsl.scei.co.jp> 

References: <redbugSff8d19970827092718@newsl.scei.co.jp> <5u77rmShkr@newsl.scei.co.j 
p> 


NNTP-Posting-Host: 


210.132.203.207 


Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
einsiedler ¿SBSGS9!#¿ (J 


(¢ SBOZMQJ8$N2~9TOLCV! "ԲՏՇք»ՄԱ, SKSDSS$SFSO0$*5v$72<$5$$¢ (J) 


¿$ 
> 


¿$ 
¿$ 
> 


PI 


¿SBS3S3SO¿ (J LAN ¿SB4uK>SGS9!#¿ (J PS RAM ¿SBSr¿ (J HDD ¿SBSNShS&SK07S&%= 


¿$ 


B$4$&¿ (J wrote: 
ESBSSSFE!":#EYS3S=SISSSiS+SNSAScCSSSHS7$?H?1~SO!&!&&@ (I(¿$BN,¿(J) 
B$_$s$JŞG%U%)%m!<$D$1$F¿ (J SCEI gSBSrF0S+S7S*°S7SgS&! #2 (J 
BKMSb<+J, >!<j$JMWK>$r=q$$$F$_$^$7$?!#¿ (J 


(1) g$B3HD%$%3$%s%?!<%SUS'!<S9SN; EMM8x3+¢ (J ¿SB!&!&¿ (JU (¿SBN, ¿ (J) 


O ¿$B$,%P%9D>7k$J$i¿ (J 135 Mbytes/sec ¿$B$+$J!)¿ (J 


BS"SKSHSSSS$$GS9!#2 (J 


SUSHSbz (J 
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> (2) CD-R g$BS$D$+$0$;SFS/S@S5S$! #2 (J 
> (2 SBN, ¿ (J) 2$B! &!&8=>uSGSOSWSmsF%/SHSNS; SSSG!&!&z (J (¿SBN, ¿ (J) 


¿SB9u¿ (JPS ~SBMQSNz (J E a a, S&SGS9!#¿ (J (2 SB; HS ( a ՏԵՏՇՏ9Տ, ¿(J 
ESBSd$0$49ug (JCD ¿$B>F$/%=%U%H¿ (J(¿$B%O0O!<%I; (J)¿$B$,$I[ R րնե: 

> a ¢ $B%=SUSHSrG[I [SGS-SkBN@) $D$/SCSFS/S@S5S8S8¢ (J 

> ՀՏՔԸԲԱ, ¿ (J) 

> ree S?SAS,!"z (J (CD-ROM: SBSY!<%9SG¿ (J) ~SB:n@.S$7$?:nIJSr!"8xSN>1SG; (J 

> 2 $B8x3+$75$?8 JHNGA$7$2$ j$GS$—SkSh$&$J4D6-$, S [$7$$8G6$9! #2 (J 


ee (JCD-RW ¢$BBP1~SN9u¢ (J PS ¢$BS$,$"SkS+!"S*S?SO!"3 (JCD ¢S$B8_49SN8FS_9~S_3 ( 


N $G$-$k¿ (J SIO (or PIO) ¿$BF~=PNO%i%$%V%i%j$,I, ve 
ESBSGSPSCSOS4SHSK?7¢ (J CD ¿SBSK>F5- D>S75O8FLHSGS 914 (J 


> 2$B;d$0$"$*S$44D6-SKSDSSSFS04|BTS7SFS*SiS: ! "STSASIS+SHSSSESH!& 1&3 (J 


2$B4|BTS7SFS?ShS$ jSOSSSSSGS9!#S* $7Sm2qOwSN3hHF0S, >/SISSShHSESGS9! #3 (J 
¢SBSIS<=5SK#15-; vSb=PSISS#N#GS, S"SKSNSGS7SgS$&S+4+!) (J 
ESBS_SsSISG!"SISs$d$m2q5D<<SK%4%_SSS1S*S7SgS&! #2 (J 


2 $B9-9pSOCN$ 3$*$;$s$,!"7 ~4VSHSASk5$$, ՏՄՏՏՏՔ835151515՞ՏչՏՏՏիլլ #2 (J 
¿SBSGS9S,S391SO!"%2!<%`@=:n<TSNK+⁄-$?S9SYS->r7oS+SbS7S1S S;Ss!#¿ (J 


> ¢~SBSISKSOSHSbDS"S1!"8=>uSNS*S*S@SH: (J Windows 95 ¢SBSNS[S$&$,ShSCS$]SIz (J 
> ¢$B3+H/4D6-SHS7SFLSNOE*S@SHSSSE&SNS, ; dSNOU8+SGS9! #?t$"Sk3+H/4D6-¢ (J 
> ES$B%1%-Se%asssH! #<+M3STH/I=SN>1!#$_S$sS$IS=Sm$CSFS*S$9$+Si¢ (J 


ESBSGSOSMS'!#2(J Direct X ¿SBSNS[S&S, 3Z$KF~Lg$G$-SkSGS7SgS&! #2 (Մ 
ESBLABISOCG4VSGS9S, !"S=SNE@SGHN#YSOM-MxSGS$9! #2 (J 


> # gSBS"S*°SASeCS"S,2(JT PS ESBSGSWSmS0%i%° 3+H/S7SF!&!&z (JT (zZSBN, ¿ (J) 
> # ¿$B5/F0¿ (J CD ¢SBSN%i%S$%; %S39SGS+S; SOSHS+SGS-— en Pe eee eee Cee 


ESB=PMhS$*S9SMS (!"SOSGSKS"S*SASES"SLEYSEKSGSOS3$100>eSNz (J 
ESBS*STESSOSNS*SIS*8ESSSGSISSSGSTSGSESTIEL&E(T 


_ —_ einsiedler __ einsidle@cbh3.so-net.or.jp — _ 
—-MESSAGE FILE 20213 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000014htm1l. html 


--MESSAGE FILE 20214 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000015htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: gSBM-NA2=; (B 

Date: 30 Aug 1997 07:19:22 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 138 

Message-ID: <5u8hhq$ j8d@newsl.scei.co.jp> 

References: <5u8a6h$jlh@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<5u8a6h$ jlh@news1.scei.co. jp>z¢SB$N5-; vSKS*SSSF3; (B 
einsidle@cb3.so-net.or.jpzgSBS5SsSO=qS—-S*S7S?! #2 (B 


> einsiedler ¿$B$G$9!#¿ (B 
ESBS3SsSSKSASO! #2 (B 


>¿SBS4S&¿ (B wrote: 
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>> 2SBS5SF!":#EYS3S=SISsSiS+SNSASCSSSHS7$?H?1~S0!&!&z (B (¿ŠBN, ¿ (B) 
> 
> $B$_$s$J$G%U%)%m!<$D$1$F¿ (B SCEI ¿$B$rF0$+$7$^$7$g$&!#¿ (B 
>¿ $BKM$b<+J, >!<j$JMWK>$r=q$$$F$_$^$7$?!#¿ (B 


¿SBSUS)S$Sm!<SIS&SbSGS9¿ (8(՞՞) 

ԱՐ ՏՏ ee ane Ո te nen eae 
¿SBS3SHSJSSSGS9¿ (B(^^; 

# ¢SBO12s!"Sis$%V%i%SjSNITHW; eee SO!"SiSSSVSiSjI2~DISN; ~SK=$@52 (B 

# ¿$B$5$1$F$kItJ,$"$jJ$^$7$?7$1$I!#z (B 


# ESBSASGSCSHSSSBSoSk$+$bz (8:-ք 


>> (1) g$B3HD%%$%s%?!<%U%S'!<%39SN; EMM8x3+; (8 ¿SB!&!&¿ (B(¿$BN, Հ (B) 

> 

>PIO ¿$B$,%P%9D>7k$J$i¿ (B 135 Mbytes/sec ¿$B$+$J!)¿ (B 

>¿$B$3$3$0¿ (B LAN ¿$B4uK>$G$9!#¿ (B PS RAM ¿$B$r¿(B HDD :SBSNShS$&$K07S&%=%U%HSb; (B 
>¢SBS"SkSHSSSSSGS9!#¢ (B 


¿SBSO$$!#$^$"!"$3$1$,==J, 9OB.SISi!"SHSIS"S ($:¢(B CD-R չ585057Տ/ՏԲՏԵՏ՞Տ"ՏՏՏՏՏՏՏՇՏ91չ 
(B 
CD-R ¿$B$O=q$$$?$C$-$j$G$9$7$Me (B(^^; 


>> (2) CD-R ¢$BSD$+$0$;SFS/S@S5S$! #2 (B 

>> (2SBN, ¿ (B) 258185 &8=>uSGSOtWSmSF%/SHSNS; SSSG!&!&z2 (B(¿SBN, ¿ (B) 

> 

>¿$B9u¿ (BPS ¿SBMOSN; (B R 3 7 S&SGS9!#¿ (B(¿SB;HS (S=S&SGS9S, ¿ (B) 
S$ SBSAS0$ 49ug ( (BCD ¿S$B>FS/%S=%USH¿ (B (¿SB%SO!<%SI;¿ ¿SBS ,S[S7SSSGS9!# (B 


¿SB:G=*SAS'SC%/SG¿ (B CD-R ¿SB$,;HŠS (SkSHS&$1$7SSSCS9!# (B 


¿SB9u¿ (BCD ¿$B$OSW%1%9%F$NW%mM%F%/%HŚNCf?4$G$7$g$&$7!"5/F0¿ (BIPL¿SBSNSi 
ees reese Ա ա ՕՏ ՅՈ ՈՅ (8 
é SBSASGSCSHL5M}SG$7SgSé&!#2(B (~SBO-MOSN2DG=@-$"SkS$7¢ (B) 


¿$BS, !"IaDL$N¿ (B CD-R 2$BS$+$i%G!<%?$rSh$_$@$; $kShS$&S$KS$9SKSNSO! "SMSCSHSd$m$&$<S$Nz (B 
CDE SBS*SoSjSNSLiSSSVSLSISNSSSTS+S (S@S1SGSSS1SkS@SmS&SHS*SbS&SsSGS9Sh!#¿ (Ց 


# PS zSBSCSF! ">oS$K%WSmSF%/SHSAS'SC%S/STSFSkSSS8SCSIS/SF! "SGS#%9%/F~$1495S (; ~$Kz (B 
# 2SBS@S1%A%'%SC%/S7TSFS*S9SHSM! #2 (B 
# 2 SBS=SNSA%'%C%3/>pIs$rL5; k$ 9SkSiS$3VSiSj= HwS$ 9SkSAS1SGS7SgS&!#e (B 


2 $B5/FOSO$GS-SJISSSKS7SFSb!"%G!<%?S, $=Sm$CSFS$-$?CJ3, $G¿ (B CD-R ¿$B3+H/$G$-$k$H; (B 
2 SBS* SCSAS$Cc3Z$G$9! #3 (B(1) g$BSh$4$b3Z! #23 (BCD-R zSBSCSFDI5-$O2DG=$@$7! #3 (B 


¿SB<B:]SNG[I[SGS- TORE (=¿$B5/F0$G$-$k¿ (B) ¿SBSbSNSKS$SDSSSFSO¿ (B (3) ¿SBSNS[S&SG=`HwSGS 
-$1$P; Gor Հո իոն 


>> (3) ¿SB%=%USHSŠSrG[I[SGS-SkBN@)SDS/SCSFS/S@S5SS¿ (B 

>> (gSBCEN, ¿ (B) 

>> ¿SB<+J,S?SAS, !"¿ (B(CD-ROM; $B%Y!<%9$G (B)¿$B:n@.$7$?:nIJ$r!"8x$N>1$G¿ (B 
>> ¿$B8x3+$7$?$JHNGd$7$?$jJ$G$-Ş$k$h$&$J4D6-$, $[S7$$$G$9! #2 (B 


> 

>¿SBS3S1SO!"¿ (BCD-RW ¿$BBP1~$N9u¿ (B PS ¿$B$,$"$k$+!"$^$?$0!";¿ (BCD ¢SB8_49SN8FS_9~S_¢ 
(B 
>: B$, $G$-$k¿ (B SIO (or PIO) ¿$BF~=PNO%i%$%V%i%j$, I, MW$G$9ŚM!#¿ (8 


>: SBSGSPSCS0S4SHSK?72 (B CD ¿$B$K>F$-D>$7$O0O8fLH$G$9!#; (B 


¿SB$3$1$b$d$C$Q: (B (2) ¿$B$HF1MM!"40A4$J%f!<%6%1%Y%k9u; (BCD ¿$B@=:n4D6-$OL5M}$G$7$g$ 
&SM! #2 (B 

:$BSG!"3+H/= i4|$0z(B (1) zSBSGSN9DB.DL?. !"S"SkSFSSSI%G!<%2$, $=SmS$CSFS-$?CJ3, ¢ (B 
O ԹԱ ՆՅ ՏՇՏՕՀ (B (2) ¢S$BSNz(B CD-Rz$B!#$G!"40@.S7SF!"G[I[$7$?$/SISC$?S 
11": (B 
(3) 2SBSG!"<B:]$K!V5/FO!WSG$-$kz (B ¿SB9u¿ (BCD ¿$B$r!"¿ (B(100¿$BKgC10L$G¿ (B) SCEI ¿$B 
SNS [S&SKz (B 

¿SBH/CmSGŠ-Sk¿ (8..... 


ESBSCSFSNS, ; dSNK>$*M}A[ Հա Ա ՅԱ (՞՞չ 
¿SB$"!"SA$,SCŠ?!#M)A[SO¿ (B éSBSNItd, 1" չ (BCD- Í nn A (BADD: (sz 
YSBS 8 "S=S3525G555/ SHSNSmMOSHS F SoS 157555G5 95Mz (B 


>> ¢$B;d$O$"$*$44D6-SKSDSSSFS$04 | BTS7SFS*SiS: ! "STSASiS+SHSSS&SH!&!&3 (B 
> 
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>; $B4|BT$7$F$?$h$j$O$$$$$G$9!#$`$7$m2q0w$N3hF0$,>/$J$$$h$&$G$9!#z (B 
>¿ $B$I$<=5$K#15-; vSb=PSISS#N#GS, S"SkSNSGS7Sg$&$+!) ¢(B 
>zSBS_SsSISG!"SISsS$d$m2q5D<<S$K%4%_SSS1S*S7SgS&!#¢ (B 


¿SBS=S&!#0JA0S+Si5-;vV$S9S/SJSSSGS9S$S, !":G6aSOS5SiSK8:SCSFSSSk¿ (B 
¿SB5$S9,S7S92S99!#S_SJS5S9s2F5YS_SGSSSmSSSmK;S7SSSNS+SbS7S1S S;SsS, (B 


¿SBS$S+S/SSS&;d$Sb:G6aJLS$SNS3SHSK$S+S+SjSCS-$jJSG!"9u¿ (BPS ¢~SBSGS"S=SYSFSISSSsSGS$9¢ (B 
: SBS1SI$Mz (B(**; 

$ 2 SBEE7bSN33383F%9%HSO; ~A4VE* SKLSM}SGS9!#2FS*°SGSOK?SS%SY% Ta S1SFK;$7$+$CS?¢ 

# z2SBS7!"SS$*SbILSNSbSNSrJLSN4D6-$GSD$/$CSFSk$?$j$ 9SkSbSNSGz (B 


>¿$B9-9pSOCNS$S3jJS S;SsS, !";-4VSHSdSk5SS,SJUSSSHB3S1S1S1S S;SsSM!#¿ (B 
>¿$BSGS9S,S3S1SO!"%2!<%`@=:n<TSŠNK+⁄-S?S9SYS->r7oS+SbS7S1S S;Ss!#¿ (Ց 


¿SBSOSS!#;-4VSHSdSk5S$SSO=FEMWSGS$S7SgS&!#SGSb!"8=>usO!"sS"S*SjSKSb;¿ (B 
¿$B>pJs$, ITB-$7$F$$$k$h$J$!46$, $$$J$a$^$; $s!#¿ (B 

Yaroze Japan ;SBSO!"BN@) $,$+SoSCSFS+Si0JA0ShS jS@SSSV4hDSSCSFS*S93 (B 
ESBS1S1!"SbSCSHSbSCSH4hHDSSCSFS [S7TSSSGS9! #2 (B 


é$B9-9pSO! "STSASiS+SHS$$$ (SP! V8XBg!WS.$_$JI5$$,$7$*S9!#$3$1SrGc$ ($P!"¿ (B 
¿$B%2!<%` $, $D$/$1$k$s$0$!$H$+;W$C$F!"9XF~$7$F!"$+$J$j9b$$5; G=$, ¿ (B 
¿SBMW5aS5S1SkS3SHSrCNSCSF!"SNS&S<SsSSHS7SFSSSk?MSOB?SSSHS*SbSSS*S9Sh!#¿ (B 


¿S$B7k2LE*$K%$W%m%0%i%`$r$G$-$k?M4V$O8B$Si$1$F$/Sk$SGS7SgS&!# (B 
ESBSWSmsS0SiS_SSSOSCSF:MG=SGS9S+Si!#¢ (B 
¿SB%21<%` S6%6SS%SSHS+SbS*S?TLSN:MG=SG!"S=S1SKBPS9Sk:v$,!"¢e (B 
E$B!V3A!<%`$r$/$`'!W$H$$$&$3$H$IŞN$G$7$g$&!#¿ (B 


ԱՆԸ ee ee ene 
2 SBS 9IS4SS%A!<%S° $OS9S54SSSGS9S1SI!#¿ (B 

# ¿SBSA“S"!I"SA!<%S`7k@.S9SkSKSO!"6/NOSJ%Sj!<%@!<S,SSSkSHSSS& (B 

# ¿SBSNSbS"SkSs$SGS9S1SISM!#¿ (B 


>> eSBSISKSOSHSbS"S1!"8=>uSNS*S*S@SH: (B Windows 95 ¿S$BSNS$S[$&$, ShSCS]$I¿ (B 
>> ¿ŠB3+H/4D6-$HS$S7SFLSNOEFE*S@SH$SS$SS$S&SNS,;d$SNOU8+SGS9!#?tS$"Sk3+H/4D6-¿ (B 

>> ¿SB%IS-%e%sa%Ss%H!#<+M3SJH/I=SN>1!#S$S_$s$JS$S=$m$CSF$2$S9S+$i¿ (B 
> 
> ¿$B$G$9$M$'!#¿ (B Direct X ¢SBSNS[S$&$, 3ZSKF~Lg$G$-SkS$GS$7$g$&!#¢ (B 
>¢ SBLGBjSOCg4VSGS59S, !"S=SNE@SGHN#YSOM-MxSGS9! #2 (B 


ESBCg4VSO!"z (BNY ¿S$SB$GS$SJ$S/SFSb ¿ (B Internet z¢SBSGC5$; SAScS$$*°S9!#; (BNY չ58Տհտ)9-ՏՏՏՄՏ 
sé (B 
Z SBM-Mx$+Sb$7$1$5$$8G$9! #3 (B 


>> # ZgSBS"S*°SA%eES"S,2(B PS ¿SB$SG%SW%$m%0%Si%`3+H/S7SF!&!&¿ (B(éSBN, ¿ (B) 
>> # ¿SB5/F0¿(B CD ¿$B$N%i%$%;%s%9$G$+$;$0$H$+$G$- “a C 22 SP 
> 
¿SB=PMhS*S9SMS (!"S9SGSK%$"%“SA%Se%"%1%Y%SkSGSOS3S10J>eSN;¿ (B 
¿SB%“%7%sSOS"S*SjJS*8FSSSGSJSSSGS7SgS&S7!&!&¿ (B 


2 SBS=S&SGS9!#$3S1S@S1SN%9%2Z%C%/$, S"S1SPEVI, $"$=$Y$^$9; (8(՞՞) 
£SBS"S*SA%e% "A4BNSXSNK \ 30 E* SJE83+S0!"<! @SBe5!SXSNE>49079_SGSSSSSsSGS9! #3 (B 


ESBS3SN9uz (BPS -S$BSrGc$C$??M$?SASNS_SXSN!"!V<B83!WSHS7SF!"S=S&SS$$6%5!<%S%9S,¢ (B 
ESBS"SCSFSDNISSSHS*SbS&SSSGSISM! #S=S&SSS&S3SHSGS-SkSsS$ISiSCSF;22CS7SFS/S$k?MGg ( 
2ESBS,S7S,S7SSSkSH;WS&SSSAS1ST!"SdSCSQ7TPIDSrS$7S$SiSss"S*SASES"SN4ESS IMS (¿ (B 
ESBSGS9S+SMS'3 (B(%%; 


= 


ESBSGSO! #¢ (B 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 

--MESSAGE FILE 20214 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000015html.html 


--MESSAGE FILE 20215 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000016htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?ISO-2022-JP?B?UmU6IBskOk0tTkEyPRsoSg==?= 
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http://www.netyaroze-europe.com/~shaughnj 


> opponents' cars have an extremely limited physics model (very apparent 
> when colliding with them.) But IMO this is the best driving game so 

> far. Well, it is until the 8th May... 

> 

> Jim 

> — 

> 

> James Shaughnessy james@manc.u-net.com 

> 

> 


—-MESSAGE FILE 2149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00852 


—-MESSAGE FILE 2150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000853 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Wed, 06 May 1998 18:54:29 +0100 

Organization: The Hex Heroes 

Lines: 7 

Message-ID: <3550A3D5.339C@writeme.com> 

References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> <6ipricSjpr40@chuka.playstation.co.uk> 

NNTP-Posting-Host: at14-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


West wrote: 
> Paint it blue and flog it off as a dev system to some poor sucker. 


Mod chip it, paint it black and... (only kidding folks!) 


James (~mrfrosty). 
—-MESSAGE FILE 2150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00853 


—-MESSAGE FILE 2151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000854 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Wed, 6 May 1998 21:44:44 +0200 

Organization: Debri Productions 

Lines: 41 

Message-ID: <1ld8mjdd.c4gn4j1f0a3yuN@al-—88-100.a1.nl> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:617 scee.yaroze.freetalk.english: 
854 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


DEnnis Brinkhuis wrote: 


That deruiter-guy is dutch. But I can't contact him. His mail-adress 
seems to be faulty. Does anybody have a better adres of this bloke? 


V V V V 


DEnnis Brinkhuis (NL) 


VVVVVVVV 


H 


got a couple of mails from him a while ago. He was going to addARS 


Net Yaroze newsgroups message dump.txt Page 13641 


Date: 30 Aug 1997 10:39:55 GMT 

Organization: Playstation Net Yarouze 

Lines: 67 

Message-ID: <5u8t9r$jjo@newsl.scei.co.jp> 

References: <5u8a6h$jlh@newsl.scei.co.jp> <S5u8hhq$j8d@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿S$BSGS9!#¿ (J (¢$BJ8; z$,L/$I2~9TSKSISCSFS*S7$?! #2 (J) 


Go Watanabe <go@cclub.tutcc.tut.ac.jp> wrote 
> ¢SB;d!"2?2sS+!"S3S&SSS&MWK>SHS+S@QS7SFSkKSSSGS9SIST!I"3 (J 
> ¢~SBD>@\E*SJH?1~SbSiSC$?S$3SHSISSSGS9¢ (J (%%; 


é$BD>@\0CS$ 9SH8eS, 62SSSNSG$S7Sg$&! #LAUBIB?S$SG$9S+Si¢ (J 


¿SB9u¿ (ICD $BSOSW%$1%9%SF$NSWSm%$F$ /SH$SNCf?4$GS7$g$&S$S7!"5/F0¿ (JIPLE SBSN¢ (J 
¿SB%Si%$%;%s%9LdBj$SHS+$"$k$G$7$SgS&$+$i!"$=$1$rD>@N>F$1$k¿(J 
¿SBSbSN$r$/S1SkS$SH$$SS&SNSOSASgSCSHL5M)$GS7$Sg$&!#¿ (J 
(¿$B0-MQ$N2DG=@-$"$k$7; (J) 


> 
> 
> 
> 


ESBS=SE&SGS7S?! #2 (J 


> 2SBS,!"IaDLSNz (J CD-R ¢$BS$+$i%G!<%?SrSh$_$@S; oe J 

> gSBSMsCSHSdSm$&$<SNz (J CD¿$BS Se Աա ԱԱ (5051: 

- S SBSGS$$1SkS$@SmSeSHS$*SbSESs$G$9Sh! #z (J 

> (¢SBN, ¿ (J) 

> ¢$B5/FOSOSGS-SISSSKS7SFSb!"% T Sm$C$F$-$?CJ3, $G¿ (J CD-R 

> ¿$B3+H/$G$-$k$H$` SCSASC3ZSGS9! #3 (J ¿SBSh$j$b3Z!#¿ (JCD-R ¿$B$C$FDI5-¿ (J 
> ¿$B$O2DG=$@$7!#¿ (J 


¿S$SBS=$S&$GS9$SM!#;¿ (J 
¿$B?tI4¿ (J MB ¿SB$b>F$+$JS$SSS$SGS7S$Sg$S&$7!"¿ (UCD-R ¿$BFI$_2D$G¿ (U (1) ¿SB$SOSSSiS$SJSS¿ (J 
¿SBS+$J!#S$S=$&$S=$&¿ (J Motion JPEG ¿$B;H$ ($k$h$&$K$7$F$[ ԱՄ 


ՀՏՔՅՀԼ/-14| 5Օչ (J ESBSGSN9bB.DL?.!"S"SkKSFSSSI%SG!<%?S,S=SmSCSF¢ (J 
2 SBS- SS E %C%$/$S%$GSO¿ (J (2) ¿$B$N¿ (J CD-R¿$B!#$G!"40@.$7¿ (J 
¿SBSF!"G[I[S7S?S/SJSCS?Si!l"¿ ( 1 éSBSG!"<B:]SK!V5/FO!WSGS-Skz (J ¿$B9u¿ (J 
CD ար (1002 a ns, SCEI ¿S$BSNS[$&SKH/CmSG$-Sk¿ (J..... 


V V V V 


¿SBKMSbS3$1SO<B8=S7SFS[S7SSSGS9!# (J 


¿SB9-9p$SO!"SISASi1iS+SHSSS (SP!V8XBg!WS.S_ SJ5SS,S7S%S9!#S3S1Sr¿ (J 
¿SBGcS (SP!"%2!<%`$S,SDS/S1SkSsS@S!SHS+;WSCSF!"9XF-S7SF!"S+SJ¿ (J 
¿SBSjJ9b$$5;G=$,MW5aS5$S1$SkS3SHSrCNSCSF!"SNS&S<SsSHS7SFSSSk?M: (J 


> 
> 
> 
> ¿SBSOB?SSSHS*SbSSS S9Sh!#¿ (J 


¿SBS&!<$s!"SASgSCSH9MS(S1SPA[A|$DS-$=S&$GS9S, 1" չ( 

¿SB<+M3EYS, S"Sk$HSSS&S3SH$SOFqS7SSSH$SSS&S3SHS@SH; wscsps, STS? #2 (J 
¢ SBBg:n%2!<%* $D$/S$k!"S9STSOSA! "SG! <%?9=BS$,Fq$7$$¢ (J 
ESBS\S&S<SsSHS;S:!"SP%jSP%$j<ALAGSOSISPSSSSSNSK!&!&2 (J 


> 2 SB7K2LE*SK%W3m%0%i%° Sr$G$- 35 7 717 ԱՅՆ 
> ¿SB%W%m%0%i%_%s%0SCSŠF:MG=$G$S9$+$i!#; (J 


ESBS=S&S@SCS$?SsS$GS9S+!"B>SN:MG=SNL5$$?MS, 9T$-Ce$/$H$3; (J 
ESBSGSbHS"SkSH;WSCSFS*S7S?! #2 (J 

¢ SBKMSNShS & SUL5G=$GSO%WSmS0%i%> SHBLL\SGS7SgS&SM! #2 (J 
ESBS*S"!"EXNOZg (Մ(չՏ80-Տ"Տ/,Տ-չ (J) չ5850575՞Տ95, !#¿ (J 


> ¿SB%S2!<%`%G%6%$%sSHS+$SbS*S?JLSN:MG=SG!"S$= pie) Dene eave Eid 
> gSB!IV%A!<%* $r$/$* !WSHSSS&S3SHSISNSGS7Sg$6! #2 (J 


¿$B%21<%`%G%6%$%J!<$O01HV$-$D$S;E;v$GS$S7$SgS&!# (J 
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¿SB%G%6%S$S%J!|<$,¿ (Մ ¿SBSdSj<j¿ (J ¿SBSJSi!"B>SNC4Ev<TS$, 3ZSKSISjS*S9! #2 (J 
¿S$B1G2h4FFDS_$2SSSJSDSN$SGS7$SgS&S+!# (J 


einsiedler ` einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 20215 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000016html.html 


--MESSAGE FILE 20216 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000017htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCTS1LOQTI9IGYhC?= 

Date: Sat, 30 Aug 1997 14:04:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 118 

Message-ID: <redbug$dd1e19970830140408@news1.scei.co.jp> 

References: <redbugSff8d19970827092718@newsl.scei.co.jp> <5u77rmShkr@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 202.215.109.119 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.beginners.gqa.netyaroze ¿SBSN¿ (B <5u77rmShkr@newsl.scei.co.jp> ¿SBSN; ( 
B 


¿SB5-;v$K$*SSSF¿ (B 1997/08/29/ 19:27 ¢SB:"!"3 (B 

Go Watanabe; $B$5$s$0=q$-S$*S7S?! #2 (B 

> $B$4$&$G$9!#$*$J$8$h$&$JOC$, ¿(B yj.freetalk zSBSNS[S&SGSbSGSFS*S7S?7SMS'! #3 (B 
>i SBSSSAS*S&S3SCSASK%SUS) Sm! <z (B 


i SBS3SNOCBjSOS$*$@9-S$, $j$=$8&$G$9$+$i!"; (BGSX- Աա ԱԿԱ (8 
5 S արար ie 55 5 S7SgS&!#¿ (B 


>>¿SB!J!V6bJ'SCSFSkSsS@S+S$Si!&!&!&!WSHJ86gSr8@S(SkJ,!"@5D>8@SC¿ (B 

>> SBSFS3SCSA! JM-NA2=!KSNJI}$, ; dSO=u$+$ 4$*S9! #2 (B 

> 

>2SBS=S5SGS 95M! #8=>uSOSOSCS-S5SSSCSF!"H?1~SIS5$98.$G$9; (B > SCEI ¿$B$5$s¿ (B 
>¢ SBM-NA2=S7SFSb!"SbS7>u67S+SoSiSTSSSISi!";dS*S3S5S%S93 (B(%%; 


¢$SBM-NA2=$7$?Si!"E\SkS3SHS, SGS-SkSs$G$9ShS$M! 432575 32575 18. (B 


>>; $B% 5 O ee 
>>¿SB$"$H!"Dj4|E*$J5/F0¿ (BCDz$BSNG[I [SbSd$CSFM_$7S$S$SGS9SM! #2 (B 
> 
>¿SBS5S!!"222sS+S7SFSkS4S&S/SsSN>!<jSKMWK>%7%j!<%:SGS9S$S%¿ (8(՞՞չ 
SS SBS5SF!": #EYS3S=SISSSiS+SNSASCSSSHS7S$?H?1~ sos Ա ԳԵՄ (B!!! 


ESBSISSSGSTSgS&! #2 (B 


>(1) ¢S$B3HD%S%$%s%?!<SUS'!<S9SN; EMM8x3+: (B or ¿SB9bB.SJ%SS%Ss%?!<%U%S'!<%9SNDs6!¿ (B 
> ¿SBS 7%4%"SkDL?. CYSSSGS9!#3HD%SS$%SS?!<SUS'!<S9SNS [$&SQ%1%1S5kSGS$ 9ShHSMz (B? 
> éSBSDSCSHB.$$$G$9Sh$Mz (B? ¿ $BM— NASGNISSSNSGSISK$+Ds6!S7SFS/S@S5$$! #2 (B 


¿SBS$SbSCSHAaS$SG$9S1SI!"; (BPCESBB&S, SDSSSFSS$+SISSSSS$GS9SHSM! #2 (B 
¿$B$3$10J>e9bB.$K$9$k$J$i!"¿ (BPC/AT ¿$B%^%7%sB&$K$b%\!<%I$,I, E e aly 
ESBS=S&S9SkKSH#I#BSGSOFOS+SISSSHS+!"S*%SC%/SGSDBLL\S@SHS+!"z (BUNIX¿ ee 
éSBSHSSS&OCSKSbHSJS4S=SESGS9S+Si!"S3SN@~SOGVSSS+SIS!!"SH; . S9!#¿ (B 
¿S$SBS=$3$G!&!&!&¿ (B 


(2 R R ¿SBSDS+SoS;SFS/S@S5SS!#¿ (B 


) 
CD ¿SBSNTa5Z$, ?J$s$G$*$j!"%SG!<%?S$N5/$S->1=jS$SH$7SF¿ (B CD-R 2¢$B$r3+H/C£ESK; HS$$?SS8¢ 


> 

> 

(B 

> ESBSt!<%6SOS1SCS3S&B8:_S9SkSH;WSSS*S9!#S, !"8= >uSGSO%W SmSF%/SHSNS; SSSG!"z ( 
>¢S$B!!S=S1Sr9TSISES3SHSOSGS—-S*S;S$s!#%3G!<%?=E;kSJ%2!<%* SN3+H/S, aaa վն 
> ¿$B8=>u$G!"$3$1$0$"$^ S3SKSb9sSGSOSJSSSGS7SgS&S+; ( (B? 

> ¢SBDL?.2s@~2; (B? ¢SBS*S=2aS.SGS9! #2 (B 


ESBS3S&STSkKSOS1SGS9! #3 (B 
¿SB9u#P#SS+SiS7S+5/F0SGS-SJSS!"SH$S$SS&SNSGSb9=$SS$S%S$S;SsS7!"¿ (B 
éESBILES5/FO#C#DS,1,MW!"SHSSS&7ASGSH9=SSS*S;Ss! #2 (B 
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(3) ¢$B%=SUSHSrG[I [$G$-SkBN@) ՏքՏ/ՏՇՏԻՏ/ՏճՏ5ՏՏչ (B 
(2) x. Ա $9$,!"z(BNet Yarouze ¿$B$G:nIJ$r$D$/$C$F$b!"7k6I$=$N:nIJ$O; (B 
Net Yaroze ՅԱՑ: Հար on $;Ss!#:nIJSr@S4VSK8x3+S9SkS$?SaSN<jCJz (B 
ESBSO!"SHS-SIS-; (;¿OSUSISKQ@QkFASrS+SMSFSNSkKSHSSSCS?SDbSNS7S+S"SjS S;SS!# (B 


¿SBS3S1$S@SH@=:n0UM_SOSoS-SKS$/SSSGS7SgS&!#;¿ (B 
¿$B8=:_!"<+J, SN@=:nd*$rH/I=$9Sk>1SOB>S$KSbS"$4S*S9!#9uzg (BPS¿SBSN¿ (B 
¢$B%=%U%H3+H/ 4D6-SHS7SFSNLSNOSOSOSCS-S jSSSCSFGVSSSGS9! #2 (B 


VVVVVVV VY 


¿SBSHSSS&S+!"A4S/SHSSSCSFSSSSS[STS"SjJS“S;Ss!# (B 


¿SBSb$&#1#0G/$[SISb@N!"¿(BX68000¿SBSH$$$65Q%=5 %s$,EP>1$7$^$7$?!#¿ (B 
¿SBB?S/SNSf!<%6!<$,L%SS;S$1iS1!"%=%SUSHSr:n$j!"S2S?1"%=%SUSHSr:nS$Sj$?$S?MS?SASN¿ (B 
¿$BB?$/$,¿ (B X68000¿$BSN;q; :$rDLS8$F!"SWSms0%is> !"S2!<%* SN:n$jI}S$r3X$s$GS$$-S$*S7$?!# 
¿ (B 


X68000 ¿SB<+BNSO!"SO!<%IS,;-BeCYS1SKSJSKSHSHSbSKS[SN;OSr>CS$7S“S7S2?S, 1JS3S&=q¿ (B 
¿SBS/SHENSk?MSbSSSkSQ@QSmS&SJS!!K!"S$=S$S3SG0i$C$??MS?SASO!"S$SS“Bh01@—-$K=PSFS-SF¿ (B 
¿SB$S$$2891JS8%c%$s%T%s%0%U%Si%$C%$7%e$N%$ (%0%6%/%H$d!"%<%m%$G%#%P%SSSISNS:!<%`$JSISO; (B 
¿SBS=SNI.F,SHSbSSS (SkSGS7SgS&!K! #2 (B 

éSB8=:_SN6H3&$r; YS (Sk?MSNCESKSO!"S+SIS jSN3d9g$Gz (BX68000¿$BSf!<%S6!<$,$$SSkS$SOS:SGS9!#; 
(B 


X68000 ¢gSBSNA0SO;g (BMSX2 SBS, !"S3SNLr3d$rSKSJISCSFSSS*S7S?!#¢ (B 


¿SBS7S+$7!"¿ (BX68000 ¿$B$N8e$KB3$/%^%7%s$,$"$J$^$; $s!# (B 
é$B; dSOS=S1$r!VSM%SC% HSd$m$&$<!WSK4 |BTS7$2$NS$G59S, !&!&!l&z (B 


> ¿SB<+J,S?SAS, !"¿ (B(CD-ROM: SBSY!<%9SG; (B) ¢$B:n@.$7$?:nIJSr!"8xSN>1SG!"8x3+S75?S5jHN 
Gde (B 
> ¿S$BS7S2SJSGS-SkShS&SJ4D6-S,S[S7SSSGS9!#¿ (B 


¿$B2?$i$+$N7A$G3$B1%=%U%H$, =PSFS/Sk2DG=@-$, $"$k0J>e!"Fq$7$$$+$b$7$1$^$; $s$M!#¿ (B 
¿ $B5U$K3$B1%=%U%H$, =P$k2DG=@-$, L5$/!"#S#C#E$N<j$r$G$-$k$@0$1HQ$0o$;$:$K$9$`; (B 
¿$BJ}K!$, $"$I$P!"2?$H$+$7$FM_$7$$$G$9! #¿ (B 


>>>¿SB2q0w?t$,>/SJSSS+SiSGS7SgS&S+!) ¿ (B ¿$B:##4#0#0#07?M$$$K$N$+$J!)¿ (B 
>>4000¿SB?M<eSSSkShS&SGS9!#¿ (B 

> 

>¢SBS7$+S7S=SNS&SASTS1IS@S1SN?MS, $3$3SN%5!<SPSrMxMOSTSFSSSKSNSGS7SgS&! #2 (B 
>¢SBO1L3dSSSISSSHS*SbSSS*°S9S, !#$SGSFS3SJSS?MS?SASOSIS3SG2?Sr$7SFSSSkSNSGS7SgS&¿ (B? 
>¿SB8x<0SKSOS3S30J30SK3hFOSN>1=j$SJSSSGS9Sh!#;¿ (BSCEI ¿SBS5SsSOS=S$S&S$SSS&?MS?SASN; (B 
>¿SBS3SHSrSIS&9MS(!"SIS&S9SYS-SQSH;WSCSFSSSkSNSGS7SgS&!#¿ (B 


¿SB?M: ` H/7!$,LNE*$@SHS$S+$$S&OCSrS$S"SŠSAS3SASGJ9$-S$2$7S2$, !"S?SHS ($=$&SK$7SFSb!" (B 
¿SBS3S$SsS$JLSNOSNL5$$4D6-$GS$SO!"=8$%*$SkS$Sb$SNSb=8$%$3j$2S;Ss$h!')¿ (B 
¿SBKNEvSKS$SdS$S3jJS?2SS?2MS?SASO!"SIS&SKS+SGS-SkS3SHSJSi!"SIS&SKS+SdSCSAScS$SSS*S9!# (B 
¿SBS@S+S$Si!"%Sa!<%+!<S$N?MS?SASHF1S8EZI6SGSdSiS; A SES/SOSSSS LHe ( (B 
2S$B%a!<%+!<JBS_SN%5%] !<SHSOMW5aS7S$%°S; $s$7!"S$=SUS ace ares ՏՏՏ՞ՏՏՏ 18. (B 
5 55 13310 eC s ԱՅՔ ik 


>2$B; dSO$"$*S$ j4D6-SKSDSSSFS04|BTS7SFS*SiS: ! "STSASIS+SHSSS&SH!"z (BPSZSBSNz (B 
> 2 SB%0! <S1S=SNSDSNSK6=L#S, S"SCS$?2S+SiSSSSSHSESTSHDSNSN! "SSSmSS$mS"$k9-Ipz (B 
>¢SBSr$_SF!"SOSSSCSFS-SF!"37%qg%C%/Sr$&S1$? 27MSOB? $$ShS&S$KS*SbSS$*S9! #3 (B 


¿SB!V%5%] !<SHLSS7!W!T!c$*SSS*SS!KS@SHCNSCS?; ~SN%37%3g%C%/SOBG$—S+SCS?SGS9ISM! #3 (B 


>¢SBS [SsSHSKSAScSsSHShSsSGS$*S9S+S!¢(B > SCEI ¿SBSN?M; (B 
éESBIVSMSCSHSdSmS&S<!WSN3H5$SS,L5SSSNSO!"%Sf£!<%6!<SNG=NOS, L5$$$+SiSGSOS"SjIS*S;Ss!#3 (B 


¢SBG=NOSNL5SS%S£!<%6!<S,B?SSSNSO#S#CH#ESNI-9pPSH! "ShS/D4SYS:SKF~2q$7$?%£!<%6!<SKz (B 
ESBLAUBIS, Տ"ՏյՏ՞Տ91 #2 (B 

éESBSGS9S, !"$G$-$k!J$h$&$K$J$k!K?M$O!"I,$:<+J,$GJY6/$7!"?M$+$i3X$s$G?-$S$Fz¿ (B 
¿$BS-$^$9!#$G$-$J$$!J$^S^SN!K?M$O!"$$$D$^$G$?$C$F$bB>?M$KMİ$ŠC$F$P$+$J$G?-¿ (B 
ESBSSSOS7S*S;Ss! #2 (B 


2 SB5USK! "G=NOSNS"Sk%f!<%6!<SKSHSCSF!"$"S*S4SKSbQ@) 8BSNB?$$$3S$N4D6-SO!"$*SCS$?$/3 (B 
¿SBL%$NOS, $"$J$^$; $s!#¿ (BWindows95 ¿$B$NJ}$, S$OSk$+S$K%*°%S7SGS9! #¢ (B 
éSBG=NOSNS"SkSf£!<%S6!<S,NSS1Sk!ITS*S?SOShSjSDS+SISS!KS+Si!"=i?4<TSPS+S$45,¢2(B 
¿$B1&1}:81}$9$k; VBVSKSIJSkKSNSGS9!#S*SoS+SjISKSISCSFS*S9!) !d#S#CHEFISNT} ! 92 (B 


Net Yaroze newsgroups message dump.txt 


Beginner's Fo 
RedBug redbug 


—-MESSAGE FILE 20216 END: 
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rum Leader 
@fsinet.or.jp 
net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 


00000017htm1l.html 


——MESSAGE FILE 20217 START: 
e/00000018htm] 


Path: chuka.p 
From: "TPM.CO 
Newsgroups: p 
Subject: =?IS 
Date: 30 Aug 
Organization: 
Lines: 12 
Message-ID: 
References: 
p> 
NNTP-Posting-— 
Mime-Version: 
Content-Type: 
Content-Trans 
X-Newsreader: 


< 
< 


¿S 
Gdé (J 
¿$B$7$?$j 
ESBS (1"ՏՀՏՃ 
ESBSASCSASC 
2$B%3%_%1SH 
i SBSG!"% SMSC% 
¿SBB?SSSHS* 


B<+J, $? 


VV V NV V VE V 


¿SBBg; ?@.$GS9 


net-yaroze-usenet/00000003-SCFI/ny/beginners/qa/netyaroz 
L.html 

laystation.co.uk!newsl.scei.co.jp!usenet 

" <tpmco@jsn.justnet.or.jp> 

laystation.ny.beginners.qa.netyaroze 

O-2022-JP ?B?UmMU6IBskQkOtTkEyPRsoSg==?= 

1997 20:00:17 GMT 

TPM.CO SOFT WORKS 


5u9u4h$kki@newsl.scei.co.jp> 
redbug$f£8d19970827092718@newsl.scei.co.jp> <5u77rmShkr@newsl.scei.co.4 


Host: 202.238.45.132 
1.0 
text/plain; charset=ISO-2022-JP 


fer-Encoding: 8bit 

Microsoft Internet News 4.70.1161 
SAS, 1": (J (CD-ROM: $B%Y!<%9$G; (J) ¢$B:n@.$7$?:nIJ$r!"8x$SN>1$G!"8x3+$7$?$ 4H 
— ՆԱ ՅՈ 
ՏՏՏեՏԱՏՕՏ-ՏՍՏԱՏՕՏԵՏՉՏԵՏՕՏՏՏ1ՏՔԱԼՏՏՏՇՏԲչ (J? 

SA! #; a908"6/S*SG4"¢~4NteN"SGinG .g79F 185-319 (J 

$+$G¿ (J 100; $BK\Gd$1$1S$PK~B-SJSs$G6$9! #3 (J 

HSasmS6$<SKS5905+57 SF SkSnGeSTIMEKSO! "8365996 7M: ( (J 
SbS&SsSGS9SISISTSESGS7$Sg¢ (J 


! #$=$b$=$b!"$=$I$rL\Ev$F$K9U%9ľ%F$rA*DJ$7$F!"¿ (J 


DOS/V¿$BGcSC$F¿ (JWINDOWS¿$B4D6-$b$=$N$?$a$KB7$ ($?S$s$GS9$+Si¢g (Je! 


¿ $BKM$D3%3 
—-MESSAGE 
00000018html1 


ry 


—--MESSAGE FIL 


e/00000019htm] 


Path: chuka.p 
From: kbo@kt 
Newsgroups: 
Subject: Re: 
Date: 1 Sep 1 
Organization: 
Lines: 27 
Message-ID: < 
References: < 
p> <S5u9u4hSkk 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 
X-Newsreader: 


P 


>> 
>> 


¿SBSASCSAS 
ՀՏԹ5352 615 
»» Տ8ՏՇ "$ MS 
>> ° SBB?SSSHS 
¿SŠBN, !&!&!&¿ ( 
>¢ SBKMSb%3 
> 


2 SBF1?MSCSFS$d 
ESBS3SN2FSO!" 


rim O E.  SJD 


%_%1EySGGdSCS?SjJSGS-S1SP#B#E#S#TSGS9!#; (J 
FILE 20217 END: 
. html 


net-yaroze-usenet/00000003-SCFI/ny/beginners/qa/netyaroze/ 


E 20218 START: 
L.html 
laystation.co.uk!newsl.scei.co.jp!kbo 
(kbo) 
laystation.ny.beginners.ga.netyaroze 
=?1SO-2022-JP?B?GyRCTS1LOOTI IGyhC ?= 
997 16:21:44 GMT 

Net Yarouze (SCE) 


net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 


5ueq2oSqfu@news1.scei.co.jp> 
redbug$f£8d19970827092718@newsl.scei.co.jp> <5u77rmShkr@newsl.scei.co.4 
i@newsl.scei.co.jp> 


Host: 202.247.139.185 

1.0 

Text/Plain; charset=ISO-2022-JP 

WinVN 0.99.73 PLO1 (x86 32bit) 

gnspool [Version 1.34 Mar.1,1996 (DOS32) | 
Se ee Ր 


HS+SGz (B 100¢SBK\Gd$1$1$PK~B-SJS$s$GS$9!#¢ (B 

C% HSdSmS&S<SKS5S5$+87SF SkShSESIIMSKSO! "S3SESSSEM, ( (B 
*SbS&SSSGSOS1SISTIS&SGS7Sg¢ (B 

B 


%_%1EySGGdSC$?$SjJSGS-S1SP#B#E#S#TSGS9!#¿ (B 


SDSONISSSGS9SHSMS'! #2 (B 


SHS5S"S($:!"9| 2PSrGcSCSFS-S$*S7$?! #2 (8(՞ 


ESBS"!<!"#9G/A0Sr;WSS=PS9SIS!!#z (B 


Net Yaroze newsgroups message dump.txt 


¿$I 
¿$I 


BGdS$SjJS?SSSGS9SMS'!#¿ (B 


B$$SCS=!"%SW!&%"!&!&!&!&%j!&!&!&!N6H!&!&%3%s!&!&!&!&SG:nSCSF;¿ (B 


¿SB2-BSH#P#SSGF0S/SdSDSr#C#DSG>FSSSF!"GdSCSFS7S2S&!*!*; (B 
¿SB!&!&!&!&!&!& (B 

¿SB2DG=SJSsSQ@Sl1SI!"¿ (B 
¿SB!&¿ (B 
¿SB!&¿ (B 
¿SB!&¿ (B 
¿SBHH:aS@ShSJ!&!&!&¿ (B(T-T) 


¿$ 


BSN! <% 


HSb#O#K!*#1#07n9f; (B 


¿SB#K#B#O;¿ (B 
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--MESSAGE FILE 20218 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000019html. html 


--MESSAGE FILE 20219 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000020htm1 .html 


Path: 


From: 
Newsgroups: playstation.ny.beginners.qa.netyaroze 


Subject: 
Date: 


chuka.pl 


"TPM 


Organization: TPM.CO SOFT WORKS 
Lines: 


Message-ID: 
References: 


33 


Mime-Version: 1.0 


Content-Type: text/plain; 


Content-Transfer-Encoding: 8bit 


X-Newsreader: 


TPM.CO¿$B$G$9!#¿ (J 


<5uf7s6Sqrs@newsl.scei.co.jp> 
<redbug$f£8d19970827092718@newsl.scei.co.jp> <5u77rmShkr@newsl.scei.co.4 
p> <5u9u4hSkki@newsl.scei.co.jp> <5ueq2o$qfu@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.138 
charset=ISO-2022-JP 


Microsoft Internet News 4.70.1161 


laystation.co.uk!newsl.scei.co.jp!usenet 
.ՇՕ" <tpmco@jsn.justnet.or.jp> 


=?1SO-2022-JP?B?UmU6IBskOk0tTkEyPRsoSg==?= 
1 Sep 1997 20:17:10 GMT 


éSBSMSCSHSNM-NA2=SOMhG/#37nS*SG1dSPS$9S=SESGS9! #3 (J 


¿SBSJSKS#!)2?2SbS7SJSSSDSbS3j3S@SJ!<!)¿ (J 


2 SBM-NA2=$75F ! "2qOwSNMWK>$K%P%7%P%71~S (SFS+SISS$$H3z (J 
E2=S9S9S_S*°S9!#2 (J9z~SB7nKvS$GSbCYSSS$/SiSSSGS9! #3 (J 


¿SI 


8260) 


¿SBS?S@!"¿ (Iny.freetalk ¢SBSNJ}SGSb8@SoOS1SFSSSkShS&SK¢ (J 
¿SBKh7nS$SN=PHq$, 3-SD%3$JT}SbS*SiSl1SkS$H;WSSS*S9SNSG!"¢ (J 
¿ $BE0D1$7$?>pJs$rDs6!$9$k!"¿ (J 


¿SB!N!ININ!N!N!VM-NAS5%SS%H!WS$SrJLES@_DjS9Sk!O!O!O!O!O!O¿ (J 


¿$I 


¿SBSDS%“Sj!"%S=%K!<S+SiSN%S$5%]!<%H%Z!<%S8Sr:nSj!" (J 


BSHNISS$SNSGSOSJSS$GS7SgS&S+!)¿ (J 


¿SB!J#1!K<+<gHNGd$NS?Š$aS$N¿ (JROM¿  $B>F$-TUS1%$S5!<%S%$93+;O!*; (J 
¿SB>r7o!&NAGbBN7O¿ (J ¿$BEy>\$7$/$0$3$A$i!#¿ (J 

¿SB!J#2!KFbIt>pJs7@Ls8x3+3+;O!*;¿ (J 
¿SBJLES7@Ls$KS$Sh$j99SJ$k>pJs!&%i%$%$V%i%j$r%2%C%$H!*; (J 

¿SB!J#3!K$"$JS?SN%SW%1%9%FSKFO2h:F0@G8%1i%$%$V%i%Sj$rDI2C!*;¿ (J 
E$B$*$9$9$a%S%G%*%-%C%W%A%C%\!<SI$N$"$ŚC$;$s$"$j¿ (J 

ESB! J#4AIKS=SK!<S3SSSTSE!<S2?!<%S (SSS?!<SFSSSaSSSHAk2ZhItSXSNSWS1S<%Ss:nIJJg=8!*3 (J 
¿S$B010@-$G3hLvCf$N%$W%$m%$G%$e!<%5!<$X%"%?%$C%/!*¿ (J 


¿$ 


BSHSSSCS$?46S8SGI1,MWSJ2q0wSKDs6!$9Sk! "SHSSS&SbHSNSGS9! #2 (J 


-—-MESSAGE FILE 20219 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000020htm1. html 
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--MESSAGE FILE 20220 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000021htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?iso-2022-jp?B?GyRCOiM4ZSROJU0LOyVIJGOkbSQmJDWhIxsoQg==?= 
Date: Sun, 25 Jan 1998 09:01:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <34CA80E5.DEC3FE9D@mth.biglobe.ne. jp> 
NNTP-Posting-Host: 133.205.180.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBSIS&$b!<!"z (BPsukez$BSG$9! #STSs$IS$s%139SD$1ShS&SM! #2 (B 


YJ¿SBSN!VCcC+S5$sSN018@%3!<%J!<!WSK!V:#8eSN%SM%SC%*HSd$mS&S<!W (B 
¿SBSHSSS&8@MUS,=PSFS2SSSJS“S7S?!# (B 


¿SBSHS&SHS&M-NA2=SK$JSCSFS7S“S&SNS+!) (B 
¢SBS=$1SHSb1JI5WSKL5NASKS9SKSNS+!) ¢ (B 
SCEz SBSOThCGSN; ~SKN) SCSFSSSkShS&SGS9SM! #3 (B 


¿$B6a!9H/I=$H$H$$$8&$3$H$G$9$, O1SD5?LdSr$"$j5S*S9! #2 (B 

¢ SB2qO0wSN<+<g@-$G1?1D$7S$FS$/$1$H<ALdUSK$b5?LdSK$b; (B 

éSBEZ$ (SUSSTASr4SS$S$SFS-$?z (BSCEI¿$BMM$, ¿ (B 
¿SBSJS<!"SJS<1"SJS<!"Ü"SJS<!"SJS<!"SJS<!"SJS<!"SJS<!"SJS<!)¿ (B 
¿SB2q0w$NO0U8+ŠrS$SH$jS$S1S:SK:#8eSNJ)?K$r7hSa$kSNS$SG$7Sg$&S+!#¿ (B 
¿SBA4A32q0wCf?4S$SGSOSJSSSNSGSO!#¿ (B 
¿SB7k6I$O¿ (BSCET¿$BCf?4SGSa$sSIS/S5$S$;vSO2q0wGS$; SH¿ (B 
¿SBSHSiS1S$SkS$S@$1S$SGSOSJSSSGS7SgS&S+!# (B 


é$BG==q$r=q$$$FS$_$*$7$?! #2 (B 
Psuke 


mailto:p_suke@mth.biglobe.ne.jp 


—-MESSAGE FILE 20220 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000021հետԼ. html 


--MESSAGE FILE 20221 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000022htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCOiM4ZSROJU01LOYVIJGOkbSOQmUDwhI xsoQg==?= 
Date: 25 Jan 1998 03:25:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <6aebbhSf5d@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 202.247.176.102 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


ESBS3SsSSKSASO!"3z (BCOCOTTE ¢SBSGS9!#¢ (B 


p_suke@mth.biglobe.ne.jp says... 
>YJ¿ SBSN! VCcC+$5$sS$N0180%3!<%I!<!WSK!V: #8eSNSMSCSHSdSmS&S<! Wz (B 
>¿SBSHSSS&8@MUS,=PSFS2 SSSjJS“S7S?!#¿ (B 


¿SBS3SNCcC+$5SsSNS*8@MUSN!";¿(B 


¿SB!V3hF0SrS$bSCSH<+M3SKSGS-SKkKMMSJJ]8- !W¿ (B 

¿SB!V%s5!<%sPSN$S_SGSN2q0w8rN.Sr¿ (B 
¿SB2q0wS$SN3'MMS, Cf?2?4SHS$SJSCS?>1SGSN3hF0$X!W; (B 

éSB!V2q0wSNJ}SH2qOwSGL5$SSJ}SHSN8rN.Sdz (B 
¿SB6&F13+H/$JSISN3hF0$, 9TSSOWS/SISk! We (B 


Ne 


¿$ 
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BSJSISNItJ, $+S$iLQA[$rKDSiS$*S9SH!"¢ (B 


¿SB!&%W%m%S0%Si%`Sr¿(B (Web չ5857Տ5156չ (B) ¢$B<+M3G[I SS 


¿ 


¿S 
¿S 


¿$ 
¿$ 
¿$ 


co 


00 


e/ 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 
Re 
NN 
Mi 
Co 
Co 
x 


¿$ 
¿$ 


CO 


¿$ 
¿S 
¿S 


¿$I 


¿$ 
¿$ 


> 
> 
> 


¿Š 
A3 
¿Š 


$B!&¿ (BCD c SBSr<+<gE* SK>FS9SF | NGGSCS 25 557SESDNISS | #2 (B 
¿SB$=$N¿ (B CD ¢SBMQSK5/FO%W%m%0%i%* S$rDs6!S9Sk! #2 (Թ 


BS_S$?SSSJ>!<4jSJ2r<aS$, 9MS (IU$-$^$7$?¿ (B (^^; 
BOJ>e!"LQA[$G$7$?!A!#K:$1$F2<$5$$; (B (_ _) 
B$?$@!"¿ (B120,000 ¢$B1l_=P$7$?;d$?SA2q0wS,B;S9SkJ}8~S@SH; (B 


B:$$j$^ ԵՐԱ (1 #Hs2q0wS, ¢ ( (B (PAR 2$BSHS$+;H$o$J$/S$F$bé (B) 
r sR n Gree 5 ՏՈՏԵ we 


cotte@nk.rim.or.jp 


MESSAGE FILE 20221 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
000022html.html 


MESSAGE FILE 20222 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
00000023html.html 

th: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

om: Psuke <p_suke@mth.biglobe.ne.jp> 

wsgroups: playstation.ny.beginners.qa.netyaroze 

bject: Re: =?iso-2022-jp?B?GyRCOiM4ZSROJU01QyVIJGOkbSOmJDwhIxsoQg==?= 

te: Sun, 25 Jan 1998 14:57:55 +0900 

ganization: PlayStation Net Yarouze 

nes: 39 

ssage-ID: <34CAD461.C271C178@mth.biglobe.ne.jp> 

ferences: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <é6éaebbhSf5d@newsl.scei.co.jp> 
TP-Posting-Host: 133.205.180.127 

me-Version: 1.0 

ntent-Type: text/plain; charset=iso-2022-jp 

ntent-Transfer-Encoding: 7bit 


—Mailer: Mozilla 4.03 [ja] (Win95; I) 


BS5$C$=$/%1%9$"$4$, $H$&!#¿ (BCOCOTTE ¿$B$5$s!#¿ (B 
BAjJQSoSiS:K;$7$SSSh$&S$SGS$S9SM!#¿ (B 


COTTE wrote: 


p_suke@mth.biglobe.ne.jp says... 
>YJTz2 SBSN! VCcC+$5$S$N018@%33!<%T!<!WSK!V: #8eSNSM$CSHSdSmS$&S<!Wz (B 
> 2 SBSHS$$&8@MUS, =PSFS*SSSjS*S7$?2! #2 (B 


¿SBS3SNCcC+$5$s$NS*8@MUSN!";¿((B 
<2 SBCEN, ¿ (B> 


¿SB!&%W%m%0%Si%S`Sr ¿(B (Web ¿SBSJSISG¿ (B) ¿SB<+M3G[I P n rene 
2$B!&z (BCD ee սթ 
¿SBS=$N¿ (B CD ¿SBMOSK5/F0%W%$m%$0%i%$`SrDs6!$9$k!#; (B 


¿$B$_$?$$$J>!<j$J2r<a$, 9M$ (1Ս5-5-5752:(8 (^^; 


BS=$6$GS9SM! #5/FO0SW%m%0%i%` $08 [S7S$$GS9SM! #2 (BCD-Rz$B$r; } SCSFSTSSKMSHS7SFSOS"$%¢ ( 
B$j%ša%j%C%H$,$"Sj$2S;SsS, (B 
BB>$NJ)$SKSOS9$4$S%a%j%C%$H$S+SbS7S1$-$;$s$M!#¿ (B 


Z 


B?J, $G$9$,Ej9FSN5v2DSO=PSkKSNSGSO! #2 (B 


BS"SHSO%i%$%V%i%j!<Sb>FS-D>$7SF§ | ene asb3j!<S+!<S%ISNz (B 
B<jB3$-$,$a$s$I$/$5$$$G$9$+$i!#¿ (B 


¿SBS?S@!"¿ (8120,000 ¢$B1_=P$7$?;d$?SA2q0w$, B; $9$kJ}8~S@SHz (B 
¿SB:SS3S S9SMS ( (1 #Hs2q0wS, ¢ ( (B (PAR ¿$B$H$+; HBSo$JS/SFSb; (B) 
¿SB4JC1SK3+H/=PMhŠSkSŠShS&SKSJSCS?SjJSHS+!D!#¿ (B 


B2q0w$G$"$k%a%j%C%$H$O¿ (BBODY; SBS, 9uS$! #2 (BLightWave¿$B#3¿ (BDz SBS, $P ! <S8%g%s%"%C%W2 
J$G9XF ~; (B 
BSGS-Sk! #!J3d0zSN$"SkE9SGGcS&SNSHz (B 
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2 SBS [SHSs$IJQSoSiSTISSSHSSS&OCSbDS"Sk$, ! Ke (B 
¿SBS@$1!#; (B (TT 
ESBS=S1SOSSSdS@ST!<! #3 (B 


Psuke 


-—-MESSAGE FILE 20222 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000023html1l. html 


--MESSAGE FILE 20223 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000024htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?iso-2022-jp?B?GyRCOiM4ZSROJU01OyVIJGOkbSQmIDwhIxsoSg==?= 
Date: Sun, 25 Jan 1998 22:58:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <34CB450F.2574@246.ne.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne. յք» 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.136 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; 1) 


ESBS3SSSKSASO!"¢ (JIkrdgSBSG$9!#¢ (J 


>¢$B6a! 9H/I=SHSHSSS&S3SHSGS9S, 01SD5?LdSrS"S4S*S9!l #3 (J 
>¢SB2q0wSN<+<g@-$G1?1DS7SF$/S$1SH<ALdSK$b5?Ld$KSb; (J 

>éSBEz$ (SJSS7ASr4SSSSFS-S?¿ (JSCEIZSBMMS, ¿ (J 
>¿$BSJS<!"SJS<!"SJS<!"SJS<!"SJS<!"SJS<!"SJS<!"$SJS<!"SJS<!)¿ (J 
>¿SB2qOwSNO0U8+$rS$SHS3jSSS1$S:SK:#8eSNJ)?KSr7hŠaSkSNSGS$S7SgS&S+!#;¿ (J 
>¿S$SBA4A32q0wCf?4$GS$SOSJ$SSN$GS$SO!#¿ (J 


2$B!!S3S5Nz (JPsuke¿ $BS5$s$SNH/8@S0! "Hs>oSKE*SrF@S?20U8+S@SH;WSSS*S9! #3 (J 
£$B!J7k9=!"L\S+SiNZS5,MnSASk; WSSSGS7$?!Kz (J 


é$B! !2qOwSN3hF0$rS$bS$CSH<+M3SKSGS—-SkMMSJJ}8~Sr8!FSS7SFD:$1S$kz (J 
ESBS3SHSOS"SjS,$2S$;vS@SH;WSESNSGS9S, !"S;SaSF7k2L$, $GSFS$+S$i¢ (J 

é SBIPCNS 9SkKSNSGSOSJ$/!"7P2ZaTs9pSOSiSSSOST7TSFM_S7TSSSH;WSSS*S9! #2 (J 
25B!!8=>uSNF£Sa$$$?M=9pS@S1SGSO!"!V2q0w5, Ls$r4K$aSF%5!<%P302 (J 
éSBSGSN3hFOSr8xG'$9S$k!WS3SHSH2r<aS5S1SFSbSdS$° SrF@SISSSNSGSO! "3 (J 
ESBSISSSGS7Sg$&S+!#! JEVA3S=S&SISKSH!"z (JPAR¿$B$r9XF~$7$?J}$, peo sents 
¿SB9p@-G=S$Q@$H8Q@S&;vSŠKS$SJS3jSAS9!#!K¿ (J 

¿SB!!B?J, S3SNShS&SJ?4G[SOLS5BLSK=*SoSkShS&SJ!"NISS2sEzSr¿ (J 

2 SB3M3C%H%0! <%/4k2h<<SGSOMQOUS7SF$/S1SFSS$SkSNS@SHSO; WSC$?$4$bz (J 
ESBSISKSNSGS9S, !#¿ (J 


¿$B!!¿ (JPlayStation¿$B$,<!Q@$Be5!Q@oAh$G; v<B>e$N>!<T$H$I$C$?8=:_!"¿ (J 

2 SB#2K| ?M8BDJ$N!V3 MSCZHSdS$m$&$<!WS, !"S$*S$@Ig=8=*N; $7$FS$$I$$¿ (J 

éSBSHSSS$S&; v$O!">&GA$H$7$F$O0.8y$7$F$$$I$$$H$O; W$&$N$G$9$, !"¿ (J 
¿SB!V<B83%W%m%8 a ԱԱ ԱԱ 5 D 
ESB46S8SFSSS*S9!l #2 (J 

2$B!!%;%,%5%?!<%sSN8e705! SNH/I=Sb9TSOS1S$*S7$2?!#S$$:513 (J 
PlayStation; SBSN8e705!$,=PSkSHS—-SK!"3 (JSCEZSBS5SsS, :FSS¢ ( eee 552 
¢ SBShS&SIZWSmS8%'%/SHSr<B8= $1935/$IGKShSE SIBE IRES ( (JSCEIZSBS$5$s3 (J 
¿SBSH2q0O0wSN6 (NOSGS@$; SkKSHNISSSGS9SM! #2 (J 


ESB! I%MSC%HSd$m$ &$<SN8=>uSCSF!"SISs$+!VLSK~ET; T!WS_S?SSS@SH3 (J 
¿SBIT6`?5$J$S3SHŠr9MS (SkSNSO!"; d$Q$1$G$7$g$8&$+!) ! Kz (J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 20223 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000024html.html 
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--MESSAGE FILE 20224 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000025htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?1ISO-2022-JP?B?UmU6IBskQ jo jOGUkKTiVNJUM1SCRkJGOkJiQ8ISMbKEo=?= 
Date: 25 Jan 1998 14:56:03 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 40 

Message-ID: <6éafjq3$gfa@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 210.135.67.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #2 (J 


é$B6a! 9H/I=SHSHSSS&S3SHSGS9S, 01$D5?Ld$r$"$j$^$9!#¿ (J 
¢SB2q0wSN<+<g@-$G1?71DS7SF$/$1SH<ALdSKS$b5 ?LdS$KS$b¢ (J 

ESBEZS (SJSS7ASr4SSSSFS-S?¿ (JSCEIzZSBMMS, ¢ (J 

¿SBSJS<!"SJS<! "SJS<!"SJS<!"SJS<!"Ü"SJS<!"SJS<!"SJS<!"SJS<!)¿ (J 

¿ $B2qO0w$NOU8+$r$H$J$$$1$:$K:#8e$NJ}?K$r7h$a$k$N$G$7$g$&$+!#¿ (J 


VV V V V 


2 SBCcCt+S5$sSNI8$rFISs$G$_$*$7$25, 1": (JPUSKE; $B; a$, $=$s$J$K?4G[$5$1$k¿ (J 

ESBS [SISNS3SHSOSISSSH;WSSS*S9Sh! իչ (J 

¿ SBOJAOEEOCS7SFOCSrJ9$$$?SH$—! JCcC+$5$s$GSOST$+$CS$?S, !K!"$o$+$C$F$k$s$@$1$I; (J 
éESBHD64S_$_$?S$$7%3+%s%8S@SC$?!IS3SCSAS, QU$a$F$k5$$,$7$F0-$$5$$,$7$?!K¿ (J 
2$B:#2s$0>*Sr<h$i$1$?J} ! 9$d1~Jg$5$1$? ?7M$N3hF0$, >eIt$KG'$a$i$1$?$s; (J 
¿SBS@SHS*SbSSS*S9!#¿ (J 


¿S$SB!V2q0w0J30$, 3+H/$r6 (NOSGS—-$k !W$H$$ S&$NSO¿ (012 ¿$BK|J'$oS:S$SKŠHSS$S&S3SH$GSO;¿ (J 
¿SB$SJ$S$SSG$S7$gS&$S71"S?SHS$S ($=$&$0SH$7$F$DKM$O%W%1%9%F$G$N%"%^%A%e%"$N>1$,¿(J 
¿SB$S=S1SG3h@-2==PMhS1SPS=S1SG9=SoSJS$SGS9!#¿ (J 

¿SBKMSO>o! 9%M%C%H%o!<%/4k2h<<S$SKDs8@S7SFSSS?S3SH!"S$SDS%“Sj<+J,SG; (UCD¿SBSr>FS$SS?S3j¿ (J 
¿S$BSG$-$F!"$=$1Sr%3%_%1Ey$G<+<gE*SKGd$kS3SH$,SGS-$?Sj!"M'C#$SK%$OSSSC$F%S5%s%WSk¿ (J 
CD¿SBEOS7SF46A[Sd0U8+SrSbS$SiSCS$S?SjEy!9S,<B8==PMhS1$PSS$SSSGS9!# (J 


¿SB$SSS$SASASGKM$SH$S+S,%"%ASA%Se%"SGSDS/$SC$?$S3j3$S7S?2SH$-SK8+S;SkAj<j$O!"%$2!<%`$r¿ (J 
Z$B:nSCSFSk?MAj<j$,$[SHSsSISGS7$?! #2 (J 

2SB:#!"SQ%=33%sSbSdSiSTSSM' 27MSHS+SGSb3WS 13 9SFSrSdSCSFSSSF ! "S=S&SSS&?PMSKz (J 
éSB!VS3Ss$I%2!<%* SDS/SCS?SSS@S1SIS5!"8+SFS/SsSIS$!) !WSCSFSGS-SkS$sS$GS9Sh!*¢ (J 
ESBSSSS$;~BeSKSISCS?SH;WSCSFS*S9! #2 (J 

2 SBS?S@!"SMSCSHS$d$m$&$<SKF~$CSFS=$1$, =PMh$J$+$C$?$N$, HaS7$+$CS$?SNSGz (J 
ESBS=$1$, 2r>CSGS-S1SP4r$7$$$G6$9! #2 (J 


ESBETHPHM! SCHO: (I ¿SB#S#O#F#T¿ (Մ ¿SB#W#O#R#K#S¿ (J ¿SB#1#9#9#8¿ (J. ESBETHAHNG (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 
ESBEM#SH#XHG!VS2PSMSFSHS+! ESV! <SISS!<! WHILE (J/31¢SBDLHN3+; Օչ (J 


—-MESSAGE FILE 20224 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000025html. html 


--MESSAGE FILE 20225 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000026htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCOiM4ZSROJU01LOYVIJGOkbSOQmJUDwhI xsoQg==?= 
Date: 25 Jan 1998 15:47:50 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 44 

Message-ID: <34cb5cbcpb321@base.minoru.isl.intec.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <34CB450F.2574@246.ne. յք» 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 202.226.28.128 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <34CB450F.2574@246.ne.jp>, krd@246.ne.jp says... 
>>¢SBo6a! 9H/I=SHSHSSS&S3SHSGS9S$, O1SD5?LdSr$"S$jS*SO9! #2 (B 
>>¢ SB2q0wSN<+<g@-S$G1?71DS7SF$/$1SH<ALdSK$b5 ?LdSKSb¢ (B 
>>¿SBEzS (SUSS7ASr4SSSSFS-S$?z (BSCEI¢$BMMS, ¿ (B 
>2>¿SBSJS<!"SJS<!"Ü"SJS<!"Ü"SJS<!"SJS<!"SJS<!"SJS<!"SJS<!"SJS<!)¿ (B 
>>¿SB2qOwS$SN0U8+$rSH$j$S$S1$:SK:#8eSNJ)?K$Sr7hSa$SkSNS$SG$7Sg$&S+!#¿ (B 
>>¿$BA4A32q0wCf?24$G$O$SJ$SSNSGSO!#; (B 
> 
>2SB!!S3SNz (BPsukez SBS5Ss$NH/8@SO! "Hs>oSKE*SrF@S$?0U8+S@SH; WSSS*S9! #2 (B 
>¢SB!J7k9=!"L\S+SiNZS,MnSASk; WSSSGS7$?!Kz (B 

> 
>¢$B!!2qOwSN3hF0Sr$bSCS$H<+M3SK$GS-SkMMS$JJ}8~Sr8!FSS7SFD:$1$kz (B 
> $B$3$H$O$"$j$, $2$$; VS@SH; WS&SNSGS9S, !"S; SaSF7k2LS, SGSFS$+S$iz (B 
>zSBIPCNS 9SKSNSGSOSJS/!"7P2aTs9pSOSiSSSOSTSFM_S7SSSH;WSSS*S9! #2 (B 


¿SB$; $C$+$/¿ (B news 2$B%5!<%PSr>eS2SFSSSkS$0$1$@S+Si! "SbS&>/S7!VBPOC! We (B 


ESBS, S"SCSFSbShSS5$$,578*S9!#8=>uSGSO! "SMSCSH$d$m$ &$<4k2h$Kz (B 
ESBS"S*S j>h$ JSSSGSOSISSSNS@SmS&$+2 (B? ¿SBSH4*SO0SCSFS7S SSS*S9!#¿ (B 


>2SB!!8=>uSNF£SaS$$?M=9p$@S$1SGS0!"!V2q0w5, LsS$r4K$aS$F%5!<%P302 (B 

>: SBSGSN3hF0Sr8xG'S9Sk!WS3SHSH2r<aS5S1SFSbS$dS*° SrF@SISSSNSGSO!"¢ (B 
>z¢SBSISSSGS7Sg$&S+!#! JEVA3$=S&SISKSH! "2 (BPARZ $B$r9XF~$7$?J}$, 0B2A$G;¿ (B 
>¿$B9b@-G=$Q@SH8@$&;v$K$SJS3SAS9!#!K;¿ (B 


CD-ROM ¿$B$N%a%s%F%J%s%9$r$b$&>/$7$^$8$a$K9M$ (S$FS/S1Sk$NSJSil" (B 
¿SB%$M%C%$HSd$m$&S<SK; (B PAR ¿$B0J>e$N%a%j%C%H$, =PSFS/SkS$H; WSSS*S9! #32 (B 
ՀՏՑԱՇՏ (SP! "MWK>$N9b$$%i%$%V%i%j!"%f!<%F%#%J%F%#SN<}O?$H¿ (B 

¿SB%šP 1<%8%g%s4IM)!"Q5BNITLQ$N4X?tSd$f!<%j%F%$#%j%F%#SN2r@b$N; (B 
ՀՏ8Հ)02575156591 8: (B 

2 SBS=$N; ~SOEVA3 ! "M-NA2=$5$1$k$H; 555-595, 18: (8:-) 


>¿$B!!¿ (BPlayStation;:$B$,<!@$Be5! @oAh$G; v<B>e$N>!<TSHSJS$C$?8=:_!"¢ (B 
>¿ $B#2K | ?7M8BDjSN! V3M3CSHSdSm$a$<!WS, !"$^$@Jg=8=*N; STSFSSSISS; (B 
>i Ş$B$H$$$&; VSO! ">&GdSHS7SFSO@. 8y$7SFSSSISSSHSO; WS&ESNSGS9S, !"¿ (B 
>¿SB!V<B83%SsW%sm%s8%'%/%SH!WSHS7SFSN<B837k2LSOLSS@=PSFSSSJSSSH;dSOc (B 
>¿$B46S$S8SFSSS S9!#¿ ( 


ա 


2$B?7$7$$%0!<S1S&%'S"SN!V%/%; !W$rDOS` SNSO:GDc#1G/$+$+S$kSbSNSISNSG; (B 
(¿SBSCSF!";dS@S1S+¿ (B?) ¿SB!"S3S1S+SiS8ScSJSSSGS7SgS&S+!# (B 


<minoru@isl.intec.co.jp> 


Page 13650 


—-MESSAGE FILE 20225 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 


00000026html.html 


--MESSAGE FILE 20226 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 


e/00000027htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?1SO-2022-JP?B?UmU6IBskQ jo jOGUkKTiVNJUM1SCRkJGOkJiQ8 I SMbKEo=?= 
Date: 25 Jan 1998 16:25:32 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 14 

Message-ID: <6éafplsSgne@newsl.scei.co.jp> 


References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <34CB450F.2574@246.ne.jp> <34cb5cb 


cpb321@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.135.67.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿ SBKMSN8+$?SHS3$m8};_SaS5SS1SFSk4k2h<<SCSF3+%s$8SGS9SM! #3 (J 
ESBEEOCS7SF$_S$kSHJ,$+S$3$*S9Sh! #?=S7LUSISSSCSF5S; } SAS, ¢ (J 
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> fileserving to YarozeMaster and contacted me for the latest 

> source code....I'll see if I've still got his address when I get home 
> tonite. 

> 

> BIW. Anyone live in or near Amsterdam? I'm over there at the end 

> of the month for a weekend... 

> 

> Craig. 


Thanks, would be graet if you could give me his adress. He did the same 
school as I am doing now. And I live in the east of the Netherlands and 
if I'm not mistaken, the bloke we are talking about lives somewhere in 
the center of the Netherlands (but I'm not sure). 

I do work in Amsterdam as a freelance system-manager. If you want, we 
can meet in Amsterdam. Why are you in Amsterdam? And do you have a place 
to stay in the Netherlands? You can stay at my humble place if you want. 
I'm just a student, but compared with England I live very spaceious. 


Just let me know, and meeting in Amsterdam is never a problem I think. 
(us lucky dutch students have a pass for free -or reduced- public 
transportation) 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 2151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00854 


—-MESSAGE FILE 2152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000855 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 21:44:46 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <l1d8mjvs.1d9ecv717ibp34N@a1l-88-100.a1.nl1> 

References: <6invjj$Sjpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6ipcblSjpr34@chuka.playstation.co.uk> <6ipr70Sjpr37@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-100.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Why don't you join forces? 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 2152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00855 


—-MESSAGE FILE 2153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000856 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Wed, 6 May 1998 21:44:48 +0200 

Organization: Debri Productions 


Net Yaroze newsgroups message dump.txt Page 13651 
ESBEASOSCSFS-S*S9! #2 (J 


¿SB$b$&$A$g$C$H$7$P$i$/9%0UE*$K8+$^$;$s$+!)¿(J 
ESBFOSSSFS/S1S$?S3SHSr$*S:I>2ASTSF!#STISE&SGS9S+!) r (J 


¿SB#T#P#M!S#C#O¿ (I ¿SB#S#O#F#T¿ (I ¿SB#W#O#R#K#S¿ (J ¿SB#1#9#9#8¿ (JU. ESBETHAHNG (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 
ESBEM#SH#XHG!VS2PSMSFSHS+! ESV! <SISS!<! WH (J/31¢SBDLHN3+; Օչ (J 


-—-MESSAGE FILE 20226 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000027htm1l. html 


--MESSAGE FILE 20227 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000028htm1. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?iso-2022-jp?B?GyRCOiM4ZSROJU01LOyYVIJGOkbSOQmJUDwhI xsoQg==?= 

Date: Mon, 26 Jan 1998 20:42:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <34CC7694.FB1BA015@mth.biglobe.ne.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3Sgfa@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.180.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSTS&$b!<!"z (BPsukez$BSG$9! #2 (B 
TPM.CO wrote: 


éESBCcC+S5SsSNI8SrFISSSG$_$*S7$?S,!"z (BPUSKE; $B; aS, S=SsSJSK?4G[S5S15Sk¢ (B 

2 SBS [SISNS3SHSOSISS$$H; WSS$*S$9Sh! #z (B 

éSBOJAQOEEOCS 7SFOCSrJd9SS$?SHS—!JICcC+S5$sS$GSOSIS+SCS?S, !K!"SoS+SCSFSkSsS@S1ST¢ (B 
2SBHD64$_$ $2$$$I3+3s%8S@SCS$? ! IS3SCSAS, QUSaSFSkK5$$, $7SF0-$$5$$, $7$2!Kz (B 
2$B:#2s$0>*Sr<h$i$1$2J} ! 9$d1~Jg$5$1$? 2MSN3hF0$S, >elt $KG' $aSi$1$?$sz (B 

2 SBS@SHS*SbSSS*S9! #3 (B 


VV NV V V V 


¿SBS=S1SrJ9SSSF0B?4S7S2S7S?!#SGSbJ9S+SJSSSHA4A30B?4SGS-SJSSSsSGS9Sh!#8+S (ՏՄՏՏՏԵՏԱ: (B 
¿SB$[ST62$$Sb$NSOSJ$$SG$S9S+Si$M!#; (B 
¿SBEEOCSrS9Sk$H$S$&<j$b$"SCS?SsSGS9SM!#; (BTPM.CO:  SBS5$Ss$S$m$S$m$dSCSFSkSsSQ@Q!#S(S$Si$S! 
# (B 

2 SBSHSS$&$3SHSOS$+SJI$ 44 | BTSTSASCSSS*S$9Sh! dz (BSCEI;$BMM¿ (B 


—-MESSAGE FILE 20227 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000028html. html 


--MESSAGE FILE 20228 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000029htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “SugawaraHironori" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: ¢$B:#8eSNSM%CSHSdSmS&S$<! #2 (J 

Date: 26 Jan 1998 16:36:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <01bd29a2S8c7a2da0SLocalHost@kodai.titan.tohtech.ac.jp> 
References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <34CB450F.2574@246.ne. յք» 
NNTP-Posting-Host: 202.210.128.83 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSASO!"S9S,S0S$i!wSYSCS3S"SaSGS92z (J 


> ¿SB!!¿ (JPlayStation;SBS,<!@SBe5! @oAhSG; v<B>eSN>!<TSHSJISCS?8=:_!"¢ (J 
> ¢SB#2K| ?7M8BDjSN! V%M3CSHSd$mS&$<!WS, !"$^$@Jg=8=*N; $7$F$$$J$$¿ (J 
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> ¿SBSHSS$&;vSO!">&GdSHS7SFSOQ.8yS7$FSSSJSSSHSO;WSS&$NSGS9S,!"¿(J 
> Bee rege V YZ Y YF R 
> ¿SB4658$F$SS4$91#¿(J 


3¿$B7nKvSGHNGdS$rBG$AQ@ZSk$H$S$S&$&$SoS56OKNEv$SJ$SNSGS7$gS&S+!)¿ (J 
SBS" S"F|K\!53"SaSjS+!&%h! <%mSC%OSrB-S$7$Fz (J2z$BK | SKC#S7S?SNS$+S$b¢ (J 
¿$B!J$3$1SO2dB, !K¿ (J 


¿$B;d8D2?MSN9MS$ ($G$O!"%W%m%8%'%/%H=*N;A0$K¿ (J 

CD- rz SBSG>F$$$? SbSNSrlaDLSNSW%1<NSFSGS$G$- SkShS&SKz (J 

2 SB#11aDLSN%W31<NSFSGSb5/FOS9Sk@1MQz (JCD 

¿SBSH¿ (J 

gees ee 33 

ESBS, S[S7TSS$GS9SM! #2 (J 

¢SBSD$*S45/F0%G%#%9%/SG5/FOS7TSFz (JCD-Rz SBSHF~S1BXS (SFSWSms0%i% > Srs@SEsssm!<Sl¢g (J 
¿$B$7$F!"B(<B9T!":GDc$G$b$3$N$/$i$$$N4D6-$, gJ81 8150 | "8D2MSG6XSKA/ Taz (J 
éSBSGS—SISSS$74k2h<<$, IA$$$?!)%` !<3VSassZHSO$*$— ae WSSS*S9! #2 (J 

Det son nn yn n «ՅՅ $7$^$9!K; (J 


ESB$9$,S$o$i¢ (J 

tit@ppp.bekkoame.or.jp 

—-MESSAGE FILE 20228 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000029htm1l. html 


--MESSAGE FILE 20229 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000030htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?I1SO-2022-JP?B?GyRCOiM4ZSROJU01LOyYVIJGOkbSQmUDwhI xsoQg==?= 

Date: 27 Jan 1998 13:51:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <6akoocSn4q@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <é6afjq3$gfa@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


¿SBS3SsSKSASO!"¿ (BCOCOTTE ¢SBS$GS9! #2 (B 


tpmco@ma3.justnet.ne.jp says. 

>~SBKMSO>0! 9SMSCSH%SO! <% /4k2h<<SKDS80$7$F$$$2$3$H!"SD$* $jJ<+J,SG¿ (BCD $B$r>F$$$?$j¿ (B 
>¿SBSGS-SF!"S=$1$r%3%_%1EySG<+<gF*S$KGd$kS3SHS,$GS-S?S3j! "M'C#SKSOS SSCSF% 5%s%*sW%k¿ (B 
>CD¿SBEOS7SF46A[$Sd0U8+$r$SbSiSC$?SjEy!9S,<B8==PMhS1$PSSSSSGS9!#; (B 


¿$BOJA0$+$i¿ (B TPM.CO E S R 
¿SBS3S1SCSF!"SSSSSGS9ShSM!#¿ (B 

ee a ane 
¿SB$=%$1S@$1$GSb;?@.SG$9!#; (B 


¿$B8=>u$N!V%$M%$C%$H$d$m$&$<!W$G$O%Sj%$"%$/%S7%g%$s$,F@S$KS$S/S/!"¿ ( 
éSB:n$C$?:nIJ$N!X<j1~$ (!Y$S,>/SJSSSNSGSOSJSSS+SH;WSSS soii (B 


2$B5 (4) DxEYSG; (; O7ABVSN: n1IJ=8 ! uHcI>=8$r=P$7$F$/$1SkS$H3; (B 
ee a Q% of cpi T2q0wšpA 1S ( (SKSNSGSOSH; WS&SsSGS9S, !D! #2 (B 
ESBLITBtSJOCSGS9S1SISM; (B 


¿$B$?$@!"; (BCD ¿$B$r>F$1$k; 
¿SB!V$M%$C$SH$dSm$&$<!WŠNKNMh$NLNE*¿ (B (zSBSGS"Sm$&$H; WSo$1$kz (B 
¿SB1IV$M%C%$H!W>eSGSN3hF0S,GvS1SFS- ալը 
¢$B!V2HDmMMQ%2!<%*5!SN%=SUSHS, 3"S*°SA%SeS"SGSb:n$1Sk! Wz (B 
ESBS@SILSNSDSNSKSISCSFS7S*S&2DG=@-S$, S"SjS*S9SM! #: (B 
éESBS=S1SOSbSASmSs!"01SDSN2DG=@-S$GS9! #2 (B 


<~ 


25851511" (Bftp ¿$B$G4JC1$K:nIJ$,F~<j=PMh$?$j!"%5!<%P$K?M$,=8$^$C$F; (B 
ns ey p]  j]aiskn à 
ESBS=S1$r<NSFSISSSGM_S7$SS$SI!"SH;WSCSFS*S9! #2 (B 
ESBS*$7$m!"S5SSiSKSMSCSH>eSGSN6EF1@=:nSr$7$° $1$k$hS$&S$KS$7SFS/S$1S$?Si¢ (B 

2 SBSSSSSNSKSJ!A! #6aS/SN?MF1; NSG6&F1@=:nS7SFSSSkNCSO4 { SKB?S$S$ShS$h&SGS987! #3 (B 
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cocotte@nk.rim.or.jp 


—-MESSAGE FILE 20229 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000030հետԼւ. html 


--MESSAGE FILE 20230 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000031htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjojJOGUKTiVNJUM1SCRkJGOkJiQ8ISMbKEo=?= 

Date: 27 Jan 1998 17:03:50 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 36 

Message-ID: <6al41mSnkk@newsl1.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6éafjq3$gfa@newsl.scei.co.jp> <6ak 
oocS$n4q@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9!<!#2 (JCOCOTTE; SBS5SsS$3SsSASo!A!¥*3 (J 


> 5585 (4) DxEYSG; (; o7ABVSN:nIJ=8 ! uHcI>=8$r=P$7SFS/S1SkSH; (J 
> ~S$B:n$k%Q%o!<Sb!"2q0wSbA}$ (SkSNSGSOSH;WS&SsSGS9S, !D!#¿ (J 
> (¿S$B1TBtSJOC$GS$S9S1SISM; (J) 


¿SB$=$b$=$b!"2q0w@)SH$S$S&%7%9%F%` SO! "SWS1%S9%FSN5; =QO31LSrKI$0¢ (J 

ESBS ?SaSTJSsSGS9SHSM! #SGSb!"F1;~SKS=S15S, ¢ (JCZSB8@81Sr1[$ ($?3+H/SrK8S$2SF3; (J 
ՀՏՔՏՏՏ25)1": (; o<RSN<+M3SJ; 2F~SrK8S$2SFS$$?S$45S9SkSsSGS9ShHSM! #2 (J 
¢SBS3SNJUSbB?>/4KSaS$P!"B>; (; 0<RSKSHSKE49F; OSHS+SGSkKS+SDCNS1$%S;Ss!#¢ (J 
¿SB!JS?S@SbSOSd!VEjJ9F!WSHSSS&;-BeSGSOSJSS59$,S7S7S9S, !K¿ (J 

¿$BKM$O; (JCzS$B8@81SKShS$k3+H/ShS$4!"S0!<SISrC!$-S$?S8S8¢ (J 


> ¿SBS?S@!": (JCD ¿SBSr>FS1Sk;vSKS9SkSH!" (J 

> 2SB!IVSMSC%HSdSmS&S$<!WSNK\MHSNL\E*2 (J (gSBSGS"SmS&S$H; WS0$15Sk¢ (J) 
> 2SB!V%M%$C3H! W>eSGSN3hF0$, GvS1SFS-SF!"3 (J 
> 
> 


é$B!V2HDMMQ%2 ! <$` 5! SNS=SUSHS, S"S*SASES"SGSb:n$1$k!We (J 
2 SBS @S1SNSDSNSKS$ ISCSFS7$*$&2DG=@-$, S"SjS*S9ISM! #e (J 


ESBS=SN62S1S0S"SIS*SISM!#S 291 "KMS, ;WSESNSO1"S%S:3"S, :n$j$d$9$$4D6-; (J 
é$BS,=PMh$1$P<+A3$H6&F13+H/$7$?$ 5S 9Sk$Sh$ &SKSISCSFS/SkSH;WSSS$*S9! #2 (J 
ESBS*I"SESCS/SISGSSSSSsS$BScSISSSss9sStlal#e (J 


2SB:#50!"6&F10JA0SK! ":nSCSFSbS@S1$, 8+$FS$/$1SkSNS+$d!<!) SHSSS&ITOBSI>UBVe (J 
ESBS@$+Si@=:nSK5$9gS, SSS*SSSAF~SiSITSSSNSGSO!) SH; WSSS*S9! #2 (J 

2SBE49F; 0$G!"2?$b33!<3d!<S, =PMhSFS$S$IS$>uBVSG! VE} 9FJg=8 ! * !WSHSdSk$h$4!"z (J 
ESBS@S_!<SGSbS$$$$+$i$2$/$5$s:\SCSFSS$SkI}$,EJ9FS,=8S*SkSbSs$GS9! 8. (J 
LSBS3S1SPS$C$+$ 4S02q0wSN5SNOOJA0SK! "2 (JSCEI 2 SBS+SiSNSF%3F~S1$, SSSkKSH; WSESNSGS9! #2 (J 


¿ŠB#TE#P#M!S#CHO (I ¿ŠB#S#O#F#T; (J ¢gSBHWHOFRHEKHES: (J ¿ŠB#1#94#9#8¿ (7. SBHEIHAENG (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 

2 SBEM#S#XHG! VS? SMSF SHS4+! ESV! <SISS!<! WH: (U/31; SBDLHN3+; O¿ (J 


--MESSAGE FILE 20230 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000031html.html 


--MESSAGE FILE 20231 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000032htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjojJOGUKTiVNJUM1ISCRkJGOkJiQ8ISMbKEo=?= 

Date: 27 Jan 1998 17:15:50 GMT 
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Organization: TPM.CO SOFT WORKS 

Lines: 27 

Message-ID: <6al4o06Snkk@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <34C 
C7694.FB1BA015@mth.biglobe.ne. յք» 

NNTP-Posting-Host: 210.135.67.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #2 (J 


2 SBS=$1SrJd9SSSF0B?487$*S7$?! #$GS$bd9$+SI$$SHA4A30B?4$G$-SISSSs$GS9Sh! #2 (7 
ESB8+S (STSSSDSNS [ST62SSSbSNSOSTSSSGS9S+SiSM! Ք: (J 

éSBEEOCSr$ 9SkSHSS$S&<jSbS"SCS?SSSGSISM! #¢ (J 

2 SBSHSS$&S$3SHSOS+$JI$ 44 | BTSTSASCSSS*S$9Sh! dz (ՄՏՇԹԼչ SBMMg (J 


V V V V 


2SBS&!ASs!"4|BTS72a$.$KCmOU! *3*%8SG: SSCSFS*S7S$?S+Si!#!T#97NS/SiSSSNOC!Kz (J 
¢ SBKMSNHCH=J8$b8+$; ՏՃՏՇՏԸՏ257չ (J 
¿SB!JS"S1SO%*%8SG%d%sP%SS!#%0%Si%US,SJS/SJSCS?SNSbS"S1S,860xS$S]SS!K¿ (J 


éSBSGSb2q0w0J30$H6 (NOSGS-Sk!"SHSSS&SNSO!"NcS (SP¿ (ICD SBIUS-SN; (;oSK%$F%95%SH;¿ (J 
¿SB%G%S#%1%/%SH%j$r:NXNS;SFSdS$SCSEFSbSiS&SHS+S+SbS7$1SJSSSGS9SM!#S=S1SGSb¿ (J 
¿SBSHSKS+S/HD64S_SNCf?JSsSGSbS$SiS (SFSkS$SJSi4rS$7SS!# (J 


¿SB$S?S@!"KM$,;WS&SNSO!"Sb$&<!SN%W%1%9%F$,S9S0=PSkS3SH$SG$9$7!"8e@8Bg;vSK; (J 
¿S$B5;=QSrJzS (SFSJSSSG!"8x3+$7S?J)S, SSSmSSSmSSS8SiS1SFLLGrSSSH;WS&SsSGS9ShSM!#¿ (J 
é SBS=$&S9S1SPB?$/SNSWSmS0Si%S*S, OiSAS*S9STSM! #2 (J 


ESBETH#P 4M! S4CH#O0e (I ¿ŠB#S#O#F#T; (J ¿ŠB#W#O#R#K#S: (J ¿ŠB#1#94#94#8¿ (J. SBHEIHAENG (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 

2 SBEM#S#XHG! VS? SMSF SHS4+! ESV! <SISS!<!WH1e (J/31¢ SBDLHN3+; O¿ (J 


—-MESSAGE FILE 20231 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000032հետԼ. html 


--MESSAGE FILE 20232 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000033htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCOiM4ZSROJU01LOyYVIJGOkbSOQmJUDwhI xsoQg==?= 

Date: 28 Jan 1998 15:25:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <é6anim4Sqkk@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4im$nkk@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.176.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


ESBS3SSSKSASO!"3z (BCOCOTTE ¢SBSGS9! #2 (B 


tpmco@ma3.justnet.ne.jp says... 
>¿ SBKMSO;z (BC $B8Q81$K$h$k3+H/$h$j!"%0!<%I$rC!$-$?$$; (B 


¿SBSbS7%"%;%s%V%iS+¿ (B C ESBS+$_S?SSSTOCBIS@SH$7$?$i!"9%$_SNLABjISGS9ISM! #2 (B 
¿SB;d$J$s$S+SOFp<e$GS9S+Si;¿(B (^^; C ¿$B$H:GE,2=$G$0o$j$HJXMx$, ŞC$F$^$9!#z (B 


2$B%0!<%ISN5!G=$, A4$F; H$ (SJS/SF:SSk!"SHSSS&OCBjJS@SHS7S?Si!" (B 
TPM.CO :SBS5SsSHF1$89MS (SGS9SM! #¢ (B 

éSB@5BNSN8+5S ($J$$;¿ (B GPU 2$B%Q%1%C%HSH; (B GTE ¿$ŠB@)8fL?Na!"¿ (B 
ՀՏԹ: H$ ($J$SS;¿ (B JPEG ¿$B%G%3!<%@$H%^%k%A%?%CSW!"¿ (B 
¿$B$3$1$0$I$G$D%4%C%=%j2DG=Q@-$r$($0$i$I$F$k$H;W$$$^$9!#¿ (B 
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>> ¢$B!V2HDmMQ32!<%* 5!SNS=SUSHS, %"%^%A%e%"$G$b:n$1$k!W¿ (B 

>> չՏ8Տ051ՏԱՏԵՏԱՏԵՏՄՏՇՏԻՏ7Տ՞Տա206-80-Տ,Տ"ՏյՏ՞Տ9Տիլ #3 (B 
>¿$BS=S$SN62S$S1SOS"SjS%“S9SM!#S?SQ@!"KMS,;WS&SNSO!"S*S:3'S,:nSjSdS9SS4D6-¿ (B 
>2SBS,=PMhS$1SP<+A3SH6&EF13+H/$7S?S5S9SkShS&SKSISCSFS/SkSH;WSSS*S9! #3 (B 
>éSBS*!"S£SCS/SISGSSSSSsSS8ScSISSSSSOS+IA! 4. (B 


ՆՏԹՏ5Տ9Տ, :#$b¿ (B MSX zSBSN%=SU%HSr:nSCSFSSSkI}SNS*8@MUS@SIS"SCSF!"3 (B 
¿ SBHS>o$K=E$_$, 46$8S$iS1$*S9!#$"S; $C$F$$$k<+J, $, ¿ (B 
¿$B2?$0$+CQ$:$+$7$/$I$ŞC$A$c$$$^$7$? (B (-_-; 


>2SB:#S0! "6&F10JA0SK! ":nSCSFSbS@S15$, 8+SFS/S1ISkSNS+SJI!<!) SHSSS&ITOBSJ>uBV: (B 
>ESBS@$+$i@=:n$K5$9g$, $$$*SSSAF~SiSISSSN$GSO!) SH; WSS$*S9!l#z (B 


¿SB22S+S7Si8e2!S7S,M S7SSSGS9ShSM!#:#SN>uBVS@SH!"¿ (B 
Windows ¿$B$H¿ (B DirectX ¿S$BSG:nSC$?J)$,8+SFS/S1Sk?MS,B?$=$&S$SGS9S7!#¿ (B 


> $BEJ9F; o$G!"2?$b%3!<%J!<$, =PMh$F$$$J$$>uUBV$G!VEJ9FJg=8!*!W$H$d$k$h$j!"; (B 
>¢$B%@%_!<S$GS$bS$S$S$$+S$i$?$/$5$s:\SCSFSSSkI}$,EJIFS,=8S*SkSb$s$G$9! #2 (B 
> 2 SBS3S1SP$C$+54S02q0wSN5SNOOJA0SK!"z (BSCEI; SBS+SiSNSF%3F~S15, $$SkSH; WS&SNSGS9! #2 (B 


¢$B$3$1!"6qBNE*SKSISNShS&SI%F%3F~$1S,K>$*S7S$SH;WSOS1SFS*S9S+!) ¢ (B 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 20232 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000033html.html 


--MESSAGE FILE 20233 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000034htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?ISO-2022-JP?B?UmU6IBskQjojJOGUKTiVNJUM1ISCRkJGOkJiQ8ISMbKEo=?= 

Date: 29 Jan 1998 14:39:15 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 29 

Message-ID: <6aq4ajSe7@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4lmSnkk@newsl.scei.co.jp> <6anim4Sqkk@news1.scei.co.jp 


> 

NNTP-Posting-Host: 210.135.67.176 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz;SBSGS9!#S=SsSJONSS?MSGSOSJSSSGS9!<! #3 (J 
> SBEJ9F; 0$G!"2?$b%3!<%J!<S, =PMhSFSS$IS$>uBVSG! VEj9FJg= ee he a (J 


>¢SBS@S_ 1 <SGSb$$$$8+$i$28/$5$s: NSCSFSSSkJ)S$S,EjJ9F$S,=8S“SkSbSsSGS9!#¿ (J 
>¿$BS$S3S1SPSCS+SjSO2qO0wSN5SNOOJAOSK!"¿ (USCET¿SBS+SiSNSF%S3F-S1S, SSSkSH;WS&SNSGS9!#;¿ ( 


VV GV VV 


¿SBS3S1!"6qBNE*SKSISNShS&SJ%SFS3F-4S1S,K>S2S7SSSH;WSoS1lSFS A S9S+!)¿ (J 
éSBAOSK<+J, SNS[!<%° $Z!<S8SG=q$-S$*S7$?S,!"E (J 


(1) ¢~SB2qO0w@) SNGOQ;_!#; (; O<RSN; 2F~EyS, 4|BT$G$- Sk!#!J@1Lg;o!"%3%s%F%$9%SHSN3+:Ez¿ (J 
¿$B$, ¢ (USCEL¿ ee րեր 25. 3h@-2=$N3] $$3s%H! KSGFO$1S$k!Kz (J 

(2) ¢ESBSiSSSV%Si%Sj!<SN; EMM8x34!#CYSSS15S%V%$1%J1<9G$O!V$9S2!<!*!WS$SH$$5&SbSNS50O¿ (J 
¿SB0854 S15F53S3J581853815- SGS$SN%2!<%`S$O!">oS$SK%O!<%SISXSND) a TE TER !#¿ (J 
¿$B2?$h$j$b?M$r6C$+$; ShS&!"SHSSS&2DG=@-S, :0515152Տ5՞Տ՞ 18 (J 
ESBS9%S/SES'S"SNS2!<%3°S,2r@OSN>eSKS"SCS$?S3SHSO<~CNSNS3SH! #¢ (J 


2 SBSISKShS j$b!":n$j<jSN!IVSIS$<!"SISK!IWSKS3$?$ (SiS1SISS$N$O:GO-!#2 (J 
2 $SB4k2h<<FbIt $KF1$85!:° eee oaks 9%?%C%USr$*S1$SP!"2qOwSN8@SCSFSSSKk;vS, (J 
S ŠBNIS/H= SkSGS7$g$&l#e (J 


ESBETHPHM! S#CHOG (I ESBESHOFFHT? (I ESBHEWHOHFRHKH#HS: (J ¿SB#1#9#94#8: ESBEIT#HAHNG (J 
e-mail:tpmco@ma3.justnet.ne.jp 
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url shttp://wwwl.scei.co.jp/~chu02331 
2 SB#M#S#XHG!V%?%mM%F%#%+!&%V!<%I%%!<!W#l: (J/312$BDLHN3+; 02 (J 


—-MESSAGE FILE 20233 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000034html. html 


--MESSAGE FILE 20234 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000035htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?ISO-2022-JP?B?UmU6IBskQjojJOGUKTiVNJUM1ISCRkJGOkJiQ8ISMbKEo=?= 

Date: 2 Feb 1998 14:27:22 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 12 

Message-ID: <6b414aScia@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <é6afjq3S$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4imSnkk@newsl.scei.co.jp> <6anim4Sqkk@news1.scei.co.jp 
> <6aq4aj$Se7@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #3 (J 


ESBSISS$+KMS, H/8@S9SkSH%Q%C%?%j;_ S S3jS S;Ss!)¿ (J 
ESBSFS3F~S1SNOUL#S, OcSCS?SNS+$JI!) 2 (J 


ESBETHPHEM! SCHO (I ¿SB#S#ORF#T; (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SBHETHAHNG (J 
e-mail:tpmco@ma3.justnet.ne.jp 


url shttp://wwwl.scei.co. jp/~chu02331 
ESBEM#S#XHG! VS? SMSF SH#St+! &SV!<SISS!<! WHI (J/31¢SBDLHN3+; 02 (J 


-—-MESSAGE FILE 20234 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000035html. html 


--MESSAGE FILE 20235 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000036htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?iso-2022-jp?B?GyRCOiM4ZSROJU01LOYVIJGOkbSOQmUDwhI xsoQg==?= 

Date: Tue, 03 Feb 1998 01:25:18 +0900 

Organization: Japan 

Lines: 36 

Message-ID: <34D5F36E.DBDA1553@geocities.com> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4imSnkk@newsl.scei.co.jp> <6anim4Sqkk@news1.scei.co.jp 
> <6aq4ajSe7@newsl.scei.co.jp> <6b4l14aScia@newsl.scei.co.jp> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SBS3SsSPSsSO!"S?S3SNS9S1SGS9!#¿ (B 
> ¿SBSJSSS+KMS, H/8@S9Sk$H%$Q%C%?%j; Տ՞ՏյՏ՞Տչ551)2(8 


¿SBS$S5$9$, $K!"S$S=$sS$SJS3SHSOSJSSSH;WSSS*S9Sh!# (B 
¿S$B2q0w@) $rGQ; S9Sk$H!"#P#SSN3+H/4D6-$S,LnJ|$7$KSJSCSF#S#C#E#B#IS, ¿(B 
¿SB4IM)SG$S-SJS/SJSKSNSG<B8=SOFqS7S$SGS7SgS&S, 1", (;oSJUSTSXSNE39F¿ (B 
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ESBS, $GS—-Sk$h$ &SKSISKSHSS$$$$GS9SM! #2 (B 


ESBSiSSSVSiS5SN; EMM8x3+S0!JI8=CJ3, $GSO0; dSKSOS$ [SHSsS$II,MWSJISSS1SI!Kz (B 
¿SBS<SRSdSCSFS[S7SSSGS9!#SdSCSQOSj;EMMS, SoS+SCSFSkSNSHSoS+SCSFSJSS¿ (B 
ESBSNSGSO! "SWSm%0%i%° S$r:nSkSHS-SN;W9M2s0) $,$:SSSVSsSHS+SOSCSFS/Skz (B 
B 
B 


ESBSH;WSSS*S9ST!#S?7?S@!"SiSSSVSiSISN; EMMSr8x3+S 9SkSHBESE&S3SHSOZSO! <; ( 
éESBSISN; EMMSr8x3+S9SkS3SHSGSbDS"Sk!JISNS+SJ!) !KS+Si!"<B8=SOFQS7SSSN¢ ( 
¿SBS+SJS!!#¿ (B 


¿$B$3$10J30$K; d$H$7$F$0!"; (B 
¿SB9u#P#S0J30SN#P#SSG$Sb5$7Z$K%*%j%8%J%Sk$SN%=%USH$,F0$+$;Sk4D6-5, ¿(B 
ESBS [$7SSSGS9SM! #2 (B 
ESBHECHDSr<td, SG>FS1ISkShHS&SKS ISKSHSSSESNSDOLSDSN<jSGS$S9S, !"S[S+SK¿ (B 
éSBI}K!$,S"S1SPS=S1SGSbSSSSSH;WSSS*S9! #2 (B 


¿$B1]11]1]! 1! 111]11]!)1!111]1111!1!11]1]!))1!1!11!11]1]!1!111]1]!] (B 
¿SB!1!!!111S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
ESB: #!I"S[!<S° SZ!<S8SNSG!<S?Sr99?TSTSFS*S9! #3 (B 


¿SB:G=*99?7F|;-!!!!#1#1!2?!)!) (B 

¿$B99?7M=DJF|!!!!!!#2!?#3¿ (B 

—-MESSAGE FILE 20235 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000036html. html 


--MESSAGE FILE 20236 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000037htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCOiM4ZSROJU01LOYVIJGOkbSOQmUDwhI xsoQg==?= 

Date: 2 Feb 1998 23:01:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 47 

Message-ID: <6b57j8bSdh5@newsl1.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4lmSnkk@newsl.scei.co.jp> <6anim4Sqkk@newsl1.scei.co.jp 
> <6aq4aj$e7@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.176.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


COCOTTE ¿SBSGS9!#;¿ (B 


¿SBE15-4-F|5"$3$7$?$Sj!"G.=P$7SF%@0%&%s$7$2SjS7SF!"¿ (B 
¿$BH?1~=PMh$^$; $s$G$7$?!#$9$5$^$; $s (B ( _) 


tpmco@ma3.justnet.ne.jp says... 
>TPM.COzSBSGS9!#S=SsSJONSS?MSGSOSJISSSGS9!<! #3 (B 


TPM.CO ¢SB$5$s$0;d$,>.3X@85N:"SK!V1@SN>eSN?M!WSGS7S?S+Si!"z (B 
¿SB;dSNCfSGSOSbS&40A4SK%+%jJ%9%%“2=$7SASCSCSFS A S7SF¿ (B (^^; 
¿SBS3S&S$S7SF2?S+H/8@=PMhSkSQ@S1SGSb4qL/$J463PSGS9!#¿ (B 


>> ¢$B$3$1!"6qBNE*SKSISNSHS&SISFS3F~$1$,K>S$*S7SS$H; WSoS1SFS*S9S+!) (B 
>(1) ¿SB2q0w@) ՏԱՇՕ: 18: (; 0<RSN; 2F~Ey$, 4|BTSG$-Sk!#!J@1Lg; 0!"%3%s%F%9SHSN3+:Ez (B 
>¿$B$, ¿ (BSCEI; SBSN5v2DL5$7!J$3$3$, 3h@-2=$N%] 3$3ssH!KSGFOS1Sk!Kz (B 


¿$BC/$G$b4JC1I$K:n$I$F$7$^$&$H!"; (B 
¿SB?tI4K|$N%i%$%;%s%9!\5!:`$NNA6b$rJ'$C$F$$$k%5!<%I%Q!<%F%#$5$s$,¿ (B 
ESBE\Sk$+Sb$7$15%S; $s! #SFSS$&>&GdSNOCS8ScSISSSGS9SM; (B (^^) 


ESBSD$*$5!"$3$1$09uz (B 


>(2) ESBSis$%V%iSj!<SN; EMM8x3+! #CYSSSiSSSVSLSF5!<SGSO!VS9S2!<!*!WSHSSS&SHDSNSO?; (B 
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>ESBO8S*S1ISFS3SISS!#S3S1S*SGSNS2!<%° SO! ">0$K%0O!<%SISXSND) a T YU s !#¿ (B 
>¿SB2?ShSjSb?MSr6CS$S+S;ShS&!"SHSSS&2DG=@-S,:oSiS1S?S“S !#¿ (B 
>¢$B%9%/S&S'S"SNS2!<%° $, 2r@OSN>eSKS"SCS?$3SHSO<~CNSNS3SH! #2 (B 


2 SBSi%S%V%i% SN; EMM8x3+SHSO! "SISESSSCS20ULFSGS9S+!) ¢ (B 
2 SBSiSSSVSiSIjSNS=! <S98Bx3+! "SHSSSESHSESTAESB8SGSIS+!) չ (B 


>¢SBSISKShSjS$b!":n$j<jSN!VSIS<!"SISK!WSKS$3$?5S (SiS 1SISSSNSO:G0-!#¢ (B 
>¢ SB4k2h<<FbItSKF1$85! :* SG3+H/S$9$k%9%3?SCSUSr$*S1SP!"2q0wSN8@SCSFSSSk;vS,¢(B 
> SBNIS/H=SkS$GS7$g$&! #2 (B 


> 
> 
>2¿SB#T#P#M!S#C#O¿ (B ¿SB#S#1O#F#F#T; (B gSBHEWHO#R#K#S: (B ¿SB#1#9#9#8¿ (B.¿SB#J#A#N; (B 
>e-mail:tpmco@ma3.justnet.ne.jp 
>url :http://wwwl.scei.co.jp/- chu02331 
>i SB#M#S#XHG!V%S?%$mSFS5#S+!|&%$SV!<%SIS%S!<!W#l; (B/31: SBDLHN3+;O¿ (B 
> 
> 
> 


--MESSAGE FILE 20236 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000037html.html 


--MESSAGE FILE 20237 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000038htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCOiM4ZSROJU01LOYVIJGOkbSOQmJUDwhI xsoQg==?= 

Date: 3 Feb 1998 00:14:40 GMT 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <éb5nhgSe5s@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4imSnkk@newsl.scei.co.jp> <6anim4Sqkk@newsl1.scei.co.jp 
> <6aq4ajSe7@newsl.scei.co.jp> <6b5j8bS$dh5@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.247.176.53 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


COCOTTE չ5850591 #2 (B 

WinVN ¿$B$G¿ (B Ctrl+S +s a ՀԱ այը: 
ESB4V0cS (SF=qS$SSFSSSKESCESGAW?.S7TSFS7S*°SSS*°S7822 (G =) 

S SB2?8NŠ+3— %c%s%; %k= ԱԱ ՒԱ աա ec $9!#; (B 


—— ¿S$B0J2<!"KNMhSN5-;v$G$9!#;(B 
COCOTTE ¿S$B$GS9!#; (B 


E$BE15~F|5"$j$7$?$j!"G.=P$7$F%Q%&%5$7$?$J$7$F!"; (B 
¿$BH?1~=PMh$^$; $s$G$7$?!#$9$5$^$; $s (B ( _) 


tpmco@ma3.justnet.ne.jp says... 
>TPM.COzSBSGS9!#S=SsSJONSS?MSGSOSISSSGS9!<! #3 (B 


TPM.CO :SBS5$s$0;d$,>.3X@85N:"SK!V1@SN>eSN?2M! WSGS7S?2S+Si!"3 (B 
ՀՏ: dSNC£SGSOSbS&40A4SKS+%35%S9%S*2=STSASCSCSFS*S7SF3(B (^^; 
¿SBS3S&S$S7SF2?S+H/8@=PMhSkSQ@S1SGSb4qL/S$J463PSGS9!#;¿ (B 


¢SBC/SGSb4JIC1SK:nS1SFS78S*S&SH!"3 (B 
2$B4{$K?tI4K|$N%i%$%; 3s%9!\5!:° SNNAGbSrJ'SCSFSSSkz (B 
£$BS5!<%1%Q!<SFS#S5Ss$, E\SCSASCS&S+SH$7$18%°S; Ss! #3 (B 
¢ SBSFS$S$&<B8=@-Sd>&GdSNOCS$8ScSISS$GS9SMz (B (^^; 


ESB2q0w@) SrSHSCSOSiSE&SH! "SO%=S3SSSNSHSESTES3&SKSISIS*SISM! #3 (B 
éESBS=S1S@SH!I"SUSI!<% ԱԱ Ա ԱԱ ԱԱ ee SeS"SkEyS,¢(B 

¢ SB=P$k2DG=@-$, $" 9352998871"; ( 

ESBS=SN>e!":nSC$?S=SUSHSO; (B ` Sans TV ¿$B%2!<%`5!$GF0:n$9$k!#¿ (B 
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¿SBS` 1"53511"59545/ՏՏՏՏՏՑՏՇՏՄՏՏՏՕՏ9ՏՀՀ(8 (^^) ESBSA$CSHM}2r=PMh$*$7$?!#z (B 


ESBSiS$8V%i Sj SN; EMM8x3+SHSOSTS&S$SC$?0UL#SGS9$+!) Հ (B 
¿SB%1%$%VSiSjSN%$=!<%98x3+SGS9$+!)¿ (B 

¿SBS=S1 G s | Ú À Lona az Ls 
¿SB;dSNShS&SJ4ESAScSsSKSOSJS+SJS+SDSiSSSbSNS,S"SjSS9¿ (B (--չ 
¿SBS=S1ShSj@hS$SKSbSCSH%SiSSSV%S$iSjSr=<<BS7SFM_S7SSSGS9!#¿ (B 


¿SBS"SH!";d$b$?$3$N$9$1$5$sSHF1MM$K!"5S7ZSKIaADLSN¿ (B PS չ5856ՏԵչ (B 
¿S$SB%*%j%8%J%k%=%U%H$,F0:n=PMh$k4D6-$,M_$7$$SG$9SM!<!#; (B 
CD-R ¿S$SBSO3'!S,;)SCSFSSSkSoS1SGSbpS$SJSSSGS9S7!"A0!9$S+Si8@SoS1SFS7 S9S,!"¿ (B 
SCEI ¢$B$5$s$,>FS$$F$/S1S$1$POLHVSSS$$$s$GS9S1$I!#z (B 


COCOTTE (¿S$BS3S3SCSH¿ (B) cocotte@nk.rim.or.jp 


--MESSAGE FILE 20237 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000038html.html 


--MESSAGE FILE 20238 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000039htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: Re: =?1SO-2022-JP?B?GyRCOiM4ZSROJU01LOYVIJGOkbSOQmUDwhI xsoQg==?= 

Date: 3 Feb 1998 16:30:12 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 36 

Message-ID: <34d743f8p1171@base.minoru.isl.intec.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4lmSnkk@newsl.scei.co.jp> <6anim4Sqkk@newsl1.scei.co.jp 
> <6aq4ajSe7@newsl.scei.co.jp> <6b57j8bS$dh5@newsl.scei.co.jp> <ébS5nhgSe5s@newsl.scei. 
co. Jp> 

NNTP-Posting-Host: 202.226.28.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6b5nhgSe5s@newsl.scei.co.jp>, cocotte@nk.rim.or.jp says... 
> 

>COCOTTE ¿SBSGS9!#¿ (B 

>WinVN ¿$B$G¿ (B Ctrl+S ¢S$B$r2!S9SHEJIFSSSISASCSESSSGSISM! #3 (B 


¿$B$=$&$J$s$G$9$+!#;d$b2?2s$+860xITL@$G5-; v$, @Z$1$F$7$^$&$3$H; (B 
¿ SBS, S"SCSFG: $s$G$$$?$s$G$9$,¢(B...g$B! #2 (B 


>  $B$=$N>e!" :n$C$?%=%U%H$O: (B 18, 000¿$B1_$N¿ (B TV ¿$B%2!<%`5!$GF0:n$9$k!#z (B 
>2¿SBS`!"S3S11"S954S/SSSSS8ScSJSSSGS9S+¿ (B (^^) ¿$BŞAŞC$HM}2r=PMh$^$7$?!#z (B 


¿$B%Q%=%3%s$@$H5!<00MB8@-$, LABJİ$K$J$k$3$H$, $h$/$"$j$^$9$,!"; 
PS zSBSO#1<RS, $3%s%H%m! <SkS7SFSSSkJd, !"22?SHS+S7SFS= P a =) 


>¿SBS=$S1ShSj@hSKSbSCSH%iSSSVSi%SjSr=<<BS7SFM_S7SSSGS9!#;¿ (B 


¢SBF146$G$9!#3 (BTMD ¿S$BSd¿ (B TIM ¿$BSN$h$&SK!"%U%!%$%k7A<0$N;EMM$r8x3+; (B 
ISBS7SFSbSiS( (S (SkS@S1SGSbS@SSSVOCSESH; WSSS*S9! #3 (B 


>¢SBS"SH!";d$b$?$3SN$9$1S5SsS$HF1MMSK!"5S$7ZSKIaDLSNz (B PS ¿$B$G$b¿ (B 
>¿$B%*%$j%8%J%Sk%=%U%SH$,F0:n=PMhSk4D6-S$S,M_$7$SSSGS9SM!<!#; (B 

>CD-R ¿S$BSO3'S,;)S$SCSFSSSkSoS1$SGSbSJS$SGS9S7!"A0199+4Si8@SoS1S$SFS2 S9S,!"¿ (B 
>SCEI ¿SBS5S$SsS,>F$SSFS/S1S1SPO1HVSSSSSsSGS9S1SI!# (B 


¿S$BS3$1SO?tSNLdBjSGS$7SgS$&SMS (! #2 (B 
¿SB%"%C%W?tS,B?S9S.SF!"%W%m%0%i%_%s%0%U%)!<%i%`SN@SOC?MS5SsS,¿(B 

¿ $BHaLD$r>e$2$k$/$i$$!JI=8=$, 0-$/$F$9$$$^$; $s¿ (B ՞՞չ) ¿SBS$SKSJS1SP¿O (B 
¿SB9MS ($F$/$1$k$h$&$I5$$0$7$^$9$, !#¿ (B 


¿SBSGSb!"2?SiS+SN7ASG!"IaDLSN¿Á (B PS ¿$B$r;}$C$F$$$k?MC#$K$b$C$H5$7Z$K; (B 
¿SB%"%T!<%k$G$-Sk$h$&$JJ)K1$,M_$7SSSH$3SmSGS$9SM!#¿ (B 
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<minoru@isl.intec.co.jp> 


--MESSAGE FILE 20238 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000039html. html 


--MESSAGE FILE 20239 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000040htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjojJOGUKTiVNJUM1SCRkJGOkJiQ8ISMbKEo=?= 

Date: 10 Feb 1998 17:18:46 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 26 

Message-ID: <6bq25m$84o0@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4lmSnkk@newsl.scei.co.jp> <6anim4Sqkk@newsl1.scei.co.jp 
> <6aq4aj$Se7@newsl.scei.co.jp> <é6b4l4aScia@newsl.scei.co.jp> <34D5F36E.DBDA1553@geoc 
ities.com> 

NNTP-Posting-Host: 210.135.67.168 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!#0B?4S7S*°S7S?2! #2 (J 


ESBSiSSSVSi%S ISN; EMM8x3+S0!J8=CJ3, $GS0; dSK$O$ [SH$s$II,MWSISSS1STI!Ke (J 
¿SBS<SRSdSCSFS[S7SSSGS9!#SdSCSOSjJ;EMMS, So$+SCSFSkSNSHSoS+SCSFSJS$¢ (J 
ESBSNSGSO! "SWSm%0%i%° Sr:nSkSHS-—SN;W9M2s0) $,$:SSSVSsSSHS+SOSCSFS/Sk3z (J 
(J 
(J 


ESBSH;WSSS*SOST!#S?S@!"SiSSSVSiS ISN; EMMSr8x3+$ 9SkSH8BS&S3SHSO%O! ՀՀ 
éESBSISN; EMMSr8x3+S$9SkS3SHSGSbS"Sk!JSNS+S$J!) !KS$+Si!"<B8= S0FqS7SSSNz 
ESBS+SIS! 18. (J 


VV NV V V V 


¿SB:WSNs1555sVsisj]5, %Y%9%H5GSOSJSSSO%S:SG!"<+J,SG5JS/SH$bC/545,5%5%% sa 
¿SB%V%si%j$Sr%"%C%$WS7$FS/$S1S?2Sj$7SF3'S,5!3#Sr;HS$S$SSdS9S/S7$FSSS1SkSH¿ (J 
¿SB;WS&S$N$GS9!#%O!<%ISbF1MMSG$9!#¿ (J 


¿S$SB9u#P#S0J30$N#P#S$GS$Sb5$57Z$K%$*%j%8%J%Sk$N%=%U%SH$,F0$+$;Sk4D6-5, 2 (J 
¿SBS[S7SSSGS9SM!#¿ (J 

¿SŠB#C#DŠ$r<+J, $G>F$1$k$h$&$K$9$k$H$$$&$N$b01$D$N<j$G$9$,!"$[$+$K¿(J 
¿SBJ)K!S$S,ST"S1SPS=S$S1SGSbSSSSSH;WSSS*S9!#¿ (J 


VVVYV 


2SBS=S&SGCS9SM! #F146$GC$9! #2 (J 


ESBETHPHEM! S#CHOG (I ¿SB#SH#O#F#T¿ (Մ ¿SB#W#O#R#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


-—-MESSAGE FILE 20239 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000040htm1. html 


--MESSAGE FILE 20240 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroz 
e/00000041htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.netyaroze 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjojJOGUKTiVNJUM1SCRkJGOkJiQ8ISMbKEo=?= 

Date: 14 Feb 1998 07:13:27 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 63 

Message-ID: <6c3g6n$jmb@newsl.scei.co.jp> 

References: <34CA80E5.DEC3FE9D@mth.biglobe.ne.jp> <6afjq3$gfa@newsl.scei.co.jp> <6ak 
oocSn4q@newsl.scei.co.jp> <6al4imSnkk@newsl.scei.co.jp> <6anim4Sqkk@newsl.scei.co.jp 
> <6aq4aj$e7@newsl.scei.co.jp> <6b57j8bSdh5@newsl.scei.co.jp> <ébSnhgSe5s@newsl.scei. 
co. jp> 

NNTP-Posting-Host: 210.135.89.37 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
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Lines: 6 

Message-ID: <1ld8mjwx.1420sx7lqge0zqNn@al-88-100.a1l.nl> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35505375.2E25@manc.u-net.com> ՀՇ 
ipkirSjpr36@chuka.playstation.co.uk> <6iprcl$jpr38@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered) 


West <wb6ac> wrote: 
> I cant beleive noone has mentioned Football Manager or Beach Head. 
I can.. what are that for games??? 


-—-MESSAGE FILE 2153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00856 


—-MESSAGE FILE 2154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000857 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock availeble 

Date: Wed, 06 May 1998 18:45:31 -0400 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <3550E80B.C69D33A3@mail.datasys.net> 

References: <1d8ktul.ykxhlrvg6éw8wN@al-88-111.al.nl1> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 240.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I just got my hands on the fabled controler... (I'm an american, so I 
get it 3 days earlier. NAA-NANA-NANA-NAA!) It's cool. But the 
controler ID is 7 instead of 5, so forget compatibality with standard 
analog pads... That really bites. I was hoping to play some of my 
games with analog, but oh well. The controler packet is identical as 
far as I can tell to the standard analog pad(except with the L and R 
buttons working) BTW: Goto scee.yaroze.programming and read my message 
for more info. 


DEnnis Brinkhuis wrote: 


In a magazine was an advert about the Dualshock. There was no price with 
it. It's not availeble yet in the Netherlands, so I would like to know 
the price in the UK. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


VVVVVVVVVVVVV VV 


ICQ: 5667178 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
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Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSG$9! #2 (J 
ESBS9$S_$*S;S$s!"5SSES/SNS,CYS1$*S7$2!*%39%3*°%Ss$G$9¢ (J m(_ _)m 


> TPM.CO ¿$BS5SsSO;d$,>.3XQ@8SN:"SK!V1@SN>eSN?M!WSGS7S?S+Si!" (J 
> ¿SB;dSNCfSGSOSbS&40A4SK%S+%SjJ%9%%*2=S7SASCSCSFS*AS7SF (I (^^; 
> ¿SB$3S&S7SF2?S+H/8@=PMhS$SkS@S1SGSb4qL/SJ463PSGS9!#¿ (J 


¿SB$=$&$J$Ss$G$9$+!"8w1I$G$9$M$ (!J>H$1$F$^$9!K!"$^!"2a5n$N$3$HSG$9$, 18: (J 
¿SB$G$b!"%$2!<%`@=:;:n$C$ŠF!"J?EyS$SGS9Sh$M!#LLGr$1$1$P%$-%$c%j%"$JS$sS$SGOUL#; (J 
éESBSISS$GS9$7!"S=S1$, 93$-STAS3&SGS9! #!VS*S1$2!* !WSHS+S7SgGSCSASeS&;WSEST! #z (J 
ESBSG!"4r$7S/SFSISs$+:n$m$&S$H; ԱՏԸՏ25)1851515059: (72:581"ՏՕՏ/ՏՕՏ/57Տ2ՏՄՏ" 18. (J 


> zSB2q0w@) SrSHSCSQOSISESH! "SQ%=S3%SSNSHSESTES3ESKSISIS*SISM! #3 (J 

> ¿SBS=$1$@SH!"%$U%j!<%&%'%"$r<)O?$S7$?@1Lg;o$d3+H/%*%K%e%"%kEySŠ,¿ (J 

> ¿$B=P$k2DG=@-$,$"$J$^$9$7!"¿ (J 

> ¿SBS=SN>e!":nS$CS$S?%=%USHSO¿(J 18, 000¿$B1_$N: (J TV ¿S$SB%2!<%`5!SGFO:nS9Sk!#¿ (J 
> S SBS“ 1"$3$1!"$9$4$/$$$$$8$c$J$$$G$9$+; (J (^^) ¿$BŠd$C$HM}2r=PMh$^$7$?!#¿ (J 


¿SBS=S&SJSsSGS9!#S=S$15,S"SkSHS*SbSCSFSOSSSCS?$S1i!"SJSSSHJD: 2?E*#SJS3SHS+!#¿ (J 
SCET¿SBS, IT3h@-SJ4D6-SrB7$ (SFS7S“SCSFSSSF!"S=S1SK5SSESSSFSSSJSS>el" (J 
¿SBIT3h@-$@S+$i<:GTŠH$+H=CG$5S$1S$S?$sS$8Sc!"S?S*$s$JSSSNSG%SV!<%V!<8@SCSŠFSk¿ (J 
¿SB%so%1$GS9!#¿ (J 


> ¿SB%S1%SS%SV%Si%SjSN;EMM8x3+SHSOSIS&SSSCS?0UL#SGS9S+!)¿ (J 
¿SB%S1%$%V%$i%jJSNS=!1<%98x3+$G$9%$+!)¿ (J 

ESBS=S1SrSd$iS1$k$H! "=1?4<TSH>e5i<TSN: 9S, NrA3SHCeSSSFS7S*%SS83 (J 
2 $B; dSNShHS&SI4ESAS cS sSKSOSIS+SIS+SDSiSSSbHSNS, $"$J$^$9 (J (--չ 
éESBS=S1ShSj@hHSKSHSCSHSiSSSVSiSISr=<<BS7SFM_S7SSSGS9!#¢ (J 


> 
> 
> 
> 


éESBIVSiSSSVSiSISN8X34+!WSO!VS*°S7SSSN; EMM8x3+ ! WSH3$%33!<SkSKSIS{S*S$9S+Si I" (J 

SCEI 2 SBSb?5=ESKSISkKSGS7SgSESM! #$2S@!"SiSSSVSiS ISCSFHFMQS@S+SiLS5SBLSJItJ,$,32(d 
¿SBSSSCSOSSS"SCSPI"<+J, @1MQ$NSiSSSVSiSjSKAHS_D>S7S?S+SCS?SjS9SkSoS1SGS9!#; (J 
¿SBS$S=S$SNS?SaSK%=!<%9$,8+$?$S$o$1$G$9!#¿ (J 

¿SB$=$1$+$i!"$*$=$i$/!"¿ (JSCEI; SBSNJ}$G$3$100>e5; =QE* $J%5%] !<SHSOSTSISSSHS*SbSEST!I": 
(J 
éSBSISKShS$ j!"S$=$3$°SGSNM=; ; SOSTSSSH; WSSS*S9SNSG!"3 (J 

¿ $B; EMMS, 8x3+S5S1S1SPM-; V$G?' !9$JM-1W$JSiS$SV%SiSj$S, 34+H/S5S1S87S4S9SkKSGSTSgS&! #3 (J 
2$BS$=$1$r4|BIS7SFSk$s$G$9! #2 (J 

SCEIz$BSKIiC4$, ԱԱ ea L; O ՀԱ te 
LSBS*SbS&SNSGS9S, ! #2 (J 


> ¿$B$"$H!"; d$b$?$3$N$9$1$5$s$HF1MM$K!"5$7Z$KIaDL$N¿; (J PS ¿$BS$SGSb¿ (J 
> ¿$B%*%j%8%J%k%=%U%HŠ,FO0:n=PMh$k4D6-$,M_$7$$$G$9$M!<!#¿ (J 


ny.yj.freetalk¿$B$K$b=q$-$^$7$?$, !"TaDLSNM' ?MSKSFS9SHSWSLSESSTSFSbDSiS (SkSs¢ (J 
ESBSGSOSHSM! ">FS1SKSH! #2 (J 


> CD-R ¢$B$03'S,; }SCSFSS$SkSoS1$GSbS$IS$$G$9$7!"A0!9$S+Si8@SoS1SF$*s9s, !"¿ (J 
> SCEI ¢$BS$5$s$, >FSSSFS/S1S1S$PO1LHVSSSS$Ss$GS$9S1$I! #2 (J 


¿$B>e$G$b=q$-$^$7$?$, !"¿ (JSCEIZ $BSKIiC4$, $+$+$k$3$H$0$3$] oo ո 
£SBS*S:DLSiSJSSSHS$_ P 6 costo Mo ee SKMhS$SiS$1S$?Si6HL3S, 2 (J 
éSBDd;_$9$k$3SHSOM=A[=PMh$*S$9!#62SiS/!"S"SkSHS9S1SP!"3 (JCD-ROMZ SBSK>FS/J}K!SNz (J 


ՆՈՅԱՆ sj 1# (J 


¿SB#T#P#M!S#C#O¿ (I ESBESHOFFHT? (I ESBHEWHOHFRHKH#HS: (JU ¿SB#1#9#9428: ¿SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20240 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/netyaroze/ 
00000041html. html 


RR AEE EEE EE HE HEH 
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HTT FE AE AE AE AE E HEHE 


——HHEEEEE EE HE HHH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc 
HHT EE HE HE HEH 


--MESSAGE FILE 20241 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!moroha 
From: moroha@mbn.or.jp (Moroha Otuki) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Access from Mobile Gear 

Date: 5 Apr 1997 07:35:38 GMT 

Organization: ALKAID.INC. 

Lines: 9 

Message-ID: <5i4vca$2g9@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.217.31.148 

X-Nsubject: ¢S$BsbSP%S$%k%.S"SKShHSk%S"%S/%; %9; (B 
X-Newsreader: gn [Version 1.36 beta Apr.1,1997 (DOS) ] 


ESB! !ShS&$d$/SbSPSKShHSkKS"%S/%; %9ľ9$K@.8y$7$^$7$?!#¿ (B 
ESBDOSSF; SNSJS@SCS?S<!D!D; (B 


2$B! !$3S1SGSM%CSHSK%e! <3: SKAXS7TSFSO%jSVSdS$i¢ (B CE 
2 SBSd$iSh$ jSbSbSPSNS [$&$, LrN) SDSH<gD%$G$-SkShS&3z (B 
¿$B$K$J$J$^$7$?!#¿ (8:-) 


¿SBSH!"S-SNS&=qS$S?SsSGS9S, !"SIS<$+%] S9SHSK<:GT$S7$°S7$?! #2 (B 

ZSB:#F|SOSTS&S+SI!) չ (B 

—-MESSAGE FILE 20241 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
lhtml.html 


--MESSAGE FILE 20242 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
002html.html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: wakana-m@ppp.bekkoame.or.jp 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: about news 

Date: Wed, 07 May 1997 16:16:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33702C2F.634C@ppp.bekkoame.or. յք» 
NNTP-Posting-Host: 202.231.206.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


2 SBS3SsS$KSASO! #<ALGSJSS$G$9$1$I!"3 (J 

2 SBSMSCSHS 931! <SWz (J3.0GOLD;: SBSISISG%K%e!<%9SrEVIFSOSKSH! "3 (J 
25878: z$N: G8eSN9TS, J8; 22=$1$7SFS7S*SESNSGS9! #2 (J 

2 SBS3S1S$0S$1$&$7S$?SiHrS1$iS$1SkSNSGS7SgS&ES+! #2 (J 


ՀՏՑՏ6ՏՏ (SFS/S@S$S5$S!*¿ (J 
--MESSAGE FILE 20242 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
2html.html 


--MESSAGE FILE 20243 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O003htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: about news 

Date: Wed, 07 May 1997 19:06:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33705419.205D@ymg.urban.or.jp> 
References: <33702C2F.634C@ppp.bekkoame.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.78 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


wakana-m@ppp.bekkoame.or.jp wrote: 
¿SBS3SsSKSASO!#<ALdSJSSSGS9S1SI!" (J 


> 

> 

> 2SBSM%C3H%9%1!<SWz (J3. OGOLD; SBSJSIS$GSK%e! <$9SrE4j9FSOSKSH! "3 (J 
> ¿$BJ8; zSN:G8eSN9TS, J8; z2=S1S7SFS78*S&SNSG$9! #3 (J 
> 
> 
> 


ESBS3S1S0SIS&$7$?7SiHrS1SiS1SkSNSGS7SgS$ES+! #3 (J 
ՀՏՑՏ6ՏՏ (SF$/S@S5S$!*3 (J 


£$B!!S3SNE39FSO2=S1SFSISSShS&SK8+5 (SkSs$GS$S9S,!&!&!&!#¿ (J 
ՀՏՑ 1: (UMac¿SBHGSN¿ (JMozilla3.01[ja]¿$B$@$+$i$+$b$7$1$^$; $s$,¿(J(^^; 


¿$B!!LLGr$=$&$J: (JHomePagez; $BSr1?1DS5S1SFS*S9SM; (J (*%) 
—-MESSAGE FILE 20243 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
3html.html 


--MESSAGE FILE 20244 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
004html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: about news 

Date: Wed, 07 May 1997 23:18:38 +0900 

Organization: Japan 

Lines: 21 

Message-ID: <33708F3D.2D31404A@aix.or.jp> 

References: <33702C2F.634C@ppp.bekkoame.or.jp> <33705419.205D@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.208.35.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


wakana-m@ppp.bekkoame.or.jp wrote: 


éSBS3SsSKSASO! #<ALdUSJISs$GS9S1SI!"3 (J 
¿SB%SM%C%H%9%1!<%sW¿ (J3.0GOLD; SBSISISG%K%e!<S9SrEVIFSISKSH! "3 (J 
¿$BJ8; zSN:G8eSN9TS, J8; z2=S1S7SFS7S*SE&SNSGS9! #3 (J 
¿SBS3S1SOSIS&S7S?SiHrS1SiSl1SkSNSGS7SgS&S+!# (Մ 


VV V VV V V 


¿SB65S (SFS/S@S5SS!*¿ (J 


¿$B!!$3$NEjJ9F$O2=$1$F$J$$$h$&$K8+$ (SkSs$GS$S9S,!&!&!&!#¿ (J 
¿$B!!¿ (UMac¿SBHGSN¿ (JMozilla3.01[ja]¿$B$@$+$i$+$b$7$1$^$; $s$,¿(J(^^; 


VVVVVVVVVVVV VV 


¿$B!!LLGr$=$&$J; (THomePagez $B$r1?1D$5S$1SFS$*S9SMz (7(՞՞) 


¢ $B; d$b$H$/$KJ8; z2=$1$7$F$$$k$h$&$K$O08+$($^$; $s$, !&!&!&!& (J 
éESBSASJS_SK; dSNSO; (JWin95;SBMOSN; (JCommunicator¿$B&B¿ (J3¢SBSGS9! #2 (J 


2 SBObDEDMNI?z (J 
—-MESSAGE FILE 20244 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
4html.html 


--MESSAGE FILE 20245 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O005html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: about news 

Date: Thu, 08 May 1997 13:01:50 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 7 

Message-ID: <3371502B.5004@ymg.urban.or.jp> 

References: <33702C2F.634C@ppp.bekkoame.or.jp> <33705419.205D@ymg.urban.or.jp> <3370 
8F3D.2D31404A@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.60 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


E$B!!S?SVSs!":G8eSNI8; zSN#1SPSSSHL\ SH#2SPSSSHL\SN4VSKe (J 
é$B!!2~9TS3!<SIS,F~SCS?$?SaSKI8; z2=S1S9SkSsSGSOSISSS+SH! #2 (J 
2$B!!1Q81HGSd!"2<<jSJ0\?"SbSNSKSO$"S5I$, SASGS9SM¿ (J (*%%; 


éSB!!¢ (JNetscape Navigatorz$B$N>19g!"F|K\81HGSr; HS (SPBg>fIWSJSSSGSO; (J 

ESB! !STISSSGS7SgS&S+!) !#BP1~¿ (JOSZSBSd%P!<% oes sSKShSCSFSbO0cS&$+S$bS7S1$%S;SsS,¢ (J 
é$B!!S&SASGSO: #SNSHS3Sm5/S$- SFSISSSGS9! #2 (J 

—-MESSAGE FILE 20245 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
Shtml.html 


--MESSAGE FILE 20246 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
0O006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 
Newsgroups: playstation.ny.beginners.qa.pc 

Subject: =?iso-2022-jp?B? ZnRwGyRCJESkKRCQkKJEYbDKEo=?= 
Date: Fri, 09 May 1997 19:59:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33730380.7992@super.win.or.jp> 
NNTP-Posting-Host: 202.26.2.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Ftpz$BSKCeS$S$FSN<ALdSGS9S, ¿ (J 

Ftp¢SBSCSFSIS$3S$+Si<jSKF~S1S?SiNISSSNSGS7SgS&S+!) 3 (J 

2 SBDL?. $GF~<j$9Skd}K! S$rS4B8$8SNJI}$O¢ (J 

¿SB65S (SFSSS?S@S1SJSSSGS7SgS&S+!)¿ (J 

—-MESSAGE FILE 20246 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
6html.html 


--MESSAGE FILE 20247 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: ftp=?ISO-2022-JP?B?GyRCJUESKRCOKJEYDKEI=?= 

Date: Mon, 12 May 1997 19:32:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <moroha$ef3019970512193203@202.238.103.35> 

References: <33730380.7992@super.win.or.jp> 

NNTP-Posting-Host: 202.217.1.116 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


playstation.ny.beginners.gqa.pc ¿$B$N¿ (B <33730380. ՀԱԱ: win.or.jp> ¿SBSN;¿ (B 
¿SB5-;v$K$*$S$F¿ (B 1997¿$BG/¿ (8052587ոչ (809258Բ| ։ (B(g$B6bz (B) 19¿$B;~¿ (859:58Մ, ¿ (812 
¿SBIC:"!" (B 

Hiroaki Suzuki <h-suzuki@super.win.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 

>Ftpz SBSKCeSSSFSN<ALdS$GS$9$, ¿ (B 

>Ftp¿SBSCSFSIS3S+Si<jSKF-S1S?SiNISSSNSGS7SgS&S+!)¿ (B 
>¢SBDL?.$GF~<jS9SkI}K!SrS4B8S8SNJ}S0; (B 
>2¿SB65S (SF$SSS?S@S1SJSSSGS7SgS&S+!)¿ (B 


¿SB!!S$SAS@%U%)%m!<$, ՏՁՏՏՏԻԲՏ՞Տ:ՏՏՏԻլԼԼ Իշ (B 
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2$B!!¢(BFTP ¢$BOJ30SK$bF~<j$7$J$/SFSO$S$S1SISSSbSNS, ԱՏ ՏՆՏ D, 5 
¿SB%SS%s%?!<%M%C%SH%%%,%8%sSJSISNS*S“S1IUS-SNKNSr9XF-S9SkS3SHSrS*4+ŠSaS7¿ 
¿$B$^$9!#!!!! (B 


¿SB!!¿ (BETP ¢S$B$@$1<jSKF~$1$1$P==J, SHSS$SS&SNSGS"S1SP!"¿( 
http://www.forest.impress.co.jp/ 
¿SBSN!VAKSŠN?9!WSr8+$F2sS1SPS?SSS, SSSNSDSNSO<3SKE~ S5S*°S9! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 

// Moroha Otuki ¿$BBg7n=tMU; (B // 

// http://plaza7.mbn.or.jp/~moroha/ // 

—-MESSAGE FILE 20247 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
Thtml. html 


--MESSAGE FILE 20248 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
008html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: wakana-m@ppp.bekkoame.or.jp 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re:about news 

Date: Mon, 12 May 1997 23:41:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33772C16.7E16@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.251.251.74 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


¿ $BJ8; Z2=$1%M%C%H%9%1!<%W$Ne¿ (Jwakana.zSBSGS9!#¢ (J 


>>  $B$3$NEJ9F$O2=$1$F$J$$$h$&$K8+$($k$s$G$9$, !&!&!&!# (J 
>¢ $B; d$b$H$/$KIJ8; z2=S1S7SFSS$SkShS&SKSO8+S$ ($^$; $s$, !&!&!&!&z (J 


¿$B$=$1$, $G$9$M!"$I¿ (J-¿$B$b:G8e$NO01l9T$, !"2=$1$F$k!D¿ (J 
éSBSASgSCSH0CSE&SP! <% s. SSKSTSFS_S*S9OSM! #STS&SbS"S4S,SHSE!*z 
Thanks to: 


Youhei TAKADA<kazta-ta@aix.or.jp> 
GSX-R <kouzou@ymg.urban.or.jp> 


¿SB!1!11!11111111111111111111111!11111!11l1: (Jwakana. 
«MESSAGE FILE 20248 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
8html.html 


--MESSAGE FILE 20249 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
009html. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: =?iso-2022-jp?B?ZnRwGyRCJUESKRCOQKJEYDKEo=?= 

Date: Tue, 13 May 1997 04:36:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3377715B.6C70@super.win.or.jp> 

References: <33730380.7992@super.win.or.jp> <morohaSef3019970512193203@202.238.103.3 
5> 

NNTP-Posting-Host: 202.26.2.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


¿SB11S*“S@%U%)%m!<$,SDSSSFS S;SSSMI!E¿ (J 


¿SB!!¿ (JETP ¿SB0J30SKSbF- ԱՏՆ ՏԵՆ ՆՈՆ... a 
ՆԱԶ chia, ԳՅ ՏՏՏՄ Հ (IGZSBSNS$*$*S1IUS—-SNK\Sr9XF~S9SkS3SHSr$*4+Sa$7¢ 


> 
> 
> 
> 
> ¿SBS“S$S9!#!!!! (J 
> 
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> ¢SB!!¢(JFTP ¢S$B$@$1<jSKF~S$1S$1SP==J, SHSSS&ESNSGS"S1SP!"3 (J 
> http://www.forest.impress.co. jp/ 
> ¢SBSN!VAKSN?9!WSr8+SF2sS1SPS$?55S, SSSNSDSNSO<jJSKF~SjS*S9!#e (J 


¿$B$42sEZM-$jFq$&$4$6$$$^$7$?!# (J 
—-MESSAGE FILE 20249 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000000 
9html.html 


--MESSAGE FILE 20250 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
010html html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.M" <shigeki@inv.co.jp> 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: =?iso-2022-jp?B?aWUOLjAbJEIkSyREJCQkRhsoQg==?2= 
Date: Sun, 18 May 1997 03:57:34 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <5lkv67S047@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.157.100.139 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿SBSIS&Sb!#¿ (B 


ie4.0¿$B!J¿ (BPP ¿SB!K$, SG$“$7S?!#¿ (B 


2: SBS3S1SKIUBOS7SFSSSk!!¢ (BOutlook¿$B!!¿ (BExpless;$B!!SHSSSé&¢ (BNews; SBOXFIS=SUSHSJSs$ 
G$9S1SI¿ (B 
258535150: ( BID¿SBS$S,JOSKSJSiSJSSS_S?SSSGS9!#!JB?J, !K¿ (B 


ISBIJSASJS_SKS3S1SOS3SNS =SUSHS+SiH/?.S7S*°S7S?!Ke (B 


¿SBSISJS?S+>NS7SS?MSSS S;SSS+!)¿ (B 


T.MORIOKA¿SB!!!! (Bshigeki@inv.co.jp 


—-MESSAGE FILE 20250 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
Ohtml.html 


--MESSAGE FILE 20251 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
0llhtml.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "T.M" <shigeki@inv.co.jp> 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: =?iso-2022-jp?B?aWUOLjAbJEIkSyREJCQkRhsoQg==?2= 
Date: Sun, 18 May 1997 03:57:34 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <5lkv8sSo4k@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.157.100.139 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ESBSIS&Sb! #2 (B 


ie4.0¿$B!J¿ (BPPzSB!KS,$GS*°S$7S?!#¢ (B 


: SBS3S1SKIUBOSTSFSSSk!!¢ (BOutlook¿$B!!¿ (BExpless;$B!!SHSSSé&¢ (BNews; SBOXFIS=SUSHSJSs$ 
GS9S1SI¿ (B 
¿SBS3S1SO¿ (BID; SBS, JQ$K$J$i$J$$$_$?$$$G$9!#!JB?J, !K¿ (B 


ESB! JISASTS_SKS3S1S0S3SN%=SUSHS+SiH/?.$7$°$7$?!Ke (B 


¿SBSISJS?S+>NS7SS?MSSS S;SSS+!)¿ (B 


T.MORIOKA¿SB!!!! (Bshigeki@inv.co.jp 
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-—-MESSAGE FILE 20251 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
lhtml.html 


--MESSAGE FILE 20252 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
012html հեռու 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: ftp=?ISO-2022-JP?B?GyRCJUESKRCOQKJEYDKEI=?= 

Date: Wed, 28 May 1997 15:46:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbug$ff8d19970528154612@news1.scei.co.jp> 

References: <33730380.7992@super.win.or.jp> <morohaS$ef3019970512193203@202.238.103.3 
5> 

NNTP-Posting-Host: 202.215.62.80 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿$B$G$9!#%U%)%m!<CY$/$J$J$^$7$?!#¿ (B 


playstation.ny.beginners.qa.pc ¢SBSN¢ (B 
<moroha$ef3019970512193203@202.238.103.35>z¢SBSKS*SSSF3 (B 
1997/05/12/ 19:32 ¢$B:"!"3 (BMoroha Otuki ¿$BBg7n=tMU$5$s$0=q$-$^$7$?!#¿ (B 


>2$B!!$4S@SU%) Sm! <$, SDSSSFS*$; $s$M!Eg (B 


¿S$SB$3SN;-4|$O!";d$,=PD%$7$FS?;-$GS9SM!#$=SN8e$bK;$7$/$SF!"$J$+S$JS+¿ (B 
¿SB$3SCSASK<j)$,2sS$Sj$S%$;SsSGS7S?2!#?=S7LuSJSSSGS9!# (B 


>¿$B!!¿ (BFTP ¿SB0J30SKS$SbF-<j$7SJS/SFSOSSS1SJSSSDbSNS, ԱԱ ՅՐ 
> 2 $B%$%5%?!<%M%C%H%^%, S8SSSTSISNS*$*S11US—SNK\ $r9XF~S9SkKS3SHSr$*44+Sa$7z 
>¿$B$^$9!#!!!!; (B 


¿SB%$S%Ss%S?!<%SM%C%H%2%S, S8%sSO!"#1EY9XF-S5S1Sk;v$rS*4+SaS7S*S9!#¿ (B 


>¿SB!!¿ (BFTP ¢SBS@$1<jSKF~S1S1SP==J, SHSSS&SNSGS"S1SP!"¿ (B 
> http://www.forest.impress.co.jp/ 
>¢S$BSN! VAKSN?9!WSr8+SF2sS1$P$?SS$, SSSNSDSNSO<jSKF~SjS*S9! #2 (B 


¿SB%$S%$.%J!<%:%U%)!<%Si%`SK; (B FTP Explorer ¢$BSN4JC1$J! J<jH4$-SHSbSSS&!K@bL@Srz (B 
° SB= զՏ-Տ՞ $7$?!#F|KN81HG!"$+$D%US3 !<SNSbDSNSrB>SKCNSiSJS+SCS?SNSG! #2 (B 


Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

—-MESSAGE FILE 20252 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
2html html 


--MESSAGE FILE 20253 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
013html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: wakana-m@ppp.bekkoame.or. jp 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: ftp 

Date: Fri, 20 Jun 1997 14:03:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <33AA0F33.6CFF@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.230.188.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


ESBS3SsSKSASO! #2 (Jwindows95;SBSG:SSCSFSSS*S9!l#¢ (J 

ESBSb%G%° $r$D$J$2$F!"$A$c$s$H¿ (JTCP/IP¿$B$G%W ee 
¿SB@NB3$GS- S$FS$SSSkS$SNSK!"S@%&%s%m!<%I$,$GS-$JS$SSSN$GS9!D¿ (J 
ftp¿S$B%=%U%H#4SDS/S$SiSS;n$7S?$S1$1$SISTS1SGSbS@SaSHS$SS$SS&¿ (Մ 
¿SBS3SHSO!"SDSJS, SCSFSSSJSSSNSGS7SgS&S+!) 

windows¿ $B$G$O!"$D$J$, SCSFSSSISSSHS-Sb@\B3SCSF¢ (J 
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¿SBI=<(SrS9SkS3SHSbS"SkSNSGS7SgS&S+!#¿ (J 


¿SBSJSKS+CNSCSFSSSKSRSHSSS“S;SsS+!)¿ (J 
--MESSAGE FILE 20253 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
3html.html 


--MESSAGE FILE 20254 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
014html հեռու 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: ftp 

Date: Fri, 20 Jun 1997 17:25:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <S5odfloSnil@newsl.scei.co.jp> 

References: <33AA0F33.6CFF@ppp.bekkoame.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33AA3E81.196F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


wakana-m@ppp.bekkoame.or.jp wrote: 


ESBS3SSSKSASO! #2 (Jwindows95;zSBSG:SSCSFSSS*S9! #2 (J 

2 SBSb$G%*° Sr$DSIS2SF! "SAScSs$Hz (UTCP/IP SBSGSWSmSPS$S$SASKz (J 
¢SB@\B3SGS-SFSSSKSNSK! "`ՈՏԵՏՏՏՈՒՀԼ1Տ, SGS-SISSSNSGS9!D3z (J 
ftp¿SB%S=%U%SH#4$DS/SiSŠ$;n$7$?S1$1%$SISI$1$SGSb$@SaSH$SS&¿ (J 
éESBS3SHSO! "SDSIS, SCSFSSSISSSNSGS7Sg$&S+!) 2 (J 

windows: $B$GS$0!"SDSJ$, SCSFSSSISSSHS-Sb@\B3SCSF¢ (J 

¢ $BI=< (Sr$9$kS$3SHSbS"SkKSNSGS7Sg$&S+! #2 (J 


VVVVVVVVVV 


¿SBSJSKS+CNSCSFSSSKSRSHSSS *S;SsS+!)¿ (J 


¿SB!!%$@%&%s%m!<%I$5$ ($G$-—$1$P$$$$$SNSJSil!"; (Uftp¿ $B%=SUSHSGSI$/SFSbz (J 
¿SB!!¿ (UNetscape Navigator¿S$B!JS$Sb$7$/S$SOS$S=S$S10J30¿(J:-)¿SB!KS$r%$S%$s%9%SH!<%k$7SF¿ (J 
¿SB!!;HS&!"SHSSS&<j$SbS"SjJS2S9S, !# (J 


¿$B!!¿ (JMacintosh; $B$G%@%&%s%m!<SIS7SF! "E>AwS9SkS$SNSGSOSQSaS$SGS9S+!)¿ (J 

ESB! ! SASTS_SKS&SASGSOS=SE&STSFS*S9! #2 (J 

-—-MESSAGE FILE 20254 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
4html.html 


--MESSAGE FILE 20255 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
015html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: SHIND Motosuke <sin@memex.co.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: =?iso-2022-jp?B?TVMtREITGyRCJUVcLbSVzZJIVc1SCROR1s/JyEpGyhK?= 

Date: Fri, 27 Jun 1997 17:11:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33B37595.6C53EC92@memex.co.jp> 

NNTP-Posting-Host: 202.220.152.14 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


sing SBSHS$$$$*sol#e (J 


¿SBSHS3SmSG!"¿ (JWindows95;:SBSN¢z (JMS—DOS; SBsWsm%ssWsHSNGX7J?'Sd%U%S) SSSHSN? 'SrJQS ($k$3 
SH¿ (J 

1SBSOSGS-SJSSSNSGS7SgS&S+!1)SIS&Sb9uCOSK3%?'SNJ8;ZzSHSSSSSNSO8+SKS/S5/SFS75gS&:¿ (J 

¿SBS, SJSSSGS9!#%SU%sk%9%/%j!<%s!&%Sb!<%SISK@ZSjBXS(S1SPS=S$S1SJSJjSKSJSKkKSNSGS9S$S, !"¿ (J 
¿SB:#EYSOB>SN%"%W%jJ%S1!<%7%g%sSHSNJ;MQOS, ITUXSKSJSCSAScCSSS*S9S7!D!#%Sf!<%SF%S#S3j¿ (J 
ESBSFS#! &3D!<SkSISTSGS=SN$h$&$JI5!G=S$r; }SCS?SHSNS, S"SCS$S?$Si>R2p$7SFS/S@S5SS!#¿ (J 
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ESBS*SMS, SS$7S*$9l#e (J 
NTE SBS@SH333°SsSISWSmSsSWSHSNG [?'SOJQ99ISGS-SFIXMxSISNSK!D! #¢ (J 


SHINDO Motosuke 
sin@memex.co. jp 


—-MESSAGE FILE 20255 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
Shtml.html 


--MESSAGE FILE 20256 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
016html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: shigehiro okada <scorpio@lucksnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: =?1s0-2022-jp?B?GyRCJUTclaiUiJWs1XSE8JUgkSyREJCQkRiROPEFMZBsoSg==?= 
Date: Tue, 15 Jul 1997 20:22:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33CB5D6F.66BA@lucksnet.or.jp> 

NNTP-Posting-Host: 202.235.120.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


FM: SB!]¢(JV deskpower SP ¢$SBSG#2SDSN%7%j%3"%k%] !<SHSNFb;: (J COM; SBHISr#I#S#DHENSNSG! <%? 
Տ | 5 

¿ $B; H$C$F$$$k$?$a!" | (ICOMi SB#2SrSWS1SSS9SF!<S7%gSSMOSK;HSSS?SSSNSGS9S, 85! 9FbB"S5S1SF 
$$ 


ESBSb%G%*° SHS] ! <SH$N%$j%=!<%9$, 6%$9g$7$F¿ (ICOM: SB¥2S$r; HS&S3SHS, $G$-$^$;$s!#2r7hJ}K!$r65 
Տ (SF¿ (J 

¿SBD:S1$JSSSG$S7SgS&S+!# (J 

--MESSAGE FILE 20256 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
6html.html 


--MESSAGE FILE 20257 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 

017html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: =?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCQkRhsoQg==?= 
=?1SO-2022-JP?B?GyRCJUE4 80UxkGyhC ?= 

Date: Wed, 16 Jul 1997 18:14:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970716181455@news1.scei.co.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> 

NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ե) 


2 SBS3SsSKSASO! "2CLgG$GS$9! #zq ( 


ise iro okada <scorpio@lucksnet.or.jp> wrote: 

Sree ¿ (BV deskpower SP ¢SBSG#2SDSN%37%jS"%Sk%]!<SHSNFb;: (B COM; SB#1Sr#I#S#D#NSNSG! <% 
Sea cee ec Տավ: (BCOM SB#2Sr3WS1SS$S9SF!<S7SgSSMOSK; HSSS?SSSNSG$9S, 85! 9FbB"S5$1$ 
Y. SBADSGS SHS] !<BHSNE| $4! <495, 6899879 (BCOM: SBH2Sx; HSESISHS, SGS—$"$; $6! #2" ThI)K! Sx6 
2255D75187885G875g585+132 (B 


¿SBS&SASGSO¿ (B DESK POWER SE ¿SBSr;HSCSFSSSkSsSGS9S, |" Հ (BCOM2¿SBSOSb%$G%`$,@JjM-S7SF¿ 


B 
ESBS7S*SCSFSSSKSNSGz (BCOM22S$BS0; HS (S%*S;Ss!#%0%=%S3%sSNSeSm$r8+$kSH; (BCOM2: SBS] !<%H$;, ¿ 
(B 
¿SBS"Sk$s$G595,!"S$2?50SN><$jJ5GS9; (8(258»Թ2 (B) ¿5B!#226b:95; S^$; $s! #$28VSsz (BSP: $B$b$=$ 
SS$S&¿ (B 
¿SB>uBVSJSsS8$cSJSSSG57SgSSS+!;(B 
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2 SBFbB"Sb%G%° $0%*%6!<%\!<SISHS/SCSDSSSASCSCSFSKSH; WSESNSGz (BCOM2; SBSr;HS&SNz (B 
¢ SBSOL5M}$C$]$$$G$9! #2 (BCOM1;$B; H$&$+!"%K%e!<%^%7%s: ASKSTSHEIMIMIM Hs (B 
> SBS"S*S4LPSKN) 52575851995084545557555518 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20257 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
Thtml.html 


--MESSAGE FILE 20258 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
018html html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: Re: =?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCQkRhsoQg==?= 
=? 1S0-2022-JP?B?GyRCJE48QUxkGyhC?= 
Date: Thu, 17 Jul 1997 15:29:22 +0900 
Organization: PlayStation Net Yarouze 
Lines: 52 
Message-ID: <redbug$ff8d19970717152922@news1.scei.co.jp> 
References: <33CB5D6F.66BA@lucksnet.or.jp> <kamon$21c519970716181455@newsl.scei.co.4j 
p> 
NNTP-Posting-Host: 133.130.133.47 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.beginners.gqa.pc ¿SBSN;¿ (B 
<kamon$21c519970716181455@news1.scei.co.jp>z¢SBSKS$*SSSF3 (B 
1997/07/16/ 18:14 ¿$B:"!"¿ (BTaro Kamonz$B$5$sSO=q$-S$*$7$?! #2 (B 


> ¿SBS3SsSKSASO!"2CLgSGS9!#;¿ (B 
¿SBS3SsSKSASO!#¿ (B 


>shigehiro okada <scorpio@lucksnet.or.jp> wrote: 

Rea deskpower SP zSBSG#2SDSN%7%5%"%k%] !<%HSNFb; (B COM: SB#1Sr#I#S#D#NSNSG! < 
%2%]!<SHSK: 
— e s ` աոան (BCOM¿SB#2Sr%W%1%SS%Ss9%SF!<%7%g%sMQOSK;HS$SS?SSSNSGS9S,85!9FbB"S551 
SFSSSk¿ (B 

S>; SBLDŁG3` SBS] ! <SHSN%j%=1<%98,6%9gS75F; (BCOMe SB#2Sr; HS&S3SHS, $G$-$%S; $s! #2r7hI}K! Sr 
658 (SF¿ (B 

>>¿SBD:S1SJSSSGS7SgS&S+!# (B 

> 

> ¿$B$&$A$SG$O¿ (B DESK POWER SE ¿$B$r;H$C$F$$$k$s$G$9$, !"z (BCOM2¿$B$O%b%G%` $, @jM-S7SF 
2 (B 

ee O E E T ee 
¿ (B 

>¿SBS"SkSsSGS9S$S, !"S?S@SN>~$jSG$9¢ (B(¿SB>P¿ (8) ¿SB!#2?Sb:9S;S%“$;Ss!#S?SVSs¿ (BSPZSBSb$= 
ՏԵՏՏՏՇ (1 
> $B>UBV$J$S$8$0$J$$$G$7$9$6$+! 4: (B 

> ¿SBFDB"%b%G%`$O0%^%6!<%\!<% ISHS /SCSDSSSASCSCSFSKSH; WS&SNSGz (BCOM22;SBSr; HS&SNz (B 
>¢SBSOL5M}$C$]$SSGS9!#2 (BCOM12$B; HS&S+!"SK%e!<S*%S7%s8: ASkS7S$! "1" 1" 1 Hs (B 


ա 


¿SBSASJS_SK!&!&!&¿ (B 
FMV-DeskPower SII20 ¿S$BSN>19gSO!"FbB"%b%G%s`SO¿ (BISA ¢S$BS9%SmSCSHSK; ISSSCSFS*S7S?! #2 (B 


ESBS5SF!"K\BISGS9! #2 (B 
COM2 ¢SBSN%b%G%* $b; HMOS7S?SSSNSGS7S?Si!"¢ (BWindows95 ¿SBSN¿ (B Config ¿SBSrJ#?t;HSCSF 
¿ (B 
¿SB@ZSjBXS (SKS7S+SJSSSGS9SM!#¿ (B 
¿$B!V%$3%s%H%m!<%k%Q%M%$k !W$N!V%$7%9%F%` !W!d!V$O!<SIS&%S'%S"4D6-!WSHA*BrS$7;¿ (B 
ESB!VS3ST!<!WS7$*%S9!JILSNL>AOSG!K! #2 (B 


2 SB! VSGSPS$%9%°SM!<S8Sc!W!d! VSbSG3° !W! d! VSWSmSO3FS#4! WSHA*Brs$7! "3 (B 
¢ SBURJ} SN4D6-SG3b3G%° $r; HMOS7STSSSHSESKS7TS*S9O!TIVIK! #2 (B 


2 SBOJ8e!"5/F0;~S$Kz (BBIOS ;$B@_Dj$G;(B COM2 ¿$B$r¿(B ENABLE ¿$B$K$7$F$+$i!"?7$7$$4D6- 
Srz(B 
s ` aaa aaa y BCOM2 ¢SB%]!<%HS,;HS(S*S9!#¢ (B 
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are not out to get me." 
—-MESSAGE FILE 2154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00857 


—-MESSAGE FILE 2155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000858 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock available & NFS III 

Date: Thu, 7 May 1998 02:11:28 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <1d8mn4s.pihl3qal9oawN@al-88-138.al1.nl1> 

References: <ld8ktul.ykxhlrvg6w8wN@al-88-111.al.nl> <35504749.7469@manc.u-net.com> < 
3550A2B8 ..4D437A05@compuserve. com> 

NNTP-Posting-Host: 81-88-138.81.ոլ 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Slaven <NickSlaven@compuserve.com> wrote: 


According to a shop assistant I spoke to the Dual shock is going to retail 
at about £25.99, & they reckoned that the standard analogue pad would drop, 
dunno whether I believe him or not. Bit he did say it was gonna be out this 
friday (8th may). 


> 
> 
> 
> 
> 
> 
> Nick 

> 

If you can get them for that price, let us know and let us also know 
where. I'll pay you £30 for it and I will ad £5 for transport. 


DEnnis 
—-MESSAGE FILE 2155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00858 


-—-MESSAGE FILE 2156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000859 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Thu, 7 May 1998 02:11:29 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <l1d8mn7y.lpu79dil6cv5a8N@al-—88-138.al.nl> 

References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> <6ipricS$jpr40@chuka.playstation.co.uk> <3550A3D5.339C@writeme.com> 
NNTP-Posting-Host: 81-88-138.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 
West wrote: 
> Paint it blue and flog it off as a dev system to some poor sucker. 


Mod chip it, paint it black and... (only kidding folks!) 


VVVVVVV 


James (~mrfrosty). 


Or paint it white and sell it as a jap-system with shockpads... 


DEnnis.. 
—-MESSAGE FILE 2156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00859 
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2 SBSb3G%° $r;H$&;~$Oz (B ¢$B5/F0;~$Kz (BBIOS ¿SB@_DjSG¿ (B COM2 :$BS$rz(B DISABLE ¿SBSKS7 
SFS+Si!"3(B 
ESBSESS4D6-SrA*Br$7$*S$9! #2 (B 


¿SB%Sb%G%`Sr;HMQS7SJSSSGSbSSSS>19gSsO!"¿ (B 


2 $B! VS3%s%HSm!<SkSQSMSk !WSN!V$7%9%F%` !W!d! V3GSP%$%9%S°SM!<S8Sc!W! dg (B 
ՀՏ81ՄՏԵՏՇՏՋ՝ !W!d! V3WSmSQSFS#! WSHA*Br$7!"Sb%G%° Sr; HMOS7TSTSS$ShS$&SKS7$%3 (B 


ESBSO!T!v!iK! #2 (B 


ESB! J! v!KS3SN;~!"!V:0=| !WS7SFS7$*S&SH!"<!2s5/F0; ~$K%b%G%`$r8!=P$7$F; (B 
2SBI, MW$J%=%U%H$r%$%s%9%H!<%k$9ŚK$ŠN$G!"!V:0=|!W$7$J$$$h$&$K$7$F2<$5$$!#; (B 
ESBSb%G%S° Sr<h$4530$; S$k>19gSOS3SN8BS jSGSOSISSSGS9S, !#¿ (B 


ESBSHSSS&SO$S1$G!";n$7SFS_SFS/S@S5SS!#7k2LSrBTSCSFS*S9!#SGSO! #¢ (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20258 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
8html.html 


--MESSAGE FILE 20259 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
019html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: shigehiro okada <scorpio@lucksnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: =?iso-2022-jp?B?GyRCJUTclaiUiJWs1XSE8JUgkSyREJCOkRhsoSgOKCOkbJEIKTjxBTGO 
bKEo=?= 

Date: Thu, 17 Jul 1997 17:29:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 60 

Message-ID: <33CDD7E2.99B@lucksnet.or.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <kamon$21c519970716181455@newsl.scei.co.j 
p> <redbug$f£f£8d19970717152922@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.235.120.176 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


RedBug wrote: 


> 

> playstation.ny.beginners.ga.pc ¿SBSN (J 

> <kamon$21c519970716181455@news1.scei.co.jp>zSBSKS*SSSF¢ (J 

> 1997/07/16/ 18:14 :58:" 1" (JTaro Kamonz $B$5$sSO=q$-S*S$7S$?! #2 (J 

> 

> > ¢gSBS3SsSKSASO!"2CLgSGS9! #2 (J 

> ~SBS3SsSKSASO! #2 (J 

> 

> >shigehiro okada <scorpio@lucksnet.or.jp> wrote: 

> >>FM¿$B!]¿ (JV deskpower SP ¿S$BSG#2$DSN%$7%j%"%k%]!<%H$NFb¿ (J COM; SBH1Sr#1#S#D#NSNSG 
!<%?%] ! <SH$K¿ (J 

> >>; $B; HSCSFS$$kS$?Sa!"z (UCOM: SB#2Sr%$W%$1%S%$9%F!<%$7%g%sMOSK;H$S$?S$SSN$SGS9$,85!9FbB"$5 


S1SFSSSk¿ (J 

> >>E$B%b%G% > SHS] !<SHSN%j%=!<%9$, 689GSTSFz (ICOM: $B#2$r; H$&$3$H$, $G$-$^$; $s! #2r7hI} g ( 
J@ESBSr65$ ($F: (J 

> >>¿SBD:S1SJSSSGS7SgS&S+!#¿ (J 

> > 
> > ¿$B$&$A$G$O; (J DESK POWER SE ¿$B$r;H$C$F$$$k$s$G$9$, !"z (JCOM2z$BSO%b%G%° $, @jM-$7 


> >gSBS7$*SCSFSSSKSNSGz (JCOM22;$B$0; HS (S“S;Ss!#%Q%=%3%sSN8eSmSr8+SkSH¿ (UCOM2¿ SBS] !<%H 


> >2$BS"$k$s$G$9$, !"$?S@SN>~$4$G$9z (7(Հ58»Քչ (J) $B! 4#22$b: 9S; $$; $s! #S28VSsz (JSP2$B$b 
ՏՀՏԵՏՏՏեչ (J 

Se SBSUBVSISSS$8SCSISSSGS7TSqS$ES+! He (J 
> 2 SBFbB"Sb%G%° $0%*%6!<3\ ! <I SHS$/S$CSD$$SASCSCSFSKSH; WS&SNSGz (JCOM2; SBSr; HS&SNz (J 
>: SBSOL5M} $C$] $$$G$9! #2 (JCOM1 2 $B; HS&St! "SKSe!<S°S7SsinSkS7TStIMIMIM IHS (J 


¿SBSASJS_SK!&!&!&¿ (J 
FMV-DeskPower SII20 ¿SBSN>19g$O!"FbB"%$b%G%`SO¿(JISA ¢SBS9SmSCSHSK; Լ: (I3zgSBSCSFS*S7 
Plte (J 


Vn V V V V V V 
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> ¢SBSSSF!"K\BISGS9O! #2 (J 

> COM2 ¿$B$N%b%G%` $b; HMQS7S?SSSNSGS7$?Si!"z (JWindows95 ¢SBSNz(J Config ¢S$BSrJ#?t;HSC 
SF¿ (J 

> ¿SB0233BXS ( SkS7S+SISSSGS9OSM! #3 (J 

> ¿$B!V%3%s%H%m!<%k%Q%MŠk!W$N!V%7%9%F%` |W! d! VSO! <SI%&%S'S"4D6—-!WSHA*Br$7¢ (J 

> ¿$B!V%3%T!<!W$7$^$9!JJL$NL>A0$G!K!#¿ (J 


> 

> ESB!IVSGSPSSS9S*°SM!<S8Sc!W!d!VSb%GS° !W!d! VSWsmsQSFS#!WSHA*BrS7!"e (J 

> 2SBIRJ} $N4D6-SG3b3G%° Sr; HMOS7TSTISSShHSESKS7S*°S9! TIVIK! #2 (J 

> 

> 2$B0J8e!"5/F0;~$Kz (JBIOS :586 0350: (J COM2 :585ո: (Մ ENABLE :$BSK$7$F$+$i!"27$7$$4D 
6-$r¿ (J 

> ¿SBA*BrS9SkSH!"¿(JCOM2 ¿$B%]!<%H$, ;HS($*S9! #2 (J 

> 


> ¢SB%b%G%S° $r;H$&;~SOz¢ (J ¿$B5/F0;~¿ (11: (JBIOS ¢SB@_Dj$Gz; (J COM2 ¿$B$r¿(J DISABLE ¿$B 
SKS$S7SFS+Si!"; (J 


> ¿$B8E$$4D6-$rA*Br$7$^$9!#¿ (J 

> 

> ¿SB%sb%G%`Sr;HMQS7SJSSSGSbSSSS>19gSO!"¿ (J 

> ¿SB!V%S3%s%H%m!<%k%Q%M%sk!WSN!V%S7%S9%SsF%S` IW!d!VSGSPSSS9S*°SM!<S8Sc!W! de (J 

> ¿SB!Vsb%sG%` IW! d! VSWSmSOSF%#! WSHA*Br$7!"Sb%SG%S* Sr; HMOSTSISSShHS&SKS7S% 3 (J 
> eSBSO!T!v!IK! #2 (J 

> 

> gSB!J!v!KS3SN;~!"!V:0=| !WS7SFS7S*S&SH!"<!2s5/F0; ~$K%b%G%`$r8!=P$7$F; (J 
> gSBI,MWSI%=SUSHSr%$%S%9SH! <SkSOSKSNSG! "!V:0=| !WS7TSISSSHSESKSTSF2<S5S$! #3 (J 
> ¿S$SB%Sb%sG%`$r<h$j30$;$k>19gS$SOS3S$SN8B$3jSGSOSJSSS$SGS9S, ! #2 (J 

> 

> eSBSHSS$S$&$o$1$G!";n$7SFS_SFS/S@S5S$S!#7k2LSrBTSCSFS*S$9¢ (JBESBSGSO! #2 (J 
> —— 

> Net Yaroze! Beginner's Forum Leader 

> RedBug redbug@winter.try-net.or.jp 

> beginners@FL.scei.co.jp 


éSB>e5-SNDLSjSASCSFS_S*S7S?!#S7S+S7S5%StWSkSr<B9OTS5S; SHS&SHS7S?Si¢ (J Ա auto 
ESBSHS7TSF% (38%32?!<%—-!<S$r2!S7S?SHS3SmSGF0S+SIS/SISCSFS7TS*°SSS*°S7S?!#SPSCSASUS!SSSke (J 
éESBSISISN@_DjJSO4VOCSCSFSSSISSSHSESTSNSG!"S*S$@S] !<SHS,$*S+S7SSSNS@SH; s Ն JCOM¿ SB#1 
¿(J 
ESBSGF1S8S3SHSr$7$?SHS3Sm!"SdSO$j;_S*SCSFS7S*SSS*S7S?2!#STSESdASiS] !<SHSOSAScSSSH3 (J 
ESBSDSJS, SCSFSSSkShHSE&STSNSGS9S, !"B>SK860xS, S"SKSNSGS7SgS&S+!) 2 (J 

—-MESSAGE FILE 20259 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000001 
9html.html 


--MESSAGE FILE 20260 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
020html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: =?iso-2022-jp?0?Re:_=1B$B37%4%=22%k%=5D | =3CSHS$KSDS$$F$N=3CALd=1B=28B? 
Date: Fri, 18 Jul 1997 02:41:17 -0000 
Organization: PlayStation Net Yarouze 
Lines: 29 
Message-ID: <5qllseS3qr@newsl.scei.co.jp> 
References: <33CB5D6F.66BA@lucksnet.or.jp> 
NNTP-Posting-Host: 202.214.50.40 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


shisehiro okada wrote in article <33CB5D6F.66BA@lucksnet.or.jp>... 
>FM¿ SB! ] eae deskpower SP ¢SBSG#2SDSN%7%j%3"%k%]!<SHSNFb; (B COM; SBHISr#I#S#DHNSNSG! ՀՏ 
25) 1 1<SHSKe (B 

>2SB;HSCSFSSSkS$?Sa!"z (BCOM: SB#2SrSWS1SS%S9SF!<%7SqgSSMOSK; HSSS?SSSNSGS9S,85!9FbB"S5S1$ 
FSSSk¿ (B 
>¢SB%b%G%° $H%] !<SHSN%5%=!<%98, 6S9gGS7SFz (BCOM: $B#2$r;H$&$3$H$, $G$-$^$; $s!#2r7hJ}K!$r6 
5Տ (ՏԲչ (B 
>i $BD:$1$I$$$G$7$g$8&$+!#z (B 


--- 
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ESBSOS8SaS*S7SF!I"3'S5$s$,$$Sm$$$mz (BRES: SBSrSDS1SFSk$_S$?SSSGM>CLS+Sb$7$1$%°S;$s$,!"z ( 

B 

O E E Բ ՍԱՐ ea ԱԱՀ G ՆԱՆԵ ԱԿԱ ԳՈՑ E EE 
ESBSNSGSOSISSSGS7SgS&S+! փ: (B 

S SBSDS7$= S&SISi!"3 (BFAX: SBSb%G%° 3\ !<SIS4SHSOS : S7TSFS7$*%S (SPSIS&SGS7Sg$&S+!) ¢ (B 
¿SB$=S$S&$7$2?Si¿ G Հոնի ի (B2z$BS$D3+J|$GS$-S$*S$9! #3 (B 


RedBug¢é SBS5S$sS$b$$SoS1$F$*S9S,!"z (BBIOSZSBSN@_DjS$OK:$1$:$Kz (B(*z$B! {z (B^) 
¿$B<+J, ՏՕ": (BDeskpower SE; SBSr;HSCSFSkSNSGS9S, !"¿ (BFAX: SB%b%G%S*° 3\!<SISrSOS:S$7¢ 
COM1;SBSKz (BTA(ISDN) ¢$B!!z (BCOM2;SBSKSMSCSHSd$m$ &$<SNS"SQSWS?!<SrSDSISFS*S9!#: (B 
ISB:S$SNSHS3SmLdBJSOS"S jS Տ: Ss!#¿ (B 


¿S$B@>ED!!91L01¿ (B 


¿SB0&I2Bg3X!!:`NA9)3XQ@196¿ (B???? M2 

homepage http://www.netwave.or.jp/~kouichiz$B!!!J0z1[$7=* HwCf!) !Kz (B 
mail ¢SB!!!!¢(Bkouichi@en2.ehime-u.ac.jp 

¿$B!!!!!!!!!!¿ (Bkouichi@mail.netwave.or.jp ¢SB!J:#7nSSSCSOQSS!Kz (B 
ՀՏ8 1 11111111: (Bn_kouichi@jsn.justnet.or.jpz$B!J%atS$%s!K¢e (B 


—-MESSAGE FILE 20260 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
Ohtml. html 


--MESSAGE FILE 20261 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O21html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: shigehiro okada <scorpio@lucksnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: _=?iso0-2022-jp?B?GyRCJUTclaiUiJWs1XSE8 JUgkSyREJCQkRiROPEFMZBsoSg==?= 
Date: Fri, 18 Jul 1997 14:57:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <33CFO5E6.2A14@lucksnet.or.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <S5qllseS3qr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.120.176 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


Kouichi Nishida wrote: 

> 

> shigehiro okada wrote in article <33CB5D6F.66BA@lucksnet.or.jp>... 

> >FM¿$B!] aa deskpower SP z:SBSG#2SDSN%7%j%"%k%]!<%HSNFb;z (J COM: $B#1$r#I#S#D#NŠNƏG! 
<%?%] 1 1<SHSK; (J 

> >¿$B; ` ene Pavers et (ICOMi SB#2SrSWS1SSS9SF!<S7%gSSMOSK;HSSS?SSSNSGS9S, 85! 9FbB"S5S 
1SFSSSK¿ (J 

> >¢$B%b%G%* ՏԱՏ) !<SHSN%SjS=!<%S9S, 6S9gSTSF: (ICOM: SB#2Sr;HS&S3SHS,SGS—-S*S;Ss!#2r7hI}K!S 
Է65Տ (SFE (J 

> >gSBD: $isas$so$7$q$65+! #2 (7 


> >-- 

> 

> ESBSO$8SaS*S7$SF!I"3'S5$s$,$$$m$$$mz (JRESZSBSr$D$1$FSk$_$?S$SSGM>CLS$+$b$7$1$%S;$s$, 1" 
š (J 

š COM1¿SBSK¿ (JUISDN¿SBSNSG!<%?%S] !<SHSrSDS1SiS1SFSSSkSHSSS&S3SHSOSbSGS`$, SRSDSHSESTSS¢ 
(J 

> ¿SBSNSGSOSJSSSGS7SgS&S+!#¿ (J 

> ¿S$B$b$7$=$&$J$i!"¿ (JFAX: SB$b%G%`%N!<%IS$S4S$SHS$OS: S ¿à S(SPSIS&SGS7SgS&S+!) 

> ¿SBS=S&S7S?Si¿( e (J2¿ asr o š S*S9!#2 (J 

> 

> RedBug¿ SBS5SsSbSSSoS1SFS*S9S,!"z (JBIOS; SBSN@_DjSOK:$15:SKz (Մ(՞2չՏ81 (Հ (J^) 

> 

> ¿$B<+J, $O!"¿ (JDeskpower SE: SBS$r;HSCSFSkSNSGS9S, !"¿ (UFAX;¿ SB%b%G%S° 3\!<SISrSOS:S7¢ 

> COM1¿$B$K¿ (JTA(ISDN) ¢$B!!¢ (JCOM2; PT HSd$m$ &$<SNS"SQSWS?!<SrSDS1ISFS*S9! #3 (J 

> ISB:S$SNSHS3SmLdBJSOS"S jS $; Ss!#¿ (J 

> 

> ¿SB@>ED!!9L01¿(J 

> ¢SBO0&I2Bg3X!!:*NA9) 3X@196¢ (J???? M2 

> homepage http://www.netwave.or.jp/~kouichiz$B!!!J0z1[$7=\HwCf!) !Kz (J 

> mail ¢$B!!!!¢ (Jkouichi@en2.ehime-u.ac.jp 
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> 25811111 Ո ՈՒ Ւ Ւ Ւ: (Jkouichi@mail.netwave.or.jp ¢$B!J:#7nSSSCSOSS!K¢ (J 
> 25811111 1 ՈՒ Ւ Ւ 1: (In_kouichi@jsn.justnet.or.jpz¢SB!JI%atS$%s!K¢e (J 
> 


ESBS3SsSKSASO! #AaB. SHBiSS$7SFS_$*°$7$2S,!"SOS:$7I}$,$o$t$j$*$;Ss!#2 (J 
¿SBSSS nae coats 3CSQ!<S4+SP!<SrSOS:S7S?S*S*SGS*S7TSSSLFOS+STSESSS“*SO! #3 (J 
¿SBS AS: `SN>1=3j$, $9oS+SiSJS+S$SCS?SNSGS9S, !"!IB?J, !TEE8; SN2<SKS"SkSdSD3; (J 
ee e sn, (S:!TEEFE8;ItJ,SrSIS1SFS_SF%Sb%SG%`%+!<%I!IS1S7S-!T¿ (J 
¿SBSDSNSr3NG'!#SASgSCSHNOSrSS$SS1SFSOS:S=S&SHS7S?S,SOS:S1SJSS!#ShS/S_SkSH¿ (J 
¿i $B$J$K$d$i%` %+%G$_$?$$$J$dA$ŞD$G%^%6!<%\!<SI$H$D$J$, $IŞ$ŞF$$$F!"$7$+$b¿ (J 
¿SB%$O%s%s@IUS1$S5S1SFSSS?!#S3S1SrSIS&SOS:S; s n ee gen 
ESBS-SkSNSOSASGSCSHME5S$, SSSkSNSGSdSaS SIS? tHe (J 
ESBQ>EDS5SSsSOSTS&SASCSFSOS:S7S?SNSGS9S+!) 2 (J 

--MESSAGE FILE 20261 END: net-yaroze- Mie NU ea ne E eee errr 
Thtml.html 


4 


--MESSAGE FILE 20262 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 

022html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: _=?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCQkRhsoQg==?= 
=?1SO-2022-JP?B?GyRCJE4 80QUxkGyhC ?= 

Date: Fri, 18 Jul 1997 15:53:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <redbug$ff8d19970718155310@news1.scei.co.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <S5qllseS3qr@newsl.scei.co.jp> <33CFO05E6.2 

Al4@lucksnet.or.jp> 

NNTP-Posting-Host: 133.130.133.54 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿$BOZMQ$OC; $/!"=EMWSJ4XO"ItJ, SNS_SGS*45SSS7S*S9! #2 (B 


playstation.ny.beginners.qa.pc ¿SBSN; (B 
<33CFO5E6.2A14@lucksnet.or. jp>zSBSKS*SSSF3 (B 

1997/07/18/ 14:57 ¢$B:"!"z (Bshigehiro okada <scorpio@lucksnet.or. jp>z$BS5$s$O=q$-$”* 
S7S?!#¿ (B 


>¿$BS3SSSKSASO!#AaB.SH%i%S$$7$SFS_ $2$7S2?2$, !"$0$:$7J}$, $0$+$j$^$; Ss! #2 (B 
>éSBSSS*°ESCESG!"S"SCSQ!<S+SP!<SrSOS:$7$?S*S*SGS*S7SSSrFOS+S7SFSSS*SO! #3 (B 
>¢SBS*°S:%b%G%* SN>1=jS,S0$+SiSJS+SCS?SNSGS9S,!"!IB?J, !TEE8; SN2<SKS"SkSdSD; (B 


¢SBEEOC2s8@~SN%SbD%8%eS1!<38SC%C%/S$r:9$79~S* SHS3Sm$, SbS3G%* SN>1=jSGS9! #2 (B 
éSBIaDLSO3HD%¢ (BISA; SB39SmMSCSHSK; ISSSCSFSkSOS:SGS9S,!&!&!&z2 (B 


>i SBS@SHH=L@! #SHS5S"S ($:!"EE8;Itd, $r$I$1$F$_$F%b%G%`%+!<%I!I$i$7$-!I¿ (B 
Հա ԱՆՆ a 
>¢SBSISKS$d$i%* 3+%GS$_S?SSSISASD$G%*%6!<%\!<SISHSDSJS, S1SFSSSF!"S7S+Sb¿ (Բ 
>ESBSOSSS@IUSISSSISFSSS?!#S3S1SrSIS&$O$:$; ԱԱ aca ea Q!<$Gz (8 
>¢ SBS-SkSNSOSASgSCSHM&5S$, SSSkKSNSGSdSaS$*$7$?!#¢ (B 


2$B>!<jSJA[A|$G$0!"$3$SN; ~30$=$8&$H$7$?20*$0%5%&SSS1%\ !<%I!I$*$?SOS=SNO1It ! Kz (B 
¿SBSGSOSJSSS+SH;WSSS*S9!# (B 


>¿SB@>EDS5SsSOSIS&SdSCSFSOS:S7S?SNSGS9S+!)¿ (B 


¿SBB?J, @>*EDS5$SsSN>19g$b!"%9%m%C%HSŠSK;IS5SCSFS$SSS?%SN!<%SISr0zSCS3H4SSS? 
ESBSE@S1SGS7$g$&!#; d$b$=$&$G$7$?!#¢ (B 


£$B%9%SmSC%HSK; ISSSCSFSISS>19gS0!"<h$j30S9SNSr$"S-SiSaSF!"3 (B 
Windows95 ¿$B$+$iMxMQ$7$J$$$h$&$K@_Dj$r=q$-49$($?>e$G!"¿ (B 
BIOS ¿$B$N@_Dj$rJQ99$7$F2<$5$$!#¿ (B 


¿SB>N:YSOS3SN%9%1%SC%SISG;dSN=q$$S?!"2a5n$N5-;vS$Sr;2>HŠN;v!#; (B 
éESBSoOS+SiSJSS>19g$0: FEY=q$—-9~S_Sr! #2 (B 


¿ $BLSM} $K30$7$?$ 4@ZSCS$2$ jSOSTSISS$H$ &S$K! #I] >Z<u$1$i$l$I$/SI$j$*$ol#e (B 


Net Yarouze! Beginner's Forum Leader 
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RedBug redbug@fsinet.or.jp 

beginners@FL.scei.co.jp 
—-MESSAGE FILE 20262 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
2html html 


--MESSAGE FILE 20263 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
023html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Kouichi Nishida" <kouichi@en2.ehime-u.ac.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: =?ISO-2022-JP?B?UmMU6IF8bJEI1LNyVqJSIlayVdITw1lSCRLJEQkIJCRGJE4 8QUxkGyhK ?= 
Date: 18 Jul 1997 10:43:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <01bc9366Sd9b4bfe0$495d4785@chocobo> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <S5qllseS3qr@newsl.scei.co.jp> <33CFO05E6.2 
Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1.scei.co.jp> 

NNTP-Posting-Host: 133.71.93.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿$BIaDL$O3HD%¿ (JISAz SBS 9SmSCSHSK; ISSSCSFSkSO$:$G659S, !&!&!&¿ (J 

RedBug¢é SBSN8@So0S1SkSh$&SKS*°S6!<S\!<SISN2Z#S+Si1%9SmMSCSHS, =P$F$$$F$=$3$K¿ (J 

¿ SB; ISSSCSFSSS*S9! #2 (J 

¿$B!JEE8; $rSIS1SkSHS=SN2<SKS"Sk%\!<%SIS,¢ (JFax&Vioce;$B!!¢ (JModem:; $B$G$9!K¿ (J 


> >¢SB@>EDS5SSsSOSTS&SdSCSFSOS:S7S?SNSGS9S+!) ¢ (J 

> ¿$BB?J, @>EDS5SSsSN>19g$b!"%9%mSCSHSK; ISSSCSF$$$27%\!<SISr0z$C$3H4$$$23 (J 

> eSBS@S1SGS7S$gqgS&!#; dSbS=SESGS7S?! #2 (J 

¢ SBS=SNSHS&S5$GS$9!"S2S@; (JFax&Viocez$B! !¢ (JUModem $B$+$iS$@SH; WS&SNSGS9S, %1!<%V%k$, 01K 
N¿ (J 

sound¿$B%sN!<%sISKSDSJS,SCSFS$S*S9SNSGS=S$S1$SrS$SOS:S5%$JS$S1$1$SPS$SJSj$ $; $s!#¿ (J 
¿SŠB!JF1S8S@$CS$?SiSQ@S1$SI!&!&!&!&!K¿; (J 

éESBSOS$:$7$?S"SHSO!"C;Mm$7SITSSShS$&SKS$7SFS$ [SCSHS1SPBg>fIW$G$9! #2 (J 


£$B%9%SmSC%HSK; ISSSCSFSISS>19gSO!"<h$j30S9SNSr$"S-SiSaSF!"3 (J 
Windows95 ¿SBS+SiMxMQS7SJSSShS&SKQ tee զ5-49Տ ($?>eSG!"3 (J 
BIOS ¿$B$N@_Dj$rJQ99$7$F2<$5$$!#¿ (J 
¿S$BL5M)$K30$7$?$3G@Z$C$?$3j$O$S7$JSSSh$&$SK!#J]>Z<u$1$i$1$JS/SJS3SAS9!# (J 


N: MM: A M 


¿SBS=$SN$H$&$jS$S@SH$S*SbS$S$SAS9!# (J 
PSBS2S@! "2 ( (JBIOS¢ SBS1%YSk$G%bSG%° $rL58zS$KS$9SkS$3SHS, ՏՇՏ-ՏՄՏՏՏԱՏ»ՏԵՏՃՏԱՏՇչ (J 
95¢ SBSrS?SAS"$2SKS?SSSKG' ՀԼՏՏՏԼՏԲՏԵՏՇՏԱՏՀՏ7ՏՏՏՀՏԵՀ (J 


¿SBS"SH!"S"S*SjSSSSJ)K!SGSOSJSSSGS9S, !"%$;%1%/%?!1<Sr;HS&SHS+¿ (J 
3500¿S$SB1_S0SiSSSGS"SkSH;WSSS*S9!# (J 

--MESSAGE FILE 20263 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
3html.html 


--MESSAGE FILE 20264 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O24html html 
Path: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: Re: _=?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCQkRhsoQg==?= 
=? 1SO0-2022-JP?B?GyRCJE4 8QUxkGyhC?= 
Date: Fri, 18 Jul 1997 23:00:20 +0900 
Organization: PlayStation Net Yarouze 
Lines: 51 
Message-ID: <redbug$ff8d19970718230020@news1.scei.co.jp> 
References: <33CB5D6F.66BA@lucksnet.or.jp> <S5qllseS3qr@newsl.scei.co.jp> <33CF05E6.2 
Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1l.scei.co.jp> <01lbc9366Sd9b4bfeN$ 
495d4785@chocobo> 
NNTP-Posting-Host: 202.215.109.116 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 
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playstation.ny.beginners.qa.pc ¿SBSN¿ (B <01lbc9366Sd9b4bfe0S495d4785@chocobo> ¿SBSN;z ( 
B 


¿SB5-;v$K$*SSSF¿ (B 1997/07/18/ 10:43 ¢SB:"!"3 (B 

"Kouichi Nishida" <kouichi@en2.ehime-u.ac.jp>zSBS5$s$O=q$-S*S7S?!#¢(B 

>> ¿$BIaDL$O3HD%; (BISA; $B$9%m%$C%H$K;I$S5$SCS$SF$kSOS:SGS9$,!&!&!&¿ (B 

>RedBugé $SBSN8@SoOS1SkShS&SKS*°S6!<S\!<SISN2Z#S+S$1%9SmMSCSHS, =PSFSSSFS=S3S$Kz; (B 
>2$B; ISSSCSFSSS$*S9!l#e (B 

>2 $B! JEE8; SrSIS1SkSHS=SN2<SKS"Sk%\!<%IS,¢2 (BFax&Viocez;$B!!¢ (BModem; $B$G$9!Kz (B 


ESBS 3SNJUSOF1$8%6%9%/%0%0!<SGSb!"Sb%SGSkSKSh$CSFOcS&SSSGS9SM! #2 (B 


ա 


DeskPower Տ1120 ¿S$BSN>19g$O!"EE8;%SN%C%$/%9$SN1&B&$KSJS3S S9!#; (1 


>> >zSBR>EDS5SsSOSISE&SASCSFSOS:S7S?SNSG$S9$+!) 2 (B 
>> ¿$BB?J, @>EDS5SsSN>19g$b!"%9%3mSC%HSK; ISSSCSFSS$S$?%\ !<SISr0z$C$3H4$$$?¢ (B 

>> ¿SBS$S@S$1SG$7SgS&!#;d$bS=S$S&$GS7$?!#¿ (B 
>¢SBS=SNSHS&$4$GS9!"$?S@z (BFax&éViocez $B! | 2 (BModem $B$+$iS$@SH; WS&SNSGS9S,%1!<%$V%k$,01 
KN¿ (B 

>sound;¿S$SB%SN!<%SISKSDSJS, SCSFSSS*S9SNSGS=S$S1SrSOS:S5SJS1S1SPSJSjJS S;Ss!#; (B 
>2¿SB!JF1S8S@SCS?SiS@S1SI!&!&!&!&!K¿ (B 


¢ SBS3SN%b%G%° SrEEOCSHS7SF; HMQS 9SkSHS-SN2; @<Sr!"S$5%ESSS1S\!<SISrDLS8SF3z (B 
¢ SBF~=PNOS 9SkOYSNS$1!<%VSkSGS9SM! #2 (B 


>¿SBSOS:S7S?S"SHSO!"C;MmS7SJSSShS&SKS7SFS[SCSHS1SPBg>fIWSGS9!#;¿ (Ց 
ESBECHP#USUS ! SSSK4, S—9~S*S1ISTSSSHS&SKSM! #2 (B 


>> ¢S$B%9%msC%HSK; ISSSCSFSISS>19gSO!"<hSj30S9SNSrS$"S-SiSaSF!"¢ (B 
>> Windows95 2:$B$+SiMxMOS7SJISS$ShS$&$K@_Dj$r=q$-49$ (S$S?>eSG!"¿ (B 
>> BIOS z:SBSN@_DjSrJQ99S7SF2<S5SS! #3; (B 
>> ~$BL5M}$K30$7$?$j5@ZSCS?SjISOSTSISSSHSESK! #5] >Z<uS$1$i$l$JI$/SISjS*SO!#; (B 

> 

>i SBS=SNSHSES JS@SHS*SbSSS*S9! #2 (B 

>¢SBS?S@!"ez (BBIOS: SBS1SYSkSGSbSG%S*° SrL58zSK$9SkS3SHS, SGS-SISSSHS*SbHSE&SNSG; (B 
>95zSBSrS?SAS"S2SkS?SSSKG'<1S5S1SFS&SCSHS*S7SSS$+Sb; (B 


BIOS ¢SBSH%b%G%* SOL54X78SG$9! #2 (B 


Windows 952 $B$+$i%b%G%° Sr; HMOSGS$-SISSShSE&SKS7S*°S9! #3 (B 
2$B!V%33%sSHSm! <SkSQSMSk!W! d!VS7S9SFS> !W! d! VSGSPS$S9S*SM!<S8Sc!W! dz (B 

2 $B! VSb3G%° |W! d! J; HSCSFSSSk%b%G%*° SrA*Br!K!d! VSWSmSQSFS#!We (B 

¢ SBSHA*Br$7!"!VS3SN%0!<%IS&%'S"4D6-$G; HMQIT2D$K$9$k!W$r%A%'%C%/$7$^$9!#; (1 
2 $B!JG'<1$7$25*%S*; HMOSGS—SISS$ShS&SKS9SKSNS, 3_%=! #3GS3P%$%95NG'<1S45H; (B 
2$B:0=|$9S$kSH!"<!2s5/F0; ~$K8!=P$7$F$7$^$$$^$9!Kz (B 


ա 


¿SBS=SNS$S&S (Տ61"չ (BBIOS;¿SBSSS8SCSF¿ (BCOM2 ¢SBSrM-8zSKS$9S1SPSSSSSNSG$9! #2 (B 
¿$B%b%G%` Տ, !JKNMh¿ (BCOM2; SBS, ; HS&!K%j%=!<%9Sr; HSOSTSSSNSGS9S+Si!"3 (B 
¿SB$3$1$G¿ (BCOM2 ¢$B%]!<%H$,MxMQSGS-S*S9! #3 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20264 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
4html.html 


--MESSAGE FILE 20265 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O25html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: shigehiro okada <scorpio@lucksnet.or.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: _=?iso0-2022-jp?B?GyRCJUTclaiUiJWs1XSE8JUgkSyREJCQkRiROPEFMZBsoSg==?= 
Date: Sat, 19 Jul 1997 01:53:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <33CF9F7A.2884@lucksnet.or.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <S5qllseS3qr@newsl.scei.co.jp> <33CFO05E6.2 
Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1l.scei.co.jp> <01lbc9366Sd9b4bfeN$ 
495d4785@chocobo> 
NNTP-Posting-Host: 202.235.120.171 
Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 13677 


Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


Kouichi Nishida wrote: 


> ¿SBIaDLSO3HDS¿ (JISA¿ S$B%9%SmSCSHSK; ISSSCSFSkSOS:SGS95S, !&!&!&¿ (J 
RecBuge SBSN8@S081 SkShSESK¥"%6!<8\ I <BISNZES+5i8 SmSC%HS, =PSFSSSFS=S3SKz; (J 
ESB; ISSSCSFSSS*S9!l #3 (J 

¿$B!JEE8; SrSIS1SkSHS=SN2<SKS"S$k%\!<%IS, 2 (JFax&Viocez$B!!¢ (JModemz; $B$G$9! Kz (J 


> >¿SB@>EDS5SsSOSIS&SdSCSFSOS:S7S?SNSGS9S+!)¿ (J 

> ¿$BB?J, @>EDS5SsSN>19gSb!"%9%mSCSHSK; ՆԱՆԱ ՏԱՏ ՅԵՆ ՎԱՀՏԼՏԸ0Օ2ՏՇՏՅԱ4ՏՏՏ2Հ 

> gSBS@S1SGST7TSgSE&!#; dSHbS=S&SGS7$?! #2 (J 

éESBS=SNSHS&SjSGS9!"S?S@; (JFax&Vioce¿ $B! !¿ (JUModem $B$+SiS@SH;WSE&ESNSGS9S, 1!<%V%kS,0 
KN¿ (J 

sound; $B%\!<%ISKSDSJ$, SCSFSSS*S9SNSGS=S$1$SrS$OS:S5¿ (IH ;SBS1S1SPSJS3jS S;Ss!# (J 

¿SŠB!JF1S8S@$CS$S?SiSQ@S1$SI!&!&!&!&!K¿; (J 

¿SBSOS:S7S?S"SHSO!"C;MmS7SJSSShS&SKS7SFS[SCSHS1SPBg>fIWSGS9!#¿ (J 


¿$B%9%m%C%H$K; I$5$C$F$J$$>19g$0!"<h$j30$9$N$r$"$-$i$a$F!"; (J 

Windows95 ¿$B$+$iMxMQ$7$J$$$h$&$K@_Dj$r=q$-49$($?>e$G!"¿ (J 

BIOS ¿$B$NQ@_Dj$rJQ99$7$F2<$5$$!#¿ (J 
¿SBL5M)$K30$7$7?S30Z$CS2S3$OS7SJ$SSShS&$K!#J]>Z<u$1$iS1$SJ$/SJS3$2S9!#¿ (J 


V V V V 


¿SBS=$SN$HS$S&$j$S@SH$*SbS$SS$SSAS9!#O (J 
ESBS?S@!"z (UBBIOS;¿$B%$1%SY%Sk$GSb%$G%`$SrL58z$K$9SkS$S3$HS,$GS-S$SJSSSH$S*SbS&S$NSG; (J 
95¿ SBSr$?ŠAS"S2SKS?2?SSSKG' <1S5$1SFS&SCSH$S*S7SSS+Sb¿ (J 


ESBS"SH!INS"S*SISSSSI}K!SGSOSISSSG$9$, !"%;%1%/%?!<SŠr;HS&SHS+¿ (J 
3500¢$B1_SOSiSS$GS"SkSH;WS$$*Sol#e (J 


VVVVVVVVVVVVVVV EVV VV VV VV VV 


éSB3'S5SsSK2?EYSbLBOGSr$+S1SF?=S7LUS"S$jS*S;Ss!#S3S1S@S1655 (SFSbSiSCSFSb; (J 

¿$BS A ԱԱ ԱԵ Ց (JDESKPOWER; SBSGSbSS$SmSS$SmS"SkShS&SG! Jz  (USP  SBSH¿ (JUSE¿ $B 
SOF1$8¢ 

éSBS@SH; r es. SNSO3HD%% SmSC& Wheel ԱԱ Fear eran արա ԱԱ ա 

¿SB Ֆ-561ՀՏ \!<SISN2Z#SK%b%G%° $, $"SCSF!"S=SN>eS, EE8; ՏՃՏՄՏՇՏԲՏՏՏ՞Տ9 1 ԴՏԱՎՏՕՏ)չ (Մ 

ՀՏՏՏԵՏՇՏ` $0%3*%6!<3\!<SISHS/SCSDSSSFSSSkShS&SGS9!#! Tz (04025881 Տ0Տ51Տ5ՏՏԱՆՏՏ, ¿(J 
¿Š$ŠB%$O%Ss%@;(J gSBIUSIS5SSISFSSSk!#!Ke (J 
¿SBSGSb!":#SN>u67SGS$OSIS&SKSbS$JS1SJSSSNSG!"L5M)SKSGSbSOS:S7S?SSSNSGS9!#¿ (J 

¿SBF1S$8¿ (J96¢SBG/=USb%G%Sk!Jz (JFMV-5133D5 DPSP5;SB!KSr;HSCSFSS$SS$k?MS, SSS1SPOBA4SKSGS-S$ 
kS+¢ (J 
ESBSTIS&S+S0$+SkKSHS*SDSESNSGS9S, ¿ (ITS%$S¿SB!# (J 

ESBS"SH%S;%31%5/S?SHSSS&ESNSO!"<+JI, Sb%Š See eee HSGD4SYSFSSS?SHS-— nA 
¿SBSNSGS9$9,>NS7SSS3SHS,=qS$S+S1SFSJS/SF!"SQ%$=%S3%s%7%g%C%WSGC5$7SFSD¿ (J 
¿SB8+$DS$S+$j$ $; $s$G$7$?!#B?J, S9SSSCSAS+SITSKS+SG6@Z49S (SUS, $i#1$DSNS]!<%SHŠ$r¿ (J 
2 $B; HS &SDSNSISNSGS7Sg$6! #2 (J 
ՀՏՔՏՇՏ-ՏԼՏՔ5Ե5Շ5` $r$0$:595+!"40A4SKG'<1$GS$- SISSSHS&SKS TSE! I% b%G%* SN; HMOSrIT2D; (J 
ESBSKS9SkS@S1S5GS0!"3 (JBIOS; SBSGz (COM: SB#2$Sr@_D3j$9$k$H% (511Հ5Յ5ՇՋ: ՀՑ 1: (15557 (JON 
Bord 

Serial Port Confrictz$B!ISHSG$k!K!"%]!<%H$r2rJd|$S7S?SSSNSG!"S*45S7S*S9! #3 (J 
ESBK\EVSKEY!9$9S$_S*°S;Ss!#¢ (J 

—-MESSAGE FILE 20265 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
Shtml. html 


° 
5 
° 

5 


--MESSAGE FILE 20266 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O26html հեռու 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: =?iso-2022-jp?Q?Re:_=5F=1B$B%7% j%=22%k%S=5D ! =3CSHSKSDS$SSFSN=3CALd=1B=2 8B? 
Date: Sat, 19 Jul 1997 09:27:07 -0000 
Organization: PlayStation Net Yarouze 
Lines: 19 
Message-ID: <5qplsfS$83t@newsl.scei.co.jp> 
References: <33CB5D6F.66BA@lucksnet.or.jp> <S5qllseS3qr@newsl.scei.co.jp> <33CFO05E6.2 
Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1l.scei.co.jp> ՀՕԼԵՇ9366549Ե5Ե4Եք60Տ5 
495d4785@chocobo> <redbug$ff8d19970718230020@news1.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.33 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 


Net Yaroze newsgroups message dump.txt Page 13678 


Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>Windows 952 $B$+$i%b%G%° Sr; HMOSGS$-SISSShS&SKS7S“°S9! #2 (B 

>¢SB!VS3SssHom! <SkSQSMSk!W!d!VS7S9SFS° IW! d!VSGSP%SS9S°SM!<S8%Sc!W! de (B 
>¢SB!VSb%SG%* !W!d!J; HSCSFSSSkSbSG%S° SrA*Br!K!d! VowWsmSQSFS#! We (B 
>¢SBSHA*BrS7!"!VS3SN%0!<S1%3&%S'S"4D6-SG; HMOIT2DSKS9OSk!WSrsAS'SCSE/STS*°S9! #2 (B 
>2$B!IG'<1$7$28*%$%; HMOSGS$-SISSShS&SKS$ 9SKSNS, 3_S=! #3GSP%$39SNG'<1S4$H3 (B 
>2$B:0=|$9Sk$H!"<!2s5/F0;~S$K8!=PS$7SFS$7$*S$S*S9!Kz (B 


ee ՈԿ ԱՐՑ a ԹՈՒՆ 
¿SB=iSaSFCNSjJ$7*S7S?!#¿ (B 
¿SB!J:G6a¿ (BNT SBSr%a%$%sSK;HS&@>EDSGS9O! #2 (8(՞ 258117 (8՞) ¿SB!K¿ (B 


éESB@>ED!!9L01¢ (B 
¿SB0&12Bg3X!!:`NA9)3XG196;¿ (B M2 
homepage http://www.netwave.or.jp/~kouichi 
mail kouichi@en2.ehime-u.ac. jp 
kouichi@mail.netwave.or.jp 
n_kouichi@jsn.justnet.or.jp 


—-MESSAGE FILE 20266 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
6html.html 


--MESSAGE FILE 20267 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O27html html 

Path: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: _=?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCOQkRhsoQg==?= 
=?1SO-2022-JP?B?GyRCJUE4 8QUxkGyhC ?= 

Date: Sat, 19 Jul 1997 09:21:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 
Message-ID: <redbug$ff8d19970719092104@news1.scei.co.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <5qllseS$3qr@newsl.scei.co.jp> <33CFO5E6.2 
Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1l.scei.co.jp> <01lbc9366Sd9b4bfeN$ 
495d4785@chocobo> <33CF9F7A.2884@lucksnet.or.jp> 

NNTP-Posting-Host: 133.130.133.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


éSBAOSKS$b=q$-$*$7$?$S,!"0zMOSOC;$/!"=EMWSJItJ, SNS_S$*4jSSS7S*°S9!#¢ (B 
¿SB855-;v$SrFIS_S?S1S1SP!"S=SN5-;v$r;2>HS9S1SPSSSSSNSGS9S+Si!#¿ (B 


playstation.ny.beginners.qa.pc ¿SBSN;¿ (B 
<33CF9F7A.2884@lucksnet.or. jp>zSBSK$*SSSF3 (B 


1997/07/19/ 01:53 ¢$B:"!"z (Bshigehiro okada <scorpioQlucksnet.or.jp>¿S$B$5$sS$SO=qS-$ 
$7$?!#¿ (B 
>i SBS@SH;WS&SNSGS9S, !K<+J, SNSO3HDSS9SMSCSHSKS5SESSSIS+!<SIS, SSSSSCSESSSE! Me ( B 


Wo 


>¢SBS°S6!<%S\!<SISN2#SKSb%G%° $,S"SCSF!"S=SN>eS, EE8; SKSUSCSFSSS*S9!#5daS0$4¢ (1 


>¢SBSGSb!":#SN>u67SGSOSIS&SKSbSISiSTSSSNSG! "L5M}SKSGSbSO$:S7S?SSSNSGS9! #2 (B 
»ՀՏ8Բ158: (B96; SBG/=U%Sb%G3k!Jz (BFMV-5133D5 DPSP5;$B!KSr; HSCSFSSSk?MS, $$S1SPOBA4SKSG$— 
$k$+¢ (B 

>¢SBSIS&$+SoS+$k$HS*SbS&SNS$GS9S, !&!&!&¿ (B 
¿SB!JS3SN!V!&!&!&!WSNItJ,S,H>3QSGS7S?!#; (B"¿$B!&¿ (B"  SBSOS+SJJ8;z07SSSGS9SNSG!"¿ (B 
¿SBH>3QSN¿ (B"¿SB!&¿ (B"  SBSO;HSoSJSSShS&SKS*43jSSS7S S9!#; (B 
ՀՏԹՏոՏՄՏ Տա: (BWSNews ¿SBSO!"H>3Q%+%J$,42$2$S1$SFSSSk5-;v$rEj9F$7$h$&$H$7$?;-FEQS$SG: (B 
¿SB7Y9p$rH/S9SkSNS$SGLdBjS,S"TSkSHSoS+SkSNSGS9!#!K;¿ (B 


¿SB;dSN>19g$O!"%5%&%s%SISN!<%SISO%*%S6!<%SN!<%SISHO1BN2=S$S7S$FS 2 S9!#;¿ (B 
¿SBSGS9$, !"%“%$6!<%$N!<%SI>eSN%$G%#%C%sW%9%S$%SC%ASrSSS8Sk;vSG!"¿ (B 
¿SB%5%&%s%I5!G=S$Sr@Z$jN%S9;vS,=PMhS S9!#¿ (B 


¿SB%%%S61<%N!<%ISr6yS+SiS9S_S*SG8+SFS/S@SS5SS!#¿ (B 
¿SB4pHW>eSK%*G%#%C%W%9%S%C%ASNQ@_D3j)S$S,0u:-S$S5S1SFSSS S;SsS+!)¿ (B 
2 $BS$= S3SrS$SSS8S1SPSSSSSNSGS9S, !&!&!&¿ (B 


Net Yaroze newsgroups message dump.txt Page 13679 


> ¢SBS"SH%S;%1%/%?SHSSS&SNSO! "<+J, $b%3$%S%?!<SMSCSHSGD4SYSFSSS?SHS— eo a 

>z SBSNSGS9S,>\S7SSS$3SHS, =q$+$1$F$J$/$F!"%Q%=%3%s%7%g%C%W$ŚGC5$7$F$b;¿ (B 

>¿S$B8+S$SDS+S$S3jS S; e a SSCSAS+SISKS+S$G6@Z495 (STS, Si#1SDSN%$]!<SHSrz (B 
>i SB; HS&SbDSNSISNSGS7SgS&! #3 (B 


ESBS=SNSHS$*$5SGS9! #2 (B 


> ¢~SBSGS-S1SP%b%G%* SrSOS:S9S+!"40A4SKG'<1SGS—-SISSShS&SKS7SF!J%b%G%* SN; HMOSrIT2D; (B 
Se SBSKS9SkS@S1SGS0! "¢ ( BBIOS¿$B$G¿ (BCOM SB#2Sr@_DjS9SkSH% (%Si!<%Sa%SC%S;!<%8!I!&!&!&¿ (BOn 
Bord 

>Serial Port Confrictz$B! ISHSG$k!K!"%]!<%HS$r2rJd|$7S2SSSNSG!"S*45S7S*S9! #2 (B 


éSBSHSKS$+S/L5M} SK30S9SNSOSdSaS$*S7SgS&SM! #2 (B 
Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20267 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
Thtml.html 


--MESSAGE FILE 20268 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 

O28html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: _=?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCQkRhsoQg==?= 
=?1SO-2022-JP?B?GyRCJUE4 8QUxkGyhC ?= 

Date: Mon, 28 Jul 1997 18:35:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <kamon$21c519970728183507@news1.scei.co.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <5qllseS3qr@newsl.scei.co.jp> <33CFO05E6.2 

Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1l.scei.co.jp> <01bc9366Sd9b4bfeN$ 

495d4785@chocobo> <33CF9F7A.2884@lucksnet.or.jp> 

NNTP-Posting-Host: 210.136.1.21 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLgSGS9! #2 (B 


shigehiro okada <scorpio@lucksnet.or.jp> wrote: 

> ¿SB3'S5SsSK2?2EYSDBDLBOGSrS+S1$SF?=S7LuS"SjS*S;Ss!#S3S1S@S165S (SFSbSiSCSFSb; (B 

>¿$BS A erga ee (BDESKPOWERz SBSGSbS$SmS$Sm$"SkShS$&$G! Jz (BSP¿SBSH¿ (BSE¿ $ 
BSOF1$83z 

Ce eT me ee ye SmSCSHSK%S5 ee O 5 
>¢$BS°%S6!<%S\!<SISN2Z#SKZb%3G3°$,S"SCSF!"S=SN>eS$, EE8; SKSITSCSFSSS*S9!#SdSO0Sj¢ (B 
>¿SB%$b%G%`SO%%*%S6!<%N!<%ISHS/SCSDSSSFSSSkShS&SGS9!#!J¿ (B402SBK\SOSISSSNSTSSS, ¿(B 
>¿SB%O%Ss%@¿ (B ¢SBIUS1S5S1SFSSSk!#!Kz (B 


Se SSSDF1S8>u67SGS9!#5*%S6!<SKSb%SG% x... s%*@IUS1S$S7SFS"SCSF!"¿ (B 


¿SB3HD%%9%m%C%H$K; (BSB¿$B8_49$N%5%&%s%SI%S+!<%I¿(B(¿SBS$3SN%+!<%IS,$* a 2525 
B 
¿SBS7SF$9&SCSHS*S7SS¿(B)¿SBS,S5S5SCSFS2S91!1#¿ (B 


> SBSGSb!": #SN>U67SGSOSTS& SKSbSISiSTSSSNSG! "L5M} SKSGSHSOS : $7$2SSSNSGS9! #3 (B 
>; $BF1$8; (B96: $BG/=USb%G$k! Jz (BFMV-5133D5 DPSP5;$B!K$r; HSCSF$$S$k2MS, $$$1SP0BA4$K$G$- 
$k$+; (B 
Y iSBSIS&S+SoS+SkSHS*SbS&SNSGS95,!&!&!&¿ (B 


w 


2 SBS&SASNSO; (B962SBG/2F%b%G%kz (B (FMV-5133DPS) ¢SBS@SH; WSS$*S9! #2 ( 


> ER S1SP*sb%sG%`SrS$OS:S9S+!"40A4SKG'<1SGS-SJSSShS&SKS7SF!J%Sb%$G%`SN;HMOSrIT2D;¿ (8 

¿ ŞB$K$9ŞkK$QŞ$IŞ$G$O!"; (BBIOS; SBSG; (BCOM¿SB#2Sr@_D3jS9SkSH%s (Si!<%a%sC%;!<%s8!I!&!&!&U0¿ (B 
n Bord 
>Serial Port Confrict¿$B!I$H$G$k!K!"%]!<%H$r2rJ|$7$?7$$$N$G!"$*4j$7$^$9!#z (B 
>¿ $BK\EV$KEY!9$9$_$^$; $s!#¿ (B 


"; $B%7%9%F%` ՏԱՏԱՏՈՏՕՏԲՏՔ: (Be SBSNz (B"¿ SB$G$P%$$%9%*%M!<%$8%c¿ (B"¿$B$r$$$8Ś$C$F%b%G%` $r 
G'<1¿ (B 
¿SBS5S;SJSSShS&SKS7SF¿ (BCOM2;SBSr;HS*S&SH$7SF$_S$*°S$7$?S, !"S&S*S/S$S—-S*S;SsSGS$7¢ (B 
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ESBS?! #2 (BBIOSZ SBS*SGS$S$8S1$P>e<j$/SSSC$?S+Sb$7$1$%$; $s$, !"SaSsSIS&SISN$G$d$ jz (B 
éSBS*°$;SsSG$7$?! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20268 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
8html.html 


--MESSAGE FILE 20269 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 

O29html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: _=?1SO-2022-JP?B?GyRCJTclaiUiJWs1XSE8JUgkSyREJCQOkRhsoQg==?= 
=?1SO-2022-JP?B?GyRCJUE4 80QUxkGyhC ?= 

Date: Tue, 29 Jul 1997 00:25:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <redbug$Sff8d19970729002555@news1l.scei.co.jp> 

References: <33CB5D6F.66BA@lucksnet.or.jp> <5qllseS3qr@newsl.scei.co.jp> <33CF05E6.2 

Al4@lucksnet.or.jp> <redbug$ff8d19970718155310@news1l.scei.co.jp> <01lbc9366Sd9b4bfeN$ 

495d4785@chocobo> <33CF9F7A.2884@lucksnet.or.jp> <kamon$21c519970728183507@newsl.sce 

i.co.jp> 

NNTP-Posting-Host: 202.215.109.112 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.beginners.qa.pc ¿SBSN;¿ (B 
<kamonS21c519970728183507@newsl.scei.co.jp> ¿SBSN;¿ (B 
¿SB5-;v$K$*SSSF¿ (B 1997/07/28/ 18:35 ¢SB:"!"3 (B 

Taro Kamonz$B$5$s$0=q$-S$*$7$?! #2 (B 


> "¿SB%7%9%F%`SN%W%m%Q%F%#¿(B"¿SBSN¿(B"¿SB%G%$P%$%9%*%M!<%8%c¿ (B"¿SBSrSS$S8SCSF%b%G%` $ 
rG'<1¿ (B 
>¿SBS5S;SJSSSh$&SKS7S$SF I (BCOM2¿ $B$r;H$*$&$H$7$F$_$^$7$?7$, !"S&S*°S/SSS-S*°S;SsSGS72 (B 
>2$B$?!#z (BBIOSz SBS*$GS$$8$1$P>e<j$/S$$C$?$+S$b$7$1$%S$; $s$, !"Sa$s$SIS&S$SJSNSGSdSj; (B 
>¿$BS $;SSSGS7S?!#; (B 


¿SB$3$&$J$k$H!"IY;NDL$5$s$KJ9$$$?$[$8&$,<j$C<h$jAa$=$&$G$9$M!#¿ (B 
BIOS: $BQ_Dj$d%8%c%s%QQ@_Dj$b65$ (SF$/S1$k$_S$?$SS$GS9Sh! #2 (B 
¿$B!J¿ (BEM World: $BSN%Z!<%S8SN2a5nSNK<ALdSr; 2>Hz¢ (B) 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
-—-MESSAGE FILE 20269 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000002 
9html.html 


--MESSAGE FILE 20270 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
O030html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?iso-2022-jp?B?GyRCQD5AbhsoSiAbJEJNOjJBsGyhK?=" 
<fwij7009@mb.infoweb.ne.jp> 
Newsgroups: playstation.ny.beginners.qa.pc, fwij7009@mb.infoweb.ne.jp 
Subject: =?iso-2022-jp?B?GyRCRnxJVSRLJUEQKICRGGyhK ?= 
Date: Fri, 15 Aug 1997 15:03:35 +0900 
Organization: PlayStation Net Yarouze 
Lines: 9 
Message-ID: <33F3F137.128EC19@mb.infoweb.ne.jp> 
NNTP-Posting-Host: 202.219.18.66 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022- jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


$B! !GR8+S7SFS$S$*S9SH! "Ej 9FS9SKSHG/!"7nF | !";~4VS,F| IUSNMSSKEPO?$5$1S$k$h$6$J3g (J 
ESBSNSGS9S, !"; d$, %a%C%; !<38Sr:n@.$7S$FAw? .$9SkSH2?8NS@S$+; ~4VS7S$+I=< (S5S1SFS$3 (J 
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-—-MESSAGE FILE 2157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000860 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Web site 

Date: Thu, 07 May 1998 01:47:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3551117e.851599@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-eng07-039.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Seeing as recently my tv is knackered, and not sure what Ill be doing 
for now, Im offering my services to anyone who wants me to have a bash 
at their web sites. I prefer clean, functional looking pages, which 
you can be shown on my site 


http://www.netyaroze-europe.com/~middex2 


I won't email people who mentioned about wanting a web person, seeing 
as there is a bit of a glut in the market for web designers, but if 
any of you like what you see in mine, then id be happy to help you :) 


Robert Swan 

rs108@mdx.ac.uk 

—-MESSAGE FILE 2157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00860 


-—-MESSAGE FILE 2158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000861 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Thu, 07 May 1998 10:14:01 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 20 

Message-ID: <35517B59.B60E2DEA@micronetics.com> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35502B9D.D6A036D2@micronetics.co 
m> <6iprg3Sjpr39@chuka.playstation.co.uk> <6iq5uaSaek2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Graftgold are current working on a game called HardCorp. I believe its 
some kind of military sim and due out soon. Four player too.. 


Jim 


Mark Wilson wrote: 


> 

> >Dont quote me on this but I seem to recall an interview with one of the 
> >Graftgold progammers expalining how Hewson ripped of thier developers and 
> ended 

> >up declaring bankruptcy to avoid lawsuits. 

>> 

> 

> The last I heard from Graftgold was the PlayStation version of Rainbow 

> Island a year or so ago. They've advertised in Edge fairly recently too I 
> think. 

> 

> Mark 


—-MESSAGE FILE 2158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00861 
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ESBSISSSHS&SGS9O! #STSESTSFSISNSGSTSGSES+! #3MSCSHS9S1! <SW!&S3%_SeESKS1!<B?!<3¢ (J 
¿SB#41S#0#1Sr;HMQS7SFSSSkKSNSGS9S, !";dSN;HSSJ)SKLdBjS, S"SkSNSGS7Sg$&$t+!l#e (J 


¿SB!!@>@nM:01¿ (J 
éSB!!¢ (Jfwij7009@mb.infoweb.ne.jp 
¿$B!!¿ (J 


--MESSAGE FILE 20270 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000003 
Ohtml.html 


--MESSAGE FILE 20271 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
031html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Akio Sakamoto" <rei-chan@hal.ac.jp> 
Newsgroups: playstation.ny.beginners.qa.pc 
Subject: =?1s0-2022-jp?B?UEMS50CAbJEIkRyROJTM1cyVRISQlaxsoQg==?= 
Date: Tue, 13 Jan 1998 07:02:24 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <69e4c0Sbto@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.216.233.143 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿ $B% at S%sSN4D6— SOHATTS_ 495!SJSNSGS9S, !"=P$+S1Sk;v$,B?S/SISCSFS-— ` ՀԱԱ: 
¿SB#N#OTT#ESQS=%S3%SsSGSb%S3%Ss%QO%S%SkSGS-SkMMSKS7ShS&SH;WSCS?SNSG!": ( 
ESBI=C[STSFS_S*S7$?! #2 (B 


ՆՆ 4951ՏՇՏՕ535ՏՏՕՏՏՏԵՏՇՏ-ՏԵՏՆԱ foe OSIS SEN 
PC98¿SBSGSO!"%3%s%SQO%S%SkSOSGS-SKSNSGS9S, !"¿ 
¿SB%3j%s%/S$G (B toG many open files ee T $9!#¿ (B 


¿SBJ,S+SjSdS9SSSHSSS(SP!"SoS+SjOWSS% (211ՀՏՇՏ95, !"¿ (B 
éSBBP1~SN;EJ}$,2r$35$8°S;Ss! #2 (B 
¿SB#D#OFSSN¿ (B FILES ¿SBSrA)SdS7SFSbS@SaS@SCS?SNSG!"¿ (B 
ESBEGHO#3#2ZBESN@_DjS,SSSKSNS@SH;WSSS*S9! #3 (B 


¿SBSIS&S9S1SPNISSSNSGS7SgS&S+!)¿ (B 


ESBS"S—-S*!y$($9¢(B <rei-chan@hal.ac.jp> 


—-MESSAGE FILE 20271 END: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000003 
lhtml.html 


--MESSAGE FILE 20272 START: net-yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/00000 
032html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.beginners.qa.pc 

Subject: Re: SB32AWE 

Date: Tue, 03 Feb 1998 02:18:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <6b4vajScsq@newsl.scei.co.jp> 

References: <64ncq8Smcn@newsl.scei.co.jp> <64v5iiS26c@newsl.scei.co.jp> <34760795.B5 
B@pa2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.136.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34D5FFC2.65CE@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


é$B!!#23v7n$V$ jSK=PSFMh$*$7S?! #2 (JGSX-RzSBSGS"$4S%S9¢ (Մ(՞՞չ 
ESB! !S"S5S,SHSE&S4SOSSS*SO!l #e (J 
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ESB! !F1$8¢ (JAWE32;SBSrCN$ 39g$$$,S5S7$?SHS3Sm!"— (JWindows95;$B$,HtSsS@SNSG!"2 (J 
ESB! !62S$/SFSSS*S@SKF~S1SFS$$*S;S$s¢ (JU (%%; 


—-MESSAGE FILE 20272 END: net-—yaroze-usenet/00000003-SCEI/ny/beginners/qa/pc/0000003 
2html html 


TEER TERT HEHE 
TREE RHEE HEE HH 


E AE AE AE FE AE FE AE AE E FE FE FEAE 
E AE AE AE FE AE AE AE AE FE FE HEHE 


E AE AE FE FE AE FE AE AE FE FE HHH 
=E AE EAE AE EEE EH HE EH 


——HHEEEEEEE EE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/card 
EE E TE AE TE FE AE FE E HE EEE H 


——HHEEEEEEE EE HHH 
——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/card/announce 


NRE EEE EH HE EH 


--MESSAGE FILE 20273 START: net-yaroze-usenet/00000003-SCEI/ny/card/announce/0000000 
lhtml.html 

Path: chuka.playstation.co.uk!news 

From: "news.ntlworld.com" <yaroze@ntlworld.com> 
Newsgroups: playstation.ny.card.announce 

Subject: Hello? 

Date: Mon, 19 Feb 2001 18:26:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <96rogjS$7el@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Anybody here? 


-—-MESSAGE FILE 20273 END: net-yaroze-usenet/00000003-SCEI/ny/card/announce/00000001h 
tml.html 


--MESSAGE FILE 20274 START: net-yaroze-usenet/00000003-SCEI/ny/card/announce/0000000 
2html html 
Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: playstation.ny.card.announce 

Subject: Re: Hello? 

Date: Sun, 25 Feb 2001 21:41:39 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3A99EC93.25F13145@start.com.au> 
References: <96rogj$7el@www.netyaroze-europe. com> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: 135.0305.brs.iprimus.net.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.75 [en] (Win98; U) 
X-Accept—-Language: en 


ji'm here! 
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"news.ntlworld.com" wrote: 


> Anybody here? 


--MESSAGE FILE 20274 END: net-yaroze-usenet/00000003-SCEI/ny/card/announce/00000002h 
tml.html 


--MESSAGE FILE 20275 START: net-yaroze-usenet/00000003-SCEI/ny/card/announce/0000000 
3html.html 
Path: chuka.playstation.co.uk!news 

From: "Will" <william.touzalin@wanadoo.fr> 

Newsgroups: playstation.ny.card.announce 

Subject: Re: Hello? 

Date: Tue, 24 Apr 2001 12:19:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9c3k0fSbu48@www.netyaroze-europe. com> 

References: <96rogj$7el@www.netyaroze-europe.com> <3A99EC93.25F13145@start.com.au> 
Reply-To: "Will" <william.touzalin@wanadoo.fr> 

NNTP-Posting-Host: ALagny-101-1-1-160.abo.wanadoo.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Me also I'm here !!! 


"gwald" <gwald@start.com.au> a écrit dans le message news: 
3A99EC93.25F13145@start.com.au... 
> ¡I'm here! 


"news.ntlworld.com" wrote: 


> 
> 
> > Anybody here? 
> 
> 


—-MESSAGE FILE 20275 END: net-yaroze-usenet/00000003-SCEI/ny/card/announce/00000003h 
tml.html 


NRE FE RHEE HEE EH 
NRE AE HEE HEE EH 


——HHEEEREEEE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/card/request 
HEHEHE EE EE HE HEH 


--MESSAGE FILE 20276 START: net-yaroze-usenet/00000003-SCEI/ny/card/request/00000001 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.card. request 

Subject: Re: GT Replay =?iso0-2022-jp?B?GyRCJTM1lcyVGJUTk1SBsoQg==?= 
Date: Thu, 22 Jan 1998 03:07:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 49 

Message-ID: <34C6395D.12B54D53@fa2.so-net.or.jp> 

References: <34ABB35A.A9FD46E0@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.132.170.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


ESBS3SsSKSASO; (B Psuke ¿$B$5$s!"¿ (8 kAZZY-SBSGS9!#2 (B 
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Psuke wrote: 
ESBSIS&Sb!<! "ez (BPsukez SBSGS9! #2 (B 
GT Replay ¿SB%3%s%SF%9%H$Sr3+$/M=DjSOSJSSSGS9S+¿ (B? 
¢SBKMS, 9M$ ($?%3%s%F%9%HFOMF! փ: (B 
— z¢SBSISN%3!<%9SGSbNISS2 (B 
- ¿SBSISN<VSGSbNISS¿ (B 
- éSB40Av$7$I$/SFSDNISS¢ (B 


- 

- 

- 

- 

- 

- 

- 

- 

- 

> - ¿$B@)8B;~4V$O#3J, ¿ (B 
> ¿SBSr@)8BS$SK;)ŠA!" (B 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


— ¢SBSS$S+SKS+SCS3Sh$/%+%aSiSK<L$k$+t2 (B 

- ¿SBS$SS$SS+SK3ZS7S/AvSkS+¿ (B 
¿S$B$r6%$&%3%s%F%9%H$G$9!#;¿ (B 

¿ $BLABJ$OC/$,?3::0w$r$9$k$N$+$0$i$$$G$7$g$&$+!#z (B 
SCEI¿$B$5$s$,<g:ESGSdS$SCSFS/S1S1SPS9SCS4S/%(%—-%5%$%HS9Sk;¿ (B 
SBSH; W$$$^$9$7!"$=$N%G!<%?$rW%1%W%1$K:\$;$F!"¿ (B 
ESBSMSCSHSd$m$ &$<S$GSO0S3SsSIS3SHSb=PMhSkSsS$@SHS"ST!<%kz (B 
ESBSTSFSbSiSS$S?SSSGS9SM! #2 (B 


¿$B0J>e!#¿ (B 


¿$B$*$b$7$m$=$&$G$9$M$'! #2 (B(^^) 

GF 2 SBSGS$bz (BGT SB%$?7%$%` $H$i%S%"SkA*<38"!JA4; (B11¿$B@o!K$r9M$ ($F$$$^$9$, !"8+$;$K$KE0$ 
9Ş$k¿ (B 

ESBSNSbSSS$SS+Sb! #2 (B 


éESBS?S@LdUBISHSTSFSO!"¢ (BUPZSBS7SFS_Ss$J$,MnSHS; SkShS&SKSJSkS*SGSN; ~4VS, J7k9=S+S+Sk¿ (B 
ESBSSSGS9SHSM! #2 (B 
¿SB!J?t%š$v7n$HS+!%1%!%!K¿ (B 
¿SBS3S1S5S (2r7hS9S1SPS3S3SbSSSmSsSJ%SS%sY%Ss%*HSG3h5SS,=PSkSOS:SGS9!# (B 

ESBS; !<$V$G!<%?$r%M%$C$SH$GSd$j<hS$j$G$S-Sk$NSOSM$SC%$HSd$m$&S<$@$S1SNFC8"S$SJSNS$GS9;¿ (B 
¿SB$S+$Si!%$!%!%!# (B 


Te ff IR EE AX oF Ն ՅՆ a մԱ տն OT fl տին II] մր մրի ա ըր չն Հե: 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
PP SF ՅԻ fof eff eo pop «Ն 7. | fo Ef 2, 


-—-MESSAGE FILE 20276 END: net-—yaroze-usenet/00000003-SCEI/ny/card/request/00000001Lht 
ml.html 


--MESSAGE FILE 20277 START: net-yaroze-usenet/00000003-SCEI/ny/card/request/00000002 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.card. request 

Subject: Re: GT Replay =?iso0-2022-jp?B?GyRCJTM1lcyVGUTk1SBsoQg==?= 

Date: Sun, 25 Jan 1998 11:27:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <34CAA301.A26CB7CB@émth.biglobe.ne.jp> 

References: <34ABB35A.A9FD46E0@mxz.meshnet.or.jp> <34C6395D.12B54D53@fa2.so-net.or.j 
p> 

NNTP-Posting-Host: 133.205.180.120 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&$b!<z (BPsukez$B$GS9!#¢ (B 
éSBSbS&C/S$bH?1~S7SFS/S1SISSSH;WSCSEFS*S7S?! #2 (B 
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kAZZY.Data wrote: 
¿SBS?S@LdBjJSHS7SFSO!"¿ (BUPZSBS7SFS_Ss$J$,Mn$H$; $kS$hS&SKSISkS*SGSN; ~4VS, 7k9=S$+S+Sk¢ 


> 
( 
> ¿SBSsSGS9ShSM!#¿ (B 

> ¿$B!J?t%v7n$H$+!%!%!%!K; (B 

> ¿SBS3S1S5S(2r7hS9S1SPS3S3SbSSSmSsSJSSSYSsSHSG3h5SS,=PSKkSOS:SGS9!#;¿ (B 

> ¿SBS; !<%V%G!<%?Sr%M%$C%H$GSdSj<hSj$SGS-SkSNSOSM%$C%Hš$dSmS&S<S@S1SNFC8"SJSNSGS9;¿ (B 
> ¿$B$+$i!%!%!%!#z (B 


¿SB$=$&S$SJ$s$GS9$+!#Lr=j$Šh$j$b;E;v$NCYS$SL14V4k6H$, S"SkSsSGS9SM! #3 (B 

¿SBCx:n8"S&SsSLSsS+SsSLSsSGS9S+SM!#SGSb¿ (BRepaly¿ $B%G!<%?SNCx:n8"SO¿ (B 
¿S$B1?E><j$K$"$k$sS$8$c$SJSS$SGS9S+!#; (BPhotoShop¿ $B$G3 (SrIA$$$FS$b; (BAdobe 
¿SBSNCx:nJ*S$SKS$SOSJS$SiSJS$SSS$SGS$S9S$Sb$s$M!#¿ (B 
SCEI: SBMMS$OKNEvSK%M%$C%$HSd$mS&S<Sr@9$Sj>e$2$S?2SSSNS+5?SCSF$S7S SSS S9!#; (B 


¿SBSHSNSdSSSFSSSFSb2?SbSOS8S*SiSJSSSGS9SM!#¿ (B 
¿SB$H$3jS$S"$($:¿ (BGT¿$SBSN%$G!<%?$, $d$m$&$<Fb$G<+M3$K$d$j<h$j$G$-$k$h$&$K$J$k¿ (B 
¿SBS@S1S$SGSb4rS$7SSSNSGS9S, !#¿ (B 


Psuke 


—-MESSAGE FILE 20277 END: net-yaroze-usenet/00000003-SCEI/ny/card/request/00000002ht 
ml.html 


E AE EAE FE EAE FE EH HE EH 
SE AE EAE AE EAE FE EAE E EH H 


E AE EAE FE EAE FE EE HE EH 
E AE EAE AE EAE FE EAE E EH 


——HHFEEEEEE HEHEHE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/gamer 
t EEE HEH 


AERE EAE EHE EE EEE EH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game 
t EEE HEH 


--MESSAGE FILE 20278 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
Olhtml html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCJGIkaiRqJHMjVxsoSg==?= <pmac04@airnet.or.jp> 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: SRC =?iso-2022-jp?B?GyRCOkYkUyEmISYbDKEo=?= 

Date: Tue, 15 Apr 1997 12:44:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3352F983.509A@airnet.or. յք» 

References: <33422389.9FB@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 210.159.67.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


Matsubara wrote: 

> 

> ¿SB:#EYSO;HS ($k<V$, #WHRS+!<SKSISkKS3SHSOL, ; JSJSs$@$m$&S$I$! 3 (J (=*_*=) 

> 

ESB: #G/SN#WHERS+!<SNZ9 SPSkKSS%SSWS1SCS5$, 3+Kk#30">! 1"; GSNO&<VSHF1S8L>A0SNK<V¢ ( (J 
¿SB!J<VSOS+SJSJjJOcS&!KSN3hLvS, S&S1S7SS8BS 4: #EYSN%S; 3, 31%35!<SKSOSSSSEWSLSCS5=P3 (J 

i SBSTSFS/S1SISS%4+3I!<z (J 

-—-MESSAGE FILE 20278 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000001 
html .html 
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--MESSAGE FILE 20279 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
O2html հել 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCJTIhPCVgSGNJPhsoSg==?= 
Date: Tue, 15 Apr 1997 18:40:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33534D0E.7158@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!26S4SN$_S$NFC=8$G$&$1$7$+$C$?¢ (J (¢$B>P¢ (J) 

ESB! 11575457 1"521ՀՋՏ`: (;o$G$3S&$SSs4k2hSr$d$iSl$kSH!"¿ (J 

2581 !SKSo$+<}=82HS,A}$ (SF6%AhN (!uCMCJS, !&!&!&!&!TSTSSSNS@!Ke (J 
2$B!!$[$7SS$$H;WSCSFS$k%2!<%* $G<jSKSSS1SFSISSSNS, Տ"Տ՞Տ):ՎՏՇՏԲՏՄՏԻՏՇՏ2ՏԱՏՕչ (J 
¿SB!!IT9,CfSN9,$SSHSSS(ShS&¿ (JU (¿SB>P (J) 


2$B!!SASJ$_$K!V=P2q$ (EBMMS"$CSQ$101HV! WSO! "H/GdF | $KDj2A$GGc$$$^$7$?!#¿ (J 
2$B!!$*So$4$+SiNdS$?SSL\$G8+$i$1$?;v$O!":#$GSO$$$$;WSS=PS$G6$9¢ (J (¢$B>P¢ (J) 


¿SB1!%5%S%P!<%/%m%9%$,S[S7SSShSSs!#¿ (Մ 
—-MESSAGE FILE 20279 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000002 
html.html 


--MESSAGE FILE 20280 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
O3html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Matsubara <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: SRC =?iso-2022-jp?B?GyRCOkYkUyEmISYbDKEo=?= 

Date: Thu, 17 Apr 1997 17:44:26 +0900 

Organization: Digital Media Lab. 

Lines: 21 

Message-ID: <3355E2EA.3B23@tokyo.dmlcyber.co.jp> 

References: <33422389.9FB@tokyo.dmlcyber.co.jp> <3352F983.509A@airnet.or.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS3SsSKSASO!"SbS4jSISS#WS5Ss!#%31%39S,CYS/SISCSF?=S7TLUS"SIS*S;Ssl#e (J 

> > ¢SB:#EYSO; HS (Sk<VS, #WHRS+!<SKSISKS3SHSOI, ; j$J$s$@$m$&$J$!¿ (J (=*%_*%=) 

> > 

> ESB: #G/SN#WHERSt! <SNS9SPSKSSSSSWS1LSCS5S$, 84+KK#30">!11"; ASNO&<VSHF1$8L>A0$N<V¢ (J 
> 

> 


բջ 


$B! ՄՀՄՏՕՏԻՏՄՏ0օՏե յ KSN3hLVS, $&S$1$7S$S8BS 4: #EYSN%; %, Si%j!<$K$O%S$%$s%W%1%$C%5=P¿ (J 
*SBS7SFS/S15JSS% +%$J!<¿ (J 


¿SB%$SSsSWS1SC%S5#W#R#C!G#9#7S+SCS3SSSSSGSO9ShSM!#S&!<Ss!"%;%, 
¿$B;22C%a!<%+!<$r0z$-9~$a$?$i!"=P$F$/$k$+$b$7$1$^ 7 SsSM!#3W 
ESBS+!"SkSN!<%a%, !<SLSHS+SN#FH#FSD3Z$7S=S&SOAST7! #2 (J 


š > 


,S&S%S/%So!<%/%9¿ 
8%g!<#3#0#6SH¿ (J 


¿SBSGSb!":#$SN$H$3$m!"%;%,%i%j!<$N%šm$š4$DS1$FAvSCSFSSSKSNSOF#KN$5SsSN%+%9%H%m;¿ (J 
2SB!<&k!&%; SjS+S@S1SASTSIS! !#S+3m! <SiFWHRSt ! <!J2>!KS, %ab$%s$K$J$kľŠ+$b$7$1$^¿ (J 
2 SBS; $SSM! #8D 2ME* SKSO#SHT#240#5%; %j%+$, BGISS-SISSSGSISIST! #S*S"!"SSSmS$Sm$"¢ (J 
¿SB$CS?S7¿ (J (;_;¿SB!# (J 


¿SBS$S"1"S+S?%Sk%$K%$"%SiSj!<SN7k2L$r8+S$S2$S7$S?!)SJSsS+!"S$S9S4S$%j%6%k%H$G$9SM!#S*S$=¿ (J 
¿SBSkSYST7#3#0#6%7*%S-S7¿ (Մ(՞ ՞չչ 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20280 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000003 
html .html 
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--MESSAGE FILE 20281 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
O04html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: 3D0 

Date: Mon, 07 Apr 1997 22:20:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <3348F48B. 3E3D@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B! !C£8ES$GGcS$&$HF1; ~$K!"$:!<SCSHB_$7SCSQSJ$7$Gz (J 

«581 !M'C#SN2HSrE>! 9SHS7SF$$$?z (7300 REAL: SBS, Sh$&Sd$/5"S$C$FS$-$?¿(J(¿SB>P¿ (J) 
2$B!!%=SUSHSO#DSN?) Bn$Hz (JStreet Fighter 2X¿$B$H%]%j% RE E ETE 
2$B!!$7$+S$I$$!#E4S2Gd$4$5$1$@$7$2$i! "E, Ev$K%=%U%HŠrGc$C$F$*ľ$/$D$b$j¿ (J 
2SB!!S@SCS?SNSK! "CMCJS, 2<S, $kA0$KCf8E20$+$i$b>C$($F$7$^$C$?; (7(2585օ: (J) 


¿$B!!8I1$I$k; v$O%0!<SISNS3SHS7$+SIS$¢ (J (¿$B>P¿ (J) 
¿SB!!SOSCS-SjSSSCSF!"¿ (JREALg A յ WS&!#¿ (J 
éSB!!SUSm3ssH%3m!<SG% 85505057 1"ՀՇՆՆՏ, SUSi SCS HSIJSNSGJI*SrCVS1Sk!*3 (J 
ՀՏ8 12 (JPS¢SBSdz (JSS¢SBSdz (JN64; SBSKS$0??; wSNSGS-SJSSH~ To 


ESB! t$<SRSHSb<!SNz (IPSE S ՏՐՈ Ր ՀՐԱ 5 #%s%0SG¿ (J 
¿SB!t>eLL%SU%Si%SC% HSJSd$DSrS*4JS$575?581!8¿ (J 
2$B!t3+H/%-%CSHSDS$-SG#1#2K | 1_$*$GSISiT' SCSFSH$$$$¢ (J(¿SB>P¿ (J) 


éSB!!7k61I!"S$d$k%2!<%* SbSJSSSNSG¿ (ICD SBSW%1%S%d!<SH2=S7SFSSSk¢ (J (*%%; 
—-MESSAGE FILE 20281 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000004 
html .html 


--MESSAGE FILE 20282 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
O5html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Makoto Okuzumi <okuzumi@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: 3DO 

Date: Sat, 19 Apr 1997 02:09:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3357AAE1.DBB@fa2.so-net.or.jp> 
References: <3348F48B. 3E3D@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.147.159 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESB! !#3#D#OSO; } SCSFSSSISSSNSGS9S, P ae a Ct 
ESB! V#R#EFAHLS / Si SV! WSKF~SCSFSSS*S7S? 1 ՔՀ (J 
£$B!!S7S+S7!"#1G/4VSG=*SoSCSFS7S*SSS8*°S78?!#! IS=SNSHS—SK%=SUSH#2K\ ¢ (J 
ESBSbSiSCS$?! Ke (J 


ESBS [SsSHSK#M#2=PSKSNS+SIS"! #3 (J 
—-MESSAGE FILE 20282 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000005 
html .html 


--MESSAGE FILE 20283 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
O6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: 3DO 

Date: Sat, 19 Apr 1997 11:44:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 
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Message-ID: <3358318C.61F6@ymg.urban.or.jp> 

References: <3348F48B. 3E3D@ymg.urban.or.jp> <3357AAE1.DBB@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Makoto Okuzumi wrote: 
> ¢eSBS[SsSHSK#M#2=PSKSNS+SIS"!#¢ (J 


éSB!!=PSkSsSGS9S+SMS'!&!&!&=PSkKSHS7SFSbD%S"!<%1!<ZSIMOS@SHS+; (J 
25B!!8@SoS1SFS$k$7!"S=SNSoOS$ jSKH/GAM=D jSO#D#2S@S1S@S7¢ (JU (%%; 

—-MESSAGE FILE 20283 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000006 
html .html 


--MESSAGE FILE 20284 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
O7html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1s0-2022-jJp?B?GyRCJUC8kXiRIJVELcyVAOCsSkXiQ3JD8hKSEmISYhHIJkUON30 jJMxsoSg==?= 
Date: Mon, 21 Apr 1997 17:12:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <335B2186.5DC@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SN4V!"K?SWSiS\SGE47} #3SrSdSCSFS?Si¢ (J4z¢SB?ML\S, SOSSSASGS7TS?! #e (J 


¿SB%7%c%*%f%&SG!IS*SSSGS*SSSG!)!I!J;¿ (JLK+RK+RP 2 $B! KSr$7$27SiSYS"SOSCSOS5SS1SFHKHO! #2 (J 
58172 (BX; 
«58067115, S"SkS+SHS*SbSCS?2SiCf?2HSO68K=5J5/52555s5G575?!#!1J¿ (J^^; 


ESBS=S&SSS (SP$m%8%c!<S$SH%"%1%C%/%9SO=PS$SFS/SkSNS@SmS&S+!%!%S!%!#¿ (J 
¿SB7k9=!"F0J*7O%$-%$c%iSO9%$S-SGS9!#!J¿ (J^^¿$B!K¿ (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20284 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000007 
html.html 


--MESSAGE FILE 20285 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 

O8html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?ISO-2022-JP?B?GyRCUC8kXiRIJVELcyVAOCskXiQ3JD8hKRsoQg==?= 
=?ISO-2022-JP?B?GyRCISYhJiEmRTQ3fSMzGyhC?= 

Date: Mon, 21 Apr 1997 18:29:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <moroha$ef3019970421182926@202.238.103.35> 

References: <335B2186.5DC@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.217.1.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


£$B!!Sh$/9TS$/E9SKF~2YS7$ ?SNSGSASCSFS$_$*$752?S, !"S]!<SkSGz (B 
2SB!VGHFO7}!*GHFO7}!*!*!We (Թ 
é SBSHSASCSFSS$?$iSSS-SJ$j:G8e$S*$GITSCSFS7S*SSS*$7$2!#¢ (B 
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¿SB!!SJSsS+S@SSSVSLSkS/SJSCS?ShS&SJI!D!D (B 


¿SB!!S"SH!"2hLLSOS-S1SSSKSJSjJS*S7S?S, !"P9BNSHF, SNSDSJS, S3¿ (B 
¿SBJ)$, $*#$S+$S7$SS$Sh$&$J5S$b!D!D¿ (B 


> ¿SBS=S$S&SSS(SP%Sm%S8%c!<SH%"%1%C%/%9SO=PSFS/SKkSNS@SmS&S+!S!S!S!#; (B 


¿SB!!:#2sSbS?SVSs1#S7SOS+SJSjJSSSkSsSGS7SgS&SM!#S"S1S@S1S@¿ (B 
¢ SBSH#P#SHGSNH/GdAOSKE9F, $+$i>C$ (S=S&SGS9! #2 (1 


ա 


// Brave Sir Robin ran away He bravely ran away away // 

// Moroha Otuki ¢$BBg7n=tMU; (B // 

// http://plaza7.mbn.or.jp/~moroha/ // 

—-MESSAGE FILE 20285 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000008 
html .html 


--MESSAGE FILE 20286 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 

O9html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCUGgkJiRkJC81VyVsJSQbDKEo=?= 
=?1iso-2022-jp?B?GyRCISYhJiEmRTQ3£SMzGyhK?= 

Date: Mon, 21 Apr 1997 20:31:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <335B5024.4F31@ymg.urban.or.jp> 

References: <335B2186.5DC@fa2.so-net.or.jp> <morohaSef3019970421182926@202.238.103.3 

5> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


> 2$B!!SISs$+S@SSSVSLSkKS/SISCS?ShS&ST!D!ID2 (J 


2$B!!CNS$39g$$$, EXOWSNE9SKShS$&Sd$/F~$CS$?SNSG! "SASg$mSC$HSd$j$*°$7$?! #2 (J 
¢$B!!:G=i$NE47}$+S$i; OEgSJ?MSJSNSG!"B) ;R;HMQ! #2 (J 

ՀՏ81 15 1ՀՏՉՏՄՏՏՃ՝ :nSOF1S8S@SmS&S$HE, EvSKSdASCSFS_$*S$7$?8,!"3 (J 

LSB! !S@SV%kKS"SC%Q!<S8ScSIS/SISCSFSkz (Մ(՞՞չ 
¿SB!!:YIt$,SASg$S3SASg$30cS&¿ (U(¿SB>P¿ (J) ¢SB! ##427ML\$G=*SoS 4! #2 (J 


> ¿SB!!:#2sSbS$S?SVSs1#S7SOS+SJSjJSSSkSsSGS7SgS&SM!#S"S1S@S1S@¿ (J 
> 2 SBSH#P#SHGSNH/GdAOSKE9F, $+Si>CS$ ($=S&S$GS9! #2 (J 


ESB! !S*S@LS3NG'SGS9S, !":#EYSO#7; ~4VSSS1SCSOSJIS7!uEE8; 3*SUSG; (J 

¿ŠB!!A)S (SkSiSTSSSGSOSM! ##244; ~4V32!<%; SSSO#T!AHSB; ~4VS4SHSK3 (J 

ՀՏ !EE8;SrMnSHS9SYS72 (J(%*%; 

—-MESSAGE FILE 20286 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000009 
html .html 


--MESSAGE FILE 20287 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
10html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?i1so0o-2022-jp?B?GyRCUVYlLaSUS5SJUg1SSE8JTYhPBsoSg==?= 
Date: Mon, 21 Apr 1997 20:33:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <335B5068.72AE@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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ԵՏՔ INcSKSHSCSF!"47S1SISSSH?ISS2 (J (¿SB>P¿ (J) 

2SB! !FCSK%13DSG2uS 9SASSSWSt!<! #3 (J 

ESB! !S&S*°S/%I%SjSUSHSGS-SISSSh!I<! #2 (J 

—-MESSAGE FILE 20287 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000010 
html .html 


--MESSAGE FILE 20288 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
llhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkJiRkJC81VyVsJSQbKEoO=?= 
=?1iso-2022-jp?B?GyRCISYhJiEmRTQ3£SMzGyhK?= 

Date: Wed, 23 Apr 1997 00:27:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <335CD8F3.752E@fa2.so-net.or.jp> 

References: <335B2186.5DC@fa2.so-net.or.jp> <morohaS$ef3019970421182926@202.238.103.3 
5» <335B5024.4F31@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 


> 2SB!!S*S@LS3NG'SGS9S, !":#EYSO#7; ~4VSSS1SCSQSJS7!UEESB; 3*SUSGz (J 
> ESB! !A}S (SkSiS7SSSGSISM! ##2#4; ~4V32!<%; SSSOHT IAB; ~4VS4SHSKE (J 
> ¢$B!!BE8;SrMnSHS9SYS73z (J (%%; 


ESBS[S[S&! #2 (J 
2 SBS—SCSHS=S1SKShSCSF%2!<%* SO#1F |$H%+%&%s%H$7$F$k$s$G$7$g$&$M!#¿ (J 
ESBS/S°SNK<!SOSTSKS+SIS! 18: (J 


ESBSGSSEkK= SASCSSSH+SIS!IISISISI#F!ITS*SASSSCSFSkz (J(^^; ESB! Ke (J 


2 SB4X78SI$$$1$15H8wSNBNNOS5 [<h$35; $OAJ<jSNFOS-S, 7k9=>P$ ($*S9Sh! #3 (7(՞՞) 
2SBS<SROLEYS*;nS7S$"S1! #3 (J 
2$B! J$3$1SG#K#0$5$15$?SiSbSNS9$4$/6~2+E*SGS9!#!Ke (J 


P.S.:¢SBS/$%*S,<sSK4, SSSFSk@VSS3P%S%ASTS, SASGS [SSSHS*S5S1!<SHS*SbSRS*S7S?! #2 (J 
C8) 


2¢$B6a!9%2!<S*%!<%:SASCSCSHSrSdSkS>!*!#!IB?T, 2 (U (*%%; ESB! Ke (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20288 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000011 
html .html 


--MESSAGE FILE 20289 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
12html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJIVYlLaSU5SJUg1SSE8JUTYhPBsoSg==?= 
Date: Sun, 27 Apr 1997 00:06:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <336219F5.750A@fa2.so-net.or.jp> 

References: <335B5068.72AR@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 
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T 


--MESSAGE FILE 2159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000862 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best C64 Games... 

Date: Thu, 07 May 1998 11:21:24 +0100 

Organization: Bacardi Ferrari V12 

Lines: 24 

Message-ID: <35518B24.15D5@manc.u-net.com> 

References: <6invjj$jpr30@chuka.playstation.co.uk> <35505375.2E25@manc.u-net.com> ՀՇ 
ipkirSjpr36@chuka.playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Steve Dunn wrote: 
> Anyone know what Geoff Crammond is doing now ? 


Having also done Stunt Car Racer and The Sentinel (due soon for a 32 
bit revamping), Բ16Ք (aka World Circuit, PC), and the mighty 
Grand Prix 2 (PC) I'm not exactly sure about now, but I hear talk that 


he's finishing Grand Prix 3 (PC). I sure hope so!! (But I doubt my 
unaccelerated P133 could handle it anyway... as it can only just cope 
with GP2) 

OooOO one more day to Gran Turismo!! I think I'll have to mosey on down 


to Toys R Us as I hear they have it playable on a stand... 


Jim (who is you might say a bit of a petrolhead) 


PS Just hired out Test Drive 4. Mmm very disappointing. A few 
nice touches though -- the drag racing is a new idea but the 
cars handle like tug-boats. Prefer it to Motorhead but that's 
not saying much. Need For Speed 3 all the way! 'Till the 'morrow. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 2159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00862 


—-MESSAGE FILE 2160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000863 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 07 May 1998 12:08:55 +0100 

Organization: Intelligent Research 

Lines: 43 

Message-ID: <35519647.5628268A@hinge.mistral.co.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> <ld8mjdd.c4g 
n4j1f0a3yuN@al-—88-100.a1.nl> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:619 scee.yaroze.freetalk.english: 
863 


DEnnis Brinkhuis wrote: 


> Thanks, would be graet if you could give me his adress. He did the same 


Net Yaroze newsgroups message dump.txt Page 13691 


GSX-R wrote: 


> ¢SB!!NcSKShHSCSF!"47S1SISSSH?ISS¢ (J (¿SB>P¿ (J) 
> ¿SB!!FCSK%$1%DSG2uS$9%@0%s%W%+!<!#; (J 
> :5811525Տ-Տ/51935ՍՏԱՏՇՏ-ՏՄՏՏՏԻՒԼՀՔ: (J 


¿SB#N#6#4SbSCSFSJSSSNSGS"S1SGS9S, !"S@SssWSGS1% jSUSHSOG (S=S&SGSISM! #2 (I(^^) 
¿SB#D!S#D!SS_S?SSSJ%S1!<%9$Sb$SN$J$Ss$G$9$+!)¿ (J 


¿S$B:G6a!"$3SN<jSN!I2u$7%2!<!1)!ISC$F27S2$JS8%c%s%k$r¿ (Մ 
¿SB7AQ@.S7SDSDS"SkShS$S&SJ5SG[S$S,S7S%S;SsS+!)!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20289 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000012 
html .html 


--MESSAGE FILE 20290 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
13html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?i1so-2022-jp?B?GyRCUSQIWSVzJUgkNyRoJCYhKhsoSg==?= 
Date: Sun, 27 Apr 1997 01:01:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <336226BC.6F64@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SSSKSASO; (J kAZZY ¢SBSGS9! #2 (J 


ESBSM%C%H%O!<%/%2!<%` SCSFS"SIS*SOSHSM! #3 (J 

2 SBS=S3SNS5S$SSHSK#N#YSNZaSSSP!<SG2!$7S+S1SFBP@0S9SkSSSYSSSHSr$dSm$&$H; WSESN: (J 
¿SBSGS9S, ¿ (J 

¿SBSSS+$, SGS7SgS&S+!)!#¿ (J 


ESBBISTSF!"!VBhO12s!"32!<3*!<%: SUS) !<%i%`F|5"$j%$%s%?!<%M%$C%HlsB-!J2>!K!W;¿ (J 
(°; 


ESBS$_SsSJSGCgGNIS/!) BP@oS9Sk?FKS1SB—-!J%?SF%S*% (!KSG!"¢E (J 
ESBSSSmSsSISH$3SmSK!ISMSCSHSd$mS$&$<!ISNI8; zSr90$_SKSSS3S&!*l#3 (Մ(՞՞չ 


¿SB:G=i$SO6a>1$G!"%m!<%$I%*%$V$Sb%s%$9%?!<%:$G%P%$H%$Sk%m%$%$d%$kS$SJ$Ss$FSS$S$+$,SGS7SgS& (J 
¿SBS+!)¿ (J 


é SBS [$+$K$*$9$9SaS,$"$kI}SO>R2p$7SF2<S$5$S! #2 (J 
¿SB$=S$NB>!"$ S$J$5$sSN$40U8+$r$*J9$+%$;S/S$SQ@S5SS!# (J 
ESBS_SIS5SsSN%US) Sm! <SrS*BTSASTSFS*S9! #3 (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzy1l68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20290 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000013 
html .html 


--MESSAGE FILE 20291 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
14html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJC8kXiRIJVE1LcyVAOCSkXiQ3UD8hKRsoQg==?= 


Net Yaroze newsgroups message dump.txt Page 13692 


=?1SO-2022-JP?B?GyRCISYhHJiEmRTQ3£SMzGyhC ?= 
Date: Sun, 27 Apr 1997 22:43:54 +0900 
Organization: PlayStation Net Yarouze 
Lines: 10 
Message-ID: <redbug$f£8d19970427224354@news1.scei.co.jp> 
References: <335B2186.5DC@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.217.106.47 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.gamer.etc_game ¿SBSN; (B 
<335B2186.5DC@fa2.so-net.or.jp> ¿SBSKS*SSSF¿ (B 
1997/04/21/ 17:12 ¿$B:"!" (BKAZZY ¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>¿$B7k9=!"F0J*70%-%c%i$O9%$-$G$9!#!J¿ (B** 2 SB! Ke (B 

TOBAL2 ;SBSKS$O!"7'$d%2Z%s%.%S$,=PSFS-S*°S9! #%SA%Q%3%3\SHS+Sb! #2 (B 
¿SBS$SGSb!"SH%j%C%-!<$JF0S$S-S$S7SF$S/S1SJS+SC$?!&!&!&!&¿ (B 

Beginner's Forum Leader 

RedBug ¿SB%sa!<%sk%"%I%1%S9>C<:Cf;¿ (B 

—-MESSAGE FILE 20291 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000014 
html .html 


--MESSAGE FILE 20292 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
15html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJIVYlLaSU5SJIJUg1SSE8UTYhPBsoSg==?= 

Date: Mon, 28 Apr 1997 00:51:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <3363760D.6CAD@ymg.urban.or.jp> 

References: <335B5068.72AR@ymg.urban.or.jp> <336219F5.750A@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 


> ¿SB#N#6#4SbSCSFSJSSSNSGS"S1SGS9S, !"S@sssWSGS1% jSUSHSOG (S=S&SGSISM! #2 (7(՞՞) 
> ¿SB#D!%S#D!SS S?SSSJS1!<%9SbSNSJSSSGS9S+!)¿ (J 


2$B! !S@Ss%wWS+! <SOA0S+SiSVSDS$+SCS$?2SNSGSO! "S$ [SHSsSIGK2UNOS, SUSSS$sSGS9! #3 (J 
£$B!!%2?!<%2%CSHSN6a$/S$*SG6S9%ST!<SISr>h$; SFS*SSSF!"SASGSESTSSSSSWNSSGz (J 
2$B!!%?!<%sS$5S$; SF8eSm<PSaSrS$VSDS1ISTSSSHAVSK9GSOSITSS3 (J (*%; 


¿S$B!!01Dj;-4VFb$K;XDj%$3!1<%$9S$Sr2?<-!"$HS$S$$&%_%C%7%g%s$O;¿ (J 
¿SB!1S"SjJS%$S9%$,!"%S1!<%95G$O%$"S$SjJS%S;Ss!# (J 


> ¿$B:G6a1!"S3$N<jSN!I2u$7%2!<!)!I$C$F?7$2$J%S8%c%s%k$Šr;¿ (J 
> ¿$B7AQ.$7$D$D$"$k$h$&$J5$GI[$, $7$^$; $s$+!)!#¿ (J 


ESB! !S3VSiS9SHSI!<%6!<S0%0%: SkKE*MWAGS, 6/$$$G$9!#¿ (J 
éSB!!S*SbSSSCS—-S42uS9S9SF!<S8SbS"SIS*S9IS, !#¿ (J 


¿$ŠB!13S30HGS$SO!"GK2u$9$SkS$S@S1SNMWAGSNS[S$S&$S, 6/SSS=S&SGS9! #3 (J 
—-MESSAGE FILE 20292 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000015 
html. html 


--MESSAGE FILE 20293 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
l6html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCRkMyQSU7ITwlaxsoSg==?= 
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Date: Mon, 28 Apr 1997 00:59:52 +0900 
Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <336377EF.3939@ymg.urban.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


£$B!!5W! 9SK%2!<%* 20SK9TS—! "FC2ZATISK%A%'SC%/SSS1SFS_S$°S7S?! #2 (J 


éSB!!SbSOSd%U ՍՏ 19 93951" ( 
¿SB!!SJSSSKEyS7S/!"S$"SCŠF 


JPG FE ՈՐՈՆ =SUSHSO¢ (J 
$b%9%] !<%D%2!<%3° SPSCS+!#e (J 


¢$B!!1,A3$H%9!<%U%!%_%=SUSHSN8! : wSKAv$k; vSKSJSk! #2 (J 
2$B! ! SbS&SASg$CSHCMCJS, 2<$, $C$?$iGc$$$@$I!<S$CSF%=sUSHS, ?tKN¿ (Մ(՞՞չ 


¢$B!!H~?) @oBbi,i/LnO:$, #1#0#0#01 ՏԱՅ ne 
¿S$B!1$S3$sSJSN#2KNSbGcSCSF$IS&S9Sk26; ¿SB>P¿ (J) 


ESB!!% Ար 0 p ee 
¿SB!!9]SbSJSSS7!#¿ (J 


¿S$SB!!0f>eSJ$SsSHS+$GM-L>$J!)%$G!<%?%S`%]%j%S9%?!<SN%$"%S$/%7%Sg%s%2!<%`$G¿ (J 

s 1 $J$eSH$+SCSPSNS, $"SC$2$a$6S9S, !"GbSIS+SCS7SNSGSdSa! $2 (J 

—-MESSAGE FILE 20293 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000016 
html .html 


--MESSAGE FILE 20294 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
17html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJC8kXiRIJVELcyVAOCSkXiQ3UD8hKSEmISYDKEI=?= 
=?1SO-2022-JP?B?GyRCISZFNDd9I ZzMbKEI=?= 

Date: 28 Apr 1997 01:09:53 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 15 

Message-ID: <5k0td1Sdfk@newsl.scei.co.jp> 

References: <335B2186.5DC@fa2.so-net.or.jp> <redbugSff£8d19970427224354@newsl.scei.co 
-jp> 

NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:; $BSGS$9!#¢ (B 


RedBug <~$B$5$s[)$/¢(B 
> 


>TOBAL2 :SBSKSO!"7'S$d%Z%s%.%S$,=PSFS-S*S9!#% a $3%\SHS+Sb! #¢ (B 
( 
a 


>¿SBSGSb!"%H%j%$C%-!<S$JF0S$S-S7$SFS/S1SJS+S$SCS?!&!&!&!&¿ (B 

ce ԱՄ SGS3%S\SC%S/SKSHS+SESTSFS/S1S$kS$s$Gz (B 

éESB!!S7SgS&S+¢(B...¢SB!J>P!Kz (B 
hk Sl; Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ny ey Aer E_Mail_Address : falcom@bekkoame.or. jp Sfp 
ae ie Թ. Net Yarouze! ID : ayz00581 ff 7 


—-MESSAGE FILE 20294 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000017 
html .html 


--MESSAGE FILE 20295 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
l8html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 
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Newsgroups: playstation.ny.gamer.etc_game 
Subject: =?1s0-2022-jp?B?GyRCJUVO1MSVDJUglLbCE8 JTUhHPCRDJEYhHISELISUNI xsoSg==?= 
Date: Thu, 01 May 1997 04:14:57 +0900 
Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33679A31.7B35@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.9 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS3SsSKSASO¿ (J kAZZY ¢SBSGS9! #2 (J 


¿SB%J%` S3$N%$] S1SCSHS1!<35!<SCSFCNSCSFS*S9!) !# (J 


ESBO11~% (S1%aS+SiST7TSSSNSGS9S, @(SSSGS9!TSSSmSsSJOUL#ESG!IK! #2 (J 


ESBSISSSHCE?HSO! 17 (OUR.R.R.gSBIISG!"S$7$+SbsAsgom#Osb!<S1z (J (¢$B!) 4 (1) ¿SBSGS9!#¿ ( 


é$B:G=i! "C£SKZW3139SFS,F~SCSFSkSsS8ScSISSS+SCSF;WSSS*S7S?! #2 (Մ(՞՞) 


¿SBA`:n$O%SO%Ss%$I%Sk$H%"%/%;%kS$SN$S_¿(J!!¿S$B!#¿ (J 
¿SBS*S=SkSYS71*!#¿ (Մ 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 


13694 


Մ 


—-MESSAGE FILE 20295 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000018 


html .html 


--MESSAGE FILE 20296 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 


19html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCUVYlLaSUSJUg1ISSE8JTYhPBsoSg==?= 
Date: Thu, 01 May 1997 04:50:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3367A286.4FDE@fa2.so-net.or.jp> 


OD.6CAD@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.9 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
> SB! !SVSiS9SHSI!<%6!<S0%0%: SkKE*MWAGS, 6/SSSGS9! #2 (J 
ESB! !S*SbSSSCS—-S42uS9S9SF!<S8SbS"SIS*S9S, !#¿ (J 


> 
> 
> ¢$B!!3$30HGSO! "GK2uS$ 9$kS@S1SNMWAGSNS [$&$, 6/SSS$=SE&SGS9! #2 (J 
ESBS"S"!"STSSSEAS+SSSSSIS! I "#N#O#4GCS*SES+SIS! 18. (J 


¿SB#D#D#2SG62=LSGS9S, !"#D#D#E2Z ! "#LEYSDSUS#SKSCS7SESTS?S3SHS"SIS*S;Ss!l#z (U (%%) 
é SBSDSHSHSHSUS#ESKSCS7 SES 7SHS &SHSSSE5SS, ՏՄՏՏՏՏՏՕՏՉ |, (J 
¿SB#1EYHtSsS@Si%S1l1!<%9SJSSsSFSdSCS$SFSiS1S S;Ss!# (I(^^; 


P.S.:¿ŠB$S3SNA0!"F|DLSN%U%)!<%/%3j%$USHS,GzAVS$7$SF$2$7$?1#¿ (Մ(՞՞չ 
ESBS"S1SO7K9=E@ (S+SCS?!*!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 


References: <335B5068.72AE@ymg.urban.or.jp> <336219F5.750A@fa2.so-net.or.jp> <336376 


—-MESSAGE FILE 20296 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000019 
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html. html 
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--MESSAGE FILE 20297 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 


20htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJTIhHPCVgSGNUPhsoSg==?= 
Date: Thu, 01 May 1997 05:14:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <3367A840.5568@fa2.so-net.or.jp> 
References: <33534D0E.7158@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.170.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS3SsSKSASO¿ (J GSX-R ¿$B$5$s!"¿ (JkAZZY ¿SBSGS9!#¿ (J 


> ¿SB!!2654SNS_SNFC=8SGS&S1S7S+SCS2?¿ (J (¿SB>P¿ (J) 


¿SBSSSdS!!"SoS?S7Sb3ZS7SaS*S7S?Sh!#¿ (Մ(՞՞չ 
2 SBD 34 |E*$K$3SN<3$N&M% 2$OSdS$SCSFM_S7SSSGS9!#¿ (J 
258178»: oSOSd$SiSJSSSQ@SmS&S7!"FH@jJSGS9SMI!K¿ (Մ(՞՞) 


¿SB!!S7S+$7!1"%$21<%`; (7 OSGS3SESSSE4K2NSrSdSiSl$k$H!"3 (J 
éSB!!SKSo$+<}=82HS, A}$ (SF6%AHN (!uCMCJS, 1&!&!&!&!JSISSSNS@!Kg (J 


¿$B!!IT9, Cf$N9, SSSHSSS$ (ShS&z (J (¿S$SB>P¿ (J) 


2$B!!SASJ$_$K!V=P2q$ (EBMMS"$CSQ$101HV! WSO! "H/GdF | $KDj2A$GGc$$$^$7$?!#¿ (J 
$B! !$*SoSjS+SiNd$?$$L\$G8+$i$1$?;vSO!":#SGSO$$$$;WSS=P$G$9z (J (¿SB>P¿ (J) 


VV NV VV V V 


¿SB$M!<%_%s%05,@($9$.!*!#;(J(%2) 


ESBSOS$?S7SO!IS?S1S7SND) @o>u! ISOGc$$S$*S$7S2?!#3 (JT (^^; 
¿SB%%“%$%/$,2uS1SFS$S?$NSG%/%j%"=PMhŠ:!*!#¿ (T(7_7) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 


ESB! !S[$7$$$H;WSCSFS$k%S2!<%° SG<jSKSSS1SFSISSSNS, Տ"Տ՞Տ):ՎՏՇՏԻՏՄՏԻՏՇՏՉՏԱՏՕչ (J 


—-MESSAGE FILE 20297 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000020 


html .html 


--MESSAGE FILE 20298 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 


21html.html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJIVYlLaSU5SJUg1SSE8UTYhPBsoSg==?= 
Date: Thu, 01 May 1997 18:49:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <3368670B.248F@ymg.urban.or.jp> 


References: <335B5068.72AR@ymg.urban.or.jp> <336219F5.750A@fa2.so-net.or.jp> <336376 


OD.6CAD@ymg.urban.or.jp> <3367A286.4FDE@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 


> ESBS"S"!"SISSS@S+SSSSSIS! !"#N#O#4GCS*SES+SIS! 1. (J 
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¿SB!!3S30SN¿ (JN64¢5B%2!<%> SO!"9SS-ST?MSKSOS?S*SiSIS$:n1J$, ¿(J 
¿SB!!S=šSmSCSFSkS_S?SSSGS9!# (J 
¿$B!!F|KN$G=PSk$H$-S$SOG$E7F2S,<j$r$$S$S1$F$7S2$$$2S9$, (Մ(՞՞չ 


ee Տ ՏՐՈ: S;Ss!# (J 
¿$B!!$b$&#2G/6a$/E15~9T$C$F$J$$$J$"!#¿ (J 


> P.S.:¢$B$3SNA0!"F |DLSN%US) !<%/%j%USHS, GZAV$7$F$^$7$?! #2 (Մ(՞՞չ 
> ՀՏ8Տ"Տ1507Խ9-6 ($S+S$SCS?!*!#¿(J 


ESB! !S$VSiS9SHSI!<%S6!<8=<BHG!*!)¢ (J 

ՀՏՑ 155595, !"0zSC1[$7$rJQ¢s ( (Sk2q<RSGS9SMz (J (AS 

—-MESSAGE FILE 20298 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000021 
html .html 


--MESSAGE FILE 20299 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
22html.html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJTINPCVgSGNJUPhsoSg==?= 

Date: Thu, 01 May 1997 18:55:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33686876.3769@ymg.urban.or.jp> 

References: <33534D0E.7158@ymg.urban.or.jp> <3367A840.5568@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 
> ~SBSM!<%_%s%0$,@($9S.!*!#z2 (Մ(՞՞) 


¢$B!!<g?M8xSOGO</EBMMSHGO</2&; R$G$9$, !"SOSCS-SjSSSCSF2&;R; HS ($*S;Ss! #2 (J 
¢SB! !EBMMS, 4pKNSGS9¿ (J (¿SB>P¿ (J) 


2S$B! !<BSOS3SN%2!<%* !"#2?MF1; ~SWS1%S; ~SK2?<90STSP%0S, S"SkSsSC6S9! #3 (J 
$B! 13F% 9%F!<%8%N%9%/%j%S"S7S?SHS-!"#1#PS,2hLL1&SKSSSF!"Ü#2#PS,2hLL:8SKSSSF!" (J 
ESB! !STS*S+SDF1S8#Y<4>eSKSSSk>19gHa7> $,5/$-S*°S9! #3 (J 


ESB! !S3SNS;SSSG!"SiS9SHSISF!<S8@#ANS*SGITSCS?SNSKSdSk5S$rSIS/S7SFE (J 
¿SB!!M'C#SKB_S7S?2SHSSS&OESS2aSnS,S"$S)S%S9!#7k6IS%S@%/%j%"S7SFS S;SS!#¿ (J 


2$B! !SAST$_SK!"S=SNM'C#SOB>$NM' C#SHSdSCSF2PQ1$*SG9TS-S$*S7$2?! #2 (J 
¿SB!!S=S&!"%M%?%P%1¿(J(¿SB>P¿ (J) ¿SB$G$9565, ! "SiS 9%HS9SF! <S8SO02PA1STSNS$GS$93 (J (%%; 
> ¿SBSoS?S7SO!IS?S1S7SND) 00»Ա11506օ555՞57921ՔՀ (Մ(՞՞չ 

> ¿S$SB%%*%S$S%/S,2u$1lSFS?SNSG%/%j%"=PMhS:!*!#¿ (Մ(չ :) 


ESB! !; d$bGc$$$^$7$?!# (J 
¿$B!!Do$, %/%Jj%"$7$^$7$?$, !&!Gl&l#e (J 


é$B!!B.96SGC!$-Gd$C$?;v! "SSS*SKSISCSF8e2yS$7TSFS$$*$9z (J (¿S$B>P¿ (J) 
—-MESSAGE FILE 20299 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000022 
html .html 


--MESSAGE FILE 20300 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
23html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso0-2022-jp?B?GyRCRUU8ViRHIO0cjTyEGISYkSCOQJEEKYyRzJE47RTt2PmxKVBsoSg==?= 
Date: Sat, 03 May 1997 23:33:46 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 28 

Message-ID: <336B4CCA.6366@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.2 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS3SsSKSASO¿ (J kAZZY ¿SBSGS9!#;¿ (J 


ESB: #F | !"$2!<%; SsSKSSSCS?SiEE<VSGHGHO! * SrSdSCSFSk?M$r8+$+$1$?SNS$Gz (J 
ESBH4; ~SNI}8~¢ (J (A; ESBS+SiST7TSPSi$/4Q; !$7$F$^$7$?7$s$G$9$, !"$=$N?M$, $^$?; (J 
ESBSES*SSSNSISSSN46?7457S“°S7S? 1 #3 (J 


ESBSb$S&%1SP!<A* :n$,AG?MSGSOSJS/!"7ZSd$+SHS$SS$&S+S7SISAS+SHSSSEStE (J 
¢$BDd;_OLCVSND4@0$b<BSK< j47S15?SbSNSCSF46S8SGS7S2?! #3 (J 


ESBSG!"3 (J 
¿SB$J$s$J$/%/%j%"$5$I$?$N$G$A$J$C$HOC$7$+$1$?$s$G$9$, !"¿ (J 


ESBSASCSOS$ jE (J 
¿SB#P#R#OSNJ)$G#O#RSN8=Lr1?E><jMMS$G$7$?!#¿ (J (*%) 
¿SBS=SN8e!"S$=S$NJ)SNS*;RS5SsS,MhS?$NSGI (SKJUzS$SSF%W%1%5SS$5$18$FS257S2?1#¿ (J 


2$B! 0: #EYSO<B67 ! uS"$I%&SS%9IUS-!Kz (Մ(՞՞) 
2 SB<BSKHy>P$*$7$S8w7J$G! "AGE ($J$*ICMM$G$7$?!#¿ (Մ(՞՞) 


¿SBS"SC!"%2!<%`SDSSSFSOSUS1SFSJSSSd!*!*¿ (Մ(՞՞չ 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20300 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000023 
html .html 


--MESSAGE FILE 20301 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
24html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCRTQ3fSMzJE41UiVtJSQlcxsoQg==?2= 

Date: Thu, 08 May 1997 00:17:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <morohaSef3019970508001746@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.181 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS7%C3* SESE! TSGSHDS"SNSDSES j$@SHS8SC%S* SESESKSTS+FISaSTSSSSSGCS9SISTIKSN: (B 
¿SB%b%$G%k$O!VH` !WS@S=SE&SGS9SM!#S7S$+S$7!"!VH* !WS,S"SsSI%] !<%3:SrSHSCS?SNS$+; (B 
ESBSH;WS&SH!"SIS+SIS+4 (ՏՏՏԵՏԱՏ, !E! Ez (B 


2$B!!@N!"Sm!<%1I%9Eg@o5-SHSF! ՀՏԱՏԱՏՔՏՈՏՏՏՏՏ, <BSO!VH*> !WS@SHSSS&S3SHSrCNSCz (B 
¿$B$?; ~SKISE ($9Sk4 (S$5Sd$J!D!D¢ (B 


// Brave Sir Robin ran away He bravely ran away away // 

// Moroha Otuki ¿$BBg7n=tMU; (B // 

// http://plaza7.mbn.or.jp/~moroha/ // 

—-MESSAGE FILE 20301 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000024 
html .html 


--MESSAGE FILE 20302 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
25html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
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From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?1SO0-2022-JP?B?GyRCRUU8ViRHI0cjTyEQISYkSCQqJEEKYyRzJE4bKEI=?= 
=?1SO-2022-JP ?B?GyRCOOU7dj5sS1LObKEI=?= 

Date: 13 May 1997 06:00:53 GMT 

Organization: Net Yarouze (SCE) 

Lines: 28 

Message-ID: <519021S8r2@newsl.scei.co.jp> 

References: <336B4CCA.6366@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.140.172 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>E$B:#F|!"%2!<%; SsSKSSSCS?SiEE<VSGHG#HO! *SrSdSCSFSk?M$r8+$+$1$?SNS$Gz (B 
>¢SBH4; ~SNJT} 8~¢ (B(%%; ESBS+SiS7SPSiS/40; !STSFS*S7S?SsSGS9S, !"S=SN?MS,$*°S?¢ (B 
>ESBS&S*SSSNSISSSN46?4$7S°S7$?! #2 (B 


¿SBEF<VSG#G#O! *SOSRSCSHS7S*S7S?2SM!<! #3 (B 
ESB7kK9=$_SIS5$s!"Sd$jS3$sSG$k46$8SGs9sSh! #2 (B 


>¿$SBSbS&%1%P!<A`:n$,AG?MSGSOSJS/!"7Z$dS+SHS$SSS&S+S76SJSdS+SHSSS&S+¿ (B 
>¿$BDd; ՕԼՆՇՄՏԱՇ400ՏԵՀՅՏԻՀ)475152ՏԵՏԱՏԸՏԲ465850575218: (1 

> 
>¿$BSG!"¿ (B 
>¿$SBSJSs$SJS/%/%Sj%"$5$S1$?SNSGS$SASgSCS$SHOCS$S7S+$1$S?$s$GS9%$,!" (B 
> 

>ESBSd$C$Osj!#e (B 

> 

>¢SBHEP#R#OSNI } SGHI#RSN8=Lr1 27E><jMMSG$7$?! #2 (8(՞՞) 


ա 


ՀՏՔՏՅՏ:51Տ57ՏՏՏՇՏՉՏ, !"S=S&S$SS&J)S,%2!<%S;%sSKMhSkShS&SKSJSCSF¿ (B 
¿Š$ŠB8D?ME*S$SK4r$7$SSGS9!#; (B 


>¿$BS"SC!I"%S2!<%`SDSSSFSOSUS1SFSJSSSd!*!*¿ (B(%%; 


¿SBS$S$d$!!"$21<%`9%$-$JSiCNSCSF$$SkSN$GSO!)¿ (B 
¿ SB; dSOSd$4$*$;$s$, !"$h$/8+SkSNSGFDMFSO2r$4$*S9S, !&!&!&¢ (B 
¿ $B; d$, SdSkSNSOE\<sNNK*!*¢ (B 
¿SB#K#B#O;¿ (8 
--MESSAGE FILE 20302 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000025 
html.html 


--MESSAGE FILE 20303 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
26html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re:=?iso-2022-jp?B?GyRCJUC8kXiF LUVE]LcyVAJE4/NzU7ISkhdU4iNTshKRsoSg==?= 

Date: Tue, 20 May 1997 19:30:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33817D44.19E1@fa2.so-net.or.jp> 

References: <335B2186.5DC@fa2.so-net.or.jp> <morohaSef3019970421182926@202.238.103.3 
5» <335B5024.4F31@ymg.urban.or.jp> <335CD8F3.752E@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESB:rF|!"$/$*!uSQ%s%@SNLLGr$$5; !) $r8+SD$1$*S$7S$?! #2 (J 


LP+LK+Rk ¿$B$G$9!#¿ (J 
¿SB9xSK<jSrEvSFSF%9%-%SC%WS7SJS, $i8eSm$K2<$,S$5S*°S9! #2 (J 


¿$BM>CL$G$9$, !"¿ (J 
ESBA4S—-ScSil"SISWSLSSCESKSISIS+SN%\%S?%SsSr2!S7SFSKSHS=SN%\%?SSSKBP1~S7$?>!SAz (J 
¿SB%]!<%:SKSJS3jJS AS9!#;¿ (J 
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¿SBS/S“S$SGSO¿ (IRK $B$, $*$9$9$a$G$9!#>P$ (S*S9Sh! #e (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20303 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000026 
html .html 


--MESSAGE FILE 20304 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 

27html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCRUU8ViRHI0cjJTyEqISYkSCOQQUEEKYyRzJE4bKEo0=?= 
=?iso-2022-jp?B?GyRCO0U7dj5sSlQbKEo=?2?= 

Date: Sat, 24 May 1997 03:04:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <3385DC3B.5613@fa2.so-net.or.jp> 

References: <336B4CCA.6366@fa2.so-net.or.jp> <519021S8r2@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.170.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SSSKSASO!"3 (Jkbo ¿$B$5$s!"¿ (Մ kAZZY ¢-SBSGS9!#2 (J 


kbo wrote: 
> 
>¢SBHP#RHOSNJ } SG#IJ#RSN8=Lrl1 ?E><jMMSGS7S?! #2 (J (%%) 


¿SBSaS:SiS7SSSGS9S, !"S=SESSSET}$,32!<S; SSSKMNSKSHSE&SKSISCSE? (J 
2 SB8D?ME*SK4r$7S$S8G6S9! #32 (J 


VVVYV 


¿SBSoS?$S7SbS=S$S&;WSSS*S7S?!# (J 
¿S$B$=$NJ)$b!"$3$s$J%2!<%`$,$"$C$?$H$O:G6a$*$GCNS$SiS$JS+S$SCS?SCSFSS$SSoS1$SFS$S?2S$SNS$SG; (J 
£$B?7$?$I%2!<%*!<CB@8SNM=4 6Bg$G$9! #6 (J (“*; 


> 2$B; d$, SdSkSNSOE\<sNNK*!*2 (J 


2S5B:G6a!":PSr<h$C$?$;$$S+%7%e!<SFS#SS%30S, SaSCS—-S$jSKS?S/S=SKSISCSFSTS*SSS*°S7¢ (J 
ESBS?! #2 (J (7_7) 

ESBS*SM!<%SQ%0!<_ZNvV%Sb!<SISGS9! #2 (Մ(՞՞չ 

¿SBS4S[SC!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20304 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000027 
html .html 


--MESSAGE FILE 20305 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
28html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Game Paradice 

Date: Sun, 08 Jun 1997 10:14:53 +0900 

Organization: Digital Media Lab. 

Lines: 19 

Message-ID: <339A078D.330C@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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2 SBS3S$sSKSASO! "$4$g$5SG$9! #DAS7$/F |MKF | $KEJ9F$7$F$^$9! #3 (J 


ESBS (!<!"S2!<% E79qgSI$k%2!<%* SrGcSCSFS-S*S7S$?! #2 (J 
ՍԱՐ ՏԱՐԱ ԱՎԱՆ D, SsSPSCSFSkS>!"38%c31%3!WSCSF46$83 (J 
éESBSGS9! #2 (J 


2 SB8D?ME*$KSO!"01;~4|$(SiS/G. ԱԱ ՆՆ ys 
ESBSSSNSTSOS, !"%.Sc%C%WS$,S"S3jS9S.SF9%S-S$SGS9!#%2!<%`KNJTS$SGSO?ISSS1SI¿ (Մ(չ: : 


ԱԱ Աա Ա Աաաա $9!#$*$^$1$,$?7$/$5$s$"$C$?$J$7$F!"%5!<%S%9@:?02"; (J 
¿SB@9S@S7SM!#¿ (J 


2$B!&!&!&S=S1SKS7SFSb!IVG.SSSNSDDKSSSNSbSd!WSCSF!&!&!&3 (U(— —;;; 


¿SBS3jSgS&¿ (J 


E-Mail : ryo@tokyo.dmlcyber..co.jp 
-—-MESSAGE FILE 20305 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000028 
html .html 


--MESSAGE FILE 20306 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
29html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCJSIlViVOITwlXiVrJUElJyVDJS8bKEo=?= 
Date: Sat, 14 Jun 1997 00:33:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <33A16839.2783@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.21 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS3SsSKSASO¿ (J kAZZY ¿SBSGS9!#¿ (J 
ESBS3SNS“%S (!IS"SVEN!<S*SkKSAS'SCS/ I ISTSkKSIS S3SN% (S1SaStSr$d$jS*$7$?!#e (J 


¢ SBF SBrLdBjSKEZS$ ( eS SN2sEz$, @S4VSGSOB? ?tGIS+>/ ?tGIS+SGS"SVSN! <S*SkEYSr?GCG3 (J 
ESBSOSKE[SGS9! #2 (J 

¢SB3FETF;1\8) ԱՅՆ OcS&!TSm!<S+SkST#HCHMSKSDSSSFSHS$+!KS8SC%3SSkSDS"SCSF7K9=¢ (Մ 
éESBLLGr$$$G$9$h! #2 (J 


ՀՏԹՏՕՏ257ՏՕՏՀ- E ՍՈՆ S 6 inet 
ESBAD!ISGS7S?! #2 ( u (6 9 
ՀՏԹՏՄՏՏՏՇՏԵչՀ (U9¿$BK|¿ (U8;$BT4?MSK012?2MSN0o: ` $@$=$&$G$9!#; (Մ(՞՞չ 


¿SB%SN!<%*“%SskEYSO¿ (Մ -—252¿SBEQGQSG!"2a5n¿ (J100¿SB?MCf¿ (J100z¢SBOLSGS7$?! #2 (J 
¿SBS3SsSISO!"%1%YS ke (JAS SBSrL\; XS7SFS,$sSPSCSFS_S$*S9!ISCSFL\E*S,0cS&S>!*!IK! #2 (J 


ESBSASTS_SKS0$?S7SKSUS5S$0$78$0 [@-SO! I: y2V>*SrSMSiS$é&z (J4¢$B:PLFGO!I! #2 (J 
¿SBS*SSSiSO=CS+¿(J!!¿SB!#¿ (Մ(՞՞չ 


ESBOLEY!"3'S5SS$sS$b%A%'%SC%/S7SFS_SFSOSSS$+$, SGS7Sg$&St+!#z (J 


ESBSGSOSGSO! #2 (J 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20306 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000029 
html.html 


--MESSAGE FILE 20307 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
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Here's his details.... 


Maurice Sibrandi (sibrandi@orion.nl) 


> I do work in Amsterdam as a freelance system-manager. If you want, we 
> can meet in Amsterdam. Why are you in Amsterdam? And do you have a place 


Weekend break with my fiance and a few friends (being tourist's Friday 'til 
Monday) .I hear it's a holiday weekend there, so it should be fun...see the 
sights, drink some 

beer (etc) 


> to stay in the Netherlands? You can stay at my humble place if you want. 
> I'm just a student, but compared with England I live very spaceious. 


We don't all live in tiny London hovels ;) (I've got an apartment at the 
Marina in Brighton, balcony over the lagoon, 
boats, sea, sun, plenty of space and a pleasantly long way from London) 


We're staying at some Hotel in the centre of Amsterdam (cann't remember 
the name of it).... 


> Just let me know, and meeting in Amsterdam is never a problem I think. 
> (us lucky dutch students have a pass for free -or reduced- public 
> transportation) 


It was never that easy when I was a student in England....I think thedutch 


get it to easy - being a student is all about tiny grotty smelly houses 
and walking everywhere 'coz you've got no money :) 


> DEnnis Brinkhuis (NL) 


Craig. 


—-MESSAGE FILE 2160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00863 


—-MESSAGE FILE 2161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000864 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: EVENT003 

Date: Thu, 07 May 1998 17:42:40 +0100 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <3551E480.482F@writeme.com> 
NNTP-Posting-Host: gfs0-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hey all, 

The Japanese EVENT003 section now has contents - if you don't know how 
to get there then follow the 24C Resource > Reviews > EVENTOO3 links 
from: 


http: //www.netyaroze-europe.com/~mrfrosty 


You've got one up on me here... I've so much work to do that I won't be 
able to check'em out until Monday : ( 


Satisfaction (almost) guaranteed! 


James (~mrfrosty) 
—-MESSAGE FILE 2161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00864 
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30html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: Game Paradice 

Date: 14 Jun 1997 02:47:24 GMT 

Organization: Net Yarouze (SCE) 

Lines: 20 

Message-ID: <5ntOns$3c9@newsl.scei.co.jp> 
References: <339A078D.330C@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.247.139.164 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


>ESBS (!<!"S2!<S° E79QSI$k%2!<%S* SrGcS$CSFS-S*S7S?! #2 (B 
S CG 7 7 U TU ae eg SsSPSCSFSkS>!"%8%c%1%3!WSCSF465S58¿ (B 
>¿SBSGS9!#; (B 


¿$B;d$OGc$ ($*$; $s$G$7$?! #2 (B (T—T) 

ee eg s n; 5 ear oue 

¿SBS$S7S+$7!*¿ 

¿SB%21<% | S S I E T ass I%+!<%s!##2LLSGSIS+!<%$s!#; (B 
¿SB#1%N%9!"<jš$rGK2u$@ShSJ!&!&!&GK2u$G$-Sk$S*S$SGSN%$O%?!<%s$K$b$C$FS$SS1S:SIS+!<%s!#¿ (B 
¿SB#2$/$S%“!#=F$JSC$SF!&!&!&$"!"=E$JS3S9$.$S2?1!#SIS+ !<%s!#; (B 
¿SB#2%NS9!#3NS+Nk$@$hS$SJ!#=ESJSCŠ$ŠF!&!&!&%SIS+!<%s!#$"!"=FE$JSCS$SA$ScCS%S@ bee alan 
¿SB#4Cf%N$9%1!<%9c-—-BNSb>h$C$+$j!&!&!&%IS+!<%s!#S"$l>1=j$,0c$C$?S+!# (B 
¿SB#4%N%9$P$i;5$-J8;z!"$—-!"@Z$jJV$7$, !&!&!&!&¿ (B 

¿SB!&!&!&!&¿ (B 
ESBSdSCSQ!"FQS$7SS$o!#¢ (B(T-T) 

¿SB8+$?LNSHSAS, SCSF!"S*SKS"8~S1SCSFSSS&S+! "TaDLSN?MS$O$G$-SISS$SGS9SM! "z (B 
¿SBS3SNS2!<%` !#S5*°S:SOS8SaSO#3LLCE7275! SN#3#WHAFYSNS1SCS7SES, 3-SDSSSGSISM! #3 (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 20307 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000030 
html.html 


--MESSAGE FILE 20308 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
31html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: Game Paradice 

Date: Mon, 16 Jun 1997 12:10:57 +0900 

Organization: Digital Media Lab. 

Lines: 15 

Message-ID: <33A4AEC1.710D@tokyo.dmlcyber.co.jp> 

References: <339A078D.330C@tokyo.dmlcyber.co.jp> <5nt0OnsS$3c9@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS3SSSKSASO! "#K#BHOS5Ss! #e (J 


> ¿SB$dSCSQ!"Fq$7S$SSo!#; (JU (T—T) 
> ¿SB8+S?LNSHSAS, SCSF!"%S*°SKS"8~S1SCSFSSS&S+! "IaDLSN?MSOSGS-SISSSGSISM!"¢ (J 


ESBFQOWEY; (J "Very Easy" ¿SBSGS$SdSCSFS_ ՏԲՏՕՏՏՏԻՏ, SGS7SgS&!)¿ (J 
¿SB;dsbs+SJsj$rs k%2!<%S*!<STSNSG!"; OSaSO$*S=Sk$*S$=SkSd$CSFS_ Է: S7S?!# (J 
ESBSASIS_SKSUS#! <SkSIS3SSSPSCSHSN5!BNS, !"S+SIS56/SSSGS9! #2 (J 


¢$B%1%$%9%H!<%*> SN: GDcFQOWEYSKHfSYS1SP!"S+SI$43ZSG$93 mo 
¿SB!JSH$OSSS (SN! <$S“Sk0J>eSNFqOWEY$KSJSkSH!"$+SJS3j$- S sehen (J 


¿SBSGSO!#¿ (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20308 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000031 
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html .html 


--MESSAGE FILE 20309 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
32html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: Mr.BONES 

Date: 27 Jun 1997 08:31:04 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <S5ovto8Sfvn@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.209 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2 SBH/GdA0$+$i32Z$7$_$G3Z$7$_$G!":#F | D+%S%ASGGcSCSFS7S$*S$S$$*$7$2¢ (J (՞՞չ 


2 SB46A[$O!&!&!&$bS&:G9bSGS9! #2 (IFFT: SB$US#!<%P ! <SNLFSG5cSS$SF$k%5%?!<%sSSNS$?$az (J 
ESBSK!"S<SRGcSSS$*S7SQGS&!#:G=i1SO!V27?S8$c%33%5%SC!WSH; ՈՏճՏԻՏԵՏ7Տ15՞-՞ՏչՏՏՏ/ "2 (J 
ESBLL$, 2J$* $[$I$KLLGr$5$0%, 58, 55265, $5$*S9! #SHSSSES+! "=xHWS, ԱԱ E 

2 SB@—Sr>/57$ : SD3XSV$ 2 SaSNSASeE ! <ZHS 4S" Sk SKSISCSFSkSSSGS9SM! #3 (J 


¿ $B; B?7$J%2!<%` @-!"S*SPS+SISFSSSISHE (J (ESBSGSb:n$ j$OS*S8Saz (J) ESB! "OnS1$kSmSC3/:2!%*3 


¿SB%$[%$s%H!"%"%a%j%+?MŠSFE[$SO2?9MŠS (SFSsS@Smz (J (^^; ¿SŠSBAa$/Sb;dE*:#G/EY: (J No.1 ¿$B$N¿ 
(J 
2 SBBFSS@<9bSSSGS9! #2 (J 


)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 20309 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000032 
html .html 


--MESSAGE FILE 20310 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
33html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1ISO-2022-JP?B?GyRCJUSgLTSV£ITwLPCVtNEpDMTk2TixLIRsoSg==?= 
Date: 1 Jul 1997 17:19:21 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 29 

Message-ID: <5pbe6ép$t97@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


éSBOJA0!"%;%, 2 (JBBSz SBSKSb=q$-9~SsS@SNSGS9S,!"G:SaSk?MSK! #2 (J 
ESBS?S@!"S3SN%2!<%* SOHSLn; aSb8@SCSFSSS$kSh$é&$Kz (J 

¢ SB! VM} IT?TSKE (SKAx6x$9Sk%5%S"%Sk! WS, L\E*SISNSG! "<td, $J$j$K¿ (J 
¿$B96N, $rC5S9SNS, @5S$7SSSNSGS9S1STSMe (J ! š 


¿ŠB#E#0O¿ (J ¿SBSN¿ (J 2585 (985. oo (J ot Oe ee 
Seed Ree A (J ¿SBE]$7$+$?$G$9!#; (J 


ե 


¢ SBEV#RH#SSGE (SN@5LLSKS$S$$/! ISTSTSTST!&!&!&S$H2;$, $9SkS*S$G!IKz (J 
2$B!V%.%c!<!WSH2;$,$7$?Si!"BTSDz (J 
158175 s ՅՅ $, LD$C$?$i!"8eB`$7$J$,$i%S!<%`$r¿(J ¿SB%SASc!<%8S9Sk!#; (J 
¿SBN/S“$C$?SiFSSD¿ (J 


WZ Ree, Հատ wS, 


(1 
(2 
(3 
(4 


¿SBMjS3jJSKS9SkSbSNSO¿ (J ¿SBIV$V!<%$V!<!W2; $SGS9!#E (S, 6aS/SK$SSSkSHS-SN:¿ (J 
2SB!V%.%c!<!W2; SO! "JISN8~$3S&SGSbH?1~$9SkSNSGz (J 

i SBEVSFSKS7SFSOSS$18%S; $s! #FCSK! "==; 20) $G!"E(S, 2#$+SiGwSCSFS/SkSHS-SO!"% (տետ չ (J 
2$B!<SNLDS$—@<S$+Si7Y9p2; $*$GSN%3?%$%_%S%0$, @5LL$+$i$/$k>19gSHOCS&SNSG!"S>$:$4+573 (J 
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ESBSSSGS9!#; 29MDxEYSKS7S$*S$7$qg$&! J$3$1$G65c$+$5$1$? ?MSbB?SSS0S: ! Kz ( 

¢ SBBg; vSUSNSO! "SJSkSY$/¢ (J1zSBIS$rAj<j$KS$9SkS3SHSH!"8eSmS, Տոնի SrA*SVS3SH!"SGS9!# 
2 (J 

z SB6IS, $}30SGSOEVA3! "F ($2$=$3$I$$$*$9! #8e$m$, DIS1S1$P ! "S5S$i SKE ($, S$$k$H$-$GSb (J 
£S$BS5S$,S5B3S1S1SPSISsSHS+SIS4S*°S9!#8eSmSK2s$49~S*S1STSSSh$&CMOU! *!* 3 (J 
ESBS5SiSK!"%;%, SNSQSCSISN; (ULR $B3\%?%$sSS03% (S3M$_!<SKAx6xS7S$?SHS—-S"SOSFSF2!5$7$S, SASJSN: 
(J 

éSBSGCmOU! #7bSHS&SHS7SFSHSSSGSbSISST}8~Sr8~SSSFS7TS*SS!"SdSiSIS*SO! #2 (J 


ESB47$1SFS$/S1$P!VSV!<%V!<!WLDSkS*SGFMSC9~SsSGSQSCSQOSH8eEB S7TSF!IVS, !<Ss!*!WSGS9z 
2SB!#4IC1$CS9!#SHSOSSS (!":G8eSN%Q!<%+!<ARSKSN#41SSO! "F~S48}SGFO08~ Աա Մ 
ESBISSESD3N<BSKS$?S*S7S*°S7$25S, !#¿ (Մ 


-—-MESSAGE FILE 20310 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000033 
html .html 


--MESSAGE FILE 20311 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
34html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: gSBS7%cS*SfS&SNFFE (J 

Date: 2 Jul 1997 06:54:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <01bc86b4$4175b680Se90d84d2@magi-system> 
NNTP-Posting-Host: 210.132.13.237 

X-Newsreader: Microsoft Internet News 4.70.1157 


ԱՆՐ $7$F!"; (Jyarouzez$B; 22C=iF | ՏԱՀ (Jkanzakiz$BSG$9!#$3$1$+$i! "Kv1J$/$h$m$7$/$ 
*4jSS¿ (J 
¿SBS7S“S9!#¿ (J 


¿SB$G!"%$7%c%*%f%$&ŠN%Sk!<%:%=%$C%/%9$rMzS$$?!"=w;R9b@8%$P!<%$8%g%sS$SN=P$7J)$rCNSC$FE¿ (J 
¿SBS$Sk?M¿ (J 
¿SB65S (SFS/S@S5SS!#¿ (J 


PS.FF¿ ears = /%33%3"!1<S7S?SDSNSN!"SITSSS+S"SCS1SIS/SFI*B-S4jSIS$3 (J 
SBSGS9! #2 
i a ete cre et re SGSbSISSSGSbSSSSSNSG!">pJs2<S$5SS! Ք: (J 
ESBSASTS_SK!"SGS#!<SWS@SSS8SGSSSTSkKI*SrH/8+S7S?SNSGS9S,I"S"SISOIMIMINM!) Ls (J 


¿SB?@:3j!J¿ (Jkanzaki@green.ocn.ne.jpz¢$B!K (J 


--MESSAGE FILE 20311 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000034 
html.html 


--MESSAGE FILE 20312 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
35html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: hijiri@mxs.meshnet.or.jp (=?1ISO-2022-JP?B?GyRCTOJdZkA7GyhC?=) 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCODsSyNT13JUESkSiRquJF4kOyRzJCshKRsoQg==?= 
Date: Thu, 03 Jul 1997 20:07:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <hijiri$9a9219970703200751@news1.scei.co.jp> 
NNTP-Posting-Host: 133.205.65.151 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ESBS3SSSKSASO!"@; SHSDS&S7S*S9! #3 (B 
2SB@h7n#2#7F | SKH/Gd$5$1$?¢ (BPC-FX¢ $B%=SUSH! VS"SkSP$1%"SN25=w! We (B 
éSBSHSSS&25=wSNS ?SaSNOi@. S=SUSHSrSdSCSFSkI}SOSSSiSCS7SCS$S3 (B 
ESBS*S;SsS$+!) !TSSSTSSS@SmS&ST!"3 (BEX: SB$S@$7!K¿ (B 
¿SBSbS7SOS“SCSFSkJ)S, SSS?S1i96N,J)K!SJSISKSDSSSF>pJs8r49S7;¿ (B 
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ESBS*S;Ss$+!)¢(B 


éSBOB] fQ; !!¿ (Bhijiri@mvc.biglobe.ne.jp 


—-MESSAGE FILE 20312 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000035 
html .html 


--MESSAGE FILE 20313 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 

36html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJTclYyUqJWY1JiRORmMYbKEoO=?= ( 
=?1s0-2022-jp?B?GyRCJU01PyROQJGwbKEo=?=) 

Date: Thu, 03 Jul 1997 23:59:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <33BBBE3D.5EAD@fa2.so-net.or.jp> 

References: <01bc86b4$4175b680Se90d84d2@magi-system> 

NNTP-Posting-Host: 210.132.170.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSOS8SaS*S7SF3 (J ¿$B?@:j¿ (J ¿$B$5$s!#¿ (J kKAZZY zSBSGS9! #2 (J 


kanzaki wrote: 

> 

> gSBSOS8SaS$*S7SF!"z (Jyarouzez$B; 22C=iF | $Nz (Jkanzaki¿$B$G$9!#$3$1$+$i!"Kv1J$/$h$m$7$ 
/$*4j$$ (J 

> gSBS7S*S9! #2 (J 


¿$B$3$A$i$3$=$h$m$7$/$*4J$$$$$2$7$^$9! #6 (T(%%) 


> ¿S$B$G!"%$7%c%*%Sf%&SNSk!<%:%=%C%/%9SrMzS$S?!"=w;R9b@8%P!<%8%g%s$N=P$7J)$rCN$C$F¿ (J 
> ¿SB$SSk?M¿ (J 
> ¿$B65$ (SF$/S@S5SS! #2 (J 


¿SBLZ?M$,=P$F$/$k!J;HM02DG=S$SK$J$C$F$J$/SFSb#O#K!K>uBV$G%$9%?!<%$H%$N%$?%s$G%-%c¿ (J 
¿SB%SsiSr¿ (J 
¿SBA*BrS9S1SP@)I—⁄4%SP!<%8%g%sSKSJSjS *S9Sh!#¿ (J 


¿SBB>$SKSb;H$ ($k3-$c3iS$,A}$ ($F$/SkSH%9%?!<%H%$N%$?%sS$GA*Br2DG=$KŠJ$k%-%c%i$,=P¿ (J 
¿SBSFS/¿ (J 

ESBSKSiSTSSSGS9! #2 (J 
¢£SB3NG'S7SFSSSKSNSO?N! JQ) I~! KI"SK!I<ST!TS"SsSISKSISK!KSGS9! #3 (J 


¿SBM>CLS$G$9S, ! "#K#OSNS jSWS1SSCESK#4SDSN%S\%?7SSSNSSS :$1$+S$r2!S7SFSSSkSHS=$1$Kz (J 
sSBBP1~¢ (J 

ZSBS782>! SA%] !<&: $r4Q$k$3SHS, =PMh$*$9z (J (2Տ8Շոչ (J) 25818: (J 
¿SBCNSCS$SFS$?$iS4SaSsSJSS5SSS!#¿ (Մ 


ESBSGSO! #2 (J 


(¿SBCm¿ (J) :¢SBS7%CS*SES&SN@) I~; OSGSOS5UN) 3+5SSN>!S5A%]!<%3:SO4QS1$%S;Ss!#!TSASPSSS+3 (J 
ՀՏ8Տ511) 182 (Մ(՞՞չ: 
ESBSTS+S7!"% (SSSGSFEESSOSGSO!ISISISE (Մ(՞՞չչ:չչ 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20313 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000036 
html .html 


--MESSAGE FILE 20314 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
37html html 


Net Yaroze newsgroups message dump.txt Page 13705 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1SO0O-2022-JP?B?GyRCJUTk1LLyUmJSc1IiQsJSIhPCUxITw1STsyRn4bKEI=?= 
Date: Wed, 16 Jul 1997 21:10:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <kamon$21c519970716211005@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


LESBS3S$sSKSASO! "2CLg$G$9! #¢ (B 
2$B:rF | SNF |7P?7J9SGFISsS@SsS$GS9S, !"%9%/%&%'%"$, %J%`%3$HAH$s$G%"!<%1!<¿ (B 


¿SB$S=$1$G!"$*$bS$S7$m$S$S3SH$K%=%USH3+H/Š$,%I%j!<%`%U%!%$/%H%j!<$J$sS$GS9;¿ (B 

¢SBSh! #3HSP$k#3SGSb:n$kS$NS$+SI$!!)¢(B zg$BS?S7S+$K%"!<$1!<%ISG>/S$72TSSSGS*SSSF3 (B 
ESBHEP#SSKO\?"S7SFGdSkKSCSFSNSOS*SSS7SSSGS9SHSM! #¢ (B 
¿$B:G6a%2!<%`; (; OF ISsSGSISSSsSGS9S1ST!"S_SIS5SsSbS&S4B8S8SGS7$?!) (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


-—-MESSAGE FILE 20314 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000037 
html .html 


--MESSAGE FILE 20315 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
38html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?UmU6IBskQiU5JS8179iUnJSIkLCULiITw1MSE8JUk7MkZ+GyhK?= 
Date: 16 Jul 1997 14:39:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <01bc91f5Sfa7lac60S4c088bcb@gateway2000.nsl1.sphere.ad.jp> 
References: <kamon$21c519970716211005@news1.scei.co.jp> 

NNTP-Posting-Host: 203.139.8.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> gSBS3SsSKSASO!"2CLgGSGS9! #2 (J 


> 

> 

2$B:rF | SNF |7P?7J9SGFISsS@SsS$GS9S, !"$9%/%5S'S"S, SIS S3SHAHSSSGS"!<312 (J 
ESB! <z (J 

> 


¿SBSISK;2F-$9Sk$=$&S$G$9!#%J%S`%3SOS7%9%F%`¿ (J122 SB4pHWSISISrDs6!S9SkSHS+! #2 (J 
> 

¿SB$=$1$SG!"$*$bp$7$mS$$3SHSK%$=%USH3+H/$,SI%Sj!<%`%U%S1%$/%H%j!<$JS$Ss$GS$9; (J 

> ¿SBSh!#SH%$SP%$Sk#3$SG$Sb:n$k$SNS$+$JS!!)¿ (Jd 
¿SB$S?$S7S+S$SK%"!<%1!<%I$G>/$72T$S$G$S*$SSF¿ (J 

> ¿SŠB#P#SSK0ON?"$7S$FGdSkS$SCSFSNSOS*S$S$S$S7S$SGS9ShSM!#; (J 

> 

¿SB:G6a%2!<%`; (;oFI$s$G$J$S$s$G$9$1$I!"$_$J$5$s$b$&$4B8585G5S75$2?!)¿ (J 

> Ra E ցառ. 

¿SBS3SsSKSASO!##M#I#K#I#RTHRASHSSS&SDSNSGS9!#¿ (J 

2$BS3$1$0=i<*$G6$9!#01B. $$>pJs$K46<US7$*$9!#! JAaB. L@F | 3X9; $G<+K} ! #2 (J 
ESBS*SCS?$/>!<jSIM=A[SGS9S, ! "!V#C#H#O#C#O#B#O¿ (J ¿ŠB#D#E¿ (J ¿SB#B#A#T#RETERLEE WSN (J 
¿SB%S"1<%1!<%IHGS8ScSJS+SmS&S+!)SHSSS&5S$S, !"22SHSJS/S7S S9!#¿ (J 
¿SBS=S1SHSbSbSCSH;B?7SGSVSCHtSsS@SDbSNSr:nSkSsSGS7SgS&S+!#3ZS7S_SGS9¿ (J 

ESB! #2 (J 


£$B:G6a%2!<%; SSSKSSSCSFSISS!#6bSISSS7! #2 (J 


// 
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// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 20315 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000038 
html .html 


--MESSAGE FILE 20316 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
39html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJTk1lLyUmJSc11iQsJSThPCUxITw1STsyRn4bKEI=?= 

Date: 18 Jul 1997 18:59:36 GMT 

Organization: Net Yarouze (SCE) 

Lines: 28 

Message-ID: <5qoeeo$72r@newsl.scei.co.jp> 

References: <kamon$21c519970716211005@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.140.204 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


> 2$B$3$s$KS$A$O!"2CLg$G$9! #¢ (B 


ESBS3SSSKSASO! "#K#BHOSGS9! #2 (B 


> 258:ԷԲ|ՏԱԲ|7Ք277956ԲԼ1555855ՏՕՏ9Տ, !"S9%/%E&S'S"S, SIS S3SHAHSSSGS"!<S1!<z (B 
>¢SBSISK; 2F~$9$k$=$&$G$9!#%J%`%3$0%7%9%F%`;¿ (B12¿ SB4pHWSJ$ISrDs6!$S9$kSH$+!#; (B 
> ¿$B$=$1$G!"$*$b$7$m$$$3$H$K%=%U%H3+H/$, %I%j!<%`%U%!%/%H%j!<$JŠS$G$9; (B 


ESBCNS5S$%S;SsSGS7S?! #2 (B 
ESBHEP#SSGH3#DSASCSFSKJ}SISiS$d$ jSd$ 9SSSNS+SDCNS1S$%S; SsSM! #2 (B 

ESBS=S1SK!"S"S=S$3S*SG:n$1$kJI}!9$GS9S+SiSWsm%0%Si%S* SK4XS7TSFSO?4G[SOSISSSG; (B 
2 SBSOSM! #2 (B 
£$B%2!<%* SNC£?HSHD4@0Sr$IS&S$dSCSFS$/$k$+3Z$7$_SGS9! #2 (B 


>zSBSh! #SHSPSk#3SGSb:nSkSNS+$I$!!)¢(B ¿$B$?$7$+$K%"!<%1!<%I$G>/$72T$$$G$*$$$F; (B 
>¢SBHP#SSKO\?"S7SFGdSkKSCSFSNSOS*SSS7SSSGS9SHSM! փ. (B 


¿$B%2!<%` 6H3&Bg<j$J$N$O4VO0c$$$J$$$G$9$,!"$d$O$j%"!<%1!<%I$r$d$i$JS$SS$SSH (B 
¿SBL><BSHSb$SKBg<j$H$JSiS$SJSSSNSG!"$3$3$GSS$S$C$-SKL>>h$j$SrMHS$S2S$Sk$NS$GSO!):¿ (B 
¿SBOcS$S&S+¿ (8(՞՞չչչչ 


> ¿$B:G6a%2!<%`; (;oFI$s$GSJ$$$sSGS9$1$I!"$ SIS5S$sSbS&S4B8S8SG$7$?!) (B 
¿SB1&SKF1S8!#; (B(“ °; 77 
¢SBGcS&$NS0%a%9SHSAS1! #B>SOSASGSCSHS@S1N) SAFIS_S9SkKDxEY$GS$9! #2 (B 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 20316 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000039 
html.html 


--MESSAGE FILE 20317 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
40html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?I1SO-2022-JP?B?GyRC10cLOCVpGyhC?= 

Date: 27 Jul 1997 05:30:28 GMT 

Organization: Net Yarouze (SCE) 

Lines: 31 

Message-ID: <5remdkS$4an@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.77 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 
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¿SB%"!<%1!<%I$G!"$h$&S$SdS/#G%@0%i%S$S%"%9$,H/Gd$5S$1S$SF!"=P2s$C$F$SSkShS$&SGS9SM!#¿ (B 
ZSBS5$C$=$/$SdSCSFS_S$*$7$?!#z (B 


éSB8D?ME*SJ%bsm9%$_SH$$$&%2!<%* $SGSOSJSSSsSGS9!#S3SNS7%j!<%S:!#¿ (B 
¿SBS7S+S7!"S7S+S7!" (B 
¿SBS3S1$ONISSS$SGS9SMS'!#¿ (B 


¿$B967b$OFqEY9b$a$J$s$G$9$, !"%-%c%W%A%cC!<$K$h$jFqgEY$, Dc$/$J$j!"¿ (B 
¿SBMW$O!"%7%9%F%` SGMQOUS5S$1$?; v$r$d$1$P4JC1$K?J$a$k$H$$$&LUŞŠG$9!#¿ (B 
2$B! J$=$1$G$b!"Fq$7$$!) !Kz (B 


£$BS]SjS43sSKSh$ jLi=PEYS,$"S,SCS?SNSb!"?MSr0zS—-IUS1SkLSNOSGS9SM! #2 (B 


¿SBE (SO! "S*°S?SbSd8eSm$+SiSb$G$*$9S, !"Sat?SkSVSiSCS/SN; ~SNSHSESKz: (B 
éSB%-SDS/SOSTSSSGSI!"#3LLS*SGS/SiSSSO! #2 (B 
2$B:G8eSNJ}$0%-%D — ee $$46$85S,S"SkSNSG%aS?SVSiSNSSSdA!<%SSSIz (B 
¿$B46$8$, SISSSNSGNISSSGS9! #¢ (B 

ՀՏ8Տ-Տ15, !";dSKSHSCSF!"SRSHSDNIS/SISCS?;vSGS9!#¢ (B 


ESBS=S1SH!"%S?SS%H!<SN?7$7S$!) c~BNS, $SSSSGS9!#$*?,SKS9ST!<%+!<SCSFSNS, ! #2 (B 
ESBF1S8!o#1L#O#0=PS9STSi!"S?2?3SSH!<c~BNS, S*A&Sa! #2 (B 


é$B>1=j$KS$hSCSFSO!"0"<MS,Fs$D!"Aa$$S$N$H! "=hM}MnSAMQO"<MSHSDS$SFS$$$kg (B 
¿SBSHS3SmSbS"SjS*S9!#¿ (B 


¿SBS“S@#72sS/SiSSS7S+SdSCSFS S;SsS, | "41ԼՏ՞ՏՇՏՏՏ152Տ5ՏԱՏ047Շ157Մ7)ՏՄՏԱՏՀՏԵչ (B 
¿SBS7S1S“S;Ss!#¿ (B 
ISB#1EYSdSCSFS_ SFS/S@S5SS!#¿ (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 20317 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000040 
html.html 


--MESSAGE FILE 20318 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
4lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?UmU6IBskQkU0N30 JMyROJVILbSUkIXMbKEo=?= 
Date: 17 Aug 1997 11:48:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <0lbcab03$5b077c00$fd0d84d2@NIGHTMEA> 

References: <morohaS$ef3019970508001746@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.13.253 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢SB%7%c%*SF%SE! TSGSHS"SNSDSES JS @SHS8SC%*SESESKSTS+FISaSTISSSs$GS9S1IST!IKSN3 (J 
> ¢SBSb%SG%kSO!VH* !WS@S=S&SGS9SM!#$S7$+S7!"!VH* !WS,S"SsSI%]!<%3:SrSHSCS?SNS+¢ (J 
> ¢SBSH;WS&SH!"SIS+SJI$+4 (ՏՏՏԵՏԱՏ, !E!E¿ (J 


ESBS"! "S"SNS3S1SOSISESSS&S3SHSGS9S+!) $7 es b!<%$7%g%s%$-%c%W%SA%Sc!<$r;¿ (J 
¿SBCK$, $S3$C$Š?SH$SS&S3SHSJSNSGS$7Sg$S&ŠS+!# (J 
¿SBSISCSASK$7Sm!"4($$$GS9SM ¿ (J (*%; ESB! #e (J 


> 2SB!!1@N!"Sm!<%1%9EG@o5-SHSF! <SNSNSRSmM%$%s8$, <BSO!VH> !WS@SHSSS&S3SHSrCNSC3 (J 
> 2$B$?;~SKISE (59524 (5554571010չ (J 
> 
2585351501"571"ՇԱՏՅՏ՞ՏչՏՏՏ057521ՖՀՀՄ, s ՀԱԱ ՎԱ ԳԱԼՅԱ 
S SBS 7%g%C%/SGS9!#$"1"S"S1CK$JSsSGS9S+!#¿ (J 


¿$B?@:j¿ (J<kanzaki@green.ocn.ne.jp> 


--MESSAGE FILE 20318 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000041 
html.html 
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--MESSAGE FILE 20319 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
42html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCJTULICVJISYLUCUKISY1INSUKJUk jMhsoSg==?= 

Date: Mon, 18 Aug 1997 14:19:23 +0900 

Organization: Digital Media Lab. 

Lines: 17 

Message-ID: <33F7DB5B.7ED73A79@tokyo.dmlcyber.co. յք» 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3SSSKSASO!"SISGSESGSI! #e (J 


¿SBdBS5WS7SVSJSK!"%"!<%S1!<%I%2!<%`SdSCSFS S9!#;¿ 


(J 
¿SB%2%S%H%k$NDL$3j!"%5%$%I%PSS$5%S%I#21JS (S\ SKS 


S#SDS) 1<SM!KSGS9! #2 (J 


2$B:#2s$= E a ՏԱՏ, KM9%$_!J%i%j!<%Y!<%9%+!<$,$?$/$5$s$$$k!K$J¿ (J 
¿SB$NS$SG!"7k9=3Z$7$$SG$9!#;¿ (J 

¿SB8D?ME*SK$OS; 5 j)5+; H$$SJSNSG!"#S#T#2#O#5Sr%ša%SS%SsSK; ng oon $9$, !"$S?$“SK%Si¿(J 
¿$B%s% (3\ #4; HSCSF! "@-G=SNOcSSSKX3A3SHS7S?S4S7SFS*S9¢ hi 


¢$Bc~BNS, $h$m$7$/SJISSSNSG!"<+:_SKA* S1$kSh$&$SKSJISkSKSOS$*S@; ~4V$,$+$+S$k$H;WS$2 (J 
ESBS*S9S, ! "$$$m$s$J<V$GM' ?MF1; NBP@oS 9SkKSNSO3ZS7SS$SGS$9Sh! #2 (J 


E$B%2!<%;Ss$, 6aS/SKSIS$SS+Si!"S"S*Sj=8CfLIEN, SGS-SISSSNS, ?1SS=jSGSISM! #2 (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20319 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000042 
html .html 


--MESSAGE FILE 20320 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
43html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SCK" <t-s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1ISO0O-2022-JP?B?GyRCOiMkRyRiISI1LdCUhITwlOSVjJIWOlcxsoSg==?= 
Date: 26 Aug 1997 14:42:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <0Olbcb22d$d4268d20$ad8d84d2@166.so-net.or. յք» 
NNTP-Posting-Host: 210.132.141.173 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSSS*S@SK! "StS! !1<SAScSm%Ss!TS"!<S1!<SI!KSrSdSCSFSK#SHCHKSGSI! #3 (J 
£$B:G6a$N%2!<%* ! JFCSK3IF.SbSN!KSOSSS*SSSA!&!&!&3 (J 
ESBSOSdAS/!V#2!WS, SGSTSSS+SII<!<!l#3 (J 

ESBEPHS! &1&!ES"S?PSTSC!INIVS"SZUS! !1<%° STIWSDS+SCSHS5S*S9! #3 (J 


—-MESSAGE FILE 20320 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000043 
html .html 


--MESSAGE FILE 20321 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
44html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?ISO-2022-JP?B?GyRCOiMkRyRiISI1LdCUhITwlOSVjJIWO1lcxsoQg==?= 

Date: Wed, 27 Aug 1997 09:38:08 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 14 

Message-ID: <redbugSff8d19970827093808@news1.scei.co.jp> 
References: <QOlbcb22d$d4268d20S$ad8d84d2@166.so-net.or.jp> 
NNTP-Posting-Host: 133.130.133.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.gamer.etc_game ¿SBSN; (B 
<01bcb22d$d4268dqd20$ad8d84d2@166.so-net.or.jp>¿$B$K$*$$$F: (B 

1997/08/26/ 14:42 ¢SB:"!"z (B"SCK" <t-—s-sck@xa2.so-net.or. jp>zSBS5$sSO=qS-S*S$7S?! #3 ( 
B 
>zSBSSS*°S@SK!I"St%!!<SAScomSs!TS"!<S1!<SI!KSrSdSCSFSk#S#CHKSGSO! #2 (B 
>¢$B:G6a$N%2!<%* ! IFCSK3JF.SbSN!KSOSSS*SSSA!&!&!&z (B 
>zSBSOSdS$/!V#2!WS,SGSTSSS+SI!<!<! #3 (B 
>2¿SB#P#S!&!&!&S"S?S7Sc!"!VS"SUS!!<%`SI!WSDS+SCSHS3jJS S9!#¿ (B 


ESBS"!<S*!<SIS3S"SOM7$S$*S7$?!)¢(B 
¿SB#2BfSDSJSOSHŠJS+SJŠ+!&!&!&¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20321 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000044 
html.html 


--MESSAGE FILE 20322 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
45html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCJV4hPCV0JWsbKEp2cxskQiU5JUglaiE8JUglVSUhJSQlPyE8GyhK?= 
Date: 2 Sep 1997 12:12:02 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <0Olbcb798$f4ecc180$a18d84d2@166.so-net.or. յք» 

NNTP-Posting-Host: 210.132.141.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISE&SD! "#S#CHKSGSI! #2 (J 

ZSB:#F | !"#CHPH#CS+Si%S3G3*S, ԲՕՏ5525550595, !"!V>pJsCY$S9$.!*!*!W!#¿ (J 
ESBS"SSSISNS_SSSICNSCSFSKSCSF!¥*!*3 (J 
ESBSIS&SGSbHSSSSS1ST! "KMS, $3S5N%$2!<%* SrSASCSFSSSKSH! J#1SiS&SSSIL\! #$dz (J 
éESBS4;OSaSF#3#0ICOUFb!KI,$S:MpF~S$5S1Sk!JS [SHSSSISNE[S,%1%sS!&9k54!K! #2 (J 
ESB=i?4<TSSS8SaSKS"SCSFS$*S$9¢ (J (TI-T) 

—-MESSAGE FILE 20322 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000045 
html.html 


--MESSAGE FILE 20323 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
46html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCUXQLISVZJVELICUiJTSLICVOJSEhHPBsoSg==?= 
Date: 2 Sep 1997 12:15:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <01bcb799$7a11d6c0$a18d84d2@166.so-net.or.jp> 
NNTP-Posting-Host: 210.132.141.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISESD!I"S*S?2S*S2#SH#HCHKSGS 9! #2 (J 

¿SBS3S1S$Spb%$S%sG%*SG8+S?SsSGS9$, !"%"%J%+%j%9SND)H/S*SbSmS$9S$S.!*!*1*¿ (J 
2ESBSASI$_SKS3$1$bMpF~$5$1$*$/SCSFS*$9¢ (J (T-T) 
¿SB8eSm$GS/S9S/S9>PSoS1$SkS$7!J%S"%J%S+%j%9;HSCS$SFSSSkS+SiS+S$SJ!)!K=i?4<T;¿ (J 
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ESBSSS8SaS@!<!<!<3 (J(T-T) 

ESBS_SJIS5$s!"%2!<%; SS9TSCSFS*S9S+!) 2 (J 

—-MESSAGE FILE 20323 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000046 
html .html 


--MESSAGE FILE 20324 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
47html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJXQLISVZIVELJCULIJTsSLJICVOJSEhPBsoQg==?= 
Date: 2 Sep 1997 13:44:03 GMT 

Organization: Net Yarouze (SCE) 

Lines: 37 

Message-ID: <5uh573St4t@newsl.scei.co.jp> 

References: <0Olbcb799$7al1ld6c0$a1l8d84d2@166.so-net.or. յք» 
NNTP-Posting-Host: 202.247.139.41 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBSISE&Sb! "#K#BHOSHSSSSS*S9O! #3 (B 


>¢SBS3S1Sb%3S%GS*SG8+S?SsSGS9S, I"S"SIS+S5IS9SND) H/S*SbSmS9S.!*1*!1*s (B 
ESBS=SESISSSGSIS+!#S!L2qS, S"SCS?Si8+SFS_S$*S9l#z (8(՞՞) 
>¿SBSASJS_SKS3S1SbMpF-S5S1S*S/SCSFS S9¿ (B(T-T) 


>¿$B8eSm$G$/S9$/$9>P$o$1$Sk$71!J%"%$J%+%j%9;H$SC$F$$Sk$+$iS+$J1) !K=i?4<T;¿ (B 
>¿$SBSSS8SaS$S@!<!<!<¿ (B(T-T) 


¿SBS$S"$j$, SAS"$jS,SA!#; (B 
2 SBS; $SSP!<=P$?:"!"012MD+Aa$/N}=, $7$F$$$k$HF~$i$1$^$7$?!#; (B 
ESBS7$+Sb!"=iSaSF;HS&%8%'S@SN; ~! #SISISSS; !<SCSFSN! #2 (8(՞՞չ 


ESBSASOS 53S+3WS3%SsS!"#CHPHUSOS=S15S [SIFQS7S/SIS/!"SOS8SaSF; HSCS?SP%$1%C%S?SGz (B 
2 SBSS$—-SIS 4% (SSSSSCS#SSSO8B+S1S*S7S$7! #2 (B(^^; ¢ SBS=SN8eESOA4A3S0Sa!#!I>P! Kz (B 
ESBSGSb!"; }SAS-ScSiSN%GS_SHSj!I"S1SSS1SSSOSTSs$+%asmsasm$G$9! #3 (B 
ESBSHSSS&S+!"S9SGSKSAS'!<%SsS,2!5; SISSBNSKSISCSFS*S9! #2 (8(՞՞չ 


>2¿SBS_SJS5Ss!"%2!<%;%s9TSCSFS S9S+!)¿ (B 


ESBCKSYS$_SK9TSCSFS*S9! #2 (B 
¿SB#G%@%i%S*%s%Sj!<SGS9S, 14: (8(՞՞չ 
2 SBB~:#!"1sMNSKSGSFJa7_Cf£$GS9!#!J>P!Kz (B 


ESBS &SASN2xS7SS#H#PSO8+SIS/SFSbSSSSSGS9S+Si! "#GSASL#FHFPSOS+SFSHSiSSS?SSSIS! !#z (B 
http://www.kt.rim.or.jp/~kbo/game/ 
ESBSGS9! #2 (B 


¿$B$?2$@!"$7%e!<%?!<%*%s%j!<$G$9$1$I$M!#!J>P !K¿ (B 
¿$B1J$"$H$ŠO2HDmMOS$N5:8Q@!"8+=j$O%i%$%H%$K%$s%0%1%8%'%s%I!J>P!KL58B%S3%Ss%SNEy!#; (B 
¿SBF | K\SGM#01$d$4$3$sS$@CK!) ոչ (B 


ESBSGSo! #2 (B 


n 


B#K#B#O; (B 


¿ 


--MESSAGE FILE 20324 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000047 
html.html 


--MESSAGE FILE 20325 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
48html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?UmU6IBSkOQiNHJUAlLAaRsoSg==?= 

Date: 2 Sep 1997 14:27:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 37 
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-—-MESSAGE FILE 2162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000865 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Thanks, but still not sure... 

Date: Thu, 07 May 1998 17:48:28 +0100 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3551E5DC.7BAF@writeme.com> 

References: <3549FEDD.6D64@writeme.com> <354DEE72.7982@writeme.com> <3550CF08.2060@d 
jial.pipex.com> 

NNTP-Posting-Host: gfs0-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Chris Chadwick wrote: 
> Hope this makes sense? 


Nice work Chris, I'm v.grateful - and yep, seems to make perfect sense. 


By the way, you don't actually need to use an array 

of GsGLINES anyway. Just use a single GsGLINE variable 
and initialize it's members each time before sorting it 
into the OT. I think doing this is OK - it seems to 
work, anyway! 


VV V V V 


Yeah, it does work. I had it in my head that the address of the Gs 
command is sorted into the OT, but instead I guess it makes a complete 
copy / altered version of the command. Seems quite a lot of (extra) 
work... does anyone reckon that direct OT manipulation could be a way 
forward? 


James (~mrfrosty) 
—-MESSAGE FILE 2162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00865 


--MESSAGE FILE 2163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000866 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 7 May 1998 19:13:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <6istpaSaek4@chuka.playstation.co.uk> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> <ld8mjdd.c4g 
n4j1f0a3yuN@al-88-100.al.nl> <35519647.5628268A@hinge.mistral.co.uk> 
NNTP-Posting-Host: usera814.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:621 scee.yaroze.freetalk.english: 
866 


>Weekend break with my fiance 

When, where and why wasn't I invited to the engagement ? :O We could have 
had a great party at the 'mobile home' ! You could of told the girlfriend all 
about it when we got home | :) 


Steve 


Craig Graham wrote in message <35519647.5628268A@hinge.mistral.co.uk>... 
> 
> 
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Message-ID: <0Olbcb7ab$df£842000$8e8d84d2@166.so-net.or. յք» 
References: <5SremdkS$4an@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.141.142 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote in article 
<5remdk$4an@newsl.scei.co.jp>... 

> 

> 


S SBSGSOSM! #2 (J 
ESBS5$CS=$/SdSCSFS$_S*S7$?!#z (J 


¢SB8D?ME*SJI%b%m9%S_SHSSS&%2!<%* SGSOSTSSSSSGS9!#S3SNS7S5!<S:!#2 (J 
¿$B$7$+$7!"$7$+$7!"¿ (J 
ESBS3S1SONISSSGS9SMS'! #3 (J 


VV NV V V V V 


ՀՏՑԱ, ¿ (J 


ՀՏՑՏ՞Տ0725Տ/Տ1ՏՏՏՄՏԻՏԱՏՇՏՔԲՏ՞ՏչՏՏՏ, !"#4LL$*$G$$$1$ ?SNSG4IC1$S II} SISNg (J 


¿$B$+$b¿ (J 
> ¿$B$7$1$^$;$s!#¿ (J 
> ¿SB#1EYSdSCS$SFS_SFS/S@S5SS!#¿ (J 


> ¿SB#K#B#O;¿ (J 
¿SBSIS&Sb!"#S#C#KSGS9!#;¿ (J 

¢SBKMSO! "Fq$7$= S&SISNSG!"SASCSFS$$* S;Ss!# (Մ 
¿SBA0:n$O#1LL$b%/%j%S"S$SGS-$JS+SC$?5- a RER AR 
¿SB$@$+Si$SASgSC$ŠH6a4s$j$,S2$SSGS9!#; (J 

ESBSGSb!"SOSiSUS#ESCS/SOR ($9S.SGSOSM! #46FOSTS*S7S?! #2 (J 


¿SB?MS, SASCSFSSSKSH! "SDSS$DS$$8eSm$G8+SFS7S*SSs*Sol#$ ՏՏտտմտետ՞ՏտտՕտցչ (J 


ESBSM! #2 (J 


ՀՏ811111111111111 111111 11111 111111 111111 11111111 11111111 (Մ 
ESB?y2<!!CR5, !T#S#CHK! Ke (J 


t-s-sck@xa2.so-net.or.jp 


¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 


ESBS"!<S1!<% s We Rn ey Ն ԱՆԿԱ 1 Y TZ y YY ԱՎԾ 
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--MESSAGE FILE 20325 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000048 


html.html 


--MESSAGE FILE 20326 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 


49html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 


Subject: =?ISO-2022-JP?B?GyRCJCQkXiQ0JG01dCUhITwlQSVjJVUlISUkJT8hPCMzGyhK?= 


Date: 2 Sep 1997 18:56:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <0lbcb7d1$6b565880S$8e8d84d2@166.so-net.or. յք» 
NNTP-Posting-Host: 210.132.141.142 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS7SD$3$/SIS&Sb!"#S#CHKSGSO! #3 (J 
ESB: #:"SHSSSE&S+!I":G6aS*S?St%! !<SASCH3SdSI5; OSASFS*S9! #3 (J 


ESBSESKSUST; re SCSSS"SSSHSISSSSS0S, HO#OZSSKO128¢ (J 


+ 85051995754568785. 17 (TET) 

ESBSHSSSE&SOS1SG!"% O (Su E 
ESBSHSIS"S (S:!"#3#t#DS, =PS?Si!"S5SiSHSESKSUSHBKMrSGSSS3S&S+ST! #3 (J 
2 SBSA! <3. L>!'!VS*;PS5$*SHL{ 2wSJ2<KMS$?SA!*!We (J 
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ՀՏ8111111 11111111 11111111 11111111 11111111 11111111 111111 (J 
¿SB#S#C#K;¿ (J 


t-s-sck@xa2.so-net.or.jp 


ՀՏ8111111 111111 11111111 11111111 11111111 11111111 11111111 (2 
—-MESSAGE FILE 20326 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000049 
html.html 


--MESSAGE FILE 20327 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
50html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJXQLISVZIVELJCUIJTsSLICVOJSEhPBsoSg==?= 
Date: Wed, 03 Sep 1997 19:42:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5u jf55$2jn@newsl.scei.co.jp> 

References: <0Olbcb799$7alld6c0$a1l8d84d2@166.so-net.or. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <340D3F03.34F3@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzSBSGS"SjS*S9I! #2 (J 
SCK wrote: 
> ~-SBS_SJS5Ss!"S2!<%; SS9TSCSFS*S9S+!) ¢ (J 


é5B!!:G6a! "9TSCSFSb2?SbSdS45S*°S; $s (Մ(՞՞չ 
ESB! !SdS$kSH$7SFSb8ES$$%2!<%- “t Sons: (!&!&!&!&!&!#¿ (J 


ee SC$?$s$Gz (J 

2$B!!5Q2<>uBVS$GS9! #2 (J 

—-MESSAGE FILE 20327 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000050 
html .html 


--MESSAGE FILE 20328 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
51html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCJSs1VyUzJXMkTiVdJWolNCVzM0pGLhsoSg==?= 
Date: 3 Sep 1997 12:40:30 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bcb866$19441b00S9£8d84d2@166.so-net.or. jp> 
NNTP-Posting-Host: 210.132.141.159 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB#S#C#KSCS9!#¿ (J 
¿SB%$+%SW%3%SsS,$%*S?%]%jJ%4%s3JF.=PS7S%“S9!#CNSCSFS?SiS4sSa%SsSM!#¿ (J 
¿SB3X1`SDSNSQ@SCS?S+SJ!)¿ (J 

s S ԱԽ ԱԱ Ա ԱՐ Ն ա ՋԸ EG 
ESBS"S"!&!&!1&SISsSISs!VS*Sd$8!W2=S7TSFS$$/¢ (Մ(1-1) 


S 5 a ԱՐԿ Ո 75 
¿SB$S,=PS$Sk$+S$SiSJ!<1<$"$1$OSd$iSJSSSCS9!# (Մ 
¿S$ŠB%]%3j%4%Ss=w;R9b@8%S-%c%iSK%Sa%Sm%ša%sm!J$5$/S$SiSK%Sa%Sm%ša%sm!)!K$N#S#C#KS$SG:¿ (J 
¿SBS7S?!# (J 
¿S$SB4X78SJ$S$S1SI018@0!'!#CH#F#C!J%+%SW$3%s%US1l%s%ISj!<6f3ZItL!K$K%7!<%$/%1lu¿ (J 
¿SB%$C%H%US!%$%k$rIUS1$FM $7$S$GS9!##5L>MMS$K$SW e E e l ey Gite 


T) 
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¿6B IT tpl iyi 11111111 1111 11111111 11111111 11111111 112 (9 
ESBESHCHK! ՄՏ ($9!&$7!<!&$1!<!K"+#S#C#E$N?M$G$O$IJI$$$G$9!J!0!]!0!(¿(J 


t-s-sck@xa2.so-net.or.jp 


¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
--MESSAGE FILE 20328 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000051 
html.html 


--MESSAGE FILE 20329 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
52html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "hironori toyoshi" <t2240960@ggf.ilc.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?UmU6IBskQiQkJF4kNCRtJXQ1ISE8JUF1YyVVJSElJCU/ITwjMxsoSg==?= 
Date: 3 Sep 1997 14:18:45 GMT 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <0Olbcb872$£0d673e0$630e92d2@pc9821V16.ggf.ilc.or.jp> 

References: <01lbcb7d1$6b565880S$8e8d84d2@166.so-net.or.jp> 

NNTP-Posting-Host: 210.146.14.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


é5B;dSb!"S$?S*SKSASCSFS*S9S, !"S@$SS$SS$S?SS%+%S2Sr;HSCSFSkS+SJ!#;¿ (J 
¿SBC/$S+!"%+%2SNS$SS$$%$3%s%$NCN$CS$SF$JSSSGS$9S+!)¿ (J 

¿$B;d$O0!"$"$^$j; ]$/$J$$$+$i!"2?$bÞCN$i$J$$$+$i!&!&!&¿ (J 
¿SBSGSb!"SHSjS$S"S(S:S=S1SJSJjSK>!SFS$SkS+Si9MS ($:SKSASCSFS*S9S, !&!&!&¿ (J 


ESBSGSO!"SGSOz (J 
¿$B121212!2!12121212!12121212!2!212; (J 


¿SBSRSm;¿ (J 

t2240960@ggf.ilc.or.jp 
¿$B121212!2!1212121212121212!2!212¿ (J 

SCK <t-s-sck@xa2.so-net.or.jp> wrote in article 
<01lbcb7d1$6b565880S8e8d84d2@166.so-net.or.jp>... 


> ¢SBS7SDS3S/SIS&Sb!"#S#CHKSGS9! #2 (J 
> ¿$B:#:"$H$$$&$+!":G6a$^$?%t%!!<%A%c#3$d$j;O$a$F$^$9!# (J 


> 
¿SB%&%Sk%sUSr;HSCSFSSS?SsSGS9S1SI!"%8%c%S%s"%s%H%9%S%s%0%$,#6#02sSK012s¿ (J 
> ¿SBS0S1S$S7S+SGSJSS¿ (J (T-T) 

> ¿SBSHSSS&SoS1SG!"%5%SiSKJQS ($*$7$?!#; HSSSdA$S9SSSGS9SM! #2 (J 

> ¿SBSHSj$S"$S(S$S:!"#3#t#b$,=PS?$Si!"%$5%1iSH%$&%Sk%šSUSHBkMr$G$$$3S&S+ŠSJ!#¿ (J 
> ¿SBSA!<%`L>!'!VS*;PS5S2SHL(2wSJ2<KMS?SA!*!W (J 

> 

> :Տ811111111 11111111 11111111 11111111 111111 11111111 111111: (Š 

> ¿SB#S#C#K;¿ (J 

> 

> t-s-sck@xa2.so-net.or.jp 

> 

> :Տ58111111 111111 11111111 11111111 11111 1111 11111111 111111: (Š 

> 


—-MESSAGE FILE 20329 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000052 
html .html 


--MESSAGE FILE 20330 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
53html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCOWJOcDxUOH4kMSVvJUslbyVLJVE1SyVDJS8bKEI=2?= 

Date: Thu, 04 Sep 1997 07:57:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 
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Message-ID: <kamon$21c519970904075719@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLgGSGS9! #2 (B 


éESBS3SNA0!SF|7P?7J9SrFISSSGSFCNSCS?SsSGS9S, !$%JI%* 3S, IDNp<T8~S15K; (B 
ESB2~NIS7S?!VS0SKS03KSQSKSCS/ !WSrO7 2M; \@_SISISrBP>] SKHNGdS9SkS=S&SGS9! #2 (B 
ESBSISSSH! SM7S$SSJIS, $i71O5SISISrB, $1$kS=S&S$GS9! #3 (B 

¿$B%J%` S3SO0JA0S+Sid!;c; V6HSr9OTSCSFSSS*°S7$?S, !$J!; c; vV6HSH8d32Z; v6H$N¿ (B 
ESBS"S0S; 5; SCSFSSS&SNSOSaS:SiS7TSSSGS9SM! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20330 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000053 
html .html 


--MESSAGE FILE 20331 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
54html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1ISO-2022-JP?B?UmU61IBskQj1liTnA8VDh+JDELbyVLIW81SyVRIUslQyUvGyhK?= 
Date: 4 Sep 1997 16:20:01 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <0Olbcb94d$ed7£6220$848d84d2@166.so-net.or. յք» 

References: <kamon$21c519970904075719@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.141.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Taro Kamon <kamon@mail.web-hyogo.or.jp> wrote in article 
<kamon$21c519970904075719@newsl.scei.co.jp>... 

> ~eSBS3SsSKSASO!S2CLgGSGS9! #2 (J 
ESBSISE&SD!I"#S#CHKSGSO! #2 (J 


> 
¿SB$3SNAO!$F|7P?7J9$rFI$s$GSFCNSC$?$sSG$9S,!$%J%`%3$,9bNp<T8-$1SK; (J 
> 
£SB2~NIS$7$?!VSoSK%0SKSOSKSC%S/ !WSrO7 2M; \@_STSISrBP>] SKHNGdS9SkS$=SESG; (J 
ESBS9! #2 (J 

¿SBSUS` !"SJSsS+S$S=S&SSS&S3SHSr@NJ9S$SSS?ShS&SJ!#¿ (J 


> ¿S$BSJS$SsSH!SM7SS$JS,Si7105$JSISrB,S1S$k$=S&$GS9!#¿ (J 
¿$B7105$, 9b$/$JS$SkSH%2!<%`%*!<%P!<$J$sSGS$7$gS&$+!J!0!]!O!(¿(J 


> 
¿SB%J%`%3S$SO0JA0S$S+SiJ!;c;v6HSr9TS$SCSF$SS*S7$S?S, !$J!; c; v6H$H8d3Z; v6H$N¿ (J 
> ¿SBS"SoS;5;SCSFSSS&SNSOSaS:SiS7SSSGS9SM!#¿ (J 
£$BS3$1$+SiSTSsSISsla5ZS7SFSSSCSFS/S1S1SP!"O078eSbOB?4SGS9SM!T!0!]!0¢ (J 
ESB! (¿ (J 


--MESSAGE FILE 20331 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000054 
html.html 


--MESSAGE FILE 20332 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
55html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 
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Subject: [Q]RAY FORCE 

Date: 7 Sep 1997 17:28:56 GMT 

Organization: Playstation Net Yarouze 

Lines: 15 

Message-ID: <5uuo80Sfoi@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9$1$I!"<ALd$, S"SkSsSGS9! #2 (J 


Win95 zSBSNz (J RAY FORCE :$BSH!"%5%?!<%sSNz (J ¿$B%1%$%d!<%;%/%7%g%$s¿ (J ¿SBSH;¿ (J 
¿SBSISASi$,%"!<%1!<%IHG$K6a$$$+65$ (SFS/SAS5SS! Ք: (J 


2 SBSbSS&@NSNS2!<%*$G$9S,!"z (JTAITO ¿SBS$SN¿ (J RAY FORCE :585վ: (J Windows95 258865, ¿(J 


2 SBB8:_S9SkSHSSS$&0CSrJ9S-S*$7$2!#$G! "SISNDXEY%*%4%8%I%kS, :F8=; (J 
ESBSSSISFSSSKS+CNS4S?SSSSSGS9! #3 (J 
2$B%53?!<%sHGSNz (J ¿SB%1%S%d!<%;%/%7%g%s¿ (J ¿SBSH8+HfSYSF$SIS&SJSsSGS7SgŠ&1)¿ (J 


ESB4pHWS, $S“SQ9bSSSNSG!&!&!&¿ (J 


_ __ einsiedler _ einsidle@cb3.so-net.or.jp __ _ 
—-MESSAGE FILE 20332 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000055 
html .html 


--MESSAGE FILE 20333 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
56html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1SO0-2022-JP?B?GyRCIzEjMiM4JVM1QyVINSEbDKEo=?= 
Date: 7 Sep 1997 17:39:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5uuosoSfmr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS"SN2q<RS, ! "%“%S%/%m%=%USHŠHAHSSSG#1#2#8%S%SC%sH%2!<%`5!$r¿ (J 
¿SB3+H/$9$kS$SH$+!&!&!&!#1!JF|7P?7J9#9!?#7D+4)$h$j3!K¿ (J 


¿SB%&%$#%s%I%&%:#CHRESY!<%9$N#O#S!"F|N)SN#C#P#USr:NMO!#; (J 
¿SB%šb%G%`S$SbIUS1$F!"S*CMCJ$SO;OK|1 0JFbSŠKMA$ ($k$=$&$G$9! #2 (J 


2 SBS°SS%/%mS=SUSHSb ! "SSShSSS$h32!<%* SKK\5SSKSISCS?SNS+$T!) 2 (J 
2 SBS=S1SHSb! "#O#SSGSmSSSdSkKSFS#!<2TS.SrS7ShS&SH!) 2 (J 


ESBSASTS_SK!"#9#9G/SKH/GdM=D 4! #SASgSCSH5S$,AaSSShHSE&ST! 6616 1Ք2 (J 
ESB! V@S21EZ@1!WSO!"S$3S515+SiSTS&ESTSKSNSGS7TSgG$S&S+SMS$ (!) 2 (J 


¿SB#H#i#r#o!!!J#H#i#r#o#ylñhu#k#i!!#N#a#k#a#y#a#mkia!K;¿ (J 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 20333 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000056 
html .html 


--MESSAGE FILE 20334 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
57html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiNHJUAlLaRsoSg==?= 

Date: 8 Sep 1997 15:41:07 GMT 
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Organization: Playstation Net Yarouze 

Lines: 21 

Message-ID: <5vl6ajSio8@newsl.scei.co.jp> 

References: <5remdk$4an@newsl.scei.co.jp> <Olbcbh7abSdf842000$8e8d84d2@166.so-net.or. 
յք» 

NNTP-Posting-Host: 210.132.203.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9$1$I!"¿ (J 


SCK wrote 

> ¿SBSIS&Sb!"#S#C#KSGS9!#;¿ (J 

(¿SBN, ¿ (J) 

¿SBSGSb!"S0%i%SU%#%C%/SOQ (S9S.SGSOSM!#46FOSTS*STS? 1 #e (J 
¿SB?MS, SdSCSFSSSKSH! "SDSSSDSS$8eSmS$G8+SFS7S*$$$*so!l#e (J 


> 
> 
> 
> ¿SBS_SsSJS&S*SSSGS9SM!#¿ (J 


¿SB:.SsSGSF8+SFSkS@S1SGS7S?S1SI!"¿ (J 


¿SB%$N%9SHBGS$SA9g$ ($Sk%$1!<%6!<S$O8N!V%ša%$?%$k%$V%i%$C%/!)!WŠr¿ (J 
ESB; W$S=P$5$; $^$9!#E ($, %$*%W%7%g%sSK$ŠJSkSNSb@($$$71"¿ (J 


ESBE3#DS7%E!<SES#SSSOCESGSOS£EKSKSAS+S$%] Sj S4SSE (ՏՕչ (J 
¿SB@(S9S.SGS9!#%NS9SN%S ($S! "9%$—S$GS9!#¿ (J 


¿$B5{N` $K2hLL1 | $+SiFM7b$5$1S$kSHGWNOS"S4S*S9SMS'! #3 (J 
ESBS3S3S*SGIQSOSCS?PSNSK!"SOSiSSS"S9I"SCSF46S8SGS7S?! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20334 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000057 
html .html 


--MESSAGE FILE 20335 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
58html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?ISO-2022-JP?B?GyRCIzEjJMiM4JVM1QyVINSEbKEI=?= 
Date: Tue, 09 Sep 1997 10:58:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$ff8d19970909105831@news1.scei.co.jp> 
References: <5uuosoS$fmr@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.31 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.gamer.etc_game ¿SBSN; (B 
<5uuosoš$fmr@newsl.scei.co.jp>¿$BSKS*SSSF¿ (B 

1997/09/07/ 17:39 ¿$B:"!"¿ (B"Hiroyuki Nakayama" <hiro999@japan-net.or.jp>¿$B$5$s$0= 
qS-S*°S7S?!#¢ (B 
>¿SBS"SN2q<RS$, !"S*°SS%/%SmS=SUSHSHAHS SSGHL#2#8SSSCSHS2!<%S°5!Srz(B 
>¿$SB3+H/S9SkSH$+!&!&!&!#!JF|7P?7J9#91?#7D+4)ShS3j!K; (B 


>¿SB%&S#SsšSIS&%:#CR$ESY!<%9SN#O#S!"F|N)SN#C#P#USr:NMO!#;¿ (B 
>¿$B%šb%$G%` SbIUS1SF!"$*CMCJSO; 0K|1_OJFbSKM*S (Sk$=$S&SGS9!#;¿ (B 


¿SBK?¿ (BML: $B$K$b=q$-$^$7$?$, ! "2 (BDVD ¿$B$0:\$i$J$$$h$&$J5$$,$7$^$9!#¿ (B 


>¢$BS°SS%S/SmS=SUSHSb! "SSShS$$h%2!<%* $KK\5$$K$J$C$?$N$+$J!)¿ (B 
>¿$BS=S1SHSb! "#O#SSG%m%$S%Sd%sk%sFS#!<2TS.SrS7ShS&SH!)¿ (B 


¿SB#5#0#01_0J2<S$SH$SSS&;vSKSJSCSFSSSkShS&S$GS9!#;¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20335 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000058 
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html .html 


--MESSAGE FILE 20336 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
59html html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiMxIzIjJOCVTJUM1SDUhGyhK?= 

Date: 18 Sep 1997 17:56:10 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 5 

Message-ID: <5vrpvq$jid@newsl.scei.co.jp> 

References: <5uuosoS$fmr@newsl.scei.co.jp> <redbugSff8d19970909105831@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 202.238.45.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9S%! #2 (J 


¿$B$7$+$b!"; (JOS¿$B$, ¿ (JWINDOWS CE ;SBS@S+Si!"%Q%=%3%sMQSKGd$ j=PS7SFSbz (J 
ESBSSSSSHSESGSISM! #SUSHSCSOSi!<!*!#z (USCET¿SBS5Ss8+=, S&SHSHSSS>! #2 (J 


—-MESSAGE FILE 20336 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000059 
html .html 


--MESSAGE FILE 20337 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
60html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCJSolaSU/JXMbKEo=?= 

Date: Fri, 19 Sep 1997 19:05:24 +0900 

Organization: Digital Media Lab. 

Lines: 24 

Message-ID: <34224F64.776E6254@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


E SBHAEMS 73g ! <SKOTSCSFS-S*S7$?! #3 (J 


¿SBS$G!"S$+SM$F$+Sil=$N%*%Si%SH%j%*!1&%?%s%0%i%`$r$dS$SC$F$_S?SNS$GS9S, !"Bh#10u>] $O; (J 
ESBIVS"S*$ JIQSOSCSESISSS+$b!WSGS9!l#e (J 


éESBSGS$b!"Sh!<$/$_$?Si!"SdSCSQO$j5$+SIS jJIOSOSCSFS*S9! #2 (J 

¢ SBSUSSSHSSSCSFSbSSSSSNS, !"A0:nSHHFSYSF8+SdS98/! J4ICISHSSS&OULFESGSOS"S5S%S; (J 
éESBSs!KSISCS?S3SH! #2 (J 
éSBKMSO!"A0:n$O!"E(S$, SIS3SKSSSF!"STSs$J; Q@*SISNS+ ! "A4A3S0$+SiSTS+$CS?SNSG!"3 (J 
¿SB$3$1$04r$7$+$C$?$G$9!#¿ (J 


¿SBSISsSJSt%!!<%SA%Sc%m%$S%SIS, SSSkSNSt+!"S*S@A4TC8+SFSSSISSSNSGSOS+S$45S*S;Ss$,'1"E(T 
¿SBB?J, !"KMSN9%S-SISP%S%Q! <#2SO0SSSIS/SISCS?SHSESGS9! #S=SN$+S0$ 4! "ShS$ 4% (5Շ58չ (J 
ESBSNA}S ($?SdSD$,$$$*S7$2!#e (J 
ESBS*S@3+H/EY#2#9!%#8! SS@S=S&STSNSG! "SOSASKSNSO6XI*SGS7TSgSE! #2 (J 


ESB8+S$?8BS jSGSO!"SiS$SG%sS,SdaS?SiSK6/SSSHS&$G$9!#%1!<%6!<SNEVS?$jH=DjS, SASg¿ (J 
¿$B$C$HBg$-$9$.$G$7$?!# (J 

¢$B8*SKSo$ :$+$K$+$ 9SCSFSSSkS@S1STSNSK! "Sb$m$K?) SiS$CSFSS$$k3 (SOG<F@SGS-S S; (J 
¿$B$s!#¿ (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20337 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000060 
html .html 
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--MESSAGE FILE 20338 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
6lhtml.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCIOEJTSU3UWchPBsoSg==?= 

Date: Fri, 19 Sep 1997 19:33:05 +0900 

Organization: Digital Media Lab. 

Lines: 32 
Message-ID: <342254E1.D2E02BBB@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SBSHSjJS"S ($:0u>] $K$"$k=PE8$+$i$$$/$D$+!#¿ (J 


¿SB8D?ME*$K#1HV4|BT$7SF$?2$3%J%_SN!V$1!<%7%s%0!&%$8%c%` !We (J 
¢$B1&%0%s%1%k; EMMS, !"KM$K$O?I$9$.$k!A¿ (J 

SBS; SaSFS5%SS1SVS1!<%-SrSbSCSHADSKS@S7TSFS [$7$+SCS?! #2 (J 

£$B%a!<%?!<I=< (SO%GS8%?%k%a!<%?!<S,S"SkS@SISTSNSG! "=iSaSO2SE>?tSrSSSASSSAFTI2 (J 
ESBS*SIS/SFSOSTSiSTISS! #2 (J 

ESBSISIiSSSVSUSH! <SK<+BNSOSISCS3SESSSS46S8SGS7$2S, !&!&!&¿ (J 

ESBS (3\#45,$*S9S9Sa!l #35SSSTSr0zZSSSFSb! "SVS1!<%-SGS-SCS+S1$r:nSCSFSb!"Sh$/%Iz (J 
¢ SBS jSZUSHS7TSFS/S$1$*S9! #3 (J 


¢£$B$3%5%_SNYHF.%32!<%°SO!"!VE47}SN2'; H$SSN#V#F#1!WSGS7S?!#; S*SCSFSSS1SPS=S1; (J 
ESBSJIS jSKS-S1ISSSISNSK! #2 (J 


¿SB%;%,SND`$j%2!<%`!JL>A0K:S1S?2!KSO!"S+SJSjSSSS46S8SGS9!#¿ (J 
ESBS*SbS$o0$:2??7uUSKSISCSASCSSS*S9SM! #3 (J 
ESBKMSO#3#0#0#0#GSOSISSSNS7S+D° $1$%*S;SsSG$S7$?$, !"$3$1SO00U30SH%S0%*Sk2DG=@-S"¢ (J 
¿SBS3j!#¿ (J 


¿SBS(!"%J%`%3!"SGS9S+!&!&!&!)¿ (J 

¿SB%i%SUSF%#%s%0!"%b%H%/%m%9!"<ME*! "S"S$SH!"%9%/%&%'!%$"SH6&F13+H/SNYHF.S, SGSFS Հ (J 
ԵՏՏ 75214 (J 

ESBSHSPSKS=SNS*SSS“°SGS9!l #3 (J 


¿SB%$M%*%8%*#6#4SO!&!&!&S&!<Ss!"S"S1SG40@.IJS@SHS7S2S1i1!1"SASgSCSH!&!&!&¿ (J 
ESBS; SaSFS=S&SkS (&C%*$8SOD6S (SFM _S7S+SCS?SNS@S1SI!# (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20338 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000061 
html.html 


--MESSAGE FILE 20339 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
62html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?ISO-2022-JP?B?GyRCJSolaSU/JXMbKEI=?= 

Date: 19 Sep 1997 12:58:53 GMT 

Organization: Net Yarouze (SCE) 

Lines: 50 

Message-ID: <5vtsud$ltn@newsl.scei.co.jp> 

References: <34224F64.776E6254@tokyo.dmlcyber.co. jp> 

NNTP-Posting-Host: 202.247.139.219 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBHEK#BHEOSGS 9! #2 (B 
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»ՀՏ8ՏՇՏԵԼ "Տոլ ՀՏ/Տ 52511 "ՏԱՏՇՏՕՏ)յՏՒՏՄՏ)ՄՕ0ՏՕՏՇՏԲՏ՞Տ914չ (B 


¿SB$SSSd!"JQSoSjS$S S7S?Sh!#¿ (B 
ee ee e F1$8%9%?!<tHSisS$ssSKSISiSI$S$$t+S$isesascCsFe (B 
ESBSSS&SNS, ; ASNOMS (SGS9!#¿ (B 


> i SBSISSSHSSSCSFSDSSSSSNS, ! "AO :nSHHESYSF8+Sd$9$/! J4IC1SHSSS&0UL#SGSOS"S4S$%°S; (B 
>¢SBSs!KSISCS?S3SH! #2 (B 
>¢SBKMSO!"A0:n$O!"E(S$,SIS3SKSSSF!"STISs$J;Q@*SISNS+ ! "A4A3S0$+Si$IS+$CS$?SNSG!I"z (B 
>¿$B$3$1$04r$7$+$C$?$G$9!#¿ (B 


ESBSGS9SM! #@NSO#IS-SC%SS; SKSG!"22S,2?7?SdSi! "FKSISFSISS?MSOG'<1S9Si¢ (B 
¿ SBIT2ZDG=$G$7$ 2?$+SiSM! #2 (B 


ee 
¿SBB?J, ! 'KM$N9%SS-SJ%SP%SSSQ!<#2SOSSSJS/SJSCS?ShS&SGS9!#S=SNS+SoSj!"Sh$j%S$(%C%8;¿ (B 


¿SB#V#2SSS S7S?Sh!# (B 
¿SB2#9TSCSFA0SKS$S9$1SP=PS$F$S-$2S91#¿ (B 

¿SBS FS ` Է "ՏԻԶՍՏ | | ո"ԶՄՏ ԶԱ 15 Meee Աաաա: 1%S% G% s$bA` -քՏՇտ- ¿ 
¿$B$?$C$1$+$I!)K:$1$^$7$?!#2 (8(՞՞չ 

2 SBEV#2SOH/ 20; ~SK! "Ht 9TTABVSKSJSCSFS* $9!#$"$H!"6uCfI, ; &SbHtOTTABV! #2 (B 
ESBSF%S $8%3SS0%5!<SUS!!<S+!#!T>P!Kz (B 


>¢$B8+$?8BS j$GSO!"SiSS%G% են $d$?SiSK6/S$SShS&SG$9!#%S1!<%6!<SNEVS?$jH=D4$, ՏոՏցչ (B 
>¿SBSCSHBgS-$9S.SGS7S?!#¿ 

2 1 1 E ss sn ass 
>¿SBSs!# (B 


¿SB@NS+$i$=S$SsSJSbS$s$GS9Sshl'A!#¿ (B 

¿SBSdSjJ$S3S`SH%i%$SSG%Ss!"%Si%s%/:G2<0LSiS7SS$SS$GS9S, !"Aj<j$, 96SaSkSPS"SS; (B 
¿SB%$i%$%G% O E WSSS*S9! #2 (B 
éSB@NSN2s8$59~$_%-%C%S%; SkKS7SCS,$_%1!<%6!<SISSS+SHS[S[SGS9! #2 (B 


éSBEJ$2S, oo աԱ ԱՆԱ Ա ԱԱ ԱԱ ԱԱ ԱՂԱ 
ESB=QSSSES"SIS*ST$?2 le (B 

¿SBN>967b%N%?%s!N1&%?!<%N%N%?%$sF1$82!S7SGS9SM!#¿ (B 
¿SB?MSNSOS_S?SNSGS9S, !"SF%S° %S8%sS,%`%s%:SHSDS+SsSG%]%SS7SFS*S7S?!# (B 


¿S$BAjJOQ$o$i$:!";d$O%F%`$G@Z$C$F$P$C$+$j!#¿ (B(%%; 
¿$B%D%D!<$HDI$$$+$1$FFM$-!*¿ (B 
¿SBS SDSD!<!"S8ScSs SWS7SF?6S$32<SmS7!#¢ (B 
¿SB$/S$SkS3@Z$j!*1JS*!"CYSS!K; (B 
¿SBTIiS1$=$&$KS$SJSC$?$Si!"$@$CS7$e%=!<%I1"$7SgSC$H$G3Z>!!A!#¿ (B 
¿SB%@G%C%7%e;-$K#22sF-$1$1i$1$2S9!#; (B 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 20339 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000062 
html.html 


--MESSAGE FILE 20340 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
63html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?1SO-2022-JP?B?GyRCIOEJTSU3IJWchPBsoQg==?= 

Date: 19 Sep 1997 12:59:14 GMT 

Organization: Net Yarouze (SCE) 

Lines: 29 

Message-ID: <5vtsv2Sltr@newsl.scei.co.jp> 

References: <342254E1.D2E02BBB@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 202.247.139.219 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


peo ee ա աննա J%_SN!V%1!<%7%S%0!&%8%C%° !We (B 
¢$B1&%0%s%1%k; ԲԱԽՏ, !"KMSKSO?1$9$.Sk!Az (B 
` SRS; Sm Tu | <b—-S1 SSCSHAOSKSOS7SFS [$7$+SC82! 4a (Թ 
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>ESB%a!l<%?!<I=< (SO%GS8S?%k%a!<B2!<S, S"SkS@SISISNSG! "=iSa$O2sE>?t$r$$SAS$SAFI¢ (B 
>¢SBS*SIS/SFSOSTSiSIS$! #2 (B 

>ESBSISiSSSVSUS#! <Sk<+BNSOS1SCS3SESSSS46S8SGS7$27S, 161616: (B 

>ESBS (SN#4S,S*S9S9Sa!#%5%S%SISr0zSSSFSb!"%V%S1!<%-SGS-SCS+Sl1Sr:nSCSFSb!"ShS/SI¿ (B 
>i $B%j%U%H$7$F$/$1$^$9!#; (B 


¿S$SB%;%, $N??$SAO0$K$"$C$?$dA$D$G$9$N$M!) FJFA#MS 7S+FISSSGSISS$!d; dz (B 
ESBS"S1!"NIS+SCS?SGS9S+!) CNPMSHSY%?M@SaSTSSSGS9S,!"3 (B 
¿SB;dsdsCSFS_S?Si!"%2%m%2%m!ASGS7S2?S, !&!&!&¿ (B 
¿SBS?S@!"01HV%?%k%S%3!<%9Av$C$F$?$+$i$+$b$7$1$25;$s!# (B 

ESBHECHIEVHL#ECS* !<SHS*°SG!I"SV!<Ss!#¢e (B 
¿SBSVSDS+SkSH!"%o!<%WS9SkS7!#S=S3SiSXSSSKSOSSSKkSNSGS9S, !"S$S$S$S-—S$SJSj:#5oS?¿ (B 
¿SB>1=jSHSOLQ@SiS+SKOcS&=jJSKSSSkSsSGS9Sh!#¿ (B 
¿SBAv$jJSO<B<L463P$K6a$=$&$G$7$?!#<+5!$, SAScSSSH79$/$7!"S0%s%1%kSb3 (B 
¿SB%S/%S%C%/SGSJS/%9%m!<%j!<SGTUSSSFS/Sk46S8SGS9!#B.S=S&SJ<VS[ST¿ (B 
¿SB%OSssSISkS,%s9%sm!<SJSNSO2?S+0O0cS&SH;WS&S1SI!"<B:]SOS=S&SJSNS+SJS!!# (B 


ESBS&!<S$s!"Sd$C$Q$j!"SOSKScSOSK$c$7$?=jSrAvSiSI$+SC$?SNns, S$$1SI$+$C$?¢ (B 
ESBSNS@SmS&S+!#H?>T! #2 (B 
¿SBF |MK$K$G$b!"$^$?9T$3$&$+$J!&!&!&; (B 


¿E SB$ŞH$3$M$G!"%k%^%s$"$j$^$7$?!)¿ (B 
¿SB;dC5S7S?S1SI!"SJSSS+SJS5S2SJSsSG!"S9SOSKC5S9SNS"S-SiSaS?J%wSGS9S+Si!#; (B(^^; 


¿SB#K#B#O;¿ (8 


--MESSAGE FILE 20340 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000063 
html.html 


--MESSAGE FILE 20341 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
64html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOEJTSU3IJWchPBsoSg==?= 
Date: Fri, 19 Sep 1997 22:20:23 +0900 

Organization: Digital Media Lab. 

Lines: 36 
Message-ID: <34227C17.2E8A1FBE@tokyo.dmlcyber.co.jp> 

References: <342254E1.D2E02BBB@tokyo.dmlcyber.co.jp> <5vtsv2Sltr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SBAaB.$N%1%9$"S$Sj$, SHS&S4S6SSS*S9!#z (J 


¿SB;d$d$C$F$_$S?$i1!"%2%m%2%m!A$SGS7$?$, !&!&!&¿ (J 
¿SBS?$@!"01HV$S?%k%$$%3!<%$9Av$CS$SF$?S+Si$+Sb$7$1S2$;Ss!#¿ (J 

¢ SBECHLEV#HL#ECS* !<SHS*°SG!I"SV!<Ss! #2 (J 
ESBSVSDS+$kSH!"%S0!<SWS9SkK$7!#S=S3SiSXSSSKSOSSSKSNSG$9S, !"SS$-SIS 3: #50824 (J 
¢ $B>1=jSHSOL@$i$+$K0c$&=jSKSSSkS$s$GS9Sh! #2 (J 


V V V V V 


¿SBS=S&S$=S&!*JISKSVSDS+SkSH!"C&=PS7ShS&SHS7SFSSSkSNSKS4S3S4S3j;SSCS?Sj!"SASg¿ (J 
¿S$SBSCS$SH>WFMH=D3j$OLdBj$"$3j$GS$S9SM!#¿ (J 


> ¿SBAv$j$SO<B<L463PSK6a$=S&$G$7S?!#<+5!$, ՏՃՏՇՏՏՏՈ7Մ9Տ5/571"5055515:ՏԵչ (Մ 
> ¿SB%S/%SS$S%SC%/S$SGSJS/%S9%m!<%j!<SGIUSSSFS/Sk46S8SGS9!#B.S=S$&SJ<VŠS[SI¿ (J 
> ¢SBSO%s%I%k$,%9%Sm!<STISNSO2?S$+0cS&$H; WS&S1S1!"<B: ] SOS=SESTSNS+SIS! 1 #2 (J 


¿SB%SO%s%ISkSN%m%C%/%H%%!<%m%C%/S,S+SJSjJ9-SS!J#L#R#1#6#0EYS:SDSO0SiSS!)!KS+Sic (J 
¿SBSGS7SgS&S+!)¿ (J 
¿SB#N#S#XSHS+SN:G9bB.=E;k7OSN<VS$O!"BI3QS$S,9-S$/SJSSSNSG!"S"S*Sj@(2s@-—SOShS$S/SJ¿ (J 
ESBSSSO$:SGS9! #¢ (J 

¿SBF=S$G;H$&$JS$SiSdSCS$SOS$SjJ%$i%Sj!<%SY!<%9%+!<$GS7SgS&!#¿ (J 

¿ $B8eNX6nFO$N<V$O%5%$%I%ZV%I!<%-0zZ$$$F$b$"$^$j8z2L$,$J$$$_$?$$$G$9$7$M!#¿ (J 


¿SBSGSb!"SJSsS+%0%i%Ss%sD!<%j%9%sbSK;wSFSk!&!&!& (J 
¿SB%8%`%+!<%J%S3!<%9SO3ZS$S7S=S&S@S+Si!"SSSSSsS@Sl1SI¿ (Մ 
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>DEnnis Brinkhuis wrote: 
> 


>> Thanks, would be graet if you could give me his adress. He did the same 
> 


>Here's his details.... 


> 

>Maurice Sibrandi (sibrandi@orion.n1l) 

> 

> 

>> I do work in Amsterdam as a freelance system-manager. If you want, we 


>> can meet in Amsterdam. Why are you in Amsterdam? And do you have a place 
> 

>Weekend break with my fiance and a few friends (being tourist's Friday 'til 
>Monday).I hear it's a holiday weekend there, so it should be fun...see the 
>sights, drink some 

>beer (etc) 

> 

>> to stay in the Netherlands? You can stay at my humble place if you want. 
>> I'm just a student, but compared with England I live very spaceious. 

> 

>We don't all live in tiny London hovels ;) (I've got an apartment at the 
>Marina in Brighton, balcony over the lagoon, 

>boats, sea, sun, plenty of space and a pleasantly long way from London) 

> 

>We're staying at some Hotel in the centre of Amsterdam (cann't remember 
>the name of it).... 

> 

> 

>> Just let me know, and meeting in Amsterdam is never a problem I think. 
>> (us lucky dutch students have a pass for free -or reduced- public 

>> transportation) 

> 

>It was never that easy when I was a student in England....I think thedutch 
>get it to easy - being a student is all about tiny grotty smelly houses 
>and walking everywhere 'coz you've got no money :) 

> 

> 

>> DEnnis Brinkhuis (NL) 

> 

>Craig. 

> 


-—-MESSAGE FILE 2163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00866 


-—-MESSAGE FILE 2164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000867 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: YarozeMaster 

Date: Thu, 7 May 1998 21:29:27 +0200 

Organization: Debri Productions 

Lines: 37 

Message-ID: <1d80941.7ijblblekhOhsN@al-88-131.al.nl1> 

References: <6e90kpS6nq6@chuka.playstation.co.uk> <351127B1.100E@mdx.ac.uk> <1ld8lvav 
-tqq5mhrljlfeN@al-88-115.al.nl> <355068DF.75CE70E6@hinge.mistral.co.uk> <ld8mjdd.c4g 
n4j1f0a3yuN@al-88-100.al.nl> <35519647.5628268A@hinge.mistral.co.uk> 
NNTP-Posting-Host: al-88-131l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:622 scee.yaroze.freetalk.english: 
867 


We don't all live in tiny London hovels ;) (I've got an apartment at the 
Marina in Brighton, balcony over the lagoon, 
boats, sea, sun, plenty of space and a pleasantly long way from London) 


We're staying at some Hotel in the centre of Amsterdam (cann't remember 
the name of it).... 


VV VV V V V 
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> ¿SBSHS3SmSG!"%Sk%*%sS$S"SjS*S7S2?!) 
> ¿$B; — 1 O -oas5 221114 DD se ssesesuansauoe ue Gi 


ԵՏՔ: SN#$V!<%91"%9%+%C%I%SW%Si%9SNSHSJSjJSK!"SRSCS=$jJSHS*SSSFS"SjS aaa 
¿SBSJSsS+S_SJS19JSS%9%+%C%$I%1!<%9S@SJS!SH;WSCSF6a4sS$SC$S?$i!"S=$1S$GS7S?¿(J(;—; 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20341 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000064 
html.html 


--MESSAGE FILE 20342 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
65html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Re: =?iso-2022-jp?B?GyRCJSolaSU/JXMbKEo=?= 

Date: Fri, 19 Sep 1997 22:23:36 +0900 

Organization: Digital Media Lab. 

Lines: 22 

Message-ID: <34227CD8.9ADA5D68@tokyo.dmlcyber.co. յք» 

References: <34224F64.776E6254@tokyo.dmlcyber.co.jp> <5vtsud$ltn@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿SBSSSd!"JOSoSjJS“S7S?Sh!#¿ (J 
> s eh ԱԱ ui F1$8%9%?!<tHSisSssSKSISiSJI$$$t+SisesaSCsFe (J 
> ¿SBSSS&SNS,;dSN9MS (SGS9!#¿ (J 


¿SBS=S&SJSCSFS/S1SkSH!"S*SkS$S-Sj=i?4<TSNKMSOS"Sj$,S?SSSGS9!#¿ (J 


ESBEVHEZSSS*S7S?Sh! #2 (J 

ESB2#9TSCSFAOSKSISISP=PSFS—-S*S9! #2 (J 

¿SB%$F%` I"S"SUSI INS YS kL "SUS" SS | MHVEZSAS1SGS9!1#S"S1! "Si 8S3G% s$bA`=DSG$-;¿ 
¿$B$?$C$1$+$J!)K:$1$^$7$?! #6 (Մ(՞՞չ 

¿SB#V#2SOB/?J; ~SK! "Ht OTTABVSKSISCSFS* SOl#S"SH!I"6uUCEL, ; &$bHt9T7ABV!#¿ (J 
¿SB%$SF%`%8%s$O%5!<%U%!!<$+!#!J>P !K¿ (J 


V V V V V V 


ESBCNSiSTS+SCS?!#3 (J 
ՀՏԹՏՏՏՏՏՍՏ SHS+SSS&SNS7$+8+SFSIS+SCS?SbDSNSG!&!E!&e (J 


LSBS*S?9TS3SES+ST! #2 (J 
2ESBSGSb!"L@F | ! &L@8eF | $062$m$7$/:.$* $@Sm$sESJz (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20342 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000065 
html .html 


--MESSAGE FILE 20343 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
66html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?ISO-2022-JP?B?GyRCJUSglXyV1GyhC?= 

Date: 19 Sep 1997 16:18:01 GMT 

Organization: Net Yarouze (SCE) 

Lines: 14 

Message-ID: <5vu8 jpSmbe@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.140.65 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
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X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBHEL#L#n#udxXP~S1$*S7$2!#e (8(՞՞)/ 

ESBS=$3SG!"#X5/FOSTSF!"Sh$*$7!"%2!<%* SGSbMn$7SFS$/S$CS+SCSFSJSb$SsSG!"z (B 
¿SB#F#T#PS5SSS SE epee Peet mere SS an ar Ske (B 
ESBS, S"SIS*S7$?! #2 (B 

ESB46FO!A!A!A!A; (B(T-T) 
¿SBS“S@#3KNS7S+MnS7SFSJSSSsSG!"S*SSS*SSSSSCSOSSMnS7SFS_SkSDSbS3j3SGS9!#¿ (B 


¿SB#W#i#n#9#5%2!<%`%(% 56911ՀՏ21ՀՏՇՏԲՏՄՏԵՏՏՏԸՕԸ) Ք: (B 
ESBM'C#S, #W#i#n4JC15/F0%W%m%0%i%`=qS$SSSFS/S1S?SsSGJXMxSK5/F0S$SGS-SkShS&SK;¿ (B 
¿$B$J$J$^$7$?!#!J3Z$A$S3Z$A$s!K¿ (B 

¿S$B:G6a$O%<%S%S&%9%$,F0SS$SS$F!"4r$7$SSGS9!#; (B 
¿SBS$S?S@!"%—-1<%N!<%T$G%W%1%S$S7SFSkSNSG!"S$&SA$/A`:n$G$S-SJS/SF;DG0!#¿ (B 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 20343 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000066 
html .html 


--MESSAGE FILE 20344 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
67html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: Sega Rally2(SRC'98)=?iso-2022-jp?B?GyRCIUpEOQUo4IUSbKEI=?= 
Date: Fri, 13 Feb 1998 21:39:12 +0900 

Organization: Digital Media Lab. 

Lines: 83 

Message-ID: <34E43EF0.8B85A0E8@glove.dmlcyber.co. յք» 
NNTP-Posting-Host: 202.228.62.210 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS*5WS7SVSISGSO!#S5SGSESGSO! #2 (B 


¿$B Se renee ne TY Y oie J VU St ree 
ESBSFS_S$*°S7$?! #2 (B 
ESBH7T2SSOSiSSSWS1SSS7S?!5%/SkS*O1DLS$S 4; HSCSFS_S$?!K=jSGSN46A[Sr!G!&!&! #2 (B 


éESBBhO10u>]SO!"!VS9SYSFS, 9k2ZSKSTJSCS?%; 134!<!WSGS9!#33!<S9SNS7SZASES (!<%76 (B 
¿SB%g%s!"%/% Kk%šASNSbSG%3j%S%0SH5sF0!"%(%U%! JAHI COLI SUGT "38184 ISAPI <SNFTS._ ¿ (B 
¿ SB>e$2$k%Z!<%9%N!<%H!"C~BN!&!&!&!# (1 
¿SBAO:nSG!VS3S&SJSCSFM_S7SSI!WSH; WSC$?; v$, SISNAS9SYSF<B8=$5$1$F55$7591#5351S% Հ (8 
ESBSGH/I=S5S1SFS-S?S"!<S1!<SISNSIS"Sk7TOSISIiS$SSVS2!<%* SHSTSFSO!"JS6EGL5S7$K:Gz (B 
éSBIDIVSN=PMhSH;WSSS*S9! #3 (B 


oP 


ա 


ESB=iSaSF8+$?KMS, !"S*S:46FOS7S?SNSO!"3 (B 

ESB!V?MS, 33!<%9>eSKSSSkS5!*¢ (B(*%0%; ¢SB! We (B 

¿SB4Q5RS$, 33!<S9>eSKS"SUS1SF!"<L??SHSCS?$j$S7SFSk! JSbSASm$sSUSiSC%S7%SES?2S—-S*S/¢ (B 
ESBSIST!KSsS$G$9!#SG!"S3SCSAS, 6aSESSSFSSS/SH!"SQ!<SCSH%3!<%S9S+SiF ( S2SFSSS/! #5 ( (B 
¿SBSGSb!"CfSKSO!"S3S1SFI,;`SGF(S2Sk?MS,S$S?SjJS7S“S9¿ (B(*%_*%; 


ESBS3S1Si1SSSP!<SNS3Z!<S393N!<SHSb:YS+S/SIS4S°S7$?!#5"SSS3SsS0S55 [STIQSOSCSFSS$3 (B 
¿SBS“S;SsS, !"%$N%S%9SOS9S4SSSGS9!#S?SHS (SPS3Ss$I46S8! #2 (B 

"Two handred and Very Long Easy Right.One handred and Medium Left Long 
Medium Right. 

ESBSKSCS—!<!&% 50% 4% 9SHSNSHS&STLENFSI@<SG! "E* 3NSK%S%3S%SUS) Sa! <37S3QGSsSr$/S1S%3 (B 
¿SBS9!# (B 


¿SB%/%k%*SN5sF0S$SK4X$7$F$G$9$, !"S3S1S0S*S@SOSCS—SjSHBES (5՞Տչ Նա ԱՆՐ 
¿SBS ee j Ր` ՏՇՏԵՏ"ՏյՏ՞ՏչՏՏՏտ/, |"Տ"Տ(ՏԻՏՏՏԵՏՄՏ15" ( 
¿SB%s%@!<798-$,6/SSS+SbS7S1S“ S;Ss!# (B 

2 $B%1%jSUSHS5$; $?>19g$G$b!"S*!<SP!<5SL#SNS1%5jSUSHSGSO! "%Q%0!<IiS1S7SFS7$*SS$¢ (B 
¢SBS* 891427 RO\FO$b$4505 4@53NSKS7SFSA$1 SISSSH! "SIS+SIS+<40, SN;WS5T}8~SKS° $$ (B 
¿SB$SFS/S19JSSSHS-S,M-$3S S9!#¿ (B 
¿SB%SO%Ss%sISkSOS-SCSASjJS%ASoS7S-$SjS“S7SgS&¿ (B(*_*; ESB! #é (B 


2 SB46BEA4ItSNS/%k3°S, 0 [SUSk5sFOSr$7$%S9! #F158%?!<3\#44#WHDSGSb!"S4+Sm!<% TANER (B 
2 SBHCSO%/%S3C% ese an SCS5#WH#R#CSOOBD 75S L#SN5SFOFC@-S@SCS$?$4S7S*°S9! #2 (B 
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é$Bc~BNS$b!"$3$1$, <BSKNI$/FO$—S$*$9!#:81&SN%m! <3kS$h$j! "A08eSN%m! <Sk$NJ}$,8*46¢ (B 
é SBE* $KG<F@SG$-$*S$9SM! #3 7SUSHS" SCZWSNS4$/01=V!"2CB.$,ES@Z$1$? =V4V1">/S7A05K¿ (B 
ESBSDSSSNSaSC$?$ 5S 9SKSHS3$mS$ISs$t+!"!V26$0%/%kS*SrA° SCSFSkSs$@!A!WSF5$I,$,$"2 (B 
¿SB$jS S9!#¿ (B 


£$B2;3Z!"SO!&!&!&NIS/IT,$+$5S°S;S$sSGS7$?!#STSSS+2NSCSFS*S7S?S1SISM! #c~BNSNZ9 
ESBSFSCS+!<SK!I"%S (SSSYSC%/S9S, S"SCS?7SNSG! "$—-SCSHS=$170SGS7SgS&!#SOSdAS/% ae 
ESB%i$,=PSFM_S7SSSH;WSSS*S9! #2 (B 


ww 


éSBS*$@@5<0%35%34!<ZS9SHSSS&SOS1SGSOSTISSShHS&SGS9S, !"5$8K$SJ$SC$?=j$r5s$2$F$*S-S ¿(B 
ESBS9! #2 (B 
¿$B!&; ~4V$, $J$52a$.$k¿ (B 
ESB$[$HSS$I$N?M$O!"#2%9%F!<%8!JA0:N$N%9%F!<%8#2$K;wWw$?%9%F!<%8!K$G=*$0o$C$F;¿ (B 
ESBSSSk! #2 (B 
¿ SBKM$b4hD% ae ne 9SF!<%8!T@c! *!KSN%8%c%SSW%S 9%] SCSHSTDES ($7: 8S+!<SVE (B 
¿S$B$G%j%?%$%"¿ (BG; 
PERRIN S Su Gos Gmene աա աա br Bat E E DENS POLS NAGE: աա վանա ua 
éESBSs!#¢ (B 
ESB! &#3#0#01_SOSASgGSCSH?ISS!&!&3 (B 
ESBSd$49~S* SKSO!"SdSOS5#2#0#01_S, er ee 
¿SB!&%/%k%“SN%*b%G%j%s%0SK!"0cOB46Sr46S8Sk¿(B 
¿SB$^$"!"$3$1$046Q-$NLABJ$JŠN$G!#%jSW%l%$$r8+$k$H!"$+$J$J$+$C$3$$$$!JFC$K;¿ (B 
¿SB%9%H%šSi%SH%9!K$G$9!#; (B 
¿SB!&%9%SF%"%j%s%0$+$iSNO)LL>pJs$,>/$JS$S; (B 
¿SB@cSN%$9%F!<%8SGSOSHS*SISCSFS7S“SSS S9!# (B 
¿SB!&%"%$/%;%k$H%V%1!<%-S$SNOLCV$, SASGSCSH?IS$¢ (B 
ee te 


ESBS+SCSISN; ~SOBLL\S@SH; WSCS?SNSKSM! #$0$, $^$^$JKM$G$9; (B(*_*; $B! !# (B 
éSB8=:_!"KMSN; HMO<VSO0% (3933! <SH#WHRHC! T!*!KSGS9!#L/SKS"SDS+SSSdS9SSSGS9!#S$332 (B 
ESBSSSD! #2 (B 
£$B%?%S%° SO!"SG%6!<SHz (B 1:00:16 

¿S$B%SU%)%1%9%H;¿ (B 1:10:11 


¿SB0J9_SO%SjJ%S?2%SS%S"¿ (B (; չ 


£5B%9%?!<SHSNSHS—-!"S"S/%3; SkKSYS?F'S SO;_Sa$?J5}S,L5FqSG$9!#:GBgGONOS, SGSkS"S?¢ 
¿S$ŠB$jJSN2sE>?t$GBTSAS A S7$gS&!#O) LLS, %$0%Si%SYSk$SNS$H$-SO!"S$= s nn a 
ESBer#p#msS OSASSMNSHS OSH! "S9%> !<%:SK%9%S?!<SHSGS-S*S9Sh! #2 (B 

¿$B: e RS ea s SPORT Or %$3%s%H%m!<%SkS,>!MxSN80Sr0.SCSFS$3 (B 
ESBS*SO! #2 (B 


¿SBSjSgS&¿ (B 

E-Mail : ryo@tokyo.dmlcyber.co.jp 

—-MESSAGE FILE 20344 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000067 
html .html 


--MESSAGE FILE 20345 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
68html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCSmRCLRsoQg==?= 

Date: Mon, 23 Feb 1998 16:20:25 +0900 

Organization: Digital Media Lab. 

Lines: 26 

Message-ID: <34F12339.ADD48847@glove.dmlcyber.co.jp> 
References: <34E43EF0.8B85A0E8@glove.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.210 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿ SBE) 8B; ~4V$G$9$, !"JhS75FC;S9S.SGSOS"SJS”5;Ss!#¿ (B 
¿E ŜB3N$+$K!">/!987$7$$$h$&$K$b46$8$^$9$, !"S$3S1S0@dL/$J; ~4V@_Dj$G$9! #2 (B 


¿SBSHS$S&SNSb!"$H$&$SHS&:rF|!"40Av$G$-$?$NSGS9!#; (B 
¿SB%/%k%“SO%+%m! <Si#WHRECSG! "=GOLSO#30LSGS7$?! #2 (B 
¿$B;D$j; ~4VSO#2ZICSOSISSSGST$2$+!#$*S@$*S OC; =LSGS-S$k=j$0$ 2$/S$5$s$"SkSN$G!"Sbz (B 
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¢SBSCSHB.$/SJIS1$P=<J,M>M5SNS"Sk; ~4V@_DjSGS7S$g$&! #2 (B 


ՆՆ ՑԸ Ը /11539Ե545 (Sil LT! HHL <~Ls#3#0ICSNC; $$33! <2 (B 
¿SB%9Sr#2<-S7S“S9!1#¿ (B 

ESBSHb%IS3SN:G= *F|$N$9!<%Q!<%9%Z%7%c%šk!J#F#1$NS 3!<% _ HMQS9SkFC@_;TFb%3;¿ (B 
¿SB!<%9!KSr%s$Ssa!<%8S7SFSbSiS(S1SP4VOcSSSJSSSGS7SgS&!#¿ (B 
¿SBS3SN%9%F1<%8S$SO!":G8eSN%$"%?%C%S/SHSSS&ShSjSb!"%SQ%i%SC%QOSN:G8eSN%s9%sF!<%8S_S?¿ (B 
¿SBSSSK!"S$S*:WSJA(S.SHSSSCS?J70O5$9$, S"SCSF!"AvSCSFSkS3SCSASb4Q5RS5!<%SS9S7S?¿ (B 
¿SBS/SJSkShS&SJ!"3ZS$S7SS%S9%F!<%8SGS9!#;¿ (B 


¿SBS$SG!"%SUS#SK%$C%7%SeSN%S"%H%iS/%S7%g%s$, SASGSCSHE1L>PSYrM6SSS$%*S9; (B(^_^; ESB! #2 (B 


¿SBSG!":#5?LdSJSNSO!"#10LSG%SUS#%SK%C%7%eS7S?Si!"S*S*“S1SGSbS&#1%3!<%9S"SKkSNS+¿ (B 
¿ŠB$J!&!&!&ŠH!#¿ (B 
¿SBSSSd!":#2sSN%$3!<%S9SO!"S[SHSsSISN%S3!<%SJ!<S$r%SUSk%S"%/%S;%kSNSAS*SGAvS1SkSN (B 
S SBSG!"22S+0*B— SJjJSJSSSsSGS9ShSM!&!&!&!# (B 


¿SBSjSgS&¿ (B 

E-Mail : ryo@tokyo.dmlcyber.co.jp 
—-MESSAGE FILE 20345 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000068 
html .html 


--MESSAGE FILE 20346 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
69html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.etc_game 

Subject: AIRS ADVENTURE 

Date: 18 Jun 1998 15:14:47 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1 

Message-ID: <6mbat7$714@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.89.96 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESB2rSSS??MSSS“*S9!) 3 (Ss&GS#SSSOSOSASISKS FSCSOSASCS?S>! փ. (J 
—-MESSAGE FILE 20346 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000069 
html .html 


--MESSAGE FILE 20347 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/000000 
7Ohtml html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kKAZZY.Data" <kazzy1l68@fa2.so-net.ne.jp> 
Newsgroups: playstation.ny.gamer.etc_game 

Subject: =?iso-2022-jp?B?GyRCJTINPCVIJUVwhPCVrGyhC ?= 
Date: Fri, 03 Jul 1998 01:02:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <359BAFOC.7A9EODAD@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


wo 


£$B:G6a!"% $3$,%2!<SHS\!<SkKSNSISFS#SCS/SL=PS7S*S7S2S, !"Sa%?%j%C%/SN?'S, $$; (1 
¿SBS+S7SFS aO (B 
¿$B$3$1$G015$$KDcG/Np2= oe ee 
¿SBBg%V%1%S%/SO!%S!%!%SS7SJSSSHS*SbS&S1SI!# (B 
¿SBSJSsS+M_S7SSS>!*!#¿ (B 


¿SB%$b!<%7%g%s%3%_%sC%/!JCNSiSJSSSCSF!*!KSN¿ (BGBZ$B%\%S%P!<Sr;WSS=PS7S?! #2 (B(%%; 


VEE (My E EE PE S (aly (ՐԱՆ (արա Ն EE ER eee LA E E աի, ve fy ամ Հար FS մե ո: Եր: Pw լ 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


Net Yaroze newsgroups message dump.txt Page 13725 


HomePage : http://www02.u-page.so-net.or.jp/fa2/kazzy168/ 
http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne. foe 
PostPet : kazzy@postpet.so-net.ne. 
Laff of Բ Ն tf ff ար րն E Sf, 7 VAE E E Մ ՀՅՈՒ ՈՒ ՈՒՅ EE EN 


--MESSAGE FILE 20347 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/etc_game/00000070 
html.html 


E AE AE FE FE AE FE AE AE HHH 
E AE AE E FE AE AE AE AE FE FE HTH 


-EPER HEE HEE HH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game 
——HHFEEEEEE HEHEHE 


--MESSAGE FILE 20348 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Kazuyoshi Kimura <kazu_ki@yk.rim.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: FATAL FANTASY VII 
=?iso-2022-jp?B?GyRCOk4 4M0OhHGyhKIBskQiUiJUM1VyVtITwlSRsoSg==?= 
Date: Tue, 15 Apr 1997 19:37:43 +0900 
Organization: PlayStation Net Yarouze 


Lines: 25 
Message-ID: <33535A77.3BE1@yk.rim.or.jp> 
References: <Olbc42a6Sbf64f440S0ebc84d2@------ > 


NNTP-Posting-Host: 202.247.134.51 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

CC: kazu_ki@yk.rim.or.jp 


ESBSIS&Sb! "LZB<$H?=S7S*S9! #2 (J 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J wrote: 

ճ TEAM FATAL; SBBhFSCF!"¢ (J 

զ ¿$B!V¿ (JFATAL FANTASY VII (¢$B%U%'3$%?%k%U%!%s%2%8!<¢ (JVII) g$B!Wz (J 
—Ñ ¿SBSNBN83HGSr%s"%SC%SW%m!<%SIS7S%S7S?!#¿ (J 


¿SBAaB.%$W%$1%$S7$2$7S?!#%0%i%SU%#%C%/S$SN%/%S)%3j%SFS#S, SHSFSHIDSSSGSISM! #2 (J 
> FINAL FANTASY VII¿Á¿SBS$SrCN$Si$JSSSH!"OUL#ITLQ@S+Sb$7S1$25S;Ss!# (J 
> FINAL FANTASY VII¿$B$N%$*%$j%8%JSk%5%s%$H%iSN¿ (JDISC1; SBSH; vAOSK8r49S7SFS*$/SH! "3 (J 
> CDz ԱԱ JBGM¿$BS$Sr1iAU$SGS-$*$9!#!JSJS/SFŠSb!"¿ ( (JBGM: SBS, LDSiSJISSS$@S1SGSWS1% Bee 
-$^ Տյու (J 


o SGSO¢ (JEF: $B$N%5%s%H%i$r; }SCSFSSSTSSSNSG!";nS7SK%1%$%8%1!<%5!<SNz (JCD; $B$rF 
“$1¿ 
e s" 

¿SBS_S?$N$GS9S, !"S3S1SbSIS<S$+%?%$%_%S%0S, SPSCSASJSGS7S?!#¢ (JU (“ 

¿SB!J¿ (U"1:RAGE RACER"¿$B$,%21<%`$N=PS@S7SG!";fSrC5S7SFSk6 [Gw46$SK$T$C$2$j31)1!K¿ (J 


¿SBSDSES-S, SH$FSb3ZS7S_SGS9!#¿ (J 


Kazuyoshi Kimura 

mailto:kazu_ki@yk.rim.or.jp 

—-MESSAGE FILE 20348 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000001h 
tml.html 


--MESSAGE FILE 20349 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
2html html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII =?1S0-2022-JP?B?GyRCQk4 4M0hHGyhCIBskQiUiGyhC?= 
=?1SO-2022-JP?B?GyRCJUUMIVyVt ITwlSRsoQg==?= 

Date: Tue, 15 Apr 1997 21:12:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <yasunaga$1f£7219970415211214@news1.scei.co.jp> 

References: <01bc42a6$bf64f440$0ebc84d2@------ > 
<33535A77.3BE1@yk.rim.or.jp> 

NNTP-Posting-Host: 202.247.160.216 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


2 SBS3Ss$KSASO!"2 (BMr.KzSBSG$9! #2 (B 


> ¿SB<+J,SGSO;¿ (BFFESBSNS5%ssHsiSsSr; } SCSFSSSISSSNSG!";n$7$K%1%$%8S1!<S5!<SNz (BCD¿$B$r 
F~S1¢(B 

>¿SBSF¿ (B 

> ¢SBS_S?SNSGS9S, !"S3S1SbSIS<S+%?%S%_%s%0S, SPSCSASJSGS7S?!#¿ (B(“ 

> ¿$B!J¿(B"1:RAGE RACER"; SBS, %2!<%` SN=PS@S7SG!"; f$rC5S7SFSk6 [Gw46SKSTSCS?S4!) !Ke (B 


2$B; dSb35%sSHSi; } SCSFSISSSNSG! "SOSSSKSIS"!<%> Ss SNS5SSSHSiSrMxMOS7$°S7$22 (B(%%; ¿SB He 
(B 
ESB7kK9=S"SCSFSSSKSNSG!">PS ($*°S$7$2¢ (8(՞՞: ¿$B!#¿ (B 


program, gamer ;SB%U%) !<%i%°%j!<%@!<z(B Mr.K (¢SBOB1J; (B ¿SBOB9O; (B) 
Home address : ¢$B:k6L8)Bg5\;T5HLnD.¢ (B 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 20349 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000002h 
tml.html 


--MESSAGE FILE 20350 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: CRYSTAL3 

Date: Wed, 16 Apr 1997 23:15:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <3354DEED.77F7@ibm.net> 
NNTP-Posting-Host: 202.135.105.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 

CC: t93123nk@sfc.keio.ac.jp 


2SB2qOwHV9Fz (Jdcn01516z$BSN550£>05WSGS9! #2 (J 
¿SB$*5WS7$VSjSGS9!#; (J 


¿SB:G?7:n#C#RR#R#Y#S#R#T#A#L!JSUS!%SS%kL>!'¿ (Jorystal3.1zhz$B!"Ej9F@h!'¢ (Jtest¿$B!K$,¿ (J 
¿SB011~40@.$7$?$N$G!"EJ9F$7$^$7$?!#; (J 

¿SB#2#DSN#R#P#4G$SG!"!V$SISi%/% (!W$H$S$$&$h$jSb%$9%/%&%'%"$N1V%5%, !&%7%3j!<%: !W$K¿ (J 
ESBOaSSSH;WSSS*S9!l #2 (Մ 


£$B:G6a! "SWSmS0%i%> SUS) !<Sis> SNS[!<%S> $2Z!<$8S, 992 7TS5SISFSSSIS+SCS?2SNSG!"3 (J 
$B! J$3$N; ~4| SOSTSIS?S$bK; $7SSSHS-SQ@SH; WSS$S*S9S, ID! Ke (J 
ESBS3SASiSKST!<%S"!<SkS5S; SFSSS?S@S—-S*S7S?! #2 (J 


2 SBSHSSS&SNSb!"S$3SNS2!1<%> !"% (SSSGS#SS%S08*SG: GDcSGSb#2; ~AVSO0SiSSSO2 (J 
ՀՏՏՏԻՏԻՏՏ-ՏեՏՄՏԱՏՇՏ9Տ5, !"; dSNNOITB-$G%; !<%V! &%m!<SISN5!G=$, IUSSSFSSS$°S;Ss! #32 (J 
ESBSISTS?S$+!"IUS1SF2<S5SS!"SbS7$/SO!"Sasb%Sj!<S3+!<SISKSDSSSF6E5S (SF2<S5SS! Ք, (J 


éESBS40U8+!"S446A[!"J86qg!"61>p! "S=SNB><ALASISIS"SIS*STS?Si!"3 (J 
t93123nk@sfc.keio.ac.jp 
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¿SBS“SGS*4jSSS7S“S9!# (J 
ESBS=S1SGSO!"<:NiST7S*S9! #3 (J 


ES$BDI?-!'2CLg$5$s!"Ne$* ԱԱ ՆՆ b 5 
¿S$SBSG$b!"%W%$m%0%i%`$N%9%-%k$OS"$$S+So$SiS:SGS9Sh!#¿ (J 
¿SB!JFCSK!":#2s$N:nIJSNSWSm$0%i%`SOSR$ISSSGS9S, DIK; (J 

—-MESSAGE FILE 20350 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000003h 

tml.html 


--MESSAGE FILE 20351 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII =?iso0-2022-jp?B?GyRCQk44M0hHGyhKIBskQiUiJUM1VyVtITw1s 
Rsosg==?= 

Date: Thu, 17 Apr 1997 14:27:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3355B4DA.4048@ibm.net> 

References: <Olbc42a6Sbf64f440S0ebc84d2@----—- > 

NNTP-Posting-Host: 202.135.105.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


¿SB2qOwHV9f¿ (Jdcn01516;SBSN550f>05WSGS9!#¢ (J 


FATAL FANTASY VIIzSBS$d$4$%S7S$?! #¢ (J 
ESBS9S4SSSGS9SM! #2 (J 


ESBSAScSsSHz (J ESBS*SPS?S-S7SFSSSkSHS3S$mS, !"FCSKSSSKF~S45S°S7S?2! #2 (J 
2 SB@oF.37!<%sSKF~$k; ~SN=hM} $O! "K\J*S=SNSbDSN!D! #3 (J 


ESB<ALASISsSGS9$, !"Sh$m$7$+$CS 251655 ($F2<$5$9! #2 (J 
vab SB%U%!%S%kSO!"SIS&Sd$SCSFin@. !"S$*$?SOF~<j$7$2SNSGS7Sg$&S+! #2 (J 
2$B103Z40$N2; $b8z2L2; SbK\J* S=SNSDSNSGS9S, !"$"$1SO%5%s%W%j%s%0$7$F;¿ (Մ 
ESB<td, $G:n@.$7S?SbSNSISNSGS7$g$&S$+!D! Ke (J 
--MESSAGE FILE 20351 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000004h 
tml.html 


--MESSAGE FILE 20352 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII =?is0-2022-jp?B?GyRCQk44MO0hHGyhKIBskQiUiJUM1VyVtITw1s 
Rsosg==?= 

Date: Thu, 17 Apr 1997 23:01:22 +0900 

Organization: PlayStation Net Yarouze 


Lines: 13 
Message-ID: <33562D32.4463@ibm.net> 
References: ՀՕ15օ422865Եք648440Տ506Ե684420------ > 


NNTP-Posting-Host: 202.135.105.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB2qOwHV9f¿ (Jdcn01516z¢SBSN550£>05WSG$9! #2 (J 


FATAL FANTASY VII ¿$B$d$j$^$7$?!#¿ (J 
ESBS9S4SSSGS9SM! #2 (J 


ESBSAScSsSHe (Մ ESBS*SPS?S-S7SFSSSkKSHS3S$mS, ee ree 
2 SB@oF .37!<%sSKF~S$k=hM} SU$s$FK\J* S=SNSbSNSGS9SM! #3 (J 


éSBO1SD<ALdS, $"Sk$NSG$9$, !"Sh$+$C$?$i65$ (SF2<$5SS!#¿ (J 
é SBEVHA#B4X7 8SNZUS ! SSSkKSOSTS&SASCSF:n@.$7$?SNSGS7SgSESt!#e (J 
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ESBS=S1SH$be (J ¿SBF-<j$7S?SbSNSJSNSGS7SgS&S+!#¿ (J 


ESBS=S1SGSO!"<:NiS7S*S9! #2 (J 
—-MESSAGE FILE 20352 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000005h 
tml.html 


--MESSAGE FILE 20353 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII zSBBN83HGz (J ¿$B%"%C%W%m!<%I¿(J 

Date: 17 Apr 1997 15:16:28 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bc4b41$587d5ee0$08bd8 4d2@------ > 

References: <Olbc42a6Sbf64f440S0ebc84d2@----—-— > <3355B4DA.4048@ibm.net> 
NNTP-Posting-Host: 210.132.189.8 

X-Newsreader: Microsoft Internet News 4.70.1157 


> vabg$B%U%!%$%kSO! "SIS&SdSCSF:n@. !"$*$?SOF~<jS7$?7SNSGS7SgS&S+! #2 (J 
ESBS44 6A[S"S 4S, SHSES4ASOSSS*S91 HE (Մ 


ESBSHS3SmS$G!"3 (JSE SBSGS9S, !"JLSKz (JFF7z;SBSNz (UCD-ROM¿$SB$+$i5[$C$?$oS$S1$GSOSJ$/¿ (J(¿Š 
B>P¿ (J) SB!" (J 

22KHz¿S$BSG%$5%s%$W%j%s%0%$7S$SF:n@.$7$?$b$SN$G$9!#;¿ (J 

ESBSISNSG!"ShS/J9$/SH!"1xSSS$GS9! #2 (J 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J 
m-kami@da2.so-net.or.jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 20353 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000006h 
tml.html 


--MESSAGE FILE 20354 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBsoOSiAbJEJPQkxpGyhK?= <dayon@msn.com> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-4p?B?GyRCPUSbKEPURVISQSBUTKNPRO5JVEEbDJEI OMEAUISobKEo=?= 
Date: Fri, 04 Apr 1997 23:12:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33450C4B.7D78@msn.com> 

References: <01bc29edSbdf3f100SLocalHost @FMV—-5133DPS.web-hyogo.or.jp> <Olbc3cd8$d5ac 
Ե7յՇ0Տ865Եօ84420------ > 

NNTP-Posting-Host: 202.224.201.174 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBS3SsSKSASO; (J ~¢SBRPEDSGS9! #2 (J 
TERRA INCOGNITAzSB40@.$*SaSGSHSE&S4S6SSS°S9! #2 (J 
¿S$SB%N%9$SNF0$-$d%2!<%` $P$i%S%95S, SHS/SISCSFSSS*S9SM! #3 (J 


ESBS? SSSHSkKSHS+%3—-ZSc%iS, $-S1S$SGSIS4S/SSSSSGS$9SHSM! փ Հ (J 


¿SBS"S"SfS&3(SCSFSIS&SdSCSF=qS$SSSFSkSNSGS9S+!)¿ (J 


> ¿SBJu$r$HSCS?$"$H1!"JuS$r$IS3$S+SKCVSS$F!"<jJSVS1SGASSK5"S$kSŠH!"%P%C%I% (95509495950: (J 
> չ5817505Շ515 (%$s%$G%#%s%0#2!1)!K$,$"SjSAS9!#; (J (¿SB>P¿ (J) 


ESBS3SN% ($s%S$G%#%s%0S_S*S7S?!#¿ (Մ(՞՞) 
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¿$B<!2s:n$K$b4|BT$7$F$$$^$9!# (J 


Kazunarilshida 

dayon@msn.com 
—-MESSAGE FILE 20354 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000007h 
tml.html 


--MESSAGE FILE 20355 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
8html.html 

Path: chuka. O O Բիր co.uk!news1.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿ (J ¢SBK~¢(J" <m-kami@da2.so-net.or.jp> 

Newsgroups: a ԱՆ: ny.gamer.ny_game 

Subject: Re: ¿$B=K¿ (JTERRA INCOGNITA;SB40@.!*z (J 

Date: 4 Apr 1997 14:56:40 GMT 

Organization: PlayStation Net Yarouze 


Lines: 20 

Message-ID: <01bc4106$7f37bde0$LocalHost@------ > 

References: <Olbc29edS$bdf3f100SLocalHost @FMV—-5133DPS.web-hyogo.or.jp> <0lbc3cd8Sd5ac 
b7c0$8ebc84d2@------ > <33450C4B.7D78@msn. com> 


NNTP-Posting-Host: 210.132.189.37 
X-Newsreader: Microsoft Internet News 4.70.1157 


> TERRA INCOGNITA;SB40@.$*SaSGSHSE&S4S6SSS*S9! #2 (J 
> 2$B%$\S9SNFO0S-S$d32!<%* $P3i%s%$9S, Sh$/SISCSFSSS*S9SM! #3 (J 


ESBS"S IS, SHS&SASOSSS“*SOl#E (J 


> ¿SB%?%$SSH%$kSHS+%S-%Sc%iS,S-S1SSSGS954S/SSSSSGS9ShSM!#¿ (J 
> ¿SBS"S"SfS&3(SCSFSIS&SdSCSF=q$SSFSKSNSGS9S+!)¿ (J 


¿SB41%0%Si%SU%S#SC%$/SHS+%?%$$SSH%SkSOS9SYSF¿ (JIphotoshop: SBSGIASSSFSSS*S9! #2 (J 


> zSB<!2s:n$KS$b4|BTS7SFSSS*S9! #2 (J 


ESBSHS&S ISOS" SCEWS7$*SISNSG!"S*SCSFSFS/S@S5SSSM!<!#2 (Մ 


KAMI / չ58:8:3:(7 ¿$BK~¿ (J 
m—-kami@da2.so- 2A or. jp 
http://www1.scei.co.jp/~ezm00028/ 


--MESSAGE FILE 20355 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000008h 
tml.html 


--MESSAGE FILE 20356 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000000 
9html. html 

Path: e 5 co.uk!news1.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿$BK~¿ (J" <m-kami@da2.so-net.or.jp> 
Newsgroups: s 2. ny.gamer.ny_game 

Subject: FATAL FANTASY VII ¿S$BBN83HG¿ (J ¿$B%"%C%W%m!<%īI¿ (J 
Date: 6 Apr 1997 16:26:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bc42a6Sbf64f440S0ebc84d2@------ > 
NNTP-Posting-Host: 210.132.188.14 

X-Newsreader: Microsoft Internet News 4.70.1157 


TEAM FATAL; SBBhFSCF!"¢ (J 

2$B!Vz (JFATAL FANTASY VII (¢$B3U%'%$%3?%k%U%!%s%?%8!<z (JVII) ¢$B! Wz (J 
éESBSNBN83HGSrS"SCSWSm!<SISTS*S7S? #3 (J 
http://wwwl.scei.co.jp/Forum/program/archive/pssoft/FATAL.LZH 

FINAL FANTASY VIIz$BS$rCNSiSJS$$H! "OULFITL@$+$b$7$1$%*S$; Ss! #3 (J 

FINAL FANTASY VII¢SBSN%S*%j5%8S0%kS53SSHSiSNz (JDISC1: SBSH; vAOSK8r49S7SFS*S/SH!"¢ (J 


CDzSBSt+Sig ( JBGM:SBSr1iAUSGS- $^$9!#!J$J$/$F$b!"; ( (JBGM: SBS, LDSiST$$$@S1SG3W31% s 2 Š 
A$O1K3 ( (J 
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ESBSMSCSHSdASmS&S<SGSb! "2 (JFF SBS_S?SSSJS3SH=PMhSkSh!"SHSSS&¿ (J 
¿SB%"%T!<%k:nIJSKSJSCSFSAS9SNSG!"S_SJS5SSS<SR$SW%*1%SS7SFS_SF2<S5SS!#¿ (J 


KAMI / ¿ŠB;f;3; (U ¿$BK~¿ (J 
m-kami@da2.so-net.or.jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 20356 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000009h 
tml.html 


--MESSAGE FILE 20357 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 

Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII =?1S0-2022-JP?B?GyRCQk4 4M0hHGyhCIBskQiUiGyhC?= 
=?1ISO-2022-JP?B?GyRCJUMIVyVt ITwlSRsoQg==?= 

Date: Mon, 07 Apr 1997 12:10:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <kamon$21c519970407121020@news1.scei.co.jp> 

References: <Olbc42a6Sbf64f440S0ebc84d2@----—-— > 

NNTP-Posting-Host: 210.136.1.15 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsS$SKSASO!#2CLgSGS9!#¿ (B 


"KAMI / ¿Š$B;f;3¿ (B ¿$BK~¿ (B" <m-kami@da2.so-net.or.jp> wrote: 
>TEAM FATAL; SBBhFSCF!"¢ (B 

> 
>¿$B!V¿ (BFATAL FANTASY ՄԼ1(2585ՍՏ' ՏՏՏՉՏԵՏՍԶ15552581Հչ (BVII) ¢$B!Wz (B 
> 

>¢ SBSNBN83HGSrS"SCSWsm!<SIST7TS*S7S?! #2 (B 


ESB! !SWS1SSS7TS“°S7S?!#Sb$&:G9b!*!!>PSo0$;SFSbSiSSS*S7S?!#@oF.%37!<%SSSKF~Skz (Ց 
ESBSHS3SmSISs$+!"S=SNS*SsS*SGSISM! #59S43SSGS9! #2 (B 
ESB!!S_ SIS5SsSbSWS1SSS7S*°S7SgSE!*z (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or. jp 

Taro Kamon 

—-MESSAGE FILE 20357 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000010h 
tml.html 


--MESSAGE FILE 20358 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: CRYSTAL3 

Date: Sat, 19 Apr 1997 15:17:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <yasunaga$1f£7219970419151739@news1l.scei.co.jp> 
References: <3354DEED.77F7@ibm.net> 

NNTP-Posting-Host: 202.247.160.61 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESBS3SSSKSASO!"550fS5$s!"—¢ (BMr.K¿SBSGS9!#¿ (B 


>¿$B:G6a!"SW%š$m%0%i%`%U%)!<%i%`SNS[!<%`%Z1<%8$,9927$5$1$F$$$JS+$C$?2?$NS$SG!" (B 
>¿Š$B!JS3SN;-4|$OSISJS?$SbK;S75SSSH$-S@SH;WSS$2$9$, D!K¿ (B 
>¢SBS3SASiSKST!<%S"!<%kS$5$; SFSSS?S@S—-S*S7S$?! #2 (B 


ESBS7!"<:NiS7$*S7$2¢ (B(*%; gSB! #K\F | 9977S 7SFS*S-S*S7$22 (B(*%; gSB! #2 (B 
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Is this an invitation? ;-D 


> Just let me know, and meeting in Amsterdam is never a problem I think. 
> (us lucky dutch students have a pass for free -or reduced- public 
> transportation) 


It was never that easy when I was a student in England....I think thedutch 
get it to easy - being a student is all about tiny grotty smelly houses 
and walking everywhere 'coz you've got no money :) 


VVVVVVVV 


That depends how you look at it. Most students live in stinky little 
rooms. To study in Holland you don't need the money (Yet), you get 
study-finance. But thats getting less and less every year. If you don't 
work, you have a hard time. 

Now I don't live near my school. I travel 2 and a half hour to and 2 and 
a half hour from my school. In the east the appartments are so cheap 
that they are cheaper than a small room in a big city. So every day I 
travel about 5 hours, just to have some more space. 

If you work next to your study, they reduce your study-finance. I do 
work a lot and have just a bit more than others that are to lazy to 
work. If you work as beeing a student you get punished and need to pay 
your own stuff. And don't underestimate that most dutch students do have 
loans to pay for more expensive studies. 


But did you want to meet and have a drink in Amsterdam? 


DEnnis Brinkhuis (NL) 
—-MESSAGE FILE 2164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00867 


—-MESSAGE FILE 2165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000868 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Analog Pad w/Dual Shock 

Date: Thu, 07 May 1998 16:45:50 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <35521D7E.D42C3393@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 384.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:868 scea.yaroze.freetalk: 
623 


I just thought I would list some of my finding about programing with 
the Analog Pad. 


The L3 and the R3 buttons (The joysticks themselves are buttons) can 
be read from the 9th and 10th bits respectively. (Remember those 
conveniently not used bits on the standard controller? It's those.) 


The Controller ID of the PAD is 7 rather than 5 like I thought it 
would be. I still think it should be 5 instead of 7 to give 
computability with older analog games and just have a certain bit set 
to differentiate it from the older controller for the newer games, BUT 
enough of my gripes. :) Just remember the ID is 7. I'm not sure why 
Sony decided to do this. 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


I haven't tried to get the feedback system to work because I'm not 
sure even where to start. Does anyone know (A Sony employee maybe?) 


Net Yaroze newsgroups message dump.txt Page 13731 


program ;SB%SU%) !<%i%° S4!<%@!<z;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20358 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000011h 
tml.html 


--MESSAGE FILE 20359 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII =?is0-2022-jp?B?GyRCQk44MO0hHGyhKIBskQiUiJUM1VyVtITw1s 
RsoSg==?= 

Date: Sat, 19 Apr 1997 23:14:21 +0900 

Organization: PlayStation Net Yarouze 


Lines: 7 
Message-ID: <3358D33D.6F97@ibm.net> 
References: <0Olbc42a6Sbf64f£440S0ebc84d2@------ > <33562D32.4463@ibm.net> 


NNTP-Posting-Host: 202.135.105.215 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESB550£>05WSGS9! #2 (J 
ESBS 2$S$ 2$S?=S7TLUS"Sj$*S;$sl#e (Մ 


ESBS3SASiSNS_S9SG!"FIS8ShS&SI5—-; vSr#22SEIFSTSFSTS*SSS“°S7S2 1 #3 (J 


¿SBS3SN5-;vSHSbSISb>CS7SFS*SSSF2<S5SS!#¿ (J 

ESBS4LBOGSr$*S+S1$7S°S7S?! #2 (J 

—-MESSAGE FILE 20359 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000012h 
tml.html 


--MESSAGE FILE 20360 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: FATAL FANTASY VII =?is0-2022-jp?B?GyRCQk44M0hHGyhKIBskQiUiJUM1VyVtITw1s 
Rsosg==?= 

Date: Sat, 19 Apr 1997 23:18:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3358D44C.7451@ibm.net> 

References: <Olbc42a6Sbf64f440S0ebc84d2@----—- > <3355B4DA.4048@ibm.net> <01bc4b41558 
7d5ee0S08bd84d2G@------ > 

NNTP-Posting-Host: 202.135.105.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBS550£>05WSGS9! #2 (J 


¿ $B<ALGSKEz$ (ՏԲԶ:Տ-Լ"Տ"ՏյՏՏՔՏԵՏ4ՏՇՏՏՏ՞Տ914չ (J 
258: 29MSKSIS5S°S7S2 1 #2 (J 


ESBS?S@!"; dSOSSS*S@SK; (JIvabz$B%US! SSSkSN:n@.$,S5&S%S/SSS-S%S;Ss!D! #3 (J 
ESBSbSCSH8&E5£S7SFS_S*S9!#3 (J 


éSBSHS3SmSG! "F1S8Sh$&$JI5-; vSr#2DL!"; dSN%_%9SGEJ9FSTSFS7S*SSS*°S7$2! #2 (J 
¿S$B$S4LBOG$r$*$+$1$7$F?=$7Lu$"$j$2$;$s$GS7S?!# (J 


ESBS=S1SGSO!"<:NiSTS*S9!#e (J 
—-MESSAGE FILE 20360 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000013h 
tml.html 


Net Yaroze newsgroups message dump.txt Page 13732 


--MESSAGE FILE 20361 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: CRYSTAL3 

Date: Sun, 20 Apr 1997 21:26:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 79 

Message-ID: <kamon$21c519970420212618@news1.scei.co.jp> 
References: <3354DEED.77F7@ibm.net> 

NNTP-Posting-Host: 210.136.1.25 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsS$SKSASO!#2CLgSGS9!#¿ (B 


¿$B!!$5$C$=$/!"#C#R#Y#SETHA#LM7$S$^$7$?2!##2; ~4V$/$i$$$+$+$k!"$C$F=q$$$F$"; (B 
ESBSCS?SSSG! "SOS 4S-SCSFSWS1LSSST7S?Si!"STISSSH#1; ~4VS [SISGS/S5IS"SGS-SFS7S*SS; (B 
ESBS*S7S?!*!!:n<TSNz (Bkamez SBS5SsS$h$jAaS$!*¢ (B 


ESB! !SGSO!"46A[! #2 (B 


2$B!!$0$8$aS0%633E (SH3Q!<SFS#!<S,F1$86/S5SISNSGSDSiS$SS1SI!"@.D9S,Aa$/!"S$9; (B 
ESBSOSK6/S$/SISISKSNS, SSSSSGS9SM! #%9%H%1%9S,N/S*°S4S*°S;Ss! #3 (B 
£$B!!@oF.$KIiS1SFSb%2!<%* $*!<%P!<SKSISISTSSSNSHSSSSSGS9! #3 (B 
2$B!!S*°S?!1"S-ScSiSNFC5; $r$&$*S/;HS (SP!"3ZSK%2!<%° S$, 2?7SaSiS1SkSNSbDNIS+$CS$?¢ (B 
ESBSGS9!#KMSOS1%Y% pe one nme ey ՈՅ ԱՆՈ conse 
ESBSG32ZS7$+SCS?SGS9! #2 (B 

ESB! !SUS#!<SkSIS*SCSWSNS9%/Sm!<SkK=hM} SH$&S*S/SSSCSFS*SOSM! #3 (B 
SB! 1% NS S n ԱՆՀ Ն šUS'!!<%SIS"S&SHS7SFSSS/SNS, !"$"S$S3j$, SASG@S1; 
¿SBSI!"SSSS1i=PS$SGS7S?!#¿ (B 


¿SB!15SSK$SJSCS?EQ@SO!"@oF.;-SK%$-%ScCc%s%;%kS$S,SGS-SJSSS3SHSGS9!#S*S!!"%-%c%$s%;¿ (8 
¿SB%*kS$SGS-SkSh$&SKS9SkSH!"=hM)$, $d$d$3$7$/SISkSbS$sSM!A! #2 (B 
2$B! !S=S1S$H!"F1$8%-%c%i%/%?!<S$,$2?$/S5$s=PSFS—$?SHS—SK! "SQ@S1SNS3SH8@SCSFSk3 (B 
¿SBSNS+SoS+S$SiSJS/SJSCSAScSSS*S9SM!#¿ (B 
¿SB!!S"S$SH!"S$$DSb;XE&S7$F0-SS$sSGS$S9$,!"%-!<%1%9%]%s%9$,0-S$S$h$&SGS$9!#%-!<;¿(B 
¿SB51595] %s%9SrNIS/S9SkKS$NS$O!"$?$$S7SF<3j4VSOS+$+$iSJSSSH; ee (B 
é SBAHSs$G$ [$7$$$G$9! #SbSA$m$ sADSN#R#P #GSHS JM7SSS$d$9$/SISCSFS*$7$2! #2 (B 


ESB! !S"SH!I"S; !<%V$N70$G$9$, !"<BSOKMSb%a%b%j!<%+!<SISNS3SHSOShS$/So$+SsSI$S$¢ (B 
25856591 5055: "47015785: 1<SVI}K! $r; W$$$D$-$^$7$?!#$=$1$0!"; (Bdsaveg$BSr; H$&J}K!¿ (B 
ESBSGS9!#%32!<%* SN=*N; 7 ~SK!"I,MWSI%G! <% a += jSK=8SaSF; (Bdsave;SBS9Sk; (B(siocons 
¢ SBMQSP3CZA3US ! SS3kKSNCESGSGS—SkSH; WSS$%*S92 (B) ¿$B!#$G!"<!2s$N%2!<%` $N%m!<%I;~$K¿ (B 
2$B!"S=SNSG!<%3?Sbz 5 n ԱՅՆՄ Rises S nen q o sn E 
¿SBSGSbFqEQSO#N#YSN4D6-$, S"Sk?MS7S$S+%; !<3VSGS-SISSE@SGSISM! #SWSLSWSLSISISK; (B 
¿SB7G:NS5$1S2>19g$KŠ[S+SN?MS ?SASO%; !<SVSGS-SISSS3SHSKSISCSASCSSS*S9! #3 (B 


¿$B!!$=$1$K$7$F$b¿ (Bkamez SBS$5$s$OSSSDSb%$9%4SSS9%ST!<%ISG%S2!<%`:n$j$*S$S9SM!A!#6CS-¿ (B 
ESBSGS9! #2 (B 


¿SB!!J, 3d%3%s%0%$%k$, SGS-SIS+$C$? !"SHSNS3SHSGS$9S, | 'KMSN%2 !<%` !VCO5eSr<iSm; (B 
¿SBS&M'SN2q!WSK%s=!<%9S, TUSSSFSSSkSNSG!"8+SFSbSiS&SH;29MSKSJSkKS+SbS7S1S S; (B 
¿SBSs!#¿ (Bvabz$SBSN:n$jJ} $KSb%R%ssHSK$JSkItd, $, $"Sk$H;WSSS*S9!#ShS+$CS?Si8+SFS/¢ 
¿SBS@S5SS!#¿ (B 


é$B!!:G8eSK!"$3SN2<SKKMSNI,>!%0%?!<%Ss$r=q$S$FS$*S-S*S9!#%/%3j3"SGS—-SISS?MSOz (B 
¿SB8+SFSM!#¿ (B 
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éSB!!:#2sSNKMSNSQ!<SFS#!<SOSIS6!<SIINS*I<S,I"SO!<ST!<SGS7S?! #2 (B 
E$B!!S%S:%0!<ST!<SNz (B"¿S$SB2N¿ (B"z SBSGE (Sr%*SRS5$; $k! #S=S7SF%5%6!<SISNz (B"ZSBFG: (B" ¿$ 
BSGBNNOSrcC%$$z; (B 
¿S$ŠBS$SDSD!"%*!<%,$GC!$/!#S3$Ss$J46$68$G%W%$1%$S9Sk$H3Z$G$7$?!#%3j%6!<%I$N¿ (B"z SBFG; (8" 2585 
rè (B 
";SB:F@8z (B"z SBG=NOSr$&SA>CS$9SNS, 3] SSSSSHSGSIS+SM! #3 9S1SS%> SKSOFCK<1967bS, 8z$+$Tz (B 
ESBSSSNSG6/E ($GS$7S$?!#¢ (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 

-—-MESSAGE FILE 20361 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000014h 
tml.html 


--MESSAGE FILE 20362 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
Shtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sazanta" <net34539@asciinet.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?ISO-2022-JP?B?UmU6IEZBVEFMIEZBT1LRBULkgVkK1LUIBsSkQkJOODNIRxsoSiAbJEI1IiVDJVc 
1bSE8GyhK?= 
=?1SO-2022-JP?B?GyRCJUUkbKEo=?= 
Date: 27 Apr 1997 08:23:00 GMT 
Organization: PlayStation Net Yarouze 
Lines: 15 
Message-ID: <01bc4687Se6a60320SLocalHost@Wanjiro.threeweb.ad.jp> 
References: <Olbc42a6Sbf64f440S0ebc84d2@----—-— > 
NNTP-Posting-Host: 202.235.203.226 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBSIS&Sb!"S5S6SsS?SGS9!#¿ (J 


¿SBSJSsS+$9$S4$=$&SGS9SM!#;¿ (J 
é$B8+SFS_S?SSSNSGS$9$,!"S$*S@; (JFINAL FANTASY VII¿S$SBS$NJ)$Sb$d$CS$SFS$S$SJSSSNSG!"¿ (J 
¿SBLLGrS$S5$,H>8:S7S=S&SJSNSG!"85%M%?Sr@hSK%sW%1%$S7SF8+ShS&SH;WSSS*S9!# (J 


¿$B#7$r$d$j;O$a$k$H!"; E; Vv$K1F6A$, =P$=$&$J$N$G!"2fK}$7$F$$$k$/$;$K!"¿ (J 
éESBSSSDSN4VSKS+#45rSd5 5; OSaSFSSSkz (Մ(՞ ՞չ 


net34539@asciinet.or.jp 
¿SBS5S6SsS2?¿ (J 


--MESSAGE FILE 20362 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000015h 
tml.html 


--MESSAGE FILE 20363 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: Fatal Fantasyz;SBSOS9S4SS!*!I*3 (J 

Date: 27 Apr 1997 14:01:30 GMT 
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Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <01bc5313$9fc4f360$c262d9ca@seryu.ba.mbn.or. յք» 
References: <334D0433.1965@super.win.or.jp> 
NNTP-Posting-Host: 202.217.98.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Hiroaki Suzuki <h-suzuki@super.win.or.jp> wrote in article 
<334D0433.1965@super.win.or.jp>... 

Fatal Fantasy¿$B%W%1%$$7$^$7$?!*!*¿ (J 
ESBS=S3SGO018@!V@(SS!*!*!We (J 
¿SBS“S5SK!(!(%SU%S!%s%?%8!<SNSjSGS9Sh!#¿ (J 
¿SŠB#C#DF-S1$SkŠSHSDbSCSHQ@(S$S!*!*; (J 
¿SB@oF.%7!<%sSJSsS+SbM_S7SSSNSO1TBt!) ¢ (J 


v 


¿SBS3SsSPS$SsSO!##Y#u#uSGS9!#¿ (J 

éSBKMSbS 3SNBN83HGSr3ws1!<S7SF!VSHSFSb@ (SS!WSH;WSSS*S7S?Sh! #2 (J 
ESBSOSiSUS#ESCS/%ISOSASCSOS J#L#Hi#¢gHh#te (J zSBHWHatv#eSG:nSCS$?SSSGSOS+SM!<! #2 (J 
2 SBAaS/40@.HGS, 8+SFS_S?SSSbSGS9! #3 (J 


—-MESSAGE FILE 20363 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000016h 
tml.html 


--MESSAGE FILE 20364 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1ISO-2022-JP?B?GyRCJUESkZSE8JUGOkRyQiJFUkKISQO41TwkShsoQg==?= 
Date: Thu, 01 May 1997 22:15:00 +0900 

Organization: Freaks Factory 

Lines: 21 

Message-ID: <freak$93b819970501221500@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.225.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿SBS3S3SK=q$SSFSSSSSNS+SoS+SsSJSSSsSGS9S,¿ (B 
¿SB!J%sa!<%skSNJ)S,NISSSNS+SJ!) !K¿ (B 


¿SB$SoSKS5$sSN¿ (B 
¿SBS$SKS$Se!<$m$G$SUS!S$8!<$JS7Se!<$FS$S#SsS0¿ (B 
é SBSdSCSFS_$°*$7$?¢ (B(*%) 


éSBCFSh$1$,G6.$$!#SHSSS&SN$,Bh010u>] $G$9SM! #¢ (B 
ESBS"SH!"SO0SiSUS!SSSCS/S, :WIwSG%$+%$C%S3%S$%SSCS9!#; (B 
¿SBB>$K$O!"%7%g%C%H$,<e$$S!)$H46$8$-$7$?!#¿ (B 
¿$B%7%e!<%F%#%s%0$SNBi8oL#$NGK2u>WFO0$N2r>C46$,%$%*%S$%SAS+Sb¿ (B 
¿SBS7S1SJSSSCS9SM!#¿ (B 
¿$BE ($N7D$A$+$ ($7! JGK2u$S5$1$kD>A0$SK7b$CSFS$Sk$S@S$1$+Sb$7$S1$SJSSS1SI!K¿ (B 
¿SBSHS$S+!"<+5!$SH$N5wN%š$, $D$^$C$F$$$kO0OLCV$G7b$?$1$K$N$, ¿ (B 
¿SB%-%S%7%SSGS9SM!#¿ (B 


¿SB#B#G#M$d8z2L2;SbIUS$S/$S=S$S&$G!"<!$N%t%!!<%8%g%sŠ,¿ (B 
¿$B3Z$7$_$G$9$M¿ (8(՞՞) 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
--MESSAGE FILE 20364 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000017h 
tml.html 


--MESSAGE FILE 20365 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
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Newsgroups: playstation.ny.gamer.ny_game 

Subject: LowTec=?ISO-2022-JP?B?GyRCOkc/NzpulVY2TCFXGyhC?= 
Date: Fri, 02 May 1997 21:21:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <kamon$21c519970502212136@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! #2CLGSGS9O! #2 (B 


¿SB%"%J%m%0%3%s%H%m!<%iQ@1MQ%2!<%` !VEL!WSr! "3 (B 
http://ftpl.scei.co.jp/Forum/program/archive/pssoft/tama.1zh 


¿S$B$K%"%C%W%m!<%I$7$2$7$?!#¿ (B 

ISB!!%=1<% 9SDIUSSSFSSSFSS$*S9!#=hM}SNN.$1SOO1LK\S@S1$G!"¢ (B 
¿SBJ#; (STI, 4tSTSISTSFSSSISSSNSG!"So$+SjSdS9SSSH;WSSS*S9!#z (B 
ESBSh$S+$C$?Si; 29MSKSTSFS_SFS/S@S5$S!#¢ (B 


է ԹԵ" ԴՄՆ34906Ե092 721 "S~F7GORTATEMAOSBAGESEISESERCS/ ոչ (B 
258: } SCSF$$$k 2M$O$<S$RM7$s$GSM! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or. jp 
Taro Kamon 


—-MESSAGE FILE 20365 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000018h 
tml.html 


--MESSAGE FILE 20366 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000001 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCJUG8kSxsoSg==?=" <wanisan@gene.or. յք» 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiRLJGUhPCRtJEckIiRVICEKOCE8JEObDKEoO=?= 
Date: 9 May 1997 14:24:39 GMT 

Organization: =?ISO-2022-JP?B?GyRCUG8kSyRVJES2Z jNaSXQbDKEo=?= 

Lines: 26 

Message-ID: <0Olbc5c7£$40620960Sae20b7cb@Nekoko.gene.or. յք» 

References: <freak$93b819970501221500@news1.scei.co.jp> 
NNTP-Posting-Host: 203.183.32.174 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ESBS3$3SK=q$$SFSSSSSN$+So$t$s$ISsss$G$9$,e(J 
> ¢$B!J%a!<ZSkSNJI}$,NISSSNS+SJ!) !Kz (J 
¿SBS3S3SGSSSSSSsSGS9Sh!]!#¿ (J 


> ¢SBB>SKSO!"%7%g%C3H$, <eSS$!) SH46S8S*°S7S27! #3 (J 

> ¿$B%7%e!<%F% reer eee 
> ¿SBS7S1SJSSSCS9SM!#¿ (J 
¿SB%$N1]%*%$k;-$O%S*%$W%7%g%s$NJ)$,%QO%o!]$O>eS$GS9!#; (J 

¿SB!V#P !W$r#18D<h$C$?>uBV$r9MS (SFSSS?SNSGS9S, !&!&!&¿ (J 
¿SBS"SHSO2r>C46!&!&!&SbSCSHGI<jSKSdSCSFS_ShS&S+SJ!#¿ (J 


ESBS (SH!"46A[S"SjS,SHS&S4S6SSS“S9!#¿ (J 

¿SB!V$QO%S?!]%sS$SKM3SiS:RLtSMSNH= ` OS S D eee 

¢$BSr%3%S%; SWSHSK:nSCSFSSS*S9! #2 (J 

2SB>/$7$GS$b!VCFSh$15, G.$$!WSH;WSCSFS/S$1$?SiShS$C$7$c! *SCSFSISbSs$G$9¢ (J 
2 SB! #2 (J 

S SBUbS_ SOCYSS$$G$9S, !"$3$1$+$i$b8+$+$1$2SiM7S$sSGSASCSF2<$5$8! #2 (J 


ps. 
¢ SBEI#ESN@_Dj$r8+D>$7SFS$_$k!"8@$0$1$?; v$O$d$C$?$, $3$1$GBg>fIW$+$J!]¿(J 
ESB! #2 (J 
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ESB!!! !#N#NSOOBDIS7TSISSSs$@Sn$M! "SIS<$+!#e (J 


—-MESSAGE FILE 20366 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000019h 
tml.html 


--MESSAGE FILE 20367 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kiyoshi sakai" <pekochan@os.rim.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1S0-2022-JP?B?GyRCJEGkUyRAJDszJEoiQG5HWBsoSg==?= 
Date: 10 May 1997 00:46:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <0Olbc5cdb$fa8bf240$c78ef7ca@pekochan.or.rim.or. յք» 
NNTP-Posting-Host: 202.247.142.199 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESB! !SOS8SaS*S7SF!I"<r0fSH?=S7S“°S9! #2 (J 


$B!!! VSHSSS@$; 3$T"@nGX! WSISKSbSNSr:n$CSFS$_$?$NS$SG8+SFSdSCSFS/S@S5$$!#e (J 


ՀՏ81 15250571" (ՄՅՏՄ"ՍոՇ | &=\!WS+!Vze (JTECH PlayStation ¿$B#67n9f$N!W#C#D$, 1,MWSGS9! #2 ( 
J 
2$B! !SISSSHFOS-$*S;Ss!#z (J 


2 SB! !SF%9%H%G3#31%/%H%SjSKF~$1SHS$-S$*S7S$?! #3 (J 


é5B! !S446A[S*BTSASTSFS*S9! #2 (J 


—-MESSAGE FILE 20367 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000020h 
tml.html 


--MESSAGE FILE 20368 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Wani" <KFRO1510@niftyserve.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: gSBSHSSS@S; 3SJ"@nGX¢ (J 

Date: 10 May 1997 06:57:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <0Olbc5d0eS$df£839880S3e22d0ca@Wan.niftyserve.or.jp> 
References: <OlbcScdbS$fa8bf240Sc78ef7ca@pekochan.or.rim.or.jp> 
NNTP-Posting-Host: 202.208.34.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


kiyoshi sakai <pekochan@os.rim.or.jp> wrote in article 
<Olbc5cdb$fa8bf240Sc78ef7ca@pekochan.or.rim.or.jp>... 

> ¢SB!!SOS8SaS*S7SF!"<r0fSH?=S7S*S9! #2 (J 

ESB! !S3SsSKSASO! #2 (J 

> ¢SB!!!VSHSSS@S; 3ST"@nGX!WSISkSbDSNSr:nSCSFS_S?SNSG8+SFSASCSFS/S@S5SS! #2 (J 
ESB! !<r0f$SSsSN#wHWHWSZ !<S8SG2HLL<L??SrGR8+$7S*S7$?! #2 (J 


# ¿SB%SW%1%S$SS9SkSH?1SSS=S&SGS9SM!#¿ (J:-) 


£$B!!$3$1$+SiMn$7SFSdSCSFS_S$*S9!#SGSOSGSO! #2 (J 
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Wani / AIZAWA Taro 
KFRO1510@niftyserve.or.jp 


—-MESSAGE FILE 20368 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000021h 
tml.html 


--MESSAGE FILE 20369 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1ISO-2022-JP?B?GyRCJUkLOYVIJC8kO0i03GyhC ?= 
Date: Sat, 17 May 1997 08:00:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <kamon$21c519970517080007@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB4JOWSV%Sm%SC%/S/S:S7%S2!<%` ! "!IVSISCSHS/S:S7!WSr:n$Sj$2$S7S?!*¿ (B 
ESBS_SIS5$s!"M7Ss$G$_SF2<S5SS!#¢ (B 
¿ŠSB%US!%$%kSO!"S$3S3"— 18. (1 
http://ftpl.scei.co.jp/Forum/program/archive/test/dot.lzh 


ա 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20369 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000022h 
tml.html 


--MESSAGE FILE 20370 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿S$SBK-¿ (J" <m-kami@da2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: C++ ¢$B%/%i%9SG;z (Jstatic 

Date: 17 May 1997 03:42:21 GMT 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <01bc6273Saaac2220SLocalHost @-----— > 
NNTP-Posting-Host: 210.132.188.9 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SsSKSASO! #2 (J 


C+t+ESBSGK<ALGS, S"SIS*SI#E (J 


¿SB%/%i%9$S4SHSK¿ (Istatic intz$B$N%+%&%S%?!<SrMQOUSTSF! "3 (J 
£5BS3%SS9SHSi%S/%S?SGSS%SS%/SjISASSSHSTSF!"8=:_ S=SNS/%Si%39S,2?8D:nSiS1SFSSSkS+3 (J 
ESBD4SYS?SISTSPSSSNSGSIS, !"STSESASLISPSSSSSNSGS7TSg$&S$+! #2 (J 


¿ $B; n$7$K0J2<$N$h$&$J%5%s%W%k$r:n$C$F¿ (JVisual C++ 4.0/4.2¿SBSG (J 
¿SB%$3%s%0%$%kS7SFS_S?SNSGS9S, !"š3%s%0%$SkS,DLSjSAS;SsSGS7S?!#; (J 
C++¿SBSN; 29M=qSKSb!"0J2<SNSDSNSHF1S8ShS&SJS5%s%*WskS,S"SCS?SNSG!"¿ (J 
¿SBSRSgSCSH$7S$SF¿; (JVisual C++¿$BS$S@SH%S3%Ss%$QO%S%sk$G$-S$SJSSSNSG$7SgS&S+!#¿ (J 
¿SB!JS=S1SHSb!"%3%s%sQ%SSk%*%SW%7%g%sSrJQ99S9S1SPShSSSNSGS7SgS&S+!K¿ (J 


C++ $B$K>\$7$$J}!"$h$m$7$/$*$M$, $$$7$^$9!# (J 


#2: SBSASJS_SK!"%/%Si%9SN30SKz (Jcount 2; $B$r=P$7SFS7$*S&SH$$S&2r7hJI}K! SOSIS7SGS9!&!&!&3 (J 


oe 


¿SB%$5%s%W 
// 


k#1¿ (J private¿SBSKS$S7$FS$S_S“S7$S?¿(J//////////////////////////////////////// 


#include "studio.h" 


class Apple ( 


Net Yaroze newsgroups message dump.txt Page 13738 
private: 

static int count; 
}; 


void main (void) 


Apple apple; 


printf ("apple = %d\n", Apple::count); 


¿SB%5%s%*W%k#2¿(J public¿SBSK$7SFS_S$“S7S?¿(J///////////////////////////////////////// 
/ 


#include "stdio.h" 
class Orange { 
public: 
static int count; 
J; 
void main (void) 


Orange orange; 


printf ("orange = %$d\n", Orange::count) ; 


////////////////////////////////////////// 


--MESSAGE FILE 20370 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000023h 
tml.html 


--MESSAGE FILE 20371 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: ¢SB",$"!*!*S9S_S*°S;Ss!"4V0cS (SFS7S“SSS“S7S? (J 

Date: 17 May 1997 03:47:29 GMT 

Organization: PlayStation Net Yarouze 


Lines: 8 
Message-ID: <01bc6274$72253260SLocalHost @-----— > 
References: <01bc6273Saaac2220$LocalHost@------ > 


NNTP-Posting-Host: 210.132.188.9 
X-Newsreader: Microsoft Internet News 4.70.1157 


fj.lang.ct+zSBSKEj9FS9SkSDS$b$4$, !"$3S3SrFISsS$GS$Sk;~SKz (J 
2SB:n@.S7SF! "4V0cSCSFE>AwS7SFS7S*SSS$°S782?! #3 (J 


ESBS4SaSsSJIS5SS! #2 (J 
¿$B>C$=$&$H; WSCS?SNSGS9S,!"2 (JIE3.0¿$B$G>C$9J}K!$, S0$+$48°S;SsSGS7$?! #2 (J 


#eSBSASIS_SKI, $+$kI}$*S$iSl$*$7$2?$i!"65$ (SF$S/S@S5$%¿ (J (¿SB>P¿ (J) 


—-MESSAGE FILE 20371 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000024h 
tml.html 


--MESSAGE FILE 20372 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0Owy) ) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: C++ =?ISO-2022-JP?B?GyRCJUS81aSUSJEcCbDKEI=?=static 

Date: Sat, 17 May 1997 14:31:33 +0900 


Net Yaroze newsgroups message dump.txt 


Organization: 
Lines: 35 

Message-ID: 
References: 
NNTP-Posting- 
Mime-Version: 
Content-Type: 


PlayStation Net Yarouze 


Host: 
1.0 
Text/Plain; 


X-Posting-Software: WSNews 2.017 


charset=ISO-2022-JP 


Page 13739 


<bo0wy$24b319970517143133@news1.scei.co.jp> 
<01bc6273Saaac2220SLocalHost@ 
202.247.160.59 


"KAMI / ¿$B;f;3¿(B ¿$BK~¿ (B" <m-kami@da2.so-net.or. jp>z$SBS5$s$O=q$-S*S7S?!#¢ (B 
>#éSBSASJS_SK!"%S/%iS9SN30SK; (Bcount:$SBSr=PS7SFS7S*S&SHSSS&2r7ThI}K!SO%IS7¢é (B 


>#include 
> 

>class 
>public: 
> 

>}; 


Oran 


stat 


main 
Oran 
prin 
>} 

> 


éESB!!%3/SiS9@k 
int Orange::c 


"stdio.h" 
ge { 
ic int 
(void) 


ge orange; 


tf ("orange 


8@SN30SK!"¿ (B 
ount; 


sd\n", 


count; 


Orange: :count) ; 


¿$B!!$HDJ5A$7$J$$$H$$$1$^$; Ss! #018+!"%S/Si1S9SN30SKz (Bcount;¿$B$r=P$9$H8@$&¿ (B 


¿$B2r7hJ}K!$K 


8+$ ($^$9$, ¿ (B(^^; ¿SB1!"% /%i%9@k8@ 
¿SBS=SN%/%SiS9SN%Sa%Ss%*$P$GS"SkSH@k8@S7SFSSSkSKS9 
¿SBS=SNJO?t<+BNS$SNB8:_SrDj5AS7SFSdSkI,MW$,S"S3 
¿SB%"%/%;%9S7$SFSS$SSk$SNSG; (BPublicz SBSN$ [$&SGNI 


SN 
Տ. 
ՏԴ 
ՏՏ 


Cf$K=q$+$1$?7J*$0$"$/$^$G¿ (B 
$JSSOY!"S$3S$S&$7S$SF¿ (8 
$9!#$"$H!"30It$+$iz (B 
S$O$:SGS9! #2 (B 


2SB!t@NSOLG< (E*$J=i4|2=$, I, MW$J$1$1$P$3$NDJ5A$bI, MW$J$+$C$?5$; (B 
¿$B$,$7$^$9$, !":G6aSNS3SSSO0SSSi1SGSOS ?SVSSL@3NSKDj5AS7SISSSH: (B 
¿SBBLLN!"S@SH8@S&;vVSQ@SH;WSSS*S9!# (B 


¿SB!!¿ (B(Net 


Yaroze! 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R;¿ (B 
aza02223) 


E-mail 
Nifty 


boOwy@t3.rim.or.jp 
COQOC00075@niftyserve.or.jp 


—-MESSAGE FILE 20372 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000025h 


tml.html 


--MESSAGE FILE 20373 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 


6html. html 
Path: chuka.p 
From: "KAMI / 
Newsgroups: p 
Subject: Re: 
Date: 
Organization: 
Lines: 12 
Message-ID: 
References: 
i1.co.jp> 
NNTP-Posting- 
X-Newsreader: 


¿ SB; f;3¿ (J 25) 


laystation.co.uk!newsl.scei.co.jp!usenet 


BK~¿ (J" <m-kami@da2.so-net.or.jp> 


laystation.ny.gamer.ny_game 
C++ ¢$B%/%i%S9SG; (Jstatic 
18 May 1997 07:12:13 GMT 


PlayStation Net Yarouze 


Host: 


<O01bc635a$la5adc60SLocalHost@ 
<01bc6273Saaac2220$SLocalHosté@ 


210.132.188.70 


Microsoft Internet News 4.70.1157 


> ¢SB!!%/%iS9@k8@SN30SK!"¢ (J 


> int Orange: 


ESBS&!<Ss!"S$I 


:count; 


SkS[SI!#e (J 


¿SB$3S1SO5SSES-$S S;SSSGS7S?!# (J 


¿SBShS/9MS (S1$SPS=S&S$S$SS$S&S3SHSKSJSjJS%“S9SM!#;¿ (J 


¿SBSIS&SbS"SjS,SHS&S4S6SSS“S9!#¿ (J 


> <bo0wy$24b319970517143133@newsl.sce 
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KAMI 


—-MESSAGE FILE 20373 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000026h 
tml.html 


--MESSAGE FILE 20374 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kiyoshi sakai" <pekochan@os.rim.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?ISO-2022-JP?B?GyRCOm8 9fCQO3UF4kNyQ/GyhK?= 

Date: 22 May 1997 23:30:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01bc6708$c19380c0See8ef7ca@pekochan.or.rim.or.jp> 
References: <OlbcScdbS$fa8bf240Sc78ef7ca@pekochan.or.rim.or.jp> 
NNTP-Posting-Host: 202.247.142.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


2S$B!!!VSHSSS@S; 3$J"@NGX!W$r%"%C%W$7$?<r0f$G$9!#g (J 


¿$B!!!V3$J"@NnGX!&=\!W$NH/Gd85$+$i%/%1!<%` $, F~$C$?$N$G:0=|$7$^$7$?!# (J 


2$B!!;DGO$GS9! #3 (J 


—-MESSAGE FILE 20374 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000027h 
tml.html 


--MESSAGE FILE 20375 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kiyoshi sakai" <pekochan@os.rim.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1ISO-2022-JP?B?GyRCJE8kaiRNJDokXxsoSg==?= 

Date: 5 Jun 1997 23:17:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <01bc7206$17c6b540Sd68ef7ca@pekochan.or.rim.or. յք» 
NNTP-Posting-Host: 202.247.142.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¢$B!!$3Ss$KSASO!"<r0fSH?=S7$*S9! #2 (J 
é$B!!!V8+SK9TS/S$>!*%X%C%8% [%C%0 ! WSISkSbSNSr: n$CSFS_S$?$NSG8+SFSdSCSFS/S@S5SS! #2 (J 
ESB! !S3STSSS@K?#X<RS+$1%S/S1!1<%° Mh$?$P$+$ JSISNSK!"$*$25Q%/S5SGS9!l#é (J 


£SB!!SFS9SHSGS#S1%3/SHSISKEF~S1SHS-S*S7$?2! #2 (J 


é5B! !S446A[S*BTSASTSFS*S9! #2 (J 


pekochan@os.rim.or.jp 
YQA0N1712@Niftyserve.or.jp 
http://www.os.rim.or.jp/~pekochan 
¿SB<rOf¿ (J ¿$B7i¿ (J 
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how to access the feedback (Dual Shock) function of the new Analog 
Control Pads? 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 

are not out to get me." 

--MESSAGE FILE 2165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00868 


--MESSAGE FILE 2166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000869 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock 

Date: Thu, 7 May 1998 22:37:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6it9omSaek6@chuka.playstation.co.uk> 

References: <35521D7E.D42C3393@mail.datasys.net> 

NNTP-Posting-Host: userm176.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:869 scea.yaroze.freetalk: 
624 


>I haven't tried to get the feedback system to work because I'm not 
>sure even where to start. Does anyone know (A Sony employee maybe?) 
>how to access the feedback (Dual Shock) function of the new Analog 
>Control Pads? 


I think accessing the feedback function wouldn't be possible with the 
existing Yaroze libraries because there's no support for sending data to the 
controller ports, the same reason the multi-tap can't be used. 


Mark 


—-MESSAGE FILE 2166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00869 


-—-MESSAGE FILE 2167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000870 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Fri, 08 May 1998 01:41:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <355262a0.20294081@news.playstation.co.uk> 

References: <354f85d5.25145471@www.netyaroze-europe. com> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent 1.5/32.451 


Thrown it out the window and film it, then convert it to AVI, it'll be 
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—-MESSAGE FILE 20375 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000028h 
tml.html 


--MESSAGE FILE 20376 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000002 
9html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJE8kaiRNJDOkXxsoQg==?= 

Date: Sat, 07 Jun 1997 23:10:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <kamon$21c519970607231058@news1.scei.co.jp> 
References: <0O1bc7206$17c6b540Sd68ef7ca@pekochan.or.rim.or.jp> 
NNTP-Posting-Host: 210.136.1.25 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


£$B!!$3SsSKSASO!"2CLg$SG$9! #2 (B 
>2SB!!!V8+SK9TS/S$>!*%X%C%8% [C0 !WSTSkKSbDSNSr:nSCSFS_S?SNSG8+SFSdASCSFS/S@S5SS! #2 (B 
¿$B!!AaB.M7$S$^$7$?!#A` :ո463Ք5-ՏՇՏ-ՏԱՏ՞ՏՏՏ՞Հ (B (¿$B>P¿ (B) ¿SB !#¿ (B 

¿$B99gJ; 2r>C5-GOSK$_SJIS5SSSbM7SsSG$_$*S7SgS$&!#z (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20376 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000029h 
tml.html 


--MESSAGE FILE 20377 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?TG93VGVjGyRCOkc/NzpulVY2TCFXGyhK?= 
Date: Wed, 11 Jun 1997 23:22:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <339EB4A3.204D@fa2.so-net.or.jp> 

References: <kamon$21c519970502212136@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.16 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


£ 


éESBS3SSSKSASO; (J ¿$B2CLg$5$s¿ (J KAZZY ¿$B$G$9!#¿ (J 
ESBS"SISMS0S3SSSHSm! <Si@1MQ%2!<S  !VEL!WSr!"3 (J 
http://ftpl.scei.co.jp/Forum/program/archive/pssoft/tama.1zh 
2 SBSKS"SC%WSm!<SIS7TS*S7S?2! #2 (J 
25B!!%=!<S9SbIUSSSFSSSFSSS*S9!#=hnM}SNN.S1SOOLK\S@S1SG!"3 (J 
¿SBJ#; (SII, 4cSUSIS7SFSSSJSSSNSG!"SoS+SjJSdS9SSSH;WSSS *S9!# (J 
¿SBShS+SCS?Si;29MSKS7SFS_SFS/S@S5SS!#¿ (J 


ESBS" STS3SSGC$C$? 2M! "S*S?PSOS"SISMSVSESGSSSISESHSCS/Srz (J 
¿ $B; } SCSFSS$k?M$O$<$RM7$s$GSM! #2 (J 


VVVVVVVVV VV 


oO 
ՀՌ 


BSASQGSCSHCY$/$ISCS$?$1$ISd$CSFS_$*$7$?!#¢ (J 


2SBS?SSSH3kKS, 1S! S!3S9SHS1!<SHSGR ($/SOS+S4SASISSSGSO! #3 (7(՞՞չ 


ESBS5$9S, SKS"SIS3SSS@S1S"SCSFA* :ոճ-ՏՕ1472: (J!! 
¿SB%sk!<%k$Sb4JC1SGG3S (Տ՞Տ9ՉՏԻԼ #2 (J 
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ESBSE&S*S/EVSFSiS1SISSPMSKS"SISPSS%S9!TSCSFS [SIS8ScSISSSIST!S!S!S¢ (T(*%%7 ESB! Ke (J 
¿SB2sE>$hSjJ?9TONFOSNS[$&S,EvSFSd$9SS$S>!*1*!# (J 


¿SBS*S9S9SaSCS9!*!#¿ (J (“ °) 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20377 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000030h 
tml.html 


--MESSAGE FILE 20378 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: LowTec=?ISO-2022-JP?B?GyRCOkc/NzpulVY2TCFXGyhC?= 

Date: Thu, 12 Jun 1997 14:42:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <kamon$21c519970612144246@news1.scei.co.jp> 

References: <kamon$21c519970502212136@news1l.scei.co.jp> <339EB4A3.204D@fa2.so-net.or 
. jp> 

NNTP-Posting-Host: 210.136.1.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsSKSASO!"2CLgSGS9!#;¿ (1 


ա 


kKAZZY <kazzyl68@fa2.so-net.or.jp> wrote: 
>z SBSASGSCSHCYS/SISCS?7S1SISASCSFS_S*°S7S?7! #2 (B 


> 
>2SBS2%S%H%kS$, 131%! %S9SHS1!<SHSGR ($/$0$+S4SdS9S$SGS9! #2 (B(^^; 
> 


>2$BS5$98, SKS"SI%3SsS@S1S5"SCSFA° :n@-SOH4722 (B!! 
>¿$B%k!<%kS$Sb4JC1S$SGG3S ($*$9SM! #2 (B 


> 
>¢SBS&S*S/EVSFSiS1SISS$ PMSKS"S1SP%$%9! JSCSFS [SIS8ScSISSS1SI!S!$!1%2 (B(^^;¿$B!K¿ (B 
>¢$B2sE>$h$ jd? 9TO\FOSNS [$&$,EvSFSdS9SSS>!*!*!#e (B 

> 


>¢SBS*S9S9SaSCS9O!*! #2 (8(՞՞) 
¿SB!!M7$SsSGSbSiS (SFSES1STSSSGS9! #2 (B 


¿SB!!1:#S“SGSKJ9SSS?OCSGSO:GO9bF@GFQ@SO#2#1#5#O0#O0EQSGS9!#;¿ (Ց 
#¿SBSASJS_SKKMSN:G9bF@FQSOR2#0#3#0#7EQ!#¿ (B 


¿SB!!#1K|E@0J>e$G%2!<%`%*!<%P!<$K$J$SC$?$HS-!"#L#l1$r21$7$JS,$i%$9%?!<%H$9;¿ (B 
E SBSkKSH#1K|E@S+$i:F%9%?!<%HSGS-S$*S9!#;nS7SFS_SF2<S5SSSM! #2 (B 


éSB!!S"SH!"SWSms0%i%S°>$,%3*°S:S/SF:YS+S/A@SSS,DjSaSiS1lSISSSGS9S1IST!"S&SKS$53 (I 
¿SB$sSK>e<j$$$d$j$+$?Sr65$S (SFSb$iS$C$?SN$G5 !2q$, $"$1$P%4%aS$%/$7$7S$SH; We (l 
ESBSCSFSSS*S9! #2 (B 


= 


ա 


éSB!!SGSO! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20378 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000031h 
tml.html 


--MESSAGE FILE 20379 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: LowTec=?1SO-2022-JP?B?GyRCPzc6biFWGyhCTG9IUZWx5GyRCMWk70OxsoQg==?= 
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=?1SO-2022-JP?B?GyRCIVcbKEI=?= 
Date: Fri, 13 Jun 1997 17:31:45 +0900 
Organization: PlayStation Net Yarouze 
Lines: 9 
Message-ID: <kamon$21c519970613173145@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.35 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsS$SKSASO!"2CLgSGS9!#¿ (B 


éSB!!0@M}1i;;SrSbSA!<SUSKS7$?%0%:%k%2!<%* !Vz (8Նօոճօ17:5511:: !WSr E (Bpssoft;¿SBSK%"%SC%Wz¿ 
(B 
¿$B$7$^$7$?!#$<$RM7$s$G$_$F2<$5$$!#¿ (B 
ՀՏ8 ! #H#PSKSWS1SSSN%] SSS3SSHSr=q$—-S*S7S$?SNSG! "S=SASiSbS4MwS"S1! #2 (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 

—-MESSAGE FILE 20379 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000032h 
tml.html 


--MESSAGE FILE 20380 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1iso0-2022-jp?B?GyRCUVULKSE8JWk1LYCOrJGkkTi0qQ04kaSQ7IXUkKjJRqUCONI xsoSg==?= 
Date: Sat, 14 Jun 1997 00:00:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <33A16095.D5D@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.21 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASO;¢ (J kAZZY ¢SBSGS9!#¢ (J 


2$B:#EY!"3'S5SsSNNO:in!"=, :nEy!J%j%j!<%9M=Dj$b4^$` 1K! "S3SN#N#GSKS"SI%6SS39S52 
2$BS1Skg (J 

2 SBS Be reed ener enan gr nine yar crete Ç l K 
¿SBS?SSSH¿ (J 

Z SBOMS ( (SE$$$^$9! #3 (J 

¿$B$= s ԱԱ 34% (%$%?!<$NJ)$G!":nIJ>R2pŠSJSISNSZ!<%8SrSb$C$F$$SiSCS7Sc$Šk (J 
¿Š$ŠBJ)Š$, ¿(J 


¿SBS$S*SiS1S%$7$S?Si%S2!<%%!<%:SUS)!<%1%S`$S+$iS=SNSZ!<%8Sr%j%Ss%/S7SFF1;-SKS_SJS5¿ (J 
éESBSS$K>Rz (J 
é£SB2p$7$ 2$$$H;WS$$*$9$,$,$,$$$t+$,$G$7$gSEstl#e (J 


¢ SBS40U8+S*BTSASTSFS*S9! #3 (J 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20380 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000033h 
tml.html 


--MESSAGE FILE 20381 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
4html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: =?1SO-2022-JP?B?GyRCJVULKSE8JWk1LYCOrJGkkTiQqQ04kaRsoQg==?= 
=?1S0-2022-JP ?B?GyRCJDshdSQqNGokJCE jGyhC?= 
Date: Sat, 14 Jun 1997 23:56:30 +0900 
Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 13744 


Lines: 19 

Message-ID: <kamon$21c519970614235630@news1.scei.co.jp> 
References: <33A16095.D5D@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.136.1.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsSKSASO!"2CLgSGS9!#¿ (B 


>¿SBS=S1SKH<S$SS!"%/%Sj% (%S%$?!|<SNJ)$G!":nIJ>R2pSJSISN%sZ!<%s8SrSbSCSFSSSiSCS7ScSk;e (B 
>¿SBJ)S, ¿(B 
SS SBS*$4$1$°S7$2$1821<3* 1 <3: SUS) !<515%` S+51S=SNSZ1<S8Sr%j%s%/S7SPP1; ~$K$_$J$5; (B 
>¢ SBSs$K>Rz (B 

>2SB2p$7$?SS$H;WS$$%*$9S,$,$,S$S$$+$,SGS7SgS&St! #2 (B 


¿SB!!S<SR!"%j%s%/S*4jSSS7SS9!#%j%s%/SND%$SjJ)$OS*9%S$S-SJShS&SKS7SFSbSiSCSF¿ (B 
¿SBS1SCS3S&SGS9!#¿ (B 


#¿SBSSSDSN4VSK$+S2!<%%!<%S:SASCc%$C%$H=*N;!"!"1"1# (B 
#¿SB5$S$SES+SJS+SCS$S?$GS9!#; (B 
#¿SB<!SO;22CS7S?SSSH;WSSS*S9!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20381 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000034h 
tml.html 


--MESSAGE FILE 20382 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?GyRCUVULKSE8JWk1YCQrdGkkTiQqQ04kaSQ7IXUkKjRqQICQhIxsoSg= 
-7- 

Date: Tue, 17 Jun 1997 23:37:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33A6A135.7F13@ibm.net> 

References: <33A16095.D5D@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.135.105.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB2qOwHV9f¿ (Jdcn01516z¢SBSN550£>05WSG$9! #2 (J 


> 2SB:#EY!"3'S5SsSNNO:n! "=, :nEy!J%35%3!<%9M=DjSb4*°S* 1K! "S3SNEN#GSKS"SI%SESSS985z (J 
> ¿$B$1$k¿ (J 

> 2SBS2!<%* Sr#H#P>e!1$2!<%*!<%:$iSeSs$8! ISGSb#EPHER! uS0SaSsSm! <SISGS—-S$kSh$&S$K$7z (J 
> 

> 


éSBS?SSSHz (J 
ESBOMS (ՏԲՏՏՏ՞Տ91 #2 (J 


¿SBBg; ?@.SGS9! #2 (J 
ESBS3S1SKH<SCSF!"SSSYSSSHSN; ~SK8BSiS:!":nIJSN46A[Sd0U8+SN8r49Sb; (J 
éSB3hH/SKSISKSHSSSSSGS9SM! #¢ (J 


> ¿$B$=$1$KH<$$!"%/%j%(%$%?!<$NJ}$G!":nIJ>R2p$J$IŚNSZ!<%8$r$bő$C$F$$$i$C$7$c$k¿ (J 
> ¿$BJ}$, ¿(J 

> S SB$*4$1515^575251%2!<%^1<%:%U%) !<%i%` $+$1$=$N%Z!<%85r%j%s%/$7$FF1l;~$K$_$J$5; (J 
> 

> 


ESBSSSK>Rz (J 
ESB2p$7$?SSSH;WSSS$%*S9S,5,$,S$St+$,SGS7TSg$&$t! #2 (J 


¢ SB8D ?MSN$% [ !<%° $Z!<%8SG:nIJ>R2p$NSZ! <S8$r:n$CSFS"$j5$*$9S, "(Մ 
¿SB%j%s%/SrSOSCSFD:S$SSS?>19g!"%2!<%%“1<%:%SUS) ! <%i%` SKSbz (J 
¿SBLaS1SkShS&S$SKS9SkSYS-SGS7SgS&S+!#¿ (J 


ESBS=S1SGSO!"<:NiS7S*S9! #2 (J 
—-MESSAGE FILE 20382 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000035h 
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tml.html 


--MESSAGE FILE 20383 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?is0-2022-jp?B?GyRCJUVULKSE8JWk1LYCOrJGkkTi0qo04kaSQ7IXUkKjRqJUCOhIxsoSg= 
=?= 

Date: Wed, 18 Jun 1997 15:33:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <33A7812B.3D77@fa2.so-net.or.jp> 

References: <33A16095.D5D@fa2.so-net.or.jp> <33A6A135.7F13@ibm.net> 
NNTP-Posting-Host: 210.132.170.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS3SsSKSASO¿ (J ¿$B550f$5$s!"¿ (J kAZZY ¿SBSGS9!#;¿ (J 


Naohisa Kamei wrote: 


> 

> ¿SB2qOwHV9f;¿ (Jdcn01516;$BSN550f>05WSGS9! #2 (J 

> 

> ¢SBBg; ?@.SGS9!#¢ (J 

> ¢SBS$3S1SKH<SCSF!"SS%Y3s%HSN; ~SK8BSi$: !":nIJ$N46A[SdOU8+SN8r49Sbz (J 
> 2 SB3hH/SKSISKSHSSSSSGS9SM! #3 (J 


¿$B$=$1$r$*$*$$$K4|BT$7$F$$$^$9!# (J 
ESBS; SCS+S/#U#PS5SSISFSSSk%S2!<%* Sr; VL3E*SIS"SIS&SSSISG=*SOSiS; SkSNSO: (J 
2 SBSDSCS?S$SSISSSGS9SHSM; (J ¿$B!#¿ (Մ(՞՞) 


> ~SB8D?MSN%[!<%°3Z!<S8SG:nIJ>R2p$N%Z!<S8Sri:nSCSFS"S4jS*S9S,!"E(T 
> ¢$B3j%3s%/SrSOSCSFD:$$$?>19g!"%2!<%*%!<%: SUS) !<SiS* SKSbz (J 
> ~gSBLaSl1$k$h$&S$KS$ 9SkSYS—-SGS7$g$&s+!#e (J 


¿SB6/@)S9$YS-;v$GSOS"SjS“ S;Ss%$, !"SGS$S-S1$SPS*4jJSSS7S?SSSGS9!#¿ (Մ(՞՞) 
¿SB011-%j%s%/%"%$%3%sSOMQ0USSS?$7$-$9$,!"JLSK;HSoSJS/SEFSb#O#KSGS9Sh!#¿ (J 


¿SBS=S1SGSO!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20383 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000036h 
tml.html 


--MESSAGE FILE 20384 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?GyRCJVULKSE8JWk1LYCOrdJGkkTiQqQ04kaRsoSg==?= 
=?iso-2022-jp?B?GyRCJDshdSQqNGokJCE jGyhK?= 

Date: Wed, 18 Jun 1997 15:40:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33A782C7.568E@fa2.so-net.or.jp> 

References: <33A16095.D5D@fa2.so-net.or.jp> <kamon$21c519970614235630@newsl.scei.co. 
jp> 

NNTP-Posting-Host: 210.132.170.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


éESBS3SSSKSASO;¢ (J ¿SB2CLgS5$s!"¿ (J kAZZY zSBSGS9!#¢ (J 
Taro Kamon wrote: 

> 

> #2SBSSSDSN4VSKS$+%2!<%S*!<%S:SASCSCSH=FN; IMIMIMI ES (J 
> #2 SBOSSES+SIS+SCS?SGS9! #3 (J 

> #2SB<!$0;22CS7S?SSSH;WSSS*S9! #2 (J 


ESBS9$_$*°S;SsSMS'!"@kEAS, 0O-S+SC$?SGS$9SM! #2 (J 
¿SBA4SFSOSoS?S7SNIT<j:]S$SGS9!#; (J (;_;) 


¿SB<!2sSO@'Hs¿(J!!¿SB!#B#¿ (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl168@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20384 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000037h 
tml.html 


--MESSAGE FILE 20385 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?GyRCJVULKSE8JWk1LYCOrdGkkTiQqQ04kaSQ7IXUkKjRqJUCQhI xsoSg= 
=?= 

Date: Thu, 26 Jun 1997 16:30:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <33B21A9A.7CB7@fa2.so-net.or.jp> 

References: <33A16095.D5D@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.206 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


kAZZY ¢SBSGS9! #2 (J 
72 SB7nS+Si#H#PSGSN>R2p !u%j4%s%/$r3+; O$7S?SSSH;WSSS*S9! #2 (J 


éSBSD$—S$*S7SFSOS3SN2qg5D<<S$GS"SCZWsm! <% re er re s 
éSBSrE: $ (SFS/S@S5$$$*S9SHSES*45S$2=$T>eS2S*S9l#z (J 


¿SB#1!%%S2!<%S`%Ss?%SSSHSku (J 
¿SB#2!5SS %c%s%k¿ (J 
¿SB#31%%"1<%+%%V%U%!%S%škL>!JSW%m%0%i%_%s%0%U%)!<%i%`$KEPO?S78?%U%!%S%kL>!K¿(J 


¿SB#41%:n@.<T!J$2$?SOSA!<%`L>!K¿ (J 


¿SB#51%%2!<%` $N>R2p%Z!<%8$r$*; }$A$N>19g$0%j sn s ՅՈ j 
2 SBH6 ! SHH#PMOSN#P#RI8S*%S 250% 3$a%s%H!IS391S00LES%a ! <2kSGSb7k9= SGS9!Kz (J 


ESBH1L!] #4$*SGSOI, ?SGS9SNSGS*K:S1SJS/!#¿ (Մ(՞՞) 


¿SB0J>eSN>pJs$,4“S%“S1SFSSS1SP7k9=$SGS9!#¿ (J 
¿SB%U%) !<%*SCSHSOFCSKG@_$15$%*S$; $sSNSGS$3$1S*S$GDL$ j8£<+M3SKSIS&S$>! #3 (Մ(՞՞) 


6¿$B7n¿ (J26: $BF | OJAOSKS"$I%&%S%9S5$1$2%2SSSHSKSG6% 53S8%/Sr4uK>$5$1$kI} SO8FLLE] $G$9¢ (J 
¿SBS, ¿ (J 
¿$B>e5-$NFbMF$r%U%) ! <š$i%`%j!<%Q08SF$K%ša!<%k$$S?SQ$1Sk$SH=u$S+$j$2S9!#; (J 


¿SBS=S$S1$GSOSh$m$7S/$*4jSSSSS?S7S*S9!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 
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—-MESSAGE FILE 20385 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000038h 
tml.html 


--MESSAGE FILE 20386 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000003 

9html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?i1so-2022-jp?B?GyRCUCpDTiRpJUDshIxsoSk4uWS5SQT1dFUg==?= STATION 
=?1s0-2022-jp?B?GyRCJUESkKRCOKJEYhI xsoSg==?= 

Date: Wed, 02 Jul 1997 13:08:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33B9D44F.2A54@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSSKSASO; (J kAZZY ¢SBSGS9! #2 (J 


5¿$B7n!"¿ (J6z$B7nd, $N%2!<%* $N>R2p$r:n@.$7$F$_$^$7$?$,$3$s$J46$8$G$$$+$, SGS7Sg$&2 (J 
L$SB$+!#¿ (J 
S $B9=@ . $d%4%S%/J}K! EySGDSOFSISTS"S$1$P%U%) 4m! <$*44$SSSS2S7S°S9! #3 (J 


ESBS3%aSSSHSOSOS?S7$,>!<jSKSDSISFS7S*SSS*°S7$2S,SSSSSNS+SIS!3¢(JT(%%;7; 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20386 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000039h 
tml.html 


--MESSAGE FILE 20387 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 

Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJCpDTiRpJDshIxsoQg==?=N.Y.POWER STATIO 
N =?1SO0-2022-JP ?B?GyRCJESKRCOKJEYhIxsoQg==?= 

Date: Thu, 03 Jul 1997 08:13:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <kamon$21c519970703081359@news1l.scei.co.jp> 

References: <33B9D44F.2A54@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.136.1.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2$B!!$3SsSKSASO!"2CLgGSG$9! #2 (B 


kKAZZY <kazzyl68@fa2.so-net.or.jp> wrote: 

>52SB7n!"z (B6; $B7nJ, $N%2!<%* $N>R2p$r:n@.$7$F$_$^$7$?7$,$3$5s$J46$8$G$$$+$, $G$7$g$&; (1 
>¿$B$+!#¿ (B 

SS SB9=G . $d345%S%/J}K!EySGDsOFSISTS$"$1$P%U%) Sm! <$*45$$$$$2575°S9! #2 (B 

> 
>2 $B%3%a%s%H$O$0$?$7$,>!<J$K$D$1$F$7$^$8$^$7$?$, SSSSSNS+SIS!3 (8(՞՞չ: 


ա 


¿SB!!>R2plu%j%s%/!"$"S$SjS, SHS&ES4S6SSS*S7S?!#BGK~B-SGS$9!#¢ (Ց 
2$B!!<!2s$+$i$03"%C3W9IPCNSNSHS—$K!"z (BURL; $BSI$I$b=q$/$hS&$K$7$°S9! #3 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or. jp 
Taro Kamon 
—-MESSAGE FILE 20387 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000040h 
tml.html 
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--MESSAGE FILE 20388 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 

lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?I1SO-2022-JP?B?GyRCJUF8kcyRKJE41MiE8JWBNNyRTJUF4kNxsoQg==?= 
=?1SO-2022-JP?B?GyRCUD8bKEI=?= 

Date: Wed, 07 Jan 1998 00:42:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19980107004223kamon@mail.web-hyogo.or.jp> 

References: <349AD06E.5131@msn.com> 

NNTP-Posting-Host: 210.136.1.24 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


éESB@PED; (B ¿SBOBLi;¿ (B <dayon@msn.com> wrote: 
> SBS*S 4% (SSS2SKSES'!<SVE (B 

> 
>2$B?'!9<jK!$r9) IWSSS1SFSSSFS=S1$, 2; 3ZSN%$%a! <s8SrSh$/1I=8=3 (B 
>ESBSTSESSSFOzZS—-9~S*S1S*S7S?! #2 (B 

>2$B%; 5859S, S"SkKSTS"SH;WSSS*S7$?! #2 (B 

>¿SBS-S1SSSGS9!#¿ (B 


¿SB46A[S"SjS, ՏԱՏԵՏ4Տ6ՏՏՏ՞ՏՉ1Տ954Տ5/ԱՇՏ Տետմտյտ՞տց914չ (B 
"¿SB%$;%s%9S,S"Sk  (B"¿ ԱՐԱ 3; D > o S 
¿SBS3515+515DS, SSSPS3S?SSSH WSSS*S9!l #2 (B 


«թ 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20388 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000041h 
tml.html 


--MESSAGE FILE 20389 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 

2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?1SO-2022-JP?B?GyRCOQ1kkbCROJDsSkSiQsJGkhIjO20VskRxsoQg==?= 
=?1SO-2022-JP?B?GyRCUDkhI xsoQg==?= 

Date: Wed, 07 Jan 1998 00:44:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19980107004428kamon@mail.web-hyogo.or.jp> 

References: <34a3ac81p7333@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.136.1.24 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


Minoru Matsumoto wrote: 
>o Oriental Wave 
> 
>¢$B:G=iSN%?SSSHSkSGO0zZS—-9~S*S1S*°S7S?!#9u¢g (B PS ¿SBSGS3SsSJS3SHS,SGS-SkSsSGS9SMS (| Էչ ( 
B 


ESB46A[S"S5S, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ9|14. (B 
ESB<+J, $GSO!$%0!<SISd%is$%VSi%jISN5 ! G=SKS$ ?SHSCSFSkS$+S$i!SS"S*S5S2SSS7S2¢ 
¿SBS3SHS7SFSSSkO0U<1SOSJSSSsSGS9S1SI!SS1SCS3S&6CSSSFSbSiS(S?S_S?SSSG!S¿ (B 
¿SBS&S1S7SSSGS9!#¿ (B 

¿SBS=$&$$S$S (SP!$%Q%=%3%s=i 24<TSN; PSbe (B"Oriental Wave"¿SBSr8+$F!S!VSŠSISJSSS7S? (B 
¿$B$i!$$3$s$I$3$H$, =PMh$k$s$+J, aa a n s O 5 Ա: 
S SBS3SHS, =PMhSkSNS+J, S+SiSJSSSo¿ (B) gSB!WSH8@SCSFSSS*°S7S?!#SSSDSb!SKMSN: ote 
éESBSWsms0%isS~ SKS=SCS1SISS46A[ ae ey pees PS, !SSASgSCSHS*S7SJH?1~SrS7SF3 (B 
$BS/$1$?Ss$G! $$&51$75+5C$?SNSr3PS ( (ՏԲՏՏՏ՞Տ914. (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
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—-MESSAGE FILE 20389 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000042h 
tml.html 


--MESSAGE FILE 20390 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: about BrainMasure 

Date: 7 Jan 1998 15:33:41 GMT 

Organization: =?1ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 25 

Message-ID: <690781Sqck@newsl.scei.co.jp> 

References: <68h1ilSal4@newsl.scei.co.jp> <68s682Sm89@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSG$9!<!#z (J 
ESBS 4S a$s$I$S$$!"8ASSI}$,$*SA$, ՏՇՏԻՏ՞Տ752144 (J 


¿SB!)SH;WSCSFSSS?SbSNSHSO!"¿ (J 

2 $B! VLpOuSN%sV%m%C%/SG%ASCews, 4*S*S1ISFSSSkSbSN!We (Մ ¿SBSK!"¿ (J 

¢ SBB>SN3V%mSC%/SrSVSDS1SKSH! "CESNSASCSWS, COLLS*SGMnSASFS+Si;MI}S$Ke (J 
¿SB%S!<%`Sr=PS9¿ (J 


2 SBS3SHSKSDSSSFSGS7S?! #SDS*S4!"S9SF!<S8#4STSTSGSOS=S$15,NIS/H=SiS:!"3 (J 
¿SBdB6vA3SG2r$1S?SHS-SK!"SJSsSG2rS$S1S$S?S+SoS+SiSJS+SCS?SNSGS9!#;¿ (J 
¿SBDL>oSNLp0u%sV%$m%*C%/SO!"SVS$DS+SkSHC1S$SK>CLGS9Sk$S@S1SJSNSG!"¿(J 
¿SBO":?S9SkS$S7$SJSSSO7k9==EMWSGS9!#¿ (J 


¿SBMWS9SkSK! "Lp0u%$V%m%C%/SK%SA%SC%SWS,4“S“S1S$SFSSSkSHS$S-S$SO%SV%m%C%/<+BNSN;¿ (J 
¿SB7ASr@5J)7ASKS9SkSHS+!"SRS77AN)BNSKSJSCSFS?2SJS9SkSH!"F;6Z$,M=A[SGS-Sk¿ (J 
¿SBSNSGG<F@S,SSS/ShS&SK;WSSS“S9!# (J 


¢SBETHP 4M! S4#C#HOg (7 ¿ŠB#S#OFF#T:; (J ¢eSBHEWHOFREKHES: (J ¿ŠB#1#94#94#8¿ (J. ¿ ŠSB#J#A#N¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 

2 SBEM#S#XHG! VS? SMSF S434! ESV! <SISS!<! WH: (J/31¢ SBDLHN3+; O¿ (J 


—-MESSAGE FILE 20390 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000043h 
tml.html 


--MESSAGE FILE 20391 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: Catch The Balls 

Date: 7 Jan 1998 15:33:45 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 9 

Message-ID: <69078pSqck@newsl.scei.co.jp> 

References: <19971227194658BZP06546@niftyserve.or.jp> 
NNTP-Posting-Host: 210.135.67.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$B:nIJJ86gKb!J$J$K$=$1!K$N¿ (JTPM.COzSBSG$9!<! #4 (J 


¿SBS"S=$SS“S7S?!<!#S, ! "'Sh$S/SoS+SsSJS+SCS?SGS9!#¿ (J 
¿SBM7$SJ)!J%S3%SD!K$rS4EFA<xS/$SQ@S5$S!#; (J 
¿SB$b$7S+$7$FS?$@2!S9$@S$1SG$9$+!)$&!A!#¿ (J 


Net Yaroze newsgroups message dump.txt Page 13750 


-—-MESSAGE FILE 20391 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000044h 
tml.html 


--MESSAGE FILE 20392 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“FUKUNO Taisuke" <uni@po.miyako.co.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: 2$B%, %8%3%8%_%e!<%8%C%/3 (J 

Date: 7 Jan 1998 18:04:34 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <690g3iSqle@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.34 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS&SKSGS9z (J 


¿SB%, $%s%3%sSG2;3ZSr!*¿ (J 

¿SB80HWS, SGSF!"S=S1Sr7bSDSHLDSk! #¢ (J (30k) 
http://wwwl.scei.co.jp/forum/program/archive/test/gunm0m. zip 
ESBS=!<S9SHS/SiS9ISiSSSVSLSISHS3S*S4S*SE!<SFSHES SESH! <IUS—! #2 (J (300k) 
http://wwwl.scei.co.jp/forum/program/archive/test/gunm0. zip 


¿SBSbSCSHSAScSsSHS7S?SDSN:nSjS?SSSsS@S1SI!&!&!&!#¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 


—-MESSAGE FILE 20392 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000045h 
tml.html 


--MESSAGE FILE 20393 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: ¢$B%,%S%3%S%_%e!<%8%SC%/¢ (J 

Date: 7 Jan 1998 18:07:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <690g99Sqle@newsl.scei.co.jp> 

References: <690g3iS$qle@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.34 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS&SKSGS9z (J 


£S$B%,%S%3%SSG2; 3ZSr!*3 (J 

éESB80HWS, SGSF!"S=S1Sr7bSDSHLDSk! #¢ (J (30k) 
http://wwwl.scei.co.jp/forum/program/archive/test/gunm_Om. zip 
ESBS=!<S9SHS/SiS9ISiSSSVSLSISHS3S*°S4S*SEI<SFSHES SESH! <IUS—! #2 (J (300k) 
http://wwwl.scei.co.jp/forum/program/archive/test/gunm_0.zip 


¿$B$4$a$s$J$5$$!#%"%I%1%94V0c$$!#¿ (J 

Taisuke Fukuno (uni@po.miyako.co. jp) 

http://sariel.miyako.co.jp/~uni/ 

—-MESSAGE FILE 20393 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000046h 


tml.html 


--MESSAGE FILE 20394 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
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funny to watch. 

On Tue, 05 May 1998 21:35:32 GMT, rsl08@mdx.ac.uk (Robert Swan) wrote: 

>Moan moan moan thats all I ever do. 

> 


>Now I really have something to complain about. My monitor/tv has 
>broken while I was using it. Great, there goes the end of my 


>programming attempts. (growl) 

> 

>Anyone fancy buying and delivering me a new tv? 
> 


>Robert Swan 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 2167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00870 


—-MESSAGE FILE 2168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000871 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock 

Date: Thu, 07 May 1998 20:48:04 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <35525644.993D2824@mail.datasys.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <6it9omSaek6@chuka.playstation.co.u 
k> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 440.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:871 scea.yaroze.freetalk: 
625 


Mark Wilson wrote: 


> I think accessing the feedback function wouldn't be possible with the 
> existing Yaroze libraries because there's no support for sending data to the 
> controller ports, the same reason the multi-tap can't be used. 


Then I'll write my own functions for sending data to the ports. I just 
got to know where to start. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 

are not out to get me." 

—-MESSAGE FILE 2168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00871 


--MESSAGE FILE 2169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000872 

Path: chuka.playstation.co.uk!news 

From: alanQalanyuen.demon.co.uk (Alan Yuen) 
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Thtml.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: HOVER RACING 

Date: 7 Jan 1998 18:16:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <690gp0Sqle@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.34 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB$&$K$G$9; (J 


¿SBS9S4SSShSS!*; 

LR4; SBSD; H$C$?A` EE E E E E 
¿$ŠB%$O!<%$SUSQ%$$%SW$J46$8$rAvŠk¿ (730:58511Հ575550ՏԱՅԲՏ, S"SCSF!&!&!&! #3 (J 
2 SBS*$5$K3331! #2 (J 


¿SB:G6a#P#SSN%S2!<%`SOS“SCS?S/6=L#SJS+SCS?$sSGS9%1SI!"¿ (J 
¿$B$3$1$0$+$J$J$O0O$^$J$^$7$?!#$0$a$i$1$^$7$?!#¿ (J 
¿SB%31!1<%9B&S$.S3j$.S3JSNSHS3SmSKSbSASc$SsSH>hS$l1$F!"¿ (J 

é SBHs>oSKShS$S$S$GS—SG6CS—-S$*S$7$?! #3 (J 


¿SB%H%1!<%K%s%0Š$N; ( (JLEVEL2 ¢ S$SB8eH>$+$i$-SDS/SFS-SDS/SF!&!&!&!#: (J 
¿$BC/$+A4ItD6$;$^$7$?$+!)¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 


--MESSAGE FILE 20394 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000047h 
tml.html 


--MESSAGE FILE 20395 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
8html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: about BrainMasure 
Date: Fri, 9 Jan 1998 21:47:51 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <695770S2g4@newsl1.scei.co.jp> 
References: <68h1lilSal4@newsl.scei.co.jp> <68s682Sm89@newsl.scei.co.jp> <690781Sqck@ 
newsl.scei.co.jp> 
NNTP-Posting-Host: 202.217.98.184 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBS*$?2$°S?S9SS$*S;$sl#2,B<$G$9!#e (B 


>> z SBDL>oSNLpOuSV3mSC%/$O! "S$VSD$4+SkSHC1SK>CLG$ 9Sk$@S1SISNSG!"3 (B 


ESBSHS"$5$°S9S, !"%V%m%C%/$H%V%m%C%/$, $VSDS+SCS?SHS-SKSO! "DL>oSNLp0usVšm%C% / 56: (B 

¿SBSb! "CfSNSASC s, Տրա ԱՆՆԱՆ. COLLS*SGMnSASFS+Si#570}SK%S!<%* $r=P; (B 
pire at $9!#SG!"SbS7COLLSKMnSASkKAOSKS= SN%/%3j%$9%?%SkŠ$, B>SNSVSmSC%S/SKS"S?SkSH! "S=SNz (B 
ESBSVSMSCS/SLFOS+S7$%S9!#S53SN; ~SO%Q%0!<SO=PS*°S;Ss!#2(B 


é SBS=$N; v$K4X$7SFSOSbS&0 LEY@DLE@2ZHLLSr8+$FS_SFS$/S@S5SS$! #3 (B 
ESBS=$7$2Si!"STS&SDSIS, $k$+$,F, SNC£SGAHS_N) SFS1S*S9!#¢ (B 


¿SB%k!<%kšrJ,S+SCSFSbSiSSS*S7S?2SiSbS&01EY%W%1%S$7SFS_SFS/SQ@S5SS!#¿ (B 


Yuu (seryu@ba.mbn.or. jp) 
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—-MESSAGE FILE 20395 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000048h 
tml.html 


--MESSAGE FILE 20396 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000004 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: about BrainMasure 

Date: 9 Jan 1998 16:43:54 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 11 

Message-ID: <695k4aS2sa@newsl.scei.co.jp> 

References: <68h1lilSal4@newsl.scei.co.jp> <68s682Sm89@newsl.scei.co.jp> <690781Sqck@ 
newsl.scei.co.jp> <695770S2g4@news1.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!<!#¢ (J 


2SBS98_$%S;5s!#:G=iSK@bL@ZhLLSHS+8+SFSdS8C$?Ss$G6S95S, ! #3 (J 
ESBILSKSSSSS+S2SsSKEWSLSESSTSFSKSOS1SGSOSITSSSGS9! #3 (J 
éESBL*O@:n<TSNJ}SNOU8~SISISbS"SkSH;WS&SNSGS9S, !"S3SN:nIJSr¿ (J 

¿ $B; THN$J$I$K8~$1$?$H$7$F9M$ (S2SH$S-SK!"SASgSCSH: .MpS7SdS9SSSN¿ (J 
¿SBSGSOSJSSS+!)SHS*SbSCS?SNSGS9!#¿ (J 

¿SBSJS<S+%Sk!<%k$, !"SITS&SbS9SsSJSjF-SCSFS3SJSSSNSG!"SIS&S7SFSJSsSQ@SmS&SH;¿ (J 
¿SBSSSmSSSm9MS (SFOU8+S7SFSSS*S9! #2 (J 


éSBSbS&SASgGSCSHSASCSFS_SFS*S$?46A[Sr=q$-S*S9!<!l#e (J 
—-MESSAGE FILE 20396 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000049h 
tml.html 


--MESSAGE FILE 20397 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“FUKUNO Taisuke" <uni@po.miyako.co.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: about BrainMasure 

Date: 11 Jan 1998 19:29:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <01bd1lec6$654b8d50$5902a8c0@union> 
References: <68h1ilSal4@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.46 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS&SKSGS9z (J 


ESBM7$s$G$_$*S$7$?!#2 (J 
2 SBD) @oE*SGHs>oSKNISSSM! #¢ (J 


E$B%0%: SkKESCESK@1SHS+!"SASESSSHS+S"SKSNS, ?7A/ !#¿ (J 
B:G=iSOS9SO0E]S1S$?S$1SI!"47S1SkSHH?<ME*SK%\%?%S2!S7SFSk<+Jd,$,JQ! #2 (J 


¢$BB, DjSSSISFSKSCSF46$8$,E, EYSJ6 [D%46$r; } SFSFSSSSSM! #3 (J 

ESB4N? 4SN%0%: SKSNS [SESO!"0{S_9~S_SKS/SSS1SI!"3 (J 

£$BS\SSSP%6SkS$K; wS?463P$G2r$/SN$, 3Z$7$/SJSC$FSSSSSH;WS&!# (J 

¢ SBAABNE* $K$—$1$$$G!"2; 3Z$b?4CO$h$/<*SKSD$+SISSSNS,S$SSS$! #2 (J 
¿SB%$"%J%3%s$GS0$j$0$S3jF0$/I,MWSOA4$/L5$S$$1$I3Z$7$$S+$iKMSO9%$-!#¿ (J 
¿SB2sE>$5$;$FSb0cOB46$J$/F0$1$2$S9S$SM!#;¿ (J 


éSB5SSKSISKSNSO%/%35%"; ~SN2ZHLLS, SASgSCSH$7SDS3SSS+SJSCSF;WSCS?S3SH!#;¿ (J 


ESBS*S@!"#2#1LL! #2 (J 
¿SB2KSr8+SDS1SF2rS3S&SH;WSSSAS9!#; (J 
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Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co. jp/~uni/ 


—-MESSAGE FILE 20397 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000050h 
tml.html 


--MESSAGE FILE 20398 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: oriental wave 

Date: 11 Jan 1998 19:33:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <01lbdlec6$f3837b00$5902a8c0@union> 
NNTP-Posting-Host: 202.239.74.46 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS&SKSGS9z (J 


é SBOBIw%F%/%3N$,SSSSSM! #2 (J 

2 SB2HLLSr$8 ! <SCSH8+SFS?SiL/SI46$8SKSISISK! #3 (J 
ESB2{S+S7SSSISiSCSOSSSGS*Sr;WSS=PSTS*SOSM! #3 (J 
ESBSOSkKSOSkSrSIS&SdSCSFSSSkKSNS+SH; A Տ": (J 
2581 eC a crane 
ESBSISKS[SISIS! ! #2 (J 


modg $B$G:G=i:n$C$?$=$&$G$9$, !"z (J 
mod: SBS+Sig ( S Ա O 2021 ԵԱՑ ակով 
2SBM'C#S, ¿ (Jmodz $B$G:n6J$7$?SbSNSrN.MQS7$?$S$H; WS&SSSGS9! #2 (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 


—-MESSAGE FILE 20398 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000051h 
tml.html 


--MESSAGE FILE 20399 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: found out the rule! 

Date: 16 Jan 1998 14:22:20 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 16 

Message-ID: <69ngesSm8g@newsl.scei.co.jp> 

References: <68hl1ilSal4@newsl.scei.co.jp> <68s682Sm89@newsl.scei.co.jp> <690781Sqck@ 
newsl.scei.co.jp> <695770S2g4@newsl.scei.co.jp> <695k4aS$2sa@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.CO¿$B$G$9!<!#$&$0!<$*CQ$:$+$7$$!*!*!*$d$C$Hbk!<%k$, ¿(J 
¿ $BH=$J$^$7$?!#:#¿ (23; SBLLSGS9!#¿ (J 


a $1$SO!"%S!<%`"*%V%m%C%/"*% S!<%`!&!&1&SH$JSC$SF$SkSs$GS9SM!*¿I( (J 
ESBSISKSr: #99!&!&!&SGS9S, !K$=$S1SfS(!"%/%3j tee S$SGSkSNSb%SV%m%SC%/F1l;N (J 

ips, SVSDS+S$CS$S?2SHS-SNS_SG!"8r8_ SJ$55GS95M14; (J 

¿ SBO" : ?$G%/3j%987%k$, =P$JS$$H$- SH=PSk;-$,S"SkRMMSK8+S (S?SsSG!"¿ (J 

¿SB%/%j%9%?%kS$rFbB"S$S7SFSk%-%e!<%V!JS3S$S1$, @5<0L>>N$GS$7$S?SM!KS$S,S"T"SkSNSGSO!)¿ (J 

¿$B$H4*0c$$$7$F$^$7$?!#<:Ni$$$?7$7$^$7$?!#¿ (J m(_ _)m 
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—-MESSAGE FILE 20399 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000052h 
tml.html 


--MESSAGE FILE 20400 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
3html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: oriental wave 

Date: Sat, 17 Jan 1998 12:49:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <19980117124905kamon@mail.web-hyogo.or.jp> 
References: <Olbdlec6$f£3837b00$5902a8c0@union> 
NNTP-Posting-Host: 210.136.1.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


"FUKUNO Taisuke" <uni@po.miyako.co.jp> wrote: 
>i SBOBIwsF%/%NS, SSSSSM! #2 (B 
>¢SB2hHLL$r$8!<SCSH8+SFS?SiL/SJ46S8SKSIS1Sk! #2 (1 
>2¿SB2(S+$S7SS%SISiSC%0%S%G%*Sr;WSS=PS7S S9SM!#;¿ (1 
>2¿SBSOSkSOSkSrSIS&Sd$SCSFSSSkSNS+SH;WS (SP!"¿ (B 
>¢SB1_?mSK%SF%/%S9SA%C!<SISSSGSOSM! #2 (B 
>2¿SBSJSkS[SISJS!!#¿ (B 


ա 


ա 


ESB46A[SIS&SbSGS9!*2 (B 


>mod¿S$BSG:G=i:n$CS?S=S&SGS9S, !"¿ (B 
>mod¿$BS$+Si; (Bseqz SBSXSNIJQ4 9SOSTS&S7SFS*S9S+!) ¢(B 
>2SBM'C#S, ¢ (Bmodz $B$G:n6J$7$?SbSNSrN .MOS7$?S$S$H;WSESSSGS9!#¢ (B 


¢ SB<BSOEV:nlIJ$G$0; (B"mod; SBS+$i¢z (Bseq $BSXSNIQ49¢ (B"z SBSOSASCSFSSSISSS$S$GS9!#LLE] $@ 
$C$?¿ (B 
25855115151518: (B 

ESBSIS&SdSCSFIIAUSTSFSSSkKS+SHSSSESH! $3 (BMOD; SBSNLiAUSr; (BWAV¿ $BO?2;$7$F!$$=S1$r¿ (B 
¢ SBE, EvSJD9S5$K@Z$4!S=EJ#$, Տ"ՏԵԼԷՄ, SO<NSFSFz (BVABz SBSr:n$4j$*°S$9! #2 (BSEQz: SBSNS [S&$0z (B 
MIDI 2$B37!<%1%s%5!<SGz (B4¢SB>. @aS4SHSKz (B"¿SB%T¿ (B"¿$B$rLD$i$9$h$&$JIhLL$r:n$j!$$=$1 
Տ»Տ51: (B 
;SBSNz (ԹոչտԹ51չ (B"¢ SBSK2; ? 'HV9F£6r3d$ JEvSFSF15; (BSEQ2 SB$KJQ49$7$^$9!#$3$1$r; (BPlaySta 
tionzg$B>eSG; (B 
¿SB1iAUS7$?$o$1$GS$9!#;¿ (B 
ESBSoS+S4SKS$/SS@bLESGS9S, !S40C1SK8@S&SHz (B"MOD2 SBSrz (BWAV;$B0?2;$7$?SbSNSr?bS1N. ¢ (B 
¿SBS7SFSSSkS@S1¿ (B"ZSBSG$9! #2 (B 

¢SBS3$NJ}K!SO4JC1SI$s$G6$9$, !$¿ (BVAB; SB$, 0 [MM$KBg$-$/$J$k$7!$¿ (BVABz $B%5%$%:SN@) Ls¢ ( 
B 

(512KBz SBS*SGz (B) gSBSN$?SaSK%5%sS3W%$j%S%0%1!<SHSrMnSHS7SF2;$, $X%\$/SISC$?$5SGz (B 
é SBA4ZA3$*S9S9SaS8Sc$"SjS*S;Ss!#e (B 


ESBSG! SS*°SCSHS&STI}K! SOSTS&S9IS1SPSSSSS+SHSSSSS*S9SH! Sz (B"xm2mid.exe"; SBSH; (B 
ESBSSS&STS'S"S&S'S"Sr; HSESHSSSSSH; WSSS*S9!#S3SNS=SUSHS, ¢ (BMOD: SBSNz (BXM ¿ SBSU%S!%SSSk¢ ( 
B 
¿SBSr¿ (BMIDIe SBSKIQ49S7SFS/$1$%S$9S+Si!SS=S1SrJIQ49S9S1SP; (BSEQ: SBS, :n$1$*S$9! #2 (B 
ESBS"SHSO!S$2z (ԹԱ: SB3U%!%S%k$+$i2; 2'%G!<%?Srz (BWAV; SBSG<h$j=PS7SF2 (BVAG; SBSKS9S1SPS$$ 
SSSH¿ (B 
ESB; WSSS*SO! #2 (B 
ESBS3SNI}K!S@SH!$$[$\K>$_DLS$jJ$N2;$,F@SiS1$k$H;WS$S$*S$9S,!$¢ (BMOD: $B$N% (SUS 'z (B 
¢SB%/%Hz (B (¿$B%5%Ss%W%k$NESCf$+$iH/2;$7$?$J$H$+¿ (B) ¿SBSr¿ (BMIDI 2 $BSG: F8=$G$-SkS$+$IS&$ 
+!S¿ (B 
ՀՏԲՏԱՏՏՏԵՆԱՑ)Տ,Տ"ՏյՏ՞Տ9571522Տհտյ):ո6 ԷՏ, BGJOS@SH;WSSS$*S9! #2 (B 


ՀՏ801ԱՄՏՏՏՏՏԱՏՕչ (B" 2 SBS@SaSbSH; (B"¿ SBSGM'C#SK!Vz (BMIDI1¿ $BSG:n6J$7$JS*$7$F!* !|WSCSFMj 


$`¿ (B 
¿SBS3SHSGS7SgS&S+!)¿ (B(¿SB>P¿ (B) 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
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—-MESSAGE FILE 20400 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000053h 
tml.html 


--MESSAGE FILE 20401 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?ISO-2022-JP?B?GyRCUVcLbCUS5SJUYDKEpCOVNIJQOxskOiFKGyhKTULCOVNIJQykbJEJNUSU1LJXM 
l1VyVrGyhK?= 

Date: 7 Mar 1998 16:35:07 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 15 

Message-ID: <6drsvrS$7u@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


MIBASIC¿SB%W%1%9%F¿ (JBASICZ$B!Jz(J By ¿$B$_$NOB; £$5$s!KSGFO :n$9$k%=%USHSr¢ (J 
é$B=q$—-S*$7$2!#SIS* !"S=SUSH<+BNSOZU% ! SSSkFDSNz (J SNOWLET.BAS; $BSG$9$, !"¿ (J 
MIBASIC; $BK\BNSb4*$*S1SFS$$*S9SNSG!"$3SNz (JSNOWLET.NBAS; $BSr¢ (J 

ՀՏԹ-զՏ-495 (SkSHILSNS=SUSHS, :n$1$*S9! #2 (J 


http://wwwl.scei.co.jp/forum/program/archive/test/ 


éSB46A[S*BTSASTSESSS*S9! #3 (J 


¿SB#T#P#M!S#C#O¿ (I ESBHESHOFFHT? (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8:¿ (J. ¿SB#M#A#Y:;¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20401 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000054h 
tml.html 


--MESSAGE FILE 20402 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
Shtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?ISO-2022-JP?B?GyRCUVcLbCUS5JUYDKEpCOVNIJOxskQiFKGyhKTULCOVNIJQykbJEJNUSU1LJXM 
l1VyVriITwwRkZiGyhK?= 
=?1ISO-2022-JP?B?KDIp?= 
Date: 10 Mar 1998 22:43:34 GMT 
Organization: TPM.CO SOFT WORKS 
Lines: 9 
Message-ID: <6e4fmmSa9n@newsl.scei.co.jp> 
References: <6drsvr$7u@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.89.79 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSJS*!"%[1<%`%Z!<%8SGSbOFFbSr:NS;SFSSS%S9SNSGS4SiSsS/S@S5SS!#¿ (J 


¿SBR#FT#P#M!S#C#O¿ (I ¿SB#S#OFF#T; (I ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#M#A#Y;¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20402 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000055h 
tml.html 


--MESSAGE FILE 20403 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
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6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?ISO-2022-JP?B?GyRCIVYkKLSR1LJUCYkaiFXNDZBWxsoSg==?= 
Date: 14 Mar 1998 01:31:54 GMT 

Organization: None 

Lines: 16 

Message-ID: <01lbd4ee7S 9ebde960Sba7ad9calportege> 
NNTP-Posting-Host: 202.217.122.186 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


PS-SOFT¢ SBSKS"SCSWSSSISES?!VS-SeS&Sj!WSdSjS*S7S?! #2 (J 


ESB%F%s%]$,Hs>oSKShS$/!"A* :nSb7ZSSSNSGSHSFS$b5S; }SAShHS+SCS?SGS9! #2 (J 
¿SBShS/J, $+SiSIS$3N%jSN%9SH!<S5!<S@SC$?S1ST!"JTOOSSSOEASOSCSFS-S*S7$? l#2 (J 
ESBS*S?S&SSSSSISES, =PSkKSHS—Sd! "EOSKF~SkKSHS—!"S/S5S"ST7S?SHS—!"3 (J 
ESBS"SSSFS° SrSHSCS?SHS—-SISSS+SN1i=PSb$7SCS$+$ JAOSCSES"SKSNSOz (J 
¿SBSHSFSbShS+SCS?SGS9!#¿ (J 


¿SBS?S@%2!<%`SNFqOWEYS,>/S7DcSaS+Sb!#;¿ (J1l¿SB2sLNSG%/%j%"S7SFS79S7 SSS“ S7S?!#¿ (J 
¿SB:G8eS*SGSdSCSFSbSiS (Sk$h$&SIG[N8$+Sb$7$1$%S;$s$, !"Sb$&>/S7FqS7S/SFSDb (J 
¿SBSSSSS+SbS7S1S S;Ss!#; (J 


¿SBA4BNE*SKSHSFSbShS/AOSjJ9-SsS$SGS"SCSF!"SSSSS2!<%`S@SH;WSSS*S9!#¿ (J 
1zSBEYSdSCSFS_Sk2ACMSOS"S4S*S9! #3 (J 


Yuuz$B! Jz (Jseryu@ba.mbn.or. jp) 
—-MESSAGE FILE 20403 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000056h 
tml.html 


--MESSAGE FILE 20404 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?1ISO-2022-JP?B?GyRCIVYkKLSR1LJCYkaiFXNDZBWxsoQg==?= 
Date: Sat, 21 Mar 1998 22:25:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <19980321222554kamon@mail.web-hyogo.or. յք» 
References: <01lbd4ee7S 9%ebde960Sba7ad9calportege> 
NNTP-Posting-Host: 210.136.1.38 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


"Yuichiro Okamura" <seryu@ba.mbn.or.jp> wrote: 
>PS-SOFTz SBSK%S"SCSWS5S1SF$?!V$-SeS&S$5!WSd$4S*°S7S2! #3 (B 


ESBKMSbSdSjS*°S7S?! #2 (BYuug SBSS5SSSKF146!#S*SbS7SmS+SCS?!#S_SsSTSbS@SESSS7Sh! #3 (B 
http://wwwl.scei.co.jp/Forum/program/archive/pssoft/kyuri.1zh 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20404 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000057h 
tml.html 


--MESSAGE FILE 20405 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiFWICOkKZSQmIGOhVzO20VsbKEo=?= 

Date: 24 Mar 1998 22:53:11 GMT 

Organization: TPM.CO SOFT WORKS 
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Lines: 18 

Message-ID: <6f9dgnSoka@newsl.scei.co.jp> 

References: <Olbd4ee7S$9ebde960Sba7ad9ca@portege> <19980321222554kamon@mail .web-hyogo 
.ՕԷ.յք» 

NNTP-Posting-Host: 210.135.89.60 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 


ESBS—-SeS&S4!"SASIS*°STS?!#SSS-SIS 4% (SUS'S/SHSP%ISPSISG; THNS+SS!*SHz (J 
£SB;WSCS?S/SiSSSSSSSG%S-SGS7S?! #2 (J 


¿SBA`:nSb%SS%SSS+%Ss%$8SG%+%9%?%%“%S%:=PMhS?SNSGFCSK:SSkS3SHSbSJS/?JSaS*S7S?!#¿ (J 
ESBS8SCSSSWSN; ~SKETOLSKSDSCS+S (SkSNS, SASgSCSH46S8SoSk!A!"SCSF46S8S+SJ!#;¿ (J 


¿$B4X78$JŞ$$1$I!"%U%)!<%i%` SNSIiSSSVSiSF! <SN>R2PSNSHS3SMSK2ZHLL<L? 2S, S"SkSHz (J 
éSBSSSSSGS9SM! #2 (J 
¿SB%-%e%&%j!"J8S@S1S@SHSDS%“SsSJS5S=S&SJSNSG!&!&!&!&!# (J 


ESBETHP HEM! SCHO (I ¿SB#S#OFF#T; (I ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#M#A#Y;¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20405 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000058h 
tml.html 


--MESSAGE FILE 20406 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000005 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?ISO-2022-JP?B?GyRCIVYKLSRIJCYkaiFXNDZBWxsoQg==?= 
Date: 26 Mar 1998 13:04:30 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 25 

Message-ID: <351a4f17pa084@base.minoru.isl.intec.co.jp> 
References: <01lbd4ee7S 9%ebde960Sba7ad9calportege> 
NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <01bd4ee7$9ebde960$ba7ad9ca@lportege>, seryu@ba.mbn.or.jp says... 
> 

>PS-SOFTz $B$K%"%CSWŚ5$1$F$?!V$-$e$&$j!W$d$jJ$^$7$?!#¿ (B 

> 

>i $B%F%s%]$, Hs>0$K$h$/!"A` :n$b7Z$$$N$G$H$F$b5$; }SAShS+SCS?SGS9!#¢ (B 


ESBShS$/S$GS$-$?:nIJS@SH; WSSS*S9! #2 (B 
ESBSGSb! "SQ%CSISNA* :n$, :#$R$H$D$0o$+$i$J$$; (B... 


>¿SBS?S@%2!<%` SNFQOWEYS,>/$7DcSaS$+Sb!#¢ (B1 $B2SL\$G%/%J%"$7$F$7$^$$$^$7$?!# (B 


¢ SB=>Mh$N%"3/%7%qg3S8%2!<%°> $, 61<4jST2M$GSb3Z$7SaSk$hS&$Kz (B 
ESBS9SkS?SaSNG[N8SGSOSISSS+S$H;WSSS*S9! #2 (B 


¿i $B; dS0%"%/%7%3g%SS,A4S/S@SaSTSNSGSIS, !"S3S1SO02?7?SHS+M7SYS*°S7S?!#¢ (B 
>1¿ $BEY$dA$C$F$_$k2ACM$O$"$J$^$9!#¿ (B 


¿$B; dSb?dA&$7$*S9! #2 (B 


¿$B#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb2.so-net.ne.jp> 
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—-MESSAGE FILE 20406 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000059h 
tml.html 


--MESSAGE FILE 20407 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?iso-2022-jp?B?GyRCJU0LOyVIJGOkbSQmIDXCNE 9AGyhC ?= 
Date: Mon, 11 May 1998 06:42:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <35561F30.642E7E4Bémxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS_SIS5Ss!"SMSCSH$d$m$ &$<B40@S$K1~Jg$5$1$? :nIJSbS&M7SsS$GSS$?S@S1$S*S7$?!#z (B 
¿SBS$S=S$S1SGSOSISsSISsS40U8+!"S446A[$Sr=qS$SSFS/SQ@S5SS!#¿ (B 


¿SBS$?$S@S$7! "Nd$d$S+S$S7SO1sN8S$7S$F2<$5SS!#¿ (B 


Psuke 

p_suke@mxz.meshnet.or.jp 

—-MESSAGE FILE 20407 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000060h 
tml.html 


--MESSAGE FILE 20408 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: ### =?iso-2022-jp?B?GyRCOCk6bjt+NFYbDKEIyNBskQjt+NFYKRz5eGyhC?= ### 
Date: Mon, 11 May 1998 06:42:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <35561F56.76BCB8A1@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


Psuke 

p_suke@mxz.meshnet.or.jp 

—-MESSAGE FILE 20408 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000061h 
tml.html 


--MESSAGE FILE 20409 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [The Comedian Adventure] 

Date: Mon, 11 May 1998 06:45:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <35561FE9.216E565F@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


éSB@) :n; ~4Ve (B24¢ $B; ~4VSG>*ItLg¢ (B 
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éSB:nIJL>!V;z (BThe Comedian Adventure; $B!W; (B 
¢SBSX$NS$40U8+! "S4<ALdEy$r=qS$SFS$/S@S5SS! #2 (B 


Psuke 

p_suke@mxz.meshnet.or.jp 

—-MESSAGE FILE 20409 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000062h 
tml.html 


--MESSAGE FILE 20410 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [WIRES] 

Date: Mon, 11 May 1998 06:45:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 
Message-ID: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


éESB@) :n; ~4Ve (B24¢ SB; ~4V$G>^ItLge (B 


¿SB:nIJL>!V¿ (BWIRES;SB!Wz (B 
¿SBSXSNS$S40U8+!"S4<ALdEySr=qS$SSSFS/S@S5S$SS!#;¿ (B 


Psuke 

p_suke@mxz.meshnet.or.jp 

—-MESSAGE FILE 20410 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000063h 
tml.html 


--MESSAGE FILE 20411 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: ### =?iso-2022-jp?B?GyRCJUELYyVSJXMLOCVJITXJdExnGyhC?= ### 
Date: Mon, 11 May 1998 06:50:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <35562122.A5BF5B2C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20411 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000064h 
tml.html 


--MESSAGE FILE 20412 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?iso0-2022-jp?B?WxskQj1lpJGEkKRiROGyhCRGlyZWNOGyRCIzMjRBsoQ10=?= 

Date: Mon, 11 May 1998 06:53:05 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 10 

Message-ID: <355621C0.CD611C9C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


B 


2 SBSASc%I 


oe 
oe 
n 
oe 
Փ 
oe 
Q 
A 
H 
ct 
Է 
Q 
Շ 


éSB:nIJL>! V=iSaSFSNz (BDirect;¿$B#3#D!W: (B 
éSBSXSN$40U8+!"S4<ALdEy$r=qS$$FS$/SQ@QS5S$! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20412 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000065h 
tml.html 


--MESSAGE FILE 20413 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: ### =?iso-2022-jp?B?GyRCJUYhHPCVeSXRMZxsoQg==?= ### 
Date: Mon, 11 May 1998 06:55:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <35562241.830339BD@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


2SB:#2sSN%F! <%3*SOMnSASHDSN%S2!<%* SGS7S?! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20413 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000066h 
tml.html 


--MESSAGE FILE 20414 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [WIRE (=?iso-2022-jp?B?GyRCOONEakhHGyhC?=) | 
Date: Mon, 11 May 1998 06:57:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <355622D8.E8B741C3@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBSF!<%S*ItLg¢ (B 


¿$B:nIJL>!V¿ (BWIRE (¿SB;CD3HG¿ (B) ¿SB!W¿ (B 
¢SBSX$NS40U8+! "S4<ALdEy$r=q$S$SFS$/S@S5SS! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best game 

Date: Fri, 08 May 1998 01:46:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <355263e4.20618698@news.playstation.co.uk> 
References: <6iilhf$jpr9@chuka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


POOO!!!... its Tetris on Gameboy! | 
On 3 May 1998 20:54:07 GMT, West <wb6ac> wrote: 


>Surely the best handheld game ever is Sonic the Hedgehog for the Game Gear. 
>This is probably one of the most addictive games I've ever played and the 
>progressive difficulty of the levels is perfect (only Goldeneye betters it in 
>this regard) 

> 

>Until GoldenEye/DieHard this was the only game I'v ever completed. 

> 

>Its far more playable than the crap Megadrive version. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 
alan@alanyuen.demon.co.uk 
http://www.playstation.co.uk/~alanyuen/ 


1377 


—-MESSAGE FILE 2169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00872 


—-MESSAGE FILE 2170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000873 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Tim O'Neil <toneil@home.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MIPS instruction are they all supported? 
Date: Thu, 07 May 1998 23:28:57 -0400 

Organization: @Home Network Member 

Lines: 22 

Message-ID: <35527BF9.1FD737FC@home. com> 

References: <6iinnnSjprl4@chuka.playstation.co.uk> 
NNTP-Posting-Host: cr785161-a.rchrdl.on.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


West wrote: 

> 

> Having got a copy of all the mips instructions I was wondering does the 

> playstation support them all( except fpu ones obviously). I ask because the 
> user guide says the R3000 in the playstation is a customized one. 


I have been using 'The mips programmers handbook' ... not sure of the 
publisher 

et al, but I have found that the book describes a number of instructions 
that cannot be used... ie. addi (it says just use add and addi will be 
substituted 

by the compiler). Using Codewarrior, I have found that about 75% of the 
instructions 


do not get substituted, but have to be actually written... 
eg. the compiler complains when I try to do somehting like 
add t9, t9, 7 
but works perfectly well with 
addi t9, t9, 7 


Aside from that little quirkiness, I have not found any unsupported asm 
instructions (save for the float operations which I have not even 
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—-MESSAGE FILE 20414 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000067h 
tml.html 


--MESSAGE FILE 20415 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [SABU&ANIKI2] 

Date: Mon, 11 May 1998 07:00:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3556236F.CFF6762C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.136 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBSF!<%S*ItLlg¢ (B 


¿SB:nIJL>!V¿ (BSABU&ANIKI2; $B! Wz (B 
¢SBSX$NS$40U8+! "S4<ALdEy$r=qS$SFS$/S@S5SS! Էչ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20415 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000068h 
tml.html 


--MESSAGE FILE 20416 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000006 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [Treasure Maker] 

Date: Mon, 11 May 1998 07:08:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <35562549.644FB66A@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBSF!<%S*Ithlg¢ (B 


éESB:nIJL>!V;z (BTreasure Maker;$B!W; (B 
¢SBSXSNS40U8+! "S4<ALdEy$r=q$S$SFS$/S@S5SS! #2 (B 


ESBSIS*!Vz (BTreasure Maker; SB!WSKSDS-S*S7SFSO; (Bpar.bat¢SB$G; (Bpar¿$B4D6-$NJ}$OF0$-$ 
“$9$,2(B 

¿SB%$9%?%s%@!<%19uST!<4D6-SNJ)S$SOEjJ9FS5S1S?¿ (Btm.1lzh ¿$B#o#r (B tmnew.1lzh ¢SBSGSO; (851 
ocons 

¿$B!!¿ (Bauto¿$B$GF0$-$^$; $s!#¿ (B 
¿SB%9%?%s%@!<%sI19uST!<4D6-SNJ)SOç¿ (B 
http://www.geocities.co.jp/Playtown-Denei/3856/goon.html 
¿SB$Sh$j%@%&%s%m!<%I$7$F$4;HMQ$/$@$5$S!#¿ (B 


¿SBS3SASiSN<jJO0cS$SSGS4LBOGSrS*S$S+S1$7SFS*SjS%S9S3SHSr?<S$S/S*OMSS?=S$7>eS$S2%$2%$9!#;¿(B 


Psuke 
p_suke@mxz.meshnet.or.jp 
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—-MESSAGE FILE 20416 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000069h 
tml.html 


--MESSAGE FILE 20417 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: ### =?iso-2022-jp?B?GyRCJVULaiE8SXRMZxsoQg==?= ### 
Date: Mon, 11 May 1998 07:10:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <355625D6.C4A66CO00@mxz.meshnet.or. յք» 
NNTP-Posting-Host: 133.205.180.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20417 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000070h 
tml.html 


--MESSAGE FILE 20418 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?iso-2022-jp?B?WxskQjYVPTE1IRsoQiAgGyRCJSIINSVrJTYhPBsoQ10=?= 
Date: Mon, 11 May 1998 07:12:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <35562642.DAD12331@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.118 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


¿SB%SU%s3j!<ItLg;¿ (B 


¿SB:nIJL>!V6/=15!¿(B ¢SBS"S5Sk%6!<!Wz (B 
¿SBS$SXS$SNS$S40U8+!"S$4<ALdEy$Sr=q$$$F$/S$S@$5$$S!#O (1 


ա 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20418 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000071h 
tml.html 


--MESSAGE FILE 20419 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1s0-2022-jJp?B?WxskQjxWJE41RiU5JUgbKEJd?= 
Date: Mon, 11 May 1998 07:15:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <355626F3.8EB14D02@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.119 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 

éSB%U%j!<ItLg¢ (B 


éSB:nIJL>! V<VSN3F39%H! We (B 
¢SBSX$NS$40U8+! "S4<ALdEy$r=qS$SFS$/S$@S5SS$! 8: (1 


ա 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20419 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000072h 
tml.html 


--MESSAGE FILE 20420 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1s0-2022-jp?B?WxskQiVAJXMLOCVnJXMkLSR1JCYkahsoQ1l0=?= 
Date: Mon, 11 May 1998 07:16:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <35562742.1CFC7A3C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.120 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


éSB%U%j!<ItLg¢ (B 


¿SŠB:nTJL>!V%S@%s%8%g%s$-SeS&Sj!W (B 
é SBSXSNS40U8+!"S4<ALdEySr=q$$$FS/S@S5$$! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


-—-MESSAGE FILE 20420 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000073h 
tml.html 


--MESSAGE FILE 20421 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?i1so-2022-jp?B?WxskQjtgTSOkTk1xIUpCT jgzSEchSxsoQl0=?= 
Date: Mon, 11 May 1998 07:18:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <355627A9.DADCO1C8@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


¿SB%SU%s3j!<ItLg;¿ (B 


¢$B:nIJL>!V; `M-SNIq!JBN83HG!K!W: (B 
¿SBSXSNS$S40U8+!"S$4<ALdEySr=q$S$S$SF$/S$SQ@$5$S!# (B 


Psuke 
p_suke@mxz.meshnet.or.jp 
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—-MESSAGE FILE 20421 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000074h 
tml.html 


--MESSAGE FILE 20422 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [TINY BLESS] 

Date: Mon, 11 May 1998 07:19:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <355627F2.6A417DF@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


¿SB%SU%s3j!<ItLg;¿ (B 


¿$B:nIJL>!V¿ (BTINY BLESS¿S$SB!W (B 
¿SBS$SXSNS$S40U8+!"S$4<ALdEySr=q$S$S$SF$/S$SQ@$5$S!# (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20422 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000075h 
tml.html 


--MESSAGE FILE 20423 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?i1so0o-2022-jp?B?WxskQiVGJS81TiVAJXMbKEIgGyRCJSIlayVVJISFIRxsoQ10=?= 
Date: Mon, 11 May 1998 07:20:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <35562841.2A49F18C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


¿SB%SU%s3j!<ItLg¿ (B 


¿SB:nIJL>!V%$F%S/%$N%S@Ss¿ (B ¿SB%"%k%U%S!HG!Wc¿ (B 
¿SBS$SXSNS40U8+!"S4<ALdEySr=q$Š$$SFS/SQ@S5$$S!# (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20423 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000076h 
tml.html 


--MESSAGE FILE 20424 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: [Hi-Jump] 

Date: Mon, 11 May 1998 07:22:08 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 10 

Message-ID: <35562890.663C6325@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


¿SB%SU%s3j!<ItLg;¿ (B 


¿SB:nIJL>!V¿ (BHi-Jump;SB!W; (B 
¿SBSXSNS40U8+!"S4<ALdEySr=q$$$FS/SQ@S5$$!# (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20424 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000077h 
tml.html 


--MESSAGE FILE 20425 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?iso-2022-4jp?B?GyRCME0+ZSEiJU01LOyVIJGOkbSQmIDxCNE 9AGyhC?= 
Date: Mon, 11 May 1998 07:24:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3556290A.6D2C89EC@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


ESBS=S1SGSOSISsSISSIV?. SHSSS&S+S?SASGS40U8+! "S446A[ !"S4<ALGSISISr=qSS$SFS/S$@z (1 
ESBS5SSS!#¢ (B 


ա 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20425 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000078h 
tml.html 


--MESSAGE FILE 20426 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000007 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskOjJtgTSOkTk1LxIUpCT jgzSEchSxsoQl0=?= 
Date: Wed, 13 May 1998 21:32:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <355992D9.D4D8FED1@mxz.meshnet.or.jp> 

References: <355627A9.DADCO1C8@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


ա 


¢SBFC@_7G< (HD$h$jBeM}EV9IFSGS9! #2 (1 


éSB<r0fS5SsShSjSNS4EA8@; (B mailto:pekochan@os.rim.or.jp 


¿$B; M-SNIgSO! "$*S$8SaSKSOS*SCSFM7SS$*°S$7$2¢ (B 
¿SB40@.EY9bS7!*!!FqS7S$9S1SINIS/:nSCS$SFS"SkS$SJS" (B 
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¿SBA4$F$K$o$?$C$F%=%D$NL5$$:n$j$K4%GU!*!*¿ (B 
¿S$B!DSG$b!"%=%DS,L5$52a$.$F<d$7$$ItJ,Š$bH]Sa$JSSSN$G!"; (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20426 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000079h 
tml.html 


--MESSAGE FILE 20427 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
Ohtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskOjtgTSOkTk1LxIUpCTjgzSEchSxsoQ10=?= 
Date: Wed, 13 May 1998 21:36:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <355993E0.4FE97396@mxz.meshnet.or.jp> 

References: <355627A9.DADCO1C8@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


¢SBFC@_7G< (HD$h$jBeM}EV9FSGS9! #2 (1 


ա 


éESB5WI]S5SsShHSjSNS4EA8@; (B mailto:fwhp0273@mb.infoweb.ne.jp 


¿SB!V; `M-SNIq!WSO!";&?XSN6[D%S46S, I: SCSFSSSFShSSSCS9! #2 (Ց 
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Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20427 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000080h 
tml.html 


--MESSAGE FILE 20428 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [WIRES] 

Date: Wed, 13 May 1998 21:39:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <3559946B.6D23084Bémxz.meshnet.or.jp> 
References: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


¢ SBFC@_7G< (HD$h$jBeM}E4j9FSG$9! #2 (B 


éESB5WI]S5SsShHSjSNS4EA8@; (B mailto: fwhp0273@mb.infoweb.ne. jp 


ԵՏՄ: (BWIRES:$B!WSO! "2hLLSN%; 3s%9SbS5SkS$3SHSJS,S$Si!"¢ (B 
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Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20428 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000081h 
tml.html 


--MESSAGE FILE 20429 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskQiVGJS81TiVAJXMbKEIgGyRCJSIlayVVJSFIRxsoQ10=?= 
Date: Wed, 13 May 1998 21:39:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <3559949C.911E78F@mxz.meshnet.or.jp> 

References: <35562841.2A49F18C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


2 SBFC@_7G< (HD$h$jBeM}Ej9FSGS$9! #2 (B 


éESB5WI]S5SsShHSjSNS4EA8@; (B mailto: fwhp0273@mb.infoweb.ne. jp 


ESBIVSFS/SNS@Ss! WSO! "KMSKSHSCSFSNSD%3\S@SiS1SGS7S?! #2 (B 
ESBSFS/%3N! &SUS) SSSH!E&S"STIS4! &SNSSS: !&MIS1$Sk%SXSk%ša%SC%$HSJSISJSI!&!&!&!#: (B 
Psuke 


p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20429 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000082h 
tml.html 


--MESSAGE FILE 20430 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso0-2022-jp?B?WxskQiVGJS81TiVAJXMbKEI gGyRCJSIlayVVJSFIRxsoQ10=?= 
Date: Wed, 13 May 1998 21:41:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <355994E2.47D82FEC@mxz.meshnet.or.jp> 

References: <35562841.2A49F18C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


¢SBFC@_7G< (HDSh$jBeM)F39FS$SGS$9!#;¿ (B 


¿SB<rO0fS5$SsSh$jSNS4EA8Q!!¿ (B mailto:pekochan@os.rim.or.jp 


¿$SB%$F%/%N%@%s!W$K$b4%$GU!*!*;¿ (B 
£$B2; 3ZSHSSSS!I"% S9SFS5IS"S9ST<g?M8xSHSSS$!"S"SIS4SHSSSS3 (B 


éSBA4SFS, OLBNSHSJSCSF%=%3\%/%0!<SkSISr>zS7=PSTSFS*S7S?¢ (B 


Psuke 
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p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20430 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000083h 
tml.html 


--MESSAGE FILE 20431 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
4html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [Treasure Maker] 

Date: 14 May 1998 14:44:56 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 21 

Message-ID: <355affe9p4743@base.minoru.isl.intec.co.jp> 
References: <35562549.644FB66A@mxz.meshnet.or. յք» 
NNTP-Posting-Host: 210.132.156.6 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


# ¢SB:n<TS$GS9!#S4LBOGSHS*<j?tS$r$*S+S1S7SFSSS*SO! #2 (B 


In article <35562549.644FB66A@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 

says... 

>¢SBSJIS*!Vz (BTreasure Maker; SB!WSKSDS-—S“S7SFSO; (Bpar.bat;SBS$G; (Bparz $B4D6-SNJ} SOFOS-— 
Տ՞Տ9Տ, ¿(B 
>2$B%9%S?%SS@!<SI9UST!<4D6—-SNJ} SOE J9FS5$1$?¢; (Btm.1zh ¿$B#o#r¿ (B tmnew.1zh ¿SBSGSO;¿ (Bs 
iocons 
>¢$B!!3 (Bauto¿$B$GF0$-$^$;$s!#¿ (B 
>¢$BS9%2%s%@!<SI9u$T! <4D6-SNJ} $03 (B 
>http://www.geocities.co.jp/Playtown-—Denei/3856/goon.html 
>¿$B$ShSj%$@%&%s%$m!<%I$7$FS4;HMOS/$@$5S$!#; (B 


¿S$SB>e5-SN¿ (B URL ¢SBSNSbSNSO!"8=:_Sb3+H/$, ?JSaSiS1SFSSSkHGSJSNSG!"¿ (B 
¿SB?3::SKS$SOS3%s%$F%9%SH%SG%S#%1%/%SH%jSKS"Sk!"; (Btmnew2.1zh ¿$B$r¿ (B 
¿SBS*;HSS2<S5SS!#:#EYS3S=!"F0S/SH;WSSS S9!#¿ (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 20431 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000084h 
tml.html 


--MESSAGE FILE 20432 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
Shtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [Hi-Jump] 
Date: Sun, 17 May 1998 12:43:02 +0900 
Organization: None 
Lines: 9 
Message-ID: <6j1n8tS$lru@newsl.scei.co.jp> 
References: <35562890.663C6325@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SŠB#3¿ (BD; SB$G%$—-%c%Ssi$N%b!<%7%Sg%sS$Sb0cOB46$JS$/3j$i$+S$GS9$,!" (B 
¿SB%8%c%s%sWSr$9SkSHS-SKS?SaSrŠDS/SkSHSSS&%7%S9%F%`>e¿ (B 
ESBFOSSSFSO;_S$*SCSFFOSSSFSO;_S*SCSFSH!"%SF%s%]$,B?>/¢ (B 
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¿SB0-$$S$NSOS-SKSJSJS S7S?!#¿ (B 
¿SBL58B%k!<%W$H$S$S&7ASJSNSGFqOWEYSHS+%2!<%`@-SHS+¿ (B 
¿SBSO8@0S (SISSSNSG!"40@.HGSr3Z$7$_SKSTSFS$$*$9!l#z (B 


ang02668;SB!!2,B<¢(B 


—-MESSAGE FILE 20432 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000085h 
tml.html 


--MESSAGE FILE 20433 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
6html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6IFSbJEILRiUVIU41OCVzGyhCIBskQiUiJWs1VSUhSEcbKEJd?= 
Date: Sun, 17 May 1998 12:43:41 +0900 
Organization: None 
Lines: 9 
Message-ID: <6jlna4$ls2@newsl.scei.co.jp> 
References: <35562841.2A49F18C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


2 SBSSSDSbSJTS, $12; 3Z$0:G9bSGS9 ! IKMSN<qL#SKSTSCS?S4!K!#%2!<%° SNS [SE (B 
¿$B$b!"2;3Z$K¿ (B 
¿SBS"SCS$SFS+3JSiS+SGShS+SCS?SGS9!#%"%J%m%S01&SGCFSrBGSDSHS3SrSMSiS&SN (B 
i SBSOz (B 
z BSGS-$*$; $5$G$78?!#%3%5%F%K3e!<$, L5$+$C$?$N$b$D$iS$$H$3$m$GS9!#; (B 
¿$B2; 3Z$H3 (N>J} SGFH<+SN@$3&S$r:n$CSFSSSkSHS$3$m$0$5$9$,$G$7$?! #2 (B 


ang02668 ¿$B2,B<¿ (B 


--MESSAGE FILE 20433 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000086h 
tml.html 


--MESSAGE FILE 20434 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
Thtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmMU6IFSbJEI 7YEOtJES5JcSFKQOk44M0OhHIUSbKEJd?= 
Date: Sun, 17 May 1998 12:44:50 +0900 
Organization: None 
Lines: 9 
Message-ID: <6j1lnc8S$l1s7@newsl.scei.co.jp> 
References: <355627A9.DADCO1C8@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


2SB%-%C%i%/%2SNF0S-S, SH$F$b$h$+$C$?$G$9!#%W%m$, $SD$/S$CS?$_$?$S$$G$7¢ (B 
ESBS?! #00S*S1S?SHS—SKz (B 
¿SB%3%s%NSGSSSCS-SK;BS3JSDS1SkSNSOAV2w46$, S"SCSFSSSSS$GS9!#:#SOBN83HG; (B 
¿SB$SGS9SNSG4JC1!"¿ (B 

¿SBFq$7$$$bJ, $+$j$^$; $s$, !"$3$NCh$, $H$F$b4|BT$G$-$k%=%U%H$G$7$?!#$<¿ (B 
ESBSR40@.$5$;SFS/S@S5S$! իչ (B 


ang02668¿$B!!2,B<¿ (B 


--MESSAGE FILE 20434 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000087h 
tml.html 
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--MESSAGE FILE 20435 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
8html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6 IFSbJEI 8ViROJUYLOSVIGyhCXQ==?= 
Date: Sun, 17 May 1998 12:45:36 +0900 
Organization: None 
Lines: 8 
Message-ID: <6jlndmS$lsb@newsl.scei.co.jp> 
References: <355626F3.8EB14D02@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBSPSC%/%_%Si!<S,S"SCS?SNSKSO6CS-SGS9!#¢ (B 
¿SBSGSb@bL@J8SKSšSbS"SCS?ShS&SKS"S?2$SJH=Dj)JS, $S"$$S“SSSG!"%3!<%9%"%&%H¿ (B 
¿SB$7$?SH$-S$SN=hM)$JS$Ss$+$,>/$70cOB46$,$"$j$2S7$?1#; (B 

ESBLS40@. SHSSS&S3SHSISNSG%2!<%*> @-SKSDSSSFSO8Q@S ($ S;Šs!#; (B 
¿SB40@.HG$r3Z$7$_SKS$7SFSSS S9!#;¿ (1 


ա 


ang02668;SB!!2,B<¢ (B 


—-MESSAGE FILE 20435 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000088h 
tml.html 


--MESSAGE FILE 20436 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000008 
9html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [Treasure Maker] 
Date: Sun, 17 May 1998 12:46:33 +0900 
Organization: None 
Lines: 10 
Message-ID: <6jlnffSlsg@newsl.scei.co.jp> 
References: <35562549.644FB66A@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿S$B;-4VFbSKJuQ@P$Sr=8Sa!"$=S$S1$r4UDj$7SFFQ@QEQSK$7SFS$SHS$S&S2!<%`%S$7%9%F%`¿ (B 
¿SBSH%$OS:SkŠr¿ (B 
ESB7kKSSSDS1ISkKSNSOLLGr$=S&$G$9$, !"S*S@S=S1SiSNS7S9SF%° $,SGS-SFSSSJISS$; (B 
¿SBShS&$JSNSG: (B 
¿SB%sk!<%k<+BNS$SDbSOSCSŠ-$3jS;S:SJSSSHSb8@S(S$*S;Ss!#S*SbS7SmS=$&SJ4k2hŠJ;¿ (B 
¿SBSNSG¿ (B 
¿SB40@.S5%9;SFS[S7SSSGS9!#¿ (B 


ang02668¿$B!!2,B<¿ (B 


--MESSAGE FILE 20436 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000089h 
tml.html 


--MESSAGE FILE 20437 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
Ohtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [SABU&ANIKI2] 

Date: Sun, 17 May 1998 12:47:12 +0900 

Organization: None 
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attempted to use) 
-—-MESSAGE FILE 2170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00873 


—-MESSAGE FILE 2171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000874 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Tim O'Neil <toneil@home.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Image Based Rendering 

Date: Thu, 07 May 1998 23:34:13 -0400 

Organization: @Home Network Member 

Lines: 26 

Message-ID: <35527D35.DB925E4E@home. com> 

References: <354E0D1A.2C05393B@aol.com> 

NNTP-Posting-Host: cr785161-a.rchrdl.on.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Christoph Ltirig wrote: 
Hello all! 


I would be very interested if some console companies are considering to 
implement concepts for image based rendering (like the Lumigraph concept 
presented on SIGGRAPH 96 I think) including hardware support. I am 
asking this, because I have an architetural application in mind, that 
was presented on the last IEEE VRAIS, where the scene, that was out of 
an actual room, but could be seen through an open door or passway, was 
rendered as a lumigraph. On one hand this could be quite useful for some 
situations, as rendering time is not influenced by scene complexity 
here, but the problem is to keep memory consumption low. I would be 
interested if somebody knows if this concept is taken into serious 
consideration or perhaps on the other hand is definitively rejected. 


VVVVVVVVVVVVVV VV 


Christoph Ltirig 


Admittedly I am not familiar with the implementation of lumigraphs, but 

a few days ago, John Carmack mentioned in his .plan file that he had 

attempted to implement lumigraphs for his 'under development' Quake3 

engine. He basically conceeded that the requirements for a quake level 

would be in the order of gigabytes in regards to storage. Not sure if 

this helps, but I think its a little relevant. (check out 

www.planetquake.com under their quakefinger section to see the actual 

reference) 

—-MESSAGE FILE 2171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00874 


—-MESSAGE FILE 2172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000875 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Fri, 08 May 1998 06:21:42 GMT 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <3552a254.68280537@news.scea.sony.com> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> <ld8ecrv.lpc4paxlbz3cxsN@al-88-103.al.nl> <354D55FC.E496BA8F@sinclair.ne 
t> <1d8i0mp. 41gwdabmuw4pN@al-88-137.al.nl> <354e0587.46010790@news.scea.sony.com> 
NNTP-Posting-Host: client-120-21.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> Well, I hate to admit this, but puritanism is alive and well in the 
>States, we aren't quite as socially evolved as you wonderful Dutch 
>folks, and issues concerning 'decency laws' are why we can access your 
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Lines: 7 
Message-ID: <6jlngnS$lsk@newsl.scei.co.jp> 
References: <3556236F.CFF6762C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


E $BON$JI$D$+$7$N$?$1$7$N%2!<%` $r; WSS=P$7$*$7$?! #SdaSCSFSKSE&SASKz (B 
¿S$B$@$s$@$s=8CfNO$,$J$/$J$C$F$$$/<+J,$,ŠSoS+$k!&!&!&¿ (B 
¿SBLL%/%j%"S;SSSKS7S?291i1"<:GTS9SkSH2yS7S/SFSdSCS$SFS7S“S&SHSSS&SNS, ¿ (B 
¿ SBSDSCSH=P$?Sh$&$I5$$,$7$*S9! #2 (B 


ang02668;SB!!2,B<¢(B 


—-MESSAGE FILE 20437 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000090h 
tml.html 


--MESSAGE FILE 20438 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6IFtXSVJFKBsSkQjJtDRGpIRxsoQild?= 
Date: Sun, 17 May 1998 12:47:45 +0900 
Organization: None 
Lines: 6 
Message-ID: <6jlnhoSlso@newsl.scei.co.jp> 
References: <355622D8.E8B741C3@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


£$B%Q%: SkSN&%kK!<3k<+BNSOShS/S"SkKSHSNSGS9S, !"A` :n$0>/$7?7A/$G$7$?!#¿ (B 
¢SB%VSm%C%/Mn2<B.EYSKBPS$7SFSN<+5!SNB.EYS, CYSSSNSG!"N}=, ITB-$H¿ (B 
¿SBS"SCSFS+%SV%$m%C%/SrS$?S@>C$S9SKSbBgJQSGS7S?!#¿ (B 


ang02668¿$B!!2,B<¿ (B 


--MESSAGE FILE 20438 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000091h 
tml.html 


--MESSAGE FILE 20439 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
2html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6IFsbJEI9aSRhJEYkThsoQkRpcmVjdBskQiMzIOQbKEJd?= 
Date: Sun, 17 May 1998 12:48:17 +0900 
Organization: None 
Lines: 12 
Message-ID: <6jlnioSlss@newsl.scei.co.jp> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DirectX: SBSGSNEj9FSCSFShS+SCS$?SsSGS9SCS1!)¢(B 
é SBSHSSS&SNSOS*SSSHSSSF!"3NS+SKS3SNAO0SNz (BC $B%^%, SOSoS+SjSdS9S+SCS?SGS9!#¿ (B 
¿SBS"S1SrS_S1SP¿ (BRM: SBS@SCSFz (BIMZ SBSQSCSFSoSjSH%9%`!<%:SKSGS-S*S7S?!# (B 
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ESBS?S@! "KMSN%SQ0%=%3%3sSOHS>oSKCYSSSNSG!J¢ (BPentium150¿$B!!%"%/%;%siSl!<%?!<¿ (B 
2SBL5$7!Kz (B 

éSB8+SkSKSb@dS (SUSSB.EYSGS7S?S1S1! #3 (Թ 
¿$B$5$9$, SK; (BDirect¢ $B#3z (BDz $BSO$—$1$$$GS$9SM! JJISNSF%/%9%ASC!<SNSf£$, $_SOSHSFSbz (B 
ESBSSSKSISJS*STS?PS1ISTINK! #2 (B 


ang02668¿$B!!2,B<¿ (B 


--MESSAGE FILE 20439 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000092h 
tml.html 


--MESSAGE FILE 20440 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
3html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [WIRES] 
Date: Sun, 17 May 1998 12:48:42 +0900 
Organization: None 
Lines: 10 
Message-ID: <6j1lnjh$1t0@newsl.scei.co.jp> 
References: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB:#2sSN%$3%s%F%9%H$N5;=0>%*$G$9!#%=!<%9$r8+$?$i!" (BOT? SBSK<+NO$=!<SHS7SF3 (B 
ESBSSS?SISTSE! "2 (B 

2 SBShS$/$3$1Sr#2#4; ~4V$G:n$C$?SH6C$+$5$1$*°S7$?! #2HLLSHS$+$bS7%sSWSkS$ITz (B 
ՀՏ8ՏՏ19/535"Տ74658Տ5, ՏՂՏՔչ (B 
¿SBShS+SCS?SGS9!#S*S?;-4VSrS*S&S4SHSKFqS7S/SJSCSFSSS/!J46S8Sk8BS3j3¿ (B 
2 SBSG!KSNS$bz (86002: SBSGS9!#; (B 


ang02668¿$B!!2,B<¿ (B 


—-MESSAGE FILE 20440 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000093h 
tml.html 


--MESSAGE FILE 20441 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
4html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [The Comedian Adventure] 
Date: Sun, 17 May 1998 12:49:11 +0900 
Organization: None 
Lines: 9 
Message-ID: <6j1lnkd$1t4@newsl.scei.co.jp> 
References: <35561FE9.216E565F@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.122.173 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB3(SKSDSSSFSO!VS3S1SOSdSPSS!WSH;WSSS*S7S?S, !"; ` SsS@SHS-SN!V; uSrKaz (B 
¿SBS1!W!VIwOSSK$OF-$1!W; (B 
¿SB%/%j%"$7$?$H$-$N!VS*SOSh!<!WŠH$+$OLLGr$S+S$SC$?$GS$S9!#%2!<%`<+BNSOSH; (B 
¿SBSFS$SbC1=cSJSNSG; (B 

¿SBLLS;SSSrF3F-S7S?$JS7SFS"S-$S5S;SJSS9)IWS, S"SCS?SiShS+S$SCS?ShS&SJ5S¿ (B 
ESBS,S$7S*°S9! #32 (B 


ang02668;SB!!2,B<¢ (B 
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—-MESSAGE FILE 20441 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000094h 
tml.html 


--MESSAGE FILE 20442 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
Shtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "minowasi" <minowa@hellonet.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmMU6IFSbJEI 9ASRHIEYKThsoQkRpcmVjdBskQiMzI0OQbKEJd?= 
Date: Wed, 20 May 1998 20:01:42 +0900 
Organization: PlayStation Net Yarouze 
Lines: 16 
Message-ID: <6judof$3nc@newsl.scei.co.jp> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> <6jlnioSlss@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.67 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>DirectXzSBSGSNEJ9FSCSFShHS+SCS$?Ss$G$9$C$1!)¢(B 


ESBSASCSO$j!"H?B'SGS9OSt+!) 2 (8(՞՞չ 


>¿$B$5$9$, $K¿ (BDirect¿$B#3¿ (BDz SBSO$-S1SS$GS9SM! JJISNSF%/%9SA%SC!<SNSES,$_SOSHSFSb; (B 
>éESB5SSKSISFS*°STS?PSIST!IK! #2 (B 


2 SBS&SASN4D6-! Jz (BK6-266MHz + VIPER-V330¿$B!K$@$H!"OD$^$:$KI=<($5$1$F$^$9; (B 


¿SBS3SN4D6-S$SGS$Sb!"¿ (BPSz SBSh$ jI=< (SGS-$k%]%j%4%sKg?t$, >/SISSSCSFSNSO; (B 
ESBSISSS+G<F@SSS+SISS;¢ (B(%%; 


¿SBS_SNOB; f¿ (B 


--MESSAGE FILE 20442 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000095h 
tml.html 


--MESSAGE FILE 20443 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
6html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso0-2022-jp?B?UmU6IFSbJEI2LzZ0xNSEDKEIgIBskQiUiJTUlayU2ITwbKEJd?= 
Date: Thu, 21 May 1998 08:04:50 +0900 
Organization: PlayStation Net Yarouze 
Lines: 32 
Message-ID: <6jvntuS5kg@newsl.scei.co.jp> 
References: <35562642.DAD12331@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.216.217 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESB7K61IS*$?Sb8 } SP$CS+S JSG=PE8SGS—-SIS+SCS?P#SHAHT ! 3SGS92(B (^^; 
ESBS; SaSF?3::O0wSHS7SF%A%/%A%/SH; 22CS7SFS_S$°S$9! #2 (B 


¿$B?M$K$h$C$F5a$a$k$b$N$O0c$&$N$G0135$K$O08@$ (SUSSSG$9$, !"A!:Y$Jz (B 
2SBCF=|$1SHSSS&LUSGSOSTSSSNSG37%e! <3FS#%S%0SHS 7SFSOBGL#ESI46$8S+Sb! #2 (B 
ESBS7$+!AS7!"M"Aw40Sr<iS$jSIS, SISNQoSSSHSSS&%"%S%SG%"S,Hs>oSKG.SS!*¿ (B 
¿$BG>$_$=$r>e2<$G; H$$J, $1$k463P$05$; )ՏՃԼԼՏՏՏՇՏ918: (B 


¿$B$^$?!"$$$m$s$JE ($,=PSFS/SkSNSG!"<! SOSTSsSISNS$@$mS&SHS$$&3Z87S$_¢ ( 
¿SBSbS"SjS“S9!#E(SNF0:n%sQ%?!<%sšbpš$SšSSmšSSmSG!"967bJ)K!Sr@ZSjBXS (Sk¿ ( 


ww 
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ESBSF@ON, $r9MS ($kI,MWSbS"Sj!"96N, @-S, S"SkSH;WSSS*°S9!#S=SNI, $SN%?%Ssu¿ (B 
¿SBA`:n$,J#; (SKSISCSFS*S9S, !"ShS/9MS (SiS1SFSk$?$a$+!"; dSOSASGSCSH¢ ( 
¿SBSdS1SP21S (51515՞57521 #2 (B 


= 


¿SB=hM])MnSAS, 7k9=S"SkSNS,5$SKSJSjJS“S9S, !"S3S1SO;EJ)SJSSSsSGS7SgS& (B 
¿SBSMI#$"SH!"LdBjJ$OS$S%$sSsS@G%9%SH%j%"SkSJ2; ¿(B (^^; ¿$B$b$&>/$7<*$KM%$7$$; (B 
¿$B2; $K$7$7$[$8&$, 5$; }SAShHS/SWS1SSSGS—SkSH; W$$$^$9! #2 (B 


éSBFI$_dJV$7$F$_SkS$HSIS&$b618@$,B?$/8+S ($*$9$, ! "A4BNE* SKIEGISJ$h$/¢ (B 
¿SB$GS-S$?%2!<%` S@SH;WSSS*S9!#2#2NLLS?2%F%7%e ! <SN<eE@SGS"Sk!"!V@hSNz (B 
¿$B8+$ (ST$5!WSb2CB.AuCV¢ (B(?) ¢$BSG%+%P!<S7SFS*S$9S7! #2 ?SH8@SCSFSb%\%95i¢ (B 
ESBSNE (SN1i=P$,8z$SSFS S9!#S/SkS>1"S/SkS>!"S-S?S11A1"S S$?SSSJ!#¿ (B 


P.S. 
¿SB:G8eSK#X#XS9SkSNSO6CS-S2*S$S7S?2!#%+%C%$3%S$%SSGS9!#3'S5S$SsSbS<SR%/%S3j¿ (B 
¿SB%"1<S$S7$S“S79gS$S&¿ (B (՞-՞)/ ¿S SBM_Sr8@S (S$PS"S$S1SGSbS$S&%Si%S9%SH01@oS$S"S1SP!D!#¿ (B 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


--MESSAGE FILE 20443 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000096h 
tml.html 


--MESSAGE FILE 20444 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
Thtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6IFsbJEI9aSRhJEYkThsoQkRpcmVjdBskQiMzIOQbKEJd?= 
Date: Sat, 23 May 1998 07:27:24 +0900 
Organization: None 
Lines: 13 
Message-ID: <6k4v22Sbng@newsl.scei.co.jp> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> <6jlnioSlss@newsl.scei.co.jp> <6ju 
dof$3nc@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.217.122.160 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>¿SBS&SASN4D6-!J¿ (BK6-266MHz + VIPER-V330¢SB!KS@SH!"ODS$%*$:SKI=< (S5S1SFS$%*S9¢ (B 
> 
ESBS=S&SGS9S+! #2HLLSOS0SiSUS#ESCS/%S\ !<SISGS: SSSVSSTQSOSCSFS7S*SESSSG; (B 
ESBS7S?! #2 (B 


>¢SBS3SN4D6-S$GS$b!"¢ (BPS¢$BSh$ jI=< (SG$-$k%]%4j%4%sKg?t$,>/SISSSCSFSNSOZ (B 
>¿SBSJSsS+G<F@SSS+SJSS¿ (8(՞՞չ 

¿SBSGSb!"¿ (BPS; SBSHSAS, SCSFz (BDirect 3D; SBS$0; (BZ; S$B%PSC%U%! !<SJTSNSG!"%]%j%4%sSrBg$-$/ 
3 (B 
s SBSHSCSFSb7k9=$8$18°S9! #z (BDirect 3Dz$B$NJ}$, @dBPS$—$1$$$G$9$7SM! #2 (B 


¿$B2,B<¿ (B(seryu@ba.mbn.or. jp) 


—-MESSAGE FILE 20444 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000097h 
tml.html 


--MESSAGE FILE 20445 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [Treasure Maker] 

Date: Thu, 28 May 1998 05:51:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 
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Message-ID: <356C7CCF.5278BA10@mxz.meshnet.or.jp> 
References: <35562549.644FB66A@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


Psuke ¢SBSG$9! #2 (B 


¿SB!V¿ (BTreasure Makerz;$B!WM7SsS$8ScSSS$*S7S?Sh! իւ (B 


minosys¢SBSN%m%4S, E ea anes o ara 
¿SB2MS, MnSASkMn$A%2!<SCSF2{$+$7!<SJ! #2 (B 
ESBBG@NSK#P#6SGM7SSS@ShHS&SI5SS$,S7S*°S9! #2 (B 

S SBSASGSCSAFO: n$, =ES$ ?SSSNSHIISNC<SK%8%Sc%SSWS7S?Siz (B 
¿SBJu@PS, S[SHSsSI8=$1SJSSSNS,HaS7S+$CS?SGS9!# (B 


բջ 


ESBS<SR40@.S5S7SFS/S@S5S$!#3031%US#SC%S/SNT70$SG$S9$, 4 (B 
éESBS*<JEASSSSS?S7S*S9Sh! #SH8@SCSFSHSX%\SX3\SISNSGz (B 
ԵՏՔ: ~4V$O$+$+$k$7!"$-$A$c$I$$$7$H$$$$$3$H$IJ$$$+$b$7$1$^$; $s$, !#¿ (B 
é SBS=SNE@$4M} 2r$$$?S$@$S1S$1$P; qNAAWSCSFS/S@S5SS! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20445 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000098h 
tml.html 


--MESSAGE FILE 20446 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000009 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?ISO-2022-JP?B?UmU6IFSbJEILRiUVIU41O0CVzGyhKIBskQiUiJWs1VSUhSEcbKEpd?= 
Date: 28 May 1998 16:27:10 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 17 

Message-ID: <6kk38uSr8@newsl.scei.co.jp> 

References: <35562841.2A49F18C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.135.67.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSB$G$9!#:G6aM>M5$, =P$F$-$^$7$FM7$V; ~4VS, ¿ (J 
ESBSHS1S*S7$ 21 #2 (J 


¿SB%;%s%9S, H472SGS$S9!*2;3Z$Sb%sF%/%N9%S$-S$SJ;dSK$O%S$S%SSS+%s%S8;¿ (J 
¿SBSGS9!#%"%J%4S5SsSN%Sa%*C%;!<%8SNF-SjJS$+S?!1"S4MxMQS"SjS, SHS&¿ (J 
¿SBSNE:S(;z!"0[>o$SrH/8+!&D(-(@5!"Dd;_!"2V;SIw%$$S%i%S9%SH!"¿ (J 
¿SB01O"SNN.S1SNCfS$SG%S;%Ss%9S, 8wSCSFSSSF9%SS-SGS9!#¿ (J 


¿SB@KS$S7SSSNSOS2!<%`SK$SJSCSFSSSJSSSHS3SmSGS7SgS&S+!#¿ (J 


¿ŠB#T#P#M! $ — (J ¿SŠSB#S#OBF#T; (J ¿SB#WHO#R#K#S¿ (J ¿$B#1#9#9#8: (J. ¿SB#MBRA#Y: (J 
¿SB<g:K!'E162¿(J ¿SB@8;V ¿(J (ikushi togo) 

Հ աա ՏՆ 

url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20446 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000099h 
tml.html 


--MESSAGE FILE 20447 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
Ohtml.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [Treasure Maker] 

Date: 28 May 1998 16:34:39 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 19 

Message-ID: <6kk3mvSr8@newsl.scei.co.jp> 
References: <35562549.644FB66A@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.135.67.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBS$GS9!#:G6aM>M5S$, =PSFS$—S*S7SFM75SV; ~4V$, ¿(J 
éSBSHS1S*S7$?! #2 (J 


¢ SBA6A[SGS9S, !"S$3*SSSASHS/$0$+$4$%$; $s$G$7$?!#¿ (J 
3DzSBS@SH<+d,$,SIS3SKSSSKSNS$+!"<!SXSNO\FOS,d,$+SjSESiS+$CS?2¢ (J 
ESBSGS9!#S"S*S42 (U3D¿ $SBS$N0UL#$,$J$$$Sh$&$J!&!&!&!&!)¿ (J 
ee eee b O ՈՈ 
¿SBJ, S+$j$dS9SSSH;WSSS*S7S?!#¿ (J 
¿SB%+%1%s%*H$N?'!"$H$S$S&$SNSOLLGr$/$JS$Sj$=$&!#¿ (J 


¿SB%W%m%0%Si%S`SGS9%$,!"¿ (ULZH¿SB$SrE>AwS9SkH/A[SKSASgSC$SH5/S3S5$S1$?$+SJ!#¿ (J 
¿SB#T#P#M!S s ESBESHOFFHTS (Մ ¿SB#W#OTfR#K#S¿ (J ¿SB#1#9#9#8¿ (J. SB#M#A#Y (J 
¿SB<g:K!'E162¿(J ¿SB@8;V ¿(J (ikushi togo) 

E ae o P 

url :http://wwwl.scei.co.jp/-chu02331l 


—-MESSAGE FILE 20447 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000100h 
tml.html 


--MESSAGE FILE 20448 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: =?1ISO-2022-JP?B?UmU6IFSbJEI2LzZ0xNSEDKEogIBskQiUiJTUlayU2ITwbKEpd?= 
Date: 28 May 1998 16:54:40 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 40 

Message-ID: <6kk4sg$r8@newsl.scei.co.jp> 

References: <35562642.DAD12331@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.135.67.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSB$G$9!#:G6aM>M5$, =P$F$-$^$7$FM7$V; ~4VS, ¿ (J 
¿SBSHS1S$S7 S7S?1#¿ (J 


¿$B<+5!$HM"Aw4O$rF0$+$9%"%$%G%"$ol1'Ch@o40%4%b%i$rWGWJ; (J 

¿SBS5$S;S“%S7S?S, !"M"Aw4OSKBPS9SkE (CFS, ¢ (J3Dz SBSGGwSkSNSG! V$=SmS= mes? 
éSBGwSCSFS-S$?S+Si0\F0$5$; Sh$&!WE*96N,$, SGS-SF!"S4Sb%SiSNShHS&SKz (J 
ESBS"S0$?S@S7S/SIS/SFShHS+SCS?SGS9!#=PMhS1SP; (J L1gSBSGSOSJS/¢ (J 

— A E S SO o ՈՏ 5 OS) 


¿SBS"SH!"$:SCSH@oF.SOHhS1SkSNS$G!"LL%$/%jJ%S"SHS+S"SCS?$iShS+SCS?¿ 
¿SB$GS$S9!#$"S$SH!"$`SASc$Š/SASc%$S+%?%SE(S$S, $h$/=P$F$-$^$9$, աոան 
£$B2u$7$?; ~SKGI<j$G70B3$9Sk%P%/%S0%DSISISN8£K+H~$,M_$7$+$C$?¢ 
ESBSGS9!#610+S7SFE]S7SFSb<!!9=PSFS/SkKSNSG: neHE>sI8B4a! <488, ç ( 
¿SBG;S/SJSCSFS7S“SCSF%SD%1%S5SS$S,$7S“S7S?!#¿ (J 


2SBS"SH!"J|CFSN@Z$ jBXS ($, $\3?%SSGSOD>46E* SK2r$iSJISSSNSG!"2 (J 
R22 SBSHS+SG%SO%SSSOSSSOSSSH@ZS jBXS (SiS1SkSHM7SSSd$9S+SCS$?¢ (J 
:SBSG$9!#7k9= SIS1S,H?E>SGSIS1S, ¢ (J3WAY; SBSJSI: .MpS7S*S7S?!#¢ (J 
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¿SB%N%S9SO%P%Sj%(!<%7%g%s$,STSCSFShS$S+SCS?$GS$S9!#SISASiS+SHSSS&SH¿ (Մ 
¢ SBDL>OE ($NSP%j%(!<%7%g%s$,M_$7$+$C$?!#F0$-$, D>@~E*SISDSNG (J 
éSBS,B?S+SCS?SNSG!"?M4VE*FO : nSNSbDSNSbA}SdS9SHSSSSS+SbzE (J 
¿$B$7$1$^$; $s!#¿ (J 


¢ SBH/E8SHS$7SFS0! "Nc$ (S$PCO>eSK33Sd@n!">B$J$ISN>c32J*$r@_CV¿ (J 

2 SBS 7SFE (CFSHSOJLESSKF0$+S 9MWAGSr$b$?$; $?$34!"CO>eSK@o<VSISIz (J 
ESBSr$*SSSFM"Aw40SrA@SoS; SkSJSISTSFSbS*Sb$7$m$/SISkSNSGSO; (J 
¿SBSJSSSGS7SgS&S+!#¿ (J 


¿$BOJ>e$G$9!#$*HN$1$5$^$G$7$?!*¿ (J 


¿SBR#FT#P#M!S#C#O¿ (I ¿SB#S#OFF#T; (I ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#MFAHY (J 
¿SB<g:K!'E162¿(J ¿SBQ@8;V ¿(J (ikushi togo) 

e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co.jp/~chu02331 


—-MESSAGE FILE 20448 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000101h 
tml.html 


--MESSAGE FILE 20449 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [SABU&ANIKI2] 

Date: 28 May 1998 16:58:55 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 23 

Message-ID: <6kk54fSr8@newsl.scei.co.jp> 

References: <3556236F.CFF6762C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.135.67.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESB! VS5S$s$*SNL>C5De! WSNJh>1%2!<%> !"$G$7$?$,¿ (J 
éSBIT;W5DSHK!B'@-$,$"S5!"2?7uSKSdS1ISP7kK9=E@?tS, 9T$-$^$9!#¿ (J 
ESBS?S@!"; ` SKI}$, $D$^$i$JIŞ$ŞN$G$=$3$r$7$C$+$j$H:n$C$ŞFM_$7$+$C$?; (J 
ESBSGS9! #3 (J 


¿SBA0:nSO?7S?$SJ%2!<%`@-$, S"SCSF9SS—-SGS7$?7SNSG!";WOGSIS*S$ J (J 
ESBS, ՏՇՏՒԷՏ)Տ715՞Տ7Տ218 171010: (2 (J ¿SB;DG0SGS9!#>hS;SiS1S S7S?!# (J 


¿$B<!2s$K4|BT$7$^$7$g$&!*; (J 


éSBETHPHM! S#CHOG (U gSBHSHOFFHT: (J ¿SB#W#R#ORREKES; (J ¿$B#1#9#9#8: (J. ¿SB#MBRA#Y: (J 
éESB<g:K!'E16?¢ (J ¿$BQ8;V¿ (J (ikushi togo) 

e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20449 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000102h 
tml.html 


--MESSAGE FILE 20450 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 
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Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [Hi-Jump] 

Date: 28 May 1998 17:08:33 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 18 

Message-ID: <6kk5mhSr8@newsl.scei.co.jp> 
References: <35562890.663C6325@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.135.67.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9!#:G6aM>M5$, =PSFS-S*S7SFM7SV; ~4VS, ¿(J 
éESBSHS1S*S7$? #2 (J 


£$B%3%S%0%/SHSKS*SHS*SCSFSSSk%2!<%* 2HLLSKLSMhSr46S$8S*S9! #2 (J 
ESBOWS1S9SFSK8~SSSFSSSkI=8=J}K!S@ST!"SH;WSSS*°S7$?! #2 (J 


ESBS, !"SdSOSj!"S8ScsssWwSN; ~;_S*SkSNSO<jH4S-E*%$%a!<%8S,Bgz (J 
ESBSGS9!#5=$1S0$ShS7SHS7SFSb!"G3$ (@9$k1j$N%30%?!<SsSOS8Sc%ssWe (J 

2 SB% (SMSk%. !<SKHfNC$7SFIQ2=S7SFM_S7SSSGS9!#S"S1SGSOSIS1S$@S12 (J 
ESBSBSCESEWSISKS+2!5757; ~4VSH4*SGS7S+S0S+SiSTISSSNSGSD%SiSSSGS9! #3 (J 


ESBETHPHM! SCHO: (I ¿SB#S#O#F#T¿ (I ¿SB#W#O#R#K#S¿ (J ¿SB#1#9#9#8¿ (J. ¿SB#M#A#Y;¿ (J 
¿SB<g:K!'E162¿(J ¿SBQ@8;V ¿(J (ikushi togo) 

e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 20450 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000103h 
tml.html 


--MESSAGE FILE 20451 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
4html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [The Comedian Adventure] 
Date: Fri, 29 May 1998 16:57:12 +0900 
Organization: PlayStation Net Yarouze 
Lines: 21 
Message-ID: <6klub1$356@news1l.scei.co.jp> 
References: <35561FE9.216E565F@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.135 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB#S#A#T!|%$SGS91#¿ (B 


¿S$BO[MM$KC1=c$GS9S,!"O[MM$SK%"%DS$S$S!#S"S$S"1I"S3$&$SS&SNS,KNMhSN; (B 
¢$B%2!<%* SJ$s$@!"SHL\$+SiNZ$,MnSAS$*$/$j$GS$9! #2 (B 


ESBSGSb!"S$?SVSSF1S83"%S%3GS"SG; dS, $SD$/SCS?SHST7TSFSbS3$sSISKLLGr$/; (B 
ESBSOSTSiSTS+S$CS$?SESmMS&ST!"SHSSS&%S; SSS9SNNIS5S,A~SiS7!y!@z (B(*%0%;) 
éESBAG@2SiS7SSSGS9!#0ZMOS@S1SGSO=*SoSiSISS#D#JE*; .2sS7SHSGSbH8ASS:; (B 
ESBS*STSGS&S+!#SS!A!"SASCSOSIS9IS4SSSGS9! #3 (1 


ա 


ESBS*S?!"S2!<%°$,=*HWSK6aSESSSFS/SkSHS@SsS$@SSCOLLSH7jSN6hUILS, ¿(B 
2 SBSD$+SI$/SISCSFS-SF! "$TS+%ASC%&8zZ2LSPS$ j SNSHS jSCSW46$, L#$0S (Sk; (B 
¿SBSNSbL#!#¿ (B 


¿SBSASJS_$K;d$N$Y%9%H$9%3%"SO¿ (B 20157¿SBEQ1#5$3S1SCSFSLSkSSSsSGS9$S+SMI)¿ (B 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 
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—-MESSAGE FILE 20451 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000104h 
tml.html 


--MESSAGE FILE 20452 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
Shtml.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [Hi-Jump] 
Date: Fri, 29 May 1998 18:09:12 +0900 
Organization: PlayStation Net Yarouze 
Lines: 52 
Message-ID: <6klubm$356@newsl.scei.co.jp> 
References: <35562890.663C6325@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.135 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBHSHA#T ! SSGSO! #2 (B 


ESBS*S$: 6CSSS?SNSO!"35SiS+SK%0 ԱԱ aed kE@!#S=S1SHN.S$1Sk@n! #2 (Ց 
¿SBFqS7SS;vSOSoS+SiSJSS$SSsSG%"%1SGS9%,¿ (B (^^; ¿S$BS+SJ$S3j9bEYSJ=hM)Š,¿ (B 
¿SB$JS5S1$SFSkSs$SGSOSJSSSGS7SgS&S+!)¿ (B 


¿SBS“S@LS40@.SHSSS&;vSJSNSGS3S1S+SiJQSoSCSFSSS/SH;WSSS*S9S, !"¿ 
¿$B8=CJ3, $G$SO!"$S+$J$Sj6/S$S%$t%S#%$8%e%S"%$kE*SJSRS-SKHfSYSFS2!<%` արո ե 
¿S$BS,C1=c$+$J!"SHSSS&46S8Sr<uS1l1S O ԱՅՆ ա 11 O 
ՀՏՑՏՏՏՇՏ9Տ, !"$3$1S06n$10zS—-SNMWAGS, 4uGvSJSNSGCl=c:n6HSN7+SjIVS7¢ 
éESBSGL58BSWS1%3SS, 2DG=SKSISCSFSTS*°SS!I"S9S3S"S"S2?SECE/SXSNM_5aS,2(B 
ESBSS$*SRSHSDM/SSSFS-S$%*S; Ss! #2 (B 


աաա 


¿$B$=$s$JLU$G!"; d$SJI$jSKSASgSCSH2~NIE@SrOMS (SFS_S*°S7$?! #2 (B 
ESBH12 (B. gSBUJISN=PSFS/Sk4V3VSrJQ5 (Sk¿ (B 


ՀՏՑԱՇՏ ($P!"9b$$JI$N8e$m$K@\6a$7$F9b$$JI$, =P$F$/$k$h$&$J>u67$, 2 (B 

ESBS"S1SP!"CeCOCOE@Sr9MN8$7SISSSH<!S, HtSYSISSSHSSSE&SHSESKSWS1SS3 (B 
£$B%d!<SKF, $r;HSo$; $k; v$, $G$-$*S9!#$%S?! "JISNS*SHSaHt $SSH$$$C$?¢ (B 
¿SBMWAGSD@8S2S1S 2 S9!#¿ (B 


¿SB#2¿ (8. SB$2?SsaSN;-4VS$SrC;S/S9Sk¿ (B 


¿SB%?%a$F$$Šk4V$KA}2C$9$k%8%c%s%WNL$r$b$C$HBg$-$/$9$k$H!"Fq0WEY¿ (B 
¿$B$b>e$, $j!"3F%s%]$ÞNI$/$J$kK$H; W$$$^$9!#¿ (B 


¿SB#3; (B. ¿ $B1|9T$-0NF0¿ 


¿SBS3S1SO2-NIEQ@SHSSS&ShSjJSb%S2!<%`$, JOSoSCSFS7S“S&ShS&SJ=P2aS.S?¿ (B 
a ea. SCS+S/SN#3#D2HLLS@S+Si!"S= Z ԱՎԱՆՆ NISS¢ (I 
ESBSNSGSO!)2(B gSBSHSS$SS&; 29MDXEYSKJ9OSSSFS/S@S5S$S!#3 (B 


ww 


2 SBHE3SE*<B8=$, 4JC1SJSbSNSHS$7$FS$0!"1 | 9TS-SKSHSCSFIISN9bS5$rJOQS (չ (B 
s SBSKSISI! #<g2M8x$N1 | 9TS- OLCVSKShSCSFI"HtSPSJS1S1SPSJS1SJSS9DS5¿ (B 
¿$B$,JQSoSCSFS/SkLuSGS9SM!#1-MOSHS7SFSO!"9TS/<jS,A4LLJISK$JSCSF;¿ (B 
¿SB$SSSF!"S=S3SK#1%v=jS@S16uS$SFSSSk7jSrS/SOSk!"$SJSsS+$Sb%"%j$GS9!#¿(B 


es Ա ԱՏՆ. S&¿ < eo a oe (B 
éSBSm$I$3Sm$KCOLL$K74$, 6u$S$$F$?S3jS7SF (B(¿$BAG:`$r;H$$$^$o$9$J$i@n$Ne (B 

ԱԱ a ay ae een ace ԱԱ gee 
éSBSHS+!"COLLS, $L$+$k$s$G$k$H$3$m$, $"$C$?$J$7$F!"$=$3$0B->1$, 0-¢ (B 
ESBSSSNSGS8Sc%3SSWNOS,MnNSASKSHS+!&!&!&! #2 (B 


¿SBSIS&SbJ86gSPSCS+SjJ8@SCSFSkShS&SGS9S, !"$3$1Sb40@.HGSK4s8$; $k¢ (B 
2$B4|BTSNBg$-— S5SNN"JVS7SH;WSCSFD:S1S1SP ¿ (B (^^; 
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Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20452 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000105h 
tml.html 


--MESSAGE FILE 20453 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [The Comedian Adventure] 

Date: Thu, 28 May 1998 06:02:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <356C7F52.F5FA21E7@mxz.meshnet.or.jp> 

References: <35561FE9.216E565F@mxz.meshnet.or.jp> <6jlnkd$1t4@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.180.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


PsukezSBS$G$9! #2 (B 


ESBHBEBHESSGS+SIS j@98 j>e$, SCSFS?SNSG: #99SGS9S, !#¿ (B 
¿SB>PS (S$“*S9!#7k9=0UCOSKSJSCSFSdSCSFS7S SSS S9!#¿ (B 
(B 
¿ 


¿SB%/%j%"!<S$S7S?SHS-99SKSUS-S@S7SFS7S7 SSS“S7S?!#¿ 
¿SBS"S$SHMnSAS?S$SH$S-S$SN1Q81$,Hs>o$KJ,$+$j$d$9$$$GS9!# 
¿S$B$S*JY6/SKS$SJ$j$S S7S?!# (B 


(B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20453 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000106h 
tml.html 


--MESSAGE FILE 20454 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [WIRES] 

Date: Thu, 28 May 1998 06:20:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <356C83A0.90714F2E@mxz.meshnet.or.jp> 
References: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


PsukezSBS$GS$9! #2 (B 


ESBSASCS?!<!#S0SSSdSUS1!<%° S@!#e (B 
éESBCFSr$h$1$k$@$1$GS$9S, 7kK9=M7SYS*S9! #3 (B 
¢SBH4S1F;$,=PMh$kShS$&SK:nSCSFSKSNSGS7Sg$&S$+! #2 (B 

¿SB:G9bSO¿ (B104;¿SBE@SGS9!#SGSb:G6aSO¿ (B65: SBE@SNJLI;¿ (B 

ESBSrD6$ ($1$S2$; $s! #S"SHSPSC%S/SN@1$, HxSr0zSSSFSkKSNSG$9S, ¢ (B 

2 SBSIS&SdSCSFSKSNSGS7SgS&! #SOS8SaS+SiHxSrS$D$1$?2 (BTMD: SBSIUSNSGS7SgSESt+! #2 (B 
éSBS=S1SHSbz (BGPUZSBSG@8@.S5S7SFSKSN!) ¢ (B 
ESBS"SH!"2?S5@S5"SN2+?'SSCFSOSH; WSSSOS6SHEVS ?SCSFSASCS?Si¢ (B 
¿SB%"%/%7%g%s$,$"$C$?$N$G$A$g$C$T$j4r$7$+$C$?$GS9!#¿ (B 


Net Yaroze newsgroups message dump.txt Page 1379 


Just in case anyone missed my point, or was wondering what the heck 
I was talking about, here is a beautiful example of what goes on here 
in the States... 


In January 1998, Representative Bobby Moak (R-MS) proposed House Bill 
192 dubbed "Smoke a Joint, Lose a Limb." Section One states: "In lieu 
of any other penalty prescribed by law, the court may allow any 
person who is convicted for a violation of the Controlled Substances 
Law to have a body part removed. The convicted person and the court 
must agree on which body part shall be removed." 


hence why I have a federal government link on my page. Here's 
another fine example of U.S. policy... 


On a more grisly note, under a bill filed in the Missouri State 
legislature, inmates on death row may soon be given the option of 

having their sentence commuted to life without parole in exchange for 
a healthy, transplantable internal organ. 


I rest my case. I love the internet, our crappy news services are too 
busy covering glitzy stuff to report on news like this. There are many 
examples of this kind of approach to social policy in the States. 
Forgive me for getting off-topic, noting this is a thread on mailing 
lists. 


-Matt 


--MESSAGE FILE 2172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00875 


--MESSAGE FILE 2173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000876 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dual shock available & NFS III 
Date: Fri, 08 May 1998 11:43:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <3552E1DC.D32A1EE6@compuserve.com> 


3550A2B8 .4D437A05@compuserve.com> 
NNTP-Posting-Host: 1d46-188.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DOH, wrong again, they are actually £24.99 in GAME and Virgin 

Nick 

Nick Slaven wrote: 

According to a shop assistant I spoke to the Dual shock is going to retail 
at about £25.99, & they reckoned that the standard analogue pad would drop, 


dunno whether I believe him or not. Bit he did say it was gonna be out this 
friday (8th may). 


VVVVVV 


Nick 


References: <l1d8ktul.ykxhlrvg6w8wN@al-88-111.al.nl> <35504749.7469@manc.u-net.com> Հ 


—-MESSAGE FILE 2173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00876 


-—-MESSAGE FILE 2174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000877 
Path: chuka.playstation.co.uk!news 
From: Jim <jim@micronetics.com> 
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Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20454 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000107h 
tml.html 


--MESSAGE FILE 20455 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskQj1pJGEkRiROGyhCRG1lyZWNOGyRCIzMjRBsoQ10=?= 
Date: Thu, 28 May 1998 06:24:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <356C8483.EDA2D1E1@mxz.meshnet.or.jp> 

References: <355621C0.CD611C9C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


Psuke¿SBSGS9!#;¿ (B 


2$B;DGOSJIS, SIKMSNSOS=%3%s$GSO¿ (BDirect 3D; $B$r3Z$7$° $3$H$,=PMh$*$;$s!#2 (B 
¿$B;DG0$GS9!#¿ (B 
¿$B%$US1ISSSEkRSM!<%" SNCFSKz (BTEST. BAS: SBSHSSSE&SNS,S5"S58S*°S95S, z.(B 
MIBASIC¿SBSH4XO"S"SkSNSGS7SgS&S+!)¿ ( 


= 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 20455 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000108h 
tml.html 


--MESSAGE FILE 20456 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000010 

9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [=?1SO-2022-JP?B?GyRCPWkkYSRGJE4DKEJEaXJ1LY3QbUEI jJMxsoQg==?= 
=?1SO-2022-JP?B?GyRCIOQbKEI=?=] 

Date: Fri, 29 May 1998 22:15:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <19980529221530kamon@mail.web-hyogo.or.jp> 

References: <355621C0.CD611C9C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


Direct 3D; SBSb$J$+SJIS+LLGr$=S&S$GS9SM! #SGSb!SS&SASNS*°S7SSS8SC<BMOE*SIS9ST3 (B 
¿SB!<%IS,=PSJSSSsS@SJ!A!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 
—-MESSAGE FILE 20456 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000109h 
tml.html 


--MESSAGE FILE 20457 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
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Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [WIRE (=?ISO-2022-JP?B?GyRCOONEakhHGyhC?=) | 
Date: Fri, 29 May 1998 22:16:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 
Message-ID: <19980529221612kamon@mail.web-hyogo.or.jp> 
References: <355622D8.E8B741C3@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESBSISSSHS+A* :nJ}K!$O$0o$+$C$?$s$G$9$, !SMnSASFS/SkSNS,B.$9S.SFA@SCSF>CS$9; (B 
¿SBSNSOSJS+SJS+FqS7S+SCS?SGS9!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20457 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000110h 
tml.html 


--MESSAGE FILE 20458 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [SABU&ANIKI2] 

Date: Fri, 29 May 1998 22:16:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <19980529221632kamon@mail.web-hyogo.or.jp> 
References: <3556236F.CFF6762C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


¿SBAjJQSoSiS:S"%d$7SSSGS9SM!#¿ (BL2Z3¢SBECS*SGSS$-S$*$7$? ! #2 (B 

E$BS2!<%° S*!<SP!<SNS"SHSKSbF, SK%4%_$,$?S$°SCSFSSS/SNS, !SSJSsS+3Z$7S+SCS?SG: (B 
ESBSO! #2: (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 

—-MESSAGE FILE 20458 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000111h 

tml.html 


--MESSAGE FILE 20459 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [Treasure Maker] 

Date: Fri, 29 May 1998 22:17:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 
Message-ID: <19980529221726kamon@mail.web-hyogo.or.jp> 
References: <35562549.644FB66A@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


¿SB;DG0SJS$S, SiM7$SJ}$, Sh$S/SoS+$SjJS$S%$S;SsSGS7S?!#S=S1SKS7SFSb2;3ZS,S994S/SS¿ (B 
ESBSSSGSISM! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
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Taro Kamon 
—-MESSAGE FILE 20459 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000112h 
tml.html 


--MESSAGE FILE 20460 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 

3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [=?ISO0-2022-JP?B?GyRCNi8 IMTUhGyhCICAbJEI1IiU1JWs1NhsoQg==?= 
=?1SO-2022-JP?B?GyRCITwbKEI=?=] 

Date: Fri, 29 May 1998 22:17:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <19980529221742kamon@mail.web-hyogo.or.jp> 

References: <35562642.DAD12331@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


¿SB<+5!$,; `SsSGSb%2!<%`%*!<%P!<SKSJSiSJSSSNS, LLGr$$$G$9SM! #: G8eSN$ [S&SNS+z (B 
ESBSASIS"SSSOSKS, TOSOSCS?S4!STIQTASTS?SjISISKSHS3SmMSHDNIS+SCS?SGS9!#JIQ?HS7S$S?¢ (B 
25885 15չ (BEND: SBSKSISCSASCSESNS, ; DGOSGS7$?! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 
—-MESSAGE FILE 20460 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000113h 
tml.html 


--MESSAGE FILE 20461 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [=?1SO-2022-JP?B?GyRCPFYkTiVGJTkK1ISBsoQg==?=] 

Date: Fri, 29 May 1998 22:17:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 
Message-ID: <19980529221758kamon@mail.web-hyogo.or.jp> 
References: <355626F3.8EB14D02@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESBSF%9SHSNSOS JSKSOS-SASSSHFOSSSFSSSF%S%C%3/%S4ST7TS*°S7S?! #E (<VSbS-SASSSHAV: (B 
ESBSCSFSkS7!#%P%C%/%_%i!<SbS-SASSSH=PSFSKSNS, S9S4SSSGS9!#S"SHSO%2!<%*SCS]¢(B 
ESBS5$r=P$7SFS$$/S@S1SGS9SM! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 
—-MESSAGE FILE 20461 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000114h 
tml.html 


--MESSAGE FILE 20462 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [=?1SO-2022-JP?B?GyRCJUALcyU4JWclcyQt JGUkJiRgqGyhC?=] 

Date: Fri, 29 May 1998 22:18:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 
Message-ID: <19980529221814kamon@mail.web-hyogo.or.jp> 
References: <35562742.1CFC7A3C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 


Net Yaroze n 


Content-Type: 


X-Posting-So 


ESBAOS+$i%"% 
¿SBS+SCS?$GS 
http://www.a 
kamon@mail.w 

Taro 
—--MESSAGE FI 
tml .html 


—--MESSAGE FI 
6html.html 
Path: chuka. 


From: kamon@mail.web-hyogo. 


Newsgroups: 
Subject: Re: 
Date: Fri, 2 


Organization: 


Lines: 15 
Message-ID: 
References: 


NNTP-Posting- 
Mime-Version: 
Content-Type: 


X-Posting-So 


ՀՏ85351:6Շ9Ե 
éSBSSSG;BSkS 
éSBFQE@SORb 
¿SBSGS75S3S&S 
ՀՏՔՏՇՏՕՏՄՏ/ | 
ESBH228SG%/% 
ESBSWSKS7TSFS [ 
¿SBLBSoS: SK: 
¿SB%S/%?!<$rF 
¿$B$4$/8D?M] 
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Text/Plain; charset=ISO-2022-JP 


ftware: WSNews 2.022 


5. 


ole 
96 


SWS5SS1SFS?SNSG!S2?EYS+M7SsS$@SsSGS9S,!SSF 
9!#¿ (B 


s%]$h$/M7SYSFLLGr¢ (B 


ge.ne.jp/x/kamon/ 
eb-hyogo.or.jp 
Kamon 


LE 20462 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000115h 


LE 20463 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
uk!newsl.scei.co.jp!usenet 

or.jp (Taro Kamon) 

laystation.ny.gamer.ny_game 
=?1SO-2022-JP?B?GyRCO2Z2BNLSROSX 
9 May 1998 22:18:47 +0900 
PlayStation Net Yarouze 


playstation.co. 


p 


EhSkJOODNIRyFLGyhC?=] 


<19980529221847kamon@mail.web-hyogo.or.jp> 
<355627A9.DADCO1C8@mxz.meshnet.or.jp> 
Host: 210.168.129.29 

1.0 

Text/Plain; charset=ISO-2022-JP 


ftware: WSNews 2.022 


° 


Wo 
6NS 


SGS9!#S9SsS4S/LLGr$$!#S12Y%Sk% SWSNS?SaSK!SSSS+S$K% 
+!SSHSSS&46S8SGSWS1SSS9SKSNS, 3ZS7SSSGS9!#¢ (B 
L@=q$G6%3%S%3\SNS3SHSrFIS*SISSSH! SLLGr$5$,$D$+SaSJI$$!SSHSSS&E@z 
+!#S"SH!S==; 73-!<S$O>e2<:81&SrD>@\2hHLLSN>e2<: 81&$K?6$4T, S1Sk$Nze 
SSPS3S%*S0%6!<SISNSHS&SK>eSGAN?T!$:81&SG2sE>!$2<SG8eB SHS7!S>e¢ 
$%C%/%9%F%C%W!$S:81&#22s$G%/%S$S%C%/%?!<%s!$2<#22sSGSP%SC%S/%S9%SF%SC¿ 
[S7S+SCS?SGS9!#5%S2?!SS3SES9S1SPS+Sasis"SssSOSkSrdJQS (ՏԲՏԵՃ՝ . (8 
QS* SNSG!S%P%S%*Sd¢ (BFF; co %j%1%s%@%j%s%0$NGX7J$SN>e$G%- 
0$+$9$3$H$b$G$-$k$H; WS$SA $Ol#e (B 
S oy SFSbSiS&SH!S$3$N%2!<%* $OS<SR>&IJ2=SrL\;X$7SF¢ (B 


Ss%\Sr7Rz (B 


5851 [S7SSSH;WSSS S9!#¿ (B 


http://www.a 
kamon@mail.w 


ge.ne.jp/x/kamon/ 
eb-hyogo.or.jp 


Taro Kamon 
—-MESSAGE FILE 20463 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000116h 
tml.html 
--MESSAGE FILE 20464 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
Thtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [TINY BLESS] 
Date: Fri, 29 May 1998 22:19:15 +0900 
Organization: PlayStation Net Yarouze 
Lines: 6 
Message-ID: <19980529221915kamon@mail.web-hyogo.or.jp> 
References: <355627F2.6A417DF@mxz.meshnet.or. յք» 


NNTP-Posting- 
Mime-Version: 
Content-Type: 


X-Posting-So 


¿SBA4ItFISS 
ESB!ISS"S $3G% 
http: //www.a 
kamon@mail.w 

Taro 
—--MESSAGE FI 
tml .html 


Host: 210.168.129.29 

1.0 

Text/Plain; charset=ISO-2022-JP 
ftware: WSNews 2.022 

SGSISSSNS$G2?SHSbH8ES (SJSSSsSGS9S1SI!SF, ?tuSbB7SCSFSkSh$&SJSNSGO (B 
"S@S1SK=*SoSiS;S:!SS<SRNOSr9g$o$;SF7ASKS7SFS[S7SSSGS9!#¿ (B 


ge.ne.jp/x/kamon/ 
eb-hyogo.or.jp 
Kamon 


LE 20464 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000117h 
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--MESSAGE FILE 20465 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
8html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [Hi-Jump] 

Date: Fri, 29 May 1998 22:19:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <19980529221930kamon@mail.web-hyogo.or.jp> 
References: <35562890.663C6325@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESBSO0SiSUS#ESCS/LLS, S9S4S/STSCS+SISTSFSSS*SOSM! #S*%S5S8SISK2; 3Z5,N.S1SFSk¢ (B 
ESBSNSbSSSSSGS9! #3 (BLightWavez$B$t+Sisb! <%$7%g%s%G!<%?Sr; } SCSFS-SF; HSCSFSKSNS, $; (B 
¿SBSSSGS9SM!#%“%MS7ShS&SCSH!#¿ (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20465 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000118h 
tml.html 


--MESSAGE FILE 20466 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000011 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [WIRES] 

Date: Fri, 29 May 1998 22:14:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 
Message-ID: <19980529221448kamon@mail.web-hyogo.or.jp> 
References: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


2 SB$3$1$0%+%C%3$$$$$G$9!#%U%)%s%H$N%G%6%$%S$H$+!$FC$K!#¿ (B1002 $BEQL\;X$7$?$s¢ (B 
¿SBS@S1SI!SS1SCS-SgS/¿ (B97: SBE@S*SGS7$+$$$-$*S; $s$G$7$?!#z2 (BCOCOTTE: S$BS5$s!$¢ (B3D¿ $B 
%i%SSSs¿ (B 
2 SBSNZ1%SSVSiSj8x34S7SFIA! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 20466 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000119h 
tml.html 


--MESSAGE FILE 20467 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [The Comedian Adventure] 

Date: Sun, 31 May 1998 08:03:24 +0900 

Organization: Japan 

Lines: 19 

Message-ID: <3570903C.99928F1A@geocities.com> 
References: <35561FE9.216E565F@mxz.meshnet.or.jp> 
Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (Win95; I) 
¿SBSbS (S“S9!#%o%s%-!<%2!<%`SCSFSSS&SNSO!"SJSsSSFSSS&S+¿ (B 


¿SB@NS+SiSOS*SjJSdS9SSSsSGS9ShSM!#SS5SiSK!"M'C#SHS+S,SS¿ (B 
¿$B$?$i!"EO0LK$^$, SSSNS3SHSrS$SdSCSAScSSS=S$S&SGI]SSSGS9!#¿ (B 


¿SBS=S1SH!"%—%c%i%/%?ŠS,ShSS!#S3SNSJSSSHSbSSS(SJSS>PS_ ¿ (B 
¿SBSrS$S&S+SYSFS3SSSDS, 5$$KF~$J$^0$7$?!#z (1 
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ESB) Eee ees tay ee ta Aa ekg) ET EEE a eB 
¿SB!1!!111S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


ESB!c!c!c;d$N%[!<%°S2Z!<S8!d!d!dz(B 
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¢ SBB40@=P$;$:SKN1G/SGS$9! J>P!Kz (B 
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¿$B99?7M=DjF|!!!!!1#5!7#2#0z (B 
¿$B111111111111111111111111!111111!1111111111!11111111111!11111!1111!1 (B 


--MESSAGE FILE 20467 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000120h 
tml.html 


--MESSAGE FILE 20468 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [WIRES] 

Date: Sun, 31 May 1998 08:04:06 +0900 

Organization: Japan 

Lines: 21 

Message-ID: <35709066.6CO1F2C3@geocities.com> 
References: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ESBF@E@S*SGSbS, #3#D!J!) !KSGI=8=S5S1SFSSSFShS+SCS?SGS9! #2 (B 
ESBA4ItS0%$%"!<SUS1!<%> SHSSSESNSH! "S3SNShHS&SIS7TS9SFS > $, ¿(B 
¿$BC1=c$J%2!<%` SKSO%* SCSASTSFSSSKSH; WSSS*°S9! #3 (B 

¿$B<+5!$, EP>1$9$k%7!<%s$H$+GZH/$9$k%7!<%s$H$+!"$h$+$C$?; (B 
ESBSGS9!#S=S1$HS2!<%° Sr=*N; $5$; SkSHS3$m$*SGSbS-SASsSHSD¢ (B 
2 $BS/SCSFS"SC$?SNSbSh$+$C$?$G$9! #2 (B 
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—-MESSAGE FILE 20468 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000121h 
tml.html 


--MESSAGE FILE 20469 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.gamer.ny_game 
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Subject: Re: =?iso-2022-jp?B?WxskQj1pJGEkRiROGyhCRG1lyZWNOGyRCIzMjRBsoQ10=?= 
Date: Sun, 31 May 1998 08:05:11 +0900 
Organization: Japan 

Lines: 21 

Message-ID: <357090A7.9ACB13C0@geocities.com> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> 
Reply-To: t_youhei@geocities.com 
NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


éESBS*°S:!":G=iSKS&SASN4D6—-! Jz (BPentium90MHz;SB!"#3#DSIS7!KSGSO! "SHSCSFSbCYS/SFCYS$/3 (B 
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ISBSJSSSHS+FOSSSFSSSkS+SJ!) SHSSSGDKEYSG$75?! #2 (B 

ESBSGSb!"3 (BDirectXz$B$r=iSaSF%ASc%1Ss%8S7SFS3$38*SGSGS-SkSISSSF!"; dSbSRSHSDSAdSCz (B 
¿SBSF¿ (B 


¿SBS _ShS&$+SJ$1SH$SS&5S$KSJS$jS2$S7S?1#s=!<%9Sb$DSSSFSSSKSNSG!I"S3S1S+SiSN;29MG (B 
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ESBS ATT Ee ST a eee eB 
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ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (B 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 
¢SBB40@=P$;$:SKN1G/SGS$9! J>P!Kz (B 


2$B:G=*9927F|;~!!!!#5!2#1#72 (B 
¿SB9927M=DjF|!!!!11#512482#0¿ (B 
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--MESSAGE FILE 20469 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000122h 
tml.html 


--MESSAGE FILE 20470 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskOjxWJE41RiUS5SJUgbKEJd?= 
Date: Sun, 31 May 1998 08:07:30 +0900 

Organization: Japan 

Lines: 19 

Message-ID: <35709132.4303F1D0@geocities.com> 
References: <355626F3.8EB14D02@mxz.meshnet.or.jp> 
Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


2SBS*S@:n$ JESCES@SHSSS$&S3SHSG!"40@. 1JSK4|BTS7$?$SS$H;WSSS*S9!#; (B 
éESBSGSb!"SHSSSMSkSrDLSkSHS—SK% ($S%8%S2;S,H?6ASTSFSSSkEy!"S*Sb; (B 
éESBGrSSSHS3SmSKS3SCSFSSSkKSTJSH467cS7S*°S7S?! #2 (B 

ESBS?S@!"Si SCSWSN5-0O?75N; BJ} Sr! V#1=52sSkSNSK! AICS+$+SCS$?!WSHSSS&¢e (B 
¿SBIwSK$7$2S[$&S, SSSSSHS*SbHSSS*S9! #3 (B 


ESB dy 11111111 taa aaa ap Sod ae ee he A ipapa Sai CB: 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!dz(B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¢SBB40@=P$;$:SKN1G/SGS$9!J>P!Kz (B 


¿SB:G=*99?7F|;-!!!1#512?#1#7¿ (B 
¿$B99?7M=DjJF|!!!!!1#5!?7#2#0¿ (B 
ՀՏ 11/4: 1: 41:41:41: ՎՈՎ 141: TT ta 0] e B® 
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-—-MESSAGE FILE 20470 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000123h 
tml.html 


--MESSAGE FILE 20471 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskQiVAJXM1LOCVnJXMkLSR1IJCYkahsoQ10=?= 
Date: Sun, 31 May 1998 08:08:03 +0900 

Organization: Japan 

Lines: 16 

Message-ID: <35709153.F4CCE4A9@geocities.com> 

References: <35562742.1CFC7A3C@mxz.meshnet.or. յք» 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ա 


ESBS9S4SSSGS9!#53SN40@.EYSN9DS5S0; THNS1LSYSKSHB@SCSFSb2a8 AS 8ScSISSSGSTSgGSE&! #2 (1 
ESBS5SiSK! "S9SH!<%5!<S,SS5S557!"7;5.SN8FSSJI}SrdQ$ (SiS1Sk$NS$, 3Z$7$$!J>P!Kz (B 
2SB8=:_!"% (3s%GS#%S%0SaS6S7SFS, SS$SPSCSFS*S9! #2 (B 


ESBL TOTEI eel feel eel 345) Ta 5] 11111111: 11112112 J bp Ja phE tTTJ ha CG 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿SBB4OQ@=P$; $: SKN1G/$G$9!J>P !K¿ (B 


¿SB:G=*99?7F|;-11118#51281487¿ (B 
¿SB9927M=DjF|!!!!11#5124824#0¿ (B 
¿Š$B1]1111111]1111]1]1])1)1)1)1)1)1]1]11111111111]1]1]J1]J1]J1]1]1]1]1]1]2 (B 


--MESSAGE FILE 20471 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000124h 
tml.html 


--MESSAGE FILE 20472 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskOjtgTSOkTk1LxIUpCT jgzSEchSxsoQ10=?= 
Date: Sun, 31 May 1998 08:09:03 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <3570918F .A4F6C5CA@geocities.com> 

References: <355627A9.DADCO1C8@mxz.meshnet.or.jp> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


¿$B$9$4$$$G$9!#$3$N7U$5$P$-!#$^$k$G; ~Be7` $N<g?M8x$G$9!*!*; (B 
¿$B$?$@!"87$7$$0U8+$r80$$$^$I$ŞH$I$&$bÞO\FO$, $7$C$/$J$3$J; (B 
¿SB$+$CS?$G$9!#$3$1SOSP%$%$*%SO%6!<%SISNSd$j$9S.$+$JS!SH;WS& (B 
ESBSsSGS9S1SISM! #2 (B 

ESBSGSb!"S9S45/5S8S5S5659!#40@.HGS, SHSFSHBTSAI1SS7S$S$G$9! #3 (B 
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ESB!ic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz(B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
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¢SBB40@=P$;$:SKN1G/SGS$9!J>P!Kz (B 


¿$B:G=*99?7F|;~!!!!#5!?#1#7z (B 
¿SB9927M=DjF|!!!!!!#512?#2#0¿ (B 
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--MESSAGE FILE 20472 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000125h 
tml.html 


--MESSAGE FILE 20473 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: =?iso-2022-jp?B?WxskOQiVGJS81TiVAJXMbKEIgGyRCJSIlayVVJSFIRxsoQ10=?= 
Date: Sun, 31 May 1998 08:09:35 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <357091AF.7284C46C@geocities.com> 

References: <35562841.2A49F18C@mxz.meshnet.or.jp> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


¿$B2; 32Z$,S9SPSiSTSSSGSI!#S9SF!<S8#6S*SGSASCSFS_$°S$7$?S, !"!VE75SM=Js ! WSK; (B 


ESBA6FOS7S*°S7S2?!#S53S51ShSj@hHSN6ETSHDDOSSSFS_S?SSSGS9!#SGS—-S1SPS3S3sSFS#SKSe!<z (B 
¿SB5!G=SrIUS1$SFM_S7S+SCS$?S+SJ!#¿ (B 
¿S$SB$ O % ER SWS, ShS+SCS?!#S=S1SK!"S@SsS8%qgssSbKh2s; (8 


¿$I %Si%Ss%s@ %`S@S7!# (B 


Beta ՐԱՆ ՈԱ eos ՆԱՆ Ա ԱԱ D S 
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fe Te) et fees eee fe ee 4133211422. EN] (B 


—-MESSAGE FILE 20473 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000126h 
tml.html 


--MESSAGE FILE 20474 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [Hi-Jump] 

Date: Sun, 31 May 1998 08:10:04 +0900 

Organization: Japan 

Lines: 17 

Message-ID: <357091CC.A8688B53@geocities.com> 
References: <35562890.663C6325@mxz.meshnet.or.jp> 
Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


¿SBGX7J5, 575 SSWSk$S@S1S1SISbS$S—S1$S$$K$G$—-$"$, SCSFSFSHSSSH;WSS$*S9Ol#e (B 
¿SB%I%-%esa%Ss%*HSNJ)SGL58B1sS, Cte cae qSSSFS"SjS*S7S?S,S=S1Sb;¿ (B 
¿SBSdSCSFS_SFShS/SoS+$j$ S7S?!#¿ (B 
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¿SB$H;W$$$^$9!#40@.IJ$K4|BT$7$?7$$$G$9!#; (B 


¿$B!]!]!]!]!J!]!]!]!]J!J]!]!]!]!]!]!]!]!]!J]J!]!]!]!]!]!]!]!]!]!]!]!]!]¿ė (B 
¿SB!1!!111S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


ESBic!c!c;dSNS[!<%°S32Z!<S8!d!d!dz (B 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 
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¿$B:G=*99?77F|;~!!!1#5!2#1#7z (B 
¿S$B99?7M=DjF|!!!!!!#5!?#2#0¿ (B 
¿$B11111111!111111111!11111!1!11111!11111111111!11111!1111111!111111111!1 (B 


--MESSAGE FILE 20474 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000127h 
tml.html 


--MESSAGE FILE 20475 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [The Comedian Adventure] 

Date: 31 May 1998 05:21:19 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <6kqpcf$S93f@newsl.scei.co.jp> 

References: <35561FE9.216E565F@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.247.176.65 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


COCOTTE ¿SBSGS9!#;¿ (B 


¿$B6y$+$i6y$^$G; \$5$1$?%IJ%S%9$JZQ%M%G%#%; %s%9$K2C$($F!"; (B 
¿SB%"% /%7%g%s%21<%` SHS7SFC1=cSKLLGr$$SH$$$6E$NS$, 595455565914: (B 


¿$B$7$+$b¿ (B 24H gSBItLg! #$$$d!<!"S?S$*SsSIS$SSM$3$j$c!#z (B 
¿SBSdSCSQ2CLgS5SsSOF7:MS+%b!"SH;WSoS;SkOoIJSGS7SgS&!# (B 


ESBS"SH!"S1SSSASCSSSNEP>1J}K!SOSIS+SIS+5SSES—S*S;SsSGS7$?¢(B (^^; 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 20475 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000128h 
tml.html 


--MESSAGE FILE 20476 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000012 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [=?ISO0-2022-JP?B?GyRCJUY1LyVOJUAlLcxsoQg==?= 
=?1SO-2022-JP?B?GyRCUSIlayVVJSFIRxsoQg==?= | 

Date: 31 May 1998 05:26:32 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <6kqpm8S93f@newsl.scei.co.jp> 

References: <35562841.2A49F18C@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 202.247.176.65 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


COCOTTE ¿SBSGS9!#; (B 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: re: Net Yaroze User Agreement 

Date: Fri, 08 May 1998 12:04:08 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 41 

Message-ID: <3552E6A8 .A02F5F86@micronetics.com> 
NNTP-Posting-Host: 193.132.195.160 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Hi George, 


Can I have SCEE's consent to have the binaries for Z2 and Second Offence 
on my external web site?. (www.codeworks.demon.co.uk) 


I would be happy to put a copyright notice to the effect that portions 
of the code are (c) SCEE.. 


In the mean time I have removed the binaries from the web site.. 


Its ironic I've received more feedback from outside the Yaroze community 
in the last few weeks than I have in total the last year. 


Cheers 


Jim 


(iii) PlayStation Format Software may be used only for the purposes of 
Net Yaroze. Any use of PlayStation Format Software (including a Members 
own) other than for the purposes of Net Yaroze, including but not 
limited to, any commercial dissemination, use or exploitation and 
dissemination on servers other than the Yaroze Server requires SCEE;s 
consent and where a Member wishes to publish his/her PlayStation Format 
Software then this will be governed by SCEEzs then current publishing 
procedures as PlayStation format holder. 


George Bain Wrote: 

> 

>Hi all, 

> 

>Since everyone signed this agreement they should follow it. I 
>know that some members have homepages elsewhere on the 
>Internet used as a second Yaroze homepage. This is great but 
>you can't release your games or PSX documentation, including 
>PSX source code. This is a strict violation of the agreement. 
>Please remove such information if needed. 

> 

>Regards, 

> 

>George 


Page 1380 


—-MESSAGE FILE 2174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00877 


-—-MESSAGE FILE 2175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000878 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Fri, 8 May 1998 12:20:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <6iuppdSaek11@chuka.playstation.co.uk> 
References: <6iujnaS2t11l@emeka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Hi, 
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ESBS° $7$m%2!<%> SH$SS$S&%+%F%4%jSOC&S7SFSbpSSSSSNSGSO¿ (Ց (^^) 


¢SBS"!"3 (BBGM zSBSbNIS+SCS?$GS9! #3 (B 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 20476 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000129h 
tml.html 


--MESSAGE FILE 20477 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
Ohtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "minowasi" <minowa@hellonet.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmMU6IFSbJEI 9ASRHIEYKThsoQkRpcmVjdBskQiMzI0OQbKEJd?= 
Date: Mon, 1 Jun 1998 20:02:17 +0900 
Organization: PlayStation Net Yarouze 
Lines: 10 
Message-ID: <6ku2c0Sct2@newsl.scei.co.jp> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> <356C8483.EDA2D1E1@mxz.meshnet.or. 
jp> 
NNTP-Posting-Host: 202.214.1.72 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>¢SBSUS!SSSkSM!<%* SNC£$Kz (BTEST.BAS: ee $"$5$*°S9S,¢(B 
>MIBASICz SBSH4XO"S"SkSNSGS7Sg$&$+!) (B 
ՀՏՑՏ (Տ' 1": (BTEST5¿$B$, !"¿ (BMIBASIC for Windows; SBSKSJSCSFS*S9! #2 (B 


TEST. BAS: ree զՏ- 198 ( SFI": (BTEST5. EXE; $BSr<B9TS7SFS_S$FS/$@S5$$3 (B 


¿SBS_SNOB; fz (B 


--MESSAGE FILE 20477 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000130h 
tml.html 


--MESSAGE FILE 20478 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "minowasi" <minowa@hellonet.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6IFsbJEI9aSRhJEYkThsoQkRpcmVjdBskQiMzIOQbKEJd?= 
Date: Mon, 1 Jun 1998 22:00:39 +0900 
Organization: PlayStation Net Yarouze 
Lines: 28 
Message-ID: <6ku94hS$d4a@newsl.scei.co.jp> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> <357090A7.9ACB13C0@geocities.com> 
NNTP-Posting-Host: 202.214.1.53 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


eae (BDirectX;SBSr=iSaSF%A%Sc%1SSS8S7SFS3S3S*SGSGS-SkSISSSF!"; dSbSRSHSDSdSC3z (B 
SBSF չ ( 

Soe cis uu a SH աան CORSE SEMEN eS ՆԱՆԱ basa sasa ալա Կանա a ua aw 

>2SBSKz (B 

>2SBS7$?SSSH;WSSS*S9! #2 (B 


¿SB:F%3%s%SQ%S%skS9SkSKSO;ç (B 
C++Builder¿SBSJSi#D#O#SSWS%sm%Ss%SsWSHSG;¿ (B 
bcc32 -tW test2.cpp setupwin.cpp 


Net Yaroze newsgroups message dump.txt 


VisualC++4.2¢$ 

ESBSUS!SS%Sk!d? 
S SBAF~!d% Sm% 
éSB%S%k%I!d@_D 
éESBS=SNAOSK!"g ( 
¿S$B%D!<%k ! d%* $W 
éSBSr01HV>eSKD 
ESBSSSkSI!d<B9 
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B$J$İg | on 
75, ոն. !d%Wsms8%'%S/SH%0!<%/SY!<%9!dz (BApplication 
s s US!SSSkSrDI2C!dz (Btest2.cpp & setupwin.cpp 


j!d%j%s%/!d¿ (Bddraw.lib d3drm.lib winmm.lib¿$B$rDI2C¿ (B 

s E T H!<%k$7$F¿ (B 

%7%g%s!d%sG%#%1%S/%H%j!d (Bc:\dxsdk\sdk\inc & c:\dxsdk\sdk\lib 
12Շ57ՏՔչ (B 
Te (B 


ESBSG!"#O#K! JILLE]$/$; !<z (B(%%; 


¿SBB?J, ¿ (BPent 
¿SBS3S1S+SiSO! 


¿SBS _SNOB; 


——-MESSAGE FILE 
tml.html 


——-MESSAGE FILE 


2html.html 
Path: chuka.pl 
From: "TPM.CO" 
Newsgroups: pl 
Subject: Re: 
Date: 2 Jun 19 
Organization: 
Lines: 24 
Message-ID: <6 
References: <3 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 


X-Newsreader: 
TPM.CO¿ $B$G$9! 


ESBSS%iS9SHSHS 
ANGEL3¢ SBSNSS% 


¿$B01J)$G!"4k2 
¿$B%21<%`$H$7$ 
ESBSIS&LLGrs$s 
¿SBSH$3S$SmSGS9! 
¿S$BSDS*$3j@_D3jŠ 
¿SB$SSkKSN$GS$9S 


¿SBS3SsSJSKLLGrS$SS$%2!<%`SJSsSGS9!"SHSSS& 


2 SBS$%*°SSZAEAS 


¿$B:#2s=P$;$J$ 
¿SBS*LrSKN) $F$ 


um2¢SBSOSiSSSISi!l"#P#SSh$ 4% 
"#D#i#r#e#c#th3#DSGS9S+!) 


ՀԱՏԱԿ B?$/=P$; $k$H;WSE&S72 


f (B 


20478 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000131h 


20479 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
aystation.co.uk!newsl.scei.co.jp!usenet 

<tpmco@ma3.justnet.ne.jp> 

aystation.ny.gamer.ny_game 

TINY BLESS] 

98 23:12:32 GMT 

TPM.CO SOFT WORKS 


120t0Shjc@news1.scei.co.jp> 


55627F2.6A417DF@mxz.meshnet.or.jp> 
210.135.67.136 

1.0 

text/plain; charset=ISO-2022-JP 


8bit 
Microsoft Internet News 4.70.1161 


# (J 


+@_D3$H$+$h$/=PMh$FS$$k$H; ee SOl#e (J 
1S 9SHSISI8D@-E*$G9%S-SGS9! #2 (Մ 


hSHS7SFSO; qNASb:_$k$7!"N.S1Sb7hS*SCSFSSSkShSESGS9S, 1" (J 
FSIS&SS$&%2!<%* @-Sr; }SCSFSSSKSNS+!"J2?S?S/8@S ($P; (J 
NS+$,8+S (SFS3SISSSNSG! "S=SNJUSN@DLES,M_$7S$¢ (J 

# (J 

HS7SFSO= (00! "$D$*S4; EMM=qSHS$7SFSNAHS_N) SFSOSJS5S15SF¢ (J 

, !"S=SNA0CJ3, SN4k2h=q! a$3$1S0S$+$$SDS*Ss$G68@S8SHz (J 
S"ST!<SkS,STSSSNSGz (J 
oSCSFS3SISS5$S,S7S*°S9l#¢ (J 


+$CS$ 2?SNSGONS=S &SIS3SHSO8@S (SJSSSNSGS9S, ¿ (J 
P4rS$S7SSSGS9!#SGSO¿ (J 


ESBETHP EM! S#CH 
iSB<g:K!'E16?2 


re (J gSBES#HO#FHET 2 (J ¿SB#W#O#R#K#S¿ (J 


J ¿SB@8;V ¿(J (ikushi togo) 


¿SB#1#94#94#8;¿ (U. ¿SB#M#A#Y¿ (J 


ee ա Ա 5 


url shttp:// 


wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 
tml.html 


--MESSAGE FILE 
3html.html 

Path: chuka.pl 
From: Naohisa 
Newsgroups: pl 


20479 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000132h 


20480 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
aystation.co.uk!newsl.scei.co.jp!usenet 

Kamei <kame001@ibm.net> 

aystation.ny.gamer.ny_game 
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Subject: =?is0-2022-jp?B?GyRCQOjJO2SE9AS jgkT jJO2ZO0VshSiReJEGkYSRGIUSbKEO=?= 
Date: Thu, 04 Jun 1998 02:24:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 96 

Message-ID: <357586E3.16D1@ibm.net> 

NNTP-Posting-Host: 202.135.105.183 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


éSB3'MM!"S3SsSPSsSO! Ք: (Jkame (¿SB550f>05W¿ (J) ESBSGS9! #2 (J 
ESBSMSCSHSdSmS$ &$<B46HO@IJ8SN4 6A [ Tor 


¿$BA4:nIJ$^$HSa$F$7$^$$$^$7$?!# (J 
S $BS"$7$+$1i8: !"$4N;>5$/$0$5$$!#¿ (J 


58111111 1111 IEEE AT l ET EETA EEE fle 


¿$B!Z:nIJL>>N![6/=15!¿ (J ¿$B%"%5%k%6!<; (J 
¿S$ŠBCO>e$H6uCf$N<+5!$rF0$+S9$NŠS, LLGrS$S5GS9SMI!#;(J 
¿SBS2?S@0!"6uC£SN<+5!SO2?EYSGSDI|3h$9SkSNSG!"; (J 

é SBSASGSCS$H6 [D%4 6SK7gS1$k$+S$b$7$1$%*$;$s!#e (J 


éSB!Z:nIJL>>N! |: (OTINY BLESS 
ESBFCD'Sr$o$t+$j$Sd$9$/S$*SHSaSFS"SkSH;WSSS*S9!l #2 (J 
¿SB4k2hSNCJ3, $G!"$+SISjLLGr$/ SIS 4$=S&SI5$G [SISNSGz (J 
é$B@'Hs:nIJ$K$7SFM_S$7SSSGS9! #2 (J 


é$B!Z:nIJL>>N! | չ (JThe Comedian Adventure 

¿E $B3N$+$K%2!<%` SHSTSFSOC1=c$GS9S, !"¿ (J 
¿SB?o=jJSK%;%s%9SNNIS5Sr46S8S5S; eee 

i 8B: YS+SS5SG[$5$,$5$98, $@ST!"SH;WSSS*S7S?! #2 (J 


£S$B!Z:nIJL>>N! [<V$N%$F%$9%H;¿ (J 
ESBSAScSsSSH#1%3!<S940AVSGS-S*S9S7!"3 (J 

pane pe i Աաաա Ա 

é$B@'Hs40@.$5$; SFM_S7SSSGS9! #2 (J 
ESBSPSC%/%_%1i!<S, |! J=hM}E*SK!K@ (SSSISH; WSSS*S7S2! #2 (J 


éSB!Z:nIJL>>N! [¢ (JHi-Jump 
¿SB2hLLSb$-S1$SS$S@S7!"%—%Sc%i%/%S s: SJSI¿ 
éSBNIS/=PMhSFSSSkSH;WSSS*°S7S?! #2 (J 
ESBS?S@!"S?SaSk;~4V$,D9S9S.SFSF%S%]$, ¿(J 
¿$B0-$$$h$&$K46$8$^$7$?!#¿ (J 


¢$B!Z:nIJL>>N! |: (JWIRE (¿$B;CDjHG¿ (J) 
¿$B$4$a$s$I$5$$!#¿ (J 

¿SBM7$S$+$?$d%k!<%k$, $h$/GD0.=PMh$^$; $s$GS7$?! #¢ (J 
ESBOLJ}E*SK@QS_S"S,SCSFS7S*S&0u>] $r<u$1$^$7$?!# (J 


éESB!Z:nIJL>>N! [S@SSS8SqGSSS—-SeSES FE (J 
¿SB40@.EYSN9bS5SKSOS?S@S?S@6CS-SGS9!#;¿ (J 
ESBS9SH!<S5!<!"1Li=P!I% (SUS'S/SHSb4*% eae a 
¿SBSP%s3j%S (!<%7%g%s!"%2!<%`%P%Si%Ss%9SJSI¿ 
Bee Ա 2 ԱՆ 


¢$B!Z:nIJL>>N! [;*M-SNIq! JBN83HG!Kz (J 

¿SB40G. aa B?7SIS"%SS% ~ é 
¿SB@95j9- S*S1ISFSSSFSHSFSb?7A/S$GS$7$?!#¢ (J 
¿SB%—-—%c%i%s/% ?SNF05- SbS+S$SJ$SjJKN3JE*SGS9SM!#¿ (J 
ESBS?S@!"S2!<%S* SHSTSFJaSiS$ (SkSH!"¢ (J 

2$B!J;d$, L ol ԱՆ: 22 
¿SBSbS&01S$SD3ZS7SaSJSSS/SF!"SHSFSb@KS$S7SSSGS9!#¿ (J 


¿S$B!Z:nIJL>>N![$F%/%SN%@%s¿(J ¿$B%"%k%U%!HG¿ (J 
¿SB?7A/$SJS$S"%$%G%S$"S$H!"$=$N%;%s%9S,AG@258Si$7$$SG$9!#; (J 
¿SB%*%j%8%J%SkSN#B#G#MSbS3SNS2 !<% Gi ca U 
¿SB%*%j%8%J%j%F%#Sr46%$8%$5%$;$%$9$M!#¿ (J 
¿SBS$S"$H$O!"$b$&>/$7%2!<%`%P%i%s%9Sd3FLLS4SHŠ$NFCD'$r¿ (J 
éSB=P$; SkSHSSSSSH;WSSS*S9! #2 (J 


éSB!Z:nIJL>>N! |: (JTreasure Maker 
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ESBS4SaSsSIS5SS! #3 (J 
ESBSk!<%kS,NIS/SOS$+SiSTS+SCS?SGS9! #3 (J 
£$B%-%SC%1i%/%S?SNFOS—SbSASgSCSHS .S3SASTSSSH46$85S% eae 
ESBS? SSSHSkKSIST3 (SOS+SISJIAS—9~S*S1ISFSSS*S9OSM! #2 (J 
ESBS*S@!"LS40@.SHSSSES3SHSG!":#8eS, 3ZS7$_SGS9! #2 (J 


¢$B!Z:nIJL>>N! |: (JWIRES 
¿S$SB<+5!$K%0%i%G!<%7%g%s$,$+S$+SC$FS$SS?2$j1"¿ (J 
¿SB%3%s%=!<%k$KLa$k$H$-%U%'!<%I%"%&%H$7$?$j!"¿ (J 
¿$B:Y$+$$ItJ, $K$b$3$@$o$j$r46$8$5$; $k:nIJ$G$9SM! #2 (J 
¿$B$?$0!"; d$, X%?7$J$N$+!"$dA$k$3$H$, CID4$K$J$C$F$7$^$$!"; (J 
ESBSGSb!"7hS*SCS?2U=jSGS"S&SHSKSISCSFS7S*SSS*°S9SM! #3 (J 


¿SB!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z!z (J 


¿SBSOS8SaSF$SN#D#i#r#e#c#ht#3#DSO: (J 
¿SB<B9TS$SGS-Sk4D6-$, $J$SSSNS$SG46A[$J$ISO¿ (J 
£$B3d0&$5$;SFD:$-S*S9O! #2 (J 


éSBiz!iz!iza!a!a!iaz!ziziz!iziaziazigigigiagiagizgizgizgizgiziziz¢ (Մ 


2$B!Z:nIJL>>N! [z (JSABU&ANIKI2 

¿$B<+J, $N:nIJ$NI>2A$r$9$k$N$b$J$s$G$9$, !D! #3 (J 

¿ $B8D?ME* SK! "CQS:S+$7SSSO0SiSSSRSISSSGSISM! #2 (J 
¿$B?. GOSH$SSS&SH%*!1<%P1<SGS95, !"¿ (J 
¿SB2?$S,%&%jSG2?S,LLGrS$SS!"SIS3S, o ¿papspa says 
¿SBSHSSSCS?SbSN$,2?$SbS$SJSSSGS9SM!#¿ (J 
¿SBBg$$$SKH?>J$GS$S9!#;¿ (J 


ՀՏՑ/111/41:/ 1: 4/4: 14/13 TJ p ts $title 
¿S$B0J>e$G$9!#;¿ (J 


ESBS=S1SGSO!"<:NiS7TS*S9!#e (J 
--MESSAGE FILE 20480 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000133h 
tml.html 


--MESSAGE FILE 20481 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
4html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [WIRES] 
Date: Fri, 5 Jun 1998 01:17:59 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <616u2vSnn9@newsl.scei.co.jp> 
References: <35561FEF.334CBOA@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBHSHA#HT! SSGS9! #2 (B 


¿SBQ@NSN*sY%/%?1<%9%-%c%s¿(B(¿SBSGS79?SCS1!)¿ (B) ¿SBSrWGWJSH$59;Sk2hLLS,NISSSGS9!# (B 
¿$B2; $, 9JSSSNSO<d$S7SSSGS9S1SI!"S=$1S$SOS=$1$SGS$3SN>19g$O%=%j%C%ISJ¿ (B 
¿$B%` !<SISKOLLrGc$CSFS*S$9! #2 (B 


¿$B$R$?$9$iHr$1$k$Q$1$HC1=c$JFÞMF$G$9$, !"2CB.AuCV$NL/$b$"$C$F==J, ¢ (B 
ESBSK3ZS7Sa$*S9!#FOS—-S,NISSSNSG!"A° :n$7$F$F5$; }SANISSSGS9SM! #¢ (B 


ESB4uk>$ree@s ( (SP!"%N%S` SO<hHSkKSHCVSSSHS1SKSHSESKSTSF!";HSSS?SSSH$3$mz (B 
BSG; ԷՏ ($?J}$, 4r$7$+$C$?$s$G595, !"$b$7$+$9SkSHS= $1$GSO4JC1SKSJSC;¿ (B 
¿SBSF57S" S&S+SbCNS$S1S$SJSSSNSGFqS7SSSHS3SmSGS9!#¿ (B 


ae 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 
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—-MESSAGE FILE 20481 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000134h 
tml.html 


--MESSAGE FILE 20482 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
Shtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmMU6IFSbJEI 9ASRHIEYKThsoQkRpcmVjdBskQiMzI0OQbKEJd?= 
Date: Fri, 5 Jun 1998 01:21:15 +0900 
Organization: PlayStation Net Yarouze 
Lines: 13 
Message-ID: <616u30Snn9@newsl.scei.co.jp> 
References: <355621C0.CD611C9C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB#S#A#T!$SGS9 #2 (B 


¿SB<B9T%$US!%s$%k$r%@%V%šsk%/%j%C%/S9S1$P=PMhS$SkSN$+S$SH;W$CS?$sS$GS9$,!"¿ (B 
¿SB$=S&S$8$cSJSSSNS+$J!)¿ (B ¿$B2?$+!VITQ5$J=hM}$r$7$^$7$?!W$H$+$$$C$F; (B 
2$B6/@) =*N; $5$; SiS1SkKSNSG8+S$k; v$, $G$-$^$; $s$GS7$?! #2 (B 


ESBS=SsSJILUSG! "%$9%_%*%;%s$,46A[SO%STS7TSGS9! #3 (B 
Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20482 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000135h 
tml.html 


--MESSAGE FILE 20483 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
6html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?is0-2022-jp?B?UmU6IFtXSVJFKBskQjtDRGpIRxsoQild?= 
Date: Fri, 5 Jun 1998 01:28:59 +0900 
Organization: PlayStation Net Yarouze 
Lines: 19 
Message-ID: <616u31Snn9@newsl.scei.co.jp> 
References: <355622D8.E8B741C3@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBHESHAFT! SSGS9!#2 (B 


£$BS$3$18%S$?%0%$%d! <I=< (SGS9SM! #SbS7$+S7SF: #9+SGS0%0%S%d!<S, 3-SFSk¢ (B 
ESBSHS+!&!&!&!) E(B 


¢$B%2!<%* FOMFSHS7SFSOLLGrS$$G$9! #FCSK!"%8Sc%stwS 7SFSV%m%SC%/S$K>hS$1¢ (B 
ESBSFS7$*S&SHS3$m$, 2797S/SFNISS46S8SGS9!#¿(] 


ա 


ESBS?S@!"CFS,CYS9S.$kS;$SS+SISNS+!"SVSm3C%3/SNMn2<$,B.$9S5.SkSNS+!"¢ (B 
¿SB$OS?S“S?<+J, SNO\FOB.EYS, CYS$SSNS$+!"0 [MMSKFq$7$$$G$9!#J,$+SCSFSkS$s¢ (B 
ESBS@SISTAVSK9IGSOSTSS>1LLS,B?S9S.SFS"SCSHSSS&4V$KS2!<%° S*¥!1<SP!<SK; (B 
ESBSISCSFS7S*SSS*°S9!#S=SNIUSNSP%3i%S%9SrSb$&>/$79MS (S1SPSbHSCSHNIS$; (B 
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ESB%2!<% SKSISKSNSGSO! "SH; W$$$^$7$?!#¿ (B 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20483 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000136h 
tml.html 


--MESSAGE FILE 20484 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
Thtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: Re: [Treasure Maker] 
Date: Fri, 5 Jun 1998 02:16:44 +0900 
Organization: PlayStation Net Yarouze 
Lines: 20 
Message-ID: <616u32Snn9@newsl.scei.co.jp> 
References: <35562549.644FB66A@mxz.meshnet.or. յք» 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB#S#A#T!$SGS9 #2 (B 


¿SBS“S@LS40@.SH$SSS&$S3SHSJSNSG$S3SNQh$SIS&$SJSkSNS+$b$hS$/SoS$S+$iSJSS¿ (B 
¿SBSGS9S$, !">/S7S@S1!#¿ (B 


¿SBSdSOS32hLLS,8+$ESiSS$SNS, %M%C%/$G$7$g$&$+!#<+J, SNOLCV!"% (S1%a%s¿ 
¿SB%SH$NOLCVŠH$b$KJ,S+ŠSjFq$$SGS9!#8+$?LNShSj0U30SHBgS-$$% (51925558շ ( 
2 SBSN>h$ jH=D4$bd, $+$jFqS5$KGO<VSrS+S1$FS°$9!#S*°S2! "A` :n$, $b%C%?%j 

2 SBS7SFSkSNSbSdS$ 4$K$/$/46$85°S9! #2 (B 


éSBSGSb2hHLLSb$-$1$S$$@$7!"3NS+SK%2!<%* SHS7SFLLGr$/S$ISjS=S&SISNSG!"¢ (B 
¿$B2?$H$+$=$NJU$r%/%j%"!<$7$F4hD%$C$FM_$7$$$G$9! #2 (B 


£SBS"$H!"2;325,S[SN$\SNS7SFSF9%S-SG$9! #2 (B 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20484 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000137h 
tml.html 


--MESSAGE FILE 20485 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
8html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmMU6IFSbJEI 7YEOtJES5JcSFKQOkK44M0hHIUSbKEJd?= 
Date: Fri, 5 Jun 1998 03:55:56 +0900 
Organization: PlayStation Net Yarouze 
Lines: 24 
Message-ID: <616u33Snn9@newsl.scei.co.jp> 
References: <355627A9.DADCO1C8@mxz.meshnet.or. յք» 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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¿ Š] 


ESBS*$@40@. SGSOSISSSHSN; V$SG$9S, !"S 9SGSK==J, 3Z$79$$G6$9! #z (B 
ESBFCSK!"%$3%s%\;~SNAV2w46$, $$$$46$8!#¿ (B 


BES#A#T! SSGS9! #2 (B 


£$BS?$@0G1@$K; BS1SPNISSSHSS$S$&Lu$GSO$SJI$/SFG@ON, @-$,1,MWSISNSHG.$/!"2 (B 


¢SBKWE~EYS, 9bSSSGS9OSM! #S"S"SC!"4mSISS!"F (S2Sm!*¢(B ¿SBSH$+;WS$So$S:<3j$K¿ (B 
£$B4@0.SCSFS7$*SS$*S9!#SGSb! "AVSCSFF ($2SFSbAj<j$, IUSSSFS/SkSNS, ¿ (B 
¿SB%dSJ46S8SGAGE(SGS9¿ (B (^^; ¿SBF(S2S?S;SSSGSJS*7AQ@*$,0-S/$JSCS?%$3¿ (B 


2 SBS 9SkSHS$3$m$b$*$?LLGr$$ ! #$d$i$1$?E (Տ, !VE7TKO!WS$_$?S$SSKKJS (SkSH¿ (B 
éESBSIS*NISS$S+Sb! #2 (B 


¿$I 
¿$I 


¿SB40@.HGSXSN4uK>SHS7SFSO!":G=iSO01BP01SN4JC1SJ>1LLS+Si;OSaSF; (8 
¿SBM_S7SSS3SH¿(B (^^; ¿SBS"SH!"2;3ZS$S, SASg%$C%*$HJ70O5$SGSOSJSSS+SJSHSSS&¿ (B 


r 


¿$B46$8$,$7$^$9$, !"S3S1SO9%S$S_SNLdB3jSGS9SM!#;¿ (B 


ա 


B; &?X$NJ7005$$N%*%$%7%$ItJ,$r>e<j$/<h$jF~$1$?!"$=$N%;%5s%9$, ¢ Մ 
BAG@2SiS7SSSH;WSSS*S9!#; *M-SHSSS&8Q@MUSHS&%SSSAS/S,S5"SCSF!I{!#¢ (1 


ա 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20485 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000138h 
tml.html 


--MESSAGE FILE 20486 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000013 
9html.html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [TINY BLESS] 

Date: Fri, 5 Jun 1998 04:39:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <616u34Snn9@newsl1.scei.co.jp> 

References: <355627F2.6A417DF@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 


Mime-Version: 
Content-Type: 


1.0 
text/plain; 


charset="iso-2022-jp" 


Content-—Transfer-Encoding: 


X-Newsreader: 


Tobit 
Microsoft Outlook Express 4.72.2106.4 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB#S#A#T1|%$SGS91#¿ (B 


¿SB4k2hCJ3, SHSSS&S3SHSJSNSG2?Sb8@SSS S;Ss¿ (B 


ա 


¿SBS?S@!"¿ (1 


(FFF 


é$B!V4hDS$CS$F40@.$5$; SF! "SSSDS+M7$P$; SFS/S@S5$$! #BTSCSFS*S$9Sh!We (B 


é$BS$3$1$r1~1g$N8 @MUSKBeS ($5$; SFSbSiSS$*$9! #2 (B 


Satoshi Tawa 


(SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20486 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000139h 


tml.html 


--MESSAGE FILE 20487 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000014 


Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ny_game 

Subject: Re: [SABU&ANIKI2] 

Date: Fri, 5 Jun 1998 01:53:33 +0900 


Organization: 


PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 13798 


Lines: 28 
Message-ID: <616u3vSnns@newsl.scei.co.jp> 
References: <3556236F.CFF6762C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB#S#A#T!%$SGS9 1#;¿ (B 


¿SB#3; ~AVSHSSS&Q) :n; ~AVSKS*S: s*sISms-SGS91#2?M4VSdS1SP=PMhSk%b%sS@¿(B 
Հ5թ5Մ5146342Հ5556995, !"S“S:;d$SKSO=PMhS*S;Ss¿(B (^^; 


£$B%2!<%* S$OC1=cL@2r!"SGSbLLGr$$$G$9!#<+J, SNO\FOB.EY$bHs>oSK9M$S (Sig ( 
ESBSISFSkSH; WSS$%S7S2?!#52?SVSsS3S100>eCYS/SFSbB.S$/SFSbS@SaS@SmS&STz ( 
ESBSHSSSENISSSP%Si%SS%9SH; WSOS1S*%S9! #3 (B 


ww 


¿$B2;3Z$, 7Z2wSGNISSSGS9SM! #$ : SCSHLDSCSFSFSbD<YKbDSKSISiSTSSS7!#Sk!<¢ (B 
ESB2WS] SSSsSHSN@_Dj$, <c43¢ (B (32¿$BJ, 2; ԼԸՏՄՏՏՏ/Տ15Տ1) ¢ (8) ¿SBAaSSSNS+SJ!"SHS+¿ (B 
ESB; WSSS*°S7S2S, !"S*S!1STSESGSDNISS; VSGS9! #2 (B 


¿SBSHsS+%$2!1<% %*!<%sP!'<2hLLSNS%S*=qSSSFS?5sSG59S,1"S@5ss@Ss=hM)5S,¿(B 
éSB=ES$/SISCSFS—-$*$7$2?¢(B (^^; ¿SBF, SKN/$%“$C$?%"%$%F%` $SNNL$,8B3&S$SrD6$(¿ (B 
¿SBS?SNS+SJ!"SHS+; w c E C 5 SNS*S*8+SFS?Si!"A4ItF, $N>e$K; (B 
¿$BN/$^SC$FMn$A$F$3$IJ$/$IJ$J$^$7$?!#$JI$k$[$I!"8B3&NL$O7h$a$i$I$F¿ (B 
¿SBSSSkSNS+!#SCSF!"S3S1SOSbSCS$SHSIS&SGSDNISS;vSGS9SM!#¿ (B 


2 $BS9%3%"SO!"8=; ~E@SGS$3$3SK=q$+S$1SF$$S$kz (B Kamonz;$BS$5$s$Nz (B 1232 $BSOD6$ (չ (B 
¿SBSFSdS$SmS&SH4hDSSCS?7k2L¿ (B 383z¢SBS*SGSS$—-S$*$7$?!#S*°S@S*S@=PS=SESG; (B 
¿SB$S9$S1SISM!#¿ (B 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20487 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000140h 
tml.html 


--MESSAGE FILE 20488 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000014 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmMU6IFSbJEI 8ViROJUYLOSVIGyhCXQ==?= 
Date: Fri, 5 Jun 1998 04:34:01 +0900 
Organization: PlayStation Net Yarouze 
Lines: 17 
Message-ID: <616u40Snns@newsl.scei.co.jp> 
References: <355626F3.8EB14D02@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBESHAHT! SSGS9! #2 (B 


ESBS*S@SFS9ISHCI3, S$@S=SESGS9S, !"STS+$ISt+SIS&S7SFSH$/=PMhSFS$*$9! #2 (B 
¿SBSAScSsSHAvS1SkS@S1BgS7S?%b%sS@SH;WSSS*S9!# (B 


¿$B400.HGSXSN4 | BT$H$7$F$O! "A4BNSKF3/%9%A %$c$,%*4šSA%c%$4%SA%ScS7SF¿ (B 
¿SB8+$K$/S/46$8SkSN$GSbS&>/$S7%9%C%-%j$9$1SPNIS$SS$SSJ!"S$HSSS&EQ@SH!"¿ (B 
¿SB%3!<%9SN%"%C%W%$@%&%s!#S3S1SCSFFq$7$S=S&SGS9$S,!"Sh$j¿ (B 32258515755չ (B 
2 $B$r=P$90Y$K$b2?$H$+<B8=$7$FM_$7$$$G$9! #3 (B 


¢SBS=S1SKS7SFSDbE (<V7c6/!#S53S1SK>!SFSk?M! "SSSkSs$GS9$+SMz (B (^^; 
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Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 20488 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000141h 
tml.html 


--MESSAGE FILE 20489 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000014 
2html html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?1s0-2022-jJp?B?UmU6IFSbJEILOCVzZJTg1ZyVzICOkZSOQmIGObKEJd?= 
Date: Fri, 5 Jun 1998 03:18:10 +0900 
Organization: PlayStation Net Yarouze 
Lines: 20 
Message-ID: <616u4bSno4@newsl1.scei.co.jp> 
References: <35562742.1CFC7A3C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


é SBESHAHT! 55659148. (B 
¿S$B40@.EY$, !"S3SNS*S*>&1LITSKSISKSNSGSO! "SHSSS&S/SiSS0 [MMSK9bSS; (B 

ESBSGS9SM! #%37%9%F%° SbSh$/N}SiS1SFSSSkSH;WSE&S7!"SSSmSsSJA° :nJ}K!2 (B 
ESBS, S"SkS1SI!"Sd$5SIS,$i165S8 (SFSbSiS (SkKSNSG<+A3SH?HSKIUS-S$*S9! #3 (B 


£$B%2!<%* SN3GS-SbS5$k;v$JIS,Si!":YS+$S1i=P$, Sh$/=PMhSFS*S9SHSM! #3 (B 


¿SB%$?2%$%H%k2hLLS$H$+!"%&%$%s%I%&SN3+$-J)$HS+!"$7%g%C%WSd%NS9SN;¿ (B 
¿SBIt20SK9TS/;-S$SHŠ$+!#3(Sb2;3Z$SbJ86g%J%7!#%*%W%7%g%sSN%5%&%s%I;¿(B 


2 SBYFS9%HSH3Z$7$a$*S9! #2 (B 


ESB46FOSNz (B(?) 25825 (S$s%G%#%s%*0Sb8+S;SFSbSiSSS*“S7S?!#S*>PSS7OS+SH;WSSe (B 
¿SBS-Sd!"0U30SH%&%'%SC%HSJ8eL#SbS*S?NISS46S8SGS9!#¿ (B 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


--MESSAGE FILE 20489 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000142h 
tml.html 


--MESSAGE FILE 20490 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000014 
3html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ny_game 
Subject: =?iso-2022-jp?B?UmU6IFSbJEILRiUVIU41OCVzGyhCIBskQiUiJWs1VSUhSEcbKEJd?= 
Date: Fri, 5 Jun 1998 04:42:00 +0900 
Organization: PlayStation Net Yarouze 
Lines: 24 
Message-ID: <616u4hSno8@newsl.scei.co.jp> 
References: <35562841.2A49F18C@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.139.217.89 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB#S#A#T!%$SGS9 1#;¿ (B 
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¿SB$JSsSFSSS 
¿SB%S$9sH!#S?S 
¿SBS3SN:nIJS 
¿ SBSGSb SAS %g% 


2$B%2!<%* SOF 
¿ $B; d$, *sL%k$ 
¿SBA ԱՆՆ. 
ESBSPS0¢ 


ESBSb$&2; 328 
¿S$B3ZS7SaS S 
¿SBD0S- ՏՉՏՏ| 
BIaDL$N%2! 
«582, 32Տ6ՇՏ"Տ 


բջ 


Sato 


—-MESSAGE FI 
tml.html 


—--MESSAGE FI 
4html.html 

Path: chuka. 
From: kamon@ 
Newsgroups: 

Subject: Re: 
Date: Tue, 3 


Organization: 


Lines: 9 
Message-ID: 
References: 


NNTP-Posting- 
Mime-Version: 
Content-Type: 


X-Posting-So 
¿SBSIS&Sb!S 


¿SBS_SJS5Ss 
¿SBSiS( ($?$_$ 
¿$B$?$$$H; W$ 


http://www.a 
kamon@mail.w 

Taro 
—--MESSAGE FI 
tml .html 


HERE E EEE EH 
HERE EEE EEH 


SEAE AE AE ETH HEH 
——START USEN 
SEAE AE AE E EEEE H 


——MESSAGE FI 
lhtml.html 

Path: chuka. 
From: kAZZY 
Newsgroups: 

Subject: ACE 
Date: Mon, 1 


Organization: 
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&S+!"S9Z4SSSGS9SM! "A4BNSKN.S1Sk3F% oe SPS+SISFSS3 (1 
@SJSiSL%S;%s%9S$Sr46S$8S:SKSOSSSiS1S“S;Ss¿ (B (^^; 
KBP$7$F%2!<%`$r8l1$k$N$02?$+0c$&5$$,$7$^$9$, !"$=$1¿ 
CSHS@S1! #2 (B 


qS7SSSGS9SM! #%S°SCSWS, S"SCS?SISTSF?PFAZSISSSGS9S,!"3 (B 
SS; SSS+!"S*S@SiSVS1%S?!<Sr0Ol1DLSbFISaSFS*S;Ss!#2 (B 
ԱԱ ՍԱ. H31%39SOS"S4S*S;Ss$,!"$?$*SKz (B 


¿SB6vA3!)¿ (B) ¿SBSGE ($, 01$v=jSK$+$?S*SCSF=PSFS/SkKSNS,FqSGS9! #2 (B 


O:G9bSGS9!#%*!<%$W%K%s%02hLL$r$:S$SCS$SH$DS1$F$k$@$1$G¿ (B 
9!#@hSNLLS$SGSOOcS&2;3Z$,N.S$S1l$Sk$=$&$J$Ss$G$9$,!&!&!&¿ (B 
#S1SI9TS1SJSS¿( (B (T-T) ¿SBSbS&SASgSCSH4hDSSCSFS_ S S9!1#¿ (B 
<%` $G$OS4K+H-$OS` !<%S!<$0$C$?$J$7$^ փոն !"$=$1$, ¿ (B 
kSNSbS3SN:nIJSN4uM-SJISHS3Sm$G$9SM! #¢ (B 


shi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


LE 20490 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000143h 


LE 20491 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/0000014 
uk!newsl.scei.co.jp!usenet 

or.jp (Taro Kamon) 

aystation.ny.gamer.ny_game 

The Comedian Adventure] 

Jun 1998 07:20:21 +0900 

PlayStation Net Yarouze 


playstation.co. 
mail.web-hyogo. 
pl 


0 


<19980630072021kamon@mail.web-hyogo.or.jp> 
<35561FE9.216E565F@mxz.meshnet.or.jp> 
Host: 210.168.129.21 

1.0 

Text/Plain; charset=ISO-2022-JP 
ftware: WSNews 2.022 
2CLGSGS$9! #2 (B 


!S46A[S"S5S, ՏՔՏԵՏ4ՏՇՏՏՏ՞ՏՏ21148.9656: eae 
Cer a S U a ՅՆԱ SIS ISN: n$jI}SrDI5£$7SFS$$—¢ 
SS°SOl#e (B 


ge.ne.jp/x/kamon/ 
eb-hyogo.or.jp 
Kamon 


LE 20491 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ny_game/00000144h 


HEEE 
Httt 


HERH 
ET FOLDER: 
HERH 


net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game 


LE 20492 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
playstation.co.uk!news1.scei.co.jp!usenet 
<kazzy168@fa2.so-net.or.jp> 
playstation.ny.gamer.ps_game 
COMBAT2 =?iso-2022-jp?B?GyRCOk44MxsoSg==?= 
4 Apr 1997 23:30:24 +0900 
PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt 


Personally I am following this agreement but I would like to point out a 
flaw in the reasoning for this rule. Sony do not want Net Yaroze code to be 
used by non Net Yaroze people, yes? Well, if the code is unusable by non 
Yaroze people why is it such a risk? Granted the object code and compiled 
programs can be disassembled and secrets can be found out from that but the 
source code is plain C coding and in a text file so where is the harm from 
providing that outside the Sony servers? Non Yaroze programmers don't have 
the compiler libs to be able to compile the source and if they have then 
they are breaking the copyright laws. 


JohnT 


George_Bain@Playstation.sony.com wrote in message 
<6iujna$2tll@emeka.playstation.co.uk>... 

> via smtpd (for [194.203.13.2]) with SMTP; 8 May 1998 09:41:30 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA09173 
> for <news@playstation.co.uk>; Fri, 8 May 1998 10:41:14 +0100 (BST) 
>From: George_Bain@Playstation.sony.com 

>To: news@playstation.co.uk 

>Content-—Disposition: inline 

> 

> 

>Hi all, 

> 

>Since everyone signed this agreement they should follow it. I 
>know that some members have homepages elsewhere on the 

>Internet used as a second Yaroze homepage. This is great but 

>you can't release your games or PSX documentation, including 

>PSX source code. This is a strict violation of the agreement. 
>Please remove such information if needed. 

> 

>Regards, 

> 

>George 

> 

> 


—-MESSAGE FILE 2175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
00878 


—-MESSAGE FILE 2176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0000879 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Fri, 08 May 1998 11:53:59 -0700 

Organization: Cisco Systems 

Lines: 29 

Message-ID: <355354C6.27CD1F7A@netmagic.net> 

References: <6iujna$2t1ll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.plays 
-uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


JohnT wrote: 
Hi, 


Personally I am following this agreement but I would like to point out a 
flaw in the reasoning for this rule. Sony do not want Net Yaroze code to 
used by non Net Yaroze people, yes? Well, if the code is unusable by non 
Yaroze people why is it such a risk? Granted the object code and compiled 


VVVVVYV 
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glish/000 


english/0 


tation.co 


be 
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Lines: 25 

Message-ID: <33523F80.BB@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.17 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESB: rF|!J#47n#1#3F | !K!"J!2,$G3+:E$5$1$?!1z (JPlayStation CLUB Festival'97¿$B!I¿ (J 
E SBSHSSS&SSSYSSSHSG! Ig (JAce Combat2¿$B!I$r>/$7$@$1IM7$s$G$-$^$7$?!#¿ (J 


¿SBSSSdS!!"012s#5J,SGS7S?S$S, 7k9=327$7$a$^$7$?!#¿ (J 
¿SB%]%jJ%4%s?tSbA)S (SFSkKS_S?SSSGS_S5%SSkKSN50F; SUSSS+SbS—-S1SSSKSISCSFS*S7S?! #2 (J 


¢ESBS5SiSKAO :n$G%M%C%/S@SCS$?%m! <31; ~4VSb30CISK2~A1S5S1SFSk$_S$?SSSGS9! #3 (J 
¿SB!tBN83HGS$@S+Ši¿ (J? 


¿S$BA` :nSOS"SISMS0SQSCSISASCS?SSS$GS9S, %1%P!<$, 7ZS+SCS?PSNSG!"3 (J 

¿ $B8D?ME*$K; HSS47S1S?2?SMS8S3SSS+S"STSMEOSESGESSISESHESCS/SNS [ ee SSSSSISHz (J 
ESB; W$$$^$7$?!#!J¿ (T** ESB! Ke (J 
¿S$SB!t$%*$!!"47$1$NLdBj$G$7$g$&$, !%!%!%!J¿ (Ժ՞ ESB! (2 (J 


¿SB5$$K$JŠk?6F05!G=$0!%!%!% ԱՆ o ey 
¿$BA4A35$$, $D$-$^$; $s$G$7$?!#!Je (T** eSB! (¿ (J 


¿$B$= STSE#BEGHMS, 1512 12Հ- ՏՏ, $&$kS$5S/SFS [SHSsS$1IJ9$35 ($ S; S$Ss$G$7S?!J¿ ( (J**2 $B! ( 


ESBS"S"!"S1%S] !<SHSKSISCSESISSS#!*!Tz (J** eSB! (¿ (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20492 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000001h 
tml.html 


--MESSAGE FILE 20493 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kasa0@pisces.bekkoame.or.jp (Yasuhiko Kasahara) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?ISO-2022-JP?B?GyRCJUklaSUtJWUlaTOqTjsbKEI=?= 
=?ISO-2022-JP?B?GyRCJDckKyQO3ISYhJiEmGyhC?= 

Date: 18 Apr 1997 06:15:08 GMT 

Organization: BEKKOAME//INTERNET Inc. Sapporo, Japan. 

Lines: 42 

Message-ID: <5j73hc$6lt@news1.scei.co.jp> 

References: <333F34E0.2437@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 202.13.63.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 


Matsubara ¢SBS5$sSN5-;v$r0zMQ; (B 

eet 82<SNIt20SKF~ SkJ}K!$H!"Bg$- $J; ~7WSN1L&B&SKF~SkI}K!!"CNSGS%¢ ( 
>¿$BS;SsS+!) 
>¿$BS/S a s#5!Ss$^$G$7$+$$$1$^$; $s$G$7$?! #2 (B 


¢ SBH> 7nNAOSTSNSG2r7h$5S1SFS$$k$+$b$7$1$%*S;$sS$, 2142 (B(^^; 


ESB2~9TF~S$1S*S9! #2 (B 
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¿SBSGSO!"¿(B 


¿Š$B;-7WBfSNJ)$O!"JISNSH$S3$SmSK>.$58SJ%.%"$,$"$CSFS=$1S$r¿(B 
¿SB967b$9$k$H2sE>$7$%$9$M!#2sE>$5$;$F$$$k$H$"$k>1=3j$G¿ (B 
¿SB!V%$+SASC!W$HSSS&;-S,S"TS3JS%$S9!#; (B 

¿S$SBS3$1$rA4$SF$N%$.%" !JNYSNIt20$b9g$o$;$F#4$D!K$GS$Sd$kSH; (B 
¿$B:82<$NHbe (B(?) 7585, S"$S—$“$9!#SJS*!V%S+%SASC!WSHSSSCS?S"SHSK; (B 
¿$B$5$i$K967b$r2C$ (SFS7S$*S&SHBLL\SISNSG!"$*$?!V%+3A3C!We (B 
2 SBSHSSS&S*SG9I6THSTSFS/SAS5SS! #3 (B 


éSBBg; ~7WSN1&>eSO!"S"SkS53VSES (%$]%$sS$Sr;HMQS9$1SP3+S-S ¿ (B 
ESBS9! #2 (B 


ա 


ESBSGSO! #¢ (1 


¿$B3^86!!9/I'¿ (B ¿SB!C¿ (B E-Mail: kasa0@pisces.bekkoame.or.jp 


--MESSAGE FILE 20493 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000002h 
tml.html 


--MESSAGE FILE 20494 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Matsubara <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUklLaSUtJWULaTOqgT jsbKEo=?= 
=?iso-2022-jp?B?GyRCUDckKyQ31ISYhJiEmGyhK?= 

Date: Mon, 21 Apr 1997 11:13:21 +0900 

Organization: Digital Media Lab. 

Lines: 28 

Message-ID: <335ACD41.5BCC@tokyo.dmlcyber.co.jp> 

References: <333F34E0.2437@tokyo.dmlcyber.co.jp> <5j73hcS61t@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS 3SSSKSASO!"3°86S5$s!#S*EZS ($$$7$0$-!"$"$J$, SHSESASOSSS*SOl#E (J 


2 $B; ~7WBE£SNJ}SO! "JISNSHS$3Sm$K>.$5$I5%.3"$, S"SCSFS=S1$r3; (J 

2$B967b$ 9SkSH2SE>$7$*S9SM! #2sE>$55S; SFSSSkKSHS"Sk>1=4$Gz (J 
ESB!IVS+SASC!WSHSSS&;~S,S"SIS*S9! #2 (J 

¢ SBS3$1SrA4SFSN%.%"! INYSNIt20$b9gS0S; SF#4SD ! KS$GSdSkSH3 (J 
2$B:82<SNHb; (J (?) ¢ (I*zES$BS"S-S*S9!#SITS* !VS$+SASC!WSHSSSCS?S"SHSKz (J 
2 SBS5SiS$K967bSr2CS$ (SFS7$*S&SHBLL\ SISNSG!"S$*S?!VS+SASC!We (J 
ESBSHSSS&S*SGI6THDSTSFS/S@S5SS! #32 (J 


ESBBg; ~7WSN1L&>eSO!"S"SkS5S5VSE&S (S]%sSr;HMQOS9S1SP3+S-S ¿ (J 
ESBS9O!l #2 (J 


VVVVVVVVVV VV 


ESBSGSO! #¢ (J 


¿SB3NS+SK¿ (J (^_^ $B! #2 (J 
ՀՏՏՏՄՏՏՏՀ| "ՆԼՇԷՏՏՏԵՏԱՏ, MnSASFS*S9ShSM! "I=SNBg; ~7WSN1E&SNIt20SKSO! #2 (J 


ESBSASITJS_SK!"8=:_SN%/%33S3"N (SO#Z#O#0!S#4!SSGS9! #2 (J 
ESBH2Z#O#HO ! SSG=* SOS JS@SH; WSCSESS$?2$+S$i!l "SASGSCSH:S$CSFS$*Sol#e (J 
ESBSSSCS?SS!1"2?!sSG40A4@) GFSISs$GS7Sg$&!) 2 (J 


ESBS"SH! "S5%Ss%HSiSGSOSSSCSFSSS$?!VLK6T!IWS, !"SISsSI>r70$GI9S1SKSNS+SbS0$+SiS$T2 (J 
¿SŠBS$S+SCS?!&!&!&¿ (J 


¿SBS3jSgS&¿ (J 
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—-MESSAGE FILE 20494 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000003h 
tml.html 


--MESSAGE FILE 20495 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
4html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kasa0@pisces.bekkoame.or.jp (Yasuhiko Kasahara) 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: Re: =?1S0-2022-JP?B?GyRCJUklaSUtJWUlaT0qTjsbKEI=?= 
=? 1SO-2022-JP?B?GyRCJDckKyQ31SYhJiEmGyhC?= 
Date: 22 Apr 1997 08:26:44 GMT 
Organization: BEKKOAME//INTERNET Inc. Sapporo, Japan. 
Lines: 26 
Message-ID: <5jhso4Smpc@newsl.scei.co.jp> 
References: <333F34E0.2437@tokyo.dmlcyber.co.jp> <5j73hcS$6lt@newsl.scei.co.jp> <335A 
CD41.5BCC@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.13.63.20 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Matsubara ¢SBS5SsSN5-;vS$r0zMQ; (B... 
>2SB3N$+SKz (B(*_*2SB! #2 (B 
>¢ SBSJ$s$+! "LLGrSSSbSNS$,MnSASFS$*$9ShSM! "I=SNBg; ~7WSN1&SNIt20SKSO! #3 (B 


¿SB%7%jJ%"%9SJ%2!<%` SNSoSj$SKSO!"SUS6S1S2%"%S%SFS`S,SSSCSOSS¿ (B 
¿SBS"SCSF!"!VSJSsS@S+SJS!!WSGS9S1SI!#¿ (8(՞՞չ 


>¿SBSASJS_SK!"8=: SN%/%j%"N(SO#2#0#0!%s#4!sSGS9!#¿ (B 
>¿SB#2#0#0!1sSG=*SoSjS@SH;WSCSFSSS?2S+Si!"SASgSCSH:SSCSFS“S9!#¿ (B 
>¿SBSSSCS?SS!"221!sSG40A4@)GFSJSsSSGS7SgS&!)¿ (B 


200.6%¿SBSGS9!#S"SH!"; (B0.2% SBS@S+Si!"; (B2, 3; SB%$V$Sm%$C%/S8ScSJSSSGS7SgSc&S+!# (B 


¿SB0J2<¿ (B URLZ$BSK%*%C3WS, S"SKSNSG! "SIS&S7SFSbJ, $+$i$J$+$C$?$H$-$K¿ (B 
¿SB;29MSKS7SFS/SG@S5SS!#¿ (1 


ա 


http://www.bekkoame.or.jp/~kasa0/PS/secret/slpm86023.html 


> SBS"SH!"%5%5%H3i SGSOSSSCSFSS$?!VLK6T!WS, !"$I$s$J>r7o$GJ9$1$K$N$+$b$0$+$i$J; (B 
>i $B$+$C$?!&!&!&; (B 


ա 


¿SB$3S1SOJ,S+SjS S;Ss!#¿ Մ 


¿$B3^86!!9/I'¿ (B ¿SB!C¿ (B E-Mail: kasa0@pisces.bekkoame.or.jp 


--MESSAGE FILE 20495 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000004h 
tml.html 


--MESSAGE FILE 20496 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 

Shtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Matsubara <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUklLaSUt JWULaTOqT jsbKEo=?= 
=?iso-2022-jp?B?GyRCUDckKyQ3ISYhJiEmGyhK?= 

Date: Wed, 23 Apr 1997 12:44:54 +0900 

Organization: Digital Media Lab. 

Lines: 28 

Message-ID: <335D85B6.56B1@tokyo.dmlcyber.co.jp> 

References: <333F34E0.2437@tokyo.dmlcyber.co.jp> <5j73hcS6lt@newsl.scei.co.jp> <335A 

CD41.5BCC@tokyo.dmlcyber.co.jp> <5jhso4Smpc@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBSIS&SbS"SjS, SHSE&SASOSSS*SII"3°86S5$Ss! #2 (J 
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>eSB3NS$+$Kz (J (*_*eSB! #2 (J 
>2SBSIS$s$+!"LLGr$$Sb$Nn$, MnSASF$*$9$h$M! "I=$NBg; ~7WSN1&$NIt20$K$O! 8. (J 


¿SB%7%j)%S"%99J%S2!<%`SNSoSjSKSO!"SUS6S1S2%"%S%SFS`S,SSSCSOSS¿ (J 
ZSBS"SCSPI"IVSJSsS0S+SJS11WSGS951SI!4¿ (J (^) 


WAYNA MON 


ESB! VS*SdS8SNSS$3S&!WSCSF!":G=iSK8+$?SHS—!"!V?FICSNOd9F!WS+SH;WSCSFS*S7S?!#¢ (J 
ESB! VOR8w! WSIJSOS1SGS9SMe (Մ(՞ ՞":: ESBS@SaS@Sh!"E] $=S&SHS7SFSk?MSNOR8wSKS ?SHSCSAScz (J 


(՞ ՞:չ 


>i SBSASJS_S$K!"8=:_SN%/%3j%"N (SO#Z#O#O! S#4!SSGS9! 8, (J 
>ESBHZ#OHO ! SSG=*S0$ J SASH; WSCSESS$2S+S$i!"SASGSCSH: S$CSFS*$9l#E (J 
>éSBS$$C$?$$!1"2?!s$G40A4@) GFSISs$G$7$g$6!) 2 (J 


200.6% $B$G$9!#$"$H!"¿ (J0.2%5¢SBS@S+Si!"z (J2, 3e SBsSV$Sm%$C%/S8ScS$JSSSGS7SgS&S+!#¿ (J 


¿$B0J2<¿ (J URLZ SBSK%*S$C3WS, Š$"Šk$ŠNŠG!"ŠIŠ&$7ŚF$bJ,$+$i$J$+$C$?$H$-$K¿ (J 
¿ $B; 29M$K$7$F$/$0$5$$! #2 (J 


VVVVVVVV VV 


http://www.bekkoame.or.jp/~kasa0/PS/secret/slpm86023.html 


ESBS"SIS,$2$/; 29M$K$5$; SFS$$?$@$-S$*$9¢ (gm (__)m 
¿SBB?J, !"S"SH#LItC2Z0S@SH;WSSS*S9! #2 (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20496 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000005h 
tml.html 


--MESSAGE FILE 20497 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?is0-2022-jp?B?GyRCTV8kNyOkJTOLVSVIJE8hKRsSoSg==?= 
Date: Fri, 25 Apr 1997 14:19:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33603EE5.6CFA@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿S$SB$3SsSK$ASO¿ (J kAZZY ¿$B$G$9!#¿ (J 
2$B:G6a! "L\$r$D$S1$FSk%=SUSHSCSES"SjS*S9St!) (7 
ESBSO$?$7$O0!1$, $s$P$1?29@n7/#29£!1S, 5SSKSISCSFS*$9! #2 (Մ(՞՞) 


ESBSIS&SbS3SN<jSNOiSF%2!<SK<eSSSNSHSMS'! #2 (J 
ESBSI!<SISs$G$7$g$*Sb$7Sm$$$t+SJIsS!!#e (J 


¿SB%S@%S%9%?SbS9SFS,S?SSSJS!!# (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20497 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000006h 
tml.html 


--MESSAGE FILE 20498 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Matsubara <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoSg==?= 

Date: Fri, 25 Apr 1997 19:08:51 +0900 

Organization: Digital Media Lab. 

Lines: 26 
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Message-ID: <336082B3.2BD8@tokyo.dmlcyber.co.jp> 
References: <33603EE5.6CFA@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS3SsSPSsSo!"¢ (JKAZZYzSBS5Ss! #32 (J 

ESBS3SSSKSASO; (J kAZZY ¿SBSGS9!#¿ (J 

£$B:G6a! "L\SrSDS1SFSk%=SUSHSCSFS"S45S*S9S4+!) 3 (J 

ESBSoS?STSO!IS, Ss$P$1279@n7/#29F!IS, 5SSKSISCSFS*S9O! #2 (Մ(՞՞) 
ESBSIS&SbS3SN<jSNOiSF%2!<SK<eSSSNSHSMS'! #2 (J 
ESBSI!<SISs$G$7$g$*Sb$7$Sm$$$+SJIsS!!#e (J 
ESBS7SCS+$jOISFS1SP!">.8SS0SiS$SKSO@.DISISKSCSF8ASCSFS*S9SM! #2 (J 


ESBSG! "KMS, :#!"BTSAK>SsSGSk%=SUSHSO! &!&!&¢ (J 
Ace Combat 2 ¿SBS7S+$JSSSGS9¿ (Մ(՞ ՞չ 


ESBCG4VFbDSGHE3SBP>] SKSISCSFSSSkz (JIN64z¢SBSN%9%?!<SU%) «ՇՏ 


3/S9SO!"SISs$+Ht$s$GSkLLGr¢ (J 
¿SB$59,S"S2S3j46589iS1S729;SsSGS7S?!#NW>146S,SSS“SSSA!)¿ ( 


/ 
J 


éSBAO :n$Sb9%S—-SIJIKMSHS7SFSO!"z (JAC2:; SBSOSbS&BTSA1SS7S/SFS7S$+S?SISS$S$G$9!#A0:n$rCN$Cz (J 
ESBSFSSSk?MSO%* ! <SWSK%¥S%0S+Si6CS1SkS3SHSESIS"SSSGS9! #3 (J 

¢ $B: #EYSO5KL} SHS$+! "6ud1Ce40SHS$+Sb$G$-SkS$=SESGS9Sh! #>\$7S/SO! "SIS SSSNH#HH#PSG: (J 
ESBSIS&S>! #2 (J 


ESB: #F | $0; ~4VS, ՏՄՏՏՏԱՏԾ)"ՏԾՏՕՀ (J (*%_*) / 


ESBS ISGS&E (J 
—-MESSAGE FILE 20498 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000007h 
tml.html 


--MESSAGE FILE 20499 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoQg==?= 
Date: Fri, 25 Apr 1997 17:16:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <kamon$21c519970425171640@news1.scei.co.jp> 
References: <33603EE5.6CFA@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.136.1.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! #2CLGSGSO! #2 (B 


kKAZZY <kazzyl68@fa2.so-net.or.jp> wrote: 
>2$B:G6a!"L\S$rSD$1$SFSk%=SUSHSCSFS"SjS*S9S+!) 2 (B 


¿SB%S21<%` S8ScSISSS_S?SSS@S1IST!"S"S9%_ SC%/SN!V#EL: (B. SBHES: (B. SB#D: (B.gSB!WSCSFSSS&z ( 
B 
ESB%=SUSHS, S9S4S/5SSKSISCSFS*S9! #2 (B 
¿S$SB$JSs$+!"%I%i%$C%0%8%c%s%-!<$N883P>I>u$,1GA|$KS$SJ$SC$?$Sh$&SJ4658; (B 
ESBSGIMIMIN! #3 (B 
éESBLASNCESN@S3&SrO7SCS?S=SUSHS_S?SSSGS9! #3 (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 

—-MESSAGE FILE 20499 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000008h 
tml.html 
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--MESSAGE FILE 20500 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000000 
9html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCTV8kNyOkJTOLVSVIJE8hKRsSoSg==?= 
Date: Fri, 25 Apr 1997 21:53:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3360A957.6E39@ymg.urban.or.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 
> ¢$B:G6a!"L\SrSDS1SFSk%=SUSHSCSFS"S$4S*S9S+!) ¢ (J 


¿SB!!:G6aSGSbSJSSSGS9S1SI!"¿ (JI.Q.¢SBSHz (JAZITO; SBSOS [$7$$$+SJISHz (J (%%; 
¿S$ŠB!!$ISi%-Se%ši#X$bS[ S ԱԱ es 5 
¿SB!!$_$?$$$GS9SMS'!&!&!&2?8NSK!*!) (J 

—-MESSAGE FILE 20500 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000009h 
tml.html 


--MESSAGE FILE 20501 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “"hironori toyoshi" <t2240960@ggf.ilc.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 
Subject: =?ISO-2022-JP?B?GyRCJS8hPCVtJXMLOiUyITwlSBsoSg==?= 
Date: 25 Apr 1997 15:46:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <0Olbc518f$lddelc80S671c88cb@pc9821V16.ggf.ilc.or.jp> 
NNTP-Posting-Host: 203.136.28.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SBŠd$C$H%/!<%m%s%:%2!<%H$r%/%j%"$7$^$7$?!#¿ (J 

S SBS$$d!"05E] ]E*SJ#C#GSNNL!"S*% ՆԱՐԱ ԱԱ 1 t; Տ-՞ՏՉ9ԵՏՏ Ք: (J 
¿SBOC$b!"$9$4$/$$$$%F%s%]$G?J$_!"G.Cf$G$-$^$7$?!#¿ (J 
¿SB%j%"%$k%?%$%`%@%s%8%g%s$b!"7k9=$*$b$7$m$+$C$?$G$9!#!JO[MMSK!"SASC¿ (J 
¿SB%SWS,9-S$SS1SI!K¿ (J 

ESBS"S*S5!"GdS1SFSSSISSShHSESGSISIST!"STIS<?M5$$, $JSSSNS+IT;W5DSJS/Si¿ (J 
¿SBS$S$S*SbS$S7$SmS$+$C$?$G$9!#;¿ (J 
¿SBS_S$SJS$S5$SsS$Sb!"$d$CS$SFS$S_S$SFS$SOSSS+$,$GS9S$S+!#¿ (J 


¿SB#e!]#m#i#l#e!'¿ (Jt2240960@ggf.ilc.or.jp 
--MESSAGE FILE 20501 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000010h 
tml.html 


--MESSAGE FILE 20502 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCTV8kNyOkJTOLVSVIJE8hKRsSoSg==?= 
Date: Sat, 26 Apr 1997 01:32:40 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <3360DCA8.A8B5E0BO@aix.or.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.208.35.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.0b3 [e 


X-Priority: 


3 


(Normal) 


Tpit 
n] (Win95; I) 


ESBS3Ss$PSsSO!S9bEDSGS9! #2 (J 


¿$B:G6a%2!<% 


`SrSdSCSFSJSSSsS@S1SI!SS[S7SSSJS!SCSF;WS&SNSOc (J 


¢ $B%Q%1%C%O%i%C%Q!<SH!S%-%s 


%0%9%sU%S#!<%k%I#3¿ (J 


¿SB#K#F#3SOSASH8ESSS1SI#1!S#2!SSHS/S 5)5 S"STSFSKSSSGSIS&S7SFSbe (Մ 
ESBSASIS?PSSSsSSGSOSHSM! #S=S1SK#3#DS0% 550% J SN#R#P #GSCSFSHSFSb3 (J 


¿SB9%$-S$@S+Si!#¿ (J 


ՀՏՔ9զ: : SN#3#D%0% 550% 5jSN#R# 


AAAA 


¿SB t] 111111 11111111 ETA! 


ESB! c!c!c;d$N%[!<%°%2Z!<%8! 
http://wwwl.scei.co. jp/~bns00250/index.htm 

http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¢$B8x3+HGSN$S | 


¿SBSGSb!S9) 


¿$B:G=*99?7F 
S SB9927M= DjF 


!<%` $Z! <%S8Sr? 


;=11118412828# 


——MESSAGE FILE 20502 END: 


tml.html 


——MESSAGE FILE 20503 START: 


2html.html 
Path: chuka. 


Tr 


Newsgroups: 


Lines: 17 
Message-ID: 


ԵԼ 
From: redbug@donk.ne.jp 
playstation.ny.gamer.ps_game 
Subject: TOBAL2 
Date: Sun, 27 Apr 1997 11:50:48 +0900 


Organization: 


PlayStation 


aystation.co. 
(RedBug) 


P#GSG$*$9$9$a$"$J$^$9$+!)¿ (J 


] PAIA TANET EE tb bie: 


ւ 7111 
ՀՏ8111 111111 111 9bEDMNT? !TSOSsSISk!'S?PS3SNS9S1!Kz (J 


d!d!d¿ (J 


t%v7n$VŠjSK99?7$7$2$7$2?1#¿ (J 


; VHOOOS, 9-$, $C$?$@$1$@$C$?$Sj!J>P !K¿ (J 


5!J2<SN¿ (JURLZSB! Ke (J 
)¿ (J 
net-yaroze-usenet/00000003-SCFI/ny/gamer/ps_game/00000011h 


net-yaroze-usenet/00000003-SCFI/ny/gamer/ps_game/0000001 


uk!newsl.scei.co.jp!usenet 


Net Yarouze 


<redbug$f£8d19970427115048@news1.scei.co.jp> 


Mime-Version: 
Content-Type: 
X-Posting-Software: WSNews 


NNTP-Posting-Host: 202.217. 


1.0 
Text/Plain; 


RedBug ¿S$BSGS9!#¿ (B 


TOBAL2 ¢SBGCSCSFS$-S*S7S$?! #2 


¿SB$JS+SJS+SSSSSGS9!#;¿ (1 


> J 


106.51 


charset=ISO-2022-JP 
2.017 


(B 


ESB%b!<%7%g%s$,A0: er ee 
¿SB%$3%s%T%Se!<%?6/S$S$SGS9!#; ( 
ESBSDS7S+S7SF%3/% (95155 ՀՏԼՏՇՇՇՏ ($k$3SHS$,AODSSJSNS$+!) ¢ (B 

ESB! I%/% (S9SHSb! ՀՏԼՏՇՇՇՏ ($?%-ScSiSrS$=SN$*S$*DL>oSb! <SISG; ԷՏ ($k! Kg (B 


ESBS"! "HtSSF; 6qSNB8:_$,0z$ 
ESBS [SHSs$1;HMOS7TSISSSGS9! #4pK\E*SK%, !<SIITG=5; 6 s @ 


[z 


C$+S$+SCSFSk?MSDSSSkKSHSO;WSSS“S9S, !"¿ 


¿SBS7$S+$7$S3$1!"6K$aS$??M4VF1;NSNBPQoSC$FS9S$S4SSSDbSNS, ¿(B 
¿S$BS"S$Sk$@Sm$&ŠJ!&!&!&¿ (B 


Beginner's Forum Leader 
RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 20503 END: 


tml.html 


—-MESSAGE FILE 20504 START: 


3html.html 
Path: chuka. 


pl 


net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000012h 


net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 


aystation.co.uk!newsl.scei.co.jp!usenet 


From: hijiri@mxs.meshnet.or.jp (=?1SO-2022-JP?B?GyRCTOJdZkA7GyhC ?=) 


Newsgroups: 


pl 


aystation.ny.gamer.ps_game 
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Subject: Re: =?I1SO-2022-JP?B?GyRCJS8hPCVtJXM1LOiUyITwlSBsoQg==?= 
Date: Sun, 27 Apr 1997 18:57:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <hijiri$9a9219970427185721@news1.scei.co.jp> 
References: <Olbc518fS$lddelc80S671c88cb@pc9821v16.ggf.ilc.or.jp> 
NNTP-Posting-Host: 133.205.76.82 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESB; SG$9z (B 


2$B; d$b%/!<%m%sSOBg9%$-SG$9z (B 
2$B!JH/GdF | SKGcSCSF!"#17n$/SiSSS+S1SFS8SCS$/S$ jz (B 
¿SB1!%/%3j%"S7S“S7S?1K¿ (B 
¿SB#C#GSN%$/%*%j%F%#SdFC$K1li=PSK$SDSSSFSO#F#F4#7¿ (B 
¿SB$ShSj$bS5$Si1SK>eS@SH;WSS$S$+AS9!#$2S"@S3&4QS,0cS&$SNSG!";¿(B 
¿SBHfSYSkSNSb$SJSsSJS$sSGS9S, !#¿ (B 


¿SB#C#GS, S9S4SSSNSGS=SCSASKLNSrC%SoS1l$, SASGS9S, !"SHSK¿ (B 
¿SB$+$/%7%J%j%*$,=(0o!#;¿ (B 
¿SB%;%j%US,ShS/N)]SiS1SFSSSF!"S;%Ss%S9S,SSSS!# (B 
¢£$BS$3$1$>$%*S$5$7$/1G2h0T>e$N%$2!<%* S@SHSESTSCSFS7TS*SSS*°S7S52! #3 (B 
ESB%=SK!<%*%, %8%s%:H/Gd$N96N, K\SKSb=qSSSFS"SCS?SsSGS9S,!"3 (B 
¢SBK\EVSKS [S$+$N%2!<%* $b%/!<%Sm%s$/S$iS$%; %jSUSd@S3&40SKSbHSCS$Hz (B 
ESBS3S@SOSCSFS [S7SSSIS!SHSDS/SES/;WSSS$*°S9! #2 (B 
ՀՏ: dSKSHSCSF: G6aM7$s$@%2!<%> $NCf$G$OJ86g$J$/#1HV$G$9!#¿ (B 
¿$B$5$9$, SK#2G/SbBT$?$5$1$7S+S$$S, S"SCS?SHSSSESt+!T!0!0!Ke (B 


>¿SB%3%"šk%?%S%`%@0@%s%8%g%s$b!"7k9=$*$b$7SmS+SCS?$GS9!#!JO[MMSK!"%*%C¿(B 
>¿SB%*W$,9-SSS1SI!K¿ (B 


¿SBSDbSHSbSHS"SsS*S$Sj<eSSS?SASGSOSJSSSsS@SlSI!";dSsO;¿ (B 
¿SB%3j%"%k%?2%S%`%@%s%8%g%sSOSJS<$S+$9$4$/?1$$S2S7S?!#; (B 
¿SB!JFCSKE7DE7`>15, SRSIS+SC$?!Kz (B 


¿SBOB]f@;!!¿ (Bhijiri@mvc.biglobe.ne.jp 


13808 


—-MESSAGE FILE 20504 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000013h 


tml.html 


--MESSAGE FILE 20505 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 


4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Sun, 27 Apr 1997 23:10:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <33635E6E.5D9E@ppp.bekkoame.or. յք» 
References: <redbug$Sff8d19970427115048@news1.scei.co.jp> 
NNTP-Posting-Host: 202.210.132.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBSIS&SbEHSGS9! #3 (J 


ESBSOS?STSH#ETHOFBHAFLGCSSA} STS?! #2 (J 


RedBug wrote: 
> 


RedBug ¿$B$G$9!#¿ (J 


TOBAL2¿$BGc$C$F$-$^$7$?!#¿ (J 
¿SBSJS+SJS+SSSSSGS9!# (J 
ESB%b!<%7%g%s$,A0:n$h$jS9IS4S/SISCSFS*S9! #3 (J 


V V V V V 
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> ¿$B%3%s%T%e!<%?6/$$$G$9!#¿ (J 
> ¿$B$b$7$+$7$F%/%(%9%H%b!<%I$GCC$ ($k$3$H$, AO0Ds$J$N$+!)¿ (J 
> ¿$B!J%/%(%9%H%b!<%I$GCC$ ($?7%-%c%i$r$=$N$^$^DL>o%b!<%I$G;H$($k!K; (J 


£$B70S .L\SNSJ$$%] $5%4%S$G6%0%5%0%5S 9SKSNSCSFSSSSSGS9SM! #3 (J 

¢ SBHL#WIwSKSSS (SP3\%s= Wee ea ՅՈՑ SKCFNOS, Տ"ՏՇՏԲՏՉՏ4Տ/» 
¿SBSJS a USU oe ՅԵԿ ) $bS&S4SSSFSSSKSNSOz (J 
¿SB%S%$C%/%S3jSGS9!# (J 
¿SB%SH%1!<%K%s%S0%b!<%I$SG%S-%c%$i$r3HBgS9S$SkSHSh$/SoS+$j$%$9!#;¿ (J 


#¿SB#E#A#S#YSGSDbIiS1SkSNSO;dSN<BNO! ) ¢ (J 
Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

¿SB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
«MESSAGE FILE 20505 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000014h 
tml.html 


--MESSAGE FILE 20506 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJS8hPCVtJXM1LOiUyITwlSBsoQg==?= 

Date: Sun, 27 Apr 1997 21:31:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <S000019970427213135@newsl1.scei.co.jp> 

References: <Olbc518fS$lddelc80S671c88cb@pc9821v16.ggf.ilc.or.jp> <hijiri$9a921997042 
7185721@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 
¿i $B%/!<%m%s%:%2!<%H$O#1;~4V$[$IM7$s$G$=$1$+$i5/F0$7$F$^$;$s!#¿ (B 


oe 


>ESBHECHGSNS/%* S53 SF S#SAGFCSK1i=PSKSDSSSFSO#FHFHT 2 (B 
>eSBShS JSbS5$i$KkK>e$@$H; WSS$*S$9!#S*S"@S36&40S, OcS&SNSG! "2 (B 
>¢ SBHESYSKSNSbSISsSISs$G$9S, 14: (B 


ԱԱ e Ն ԱԿ Ո rene. ee rere err aerate 
ESB; WSSS*S9! #2 (B 

¿$SB%$S%$G%$*= ԱՏԱՆԱ ՏՆՏ Տ՞Տ/ՏՇՏԻչ (B 

F SBSSSF! "#1 db4V0CS&SH1XSS3 ( (SKSb8+5S (S+SMS*%S; Ss! #2 (B 


> ESBECHGS , $9545 $5 SNSGS-SCSASKLASTCRSO$15, SASGSIS, !"SHSKZ (B 
>¿SBS+S/%S7%J%Sj%S*S,=(0o!#¿ (B 
>¿SB%;%j%US, Sh$/N} SiS 1SFS$SF! "3; $5898, $$98!#2 (B 


éESBHCHGSH! "Bf; 1$,>zS7=P$9@S3&40SKSOSSSSSHDSNS, $"$J$^$9!#¿ (B 
ESBSGS9S, !"A0SK$b=q$$$?$H$*$j!"2?EYSbONFOSr7+$jJVS5%$; $kz (B 
¿SB%S7%9%F%S`SKSOBQS (FqSSSbSNS, $"SjS*S9! #2 (B 
£$BO\FOSN; ~4V$,S$"S*SjSKSbD9$9$.$*$;$s!)2(B 
E$B!V<!SOS"$=$3$@!*!WSH; WSCSF!"1s$/S$*SGO\FOS7TSFSS$$SCS$?5s$26g!"3 (B 
2 SB4* 0c$$$@$C$ 2S 48 9SkK$3$H$, 7+$ jJIVSSSISkKSH!"Sd$k5$$rz (B 
ESBSIS/STSFS7TS*°SSS*°S9! #2 (B 
¢SB!ItFCSK;E; vS7SFSF; ~4VS, L5SSSHSMS'!&!&!&!&3 (B 


ESBONSN@E;_2hnSN#A#V#HGS+Si!"O\FOItI, $0%* !<%S!<SKS7TS?SDSNSN! "3 (B 
¿$B2qOC!&>pJs<}=8ItJ, $N%7%9%F%*> SOS [S\S=SNS*S*!#SHSSSE!"3 (B 
ESBS7%9%F%° @_7WS, 4ESSSNSGSOSJSSS+SH!&!&!&3 (B 

éSB!t$; SaSF#2EYL\SNO\FOSO>UIN, SGS-SkSHS$+!&!&!&z (B 


> $B$3$1$>$^$5$7$/1G2h0J>e$N%2!<%` S@SHS&STSCSFST7S*°SSS*S7S2! #2 (B 


¿SB1G2hSJSi!"L5BLSJ%S7!<%sSO>/SJSSSGS9S, !"S3SCSASKSOB?SS$S$GS9! #2 (B 


¿SB%S7%J%j%*Sr@d;?S9Sk@<SOShS/J9S/SNSGS9%$, !":#SNSHS3$m:G8eS$*$Gz (B 
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¢SBM7SVG&BONOS, =PSF$-S*$;Ss!&!&!&z (B 


¿$B:G8e$^$GM7$P$1$?J}!"$h$1$1$P0J>e$N0U8+$KBP$9$k46A[$J$I$r¿ (B 

é$B%U%S) 3m! <S$$$?S@S1$%S;S$s$t!) (B 

Beginner's Forum Leader 

RedBug ¢SB%Sa!<%SkS"SIS1%S9>C<:Cfz (B 

—-MESSAGE FILE 20506 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000015h 
tml.html 


--MESSAGE FILE 20507 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Sun, 27 Apr 1997 22:18:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <S000019970427221847@newsl.scei.co.jp> 
References: <redbug$ff8d19970427115048@news1.scei.co.jp> 
NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.gamer.ps_game ¿SBSN;¿ (B 
<redbugSff8d19970427115048Gnewsl.scei.co.jp>¿SBSKS*SSSF¿ (B 
1997/04/27/ 11:50 ¢$B:"!";daSO=q$-S*S7S$?! #2 (B 


>¢ SBSbS$7$+S7SF%/% ($9%H%$Sb!<%I$GCC$Š(SkS$S3$SHS,A0DsSJ$SNS+!)¿ (B 
>¿$B!J%/% (S9SH%b! <%ISGCCS ($?%-ScSiSrS=SN$*S$*DL>oSb!<%1I$G; HS (Sk! Kz (B 
¿SB%$/% (S9SHSb!<S1ISGCCS (SkKSH! "S3SsS$TSE!<S?PSNSLSYSkKSHIdE5SS5S1S%S9! #3 (B 
ESB!ItKIS£NO>e$2$%S/SkSH%3%s8%T%E! <%?SH9ES/SISjISdS, $sSN! #2 (B 


¿SB!t>!TiS$DS+$SJS/SJSkSQ@S1S@SCS?!&!&!&¿ (B 


>¿SBS7S+S7S3S1!"6KS$Ša$??M4VF1;NS$SNBPQ@Qo$SC$F$9$S4$SSSbS$SNS, ¿ (B 
>¿SBS"T"SkS$S@SmS$S&SJ!&!&!&¿ (B 


¿$B6K$a$??M4V$, $$$J$/$F$b!"%3%s%T%e!<%?$b==J, 6/$$$G$9!#¿ (B 
ESBSHSSS&S+6/S9S. !#SIS3SNS*SKS"SQ!"SPSIiSSS9SHSCS?7E[SO!J61>P!K! #2 (B 


>RedBug redbug@donk.ne.jp 


Beginner's Forum Leader 

RedBug ¢SB%Sa!<%SkS"SIS1%9>C<:Cfz (B 

—-MESSAGE FILE 20507 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000016h 
tml.html 


--MESSAGE FILE 20508 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoQg==?= 

Date: Sun, 27 Apr 1997 22:31:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <redbug$f£8d19970427223120@news1.scei.co.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> <3360A957.6E39@ymg.urban.or. յք» 
NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.gamer.ps_game ¿SBSN¿ (B <3360A957.6E39@ymg.urban.or.jp> ¿SBSN;¿ (B 
¿SB5-;v$K$*SSSF¿ (B 1997/04/25/ 21:53 ¢SB:"!"3 (B 
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> programs can be disassembled and secrets can be found out from that but the 
> source code is plain C coding and in a text file so where is the harm from 

> providing that outside the Sony servers? Non Yaroze programmers don't have 

> the compiler libs to be able to compile the source and if they have then 

> they are breaking the copyright laws. 

> 

> JohnT 


There are a growing number of people out there who have pirated dev kits. 
People have not only pirated the Yaroze libs, but they also have hacked 
their standard PSXs to be able to download data to/from them. That's how 
some have been extracting cheat codes and stuff. Since your compiled and 
linked code now contains Sony proprietary libraries, it is not that hard 
to disassemble it and see how the hardware interacts with the software. 


And, yes, these people are breaking copyright laws. Then again, this issue 
isn't new. How many people do you know that have honestly paid for ALL of 
their software? :) 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00879 


-—-MESSAGE FILE 2177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000880 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Fri, 08 May 1998 16:46:19 -0400 

Organization: SCEA News Server 

Lines: 70 

Message-ID: <35536F1B.D7CCA832@mail.datasys.net> 

References: <6iujna$2tll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.playstation.co 
.uk> <355354C6.27CD1F7A@netmagic.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 187.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


OK, I got to put in my two cents... I fully understand why Sony would 
not want compiled code to be distributed to non-yarozers. Could 
someone dissasemble the code and find top-secret information that Sony 
doesn't want released? Probably not, but what Sony doesn't want is for 
the underground PSX-DEV scene to grow any larger than it already is. 
Posting Yaroze games openly on the net is going to make people want to 
get an AR, re-program it with ez-o-ray, Pirate the dev libraries, and 
play the demo - then even try to write something. (You can easily 
develop for the playstation with an AR and some pirated yaroze 
libraries, reducing the security puspose of dongul access card to 
null. The whole setup, including a regular unmodified grey 
playstation, would cost around $250-$350 US dollars, and of course is 
VERY illegal) If the PSX-DEV scene gets too big, some hacker may 
eventually find out how to burn the liscencing information to a normal 
CD, (So an un-modified grey PSX could play a gold disk that someone 
made) and then all hell will break loose. Imagine all the pirated 
games, the bootleg games released... This would not be good. At all. 


Now, as I intrepreted the liscence agreement, all source code that we 
create is ours - and we can do with it as we please as long as we 
don't distribute any code written by Sony. (Such as the 11Եթտ.հ file) 
However, we must be willing to surrender anything we've written for 
Net Yaroze to Sony at any time. 


Elliott Lee wrote: 
> 


> JohnT wrote: 
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GSX-R <kouzou@ymg.urban.or. jp>zSB$5$sSO=q$-S*S7S?! #2 (B 


>> ¢SB:G6a!"L\SrSDS1ISFSkS=SUSHSCSES"S4S*S9S+!)¢(B 

> 
>¿$B!!:G6aSGSbSJSSSGS9S1SI!" (BI.Q.¿SBSH¿ (BAZgITTO¿SBSOS[S7SSS+SJSH¿ (8(՞՞չ 
>¢SB!!S1Sis—-Sesi#XSbS [STSSSCSIS, !"$"S$S*“Sj%SW%1%9$5S1SFSJSS¿ (B 

>¿SB!!S S?SSSGS9SMS'!&!&!&2?8NSK!*!)¿ (B 


AZITO¿S$SB!&!&!&%?%SSH%$k$@S1S$SG!VGc$S$S!WSJS$SsS$SGS$S9$, !"$I$3$K$b¿ (B 
¿ SBGASCSFSISSSs$G$9!#H/Gd1d$S$?$s$G$9SC$1!) ¢ (B 


2SBS1%iS—-SeSiSOS5SSSHSiSES1SGSSSSS+SiM_$7SSSGS9! #2 (B 

Beginner's Forum Leader 

RedBug ¿SBša!<%$k%"%I%1%9>C<:;:Cf; (B 

—-MESSAGE FILE 20508 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000017h 
tml.html 


--MESSAGE FILE 20509 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoQg==?= 

Date: Sun, 27 Apr 1997 22:36:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <redbug$f£8d19970427223651@news1.scei.co.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> <3360DCA8.A8B5E0BO@aix.or.jp> 
NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.gamer.ps_game ¿SBSN; (B 
<3360DCA8.A8B5E0BOQaix.or.jp> ¿$B$K$*$$$F¿ (B 1997/04/26/ 01:32 ¿S$B:"!" (B 
Youhei TAKADA <kazta-ta@aix.or.jp>¢SB$5$s$O=q$-$*$7$?!#z (B 


> SB9q; : SN#3#D%0%4%0SjSN#R#PH#GSGS*S9S9SAaS"SFS*SIOS+!) (B 


AAAA 
> 


¿SB%/%1i%SS$S%`%/%Si%SC%S+!<%:SHS+!# (B 


Beginner's Forum Leader 

RedBug ¿SB%sa!<%k%"%I%S1%S9>C<:Cf;¿ (B 

—-MESSAGE FILE 20509 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000018h 
tml.html 


--MESSAGE FILE 20510 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000001 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJTINPCVgJTclZyE8GyhC ?= 
Date: Sun, 27 Apr 1997 22:40:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <redbug$f£8d19970427224048@news1.scei.co.jp> 
References: <3344CE29.6CEF@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.gamer.ps_game ¿SBSN; (B 
<3344CE29.6CEF@tokyo.dmlcyber.co.jp> ¿$B$K$*$$$F; (B 
1997/04/04/ 18:47 ¿$B:"!"¿ (BMatsubara ¿$B$5$s$0=q$-$^$7$?!#¿ (8 


>¢$B%, SSSPS1SCZHS,NISS46S8¢ (B(*_*¢SB%?%$%° S/SiSSS7TSISH#HOHKE (B (^_^ 
é5BS,SSSPS1SCSH!&!&!&>CS (SFSIS+SCS?SNSM! #2 (B 
¿SB@dBPSKGcS&S>S)S*S*S*S*!*!J:2SN6+SS!K;¿ (B 
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>¢$B%0!<SWS$, !"<+<RSNZV!<Z9SG1c2qS7SFS?SJIS!!IS3S1SOSI!<SGSb$S$S$$+!Kz (B 
ESBEM#ZSDS"S1IS@ST!"1Lc2qS9SkS7S+!&!&!&SHSSS&S"ST!<SkSGSO!) !TSSSSS9S.!Kz (B 


Beginner's Forum Leader 

RedBug ¢SB%Sa!<%SkS"SIS1%9>C<:Cfz (B 

—-MESSAGE FILE 20510 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000019h 
tml.html 


--MESSAGE FILE 20511 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBsSOSiAbDJEJPQkxpGyhK?= <dayon@msn.com> 
Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Mon, 28 Apr 1997 01:11:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33637A94.65B7@msn.com> 

References: <redbug$ff8d19970427115048@news1.scei.co.jp> 
NNTP-Posting-Host: 202.224.201.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


¢SBS3S$sSKSASO@PEDSGS9! #2 (J 
TOBAL2:SBLLGrSSS$GS9SM! #¢ (J 


¢SBA0:n$+$i!"Ck5Y$_SKC£9IGSN?MSHM7SSSGSSSF! "#3#6#0EYSUS3 ! <SPSHSkKSr3ZS7SSSGSSS?SNSGS9S 
ri(d 


¿SBO"B35; $d1i=PLLS, <eS+SCS?SNSG: #0 LSDI>2AS7SFS/S$1S5k?MS,>/SIS/SFS5SSS7S$; WSSSr3 (J 


¿SB$7SFSSS S7S?!# (J 


¿SB:#2sSO!"S=$š1SbJd=<S$S5S1SFSdSCSH!"S_SsSJSKI>2AS591Sk%2!<%`SKSJSCS?SNSGS&$1S7SS8BS3j3S 
GS9!#¿ (J 


¿SBEZF|$O$S9SC$+SjJ%H%$P%$Sk$ES1$SG$7S?!#¿ (Մ(՞՞) 


I like you! 

Kazunarilshida 

dayon@msn.com 
—-MESSAGE FILE 20511 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000020h 
tml.html 


--MESSAGE FILE 20512 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCTV8kNyOkJTOLVSVIJE8hKRsSoSg==?= 

Date: Mon, 28 Apr 1997 00:54:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <336376C2.387C@ymg.urban.or.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> <3360A957.6E39@ymg.urban.or.jp> <redbug 
S££8d19970427223120@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
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> AZITOZSB!&!&!&S?SSSHEkKSES1SG! VGcS$$ !WSISsSGS$9S, !"$I$3$K$b¿ (J 
> չՀՏ8ՇԱՏՇՏԲՏՄՏՏՏՏՏՇՏ9148/6Շ410455525Տ56Տ9ՏԸՏ11) 2 (J 


é5B!!=PSFSkSOS:$GS9! #2 (J 


£$B!!%5ST!<%SHS$+S+S$k2DG=@-$O!&!&! &STSSSGSTSgS&SMS'!#e (J 


ESB! tS1Sis—-SeSi#XSNK\ ?t$, >/SISSSNSHS9S2S (S?PLASASTIA! #2 (J 

ESB! tSd$C$Q%: S1SFSkKSHS7S+; WS (Ss!J2?$,S@¿ (J (¿SB>P¿ (J) ¿SB!K¿ (J 

—-MESSAGE FILE 20512 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000021h 
tml.html 


--MESSAGE FILE 20513 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoSg==?= 

Date: Mon, 28 Apr 1997 01:17:57 +0900 

Organization: Japan 

Lines: 21 

Message-ID: <33637C35.CC4C016D@aix.or.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> <3360DCA8.A8B5E0OBO@aix.or.jp> <redbug$f 
£8d19970427223651@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3Ss$PSsS0O!S9bEDSGS9! #2 (J 
> ¿SB%S/%i%s$%S`%/Si%SC%S+!<%:SHS+!#¿ (J 
éESBS3S1Sb!SSASgSCSHSdASCSFS_S?SSS=SUSHSNOLSDSGS9! #¢ (J 


£$B3$ 30HGSGS0%HS%S!<%° S1SS%@!<S, SdSCSFS_S?SSSGS9! #2 (J 
ESBSGSb! SSd$kSISi#P#SS8SCSIS/SF#D#HO#S ! P#VHGS+SI!) ¢ (J 


¿ea fe ef t] hi fu Pe Pe af Se ef Se a YS fe uP ag 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co. jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8x3+HGSNS[!<%`%Z!<%Ss8Sr?t%v7nSVSjSK99?27S7S*S7S?!#¿ (J 
¿SBSGSb!S9);vHO0OS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


éESB:G=*99?7F | z~!!!!#4!2#2#5!T2<SNz (JURLESB!K¢ (J 

¿SB9927M=D3jF|!!!!1!#412?111)¿ (J 

--MESSAGE FILE 20513 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000022h 
tml.html 


--MESSAGE FILE 20514 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJTINPCVgJTc1lZyE8GyhC ?= 
Date: 28 Apr 1997 01:17:08 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 32 

Message-ID: <5k0tqkS$dfk@newsl.scei.co.jp> 

References: <3344CE29.6CEF@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
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éSB!!¢ (Bfalcom:; SB$GS9! #2 (B 


Matsubara ¿$B$5$s[)$/¿ (B 
> 

>¢$B%, SSSP%1SCSHS,NISS46S83 (B(*_*2SBS?%S%S° S/SiSSS7TSISHD#HOHKE (B(^_^ 
> 
¿SB!1!1SJS+SJS+ShSS46S8SGS7S?SM!#¿ (B 
¿SB!!11S$*#S$S=SiS/!";d$O!"GcS&$S3$HSGS7SgS&!#!J>P !K;¿ (B 


>¿SB#F#F#TSb>/S7S@GS1%SW%1%SSSGS-S*S7S?!#FCSKJQSoSCS?SHS3SmS,S"SkSoS1SGSOSJSSSG: (B 
>2¿SBS9S, !"#3#DSHSSS&MxEQSrS&S*S/G@8S+S7SFSSSkSH46S8S-S9!#¿ (B 


> 
ESB! !!!;d$,$$SC$?$H$-SKSO!"F~>1Cf£;_SKSISCSFS*S7$?2!#ze (B(“ ; ; 
¿SB!!!1!Sa%S$%s$G!"8+SšFMhSkSDSbSj$S@SCS?SNSG!"S+SJSj;DG0SGS9!#¿ (B(;_;) 


>¿$B%šo!<%W$, ! "'<+<R$N%$V!<%9$G1c2q$7$F$?$JS!!J$3$1$SOSI!<$GSb$$S$S$SS+!K;¿ (B 
> 
¿$B!111S$SdSC$SF$2S7$S?2SM!#¿ (B 
éSB!!!!;~4V2aS.SFSb!"¢ (BMagicalSoundShower;SBCFSSSFS“*S$7S?! #2 (B(“ ; ; 
ESB! !!!SGSb!"SHSCSFSbSh$+SC$?SGS9l#e (8(՞՞չչ 


>¢SBHP!S#S¢ (B “G %$1%$%9%F!<%7%g%sS$N%S%SK!<%k%$P%C%0$,$IS3SGSbSiS(S?$S+!"¿ (B 
>¿SBCNSJS S;SsS+!) 


¿$B1111; ԳՏԵՏԵՏ 15 ( ($JS+$C$?%$ /SASGS9!# (8(՞ 

ESB! !!!SQ%iSC% a mee աՆ 57825, 18 (B(^^;; 

at Ո Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ԱՐ ff E_Mail_Address : falcom@bekkoame.or. jp — ie S 
fp Net Yarouze! ID : ayz00581 ԲԵ aa 


—-MESSAGE FILE 20514 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000023h 
tml.html 


--MESSAGE FILE 20515 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Mon, 28 Apr 1997 17:37:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 70 

Message-ID: <336461BB.668C@ja2.so-net.or.jp> 

References: <redbug$ff8d19970427115048@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.158.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBEVDESGS9! #2 (J 

¿SB;dSb#T#OfB#A#L#2SrGcSSS*S7S?!# (J 
¿SBA`:n$K47$1SJSSSNSG%8%g%S%S9%SF%S#SC%/Sr; R 
ESBS"SISMS0S3SSSHSm! <SiSOGCSCSFS*S;Ss$,!"z ( 
ESBSISSSI46$8SISNSGS7Sg$&S+!) sos "E53 ( (SFS/S@S5SS! #2 (J 


¿SB#U#D#A#N6/S9S.14#%/%SJ)%"SK#2;-4VS+S+S3jS“S7S?!#¿ (J 


¿SB#C#OTFN#T#I#N#UR#ES,B3SSS?Sic (J 
éESB<+FOE*SKS13YSk$r2<S2SFS/S1SkKSHS+S7SFS/S1SISSSHz (J 
¿SBSDS1iSSSGS9!# (J 

2 SBSM%?%P31!) 2 (J 

ՀՏԹ"-: (J 

¿SB"—¿ (J 

ՀՏԹ"-: (J 

¿SB"-¿ (J 

ՀՏԹ"-: (J 

ՀՏԹ"-: (J 

¿SB"—¿ (J 
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z ( 
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éSB"-¢ 
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( 
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( 
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¿ $B" 
¿ SBFf$N9USA%g%3%\$, =P$F$-$?$N$G$9$, !" 

¿$ sas %j%+!<%I$K6u$-$, S 

ESBS; !<3V$7$^$; Ş$S$G$7$?!#¿ (Մ 

éSBS=SN8e! "#N#O#R#KSAH#M#EUHE #USO= Soyer eae 
éSB9USA%SG%S3%3\SO=PSFS-S*S;Ssl#e (J 


Շ 


ESBFESNSb!<SI! #2 (J 

¿SB#E#A#SHRYSN#1%$; SCSH@H<hSGS/S5S"STSFE (J 
¿SBA4%—-%c%i$N%`!<%S!<$r8+$%$7$?!#¿ (J 
¿SB%b!<%IS,A)S(S?SiS7SSSNSGS9S, ¿ (J 
¿SB2?S+SoS+SjJS S;Ss!# (J 


ESBS7SgS &SLSISSS3SHSGCSIS, 1" Հ ( 
¿SB%S-%c%i%/%?SNS+% i <ordkectascz (9 
ESBIQS (S191Sk$SN$O3Z$7SS$SSGS9!#¿ (J 


¿SB0J>e¿ (J 
--MESSAGE FILE 20515 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000024h 
tml.html 


--MESSAGE FILE 20516 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1s0-2022-jJp?B?GyRCJSI1LSiVtJTAIMyVzJUg1lbSE8JWkbKEo=?= 
Date: Mon, 28 Apr 1997 22:51:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3364AB66. 7EB5@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éS$B!!S"SISmS0S3SstHSm!<SiSCSF!"SRS=S+SK!VS[S$\8BDjIT!WSiS7SSSGS9OSM! #2 (J 
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ES$B!!:#2sSNSmSCSHS, SIS/SISCSFS7S8*S&SH<jSKF~S$4?1S/SISkKSHS+! #3 (J 


¿SB1!!S=S1J9SSSF!"#2F|A052SGS"SCS?E9SKS0G%$C%$7%eSGSSSCS?SsSGS9S, ¿(J 
2581 164530251565752չ (J (--; 


2$B!!L@F|$0!"32!<%° 5!CVSSSFSk2HEE20$HS$+B>SNE9Sr$*SoSCSFS_SkM=D3j! #2 (J 
2$B!!¢ (07-112 SBSNSGS$8"#SK$b$+!<SIF~SCSFS*S$7$25S, !"M=Ls07$$$G$7$?!#¿ (J 


¿$B!!$`!<!# (J 
--MESSAGE FILE 20516 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000025h 
tml.html 


--MESSAGE FILE 20517 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1LSiVtJTAIMyVzJUg1lbSE8 JWkbKEo=?= 
Date: Tue, 29 Apr 1997 17:42:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3365B478.27F@ymg.urban.or.jp> 

References: <3364AB66.7EB5@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!:#F|$O!"4d9q;T!J;38}8) !K$Gz (JPS¢$B07SCSFSkKE9SrSRSHSH$*$4¢ (J 
ESB! !S*SoSCSFS_S*S7S?! #2 (J 


¿SB!!7k2L!"S9SYSFSNE9SGGdS$j@ZS$1S$SGS7S?¿(J(¿SB>P¿ (J) 
¿SB!!SIS&SdSiSIS3SNEQ9SKSbS"S$S*SjF-2SiSJS+SCS?ShS&SGS9!#¿; (J 
¿$B!!=5KvV$K9-Eg$^$G9T$C$F$_$kM=Dj$G$9$, !ASJSSS@SmS&SJ!# (J 


2$B! ! SHS3Sm$G!"%031!<$7$+H/GdSKSISCSFSIS$$sSGS9S+SM!) ¢ (J 
£SB!!#N#Y2qOw8BDjSGSS$S$$+S$i! "9uSSSNGdSCSFS/S1SISSS+SI! ՔՀ (J 

2$B!!$; $CS+$/%"SI3M30R8S+S7$ 23=SUSH : nS1$ ?2SHSTSESb! "2 (J 

¢$B!!SdSCSFSbSiS (S$k?MS,>/SISSSHHASTSSS7! #2 (J 

—-MESSAGE FILE 20517 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000026h 
tml.html 


--MESSAGE FILE 20518 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Tue, 29 Apr 1997 22:34:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 78 

Message-ID: <redbug$f£8d19970429223456@news1.scei.co.jp> 

References: <redbug$ff£8d19970427115048@newsl.scei.co.jp> <336461BB.668C@ja2.so-net.o 
Է.յք» 

NNTP-Posting-Host: 202.217.106.50 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.gamer.ps_game ¿SBSN¿ (B <336461BB.668C@ja2.so-net.or.jp> ¿$B$N¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/04/28/ 17:37 :58:" "(8 
akatu <aka@ja2.so-net.or.jp>¢SBS5SsSO=q$-S*S7S$?! #3 (Թ 


ESB! t$3SN%0%k!<SWSGSb%M%?SPS$1$02~9TS7$?$[$&S, SSSSSGS7Sg$&$+!) 2 (B 
£$B011~2~9TSbOzMQ! #¢ (B 
>¿ $B%M%?%P%1!)¿ (B 

>¿SB"-¿ (B 
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ա 
| 


>Š] 
ՀւՏՑ8"-: 


Or Ը 


>¢SB"- 


>¢SB"- 
>¢SB"- 
>¢SB"- 


>¢SB"- 
>¢SB"- 


(Xs CX. (Xe (Կ (Կ Ը" (Կ (Կ (No (No QQ (Կ (Կ (No (Կ (Կ Ը" ԸԿ ԸԿ (Կ Ը" Ը" (Կ (Կ (Կ Ը (Կ (Կ Oo Oo Oe Oo Oo Կ" 
աաաաաաաաաաաաաացաաաաաաաաաաաաաաաաաաաաաժ 


>¢SB"- 
>¿SBFfSN9usSASg%3%SNS,=P$FS-S?$NSGS9$, !"¿ (B 
>¢$B%aSb%j%+!<SISK6uS—$, SI$+SC$?SN$Gz (B 

>E $B%; !<sVS7S*°S;SsSGS7$?! #2 (B 
¿$B9UuU!"$G$9$+!)2+?'$J$i:G=i$N%@0%s%8%g%s=*$0o$i$;$?$H$3$m$G¿ (B 
¿$B=P$F$-$2$7$2$1$I!#¿ (B 


=~ 


¿SBSHS3SmSG!"01EYS@S1%A%Sg%3%SNSK>hS$S1S$S?SsS$GS9$,!"S$S"S1SO2?S@SCS?SsSG; (B 
¿SBS7$Sg$S&!)F3S2Sh$S&SH$S7SF>h$CS?S$Sh$&S$SJ5S$SSbS$7$S2$S9$, ! ":F8=SGS$S-S$S2$;$s!#¿ (B 


>¿$SBS$S=SN8e! "#N#O#R#KSAHMH#UFF #USO=PS ?SNSGS9S, ¿ (B 
>¿$B9usASg%3%SN$O=PSF$-$25S;$s!#; (B 
¿SB#M#U#F#USOSS!<%8!<!"¿ (B 

E SBEN#O#R#KSOSN! <3*S3k!"3 (B 
¿ŠB#U#D#A#N$OS%SO!<%I;¿ (B 
¿SBSN3F%Si%s%/SG%/%Sj%"S9S1SP=PS$SFS$S-S S9!#¿ (B 


>: SBFESN%Sb!<SI! #3 (B 

> 2 SBEEFAHS#HYSN#1%; $SC%$H@h<h$G%$/%$3j%"$7Š$F¿ (B 
>¢SBA4%-Sc%iSN%* !<%S!<Sr8+S%S7S?! #3 (B 
>¢SBSb!<%SIS,A}$ ($?SiS7SSSNSGS9S,¢(B 
>¿$SB2?S+SoS+$j$S $;Ss!# (B 
¿SŠBSIS&$S7$SF%b!<%I$,A)$ (S?SCSFSOS+SCS?SSSGS7SgSESt!) (B 


>¿$BS7SgS&SbSJSSS3SHSGS9S, !"¿ (B 
>¿$B%$-%$c%i%/%?$N%+%i!<$r#R#G#BS$G; (B 
>¢SBIQS (SiS1SkSNSO3ZS7SSS$GS9! #2 (B 
éSBH>F)L@!&!&!&STSISH8BASCSFS_Sk! #2 (B 


Beginner's Forum Leader 

RedBug ¿SBša!<%$k%"%I%1%9>C<:Cf; (B 

--MESSAGE FILE 20518 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000027h 
tml.html 


--MESSAGE FILE 20519 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 


Net Yaroze newsgroups message dump.txt 


8html.html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Wed, 30 Apr 1997 02:25:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 88 

Message-ID: <33662EF8.159D@ja2.so-net.or.jp> 


Page 13818 


References: <redbug$f£8d19970427115048@newsl.scei.co.jp> <336461BB.668C@ja2.so-net.o 


r.jp> <redbug$Sff8d19970429223456@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.158.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


>¿ $B m 
‘<< BMS 


P%1!)¿ (J 


V 

oO 

ՀՌ 

ա 
ER Ger ee A aQ ee OR eR REA ԱԱ ԱՆՈՐ ՐՎԱ 
— — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — — Ս 


Cq Cu Cy G Օլ ep: Gyr Cy Cp Guy C CJ Cy guy Cuy C Ca GC Cay Cy Շլ Cy Sy Gy Cy, Cuy Cy Ca գ Շլ այ Ga Q oe 
| ՀՎ Վ | ՀՎ Վ | ՀՎ Վ | ՀՎ Վ | ՀՎ Վ | ՀՎ Վ 


VV 
Or Oe 
ՎՌ ՎԹ 4 
ա w 
o Hj š 
Hh 
ae 
= 
e 
SS 
K 


ՏՅՏՆՏ,-ՔՏԻՏ-ՏՉՏԱՏՇՏ9Տ, |" 

E ISK6uS- Տ, ԱԱ 

38 S; !<3V$7$^$; $S$G$7$?! #4 (J 
B9u!"SGS9S+!)2+?'SISi:G=i1SN%0%S%S8SG%S=*SOSiS;S?SHS3SmSG; (J 
SB- PSFS-S“S7S?S1SI!#¿ (J 


Vv 
Ves 
V 


on 


>¢SBS=SN8e! "#N#O#FR#KSAHMHUFF #USO= PEANO NA 
>2 $B9U%A%SgG%3%\SO=PSFS-S*S;Ss!#3 (J 
¿ŠB#M#U#F#USOS$S!<%8!<!"¿ (J 

¿SB#N#O#R#KSOSN!<% “$k! "¿ (J 
¿SŠB#U#D#A#N$OSO!<%I¿(J 

¿SBSN3F%i%s%/$G%/% 43"$9$1SP= =PSFS-S*S9! #2 (J 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


é SBSH$3$m$G ! "O1EY$@$1%A%g%3%\SK>hS1$?$s$GS9$, !"$"$1$02?7$0$C$?$s$G; (Մ 
¿SBS7SgS&!)EJS2ShS&SHS7SF>h$CS?ShS&SJ5SSbS7S2S9S, !":F8=$G$-$^$; $s!#z (J 
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>: SBFESNSb!<SI! #2 (J 

>i SBHEFAHSH#HYSN#1%; $SC$SH@h<h$G%$/%3j%$"$7SF¿ (J 

>¿ SBA4%-Sc%iSNS* !<3S!<Sr8t+S*S7S$?! #2 (J 

>¢$BSb!<SIS$,A}$ (S?SiS7TSSSNSGS9S, ¢ (J 

>2¿SB2?2S+SoS+SjJS S;Ss!#; (J 

¿SŠBSIS&$S7$SF%b!<%I$,A)$ (S?SCSFSOS+SCS$?SSSGSTSgSES4+!) 3 (J 


VV V V V V V 


¿S$B>!$A%S]!<%:$NS$H$3$mS$G; (J 

ESB! V#THOFTHEHM: (Մ gSBHLHES#TS, ; HS (SkShS&SKSISCS$?!We (J 

2 SBSHSSS&SES#SSS1SES, =PS?SSSGS9! #3 (J 

¿SBFfSO2r7h$7S$S-%S7S?!#¿ (J 

¿SBJ8;zDLSjJ#T#O#T#E#M¿ (J ¿SB#1#S#TSHSSS&D;SNSGS-S=S3SJSSS,;HS (SKSh$S&SKSJSjS S7¿ (J 
¿SBS?1#¿ (J 

ESBSSSDSNS*SKS+#1#3#62 (J ¿SB#B#L#ATCH#K;¿ (U ¿$B#C#H#O#K#O#B#O$Db=P$F$-$^$7$?!# (J 
¢SBS=SNB>!"2+?'SA%g%3%\ ! "HUFD#FAEN ! "S6SS%39%?!<!"S3MS:%_!"Sb%0%i!) STSI=PSFS-S%3 (J 
ESBS7$?! #2 (J 

E SBSA%G%3%\SKSO>NS1SFS*S;Ss!#z (J 

2 SBS/% (S9SHSb! <SISNOdQWS A SSS8SgGSSSGELSTSSSGSSS*S9! #3 (J 
ESBS*S$=Si$/S1SY%k$,Dc$9$.SkSNSGS7$g$&!l #2 (J 


>¿SBS7SgS&SbSJSSS3SHSGS9S, !"¿ (J 
>¿$B%$-%$c%$i%$/%?$N%+%ši!<$r#R#G#BSG:¿ (J 
>¿SBJOQS ($i$1$k$N$03Z$7$$$G$9!#¿ (J 
ESBH>F) L@!&!&! &STSISH8@SCSFS_Sk!#2 (J 


V V V V 


¿SŠBH>F)LG@!)¿ (J 


¿SB0J>e¿ (J 
--MESSAGE FILE 20519 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000028h 
tml.html 


--MESSAGE FILE 20520 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000002 
9html.html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCR2MkQyQ/GyhK?= 

Date: Thu, 01 May 1997 18:24:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <3368614D.4F2@ja2.so-net.or.jp> 

References: <3364AB66.7EB5@ymg.urban.or.jp> <3365B478.27F@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.158.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


2 SBS"SISM3033SSSHSm! <i! TSOS1!<!KGcS$$S*S7$?! #2 (J 
2$B%3%S%S%KSGM=Ls$7SFH#3F | SGF~$4S*S9! #2 (J 


¿SB<h@bSrFIS%*SJS+SCS?SNSGSHSRSISSLNSKS"SSS*S7S?!#¿ (J 
¿SBS_SJS5$sSOCNSCSF$SKkKSNS+SbS7S1S2S;SsS, !"¿ (J 


¿SB#3<oN` ՏԱՏԵՒԼՀՏԼՏ, Տ"ՏՇՏԻԲ |" չ (J 

¿SB%$G%8%?%$k%b!<%I;¿ (J 

ESBS"SI%mS0Sb!<S1ze (J 

¿SB%$"%J%m$0%8%g%$S%9%F%S#%C%/Sb!<%TI¿ (J 
¿SB#T#OFB#A#L#2$SO%S"%J%Sm%$O%Sb!<%ISGS$S9!#; (J 
¿SB%$"%J%m%$0%b!<%$I$GSOS9%F%#%C%/Sr>e$+Si2<$K2!1$7$?SH$-$K5!1G=$9$k¿ (J 
¿SB#R#3SH#L#3SNS?Ss$S,S"SjS%$S9!#;¿ (J 
ESBETHOFBEAHLE2ZSNI1 | SASO#L#3! \CE!"#LE3! INSS7SFH/<M!KSGS9! #2 (J 


ESBOI>e! #2 (J 
—-MESSAGE FILE 20520 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000029h 
tml.html 
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--MESSAGE FILE 20521 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCR2MkQyQ/GyhK?= 

Date: Fri, 02 May 1997 18:49:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3369B896.3C29@ymg.urban.or.jp> 

References: <3364AB66.7EB5@ymg.urban.or.jp> <3365B478.27F@ymg.urban.or.jp> <3368614D 
-4F2@ja2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 

> 

> ¿$B%"%J%m%0%3%s%H%m!<%i!J%0%1!<!KGc$$$^$7$?!#¿ (J 
> 2$B%3%s%S%KSGM=Ls$7SF#3F | $GF~$45S*S9! #3 (J 


2$B!!#3F | DxEYSGF~SkSJI$iz (J 

éSB!!M=LsSb9MS (ՏԲՏ ՏաՏԻՏՄՏ" չ (Մ(՞՞չ 

—-MESSAGE FILE 20521 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000030h 
tml.html 


--MESSAGE FILE 20522 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoQg==?= 

Date: Tue, 06 May 1997 11:20:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$ff8d19970506112002@news1.scei.co.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> <3360A957.6E39@ymg.urban.or.jp> <redbug 
S££8d19970427223120@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.gamer.ps_game ¿SBSN;¿ (B 
<redbugSff8d19970427223120@newsl.scei.co.jp>¿S$BSKS*SSSF¿ (B 

1997/04/27/ 22:31 ¢$B:"!";daSO=q$-S*S7S?! #2 (B 
>¿$B%$ISiS-%e%si$O%5%s%SH%iS@$1%$GSS$SS+SiM $7SS$GS9!#¿ (B 


ESB2q<R5"$ jSKSISiS—-SeESiC5$7!#SIS3SKSHSISS Իէ (B 
éSBK\EVSKK\?t>/SISSSNS+!&!&!&3 (B 


éESB2ZHSK5"SCSFS+Si!"?<Lk#1#2; ~S*SGSASCSFSSSk6a=jSNE9!JSTz (B 
éSBS<S+C£8E! &? 7TITSHSDSKGdASCSFSSSKk!#S*S*SISKSUSiSSSSS0HN; (B 
2SBGdSb! &!&!&#F#F#7SOH/GdF | AOF | $KGd$j@ZS1SN4GHDS@S7SFS$?!Kz (B 
ESBSKITSCSFS_Sk! #2 (B 


ESBS"SCS?!&!&!&SGSHCE8E! #2 (B 


¿SBS&!<$s!#; (B 
¿SB!&!&$&!<$s!#;¿ (B 
¿SB!&!&!&!&S&!<Ss!#¿ (B 
¿SB!&!&!&!&!&!&S&!<Ss!#; (B 


¿$B5$$, $D$$$?2$i2H$GM7$s$G$?2$j$9$k!#$4Sa$s$J$5$$%3%J%_$5$s!#¿ (1 
£S$B%as?%k%. S"SOSASCSSSH?7TIIGCSSS*S9S+SiS! 1 #3 (B 


ա 


¿SB!t%5%&%s%I#C#DSbShS+SCS?S1SI!"%S2!<%`KNBNSbS9S2!<SSSS!#¿ (B 
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Hi, 


Personally I am following this agreement but I would like to point out a 
flaw in the reasoning for this rule. Sony do not want Net Yaroze code to be 
used by non Net Yaroze people, yes? Well, if the code is unusable by non 
Yaroze people why is it such a risk? Granted the object code and compiled 
programs can be disassembled and secrets can be found out from that but the 
source code is plain C coding and in a text file so where is the harm from 
providing that outside the Sony servers? Non Yaroze programmers don't have 
the compiler libs to be able to compile the source and if they have then 
they are breaking the copyright laws. 


VVVVVVVVVVV VV 


JohnT 


There are a growing number of people out there who have pirated dev kits. 
People have not only pirated the Yaroze libs, but they also have hacked 
their standard PSXs to be able to download data to/from them. That's how 
some have been extracting cheat codes and stuff. Since your compiled and 
linked code now contains Sony proprietary libraries, it is not that hard 
to disassemble it and see how the hardware interacts with the software. 


And, yes, these people are breaking copyright laws. Then again, this issue 
isn't new. How many people do you know that have honestly paid for ALL of 
their software? :) 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 

are not out to get me." 

--MESSAGE FILE 2177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00880 


—-MESSAGE FILE 2178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000881 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Sat, 09 May 1998 00:23:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <35539409.1E884A8Bechowfam.demon.co.uk> 
References: <3552E6A8 .A02F5F86@micronetics.com> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


im wrote: 


jam 


i George, 


Can I have SCEE's consent to have the binaries for Z2 and Second Offence 
on my external web site?. (www.codeworks.demon.co.uk) 


I would be happy to put a copyright notice to the effect that portions 
of the code are (c) SCEE.. 


V N AVN NO NO ONU ATUN CI 
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Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

—-MESSAGE FILE 20522 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000031h 
tml.html 


--MESSAGE FILE 20523 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Tue, 06 May 1997 11:29:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 92 

Message-ID: <redbug$ff8d19970506112914@news1.scei.co.jp> 

References: <redbug$ff£8d19970427115048@news1l.scei.co.jp> <336461BB.668C@ja2.so-net.o 
r.jp> <redbugSff8d19970429223456@newsl.scei.co.jp> <33662EF8.159D@ja2.so-net.or.jp> 
NNTP-Posting-Host: 133.130.133.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.gamer.ps_game ¿SBSN;¿ (B 
<33662FF8.159DQ@ja2.so-net.or.jp>¿SBSKS*SSSF¿ (B 

1997/04/30/ 02:25 ¿$B:"!"¿ (Bakatu <aka@ja2.so-net.or.jp>zSBS5S$sS$O=q$S-S$*S7S?! #2 (B 
>> >gSBSM%?%P%1!)¢(B 
>> >¢SB"-2 (8 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> >¿$B"-—- 
>> »:58"- 
>> >¿$B"- 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> >¢SB"- 
>> »:58"- 
>> >¿$B"- 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> 
>> 
>> 
>> 
>> »:58"- 
>> »:58"- 
>> »:58"- 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> »:58"- 
>> >¿$B"-—- 
>> 
>> 
>> 
>> 
>> 
>> 
>> ¢SBSHS3SmSG! "OLEYS@S1%A%g%33%3\SK>hS1S?SsSGS9S,!"S"S1SO2?S@SCS?SsSGi; (B 
>> ¿SBS7SgS$S&!)EJS2Sh$S&SHS7SF>hSCS?ShS&SJ5SSbS7$2S9S$S, 1":Բ8-ՏՇՏ-Տ՞ՏչՏՏ | 8. (B 
»» 
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Net Yaroze newsgroups message dump.txt Page 13822 


¿SB#6!"#6!"#P!N#G!"SiS7SSSGS9!#;¿ (B 


>> >¢SBFFSNSb!<%SI!#¢(B 

>> >i $B#E#A#S#YSN#13; $šC$SHQ@Qh<h$G%$/%j%"$7SF¿ (B 

>> >¿$BA4%-%c%iİi$N%`!<%S!<$r8+$^$7$?!#¿ (B 

>> >¿SB%$b!<%IS,A)S(S?SiS7SSSNSGS9S, ¿(B 

>> >¿SB2?S+SoS+Sj$ S;Ss!# (B 

>> ¿SBSIS&S7SF%Sb!<%IS,A)$S(S?SCSFSoS+SCS?Ss$GS7SgS&S+!) 
> 

te a 

>¢SB!V#THO#THESM: (B gSBHIHFS#TS, ; HS ( eer ome 
>2¿SBSHSSS&S&S#SSSIS&S,=PS?SsSGS9!#; (B 


¿SBS&S$SC!"F1$8>r7o$G%/%j%"$7$2?$1$I!"$= rae L s 
ISB4*0C55515J1) )>r7oS,B>SKSb$"SkSNS+SJ!)¿ (B 


>¢eSBSSSDSNS*SKS+#1#3#6¢ (B ¿SB#B#L#A#C#K¿ (B ԱՆԱՏՈԼ PSFS-S R (B 
>¢SBS=SNB>!"2+?'SA%SQG%3% errant %s%9%?!<!"SM%S:%S_ !"%Sb%0%Si!)SJSI=PSFS-S ¿ ( 
>¿SBS7S?!# (B 


ww 


¿SBBPR@osb!<%IS$S@SCS?S+SG!"0iSFS$S?%-%Sc%siS+Si%sb%s%9%?!<Sr9g@.SGS-SkSsSGS9S,!" (B 
¿SBSJSsS+K$SBfS$S_S$S?$SSSJS—%c%i$S,=PMhSF!"6/$SS$SSN2?SN!#¿ (B 


>> > ¿$B$7$g$&$b$I$Ş$$3$HŞ$G$9$, !"¿ (B 

>> >¿$B%-%c%i%/%?$N%+%i!<$r#R#G#B$G¿ (B 
>> >¿$BJQ$ ($i$1$k$N$O3Z$7$$$G$9!#¿ (B 

>> ¢SBH>F)L@!&!&!&STSISH8@SCSFS_Sk! #2 (B 


> ¢SBH>F)L@!) 2 (B 


ESBI~SN?'Sr$GS9SM! &!&!&!J0I2<8!1\!JIC/SNS@!KSKSh$4:0=| ոչ (B 
¿SB<B:]SKSO=PMhSJSSSh$&SGS9S, |! JEvVS?SjAO!K! #2 (B 


ESBSGSb!"I~SN?'SrH) ?'SKS9ISKSNS, 01I1ItSGS$SOSOSd$jSiS7SSSGS9!#¿ (B 


¿SBB>SKSb!"%&%@%sQ@QoSK>!SCS?8e!"%;%1%/SH%N%?%s$Sr2!$7SCSQSJS7SG!&!&!&¿ (B 
¿SB!J%SO!<SISi%Ss%/SG3NG'!#B>SN%Si%s%/SGSOITLQ!K¿ (B 


Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

--MESSAGE FILE 20523 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000032h 
tml.html 


--MESSAGE FILE 20524 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCTV8kNyOkJTOILVSVIJE8hKRsoSg==?= 

Date: Tue, 06 May 1997 17:56:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <336EF239.5491@ymg.urban.or.jp> 

References: <33603EE5.6CFA@fa2.so-net.or.jp> <3360A957.6E39@ymg.urban.or.jp> <redbug 
S££8d19970427223120@newsl.scei.co.jp> <redbugSff£8d19970506112002@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¿$B5$$, ee a ree 
> ¿SB%Ssa%?%k%.%s"SOSAScSsSH?7I1JGcSSS*S9S+SiS!!# (J 


ESB! !SUSSSbSNSO; EI} SISSSGS9ShoMs' lelelelalatie (J 
2S$B!!%T%i%-Se%i#XSOSbHS& ?tK | K\ :n$CSFSb=PS$kS$H; WSE&SsS$GS9S, ¢ (J 
ESB! !S@SaSISNS+SIS"! #2 (J 
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ESB! !#2#8#0#01_SG=PSkSNSrBTSDS$+¢ (J (“; 
-—-MESSAGE FILE 20524 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000033h 
tml.html 


--MESSAGE FILE 20525 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: TOBAL2 

Date: Thu, 08 May 1997 00:58:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <3370A6AD.404E@fa2.so-net.or.jp> 

References: <redbug$ff£8d19970427115048@newsl.scei.co.jp> <336461BB.668C@ja2.so-net.o 
r.jp> <redbugSff8d19970429223456@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.170.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


éESBS3SsSSKSASO; (J RedBug ¿SBS5Ss¿ (J kAZZY z;SBSGS9!#¢ (J 


RedBug wrote: 
> 


> ¢SB!t$3SN%0%k!<%WSGSb%M%?SPS1S02~9TS7$2S [S&S$, $$$$$G$7$g$&$+!)¿(J 


ESBILSK6/@) $O$$$?$7$%S;S$sS, !"2~9Tz (JorSubject z SBSK%M% ?SPS1I=< (SrS7SFSSS$?S@S1SkS$Hz (J 
2 SBS3SN<jSN>pJs$r8+$?$/SISS 7MSKSHSCSFSOShSSS$H; WSSS*S9! #3 (Մ(՞՞) 


¿SBS=SNJUSNS4H=CGSO3'S5SSsSKS*GS$S;S7S“S9!#¿ (J 


¿$B0J2<B3$/!#¿ (J 


>¿SBS7SgS&SbSJSSS3SHSGS9S, !"¿ (J 
>¿$B%-%$c%$i%/%?$SN%+%i!<$r#R#G#BSG: (J 
>2SBIQS (SiS1SkSNSO3ZS7SSSGS9!#¢ (J 
ESBH>F) L@!&!&!&STSISH8@SCSFS_Sk! #2 (J 


2 SBSUSUSUSCH>F) L@! #2 (J (4%) 


¿SBK?%-%c%SsiSO#3#1!"#2#3!1"#1#9S"S?SJSGS7SgS&S+!)¿ (Մ(՞՞) 
¿SBA4A3%$H%1!<%K%s%0SKSJSiSJS+SCS?$SjJS7S%S9!#; (Մ(՞՞չ 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20525 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000034h 
tml.html 


--MESSAGE FILE 20526 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
Shtml.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
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From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOYjRiM3MnIkMSRBIGMkQyQ/GyhK?= 

Date: Tue, 13 May 1997 23:27:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33787A6B.196B@ibm.net> 

References: <19970206171425yasunaga@t3.rim.or.jp> <5e55p0$119@newsl.scei.co.jp> <5eg 
1d8Sp37@news1.scei.co.jp> <5SepbedSrul@newsl.scei.co.jp> <5f2nq5$1lkt@newsl.scei.co.jp 
> 


NNTP-Posting-Host: 202.135.105.169 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBS550£>05WSGS9! #2 (J 


ՀՏԹՏՏ5՞5551560595, !"#F#F#7!D!#¿ (J 
> ¿SB!!$pSNS$9$4S$S/!"%S"%P%$&%H$JSR%s%$HSG!"?=$7Lu$J$+$CS$?$GS9SM!#; (Մ(՞՞չչ 
> ¿SB!!SH$jS"S(S:!"8+$SDS+$SC$F!"ShS$S+SCS?SGS9!#¿(J(“**) 


¿$B; d$O!"7K6IM'C#$+$i65$($F$b$i$C$F$7$^$$$^$7$?! #2 (J 
¿SB$"$1SO!"SASg$CSHSo$S+$iSJ$SSGS9!D!#¿ (J 


> >>¿$B!1$H%&% [S&SUSOSSSASCS?SHSESTE (Մ....(՞չչ 
> >¿SB!!SH%&S+%SSF%SS%*!<SH4VOcS (S?S+SJ!J!0!0!K¿ (J 
¿SBSASJ$_SK!"š91<%U%!%_SN!V$m%2$s$7%s%0!&%5%,#3!W$G!"¿ (J 


¿SB!VE1J)ITGT!WSH$S$SS&Ip4oS$S,=P$F$S-$%$S9!D!#¿ (J 
--MESSAGE FILE 20526 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000035h 
tml.html 


--MESSAGE FILE 20527 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
6html.html 

Path: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1S0-2022-JP?B?GyRC1I24 jZSN30Fg5VCQVJE40LBsoQg==?= 
Date: Sat, 17 May 1997 03:34:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$ff8d19970517033426@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


éESB=PD%SC£!"SUSHS7S?S—-SCS+S1SG! "#n#e#we (B(¿SB%SN%$/%5!<%:Sm!<%$ISNSa!<%S+!<;¿ (B 
¿SBSGS$S9S$SM¿ (B) gSBSXM7SSSK9OTS-S*S7S?! #3 (B 


X68k ¢SBS,Bt; 3$"SCSFSASgSCSHS&S1S7$+SCS?! #2 (B 


ESB3\%/35!<%:Sm!<SI@8S_SN?FSGS"Sk@DLx; aSHBP@O$S7SF>!SFS?SNSO; (B 
ESBSSSS;WSS=PSGSO!#!TS*8_SSSKSQSESSSr27EYSHCSS$9gGS&GI<jS$I;nIgGSG$7$?!Kz (B 


ESBS=SN8e!"SS$Sm$S$$mSHLLGr$$OC$bJ9$1$*$7$2S7! #2 (B 


E$B<!2s:n!J; qNASi$7S-SbSNSNO1LItSO8+S (S?SNSGS9S, 1"ՏԼՏԵՏՏՏԵՏԶԱՀՏ`ՏՀչ (B 
ESBShS/So0$+S55%S; $s$GS7S$?!KS, =P$k$K$O$b$&>/$7$+$+$jJ$=$&$G$9$, !"¿ (B 
¿B4 |BT$7$FBT$D$3$H$K$7$^$9!#; (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20527 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000036h 
tml.html 
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--MESSAGE FILE 20528 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Matsubara <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1so0-2022-jp?B?GyRCJUEEKZyRDJEgG1LJCRLJEokaz8 30m4bKEo0=?= 
Date: Mon, 19 May 1997 11:52:25 +0900 

Organization: Digital Media Lab. 

Lines: 15 

Message-ID: <337FC069.59EE@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBSd!"SJSsS+S*5SWS7SVSjJSGS9!#SjJSgS&SGS9!#¿ (J 


¿SB$SS$DS>Sd!"!V¿ (JPlayStation; $B$, $U%) !<%I3i%j!<%A!<%* $N%9%]%s%5!<SKSISCS$?! WSHSS¢ (J 
2 SBS&S*OCSr$7$?SNSG6S9S, !"@hF|SHS"Skz (JPSzSBSN; (;oSr8+$F$S$S$?$i!"225$$JS/!V¿ (USCEI¿$BS 
651: (J 

¿SB%j!<%21<%`$r#77n#l1#8F|!JSQSC$1!)!KH/Gd!WSH=q$S$S$F$"$j$2$7$?!#¿ (J 
¿SB2hLL<L??2$H%?%SSH%šk!V%i%j!<%/%m%9!W$r8+S$Sk8BSjS$SGSO!&!&!&!&$"$sS$S+XS$Sj!"#W#R#C¿ (J 
¿SB!J@$3&%i%j!<A*<j8"!KS$HS$SO4X78$J$5$=$&$GS7; (J(;_ ; 


ESBS"SH!I"!VS*°S5I!<SNS"SHS5% (!WSJSk%S2!<%`SrSASgS3SCSHSdSCSFS_S?SNSGS9S, !&!&!&¿ (J 
ESBSIS+SIS+LLGr$$$GS9SM$'! #2 (J 

¿ SBKMSNS*5SSKF~SjSO!VS?Sk!W! Jz (J<-¿$B$?$k$NAO0$KN)$C$F7hDj%\%?%s$r2!$9$H!"<g?M8x$, ¿(J 
¿SB$=S&2r@b!)S7SFS/S1$k!K¿ (J 

¿SB5kNA!"S"SHSIS1$S/SiSS;DSCSFS?SCS1SJS!!&!&¿ (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20528 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000037h 
tml.html 


--MESSAGE FILE 20529 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRC124jZSN3JFg5VCOQVJE4OLBsoSg==?= 
Date: Sat, 24 May 1997 02:43:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <3385D73B.24D0@fa2.so-net.or.jp> 

References: <redbug$ff8d19970517033426@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS3SsSKSASO¿ (J kAZZY ¢SBSGS9! #2 (J 


RedBug wrote: 
> X68k ¢SBS,Bt; 3S"SCSFSASGSCSHS&S1S7$S+SCS?! #3 (J 


¿SBSrSr!"SAScSsSHFOSSSFS“S7S?S+!)!#¿ (J 
¿SB!J2HSNSO1#5oJkSiS7SGS9S, !K¿ (Մ(՞՞չ 


> ¿SB%SN%/%5!<%:%m!<%I@8S_SN?FSGS"Sk@DLx;aSHBP@oS7SF>!SFS?SNSO¿ (J 
> ¿SB$S$SSS;WSS=P$GS9!#!JS*8_SSSKS@%$&%$sS$Sr2?EYSbC%$S$S$9gS&GI<j$SJ;n9g$G$7S?!K¿ (J 


¿SBSSSSS"TSJS!!# O (J 
¿SBR@8S_SN?FSHBP@oSGS-SkSHS$OS&SiSdS*S7SSSGS9SMS'!#¿ (Մ(՞՞) 
¿$B$G!"Ii$+$7$F$7$^$&¿ (J RedBug չ5855555Օ0 ($9$S.$*Sol#e (Մ(՞՞) 


¿SBS7S+S71"S3S3S“SGSdSjJ9-SsSGSbSiS(SkSH%Sa!<%S+!<SHS$S7SFSO4rS$7SS8BSjJSQ@SH;WSSS ¿ (J 
¿SBS9Sh!#¿ (J 
¿SB!JS[SsSHSOSaSAScCS/SASc2yS7S+S$SC$?$jS7SF¿ (Մ(՞՞չ eSB! Ke (J 
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NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20529 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000038h 
tml.html 


--MESSAGE FILE 20530 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000003 
9html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUEEKZyRDJEg1JCRLJEokaz830m4bKE0=?= 
Date: Sat, 24 May 1997 02:55:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <3385DA06.184B@fa2.so-net.or.jp> 

References: <337FC069.59RE@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 210.132.170.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SSSKSASO;2 (J ¿SBSjJS$SgS&S5Ss!";¿ (J KAZZY¿$B$G$9!#¿ (J 


Matsubara wrote: 


> 

> ¿S$SB$d!"$JSsS$S+$*5WS$S7$V$j$GS9!#S$SjSgS&SGS9!#; (J 

> 

> eSBS"SH!"!V%*S5!<SNS"SH35% (!WŠ$J$k%$2!<%`$Sr$ASgS3S$C$ŠHSd$C$FS $?$NSG$9$,!&!&!&¿; (J 
> ¿SB$JS+$JS+LLGrS$S$GS9SMŠ'!#¿ (J 


¿SB$5SCS$S-K?=j)SN%SsA%*c%$C%HSGOCBjSKSJSCSFS?SSSGS9S, !"Sh$/So$t$j$*$;$sSG$7$? !#e (J 
¿SBS3S1SCSFSSSCS?SSSISsSJ%2!<%`SJSSSGS9S+!) (J 
¿SBSJSsS@S+5SSKSJSCSFS7S+S2S,SJSSSGS9!# (I(^^; 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
-—-MESSAGE FILE 20530 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000039h 
tml.html 


--MESSAGE FILE 20531 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso0-2022-jp?B?GyRCJUV41laiE8GyhK?= 

Date: Mon, 26 May 1997 11:45:09 +0900 

Organization: Digital Media Lab. 

Lines: 38 

Message-ID: <3388F935.82E@tokyo.dmlcyber.co.jp> 

References: <337FC069.59EE@tokyo.dmlcyber.co.jp> <3385DA06.184B@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS jS$g$&S$G6S9!#%1%9S, CY$1$F?=$7LU$"$J$^$; $s!#$b$&$4B8CN$+$b$7$1$^$; $s$, !"0l¿ (J 
ESB1~S*Ez$ (S7TS*S9l #2 (J 


kAZZY 

> > gSBS"SH!I"!V%*%S4!<SNS"SHS5% (!WSISk%2!<%* SrSASgS3SCSHSASCSFS_S?SNSGS9S, !&!&!&¿ (J 
> > ¢SBSIS+SIS+LLGrSS$SGS9SMS'!#3 (J 

> 

> ¢SBS5SCS—-K?=jSN%A%c%C%HSGOCB jSKSISCSFS$?Ss$GS9S, !"Sh$/So0S+S5S*S;SsSGS7S?!#z (J 
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> ¿SBS3S1SCSFSSSCS?SSSISsSJS2!<%`SJSSSGS9S+!)¿ (J 
> ¿SBSJSsS@S+5SSKSJSCSFS79+S2?2S,9JSSSGS9!#¿ (Մ(՞՞չ 


ESBS"S (SF$S8%c%šs%*k$GS$S$SS&SH!"0i@.#A#D#V$ŠGS7S$SgS&S+!# (J 
¢ $B<g ?M8xSOMnBh@#A0SNO#6b=0; U! JSrL\; X$93X@8!KSG! "B46H; n83SNS?SaSK!"#5G/4V; Te (J 
éESBOFSKY) K<Sr9=S (SFS"SSSFS° :nSjSKNeS* SHSSS&S*OCSGS9! 4. (J 


¿ SBATBGSIJL\E*SOSTSSSKSbS"S5S*°S;Ss!#!V@S3ESN4m5!Sr5_S&!WSHS+!"!VSISiS4SsSSrE] ¢ (J 
ESBS9!TS"SkKSCSF!K!WSHS+!VKb2&$rE] ete Oe ee YO $2$$$JBg>eCJ; (J 
2 SBSUBJL\S$JISs$+! "KbK! 3X9; SNMn$AS$3$\$1SKS$O4X78L5$SOCSG$7$g!) ¢ (J 


¿SBLNE*SOS?S@01SD!VB46H;n83SK9g3JS9Sk!WS3S1S@S1SGS9!#S*S"!"S"S(SF1sBgSJLNE*¿ (J 
¿SBSrS"S2SkKSHS9SkSJSi!&!&!&S(!<SH!&!&!&!V5f6KSN%S$"%S%$F%`Sr:n@.S9Sk!WSsS@SC¿(J 
ՀՏ8511) (J 


¿SBSGSb!"B46H@):nSNšS?šSaSK=SN)Sr@QSsSGSSSkSH!"!IVSHS"Sk%"%S%sF%` SNS?SaSK%SISi%4¿ (J 
¿SB%sB`<#!WSHS+!"!V2KS@S+SiEcSKS9SsSGSSSkKb2&SrS$S7SPS-E]S9!WSHS+!"225SSJS/SH¿ (J 
¿SBSsSGSbS$SJSSS3SHSrSdSiS+S7SFS?2SjS7S“S9$S,¿ (JU (“_ °; ; 


ESBSSSY% SSHSb?tB?$/1"% 3W%S1%S; ~4VSbS=S$1S$ [SIDIS/SISSSNSG!"5$7ZSKD) @o$G$—-S$*S9!#¢ 
¿SB!V:G6aLLGrS$S%S2!<%s`S,SJSSS` !<!WSH;WSCSFSSSkSJSi! "#1EYSOSWS1%SS9Sk2ACMS, ST" 
ESBSKSH;WSSS*SOSh! #KME*SKSO! "F1;~9XF~$7$?!VS8Sg$&$mI !SNSX$s$JISd$D0i@.32!<!We 
éESBSdSkShSjSO!"LLGr$$$+SJ! #SbSASmSs!"N><TSOJ}8~@-S, 0cS&SNSG! "O1L35SKHFSYSKSN; 
éESBSOShS/SISSSNSGS7SgS&S1ST!#¢ (J 


¿SB%21<%`%W%1%SSN%3%DSO!"SISsSISs?7S7SSS3SHSKD)@oS7SFSSS/S3SHSGS9SM!#<:GTSr¿ (J 
¿SB62S1SFSSSFSO!"?7S7SSE83+Sd@.D9SKSDSJS, SJSKS/SSSGS7SgS&!#¿ (J 


¿SBS3SsSJS+SsS8SGSIS&SGS7SgS&S+!) ¿ (I ¿SBSASJS_SKKMSO!"S(SS%SG%#%SsSO#2!"#4!"#5Sr8+;¿ (J 
E E s so A S S Հ R 

--MESSAGE FILE 20531 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000040h 
tml.html 


--MESSAGE FILE 20532 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Ace Combat 2 

Date: Fri, 30 May 1997 02:09:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <yasunaga$1f£7219970530020949@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ե) 


ESBS3SSSKSASO!"¢ (BMr.KeSBSGS9! #2 ( 


pa %&(1<S9S3S3SSPSCZH#EZS, H/GA$ŞG$9$M!*; (B 
¿SB#1:nLNSb9%$S-S@SCS$?SNSG!"GcS*S&SH;WSCSFSSS S9!#¿ (B 
¿SBGcSCS$S?Si!"46A[=qS-S*S9SM!#¿ (Ց 


program ¿SBSU%S)!<%i%`%Sj!<%s@!<¿(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
Home address : ¿S$B:k6L8)Bg5N;T5HLInD.;¿ (B 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20532 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000041h 
tml.html 


--MESSAGE FILE 20533 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Ace Combat 2 

Date: Fri, 30 May 1997 12:16:37 +0900 

Organization: Digital Media Lab. 
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Lines: 31 

Message-ID: <338E4695.6600@tokyo.dmlcyber.co.jp> 
References: <yasunaga$1f£7219970530020949@news1.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


> ¿SBSSShSSSh!":#F|%(!<%9%3%s%P%SC%H#2S,H/GdSGS9SM!*¿ (J 
> ¿SB#1:nLNSb9%sS-S@SCS?SNSG!"GcS*S&SH;WSCSFSSS AS9!#¿ (J 
> gSBGcSC$?S$i!"46A[=q$—-S*S9SM! #2 (J 


¿SB$O!<$$!"Gc$C$F$-$^$7$?$!; (J (*%_*%) / 
¿SBSbS&!&!&!&#O#KSGS9!*; (J 


¿SB%* !<SWSKSSS0S+SiS7TSFS1SCS3S&SdSk5$SKS5$; SFS/S1S*°S9SM! #2 (J 
éSBSd$0$ 4! "COLLS, $7$CS+SjIASSSFS"SkKSH!"1s6a46SHS+!"6u5SSNB8:_$_ S?SSSISNS,SO¢ (J 
ESBSCS—-S$jSOS+SCSE3ZS7S$ ! #2 (Մ 


2 SBS$3S%aSkS*%SS%?!<SS$9SKSH! "1@SN>eSK=PSFS7S*$S$*S9!#4751Sk$*SG! "L\SNA0S, ??¿ (J 
ESBSCOE! J??$CGr! KSKSISCSF | "SASgGSCSH62SS$G6$9!#$7$+$b!":G=iSN$3$SmSN5!BNSGSO!"¢ (J 
£SB%Q%0!<S,L5S/SFS9S0<:B.S7SASCSEST7! #3 (J 

ESBS"!"SGSb!"SUS1S"SNI=8=S, SHSFSbS-S1SSSKSISCSFSSSKSNSG!"?bD>>e>:$, 3Z$7$_S$Ké (J 
ՀՏՔՏՄՏյՏ՞Տ7ՏՉ Ու (J 


£$B%_&C%7%g%s$b! "SHSs$GSb$ISSSNSHS$+ ! "M=Dj30$NE83+SHS$+! "$SSC$/$45$5$; $F$/$1$F¿ (J 
ESBKOS-S%*S;Ss!#¢ (Մ 
2$B$?$HS$ (SP!"!_!_S$NGS5$%@%/SHS$+$i2?/F~SHS+!&!&!&S [SHSs$Iz (J007Z$B$*$,$$2(T(*_*;; 


¿SB$SJSsS@S+!"S?S@HtS$SsSGSSSkS@SlSGSb==J,3Z$7SSSGS9!#¿ (Մ 


ESBSGI" 2 #!I"#1L2Z8SS/S55S"STS°STS? 1 ##ZZSL\S,S*S?S9SASS!I*3 (J 

2 SBOXF~S$G$-$k5 ! BNSNSP% 565 (!<%7%g%sS,A)S (Sk! JIQSOSk!) !K$sSGS9!# (J 
ZSBS*S) !"STSiS1Ss$@z (J (*_*) 

2 SBSUSHSCS7%ESYSCSHS, =i4| SN; }SAS-SCSiS@z (J (*_*;) 
éESBSRSGSCSHS7SF!"S3SNS*S*SSS1$P¢ (DATF-1¿SBSb;HS (SkS$h$&$KSISkSNS$+!) 2 (J 
2SB5$I, $O% (%j%"#8#8$C$9!*; (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20533 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000042h 
tml.html 


--MESSAGE FILE 20534 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Ace Combat 2 

Date: 30 May 1997 11:09:44 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 23 

Message-ID: <5mmchoS$7ka@newsl.scei.co.jp> 

References: <yasunaga$1f£7219970530020949@news1.scei.co.jp> 
NNTP-Posting-Host: 202.251.251.203 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom: S$BSG$9!#¢ (B 


Mr.K ¿$B$5$s[)$/¿ (B... 
> 
>¿SBS3SsSKSASO!"¿ (BMr.K¿SBSGS9!#¿ (B 
> 
¿SB!1$S3$SsSKSASo!"¿ (BMr.Kz$BS5$s! #2 (B 


>2¿SBSSShSSSh!":#F|%S (1<%9%3%s%*SP%C%$H#2S,H/GdS$GS9SM!*;¿ (B 
>¢SBH1:nL\$b9%3$—-S@SCS?SNSG! "GcS$*S&SH;WSCSFSSS*S9! #2 (B 


¿SB!!@hS[SI!"GcSCSFS-S*“S7S?!#¿ (B 
¿SB1!S“S@!"3+TuS7SFSJSSSsSGS9S, !"SJSSS+#C#D%7%s%0%kSH¿ (B 
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ESB! 16'ՀԼ18Տ Տ2ՏՏՏՄՏԵՏԱՏ, SDSSSFSSS“S7S?!#¿ (B 


éSB!!SASgSCSH!"S&S1S57S+SCS?SGS9! #3 (B 
¿$B!tFC$K!"G'<1I8$, !#!J>P!Kz (B 


LPS Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp eff Xf, 
Թ ae Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 


—-MESSAGE FILE 20534 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000043h 
tml.html 


--MESSAGE FILE 20535 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
4html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Ace Combat 2 

Date: Fri, 30 May 1997 23:31:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <338EE4A5.72A9@fa2.so-net.or.jp> 

References: <yasunaga$1f£7219970530020949@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBSISbDSGS9O!#2 (J Mr.K ¿$B$5$s!#¿ (J KAZZY zSBSGS9O!#¢ (J 


> ¿SBSSShSSSh!": S (!<%9%3%s%P%C%H#2S,H/GdSGS9SM! *¿ (J 
> ¿SB#1:nLNSb9%$S-S@SCS?SNSG!"GcS*S&SH;WSCSFSSS*S9!#; (J 
> ¿SBGcSCS?$Si!"46A[=q$-S*S9SM!#¿ (J 


¿SBSSSdS!!"S*S9S9SaSGS9Sh!#¿ (J 
¿SB@'HsS$SC!*!*¿(J(“**) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20535 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000044h 
tml.html 


--MESSAGE FILE 20536 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Ace Combat 2 

Date: Fri, 30 May 1997 23:42:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <338EE73F.4A20@fa2.so-net.or.jp> 

References: <yasunaga$1f£7219970530020949@newsl.scei.co.jp> <Smmcho$7ka@newsl.scei.co 
.Յք» 

NNTP-Posting-Host: 210.132.170.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SSSKSASO; (J falcom ¿$B$5$s!#¿ (J ¢SBtke (JAZZY: SBSGS9! #2 (J 


> 2$B!!@hS[$T!"GcSC$FS-S$*$7$?!#e (J 
> ¿SB!!S“S@!"3+TIuS7SF9JSSSsSGS9S, !"SJSSS+#C#D%7%s%S0%kSH¿ (J 
> ¿SB!!G'<118S_S?SSSJSbSNS, SDSSSFSSS“S7S?!#¿ (J 
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éESBSr$r!"S=S1SOHKL) |) $NM=LSFCE5SSGS9SM! #2 (J 


> ¢SB!!SASgSCSH!"S&S1S7S+SCS?SGS9! #2 (J 
> gSBItFCSK!"G'<118S, !#!J>P!Kz (J 


ESBS$!<SI!<S$$!<$I!<!Ig(I%%; 
¿SBšoS?$7SOM=LsS7SFS?SNSK2?SKSbSbSiS (SISt+$C$?l#e (J (; չ) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20536 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000045h 
tml.html 


--MESSAGE FILE 20537 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: I bought ‘Ace Combat2' 

Date: Sat, 31 May 1997 17:35:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <yasunaga$1f£7219970531173545@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.46 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


2 SBS3Ss$KSASO!"2 (BMr.KzSBSG$9! #2 (B 
ESBGCSSS*°S7S2!"%S (!<S9S3SSSPSCSH#H2Z! #3 (B 
ESBSSSGSHDSCSF!I"S"STSmMSO0SOSCSI; HSCSFSS!<%8!<%Sb!<SISG@hHDxSHSjS"S ($22 (B 


¿SB=*SoSj$S%S7S?!1#SGSb!"S*AS@S*S@7.>O$,>/SJSSS71"1#S7%_%C%7%g%sSbSšS"¿ (B 
¿SBSkShS&SGS9S7!"S*S@S*S@SdSjS4S?2?S(S"SJS=S&SGS9SM!#¿ (B 


¿SBS= ԱՆՆ: Re eg ԱԱՀ YY 2 
ՀՏՔՇԼՏ7ՏԻՏ7Տ՞ՏԵՀ(8(՞՞ ESB! #2 (B 


program ;SB%SU%) !<%$i%° S43!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20537 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000046h 
tml.html 


--MESSAGE FILE 20538 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: I bought 'Ace Combat2' 

Date: Mon, 02 Jun 1997 11:51:59 +0900 

Organization: Digital Media Lab. 

Lines: 18 

Message-ID: <3392354F.3DD1@tokyo.dmlcyber.co.jp> 
References: <yasunaga$1£7219970531173545@news1.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBS*SOShS$S&S4S6S$S*S9!"¿ (IMr.K¿$B$5$s¿ (J 


> ¿$B$= $C%$7%g%šs=*SoSCS?8eSN%Si%$s%$G%$#%s%0SOSIS&S7SFSb<: ¢ 
> ¿SBGTS$S7$SF$7$S“$S&¿ (I(^^; ESB! #2 (J 
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In the mean time I have removed the binaries from the web site.. 


Its ironic I've received more feedback from outside the Yaroze community 
in the last few weeks than I have in total the last year. 


Cheers 
Jim 


(iii) PlayStation Format Software may be used only for the purposes of 
Net Yaroze. Any use of PlayStation Format Software (including a Member;s 
own) other than for the purposes of Net Yaroze, including but not 
limited to, any commercial dissemination, use or exploitation and 
dissemination on servers other than the Yaroze Server requires SCEE;s 
consent and where a Member wishes to publish his/her PlayStation Format 
Software then this will be governed by SCEEzs then current publishing 
procedures as PlayStation format holder. 


George Bain Wrote: 

> 

>Hi all, 

> 

>Since everyone signed this agreement they should follow it. I 
>know that some members have homepages elsewhere on the 
>Internet used as a second Yaroze homepage. This is great but 
>you can't release your games or PSX documentation, including 
>PSX source code. This is a strict violation of the agreement. 
>Please remove such information if needed. 

> 

>Regards, 

> 

>George 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


I've read the terms and conditions here, very closely. 


But someone correct me if I'm wrong. 

Any Development Tools, that is binaries and docs may not be 
placed elsewhere. 

Member's binaries compiled using the Dev Tools may not be 
placed elsewhere. 

However, in 5iii, it makes no reference to the location of 
Member's PlayStation Format Source Code, so I presume that 
we may place them elsewhere provided they make no reference 
to any PSX call. 


This should be quite easy to overcome. 

On our homepages, we can place a header file containing 

a set of #define function macros, which members may download 
and use in conjunction with code placed elsewhere. 

By doing this, the functionality of the code can still be 
quite clear, whilst not sacrificing the required security 

of the Development Tools. 


/* On Yaroze Server - file "funcmacros.h" */ 
#define CALL1(n) DrawSync(n) 

#define CALL2 (n) VSync (n) 

etc, etc.. 


/* elsewhere */ 
#include "funcmacros.h" 


void main (void) { 
//code 
CALL1 (0); 
CALL2 (0); 
//etc.. 

} 


Can anyone confirm that this is OK? 
In any case, if anyone really wanted to pirate Yaroze's Dev Tools, 


they would have probably bought one anyway. Much simpler to 
disassemble with the whole dev kit and docs, without having to 
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--MESSAGE FILE 20538 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000047h 
tml.html 


--MESSAGE FILE 20539 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: AC2 

Date: Mon, 02 Jun 1997 12:05:45 +0900 

Organization: Digital Media Lab. 

Lines: 11 

Message-ID: <33923889.52F6@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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—-MESSAGE FILE 20539 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000048h 
tml.html 


--MESSAGE FILE 20540 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000004 
9html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: AC2 =?iso-2022-jp?B?GyRCUDOkTkKI+IUo1TSU/ JFAkbCFLGyhK?= 
Date: Tue, 03 Jun 1997 11:16:51 +0900 

Organization: Digital Media Lab. 

Lines: 15 

Message-ID: <33937E93.5C5@tokyo.dmlcyber.co.jp> 

References: <33923889.52F6@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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Net Yaroze newsgroups message dump.txt Page 13832 
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--MESSAGE FILE 20540 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000049h 
tml.html 


--MESSAGE FILE 20541 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 
Ohtml. html 


Pa 


ths 


chuka.playstation.co.uk!newsl.scei.co.jp!usenet 


From: kAZZY <kazzyl168@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: Re: AC2 =?iso-2022-jp?B?GyRCUDOkKTkI+IUoO1LTSU/JFAKbCFLIVwbKEo=?= ( 


Da 


tes 


=?1so0o-2022-jp?B?GyRCUVclaSUS5GyhK?=) 
Sat, 21 Jun 1997 02:16:50 +0900 


Organization: PlayStation Net Yarouze 


Li 


nes: 


53 


Message-ID: <33AABB02.142D@fa2.so-net.or.jp> 

References: <33923889.52F6@tokyo.dmlcyber.co.jp> <33937E93.5C5@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 210.132.170.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 
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NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20541 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000050h 
tml.html 


--MESSAGE FILE 20542 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: FFT Get! 

Date: Mon, 23 Jun 1997 13:42:00 +0900 

Organization: N/A 

Lines: 19 

Message-ID: <33ADFE91.C78@crd.ynu.ac.jp> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 
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—-MESSAGE FILE 20542 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000051h 
tml.html 


--MESSAGE FILE 20543 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 

2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: AC2 =?iso-2022-jp?B?GyRCUDOkKTkKI+IUoO1LTSU/JFAKbCFLIVwbKEo=?= ( 

=?1s0-2022-jp?B?GyRCUVclaSUS5GyhK?=) 

Date: Mon, 23 Jun 1997 13:54:41 +0900 

Organization: Digital Media Lab. 

Lines: 50 

Message-ID: <33AE0191.6B37@tokyo.dmlcyber.co.jp> 

References: <33923889.52F6@tokyo.dmlcyber.co.jp> <33937E93.5C5@tokyo.dmlcyber.co.jp> 
<33AABB02.142D@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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——MESSAGE FILE 20543 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000052h 


tml.html 


--MESSAGE FILE 20544 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 


3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Tatuhiko Kodama <kodal@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: Re: FFT Get! 

Date: Mon, 23 Jun 1997 15:57:54 +0900 
Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33AE1E0B.4562@fa2.so-net.or.jp> 
References: <33ADFE91.C78@crd.ynu.ac.jp> 
Reply-To: kodal@fa2.so-net.or.jp 
NNTP-Posting-Host: 210.132.160.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 
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--MESSAGE FILE 20544 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000053h 
tml.html 


--MESSAGE FILE 20545 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: FFT Get! 

Date: Mon, 23 Jun 1997 16:19:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33AE236E.7EB2@fa2.so-net.or.jp> 

References: <33ADFE91.C78@crd.ynu.ac.jp> <33AE1E0B.4562@fa2.so-net.or.jp> 
Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBSSS$-SIS4<:GTS7S*S7$2! #3 (J 
¿SB%$SO%s%ISk@_D3j4VOc$Š (SFS*S7$?! #2 (J 
¿$B$*$b$$$C$-$7K\L>$G$F$k$d$s!#¿ (J 


¿SBD(@5¿ (J 

Tatuhiko Kodama¿$B!!"*!!#K#O#D#A#1¿ (J 

--MESSAGE FILE 20545 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000054h 
tml.html 


--MESSAGE FILE 20546 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 
Shtml. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Toshiharu Sirai <r-shirai@sakuranet.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022- 4p?B?UGFsGyRCJGOQkQyQ/GyhK?= 

Date: Mon, 30 Jun 1997 23:32:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33B7C394.667D@sakuranet.or.jp> 
NNTP-Posting-Host: 202.229.254.240 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SB#P#a#1SKSOS, SCS+SJS7S?!#¿ (J 
--MESSAGE FILE 20546 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000055h 
tml.html 


--MESSAGE FILE 20547 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 
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6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: ArmoredCore 

Date: Sat, 12 Jul 1997 10:13:29 +0900 
Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19970712101329beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 203.216.8.81 
X-Posting-Software: WSNews 2.01 


2SB!!S3$s$KSASO! #3+SDSHSSSS$*S9! #3 (B 
:$B!!¿ (B 
ZSB! !H/GdF | $N#1#0F | SKOXF~$7$°$7$2! #2 (B 


2$B!!M7S$S; OSa$F:G=iSNS&SASO!"S=SsSISKLLGr$/S$IS+$CS?SsS@S1SI!"3 (B 
ՀՏՔՃ՝ :nSH$+$K47$1$?SiS9S4SSLLGrS$SGS$9! #2 (B 


é$B!!:G=iM7SsS$@; ~SKSOSIS<S$+$9S4$8$?1S$S$*°S$7$?! #BND40-S+SCS?SNS+SI! #2 (B 
¿SB$S=S1S$SHSb47$S1S?Si?1SoSJS/SJSkSsS@SmS&S+!# (B 


¿SB!!7gE@Sr5s$2SkSHS9S1$SP!"%SasK%se!<!J%_%SC%7%g%sSHS+%,%1!<%8SHS+A*BrS9Sk!K; (B 
¿SBSNF0:nS$,=ESSS3SH!#%_%sC%7%g%s<:GTS7S?S1i!"A0SN%; !<%V%G!<%?FIS_9~SsSG; (B 


¿SBSdSjJD>S7SFSkSNSG:#SNSHS3%SQ!<%U%S'%/SHSGS9!#;¿ (8(՞՞ ¿SB!!SGSb;-4VS$S,3]$S+Sk!&!&!&!# (B 


¿SB!1S3SN%2!<%` SCSFSISCSASN@*NOSKSbIUS+S:SK;E;vSr$3SJS7SF9TS1SPNISSSNS+SJ!) (B 
¿ SBSGSbJRJ}$N; E; v$r$?$/S5$sS$d$CSF$?$i!"SbS&IRI}$+$i;E;v$,Mh$JI$/SISCSASc$C$?! #2 (B 


katu beru@fa2.so-net.or.jp 
—-MESSAGE FILE 20547 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000056h 
tml.html 


--MESSAGE FILE 20548 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: ArmoredCore 

Date: Tue, 15 Jul 1997 00:53:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33CA4B63.AA2435C@ga2.so-net.or.jp> 

References: <19970712101329beru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.188.221 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


katu wrote: 
> g$B!!M7$S; OSa$F:G=iSN$&SASO!"S=SsSISKLLGr$/$JI$+$C$?$sS@S1$I!"3 (J 
> ¢SBA* :nSHS+SK47S1S?SiS9S4SSLLGrSSSGS9! #3 (J 


2 SBS&SASKO1LHV6aSSE9SGSO! "2 (J 
éESBK\EISNT}$+$i!VS/S=%2!<S@S+SiGdS1SISS!#H/CmS9SkST!#!WSHSSSE&¢2 (J 
¿SBFfSN;XNaS,2<SCS?S=S&SG!"¿ (J 

2 $BH/Cm$7$JI$+$C$?5s$26g!"%G%bHGS*$G>00" SRSKS$"S$2SAScSC$?Si$7T$$$GS9! #2 (J 


¿ $B; d$,H/GdF | $KGcSS$SK9TSCS?$i! VS*BpS$Gz (J10¢$B?ML\! #!WSH! "ScSSSFSSS*S7S2! #2 (J 


¿SBSASgSCSHSdSCSFM)2rS$SGS-S:SKEJS2SAScCSCS?SsSGS9S+SM; (J? 


Bugbear 

¿SBHu8)¿ (J ¿SB>!Li (J 

bugbear@ga2.so-net.or.jp 

—-MESSAGE FILE 20548 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000057h 
tml.html 
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--MESSAGE FILE 20549 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 


8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: ArmoredCore 

Date: Tue, 15 Jul 1997 09:20:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <redbug$Sff8d19970715092038@news1.scei.co.jp> 
References: <19970712101329beru@fa2.so-net.or.jp> <33CA4B63.AA2435C@ga2.so-net.or.jp 
> 


NNTP-Posting-Host: 133.130.133.16 


Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 
RedBug¢ $B! w85%U%S!%_S33s%7%gSCSWSNSP%S%H7/2(B ¢SBSGS9! #2 (B 


playstation.ny.gamer.ps_game ¿$B$N¿ (B 
<33CA4B63.AA2435C@ga2.so-net.or. jp>zSBSKS*SSSF3; (B 
1997/07/15/ 00:53 ¢$B:"!"3 (BKatsuya Higuchi ¿$B$5$s$0=q$-$^$7$?!#; (B 


>katu wrote: 

>> ¢$B!!M7SS; O0SaSF:G=iSNS&SASO!"S=SsSISKLLGr$/SIS+SCS?SsS@S1SI!"e 
>> ¢SBA* :nSH$+S$K47S1S?SiS9S4SSLLGrSS$S$GS9! #2 (B 

> 

>¢ SBS&SASKOLHV6aSSE9SGSO! "3 (B 
>¢SBK\EQSNI}S$+Si!V%3/%=%32!<S@S+SiGdS1SISS! #H/CmS9SkST!#!WSHSSS&; (B 


ESBS"SISNSIS$3$,%/%=%2!<SISSSGS7TSgS&S+!) 3 (B 
¿SB@K$7$`Si$/SO¿ (BSCEg Աաաա Բնա SFSC%/%3%S%HSm! <SiSKLSBP1~SIS3SH; (B 
&SBS/SiSSSGS9! #; dSKSHSCSFSO! #3 (B 


> ¿° 
>° 


¿SB%SA%S'!<%SsE9SN!VKNE9S+SiSN; c RUC YY ays Aree 
¿SBE9SJSsSFSDSVS$S1SAScS$SSS S9!1#¿ (B 

° SBO"CESO% 713 4!<S:T*SHS+!"S-$C%i1%S/%3?!<I*SHS+!"S=S&SSSESNSGS7S+3 (B 
2 SBH= CGS7SIS3S+$il #5 ( (B 


(B 


BFf$N; XNa$,2<$C$?$=$&$G!"¿ (B 
BH/Cm$7$JI$+SCS$?5s$26g!"SGSbHGS*SG>oO"5RSKS"S2SASCSCS?SiSTSSSGS9! #2 (B 


B 


; SBOBA4SKSS5— ՏՀՏՏՏԱՏՕՏՕՏԻՏԵՏՏՏՕՏՉ9Տ, ՏԵԼԻ չ ( 


(8 


ESBS"! I<%“! <S1%3% "$O$+$J$jGd$1 


ESB! t%Usm%$s%H%_SCS7Sg%SS, CYS] 


SkSH; WSSS*S9Sh!"SOSS! #2 (B 
LS1SP!"B)$,D9S$/SISk$+$b$M! #2 (B 


>¿ $B; d$,H/GdF | $KGcSSSK9TSCS$?$i! VS*BpSGz (B10ZSB?ML\! #!WSH! "ScSSSFSSS$*S7S$?! #3 (B 
> 
>¿$Š 


¿ $B; d$, SASgSCSHSdSCSFM)2rSGS-SJS+SCS?SNSO!"!V%S5%, %UÚ ԱԱ ԱՐՎ s 
LSBS"!<%*!<S1S3S"SHF1; ~SKGCSCS?SNSG! "S$ [SCS?Si$+S7SKSISCSFS*S9! #2 (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 

beginners@FL.scei.co.jp 
—-MESSAGE FILE 20549 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000058h 
tml.html 


BSASgSCSHSASCSEM} 2r$GS-S$ : SKEJS2ZSAScCSCS?SSSGS9S+SMz (B? 


--MESSAGE FILE 20550 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000005 


9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ju-ju <ju-ju@psn.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: ArmoredCore 

Date: Sat, 19 Jul 1997 01:27:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <33CF997F.4312@psn.or.jp> 

References: <19970712101329beru@fa2.so-net.or.jp> <33CA4B63.AA2435C@ga2.so-net.or.jp 
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> 

NNTP-Posting-Host: 202.232.212.63 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; Լ) 


SBS3SsSKSASO; (JKatsuya Higuchi ¿$B$5$s!#¿ (JTOKI¢SBSGS9!#¢ (J 


ESBS&SASKOLHV6aSSE9SGSO! "3 (J 
¿SBKNF9SNJ)$+$i!V%S/%S=%2!<SQ@S+$iGdS1SJSS!#H/CmS9SkSJ!#!WSHSSS&¿ (J 
¿SBFfSN;XNaS,2<S$SCS?$S=S&SG!"¿ (J 


V V V VO 


¿$BC/ $, H=CGS7SFSkS$SsS$SGS7SgS&!#!!!1V%S/%=%2!<H= ee ԿՐ 
ESBSAS'!<SSEOSKSOS3SsSJ; XNaSb$"SkSsSGS9SM! "A4A3CNSiSIS+SCS?! #2 (J 


> ¢~SBH/Cm$7$JI$+$C$?5s$26g!"SG%bHGS$*SG>oO"SRSKS"S2SAScSCS$?SiSTS$$SGso!#ze (J 


2 SBS7$+$b$=$ 1SK=>SCSFSSSKSHSOFSEYSS3C%/%4! #2 (J 
¿SB!JSIS&$SjSG#A#Z#I#T#OS, IJGv$@SCŠ?H&SQ!&!&!&!K¿ (J 


2 $B; d$, H/GdF | $KGc$$$K9TSCS$?$i! VS*Bp$Gz (J10¿$B?ML\!#!W$H!"5c$$$F$$$^$7$?! #2 (J 
¿SBSASgSCSHSdSCS$SFM)2r$GS-S:SKEjS2SASc$C$?$sS$SGS95+SM; (J? 


¿SB7k9=S*E9SN2?M$SCSFH/GdA0SKM7Ss$GSkSDSNSJSsSG$S7Sg$S&S+!)!!S@GS$SHS9$SkSHE90wŠN; (J 
¿SB9%$S_SG;dSN9%$S-SJ%S2!<%`S,NdHSSr?)SoS5S1SkS3SHSbS"SkSNS@SmS&S+!)! !CMCJS, ¿(J 
¿SB0BS/SJSkSNSO4?7“S@S1SI!"E9F,S+SiAa!9SK;QSr>CS$S7SFS7S%“S&S3SHSbS7SPS7SP!&!&!&!#¿ (J 
—-MESSAGE FILE 20550 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000059h 
tml.html 


--MESSAGE FILE 20551 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
Ohtml. html 

Path: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: ArmoredCore 

Date: Sat, 19 Jul 1997 09:41:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <redbug$ff8d19970719094155@news1.scei.co.jp> 

References: <19970712101329beru@fa2.so-net.or.jp> <33CA4B63.AA2435C@ga2.so-net.or.jp 
> <33CF997F.4312@psn.or.jp> 

NNTP-Posting-Host: 133.130.133.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.gamer.ps_game ¿SBSN; (B 
<33CF997F.4312@psn.or. jp>z¢SBSK$*S$$SF¢ (B 
1997/07/19/ 01:27 :58:" 1" (Bju-ju <ju-ju@psn.or. jp>z$BS5$s$O=q$-S$*S7$?!#2 (B 


>> ¢SBS&SASKOLHV6aSSEISGSO! "2 (B 

>> ¢~SBK\E9SNI}$+S$i!V%S/%=%32!<S@S+SiGdS1SISS!#H/CmS9SkST!#!WSHSSS&¢ (B 
>> z¢SBFLSN; ՀԱՅՏ, 2<SC$?S=S&SG!"3 (B 
> 

>: $BC/$, H=CG$7$F$k$s$G$7$g$&!#!!!V%/%=%2!<H= Fire ar enema ԱՐԱՐԵՐ 
>¢SBSA%'!<SsEISKSOS3Ss$J; XNaSbS"SkSsSGS$9SM! "A4A3CNSiSJS+SCS?! #2 (B 


¢SBH>J,$/$iS$S$0!VK\E9SNET9IG! WSCSFE[SGS9! #2 (B 
SCEI zSBSHD>@\<h0zS7SFSJISS%A%'!<%SEISN>19g$0! "K\E9S, %=%U%H$rF~2Y$G$-$J$+$C; (B 
ESBS?>19g! "S3SNShS$&SK8@SCSFS/Sk;V$,S$"SjS*S9! #z (B 


>> ¢SBH/Cm$7$I$+$C$?5s$26g!"SGSbHGS*$G>oO"SRSKS"S2SAScSCS?SiSTSS$G$9!#¢ (B 
> 
>2SB$7$+Sb$=S1SK=>SCSFSSSkSHSOFSEY%S%C%/%j! #2 (B 

>¿SB!JSTITS&SJjJSG#A#Z#RI#T#OS, LIGVSASCS?PHES@!E!&!&!Kz (B 


AZITO ¢$B$0%9%+S@SH;WSSS*S7S$?! #2 (B 
¿SB%$0%1%U%S#%C%/9, S"S$S1SGSOS9!<%sU%S!%_ SKS7S+8+S (9JSSS7!"¿ (B 
¿$B%a%b%j!<%+!<%I?)$$$^$/$K$7!&!&!&J8; Z%U%)%s%H$O$"$s$^$j$@$7!# (B 
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¿SB:G=iSK5/F0S7SF!"M7SSB3S1ShS&SCSF5SSKS*SGSJSiSJSSSSsSGS9!#¿ (B 
¿ $B; d$, S=SUSHSr<!$+$i<!SKGCSE&St+SiS@SHS$$eOCSb$"$j$*s9s, 14չ (B 


> 2 $B7k9=$*E9SN?MSCSFH/GdA0SKM7$sS$GSkSbSNSISS$G$7$g$&S$+!) !! S@SHSOSKSHEIOWSNG (B 
>2SB9%S_SG; dSN9%$-$J%2!<%° $, NdHS$r?) SoS5S1SkS3SHSbS"SkSNS@SmMS&S+!) 1 ԼՇԱՇՄՏ, չ (B 
> SBOBS/SISKSNS04?7*°S@S1S1! "E9F, $+S$iAa! 9$K; QOSr>C$7S$FS7$*S&S3SHSbS7SPS7SP!&!6! 


&!# (B 


¿SB5nG/SN2FS+$i!"H/GdA0$SN$=%U%H$,$*$HSŠaSF#1Kg$N#C#DSKF-$C57?;nMOHG: (B 
¿SB!JSW%S1SWS1SK6aSS!KS, 7@LSEISKG[SiS1SFSkShS&SGS9! #2 (B 


¿SŠBE90w$N9%S$_S$SC$SF$NSO>.$5SJE9S[SI1F6A$S5S1$d45$59SS$GS91#;¿ (B 
2$BO1HV3N<BSJSNSO! "H/GdSN#1#0F | AOS/SiSS$*SGSKM=LsF~S1SAScS&; Vv! #2 (B 
ESBS+SISi$:!"3 (BSCE ¢SBSHD>@\<h$ j0z$-S7SFSkE9SGM=Ls$ 9SkShS&SKS7S*S7SgS&! #2 (B 
éSB%A%'!<%sE9SGSO! "K\E9S, 013g$G; EF~S1SFS$=S$1$rG [5k$9SkSHS3$m$,$"S5!"3 (B 
ESBS3S$&S$SS$&SHS$3Sm$GSO>1 9gSKShHSCSFSOM=Ls$7SFSFSbGcS$ ($%$; $s! #2 (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20551 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000060h 
tml.html 


--MESSAGE FILE 20552 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SinTa" <sinta@fsinet.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: ArmoredCore 

Date: 19 Jul 1997 16:44:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01bc9462$83b7d4e0Sf3cdefca@sinta.fsinet.or.jp> 
References: <19970712101329beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.239.205.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSISb#S#i#n#T#aSHSS$$S$*sSOl#e (J 
¿ $B; d$bGc$$$^$7$?! #2 (J 


¿SBS3SNS2!<%` !"LLGr$$$s$G$9$, $*6b$rN/$a$k$N$, $SDSi$S$G$9! #2 (J 
¿SBCFLt$d=$M}Be$,<+J, ; }$A$HJ9$$$F!V;¿ (JAria88¿$B$+!)!W$H!"FM$C9~$_$,¿ (J 
ESBF~SCSFS*S7$2?¢ (Մ ¿SB!010¿ (J 


ESBS7S+$S7!"S"SNZaSK%Se!<SOL/SK!Vz (JNoel:¿$B!W$r$[$&$U$D$H$5$; $K$N$G$9$, !D¿ (J 


ESBS"SH! "ITK~SHSSS ($P:G8e$^$G%/%j%"$7$?$i$=$N5!BN$OBPRQO$G; H$&$7$+$J$$$3$H$G$9; (J 
¿$B$+$M!)¿ (J 

ESBS; $a$F!"#V#S!S#CH#O#Me (J 

ESBSbIUSISFS [$7$+SCS$?SGS9SM!"1TBtSr8@S (SP#V#SSAS1S8SCSIS/ 6&F1SWS1%S¢ (J 

¢ SBSb=PMhS$kSH; dSO4r$7S+SCS?SCS9! #3 (J 


INA // 
SinTa ՞՞) [ E-mail : sinta@fsinet.or.jp ] 
// // 
—-MESSAGE FILE 20552 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000061h 
tml.html 


--MESSAGE FILE 20553 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?GyRCIUoLTSU/JFAkKbCFLGyhKRk ZUGyRCUGgkJiRkJC8 1LyVqJSIbKEo=?= 
Date: Thu, 24 Jul 1997 21:34:52 +0900 

Organization: Digital Media Lab. 

Lines: 12 
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Message-ID: <33D74BEC.10D36094@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBSWS13S; ~4V#1#6#8; ~4VOT>eSG! "SdASCSHS/SIS"STS°STS?!#:#S*SGSGOLHV! "S/S5%"S%3 (J 
ESBSGSNSWS1%3S; ~4V$,D9S$%2!<%° SNShS&S$SJ5SS,S7%“S9!J#FP#F#7SO#9#2; -4VS0SiSSS@SC¿ (J 
¿$B$?!K¿ (J 


¿$B$G!"KM$N%$ ($s%G%#%s%0$O%S*%$t%'%$j%S"SH%$G%S#%Sj!<%?$,6&E]$1; (U(;_;¿SBSHS$S&!"SASgSCSH; (J 
¿SBHa7`E*$J%Q%š?!<%sS@$C$?Ss$G$S9S1$SI!"Oc$&% (Gs$G%#%s%0$,S"SkS$SNSG$S7$SgS&$S+!#; (J 


¿SBSIS3S+$G%9%SH!<%j!<SrJQS (SkA*Br;h$, $"$CS?SiS7SSSN$G$9$, ! 'KMSKSOSoS+S3jJS S; (J 
¿SŠB$sS$SGS7S?!#¿ (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20553 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000062h 
tml.html 


--MESSAGE FILE 20554 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?iso-2022-jp?B?GyRCMiNBUiEhRTAbKFEFo=?=" <t-yoko@pa2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?i1so-2022-jp?B?GyRCIOUJWiRJJCYkKNyRoJCYkKyRKISkbKEo=?= 

Date: Fri, 25 Jul 1997 00:30:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33D77508.5F32@pa2.so-net.or. )ք» 

NNTP-Posting-Host: 210.132.172.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SSSKSASO! "#T#A#FOSGSO!#e (J 


ESBSSS*!"S+SkKSM!<%S8S0! <SH#EFZGCSES+SISES+G: SsSGS*SO! #2 (J 
ESBSt+SkSM! <%8S0! <SHSNS*S*SG2ZEK}STSHSES+SI!<l#e (J 
ESBHEEFZSCSF!"SOS8SaS+$i5! BNSbAuHWwSbA4It; ԷՏ ($k¢ (J 
¿SB%SU%j!<% (%G%$#%C%H%b!<%ISCSFS"SkSs$GS7SgS&S+!)¿ (J 
¿SB$S&!<Ss!"S*“ShS$S&SJ!#¿ (J 


581111 11111111 1 2111 ey Sele O 


¿SB2#AR!!E0!J¿ (JTAOZSB!Kz (J 


t-yoko@pa2.so-net.or.jp 


¿$B1111111!111!111111111111111111!1 L (J 
--MESSAGE FILE 20554 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000063h 
tml.html 


--MESSAGE FILE 20555 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJDckXiRDJD8hIxsoSg==?= 
Date: Fri, 25 Jul 1997 00:32:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33D77581.AEE@pa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.172.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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trudge through someone else's crap binary code. 


jc 


--MESSAGE FILE 2178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00881 


--MESSAGE FILE 2179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000882 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Fri, 08 May 1998 16:56:28 -0700 

Organization: Cisco Systems 

Lines: 69 

Message-ID: <35539BAC.4B940AB2@netmagic.net> 

References: <3552E6A8.A02F5F86@micronetics.com> <35539409.1E884A8Béchowfam.demon.co. 
uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


James Chow wrote: 


kass] 
I've read the terms and conditions here, very closely. 


> 
> 
> But someone correct me if I'm wrong. 

> Any Development Tools, that is binaries and docs may not be 
> placed elsewhere. 

> Member's binaries compiled using the Dev Tools may not be 

> placed elsewhere. 

> However, in 5iii, it makes no reference to the location of 
> Member's PlayStation Format Source Code, so I presume that 
> we may place them elsewhere provided they make no reference 
> 
> 
> 
> 
> 
> 
> 
> 
> 


to any PSX call. 


This should be quite easy to overcome. 

On our homepages, we can place a header file containing 

a set of #define function macros, which members may download 
and use in conjunction with code placed elsewhere. 

By doing this, the functionality of the code can still be 
quite clear, whilst not sacrificing the required security 

of the Development Tools. 


are 


> Can anyone confirm that this is OK? 

> 

> In any case, if anyone really wanted to pirate Yaroze's Dev Tools, 
> they would have probably bought one anyway. Much simpler to 

> disassemble with the whole dev kit and docs, without having to 

> trudge through someone else's crap binary code. 

> 

> jc 


This conversation actually came up much earlier on the SCEA 
server, but that data is probably now gone since we had to remove 
old posts when we ran out of space. : ( 


The basic idea is that Sony has proprietary info (not much unlike 
you'd have at your company if you work in the software industry) 

and that consists of anything that Sony has made. That boils down 
to the libraries and header files. When you compile your program, 


you probably won't have much proprietary code in there---it's 
probably yours. That is your work and your copyright, so you can 
can distribute the whole/part of that. However, once you link in 


the Yaroze libs, then the resulting binary has both your and Sony's 
work in it, and that means you can't distribute it. 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2 SB8D?M>pJsJQ$ (SKSN! "SoS9S1SF$?! #2 (J 
—-MESSAGE FILE 20555 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000064h 
tml.html 


--MESSAGE FILE 20556 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Sugata" <sugata@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUJWiRJICYkNyROJCYkKyRKISkbKEO=?= 
Date: Fri, 25 Jul 1997 05:13:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <33D7B785.4857@ba2.so-net.or. jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


> ¢gSBS3SsSKSASO!"#T#A#OSGS9O! #2 (J 


2SBS3SsS$KSASO!"$9S,S$?SH8ASSS*S9! #2 (J 
¿SBIaCJ$O#Rłełatd#O#n#r#ySG (J 
2SBS"S*$43K%e! <$9SK=qS-9~$_SOS7SISSSNSGS9S, !"¿ (J 


¿$B8+$+$1$?:]$K$059$7$/8f4J$$$7$^$9;: (Im(_ _)m 

> ¿$B$$$^!"%+%k%M!<%8%O!<%H#E#ZGC$&$+$I$&$+G:$s$G$^$9!# (J 
> E$BSt+SkSM!<%8%0!<SHSNS*S*SG2EK}S7SHS&S+SI!<! #2 (J 

> ¿SB#E#ZSCSF!"SOS8SaS+$Si5!BNSbAuHwS$SbA4It;HŠ(Sku¿ (J 

> ¿SB%SU%j!<% (%G%$#%$C%H%b!<%ISC$F$"Sk$s$GS7$gŠ&S+!)¿ (J 

> ¿$B$&!<$s!"$“$h$&$J!#¿ (J 


¿SB#F#ZS, SIS&S3S&SH8@GSCS?OCBjJSGSOL5SSSNSGS9S, ¿(J 


ESBSMSCSHSdSm$ &S<SN#H#P!Ve (JYaroze Japan¿S$SB!WSNSH%$C%W%sZ!<%8;¿ (J 
E SBSKS+3kK2M! <%8%0! <SHSNG@S$36BgG2q3+:ESN9IPCNS, :\S5S*S7S25M! #2 (J 
http://wwwl.scei.co.jp/ 


ESBSASJS$_SKAO : nSGSb#E#ZSGSb#O#KS_S?SSSGS9! #2 (J 

£ SBSMSCZHSdSmS&$<$+SiMS>!<TS$,SGS?Siz (J 
ESB%asb%5j!<S+!<S1 SUS) !<Sis> $"S?S5SG@ISj>eS$, $k$+Sb! #32 (J 
£SB!IM$>!<TS$G!<%3?SK7/SO>!SFSkS+!*SISsSF%23SS$HSKIUSLSF!Ke (J 


P.S. ¿$B%+%k%M!<%8%0!<%HL$BN83¿ (J (-_- 


_/_/ Keiichi Sugata af 2h 
ա ՅԾ, mailto:sugata@ba2.so-net.or.jp _/_/ 
A HomePage (Net-Yaroze Members Only) ChE 
Bey fae http://wwwl.scei.co.jp/~bff£00134/ apa 


—-MESSAGE FILE 20556 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000065h 
tml.html 


--MESSAGE FILE 20557 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCIOUJWiRJIJCYKNyRoJCYkKyRKISkbKEI=?= 

Date: Fri, 25 Jul 1997 11:29:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <redbug$f£8d19970725112924@news1.scei.co.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or. յք» 


Net Yaroze newsgroups message dump.txt Page 13842 


NNTP-Posting-Host: 133.130.133.57 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.gamer.ps_game ¿SBSN;¿ (B 
<33D7B785.4857@ba2.so-net.or. jp>zSBSK$*S$SSF3 (B 

1997/07/25/ 05:13 258:" 1" 2 (B"K.Sugata" <sugata@ba2.so-net.or. )ք»:585555ՏՕ-զտՏ-5՞57537 
!#¿ (B 


>¢SBSMSCSHSdSmS&S<SN#H#P!Ve (BYaroze Japan¿SB!WSNSH%C%W%Z!<%8;¿ (B 
>¢ SBSK%S+%SK%SM! <$8%0! <SHSN@S3&Bg2q3+:ESNOIPCNS, :\$J$^$7$?$M!#¿ (B 

> http://wwwl.scei.co.jp/ 

> 


>¢SBSASJS_SKAO :nSGSb#E#ZSGSbD#O#FKS_S?SSSGS9! #2 (B 


EZ ¢$BS@SHM-MxSJE@SCSFS"SkSs$G$7Sg$&$t!) (B 
2$B! JIT=85, 3ZS5@SHS+!&!&!&!cS9S4$/M—-Mx!J>P!K!Kz (B 


>i SBSMSCSHSdSmS &$<S+SiM%>!<TS,SGS?Siz¢z (B 
>¿$B%ša%sb%j!<%+!<%I%U%)!<%i%`$"$?$j$G@9$j>e$,$k$+$b!#¿ (B 
>¢SB!IM%>!<T%SG!<%?SK7/SO>!SFSkS+!*SISSSF%?SSSHSKIUSISF! Kz (B 


ESBSMSCSHSdSm$ &$<S$+Si=PSIS/SFSb!"St+!<SISG!<S?SOS"SCEWSTSEFM _S7SSSGS9! #2 (B 


>P.S.¢SBS+S5kSM! <%8%0! <SHLSBN83¢ (8(- - 


¢éSBS+SkSM! <%8S0$<SRSd$k$Y$—-SG$9! #2 (B 

2 SB%WSmS0%i%* SASCS?; vVL5$$?M$b!"%W%m%0%i%` $, SISESSSESHSNS4HI, oe S9Shl#e (B 
éESBSWSMS0Si%S SdSCS?;VvS,S"Sk?MSO! "L?NaSr:GE, 2=S9SkLLGrS5Sd!"¢ ( 
¿SB%"%k%4%S3j%:%`SN9) 115751:"505՞ $kSHH4$1$i$1$d$$$G$9! #3 ( (B 

ESB! IS?S@!"SWSmS0SiS* :n@.;~SNA* :n@-$,0-$9$.$k!K¢ (B 

2 $B: G6aSN%*37SsSGSNSWSmMS0Si%> SHSSSESH$5jSO! "@NSNSY!<373C%/Sdz (B 

2SBS"%; SSSVSISGSNSWYMS0%i%> SK6aSSSHSNS, $"SCSF; 508ց955-5059:18Քչ (B 

¿$B!JE, EYSJ@) 8B; v9° !">/$J$S%Sa%Sb%$j!"IO<e$G$O$J$$$,K|G=$SGSbS$JSS¿ (B 
¿SBL?NaSN?t!9!&!&!&!K¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20557 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000066h 
tml.html 


--MESSAGE FILE 20558 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUJWiRJICYkNyROJCYkKyRKISkbKEO=?= 

Date: Sat, 26 Jul 1997 00:11:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <33D8C229.4EBD@pa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.172.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS3SsSPSsSšSo!";¿ (JTAOZSBSGS9! #2 (J 
RedBug wrote: 


>¢SBSMSCSHSdSmS&S<SN#H#P!Ve (JYaroze Japan; $B!WSN%H%C%W%Z!<%8¢ (J 
>¢ SBSKS+Sk3M!<%8%0! <SHSN@$3&BgG2q3+: ESNIPCNS, :\$J$^$7$?$M!#¿ (J 

> http://wwwl.scei.co.jp/ 

> 


>¢~SBSASJS_SKAO : nSGSb#E#ZSGSbD#O#FKS_S?SSSGS9! #3 (J 


VVVVVVV 


EZ ¢$SBS@SHM-MxSJE@SCSFS"SkSsS$GS7Sg$&S$t!) ¢ (J 


Net Yaroze newsgroups message dump.txt Page 13843 
> ¢SB!JIT=8S, 3ZS@SHS+!&!&!&!cS9S4S/M-Mx!J>P!K!Ke (J 
ESBSIS1S/SiSSTQSOSCSFSkSSSGS7Sg$S&SM! #37%3gGSCSHS, ՏՏՏԱ9-Տ, SkHOOOS, ! "¿ (J 


¿SBSASgSCSHSPS+S$SjJ69S/SJSCSFSkSHS+S"Sj$S=S&!#%1!<%6!<S$Sb!"SbS&SASgSCSH;¿ (J 
éESBORNOSr2<S2SFS"SKSHS+!#¢ (J 


HS$d$m$ &$<S$+S$iM%>!<TS,SGS?mi¢ (J 
J 1<S+!<SISUS) !<SiS>S"S?SjISGE9ISj>eS,SkS+Sb! #2 (J 
>!<T%SG!<%?SK7/SO>!SFSkS+!*SISSSFS?3SSHSKIUSISF!K; (J 


° 
5 
° 
5 


> B 
> >¿$B 
> >¿$B 
> 

> ¿$B%M%C%H$d$m$&$<$+$i=P$J$/$F$b!"%+!<%I%G!<%?$O%"%C%W$7$FM_$7$$$G$9!#¿ (J 
¿SB%sa%sb%sj%S+!<%I%U%)!<%si%`!";dSNSHS3SmSG;_S*SCSFS*S9!#¿ (JDEPTHESBSSSDS+$—-SCSH!"¢ (J 


éSB%G!<3?S"SCSWS7S*$9!#3NS+$K4J5C1$K2; 3Z2:nS1$k$1$1!"Sd$C$Q$ j2; 3ZSN46@-S$,2 (J 
¿SBMNSoS1$SFSJSSSH!"S@SaSGS9So!<!#¿ (J 


> >P.S.¢SB%S+%kSM!<%8%0!<SHLSBN8332 (J (-_- 

> 

> ¿$B%+%k%M!<%8$O$<$R$d$k$Y$-$G$9!#¿ (J 

> ¢S$B%W%ms0%i%* SdSCS?;VvL5SS?MSb! "SW%$m%0%i%S`S,SIS&SSS&SbSNS+J, S+SJ3S2S9Sh!#¿ (J 
> eSBsWsms0%is SdSCS?;vS,S"Sk?MSO! "L?Na$r:GE, 2=S9SkLLGrs$5$d!"3 (J 

> £$B%"%Sk%4%5%:%° SN9) IWSTST! "SOS*SKSHH4S15iS1SISSSG6S9! #3 (J 

> ¢SB!IS?S@!"SWsms0%is :n@.;~SNA* :n@-S$,0-S9S.Sk!Kz (J 


ESBSOS*SkKSH! "SHSFSb4m81SGS9! #2 (J 


SoBe Te te) eee tia 63 


2 SB2#AR! !E0!Jz (UTAO¿ $B! Ke (J 
t-yoko@pa2.so-net.or.jp 


¿$B11111111111111111111111111111111]2] (J 
—-MESSAGE FILE 20558 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000067h 
tml.html 


--MESSAGE FILE 20559 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUJWiRJICYKNyRoJCYkKyRKISkbKEoO=?= 

Date: Mon, 28 Jul 1997 00:02:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <33DB62EC.72C6@fa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASO; (J kAZZY ¢SBSGS9! #2 (J 


ESBS-SNS&¢ (JEZ SBGCSCSFS-S*S7S?! #3 (J 
¿SB#B#G#MS, 3"S1%3S%8HGSKSISCSFSASGSCSH%4!<S8ScS9SKSISIS*STS? #2 (J 


ESBSG! "#M#CZUS) !<%i%> $K$ŠoS?$7$, #U#PS$S7SF$SSSk#OF#K#ESrAaB.S1SYSkH=D3$K; (J 
ESBS+S1SFS_$*S7S?S, !%!%!%3 (JI (;_7) ESBIS!S!%<eSS!"<eS9S.Sk! #3 (J 
¿$B015!$bGK2uU$G$-$^$; $s$G$7$?! #2 (J 


¿SBS“S??2ITB-SKSJSkS>!"S*S:SSSJS!!# (Մ(՞՞չ 


TAO wrote: 

> 

> RedBug wrote: 

> 

> > EZ ¢$BS@SHM-MxSJE@SCSFS"SkSsSGS7SgS&S+!) 2 (7 

> > ¢SB!JIT=85S, 3ZS@SHS+!&!&!&!cS9S4S/M-Mx! J>P!K!Ke (J 
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> 
> ¿SBSIS1S/S1iSSJOSoSCSFSkSsS$SGS75gS&SM!#%S7%g%C%H%,%sSN9-S$,SKkHO0OS, !"¿ (J 

> ¿SBSASgSCSHSPS+SjJ69S/SJSCSFSkSHS+S"SjJS=S&!#%S1!<%6!<Sšb!"šbS&SASgSCSH¿ (J 
> ¿SBORNOSr2<S2SFS"SKSHS+!#¿ (J 


¿SB%W%m%0%i%`SN%(%G%#%C%$HSŠO8+S?LNS$S,>/S7JQSjS*S7S?$S, 4pKNE*S$SJ;HS$SS>!<3jSO¿ (J 
¿SBJQSoSCSFSJSSSGS9SMI!#!JS"S*Sj2-⁄A1S5S1SFSJSS!) !K¿ (J 


ՀՏ89-57ՏՏՏԱՅ-Շ-ՏՕ17827, !K$+$oSCSFSS$SJSSSH;WSSSA$S91#; (J 
ESBS7$+S7!"SISSS+@NSN%SG!<%S?S,<eSSShHS&SI5S$, SOSKSNSOSSSNS; SSSGS7SQgS&S+!) l#e (J 
2 SB! JI%1SY%kH=D j%b! <SISN#O#KHES, 6/SS$SQS1SN$+SI$! !Ke (J 


> > gSBSMSCSHSdSm$&S<S$+Si=PSIS/SFSb!I"S+!<SISG!<S?SOS"SCSWSTSEFM S7SSSGS9!#¢ (J 


ESBSMSCSHSd$m$ &$<GUSbSd$C$ ?$iLLGr$$$+$b$7$1$%S$; $s$Mz (J (*%) 
¿SB!J<BSO#G#FSGSdSmS&SH9MS (SFSSS?LPEHSKS"SNOPCNS, 151515: (U (“%;; ESB! Ke (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzy168@fa2.so-net.or.jp 
- KAZZY.SPECTER - 
—-MESSAGE FILE 20559 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000068h 
tml.html 


--MESSAGE FILE 20560 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000006 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUjJWiRJICYkNyROJCYkKyRKISkbKEO=?= 

Date: Mon, 28 Jul 1997 00:34:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <33DB6A91.5CA0@pa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
C6é@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.172.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS3SsSPSsSo!!¿ (JTAOZSBSGS9! #2 (J 


EZZESBS"S*SJIQSOSCSES*S; SSS+!#S*°S9S*S9II"GCS&S+SIS&S+LBSEST! #2 (J 

ESBL@F | !"Bg:e9TS/SDSSSGSKF | K\66SKSHSKSNSG! "S$ ?SVSsGcSCSASCSESGSTSGSE! #2 (J 

2 SBSDSSSGSK!"Sasb%j!<SH!"z (JCPUZSBSbGcS&SGS7$g$&!#! IG. SNS; $$$+$I$&$+CN$i$Je (J 
ESBSSSIST!"S7SPSi$/%Q%=%3%s; HSCSFSKSH!"% (Si !<S,=PSFS-SFS7S*S&SNSGS9!#!Kz (J 


ESBS7$+$7!"1~Jg$, #8 7n#8F | $*SGSHSO! #$b$&SASGSCSHCY$/S$7SFS$/S1SFSbSSSSSNSK! #2 (J 


£$B; dSNSO!"SIS&Sb2sHr$, $9$CS—-SjSHSSS—-S*S; $s! #SbSCSH9) IWSTSISSSH! #2 (J 
é $BS=$1SK!"FsB-Jb9T$7$+:n$C$?$3SHSISSSG$9!#B?5S7?SHS+:n$kSNLLE]!J!0!0!(! (2 (J 


2SBA I) hui 440] 54333 a t ged 
¿$B2#AR!!E0!!!J¿ (JTAOZSB! Ke (J 
t-yoko@pa2.so-net.or.jp 


¿$B111111111!111111111111111111111111]2] (J 
—-MESSAGE FILE 20560 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000069h 
tml.html 


--MESSAGE FILE 20561 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
Ohtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Sugata" <sugata@ba2.so-net.or.jp> 
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Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUjJWiRJICYkNyROJCYkKyRKISkbKEO=?= 

Date: Mon, 28 Jul 1997 00:48:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 46 

Message-ID: <33DB6DC9.52D4@ba2.so-net.or. )ք» 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
C6@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.102 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


2 SBS3SsSKSASO!"%+3k3M! <%8!&%0!<SHLSBN83SISNSKz (J 
é$B2qOCS$KF~S$CSFS7$°S$C$2¢ (J ¿$B$9$,$?¿ (J ¿$B$G$9!#¿ (J 


¿SB@N%$US!S_S3%s%G%S#%S$9%S/%7%9%F%`SG%V%j!<%@!<SCSFS"S$C$Š?SNCNSCS$SF$2S9!) 
¿SB%Sm%N%C%SHSN304QSH%sQ%sisa!<%?@_DjS9SkS@S1S@SCS?SsSGS9S1SI!"¿ (J 
¿SB%$G%#S9%/$@SCS$S?$SNSGM'?MSH%$SG!<%?8r49FyS7$SFM7S$SsS$S@;WSS=PS$,$"S3jS$SAS9!#;¿ (J 


¿SBS"S1SN9TF0%Q%?!<%SsSr%W%m%0%Si%_%s%0=PMhSk%2!<%`SJSsSGS9ShSM!) ¢ (J 
ESBS+SKSM!<%38!&%SO!<SHSCSE! իչ (J 


¿$BA0:n$,=P$?$H$-$bM_$7$$$J!<$H$O; W$C$?N$G$9$, 1": (J 
2 SBM=;;$,3NJ]$GS$-SJ$+S5CS$ ?SNSGGc$0$:$8S% ԱՅ Մխ 


> չՏ8ՏԱՏՈՑ0519` ՏԱՏ (SGS#SCSHSO8+S ?2L\S,>/STIQSIS*S7$?S, 4PK\E*SI; HSS>!<4S02 (J 
> ¢~SBJQSoSCSFSISSSGSISM! #!TS"S*S52~A1S5SS1ISFSJISS!) !Kz (J 


¿SB#E#ZSKSJSCSFSIS3S,SIS&JQSoSCSFSSSkSNS+SbCNSiSJSSSSSGS9!#¿ (J 
¿$BN>J}Gc$C$??M!"$I$A$i$, 9%$-$G$9$+!)¿ (J 


> 

> ¿$B%^%7%s$N@-G=$0!JB?J, !KS+SoSCSFSSSISSSH;WSSS*S9!l#e (J 

> eSBS7S+$7!"SISs$+@NSN%G!<%?S, <e$$$h$&$J5$$, S9OSkSNSOSSSNS; $$$G$7$9g$&$+!)!#¿ (J 
> ¢$B!J%1SY%kH=Dj%b!<SISN#O#K#ES, 6/S$S@S1SNS+SJIS!!Ke (J 


2 SBS@SCS?Si#E#FZSG:n@.$7$27T}$,M-Mx!) ¢(J(*% 


> > > ¢gSBSMSCSHSdSmS&S$<S$+Si=PSIS/SFSb!"S+!<SISG!<S?SOS"SCSEWSTSFM_S7SSSGS9! #3 (J 
> 
> eSBSMsCSHSdSm$ &$<GUSbSd$C$?SiLLGr$$$+Sb$7$1$%*S$;S$sSMz (Մ(՞՞) 

> ¢$B!J<BSO#GH#FSGSd$m$ & SHOMS (SFSSS?Lp@hSKS"SN9PCNS, !%!%S!%¿ (T(%%77 ESB! Ke (J 


ESBSOSCSH5S7ZSK%SG! <S?Sr3"% T ԱԱ ԹԱՎ 
¿$B!J=i?4<T$N$\$d$-$G$9!K¿ (J 

° SBS abb%j!<%+!<%I$N%G!<%?$r%Q%=%3%s$K5[$$>e$2$kJ}K!$b¿ (J 
ESBSSS*SSSAH=SCSFSIS+SCS?S45STSFE (Մ(՞՞չ 


¿$BC/$+3D!<3k: n$CSŠFSJSSSNS+SJ!)¿ (J 
¿$B%a%b%j!<%+!<%I$+$i05=L% oat aseKs- $G: na cae [!#¿ (J 


¿SBS"SC!"<+J,$SG:nS1SJSsSF8@SoSJSSSGSM; (J (“ ; 

_/_/ Keiichi Sugata =f 
ay aa mailto:sugata@ba2.so-net.or.jp — Z 7 
aff HomePage (Net-Yaroze Members Only) fot 
_/_/ http://wwwl.scei.co.jp/~bff£00134/ _/_/ 


—-MESSAGE FILE 20561 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000070h 
tml.html 


--MESSAGE FILE 20562 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Keizo Miki/=?iso-2022-jp?B?GyRCOZBMWjdDQiQbKEo=?= <keizo@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: Re: =?is0o-2022-jp?B?GyRCIOUJWLRJJCYkNyROJCYkKyRKISkbKEO=?= 
Date: Mon, 28 Jul 1997 04:25:44 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 65 

Message-ID: <33DBA0B8.754D@fa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
C6é@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.159.15 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBS1SSS>!<!wS=SMSCSH3; (J ԱՈ 0 ԱՒ (I^^; ) ESBSGS9! #2 (J 
ՆԱ ՏԱ arent $9¢ Զ) 

kAZZY wrote: 

> 

> ¿$B$3$s$K$A$O; (J kAZZY ¢SBSG$9! #2 (J 

> 


> 2 SBS-SNS&¢ (JEZ $BGC$C$F$-$^$7$?!#¿ (J 
> S SBEBHGHMS, 3" %155%SHGSKSISCSFSASGSCSH% SAI <S8SCS9SKSISIS*STS? #2 (J 


ESBS* !<SWSK%ss0$b%4!<%8SC%9SGSIST7T!"SGSbS*SGF~SCSES*S9SM! #2 (J 
> gSBSG!"#M#CSUS) !<%i%` SKSOS?S7S, #U#PSTSESSSkK#O#K#ES rAaB. S1SYSkH=DjSKz (J 


> ESBS+S1SFS_$°S7$2?$, 1313132 (J (¢_7) ESBISIS!13<eSS!"<eS9S Sk! #ze (J 
> ~$B015!SbGK2u$G$-$*$; $sSGS7$?!#ze (J 


ESBSE!"S"SCEWS7S2SG!1<%S?2SG; NS TSFSISSSG$9e (Մ(՞՞չ 


ESBS=S&S=SE!"#V#ESSPSHSKSNSISSSVSIS ISNSG!<3?SO6/SSSGSISM! Ի: (J 
¿ $B$3$NAuUHw$G$3$3$^$G6/$/=PMh$k$N$+$C$FJY6/$K$I$J$^$7$?!#g (J 


> ¿SBS“S??2ITB-SKSJSkS>!"S*S:SSSJS!!# (I (^^; 


¿$B4hD%$C$FDy$a@Z$j$K4V$K9Əg$o0o$;$F2<$5$$$M!#¿ (J 


¿SB;dSOK?; (; o$K% (%s%H%j ԱՆՆԱՆ Կ 
25846015, ԱԵԱ ԱԱ Ի, (¿SBBg76:@¿(J:-))¿SBSdSCSFS ae 
ESBSG!"Sb$&%] SISHSKEJH! S9OSKS@S1ISN>UBVSKS$ 7SASCSS$*$7$ 2% 


AO wrote: 


RedBug wrote: 


> ¢$B!JIT=8S, 3ZS@SHS+!&!&!&!c$9S4S/M-Mx! J>P!K!Kz (J 


¿SBSIS1S/SiSSJQSoSCSFSkSs$SGS7Sg$&SM!#%7%g%C%H%,%sSN9-S,SKkHO0OS, |" չ (J 
¿SBSšASgSCSHSPS+S$jJ69S/SJSCSFSkSHS+S"SjS=$&!#%S1!<% Fel obi s s cen կՆ 


T 
> 
> 
> 
> > EZ ¢$BS@SHM-MxSJE@SCSFS"SkSs$GS7$g$&$+!) ¢ (J 
> 
> 
> 
> 
> 7 SBORNOS12<S2$FS"SkSHS+! #2 (J 


VVVVVVVV VV 


ESBF1S$8%@%a!<S8SGF1S8CF?t$JISiHO0OS, 69S$I}$,4rS7S$$G6$9¢3 (Մ(չ ;) 


> ¿SB%SW%Sm%0%i%`SN%S (%SG%#%C%$HSO8+S?LNS,>/S7JQSjJS%S7S?S, 4pK\E*$J;H$$>!<j$O; (J 
> eSBIQSoSCSFSISSSGS9SM! #!IT$"$*S$52~A1S5S1SFSJIS$!) !K¿ (J 


undoz $B$, F~$C$?! "Lp0u$NJ}8~Sr01H/$G7hS$a$1S$k$hS$&$KSJ$C$?!"3 (J 
¢ SB3QEYSNHyD4@0$, 4JC1$K=PMhS$k! "Ey!9!#32 (J 
éSBAO :n$h$jA* :n@-SONIS/SISCSFSSSkKSH;WSSS*S9Sh! #2 (J 


> ¿$B%^%7%s$NQ@-G=$0!JB?J, !K$+SoSCSFSSSISSSH;WSSS*S9! #3 (J 
> gSBS7S+$S7!"SISSS+@NSN%G!<%?S, <eSSShS&SJI5$S$, S9OSkSNSO5SSSNS; SSSGS7SgS&S+!) !#¿ (J 
> ¢S$B!I%1%Y%kH=Dj%b!<SISN#O#K#HES, 6/SSS@SISNS+SIS!!Ke (J 


ESBS3$3#2F | $d$4j$*°S/SCSFSSS*$7S$2S, !"%7%g%C%H%, SSSN5SI*S$0¢ (J 
¢ SBAJBPE* $K<eBN2=$5S1SFSSSkSNSO4VOcSSSISSSGS9! #2 (J 
ESBSGSbSiSSSVSiSISN5 ! BNSOSASCSOS jSAScSSSHE6/$$¢ (J(“ °; 


> > gSBSMSCSHSdSm$&S<S$+Si=PSIS/SFSb!I"S+!<SISG!<S?SOS"SCSWSTSEFM_ S7SSSGS9!#¢ (J 


ESBSMSCSHSd$m$ &$<GUSbSdS$C$ ?$iLLGr$$$+S$b$7$1$%°$;$s$Mz (J (%* 


> 
> 
> թ: 

> ¢$B!J<BSO#GH#FSGSd$m$ & SHOMS (SFSSS$?Lp@hSKS"SN9PCNS, 15151572 (JU (“*;; ¿SB!K¿ (J 
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Carnage Mastaers World Cup ¢SBSK%(%SSH%j!<S7S$?% ԱՅ Ր 
ESB=jM-8"SO%"!<SHSGS#3S%/S5SsSKSISkS_ 528SSGS9! #2 (J 

2 SBS (SS3H%34!<S7$2%G!<%2S0%"SCS3W=PMhSISSSHSSSES3SHSGS9SHSM!) 2 (J 

—-MESSAGE FILE 20562 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000071h 
tml.html 


--MESSAGE FILE 20563 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1ISO-2022-JP?B?GyRCUWw1INyVXJWO01LULE8JUgbKEI=?=5000 
Date: Mon, 28 Jul 1997 18:42:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <kamon$21c519970728184254@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.21 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLGSGS9! #2 (B 


ESBS3SNAQ0#T#HV#CHMSGS1S73W . pee ոն 5 Š 
¿SBS9Sk%2!<%`S@S=S&SGS9S, !":G6a%2!<%` ; (; anata O O Ն Soc (B 
¿SBS+S3jS* $;SsS!#SISJS?S+65S (SF2<S$S5S%¿ a SB%U%!%_DLSN%1%S%e!<SHS+¢ (8) gSB! #2 (B 
¿S$SB$SAS?1": (B7/312¢SBH/Gd$@S$=$&SG$9SNSG! "GoSCSFS_$?T}SbLLGr$$$+$1S8$+65$ (SF2<z 
ESBS5SSS! #2 (B 

¿$B$h$m$7$/$*4j$$$7$^$9! #2 (B 


#2SB%, SSSPS1%SCSH! \%, $s%$3%s$, 3Z$7S_!*¿: (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 20563 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000072h 
tml.html 


--MESSAGE FILE 20564 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: katahira@mxd.meshnet.or.jp (DogStar) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJWwlNyVXJW01LUiE8JUgbKEI=?=5000 
Date: Tue, 29 Jul 1997 22:33:27 +0900 

Organization: BIGLOBE Member 

Lines: 45 

Message-ID: <19970729223327katahira@mxd.meshnet.or.jp> 
References: <kamon$21c519970728184254@news1.scei.co.jp> 
NNTP-Posting-Host: 133.205.176.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¿SBJRJ?S$H?2=S7S7 S9!#¿ (B 


playstation.ny.gamer.ps_game ¿SBSN;¿ (B 

<kamon$21c519970728184254@news1.scei.co.jp> ¿SBSN; (B 

¿S$SB5-;v$K$*$$$F¿ (8 1997¿$BG/¿ (B07¿$B7n¿ (B28; SBF|¿ (B(¿$B7n¿ (8) 18¿$B;~¿ (B42¿$BJ, ¿ (B54 
éSBIC: Wis (B 

Taro Kamonz SBS55s$0=q$-$^$7$?! #2 (B 


> eSBS3SNAO#T#HV#CHMSGS1%7SWSmSR! ՀԱ: (B5000: $B$C$F$N$r8+$^$7$?!#Q@Qo0F.5!$G%1!<%9; (B 
>¢SBS9Sk%2!<%* $@S=S&SGS9S, !":G6a%2!<%`; (;o$rFI$s$G$J$+$C$?$Ss$G!"I>2A$, Տօչ (B 
_ S աԱ Ա s ԱՅՆ 55 ԱՐ eat SS 


s 5 S 5 sss (5 
¿$B>>K\¿ (B 25885. (B --- 6¿ ores: 
Steere 4F#¿ (B --- 7¿ŠBEG@;¿ (B 
¿SBNkLZ¿ (B ¿$B$"$d;¿ (B ——— 7¿SBEQ; (B 
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¿SB2OED¿ (B ¿Š$BQ@6¿ (B --- 6¿$BE@¿ (B 
ESBSGS7S?! #2 (B 


¿$B%1%S%e!<$r4JC1$K$^$H$a$k$H!"¿ (B 
¿SB!&%;%9%SJSr1?E>S7SFSSSk46S8S,S7SJSS!# (B 

¿SB!&S9S4SS%9%sT!<%146!*¿ (B ... ¿SB;WSoS:BNS, :81&SKMISISAScS&Sh! #2 (B 

2$B! &BP@oS, ¢ (B1¢$B%3!<%9S@S1SHSO;DGO! #3 (B 

7 SB! &Bg6uSr3V3s <s s$HHt$S$^ ԱՆԱՆ a =SUSH! #2 (B 
¿SB!&%3!<%S9$NB?$5$SbS&$1%$7SS$S+S.S3$GS9!#¿ (B 

¿SB!&A`=DA`:nSN%$?%$%_%$s%05S, 4ESSEQ@S, 5SSKSISCS$?! #2 (B 

éSB!&5!BNSr0BDjS5S$; SFSHSCSWS9ST! <SISGAVSkKSNS, FqS7SS!#S1STSGS— a 
¿SB!&%/Sk%%$,Ht9T5!$K$JSCS$SF;MJ)H, J}JHtSYSkS@S1ISTSNSKSISS$+?7A/!#¢ (B 

ESB! &S"SSSFS° SNOUL#HS, SbSCSHS"SCSF!"SiSSSP%*sk5!SH3JF.SGS-SF!"¿ (B 

¿S$B%]%3j%4%s7g$1$7$JS$S+$C$?$i!"40%Z%-!#¿ (B 


¿SBS@S=S$&SGS9!#S*“S:S“S:SGSOSJSSSGS7SgS&S+!# (B 


> ¿SBS%“$S?!"; (B7/31¢SBH/Gd$@S=S&SGS9ISNSG! "GcSCSFS_$?T}SbLLGr$$$+S1S$&$+655S (SF2<¿ (B 
>¿SBS5S$!#¿ (B 
> ¢~SBSh$m$7$/$*4j$$S7$*S9!#¢ (B 


£$B; dSO%@%S%9%?GcSCS$?SPS+S5SG!"9XF~M=DjSKS"SjS*S;Ss!#2 (B 
ESBSCSFSOS1SG! "9XF~$5$15?5}Sh$mS$7$/S*45SSS7S*S9! #3 (B 


>#¿ SBS, %s%P%$1%C%H!N%, % SSS ՏՏՏ/3257Տ 1228 


ՀՏԹՏ»Տ՞Տ1: (B22 $BSN%, $s%3%s$G¿ (BRPG2 SBSCSFSNS, LLGr$=$&S$G$9SM! #2 (B 
oral s r O rasa, S&S+SbS7S1SJSS!# O (8(՞՞չ 


¿SBJRJ?¿ (B ¿SBLP¿ (B E-mail:katahira@mwd.biglobe.ne.jp 
--MESSAGE FILE 20564 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000073h 
tml.html 


--MESSAGE FILE 20565 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?ISO-2022-JP?B?GyRCJUALUyYU5JUT8 JUCNTGyhC ?= 
Date: Fri, 01 Aug 1997 21:08:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19970801210805yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.209 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


2 SBS3SsSKSASO!"2 (BMr.KzSBSG$9! #2 (B 


¿SBOCBjJSK>eSiSJSSSNS, 7k9=0U30S$S@SCS?SNSGS9S, !"S@SSS9S?GCSSS*STS?! #e (1 
ESBSHS5S"S (S:!"S"S2Sj6/S/SOSJSSSGS9S, !"#BHCEPO?GOOLISSGS$-S$*$7$?! #2 (1 


ww 


¿SB$=$3SG!"%M%$C$SH$dS$Sm$&$<%$2!<%%!<%$:%U%S)!<%i%`<g:ESNSV%j!<%$@!<%:¿ (B 
¿SB%$+%C%SWSJS$SSsSFS$SSS+$S,SGS7$Sg$&!)%$aSb%$j%$+!<%ISY!<%9S$SGS$SJS/SF$GS-S$S ¿ (B 
ESBSOST!ITS?S7S+!#0cSCS?SiSUS) Sm! <2<S5SS!#!K!"<j7ZSGSSSSS+SH;WSS; (B 
ESBS*S9S, !#¿ (B 


¿SBSIS&SGS7SgS&!)!d¿ (BkAZZY¿SBSSSs¿ (B 


program ¢SB%SU%) !<%$i%° S43!<%@!<z;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : O ee 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20565 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000074h 
tml.html 


--MESSAGE FILE 20566 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
Shtml. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 
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Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUALUyU5JIT8 jUCNTGyhK?= 
Date: Sun, 03 Aug 1997 00:19:16 +0900 
Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33E34FF4.543@fa2.so-net.or.jp> 
References: <19970801210805yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 210.132.170.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS3SsSKSASO¿ (J Mr.K ¿$B$5$s!"¿ (J kAZZY ¢-SBSGS9!#2 (J 
Mr.K wrote: 


¿ ŞBOCBj$K>e$i$J$$$N$, 7k9=0U30$@SCS$?S$SNSGS$9S,!"%@%S%9%?Gc$S$SS*S7S?!#¿ (J 
¿SBS$SHS3jS"S(S:1"S"$2$j6/$S/SOSJ$SSGS9$, ! "ՅՀՇԽՔՕ2600115565-Տ՞57532 14. (J 


¿SBS=S3SG!"%SM%$SC%HSdSmS&S<%2!<%S%!<%S:SU%S) !<%i%S`<g:ESN%SV%S3j!<%S@!<%:¿ (J 
¿SB%+%C%SWSJSSSFSSS+S,SGS7SgS&!)%SasSb%j%S+!<%ISY!<%9SGSJS/SFSGS-S ¿ (J 


¿SBS9871JS?257S+180cCSCS2Si%US)%m!<2<55SS1#!K!"<372SGSSSSS+SH;WSSz (J 
ESBS*S9S, 1#¿ (J 


VVVVVVVVVV 


¿SBSIS&SGS7SgS&!)!d¿ (UkAZZY¿SBSSSs¿ (J 
¿SBSASgS&SISJSKS+%$SSY%Ss%*HSdS$SjJS?SSSJSCSF;WSCSFS?SsSGS9Sh!#¿ (Մ(՞՞) 


¿SB%21<%`SN>N:YS,J,S+Si1SJSSSNSGS9S, !"LLGr$=S$&SGS9SM! #2 (J 
¿SB6qBNE*SKSOSIS&SSS&46S8SJSSSGS9S+!)!#¿ (J 


¿SBA0$S+$i$d$C$F$S_S$?2$$SH$SO;WSC$FSk$s$GS9$,!"<Bp$osQ0Q%s%so9%s?$c$SFP$Sd$CS2$3; (J 
S SBSHSJSS$s$GS9Sh! #2 ( Մ(՞՞ +; 2SB!J6aF |GcS&M= D3j$G$9$, !Kz (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20566 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000075h 
tml.html 


--MESSAGE FILE 20567 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUJWiRJICYKNyRoJCYkKyRKISkbKEo=?= 

Date: Sun, 03 Aug 1997 00:42:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33E35549.3991@fa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
Cé6é@fa2.so-net.or.jp> <33DB6A91.5CA0@pa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; 1) 


ESBS3SsSKSASO; (J TAO ¿$B$5$s!"¿ (J kAZZY ¿$B$G$9!#¿ (J 


TAO wrote: 
> ¿SB;dSNSO!"SIS&Sb2sHr$,S9SCS-SjJS$SHSSS-S“S;$Ss!#SbSCSH9) IWS7TSISSSH! #2 (J 
> ~SBS=S1SK!"FsB-Jb9TS$7$+:n$CS$?S3SHSISSSGS9!#B?5S7?SHS+:nSkSNLLEJ]!J!0!0! (! (¿ (J 


é$BB?5S7?$00\FO$H967b$, JL! 9STSNSG:G=i$O0\FOSd2sHr$, ՏՅՏՃՏՇՏ/ՏՃՏՇՏՕՏ7521 8. (J 
ESB! IS3$i! *SIS3$K$$$/S$s$@!<!*!ISCSFSM! #2 (Մ(՞՞) 
¿E $B$7$+$7$3$N%2!<%` | "ՏՀ-ՏԱՏԵՏԼՏԻՏ7Տ5ՏԵՅ2Տ7ՏՏՏՏտտՕՏց9Տիոտիլ| #!TSo$?$7$@$1!) 8. (J 
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ESBS"SkOUL#! "SFSO9SHCESO!IS, S$sS$P$1?9@n7/#29f! ISK; wSFSSS$kShS&SI5S$,S7S*°S9I! #2 (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20567 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000076h 
tml.html 


--MESSAGE FILE 20568 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUJWiRJICYKNyRoJCYkKyRKISkbKEo=?= 

Date: Sun, 03 Aug 1997 23:48:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33E49A3F.4D84@pa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
Cé@fa2.so-net.or.jp> <33DB6A91.5CA0@pa2.so-net.or.jp> <33E35549.3991@fa2.so-net.or.4j 
p> 
NNTP-Posting-Host: 210.132.172.216 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


2$B!!S3SsSPSs$o!"¢ (JTAOZSBSGS9! #2 (J 
kAZZY wrote: 


> ¢$BB?5S72?S00\FOSH967b$, JL! 9SUSN$G:G=iSO0\FO0Sd2sHr$, SaSAScS/SASCSGS7$?! #2 (J 
> ¢SB!IS3$i!*SIS3SKSSS/SsS@!<!*!ISCSFSM! #2 (Մ(՞՞) 
> ¿SBS7S+S7S3SN%S2!<%`!"S=SNSbS$SIS+S7S5$Sb3Z$7$SSsSGS9ShSM!#!JSoS?S7S@S1!)!K¿ (J 


¿SB!!#KH#ATZ#Z#YS5SS!"S+SJSJSdSJS3SsSGS=S$S&SGS9SM!#¿ (J 
¿SB#E#RZGCSSSAS$S7$S?!#SGSb!"%7%g%C%/!*!*!*S$r<u$1$%$S7S?!#%SUSj!<% (%G%#%C%H%b!<%I¿ (J 
¿SBS,EvA3SNS4SHS/S"SkSH;WSCSFGcSCS?S$NSGS9S$S+!"$JSSSsSGS9SM!<!#!J!(¿(J_¿SB!(!K¿ (J 
ESBS"!<!"Sd$k5$$, 015$SSKS7S\$sS$GS7S*SS$*S7$?! #AOSNSG!<%S?S0!">CS7SASCSCS?S7!"3 (J 
¿SBS%“2$?01$S+$iS$Sd$i$SJS-$ScSJSiSJSSSH;WS&SH!&!&!&!&!&¿ (J 

¿SBH, F |$^$G$K$O!"4V$K9g$$$^$; $s$M!#$3$j$c!#z (J 

E SB#KHA#Z#Z#YS5$Ss!"%2!<%^!<%:%U%)!<%i%`$G!"; (UEZ¿SBSN4k2h$d$SC$F$/S@$5SS$S!# (J 


> ¢eSBS"SkOUL#!"SFS9SHCFSO!IS, $S$P$1?9@n7/#29f!I$K;w$F$$$k$h$&$J5$$,$7$^$9!#¿ (J 


2$B?9@n7/Fs9£$O! "Do$, Gc$C$F ! "<B2H$K5"$C$?$iS=SNSH$-B_$7SFS$b$i$ ($kM=Dj!#¿ (J 
2$B3Z$7$_$6$9! #2 (J 


¿SBSGSOSGSO!#¿ (J 


eSB yA yd J] 3241345] J ee 
¿$B2#AR!!E0!!!J¿ (JTAOZSB! Ke (J 
t-yoko@pa2.so-net.or.jp 


¿$B111111111!111!1111111111111111111111. (J 
--MESSAGE FILE 20568 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000077h 
tml.html 


--MESSAGE FILE 20569 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUJWiRJIJCYKNyRoJCYkKyRKISkbKEo=?= 

Date: Mon, 04 Aug 1997 03:32:26 +0900 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt 


The s 


This 

apply 
as AI 
offic 


afest way to go about it is that for anything you create: 


If it's linked and ready to run, keep it on SCEE or SCEA in 
the provided authenticated directories or newsgroups. Don't 
give it to people on the public newsgroups or public mailing 
lists. Treat it as if it were your own company's intellectual 
property. 


If you are providing full source code, then you can leave it 
almost any place you want (don't quote me!) provided that it 
is wholly your own work. 


proprietary information distribution restriction may also 
to anything gerenated with the provided Yaroze tools such 
FF2VAG, TIMUTIL, DXF2RSD, etc., though I haven't seen/heard 
ial word on that yet. 


Consi 
get a 
post 


- 6) 
ten 
htt 


dering this topic has come up more than once, maybe we should 
members-only FAQ written up by SCEA/SCEE/SCEI employees and 
it on the web sites. 


chi@netmagic.net 
p://www.netmagic.net/~tenchi/yaroze/ 


Page 1386 


—-MESSAGE FILE 2179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00882 


—-MESSAGE FILE 2180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00008 
Path: 
From: 
Newsg 
Subje 
Date: 
Organ 
Lines 
Messa 
Refer 
-uk> 

NNTP- 
Mime- 
Conte 
Conte 


83 
chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
mperdue@l4software.com (Mario Perdue) 

roups: scee.yaroze.freetalk.english 

ct: Re: Net Yaroze User Agreement 
Sat, 09 May 1998 15:32:42 GMT 

ization: L4 Software 
: 12 

ge-ID: <355476ee.20513104@205.149.189.29> 


ences: <6iujna$2t1ll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.playstation.co 


<355354C6.27CD1F7A@netmagic.net> 
Posting-Host: firewall.hrtc.net 
Version: 1.0 

nt-Type: text/plain; charset=us-ascii 
nt-Transfer-Encoding: 7bit 


X-Newsreader: Forte Agent 1.5/32.452 


On Fr 
wrote 


>[sni 
>And, 
>isn' 
>thei 
> 


i, 08 May 1998 11:53:59 -0700, Elliott Lee <tenchi@netmagic.net> 


p] 


yes, these people are breaking copyright laws. Then again, this issue 


t new. How many people do you know that have honestly paid for ALL of 


r software? :) 


I have. 


Mario 


—-MESSAGE FILE 2180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00883 


-—-MESSAGE FILE 2181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00008 
Path: 
From: 
Newsg 
Subje 
Date: 
Organ 
Lines 
Messa 
Refer 


84 
chuka.playstation.co.uk!macsuppor 
macsuppor@al.nl (DEnnis Brinkhuis) 
roups: scee.yaroze.freetalk.english 
ct: Re: Net Yaroze User Agreement 
Sat, 9 May 1998 09:30:54 +0200 
ization: Debri Productions 
=, 6 
ge-ID: <1d8r7i2.190j1lwilréhtvkN@al-88-134.al.nl> 


ences: <3552E6A8 .A02F5F86@micronetics.com> <35539409.1E884A8B@chowfam.demon.co. 
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Lines: 30 

Message-ID: <33E4CEBA.5970@fa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
Cé@fa2.so-net.or.jp> <33DBA0B8.754D@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SSSKSASO; (J ¢SBS1SSS$>!<!wS=SMSCSH;: (J ¿$B$5$s!"¿ (JkAZZY ¢SBSGS9! #2 (J 


Keizo Miki/z:$B;0LZ7CB$; (J wrote: 

> 

> eSBS=S&S=S&! "#VESSPSHSKSNSISSSVSISISNSG! <%?S06/SSSGS9SM! #2 (J 
> ¿$B$3$NAuUHw$G$3$3$^$G6/$/=PMh$k$N$+$C$FJY6/$K$J$J$^$7$?!#¿ (J 


ESBEVESSISSSVSISISOTKI=!"SSSdAS+SISj6/SSSGS9SM! #2 (J 
ESBSAScCSSSHE ($+Sil#S1SkE[SHS+!"S&!<SSSCSFSOSCSASCSSS*S7S?2! #3 (J 


ESB@N:n$C$?%G!<%?SGS0¢ (JILIB SB#¥2$N! 115$N%3%5%C%/%@%S%5!<%: !ISKS7S+>!SFS%S;SsSGS$72 (J 
¿SBS?¿ (J (%%; 
¿SB#C%Si%Ss%S/SK>!SFSJSSSsS8ScS!$7S+S?S,SJSS!"4pKN%S3%$s%$;SWSHS+SiSd$SjSJS*S7SQG@¿ (J 
¿SBS!!#¿ (JU (;_;) 

¿SBS"SH¿ (JLIB 4:SBSO!S!3!13!#2 (J 


> Carnage Mastaers World Cup ¢SBSK% (%s%H%j!<S$7$?%G!<%?SN¢ (J 
> ¿SB=jM-8"SO%"!<%H%G%S#%s%$/S5SsSKSJSkS_S?SSSGS9!#;¿ (J 
> ¿S$B%S (%$s%$H%j!<$7$?%G!<%?$OS"%C%$W=PMhSJSSSHSS$SS&S3SHSGS9S+SM!)¿ (J 


¿SBSIS&SJSSSGS7SgS&SMS'!#¿ (J 
¿S$B=jM-8"S, 0NSkSCSFS3SHSOB>SN%S$3%Ss%F%$9%SH$KSO=PS;$JSSSNSGS7SgS&SM!#S-SCSH!#¿ (J 


ESBEM#CSUS) ! <sSi%` SK#U#P=PMhSkS+SIS&S+Ld$$9gSo$;SFS_S*S9SM! #2 (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20569 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000078h 
tml.html 


--MESSAGE FILE 20570 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000007 

9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?I1S0-2022-JP?B?GyRCJUALUyU5JT8 jUCNTGyhC?= 

Date: Mon, 04 Aug 1997 14:12:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <19970804141222yasunaga@t3.rim.or.jp> 

References: <19970801210805yasunaga@t3.rim.or.jp> 
<33E34FF4.543@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.160.190 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBS3SsSKSASO!"3 (BKAZZY չ585Տ5ՏՏ |" չ (BMr.KzSBSG$9! #2 (B 


>> ¢SBS=S3SG!"SM%CSHSdSmS &$<%2!<%S*!<%: SUS) !<%S1%`<g:ESN%SV%j!<%@!<%š:¿ (B 
>> ¢£SBS+SCSWSISSSFSSS+S$,SGS7SgSE&!) SaBbSjIS4+!<SISY!<S9SGSIS/SFSGS-—S%* 3 ( 
>> gSBS9OST!IS?STS+!#0cSCS?SiSU%S) Sm! <2<S5SS!#!K!"<j7ZSGSSSSS+SH;WSS¢ ( 
>> ¿$B$^$9$,!#¿ (B 


ww 


9B; WSSS$CS8-$jsasbsjS+!<S1T;HS&Sh$ESGS7$2¢(B( ;;;;;;i 
ESBS*!"SHSIS"S ($:3G!<%S?5 [SS>eS2SF%atbSjIS+!<SISUS) | 1 
ՀՏՔՏԵՏԻՏԵ:ԱՏՏՏ՞Տ92(8(՞՞:25814: (B 
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>i SBSASGS&SISTSKS+%S$SY%SSHSdAS IS ?PSSSISCSFE;WSCSFS?SsSGS9Sh! #2 (B(*%) 
> 
>¢$B%2!<%S° SN>\:Y$,70,$+SiSISSSNSGS$9S, !"LLGr$=S&SGS9SM! #2 (B 
>¢ SB6qBNE* SKSOSIS&SSS&46S8SISSSGSOS+!) !#e (B 


ESBOISFS2!<%3° S$_S?SSSISbSsSGS7SF!"<+J, SNOiSFS ?GOSHB>SN?MSNGOSr%31!<%9SGz (B 
¿SB6%So$; Sk$3$H$, $G$-$^$9!#$^!"$=$I$ŞQ$I$ŞH$$$C$F$7$^$ ($P$=$I$ŞQ$I$ŞI$ŞN$G: (B 
«58595, ; ( B(^ oy 


program ;SB%SU%) !<%i%° S4!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : eee S 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
-—-MESSAGE FILE 20570 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000079h 
tml.html 


--MESSAGE FILE 20571 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJWwlNyVXJW01LUiE8JUgbKEI=?=5000 

Date: Tue, 05 Aug 1997 22:31:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <kamon$21c519970805223129@news1.scei.co.jp> 

References: <kamon$21c519970728184254@news1.scei.co.jp> <19970729223327katahira@mxd. 
meshnet.or.jp> 

NNTP-Posting-Host: 210.136.1.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


DogStar wrote: 
>¿$B%SU%S!%_DL¿ (BPS¢ si 16256561 ՀՏՇՏՕ |" չ (B 


> ¿$B>>K\¿ (B 258852 --- 6¢SBE@¢ (B 
(---ՀՏՔՇՔԱ,  (8---) 
>2 $B; dSO%@%S%9%?GCSCS$?SP$+S5SG! "9XF~M=DjSKS"S$jS*°S;Ss! #2 (B 


>¢SBSCSFSoS1SG!"9XF~S$5$1$?T}Sh$m$7$/S$*4jSSS7S*°S9! #2 (B 


¿SBSIS&Sb!">NS7S/S"S3S, ՆԱՆՈ S79?!#%S1%S%se!<SNE@?tS$SOS=S1l1S[SI9bS/SO¿ (B 
¿SBSJSSS1SI!"LLGrS- S&SGS9SM!#¿ (B 
éESBSGSb!"I~SrGcS&SNSK$* 6b$r$?$/$5$s; HSCSASCSCS?ST7!"STSPSiS/%2!<%* $GM7$V¿ (B 
¿$B 2108, chE1S-$aSKSISGSS86: #25S0B+AWSKEISHEKS7S°S914DOS, "| <8^! <81 1683 (B 
E SBS"GCSCSFS-$2572 (B(¿$BS^S@M7$PŠ; P Y E 
2 SBIRI?$5$s!"31% ENG ԱԱ Ո. 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20571 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000080h 
tml.html 


--MESSAGE FILE 20572 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUjJWiRJICYkNyROJCYkKyRKISkbKEO=?= 

Date: Wed, 06 Aug 1997 15:53:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33E81F6A.25D5@fa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
Cé@fa2.so-net.or.jp> <33DB6DC9.52D4@ba2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.152 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 13853 


X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SsSKSASOz (J ¿$B$9$,$?¿ (J ¿$B$5$s!"#k¿ (JAZZY: SBSGS9! #2 (J 


K.Sugata wrote: 

> 

> eSBHEFZSKSISCSFSIS3S, SIS&EJOSOSCSEFSSSKSNS+SDCNSiSTSSSSSGS9! #2 (J 

> ¢~SBN>J}Gc$C$??M!"SISASiS, 93$-S$G$9$+!) 2 (J 

¿SB#F#Z!J¿ (JEazyZappingz $B! KSNS [$&$, W%m%0%i%` SrO\?"S7SdS9SSS7!"S1SYSkKH=DjSb!<SIz (J 
éSBEy!"¢ (J 


¿SB#O#K#ESNI>2A5!G=$, 6/2=S5SS1SFSKSNSG: #$+SiGcS&STSL#EH#ZS, S*S9SISaSGSISH! #2 (J 
(°) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
-—-MESSAGE FILE 20572 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000081h 
tml.html 


--MESSAGE FILE 20573 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
2html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Sugata" <sugata@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?GyRCIOUjJWiRLJDckXiQ5ISMbKEo=?= 

Date: Thu, 07 Aug 1997 00:18:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <33E895DC.62DA@ba2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$f££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
C6é@fa2.so-net.or.jp> <33DB6DC9.52D4@ba2.so-net.or.jp> <33E81F6A.25D5@fa2.so-net.or.4 
p> 
NNTP-Posting-Host: 210.132.193.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


> 
> ¢SBS3SsSKSASO; (J ¿$BS9$,S$?: (J ¿S$SBS$S5$Ss!"#k¿ (JAZZY: $BSGS9! #2 (J 


ESBS3SSSKSASO!"#kz (JAZZYz¢SBS5Ss! #2 (J 


¿SB=u8@$"$j$, SH$&$4S6$$$2$9!#; (J 
éSB6aS/SNSQSASSS320SKF~2YST7TS?2SNSG! "#GHEFTSTS*SO!#e (J 


éESBSGSb! "9u#P#SSGSNSWSmS0%i%° K:S1SkDxSOS*SCS?S5S7SF! #2 (J 
¿$B$=$1$0:$$k$IJ!<! #4 (J (“° 
¿SB#1#07n$^S$G2fK}$7$h$&$+$J!#¿ (J 


ESBS&!<S$s!";~4VS, #2G\M_S7$$! #2 (J 


_/_/ Keiichi Sugata ee Bey | 
DA mailto:sugata@ba2.so-net.or.jp _/_/ 
59/25; HomePage (Net-Yaroze Members Only) Z7 
at http://wwwl.scei.co.jp/-bff00134/ fn 


—-MESSAGE FILE 20573 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000082h 
tml.html 


--MESSAGE FILE 20574 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUALUYyU5JT8 jUCNTGyhK?= 
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Date: Thu, 07 Aug 1997 01:07:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33E8A13A.3B71@nv.aif.or.jp> 

References: <19970801210805yasunaga@t3.rim.or.jp> 
<33E34FF4.543@fa2.so-net.or.jp> <19970804141222yasunaga@t3.rim.or.jp 

> 

NNTP-Posting-Host: 202.208.35.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


ESB=iSaS*S7SFE! "#R#O#MSCSESPSCS+SjSN2.86SGS9! #SISS$+%0%SS59%2SN;VS,OCBISKz (J 
é SBSISCSFSKSNSG! "SASGSCSHS$@$1; 22C$5$; SF2<S5$Sl#lle(d 


Mr.K wrote: 


> ¿$B;W$$$C$-$j%a RoR I;HS&ShS&SGS7S?¿ (Մ(՞՞չ:չ::չ:: 
> gSBS*!"SHS5S"S ($:SG!<%? (SS>e829F8 asb3j4% — %$I%U%)!<%i%`SK%"%C%$WŠ7Šh¿ 
> ¿SBS$S&S+SH;WSSSAS9; (Մ(՞՞ ՏԱՄ 


ԵՏՔ !%asb%j!<%t+!<%I$r;HSoSTIS$$G!"%SQ%9%0! <SISGSbSd$ jJSHSjSGS-S*S9Sh! #3 (J 


¿SB!V$V%j!<%@!<%:%+%C%$W!W!d!VEPO?GO4IM) !W! d! V#B4CS5%9SH!WSrA*Brs7SF!"3 (J 
2$B!!!VEPO?33!<%IF~NOz (J or ¿SBEPO?%3!<%II=<(!W!!!!¿(J 
éESB!!¢ (J 


ESB! !S1SiS/% (#2S_S?SSSJ46S8SG!J#3#5J8;z!N#4J8;z!KSASgSCSHD9SSSGS9S,¿ (15554 (Մ(՞՞չչ 


ESB! !SbS7!"S2!<S*!<%3:SUS) !<Si%S° GUSdSkSsSJSi!"@'Hs;22CST7S?SSSGS9ISM! #2 (J 
—-MESSAGE FILE 20574 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000083h 
tml.html 


--MESSAGE FILE 20575 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
4html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: Re: =?iso-2022-jp?B?GyRCJUALUyU5JT8 JUCNTGyhK?= 
Date: Sun, 17 Aug 1997 23:56:25 +0900 
Organization: PlayStation Net Yarouze 
Lines: 24 
Message-ID: <33F71119.2D94@fa2.so-net.or.jp> 
References: <19970801210805yasunaga@t3.rim.or.jp> 
<33E34FF4.543@fa2.so-net.or.jp> <19970804141222yasunaga@t3.r 
im.or.jp> <33E8A13A.3B71@nv.aif.or.jp> 
NNTP-Posting-Host: 210.132.170.18 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SSSKSASO¢ (J Mr.K¿$B$5$s!"2.86$5$s¿ (J kAZZYzSBSGS9! #2 (J 


ESB%US) Sm! <$,CYSISFS9S_S*S;Ss!#z(T(%%; 
ԵՏՅՅՀ-: "Տր 5ՏՄՏ ՏՄՏ/ՏՇչԽչՄՏ/ՏԲՏ՞Տ9Տ« 172 (Մ(չ չ) 


ESBSG!"3 (J 

¢ SBSASCSHSN; WSSSG%@SS%9%?2?GCSSS*S7S27! #3 (J 

2 SBS*S@KXSISASCSFSISSSNSGS9S, ! "#N#YGUSVS$3j!<%$@!<%:%+%$C%$WSd$j$SAS7$g$&!# (Մ(՞՞) 
¿SBSHSSS&SoS1SG6qBNE*SKOCSr?JSaSkS3SHSKS7S?SSSH;WSSS“S9!#!J8+@ZSjH/<MS@!*!K¿ (J 


¢$B=PAVGOSJSISN%$1%.%e%1!<37%g%SSGS9S, !"S9SGSKSdS$ j9~ ԱՅ a 
ESBI}SNS [S&S, SSSSSH;WS&SNSG2?S+DsS0FS, S"S1SPS*J9S+S;S/S@QS5SS! #3 (J 


¿SBSISsSISsOCSrS9S9SaSASCSCSF7k9=SGS9!#¿ (Մ 
¿SB!JS=SNS$&SASoS?S7SbDISSSDS-S S9!K¿ (J 


¿SBSH$SjS"S (S:ShSmS7S/S%S¿ (J! ! 


:¿SBS"S"1"SoS?$7SK5YS_SrS/S1S'!<¿ (J! !¿SB!d%$?%3<RD9;¿ (J 
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NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20575 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000084h 
tml.html 


--MESSAGE FILE 20576 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kousuke" <kohsuke@green.ocn.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: ¿SB#F#F%?2%/%SFS#S/S9#H#E#L#P!!#MEE!*¿ (J 

Date: 18 Aug 1997 06:11:57 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bcabe7Sd71369a0S$SLocalHost@x01cfxpm> 
NNTP-Posting-Host: 210.132.13.222 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$B$O$8$a$^$7$F!"$3$1$, =iEjJ9F$N#k#o#h#s#u#k#e$G$9!# (J 
¿SBS3S1S+Si!"ShSmS7S/S*4jSSS7S S9!#¿ (J 


¿SBS=S$S1SGSO!"KNBjJSKF-SiS;SFSbSiSSS“S9!#¿ (J 
ESBHFHES?%S/SFSH#S/S9SN!I"S/SiSESISN=PS7I}S,S0$+S55%S;Ssl#e (J 
¿SB; (;oSJSISG8+S?SsSGS9S, !"=qSSSFSISSSNSG: $SCSFSSS*S9!l #3 (J 


¿S$SB=P$7J)$rCN$C$F$SSk?M!"@'Hs65$ (S$F$/S$S@$5S$%$¿ (J 
ESBS*45SSS78S*°S9! #3 (J 


¿$B%3!<%9%1!J¿ (Jkohsuke@green.ocn.ne.jpzSB!K¢ (J 
—-MESSAGE FILE 20576 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000085h 
tml.html 


--MESSAGE FILE 20577 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?I1SO-2022-JP?B?UmU6IBSkQiNGIOY1LPyUVJUY1IyUVJTk jSCNFIOwjUCEhI00 jRSEQGyhK?= 
Date: 18 Aug 1997 06:59:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <01lbcaba4$08ca6780Sec0d84d2 @NIGHTMEA> 

References: <Olbcabe7$d71369a0$LocalHost@x01lcfxpm> 

NNTP-Posting-Host: 210.132.13.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS3SsSKSASO! 4: (Jkanzakiz $BSG$9!#2 (J 


> ¿SBSOS8SaS*S7SF!"S3S1S,=iFj9FSN#k#o#h#s#u#k#eSGS9!#;¿ (J 
> ¿SBS3S1S+Si!"ShSmS7S/S*4jSSS7S“S9!#¿ (J 


¿SBS3SASiS3S=S$h$mS7$S/$S*4jS$SS7S S9!#¿ (J 


> ¿SBS=S1SGSO!"KNBjJSKF-Si1iS;SFSbSiSSS*S9!#¿ (J 


> ¿SŠB#F#FS?7S/SFS#% /S9SN!"S/%SiS&SISN=PS7J)$S,SoS+$Sj$S%S$S;S$Ss!#; (J 
> ¿$B; (;oSJSISG8+S?SsSGS9S, !"=qSSSFSISSSNSG: SSCSFSSS*S9! #2 (J 
> 


> ¢-SB=PS7JI}SrCNSCSFSSSk?M!"@'HS65S (SFS/S@S5S8S83 (J 
> ¢~SBS*4j5SSS7S*°S9!l #2 (J 
> 


¿SBS (SCSHSGS9SMS'!"S*S:!"SASCEWS? ! <#4S*SGSSSCSF!I"S (S"S5IS9S+Si2VSrGcSCSFS$*$-$%3 (J 
ESBS9! #2 (J 


Net Yaroze newsgroups message dump.txt Page 13856 


ESBH1! S41 <S0SX9TSCSFSME\% CSHSNSSSYSSSHSr8+Sk! #3 (J 

ESBE2Z!SSkKS6S5S"SKOTSCSF!"M) NnSNSSSYSSSHSr8+Sk! #¢ (J 

¿SB#3!š5-SN22SNC: 9#$ND.$G!"%[!<%j!<%T%i%4% a ee ~EQ@SG@; @PF~<3j!Ke (J 
ESBH4!%%4!<S0SKITSCSF! "O+F/#89£SrCg4VSK! #2 (J 

£SBH5!%%6!<SIS9SNAOSND. SX9OTSCSF! "SSSY%SSSHSr8+SF! "EGSKOTS/! #2 (J 

ESBHO!S %s[!<%j!<% 12124555, SISi%s0% J!<SK!#S5SiSK!"SbS&018D@; s <j!#¿ (J 
ESBHT!334!<S0SKOTS/SHS/SiS&SI>S4—-!#ST7S+S7!I"Cg4VSKSISiS: #2 (J 
ESBH8!%%6!<SIS9SKOTS/SH!"% (S"SFIS9SHS/SISESISNSSSYSSSHH/ G8! #2 (J 
ESBH9!S=uS1SkSH!"%$/SiS&SIS,CgG4VSK! #3 (J 


ESBS 3$sS$ISH$3$m$G$9! #SASGSCSH=gHV$, $^$A$, SCSFS$$k$+$b$7$1$*$;$s$, !#¿ (J 
ՀՏՑՏՇՏՕՏ՞ՏՉ 144 (J 


2 SBE HS ! "SUSmSsSF 34S" SKSDS$$SF27$+CNSCSFSSS1SP! "655 ( (385/505555 1e (J 
2 $BA40w%/% SG eee OS l a 
2SBS7%9SF%° US! SSSKS, 5$SKSISk! #3 (J 

KANZAKI 


—-MESSAGE FILE 20577 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000086h 
tml.html 


--MESSAGE FILE 20578 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiFKJU01PyROQJUGwhSxsoSkZGVBskQiRoJCYkKZCQVJS81laiUiGyh 
K?= 
Date: 18 Aug 1997 07:15:23 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01lbcaba6$5e077880$c30d84d2 @NIGHTMEA> 
References: <33D74BEC.10D36094@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 210.132.13.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> gSBSG! "KMSN% (SSSGSFSSSOSOS*SCS' SIS"SHSGSHSI!<S?S, 6&E]S1z (J (;_; ESBSHSSS&!"SASQGSCSHz 
(J 

> ¿SBHa7 ` E*$J%Q%?!<%sS$@SCS$?SsSGS9S1ST! "0c$&% (SSSCS#%S%40S, S"SKSNSGSTSgGS&S+! #2 (J 

> 2 SBSIS3$+SG6%9%H! <%4!<SrJQS (SkA*Br;h$, S"SCS?SiST7TSSSNSGS9S, !"KMSKSOSOS+S4$%S; (J 

> ¿SBSsSGS7S?!#¿ (J 


2 ՆԱՍՏՅԱ ՀԱՆ ՈՐ n SCS?>19gS0¢ (J 
ESBG@; @PSN?t$, B-SJSTSSSOS:SISNSG!";DSj#48D=8SaS*S 7S GSE! #2 (J 

ESBSHS5S"S ($:!"FS8DSNQ@; @PSN<h$jJI}SO!">eSNz (Jkousukez SBS5SsSN=jSG@bL@STSFSSS$%S93 (J 
ESBSNSGShS+SCS?Si!"; 29MSKSTSFS/SQ@S5SS! Ք: (J 

¿SBSGSOS S?!#¿ (J 


kanzaki 


—-MESSAGE FILE 20578 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000087h 
tml.html 


--MESSAGE FILE 20579 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kousuke" <kohsuke@green.ocn.ne. jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: ¿SŠB#F#F%2%/SFS4#S/S9#F#H#E#L#P!!#M#F!*¿ (J 

Date: 18 Aug 1997 16:39:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 53 

Message-ID: <0Olbcac3£$9c929320SLocalHost@x01lcfxpm> 

References: <Olbcabe7$d71369a0SLocalHost@x0lcfxpm> <Olbcaba4$08ca6780Sec0d84d2@NIGHT 
MEA> 


Net Yaroze newsgroups message dump.txt Page 13857 


NNTP-Posting-Host: 210.132.13.229 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESB=iSaS*S7SF!"S3!1<S9S1SGS9¢ (Tele 


ae ene StI "SA%CSWS2!<#4S*SGSSSCSF!"% (%"$j%0S+$Si2VSrGcocSCSFS*$-SA; ( 
25859142 (J 

¿SB#11%%41<%0$X9TSCSFSm%N%C%*HSN$S%$Y%s%HSr8+$k!#¿(J 

2SBH2!3%k%6%53"SKITSCSF! "M) NNSNSSSY%sSHSr8+Sk! #2 (J 

¿$B#3!13$= NOS NG: 9#SND.SG!"%$[!<%j!<%I%i%4% L Q ~E@S$GQ; @PF~<4!Kz (J 
¢ SBH4!%34!<S0SKOTSCSF! "O+F/#89£SrCg4VSK! #3 (J 

ESBHS! 26! <%1%9SNAOSND . SXOTSCSF! "8$8Y%stHSr8+SF | "EGSKITS/! #e (J 
¿SB#61!$%[1<%j!<%1%i%4%s$,%I1%i%0%J!<SK!#$5SiSK!"SbS&018DQG; oe <j!#¿ (J 
¿SB#71%%41<%0SK9TS/$H%/%i%&%I>$4-18S7S+$7!"Cg4VSK$JSiS:!#¿ (J 
¿SB#81%%61<%1%9SK9T$/$SH!"% (%"%j%9$H% ՀԱՅՆ $3Y%S3HH/@8!#2 (J 
2SB#9!%=uS1SkSH!"% Ce ae Gc 
ESBS3SsSSISHS3Sm$GS9! #SASGSCSH=gHVS, $*SAS, ՏՇՏԲՏՏՏԵՏԻՏԵՏ/ՏԼՏ՞ՏչՏՏՏ, !#¿ (J 
ZSBSGSOS*S?! #2 (J 


VVVVVVVVVV VV 


ESBS"S5S, SHSESASESSS*S9! #2 (J 
ZESBSASCSFS_S?Si!"%/%i%&SIS,EP>1S78*°S7$?! #2 (J 
¿S$BKNEv$K=u$+$j$%*$7$?!#¿ (J 


> eSBHEPHES!"SUSMSSSFSH#S" SKSDSSSF27S+CNSCSFSSS1SP!"65S ( ԱԱ ՅԱ 
> 2 SBA40w%/% 6 6; 05 rere ea 
> ¿SB%7%9%F%S`%U%S1SS%SkS,5SSKSJŠSk!#¿ (J 


¿SBS3S1$OJ9SSS?OCSGS9S, !"SbS7TK\EVSISi%M%3?S$PS1SISNSG2~9TS7S*°S9! #2 (J 


VVVVVVVVVVVVVV VV VV 


¿SB#7?MSN%-%$c%iS$Sr%/%j%"S9SkSH!"#8?MLN$N%-%c%$i$,EP>1$9Sk$i$7SSSGS$S9!#; (J 
ESBS"SH!"3+H/<<FsIt$K9T$1$?$4$9SkSi$7$$$G$9!#!I3+H/<<$CSFSISs$@$m$&!) |... (J 
éESBS3$N>pJIs$O!"S"$/S$°S$GSb$ &SO$5SSG$9Il#e (J 

ESBS9S$$*S;Ss!"LS3NG' ee a 

ՀՏ8175՞ՏՏՏ61"Տ/5)9"575՞Տ915Հ (J 


¿SB#k#o#h#s#u#k#e;¿ (J 
--MESSAGE FILE 20579 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000088h 
tml.html 


--MESSAGE FILE 20580 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000008 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?RkZUGyRCJEC1TyVeJEMkKRiQ3 JF 4kQyQ/GyhK?= 
Date: Tue, 19 Aug 1997 02:00:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33F87FC5.5EAC@super.win.or.jp> 

NNTP-Posting-Host: 202.26.16.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


¿$B%i%$%*%M%k>k>kLg$G%; !<%V$7$?$i2?$H; (J 

2 SB%G%VŠN2=$1J*$K>!$F$J$$!*!*!J@dBP$ŠK!K¿ (J 

¿SB$d$jD>$7$F%m!<%I$7$F$Þb;¿ (J 

¿SBSSS-SJSjJT@.2hLLSG¿ (J 

¿SBH4S1SkSHSdSCSOQOSjJ6/@)%S%SY%Ss%SH!&!&!&!#¿ (J 

¿$B$b$7$+$7$F:G=i$+$i!)¿ (J 

2 SBC/$+$3ŚNŚh$&$J%0O%^%JŠK=P2q$C$??M$, ¿ (J 

¿SBSSS*S7S?SiS1%92<S5SS!*!* (J 

—-MESSAGE FILE 20580 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000089h 
tml.html 


--MESSAGE FILE 20581 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-4jp?B?GyRCIUo1TSU/JFAkbCFLGyhKRk ZUGyRCJGgkJiRkJC81LyVqJSIbKEo 
=?= 

Date: Tue, 19 Aug 1997 14:42:09 +0900 

Organization: Digital Media Lab. 

Lines: 16 

Message-ID: <33F93230.C2BFEA40@tokyo.dmlcyber.co.jp> 

References: <33D74BEC.10D36094@tokyo.dmlcyber.co.jp> <0Olbcaba6$5e077880$c30d84d2@NIG 
HTMEA> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


éSBS3SsSKSASO!"¢ (JKanzaki¿$B$5$s!#%1%9$"$J$, SHS&S4S6SSS*S9! #2 (J 


éSB2?DLSj$S+S"Sk$_S?SSSGS9!#SHSKS+S/!"SPSCSHS (SSSGS#ESSSOSKSISCSFS7S*SCS$?>19gS$0¢ (J 
¿SBG@;@PSN?LES,B-Sj$JSSSOS:SJSNSG!";DSJ#48D=8SaS *S7SgS&!#¿ (J 
¿SBSHS$SjS"S$($:!"Fs8DSNG;@PSN<h$jJ)SO!">e$N¿ (Jkousuke¿ $BS5$S$N=jSGR@bLESTSFSSS*S9¢ (J 
ESBSNSGShS+S$CS$?Si!";29MSKS7TSFS/S@¢ (I3¢SBSS!#2 (J 

ESBSGSOS*S? 1 #e (J 


VV NV V V V V 


kanzaki 


¿ŠBS(SH!";DSj#48DSH$SS&S3$HSO!"!V<X;H$$S!WSb=8$SaSJ$1$S1SP$JSiSJ$SSSHSS$&S3SH$G; (J 
2SBS9ShSM! փ: (J 
¿SBS&!<Ss!&!&!&¿ (IO ՞չ)): 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20581 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000090h 
tml.html 


--MESSAGE FILE 20582 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?RkZUGyRCJEcLTyVeJEMkRiQ3JUF 4kQyQ/GyhK?= 

Date: Tue, 19 Aug 1997 14:59:10 +0900 

Organization: Digital Media Lab. 

Lines: 39 

Message-ID: <33F9362E.F3C7382A@tokyo.dmlcyber.co.jp> 

References: <33F87FC5.5EAC@super.win.or.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
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ESBS3SsSKSASO! "3 (JSuzuki¿ $B$5$s!#$j$g$&$H?=$7$^$9!# (J 


> 2SBSiS$3*2M%k>k>kLg$G3; |ՀՏՄՏ752512258չ (J 

i SBSGSVSN2=$19*SK>!SFSISS!*!*!J@dBPSK!Kz (J 
2SBSd$4D>$7SF%m! <SIS7SFSbz (J 
¿SBSSS-SJSjJT@.2hLLSG¿ (J 
¿SBH4S1SkSH$dS$SCSQS3j6/QG@)%SSYSsSH!&!&!&!#;¿ (J 
¿$B$b$7$+$7$F:G=i$+$i!)¿ (J 
ESBC/$+$3$N$h$&ľ$J%0%^%j$K=P2q$C$??M$, ¿ (J 
¿SBSSS*S7S?Si%S1%92<S5SS!*!* (J 


VVVVVVV 


ESB3NS+SK!"#F#F #TSGSO8eLaS JSNSGS-SISS@OF.$,22?28SS+S"SIS*SOSM! #3 (J 
2 ŜBKM$b4m$&$/$=$N>1LL$G%2!<%`$rJ|$j=P$7$+$1$^$7$?!#¿ (J 


ESBS3SNS\%S9SO!"!VO-L4!WSrB?MOS7SF¢ (IS; S$B>uBVIQ2=Sr0z$—-5/S$3S9SNS, F@OUSTSASDSISNSG; (I$ 
; (J 
S SBS3$N; EGSGSNBP=hSHS7SFSO!";(J 


ՀՏ) &AuHwSrJQS ($k! J>uBVJQ2=SrKISOShS&S$JAuHw! Ke (J 
ESB! &S8SGSVSr%S; SCSH! IS"SkKSSSOSAS'SSS8!IKSISKE (J 
2$B!&L#7} $Sr=PMhSkS@S1SP3iSPSiSKG[CVS9Skz (J 
2S$B!&1S5wN%967b<gBNSKS9Sk; (J 

ESB! &S"SkSSSOB-;_SaS7SF%U%S/SmSKS9Sk3; (J 


ESBSOSISS$7$+;WSSIUS—-S$*$;$sl#e (J 


éESBKMSO>eSNS &SA#3SDSOSiSSSr;nS7SFS_S*S$7$?!#S=S1SGSbS [SHSsSI@oF.ITG=SKSISCSF?: (J 
ESBSTS“°SSS*STS?2S1ST!"SIS<$4+%"S0S53S"S9S, 4NDSSCSFS/S1S?SNSG!"2?SHS+FMGKSGS-S$%¢ (J 
ESBS7$2¢(1!2¢ (J 


éSBSdS0$4!"$3$3S0>/$7LaSCSFAuHwS r=<<BS$55; SkSNS, OLHVBEEVS@SH;WSSS*S9!#¢ (J 
ESBS, !"J8LLSr8+Sk$He (ITS¿SBSJSsS@S+8eSK0zS1SJSS>u67SNShS&SGS9SM!#¿ (J 


9¿ (J 
¿SBSh!#¿ (J 


¿SBS*LrSKN)SFSJS/SFS9S_S*S;Ss!#¿ (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20582 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000091h 
tml.html 


--MESSAGE FILE 20583 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: FFTzSBSG%O0%*SCSFS7S*SCS$?¢ (J 

Date: 19 Aug 1997 14:31:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0lbcacac$79cf1lc60S57088bcb@gateway2000.nsl1.sphere.ad.jp> 
References: <33F87FC5.5EAC@super.win.or.jp> 

NNTP-Posting-Host: 203.139.8.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 2~SBC/S$+S3SNSh$&$I%0%*%5SK=P2q$CS$??MS, ¿(J 
> ¿$B$$$^$7$?$i%1%92<$5$$!*!*; (J 

> 

¢$B%_%-%?SGS9!#S3SsSKSASO! #2 (J 


¿SB!t%4% _%1%9SGS9!&!&!&!&¿ (J 


¿ $B; dSOCgG4VSrGI8/S7$?S*S*SSSYSstHSr72TSaSFS7S*Ss!3 (J 
¿SBGI8/$7S?>1=jS$SKLaS1$J$/%SJ$j!"5c$-$S2$7S?!&!&!&!# (J 
¿$B;EJ}$J$/$d$j$I$*$7$^$7$?$, !"$=$10JMh¿ (J 
¿$B%a%b%j!<%+!<%IOlKg%U%k$K;H$C$F!"¿ (J 
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ESBS; !<SVS7TSFS*S9! #3 (J 


—-MESSAGE FILE 20583 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000092h 
tml.html 


--MESSAGE FILE 20584 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?GyRCUCIkaiQsJEgkJiQO0OJDYkIJCReJDckPxsoSg==?= 
Date: Wed, 20 Aug 1997 21:14:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <33FADFBB.7340@outback.co.jp> 

References: <33F87FC5.5EAC@super.win.or.jp> 

NNTP-Posting-Host: 202.215.181.23 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ryozSB$5$s¢ (Jo-mikitaz$BS$5$s¢ (J 

ESBS1S9S"SIS, SHS&S4SOSSS*STS?l#e (J 

ESBS5$CS=$/SdASCSFS_S?SSSH;WSSS*S9!l #3 (J 

—-MESSAGE FILE 20584 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000093h 
tml.html 


--MESSAGE FILE 20585 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?ISO-2022-JP?B?UmU6IBskOiFKJU0O1PyROQJUGwhSxsoSkZGVBskQiRoJCYkKZCOQOVJS81laiUiGyh 
K?= 
Date: 21 Aug 1997 05:32:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <0lbcadf£3$702a2680Sec0d84d2 @NIGHTMEA> 

References: <33D74BEC.10D36094@tokyo.dmlcyber.co.jp> <0Olbcaba6$5e077880S$c30d84d2@NIG 
HTMEA> <33F93230.C2BFEA40@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 210.132.13.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿SBS(SH!";DSJ#48DSHSSS&S3SHSO!"!V<X;H$SS!WSb=8SaSJ$1S1SPSJSiSJSSSHSSS&S3SHSGe (J 
> ¿$B$9$h$M!#¿ (J 
> ¿$ŠB$&!<$s!&!&!&¿ (U(“_ ;;;; 


ESBSO!"SOSSS*S;SS!#%3 (SSSGCS#ESSSOSHSSSESNSO! "BGS—-$/TIOSOSiSTISSS+$bS7S1S*°S;Ss!#e (Մ 
2 SBOL1~!"M'C#SK3NG'$7$*%$7$2S, !"S=SNM'C#S$b!"J9$S$20CS$@S=SESGS9! #3 (J 
¿SBF'!'SsS@Sj=3SCS?SjJSGS4SaSsSJS5SS!#SGSb22S+S"SkS_S?2SSSGS9Sh!#¿ (J 


¿SBS"SH!"?7>pJs!#CNSCSFSSS?SiS4SaSsSJS5SS!# (J 

¿SB%i%` %6$SG!"%"%k%F%2$, $G$-S$kSŠCSFCN$C$FS2$S7S21)$"S$SH!">$4-$N%>%G%#%"!<%/!#¿ (J 
¿SB%"%$k%F%*$O!"%i!<%K%s%0$7$JS/SA$cSJSjSA$;Ss!#; (J 

ZSBS* ! "26SOSbS&SGS-SISSSNSGS9!#!T2TS_SOS.SFIMIMIMI#IKG (J 


ESBS"SH!"F£S,S"SCSF!"@; BgE7; H%is*> S6SHSSS&8QMUS, =P2sSSCSFSSSF! "ՏԼՏԵՏՏՏԵՍՍԱՔՏՀՄ, ¿(J 
ESBS+SiSTSSSNSGS9!#ST!"STSESSSES3SHSISSSGSTSgS&S4+!) 2 (J 
ESBCNSCSFSSSk?M! "65S (SFS/S@S5SS! #3 (J 


kanzaki 
—-MESSAGE FILE 20585 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000094h 
tml.html 
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նէ» <35539BAC.4B940AB2@netmagic.net> 
NNTP-Posting-Host: 81-88-134.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I think sony just don't want PSX-owners to be able to play NY-games. 


have some info on my public page about the NY. And some (other) dutch 
bloke contacted me to get some tools and games for him. He did something 
so he could play NY games on a ordinary PSX. It had something to do with 
Action Replay if I'm not mistaken. Now he wanted to make the 


connection-cable between his PSX and his PC. 


I 


Page 1387 


-—-MESSAGE FILE 2181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00884 


-—-MESSAGE FILE 2182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000885 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Sat, 9 May 1998 09:30:58 +0200 

Organization: Debri Productions 

Lines: 7 

Message-ID: <1d8r8aj.d5fbul5zlo3f£N@al-88-134.al.nl1> 


References: <6iujna$2tll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.playstation.co 


-uk> <355354C6.27CD1F7A@netmagic.net> <35536F1B.D7CCA832@mail.datasys.net> 


NNTP-Posting-Host: 81-88-134.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I know a dutch bloke that runs NY-games on his PSX. He uses the action 


replay now, but he wants to use sicons. He only had to make a serial 


cable he said. 


I don't know were he got the stuff, but he has it. And he can run 
NY-games illegal on a grey PSX. If he can do the same as I, for only 
$150 (dutch reduce price for PSX), I'll probably feel snitched. 
Happely I do think you miss out a lot without the membership. 
—-MESSAGE FILE 2182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00885 


—-MESSAGE FILE 2183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000886 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 
From: Paul_Holman@Playstation.sony.com 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze User Agreement 
Date: 9 May 1998 08:27:43 +0100 


Organization: Sony Computer Entertainment Europe - 119.SS5 


Lines: 105 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j10hf$5n31@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 


by camsg001.camb.scee.sony.co.uk (8.8.6/8.8. 


9 May 1998 07:32:25 UT 


6) with SMTP id IAA23224 


for <news@playstation.co.uk>; Sat, 9 May 1998 08:32:06 +0100 ( 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Elliott has pretty accurately summed up the views of SCEE - its your 


source code (so you can post your skills wherever), 


its our libraries 


and tools (so don't post them elsewhere, they're for your benefit!). 


The only big caveat in this are the GNU based compiler and associated 


components - these of course are covered by the GPL 
both the CD and the Websites). 


(which is on 


As a previous poster has already mentioned, the basic idea is to 
ensure that PlayStation technology is provided to all those that 


BST) 
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--MESSAGE FILE 20586 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
Shtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ogihara <f7783053@nv.aif.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: Re: =?iso-2022-jp?B?GyRCJUALUyU5JIT8 jUCNTGyhK?= 
Date: Sun, 24 Aug 1997 03:46:46 +0900 
Organization: PlayStation Net Yarouze 
Lines: 30 
Message-ID: <33FF3015.144F@nv.aif.or.jp> 
References: <19970801210805yasunaga@t3.rim.or.jp> 
<33E34FF4.543@fa2.so-net.or.jp> <19970804141222yasun 
aga@t3.rim.or.jp> <33E8A13A.3B71@nv.aif.or.jp> <33F71119.2D94@fa2.so-net.or. jp> 
NNTP-Posting-Host: 202.208.34.91 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


2$B!!S3SsSPSsSo!"#kz (JAZZY: SBS5$s!*3 (J 
éSB!!6a:"SdSCSFSk%S2!<%S* SOS@SSS9S?PS@SISN2.86SGS9¢ (J (%%; 


éSB!!IV;VCYS/SISCSFEST7S*SSS9SSS°S; SS! #z (J 


kAZZY wrote: 


> eSBS*S@KXSISASCSFSISSSNSGS9S, !"#N#YGUŠV%J!<%@!<%:%+%CW$d$j$^$7$g$&!#¿ (Մ(՞՞) 
> 2 SBSHSSS&So0S1SG6qBNE* SKOCSr?JSaSk$3SHSKS7$?SSSH; WSSS*S9!#!F58+@ZS jH/<MS@!*!Kz (J 


ESB! !Sd$jS*STSgGS&S?SHS (7 22C<TS, #3L>SE@SCSHSTSFSb!&!&!&3 (J (7_7) 


> gSB=PAVGOSISISN%1%.%e%1!<%7%gssSG$9S, !"S9SGSK$d$ jI~SsS$G$$Si$Ccs7$c$ke (Մ 
> ~SBI}S$NS [$&$, $$$$$H;W$&$N$G2?$+Ds0F$, $"S1SP$*J9S+$;$/S@S5SS$!#z (J 


é$B!!%/%iS7%SC%/! JELS~<G#2#4#0#0!KS, OLHLE*SGS9SM! #2 (J 
é$B!!SGSb!"S$3S1SOH/OF<TSN;: (J Mr.K ¿S$SBS5$sBTSŠSAS+ŠJ!&!&!&¿ (J 


> ¿$B$H$J$"$ ($:ShSm$7$/S$%2 (J!! 


é$B!!$3SA$i$3$=?7; 2<TSGS9S, !"ShSmS7$/S$*4jSSS7$S*°S9! #2 (J 


¿SB!!S=S1SH%@%S%9%?SKSO7k9=M-MQSJS[!<%`%Z!<%S8S"SkSsSGC5S7SFS_SF2<S5SS!#¿ (J 


—-MESSAGE FILE 20586 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000095h 
tml.html 


--MESSAGE FILE 20587 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 

6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1S0-2022-JP?B?GyRCJUALUyU5JT8 jUCNTGyhC?= 

Date: Fri, 29 Aug 1997 16:57:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <1997082916571lyasunaga@t3.rim.or.jp> 

References: <19970801210805yasunaga@t3.rim.or.jp> 
<33E34FF4.543@fa2.so-net.or.jp> 
<19970804141222yasunaga@t3.rim.or.jp> 
<33E8A13A.3B71@nv.aif.or.jp> 
<33F71119.2D94@fa2.so-net.or.jp> 
<33FF3015.144F@nv.aif.or.jp> 

NNTP-Posting-Host: 202.247.160.96 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 


Net Yaroze newsgroups message dump.txt Page 13862 
X-Posting-Software: WSNews 2.020 


ESBS3SsS$KSASO!"z (BOgiharazg$B$5$s!"¢ (BMr. Kz SB$G$9! #2 (B 


>¿SB!!SdSJS“S7SgS&S?SHS(;22C<TS,f3L>S@SCSHS7SFSb!&!&!&¿ (B(; չ) 


¿SBSdSjJS S7SgS&!"SdSjS“S7SgS&¿ (B (“ j; 


>¿$B!1S/%1%7%C%/!JE15-<G#2#4#0#0!KS$, OLHLE*SGS9SM! #2 (Բ 
> 
>¢$B!!SGSb!"S3S1SOH/0F<TSN; (B Mr.K ¿SBS5SsBTSAS+SJ!&!&!&¿ (B 


¿SBS$S"$j$Sc!";dBTSASKSJSCSFS?SNSGS9SM¿ (8(՞՞չչ 
¿SB$S_SJS5$Ss!"2?F,S/S1SSEPO?S7$SFSSS“S9S+!)!d#B#C¿ (B 


¿SBSASJS_SK;dSNSHS3SmSO! "#B#CEPO??t#5F, S/SiSSSGS9!#SISlSbS5S7SF¿ (B 
¿SB6/S/SJ$99SGS9¿ (B(¿SB>P¿ (B) ¿SB!#¿ (B 


ESBSCSFSSS&S3SHSG!"7Z5/#32?MSGSdSCSFS_S$*$9S+!) 2 (B 


2SB8eF | ; dSNGO%G! <3?SO0S3S$3SKS"SCSWS5$; SFSbSiSSS*S9! #2 (B 


program ¿$B%U%)!<%i%`%j!<%@0!<¿ (B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20587 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000096h 
tml.html 


--MESSAGE FILE 20588 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
Thtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCIOUjWiRJICYkNyROJCYkKyRKISkbKEO=?= 

Date: Tue, 02 Sep 1997 02:22:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <340AF9CC.C24@fa2.so-net.or.jp> 

References: <33D77508.5F32@pa2.so-net.or.jp> <33D7B785.4857@ba2.so-net.or.jp> <redbu 
g$££8d19970725112924@newsl.scei.co.jp> <33D8C229.4EBD@pa2.so-net.or.jp> <33DB62EC.72 
Cé@fa2.so-net.or.jp> <33DBA0B8.754D@fa2.so-net.or.jp> <33E4CEBA.5970@fa2.so-net.or.j 
p> 

NNTP-Posting-Host: 210.132.170.16 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBCYS/SISIS*STS?! #2 (J KAZZY¿$B$G$9!#¿ (J 


ESBSSSYSSSHSXSNS ($s%$H%j%G!<%?$, FUFP=PMHSKS+SI1SES+LdSS9gGSOS; SFSSS*S9S, ¿(J 
ՀՏՏՏ՞ՏՈ2ՏԽ2Տ Տ"ՏյՏ՞ՏչՏտ| փ. (J 


ESBSG!"So$?S7SN8D?ME*$J8+2rSJISNSGS9S, !"SbS 7LdBjS, S"S1SP%S@%&%s%m!<%ISG;¿; (J 
¿SBS-SkS$ShS$S&SK@_Dj$5$1SJSSSNSGSHSjJS"S (S:#U#PS7SFS+S*SoSJSSSH;WSSS*S9Sh!#¿ (J 


¿SBSJSsS@S+S*LrSKN)SFSJS/SFS9S_S2S;SSsSGS7S?!#¿ (J 


£SBS$+%k3M! <$8SOBPCOSSSYSSSHSLTW2ZHS7TSFSSS*S9! #3 (J 
¿$B%/%i%9J,$1$SH$+%k!<%k$J$SI$G$40U8+$,$"$j$2$7$?$i$*J9$+$;$/SQ@S5SS!# (J 
¿$B$S_$J$S5$s$H$S$C$7$g$K%$1%.%Se%$1l!<%7%g%s$r<Q5M$a$?$$SH;WS$S$AS9!# (J 


¿SBSšhSm$7$/S*4j9SSSS?2$7S“S9!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 
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—-MESSAGE FILE 20588 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000097h 
tml.html 


--MESSAGE FILE 20589 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 

8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jJp?B?GyRCJUALUyU5JIT8 jUCNTGyhK?= 

Date: Fri, 05 Sep 1997 00:54:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <340ED9CD.1EDF@fa2.so-net.or.jp> 

References: <19970801210805yasunaga@t3.rim.or.jp> 
<33E34FF4.543@fa2.so-net.or.jp> 
<19970804141222yasunaga@t3.rim.or.jp> 
<33E8A13A.3B71@nv.aif.or.jp> 
<33F71119.2D94@fa2.so-net.or.jp> 
<33FF3015.144F@nv.aif.or.jp> <1997082916571llyasunaga@t3.rim.or.jp> 

NNTP-Posting-Host: 210.132.170.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


éESBS3SsSKSASO; (J Ogihara ¿$B$5$s!"¿ (JMr.K ¢SBS5Ss!"¢(J kAZZY ¢SBSGS9! #2 (J 


ESBS*BIS 2S; $7$^$7$?7!# (I (^^; 
¿SBS$dSCSHDISSSDSSS?SNS+SJS!!#¿ (J 


2SBSoS?$7SOSh$&$d$/#4F, $GS*$@%1!<%9$, =PMh$^$; $s$, !"$3$1$G011~; 22C$G$-$kz (J 
¿SBShS&SKSOSJSjS S7S?!#¿ (J 

¿$B012s!"$$$$GO$, =PMh$?$s$G$9S1$ISM$'!"EPO?S$ 9SkAOSKGK; :$7$A$c$$$^$7$?! #2 (J 
G) 


> ¿SBSCSFSSS&S3SHSG!"7ZS/#3?MSGSdSCSFS_ SA S9S+!)¿ (J 


¿S$SB$=$&$G$9SM!":#S$SN=j#3?M$_$?2$$SGS9$SNSG#1?M:GDcC#2F, % (տ5515359515թչ (J 
ESBSGS-S*S9SM! #2 (Մ(՞՞) 


¿S$SB%11<%9$O¿ (J ¢$B%/%i%S7%C%/!JEL5~<GH2#4#O#0 I KSGSSSSSGS9S+!) ԼԶ: (UMr.K ¢SBS5$s! #2 (J 
ESBS"SH!"% (SsSH%5!<SO#N#GSKSQO%9%SO!<SISr#HUFPSHSSS&7ASGSSSSSGS9S+!) Վ: (JOgihara 
¿$B$5$s!#¿ (J 


¿SBLdBjJSJS1S1SPS3S1SGSdSCSFS_ ShS$S&SH;WSSS“S9!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20589 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000098h 
tml.html 


--MESSAGE FILE 20590 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000009 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1ISO-2022-JP?B?GyRCJUALUYUSJUT81RyE8JUT8bKEI=?= (Mr .K) 
Date: Mon, 08 Sep 1997 02:09:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <19970908020903yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.198 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


ESBS (!<!"S@SSS9S27SN; dSN%G!<%S?!"#3F,5,SGS9! #2 (B 
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2$B3US'S"S4%7%e3W! <3kz (B 
,SBS@SLS>$"$5! | SASPSS$6S1!!$*S4SES9SH! 1Տ59ՏԱ505857չ (B 
¿SB!!111111111l1l1mmnn; (B 
ISBSRS0S*SHSO!!SNS/SVSHS@!!S<S-ShS_Ss¿I(B 

ՀՏ 11111111 Ր 1 Լ"" 1 1""չ (B 

éSB<1JL%3!<%S1I!!S<SASSSI 

¿SB!!!!!!111111111 TU; (B 

¿SB%$m%S%Ssd%sk%Ss&%SsSSJ!<¿ (B 
¿SBSJSPSPS.SO!1SsSXS7S+S[11S[SSS28S75S11SiSiSDSiSY;(B 
:SB!! pimin (B 

S SB$`$0$>$j$2!!$a$`$XSH$L!!$iSP$7$?$^; ( 

ԱԱ 5 ԱՆՐ ՈՅ 

2 SB<1JL%3!<%I!!S&SMSA$22 

2588 9982819/851«85:(8 
¿SBSfS>$NS"Sh!!S$SM$YSMSOSG!!SAS;S9$&5211S*$2S2S*SP; 
25811 11"ո11111 1 լ"ոչ (B 

ISBS7S&S2A5S-S"11S SQShSQSE!!$] SMSGSaS"¢ ( 

աԱ ԱԱՆԱՌՈԹՈՒՈԱՅԱՄՆԸՆ: 
¿$B<1JL%3!<%I!!$G$QS\$2; (B 

¿SB0J>e#3F,SGS9!#¿ (B 
éSBO11~!":FEYF~NOS7SIS*S7SF3NG'S7S?SNSG!"S"SCSFSSSkSH;WSSS*S9! #2 (B 


2 SB2<$K""$, S"SkKSNS, !VSPSSSVSYS\ ! WSISISNByE@! "2 (B 
ESB"SS,S"SKSNS, !VSQSTSWSZS] !WSISISN4] SrOUL#S7S“*S9! #2 (B 
2$B!JF~NO; ~$N%3%s%H%m!<%i$N5-9fŚK$"$0$;$^$7$?!#!K (B 


éSBSCSFS3SHSG!"Sd$j$*S7$g!<z (8(՞՞) 


program ¿S$B%U%S)!<%i%S`%j!<%s@!<;(B Mr.K (zgSBOB1J;(B ¢SBOB90¢ (B) 
Home address : ¢$B:k6L8)Bg5\;T5HLnD.¢ (B 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20590 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000099h 
tml.html 


--MESSAGE FILE 20591 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Gran Turismo 

Date: Mon, 08 Sep 1997 11:38:30 +0900 

Organization: Digital Media Lab. 

Lines: 21 

Message-ID: <34136526.344810D2@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


2$B%2!<%* $7%g!<SKITSCSFS-$*$7$?!#:#2sSO@5D>!"M>$454|BTST7TSFSIS+SCS?SNSGS9S,!"3 (J 
ESBM=A[SO8+; v$K30$1$^$7$?!#¿ (J 


ESBESHCHESV! <S9SN!V%S0%i%SS%D!<%5%9%b!WSN=PMhS, $b$N$9$4$/$$$$$G$9!#¿ (J 
¿ SBBN8 3HGS*SGS2SCSHSTSFST7S*SSS°S7S2! #3 (J 


E$B>/$7$@$14 | BTS 7SFS$$2%; %, !&%D!1<%j%s%0St!<tASC%SBTS*SS%7SCBWSN= PMhS, 0- eet 
ESBSG!":#G/SOSb$&G6C$&%2!<%> $, STSSSNS+SISH; WSCSFSSS?S@S1SK!":#S+Si#1#17nS, 3Z¢ 
ESBS7$_SKSISCSFS-S*S7S$2?! #3 (J 
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ESBS"SHSO!"SjISWS1LSSSN; ~SK!"SUS1!<%S* MnSASOSKSNSH!"%:!<%3*S7S?SHS-SKGX7JIS“*SGSS$3 (J 
© SBSC$7SgSK! J$d$2$1$K (K3HBGS9SKSNS, $J$/$J$1$P!"BgK~B-$G$9$M!#¿ (J 


7 SBKMSO#S#CHESN2SS$7<TS8ScSISSSG6S9S, !">/$J$/$H$b!":#2s=PE8$7$F$$$?%I%i%$%V4X; (J 
¿SB78SN%2!<%` SNSJS+SGSO:GSbSh$/=PMhSFSSS?SNSGSOSISSS+SH;WSSS*S9! #3 (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20591 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000100h 
tml.html 


--MESSAGE FILE 20592 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUALUYUSJIT81RyE8JT 8bKEo=?= (kAZZY) 
Date: Mon, 08 Sep 1997 23:18:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <34140947.471A@fa2.so-net.or.jp> 

References: <19970908020903yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 210.132.170.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; 1) 


2 SBSOS?S7Sb#3F, 3 (SSSHS4!<S7S°S9! #3 (J 


¿SB%?1<% s 
¿SBS`SXS7S4S/¿ ¿SBSYSSS;S9Sf , (Մ ¿$B$a$?$.$/$$¿ (I ¿$B$9$S$,$,$V¿ (J 
s (1 ¿SB WWM (U ¿$B""¿ (J ¿$B""¿ (J 
¿SBS/SRSSS5SQ¿ (J «ՏՑՏՏՏԱՏՕՏօՏ51: (Մ C¿SBSQ@S6S@S[Ss¿ (J 
¿SB"S¿(J ¿SB""¿(J ¿SB"S¿(J ¿SB"S¿ (J 
¿$B<1JL%3!<%I¿ (J ¿SBSOSbS<Sl¿; (J 


¿SBS (Ss%?!<%SWS s ¿ (J 


hes zSBSX$ է [SVSoS2¿ (J ՀՏ5851575855562չ(Մ ¿SBSSSoS>S<S, ¿(J 
¿SB"S¿ (J 

¿SBSkRSNS9S=SG¿ (J ¿$B$*$"$<$G$o: (J ¿SBS]S@S6S@S[¿ (J 
¿SB"" (J ¿SB"S¿ (J 


¿$B<1JL%3!<%I¿ (J ¿SBS$SkS$ShS/S$SO0¿ (J 


¿SB%9%?21!<%2%$%6!<¿ (J 

¿SB$SX$S?$S (;Sh$M (JU ¿$B$D$=$($_$?¿ (J ¿$B$G$R$1$*$9:; (J ¿$B$2$h$-$s$A¿ (J 
¿SBSAS[$=S$SS5¿ (J ¿$B$N$3$i$($>¿ (U ¿S$BS.SDS-$=$i¿ (J 

¿$B<1JL%3!<%I¿ (J ¿$B$&$=$1$+¿ (J 


ESB>0!"5-9fS0¢ (JUMr.K¿SBS5$s$SK=`5rS$7SFSSS“S9!#¿ (I(^^) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20592 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000101h 
tml.html 


--MESSAGE FILE 20593 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Gran Turismo 

Date: 9 Sep 1997 09:25:45 GMT 
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Organization: Net Yarouze (SCE) 

Lines: 50 

Message-ID: <5v34mp$124@newsl.scei.co.jp> 

References: <34136526.344810D2@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.247.139.182 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


>¢SBHESH#CHESV! <S9SN!V%0%i%SS%D!<%5%9%b!WSN=PMhS, SbSNS9S4S/SSSSSGS9! #2 (B 
>¢ SBBN83HGS$*S$G%2S3CSHSTSFS7S*SSS*S7S?! #2 (B 


ESBS"SN!"S1!<%9%2!<%3* SGS9SHSM!) !TS9SSS*S;SsL>AOCNSiSJSS!0!0! (!Kz (B 
¿SBS"S1SO!"8+S?S@S1SJSSsSG46A[SKSODx1sSSSGS9S,!"¿ (B 

?SBIIS"S1!) ) !*NI$/ $G$- G O E 
¿S$SB!I$S=$&$J$Ss$@$h!"$3$1$OGc$SS$S@$h!#%$;%,$O%SD!<%j%s%S0%S+!<$8$cIi$1SQ@SM!I¿(B 
¿S$SB!IS"W!I"%$D!<%Sj%s%S0%+!<=PS$Sk$sSQ@!#:G6aSN#S#E#G#AS8Sc!"L5M)$/S5SSSM!#¿ (B 
¿S$SBSOSd$/!"%$;%,%i%j!1<#2Sr40@.$5$;$k$Y$S-$8Sc$JSSSN!J%S"1!<%1!<%I!K!I¿ (B 
¿SB$C$SFS$S$&465S85GS7S2!#¿ (B 


>¿$B>/S7$S@$14|BTS7$SF$$S2%;%, !&%D!<%j%$s%0%+!<%ASc%$s%$T%$*%s%7%C%WŠSN= PMhS, 0- . 
>¿SBSG!":#G/SOSb$S&GcS&%S2!<%`$, STSSSNS+SISH; WSCSFSSS?S@S1SK!":#S+Si#1#17nS$, 3Z¢ 
>¢SBS7$_SKSISCSFS-S*S7S?!#¢ (B 


ա 


¿SBS"SNA` ee C %$I%Si%S2!<<+BN!"%2!<%S;%s0J30SGSO: (1 
¿SBSdSiSJSSSGS9!#¿ (8(՞՞չ 


>¿SBKMSO#S#C#ESN2sS7<TS8ScSJSSSGS9S, !">/SJS/SHSb!":#2s=PF8S7SFSSS?%IS1%S%SV4X;¿ (B 
>2$B78SN%$2!<%* SNSJ$+$GS$0:GS$b$h$/=PMh$FSSS$?SNSGSOSIS$$+SH; WSS$S$*S9! #2 (B 


&£ SBSGS9SM! #$°S 2?GcSoSIS$$H; WS&S1$1T!"M'C#HSNS&SASGM7TSVSOS: 14: (B(^^; 


¿SB:#2sSNS% ԱԱ ԱՆՏ Ո oO `SH%7%e!<%P%#%s%0SN; (B 
¿SBEN<sNNK*!"%9%/%(%!SN2#%7%e!<!#¿(B 


¿SBK*$OSdSCS?S1SI!"%$QO%C%ISKTiS1S?!#; (8(՞՞չ 

ESBS"!"SGS-SONISS$H; WS&SSSGS9S1STS9SO;  S$s$@$+$i2r$j$*$;$s! #2 (B(T-T) 
ESB%O0!<%SISNS?SaS+ST!#GzZH/$,22?S+AFSSS+!"H/?'S+!"2?S+0cOB46S, $"Š$CS?S1SI¿ (B 
¿SB%S2!<%`463P0c$oS$SJS$S$1$1$PA4A3#O#K!*; (B 
¿SBKh2s;WS&SsS@S1SI!"A4ILSHSO8QSoSJSSS+S$Si#1SDS/SiSS%S8%g%SS%S9%SF%#SC%S/¿ (B 
¿SB@1MOBfCVŠ1Sh! 'A!#%"!<%1!<$STAH$, SGS-SISSSGSOSTSS$4+!<!*3 (B 


25B%9%/% (S!SGSOSGSbSr$:!<SCSH8B+SFS*S7S?! #2 (B 
ESBS"SN2#%7%e!<SO! "CFHr$1463P<+BN! "<+J, SN7ySSSISbSNSGS9S, 1": (B 
éSB1i=P$,8+S1S=S&STISNSG!"S$* IY6/SNOYSKGcSSSGS9! #3 (B 

s rn eee i ee 5 ie 
¿SBS=S1SHSbGcS&SNS+SJ!)!)!)¿ (B(%%; ESB>\$7$/$0>pJs; 08+$FS/S$@S5$$! #2 (B 
¿SB#G!&%@%SiSO!"%7%g%C% ie ama SJSoSJSSShS&SKS&S*S/:nSCSFSSS*S9!#¿ (B 
¿SBS3S3SiSXSsS,>e<j$S!*;¿ 

erate ԱՑ ԱՆԿԱՆ ne eT 08 %s%0SHSSS&S+OcS&¿ (B 
¿SBJ)SNS7%Se!<%SF%S#%Ss%s0SG!"!I%S:!1<%` LISNS7%$eE!<SFS#SSS0Sr;WSS=PS7S*°S7S?! #2 (B 
¿SBEL ($/463P!JA`:n!u%;%s%9!K$,; W$ŞF$?$b$N$G!&!&!&g (B 

BS“ ՀԵՆ ՏՏ ՏՆ l YY ee | (B 
2 SBGCSCSF$+$i32$7$b$&SH; WSSS*S9! #2 (B 


we 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 20593 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000102h 
tml.html 


--MESSAGE FILE 20594 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUALUYyUSJIT81RyE8JT 8bKEo=?= (Ogihara) 

Date: Wed, 10 Sep 1997 06:10:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 
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Message-ID: <3415BB35.74FB@énv.aif.or.jp> 

References: <19970908020903yasunaga@t3.rim.or.jp> <34140947.471A@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.208.35.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


ESBS&!ASs<R2q?MSH3X@85N: 9$,=PSFS7S*°SCS?S+S$T$!!Az (U (%%; 


ՀՏ81 !BLL\3X@85N; }SCSFSk; ~4VA4SF; HSCSFS*S9S+Si!"S=SsSJ;ve (J 
¿SBSJSi%S2!<%`:nS1SC$SF!&!&!&¿ (U (;_;) 


2$B!!3k!<%s%*%8%C%/¢ (J 

25811 11111111 ՈՒ ՒՈՒ ՈՒ ՒՈ ՀՄ 

SSB! !$*$2$N$9$*! !$M$1$3$9$3! !$YSZ$= SDSM!!SMS&S@S.Sm¿ (J 
25811111 11111 ՈՒՐ ՒՈՒ Ւ Ւ ոթոտչ (J 


ՀՏՑՏԱՏԵՏԵՏՏՏ»115`Տիջ՞5251115Օ545-Տ5"5721 17 (U (¿SBSGS+SZS2¿ (J) 


2$B! !SMSCSHS/%S!<%s! 12 (J 

ESB! !SVSk$+$—-S>!!S1S@S1S[$F!!Sm$\$x$&Sm! !$<$\$\SI$0¢ (J 
¿ŠBI11IIIIIIIIIIIIIIIIIIIl1llllinmillllllllinnnn, (J 
¿SB!!SK$*S1Ss$.!!S2SoSSS@GS7!!SZ$2S-S/S<!!¿ (U (Z$B$Z$] $2$s¢ (J) 
E$B!!IIIIIILIILIILIILIILIILII"$Z(J 

¿ŠB!111¿ (J 

E$B!!%7%k%P!<%*%i%7%*%s (J 


¿SB!!S,SYSOS"T"S*!!SSSSSmSNSh!!SOSLSV$1S*!!SPS/SmSSS`¿ 


S ee s s 


¿$B!TS= $4SGS*S?11S7S1SkS;SH!!S1S5S7ShSR!!¿ (J (¿SBSfSXSQOSm¿ (J) 


¿S$SB!!S$S=$S1$SH<1JL%3!<%ISO!"S=SNGOS,<+J,SNSbSGS"SkSHS$SSS&>ZL@SJSNSG¿ (J 
¿SB8xS$SN>1SK8xI=$7$JSSJ)ŠS,NISSSGS9Sh!#¿ (J 


¿SB!!%SG@%S%S9%?SN<ALdSJSi=PMhSk8BS3jEzS (SkSNSG%Sa!<%k2<S5SS!#; (J 


ESB! !SHS3$mSG!"S$*Fs?MSHSD96N,K\S$S_SFSSS*S9S+!) ¢ (J 


ESB! !%S@SSS9S?SO96N, K\ !J%@% S%9%S?MOSN71E}=8!KS,SISSSH?ISS!"¢ ( 
ESB: G6aSGSOIJQSOSC$?%2!<%° STSNSG!";~4VS, o ԱՏԱՆԱ (Մ 


¿SB!1!11111111111112.86!!!!¿ (JOgihara<f7783053@nv.aif.or.jp> 
--MESSAGE FILE 20594 END: het yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000103h 
tml.html 


--MESSAGE FILE 20595 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Gran Turismo 

Date: Wed, 10 Sep 1997 14:24:32 +0900 

Organization: Digital Media Lab. 

Lines: 33 

Message-ID: <34162F10.D4145EB@tokyo.dmlcyber.co.jp> 

References: <34136526.344810D2@tokyo.dmlcyber.co.jp> <5v34mp$124@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SB!TS=$&SJSsSQ@Sh!"S3S1SOGcSSS@Sh!#%;%,SO%SD!<%j%s%0%+!<S8ScTiS1S@SM!TI¿(J 
¿SB!TS"! "S sD!<%j%s%0%+!<=PSkSsS@!#:G6aSN#S#E#G#AS8Sc!"L5M)S/S55SSSM!#¿ (J 
¿SBSOSdS$/!"%;%,%iSj!<#2Sr40@.S5$S;SkSYS-S8ScS$SJSSSN!J%S"!<%1!<%SI!K!I¿(J 
¿SBSCSFSSS&46S8SGS7S2?!#¿ (J 


> 
> 
> 
>: 
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¿SB#S#T#CSOSRSISS=PMhSGS7S?SM (J (; _; 
¿SB$“SkS$SG!":G=iSN%G%SS%H%JS_S?SSSG!"AV2w46S, $^ ` ԱԱ 

¿$B%šU%$ 1!<%`%1!1<%H$8S15G$bp2?5SHS+$JS1SJ$SSSNS+$JS!!#¿ (J 

¿SB%;%, SGOu>] $K; DSCSFSSSKSNSO!"S=SK%SC%/%A!<%S* SN?7:nSH!"%SQ%S%D%!!<%SI%Si%0!<%s¢ (J 
éSBSOSISSSNSDSNSGS7$?! #2 (J 


> 2£$B%$9%/%(%!SGSOSGSbSr$: !<SCSH8+SFS*S7S2! #3 (J 

> ¢SBS"SN2#%7%e!<SO! "CFHr$1463P<+BN!"<+Jd, SN7yS$SSISbSNSGS9S, !"¿ (J 
> ¢SB1i=P$, 8+$1S=S&STSNSG! "S*JIY6/SNOYSKGcSSSGS9! #3 (J 
> 
> 


ESBS3S1SbE (S$r3-ScSWSA%c! <SGS—-SkSNS+?'!98+3}$KSGS$-S$k$_$?$$!)SGS9!#¢ (J 
¿SBS=S1SHSbGcS&SNS+SJ!)!)!)¿ (Q (“ 2; ¿$B>\$7$/$0>pJs;o8+$F$/$Ş0$5$$! #2 (J 


ESBSISkS[S$I!<!#2 (J 

¿E SBKMSO03"%S$%S%0%S%@!<SOS [SHSSSI8+SFSISSSSSGS9! #3 (J 
éESBM'C#SN4XSOSCSFSSSk!VS<S3NS.S"S9!WSNS [S&ESKSPS+Sj5SSr<hSiS1SFS?SNSG! #2 (J 
ESBS7TS+SDS9S/SES'S"SVI<% %9SKITSCS?SNSO! "6bMKF | S@S1S@S7! #2 (J 


> gSBHG!&S@SiSO!"S7%SgSC% ea SJSoSJSSShS&SKS&S*S/:n$SCSFSSS*S9!#; (J 
> ¿SBS$S3S3SiSXSsS$S,>e<jS$SS!*;¿ 


¿SB=PSFS?SsSSGS9S+!#S7S%“SCS?!"8+SFSJSS!*¿ 

¢$B%2%$3H!<SO!JF~ 318) INIKEE<vSHESESETEEESEsesSz575+B49897 $;Ss$G$7S?; (IG; 
éESBS=S1SG;WSCS?SsSGS9S, |". 

S SBOHL3MQ4pHWShS j! "#PHSSNS [ ԱԱ անվանա rere ere eee 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 20595 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000104h 
tml.html 


--MESSAGE FILE 20596 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
Shtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Gran Turismo 

Date: 10 Sep 1997 16:34:18 GMT 

Organization: Net Yarouze (SCE) 

Lines: 26 

Message-ID: <5v6i6aSp4b@newsl.scei.co.jp> 

References: <34136526.344810D2@tokyo.dmlcyber.co.jp> <5v34mp$124@newsl.scei.co.jp> Հ 
34162F10.D4145EB@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 202.247.139.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBS3SSSPSsSo!"#R#Y#OS5SsS! #2 (B 


>ESBSISkS[SI!<! #2 (B 

>¢ SBKM$0%"%S%s%0%S%@!<SOS [SHSSSI8+SFSISSSsSGS9! #3 (B 
>¢SBM'C#SN4XSOSCSFSSSk!VS<3N%S.S"S9!WSNS [ Pe ce ee 
>ZSBS7S+SbS9S/SES'S"SVI<% 9SKOTSCS?SNSO! "6HMKF | $@S1S$@S7! #z (B 


2 SBS<3N%. 3"S9SCSF22SGS9S+!) 2 (8(՞՞չ 

¿SB%7%e!<%F% 15802151155360:5192995եջոջ 994118: (B 
ESBSASCSQ!">pJs;08+$?7T}$,NISSSNS+SJ!) 

bp SSS p OE Գոր SOS STE 


ԱՆՆԱՆ. 
£$B%?%S%H!<SO! JF~$48} SN! KEE<VSHS5%3SS1 SPSS S5%SSS1S784+84+SFS%S; $s$GS7$2?3 (B (; : 
Ce S1$G;WSCS?$sS$GS9S, !"¿ (B 
>¿SB6HL3MQ4pHWSŠShŠj!"#P#SSNS[S&S, !"3JS1iS+SKFOSSSFS S;SsS+!) (B 


¿SB8@MUB-SiS:SGS7S?!# (B 
¿SB#G%@%iSOG6HL3MOQSGS9!#;¿ (B 
ESBS5$9S, SKI"#P#SSGSOS“S@S*LN8+S (SGSOSTSSSGS9! # (B 
¿SBSJSKS; | '6GHL3MOSKSe ! <SP ! <S8%Sg%s$, S“S@=PMhSFSJSSSGS9S+Si!#!J%Sm%S1Cf!K; (B 
ESBSK%E!<SP!<S8SgGSSSO#AHMS7%g ! <SKMASKM=DjSiS7SS!#¢ (B 

SSB; ASO! "SSSAS*S&#VHOFZSKSXSPSISDS-S$*S$9S, !&!&!&¿ (B 
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¿SB#K#B#O;¿ (B 


—-MESSAGE FILE 20596 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000105h 
tml.html 


--MESSAGE FILE 20597 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
6html. html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: Gran Turismo 

Date: Thu, 11 Sep 1997 10:34:42 +0900 

Organization: Digital Media Lab. 

Lines: 23 

Message-ID: <34174AB2.E314B4D2@tokyo.dmlcyber.co.jp> 

References: <34136526.344810D2@tokyo.dmlcyber.co.jp> <5v34mp$124@newsl.scei.co.jp> Հ 
34162F10.D4145EB@tokyo.dmlcyber.co.jp> <5v6ibaSp4b@news1.scei.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SB%<%N%.%"%9$C$F22$G$9$+1)¿ (Մ(՞՞չ 

¿SB%7%e!<%F%#% 530$J$i | "5$SK$4$1$7$SSb$NSG$9S+$1!#z (J 
¿SBSdSCSOQO!">pJs;o8+$2?J)$,NISSSNS+Š$J!)¿ (J 

pi sns y ASE GSS SE 


¿SB#R#P#GSGS9 !F#%9%/%&%'S$"ŠN!#¿ (J 

2$BS$44|BTSKE:$ ( $:1"92=57LuS"SJS%S;Ss!#¿(J 

¿SB%m%N%C%H1J%.%" !KSN$G$6% 5 SASgSC$H%9!<%Q!<%m%$N%C%$HBg@o!N#V#OS_S2$SS$J!1"¿ (J 
¿$BJIQ$J46$8$N%2!<%` $G$9! #2 (J 


> eSBK%e!<%P!<%8%qg%sSO#AHMS7 Sg! <SKMNSkKM=DjSiS$7S$!#e (J 
> ESB; ASO! "SSSAS*S&#V#OHZSKSXSPS JSD$—-S*$9$, !&!&!&¿ (J 


¿SB#V#O#2=PSkSsS$SGS9S+!)CNSiSJS+SCS?¿ (Մ(- -չչ: 
éESBSAScSsSH%aS9SHSHS+FISSSGS*S/SYS-S+Sb!#¢ (J 


¿SB%3%J% Po area %1!<%9$b$N$, =PE8$9$k$HJ9$$$?$N$G!"KM$b#A#M%7%g!<$K$O9T$/¿ (J 
S SB$D$D$J$G$9! #2 (J 
¿SB;E;vS,S;S$SCSO5MSASCS$SFSJS1S1$SP!&!&!&¿ (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 20597 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000106h 
tml.html 


--MESSAGE FILE 20598 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 

Thtml. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022- ՏՆԵՆ, gee = ( 
=?iso-2022-jp?B?a0FaWlLkbJEJIRxsoSg==?=) 

Date: Sat, 20 Sep 1997 04:34:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 52 

Message-ID: <3422D3CE.26E0@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.32 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


kAZZY ¿SBSGS9!#; (J 
¿SB@h$K%$ (38%HS4!<SNS"SCS?#3L>! "#9F, $G9T$$$^$7$?! #2 (J 
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ESBEL5~#2#Rz (J ¿$B#B#C%/%i%7%C%/!J#G-5!K<G#2#4#0#0#M¿ (J ¿$B@2¿ (J: ¿ SBNI¿ (J 
S s s s a eee (J 
ESBH2¢ (JU.  SBSM$SC%SH%S/S%SŠ$!<%su¿ (J (O) * (g$BCmz (J) 

ESBH3¢ (J. ¿ $SB%S7% աան O Յամ (O) 

¿SB#4:;¿ (J. ¿SB$m%$$%d%$k%$&%$%$J!<;¿ (J (M) 

¿$B#5¿ (J. ¿$B%_ 5952515/55| ՀՖՏՀ ( (J (M) 

ESBHGE (J. 2 SBS (S$s%?!<%$W%i%$%: (J (k) 

ESBET: (J. s SBSUS'S"S437%eRW! <ske (J (M) 

¿SB#8¿ (U. SBS?1<%8%*%su (J (k) 

¿SB#9¿ (I. ¿SB%S9%?!<%2%S%S6!<¿ (J (k) 

¿S$B7k2L$O<!$NDL$3j$G$7$?!#¿ (J 

¿SB#1Ce¿; (JU. ¿SB%Sk!<%s%*%8%CS%S/¿ (J (O) 2.23.0 

¿SB#2Ce¿ (J. ¿$B%7% BKSP !<3*31%78*55z (J (O) 5 

ESBH3Cez (J. ¿SBSM$SCSH%S/%SS!<%s¿ (J (O) 5 

a E ( (J (M) 1 4/3 

¿$B#5Ce; (J.¢$B%?!<%8S*Ss¢ (J (k) 9 

FOB ey ee P] tilla (Մ 

¿SB#6¿ (U. ¿SBS (S$s%?! <%$W%i%$$%: G (J (k) 2 

¿SB#7¿ (J. $B%S$U%S'%$"%$j%7%e%SW!<%k¿ (J (M) ¿SBBg¿ (J 

¿SB#8¿ (Մ.ՀՏԹՏՈՏՏՏԱՏԵՏԵՏՏՏՄԱՀչ (J (M) 2 2/1 

ESBHIEg (JI. ¿$B%9%?!<%2%$%6!<; (J (k) 4 
¿SB%Sk!<%s%*“%8%C%/SO!"$OSCS-$jJSSSC$SFSVSC$AS.SJjJSNAaS5$G$7S2?!#¿ (J 

E SBHACeESNS_%9%2%1%/%S!<%sSb= S SG@hF, 30%k!<%SWS$K?) SiSSIUS/¢ (J 
¿SBG4Sj$r8+$;$FS$S/S1$2S7S?!#¿ (J 
¿SBSoS?S7SN%?!<%8%*%sSOSP%K%7%s%0%b!<%?!<SNK=AvSGM=A[30SN#5Ce!#¿ (Մ(՞՞չ 
¿SB$=$7SF%S9%?!<%2%$%6!<!1%!%!SL>A0$,$$$1$JS+SC$?$SNS+7cCYSGS7$S?!#¿ (I(^^; 
¿SB:#2sSN#B#C!"GOSNAvVSCSFSk;OSr8+SFSSSkSHS=SNGOSKBPS9Sk;WSSF-4S1SHS+S, ¢ (J 


¿SBEASoSC$F$-SFSIS&SSS&IwSŠKOiSF$?SNS+$JSCSFA[A|S7SJ$, $i8t+SFSS$$?SiSISNz (J 
¿SBGOSbS+SoSSS/SJSCSFS-SF1-1g$S9SkSNSK:SSjS S7S?2!#!J¿ (U 2 SB!K¿ (J 


¿SBS“S?$SdSjJS%S7SgS&!#¿ (ՄԺ(՞՞) 
¿SB!t#4:P#27eL$>!Mx8BD3JjJSN#B#CSJSiIiS1$SJSSS>!* (J 


*(¿SBCm¿ (J): (M) .Mr.K (O) .Ogihara (k) .kAZZY 


¿SB!]!]¿ (J 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20598 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000107h 
tml.html 


--MESSAGE FILE 20599 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 
8html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "SCK" <t-—s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?ISO-2022-JP?B?GyRCUVULbDSVzJUglXyVDJITc1lZyVzIzIbKEo=?= 

Date: 3 Oct 1997 15:08:51 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <0Olbcd00d$9eb5d440Saf8d84d2@166.so-net.or. յք» 

NNTP-Posting-Host: 210.132.141.175 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISESb! #2 (J 
ESBSUSMSSSHS_SCS7TSGSS#ZSLTGCSCS?SNSGS9S,!&!&!&SASGSCSHE (J (“—; 


¿SB#O#PSOAjJJQSoSiS:S9SPS1iS7SS=PMhS$SJSSSGS9S, !"%$2!<%`SNJ)S$SO!&!&!&¿ (J 
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are signed up to use it - i.e. both Yaroze Members and Professional 
Developers. 


The sad thing (IMHO) has to see complete sets of Yaroze tools and 
libraries uploaded on various pirate sites - this if anything has made it 
difficult to (say) create the much requested CD of the site. 


Paul 


From: Elliott Lee <tenchi@netmagic.net> 


James Chow wrote: 


Leas ie | 
I've read the terms and conditions here, very closely. 


> 
> 
> But someone correct me if I'm wrong. 

> Any Development Tools, that is binaries and docs may not be 
> placed elsewhere. 

> Member's binaries compiled using the Dev Tools may not be 

> placed elsewhere. 

> However, in 5iii, it makes no reference to the location of 
> Member's PlayStation Format Source Code, so I presume that 
> we may place them elsewhere provided they make no reference 
> 
> 
> 
> 
> 
> 
> 
> 
> 


to any PSX call. 


This should be quite easy to overcome. 

On our homepages, we can place a header file containing 

a set of #define function macros, which members may download 
and use in conjunction with code placed elsewhere. 

By doing this, the functionality of the code can still be 
quite clear, whilst not sacrificing the required security 

of the Development Tools. 


bersi 


> Can anyone confirm that this is OK? 

> 

> In any case, if anyone really wanted to pirate Yaroze's Dev Tools, 
> they would have probably bought one anyway. Much simpler to 

> disassemble with the whole dev kit and docs, without having to 

> trudge through someone else's crap binary code. 

> 

> jc 


This conversation actually came up much earlier on the SCEA 
server, but that data is probably now gone since we had to remove 
old posts when we ran out of space. : ( 


The basic idea is that Sony has proprietary info (not much unlike 
you'd have at your company if you work in the software industry) 

and that consists of anything that Sony has made. That boils down 
to the libraries and header files. When you compile your program, 


you probably won't have much proprietary code in there---it's 
probably yours. That is your work and your copyright, so you can 
can distribute the whole/part of that. However, once you link in 


the Yaroze libs, then the resulting binary has both your and Sony's 
work in it, and that means you can't distribute it. 


The safest way to go about it is that for anything you create: 


- If it's linked and ready to run, keep it on SCEE or SCEA in 
the provided authenticated directories or newsgroups. Don't 
give it to people on the public newsgroups or public mailing 
lists. Treat it as if it were your own company's intellectual 
property. 


- If you are providing full source code, then you can leave it 
almost any place you want (don't quote me!) provided that it 
is wholly your own work. 


This proprietary information distribution restriction may also 
apply to anything gerenated with the provided Yaroze tools such 
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1.¢$B=hM}$,CYS$¢ (J 
2.¢SBS%°SCSWS, 8+SESiS$$3 (J 


ESBSHSIS"S (S$: S3SsSTSHS3SmSGS9! փ. (J 
ESBS, S831 SVSC%/S, =PSkS*SGSASISTSSSNSG! "5SSKSISkE@SO>/S7SGS9!#$, !"CWe (J 
ESBL?E*SISNSGSO! JFCSK#1SN9° L\!K! #2 (J 


ESBS&!<S* !"J8>0$, =q$1$I$/SISCSFS-SFS$S$k!#2£$T$,$i>pS1SJI$s!#e (J 


ՀՏ8111111 11111111 11111111 11111111 11 11 1111 11111111 111111 111111: (Մ 
ՀՏ8111111 1111: (J 

¿SB#S#C#K;¿ (J 

t-s-sck@xa2.so-net.or.jp 


SSBI 1331111343 51 T PTT 335119 UT PT YT T TY TYT T l (U 
¿$B!1!1!1!1!1¿ (J 


—-MESSAGE FILE 20599 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000108h 
tml.html 


--MESSAGE FILE 20600 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000010 

9html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?1SO-2022-JP?B?GyRCJUALUYyU5JT8 jQiNDN2syTEpzOXAhKhsoQg==?= 
(kKAZZY=?1SO-2022-JP?B?GyRCSECbKEI=?=) 

Date: Mon, 06 Oct 1997 19:28:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 48 

Message-ID: <19971006192808yasunaga@t3.rim.or.jp> 

References: <3422D3CE.26E0@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.160.121 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


2 SBS3$sSKSASO!"z (BKAZZY չ585555 1" չ (BMr.KzSB$G$9! #3 (B 
>¢ SB7k2LSO<! SNDL$4$G$7$?! #2 (B 


B.¿SB%$k!<%s%*%8%sC%/¿ (B (O) 
B.¿SBS7Sk%SP!<%*%i%S7%*%s¿ (B (O) 
B.¿SB%$M%$C%SH%/%S!<%s¿ (B (O) 
B. 2 S$BS_%9%2%1%/%S!<3s3z ( (M) 
B (k) 
լ 


e 


tty! 


]! 
- ESBS (45%? 1<% %SiSSS:¿ (B 


>¿$B!]!]!] 
>¿$B#6¿ (B 
>¿$B#7; (B 
>¿Š$B#8¿ (B | 2 SB%m%5%d%k3%6%5%J!<; (B 
>¿Š$B#9¿ (B. $B%9%?!<%2%$%6!<;¿ (B 

> 

>¢SBSk!<%S%*S8SC%/S0! "SOSCS-SISSSCSFSVSCSAS .SjSNAaS5SGS7S$?! #2 (B 


¿SBBg¿ (B 


¿SBS&So!<!">!TiSKSJSCSFS S;SSSM¿ (B(“ ;;; 
éSBSbS&SASGSCSHSOA1@oSrSH; WSCSFS?SNSGS9S, !"40T£SIS—S*SGSKBGSASNSa; (B 
¿S$B$5$1$2$7S?$M¿ (8(՞՞չ 


>¢ SBHACeESNS_%9%2%1%/%8!<%sSb= (oak SG@hF, 30%k!<%SWSK?) S$i$SIUS$/2 (B 
>i $BG4$j$r8+$; $F$/$1$^$7$?!#z (B 


E$B%_%9%?%1%/%$!<%s$, 01ԷՄ95 e @SSKSISkKS$ @Sm$ &SHSO; WŞC$F$^$7$?$, !"JI¿ (B 
¿SBSO8] S+$CS?Sh$<eSGS95M; (B ^; ESB! #2 (B 


>¿SB:#2sSN#B#C!"GOSNAvSCSFSk;OSr8+SFSSSkSHS=SNGOSKBPS9Sk;WSSF-S1SHS+S,¿ (B 
>¿SBEASoSCSFS-S$SF$SIS&S$SS&IwSKOiSFS?$N$+SJSC$SFA[A|$75JS,Si8+$FSS$2$iSISN¿ (B 
>¿SBGOSbS+SoSSS/SJSCSFS-SF1-1gS9SkSNSK:SSjJS%S7S?!#!J¿ (B** eSB! Ke (B 


£$B%_%9%?%1%/%S!<% ՆԱՆԱՆ: WSSF~S1S,S$"S5S°S7$?SM! #2 (B 
ESBL>A0SbD5$ 9gSOSSSCSFSKS7z ¿SB>P¿ (B) 2$B! #B>SN#2F, $O!"E, EVSKICSHJ1SNL>A0Sr$HSC$?¢ (B 
5 Gece Noi s s Ա nn nens n ԱՆ 
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>ESBS*S?SdSjS*S7TSgs&!#e (8(՞՞) 


ESB: #SOS%USMSSSHS_SCS7%SG%SS%; eee oe $1S,S*SoSCS?Si¢ (B 
ESBS*S?SbS&OLEYCCS ($SJS*S7SF;22CS7S?SSSH;WSSS*S9!*; 


>¿SB!t#4:P#27eL$S>!Mx8BDJjSN#B#CSJSiIiS1$SJSSS>!* (B 
¿$BS=$I1$C$F!"#B#CEPO?$G$-$k$N$G$7$g$8&$+!)¿ (8(258»Ք:չ (B) 


program ¿SBSUS)!<%i%`%Sj!<%@!<¿(B Mr.K (¿SBOB1J¿ (8 ¢SBOB90¢ (8) 
E-mail address : a ae 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 20600 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000109h 
tml.html 


--MESSAGE FILE 20601 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
Ohtml. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?ISO-2022-JP?B?GyRCUVU1bSVzJUg1XyVDITc1ZyVzIzIbKEI=?= 

Date: Mon, 06 Oct 1997 19:35:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <19971006193515yasunaga@t3.rim.or.jp> 

References: <Olbcd00d$9eb5d440Saf8d84d2@166.so-net.or.jp> 

NNTP-Posting-Host: 202.247.160.121 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBS3SsSKSASO!"¢ (BSCKzSBS5$s!"¢ (BMr.K¿SBSGS9!#;¿ (B 


2 $B; d$b%U%m%s%H%_%C%7%g%S#2GC$C$?SN$G$9$S, |"! VSASGSCSH!WSH; WSS$* ee 
2SBS?S@!";dSN>19g! "#S#F#CSNSUSM3SSHS_%C%7%g%s ! JAN: n! KSOSASCSFSIS+$C$2¢ 
¿SBSNSG!"!VSbSHSbSHS3S&SSS&SDbSNSJSNS+SJ!WSH;WSSS*S7S?!# L (B 


>¿SB#OFR#PSOAjJJQSo$iS:S9$PSi$S7$$=PMh$JSs$SG$9S,!"%2!<%`$NJ)ŠO!&!&!&¿ (B 
>1.¿$B=hM}$,CY$$¿ (B 

>2.2¢SB%°SCSWS, 8+SESiSS; (B 

> 

ՀՀՏՏՏԱՏ)յՏ"Տ(5:535ՏՏՄՏԱՏՅՏՈՏ6Տ91 #2 (B 

>E $B%, SSSI SVSC%/S,=PSk$*SGSdSiSJISSSNSG! "5SSKSISKE@SO>/S$7SGS9!#S, ! "ՇԱՀ (B 
> 7 SBL?E* SUSNSGSO! JFCSK#15N9° L\!K!#¢ (B 


2 $B; dSOSUSK#ZSNS [$&$, SDS1S+SCS?$SGS9!#%+!<%=%sk9gS$oS;SKS$S/S$SS7!"E(SN2#SK¿ (B 
ԱՐ ԱՈ ԱՆՆ ՄԱՐ ՎԱՆԱ Y a ՆԱ CG$7$F¿ (B 
ESBSS$*S9é (B(ESB>Pé (B) ESB! 4: (B 


¿SB8=:_! "K?9AKI1RSG61@oCfSN¿ (BMr.K¿SBSGS7S?SC!#¿ (B 


program ¿S$B%U%S)!<%i%s`%j!<%s@!<;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 

E-mail address : ՆՆ... 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 20601 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000110h 
tml.html 


--MESSAGE FILE 20602 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 

lhtml.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?GyRCJUALUyU5JT8 JOINDN2syTEpzOxXAhKhsoSg==?= ( 
=?iso-2022-jp?B?T2dpaGFyYRskOkhHGyhK?=) 

Date: Tue, 07 Oct 1997 02:05:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 72 

Message-ID: <34391A75.5409@nv.aif.or.jp> 
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References: <3422D3CE.26E0@fa2.so-net.or.jp> <19971006192808yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.208.34.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


é5B!!S3SsSKSASO!"¢ (JkKAZZY ¿$B$5$s¿ (J,Mr.K ¢$BS5$s!#2.86SGS9! #2 (J 


ESB! !#kz (JAZZY: SBS5$s$Hz (JMr.kzSBS5SsSNI8S$r; HSCSFSSS*S9! #3 (J 


>zSB7k2LS0<! SNDLS$4$GS$7$?! #2 (J 

> 

>zSBH1Cez (J. gSBSk!<%s%°%8%3C%/z (J (O) 2.23.0 
>¿ŠSB#2Ce; (U. SB%7%k%P !<%*%1%7%*%s¿(J (0) 5 
>2SBH#3Cez (Մ. ¿SB$SM$C$SH%/%$!1<%s¿ (J (O) 5 
>zSBH4Cez (U.  SB%$ %9%?%1%/%S!<%s¿(J (M) 1 4/3 
>zSBH5Cez (U.  SB$?1<%8%*%s¿ (J (k) 9 

ZES BAITTE R E ee de Gg: 

>¿ŠSB#6; (J. $B% (95921ՀՏԱՏ1555:չ (J (k) 2 
>ZSBHE72 (J. SB%SUS'%"%j%7%e%W!<%k¿(J (դռ ¿SBBg¿ (J 
>¿ŠSB#8¿ (J. SB$šm$šS%$d%$k%&%$%J!<¿ (J (M) 2 2/1 

> SB#9; (J. ¿$B%9%?!<%2%$%6!<; (J (k) 4 
>¿SB%Sk!<%s%*“%8%C%/SO!"SOSCS-$SjJSSSCSFSVSCSAS.SJSNAaS5S$SGS7S2?!#¿ (J 


¿SB!!S*K+SaSN8@MUS"SjS,SHS&S4S6SSS*“S9!#S3SNGO0J>eSNGOS, ! "S*S@#1F,S7¿ (J 
¿SBS+=PMhS$SJS/SF!"S3SN%2!<%` $NFq$7$5$r46$8$F$$$^$9!# (J 


> ¢~SBS&So!<!">!TiSKSISCSFS$S*S;S$sSMzi (Մ(՞՞չչչ 
> ¢~SBSbS&SASgSCSHSOA1@oSrSH; WSCSFS?SNSGS9S, !"40TfSIS—-S*SGSKBGSASNSaz (J 
> ¢~SBS5S1S°S7S?SMz (7(՞՞չ 


2$B!!$3$1S,<R2q?MSHS0S&$?Si3X@85N; ~4VSN: 9SGS7TSgGS&StE (JI(^^; 


> ¢~$B%_%9%?%1%/%$!<%s$, O1LHV9S@. @SSKSISk$@Sm$ &$HSO;WSCSFS*$7$?S, !"JI¿ (J 
> ¿SBSO8|S+SCS?ShS$S&SGS9SM¿ (J (՞՞չՀչ58142 (J 


¿$B!!<G¿ (J1000mz SBSH%@!<%Hz (72100:58Տ8ՀՇչ (J30002; SBSGAVSiS$; SFS_S°S7$?!#7k2LS$02 (J 
¿S$B<G¿ (J1000¢SBSO%M%C%H%/%$!<%s$, 13@!<%Hz (721002 SB$SO%7%k%P!<%*%i%7%*%s$,!"<G¿(J3200 
¿SBSO¿ (J 

¿SB%k!<%s%*%8%C%/$,>!SASA$7S?!#; (J 


¢SB<GSND 95wN%SGSO%k! <%s%*%8%C%/SGITFOSISSSGS95, !"C; 5WNSSHS@!<%He (J 
ESBSGSOBLL\S_$?S5S$S$G659!#<G%@!<SH5wNSSrLdSoS$J$$GOSb$$$%*S9S, 1": (J 
éESBGOSKSb?'!98D@-$, S"SkSNSG?'! 9AVSiS;$?7}S,NISSSH;WSSS*% Տ: (J 


>¢SB: #2SSN#BHEC ! "GOSNAVSCSFSk; QOSr8+SFS$SSkSHS=SNGOSKBPS$9Sk;WSSF~S1SHS$+S, ¿(J 
> ¢ SBEASoSCSFS-SFSIS&$$$&IwSKO0iSFS$?$NS$+SISCSFA[A|$7SJ$, $i8+$FSSS$?SiSISNz (J 
>¿SBGOSbS+SoSSS/SJSCSFS-SF1-1g$9SkS$SNSK:SSjS%S7S?!#1J¿ (I**eSBiKe (J 


¿SB!!$*%i%7%*%s$O>.QbSN<g?M8x!JGOSQGS1SI!K$G;WSSF- O G 


Հ5811Շ-60Տ,-ՔՏ25Տ5561"ՏՄՏՏՏԱՆՑՏՏՏԵՏՄՏ/1Ս515ԲՏ7Տ՞ՏՏՏ՞Տ7Տ2Հ(Մ(՞՞չ 

¿SB!!¿ (J 

š LSB% %9%?%1%/%$!<%sS$O!"= ՀԱԱ ա a WSSF~S1S,S"S5S*STS?2SM! #2 (Մ 

> ¢S$BL>A0Sb5$ 9gSOSSSCSFSkS7; (J(¿$B>P¿ (J) $B! #B>SN#2F, $O!"E, Ev$KIC$HJI$NL>A0$r$H$C$?; 


(J 
> ¿SBS@S1S@SCS$S?$NSG!"S=SNJUSN:9SGS7S$Sg$Š&ŠS+¿ (U(¿SB>P¿ (J) ESB! #2 (J 


¿$B!!4'L>$rIU$1$k$HJ, $+$j$d$9$/SFNISSSH;WSSS*S9! ##9#60TA0SN%S@%S%9%2?SGS0z (J 
¿SB012sL>IUS1$S?S$Si!"SbS&L>A0SrJQS (S1S1SJSSSNSG?oJ, JOSUL>A0SNGOS, AVSCSFS?2 (J 
ESBMMSI5SS$S,STS*SOL#FS"S"S"S"S"SSSG:G6/GOSASCS?Si! "SASGSCSHN*Sb%SSGS9SM! #3 (J 
¿$B!!¿ (J 


> >¿SBS“S?SdSjS S7SgS&!#¿ (Մ(՞՞) 


¿SB!!BLLN3X@8SNL>SKERS1S$SF!"<!SN%1!<%9$b>!SASK9TS-S*S9Sh (J (*%; 


ESB! !$=S1SKS7SFSb!"%@3S%9%2SCSFH#1#6#0K | K\GdS1$?7%=SUSHSISNSK! "SoS: S+#32Mz (J 
¿SBSCSFSIS&SSS&S3SHSJSSSGS7Sg¿ (J (; չ) 


¿SB1 Is (d 
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¿$ŠB!!11111111111112.86!!111; (JOgihara<£7783053@nv.aif.or. jp> 
¿$ŠB!1111111111IDI?-¿ (J 

¿ŠB!1¿ (J 

ESB! 1$Q5=%3%s$N%G%#%9%W%1%S>eSN?'!"%F%1%S2hLL$G8+$k?'S,$"$ASj$K$b0c$C$F¿ (J 


ESBG:$s$GS$$S$%S9! #AaS/SFS1SS2hHLLSGShS$/8+5 (SkG[?'SrC5$5SIS/SASc! #3 (J 

¿ $B! !S=SNA0SK%S0%=%33%s>eSGSb>ex<j$/8+S$ (Sk3(SrIAS+SJS/SFSO!J>P !K;¿ (J 

—-MESSAGE FILE 20602 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000111h 
tml.html 


--MESSAGE FILE 20603 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
2html html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?ISO-2022-JP?B?UmU6IBskQiVVJWOlcyVIJV810yU3JWclcyMyGyhK?= 

Date: 7 Oct 1997 00:36:15 GMT 

Organization: Playstation Net Yarouze 

Lines: 18 

Message-ID: <61c05vSf0d@newsl.scei.co.jp> 

References: <Olbcd00d$9eb5d440Saf8d84d2@166.so-net.or.jp> 

NNTP-Posting-Host: 210.132.203.200 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS 8SaS*S7SF!I"S_SIS5S$s!#z (Jeinsiedler ¿SBSHSSS&SbSNSGS9!#¿ (J 


é$B=hM} $O$$$$$s$G$9$, !"Sm!<SI$,DIS$S$GS9l*l*e (J 
ESBHECHDS"%3/%3; S59S,2aTCSTSNSGS&SASN#P#SS, !"¿ (J 
¿SBS$,S?S,MhSFSSSkKSNS+FIS_<h$jB; $SMSF;_$°SCSFS7$°SS$$*S9l#e (J 


éSBAO:nSHS/SiSYSFSN46A[¢ (J 


1. ¢SBOBSS!Jz¢(J \11,800 ¿$B"*¿ (J \6,800 ¿$B!K¿ (J 

2. 3D ¿$B$JJ<40$,$1$C$3$&8+$4$?$ ($,5"Skz (J 

3. ¢SB@oF.%7!<%sSNESC£SGSb3; !<$V$G$-Sk¿ (J 

4. (SBE ($N%5%$%:$,Bg$-S$!\E70£S, S"Skz (J) gSBSHS* SCSWSGOLCVS, 8+$K$/$$¿ (J 


2 SBSHSSSESHS3SmSGS9!#5"SH!"8D2?ME*SJOU8t+SrDI2CS9SKSH!"3 (J 
éESBSASE! <SHSIS"SkSAS1ISGSIS/! "@bLE=q$KSd$ j$+$?=q$SSFM_$7$+S$C$?¢ (J 


` einsiedler __ einsidle@cbh3.so-net.or.jp __ _ 
—-MESSAGE FILE 20603 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000112h 
tml.html 


--MESSAGE FILE 20604 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
3html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Formulal 97 

Date: Tue, 07 Oct 1997 22:40:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <343A3BB6.4BO02DFAD@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.2 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


KAZZY¢SBSGS9! #2 (J 


Formulal 97:$B$,H/GdA0SK2s<}$5$1Sk;vBVS,H/@8S7S?ShS&SGS9! #2 (J 
¿SBSJSKS+SHSsSGSbSJSS¿ (JUBBug¿SBS, 88+SDS+SCS?SsS$SGS7SgS&S+!#¿ (J 
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¿SBF|KN¿ (JGP; ՀԱ ԱՅԼՆ Ո ՀՆ DG0$GS9!#¿(J(; չ) 
Secor ԱՐԱՆ s $&$G$9!#¿ (J 


¿SBS&!<Ss!%!%!%!%1%SSIS&SJSkSsSGS7SgS&SMS'!#¿ (J 


¿$B!!!!!!¿ (Մ NetYaroze Gamers'Forum Leader 
¿SB!1!1111111111111111!1111!12 (J gamer@FL.scei.co.jp 
¿SB!!1!!111111111111: (J kazzyl68@fa2.so-net.or.jp 
¿SB!!1!!1111111111111111111112 (J - kAZZY.sPECTER - 
ՀՏ8 12 (J 


—-MESSAGE FILE 20604 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000113h 
tml.html 


--MESSAGE FILE 20605 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCI0cjVCFKMCY8V jwrS30hSxsoQg==?= 

Date: Wed, 07 Jan 1998 15:42:04 +0900 

Organization: Digital Media Lab. 

Lines: 42 

Message-ID: <34B323BC.CD7917FE@glove.dmlcyber.co.jp> 

References: <34A0EA01.BD6A2F50@glove.dmlcyber.co.jp> <34B12C2E.C91B634@fa2.so-net.or 
.ք» <34B1BF07.A9F3DA0F@glove.dmlcyber.co.jp> 

NNTP-Posting-Host: 202.228.62.210 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


¿$B8=: s Jj; ]<VSG!"#S#S#R#1#1%3!<%S9SN:GB.%S?%S%S`Sr;)SCSFSSSk<V$Sr>R2p$7%$ ¿ (B 
¿SBS$S91#; (B 


°° 


Impreza Rally Fdition 


SSR11 Record 
Total 5:05:769¿SB!J#G#T#IS+%SC%SW5-O?!##3%i%SC%W!K;¿ (B 
Fastest 1:39:698 


Spring 4.9kgmm ,4.4kgmm 
Height 110mm , 115mm 


Dumper ԼՄ  ԼՄ10 
Canber 2.0 y O 
Stabi' Lv3 ,Lv5 
Brake Lv12 LVLS 
Turbo Lv4 
Gear 
1 2.836 
2 2.066 
3 1.567 
4 1.199 
5 0.915 
6 0.722 
Final 4.508 
Aero 0.61 ,0.60 
Tire Racing S:S 


ESB! &#S#S#R#1#IMOSHLCBGSCSFS"S4S*S9S, !"S3SN%S; SCSFS#SSSOSGHGHTH#IS+SCSWSr4IC1¢ (B 
¢ SBSK>!SAH4$1$*°S9! #2 (B 
ESB! &S*!<SP!<S9SFS"@_DjSGS9! #S=S1SGSHS*SAS"SSSEO!<S,=PSkSOSISS!"S3SN%/%k%S*SOz ( 
éESBOBDJSTSFSSSKSNSG! "AvSiS; S$kS3SDSHS7SFSO!"%?%S%H%$3!<%3I!<SGSOS+SIS4?<SSSISFzE ( 
ESBSUSHS"SSS0SkKSrSDS1SF%3!<%7!<SKFMF~S7SFSSS1SPSSSSSGS7SgS$&! TSbSASmS$s>/!9%*3z (1 
ESB!<%SP!<S9ST!<SI5SL#SG!IK! #2 (B 
éSB!&%H%k%/=E; kSN% (SSS8SSSTISNSG!":G9bB.SO;z (B310km/h¢z SBDXEYS, 8B3&$G$9!#Bn1 [$7$?%3 
2 $B! <%J%j3%s%0@-G=S, :GBgSNIp4o$G$9! #2 (B 
SBI Ee 7203H3"% SWSOAaSa!JS1SCS1IS>!<SSSKF~Sk=j!KS,SSSSShS&SGS9! #2 (B 


աաա 


ե) 
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ESBS jSg$&~z (B 
E-Mail : ryo@tokyo.dmlcyber.co.jp 


Page 13876 


—-MESSAGE FILE 20605 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000114h 


tml.html 


--MESSAGE FILE 20606 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 


Shtml.html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: V-Rally 

Date: Mon, 12 Jan 1998 12:10:39 +0900 

Organization: Digital Media Lab. 

Lines: 41 
Message-ID: <34B989AF.CE712F6A@glove.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.210 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


2 SBLZMKF | SNLkKSKGcSCSFS-$*S$7$?!#S"SN@cSNE | $K¿ (B Lee 
1383-8323 "2HGKS"ELE7ENGOMDE| ENDYEGETE?S, 142 (B 
¿$B>.!_5^!"<+A3$K<e$9$.¿ (B(;_; 


¿SBSG!"#V!]#R#a#1#1#ySGS9!#;¿ (B 
éSBBhO010u>]SO!"SSS+SKSbMN%S2!<STI:nSjJSHSSSCS?SHS3SmSGS7SgSE&S+! #2 (B 


éESB%m!<SGS#SSSOSNCYS5!"SVSD@ZS1SNSaSKSe!<2HLL!"2; 3Z!"1Li=PSIST!"S7SOSNS7SISNG ( 
¿SŠB??;wSr$S7S $S /SCSFSk46S8SGS9!#3S30SN%S1!<%9%2!<%`SNI8=`S$SO!"%7%0%SN%7%9SJSsSG; (1 


¿SBS7SgS&S+!&!&!&!# (B 


¿$B%/% Ore ee O % (S\$, SASGSCSHIQOS9$ .Sk5$S$0$7$*$9$, !"@5LLS+Si8+¿ (B 


¿SBSk8B$3jSOBg>fIWS$GS9!#; (B 


(B 
(B 


ՀՏԲ4Ա24ՏԱ5ՏԻՕՏՇՏ9Տ, !"L/SJ=j$,Sj3S"SkSG! "L/$J=j$, SGSUS) SkZaSSSISFSSSkKSH46S8S%¢ ( 


ESBS9!#2 (B 


¿$B%j%"%k$J=j$O!"%/%k%“$NITOBDj$5¿ (B(*_*;7 7 ESBSGS9! #33 !<S9S"SESHSTS?Si$%S: 


ie TSs 


ՀՏ. JESE] 14՞Տ` !KSO4V0cSSSJSSSNSOSSS&S*SGSbSJS/!"%*%s%3!<%9SGS"SCS?SHS7SFSDb!"¿ ( 
¿SBSšASgSCSHBgS-SS$%.%Sc%sC%sWSG;QOQ@*SrJxS7S?S1i!"%SO!<%US9%T%SsSOLHS$1SJSSSGS7SgS&!#¿ (B 


2 SBSG3U% 
¿SBDcSSS 
¿SB%+%sm! 
ESBSHSb! 


^S, S"SkSH$S3SmSGS7SgS&S+!#¿ (B 


gss$rSt+S1$?Si!"8+;vSK<:B.S7SFS/S1S*°S7S?!#¢ (B 


¿SBS3SN%2!<%`SG:GSb0-SS=j$O!"!V%O%Ss%SISjJ%s%0$,%j%K%"S9S.Sk!*!WSGS7SgS&!#¿ (Ց 


L#W#R#CSr; HSCSFS$SSS?SHS-!"%$+%?%Sk%K%$"SN9bB.%?!<%%*%C%S/S$SG2?5S$SKSISJj 


aS5S$S1$FSSSkSH46S$S8Sk=jS$SO!"%So!<%/%9SN#46n%?!<%NSK$7SFSO5sF08B3S&S, ¿ (B 


SUE (B 


¿SB%$G%$e%"%k%7%g%C%/SN%"%J%m%0O%b!<%I$,;HMQOSGS-SJSSSNSG!"%G%8%?%k%b!<%ISGM7$P¿ 
¿SBS6SkSrS$ (SJS+SCS?SNSGS95, !"S351S, SRSISSSDSNSG! "SASGSCSHSO%sS%1% KSTOZSCS SDE (B 
ESBSHS$ j$, SUSKSISFS"S5SSSOSKSISCSFSSSF!"S=$1$, 860x$G; Q@*$rIx$ 9$ 3SH$b$ 6$iSG$7¢ 


ESBS?! #2 (B 


£$B$3$1$5S$ (2?SHS+SISCSFSSS1SP | "KME* SKSO$1$C$38&3Z$7$aSk%2!<%* SQ@SH; et s 


¿SB6aSSS&SASKSM%S8%S3%SsS+%SOSs%SISk%3%s%H%m!<%i!<S$SrGc$*S&SH;WSCSFS s. 


¿SB%SO%Ss%sISk%S3%s%H%m!<%i!<SGSSSSSNCNSCSF$kJ)!"65$ (SFS/S@S5SS!#¢ (B 


¿SBS7S+$7!"S3SN%2!<%`S,%h!<%m%C%QSG%_%Sj%*%s%;%si!<SJS1!"#G#TSOSIS&SJSsSQSm; (B 


¿SBS&!&!&!&!#¿ (B 


ESBS jSgS&~z (B 
E-Mail : ryo@tokyo.dmlcyber.co.jp 


¿ (B 


—-MESSAGE FILE 20606 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000115h 


tml.html 


--MESSAGE FILE 20607 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 


6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: V-Rally 


Net Yaroze newsgroups message dump.txt Page 13877 


Date: Tue, 13 Jan 1998 22:42:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <34BB6F30.B8471EFF@mth.biglobe.ne.jp> 
References: <34B989AF.CE712F6A@glove.dmlcyber.co.jp> 
NNTP-Posting-Host: 133.205.180.118 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBSIS&$b!<z (BPsukez $B$GS9! #2 (B 
ryo wrote: 


¿SBSG!"#V!]#R#a#l#l#ySGS9!#; (B 

éSBBh010u>] $0! "S$S$$+SKSbDMN%2!<ST:n$jSHSSSCS?PSHS3SmSG$7SgSé&S+!#z (B 
£SB3m!<SGS#SsS0SNCYS5! "SVSD@ZS1ISNSASKSE! <2ZHLL! "2; 3Z!"1i=PSISI!"S7SO0SNS7S9SNz (B 
£$B??;wSrS7S*S/SCSFSkK46S8SGS9!#3S$30SN%1!<%9%2!<%* SNI8= SO!"S7SO0SNS7S9STSSSGz (B 
¿SBS7SgS&S+!&!&!&!# (B 


V V V V V 


ԱԵԱ ՆԵ ՑՈ Ն Ր 
ESBS5SiSK4IN?45N%2!<%* @-S*SGSbS, 0\?"$G<:$0$1$?$h$&$G$9!#¿ (BPAL: SBHGSH2?7$+0cS&! #2 (B 
éESBSdSOSj!"OLHVSNSJS>SO; (BSOUND; SBS, GSUS) SkšHSG%sb%*sN% i SKSKSISCSFSS$SkS35HSGS7SqS6S+!# 
¿ (B 


> ¿$B$7$+S7!"S3$N%2!<%`$,%h!<%m%C%0$G%_%j%*%s%;%i!<$JS$i!"#G#T$OSIS&SJSsSGSm(B 
> ¿SBS$S&!&!&!&!# (B 


Bete Y Pp D YYRYyyyYHYyMYVyIBByRV/,ÉIW BYyÉ x T. > V Ç YY Y Y te 

Ss$GS7¿ 

a ee (BSCEE; SBS5$s5S$SrIUS1SFSM! #3 (B 

¿SBS7S+S7¿ (BGT; SBSbS9SO0SKS"S— S?ST!<!#S°S7!<SSSN%S; SCSHE"SCEWS, ՀԱՑ ԱՆ Ախ. 
Petes ss $; $S$M!#$I$I$?$+: (BHP $BSG>\S$7SS@bLESGSb= EE oho 
¿$B$"$HJIAv$j$r?4FQ$F!"LLGrL#$, SJS/S3SCS?25sSGS7Sg5& #2 (B 

V-Rallyz$BSJS$iS"SsSJAV$4J} $0SGS—SISSS+Si$d!<!#e (B 


ESBSGSOSGSO¢ (B 


Psuke 


—-MESSAGE FILE 20607 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000116h 
tml.html 


--MESSAGE FILE 20608 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: V-Rally(+GT) 

Date: Wed, 14 Jan 1998 13:13:26 +0900 

Organization: Digital Media Lab. 

Lines: 42 

Message-ID: <34BC3B66.BEA99AAB@glove.dmlcyber.co.jp> 

References: <34B989AF.CE712F6A@glove.dmlcyber.co.jp> <34BB6F30.B8471EFF@mth.biglobe. 
ne. յք» 

NNTP-Posting-Host: 202.228.62.210 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SsSKSASO! "3 (BPsukez$BS$5Ss! #3 (B 


> i ee 5 
> ¢~SBS5SSiSK4N?4SN%2!<%* @-S*SGSbS, 0\?"$G<:$0o$1$?7$h$&$G$9!#; (BPAL; SBHGSH2?$+0cS&! #2 (B 

> ¿SBSdSOSjJ!"01HVSNSJS>SO¿ (BSOUND; SBS, SGSU%S) Sk SHSGSD3N%S iSKkSKSJSCSFSSSkS3SHSGS7SgS&S+ 
!#¿ (B 


¿SBSJSkS[SI!"=PMhS,OcS&SsSGS9S+!#¿ (B 
¿SB#P#S*%/%i%V%U%S'%9%?SG%9%Q%$%/SN?MSKSSSmSSSm<ALdS7S?SNSGS9S, |" ՄՏՀ-Տ3ՏՕԲց»1չ (B 
¿SBIWSGS9!#ShS$/SJSjS*S9!WSH$SSS&8@MUS,S[SHSsSI<B8=$5%91SF$JSSShS&SK46S8S?SbSN; ( 


= 
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¿SBSGS9$+Si!# (B 


ESBSh! <%3m%C%QHGSISILLGrS$S$SHSSSES3SHSGS9SM! #: #EY5!2q$, S"S1SPGCSCSFS_S$*S9! #3 (B 
ESBS"! "SGSb! "#P#AFLSNSFS1SSS, SSSKSNS+SJ!) 2 (B 


> PALZ SBSHz (BNTSCz2SBSN: 9$G$7$gS&S+! #5USKz (BGT SBS@SCSFO\?"SK<:GTS9SI1SPS3S&STSCSFS7S% 
S&SsSGS$7¢ (B 
> «58595514, (BSCEEz SBS5$s5$Sr1US1SFSM! #¢ ( B 
> ¿SBS7S+S7¿ (BGTESBSbS9SOSKS"S—-S?ST!<!#S°%S7!<SSSN%S; SCSHS"SCEWS, ee 
> ¿SBS*OCSKSJSjJS*$S;SSSM!#SISJS?S+¿ (BHP L SBSG>NS7SS@bL@SGSb=q$SSFS*S/S1!#¿ (B 


http://www.kumagaya.or.jp/~yoko/GT/gt.htm 


¿$B$G!">\$7$/>R2p$5$I$F$^$9!#¿ (B 


éSBKMSO: #$b3Z2$7S/M7SsSGSSSkSNSGS9S, !"<B:]$K6%5; ç “4VShSj$O!"S;%C%F%#¿ (B 

2$B%s%0!d%F%9SHAVITSN; ~4VSNI}$,MZS+SKD9SSSGS9! #2 (B 
7 SBS 3$3SK%0%*S1SJSSSH!"%2!<%*!<SKSO?1S$S+SbS7$18" S; $s! ##G#T#I%/%iv9$K$J$i$Je (B 
ESBSSSH!"S9ST!<SISNAV2w46Sd6 [D%46S, GvSSSH46S8SkSGS7SgS&ES7! #2 (B 


ESB3NS+SK!I"S1!<S9S2!<% een ee a ee 
ESBSP!"#G#TSO7TK9= SLEKSSFQOWEYS@SHSSS ( (S*S9SM! #3 (B 
ESBSGSb! "KMSO!"SISiSSSVS2!<%S* SO<+J, SHSN@OSSS@SH;WSCSFS*S9S+Si! #2 (B 


> ¿SBS"SHJIAv$SjJ$Sr?4F@SF!"LLGrL#S,SJS/SJSCS?SsS$SGS7SgS&!#; (B 
> V-Rally¿$B$J$i$"$s$JAv$jJ}$O$G$-$J$$$+$i$J!<!#¿ (B 


¿SB3NS+SK!#¿ (B 
¿SB%S/%k%*“SK=)$, IU$$$?$j!"= i; $+$+SkShS&SKSISCSFSSS1SP!"S-SCSHJIEVSFSJSs¢ (B 
¿SBSFS75JSSSGS75SgSS8SKSMS ' !#; (B 


¿SBSjSgS& (B 
E-Mail : ryo@tokyo.dmlcyber.co.jp 

—-MESSAGE FILE 20608 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000117h 
tml.html 


--MESSAGE FILE 20609 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: V-Rally(+GT) 

Date: Wed, 14 Jan 1998 16:26:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <34BC68AA.7A4507B0@mth.biglobe.ne.jp> 

References: <34B989AF.CE712F6A@glove.dmlcyber.co.jp> <34BB6F30.B8471EFF@mth.biglobe. 
ne.jp> <34BC3B66.BEA99AAB@glove.dmlcyber.co.jp> 

NNTP-Posting-Host: 133.205.180.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&Sb!<;z (BPsukez SBSGS$9! #2 (B 


ryo wrote: 
> > ¢SBS5SiSK4N?45N%$2!<%* @-S*SGSbS, 0\?"$G<:$0$1$?$h$&$G$9!#;¿ (BPALZ SBHGSH2?$+0cS&! #3 ( 
x 

> ¿$B$J$k$[$I!"=PMh$, 0c$&$s$G$9$+!#¿ (B 

¿$B$b$7$+$7$?$i%2!<%` SrS$d$C$?4D6—-S$, 0c$&$+$i$+$b$7$1$%°S;Ss!#SGSb!"Sb$&$d$k5$$,5/$3S$i$ 


éESBSSSNSG$IS$3$,SA$,$&$+;n$7$*$;S$s!#2 (B 
¿$B$b$7$+$7$?$i¿ (BETZ SBSr$d$C$?$+$i$t+Sb$7$1$*S;Ss$7z 
2SB<BSO!"$h!<%m3C% OHCSrSdSCSFS552SNSGS 31ՀՏ95, e ԱՐ 
¿$B?7A/L#$, $I$+$C$?$N$+$b$7$1$^$; $s!#¿ (B 
éSB860xSOITLESNS*S*S*B"F~SISKSISCSFS7S*°SSS°S7$?!#¢ (B 
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> ¿SB%Sh!<%m%C%QHG$JSiLLGrSSSHSSS&S3SHSGS9SM!#:#EY5!2q$,S"S1SPGcSCSFS_ S“ S9!#¿ (B 


¿SB@hSKS$Sb=qš-$*$7S?$,860xITL@SGS9SNS$SGGc$C$?J)$,NISSSHSO8GS(S“S;Ss!#¿ (B(TT 
> ¿SBS"!I"SGSb!"#P#A#LSN%$F%1%$SS,SSSKSNS+SJ!)¿ (B 


ESBSFS1LSSSOSSS5S*S9! #2 (B15Hz¿ SBBP1-SN%"%SJ%SmS0%G%#%9%SWS1%SSSG1G$j$*S9!#S*6a$/SNCf8F%7% 
g%C%WSŠr;¿ (B 
¿SBSASoSkS$SH¿ (B2¢$BK|$*SGSGGdSCSFSSSkKSHS35$mS$, $"S5S*S9! #2 (B 
¿SBS*E9SG1GSkS+SIS&S+;nS$S7S?2J)S, SSSSSGS7SgS&!#9usW%1l%S9%SsFSH (BAVESBS*SkSAS"STISMSO#FZH1LS 
TSs¢ (B 

¿SB%S1!<%V%skSH%sh!<%m%C%QSN%s2!<%s`Sr;)SCSFSSS-S*S7SgS&!# (B 


> http://www.kumagaya.or.jp/~yoko/GT/gt.htm 
> 


> ¢gSBSG!">\S7S/>R2pS5S1SFS*S9! #2 (B 
ESBS"SIS, SHS&S4S6SSS“S9!#8+SFS_S*S9!#¿ (B 
> ESB3NS+S$K!"S1!<%9%2!<%° SHSTSF8+$?>19g!"!V>!SFSk!IWS; SCSFS#SSS0S5S (=PMhSFSSS1¿ (B 


> ESBSP!"#G#TSO7kK9=SLSKSSFQOWEYS@SHSSS (S*S9SM! #2 (B 
> ¿SBSGSb!"KMSO!Ü"SIS1%S%SV%S2!<%`SO<+J, SHSN@OSSS@SH;WSCSFS*S9S+Si!l #2 (B 


¿S$B$*!<!"¿ (B100m SBAv$_$?SS$SGS9SM! #KMSO; (BReplay¢ $B$H$O%$$%1%>%b!<%I$r8+$?$$$@$1$G¿ (B 
ESBAVSCSFS*S7S$?! #2 (B 


ESBSGSOSGSO; (B 
Psuke 


—-MESSAGE FILE 20609 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000118h 
tml.html 


--MESSAGE FILE 20610 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000011 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: V-Rally(+GT) 

Date: Wed, 14 Jan 1998 18:37:50 +0900 

Organization: Digital Media Lab. 

Lines: 41 
Message-ID: <34BC876E.E871B243@glove.dmlcyber.co.jp> 

References: <34B989AF.CE712F6A@glove.dmlcyber.co.jp> <34BB6F30.B8471EFF@mth.biglobe. 
ne.jp> <34BC3B66.BEA99IAAB@glove.dmlcyber.co.jp> <34BC68AA.7A4507B0@mth.biglobe.ne. jp 
> 
NNTP-Posting-Host: 202.228.62.210 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Psuke¿S$SB$5$s!"S$9SPSdS$S%1%9!1"S"Sj$S, SHSE&S4SOSSS*S9E (B(*_* 


> ¿$B$b$7$+$7$?$i%2!<%`$r$d$cC$?4D6-$,0c$&$+$i$+$b$7$1$^$; $s! #SGSb! "Sb$&Sd$k5$$,5/$3$ 
157: (B 
> ¿SBSSSNSGSIS3S,SAS,S&S+;nS7S“S;SSs!# (B 
> ¿SBSbS7S+S7S?Si¿ (BGT¿ SBSr$dSCS?S+SiS+SbS7S1S2 S;SsS7¿ (B 

> ¿SB<BSO!"%Sh!<%m%SC%SQHGSrSdSCSFSSS?SNSG%3!<%9S,$SoS+S$SCS$SFSSSF¿ (B 
> ¿SB?7A/L#S,SJS+SCS?SNS+SbS7S1S2S;Ss!#; (B 

> ¿SB860xSOITLQ@QSNS*S*S*B"F-⁄$jSKSJSCSFS7S7 SSS“ S7S?!1# L (B 


¿SBKMSbS7SP$SiS/SO5/F0$9Sk5SSK$JS1SJSSSGS9!# (B 
¿SBSJSs$SQ@$+$s$@$S$$CSFSb!"#G#T$Sh$/$G$-$FSkSsSGS9Sh!#:rF|5W$7$VSjSK%;%,%i%j1<¿(] 
¿SBSd$C$FS_$2$i!"S$J$SsS+L/$K%2!<%`$C$S]$/SCSF!"IVSbSC$H%j%$"%Sk$K46$8$FS2$NSKSJ; ( 
¿Š$ŠB!<!W$ŠJSsSFR1$SSSF$_$?Sj$7$F!#¿ (B 

¿SBS=S$S1$SK!"L@F|!J#1#5F|!KS$S+Si!"Gc$$$?2$S%=%U%SHS,$]SDS]$D=P$F$-$2$9S7SM!#;¿ (B 


ww 


> > ¢SBS"!"SGSb!"#P#A#LSNSFS1%3SS, SSSkSNS+$J!)¿ (B 

> 

> ¢SBSFS1SSSOSSS5S*°S9! #2 (B15Hz¢SBBP1~SNS"STSmMSO0SGSH#HSISWSELESSGIGSIS*S9I!#S* 6aS/SNCLBES 
7%g%C%WSr¿ (B 
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> zSBS*SoSkSHz (B2¢$BK|$*SGSGGdSCSFSSSkSHS3$m$,$"S4S*°S9! #32 (B 

> ¿SBS$S*E9SG1GSkS$S+SIS&S+;nS7S2J)$, SSSSSGS7SgS&!#9usW%$1%S9%FSH¿ (BAVESBS*SkSAS"STSMS0#2# 
19755: (B 
> ¿SBS11<%VSkSH%Sh!<%m%C%OSNS2!<%`Sr;)SCSFSSS-S2S7SgS&!3; (B 


¿SBSJSkS[SI!&!&!&7k9=<j4VŠ,S$S+$+$SjS=S$S&SŠSGS$S9SM!#;¿ (B 
¿SB#V!]#R#a#1#1#yS$NS?SaS$SKS=$3S%*$SG61O+$GŠ-Sk$+SIS&Š+!&!&!&¿ (B(“_ ՞չչ 


> > g$BSGSb!"KMSO!"%I%iS$BV%2!<%* $O<+J, SHSNGO$SS$ASH; WSCSFS*S9S+$i! #z (B 
> 

> ¿SBS*!<!"; (B100m¿ $BAv$_ $?SSSGS9SM! #KMSOz (BReplayz $B$H%0%$%1%> sb! Հա ISr8+Š25SSQ@S15G;¿ 
(B 

> eSBAvSCSFS*S7S?! #2 (B 


2$BS&S$o! "KM! "@*SSSGSISS$+ONS=$&ST; V8@SCSFS*S9SM! #$4SaSsSIS5SS$! #2 (B 
éSBSbSAS$m$s!"KM$b:G=i$0; (BPsuke¿ SBS5$s$HS$ [SHSSSIF1S8M}M3SGAVSCSFS*S7S$?! #2 (B 
éESBSG!"!VSbSCSHS+%C%3$h$/Av$j$?$$SIS! |WSHS+;WSCSFSSSm$$$m9) IWS 7SFSkS&SAz (B 
ESBSK!&!&!&SFS+Ss$8SGS7S?! #2 (B 

ESBS@S+Si! "SOS8SaSNS &SASOS03; SCSFS#SSS0STISSSFLLE] SUS@S1S@SCS?SsSGS9Sh! #3 (B 


¿SBS=S1SGSO!#¿ (B 
:5853595ո: (B 
E-Mail : ryo@tokyo.dmlcyber.co.jp 


-—-MESSAGE FILE 20610 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000119h 
tml.html 


--MESSAGE FILE 20611 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
Ohtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCI0cjVBsoQg==?= 

Date: Sun, 18 Jan 1998 04:12:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <34C10289.7641FC30@fa2.so-net.or.jp> 

References: <34A0EA01.BD6A2F50@glove.dmlcyber.co.jp> <34B12C2E.C91B634@fa2.so-net.or 
.ք» <34B1BF07.A9F3DA0F@glove.dmlcyber.co.jp> 

NNTP-Posting-Host: 210.132.170.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


2 SBS3SsSKSASO; (B ¢SBLS$@; (81: $BO2?M$Nz (BkKAZZYz$SBSG$9! #3 (B 


Ee es eres PORE T> Wee eNO SE Rone 2717 SS ay abe SP USES 
G$9!#¿ (B 
RTR (BAUTUMN MINI¿$B!I$G!"%?7%$%` $O: (BTT SBSNSb 
SNSGS9! #2 (B 


HONDA (R)CIVIC TzSB#ty#p#e; (BR 


¿$B#T#o#t#a#l¿ (B Record ¿SB!'¿ (81:05:436 


Fastest Lap ¿Š$B!'¿ (80:30:406 


Spring Rate ¿$B!'¿ (B 5.5kg/mm - 3.2kg/mm 
Ride Height ¿$B!'¿(B 90mm - 105mm 

Damper ¿$B!'¿(B 6level - 3level 
Camber ¿$B!'¿ (B 2.0 - 1.0 
Stabilizer ¿$B!'¿ (8 4level - 3level 


Brake ¿$B!'¿ (B 1416761 - 15level 
Gear Ratio ¿$B!'¿ (B 
1st 3.600 
2nd 2.320 
3rd 1.614 
4th 1.272 
5th 1.000 
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as AIFF2VAG, TIMUTIL, DXF2RSD, etc., though I haven't seen/heard 
official word on that yet. 


Considering this topic has come up more than once, maybe we should 
get a members-only FAQ written up by SCEA/SCEE/SCEI employees and 
post it on the web sites. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 2183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00886 


—-MESSAGE FILE 2184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000887 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Finish Yaroze Utils 

Date: Sat, 09 May 1998 11:18:12 +0100 

Organization: The PC Shop 

Lines: 8 

Message-ID: <35542D63.1AA4BEO0D@clara.net> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-1924.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I am afraid I am getting a bit frustrated by this one. 


Sony, how about releasing the source code for the unfinished beta tools (RSDTOOL etc 
-) so that WE could at least finish them. 


This code has been gathering dust since 97 and we could use these utils. 
Ian T. 


-—-MESSAGE FILE 2184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00887 


—-MESSAGE FILE 2185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000888 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Sat, 09 May 1998 11:46:28 +0100 

Organization: Intelligent Research 

Lines: 51 

Message-ID: <35543404.F3E9C31D@hinge.mistral.co.uk> 

References: <6iujna$2tll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.playstation.co 
-uk> <355354C6.27CD1F7A@netmagic.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Elliott Lee wrote: 


> There are a growing number of people out there who have pirated dev kits. 
> People have not only pirated the Yaroze libs, but they also have hacked 
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Final 5.000 


Down Force ¢SB!'¢(B 0.45 - 0.48 
Tire Set Racing ¿ŠB!'¿(B S - Տ 


¢ SBB>SN3S*°%7%SSGAVSCSFSISSSNSGS35N%$?%S%°$,B.SSSNS+CYSSSNS+SOD4$+SGSOS"$455%S; Ss! #3 (B 
ESB! IC/$+;29M%3?%3$%> SG7k9=SGS ISNSGE65S (S$F$/S@$5S$¿ (8(՞՞) gSB! Ke (B 


CPL LET al ef ՄԱ 27 ACT Ie LT Ed She fee foe BL 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
bet Sf ES SE vd Es S Pt ae fof Pep of He ff af a YY fen pif. Jin, 


—-MESSAGE FILE 20611 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000120h 
tml.html 


--MESSAGE FILE 20612 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ryo <ryo@glove.dmlcyber.co.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?GyRCI0cjVCEiJWk1JCU7IXMLOU4iNTSbKEI=?= 

Date: Mon, 19 Jan 1998 16:06:41 +0900 

Organization: Digital Media Lab. 

Lines: 79 
Message-ID: <34C2FB81.D58DAD01@glove.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.210 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS?S$@S7!"!V4IC1SK%i%$%; %s%9$,<hF@$G$-$k!W5; SGSOS"S45S*S; Ss! #2 (B 
¿SBA|BT$5$1$SF$S$?J) !"?=$7LUS"$4$*S$;Ss! #2 ( 
¿SŠB#G#o#1#d%$H%m%U%S#!<$,$J$+$J$+%2%C%$H$G$-$J$/$F61$7$s$G$$$k?M!";29M$K$7$F$_¿ (B 
ESBSFS/S@S5SSSM! #¢ (B 

ESB2~9TSTS*SO! #2 (B 


ա 
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¿SBS3S3ShSj#49T2<S+Si!# (B 
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éSBHGHTBN8 3HGS$G%2!<%* Sr5/FOS7TSF!"%S?3SSHSk2HLLSG@=IJHGSKF~S1BXS (S*S9! #2 (B 
¿SBS9SkSH!"%1%SS%;%s%9SN%S1%3!<%IS, !V#N#o¿ (B gSBHEHN#HtHr#Y | WSKSISCSESSS°S9! #2 (B 
¿SBSDS“Sj!"@_Dj>r7oS5S (K~$?$; SP! "S$$-SI$jS4!<SkslSHomsUs#t! ՀՏ SHS1SkKSOS1SG; (B 
ESBS9! #2 (B 

ESBSiSS%S; SSS59SGS4!<SkSISrS2SCSHSISKSH! "LLGr$$%/%Sk%S*S, S2SCSHSGS-S*S9Sh! #2 (B 


£$BS+%? SmS0SKSOS"SkS1SIGdS JSK=PS5SS1SFSISSS"SN<VSHS+!"#T#R#D6> @=SNS"SNS9!<SWE (B 


¿SB%$iSHS+!"SK%9%SpSN:nSCS?#R#3#4SY!<%9!1J!)!KSNS"S1SHS+!&!&!&¿ (B 


¿SBS$SFS$S&SN$Sr!":rF|H/8+$7$?SNSGS95, !"@N$K8+$D$1$i$1$F$$$?J}$, $$$i$C$7$c$$$^; (B 


ESBS7S?SMz (B(*_%; ESB! #2 (B 


ESBHEV! ] #tRea#tl#l#y3M% 2SG>R2p$7$ 2#H#PSr$ 4MwSKSISCSFS/S@S5S$! իչ (B 


¿SBS3jSgS&¿ (B 


E-Mail : ryo@tokyo.dmlcyber.co.jp 
—-MESSAGE FILE 20612 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000121h 


tml.html 


--MESSAGE FILE 20613 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 


2html.html 


Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: ryo <ryo@glove.dmlcyber.co.jp> 
Newsgroups: playstation.ny.gamer.ps_game 


Subject: Re: =?iso-2022-jp?B?GyRCI0cjV. 


Date: Wed, 21 Jan 1998 11:47:37 +0900 


Organization: Digital Media Lab. 
Lines: 62 

Message-ID: ՀՅ4Շ561Շ9.179159Բ5091 
References: <34A0EA01.BD6A2F50@g]1 
.յք» <34B1BF07.A9F3DA0F@glove.dml] 


Mime-Version: 1.0 


Love . Գո) 
Love . Գո) 


lcyber 
lcyber 


lcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.210 


Content-Type: text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.04 [en] (Win95; I) 


BSOQg==?= 


.Շօ.յք» 
.Շօ.յք» <34B12C2E.C91B634@fa2.so-net.or 
<34C10289.7641FC30@fa2.so-net.or.jp> 


ESBS3SsSKSASO! "$4Sg$5SGS9!#:rF | Iw<YOzSS$F?29~SsSGS*S7$?! #2 (B 


> ¿SBS3SsSKSASO¿ (B ¿SBLSSQ@¿ (BIA $SBO2?MSNz (BkAZZY¿SBSGS9!#¿ (B 
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¿SBS"S11"61S7$SsS$GS*SiS1SkShS$S&SGS9SM¿ (8(չ 25817. (B 
¿SBKMSb!"; G=iSK#I#ASK%SA%C%1SS%38S75 2SHS—-SO!VS3SSSTSNL5M}S@!WSH;WSSS“S7S?! #2 (B 
¿SB$, !"Ol:rF|:F%A%c%1%s%8!J%4!<%k%I%šH%mM%UŠ#!<ŚN$?$a$K!K$7$F$_$?$i!"%/%j%"$9; (B 
¿SBSk$@$1SJSi0U30$K4JC1$J$NSGS9!#SISNS3!1<%9$b#2!A#3IC$S0Si$S$M>M5$,$"Sj$2$7¿ (B 
¿SBS?!#¿ (B 
¿SB;61961O+S7S?!"S"SN#S#ST#R#1#1%2SS%S`S$"%S?%C%/SGS5Š ( 
¿$B$d$O$j!"$$$m$s$J<V$r;H$C$F%3!<%9$r3P$( (SKS7S+5JSS5G595M1F53815SPS+5j5O!4; ( (B 


> a Ան SoS?S7Sb0&<V¿ (B?¿$B!J<B$0O$3$1$7$+; }SCSFSSSISS!KSN%S; SCSFS#SSSOSN>R2 
pSGS9! #2 (B 

> ¿$B%; %C%F%#%s%0%G!<%?$0%7%g!<%H%3!<%9$N!I¿ (BAUTUMN MINI¿$B!I$G!"%?%$%` $O; (BTT¿SBSN 
SbSNSGS9! #2 (B 


> 

> HONDA (R)CIVIC Te SBty#p#e;g (BR 

> 

> ¿SB#T#o#t#a#l; (B Record :$B!"'"¢ (81:05:436 
> Fastest Lap ¢S$B!'¢ (80:30:406 

¿SB!&¿ (B 

¿SB!&¿ (B 

¿SB!&¿ (B 


> 2 SBB>SN%*%7%SSGAVSCSFSISSSNSGS$3$N%?%8%°$,B.SSSNS+CYSSSNS+SOD4S+SGSOS"SjIS*S;Ss!#2 (B 
> ¿$B!JIC/$+;29M%?%$%` SG7k9=S$G$ 9SNSG65S (SFS/S@S5S$¢ (8(՞՞) SB! Kz (B 


éESBKMSb!"; n87$K%$7%S%C%/l&%?%S%W#RŠr; HSCSFS_S$*S7S?!#S,!"2 (B31:147¢SBS0SiSSSG@:01GU; (B 
:SBSGS7$?2 (B 
SSB; a $I$$3 /SkS*°SG!"S*S@LSBLS, B?SSSNSG!"SbS&>/$7:0S1$k$0$:$G6$9¢ (B 
ESBS, !&!&!&!#¿ (B 


= 


¿SBSSSm$sSJ%S/%Sk%“SGAvSCS$SFS_S?SNSG!";29MSKSJS1SP9, $S$GS$9! #¢ (B 
¿SB!J#R!K% (%/%jSW%9#G#T!J#F#F!K; (B 0:29:756 
2SB! J#R!IKSSSsSWS1SCS5#RHE! JH4H#WHDIKe (B 0:27:452 

S SB! J#R!IKEN#S#X2 (B ¿SB#S!]#Z#e#r#o!J#MER!IK;¿(B  0:27:674 
¿SB!J#R!K%9!<%W%i#G#T!J9u!K!J#F#R!K¿ (B 0:30:877 


¿SB!J#R!KSK$S9%Sb#4#0#0#R!J#4#W#D ! Ke (B 0:28:777 
ESBS*!<S?%3° S_SKSO!"%$3!<%9S,C; ԱՆՆ. SsSWS, 7cS7TSSItN* SKF~SkO) ԼՆՏԱՎՏ:ՏՏՏՇ:": (B 
¿SBS[SHSsSI%?%S%`:9%,SGS S; SsSGS7S?;¿ (8 (՞. ՞չ 


25B! &#N#S#XSOTZS/SFSQ%0!<S,S"SkKSNSG! "AJEVB.$$%3/SkS*°SNSOS : SISNSGS9S, !"SSSsswe (B 
ESBHRHESO>/!90) 8*SKSOS_=PS7SFS$b2?; vSbSJSSS+SNShS&SKAVSCSFS7S*S&SNSG! "0"B3%37¢ (B 
ESBS1SSSs6h4VS,$[S\D>@~SGDLS jH4S1SiS1SFS7$*SS!";CDjSI$,S$i:GB.SGS7S?! #2 (B 
¿SŠB!&%9!<%$W%$i#G#T!J9u!K$KS$SO!"S3$N%$3!<%$S9SO>/!969$95S.$Sk$h$&$GS9!#SHSK$+S/=ESS: ( 
¿$B<V=E$, B-$r0z$CD%$j$^$7$?!#$G$b!"KM$NA`=D$, #F#F ! &#4#W#D8~S—-SNJJIS, S"SkS3SH¿ (B 
éESBSKSb860xS, S"SkSGS7SgSE&! #2 (B 
¿SB!&%S7%SSS ve n rs (%/%jJ%SWS9#G#TSO!"S$5$S9S,SK%$?!<%SNS (%$s%8%s$,8zSSSFSS¿ (B 
ESBS*SO!#e 

Son) SPS pgssnsssascsotaszesseaassssuysawtkaqa 

ESBM_Sr8@S (SP! "SbS&#EHO#PHSSOSISSM _S7SSSIS!!"SH!&!&!&z (B 

ESB! &SKS9 ee oe ne ee cme leg U 
ESBSCSFS*S9¢ (B(*%_%; ESB! #2 (B 

ՀՏ jSWS1SS8+SkKSH!"S[SHSSST?T9TI} 8~D>30SG%1ISjISUSHSTSFS*S75$2¢ (B(*%*_*%777¢SB! #2 (B 


ա 


ESBSHS3SmSG! "S$3S&SdaSCSF%?%S%° SrSISiSYSkKSH! "STS&S$bz (81/1000:581ԸՇՏ"Տ25ՅՏԱ7ՄԱՑ, ՏՕՏՏՏՏՀչ (B 
2 SBS+$2$s$+Sb$7$1$%S; $s$M! #2 (B 


¿SBS=S1SGSO!#¿ (B 


¿SBSjSgS&¿ (B 

E-Mail : ryo@tokyo.dmlcyber.co.jp 

—-MESSAGE FILE 20613 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000122h 
tml.html 


--MESSAGE FILE 20614 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "“=?iso-2022-jp?B?GyRCOjJRGIxsoQiAgGyRCPyObKEI=?=" <fwhg4237@mb.infoweb.or. յք» 
Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1s0-2022-jp?B?GyRCUVALJUCUqQJU8 1NiE8JUkbKEIgGyRCIzIbKEI=?= 

Date: Thu, 29 Jan 1998 18:54:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 
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Message-ID: <6apk1liSt31@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.4.185 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


éSB@1MQ7G< (HD$r:n$j4$*S7$?! #2 (B 
éSBShS+$CS?Si!"SASg$/SASgG$/8+SKMhSFS/S@S5SS!#¢ (B 


¿SBS7S+S7!"S9S4SS?M5SS@SJ!<!#¿ (B 
¿SB%3%s%S%*sKS$SK9T$C$?$i!"M=LsJ,$7$+$JSSSH8@SoS1l1S$F¿ (B 

¿SBS"$oSFSF (B ¢$B%S%C%/%+%aSi! JCSB* ! "E1LCSB* SK=; $s$SGS*$9!#!KSKOTSCS?Siz (B 
ESBH4SH0?MS/SiSSIBSSSGSkS7!TSPSSS*@1MO!K!"<!S*S1SNHVS@SH;WSCSF3: (B 
¿SB8eSm$r8+$?Si#4#0?MS/SiSSJBSsSGŠSk!&!&!&!# (B 

¿SB#P#M¿ (B ¿SB#5!'#3#0¿ (B ¿SBSN=PMh; vç¿ (B 


¿SBšJ$Ss$JSsS@¿(B ESBS3SN?M5$$01*!) z (B 
¿SB$*$=$i$/¿ (B ¿SB#2#O#OK|KN$O9TS/S+Sb!&!&!&!#¿ (B 


¿SBSoS$SoSS7]1L44[¿ (B 
http://village.infoweb.ne.jp/~shin/ 
shin3@mb.infoweb.ne.jp 


--MESSAGE FILE 20614 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000123h 
tml.html 


--MESSAGE FILE 20615 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJEgkaiQiJCgkOiEiMj8kTyRIJGIkIiRsJTALaSVzGyhC?= 
=?iso-2022-jp?B?GyRCJUQhPCVqJTk1YiEgGyhC?= 

Date: Tue, 03 Feb 1998 20:11:20 +0000 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <34D779E8.56BFE72C@interlink.or.jp> 

References: <349F9013.5C96@pa2.so-net.or.jp> 

NNTP-Posting-Host: 203.141.132.251 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


2585355ՏՔՏ55օչ (B 
¿SB@%:j¿ (B ¿SBFsO:¿(B չՏԹՏԱՏՏՏՏՏ-Տ91փ17չ (Bozw03419) 


¿SBS3SN%S$=%sU%SHŠNN"5;SOSJSS$SSN$GS7S$SgS&S+!)¿ (B 
¿SBCNS$C$FSk?MSO65$ (SF2<S5SS$! Ք: (B 


jiro sezaki 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 20615 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000124h 
tml.html 


--MESSAGE FILE 20616 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?i1so-2022-jp?B?GyRCJUUE1LZyUZIVWbKEI=?= 

Date: Tue, 03 Feb 1998 20:15:17 +0000 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <34D77AD5.1723D263@interlink.or.jp> 


Net Yaroze newsgroups message dump.txt Page 13885 


NNTP-Posting-Host: 203.141.132.251 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESB$_SI$5Ss!"S3SsSKSASO; (B 
¿SB@%:j¿ (B ¢SBFsO:¢(B ¢SBSH8@SSS*S9!#!Jz (Bczw03419¿$B!K¿ (B 


¿SBAaB.SGS9$, !"1VSASg%$3%SNSNIT;W5DSJSQSs%s8%g%s!WSŠSKSO!"¿ (B 
¿SB!V%s (SSSGS#SSSOS, SJUSS!WSHSSS&!"S&SoS5$r<*SK$7S?SNSGS9S, ¿ (B 


¿SBKNEvSG$7SgS&S+!)¿ (B 
¿SB:G8eS*SG9TSCS??MSO!"65S (SF2<S5SS!#¿ (1 


ա 


jiro sezaki 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 20616 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000125h 
tml.html 


--MESSAGE FILE 20617 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 

6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?ISO-2022-JP?B?GyRCJEgkaiQiJCgkOiEiMj8kTyRIJGIkIhsoQg==?= 
=?1SO-2022-JP?B?GyRCUGwIMCVpJXM1IRCE8JWolLOSViISObKEI=?= 

Date: Tue, 03 Feb 1998 22:38:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <19980203223841kamon@mail.web-hyogo.or.jp> 

References: <349F9013.5C96@pa2.so-net.or.jp> <34D779E8.56BFE72C@interlink.or.jp> 

NNTP-Posting-Host: 210.136.1.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


Jiro Sezaki <sezaki@interlink.or.jp> wrote: 
>~¢SBS3SNS=SUSHSNN"5; SOSITSSSNSGS7SgS&S$+!) (B 
>¢SBCNSCSFSk?MSO65S (SF2<S5SS! #2 (B 


¿SBKMSOS0%i%Ss%SD!<%j%9%SbSKSO>NS7S/SJSSSGS9S, !S¿ (BWeb; $B%Z!<%8SGN"5; $rFC=8¢ (B 
ESBS7SFSkI}$,B?SSSNSG!S¢ (BWeb; SBSGC5S7SFS_SFSO!) (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20617 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000126h 
tml.html 


--MESSAGE FILE 20618 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: ¿SB%sP%9%H%"%`!<%V¿ (J 

Date: 10 Feb 1998 14:28:06 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bd362f$34169560SLocalHost @minowa> 
NNTP-Posting-Host: 202.214.1.71 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB#H#I#R#OS/SsS,!"SSSSS+Sb; (Մ(՞՞չ 
ESB>!SA%]!<%:$,>PS(SkS7!"#H#I#R#OS/SSF1;NSNBP@OSO!"SISSS$+7ySJT46S8S@S7¢ (JU (¿SB>P¿ (J 


¿SB:G=i$O%-%$c%Si%/%S?!<$,9%$S-S8ScSJS+SCS?SsSG!"A4A3;HSCS$SFSJS+SCS? (Մ(՞՞չ 


Net Yaroze newsgroups message dump.txt Page 13886 


¿SBS _SNOB; f¿ (J 


--MESSAGE FILE 20618 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000127h 
tml.html 


--MESSAGE FILE 20619 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
8html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“=?iso-2022-jp?B?GyRCOjJRGIxsoQiAgGyRCPyObKEI=?=" <fwhg4237@mb.infoweb.or.jp> 
Newsgroups: playstation.ny.gamer.ps_game 
Subject: =?iso-2022-jp?B?GyRCUVALICUgIzIkTiVeJUMIVyEiOTZOLBsoQg==?= 
Date: Sun, 22 Feb 1998 19:48:49 +0900 
Organization: PlayStation Net Yarouze 
Lines: 31 
Message-ID: <6cp087Sgv9@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.248.8.111 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SBS_SJS5Ss!"S3SsSKSASO!*!*¿ (B 


ESBSPSSS*SOS6!<STH2Z!"SWSELSSSTSFS*S9S+!) ¢ (B 


ESBS°SCEWSHS/S1LS"ITSNIGN, $, =PMh$^$7$?!#; 2OMSKSTSF2<S5SS! #2 (B 
ESB: #!"S1S*SsITSNIGN, $r:n@.Cf$GS9!#; (B 


ESBS/SLS"ITI"SN!<S*SkSWS1SS!"S$iSs/z(B ESBES!"%; !<SVz(B ¿SB#12s¿ (B 
¿SB#1!'#4#7!'#3#7¿ (B 


¿SB%1%*%sJT!"%b!<%*%k!"%i%s%/¿(B ¿SB#S!"%;!<%V¿ (B ¿SB#12s¿ (B 
¿SB#1!'#3#0!'!#4#1¿ (B 


£S$BS3SN%?%S%°$,SIS&SdSCSF=PS5$1$?SN$+5SSKSISk?MSO!"¢ (B 
¿SB!VSoSS$oS$7]L44[!WŠXM7$SSKMhSF2<$55S5$14F2: (B 

ESBS*S=SiS/!"S*SCSWS, $S"SkSNSOS&%SASQS1S@SH;WSSS*S9!#; (B 
¿SB61O+S7SF:nSCS?SsSG;HSCSFSbSiS (SkSH4rS7SSSGS9!*!*3 (B 


¿SBSoS$SoSS7]1L44[¿ (B 
http://village.infoweb.ne.jp/~shin/ 
shin3@mb.infoweb.ne.jp 


¿SBS=S1SH!"OCSOJQSoSjS*S9S,!&!&!&!&!&!&¿ (B 
¿SBS3S3SCSF!"SJSSSG%M%9%1S$SGS7S+8+S1SJSSShS&SKSJSCSFSkSsS$SGS7SgS&!*!)¿ (B 
¿ŠB<+J,ŠO¿ (B ¿ŠB#I#E¿ (B ¿SB%*%s%j!<$JSs$G!"!V%$M%$C$H$d$mS&$S<!WSŠNJ)SKSŠOA4A3G0NB35$7$F555 
TSS!#D>¢ (B 

¿SB@N%SKS$Se!<%9%0%k!<%WŠ$ŠKAwSC$ŠF$S$Sk!# (B 

¿SB#I#ESH%M%9%S1SNN>J)SG8+S1SkShS&SKS7S?J)S, SSSSSH;WS&SsS@S,!&!&!&!#¿ (B 
¿SBSIS&SJSs$SGS7SgS&SM!#¿ (B 


—-MESSAGE FILE 20619 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000128h 
tml.html 


--MESSAGE FILE 20620 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000012 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kurosaki takashi" <tkurosak@da2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?ISO-2022-JP?B?GyRCI1IAJRSEHN2A+bCROQO 8 yPCRHQWEKLyYRiOVOKLTVNJF4kQyRGJDcbKEOo 
=?= 


=?1SO0O-2022-JP ?B?GyRCJF4kICReJDckPxsoSg==?= 
Date: 29 Mar 1998 12:44:23 GMT 
Organization: PlayStation Net Yarouze 
Lines: 13 
Message-ID: <0Olbd5b0f$99f13200S5eb784d2@FMVS167.da2.so-net.or.jp> 
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NNTP-Posting-Host: 210.132.183.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBHPHE! ! 7° >1SNCO2<S$GAa$/Sb9TS-—SMS*SCSFST7S*SSS*S7S?! #2 (J 


ESBS3SsSPSsSO!"9u: 5SGS9! #2 (J 
ESBSQSIS5SSS5H! &SSSEVSLS5SCS=S/; OSaS?SNSGSIS, !"$S2!<%` 61<j$J;dS$SHS7SFSO; (J 


E$B7* >1$N75$+$i2<SK9_SjJSF!"It20SrC5S$9SNSGS9S, !"80SNS+S+SCSFSSSkIt20$,B?S/SF¢ (J 
éSBF~S1SkIt20SO01DL$48+S?SNSGS9S, !"?JE8SIS/SF!"7> >1=P8}S$KLaSkSH7Y41SH; (J 

ԵՏ85 5՞ՑԵ0աՏ, SS$kS@S1SGS9! #2 (J 
¿SBSISJS?$S+!1"%21<%`$r?JF8$5$;$kJ)K!$4B8CN$NJ)$O65$ (SFS/S@S5SS! #2 (J 


* name : Kurosaki Takashi 

ad E-Mail : tkurosak@da2.so-net.or.jp 
—-MESSAGE FILE 20620 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000129h 
tml.html 


--MESSAGE FILE 20621 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kurosaki takashi" <tkurosak@da2.so-net.or.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?ISO-2022-JP?B?UmU6IBskOiNQIOUhITdgPmwkTkKNPMJwkROFhHIC8kYjLUICO1TSReEJEMbKEO 
=?= 


=?1SO-2022-JP?B?GyRCUEYkNyReJCOkXiQ3JUD8hSiRNJD8kUCRSQ20wWVSFLGyhK?= 
Date: 29 Mar 1998 13:18:46 GMT 
Organization: PlayStation Net Yarouze 
Lines: 8 
Message-ID: <01lbd5b14$67e9efe0$25b884d2@FMVS167.da2.so-net.or.jp> 
References: <Olbd5b0£$99f13200$5eb784d2@FMVS167.da2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.184.37 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢SBHPHE! !7*° >1SNCO2<SGAa$/Sb9TS—5MS*SCSFS7S“*°SSS“*°S7S?! #2 (J 
> 


éESBO1LC6!"%S; !<SVS7TSFF, SrNdSdS7SFS+SiS*S?SdSkSHSSSSShS&SGS9!#;¿ (J 
ESBS*A{S,$;S7S°S7$2 1 #2 (J 


—-MESSAGE FILE 20621 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000130h 
tml.html 


--MESSAGE FILE 20622 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1s0-2022-jp?B?GyRCR3pBdiVHJTM1SCVpRUFAYhsoSg==?= 
Date: Tue, 30 Jun 1998 23:42:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <6nau87$d8j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3598F964.6B04@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!Gd3$Sj@ZS1!&!&!&!&!&!# (J 
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-—-MESSAGE FILE 20622 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000131h 
tml.html 


--MESSAGE FILE 20623 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kKAZZY.Data" <kazzy1l68@fa2.so-net.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCR3pBdiVHJITMISCVpRUFAYhsoQg==?= 
Date: Wed, 01 Jul 1998 01:23:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <35991115.450E8720@fa2.so-net.ne.jp> 

References: <6nau87$d8j@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.170.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


K.Tamura wrote: 


> ¿SB!!GdSj@ZSl!&!&!&!&!&!#¿ (B 
£SBS5%T! <%HS+S+SKSHSSSSSGSOSM! #3 (B(^^; 
GSX-Rz SBS5$s$ [SSSHSK$*@SOCSKSJISj$S*S7$?! #2 (B 


¿SBSSSdS!S[I[SSSH3ZS7S+SCS?SGS9!#¿ (B 
¿SB$JSsS@S+L>;DQ@KS7SS59;)SASGSSSCSOSSSGS9!# ( 


w 


TAERE 2h 87 5 Sf EE GET yo I PET of E A E Sr աի ES ար ff asya 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne. ae 
PostPet : kazzy@postpet.so-net.ne. 
S R ff ef P ff ef t. fy 7 fet ALP s fe t f= FL 


-—-MESSAGE FILE 20623 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000132h 
tml.html 


--MESSAGE FILE 20624 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 

3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?iso-2022-jp?B?GyRCJUgLJSE8JWALbCUkJUAhPCMyJCwlLyVqJSIkRyQt JEokJBsoQg==?= 
=?iso-2022-jp?B?GyRCJGghPBsoQg==?= 

Date: Wed, 01 Jul 1998 01:01:02 +0900 

Organization: Japan 

Lines: 26 

Message-ID: <35990BBE.2AA6FCFF@geocities.com> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.46 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ESBS3SSSPSSSO!"S?S3SNS9S1SGS9! #2 (B 
ESBS: SSSVSSA0S+SiSHSE!<%S° S1SSSO!<#2SrSdSCSFSSSKSNSGS9S, |" (B 
é$B:G8e! ISH; WSoS1$k!KSNNSSN7u! J!) !K$,S"Sk?@EBSGSDS“SCSFS“*S9! #2 (B 


ՀՏՑ6ԵՏԱՑ0 | "6dSN80SH=gD4SK<jSKF~S1S?SNSGS9S,!"D_S7j66SrdQSJ7; (B 
¿SBNXS, $4$m$4$m$3$m$, SCSFSkS=SPSN%S9SSSCSASr2!S7SFS+Si@hSKz ( 
ES$BS9S9$_$*S;Ss!#%9SS%SC%AST2!S9SH!"STSKSASiMO4dCOBSSC$]$$¢ ( 


ww 
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é SBSHS$3$m$NHb$, Տ"Տ/ՏԱՏՇՏ9Տ, !"S$3S1SOSTS3SNHDSISNSGS7$g$&$t+!) ¢ (B 


ESBS3SN%S9SSSCSASNG6AS/SK!"Dt;RS,S"SKSNSGS9OS, !"S=S3SKHtSSS&SDz (B 
ESBSmS&SHS7SFSb! "5wN%$,S?SjISTSSSNS+Dt; RSKSDS+$*S1SI$S$Gz (B 
ESB7CN.SKS*S-S35%S15F! "BITASKSIS\!<!<SsSSHSSSCSFS7S*SSS*S9! #3 (B 


ESBC/$S+; ASN31%$%i$K5_$$$N<j$r!<!<!<!<; (B 


ՀՏՑ| | Ա ՆՈՆՈՆ a a 5 
25811111 15253585951չ (t_youhei@geocities.com) 


ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (B 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 
éESBS_SIS5Ss855SSGS9S+!) ; dSO855SSGS9! #3 (B 


2$B:G=*9927F|;~!!!!#6!2#2#92 (B 
¿SB9927M=DjF|!!!11187121)1)¿ (B 
¿$B1]1111111]1111)1])1])1)1)1)1J1)1]1]1]111]1]1]1]J1]J1J1J1]J1]J1]J1]J1]J1]1]2 (B 


—-MESSAGE FILE 20624 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000133h 
tml.html 


--MESSAGE FILE 20625 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 

4html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCJUglUSE8 JWALbCUkKJUAhPCMy JCwlLyVqJUSIkRyQtGyhC?= 
=?iso-2022-jp?B?GyRCJEOkJCRoITwbKEI=?= 

Date: Thu, 02 Jul 1998 02:03:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <359A6BDD.396B9E9F@fa2.so-net.ne.jp> 

References: <35990BBE.2AA6FCFF@geocities.com> 

NNTP-Posting-Host: 210.132.170.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS3SSSPSsSo!"S?S3SNS9S1S5Ss!"#kz (BAZZY¢SBSGS9!#¢ (B 
Youhei TAKADA wrote: 
¿SB$35sSP$sSO!"S?$3SNS991SGS9!#¿( (B 


¿SBS:SSSVSsA0OS+$i%SH%&!<%`%1%$%@!<#2SrSdSCSFSSSkSNSGS9S, !"¿ (B 
¿$B:G8e!J$H; W$o$1$k!K$NN5$N7u!J!) !K$, $"$K?@EB$G$D$^$C$F$^ olhe 


¿SB6b$N80!"6d3$SN80$H=gD4$K<j$KF-⁄-$1$?$NSG$9$,!"D_ $j66$rJOSJ¿ (B 
¿SBNX$, Տ4ՏՈՏ4ՏՈՏՅՏՈՏ, $C$F$Sk$=$P$N$9%SS$%$SC%SA$Sr2!$7SFS$S+SiQ@hSK¿ (B 
¿SBS9$S9$_S2$;Ss1!#%$9%$%C%SASr21!S$S9$SH!"SJSKS$Sd$SiMO4dCOBSSC$]55S¿ (B 
¿SBSHS$S3SmSNHb$, Տ"Տ/ՏԱՏՇՏ9Տ, !"S3S1SOSIS3SNHDSISNSGS7$g$&S$t+!) ¢(B 


¿SBS3SN%9%SS%$C%SASNGaS/SK!"Dt;R$, $"$k$N$G$9$, !"S=S3SKHtSSS&SDz (B 
¿SBSmS&SHS$S7SFSb!"5wN%SS, $S?2$S3jSJSSSNS+Dt;RSKSDS+S*S1SJSSSG (B 
ESBICN.SKS$*S-S$3S°S1S5F!"BITdSKSIS$\!<!<SsSHSSSCSFS7S*SSS*°S9! #3 (B 


VVVVVVVVVVVV VV 


¿SBC/S+;dSN%1%5%iSK5_S$$N<j$r!<!<!<!<¿(B 


ESBS0$?$7$I$s$+=xHWSGB) 5MS*SCS?SCS-SjSG!"S$SS*S@SKSYSKS9SrS&SMSDSSSFS*S9! #3 (B 
(՞՞չչ 
ESBS&!<Ss!"SISTS?7$+27SHS+S7SFS"S2SFS/S@S5S$¢ (B 


EE (ly 1.8 ES ր EN րո wu ԲԻՐ ա Ր Արտա «ՆՔ, արանքի ES «ա: մ: PSA 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
: kazzyl68@fa2.so-net.or. ae 
PostPet : kazzy@postpet.so-net.or. 
tPA he hol fl Pd he fo ht TAAA AAAA AA 
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—-MESSAGE FILE 20625 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000134h 
tml.html 


--MESSAGE FILE 20626 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 

Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1s0-2022-jJp?B?UmU6IBskOiVIJSUhPCVgJWw1lJICVAITWjJMiQsJS81laiUiJEcbKEI=?= 
=?1iso-2022-jp?B?GyRCJUCOkSiQkJGghPBsoQg==?= 

Date: Thu, 2 Jul 1998 23:44:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 53 

Message-ID: <6ng7b1$jhc@newsl.scei.co.jp> 

References: <35990BBE.2AA6FCFF@geocities.com> <359A6BDD.396B9ERIF@fa2.so-net.ne.jp> 

NNTP-Posting-Host: 210.174.83.129 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-Mimeole: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBistutgti#thtatr#aSGS9! #2 (B 


kAZZY.Data wrote in message <359A6BDD.396B9EFIF@fa2.so-net.ne.jp>... 
>~SBS3SsSPSsSo!"S?S3SNS9S1S5$s!"#kz (BAZZY¢ESBSGS9! #2 (B 


> 

>Youhei TAKADA wrote: 

> 

>> ESBS3SsSPSsSO!"S?S3SNS9S1SGS9! #2 (B 

>> ¢SBS:SSSVSSA0S+SiSH%S&!<%S° S1SSSA!<#2SrSdSCSFSSSkSNSGS9S,!"¢ (B 


>> ¢$B:G8e!J$H;WSoS1Sk!KSNNSSN7u! J!) !KS,S"Sk?@EBSGSDS*SCSFS%* cede 


>> ¿S$B6b$N80!"6d$N80$H=gD4$K<j$KF-$1$?$N$G$9$,!"D_ $j66$rJOQSJ¿ (B 
>> ¿SBNXS, Տ4ՏոՏ4ՏոՏՅՏոՏ, SCSFSkS=SPSN$9SSSCSASr2!S7SFS+Si@hS$K; (B 
>> ¿$B$9$9$_$^$; $s!#%9%$%C%A$r2!$9$H!"$J$K$d$iİMO4dCOBS$C$]$$¿ (B 
>> ¢SBSHS3SmSNHbS, Տ"Տ/ՏԱՀՏՇՏ9Տ, !"S3S1SOSTS3SNHOSISNSGS7Sg$&$+!) ¢ (B 


>> gESBS3SN%9SSSCSASN6aS/SK!"Dt;RS,S"SkKSNSGS9S, ! "$= ԱՆ Տ b 

>> ISBSmS&SHS75FSbD I! "SwNS Տ/Տ2Տ)ՏՄՏՏՏԱՏՀՇԵԷ:ՔՏոՏքՏԻՏ-Տ157ՏՏՏ6չ (B 

>> ¿$B7cN.$K$^$-$3$^$I$F!"BITA$K$I$\!<!<$s$H$$$C$F$7$^$$$^$9!#¿ (B 

>> 

>> ¿$BC/$+;dA$N%1%$%i$K5_$$$N<j$r!<!<!<!<¿ (B 

> 

>¢SBS0$?$7$JI$s$+=xHWSGB) 5M$*SCS?SCS-SjISG!"SSS*S@SKSYSKS9SrS&SmSDSSSFS*S9! #3 (B 
> (“° ;; 


>¿SBS&!<$Ss!"SISJS?S+2?SHS+$S7SFS"S2SFS/S@SS5SS¿(B!! 


SB#K#A#Z#Z#YS5SSSN:G8eSN%$3%Ssa%Ss%SHSr8+S$SF2?SHS+S7SFS"S2S?2S/SJSCSFS7S SSS S7S2?; 
B$, 1";d$OS:SSSVSsSHAOSKSHSSSFS$S7S“SCS?SNSG!"S[SHSsSI3PS (SFSSS S; Տարա 


é 
¿Š 


¿SB!VD_ `! S4SmS4SmE>S, SCSFSSSkB&SN%9%SS%$C%SA!WSHSSS&SNSOSJSSSHSJS/Soc (B 
:SBS+SkSN5G595, Որ, 

é$B!V6a$/SKDt;RS, ee SK4, $-9~S*S1SFBI1D [SK%I%\!<!<%s!WSHSSS&SNS,NIS/SOS+S4¢ (B 
ՀՏՔՏ՞ Տ: Ss!# (B 


¿$B; d$, 4*0cS$SS7SFSSSkShS$S&SJS5SSbS9SKkKSNSGS9$, !"STSESHSOSCS-SIST$*S$;S$sl#e (B 


2SB?@EBSNLLS, ; O$*SCSFS9SOSN>1=3 ! JOLCVE* SK! KSISNSGS7$g$6$+!) 2 (B 
2 SBODSN80$d6d$N80S0SbS&; HS$$*$7$7$+!) 2 (B 


¿SBšSASgSCSH;WSS=PS7SFS_ S S9!# (B 


¿SBSHS3SmSG!"?@FBSNLLSO:G8eSGSOL5S+SCS?ShS&SJ5S$S,S7S“S9!#SbS&#1LLS+#2LLS"TSCS?¿ (B 
¿SBShS&SJ5SS,S7S S9!#¿ (B 
¿SBS3SsSJS3SHSb3PS (SFSJSSSO0SiSSSGS9S+Si!&!&!&!J!0!0!(¿ (B 
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> their standard PSXs to be able to download data to/from them. That's how 
> some have been extracting cheat codes and stuff. Since your compiled and 


Actually, it's not a hack - the Datel Action Replay Cartridge has beenon sale for 
years, and is just a parallel port plugin. You can buy them in 

pretty much any games store (Virgin, Electronics Boutique, Game Zone, 

HMV, etc). 


> linked code now contains Sony proprietary libraries, it is not that hard 
> to disassemble it and see how the hardware interacts with the software. 


I would think that if someone wanted to reverse engineer from a PSX binary,they 
would use a binary compiled with the full Developer libraries, as 

a Yaroze linked executable doesn't have the libs in it at all - libps is only 

a set of stubbs to invoke the statically loaded lib that eats 512K of the Yaroze 
memory. There's almost nothing to be gained from disassembling a Yaroze 

binary. Disassembling a proper game EXE would be much more useful 
- and game EXE's can be found everywhere (basically, any PSX game disc). 


None of the code to talk to the PSX hardware is contained in a Yaroze 


To be honest, I don't think reverse engineering of Yaroze EXE's could 
give away any sort of info that couldn't already be got (in more detail) 
from your copy of the Demol disc that came with the Playstation.... 


> And, yes, these people are breaking copyright laws. Then again, this issue 


They aren't breaking the law if they don't pirate anything. If they writetheir 
own libs and tools, they've done nothing that you could sue them for. 

I've looked at a couple of things that they've done, and to be honest, 

none of the actual 'demos' were up to much - the Atari demos 

from The Lost Boys were load's better. BUT...the use of an AR to download 
files is not something to frown on, as it's about 20 times faster than 

a serial lead, which is something we can all benfit from on the Yaroze... 

..it doesn't make you a dodgy pirate. 


> isn't new. How many people do you know that have honestly paid for ALL of 
> their software? է) 


The company pays... 


Craig. 


—-MESSAGE FILE 2185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00888 


-—-MESSAGE FILE 2186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000889 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Finish Yaroze Utils 

Date: Sat, 9 May 1998 13:27:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6j1i8cSaek14@chuka.playstation.co.uk> 
References: <35542D63.1AA4BEOD@clara.net> 
NNTP-Posting-Host: usera589.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 


Good Idea, 
The tools shouldn't stop at the ‘barely adequate" stage of development. 


Steve 
Ian Thompson wrote in message <35542D63.1AA4BEO0OD@clara.net>... 


>I am afraid I am getting a bit frustrated by this one. 
> 
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ESBSASIJS_SKSYSK%S9SOK: 50SNS+SIS?SGS9!#!T!0!0! (¿ (B 
éSB3NS+AkK%, 3139S r=FSG7bOSCSF2uS7$ ?ShS&SI5-21S0SiSS$TS+S"SjS*S;Ss!l#e (B 


ԵՏՑՏՇՏՕչ (B 


—-MESSAGE FILE 20626 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000135h 
tml.html 


--MESSAGE FILE 20627 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: Re: =?iso-2022-jp?B?GyRCR3pBdiVHJTMISCVpRUFAYhsoSg==?= 

Date: Fri, 03 Jul 1998 22:47:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <6niom5Smas@newsl.scei.co.jp> 

References: <6nau87Sd8j@newsl.scei.co.jp> <35991115.450E8720@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <359CE0C7.43B3@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY.Data wrote: 


> ¢$BSjST!<ZHS+S+SkKSHSSSSSGSOSM! #2 (J (%%; 


¿SB!!7k9=OCBjJSKSOSJSCSFSkS_S?SSSGS9S+Si!"S+S+SkSHSO;WS&SsSGS9S, !#¿ (J 


> GSX-R¿SBS5$SsS$Š[SsSHSKS*@SOCSK$SJ$SjJS%S7S?!#¿ (J 
> ¿$B$S$S$d$!S[SsS$SH3Z$7$+$CS?SGS9!# (J 
> ¢SBSISs$@S+L>;D@KS7S$5$; } SASGSSSCSQSSSGS9! #3 (J 


ESB! 1#6! P#IFOSKSOS=SSSI5$; } SASKSISCSFS“*S7$2¢ (Մ(՞՞չ 
$B! !SGSb$*S@=q$1$SFS7$*S &SNSG! "SASgGSCSH$5$a$*$7$2¢ (U (¿SB>P¿ (J) 


2$B!!L@F| SOEZMKF|$@$7!">/SI$/SHSb7nMKF | $*$GSO=q$1$k$G$7Sg$&SM! #2 (J 
¿$B!!=q$1$J$/$J$C$?$i%5!<%P$NFÞMFA4It$r%@%&%s%m!<%I$7$F; (J 


¿$B!!¿ (JCD-RzSBSK>FSSSFS*S—S$?$$$H;WSCSFSkSsS$G$9S, !A!#¿ (J 
2$B!!S&SASNz (HDD: SBSKA4ZItSOSSSkKS+STS! 16121618: (J 


—-MESSAGE FILE 20627 END: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000136h 
tml.html 


--MESSAGE FILE 20628 START: net-yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/0000013 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kKAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 

Newsgroups: playstation.ny.gamer.ps_game 

Subject: =?1iso-2022-jp?B?GyRCI1IAJUOhHHIOOJSSNBIOIJTCNPGyhC?= 
Date: Sun, 19 Jul 1998 00:28:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <35BOBF30.3B011195@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS3SsSKSASO; (B ¿SB#k¿ (BAZZYzSBSGS9! #2 (1 


ա 


2 SBEP#SHGSKSJSCSFShS&S$d$/¢ (B(¢$BCm! KG04 j$NF | K\814D6-$G%/% (S9%HS r$d$CSFS*S$9! #3 (B 
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2 SBH1#PSN%/% (S39SHSO4VOCSSSIS/#PH#SHGSNI}S, 3287S aS*S9! #3 (B 
¢$BS3%s%H%m!<%iSGSNA* :n$K:G=i8MOG$$$^$7$?7$, $^$!LABJj$J$$$G$9$7!"; (B 


éSBsm!<%S1;~4VSb#P#CSGBN83:0S_SNI}SISiS=S&S9SHS1S9ISO4 ES 8SISSSGSTSgS&! #2 (B 
ESB! ISGSeS"SkS7SGSC%/SN? 6FOSKBP1~S7SFM_$7$+S$C$?!#!Ke (B 


¿SBM>CL$GS9S, !"%33%s37%e! <3*!<SN@S3&SGSOCNL>EY$O: #0 1SDSCSF46S8SG; (B 
¿ $B; d$, 9XF~$7$?$*EISGSNM=LsSO#0SCS@SCS?S=SESTISISIS! #3 (B 
ESB! I$*$+$2SGM=LSFCESSK$"$ jSDS1$?S1S$1SMz (B(^^ 25818. (B 


(¿SBCm; (8) 

¿SB#P#CHG$GSOG<4 | $N4X78>e<j$C<h$jAa$/%G!<%?$r%W%m%0%i%`$KKd$a9~$s$8$c$C$?¿ (B 
¿$B$?$a$K; v<B>e309q81HGSN:n@.$, IT2DG=SKSJISCS$?!#¢ (B 
¿$B!J$D$^$J309q81HG$N:n@ .$K$OZW%m%0%i%`$rB><R$K8x3+$7$J$1$1$P$$$1$J$$!K¿ (B 


¿SB#2SG$O%G!<%?$r$A$c$s$HJ, $1$F$M!#; (B(^^ 
07191998 kAZZY.dAX 


FA Ք A A E A EE A E, Ad Ad oS SS I E Sf fod E 
Written by kAZZY.dAX (NetYaroze Gamers'Forum Leader) 


HomePage : http://www02.u-page.so-net.or.jp/fa2/kazzy168/ 
http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne.jp 
PostPet : kazzy@postpet.so-net.ne.jp 
PET AS ՀԱՆ ԸՆ ԷՐ ՅՆԻ էա ՀՐ Ն Յամ «ԲՐ ՈՒ ԸՆ fo ofa ef Po] =: 


—-MESSAGE FILE 20628 END: net-—yaroze-usenet/00000003-SCEI/ny/gamer/ps_game/00000137h 
tml.html 


REET AE AE FE EH HE EH 
E AE AE E AE AE FE AE AE E FE FE HEH 


E AE EAE FE EAE FE HEE EH 
E AE AEE AE EAE FE EAE E EEE 


EE E TE AE AE FE AE FE E FE REESE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro 
——HHEEEEEEE EE HEH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty 
EE AE TE AE AE FE E FE E HE REESE 


--MESSAGE FILE 20629 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Hale-Bopp 

Date: Tue, 15 Apr 1997 05:13:14 +0900 

Organization: Japan 

Lines: 17 

Message-ID: <33528FDA.2F2E4929@aix.or.jp> 

References: <334CD026.4B57@ja2.so-net.or.jp> <334CEFO0.F3D@ymg.urban.or.jp> ՀՅՅ40243 
1.43BD@fa2.so-net.or.jp> <334E0631.412@ymg.urban.or.jp> <3350433C.23DF@ja2.so-net.or 
.յք» <335104F8.48FD@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.208.35.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bEDSGS9!#¿ (J 
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2 $B; d$O! $9g=ISK9TSCS?SHS—SK%X ! <3k%] SCSW8+SFS—-S*S7S2! #2 (J 
2 SBFy4cSGHx$*SGSOSCS-$ 48+5 (S*S7$2! #3 (J 


¢SBCO85S@SHEZ<jSHS+9TS1ISP8+S (SkSISTSSSISI8+SFS*%S;Ss!#3 (J 


Հ58.) 


ESB! c!c!c;dSN%[ 


FUN TG UGE ERS ա S eee ee 


!<%`%Z!<%8!d!d!d;¿ (J 


http://wwwl.scei.co. jp/~bns00250/index.htm 


¿S 


¿ $B:G=*99?7F 
¿$B99?7M=DjF 


——MESSAGE FILE 20629 END: 


Olhtml. html 


—-MESSAGE FILE 20630 START: 


0002html.html 
Path: chuka.p 
From: 
Newsgroups: 
Subject: 
Date: 
Organization: 
Lines: 13 

Message-ID: 


p 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 
X-Newsreader: 


falcom@bekkoame.or.jp 
laystation.ny.nan_yaro.liberty 
=?1SO-2022-JP?B?GyRCUCIkYSRqJCshdSRoITwkbSRDJFEbDK 


BIw<YSKSOCmMOUS7ShS&! #2 (J 


22111182 12182: (J 


¿ (J 
net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 


net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/liberty/0000 


laystation.co.uk!newsl.scei.co.jp!usenet 


(falcom) 


15 Apr 1997 11:05:30 GMT 


Net Yarouze! (SCEI) 


<5ivndq$k78@newsl.scei.co.jp> 


202.251.251.206 
1.0 

Text/Plain; 
WinVN 0.99.73 PLO1 


charset=ISO-2022-JP 
(x86 32bit) 


¿$B!!¿ (Bfalcom:; SBSGS9! #2 (B 
ESB!t:G6a!"S"S*S354iS,=P$;SIS/SISCSF!"LSFIS,¢(B...¢SB!J61>P!Kz (B 
ESB! !:#8+S?Si!"S5!<SPSKS"SaSjIS+SHSh! <S3mSCSOSNSMSCSHSdSmSE&S<!*3 (B 
Հ 1 161575-ՏԵՏ5ՀԳՅՏ0ԳԻԼՀԳԱՏ 2 (B ր 
éSB!!S3S3SKSb!"5-;vS$,%U%S) So! <SISSSISKSNS+SJI!) ¢(B(%%;; 
= Z: 2 s Handlename falcom(Masakiyo Hirayama) _/_/_/ 
aay 27 E_Mail_Address falcom@bekkoame.or. jp =Z Ga 
արն Net Yarouze! ID ayz00581 — Z= hf 


——MESSAGE FILE 20630 END: 


O2html.html 


—--MESSAGE FILE 20631 START: 


0003html.html 
Path: chuka.p 
From: 
Newsgroups: 
Subject: 
Date: 
Organization: 
Lines: 11 

Message-ID: 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 
X-Newsreader: 


ZSBLLZ 


¿SB!!SJSsS+!"S 


z$B!!$= $&S$$ (SPINS 


falcom@bekkoame.or.jp 
playstation.ny.nan_yaro.liberty 
=?1SO-2022-JP?B?GyRCOiNGfCRONDZBWxsoQg==?= 
15 Apr 1997 11:11:22 GMT 


(Bfalcomz; SBSGS$9! #2 ( 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


laystation.co.uk!news1l.scei.co.jp!usenet 


(falcom) 


Պե 


Net Yarouze! (SCEI) 


<5ivnoq$k78@newsl.scei.co.jp> 


202.251.251.206 
1.0 

Text/Plain; 
WinVN 0.99.77 PLO1 


charset=ISO-2022-JP 
(x86 32bit) 


B 


iS8S*SK3F% 1%3S$K!"9-KvNC;RSGS: S NE 
%$s%0%kŠ,: #F | H/GASTSNSM! #3 ( B(* 


A 
; ; 
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/_// Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ա 77 E_Mail_Address : falcom@bekkoame.or.jp pia pel Gad 
ԱԱ ay Net Yarouze! ID : ayz00581 ատ դ / 


-—-MESSAGE FILE 20631 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
O3html.html 


--MESSAGE FILE 20632 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0004htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEoO=?= 
Date: Tue, 15 Apr 1997 23:15:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33538D62.4C59@ymg.urban.or.jp> 

References: <5ivndg$k78@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 
> ¢SB!t:G6a!"S"S*S44iS, =P$; SIS/SISCSF!"LSFIS,2¢(J...¢$B!J61>P!Kz (J 


2$B!!:G6a8+SISSSH$$$ (SP! "5H@nSS$Ss$OST$3$Ke (Մ(՞՞չ 
£SB!!Sm!<SW$1SG$-B@$N3+H/SGK;S7SSSNS$+SIS!! #2 (J 


> ¿$B!!:#8+97$1!1"% 5!<%P$K%"%a%j S 5 ԱՀԱ 
> ¿$B!!$i$7$-%K%e!<%9%0% Kiam, e (J տաշտ 
> ¢$B!!$3S3$KSb!"5-;v$, SUS) 0! <% IS5SISKSNS+SJ!)¿ (J (^^;; 


¿SB1!S(1*#1)SIS3SKSIS3SK!*!)¿ (J 
—-MESSAGE FILE 20632 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
O4html.html 


--MESSAGE FILE 20633 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0005հեռԼւ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MORI Takashi" <mommy@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCUCokKiEgPzckPyRKJUSIZSE8JTkIMCVrITwlVyQsISobKEo=?= 
Date: 15 Apr 1997 15:48:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5j07vnSkto@newsl.scei.co.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or. յք» 
NNTP-Posting-Host: 210.132.195.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SSSKSAS*!#?9SGS9! #2 (J 


ESB: #!"SK%e!<S9S0Sk!<SWSrFIS_D>S$7S?Si!"¢ (Jsceaz SBSH; (JIsceez; SBSN%O0%Sk!<SWS, ¿(J 
ESB=PSFS-S*ST7TS?2!#S*S*!I"SPS/SSSsSS"SkIAl#E (J 


ԱԱ Ց ՏԱՐՐ ԱՐՏ ՐԵՆ 5 
298989, |"EZCOJAS, SGSFS*S9!l #3 (J 

ESBS"SH! "3 (Jsceaz SBSNS [S&SKSO! "2 (ՄԵԹՏԵւՏՑՏ, ee Oj 
S SBUF9GSNI} 19501" ( (Jtest¢ աՆ ԱՅ 01 ՆՄ 


¿SB$SGSb!"S*S@C/Sb=q$$SSFSJSS!&!&!&!#!J>P !K¿ (J 
¿SB8-S3S&SN?MS?SASK!"SAS@%"%J%&%s%9$7S$F$JSSSsSGS7SgS&S+!) 
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ESBSGSO! #2 (J 


Լ ¿SB?9¿ (J ¿SBN4;J¿ (J E-mail <mommy@fa2.so-net.or.jp> ] 
[ MORI 2: NiftyServe <JAHO3500@niftyserve.or.jp> | 


—-MESSAGE FILE 20633 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
O5html.html 


--MESSAGE FILE 20634 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1ISO-2022-JP?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEI=?= 

Date: 16 Apr 1997 09:51:58 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 29 

Message-ID: <5j27fuSnbe@newsl.scei.co.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.251.251.207 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:; $BSGS$9!#¢ (B 


GSX-R ¿$B$5$s[)$/¿ (B 

> 
>¢SB!!:G6a8+SISSSHSSS (SP! "5H@nS5SSsSOSIS3$Kz (B(^^; 
>2$B!!$m!<SWS1SGS-B@SN3+H/SGK; S7SSSNS+SJS!!#3 (B 


> 
¿SB!!S=S&SSS(SP!":; ee OO Ո Ց (՞՞չչ 
¿SB!!3+H/S+S+$SjJSCS-SjJSJSSSGS7SgS&SM!"SdSCSQOSj!#; (8(՞՞չ 


>ZSB!I!S(!1*!) STS3SKSIS3SK!*!) 2 (B 


ՀՏՑ15"Տ11) 1) (B 

ESB! !SISSSGS9S+!) (B 
éSB!!!!¢(Bplaystation 
2S5B!!SNB>SK!"3 (B 
éESB!!!!¢ (Bscea 
éSB!!!!¢ (Bscee 


¿SB!!SHSSS&SNS, !"A}S (SFSSSkShS&SGS9$, !#¿ (8(՞՞չչ 
¿SB!!:#SNSHS3Sm!"5-;v$SOSJSSShS&SGS9SM!#¿ (8(՞՞չչ 


¿SB!!S=SNS&SA!"%"%JS&SsSs%S9S"TSkSsSGS7SgS&S+!) !d#S#C#FMM; (B 

AA Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp kA. 
=Z: Net Yarouze! ID : ayz00581 ԱՄ Մ 


—-MESSAGE FILE 20634 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
OG6html.html 


--MESSAGE FILE 20635 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCUCokKiEgPzckPyRKJUs1ZSE8JTkIMCVrITwbKEI=?= 
=?1ISO-2022-JP?B?GyRCUVckLCEgGyhC ?= 

Date: 16 Apr 1997 09:55:26 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 26 

Message-ID: <5j27meSnbe@newsl.scei.co.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> <5 j07vnSkt 
o@newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.251.251.207 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcomz;SBS$GS9! #2 (B 


MORI Takashi ¿$B$5$s[)$/¿ (B... 

> 

>¢ESBS3SSSKSAS*!#?9SGS9! #2 (B 

> 
2$B!!SISb!"S3SsSKSASo2 (8(2) 2581": (Bfalcom: $BSG$9! #2 (B 


>¢SBIFIQSNI}!9SO!"z (Btest~g$BSIS7TSGK\HV%S4!<SISsSGS7SgS&St+!#¢ (B 
> 
¿S$SB!!S$Sb$7S+$7SF!"¿ (Bplastation.testz$B$r;HS&SHSt+!) ¢(B(%%;; 


>éSBSGSb!"S$*S@C/Sb=qSSSFSISS!&!&!&!#!T>P!I Ke (B 
>2SB8~S3S&SN?MS?SASK!"S*°S@QS"SI%ESSS9ISTSFSISSSSSGST7TSgS&S+!) 2 (B 
> 

ESB! !C/Sb=q$SSFSISSSGS9SM! #2 (B 
¿$B!!$9$4$/=q$-$?$$>WFO$K$+$i$1$^$; $s!) !J>P!Kz (B 


¿SB!!=qS$S1SkSNS+SIS&S+SOITLQ@SGS9S, 144 (B(^^;; 
լ 


ESBItTS"SISESSSISYBTSDSHS7S“*S9! #3 (B(%%;; ESB! dSASGSCSH!">.274¢ (B 

_/_/_/ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
fff, E_Mail_Address : falcom@bekkoame.or.jp ԱՑ: 
_/_/_/ Net Yarouze! ID : ayz00581 fe ff 


—-MESSAGE FILE 20635 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
O7html.html 


--MESSAGE FILE 20636 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
O0008html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbKEoO=?= 

Date: Wed, 16 Apr 1997 18:56:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <3354A25A.2286@ymg.urban.or.jp> 

References: <S5ivndgqSk78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> <5 427fuSnb 
e@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 


> 2581 15-ՏՃՏՏՏ (SP!":G6aSN5—-; vSGSO! "SHEnNSSSs8+S+S1SISSSGSISM! #2 (Մ(՞՞չչ 
> ¿SB!!3+H/S+$+SjSC$-SjJSJSsSGS7$SgS&SM!"SdSCSOSj!#; (Մ(՞՞չ 


2$B!!$*Sb$$$C$-$44|BTIS7SF$*SDS3SHSKS$7$°$; $&z (Մ(՞՞չ 


> ¿SB!!S"S1!)!)¿ (J 
> ¿SB!!SJSSSGS9S+!)¿ (J 


¿SB!!S$S&SAS+SiSO8+S (SJSSSGS9!#; (J 
¿SB!!¿ (JMozillaz$BSG?7$7$$sk%e! <%9%0%k!<sW0J2<N, $KS7SFSb¿ (J 
¿SB!!?2797SS%SK%e!<%9%0%k!<%WS$SOSJSSSHENSiS1S%S9¿ (JU (¿SB>P (J) 


> ¿SB!!:#SNSHS3Sm!"5-;vS$OSJSSShS&SGS9SM!#¿ (Մ(՞՞չչ 
> ¿SB!!S=SNS&SA!"0S"%J%&%sS%$9S"SkSsSGS7SgS&S+!) !d#SHCHEMM: (J 


¿SB!!8+$ (S1SPB.96$SG%$%s%sA%-1Q81S$SG2?2S$S+=qŠ/SsS$SGS9S1SISMS'!&!&!&!#¿ (J 
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é$B!!$0%C!*4m81?Md*$KSO8+S (STS$@_DjSISN$+!*!) 2 (J (¿SB>P¿ (J) 
—-MESSAGE FILE 20636 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
O8html.html 


--MESSAGE FILE 20637 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0009htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEI=?= 

Date: 16 Apr 1997 10:20:25 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 27 

Message-ID: <5j2959Snfb@newsl.scei.co.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.251.251.207 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz;SBSGS$9!#¢ (B 


GSX-R ¿$B$5$s[)$/¿ (B 

> 

> $B! !$*$b$$$C$-$j4|BT$7$F$^$D$3$H$K$7$^$; $&z (B(**; 
> 


¿SB!!S*BN$Sr2u$5%9JS1$S1$PShSSSNSGS9S,¿ (B.... (՞՞չչ 
>¿SB!!S&SAS+SiSO8+S (SJSSSGS9!#; (B 

>¿SB!!¿ (BMozillazg$SBSG?7$7$$%K%e!<%9%0% _ Ե: . 
>¿$B!1!?7S7SSSK%Se!<%9%0%Sk!<%WSOSJSSSHENSiS1l1S%*S9¿ ¿SB>P¿ (B) 
> 


¿SB!!S$S&!<$` !"JQSGSISMS'! #2 (B(%%;; 
ESB! 1ՏԱՏյՏ"Տ(տ:1"ՏՏՏՇՏՕՏՏՀ =PMhSF5OSSSkSsS$GS93, 1" 
ԵՏՔ !AJJQSoSi$:!"5-; vSOSTSSSGS9! #2 (B(%%;; 


>2SB!!8+S (S1ISPB. 96SG%$%s%A%-1081$G62?$+=q$/SsSGS9SISISMS'!&!&!&! #2 (B 
>¢$B!!SO%C!*4m81?MI*$KSO8+$ (SUS$S@_DjJSISNS+!*!)¢ (B(¿$B>P¿ (B) 


ESB! !S=S1SISi!"SoS?S7SKSb!"8+S (SJUSSS+Sb!#¿ (B(%%; 
ESB! !SISs$+!"=qSSSAScS*SCS+SIS!!#e (8(՞՞չչ 


oa Aa es Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
=f he E_Mail_Address : falcom@bekkoame.or. jp ԹԽ 
ՄՅՈՒ Net Yarouze! ID : ayz00581 py ee A 


—-MESSAGE FILE 20637 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
O9html.html 


--MESSAGE FILE 20638 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCJUEokcyRAJDMkaiRjISkbKEo=?= ( 
=?iso-2022-4jp?B?GyRCP LAbKEo=?=) 

Date: Wed, 16 Apr 1997 19:16:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <3354A6F5.3002@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Zee Peery ՒԱ ԱՏԵՆ ԵԱՑ ԱԲԱՆ Ye (7 
>i SBSUS) !<%i%$`%$j!<%$@!<$N¿(J GSX-R ¢SB;aSN!VSISsS+S$dSm$&S<!*!WS, SDSSSK%US) 1ՀՅ15`51575 
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k$K!*¿ (J 


ESB! !S3SN>R2pI8SOSSSCS?SSE(T (prc crt ESB! le (J 
¢éSB! !AJEVG: Ss$@SK0cS$SJI$$3 (J(¿SB>P¿ (J) 


ESB! !S?S@!"!VK~Sr; }S7SF!WSCSFSNSO@dBPOcSE! #2 (J 


ESB! !S5SKSE!<S"SkS+!<!"S6!<SCSH8+SFS—-S?S1SISSS*SSSASTSSSHMHSISSSIS! #3 (J 

£$B! !BP30E*$J2~A1$, sSsa%$%sS_S?SSS@S+Si!"SI!<SGSbSSSSSHSSS(SP¿ (J 

ESB! !S1I!<SGSbSSSSS+SISH! #2 (J 

—-MESSAGE FILE 20638 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
10html html 


--MESSAGE FILE 20639 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0011htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP ?B?GyRCJEEkKZyRDJEghLiVGJTkKISCEJGyhC?= (^^;; 
Date: 16 Apr 1997 10:26:57 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 12 

Message-ID: <5j29hhSng3@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.251.251.207 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz; $BSGS9!#¢ (8(՞՞չ: 


¿SB!!¿ (Bsceeg $BSNSF29% HSKSSS?S: $i=q$-$7$A$c$$$^$7$?! #2 (8(՞՞չչ 
¿ $B! !=q$-9~$a$k$s$G$9ŞM!#¿ (8(՞՞չչ 


¿$B!!$*Rk$a$, $"$J$=$&$G!"$3$0o$$$G$9! #2 (8(՞՞չչ 


— Մ-/ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
Մ.-ի E_Mail_Address : falcom@bekkoame.or. jp Ց Sf 
a ad ae) Net Yarouze! ID : ayz00581 aff<} 


-—-MESSAGE FILE 20639 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
llhtml.html 


--MESSAGE FILE 20640 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0012htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJQSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOiQiJGEkaiQrIXUkaCE8JGOkQyRRGyhK?= 

Date: 16 Apr 1997 10:30:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <0Olbc4a50$8e9faec0$51lbe84d2@sat.ga2.so-net.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.190.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB<B$SK5WS7SVSjSN¿ (J ¿SB#S#A#T!%$GS9!#¿(J 
¿SB%j%SK%e!<%"%k$KD`$iSl1S$SFSdSCS$FS-S“S79?29, !&!&!&¿ (J 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<3354A25A.2286@ymg.urban.or.jp>... 

> > ¿$B!!$"$1!)!)¿ (J 

> > ¿SB!!SJSSSGS9S+!)¿ (J 

> 
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> 2£$B!!S&SAS+SiS$08+S (SISSSGSO! #2 (J 
> ¿$B!!¿ (JMozillaz$B$G?7$7S$%K%e! <$9%0%k! <SWOJ2<N, SKS7SFSb; (J 
> 2$B!!27S78$%K%e!<%9%0Sk! <SWSOSTSSSHE\S$iS$1$%$93 (7Մ(258»Քչ (J) 


ՀՏ: dSsSHS3SGSb8+5S ($*S; Ss! #3 (J 
nan_yaro ¿$B$H$+¿ (J beginners ¿$B$O>!<j$K?75,$KEPO?$5$1$F$^$7$7?$, !"¿ (Jscea scee 
¿SBSOSJSSSGS9SMI#SIS&S;8+S (S?SH$S3SmSGFISaSd$7SJSSSSsSGS9,¿ (I (^^; 


¢SBS3$N9) ; vSNS?S$aS+S7SPS$i$/%5!<%P!<;_S*SCSFS*S7$25, !"SASgS&S$SIS5WS7SV$3jSK; (J 
¿ SBGA$ 3$&$HS7$?; ~SKS"S?SCS?SNSG!"S°SBSG>GS$j4S*S7S?Sh! #S*SSS*SSI"CNSIiSTSS¢3 (J 
¢ SBS&SASK=*SCSFSkSdSszi(J (^^; ¢SBSCSF! #2 (J 


(S52) e Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 20640 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
l2html.html 


--MESSAGE FILE 20641 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0013htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEo=?= 

Date: Wed, 16 Apr 1997 21:06:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <3354C0C0.2687@ppp.bekkoame.or. յք» 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S5lbe84d2@sat. 
ga2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.199.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBSIS&SbEh$GS9;¿ (J 


¿SB#S#A#T!S¿ (J wrote: 


> ¿SB;d$s$H$3SGSb8+S (S *9;Ss!#¿ (J 

> nan_yaro ¿$B$H$+¿(J beginners ¿$B$O>!<j$K?75,$KEPO?$5$1$F$^$7$?$, !"¿ (Jscea scee 
> ¿SB$OSJSS$GS9SM!#SIS&$S;8+S ($?$BHS3S$m$SGFI$SaS$SdS7$JS$S$Ss$GS$S9S,¿ (J (^^; 
> 


¿$B%M%9%1$O0%K%e!<%9$N%+%?%m%0:n$jD>$5$J$1$1$P=P$J$$$_$?$$$G$9$M!#¿ (J 
¿S$ŠB!J01EY#N#YS sel<%9%0%k!<%V:o-] S7SF:PEYEPO?5SG8+5182S91K:¿ (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿$B"$!{¿ (J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 20641 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
13html.html 


--MESSAGE FILE 20642 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0014htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJEokcyRAJDMkaiRjJISkbKEIoGyRCP1LAbKEI=?= 
) 

Date: Wed, 16 Apr 1997 20:47:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <redbug$ff£8d19970416204728@news1.scei.co.jp> 

References: <3354A6F5.3002@ymg.urban.or.jp> 
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NNTP-Posting-Host: 210.130.243.124 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<3354A6F5.3002@ymg.urban.or.jp> ¿$B$K$*$$$F¿ (B 
1997/04/16/ 19:16 ¢S$B:"!"z (BGSX-R ¢SBS5Ss$O=qS-S$*S7S?! #2 (B 


>ESB!!SjSK%e!<S"SkS+!<!"S6!<SCSH8+SFS—S?S1SISSS*SSSASTSSSHMHSISSSIS! ! #2 (B 
>¢$B! !BP30E*$J2~A1$, Sa%SS%Ss$_S$?SSS@S+Si!"SI!<SGSbSSSS$SSHSSS(SP (B 
>¢SB!!SI!<SGSbSSSSS+SJISH! #2 (B 


¿ SBBPFbE*$J2~A1$, SISNDxEYS+!"4|BT!&!&!&$5S$; SFS/S@S5S$$M! dz (BSCEI 

Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

—-MESSAGE FILE 20642 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
14html.html 


--MESSAGE FILE 20643 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0015htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?GyRCMnE1RDw8GyhCMRskQiROJUYhPCVeGyhC ?= 
Date: Wed, 16 Apr 1997 20:50:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <redbug$ff8d19970416205045@news1.scei.co.jp> 
NNTP-Posting-Host: 210.130.243.124 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


¿SB%S51<%PS$S,%jJ%K%Se!<%"%SkS$S5S1S?SNSG!"S=S$1SKSDSSSFSN¿ (B 
éSB46A[SrOCBISKS9SkSHSSS&SNSOS$S+S, $G$7$g$&$+!)¿ (B 


¿$B!t2a5n$N%U%)%m!<$b=q$1$k$7!#; (B 


Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

--MESSAGE FILE 20643 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
l5html.html 


--MESSAGE FILE 20644 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0016htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOiQiJGEkaiQrIXUkaCE8JGO0kQyRRGyhK?= 

Date: 16 Apr 1997 20:04:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <0Olbc4aa0$b3d90ba0S4dbe84d2@sat.ga2.so-net.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S5lbe84d2@sat. 
ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.132.190.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SBSIS&SbEhSGS9;¿ (J 


ESBS*5WS7SVSISNz (J ¿$B#S#A#T!%$G$9!#$*855$$G$7$g$&$+!)¿ (J 
iE SBSCSF!"S*!<3WSs%a!<Sk>uBVS@2 (Մ (՞՞չչ 


> ¿SB%$M%9%1SOSK%Se!<%9SN%S+%?%m%0:nSjD>S5S$SJS1S1SP=PSJSSS_S?SSSGS9SM!#¿ (J 
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>Sony, how about releasing the source code for the unfinished beta tools 
(RSDTOOL etc.) so that WE could at least finish them. 
> 

>This code has been gathering dust since 97 and we could use these utils. 
> 

>Ian T. 

> 


—-MESSAGE FILE 2186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00889 


-—-MESSAGE FILE 2187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000890 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: 9 May 1998 15:32:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <Olbd7b5f£$90a3b7c0S$fe2c63c3@default> 
References: <6iimu5S$jprlil@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-44-254.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


West <wb6ac> wrote in article <6iimu5S$jpril@chuka.playstation.co.uk>... 

> In no particular order. 

> 

> Lords of Midnight 

> Probably one of the most atmospheric and addictive games ever. Anyone 
want to 

> write a yaroze version? no, guess I better do it myself. 


Lords of Midnight was always my favourite, I even wrote a enhanced (?) 
multiplayer version on the Amiga. 

It contained: -— 

Veterans, elephants, an invasion by the Icelords, 'Northern' Fey, etc etc. 
Dark Lords commanded the baddie armies, and all the lords wandered around 
the map, attacking on their own initiative (thanks to rather poor AI). 
Doomdark and his minions usually won, unless the Fey and the Free were both 
under human control and stopped attacking each other for five minutes and 
worked together. 


Pity it was bugged to hell, but it was fun when it worked. 
Ah those halcyon days... 


Pete. 
—-MESSAGE FILE 2187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00890 


—-MESSAGE FILE 2188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000891 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting experiment 
Date: Sat, 9 May 1998 17:47:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 
Message-ID: <6j21bbSaek15@chuka.playstation.co.uk> 
References: <6ihhs8S$jpr3@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl1928.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As an aside to this, I've been playing Gran Turismo quite a lot the last 
couple of days (great game, shame about the music), and I noticed that the 
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> ¢SB!JOLEY#N#YSK%e ! <$9%0%k!<%V:0=|$7$F : FEYEPO?$G8+$1$*$9!Kz (J 


¿SB;dS$SO¿ (J MS Internet News ¢$B;HSCSFSkSsS$GS9S, !"S*S!!";wS?ShS&SISbSsS$@SmS$&z (J 
éESBSHS3S1Sr; 29MSKSASCSFS_S$?Si=PMh$S*S7$?!#S"S4S,SHS&S4S6SSS“°S9! #3 (J 


¿SB8e3XSNS?SaSKSdSjJ)$r=qS$SSSFS*S-S S9!#¿ (J 


¿SB!V$SK%Se!<%S9!W%N%$?%$s$r2!S$9; (J 
¿SB1!V%$jJ%S;%SCSH!W%N%$?%Ss$r2!S9;¿ (J 


£$BS3S$1SG!">!<jSK7TRSSSG?7S7SS%0%k! <SWSrFIS_9~SsS$GS/S1S*S7S2?!#3 (J 
ESBS"SHSOS3S1SiSK9XFI%S* !<%3/SrSDS1ISFSdSkS@S1$G$9! #2 (J 


("nys Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 20644 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
l6html.html 


--MESSAGE FILE 20645 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0017htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEoO=?= 

Date: Thu, 17 Apr 1997 18:25:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3355EC8F.344E@ymg.urban.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 
ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Motoji Shima wrote: 


> ¢SBSM%$9%1S0%K%Se! <$ 9SNS$+%7SmMS0 :n$ID>S5STS1IS1SP=PSISSS_S?SSSGS9SM! #3 (J 
> SB! JOLEY#N#Y#K%e | <8 9%0%k! <2V:0~|$7SF : FEYEPO?§G8+S18°S9!Kz (J 


ESB! !Sh$&$d$/=P$*$7$2¢ (J (^^; 


2$B! !OLEY%K%e! <$9% [S9%HS$r:0=|$7$Fz (JMozillazg$B$r=*N; $5$; !"3 (J 
£$B!!$*%S$25/FOS7SFS+SiEPO?$7$?Si=PSFMhS*S7S$?!#¢ (J 


ESB! !SHS{S"S ($:Mn=q$-S7SFS-S*$7$2¢ (Մ(՞՞չ 
—-MESSAGE FILE 20645 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
17html.html 


--MESSAGE FILE 20646 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0018htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoITwkbSRDJFEbDKEoO=?= 

Date: Thu, 17 Apr 1997 18:26:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3355ECD7.2BB2@ymg.urban.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <542959Snfb@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
falcom wrote: 


> ¿SB!!S*BNSr2uS5%JS1S1SPShSSSNSGS9S,¿ (J.... (՞՞չչ 


¿SB!!1JXSJSNSJSSSNSO855SSJ>2Z5r!"SHSSS&S3SHSG (J (“ ; 


> ¿$B!!$=$1$SJSi!"So$S?$7SKSb!"8+$ (STSSS+Sb! #3 (I(^^; 
> ¢$B!!S$dISs$t+!"=qSSSAScS$*SCSt+$J$!l#e(T(%%;; 


¿SB!!;dSb=qS$S$SFS-S“S7S?¿ (J (¿SB>P¿ (J) 
-—-MESSAGE FILE 20646 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
18html.html 


--MESSAGE FILE 20647 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0019html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbKEo=?= 

Date: Thu, 17 Apr 1997 21:17:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <335614BE.7729@ppp.bekkoame.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 
ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <Olbc4aa0S$b3d90ba0S4dbe84d2@sat 
-ga2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.202.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBEhSGS9!#¿ (J 


¿SB#S#A#T!S¿ (J wrote: 


> 

> > ¿SBSIS&SbEhSGS9;¿ (J 

> 

> zSBS*5WS7TSVSISNzZ (J ¿$B#S#A#T!%$G$9!#$*855$$G$7$g$&$+!)¿ (J 
> ¿$B$CSF!"%$*!<%$W%s%a!<%k>uBV$Q@¿ (Մ (%%;; 


ESBSIS&$b855$$6$9!#:G6aSO3+H/ 2 (7(258:ումչ (J) gSBI}SASCSFS*%S93 (Մ(՞՞չ:::: 
¿SB#M#S!]#N#E#W#SSNJ)SbF1S8S@SCS?SSSGS9SM!#¿ (J 
¿SBS3S1S+Si30?M%SQ%So!<;2F-SGS9SM!#¿ (J 


¿SB8@MUSODLS$S8SJS/SFŠSb:nIJSGDL$89gS (SkSCSF¿ (J 
¿SB#N#YSNSa%3j%SC%*$H$JSNS$SGS3$1$+$i3S30SK8rN.$,A)S (SkSHSSSSSGSOSM! #¢ (J 


# 2 SB8ED 27ME* SKSO2S=#5N?MS ? SASN%0 Si SUS#SCS/SKS : S4$/F08~6=L#ES, S"S4S*SO! He (J 

Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 20647 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
19html html 


--MESSAGE FILE 20648 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0020htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEoO=?= 

Date: Thu, 17 Apr 1997 21:20:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <3356158A.796E@ppp.bekkoame.or. յք» 
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References: <Sivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 
ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.231.202.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBSIS&SbEh$GS9; (J 
GSX-R wrote: 


> 
> 2581 1585յ5"Տ(5:ԱՄոՀ-զտ-Տ57ՏԻՏ-Տ՞Տ7Տ2չ (Մ(՞՞չ 


ESB8+SFS-S$*S7$?!#2 (Մ(՞ ՞) 

¿SBS3S1SG%1%9SDSSS?Si3S30HG!VSJSsS$S+SdSmS&S<!WSGS9SM; (J 

Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

¿SB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

--MESSAGE FILE 20648 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
20html.html 


--MESSAGE FILE 20649 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0021html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoITwkbSRDJFEbKEO=?= 

Date: Thu, 17 Apr 1997 23:19:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33563154.6BB4@ymg.urban.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 

e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 

ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
<3356158A.796E@ppp.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Motoji Shima wrote: 


> ESB8+SFS-S*S7$? lite (Մ(՞ ՞) 
> ¿S$SBS3S1SG%1%9SDSSS?Si3S30HG!VSJSsS+SdSmS&S<!WSGS9SM; (J 


2$B!!1081!"S<Ss$<$s3PS (SFS$*S$;Ss¢ (Մ(՞՞չ 
2$B!!C£3X9; #1G/@8S1SY% բանն ոգուն, S7S*°S9! #2 (J 
£$B!!%U%) Sm! <$5$1S$?SidV; VSK: $8 4S=S&SGS92 (Մ(՞՞չ 


ԵՏՔ !FIS* SVSsSKSO! J$+$JI$jOULUSGS 9S, !KS@SSS?SSFISaSkSsSGS9S1SI¿(J(“ ; 

ՀՏ81 12 (JGame¿ $B3+H/4X78$NMN=q$0$9$2!<$$$$!*; (J 

—-MESSAGE FILE 20649 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
21html.html 


--MESSAGE FILE 20650 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0022htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJEokcyRAJDMkaiRjISkbKEo=?= ( 
=?iso-2022-jp?B?GyRCP 1AbKEo=?=) 2 

Date: Thu, 17 Apr 1997 23:24:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <335632B0.6EE1@ymg.urban.or.jp> 
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References: <3354A6F5.3002@ymg.urban.or.jp> <redbug$ff8d19970416204728@news1.scei.co 
.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> ¿ SBBPFbE*$J2~A1$, $I$NDXEY$+!"4|BT!&!&!&$5$;$F$/$0$5$$$M!d¿ (JSCEI 


ESB! 1S51<SPSjSKSE! <S"SkKSHFMA3$GS7$?$7!"S=S1SKSHSb$J$&!) 01; ~E*$J¿ (J 
é$B! 12 (Inewsé$BDd;_SKS$DS$$$FSbSJ$s$N%U%) sm! <Sb$"$jS*S;$s$t+SiSM$' չ (Մ(՞՞չ 


2$B!!$3S3SOSRSHSD; (JSCEIz$BK, Ld&%*% ԱՆ 5%$%N!<%0@o;NSN?MC#ŠH;¿ (J 
éSB!!0CS7SrS7SFS_SkI,MWS,S"SjS=S&SGS9SM; (J (¿SB>P¿ (J) 


¿SB!!$?$“SK%$[!<%`%Z!<%$8$b8+S?$3j$7SFS?$sS$SGS9$,!"¿ (J 
é5B!!30It$Sr0U<1$7$?$;$SS+;HSSSESiS/SISCS?SIT!<SH46S8SFSSS*°S9! #3 (J 

—-MESSAGE FILE 20650 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
22html.html 


--MESSAGE FILE 20651 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0023html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso0-2022-jp?B?UGxheVNjcmlwdBskOjJMrSC8+dTY3GyhK?= 
Date: Thu, 17 Apr 1997 23:40:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3356365F.26B@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¢$B! !LsO01Su7n6uE>$7$F$*%$7$2$, :F3+¢ (J (¢$B>P¢ (J) 
2$B!!$*°S$?SPSSSH%b!<SISKF~ soshs9skingc>/¢79ESD8754 20505" $; $s$,¿ (J 
ESB! !C£4VS3!<SI@8@.SHS+S*SGSO<BAUSTS*S7S?2! #2 (J 


SB! !2tCMIQ?tSO#3#2%SSCSHA0?tSNS_SG!"e (J 
¿$B!!J8; zZNsJQ?t$O; (72555878: Z$^$G$7$+;H$ ($^$; Ss¿ (J(¿$B>P¿ (J) 


¿$B!!1)ED¿ (UBBASIC¿SBS,=PSFMhSkS*SGSKSOSJSSSHS+S7S?SSSJS!!#¿ (J 
--MESSAGE FILE 20651 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
23html.html 


--MESSAGE FILE 20652 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0024htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSglLUCVXIJWohPCVrJVUNPCVrJUWEhPBsoSg==?= 
=?iso-2022-jp?B?GyRCJWskKyEpGyhK?= 

Date: Sat, 05 Apr 1997 22:28:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3346539A.32BD@ymg.urban.or.jp> 

References: <334120BF.4165@ymg.urban.or.jp><S5hop7d$sle@newsl.scei.co. jp><33425FAC.4F 

81@ymg.urban.or.jp><5ShrfrkS$4c@newsl.scei.co.jp> <5hrj0uS55@newsl.scei.co.jp> <3343A3 

4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 

sl.scei.co.jp> <5id0hld$lbt@newsl.scei.co.jp> <redbugSf£8d19970404092510@newsl.scei.c 

o. jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.85 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¿$BCOJ}$G:$$k; v$H$$$ (SP!"S*°S7%s$d<~JU5S!4o0!"K\SISI!I"2 (J 
> {SBE9SG<jSKF~SkSbSNSN<ON’ $šb?tSb8BSiSl1SFSkSCSF;vSGS7SgS&S+!#¿ (J 


$B! !9b3 [>&IJSOLGB?$KGcS$o$JIS$$$+SiSSS$SSHS7$SF!"K\$, OLHV:$$4S*S9SM! #2 (J 

$B! !FCSK5;=Q>pJs; oSOCVSSSFSk<oN ՏԵԼԷՉԵՏԵ»/57555718 161814: (J 

-—-MESSAGE FILE 20652 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
24html.html 


--MESSAGE FILE 20653 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0025html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1s0-2022-jp?B?GyRCUEAkKQyRAJEAkKOCE8GyhK?= 
Date: Sat, 05 Apr 1997 22:30:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <334653E0.3B9E@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


é$B!!%H!<%9%?!<SK1) $rSDS1SFHtSP$=S&S$@SISsSFe (J 
¿SB!!1C/S$,;WSSSDSSS?SsS@¿(J(¿SB>P¿ (J) 


¿SB!!SHS+SSSSSDSD!"S&SASGSOSSSDSb%S9!<%SQ!<%,%S!#¿ (J 
—-MESSAGE FILE 20653 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
25html.html 


--MESSAGE FILE 20654 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0026html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJEAkQyRAJEAKQCE8GyhC?= 
Date: 4 Apr 1997 23:40:06 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 23 

Message-ID: <5i43gm$2ba@newsl.scei.co.jp> 

References: <334653E0.3B9E@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.244.231.108 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom;$B!s7k9=5W! 9S+Sbz (B(*%;;2SB!wK?=j$GS9! #2 (B 


GSX-R ¿$B$5$s[)$/¿ (B... 

> 

>2$B!!%H!<%9%?!<SK1) SrSDSISFHtSPS=S&S@SISSSF3 (1 
>¿$B!!C/S,;WSSSDSSS?SsSQ@¿ (B(¿SB>P¿ (B) 

> 

¿$B!!$3$1$0$b$7$+$7$F!";¿ (BAfterDark..... ¿$B!J>P!K¿ (B 


ա 


>2SB!!SHS+SSSSSDSD!"S&SASGSOSSSDSH39!<%Q!<%, SS! #z (B 


2$B! !Ap4"$j!"SGS9S+!) !JGz!K¿ (B 


¿SB!!S=S$S&SSS(SP!";dSN%S%“%7%sSO!"%9%/%j!<%s%;!<%P !<SšO¿ (B 
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ESB! !5"S$*S45;HSOSISFSSSISSSS$GS9$, !J1U>=$@S$+Si¿ (B(^^;;¿$B!K!"; (B 


ESB! !S*S1SK!"K?!{StS!SNz (BPen22¿SBS,5(2)SCSFS?SJS7S%“S9!#!J>P !K¿ (B 


JaA Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
Seppe] E_Mail_Address : falcom@bekkoame.or. jp m i մ 
ae pee Net Yarouze! ID : ayz00581 Eff Ն / 


—-MESSAGE FILE 20654 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
26html.html 


--MESSAGE FILE 20655 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0027html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSgLUCVXJWohPCVrJVURPCVrJUWEhHPCVrJUCsbKEI=?= 
=?1SO-2022-JP?B?GyRCISkbKEI=?= 

Date: 4 Apr 1997 23:47:01 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 32 

Message-ID: <5i43t1$2ba@newsl.scei.co.jp> 

References: <334120BF.4165@ymg.urban.or.jp><Shop7dS$sle@newsl.scei.co. jp><33425FAC.4F 
81@ymg.urban.or.jp><5ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 
4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 
sl.scei.co.jp> <5id0hld$lbt@newsl.scei.co.jp> <redbugSf£8d19970404092510@newsl.scei.c 
o. jp> 

NNTP-Posting-Host: 202.244.231.108 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcom:; SBS$GS9! #2 (B 


RedBug ¿$B$5$s[)$/¿ (B 


> 

>¿ŠSBCOJ)S$SG:SSk;vSHSSS(SP!"%“%S7%s$d<-JU5!4o!"KNSJS$SI!"¿ (B 

>¿ SBEISG<jSKF~SkSbDSNSN<oN* Sb?tSb8BSiS1SFSkSCSF; re r E 
> 


¿SB!!ETFbSGS$Sb:SSkS3SH!"S"SjS“S9S7SMS'!'!#  (B(“ ; ; 
¿SB!tC5$S9$b$NS$S,Gd$CSF$JSSSH$SS&1=$b$"Sj$2$S9S, !#¿ (8(՞՞չ: 


>¿ SBS ՍԱՆՏ %SC%*sH%K%se!<%<9!&¿ (B 
>¿$B%ša!<%$j%s%0%j%9%HEyS$SGJd$($*S9$7!#; (B 
> 


ԿԱՆԱՆ ՏՐԱ G s. 
¢$B!!S"SkDxEY!">pJsSbAa$$$7! #2 (B 

é$B!t%,%;$b$* S1SKS"SkShS&SG59S,1#¿ (B 
¿SB!t$S"$H!"S/S$S@SiSJSS5DOQ@!#¿(B(“ ;; 


>#¿$SBD9:3$NK?E9SO!"J!2, SN#T! ] #ZHOHNHFESKSDSSSG! "6e=#SGHZHVL\SNz (B 
>#2SBGdSj>eS2SiS7SS$! #3 (B 


2$B!!S$=SéESSS (SP!"#B! {#S#tEE5SSHS+#U! ] #T#e4#cH#hsw! (56ՏՇՏԲ |" չ (B 
ESB! !S*S@!"B8:_S7SFS*S9S+SMS'!#!J>P!Ke (B 
ESB!tSASgSCSH! "8ESSS+Sb! #2 (B(%%;; 


¿SB!1%S@%SS!(s%sASO!"L>A0!"JQS(S?9_S?S$SSGS9S1SI!#¿ (8(՞՞չչ 


ny ame ae 6 Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
a ae ae E_Mail_Address : falcom@bekkoame.or. jp aff =f 
=Z 74 Net Yarouze! ID : ayz00581 aff} 


—-MESSAGE FILE 20655 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
27html.html 


--MESSAGE FILE 20656 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0028html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCOWc 9ST LUJEMkKRiQtJUF4kNyQ/GyhC?= 

Date: 4 Apr 1997 23:52:33 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 28 

Message-ID: <5i4481S2ba@newsl.scei.co.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> <redbug$ff8d19970403 
161511@news1l.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> 
NNTP-Posting-Host: 202.244.231.108 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcomė $BS$G$9! #2 (B 


RedBug :5855ՏՏ5Լ)5/: (B... 

- 
>¢SBSG!"$3$1l=q$$$?D>8eSKFOSSS$?SHSSSEO"MmS, ! #2 (1 
>2 SB: #=5KvSKS0%°%7%SSb9XF~M=Dj! #2 (B 
> 

ESB! !SSSSSGS9SMS'! #2 (B 
£$B!!9XF~4uK>!"SGSOS"SkSsS$GS$9S,¢2(B.... 

ՀՏ8 12 (BDelphizg $SBSKHfSYSkSH!"B?>/S3%3stQ%SSkEySNB.EYS, ¿ (B 
¿SŠB!!CYSS!"SJSISHSSS&OCSr>.<*$KSOS5S_S2$7S2!#¿ (B 


ա 


¿SB!!<B:]SNSHS3SmSO!"SIS&SSSCS?46S8SJSsSGS7SgS&S+SMS'!# (B 
¿SB!t%1%S%se!<$S7SFSSS?S@S1SkSH!"S&S1S7SSSGS9SM!#¿ (B 


>2SBl&!&!&STSSSGHMEM#EXS* 37559 7S+GASCSFSISSSsS$@!"S3Sil#e (B 


ESB! !1"KESHS7S$+; WS ($*°S;SsSM! #2 (B 
ESB! ! #M#M#XSCSF!"S=SsSISKS9IS4SSSSSGS9S+SMS'! #2 (B 
2$B!!S@SCS?Si!"AaS/z (BP-ProzSBSKSNS$; $1! *SCSF46S8SGS9! #23 (B 


ESB! !SHS5S"S ($: !"#M#M#XS*S7%SSSO!"9XF~M=DjSISTSGS9! #32 (B 


AA. Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
/_// E_Mail_Address : falcom@bekkoame.or.jp E =), 
A AA, Net Yarouze! ID : ayz00581 Ա ՈՑ ՅՆ: 


—-MESSAGE FILE 20656 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
28html.html 


--MESSAGE FILE 20657 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0029htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "MORI Takashi" <mommy@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP?B?GyRCQ0 9KfSRIISJFVDIxJE41LiVjJUMLVyEjGyhK?= 

Date: 5 Apr 1997 08:13:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5i51jsS$2gt@newsl.scei.co.jp> 

References: <334120BF.4165@ymg.urban.or.jp><S5hop7d$sle@newsl.scei.co. jp><33425FAC.4F 
81@ymg.urban.or.jp><ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 
4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 
sl.scei.co.jp> <5idhld$lbt@newsl.scei.co.jp> <redbugSff£8d19970404092510@newsl.scei.c 
o. p> 
NNTP-Posting-Host: 210.132.195.161 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


RedBug¿SBS5Ss!"S3SsSKSASO!#?9SGS9!#¿ (J 


¿SB;d$bCOJ)$SK9b9; BA6H$2$G=;$s$GS?$s$GS9$1$I!" (J 
¿SBS[SHSsSISNSbS$SN$, I8=` 2ZA3TSGGdSiS1SFSSSKSNS, !"¿ (J 
¿SB:#9MS (SkKSHDKS+SCS?SGS9! #32 (J 
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é SBS=SNEv; ~$O!"I8=" 2A3T! aHNGd2A3 0S @$H; WSS9~SsSGSSS?SNSG!"@ (J 
ESBS3SCSASK=PSFS—SF! "0BGdS$ JSNE9ISKSOS8SaSF9TSCS?SHS-SO!"E (J 
ESBSSSCS/SISTSFSTS*SSS*°S7$2 l#e (J 

¢ SBEE2=@=IJSHS$+! "S$SSm$$$m$JI%=SUSHSHS+$0! "S$3SA$i$GGcS$ (ՏՔչ (J 
¿SB$`SASc$S/SAScOBS/S9$`SsSGS9ShSM!#¿ (J 


ESBS"SH!"2?SHSSSCSFSb! "S3$CSASOIJI*$, B?SSSGS9SHSM! #2 (J 
¿SBSSSmSSSmSJCfS+SiA*SYSkSCSFSNSO!"S+SJSJSSSSSGS9!#¿ (J 
¿ $BOUL#$b$J$/!"E15^%0%s%:$K9T$C$?$J$7$F!"$R$H$jK%d%K%d$7ŚF$^$9!#¿ (J 


ESBSGS+SSK\20$, S"SkS3SHSb!"S+SISISSSSSCS9! #2 (J 
¿SB; (;0$, SAScSs$HH/GdF | $KGc$ ($k$J$s$F:G9b$G$9!#!J>P!K¿ (J 


ESBSGSO! #2 (J 


լ ¿SB?9¿ (J ¿SBN4;J¿ (J E-mail <mommy@fa2.so-net.or.jp> ] 
[ MORI Takashi NiftyServe <JAHO3500@niftyserve.or.jp> | 


—-MESSAGE FILE 20657 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
29html. html 


--MESSAGE FILE 20658 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0030htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCOWc 9STIUJEMKRiQt JF 4kNyQ/GyhC?= 

Date: Sun, 06 Apr 1997 12:50:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <redbug$ff8d19970406125027@news1.scei.co.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> <redbug$ff8d19970403 
161511@news1l.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> <5i4481S2ba@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 210.130.243.118 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<5i4481S2ba@news1.scei.co. jp>zSBSKS$*SSSFz (B 1997/04/04/ 23:52 ¿$B:"!"; (B 
falcom¿SBS$S5$s$O=q$Š-$*$7S?!#¿ (B 


>¿$B!!¿ (BDelphizg SBSKHfSYSkKSŠSH!"B?>/%S3%s%SQO%SSSkEySNB.EYS, ¿ (B 
>¿$B!!CYSS!"SJSISHSSS&OCSr>.<*SKSOS5S_S 2 S7S?!# (B 

> 

>¢$B!!<B:]SNSHS3SmSO0! "SIS&SSSCS?46S8SISSSGSTSGSES+SMS'! #2 (B 
>¿SB!t%1%Sse!<S7SFSSS?S@S1SkSH!"S&S1S7SSSGS9SM!#¿ (B 


ESBLESIS+SKCYSSSGSO!#S, !"RC!NINIU#E#C!K$S$3Ss%QO%SS$S%SiS$SHS7SF$OAaSSSGS9!#; (B 
Delphi ¿SBSHHf3SS9SKkKSHCYSS!"SCSFS@S1!#¿ (B 


Delphi ¿$B$r;H$$$3$J$;$k?M$K$OITMW$N%"%$%F%`$+$b!#¿ (B 
ESB!IVSISSSGHCS8SCSIS/SFSQ%9S+SkKSISSSAS!!* !WST?MSKSO$*4+SaSGS9$, !#¿ (B 


¿$B$"!"¿ (BDelphi Desktop ¿$B$K1#$7!J!)!K$G$D$$$F$$$?!"; (B 
Install Shield Express ;SBSO!":#2sSOSDSSSFS*S;SsSGS7S?!#¢(B 


Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

--MESSAGE FILE 20658 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
30html.html 


--MESSAGE FILE 20659 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0031htm1l. html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?I1SO-2022-JP?B?GyRCJSglLUCVXJWohPCVrJVUNPCVrJUWEhPBsoQg==?= 
=?1S0-2022-JP ?B?GyRCJWskKyEpGyhC?= 
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Date: Sun, 06 Apr 1997 12:57:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <redbug$ff8d19970406125752@news1.scei.co.jp> 

References: <334120BF.4165@ymg.urban.or.jp><S5Shop7dS$sle@newsl.scei.co. jp><33425FAC.4F 
81@ymg.urban.or.jp><ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 
4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 
sl.scei.co.jp> 

NNTP-Posting-Host: 210.130.243.118 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¢SBSN; (B 
<redbug$f£8d19970403161813@news1.scei.co.jp>zSBSKS*SSSF¢ (B 
1997/04/03/ 16:18 ¢$B:"!";daSO=q$S-S*S7S$?! #2 (B 


>¢$B;dS,MxMOS7SFSSSkSWSmSPSSS@SN%Sm!<S+SkSKSeE!<S9S0Sk!<SWSG!"3 (B 
>éSBSWSmSPSSS@SN?MS, !V;DGOSIS, Siz (B Donk Internet z¢SBSOSbS&=*SoSjSK!&!&!&!Wz (B 
> 2 SBSHS+=qS$$?SDSNSG!"S*S8SGS"S;S5S°S7S27! #2 (B 

> 

>¿$B=qS-9-$2$1S2SNS, #47n#1F | S@SH5SSESSS?SNSOMbF | SKSTSCSFS+SiSN; vS@SCS?! #2 (B 


ՀՏԹՏԼՏԵՏԱՏ153515, !"%7%c%1$8$c$I$+$C$?$i$7$$!#$*$$$*$$!"$I$&$9$k$h!#; (B 
é$B>h$j49$ (@h$rd*?'C£! #2 (B 


Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

—-MESSAGE FILE 20659 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
31html.html 


--MESSAGE FILE 20660 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0032html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: New Machine 

Date: Sun, 06 Apr 1997 13:02:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <redbug$Sff8d19970406130224@news1.scei.co.jp> 
NNTP-Posting-Host: 210.130.243.118 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESBS? SCZAS*S$ 8S5SSSNSQ%=S3SSSrGcSCSFS-S*S7$?¢ (B(FMV-DeskPower SI1I20)¢$B! #2 (B 


Light Wave 3D zSBSN%I%s%0%kS$rG'<1S7SISSSNSGS"S$;$55*S7S$2?S,!1"3 (B 
BIOS ¢$B$N%Q%1%1%k%] !<SHSN@_DjS$r$$S$8SkSHFOS$-S$*S7$?! #2 (B 


#Word ¢SBSN5/FOS, !"#22sL\0J09_$O%a%bD"SHF1$8B.EYSCSFSNSO>PS (Sk! փ. (B 


Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

-—-MESSAGE FILE 20660 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
32html html 


--MESSAGE FILE 20661 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0033htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCUEAkQyRAJEAkKOCE8GyhK?= 

Date: Mon, 07 Apr 1997 22:47:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <3348FAF3.6950@ymg.urban.or.jp> 

References: <334653E0.3B9E@ymg.urban.or.jp> <5i43gm$2ba@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 

> ¢$B!!S3$1SO0$bS7$+S7$F!"¢ (JAfterDark..... ¿SB!J>P !K¿ (J 
¿$B!!$=$&SGS$S9¿ (J (¿$B>P¿ (J) 

¿SB!!S$SDSSSKF-$1$297S2?!#¿ (J 

> ¿$B!!Ap4"$j!"$G$9$+!)!JGz!K¿ (J 


¿ŠB!1$91<%Q!<%,%$$O!"%9!<%Q!<%$R!<%m!<$K$J$j$-$C$?;R6!$,?'!9$d$C$F$/$1$k¿ (J 
¿SB!!SdSDSGS9¿ (U (¿SB>P¿ (J) ¿SB!#¿ (J 


¿$B!!:G=i$0; (JFlying Toaster¿ŠBSKS7SFS2?$sSGS9S,!"¿ (J 
¿ŠB!!S&SASNSA7%SSQSH%+%i%*%1S,CYS1SkŠ$HSSS&¿ (J(--; 

--MESSAGE FILE 20661 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
33html.html 


--MESSAGE FILE 20662 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0034htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?is0o-2022-jp?B?GyRCJUSgLJCVXJWohPCVrJVUhPCVrdWEhPCVrJUCsbKEo=?= 
=?iso-2022-jp?B?GyRCISkbKEo=?= 

Date: Mon, 07 Apr 1997 22:49:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3348FB74.5DDB@ymg.urban.or.jp> 

References: <334120BF.4165@ymg.urban.or.jp><Shop7dS$sle@newsl.scei.co. jp><33425FAC.4F 

81@ymg.urban.or.jp><ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 

4A.34D6@ymg.urban.or.jp> <5htvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 

sl.scei.co.jp> <5id0hld$lbt@newsl.scei.co.jp> <redbugSf£8d19970404092510@newsl.scei.c 

O.jp> <5i43t1$2ba@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 


> ¿SB!!%S@%S!(s*sASO!"L>A0!"JQS (S?$S_S?2SSSGS9S1SI!# O (Մ(՞՞չչ 


¿SB!!¿ (JDeODEO; $BSK$JIS4$*°S7$2?¢ (U (¿SB>P¿ (J) 
ESB! !%GS*%SGS*SHFIS_ S*S9!#STS3SNE99TSCSFSb@DS, %$%a!<%8%+%i!<$K$J$J$^$7$?!#¿ (J 


éSB!!SGSb!"G[C#MQSN7TZSHSiSTSSS$+SOS*S@z (JDaiichizSBSNS$*S*SNS, ¿(J 

2SB! !AvSCSFS*S9; (J (zSB>P¢ (J) eSB! #2 (J 

—-MESSAGE FILE 20662 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
34html html 


--MESSAGE FILE 20663 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0035html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1s0-2022-jp?B?TWF  jVGV jaEphcGFuGyRCQU8 0KRsoSg==?= 
Date: Mon, 07 Apr 1997 23:09:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <3348FFF7.12FC@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 
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infamous "smoke-slowdown-on-replay" was still present on my normal 
PlayStation but didn't appear on the Yaroze. 


Could someone from SCEE explain the speed difference? I'm not kicking up a 
stink about this, I'm just curious. 


Mark 


—-MESSAGE FILE 2188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00891 


—-MESSAGE FILE 2189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000892 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: 9 May 1998 19:33:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6j2bldSaek18@chuka.playstation.co.uk> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> <ld8ecrv.1lpc4paxlbz3cxsN@al—88-103.al.nl> <354D55FC.E496BA8F@sinclair.ne 
t> <1d8i0mp. 41gwdabmuw4pN@al-88-137.al.nl> <354e0587.46010790@news.scea.sony.com> ՀՅ 
552a254.68280537@news.scea.sony.com> 

NNTP-Posting-Host: n28.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3552a254.68280537@news.scea.sony.com 


m 
> 

>In January 1998, Representative Bobby Moak (R-MS) proposed House Bill 
>192 dubbed "Smoke a Joint, Lose a Limb." Section One states: "In lieu 


>of any other penalty prescribed by law, the court may allow any 

> person who is convicted for a violation of the Controlled Substances 
>Law to have a body part removed. The convicted person and the court 
>must agree on which body part shall be removed." 

> 


Do you know is this was passed? 


—-MESSAGE FILE 2189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00892 


—-MESSAGE FILE 2190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000893 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mailing lists 

Date: Sat, 09 May 1998 21:36:45 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3554cb87.28175775@news.scea.sony.com> 

References: <35469E55.A55E0C15@hotmail.com> <6i6f16Scv04@scea> <354A7275.FA4AC277@si 
nclair.net> <ld8ecrv.1lpc4paxlbz3cxsN@al-—88-103.al.nl> <354D55FC.E496BA8F@sinclair.ne 
t> <1d8i0mp. 41gwdabmuw4pN@al-88-137.al.nl> <354e0587.46010790@news.scea.sony.com> ՀՅ 
552a254.68280537@news.scea.sony.com> <6 j2bldSaek18@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-119-1.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>> 
>>In January 1998, Representative Bobby Moak (R-MS) proposed House Bill 
>>192 dubbed "Smoke a Joint, Lose a Limb." Section One states: "In lieu 


>>of any other penalty prescribed by law, the court may allow any 
>> person who is convicted for a violation of the Controlled Substances 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!9-Eg$*$GB-Sr?-SPS7SF!"S=S4S&¢ (JBOOKS; $B4 [$Gz (JMacTechJapan;$B!J0J02<¢ (JMTJ¿$B!K$ 
r¿ (J 


ՐԱՆԸ S°STS?!#S3S3SKSO!"¢ (JMacintosh Developper's Journal;$B!J0J2<¢ (JMDJ;SB!K 
ՏԱ: 
1 ԱՑԱՎ eG aha ile Ses amapas unas ease GReReNeMS ա ա ՀԱԱ eee 


£$B! !GcSCSFSS$S$?SsSGS9S, !"#69fSH#1#19£F0T30A4ItSIS/SISCSFS*S7S?! ՔՀ (J 
£$B!!C/$+GcS$CSFSCS?SsSQSIS! 2 (J(; :) 


¿$B!!4N?4$Ne ( ee ae 
¿SB!!SJS+SCS?SGS9¿ (Մ(՞՞: ESB! !1}9-S/S"SAS3SAS+Si%SM%?Sr; )ՏՇՏԲՏ- 
ԱՆ O a ]SCSFS3S6Sk$rF@SJSSSCSESNSbS"Sk$SNS+Sb¿ (Մ he 
PSB!I: # BES TS&STISCSESSS/S$+$,3Z57$_$GS9!#5"%Ss%1!<SHMU=q= aSreMsP le (3 

é$B! !=i1?4<T8~S$1SNO":\5-;vSO!"@'HsS [S7TSSSHS3$m$G$9SM! #2 (J 


25811 (IMTJz$SBSNz (JP160;SBSNz (JURL¢ SB4V0cSCSFS*S9SM! #3 (J 
eee eae (Jhttp: Tiaa. ascii.co.jp/pb/mactech-j/index.html 
¿SB!!SGS9SM!#¿ (J 


¿S$B!!D34|4)9T;o$S8$c$JS/$F%`%C%/SJSs$@SJS!!&!&!&!&!&!#; (J 
¿$B!!¿ (JASCTT¿$BSNS[!<%`%Z!<%8SN%SH%$C%SW%SaSK%Se!<$S+S$SiSO9T$1$SJS$SS$S_S2$SS@S7!# (J 
¿S$B!!SJS<S@S!!*%1) !#¿ (J 


¿SB!!S=SN8e!"; (JT-ZONEZ SBSKOTS—!"#23,$G¢ ( — cari ee SSSQSCSIH/8+! #¢ (I 
SB! ! SISSSH39!<%Q!<3U3!3_ S3SSSNSDSNS=SNS*SsS%¢ ea J)¿SB!#BfOQQ@=!#;¿ (J 
¿SB!!S[$S7S+SCS?S, !"Mh=5$*SGS"SCS$?SiGcS&; c o One 


¿$B!!¿ (JUMacOS7.6¿$BSb$[$7$S$S$, ! "1V¿ (JWelcome to Macintosh ¿$B!W$,$JS$S/S$SJSCS$SF$2?S3¿ (J 
¿S$SB!!!JSH$S$$&S3$SH$O!";0$,F|S$N!V$"$1$S2$7$SFS*$Sa$GSH$S&!WS$Sb$J$7$+!*1)!K¿ (J 

¿SB!1!!VS3SN¿ (JMacintosh; SBSKSDSSSF!WS, !VS3SN%3%s%T%eE!<% 25850599» WSK: (J 
2$B!!SISCSFS?$45S9Sk$=S&$G6=S6Sa! #$3S1$bGc$&5S$5,<:$; S?SNSGEVI, ՏՕչ (J 

¿$B!!4A;z¿ (JTalk7.5.5¢SBSNS*S*SG9OTS/!#SSS6SHSISCS?Siz (UResFdit;$B$GS$SS8SkS$+¿ (7 (258»Ք 
é (J) 


éSB!!S=S&SSS(SP!"¢ (UT-ZONE¿SBA4E9SG¿ (JPC-FXGA; SBSrBgOBGdS jS7SFS?ShSESITSSSGS9S, ¿ (J 
ESB! !GcSoSl1$?T}S$s*sost!) !#S9SCS+S$ IK: S1SFSFGcS$$=S$S$1$*$7$22 (J (¿$B>P¿ (J) 

—-MESSAGE FILE 20663 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
35html html 


--MESSAGE FILE 20664 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0036htm1l. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCOWc 9ST 1LUJEMkKRiQtJF4kNyQ/GyhK?= 

Date: Mon, 07 Apr 1997 23:10:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33490061.3A9E@ymg.urban.or.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> ՀԷՏՎԵսցտքք8119970403 
161511@news1.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> <5i4481S2ba@ne 
wsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 
> ¢SB!!SHS3IS"S (S:!"#M#M#XS*S7SSSO!"9XF~M=DjSISTSGS9! #2 (J 


ESB! !S=$188$cz (JgBBeBox¿SBSr¿ (Մ(՞՞չչչչ 

é$B!!SCSF!"@=BSCE;_S@e (Մ(՞՞չ 

--MESSAGE FILE 20664 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
36html.html 
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--MESSAGE FILE 20665 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0037html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-taQaix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: C++Builder 

Date: Mon, 07 Apr 1997 03:38:57 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <3347EDC1.38E8@aix.or.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> <redbug$ff8d19970403 
161511@news1l.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> <5i4481S$2ba@ne 
wsl.scei.co.jp> <redbug$ff8d19970406125027@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.35.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


> ¢~SBL@SiS+SKCYSSSGS9!#S, I"#C!I\I\!JT#C!IKS3S3SS30S3SSi1SHST7SFSOAaSSSGS9! #2 (J 
> Delphi ¢SBSHH£3SS9SKSHCYSS$!"SCSFS@S1! #2 (J 


Delphi¢ SBSCSFSISs$G6%3%stQsSsk$, S"$=$3S*SGAaSS$s$G$7Sg$&SM! #; dSKS$Oz (J 
éESBIT;W5DSGS7$g$&$,S5"$5S*S;Ssl#e (J 


> Delphi ¿$B$r;H$$$3$J$; $k?MSKSOITMWSNS"¢ (JCZSBSF%° S$+Sb! #2 (J 


¿SB$J$SsS@$+$SbS&$9$S0¿ (JDelphi3z$B$,=PSkS$iS7$$SGS9SM! ՔՀ (J 
ESBSISs$G$b%3%8%] !<SM%SSHSN?tS, #14#3#06aS/SKA}S (SFSSSkKSHI9S-S*S7S2?! #2 (J 
¿SBSHSS$&S3SHSO¿ (JC++Builder: SBSb6aSS$S&SA$Kz (Iver2z¢SBSKSISKSNS+SI!) ¢ (J 
ՀՏԹ3257Տ 3257Տ. : (7(՞՞) 


ՄՈՌ ՂՂՈ t] (J 
¿S$SB!111111111119bEDMNJ?!JSOSsSSISk!'$?$3$N$9$1!K;¿(J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
c++Builder¿SBS$SG$bJY6/S7S$Sh$&!J3NS+SASgSCSHAOSO¿ (JBC5zSBS@SCS?SIS!!Kz (J 


¿SB:G=*99?7F|;-!!!!#21?#1#2¿ (J 

¿SB9927M=D3jF|!!!!!1!#41?111)¿ (J 

—-MESSAGE FILE 20665 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
37html.html 


--MESSAGE FILE 20666 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0038html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1s0-2022-jp?B?GyRCSlwkckdjJEMkPyRpISYhJiEmISYbKEoO=?= 

Date: Mon, 07 Apr 1997 03:41:06 +0900 

Organization: Japan 

Lines: 14 

Message-ID: <3347EE42.1C2E@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


ZSB@hF | K\20SGSHS"S$k; (; oSrGc$C$?$iDj2ASh$ jCMCJS, Ib$+$C$?! #2 (J 
é SB>CHQ@G#5 ! SSNGO</LnO: ! #$3SsSTSSS@SCS$?Si#37NCESKGCSCSFS*S/3 (J 
ESBSYS-S@SCS?! #2 (J 
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TEP el cee esl eee! el Ui rg co 
¿SB!!1111!1!1!1!1119bpEDMNJ?!J%SO%SsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
c++Builder; SBSGSbIY6/$7ShS$&! J3NS+SASgSCSHA0SO; (JBC5;$B$@$C$?$J$!!K; (J 


¿$B:G=*99?7F|;~!!!1#2!?7#1#2¿ (J 

¿S$SB9927M=D3jF|!!!!!1!#4!1?111)¿ (J 

—-MESSAGE FILE 20666 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
38html.html 


--MESSAGE FILE 20667 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0039html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: MacTechJapan=?iso0-2022-jp?B?GyRCQU8 0KRsoSg==?= 
Date: Mon, 07 Apr 1997 04:31:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <3347FA2A.44A9@ja2.so-net.or.jp> 

References: <3348FFF7.12FC@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.204.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; I) 


ESBS"S1!);~4VS,S*S+S7SSShHSESTIENE!&E (J 
—-MESSAGE FILE 20667 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
39html html 


--MESSAGE FILE 20668 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0040htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: C++Builder 

Date: Mon, 07 Apr 1997 11:26:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <redbug$ff8d19970407112637@news1.scei.co.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> ՀԷՇՎԵսցտքք8419970403 
161511@newsl.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> <5i4481S2ba@ne 
wsl.scei.co.jp> <redbug$ff8d19970406125027@news1.scei.co.jp> <3347EDC1.38E8@aix.or.j 
p> 

NNTP-Posting-Host: 133.130.133.54 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<3347EDC1.38E8@aix.or. jp>zSBSK$*SSSF3; (B 
1997/04/07/ 03:38 :58:" "2 (BYouhei TAKADA չ58555ՏՏՕ-զտ-5՞575218. (B 


>> Delphi ¿$B$r;H$$$3$J$; Sk ?MSKSOITMWSNS": (BC ¿$SB$SFS`S+Š$b!#¿ (B 
> 
>¿$BSJSs$S@Q$S+Sb$&S$9SO0¿ (BDelphi32;$B$,=PS$k$iS$7SSSGS9SM! #2 (B 
>¢SBSISs$G$b%3%s%] !<SMSSSHSN?tS, #1#3#06aS/SKA}S (SFSSSkSHI9S-S*°S7S?! #2 (B 
>¿SB$SHSSS&$3SHSO¿ (BC++Builder: $BSb6a$$$&SASKz (Bver2;$BSKSISkKSN$+$J!) ¢ (B 
>¿$B3Z$7$_3Z$7$_¿ (B(^^) 


C++ Builder ¿$B$O!"5^$$$G:nNn$C$?$bÞ$N$_$?$S$G$9$M!#¿ (B 
£SBS*°S$KSeS"SkSNOLItSO! "#4 7nSKSTSCSFS+SiSNH/AwS_$?S$S@S7! #3 (B 


¿SBS?S@!"%3%s%] !<SMSstHSO!"z (BDelphi 2.0 ~SBMOSNSbDSNSr0\?"S7$?SoOS1SGSbSIS/!"3 (B 
£SBA4S/F1S8Id*SrMxMQS7SFSSSkS_S?SSSGS9SNSG!"z (B 

Delphi97 zSBSGA}S$ ($?%3%s%]!<S3M%ssHSO!"z (BC++Builder z$BSGSbAHS_9~S$*S@S1SG; (B 
éSBMxMOSGS-SkSOS:SGS9! #2 (B 
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ESBSAScSSSHSf£!<%6!<EPO?S7SFS*S/SH!"SSSSS3SHS,S$"$jS=S&!#¢ (B 

RedBug redbug@donk.ne.jp 

—-MESSAGE FILE 20668 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
40html html 


--MESSAGE FILE 20669 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0041html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?TWE jJVGVjaEphcGFuGyRCQU80KRsoSg==?= 

Date: Tue, 08 Apr 1997 17:45:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3348B435.6D15@ymg.urban.or.jp> 

References: <3348FFF7.12FC@ymg.urban.or.jp> <3347FA2A.44A9@ja2.so-net.or. յք» 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 
> 
> ¿SBS"$11);-4VS,S#S+S7SSShS&SJ!&!&!&¿ (J 


¿S$SB!!S"1I"S3SJSSSQEECS8r495S7S?$H$-SK!"#l1F|@_Dj$r4VOc$CSFS?$h$&SGS9¿ (Մ(՞՞չ 
¿SB1!S9S_S“*S;SSsSGS7S?!# (J 

—-MESSAGE FILE 20669 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
41html.html 


--MESSAGE FILE 20670 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0042htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCSlwkckdjJJEMkPyRpISYhJiEmISYbKEo=?= 
Date: Tue, 08 Apr 1997 17:47:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3348B48A.5201@ymg.urban.or.jp> 

References: <3347EE42.1C2E@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 

> 

> zSB@hF|K\20$GSH$"$k; (; o$rGc$C$?$iDj2A$h$ jCMCI$, 9b$+$CS$?! #3 (J 

> ¢$B>CHqQ@G#5 ! sSNGO</LnO: ! #$3$s$ISsS@$C$?Si#37nC£SKGCSCSFS*S/3 (J 
> eSBSY$—-S@SCS$?! #2 (J 


¿$B!!$"$1!)¿ (J 
ZSB11D34]4) Š a o$G!"#37nKv$^ E 5 ree 

¿SB1!S"SjS “S; $s$G$7$2$C$1!) 

--MESSAGE FILE 20670 END: oe “asses te upo Os BGS ent NOT Aaa yao uu ob bone 
42html html 


--MESSAGE FILE 20671 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0043htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCOWc 9STIUJEMKRiQt JF 4kNyQ/GyhC?= 

Date: 8 Apr 1997 02:52:25 GMT 
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Organization: Net Yarouze! (SCEI) 

Lines: 17 

Message-ID: <S5icbht9S4dg@newsl.scei.co.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> <redbug$ff8d19970403 
161511@news1l.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> <5i4481S2ba@ne 
wsl.scei.co.jp> <33490061.3A9E@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.244.231.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


falcom¿SBSGS9!# (B 


GSX-R ¿$B$5$s[)$/¿ (B 

> 

>2$B!!S=$188Sc; (BBeBoxz:SBSr¢ (B(**; yr; 
>¢SB!!SCSF!"@=BSCf;_S$@z (B(*%; 


ESB! !!!7k9=!"LLGr$$5!3#S@SCS?SsSGS9SISISM! #2 (B 
¿$B!!!!G[?'$b$J$+$J$+$@$C$?$7!#!JGz!K¿ (B 


ESB! !!!SASgSCSH!";DGOSGS9! #2 (B(^^;; 
ny ok 22.4 Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
/_// E_Mail_Address : falcom@bekkoame.or.jp E 
ay ae ey Net Yarouze! ID : ayz00581 ա 257 


—-MESSAGE FILE 20671 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
43html html 


--MESSAGE FILE 20672 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0044htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJEAkQyRAJEAkKQCE8GyhC?= 

Date: 8 Apr 1997 02:57:50 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 30 

Message-ID: <S5icc7eS4dg@newsl.scei.co.jp> 

References: <334653E0.3B9E@ymg.urban.or.jp> <5i43gmS2ba@newsl.scei.co.jp> <3348FAF3. 
6950@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.244.231.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:; SB$GS9! #2 (B 

GSX-R ¿$B$5$s[)$/¿ (B 

> 

>> eee a (BAfterDark..... ¿SB!J>P !K¿ (B 
>¿$B!!S=S&SGS9;¿ ¿$B>P¿ (B) 

a ԱՅՆ 

> 

¿SB!!!!SJSkS[ST!#!J>P !K¿ (B 
¿SB!!!!S*2<NtHG$SbS"$kS$ShS$S&$GS9SM!#!d¿ (BAfterDark 


>¿SB!!S9!<%Q!<%,%$S$SSO!"%9!<%SQ!<%R!<%m!<$KSŠSJSjS$S-$C$Š?;R61S,?'!9SdSCSFS/S1$k (B 
>¿$B!!Sd$SDSGS9¿ (8(258»Ք: (8) ¿SB!#¿ (B 


ՀՏ81111535150:"ՇԱՏՀՏ՞Տչ55Տ56575214Հ (8(՞՞չչ 
¿SB!!1!7k9=!"<oN`S"SjS“S9ShSM!#¿ (B 


22581 1 :6-150: (BE1ying Toaster: $B$K$7$F$?$s$G$9$, !"¿ (B 
>¢SB!!S&SASNS*°S7SSS@SHS+SiS*S1S, CY$IŞK$HŞ$Ş$$&: (B(—— 


ESB! !!!SASgSCSH!"<d$7SSSGS9SM! #2 (8(՞՞չչ 


é$B!!!!:G6aSN; dSNS*S7%sSO!"SI!<si 
¿SB!111SSS891S59;Sk!"SHS$S$S&S9%/%)3j 


Mee ee A Saat Ades ¿SB!J>P !K¿ (B 
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ՀՈ pe Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
i ay E_Mail_ Address : falcom@bekkoame.or.jp — fash 
Z 7; pe Net Yarouze! ID : ayz00581 ՀՈՒՄ 


-—-MESSAGE FILE 20672 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
44html.html 


--MESSAGE FILE 20673 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0045htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCOWc 9STIUJEMKRiQt JF 4kNyQ/GyhC?= 

Date: 8 Apr 1997 03:02:14 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 15 

Message-ID: <S5iccfmS$4dg@newsl.scei.co.jp> 

References: <33411841.2175@aix.or.jp> <3341307D.3C04@aix.or.jp> <redbug$ff8d19970403 
161511@news1l.scei.co.jp> <redbug$ff8d19970404002152@news1.scei.co.jp> <5i4481S2ba@ne 
wsl.scei.co.jp> <redbug$ff8d19970406125027@news1.scei.co.jp> 

NNTP-Posting-Host: 202.244.231.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:;$BSGS$9!#¢ (B 


RedBug ¢$B$5$s[)$/¢(B 

> 

>i $BL@$İ$+$KCY$$$G$9!#$, !"#C!\!\!J#C!K%3 ԱՆՏԱ E ER R R 
>Delphi z¢SBSHH£3SS9SkKSHCYSS!"SCSFS@S1! #2 (B 

> 

¿SB!!S$S=$1$JS$iSSSSSGS9SM!#¿ (B 

$B! !<BSO! "SASgSCSH!"S[S7S+SCS?S4STSFS*S7S?! #2 (8(՞՞չչ 


_/_// Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
aff} E_Mail_Address : falcom@bekkoame.or. jp Ց Sf 
_/_/_/ Net Yarouze! ID : ayz00581 aff<} 


--MESSAGE FILE 20673 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
45html.html 


--MESSAGE FILE 20674 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0046html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSgLUCVXJWohPCVrJVURPCVrJUWEhPCVrJUCsbKEI=?= 
=?1TSO-2022-JP?B?GyRCISkbKEI=?= 

Date: 8 Apr 1997 03:06:42 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 19 

Message-ID: <S5icco2S4dg@newsl.scei.co.jp> 

References: <334120BF.4165@ymg.urban.or.jp><Shop7dS$sle@newsl.scei.co. jp><33425FAC.4F 
81@ymg.urban.or.jp><ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 
4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 
sl.scei.co.jp> <5id0hldS$lbt@newsl.scei.co.jp> <redbugSf£8d19970404092510@newsl.scei.c 
o.jp> <5i43t1S2ba@newsl.scei.co.jp> <3348FB74.5DDB@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.244.231.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz$B$G$9!#¢ (B 


GSX-R ¿$B$5$s[)$/¿ (B 
> 
>¿ $B! !¿ (BDeEODEO; SBSKSIS$j$*$7$?¢ (B (¿$B>P¿ (B) 
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>2SB!!3G%*%G%*SHFIS_$*S9!#STS3SNE99TSCSFSD@DS, %$%a!<%8%+%i!<$K$J$J$^$7$?!#¿ (B 
> 
¿SB!!11SJSSS+!"A0OSNL>AOSNJ)S,SSSSShS&SJ O (B....g$B!J>P!Kz (B 


>2SB!!SGSb!"G[ aes H% aa A (BDaiichi¿$B$N$^$^$N$, ¿(B 
>¿$B!!AvV$C$F$^$9; ¿$B>P¿ ¿SB!#¿ (B 


¿SB!!11S3SNJUS, | "SJSsS+SSSSSGS9SM!#!JGz!K¿ (B 


haf} Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
Համո Հի E_Mail_Address : falcom@bekkoame.or. jp ef psf 
_/_/_/ Net Yarouze! ID : ayz00581 Հանի 


—-MESSAGE FILE 20674 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
46html html 


--MESSAGE FILE 20675 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0047html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCQ0 9KESRIISJFVDJxJE41LiVjJUM1VyEjGyhC?= 

Date: 8 Apr 1997 03:08:55 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 16 

Message-ID: <S5iccs7$4dg@newsl.scei.co.jp> 

References: <334120BF.4165@ymg.urban.or.jp><S5Shop7dS$sle@newsl.scei.co. jp><33425FAC.4F 
81@ymg.urban.or. jp><ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 
4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 
sl.scei.co.jp> <5id0hldS$lbt@newsl.scei.co.jp> <redbugSf£8d19970404092510@newsl.scei.c 
o.jp> <5i5ljs$2gt@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.244.231.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz$B$G$9!#¢ (B 


MORI Takashi ¢$B$5$s[)$/z(B 

> 

> 2 SBSGS+SS$K\20S, S"SkS3SHSb!"$+S$IS5SS%SSCS9! #32 (B 
>2$B; (;0$, SAScSsSHH/GdE | $KGcS ($k$J$s$F:G9b$G$9!#!J>P!K; (B 


> 

ESB! !!!S=S&SGSOSM! #2 (B 

2$B!!! !SbSCSH3$%SSHS3$m$0! "H/GdF | AOSKS$bGcS$ ($k!"¢ (B 

éESB!!!!SHS3SmS+ST!#!JGz!Kz (B 
aff} Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
i ey ae E_Mail_Address : falcom@bekkoame.or. jp fff 
ENA Net Yarouze! ID : ayz00581 tof ff, 


—-MESSAGE FILE 20675 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
47html.html 


--MESSAGE FILE 20676 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0048html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSgLUCVXJWohPCVrJVUNRPCVrJUWEhPCVrJUCsbKEI=?= 
=?1TSO-2022-JP?B?GyRCISkbKEI=?= 

Date: 8 Apr 1997 03:12:21 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 19 

Message-ID: <5icd21S4dg@newsl1.scei.co.jp> 

References: <334120BF.4165@ymg.urban.or.jp><S5Shop7d$sle@newsl.scei.co. jp><33425FAC.4F 
81@ymg.urban.or.jp><ShrfrkS$4c@newsl.scei.co.jp> <S5hrj0uS55@newsl.scei.co.jp> <3343A3 
4A.34D6@ymg.urban.or.jp> <5Shtvsn$m9@newsl.scei.co.jp> <redbug$ff£8d19970403161813@new 
sl.scei.co.jp> <redbug$ff8d19970406125752@news1.scei.co.jp> 
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NNTP-Posting-Host: 202.244.231.76 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom i SB$SG$9!# (B 


RedBug ¿$B$5$s[)$/¿ (B 

> 

> $B$I$&$d$i$3$1$, !"$7%c%1$8ScSJ$S+SCS?2$iS7SS!#S*SSS*w*SS!"SIS&S9SkSh!# (B 
>¿$B>h$j49$ (@Qh$rJ*?'Cf!#¿ (B 


ԵՏՔ 1Տ535ՏՏՄՏՅՏԱՏՇՏԻչ (8..... CORR 
¿SB!!SJS+SJS+!"J6SiSoS7S$SGS9SM!#¿ (8(՞՞չչ 
é5B!!:G6a!l"SWSmSPSSSQ!<A}S (S*S7S?S7SM! #2 (B 
$B! !S$TSs$+!"G/4V#1K|1_SOSiSSSNSHS3$m$b$"$4S*S9S7! #2 (B 
é$B!!@\B3>uBVSO! "STS&SSS&46S8S+S0! "ITLE@SGSISISISM! #2 (B(%%;; 
ar ies SZ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
=Z E_Mail_Address : falcom@bekkoame.or.jp ae 27 
_/_/_/ Net Yarouze! ID : ayz00581 _/_/_/ 


—-MESSAGE FILE 20676 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
48html html 


--MESSAGE FILE 20677 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0049htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: RGB 

Date: Fri, 18 Apr 1997 20:06:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <335755BE.3553@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.scei.co.jp/sd2/alundra/index2.html 
ESB!!! !VS"S/S7TSgGSS#R#GHB!WSCSF2?!) 2 (Մ(՞՞չ 


$B! !$$$*S*SGI|CVS5S1SFS?SCSF; v$O!"$*S1$, 4VOCSCSFSkKSNS+!*!) 3 (J 
—-MESSAGE FILE 20677 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
49html html 


--MESSAGE FILE 20678 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0050html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: RGB 

Date: Fri, 18 Apr 1997 23:29:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33578562.4AER1@fa2.so-net.or.jp> 
References: <335755BE.3553@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.170.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
> 
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> http://www.scei.co.jp/sd2/alundra/index2.html 
> 
> ¿$B!!!V%"%/%7%g%s#R#G#B!W$C$F2?!)¿ (J(^^; 


¿SB#R#G#B=PNOS8ScSJSSSH1GSiSJSSSHS+S+Sb!#!J¿ (J^^¿$B!K¿ (J 
¿SBSRSgSCSHS7S?Si?'D4@0S$Sr%2!<%`463PSG=PMhSk?7<oSN%Sf!<%sF%S#%j%SF%S#%S=%SUSHS+Sb!#¿ (J 
ESB! Og (Ժ՞՞ eSB! (2 (OJ 


> ¢SB!!$S$*S*SGI|CVS5S1SFS?SCSF; VSO! "S*S1S, 4V0CSCSFSKSNS4+!*!) (7 


ESB8+SFS-S*S7S?!#3NS+SKIS!ISISITg (T** ESB! (¿ (J 
¿ $B; (;oSN9-9p$KSO¿ (Մ ¿SBBTK>SN%S"%/%7%g%s!I#R#P#G!I¿ (J gSBSCSF=PSFSSS*S9OSMS'!#!7z (J*% 
¿SB!K¿ (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20678 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
50html.html 


--MESSAGE FILE 20679 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0051html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kiki" <okuno@po.harenet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: RGB 

Date: 18 Apr 1997 15:15:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5j836rS94a@newsl.scei.co.jp> 

References: <335755BE.3553@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.148.53.60 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R ¿$B$5$s¿ (J wrote: 
> ¿SB!!!V%$S"%/%7%Sg%Ss#RIG#B!WSCSF22?!)¿ (Մ(՞՞չ 


¿SBAmE7A3%S7%g%C%/!*¿ (J (¿SB8ESS¿(J(“ ;;;) 
¿SBSJSsS+!";WSS=PS7SFS7S%SCS?¿ (U (¿SB>P¿ (J) 


¿SB!tO1ILCLC#R#P#GSJSNS, !"S*SAScSa!J!0!0!K¿ (J 


—-MESSAGE FILE 20679 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
51html.html 


--MESSAGE FILE 20680 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0052htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: scee 

Date: Sat, 19 Apr 1997 11:47:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33583234.5AB2@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éSB!!¢ (Jnews:scee.yarouze.programming.gnu_compiler 


é$B!!SK!"SDSSSKEJ9FS,!*!*3 (J 
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¿SB!!SJSsS+¿ (JGDBZSBSKSDS$$FSNK<ALd$_ + Ա J 
ESB! ISIS&EZS$ ( SFS$S$S$SNS+S0S+$ 35° S$;Ss¿(J(¿SB>P¿ (J) 


2$B!!3S30HGSb! "9qFbHGSHF1$8%; $CSHFbMFSJISi! "2 (J 

ESB! !;wS?$h$&$JI5?LdSd<ALd$O=PSk$O$ : $@SH; WS8&S$sSG$9$, ¿ (J 

ԵՏՔ !S=SNSXSsBP: vSSSI1SFSJISSSNS$+$JI!) 2 (J 

—-MESSAGE FILE 20680 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
52html html 


--MESSAGE FILE 20681 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0053html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: RGB 

Date: Sat, 19 Apr 1997 11:52:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <33583354.51B3@ymg.urban.or.jp> 
References: <335755BE.3553@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY¿SBS5Ss¿ (J 


>¢ SBHR#G#B=PNOS 8ScSISSSHIGSiISTSSSHS+S+Sb! #!Tzg (I** eSB! Ke (J 
> ¢ SBSRSGSCSHS$7$?$i? 'D4@0$r%2!<%* 463PSG=PMhS$k? 7<oSNSf ! <3FS#% 5 SF S4S=SUSHS+Sb! #e (J 
ՀւՏ817: (0՞՞ 258 (¿ (J 


ՀՏՑՏ 15119528: (JGARAGE; $B8+$K9T$C$FH/8+$7$^$7$?!#¿ (J 
¿SB!1!;XE&%a!<%kSHS+SOSJS+SCS?SsSsSGS7SgS&S+!&!&!&!&!&¿ (Մ(՞՞չ 
ESB! !22S+OUL#S, S"SKSNS+S$be (Մ(՞՞չ 


kiki¿$B$5$s¿ (J 


>¿SBAmE7A3%7%g%SC%/!*¿ (I (¿SB8ESS¿(J(“ ;;;) 
>eSBSISs$+!";WSS=PS7SFS7$*SC$2¢ (U (¿SB>P¿ (J) 


¿SB!!2(S+$7SS$SSGS9SM¿ (Մ(՞՞չ 


>¿S$B!tO1IC#R#P#GSJSNS, !"S*SAScSa!J!0!0!K¿ (J 


¿$B!!=q$$$??M$OS?$V$s5;=Q07OS$SN?M$G!"@ ($ /Hh$1$F$?SNS+S$Sb¿ (J 
¿SB!1S7S1$25;$s$M!##3F|?2SFSJSSSH$+¿ (U (%%; 

—-MESSAGE FILE 20681 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
53html.html 


--MESSAGE FILE 20682 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0054html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCJU0LOyVIJTkIMSE8JVc jMyRHGyhKc2N1YRskQkV5JHI4KyRrSn1LIRs 
oSg==?= 

Date: Sun, 20 Apr 1997 00:43:49 +0900 

Organization: Japan 

Lines: 65 

Message-ID: <3358E835.EB8C0925@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 
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>>Law to have a body part removed. The convicted person and the court 
>>must agree on which body part shall be removed." 

>> 

> 

>Do you know is this was passed? 


I was wondering if anyone would notice this... I am very attentive to 
our Congress, and as far as I can tell, it never was even debated in 
committee, it certainly never made it to the floor of our House of 
Representatives. Republicans have an image problem of being intolerant 
in our country, and are afraid of losing the Congress this election 
come November. I wonder why... [LOL] 


-Matt 


--MESSAGE FILE 2190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00893 


--MESSAGE FILE 2191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0000894 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock available & NFS III 

Date: 10 May 1998 13:27:59 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Sender: thutton@TECH10 

Message-ID: <upvhmereo.fsf@cybec.com.au> 

References: <1d8ktul.ykxhlrvg6w8wN@al-88-111.al.nl1> 
<35504749.7469@manc.u-net.com> <3550A2B8.4D437A05@compuserve. com> 
<3552E1DC.D32A1EE6@compuserve. com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Nick Slaven <NickSlaven@compuserve.com> writes: 

> 

> DOH, wrong again, they are actually £24.99 in GAME and Virgin 
> 

> Nick 

> 


I just bought one in Australia for $A55, which converts to about 22 uk 
pounds, I think. Bought Gran Turismo as well, of course, and I love 
it. Contrary to most opinions I've heard on the net, I believe the 
vibrating *does* enhance game play, and so does a mate of mine. 


In Australia at least they stopped distributing the older analog pad 

about 5 or 6 months ago, you couldn't really get a negCon that easily 
either. Stupid, as I play almost all my games in analog mode, hate 

the digital. 


So what's the next game out to support the vibration in the new 
controller? Tekken III is supposed to but we're not getting that til 
September. 


Toby. 
—-MESSAGE FILE 2191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00894 


—-MESSAGE FILE 2192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000895 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: 10 May 1998 08:58:59 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 45 
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¿SBS3SsS$SPS$SsSO!S9bEDSGS9!#;¿ (J 

¿$BCLOC<<$NJ)$G!"OCB3j3$K>e$, SCS 2SNSGS$3SASiSK$b=g$—$*$9! #2 (J 

ESBS*S: I "!VSES#ESSSISE!IWSG!VEKSE! <% ee 
ESBSKSE!<S9SESHSSSISESL3+S—-S*S9l #3 (J 

ESB! VS*SW% o eee K%e!<%9%0%k!<%W$rI=<(!W$K%A%'%C%/$r¿ (J 
ESBSSS1S*S9l#e (J 

ESB! VSUS!SSSk!WSG!VSK%e! <39% [S9SHSr3+$/!WSrA*Br$7!"3 (J 


newsl.scei.co.jp 

ESBSH!"F~NOS7S*S9! #2 (J 

2SBS"SHSO! "SK%e!<%9%5!<%P! <SNO1MwSN=j$K=P$F$-$?2 (Jnewsl.scei.co. re 
¿SBC£fSr8+S15P!";( (Jscea.yarouze.*¿S$SBS$H$SS$&%0% k chs, չոչ: uo s 
¿SB$H$$S&$+!";d$N%$M%9%1$G$OI=<($5S$1$257$?!#¿ (J 


¿$B$3$ 


ESBSUS 


ԱԱ Ա O inn usss 


!S$% Ա ԱՆԻՆ Ն e!<S9S0%k!<SWSrDI2CS9Sk!!SG!"<!SNS0Sk!<SWSrz (J 


¿SBDI2CS9Sk!#¿ (J 


scea.yaroze.announce 


beginners 
freetalk 
problems.internet 

mac 

pc 
profile 
programming.2d_graphics 

3d_graphics 


3d_studio 
codewarrior 
event 
gnu_compiler 
libraries 
sound 

announce 

beginners 

event 

mydemos 

profile 

test 


scee.yaroze.programming.2d_graphics 


¿$B!c! 


(ՒՆ 2-ի: l: al 111111 l 
! 1 


3d_graphics 
codewarrior 
gnu_compiler 
libraries 
sound 
problems.internet 
mac 
pc 
freetalk.english 
french 
german 


aD ee ee en eae ee la (J 
S?S$3SN$9S1!Kz (J 


-— 


c!lc;dsNs[!<%`%Z!<s8!d!d!d (J 


http://www1.scei.co.jp/~bns00250/index.htm 
¢SBIw<Y$KSOCmOUS7ShHS&! #2 (J 
¿S$B:G=*99?7F|;-!!!1#21?#1#2 (J 
¿S$B99?27M=DjF|!!!!!1#g#2412?111)¿ (J 


--MESSAGE FILE 20682 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
54html.html 


--MESSAGE FILE 20683 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0055html.html 


Path: 


chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?is0-2022-jp?B?GyRCMyOkT jh+JDMkJiROMyt ILZRENi0OkSyREJCOkRhsoSg==?= 
Date: Sun, 20 Apr 1997 03:08:45 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <33590A2D.E9E942CD@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBSISsS$@S+!$3 (JMario Perduez $B; aS, %M%C%H%d%m%&%<$N%7%9%F%` $O; (J 
¢ SBSHSFSb4JIC1$G; H$$$d$9$/$FEy$H=q$$$F$$$^$7$?!J$H; W$$$^$9; (J 
¿$B;d!$1081$, 61<j$JSN$GS$ShS/S$oS+S$Si$JS$SG$S9!#!K$, !$3+H/4D6-¿ (J 
¿SB$CSFF|KNSHF1$8SJ$SsSGS9$hSM!#¿ (J 


¿SB8-S3S&SN?MC#SKSHSCSFSO!SS3S1S, 4JC1SG; H$9SdS9SSSNS+SJ!) (J 
¿SBS$S=$S1SH$b!S;dSNLu$,S*SAS,SCSFSkSNS+SJ!)¿ (J 


¿$B$=$1$H!$$3$N¿ (UMario Perdue¿$B;a$O$b$&$9$G$K$$$/$D$+%2!<%`¿ (J 
¿SBSr:n$C$?$S_S?S$$GSOSM!#S*S=SkS$SYS71*3SSN8-⁄-$S3S&SNSOSo!<¿ (J 
¿SBSCSFSdSDSGS9S+!#¿ (J 


58111111 111111 11111111 11111111 11111111 11111111 11111112 2 
¿SB!!!1!1111111119bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
éSBIw<Y$KSOCmOUS7ShHS&! #2 (J 


¿SB:G=*99?7F|;-!!!!#2!?#1#2¿ (J 

¿SB9927M=D3jF|!!!!!1!#412?111)¿ (J 

—-MESSAGE FILE 20683 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
55html.html 


--MESSAGE FILE 20684 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0056htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Thanks 

Date: Sun, 20 Apr 1997 10:07:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 
Message-ID: <33596C42.710D@ja2.so-net.or.jp> 
References: <3358E835.EB8C0925@aix.or.jp> 
NNTP-Posting-Host: 210.132.158.17 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SB8+S1S“S7S?!# (J 
¿SBS"Sj$S, SH$&S4S6SSS S9!#; (J 


Bill Romanowskiz$B$5Ss$,¢ (J 
internet explorer¿Š$BSG:SSCSFSSSkShS&SGS$9!#¿ (J 


ESBS*S: I"!VSESH#ESSSISE!IWSG! VEKSE! <%9Sr34+S/!WSrA*SsSSGz (J 

ESBSKSe! <S9SESHSSSISESL3+S—-S*°S9! #3 (J 

$B! V%S*2WS73q%s ! WSG! VA4SFSNSKSe! <$9%0%k! <SWSrl=< (!WSK%A%'SC3/Srze (J 
ESBSSS1S*S9! #2 (J 
ESB!VSU%!%$%k!W$G!V%K%e!<%9%[%9%H$r3+$/!W$rA*Br$7!"¿ (J 


VV VV V V V 


newsl.scei.co.jp 
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ESBSH!"F~NOS7S*S9!l #3 (J 

ESBS"SHSO!"SK%Se!<%9%5!<SP!<SNOIMWSN=jSK=PSFS-S?¢ (Jnewsl1.scei.co.jpzSBSNz (J 
¿$BCf$r8+$I$P!"¿ (Iscea.yarouze.*;SBSHS$$&%0%k!<SWS,=PSFSkKSH;WSSS*S9! #3 (J 

—-MESSAGE FILE 20684 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
56html html 


> 
> 
> 
> 


--MESSAGE FILE 20685 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0057html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: 12th Planet 

Date: Mon, 21 Apr 1997 04:26:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <335A6DD8.6AD4@ja2.so-net.or.jp> 

References: <334CD026.4B57@ja2.so-net.or.jp> <334CEFO0.F3D@ymg.urban.or.jp> <334D243 
1.43BD@fa2.so-net.or.jp> <334E0631.412@ymg.urban.or.jp> <3350433C.23DF@ja2.so-net.or 
.Յք» 

NNTP-Posting-Host: 210.132.158.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


akatu wrote: 
> ¿SB5nG/SNI4IpWB01S,#1K|#8@iG/!J!)!K$@$=S$&$G!J8+$FSJSS!K; (J 
> ¿SB:#G/SN%X!<%sk!&%$N%$C%$W$, #2@iG/S+! #2 (J 

> ~SBSOISASSSNS,KhG/MhSFS*S9S, !#¿ (J 


¿ $BWBQ172$N5/8;$,¿ (J 

¢SB$+SD$F301'Ch$+SiSdSCSFS-$?LS$@8+S$LOGG@1¢ (J 

¿SB#1#2#t#h¿ (J ¿$B#PHl#ła#n#e#te (J ¿SB%sKSSSskSH;¿ (J 

¿SBCO5e$NA0?HSFS#%"%^%H$, ¿(J 

¿$B7CFM$7$?7k2L$@$H$9$k%_%9%F%j!<K\$,$"$C$?!#¿ (J 
¿SB$3SNLS$@8+$LOG@1$,<-4|#3#6#0#0G/$NBJ1_50F;$@$=$&$ŠG; (J 

¿$B6aG/$NWBQ1A{$.$,!"¿ (J 

¿$B6a$$>-Mh$NBgH/8+$NAO0C{$N$h$8&$I5$$, $7$F$I$J$^$; $s! #¿ (J 

--MESSAGE FILE 20685 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
57html.html 


--MESSAGE FILE 20686 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0058html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Thanks 

Date: Mon, 21 Apr 1997 19:57:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <335B4817.2FBl@ymg.urban.or.jp> 

References: <3358E835.EB8C0925@aix.or.jp> <33596C42.710D@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 
> Bill Romanowskiz$B$5$s$, 2 (J 
> internet explorer;SBSG:SSCSFSSSkShSE&SGS9! #3 (J 


ESB! 120») SVZis&S6ESKSISISPSSSSSNSKz (J:-) 
-—-MESSAGE FILE 20686 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
58html html 


--MESSAGE FILE 20687 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0059htm1l. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCMyOkT jh+JDMkJiROMyt ILZRENi 0kSyREJCQkRhsoSg==?= 
Date: Mon, 21 Apr 1997 19:59:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <335B4899.6EC3@ymg.urban.or.jp> 
References: <33590A2D.E9E942CD@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 

> 

ESBSISsS@S$+!S3 (JMario Perduez $B; a$, %M%C%H%d%m%&%<$N%7%9%F%` $O; (J 
é SBSHSFSb4IC1$G; HS$$d$9$/SFEySH=qSSSFS$$*S7$?!T$H;WSS$$*S$92 (J 
ՀՏ8:41510815, 61<j$J$N$G$h$/$o$+$i$J$S$G$9!#!K$, !S 3+H/4D6-¿ (J 
¿SB$CSFF|KNSHF1$8SJ$sSGS9$hSMI!#¿ (J 


> 
> 
> 
> 


¿SB!!<L??8+Sk8BSjS$SGSOF1$8SGS9ShSM!#¿ (J 
¿$B!!¿ (UCIP E SBSNSP!<%S8%g%sSJSISO!":G?7HGSJSNSGS$S7Sg$S&$S+!#; (J 


> ¿$ŠB$=$1S$SH!S$S$3S$SN¿ (JMario Perdue¿$B;aSOSb$&$9SGSK$$$/SDS+S2!<%`¿ (J 
> gSBSr:n$C$?$_$?SS$$GS9SM! #$*S=SkSY$7!*3SSN8~$3S&SN%Q%0! <2 (J 
> zSBSCSFSdSDSGS9S+4! #2 (J 


¿SB!!%%“%j%*S@S1SK!"SRS2SNS*Sd$8SN%S2!<%`SGS7SgS&S+¿ (Մ(՞՞չ 
--MESSAGE FILE 20687 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
59html.html 


--MESSAGE FILE 20688 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0060html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCPFY4IRsoSg==?= 

Date: Mon, 21 Apr 1997 20:36:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <335B5135.18Cl@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!7k61#1#1K|1_¢ (J (z$B>P¢ (J) 

¿SB1!S5S9S, SKS"SAS3SA%,%?S,S-SFSSS?SNSGS3SsSJSbSsS@SmS&!#¿ (J 
é$B!!1x$1$*S/SCSFS$$?<VFb30$, ! "$=$1S$SJSjS$SKS$S-S$S1S$SSSKSJSCSFS?SNS, ¿(J 
¿SB!!01HVS&S1S7SS!# (J 
¿SB!!SS5SSF!"SISNS/SiSSS-S1SSSJS S SGSSSiS1lSkS@SmS&S+!&!&!&!#¿ (J 

—-MESSAGE FILE 20688 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
60html.html1 


--MESSAGE FILE 20689 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0061html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCMnE1RDw8GyhKMRskQiROJUYhPCVeGyhK?= 
Date: Mon, 21 Apr 1997 20:37:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <335B5167.55B9@ymg.urban.or.jp> 

References: <redbug$ff8d19970416205045@news1.scei.co.jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.53 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> 

> ¢$BS5!<SP$,%jsK%e!<S"SkS5$1$?SNSG! "S$=S1SKSDSSSFSNz (J 
> ~SB46A[SrOCBISKS9ISkKSHSSS&SNSOSSS+S, $G$7$9$&$+!)¿ (J 

> 

> 2SB!t2a5nSN%US) $m! <Sb=q$1$k$7! #3 (J 


éESB!!SGSO!":#7nKvS*SGS=SESTS*STSgGSE! #3 (J 
—-MESSAGE FILE 20689 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
6lhtml.html 


--MESSAGE FILE 20690 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0062htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCUFckbCRXJGwWbKEo=?= 

Date: Mon, 21 Apr 1997 20:39:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <335B51D1.767E@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !SWS1SWS1SrM'C#SSSHS3SG8+SFS-S*S7S?!#¢ (J 

ESB! !SdSCSQ!"D>@\SWS1SSSGS-SKSNSO3ZSGSSSSSIS!!#e (J 

—-MESSAGE FILE 20690 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
62html. html 


--MESSAGE FILE 20691 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0063htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?is0-2022-jp?B?GyRCPWkOfEYzRn47£i1ROTGRCahsoSg==?= 

Date: Mon, 21 Apr 1997 23:26:45 +0900 

Organization: Japan 

Lines: 21 

Message-ID: <335B7925.90AA2EB4@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


¢ $B3S5N8~$3S&SGSb=i4 F3F-;-SNLdBj¿ (J 
¿SB!J%Ssasb%j!<%+!<%IS,%SUS)!<%%“%SC%SH$GS-SJSSSHS+!S¿ (J9600¿ SBSGS7$+E>AwSG$— SJSS!K¿ (J 
¿SBS,F1$8ShS&SKS"SkŠ S?SSSGS9SM!#SHS$SSsS3SHSO!SSdSCSOS3j4p:` $OF1$8$G@bLG;¿ (J 
¿SB=q$SbF1$S8$H8@S&S3S$SHSGS7$SgS&S+!#; (J 


¿SB$3S1$SC$FF|KNSGSN<:GT$,A4A3HK1I1$5$1SF$SSJSSSHS$S$S&$3SH$GS7SgŠ&SM!#¿ (J 


ՏՏ 112111 EP 3 ff t] rotate] U]. t] tata G 
¿SB!!1!!1!!11!19pEDMNJ?!J%SsOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
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http://wwwl.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS%[!<S°SZ2!<S8Sr?tSvIn$SVS$ jSKIIPTSTS*STS? 1 #e (J 
ESBSGSb!$94; }HOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


2$B:G=*9927F|;~!!!!#212#1#22 (J 

¿S$SB9927M=D3jF|!!!!!1!#41?111)¿ (J 

—-MESSAGE FILE 20691 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
63html.html 


--MESSAGE FILE 20692 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0064htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCPWkOfEYzRn47£i1 ROTGRCahsoSg==?= 
Date: Mon, 21 Apr 1997 23:52:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <335B7F28.68BC@ymg.urban.or.jp> 

References: <335B7925.90AA2EB4@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> 2SBS3S1SCSFF | K\SGSN<:GTS$, AZA3HK1IS5SS1SFSSSISSSHSSSE&S3SHSGST7TSgGSESM! #2 (J 


¿SB!!<B83%W%m%8%'%/%SH$@S+Si!"S+Sb$7$S1S%$;Ss¿(J(“ ; 
2$B!!SGSb!"F|K\?MSGSJ$/SHSbH?1~$0; we2gbsnsKesensnde505S9, 10161 escsPe (J 
ESB! !#N#YSOS=SE&SSS&<B83S8ScSTSSS@SmS$ES7! #3 (J 


$B! !S"!"F | K\SN2qOwS, 3S30#N#YSK; 22C$9Sk$-SCS+S$1S$KS$9Sk$?SaSKe (J 
$B! !>pJs$r=P$7SFSISSSN$+Sb$7$1$%S;$sz (J (¢SB>P¢ (J) 


ESB! !S=S&S$$&SoO$1$G!"1Q81SNSG$-Sk?MSrdg=8$7$*S$93 (Մ(՞՞չ 

2$B!!G/Np@-JLLd$$$*S;Ss!#2 (J 

—-MESSAGE FILE 20692 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
64html.html 


--MESSAGE FILE 20693 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0065հեռԼւ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCIIMJOyNFIOEKS0OZ+JGwkXiQ5JCUhKRsoSg==?= 
Date: Wed, 23 Apr 1997 01:17:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <335CE48B.57DE@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSISKSrSIS&SASCSFSHD#S#CHEFASHHESHCHEFESN#N#GS, I=<(S5S1SJSS¿ (J 
2$B3M39%12 (J3.01[ja]¿SB%$f!<%6!<$N¿ (UkAZZY¿$SBSGS91#: (J 


¿SBS*“S@G'>Z%S(%Si!<SKSJSkS1SI3'S5SsSO3S30SN%5%SSHSKF-4S1S2S9!) !#¿ (J 
ESBSbS7$+S7SFSOS?S7$@S1!) 18: (J 
¿SB#N#GSbS=SNS;SS!)¿ (J 


¿SBS*SM$,$$!1*S$S5$_S$"S$SISs!*!#!JOUL#ITLQ!#SJSDS+S$7!<!K¿ (J 


¿SBSG!"KNB3j!#¿ (J 
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ESBS_SIS5$sSO2H$G?) SY$k%+%31!<SCSFSISKS,$S*9%SS—!) !#¿ (J 
ESBSLSHSKSHSOSESASGSHSKSESGSHHOHKE (J!!! 1 


¿SBSoS?S7$SO:G6a!"#L#E#E!_#5!J%S1!KSGS9!#¿ (J 
¿SB!_#1#0SO22??)SCSFSSS@S+SoS+SiSJS/SJSkSNSG:#SO95S (SFS“S9!#¿ (Մ(՞՞չ 


P.S.:¢SBS5%PS+%S1!<Sr?) SYS?T}SSS*S9!) 2 (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20693 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
65html.html1 


--MESSAGE FILE 20694 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0066htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCIIMjJOQyNFIOEkSCUrJUWwhPBsoSg==?= 
Date: Wed, 23 Apr 1997 20:47:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <335DF6C9.7DF8@ymg.urban.or.jp> 

References: <335CE48B.57DE@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 

> 

> gSBSISKSrSIS&SdSCSFSb#S#HCHEFASH#ES#CHEFESN#EN#EGS , I=<(S$5S1SJSS¿ (Մ 
> ¢$B%M%9%1¢ (J3.01[ ja] ~SB%£!<%6!<SN;z (UkKAZZYz;SBSGS9! #3 (J 


2$B!!z (JPowerMacz $SBHGSG$9$1$T! "S&SASN>19g$02 (JInews1.scei.co. jpzS$B$4$H:0=|$7$?8eg (J 
¿$B!!$M$9$1¿ (J3.01[ja]¿$B$r:F5/F0$7!"$^$?EPO?$7D>$7$?$i=P$^$7$?!#¿ (J 


¿E $B! !EvA3!"LSFI%]3$%3s%?S0%/SjIS"S5S1S*S9¢ (JI (¿SB5c¿ (J) 


> ¢gSBS*S@G'>2Z% (Si! <SKSISkKS1SI3'S5SSsSO3S30SNS5%SSHSKF~S1S$°S9!) !#¿ (J 


é$B!!3S30SN%35%S%HSOF~S1SISS$_S$?SSSGS9SM! #2 (J 


> ¿SBS_SJS5SsSO2HSG?)SYSk%S+Sl1!<SCSFSJSKS,S*9%S-!)!#¿ (J 
> ¿SB%1%SH%k%H%O%S&%sASGSb%Sk%s&SGSb#O#K¿ (J!!! ! 


¿SB!!!V2X;RSHSH%“%SHSHHTFySN%S+%S1!<!WSCSFSNSr%sm!<%=%sSG8+SDS1S2?SSSGS9S, !"¿ (J 
¿SB!!SoS3jSH5SSKSSSCSFS“S9!#SbS&SASgSCSHL)]SCS1S,>/SJSSSHSSSSSNSKSJ!<!# (J 

—-MESSAGE FILE 20694 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
66html.html 


--MESSAGE FILE 20695 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0067html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCIIMJOyNFIOEKSOZ+JGwkXiQ5JCUhKRsoSg==?= 
Date: Thu, 24 Apr 1997 00:20:16 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <335E28B0.1A733E73@aix.or.jp> 

References: <335CE48B.57DE@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.208.35.79 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


> ¿SB$SJ$SKSrSIS&Sd$SCSFSDESECHERASH#E#SECHERESN#NE#GS, Լ-Հ(55515755չ (J 
> ¿SB%M%9%1;(J3.01[jal¿SB%$f!<%6!<SN¿ (JKAZZY¿$B$G$9!#¿ (J 


Communicator SBSN&B#3$H3M%9%1¢ (J3.01Gold[ja] ~$BSGSOIaDLSKFIS* $3$HS, 2 (J 
ESBSGS-S*°S7S?!#S5MS9%S1¢ (J3.01Gold[ ja] gSBSNS"!<%S+3S$VSU%S!SSSkKL>SO; (J 
[g32ja31lp.exe] gSBSGS7S?! #2 (J 


¿SBSASJ$S_SK!$;dS$NM' ?7MSN2HSN%SM%9%1SGS08+SkS$3SHS, $G$-$^$; SsSGS7S?! #2 (J 
¿SB%t%!!<%8%g%s$,8FSSSsSGS7$gS&S+SMS'!# (J 


¿e BA Aa EA E 11 170111 tita rt rt ab tira tleh tas 
¿SB1!11111111119bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

¢ SB8x3+HGSNS [ !<%* %Z!<%8$r?t%v7n$V$j$K99?7$7$^$7$?!#¿ (J 
ESBSGSb!$9) ; vVHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿SB:G=*99?7F|;+—!!1!#412?#2#41J2<SN (JURLESB!K¢ (J 

¿SB9927M=DjF|!!!!1!#412?111)¿ (J 

—-MESSAGE FILE 20695 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
67html.html 


--MESSAGE FILE 20696 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0068html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jJp?B?GyRCIIMjJOyNFIOEKSOZ+JGwkXiQ5JCUhKRsoSg==?= 
Date: Thu, 24 Apr 1997 01:36:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <335E3AA2.C8E@fa2.so-net.or.jp> 

References: <335CE48B.57DE@fa2.so-net.or.jp> <335E28B0.1A733E73@aix.or.jp> 
NNTP-Posting-Host: 210.132.170.14 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSPSsS0¢ (J kAZZY ¢SBSGS9! #2 (J 


Youhei TAKADA wrote: 

> 

> -SBS3Ss$PSsSO!S9bEDSGS9! #32 (J 
> Communicator: SBSN&BF#3SHSM%9S1¢ (J3.01Gold[ ja] gSBSGSOTaDLSKFIS* $3SHS,¢ (J 
> ¢~SBSGS-S*°S7S?!#%M%$9%1¢ (J3.01Gold[ja] ¢SBSNS"!<%+%SS%V%US!SSSkL>SO¢ (J 

> [g32ja3lp.exe] gSBSGS7S?! #2 (J 
> 
> 
> 


¿SBSASJS_SK!$;dS$SNM' ?PMSN2HSN%SM%9%1SGS08+SkS$3SHS$, $G$-$^$; $s$G$7$?!#¿ (J 
ESBSt%! !<%8%g%s$, BESSSSSGSTSGSE&S+SMS' 17. (J 


GSX-Rz $B$5$S$NJ}K!$G2r7h$$$?$7$^$7$?!#¿ (J 
¢$B:F5/F0$,1,MWS@SCS?SsSGS9SM! #32 (J 
ESBS"!<! "#N#GA4ItLSFISKSISCSFSkS3! #2 (JT (;_;) 


¿$B$5$C$=$/<+8J>R2p$7$F$-$^$7$?! #4 (Մ(՞՞) 
ESBS7S+S7!"#25P%S%HS3!<SISOBg>fIWS@SmS&St+! #3 (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20696 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
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68html.html 


--MESSAGE FILE 20697 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0069html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: BC++5.0J 

Date: Fri, 25 Apr 1997 22:14:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <3360AE17.1619@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !S"SCSWSG!<%?S,SSS*S4SmFOSSS?¢ een (J) 

ESB! !EPO?$,CYS+S$C$?SNS, T 217 (՞՞չ 

--MESSAGE FILE 20697 END: net-yaroze- e (559 SCEI/ny/nan_yaro/liberty/000000 
69html.html 


--MESSAGE FILE 20698 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0070htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!duiwk121!kouzou 
From: kouzou@ymg.urban.or.jp (K.Tamura) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BC++5.07 

Date: Sat, 26 Apr 1997 11:28:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <kouzou-2604971128140001@duiwk121.ymg.urban.or.jp> 
References: <3360AE17.1619@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18 (2.1.6) 


¿SB!!$=$&$$S$S&SoS1$G!"¿ (BBC++5.01J¿$B$K$J$J$^$7$?!#¿ (B 
¿$B!!¿ (BBC++4.5J¿$B; . n$C$?¿ (BWin16¿$B%W%m%8 5 G8e$^$G9=C[$G$-$?7$7!"; ( 
Sp Drei o j, bs 5 0 s ^; 


¿SB1!S7SCS+S7!"S4SAScS4SASCS7SFSkSJS"!&!&!&!&!&!# (B 


kouzou@ymg.urban.or. jp 
-—-MESSAGE FILE 20698 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
7Ohtml html 


--MESSAGE FILE 20699 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0071html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BC++5.07 

Date: Sat, 26 Apr 1997 20:38:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3361E920.5965@ymg.urban.or.jp> 

References: <3360AE17.1619@ymg.urban.or.jp> <kouzou-2604971128140001@duiwk121.ymg.ur 
ban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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2$B!!3 (JBC++5.010;$BS$$1$?Si!"¢ (JAT:$B8_495!SKSDS1SFSk;z (JHDD; SBSN6u$-$, $J$/$SJSCS?SNS 
Gz (J 

2SB!IM'C#SN2HS+$ic (JCFP540z SBSr$+SCSOSiSCSFSD$1$°S7$2¢ (J (¿SB>P; (J) 
£$B!!$3S1S$G!":G=i$+SisS"Skz (JICFP540: $B$H9g$0o$; SFLS#1#G#Bz (J (*%; 


2$B!!S&SASN8_495!SKSO!"3z (JDOS: es (JWindows3.1¢SBSH¢ (J95¢SB$,SSS1SFS"S4S*°S9! #3 (J 
ԵՏՔ !LdBJSOS3SSSDSiISH! "S=SNS"SWS5S1!<S7%Sg% sSrSIS&J, G[ [S9SkS+!s!S!1&1&!1&!3; (J 
¿SB!!5/F0SO¿ (JC: ¢SB$+Si$7$+=PMhSJIS$$7!"¢ (UWindows¿$B$O4JC1SKONF0$GS-SJSSS7¿ (J 
¿SB!!O0NF0959;S?SiS5S$S;S?SGSSS8SkSHS3S,S"SjS9S.SF5c$S-S=S&SGS9!#¿ (J 


¿SB!!L5FqSK%$G!<%?S@S1F0S+S9S+SJ!&!&!&!&!&!# (J 
--MESSAGE FILE 20699 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
7ihtml.html 


--MESSAGE FILE 20700 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0072html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1S0-2022-JP?B?GyRCUDMkT jxqJCwkIiRDJD8bKEI=?= 
Date: Sun, 27 Apr 1997 11:46:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <redbug$f£8d19970427114653@news1.scei.co.jp> 
NNTP-Posting-Host: 202.217.106.51 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug2 SB! JSwWSmSPSSS@SHLS7@LS!KSGS9!#¢ (B 


ESBSIS<S+<+Bp$+$i%"%/%;S9SGS-SFS*S9! #3 (B 


ՀՏ80740ՇՇՏԸՏՉ2: (BNetscape 3.0 ¢SBSK!"K?%MSCSHSG#3; ~4VL5NA%S"%S/%; %9; (B 
ESBSGS-SkBN83#1#DS, SDSSSFS?SNSr;WSS=PS7S?SNSGS9!#¿ (B 


¿SBS3S3SN%$K%e!<%9%0%k!<%W$K%š"%/%;%9$7SF!"#H#P99?77S9SkSG@S1;¿ (B 
¿S$SBSJSi!"#3; ~4VSb$"$1$PS+SI$4 SNF | 2t$r2T$28*S9! #2 (B 


¿SBSGSbS=SNK?%M%C%HSH7@LsS9SkSDSbSjSOSJSSSiS7SS!#S4SaSSSMS'!# (B 

Beginner's Forum Leader 

RedBug redbug@donk.ne. jp 

—-MESSAGE FILE 20700 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
72html html 


--MESSAGE FILE 20701 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0073html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCJUYhHPCVeMnE1RDw8JE47SCQOkRJskT jJBGGyhK?= 
Date: Mon, 28 Apr 1997 01:28:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <33637E99.50E2@ja2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.158.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2 SBSF!<%*2q5D<<$N; HSSF; SNOF3 (J 
ESBHEL!S%aSSSP!<Jg=8¢ (J 
2 SBH2!%?7M@8A4CLz (J 


ESB! c@bL@! dz (J 
ESBHEL!S%SaSSSP!<Jg=8; (J 
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Sender: news@chuka.playstation.co.uk 

Message-ID: <6j3mo3S8rgl@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 10 May 1998 08:03:33 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA27818 
for <news@playstation.co.uk>; Sun, 10 May 1998 09:03:18 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


Hi DEnnis, 


I think we're touching on a general issue here - its pretty easy to pick 
up a copy of the entire MS Office and C++ Builder Suites for a few 
guilders ... but it doesn't make it "right". So don't give this other guy 


SIOCONS etc. ! 


The more specific point is ... when you create your world beating game, 
and wish to sell it commercially, how do you feel about a pirate dupping 
it cheaply, and benefiting from your hard work ? 


On the subject of SCEE not making your games available - actually I 
think Sarah's "Fame Game" (where each month a Net Yaroze Member 

has his game featuring in an Official PlayStation Magazine and in 

a covermount) tends to disprove this. Instant fame .. with a few 
million_ people getting to see your work across the globe. 


Paul 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze User Agreement 


I know a dutch bloke that runs NY-games on his PSX. He uses the action 
replay now, but he wants to use sicons. He only had to make a serial 
cable he said. 

I don't know were he got the stuff, but he has it. And he can run 
NY-games illegal on a grey PSX. If he can do the same as I, for only 
$150 (dutch reduce price for PSX), I'll probably feel snitched. 
Happely I do think you miss out a lot without the membership. 


-—-MESSAGE FILE 2192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00895 


—-MESSAGE FILE 2193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000896 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dual shock available & NFS III 

Date: 10 May 1998 09:40:57 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 34 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j3p6pS$8ukl@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 10 May 1998 08:45:32 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA10812 
for <news@playstation.co.uk>; Sun, 10 May 1998 09:45:16 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
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ESB! VSISs$+$d$m$ &$<!WSG$9$S+$izg (J 
¿$B01?M$8$c$I$/!"$_$s$I$G=PMh$k$3$H; (J 
¿$BNc!KLn5e¿ (J ¿$BSd$mSŠS&S<¿ (J 

¿SB%4%k%USdS$ŠmS$&S<;¿ (J 

¿SB0(S_2qSdSmS&S<¿ (J 

¿SB$JSISNSa%s%$P!<Jg=8$K;HŠ&!#; (J 

¿SBNcSN$h$&$SJEv$?$ jA0S$SN$3S$SH$GSOSJS/¿ (J 

¿$B2?7$+$9$4$$$3$H$, $"$I$P$*$b$7$m$$$G$9!#¿ (J 


¿SB#2!%?M@8AJCL¿ (J 
¿SB2?S+SrS7ShS&SHS9Sl1SP!"¿ (J 
éESBI,$:JISKSVSDS+SkSbSNSGS9! #2 (J 
ESBS_SsSISGOMS (Sh$&!#¿ (J 
--MESSAGE FILE 20701 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
73html.html 


--MESSAGE FILE 20702 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0074htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCJSslbCE8Qmc5JSQtQmc9ODlnISohShsoQg==2= Re: 
=? 1SO-2022-JP ?B?GyRCI1MjQyNFIOEKS0Z+J3GwkXiQ5dCUHKSFLGyhC?= 

Date: 28 Apr 1997 01:47:52 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 41 

Message-ID: <5k0vk8Sdfk@newsl.scei.co.jp> 

References: <335CE48B.57DE@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcom:; SBS$GS9! #2 (B 


kKAZZY ¿$B$5$s[)$/¿ (B... 

> 
>¢SBS*SMS,SS$!*S5S S"STSs!*!#! JOUL#ITL@! #STSDS+$7!<!Ke (B 
> 

¿SB!!2(18S+$7$9S.$G$9!#!J>P !K¿ (B 


>¿$B$G!"KNBj!#¿ (B 
> 
¿SB!!<BSO!"T=BjJSKH?S7SF!"S3SASiS,Sa%S$S%sSQ@SCS?SsSGS9SM!#¿ (B(“ °; ; 


>¿$BS_SJS5SsSO2HSG?)SYSk%S+%1!<SCSFSJSKS,S*9%S-1)!#¿ (B 


>2¿SB%S1SH%Sk%H%QO%S&SsASGSb%sk%S&SGSb#O#K¿ (B!!! ! 
> 

¿SB!!Sk%S&S@SH (8..... 
¿S$B!!111111S3S/S Sm (B 
¿SB!1!!11!111S8%Sc%sos+%s1l!<; (B 


¿SB1!S,SSSSSGS9SM!#¿ (Բ 
¿S$B!!5USK!"D6502<$bŠ$N$O!"; (B 


¿SB!!SGS9!#¿ (B 
é$B!tIz$;;zSKSISCSFSISS! #2 (8(՞՞չչ 


>¢SB$o$?$7S0:G6a!"#LHEFE! #5! T%1!KSGS9! #2 (B 

>2$B!_#1#0$02??) SCSFSSS@S+$o$t+S$iSI$/SISkKSNSG: #$0958 (ՏԲՏ՞Տ914Հ (8(՞՞չ 
> 

¿SB!!4pKNE*SK!"%1%SH%k%HS$SbSNSO!"LtIJ=-SSSNS, ՏՃՏցՏՇՏԱՇ1ՀյՏՇՏ9Տ5, 1"2 (B 
¿SB!!#L#E#ESO!"7k9=9%$-SG$9!#¿ (B 
¿SB!!#2#0GNSOS?SYSJSSSGS9S+!)!J>P!K¿ (B 

ESB! t$bSA$m$s!";d$O!"?)SY$1$*$;S$s!#e(B(%%;7 ¿SBId#2#0GN¿ (B 


>P.S.:¿SB%5%P%Ss+%S1!<S$Sr?)SYS?J)SSS S9!)¿ (B 
> 
¿SB1!1S3S1S$O!"SSS*S@SKJ]8nSGS-S:SKSSS*S9!# O (8(՞՞չչ 


fae ee ae Handlename : falcom(Masakiyo Hirayama) 
oy Sar 257 E_Mail_Address : falcom@bekkoame.or.jp 
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ny ea ee Net Yarouze! ID : ayz00581 _/_/_/ 


—-MESSAGE FILE 20702 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
74html html 


--MESSAGE FILE 20703 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0075htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BC++5.07 

Date: 28 Apr 1997 01:52:39 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 20 

Message-ID: <5k0vt7Sdfk@newsl.scei.co.jp> 

References: <3360AE17.1619@ymg.urban.or.jp> <kouzou-2604971128140001@duiwk121.ymg.ur 
ban.or.jp> <3361E920.5965@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:;$BSGS$9!#¢ (B 
GSX-R ¿$B$5$s[)$/¿ (B 
> 
>¿$B!!5/F0SO¿ (BC:¿$B$+$i$7$+=PMh$J$$$7!"; ( ee. SJSSS7¿ 


>¿SB!1O0NF0S5S;$?81555;S2SGSSS8SkSHS3S,S"SjS9S.SF5cS-S=S&SGS9!#; (B 
> 
ESB!!! !7k9=!"0\FOSS$; SE$7$*$6$H87S7$$$G$ 99M! #2 (B (^^; ; 
ESB!!! !$J$s$IS+!"5c$$$?5-215, $"$4$*S9! #2 (B(^^; 

SSB! ! 1£SbSASm$s!"; dS, 0\FOSSS; $2LUSGSOSIS$$G$9S, !#¿ (B (^^; 


>2SB!!L5FqQ$K%G!<S?S@S1FOS+S9S+STIEIEIEIEIEl #2 (B 


¿SB!!1121iD9SO>JS-S?SSSbSNSGS9SM!#¿ (B(^^; 


— -/ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
Մ.-ի E_Mail_Address : falcom@bekkoame.or. jp Ց Sf 
ef 2 Sif, Net Yarouze! ID : ayz00581 aff<} 


—-MESSAGE FILE 20703 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
75html.html 


--MESSAGE FILE 20704 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0076html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BC++5.07 

Date: 28 Apr 1997 01:54:06 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 10 

Message-ID: <5k0vvuSdfk@newsl.scei.co.jp> 

References: <3360AE17.1619@ymg.urban.or.jp> <kouzou-2604971128140001@duiwk121.ymg.ur 
ban.or.jp> <3361E920.5965@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz; $BSGS$9!#¢ (B 


¿SB!!S3S1SCSF!"F101?MJ*SKShSkSbSNSGS9ShSM!)¿ (8(՞՞չչ 
¿SB!t#2?MS,2qOCS7SFSkShS&SKSb8+S (SkS1SI!#¿ (B(^^ 


_/_/_/ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ffi ff E_Mail_Address : falcom@bekkoame.or.jp TA ee oa 
/_// Net Yarouze! ID : ayz00581 _/_/_/ 
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-—-MESSAGE FILE 20704 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
76html html 


--MESSAGE FILE 20705 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0077html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?I1SO-2022-JP?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEI=?= 

Date: 28 Apr 1997 02:07:51 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 14 

Message-ID: <5k1l0pnSdfk@newsl.scei.co.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 

e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 

ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
<3356158A.796E@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcomz: $BS$G$9! #2 (B 


Motoji Shima ¿$B$5$s[)$/¿ (B... 
> 
>¿SBS3S1SG%1%S9SDSSS?S13S30HG!VSJSsS+SdSmS&S<!WSGS9SM; (B 


¿$B!!¿ (Bscee.test¿$B$C$F!"$J$s$+!"F|K\?M$G!"@JNN$7$F$$$k¿ (B 
ESB! !5SSbS7S*S9SM! #2 (B(^^;; 


sheaf of Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_ ae E_Mail_Address : falcom@bekkoame.or.jp eff 
ee Net Yarouze! ID : ayz00581 ae 28. 


—-MESSAGE FILE 20705 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
77html.html 


--MESSAGE FILE 20706 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0078htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbDKEoO=?= 

Date: Mon, 28 Apr 1997 18:37:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33646FC9.694C@ymg.urban.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 

e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 

ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
<3356158A.796E@ppp.bekkoame.or.jp> <5k1l0pn$dfk@news1l.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 


> 2$B!!z2 (Jscee.testz$BSCSF!"SI$s$t+!"F|K\?MSG!"@jNNS7SFS$Skz (J 
> 2581 155ՏԵՏ75-595.18: (J (443; 


2SB!!STS<C/SbMxMOS7SISSSsSSGS7SgS&SM!) ¢ (J 
¿$B!!¿ (Jsceez;SBSNJ}$,AaS/N) SA>eS, SCSFSkSOS:SISNSK!"3 (J 
¿$B!!¿ (Uscea¿SBSNJ)$,FjJ9FB2?SSS7!&!&!&!#¿ (J 


¿$B!!$=S$1$H!"8-$3$&$+S$SiF|KN$SN¿ (Unews¿$B$O8+$($J$SSN$+$J!)¿ (J 
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—-MESSAGE FILE 20706 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
78html html 


--MESSAGE FILE 20707 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0079html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BC++5.07 

Date: Mon, 28 Apr 1997 18:40:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <3364706E.737A@ymg.urban.or.jp> 

References: <3360AE17.1619@ymg.urban.or.jp> <kouzou-2604971128140001@duiwk121.ymg.ur 
ban.or.jp> <3361E920.5965@ymg.urban.or.jp> <5k0vt7Sdfk@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 


> ¢S$B!!!!7k9=!"0\FOS5$; SFS7$%* pe ԱԱ ՈԱ Մ(՞՞չչ 
> 25811 115755515Է1"5օՏ55525-215,Տ"ՏյՏ՞Տ9172(Մ(՞ 
> ¿$B!!!t$b$A$m$s!";d$,0\F0$5$; S2LUSGSOSISSSGS9S, 1 փ: ( Մ(՞՞չ 


ESB! !3P3C%/S"SCSWSHSCSF! "S9SYSF:FSS%S%9SH!<SkS9SI1SP3 (J 
£$B!!SSSSSsSGS7Sg$&S151; ~4VSNL5BLSHS7$+; WS ($JSSSNSG!&!&!&!# (J 


>2SBS3S1SCSF!"F101?MI*SKSHSkKSbSNSGS9ShHSM!) Հ (Մ(՞՞չ:չ 
>¿SB!t#2?MS,2qOCS7SFSkShS&SKSb8+S (SkKSIST!#e (Մ(՞՞չ 


ESB! !F1LO01L?MI*SGS9; (J (¿SB>P¿ (J) 

¿SB!!¿ (UNewsWatcher-J¿SBSK>hSj49S (ShS&$H; WSCSFSkSsS$GS$95S,!1"3 (J 
¿SB!!SJS+S$SJS+¿ (Մ(՞՞չ 
--MESSAGE FILE 20707 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
79html.html 


--MESSAGE FILE 20708 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0080html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCUS811iVzJUgbKEo=?= 

Date: Tue, 29 Apr 1997 00:44:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <3364C5BE.5157@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !GdGo%3!<ST!<SNS$+S?S*SjISNK\ | #2 (J 
ՀՏ8 !$3S1SK!"!VSMSCSHSd$m$ &$<GcS$$$*$9!WSCSFSNS, :\SCSFS*S$7S$2¢ (Մ(՞՞չ 


éSB!!¢ (JNIFTY¢SBSGGdSiS1SFS?0CSbDS"S4IS*S9OST!I"#S#CHESNCNSiSIJSSSHS35SG; (J 
¿SB!!GdSCSAScS$SCSŠS??MSSSkSsS@SmS&SJS!!&!&!&!# (J 

—-MESSAGE FILE 20708 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
80html.html 


--MESSAGE FILE 20709 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0081html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 
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Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJCIkYSRqJCshdSRoITwkbSRDJFEbDKEI=?= 

Date: 29 Apr 1997 00:56:32 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 18 

Message-ID: <5k3h00Sh04@news1.scei.co.jp> 

References: <Sivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S$51lbe84d2@sat. 

ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or. յք» 
<3356158A.796E@ppp.bekkoame.or.jp> <5kl0pnS$dfk@newsl.scei.co.jp> <33646FC9.694C@ymg 
-urban.or.jp> 

NNTP-Posting-Host: 202.244.231.93 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcomz; SBS$GS9! Ի: (B 


GSX-R ¿$B$5$s[)$/¿ (B... 
> 
>¢$B!!$=S1SH!"8~$3S&S+SiF|K\SNz (Bnews¿ $B$08+$ ($I$$$N$+$J!)¿ (B 


¿SB!!8=:_!"$=$I$, 5SSKSISCSFS*S9! #2 (8(՞՞չչ 
ESB! !$b$7$+$7$F!"; (Bscee¿ SBSH: (Bsceaz SBSNS, ¿ Coe 5 2 
2$B!!S3SASiSNz (Bsceiz SBSNSbSN$O!"¿; (Bforward: SBS5S1SFSISS!"SHS+! #3 (B(%%; 
ESB! !S$?S@C1SK!"L5; ee B 
$B! 1575550515050575556595, 18: ( Ց (՞՞չչ 

ՀՅՈՒԹԻ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 

/_// E_Mail_Address : falcom@bekkoame.or.jp — Z 72 

ee ame ae | Net Yarouze! ID : ayz00581 =F ի 


—-MESSAGE FILE 20709 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
8lhtml html 


T 


--MESSAGE FILE 20710 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0082html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BC++5.07 

Date: 29 Apr 1997 01:00:20 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 22 

Message-ID: <5k3h74Sh04@news1.scei.co.jp> 

References: <3360AE17.1619@ymg.urban.or.jp> <kouzou-2604971128140001@duiwk121.ymg.ur 
ban.or.jp> <3361E920.5965@ymg.urban.or.jp> <5kOvt7Sdfk@newsl.scei.co.jp> <3364706E.7 
37A@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.244.231.93 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom: $BSG$9!#¢ (B 
GSX-R ¿$B$5$s[)$/¿ (B 
> 
>2$B!!SPSC%/S"SCSEWSHSCSF! "S9OSYSF:FSS%3SS9SH! <SkS9OS1SP3 (B 
> $B!!$$$$$s$G$7$9$&$1$I; ~4VSNL5BLSHS7S+; WS (SUSSSNSG!&!&!&! #2 (B 
> 


2S$B!!S3$1!"$+$I$5;~4VS$r>CHq$7$*S9SM! #2 (B(^^;; 
¿$B 1198590381 "40841|:55ԵՏ/Տոծ` SH!"4]01F | $r40A4$Kz (B 
¿SB!1<:SSS“S9S7!#¿ (8(՞՞չ 


>¿$B!!¿ (BNewsWatcher-J¢SBSK>h$ 4495S (ShS&$H;WSCSFSkSsSGS9S,!"¢ (B 
oy ears (243 


¿SB!!>hSj49S (SkSNSO!"7k9=<JA4VSISSSGSOSHSM! Բ: (8(՞՞չ 
¿$B!!$0$?$7$b!";¿ (BWSNews¿SBSKSNS3jJS+S ($h$&$+$J!) !J>P!Kz (B 
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/_// Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ae ee E_Mail_Address : falcom@bekkoame.or. jp =Z Ga 
_/_/_/ Net Yarouze! ID : ayz00581 — Z= hf 


--MESSAGE FILE 20710 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
82html.html 


--MESSAGE FILE 20711 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0083html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCUD0kcyRKJESKICRDJFEKJEZJJGEkKXiQ7 JHMbKEo=?= 
Date: 30 Apr 1997 00:01:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01lbc54ee$2c499260SLocalHost@sat.ga2.so-net.or. յք» 
NNTP-Posting-Host: 210.132.190.224 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBFMA3¿ (J scee ¢SB$, $JI$S@$19~Ss$G8-S$*S$7$?SMz (Մ (^^; 


scea ¿$B$NJ}$G$b!VF |K\S$d%h!<%m$C%QSHSOOCSGS-SISSSN!) !WS_S$?S$S$SJ=q$-9~$_3 (J 

ESBS,S$"S$5S*°S7$2S,¢ (J (ESBZAZIiSCSHB+S 27S @SISTSNSGS<Ss$<SsO0cS&OUL#S+Sb¢ (J) ¢SB!"SIS&SISsz 
(J 
ESBSGS7SgS&SM! #SHS5S"S (S$: SFS9SHSKS1% 9SOSDSSSFSSS?ShHSESGS9S, ! #3 (J 


éSBSCSESS$$&$t+!"Sb$7=PMh$ 2?$H$S7$F$b; d$O1O81$G$—-$*$;$sS1$I$Me (Մ (^^; 


(>=) fo Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 20711 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
83html html 


--MESSAGE FILE 20712 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0084html1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?is0o-2022-jp?B?GyRCJUD0kcyRKJESkKIJICRDJFEKJEZJJGEkKXiQ7JHMbKEoO=?= 
Date: Wed, 30 Apr 1997 17:49:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3367077A.62C7@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBHESHA#T!%3 (Մ wrote: 


> scea ¢$BSNJ}$G$b! VF|K\$d$h! <%m%C%QSHSOOCSGS-SISSSN!) !W$_$?$$$J=q$-9~$_¿ (J 

> ¿$B$,$"$J$^$7$?7$,¿ (JI (ESBSASi SCSH8+S 2S @S1STSNSGS<S$s$<SsOc$&OUL#S+$b¢ (J) ¿SB!"SIS&SJS 
s¿ (J 

> ¿SBSGS7SgS&SMI#SHSjS"S(S:%P%9%HSK%1%9SOSDSSSFSSS2ShS&SGS9S,!#¿;(J 


2$B!!$d$0$4!"B>SNz (Jgnews¿$BS,FISaSk$h$&$KSJSC$FSk$NSOF|KNS@$1$JSs$GS7Sg$&S+!#; (J 


ESB! !SFS9SHSKSUS) Sm! <SDSSSFS*S7S?SM! #3 (Jfalcom; SBSSSSSNE4J9FSK¢; (J (*%%; 
2$B!!$7$+Sbz (JSCE; $B4X78<TS_S$?SSSGS7$2S, ! #3 (J 
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> ¿SBSCSFSSS&S+!"Sb$S7=PMhS?SHS7SFSb;dSO1Q81SGS-S2S;SSS1SISM (Մ (^^; 


¿ $B! !DLLu$rdg=8$7$*$9!#MF;QC<No:M?' 7sHwSG#2#2 : PLSK~SN=w@-!"¢ (J 
ESB! !SGSIS/SFSb9=$S$*$;7 $s (Մ(՞՞չ 


é5B! !Bh#12sEE7b2&SMSC%HSdSm$ &$<Bg>*SbS"SkS7!"E (J 

ESB! !:#8eS0C/$+SHAHS*SISSSH?IS=S&S@SIS! ! #2 (J 

—-MESSAGE FILE 20712 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
84html html 


--MESSAGE FILE 20713 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0085html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbKEo=?= 

Date: Wed, 30 Apr 1997 17:50:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <336707B4.5060@ymg.urban.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 

e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 

ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
<3356158A.796E@ppp.bekkoame.or.jp> <5kl0pnS$dfk@newsl.scei.co.jp> <33646FC9.694C@ymg 
-urban.or.jp> <5k3h00Sh04@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 


> ¢$B!!$?S@C1SK!"L5;k$5S1SFS$$kS@S1!"SHSSS&OCSb!"2 (J 
> ¿S$SB!!SJSSSoS1$SG$SOSJSSS$SGS9S, 14: (Մ(՞՞չչ 


¿$B!1¿ (Jfalcomz $BS5$s$NE49FSK! "%U%) Sm! <SDSSSFS*S7S2Shz (g (%%; 
—-MESSAGE FILE 20713 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
85html html 


--MESSAGE FILE 20714 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0086html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP?B?UmU6IBSkQiQ9JHMkSiRLICQkQyRRJCRGSSRhUJF 4kOyRzGyhK?= 

Date: 30 Apr 1997 15:03:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01bc5576$e2e6a700SLocalHost@sat.ga2.so-net.or. յք» 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> 

NNTP-Posting-Host: 210.132.190.217 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¢SB! !Bh#l2sEE7b2&SM%C%HS$d$m$ &$<Bg>*Sb$"S$k$7!"3 (J 


¿$B$J$S$+>^IJ$@0$1$8$c$I$/>^6b$^$G=P$k$i$7$$$G$9$M: (J (zZ$B*7z (J) 
¿SB01; 3EvSFSF%S*%6!<%\!<SISH#C#P#USHS=SNB>SbSmSb$m<~JU5!40$rz(J gSBly!@z (Մ(՞օ՞չ) 


¿ SBSGSbS=SNAOSKSAScSSSHFOS/SWSm%0%i1%° AHS*SIS/SFSOz (J (“ ;;; 


(P y e Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
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—-MESSAGE FILE 20714 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
86html html 


--MESSAGE FILE 20715 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0087html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJD0kcyRKJESkJCRDJFEKJEZJJGEkKXiQ7 JHMbDKEo=?= 

Date: Thu, 01 May 1997 01:24:04 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <33677224.62FA9666@aix.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> 

NNTP-Posting-Host: 202.208.34.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿SBFMA3¿(J scee ¢$B$,$IS@$19~SsS$G$-S*$7$?SMz (Մ (^^; 


2 SBO01=VSM% 931SN%KSe ! <% 9SNLSFI3G!<%?5, >CS (S2SNS+SH; WSSS*S7S2!#3 (J 
éESBS5S9S,SKS3S1S@S1SNNLS@SHFIS_N.S9S@S1SGSbSDSiSSSGSISM! Ք, (J 


éESBFOMFM}2rN (#1#0!SLSK~SN; da! #2 (J 


¿$B!]!]!]!]!]!]!]!]!]!]!]!J]J!]!]!]!]!]!]!]!]!]!]!]!]!]!]¿(J 
¿$B!!!!!11!11!!!9ÐEDMNJ?!J%O%s%I%k!'$?$3$N$9$1!K¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

2 SB8x3+HGSNS [ 1 <%> %Z!<%8$r?t%v7n$V$j$K99?7$7$^$7$?!#¿ (J 
ESBSGSb!$9) ; vHO0OS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


éESB:G=*99?7F[ z~!!!!#4!2#2#5!T2<SNz (JURLESB!Ké (J 

¿SB9927M=DjF|!!!!!1!#412?111)¿ (J 

--MESSAGE FILE 20715 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
87html.html 


--MESSAGE FILE 20716 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0088html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCUD0kcyRKJESkICRDJFEKJEZJIGEkKXiQ7JHMbKEo=?= 

Date: Thu, 01 May 1997 02:14:38 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <33677DFE.CE276E84@aix.or.jp> 

References: <01lbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <33677224.62FA9666@ai 
x.or.jp> 

NNTP-Posting-Host: 202.208.34.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> > ¿$BFMA3¿ (J scee ¢$B$,SIS@$19~Ss$GS-S*°S7S?SMz (J (^^; 


ESB: #SASGSCSHFISSSGS—S?SsSGS9S1ISIS3S1SCSF: #$*%SG8x3+S5S1S$F¢ (J 
ESBSSSIS+SCS$?!Ve (Uscee.*  SB!WSNItJ,S$,8x3+S5%$1S?S@S1SJSsSGS9SM!#¿ (J 


ESBSb$7!S#1F | $SKS3$s$@S$1!T#1#0#070070>e!KSNLSFIS, =P$k$h$&$@; (J 
ESBSCS?SiFIS* SNShHS=S&5+SHK\5SSG9MS ($^$7$?!#¿ (J 


éSBShH$+S$C$?Sh$+S$C$?! #2 (J 
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éSBSG$b!$1081$, FISaSIS$$3$HSKSO$"$*S$ jJIQSo$ i$, ԼՏՏՏՏԱՏԻԼ #2 (J 
¿SB=, $&$h$j47$1$m$G$, ՏՏՏՔՏՈՏՃՏԷ, 1555-5914, (I 


581111 111111 111111 11114111 bJ A] bJ Al] 11111111 baa G 
¿SB!!1111!1!1!!!1119bpEDMNJ?!J%SOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8x3+HGSN%s[!<%`%Z!<%8Sr?t%sv7nSVSJSK99?7S7S*S7S?!#¿ (J 
ESBSG$b!$9) ; VHOOOS, 9-$, $CS?S@S1S@SCS?7S5!T>P!Kz (J 


2$B:G=*992?7F|;~!!!!1#4!2#2#5!72<SNz (JURLZSB!Kz (J 

¿S$SB9927M=D3jF|!!!!!1!#4!1?111)¿ (J 

--MESSAGE FILE 20716 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
88html.html 


--MESSAGE FILE 20717 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0089html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJD0kcyRKJESkKJCRDJFEKJEZJJGEkKXiQ7 JHMbKEo=?= 

Date: Thu, 01 May 1997 19:30:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <336870BA.6570@ymg.urban.or.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBHESHA#T!%3 (J wrote: 


> ESBSISs$t>*II$@$1$8$c$JI$/>*6b$*SG=PSk$i$7$$$G$9$Mz (J (չ58՞7չ (J) 
> ¿SB01; 3EVSFSF%*°%6!<%S\!<SISH#CHP #USHS=SNB>SbS$m$b$m<~JU5!4o0Sr2¢ (J zS$Bly!@e (J(%0%;) 


a Co s Cn n ՐԵԱ» $7$?$+!)¿ (J 

ՀՏ !SRSHSdS*EVSFSF! "3 (JPowerMac8500; s ՆԵ: կ (JBeOS¢ SBSrFMSC9~S_S?SSSIS!¢ (J (zSB>P¢ ( 
J) 

> ~SBSGSbS=SNAO0SKSAScSSSHFOS/%SWSm%0%i%* AHS*SIS/SFSOz¢ (J (“ ;;; 


£$B!!SHSjS"S ($:EE7TD268+SFS+SiSIS&S9Sk$+7hSaShS$&S$H; WSCSFS*S9! #3 (J 


éSB!!:nIJSNI>2AS, !"FI<TS+SiSNF@I<SG7h$*% 2 ՈԱ Ք 

ESB! !1%%!<%1SC%H%5%5!<%AS,M-8zS=S&SGS9ISMz (7(՞՞չ 

--MESSAGE FILE 20717 END: net-yaroze- ear ce SCEI/ny/nan_yaro/liberty/000000 
89html html 


--MESSAGE FILE 20718 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0090html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQOk 9DS1LEkbyRDJEYkXiQ5ICwhKEo=?= 

Date: 1 May 1997 12:42:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bc562b$3300bc80SLocalHost@sat.ga2.so-net.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> 

NNTP-Posting-Host: 210.132.190.239 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ESB lFSH#AHT ! SSOSSSHS3SKSO!"%Sal<SkMh$*S7$?$+!) 2 (Մ 
ESBMHSFS*S9! #A40wSK=PS7SFSKSH; WSSS$*S9Sh! #2 (J 
ESBS=S&8@S (SP! "SESSSVANDSKS"%SS%1!<SHS,M9IIX%S e ԱՅԻ 


ESBS7$?S, !"SHS&SHS&; dSNSHS3$mSKSOMh$*$; $s$G$7$?¢ (T-T) 
ESBEzZS ($?$S+$CS?$SN$SKSJŠS!!&!&!&!#¿ (J 


> ¿SB!!:nIJSNI>2AS, !"FI<TS+SiSNF@I<SG7hS*SkKSHS7S?Si¢ (J 


¿SBF05+S75F5 SJS-ScI>2ASb2?$Sb=PMh$JSSSNSG!"S-51505J539$s585c%JS55G573%g2 (J 
¿SBS&S+!#$G$b!"$=$1$8ScS"EE7b2&$,<g:E$9SkOUL#SCSFO1BN!&!&!&¿(J (^^; 


¿SBSd$C$O%Sj%SKSe!<%"%Sk$KH<$&BP30@oN, $N014DS9$+!#¿ (J 


-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


-—-MESSAGE FILE 20718 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
90html.html 


--MESSAGE FILE 20719 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0091html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCTONKUSRVJEMkRiReJUDkkLBsoSg==?= 

Date: Fri, 02 May 1997 18:51:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3369B92F.70A9@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <01bc562bS3300bc80SLocalHost@sat.ga2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#S#A#T!S: (Մ wrote: 

> ¢SBMhSFS*S9!#A40wSK=PS7SFSKSH;WSSS*S9Sh! փ: (J 

éSB! !MhSFSISS?MSbSSSkS_S?SSSGS9! #2 (J 
éSB!!;dSN>19gSO!"S3SN%Sa!<SkS"S+SESSSHSKSOMHS*S;SSSGS7S?¢ (J (^^; 


> ¢SBS=S&8@S (SP! "SQ@SSSVA0SKS"%$s%1!<SHS, Cea Աա ԱՏԿ ՑԵՐ: 
> ¿$B$7$2$, !"SHS&SHS&; dSNSHS3$mSKSOMh$*S$; Ss$G$7$?¢ (T-T) 
> ¿ŠBEzS$S ($?S+SCS?SNSKSJS!!&!&!&! #2 (J 


2$B! ! JVAw4 |8B$H$+$0$J$+$C$?$G$9! #3 (J 
2$B!!;d$,EjH!$7$?MbF|S$K!"=87W7k2L$S, =P$F$^$7$?; (J (¿SB>P¿ (J) 


> ¿Š$ŠBF0$+$7$F$_$J$-$cI>2A$Sb2?$b=PMh$JSSSNSG!"S=S1SOSJS$SsS8ScSJS$SGS7Sg; (J 
> ¿SB$&S+!#$GSb!"$=$1S8$c$"EE7b2&S,<g:ES9SkOUL#S$SCSFO1BN!&!&!&¿ (JU (^^; 


¿SB!!SSSoS1SFS_S1SPS=S&SGS9SM!#¿ (J 

¿SB!!I>2AMQ; (JCD-ROM;z $BSr=P$9SHS+$7$?SiLLGrSS$$NSKSJIS"¢ (J (% ; 

--MESSAGE FILE 20719 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
91html.html 
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To: news@playstation.co.uk 
Content-Disposition: inline 


Hi there, 

I think Dead or Alive will use it also. 
Regards, 

George 

From: Toby Hutton <thutton@cybec.com.au> 


So what's the next game out to support the vibration in the new 
controller? Tekken III is supposed to but we're not getting that til 
September. 


Toby. 


—-MESSAGE FILE 2193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00896 


—-MESSAGE FILE 2194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000897 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 


Date: 


From: 


Newsgroups: scee.yaroze.freetalk.english 
Subject: oneDOTzero 


10 May 1998 10:02:48 +0100 


Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 23 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j3qfo$91cl@emeka.playstation.co.uk> 
Reply-To: George_Bain@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 10 May 1998 09:07:23 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA16093 
for <news@playstation.co.uk>; Sun, 10 May 1998 10:07:07 +0100 (BST) 
George_Bain@Playstation.sony.com 


To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi all 


I woul 


Ի 


ld like to thank all those members who turned out 


on friday at the ICA. It was nice to meet some of the 
members old and new. Also for those members who 

attended the workshop I'm sorry I couldn't get more 
technical. I didn't want to confuse the rest of the people 
attending the workshop since they weren't game 

programmers. Maybe another time... 


Regards, 


George 


—-MESSAGE FILE 2194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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--MESSAGE FILE 20720 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0092htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCIIMJQSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQk 9DS1LEkbyRDJEYkXiQ5ICwhKEo=?= 

Date: 2 May 1997 22:53:28 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5kdr98S36g@newsl.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <01bc562bS3300bc80SLocalHost@sat.ga2.so-net.or.jp> <3369B92F.70A9@ymg.urba 
n.or. jp> 

NNTP-Posting-Host: 210.132.190.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
> ¢$B!!I>2AMQ; (JCD-ROM; SBSr=PS9SHS+S7S$?SiLLGrSSSNSKSJIS"¢ (J (*%; 


éSBS=SN<5$,S$"$5$S*°S7$2SM! #2 (J 
¿$BIUO?$K¿ (J CDz$B!";fLLSKz (J README z$BSr:\$;$1SP40°z! #2 (J 


¿ SBSGSb8=<BE* SKOMS (SF! "SIS3S$>SN5! 4X$G>*SrA*=P$7$?8eSK<u>*:n$rz (J ՇԶ: 582-595: (J 

é SBSHS$$&; VSKSTSkSs$GS7SgS&! #S8SCSTSSSH! "SHSFSb?MA0SK; /$S;$JSSSh$&SJS9$SP (J 
ESBSiS7S$S$:nIJz (J (ESBS3$1!"S1STISTSFSkSsS$8ScSISSSGS9Shz (J) 2585, 1-Jg$S5$1$?$i:SSkSGS7Sqg 
(J 
¿SBS&S+SiSM¿ (J (^^; 


2 SBSHS$+%4%A%C%4%A%C8@S&A0SKH/GAdF |$SN@05<0$J%$"%J%&%$s%9$rBT$FSPNISS$SSs$G$9S,¿ (J 
ESB! &!&!&$°S!!"22;vSbA[A|S7SFSkKS&SAS, OLHV3ZS7SSSHSSSE&; VSG! #3 (J 


(C=O) E > Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


-—-MESSAGE FILE 20720 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
92html. html 


--MESSAGE FILE 20721 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0093htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP ?B?GyRCJUGOkQyRITWgkbCQ/GyhCKF5 £X jsbJEIhJhsoQg==?= 
=?1SO-2022-JP?B?GyRCISYbKEI=?= 

Date: Mon, 05 May 1997 02:34:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <bo0wy$24b319970505023438@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.135 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


¿$B!!¿ (BWSNews 952 SBSNSK%e! <39%0%k!<SWSN8! :wS7SFSb=PSFS-SFS/S1SI$+S$C$?$+S$i¢z (B 
¢ SB=d2s=PMh$J$+$C$?$1$1! "D>@\F~NO$7$?SiEPO?=PMh$?¢ (B(^^; ¿$B!!!c!!1$3$3!#z (B 


¿SŠSB!!S&!ASs!&!&D9S+$C$?SJS!!&!&!# (B 
¿SB$S"!<$(!<!&!&$=$s$J$So$1$G59$7$/$G$9!!!d!!#A#L#L!#¿O (B 


¿$B!!FbF#!!l1Q<y¿ (B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20721 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
93html.html1 
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--MESSAGE FILE 20722 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0094html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCJUSIlcyUxITwlSBsoQg==?= 
Date: Mon, 05 May 1997 14:52:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <redbug$f£8d19970505145245@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.68 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


¿SBOJA0O#S#C#ES, SHSCS$S?%"%Ss%1!<%HS$GS$9S$, !"SISJS?$S+%"%Ss%1!<%HMOQ;fSrS*¿(B 
¿SB;)SASNJ)!"S*S1S1S“S;SsS+!);dSO=PS75SFS7S“SCS?SNSG;)SCSFSJSSSsSGS9!#¿ (B 
¿SB%S%$.%J!<%:%U%) !<%i%` $G3"SS%S1!<SHSASkSHS—SN; 29MSK!"SH;WSSS*S7SF! #2 (B 


éSBS"SH!"=87W7k2LS, %"%C%W$5$1$F$?$s$G$9$, 1JSJS<$+%0%SiSUSG!K!"SIS3;¿ (B 
é SBSKSSSCSASCSCS$?SS$GS7$SgS&!) C5$7$?8BS j$GSO8+SD$1Sk$3SH$GS-$%*S$;$sz (B 
ESBSGS7$?! #2 (B 


Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

—-MESSAGE FILE 20722 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
94html. html 


--MESSAGE FILE 20723 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0095html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCO30kQyRGJF4kORSoSg==?= 
Date: Mon, 05 May 1997 17:51:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <336D9FAA.22D4@ja2.so-net.or.jp> 

References: <redbug$ff8d19970505145245@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.158.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


RedBug wrote: 

> 

> ¿SBOJAO#S#C#ES, SHSCS?S"SS%S1!<SHSGSIOS, !"SISTIS?S+S"SSS1!<SHMO; fSrŠ*¿ (J 

> ¿SB;)SASNJ)!"S*SiS1S“S;SsS+!);dSO=PS7SFS7S“SCS?SNSG;)SCSFSJSSSsSGS9!#¿ (J 
> ¿SB%SS%S.%J!<%:%SUS)!<%i%`SG%$"%s%1!<%HSdSkSHS-SN;29MSK!"SH;WSSS%“ST7SF!#¿ (J 


¿SB@VDE¿ (JU ¿S$B;)SCS$SFS*S9!#¿ (J 


ESBS"SH!"=87W7k2LS, %"%C%WS5S1SFS?SsS$SGS9S, !JSJS<S+%0%i%sUSG!K!"SIS3¿ (J 
¿i SBSKSSSCSAScSCS$?$s$G$7$g$&!) CS$7$?8BS jSGSO8+SD$1$k$3SH$GS$-$*$;$sz2 (J 
ESBSGS7$? l#e (J 


V V V V 


¿SB;dSb8+SDS1$i1iS1S2S;SSSGS7S?!# (J 
--MESSAGE FILE 20723 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
95html.html 


--MESSAGE FILE 20724 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0096html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCTONKUSRVJEMkKRiReJUDkkLBsoSg==?= 
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Date: Tue, 06 May 1997 18:00:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <336EF32B.25B3@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <01bc562bS3300bc80SLocalHost@sat.ga2.so-net.or.jp> <3369B92F.70A9@ymg.urba 
n.or.jp> <5kdr98$36g@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBHESHA#T!%3 (J wrote: 


> éSBSGSb8=<BE* SK9OMS (SF! "STS3S>SN5!4XSG>*SrA*=PS$7S?8eSK<u>*:nSr¢é (J CD¿SB2=S9Sk¿ (J 

> 7SBSHS$$$6; vVSKSTSkS$Ss$G$7$g$&! #$8SCSISSS$H! "SHSFSb2MAOSK; /$; STSSShSESTSISP 3 (J 

> ¿SBS1i$S7S$:nIJ¿ (J (Z$B$3$1!"S1SI$S7SFSk$s$8Sc$I$$$GC$9$hz (J) ¿$B$, 1~Jg$5$1$2$i: $$k$G$7$ 
ge (J 

ss SBSES+SiSMe (J (^^; 


é$B! !S=S&S$$eSN$KI<$, =8$^$k$H3Z$7$$$N$K$I$H; WSCSES7$°S$$°$9¢ (Մ(՞՞չ 


ESB! !:GM%=(SOS*S:L5M}S@S+Si!"SGS—-S1$P%$%s%?!<%S%e! <OHSHS1SkS$/SiSSSNz (J 
¿SB!!SbSNSr:nSjS?SSSJS!!&!&!&!#¿ (J 


> ¢SBSHS+%4%A%cC%4%A%C8 GS &A0SKH/GAE | $N@5<0$5%"%I%&SS%9STBTISFSPNISSSS$G6S9$, ¿(J 
> ESB! &!&!&$*°S!!"22?; vSbA[A|S7SFSkKS&SAS, OLHV3ZS7SSSHSSSE&; VSG! #3 (J 


2$B!!S=SeSGS9SM! #3 (J 
2$B!!#8F|H/GdSHS$$&; vSO! "S&SASNS [$&$GSO#2F | CYSISKSNSG#H1#0F | !#z (J 
2$B!!#1#0F | SORZMKF | $@$+Si!"2<<4jS9OSkSH#1#2F | $S*SGSoS+$4$%S; $sz (J(¿$B5c¿ (J) 


ՀՏ 11: (J 
—-MESSAGE FILE 20724 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
96html.html 


--MESSAGE FILE 20725 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0097html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJGQkQyRITWgkbCQ/GyhK?= ( 
=?iso-2022-jp?B?X19eOxskOQiEmGyhK?==?iso-2022- jp?B?GyRCISYbDKEoO=?= 

Date: Tue, 06 May 1997 18:01:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <336EF374.59A@ymg.urban.or.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


> ¿SB!!S$S&!ASs!&!&D9S+SCS?SJS!!&!&!#¿ (J 
> ¿$B$"!<$(!<!&!&$=$s$JSoS1$SG59S7S/SGS9!!!d!!#AFRLEL!# (J 


ՀՏ ՏՏՏ1ՏՇՏ7ՄՏՇՏՏՏ՞Տչ 1518. (J 

éSB!!#1L>MMSGS9SM! #3+%&%3S%32?!<SNI}SXSISE&S>32 (JU (“j 

—-MESSAGE FILE 20725 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 
97html. html 


--MESSAGE FILE 20726 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0098html.html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1lcyUxITwlSBsoSg==?= 
Date: Tue, 06 May 1997 18:02:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <336EF397.346A@ymg.urban.or.jp> 

References: <redbug$ff8d19970505145245@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¢SBS"SH!"=87W7k2LS, S"SCSWSSSISFS?SsSGS$9S, !JSJS<S+%0%i%sUSG!K!"SIS3¿ (J 
> ESBSKSSSCSAS$c$C$ ?$s$G$7$g$&!)C5$7$28BS jSGS08+SDS1Sk$3$HSG$-$%*$;$szi (J 
> gSBSGS7S?!#2 (J 


¿$B!!%j%K%e!<%"%k$7$?$7!"I, MW$J$$$HH=CG$5$I$?$N$G$O!)¿ (J 


13944 


--MESSAGE FILE 20726 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 


98html.html 


--MESSAGE FILE 20727 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0099html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJGOQkQyRITWgkbCQ/GyhK?= ( 
=?iso-2022-jp?B?X19eOxskQiEmISYbKEO=?= 

Date: Tue, 06 May 1997 18:20:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <336EF7CB.7FC8@fa2.so-net.or.jp> 


p> 

NNTP-Posting-Host: 210.132.170.14 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


GSX-R wrote: 
Hideki Naito(bo0wy) wrote: 


> ¿SB!!S&!ASs!&!&D9S+S$SCS?SJS!!&!&!#¿ (J 
> ESBS"!<S$(!1<!&!&S=SsSISOS1$G59S7S/SGS9!!!d! !#AFLEL! #2 (J 


¿S$SB!!S$S$$iSCS7$ScSSS*$;!*w!# (J 


> 
> 
> 
> 
> 
> 
> 
> ¿SB!!#1L>MMSG$9SM!#S+%&%$sSs%S?!<$NJ)$XSIS&$>¿ (J (*%; 


¿SB$595$C!"S*S7SNSjSrSIS&S>!#¿ (Մ(՞՞) 


¿SB#B#y! 'FfSNS&% (&$S%S?!<!#¿ (J (“; 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 


References: <bo0wy$24b319970505023438@newsl.scei.co.jp> <336EF374.59A@ymg.urban.or.j 


—-MESSAGE FILE 20727 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000000 


99html. html 


--MESSAGE FILE 20728 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0100htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 
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Subject: =?iso-2022-jp?B?GyRCUGIkaSQmTOMbKEo=?= 
Date: Tue, 06 May 1997 18:29:07 +0900 
Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <336EF9DB.3959@ymg.urban.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.124 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB!!?'!9S"SCSF!"z (JMacintosh ClassicII:;$BS$H5!<olTL@!J62Si$/; (JPlusz;$B!KS$r3 (J 
ESB! !S*SkS4SHSbSi$&; VSKSISCSF! "SISS$@S$+%&%S-SE&S-STSFSSS*S9¢ (JU (¿SB>P¿ (J) 


¿SB!!¿ (JDOS2$BS*S7%s$rLc$ &SN$b$$$$$1$1!"2z (IMacz$BSN8ESSSNSCSFLc$§ ($k; ve (J 
¿SB1!S“S:SJSSS+SiSJS"!#¿ (J 


ՀՏ81 1: (UClassicII;ÁS$BS$SO!"<j;)$SASN¿(J160MB HDD¿$B$K4A;z¿ (JTalk6.0.7¢SBSrFM$C9~S$s$Gz (J 
¿SB!!%$U%S1SS%k%5!<%PSK$7$F!"5!<oITL@$NJ)$O>-—S$C$ŠH$/S+$ŠJ¿ (J (^^; 555; 
£$B!!:GDcSG$bz (J6.0.72$BS$,FOS+SISSSH?ISSSTIA! Fe (J 


ESB! !#9SSSsSASNSD3NZ/SMSOSK% 2? SGSHSGS—-SkS$3SHSCSFS?S/$5$s¢ (Մ 

¿SB!!S"SkSsS@ShSJS!!#¿ (J 

--MESSAGE FILE 20728 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
OOhtml.html 


--MESSAGE FILE 20729 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0101html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJEckYhsoSg==?= 

Date: Tue, 06 May 1997 23:55:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <336F467F.50BF@ja2.so-net.or.jp> 

References: <redbug$Sff8d19970505145245@newsl.scei.co.jp> <336D9FAA.22D4@ja2.so-net.o 
Է.յք» 

NNTP-Posting-Host: 210.132.158.44 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


akatu wrote: 


> 
> RedBug wrote: 

>> 

> > ¿SBOJAO#S#C#ES, SHSCS?S"SSS1!<SHSGS9S, !"SISJS?S+%S"%s%1!<%SHMQ; fSrSŠ*¿ (J 

> > ¿SB;)SASNJ)!"S*SiS1S“S;SsS+!);dSO=PS7SFS7S“SCS?SNSG;)SCSFSJSSSsSGS9!#¿ (J 
> 

> 

> 


> ¿SB%SS%S.%SJ!<%:%SU%) !<%1%`SG%"%s%1!<%SHSdSkSHS-SN;29MSK!"SH;WSSS“S7SF!# (J 
¿SB@VDE¿ (J ¢S$B; }SCSFS*S9! #3 (J 


¿SBSGSDb¿ (J 

mailto:ny-info@scei.co.jp 

ESBSKS*4j5SSS9S1SP7kK2LSHO1=oSKSbSiS (SkSH;WSSS$*S9S, !#¿ (J 

—-MESSAGE FILE 20729 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
Olhtml html 


--MESSAGE FILE 20730 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0102htm1. html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: wakana-m@ppp.bekkoame.or.jp 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: PS crash 

Date: Wed, 07 May 1997 16:12:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33702B41.2DD@ppp.bekkoame.or. յք» 


Net Yaroze newsgroups message dump.txt Page 13946 


NNTP-Posting-Host: 202.231.206.170 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


¿S$B9u%$W%1%9%F$,2u$1$?!<!*¿ (J 
¿SBHaS7$$$S+S$SJ$79SS+SJS7SS!D¿ (J 

¿S$SB%$2!<%` $Sr$7$FS?$SiFMA3!V$SW!<!W$H%P%$0$C$?S$SN$GS$9!#;¿ (J 
¿$B8=:_Aj3LO869)>1$K$F=SM)C£f!#; (J 

E SBSW%1%9SFCGSA$S0$9!<S$4$/SDSiS$!*e(J 


ESBSG!":#SUS!S_S3%SSGS"SkS+ Pas Crs coy Seen 

¿i SB%=%SS=SSSdS*SC%T! <SbSd$4S?S/STISCSFS-S?S>S&! #3 (J 

-—-MESSAGE FILE 20730 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
O2html html 


--MESSAGE FILE 20731 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0103htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: PS crash 

Date: Wed, 07 May 1997 19:10:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33705504.2183@ymg.urban.or.jp> 
References: <33702B41.2DD@ppp.bekkoame.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


wakana-m@ppp.bekkoame.or.jp wrote: 


> ¿SB9u%SW%1%9%F$,2u$1$?!<!*¿(J 
> ¿SBHaS7SSS+SJS7SSS+SJS7SS!D¿ (J 
> ¿SB%2!<%`$r$7$FS?$iFMA3!V$W!<!W$H%P%$0$C$?$N$GS9!#¿ (J 


¿SB!!@ (S$S“$8$$2u$1J)S$G$9%$M;¿ (J (%%; 
¿S$B!!$&$SASN2HDmMQS2!<%`5!$G!"2u$1$?$3$HS$,$"SKkSNSOc (J 


¿SB!!SU%S!%_%3%SsSH¿ (JPC Engine¿SBSGS9SM!#¿ (J 
¿Š$ŠB!!$U%!%_%3%s$SO!"%+%;%C%$HŠrH4$/%1%P!<$,3d$1$?>e$K; (J 


¿SB!!S$SISsSJSKS- SASSSHS+% 7 SCSHSLTA*STSFSbHS7%eE!<S$kSIJ2ZHLLS, I=< (SSS1SkSHS&SKz (J 
ESB! 15755575: (J (¿S B>P¿ (J) 


> ¿SBSG!":#%SUS!% %3%sSG%"%Sk%+ ԱԱ ՆԱՆ ՈՐ 
> £SB%=%s%=%SSd%*SC%T!<SbSd$4S?S/STISCSFS-S?S>S&! #3 (J 


ESBIIS"!"SSSSSGS9OSMS (!# (J 

ՀՏ8 !S&SASKSOSQOSCSISr#25D; ԷՏ |"Տ/Տ1ՏՏՏ8Ց Ա ՀՏ/ՏԼՏՏՏ՞ ՀՏԱՏԻՒՏ"ՏյՏ՞ՏՉՏիչ (J (%%; 

1581 15054555: !<%k$GGC$C$?Śs$G!"%Q%C%I$rO"7k$9$k406q$, STSSSNSG?ISS?7IS$3 (Մ(՞՞չ 
—-MESSAGE FILE 20731 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
O3html.html 


--MESSAGE FILE 20732 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0104htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso0o-2022-jp?B?GyRCJGQkQyRITWgkbCQ/GyhK?= ( 
=?iso-2022-jp?B?X19eOxskOQiEmISYbKEO=?= 

Date: Wed, 07 May 1997 19:12:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33705570.5CA5@ymg.urban.or.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> <336EF374.59A@ymg.urban.or.j 
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p> <336EF7CB.7FC8@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 
GSX-R wrote: 
Hideki Naito(bo0wy) wrote: 


> ¿S$SB!!S$S&!ASs!&!&D9S+SCS?SJS!!&!&!#¿ (J 
> ¿$B$"!<$(!<!&!&$=$s$J$o$1$G59$7$/$G$9!!!d!!#A#L#L!#¿ (J 


VVVVVVVV 


ESBIISSSiSCS7S$c$$$*S; 1218. (J 
é$B!!#1L>MMSGS9SM! #34+%&%3S%3?!<SNI}SXSTISES>3z (T(%%; 


ESBSSSSSC!I"S*STS\SISrSISE$>!#e (g (°°) 


VVVVVVVVVVVV VV 


ESBHEBHY! 'FESNSES (%S%S?!<!#; (I(^^; 


¿S$SB!!$=$&!"$3SNE9$KSOS&S'%$SSH%1%9SOSS$SJSS!&!&!&!# (J 
¿$B!!6~6/$J!J!)!K7;5.$P$+$J$J$N$8$c!<!#¿ (J 


¿SB%S4!<%Sk%G%s!&%V%$jJ%SF%S#%SC%7%Se!&%O%SS%S0%1!<%I!&7;5.%S%%S9%?!<¿ (J 
—-MESSAGE FILE 20732 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
O04html հել 


--MESSAGE FILE 20733 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0105htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (Եօ0ԿՆ)) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 
Date: Tue, 06 May 1997 22:09:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <bo0wy$24b319970506220920@news1.scei.co.jp> 
References: <redbug$ff8d19970505145245@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug¢ $B$5$s$0=q$-$^$7$?!#¿ (B 
>¿ $B$"$H!"=87W7k2L$, S"SCSWS5SS1SFS?SsSGS9S, !TSTS<S$+S0SiSUSG!IK!"SIS$3¢ (B 
>i ŞBŞKŞŞŠC$ŇAŞC$ŇC$?$S$G$7Ş$9$&!)C5$7$?78B$JŞG$O8+$D$1Şk$3$H$G$-$^$; $s¿ (B 
>¢ESBSG$7$?! #2 (B 


http://wwwl.scei.co. jp/HotNews/announce/0007.970213/ 


¿SBSKS"SjS“S9!#¿ (B 


ESB! !STSs$+!"SjSKse!<S"SkSHBASSSDSD! "2 (BSCEI¿$B%*%U%#%7%c%k$JItJ, $O: (B 
¢SBA4S/JIQSoSCSFSISSMMSI5$5,S9SkKSNSO; dS@S1SGS7S$g$&S$+!&!&!&z (82(՞՞չ 


2ESB!t%5!<%P%4%KSe! <S"SkSGO1LHV4 | BTS7SFSSSKSNSO#H#PSN8x3+2=! #2 (B 
éSBILSK30It8~$1$N%Z!<%8Sr$3S83SK:nSk5$SOSTSSS1ST!"S5%*° SMSCSHSO?; (B 
32 SBHM#BS7S$+LcS (SUS$S$+Si!l&!&2(B(%,%;z2SB!#S&!<Ss!#SkSW!<! #2 (B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20733 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
O5html.html 


--MESSAGE FILE 20734 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
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0106htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (Եօ0ԿՆ)) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJGQkQyRITWgkbCQ/GyhCKF5£XjsbJEIhJhsoQg==?= 
=?1SO-2022-JP?B?GyRCISYbKEI=?= 

Date: Tue, 06 May 1997 22:16:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <bo0wy$24b319970506221620@news1.scei.co.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> <336EF374.59A@ymg.urban.or.j 

p> <336EF7CB.7FC8@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.160.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


¿SB!!SISbSISb (8(՞,՞) 25814. (B 


ESBSs!<SH!"S8Sc$"!"0&Sr$/S$@S$5$$2 (B(ToT) 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20734 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
OG6html.html 


--MESSAGE FILE 20735 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0107html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCJFMhPBsoQg==?2= 

Date: Tue, 06 May 1997 22:18:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <bo0wy$24b319970506221811@news1.scei.co.jp> 

References: <01bc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> 

NNTP-Posting-Host: 202.247.160.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


GSX-R <kouzou@ymg.urban.or. jp>¢SBS5$s$O=q$-S*S$7$?!#¢ (B 
>2SB!!SRSHSds*EvSFSF!": (BPowerMac8500;SBGcSCSF; (BBeOS: SBSrFMSC9~S_S?SSSIS!¢ (B(¿SB>P 
(B) 


ՆԱՑ ԱՆ ԱՅ 6 ՏՅ ՏՏ 9` 
ԵՏՔ-)ՏՇՏ9Տ, | "ՏԵՏՃՇՇՏ (SUSSSCS$] SSSNSGz (BPLOSZ SBS"$?S$ jSrA@SCSFS*SO!#SGSbz; (B 
S SB6bSISSSG59; (B(;_;) 258142 (BBez SBSNz (BML: SBSrz (BROM: SBSCS?S4!"z (BBeBox GUIDEBOOK: $B 
FISs$G5$; }SAz (B 

ESBSrM*S (SDSDSb!"S=S1SGSbH$S3SN5S$; }SASO!&!&!&5S; }SASO!&!&S/SS! #2 (B 


>¢SB!!SHSjS"S (S:EFE7b2&8+SFS+S1SIS&S9SkS+7hSaShS&SH;WSCSFS S9!#¿ (B 


¿SB!!S3S1!"SISNOLSNJ)]S, 12<JgS9SkSs$GS9S+SMS'!&!&!#;dSO011-!"1<Jg¿ (B 
¿SBS9SkSDSb$jS$SGS9S, !&!&!#!VS+SCS3SSSSSRSHS77/%S2!<%` !WSH8@S$S&!";j9b¿ (B 
¿SBSN%/%=%2!<S$GS9!#;¿ ար ՆՆ, 57 3 ss 
ՀՏԹՄ»Տ,Տ"ՏՏ՞Տ9Տ, ԱՆ. (B(%,%; ¢SB! #EVA3!"MS>!SHS+¢ (B 
éESBAG@SCSFS*S;Ss2 (B(¿SBSOSJS+SiL5M)¿ (B) ¢$B! #A@$S&S0?3: :OWFCIUL>*SCSFS=SsSJI>*S"Sk3 (B 
ESBSNS+!) Հ (B (¿SB>P¿ (B) 


¿S$B!!FbF#!!l1Q0<y¿ (B <-> ¿S$BK=0R; (B E-mail : bo0wy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20735 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
O7html html 


--MESSAGE FILE 20736 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


Net Yaroze newsgroups message dump.txt 


0108htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 
Date: Wed, 07 May 1997 21:42:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$f£8d19970507214241@news1.scei.co.jp> 


Page 13949 


References: <redbug$ff8d19970505145245@news1.scei.co.jp> <bo0wy$24b319970506220920@n 


ewsl.scei.co.jp> 

NNTP-Posting-Host: 202.215.62.110 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<bo0wy$24b319970506220920@news1.scei.co.jp> ¿SBSN;¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/05/06/ 22:09 :58:" "28 
Hideki Naito (bo0wy¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>http://wwwl.scei.co.jp/HotNews/announce/0007.970213/ 
> 


>¿SBSK$"$j$*S9!#; (B 
ESBS"S"SC!"S"SIS, SHSES4SOSSS*S9! #2 (B 
>é$B!t%5!<%P%jSK%e! <3" SkSGOLHV4 | BTS7SFSSSkSNSO#H#PSN8x3+2=! փ. (B 


>¢ SBILSK30It8~S1SN%$Z!<%S8SrS3S53SK: n$k5$$0$J$$$1$I!"% 33° SMSCSHSO; (B 
>3¢SBHM#BS7S+Lc$ ($J$$$+$i!&!&¿ (B(^, A, SBI E E 


ESB!IVSMS$CSHSdSmS &S<SKS*SSSFCNSCS?>pJs$rBh#3<TSK65S (SAScSSS1ISJISS!W; (B 
é$B!J5-21ShS$ jBg$*$+SJ0zMQ! cS$r$$!KSH!"%SZ!<S8SN8x3+!"SISE&N>N) $55; (B 
ESBSKSSSGS7TSgSES+SMS'! փ. (B 


éSBAOSKSISCS+SN2q5D<<S$GI9SSS$ ?SNSKSSS$*S@SK2SEzSI$7! #2 (B 


¿$B$_$s$J$,5,Ls$r<i$k$+$i$3$=$N<+<#6h$J$s$G!"$=$N5, Ls$N12?MOSK; (B 
¿SBSDSSSFSNLdSS9gSoS;SKS0SiSS!"EzS (SFS/S@S5SSSh$S) ! d#FS#C#E#IMM; (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 


—-MESSAGE FILE 20736 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


O8html.html 


--MESSAGE FILE 20737 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0109htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCJSI1SiUzJXMkRyUOITWbKEo=?= 
Date: Wed, 07 May 1997 23:09:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <33708D0C.126C@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!%"%J%Sm%$0%3%s%H%m!<%i!<Q@1MQ%=%SUS%SH!!!V;WS&SDSNBQ@O:#9#7!W!J2>B3j!K;¿ (J 


¿SB!!S(!<!"%S$"%J%3%sS$O#2SD%"SJ%Sm%$0%9%SF%S#%SC%/S,S"$SjJS%S9!#¿ (J 


ԱԱ ԱՐԱ ` 515,595 SSCSASHS7TS$F2!1$;$k!*!"SHSIS1SP!"Sd$0$j%*SCS5!<S8SGS7$ge (J 


SBS&!#; 

ob) alone js 262 $+!<%$M!<$7%g%$s$SK$S3SN%S=%SUSH!JSH9u¿ (UPS: SBSH¿ (JAT¿$ 
r¿ (J 
2581 !1hS ( SFSWS1%S<SSSHSISKSNSHS*S??MA8! #2 (J 


58 4951 185 
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é$B!!Y£S* BP>]$O! "CK@-=w@-SrA*SYS*S9!#S?S@S7: #SNSHS3Sm?M4VSK8BS jS*S9SNSG3 (J 
¢$B!!8SSdG-!"S=SNB>SND; =CSrYf$_$?S$J}SOSJSs$i$+SNEXNOS, 1,MWSGS9! #2 (J 

2$B! !BP>]SNG/NpSbA*SYS$*S9!#GXC£S7S+I=< oe ee es 8=SKe (J 
¿SB!!IR46$J%Sa!<%$+!<S$p0B?24SG$9!#A0$bI=<($5$1$Sk%$3%%*%s%$ISJSI¿ 

¿$B!!$3$C$= ԱԱ s s ԱՄ 


¿SB!1!S(!<SCSH!"2hLLSKGXCfS,I=<(S5S1S?S1!";WS&S, S*S*YFSSSG2!STSF2<S5SS!#3 (J 
¿E$B!!$3$C$F$k$H$3$d%D%\$r$&$^$/;I7c$9$k$H!"2hLL$N?M$O5$; }$A$h$/$J$J$^$9!#¿ (J 
éSB!!SOS:S1SkSHIT2wSr<x ($7$*S9!#S=S1SiSrSTS&I=8=$9SkS+SO9MS (SFS*S;Ss!#2 (J 
éSB!!4V0cSCSF4mSJSSSHS3SrFMSSSFS7S$*°S&SH!"0 [>oSKKDD%S7S$?S 45VSkSVSk?LS (Sk¿ (J 
Dr a i u ԱԱ S E ea S 
¿SBS&!#¿ (J 

ee ՏՐՈ» a!<%+!<SHSN6nS10zS$S-<!BhSGS9!#¿ (J 
¿SB1!S,SSSPSCSFS_S“S7SgS&!#¿ (J 


¿SB!!S=S&SSS (SP%"%J%$3%s%b!<%ISKS$S9SkSH!"B>SN%$-!<8z$+$JSSSs$G$7$2SCS1!)¿ (J 
ESB! !STS&SdSCSFO\FOS9SKS+$0$%$29MS$ ($*$92 (J(¿SB>P¿ (J) 


¿SB!!%2!<%`; (7 OSHS+S"S*SISAS'SCE/STSTISSSNSG!";wS?ShS&STSMS?2S,S"SCS?Si¢ (J 
é$B!!S4SaSsSJIS5SS! #2 (J 


¿SB!1S*S@%"%J%S3%sS"Sj$%*S;Ss¿(J(¿SB>P¿ (J) 

ESB! !S[S7$$$H;WSC$?; ~EOSSSCSF!"S=SN>1SG6bSOSiSCSFS9SQSC!*SHz (J 
éSB!!EOSSSISKSNS, SSSSSsSG!"; °SsS$GSb%3%S%S%KSGSOGcSOSs!*3¢ (J 

-—-MESSAGE FILE 20737 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
O9html.html 


--MESSAGE FILE 20738 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0110htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCJEEkZyRDJEgGkNyQ/NT 9MZBsoSg==?= 
Date: 7 May 1997 18:47:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <5kqin4Sk0p@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.184 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSIS&Sb!"#H#i#r#oSGS9!#; (J 


¿SB<ALd!&!&!&SHSSS&S[SISN;v$SGSbSJSSSGS9!#¿ (J 
¿SBS“STFH$SjJ8@0@S_S?SSSJSDBDSNSJSNSG!"S3SN#N#GSK¿ (Մ(՞՞չչ 


¿SB%š"%a%3j%+$d%h!<%m%C%$O$G!V$M%C%$H$d$mS&S<!W$,;OSASCS$PF¿ (J 
¿SBS3S1S+$Si!"8rN.$b@9$s$K$J$SC$F$$$-APJ)$N$G!<%?SJSISN; (J 
¿SBSdS3j<hSjSb$S"šk$H;W$&$s$G$9$S1$I!"%5!<%P!<$K%"%C$WS5S15S2%G!<%2?SN¿ (J 
¿SB05=LJ)<0SOSIS&SJSKkKSNSGS7SgS&S+!)5,D3JjJ$S_S?SSSJSbSNSOS"T"SkKSNS+SJ!)¿ (J 


¿SB3SSN8-$3S&$O#Z#I#PJ)<0$, !"F|K\$G$O#L#H#AJ}<0$,<9N. + $9$, !#¿ (J 
S SBS= S$S1SHSb!"$ISASiSNJ)<O0$b@$3&$G%ša%8%c!<$J$s$G$7SgS&S+$M1)¿ (J 


¿SBSSS:S1SKS7SFSb!"SISCS+S+SI#L#H#ASJSJ#W#I#N#Z#I#PSr%S@%&%s%m!<%IS9S1SP¿ (J 
¿SBNISS;vS@S1SI!#¿ (Մ(՞՞չ 


¿SB0J>e! "AGKOSJ5?1dSGS7S2?!#¿ (J 


¿SB#H#i#r#o!!!J#H#i#r#oty#fu#ik#i!!#N#a#k#a#y#a#mkia!K; (J 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 20738 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
10html html 


--MESSAGE FILE 20739 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
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00897 


—-MESSAGE FILE 2195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000898 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Sun, 10 May 1998 21:20:41 +0200 

Organization: Debri Productions 

Lines: 34 

Message-ID: <ld8tykg.dnajs2lway4y8N@al-—88-121.al.nl> 

References: <6iujna$2tll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.playstation.co 
-uk> <355354C6.27CD1F7A@netmagic.net> <355476ee.205131040@205.149.189.29> <6j3mo3$8rg 
1@emeka.playstation.co.uk> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Hi DEnnis, 


> 

> I think we're touching on a general issue here - its pretty easy to pick 

> up a copy of the entire MS Office and C++ Builder Suites for a few 

> guilders ... but it doesn't make it "right". So don't give this other guy 


> SIOCONS etc. ! 


I don't know him to well and he isn't getting anything from me. I think 
its a shame. 

I'm so proud to be one of the few dutch blokes that owns such an 
expensive Net Yaroze and can do this exclusive stuff. 


> The more specific point is ... when you create your world beating game, 
> and wish to sell it commercially, how do you feel about a pirate dupping 
> it cheaply, and benefiting from your hard work ? 


I know and I do hope to get into the gaming-industry. Now we are talking 
about it... I need to do my workexperiance next year and a place at SCEE 
looks fine to me. Any change for me? 


> On the subject of SCEE not making your games available - actually I 
> think Sarah's "Fame Game" (where each month a Net Yaroze Member 

> has his game featuring in an Official PlayStation Magazine and in 

> a covermount) tends to disprove this. Instant fame .. with a few 
> _million_ people getting to see your work across the globe. 

> 

> 


Paul 


Wow, and first I was thinking that my mail wasn't good enough for a 
reply. And the other questions? Maybe you've seen all the tension there 
is on the issue what we can and what we can't make do. 


DEnnis.. 
—-MESSAGE FILE 2195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00898 


-—-MESSAGE FILE 2196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000899 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oneDOTzero 

Date: Mon, 11 May 1998 16:05:10 +0100 
Organization: The Hex Heroes 

Lines: 20 

Message-ID: <355713A6.1F35@writeme.com> 
References: <6j3qfoS91cl@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 13951 


0111html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJGQkQyRITWgkbCQ/GyhK?= ( 
=?iso-2022-jp?B?X19eOxskQiEmISYbKEoO=?= 

Date: Thu, 08 May 1997 04:33:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <3370D8F4.3DF6@fa2.so-net.or.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> <336EF374.59A@ymg.urban.or.j 

p> <336EF7CB.7FC8@fa2.so-net.or.jp> <33705570.5CA5@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 

kAZZY wrote: 

GSX-R wrote: 

Hideki Naito (bo0wy) wrote: 


> ¿SB!!S&!ASs!&!&D9S+SCS?SJS!!&!&!# (J 
> ¿$B$"!<$(!<!&!&$=$s$J$o$1$G59$7$/$G$9!!!d!!#A#L#L!#¿ (J 


¿$B!!$$$i$C$7$c$$$^$; !*! #2 (J 
¿S$B!!#1L>MM$GSŠ9SM!#%+$&Ss%?!<SNJ)$SXSIS&S>¿ (I (^^; 


VVVVVVV VY 


ESBSSSSSC!I"S*STS\SISrSISE$>!#e (Մ(՞՞) 


VVVVVVVVVVVV VV 


¿SB#B#y! 'FESNSES (%S$S%S?!<!#; (J (%%; 


¿S$SB!!$=S&!"$3$SNE9SKSOS&%$'%S%$H%1%9$SO$SSSJSS!&!&!&!#¿ (J 
¿SB!16-6/$J1J!1)!K7;5.SPS+$SjSJSNS8Sc!<!# (J 


VVVVVVVVVVVVV ONE NPO VV VV 


2 SBS=$&$=S&!"S=S1SK2q0we) 505718. (J 
¿SB2xS7S9S.SkS%s!#¿ (Մ(՞՞չ 


¿SBSHSSS&SoS1!J!)!)!)!KSG!"5%“n1%&% (SSSHS1LS9SrIg=8S7S*S9! #3 (J 


¿SBBP>]!'=w@-S$NJ) !#!J<+>NIT2D!K;¿ (J 

¿SBG/Np! 'Fs7e$K8B$k!#!J;07e$NJ}$O$4AJCL2<$5$$!K¿ (J 

éESBD OW! '<c43L>! #2 (J 

ESB5Y2K!'M_S7SSS@S1! #2 (J 
¿SBS3SsSJSHS3SmS+SJ!)!#¿ (I(^^) 


¿SBSHS3SmSG%*%9%?!<!"E9SNL>A0SJSsSGS7S?SCS1!)¿ (J (¿SB>P¿ (J) 


Nan-Yaro ¿S$B%s&%S (%SS%S?!<7s?M;vC4EFv¿ (Մ(՞՞) 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.SPECTER - 
—-MESSAGE FILE 20739 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
llhtml.html 


--MESSAGE FILE 20740 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0112html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJCIkYSRqJCshdSRoITwkbSRDJFEbDKEI=?= 

Date: 8 May 1997 06:25:29 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 16 

Message-ID: <5krrkpSlpa@newsl.scei.co.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 
e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S$51lbe84d2@sat. 
ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
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<3356158A.79 


6 


E@ppp.bekkoame.or.jp> <5kl0pnS$dfk@newsl.scei.co.jp> <33646FC9.694C@ymg 


-urban.or.jp> <5k3h00Sh04@newsl.scei.co.jp> <336707B4.5060@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.244.231.122 


Mime-Version: 
Content-Type: 
X-Newsreader: 


¿$B!!¿ (Bfalcom: $BS$G$9! #2 (B 


GSX-R ¿$B$5$ 
> 


s[ 


1.0 
Text/Plain; charset=ISO-2022-JP 
WinVN 0.99.73 PLO1 (x86 32bit) 


)$/¿ (B 


>¿$B!!¿  (Bfalcom SBS5SsSNEj9FSK!"%SU%) Sm! <SDSSSFS*S7S?Shz (8(՞՞չ 


ESB! !SDSSSFS*S9SM! #2 (8(՞՞չչ 
2$B!!<BSO! "F1MMSNFbMFSN%a%$%k$r; VAOSKSbSiSCSFS*S$9! #3 (8(՞՞չչ 


¿SB!!1S?S@C1SK!"2q0wSK8x3+S5$S1SFSSSJS+SCS?S@S1SJSSSGS9S+SM!#¿ (8(՞՞չչ 


Pe} Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ae aoe ee E_Mail_Address : falcom@bekkoame.or. jp aff =f 
=Z: 724, Net Yarouze! ID : ayz00581 aff} 


—-MESSAGE FILE 20740 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


12html.html 


--MESSAGE FILE 20741 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0113htm1l.html 


Path: chuka.pl 


aystation.co.uk!news1.scei.co.jp!usenet 


From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 


Newsgroups: pl 


Subject: Re: 


aystation.ny.nan_yaro.liberty 
?1SO-2022-JP?B?GyRCJSI1lcyUxITw1SBsoQg==?= 


Date: Thu, 08 May 1997 16:08:30 +0900 


Organization: 
Lines: 22 


PlayStation Net Yarouze 


Message-ID: <kamon$21c519970508160830@news1.scei.co.jp> 

References: <redbug$ff8d19970505145245@news1.scei.co.jp> <bo0wy$24b319970506220920@n 
ewsl.scei.co.jp> <redbug$f£8d19970507214241@news1l.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.27 


Mime-Version: 
Content-Type: 


1.0 
Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsS$SKSASO!#2CLgSGS9!#¿ (B 


RedBug wrote: 


>2$B!VeMsCsH$d$m$ &$<$K$*S$$SFCNSC$?>pds$rBh#3<T$K658 ( Soe 
>2$B!J5-21$h$jBg$*$+SJ0zMQ! c$r$$!KSH!"3Z!<%8SN8x3+!"SISE&N>N) 555: 3 (B 
>¢ESBSkSSSGS7SgS&S+SMS'! #2 (B 


éSB!! OJAOSK#N#YC4EVSNS+S ?SHSdSjSHS5S7S?SHS—-SK!I"!V3F<+$, 3+H/S7S?%S=!<%9SO¿ (B 


£$B8x3+S7SFSbDNISSS, !"%3%s%Q%S%k8eSN<B9IT7A<0%U% ! SSSKSON.STSFSOSSS1SISS ! We ( 
2 SBSHSSS$&ShS&SIS3SHSr8ES0$1$?75-218, S"Sj$*$9!#z (B 


ww 


2SB!!#C%*%, $GO":\S, S"SCS2S4S7S*$7$ 25451 ! "S9SGSKZ0ItSKSb>pJs$,N.SISFSSS%z (B 
¿SBS91#2?Sr!VN.S7SFSOSSS1SJSS>pJs!WSHS9SkSNS+!"S"S*SJL@3NSKS5S1SFSSSJSS¿ (B 
¿SBSG$S9SM!#;¿ (B 


¿SB!!SH$jS$"S(S:!"AaS/S5!<%$PS$Sr01HL%S*!<%W%$s$KS$S7SFS[S7SSSGS9!#%*!<%SWS 
ESBSCS?Si#CHGHIS@S130SKCVSSSF! "A4TC#N#YS5 !<SPSKO\S=S&SH; WSCSFS*S9! #53532 
E SBSN%5!<%PSOSFS1%[!<%@SS%?%S%° SGSbSOSjSH6/SSS_S?SSSAS+Si! #e (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20741 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


13html.html 


--MESSAGE FILE 20742 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0114htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP ?B?GyRCRUU3Y j ImR2MkQyRGJDckXiRDJD8bKEoO=?= 

Date: 9 May 1997 05:41:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5kuddnS$p12@newsl.scei.co.jp> 

References: <01lbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@news1l.scei.co.jp> 

NNTP-Posting-Host: 210.132.190.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Hideki Naito(bo0wy) <bo0Owy@t3.rim.or.jp> wrote in article 
<bo0wy$24b319970506221811@news1l.scei.co.jp>... 
>i $BAQ$&$O?3: : OWFCUL>*SCSFS=Ss$J>*S"SkKSNS+!) ¢ (J (¿SB>P¿ (J) 


ESBS"SkS_S?SSSGSOSM!I"FCIL>*! փ: (Մ 


ՀՏՔ535)5ՇԱ) SAFIS_SG==J, $@$CS?$+SISHO1=V8e2yS7S$% Eg ah tr one 
¢$B!VHKL) $N2V1` !WSHS+!V2qOwS ?SASNS"SSSISkK!IWSHS+2 (J (%%;; 


éESBSGSb!VHKL) ՏԱԶՄ1` !WSCSFSSS&%3%ST!<z (U(¿SB!)¿ (J) ESBSSSSSGSOSM! #SJSSS+4ES!$$9aS45S,S7S 
ԲԱՑ» (J 


(SSS fo Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


-—-MESSAGE FILE 20742 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
14html.html 


--MESSAGE FILE 20743 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0115htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP?B?GyRC104 jRSNXGyhKIBsSkQiNCI08 JOSNSI0QbKEo=?= 
Date: 9 May 1997 17:23:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <01bc5c9d$5789c9c0SaableSca@hyaku.lyra.vega.or.jp> 
NNTP-Posting-Host: 202.229.177.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS*SWSTSVSISGSO!"#YFAFKFUSGS 9! #2 (J 


2 SBH1G/AOSK#P#COXF~S$7S$2$sSGS9S1$T!"#1G/L\SNCBQ8F | $r¢ (J 
¿$B#1=54V8e$K95$ ( ԱԱ ՐՐ Ո a y 
¿$BH` =wSN:G8eSOAT@dSGS7$?! #2 (J 

2 SBEE8; $rMn$H$7$?S$KS$b$+$+So$iS: ! "SDSSSFS'!I"S-S(SFS'!I"3 (J 
¿SBSDSSSFS'!"S-S(S291iS“S?$DSSSF!"SHSSS&S"S*S3jSKSb62Sm;¿ (J 
2 SBS7S$S>uBVSKSISCSFS7S*SCS?SNSGS9! #2 (J 


2 SBSa!<%+!<SK=SM} SK=PS 9SH#SH#Y#SH#THESM: (J ¿SB#B#O#A#R#DSHEE8; ¿ (J 
ESBS*SOS4S,?7$7$/SISCSF5"SCSFS-S*S7S? ! #3 (J 


£$B?45!01E>:G=i$+Si9=C[S7D>S7SFS*S9! #3 (J 
¿SB$G!"EJ9OF#T#E#S#T$7$7?$i$^$?7A02s$HF1$8; v; XE&$5$1$^$7; (J 
¿SBS?1#¿ (Մ(՞՞չչ 


¿SB!yly!y¿i (J ¿SB#YF#ATK#U¿ (J {= =)= ¿SB!1ylyly¿ (J 
—Internet mail address- 
hyaku@ka2.so-net.or.jp 
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-—-MESSAGE FILE 20743 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
15html.html 


--MESSAGE FILE 20744 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0116htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkYSRqJCshdSRoI TwkbSRDJFEbKEoO=?= 

Date: Mon, 12 May 1997 17:54:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <3376DAD0.7F63@ymg.urban.or.jp> 

References: <S5ivndq$k78@newsl.scei.co.jp> <33538D62.4C59@ymg.urban.or.jp> ՀՏ)27քստոծ 

e@newsl.scei.co.jp> <3354A25A.2286@ymg.urban.or.jp> <Olbc4a50S$8e9faec0S51lbe84d2@sat. 

ga2.so-net.or.jp> <3354C0C0.2687@ppp.bekkoame.or.jp> <3355EC8F.344E@ymg.urban.or.jp> 
<3356158A.796E@ppp.bekkoame.or.jp> <5kl0pnS$dfk@newsl.scei.co.jp> <33646FC9.694C@ymg 
-urban.or.jp> <5k3h00Sh04@news1l.scei.co.jp> <336707B4.5060@ymg.urban.or.jp> <Skrrkp$ 
lpa@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 
> gSB!!S?S@C1SK! "2q0wSK8x3+S5S1SFSSSI$S+$CS$?S@S1SISSSGSOS+SM! #2 (Մ(՞՞չչ 


ESB! !S&!<Ss!"SISSSNS?SaSNSFSISHSISSSOAS+3 (J (%%; 
—-MESSAGE FILE 20744 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
16html html 


--MESSAGE FILE 20745 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0117html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJEEKZyRDJEgkNyQ/NT 9MZBsoSg==?= 
Date: Mon, 12 May 1997 17:56:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3376DB3A.5231@ymg.urban.or.jp> 

References: <5kqin4Sk0p@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hiroyuki Nakayama wrote: 


> ¿SB3$$N8-S3$&$OF#Z#I#PJ)<0$, !"F|K\SGSO#L#H#AT} <0$, <gN.$I5$Sb$7$*S9S, l#z (J 
> ¿SBS=S$1SHSb!"SISASiSNJ)<O0Sb@S3&SG%sa%S8%c!<SJSsSGS7SgS&S+SM!) (J 


¿SB!!3S30SO¿ (JPCzSBS@SHS [SHSsS$Iz (JZIPzZSBSGS7SgS&! #2 (J 
¿$B!!¿ (JMaczSBS@SHz (JStuffItz¢$B!"¢ (JUNIX:; SBS@SHz (Jtarz$B!\¢ (JgzipzSBSJISN$+SJI!) ¢ (J 


£$B!!<+FO2rE* J}<0SKS9Sk!"SCSF<jS$bz (J (%%; 
—-MESSAGE FILE 20745 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
17html.html 


--MESSAGE FILE 20746 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0118htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJFMhPBsoSg==?= 
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Date: Mon, 12 May 1997 18:01:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3376DC61.1D8C@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@news1l.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito (bo0wy) wrote: 


> ESB! IS"S"SCFI;V!*2 (J(%,%; ¿ SB!'#SS!<M S7SSSCS9!#%[%sSHSO¿ (JBeEBox; $BS,M_$7SS$3 (J 

> ~SB=jSGS9S, !"SbS&GcS$ (SUSSSCS]SSSNSG;z (JPIOSZ SBS"S$?SjSrA@SCSFS*S9!#SGSbze (J 

> ¿SB6b$JS$SGS9¿ (J(;_;) gSB! #2 (JBez SBSNz (UML¿$B$r¿ (JROMz; $B$C$?$4!"z (JBeBox GUIDEBOOK: 
SBFISs$G5$; }SAz (J 

> ¿$B$rM^$ (SDSD$b!"S=S1SGSb$35N5S$; }SASO! &!&!&55; }SASO!E&!&S/SS! #2 (J 


¿$B!!$G$b!"¿ (JNubus PowerMac; SBS@SHS@SaSTSsS$GS9SHSM! #2 (JBe OS¿$B$O!#¿ (J 
2$B!!¢ (JPCIzSBSGz (J604 $BSG$JSSSH!&!&!&!# (J 


ՀՏՑ 12 (JPIOSZSBSHSSS ($P!"¿ (JAmigazSBSNS"S1SGS9SM! #2 (J 


(JAmigaz SBSH: (JBez SBSH; (JMacz; SBSN¿ (JOSzSBS,F0S/z (JPPCP¢$B%*%7%SSSCSFSNSbLLGrS=$ 


é 
Հ 
&l#E (J 


éESB!!S3S1!"STSNOLSNJ}$,1~JgS9SkSSSGS9S+SMS'!&!&!#;dSO011~!"1~Jgz (J 
ESBS9SkKSDSbS5SGS9S, !&!&!1#!VS+SCS3SSSSSRSHS77/%2!<%* !WSH8@SE!"; j9bë (J 
ESBSN%/%3=%2!<SGS9! #2 (JTowns; SBS$+SiSNO\?"SH8@S&E@SGS"SNL>:n!V4[!WSHDLS:$k¢ (J 
ESBI*S,S"S4S*S9S, ! "FbMFE*SKSOt#S+SKDc<! 8586892 (J (*,%; 2$B! #EVA3 ! "M3>!SHS+3 (J 

¢ SBAG@SCSFS*S;Ss¢ (J(¿SB%$OSJS+SiL5M) ¢ (J) ¢$B! #A@SE&SO0?3: : OWFCUL>*SCSFS=SsSJI>*S"Sk3z (J 
ESBSNS+!) 2 (J (¿SB>P¿ (J) 


V V VV V V 


¿SB!!SSSd!<!"SSS“S“SGSN%SS%*sY%s%*sHSh$SjSO;22C<TA)S(SkSsS8ScSJSSSGS9S+SM!)¿ (J 
¿SB!1XA 6b$d>^IJ$, =P$K$0$1$G$I$/!"¿ (JCD $B2=$^$G$5$1$k$_ $288$G$987! #2 (J 


£5B!!%?SSSHSkS+SiS7SFAGE (S$GS9SM! #; |) 9bSN%/%=%2!<SH8@SOS1SKSHS3SKSb; (J 
¿SB!!S=$=SiSlSkSDSNS,S"SjS%S9¿ (J (^^; 

--MESSAGE FILE 20746 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
18html.html 


--MESSAGE FILE 20747 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0119html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCO2QkYkdjJEMkKRiQ3JF 4kQyQ/GyhK?= 

Date: Mon, 12 May 1997 18:02:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3376DCB7.4E23@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <5kuddnS$p12@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBESHA#T!%3 (J wrote: 


> £$B%3%j%ScN) SAFI$_SG==J, $0$C$?$+$IJ$HOl=V8e2y$7$^$7$?$, !"<}30SDS"SIS*STS?! #2 (J 
> ¿SB!VHkL)SN2V1` !WSHS+!V2qOwS?SASNS"SSSISkK!IWSHSt+3 (J (^^;; 


éSB!!N) SAShHS_SGS9S*S=S&SH;WSCS?SsSGS9S, !"F@FQSSAG: *S,S"SCS?SNSG; (J 
ESB! !GcS$CSFS$7S*S$S$S*S$752¢ (U (¿SB>P¿ (J) ¿SB!#¿ (J 
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ESB! !S*S3SiS1SkSN>5CNSNSES (SG! "SISCS+S$G; HS$$*$9¢ (Մ(՞՞չ 
—-MESSAGE FILE 20747 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
19html html 


--MESSAGE FILE 20748 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0120htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJGOQkQyRITWgkbCQ/GyhK?= ( 
=?iso-2022-jp?B?X19eOxskQiEmISYbKEO=?= 

Date: Mon, 12 May 1997 18:03:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3376DCF2.D1F@ymg.urban.or.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> <336EF374.59A@ymg.urban.or.j 

p> <336EF7CB.7FC8@fa2.so-net.or.jp> <33705570.5CA5@ymg.urban.or.jp> <3370D8F4.3DF6@f 

a2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 
> ¿SBSHS3SmSG%%“%S9%?!<! "FE9SNL>A0SJSsSGS7S?SCSl1!)¿ (JU (¿SB>P¿ (J) 


¿SB!!SbSASmSs!"!VHkL)SN2V1` !WS$SGS9¿ (J (%%; 

¿$B!11%i%S0%SS!<SbSdS3jS S9!#¿ (J 

--MESSAGE FILE 20748 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
20html.html 


--MESSAGE FILE 20749 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0121html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso0-2022-jp?B?GyRCJSI1SiUzJXMbKEpWUxskQj82RIALUSVDJS 8bKEo=?= 
Date: Mon, 12 May 1997 18:05:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <3376DD56.425A@ymg.urban.or.jp> 

References: <33708D0C.126C@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


SB! ! SOSCS-S4SSSCSF?6F0%Q%C%/SN>!SA! #2 (J 
¿SB!!C1#4EECS#2KN;HS&S@S1S"SCSF!"S/SkS/Sk (J (¿SB>P¿ (J) 


¿SB!!4ySN>eSKCVSSSFSVSkSVSkS5S;SkSH3ZS7SSSGS9!#¿ (J 

¿$B!!$5$9$, SOGSETF2!"S3SsSISHS$3SGSb3Z$7$°S; SFS/S1SkSHSO¢ (J (¿SB>P¿ (J) 

—-MESSAGE FILE 20749 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
21html.html 


--MESSAGE FILE 20750 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0122htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso0o-2022-jp?B?GyRCJGQkQyRITWgkbCQ/GyhK?= ( 
=?iso-2022-jp?B?X19eOxskOQiEmISYbKEoO=?= 

Date: Mon, 12 May 1997 22:36:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 
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Message-ID: <33771CC9.551E@fa2.so-net.or.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> <336EF374.59A@ymg.urban.or.j 
p> <336EF7CB.7FC8@fa2.so-net.or.jp> <33705570.5CA5@ymg.urban.or.jp> <3370D8F4.3DF6@f 
a2.so-net.or.jp> <3376DCF2.D1F@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
kAZZY wrote: 


> gSBSHS3Sm$G6%*%39%?!<!"EOSNL>ADSISSSGS7$?SCS$1!) ¢(J(zSB>P¢ (J) 


éSB!!SbSASm$s!"!VHKL) ՏԱ271` !WSGS9¢ (J (^^; 
ESB! !Si%0%S!<SbSd$jS*SOl#e (J 


VV VV V V V 


¿SBSoS?$7S$SO%SUSk%P%SC%/SGS7S?!# (J (“ °; 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
-—-MESSAGE FILE 20750 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
22html.html 


--MESSAGE FILE 20751 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0123html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSslbCE80mc5JSQtOmc 9OD1InISohShsoSg==?= Re: 
=?iso-2022-jp?B?GyRCI1MjQyNFIOEKS0Z+JGwkxXiQ5JCUhKSFLGyhK?= 

Date: Mon, 12 May 1997 22:54:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 48 

Message-ID: <33772114.7A2F@fa2.so-net.or.jp> 

References: <335CE48B.57DE@fa2.so-net.or.jp> <5k0vk8Sdfk@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.170.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASO; (J falcom ¿$B$5$s!#¿ (J kKAZZYzSBSGS9O!#¢ (J 


> >gSBS*SMS,S$S!*S5S_ S"STSs!*!#! JOUL#ITL@! #SITSDS+S7!<!Kz (J 
> > 
> ¿$B!!2{$+$7$9$.$G$9!#!J>P!K¿ (J 


ESBSUNS"IE"SOS+SK2M$, SSSFENIS+SCS$S?!*¿ (Մ(՞՞չ 


¿SB!!$k%&$@$H¿(J..... 
¿SB!!!!11118$83$/$%Š$m (J 
¿SB!!!!!!!!%8%c%0o%+%1l!<; (J 


¿SB!!S,SSSSSGS9SM!#¿ (J 
¿S$B!!5USK!"D6502<$b$N$O! "¿ (J 


¿SB1!SGS9!#¿ (J 
¿SB!tIzS;;zSKSJSCSFSJSS!#¿ (Մ(՞՞չչ 


VVVVVVVV 


2SBSO$?$7SOA0F |$K%k%&$+$i:n$j$^$9!# (J 


ESBSCSFSNSOS*SCS+SI%S&S=SG!1S4!<SkSG%SStS1!<!TS@SCS?SCS$1!) IKSGSO! #2 (Մ(՞՞) 
ESBFYSOSZSiSZSiSGSHS+S*SS$S*S;SsS, !"S8Sc%, SSSODSORUBPBGS-L\SGS9! #2 (J 


¿SB!JS3S1S$S@S1SO>ySlS%S;SSs!*!K¿(J(“ °; 


> ¿$B!!4pKNE*SK!"%$1%H%k%$HSbSN$O!"LtIJ=-$$$NS$,SASgSC$SH61<3j$G$9$,!"¿ (J 
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> ¢SB!!#L#EFESO!"7k9=9%S-SGS9! #2 (J 
> eSB! !#2#0G\SOS?SYSISSSGS9S+!) !J>P! Ke (J 
> ¢SB!tSbSASm$s!";d$O!"?)SYS1$*S;Ss!#e(T(%%77 ESB! d#2#0G\¢ (J 


ESBS"SC!"#2#0G\SCSFB8:_S9SKSNSOCNSCSFS$$*$9$, 8+$?S3SHSISSSGS9! #2 (J 
¿SB$dSCSOS3J3S9S4SSSGS9S+!)¿ (J 


>P.S.:¿$B%5%P%+%1!<$r?)$Y$?JI}$$$^$9!)¿ (J 
> 
¿SB11S3S1S$O!"SSS*S@SKJ]8nS$GS-S:SKSSS*S9!# O (Մ(՞՞չչ 


¿SBS$SIS3SKS"S$k$sSGS7Sg$&SMS'!#¿ (J 
2$BL\7b$*$?$0<B: ] $K?) $Y$?!"SOS$?$*S?S&SASG: nS$CSFSkKSCSFJ} !">pJs$r$*BTSAS7$FS%¢ (J 
éESB!<S9!#¢(J(%*%) 


¿SBO8@hSOS3SASi!*¿(J(“ °; 
¿SB#q¿ (J (՞՞) ¿SB#p¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20751 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
23html.html 


--MESSAGE FILE 20752 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0124htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCI1IMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?UmU6IBskO jt kJGJHY yRDJEYkKNyReJEMkPxsoSg==?= 

Date: 12 May 1997 16:49:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <517hm3$70j@newsl1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <5kuddnS$p12@news1.scei.co.jp> 

<3376DCB7.4E23@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.190.239 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<3376DCB7.4E23@ymg.urban.or.jp>... 

> ¢SB!!N) SAShS_SG$9$*S=$&SH;WSC$?$s$G$9S, !"F@FQSSAG: `S, STSCS?SNSG (J 
> ¿$B!!Gc$C$F$7$^$$$^$7$?; (J (¿SB>P¿ (J) eSB! #2 (J 


¿SB%"%$%SI%Sk@8<L??$G$9SM¿(J (՞-՞)Ճ 

ESB; HMQ%?7%S%HSkSOSdSCSQS$ 4! VHKL) SN2V1° !WSG7hS*S$5SGS9$+!) ¢ (J 

¢é$BC?H~GI7; 5. 7ONx0&%7%_%e%1!<%7Sg%SSISS$+SISE&SGS7SgS&!#SPSiSN2VSHS+¢ (J 
¿SB;w9gS$SS$S$=S&S@S7¿(J (^^; 


(ronie Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 20752 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
24html.html 


--MESSAGE FILE 20753 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0125htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSslbCE80mc5JSQOtOmc 9OD1InISohShsoQg==?= Re: 
=?1SO-2022-JP?B?GyRCIIMJOyNFIOEKSOZ+JGwkXiQ5JCURKSFLGyhC?= 

Date: 13 May 1997 02:38:07 GMT 
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Organization: Net Yarouze! (SCEI) 

Lines: 57 

Message-ID: <518k6fS8dm@newsl.scei.co.jp> 

References: <335CE48B.57DE@fa2.so-net.or.jp> <5kOvk8S$dfk@newsl.scei.co.jp> <33772114 
. JA2F@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.251.251.221 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:;$BSGS$9!#¢ (B 


kAZZY ¿$B$5$s[)$/¿ (B... 


> 

>; SBS3SsSKSA$0; (B falcom ¿$B$5$s!#¿ (B kAZZYzS$BSG$9! #2 (B 
> 

¿$B!!$3$s$K$A$o!"$G$9!#!JFf!K¿ (B 


>> >¢SBS*SMS,SS!*S5S_ S"STSs!*!#! JOULFITLO! #STSDS+S7!<!Kz (B 
>> ¿$B!!2{$+$7$9$.$G$9!#!J>P!K¿ (B 

>ESBS"S"!"So$+Sk?MS, ՏՏՏԲԱԼՏԻՏԸՇՏՉ21»չ (B(%%; 

> 

é$B!!SISDS+S7$SSGS9SMS'! #2 (B 

2$B!!$3S1S$CSF!"F|MKD+#9; ~37%5!<%: !JI>!<jSKL?L>!KSGS$7S$?ShSM! #2 (B 
ESB! !S= S ԱԱ ՂԱՏՆ l >/=w%$7%j!<%: SK (B 
TSB!IAvSCSFSSSCS?ShSsSJ; (I B....¿$B!J>P!K¿ (B 


>¿ $B$0$?$7$0A0F |$K%k%&$+$i:n$j$^$9!#; (B 
> 

¿$B!!$&$Cz (B 
¿$B!!$9!"$9$4$$; (B... 


>z¢ SBSCSFSNSOS*SCS+SI%&S=$G6!1%4!<SkSGSSS4S1!<!TS@SCS?SCS1!) 12565918: (8(՞՞) 
> 

ESB! !S@!"S@S*S5S1$?¢ (8..... ԱՆ ՈՆ 

ESB!I!% yg a ae sns ree sa 


>¿SBFySO%SZ%i%Z%iSGSbS+SASSSAS;SsS,!"š8%c%,%SšbSOQdBPBgS-LNSGS9!#; (B 
>¢$B!J$3$1$@$1$0>y$1$*$;$s!*!Kz (8(՞՞չ 

> 

got 26 ea * ever 2 "Lodo ieredscsee ՀԵՑ MEE 
2$B!!FZFy$H$+!"D;FySH$t+! #2 (B 

2$B!!1%7%ASe! <MQ3V%m%C3/FySO! "SASGSCSH! "S@SaSGS9! #2 (B 
¿SB!1!1S5$95S_SHS+SO!"SJS+SJS+SGS9!#!J>P !K¿ (B 


>ESBS"SC!"#2#0G\SCSFB8:_S9SkSNSOCNSCSFSSS$*S9S,8+S?S3SHSISSSGS9! #2 (B 
>¿SBSdSCSOSjJS9S4SSSGS9S+!)¿ (B 

> 

¿$B!!$"$C$?$s$G$9$h!"$3$1$, !#¿ (B (“ 

¿SB!!1S3S1Sr!"S*SS$SS7S=S&SK?) sYSPSS$keMsr$_ S$?9/SJSSSGS9!#!J>P!K¿ (B 


>> >P.S.:¿$B%5%P%+%1!<$r?)$Y$?J}$$$^$9!) 

>> ¿SB!!S3S1SO!"SSS*“S@SKJ]8nSGS-S:SKSSS*“S9!#  (B(“ ; ; 
>2¿SBSIS3SKS"SkSsSGS7$SgS&SMS'!# (B 

> $BL\7b$^$?$O0<B:] $K?) $Y$?!" $0O$?7$^$?$&$A$G:Nn$C$F$k$C$FJ}!">pJs$r$*BT$A$7$F$^;¿ (B 
>E $B!<$9! #6 (8(՞՞) 

> 


é9B!!$3S1$N85%M%?SCSF!"SISis*SGS7$?ShSM!) չ (B 
Թը [S$SsSHSK=P$9SHS$O;WS$$*$; Տ5Տ65752515118. ( Ց (՞՞չ 


¿ $B! !OMA3SHS7SF!"A\:wCf£SGS9!#¢ (B(%%;; 


ar ies sZ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ՈՅ Մ E_Mail_Address : falcom@bekkoame.or. jp ae 27 
_/_/_/ Net Yarouze! ID : ayz00581 _/_/_/ 


-—-MESSAGE FILE 20753 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
25html.html 


--MESSAGE FILE 20754 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0126htm1. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Mozilla=?ISO-2022-JP?B?GyRCUESkKRCOKJEYDKEI=?= 
Date: 13 May 1997 02:43:49 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 14 
Message-ID: <518kh5S8dv@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.251.251.221 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom: SB$G$9!#;¿ (B 


ESB! ! SASGSCSHAOSKS$$, ՏԱՏՏՏՉՏՏՏՇՏ9Տ, !"%M%C%$H%9%1!<%WSN¿ (B 
ESB! !SK%e!<%39%34!<%@!<SCSF!"3 (BBasez $B=q$-9~$_ PRESTERER B 
¢SB!!>!<jSK31% OSKESSISFSSSKESS, $9$k$s$G$9$,¢(B..... 


¿SB!!5SSNS;SSSGS9S+!)¿ (8(՞՞չչ 

¿SB!t5SSNS; o niso T Ց (՞՞չ 
ffs Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
— 77 E_Mail_ Address : falcom@bekkoame.or.jp =Z ee 
DF 2. Net Yarouze! ID : ayz00581 ւ 7 7 


—-MESSAGE FILE 20754 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
26html.html 


--MESSAGE FILE 20755 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0127html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCUWk1MCVTITwbKEo=?= 

Date: Tue, 13 May 1997 17:41:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33782946.3A3C@ymg.urban.or.jp> 

References: <bo0Owy$24b319970505023438@news1.scei.co.jp> <336EF374.59A@ymg.urban.or.j 
p> <336EF7CB.7FC8@fa2.so-net.or.jp> <33705570.5CA5@ymg.urban.or.jp> <3370D8F4.3DF6@f 
a2.so-net.or.jp> <3376DCF2.D1F@ymg.urban.or.jp> <33771CC9.551E@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 
> 2~SBSoS?S7TSOSUSKSPSC%/SGS7S?! #3 (Մ(՞՞չ 


ESB! !SdSCSFSiS7S?SHSOz (J (%%; 
-—-MESSAGE FILE 20755 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
27html.html 


--MESSAGE FILE 20756 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0128html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCO2QkYkdjJEMkKRiQ3JF4kQyQ/GyhK?= 

Date: Tue, 13 May 1997 17:45:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33782A11.70E0@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <5kuddnS$p12@news1.scei.co.jp> 
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Hi George, 
What was 1.0 like? 
What was on display? (yours and theirs) 


> I didn't want to confuse the rest of the people 
> attending the workshop since they weren't game 
> programmers. Maybe another time... 


What kind of people were they? 

From the 1.0 description, I'd have expected a host of nu-media plonkers-— 
Sulky overgrown-kids in raybans with pretentious attitude and too much 
cool... 

Then again, maybe they were mostly techno-flower arty-hippie types. 
...Or perhaps normal people...? 


Cheers, 


James (~mrfrosty). 
-—-MESSAGE FILE 2196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00899 


--MESSAGE FILE 2197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000900 

Path: chuka.playstation.co.uk!news 

From: "James" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: FAO Toby Sargeant 

Date: Sun, 10 May 1998 20:45:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6j77doSrla3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p51-gull-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby, 
I have been trying to e-mail you with reference to Yaroze development on 
Linux but each time the message gets bounced. Please can you contact me. 


Cheers, 


James 
--» Remove nospam to reply Հ-- 


"How lucky I am!! Whenever I make a mistake people are sure to discover it." 


-—-MESSAGE FILE 2197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00900 


—-MESSAGE FILE 2198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000901 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FAO Toby Sargeant 

Date: Mon, 11 May 1998 12:59:51 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3556f5df.7721136@news.scea.sony.com> 

References: <6j77doSrla3@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-3.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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<3376DCB7.4E23@ymg.urban.or.jp> <517hm3$70j@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#S#A#T!%¿ (J wrote: 


ESBS"SSSTSkK@8<L??7SGS9SMz (J (“—*)v 

¢$B; HMQ%?SSSHSkSOSASCSQOS4!VHKL) ՏԱ2Խ1` !IWwSG7h$*$3j3$GS9S+!)¿ (J 
2SBC?H~GI7;5. Le ՏԱ _%esl!<% ԱԱ eee i$N2V$H$+¿ (J 
SSB; w9gSSS=S$&S@S7¿ (՞՞չ 


V V V V 


¿SB!!@5LL8-S- Ա ԱՐԵՑ $8%3'SKSOSKSNS, ՏՏՏՏՏԻՏՄ ԼՀՏԷՏՀ» (J 
ESB! !;WSCSFS*S9¢ ¿SB>P¿ (J) 


ESB! !S7SCS+$7!"22=PS=SES+SIS"l #3 (J 
¿SB!!%]%3j)%4%s;HS&?MS?S/S5SsS$SSSkS+Si5Q2<S@S7!"¿ (J 


$B! !37%e!<SFS#SsS0Sb502<!"3 (J 
581 !C/SbS$d$ }$=$&$KS$I$$; vSr$d$k0I30$K! "@8$-SkF; $, $I$$ (J (258»ՔՀ (J) 


¿SB!tEE7b2&FIS`SHS$S3SJSSSJS!¿ (I(^^; 
2SB!t; Boone far ae a aA 
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—-MESSAGE FILE 20756 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


28html.html 


--MESSAGE FILE 20757 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0129htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?TW96aWxsYRSkQiRLJEQkIJICRGGyhK?= 
Date: Tue, 13 May 1997 23:27:57 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <33787A6D.68E8D6D2@aix.or.jp> 

References: <518kh5S$8dv@news1.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.199 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ESB! ISASgSC$HA0SK555, SDSS$?Ss$G$9$, !"SMSC%HS9S1!<SWSN¢ (J 

> ¢SB!!3K%e!<%9%4!<%@!<SCSF!"z (JBase¿$B=q$-9~$_$G$b!"$J$s$+!"; (J 
> ¢$B!!>!<jSK%1% E i sPasskose, S9SkSsSGS9S,¢(J..... 

> 

> ¿SB!!5SSNS;S$SSGS9S+!)¿ (JU (“ °; ; 

> ¿SB!t5SSNS; ` c ԱԱ E Մ(՞՞չ 


Subject ¢$BSNF, ?tJ8; z$,F1S8SGS"SHSJISsSi$+SN>r70$, =ESJSKSH3z (J 
¿SB!JS$S3S$SNS$S"$?$jS$Sh$/SoS$S+$iS$JS$SS!K>!<j$K%9%S1%C%$II=<($7$F$7S ¿(J 
ESBSSS*SO! #2 (J 

ESBS?S@!SS5"S/S5*SG; dSN4D6-SGSNOCSG! $@_DjSrJQS ($k$H<#$k$+$b¿ (J 
¿SBS7S1S S;Ss!#; (J 


¿sB41 t] ti]. 11111111 111111 11211811 11111111 17112407 
ՀՏ8111 111111 111 9bEDMNT? !TSOSSSISkK!'S?PS3SNS9S1! Ke (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<S°SZ2!<S8Sr?tSsvIn$SVS$ {jSKIIPTSTS*STS? 1 #e (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿S$B:G=*992?7F|;-!!!!#5!12?#1#2!J2<$N¿ (JURLZESB!Kz (J 
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¿$B9927M=DjF|!!!!!!#412111)¿ (J 
--MESSAGE FILE 20757 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
29html.html 


--MESSAGE FILE 20758 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0130htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO0O-2022-JP?B?UmU6IBsSkOjJtkJGJHY yRDJEYkNyReJEMkP xsoSg==?= 

Date: 14 May 1997 02:36:29 GMT 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <5lb8fdSbn9@newsl.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <5kuddnS$p12@news1.scei.co.jp> 

<3376DCB7.4E23@ymg.urban.or.jp> <517hm3$70j@newsl.scei.co.jp> <33782A11.70E0@ymg.urb 
an.or.jp> 

NNTP-Posting-Host: 210.132.190.208 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<33782A11.70EO0@ymg.urban.or.jp>... 


> ¿$B!!$7$C$+$7!"2?7=P$=$&$+$J$"!#¿ (J 
¿ $B; dSbLSKESKSbSJISsSS+AOSCSFSdSm$&SH; WSCSFSkSSSGS9S, !"S"SSSGS"CJI3, SGSISGSKz (J 


ESBSDS*SESSSFS*S9!#01=VSN; WSSIUS-SG!VS"!"S3S1LLGr$S=S&!WSHS+;WSCSFSb!"<Q5Mz (J 
éS$BSaSF$_SkSHLLGr$/$b2?SHSbSIS+$CS$?S 4S T7TSFSIS+SIS+FQS7SS!#e (J 


é SBS=$&9MS (Sk$H! "FOMFSOSHSbS$+S/!"S3$1S@$1SN%?%3S%H% ae @SSNCESKHEMtS7SFSkS$Hz (Մ 
¿SB$SS&SN$OS9$4S$;v$@SH%ASi%C$H;WS$SC$?$j$7S2$9!#; (J 


¿SBS$SHSb$S"$1!"Sb$&S=$mS=S$m#1G/SKS$SJSŠm$S&SHSSS&SNSK!V2?$Sb=PMhS$S 2 $; $s!W$G$02?$r¿ (J 
¿SBS7SKMhS?S+SoS+SiSJSSSNSG¿ (J (^^; ESBSTS&SKS+7ASKS$7$ 29996991 փ. (J 


> ¿SB!tEE7b2&FIS`S$SHS3SJSSSJS!¿ (Մ(՞՞չ 
> ¢$B!t;dSOBP>] r O j ` seo 


¿ SBL) $+$K; dSb$=$ &; WSCSFS*$7$2¢ (՞՞չ 
ագ oxEES7SESKEOSLEBRCHUSSENGG!*: 2552Տ՞Տ2Տ՞11:ՈՏՑՏՇՏՉՏԱՏԼ1ՏՀՏԵՏ:7ՏԼ, 
ESBS*S; 98S, 182 (Մ 


)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 20758 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
30html.html 


--MESSAGE FILE 20759 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0131html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCO2QkYkdjJEMkKRiQ3JF4kQyQ/GyhK?= 

Date: Wed, 14 May 1997 20:16:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <33799EF2.91E@ymg.urban.or.jp> 

References: <01bc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <5kuddnS$p12@news1.scei.co.jp> 

<3376DCB7.4E23@ymg.urban.or.jp> <517hm3$70j@newsl.scei.co.jp> <33782A11.70E0@ymg.urb 
an.or.jp> <5lb8fdSbn9@news1.scei.co. յք» 

Reply-To: kouzou@ymg.urban.or.jp 
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NNTP-Posting-Host: 202.231.136.118 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#S#A#T!S¿ (J wrote: 


> ¢£SB; dSbLSKESKSbSISsS$+AOSCSFSdSmS &$SH; WSCSFSkSSSGS9S, !"%S"%S%G%"CJ3, SGS9SGSK;¿ (J 
> ~ESBSDS*SESSSFS*S9!#01=VSN;WSSTUS-SG!VS"!"S3S1LLGr$=S&!WSHS+;WSCSFSb!"<Q5M; (J 
> ¢SBSaSFS_SkSHLLGrS/Sb2?SHSbSIS+SCS?S4ISTSFSIS+SIS+FQS7SS! #2 (J 


pea aa Աա ՆՆԵ Ն ՈՅ: 
ISB!1;-4VS+!1"6b5+!"?ME*;q8; $SN$IS1$+$, o oo jJ SSSNSHS+¿ (Մ 
¿SB!!%j%=!<%9SP$jS$SPS3j$JSbSN$SbL5M])$@S7!#¿ (J 

ISB11S; S 5 ԱԱ ԱՆ Tar 58 S&STSNSK!&!&1&l #2 (J 
é$B!!3X@8SGSbK; $7$$J}$OK; $7$$$G$7$g$8&$1$I; ^; 


> ¿$B$=$&9M$ (SkS$SH! "FOMFSOSHSbS+$/!"S3S1S@S1SN%?7SSSHZkS, @SSNCESKHEMtS7SFSkSH¢ (J 
> ¿SBSSS&SNSOS9$4SS;v$@SH%SA%Si%SCSH;WSCS$S?$j$S7S-$9!#; (J 


¿SB!!IbS$S+S$SVS3SHSJS/D@S`SDSNSbB?SSSGS9S7SM¿ (I(^^; 


¿$B!! ! 7 dSOS 5 354 ՏՏՀ (11005 ¿SBS+ SCSH!"<B<L<h9~S$_SGSdSkM=DjSGS9! #2 (J 
2$B!!3( E Աա ras ei ee ՀԱՅ 7 š 


> eSBSHSbS"$1!"SbS$&$=Sm$S=Sm#1G/ SKS ITSm$ &SHS$SS&SNSK!V2?Sb=PMh$*$;$s!WSGSO2?Sr¢ (J 
> ¿SBS7SKMhS?S+SoS+$iSJSSSNSG¿ (Մ (^^; ¿SBSIS&SKS+7ASKS7S?$SSGS9!#¿ (J 


¿SB1!S*8 SS$SS,SsSPSjJS“S7SgS&¿ (g (““) / 


> gSBL) $+$K; d$b$=$&;WSCSFS*$7$22 (J (^^; 
> cub }4 [aXETEDSEKEOSLEBSCEIESONEG!*: #2s$?$^$?$^IT:n$C$C$?$0$1$+$b$7$1; 
> ¿SBS“$;SsS,!#¿ (J 


¿SB!!<!9fSNFC=8SO!"¿ (UPS;¿SBSN>!Mx$+$JSsS+SKSDSSSFSdSkS_S?SSSGS9SM!#¿ (J 


¿$B!!EE7b2&$K8B$i$:!"$J$K$+:G6a$N%2!<%`; (; oOSCSFSG!<%3?; j>e<g5AE*$J$H$3$, ¿(J 
ESB! !STSSSGSOS+!) !#373'S"SQSHS+3t2AS@SHS+4k6HS$, 5a$a$k?M:`$0$H$+!&!a!a!#e (J 


ESB! tCcCt+S$5S$sSOS"SSSTSEKSASCS?PSNS+E (J (%%; 

ESBItSH@nSSSsSN$; ՏՏՏ057չ (I (¿SB>P¿ (J) 

2SB!t5H@n$5$sS$0:#!"6PO0+%Sb! <SIS@S=SESGS9! #3 (J 

—-MESSAGE FILE 20759 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
31html html 


--MESSAGE FILE 20760 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0132htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?I1SO-2022-JP?B?GyRCRUU3YjImR2MkQyRGJDckXiRDJD8bKEI=?= 

Date: Tue, 13 May 1997 21:31:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <bo0wy$24b319970513213100@news1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <5kuddnS$p12@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.212 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <5kuddnSp12@newsl.scei.co.jp> ¿$B$N¿ (B 
¿SB5-;vVSKS$*SSSF¿ (B 1997¿$BG/¿ (B05¿$B7n¿ (809Հ58Բ | ¿ (B (586Եչ (B) 052:58:-: (B41¿$BJ, ¿(B11 
ՀՏ81Ը:" 1" (B 

":$B#S#A#T!%¿ (B" <sat@ga2.so-net.or.jp>¿SBS5SsSO=qS-$*S7S?!# (Թ 
>¿SBS"T"SkS_S?SSSGS9SM!"FCJL>*!#¿ (B 
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ՀՏ811:22Շ»՞ՏՈԱՏԸՏ2Տ5357ՏԲ: (8(՞՞չ 


¿SB%3%3j3%cN) D $SG==J,S@SCS?S+SJSHOl1l=V8e2yS7S ee 
— $7$?!#¿ (B ¿SB!VHkL)SN2V1` !WSHS+!V2q0wS?SASNS"%$SSISk!WSHS+ ¿ (B (՞՞չչ 


$B! !;d$bGcSCSA$c$$$*$7$?¢ (B(^^; ¿SB!#¿ (B 
2 SBSASCSOS"SSSTSKSASHSTIS!!"SESS!#e (B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20760 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
32html html 


--MESSAGE FILE 20761 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0133htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJFMhPBsoQg==?= 

Date: Tue, 13 May 1997 21:34:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <bo0wy$24b319970513213440@news1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> 

NNTP-Posting-Host: 202.247.160.212 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


GSX-R <kouzou@ymg.urban.or. jp>zSB$5$sSO=q$-S*S7S?! #2 (B 
>¿SB!!SGSb!"¿ (BNubus PowerMac; SBS@SHS@SaSJSs$GS9SHSM! #2 (BBe OSESBSO! #¢ ( 
>¿$B!!¿ (BPCIzSBSGz (B604z¢SBSGSISSSH!&!&!&! #2 (B 


= 


ESB!il¢ (BPCI¿SBSO!&!&$= S$S&$GS9SM!#S?S@!"SW%$m%;%SC%5SO¿ (B603; $B$b%5%]!<%H$7$F$^$9!#¿ (B 
¿S$B:#$Sd$C$SF$Sk%$G%$V%$3%s$G¿ (BDR9¿ SBSN$SW%$1%S%še!<$H$+$d$C$F$ $98, !"SJS+SJST; ( (B 
¿SBO (SS;v5KSJ8Js-SasG3257s 96591 (B (2 SBE [K\811=< ($NS94JSC3NS %g%C%SH$G!" (B 
¿SB!V#B#e#O#S4A; z! WSHI=< (STSFSSSKSNS, !"SISs$+2D0&8S$$2 (B(^^;)¿$B!#¿ (B 


>¿$B!!¿ (BPIOS: SBSHSSS$ (S$P!"z (BAmigaz SBSNS"S1SGS9SM! Էչ (B 
>¿$B!!¿ (BAmigaz SBSH; (8852 SBSH; (BMacz SBSN;z (BOS; $B$,F0$/¿ (BPPCP; $B%*%7%SSCSFSNSbLLGr$= 
S&!#e (B 


ESB! !SGS9SMS'!#SASgSCSHADS*SGSWSm%H% 2? SSSWSGS7S2?S, !"$D$$$K#67n$+$i¿ (B 

2 SBHNGdS$r3+; OS 9SkKMMSG$9! #2 (BAMIGA; $B%?%S3WSHz (BMac¿$B%?%$%W$, "$C$F!"$=$1$>$1;¿ (B 
éESBSM!<%_%s%0S, ¢ (BtransAM;: SBSH; (BMaxxeum (¿SBS3SCSA0cSCS?S+Sb (B) ¢$B! ##O#SSH%S] !<SHN* ¢ 
(B 

éSBSNAuHwS, 0[SJTSkMMSGS9! #2 (B 


>ESB!!>*6b$d>*1d$,=P$k$@S$1$G$I$/!"¢ (BCD¿SB2=S*“SGS5S1SkS_S?2SSSGS9S7!#¿ (B 


¿SB!!SdSOS3#C#D2=S$C$FS$NS$,LSNOSGS9SM!#S3S1$,$JS+SCS?Sil-JgS9Sk5SS, ¿ (B 
2$B<:$; $F$?$+$b$7$1$^$; $s! #>*6b$, ՇՏ (SkMM$J>*$O<hS$1$=$&SKS"$45$*S; $sz (B 
ESBS72 (8(՞՞ ESB! #e (B 


>¢$B!!%?3SSHSkS+Si$7SFAGE ($GS9SM! #; j9OSN%/%=%2 ! <SH8@SOS1SkSHS$3SKSb; (B 
>E$B!!S=S=SiSlSk$b$N$,$"$j$*$92 (8(՞՞չ 


25811 ! IL#SNS"$k%/%=%2!<!ISKSDSSSFF | | ICGAVS&SASGBESFSTSFSSS*S7SF!"3 (B 
éSBS+SCS3SSSSSRSHS77/%2!<%* SO!"S=SN2rEzSNOLSDSHS7SF:n@.S5S1S?I*SGS9! #2 (B 
¿SB;d$, ZMSCSHSdSm$&S$<SKF~2q$9Sk:]!"SRSHS77/Sr3M3CZHSd$m$&$<SN#83d; (B 
ESBOJ>eSN?MSKIa5Z$5$; SkSH8@S&;HL?PSrliSCSFS7S*SCS?SNSG!":#2SSNEE7b2&¢ (B 
¿SBSN%*3%s%*F%9%HSG015S$SSKIa5ZS5S;Sk;;CJSGS9¿Á (B(^^; 258182 (B 


¢$B!t<BSO; (BGSX-Rz $BS5$s$NS$/S$sSAS [$U%-%Sc%S3Z!<%s$, !"2f!9L#$N$"$k%/%=%2!<; (B 
¿SB8&5f=8CD¿ (B(**; ESBSNAVSGODSSI>2ZASrFASES$$ 2S jS7$°$9¢ (B (^^; ESB! He (B 
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¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcCO0075@niftyserve.or.jp 

—-MESSAGE FILE 20761 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
33html html 


--MESSAGE FILE 20762 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0134htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJSI1lcyUxITw1SBsoQg==?= 

Date: Tue, 13 May 1997 21:52:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <bo0wy$24b319970513215215@news1.scei.co.jp> 

References: <redbug$ff8d19970505145245@news1.scei.co.jp> <bo0wy$24b319970506220920@n 
ewsl.scei.co.jp> <redbug$f£8d19970507214241@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.212 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug¿ $B$5$s$0=q$-$^$7$?!#¿ (B 

>2SB!VSMSCSHSd$m$ &$<SKS*SSSFCNSCS?>pJs$rBh#3<TSK65$ (SASc$S$S$1SJSS!W (B 
>¢$B!JI5-21ShSjBg$*S+SJ0zMO!cSrSS!KSH!"SZ!<S8SN8x3+!"SIS&N>N) $5S;¢(B 
>2SBSkSsSGS7Sg$&St+SM$'! #2 (B 


£$B!!%*!<%wW%s2=SKH<SCSFB?>/SO4KS/SISkSSSGSTSgSESIST!"S\!<S@!<%iSS%s32 (B 
é SBSrSISNIQSKS9SkS+S, Fq$7$=$&SGS 95M! #2q0w8D ?7MSNH=CGSKS+SJI$jIiS&MMSJ; (B 
¿SB5$$,$7S2S9¿ (B(%%; 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20762 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
34html html 


--MESSAGE FILE 20763 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0135html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCI1M3jOQOSNUISUbKEo=2?2=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQiRTITWbKEo=?= 

Date: 15 May 1997 06:25:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5lea90Sfv2@newsl.scei.co.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Hideki Naito(bo0wy) <bo0Owy@t3.rim.or.jp> wrote... 
> >¢SB!!>*6bSd>*1IJ$,=PSkS@S1SGSIS/!"z (JCD; S$B2=S*SGS5S1Sk$_S?SSSGS9S7!#¢ (J 


ESB! !SdSOS j#C#D2=SCSFSNS, LZNOSGS9SM! #$3$1$, SISt+$C$?$il~Jg$9Sk5$$, ¿ (J 
¿SB<:S;SFS?S+SbS7S1S S;Ss!#>“6b$,LcS$S (SkKMMSJ>*SO<h$1$=S&SKS"$j8*$; $s¿ (J 
¿SBS7¿ (I(^^; ¿SB!#¿ (J 


V V V V 


ESBSGSb! V<u>*:nSO!WSHSS$&>r701U$S—-SG$9S+Si!">*6bS, ՏԵՏ1Տ (ՏեՏիտետմ»՞Տոչ (J 
ESB<hSiSJISSSH#C#D2=S5S1SISSSHSSS&1=Sb! #2 (J 


¿SB%1%A=-$$;v8@SoSJSSSGA4ILtS[S&Sj)S3SsSGS/S1S?SiNISSSH;WS&SsS$SGS9S1SISM!#¿ (Մ 
¿SBO[MMSJQ@9Sj>eS$S,SjšSr8+S;SF2qOwA40wS,1-JgS7S9?SiF-9iSJSSSGS9S1SI¿Á (J (^^; 


¿SB!t¿ (J ¿SBSCSFSSS&S+!"2q0wSF%S [%s%*HS$SO2?2??MS0SiSSSSSkSsS@Sm!)¿ (J 
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¿SB!t¿(J ¿$BA40wJ, $G$bM>M5$GF~$C$A$c$C$?$J$7$F (J (^^; 


tes) e Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 20763 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
35html.html 


--MESSAGE FILE 20764 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0136htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJFMhPBsoSg==?= 

Date: Thu, 15 May 1997 17:19:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <337AC6FE.5D8C@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


258112 (JPCIZSB$O! &! &$=S&SGS9SM! $$ 2S@! "SwSmS ; %C%5$0; (J603zSBSb%5%] !<SHSTSFS*S9! #3 (J 
ESB: #SdSCSFSk%GSV%3%S$Gz (JDR9; SBSNSWS1S%e ! <SHS+SdSCSFS*S9S, "ՏՄՏԻՏՄՏՀՀ (Մ 

ESBO ($$; VSK$J$ j$=$&$G3Z$7$_$G$9¢ (J (¿$BF|KN81I=<($N%9%J%C%W%7%g%C%H$G!"¿ (J 

2SB! V#BHe#O#S4A; z! WSHI=< (S7SFSSSKSNS, !"$J$s$+2D0&$$; (J(%%;) eSB! #2 (J 


V V V V 


¿$B!!¿ (JBeOS¢SBS$,FO0$/01LHVOBSS%S*S7%SSCSFSISISKSISkSSSGS9S+SM! Ք: (J 
¿$B!!¿ (JUMAX.SBS"S?SISNS+SIT!#¢ (J6100/60AV;z SBS8S$c?ISS;VvSbS"SkSsSG!"3 (J 
ESB! !SbS&#1BEB.SSS*S7%SS[S7SSSIS! 1 #2 (J 


¿$B!t¿ (JClassicII;¿$B$O$b$i$&M=Dj$J$s$G$9$,¿ (U (¿SB>P¿ (J) 


> ¢SB!!SGS9SMS'!#SASgSCSHA0S*SGSWSmSHS?SSSWSGS7S?S, !"SDSSSK#67nS+Si¢ (J 

> zSBHNGdSr3+; OS9SKMMSGS9! #2 (JAMIGA; $B3?%S%WSHz (JMacz $BS?%S3WS, S"SCSF!"S=S15>$13 (J 

> ¢$B%M!<%_%s%0S,¢ (JtransAM;: SBSH; (JMaxxeum (z$B$S3SCSA0cSCS?S+Sb; (J) SB! ##O#SSHS] !<%HN 
Չն, 

> : SBSNAUHWS, 0 [STSkKMMSG$9! #2 (J 


¿SB!!¿ (JAmigagSBSb$$$$7ASGI | 3nh$GS-SkSHSSSSSIS"! #2 (J 
¿$B!!¿ (JPPCP;SBBP1~2 (JMacOS;SBS$b!"¢ (URhapsody: SBSN¿ (JDevelopper: SBHGSHSSSCS7Sg$Kz (J 
éSB!!2FS4Sm=PSkSHSSS&OCSHS"SIS*SOSM! #3 (J 


2$B!!z (JPIONEER; $BSNz (JPPCP 2 $B%2%7%s!"$G%6%$%s$S$$SS$S7=PS?S1iGc$SS+SJSH; (J(^^; 

¿$B!!¿ (JPowerBook2400zSBSbS[S7SS!&!&!&! #2 (J 

-—-MESSAGE FILE 20764 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
36html html 


--MESSAGE FILE 20765 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0137html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re:Taste of KusoGame! 

Date: Thu, 15 May 1997 17:25:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <337AC86D.5677@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
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> <bo0wy$24b319970513213440@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.89 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


2SB!! !IL#SNS"$k%/%=%2!<!ISKSDSSSFF| | 9CGAVSESASGBES5FSTSFSSS*STSFI"3 (J 

2 SBS+SCS3SSSSSRSHS77/%2!<%> SO! "S=SN2rEzSNO1SDSHS7SF:n@.S$5$1S?0*SGS9! #3 (J 
¿ $B; d$, SM3CSHSd$m$ &$<SKF~2q$9Sk:]!"SRSHS77/Sr3MSCSH$d$m$ &$<SN#83dz (J 

¿ $B0J>e$N?M$KIa5Z$5$; SkSH8QS&; e SCS?SNSG!":#2SSNEE7bD2&¢ (J 
ESBSNS3S3SSF%9SHSGOLS5SSKIa52Z$5$; $k; ; CUSGS9¢ (I(^^; ESB! #2 (J 


VV V V V 


¢$B!!<B<L<h$ j9~$_;H$$S*$9S+!) S=S1SHSDSISCSH$+%] SjS4SSSt!&l&l&z(T(%%; 
ESB! !SMSC% “8 2 արամ s ics he s P on) (J 
é5B!!;0S*SCSFO1S TAG Sse asec j S ne ed on SSES 
¿SB!!3+S$S-$,S"S3jS%S7S?2S+SiSMS(!&!&!&!#¿ (J 


> ¿$B!t<B$O¿ (UGSX-R¿ SBS5S$sSNS/SsSAS [SU3-3c%S$Z!<%3s$, !"2f!9L#SN$S"$k%$/%S=%2!<:¿ (J 
> ¿S$SB8&5f=8CD¿;¿ (J (“ X; ¿SBSN4VSG9b$$SI>2ASrF@$FSSS?7S3j$S7$%S9;¿ (Մ(՞՞: ¿$B!#¿ (J 


¿S$B!!S&SoSC¿ (Մ(՞՞չ 
¿SB!!S$S"S1$O%2!<%`SNS&SASKF-Si1iSJSSSGS9Sh¿ (J (uni 
¿SB!!%ST1%SC%SHBGSD5SNOSH;-4VS,SJS+SCS?SNSHS,@8SsS@!"BE6(SN;:J*SGS9!#¿ (J 


£$B! !BE7TD2&SNSKSb!"!VS/SsSAS [SU!WSr; HSC$?%2!<%* Sr=PS9SDSb$5SGS0¢ (J 
¿SB1!!S"SjS“S9¿ (J (“ °; 

—-MESSAGE FILE 20765 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
37html.html 


--MESSAGE FILE 20766 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0138htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1is0-2022-jp?B?GyRCUGIkKNOJUnP148aCRDJD8kaSEqISkbKEo=?= 
Date: Thu, 15 May 1997 17:40:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <337ACBFB.63Cl@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !SSSFSSSF! #2 (J 


ԵՏՔ !EE7D2&SNS3SSSFS9SHSK:nIJSr=P$7$?!"SHS7$*$9¢ ¿SB>P¿ (J) 


ESB! !Sb!<!"23: :0wA40wSKBgI>H=$G! "CcC+$5$s$, 46N*S9SkS[SISN:nIJS@SCS?!"3 (J 
ESB! !SHS7$*S$9¢ (J (¿SB>P (J) 


ESB! !S?SVSs!"%S3s%?% ԱՆՑ. 
ESB! !<+M3SK8@$ (SkSHS7S?Si!"SISsSJ;vSr8@SSS*S9S+!) 
¿$B!!$^$?!">^6b$N; H$$F; $O!)¿ (J 


2$B!!;d$SOS?SVSs!"@83hHqSK>CS ($k$H; W$$$^$9; (JT (¿SB5c¿ (J) 
--MESSAGE FILE 20766 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
38html.html 


--MESSAGE FILE 20767 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0139htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO0-2022-JP?B?GyRCUFMhPBsoQg==?= 

Date: Sat, 17 May 1997 14:38:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <bo0wy$24b319970517143822@news1.scei.co.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <5lea90Sfv2@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.59 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


":SBHESHAHT! 32 (B" <sat@ga2.so-net.or. jp>¢SBS5SsSO=q$-S*S7S?!#¢ (B 
>¿ $B$G$b!V<u>^:n$O!W$ŞH$$$&>r70IU$-$G$9$+$i!">^6b$, ՏԵՏ15 (SkSh$&$J> *Sr¿ (B 
>¿$B<hS$Si$JS$S$SSH#C#D2=$5%$1SJ$SSHSS$S&l=Sb!#;¿ (B 


éSB!!<u>%*:nSO!"SCSF;vSOFCUJL>*!J!a!la>*6bSrLcS$ (SJUSSSGS"SmS&>*!KSGSbe (B 
¿SB#C#D2=SOS5S1SkSH;WSSS“S9Sh!#¿ (B 


2$B!!$=SbS= a 0: n$7$+#C#D2= S7TSISSSHSISCS?SiMFNLS"S$*S58%S/S55Gz ( 
¿SBL*BN$SJSSSGS9¿ (8(՞՞չ 


wo 


T~ 


>2SB!tz(B ¿SBSC$FS$S$S&S+!"2q0wSF%$ [%s%SH$O2??MS0SiS$SSSkSsS@Sm!)¿ (B 
>2SB!tz(B ¿SBA40wJ, ŠG$bM>M5$GF~$C$A$C$C$?$J$7ŚF; (B (^^; 


~ 


¿$B!!O1l17nNn$KF~$C$?; AŞG#I#D$, "-SGS9S+Si!":#SO#4#O#O#O PMOLS8SCSISSS+SI! #2 (B 


¿SB!!FbF#!!10<y¿ (B <-> ¿SBK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20767 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
39html html 


T 


--MESSAGE FILE 20768 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0140htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJFMhPBsoQg==?= 

Date: Sat, 17 May 1997 14:40:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <bo0wy$24b319970517144054@news1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1l.scei.co.jp> <337AC6FE.5D8C@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.247.160.59 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


GSX-R <kouzou@ymg.urban.or. jp> 2SBS5$s$O-g$—$*$7$?2 lite (B 
Coe (BBeOS2$BS,F0S/01HVOBS$%*°%7%SSCSFSISISKSISkKSSSGS$9S+SM! #2 (B 
¿$B!!¿ (BUMAX2$BS"$?SjSNS+SJ! #2 (B6100/60AVzSBS8$c?1SS; vSbS"SkSsSG!"¢ ( 


¿SB!!¿ (B7x00¿SBS"$?$SjSb!"F0:nJ]>ZS5$S1$S1SPHf3SE*OBS/SJS3jS$S=S$S&SGS9;¿ (B 
¿SBShSM!#S"SH!"#a#k#i#aSNSHS+!#¿ (B 


>¿$B!!¿ (BAmiga $BSb$$$$7ASGI | 3h$G$-SkSHSS$SSI$"! #2 (B 


¿SB!!4hD%sSl¿ (BGateWayzSBSCSF=jSG$9S+SMz (B(*%*%; ESB! #!&!&S7$+$7$3$35,Gc$$¢ (B 
¿SBSHSkKSHSOM=A[S@SKS7S A S;SSSGS7S?S, !&!&! #2 (B 


>2$B!!z (BPowerBook2400¿SBSbS$S[S7SS!&!&!&!#: (B 


¿SB!!1=SN¿ (BThinkMac; SBSGS9SM; (8:-) ¢ ՍԱՐԱ ԱՅՆ %SSSSSF%S#SsS%S0%SG%P%SS9¿ 
¿SBS$S,¿ (BTrackPointer; SBS8ScSJIS$+SCS?SNS, ; DGOSGS9¢ (8(՞՞չ 
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¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20768 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
40html html 


--MESSAGE FILE 20769 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0141html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Taste of KusoGame! 

Date: Sat, 17 May 1997 14:43:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <bo0wy$24b319970517144352@news1.scei.co.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <337AC86D.5677@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.247.160.59 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


GSX-R <kouzou@ymg.urban.or. jp>zSBS5SsSO=qS—-S*S7S?! #2 (B 
>2SB!!<B<L<h$ j9~$_;HS$S$$*S9S+!) S=S1SHSDSISCSHS+%3]S5S43SS4+!&!E1&E(B(%%; 


¿SB!!SISC%$H3(SGS9¿ (B(^^; SB! #AG@2SiS7S$%S1%SC%S2!<S$, $SS*S9ISNSG! "S=SN?MSKz (B 
¿SBMjJS`SHS5S/SCSH%9%F%S-SJ%SISC%$H3(SrIASSSFSbSiS(S*S9!JOxS_SK!"¿ (B 
¿SB#S!;#E1;SN7@Ls<R0w$J?MS@SCS$?$jS9Sk¿(B(“-%;)¿SB!#¿ (B 


>¢$B! !SMSCSHSd$m$ &S$<2qOwSCSF!"2??MSSSk$s$G$7Sg$&$M!) չ (B 
>¢$B!!;OS*SCSFO1LSu7n$/SiSSSN>pJs$GSb!"#3@i?M!A#7@i 2MSHS+SJIS$ 342 (B 


2SB! !#S#A#T! SS5$sSXSNZU3) Sm! <SGSb=q$-$*$7$25, ! "; dSO#4#0#0#02Mz (B 
ESBOLS@Sm$&SH;WSCSFSSS*S9; (B(*%%; gSB!I! IS"! "2STFSHS+SNSO?tSKF~S1SFSISSSGS9!Kz (B 


>¢SB!!$"$1$0%2!<%S* SNS&SASKF~SiSISSSGS9ShE (B(“ ;;;;; 
>2$B!!S1%CSHBGSD5SNOSH; ~4VS, $JS+SCS?SNSHS, @8SsS@! "BEG (SN; :J*SGS9! #3 (1 


ա 


éSB!!3NS+SK%2!<%* SKSOSIJSCSFS*S;SsS$,!"9aSjS?SDL#SOSSS, 2£!9SN46@-; (B 
¢ SBSKSSSSSCSHMhSkJ*S, $"$4S*S7S2SNSGz (B(**; g SB! #FCSK! VSASeS%!<!WS,¢ (B 
¢ SBBGI>H=$G$7$?! #3 (B 


>2SB! !EE7b2&SNSKSb!"!VS/SsSAS [SU! WSr; HSC$?%2!<%* Sr=PS9SDSb$4$GS$Oz (B 


£$B!!3Z$7$_$G$92 (8:-) 


£$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20769 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
4thtml.html 


--MESSAGE FILE 20770 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0142htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?c2N1ZRskQiRLPXEKLT1+JF8kNyRBJGMkQyQ/JIGghI xsoSg==?= 
Date: Mon, 19 May 1997 01:08:11 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <337F296B.37DBDFD6@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


ESBS3SsSKSASO!S9bEDSGS9! #2 (J 


scee.yaroze.problems.internet 


2 SBSNJ} SKSJSK$d$i!Vz (Jlhaz$B!W4X78SN<ALdS$, =PSFSFOUL#$r$"$*S 4M} 2rS$7$FSd¢ (J 
¿SBSSSNSKSASgSCSH=q$-9-⁄-$_S7SAScCSS$SS*S7S?!J¿ (I^^) 
éESBSbS7S+S9SkSH!SSHSSSASSS+SsSIS3SHSr=qSSSFSkS+SbS7TS1ISISSSsSG!$¢ (J 
éESBIQSIS3SH=qSSSFS?SiC/S+%U%S) Sm! <ST7TSF2<S5SS!#S*45SSSTS“*SO! #3 (J 


Peace] (ved eral 253 eve 323 [Ot ie ry a] t'a jahaaa ai papa topa G 
¿SB!!1111!1!!!!119pEDMNJ?!J%SOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éESBS*5SSKF~SjSMSCSHSdSmSES<! *2q0ws [!1<3°S2!<%8¢E (J 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!!#5!1?#1#6¿ (J 


a 
—-MESSAGE FILE 20770 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
42html html 


--MESSAGE FILE 20771 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0143htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJUFMhPBsoSg==?= 

Date: Mon, 19 May 1997 01:50:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <337F333D.6D45@ymg.urban.or.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1.scei.co.jp> <337AC6FE.5D8C@ymg.urban.or.jp> <bo0wy 
$24b319970517144054@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


> ¢SB!!¢ (U7x00¿$B$"$?$3j$b!"F0:nJ]>Z$5$S1S1SPHf3SE*OBS/SJS$Sj$=$&S$GS9; (J 
> eSBShSM! #S"SH!"#atk#i#aSNSHSt+! #2 (J 


25811: (J7100z2SBS0z (JNuBus¿$B$@$+$i%@%a$H$7$F!"¿ (J7200/7500z2 SBS, SIS&SISKS+SGS9SHSM! #2 
(J 
258112 (17500Հ58Տ50չ (JPPC6042$BSK:\$; 49S (S1SPFO:nBP>]5!<o$K$JS4$*S9S, !#2 (J 


> ¢SB!!4hD%$1¢ (JGateWay¿ SBSCSF=j$GS9S+SMz (J (**%; E $B!#!&!&$7$+$7$3$3$, Gc$$¿ (J 
> ¢~SBSHSkSHSOM=A[S@SKS$S7$*S;S$sSG$7$?S, !&!&!# (J 


ESB! !S&!<Ss!":#EYSISE&SITSkKSSSGST7TSgGS&SM! #2 (J 
¿SB!!¿ (JAmiga¿SBSr¿ (JGateway2 $B$, GdSk$H$7$?$i!"Sd$SOS$ j5mLOMMSNSb=P$9SsSGS7$g$&$tz (J (* 


r 


> ¿S$SB1!11=$N¿(JThinkMac;SBSGS9SM¿ (J:-) 2$B!! 8D2ME*SKSO!"3] S$3s%FS#%sS0%GSP3$S92 (J 
> ¢SBS,¢ (JTrackPointer: SBS8S$c$JI$+$C$?SNS, ;DGOSGS9¢ (Մ(՞՞չ 


2$B!!SH%iSC%/SQSCSISNS\S?3SS, !"SREZS_S?SSSTSNS, SASGSCSHSSSKSSSCSFSS$*S$93 (J (¿SB>P¿ (J) 
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> I have been trying to e-mail you with reference to Yaroze development on 
>Linux but each time the message gets bounced. Please can you contact me. 


Yeah Toby, give us a holler, I e-mailed you too about Borland C++ 
5.0 some time ago, and it isn't like you to not respond. What's up? 


-Matt 
--MESSAGE FILE 2198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00901 


--MESSAGE FILE 2199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000902 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oneDOTzero 

Date: Mon, 11 May 1998 18:47:19 +0100 

Organization: Yaloozer 

Lines: 13 

Message-ID: <6j7dj1$rla4@chuka.playstation.co.uk> 

References: <6j3qfosS9lcl@emeka.playstation.co.uk> <355713A6.1F35@writeme.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>...Or perhaps normal people...? 
you mean like arrogant students? :-) 


Jamesie its a shame that the Edinburgh FFVF has stopped cos they used to put 
on this sort of thing for a week at the filmhouse. It was fun, too. Lots of 
girls and boys playing bizarre CD demos for macs projected onto the walls. 
Just the sort of thing that makes you want to buy a yaroze really.. 


I vote Sony find the organisers and persuade them to start it up again with 
a big wad of sponsorship. 


-—-MESSAGE FILE 2199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00902 


-—-MESSAGE FILE 2200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000903 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oneDOTzero 

Date: Mon, 11 May 1998 18:56:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35573BDF.71DB@ésaqnet.co.uk> 

References: <6 j3qfo$9lcl@emeka.playstation.co.uk> <355713A6.1F35@writeme.com> <6j7dj 
1Srla4@chuka.playstation.co.uk> 

Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-010.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Graeme Evans wrote: 

> 

> >...Or perhaps normal people...? 

> 

> you mean like arrogant students? :-) 


Wotcha saying..? :-) 


> Jamesie its a shame that the Edinburgh FFVF has stopped cos they used to put 
> on this sort of thing for a week at the filmhouse. It was fun, too. Lots of 
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ESB! !S?SCoW! "S@SVSk%S?2SCSWFO :nSb47S1$1SPIXMx$_S$?$SS$GS9!#e (J 


2$B!!LGBjSO!"$"$*S5:nSiSTSS$GS"$m$&; VSH!"2dDj2AZT#4#OK| 18181814: (J 
—-MESSAGE FILE 20771 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
43html html 


--MESSAGE FILE 20772 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0144htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Taste of KusoGame! 

Date: Mon, 19 May 1997 01:56:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <337F34CC.CC@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1l.scei.co.jp> <337AC86D.5677@ymg.urban.or.jp> <bo0wy 
$24b319970517144352@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


> ¿SB!!SISC%H3(SGS9¿ (I(^^; ESB! FAGE2ZSiSTSSSISCS?!<S$,SSS*SISNSG!"S=SN?MSKz (J 
> ¢SBMjJS* SHS5S/SCSHS9SFS-SISISC%SH3 (SrIASSSFSbSiS (S*S9!J0xS_SK!"3 (J 


¿SB1!S&SiSdS*S$S7SSSGS9!#;dSN>19g<+J, SGIAS/S7S+$JSSSGS9S+Si¿Á (Մ(՞՞չ 


¿$B!!¿ (JPoser2z$BSN%"%SCSW%0%1!<SISNOFFbAaS/S3SISSS+SI! ՔՀ (J 
$B! !FOS-SNS"Sk%I1%C%H3 (SN2<I_$-SKSO:GE, SUSNSK3z (J (*%; 


> ¿SB#S!;#E!;SN7@Ls<ROwSJ?MS@SCS?$jJS9Sk¿ (Մ(՞-՞չ) eSB! #2 (J 


¿$B!!$&!<$s!"A4A3$0$+$j$^$; $s¿ (J (¿SB>P¿ (J) 


> 2SB!!#SH#A#T!SS5SsSXSNZUS) Sm! <SGSb=q$-$*$752S, !"; dA$O#4#0#0#0?M (J 
> -SBOLS@Sm$&SH;WSCSFSSS*°S92z (J (*%; SBI ITS"! "2STFSHS+SNSO?tSKF~S1SFSISSSGS9!Ke (J 


éSB!!#67nSKF~SCS?;d5S,¢ (Jafq00202;SBSGS9S+SiSMS (!#¢ (J 
ESB! !F1S8SX%CS@SN?MSSSKSNS+SI!) (Մ 


> ¢$B!!3N$+SK%2!<%° SKSOSISCSFS%*S;$sS$,!"9aSjS?SDL#ESOSSS, 2£!9SN46@-¢ (J 
> ¢~SBSKSSSSSCSHMhHSkI*S,S5"S4S*°S7S?SNSGi (J (*%%; SB! #FCSK!VSASeS$!<!WS,¢ (J 
> ¢SBBgI>H=S$G$7$?! #2 (J 


2$B!!!VSASeS%!A!WSO! "S$3SNS*$*S8Sc<d$7$$$H;WSS2 (J 

2$B! !Dy$a@Z$jEvF | SKS"SoSFSFFMSC9~SsS@SHSSSEq (J (%*; 

> >¢$B! !EE7b2&SNSKSb!"!VS$/SsSAS [$U!WSr; H$C$?%2!<%* Sr=P$9SDSbS4$GS$O¢ (J 
> 2$B!!3Z$7$_$G6$9z (J:-) 


2$B!!SHSj$"S ($:!"EE7b2&$+$iAG:`$r%9%-%c%s$7$^$7$? (Մ(՞՞չ 
2SB!!S"SSS1T%kSGS9$4+SiBg; VSKO7SOSTSSSHz (7(՞՞չ 


¿SB!t;HSCS?SiENSiSlSkS+SJ¿ (Մ(՞՞չ 

ESBIt$*!"SdSCSFS_SkS+!#2 (J 

--MESSAGE FILE 20772 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
44html.html 


--MESSAGE FILE 20773 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
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0145html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCMZA5cSROJU0LOyVIJGOkbSQmIDwkTiQzJEgbKEo=?= 
Date: Tue, 20 May 1997 00:50:00 +0900 

Organization: Japan 

Lines: 26 

Message-ID: <338076A7.50F63AB@aix.or.jp> 

NNTP-Posting-Host: 202.208.34.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


ESB: #4! S#S#CHEFESAHSHCHEFASNS [ ! <$` 
¿SBF |K\SN2q0wSN$_SJ$5$s$, :n$C$?%= 
ZSBSKSISCSFS*S7S$?!#z (J 


Z!<%8$r8+$F$-$?$s$G$9$, !$3 (J 
USHS, 30%&%s%m! <SISG$-S$kS$hS$&z (J 


ՀՏՏՏՀ-Տ1Տ, !$¿ (J"*.1zh"¿$B$@$C$?%"!<%+%$%V$, ¿(J"*.zip"¿$B$J$I$KJQ99$7$F; (J 
éESBS"$5S*S7$2S, !$$3$I$i$NO"Mm$C$F$$$&$N$O3F8D?M$K9T$C$F$k¿ (J 
ESBSSSGSIS+SM! Ի, (J 


2 SBSHS3$m$Gz (J"* .gz"ZSBSUS! SS SkKSCSFSISSSISbDSNSGS7$g$éESt!)e(d 
ESBSISIS?$+S4B8S8L5SSSGS7Sg$&St! #2 (Մ 


1!]111!1]!]!11!11]1!]!11!1]!]!1]!]!] (J 
¿SB!1!111!1!1!!!119pEDMNJ?!J%SOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SBS*5SSKF-$j%SM%C%$HSdSm$&$S<!*2q0w%[!<%`%Z!<%8;¿ (J 
¿SB%j%s%/=8$HSS$S$S&SNSr:nS$SCSF$_S?!# (J 


¿SB:G=*99?7F|;-!!!!#5!?#1#6¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!2?#1#9¿ (J 

—-MESSAGE FILE 20773 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
45html.html 


--MESSAGE FILE 20774 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0146htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: ¢SB309qSNSMSCSHSdSmS&S<SNS3SH; (B 

Date: 19 May 1997 16:35:31 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 31 

Message-ID: <5lpvgj$10v@newsl.scei.co.jp> 

References: <338076A7.50F63AB@aix.or.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<338076A7.50F63AB@aix.or. jp>zSBSN5-; vSKS*SSSF3; (B 
kazta-ta@aix.or. jpzSBS5$sSO=q$-S*S7$?! #2 (1 


ա 


>zSBS3SsSPSsSO!S9bEDSGS9! 4, (B 


ESBS3SsSP$sSO! #2 (B 


>¿SB:#!SH#SRCRHERESd#SHR#CHETASNS[!<%`%Z!<%8$r8+SF$-S?Ss$GS9S,!$¿ (B 
>; SBF |K\SN2qO0wSNS$_SJS$5$s$, :n$C$?%=SU%HS, 3@%&%s%m! <SISG$-SkShS&z (B 
> 2 SBSKSISCSFS*S7S$?! #3 (B 

> 
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>2$B$=$1$, 15: (B"*.1zh"Z$BS@$C$2%"!<%+%S3VS, ¿ (B"*. zip" 2 SBSISISKIQ9IISTSFz (B 
>E $B$"$J$^$7$?$, !SS3S1SiSNO"MmSCSFSSS&SNSO3F 8D ?MSKOTSCSFSk; (B 
>ZSBSsSGS9S+SM! #2 (B 


¿SBS5S"!"SIS&SJSSSGS7SgS&¿ (B...¢SB; ASKSOMNSFSISSSGS$9¢ (B. .¿SBSCSF;dSNSbSN¿ (B 
¿SBS"SKSNS+S7Si¿ (B. .¿SBS_SKSSSCSFS_ShS&¿ (B.. 


>¿SBSHS3SmSG;¿ (B"*.gz"ZSBSU%S! S$SkSCSFSISSSISHSNSGS7$g$&$+!)¢(B 
> ¿$B$I$J$?$+$4B8$8L5$$$G$7$g$&$+!#¿ (B 


gzip ¢SBSG05=L$7$?%U%S!%S%kSGS9SM! #9b05=LN (SrS$[$3S$k; (B UNIX ¢SBSGOLHLE*SJ05=L%SD!<%kSG 
S9!# (B 
gzip -d hoge.gz ¿$B$^$?$0:¿ (B gunzip hoge.gz ¢SBSG?-D9SGS—-S*S9! #3 (B 


*.tar.gz ¿$B$J$i!"¿ (Btar ¿$B$G%"!<%+%$%V$7$F!"$5$i$K¿ (B gzip ¿$B$G05=L$7$?$b$NSGS9!# 
: (B 
Jos ¿SBSJSISGSO3HDS;RSN4X78S+Si¿ (B tar.gz -> tgz ~SBSHS7SFS"SkS3SHSbB?SSSGS9O! #2 (B 


¿SBEOn4¿ (8 ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**) http://cclub.tutcc.tut.ac.jp/xmascot/ 
—-MESSAGE FILE 20774 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
46html html 


--MESSAGE FILE 20775 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0147html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Satoshi Tawa (SAT.)" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?UmU6IBskOjxYQi0kSiQsSJUGkbKEo=?= 

Date: 19 May 1997 21:58:51 GMT 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <5lgqierSllp@newsl.scei.co.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <5lea90Sfv2@newsl.scei.co.jp> <bo0wy$2 
46319970517143822@news1l.scei.co.jp> 

NNTP-Posting-Host: 210.132.190.151 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hideki Naito(bo0wy) <bo0wy@t3.rim.or.jp> wrote... 
> ¢SB!!<u>*:nSO!"SCSF;vSOFCJL>*!J!ala>*6bSrLcS$ (SISSSGS"Sm$&>*!KSGSbze (J 
> ESBHECHD2Z=SOS5S1SkSH;WSSS*S9Sh! #2 (J 


¿SBSASgSCSH8@MUS,B-S$jS$S*$;SsSGS7S?!# (Մ 


¿$BB?J, ¿ (J (¿SBS$SSd!"@dBP; (J (*%;) ¢SBFCUL>*SKSO>*6bS0=P$%$;S$s5S, !"<u>*SHSSS&L>MGS+2 (J 
ESBSi9MS (SF!";dSNC£SGSOFCIL>*SO!V>*6b$, ՏԵՏ1Տ ($k$h$&$J>^!W$KJ, N` S TSFSS¿ (J 
ESBS*STS? 1 #E (J 


ESBS*$=Si$/8@SoSs$H$ 9$k; vSOEASOSCSFSS$k$H; W$$$^$9$, !"S=SbS=SbSNO0U?*S$Oz (J 
éSB! VS 9SYSFSN1~Jg:nSK#C#D2=SN%ASC%SS9SL! *!WSHSSS&;VSGS9O! #2 (J 


éSBFCIL>* SHSSSCSFSbB?S/SF#H3!"#4:nIJSG$7Sg$&! #>e0L#3 :nSGSb#7 :n$GSbBg$7¢ (J 
ESBSFOcSSSIS$SG$9$+SiSM; (J (¢$B1l~JgAm?t $KShHSCSFOUL#SOBg$—$/JQSoSCSFS-S*$9S,¢ (J 
(*%7) ESB! #2 (Մ 


> >¿SB!t;¿ (J gSBSCSFSSS&S+!"2q0wSF% [SsSH$O2??MSOSiSSSSSkSsS@Sm!) 2 (J 
> ¢$B!!017nSKF~SCS?; dSG#I#DS, "-SGS9S+Si!":#SO#4#OFO#O PMOLS8SCSISSS+SI!l #3 (J 


¢ SBS3SN#I#DS, D>@\2q0w?t $r3+3&SSSHS7SFSSSKSHS7SF! "#1 7n$KF~2q$5$1$?K=OR¢ (J 
2ESBS5$s$, $S3SNJUSHSSS$5; VSO! ":#5*SGSN?-SSN (S+SiA[A| S7SFH#2#5#0#0SKK~S?ST3 (J 
¿$B$$$H8+$^$7$?¿ (J (T-T) ¿$B$A$g$C$HHa4QE*$9$.$k8+J}$G$7$g$&$+!#¿ (J 


S y e Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
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-—-MESSAGE FILE 20775 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
47html.html 


--MESSAGE FILE 20776 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0148htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJFMhPBsoQg==?= 

Date: Tue, 20 May 1997 20:56:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <bo0wy$24b319970520205611@news1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1l.scei.co.jp> <337AC6FE.5D8C@ymg.urban.or.jp> <bo0wy 
$24b319970517144054@newsl.scei.co.jp> <337F333D.6D45@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.247.160.162 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


"K.Tamura" <kouzou@ymg.urban.or. jp>¢$B$5S$s$O=qS-$*S7S?!#¢ (B 

>¿$B!!¿ (8710025850: (BNuBus¢ $B$@$+S$i%@%aSHS7SF!"z (B7200/7500¢SBS, SIS&STSk$+SGS9SHSM! # 
: (B 
SSB! !2 (B7500¿SBSO¿ (BPPC604z $BSK:\$; 49$ ($1$PF0:nBP>]5!<0$K$J$j$^$9$, ! #2 (B 


s, n3NG'%j%9%H$KS$SOCm<aIU$-S$G!V¿ (BPowerPC601¿$BSN¿ (BPCI¿$B%Y!<%9$N¿ (B 
2 SBS5% Re 5 eee aes $9S$,!":#SN=4SO!Vz (BNo; $B!WSNS* a $G$9;¿ (B 
7 SBSM; (8 A; $B!#$"$H$O!"¿ (B7300: $B$,F0:n3NG'$5$1$7MM$G$9$, !#¿ (B 


>¿$B!!¿ (BAmigazSBSr¢ (BGateway¿$B$,GdA$k$H$7$?$i!"$d$O$j5MLOMM$ŞN$DÞ=P$9$5s$G$7$g$&$+; (B 


¿SB!!@'Hs=PS7SFLcSSS?SSJ#SGS9¿ (B(^^; 


>¿$B!!%H r s ՐՐ \S?3s$,!"SRS2S_S?SSSISNS, SASgSCSH5SSKSSSCSFSSS ¿ ( 
>¿$BS9¿ (B (¿$SB>P¿ (B) 
En a Sk%?%CWFO:n$b47$1$1$PJXMx$_$?$$SG$9!#; (B 


ESB! !SR32!&!&!&S=SES+Sb3 (B(^^; ESB! ESTSH+STSISISSSISOSCSISO! EF E&SISESTSFSbDFKGwWSaz (B 
¿SBS“S;Ss¿(B(-——;¿SB!#¿ (B 


¿$B!!FbF#!!l1Q0<y¿ (B <-> ¿S$BK=0R; (B E-mail : bo0wy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20776 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
48html html 


--MESSAGE FILE 20777 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0149htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Taste of KusoGame! 

Date: Tue, 20 May 1997 20:59:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <bo0wy$24b319970520205936@news1.scei.co.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1l.scei.co.jp> <337AC86D.5677@ymg.urban.or.jp> <bo0wy 
$24b319970517144352@newsl.scei.co.jp> <337F34CC.CC@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.247.160.162 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


Net Yaroze newsgroups message dump.txt Page 13975 


>¢SB!t;HSCS?SiE\SiS1$k$+S$Jz (8(՞՞չ 
>eSB!tS*!"SdSCSFS_SkS+!#¢ (B 


ESB! !S$2?SVSs5SvS7SFS/S$1S*S9Sh!I"S&S$sze (8(՞՞չ 


¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20777 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
49html html 


--MESSAGE FILE 20778 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0150htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0Owy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCPFhCLSRKJCwkaRsoQg==?= 

Date: Tue, 20 May 1997 21:00:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <bo0wy$24b319970520210056@news1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <5lea90Sfv2@newsl.scei.co.jp> <bo0wy$2 
4b6319970517143822@newsl.scei.co.jp> <5lqierSllp@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.162 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


SAT. ՏՔՏ5ՏտՏՕ-զՏ-Տ՞Տ5752:42 (B 
>¢SBS*S=$iS$/8@SoSs$H$9Sk; VSOEASOSCSFSSSkS$H; W$$$^$9$, !"S=SbS=SbSN0U?*S$Oz (B 
>2SB!VS9ISYSFSN1~Jg:nSK#C#D2=SN%ASCSSS9Sr!*!WSHSSS&;VSGS9! #2 (B 


2$B!!$=S&SGS9SM! #=PMhS1SPA4 :nIJSr#C#D2=S$7SFLCS$$$?SSSG6S9S, ! #3 (B 
¿ $B; d$0! "FCIL>*$O#5#0 7MOLSK=P$ 9SNS8ScS$I$$$+SH; WSCSFSSSkS$s$G$9z¢ (B 
2$B!&!&?t ?MDXEYS@SCS$?SiSbS&SASGSCSHO7S$$, BGS-SSMMSJ5$$,$7$*$9¢ (B 
¿SBSNSG¿ (8(՞՞ gSB! #2 (B 


>2SBS5$s$, $3SNJUSHSS$S&; VSO!":#$*SGSN?-SSN (S+SiA[A|S7SFH#2#5#0#0SKK~$?SJ¢ (B 
> SBSSSH8+$*%S75?2 (B (T-T) zSBSASgSCSHHa4QE*S$9$ .Sk8+JT} SGS7$qg$&S+! #3 (B 


£$B!!S=SESSS (SP!"#37nNSKF~2q$7$?2?MS, ¿ (B2680zSBOLS@SHS+8@SCSFS*S7S?SNSG! "3 (B 
ESBSESSS?SSS=Ss$I=jSGSIS+SME (8(՞՞չ ESB! #2 (Bida SBS, Cl=cSKF-2q=gSrI=$7SFSSSk¿ (Ք 

é SBSH8@S&SNSO!"3 (BGSX-Rz SBS5SsEySNz (Bidz SB$d!"; dSd$3SN?MSNz (Bidz SBSr9MN8S9SkSH!"3 (B 
ESBS*S$=$iS$/S=SNDLSjS@SH;WSSS*S9! #3 (B 


¿SB!!FbF#!!10<y¿ (B <-> ¿SBK=0R;¿; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20778 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
50html.html 


--MESSAGE FILE 20779 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0151html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?is0o-2022-jp?B?GyRCMzZA5cSROJU01LOyVIIJGOkbSOmIDWkTiQzJEgbKEo=?= 
Date: Tue, 20 May 1997 23:07:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3381B02C.44AA@ymg.urban.or.jp> 

References: <338076A7.50F63AB@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
Youhei TAKADA wrote: 


> ¿S$SBS=S1S, !S¿(J"*w.lzh"¿SBS@SCS$S?%S"!<%+%$S$SSVS,¿ (U"*.zip" 


Page 13976 


¿SBSJSISKJQ99S7SF¿ (J 


> ¿SBS"SjJS*S7S?S, 1SS39S1SiSNO"T"MmSCSFSSS&SNSO3F8D?MSK9TSCSFSk¿ (J 


> ¿SBSsS$GS9S+SM!#¿ (J 


¿SB!!;dSNS, S"SkSHSO; WS (SJSSSsSGS9S1SI!"S"SCS?Si<!2sS+Siz (J 


¿$B!!!V>!<j$KJQŞ$ (SsSJ!*¿ (ULHA¿SBSr;HS(!*!WSH%SIS-%SesasSs%s 


*H$SK=qS$S$SFS*S3S&¿; (J (“ °; 


--MESSAGE FILE 20779 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


51html.html 


--MESSAGE FILE 20780 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0152html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Taste of KusoGame! 

Date: Tue, 20 May 1997 23:09:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3381B0A4.6D0D@ymg.urban.or.jp> 


References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 


ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net 


.or. p> <336870BA. 6570@ymg.urb 


an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <337AC86D.5677@ymg.urban.or.jp> <bo0wy 


$24b319970517144352@newsl.scei.co.jp> <337F34CC.CC@ymg 
520205936@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


> ¿SB!!S?SVSs5vS7SFS/S1S“S9Sh!"S&Ss¿(J(“ ; 


-urban.or.jp> <bo0wyS24b319970 


¿$B!!!V<L??20!W$G$$$8$C$F#1#6?'$K8:?'$7$^$7$?; (J (¿SB>P¿ (J) 
¿SB!!#2#5#6?'SGSdSCS?S[S&S, EvA3$-$1$$$I$s$G$9$, !"$S9%W%$i%SSSHB-S3jSJS/¿ (J 
¿SB!!SJSCS?Si:SSkS7!&!&!&SCSFS$S=SsSJSK;HS&SNS+!*!)¿ (J(“ ; 

—-MESSAGE FILE 20780 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


52html.html 


--MESSAGE FILE 20781 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0153html1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJUFMhPBsoSg==?= 

Date: Tue, 20 May 1997 23:16:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <3381B24B.1BE4@ymg.urban.or.jp> 


References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 


ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net 


.ՕԷ.)յք» <336870BA.6570@ymg.urb 


an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 


> <bo0wy$24b319970513213440@newsl.scei.co.jp> <337AC6F! 


E.5D8C@ymg.urban.or.jp> <bo0wy 


$24b319970517144054@newsl.scei.co.jp> <337F333D.6D45@ymg.urban.or.jp> <bo0wy$24b3199 


70520205611@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 
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> ¿$B!!011~!"F0:n3NG'%j%9%H$K$OCm<aIU$-$G!V¿ (JPowerPC601zSBSNz (JPCI¿$B%Y!<%9$N (J 
> ¢£$B%5%] !<SHSO7hDjI$7$? !WSHSISCSFS*S9S, !":#SN=jSO! Vz ( JNo¿SBIWSNS = $6892 (J 
> ¿SBSM¿ (Մ (%%; ESB! #S"SHSO!"¢ (J7300¢SB$,F0:n3NG'SSS1S?MMSGS9S, ! #2 (J 


¿$B!!¿ (JMklinux; $B$0; (JNuBus; $B%Y!<%9SN; (JPowerMac; SBSGSbFOS$/SNSK!&!&!&SCSF3z (J 
¿SB!!S$S"$1S$SO¿ (JApplez $B$,D>@\$+S+SoSCSFS?S+! #2 (J 


¿SB!!S=S&SSS(SP!"7k61¿ (JRhapsodyz $BSO#4<oN SKSJSkS_S?SSSGS9SM!#¿ (J 


éSB!!¢ (JPowerMac, PPCP¿SBMQO!&!&!&¿ (UYellowBox + BlueBox 
¿$B!!¿ (UDPC/AT;SB8_495!MQO!&!&!&!&!&¿ (UYellowBox 
éSB!!¢(JMac OS¿SBMQ¿ (JYellowBox API 

¿$B!!¿ (JWindows95/NT¿$BMQ¿ (JYellowBox API 


> ¿SB!!SR%2!&!&!&S=S&S+Sb¿ (I(^^; ¿SB!#S7S+S7%9%1%SSISQ%C%ISO!&!&SIS&S7SFSbFk@wSa¿ (J 
> ¿S$BS“S;$s¿(J(-—;¿SB!#¿ (J 


¿SB!!%SQ%C%ISb47S1S1SP3Z2SGS9Sh!#4@S+S-SN?MSKSO?ISSS_S?SSSGS9S,¿ (Մ(՞՞չ 
¿$B!!8D?ME*$J46A[$G$9$, !"¿ (JPC/AT; $B8_495!$G; (UWindows95¿$B$r$$$1$?%N!<%HS$O!"¿(J 
¿SB!!SIS&SD?ISSSGS9!#%SN%?%$SsSr;HS$J,S1SkSNS, !&!&!&!#¿ (J 


2$B!!3 (JPowerBook; SBSJSi#18DS$1$3$m$+%\%?%s5, ee ey 

¿ $B! ! $G$bÞ@N$NBg$- ԱՆՆ ՏԱՐՐ 9%$-$@$J$"!#¿ (J 

2SB!!<hS3BX$ (SFM7SY$2?87! #2 (J 

—-MESSAGE FILE 20781 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
53html.html 


--MESSAGE FILE 20782 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0154htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCMzZA5cSROJU01LOyVIJGOkbSOQmIJDWkTiQzJEGbKEo=?= 
Date: Tue, 20 May 1997 23:36:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <3381B6DD.67E7@ymg.urban.or.jp> 

References: <338076A7.50F63AB@aix.or.jp> <3381B02C. 44AA@ymg.urban.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!B?>/JdB-! #2 (J 


¿$B!!¿ (JzipzSBSKIQ99ISTS?SNSO!"62SiS/3S30SN#N#Y2qQOWSNIX59Sr7WSKSNS, ¿ (J 

S 3 2 5 l s ph pp Մ ազրաՔա լ 
¿SŠB!!SbSiS&$SN$, $%9%$8$@$H;WS&SJS"!# 

2$B!!85ADz (ULHA . EXE¿ 5 Հոկեյ $@$71!"¿( (ome E Crore s l 
$B! !2 (JWindows; SBSNSOCNS$i$s$1S$I!"S&SASG; HSCSFSkSNSOF |K\81$75+= PSISS! #2 (J 


¿SB!!%S"!<%+%$%SVSN7A<0ShSjCf?HSNS[S&S,Bg;vSJSNS+SbS7S1$SJSSS1SI!#¿ (J 
éSB!!9q; :%=SUSHSrBg; vVSKS7S*S7SgSESd! #3 (J 

¿SB!!9q; :S$H$+$=S&$$$C$?; vSK$3S@SoSkSDSb$ jSOSTSSS1SI! "3 (J 

¢£$B! !S$SSS%=SUSHSOBGRZSKS7S“°S7Sg$&S$d! ՔՀ (J 


4581 1 VF |KN$GSO; ( (JLHA: SBSCSFSNS, ; HSoSISFSKSNS+! 40 LBNSIS&SSS&ESbSNSITSSS@!) !We (J 
¿SB!!SJ!<SsSFB?>/SJSjSHSb6=L#Sr;)SCSFSbSiS(SkS+SbS7S1SJSSSGS7SgS&!) 
¿SB!!1VS1SC!#SaSsSIS/S;S (SJST!WSCSF;WS&?MSbSSSkSGS7SgS&S1SI¿ (Մ(՞՞ 

—-MESSAGE FILE 20782 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
54html. html 


--MESSAGE FILE 20783 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0155htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCMzA5cSROJU01LOyVIJGOkbSOmIDWkTiQzJEgbKEo=?= 
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Date: Wed, 21 May 1997 00:48:50 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <3381C7E2.328B94CE@aix.or.jp> 

References: <338076A7.50F63AB@aix.or.jp> <3381B02C.44AA@ymg.urban.or.jp> <3381B6DD.6 
7E7@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.208.34.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿$B!!¿ (Jzipz$BSKIQ99$7$?7SN$O!"62Si$/3S30SNE#N#Y2qQOwSNIX5 9$r7WSKSNS, ¿(J 

> ¿$B!!L\E*$JŠs$@$m$&$1$I!"3F4D6-MQŚN¿ (JLHAz SBSrMQOUS7SF!"$=$1$r; HSCSFz (J 

> 2$B!!S$bSiS&SNS, %9%8S@SH; WSE&STS"! #3 (J 

> 2$B!!85ADz (JLHA. EXE; $SBSKSO1QO81HGSb$"SC$?7S0$:$@$7!"z (JMacLHA; $BSO$O$J$+$il1Q81! #3 (J 
> ¿$B!!¿ (JWindows; SBSNSOCNSi$s$15$I!"S&SASG; HSCSFSkKSNSOF |K\81$7S$+=PSISS$! #3 (J 


ESBS" Sas jStS+ShS* ! <SmSCSOQSNSISCSAS+SOSAScCS$sS$Hz (Jlha. ՆԱՏ ՈՐ Q *$"%k¿ (J 
¿SBIUS- SGMOQOUSTSFS"$ 48" $1SGSb!$%SU%!%$%k$,J]B8S7$FS"S$Sk>1=3j3$SO¿ (J 
sceizSBS8ScSISSSsS@ShSM! #2 (J 


Հ58.) ! i CEASE ՆՏՐ ՏՐ 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESBS*5SSKF~SjSMSCSHSdSmSES<! *2q0ws [!1<3°S2!<%8¢E (J 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


2$B:G=*9927F|;~!!!!#512#1#92 (J 

¿SB9927M=DjF|!!!!!1!#5!2?1)!)¿ (J 

—-MESSAGE FILE 20783 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
55html.html 


--MESSAGE FILE 20784 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0156htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCMzZA5cSROJU01LOyVIJGOkbSOQmUDwkThsoQg==?= 
=?1SO-2022-JP?B?GyRCUDMkSBsoQg==?= 

Date: Tue, 20 May 1997 08:08:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <kamon$21c519970520080807@news1.scei.co.jp> 

References: <338076A7.50F63AB@aix.or.jp> 

NNTP-Posting-—Host: 210.136.1.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsSKSASO!"2CLgSGS9!#; (1 


ա 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote: 
>¿$B$=$1$, !$¿ (B"*.Lzh"ZSBS@SCS?S"!<S+SSSVS, Հ (B"*.zip"sSBSISISKIQ9IISTSF; (B 
aloha! 55 cs Gt o A sep AOC PL CG 
>¿SBSsSGS9S+SM!#¿ (B 


¿SB!!SSSd!A!"CNS1iSJS+SCS?SGS9!#KMSN:nIJS,8- ee ge sis 
ՀՏՑՏՕՏԻՏ)Տ՞ՏչՏՏՏ, 1"%S"%C%*WS7SFS"SCS?SiS&S1$S7SSSGS9!#¿ (B 

¿SB!!¿ (Bzipg SBSNS$3SHSOSRSHS$ 3SHS"SIS&SSS9S, Տ"ՏՇՏ7ՏԼՏԵՏ, ԱԱ a Sle 
ESBEN#Y ? 6 6=SNS ?$aS$@$H; WSCSF!I"L\Sr$D$° $4$*S$7$g$&2 (B(¿SB"+0NS=S$S&¿ (B) ¿$B!#$= SISRANEYSO2 
(B 
£$B3$30Sb4*SaSFA4BNSGSRSHSDSNAH?SS@SH;WSSS*S9S7! #2 (B 


#¢SBSHS3SmSG!"8~S3S&SN9uS9SESKSH4A; z%m%` SNSCSES*S9ShSM! ) 
#ESBSGSb!"S*°SKSeS"SkKSAS=!<S9SNS3%aSSSHSOU8; z2= AE T E AA 
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http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20784 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
56html.html 


--MESSAGE FILE 20785 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0157html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Satoshi Tawa (SAT.)" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?UmU6IBskOjxYQi0kSiQsSJGkbKEo=?= 

Date: 22 May 1997 00:18:26 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5m03ciS$99c@newsl.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <5lea90Sfv2@newsl.scei.co.jp> <bo0wy$2 
4b6319970517143822@newsl.scei.co.jp> <5lqierSllp@newsl.scei.co.jp> <bo0wy$24b31997052 
0210056@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.190.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hideki Naito(bo0wy) <bo0wy@t3.rim.or.jp> wrote... 
> ¢$B;d$O!"FCIL>*SO#5#0 7MOLSK=PS$ 9SNS$ 8S$cSIS$S$+$H; WSCSFSSSkSsS$G6S9¢ (Մ 


¿SBS*S*SC!"S3S1S0SiSS5SAOShS/SSSCSFM ee 
éESB!&!&!&1l~JgAm?tSr>e2sSCSFS?SISTSF3 (I (^^; 


> ¿$B!!$=$&$$$(ŞP!"#37nŞKF~2q$7$??M$, ¢ (J2680:ŞBOLŞQŞH$+8Q0ŞC$ŞF$^$7$?ŞN$G!"¿ (J 


ESBS"! "#2#5#0#0SOFMGKS7SFSkKSSS@z (I չ5810չ (Մ(՞օ՞:)Հ58122 (J 


Asa E oa Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 20785 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
57html.html 


--MESSAGE FILE 20786 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0158html1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCMzZA5cSROJU01LOYVIJGOkbSOQmIJDWkTiQzJEGbKEo=?= 

Date: Thu, 22 May 1997 17:43:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33840723.794B@ymg.urban.or.jp> 

References: <338076A7.50F63AB@aix.or.jp> <3381B02C.44AA@ymg.urban.or.jp> <3381B6DD.6 
T7E7@ymg.urban.or.jp> <3381C7E2.328B94CE@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> ¿SB%S$"%sa%j%+S+%Sh%*!<%m%C%sQSNSISCSAS+SOSAScSsSH¿ (Jlha.exez SBS, LO81SNS*SKSeS"Skz (J 
> չՏ8ԼՍՏ- SQMOOUS7SFS"S 48% $7$2?!#S=S1SGSb!$%US!SS%SkS, I] BESTSFS"Sk>1= $02 (J 
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> sceizgSBS8ScSISSSsS@ShSM! #2 (J 


ESB! !S&!<Ss!"S=S1SISi¢z (JLZHESBSNS*S*SKS7TSFS*S1ISPSSSSSNSKSJS! !#¢ (J 
—-MESSAGE FILE 20786 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
58html.html 


--MESSAGE FILE 20787 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0159html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: ¢SB309qSNSMSCSHSdSmS&S<SNS3SH; (B 

Date: 24 May 1997 02:41:05 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 36 

Message-ID: <5m5kg1lSg6v@newsl.scei.co.jp> 

References: <338076A7.50F63AB@aix.or.jp> 
<3381B02C. 44AA@ymg.urban.or.jp> 
<3381B6DD.67E7@ymg.urban.or. յք» 
<3381C7E2.328B94CE@aix.or.jp> 
<33840723.794Beymg.urban.or. յք» 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! # (B 


<33840723.794B@ymg.urban.or.jp>¢SBSN5-; vSKS$*SSSF3 (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>Youhei TAKADA wrote: 
> 

>> ¢gSBS"SasjIStS+ShS* !<SmSCSOSNSISCSAS+SOSAScSSSH; (Blha.exez SBS, LO81SNS*SKSeS"Skz (B 
>> ~SBIUS-SGMQOUS7SFS"S$j4S*°S7$?!#S=S1SGSb!S$SUS!SSSk$, JJ BES 7SFS"Sk>1=j$0¢ (B 

>> sceizgSBS8ScSISSSsSQ@ShHSM! #3 (B 

> 
>¿$B!!S&!<Ss!"S=S$S1SJSi¿ (BLZHe SBSNS*S$*SKS7SEFS*S1ISPSSSSSNSKSJS! ! #2 (1 


ա 


SCEA ¿SBSNS[S&SO¿ (B zip ¿SBSKJQ49S5S1SFS S9SM!#¿ (Ց 
demo ¿SBSNSH$3SmSK$*S$SF$"$3j3S+2S9$,1"$*$+S1SF$SSkSbSN$O¿ (B 
¿SBS4$S/01It$GS9!1#;¿ (B 


SCEE :SBSNS[S&SO!"I8=" 7A<OSKz (B tar.gz z¢$B$r;HSCSFSSS*S9SM! #3 (B 
SCEI 2SBS+SiSNSbSNSO; (B lzh z:SBSNS*S*S*SSSFS"SCSFJILES; (B lha zSBSbS*SSSFS"S45S*S9! #3 ( 
B 

ESBS3SASiSOS1SCS$3$6$2S/S5SsE>:\S5S1SFSSS*°S9! #3 (Btest zg SBSN%G%#%1%/SHSISNz (B 

ESBS [SHSs$I$, $"Sk$_S$?SS$S$GS9! #2 (B 


ESBSHS3$m$G!"z (BSCEI/SCEA ¢S$BSHSb$K2£!9$,F~$1$k>1=4$03 (B 
i SBF | K\$G=" HwS7$?SHS$*$\$7$-%_%i!<%5%SSHSGS9SM! #2 (B 


www.scea.com -» 
www.us.netyaroze.com 202.238.103.38 


www.scee.sony.co.uk -» 
www.uk.netyaroze.com 202.238.103.39 


ESBS"SASiS5SsSNz (B ftp ¿$B$NNNONh$KF~$1$J$$$G$9; (B(;_;) 
WWW ¢SBSN%SZ!<%S8SKE8< (S7SFS"SkSbSNS7S$+8+S1SISS$¢ (B... 


¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**) http://cclub.tutcc.tut.ac.jp/xmascot/ 
—-MESSAGE FILE 20787 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
59html.html 


--MESSAGE FILE 20788 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0160htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCPFhCLSRKJCwkaRsoQg==?= 

Date: Sun, 25 May 1997 00:27:31 +0900 
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> girls and boys playing bizarre CD demos for macs projected onto the walls. 
> Just the sort of thing that makes you want to buy a yaroze really.. 


I remember that! Never went myself, mind... at least the "proper" film 
festival still happens - I don't know what I'd do without my summer 
"star-spotting" fix! 


Nick F 
-—-MESSAGE FILE 2200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00903 


—-MESSAGE FILE 2201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000904 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best console games... 

Date: Tue, 12 May 1998 02:32:18 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <3557A6A1.E4B81F3C@ndirect.co.uk> 
References: <3549C8BA.338@saqnet.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-36.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Greetings. 

Top 3 games eh... tough one. OK here goes. 

1. Baku Baku (Saturn). A 2 player game better than Bust A Move 2? Damn 
right! Takes ages to master, but anyone can have a fair crack. And when 
you loose you KNOW it was your fault - can't blame the machine. It's the 


reason I won't ditch my Saturn! Nuff said. 
2. Gran Tourismo (Playstation). Not enough european cars, but top stuff. 
3. Robotron (Williams Arcade Classics - Playstation). There are some old 


games which really are addictive. Well I like it anyway. Just one more go. 
(and another, and another...) 


Hows about your WORST 3 games? 


Herbs 


—-MESSAGE FILE 2201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00904 


-—-MESSAGE FILE 2202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000905 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Tue, 12 May 1998 03:10:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <3557AFAC.DEB58F32@ndirect.co.uk> 

References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-36.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <bo0wy$24b319970525002731@news1.scei.co.jp> 

References: <0Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <5lea90Sfv2@newsl.scei.co.jp> <bo0wy$2 
4b6319970517143822@newsl.scei.co.jp> <5lqierSllp@newsl.scei.co.jp> <bo0wy$24b31997052 
0210056@news1.scei.co.jp> <5m03ciS$99c@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.70 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


SAT. ¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>¢SBS*$*SC!"S3S1S0SiSS5SA0ShS/SSSCSFM_ ` s ՈՆԱ 
>¿$B!&!&!&1-JgAm?2t$Sr>e2sSCSFS$?S3jS7SF¿ (B (^^; 


¿SB!!$3$1$0%^%8$G?4G[$7$F$$$^$9; (B(*%; ¿SB!#>^6b$, OBS9S. S$kSH; WSCSFSSSk3 (B 
ESB?MSbB?SS$_$?SS$SGS9S7!5!&!#8D?ME*SK!"S=SE8ASE=jSPS+S5S_ ՏՄՏՏ:չ (B 
éSBSGM_S7SSSsSS@S1STISIS!!G!e!I"+S"!"ONS=S&e (B(^^; ESBIK! #:#2SSN@9Sj>e$, $jz (B 
2SBG!2?SG!"BhFs2s0J9_$, S"Sk$+7hS*SkSGS7SgS&S7 ! "FOMFSbIQSOSCSFS/Skz (B 

é SBSH; WS&SsS$GS9ShHSM! #2 (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20788 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
60html.html 


--MESSAGE FILE 20789 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0161html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (Եօ0ԿՆ)) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJFMhPBsoQg==?= 

Date: Sun, 25 May 1997 00:31:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <bo0wy$24b319970525003105@news1.scei.co.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576S$e2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@news1l.scei.co.jp> <337AC6FE.5D8C@ymg.urban.or.jp> <bo0wy 
$24b319970517144054@newsl.scei.co.jp> <337F333D.6D45@ymg.urban.or.jp> <bo0wy$24b3199 
70520205611@newsl.scei.co.jp> <3381B24B.1BE4@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.247.160.70 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


GSX-R <kouzou@ymg.urban.or. jp>¢$BS5$s$O=q$-S*S$7$?!#¢ (B 
>2SB!!¢ (BMklinux¿SBSO¿ (BNuBus;SB%Y!<%S9SNz ` er t s ա2 
>¿SB!!$"S1SO¿ (BApple; $B$,D>@\$+$+SoSCSFS?S$+! #2 (B 


ԵՏՔ !#Bee#O#SSN>19gGSO!"S"S*S58_49@-SKG{SiS$1$F3+H/SHH/E8$, Aw$1$k¿ (B 
¿SBSNS, OLHV<jJDKSSSNSG!"S3SNS$X$s$0; EJ} $JSS$+SISH; W$$$^$9!#; dSOz (B 

¿ SBSDSHSDSH#M#a#tc$J PMSGSOSISSSNSG! "$=S&;WS&SNS+SH$7$1$%*S;Ss$, (B 
¿SB!&!&!#¿ (B 


>¿$B!!¿ (BPowerMac, PPCP SBMO!&!&!&¿ (BYellowBox + BlueBox 
>¿$B!!¿ (BPC/AT¿$B8_ 4951MQ!&!&!&!6&1&2 (BYellowBox 
é ( 
Հ ( 


>¢$B!!¢ (BMac OS;SBMQ; (BYellowBox API 
>L $B! ! BWindows95/NT; $BMQ¿ (BYellowBox API 


¿$B!!$"$^$j<j$r9-$2$:!"3+H/$KC1G0$7$?$[$&$, NISSSH; WSE&SSSGS9S,!"3 (B 
¿SBS=S&SbSSS+SJSSSNSGS7SgS&S+!)¿ (B(%%*; ¿SB!#!&!&S=S&SSS(SP!"¿ (BNewtonzgSBSb¢ (B 
Apple;¿$BSO<jJ|$9$=S&$GS9SM!&!&!&!#; (B 


>¿SB!1!SsQ%SC%*ISb47S1S1SP3ZSGS9Sh!#4@S+S-SN?2MSKSO?ISSS_S?SSSGS9S,¿ (8(՞՞չ 


£$B!!;E; vSGH#IFSSTSN! <SHSG; HSCSFS*S$7$?!&!&$GSb47$1$%S;SsSGS7$2¢ (Ք(՞՞ gSB! #2 (B 
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ESBSISs$+!"; HSCSFSKS&SASK; X$, DK$/SISCSFS7S°S$CSF!&!1&!#e (B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20789 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
6lhtml.html 


--MESSAGE FILE 20790 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0162htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCUFOkMSRtJC8bKEI=?= 

Date: Sun, 25 May 1997 00:37:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <bo0wy$24b319970525003701@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.70 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


¿SB!!S&!ASsS3Ss$JSsS3S3SK%S"%C%WS7SFNISSSNS+SJ¿ (8(՞՞չ 


¿SB!!<BS$SOSZS1SmS/MOSN¿ (BMIDI¢$B%$%S%?!<%SU%S'!<S9SrC5S7SFS*S9!#=) MUS"S?S 42 (B 
éSBSGS_$+$1$?Si!"@'Hs65S (SFS/S@S5SS$! TSbS7>ySCSFS/S1SkSH8@S&SISiz (B 
ՀՏԹՏՅԱՀՏԵՏ/ՏՅՏ5ՏՏ: (8(՞՞: Š$ŠB!&!&!&$S$SJSSS+$SJS!!&!&¿ (B) SB! #2 (B 


¿SB!!%$SI%Si%—-%e%i$,¿ (BMIDIZSBSGSd$ jS?SS$SsS@S!IS!ISIS!S!3(B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 20790 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
62html.html 


--MESSAGE FILE 20791 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0163htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJGIkNOJUnP148aCRDJD8kaSEqISkbKEo=?= 
Date: Sun, 25 May 1997 03:48:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <338737F8.73AF@ja2.so-net.or.jp> 

References: <337ACBFB.63Cl@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.138.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


GSX-R wrote: 
ESB! !SSSFSSSF! #2 (J 


é5B! /EE7D2&SNS3SSSFS9SHSK:nIJSr=P$7$?!"SHS7$*°S9¢ (J (¿SB>P¿ (J) 


éSB!!Sb!<!"?3::O0wA40wSKBgI>H=SG! "CcCt+$5Ss$, 46N*S9SkS [SISN:nIJS@SCS?!"3 (J 
ESB! !SHS7S*S9¢ (J (¿SB>P¿ (J) 


¿SB!!$?2SV$s!"%$%s%?%S%Se!<SJ$sS$S+S5$1S$SkSG$7$SgS&!#; (J 
ESB! !<+M3SK8@$ (SkKSHS7S?Si!"SISsSJ;vSr8@SS$*S9S+!) 3 (J 
ESB! !S*S?!">*6bSN; HSSF; $O!) ¿ (J 


VVVVVVVVVVV VV 


é$B!!;dSOS?SVSs!"@83hHqSK>CS ($k$H; W$$$^$9; (U (¿S$SB5c¿ (J) 
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éESB3NS+SK>* 6bSO@83hHHGS1SYSkS+Sb!D! #3 (J 

ESBS*S"!"L>M@>*SGSOSMS (!#¿ (J 

--MESSAGE FILE 20791 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
63html.html 


--MESSAGE FILE 20792 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0164htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1ISO-2022-JP?B?GyRCJGIkNOUnP148aCRDJD8kaSEqISkbKEI=?= 

Date: 25 May 1997 15:09:34 GMT 

Organization: Net Yarouze (SCE) 

Lines: 17 

Message-ID: <5m9kne$17i@newsl.scei.co.jp> 

References: <337ACBFB.63C1@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.247.139.73 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


ESBS*SRSOSTSVSISGSO!##KFBHEOSGS 9! #S*SCHGHMHETSNS*S°SGS9! #3 (8(՞՞չ 


>¢SB!!S?SVSs!"%S%s%?%S%e!<STSSS+S5S1SkSGS7SgS&! #3 (B 
>2$B!!<+M3$K8@$ (SkSHS7S?Si!"SI$s$J;v$r8@S$$*sos+!) ¢(B 
>¢$B!!S°S?!">*6bSN; HSSF;$O!) ¢(B 


ESBSHSJS"S ($:!"GHIWN) S2$SJSSShS&SJH/8@Sr?4S,S1S2S9!#¿ (B 
¿SBS=$S1SHJ9S+$1S$S?;v0J30S$SOS?SVSsEzS (SUSSSH;WS&! #2 (B 


> 
>¢$B!!;d$O$?S$VS$s!"@83hHqSK>CS (SkSH;WSS$S$*S9z (B(zSB5c¢ (B) 
> 


éSB$=$1$0; dSbF1$8$G6$9!#!J5c!K¢ (B 
2 SBH2#0K|$/S$iS$$8Sc!"!I%2!<%> !K4pHWGcSC$?Si! "SbS&>/$7$7$+; DSiSTSSS@Sm$E$7!&!&E (B 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 20792 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
64html.html 


--MESSAGE FILE 20793 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0165htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCJUEYkOSRIGyhC?= 

Date: Mon, 26 May 1997 21:11:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <19970526211135bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.159 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¿SBS&S `S Saz (B 

¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20793 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
65html.html1 


--MESSAGE FILE 20794 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0166htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 
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Subject: Re: =?1SO-2022-JP?B?GyRCJEYkKOSRIGyhC ?= 
Date: Mon, 26 May 1997 21:13:14 +0900 
Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <19970526211314bo0wy@t3.rim.or.jp> 
References: <19970526211135bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.159 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


ESBS"S$CK<:GT¢ (8(՞՞չ 


¿SB!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20794 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
66html.html 


--MESSAGE FILE 20795 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0167html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: hinohino@ac.mbn.or.jp (Hino Yoshiteru) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJUFOkMSRt JC8bKEI=?= 
Date: 26 May 1997 23:01:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <5md4ooSpas@newsl.scei.co.jp> 

References: <bo0Owy$24b319970525003701@news1.scei.co.jp> 
NNTP-Posting-Host: 202.217.122.60 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


In article <bo0wy$24b319970525003701@newsl.scei.co.jp>, boOwy@t3.rim.or.jp says... 


>2SB!!<BSOSZS1Sm$/MQSN; (BMIDI:$B%$%S%?!<%US'!<%S9SrC5S7SFS*S9!#=) MUS"S?S 742 (B 
>¢SBSGS_$+$1$?Si!"@'Hs65S (SFS/S@S5SS!TSbS7>y$CSFS/S1SkSH8@SESTSi¢ (B 
>¢ SB%a!<%kS/S@S5S$S$2 (8(՞՞ ESB! &!&!&SSSTSSS+SIS!!&!&3 (B) ESB! #¢ (B 


> 
>2SB!!%1%i%-Se%iS$, z (BMIDIT¿SBSGSd$3S?2SSSsS@S$S!S!S!S$S!S! (B 
> 


>¢SB!t"-%1%i%-%esiSNOYSKSZS1$m$/S$rGc$C$?CK! J>P!K; (B 
2SBFbF#! !10<y$5$s$3$sSKSASO!"F|LnSH$$$$$*$9!#z (B 


X68000¢SBSN%3%J%_$N%2!<%* $Gz (BMIDI¿$B$r; HMQ$7$?$$$N$G$7$?$i!"; (BMIDI zg $B%$%s%? !<%US'% 
$$9%\!<SISrz (B 

2 $B; HMQS$ 9Sk0J30S8KS$ : $&$d$s$5$s$, :n@.$7$?%O%CSASWYMS0Si%* SYEVSFSF!"z (BRS-MIDIz$B$r; HMQ 
$9Skz (B 
ESBI}K!S,S"S5$S*S9! #2 (B 


¿ SBSQSCSASNS"Sk>1=jSO!"3 (B 
http://plaza7.mbn.or.jp/~shigema2/index.html 
iSBSHSYSC!*FOJ*1* $G$9! #2 (B 


$B; ՎՏԵչ (BMIDI 2 $B%$%s%? ! <4U%'%$%9%\ !<SISOM_S7SSSNSGS9S, !"5.=E$J3HD%%9%mM%C%H$O%a%b%j% 
\!<%Iz (B 
¿SBSH¿ (BSCSIz$B%\!<%IS$GKd$*SCSFS7$*SCSFSSSKSNSGS"$-SiSaS*$7$?! #2 (B 


2SBF|Ln!!0B98z(B / Hino Yoshiteru 
E-mail : hinohino@ac.mbn.or.jp 


—-MESSAGE FILE 20795 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
67html.html 


--MESSAGE FILE 20796 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0168htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: SEGA&BANDAI 

Date: Tue, 27 May 1997 22:13:56 +0900 
Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <redbug$f£8d19970527221356@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.104 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


¿SBSHSSS&SoS1S$SG:#Lk (B (5/27) ¢$B!"%; %, SHEPSSSCSSSNIGT; 2r>CS, ¿(B 
¿SBH/I=SK$JS$SjS*$7$S?!&!&!&2?$dS$SCSF$sS$S@S+!#;¿ (B 


¿SB<!$SN%;%, $N?75!<o$O%ST%T%$s#2$@SH;WS$SCSF4|BT$7$FS?2$NSK!&!&!&¿ (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20796 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
68html.html 


--MESSAGE FILE 20797 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0169html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCI1M3jOQOSNUISUbKEo=2?2=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCQOCQzJkAsSX4zdDwwMnE8UhsoSg==2= 

Date: 28 May 1997 09:17:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5mgt6rSoq@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.212 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B%53?!<%sSKz (J GAME WARE :SBSCSFSSS&#C#D%*%, S8%SE*SI%=SUSHS, $"$k$s$G$9$,!"; (J 
2 SBS=S1SNK<! 9£SKS=S&SSS&%7SSSHSKSNS_%KS2!<%> S$, F~SCSFSkKS=SESGS9! #3 (J 


ESBFOMFSO!"0-SNAH?SSNLSMhSrC4$&%6S3@0F .OwSrCC$ (Sk0i@.%7% _%e%l!<%7%g%s¿ (J 
ESBSGS9S,!&!&!&SMS?SES1SG40A4>!MxSGS9¢ (Մ (^^; 


չՏԲ018ՒՏոՏ/Տ"ՏյՍՏ-ՏեՏՄՏՏՏԵՏ7Տ՞Տ9Տ, 1":G=*L\E*S, @SSASNL#I} $rE] $9; v$GSOSJ¢ (J 
éSBS/!"@hGZ2x?MSK>! SCSF2~BS<j=OSr<uS1$k8"MxSrSbS$iS&;v! "SHSSS&SHS3SmS, ¿ (J 
£$B%_%=!#22?5+%m! <$+%kSGHy>PS$*S$7S/SCSFNISS46S8S5GS9! #3 (J 


¿SBS3S&SSS8&$S*$$$7$$01H/%M%?$,9_$j$F$3$JSSS+SHF|Lk5'$CSFSkSsS$SGS$9$,¿ (J (^^; 


(ՇՏ) f= Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 20797 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
69html.html1 


--MESSAGE FILE 20798 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0170htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re%2: =?1ISO-2022-JP?B?GyRCJFOkMSRtJC8bKEI=?= 

Date: Thu, 29 May 1997 00:32:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <19970529003246bo0wy@t3.rim.or.jp> 

References: <bo0Owy$24b319970525003701@news1.scei.co.jp> <5md4o0oSpas@newsl.scei.co.jp 
> 

NNTP-Posting-Host: 202.247.160.86 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 13986 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


Hino Yoshiteru;S$BS5$s$O=q$-S*S7S?!#¢ (B 
> SBFbF#! !10<y$5$s$3$s$KSA$O!"F|LnSHS$$$$*S$9!#2 (B 


ESB! !SIS&Sb$3$sSKSASO! #2 (B 


>X680002SBSN%3%I%_$N%2!<%* $G; (BMIDIz; $BSr; HMOS7$?SS$SNSG$7$?$i!"¢ (BMIDIz$B%$%s%?!<z (B 
>¢ S$BSUS'%S$39%\!<SISr; HMQS9SkOT30SKS: $&Sd$s$5$s$, :n@.$7$2SO%CSASWSM30¢ (B 
>i $B%i%` SrEVSFSF!"z (BRS-MIDIz$B$r; HMQ$9Skz (B 


$B! !$ISkS [ST$3$&80S&<j$b$"Sk$s$G$ ISM! #z (BRSZSBS@SH!" չ (BS-MPUZ $B$rMxMO$9$k; VSKSISkg ( 
B 
ZSBSNS+$J!) !#:#2 (BRS $B$K$O%9%-%c%J$, TRS, SCSFSKSNSG! "=PMhS$k$J$i$d$O$ jz (B 
MIDI 2$B%$%s%?2!<%US'1<%9$,M_$7$$=J$GS9$, !"SIS&$7SFSDSH8@S&; «ՏՕ81Բ5չ (B 

ESBS7TSFS_S*S9!#¢ (B 


ESB!t!&!&S7$+S7!"SdASCSO<jSKSOSSS45S*S;$s$+!"e (BMIDI1¿SBSS%s%?!<%U%S'!<%9!&!&¿ (B 
£SB%D%/SbSN%i%9%HS; !<%kSKSOS"SCS?SiSTSSSNSGS9S,!";d$, 91ՏԸՏՉ: «ՏՕչ (B 
ESBSISs$KS$b; DSCSFS*$; $s$G$7$2¢ (B(*_%; ESB! #¢ (B 


£$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20798 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
70html.html 


--MESSAGE FILE 20799 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0171html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy)) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: SEGA&BANDAI 

Date: Thu, 29 May 1997 00:45:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <19970529004525bo0wy@t3.rim.or.jp> 
References: <redbug$ff8d19970527221356@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.86 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


RedBugé SBS5$s$O=q$-$*$7$?! #2 (B 
>¿$B<!SN%;%, $N?75!<oSO%T%T%s#2$@SH; WSCSF4 | BTS7SFS?$NSK!&!&!&z (B 


ESB! !STSTSSSr8+SkSHz (BTowns; SBS£!<%6!<SN; dSHS7SFSO%*!<SFS#SN; OSH=ESMSF: (B 
¿SB8+S:SKSOSSSiS1S“S;SS¿(B(““;¿SBI#S"S"TN ! #3 (B 


ա 


2$B!t0l1~!"@hF | $Nz (BMacWorldExpo/Tokyoz $BSG3T%T%S$N?77 2=PE8S7$F$?$_$?$83 (1 
¿SBS$SGS95S, !&!&¿ (B 


25B!!S=S1SOS=S1SHS7SF!"S?S*S4SCSAS, SSSDS*SGSbGd$1SkSH;WSCSFSk¢ (B 
ESBSSSGSTSQGSE&S+SMIA!!!d! 15Ք5Տ55055չ (B 

¿SB!!FbF#!!10<y¿ (B <-> ¿SBK=0R;¿; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20799 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
7ihtml.html 


--MESSAGE FILE 20800 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0172html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: SEGA&BANDAI 

Date: 29 May 1997 07:38:23 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5mjbpfS40u@newsl.scei.co.jp> 
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References: <redbug$ff8d19970527221356@news1.scei.co.jp> <19970529004525bo0wy@t3.rim 
-Or.jp> 

NNTP-Posting-Host: 202.212.26.163 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hideki Naito(bo0wy) wrote 
> ¢$B!!%T%T%s$r8+SkSHe (JTowns; $B%f£!<%6!<SN; dSHS7SFSO%* !<SFS#SN; QOSH=ESMSF? (J 
> ¿SB8+S:SKSOSSSiS1S S;SsS¿(JU(“A; SBI I#S"S"N A Ոչ (J 


é SBSASg$CSHOC$7$, JQOSo$j$*$9S, 144 (J 


ESBS*S*!*F1; VS, ! *#T#OTFW#N#SSf!<%6!<!*; (J 
¿SB#P#C!?#A#TT$SKKd$b$1$F2uLG$7$2?%Sf!<% $61<$, $ [SH$S$I$@$H; (J 
¿SB;WSCS$SFSSS?$NSK!&!&!&!"$3SsSJS$SHS3SmS$SK@8B)$7S$SFSSS?$SHSO!J<:Ni!*!K¿; (Մ(՞՞չ 


ESBS*°!<SFS#!&!&!&SbSTEV; ~! "#P#STBSN#3#D=hM} G=NOSr; }SCSFSSS$?Siz (J 
éSBGdS$1$KGd$1$?!"$O$S:!"S?SVS$s!"S-SCSH! #SASGSCSH9DS+S$CS?S1S1! #2 (Մ 


2 $B; dSb=iBeL\6L!"$"!<SsSI#FHM#V! ] #THOHWHENES; HSSSGSO! #2 (J 


¿SB#H#i#r#o!!!J#H#iñr#ofylñu#k#i!!#N#a#k#a#ytfa#m#a!K; (J 

hiro999@japan-net.or.jp 

-—-MESSAGE FILE 20800 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
72html հեռու 


--MESSAGE FILE 20801 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0173htm1l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: Re: =?1SO-2022-JP?B?GyRCMzZA5cSROJU01LOyYVIJGOkbSOmJUDwkThsoQg==?= 
=?1S0-2022-JP ?B?GyRCJDMkSBsoQg==?= 
Date: Sat, 31 May 1997 00:44:40 +0900 
Organization: PlayStation Net Yarouze 
Lines: 16 
Message-ID: <kamon$21c519970531004440@news1.scei.co.jp> 
References: <338076A7.50F63AB@aix.or.jp> <kamon$21c519970520080807@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.23 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


I wrote: 
>¢SB!!SSSd!A!"CNSiSIJS+SCS?SGS9!#KMSN:nIJS, 8~S3S&SKS"% ԱԱԿ ԱՅՈ ԱՆՆԵ 
>2SBSo$+$j$*$;$s$, !"S"SCOWSTSES"SCS?2SiS&S1ST7TSSSGS9!#e (B 


ESBil¢e ee Ր ՈՐ 
ESBSRS5S7SVS5SK5c$S$$2¢ ¿SB%$&%=¿ (B) ¿SB!# (B 
#SCEE¿;¿SBSKSO:G?7%US!%SS mee SG "Sk5_ Տ255505151յոչ ( B 


Հ: SBS @S&SSSGS— SIS+SCS?!#2 (B 
Ho SB% 511Հ555558505:5154541)չ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20801 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
73html.html 


--MESSAGE FILE 20802 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0174htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: bo0Owy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: SEGA&BANDAI 


Net Yaroze newsgroups message dump.txt 


Date: Sat, 
Organization: 
Lines: 27 
Message-ID: 
References: 
@t3.rim.or.jp> 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset 
X-Posting-Software: WSNews 2.020 


202.247.161.32 


Page 13988 


31 May 1997 22:59:59 +0900 
PlayStation Net Yarouze 


<19970531225959bo0wy@t3.rim.or.jp> 
<redbug$f£8d19970527221356@news1.scei.co.jp> 
<5mjbpf$40u@newsl.scei.co.jp> 


<19970529004525bo0wy 


=ISO-2022-JP 


"Hiroyuki Nakayama" <hiro999@japan-net.or.jp>z¢SBS5$s$O=q$-S*S7S?!#¢ (B 
>eSBS*S*!*F1;VS, !*#T#O#W#N#S%f!<%6!<!*¿ (B 
>¿SB#P#C!?#ARTSKKdSbS1S$SF2uLGS$7S$S?%f!<%6!<$,$S[$SH$SsS$SISQS$SH¿ (B 


>¿$B;WSCSFSSS?SNSK!&!&!&!"S3SsSJUSHS3SmSK@G8B)S7SFSSS?SHSO!J<:Ni!*!K¿; (B(%%; 


r 


¿SB11S*“S@S*S@C5$;SPSSSkS+SbS$S7$S1S $S;Ss¿(B(“*;¿SB!#B>SK01?2M!"4(SKCNSCSŠF¿ (B 


ՀՏ8ՏՏՏ՞Տ9571"5ոՇ/ՕՇԹյՏԵՏՄՏԸՏ21Մ74լ 


IWSN:n<TSbz (BTowns;$B%£!<%6!<SGS9S7SM! #3 (B 


>¢ESBS*!<SFS#!&!&!&SbSTEV; ~! "#P#STBSN#3#D=hM} G=NOSr; )ՏՇՏԲՏՏՏ251: (B 


>¿ SBGdS1SKGdS$1$7!"SOS:!"S?SVSs!"S 


¿$B!!4{$K¿ (BTowns¿$B$8$c$J$$5$$,¿ 
éESBS+SISjGdS1$S?7S+Sb!&!&!#S;SaSFi" 
¿SBS@SCS$S?$SiSJS!!&!&!#¿ (B 


>¿ $B; d$b=iBeL\6L!"S$"!<SsSl#F#M#V! 


¿E$B!!; dSO#H#CSr; HSCSFS*S9O!#:#!"z (BTowns¿SB@1MOS$SN%$G%#S9S/ 


¿SB$r!V$d$_$J$ZGQ4) 98: (BCD-ROM; $B 
£$B%Z!<%8SG>R2p$7SFSKSNSG59S7$/z¢ ( 
£$B%Z!<%8SKSISCSFS*S9¢ (B) gSB! #2 (B 


http://wwww.t3.rim.or.jp/~bo0wy/ 


¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B 
éSB!!¢(B(Net Yaroze! aza02223) 


—SCSH! #SASgSCSH9bS+SCS?S1S1! #2 (B 


(B (^^; gSB!#$7$4+$7S"SNEv; «ՏԱՏ-ՏԱՇ-ԱՕՏՄՏ1չ (B 


Sazb%j#4#MSG#C#P#US, #448462 (B 


]#T#O#W#N#S;HSSSGS9!#¿ (B 


S°S 


5, S68SS¢ (B 
'WSH8@S&SNSr:nSCSFSSS*S9!#; dSN¢z (B 


B (Towns; SBSHSMSCSHSdSmS&$<S$Jz (B 


E-mail boOwy@t3.rim.or.jp 


Nifty COQOC00075@niftyserve.or.jp 


--MESSAGE FILE 20802 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


74html.html 


--MESSAGE FILE 20803 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0175html.html 


<19970529004525bo0wy 
<19970531225959bo0o0wy@t3.rim.or.j 


Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: SEGA&BANDAI 

Date: Mon, 02 Jun 1997 02:23:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19970602022329bo0wy@t3.rim.or.jp> 
References: <redbug$ff8d19970527221356@news1.scei.co.jp> 
@t3.rim.or.jp> <5mjbpf$40u@news1.scei.co.jp> 

p> 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; 
X-Posting-Software: WSNews 2.020 


¿ $B; dSO=q$-S*$7$?! #2 (B 
>http://wwww.t3.rim.or.jp/~bo0wy/ 


charset= 


202.247.160.183 


ISO-2022-JP 


2S$B!!%U%4! #2 (Bw¿ B$, 01858255: (B(^^; 


http://www.t3.rim.o 

ՀՏՑ | !SGS9SMz (B(^^; (^ 
¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B 
¿$B!!¿ (B(Net Yaroze! aza02223) 


r.jp/~bo0wy/ 


Ա 


E-mail boOwy@t3.rim.or.jp 


Nifty COC00075@niftyserve.or.jp 


-—-MESSAGE FILE 20803 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 


75html.html 
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--MESSAGE FILE 20804 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0176htm1l.html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: =?iso0-2022-jp?Q?SCEA_=1BSBSN2q0wSGS$ 9=1B=2 8B?= 
Date: Tue, 3 Jun 1997 09:56:11 -0700 
Organization: SCEA Net Yaroze News 
Lines: 22 
Message-ID: <5n1i24$7d015@scea> 
References: <338076A7.50F63AB@aix.or. jp><3381B02C.44AA@ymg.urban.or.jp><3381B6DD.67E 
7@ymg.urban.or. jp><3381C7E2.328B94CE@aix.or. jp><33840723.794B@ymg.urban.or.jp> <5m5k 
glSg6v@newsl.scei.co.jp> 
NNTP-Posting-Host: pm3b-44.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>>¿SB!!S&1<Ss!"S=$1SJSi; (BLZH¿SBSNS*S*SKS7SFS*S1SPSSSSSNSKSJS!!#¿ (B 
> 

>SCEA ¿SBSNS[S&SO¿ (B zip z~SBSKIQ49S5S1SFS*S9SM! #2 (B 
>demo ¿SBSNSH$3Sm$KS*$$SF$"$jS$S2$9S,1"S*$+S$S1$F$SSk$bSNS$SO; (B 
>zSBS4S/01ItSGS9!#¢ (B 

> 


¿SB%m%5%s%S<%sk%9SK=;Š$ŠsSGSSSk (B SCEA ¿SBSN¿ (B Net Yaroze չ582զ0աՏ65914: (B 


2$B;DGOSGS$9S, ! "'S3SASiSGSO¿ (B LHA :SBSOA4$/;HSoS1SFSS$%S;Ss!#3 (B 
(¿$B$*$=$i$/!"$=$NL>A0$9$iCN$i$J$$%f!<%6!<$, $[$H$S$I$G$9; (8(՞՞չ) 

WinZip ¿$B$J$I$b!"0l1~¿(B LZH ¿$BŠKBP1~$7$F$$$^$9$,<B:]$NE83+$K$O7k6I¿(B LHA ¿$BK\BN 
: (B 
S SBS, I, MWSK$J$k$?$a!";v<B>e%"%a%j%+$G: (B LHA 2S$BSr;HSCSFSSSk3f£!<%6!<SOS$ [SHSs$I3'L5SG 
$9!#¿ (B 
SCEA ¿$B$NJ}!9$b$=$15r9MN8S7SFSN; v$G$7$g$86!#; (B 


Kenshin 


--MESSAGE FILE 20804 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
76html.html 


--MESSAGE FILE 20805 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0177html.html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: Re: SEGA&BANDAI 
Date: Tue, 3 Jun 1997 10:03:53 -0700 
Organization: SCEA Net Yaroze News 
Lines: 10 
Message-ID: <5nligi$7d016@scea> 
References: <redbug$ff8d19970527221356@news1.scei.co.jp> <19970529004525bo0wy 
@t3.rim.or.jp> <5mjbpf$40u@newsl1.scei.co.jp> <19970531225959bo0wy@t3.rim.or.j 
p> <19970602022329bo00wy@t3.rim.or.jp> 
NNTP-Posting-Host: pm3b-44.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


SCEA ¿SBSN¿ (Թ Kenshin ¢$BSGS9!#¢ (B 
¿SB;d$b#3G/A0SO¿ (B Towns z$BSN$"SN87S7S$%9SWSi%S$ SHI=< (G=NO$G6%3!<ZISr=q$$SFS$Skz (B 
¿$B9b9; @8SGS7S?! #2 (B 
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¿SB!V%*$“!<%S$F%#!W!&!&!&!&!#N%S,=PSkS/$SiSS2(-($S+S7SSSGS9SM!#!#¿ (8(՞՞չ 


Kenshin 


--MESSAGE FILE 20805 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
77html.html 


--MESSAGE FILE 20806 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0178htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJFMhPBsoSg==?= 

Date: Thu, 05 Jun 1997 18:41:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <339689B9.5D89@ymg.urban.or.jp> 

References: <Olbc54ee$2c499260SLocalHost@sat.ga2.so-net.or.jp> <3367077A.62C7@ymg.ur 
ban.or.jp> <01bc5576Se2e6a700SLocalHost@sat.ga2.so-net.or.jp> <336870BA.6570@ymg.urb 
an.or.jp> <bo0wy$24b319970506221811@newsl.scei.co.jp> <3376DC61.1D8C@ymg.urban.or.jp 
> <bo0wy$24b319970513213440@newsl.scei.co.jp> <337AC6FE.5D8C@ymg.urban.or.jp> <bo0wy 
$24b319970517144054@newsl.scei.co.jp> <337F333D.6D45@ymg.urban.or.jp> <bo0Owy$24b3199 
70520205611@news1l.scei.co.jp> <3381B24B.1BE4@ymg.urban.or.jp> <bo0wy$24b319970525003 
105@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


ESB! !#Bee#O#SSN>19gGSO!"S"S*S58_ 49@-SKG{SiS1SF3+H/SHH/E8$,AwS1$k3 (J 
¿SBSNS, OLHV<jDKSSSNSG! "S3SN$X$s$0; ED} S$IS$$+$I$H; W$$$^$9!#; d$Oz (J 

é SBSDSHSbSH#M#a#tc$J PMSGSOSISSSNSG! "$=S&;WS&SNS+SH$7$1$%S;S$s$,¢ (J 
¿SB!&!&!# (J 


V V V V 


¿$B!!$=$&$G$9$M!#$b$0$d: (UNuBus PowerMac¿$B$KL$Mh$O$"$J$^$; $s$7¿ (J(¿$B>P¿ (J) 
¿$B!!¿ (JPCI Mac¿$B!u¿ (JPPC603, 604¢SBSJISi¢ (JMac;$B8_495!SGSbFOS-S*S9S7! #2 (J 


> eSB! !$"S$*$4<j$r9-$2$:!"3+H/SK@1G0$7$?$ [$&$,NISSSH;WS&SsS$GS9$,!1"3 (J 
> ¿SBS=S&SbSSS+SJSSSNSGS7SgS&S+!)¿ (I(^^; ESB! #1 &!&S=SESSS (SP!"¿ (UNewton¿SBSb;¿ (J 
> Apple¿$B$O<jJ|$9$=$&SG$9SM!&!&!&!#¿ (J 


¿$B!!¿ (Java $BE*$J$b$N$rL\;X$7$F$$$k$s$8$c$J$$$G$7$g$&$+!# (J 

ՀՏ8 12 (JYellowbox API¿S$SBSr;H$C$ŠF=qS$S+S$S1$?%=SUSHSO!"%$j%S3%Ss%O%S%Sk$Q@S1SG; (J 
¿S$B!!0c$&4D6-$GSbF0$/ShS$S&SKS9Sk$_S?SSSGS9S+Si!#; (J 

¿SB!!¿ (JNeXTz$BSN3+H/4D6-SCSF@ (SSSiSTSSSGS9ST7! #3 (J 

éSB!!¢(JYellowbox for Windows;$B$r;HS$&$H!"z (JWindows; SBS, 8+$ (SJUS/SJSkSiS7SSSsSG (J 
¿SB!!S=S$S1$JS3jSKLLGrS$SSS+SJSH¿ (J (¿SB>P¿ (J) ¿SB!#¿ (J 

-—-MESSAGE FILE 20806 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
78html html 


--MESSAGE FILE 20807 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0179html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: Re*%2: =?iso-2022-jp?B?GyRCJUFOkMSRt JC 8bKEo=?= 

Date: Thu, 05 Jun 1997 18:42:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <339689F4.79D0@ymg.urban.or.jp> 

References: <bo0Owy$24b319970525003701@news1.scei.co.jp> <5md4ooSpas@newsl.scei.co.jp 
> <19970529003246bo0wy@t3.rim.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 


Net Yaroze newsgroups message dump.txt 


To: 


Jim <jim@micronetics.com> 


Jim wrote: 


> I had the same problem. The TV couldn't handle an 18 hour coding 

> session and committed suicide. So I threw it from the first floor 

> window. Highly satisfying.. 

> 

> http://www.codeworks.demon.co.uk/ftp/jim5. jpg 

> 

> And now, last night my Grey PSX popped it. I was playing Tekken 2, 

> doing really well and the music started juddering, and then FMV started 
> failing. Cd loading took _ages_, and now cds fail to spin at all.. 

> Anyone seen this before? 

My first Grey PSH did exactly the same. It was still under warrantee and 
Sony sent a guy round with a new one. Now this one is starting to do the 
same. I honestly don't think these things were built to last. I notice 
that newer Playstations have a different CD mechanism, although my Yaroze 
seems to have the older type. I have been told (but I'm not sure how 
reliable this is) that some cheap CD mechanisms (especially in old CD 


players) are prone to condensation in the lense as the weather warms up. 


Herbs 


VVVVVVVVVVVVVVV VV VV VV VV 


VVVVVVVVVV 


Thing is, its now outside warrantee. Is there anyway of sourcing 
spare/replacement parts for a psx? or it may just be cheaper to get a 
new one alltogether. 


Still I'm not sure what to do with the psx, throw it from the top floor 
window. Microwave it? I may try throwing it from the back of a flat 
bed pickup, travelling at 70 down the M4. Suggestions? 

Jim 

Robert Swan wrote: 

Moan moan moan thats all I ever do. 

Now I really have something to complain about. My monitor/tv has 


broken while I was using it. Great, there goes the end of my 
programming attempts. (growl) 


Anyone fancy buying and delivering me a new tv? 


Robert Swan 


Page 1400 


—-MESSAGE FILE 2202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00905 


—-MESSAGE FILE 2203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000906 
Path: chuka.playstation.co.uk!news 


From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Analog Pad w/Dual Shock 

Date: Tue, 12 May 1998 03:24:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <3557B2D4.BFB9DAFEF@ndirect.co.uk> 

References: <35521D7E.D42C3393@mail.datasys.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-36.ndirect.co.uk 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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NNTP-Posting-Host: 202.231.136.73 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 
> eSB! t!&!&S7S+S7!"SdSCSO<jSKSOSSS$j5S*S;SsS+!"z (UMIDI¿SB%SSSs%S?!<%U%S'!'!<%S9!&!&¿ (J 


> ¢SB%D%/%bSN%1iS9%HS; !<SkSKSOS"SCS?SiSTSSSNSGS9S, !"; d$, 9T$C$?;~$Oz (J 
> ESBSISs$K$b; DSCSFS*$; $SSG$7$2¢ (J (*_*7 ESB! #2 (Մ 


éSB!!:k6LSNS [S&SNSMSCSHSGGdS jSK=PSFS*S7$?S,!&!&!&SbS&ESTSSS@SMSESTS" 3: (J (%%; 

é5B! !SASTS_SK#5#0#0#01_SGS7S?! #2 (J 

—-MESSAGE FILE 20807 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
79html html 


--MESSAGE FILE 20808 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0180htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCOCOzZJkAsSX4zdDwwMnE 8UhsoSg==?= 
Date: Thu, 05 Jun 1997 18:44:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33968A60.79A3@ymg.urban.or.jp> 

References: <5mgt6rSoq@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#S#A#T!%¿ (J wrote: 


> ¢SBFbDMFSO!"0-SNAH?SSNLSMhSrC4S$&S6S3@0F. (Sk0i@.%s7%s_%e%1l!<%s7%g%s;¿ (J 


> 2SBSGS9S, !&!&!&%M%?$@$1$G40A4>!Mx$G$9; (4; 
éSB!!¢  (JAZITTO¿SBS_S?SSSJSbSsSGS9S+!)¿ (7(՞՞չ 
2$B!!SCSF!"z (JAZITOz$B7k61$*S$@<4SKF~ SCSFSISSS7!816!6!#e (J 


> 2$B$3$&$$$&$*S$$7$$01H/%M%?$, 9_$jSFS3SISSS+SHF|LK5'SCSFSkSs$G$9$,¢(J (^^; 


¿SB!!%Sa%Sb$GS-$SJSS>u67$SG9_SCSFS3SJSS;vSb5'S$SjS$S%*$7SgS&¿ (J (¿SB>P¿ (J) 
--MESSAGE FILE 20808 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
80html.html 


--MESSAGE FILE 20809 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0181html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso0-2022-jp?B?ROFHGyRCR2MkJCReJDckPxsoSg==?= 
Date: Thu, 05 Jun 1997 18:46:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33968AF5.44C2@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éSB!!¢ (JGAG: SBSHSO; (JSUZUKI¢ SBSN;z (JGAG; SBSGS9! #2 (J 
¿SB!!SP!<%SG%S#7OSN; ( ԱԱ SsS8SsSr@QSssSe@!"E (J 
25811: (JGSX-R750:$B%1%W%j%+¿ (J (¿ŠB>P¿ (J) 
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2$B! !SAST$_SKM=HwSN%+3&%kS$, 01<OSDSSSF#1K | 1_$] $CS-$5$G$7$?2 (J (¿$B>P¿ (J) 


¿SB!!Sh%$7%` SiSNSGSeES"SkKSXSCSISISSSHS+SESKS—-SCSHSHE (J 
¿SB!!¿ (UGAG¿SBMQOS5%SS/%Sm%sS$,S[S7SSSJS!!#SHSCS/SK@=BSCf;_S@S1SI!&!&!&!#¿ (J 


—-MESSAGE FILE 20809 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
8lhtml html 


--MESSAGE FILE 20810 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0182html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso0-2022-jp?B?GyRCSzskNyOkGyhK?= 

Date: Thu, 05 Jun 1997 18:47:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33968B2E.3590@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ՀՏ !Ck4VSOK; S7SSS7TLKSO?2SFS7S“*S&! #2 (J 

ESB! !%a!<SkSNIV; vSbS?S*°SCSFSSSkS7; `SKS=S&¿ (J (¿SB>P¿ (J) 

—-MESSAGE FILE 20810 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
82html html 


--MESSAGE FILE 20811 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0183htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso0-2022-jp?B?GyRCJSI1SyVhJT8layRORkKM7 I yROJGOkRBsoSg==?= 
Date: Thu, 05 Jun 1997 18:55:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33968CF5.1045@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!S, !"=PSFSSSkS=SESISSSGS9S, !"2>LL%i%$%@!<$N%Sa%$ISl!<$i$7$$$s$G;¿ (J 
2£$B!!SASgSCSHS,SCS+S5! #2 (J 


é5B!!%S:SPSCSHS@!*%$: SPSCSHSrSIS<F~S1Ss!*e (J 
2$B! !CO9VSN%S: SPSCSH! "CKSOO1?MF; S$r9TS/!"Fs?MSNCOJ?@~!"A4ItF~S1SFS[S7SSS>!#¢ (J 


2SB!!S"SHS"S1S@!#SPSmS° #1$HS+3+%2%9S? ! <SHS+3S%S%e! <SsSHSte (J 
2SB! !3"S93FS+%$36! <SHS+3S3I%: 3° SSSHS+3-S+SSSG!<! PHOFISHS +E (J 
2SB! !%03+%S%@!<SNSF!<3*SHS+Q@VIFSHS+#1#7SHS+S"S$kS@Sm!<SK! #3 (J 
¿SB!!S"!"@QoBb%S$7%j!<%:SbK:S1SFSOSJSiSJSS!#¿ (J 


2$B!!$$$:$1%353] !<$HS5$1$k; v$rK>$* ¢ (7(258»Ք.չ (J) 
—-MESSAGE FILE 20811 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
83html.html 


--MESSAGE FILE 20812 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0184htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1is0-2022-jp?B?GyRCMnE1RDw8I1 zEhdSMyGyhK?= 

Date: Thu, 05 Jun 1997 19:01:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33968E60.3817@ymg.urban.or.jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.73 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !STS&S7$*S$7SgS$&S+SM!) ¿ (J 
¿SB!!S$SH$j$"$ ($:!"#1S01) EDz (JBASICz; SBSNOCB4SK$7$h$ &$+$H; W$C$F$k$s$G$9$,¿ (I (^^; 


ESB! t2r@bS$7Sh$é!*e (J 

¿$B!t1)ED¿ (JBASIC; SBSHSO! "$=S$1$rH/Gd$ 9$k2q<R$,1) EDJ}LLSKS"SkS$3SHS$+Si¢ (J 

ESB! tS=S&8FSPS1ISkShHS&SKSISCS?! #L?L><TSO!"!V=uS1SF!*CcC+S5Ss!!LsSBt+SN1X!Wz (J 
2$B!t$GM-L>SJ5H@n=UBGO:;a! #:#S0=<EEC£S@S=S&SGS9! #2 (J 

ESB!tz (INYzSBSHSS$$&>1=JjJA! "@=IJL>SG8FSVSH5$Sr0-$/S$9Sk?MS, $$$k$+$b$7$1$J$$; (J 
¿SB!tS$SNS$GS3S&8FSSsSGSSSk  (J(¿SB>P¿ (J) 


¿SB!!#2SOSIS&S9SkS$S+$J$S"!#¿ (J 

¿SB!!¿ (JFreeBSD:; $BSH$+z (Ulinux¿SBSN2q5D<<S"S?2SjJS,S$SSSS+SJS!SH;WSCSFSkSsSGS9S,¿ (Մ(՞՞չ 
--MESSAGE FILE 20812 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
84html.html 


--MESSAGE FILE 20813 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0185htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?i1so0-2022-jp?B?SG9ItZVBhZ2UbJEI50T83IDckXiQ3JID8bKEo=?= 
Date: Fri, 06 Jun 1997 00:19:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <3396D8F8.6217@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!AR8K$r; HS ($k$h$&$K$7$?!"$D$b$j$@$C$?$S$G$9$,¿ (J 
¿$B!!¿ (JServer Error;$B$,S$GSd$,$4$%S93 (J (¿SB>P¿ (J) 


¿$B!!¿ (JSCEIZSBB&SG@_DjJSTSFSbSiS&1I,MWS, S"SkKSNS+SI! #2 (J 
—-MESSAGE FILE 20813 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
85html.html 


--MESSAGE FILE 20814 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0186htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: SEGA&BANDAI 

Date: Sat, 07 Jun 1997 21:20:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <19970607212054bo0wy@t3.rim.or.jp> 


References: <redbug$ff8d19970527221356@news1.scei.co.jp> <19970529004525bo0wy 
@t3.rim.or.jp> <5mjbpf$40u@newsl1.scei.co.jp> <19970531225959bo0wy@t3.rim.or.j 
p> <19970602022329bo00wy@t3.rim.or.jp> <5nligi$7d016@scea> 


NNTP-Posting-Host: 202.247.160.133 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


ESB! !SIS&Sb$3$sSKSASO! #2 (B 


"Kenshin Fujiwara" <kenshin@pacificnet .net>z$BS$5$s$O=q$-S$*S7S$?!#¢ (B 
>: $B; dSb#3G/A0S0; (B Towns 2 SBSNS"SN87S7$$%93WSiSSSHI=< (G=NOSG%3!<SISr=qSSSFSSSkz (B 


ESB! !; dSO8=LrS$G%9SWSisStHSSSBSCSFS*S$9; (B:—) 
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Towns g$BSN%92W%iSSSHSb ! "C1$K%9%3Z%C%/$@S18+SkSH7k9=$T; V=PMhS$=$ &SISNSG$9¢ (B 

¿SBS, !"¿ (B1/60¿SBSG¿ (B227¿SB8DOLS7S+e:NoSK=PSJSSSNS, SDZisS$S=jSGS9!#S*S"B?>/SNSVZ1LSKz ( 
B 

¿SBSOLNSrS$DSVS$CS$?$j!"¿ (B1/60¿SBSr$"$S-SiSaSk$SJ$jS9S$S1SPSbSCSH=PS$;S S9$,¿ (B(“ A; ¿SB!I# (B 


¿SB!!S$S=S$S1SGSb¿ (BWindows¿SBSG%SW%sm%s0%si%S`AHS`SNSHHfSYSKSHSOSkS+SK3ZS7SSSNSG!" (B 
Towns ¢SBSGSN%W%m%0%1%_%s%0SOSdSaSiS$1$%*S$;$sz (8(՞՞) 


2$B!t$=$68$$$ (SP!"z (BPiping $BSO%S38SM% 9SbSG%k$r=P$9$=S&ESG!&!&3 (B(^^; 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

-—-MESSAGE FILE 20814 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
86html html 


--MESSAGE FILE 20815 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0187html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCSzskNyOkGyhK?= 

Date: Mon, 09 Jun 1997 03:40:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <339AFC8A.36F5@ja2.so-net.or.jp> 
References: <33968B2E.3590@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.158.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


GSX-R wrote: 

> 

> ¢$B!!Ck4VSOK;S7SSS7TLKSO?2SFS7S*SE! #2 (J 

> ¢$B!!%a!<SkSNIV; VSb$?S*°SCSFSSSkS$7; ` $KS=S&z (J (¿S$SB>P¿ (J) 


éSBS=S&SHSOCNSiS: 6rCTSN%a!<SkSISSS+=PST7TSFSTS*SCS?!#!JH?>T! Ke (J 
éSBAa$/NIS/SISCSFS/S@S5S$!#! TILSKIB5SSS8ScSISS$, !Kz (J 
—-MESSAGE FILE 20815 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
87html html 


--MESSAGE FILE 20816 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0188htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?is0o-2022-jp?B?GyRCSzskNyOkGyhK?= 

Date: Mon, 09 Jun 1997 18:18:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <339BCA54.6DFA@ymg.urban.or.jp> 

References: <33968B2E.3590@ymg.urban.or.jp> <339AFC8A.36F5@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 


> ¢ SBS=S&SHSOCNSi$: 6rCTSN%a! <SkSISSS+=PS7SFS7S°SCS?!#!TH?>T!Ke (J 
> ¿SBAaS/NIS/S$SJSCSFS/SR@Q@$S5SS!#!JJLSKIB5SS8S$cSJSSS, !Kz (J 


ESBIISUI<I"S"S*SI5SSKST7TSISSSGS/S@S5$$¢2 (Մ(՞՞չ 
ESB! !S?SVSsMh=5$"$2?$58+$i$9$387SO2KSKSISkSNSG! #2 (J 
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ESBItEE7D2&SN%SSY%S%H8~S$1S$K227$+:nSiSISSSHSSS1STISSSSSGS9S, ¿(J 

ESB! tz (UGAG¿SBSSS8SCSFSkJ)$, 3Z$7$9S$Sd¿ (Մ(՞՞չչչ:չ 

—-MESSAGE FILE 20816 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
88html.html 


--MESSAGE FILE 20817 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0189htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: BTRON 

Date: Mon, 09 Jun 1997 18:21:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <339BCB21.7FFC@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!:#=PSFS$Sk!Vz (JTRONWARE; SB!WSK!"z (J1B/V32$B!Jz (JAT;$B8_495!SGFO0$/z (JBTRON¿$B!K$ 
Nz (J 
SB! !BN83HGS, $D$S$F$-$^$9!#7k9=$$$$$C$9!#; (J 


ESB!!! (JTRON: SBSHSS$$&SH! "SHSCS/SK>CS$ (SFS$7S*SCS?%$%a!<38Sr; }SCSFSkz (J 
2$B!!!I$Sb$7$/SOA4S/CNSiSJSS!KI}$,B?SSSH;WSSS$*S9S, !"¿ (J 
¿SB!!@SSNCfSSSmSsSJSHS3SmSGF/SSSFS“S9!#¿ (J 

—-MESSAGE FILE 20817 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
89html.html 


--MESSAGE FILE 20818 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0190htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Tue, 10 Jun 1997 03:44:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <339C4F08.6FF1@fa2.so-net.or.jp> 
References: <339BCB21.7FFC@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.170.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
> 


> 2$B!!:#=PSFSS$Sk!Vz (JTRONWARE; SB!WSK!"z (J1B/V3¿$B!J¿ (JATz2$B8_495!SGF0$/z (JBTRON: $B! 


> 2-$B!!BN83HGS, SDSSSFS-S*S9!#7k9=SSSSSCS9! #3 (J 


2$B!!3 (JTRONeSBSHSS$S&SH! "SHSCS/SK>CS (SFS7$S*°SCS?%$%a!<%S8Sr; }SCSFSk3z (J 
¿$B!!!J$b$7$/$0A4$/CN$i$J$$!KJ}$,B?$$$H; W$$$^$9$, !"¿ (J 
ESB! ! @SSNCESSSmS$sSISHS$3SmSGF/SSSFS*S9! #2 (J 


¿SBS=$&$$$S ($POJA0!"#C#T#R#O#NMOSNSUS ! SSSKE>AWSWSmSHS 33k! Te (JFTAM) ¿$BSr¿ (J 
ES$B3+H/!JO\?"SHSHD8@S&!IKSTSFS?SIS!!#!J2sA[Sb!<SI!Ke (J 


¿SB3NS+H/Cm85$SOF1!(ETD#SQ@SCS?SH;WS&S1SI;HSoS1S?SN$S@SmS&S+!S!%!1%!# (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20818 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
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90html. html 


--MESSAGE FILE 20819 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0191html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Tue, 10 Jun 1997 16:51:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <redbug$ff8d19970610165139@news1.scei.co.jp> 

References: <339BCB21.7FFC@ymg.urban.or.jp> <339C4F08.6FF1@fa2.so-net.or.jp> 
NNTP-Posting-Host: 133.130.133.15 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#;¿ (B 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <339C4F08.6FF1@fa2.so-net.or.jp> ¢SBSN¢ (B 
¿$B5-; v$K$*$$$F¿ (B 1997/06/10/ 03:44 ¿$B:"!"¿ (B 

kAZZY <kazzy168@fa2.so-net.or.jp>¿$B$5$s$0=q$-$^$7$?!#¢¿ (B 

>> ¢$B!!¢ (BTRON; SBSHSSS&SH!"SHSCS/SK>CS$ (SFS7S*SCS?%$%a!<%S8Sr; }SCSFSk¢ (1 
>> g$B!!!T$b$7$/SOA4$/CNSiSJI$$!KJI}$,B?SS$SH;WS$$*$9$,!1"3 (B 

>> g$B!!@SSNCESSSmSs$ISHS$3Sm$GF/SSSFS$*$9!#z (B 


ա 


Roland ¢SBSN2; 8; SJ$sS$+Sb%+!<%SM%kSOS=S&SGS9SM! #2 (B 


> SBS=S&S5S (SPOJAD! "#C#T#REOFNMOSNSUS ! SSSKE>AWSWSMSHS3Sk! Tz (BFETAM) ¿SB$r¿ (B 
>¢SB3+H/!JO\?2"SHSb8@SE!IKSTSFS?SIS! !#!TJ2Z2sA[Sb!<SI!Ke (B 
> 
>2SB3NS+H/Cm85SOEL1! {ETD#S@SCS?SH;WS&S1ST;HSOSIS?SNS@SMS&S+!ISISISL#E (B 


¢$B:#8=:_SN;E; v$, #CHT#REO#N>ESNZUS ! !<%S> SES'S"=qS-SESCS?2S4S7S*°S9! #3 (B 
ESBHECHT#RHOFNSOEEOC8r495 ! $GSh$/; HSoS1SFSkSsSGS9SHSMS$'! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20819 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
91html.html 


--MESSAGE FILE 20820 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0192htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: 6/21,22 in tokyo 

Date: Fri, 13 Jun 1997 15:41:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <redbug$ff8d19970613154112@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


2SB:#7nSN#14#8F | $h$j#2#7F | $*$GDkETJ} LL! J@53NSKS$O@n: 4! KS$Kz (B 
ESB=PDSSKSIS5S*S9! #2 (B 


éSBSG! "EZMKSHF | լատ, 40A4SK2KSGS9! #2 (B 
ESB=PD%@hS$K$"Sk=IGq@h$O?2SkS@S1SN>1=jSGS9ISNSG! #2 (B 


¿SBSbS7ShSmS7S1S1SP!"SISJS?S+O1l=oSKO(S`SJS3Jj?2)SYSkSJSjJS7S%S;SsS+!) (B 
2SBO11~! "Sa! <SkSKSFIV; v$/S@$5$5! #¢ (1 
2$B: #=5SNF |MKF | ¢ (B (15¿$BF |¿ (B) ¢SBSNLKSKESCf7P2aS$r=q$-9~$_$*S9! #2 (B 


ա 


#SCEI ¢SBSKM7SSSK9TS/SCSFSNSOL5M} $G$7$g$&S+SM$'!#!T$S\S=SC!Kz (B 
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Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 


—-MESSAGE FILE 20820 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
92html. html 


--MESSAGE FILE 20821 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0193html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: 6/21,22 in tokyo 

Date: Mon, 16 Jun 1997 19:52:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33A51B09.760F@ymg.urban.or.jp> 

References: <redbug$ff8d19970613154112@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> #SCEI zSBSKM7SSSK9TS/SCSFSNSOL5M}$GS$7S$g$&S+SMS'!#!TS\S=SC!Ke (J 


¿SB!!2q0w>Z$r;)$C$F!"S$$-$J$S39TSC$SF$_SKkSHS+¿ (7(՞՞չ 
--MESSAGE FILE 20821 END: net-yaroze- tS ee m SCEI/ny/nan_yaro/liberty/000001 
93html.html1 


--MESSAGE FILE 20822 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0194html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Mon, 16 Jun 1997 19:54:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33A51B79.58D3@ymg.urban.or.jp> 

References: <339BCB21.7FFC@ymg.urban.or.jp> <339C4F08.6FF1@fa2.so-net.or.jp> <redbug 
S££8d19970610165139@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> Roland ¢$BS$N2;8;S$JI$s$+$b%+!<%M%kSOS=S&SGS9SM! #2 (J 
¿$B!!¿ (UCASTIO¿SBSN¿ (UOQV¿SB%7%S3j!<%:S,¿ (JITRONZSBS@SCS?SH;WSSS*SO! #2 (J 


> ¢$B:#8=:_SN;E;vS, #C#T#RHO#N>SSNSUS! ! <3 SES'S"=qS-SEASCS?PSISTS* SI #z (J 
> ~SBHCHT#RHOFNSOBREOC8r495!SGShS$/; HSoS1SFSkSsSSGS9OSHSMS'! #2 (J 


2$B!!10$N2<$NNO; } $A! "SCSF46S8SGS9SMz (J (*%; 
—-MESSAGE FILE 20822 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
94html.html 


--MESSAGE FILE 20823 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0195htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


Net Yaroze newsgroups message dump.txt Page 


From: falcom@bekkoame.or.jp (falcom) 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: =?ISO-2022-JP?B?GyRCUVYlayE8JEpGfCE5ISYhJiEmISYDKEI=?= 
Date: 20 Jun 1997 03:00:30 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 40 

Message-ID: <S5ocroeSmss@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.244.231.110 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!$I$b!"¿ (BEalcom: $B$G$9! #2 (B 
ESB! !S+SISFSWS7TSVS5S+Sb! #2 (8(՞՞չ 


¢SB!t:G6a!"SR$8S$g!<SK5"SKkSNS,CYSS!&!1&!&!&3 (B(*%;; 
2$B!!2?tF|AOSN=PMh; v¿ (B 
¿$B!!5"$j$K!"9"$,3i$$$?$N$G!"<+HN5!$G!"K?%$3! !<%iŠ$r¿ (B 


é$B!!Gc$$$*S7$2¢ (B. 
¿SB!tS$S=S1S, !"Ha7` SN; ՕՏ» $4S@SCS?SNS+SDS7S1SISS!#!JT61>P!Kz (B 


é5B! !2HSK5"S4!"S0%7SeSCSHSUS ?S$r3+$1!"9"S,DKSEF!<!"SH;WSSSDSD3; (B 
é5B! !015SSKH>J,$[SIO{$_43$7!"SF!<SVSkSN>eSK!&!&!&!&@ (1 


ա 


¿SB!!$G!":BS$SCS?Go;RSK!"SF!<%SV%$SkS$SKB-$, $"$?S4!"S3!<%iS,S=SNS*S%z ( 
¿SB!!e0]_sX!&!&!&!&¿ (B 


¢$B!!S=SNMn2<COE@SKSO! "9uS$SbSN$,¢(B..... Gi) 
¿$B!!8+; V$KD>7b$7$^$7$?!#6 (B(^^;; 


oe 3!<%iSN4LSr=&SCS?SNSH! "H>J, 0J>e$J$/$J$C$F$$$?7$*$+$2; (B 
ԵՏՏ 1ՏԸչ (B ¿ $BHO32$0!">/S7SGC$9Ss$@SbSNSN!I"Sd$O$ ji!" 2 ( (BOPEN: SB%S%8%'%/%HSN2#5N¿ (B 
c ԱԱ Աա O 1: $7$?LOMM!#¿ (B(“ ; ; 


¿$ŠB!1;EJ)$,L5$$$N$G!"LkCf$N#2;-$0$i$$$+$i!"Q@6A]=hM)$r3+;O¿(B..... 
¿Š$B!!4pHD$SOL5; v$ @$C$?$3$H$r3NG'$7!"$[$C$ŠH$9$k$3$H$DS+$N4V!"¿ (B 
¿$B!!7K9=$JNL$,?/?)$7$F$$$k; v$, H=L@!#¿(B 


ESB! !S&S'SCSHSES#ESCS7SES, S"SCS?PSNSG!I"SN!<S°SkKSFS#SCS7SESHI;MOS7¢ 
¿SB!!@6A]40N;!&!&!&¿ (B 


¿SB!!SH$3jS"S(S:!":#SbL5;vSKS&S4SSSFSSSkShS&SGS9!#¿ (8(՞՞չչ 


¿SBI!t$5$S$F$SJ$SS+!"$ASgS$C$H?4G[SJ:#F|S3$SNS4Sm (8.... 


JaA Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
7 E_Mail_Address : falcom@bekkoame.or.jp fof. մ 
— dey poe Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 


--MESSAGE FILE 20823 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0 
95html.html1 


13998 


00001 


--MESSAGE FILE 20824 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0196htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?is0-2022-jp?B?GyRCUVYlayE8JEpGf£CE5ISYhJiEmISYbKEoO=?= 
Date: Fri, 20 Jun 1997 21:05:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5odrujSntv@newsl.scei.co.jp> 

References: <5ocroeS$mss@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AA721B.340B@ymg.urban.or.jp> 


Net Yaroze newsgroups message dump.txt Page 13999 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
falcom wrote: 


> ¢SB!I5"S5SK!I"9"S, 3iSSS?SNSG!"<+HN5!SG!"K?%3!<SiSrz (J 
> ¢SB!!Gc$$$*S7$?¢(J.... 


¿SB!!SP%SJSJS3!<%iSGS9S+!)¿ (J (“; 


> ¿SB!!SHSjS"S (S:!":#SbL5;vSKS&S4SSSFSSSkShS&SGS9!#¿ (Մ(՞՞չչ 


¿S$B!!9u¿ (UPS; $BSO!"%3!<%i$K$O6/$S$o$1$G$9$M¿ (7(՞՞: 


> gSB!tSSSSSFSISSS+! "SASgSCSH?4G[ST:#F|S3SNS4$mz (Մ.... 


£$B!!%3"S4jSKSbCmOUSGS9SMz (7Մ(՞՞չ 
—-MESSAGE FILE 20824 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
96html.html 


--MESSAGE FILE 20825 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0197html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Sat, 21 Jun 1997 13:38:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <19970621133857bo0wy@t3.rim.or.jp> 
References: <339BCB21.7FFC@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.247.160.136 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


GSX-R <kouzou@ymg.urban.or. jp>¢SBS5$s$O=q$-S*S$7$?!#¢ (B 
>2$B!!z (BTRON: SBSHSSS&SH! "SHSCS/SK>CS (SFS7S*°SCS?%S$%a!<%8Sr; } SCSFSkz (B 
>¢$B!!!ISb$7$S/SOA4S/CNSiSJSS!KI}$,B?S$$H;WSSS*S9S,!"e (B 
>¿SB!!@SSNCfSSSmSsSJSHS3SmSGF/SSSFS S9!#¿ (B 


¿S$B!1%S;%$%3!1<$,=P$7$F$$$k!"¿ (BBTRON¿ $BEK: \$Nz (BPDA¿$B!"¿ (BBrainPad-TiPO:$B$, ¿ (B 
¿$BM_$7$$$C$9!#<B?H!&2>?H%b%G%k$G<+J, QIMQ$NŠG!<%?%Y!<%9:n$C$?$i!"¿ (B 
¢$BSb$&:G6/SH8@S&46$8S,S7S*S9! #2 (B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

-—-MESSAGE FILE 20825 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
97html. html 


--MESSAGE FILE 20826 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0198htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?SGFuZH1jYWObJETKSDI2GyhK?= 

Date: Mon, 23 Jun 1997 17:34:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 
Message-ID: <S5olcmbS3pk@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AE3516.7936@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JKAMI;$BS$5$s$+Si¢z (JHandycamz SBS r>yS$CSFSSS$?S@S-S*S7S?2!#3 (J 


Net Yaroze newsgroups message dump.txt Page 14000 
é$B!!SP%$%/SKSDS1SFS$_$?SS$H;WSCSFS*S9¢ (J (¢$B>P¢ (J) 


¿SB!!%/%i%C%7%e%7!<%s$,;#S1$?$iSIS&S7Sh$&¿ (J (¿SB>P¿ (J) 
—-MESSAGE FILE 20826 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
98html.html 


--MESSAGE FILE 20827 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0199htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCUCIkThsoSkJBUO1D?= 

Date: Thu, 26 Jun 1997 20:55:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <5otliaS$d89@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B25896.592F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Z$B!!S"SNz (JBASIC;$BSO=) $4$m$*$G1d4 | $@S=SESGS9SMz (Մ(՞՞չ 
—-MESSAGE FILE 20827 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000001 
99html. html 


--MESSAGE FILE 20828 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0200htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJCIkThsoQg==?=BASIC 
Date: Fri, 27 Jun 1997 00:17:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <kamon$21c519970627001754@news1.scei.co.jp> 
References: <S5otlia$d89@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


GSX-R <kouzou@ymg.urban.or.jp> wrote: 
>2$B!!S"SNz (BBASIC; $SBS$O=) $4$m$*$G1d4 | $@$=S$E&SGS9SMz (8(՞՞չ 


¿SB%$[%s%H1)¿ (B 
¿SB:#S$SOSW%$1%9%SF$G<j01GUSQ@$+$iSASgSCSH$S&S1$S7SS¿ (8(258»Քչ (B)¿$B!# (1 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 20828 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
OOhtml.html 


ա 


--MESSAGE FILE 20829 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0201html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQiQiJE4bKEpCQVNJQw==?2?= 

Date: 28 Jun 1997 16:26:37 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 3 

Message-ID: <5p3dvt$jt4@newsl.scei.co.jp> 

References: <S5otlia$d89@newsl.scei.co.jp> <kamon$21c519970627001754@news1.scei.co.jp 
> 

NNTP-Posting-Host: 202.238.45.147 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt 


X- 


Mailer: Mozilla 4.04 [en] (Win95; I) 


To: darco@bigfoot.com 


Xref: 


632 


Darco wrote: 


> 
> 
> 
> 
> 
> 


I just thought I would list some of my finding about programing with 
the Analog Pad. 


The L3 and the R3 buttons (The joysticks themselves are buttons) can 
be read from the 9th and 10th bits respectively. (Remember those 
conveniently not used bits on the standard controller? It's those.) 


Isn't this the same as the standard analog pad? 


VV NV V VV VV 


The Controller ID of the PAD is 7 rather than 5 like I thought it 
would be. I still think it should be 5 instead of 7 to give 
computability with older analog games and just have a certain bit set 
to differentiate it from the older controller for the newer games, BUT 
enough of my gripes. :) Just remember the ID is 7. I'm not sure why 
Sony decided to do this. 


‘twas a bit short sighted. 


VVVVVV 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


It's to give two different types of vibration. Hence "Dual Shock". 


I haven't tried to get the feedback system to work because I'm not 
sure even where to start. Does anyone know (A Sony employee maybe?) 
how to access the feedback (Dual Shock) function of the new Analog 
Control Pads? 


think an answer to this one will be a long time comming. Without 


updated libraries (which I'm sure won't be comming) you would need to 
write directly to hardware. Now Sony just couldn't let that happen now 
could they! Ho hum. 


Herbs 

> 

> 

> -- 

> 'Darco 

> darco@NOSPAM@bigfoot.com 

> 

> Please replace "@NOSPAM@" with an "@" to email me. 

> 

> UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
> WWW: (sorry, page is down) 

> Voria: http://www.datasys.net/users/stu/rquat/voria 

> PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
> 

> "Just because I'm paranoid, doesn't mean that they 

> are not out to get me." 


Page 1401 


chuka.playstation.co.uk scee.yaroze.freetalk.english:906 scea.yaroze.freetalk: 


—-MESSAGE FILE 2203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00906 


Net Yaroze newsgroups message dump.txt Page 14001 


Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


2$B; OSaS$*S7SFz (JTPM.COz SBSG$9! #32 (J 


ESBF1S8S/!*3 (J 
—-MESSAGE FILE 20829 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
Olhtml.html 


--MESSAGE FILE 20830 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0202html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQkAkMyZALE1l1+M3Q8MDJxPFIbKEo=?= 
Date: 28 Jun 1997 16:30:50 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 8 

Message-ID: <5p3e7q$ jt4@newsl.scei.co.jp> 

References: <5mgt6rSoq@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB;OSaS*“ST7SF!"¿ (ISAT. ¿SBS5S$Ss!"¿(J TPM.COzgSBSH?=$7$°S9! #2 (J 


> 2$B%5%?!<%s$Kz (J GAME WARE ;SBSCSFSSS&#CH#DS*%, %8%sE*$J%=%U%H$, S"SkSSSGS9$,!"3 (J 
> 2SBS=S1SN<! 9FSKS=SESSSE%2%SSHSKSNS_SKS2!<%° S$, F~SCSFSKS=SESG6S9! #3 (J 


¿SBS`SAScS$S/SAScS$SdSCSFS_ S?2SSSNSGS9S, !"GdS$SC$SFSSSkSNSO=qE9SGS7SgS&S+!)¿ (J 
¿SBS=S1SHSbCf8E20!J!)!KSGS7SgS&S+!)¿ (J 


--MESSAGE FILE 20830 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O2html.html 


--MESSAGE FILE 20831 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0203html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJCIkThsoQg==?=BASIC 

Date: Sun, 29 Jun 1997 07:48:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <kamon$21c519970629074856@news1.scei.co.jp> 

References: <5otliaS$Sd89@newsl.scei.co.jp> <kamon$21c519970627001754@news1l.scei.co.jp 
> <5p3dvt$jt4@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


"TPM.CO" <tpmco@jsn.justnet.or.jp> wrote: 
>¿$B;OSaS*S7$SF¿ (BTPM.COz;SBSGS9!#; (B 

> 

>¿$BF1$8$/!*¿ (B 


¿$B$3$s$K$A$O!";¿ (BTPM.CO $B$5$s!#¿ (B 
ESBS*K; STSSSHSESGSIOSIST! "#N#YSGSN:nIJH/I=$r3ZS7$S_SKS7SFSSS*S9!*¢ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20831 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O3html.html 


Net Yaroze newsgroups message dump.txt Page 14002 


--MESSAGE FILE 20832 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0204htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiQiJE4DKEpCOVNIJQw==?= 

Date: 29 Jun 1997 18:18:54 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 3 

Message-ID: <5p68ueSn5v@newsl.scei.co.jp> 

References: <S5otlia$d89@newsl.scei.co.jp> <kamon$21c519970627001754@news1.scei.co.jp 
> <5p3dvt$jt4@newsl.scei.co.jp> <kamon$21c519970629074856@news1.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.145 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TO ¿$B!'¿ (J KAMON:SB; az (J 


ESBSASCSOS$ jz (J3 SBG/BTSCSFS/S@G@S5S$!J>P !K¿ (J 
-—-MESSAGE FILE 20832 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O4html html 


--MESSAGE FILE 20833 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0205htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCI1IMJOQSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOkAkMy ZALE1+M3Q08MDJUxPF IbKEo=?= 

Date: 1 Jul 1997 09:58:29 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5pakc5Ss9v@newsl.scei.co.jp> 

References: <5mgt6rSoq@newsl.scei.co.jp> <S5p3e7q$ jt4@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.205 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBESHA#T ! SSGSO!#z (J 


> ¿SBS`SAScS$S/SAScS$SdSCSFS ՏշՏՏՏԱՏՕՏ9Տ5, !"Gd$SC$SFSSSkSNSO=qE9SGS7SgS&S+!)¿ (J 
> ¿SBS=$1SHSbCf8F20!1J!)!KSGS7SgS&S+!)¿ (J 


ESBIaDLSN%2!<%S*° 2Z0SKS*SSSFS*S9!#: (JGAME WARE Vol.5 ¿S$BSCSF%Sd%sDSGS9!#;¿ (J 
¿SBB?J, $S=SsSISK?t$,=P2sSCSFSISSSNSG!"%G%+SaSN7sCf8E20$,A@SSL\SGS7SgSE! #2 (J 
¿SBSASJS_SK%$&%SASN6a=jS$SNCf8E20SGSO¿ (J \1980 gSBSGS7$?!#SGSbGcSCSFS*S;S$s¢(JT (^^; 


¿SBS=S1ShSj¿ (J TPM.CO¿SBSS5Ss!*¿(J(¿SBSIS&2;FIS9SKSNS,ShS$S$SGS7SgS&!)¿ (g (՞՞չ) 
¿SBS3S1$,M_S$7SSSHSSS&S3SHSOSbSASmS$s%5%?!<%s;)SCSFSkS$SsS$GS9ShSM!)¿(J 
¿SB:#!";-BeSO!V¿ (JMr.BONES2$B!W! #$* 6bSH2KS$, $"S1$P@'Hs$d$CSF2<S$5$$! #2 (J 

é SB3N<BSK2W21S$%d! <SrA*SSS*$9S, !"%; SsS9IGZNVSGS9! #2 (J 


ee Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 20833 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O5html.html 


--MESSAGE FILE 20834 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0206html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkThsoSkJBUO1D?= 

Date: Tue, 01 Jul 1997 19:38:39 +0900 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 14003 


Lines: 9 

Message-ID: <5pamukSscg@newsl.scei.co.jp> 

References: <S5otlia$d89@newsl.scei.co.jp> <kamon$21c519970627001754@news1.scei.co.jp 
> <5p3dvt$jt4@newsl.scei.co.jp> <kamon$21c519970629074856@news1.scei.co.jp> Հտքճ8սճՏ 
n5v@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B8DE24.75EC@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


TPM.CO wrote: 
> ~SBSdSCSOS Jz (J3¢$BG/BISCSFS/S@S5SS!J>P!Kz (J 


ESB! !#3G/; &S7$Sr$+$1$iS$1$F#1G/$ 2$CSFSSSKSNSG!"BTSFS*$;$sz2 (J(¿SB>P¿ (J) 


$B! !S7SCS+$7!&!&!&SIS<$K1d4|$7$*S/SIjSTSNS@SmSES+! #3 (J 

2$B!!3-!<%\!<SISHz (JBASIC;$BI8=" AuHWw$N3*%7%sSGSb :nSCSFSKSNS+!) !TSTSSSTSS!Ke (J 
—-MESSAGE FILE 20834 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
OG6html.html 


--MESSAGE FILE 20835 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0207html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Tue, 01 Jul 1997 19:40:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5paninSscg@newsl.scei.co.jp> 

References: <339BCB21.7FFC@ymg.urban.or.jp> <19970621133857bo0wy@t3.rim.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B8DE87.1E36@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 


> ¢$B!!%;%S%3!<S,=PS7SFSSSk!"z (JBTRON:; SBEK: ՏԱ: (JPDAz $B!"¿ (JBrainPad-TiP0O;$B$,¢ (J 
> ~SBM_S7SSSCS9!#<B?H! &2>?HtbSGSkSG<+J, Q&IMO0SNSG!<%?%Y!<%9:nSCS?Si!" (J 
> ¢SBSbS&:G6/SH8@S&46$8S,S7S*°S9! #3 (J 


éSB!!SGSb@S4VSO; (JWindows CE¿SBSGS5SoSSSGS?Sj!&!&!&!# (J 

ESB! !S*SSS*SS!"SbSCSHSSSS@=IIJSKL\S$r8~S$1$?SiSIS&S@!) SCSF46$8S, Հ (Մ(՞՞չ 

éSB!!¢ (JUPilot;SBSHS+¿ (UNewton¿SBSHS+!&!&!&!# (J 

--MESSAGE FILE 20835 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O7html.html 


--MESSAGE FILE 20836 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0208html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiQiJE4DKEpCOVNIJQw==?= 

Date: 1 Jul 1997 16:59:58 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 8 

Message-ID: <5pbd2eSt8v@newsl.scei.co.jp> 

References: <S5otlia$d89@newsl.scei.co.jp> <kamon$21c519970627001754@news1l.scei.co.jp 
> <5p3dvt$jt4@newsl.scei.co.jp> <kamon$21c519970629074856@news1.scei.co.jp> Հտքճ8սճՏ 
n5v@newsl.scei.co.jp> <5pamukSscg@news1.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.144 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 14004 
Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2 $B; OSaS*S7SFz (J GSX-Rz$BS5$s! #3 (JTPM.COz$BSH?=$7S*S9SS! #3 (J 


> g$B!!S7SC$+$7!&!&!&SIS<S$K1d4|$7S*S/SjSTISNS@SmSESt! #2 (J 
> 2$B!!%-!<%\!<S%ISH; (JBASIC; $BI8= AuHWwSN%*%7%sSGSb:nSCSFSKSNS+!) !JSTSSSISS!Ke (J 


MS-DOS ¿SBSUS) !<%*%C%H; HIS agra ee! /SmS=SUSHSK?=@ASTSFSkSSS@SCS?Siz¢ (J 
ESBSSSSSSS@S1SISM! <! #FH<+%U%) !<3*SCSHS@SH!"8_ 4980-ՏԱՆԽ Ց ՏՇՏՎՏ)Տ:5155չ (J 
ESB5$S$,S$9Sk$sS@S1SIS5!#SdSCSQ!"%33%_%1SGGd$i$1$?$jS7SF9-S,SCSFS/SH;WSES7¢ (J¿ !¿ 
——MESSAGE FILE 20836 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O8html.html 


--MESSAGE FILE 20837 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0209htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOkAkMy ZALE1+M3Q8MDJUxPF IbKEo=?= 

Date: 1 Jul 1997 17:10:25 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 14 

Message-ID: <5pbdm1$t97@newsl.scei.co.jp> 

References: <5mgt6rSoq@newsl.scei.co.jp> <5p3e7q$jt4@newsl.scei.co.jp> <5pakc5$s9v@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> zSBIaDL$N%2!<%* 20SKS*SSSFS*S9!#3 (GAME WARE Vol.5 ¢SBSCSF%d%DSGS9! #3 (J 


¿$B$$$da!<=u$+$J$^$9; (Jé ! ¿E $BK\20C5$7$F$^$7$?6 (Je! 


> ¿$B$=$1$h$j¿ (Մ TPM.CO¿SBS$S5S$Ss!*¿(J(¿SBSTIS&2;FIS9SkSNS, Sh$$$GS7SgS&!)¿ (I (՞՞չ) 


ESBSSSDSH8ESOS1S*S9S, Հ (TESZEESBCISKSES#!<ST!<S (SB S71<S*!<SGSO9! #2 (J 


> ¿SBS3S1$,M_S7SSSHSSS&S3SHSOSbSASmSs%5%?!<%s;)SCS$SFSkSsSGS9ShSM!)¿ (J 
> ¢$B:#!";~BeSO!Vz (JMr.BONES; $B!W! #$* 6bSH2KS,S"$1$P@' nace no «281187 
> z SBIN<BSK3W31%$%d ! <STA*$S$°$9$, 1"; 3S¥9GZNVSCS9! #2 (J 


é$BCM$,$5$,SkSN$r$*$CSF$* ` e!<%9$G>R2p$5$1$F$F¿ (J 

¿SB5SS$SKSOS7SFSkSsSGS9S, !#¿ (J 

—-MESSAGE FILE 20837 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
O9html.html 


--MESSAGE FILE 20838 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0210htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP?B?GyRCJUSIlcyUxITwlSBsoQg==?= 
Date: Tue, 01 Jul 1997 17:04:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$ff8d19970701170451@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.111 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


ESB2qOwSNS_SJS5S*SXSNS"SSS1!<SHSrSOS8SaS*S$7S?! #3 (B 
ESB: #2SSNSOSHS3S"S ($:!"4D6—-D4::S$GS9S, !&!&!& (B 


ESB: #28!TS=S7SF:#8e!KSNS"SSS1!<SH7k2LSrF'S%*S (SF!"z (BSCEIZSBS5SsS$Kz (B 
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ա 


¿SBS*4jS$S7$2$j!"$S%.%J!<%:%U%) 1ՀՏ15`ՏՇՏԱՏԵՏՔԲ Ա ՀՏՏոյԻՏՅՏ253: (1 
2 SBS7Sh$&$H; WSCSFS*S9SNSG! "SIS&S+6 (NOSTSF2<$5$5! #3 (B 


Netscape ¿$B%f!<%6!<$N$+$?$0!"; (B 
http://wwwl.scei.co.jp/forum/beginners/Enq/ 
¿SBSXSIS&S>!# (B 
IE¿SB%Sf!<%Ss6!<SNJ)S$OS7SPS7S*BTSA2<S5SS!#¿ (B 


¿$B$h$m$7$/$*4J$$$7$^$9! #z (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20838 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
10html.html 


--MESSAGE FILE 20839 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0211html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCJUELYyVDJUglayE8JWAkaCRtJUDckLxsoSg==?= 
Date: Fri, 04 Jul 1997 19:23:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33BCCF1D.685A@ja2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.167.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


ESBL\F2SG$9! #2 (J 

¿SŠB#N#YSN¿ (JWebchat ¢$BSHSOJLSK! "8D?ME*SKz (J 

¿E SBEN#FYMOSNZASCSCSHSK!<%S* $r3+Q_$7$F$^$9$s$G!"¿ (J 
éSBShS+$CS$?S$i;HSCSFS_SFS/S@S5SS! #2 (J 
ՀՏՑՏԵՏԸՏՕՏ51չ (CLMOSK; HSoS1SFSSSKSNSG!"¢ (J 
¿SB5S7ZSK;HS (SkKSH;WSSS“S9!# (J 


http://www.raidway.or.jp/~medou/chat/chat.html 
--MESSAGE FILE 20839 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
llhtml.html 


--MESSAGE FILE 20840 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0212html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 
Date: Sun, 06 Jul 1997 00:49:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <redbug$ff£8d19970706004912@news1.scei.co.jp> 
References: <redbug$ff8d19970701170451@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.116 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <redbug$ff8d19970701170451@news1l.scei.co.jp 
> ¿SBSN¿ (B 

¿SB5-;v$K$*SSSF¿ (B 1997/07/01/ 17:04 :58:" "28 

¿ $B; d$0=q$-$^$7$?!#¿ (B 

>Netscape ¿$B%f!<%6!<$N$+$?$0!"; (B 

>http://wwwl.scei.co.jp/forum/beginners/Enq/ 

>2¿SBSXSIS&S>!# (B 

>IEZSB%f£!<%6!<SNI}SOS7SPS7S*BTSA2<S5SS! #3 (B 


¿SBS3SCSASK=q$SSFSJS+SCS?SGS9S, !"¿ (BIEZSBSGSb$*$C$1!<SK$SI$j$*$7$?! #2 (B 
Netscape¿ $B$N>l19g$G$b!"%a!<%k%"%I%1%9$,30It$KO3$1$J$/$J$J$^$7$?!#¿ (B 
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2SBM=A[!J4|BT!) !KS$h$j$b!"2sEz?t$,>/STISSSGS9SMS'! #2 (B 

¿ $B$=$b$=$b%"%/%; S9STSFSk?MS,>/SISS!"SCSFSNSDS"SkSGSTSgGSESIST!E&!&!&e (B 
¿SB8=:_#2#7?MSNJ)]S+S$Si2rEzSSS?S@SSSFS*S9!#¿ (B 
¿SBSšSASJS_SK!"#CSrM)2rSGS-Sk?MSO#2#2L>SJSNSK!"#P#SSG:nSjJS"S2S?2S3SHSN;¿ (B 
¿SBS"Sk?MSO#1#42?2M!#¿ (B 


¿ŠSB%ASK%e%"%k$N=<<B!"%5%s%W%k%W%m%0%i%`SN=<<B!"%i%$%V%1%3j$N3H=<!";¿(B 
2SB5/FO%GS#%9%/SNSP !<$8%g%s%"%C%WSJSISr#R#S#R#C#ESKAJS (SkŠ?Sa$N¿ (B 

7 SBCOHW8GSaSHS7SFSNS"%531!<SHSHS7SFOMS (SF$$S2S9SNSG!&!&!&¿ (B 
ESBS_S$JI$S5$s!"S$<SR6 (NOSTSFS/S@S5SS! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20840 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
12html.html 


--MESSAGE FILE 20841 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0213html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1lcyUxITwlSBsoSg==?= 

Date: Mon, 07 Jul 1997 03:32:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <5poojbSfog@newsl.scei.co.jp> 

References: <redbug$ff8d19970701170451@news1l.scei.co.jp> ՀԷՇՎԵսցտքք84199707060049126 
newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE4BE.47A1@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!G/Np$N$H$3$K!"?&6H$bJ; 5-$7$F$"$k$s$G$9$1$I; (J 
¿SB!!3:EVŠ9Šk$b$N$, STSSSNSGHKL) SKS7SFS*$-S$*S782?2 (J(^^; 

--MESSAGE FILE 20841 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
13html.html 


--MESSAGE FILE 20842 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0214htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCOmc3PyMyT1lgbKEo=?= 

Date: Mon, 07 Jul 1997 03:37:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <5poot8Sfog@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE5FB.5B38@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


é$B!!S5Mh=5$/S$iS$$t+$i!l"Bg7?#2NX$H$ j$K<+F0<V3X9; SK9TS/M=D3jSCS$9¿ (Մ(՞՞չ 


¿SB!!;n83>1S, 6aS1S1SP!"DLSS5MšSaSF<hSk!"SCSF<jSbS"SkSsSGS9S, ¿ (J 
¿$B!!JRFE; #2; ~4V$/$i$$$+$+$k$s$G!"2?2s$bMn$A$k; v$r9M$($?$iF1$8$+$J$!$H!#¿ (J 


£$B! ! O1LHV6aSSN}=, >1S*SGSb#4#07, $0$+$+$k$7!"$=$3$, : #EYBG7?#2NXSN; XDj9; $SK¿ (J 
¿SB!!SJSCS?SsSG!"Bg7?N)]=,2JS,SJS/SJSCS?SiS7SSS7!#¿ (J 
2$B! ! SAST$_S$K%9%H%31!<%HSG9ITS1S1SPH#9K | #5@i1_$/SiSS! #3 (J 


¿SB!!<h$CS$?S$Si@*SSSGGcSSS=S&S@SJS! ¿ (Մ(՞՞չչ:::չ 
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éSB!!C£8ESNBg7?#2NXSNAjJ>1S,>e$, SCSFS-SFSkKSNSG! "AaSaSKSJSSSHS+S; SMSP! #3 (J 
—-MESSAGE FILE 20842 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
14html.html 


--MESSAGE FILE 20843 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0215htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Mon, 07 Jul 1997 21:33:17 +0900 

Organization: PlayStation Net Yarouze 


Lines: 22 
Message-ID: <19970707213317bo0wy@t3.rim.or.jp> 
References: <339BCB21.7FFC@ymg.urban.or.jp> <19970621133857bo0wy@t3.rim.or.jp> 


<5panlinS$scg@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.56 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


GSX-R <kouzou@ymg.urban.or. jp>z~SBS5SsSO=q$S—-S*S7S?! #2 (B 
>2SB!!SGSb@S4VSO; (BWindows CEZSBSGS5SoSSSGS?S4!G!&!&! #2 (B 


ESB! !SSScS!!"#C#HESOSDSES0SASGSTSGS&!#SRSRSR! #¢ (B 

Direct Xz$B$Nz (BSDKz$BSNCf£S$K!"z (895:58Տ5»ոչ (B320x2002$BS1I%C%HSN2rA | EYSG; H$ (SkMMSK; (B 
2 SBSISk3D! <&k$, F~SCSFSKSNSG! "S=S1SG%4+3i! <#CHE5$J, SrL#¥SOSCSFz (B 
ESBSHS&S*SIS+SSSCSOSSSGS9!I>P!IK! #2 (B 


2$B! ! SCSFSJ>iCLSOCVSSSFS*SSSF!"#2!%#0S, =P$h$&$H80$&; ~4|¿ (B 
éSBSKSASCSH#1! S#OSHS+! "S=SbS=SbS=Ss$JISN; HS&0LSISiSjSVS1SCSHz (B 
¿SBSG#9#5SNS[S&S,NISSS@SmS&SHS+!"SSSmSSSm9MS (SkSHSd$C$Q¢ (B 
¿$B!J>/$J$/$H$ÞbF |K\$G$O!KIa5Z$7$J$$$H8+$F$^$9!#z (B 


>¿$B!!¿ (BPilot¿$B$H$+;: (BNewtonzgSBSHS+!&!&!&! #2 (B 


¿$B!!¿ (BNewtonz $B$O$H$b$+$/!J$9$s$^$; $s (B(^^;)¿$B!"¿ (BPilotė¿$B$O7k9=L\$r8~$1$F¿ (B 
LSBSSSk?MSDB?SS$_S?SSSTSNSGS*S@S*S@<NSFS?SbSsS$8ScSISSSIF | K\ 2Mz (B 
ESBSHS+;WSCS?SjS9SKSNSOH?B'SGS9S+3 (8(՞՞չ (^^; 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 20843 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
15html.html 


--MESSAGE FILE 20844 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0216htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJSI1lcyUxITw1SBsoQg==?= 

Date: Mon, 07 Jul 1997 22:34:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <redbug$ff8d19970707223436@news1.scei.co.jp> 

References: <redbug$ff8d19970701170451@news1l.scei.co.jp> ՀԷՇՎԵսցտքք84199707060049126 
newsl.scei.co.jp> <5poojbSfog@news1.scei.co.jp> 

NNTP-Posting-Host: 202.215.109.114 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <5poojbSfog@newsl.scei.co.jp> ¢SBSNz (B 
¿SB5-;v$K$*SSSF¿ (B 1997/07/07/ 03:32 ¢SB:"!"3(B 

GSX-R <kouzou@ymg.urban.or. jp>z~SBS5SsSO=q$—-S*S7S?! #2 (B 
>¢SB!!G/NpSNSHS3$K!"?&6HSbd; 5-STSFS"SkSs$GS$9S1ST1¢ (B 
>¢$B!!3:EvS9SkSbSNS, SISSSNSGHKL) $KS7SFS*S$-S$*$7$2¢ (8(՞՞չ 


ESBS"SiSi! #011~!"ShS$/9MS ($?$D$b$j$C$C$?$N$G$9$, !&!&!&z (B 
éSBSb$73:Ev$9$k9* L\$, L5$+$C$?>19g$0! "O1LHV6aS$SbSNSr=q$$$F¢ (B 
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¿SBSSS?S@S1S1SPS=$1$GSSSSSGS9!#¿ (B 


¿$BJ#?t2s2rEz$7$F$b$i$C$F$b!"?7$7$$2rEz$, >OSKM%@hS5S1S*S9SNSG! #2 (B 
2589 (%/%; SkS$Gz (BID: SBILSKEPO? ! &=8 7WS7SFSKSNSG! "=ET#SOSTSSS0$:$GS9! #2 (B 


P.S. zenr0001 ¿$B$H$$$&¿ (B ID ¿$B$GEPO?$5$1$?J}$X!#¿ (B 

¿SB;dsO!" (BIDZ S$BSr10; z#308; z2!\?t; z#558; z!IS3SN?t; z$, 2qOwSNDLS7THV9OFSK; (B 
é SBSISCSFSS$Sk!KS@SHSPS$+$4;WSCSFS?7SNSGS$9S, !&!&!&¿ (B 
¿SBSbS$S7¿ (BID; SBSN4V0cS$SK?4EvS?S 4S, S*S"SjSN>19g! "Sa! <SkSSS?S@S15%S;SsS+!) 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20844 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
l6html.html 


--MESSAGE FILE 20845 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0217html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?GyRCSSw7/JiF21XYhdhsoQg==?= 
Date: Sat, 12 Jul 1997 15:16:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <redbug$ff8d19970712151659@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug;$BSG$9! #2 (B 


¿$B?-$S$9$.$F$&$C$H$*$7$+$C$?H1$r@Z$m$&$H;W$$!"O0JA0$+$i¿ (B 
¿ ŞB5Ş$ŞK$IŞC$F$$$?>220ŞK9T$C$F$-$^$7$?!#¿ (B 


ESBS=SNL>Sb!"!VI, ; &%+%C%H9>8}!W¿ (B 
¿SB!t¿(BVOW! ¿$B$r$*;}$A$NJ}$O0O2?4,$0$C$?$+K:$1$^$7$?$, :\SCSFS*S9! #z (B 
¿SB!tD9:j;T6aJUSK=;SsSGSk?MSOS?$SSSFSSJ999S?;vS, Ş"$K$OŞ:$G$9!#z (B 


ESBSS% Ո: SKS"SkSNSGS9S, !">:$k3,CJISO6961S7SSS&S (!"E (B 
2SBSU%S!%SSs%—-!<SI3 ($,S9SWS1!<SGIICESK= ere es (B 

° SBS3515^ an SkM&5$$,L5$+SCS$?SNSGS9! #2 (B 
éSB!tC/$+$,F~SkSH$3Sb!"=PSFS/SkSHS3Sb8+S?S3SHSIS+SCS$?$7! #2 (B 


éSBM&5$$r=P$7SF3,CI$r>e$C$?SNSG$9$, !"F~$j8}SG@~IaSNFWS$S, ¢ (Ց 
¿$B$7$?!J>P!K; ~E@SGS=SNM&5$$b$/S$8S1S=S&SKSISJS*S$7$?! #2 (B 
¢SBH1Sr@ZSCSFSKA4VC£ ! ">220SN?FIcSO3UF.5; SNOCSr$9Sk$7! #3 (B 


¿SBSRS5$SS5SN5.=ESJ7P83SGS7S2?!J22S,S8Sc!K!# (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20845 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
17html.html 


--MESSAGE FILE 20846 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0218htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCSSw7JiF21XYhdhsoSg==?= 
Date: Sun, 13 Jul 1997 00:56:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33C7A926.5056@fa2.so-net.or.jp> 

References: <redbug$ff8d19970712151659@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


RedBug wrote: 
> 
> ~SBH1ISr@ZSCSFSk4VCE!">220SN?FIcSO3UF.5;SNOCSrS9SkS7! #2 (J 


ESB5S8S$,SDSSS?Si!TS*SSS/! &SYSKSISKSIINIF, ՏՀՏՄՏՇՏԻՏ25357ՏԲ: (Մ(՞՞չ 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 20846 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
18html.html 


--MESSAGE FILE 20847 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0219html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso0-2022-jp?B?GyRCJUCwhPCRzGyhK?= 

Date: Wed, 16 Jul 1997 00:39:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5qg5rjSrib@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CB99BB.7EF5@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JATz$B8_495!S5Nz (JHDDz$B$, $*K4$/SJIS4SKSIS4S*°S7822 ESB5c¢ ( He 
258117 (JNIFTY 2 SBSN%m%0S$r@0M) S7SFS?SiF 15aSJSS% SUS! SS%kS, Բան 
éSB!!¢ (Jscandisk¢$B$+$1$?$1i1%/%1%9%2% (Si!<S,S\SmS\SmSHz (7Մ(՞՞չ 


ESB! I FISa$ksU%! S$SkSOS 9SYSFS"SSSFS?2¢ (JHD¿SBSKONS7S?2SbSNSN!"¿ (J 
¿S$B!!<+:n$N%W%m%š8%'%/%H$,ItJ, s a (d ) 
¿S$SB!!¿ (JPSzSBSNSO!"z (JINYZ$B%5!<%SPSKS"SCSWS7SFS"SkSNSGL5; vSUSs$G$9S1$S1¢ (J (¢$B>P¢ (J) 


¿SB!!$"w"š$"w"š$"1"I|51$9SkSN$S,SaSs$IS/$5$S$S!#; (J 

ESB! !4y$+SiS$*Sm$7SF31!<%9Sr3+S1SkSNS+SiS7SFSaSsSIS$/$; !<!#2 (J 

2$B!!¢ (JC:¢SBSH; (JD:¿$B$rF~$1BX$ ($F!"z (JDOS; SB$r$$%$s%9%H!<SkS7SIS*S9SNSbSaSsSIS$/$; !< 
l#e (J 

2581 |AKSN%$%s%9%H! <3kSJ$s$FOR302 (J (^^; 

¿SB!!¿ (JDOS; SBSOSHS$bS$+$/! "AkSN4D6-@_DjSISSSF9MS (525/ՏԵՏՄՏՏ 18: (J 


éSB!!S7SCS+S7!"@QN9s;HS7SFS?¢ (J98zSBSd!":#9s;HS7SFSke (JMacz$BSNz (HD: SBSOOLEYSbHtSsS@ 
ՏՅՏԱՏ, Հ (J 
SSB! !SISSSNSKSJS! !&!&!&! #2 (JATE$B8_495!$0$3$1$G#2G/SVSJ#2EYL\S@!a!a!a!#e (J 


2$B!!2a5n$N6571S0!"S*SCS?S/@8S+S5S1SFSISSSNSGS"SCS?!#¢ (J 
—-MESSAGE FILE 20847 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
19html html 


--MESSAGE FILE 20848 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0220html.html 

Path: chuka. playstation. co.uk!news1.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJCwhPCRzGyhC?= 

Date: Wed, 16 Jul 1997 10:26:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <redbug$ff8d19970716102640@news1.scei.co.jp> 
References: <5qg5rj$rlb@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.50 


Net Yaroze newsgroups message dump. 


Mime-Version: 1.0 


txt 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.nan_yaro.liberty ¿Š 


BSN; (B 


<5qg5rj$rlb@newsl.scei.co.jp>zS$BSK$*S$$$SF¢ 
1997/07/16/ 00:39 ¿$B:"!"¿ (BGSX-R <kouzou@ymg.urban.or. ee 


>¿SB!!¿ (BATZSB8_ eee SBS, S*K4S/SJS3SKSJSjJS S7S2?¿ 


¿SBS4= S + 5 


> $B!!$"$"$"I"I|51$9$kK$N$, $a$s$I$/$5$$!#¢( 
>¿$B!!4y$+$i$*$m$7$F%1!<%9$r3+$1$k$N$+$i$7$F$a$s$I$/$;!<!#¿ (B 


(B 


B 


Page 14010 


B$5$s$0=q$-$^$7$?!#¿ (B 


B (¿$B5c¿ (B) 


Հ:5811: (BC:¿$B$H; (BD:¿$B$rF~$1BX$ ($F!"¿ (BDOS; $B$r%$%s%9%H!<%k$7$J$*$9$NŠb$a$s$I$/Š;! 


<!# (B 


>¢SB! !AkSN%S$%S%9%H!<SkSISSSFO@30¢ (B 


Cy 


>¿$B!!; (BDOS;SBSOSHSb$S+$S/!"AkSN4D6-@_D3j$SJSsSF9MS ($?S/SbSISS! #2 (B 


¿ $B; d$N>19g!"¿ (B 
C:Windows95 ¿S$BSNS ¿ ( 
D:WinzgSBMQS"SW%jSNS$_2(B 
E:¿SB%G!<%?$N$_¿ (B 
Բ:Շք-Ք:585օ1ՀՏ/: (B 


ե) 


¿$B$HJ, 34571": (BE: ¿$BSr=5$KO1EY¿(B MO 
5: cgnskgnscgré| sin tanagan jer զՏ5-495 ( SJSSE[ [SO!"@_ DjS7S?4D6-S4S5SH; (B 


MO¿SBS+$ši=q$-LaS9$S@S1SGS9!#¿ ¿(B 


¿SB%1%8%9%SH%3jSN:9J,Sr<h$CS?Sj!"<+F09927SGS-S$Sk%D!<%kS,STS1SP!" 


¿SB;DSJSNS"%SW%jSb¿ (B CD-R ¿SBSK>FS$SSSFS7S S&SsSGS9S,!&!&!&¿ (B 


Net Yaroze! Beginner's Forum Leader 


RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 


ESBSKSPSC%/S"SCSWSTSFS*S9! #3 (B 


(B 


—-MESSAGE FILE 20848 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


20html. html 


--MESSAGE FILE 20849 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0221html. html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCwhPCRzGyhK?= 


Date: Wed, 16 Jul 1997 19:34:07 +0 


900 


Organization: PlayStation Net Yarouze 


Lines: 26 


Message-ID: <5qi8a4$1 j@newsl.scei.co.jp> 
References: <5qg5rj$rilb@newsl.scei.co.jp> <redbug$Sff£8d19970716102640@newsl1.scei.co.j 


p> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.118 
Mime-Version: 1.0 


Content-Type: text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 7bit 


X-WWWns-ID: <33CCA39A.3F57@ymg.urban.or.jp> 


X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 

RedBug wrote: 

> ¢SBS4=%=}MMSGS9!#¢ (J 

é5B! !S&SASOg (JU540MB*2¿SBSHSSS&9=@.SG!"%SQ!<SF%S#%7%g%sSr@ZSiS:SK¿ (Մ 


ESB! IS*Sk$*Skz (JIC: ¿SBSH¿ (UD: ESBSKSTSFS“S7$?2! #2 (ID: ESBSOTRSS$SGS"Sk$@$1SGA4A3; HSCSFSJ$ 


+$CS?SHSS¿ (Մ 
¿SB$&¿(J(“; 


¿SB!!S3SSSDSK¿ (UDOS;¿SBSDSC$S3Ss$G5/F0%SI%1iSS%SVSKS7ShS&SH;WSCS?Si!" (J 
¿SB!!%$SV!<%SH%;%/%?$S,=q$S-9-S“S1SFSJSSS?SaSK5/F0%1S1i%S$%VSKS$GS-S S;SsSGS7S?!#¿ (J 


¿SB!!S-SASsSH@_DJS7SHS1SPShS+SCS?SJS!!#¿ (J 


¿$B!!¿ (UMO¿SBSd¿ (JCD-Rz $BS$O; (JPowerMacz; SBSK7TRSSSGS"SkS7!"z (J 
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--MESSAGE FILE 2204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000907 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dual shock pads 

Date: 12 May 1998 03:45:40 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <0Olbd7d59$89ccbhea0S45fb40ab@kyoto2> 

References: <6hsnnv$jnal@emeka.playstation.co.uk> 
NNTP-Posting-Host: kyoto2.Stanford.EDU 

X-Newsreader: Microsoft Internet News 4.70.1161 


Paul_Holman@Playstation.sony.com wrote in article 
<6hsnnv$ jnal@emeka.playstation.co.uk>... 


> via smtpd (for [194.203.13.2]) with SMTP; 25 Apr 1998 13:18:11 
UT 

> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id OAA29063 
> for <news@playstation.co.uk>; Sat, 25 Apr 1998 14:17:51 +0100 (BST) 
> From: Paul_Holman@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> 

> Hi Craig, 

> 

> Actually the DUAL SHOCK has superceeded the original 

> Analog Controller in Japan, and has been a huge hit. 

> 

> Paul 


I'm not sure if anyone's mentioned this, but here in japan at least they 
sell the dual shock in a stylish matte black; not quite yaroze color, but 
pretty good nonetheless. 


mike 
—-MESSAGE FILE 2204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00907 


-—-MESSAGE FILE 2205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000908 

Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.beginners, scea.yaroze.freetalk 
Subject: Re: Assigning texture maps to 3D objects at runtime? 

Date: Tue, 12 May 1998 09:25:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <355814cd.1014568@news.playstation.co.uk> 

References: <34E72D24.691CD1E4@access.ch> <34E902FE.4224@charlie.cns.iit.edu> <34E96 
F7C.3E149E37@access.ch> <6cf7fj$beo39@chuka.playstation.co.uk> 

NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:908 scee.yaroze.beginners 
:261 scea.yaroze.freetalk:633 


On Wed, 18 Feb 1998 18:01:09 -0000, "SCEE" 
<dev_support@interactive.sony.com> wrote: 


>Hi, 

> 

>If you want to apply an animated texture to a TMD, the easiest way is 
>probally to have the animation frames in main ram, and download one frame at 
>a time ( using LoadImage ) before drawing, so the GPU draws the same TMD 
>each time with the same VRAM info, but the graphics change. 

>Any other way does involve poking around with the innards of the TMD 
>structure... 

> 

>Cheers, 
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2$B!!S&SASKS"Skz (JAT¿$BMQ¿ (JSCSIz$B%+!<%ISNz (JDOS; SBMO%I Si SSS%PSO%5S> !<SPSVSkKSaSGSHES" 
$r¿ (J 
¿SB!!G'<1$7$J$S$SH$S$& (Մ(՞՞չ 


¿SB!!Ht$SsS@%I%i%S%SsVSr!":#%SUS)!<%%*%C%HS7SJS*S7SFS S9!#; (J 
¿SB!1%(%1!<S@SiS1SG;HSSJ*SKSJSiSJSSSGS7SgS&S1SI!&!&!&!&!#¿ (J 


¿SB!!EvJ, $O!"SUSmSC%T!<S$+Siz (UDOS¿SBSr5/F0S7SF;HS&S3SHSKSJSkSH;WSSSAS9!# (J 
¿SB!!S3SN5!2qSK#1#G#BS/SiSSSNSrGcSCSFS/SkS+!&!&!&!#¿ (J 


T 5 ԱՐ sn Լ inn ԱԱ ԱԱ M s... 
¿SB!!E,2ASG>ySCSFS/S@S5SS¿ (J (%%; 

¿S$SB!!?71JGc$S&S$S*6b$SJ$SS$Ss$SG!&!&!&!# (J 

--MESSAGE FILE 20849 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
21html.html 


--MESSAGE FILE 20850 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0222html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Yasutoshi Mori <mirage@dd.iij4u.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCwhPCRzGyhK?= 

Date: Fri, 18 Jul 1997 00:51:59 +0900 

Organization: Y's Factory. 

Lines: 52 

Message-ID: <33CE3F76.3465@dd.iij4u.or.jp> 
References: <5qg5rj$rlb@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.56.1 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


ESBSI!ASD!"SOS8SaS*S7TSEF!"#A#TSH?=S7S°S9!"O0T8eES*8+CNS 5S*S-Sr"ve (J 


GSX-R wrote: 


> 

> ¿$B!!¿ (JATzZSB8_495!SNz (UHDD¿ SBS, $*K4$/$J$J$K$J$J$^$7$?; ¿SB5c¿ ( i 
> :5811չ( INIFTY ; SBSN%m%0$r@0M) S7SFS?SiF 15aSJSS% 2US!%SS3kS, Բանն 
> ¿$B!!¿ (Jscandisk:$B$+$1$?$i%/%1%9%2% (Si!<$,$\SmS\SmSHz (J 

> 


é$BS$4=%=}MMSG$9!J#T#T!K!&!&! &<BSO; dSb$3SNAQ0#H#D#DS, 0188չ (J 
ZSB>: E7$7$?$P$+$jSG$9!T! (! (!Ke (J 


ՀՏ !FISa$k%SU%S!S3SSkSOS9SYSFS"SSSFS?¢ ee ԱՐՈ ՑՈ ce 
2$B! !<+:nSNSWSm%83'%/SHS, Itd, EX SK>CLG: (7 (25856: (J) 
58112 (JPSzSBSNSO!"z (JINY;$B%5!<SPSKS"SC3WS7SFS"SkKSNSGL5; VSTSS$G6$9S$1$12 (7(258»Ք: (J) 


ESB! !S"S"S"!"T|51S9SkSNS, SaSsSIS/S5SS$! #2 (J 

éSB! !4y$+SiS*Sm$7SF%S1!<%9Sr3+S1SkKSNS+SiS7SFSaSsSIS/S; !<!l#e (J 

ESB! !¢(JC:¢SBSHze (UD: ¿SBSrF-S1BXS (SF!"z (JDOS:$B$r%$%s%9%H!<%k$7$J$*$9$N$b$a$s$I$/$; 
ՀԱՋ: (J 

ճե SBAK SNS SSSSS9SH!<SkSISSSFO@30¢ (J (%%; 

2581: (JDOS¢ SBSOSHSbS$+S$/!"AkSN4D6-@ _DjJSISSSFOMS ( S$?S/SbSISS! #32 (J 


VVVI=AVVV VV VV 


¿$B?7$7$$S%/%3j!<%s$J#W#i#n4D6-$r: ee (J 
¿SB1JSJSISHA08< $-SKOMS (SJUSSSH!"SHSFSbS$SBSc$JSSS, #P#CSJSSSF¿ (J 
¿SB;HSCSFSiS1SJSSSGS9SM!J!O!O0!1(!K!K¿ (J 


> ¢SB!!S7SCS+S7!"@N9s;HS7TSFS?¢ (J98: $B$d!":#9s; H$7$F$k¿ (JMacz$BSN; (JHD;SBSOOLEYSbHt$s 
ՏՇՏՅՏԱՏ, ¿(J 

> 7 SB! !SISSSNSKSJS$! 1&!&!1&! #2 (JATE$B8_495!$0$3$1$G#2G/SVSJ#2EYL\S@!a!a!a!#e (J 

> 

> ¢SB!!2a5n$N6571S0!"S*SCS?S/@8S+S5S1SFSISSSNSGS"SCS?!#¢ (J 


ESBONSN#H#D#DSOSG! <S?L) EYSODCSSS7!"S9STSSSISKSN2ZSE>B.EYSDCYS+SCS?SGS9S+Si¢ (J 
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¿SBSM!&!&¿ (J 


¿SB:r:#SNBgMFNL!&9bB.2sE>SN#H#D#DSOShS/HtSSS*S9SGS9!##3!%Ss#5%$%ssSASN#F#DSb¿ (J 
ESBESSS SS SASK#E #DSKHESYSF? .Mj@-$, L5$$$7!"9bL) EY! &BGMFNL2=SNBe=~SGS9SMz (J 


¿SB!J!(! (18: (J 


¿SB!&!&!&%SF!<%SW%9%SH%Sj!<%%*!<S,M S7SSS>S)!*!J?4SN6+SS!J>P !K!K;¿ (J 


Name 

NY ID 
organization 
Internet e-mail 
Nifty-Serve ID 


/* Judge 


:Yasutoshi Mori 
:acd03004 

:Y's Factory. 
:mirage@dd.iij4u.or.jp 
:ՇՕԲ01712 


not,that you be not judged */ 


—-MESSAGE FILE 20850 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


22html.html 


--MESSAGE FILE 20851 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0223html.html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 
Date: Fri, 18 Jul 1997 01:47:15 +0900 

Organization: PlayStation Net Yarouze 


Lines: 30 


Message-ID: <redbug$ff8d19970718014715@news1l.scei.co.jp> 

References: <redbug$ff8d19970701170451@news1l.scei.co.jp> ՀԷՇՎԵսցտքք84199707060049126 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.215.109.112 


Mime-Version: 1. 


0 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<redbug$ff8d19970706004912@news1.scei.co.jp> ¿SBSN; (B 
éSB5-;vSKS*SSSF: (B 1997/07/06/ 00:49 ¿$B:"!" (B 

¿ SB; dSO=q$-$*$7$?!#z2 (B 


>¿ $BM=A[!J4|BT!) 


!KShS$j$Sb!"2sEz?t$,>/SISS$GS9SM$'! #2 (B 


>¿SBS=Sb$=Sb%"%/%;%9%S7SFSk?MS,>/$JSS!"SCSFSNSbS"Sk$SGS7SgS&S1SI!&!&!&¿ (B 
>¢$B8=:_#2#72MSNJ}$+Si2rEzSS$S2?S@QSSSFS*S9! #3 (B 

>: SBSASIS_SK!"#CSrM} 2rSG$-Sk ?MSO#2#2L>SISNSK! "#P#SSG:n$jS"S252S3SHSNz (B 
>¢ESBS"Sk?MSO#1#42M! #2 (B 


éSBS=Sm$=Sm#6#0 ?7MSrFMGKS7$?:"SGS9!#¢ (B 
éESB=5KvS+SiSN#30"5YSrMxMOS7SF!"=87W7k2LSr8x3+S7S*°S9!#¢ (B 
ESBS*S$@Ez$ (SFSJSSJ)SOS<SRS*4jJSSS7S“S9!# (B 


>¿SB%S$ A SK%e%s"%SkSN=<<B! "$s5%s%W%k%W%m%0%1%`SN=<<B!"%Si%SS%V%$1%SjJSN3H=<!"¿ (B 
>¿SB5/F0%S$G%#%$9%S/SNSP!<%8%g%s%"%C%WSJSISr#S#C#RESKAJS (ՏԵՏշՏՅՏԱՀ (B 


>¿SBCOHW8GSaSHS7SFSN%"%s%1!<%HSHS7SF9MS (SFS$SS*“S9SNSG!&!&!&¿ (B 


>¿SBS_ SJS5$Ss!"S<SR6(NOS7SFS/SQ@S5SS!# (B 


¿SBSH$jS"$ ($:5/F0%G%#%9% /SN%$P !<%8%g%šs%"%C%WSOSJSsSHŠS+!&!&!&¿ (B 
¿SBSdSCSFS[S7SSSbSNSGS9!#¿ (B 
¿SB=87W7k2L8x3+8eSO5/F0%G%#%9% /$N%P!<%8%g%s%"%C%WSH!"%i%$%V%i%3jSN¿ (B 


éSB=S@5!&3H=<Sr5aSaSk=pL>S$r<uSl1IUS1SFS_ShS&S+SH!#¢ (B 


é$BS$3$3SG$NH?1~<!BhS$G7h$a$?$$$H;WS$$*S9SNSGShS$m$7$/! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20851 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


23html.html 


--MESSAGE FILE 20852 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0224html. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCwhPCRzGyhK?= 

Date: Sat, 19 Jul 1997 00:44:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <5qo392S6lo@newsl.scei.co.jp> 

References: <5qg5rj$rilb@newsl.scei.co.jp> <33CE3F76.3465@dd.iij4u.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CF8F77.2DBE@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Yasutoshi Mori wrote: 

> ¢SBSI!ASb!"SOS8SaS*S7SF!"#A#TSH?=S7S°S9!"O0T8eS*8+CNS4S*S-Sr"ve (J 
ESB! !STSbSISb! #2 (J 

> ¿SB?7S7SS$S%S/%Sj!<%sSJ#W#i#n4D6-Sr:nSkShSS5!2qS$SGSOSJSSSGS9S+"v¿ (J 

> ¿SB!JSJSISHA08-$-SK9MS (SJUSSSH!"SHSFSbSBScS$SJSSS, ՔՀՇՏՄՏՏՏԲ:չ (J 

> ¿$B;H$C$F$i$1$J$$$G$9$M!J!0!0!(!K!K¿ (J 


¿$B!!¿ (UWindows¿S$BSO!"I,MWSJ;-$7S+;HS$SCSFS$SJS+SCS?SSsSGS[SNS/%j!<%sSJ>uBVS$SGS$S7S?¿ (Մ(՞՞չ 
25811: (Jhtml¿$BŠNI=< (3NG'$d¿ (JTIMUTIL¿$B$rF0$+$9DxEY$G$7$?$+$i¿ (J(¿$B>P; (J) 


¿$B!!¿ (UMac¿SBS@S$SHHt$sSGSbI|51$,3ZSJSs$G$9S1SISMS(!&!&!&!# (J 
¿SB!!¿ (JOSZ$BS, ¿ (JICD-ROM: SB$+$i15/F0$G$-$k$7$=$N$^$^z (JSCSI ESBS, ; H$ ($k$7! #2 (J 


¿SB!!$I$&$d$i¿ (JD:¿$B$OSV!<%H%; %/%?$r=q$$$F$J$+$C$?$?$a$K5/F0%I%i%$%V$K$G$-$:!"¿ (J 
258112 (UC: ¿$B$r%$U%S) ! <$ *$C$HS7$J$*$7$F5/FO0QG1MOSKS7SF!"$"$H$OA4It; (JD:¿$B$G:n6H$7$F$^$ 
9!#¿ (J 


¿$B!!?7$7$$;: (UHDD¿SBGCcS&S*SGSOS3SN>uBVSGS7SNS0S7S+SJSS!&!&!&!#¿ (J 

¿SB!!¿ (UC: SBS, 40A4SKS/S?SPSkKSNS,AaSS$$t+!"z (BHDD¿SBGOCS&SNS,AaSSS+¿ (Մ(՞՞չ 

—-MESSAGE FILE 20852 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
24html.html 


--MESSAGE FILE 20853 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0225htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCOmc3PyMyTlgbKEo=?= 
Date: Sat, 19 Jul 1997 00:46:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5qo3c7$6lo@newsl.scei.co.jp> 

References: <5poot8Sfog@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33CF8FDE.66BC@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!Mh=5LZMKF |$,B46H8!DjS@S!!#2 (J 


é5B! !S=SN<+F0<V3X9;$,Bg7?#2NXSNG'D4j9; SKSJSCSF!":G=iSNB46H8 !DJSIJSNSG: (J 
¿SB!!8x0BOQOw2qSNS*ONSSS5SsS,8+SKMhSkSiS7SS!&!&!&!#¿ (J 


¿$B!!I,A3E*$K!"8!Dj$087$7$/$J$k$i$7$$!#¿ (J 

¿SB!!SJSsSFS3SCS?SS!#¿ (J 

—-MESSAGE FILE 20853 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
25html.html 
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--MESSAGE FILE 20854 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0226htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1S0-2022-JP?B?GyRCJCwhPCRzGyhC?= 

Date: 18 Jul 1997 18:59:37 GMT 

Organization: Net Yarouze (SCE) 

Lines: 45 

Message-ID: <5qoeep$72r@newsl.scei.co.jp> 

References: <5qg5rj$rlb@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.140.204 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>2SB!!3 (BAT; $B8_495!5Nz (BHDD; SBS, $*K4$/SJISjSKSIS5S*°S7$2¢ A ss 
>2$B!!z (BNIFTY 2 SBSN%m¥0$r@0M) $7SF$?SiF 1SaSIS$%US 18 ՏԱՏ, a 
>¿$B!!¿ (Bscandisk¿$B$+$1$?$i%/%i%9%?%(%i!<$,$\$m$\$m$H: (B 


¿$B$=$1$0!"IT9, $J=PMh; vSGS7$?SMS'! #2 (B 
¿S$SB$b$7$+$7$F!"%/%m%C%/%"%C%$WŠH$+$7$F#S#C#S#IS+!<%I$,IU$S$$FMh$F¿ (B 
ESBSIS+$CS?SNSGSO!) չ (B 
2 SBS=S$NS$"$?$ jSOBg>f£IWSISNSGS7$g$&$+!#!IGOSNS?Sa!Ke (B 
ESB! JHE! <#I#DH#ES@SCS?2SiS9SSS%*S;Ss!Kz (B 


2$B; dSO! "SUSmSCST!<SISiS$SV#LBESHS*%6!<%\ 1 <SL#2KgSr:G6aGK2u$7$?SP$4+$4SGS9! #32 (B 
2$B01;~4|0BS$+$C$?#H#D#DSbCMCIS$, $"$, $51": #$*S2>/$70BS/SISCSFS-SFSS$SkShS&SGS9! #2 (B 
eSBEAHG! "HU! THURW!K! <SESACESHIS"S?S JST$SSNA | SK23 CSHS7SFS_S$FSO!) $CSF¢ (B 
2 SB#5K | OJ>eSO%ASH$-SDSSS$GS9SM! #2 (8(՞՞չ 

ESB! JI$3$1$/S$i$$; HSCSFSS$?STSiS9S$$*$;Ssl#e (B(%%77772SB! Ke (B 


>2$B!!z (BPSzSBSNSO!"z (BNY2Z$B%5!<%PSK%"SC3WS7SFS"SkSNSGL5; vSU$s$G$9$15$I1¢ (8(258»Քչ (B) 


ESB#G#S#X!]#RS5$s!*%J%$%9$G$9!*!*; (B 
¿S$SB$=$1$@$!!*!*!J>P!K;¿ (B 
¿ $B$=$1$3$=$^$5$KB>?M%P%C%/%"%C%W!*¿ (B 


> $B!!$"$"$"!"I|51$9$k$N$, SaSsSI$/S5$S$! #2 (B 
>¿$B!!4y$+$i$*$m$7$F3%1!<%9$r3+$1$k$N$+$i$7$F$a$s$I$/$;!<!#¿ (B 


ESBSUSUSUz (B 
2 SBS&SASO0$3$3$iTU3ZSKSISkSh$&$I>1=jSKCVSSSFS"S5S*S9S7!"H>J, %+%P!<$r$0$:$;$k¿ (8 
¿SBI*$rGc$C$F$^S9ŞN$G!"3+$1$CJ|$7$K$7$F$"$J$^$9!#; (B 
éESBSGSb!"S=SISGSbHLLE] S$G$9S+Si!"#G#S#X! | #RSSSSSN>1LIGSOSHSCSHLLE] SGS9SM! #¿ (B 
ՀՏ8Տ, SS$P$C$F$/$0$5$$! #2 (B 


>¢SB!!S7SCS+S7!"@N9s;HS7SFS?2 (B98: $B$d!":#9s; H$7$F$k;¿ (BMac; SBSNz (BHD; SBSOOLEYSbHtSs$ 
@S3SHS,¿ (B 
>7SB!! STSSSNSKSIS! 161616! #2 (BATZ$B8_495!$0$3$1SG#2G/SVS$j#2EYL\S@!6!6!6! #2 (B 


¿SB%V%$1%SSS+!<SJ;dSO!"5U;IS7SG%SI!<%SsSHJ*M)E*SK#1BfGK2uS7S 2 S7S?!#¿ (B 
¿SB%3j%` !<%SP%SV%skSJ%S1!<%9SKSSS1$SFSkSH!"S$S?2?$*“SK2rSiSJS/SJS3JS S9!#; (B 
ISB#G#S#X!] #RS5SSSSN>19g$0%=SUSHE* SKGK2uS SS1SFSKSHS&SISNSG3d$ 5@ZS1$%°S; $Ss$M! #2 (B 


>2$B!!2a5n$N6571S0!"$*SC$?S$/@8S+S5S1SFSISSSNSGS"SC$?! #2 (B 


¿SBS3S3S1SXSsSO;dSbF1S8!&!&!&¿ (B(T-T) 


¿SB#K#B#O;¿ (B 


—-MESSAGE FILE 20854 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
26html.html 


--MESSAGE FILE 20855 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0227html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 
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Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: about Newsreader 

Date: 18 Jul 1997 19:29:15 GMT 

Organization: Playstation Net Yarouze 

Lines: 30 

Message-ID: <5qog6b$75m@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.204 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB$3S3SO=iF3j9FSN;¿ (J 
einsiedler ¿SBSGS9!#¿ (J 


£$B%4%_=q$$ SFSbSS SSSHSSS&S3SHSG!"¿ (J 


ESBSK%e! <%9%5!<%@!<SKSDSSSF>!<jST=87WSrSHSjS*S$7$?! #2 (J 
ESBS=S1S>S1SN%K%e! <$9%5!<S@!<SNLSZSNOSHSOSSSCS$?SS!) 3 (J 


é SBKMSNS$$$$$+$2$s$JE} 7WSK$HSk$He (J 


36% Mozilla 

29% WinVN 

22% Microsoft Internet News 
13% gnspool 

% mnews 

1% NewsWatcher-J 2.0316 
0.5% Microsoft Outlook Express 

0.2% gn 

0.2% Gnus v5.3/Emacs 19.33 

éESBSHSSS&S3SHSG! "SMSCSHS9%S1!<SWBg ?M5SSCSFSH¢ (J 
¿SBS3SGS7SgS&S+!)¿ (J 

(NY TEST¿$B$"$?$j$G=87W$7$?$+Ši¿ (J 
GSR-X¿SBS5SsSN8z2LS, SGSFSkS$+Sb¢ (J) 


/_/__/ / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 
/ / ՄԱՏ ՀՈՏՈՎ 
—-MESSAGE FILE 20855 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
27html.html 


--MESSAGE FILE 20856 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0228html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: about Newsreader 

Date: 18 Jul 1997 19:42:54 GMT 

Organization: Playstation Net Yarouze 

Lines: 14 

Message-ID: <5qogvu$765@newsl.scei.co.jp> 

References: <5qog6b$75m@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.207 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler (t_hibino) <einsidle@cb3.so-net.or.jp> wrote in 
article <5qog6b$75m@news1l.scei.co.jp>... 
> GSR-X¢SBS5Ss$N8z2LS$, $G$F$k$+$b¿ (J) 


¿SB4VOcSSS S7S?!# (J 
GSX-R ¿$B$5$SBgJQ$4LBOG$r$*$+$1$7$^$7$?!#¿ (J 


ESBSHSSSCSF%4%_SrA}SdS7B3S1SFS$S$k; (J einsiedler ¿$B$G$7$?!#¿ (J 
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/_/__/ / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ | mens, Mae Yo 


—-MESSAGE FILE 20856 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
28html.html 


--MESSAGE FILE 20857 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0229htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: about Newsreader 

Date: Sat, 19 Jul 1997 09:53:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$ff8d19970719095344@news1.scei.co.jp> 
References: <5qog6b$75m@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<5qog6b$75m@newsl.scei.co.jp>¿$B$K$*$S$F¿ (B 

1997/07/18/ 19:29 :58:" "2 (Bt_hibino; SBS5$s$O=q$-$*$7$?!#¢ (B 
>¿SB%sK%se!<%9%j!<%@!<SKSDSSSF>!<j$SJ=87WSrSHSjS S7S?!# (B 
>¿$SB$=$1S>$1SNSKSe!<%9%j!<%SQ@Q!<$NLSNOSH$OSSS$SCS?$SS!)¿ (8 
¿$B$4610+MM$G$9! #¿ (B 


>0.5% Microsoft Outlook Express 
>0.2% gn 
>0.2% Gnus v5.3/Emacs 19.33 


¿SB$O$3!"¿ (BWSNews ¿SBSCSFS=SsSJSK;HSoSl1lSFSJSSSN!) (B 
0.1%sS¿SB0J2<SJSNSM!&!&!& (B 
WinVN + WSNews ¿$B$C$F?M$,B?$$$@$1$+$b$7$1$J$$$1$I!#¿ (B 


>¢ SBSHSSS$&S3SHSG!"SM%C%H%9%1!<%WBg?M5SSCSFSH; (B 
>¿SBS3SGS7SgS&S+!) 2 (B 


>(NY TEST; $BS"$?$jSG=87WS7$?S+Si¢ (B 

> GSR-X2SBS5SsSN8z2LS, $G$F$k$+$b¿ (B) 

éESBSM%$CSHS9%S1!<SWSOO0ZMOS, 2=S1SkKSNSHS*SUSiSSSSSKIT8~S—SJISNS, ¿ (B 
ESBSASGSCSH!&!&!&e (B 

¿SB!J¿ (BCommunicator 2¢$B$+SiSO%*SUSiSSSSSr9MN8$7S?@_7WSKSISCSFS*S9!K¢e (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
-—-MESSAGE FILE 20857 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
29html.html 


--MESSAGE FILE 20858 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0230htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: New 1 


Theme 

Date: Sat, 19 Jul 1997 09:58:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <redbug$ff8d19970719095803@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ReBug ¢SBSGS9! #2 (B 


theme0-theme2 ¿SBSNCfSGSIS3SGSbSSSSSNSGS9S, !" (B 


Net Yaroze newsgroups message dump.txt Page 14017 
éSB=) $+SiSNM-NA2=SK8~S1S$?4uK>SJISISr07S$&>1=jS,M_S7SSSGS9! #2 (B 


¿SBSGS-S1SP¿ (BSCEZ SBSNJ} $SK$b=q$-9~SsSGS$$$?S@S-S?SSSN$G$9$, !&!&!&¿ (B 
¿SBFqS7SSSGS7SgS&SMS' !#¿ (B 
Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 

beginners@FL.scei.co.jp 
—-MESSAGE FILE 20858 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
30html html 


--MESSAGE FILE 20859 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0231html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "t_hibino (einsiedler)" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: about Newsreader 

Date: 19 Jul 1997 08:11:03 GMT 

Organization: Playstation Net Yarouze 

Lines: 38 

Message-ID: <5qpsqnS$8so@newsl.scei.co.jp> 

References: <5qog6b$75m@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.208 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBD{@5SGS9! #2 (J 


¿SBKM¿ (J <einsidle@cb3.so-net.or.jp> ¿$B$05-;v¿ (J 
<5qog6b$75m@newsl.scei.co.jp> ¿$B$K¿ (J 
ESBS3$&=q$-9~S_S*S7$2¢ (J... 

> ¢~SBSK%e!<%9%5!<S@!<SKSDSSSF>!<jSTJ=87WSrSHSjS*S7S?2! #3 (J 
ESBS=S1S>S1SN%K%e! <$9%5!<S@!<SNLZSNOSHSOSSSCS$?SS!) 3 (J 


Vv v v 


¿SBKMSNS$SSSS+S2SsSJE) 7WSKShSkSH¿ (J 


¿SBS[SsSHSKSSSS2C8:!"¿ (J X-Posting-Software: 
¿SBSKSDSSSFH4S1SFS 2 S7S?!# (J 
£$B4X78<T3'MM!"13SDSSSFS*°S7S2?! #3 (J 
ESBSHSSS&S3SHSG!":F=87WS7=SE5S7S*°S7S2! #2 (J 


33% Mozilla 

27% WinVN 

20% Microsoft Internet News 

11% gnspool 
5% WSNews 2.014beta (UNREGISTERED) 

% mnews 

Տ NewsWatcher-J 2.0016 

% Microsoft Outlook Express 

.15 gn 
Տ Gnus v5.3/Emacs 19.33 


ՓՓՓՓԾ 


# ¿SBSIS+SKSb ¿ (Մ 15 gSBSKK~S?SISSSdSDSOS"Sj4S*S9!#e (J 
# ¢SBSS$$2C8:SK;M<N8°F~S7SFS"SkKSNSGz (J 1005 :չ58»/57065(տ՞Տ5918. (J 


> ¿SBSOS%S!"¿ (JWSNews zSBSCSFS=Ss$J$K; HSoS1SFSJISSSN!) ¢ (J 


¿SBS4SaSsSJS$S5S%S!#¿ (JRedBug ¿$B$53$s!";H$Oo$1$F$^$7$?!#z (Մ 


Falai. / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ | a ae ՈՏ Ց: 


-—-MESSAGE FILE 20859 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
31html.html 


--MESSAGE FILE 20860 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0232html.html 


Net Yaroze newsgroups message dump.txt Page 14018 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCwhPCRzGyhK?= 

Date: Sat, 19 Jul 1997 19:18:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <5qq4g7$93m@newsl.scei.co.jp> 

References: <5qg5rj$rilb@newsl.scei.co.jp> <Sqoeep$72r@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33D0945D.7CCC@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


E SBSbS7S+S7SF!"%/SmSC3/S"SCSWSHS+S7SFHSHCHSHIS+!<SIS, ԼՍՏՏՏԲԱՌՏԲչ (J 
ESBSIS+SCS?SNSGSO!)¢ (J 

2 SBS=SNS$"$ 25 jSOBg>£IWSISNSGS7$gS&$+! #!JIGOSNS?$a!Kz (J 

ESB! J#E!<#I#D#ES@SCS?SiS9SSS*S;Ss!Kz (J 


2$B!!S&SASN4s$;=8Saz (JATZ$B8_495! !JSASTS_SK!V<+:n!WSHSSS&8ASST}SOTY$S$¢e (J(^^; ESB! KSKS 
O!" (J 

258117 (J2000¢$B1_$Nz (JPCI SCSIzSBS+!<%IS, SDSSSFS*S$9S, ¢ (JHDD; SBSO; (JEIDE; $BSN$_$G$9! # 
: (J 

$B! 1g (JAT¿$B8_495!$K6b$+$1$k$D$b$j$OA4A3$J$$$7!"2u$1$?$i6b$+$+$K$N$G; (J 
¿SB!!%/%Sm%C%/%"%C%$WSŠJSISOS7SFSJSSSCS9¿ (Մ(՞՞չ 


¿$B!!: (J540MBz SBSN¿ (JEIDE; $BSr!"#2BEFMSC9~Ss$GS*S9! #2 (J 
ESB! !S&SA#1BESOF~SISFS?S@S1SHSSS&E (Մ(՞՞չ 


> ¿SB#G#S#X!]#RS5Ss!*%J%SS%$9SGS9!*!*; (J 
> ¿$B$=$1$@S$!!*!*!J>P!K;¿ (J 
> ¿$B$=$1$3$=$^$5$KB>?M%P%C%/%"%C%W!*¿ (J 


¿SB!!1SSS+SK¿ (DPS¿SB4X781"SJSSsSSKSbS7SFSJSSS+SoS+$3jS*S9SM¿ (I(^^; 


> ¿SBSGSb!"S=S1SGSbLLE]SGS9S+Si!"#G#S#X!]#RS5$sSN>19g$SOSbSCSHLLE]SGS9SMI!#¿ (J 
> ¿SBS$S,SsSPSCSFS/S0@S5%$S!#¿ (J 


2$B!!:G6a$N$1!<39S0! "SaSstFSJI$s%9@-SSSSS_S?SSSGSISM! #3 (J 
2 SB! !S&SASNSO8ESSSNSG! "STSiSSSVSYSSSNSHSNSrF~S1BXS ($?$5@_DjSrdQ$ ($hS&SHz (J 


2SB!!;WSCS?Si!"S4!<SIN> $4+$1%°%6!<3\!<SIS+SiA4It$0$ : SSSTSSSHSS$1$%S; $s! #3 (J 


> ¿SBS$S3S3SiSXSsSO;dSbF1S8!&!&!&¿ (J (T-T) 


¿$B!!¿ (JEIDE; SBSJIS7SN4D6-SKS78$?SSSsSGS9SISISMS (!&!&!&! #2 (J 

ՀՏ8 12 (JSCST¢$B$+Si5/FOSGS—-Sk%*%6!<SCSF!"z (JMO $B$+$i$b5/FO0$G$-$k$s$G$9$+$M!)¿ (J 
—-MESSAGE FILE 20860 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
32html html 


--MESSAGE FILE 20861 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0233html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkThsoSkJBUO1D?= 

Date: Tue, 22 Jul 1997 17:55:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5rispkShui@newsl.scei.co.jp> 

References: <S5otlia$d89@newsl.scei.co.jp> <kamon$21c519970627001754@news1.scei.co.jp 
> <5p3dvt$jt4@newsl.scei.co.jp> <kamon$21c519970629074856@news1.scei.co.jp> Հտքճ8սճՏ 
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n5v@newsl.scei.co.jp> <5pamukSscg@newsl.scei.co.jp> <5pbd2eSt8v@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D4758C.323@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


TPM.CO wrote: 


> MS-DOS ¢$B%U%) !<%*%C%H; HMQ5vBz$r%*%$%/%Sm%=SUSHSK ?=@AS$ 7SFSkSsSASCS$?Sizg (J 
> 2SBSSS$SSsSQS1SISM!<! #FH<+%US) !<%*SCSHS@SH!"8_49@-SNLdGBISG$d$4$:$4iS$3 (J 
> ¢SB5SS,S9SkSsS@S1SIS5!#SdSCSQ!"%3%_%1SGGdSiS1$?$jS7SF9-S,SCSFS/SH;WSE&S7¢ (Je! 


ՀՏ8 | 15Ս5) !<S*SCSHSKSO!";HMO5v2D$_S?SSSISHSNSrSbS$iS$&1,MWSOSIS+SCS$?SHz (J 
¢SB!!;wSSS*S9S, ԼՊ0ՇՏՇՏԲՏ25159Տ5 Տ՞ՏչՏՏ E: (J 

—-MESSAGE FILE 20861 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
33html.html 


--MESSAGE FILE 20862 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0234html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: about Newsreader 

Date: Tue, 22 Jul 1997 17:56:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5risrgShui@newsl.scei.co.jp> 

References: <5qog6b$75m@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D475C9.2C3B@eymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


einsiedler (t_hibino) wrote: 


¢ SBSHS$$&$3SHSG! "SM3C3H3 931! <SWBg ?M5S$S$CSFSH¢ (J 
¿SBS3SGS7$gS&S+!)¿ (J 

(NY TEST¿SBS"S?$SJSG=87WS7S?S+Si¿ (Մ 
GSR-X¿$BS5$s$N8z2L$, $GSF$k$+$b; (J) 


V V V v 


¿SB!!=PSkS$SGS7S$SgS$S&SM¿ (Մ(՞՞չ:::: 
—-MESSAGE FILE 20862 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
34html html 


--MESSAGE FILE 20863 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0235html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: BTRON 

Date: Tue, 22 Jul 1997 17:59:32 +0900 

Organization: PlayStation Net Yarouze 


Lines: 23 
Message-ID: <5rit0OpShui@newsl.scei.co.jp> 
References: <339BCB21.7FFC@ymg.urban.or.jp> <19970621133857bo0wy@t3.rim.or.jp> 


<5paninSscg@newsl.scei.co.jp> <19970707213317bo0wy@t3.rim.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D47672.5B44@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 
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> ¢SB!!SSScS!!"#CH#ESOSDS&SRSaASGSTSgGS&!#SRSRSR! Է: (J 


ESB! !%+%37%*S, ¿ (JTVCMz $B; OSaS*S7TS?SMIA! #3 (J 
ՀՏՑՏ ! ET; TItS$GSOSHSCS$/SKSdSCSFS?Ss$8ScSISS$+$H;WSSS*S9S, !#¿ (J 


¿SB!!$CSF$J>iCLSOCV$$SF$*$SSF!"#21%#0$,=PShS$S&SH80S&;-4|¿ (J 
éESBSKSASCSH#1! S#OSHS+! "S=SbS=SbS$=Ss$JISN; HS&0LSISiS45 ey eee 
é SBSG#I#SSNS [S&S,NISSS@SmS&SHS+! "ՏՏՏոտտտոցիՏ ( (SkSHSASCSOz (J 


> 
> 
> 
> 2$B!J>/$J$/$HSbF |K\SGSO!KIa52$7$J$$$H8+$F$^$9!#; (J 


2$B!!%"%Sa%j%+SGH4I#0K | BESGS7$?SC$1!) 142 (JCEZSBEK:\5!¢ (J 
2$B!!$=S1SKBPS7S$Fz (JPilot¢$BSO#1#0#0K | BED6S ($F$k$=$&$G$9$, ¿ (J (¿SB>P¿ (J) 


> ¿$B!!¿ (JNewton; $B$O$H$b$+$/!J$9$s$^$;$s¿ (J ;)¿$B!"¿ (JPilotzg$BS$O7k9=L\$r8~S1SF3 (J 
> ¿SBSSSK?MSDB?SSS _ ՏՉՏՏՏՄՏԱՏՇՏ՞ՏՈՏ՞ ՏԱՆԵՆ bse 8SCSISEETE x i (o 
> ~SBSHS+;WSCS?SjIS9SKSNSOH?B'SGS9S+E (Մ(՞՞չ (^^; 


¿$B!!¿ (JNewton OS;SB$b%i%$%; 38%9$9$4Sc9-$, $Sk2DG=@- Ա ԱՀԱ ae 

ՀՏ8 12 (JPilot¿$B$H$$$ (SP!"z (JMacintosh:SB$d; (JWindows; $SB>e$GF0$/% (տ 55511|Հ52ՏԵՏ"Տ3յ5՞ 
SOSM! #2 (J 
—-MESSAGE FILE 20863 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
35html html 


--MESSAGE FILE 20864 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0236html1l. html 

Path: chuka. playstation. co.uk!newsl1.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: About IE4.0PR2 

Date: Wed, 23 Jul 1997 13:37:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <redbug$ff8d19970723133736@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.52 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ReBug ¢S$BS$G$9! #2 (B 


2$B:#2s$0; (BIE4.0PR2 ¿S$SBF|KN81HG$KSDSSSF!#¿ (B 


éSBK?=3$+SiSSSAAa$/>pIs$rF~<jSTSFS?SNSG!I"S*°SS%/SmS= eee cee 
ESBSKS"SCSEWSSSISKAOSKSUSISSSSSOS2ECSEHSGS—-S*S7S?! #2 (B 


ESBS7SPSiS$/;HSCS?46A[SGS9S, !&!&!&¿ (B 


ESBAJIOQSOSi$ :=ESSSGS9! #2 (B 

MMX-Pentium 200MHz, 64MByte ¢SBSN%*%S7%sSGSb!"2wE, SKSODx1sSSSGS9! #2 (B 
:SB%7%9%F%`%b%K%?1<8+SkSH! "ç (B3OMByte¿;$B6a$/%9%o%C%W$7$FŠk$NS$G!"; ( 
¿$B$*$=$i$/¿ (B128MByte ~SB%a%b%j:\$;SFSOS8SaSFS* Տան EN cee Line 
CPU ¢SB%Q%0!<SO; (B Pentium 200MHz ¢SBS,:GDc%iSS%sS+SJI! #3 (B 
¢ SBOJAOSNSP !<%8%g%sSh$jBgI}SKOBDJSTSFSOSSSkShS&S@S1SI! #2 (B 


ESBSISSS$+%S%3S%S9SH! <SkSK4XSOSKSHSISVEKS, IOH/STSFS*SISNSG! "3 ( 
éESBOSSK<+?.SNS"SkJ}!"z (BWindows; SBSN: F%$%s%9% s ԱԱ: 
¿SB0J30SOSdSaSFS*SSS?S[S&S,SSSSS+SbS7S1SS;Ss!#, (B 


¿SBSHS+=qSSSFS?Si!&!&!& (B 
¿SBS3SN¿ (BIE4.0PR2 ¢S$BSO!"!V%SO!<SIS&S'S"E: IUSIJSISG: (B ¿S$SB8x<0$KŠPSiS ¿ (B 
¿SBS+S1SkS$S3SHSKSJSk!WSHSNS3SH¿ (B(¢$B%=SUSH%P%S%/FOSNSHS"$k%3Z!<%8ShS 42 (B) 


¿SBS*SSS*SS!"1V3+H/<T8-$S1!WSG!VF0:nJ]>Z$SbS7$SJSS!W%=%USHŠr;¿ (B 
ESBSS%SSS9SH!<SkS7$?SQ%=S3SSSrGdSk5S$+!)229MS (SFSkSsS@S+!#¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20864 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
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> 
>Colin. 
> 


Can you also adjust the translucency levels (i.e from opaque to 
totally transparent) ? 


I would rather poke at the TMD structure directly, where would I find 
the info to do this and what am I looking for. For sprites you did 
this by altering the r, g, and b fields to adjust brightness. I am 
assuming that the same thing is true for TMD's. 


Cheers, 
Byron 


—-MESSAGE FILE 2205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00908 


—-MESSAGE FILE 2206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000909 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: what do people actually use ? 
Date: Tue, 12 May 1998 11:45:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <3558283E.3BB3@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


had my yaroze for a couple of months now (i'll put up a web-page one day 
!), but only just getting time to actually play around with it. I bought 
CodeWarrior when I got it thinking it was a bit of a bargain, but my 
impressions are that its utter tosh - it's like they made a special 
effort to make it crap - slow window redraws, non standard buttons, 
menus - everyone else does it this way, but oh no we'll do it our way, 
we're right, everyone else is wrong etc. etc.... 


What does uo use ? - obviosly my immediate options are to struggle on 
with CW, or go down the gcc route, possibly using another IDE on top of 
ԼԵ» 

I've got a copy օք MSVC 4 lying around - can I use that - I saw some 
stuff on Steve Dunns page about using Dev Studio ??? 


Anyway any real life stories welcome... 
cheers 


Charlie 
—-MESSAGE FILE 2206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00909 


-—-MESSAGE FILE 2207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000910 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock 

Date: Tue, 12 May 1998 07:49:03 -0400 

Organization: SCEA News Server 

Lines: 62 

Message-ID: <3558372F.B4A015F9@mail.datasys.net> 
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36html.html 


--MESSAGE FILE 20865 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0237html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?1SO-2022-JP?B?GyRCJDUKaSRLISYhJiEmJCwhPCRzGyhC ?= 

Date: 23 Jul 1997 11:31:56 GMT 

Organization: Net Yarouze (SCE) 

Lines: 24 

Message-ID: <5r4q3c$19j@newsl.scei.co.jp> 

References: <5qg5rj$rilb@newsl.scei.co.jp> <5qoeep$72r@newsl.scei.co.jp> <5qq4g7$93m@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.95 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBS5SiSK%S1S9SGS9SSS*S;Ss!#z (B 


>GSX-R wrote: 
>2SB!!3 (BSCST¿$SB$S+$Si5/F0$G$-$k%*%6!<$C$F!"¿ (BMO¿$SB$S+$i$b5/F0$G$-$k$s$G$S9$S+SM!)¿ (B 
¿SBS&SASO#1#2#8SG:#SGSOCYSSSNSG!"S=S1SO9MS (SFSbSSS S;SsSGS7S?!# (B 

¿SBSGSbFbB"#H#DSN#I#DJQS (SkSNLLF]S@SJS!!#¿ (8(՞՞չ 
¿SB6[5*N) SA>e$S2SKSO#M#OS, SGS—S1SPSSSSSGS9SMS'!#¿ (B 


¿SBS$G!"?M$r<v$C$?3P$ ($b>P$C$?3P$ (ՏԵՏՄՏՏՏԱՏՇՏ95, !"; 

¿SBS&SASN#DS I%$i%$S$%VŠ,ItJ,E*S$KGK2u$5%$1$2$7$?!#¿ (B 
¿SBSIS&Sb!"?2?'19SSS8S/SCS?;—-SKI"#C#P#US/!<%i!<SNEF8;SrSOS:S7S?S%SsS ¿ (B 
¿SBSHSSS&SNS, $S$1SI$+SCS?SNS+!"%S/%SmSC%/$, #O#6SNSOS:S, PTESSKSISCSPSSS75NS, ¢ (8 
ESBSSS1SIS+SCS?SNS+!"S*S+S7SSSH;WSCSF!"D>S7SFS_SFSb!&!&!&CYS+SCS?! #2 (8(՞՞չ 


բջ 


¿SB#V#ZS, K=Av$7$F$7$^$&$N$G!"F~$1D>$7$?$i!"; (B 
¿SB!ISs!"$S$S$SDSD$SNSHOc$&!&!&!&!I¿ (B 
¿SB!IS$S=S$S&$+#M#I!S cia ine asi anh ԱԱ ԱԱ ԱԿՏ (B 
ESBSISs$+!"SGSUS!SSSsSr?'!9T08 (SFS"SC$?$_ a bath T 
ESBSISKS, SIS&S@SCS?7SNS+!"SbSE3PS (SFSISSSCS9! #3 (8(՞՞չ 


2ESBS3$1$r4 | SK! "#D#O#SAKSrS$d$aSk$Y$-SISsS$@SmS&S$+!&!&!&3 (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 20865 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
37html.html 


--MESSAGE FILE 20866 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0238htm1l. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQiQiJE4bKEpCQVNJQw==?= 

Date: 23 Jul 1997 14:50:45 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 10 

Message-ID: <5r5505Slmq@newsl.scei.co.jp> 

References: <S5otlia$d89@newsl.scei.co.jp> <kamon$21c519970627001754@news1.scei.co.jp 
> <5p3dvt$jt4@newsl.scei.co.jp> <kamon$21c519970629074856@news1.scei.co.jp> Հտքճ8սճՏ 
n5v@newsl.scei.co.jp> <5pamukSscg@newsl.scei.co.jp> <5pbd2eSt8v@newsl.scei.co.jp> <5 
rispkShui@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


By GSX-R 
> 2581 15Ս5) !<%3*SCSHSKSO!";HMO5v2DS_ ee 2 MWSOSJS+SCS$?SH3 (J 
> ¢$B!!;WSSS%*S9S, |Ճ0ՇՏՇՏԲՏ2Տ1595Տ Տ՞ՏչՏՏ ԱԻՀ (J 
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ՀՏՔՏՏՏ ($$$ (! "KMSbNIS/CNSiSSSNSGS9! #2 (J 
¿SB$7$S+S7$=$S&SJSkSH2?$NS?Sa$SKFH<+SU%) ! <S *<%çGC$SH$K$9Sk$s$GS7$gS$&S+!)¿ (J 
DOS/V¿ $B$KN/$a$?$jJ3+H/$7$?$J%3%T!<$7$?$J$G$-$J$$$H!"9-$, E Հինի| (!#¿ (Մ 


-—-MESSAGE FILE 20866 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
38html html 


--MESSAGE FILE 20867 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0239html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJUDUkaSRLISYhJiEmJCwhPCRzGyhK?= 

Date: Thu, 24 Jul 1997 15:55:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <5r6éugmSnrc@newsl.scei.co.jp> 

References: <5qg5rj$rilb@newsl.scei.co.jp> <S5qoeep$S72r@newsl.scei.co.jp> <5qq4g7$93m@ 
newsl.scei.co.jp> <5r4q3c$19j@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D6FC6D.3FCF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


> ¢gSBSGSbFbDB"#H#DSN#I#DIOS (SKSNLLE] S@SIS!! #2 (g (“ °; 
> ¢SB6[5*N) SA>eS2SKSO#M#OS, SGS-S1SPSSSSSGSOSMS'!#¢ (J 


£$B!!5/FOSTSiSS%VSKSGS-Sk¢ (JID: SBS, Th$*SCSFSkSs$G$7$g$&ES$+!) (Մ 
¿ $B! !S@SHS7S?Si7kK9=ITIX2 (7(՞՞: 
¿SB!!SSSSS+S2Ss¿ (JCD-ROM; $B$+$iS$G$b5/FOSG$-SkS$hS$&SKSISISPSSSSSNSK!&!&!&!#e (J 


> ~SBSG!"?MSr<v$C$?3PS$ (Sb>P$CS$?3P$ (SbSISSSNSGS9S, !"¿ (J 

> ESBS&SASN#DS1Si1SSSV$, ItJ,E*$KGK2U$5$1$^$7$?!#¿ (J 

> ZSBSIS&$b!"?'! 9$$$8$/$C$?; ~SK!"#C#P#US/!<%i!<SNEES8; $r$0$:$7$?7$^$s$^; ( 

> ¿SBSHSSS&SNS, S$S$S1SJS+SCS?SNS+!"%/%Sm%C%/S,#6#6SNSOS:S, fdas sscaress7ang, 2 (J 
> ¿SBS$S15JS+SCS2SNS+!"S*S+575S5H; WSCSF!"D>S$7$FS_SFSb!&!&!&CYS+SCS?! #2 (U (“ ; 


¿SB!!SdSCSQ¿ (AT; SB8_4951!SO!"<qL#%*%Ss7%sSH6HL3MOSHSrJ,S1SJSSSHSSS+SsSGS9SM¿ (J (%%; 


> ¿S$B$3$1Sr4|$K!"#D#O#SAkSr$d$aSk$YS-$J$sS@$mS&$S+!&!&!&¿ (J 


ՀՏ 1: (0ՄՄ2:Տ8ՏԸՇՏԲ |" san a ՇՏՈՏ, Տ"ՏյՏ՞Տ7Տ2ՏԻՏԻԼ ՈՀ (J 
2SB!!S=S1SOEVSFSFSkSsSGS9S$+!) 2 (J 


ESB! !S&SASO@8;2 (IDOS SBSISNSG! "S=SNS*S*SGS9! #2 (J 


ESB! tSd$CSQ@8SESh!"@8!IS) S#e (J 
—-MESSAGE FILE 20867 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
39html html 


--MESSAGE FILE 20868 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0240htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: MacOS 8 

Date: Thu, 24 Jul 1997 18:03:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <redbug$ff£8d19970724180300@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.34 


Net Yaroze newsgroups message dump.txt Page 14023 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


MacOS 8 չՏՏՏԱՏՏՏՃՏԱՏ, Լ/1-ՏՃՏՄՏՇՏՉՏՀ-ՏեՏՇՏ9Տ, !"¿ (B 
¿$B;d$O$S=$1$, SIS&SSSESHSNS+ShS/CNS5S%S; Ss! #3 (B 


MacOS 7.* gS$B$+SiSI$&JQSo$C$?SN$t+!"C/$+65$ (SF2<S$5$$! #2 (1 


ա 


Mac¿$BSO;)S$SCSFSJSSS1STI6=L#S@S1SOS"T"SkSsS$GS9!"SOSS!#¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20868 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
40html html 


--MESSAGE FILE 20869 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0241html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: about Newsreader 

Date: Fri, 25 Jul 1997 11:35:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <redbug$ff8d19970725113540@news1.scei.co.jp> 
References: <5qog6b$75m@newsl1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.57 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.nan_yaro.liberty ¿SBSN;¿ (B 
<5qog6b$75ménewsl.scei.co. jp>z$BSKS$*SS$$F3z (B 
1997/07/18/ 19:29 ¿S$B:"!" (Bt_hibinozg$BS5$s$O=q$—-S$*S7S$?!#¢ (l 


ա 


>¢ SBSHSSS$&S3SHSG!"SM%C%H%9%1! <3WBg ?M5SS$CSFSH; (B 
>éESBS3SGS7TSgG$&St+!) 2 (B 


¿SBSASJS_SKSVSiS&%S6SNFbLuSOcç (B 
http://wwwl.scei.co.jp/forum/beginners/count.html 
é$BSG8+$k;v$,=PMh$*$9! #2 (B 
¿SB%$S%.%J!<%:%SU%) !<%i%` SNSHSCSWSZ!<S8SXSNS"%S/%S;S9SrI,N 57572: (B 
ESBSOSNSGS9! #2 (B 


¿SBAjJJQSoSiS:SN¿ (B ¿SB%$S%s%?!<%M%C%H% (3/S9SWSm!<Siz (B(IE) ~$B?M5S! #¢ (B 
ESB<c433MSC%HS9%S1!<SWS,2!S7SFSkKSH;WSOS1S*S9S1IST!&!&!&3 (B 


(3.0x , 4.0x ¢$B9g$o0$;$?>19g$G$9!Kz (B 


¿SB;d$SO¿ (B IE ¢S$BS@SH! "SHSFSbS8ScSISSSGS9S, 62$/SFSMSCSHS5!<SUS#SS¢E (B 
ESBSGS-$*S;S$s!#!TL@SiS+$KLdBSIS$SHI, $+SCSFSkKSZ!<S8Sr!"E (B 
¢SBI,MWSKGwSiSl1SFS4$/$*S1SK8+SkDxEY$G$9!Kz (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20869 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
4ihtml.html 


--MESSAGE FILE 20870 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0242htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: about Newsreader 

Date: 25 Jul 1997 10:45:20 GMT 

Organization: Playstation Net Yarouze 

Lines: 22 

Message-ID: <5ra040Srag@newsl.scei.co.jp> 


Net Yaroze newsgroups message dump.txt Page 14024 


References: <5qog6b$75m@newsl.scei.co.jp> <redbugSff£8d19970725113540@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 210.132.203.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9!#¿ (J 


<redbug$f££8d19970725113540@newsl1.scei.co.jp> ¿S$BSG!"¿(J 

RedBug ¿$B$5$s$0=q$-$^$7$?!#¿ (J 

> ¿SB;dSO¿ (J IE ¿SBSQ@SH!"SHSFSbS$S8ScS$SJSSSGS9S,62S$S/SF%SM%$C%H%5!<%U%S#%s¿ (J 
> ¿SBSGS-S*S;Ss!#!JUL@SiS+SKLdBjJSJSSSHJ,S+SCSFSk%SZ!<%8Sr!"¿ (J 
> ¿SBI,MWSKGwSiSlSFS4S/S%“S1SK8+SkDxEYSGS9!K;¿ (J 


¿SBF146S$G$9!#¿ (J 

¿SB#T#ESQSHBP1-4-$7$F$S$JS$SSS?%0$, $"$Šk$N$GSAS'SC%S/$9$k$?ŠaS$K¿ (J 
¿SŠB#L#ATNFbDSILCSNSZ!<%$8$X%S"%/%$;%9$9Sk;—$K;H$C$FS2$9S, 1": (J 
ESBEWHWHEWSXSOOTSISISSSIS"! #SHS/SK#N#TS+SiSO!"3 (J 


ESBS*!<S3So!#¢ (J 
http://www.int21.co.jp/pcdn/misc/ 
éSBSGBN46$GS$-SkS+Sb! ՀՀ (J 


¿SBSbSCSH$S3SoSSSNSbS"SCS?S+SJ!#¿ (J 


Լ einsiedler _ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20870 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
42html html 


--MESSAGE FILE 20871 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0243html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: About IE4.0PR2 

Date: Fri, 25 Jul 1997 20:53:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <5ra4atSre0@newsl.scei.co.jp> 

References: <redbug$ff8d19970723133736@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D893B5.310C@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¢SBS*SS$S*SS$!"!V3+H/<T8~S$1!WSG!VFO:nJ]>ZSb$7SIS$ !WS=SUSHS re (J 
> ¿SB%SS%$s%9%H!<%SkS7S?%QO%S=%3%sSrGdSk5SS+!)2?9MS (SFSkSsS@St+! #2 (J 


2$B! !KhEYSN; v$G$9z (J (^^; 
2SB!!=124<TS$+SiS*°SKS"S*°SG! "A40W&BSFS9$?!<>uBV! #2 (J 


E$B!!%3*°SS%/SmS=SUSH! "GdS1S1SPSSSSSdE*BVEYSH%&%=SD$/SNS@S1S0;¢ (J 

ESB! !SdSaSFS[S7S$SI$!!#2 (J 

-—-MESSAGE FILE 20871 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
43html.html 


--MESSAGE FILE 20872 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0244html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: MacOS 8 
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Date: Fri, 25 Jul 1997 20:59:56 +0900 
Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <5ra4n3Sre0@newsl.scei.co.jp> 
References: <redbug$ff8d19970724180300@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.109 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33D8953B.746A@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 

> MacOS 8 ¿SBSHSSS&SNS,H/I=SK$JSCS?S=S&SGS9S,!"¿ (J 

> 2$B; d$O$=$15$, STS&SSS&sbsN$t+$h$/CN$j$*$;Ssl#e (J 

> MacOS 7.* ¢SBS+SiSIS&JIQSoSC$?$N$+!"C/S$+65$ (SF2<S5SS$!#¢ (J 


ESB! !S*S:!"SP!1<%8%g%s$, 2 (J0.3.92 SBS [SI>e$,$5$*°S$7$2¢ (J (¿SB>P¿ (J) 


¿$B!!AO$h$jMn$A$J$/$J$C$?$i$7$$!"8+$?L\$, JQ$o$C$?!"011~¿ (JCHRPZSBBP1~SiS7S$!"¢ (J 


é5B!!%$%3s%?!<SMSCSH4X78SNSHDSNS,DI2C$5$1$2?!"¢ (JFinder; $BS, ¢ (JPPCESBSMSSSFS#SV2=!ug (J 
2$B!!SP%C%/S0SiSSSIFO:n2DG=SKSJISCS$?!"z (JPPCESBSMSSSFSHESVN ($,S+SISj¢ (J 


¿SB!!>e$,$CS?SsSG¿ (IPPC SB%*S7SSS@SHB.S/FO:nS9SkSiS7SS!"3 (J 
¿SB!!STSHA`:nBN7OSbSSSmSSSmDI2CS5S1S?SJSISJSI!# (J 


¿SB!!S=S$SNS9SYSFSK8y:aS$S,S"Sj!"?MSKShSCSF8@SCSFSk;vS$,Oc$S$S*S9¿ (J (¿SB>P¿ (J) 
¿$B!!¿ (UMac¿ $B; (;o$OS$SS$S$3SHS7$+=qS+$JSSSG$S7$SgS&$7!"; (JAppleg $B$KDY$1$FM_$7$$; (J 
¿S$SB!!?MC#SJSSS+S$SO0O-8)$@$l1$r=q$/$G$7$g$&!#; (Մ 


> Mac¿SBSO;)$CSFSJSSS1SI6=L#S@S1SOS"SkSsSGS9!"SOSS!#¿ (J 


¿SB!!S3SN5!2qS$SKSIS&SGS9S+!)¿ (U (“ °; 


¿$B!!¿ (J 
--MESSAGE FILE 20872 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
44html.html 


--MESSAGE FILE 20873 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0245html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: MacOS 8 

Date: 25 Jul 1997 15:24:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <01bc990eSda8d0c80$3a318acb@gateway2000.ns1.sphere.ad.jp> 
References: <redbug$ff8d19970724180300@news1.scei.co.jp> 
NNTP-Posting-Host: 203.138.49.58 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Mac¿S$SBSO;)$CSFSJSSS1SI6=L#S@S1SOS"SkSsSGS9!"SOSS!#¿ (J 


¿SB;dSO#M#a#c#OFSShSj!"#P#olwtfe#r#P#CSK6=L#S"S3jSGS9!#; (J 
¿SB#M#a#cSG; H$SS?SS%=%U%SHSbSJSSSNSK#M#a#cS,M_S7SSSNSO¿ (J 
¿SB;d$S@S1S$SGS7SgS&S+!)¿ (J 

ESBSSSSSHSIS! #PHoFwHe#r#PHC! ##SHOFOHMHHHZS+S! Lele! EZ (J 
2SBS7S$+Sb3"SCSWS0S1!<SIS,5$S,MxSSSFSk!J5$$, $9Sk!#!Ke (J 
¿SB#P#ofwie#r#P#CSGF0$/#W#i#n$SJSSS+SJS!!&!&!&!# (J 
ESBEM#S:nSkSN;_SaSA$cS$CS$?S$+Si!#! SECHH#R#PBP1~#WHitnSr! Kz (J 


// 
// OMO MIKITA 
// 


Net Yaroze newsgroups message dump.txt Page 14026 


// o-mikita@po.tama.or.jp 
—-MESSAGE FILE 20873 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
45html.html 


--MESSAGE FILE 20874 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0246html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: MacOS 8 

Date: 26 Jul 1997 14:21:53 GMT 

Organization: Playstation Net Yarouze 

Lines: 19 

Message-ID: <5rd161$1cn@news1.scei.co.jp> 

References: <redbug$ff8d19970724180300@news1.scei.co.jp> <01bc990e$da8d0c80$3a318acb 
@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 210.132.203.233 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


o-mikita <o-mikita@po.tama.or.jp> wrote in article 
<01bc990eSda8d0c80S3a318ach@gateway2000.nsl.sphere.ad.jp>... 
> > Mace $BS$0O; }SCSFSISSS1SI6O=L#S@S1SOS"SkSsSGS9!"SOSS!l#z (J 

> 

> ¢£$B; dSO#Mtatc#O#SShS 4! "#PHotwe#tr#P #CSKO=LES"SISGSI! #e (J 


¿SBKM$b¿ (J PowerPC ¿$B$H%b%H%m!<%i$N9TJ}$K6=L#$,$"$J$^$9!#¿ (J 


> ¿SB#P#ofwi#e#r#P#CSGF0$S/#W#i#nSJSSS+SJS!!&!&!&!# (J 


¿SBS"S11"¿( (JWindowsNT ¿$B$C$FL$BP1~$G$7$?$C$1!)¿(J 
¢ SBSb%sHSm! <SiSN%*S7%sSKSO#O#KSNE [SbS"SkSH; Ա) Տ: 
2 SBSb%SHSm! <SiSN%Q%0!<%*%C%/SO2DG=SISNS+$I!) Հ (J 


einsiedler __ einsidle@cb3.so-net.or.jp ռ 
—-MESSAGE FILE 20874 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
46html html 


--MESSAGE FILE 20875 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0247html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: MacOS 8 

Date: Thu, 31 Jul 1997 23:50:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5rq8ukShsq@newsl.scei.co.jp> 

References: <redbug$ff8d19970724180300@news1.scei.co.jp> <01lbc990e$da8d0c80$3a318acb 
@gateway2000.nsl.sphere.ad.jp> <5rd161$lcn@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33E0A625.702@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


einsiedler wrote: 


> ¿$B$"$1!"¿ (JWindowsNT z¢$BSCSFLSBP1~$G$7$?$C$1!) 2 (Մ 
> ¢~$BsbsHsm!<%SiSN%*S7SsSKSO#O#KSNE [Sb$"Sk$H; le S01 #2 (J 
> ¢S$B%bsH%m! <SiSN%Q%o!<%*%C%/SO2DG=SISNS+$I!) ¢ (J 


é$B!!¢(JWindows NT4.0¢SBS*SGSO! "SbSH%m!<SiSNz (JPReP¢SBS*S7SSSGFOS-S*S9!#¢ (J 
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2$B!!$?SVSsz (JIBMz: $BS$, =PS7SFS?SdSDSGSbF0S/SH;WSSS*S9! #3 (J 
ՀՏ811: (UPReP SBSCSFSNSO; (JCHRP: SBSNAO?HSGS7SF!"3z (JPowerMac; SBSGSOS"S48*S;Ss!#z (J 


¿$B!!¿(JMac OS8zS$BS0!"011~2 (UCHRP SBSGSbF0S/ShS&SKSISCS?SNSG!":#G/Kv$/SiSSS+$iz (J 
2$B!!¢ (JCHRP; $B%*%7%s$, =PSFMh$kS$h$&$G$9! փ: (J 

¿SB!!¿ (JCHRP:SB$, $=$1$JI$4jSKGd$1$1$P!"z (JMicrosoft 2 $BSbL [$CSFSO8+SFSISSSHS$O0z (J 
2$B!!;WSS$*S9S, !"8D?ME*SKSO=PSFMhSFS [$7$/SISS$G$9¢ (J (^^; 

—-MESSAGE FILE 20875 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
47html.html 


--MESSAGE FILE 20876 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0248html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: [Q]Silent HDD 

Date: 4 Aug 1997 13:53:28 GMT 

Organization: Playstation Net Yarouze 

Lines: 17 

Message-ID: <5s4msoS8r@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


¿SB2; SN@ES+SJ¿ (J HDD ¿SBSrCNS$SCS$SFSSSkJ)!"S*S7S (SFS/S@S5SS!#¿ (J 


2 SBS"S/%;%9; ~SGSISS; ~SN2SE>$N2; SUSIS, QES+$JSO!<$ST$G%#%9%/$r¿ (J 

¿$BC5$7$F$$$^$9!#¿ (J IDE( UltraATA :584՞Տ5`: (Մ ) ¿$B!"¿(J SCSI չՏ5856Հ (J ՔՇ/ՃՆՀ588 49: 
(J 
¿$B5!¿ (J ( DOS/V¿$B5!¿ (J ) zSBSKIaDLSKSD$+$&SbSNSrA\ :wBP>]SHS7SFSSS$*S9! #32 (J 


# ¿SB%S%G%*%+!<%IFbB!$H$+!"FC<1LNE*SN¿(J HDD ¿SB$OAN:wHOOO$+$Si=|30;¿ (J 


A ¿SŠSŠB<R$N¿ (J HDD ¿$B$O¿(J B ¢SB<RSNE[ShSj@ES+S@! "DxXEYSGSb9=SSS%S;Ss!#3 (J 
ESBS*45SS$7S*S9!#@-G=SKSDSSSFSbHS3%aSSSHS, S"SkSHSSSSSGS9! #2 (J 


_ __ einsiedler __ einsidle@cbh3.so-net.or.jp — _ 
—-MESSAGE FILE 20876 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
48html html 


--MESSAGE FILE 20877 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0249html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kokurikoupa" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: Re: [Q]Silent HDD 
Date: Tue, 5 Aug 1997 00:15:30 +0900 
Organization: PlayStation Net Yarouze 
Lines: 6 
Message-ID: <5s4rvoSfj@newsl.scei.co.jp> 
References: <5s4msoS$8r@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


¿SB!!%3%/%3j%3!<%QSGS9!#¿ (B 


¿SB!!S"Ss$S*S3j;29MSKSJS3JS S;SsS, !"#I#B#M$N#H#D$, @ES+SGS9! #2 (B 
¿SB;d$,;)$CSFSkSNSOF#S#C#S#I!!:  (B2.0G: SBSNI*SGS9! #2 (B 
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—-MESSAGE FILE 20877 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
49html html 


--MESSAGE FILE 20878 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0250htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 4 Aug 1997 17:08:59 GMT 

Organization: Net Yarouze (SCE) 

Lines: 13 

Message-ID: <5s52bbSmv@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.36 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


>2$B!!%3%/%5%3!<%QSGS9! #2 (B 
> 
> $B!!$"$s$^$j; 29M$K$I$J$^$; $s$, !"#I#B#M$N#H#D$, @ES+$GS9! #2 (B 
>2SB;d$,;}SCSFSkKSNSO#S#CHS#I! ! 2 (B2.0GZSBSNI*SGS$9! #2 (8 


~SBF10U8+SGS9! #2 (B 
¿S$B;d$N$bF1%$b%$G%$k$G$7$g$&Š$+!)!J#D#O#R#S!K;¿ (B 

¿ $B; dSN7?Sh$4Sb:G6a$0?7$7S/SISCSFSS$*S9S, !"M'?MSN8+$k8BS3j!"¿ (B 
¿SB#I#B#MNI$$46$8$G$9!# (B 


¿SB8D?ME*SKSOAaS5ShSJ@ES+S5M%SQ@QhSG9MS (SFS*S9! #2 (B 


¿SB#K#B#O¿ (B 
-—-MESSAGE FILE 20878 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
50html.html 


--MESSAGE FILE 20879 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0251html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: Tue, 05 Aug 1997 09:20:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$ff8d19970805092029@news1.scei.co.jp> 

References: <5s4msoS8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.nan_yaro.liberty ¢SBSN; (B 
<5s52bb$mv@news1.scei.co. jp>zSBSK$*SSsSFz (B 

1997/08/04/ 17:08 :58:" 1": (Bkbozg $BS5$sS$O=q$-S*S7S?!#¢ (B 
>>¿$B!!$"$s$^$j; 29M$K$J$J$^$; $s$, !"#I#B#M$N#H#D$, @ES+SGS9! #2 (B 
>>¿ $B; d$, ; }SCSFSKSNSO#S#CHS#I! !¢ (B2.0G;SBSNJ*SGS9!#¿ (B 
> 
>¢SBF10U8+$G$9! #2 (B 
>¿ $B; dSNSbF1%b%GSkSGS7SgS&S+!) !J#D#O#R#S!K¿ (B 
> $B; d$N7?$h$j$b:G6a$0?7$7$/$J$C$F$$$^$9$, !"M'?M$N8+$K8B$j!"¿ (B 
>i $B#I#B#MNI$$46$8$G$9!# (B 


¿$BA4$/;29M$K$J$J$^$; $s$, "Հ (BNEC ¿$B@Q=%^%7%Ss$NFbB"¿ (BHDD չ585Օ1"չ (B 
¿$BEE059_2<$K<e$$$N$+!"%^%7%s$NEE8; $rF~$I$F$b2sE>$7$J$$; v$, ¿(B 
¿SB$7$SgSC$ASeS&$GS9!#¿ (B 


¢ SBNYSK2HS$,N) SCSFS+S$i!"5*SK5/FOS7SIS/SISj8S°S7$?! #2 (B 
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ESBSVSCS?S?SSSFSdS15P!"S=SN>W7bSGFO0S/SNSGS9S, 161618: (B 
ESBS"S*SjSKSHE62SS! #2 (B 


ESB; dSN3*37%3s$d! "CN?7MSN%*37%SSGF1$88=>]$,$*S-SFS*S$7$?! #2 (B 
¿SB6&SK;¿ (B96: $BG/>eH>4 | SNSH%GSkS$@SCS$?SH; WSSS*S9! #2 (B 


¿SBS“S!!"S=S&SSS&S3SHSbS"Sk!"!#SHSSS&S3SHSG!#¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 20879 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
5lhtml.html 


--MESSAGE FILE 20880 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0252html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 5 Aug 1997 02:20:14 GMT 

Organization: Playstation Net Yarouze 

Lines: 36 

Message-ID: <5s62ku$217@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.234 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB%U%)%m!<S$,$9$0SDSSS$S?SNSGSSSCS/S3jSGS9!#¿ (J 


¿SB%3%/%j%3!<%QS5Ss!"#K#B#OS5Ss!"¿ (JURedBug¿SBS5Ss!"¿ (J 
ESBSISE&SDS"S IS, SH$&S4S6SSS*S9!#¿ (J 


>>> ¿$B$"$s$^$j;29M$K$IJ$J$^$; $s$, !"#I#B#M$N#H#D$, @ES+S$GS9! #¢ (J 
>>> ¢SB;d$,; }SCSFSkKSNSO#S#C#HS#I! 12 (J2.0G¿$B$NJI*$G$9!#¿ (J 

>> 

>> ¢eSBF10U8+SGS9! #2 (J 

>> ¿$B;d$N$bF1%b%$G%$k$G$7Sg$S&$+!)!J#D#O#R#S!K; (J 

>> ¿$B;d$N7?$h$j$b:G6a$0?77$7$/$ŞI$ŞC$F$$$^$9$, ! "M' ?9M$N8+Sk8BS3j!"¿ (J 
>> gSBHIFBEMNISS46S8SGS9! #2 (J 


IBM ¿SBSN¿ (J IDE gSBSOS&$k$5$+$CS$?SNSG!"¢ (JIBM ¿SBSO0U30SGS9!#¿ (J 
ESBSHS7$d!"$*S1SK$_Sk8N>cIJS$@SC$?$SHS$t+!) չ (J 


¿SB:G6a$O¿ (J IBM DCASxxxxx ¿$B$7$+GdA$C$F$^$; $s$, !"@ES+SGS7SgS&S+!) 2 (J 


> ¿$BA4$/;29M$K$J$Jj$^$;$s$,!"¿ (JNEC 2¢SB@=%*%7%SSNFbB"2 (JHDD :585Օ1"չ (J 
> ¢SBEE059_2<SK<eSSSNS$+!"S°S7SsSSNEE8; $rF~S1SFSb2sE>S7SISS;v$,¢ (J 


conner ¿$B$NOBJ*$K$h$/$"$J$^$9!#¿ (JCONPAQ ¢S$BSN%7!<%kS$,S"SkSNSO¢ (J 
ESBS*S@S*S7TSGS9S, ! "$Sd$OSj¿ (J 5% zSBDXEYSNN (SG2SE>$7$%S;Ss! #2 (J 


¿SB0zS-B3S-!">pJsS$rS$S*BTSAS7SFS S9!#; (J 
3¿$BK|1_0J2<$G¿ (J 1.6GB ¿$B0J>e!"8=:_?7IJ$GGc$ ($KE[$N>pJs$r=jK>¿ (J 


# ¿SB:G6aSN (J ¿$B<+:nMQ$NH"¿ (J ¿SBSKIUSSSFS/SkEE8; $Oz (J 
# ¿SBR@ES+$S@$1SIGSG.8zN($,0-$$$GS9!#!cCWL?E*¿ (J 


ւ. einsiedler __ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20880 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
52html html 
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--MESSAGE FILE 20881 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0253html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-nara.ac.jp!shkit 

From: Shuichi Kitaguchi <shuuic-k@is.aist-—nara.ac.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 5 Aug 1997 10:42:37 GMT 

Organization: Nara Institute of Science and Technology. 

Lines: 16 

Message-ID: <5s702tSgv$1@ryo4309.aist-—nara.ac.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> 
<5s4rvoS$fj@newsl.scei.co.jp> 
<5s52bbSmv@news1.scei.co.jp> 
<redbug$f£8d19970805092029@news1.scei.co.jp> 
<5s62ku$217@newsl.scei.co.jp> 

NNTP-Posting-Host: 163.221.154.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

X-Newsreader: mnews [version 1.20] 1996-12/08 (Sun) 


<5s62ku$217@news1.scei.co. jp>¢SBSN5-; vSKS*SSSF3; (B 
einsidle@cb3.so-net.or. jpzSBS5SsSO=qS—-S*S7S?! #2 (B 


ESBS3SSSKSASO! "KL8}SGS9! #2 (B 


>> ¿$B:G6a$O¿ (8 IBM DCASxxxxx 2$B$7$+GdSCSFS$%S$;$s5$, !"@ES+SGS7$g$&S$t!) (8 


DORS ¿$B$b¿ (B DCAS ¿$B$b;}$C$F$$$^$9$, !"@ES+SGS"S*°SjG.S/SISiSJS$¢ (B 
éESBSNSGS*5SSKF~S4jSGS9! #2 (B 
# Quantum ¿$B$N¿ (B 1G ¿$B$N¿ (B FireBall չՏ8ՏՇՏԲՏԱՏԸՇՏԻՏԵՇ.5ՏՏՏՏՏՇտ9չ (8(՞՞չ 


ESBS@S@7gGE@SO! "2 (BQuantum ;SBSNShS$jSbCMCUS, 9bS$SSS3SHSGS9¿ (B... 


——==| Shuichi Kitaguchi : shuuic-k@is.aist-nara.ac.jp 

/ kit@Mew.org / shkit@gemini.bekkoame.or.jp |==- 
--MESSAGE FILE 20881 END: net-yaroze-usenet/00000003- SCEI/ny/nan_ yaro/liberty/000002 
53html.html 


--MESSAGE FILE 20882 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0254html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: [Q] Osusume MO (Re: [Q]Silent HDD) 

Date: 5 Aug 1997 14:27:38 GMT 

Organization: JI-SOFT 

Lines: 23 

Message-ID: <5s7d8q$3b4@newsl.scei.co.jp> 

References: <5s4msoS8r@newsl.scei.co.jp> <5s4rvoS$fj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o. p> 

NNTP-Posting-Host: 133.205.83.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESB! !SISb! #2 (JJI-TANZSBSGS*S*! #3 (J 


<5s62ku$217@newsl.scei.co.jp>... ¢SBSKSF; (J 
einsiedler <einsidle@cb3.so-net.or.jp> ¿SBS5$s@kSŠoS/¿ (J 


ՀՏ865Ս2) sm! <$, S9SOSDS$$?SN$GSSSC$/$jSGSIl#e (J 
¿$B!1$3$1$K$"$d$+$C$F$NJX>h<ALd$J$s$G$9$,!"¿ (J 
¿SB!!S*>) SaSN#M#OSTSiSSSVS,S"S1SP65S (SFD:$1$%S;SsS+!)¢(Jd 


¿$B!!>r70$0!"¿ (JPC98zSBBP1~$+SD; (JSCSIzSBBP1~!JI,?\!KSG!"#6#4#0¢ (JMzSBSOM_S7SSSsSG$9 
S1SI!D¿ (J 
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References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAFF@ndirect.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 81.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:910 scea.yaroze.freetalk: 
634 


Alex Herbert wrote: 
> 
Darco wrote: 


I just thought I would list some of my finding about programing with 
the Analog Pad. 


The L3 and the R3 buttons (The joysticks themselves are buttons) can 
be read from the 9th and 10th bits respectively. (Remember those 
conveniently not used bits on the standard controller? It's those.) 


VVVVVVVVVV 
VV NV V V V 


Isn't this the same as the standard analog pad? 


Which one? The big one? I wasn't aware that you could do that with the 
larger version. 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


VVVVVVVV 
V V V V V V 


It's to give two different types of vibration. Hence "Dual Shock". 


I dissagree, as it was my impression that you could change the 
rotational speed of each motor, and that two motors were there to give 
a different shock to each side of the controler. (Imagine you are in a 
flying game and you get hit on the right side - you feel it on the 
right side of the controler. Or of you get punched on the left side of 
your face in a fighting game, you'll feel it on the left side) Having 
two motors the the only purpose of having 2 different types of 
feedback is a waste, and a bad move by Sony. 


I haven't tried to get the feedback system to work because I'm not 
sure even where to start. Does anyone know (A Sony employee maybe?) 
how to access the feedback (Dual Shock) function of the new Analog 
Control Pads? 


VV V V V 


I think an answer to this one will be a long time comming. Without 
updated libraries (which I'm sure won't be comming) you would need to 
write directly to hardware. Now Sony just couldn't let that happen now 
could they! Ho hum. 


VVVVVVVV VV 


I guess I'll be doing a bit of hacking and detective work this summer 
then. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
—-MESSAGE FILE 2207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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2$B!ID!"S$$$+$s$;$s2A3J$, !D!D! #$G$-S?Si#6K| !A#8K|S$/SiISSSNS, SSSSSGS9!#z (J 


¿SB!!sa!<%+!<$O!"SIS3S,SSSSSH;WSSS*S9!)¿ (J 
¿SB!!J9S/SHS3SmSKShSkSH!"IY;NDL@=%I%S1%S$SVŠS, SSSSSiS7SSSGS9S1SI!D!D!#¿ (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


--MESSAGE FILE 20882 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
54html.html 


--MESSAGE FILE 20883 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0255html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 6 Aug 1997 09:10:16 GMT 

Organization: Playstation Net Yarouze 

Lines: 9 

Message-ID: <5s9floS5t4@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp><5s4rvoSfj@newsl.scei.co. jp><5s52bbSmv@news1 
.scei.co. jp><redbug$ff8d19970805092029@news1.scei.co. jp><5s62ku$217@newsl.scei.co.jp 
> <5s702tSgv$1@ryo4309.aist-nara.ac.jp> 

NNTP-Posting-Host: 210.132.203.205 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$BKL8}$5$s!"$"$jJ$, SH$S&S4S6SS$SS*S7S?!#¿ (J 


¿SB$5$C$=$/9XF~$7$^$9!#¿ (J 
Seagate ¿S$BSOS&$kS5S/ŠSF!&!&S3S$S1$+SiS$SOS9%T!<%SIShŠj@ES$S1S5¿ (J 
¿SB$GS$S9SM!#;¿ (J 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20883 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
55html.html 


--MESSAGE FILE 20884 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0256htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q] Osusume MO (Re: [Q]Silent HDD) 

Date: Wed, 06 Aug 1997 20:11:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbugSff8d19970806201138@news1.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5s7d8q$3b4@news1.scei.co.jp> 

NNTP-Posting-Host: 202.215.109.113 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <5s7d8qS3b4@newsl.scei.co.jp> ¿SBSN; (B 
¿SB5-;v$K$*SSSF¿ (B 1997/08/05/ 14:27 :58:" "28 
"JI-TAN" <ji-tan@mtc.biglobe.ne.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>¿$B!!$3$1$K$"$d$+$C$F$NJX>h<ALd$J$s$G$9$, !"¿ (B 
>2SB!!S*>) SaSN#M#OSISiSSSVS,5"S1SP65S (SFD:$18%S$;$s$+!) 32 (B 
> 
>¿$SB!!>r7oSO!"; (BPC98;$BBP1~S$+$D; (BSCSIz$BBP1~! JI, ?\!KSG!"#6#4#0¢ (BM SBSOM_S7S$$s$GS$ 
9$1$I!D¿ (B 
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>2$B!ID!"$$$+S$s$;$s2A37$, !D!D!#$GS—-S?Si#6K| !A#8K|S/SiSSSNS, SSSSSGS9! #2 (B 


98; $BBP1~$+$D¿ (BSCSI¿$BBP1~$G$J$$¿ (B MOzSBSI%iS$$VS$rC5$9$ [$&$, Fq$7$$$h$&$T!J61>P! Kz ( 
B 
ZIP ¢SBSKSO¢ (B ¿SB%sW%$jJ%s%?%] !<SHS@S+SKSDSIS0S?SSSWSNSHDSNSHS"SkS_S?SSSGSOSIST! #3 (B 


640M¿$BSJSi¿ (B 6-8zSBK|$GGc$ ($k$H;WSSS$*S9Sh! #2 (B 
éSBHISDCmOUS9SkSI$i!"z (B128MByte ¿$B$N%a%G%#%"$X$NFI$_=q$-$, $G$-$J$$¿ (B 
640M ¿SBSN¿ (B MO zS$BSb$"SjS*S9ISNSG! "S=S3S@S15SSrSDS1S1SPSSSSSNSGSO! #2 (B 


>¿SB!ISa!<%s+!<SO!"SIS3S,SSSSSH;WSSS S91)¿ (B 
>¿$B!1J9S/SHS3SmSK$Sh$k$H!"IY;NDL@=%I%i%$%VŠ$, $$SSSS1S7S$SGS9S1$I!D!D!#¿ (B 


¿SB;dSNSOIY;NDL@=SG$9!#¿(B230M ESBSGS9S1ST! ##1G/A0SK#4K|S$GS7$?! #2 (B 
ESBSGSb!":G6aSOS*S5ISSSOSISISISSEVS, SSSS46S8SNShS&SJ!&!&!&¿ (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 20884 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
56html.html 


--MESSAGE FILE 20885 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0257html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q] Osusume MO (Re: [Q]Silent HDD) 

Date: 7 Aug 1997 14:16:11 GMT 

Organization: =?ISO-2022-JP?B?SkktU0 9GVA==?= 

Lines: 25 

Message-ID: <5sclbbS$9k8@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5s7d8q$3b4@newsl.scei.co.jp> <redbug$ff8d19970806201138@news1.scei.co.jp> 
NNTP-Posting-Host: 133.205.83.86 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


<redbug$ff£8d19970806201138@newsl.scei.co.jp>... gSBSKSF¢ (J 
RedBug <redbug@donk.ne.jp> ¿$B$5S$Ss@kS$Šo$/¿ (J 


¿SB;dSNSOIY;NDL@=SGS9!#¿ (J230M ESBSGS9S1ST! ##1G/A0SK#4K|SGS$7$2! #2 (J 
ESBSGSb!":G6aSOS*S5ISSSOSISISISSEVS, SSSS46S8SNShS&SJ!&!&!&¿ (J 


¿$B!!$d$C$Q$j¿ (U2230M SBSKS7ShS&S+SI!D!DOBSSS7! #2 (J 
¿SB!!S$S`$`$` !D!D!#¿ (J 


¿SŠB!!SHSKS+$/¿ (UThanx¿S$SBSGS9¿ (Մ(՞՞) gSB!l #2 (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
ESBI8@U!'DT!!M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 20885 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
57html.html 


--MESSAGE FILE 20886 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
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0258html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 15 Aug 1997 15:14:00 GMT 

Organization: Net Yarouze (SCE) 

Lines: 59 

Message-ID: <5tlrnoS4np@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o. jp> 

NNTP-Posting-Host: 202.247.139.120 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


2SBS*SkSAS139SGS9! #32 (B 


einsiedler;$SB$5Ss; (B wrote: 
>IBM չՏԹՏԱ: (8 IDE 2SBSOS$&S$k$5S$+SCS?SNSG!"3z (BIBM zSBSOOU30SGS9! #3 (B 
>~SBSbS7Sd!"S*S1SKS_Sk8N>cIJS@SCS?SHS+!) (B 


ESBELHD#HESO! "SASGSCSHCNS 4$%S; Ss! #S&SkS5SSSsSGS9S+!#S&!<Ss!#e (B 


>¿$B:G6a$O¿ (B IBM DCASxxxxx ¢$B$7$+GdSCSFS$%$;$s$, !"@ES+SGS7$g$&S$t+!) ¢(B 


ESBHI#BEMSNSO! ">JEENO! #S@$+SiH/G.Sb>/SJISS!#2; Sb@ES+! #2 (B 
ESBSGSO!"SIS+SCS?SGS7SgSES+!#<+?.L557! #2 (B 
ESBHEDHO#FRHSOT9I_SO!"DIJHVS@SH; WSSS*S9! #3 (B 


¿SBKL8)S5Ss¿ (Bwrote: 
># Quantum ¿$B$N¿ (B 1G չՏ8ՏԱ: (B FireBall ¢S$BSCSFSHSCSFSbG.$$S$sSG6$9; (B(*%; 


¿SBS"1<!";dSb#1#G;)SCSFS*S9!#!J#1!%S#2S@S+#1#GS@SCS?SOS:!#!K¿ (B 
¿SB#S#C#STISO<hSj=PS7S?S3jS7SJSSSNSG2rSjS S;SsS, !"#I#D#ESbG.SSSGS9!#¿ (B 


>¿SBS@S@7gF@S$SO!"¿ (BQuantum ¿SBSNSh$j$bCMCJS, 9b$$$3SHSGS9¿ (8... 
¿SBS$S*6b$, SISSSHS-$O0%+%8%?%° GcSCSFS*S9! #3 (B(%%;; 
¿SBFCSK#I#D#ESJSSS+0B$1S3jScNIS$SSdSG!"S+%s%?%`$+!"¿ (B 

¿SB%S&% (6$9%?%s%G%8%?%k!J>P!K!JS$SHS3jS"S ($:#1G/SbSDS+!) !KSGS9O! #2 (B 


einsiedler;S$SB$5Ss; (B wrote: 

>Seagate ¢SBSOS&S$k$5$/SF!&!&$3515+SiS0%9%T!<%IShSj@ES1$532 (B 
£S$BS7!<%2!<SHSd%*°%S%/%m%]353S9SOB.SSSGSO9SHSMS'! #3 (B 

¿SBM' ?MS, ՇՇՏՇՏՉՏԱՏՇՄ9ՏՏՏԲՏՕՏՏՏԵՏԱՏՕՏ9Տ, !";d$K$OGc$ ($*$;S$sSGS7$?! #2 (B 


éSBSbS&GcS$ &#H#D#DSOTHSa$ ?$_S?SSSNShHSE&SGSISM! #2 (B 
¿SB:#%3%Ss%T%e!<%?!<$G9bS$S$J)SKF-$kSNS, !"#S#C#S#I!<#H#D#D$G$9!#¢ (B 
¿SB%ša%*b%j!<!"#I#D#E!S!J#C#P#USO: _8K$,L5$/$SJSj<!Bh!K$HOBSSS$SNSK!"¿ (8 
¿SBSJS<SK!"#S#CHRS#ISO2<S2SJSSSsSQ@!"SAS/S7$Sg!<!<!<!<!<!*!*¿ (B(%%; 
¿SBSb$&#1K|2sE>=PS7SFSk!1JSi$7SS!KS/SiS$SJSsS@$+Sil"; (B 
¿SB#7@i2sE>BfSN#H#D#D2<S2SFS/S1$Sh!A!*!*!1J5c!K¿ (B 
E SBSH; WSCSFSSSKSNSO; dS@S1SGS7$g$&S$+!) ¢ (B 


éSB3NS+SK!"#L#D#ESOOBSSB.SSSGS9S, !"#C#P#USNB-0z$CD%SSkS+SiSJS!!# (B 
¿SBSA$S!!"#SHCRSHISOS*!<$P!<%/%Sm%C%$/SKIUSSSF$3SJSSSN!<%$SISQŠSH¿ (B 
¿SB5cS-Sr8+$kS$SHSSS&SNSbS"S3jS2$S9S, !&!&!&¿ (B 

¿Š$ŠBS*6b$KM>M55$, $S"$k?M$H!"%5!<%P!<$K;H$&?M$O!":G@hC<#S#C#S#ISGS9SM!#;¿ (B 
¿SB!J<a2` SK@bK!SGS9SM; (8՞՞ ESB! Kz (B 


ESBECHP #USD<B: || SN; EF~$1$02<$, SCSFSSSKSNSGS7$g$&$, !":_8K$,A]S1SISS$+Si¢ (B 
¿SB#1=54VS$SG$?$7$+#5@il_DxEY$7S+2<$, SCSFSISSS7!&!&!&3 (B 
¿SB>CHq<TSHS7SFSO! "SbSCSH!"S3S&!"S:SPSC!*!*SHMhSFM_S$S7SSSGS9!#¿ (B 


i SBHAFGH#HPBP 1~SN#L#EXSASCSWS; SCSHSHS*SA8+SFSISSSTS#HIA!E&!L&!&3 (B 
ESB! I%Z%s#2Gc$ (STSSSIST!&!&!&SSSd!"0BS/SIS1ISP!&!&!&!Kz (B 
iESBFO$/SKFOS1$J$$; ~4| SHSSSESNSO! "S*S5SK: #SHSS$S$&46S8SGS 93M! #2 (B 
2$B! JHH#D#DSOOBDFSTSFS*S9S1ST! Kz (B 
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¿SB#87nCf=NSHSO:#SJSNSK!&!&!&; (B 


¿SB#K#B#O¿ (B 


—-MESSAGE FILE 20886 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
58html html 


--MESSAGE FILE 20887 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0259html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 15 Aug 1997 20:39:42 GMT 

Organization: Playstation Net Yarouze 

Lines: 38 

Message-ID: <5t2eqeSSar@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS$4np@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.211 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9!#%1%9S"$j$, SHS&S4S6SSS*°S9!#!5!&SHS4% Sr%]S9SH! #2 (J 


kbo <kbo@kt.rim.or.jp> wrote in article 
<5tlrnoS4np@newsl.scei.co.jp>... 


> >¿SB:G6aSO¿ (J IBM DCASxxxxx ¢$B$7$+GdSCSFS*S;$sS$,!"@ES+SGS7SgS&S+!) ¢ (J 
> ¿SB!&!&!&!&¿ (T(ESBCEN, ¢ (J) 

> ¿SBFCSK#I#D#ESJSSS+0B$1$S3jJScNISSSdSG!"S+%s%?%`$+!"¿ (J 

> ¿SBS&%S (&$9%?%s%G%S8%?%k!J>P!K!JSHSj$"$ (S:#1G/SbSD$+!) !KSGS9! #2 (J 


2 SBK?E9SGSO#3#G#BSG#H2K | #5@iS—-SCSFS*S9S+SiSMOBSSSGS9! #2 (J 
¿SB%&%'%9%?%s%G%8%?%kSO0U30$HD9; }$A$7$^$9!#IaDL$J$i#2G/H>$O#0#K¿ (J 


> einsiedler¿$B$5$s¿ (J wrote: 
> >Seagate ¿SBSOS&SkS$S5$S/S$SF!&!&$3$1$+$i$OS9%ST!<%SI$Sh$j@ES1$5¿ (J 
> ¿$B%S7!<%2!<%SH$d%S*%S$%/%m%$]%3j%9SOB.S$SGSO9ShSMS'!#; (J 


ESBS*S8SGS&ESkS5$S$sSG6S9!#%—-!<SsSCSFSJ66B02;$,S7SF!"3 (J 
¿SBS$S"SN2; SNC£SGSO!"9MS (; v$K=8Cf$G$-$^$; $s!#¿ (J 
> ¢SBSbS&GcCS&#H#D#EDSOTHSaS?S_S?SSSNSHSE&SGSISM! #2 (J 


¿SBSOSS!":#SOS=SN287CSKSRS?SCSFS S9!#¿ (J 
¿SB$JSsS;EE8; Sh$šJ@ES+$GS9S+$i@ (SS!#¿ (Մ(՞՞) 


¿SBS@$1$+¿ (J NOISE KILLER ¿$B$d!"¿(J SILENCER ¿SB$h$j@ES+$JEE8;$*S7¿ 
¿SBS (SF2<S5S$SS!#¿ (J 


> ¿SB#7Q0Qi2sE>BfSN#H#D#D2<$2$F$/S1Sh!'A!*!*!J5cC!K¿ (J 
> ¿SBSH;WSCSFSSSkSNSO;dS@S1SGS7SgS&S+!)¿ (J 


¿SB2sE>S9S&B?SSSHD9;)SAS7S S; ՆԱՆԱՆ ԱՆՆ 


¿SB%j%` !<%P%$V%$k#H#D#DSrSdS9S/S7SF!d (I ¿SB%$5%$%/% (%9%H¿ (J 
_ ` einsiedler _ einsidle@cb3.so-net.or.j)jp — _ 


—-MESSAGE FILE 20887 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
59html html 


--MESSAGE FILE 20888 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0260html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 
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Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 27 Aug 1997 17:00:08 GMT 

Organization: Net Yarouze (SCE) 

Lines: 25 

Message-ID: <5ulmeoSbbp@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqeS$5ar@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.109 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


einsiedler wrote: 


>¿SBS&% !%9%?%s%G%8%?%kSO0U30SHD9;)SAS7S-“S9!#IaDLSJSi#2G/H>SO#O#K; (B 


ESBS=S&SGS7S2S4+! #3 (B 
é$BOJA0!"$8S$c$s$/#H#D#DS, %$7%g%C%$WS$SK=P2s$CS$S?SHŠS-!"#W#DSN#H#D#DS, ¿ (B 
2 SBS [SHSsSIS@SCS?2SNSG! "#WHEDSOSASPSSSNS+SH; WSCSFS*°S7S?! #3 (B 


>¢-SBSOSS!":#SOS=SN287CSKSRS$ ?SCSFS*S9! #3 (B 
>¢SBSI$s$;EE8; Sh$j@ES+$G$9$+Si@ (SS!#¿ (B(%*) 


¿SBS=S&SJSsSGS9Sh!"S=S&SJSkSH%S5%S%1%s%SHEF8;SHS+SCSFSJSJS2S9SGS7Sg!#¿ (8(՞՞չ 
ESBS"SH!"S1!<S9FDSNSUS!SsSb?'!9S?SaS9SHSt! ##SH#V! M#LEZEV! #e (B 


ESBS"SH!"4X78SISSSGS9S, !"#I#BEMSN: #S"Sk#L#ED#ESO! "#A#SHUFSSNETHZ#PH4 2 (B 
¿SB#R#e#v#3!%s#00J9_SOAjJ@-0-SS$=S&SGS9!#GOSNS?Sa!#¿ (B 


¿SB:#;HSCSFSk;dSNSO#R#e#v#2!S#3!#; (B(^^; ¿SB#3!S#0OM_S7SSSsS@Sl1SI!"¿ (B 
¿SB#F#IFCSN#P#AT2#0F#0#6SbS"SkS7SJS!!#!J;HSCSFSJSS¿ (B^^; gSB! Ke (B 
£$B%5!<SP!<SO#PH#HAFZ#OH#L#HO! \! THAFTHX! KSKSTSFS*S9S, !&!&!&¿ (B 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 20888 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
60html.html 


--MESSAGE FILE 20889 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0261html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCJUSoLJCUQJSQDKEI=?= 

Date: 27 Aug 1997 17:00:37 GMT 

Organization: Net Yarouze (SCE) 

Lines: 23 

Message-ID: <5ulmflSbc0@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.109 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBHEP#SSNSASP%SS3+H/SKSDSSSF=qSSSFNISS!d#G#S#X!]#RS5Ss! #2 (8(՞՞չ 


ESBSHS5S"S (S$: !"SWSmS"%S/S7%qgSS%jSWS1LSSSHSASI8ASCSFS*S-S*S9! #3 (B 
ESBS3S1$G!"S=SK!<$+$i3+H/5!:° GcSo$JI$/SHSb!"S3%3sSQSS%Si!<S5S (S"S1SP¢ (B 


¿SB3Z>!!* (B 
¿SBSSS(!";d$O;HSCSFSJSSSsSGS9S1SISM!#SSSdSSSd!"S[%Ss%SH!#¿ (B 
¿SBSGSb!"SbS&$8S-GcS$SS*S9S1SI!&!&!&¿ (B 


¿SB#1#07n9f$K!"%N!<%HMQ%SW%j%s%?!<%]!<%$H$K7R$2$k%O!<%ISN5-;v$rCN?MS, ¢ (B 
2 SB=q$$SFS*S9SNSG!"8+SFS/S@S5SS$! #2 (B 


Net Yaroze newsgroups message dump.txt Page 14036 
ESB8+S; SFSbDSISCS?S1IST!"9u#P#HSS, 7ySKSISJS*S9Sh! #S°S8SG! #2 (B 

2$B:#4F | 5W! 9SKM7SSSKOTSCS?SNSGS9S, !"S?SVSs!"H* SiS, @GhC<SSSCSFS*S9! #3 (B 
ՀՏՑ8»-ՏԱշԶՎՀԲՏԵԼՆՏԵԼՍՏ15058525251575518: (B(“ ;;; 


ESBSGSO!"S*°S?8eSG! #2 (B 


¿SB#K#B#O;¿ (B 


—-MESSAGE FILE 20889 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
6lhtml.html 


--MESSAGE FILE 20890 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0262html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 28 Aug 1997 00:26:14 GMT 

Organization: Playstation Net Yarouze 

Lines: 31 

Message-ID: ՀՏս2ց)65Շհ40ոճաՏ1.ՏՇ61.Շօ.3ք» 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqeS$5ar@newsl.scei.co.jp> <S5ulmeoSbbp@news1. 
scei.co.jp> 

NNTP-Posting-Host: 210.132.203.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote 
> ~SBOJA0!"S$8ScS$s$/#H#D#DS, %7%g%C%WSK=P2sSCS?SHS-!"#W#DSN#H#D#DS, ¿(J 
> ¿SBS[SHSsSISQSCS?SNSG!"#W#DSOSdSPSSSNS+SH;WSCSFS A S7S?!#¿ (J 


¿S$B=i4|ITNISOB?$$$_$?2?$$$G$S9!#$"SHOl1EY2u$1l;OSa$kSH%d%$P%$;-S$"$j$GS9!1#; (J 
¿SBS&SASKSb#1SD; ` $s$@$N$, $"$J$^$9!#6PB3#2G/$H#1G/$N#H#D#D$, @8S-SFS%3 (J 
ESBS9!#2 (J 


> >¿ŠBSJSsS;EE8;$ShS$j@ES+$GS$S9S+SiQ@($S!#R (Մ(՞՞) 
> ¿S$SB$=S&SJSsS$SGS9Sh!"¿ (J 
> ¢SBS=S&SISkSHS5%3S%1%SSHEE8; SHS+SCSFSIS JS*SISGSTSg! #3 (T(%%; 


¿SBKI2;%1!<%9S$S,01HVS[$7SSSGS9!#¿ (J 


> (¿S$SBN,¿ (J) ¿SBRA#S#U#SSN#T#2#P#4#R#e#v#3!S#0; (J 
> (¿S$BN,¿ (J) ¢$B:#; HSCSFSk; dSNSO#R#e#v#2! S43! #2 (T(%%; SB#3!S#OM $7$SSS$Ss$@$1$I!"¿ (J 
¿ $BEE054X78$, Bg$-$J:9$G$7$?$C$1!)¿ (J 


> ¿SB#F#I#CSN#P#AT2F#0#0#6SbS"SkS7SJS!!#1J;HSCSFSJSS¿ (I^^; ESB! Ke (J 
> ¢$BS5!<SP!<SO#PHA#Z#O#1#O! \ | THAFTHX!KSKSTSFS*S9S, !&!&!&¿ (J 


2SB:#SD$+SCSFSkz (JA open¿$B$N¿ (JAX5T-2 (¿SBSASH8ESS¿ (J) ¿$B$, ¿ (JATX: SBEE8; $HCg0-$$$N$G 
; (J 
IMB ¿SB%—-%c%C%7%Se¿ (J ¿SBSN¿ (J PA2007 ¿SBGcSCSF¿ (J BabyAT ¿SBSKSbSISmS&S+SH!&!&¿ (J 
VIA ¿$B$N¿ (J VP2 ¿$B$d¿ (J VPX zSBSCSF2?2 (J MB ¿$B$^$G; (J 2nd ¿$B%-%c%C%7%eM-8z$G$9$+ 
SM1)¿ (J 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20890 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
62html.html 


--MESSAGE FILE 20891 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0263html.html 


Net Yaroze newsgroups message dump.txt 


Path: 
From: "“einsie 
Newsgroups: 
Subject: =?IS 
Date: 28 Aug 
Organization: 
Lines: 12 

Message-ID: 
References: 


< 
< 


chuka.p 


p 


Page 14037 
laystation.co.uk!newsl.scei.co.jpl!usenet 

dler" <einsidle@cb3.so-net.or.jp> 

laystation.ny.nan_yaro.liberty 

O-2022-JP ?B?UmMU6IBskQiUqJSQ1LKiUkGyhK?= 

1997 00:26:15 GMT 

Playstation Net Yarouze 


5u2gj7Sch4@news1.scei 
5ulmflSbc0@newsl1.scei 


. Co. p> 
. Co. Jp> 


NNTP-Posting-Host: 210.132.203.221 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 


Content-Trans 
X-Newsreader: 


fer-Encoding: 7bit 
Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote 
> ¿$B#P#S$NSd%P%$3+H/$K$D$$$F=q$$$FNI$$!d#G#S#X!] 


Ne 
r 


#RS5Ss!#¿ (JU (“° 


> 
> ¿SBS$SH$jS"$ ($: !"%SW%m%"%$/%7%g%s%j)%W%$1%$SH$Q@S18@$CS$SFS*$-S*S9!#; (J 
¿SBOBSSS7!"SSSkS+SJS!!#SJSsS;<B9TCfSK!&!&!&¿ (J 


CD-R ¿$B$H¿ (J GEAR( 24800 ) ¿SBSH¿(J ¿SBBfOQSN¿ (J IC(3500) ¿$BS,S"S1SP!&!&!&¿ (J 


einsiedler 


_ ւ einsidle@cb3.so-net.or.jp __ _ 


——MESSAGE FILE 20891 END: 
63html.html 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0 


——MESSAGE FILE 20892 START: 
0264html. html 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJSoLJUCUQJSQbKEI=?= 

Date: 28 Aug 1997 06:22:29 GMT 

Organization: Net Yarouze (SCE) 

Lines: 21 

Message-ID: <5u35f5$d4k@newsl.scei.co.jp> 

References: <5ulmflSbc0@newsl.scei.co.jp> <5u2gj7$ch4@newsl.scei.co.jp> 


NNTP-Posting-Host: 202.247.139.31 


Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 
S ԱՈ ԱՆՆԱ ` <B9TCfSK!&!&!&¿ (B 
¿SBSJSKS+5/S3SkSsSGS9S+!)¿ (B 

¿SBFPFATRSOfE#X#ETA<05NS_ E>AwSG$-SkSNSGS9S, !"¿ (B 


¿SB<+J, $G$=sUSHS$Sr3+H/S9S1SP!"%$G!<%?SbAwŠk;vS, fee: S°S9!l#2 (B 
ESBHEPHOQ#BELHFOFAHD ! ISGS7$?SCS$1!) !KSNBXSOS jSH#RHUHENS, Տ"Տ1Տ5Ք1" (B 
¿SB3+H/5!F1Ey!J0J2<!K$/SiSSSKSO;HS ($*S9Sh! #2 (B 


¿$ 
¿$ 


BSHSSS&S+!"8+S;SFSbSiSCS?S@S1SGS9S,!&!&!&¿ (B(““ 
BSH$jS"S(S:!1"GcSS$SSKAvSmS&S+SH9MS (SFS*S9!#2 (B 


Ա 


>CD-R ¿$B$H; (B GEAR( 24800 


¢ SBEGHE#FAER | JS=SUS eee Ա Ա ԱԼ 
«ՏՈ» 1575/50ՇԱ515755ՏԱՏՇՏ95, 18: (B 
ESB#I#C!J#3#5#0#0!K$C$F2?$K; ԷՏԵՏԱՏՇՏՄՏՈՏԵՏՀ):Հ 


) ¿SBSH¿ (B ¿SBBfOOSN¿ (B IC (3500) 


(B 


(B 


¿SBSdSCSQO!"%2!<%i%NS$SH$+$G$9$+!%!J>P!K¿ (B 
¿S$B;d$o!"Gc$o$J$S$$N$GS9$,!&!&!&¿ (B 


¿SB#K#B#O;¿ (B 


——MESSAGE FILE 20892 END: 
64html.html 


00002 


/0000 


¿S$SB$,$S"$S1$SP!&!&!&¿ (B 


net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/liberty/000002 
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--MESSAGE FILE 20893 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0265html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 28 Aug 1997 06:22:30 GMT 

Organization: Net Yarouze (SCE) 

Lines: 24 

Message-ID: <5u35f6S$d4k@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqeS$5ar@newsl.scei.co.jp> <S5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6S$ch4@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.31 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>1MB 2¢$B%-%c%C%7%e¢ (B ¿SBSN¿ (B PA2007 ¢SBGcSCSF;(B BabyAT ¢SBSKSbSISmS&S+SH!&!&¢ (B 
>VIA ¿SBSN¿ (B VP2 ¿$B$d¿ (B VPX ¿$B$C$F2?¿ (B MB ¿$B$^$G¿ (B 2nd ;$B%-%c%C%7%eM-8zSGS9S 
+$M!)¿ (B 


¿SB2?#MS SGM-8zS$S+SHJ9S+S1SkSH2rŠSiSJSSSGS9!#¿ (B(%%; 
¿SBF|KN#F#I#CSN$JSi!"#P#A#2#0#O#7SO#1#MQ@OSsSGS- ԱԱԿ ՏՈՆ 
ESBS"S$5S°S9ShHSM! #$=S$3SKL\SrIUS1$k$HSOS*L\$, 9bS$! #2 (B ; 

ESBS?S@!"SPS9S, T are ei pice. 15655Թ63575551չ (B 
¿SB%Sd*sP%sSSGS9S, !"S=$1SO#O#KSGS9S+!)¿ (B 

j S 55 S O S T E E za 
éSBIUSSSFMh$*S$; S$s$G$7$?! #2 (B(%%; 


2 $B%-%c%C%7%eSOSRSCSHN (1>! 9S, S"SkSNSGS7SgS&S, !"¿ (B 
s dns 94S SG4NETSOSHR e B2SS$+Si!"S= SbS=Sb%3-Sc%CS7SeESO¢ (B 
¿SB9-SSJ)S$S,M-8zSJSNSGSO!)¿ (8(՞՞չչ: 

Sr rs si S Tasu (SFS/SKSNSGSOSIS$SGS7$GS6S+!K: (B 


ESBS"SH! "#F#1T#C3\ !<SISG5SSKSISKSNSO! "S&SASGSO! "#P#S3+H/%\!<SI!T#PHCHIHG! KS, ¿ (B 
ESBS9SsSISjFOS+SIS+SCS$?; VSGS7SgS$&S+! #2 (B(PA2006 (AT), PA2010+ (ATX) ) 

¿E SBE>AwW$+!"%S%G%*$IŠA$i$+$7$+F0$-$^$;$s$G$7$?!#¿ (B 
ESBQ_Dj$,SSS*SSSASES*S/SSSCSFSISSS@S1$+S$b$7$1$%S;SsS$, !&!&!&z (B 
ESBEF#EL#CSKSDSSSFSO! "B>SO!"ITK~SISSSGS9! #3 ( 


= 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 20893 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
65html.html1 


--MESSAGE FILE 20894 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0266htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 28 Aug 1997 13:50:05 GMT 

Organization: Net Yarouze (SCE) 

Lines: 8 

Message-ID: <5u3vmdSdrq@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <S5t2eqeS5ar@newsl.scei.co.jp> <5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6Sch4@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.134 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>1MB ¢$B%-%c%C%7%e¢ (B ¢SBSNz (B PA2007 ¿$BGc$C$F¿ (B BabyAT zSBSKSbS$ISm$&$+$SH!&!&¢ (B 


ESBSSSSK:S1$°S7S?! #2 (B 
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ESBS" S] Sm#VEP SA %C%W%7%j!<%:SO!"#T#o#t#ha#l#3#DSHAjJ@-0O0-SSSNSG!"¿ (B 
¿SB%S%SG%S*%s+!<% TS, 434 1SN>19g$0;_$a$?J}$, L5F45GS911¿ (B 


¿SB#K#B#O;¿ (B 
—-MESSAGE FILE 20894 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
66html.html1 


--MESSAGE FILE 20895 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0267html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 28 Aug 1997 13:59:33 GMT 

Organization: Net Yarouze (SCE) 

Lines: 26 

Message-ID: <5u4085Sdtd@newsl1.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <S5t2eqeS5ar@newsl.scei.co.jp> <5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6S$ch4@newsl.scei.co.jp> <5u35f6Sd4k@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.144 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>>1MB 2¢$B%-%c%C%7%eg (B ¿SBSN¿ (B PA2007 ¿SBGcSCSF¿ (B BabyAT ¿SBSKSbSISmS&S+SH!&!&¿ (B 
>>VIA ¿SŠBSN¿ (B VP2 ¿$B$d¿ (B VPX ¢SBSCSF2?2(B MB ¿$B$^$G; (B 2nd ¿$B%-%c%C%7%eM-8Zz$G$9 
S+SM!)¿ (B 
> 


>¿S$B2?#MS A SGM-8zS+SHJ9S+S1SkSH2rSiSJSSSGS9!#¿ (B (“ °; 

>i SBF|K\#F#I#C$NSJŠi!" #P#A#2#0#0#7$0#1#M@QŚs$G$- P a NO$O¿ (B 

> $B$"$J$^$9$h$M!#$=$3$KL\$rIU$1I$k$H$O$*L\$, 9bS$! #2 (B ; 
>2SBS?S@!"SP%95S, j| S 5 Աա re. TUSSSFS3SJSSSH;¿OOB 

>i SBSdSP%SSGS9S, !"S=S1SO#O#KSGS9IS+!) 2 (B 

2 Au 3n S a S PPPK PSS 08 

>¢SBIUSSSFMhS*S;SsSGS7S?! #2 (B(%%; 

> 

> 2 SBS-%c%C%7SeSOSRSCSHN (1>!95, S"SKSNSGS7SgS&5S, ! "3 

(o es ՑԱՆ nspas «ԳԵ: 1:»6կգծ 03858:511"4- era $b%-%c%C%7%e$0; (B 

>¿$B9-S$J)$,M-8z$JSN$GSO!)¿ (B(^^ a 

T 5 Ա ԳԱ ՈՎ: } $ (,SFS/SkSNSGSOSJSSSGS7SgS&S+!K¿ (B 


¿SB;v8N%s1%s9¿ (8(՞՞չ 
ESBSOS*SSSO!#FS<!S-ScSCS7SESCSFS=SUSHSGE_DISISkKI}SN; v8@SCSFS?SNSM! #2 (B 


¿SB#C#P#USKSb%S-Ssc%sCS%S 7seeQSsSGSkSNS"SkS+Si!"sMI!?TBSNS- ScSC%7%eS,¢(B 
ESBFS<!%-%Sc%C%7%eESH; WSCSFS?! #3 (B(“ °; ; ; 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 20895 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
67html.html 


--MESSAGE FILE 20896 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0268html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 28 Aug 1997 14:24:19 GMT 

Organization: Playstation Net Yarouze 

Lines: 35 

Message-ID: <5u41mjSdvm@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqeS$5ar@newsl.scei.co.jp> <S5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6Sch4@newsl.scei.co.jp> <5u35f6Sd4k@newsl.scei.co.jp> 
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NNTP-Posting-Host: 210.132.203.239 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote in article 

<5u35f6Sd4k@newsl.scei.co.jp>... 

> >1MB ¢S$B%-%c%C%7%e¢ (J ¿SBSN¿ (J PA2007 ¿S$BGcSCSF¿ (J BabyAT ¢SBSKSbSISmS&S+SH!&!&3 (J 
> >VIA ¿SBSN¿ (J VP2 ¿$B$d¿ (J VPX ¢SBSCSF2?; (J MB ¢SBS*SG; (J 2nd ¿$B%-%c%C%7%eM-8z$G$ 
9S+SM!)¢ (J 

> 

> ¢SB2?#MS*SGM-8zS+SHI9S+S1SkSH2rSiSJSSSGS9! #3 (JT (%%; 


http://sysdoc.pair.com/chipset .html#intel-via 
¿SBSNJUS_S?S+$S.SjJS8ScS"SoS+SjJS“9$9;SsSsSGS7S?!#¿ (J (¢$B1Q081$, 6l<j¿ (J) 


> ¢$BS?S@!"SP39S, 5 e ol Ա-Ն 

> ¿$B%d%P%$$G$9$, !"S=S1SO#FO#KSGS9S+!) 2 (J 

PA-2007 ¿S$BSO¿ (J K6 zSB$rIaDLS$KSD$+S&SNSG#O#K! #D9; }SA=E;kz (J 

VIA ¿$B%7%j!<%:$OFb30$, J, 2=$7$F$?$h$&$J!&!&¿ (J PA-2011 ¿S$SB$@$1S+$J!)¿ (J 
¿$B$?$7$+¿ (J 6x86 GP200 ¢SBSr@5<0%5%]!<%HSNSOS: ! #2 (J 

> ¢$B%-%c%C%7SeSOSRSCSHN (1>!19S, S"SKSNSGSTSQSES, !"¿ (J 


¿SB#W#i#n#9#5Sd#N#TSQ@QSHSaSb%$j!<>CHq$,B?S$S$S+$i!"$=$b$=$b%-%c%sC%7%eSO;¿ (J 
> ¿$B9-$$J)$,M-8z$JSNSGSO!)¿ (Մ(՞՞չչչ 


PentiumPro ¿$B$NFbIt%-%c%C%7%e$NHO0O$O; (J ¢$B%.%,C10 pe ee P 
ESBS=SCSASKO\9TSOSKSNS+SI!#S*S"Z (J MMX ¿SBSdS$iSJSSS*%7%sSJSNSG: (J 
Pentium Pro 150 x 2 ¿SBSCSFSNS, sy cic &!&¿ (J 

> ¿SB#F#I#CSKSDSSSFSO!"B>$SO!"ITK—-$ŠJSSSGS9!#; (J 


¿SBM'?M$N2q<R$, !"=$M} OMMjSrEEOC$7$?$iK\BN#1BE3 (J 
ESBS*S/SCSFS—-S?S=S&SGS9! #2 (J 


` einsiedler __ einsidle@cbh3.so-net.or.jp — _ 
—-MESSAGE FILE 20896 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
68html.html1 


--MESSAGE FILE 20897 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0269html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskQiUqJSQ1LKiUkGyhK?= 

Date: 28 Aug 1997 14:29:44 GMT 

Organization: Playstation Net Yarouze 

Lines: 27 

Message-ID: <5u4200Sdvt@newsl.scei.co.jp> 

References: <5ulmflSbc0@newsl.scei.co.jp> <5u2gj7S$ch4@newsl.scei.co.jp> <5u35f5S$d4k@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.208 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote in article 
<5u35f£5$d4k@newsl.scei.co.jp>... 

> >zSBOBSSS7!"SSSkS+SIS!!#SISs$;<BOTCESK! &!&!&¢ (J 
> ¿SBSJSKS+5/S3SkSsSGS9S+!)¿ (J 


¿SBOC$K$hS$Sk$H%$j%$b!<%$H%G%P%$C%0¿ (J 
# ESBSHSSSeS+N"5; SKMXMOSSS1SFS2$4! 6! 62 (J 
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00910 


—-MESSAGE FILE 2208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000911 

Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what do people actually use ? 

Date: Tue, 12 May 1998 12:11:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35583c5e.11143703@news.playstation.co.uk> 
References: <3558283E.3BB3@livemedia.co.uk> 
NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 12 May 1998 11:45:18 +0100, Charlie <charlie@livemedia.co.uk> 
wrote: 


>Hi, 

> 

>had my yaroze for a couple of months now (i'll put up a web-page one day 
>!), but only just getting time to actually play around with it. I bought 
>CodeWarrior when I got it thinking it was a bit of a bargain, but my 
>impressions are that its utter tosh - it's like they made a special 
>effort to make it crap - slow window redraws, non standard buttons, 
>menus - everyone else does it this way, but oh no we'll do it our way, 
>we're right, everyone else is wrong etc. etc.... 

> 

>What does uo use ? - obviosly my immediate options are to struggle on 
>with CW, or go down the gcc route, possibly using another IDE on top of 
Sit. 

>I've got a copy of MSVC 4 lying around - can I use that - I saw some 
>stuff on Steve Dunns page about using Dev Studio ??? 

> 

>Anyway any real life stories welcome... 

> 

>cheers 

> 

>Charlie 


The best ide in the world - 
MS-DOS edit and make! 

8) 

Byron. 


—-MESSAGE FILE 2208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00911 


—-MESSAGE FILE 2209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000912 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: RE: what do people actually use ? 

Date: 12 May 1998 13:05:13 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 35 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j9dtpS$fj41@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 12 May 1998 12:09:38 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id NAA23058 
for <news@playstation.co.uk>; Tue, 12 May 1998 13:09:22 +0100 (BST) 
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> ¿SB3+H/5!F1Ey!J0J2<!KS$S/SiSSSKSO;HS ($*S9Sh! #2 (J 


¿SB9u¿ (JPS ¿SBSb¿ (J PIO ¿S$BS5S(:nS1SPSSS1S=S&SGS9S,¿ (J = ¿$BL5M}¿ (J 
¿SB$S@S1S+S$dSCSFSJSSS+SOJS!¿ (J 


PlayScript ¿$B$O$I$&$IJI$C$?$N$+$J$!!)¿ (J 
> ¿SB#E#GHRF#A#R!J%S=%SUSH!K$ŠG#P#S!&#C#D>FS1Sk$s$GS7S?Sh$M!#; (J 


> ¿$ŠB>NS$S7S/SOCN$iSJSSSN$GS$9S, !#¿ (J 
> ¿SB#I#C!J#3#5#0#0!KSC$ŠF22SK;H$Š&SN$G$7Sg$&Š$+!)¿ (J 


GEAR ~$BSN%Z!<%8S+Si9TS1$%°S9! #>FSSSFSb5/F0S, $H$$$&$3$H$G¿ (J 
http://plaza3.mbn.or.jp/~techpal/gear.htm 
http://plaza5.mbn.or.jp/~gam/ 


einsiedler einsidle@cb3.so-net.or.jp — _ 


—-MESSAGE FILE 20897 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
69html.html1 


--MESSAGE FILE 20898 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0270html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 28 Aug 1997 14:32:52 GMT 

Organization: Playstation Net Yarouze 

Lines: 12 

Message-ID: <5u426kSdvt@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqe$5ar@newsl.scei.co.jp> <S5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6S$ch4@newsl.scei.co.jp> <5u3vmdSdrq@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.208 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote in article 
<5u3vmdSdrq@newsl.scei.co.jp>... 

> ¿S$B%"%]%m#V#P%S$A%SC$SW%7%j!<%:$O!"#T#o#t#a#l#3#DSHAj@-0-$SSN$G!"; (J 
> ¿SB%SS%G%*%+!<%sIS,%3%1SN>19gSO;_SaS?J)$, L5FqSGS9!#¿ (J 


¿SB%$"%ISP%S%9S"SjS, ՏԱՏՃՏ4ՏՇՏՏՏ՞Տ9Ա Հ (J 

Mystique ¿SBS+¿ (J doubole Millennium -» double 15 inch display 
¿SBSKS9SkSNSG!"¿ (JOK ¢SBSGS9! #3 (J 

ESBSGSb!"3 (Jpremedia II ¿SBSb5SSKSJS$SjJS*S$S9!#S*S"!"6bS,SJSSSGS9S, !&!&¿ (J 


_ __ einsiedler _ einsidle@cb3.so-net.or.jp __ _ 
—-MESSAGE FILE 20898 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
70html.html 


--MESSAGE FILE 20899 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
O0271html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 29 Aug 1997 09:40:49 GMT 

Organization: Net Yarouze (SCE) 

Lines: 18 

Message-ID: <5u65f1$ggl@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqeS$5ar@newsl.scei.co.jp> <S5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6S$ch4@newsl.scei.co.jp> <5u3vmdSdrq@newsl.scei.co.jp> <5u426kSdvt@ 
newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.247.139.167 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>kbo <kbo@kt.rim.or.jp> wrote in article 
><5u3vmdSdrq@newsl.scei.co.jp>... 

>> ¿SB%Ss"%]%m#V#P%SASC%sW%7%Sj!<%S:SO! "#T#oft#a#l#3#DSHAj@-0-SSSNSG!";¿ (B 
>> ¢ESB%SSGS*S+!<SIS, S351SN>19g$0;_Sa$?IT}$,L5FqQSGS9!#¢ (B 

> 

>¿SBS$"SISP%$S%9$"S$jS, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ9|14. (B 


¿SB$3S1SKSO?'!9S"SCSF!"EvA3F0S/J)SbS$SSSkS_S?SSSG!&!&!&¿ (B 
¿SBMWS9SkKSK!"S"SKRKE9SNS"SkJ]S, 1 "5%2%3SJS@S1SHSSS&!&!&!&SiS7SS!# (8(՞՞չ 


>Mystique ¿$B$+¿ (8 doubole Millennium -> double 15 inch display 


ESBSASVSKS+S! |! #?HFDSGSASCS? 2M! "84+$2; vSTISSSGS9! #2 (B 
¢SB<B: ]S&SASGSASCS?Si#2BESO<YKbS@SMS&S1IST!"STSSSHSTIS/A"S*S7TSS!#3 (8(՞՞չ 
éESBSHSJSjJSNK<G@8S0!&!&!&SCSFSASDSGSISM! #3 (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 20899 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
7lhtml.html 


--MESSAGE FILE 20900 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0272html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 29 Aug 1997 09:40:50 GMT 

Organization: Net Yarouze (SCE) 

Lines: 23 

Message-ID: <5u65f2Sggl@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqe$5ar@newsl.scei.co.jp> <5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6S$ch4@newsl.scei.co.jp> <5u35f6Sd4k@newsl.scei.co.jp> <5u4lmjSdvm@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.167 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


I 

>PA-2007 չ5850: (B K6 ¿$B$rIaDL$KŠD$+$&ŚNŠG#O#K!#D9; }$A=E;k¿ (B 

>VIA ¿$B%7%j!<%:$OFb30$, J, 2=$7$F$?$h$&$J!&!&¿ (B PA-2011 ¿$BS$S@S1S+SJ!)¿ (B 
>¿SBS?S7S+¿ (B 6x86 GP200 ¢SBSr@5<0%5%]!<SHSNSOS: ! #2 (B 


E SB#K#6$GS9$+$!!*A"$^$7$$!#:#$8$c!"#P#R#2#0#0<J$KF~$i$J$$$7!a!&!&; (B 
E$B#2#3#3$,M_$7$$$h$) !#!IM_S7SSS@S132 (B^^; ¿$B!K¿ (B 
¿$B:#$OLU$"$C$F!"8_49#C#PHU!" $*$h$S#M#MEXSKAv$1$^$; $s!#¿ (B(T-T) 


¿SBHSF14|%P%9$0!"#V#P#XŠG$9SM!##P#A#2#0#1#0!\!J#A#T#X!K$K>h$C$F$^$9!#z (B 
ESBS*S?SO!"#S#OFY#OSN#HEFSSISSSHS+SCSESASD! J#A#HT!K! #2 (B 
ESBS3S1S@SH!"#8#3SG2sS7SFSbz (B(*%; ESB! "#P#CHISO#3#3SGS9SNSGOB?4! #2 (B 
ESBEVEP#2S$r>h$; 521" չ (BPA2007, PA2011;SBSOF14 | sP%9SGS9!%2 (B 


>Pentium Pro 150 x 2 zSBSCSFSNS, OBS/SFL5FqS+SJ!&!&!&¢ (B 
ESBHELES#OSCSFGdASCSFS*S9!) ¢ (B 
éESBCN?MSKSZSS#2SKIiS1Sk!ASHS+7y$,S$iS; 8@SOS1S?S1ST!"#N#TSdSkSTSi#P#R#OSG: (B 
ESBSSSSSsS@ShHSIS!!#3Z2%s#2=P$?; ~SKOMS (S?SbSsSIS!!%3 (B 
ESBSISSSKS7SFSb#D#Hutadk1S\ !<SIS+$! !#9bS=SESGSISM! #3 (B 
ESBS=S1ISK!"S1SSSISHS+SOS8SaS?Si!l"#S#CHSHI!<#H#D#DS, #2Bf0J>e!#¿ (B 
ESBSESESE!"9MS (SkSNSOSdSaShS&!#:bI[S,8OS1Sk!&!&!&¿ (B(“ ;;;; 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 20900 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
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72html.html 


--MESSAGE FILE 20901 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0273html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: [Q]Silent HDD 

Date: 29 Aug 1997 15:08:22 GMT 

Organization: Playstation Net Yarouze 

Lines: 32 

Message-ID: <5u60l16Sh38@newsl.scei.co.jp> 

References: <5s4msoS$8r@newsl.scei.co.jp> <5s4rvoSfj@newsl.scei.co.jp> <5s52bbSmv@new 
sl.scei.co.jp> <redbug$ff8d19970805092029@news1l.scei.co.jp> <5s62ku$217@newsl.scei.c 
o.jp> <5tlrnoS4np@newsl.scei.co.jp> <5t2eqe$5ar@newsl.scei.co.jp> <S5ulmeoSbbp@news1. 
scei.co.jp> <5u2gj6S$ch4@newsl.scei.co.jp> <5u35f6Sd4k@newsl.scei.co.jp> <5u41mj$dvm@ 
newsl.scei.co.jp> <5u65f2Sggl@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote in article 
<5u65f2Sggl@newsl.scei.co.jp>...I1 

> 

ESBHSF14|%P%9SO! "#V#P#XSGSISM! ##PHAF2Z#OF1#O! \ ! THAFTHX! KSK>HSCSFS*S93 (J 
¿S$B!#¿ (J 

> gSBS*S?SO!"#S#O#Y FOSN#E#FSSISSSHS+SCSFSASD! J#A#T!K! #2 (J 

> ESBS3S1S@SH!"#8#3SG2sS7SFSb¢e (J (%%; ESB! "#P#CHISO#3#3SGS9ISNSGOB?4! #2 (J 
> ¿SB#V#P#2Sr>hS;S?!" (JPA2007, PA2011¢SBSOF14 | SP%9SGS9!%¢ (J 


¿SBSJSkS[ISI!" (J 


> >Pentium Pro 150 x 2 չՏ8ՏՇՏԻՏԱՏ, OBS/SFL5Fq$+SJ!&!&!&¢ (J 
> ¿SB#1#5#0SCSŠFGdSCSFS2S91)¿ (J 


¿SBCN?MSK%SZ%Ss#2SKIiS1Sk!ASHS+7yS,S1S;8@SoS1S?S1SI!"#N#TSdSkSJSi#P#R;¿ (J 
¿SB#OSG¿ (J 


PentiumII ¢$BSh$ji(J Pro ¿$B$N$I$&$,>e$0$=$&$G$9$h!#z (Մ 
¿SBO1ItcS$SNItIJ$S,S1SA$SiS1$?$=S&$G;¿(J(¿SB#1<!FbIt%-%$c%C%7%eS$S@$CS?$+Š$J!)¿ (J) 
MMX ¿$B$OS@Sa$G$9$1$I!"¿ (J 


¿SBS=$1$K¿ (J Pro ¿$B$J$i¿ (J 6 CPU ¢$BSHS+GdSCSFS*S9S7!&!&¢ (JI(¿$B:G6a$J$$$1$I; (J) 
PentiumII ¿$B$O¿(J 2 CPU ¿$B$^$G$7$+8+Ev$?$i$J$$$7!#2A3J$,!&!&¿ (J 
# ¿$B$I$C$A$K$7$m6b$, SISSSIS!!&!&2 (J 


_ —_ einsiedler __ einsidle@cb3.so-net.or.jp — _ 
-—-MESSAGE FILE 20901 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
73html.html 


--MESSAGE FILE 20902 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0274html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: my WebPage 

Date: Sat, 30 Aug 1997 00:13:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <redbug$dd1e19970830001301@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.117 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
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X-Posting-Software: WSNews 2.017 
RedBug ¿S$BSGS9!#:G6aS5%N%jJ5S$SL#!# (B 


¿SBSDSISESTSJSKS S*SK!"¢ (BWindows ¿SB4XO"SN;qNASH%s3%ssQ%S%siSr;HSCSF;¿ (B 
C++ ¿SBSN%sW%sm%0%i%S`SNN)=, !#¿ (B 


[z 


¿ $B% ee ՀԱԱ Sm!<SISJSI!"SoS+S1SPIXMxSJ3 (1 
é SBSDSNSGS9SMS'! #2 (B 


ESBSG!"N}=,$,SFSiSK:nS$CS$?SWsm%0%i%* Sr[!<%° SZ!<S8SKSF8x3+S7SF!"3 (B 
¿ SBK?AKSNENSN#M#LSK9OPCNS7SFS+Si#1=54V! #2 (B 


¿SB%"%/%;%9%+%&%s%?Š$, HOHFOHOHOSLSOSKS+SKDES (SFSkKSSSGS9S1SI! #3z (1 
2$B2<<4$JS (SCSAS#%5%SSHShSjSbB?SSShSgSJ!J61>P IK! #3 (B 
http://www. fsinet.or.jp/~redbug/tuneup95.htm 
ESBSKS"SjS*S9! #2 (B 


w 


éSBSG$b!"SD$/SES/;WSCS$?SNS, !"S=SUSH:n@. $N4D6-$, @) :nOUM_S$K5Z$\$9¢ (B 
¿SB1F6ASNBgS-S$S5S$GS$S9!#S@SCSFS`SAScS/SASc3ZSJSsS@SbSs!#¿(B 


PlayStation ¿S$BSN4D6-$b!"SbS$&>/$72?SHS+$JSiSJSSSGS9S+SMS'!#¿ (B 
Code Warrier ¿$BGc$ ($P3Z$K$J$k$s$G$7$g$&$+!)¿ (B 
¿ $B; H$C$F$k?M!"46A[$rJ9$+$; $F$/$0$5$$!#¿ (B 


¿S$SBSJ$sS+;YN%LGNvS$G$9S1$I!":#F|$O2q<RSNO($_ 2q$,$"$CS2?$NSG!"¿ (B 
ESB4*I[STSFS/S@S5SSSM!#SGSO! #2 (B 


Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 

—-MESSAGE FILE 20902 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
74html .html 


--MESSAGE FILE 20903 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0275html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: my WebPage 

Date: 29 Aug 1997 16:09:43 GMT 

Organization: Playstation Net Yarouze 

Lines: 23 

Message-ID: <5u6s87Sh77@newsl.scei.co.jp> 

References: <redbug$dd1e19970830001301@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.231 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


RedBug <redbug@fsinet.or.jp> wrote in article 
<redbug$dd1e19970830001301@news1.scei.co.jp> 
> ¿SB%S"%/%;%9%+%S&%s%?$S,#5#0#0#0SrSOSkS+SKD6S ( (SFSk$s$G$9$1$I! #2 (J 


¿S$SB%2!<%`%$%s%9%$H!<%k;v7o$, LLGr$+$C$?$G$9! #B3ITSK4|BT! #2 (J 


> PlayStation z;SBSN4D6-Sb!"SbS$&>/$72?SHS+SISiSTSSSGS9S+SMS'!#3 (J 
éESBS&!<Ss!#¢(J GUI & IDE ¢SBSO3ZSGS9S+!)¢ (J 


2 SBSSSCS=SNS3SHz (J Win95 ¿$BBP1~!"%j%b!<%H¿ (JIDE ¿$B$r:n$i$l1$F$0!)¿(J 
£$B%3%S%] !<SMSSSHSO2Zq0wS_SsSJISG:nS1SPSSSSS7¢ (J 


¿ SBKMS0%33%3“°SS%ISNS [$&$, 9%$-$+$J!) 
é$B5!G=>/SIS/SF%7% 5 s 5 ae vVvSOSdSiSJSSSNSG!&!&¿ (J 


UNIX ¿SB7OSN¿ (J prof ¿$B$,$[$7$$$I$"!#C/$+:n$C$F$I$$$+$J!)¿ (J 
DOS¿$B$G; H$ ($k¿ (J lint zSBSOS"SkSNS+SJ$!!)¢ (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 
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-—-MESSAGE FILE 20903 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
75html.html 


--MESSAGE FILE 20904 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0276html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: my WebPage 

Date: 29 Aug 1997 17:07:06 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 38 

Message-ID: <5u6vjqSh9i@newsl.scei.co.jp> 

References: <redbug$dd1e19970830001301@news1.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<redbug$dd1e19970830001301@news1.scei.co.jp>zSBSN5-; vSKS*SSSF3¢ (B 
redbug@fsinet.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>RedBug ¢SBSGS9!#:G6as5S\S5I5SL#! #2 (B 


ESBS&!<S*!";d$b9uz (BPS zSBS7$SPSi$/S5SoSCSFSISS$SGS9! #SbSCSQSi¢ (B X ¿SBSG%SWSm%0%i% ` !#z 
(B 

¿ $B$G$b$=$m$=$mM=9p$I$&$j¿ (B siocons ¿$B%P!<%8%g%s%"%C%W$7$^$9!#¿ (B 

# ¢SBS"!"SDSSSGSKSbS&S9S3S7$*SHSbSIDL? .$*So$jSN; qNA$D$/$J$^$9!#$7$P$7$*$^$A$r; (B 
>¢SBSDS1SES1SISkS*S*SK!"¢ (BWindows ¢SB4X0"SN; qNASH%3%s%Q%S%iSr;HSCSF¢ (B 

>C++ gESBSNSWSmS0%i%° SNN}=, ! #2 (B 

> 


>¢SB3/%iS9SN7TQO>5!&GI@8! "4X?tSNS*!1<S$P!<Sm!<S$ISTSI!"SoS+S1SPIXMxSJT; (B 
>~SBSbDSNSGS9SMS'! #2 (B 


ա 


ESBSOS?S7S0!V: 97, sWSm%0%i%> !WSNF; 6qS@SH; WSCSFSASGSCSHSDS+SCSFS*S9! #3 (1 
¿$B$1$C$3$&JXMx!#$"$^$j¿ (BOOP  SBS&SsSLSsSOShS$S/SoS+$jS$S S;Ss!"¿ (B 


>¿$SBSGSb!"$DS/SES/;WSCS$S?SNS, !"%=%U%H:n@.$N4D6-$,@):n0UM_$K5Z$\$9; (B 
>¿SB1F6ASNBgS-S5S$SGS9!#S@SCSFS`SAScS/SASc3ZSJSsS@SbSs!#;¿(B 

> 

>PlayStation ¿SBSN4D6-S$Sb!"S$Sb$&>/S$72?SHS$S+SJSiSJSSSGS9S+SMS'!# (B 
>Code Warrier ¢$BGcS$ (SP3Z$KŠJSkSsSGS7SgS&S+!)¿ (B 
>i $B; HSCSFSkK?M! "46A[SrJ9$+S; SFS/SQ@S5SS! Էչ (B 


Code Wariier ;SBSGSOSJSSSNSGS9S,¢(B...... 


UNIX ¿S$BSSS1S S7Sg!<¿ (B (^^; 

¿SBS*“SH$bSJ¿ (B Debugger ¢SBSD$+S$$SJIS,$i3+H/S$G$-$*$9Sh! #2 (1 
Mule ¿$B$D$+$ (SPE} 9g4D6-SKS$bSJ$4$*S$9S7! #3 (B 
¢SB%=!<S9SNMZNr41M} SHS+SbSPSCSAS4SGS9! #2 (B 


ա 


¿$BSGSO¿ (B 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 

--MESSAGE FILE 20904 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
76html.html 


--MESSAGE FILE 20905 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0277html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: my WebPage 

Date: Sat, 30 Aug 1997 13:57:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <redbug$dd1e19970830135729@news1l.scei.co.jp> 

References: <redbug$dd1e19970830001301@news1.scei.co.jp> <5u6vjq$Sh9i@newsl.scei.co.j 
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p> 

NNTP-Posting-Host: 202.215.109.111 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <5u6vjqSh9i@newsl.scei.co.jp> ¿$B$N¿ (B 
¿SB5-;v$K$*SSSF¿(B 1997/08/29/ 17:07 :58:" "28 
Go Watanabe; $BS5$s$O=q$-S*S7S?!#¢ (B 


>> SBSGSb!"SDS/SES/;WSCS?SNS, !"S=SUSH:n@.SN4D6-S, @) :nOUM_SK5Z$\$93 (B 
>>¢SB1LF6ASNBg$-S$5S$G$9! #S5@SCSFS° SASCS/SASC3ZSISsSQSbSs! #3 (B 

>> 

>>PlayStation zSBSN4D6-Sb! "SbS&>/$72?SHS+SISISTSSSGSIOS+SMS'! #3 (B 
>>Code Warrier ¢SBGcS (SP3ZSKSJSkSsSGS7Sg$&$+!)¢(B 
>>z¢$B;HSCSFSk?M! "46A[Srd9$+$; SFS/S@S5SS! #2 (B 

> 

>Code Wariier zSBSGSOSUJSSSNS$G$9$,2(B...... 

> 

>UNIX ¿$B$$$1$^$7$g!<¿ (B (^^; 

>¿$B$^$H$b$J¿ (B Debugger ¿$B$D$+$$$I$,$i3+H/$G$-$^$9$h!#¿ (B 
>Mule ¿$B$D$+$ ($PE}9g4D6-$K$b$J$J$^$9$7!#¿ (B 
>¿SB%=!<%9SNMzNr4IM])SHS+SbSPSCSASJSGS9!#;¿ (B 


¿SB;E;vS$G;HSCSFS S9!#¿ (B 
Sun5 + Linux (25857ՏՀՏՀ: (BSolaris¿$B$G$O$J$$;¿ (B) + Mule + GDB¿$B!#¿ (B 


¿SB%3%s%=!<%kMO$SN%$"%$W%j=q$/S$SJSi:G6/$G$9SM!#; (B 


¿SBSGSb!"¿ (BMule ¿SBSC$F%=!<%9%3!<%ISN?'J,$11"$G$-S$k$sSGS7SgS&S+1)¿ (B 
¿SB;dSOS9SGSK?'$,Ce$$SSFSSSJSS%=!<%9SOFISaSJSS?HBNSKSJSjS2$S75S21#; ( 


= 


Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 

--MESSAGE FILE 20905 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
77html.html 


--MESSAGE FILE 20906 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0278html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: How about ny.co.jp 

Date: 30 Aug 1997 05:17:29 GMT 

Organization: Playstation Net Yarouze 

Lines: 24 

Message-ID: <5u8ad9$j1lh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.207 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢SB%=SUSHSrG[I [$GS-SkBN@) ՏոՏքտտտր |" չ (J 


Playstation—-Mailing-List ;SBSKShSkSH!"¢ (J 
> Q3.7 PS; SBSN3+H/%-%C%HSO8D ?7MSGS$bGc$ (SkSNSGS9$+!) 1 (J 


A3.7 ¿SB;DG0$GS95S, | "8D?M$dBg3XSN885£ <<$ 1SYSkKSGSO<jSKF~S45S*S;Ss!l#e (J 
PSz SBSN3+H/%-%CSH$r<jSKF~$15k$?$aSKS$O!"3z (JSCEz ee YS 


> 

> 

> 

> ; SBOHL37@LsSr7kSVI, MWS,$"S35S°S9!#S% G9 1nSssw7eLssrTKsvsasH8, $G¿ (J 

> z B$- SkSNSO!"K! 2?MS@S1SKSISCSFSS$*S9! #2 (J 

> 

> ee SKS7SF2q<RSr:nSkSHS9S1SP! #2 (J 

> ¢£$B$3$3S$G>\:YSO=RSY$%¢ (J ¿$B$; ԱՑԵԼ oe SBK | MQOUSGS- p O 

> Ra WO արա կրոն Wy j ՅԱՆ $G$- J ,SBSkSGS7$g$e! #2 (J ESBN.DLSOz (J SCE չՏ58Տ, š 
(J 


> ee ԱՄ S$S9!#S$S"SJS?SKI,MWSJSNSOS2!<%`Sr40@.S5%$;SkS3SHSG (J 
> eSBS9! #2 (J) ESBS=SN5$$, $"$K$J$i!"¿ (JSCEz SBSN6HL3It $KLd$$ 9g$o0$; $F$_SF2<S$5S$!#¢ (J 


ESBSHSSS&S3SHSGS9!"SS$SCS=2q0w$S,¢(J 30 ¢$B?M$/SiS$SG!VSM%C% a eee 
¿SB$dSC$?$1S$$SSNS+$bS7$1$2S;$s!#01?M¿ (J 10 ¿$BK|=P;q$+!)¿ (J 
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ESBS=SN2qg<RSrDLS7SFSAS1SP!"S=SUSHG[I[SO2r7h$G$9$+SM$'! #2 (J 
¿SBSdSjS?SS?MSSSkSNSGS7SgS&S+!)¿ (J (^-^; 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 20906 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
78html.html 


--MESSAGE FILE 20907 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0279htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: my WebPage 

Date: 30 Aug 1997 06:07:59 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 50 

Message-ID: <5u8dbv$j3m@newsl.scei.co.jp> 

References: <redbug$dd1e19970830001301@news1.scei.co.jp> 
<5u6vjqSh9i@newsl.scei.co.jp> 
<redbug$dd1e19970830135729@news1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS3SsSSKSASO! "S4S&SGS9! #2 (B 


<redbug$dd1e19970830135729@news1.scei.co.jp>zSBSN5-; vSKS*SSSF3¢ (B 
redbug@fsinet.or.jpzSBS5SsSO=q$S-S*S7S?! #2 (B 


>>UNIX ¿$B$$$1$^$7$g!<¿ (B (^^; 

>>¢SBS*SHSbSJz (B Debugger ¢SBSDS+SSSJIS,S$i3+H/SGS$-S*S9Sh! #2 (B 
>>Mule ¿SBSDS+S (SPE} 9g4D6—-SKSbSJISj4S*S9ST! #3 (B 

>> 2 SBS=!<39SNMzNr 41M} SH$+SbSPSCSASjSG$9! #2 (B 

> 

>2$B;E;v$G; HSCSFS*S9! #2 (B 
>Sun5 + Linux (zSBSJ$<$+; (BSolaris;SBSGSOSJS$$; (B) + Mule + GDB¿$B!#¿ (B 


ESBSIS+SIS+DLSI9=@.SGS9SM; (8:-) 


>2$BS3%s%=!<SkMOSNS"SW% j=q$/SISi:G6/SGS9SM! #2 (B 

> 

>zSBSGSb!"3 (BMule zSBSCSF%=!<%9%3!<%ISN?'J,$1!"SG$-SkS$sSGS7Sg$&S+!) ¢ (B 
>2 $B; dSO$ 9SGSK?'S, Ce$$$F$$$J$$%=!<%9$OFI$a$J$$?HBN$K$J$J$^$7$?!#¿ (B 


¿SB;dSb?'SJS7SOSDSiSSSGS9¿ (8:-) 


X/Win32:;SBHGSN; (B mule ¿$B$J$i¿ (B hilit19 ¢SBSHS$$$&5! 9=SrSbSASSSISPNISSSGS9! #3 (B 
¿SB;dsSO¿ (B հւ11Ե19 ¢$BSr;HSCSFSSS*S9!#¢ (B 


--MESSAGE FILE 20907 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
79html.html 


--MESSAGE FILE 20908 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0280htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: 30 Aug 1997 06:17:38 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 36 

Message-ID: <5u8du2$j3m@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! # (B 


<5u8ad9$jlh@news1.scei.co. jp>zSBSN5-; vSKS*SSSF¢ ( 
einsidle@cb3.so-net.or. jpzSBS5SsSO=qS-S*S7S?!#¢ ( 


ww 
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>¢$BS=SUSHSrG[I [S$GS-SkBN@) SKSDSSSF!"¢ (B 

> 

>Playstation-Mailing-List zSBSKShSk$H!"¢ (B 

>> 03.7 PSzSBSN3+H/%-%C%HSO8D?MSG$bGc$ (SkSNSG$9S+!) ¢ (B 
>> 


é$BN, ¿ (B 


>i SBSHSSSE&S3SHSGS9!"SSSCS=2q0wS,2(B 30 ¿$B?M$/$i$$$G!V%M%C% ee 
>zSBSASCS?SiSSSSSNS+SbHS$7$1$%S;$s!#012Mz (B 10 zSBK|=P;q$+!)2(B 
> 
>¿$B$=SN2q<RSrDL$7SF$d$1SP "$= sue HG[I [$O2r7h$G$9S+SMS'! #32 0 
>i $B$dA$Jj$?$$?M$$$K$N$G$7$9g$&$+!)¿ (B (^-^; 


wo 


2SBS&!<$s!"S$=S3S*SGSSSCSFS7S*S&SH!"!V<qL# !WSNHOaFSr$3$ ($F$7$^$&; (B 
2 SBSCSFSNS, LABJ$J$S$G$9$h$M; (8(՞՞չ 


éSBK! ?M$G$9$+$i!"7PM}$d@GL3=hM} $b$—SCS$A$ j4$3$*$+$/S7SI$$$Hz (B 
ESBS$$1$I8$$G$9$7!"@UGSLdIBJSCSFSNSbSGSFS-S*S9SM! #2 (B 
# ~SBS@S1S,<RD9ISOSKSNz (B? ¿SBSCSFSdSDSGS9SM¿ (B (“ ;; 


¿SB8D?MSJSiS=S&SSS&SNSOA4S/SJSSSHSSS&SoS1SGSOSJSSSGS9S1SI!"¿ (B 
2 SBS [SHSSSIMx1WSNSJS$$>uBVS@SH! "4pK\E*SKSOL510$GS$9$7! #2 (B 


ESBS"SH>/SIS/SHSb!"!V%S3%_%1%3C%H!WSGSO!"K! ?M$O86B'; 22CIT2DSGS9! #2 (B 


¿SB9u¿ (BPS ¿$B$O!"$=$&$$$8&!V<qL#?M!W$KBP$9$k%"%W%m!<%A$@$H; (B(zSBS*S$@¢ (B) չ584|81575Բ 


$k$s¿ (B 
ESBSGSOSISISISESTSS$GS9S+2 (B > SCEI 


¿SBEOn4¿ (8 ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 


XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 


--MESSAGE FILE 20908 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


80html.html 


--MESSAGE FILE 20909 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0281html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: Sat, 30 Aug 1997 23:41:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 50 

Message-ID: <redbug$dd1e19970830234159@news1.scei.co.jp> 
References: <5u8ad9$jlh@newsl.scei.co.jp> <5u8du2$j3m@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.119 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <5u8du2Sj3m@newsl.scei.co.jp> ¿$B$N¿ (B 
¿SB5-;v$KS$*SSSFP¿ (B 1997/08/30/ 06:17 ¿S$B:"!" (B 
Go Watanabe; $BS5$s$O=q$-S*S7S?!#¢ (B 


>>¢ SBSHSSS&S3SHSGS9!I"SSSCS=2qg0wS,¢(B 30 ¿$B?M$/$i$$$G!V%M%C% ԱԱՀ» 

>>¢SBSdSCS$?SiSSSSSNS+Sb$7$15%S;$s!#01?7Mz (B 10 ¿S$SBK|=P;q$+!)¿ (B 

>> 

>>¢ SBS=SN2qg<RSrDLS7SFSdS1SP!"%=SUSHG[I [SO2r7h$GS9S+SMS'! #2 (B 

>>¿SBSdSjS?SS?MSSSkKSNSGS7SgS&S+!)¿ (B (^-^; 

> 

>¢ESBS&!<Ss!"S=S3S*SGSSSCSFS7S*SESH!"!V<qL#! WSNHOaFSr$35 (SFS7S*S&¢ (B 

>¢ SBSCSFSNS, ԼԱ835755ՏՇՏ9Տիտիչ (8 (՞՞չ 

- 

>¢SBK! ?M$G$9$+$i!"7PM} $d@GL3=hM} $b$-$C$A$J$3$^ a 
>~SBSSS1SISS$G$9$7! "@UGSLdBISCSFSNSbSGSFS-$* ee 

éSBS@$1$,<RD9S9SKSNz (B? eSBSCSFSdSDSGS9SM; (B (՞՞չչ 


Z¿SB8D?MSJSiS—SsSSSESNSOA4S/8JSSSHSSSsSoSl1sGSOSJSSSGS9515II";(B 
>¿ SBS [SHSSSIMx1WSNSJS$$>uBVS@$H! "4pK\E*SKSOL510$G$9$7! #2 (B 
> 


Net Yaroze newsgroups message dump.txt Page 14049 
>zSBS"SH>/SJI$/SHSb!"!V%3%_%1%C3H!WSGSO!"K! 2MSO86B'; 22CIT2D$G$9! Ք: (B 


¢S$B>iCLH4$-SG! "S3SNJUSN2DG=@-Sr8!FS$75?S3SHS,S"S5S*°S9! #3 (B 
éESBIT2DG=SGSOSISSSH;WSSS*S9Sh!"S"SkDXEYSN6bDS, S"S1SP!#¢ (B 
ESBS*S?!"K!2M!"S?SHS (SP3t<02q<RSGSb! "1DMxSrL\E*S$HS$;$:!"8x1WSrL\E*2 (B 
éESBSHSOSKSHSNSHS"S4jS*S9Sh! #2 (B 


2 SBSMSCSHSd$m$&$<$N121D!"$*%$2S0%5%] !<SHLr$r$D$HSa$kCDBN! J$3$N>19gz (B 
ZSBSOK! 2M! KSKSDSSSF! "9MS$ ($J$+$C$?$SoS1$SGSOSJSSSNSGS9S, ! "SASGSE&SIS=2 (B 

2 SBSNS3$m="2&S7$2S3SH!"$*S22 (B Mr.K չ5855555, $d$Sm$&$<z (BJapan gSBSxCAEVE5S1$k¢ (8 
ESBShHS&SKSISCSF! "3 (BSCEI ՆԱՐԵ, >/$7$O6uS/S@SmS&$+Si!">u67S, Bae 
ESBSGSOSISSS+SHSSS$&4uK>E* 40B, SNSbSH! "S=S10J>eFM$C9~SSSG9MS (SkSNSOz (B 

2SBSHS4S$"S ($:$dSaSFS*$7$?! #2 (B 


ՀՏ8Տ-ՏԵՏ-ՏԵՇԵՏ, L5$$$7! "#1 PMSGSOSIS+S$ISt!&!aleg (B 


£SBS?S@!":#8eSNM-NA2=SN>u67<!BhSGSO!":FEY9MS (SF$_Sh$&$+S$SJ!"SH$b¿ (B 
ESB; WSCSFSSS*S9! #2 (B 
¢£SBS3$N%9%S1SC%ISO@ZS1SFM_$7$/SISSSGS9SM! #2 (B 
¢ SBILSNSHS3S$GSb=q$-$*$7$75, !"!V3M%CZHSd$m$&$<SNM-NA2=SH: #8e! Wz (B 
ESBSK4XS7SF!"ST$3S+It20Sr3d$j?76SCSFS/S@S5$$S*°S;S$sS+!dz (BGSX-RzSBS5Ss3 ( 


w 


>zSB9uz (BPS ¿$B$O!"$=$4&$$$4&!V<qL#?M!WSKBP$9$k%"%W%m!<%AS@$H (B (¿$B$^$@: (B) ¿$B4|BT$7$ 
FSkSs¢ (B 
>; SBSGS9S1SISIS&SIS$S$G$9$+z (B > SCEI 


ESBSDSOSASTISESSSES"S D ԱԱ ԱՅՆ BSCEI¢ SBB&SK$b$o0$+$iSJIS/SISCSFSk; (B 
ESBSSS8ScSISSSGSTSgSESt+! #2 (B 

Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 

—-MESSAGE FILE 20909 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
81html.html 


--MESSAGE FILE 20910 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0282html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: 30 Aug 1997 16:41:12 GMT 

Organization: Playstation Net Yarouze 

Lines: 53 

Message-ID: <5u9if8Sk9s@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.234 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9!#¿ (J 
beginners.gqa.netyarouze ¢;SBM-NA2=;(J ¢SBSNB3S—-SGSbS"Sj4S*S9! #3 (J 


¢$BM-NA2=$7$?SiS7SFS[S$7SSS$3SH! #2 (J 
¿SB#O0!"Dj4|E*$J5/F0¿(J CD ¿$B$N99?7!&G[I[¿(J 
ESBH1!"3HDSSS%S8%?!<SUS'!<S9SN; EMM8x3+2 (J 
¿SB#2!"#C#D!]#R¿ (J 

¿SB1TBt$S$SS(S$SP!"%$OSs%0$7$?$H$-SKF-⁄-$1D>$7SOLLE]$GS9!#;¿ (J 


£SBS"%/%; S9S4+!<STSGSN%AS'SC%S/S, 4UK>SGS9! #2 (J 
ESBS=S7SF!"3S#P#SSGSDFOS1SP:G9bSGS9! #2 (J 


¢SBH3!"S=SUSHSrG[I [SGS-SkBNE@) ¢ (J 
RedBug wrote: 
> 2$B2?Si$+SN7ASG3$B1%=%U%HS, =PSFS$/S$k2DG=@-$, $"$k0J>e!"Fq$7$$; (J 
> ¿$B$+$b$7$1$^$; $s$M!#5U$K3$B1%=%U%HŠ, =PS$k2DG=@-$,L5S/!"#S#Cz (J 
> ¿SB#ESN<j$SrSGS-SkS@S1HOSoS;S:SKS9S`J)K!1S,STS1SP!"22SHS+S7SF¿ (J 
> ¿SBM_S7SSSGS9!# (J 
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> 
> 2$B8=:_SN6H3&$r; Y$ (Sk?MSNCESKSO! "S4+SI$ jSN3d9g$Gz (JX68000;SBS£!<%63 (J 

> 2$B!<$,$$Sk$0$:$G$9! #2 (JX68000 zSBSNA0SOz (ՄԱՏՀ:585, !"S3SNLr3d$r$KSJ$Cz (J 
> 

> 


¿SBSFSSS“S7S?21#S7S+S7!"¿ (IX68000 7 SBSN8e$KB3$/%"% SSS, SU"SIS°S SSl#e (J 
¿SB;dsSOS=$1Sr!V%*MSC% U E 5 Տ y s Rh. 


¿SBS3S$S1$SOL5M)$G$7$gS&!##N#R#YSOCNL>EYDcS$SSSGS9!H (J 
X68K ¿$B$O!"=u$1$SF$/$S1Sk%$SQ%So!<%$f!<%6!<$,B?$$$7;29M=qŠb$"$k!#¿ (J 
¿SB#N#YSb%SOSo!<%$f!<%6!<$,5_1g$7$JSSSH!&!&$H$JS$Sj$SAS9!#; (J 


RedBug wrote: 
¿SBKNEv$K$d$3jJ$S?2$SS?MS?2SASO!"S$SIS&SKS$S+$SGS-SkS$S3S$SHS$SJSi!"SIS&SK;¿ (J 
¿SBS$S+$d$CSAScSSS Անա ՏԱԽ a!<%+!<SN2?MS$ ?SASHF1S8EZI6$G3; (J 
¿SBSdSiS; SFS/S@S5SS!#¢ (J 

£S$B%a!<%+!<JBS_SN%5% Te $;$s$7!"S=SUSHSrGd$1$Jz (J 
¿SB$/$F9=$$$^$; eure 


v 


> 
> 
> 
> 


>>¿SBSSSCS=2q0w$,¿ (J 30 ¢gSB?MS/SiSSSG!VSMSCSHSdSmS&S$<!W2q<RSdSCS?Si¢ (J 


¢SB>iCLH4$-$G! "S$3SNJUSN2DG=@-Sr8!FSS7S?S3SHS, S"S4S*S9O! #3 (J 
éESBIT2DG=SGSOSISSSH;WSSS*S9ShH!"S"SkKDXEYSN6DS, S"S1SP!#¢ (J 
ESBS*S?!"K!2M!"S?SHS (SP3t<02q<RSGSb!"1DMxSrL\E*$H$;$:!"8xlWe (J 
¿SBSrLNE*SHS9SkSbSNSbS$S"SjS S9Sh!#¿ (J 


VVVVVV 


A ee 
éESBSISCSFSdSKSHSSS&S3SHSG! "SWSMMOSNS1SSSVSiS ISLAGOWMQSKO\?"S7z 
183331 "INA YMOSKČBE O qŠTENGAS 79753! "2q0uSKSISSEV¥ISIGISCS?S9¢ (J 
éSB2qO0wSN:nIJSrM-NASGHNGdS7$?S$4SGS-SkSHSdSCSFSSS$1Sk!)¢ (J 


` einsiedler __ einsidle@cb3.so-net.or.jp — _ 
—-MESSAGE FILE 20910 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
82html html 


--MESSAGE FILE 20911 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0283html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: Sun, 31 Aug 1997 03:21:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <redbug$dd1e19970831032156@news1.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> <5u9if8Sk9s@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.112 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.liberty ¿SBSN¿ (B <5u9if8Sk9s@newsl.scei.co.jp> ¿$B$N¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/08/30/ 16:41 ¢SB:"!"3 (B 
"einsiedler" <einsidle@cb3.so-net.or.jp>z¢SBS5S$sSO=q$-S*S7$?! #3 (Թ 


>> z¢SB8=:_SN6H3&S$r; YS (Sk ?MSNCESKSO! "$+SISjISN3d9gSGz (BX68000:$B%f!<%6; (B 

>> ¢$B!<$,S$SSkSOS:SGS9!#¢ (BX68000 ¿SBSNA0SOç (BMSX; SBS, 1"S3SNLr3dSrSKSJSC¿ (B 
>> gSBSFSSS*S7S?!#S7S+S7!"¢ (BX68000 :SBSN8eSKB35/5 15 Ss$,S"SjS*°S;Ss!#e(B 

>> ¢£SB;d$SOS=S1$Sr!V%SM%SC% Fa «ԼՈՏՈ S j s !&!&!&¿ (B 

> 
>¢SBS3S1SOL5M}$GS$7$g$&! ##N#YSOCNL>EYDcSS$SG6S9! #3 (B 

> X68K ¢SBSO!"=uS1SFS$/$1Sk%0%0!<%S£!<%6!<S,B?SSS7;29M=qSbS"Sk! #2 (B 
>: SBENHYSDS Q%0!<S£!<%6!<$,5_1gS7SISSSH!&! &SHSISJS*S9! #2 (B 


éESBS"S1SiSN; 29M=qS@SCSF3F!<%6!<S,=qSSS?SbSNSGS7$?! #2 (B 

X68000 ¿$B$H:, K\E*$KO[$J$K$N$O!"%0!<%I$N; EMM>\:Y$, I=$K=P$F$$; (B 
éSBSISSS3SHSGS9! #2 (B 
2 SBS@S+S$i%0%0!<%f!<%6!<SGSbSTSESKSHSITSISTSSS3SH!"SDS*S5!1"3 (B 
é SBHS#CHEFISSSSSK2?SHS+S 7SFSbSiSOSTS1S1SPSISiST$S$$3$HS,B?$9¢ 
SBS .SkSNSGS9! #2 (B 


> SBESHCHE#FIS*S+S+5 (SNEN#Y%5%] !<SH2q<RSGSHSSSS$7!"<ROWSO2q0wS, ¿ (B 


Net Yaroze newsgroups message dump.txt Page 1406 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 


I use CodeWright as my editor then jump to a dos box to compile. I suggest 
you use what ever you feel comfortable with. Any editor will do.... 


Regards, 


George 


From: Charlie <charlie@livemedia.co.uk> 


What does uo use ? - obviosly my immediate options are to struggle on 
with CW, or go down the gcc route, possibly using another IDE on top of 
Its 

I've got a copy of MSVC 4 lying around - can I use that - I saw some 
stuff on Steve Dunns page about using Dev Studio ??? 


Anyway any real life stories welcome... 
cheers 


Charlie 


--MESSAGE FILE 2209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00912 


--MESSAGE FILE 2210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000913 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: what do people actually use ? 
Date: Tue, 12 May 1998 14:57:33 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 41 

Message-ID: <3558554D.6457CA1@micronetics.com> 
References: <3558283E.3BB3@livemedia.co.uk> 
NNTP-Posting-Host: 193.132.195.160 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I use vi that I've customized with some macros to do the compiling 
(gcc), fork a copy of siocons, do the uploading etc... 


I attempted to use codewarrior but threw that out after a day. 


For modelling I use Lightwave 5.0 with some custom tools + plugins. 
For music Andy uses Cakewalk, A qy70 and an Emu esi4000 sampler. 


Timtool is indispensable. 

I don't use rsdtool unless its to check that a model is textured and 
looks correct. I find rsdtool too tricky to do any real texturing work 
with. 


At the end of the day though, I would use whatever you're comfortable 
with. 


Jim 


Charlie wrote: 
> 
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> 2 SBSUSCSFSASKSHSSS&S3SHSG! "SWSMMOSNS1S$3VSiS5Sr2qGOWMQSKO\?"$732 (B 
>2SBS?S4!"#N#YMQOSK@bLE@=g$ rHNGd$7$?$ 35! "2q0wSK%is$%V%i%jGdSCS$?$4¢ (B 


>¿SB2qOwSN:nIJS$SrM-NASGHNGd$7S?SjJS$SGS-SkS$SHSdSCS$SFSSS1$k!)¿ (B 


¿SB@16H$GSdSCSFSk?M$Š, 22?MS+SS$SS$SkS$S@S1SG2qOwSKSHSCSFS$SOOcCS&SH;WSS¿ (B 

ESBS*S9Sh! #2 (B 

Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 

—-MESSAGE FILE 20911 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
83html html 


--MESSAGE FILE 20912 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0284html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-JjJp?B?GyRCJSolJCUqJSQbKEo=?= 
Date: Mon, 01 Sep 1997 02:25:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <5uc9lvSncc@newsl.scei.co.jp> 

References: <5ulmflSbc0@news1l.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3409A91C.525E@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 
> 


> ¿SB#P#SSN%Sd%SP%SS3+H/SKSDSSSF=qSSSFNISS!d#G#S#X!]#RS5Ss!#¿ (J (%%; 


2$B!!SdSCSAScCSCSF2<S$5SS83 (J(¿$B>P¿ (J) 


258112 (ONYz$BSNB8:_OU5ASKSDSSSF!"2~SaSF9MS (D>S75SFSSSk:#F|S3SN:"¿ (J (¿SB>P¿ (J) 
2SB!!$S$8$+S$2S5s!"z (UNY¿ SBSN30S$K<+Jd, SN%[!<%* %Z!<%8N) SA>eS2SF!"3 (J 

éSB!!>.$5$$%2!<%* SGSbEPO?S7ShS&$+SHS+; WSCSFSkSOS1SG$S9SJIS3S15, !#¿ (J 

—-MESSAGE FILE 20912 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
84html html 


--MESSAGE FILE 20913 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0285html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSoLJUCUqJSQbKEo=?= 

Date: Mon, 01 Sep 1997 02:27:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5uc9¥oq$ncc@newsl.scei.co.jp> 

References: <5ulmflSbc0@newsl.scei.co.jp> <5u2gj7S$ch4@newsl.scei.co.jp> <5u35f5Sd4k@ 
newsl.scei.co.jp> <5u4200Sdvt@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3409A977.F58@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


einsiedler wrote: 
> PlayScript ¿SBSOSIS&SJSCS?SNS+SJS!!) (J 
¢$B!!;d$,A0SK=q$SSFS?SdaSDSGS7Sg$&$+3 (JU (^^; 


¿$B!!¿ (JDOS;SB>e$G; n83HGS, FOS/SHS3S*SGSdASCSF!I"EVS2SFS*S9!l #3 (J 
—-MESSAGE FILE 20913 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
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85html.html 


--MESSAGE FILE 20914 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
O0286html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: my WebPage 

Date: Mon, 01 Sep 1997 02:39:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5ucafrSncc@newsl.scei.co.jp> 

References: <redbug$dd1e19970830001301@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3409AC58.4BCB@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> PlayStation :SBSN4D6-Sb!"SbS$&>/5$72?SHS+SISiSTSSSGS9S+SMS'!#3 (J 
> Code Warrier ¢SBGcS (SP3ZSKSJSkSsSGS7SgS&S$+!) 2 (J 
> ¢$B;HSCSFSk?M! "46A[SrJ9$+$;SFS/S@S5SS!#¢ (J 


2$B! !AOSKSIS3$+5N;z (ՄոճատչտՏ8ՏՇՏ"ՏԸՏՉՏԱ:ԱՏՇՏՏՏՇՏՉՏ, !": (JCWZ SBS, SISSSH<BOTSGS-SJISS$3 (J 
£$B!!SUS!SS$%Sk$7S+:nS1SISSSHSSS&IS9PS, S"SIS*STS? 1 #e (J 
ESB! !:#SO2r7hS7SFSSSKSNS+SbS7S$1$%S;SsS, !# (J 


é$B!!;d$N>19g!"9uz (UPS¿SBSO¿ (JDOS+VzzSBSGSISSSHS+SISCSFS*S9! #3 (J 

iSB!!3G3P%C%, $, $SSkShS&STSWSmS0%i%* $r:n$kSDSb$ jSOSTSSSNSGz (J 

ESB! !¢ (Jprintf£zS$BsGsPsC%0$G=<J, S@SCS?PSISTS*SO!l#z (J 

-—-MESSAGE FILE 20914 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
86html html 


--MESSAGE FILE 20915 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0287html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "=?iso-2022-jp?B?GyRCJF8kTk9CO2YbKEI=?=" <minowa@hellonet.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: =?iso-2022-4p?0?=1BSBKMSbMWK=3ESHS$+=3Dq$$SFS=5FSh=1B=28B? 
Date: Mon, 1 Sep 1997 16:31:48 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <5udrbbSpcn@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.64 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>¢$BM-NA2=$7$?SiS7SFS[S7S$S3SH! #2 (B 


ESBS"SCSWSm!<SI$S5$1$?%2!<%° SHS+SK!"46A[Sr=q$SSFM_$7$$%C%9¢ (B 


>> ESBSESSS*STS?!#S7St$71"2 (BX68000 ¿SBSN8eSKB3S/%%%7%sS,S"S)JS“S;Ss!# (B 
>> ¿$B;d$O$=$1$r!V%M%C%H$dŚm$&$<!W$K4|BT$7$?$N$G$9$, !&!&!&z (B 


¿ SBKMSb!"$3$1$K4|BTS7SFS$?Ss$GS9S1SISMz (B 


¿SB;HSS$SS3SJS7SFSk?MS,>/SJSSSNS+SJ!) (B 


—-MESSAGE FILE 20915 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
87html html 
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--MESSAGE FILE 20916 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0288html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: Mon, 01 Sep 1997 20:26:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <5ue90eSpqr@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> <5u8du2$j3m@newsl.scei.co.jp> <redbugSddle 
19970830234159@news1.scei.co. jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340AA66C.31DB@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 
2$B!!S3SN!"222?MS+SGS* 6b=PS7SF!&!&! &SHSSS&OCB i! "2Za5n#228s$/SiSS=PS?ShSESTz (J 
¿SB!!5-21$,S$S"$jS“S9!#¿ (J 


RedBug wrote: 


> ¿SBS3SN%9%1%SC%ISOQZS1SFM_S7S/SJSSSGS9SM!#¿ (J 
> ¿$BJL$N$H$3$G$b=q$-$^$7$?$, 1" !V%M%C%H$d$m$&$<$NM-NA2=$H:#8e!W¿ (J 
> ¿$B$K4X$7$F!"$I$3$+It20$r3d$j?6$C$F$/$0$5$$$^$; $s$+!dë (UGSX-R¿SBS5ŠSs¿ (J 


¿SB!!#2HVS$r;HSCS$SF2<$5$%$!#¿ (J 


¿$B!!¿ (JWebPagez $BSr:n$4jD>S95SNOS$,SIS$3 (U (“ ;;; 
—-MESSAGE FILE 20916 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
88html.html 


--MESSAGE FILE 20917 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0289html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: Mon, 01 Sep 1997 20:42:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5ue9usSpr6@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340AAA39.55D6@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 
> ¢~SBS=SN2q<RSrDLS7TSFSdS1ISP!"S=SUSHG[I [SO2r7h$GS9S+SMS'!#¢ (J 
> ¿SBS$Sd$SjJS?SS?MSSSkSNSGS7SgS&S+!)¿ (J (^-^; 


¿SB!!2q<R$r:n$k$NSO4JC1SGSb!"0];)%$S7SFSSS/SNSOFqS$7SSSNSGSO¿ (Մ(՞՞չ 
¿SB!!:nSj$?2SSSbSN:n$CSFSdSCSFS1SkSJSi!"%21<%`6H3&SOE79q$šJSOS:SGS9S7¿ (J (——; 


¿SB!1!:#SN#N#YSGSb!"S9%2% (SbSN:nS1SPS?SVSsCcC+S5SSsSHS+¿ (J 
¿SB!!S[SCSHS+SJSSSOS:SGS9¿ (U (¿SB>P¿ (J) 


Net Yaroze newsgroups message dump.txt Page 14054 


é$B! !=c?h$K%2!<%* :nSCSFG[I[$7$?S$S@S1SI$i!"SQ%=S3SSSKAVSCS?I}$,¢ (J 
£$B!!;qNASOS"SkS7!"G[I [$0%$%s%?!<%M%C%HS, ; HS (SkS7SGS$h$ [$Tz (J 
2$B!!7r9/E*SGSOSISSS+SH! #2 (J 

éSB!!SSSSSbSN:nS1SP!V#P#SSKO\?"S7SISSS+!) |WST!<SsSF%a!<%kS,MhS?SjIST7TSF! #3 (J 


2SB!!5nG/SN#67n$S4Sm$+Si8@SCSFSk;vSGS9S, !"8=>uSN#N#YSN: GBGSKS7SFM#O1LSN: (J 
¿SB!!FCE5SO!V#P#SSG:nS1Sk!WSCSFS@S1SGS9ShSM!#¿ (J 
¿SB!!#97nKvDySaS-$SjJ$NSSSY%Ss*SHSO!N!wS,ST$JjS%“S9S, !"KN5$SSGAQSCSFŠ$kJ)!9SO;¿ (J 
¿$B!!ITJI?ITK~$08e2s$7$GQ@) :n$K$$$=$7$s$G$k$O$:$G$9!#¿ (J 

--MESSAGE FILE 20917 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
89html.html 


--MESSAGE FILE 20918 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0290htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCSOOkKYk1XSz4kSCOrPXEKJCRGI34kaBsoSg==?= 
Date: Mon, 01 Sep 1997 20:45:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5uea49Spr6@newsl.scei.co.jp> 

References: <S5udrbbSpcn@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <340AAAF6.186@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9! #3 (J 


¿SBS_SNOB; f; (J wrote: 

> ¿SB%"%C%W%m!<%IS$S5S1S?%2!<%`SHS+SK!"46A[S$Sr=q$S$$FM _S$7SS%SC%9¿ (J 
¿SB!!CcC+S5SsSNSosSs%]%S%Ss%SH!&%"%SISP%S%S9SJSSSFSNS, S"SkSH (J 
¿$B!!$h$5$2$G$9$Me (J (“ °; 


> ¿S$BKM$b!"$3S1SK4|BTS7$SF$?$s$G$S981SISM; (J 
> ¿SB;H$S$$3SJS7SFSk?MS,>/SJSSSNS+SJ!)¿ (J 


¿$B!!¿ (UX68000¿SBSN>19gS$O!";H$$$3SJS7SF$Sk?MS, $$$k>e$K%F%/%K%C%/$, ¿(J 
¿$B!!$$$?$k$H$3$m$G8x3+$5$1$F$?$J$7$^$7$7$7!#¿ (J 


¿$B!!4pPK\E* $J; v$O!"#S#C#EDs6!$N%5%s%W%k$d!"M-;VDs6!$N%=!<%9$G$b¿ (J 
¿SB!!SIŞSŞHŞ+Ş$ŞIŞKŞ$ŞH; WSSS*S9l#e (J 

--MESSAGE FILE 20918 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
90html.html 


--MESSAGE FILE 20919 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0291html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCJEokcyREITwkKxsoSg==?= 
Date: Mon, 01 Sep 1997 21:14:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <5uebgqnSpr6@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340AB1B5.F55@ymg.urban.or.jp> 


Net Yaroze newsgroups message dump.txt Page 14055 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4jS*S9! #3 (J 


ESB! !S[SHSsSISNJ}S, 9uzg (JPSzSBSr<NSFSFOTS/SHS7S?Si!"z¢ ( ae SBSISSSGS7SgS&S,¢ (J 
ESB! !;dSOz ( JPowerMac; SBSGSN3+H/Sr; OSaSFS7S*°SSS*S7S8?¢ ¿SB>P¿ (J) 


¿SB!!SJSs$SG¿ (UWindows¿SBS8ScSJSSS+SCSF!)¿ (J 

2$B!!S=$5$c; T>1$09-SS$S1S13iSS$%PSkSOL5CC61CCB?S$$$0$1$G6$9$hz (J(¿SB>P¿ (J) 
¿$B!!¿ (UMac¿ $SBSG=P$7$FS$S+Si; (UWindows¿$B!"SCSF<j$bS$S"S$SkS$So$1$@sS7!"¿ (J 
¿SB!19%S-7ySS!"SCSFSNSbS"SkS7!#¿ (J 
¿$B1!9-$$9-$$$DSC$F$b!"2q<R$K$"$k%*%$7%s$,Cf2?4$@$7!"01?M$GJ#?LEBf;)$CSFSk¿ (J 
¿SB!!>19g$b>/$SJS/SJSSSQ@SmS&S7!#¿ (Մ 


¿SB!t$Sd$SCS$SOQOSjSJ!&!&!&SH;WSoS1$?J)SOShS/¿ (Unews¿SBSrFISsSGSkJ)$GS$S9¿ (J(*%; 


2$B!!@53NSKSO! "#3F | $/SiSSS*SGSOz (U680x0¿$B%"$W%j%1!<%7%g%s$@SC$?$sSG$9S,; (J(¿ŠB>P¿ (J 
) 
¿$B!!¿ (JPowerPCz SBMQ$K<4jD>$7$7$?$i ! "L5Cc61CcB. $/SISCSF5c$-S=S&SKSIS4$*°S$7822 (J (¿SB>P¿ 
(J) 

ESB! !I=< ($GS-SkS9SWSiSSSHSN?t$,CIOc$$¢ (J (*%; 

¢$B!!S&SASNSOz ( ԱԱ ԱՆԱ 5 33), eee %e%l!<%7%g%s$, ¿(J 

ESB! !CYSSS@S1!"SCSFSSS&OCSHDS"SIS*S92 

ԱՐԻԱ կԱ ԲԱՆԱ աին ԱՅՑ ee, (JG3¢SBSA%CSWEK: \SNSKHESYS1S$P3 ( 
éSB!!%4%_SNShS&SIB.EY; (J (¿SB>P¿ (J) 

piel sae. 9%3/%m!<%k; HS (SkSh$&S$SKS$S7S?SiSISNS/SiSSB.EYMnSASkSQ@QSmS&!&!&!&!#: (J 


éSB!!¢ (JMacgSBSKSO! "3 (JGame Sprockets; $SBSHS$$&%2!<%* SNS?SaSN4D6-S,S"SkSsSGS9S,!"3 (J 
25B!! @hS$4SmSN%5%9SHSiSGE_L2%b!<SISKF~SCSFS7S*SSS*S7S? ! #3 (J 


¿$B!!$7$g!<$, $J$$$+$i<+A0$G$d$k$7$+$J$$!#¿ (J 

¿Š$B11¿ s S S S j 5 l b 

¿SB1!1%0%i%SUS]!<%HS$N¿ (JPixMap; SBSND>@\A* :n$H$+!"; H$ ($=$&$J>pJs$r$R$m$$$"$D$a$F¿ (J 
¿S$B!!$H%i%S$lu%(%$i!<$GFM$-?J$`$7$S+$JSŠ¿ (J (¿$B>P¿ (J) 


¿SB!!S$b$SCS$SQSi!";qNASO<h$j4s$; $FGc$C$?MN=q$G$9! #MN=qSO@ (SSSGS9S<! #2 (J 
ESB! !S3S1SGSbS+SH3NS&SOSEK~:\!#: #EYSO#3#D7OSNSrGcSCSFS_SkSDSbSjSGS9! #2 (J 


éSB!!0ULUS5S (SGS—S1SPSISSSHS+SIS4S*S9S7!"4D6-SrLdSo$:%2!<%* 4X785Nz (J 

¿SB! !MN=qS$SOGcSCS$SFS_SFB;SOSJSSSH;WSSS“S9!#30%1SbS"SkS+SbS$S7S1S 9;SsS,¿ (J (“ ; 

—-MESSAGE FILE 20919 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
91html.html 


--MESSAGE FILE 20920 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0292htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJEokcyREI TwkKxsoSg==?= 
Date: Mon, 01 Sep 1997 21:20:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5uec5pS$pr6@newsl.scei.co.jp> 

References: <5uebgqnSpr6@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340AB317.37A5@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !S"SkKDXEYSDSNSKSISCS$?Si!"S=!<S9=PS=SESH;WSSS*SO!#z (J 
é5B!!$?S@$74uK><TS$,SSS1SP!"SNOCSGS$9¢ (J (*%%; 


¿SB!!9u¿ (JIPS $B$G:n$C$?>19g$O0OL5>r70$K=P$7$F$$$-$^$9$, !":G6aA4A3$5$0$C$F$^$; $s (I(^^; 
--MESSAGE FILE 20920 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
92html.html 


--MESSAGE FILE 20921 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


Net Yaroze newsgroups message dump.txt Page 14056 


0293html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty,playstation.ny.nan_yaro.theme2 
Subject: Re: How about ny.co.jp 

Followup-To: playstation.ny.nan_yaro.theme2 

Date: 1 Sep 1997 14:23:36 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 67 

Message-ID: <5uej58Sq6q@newsl.scei.co.jp> 

References: <5ue9usSpr6@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 

Xref: chuka.playstation.co.uk playstation.ny.nan_yaro.liberty:293 playstation.ny.nan 
_yaro.theme2:15 


ESBS4S&SGS9! #2 (B 
ESBS"SiSiS$i!"L5NA4 | 4ՄՏԱՏՏՏՃՏՇՏԸՏ2ՏՇՏ9ՏԱՏ' չ (8(՞՞::չ: 


# ESBSESDSIS*ST$g$ESté (B? 
# Followup-To: playstation.ny.nan_yaro.theme2 ¿SBSGS9S4CmOUSr!#;¿ (B 


<5ue9usSpré6@newsl.scei.co. jp>¢SBSN5-;vSKS$*SSSF3 (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>2SB!!3 (BGSX-Rz SBSGS"$4S*%S9! #3 (B 
> 
>> ¢SBS=SN2q<RSrDLS7TSFSdS1SP!"S= ՋԱՏ Կ I [$SO2r7h$G$9S+SMS'!#2 (B 
>> ¿SBSdS$SjJS?SS?MSSSkKSNSGS7SgS&S+!) (=; 
> 


>¢$B!!2q<R$r:n$k$NSO4JC1$GSb!"0]; }S7SFSSS/SNSOFQS7SSSNS$GS$O¢ (8(՞՞չ 
>¢S$B!!:nS$jS?SSSbDSN:nSCSFSdSCSFS1SkSJSi!"%2!<%* 6H3&SOE79qSJSOS:SGS9S7¿ (B(--; 


2 SBS=S &SGS$9SM$'! #@SSNCES=S$ &4ES/SOSTSSSGS9ISM! #2 (B 


£$B; d$0%2!<%* SWm%0%i%° SHS+Sr;E; vSKS9ISKSDSbS jSOSHS4S"S (S$:STIS/SFIME ( 
¿$B<qL#$H$7$F$"$= SsSGSkS@S15GS91#S, 1"S= SN! !SDS/SCS?:nIJ$r@S$K$@$; ü 
¿SBSNSJSi!"$=$1SOS=$1$GS&S1$S7$SSS3SHSGS9!#; (B 

¿SBS@SbS$sS$G!";dSN:2C@SO!";¿ (BSCEI ¿SBS5$Ss$, !"$=$&SS$SS$S&<jCJSr9V$8SFS/S1SkSH (B 
sn t s nn s pn 


¿SBSoS,S%“S“S+SbS7S1S S;Ss$, !"<+J, SG2q<RS*S3S;SHS+SSSoS1lS?Sil!" (B 
¿SBS?SVSsSRSCS$S3S`S3SHSGS7SgS&!#S=S3S“SG<+?.SOSJSSSGS9!# (B 


>¢SB!!:#SN#N#YSGSb!"S9S2% (SbSN:nS1S$SPS?SVS$sCcC+S$5SsSHS+;¿ (B 
>¿$B1!SISCSH$S+SJSSSOS:SGS9¿ (B (¿SB>P¿ (B) 


¿SBS=S&!#S[SsSH$SKS9S4SSSbSNSDS/S1SPSSS-SJSJ%$9%+%&%SH$5$1SkSHSSS&S3SHSb¿ (B 
ESBS"SkSGS7S$g$&! փ. (B 


ESBSG!"S=$3S*SG<BNOSJSS$2f! 9SKSb! "SISsSiS$+SNG[I[<jCIS, Տ"ՏԸՇՏԲՏԵՏՏՏՏՏՀՏՄՏ | չ (B 
¿SBSHS+;WSSS*S;SsS+¿ (B:-) ¿SBS?S@SGG[SiS;SmSCSFSSSCSFSkSsS8ScSJSSSsSGS9!#¿ (B 
¿SBS*6bS$SOSiS&S+Si!"SdSSSFS/S@$5$$$JSCSF$Sd$DSGS9!#¿ (B 


¿S$B$%$"1!"<B:]LdB3j$H$7$F!"$3$1$,¿ (B SCEI ¿$B$NMx1W$K$J$i$J$$$h$&$JŠi¿ (B 
ESBS7Sg$&$, SISSSGS7Sg$S&SM! #@) ee ՏՇՏ- u ԳԱԱ 8 5 A զեա 
¿SBSG@$S+SiS_SJS5Ss!"KNEvSK!VG[I[S$S7S?$S!WSHS+;WS&SJSiS,S7S,S7%SU%)%m!<¿ (B 
ԱՆ t GO (B 
$ ¿SBSASgSCSH<e5S;¿ (8 


ա 


>¿$B!!=c?h$K%2!<%`: Se [S7S?SSS@S1STISiI"SQ%=%3%SSKAVSCS?7I}$,¢ (B 
>¢SB!!;qNASOS"SkS7!"G[I[S0% sisi7|<amict HS, H$ ($K$7$G$h$[$I; (B 

Seni E ule is 

>¢$B!!SSSSSDSN:nS1SP!V#P#SSKO\2"S7SIS$$+!) !WST!<SsS$F%a!<%Sk$,MhS?S5S7SF! #2 (B 


2 SBS 4SbSCSHS$b! #<B$r$$$&$H; ASbIL$N>1=j$G! "S$ 9SGSKSbSNSr:n$ jSO$8SaSFS*$9z (B(**) 258185, | 
"¿ (B 


>¿$B!!5nG/$N#67n$4$m$+$i8@$C$FSk;v$G$9%$,!"8=>u$N#N#Y$N:GBg$K$7S$FM#01SN;¿ (B 
>¿$B!IFCE5SO!V#P#SSG:nS1Sk!WSCSFS@S1SGS9ShSM!#¿ (B 


Detect MU O 5 SNSDS/SCS?%=SU%SHS,2(B PlayStation ¿$B$G¿ (B 
éSBFOSSSF!"SIS*S$+SDS$=S$1$rG[I [$G$-SkS$CSF!"SIS$s$+$&$1$7$/SISSSGS9$+; (B? 


Net Yaroze newsgroups message dump.txt 


¿SBSoS?S7ScSb$S7<B8=$7S?SiSHSFSbS&S1S7SSSGS9!#¿ (B 


>¿SB!!#97nKvDySaS-SjSNS$$S$YSs%SHSO!N!wS,S"S3j$S2S$S9S, !"K\ 5SSGAQSCSFSKJ} | 95Օչ (B 


>¿$B!!TTJ?ITK-SO8e2s$S7SG@):nSKSSS=S7SsSGSkSOS:SGS9!#;¿ (B 


¿SBSOS%S¿ (Ց(՞՞չչ 


Page 


¿SBS$S4SaSsSJS$S5$SS#!#2F5YS_CfSO¿ (B ~SBULSN>1=j$G! "JLSNSDSNSDS/SCSFS*S7$?¢ (8(՞՞չ 


# ¿SB%3%_%1SGS&SCSFS-SFS?S3jS9Sk¿ (B 


14057 


¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 


XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 


--MESSAGE FILE 20921 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


93html.html 


--MESSAGE FILE 20922 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0294html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: 1 Sep 1997 14:24:30 GMT 

Organization: Playstation Net Yarouze 

Lines: 39 

Message-ID: <5uej6u$q8c@newsl.scei.co.jp> 


References: <5u8ad9$jlh@newsl.scei.co.jp> <S5ue9usSpr6@newsl.scei.co.jp> 


NNTP-Posting-Host: 210.132.203.225 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


K.Tamura wrote 
>> ¿SBSdSjJS?SS?MSSSkSNSGS7SgS&S+!)¿ (J (^-^; 
> 


¿$B!!2q<R$r:n$k$N$O4JC1$G$b!"0]; }S7SFSSS/SNSOFQS7SSSNSGSO¢ (J (*%; 


> 
> ¢$B!!:n$jS?SSSbSN:nSCSFSdSCSFS1Sk$SJISi!"32 (J 
> ¿SB%21<%` 6H3&SOE79qSJSOS:SGS9S7¿ (J (-- 


GSX-R ¢SBS$5Ss!"B@8ESN7W2hSOSdSaSFS7S*SCS?SsSGS9SM! #2 (J 


¿ SB=EMW$J$N$O%2!<%` 2q<R$G$O$J$/!"#S#C#E#I8xG'$Ne (J 
ESBSMSCSHSdSm$ &$<; Y1g2q<R$, S"SkS3SHSGSOSISSSGS7$g$&$+!) 2 (J 


2 SB<ROWSOM-; VSN#N#Y2qOwSG! "SKNASO=P$*S; Ss! #2 (J 

2 $B1?1D$N$?SaSN7PHQ$S, I, MWSJIS@S1SGS9! #3 (J 

2$BS7$+$7! "<ROWSO6HL3MOSNSDSNSr? (S1S*S9S7!"#SH#CHEFIS, ¿(J 
ZSBG'2D$9$1S$P2DG=@-$09-S, $k$0$:S$G6S9! #2 (J 


¿SBSHSSSCSFSbS3SNMMSJS3SHSOSdSkSJSiSHSS&SK¿ (J 
¿SB#S#C#ERIS,SdSCSF$SSkSOS:SGS7$SgS&!# (J 
¿SBS _SsSJSG#Y#JJT=8ItOwSKSJSkS[S&S, SSSSSNS+SbpCNS$1S S; Ss!#¿ (J 


> ¿SB!!:#SN#N#YSGSb!"%9%2% (SbSN:nS1SPS?SVSsCcC+S5SsSHS+¿ (J 
> ¿SB!!S[SCSHS+SJSSSOS:SGS9¿ ¿ (JU (¿SB>P¿ (J) 


¿SB%9%2% (SbSNz (J zg SBSHBPSOSk#S#CHE#FISNBP1~S$r4|BTS7SFS*$9! #32 (J 


> 2$B!!#97nKvDySaS$-SjSNSSSYSSSHSO! \!wS,S"S5S%S9S, !"KN5$¿ (J 
> é SBSGA@SCSFSkJ} ! 9SOITI?ITK~$O8e2S$7$G@) :n$K$$$=S$7$s¢ (J 
> ESBSGSkS$O$ :$G$9! #2 (J 


ESBSSSAS*S&!"CGSCSFS*S/SH8D?ME* SKSOITK~SOS"S4S*°S;Ss! #3 (J 


ESBS*S?!"!VSM%C%HSd$m$&$<SNM-NA2=SH: #8e!WSN5-;vS,2 (J 
¢ SBH2ZHV2q5D<<SKS"S1SP!";22CS5S; SFSSS?SQS-S*°S9! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20922 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


94html html 
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--MESSAGE FILE 20923 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0295html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: ¿SBSJSsSD!<S+¿ (B 

Date: 1 Sep 1997 14:37:06 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 49 

Message-ID: <5uejuiSq6éq@newsl.scei.co.jp> 

References: <5uebqnSpr6@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 
¿$B$3SNOCBj$OSbS$SC$FSSS+$J$S/SF$b$$SSS+$J; (8(՞՞) 


<5uebaqnSpr6@newsl.scei.co. jp>¢SB$N5-; vSK$*$SSF3 (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>2$B!!z (BGSX-RzSBSGS"S4S*°S9! #2 (B 


> 

>2SB!!S[SHSsSISNJ}S, 9սչ (BPSzSBSr<NSFSFOTS/SHS7S?Si!"z¢ ( eae SBSISSSGS7SgS&S,¢2(B 
>2$B!!;dSOz (BPowerMac; SBSGSN3+H/S$r; OSaSFS7S*SSS$*°S7$?2 (8(258»Ք:չ (B) 

> 


>¿$B!!SJSsSG¿ (BWindows¿SBS$S8ScSJSSS+SCSF!)¿ (B 
>¿$B!!S=$jSc;T>1SO9-S$$1SISiSSSP%$kS$SOL5Cc61CcB?S$S$oS1$GS$S9Sh (8 (¿SB>P¿ (B) 
>¿$B!!¿ (BMac¿$B$G=P$7$F$+$i¿ (BWindows;$B!"SCSF<jSbS"SkSoS1S@S7!"¢ (B 
>2$B!!9%3S—-Ty$$!"SCSFSNSbS"Sk$7! #2 (B 
>¿SB!!9-SS9- Ce Ն Ր` Ss$,C£?4S@S7!"01?MSGI#?tBE; }SCSFSk; (B 
>¿SB!!>19g$b>/SJS/SJSSS@SmS&S7!#¿ (B 


¿SBS/SUSU!A!"JL$NS-;v$GS$Sb$SASgS35C$H=q$-S*S7$29,1";dSb%$M%C%*$HSGSNCN9gS$SF1;NS$G!"¿ (B 
¿SB%21<%` SN3+H/SCSFSNSr3+;O$7S*$7S?!#z (B 


Ա 0 ՅՐ S2S5CSHSO! "SRSHSDSOS*S"=gEvSK; (B Windows95 (¿S$B>19gSKShSCSFSO¿ (B DirectX 


¿SBSb¿ (B 
ԳԱԱ ԱԱ ՈԱ basa + X Windows System¿SB!WSb%s?!<%2%C%H¿ (8:-) 
¿SB%i%SSSPSk3'L5SCS9¿ (B(%%; ESB! #SOS?PSTSNS [!<S° SOSISESSSISAST! #2 (B 


ESBSG!"S"SHS3S1SKz (B PS ¿$B$r2C$($F¿ (B 3;¿S$SB<oN` SNS*SkSASWSiSCZHSUS) !<%* SGS/$_$?5S83 (B 


ESBSHSSS&SNS, ; DSN? ?SNL\18!#%?!<%2%C%HSOMhHG/SN2F%3%_!#2 (B 
# PS ¿SBHGS,SIS&SJSkS+SO!":#8eSN?dONS7S@SSSGS9S1SISM¿ (B 


2SBN, ¿ 
ՀՏՆ Տ 891 ՀՏ, S$SJ$SSS+$Si<+A0$GSd$k$S7S+$JSS!# (B 
> $B! s ere $2!<%`:n$k$?Sa$NF|KN81SN;qNASOS[SN3'L5!#;¿ (B 
>¿$SB!!S0%1i%U%]!<%SHSŠSN¿ (BPixMap¿$B$ND>@\A` :n$H$+!"; H$ ($=$&$J>pJs$r$R$m$$$"$D$a$F;¿ (B 
>¿$B!!SH%i%$S!u%(%i!<$GFM$-?J$`$S7$+$JSS¿ (B(¿SB>P¿ (B) 


X Window System ¿$B$bF1MM$G$9!#$=$b$=$b%2!<%`$K:G$b$`$$$F$J$$4D6-$+$b¿ (B(**; $B! !#¿ (B 


ESBS*S"2 (B X ¿SBSKSbSSSmSSSm%2!<%`S"SkS1$I!"SoS?S7SNLNE*SHS9SkKSbSNSKSOSHS*SSSNSG!" ( 
B 
X ¿SBSN%S=!<%$9S$SrSŠSJS$S,SaSJ$S,Si<+NOSGS,S7$S,$7%3!<%G%S#%s%0SCS9!#; (B 


>¿$B!!Sb$CSQS$Si!";qNASO<h$j4s$; SFGcS$CS?MN=q$G$9!#MN=qS$SOQ (S$$GS9S<!#; (B 
>¿$B!11S3$1$SGSDSS+SH%$NS&%OS&K+-:N!#:#EYSOF3#D7OSNSrGc$CS$SFS_ S$k$DSb$j$SGS9!#; (B 
> 
>¢$B!!0ULUS5S (SGS-S1SPSIJSSSHS+SJS45S°S9S7!"4D6-SrLd$o$:%2!<%* 4X78SN¢ (B 

>¿SB! !MN=qSOGcSCSFS_SFB;SOSJSSSH;WSSS*S9!#30S1SbS"SkS+SbS7S1S7 S;SsS,¿ (B(^^; 


¿SBMN=q$GS$S9S$S+¿(B(@o@)¿SBS9S4SSSGS9!#¿ (B3D ¿SB4XO"SHS+SONISSSbSNS,S"SjJS=S$S&SGS9SM!#¿ (B 


Doom ¿$B$_ ՆԱՏ ԱՀ ՈՄՆ: Se%1!<%S?70SHS+! Ք: (B 
¿SBEOn4; (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 


--MESSAGE FILE 20923 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 


95html. html 


--MESSAGE FILE 20924 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0296html. html 


Net Yaroze newsgroups message dump.txt 


Path: chuka.pl 


laystation.co.uk!newsl.scei.co.jp!usenet 


From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
=?ISO-2022-JP?B?UmU6IBskQiRKJHMkRCE8JCsbKEo=?2= 
Date: 1 Sep 1997 15:21:39 GMT 
Organization: Playstation Net Yarouze 
Lines: 40 

Message-ID: <5uemi3Sqbi@newsl.scei.co.jp> 


Subject: 


References: 


NNTP-Posting-Host: 210.132.203.236 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 


Content- 


X-Newsreader: 


einsied] 


եռ 


Transfer-Encoding: 7bit 


ler gSBSGS9O! #2 (J 


Go Watanabe <go@cclub.tutcc.tut.ac.jp> wrote 


in articl 
> 


le <5SuejuiSq6éq@newsl.scei.co.jp>... 


<5uebqnSpré6@newsl.scei.co.jp> <S5uejuiSqé6q@newsl.scei.co.jp> 


Microsoft Internet News 4.70.1161 


> <5uebgqn$pr6@newsl.scei.co. jp>z$BSN5-; vSKS*SSSF3z (J 
> kouzou@ymg.urban.or.jpzSBS5$sSO=q$-S*S7S$?! #3 (J 


>>eSBlle 
>> 


(UGSX-R¿S$SBSGS"SjS*S9!#¿ (J 


>> չՏ8ՏլՏԱՏՏՏԼՏԱՄ)Տ, 9սչ (UPS¿SBSr<NSFSF9TS/SHS7S?Si!" (J 
>> DirectX¿;¿$BSJ$sSGS$7ŠSgS&Š, 2 (J 


¿$BC/$+$,¿ (J ¿SB9u¿ (UPS ¢$BMQ%3!<%Iz(J Direct X ¿SBS%S3%s%SP!<%?Šr¿ (J 


éESB:n$kSH<{MWSO9bS=Sé&SGS9! #2 (J 


> 2 SBSRSHSDSOS*S"=gEvSKz (J Windows95 


Page 14059 


(£SB>19gSKShHSCSFSO; (J DirectX¿¿SBSb; (J) 


> ¿SB!&!&¿ (JT (zESBN, Հ (J) gSB!&!&!VeE (JUNIX + X Windows System: SB!WS$b%3?!<%2%SC%H¢ (J:-) 


unDirect on X window ¿$BN,$7$F¿ (J DirectX ¿SBSr:nSiSl1SFSO!)¿ (J 


¿$B$7$+$7!"¿ (UX window ¢-SBSdSCSFS/S1SkCg4V$, SSSkSHSO!&!&¢ (J 


éESBLASNShS &SI%=! <$9%S3%SSP!<%?5,S5SS5S*°S9SM! #3 (J 


> gSBS*S"3 (J X ¿$B$K$b$$$m$$$m%2!<%`$"$k$1$I!"$0$?$7$NL\E*$H$9$k$b¿ (J 
> ESBSNSKSOSHS*SSSNSG!"2 (JX ¿$B$N%=!<%9$r$J$, ՏՅՏՄՏ, $i<+NO$G$,$7$,$7¢ (J 


> ¿$B%3!<%G%#%s%0$C$9!# (J 


X Bill ¿$B$_$?$$$JE[$G$9$+!)%2%$%D;a$,¿ (J 95 չՏՔՏՇՏ՞Զ7ՏՏՇՏՏՇՏԻՏ/ 182 (J 


£SBS<SRSFS/%SKSC%/Sr8x3t+S7SFS/SAS5SS! Ք: (J 


> XMascot;SBla5Z%-%c%s%Z!<%s¢ (J 


ESBOJANS* @SOCSKSIS4S*S7S?! #2 (J 
XFree86 3.3 ¿$B$G$OB.$$$G$7$g$&$+!)¿ (J 3.1 :5) 


BSHS/SiSYSF¿ (J 


einsiedler 


einsidle@cb3.so-net.or.jp — _ 


--MESSAGE FILE 20924 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
96html.html 


--MESSAGE FILE 20925 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0297html.html 


Path: chuka.pl 


From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.nan_yaro.liberty 


Subject: 


Re: ¿SBSJSsSD!<S+;¿ (B 


Date: 1 Sep 1997 15:43:55 GMT 


Organization: Computer Club, Toyohashi Univ. of Tech., 


Lines: 49 

Message-ID: <S5uenrrSqd5@newsl.scei.co.jp> 

References: <5SuebqnSpr6@newsl.scei.co.jp> 
<5uejuiSqéq@newsl.scei.co.jp> 
<5uemi3$qbi@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 


laystation.co.uk!newsl.scei.co.jp!go 


Aichi, 


Net Yaroze newsgroups message dump.txt Page 14060 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9!#SES*> I "SMSCSHSdSmS &$S<SHSOSASGSS4X78SIS7SCS$9¢ (1 


ա 


<5uemi3Sqbi@news1.scei.co. jp>zSBSN5-; vSKS*SSSF¢ ( 
einsidle@cb3.so-net.or. jpzSBS5SsSO=qS-S*S7S?!#¢ ( 


ww 


> einsiedler ¿$B$G$9!#¿ (B 
ESBS3SsSP$sSO! #2 (B 


>Go Watanabe <go@cclub.tutcc.tut.ac.jp> wrote 

>in article <5uejuiSq6q@newsl.scei.co.jp>... 

>> 

>> ¢gSBSRSHSDSOS*S"=gEvSK¢ (B Windows95 (¢SB>19g$KShSCSFSO; (B DirectX¢SBSb; (B) 

>> ¿SB!&!&¿ (B(éSBN, ¢(B)éSB!&!&!Vz (BUNIX + X Windows System; SB!WSb%S?!<%S2%SC%H; (8:-) 
> 

>unDirect on X window ¿SBN,S7SF¿ (B DirectX ¿SBSr:nSiSlSFSO!)¿ (B 

>¿$B$7$+$7!";¿ (BX window ¿$B$dA$C$F$/$1$kCg4V$, $$$k$H$O!&!&¿ (B 


2 SB4pK\E*S$K!"z (BX zSBSNItJd, $0; d$, C4EV$G$9; (B(^^) 


2 SBSD$/SmS&SHS7SFSSSKSNSO! "S"Sk<oSN%2!<%* $SN%$7%9%F%` SG! "FCSKz (B 
2 SB9DSSTAZHG=NOS rMW5a$ 9$k%?%SSWSNSDSNSGSOSTSSSNSG! "5! <oHFMQSG: (B 
2 SBSG! <%?6&DLSGFO0 :n$9SkSbSNS$r:n@.S9SYS/!"S7%9SF%° @_TWS7SFS$*S9z (B 


>> չՏ8Տ՞Տ" (B X eSBSKSbSS$m$$$m%2!<%* $"SkS1S1!"So$?S7SNL\E*SHS9SkSb¢ (1 
>> zSBSNSKSOSHS*SSSNSG!"3 (BX ¿$B$N%=!<%9$r$J$,$a$J$,$i<+NO$G$,$7$,$7¿ (B 
>> ¿$B%3!<%G%#%s%0$C$9!#; (B 
> 

>X Bill ¿$B$_$?$$$JE[$G$9$+!)%2%$%D;a$, ¿(B 95 ¢SBSG%*%37%3SCSSCSFS/! #3 (l 


ա 


ա 


¿SBSHSSS&SoS1SG%S"%/%7%g%s7OSGSOS4S6SSS*S;Ss¿ (Ք(՞՞չ 
2 SB2hA | $NFC<1=hM} 50ՏՏՏոտտտոտՕ55535՞595151չ (B 


>i $BS<$RŠF%/%K%C%/$r8x3+$7$F$/$@$5$$!#¿ (B 


¿SŠB>/SJS/SH$Sb ¿ (B X Window System ¿$BHG$OA4LL%=!<%98x3+$G$9!#¿ (1 


ա 


ESBS* | "Տ8ՏՏՏՄՅՈՏԱՏՕ57575059515ԼՏՈԼ: (8(՞՞չ 


>> XMascot:;SBla52Z%-%c%s%Z!<%s¢ (B 
> 

>¢SBOJA0S* @SOCSKSISjS*°S7S?! #2 (B 
>XFree86 3.3 ¿SBSGSOB.SSSGS7SgS&S+!) ¿ (B 3.1 ¿SBSHS/SiSYSF¿O (B 


ESBS"! "STS&SHSGS9!#S (!<SHB.EYSOS=S&$+SoSiSI$$$H;WS$$*$9¢ (B(^^; 

ESBSbS&S9SOSGSk; (B(¿SBM=DjSN¿ (B) Ver 2.6 ¿S$BSGSO!" (BGIF ¢$B%aSS$%sSKIQSoSjS$*S9! #2 (B 
¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 

--MESSAGE FILE 20925 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
97html.html 


--MESSAGE FILE 20926 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0298htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: 1 Sep 1997 21:29:33 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 12 

Message-ID: <5ufc3tS$qrs@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> <S5ue9usSpr6@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSG$9! #3 (JGSX-Rz SBS5S$sSKH?0@SG$9! #3 (J 


Net Yaroze newsgroups message dump.txt Page 1407 
Hi, 


had my yaroze for a couple of months now (i'll put up a web-page one day 
!), but only just getting time to actually play around with it. I bought 
CodeWarrior when I got it thinking it was a bit of a bargain, but my 
impressions are that its utter tosh - it's like they made a special 
effort to make it crap - slow window redraws, non standard buttons, 
menus - everyone else does it this way, but oh no we'll do it our way, 
we're right, everyone else is wrong etc. etc.... 


What does uo use ? - obviosly my immediate options are to struggle on 
with CW, or go down the gcc route, possibly using another IDE on top of 
TEs 

I've got a copy of MSVC 4 lying around - can I use that - I saw some 
stuff on Steve Dunns page about using Dev Studio ??? 


Anyway any real life stories welcome... 


cheers 


VVVVVVVVVVVVVVV VV VV VV 


Charlie 
—-MESSAGE FILE 2210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00913 


-—-MESSAGE FILE 2211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000914 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: 12 May 1998 15:56:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6j9rgaSrla7@chuka.playstation.co.uk> 

References: <6iimu5$jprill@chuka.playstation.co.uk> <Olbd7b5f£S$90a3b7c0$fe2c63c3defau 
1t> 

NNTP-Posting-Host: n28.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/01lbd7b5f$90a3b7c0S$fe2c63c3@default 


"Pete" <Hanno@btinternet.com> wrote: 

> 

> 

>West <wb6ac> wrote in article <6iimu5S$jpril@chuka.playstation.co.uk>... 
>> In no particular order. 


>> 

>> Lords of Midnight 

>> Probably one of the most atmospheric and addictive games ever. Anyone 
>want to 

>> write a yaroze version? no, guess I better do it myself. 

> 


>Lords of Midnight was always my favourite, I even wrote a enhanced (?) 
>multiplayer version on the Amiga. 

>It contained:-— 

>Veterans, elephants, an invasion by the Icelords, 'Northern' Fey, etc etc. 
>Dark Lords commanded the baddie armies, and all the lords wandered around 
>the map, attacking on their own initiative (thanks to rather poor AI). 
>Doomdark and his minions usually won, unless the Fey and the Free were both 
>under human control and stopped attacking each other for five minutes and 
>worked together. 

> 

>Pity it was bugged to hell, but it was fun when it worked. 

> 

>Ah those halcyon days... 

> 

>Pete. 


How about converting it to the yaroze? 


Net Yaroze newsgroups message dump.txt Page 14061 


> ¢SB!!#97nKvDySaS$-—-SjSNSSSYSSSHSO!\!wS,S"S5S*S9S, !"K\5SSGAQ@SCSFSk3z (J 
> éS5BI}! 9SOITI?ITK~SO8e2s$7$G@) :n$KSS$S=S$7Ss$G$kSOS$:$GS9!#¢ (J 


éSBS3SN8@S0$1$+$?SGS9SH!"3 (J 

ESB!IVSSS*I86g9TSCSFSSSkSd%DSO: nSCSFSISSSdASDS@!We (J 
éSBSGS9SHSM! #2 (J 

¿$B2q0w$, 85!J8=!K%=%U%H%O%&%97P83<T$@$1$J$i$o$+$j$^$9$, ! #3 (J 


—-MESSAGE FILE 20926 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
98html.html 


--MESSAGE FILE 20927 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0299html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: Tue, 02 Sep 1997 20:24:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <5ugt8rSsrn@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> <5ue9usSpr6@newsl.scei.co.jp> <5ufc3tS$qrs@ 
newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340BF779.BF6@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 


TPM.CO wrote: 


> 

> TPM.COzSBSGS9! #3 (JGSX-Rz SBS5S$sSKH?0@SGS9! #3 (J 

> 

> > ¢$B!!#97nKvDySaS—-SjSNSSSYSSSHSO!\!wS,S"S5S*S9S, !"K\5SSGA@SCSFSkz (J 
>> ¿S$BJ)!9SOITJ?ITK-SO8e2s$7SG@):nSKSSS=S7SsSGSkSOS:SGS9!#¿ (J 

> 

> ¿SBS3SN8@SoS1S+S?SGS9SH!"¿ (J 

> gSBIVSSS*I86g9TSCSFSSSk%d%DSO: nSCSFSISSSASDS@!We (J 

> ¿$B$G$9$h$M!#; (J 


¿SB!!S=S&$SS&0U?%SOS"SjJS%*S$;SsSGS7S?$, !"$=$&2r<aSb$GS$-S*S9SMz (J (^^; 
¿$B!!$9$_$^$; $5s$G$7$?!#¿ (J 


> ¿$B2q0w$, 85!J8=!K%=%U%H%O0O%&%97P83<T$Ň$Q@$1ŞJ$i$O$+$j$^$9Ş$, !#¿ (J 


¿$B!!853+H/<T$H$+!"8=Lr$N3+H/<T$OM-Mx$G$9$h$M$'!&!&!a!#e (J 

¿$B!!¿ (JWindows¿$B$K$7$F$b!"2q<R$, ¿ (JMSDN; SBSKF~SCSFS1SP6bSSSiSTSSS$72 (I (^^; 
--MESSAGE FILE 20927 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000002 
99html.html 


--MESSAGE FILE 20928 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0300html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: How about ny.co.jp 

Date: Tue, 02 Sep 1997 20:33:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <5ugtod$srn@newsl.scei.co.jp> 

References: <5u8ad9$jlh@newsl.scei.co.jp> <5ue9usSpré6@newsl.scei.co.jp> <5uej6uSq8c@ 
newsl.scei.co.jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340BF96C.D48@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-R¿S$SB$G$"$j$*$9!#¿ (J 

> GSX-R 2S$BS5Ss!"B@8ESN7W2hSOSdSaSFS7S*SCS?SSSGS9SM! #2 (J 
2$B!!B@8ESN7W2h! &!&!&7W2h$7$9S.SFDISCSDS+SIS/SISCSFSKSNS, <B>pS$GS9! #2 (J 
ESB! !#N#Y0IT305,K;$7$9S.SkSNSGz (J (;_;) 

> ¢SB=EMWSISN$0%2!<%* 2q<RSGSOSJS/!"#S#CHEFI8xG'SNz (J 

> ESBSMsCsH$d$m$ &$<; Ylg2q<R$, S"SkS$S3SHSGSOSJSSSGS7SgS&S+!)¿ (J 

ESB! IS"SkKSHSSSSSGS9S1SI!"S$d$0$4?'!9FQS7SSSH;WSSS$*S9Sh! #2 (J 
é$B!!$*S=SiS$/M>2KS$GSd$1$kS$ [SI3ZSGSOSISSSGSTSgS&ST! #2 (J 


> > ¿SB!!:#SN#N#YSGSb!"%9%2% (SbSN:nS1$SPS?SV$sCcC+S$S5SsSHS+¿ (Մ 
> > ESBI!IS[SCSHS+$I$$$0$ :$G$9¢ (J (¿SB>P¿ (J) 
> 2$B%9%2% (SbSNz (J zSBSHBPSOSk#S#CHE#FISNBP1~S$r4|BTS7SFS*S9! #3 (J 


¿SB!!@$SNCf$K$O!V#F#F#7S_S2SSSJ%21<%`$r:n$j$?S$!W?M$O¿ (J 
£$B!!S?S/S5SsSSSkKSH;WSSS*S9! ##N#Y2qO0w$N$J$+$K$ÞB?$$$G$7$g$&!#¿ (J 


¿SB!t$$$d!"26SO0c$&%2!<%`$@!*SCŠFJ)SOFF#F#7SNSH$S3SrOc$&L>A0SK$7$SFS/S$S@S5$S!# (J 


¿SB!!1S?SVSsSGS9S, !"¿ (JUSCET¿SBS, SaSaSESkSNSOOcS&SHS3SmSKS"SkSH;WS&SsSGS9Sh!#¿ (J 
¿SB!!%0%i%SU%S#%C%/SXSNSXSN!"2;3ZS$SJS7SJS7!ASJ:nIJSGSb!"%S$%1S$SkSsS8$ScSJSSS+SH!# (Մ 
¿$B!!¿ (J 


> 2SBS*S?!"!VSM%CSHSd$m$&$<SNM-NA2=SH: #8e!WSN5-;vS$, 2 (J 
> ESBHZHV2q5D<<SKS"S1SP!";22C$5S; SFSSS?SQS-S*°S9! #3 (J 


ESB! 1»օ0 Տ7Տ՞ՏՄՏԱՏԵՏՀ #3 (J 

¿S$B!!1)ED#B#A#S#I#CSO$$SD=P$k$N$+$0$+$i$J$$$7; (J (%%; 

—-MESSAGE FILE 20928 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
OOhtml.html 


--MESSAGE FILE 20929 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0301html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJEokcyREITwkKxsoSg==?= 

Date: Tue, 02 Sep 1997 21:01:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <5ugve7Ssrn@newsl.scei.co.jp> 

References: <5uebqnSpr6@newsl.scei.co.jp> <5uejuiSqé6éq@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340C0025.42E8@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzZSBSGS"SjS*sol#e (J 


> ¿$B$/$U$U!A!"JL$N5-;v$G$b$A$g$3$C$H=q$-$^$7$7?$, !";dSbsMSCSHSGSNCNIGSSF1;NSG!"¢ (J 
> 2$B%2!<%* SN3+H/SCSFSNSr3+;OS7TS*°S7S?! #32 (J 


¿SB!!;d$001?M$G$9; (7(258ՀԳՀ (J) 
¿SB!!I=<(SH$+%5%&%s%ISJSISN4pKNE*SJItJ,$OSbSASmSs!"%*A%k%A%?%9%/%7%9%F%` ` (J 
2$B!!S5S (>hS; SF$7$%S (S$P!"8eSO3Z$SJSs$G$S9$1$ISM!#!J%j%=!<%9SOJL¿(J(-—;¿SB!K;¿ (J 
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> ¢SBSG!"S"SHS3S1SKz (J PS ¢S$BSr2C$(S$Fz (J 3¿S$B<oN` SNS*SkSASWSIiSCSHSUS) (ԼՀՏ`ՏՇՏ/Տ ՏՉՏՏ: 
(J 

> ¢~SBSHSSSE&SNS, ; dSN??SNL\I8! #3?! <S2SCSHSOMhG/SN2F%33%_!#¢ (J 

> # PS ¢SBHGS, SIS&ST$kS+SO!":#8eSN?d0\$7SASSSGS9SI1SISMz (J 


¢$B!!3¢ (ՄՔՏ:չ58ՏՈՏԵՑ 495, P À n$j$?$$$s$G$9$, !"L5=S$S@5SG$=S$SNS*$%1"SC$F¿ (J 
ii s oo S“S;SSSMI!#¿ (J 
¿$B!!2DG=$J8B$j9bB.2=$7$h$&$H; W$C$?$i8GM-$N%G!<%?9=B$$r; }$D$7$+$J$$$7!#¿ (J 


ESB! !S92WSiSSSHSO!"%*°%S9%/SH%G!<%?Sr8r8_SKCVS—-!"3 (J 
¿SB11875+5 S"STS1S9TW; 7 STISTSGITS1SK9=BSSKSTSFS7S*SSS*S7S2! #3 (Մ 
2$B!!%S3%s%P!<S?SN:n$j$,SS$$$2C8:¢ (J (%%; 


é5B! !NcSKShHSCSF!"%$]%53%4%3S4X78S0<BAuS7SISSM=Dj¢ (Մ(՞՞չ 


> X Window System :SBSbF1MMSGS$9!#S=Sb$=$b%2!<%* $K:GSbS* SSSFSISS4D6-S+Sbz (J (**%; ESB! #2 
(J 


¿$B!!¿ (JMaczSBSN>19g!"SSS6SHSISCS?SiSSSGS*4X78SOD>O\S"S/S; SO! *SCSE<JS,S"S5S*S9S,¢(T 
ESB! !#XSOS@SaSTSsSG$9St+SM!) չ (J 


ESB! 1: 1. ԱՆԱ Ա ՅՐ (14Ք1:58: HSCSFE>Aw! "SHSSS&¢ (J 
ESB! !%S*!<S=S1SC%/S9ST<jSGSASCSES*SO! #3 (J 


> gSBMN=q$G$9S+¢ (J (@o@) gSBS9OS4SSSGS9! #3 (J3D ¢S$B4XO"SHS+SONISSSDSNS, Տ"Տ)ՏՀ-ՏՃՏՇՏ9ՏԻԼ #2 
(J 
> Doom ~SBS_S?SSSISNSHS+!"%S7%_%SeS1!<S?70SHS+! #2 (J 


éSB!!01LHV=<<BS7SFSKSNSO!"S?SVSs¢ (JDOS; SBSNSGS7SgS&! #¢ (J 

258117 (dMacz SBSNSGSDSO! "M-; VSNJ) $, >R2pS75F5/S15F52531"; (;oSG>R2p$5515253; (J 

SB! ! $9SkSsSGC5$7S$dS$9$+$C$2SG$9 ! #$=$1$@$ 1MN=qSKM}$k87$+$I$S$$0$1$G$98, ¢ (7(-՞չ 
—-MESSAGE FILE 20929 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
Olhtml.- html 


--MESSAGE FILE 20930 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0302htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: [Q] Read Only Member 

Date: 2 Sep 1997 14:01:55 GMT 

Organization: Playstation Net Yarouze 

Lines: 19 

Message-ID: <5uh68 jSt6h@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


¿SB#Q;¿ (J i ՏԱՐ. (J(¿SBS*Sh$SS#N#YA4BN¿ (J) ¿SBSO!"SbS$CS$ŠH;¿ (J 
s Cs 6 o eas (J 


¿SBOF#1!'3F2q0wS, 7n$K#15-;v0J>e!"EjJ9F$9$k!#¿ (J 
ESBOF#2!'G/SK#128$7$+8+SKMhSISSSHSESKSISk! #2 (U (“ °; ; 


ESBOFH#H3!'FxSd$+SJ?MS,F~2qS9SkKSNSrBTSD! #¢ (J 


ESBOF#4!'S_SsS$JI:nIJ@) :n$KK; $S7SSSNSG#1#07nS*SGBTSFSPSSSS!#¢ (J 


FAQ ¿SBSJSNS+SbS$S7S1S S;Ss$,!"¿ (Jliberty ¿SBSH$SS$SS&S3SHSGS*5v$72<$5S$%S!#¿ (Մ 


einsiedler einsidle@cb3.so-net.or.jp — _ 


Net Yaroze newsgroups message dump.txt Page 14064 


—-MESSAGE FILE 20930 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O2html html 


--MESSAGE FILE 20931 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0303htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?WOFdGyRCISEyNiQsJWshPCVrdVY1OQyUVJEANKhsoSg==?= 
Date: Wed, 03 Sep 1997 19:45:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <5ujfc3$2jn@newsl.scei.co.jp> 

References: <5uh68 jSt6h@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <340D3FE2.37EF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9!#3 (J 
einsiedler wrote: 


> (25840: (J]2$B!'SIS&S9SISPS3SN2q5D<<z (J (zg SBS*SHSS#N#YA4BN3 (J) ¢SBSO! "SbSCSH3 (J 
> ESBFxSd$+SKSISKSNSGS7SgS&S+!) 2 (J 


ESB! !2q0w@) Sr$dSa!"40A4SK8x3+S7SFS7S*°S&¢ (J (“ °; 


> ¢SBOF#1!'3F2q0wS, 7nSK#15-; vOJ>e!"EV9IFSISK! #2 (J 


2$B! !F | 5-SP$+$4SKSISCSFSb?1S=SESGS92 (J (^^; 


> ¿SBOF#2!'!G/SK#12sS7S+8+SKMhSJSSShS&SKS9Sk!#¿ (Մ(՞՞չչ 


¿SB!122S+@(SS;v$,S/S-S?SiHaS7$SSSGS9¿ (J (*%; 


> ¢SBOF#3!'FxSd$+SJ?MS,F~2q$9SkSNSrBTSD! #2 (J 


$B! !FxSd$+SJ?MSr4+M6S7SFS_SkSHS+!&!&!&#1#2K|1_N) SFBXS (SFz (7(՞՞չ 


> ¢SBOF#4!'$_Ss$J:nIJ@) :n$KK; $7SSSNSG#1#07nS*SGBISFSPSSSS!#¢ (J 


¿S$B!!:nIJSN%"%C%W%m!<%ISO!"DySaS-$j$.$j$.$3jSK=8CfS7$2$9$+$i$M$'!#¿ (J 
¿SB1!!S"I"<+J,SbSSSSS+S2Ss:nSiSJSSSH4VSK9gSoSs¿ (Մ(՞՞չ 


> FAQ ¿SBSJSNS+SbS7S1S S;SsS, !"¿ (Jliberty zSBSHSSSE&ES3SHSGS*5v$72<S5SS! #3 (J 


ESB! !SISsSISs9TS-S*S7SgS&! #2 (Մ 
—-MESSAGE FILE 20931 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O3html.html 


--MESSAGE FILE 20932 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0304htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJSoLJUCUQJSQbKEI=?= 

Date: 3 Sep 1997 14:14:50 GMT 

Organization: Net Yarouze (SCE) 

Lines: 14 

Message-ID: <5ujrcq$2vk@newsl.scei.co.jp> 

References: <5ulmflS$bc0@newsl.scei.co.jp> <S5uc9lvSncc@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.65 
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Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>2$B!!z (BNYzSBSNB8:_OUS5ASKSDSSSF!"2~SaSF9MS (D>S7SFSS$Sk:#F|$3SN: "2 (8(258»Քչ (B) 
>¿$B!!$$$$$+$2$s!";¿ (BNY SBSN30S$K<+Jd, SN3[!<%*>$Z!<%8N) $SA>e$2$SF!" (B 
>¢$B!!>.$5$$%2!<%* SGSbEPO?S7ShS&$+SHS+;WSCSFSkSoS1SGS9SIS3S15$, !#¿ (B 


http://pweb.pa.aix.or.jp/~freewing/ 


ա 


¿SBS3S3S$SG!"SW%"%jJSŠSNSWSj%Ss%?!<%] !<SHE@\B3S\!<SISr3+H/$7$?¢ (1 
¿SB#F#r#e#e#W#i#n#gS5SsSN#H#P!#;¿ (B 


¿$B011-4-!"$&$SASG$Sb%$SW%$"%j3+H/4X78$d$C$F$24$9$,!"CO2<SK@x$C$SF$k$s$G!"¿(B 
éESBCNSISTSSSHMhS1$s$G6$9! #2 (B (“ ; 


¿SB#K#B#O:¿ (B 
—-MESSAGE FILE 20932 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O04html html 


--MESSAGE FILE 20933 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0305html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?UmU6IFtBXRskQiEhMjYkLCVriTwlayVWJUM1LyRAISobKEo=?= 

Date: 4 Sep 1997 03:36:45 GMT 

Organization: Playstation Net Yarouze 

Lines: 41 
Message-ID: <5ulacdS$4vj@newsl.scei.co.jp> 

References: <5uh68jS$t6h@newsl.scei.co.jp> <S5ujfc3$2jn@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


K.Tamura <kouzou@ymg.urban.or.jp> wrote 
in article <5ujfc3$2jn@newsl.scei.co.jp>... 


> ¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 

> 

> > 25880: (J]2SB!'STS&S9S1SPS3SN2q5D<<¢ (J (¿SŠBS*Sh$S#N#YA4BN¿ (J) gSBSO! "SbSCSH3z (J 
>> ESBFxSd$+SKSISKSNSGS7SgS&S+!) 2 (J 

> 

> 2SB!!2q0w@) $r$d$a!"40A4$K8x3+$7$F$7$^$& (J (%%; 


¿ $B2q0w$N50>1=j$, $h$j69S/SJ$Sj$=S&SGS9!# (J 
ESBS"SH!"8=>uS$r8x3+S7$ ?SiF~2q4uK><T7c8:SGS7SgS&! #2 (J 


> > ¿SBOF#2!'!G/SK#12sS7S+8+SKMhSJSSShS&SKS9Sk!#¿ (Մ(՞՞չչ 
> 


> ¿$B!!2?$+@($$;v$,5/$-$?$iHa$7$$$G$9; (J (*%; 


¿SBSSSDSNS SKS+=*N;S7$9FS?SjS7SF!&!&!&¿ (J 


> > ¿S$BOF#3!'!Fx$SdS+SJ?2MŠ, F~2q$9$k$N$rBT$D!#¿ (J 


¿SB6b$, SbSC$?$S$SJSS¿ (J 
¿S$BOc$&%Sa!<%k%"%+%&%s%H$G<+J,$GEj9F!"%SU%)%m!<$7$2%$9!#¿ (J 
¿$BS_$+$1SOJL?MSGS9$ShSM!&!&!&!&¿ (U(“ ;; 


> ¿S$SB!!S"!"<+J,SbSSSS$SS+S2Ss:nSiSJSSSH4VSK9gSoSs;¿ (Մ(՞՞չ 


¿SB3ZS7S_SGS9!#¿ (J 
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> ¢SB!!SISsSISS9TS-S*S7SgS&! #2 (J 


£S5B%4%_S$*S—:n@o!"3+;0!#%4%_S,8+S?S/SISS?MSOK<+J, SGEJ9FS7SF¿ (J 
¿SBKMS,FIS`S$NS$G@:01GU$J>u67$r:n$j=PS7S2$7S$SgS$S&!#¿ (J 


_ __ einsiedler _ einsidle@cb3.so-net.or.j)jp — _ 
—-MESSAGE FILE 20933 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O5html.html 


--MESSAGE FILE 20934 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0306htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?WOFdGyRCISEyNiQsJWshPCVrJdVY1LOQyUVJEAhKhsoSg==?= 

Date: Thu, 04 Sep 1997 22:15:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <5umcgg$644@newsl.scei.co.jp> 

References: <5uh68jSt6h@newsl.scei.co.jp> <5ujfc3$2jn@newsl.scei.co.jp> <5ulacdS4vj@ 
newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340EB46F.1751@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-R¿SBSGS"SjJS*S9!#¿ (J 


> ¿$B2q0w$N50>1=j$, $h$j69$/$IJ$J$=$&$G$9!#¿ (J 

> ¿$B$"$H!"8=>u$r8x3+$7$?$iF~2q4uK><T7c8:$G$7$g$&!#¿ (J 

ESB! !!V9uz (JPS $B$I$7$G!"$3$3$K$"$k%2!<%` SrS9SkSKSOSIS&S9SISPSSSSSN!) (Ոչ (J 
2$B! !SISs$F<ALdSr$9$k?MS, 8-ՏօՏ1Տ-ՏՃՏՕՇՏ9չ (J (¿SB>P¿ (J) 


> ¿SBSSSDSNS*SKS+=*N;S7SFS?S3jS7SF!&!&!&¿ (J 


2$B!!M=4|$;$:=*N; !ASOz (JMac OSzSBSN@1GdFC5v$G$9¢ (J (**; 


> ¿SB6b$, SbS$SC$?S$SSJSS¿ (J 
> ¿SBOc$&%ša!<%$k%"%$+%&%s%$H$G<+J,$GEj9F1"%SUS)%m!<$7$2$S9!#;¿ (J 
> ¿SBS_S+S1SOJL?MSGS9ShSM!&!&!&!&¿ (JU (“ ; ; 


¿SB!!<+:n<+1i$G$9SM!#!JKNMhSNOUL#SHSOOcCS&SNSKSJS!¿ (J (¿SB>P¿ (J) ¿SB!K¿ (J 
2$B! !Ju$/$8$,Ev$?$C$?Sil "#35; sCSH$/SiSSGc$CSFSdSCSF$_$?SSSH$3$mSG$9! #2 (J 


> ESB3Z$7$_SGS9!#ze (J 


$B! !$?SVSsK\L?SO4VSK9IGSOSTSSSGS7Sg$&z (U (¿SB>P¿ (J) 
é$B!!A02s!"A0!92sSK0zS—B3S—!"SUS6S1SsS8ScSMS (Sh! *SH8@SOS1S+SMSISS; (J 

2$B!!FbMFSG! "@oS&A0SKTi$1$?SSSH;WSCSFSSS*S9!#¢ (J 

—-MESSAGE FILE 20934 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
OG6html.html 


--MESSAGE FILE 20935 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0307html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSolLJUCUqJSQbKEo=?= 

Date: Thu, 04 Sep 1997 22:27:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 
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Message-ID: <5umd6n$644@newsl.scei.co.jp> 

References: <5ulmfl$bc0@newsl.scei.co.jp> <5uc9lvS$ncc@newsl.scei.co.jp> <S5ujrcq$2vk@ 
newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340EB735.3516@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RESBSGS"SjS*SO9!#e (J 
kbo wrote: 
http://pweb.pa.aix.or.jp/~freewing/ 


> 

> 

> £SBS3S3SG!"SWS"%SjISNSW%53SS?!<%] !<SH@\B3%\!<SISr3+H/$7$?¢ (J 
> ¿SB#F#r#e#e#W#i#n#gS5SsSN#H#P!#;¿ (J 
> 
> 
> 


¿SB011-!"S&SASGSb%W%"% Lot ՄՈՐ $9$, !"CO2<SK@xSCSFSkSsSG!"¿ (J 
¿SBCNSiSJSSSHMhS1SsSGS9!#¿ (Մ(՞՞չ 


ESB! !¢ (JkbozSBS5$s!":G6aSOS= eG ee ee 

25B!!;d$0%; SAS9SOSASKM=DjSISSSGS9¢ (Մ(՞՞չ 

--MESSAGE FILE 20935 END: net- ee usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O7html html 


--MESSAGE FILE 20936 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0308html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJSolLJUCUqJSQbKEI=?= 

Date: 6 Sep 1997 15:09:02 GMT 

Organization: Net Yarouze (SCE) 

Lines: 9 

Message-ID: <5urrmeScf8@newsl.scei.co.jp> 

References: <5ulmfl$bc0@newsl.scei.co.jp> <5uc9lvS$ncc@newsl.scei.co.jp> <S5Sujrcq$2vk@ 
newsl.scei.co.jp> <5umd6n$644@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¿$B!!¿ (Bkboz $BS5$s!":G6aSO$S=SCS$AJ} LLSKAVSCSFSkSs$G$9$+!)¢(B(%%; 
>ESB!!;d$0%; SAS9SOSASKM=DjSISS$G$9z (8(՞՞չ 


ESBS$Sd! "CN?MSKIw$r5/S$3$7S$FS/S1SH! "8@SoS1SFSKSNSG! #2 (8(՞՞չ 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 20936 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O8html.html 


--MESSAGE FILE 20937 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0309html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: what is game 

Date: 6 Sep 1997 16:12:50 GMT 

Organization: Playstation Net Yarouze 

Lines: 21 

Message-ID: <5urve2Sck3@newsl.scei.co.jp> 

References: <SurvimScju@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.219 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¢$BSG$9!#%4%_SGS9!#¢2 (J 


Followup-To: playstation.ny.nan_yaro.liberty 
¿SBSr¿ (J 

X-Newsreader: Microsoft Internet News 4.70.1161 
ESBSGSASCSF;nS$*S7S?! #2 (J 


¿SB0J2<!"¿ (Jplaystation.ny.test ¢SBSXSN%@%_!<5-;v¢é (J 


£$B3'MMSKSHSCSF%2!<%° SHSO2?SGS7Sg$&$+! #KMSND4: : SGSO¿ (J 
¿SBS3SN#N#GSOLs#4#0#0L>SNJ)$,%"%/%;%97P83S"SjSJSOS:!#¿ (J 
éESBS*2KSISAS*1~$ (2<S5$$ 1 #2 (J 


¿ SB; ~BeSHSHSbSK%2!<%° 5!$b5;=QSb?TIDS7!":#SGSO#ISDSNg (J 
£$BI82=Sr7A@.$9SkSDSNSGS"Sk!"S$H;WSCSFS$S$*S$9! #2 (J 
¿SB01?2MSG5oSkS$H!"SdSk5S$,J(S+SJSSSNSG!"#N#YSK;2S3jS ¿ (J 
ESBS7$?! #2 (J 

¿$ŠB0J2<N, !&!&¿ (J 


VVVVVVVVVV 


` einsiedler __ einsidle@cbh3.so-net.or.jp __ _ 
—-MESSAGE FILE 20937 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
O9html.html 


--MESSAGE FILE 20938 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0310htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?UmU6IFtBXRskQiEhMjJYkLCVriTwlayVWJUM1LyRAISobKEo=?= 

Date: 6 Sep 1997 16:32:19 GMT 

Organization: Playstation Net Yarouze 

Lines: 31 

Message-ID: <5us0ijScm3@newsl.scei.co.jp> 

References: <5uh68jSt6h@newsl.scei.co.jp> <5ujfc3$2jn@newsl.scei.co.jp> <5ulacdS4vj@ 
newsl.scei.co.jp> <5umcgg$644@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.228 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler չ:չ585659515151չ (J 


ESBS3SN2qg5D<<SN3h@-2=SNS?Sa!"e (Iny.test ¿SBSK;¿ (J 
Followup-To z~$BGzCFS$r;E3]S$1SH$-S*°S7S?!#2 (Մ(՞՞չ: 


K.Tamura <kouzou@ymg.urban.or.jp> wrote 
in article <5umcgg$644@newsl.scei.co.jp>... 


> GSX-R¿SBSGS"SjJS S9!#;¿ (J 

> 

> ¿$B!!!V9u¿ (JPSESBSISTSG!"S3S3SKS"$k%2!<%° SrS9SkSKSOSISES9SISPSS3: (J 
> ESBSSSN!) !W¿ (J 

> ¿$B!!$J$SsSF<ALd$r$9Sk?MS,8=S$SoS1lS$S=S$S&$GS9;¿ (J(¿S$SB>P¿ (J) 


¿S$B>-Mh#3%;%C%$H;)$C$?Si¿ (J GSX-R ¿S$SB$5$s$+$i<Z$3j$Sk$SHS+!&!&¿ (U (° ;; 
£$B:_8K$,M>SCS?SjCf£8ES, =PSFS-SF!"%1%s%?%k208, $GS-S?Si7TyS$@SIS!3 (J 


>> ¢gSB0cS&%a!<SkS"S+S&SSSHSGK<+d, SGEJIF!"SUS) Sm! <S7S*S9!#E (J 

> 

2$B!!<+:n<+1i$G$9SM! #!JK\MhSNOUL#$HSO0CS&SNSKSI$!¢ (J(¿$B>P¿ (J) g$B! Ke (J 

2$B!!Ju$/$8$,Ev$?$CS?Si!"#3%; sCSHS/SiSSGcSCSFSdASCSFS_$?$$¢ (J 
ESBSHS3SmSGS9!#¢ (J 


VV v 


GSX-R ¢SBS$5S$s$, #3?MJ, SKSJSC$?$i?75,5-; VSN#93dS, ¢ (J 
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£$B:9=P?Mz (J K.Tamura ¢SBSKSJSjS=S&SGS9SM! #2 (J 


¿$B#15-; vSK#32s%U%) Sm! <SGS9S+!)2¢(JT ¿SBI]$$S!&!&¿ (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 20938 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
10html html 


--MESSAGE FILE 20939 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0311html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: what is game 

Date: Mon, 08 Sep 1997 21:56:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19970908215645mukunasi@tama.or.jp> 
References: <SurvimScju@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¿$B!!$3$s$P$s$0o!"$5$C$=$/$*Ez$ ($7$°S9! #2 (B 


>¢$B3 'MMSKSHSCSF%2!<%* SHSO2?S$GS7$g$&$+!#KMSND4: : ՏԸՏՕչ (B 
>¿SBS3SN#N#GSOLs#4#O0#OL>SNJ)$, %$"%/%;%97P83S"SjSJSOS: !#¿ (B 
>¿$B$*2K$J$i$*1~$(2<$5$$!#¿ (B 


é$B! !SbS&SRSHSDSN?MG@8 ! "SbS&ESRSHSDSNK<t+tJd, ! 'SbS&$SRSHSDSN@GS3&¿ (B 


¿SB%3%/%3j%S3!<%Q¿ (B <mukunasi@tama.or. յք» 
-—-MESSAGE FILE 20939 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
llhtml.html 


--MESSAGE FILE 20940 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0312html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: what is game 

Date: 8 Sep 1997 16:10:31 GMT 

Organization: Playstation Net Yarouze 

Lines: 14 

Message-ID: <5v181nSiqv@newsl.scei.co.jp> 

References: <S5urvimScju@newsl.scei.co.jp> <19970908215645mukunasi@tama.or.jp> 
NNTP-Posting-Host: 210.132.203.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler :5856595151չ (J 


kokurikoupa wrote 

>>¢SB3'MMSKSHSCSF%2!<%* SHSO2?SGS7SgS&S+! #2 (J 

> 

> ¢£SB!!SbS&ESRSHSDSN?MG@8!"SbS&SRSHSDSN<+J, !"SbS&SRSHSDSNG@S$3&¢ (J 


ESBKMSKSHSCSFSO!"¢ (J 
éSB!IV?M@8SNS+S$1Si!"9%4q?45N8; @t !"<+8JTI=8=SN@S3&!We (J 


¿SBSHSSS&SHS3SmSGS9!#%U%)%m!<$"Sj$, SHS&SASESSS*S7T$?l#e (J 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 20940 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
l2html.html 
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--MESSAGE FILE 20941 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0313html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: what is game 

Date: 9 Sep 1997 14:42:50 GMT 

Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 

Lines: 18 

Message-ID: <5v3n9aSlnl@newsl.scei.co.jp> 

References: <5urvlmš$cju@newsl.scei.co.jp> <19970908215645mukunasi@tama.or.jp> <5v181 
nSiqv@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.205.83.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB!!SISb!#¿ (JJI-TANz $BSGS*S$*! #3 (J 


<5v181nSiqv@newsl.scei.co.jp> ¢SBSKSF; (J 
einsiedler <einsidle@cb3.so-net.or.jp> ¿$B$5$s@k$0o$/¿ (J 


ESBKMSKSHSCSFSO! "2 (J 
ESB!IV?M@8SNS+S1Si!"9S4q?4SN8; Qt! "<+8II=8=SN@S3&!We (J 


ESB! !KMSO!"!VS2!<%> $O:=>19G$"$k!WSHSS$$&I=8=$, SASGSCSHSSSKF~SCSFS*$9! #2 (J 
ESB! !!0¢ (JEJESBSGSNK?; aSN8@SISSSGS9S, !K¿ (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
éESBI8@U!'DT!!M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 20941 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
13html.html 


--MESSAGE FILE 20942 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0314htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: ¿SBSJSsSD!<S+¿ (B 

Date: 9 Sep 1997 18:03:59 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 69 

Message-ID: <5v432fSm4e@newsl.scei.co.jp> 

References: <5SuebqnSpr6@newsl.scei.co.jp> 
<5uejuiSqéq@newsl.scei.co.jp> 
<5ugve7S$srn@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBSUSE&!"SRSOSTSVSISGSI!#S4SESGS9! #e (1 
¿SBS7SPSiS/K;S7S+SCS?SGS9!#¿ (B 


ա 


<5ugve7Ssrn@news1.scei.co. jp>¢SB$N5-; vSKS*SSSF3; (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>GSX-Rz¢SBSGS"SjS*S9! #2 (B 

> 

>> ¢SBS/SUSU!A! "JLSN5-; vSGSDSASgS$3SCSH=q$-$*$7$2S, !"; dSbSMSCSHSGSNCNIGSSF1;NSG!"z (B 
>> ¢£$B%2!<%* SN3+H/SCSFSNS$r3+;O0S7S*S7S?! #2 (B 


> 
>¿$B!!; d$001?M$G$9; (B (¿$B<d¿ (B) 
>2SB!!I=< (SHS+S5%&SSSISTSISN4PK\E*SJItJ, SOSbSASmS$s!"S*°SkSAS?S9S/S7TSISFS չ (B 


>¢SB!!$5$ (>h$; SFS7$%S (SP! T8eSO3ZSJSsSGS9S1SISM!#!J%j%=!<%9SOJL¿(B(—-—;¿SB!K¿ (B 


2 $B3"%4%9%=SUSHSHS+S0!"3 (BADV, RPG ¢SBSJSISKHFMOSG; H$ ($k%7%9%F%`$r:n$C$F; (B 
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—-MESSAGE FILE 2211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00914 


-—-MESSAGE FILE 2212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000915 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what do people actually use ? 

Date: Tue, 12 May 1998 12:34:55 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35584012.28983799@news.scea.sony.com> 

References: <3558283E.3BB3@livemedia.co.uk> 

NNTP-Posting-Host: client-—151-198-130-89.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


You will want to try other setups, no doubt, but keep working with 
CW for one or two months. I have seen a number of members who curse at 
CW the first week or two, and then it grows on them. Steve Dunn is a 
perfect example. Craig Graham also appreciates the package, and I 
remember him once saying that he is far more productive with CW than 
any other program. 

It really isn't rubbish, yet for some reason, members always seem 
disapointed when they first use CW. It grows on you, like a fungus. 
[grin] And be careful, members who criticize CW without making 
specific bug reports have been known to be drawn-n-quartered around 
here... :-) 


-Matt 


--MESSAGE FILE 2212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00915 


--MESSAGE FILE 2213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000916 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Sepccy games 

Date: 12 May 1998 19:08:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bd7dd9$3e81a160$7e2e63c3@default> 

References: <6iimu5$jpr11@chuka.playstation.co.uk> <01bd7b5f$90a3b7c0$fe2c63c3@defau 
Լէ» <6j9rgaSrla7@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-46-126.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> >Lords of Midnight was always my favourite, I even wrote a enhanced (?) 
> >multiplayer version on the Amiga. 


-big snip! 
> How about converting it to the yaroze? 


I think a yaroze version would be a great idea, but there's little chance 
of porting my code over to the playstation. I wrote the game in assembler 
rather than C, in those days I was under the mistaken impression that C was 
for lamers, while the pro's used assembly. 

Anyway, after a year and getting on for 10,000 lines of code, by some 
miracle I got it up and running. The code was a right bloody mess, but I 
felt it was worth (almost) all the effort. I gave up trying to track down 
all the bugs, and I never got round to tidying it up or giving it a 'win' 
situation. 

I certainly learnt a great deal from it (and my mistakes), pity I've 
forgotten it all :( 


If you could spare the time it would be a great yaroze project, LOM is well 
remembered by Speccy/C64 owners. 
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ESBA4It$=S1SG:n$CSFS*S9ISM! #S3S&SSS&SHDSNSrOLEY :nSkSHS"SHS, 32Z¢ (B(^^; 
a a. (B System 3 :SBS@SH!"z (BPC98, DOS/V, TOWNS, Ա ավ (B X ¢SBHGS*SG 


e TT ¿ SBHGSDF1$8%G!<%?SGSAScS$s$HFOS/SN$, $9S4$$¢ (8(2582:3256Տ7555151: (8) 


# ¿$B$JŠ<NC$K%"%J%9$, SGSkKSNS+2 (B? ¿$B$=$1$0;d$, B>$N%=%USH%O%&%9SN¿ (B 
# ¿SB%7%9%F%`$SrSh$/$S7Si$SJSSS+Š$SiSQ@ (8(25862: (B 


2 SBSHS$$&S$0$1SG!"; dSbHFMOSNSDSNSHS$S-S$?SSSHS3Sm$G$9S, !"S"S*SjJHFMOS9S.SKSH! "3 (B 
¢$B: #EYSO%G!<%?SN:n@.SHS+SNS[S&S, J#; (SKSISCSFS7S*S&SNSG!"SPSi%s%9S, IMS ( (STS 3SmSG$9 42 
(B 


>> ESBSG!"S"SHS3$1$Kz (B PS ¿SBS$Sr2C$(SF¿ (8 3¿SB<oN`S$N%*%k%A%W%i%C%H%U%)!<%`$G$/$_S?$S 
; (B 
N ¿SBSHSSS&SNS,;dSN?2?2SNLNI8!#%S?!<%2%C%*HSOMhG/SN2F%3%_!#¿ (B 
>> # PS zSBHGS, SIS&$TSk$+$O!":#8eSN?d0\S7S@SSSGS9S1STSMz (B 
> 

ՀՏ8 12 (BPSzSBSH$b8_49$, ee n$j$?$$$s$G$9$, !"L5=$05$G$=$N$^$^!"SC$F; (B 
»: q a oss $°S;Ss$M! #2 (B 
$3 SB! ! 2DG=Sd8BS 5 9bB. 2=$7$h$& SH; WSCS?$i8GM-SN%G! <3? 9=BSSr; } SDS7S+SISSS7! #e (B 


£$B;d$,$SS$*SDS/SmS&SHSTSFSSSkKSbSNSO!"7cS7SSFOS—-SH$+$r1,MWz (B 
ESBSHSTSISSSHSNSISNSG! "6KNO%G!<%3?SN8_ ee 
¿SB$D$b$J$G$9!#$^$"$"$kDXEY$N5!<00MB8$0$7$g$&$, SISSSGS9SM! #2 (B 
2SB2hA | $d2; 3Z$N%3% SSP «ՏԱՏՄՏ1505759585, ՏՄՏՏՏՇՏ9Տ, 1": (B 
¿SB%$a%$%s$N6nF0%G!<%?$d!"%7%J%j%*$JSISO40A46&MQS$S5Š5; $^ $9!#¿ (B 


>> X Window System ¿$B$ÞĐbF1MM$G$9!#$=$b$=$b3%2!<%`$K:G$b$`$$$F$J$$4D6-$+$b¿ (8(՞՞չ 25818 
¿ (B 
> 
>¿$B!!¿ (BMaczg SBSN>19g! "SSS6ESHSTSCS?Si%S%G6%* 4X7 8SOD>@\3"S/%; $9! *SCSF<5S$,$"S5S*°S9S, 2 (B 
>¢$B!!#XSO$S@SaSISs$G$9S+SM!) չ (B 


¿SBS (SCSH! "OLHLE*SKSOS@SaSGS9SM! #S$?S@!"—3 (BXFree86 ԱՆԱ ՀՆ 
XFree86-DGA ¢-SBSHSSS&6XCGSN; (B Extension ¢SBS,S$"SkShS&S$GS9! #2 (B 
ESBSDS+$$$+$2?Sh$/S$o$+SiSISSSNsGs9s, Հ (8(՞՞չ 


ee ԱՆԱ աԱ T ՆՅ ԶՆ (BAPI; $B; HSCSFE>Aw! "ՏԱՏՏՏԵչ (B 
>¢$B!!S*!<S=S1SCS/S9ST<jSGSASCSFS*S9! #2 (B 


ESBSGSISM! #S@SVSkKSPSCSUS!SISSSOSKSISIS*SOST! #e (B 


>> ¢SBMN=q$GS9S+¢ (B(@o@) ESBS9S4SSSGS9! #2; (830 ¢SB4XO"SHS+SONISSSbDSNS, S"S4S=SESGSI9SM! # 
¿ (B 
S> Doom ¢SBS_S?SSSISNSHS+!"%S7%_%e%1!<S?7OSHS+! #2 (B 
> 
>¢$B!!01HV=<<BS7SFSkKSNSO!"S?SVSs¢ (BDOS SBSNSGS7SgS&! #3 (B 
ER (BMaczg$SBSNSd$DSO!"M-;VSNJ}$, >R2p$7SFS$/S1SFS2$4!"; ( 7 OSG>R2p$5$1$?$ 42 (B 
ZSB! | §9$k$s$GC5$7$d$9$+$C$2$G$9! #$= $1S$@S1MN=q$KMj$k$7$+SISSSoS1SG$9S, ¢ (8(՞՞չ 


¿$B<B$O: (B X Window System ee ԱԱ ԱԿԱ 5 ԱՆԵՆ 
¿SBS_SsSJ13SPSCS+SjJS+SSSFSkSCS9¿ (8(՞՞չչչ 
ESBS7S+S?SISSSNSG!"1081SN%S*%KSe Z"SkSH: ( (BX ¿ SBS=SNSbSNSNS=!<%9S,S5?ShS45SGS9¢ (B 


ESBSGSO; (B 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 

--MESSAGE FILE 20942 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
14html.html 


--MESSAGE FILE 20943 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0315htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: ¢SB%*%S%*%S¢ (B 
Date: 9 Sep 1997 18:10:55 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 23 

Message-ID: <5v43ffSm4e@newsl.scei.co.jp> 

References: <5ulmflSbc0@newsl.scei.co.jp> 
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<5uc9lvS$ncc@newsl.scei.co.jp> 
<5ujrcq$2vk@newsl1.scei.co.jp> 
<5umd6n$644@news1l.scei.co.jp> 
<5urrmeScf8@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<5urrme$Scf8@newsl.scei.co. jp>zSBSN5-; vSKS*SSSF3 (B 
kbo@kt.rim.or. jpzSBS5$sSO=q$-S*S7S?!#¢ (B 


> 
>>¿SB!!¿ (Bkboz$B$5$s!":G6a$SO$= ԱՆ Cs (8(՞՞չ 
>>¢$B!!;d$0%; SAS 9SOSASKM=D jSIS$$G$9¢ (8(՞՞չ 


> 

>¢SBSSSd!"CN?MSKIwSr5/S$3$7SFS/S1$H! "8@SoS1SFSkKSNSG! #2 (B(%%; 
> 

> ¿SB#K#B#O; (B 


¿SBS*1<!"; (BKBO ¿S$BS5$s!"$JS$SsSF$S3SH$S7$SFS/S1$?Ss$GS9S$S+!<;(B(“ ;;;; 
¿SBEvJ, N"SN@S$S3&SKSOB-SrSUS_SSS1S*SSSH;WSCSFC5S7SFSJS+SCS?SNSK!<; (B 
¿$B$*$b$o0o$:$_$K$$$C$F$7$^$C$?$G$o$I$$$G$9$+: (8(՞՞:::::: 


# ¢SB<!SNz(B siocons for UNIX ¿S$BSG$OFfSNDL?.5!G=%,A)$($SFSk$+$SbS$S7$1%$%S;$s¿(B(¿SB>P¿ ( 
B) 

## ZSBS"S/S*SG!VS+Sb!IWSMz (B 

Hitt ESBSHS3S"S($:2(B I/O ¿$B$r$I$&=hM}$9$Y$+$J!#¿ (BUNIX ¿SB%$G%$P%SISiSNJY6/SQGSK:;¿ (B 


¿SBEOn4; B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿ 2 %c%s%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ 

—-MESSAGE FILE 20943 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
l5html.html 


--MESSAGE FILE 20944 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0316htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: what is game 

Date: 9 Sep 1997 18:15:53 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 16 

Message-ID: <5v430p$m4e@newsl.scei.co.jp> 

References: <5urvimScju@newsl.scei.co.jp> 
<5urve2S$ck3@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! # (B 


<5urve2Sck3@news1.scei.co. jp>zSBSN5-; vSKS*SSSF¢ ( 
einsidle@cb3.so-net.or. jpzgSBS5SsSO=qS-S*S7S?!#¢ ( 


ww 


> einsiedler :SBSGS9!#%4%_SGS9! #2 (B 

> 

>> 2SB3'MMSKSHSCSF32!<%* $HSO2?SG$7Sqg$&$+! #KMSND4: : $GS$Oz (B 
>> ¿SBS3SN#N#GSOLS#480#0L1>SNJ)S,%"%/%;%97P83S"SjSJSOS: !#¿ (B 
>> ESBS*2KSI$i$*1~$ (2<S5SS! #3 (B 


ESBSUS* !#!VS?2SNS7SS2sSjF; !WS+SI! #2 (B 
é$BL5$/SFSb$*$"!"@8S—-SFSS$1$*S$9S1SI!"S"SkKSH?MA8SKS$$m$$$mz (B 
¿$B?<$_$, $G$k$G$7$g$&¿ (Ց5(՞՞չ 


# gSBS"S"SC!!S*S?:#4F | Sb2s$4F; SNS, B?$+$C$?$+$b$)$H$+8e2y$7$F$?$j¿ (8(՞՞չ 
—-MESSAGE FILE 20944 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
l6html.html 


--MESSAGE FILE 20945 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0317html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: Re: what is game 

Date: 9 Sep 1997 19:23:32 GMT 

Organization: Playstation Net Yarouze 

Lines: 31 

Message-ID: <5v47nkSmb6@newsl.scei.co.jp> 
References: <S5SurvimScju@newsl.scei.co. jp><S5urve2$ck3@newsl.scei.co.jp> <5v430p$m4e@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.200 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9S1SI¿ (J 


Go Watanabe wrote 

>>> ¢SB3'MMSKSHSCSF%2!<%* SHSO2?SGS7SgSES+! #3 (J 
> 
> ¿SBSUS`!#!VS?SNS7SS2sSjF; !WS+ST! #2 (J 


éSBKMSO!"<+J, SNIDSSS$?F;S$,K\N.SH;WSCSFS*S9! #2 (J 
£$B%2!<%> Sb$*$?!"2M@8! #HGSd$7$?; ~4VSN2ZACMSOF1S8S+SI! #2 (J 


> ¿$BL5$/$F$b$^$"!"@8$- ՀԱՅԱ S9S1SI!"S"SkKSH?M@8SKS$S$m$$$mz (J 
> ¿$B?<$_$, $SGSk$GS7SgS&¿ (U (*%; 


ESBS=S7SF?<S_SKSOS*SkSH; (J ¿SB$h$I$`¿ (J ¿$B$s$G$9$M!#¿ (J 


> # gSBS"S"SC!!$4S?:#F | $b2s$jF; SNS, B?$+SC$?$+Sb$) ՏՏՀ, (J 
> ¿SB8e2y$7SF$?S3j¿ (JU (“; 


¿SB:#!"4|Kv$F%9%HCf$JSN$K!"KM$O:#4|C10L$JS$$SJ!"S3$j$c;(J 
¿SBO1LkDR$1$,DLMO$9$kŠ[SI4ES/SJSSS7!"$b$&LkL@S$S1SAScSCS$?$7¿ (J 


¿SB:#4|$O=iSa$SFA*Br2JLN$P$CS$+SJSs$SG$dSk5$S,SJSS!&!&¿ (J 

2$B$7$+Sb! "Mh4 | $H%; SCSHSG$?SC$?z (J 9 ¿$B2JLN$SH$1SPS$$$SHSSS$&6K3Z¿ (J 
ESBS*S"!"<B83$G=52 (J 2 ¿$B!"¿ (J3 ¿$B2SE0Lk$7$?$j$7$F$?$1$I!"3Z$G$9!#¿ (J 
¿$B:#$^$G=5¿ (J 20 e S os a a a ce š 
¿SBB>SNBg3X@8SCSFSIS&SJSSSGS9S+SMS'!) (J 


ՀԷ ՀԷ ՀԷ ՀԷ ՀԷ 


_ __ einsiedler __ einsidle@cbh3.so-net.or.jp — _ 
—-MESSAGE FILE 20945 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
17html.html 


--MESSAGE FILE 20946 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0318htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: Re: =?iso-2022-jp?B?GyRCJEokcyREI TwkKxsoSg==?= 
Date: Wed, 10 Sep 1997 20:30:38 +0900 
Organization: PlayStation Net Yarouze 
Lines: 30 
Message-ID: <5v60jjSocd@newsl.scei.co.jp> 
References: <5uebqnSpr6@newsl.scei.co.jp> 
<5uejuiSqé6éq@newsl.scei.co.jp> 
<5ugve7S$srn@newsl.scei.co.jp> <5v432fSm4e@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.114 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <341684D1.7E67@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9O!#3 (J 
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> ¿SBSH$SSS&SoS1SG!";dSDBHFMOSNSDSNSHSSS-S?SSSHS3SmSGS9$, !"S"S*SJHFMOSIS.SkKSH! "2 (J 
> ESB: #EYSO%G!<%S?SN:n@.SHS+SNS [S&S, J#; (SKSISCSFS7S*S&SNSG! "SP%1i%S%9S, IMS (STS3SmSGS9! 
#2 (J 


sS@S1SNHFMQ%S7S9%F%S* STSi!"S$*S@32ZS+SbHS7S$15%S;SsSSM! #2 (J 
e!<%*Sr2CS$ (S?SiBgIQS=SESGS9! #2 (J 


¿$B; d$, SSS“SDS/SmS&SHS7SFSSSkSbSNSO!"7cS$S7SS$SF0S-SHS+SrI,MW; (J 
¿SBSHS7$JSSSDbSNSJS$SNSG!"6KNOSG!<%?$N8_49Sr$HŠkSh$&SKS$SD$/SC$SFS$S/¿ (J 
E SB$D$b$J$G$9!#$^$"$"$kDXEY$N5!<00MB8$0$7$g$&$, $JSSSGS9SMI!#; (J 
¿SB2hA|$d2; 3Z2$N$3%s%P!<%H$JSI$SOS7$g$&S,$JSSSG$9S, 1"; (J 
¿SB%$a%S%sS$N6nF0%G!<%?$d!"%7%J%Sj%*$JSISO40A46&MOQO$55;$2%$9!#; (J 


VV V V V 


¿SŠB!1;dSN>19g$O!"#2#D%"%$/%7%g%s%2!<%`$SN6&M-2=$rAQ$SCSFSSSA$9¿ (JU (%%; 
éSB!!¢ (J320*240*256¢SB?'SISi!"O1LHVCYSS: ( che sae s? ies: SBS. ՏյՏ.5)2 (J 
epi isesise S&SG$9!#8?S@S72HLLS, ».ՏՏՏՏՀ (J (g$B5cz (J) 


2$B!!$;SaSF%*%9%/S$DS-6k7 ?E>AwSr30! <% 5 2 eee O 
ESB! !S=SUSHSGSASKSHSTSKSH6K72"* 6K72?SOS"S*°S5B.S/STISiSTISSS7T! #3 (J 
ESB! !SSSSI}K!SrS4B8S8SNI}%a!<%k2<S5S$¢ (JU (¿SB>P¿ (J) 


> ¿S$SB<BSO¿ (J X Window System j 555 aN veer 55 O ena 
> ¿S$SBS$S_S$sS$J13$PSCS+$SjS+SSSFSkSCS9¿ OTR 
> ¢SBS7S+$?STISSSNSG!"1O81SN%°%K a os ¢ SBS=SNSDSNSNS=! <$9S, $?ShHS5SG6S$92 (J 


ESB! !S=!<%9S,S"S1SP!"O0ULUS5S (SGS-S1SPSISSSHS+SJISjS*°S9SHSSSM; (J (%%; 
2$B!!SGS$b:.$_F~$C$?5-; vSrM} 2rS9SkKSNSK; ~4V$, $+S+SkKSNSOHAS7SS$! #32 (J 

—-MESSAGE FILE 20946 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
18html.html 


--MESSAGE FILE 20947 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0319html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSoLJUCUqJSQbKEo=?= 

Date: Wed, 10 Sep 1997 20:31:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5v60lgSocd@newsl1.scei.co.jp> 

References: <5ulmflSbc0@newsl.scei.co.jp> <5uc9lvSncc@newsl.scei.co.jp> <S5ujrcq$S2vk@ 
newsl.scei.co.jp> <5umd6n$644@news1l.scei.co.jp> <SurrmeScf8@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3416850F.7A05@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 

kbo wrote: 

> ¿SBSSSd!"CN?MSKIwSr5/S3S7SFS/S1SH!"8@SoS1SFSkSNSG!#¿ (J(“ ; 
¿SB!!TwSGS$S9S+¿ (J (“ °; 

é$B!!S=$3$*$G6%S0% TO (44; 


—-MESSAGE FILE 20947 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
l9html.html 


--MESSAGE FILE 20948 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0320html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?WOFdGyRCISEyNiQsJWshPCVrdVY1OyUVJEANKhsoSg==?= 

Date: Wed, 10 Sep 1997 20:33:35 +0900 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 14075 


Lines: 16 

Message-ID: <5v60p4Socd@newsl.scei.co.jp> 

References: <5uh68jSt6h@newsl.scei.co.jp> <5ujfc3$2jn@newsl.scei.co.jp> <5ulacdS4vj@ 
newsl.scei.co.jp> <5umcgg$644@newsl.scei.co.jp> <5us0ij$cm3@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34168582.36F8@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"Sj4S*S9! #3 (J 
einsiedler wrote: 


> ¢SB>-Mh#3%; SC%H; }$C$?$i¿ (J GSX-R ¢SBS5$s$+Si<ZSjSKSHS+!&!&3 (Մ(՞՞չ: 
> ¢$B:_8KS,M>SCS?SjCf£8ES, =PSFS-SF!"%1%s%?%k208, $GS-S?Si7yS@SIS!3 (J 


¿SB!!S=S&$SS(SP!"¿ (INIFTY¢SBSN7G< (HDSGGdSCSFS$ ? PMSOSTS&SISCS?SNS+SIS"! #3 (J 
¿SB!!S=S$SN8eS$,CNS$jJS?SS¿ (J (¿SB>P¿ (J) 


> GSX-R ¿$B$5$s$,#3?MJ, SKSJSC$?$i?75, 5-; vSN#93d58, ¿(J 
> ¢SB:9=P?M: (J K.Tamura z~SBSKSJSjS=S&SGS9SM! #3 (J 


¿SB!!S$SS$SSd!<!":G6a%sQ%o!<$J$SSSs$SG%@%aSGS7SgS&¿ (JU (¿SB>P¿ (J) 

ESB! !S9SCS+S54S*SCS5SSSGS9I!#SOSS! #3 (J 

—-MESSAGE FILE 20948 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
20html.html 


--MESSAGE FILE 20949 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0321html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: what is game 

Date: Wed, 10 Sep 1997 20:38:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5v612dSocd@newsl1.scei.co.jp> 

References: <5urvimScju@newsl.scei.co.jp> <5urve2Sck3@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <341686AB.124B@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9!#: (J 
einsiedler wrote: 
> ¢SB3'MMSKSHSCSF%2!<%* SHSO2?SGS7SgS&S+! #KMSND4: :SGSO¢ (J 


> ESBS3SN#N#GSOLS#4#0#0L>SNI}$, "5/3; %97P83$"$J$JI$O$:!# (J 
> ¿$B$*2K$J$i$*1~$(2<$5$$!#¿ (J 


TSB! 155: }SSSSSDSNz (7(258»Քչ (J) 


¿SB!!S=$S&SGSJSSSDSNSKSOEvS?$SjJS?S/SJSSSJS!!&!&!&!&!&!#¿ (J 

¿ŠSB!121<%` SK8BSiS:2 (7(258»Ք: (J) 

—-MESSAGE FILE 20949 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
21html.html 


--MESSAGE FILE 20950 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0322html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 


Net Yaroze newsgroups message dump.txt Page 14076 


Subject: =?iso-2022-jp?B?GyRCUV41LOSUVGyhK ?= 
Date: Wed, 10 Sep 1997 20:40:58 +0900 
Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5v616uSocd@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.114 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3416873C.6641@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9! #3 (J 


ESB! ! 6e=#!&; 38} 5*SUSrSd$kSiS7SSSNSG!"S=S1SKS$"S0$;S$F¢ (J 
ESB! !SVSiS&SSSPS1!<S*°S9S/STISKSDSNSr:n$SmS&SH; WSSS*S9¢ (J (¿SB>P¿ (J) 


ESB! !So$S+Sk?MSKSOSbHSESOSt+SIS*SISME (J (%%; 
—-MESSAGE FILE 20950 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
22html.html 


--MESSAGE FILE 20951 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0323html1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJSoLJUCUQJSQbKEI=?= 

Date: 10 Sep 1997 16:34:34 GMT 

Organization: Net Yarouze (SCE) 

Lines: 17 

Message-ID: <5v6i6q$Sp41l@newsl.scei.co.jp> 

References: <5ulmfl$bc0@newsl.scei.co.jp> <5uc9lvSncc@newsl.scei.co.jp> <S5ujrcq$2vk@ 
newsl.scei.co.jp> <5umd6n$644@newsl.scei.co.jp> <SurrmeScf8@newsl.scei.co.jp> <5v601 
gSocd@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>> ~eSBSSSd!"CN?MSKIwS$r5/S$3$7SFS$/S1SH!"8@SoS1SFSKSNSG! #¢ (8(՞՞չ 
> 

>¿$B!!IwSGS9S+¿ (B(%%; 

>2$B!!$=$3$*S$G%0%0!<SISSSGS9Shz (8(՞՞չ 


ESBS=SESTSSSO! #2 (B(“ ;;;; 
ESBO11~!"$3S&SSS&SNSOS* $d$_Sd$?SiSKFMSCAVSKSNS,NISS$sSGS9S, 1"2(8 
ESBSSS*SSSA; ՎՏ, 9xS,=ES/SF!&!&!&!TSISCS3SiST7TSgSCSH! Kz (B 


¿SB5SS, 68SCS?ShS&SK!"AvSjJS?SS5S; }SASOS"SkKSSSGS9S, !"@S4VBNS, !&!&!&¿ ( 
ESBIIS*S!!I"S"S=S3SNS*;RSSSsS!IUIELELELESTSSSGSOSCSFSHIA!IS_S?SSST! 8, ( 


ww 


¿SB#K#B#O;¿ (B 


¿SB#p#s!%26SO;R6!S+!#¿ (B 


--MESSAGE FILE 20951 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
23html.html 


--MESSAGE FILE 20952 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0324htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?ISO-2022-JP?B?GyRCJSoLJCUQqJSQbKEI=?= 

Date: 10 Sep 1997 16:34:51 GMT 

Organization: Net Yarouze (SCE) 

Lines: 50 

Message-ID: <5v6i7bSp4p@newsl.scei.co.jp> 
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References: <5ulmflSbc0@newsl.scei.co.jp> 
<5uc9lvSncc@newsl.scei.co.jp> 
<5ujrcq$2vk@newsl.scei.co.jp> 
<5umd6n$644@news1l.scei.co.jp> 
<5urrmeScf8@newsl.scei.co.jp> <5v43ffSm4e@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.175 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


>¿SBS*!<!"¿ (BKBO ¿SBS5Ss!"SJSSSFS3SHS7SFS/S1S?SsSGS9S+!<¿ (B(“ ;;;; 
>¿SBEvJ, N"$NCS3&ŞK$OB-$r$U$_$9$$1$^$$$H; WSC$FCS$7$F$J$+$C$?$NŞK! <z (B 
> $B$*$b$o$:$_$K$$$C$F$7$^$C$?$G$O$I$$$G$9$+: (8(՞՞չչչ:չչչ 


¿$B$"$1!"01;~8x3+$7$?7?$Q0ŞIŞJIŞN$K!&!&!&¿ (B 

¿ $B3N$+$KC/$+$, eee: S"SCS?SNSO1"S"S15O5S45&5S5SSsSG5S7S?2S+!#¿ (B 
2 SBB>SN?MS@SCS$?$i!"Sd P&S! JFDMF !uJ8>08 }D4 !K$G$9$M! #2 (B(*4; 

+ SB! JSHS$$6$+ | "LaDLSNSRSHSKSO! "SARS&W%s%+%eaWes 1) !K¿ (B 
¿SB:#SOFbMFJOS (SFS$*S9S7!"Bg$7$?; v= gSS$SFSISS$G$9! #3 (B 


ESBSSSd$!!"B2T, !"S$3SN<j$O0!"$4S&S5$sSKD>@\OCS$S7$?T}$,NISSS+$I!Az (B 
2 SBSH; WSCSFS$?SNSGS9S, !"SISK$; $"$^$j8CMU$r8r$o$7$?; v$, $I$+$C$?SN$G! #2 (8(՞՞չ 


é$B011~$3$3SKMhS$k?MSG!&!&! &SHOMS (SkSHCE!9!&!&!&SMS'! #2 (B 


ee ee ee 
éSB>h$ j$=$&$G$9$7!"2<COSb==J, SISNSGS$O$H; WSC$?$ j$S7$F$* see 

ESBS ?S@!1"S&SASGSUS! ՇՏՏԱԽՏՄՏ/Տ7ՏԲՏ7Տ՞ՏՇՏՉՏԱՏՇՇ/Տ8ՏՇՏՉ7Տ5ՀՏՕչ (B 
¿SB;WSS=PS$;S S;Ss!# (B 


¿SB$S4$S&$5$s$O!"#S#I#RORCHORN#ES!<#U#N#I#XSr:n$C$S?J)$GSOSNSG!" (B 
¿SB#B#T#O#SSdSISiSSSP!<4X78SJSsS+F@0US=$&ŠSJSNSG!" (B 
ESBHEPHA#RSK: \$; $kItJ, $d! "S=S1SHBPSKSJISk! "#R#U#NSHSG! <%$?Sm!<S1z (B 
¢ SBSWSmS0SiS>$,S"S1SP!"! TS"SHK?%33SSQSSSi!<!K40° zSGS9SM! #3 (B 


ESBSHS3SmSG!"F'S_F~SCS?SH8@S&; VSOGCSCS?SNSGS9S+!) (B 
2 SBK2E9$G!"22?SHS+% ԱԱ Ար re 5 a iss Ke be 
«58: \SCSFSSSKSNSG; — ԱԱ ԱՆԱՆ» 

¿SB;dSO8+SFSJSSSGS9S, !#¿ (B 


¿S$SB$=$1$H!"@h=5$O%O!<%IIJ@Z$1$G$7$?$M!#¿ (B 
LESBS*S@;d!"; }SCSFSTSSSsS$GS9SHSM! ##3K | $b3] $+SiSTS$$+SiGcS$*$&SHSOz (B 
ESB; W$C$F$^$9$, ! #2 (B 


éSBCNSCSFS$k!J!) !K2qg<R$G$O!"SbS&#4#0BES/$i$S9XF~S7SF¢ (B 
¿SB@):nS7SFS S9Sh!#¿ (B 
¿SBS$Sd!<!"#4#0Bf$b!"rIaDLSNSrGc$C$F$?$iGK;:S7S2AS9S1$I!# (B(^^;;; 


># ¿$B<!$N¿ (B siocons for UNIX ¢$BSGSOFfSNDL?.5!G=S,A}S (SFSkS+SbS$7$1$%S; Ss (B(¿$B>P; 
(B) 

>## 2gSBS"S/S*SG!VS+Sb!WSMz (B 

>### ¿SBSHSj$S"S(S: (B I/O ¿$B$r$I$&=hM}$9$Y$+$J!#¿ (BUNIX ¿S$SBSG%$PSISiSNJY6/S$SQ@SK;¿ (B 


¿SB#L#i#n#u#xF-$1$Sh$&S+SJS!!#!J>P K (B 
¿SB#S#C#S#RI!<#H#D#2#G6uS$S2S7!#%K%d%3j¿ (B 
¿SB!JSGS$Sb;d$_$?$$$JGO</SGSb%$$%s%9%H!<%k$GS-SkS+SJ!) !K¿ (B 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 20952 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
24html.html 


--MESSAGE FILE 20953 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0325htm1l.html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban. or. յք» 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJSoLJUCUqJSQbKEo=?= 

Date: Thu, 11 Sep 1997 02:06:12 +0900 
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Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5v6k8sSp72@newsl.scei.co.jp> 

References: <5ulmfl$bc0@newsl.scei.co.jp> <5uc9lvSncc@newsl.scei.co.jp> <Sujrcq$2vk@ 
newsl.scei.co.jp> <5umd6n$644@newsl.scei.co.jp> <SurrmeScf8@newsl.scei.co.jp> <5v601 
gSocd@newsl.scei.co.jp> <5v6i6gqSp4l@newsl.scei.co. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3416D379.66D5@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9! #3 (J 
kbo wrote: 


> ¿SB011-4-!"S3S&SSS&SNSOS`SdS_SdS?SiSKFMSCAvSKkKSNS,NISSSSSGS9S, !"¿ (J 
> ¢SBSSS*SSSA; d$, 9x$,=ES/SF!&!&!&!ISISCS3SiS7SgGSCSH! Kz (J 


ԵՏՔ !SoSOSOSOSO!"S* Sd$_Sd$?SiSHFMSCAVSKSNSOF@OUSGS$ 9Shz (J (¿SB>P¿ (J) 
¿SB!!1S?S@S71"SIS3SK9TS/S+SOAvSCSFSkKN?MSKSbSoS+$iSJSS;vS,¿ (J (°; 


> ¿S$SB5SS,68SCS?ShS&SK!"AvSjJS?SS5S; }SASOS"SkSsSGS9S, !"@S4VBNS, !&!&!&¿ (J 
> ¿SB!IS%*S!!"S"S=S3SNS*;RS5Ss!"!&!&!&!&SJSsSGS9SCSFSh!'A!IS S?SSSJ!#¿ (J 


¿SB!!SbS&H>7n!A01%Su7nDxEYBTSCSF2<S5SS!#¿ (J 
¿SB!!?HJU$, MnSACeS$$$?Si!"S*S?AVS1SkS+Sb$7$1$%S; $s (Մ(՞՞չ 


¿SB!tM>7WS@SaSKSJSCS?SjST7SF¿ (J 
--MESSAGE FILE 20953 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
25html.html 


--MESSAGE FILE 20954 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0327html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!mfujita 

From: mfujita@fa2.so-net.or.jp (Masutsugu Fujita) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: PowerMac=?1SO0O-2022-JP?B?GyRCRUVDU0BaJGwbKEI=?= ( 
=?1ISO-2022-JP?B?GyRCPIADKEI=?= ) 

Date: 24 Sep 1997 16:43:11 GMT 

Organization: Net Yarouze (SCE) 

Lines: 27 

Message-ID: <60bfuvS7qv@newsl.scei.co.jp> 

References: <333FB9CF.39D9@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.179.156 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 Jun.1,1997 (DOS32) | 


In article <333FB9CF.39D9@ymg.urban.or.jp>, kouzou@ymg.urban.or.jp says... 


>¢$B!!=)MU86SJSISN; (BT-Zonez SBSKSOS"SkSHSSS&OCSISNSG!"z (B 


¿$B$7$P$i$/J|CV$7$F$$$?$i!"¿ (B 
¿SB;d$N¿ (BIIsiz $B$N%P%C%/%"%C%WEECS$b$*K4$/$J$J$K$J$J$^$7$?!#¿ (B 

¢£$B!J@_Dj$7SFS$bGr 9u$G5/F0$9S$kz (B-———->¿$BSDSS$S$KSO30It¿ (BHD; $B$+$i5/FOSGS$-$J$/S$ISj$*$7$ 
?!#!K¿ (B 

:SBSPSC%/%"% SWEECSSO=) MU86% ($1%/%H%4%C%/%Q! <%D#29FE9SKSHS"S5S*S7S?! #2 (B 


>¿SB!!S*CMCJ#9#8#01_!#%SS9SisS (SkQ=! 4. (B 


IIsizSBMQSO!Jz (B6100; SBSHF1S8$+SJ!Kz (BmaxellzSB@=SG#1#0#0#01_SGGdSCSFSSS*°S7S2?! #2 (B 
¢SBBe6bSHAWNA! &>CHQ@GS$ rAwSkSHIuE { SKF~S1SFAwSCSFS/S1S%*S7S?! #2 (B 


>¿SB!!¿ (B6100:$B$, #3G/S/S1iSSSG@ZSlSk;vSOS"S*SJSJSSSiS7SSSNSG!" (B 


IIsi¿SBSO#1#9#9#0G/SK9XF-S$S7S?SNSG!"S$S=$sSJSbDbSNSGS7SgS&!# (B 


¿SB$H!";<4|$rBg$S-$/308S7$?%U%)%m!<$G$9$, !"S_SIS5SsSNS4; 29MS*SGSK! #2 (B 
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Masutsugu Fujita 

mfujita@fa2.so-net.or.jp 

NIFTY-Serve GBHO0701 

Wer zuletzt lacht, lacht am besten. 

éESBF#ED; (B ¿SB1IW;L¿ (B ¿$B!J$U$8$?:¿ (B ¢SBS*S9SDSO!Kz (B 

—-MESSAGE FILE 20954 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
27html html 


--MESSAGE FILE 20955 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 

0328html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?UG9I3ZXINYWMDJEUJFRUNTOFokbBsoSg==?= ( 
=?iso-2022-jp?B?GyRCP1LAbKEo=?= ) 3 

Date: Thu, 25 Sep 1997 21:18:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <60d1linSad5@newsl.scei.co.jp> 

References: <333FB9CF.39D9@ymg.urban.or.jp> <60bfuvS7qv@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <342A5698.5912@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


é$B!!¢ (JGSX-RzSBSGS"S4S*S9! #3 (J 


Masutsugu Fujita wrote: 


> ¿$B$7$P$i$/J|CV$7$F$$$?$i!"; (J 
> ¢SB;dSNz (JIIsi¿$B$N%P%C%/%"%C%WEECS$b$*K4$/$J$J$K$J$J$^$7$?!#¿ (J 


2$B!!J|CVS7SFSIS/SFSb8:$5$*$9S+Si:$$5<TSGSISMz (J(^^; 
¿SB!!%$O!<%SISKLdBj$, $I$$8B$J$O#5G/ $O; }$D$i$7$$$G$9$, !#¿ (J 


¿SB!!CNSiSJSS?MSO=SM)$SK=PS7S?S3jS9SkSsS@SmS&SJS"!#¿ (J 


> IIsizgSBSO#1L#9#9#OG/SKOXF~S7S?SNSG! "S=SsSJISDSNSGS7SgS&! #32 (J 
> ¢$BSH!";~4|SrBg$-$/30$7$?%U%) m!<SGS9S, !"$_STS5SsSNS4; 29M$*SGSK! փ: (J 


ESB! !B>S$Kz (IMac; $B$r;H$C$F$$$k!?; }$C$E$$$kJ}!"¿ (J 
é$B!!!VS&SASKSbS"SkSh!A!WS@S1SGSSSSSNSG%U%) Sm! <2<$5$$3 (J (¿SB>P¿ (J) 


ESB! tsbsHsm!<SiSNz (UCHRP¿SB!&!&!&!&!# (J 
—-MESSAGE FILE 20955 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
28html.html 


--MESSAGE FILE 20956 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0329html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP?B?GyRCJCskSiRqOGZMNTo7QkEkKNyRGJF 4kNyQ/GyhC?= 

Date: 30 Sep 1997 08:38:00 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 19 

Message-ID: <60qdp8Sobk@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.251.251.216 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!$I$b!"¿ (BEalcom: SB$G$9! #2 (B 
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£$B!!S+SISjIDISSS3SH8£L5: ; BA$7$F$?4V$K!"%"%/%F%#%V$J?MŠ, ¿ (B 
ESB! !A}S (S?$h$g&SJ¿ (B..... ¿$B!J>P!K¿ (B 


2$B!!=PD%$,B?$/$F!"LSFIS,N/S*SCSFSS$$?$sSGS$9$, !"Sh$&$dS/¿ (B 
¿S$B!!=hM)$7$%*$7$?!#¿ (B 
2 $B! !CNSiSJ$$$&SASK!"%5!<%PL5NA4 | 4V!"1d$S$?S$sSGS9SM; (B..... 


2 


2$B!!;~BeSOJQSoSk$b$s$@z (B..... 258175) (B 


¿SB!!$SHS$$&S$SoS1$G!"$*=i$J?M$b!"$4B8CNSJ?MS$Sb!":FSS¿;(B 
¿$B!!$h$m$7$/$G$9!#¿ (Bm(__)m 


_/_/_/ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
ey ey fer, E_Mail_Address : falcom@bekkoame.or.jp = = ee | 
af fel Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 


—-MESSAGE FILE 20956 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
29html.html 


--MESSAGE FILE 20957 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0330html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCUCskSiRqOGZMNTo7QkEKNyRGJF 4kNyQ/GyhK?= 

Date: Wed, 01 Oct 1997 01:18:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <60r907Spa5@newsl.scei.co.jp> 

References: <60qdp8Sobk@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.ne.jp 

NNTP-Posting-Host: 202.231.136.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3431266A.3457@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 
falcom wrote: 
> ¢SB!!=PD%$,B?S/SF!"LSFIS,N/S*SCSFSSS$?SsSGS9S, !"ShS&Sd$/z (J 


> gSB!!=hM}$7$*S7S$2 #2 (J 
> 2$B!!CNSi$JSSS&SASK!"%5!<%PL5NA4 | 4V!"1d$S$?$sSGS9SMz (7..... 


ESBIIS*S"SASTISSSSS*ST He (J 
ESB! !S=S&SGS9!#2-SSS*STSP!#S (S (!"?-SSS“S7S?SHSbe (J (¿SB>P (J) 


¿SB!!EE7b2&%$3%s%$F%9%H$JSsS$SF$N$b$"$j$*$7$S?¿ (J (¿S$B>P¿ (J) 

¿$B!!:#2s$OIT;22C$G$9$, !#¿ (J 

—-MESSAGE FILE 20957 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
30html.html 


--MESSAGE FILE 20958 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0331html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOiQrJEokajhmTDU600UBUDckRiReJDckPxsoSiAuLi4u?= 
Date: 2 Oct 1997 07:12:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <60vhgg$t5@newsl.scei.co.jp> 

References: <60qdp8Sobk@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.228 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 


Net Yaroze newsgroups message dump.txt Page 1409 
Pete. 


—-MESSAGE FILE 2213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00916 


-—-MESSAGE FILE 2214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000917 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Moan moan moan 

Date: Tue, 12 May 1998 13:38:28 -0700 

Organization: Cisco Systems 

Lines: 34 

Message-ID: <3558B344.5332B5D1@netmagic.net> 

References: <354f85d5.25145471@www.netyaroze-europe.com> <355033F0.725EDCO0@micronet 
ics.com> <3557AFAC.DEB58F32@ndirect.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Alex Herbert wrote: 
> 
Jim wrote: 


I had the same problem. The TV couldn't handle an 18 hour coding 
session and committed suicide. So I threw it from the first floor 
window. Highly satisfying.. 


http: //www.codeworks.demon.co.uk/ftp/jim5. jpg 


And now, last night my Grey PSX popped it. I was playing Tekken 2, 
doing really well and the music started juddering, and then FMV started 
failing. Cd loading took _ages_, and now cds fail to spin at all.. 
Anyone seen this before? 


VVVVVVVVVV 


My first Grey PSH did exactly the same. It was still under warrantee and 
Sony sent a guy round with a new one. Now this one is starting to do the 
same. I honestly don't think these things were built to last. I notice 
that newer Playstations have a different CD mechanism, although my Yaroze 
seems to have the older type. I have been told (but I'm not sure how 
reliable this is) that some cheap CD mechanisms (especially in old CD 
players) are prone to condensation in the lense as the weather warms up. 


VVVVVVVVVVVV VV VV VV VV VV 


Herbs 


Is this a heat-releated problem? My friends have had numerous PSX 
problems because they overheated. Did you flip the Yaroze upside 
down or put a fan blowing around it? Mine stays pretty cool with it 
being elevated off my desk---those manuals are good for something! 


na A 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00917 


-—-MESSAGE FILE 2215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000918 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what do people actually use ? 

Date: Tue, 12 May 1998 13:41:47 -0700 

Organization: Cisco Systems 

Lines: 18 

Message-ID: <3558B40B.AD2F36C0@netmagic.net> 


Net Yaroze newsgroups message dump.txt Page 14081 
X-Newsreader: Microsoft Internet News 4.70.1161 
ESBESHA#FT! SSGS9! #2 (J 


2 SBS * SWS 7$VS$ J SMS 2SKS+S$3SD$S1SF=q$+$; SFSDSiSSS*s7$?!#e (J 
ZSBL) $+SK?tF/AOS$+Si5! 2q$r; GSCSFS?SHSSS&¿ (J (՞՞չ 


¿S$SB%3j%$"%k%?%$%` SKS 3SNOCBj$K; 22C$GS-$JIS+$CS$?; vSKBg8e2y$GS9! #3 (J 
2 SBSdSOS$ jSKSe! <%9S0%* SaSK8+$ISISISPSHDK46$7S*S7$2! #3 (J 


2ESBSI$s$+$35N; ~4| SKI | 3hS9SkSH!":#S*SGEE7TbDSNOYSKS3SbSCSFS$$2¢ (J 
¿SBS+SNMMSGS9S, !"; dSOA4A3$=SES8ScS"SIS*S;S$se(T (^^; ¿S$SB2?2SKSbS7SJSS¿ (Մ 
¿SB$SS$SSoSP%$j%U%1%C%7%e5Y2K$G$7$?!#¿ (J 


¿S$BIaDL$O%3j%US1 
¿S$SBS9S1$ISM!#SA 


Շ 


%7%e5Y2K$C$F!"2?$+;v$r@.$7?k$2$?8e$K<h$k$s$G (J 
(% 


% %jSGS9¿ (J (^^; 


¿$B$=$s$JLU$G!"?45!01E>!"$I$&$>$h$m$7$/$G$9!#¿ (J 


(^-^)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 20958 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
31html.html 


--MESSAGE FILE 20959 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0332html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCOm4kOyRGJF 8kXiQ3UD8bKEo=?= 

Date: Fri, 03 Oct 1997 23:08:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <612ug8S4gu@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3434FC6B.309C@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzZSBSGS"SjS*sol#e (J 
¿$B!!¿ (Jhttp://www.urban.ne.jp/home/kouzou/ 


¿SB!1!S“S@S“S@S3S1S+SiSGS9S, !"@kFA¿(J(¿SB>P¿ (J) 
—-MESSAGE FILE 20959 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
32html html 


--MESSAGE FILE 20960 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0333html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?GyRCUDUKYCOkGyhC ?= 

Date: 8 Jan 1998 04:57:51 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 15 

Message-ID: <691lmcfSs7q@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.157.139 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ESB! !!!L@S1S*S7TSFS*SaSGSHSES4S6SSS*°S9! #2 (B 
¿$B!!!!¿ (Bfalcomz;$BSGS9!#¢ (B 
ESB! !!!:#G/Sb59S7S/S*SMS2!<S7S*S9! #2 (B (¿SB>P¿ (B) 
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éESB!!!!S5S_!<SH;WSCS?Si!#E15~SO; (B(¿SB?7=1¿ (8) ESBSGSO! "8=:_!"3 (B 
ESB! !!!@c$,9_ SCSFS-S*S7S?2! #2 (B(%%;; 


¿$B!!!!5"$K$^$G$K!"EE<V$, $H$^$i$- a ¿SB61>P¿ (B) 


ESB! !!t5"S1LISkKSNS+SbITL@S@SIST! #2 (8(՞՞չ:չ 
aff} Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
/_// E_Mail_Address : falcom@bekkoame.or.jp fff 
EPEAT Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 


—-MESSAGE FILE 20960 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
33html.html 


--MESSAGE FILE 20961 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0334htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiQ1UGAkKJBsoSiAuLi4u?= 
Date: 8 Jan 1998 18:15:36 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 5 

Message-ID: <693548S9f@newsl.scei.co.jp> 

References: <69lmcf$s7q@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz;SBSGS9!<! #3 (J 


ESBGcSG; 3<j@~$,;_S*SCSF!"2HCeSSS?SNS, 2 (Ul ¿$B;-2a$S.SFS?!&!&!&!# (J 
ESB;  S$s$@So!#¢ (J 


—-MESSAGE FILE 20961 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
34html html 


--MESSAGE FILE 20962 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0335html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJDUKYCOkGyhC ?= 

Date: Fri, 09 Jan 1998 06:10:12 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <34B540B4.C1BDE7D5@geocities.com> 

References: <69lmcfS$s7q@newsl.scei.co.jp> <693548S9f@newsl.scei.co.jp> 
Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> ¢SBRc$G; 3<j@~S,;_S*SCSF!"2HCeSSS?SNS, ¿ (B1z2$B;~2aS.SFS?!&!&!&! #2 (B 
> ¢SB;° SsS@So!#¢é(B 


éSBBg@c$4610+MMS$G$7$?!#¢ (B 
¿SB;dSO!S@cSŠ, SRSIS/SJSJS=S&S@SCS?SsSG3X9; SN<x6HS$5S$SNSCSF¿ (B 
ESBS"SCSASCSS$*$7$ 22 (Ք(՞՞չ 


Mie Ա ԱԿԱ ԱՆՆ ՏՆ DE 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
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ESBHECHGHISNIY6/SrS$7SFS*°S9!#S*S@SASGSCSHSOS+SsSISSSGS9!#¢ (B 


¿SB:G=*99?7F|;-!!!!#1#1!2?!) !) (B 

¿SB9927M=D3jF|!!!!!14#1121!)!) | (B 

--MESSAGE FILE 20962 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
35html.html 


--MESSAGE FILE 20963 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0336htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?UFMbJEIlKCVfJWUlbCE8JT8bKEI=?= 
Date: Sun, 11 Jan 1998 01:03:50 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <34B79BE5.AD48DD4C@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 
NNTP-Posting-Host: 202.224.160.152 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SB!!SHSSS&SNSrJ9S-$S S7S?1!#¿ (B 


¿SB11SG!SS=$1$,S"Sk¿ (BURL: $B$b$+$$$F$"$C$?$N$G$3$3$K=q$-$^$9!#z (B 


¿SB!!#D#O#S!?#VMQOSG!SSJSSSGSb#B#I#O#SSr=qS-49S (SkI,MWS, ¢ (B 
ESB! IS"SKS_S?SS$GS9!l#z (B 


http://www.netlaputa.ne.jp/~taisyou/emu/Emu_Top.html 


Հավ ey ea To oe aa) el eee od iD tel eC 
ESB! !!!!!1S?$3SNS9$1¢ (B(t_youhei@twosoft.office.ne. jp) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
ESBHECHGHISNIY6/SrS$7SFS*°S9!#S*S@SASGSCSHSOS+SsSISSSGS9!#¢ (B 


¿$B:G=*99?77F|;~!!!!1#1#1!?!)!)¿ (B 

¿$B99?7M=DjJF|!!!!!1#1!?!)!)¿ (B 

--MESSAGE FILE 20963 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
36html.html 


--MESSAGE FILE 20964 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0337html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1ISO-2022-JP?B?GyRCJF4kP0BjGyhK?= 

Date: 12 Jan 1998 14:33:02 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 7 

Message-ID: <69d9iuSb4b@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.220 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS5$9$, SKS3S3S“SG9_SkSH!V@cS@!<!*!WSHSSS&ShSj!V?a@cSSSFSk!WShS&SK¿ (J 
¿$BS_S(SKSNSGS"SCS?!#¿ (Մ 


¿SB:rF|$d$C$S2%i%$$%V$N1F6ASOS9$4S/$F!"SISsSJ2;3ZŠ$r¿ (J 
ESBIISSSFSb46>p$,MISSSVSiSISFS7S*SE&ESNS@! #2; 3ZSCSFS"SiS?SaSFSIS4SSSC!#e (J 
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TPM.CO 
—-MESSAGE FILE 20964 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
37html html 


--MESSAGE FILE 20965 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0338html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kKAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCRVpGaSRIJCokKyRmGyhC ?= 
Date: Thu, 22 Jan 1998 02:33:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <34C63187.5B1CO6CE@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


ESBS3SsSKSASO; (B kAZZYz;SBSGS9! #2 (B 
ESB: #G/SbSh$m$7$/S*45SSS7S*°S9! #2 (B 


ESB: rF | %2!<%; SsSKSSSCS?SiSWS1iSS%: S* S37 SSSKSHSSSGSHSISSI*S, F~SCSFSSS*S7S$2! #2 (B 
ESBSISSSH! ITEZFi%; SCSH! ISH! IS*S+S£%;SCSH!T! #2 (B 
2 SB01?MMOSG>. $5S$SSNSG$9$, SAScSS$HS$7$?>F$-J*SiS$7$/¢ (BGET SBS 7ShS&SKSbS*S$CS$?S/!I%Tz (B 
£$B%/%SjSHSb!Kz (B 

ESBFOS-$*$;$s$G$7$?!#z (B 


ESBSbS&!"<h$1$kSb$s$ISi3MS$CSFS$_$d$, $1S$CSF8@SoSs$P$+$jSN0 [MMSJB8:_46S$GS7$?! #2 (B 
2 $B! IS3S1SCSFK\EVSKSWSi SSS 2 S°S7SSMOSNTILISHS7SF :nSiSlS?SNSQSmSESt!S!S!S!1K3 (B 
2 SBSHS3SmSG ! "SWSiS$%:3*°S7Ss$Gz (BGET: $BS7$? 7JIISCSF8eSGNd@ESKOMS (SkSHz (B 


ESBSI!<SGSbSSSS$ShHSE&STSHSNSESCS$?S5S7S*°S;Ss$t+!) (B 


¿SB@S5BNITL@SNSLSSSOSkS SHS+!%!1%!S¿(B(“ ;; 


VE AEE BEL E EE BE ԿԵՐՅՆ fA] af ՅԷ վա: CEN /ՔԻ Sf BIA EY ff ee. 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
S AAN A Ն Ev S hI ff EY fof Y Sh արար աի աա Lf hf fa ef 


—-MESSAGE FILE 20965 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
38html.html 


--MESSAGE FILE 20966 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0339html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCQDhCOD5aTEADKEo=?= 

Date: Tue, 03 Feb 1998 01:59:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <6b4u77Scsd@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34D5FB5A.125B@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 


Net Yaroze newsgroups message dump.txt 
ESB! !SHS5S"S ($:@8S-SFSS$*$9!l#e (J 


$B! !G/KvG/; OSOIw<YSRSSSF; > $s$G$?$4!"3P%3$%/$S, 2uS1$?$4!"3 (J 
¿SB!!¿ (JMacz$B$, #5BESKA}S ($?$5$7$*$7$2S, !"S"SSS+SoSiS:IOK3SGS9!#¿ (J 


¿SB!!SHS3SmSG:#!"#N#YSGN.9TSCSFSSSkSNSOSJSsSGS9S+!)¿ (J (¿SB>P¿ (J) 
¿SB!!%S5!<%SPSOSSSDS+SiM-NA2=S$GS9S+!)¿ (J 
¿SB!!SaSsSIS/S5SSSNSGB>SN¿ (Jnews¿ $B$rFI$`5$$,$7$^$; $s (I(^^; 


¿$B!!; d$O$3$&$$$&; v$r>/S$7TSESDSASCSFSSS$*S9!l #2 (J 


http://www.ymg.urban.ne.jp/home/kouzou/Mac/Archive/98-02-02.sit.hqx 
¿ $B", 8=>u! #Ls¢ (J200KB¿$B!#¿ (JKT7.5.3¿$B0J>e$N¿ (JPPC¿ $BEk:\¿ (JMac¿$BMQ!#¿ (J 


¿ SB; HMQ5!<oL@5-$N>e!":8>e$N?t;z$r%a!<%k$7$F$$$?$@Š1$k$H$&$1$7$$!#¿ (J 
ESC; $B3—!<SG=*N; !"z (J2, 4, 6, 8g $B$b$7$/$0%+!<%=%k%-!<5Z$9S%7%U%H%-!<!# (J 


CodeWarrior PR2¿$BF |K\81HG!"Aa$/Mh$J$$$+$J!A!#¿ (J 
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—-MESSAGE FILE 20966 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 


39html հեւ 


--MESSAGE FILE 20967 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0340htm1. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: Jiro Sezaki <sezaki@interlink.or.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: Win98 

Date: Wed, 18 Mar 1998 21:31:20 +0000 
Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <35103D27.2A05038E@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.229 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&Sb!"SOS8SaS*S7SF! #2 (B 
¿SBS3$SNSU%S) !<%i%` SXSO!"=iSaSFS-S*S7S?! #3 (B 
ESBA%S: ISHSSSSS*SO! #2 (B 


2SB:#F | !"!V#WHIFN: (898581 157 1Հ522 (B3¢SB!WSrz (B 
£$BS$%S%9%H!<3kS7S*°S7S2! #3 (B 


ESBSGSb! "2 (895:585851535, 0ՇՏեՏտտտ01) (B 
ESBFES@! #2 (B 


¿SB$=S1S@S1!#¿ (B 


¢$BQ3:4!!FsO:!J#c#z#we (B03419¿ $B !K¿ (B 
E-Mail¿$B!!¿ (Bsezaki@interlink.or.jp 


--MESSAGE FILE 20967 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 


40html.html 


--MESSAGE FILE 20968 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0341html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: =?iso-2022-jp?B?GyRCUDUKRiQ1UJEYbDKEo=?= 
Date: Mon, 01 Jun 1998 03:02:00 +0900 
Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <6ks6b2Sahs@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.109 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 14086 


X-WWWns-ID: <35719B14.3856@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !S*S@=qS1SkSN$+$JI!) (Մ 


—-MESSAGE FILE 20968 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
4thtml.html 


--MESSAGE FILE 20969 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0342htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJDUKRiQ1JEYbDKEI=?= 
Date: Tue, 09 Jun 1998 01:51:56 +0900 

Organization: Japan 

Lines: 2 

Message-ID: <357C16AC.CO844D30@geocities.com> 
References: <6ks6b2Sahs@newsl.scei.co.jp> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ESBS*S@!"S+S1S*S9SMS': (B 


—-MESSAGE FILE 20969 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
42html html 


--MESSAGE FILE 20970 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0343html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCUDUkKRiQ1JEYbKEo=?= 

Date: Wed, 10 Jun 1998 20:33:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 
Message-ID: <6llrp5Sbvn@newsl.scei.co.jp> 

References: <6ks6b2Sahs@newsl.scei.co.jp> <357C16AC.C0844D30@geocities.com> 
NNTP-Posting-Host: 202.231.136.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <357E6F1F.6F5F@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!¿ (JGSX-RzSBSG$9! #3 (J 


Youhei TAKADA wrote: 
> 


> ESBS*S@!I"St$1$*S9SM$'2 (J 


ESB! !#5! 2#3#1S*°SGS+SH;WSCS?Si!"#67nKvS*SGSISSSGS9SM! #2 (J 
¿SB!14*0c$SS7SFS7 S7S?; (Մ(՞՞չ 


é$B!!S7SCS+S7!"S*SbSSSCS-Sj80S1SFSkSIS! ! #3 (J 
2$B!!B>SNz (Jnews¿ $B$b$+$J!)!#¿ (J 
¿$B!!:#$+$i01DL$J8+$F2s$j$^$9!# (J 


ESB! !<!!"SSSDS/SkS+SOITLEG@: (J (%%; 


—-MESSAGE FILE 20970 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
43html.html 


--MESSAGE FILE 20971 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0344html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 


Net Yaroze newsgroups message dump.txt Page 


From: "=?iso-2022-jp?B?GyRCRO8+bBsoQiAbJEI/cj90GyhC?="_ <bvl@gigawave.ne.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?i1so-2022-jp?B?GyRCOkc9aSRHOkc4ZSRORWo5RhsoQg==?= 

Date: Tue, 30 Jun 1998 22:09:29 +0900 

Organization: PHLUITS FACTORY +/- 

Lines: 36 

Message-ID: <3598E389.726F3632@gigawave.ne.jp> 

NNTP-Posting-Host: 210.169.15.167 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" CF83C1044375D2C287F9AB7C" 
X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


This is a multi-part message in MIME format. 
CF83C1044375D2C287F 9ABT7C 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


¿SB%3j!<%SIS*Ss%j!<2=¿ (82:58: ~4VA0SGS9! #2 (B 
¿SBS3S3SK=qS$S/SYS-S+SIS&S+ShS/SoS+SsSJSSSsSGS9S1SI!&!&!&¿ (B 
ՀՏԹՏ՞Տ | ՏՏՏՏՏԶՕՀ (B 
¿SBSHS3JjJS"S(S:;dSNS[!<%`%SZ!<%8SN%"%$I%S1%9=qSSSFS*S-S“S9!#¿ (B 
¿SB#61?#3#08=:_S“S@%Y!<%?HGSGS9S, ¿ (B 
é$B3'S5SSsSKIPCNS9SK<jCIS, SbS&STS/SISCSFS7TS*S&SNSG! #2 (B 
http://www.gigawave.ne.jp/~bv1/ 
¿SBShSmS7S/S*43jSSS7SS9!#¿ (B 
¿SB#b#v+#1:¿ (B 


CF83C1044375D2C287F9AB7C 

Content-Type: text/x-vcard; charset=iso-2022-jp; name="vcard.vcf" 
Content-Transfer-Encoding: 7bit 

Content-Description: չոչճ ¿¿¿m :195ճթ 

Content-Disposition: attachment; filename="vcard.vcf" 


begin: vcard 
fn; quoted-printable:=94n=8F=EA =90=92=90m 
n; quoted-printable: ;=94n=8F=EA =90=92=90m 


org: PHLUITS FACTORY +/- 
email;internet: bvl@gigawave.ne.jp 
x-mozilla-cpt: ;0 

x-mozilla-html: FALSE 

version: 2.1 

Բոզ: vcard 


CF83C1044375D2C287F9AB7C-- 


14087 


--MESSAGE FILE 20971 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 


44html.html 


--MESSAGE FILE 20972 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 


0345html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCOkc9aSRHOkc4 ZSRORWOSRhsoSg==?= 
Date: Tue, 30 Jun 1998 23:24:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <6nassiSd80@newsl.scei.co.jp> 

References: <3598E389.726F3632@gigawave.ne.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3598F516.4B80@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ՀՏԹՇՕ»1: (J ¿SB?r?N¿ (J wrote: 
> 
> ¿$ŠB%j!<%I%*%s%j!<2=;¿(J2;$B;-4VA0$G$9!#;¿ (J 
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> ¿SBS3S3SK=qS/SYS-S+SIS&S+ShS/SoS+SsSJSSSsSGS9S1SI!&!&!&¿ (J 
> ¿SBS“S!SSSSSd¿ (J 


¿SB!!S&!<Ss!"#7!?#1%S8%c%s9%sHSG%Sj!<%sI%*%s%j!<SKSJSjJSAS9S+SMS (1) (J 
¿SŠB!!#1#0;-$4$mSK:n6H$9$Sk$s$8$c$JSSS+SH;WS&Ss$SGS9$, !#3 (J 


¿SBSH$jS"S ($:; dSNS[!<3° SZ!<S8SNS"SIS1S9=QSSSFS*S-S*S9l #3 (J 
¿SB#612#3#08=:_S“S@%Y!<%?HGSGS9S, ¿ (J 
¿S$B3'S5SsSK9pCNS9Sk<jCJS, SbS&ESTS/SISCSFS7TS*SESNSG! #6 (J 
http://www.gigawave.ne.jp/~bv1/ 
ESBSh$m$7$/S$*45SSS7S*S9! #2 (J 


V V V V V 


ESB! !S[Ss$8Sc!"8+SK9TS-S*SO! #2 (J 


—-MESSAGE FILE 20972 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
45html.html 


--MESSAGE FILE 20973 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0346htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?1s0-2022-jp?B?GyRCJEgkaiQiJCgk0Oj0qJG8kayRzJEAkTSQoGyhK?= 
Date: Tue, 30 Jun 1998 23:33:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <6natriSd8j@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3598F725.2EE2@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!:G8eS@SCSFSNSK!"S"S*S5S5!<SP:.S$SSGSISSSMz (J (¿SB>P¿ (J) 


¿SB!!=*SoSkSH8@S&ShSjSO!"S3S1S+$Si;OS“SkSH8@SCS?J)S, SSSSSNS+SbS7S1S S;Ss!#¿ (J 


¿SB!!SGSb!"!V%SW%m%$0%SiS_%s%0SGS-Sk%SW%1%S%S9%SF!<%7%g%s!WSN%$f!<%6!<SO¿ (J 
ESB! !!J011~!KSbS&A}S (SUSSSOS1SES+Si!"S3S1S+SiSO#M#SH#XSHS+H#EXH#OHSHFOHOHOS (J 
¿SB!!S_S?SSSJB8: _SKSJSCSFSSS/SsS@SmS&SJS!!#¿ (Մ 


¿SB!!;WS(SP!"8)$SP$CS+$G2?Sb$GS-S$SJ$+SCS$?ŠSJ¿ (J (¿ŠB>P¿ (J) 
¿SB!!<+J, $NEXNOITB-$ÞbG'$a$k$1$I!"$b$&$A$g$C$HBP1~Aa$$$H$h$+$C$?$J!#¿ (J 
¿SB!!$=$&;WS&?MB?S$SS$SSOS: !#¿ (J 


¿SB!!S“S?S3S&SSS&4k2hS,S"SCSF!"S=S1SK;22CSGS-Sk>u67S@SCS?Si¿(J 
¿SB!!1SdSjJ$S2SSSH;WSCSFSSS S9!#¿ (IJ 


¿SB!!S_SJS5SsSIS&SbS"Sj)JS,SHS&S4S6SSS“S7S?!#¿ (J 
¿SB!122?MS,FISSSGS/S1SkS+SoS+SiSJSSSl1SI¿ (J(¿SB>P¿ (J) 


¿SB!!$=S&$@SJS"!&!&!&!VGO</S8ScSMS (SN!)%3%$%sD%Si!WSCSF1F$G8@SCSFSkS$ShS$jS$O¿ (J 
¿SB1!S“S@2?S+SGS-Sk;VvSOSJSSS+SHLO:wS7SFSkJ)S, 1"26505ՒՏՇՏՅՏՏՏՏՏԱԱՏԵՏՄՏ" Լ փչ (J 
2581 1Շ/ՏՃՏՏՏՇՏԲՏՏՏՑՏՀչ (Մ(ՀՏ8»Քչ (J) 


—-MESSAGE FILE 20973 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
46html html 


--MESSAGE FILE 20974 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
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0347html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 
Subject: SB 

Date: Tue, 30 Jun 1998 23:34:50 +0900 
Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <6natrk$d8j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <3598F783.F2Beymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! IS=$&$$$ ($P!1"S5%2!<Ssz (JBASICZ$B$, H/GdS5$1$*$7$?2$Mz (J (¿SB>P¿ (J) 


2$B! !0JA0!"$3$3$G635%?!<%sz (JBASIC:$B2q5D<<$r$d$m$é! *SISs$Fz (J 
é5B!!8@SCSFS?S3SHSr3PS (SFSk?MSSSkS@SmS&S+¿ (J (%%; 


¿SB!!SbS&SASgSCSHAaS/=PS7SFS[S7S+SCS?SJS!!#¿ (J 


—-MESSAGE FILE 20974 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
47html.html 


--MESSAGE FILE 20975 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0348htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kKAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCJEgkaiQiJCgk0Oj0qJG8kayRzJEAkTSQoGyhC ?= 
Date: Wed, 01 Jul 1998 02:06:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <35991B01.947DDC9F@fa2.so-net.ne.jp> 

References: <6natriSd8j@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.170.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


K.Tamura wrote: 


2$B!!:G8eS@SCSFSNSK!"S"$*S5%5!<SP: .$sSGSISSSMz (B(¢$B>Pz (B) 


ա 


> 
> 
> ¿SB!!=*SoSkSH8@S&ShS3jSO!"S3S1S+$9i;OS%“SkSH8@SCS?J)S, ՏՏՏՏՏԱՏԻՏԵՏ/ՏԼՏ՞ՏչՏՏ Ի, (l 
> 


¿SB%sa%sb%j!<%+!<%I%SUS)!<%i%`SN<vG(SbSJS/SJSkS7!Ss!%S!SSM!#¿ (8(՞՞ 
¿SB!!SGSb!"!V%SW%m%s0%SiS_%s%0SGS-Sk%SW%1%SS9%SF!<%7%g%s!WSN%Sf!<%6!<SO¿ (B 


¿SB!!1J011-!KSbS&A])S (SUSSSoS1S@S+Si!"S3S1S+SiSORMR#S#XSHS+#X#6#8#0#0#0¿ (B 
¿SB1!S_S?SSSJB8: SK$SJSCSFSSS/SsS@SmS&SJS!!# (B 


¿SB!!; W$ ($P!"8}$P$C$+$G2?$b$G$-$J$+$C$?$J; (B (¿$B>P¿ (B) 
¿$B!!<+J, $NEXNOITB-$ÞbG'$a$k$1$I!"$b$&$A$g$C$HBP1~Aa$$$H$h$+$C$?$J!#; (B 
2$B!!S=S&;WS&?MB?SSSOS: ! #32 (B 


ESBSS$ (SSS (!"¿ (BGSX-RzgSBS5$s$O$Sh$/Sd$CS$FS$*$i$1$2$H;WS$$*S$9Sh! #$*SSSK2qGOWSN@<S$@SC$2¢ ( 
B 
ESBSH;WSSS*S9! #2 (B 


ESB! !S*°S?S3S&SSS&4k2hS, S"SCSF!"S=S1SK; 22CSGS-Sk>u67S@SCS?Si¢ (B 
¿SB!!SdSjS?SSSH;WSCSFSSS“S9!#¿ (B 


V V V V V 
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> ESB!I!$_SISS$s$I$EsSb$"$j$, ŞH$&$4$6$$$^$7$?!#z (B 
> ¿SB!!2??MS,FISSSGS/S1SkS+SoS+SiSJSSS1SI¿ (B(¿SB>P¿ (B) 
> 


¿SBS3SASiS3S=$"$jS, $H$&$4$6$$$^$7$?!#z (B 


FAA A AA AD Td Of A E AD AA ա 77 77 77 77 77 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or. aor 
PostPet : kazzy@postpet.so-net.or. 
PA ol fh oh IL hh AE A AOL p E i 3 /_/_/ E E SS E 1 


--MESSAGE FILE 20975 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
48html.html 


--MESSAGE FILE 20976 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0349html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?is0o-2022-jp?B?GyRCJEgkaiQiJCgk0Oj0qJG8kayRzJEAkTSQoGyhK?= 

Date: Fri, 03 Jul 1998 22:42:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <6ningkSmas@newsl.scei.co.jp> 

References: <6natriSd8j@newsl.scei.co.jp> <35991B01.947DDC9F@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <359CDF91.3AAB@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!S$*S@=*SoSCSFSISSLOMMSGS9¢ (J (¿SB>P¿ (J) 
2$B!!%, SiSKSb$J$/46=}$K?; SCSFSS$$?<+J,$, e sis S 
ESB! !2yS7SSSNSG!"SSSDS*% SGB3$/$NS+KhF |3 "$/%; S9OSTSFS_ShS&SH; W$$$^$9; (J (¿SB>P¿ (J) 


ՀՏ8 1: (JftpzSBSO$*$@;H$ (SkS$+$J!) !#ze (J 
é$B!!S"SHSG;nS$7SFS_Sh! #2 (J 


kAZZY.Data wrote: 


> 2~SBSSS$ (ՏՏՏ (1"չ (JGSX-Rz SBS5$sSOSh$/SdaSCSFS*SiS$152SH; WSSS*S9Sh! #$*S5SK2q0WSN@<S@SCS? 
¿ (J 
> gSBSH;WSSS*S9! #2 (J 


¿SB!!S=$S&8@SCSFSSS?S@S1SkSHS"Sj$,S?2$SSSGS9¿ 
ESB! !SGSb8eH>!";WSSSCS-SjISES1LSFS7TS*SSS% s s some (!&!&!&!&!&!#; (J 


--MESSAGE FILE 20976 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
49nhtml.html 


--MESSAGE FILE 20977 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0350html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (Եօ0ԿՆ)) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: test 

Date: Sun, 05 Jul 1998 20:35:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <19980705203539bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.88 

Mime-Version: 1.0 
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References: <3558283E.3BB3@livemedia.co.uk> <35583c5e.11143703@news.playstation.co.u 
k> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Byron Atkinson-Jones wrote: 
EEST 
The best ide in the world - 


> 

> 

> MS-DOS edit and make! 
> 

> 8) 

> 

> Byron. 


Hey, Windows NotePad rocks. 


I also use my old DOS version of Borland's Turbo C++ 3.0, my 2nd 
favorite IDE. :) 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00918 


-—-MESSAGE FILE 2216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000919 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what do people actually use ? 

Date: Tue, 12 May 1998 16:47:30 -0400 

Organization: SCEA News Server 

Lines: 66 

Message-ID: <3558B562.6D1A1DE@mail.datasys.net> 

References: <3558283E.3BB3@livemedia.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 223.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


The first thing I used was GCC at first, as it was what I was use to. 
(I learned using a text IDE, then I just went to doing everything with 
command-line tools and MS-EDIT) When I started to figit with 
codewarrior, I didn't quite understand how it worked at first. But 
like how everyone else says, it grows on you. 


Y 


The codewarrior IDE is the best development enviroment I've ever used. 
It has a nice blend of ease of use, as well as robustness. It has it's 
faults (Like not being able to load a *.SIO file (siocons batch file) 
when it is going to run it. You have to use batch files that run 
siocons), but you eventually learn work arounds. Once you get around 
this, you learn that codewarrior is excelent for throwing togeather 
code real quick - You can even make 'template' new projects that can 
include graphics and controler routines so that you don't have to copy 
and move stuff everytime you start a new project. 


While codewarrior is an open-ended IDE, it is not as flexible as 
developing using GCC, MAKE, and other command-line driven programs; as 
you can have the MAKE utility 'Make' VAB, VB, and VH files. It would 
be cool if the codewarrior IDE would let you do this, but it just 
doesn't. You can include batch files though that can run make. 


What they say though is true - it grows on you like a fungus. You just 
have to have the right attitude to approach it from. If you keep 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.027 


ESBS*S$@=q$S1Sks+%ASi!<z (B 


Hideki Naito (bo0wy) E-MAIL: bo0Owy@t3.rim.or.jp 
(Net Yaroze! :aza02223) NIFTY :CQCO0075@niftyserve.ne.jp 
URL shttp://www.t3.rim.or.jp/~bo0wy/ 


—-MESSAGE FILE 20977 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
50html.html 


--MESSAGE FILE 20978 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0351html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: test 

Date: Sun, 05 Jul 1998 20:36:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <19980705203642bo0wy@t3.rim.or.jp> 
References: <19980705203539bo0o0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.88 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.027 


¿$B$*$) !<=q$1$k=q$1Sk!#¢ (B 
éSBS-SCSH@_DjIQIISISSSNSHDLLE] $HS+;WSCSFSs$@$m!<$Jz (8(՞՞չ 


Hideki Naito (bo0wy) E-MAIL: bo0Owy@t3.rim.or.jp 
(Net Yaroze! :aza02223) NIFTY :CQCO0075@niftyserve.co.jp 
URL shttp://www.t3.rim.or.jp/~bo0wy/ 


—-MESSAGE FILE 20978 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
5lhtml.html 


--MESSAGE FILE 20979 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0352html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kKAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?iso-2022-jp?B?GyRCPWskJCRHJDkkTSQnISMbKEI=?= 
Date: Mon, 06 Jul 1998 02:51:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <359FBDOB. 9C3ABED8@fa2.so-net.ne. յք» 
NNTP-Posting-Host: 210.132.170.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


ESBS3SNIt20!"; °° SKS=SESK=kSSSGS9! #2 (B 
¢$B5$29SNS; $$!) S=S1SHSbEE<'GH!) ! JS=S1SOSASgSCSH!%!%!%z (B(%%; ESB! Kz (B 
éESBSHSKS+$/=k$$$>!*!#z (B 


CTP LL Id A OF աա BIEN ED EDT ա ՄՈՒ ՄՈ Մ Մ 1 EN a 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://www02.u-page.so-net.or.jp/fa2/kazzy168/ 
http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne. ae 
PostPet : kazzy@postpet.so-net.ne. 
bf IM SEAT PEL ef ALP SA LIE SET ԸՆ =] /_/_/ SS SS St SE sS 1 


—-MESSAGE FILE 20979 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
52html html 
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--MESSAGE FILE 20980 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0353html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: Re: =?iso-2022-jp?B?GyRCPWskJCRHJDkkTSQnI SMbKEo=?= 
Date: Wed, 08 Jul 1998 19:39:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <6nvincS7cn@newsl.scei.co.jp> 

References: <359FBDOB.  9C3ABED8@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <35A34C64.1539@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY.Data wrote: 


> 

> ¿$B$3$NIt20!";`SK$=$&$K=k$$$G$9!#¿ (J 

> ¿$B5$29$N$; $$!) S=S1SHSbEE<'GH!) ! JS=S1SOSASGSCSH!3!3!%3 (J (^^; ¿$B!K¿ (J 
> ¿SBSH$K$S+$/=k$$$>!*!#¿ (J 


¿SB!!S&SASb=kS$SS$SGS9!&!&!&!&!&!#¿ (J 


¿SB!1%SG%#%9%W%S1%SS, OLHVG. Sr=PS7SFS=Sé&! #3 (J 
¿SB!!1U>=S$SKS7S?Si0OcS&SsSGS9S+SMS'!&!&!&!&!&!#¿ (J 


--MESSAGE FILE 20980 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
53html.html 


--MESSAGE FILE 20981 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/0000 
0354htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: bo0Owy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 
Newsgroups: playstation.ny.nan_yaro.liberty 

Subject: =?I1SO-2022-JP?B?GyRCJUF4kQBsoQg==?= 

Date: Fri, 17 Jul 1998 20:47:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <19980717204755bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.110 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.027 


¿SB=q$1S?SjS7SAScSCS?Sj=PMhSkSNS+SKSc!<¿ (B 


Hideki Naito (bo0wy) E-MAIL:bo0wy@t3.rim.or.jp 
(NetYaroze!:aza02223) NIFTY :CQC00075@niftyserve.ne.jp 
URL :http://www.wickedbeat .com/ 


--MESSAGE FILE 20981 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/liberty/000003 
54html.html 


E AE AE AE FE EE HEE EH 
SE AE EAE AE EAE FE EAE H EH H 


——HHEEEEE EE EE HEH 

——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0 

——HHEEEEEEE EE HEH 


—--MESSAGE FILE 20982 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000001htm1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.nan_yaro.theme0 
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Subject: =?1SO-2022-JP ?B?GyRCJVELLyRBJGMkcyROT jkhI0JoIzEjMDJIzISMbKEI=?= 
Date: Mon, 14 Apr 1997 23:19:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <kamon$21c519970414231903@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


http://www.sme.co.jp/Video/Topics/e_pak_sa/index.html 


éESBSRS5SS7SVSjSK8+SK9TSCS?Si! "Bh#l#FOZ2SS*SG?PISSSGS*S7S?! #¢ (1 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


ա 


—-MESSAGE FILE 20982 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000001html.html 


——MESSAGE FILE 20983 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?1SO-2022-JP?B?GyRCJCIkSyRhJD8kayRKJFIkSCRLUDkkOSRhUD8bKEI=?= 
=?1SO-2022-JP?B?GyRCUGShI xsoQg==?= 

Date: 15 Apr 1997 11:07:07 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 17 

Message-ID: <5ivngr$k78@newsl.scei.co.jp> 

References: <3336214C.CDB@fa2.so-net.or.jp> <3348F1BF.4AAB@ymg.urban.or.jp> <5icd6vs 
4dg@newsl.scei.co.jp> <334A3874.7580@ymg.urban.or.jp> <5ihh4i$51k@newsl.scei.co.jp> 
<334E011D.60B5@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.251.251.206 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcom:; SB$GS9! #2 (B 


GSX-R ¿$B$5$s[)$/¿ (B... 

> 

>¢$B!!S&SASNz (BPowerMac¿$B$N¿ (BCD-ROM¿ SBS1%iSSS3VSre jJNNS7$?S$%*S*SGS$9z (B(¿SB>P¿ (B) 
> 

ESB!!! !9kK2Z2ST#CHDSWS1SSSd0!<SGS9SM! #3 (B(^^;) 


>i $B!!$; $a$F%\!<%+%k$r!&!&!&a (B(^^; 


¿SB!!!!$"S!!"$"$^$j; W$$=P$7$?7$/$I$$$+$b! #2 (B(^^; 


ENAN Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
/_// E_Mail_Address : falcom@bekkoame.or.jp alala 
/_// Net Yarouze! ID : ayz00581 af ի 


--MESSAGE FILE 20983 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000002htm1. html 


—-MESSAGE FILE 20984 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000003html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkSyRhJD8kayRKJFIkSCRLUDkkOSRhUD8bKEo=?= 
=?iso-2022-jp?B?GyRCUGsShI xsoSg==?= 

Date: Tue, 15 Apr 1997 23:09:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33538C10.616C@ymg.urban.or.jp> 
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References: <3336214C.CDB@fa2.so-net.or.jp> <3348F1BF.4AAB@ymg.urban.or.jp> <5icd6v$ 
4dg@newsl.scei.co.jp> <334A3874.7580@ymg.urban.or.jp> <5ihh4i$51k@newsl.scei.co.jp> 
<334E011D.60B5@ymg.urban.or.jp> <Sivngr$k78@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 
> ESB!!! !9k2ZST#C#HDSWS1LSS%Sd!<SGSISM! #2 (Մ(՞՞չ) 


¿S$SB!!$S=!<S$SGSbS$SJS$SSSGS9¿(J(¿SB>P¿ (J) 
258112 (J61002 SBSOC£8E2ZA3T#5K | 1_8eH>$+$i$"Sj$*$9S7SMz (Մ(՞՞չ 


¿SB!t$S=$1SGSbCMMnSA>/SJSSSNS, SJSs$H$bz (J (՞՞չ 


> ¿SB!!!I1S"S!I1INSK"S*Sj;WSS=PS7S2?2S/SJSSS+Sb!# (J (%%; 


é$B! !5SSKSSSkS*SGI9S-B3S1SkSNSbShSS$S+SHz (7(՞՞չ 
—-MESSAGE FILE 20984 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000003htm1. html 


——MESSAGE FILE 20985 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000004հեու.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MORI Takashi" <mommy@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?ISO-2022-JP?B?UmU6IELFNC4wGyRCJCwhIiVqJWohPCU5JDUkKbCQ/JDOkJiRHJDkhIxsoSg= 
=?= 
Date: 15 Apr 1997 15:48:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5j07voSkto@newsl.scei.co.jp> 

References: <5ij2ruS67m@newsl.scei.co.jp> <redbug$ff8d19970412005702@news1.scei.co.j 
p> 

NNTP-Posting-Host: 210.132.195.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


RedBug¿ SBS5Ss!"S3SsSKSASO! #?9SGS9! #2 (J 


¿SB$SJSsS+!"$P%$s%P%s%@%&%s%m!<%IS$S7SF$2$9S, 1": (J 
¿SB6PSaSFSkSN$O!"%Q0%=%3%s4X78SN2q<R$ŠJ$SsSGS7SgŠS&$+1)¿ (J 
¿SBSbS7S+$S7$SF1";E;vŠSK4X7856JS+SCS?2Sil&!&!&!#!J>P !K¿ (J 


£$B; dSO! "I>2AHGSr3@S&%sSm!<SIS7SF; HS&EY6;$, SISSSNSG!"3 (J 
¿SB%$M%$C%$H%9%1!<%W¿ (J4.0¢SBSN@5<0HGS5S5!<%9S*SG!";XSr$/S0S (SkS3SHSKz (J 
¿SBS7S“S9!#¿ (J 


¿SŠBS$SGSO!#;¿ (J 


լ ¿SB?9¿ (J ¿SBN4;J¿ (J E-mail <mommy@fa2.so-net.or.jp> ] 
[ MORI Takashi NiftyServe <JAHO3500@niftyserve.or.jp> | 


-—-MESSAGE FILE 20985 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000004htm1. html 


——MESSAGE FILE 20986 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000005html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?1SO-2022-JP?B?GyRCJCIkSyRhJD8kayRKJFIkSCRLUDkkOSRhUD8bKEI=?= 
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=?1SO-2022-JP?B?GyRCUGsShI xsoQg==?= 
Date: 16 Apr 1997 09:57:29 GMT 
Organization: Net Yarouze! (SCEI) 
Lines: 22 
Message-ID: <5j27q9Snbe@newsl.scei.co.jp> 
References: <3336214C.CDB@fa2.so-net.or.jp> <3348F1BF.4AAB@ymg.urban.or.jp> <5icd6vS 
4dg@newsl.scei.co.jp> <334A3874.7580@ymg.urban.or.jp> <5ihh4i$51k@newsl.scei.co.jp> 
<334E011D.60B5@ymg.urban.or.jp> <Sivngr$k78@newsl.scei.co.jp> <33538C10.616C@ymg.urb 
an.or.jp> 
NNTP-Posting-Host: 202.251.251.207 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz: $B$G$9! #2 (B 


GSX-R ¿$B$5$s[)$/¿ (B 


> 

>¿S$B!!S=!<SGSb$JSSSGS9¿ ¿SB>P¿ (B) 

>¿$B!!¿ (B6100¿ ae Աա j ee 8eH>$+$i$"$j$^$9$7$M; (B(^^; 
> 

>¿SB!t$=$S1SGSbCMMnSA>/SJSSSNS, SJSsSHSb¿ (B(^^; 

> 


¿SB!!SJSkS[ISI!# (B 
¿S$B!!#C#DSbJ9$1$F!"¿ (BCD-ROM: $B$b07$ (Sk¿ (B... . 
¿$B!!5U$G$9$M!#!J>P!K¿ (B 


ա 


>2SB! !5SSKS$S$k$*SGI9S-B3S1SkSNSbShS$$+$Hz (8(՞՞չ 


é5B!!<+80@vG>SG$9S+!) !J>P!K¿ (B 


of ofA, Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
K | E_Mail_Address : falcom@bekkoame.or. jp aAa, 
ah ff Net Yarouze! ID : ayz00581 _/_/_/ 


—-MESSAGE FILE 20986 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000005հետԼւ. html 


--MESSAGE FILE 20987 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?TVNUThskQjJRYNzZgbKEo=?= 
Date: Sat, 05 Apr 1997 18:04:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <334615A9.518@ymg.urban.or.jp> 
References: <33293C86.462C@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http: //www.asahi-net.or.jp/~Ki4S-NKMR/ 
http://www.int21.co.jp/pcdn/misc/ 


¿SB!!  (J.1nk¿SB!" (J.url¿$B!"¿ (J.ispzSBSKB3SSSF!"%$1%38S9SHSjSr<+FOEPO?S7TSFS7S*S&; VSS 
GE (J 
ZSB! IH=LG0@5752?ShS&SGS9!#B>SK$b?'!9DI2C55515F55525918; (J 


¿SB!!G0SNS?SaSK=qSSSFS*S-S*S99,!"!V;HS&SJ!WSHSSS&;vSGSOS"SjJS“S;Ss!# (J 
¿SB!!%Sa!<%S+!<S$SOJ]>ZS$S7SJSS;vSrL@8@S7SFSSS*“S9SNSG!"¿ (J 
¿SB!1;HS&$+SiSKSO!"SISNSh$S&$JLdBj$S,5/$-SF$b<+J, $SN@UG$S$KSJ$SkS3SHSr;¿ (J 
¿SB!!3P8g$S7SFS*S-S“S7SgS&!# (J 

—-MESSAGE FILE 20987 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000006html.html 
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--MESSAGE FILE 20988 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000007html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kiki" <okuno@po.harenet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?ISO-2022-JP?B?UmMU6IE1TSU4bJEIOWDc4GyhK?= 

Date: 4 Apr 1997 16:21:12 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5i39poS24t@newsl.scei.co.jp> 

References: <33293C86.462C@ymg.urban.or.jp> <334615A9.518@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.32.245.254 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


.ink zSBSHS$+$NLdBjSOSASg$CS$HAUNS+SiCNSCSFS?SNSG$9$, !"¿ (J 
MS¿$BS+$i; (J չ58505Շաճտ, Տ5950-ՔՏ2ՏԱՏՇԼ" չ (J 
¢ SBS3SN<jSNSU% ! $$3kSOCMOUS7SFFIS$_9~$*SISSMMSKS$9S1SPS$$S$Sdz (J 
2 SBSHS$+; WSCSF;HSCSFS*S7S?! #2 (J 


ESBSGSb!"#G#S#Xz (J-ReSBS5SsSNz (J 2$B>R2p$5$1$2%Z2!<%88+SFSSSCS/$ 42 (J 
2$B%Q%9%0!<%1$*SGEp$*$1d|BISTSs$GS9SM! #3 (J 


MSIE; SBSO!"$?2S@; (J zSBSHSSS&M}M3SG: #$*$G; HSCSFS$?SsSG6$9$,!"3 (J 
ESB$3$N?t!9$N%; %-%e%j%F%#!<%[!<%k$062$9$.$^$9$M!#¿ (J 
¿S$SB$4$_H"9T$-7hD3j¿ (J (^^; 


¿SBSHS3SmSG!"%SQO%9%o!<%SISHSSS(SP (I T; SB#e#1l#n#e#tSGFs%sUSF%#!<%5!<%V¿ (J 
¿SBSr;HS&SHS-S,M-SkSNSGS9S, !"¿ (J 
ESBS"SN%SQ%9%0!<SIF~NOSO8+SiS1Sk?4G[SOL5SSSNSGS7SgSE&St+! #3 (J 


—-MESSAGE FILE 20988 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000007htm1l. html 


—-MESSAGE FILE 20989 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000008htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [ftp]1984 

Date: Sun, 06 Apr 1997 12:26:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <334717EC.248E@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.86 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ftp://ftp.apple.com/pub/1984.mov 

ftp://ftp02.apple.com/pub/1984.mov 
ftp://ftp03.apple.com/pub/1984.mov 
ftp://ftp04.apple.com/pub/1984.mov 


éSB!!¢(JSunzSBS$, ! 'S3SN%S` !<%S!<SNSOSmSGS#HGSr : n$C$?S=S&SISs$G$9$,¢(T 

ESB! !S=SCSASr8+SFS_S?SSSIS!!#¢ (J 

—-MESSAGE FILE 20989 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000008htm1l. html 


--MESSAGE FILE 20990 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000009հեռ1.հետԼ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: telnet passwd (Re: MSIN;SB4X78; (B) 


Net Yaroze newsgroups message dump.txt 


Date: 5 Apr 1997 19:01:53 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 34 

Message-ID: <5i67j1S2re@newsl.scei.co.jp> 

References: <33293C86.462C@ymg.urban.or.jp> 
<334615A9.518@ymg.urban.or.jp> 
<51i39po0$24t@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<51i39po0S$24t@newsl.scei.co.jp>¢SBSN5-; vSKS$*SSSF3 (B 
okuno@po.harenet.or.jpzgSBS5S$sSO=q$-S*S7S?! #3 (B 


> SBSHS3SmSG!"30%9%0!<SISHSSS (SP; (B TzSBHe#l¥n#teFt SGFSSUSFS#! <35!<SVz (B 
>¢SBSr;HS&SHS-$,M-SkSNSGS9S, 1": (B 
> SBS"SN%Q0%9%0! <%IF~NOSO8+Si$1S5k?4G [SOL5SSSSNSGS7SgS&S+! #3 (B 


ESBDL>oSNJ}K!$GS08+SkS$3SHSOIT2DG=SG6$ 95, !"S=SN%Q%9%0! <SISN%-!<S+SiSNF~NO; (B 
ESBSOSM%C%SH%0!<%/SrS=SNS*S$*SIS, S1SFS*SISNSG!"S=SNDL?.$,$I$,$1$k7P0) $N: (B 
ESBSI$S3$+SK!vD>@\!v5! 40Sr@\B3S7SF!VEpDO!WSr$*$3$J$ (ՏՔ50595օ1ՀՏԼչ (B 
ESBSrSL$9$_S$@S9S3SHSO2DG=SGS$9!#¢ (B 


éESBS=S1SrS"SkDxEYKISOS?SaSK; (B one-time password չ58575Լ5Ա5:-ՕՏ,Տ"ՏյՏ՞Տ9Տ, 
éSB@_DjJSISIS, SaSs$I$/S5SSSSNSG!"S"S$*S4; HMOSSSISFSISSSHSESGS9! #2 (B 
# Nifty zSBSG$0; HMOSGS-SJISSSH;WSS$*S$9! #2 (B 


# ~SBSASIS_SK<! @SBeSNSM%CZH%0!<%/SGSODL?.7PO) $rN.$1$k%G!<%?S=SNSbDSNS, ¢ (B 
# gSBOE9F2=S5S1S“°S9O! #2 (B 


Nifty gSBSN%Q%9%0!<SISN%S7%9%F%° S=SNSDSNSOTHS7SF<eS/SISSSH;WSSS*°S9! #3 (B 
£$B!VIaDLSK!W%Q%9%0!<%ISr@_DjS7SF! VIaDLSK! WIQ99S9SkShSESKz (B 
ESBSTSFS*S1SPS*%S"S%S:SdSVS1SISSSGS7Sg$&2 (B... 


# ¢SBS?S7S+!"¢ (B24;SBJ8;zSb;HS$S (SF! "5-9f$SbS“S<S1SkSsSGS9ShSM!#¿ (B 
# UNIX ¿SBShSj$9S4SS¿ (B(“ °) 


ESBS, !"%$f!<%6!<SN650i$,F0D1$5$1$FSJSSS?$a!"S$S9S0GKS$iSlSk¿O (B 
¿SB%SQ%9%o!<%ISrIUS1SFS7S“SCSFSSSk?MS,B?SSSHSSS&OCSrNIS/J9S-S S9S, ¿ (B 
¿SB<B:]$NSH$3SmSIS$S&SJSSs$SGS7$gS&¿ (B (^^; 

¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**) http://cclub.tutcc.tut.ac.jp:1080/ 
--MESSAGE FILE 20990 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/them 
00000009html.html 


--MESSAGE FILE 20991 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/th 

0/00000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: telnet passwd (Re: =?iso-2022-jp?B?TVNUThSkOjJRYNzgbKEo=?=) 

Date: Mon, 07 Apr 1997 22:36:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <3348F86E.4DAF@ymg.urban.or.jp> 

References: <33293C86.462C@ymg.urban.or.jp> 
<334615A9.518@ymg.urban.or. յք» 
<5i39po0S$24t@newsl.scei.co.jp> <5i67j1$2re@newsl.scei.co.jp 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Go Watanabe wrote: 


> ¢SBS,!"S£!<%6!<SN650i$, EODLS5S1SFSI$S$?Sa! "S9SOGKSiS1$kz (J 
> ~$B%0Q%9%0! <%ISrIUS1$SFS7S*SCSFSS$Sk2M$, B?S$SHSSS&OCSYNIS/J9$-$*S$9S, (J 
> ¿SB<B:]SNSH$S3S$SmSIS&SJSsSGS7SgS&¿ (I (^^; 
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!" (B 


xmascot/ 
e00000000/ 


eme0000000 


> 
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é5B!!¢(J1994¢SBG/S/SiSSSK!"2?S+?'!9A{$.S,S"S5S*STS?SM! #2 (J 
2$B!!1%/%i%C%/%*%/SmSH>NS5S1SKSbSNSDB? ?t=P2S$C$?$_S?SSSGS9ST!I"3 (J 
£$B!!4IC1$K%/%i%C%/$5$15k%0%9%0!<SISO!"S"S%S4;DSCSFSISSSNS+Sb3 (J 
¿$B!!$7$1$^$; $s!#¿ (J 


¿ŠB!!:#SN¿ (JNIFTY¿$B$O!"IaDL$KEEOC2s@~$+$i7R$$$@>19g!"¿ (J 

E$B!!SQ39%0!<%IF~NO3_%9$, $"$k$H6KC<$KB.EY$, Mn$A$^$9$, !"¿ (J 

¿$B!!¿ (JtelnetzSBSN>19gSOMnSASISSSNSG%/%i%C%S+!<SOS=SASiSKO\9ITSTSFS=S&SGS9! #2 (J 
E$B!!$=$&$$$&%D!<%k$bB8:_$9$k$h$&$G$9!#¿ (J 

——MESSAGE FILE 20991 END: net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/theme00000000/ 
00000010htm1. html 


——MESSAGE FILE 20992 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000011htm1-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?TVNUThskQjJRYNzgbKEo=?= 

Date: Mon, 07 Apr 1997 22:44:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <3348FA36.1E3D@ymg.urban.or.jp> 

References: <33293C86.462C@ymg.urban.or.jp> <334615A9.518@ymg.urban.or.jp> ՀՏ139քօ52 
4t@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kiki wrote: 


> eSBSGSb!"#G#S#Xz (J-Rz SBS5SsSNz (J ¢SB>R2p$5$1$27%2!<%88+SFSSSCS/S8 43 (J 
> 2£$B%0%9%0!<%IS*SGEp$*$1JI|BISTSs$GS9SM! #3 (J 


ESB! !S"$1$+$i2?"'!9=S@5SISTF~SCSFS*$7$ 2SN$G!"8+SK9TS+$1$k$SHSh$$$+$He (J 
¿S$SB!!;WSS$*S9!#SGSb8+SK$/S$S$Ss$GS9SR$MCfB<S5$Ss$N%S[!<%`%Z!<%8$O¿ (Մ(՞՞չ 


> MSIEzZSBSO!"S?S@z (J zSBSHSSSE&EM}M3S5G: #$*SG; HSC$F$?$s$G$9$,!"¿ (J 
> ¢SBS3SN?t!9SN%;%3-SeS5SFSH#!<S[!<SkSO62S9S.S*SOSM! #3 (J 
> ¿S$B$4$_H"9T$-7hDj¿ (J (^^; 


¿$B!!$I$<$+; (JMacz SBHGSOLdB3j$JS$SSSHSSS&SNS, !&!&!&¿ (Մ(՞՞չ 
¿$B!!JQ$J¿ (JMessage-IDz SBSb=P$7$%*S;SsS7!#z (J 

ՀՏ8| 15351501": (UNewsWatcher¿SBSHSSS&¿ (UNewsReader¿SBSN%s=!<%9Sr¿ (J 
¿SB!!N.MOQS7SFSSSkS+SiS@SHSSS&5?OGS,S"T"SkS$S=S&SGS9!#¿ (J 
¿SB!!%S"%a%Sj%+S$SN%s[!<%`%Z!<%8SKS"SjS*S7S?!JEvA31Q81!K¿ (J 
http://www.spectra.net/~dsaur/usenet.html 


ESB! !IN.MQS7S?S5!"; (;07G: \SISIS9Sk>19g$03+H/ 85SNBg3X$Kz (J 
£$B! !5v2DSrF@SF!"%/%1%8SC%HSISI=PS$91I,MWS, S"SkS=SESTSSSG3 (J 
2$B!!;v<BS@SH$S7S?Sip~m&SbSNSGS$9SMS'3 (J (%%; 


éSB!!Cx:n8"SK!J@S3&01!) !KS&SkS5SS2q<RS,S$3S1S8ScSJIS!¢ (J:-) 
—-MESSAGE FILE 20992 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000011htm1. html 


—-MESSAGE FILE 20993 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000012html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP] Microsoft Jokes 

Date: Mon, 07 Apr 1997 00:11:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <kamon$21c519970407001135@news1.scei.co.jp> 
References: <3343A433.5951@ymg.urban.or.jp> 
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NNTP-Posting-Host: 210.136.1.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ԵՏՔ !S3SsSKSASO! #2CLGSG$9! #2 (B 


GSX-R <kouzou@ymg.urban.or.jp> wrote: 
>http://www.freepage.total.co.jp/nagai/index.html 
> 
>¿$B!!¿ (BMicrosoft;SBS$b%S%k! &%2%S%DSb;e (BMS—Windows; SBSb9%SS-SJ?M! #¢ (B 
>¿$B!!¿ (BMicrosoft¢SBSb%S%3k!&S2SSSDSb; (BMS—Windows; SBSb7ySSSJ?M! #¢ (B 
>2SB!!SIS1$+$, 9%$-SGSI$1$+$, 7y$SST?MSb! "O1EY8+SFS_SkSHSSSSSGS7S$g$&2 (B (¿SB>P¿ (B) 
> 
>¢$B!!%S%k!&%2%S%DSNHKL) $NF |5-F|K\81HG! "$b$"$4$*S$92 (B(z$B>P¢ (B) 


ESB! !>PS0$; $F$b$i$$$^$7$?!#%"%a%j%+%s%8%g!<%/$b$^Š?NI$7¿; (B(ESB>P¢ (B) $B! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 20993 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000012htm1.html 


—-MESSAGE FILE 20994 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000013html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCUCIkSyRhJD8kayRKJFIkSCRLJDkkOSRhUD8kayE jGyhK?= 
Date: Mon, 07 Apr 1997 22:08:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <3348F1BF.4AAB@ymg.urban.or.jp> 

References: <3336214C.CDB@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!3 (JANIMETAL; SBSHSSS ( ee $aS?Sk!&S°SiS=SSSrGc$CSFS$—-S*S7S2¢ (Մ(՞՞չ 
E$B!!$7$C$+$j#5!s3$%+31$^$7$?!# (J 

—-MESSAGE FILE 20994 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000013html. html 


—--MESSAGE FILE 20995 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000014html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Tamotsu Takahashi <tamtaka@tky.threewebnet.or.jp> 
Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Netscape 4.0 

Date: Mon, 07 Apr 1997 22:28:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3348F67C.45FD@tky.threewebnet.or.jp> 
NNTP-Posting-Host: 202.235.213.44 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


ESBS3SSSKSASO!#9b66! ! JT] SGSO! #2 (J 

Netscape; $BSN?7S7SSSdS8Dz (J 

ԱՆ ՈՅ Communicater PR3z;$SBSG$7$?SCS1!) 18. (J 

ESBSGSO!"z (JNews; SBSN%*%SUFIS_S, $G$- SkShS&SKSISCS?SHS+! #2 (J 
éSBS3S1SGHa4jSN;¢ (UNY¿SBSGSN¿ (JMacz;$BS$r;HSCS$?%*SUFIS_S$,SGS-SkSS!A!A! #2 (J 
° SB@=IJHG! J40@ .HG!KS, $G$—$?SiS@%e2SS7SFS_ShSCSH! #2 (J 
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Tamotsu Takahashi 

tamtaka@tky.threewebnet.or.jp 

—-MESSAGE FILE 20995 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000014html.html 


——MESSAGE FILE 20996 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000015html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kiki" <okuno@po.harenet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?ISO-2022-JP?B?UmU6IF1TSU4bJEIOWDc4GyhK?= 

Date: 7 Apr 1997 15:22:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <5ib3g4S44v@newsl.scei.co.jp> 

References: <33293C86.462C@ymg.urban.or.jp> <334615A9.518@ymg.urban.or.jp> <5i39pos2 
4t@newsl.scei.co.jp> <3348FA36.1E3D@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.32.245.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R ¿$B$5$s¿ (J wrote: 


> ¿SB!!S"S1S+S$Si?2'19=$@5SJSIF-7SCS$SFS7 S7S?SNSG!"8+SK9TS+S1SkSHShSSS+SH¿e (J 
> ¢SB!!;WS$S*S9!#SGSb8+SKS/S$S$s$G$9ShHSMCEB<S5SSSN%[!<%3°SZ!<S8S0¢ (Մ(՞՞չ 


¿SB8+S$SF$-$2$S7S?!1"%/%$3JS"%SF%-%9%SHS8ScSJS/0E9f2=S5S$S1$?>uBVSG;¿ (J 
Gr E S on eG 
¿SBSISCSŠSASK$S7SmCN$i$JSS4VSK2?$+Š$r<+J, SN$G%S#%S9%/S+Š$ic (J 
¿SB;)SA=P$5S1SkSNSO5SJ, SNS $SSSbSNS8ScSJSSSGS9S$S+SiSM!#¿ (J 


WIN95¿SBSGSb4m81SiS7SSSGS9S7!"¿ (JHDZ$B??SCGrS1SbSSSdS@SCS?SNSG; (J 
Netscape¿SBSKJQS (SAScSSS*S7S$? !#¢ (J 


¿SBCfB<$5$s$N%SZ!<%S8SO3S$S30$X$N%Sj%s%S/$,B?SSSNSG: (J 
¿SB1Q8161<jSJKMSKSO?ISSSDbSNS,S"SJS“S9SM¿ (JU (“° ;;;;; 


>¿SB!!S3S1SO!"¿ (JNewsWatcher: SBSHSSS&¢ ( eee eee 
>¢SB!!N.MOS7TSFSSSkS+SiS@SHSS$&5?20GS, S"SkS=S&SG6S9! #2 (J 


MS¿ $B62$k$Y$7!#¿ (J 

¿ $B; V<BS@SCS?Si!"SISNSHSESK8ESSLUS 9SKSNS+8+SbDSNS$G$9SM! <2 (J (¿SB>P¿ (J) 

--MESSAGE FILE 20996 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000015html.html 


——MESSAGE FILE 20997 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000016html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?1S0-2022-JP?B?GyRCUCIkSyRhJD8kayRKJFIkSCRLUDkkOSRhUD8bKEI=?= 
=?1SO-2022-JP?B?GyRCUGsShI xsoQg==?= 

Date: 8 Apr 1997 03:14:39 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 17 

Message-ID: <5S5icd6vS$4dg@newsl1.scei.co.jp> 

References: <3336214C.CDB@fa2.so-net.or.jp> <3348F1BF.4AAB@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.244.231.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz$B$G$9!#¢ (B 


GSX-R ¿$B$5$s[)$/¿ (B 
> 
>¿$B!!¿ (BANIMETAL¿ $B$H$$$ (SP! "ShS$&S$d$/S"SK%ab2Sk!&S*SiS=SsS$rGc$CSFS-$*$7$2¢ (8(՞՞չ 


Net Yaroze newsgroups message dump.txt 


saying it's total crap, then you just wasted $149 dollars. (Or 
whatever your currency is) You payed for it, so you might as well try 
to learn how to use it. 


Charlie wrote: 
Hi, 


had my yaroze for a couple of months now (i'll put up a web-page one day 
!), but only just getting time to actually play around with it. I bought 
CodeWarrior when I got it thinking it was a bit of a bargain, but my 
impressions are that its utter tosh - it's like they made a special 
effort to make it crap - slow window redraws, non standard buttons, 
menus - everyone else does it this way, but oh no we'll do it our way, 
we're right, everyone else is wrong etc. etc.... 


What does uo use ? - obviosly my immediate options are to struggle on 
with CW, or go down the gcc route, possibly using another IDE on top of 
at 

I've got a copy of MSVC 4 lying around - can I use that - I saw some 
stuff on Steve Dunns page about using Dev Studio ??? 


Anyway any real life stories welcome... 


cheers 


VVVVVVVVVVVVV VV VV VV VV V 


Charlie 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
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—-MESSAGE FILE 2216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00919 


—-MESSAGE FILE 2217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000920 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: what do people actually use ? 
Date: Tue, 12 May 1998 23:59:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <3558D464.54DCA383@ndirect.co.uk> 
References: <3558283E.3BB3@livemedia.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0O-14.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: charlie@livemedia.co.uk 


Charlie wrote: 
Hi, 


had my yaroze for a couple of months now (i'll put up a web-page one day 
!), but only just getting time to actually play around with it. I bought 


V V V V 


Net Yaroze newsgroups message dump.txt 
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>¿$B11876CS+Sj#R#51s%S%+%$1526S7S2?!#; (B 


¿SB!!!11#37n2<=NSKS$SO!"4(SKS"$jJS$S%S7S?SM!#¿ (B 
¿$B!!!1;dSO!"#3!sSN;—SK!"GcSSS — AA 
¿SB!!!!%S"SK%$Q%Ss%/SbGcS$CS?$sSGS9S,¿ (B...... (S434 
ESB! !!!SASgSCSH!"S$O$:S1S$+Sb!#!JGz!Kz (B 
cA Handlename falcom(Masakiyo Hirayama) _/_/_/ 
ՀՈՄ E_Mail_Address falcom@bekkoame.or.jp eff ի 
_/_/_/ Net Yarouze! ID ayz00581 Z A 


——MESSAGE FILE 20997 END: 


net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/theme00000000/ 


00000016html.html 


——MESSAGE FILE 20998 START: 
0/00000017htm] 
laystation.co.uk!newsl.scei.co.jp!usenet 


Path: chuka.p 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
lL. html 


From: GSX-R <kouzou@ymg.urban.or.jp> 


Newsgroups: 
Subject: 


p 


laystation.ny.nan_yaro.theme0 


Date: Fri, 18 
Organization: 
Lines: 3 

Message-ID: 
Reply-To: 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 
Mozilla 3.01 


X-Mailer: 


NNTP-Posting-Host: 


=?iso-2022-4jp?B?WOhQXRsSkQk5TOGKKT jJWGyhK?= 


Apr 1997 19:38:06 +0900 
PlayStation Net Yarouze 


<33574F06.56CA@ymg.urban.or. յք» 
kouzou@ymg.urban.or.jp 


202.231.136.81 
1.0 
text/plain; charset=iso-2022-jp 
Toit 
(Macintosh; PPC) 


[ja] I; 


http://bmsun.asahikawa-nct.ac.jp/~morikawa/apple.htm 


2$B!!S=SNL>SNDL$34!"q ( 
Հ MESSAGE FILE 20998 END: 


(gMacintosh¿SBSN%$=%SUSH%i%S$%SV%SiSj!#¿ (J 


net-yaroze- — O 5 a: SCEI/ny/nan_yaro/theme00000000/ 


00000017html.html 


——MESSAGE FILE 20999 START: 
0/00000018htm1 
chuka.p] 


Path: 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
lL. html 
laystation.co.uk!newsl.scei.co.jp!usenet 


From: GSX-R <kouzou@ymg.urban.or.jp> 


Newsgroups: 
Subject: 
Date: Sat, 19 
Organization: 
Lines: 1 

Message-ID: 
Reply-To: 


p 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 
Mozilla 3.01 


X-Mailer: 


<335791AF.41A 
kouzou@ymg.urban.or. jp 
NNTP-Posting-Host: 


laystation.ny.nan_yaro.theme0 
=?iso-2022-jp?B?WOhOXRskOkVSNX41XiUmJT1LHbkogqNFsbKEo=?= 


Apr 1997 00:22:37 +0900 
PlayStation Net Yarouze 


B@ymg.urban.or.jp> 


202.231.136.52 
1.0 
text/plain; charset=iso-2022-jp 
Tobit 
(Macintosh; PPC) 


[ja] I; 


http://spock.vector.co.jp/authors/VA000175/mouse/Japanese.htm 


——MESSAGE FILE 20999 END: 
00018html.html 


000 


——MESSAGE FILE 21000 START: 
0/00000019htm1 
laystation.co.uk!newsl.scei.co.jp!usenet 


Path: chuka.p 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
L. html 


From: GSX-R <kouzou@ymg.urban.or.jp> 


Newsgroups: p 
Subject: [HP] 
Date: Sat, 19 
Organization: 
Lines: 8 

Message-ID: 
Reply-To: 


laystation.ny.nan_yaro.theme0 
BeOS for PowerMac DR8.3 


Apr 1997 12:26:19 +0900 
PlayStation Net Yarouze 


<33583B51.7CB9@ymg.urban.or.jp> 
kouzou@ymg.urban.or.jp 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 3.01 [ja] 


202.231.136.97 


7bit 
(Macintosh; 


http://www.plathome.co.jp/be/index.html 


I; 
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charset=iso-2022-jp 


PPC) 


ESB! !#4#9#8H#01_ 


22 (J 


£$B!!F0:n2DG=$JI5!<o01MwSb$"$j$*S9!#!IS&SASNSOSCSaz (Մ(չ չ) 

éSB!!:#SNSHS3Sm!"¢ ee ea ԱՆՆ P O %m%;%C%5ŠSN%$2S7%$sSJSŠic (J 
¿S$SB!!#O#KSJShS&SGS$9!#¿ (J 

¿S$SB!!¿ (JBeBox; $SBSOSG%eES"SkKS@SCS$?PSNSKz (Մ(՞՞չ 

--MESSAGE FILE 21000 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000019html.html 


0 
P. 
F 
N 


Subject: 


D 
O 
L 


Message-ID: 
References: 


P 


NNTP-Posting-Host: 
Mime-Version: 


C 
X 


-MESSAGE FILE 21001 START: 
/00000020հետԼ. html 

ath: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 

rom: redbug@donk.ne.jp (RedBug) 

ewsgroups: playstation.ny.nan_yaro.theme0 

Re: IE4.0=?1SO-2022-JP?B?GyRCUCwhliVqJWohPCU5JDUkKbCQ/ JDObKEI=?= 
=?1SO-2022-JP ?B?GyRCJCYkRyQ51SMbKEI=?= 

ate: Sat, 19 Apr 1997 14:55:18 +0900 

rganization: PlayStation Net Yarouze 

ines: 28 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


<redbug$f£8d19970419145518@news1.scei.co.jp> 
<5ij2ruS67m@newsl.scei.co.jp> <redbug$ff£8d19970412005702@news1.scei.co.j 
> <5j07voSkto@newsl.scei.co. jp> 

210.130.243.121 

1.0 

Text/Plain; charset=ISO-2022-JP 

WSNews 2.017 


ontent-Type: 
—-Posting-Software: 


playstation.ny.nan_yaro.theme0O ¿S$BSN¿ (B <5j07voSkto@newsl.scei.co.jp> ¿SBSN; (B 
¿$B5-;v$K$*$$$F¿ (B 1997/04/15/ 15:48 :58:" "28 

"MORI Takashi" <mommy@fa2.so-net.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 

ՆՆ Ե ՏՏՏՔԵՏՏՏԱՏԵՏՏՏՈՀՏԼՏ7ՄՏԲՏ՞Տ9Տ1":(Թ 


>¿SB6PSaSFSkSNSO!"%S$Q%=%3%s4X78SN2q<RSJSSSGS7SgS&S+!)¿ (B 


SS SBSbS7$+575F! "jE; vSK4X78SIS+SCS7Si 1616 !G!#!d>P!Ke (B 


é 
é 


>¢$B;d$O!"I>2A 
> ¢ SBSM$CSHS931 


i$ 


SBS &SASN2q<R 


BS"%_%e!<%: 


USH20S5Ss$G$9! #2 (B 


ՏՕ 
$a H7OSGSOSIS$$G$98, !#¿ (B 


HG$r%$@%&%s%m!<%I$7SF;H$&EY6;$,$J$SSSNSG!" (B 
1<%Wz (B4.02 SBSN@5<0HG%4%4!<%9S*SG!";xXSr$/So0S (SkS3SHSKz (B 


>ZSBS7$*S9! #3 (B 
ESB3M%$CSHS9S1!<SWSNIJ}SO!"I>2AHGSHSOSSS (!"SS$%SS39SH!<Z3kS7S$?SHS3SmSG; (B 

¿ SBB>SN%=SUSHSK1FO6AS, =P$?$ 5S 9SkS3SHSOS"S*SjJSISSSHS&STISSSHST7S*S9! #z (B 

IE4.0 ¿$B$O!"¿ (B3.0¢SBSHSN6&B8S, SGS—SISSSsSGS$*$SS$5S*°S7$?! #2 (B 

¿$B%$U%3j!<%&% 1S" SN2>A[ [SG%9%/SHSCSWS=SUSHSDFOS+SIS/SISKS7! #2 (8 
¿$B2q<R$N%^%7%s!J¿ (BPentium-100MHz + 40MByte¿$B!K$G$O=E$/$F; H$ (57555718: (B 
¿SB2HSN%*%S7%s!J¿ (BMMX Pentium-—200MHz + ee ee S T eee (B 


¿SB4D6-Sr2uS5S1SkSNS, 7ySJSNSG!"%S%s%9%SH!<%kS$S7SFS S;Ss!#¿ (B 


B 


eginner's Forum Leader 


RedBug redbug@donk.ne.jp 


0 


0 
P 
EF 
N 


-MESSAGE FILE 21001 END: 
0000020html.html 


net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/theme00000000/ 


—MESSAGE FILE 21002 START: 
/00000021html.htm1l1 

ath: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
rom: redbug@donk.ne.jp (RedBug) 

ewsgroups: playstation.ny.nan_yaro.theme0 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
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Subject: =?ISO-2022-JP?B?GyRCUVYlLaSUmJTYDKEI=?= 

Date: Mon, 21 Apr 1997 17:39:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <redbug$ff8d19970421173959@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¢SBS$GS9! #2 (B 


¿SB%j%*K%Se!<%"%kš7!1"%j%s%/S,D%91iS1S?$S3SHSG!"SSS-$JSJ%S"%/%;%9?tŠ,¿ (B 
éSBA}$ (SFSASgSCSHSSSCS/SjJS7SFS S9!#¿ (B 


¿$B$=$7$F5$$, $SDSSS?SNS, !&!&!&¿ (B 

¿SB!V¿ (BInternet Explorer ¢$BS$r;HSCSF%"%/%; S9S9Sk?MS,A}S$ ($?!WSCSFS3SHSGS9!#¢ (B 
2SB?tF | AOS* SGSOA4BNSN#4J, $N#10J2<$@$C$?; (B MSIE ¿$B$NQj$a$k3d9g$, !"¿ (B 

585: SSSVSSSHA}S (SFSSS*S9! #2 (B 


IE ¢SBMxMQ<TSCSFS3S$sSJISKS$$$?5NSM!&!&!&¢ (B 


éESBS"SH!"<+:nSN; (BUavaScript ¢$B%k!<%A%sSK0zSCS+S+SiSJSSSVSiSE&SE6Sr; HSCSFSSSk; (B 
éESBI}S, ?tL>!#SIS&SdSiz (BJUavaScript zg SBSKLSBP1~SN%SV%SiSE&SESISTSSSNSGSIS, !&!&!&¿ (B 
2 $B22SN%V%i%&%6$+655 (SF2<$5$$!d3:Ev<TMMz (B 


Se 1" (Bmosaic ¿$B$+¿ (B JustView 1.2 ¿SB!"¿ (BNetscape 1 ¢SBS"S?SjS@SH;WS&SNSGS 
98,148: (B 
ESB! t$?S@C1SK!"SV%Si%S&%S6H=DISk!<SASSSN=PMNSr8+Sk$?SaSK!"JTH?PtSNe (B 


ESBICSVSLiS&SOSGE"S/%S; SOSTSFS_$?2MS,B?S+SCS?S@S1S+SbS7S15%S;Ss! #2 (B 
éSB!t!J;daS@SCSF;n$S7SFS_SkS@SmSé&S7!&!&!&!Ke (B 


¿i $BS"%/%; S9?tSNFOLUSO! "S3SASiSG8+Sk;v$,=PMhS$*S9! #2 (B 
http://wwwl.scei.co. jp/Forum/beginners/count .html 


RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 21002 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000021htm1l. html 


--MESSAGE FILE 21003 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000022html1-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJVYLaSUmJTYbKEo=?= 
Date: Mon, 21 Apr 1997 20:05:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <335B49D8.1DB5@ymg.urban.or.jp> 

References: <redbug$ff8d19970421173959@newsl1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> IE ¢SBMxMO<TSCSFS3SsSISKSSS?SNSM!&!&!&¢ (J 


ESB! !S?S@SGG[SCSFSkSES (!"S= S1$J$J$K; HS (S$*$9S+SiSMS'¿ (I(^^; 
¿SB!1!:G6aSO¿ (JWindows;SB%*37%SGcS&SHSPSsS1% — er ee 


¿SB!!S$SSSSEQSPS+$j$, 6/D4S5S1SF!"LdBjJE@SOSRS$?1#$7! uBgK\1DH/I=$, ¢ (J 

ԵՏՔ !4pK\$G$9$+SiS$3$1$+SiSbA}$ (SkSGS7Sg$&SM! #z (J 

-—-MESSAGE FILE 21003 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000022html1l. html 


—--MESSAGE FILE 21004 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000023htm1. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso0-2022-jp?B?WOhOXRSkOkKO+O1IkTkKJ1SS4hPxsoSkludGVybmv0 ?= 
Date: Mon, 21 Apr 1997 21:14:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <335B5A13.2AA7@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.teglet.co.jp/naoko/bunya2.htm 


é$B! !CNSCSFSk?MSOCNSCSFS$$k!"S"SND>;RSNBel .$N%$%S%?!<SM%C% ԱԱՀ aa 
2$B!!$3S1$N!"!VAO:n!WSNC£SK!"!V@oBbSbSNS$N2N; 1$r$D$/$k!WSCSFSNS, ¿(J 
ESB!IS"SKSs$G$9¢ (J (ESB>Pé (J) 


ESB! !STSIS?$+;n$7SF2<S5$$¢ (J (“; 


é5B! !SASJ$_SK!"$3S3SOC£B<@5; 00: S$5SsSN%[!<%° SZ!<S8SGCNSIS*S7TS?! #2 (J 
¿$B!!¿ (Jhttp://www.asahi-net.or.jp/~KI4S—NKMR/ 

¿ŠB!!¿ (JMSIE¢ $B; HMOC£SKSUSCSHSP$5$1$k; VNc$, DI2CS5S1$FS$*S9SNSG!"2 (J 
é$B!!;HSCSFSiSCS7ScS$kI}SO8+SFS*SS$$?S[$&$, SHS$$G$7$g$&! #2 (J 


éSB!!¢ (JHTML: SBSr5-=RSG$—-Sk7G< (HDSdz (JWebChatz;SBSr;z (JUMSTE; $B$G8+SkSNSO3; (J 
¿SB!!4m$SJSSSiS7!<S$SGS9!#¿ (J 

—-MESSAGE FILE 21004 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000023html.html 


——MESSAGE FILE 21005 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000024html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?ISO-2022-JP?B?GyRCUVYlLaSUmJTYDKEI=?= 

Date: Mon, 21 Apr 1997 21:40:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <redbug$ff8d19970421214017@news1.scei.co.jp> 

References: <redbug$Sff8d19970421173959@newsl.scei.co.jp> <335B49D8.1DB5@ymg.urban.or 
-Jp> 

NNTP-Posting-Host: 210.130.243.119 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.theme0 ¿SBSN; (B 
<335B49D8.1DB5@ymg.urban.or.jp> ¢SBSN; (B 
¿$B5-;v$K$*$$$F¿ (B 1997/04/21/ 20:05 ¢SB:"!"3 (B 

GSX-R <kouzou@ymg.urban.or. jp>zSB$5$sSO=q$-S*S$7S?! #2 (B 


>> IE ¢SBMxMQ<TSCSFS3SsSISKSSS?SNSM!&!&!&z (B 

> 

>¿$B!!%S?%@SGG[SCSFSkS&S(!"S= 51575155: HS (S*$S9S+SiSMS'¿ (B(%%; 
>¢SB!!:G6aSOz (BWindows; $B3*% SsGcS&SHSP%Ss%s1% a” on ere 


¢$B%$%s%9%H! <SkS5S1SFSKSNS, : ee ee 
¿SB#9#5%S%s%9%H!<%k$7D>$9$2SS$KS+A$::o=|$78%2$9$1SI!1# (B 


¿SB#H#P=q$/0J>e$OS$S=S&$b8@0SC$FS$iS1$JS$SSs$G!"%;%S+%s%IS%%7%s¿ (B 
ESBSKSSSSS9SH!<SKSTSFEFS“*SO!#; dl #2 (B 

MSIE ¢SBF~S1SkS@S1$G!"S$"SAS3SA=q$—49S (SFS/S1$k$7!"S"Ss3S%sz¢ (B 
éSB%9%H!<SkS7SFSbB-@W; DSTSFS/S1SkS7SG!"S&SsS6SjSGS9! #2 (B 


Beginner's Forum Leader 
RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 21005 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 


Net Yaroze newsgroups message dump.txt 
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00000024html .html 


——MESSAGE FILE 21006 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


0/00000025htm] 
Path: chuka.pl 
From: 


Newsgroups: 
Subject: 
Date: 
Organization: 
Lines: 22 

Message-ID: 
References: 


p 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 


X-Newsreader: 


GSX¿ $] 


L. html 
laystation.co.uk!newsl.scei.co.jp!usenet 


"MORI Takashi" <mommy@fa2.so-net.or.jp> 
laystation.ny.nan_yaro.theme0 
=?1SO-2022-JP?B?UmMU6IFt IUFObDJEJEP jt SUES5CZUKuIT8bKEpJbnRicm51dA 
21 Apr 1997 16:30:33 GMT 


PlayStation Net Yarouze 


<5jg4n9Skhv@newsl1.scei.co.jp> 
<335B5A13.2AA7@ymg.urban.or.jp> 
NNTP-Posting-Host: 


210.132.184.156 
1.0 

text/plain; charset=ISO-2022-JP 
8bit 

Microsoft Internet News 4.70.1155 


B!]#RSSSs!"S3SsSKSASO!#29SGS9!#¢ (J 


>¢ $B! !CNSCSFSk ?MSOCNSCSFSSSk!"S"SND>; RSNBeI . $N%$%3S%?!<%MSC%HHGS$GS$9! #3 (J 


ՀաՏ8 15351511" 
ՀՏ) 


ԵԷ) 


B!!S"SkSsSGS9¿ (J (¿Š 


"!VAO:n!WSNCESK!"!V@oBbSbSNSN2N; 1$SrSD$/S$k!WSCSFSNS, ¿ (J 
B>P¿ (J) 


B; n$7$^$7$?!J>P!K!#¿ (J 


ESBS* !<SWSK%SSS0SrA*SS!"2'! OF~NOSTSF! #2 (J 
¿SB%4!<!"!&!&!&!&!&!&!# (J 
ESBS*!<!"SGS-SFSkKSGS-SFSk!#!J>P!IK! #2 (J 


¿$I 
¿SI 


B$?$@!":G8e$K!" 


B8 £M=A [DL$j!"$+$J$j%Y%?$J%M%?$G$9!#!J>P!K¿ (J 


$0%8%] SSSSSHS1SC%S9%SSS,S5"SCSF!"SASGSCSH>PSSS“°S7S?2! #3 (J 


ESB! V@OBbSb%NSHSO!) !WSCSF46S8SNFDMFSG! "#5 ?MS@SHS+!"9gBN5; SOS"SkSHS+!"¢ (J 
ESB%3G%Q!<SHSN20>eSKSSSkSHS+!J>P!K! #2 (J 


ESBSGSO! #2 (J 


[ 
[ 


¿SB?9¿ (JU ¢SBN4; Jė (J 
MORI Takashi 


E-mail <mommy@fa2.so-net.or.jp> 


NiftyServe <JAHO3500@niftyserve.or.jp> | 


—-MESSAGE FILE 21006 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000025html.html 


——MESSAGE FILE 21007 START: 


0/00000026հեռ1 
Path: chuka.pl 


From: kamon@mail.web-hyogo 
laystation.ny 


Newsgroups: 
Subject: Re: 


p 


=?ISO- 


Date: Tue, 22 
Organization: 
Lines: 13 

Message-ID: 
References: 


Mime-Version: 
Content-Type: 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
L.html 
laystation.co.uk!newsl.scei.co.jp!usenet 

-or.jp (Taro Kamon) 

-nan_yaro.theme0 

HP ]=?1ISO-2022-JP ?B?GyRCJUFUKNiQxXJGsSkSiEqJSI1LYSVqJSsbK 
2022-JP?B?GyRCPOObKEI=?= 

Apr 1997 17:26:09 +0900 

PlayStation Net Yarouze 


<kamon$21c519970422172609@news1.scei.co. յք» 
<334] 
NNTP-Posting-Host: 


E2A5B.7750@ymg.urban.or.jp> 
210.136.1.33 
1.0 


Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: WSNews 2.015beta 


GSX-R <kouzou@ymg.urban.or.jp> wrote: 
>http://fas—-www.harvard.edu/~iwahata/amerika-jin.html 


> 


>¿$SB!!JY6/SKSJ$3S S9!#¿ (B 


>Š] 


ԵԷ) 


BS*S8SGIY6/S$KSISjS*S9SM! #3" 


B!!S?SSSHskSO2ZaTcSGS$9S1$I1! #2 (B 


° 
5 


a&jS+SKITSCS?S3SHSISS$+SiSh$/3 (B 


¿SBSoS+$sSJ$SSS1SI!# (B 


http://www. 


age.ne.jp/x/kamon/ 
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kamon@mail.web-hyogo.or. jp 
Taro Kamon 


—-MESSAGE FILE 21007 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000026հետԼ. html 


—--MESSAGE FILE 21008 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000027html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [HP]Kennel Homepage 

Date: Tue, 22 Apr 1997 17:29:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <kamon$21c519970422172939@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


http://www.cjn.or.jp/personal/kennel/ 


éESBS&Sm3PS (SNS3!<ST!<S,S+SIS5>PS (S*S9! #3 (Թ 


#GSX-RzSBS5SsSh!<SmSCSOSGSNS1S9!"S"SIS, SHSES4S6SSS*S7$2¢ (B(¿SB>P¿ (B) 25814. (B 
#2 SBS"Ss$%* $7H7958G5k5H8\$1515= ՏԱՐ 1%39SDS1SkSNSO3¢ ( Ն 

# ESBSdASaSHS-S*S9¢ ¿SB>P¿ ¿$B!#¿ (B 

Hee eas Ge EE O y S 5 a eT err ee eer ee 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


-—-MESSAGE FILE 21008 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000027html. html 


—-MESSAGE FILE 21009 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000028htm1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJVYLaSUmJTYbKEo=?= 

Date: Wed, 23 Apr 1997 00:09:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <335CD4C6.3317@ppp.bekkoame.or. յք» 

References: <redbug$ff8d19970421173959@news1.scei.co.jp> <335B49D8.1DB5@ymg.urban.or 
¿J> 

NNTP-Posting-Host: 202.210.132.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBS3SSSKSASO! "EhSGS9¢ (J 


GSX-R wrote: 

> 

> ¢$B!!%S?S@SGG[SCSFSkKS&S (!"S=S1SISjSK; HS (S*S9S+SiSMS'3 (J (%%; 

> ¿SB!!:G6aSO¿ (JWindows; SB%*S7SsGcS&SHSP%s%1% A E F 


2 SBHIFESCSF!"%@3?SISsSSGEVA3JI] >ZSHS$+S$bSISSSsSGS9ShHSM! #3 (J 
¿SB%$H%i%V%k$, $*$- ee ԱԱ աԱ G l ավ (J 
¿SBSd$C$OSj!"L5NASCSFLdBjSJ$ShS&S$SJ5$$, S9Sk! #2 (J 

¿$B<+J, $, ;HS&ESHSISKSHSASGSCSHSdAS@SIS$! չ (J 


Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 
¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 
éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
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—-MESSAGE FILE 21009 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000028html. html 


--MESSAGE FILE 21010 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000029html1- html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQiRVJIDYkKMSRrJEohKiUiJWElaiUrGyhK?= 
=?1so0-2022-jp?B?GyRCPO0bKEoO=?= 

Date: Wed, 23 Apr 1997 21:00:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <335DF9E4.3672@ymg.urban.or.jp> 

References: <334E2A5B.7750@ymg.urban.or.jp> <kamon$21c519970422172609@news1.scei.co. 

jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Taro Kamon wrote: 


> 2S$BS*S8SGIY6/SKSISjS*SISM! #S"SasjS+SKITSCS?PS3SHSTSS$+S$iSh$/¢ (J 
> ¿SB$oS+$Ss$JSS$S1SI!# (J 


¿SB!!S3S&$SS&?I8)SJSNSb9%S-SJSsSGS9S, !"¿ (J 
¿SB!!C5S7$FSbS$SJS+SJS+8+SDS+SiSJSSSSsSGS9ShSM¿ (J (՞՞չ 


¿$B!!¿ (JUNICODE; SBSKSDSSSF?' | 9=qSSSFSKSHS3SNz (JURLZS$BK:$1$?¢ (J(;_;) 
—-MESSAGE FILE 21010 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000029html.html 


——MESSAGE FILE 21011 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000030htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskOkO+O1IkTkJ1SS4hPxsoSkludGVybmv0 ?= 
Date: Wed, 23 Apr 1997 21:03:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <335DFA83.2F23@ymg.urban.or.jp> 

References: <335B5A13.2AA7@ymg.urban.or.jp> <5jg4n9Skhv@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MORI Takashi wrote: 

> ¿SB8fM=A[DL$j!"$+$JS3j$YS?SJSMS?SGS9!#!J>P !K¿ (J 

ESB! !SYS?SYS?S9S.SkS/SiSSSGS9SHSMzg (J (%%; 

> ¢SBS?S@!":G8eSK!"S0sS] SSSSSHSLSCZ9ISSS,S"SCSF!"SASGSCSH>PSSS*S7S?! #2 (J 


> ¢SB!V@oBbZSb%NSH$O!) !WSCSF46S$8SNFOMFSG!"#5?MS@SH$+!"9gBN5; SOS"SkSHS+!"2 (J 
> £SBSG%Q!<SHSN20>eSKSSSkSHS+!J>P!K! #2 (J 


éSB!!B>SNSdSDSN%S0%S%] SSSSSHSLSECSISSSKSD>PS (SkSdSDS,S"SjS*S9! #3 (J 
éSB!!<BMOQSKSbSISkS7!"M7SYSkS7SSSS%[!<%°SZ!<S8SGS9SM! #2 (J 

—-MESSAGE FILE 21011 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000030htm1l. html 


——MESSAGE FILE 21012 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
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0/00000031հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJVYLaSUmJTYbKEo=?= 
Date: Wed, 23 Apr 1997 21:09:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <335DFC04.1BC2@ymg.urban.or.jp> 
References: <redbug$ff8d19970421173959@news1.scei.co.jp> <335B49D8.1DB5@ymg.urban.or 
.յք» <335CD4C6.3317@ppp.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Motoji Shima wrote: 


> zSBHEIFESCSF!"%@%2?SISSSGEVA3J]>ZSHS+SbSISSSsSGS9SHSM! #3 (J 
> ¿$B%H%i%V%k$, $*$-SFSb#M#SSCSF4pK\E* @UGS 30STSSSsSGS7SgS&St!) 3 (J 


¿S$SB!1S"$3j$2S;$s!#¿ (J 
2$B!!2 (UMS¿SB<+BNS, <+80@UGS$$G; H$ (ՏԻՆՑ8657ՏԹՏ՞Տ957չ (Ժ(՞՞չ 
¿SB!!$=$N3d$SK$O?7J9SG!VLdBj$O2r7h$7$?!WSH$+8@$CS$SFSkS7!&!&!&!#; (J 


¿$B!!!VAG@2$7$$%=%SU%SHS$SGS"$k$+Si!"%$S%s%?!<%M%$C%*HA4BN$NLdB3j$H$7SF¿ (J 
¿$B!!!!$H$i$ ($k$Y$-!W$J$s$FH/8@$b$"$C$?$H$+; (U (¿$B>P¿ (J) 


25811: (JActiveX;¿$BŠNLABJ$K$7$F$b!"!V; H$&B&$N%b%i%šk$NLABjŠG$"ŚC$FQ@=IJ$N; (J 
25B! ! LdBJSGSOSISS !WSHS+8@SCSFSkShS&SGS9! #2 (J 


> ¢SBSd$C$Q$ 4! "L5NASCSFLABJSIShS&S$I5$$,$9Sk! #3 (J 
> ¿$B<+J, $, ;HS&SHSTISkSHSASG$CSHSdAS@SIS! 3 (J 


ESB! !<!SNz (JMS-Windows2z$B$rGcS$&SH$b$1$J$/SDSSSFMhS$k$_S$?S$SGS9SMz (J (*%; 

2SB! !%G%9%/%HSCSWSHS/SCSD$/SCSF;VSO!":0=| IT2ZDG=SISN$+S$b! #2 (J 

—-MESSAGE FILE 21012 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000031htm1l. html 


——MESSAGE FILE 21013 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000032htm1-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [HP]MRTA 

Date: Wed, 23 Apr 1997 21:31:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <335E012F.4291@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


é$B!!FMF~S7S*°S7S?2SM! #2 (J 

2SB! ! 2M<ASNS [SHSsSISOL5; v2rd|$@$=S&ESGShS$+SCS$?$GS9! #3 (J 
¿SB!!%2%3%iSOA40w<M; &$@S$=S&SGS9S, !"$=$S&$;$6Sk$rF@0SJ$SS;v>p$H$$S&S$S+¿ (J 
L$B!!$"$k$s$G$7$g$8&!#8+$;$7$aE*0UL#9g$$$, Bg$-$$$N$+$J!&!&!&!# (J 


¿SB!1%SF%mSO3NS+SKO-$9$;vS@S1S1SISb!"S=$S&S$SSS&;vS,S/S-SkS$S+SiSKSOc (J 
2$B!!2?$+S7SiM}M3S, S"$Sk$o$1$G!"F|KN81$SGSb>pJs$,$"$CS?Sj$9$k$oS1SGS9!#¿ (J 


http://www. jca.or.jp/~toshi/MRTA/MRTAindex.html 


¿$B1!$3S$SC$ŠASO%9%Z%S%s81$@$C$?$j1Q81$@$C$?$j$G$Sh$/SoS+$Si$SsS$SGS9!#h (J 
¿SB!1!S5$SCS-8+S?SHS$S3Sm!"S*S@Bg;H4[FbSN<L?2?SJSIS, ¿(J 
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ESB! !$"S4$*S9S, !"6aF|CESKS+SOSkKSGS7SgS&SM! #32 (J 


http://burn.ucsd.edu/~ats/mrta.htm 


é$B!!%S%s3?!<SMSCSH>eSKSO! "SFS1SSSdA?7I9SGSON.S1SISS>pJs$, 7k9=S"SIS*SOIl #3 (J 
2SB!!;v7oSKSDSSSFSbEv; ~<T$,H/?.S7SFS?$j3!"S=SNGX7ISKS"SkSbSNSr3¢ (J 

ESB! IN. STSFSSSKSHS3SmSbS"SjS*S9o!l#e (J 

ESB! !SUS#SKS?!<S,5+S5+SCSFSISS>pJIs$K? ($1$k; vSb!"S3S1S5+SiSOI,MWSGSOSJSSS+SH3; (J 
éSB!!;WSCSFS*S9!#!TSQS=%3%s; (; OSOFCSKSRSISSS+SiSM!<!K¢ (J 

—-MESSAGE FILE 21013 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000032html1. html 


——MESSAGE FILE 21014 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000033հեռԼւ.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MORI Takashi" <mommy@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]MRTA 

Date: 23 Apr 1997 16:50:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 
Message-ID: <5jlek9Srj1l@newsl.scei.co.jp> 
References: <335E012F.4291@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.185.15 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SSSKSASO! #?79SGS9! #2 (Մ 


>http://www.jca.or. jp/~toshi/MRTA/MRTAindex. html 

ESB8+SFS_S*S$7$?! #2 (J 

TBS¿SBSN#N#E#W#S#2#3Sr!"JR<*SGJ9S-$JS, SiFISSS@SNSGS9S, !"¿ (J 
ESBSISsS$+!"S$/SiS/SiSTSFS—-S*S$7$?! #2 (J 

2 SBSbSN%4%HSNN>LL@-SXSNM} 2rSH$$S&S+!"<+d, SNF, $N?6$4d, $1J}$H$$$&$+!"; (J 
ESBS=S&SSS&SHSNSr!"6/NUSKMW5aS5S1SFSSSk4688SGS9! #3 (J 


>¢$B!!%$%s%?!<SM%CSH>eSKS$O! "SF31%3SSd?7I9SGSON. $1$T$S>pJs$, TkI=S"S$jS*S9! #2 (J 
>2$B!!;v70SKSDSSSFSbEv; ~<T$,H/?.$7SF$?$j!"S=SNGX7JISKS"SkSbSNSr3 (J 
>¿SB!!N.S7SFSSSkSHS3SmSbS"SjS“S9!#¿ (J 
>¢SB!!SUS#SkKS?!<S$,S+S+SCSFSISS>pIs$K? ($1$k; v$b!"$3$1$+S$iSOI,MWSGSOSISSS$+S$H¢ (J 
>¢SB!!;WSCSES*°S9!#!I%Q%=%3%s; (; OSOFCSKSRSISS$S+SiSM!<!Kz (J 
¿SBS“S5SK!"S=$&SGS9SM!#¿ (J 
¿SB:#SN@SSNCfSO!">oSK!"SIS3S+SiS+!JSQ@S1S+S+SiS+!K>pJs@oSr;E3]S1S1S$S1SPSSSkSH¿O (J 
¿SB9MS (SEFSbS*S+S7S/SJSSSNS+SbS7S1S S;Ss!# (J 


¿SBSGSO!#¿ (J 


Լ ¿SB?9¿ (J ¿SBN4;J¿ (J E-mail <mommy@fa2.so-net.or.jp> ] 
[ MORI Takashi NiftyServe <JAHO3500@niftyserve.or.jp> | 


—-MESSAGE FILE 21014 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000033html.html 


——MESSAGE FILE 21015 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000034html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?ISO-2022-JP?B?GyRCJVYLaSUmJITYbDKEI=?= 

Date: Thu, 24 Apr 1997 11:29:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <redbug$ff£8d19970424112920@news1.scei.co.jp> 

References: <redbug$ff8d19970421173959@news1.scei.co.jp> <335B49D8.1DB5@ymg.urban.or 
.յք» <335CD4C6.3317@ppp.bekkoame.or.jp> <335DFC04.1BC2@ymg.urban.or.jp> 
NNTP-Posting-Host: 133.130.133.27 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 

IE ¿SBSH¿ (B Netscape ¢$BSN%"%/%;%9?tS,S[S\JBSsS$GS7$*°SS$S*°S7$?! #2 (B 

ee eee (BIE ¿SBSO¿ (B 4.0 ¢S$BSG$b%+%&SStHSTSFS*S9S,!"z (BNetscape ¿SBSO¿ (84.0 ¢ 
SBSNz 

oa a age SNSbDSNS, =PMhSFS*S; SsSNSG!"<B:]SKSO2 (B Netscape ¿$B$G$N¿ (B 
¿SB%"%/%;%9SNJ)S, B?2SSSNSGS7SgS&S, ! #2 (B 


playstation.ny.nan_yaro.theme0 ¿SBSN; (B 
<335DFC04.1BC2@ymg.urban.or.jp>zSBSKS$*SSSF3 (B 

1997/04/23/ 21:09 ¿$B:"!"¿ (BGSX-R ~$BS5$sSO=q$-$*S7$?! #2 (B 
>¿$SB!!1VAGG@25S7SS%=SU%SHSGS"SkS$S+Si!"SS%Ss%?!<%MS%SC% oe ene 
>¢SB!!!!SHSiS (Sk$YS—!WSISSSFH/8@SbS"SCS$?SHS+2 (B(¿SB>P¿ (B) 


ESB! V%$SSs%S?!<SMSCSHSN; ~BeSKSO!"S£!<%6!<S,SS$+SK%;%-Se ԼԹ SES#SKSS: (Ց 
ESBSrSDS1ISMSPSISiSTJS$$+!"2~SaSF7Y>bSrLD$i$7$? !WSHSSS&OUL#SG! "AG; (B 
¿SB@2SiS7SS%$=%U%SHSJSNS+SbS7S1S S;Ss!#; (B 


>¿$B!!¿ (BActciveX: SBSNLdBjJSK$7$FSb!"!V; . Ար b%ši%Sk$NLdBj$G$"S$SC$F@=IJŠN¿ (B 
S$ SB! ! LdBjSGSOSISS ! WSHS+8@SCSFSKSHSESGS9! 8: (B 


¿SB:nSkB&SK%sb%si%skS$S,L5$SSsSGS9S$S+Si!&!&!&¿ (B 


>> ¿$B$d$C$Q$Jj!"L5NA$C$FLABj$J$h$&$J5$$,$9$k!#¿ (B 
>> ¿$B<+J, $, ;H$&$HSJ$k$H$A$J$C$H$d$@$JŠ!¿ (8 

> 

>¢$B!!<!SNz (BMS-Windows; $B$rGcS&$HSbS1$JI$/SDSSSFMhSk$_$?SSS$GS9SM; (8(՞՞չ 
>Z$B!!1%G%9%/%HSCSWSHS/SCSD$/SCSF; v$O!":0=|IT2ZDG=SISNS$+S$b! #2 (B 


2$B:0=|$GS$-SISSSH! "FH@46X;_K!$@S$+SGAJS ($i$l$k$h$&$J5$$b$7$^$9!#z (B 

RedBug redbug@donk.ne. jp 

—-MESSAGE FILE 21015 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000034htm1. html 


—-MESSAGE FILE 21016 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000035հեռւ.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?is0-2022-Jjp?B?WOhOXRsSkO1B+S30kShsoSk1lhYxskQiVmITWINiE8GyhK?= 
Date: Fri, 25 Apr 1997 17:02:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33606508.2A37@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.dtinet.or.jp/~thig/prof/hate.html 


¿SB!!<+J, SNS*SoSjSN! "SHSO8@SSSDSD$b! "2 (J 
é5B!!SI!<SbITFCD IB? ?tS$KSISCSAScCSCSFSKSHS3S, 8: E@BP>]$SG$9¢ (J (¿SB>P¿ (J) 
2$B! ! @bF@NOSDSSS*SRSHSDS+SJIS"! փ. (J 


Bete ԱԱ ee ea 

2$B!!65$ (SFS/S@S5SS¿ (Մ(՞՞չ 

¿SB!!%SSCSFSKSHS3S[ ՀԱԱ O 

-—-MESSAGE FILE 21016 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000035html. html 


--MESSAGE FILE 21017 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000036html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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> CodeWarrior when I got it thinking it was a bit of a bargain, but my 
> impressions are that its utter tosh - it's like they made a special 

> effort to make it crap - slow window redraws, non standard buttons, 

> menus - everyone else does it this way, but oh no we'll do it our way, 
> we're right, everyone else is wrong etc. etc.... 

> 

> What does uo use ? - obviosly my immediate options are to struggle on 
> with CW, or go down the gcc route, possibly using another IDE on top of 
> Its 

> I've got a copy of MSVC 4 lying around - can I use that - I saw some 
> stuff on Steve Dunns page about using Dev Studio ??? 

> 

> Anyway any real life stories welcome... 

> 

> cheers 

> 

> Charlie 


I use CW. It is a bit nasty being part Windows, part Mac. You get used to 
it. I've heard that it crashes on many people, but it's never crashed on 
me. It can be very fast to develope in, and I couldn't live without the CD 
redirection (so the PSX can load files from your PC hard disk). 


It's a love/hate thing. 
Herbs 


—-MESSAGE FILE 2217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00920 


-—-MESSAGE FILE 2218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000921 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Analog Pad w/Dual Shock 
Date: 13 May 1998 11:38:07 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 
Sender: thutton@TECH10 
Message-ID: <uhg2v7xxc.fsf@cybec.com.au> 
References: <35521D7E.D42C3393@mail.datasys.net> 
<3557B2D4.BFBIDAFEF@ndirect.co.uk> <3558372F.B4A015F9@mail.datasys.net> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:921 scea.yaroze.freetalk: 
635 


Darco <rquat@mail.datasys.net> writes: 


Alex Herbert wrote: 
Darco wrote: 


I took apart the controller to examine the feedback mechanism, and I 
noticed that, to my suprise, the left side's (Side with the D-PAD) 
motor and lop-sided weight is ALOT bigger than the right's. This is 
interesting, I'm not sure why Sony decided to do this either. 


VVVVVVVVV 
V V V V 


It's to give two different types of vibration. Hence "Dual Shock". 


I dissagree, as it was my impression that you could change the 
rotational speed of each motor, and that two motors were there to give 
a different shock to each side of the controler. (Imagine you are ina 
flying game and you get hit on the right side - you feel it on the 
right side of the controler. Or of you get punched on the left side of 
your face in a fighting game, you'll feel it on the left side) Having 
two motors the the only purpose of having 2 different types of 
feedback is a waste, and a bad move by Sony. 


VVVVVVVVVVVVVV VV VV ՎՊ 


Nah, I prefer the way they've done it, with two *types* of vibration. 
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From: GSX-R <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.nan_yaro.theme0 
Subject: Re: [HP]MRTA 

Date: Fri, 25 Apr 1997 22:00:02 +0900 
Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3360AACC.BE7@ymg.urban.or.jp> 
References: <335E012F.4291@ymg.urban.or.jp> <5jlek9Srjl@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 
NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MORI Takashi wrote: 


> eSBSbSN%4%HSNN>LL@-SXSNM} 2rSHS$$$&S$+!"<+d, SNF, SN?6S$5J, SLU} SHSSSESH!I"3 (J 
> 2 SBS=SE&SSSESDSNSr!"6/NUSKMW5aS5S1SFSSSk46S8SGS9! #3 (J 


2 $B! !M-L>$JISHS$3$m$GS$O! "KLD+A/S$GKGOWSN; E; v$r$5$1SFSkI}SNz (J 
ZSB!IS[1<%° $Z!1<S8SHS+S"S4S*°S9SM! #3 (J 


ESB! !SASgSCSHIT6* ?5$+Sb$7$1$%S;Ss$, 1"S2!<%* :n$jSNz (J 
¿SB!!JY6/SKSbSJSkSsSGS9ShSM¿ (J (*%%; 


¿SB!11G2hSdKNSJSsS+SrFIS`SNSbSSSSS+Sb$7$1S72S;SsS,!"¿ (J 
¿$B!!8=<B$NJ} $, $Sb$C$H%$%SS+Sb$7S1$J$S$SSJ!&!&!&$H¿ (Մ(՞՞չ 


> 2SBS*S5SK!"$=SESGS9SM! #2 (J 
> ¿SB:#SNGSSNCfSO!">oSK!"SIS3S+SiS+!JS@S1S+S+SiS+!K>pJsQoSr;E31]51SiS1$FSSSkSH;(J 
> 2 SBOMS (SFSb$*$+$7$/SISSSNS+Sb$7$18*S; Ss!#z (J 


¿SB!1?7J9Sd%$F%1%S$G$O!"S3SN¿ (JMRTAz $B4X78$N%[!<%`%Z!<%8$K$7$F$b!"; (J 

2$B!!@hF | SN=8CD<+; &$7$?SHS$35N%[!<%* SZ! <S8SKS7SFSb! "@dBP#UFRHELSre (J 
¿SB!!L@S$S+S$S7S2$;SSsSh$M!#$3$1$C$F%"%s%US'%$"$@$H;W$&$s$@$1$ISJS"T!&!&!&!# (J 
¿SB!!SJSsSS+2yS7SSSNSG!"%S[!<%`%Z!<%S8SN<L??S,=PSFS?S1EvS$S?S3jS=S&SJ¿ (J 

ESB! !S-!<%So0!<SISG8! :wS+S1$?SjSTSFSSS*S92 (Մ(՞՞չ 

—-MESSAGE FILE 21017 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000036հետԼւ. html 


--MESSAGE FILE 21018 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000037html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJVYLaSUmJTYbKEo=?= 

Date: Fri, 25 Apr 1997 22:01:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3360AB2D.1851@ymg.urban.or.jp> 

References: <redbugSff8d19970421173959@newsl.scei.co.jp> <335B49D8.1DB5@ymg.urban.or 
.jJp> <335CD4C6.3317@ppp.bekkoame.or.jp> <335DFC04.1BC2@ymg.urban.or.jp> <redbugSff8d 
19970424112920@news1.scei.co. jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> 2$B:0=|$GS$-SISSSH! "FH@46X;_K!S@S$+SGAUS (SiS1SkShSESTI5$SbS7$*°S9! #3 (J 


25B!!%Q%=%3%sGc$& PMSNBgGH>$O!"%$%S%?!<SMSCSHSbDL\EVSFSGS7SgS&S7!"3 (J 

¿$B!!¿ (JOS: $BS$N015!G=$@! "SHS5S1SAS$cS&SHSASaSGS7SgGSESM! #2 (J 

—-MESSAGE FILE 21018 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000037html. html 
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——MESSAGE FILE 21019 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000038html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJVE1LyRBJGMkcyROT jkhI0JoIzEjMDJzISMbKEO=?= 
Date: Fri, 25 Apr 1997 22:05:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3360AC1D.21D1@ymg.urban.or.jp> 

References: <kamon$21c519970414231903@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Taro Kamon wrote: 
> 
> http://www.sme.co. jp/Video/Topics/e_pak_sa/index.html 

> 

> ¿SBSRS5S7SVSJSK8+SK9TSCS?Si!"Bh#1#02sS*$SG?JSSSGS*S7S?!#¿ (J 


¿SB!!SR$5S7SVSjJSK8+SK9TSCS?Si!"Bh#1#12sS*SG?JSsSGS*S7S?¿ (Մ(՞՞չ 


¿S$B!t$"$"!"%S%$G%*$[$7SS¿  (J(¿SB>P¿ (J) 
--MESSAGE FILE 21019 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000038html.html 


——MESSAGE FILE 21020 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000039html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]MRTA 

Date: Fri, 25 Apr 1997 22:08:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3360ACE1.3852@ymg.urban.or.jp> 

References: <335E012F.4291@ymg.urban.or.jp> <5jlek9Srj1l@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MORI Takashi wrote: 


> >http://www.jca.or.jp/~toshi/MRTA/MRTAindex.html 
> ESB8+SFS_S*S7$S?l#e (J 


ESB! !$5SCS-9TSCS?Si99?7TS5SISFS*S7S?2 1 #e (J 
—-MESSAGE FILE 21020 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000039html. html 


—--MESSAGE FILE 21021 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000040htm1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQkc9PXEKLRSOSg==?= 
Date: Fri, 25 Apr 1997 22:29:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3360B19F.4F94@ja2.so-net.or.jp> 
References: <33606508.2A37@ymg.urban.or.jp> 
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NNTP-Posting-Host: 210.132.158.21 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


GSX-R wrote: 
> 
> ¢$B!!BP>]$,2?SG$b9=$$$%S$;SsSNSG! "HCH=70$N%Z!<Z8SrS4B8S8SG6S7$?S$ig (J 
> 25811655 (SFS/S@S5$$2 (Մ(՞՞չ 

> ¿SB!!SSSCSFSkKSHS3S[I[SIS&S1S7SSSGS9!#¿ (J 


http://plaza3.mbn.or.jp/-daiou/nougaki04.html 
--MESSAGE FILE 21021 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000040html.html 


——MESSAGE FILE 21022 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000041html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQkc9PXEKLRSoOSg==?= 

Date: Sat, 26 Apr 1997 01:33:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3360DCD8.45C1l@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <3360B19F.4F94@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 
> http://plaza3.mbn.or. jp/~daiou/nougaki04-.html 


ESB! !S"S5$,SHS&S4S6SSS*S9! #2 (J 
¿$B!!AaB.9T$C$F8+$^$7$?!#¿ (J 


ESB! !S$S$-SISJSGS+$$I8; ZŞN9??e$, !A;¿ (Մ(՞՞չ:չ:: 
éSB!!S*S@A4TItFISsSS$GS*S;$s$, !"3ZS7SaS=S&SGS9! #2 (J 


¿SB!!SHS3SmSG!"S3S3Sr8+SDS1S?S-SCS+S1SO2?SGS9S+!)¿ (J 
—-MESSAGE FILE 21022 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000041html. html 


——MESSAGE FILE 21023 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000042html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?1SO-2022-JP?B?GyRCJVELLYRBJGMkcyROT JkhIOJoIzEJMBsoQg==?= 
=?1S0-2022-JP?B?GyRCMnMhI xsoQg==?= 

Date: Sat, 26 Apr 1997 06:46:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <kamon$21c519970426064635@news1.scei.co.jp> 

References: <kamon$21c519970414231903@news1.scei.co.jp> <3360AC1D.21D1@ymg.urban.or. 

jp> 

NNTP-Posting-Host: 210.136.1.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


GSX-R <kouzou@ymg.urban.or.jp> wrote: 
>ESBICS"S"!I"SSSGS*S[S7SS$z (B(¿SB>P¿ (B) 


éSBKMSbM_$7$$SG$9!#@*SSSGGcSCSAScS$&S$+Sb; (B(¿SB>P¿ (B) ¿SB!#¿ (B 
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http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21023 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000042htm1. html 


—--MESSAGE FILE 21024 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000043html1-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]=?1ISO-2022-JP?B?GyRCUH5SL£SRKGyhCTIWEF jGyRCUWYhPBsoQg==?= 
=?1SO-2022-JP?B?GyRCUTYhPBsoQg==?= 

Date: Sat, 26 Apr 1997 09:22:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <redbugSff8d19970426092201@news1.scei.co.jp> 

References: <33606508.2A37@ymg.urban.or.jp> 

NNTP-Posting-Host: 133.130.133.51 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿$B$G$9!#¿ (B 


playstation.ny.nan_yaro.theme0 ¿$B$N¿ (B 
<33606508.2A37@ymg.urban.or.jp>¿$B$K$*$$$F;¿ (B 

1997/04/25/ 17:02 ¢$B:"!"z (BGSX-R ¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>¢SB!!BP>]$,2?SGSb9=SSS*S;SsSNSG! "HCH=70SN%Z!<S8SrS4B8S8SGS7S?Si¢ (B 
>¢$B!!65S$ ($FS/S@S5SS¿ (8(՞՞չ 
>¢SB!!SSSCSFSkKSHS3S$ [SISES1ISTSSSGS9O! #2 (B 


Microshaft Internet Exploder ;SBSN%Z!<%8SGS9! #2 (B 
http://www.enemy.org/indexl.html 


# 2 SBCOSeSKSRESF~S1SIS-Sc$GS7$g!"SdSOsj!#z (B 

RedBug redbug@donk.ne. jp 

—-MESSAGE FILE 21024 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000043htm1l. html 


—--MESSAGE FILE 21025 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000044html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re:=?iso-2022-jp?B?GyRCUCYkbxsoSg==?= (%%; 

Date: Sat, 26 Apr 1997 11:56:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33616EC4.7FF9@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbugSff£8d19970426092201@newsl.scei.co 
.յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> Microshaft Internet Exploder ;SBSN%Z!<%8SGS9! #2 (J 
> http://www.enemy.org/index1l.html 


é$B!!Cm0U! *!*!*$353S0!"2 (JMS-InternetExplorer; SBSGSO9TS+SISSS [S&S, SSSSSGSO!*IKI KS (J 


£$B!!SSS-SJISjK\>1SDSNSNS"SSSA#HMH#HSS, =PSFMHSKSHSOz (J (*%; 
2$B!!S&SASNz (JBookMark: SBSKSbF~SCSFS*S9SGS9!#S50S8$3 (J (%%; 
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¿SB!!S3SsSJSNSbS"SjJS2S9S,¿ (Մ(՞՞չ 
¿$B115853$3$O¿ (JMSIEz SBSGSbBg>fIW$G$9! #3 (J 


http://www.netlaputa.or.jp/~hotsuma/hot07.html 
—-MESSAGE FILE 21025 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000044htm1l. html 


—--MESSAGE FILE 21026 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000045html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re:=?iso-2022-jp?B?GyRCJUCo2Y jt IJEEKRO030FwkJhsoSg==?= 
=?1iso-2022-jp?B?GyRCUTYhPBsoSg==?= 

Date: Sat, 26 Apr 1997 12:23:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33617515.6184@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbugSff£8d19970426092201@newsl.scei.co 
.Յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.tiac.net/users/axlrosen/ 


¿$B!!¿ (JJavazS$BSN%=!<S9SbS"SkShS&SGS9! #2 (J 


http://www.well.com/user/vanya/bill.html 


¿S$ŠB!1S3S3SNS$SO¿ (JJavaScript¿$B$+$J!)¿ (J 


http://slugfest.kaizen.net/index.html 


2$B!!S3S3SNSOz (JShockWavez SBSG$9! #2 (J 
éS$B!!SSSmSsST?MSr2%S1S*S9! #2 (J 
¿S$B!12%S1iS1$?$S3jSbS7S2$S9¿ (JU (¿SB>P¿ (J) 


¿S$SB!!$*$9$S9Sa$SO!"01HV:G8e$N$d$D!#;¿ (J 

¿S$B!1S$S3S19u¿ (UPS: SBMOSK:nS$SmS$&$+S$SJ¿ (JU (¿SB>P¿ (J) 
¿SB!'!2hA|$$$/$SD$S+$"$k$7!JC/SNS@¿ (J (¿SB>P¿ (J) ¿SB!K;¿ (J 

--MESSAGE FILE 21026 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000045html.html 


——MESSAGE FILE 21027 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000046html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?1SO-2022-JP?B?GyRCJCYkbxsoQg==?= (*%; 

Date: Sat, 26 Apr 1997 14:32:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <redbug$f£8d19970426143245@news1.scei.co.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$ff8d19970426092201@news1.scei.co 
.յք» <33616EC4.7FF9@ymg.urban.or. յք» 

NNTP-Posting-Host: 133.130.133.60 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¢SBS$GS9! #2 (B 


playstation.ny.nan_yaro.theme0 ¿SBSN; (B 
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<33616EC4.7FF9@ymg.urban.or. jp>z¢SBSKS*SSSF; (B 

1997/04/26/ 11:56 ¿$B:"!"  (BGSX-R ¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>> Microshaft Internet Exploder ;SBSN%Z!<%8SGS9! #2 (B 
>> http://www.enemy.org/index1 -html 
> 
>¢SB!!Cm0U! *!*!*S3S53S0!"3 (BMS-InternetExplorer; SBSGSO9TS+SJISSS [S&S, $$$$$G$9!*!*!*; (B 


ESBS"S"S"S"!"2=S7LUSISS ! #Bg; VST; V=qSSSFSIS+SCS?SGS9!#¢ (B 
2 SBSA%'%C%/ITB-SGS7$?! #2 (B 


RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 21027 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000046html. html 


—-MESSAGE FILE 21028 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000047html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]=?I1SO-2022-JP ?B?GyRCUH5L£SRKGyhCTWF jGyRCUWYhPBsoQg==?= 
=?1SO-2022-JP?B?GyRCUTYhPBsoQg==?= 

Date: Sat, 26 Apr 1997 16:07:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <redbug$ff8d19970426160740@news1.scei.co.jp> 

References: <33606508.2A37@ymg.urban.or.jp> 

NNTP-Posting-Host: 133.130.133.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.nan_yaro.theme0 ¿SBSN; (B 
<33606508.2A37@ymg.urban.or.jp>¿SBSKS*SSSF¿ (B 

1997/04/25/ 17:02 :58:" 1": (BGSX-R ¢$B$5$s$O=q$-$*S7$?! #3 (B 
>¢SB!!BP>]$,2?$GSb9=$S$%*S; SsSNSG! "HCH=70SN%3Z!<S8SrS4B8S8SG$7$?S$ig¢ (1 
>¢$B!!65S$ ($FS/S@S5SS¿ (B(%%; 

>2$B!!SSSCSFSkKSHS$3$ [STS&S1$78$$GS9! #2 (B 


ա 


ESBSSSCSFS*S9!#2 (B 
http: //www2.gol.com/users/slowhand/kilmac/kilmac_i.htm 


ա 


¿$BA0$K$3$3$G>R2p$5$1$F$?$i$9$$$^$; $s (1 


RedBug redbug@donk.ne.jp 
--MESSAGE FILE 21028 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000047html.html 


——MESSAGE FILE 21029 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000048html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskOQ1B+S30kShsoSk1hYxskQiVmITwbKEo=?= 
=?1iso-2022-jp?B?GyRCUTYhPBsoSg==?= 

Date: Sat, 26 Apr 1997 20:19:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <3361E4C0.243B@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$ff8d19970426160740@news1.scei.co 

.Յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
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> ESBsSSCSFS*S9! #2 (J 
> http://www2.gol.com/users/slowhand/kilmac/kilmac_i.htm 


ESB! !Sd$C$2S"!*!#=t<jSr>eS2SFK| :2575-5752չ (J (¿$B>P¿ (J) 
2 $B! !SDSSSK=P$?!*$3$1$>7hDJHG! "SCSF46S8SGS9SM! #2 (J 


2$B! !SGSbSISs$+C1SKGME] $,L\E*S_S?SSS$@$7!"B>SN$3!<%$JI!<SNJI}5$, ¿(J 
¢$B! ! FISsSGSFLLGr$+$C$?$G$9¢ (J (*%; 


ESB! !S3SN?M!"SiSS%S?!<STSSSGSISM! #3 (J 

2$B! ! @GhSNAKSNEN4X78<TSHSSS$$!"JR4s$j6q9g$,SISs$t+$$S$S$I$S"¢ (J (¿SB>P¿ (J) 

—-MESSAGE FILE 21029 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000048html1l. html 


--MESSAGE FILE 21030 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000049html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskOQ1B+S30kShsoSk1l1hYxskQiVmITw1INiE8GyhK?= 

Date: Sat, 26 Apr 1997 23:38:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <3362137F.728B@fa2.so-net.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbugSff£8d19970426160740@news1.scei.co 
.յք» <3361E4C0.243Beymg.urban.or. յք» 

NNTP-Posting-Host: 210.132.170.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 


RedBug wrote: 


> ESBSSSCSFS*S9l#e (J 
> http://www2.gol.com/users/slowhand/kilmac/kilmac_i.htm 


ESB! !Sd$CS$?2S"!*!#=t<jSr>eS2SFK| :2575-5752չ (J (¿$B>P¿ (J) 
2 $B! !SDSSSK=P$?!*$3$1$>7hDjHG! "SCSF46S8SGS9SM! #2 (J 


2$B! !SGSbSI$s$+C1SKGME]$,L\E*S_S?SSS$@$7!"B>SN$3!<$JI!<SNJI}5S, ¿(J 
¢$B! ! FISsSGSFLLGr$+S$C$?$G$9¢ (J (*%; 


2SB!!S3SN?M!"Si%S$%2?!<SISsSGS9SM! #3 (J 
¢$B! ! @hSNAkSNEN4X78<TSHSSSS!"JR4s$ j6q9g$, SUSS$+S$SSSSIS"3 (J (¿SB>P¿ (J) 


VVVVVVVVVVVV VV 


¿$B<B$O$3ŞN?M!"7k9=#M#a#c$I?M$, S&S1SdS*S7S+SCS?$SjJS7SFSM¿ (J (%%; 
¿S$B7k9=%SU%1%s%$I%1%9$J?M$+$bS7$1$2$S;$s$MS'!#¿ (7(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 21030 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000049html.html 


——MESSAGE FILE 21031 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000050htm1l html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQkc9PXEKLRSOSg==?= 

Date: Sun, 27 Apr 1997 04:11:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33625355.4CA6@ja2.so-net.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <3360B19F.4F94@ja2.so-net.or.jp> <3360DC 
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D8.45C1l@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.158.3 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
akatu wrote: 


> http://plaza3.mbn.or. jp/~daiou/nougaki04-html 


VV V V V V V 


¿SB!!S$SS-$JS3JSGS+SSJ8;zSN9??e$, A(T (“° ;;;;; 
ESB! !S*S@A4ItFISs$G$*%S;Ss$,!"3ZS7SaS=S&SG6S9! 


¿ $B; dSbFISsSGS*S;Ssl#e (J 
éSB2KSIJSHS-FISbS&SH;WSCSFK:S1SFS*S7S?! #2 (J 


ESB! dBhz (J4zgSBItSKFMF~SGS9!"A4¢ (033; SB4, SG407kS9SkKS3SHSK7ThSaS$*S7$?! #2 (J 
¿SB!d:#SN%Z!<%9S@SH;DSj¿ (J5¿$BG/SGS9!#¿ (J 


ESBS@S=SESGS9! #3 (J 


> ¢£SB!!SHS3$mSG!"$3$3$r8+$D$1$?$-SC$+$1$02?SGS9$t+!) ¿(J 


ESB5nG/SN2FSO0SiSS!"3 (J 

¿SB=iSa$F%V%C%$/%%*!<%/SrIU$1S?%[!<%`%Z!<%8SG$9S,!"¿ (J 

¿SB3PS (SFSSS S;Ss!#¿ (J 

ESBHH2hA| $r8! :wS7SFSSSkC£SG8+SD$1$?$H; WSESNSGE (J 

¿SBSmS/SJS-SCS$+S$S1SGSOSJSSSGS9!#¿ (J 

--MESSAGE FILE 21031 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000050html.html 


——MESSAGE FILE 21032 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000051html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQ1B+S30kShsoSk1hYxskQiVmITw1INiE8GyhK?= 
Date: Mon, 28 Apr 1997 01:51:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <336383E8.16ED@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-R wrote: 
> 


> http://www.dtinet.or.jp/~thig/prof/hate.html 
ESB! !STS&$d$i!"01;~JID: ?SNShHS&SGS9! #2 (Մ 
http://www.dtinet.or.jp/~thig/prof/whatsnew.html 
2$B!!$r8+SkSH!";E;vSKS*SG1F6AS, =PS?SiS7SSSGS9! #3 (J 


$B! !=q$$$F$?; vSNLGBIECSKSDSSSFSO!"9MS (SkSDSbSjJSJSSSiS7SS!# (J 
$B! !H>G/8eS, 3Z$7$_SGSOS"Sj$*$9l#e (J 


¢$B!!SASTS_SK!"002<SN%Z!<%8SK>eSN3Z!<%8SN2r@b$,5"S58$*°S9¢ (J (¿S$B>P¿ (J) 
2$B!!H* SN8m2r$d4V0cS$$S$b; XE&STSFS"SIS*S9l#e (J 


http://www6.shizuokanet.or.jp/menou/NiceJoke. html 
-—-MESSAGE FILE 21032 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000051html.html 
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--MESSAGE FILE 21033 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000052html1- html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re:=?1ISO-2022-JP ?B?GyRCJCo2Y jt IJEEKROO03J0FwkJiU2ITwbKEI=?= 

Date: 28 Apr 1997 02:01:27 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 21 

Message-ID: <5k10dnSdfk@newsl.scei.co.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$Sff8d19970426092201@news1.scei.co 
.յք» <33617515.6184@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcom; SBSGS$9¢ 


GSX-R ¿$B$5$s[)$/¿ (B 

> 
>¿$B!!$$$m$s$J?M$r2%$1$^$9!#¢¿ (B 
>¿$B!!2%$i$1$?$j$b$7$^$9; (B(¿SB>P¿ (B) 

> 

ESB! !K?#M#S<RSN?MSbHSSS=S&SGSISM! #2 (B(^^;; 


>2SB!!$*$9S9SaS0!"01HV:G8eSNSdSD! #3 (B 
>2$B!!$3$19uz (BPSzSBMQSK: ee (B(z ԱՄ 
SESB! !2hA|$$5/$D$4$"$K$7!JC/$NS@; ( B (¿ $B>P¿ (B) ¿$B!K¿ (B 


ESB! !S*!"S*S5S+2 (8..... 
¿S$B!!%"%$1!"$GS9S$S+!)!J>P !K¿ (B 


ft ff Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
i any ee E_Mail_Address : falcom@bekkoame.or.jp fife} 
ey aa ASYA Net Yarouze! ID : ayz00581 hp Pd 


-—-MESSAGE FILE 21033 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000052html1. html 


--MESSAGE FILE 21034 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000053html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCJCo2Y jt IJEEKRO03JFwkJiU2ITwbKEo=?= 

Date: Mon, 28 Apr 1997 18:33:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33646EE1.71B@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$ff8d19970426092201@news1.scei.co 
.յք» <33617515.6184@ymg.urban.or.jp> <5k10dnS$dfk@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 
> ¢$B!!K?#M#S<RSN?MSbSSS=S&SGSISM! #2 (U (“ ;; 
ԵՏՔ !Hf3SE*!":G6aEPO?$S5$1$?$_S$?SSSGS9SMz (J (¿SB>P¿ (J) 


> gSBIIS*!"S*S5S+¢2 (Մ..... 
> ¿SB!!%S"%1!"SGS9S+!)!J>P !K¿ (J 
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£$B!!$*S@%3%a%sSSHSGS-SkCI3, SKS"S5S%S;Ss¢ (J(¿$B>P¿ (J) 
—-MESSAGE FILE 21034 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000053html. html 


——MESSAGE FILE 21035 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000054html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]MRTA 

Date: Tue, 29 Apr 1997 18:11:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <3365BB29.1C21@ymg.urban.or.jp> 
References: <335E012F.4291@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http: //www2b.meshnet.or.jp/~tomsan/ikari013.htm 


ESB! !SSSCS?SSSTS3SK9TS/SNS@SMSESM!) ¿ (J 
—-MESSAGE FILE 21035 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000054htm1l. html 


--MESSAGE FILE 21036 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000055html-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?1ISO-2022-JP?B?GyRCJCo2Y jt IJEEKROO03JFwkJiU2ITwbKEI=?= 

Date: 30 Apr 1997 03:08:21 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 17 

Message-ID: <5k6d35S1t4@newsl.scei.co.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$ff8d19970426092201@news1.scei.co 
.յք» <33617515.6184@ymg.urban.or.jp> <5k10dnSdfk@newsl.scei.co.jp> <33646EE1.71B@ymg 
-urban.or.jp> 

NNTP-Posting-Host: 202.251.251.193 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz; SBSGS9! #2 (B 

GSX-R ¿$B$5$s[)$/¿ (B 

> 
>2SB!!Hf3SE*!":G6aEPO?S5SS1S?S_S?SSSGS9SMz (B (¿SB>P¿ (B) 
> 


¿SB!!ENS3JSNSOS1S0SASJSsSGS9S+SMS'!#¿ (B (^^; 


>2$B!!S°S@S3%aSs%HSGS-SkCJ3, $K$"$j$^$; $s (B(¿SB>P¿ (B) 


¿SB!!%$3%Sa%s%$H$G$-$kCJ3, ŚK$J$C$?$i!"65$($F$/$Q@$5$$!#!J>P!K¿ (B 


he Sl; Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
fff E_Mail_Address : falcom@bekkoame.or. jp =/= Z 
աա Թ. Net Yarouze! ID : ayz00581 7 Մ 7 


—-MESSAGE FILE 21036 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000055html. html 


--MESSAGE FILE 21037 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000056html1- html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 
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If I'm driving along a bumpy track in a crappy C class car in Gran 
Turismo then I'll get the slow vibration from the larger motor. But 
if I scrape the wall or get nudged by another car I get a quicker 
vibration from the smaller motor. This is great, and is what enhances 
gameplay. 


I honestly think that if you had left and right vibration as you 
described you wouldn't feel it properly, as the controller is too 
small for that. The controller would have to be split in two, with 
independant casing that didn't interfere with the other half. Too 
difficult, not worth it IMHO. 


Toby. 
-—-MESSAGE FILE 2218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00921 


—-MESSAGE FILE 2219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000922 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: what do people actually use ? 
Date: 13 May 1998 11:48:31 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Sender: thutton@TECH10 

Message-ID: <uglif7xg0.fsf@cybec.com.au> 
References: <3558283E.3BB3@livemedia.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


I belong to the Church of Emacs where other devotees and I worship the 

God of Gnu, and all that is Right. Come, join us, be happy, rejoice! 

Toby. 

—-MESSAGE FILE 2219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00922 


-—-MESSAGE FILE 2220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000923 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Thanks - what do people actually use ? 
Date: Wed, 13 May 1998 08:48:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3559505C.73CB@livemedia.co.uk> 
References: <3558283E.3BB3@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Thanks for all the feedback from everyone - 


I've got it working with MSVC4 - which has an old version of Developer 
Studio in - this seems to work ok. I'll probably give CW another go - 
the thing which appeals to me is the debugging, and the whole 'IDE' 
thing, I'm just so used to the 'standard' Windows way of doing things 
which is probably why my initial reaction to CW was so bad. I guess I'll 
have to spend a little time learning to like it :) 


Charlie 
—-MESSAGE FILE 2220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00923 


—-MESSAGE FILE 2221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: IE4.0=?ISO-2022-JP?B?GyRCJCwhIiVqJWohPCU5JDUkbCQ/JDObKEI=?= 
=?1SO-2022-JP?B?GyRCUCYkRyQ5SISMbDKEI=?= 

Date: Thu, 01 May 1997 22:38:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <redbug$ff8d19970501223848@newsl1.scei.co.jp> 

References: <5ij2ruS67m@newsl.scei.co.jp> <redbug$ff£8d19970412005702@news1.scei.co.j 
p> <5j07voSkto@newsl.scei.co.jp> <redbugSff£8d19970419145518@newsl1l.scei.co.jp> 
NNTP-Posting-Host: 202.217.106.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.nan_yaro.theme0 ¿$B$N¿ (B 
<redbug$f£8d19970419145518@newsl.scei.co.jp> ¿SBSN;¿ (B 
¿S$SB5-;vSKS*S$SSSF¿ (B 1997/04/19/ 14:55 ¿Š$B:"!" (B 
ՀՏ8չՎՏՕՀզտ-Տ՞Տ752142 (B 
>IE4.0 ¿$B$O!"¿ (B3.02SBSHSN6&B8S, Տ65-ՏՄՏՏՏՏՏՇՏ՞ՏՏՏյՏ՞Տ7Տ218չ (B 
>¢£SBSUS5!<S&S'S"SN2>A[%SGS9S/SHSCSWS=SUSHSDFOS+SIS/SISKS7! #2 (B 

>2 SB2q<RSN%*37%s!Jz¢ (BPentium-100MHz + 40MBytez$B!KSGSO=ES/SF;HS (SUSSS7! #2 (B 
> 
>¿ $B2H$NS^%7%s!J¿ (BMMX Pentium-200MHz + 64MByte;$B!KSGSO3ZSKF0S/S@SmS&S1SI!"3 (B 
>¢ SB4D6-Sr2u$5S1SkSN$, 7ySTSNSG!"%S3S39%H!<SkS7SFS*%S; Ss! #3 (B 


¿SB:#=5KvSK#9#5SrS*S?S*S?%S%Ss%S9%H!<%skS$S7D>S9SNSG!J%SQ!<%SF%S#%S7%g%s 
¿SB@ZSjJD>S7SKH<S&SDSN!K!"SIS&S;SQ@Q@S+SiSHS5SCS-#I#F#4!S#0Sr%$S%s%s9%sH!<%k;¿ (B 
ESBSTS*STS? 1 #z (B 


¿$B4D6-$K$O; WSCS?S$ [SILF6ASGS*S;SsSGS7S?!"S, !&!&!&!&¿ (B 


ESBS 7%9SF%S° SbSKS?!<Sr8+SFX3A3! #2 (B 
ESBHECHP#U; HMON ($, #1#0#0!s!&!&!&!&27?SbA° :nST7TSFSISSSNSK! #32 (B 
¿SBS3S$S1!"%$W%j%$$%s%S9%H!<%Sk$7$FGd$k5$$J$sS$S@$SmS&S+!# (B 


Beginner's Forum Leader 

RedBug ¿SB%sa!<%sk%"%I%1%S9>C<:Cf;ə (B 

--MESSAGE FILE 21037 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000056html.html 


——MESSAGE FILE 21038 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000057html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [HP]AMSN 

Date: Fri, 02 May 1997 23:46:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <3369FE31.579A@ymg.urban.or.jp> 
References: <33606508.2A37@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.58 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !SsSG!":#EYSNSOS"SsS%Az (IMSESB7OSGS9! #2 (J 


http://killy.shinshu-u.ac.jp/mawatar/amsnjp.shtml 
—-MESSAGE FILE 21038 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000057html. html 


--MESSAGE FILE 21039 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000058html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhOXRskQkh+RmAkTiVeJUMLLyVAJSQ1ILiVqITwoKEo=?= 
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Date: Sat, 03 May 1997 10:02:15 +0900 
Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <336A8E88.DB7@ymg.urban.or.jp> 
References: <33606508.2A37@ymg.urban.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.84 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.bekkoame.or.jp/~kmfdm/ 
¿SB!!AG@G2S7SS¿ (U (¿SB>P¿ (J) 


-—-MESSAGE FILE 21039 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000058html.html 


——MESSAGE FILE 21040 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000059html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso0-2022-jp?B?WOhOXRskOiOqJEkkayRPJESkbxsoSg==?= 
Date: Sat, 03 May 1997 13:29:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <336ABF36.778F@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.yk.rim.or.jp/~koala/haniwa/haniwa.html 


¿SB!!$2%S%H$kDL$3SGS9;¿(J(¿SB>P¿ (J) 
--MESSAGE FILE 21040 ae net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000059html. html 


——MESSAGE FILE 21041 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000060htm1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskOkh+RmAkTiVeJUMLLyVAJSQ11iVqITwbKEo=?= 
Date: Sat, 03 May 1997 19:26:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <336B12F2.404A@ja2.so-net.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <336A8E88.DB7/7@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.158.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
> 
> http://www.bekkoame.or.jp/~kmfdm/ 
> 

> ¿$B!!AGQ2$7$$¿ (J(¿$B>P¿ (J) 


¿SBS91"S9S4SS1*¿ (J 


ԱՏՆ Տա ՏՈՏՈ J 

< SBBP7h$08+51$^ $;SsSM!#2 (J 

--MESSAGE FILE 21041 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000060html.html 
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——MESSAGE FILE 21042 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000061html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [HP]=?1SO-2022-JP?B?GyRCJTk1lLyUmJSc1lIkhzOHg8MCValITwlOBsoQg==?= 
Date: Sat, 03 May 1997 22:44:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <redbug$ff8d19970503224447@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.98 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 
¿SB%9%/%&%'%"SNHs8x<0%Z!<%8SKSO!"$3S1526G3530SNSDSN; (B 
http://www.sqla.com/unofficial/ 

¿SBS,S"SjS“S7S?S, !"9qFbSKSbSGS-S?ShS&SGS9!#¿ (B 
http://www.aaa-int.or.jp/machan/square/ 


£ SBS"S$1IS1$9$@S1$GS039$/ShS'S"SHL54X78SK8+S ($*S9$, !"; (B 
¿$B$3$3$O#F#F#7$N3+H/$K$b4X$0o$C$?J}$,1?1D$7$F$*$i$1$kz (B 
2ESBSM%CSHSGS9! #F | 5-STSTSbLLGr$$$G$9! #2 (B 
ESBK\?MSN5v2D$r$$S$?S@SSSF!I"SS%.3T!<%: SUS) 1ՀՏ15`ՏՀԻՏ1ՏԵչ (B 


E$B%5%8S/STSFS*S9! TSASGSCSHS"SIS1S9INCSSS*S9S, !K!# (B 

Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

—-MESSAGE FILE 21042 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000061html.html 


——MESSAGE FILE 21043 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000062html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Netscape =?1ISO-2022-JP?B?GyRCTil10xsoQg==?= 
Date: Sun, 04 May 1997 20:02:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <redbug$ff8d19970504200245@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.73 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿$B$G$9!#¿ (B 


¿ $B; (;o$rN)$AFI$_$7$F$FCN$C$?!"; (BNetscape ¢SBSN1#$7S$0S6! #¢ (B 
Ctrl + Alt + Բ ¿$B$r2!$9$H!&!&!&g (B 
¿SB!J¿ (BWindows ¢SBHGSNS_!"S@SC$?S+SJ!) !K¿ (B 


ա 


¿ $BB>$K$b$"$C$?$s$G$9$, !"K:S1SAScCSSS*S7S?!#¿ (I 


Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

--MESSAGE FILE 21043 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000062html.html 


——MESSAGE FILE 21044 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000063html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQkh+RmAkTiVeJUMLLyYVAJSQLIiVgI TwbKEo=?= 

Date: Mon, 05 May 1997 23:14:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 
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Message-ID: <336DEB3F.4FB3@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <336A8E88.DB7@ymg.urban.or.jp> <336B12F2 
-404A@ja2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 


> 

> GSX-R wrote: 

>> 

> > http://www.bekkoame.or.jp/~kmfdm/ 
>> 

> > ¿$B!!AG@2$7$$¿ (U (¿$B>P¿ (J) 

> 

> ESBSOI"SOS4SS!*3 (J 

> 

> ¿SBSGSb!"%a!<%Sk%"%I%1%S9SJSSS+Si!" (J 
> ¿$BBP7h$08+$1$^ S; SSSM1 86 (3 
¿SB!!S?SVSssa!<%k%"%SIS1%9SO¿ (Jkmfdm@???.bekkoame.or.jp¿$B$G$9!# (J 


ՀՏ81 1: (J???¿$B$NItJ, i. ԱԱ Gees at BS rI=$0$9#3I8; zSJSsSG$9! #2 (J 
2 SB! !$381$58 ( SOS+S$1SPIV;v$,=P$;S$*S9l#e (J 
7SB!!#1#3DL= PS7SFS_S1SPO18DSOEvS?SkSOS:¢ (J (*%%; 
--MESSAGE FILE 21044 END: net-yaroze- oe a SCEI/ny/nan_yaro/theme00000000/ 
00000063հետԼւ. html 


--MESSAGE FILE 21045 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000064html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: fj? 

Date: Tue, 06 May 1997 11:39:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$ff8d19970506113907@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


¿SBKNEvSK5WS$S7SV$jS$SK!"¿ (B 
fj.rec.games.video.home.nintendo64 
ESBSrFI$_S*$7$?!#z (B 


¿SB!&!&!&!&3S30SNSK%še!<%9%0%k!<%WFISsSGSkS_S2$SS!#; (B 
2$B5—; VSNS+$J$ 3$r309q?MSNE j 9F !J$ [SH$s$11081!KS, @jSaSFS*S9SM! #2 (B 


¿SB#P#SSb1081SGSNEj9FS$S"$3jS2$95S, !"#6#4SNSOH>J, L5K!COBS!J$$$$; (B 
ESBS9S.S+!KSK8+S (S*S9! #2 (B 


£$B3$30$GS0%Q%0!<S"SkSsSGSISMS'!##O#ASCSE! #2 (B 


¢$B!t%=SUSH$, GdS1$J$/SFSbGSE7F2$, LY$+$k$7$/$_$C$F:#$bJQ$o$i$J; (B 
¿SB!tS$S$S$s$GS7SgS&S+!) 


Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

—-MESSAGE FILE 21045 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000064html.html 


——MESSAGE FILE 21046 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000065html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: akatu <akaQja2.so-net.or.jp> 
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Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQkh+RmAkTiVeJUMLLyVAJSQ11iVqITwbKEo=?= 
Date: Wed, 07 May 1997 00:14:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <336F4AE5.3B69@ja2.so-net.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <336A8E88.DB7@ymg.urban.or.jp> <336B12F2 
-404A@ja2.so-net.or.jp> <336DEB3F.4FB3@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.158.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


http://www.bekkoame.or.jp/~kmfdm/ 


V V V V 


¿SB!!AG@G2S7SS¿ (U (¿SB>P¿ (J) 


¿SBS91"S9S4SS1*¿(J 


¿SB$GSb!"%ša!<%k%"%I%1%9$JS$$+$i!" (J 
é$SBBP7h$08+$1$%*$;S$sSM! #¢ (J 


VVVVVVV VV 


ESB! !S?SVSsSa!<SkS"SIS1S9SO; (TIkmfdm@???.bekkoame.or.jpzSBSGS9!#¢ (J 
¿$B!!¿ (J???zSBSNItd, $O!"¢ (Jpppze$BSb$7$/S0@1:BSriI=$o$ 9#358; zSTSsSGS9!#¢ (J 
¿$B!!$3$1$5$($0o$+$1$PJV; v$, =P$;$^$9!#¿ (J 
¿$B!!#1#3DL=P$7$F$_$1$P018D$OEv$?$k$O$:¿ (I (^^; 


VVVVVVVVVVVV VV 


ESBSSS$d!";dSGSOBP7Th$GS-S$*S;Ss!#z2 (J 

éESBS3S1SN1F6ASr<uS1SF: #S4$m=iSaSF2q0wSN%[!<%°3Z2!<S8Sr:nSCSFS_S*S7S?! #3 (J 

—-MESSAGE FILE 21046 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000065html.html 


——MESSAGE FILE 21047 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000066html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: WinMac 

Date: Wed, 07 May 1997 19:33:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33705A58.3628@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://orion.oac.uci.edu/~rtsuji/winmac.html 


Be eget eee 
¿SB!!S3S1SOShS/SGS-SFSAS918; (J 


ESB! !1S+S9S2S° S"SSS3SSSHSP$ISPS45;HS (SkSh$&SGS9¿ (Մ(՞՞չ 
—-MESSAGE FILE 21047 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000066html.html 


——MESSAGE FILE 21048 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000067html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: WinMac 

Date: 8 May 1997 06:18:21 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 15 

Message-ID: <5krr7d$lpa@newsl.scei.co.jp> 

References: <33705A58.3628@ymg.urban.or.jp> 
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NNTP-Posting-Host: 202.244.231.122 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

éSB!!¢ (Bfalcom:; SBS$GS9! Ի: (B 


GSX-R ¿$B$5$s[)$/¿ (B... 


> 
>¿$B!11S+S9%?%`%$"%$%3%Ss$SbSP$j$SPSj;HS$S (Sk$h$&S$SG$9;¿ (B(^^; 
¿SB!!1!1SdSCSFS_Sh$&S+$SJS!¿ (B...¿SB!J>P !K¿ (B 
¿$B!!!!$G$b!"I=LL$7$+$+$0o$i$J$$$N$M¿ (B....¿$B!J5c!K¿ (B 

ay oe a Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp S| ef 
fe ff. Net Yarouze! ID : ayz00581 fff 


—-MESSAGE FILE 21048 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000067հետԼ. html 


——MESSAGE FILE 21049 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000068html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: WinMac 

Date: Thu, 08 May 1997 17:08:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33718A01.78FF@ymg.urban.or.jp> 

References: <33705A58.3628@ymg.urban.or.jp> <5krr7dSlpa@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 
> 2$B!!!!SGSb!"I=LL$7$+$+SoSiSTSSSNSM; (J....¿$B!J5c!K¿ (J 


¿SB!!%sasK%se!<%P!<SJSsS+SbSDSSSF!"S-SASSSH;HS(SkS=S&SGS9¿ (J (¿SB>P¿ (J) 
—-MESSAGE FILE 21049 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000068html.html 


——MESSAGE FILE 21050 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000069html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskOQ1B+S30kShsoSk1hYxskQiVmITw1INiE8GyhK?= 
Date: Fri, 09 May 1997 22:07:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33732174.E88@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.dtinet.or.jp/~thig/prof/hatel-html 


2$B!!Itd,E*$K!)I|3h$7SFSSS*S9! #2 (J 
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¿SB!!S$S"SSS+SoSiS:!"01ItSXSN61>pS$SHS$SS&ShSjSO¿ (J 
¿S$SB!!=q$/$S3S$SH$SK?1$C$F$kOu>]$N$[$&$, 6/$$$G$9!#¿ (J 

--MESSAGE FILE 21050 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000069html.html 


——MESSAGE FILE 21051 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000070html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?GyRCSkk7ZhsoSg==?= 

Date: Tue, 13 May 1997 21:59:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <337865BF.14E9@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.158.14 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2 $B7]G=?MSd&" SSSI SkSISIII; £$KS9S$k2hA | $rC5$7$FS$$*°S9! #3 (J 
¿SB%S%s%?!<%M%C%H>eSGS*S9S9SaS,S"S$SJjJS%“S7S?$S1i65S (SFS/S@S5SS! #3 (J 

-—-MESSAGE FILE 21051 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000070htm1. html 


—--MESSAGE FILE 21052 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000071html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhQXRskQiUoJXQ1ISVzJTIlaiUqJXM3TxsoSg==?2?= 
Date: Thu, 15 May 1997 22:56:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <337B1602.80B@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.82 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www. jeton.or.  jp/users/dcc-jpl/Eva/Eva-index.html 
25B!!$(/IS!$s$2$4S*SsSKBPS9ISkHCH=70! "SGSOSTSSSGSISNSGGOSNS?Saze (Մ(՞՞չ 
¿SB!!SASJS_SK;dS$SO8+S$S?S3SHSJSSSGS9¿ (Մ(՞՞չ 


¿$B!t$?$V$s!"¿ (UNY¿S$SBSGO1HVB?$S$SSNSOS, $s%*$@%` @SBeS@SmSEST! 8, (J 
--MESSAGE FILE 21052 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000071html.html 


——MESSAGE FILE 21053 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000072html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhQXRskQiMxISI 4MiU1JXM1LLCVqJSIbKEo=?= 
Date: Thu, 15 May 1997 23:55:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <337B23F3.2C4@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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http://www.sangaria.co.jp/ 


ESB! IS=$&S$9$ (SP$S“S@=qS$SSFS2S;SsS$SGS7S?¿ (Մ(՞՞չ 
¿$B!!CNS$k?MS$S>CN$k!"$"SN%5%s%,%j%"SN%$[!<%`%Z!<%8SGS$9!#; (J 


2$B! ! 2a5nSN#CHMS* 1<%S!<STSs$t+$b$"$jS*S9! #2 (Մ 
2SB!!S,!*1 el eI ee (J 


éS$B!!1&SD$S1$??eCeSN=wSN; RS, !"!VSNSbDSNSDSNSb!A!WSH2NSCSE¢ (J 
¿SB!!MYSjS/SkS&SdSDS, !"#1#17nSN99?27SG>CS$ (SF$7$S“SCS?SNSGS9!&!&!&!# (J 


¿S$B!!C/$S+;)$C$F$?$i%a!<%k$GAw$C$F$/$@$5$S¿(J(“ ; 
--MESSAGE FILE 21053 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000072html.html 


——MESSAGE FILE 21054 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000073html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?i1so-2022-jp?B?GyRCTGdBMEonJCOkTiRIJDMkbSRLRn4kbCRrJGgkJiRLJEokaiReJDckPyE 
JGyhK?= 

Date: Fri, 16 May 1997 00:14:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <337B2864.7520@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.15 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


SCEA, SCEE; SB! "SHSbSKG'>Zz (JOKz$B$_S$2?SS$$GS$9Sh! #3 (J 
2 SBK] LuS=SU%H$,M_$7$/SISCS$?S>! #32 (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 21054 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000073htm1.html1 


--MESSAGE FILE 21055 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000074htm1-. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]=?1ISO-2022-JP?B?GyRCIzZEhIiMyJTULcyUsJWollIhsoQg==?= 
Date: 16 May 1997 05:21:02 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 30 

Message-ID: <5lgqru$ j64@newsl.scei.co.jp> 

References: <337B23F3.2C4@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.251.251.115 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


falcom: SBSG$9! #2 (B 


GSX-R ¿$B$5$s[)$/¿ (B... 


> 

>http://www.sangaria.co.jp/ 

> 

>¢$B!!S=S&SSS (SP$*S@=qSSSFS*S;Ss$GS7$2¢ (B(^^; 
>¢$B!!CNSk?MS>CNSk!"S"SN%$5%3S%,SjS5"SNS[!<%° SZ!<S8SGS9! #3 (B 

> 

ESB! !!!S3S3SNS"ST%1%9SCSF! "4LSK5—:\S5S1SFSkSs$GS9ShSM! #; (8(՞՞չ 


Net Yaroze newsgroups message dump.txt 


ESB!!! !S7S+Sb!"7k9=!"A0S+Si!l#!I>P!Ke (B 


ESB!!! !CNSCSFSOSS$$*S$7$ 2S, !"O1L2s$b$$$C$ ?$3SHSOSIS$SGs9!l#e (8(՞՞չ 


>¢$B!!1&$D$1$??eCeSN=wSN; RS, !"!VSNSDSNSbSNSb! A! WSH2NSCSF 3 (B 
>¿SB!!MYSJS/SkS&SdSDS, !"#1#17nNSN9927SG>CS$ (SFS7S*SCS?SNSGS9!&!1&!&! #2 (B 


ESB! !I!!IS3S1ISSSESN!I"S"SIS*STS?2SMS'!#!T61>P!Ke (B 
¿SB!1!1%S5%s%,%3jJ%"SO! "#CHMSK=y ! 9SKS* 6bSr$+S1SFS-S?¢ (B 
¿$B!!!!Nr;K$r46$8$5$;$F$/$1$^$9!#!J>P!K¿ (B 


>¿$B!!C/$+; }SCSFS?Si%a!<%$kSGAWSCSFS/S@S5$$3; (B(^^; 


¿SB!!!1;DG0SJS SiT"; dSOTNW= y }S7SFS*S;$s!#ze (B(%%;; 


ԱՅՅ Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp Թ ՆՈՏ: 
_/_ ՅՐ Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 
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—-MESSAGE FILE 21055 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 


00000074html.html 


——MESSAGE FILE 21056 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


0/00000075html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 


Subject: Re: =?iso-2022-jp?B?GyRCTGdBMEonJCOkTiRIJDMkbSRLRn4kbCRrJUGgkJiRLJEokaiReJDc 


kPyEjJGyhK?= 

Date: Fri, 16 May 1997 20:42:05 +0900 
Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <337C480B.1563@ymg.urban.or.jp> 
References: <337B2864.7520@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.89 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 
> 
> SCEA, SCEE; SB! "SHSbSKG'>Z¢ (JOKE SBS_S$?SSSGS9Sh! #2 (J 


http://www.netyaroze.com/ 


¿SB!!S+SiS?$SIS1S S9SM!#¿ (J 
¿SB!1S“S@8+SK9TSCSFSJSSSGS9S,¿ (J (“ °; 


> ¿S$SBK]Lu%=%SU%H$,M_$7$/$JSC$?$>!#¿ (J 


¿SB!!S"SjS“S9¿ (Մ(՞՞չ 
¿$B!!$"$^$j<-=q$rCC$ (SF$SJSSSNSGS*SPS+SGS9S,¿ (Մ(՞՞չ 
ESB! !8+S?S$SSHS3$,$"S1SP$d$j$*S9S, !#¿ (J 


—-MESSAGE FILE 21056 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 


00000075html.html 


——MESSAGE FILE 21057 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


0/00000076html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOQXRskQiMxISI 4MiU1JXM1LCVqJSIbKEo=?= 
Date: Fri, 16 May 1997 20:44:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <337C4885.2712@ymg.urban.or.jp> 

References: <337B23F3.2C4@ymg.urban.or.jp> <5lgqruS j64@newsl.scei.co. 


ՍՔ» 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.89 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


falcom wrote: 


> gSB!!!!S3S3SNS"SIS1S9SCSF!"4LSK5—:\S5S1SFSkSsS$GS$9ShSM! #2 (J (%%; 
> ¿$B!!!1S7S+Sb!"7k9=!"A0S+Si!#!J>P!K¿ (J 


ESB! ISiSTSSSGS9SM! Ոչ (J 


¿SB!!S&SASNS[S&$G$SOS5%s%,%j%"@=IJS$SO%*%S%J!<SJSNSG!&!&!&!#¿ (J 
¿SB!!&QB<SK#24#1CcS$,CVSSSFS"SkS/SiSSSGS9¿ (Մ(՞՞չ 


> ¢SB!!!!CNSCSFSOSSS*S7$2?S, ! "012sSbSSS$SCS?S3SHSOSJSSSGS9!#¿ (J (%%; 


¿$B!!$<$R!*!J¿ (JThat's Mazda¿$B!K¿ (J 


> 25Ք81111:060575,511":4501"Հ3չ)57ՏԲՏ՞Տ:Տտ Ի: (Մ(՞՞չչ 


¿$B!!0z$-B3$-!"; }S$CSFSkI}Jg=8S7$*S$9¢ (I (^^; 
--MESSAGE FILE 21057 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000076htm1. html 


——MESSAGE FILE 21058 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000077htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhQXRskQiMxISI 4MiU1JXM1LCVqJSIbKEo=?= 

Date: Fri, 16 May 1997 21:37:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <337C5519.5C6D@ymg.urban.or.jp> 

References: <337B23F3.2C4@ymg.urban.or.jp> <S5lgqru$ j64@newsl.scei.co.jp> <337C4885.2 
712@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éSB!!MYSkSR%S2SM!<SAScSsSLdB i! "2r7h$7$*$7$?¢ (J (¿SB>P¿ (J) 
¿$B!!¿ (Jhttp://www.sangaria.co.jp/mov/ 


ESB! !SrD>@\8+S?SiS"SkS=S&SGS9! #2 (J 


¿$B!!<B:]!"$"$J$^$7$?!#$I$1$, ՏՀՏԵՏՄՏԱՏԻՏՕՇՏՏ7ՏԲՏ/Տ055ՏՏչ (J (¿SB>P¿ (J) 
—-MESSAGE FILE 21058 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000077html. html 


—--MESSAGE FILE 21059 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000078html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCTGdBMEonJCQOkTiRIJDMkbSRLRn4kbCRrJUGgkJiRLJEokaiReJDc 
kPyEjJGyhK?= 

Date: Sat, 17 May 1997 03:05:44 +0900 

Organization: Japan 

Lines: 20 

Message-ID: <337CA1F7.4B2AA0A7@aix.or.jp> 

References: <337B2864.7520@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.208.35.98 

Mime-Version: 1.0 
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0000924 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Thanks - what do people actually use ? 
Date: Wed, 13 May 1998 10:29:44 +0100 

Organization: Intelligent Research 

Lines: 22 

Message-ID: <35596808.DE9BF74F@hinge.mistral.co.uk> 
References: <3558283E.3BB3@livemedia.co.uk> <3559505C.73CB@livemedia.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


I use Codewarrior (actually, the Pro-dev version). It's great..... 
Charlie wrote: 
Thanks for all the feedback from everyone - 


I've got it working with MSVC4 - which has an old version of Developer 
Studio in - this seems to work ok. I'll probably give CW another go - 
the thing which appeals to me is the debugging, and the whole 'IDE' 
thing, I'm just so used to the 'standard' Windows way of doing things 
which is probably why my initial reaction to CW was so bad. I guess I'll 
have to spend a little time learning to like it :) 


VVVVVVV VY 


The IDE is a little weird from a Windows perspective, 'coz Codewarriorcomes 
from the Mac, where it's IDE follows the standard..... 

The PC version is supposed to follow the Mac one in terms of the 
environment. 


> Charlie 


Craig. 


1414 


—-MESSAGE FILE 2221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00924 


-—-MESSAGE FILE 2222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000925 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Wed, 13 May 1998 14:25:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35a74233.422234@www.playstation.co.uk> 


References: <6iujna$2tll@emeka.playstation.co.uk> <6iuppdSaek11@chuka.playstation.co 


.uk> <355354C6.27CD1F7A@netmagic.net> 
NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 08 May 1998 11:53:59 -0700, Elliott Lee <tenchi@netmagic.net> 
wrote: 


>And, yes, these people are breaking copyright laws. Then again, this issue 
>isn't new. How many people do you know that have honestly paid for ALL of 
>their software? :) 


me? 


Robert Swan. and Im a poor student. Ask the people I meet, they all 
buy me drinks out of pity. If I cant afford something I dont use it, 
its very simple :) 

Of course, when I had an atari st and i wasnt very intelligent the 
situation was different. I like to think Ive grown up :) 


--MESSAGE FILE 2222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00925 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


kAZZY wrote: 

> 

> SCEA, SCEE2 $B! "SHSbSKG'>Zz (DOK SBS_S$?SS$SGS$9Sh! #3 (J 
> 


¿SB;dSOF-$1SJS+SCS?SsSGS9S1SI!&!&!&!#¿ (J 
¿SBS“S@01ItSN?MSO=`Hw$SGS-SFSŠJSSSNS+S7Si!)¿ (J 


PETAI 0423443232 i ta r rl hl 2 0 
a 21140124 Լրա !'$?2$S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBS*SSSKF~ S$ 3SMSC% oe ee 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!!#5!?#1#6¿ (J 

¿S$SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

--MESSAGE FILE 21059 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000078html.html 


——MESSAGE FILE 21060 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000079html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [HP] Give me, job! 

Date: Sat, 17 May 1997 15:07:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <337D4B21.3E09@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.ibm.co.jp/rs6000/resource/deepblue/#Job 


LSB! !$"$N!VŠGŠ#!<%W!&%V%k!<!W$,?&$r5a$a$F$$$^$9; (Մ(Հ58»Քչ (J) 
-—-MESSAGE FILE 21060 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000079html. html 


——MESSAGE FILE 21061 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000080html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?1ISO-2022-JP?B?UmU6IBskOkxnQTBKJyQkJE4kSCQzJG0kS0Z+JIGwkayRoJCYkSyRKJGobKEo 
=?= 


=?1ISO-2022-JP ?B?GyRCJF4kNyQ/ISMbKEo=?= 
Date: 17 May 1997 15:56:37 GMT 
Organization: PlayStation Net Yarouze 
Lines: 16 
Message-ID: <51lkkf1Snkm@newsl.scei.co.jp> 
References: <337B2864.7520@fa2.so-net.or.jp> <337CA1F7.4B2AA0A7@aix.or.jp> 
NNTP-Posting-Host: 202.212.26.187 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


Youhei TAKADA wrote 
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> ¢$B;dSOF~S1SIS+SCS?SsSGS9SIST!&!&!&! #3 (J 
> ¢~SBS*S@OLItSN?MSO=* HwSGS-SFSJISSSNS+S7Si!) ¢ (J 


2 SBF | K\SN%M%C3HSd$m$&$<$N%34%S%/%Z!<S8S+SiF~S1S*S9!L#S?SVSSz (Մ(՞՞:չչ 
ESBD>@\%S[!<%° $Z!<%8EySKHt$VSH! "SIS<S$+G'>ZS$G=3SiS1Sk$_$?SSSG6S95, ! #2 (J 
éESBSIS<SISSSGS7SgSE!) 3 (J 


ESBESH#CHEFE ! "#S#CHEFASISASISDS SISSSSSN:nIJS,>R2pS5S1SFSSS“*S9Sh! ի, (J 
¿SB%$F%9%$HSH$+%$SSYSSSH%G%#%1%S/%SH%jSN:nIJSGS9!#;¿ (J 


¿SB#H#i#r#o!!!J#H#i#r#otly#ñu#k#i!!#N#a#k#a#y#a#m#a!K; (J 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 21061 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000080html.html 


——MESSAGE FILE 21062 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000081html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCTGdBMEonJCOkTiRIJDMkbSRLRn4kbCRrJUGgkJiRLJEokahsoSg= 
-7- 


=?iso-2022-jp?B?GyRCUF4kNyQ/ISMbKEo=?= 
Date: Mon, 19 May 1997 01:26:23 +0900 
Organization: Japan 
Lines: 8 
Message-ID: <337F2DAF.A775A8CC@aix.or.jp> 
References: <337B2864.7520@fa2.so-net.or.jp> <337CA1F7.4B2AA0A7@aix.or.jp> <51kkf1$n 
km@news1.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.237 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


> zSBF|K\SNSMSCSHSd$m$ &$<$N%j%S%/SZ!<S8StSiF~S1S*SO!#S2SVSSz (Մ(՞՞չչչ 
> ¢gSBD>@\%[!<%° $Z!<S8EySKHtS$VSH!"S$IS<S$+G'>ZS$G=3SiS1SkS_S$?SS$SGS9S, !#¿ (J 
> ¿SBS$SJS<SJSsSGS7SgS&!)¿ (J 


2$BS"$k3,AX$h$41|SXSOF~S1SISS$$_$2SS$G6S9! #3 (J 


¿$B! ! 9bEDMNJ? ¿ (J 
—-MESSAGE FILE 21062 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000081html.html 


——MESSAGE FILE 21063 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000082html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhOXRskOQkA4MzZJITOszGyhK?= 
Date: Thu, 29 May 1997 21:03:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <338D7079.4BF@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http: //www.nnettown.or. jp/~xxxi/index.html 
—-MESSAGE FILE 21063 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000082htm1l. html 
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--MESSAGE FILE 21064 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000083htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhOXRskOkN40m4 41iReJGskNCRIJGgkMyQ703Y3bxsoSg==?= 
Date: Thu, 05 Jun 1997 18:30:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <33968739.4642@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.ask.or.jp/~uozumi/MS/ms.htm 


¿SB!!S3S3S$ScS$S9S2S (Sd! #2 (J 
—-MESSAGE FILE 21064 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000083html. html 


——MESSAGE FILE 21065 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000084հեու.հետԼ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskO1B+S30kShsoSk1lhYxskQiVmITwbhKEo=?= 
=?iso-2022-jp?B?GyRCUTYhPBsoSg==?= 

Date: Fri, 06 Jun 1997 21:30:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <339802C9.AAA@ymg.urban.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$ff8d19970426160740@news1.scei.co 

.Յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www2.gol.com/users/slowhand/kilmac/kmac_07.htm 


2SB! ! 2M@8AjCLS, $D$$$?LOMM$G$9; (J (¿SB>P¿ (J) 
—-MESSAGE FILE 21065 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000084htm1l. html 


—--MESSAGE FILE 21066 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000085html- html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQkN40m441iReJGSkNCRIJGgkMyQ703Y3bxsoSg==?= 
Date: Sat, O7 Jun 1997 02:42:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <33984C0OE.77C3@fa2.so-net.or.jp> 

References: <33968739.4642@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


GSX-R wrote: 

> 

> http://www.ask.or.jp/~uozumi/MS/ms.htm 
> 


Net Yaroze newsgroups message dump.txt Page 14134 
> ¿S$SB!!15S3SjSc$9S2S (Sd! #z (J 

ESB4QSFS—-S*S7S2?!#@ (SSSGS9SM! #2 (J 

¿$B?7J9Sd!"; (; oSNSHS&SK5— ` Once nde Ն ԱԱ ԵՏ ԱՐԱՏ 3%aSs%H$@$1$Kz (J 


2 SBS9%HS1 ! <SHSGS0$+$jSdS9S$ 1 #2 (J 
¿ SBSMSCSHSISiSGSOSG$ ISM! #2 (J 


ESBSG! "#4WHE#B>eSN#H#PS*SG! JK! E*SK! K<h$ j>eS2ShS&SHS 9SkKSHSOR ($9S.S*S9! #3 (J 
ESBS$3S1$GSO0$*S5$7S/K\?M[)$/!"!I>.:n?M!ISGS9SM! #2 (J 

¿SBSoS?S7S,F1S8N)>1SGSb<-B` S9SkSGS7SgS&SM! Էչ (Մ(՞՞) 

éSBSISKS, Ha$7$/S$F<+J, SK8"MxSNSISS#H#PSr0] ; }STSTSISISPSSSISTSSSNSGS7SgS&S+SM3E (Մ 
¿SBS'!#; (J 

¿SB$7$S+SbAJS$S ($i$1$+$M$IJ$$$h$&$J!#¿ (J 


ESBS*S!!"#M#SSN2sSEzSO: \SCSFSSS$%S; $5s$G$7$?$, ! 'K!Ew$K2DG=SKSJSjS&SkSHS3SmS,S$3; (J 
ESBSOSSSGS9ISM! #2 (J 


¿SBOCS, $=$1$*S9S, !"NAM}SNS1S7STSCSFSIS&SISKSSSGS7Sg$S&SM! #2 (Մ(՞՞) 
¿SBS"SkOUL#!"S3S1Sb%W%m%0%i%`S_ E ԱԱ. L#e (J 
¿SBMq>FS-SN:nSjJ)S,;w$SFSSSKkKSCSF!"S?$“S4SCSASN%S3%ST!<TITJ$_S?SSSKAJS (SiS1$?$5$7¢ (J 
ESBSE! #2 (Մ(՞՞չ 


ESBS"S"!"S*SAS*SANAM} Sb=PMhSd$7SJSS! #2 (J (¢$B>P¢ (J) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
-—-MESSAGE FILE 21066 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000085html1. html 


——MESSAGE FILE 21067 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

0/00000086html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQ1B+S30kShsoSk1lhYxskQiVmITwbKEo=?= 
=?1iso-2022-jp?B?GyRCUTYhPBsoSg==?= 

Date: Sat, 07 Jun 1997 02:56:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33984F4F.1D0C@fa2.so-net.or.jp> 

References: <33606508.2A37@ymg.urban.or.jp> <redbug$Sff8d19970426160740@news1.scei.co 

.յք» <339802C9.AAA@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
http://www2.gol.com/users/slowhand/kilmac/kmac_07.htm 
2 $B! ! 27M@8AjCLS, $D$$$?LOMM$G$9; (J (¿SB>P¿ (J) 


¿$B%a!<%k$r=P$7$?;v<+BN$,AJ<J$N; n 2 ey 
éSB2?Sr=qSSSFSb7k2LSOF1S8SCSF46S8! #3 (I(^^) 


¿SBS$SGSb!"JqCz$OSJSsSJ$SsSGS7Sg!#¿ (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 21067 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
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00000086html.html 


——MESSAGE FILE 21068 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000087html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: akatu <akaQja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?GyRCIzc7fiROJUs1lZSE8JTkbKEo=?= 
Date: Sat, 14 Jun 1997 20:51:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33A285DC.17E6@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.158.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


SB: #4F | !"#7; ~SNSK%e!<39SGz (J 

2 SBSMSCSH39%1 ! <SWSNS; %-%e%j%F%#$N7g4Y$, Js$8$i$1$?!#¿ (J 

—-MESSAGE FILE 21068 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000087html. html 


--MESSAGE FILE 21069 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000088html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?GyRCIzc7f£iROJUSLZSE8JTkbKEoO=?= 
Date: Mon, 16 Jun 1997 19:56:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33A51BE4.2288@ymg.urban.or.jp> 

References: <33A285DC.17E6@ja2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 


> 
> gSB:#F|!"#7;~SN%K%e!<39SGz 
> ¿S$B%M%C%H%9%1!<%WSN%;%-%e i are #SN7g4Y$, Js$8$i$1$?!# (J 


2$B!!H/8+<TS$, $IS+$JI$+65$ (SFS/S1SJS+SCS$S?SiS7SSSGS9SM¿ (J (“ ; 
http://www.asahi-net.or.jp/~KI4S-NKMR/#MS Watch 
é$B!!SKSb>pJIs$,S"S4jS*S9!l #2 (J 


2$B!!:#=5SKSbSQ0%C%AS, =P$k$_$?$$$G$9$, ! #3 (J 
—-MESSAGE FILE 21069 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
O00000088html. html 


——MESSAGE FILE 21070 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000089html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQOkN40m441iReJGSkNCRIJGgkMyQ703Y3bxsoSg==?= 
Date: Mon, 16 Jun 1997 19:59:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33A51C9B.560D@ymg.urban.or.jp> 

References: <33968739.4642@ymg.urban.or.jp> <33984COE.77C3@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 14136 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
kKAZZY wrote: 
> ¢gSBS"S"!"S*SAS*SANAM} Sb=PMhSd$7SJI$$! #2 (J (¿SB>P¿ (J) 
¢ $B! !NAM}$N31%7%TSO! "$=SNDL$4SK: ir a a s. (J 


zSB!!$"S* SjJLdBjJSK$SJSiSJSSSNSGSO!)¿ (Մ(՞՞չ 
¿$B!!6/9E$K8"Mx$r<gD% ՆԱ isn OS S;SsS, !&!&!&!# (J 


¿SB!!S=S1SKS7SFSb7ySJ;-BeSKS$SJSjS S7S?2SM!A!# (J 
—-MESSAGE FILE 21070 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000089html.html 


——MESSAGE FILE 21071 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000090html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Windows VS Macintosh=?iso0-2022-jp?B?GyRCUTYhPBsoSg==?= 

Date: Mon, 16 Jun 1997 20:02:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33A51D4F.741B@ymg.urban.or. յք» 

References: <33606508.2A37@ymg.urban.or.jp> <redbugSff8d19970426160740@news1.scei.co 
.յք» <339802C9.AAA@ymg.urban.or.jp> <33984F4F.1D0C@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 


> ¢SB%a!<%Sk$r=P$7$?;Vv<+BNS$,Aj<jSN; ԳԱԱ ԱՅԻՆ ԱԿԱ ԿՈՒՄ 
> ¢SB2?Sr=q$SSFSb7k2LSOF1S8SCSF46S8! #¢ (7(՞՞) 


¿SB!!SGSb!"FISsSSGSFSoSjJSH3Z$7S+SCS2?SGS9¿ (Մ(՞՞չ 


¿SB!!$=S&$SS(S$SP!"¿(JPC Watchz$BSGS$3SsSI$s$d$CSFS*S9OSM! #2 (J 
sn [sas ~$* $G$_$?$$$I$S$G!"5$$KSISk?2MSO$*AaSaSK! #2 (J 


http: //www.watch.impress.co.jp/pc/docs/present/enq25/enq25.htm 


¿$B!!;22C<T$, !"$[$\8^J,8^J, SISNS, @($$$G$9¿ (JU (¿SB>P¿ (J) 
—-MESSAGE FILE 21071 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000090htm1l. html 


—--MESSAGE FILE 21072 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000091htm1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhOXRskQ3j9eMnIhKiVRITO1MyVzJE4ydSQ3Sn0bKEo=?= 
Date: Tue, 17 Jun 1997 23:19:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <5o066koSeon@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A69CDA. 6FBC@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://members.aol.com/spoons1000/break/index. html 
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éSB!!¢(Jhave fun :-) 
--MESSAGE FILE 21072 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000091հետԼ. html 


——MESSAGE FILE 21073 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000092htm1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 
Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: [HP]PowerToday 

Date: Thu, 26 Jun 1997 21:11:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <19970626211134bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.166 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


http://www.sakura.ne.jp/~k-1/ 


ՀՏ8ՏՏ ԱՀ: (B 
¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 


—-MESSAGE FILE 21073 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000092htm1. html 


--MESSAGE FILE 21074 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000093html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskQiUyJSc1LYDEmTWMbKEO=?= 
Date: Tue, 01 Jul 1997 19:43:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5pan6éq$scg@newsl.scei.co.jp> 

References: <19970626211134bo0wy@t3.rim.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33B8DF2A.6A91@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hideki Naito(bo0wy) wrote: 
> 
> http://www.sakura.ne.jp/~k-1/ 


2$B!!32$7$%S; SFSS$?S@S-S*$7$2¢ (J (¿SB>P¿ (J) 


2 $B! !$3$3$N%5%s%3/SKS"Sk!"!VS° $"'%2Mc1&!WSb3ZS7$SSGS9SM! #2 (J 
http://www.netlaputa.or.jp/~JCF11602/rw/ 

—-MESSAGE FILE 21074 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000093html. html 


--MESSAGE FILE 21075 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000094html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: [HP]=?1ISO-2022-JP?B?GyRCUTI1LJyVgMSZNYxsoQg==?= 

Date: Mon, 07 Jul 1997 21:37:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 
Message-ID: <19970707213730bo0wy@t3.rim.or. յք» 

References: <19970626211134bo0wy@t3.rim.or.jp> <5pan6q$scg@newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.247.160.56 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


GSX-R <kouzou@ymg.urban.or. jp>z~SBS5SsSO=q$S—-S*S7S?! #2 (B 
>2SB!!S$3S3SN%5%3s%S/SKS"Sk!I"!V%S*° S'S2Mc1&!WSb3ZS7SSSGS9SM! #2 (B 


ESB! !SSSdSSSd$*SCS$?S/!J>P!IK! #@SSNCESKSOSSSm$S$$m$J2?MS$, $$$k$b$s¿ (B 
ESBSGS9SMS'!#8D?ME*SK! "L>M@E* OWSISNSN%SZ!<%85, ՏԵՏՃՆՏՏՏՏԱՏ, : 060. (B 
ESBSGS9¢ (B(^^; ¿SB!#8+S$SFS_S?S+$CŠ?!&!&!&!# (B 


#2 SBSGSbSOSo! <SHS@S$$SNEA8 @HDSO; dSKSOSASHFG5$$, 6/$9$.$*$9¢ (8(՞՞չ 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 21075 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000094html. html 


——MESSAGE FILE 21076 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000095html-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?1ISO-2022-JP?B?UmU6IFt IUFObJEJDeDpu0OCIkXiRrJUDOQkSCROJDMkOzt2N2 8bKEo=?= 
Date: 23 Jul 1997 14:38:45 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 7 

Message-ID: <5r5511Slme@newsl.scei.co.jp> 

References: <33968739.4642@ymg.urban.or.jp> <33984COE.77C3@fa2.so-net.or.jp> <33A51C 
B.560D@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.238.45.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Ne) 


ESBS3SSSKSASO! *#T#P#M! SECHOSGSIO! #2 (J 


WIRED 9;$B7n9£$KS$3SNLGBj$, 5-; vSKS5S1SF$*S$7S$?Sh! #2 (J 
2 SBEM#SHNSNJ}S, !VMxMQ5vBz !WSK@ZS 4BXS ( (SFF0$SSS?$=$S&SG!"¿ (J 
*SBLdBjDs5/SN9CHeS, S"S$SjS*S7S?SM!*¿ (J 


—-MESSAGE FILE 21076 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000095html.html 


——MESSAGE FILE 21077 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000096html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: Re: =?iso-2022-jp?B?WOhOXRskOkN40m4 41iReJGSkNCRIJGgkMyQ703Y3bxsoSg==?= 
Date: Fri, 25 Jul 1997 21:01:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5ra4pnSre0@newsl.scei.co.jp> 

References: <33968739.4642@ymg.urban.or.jp> <33984C0E.77C3@fa2.so-net.or.jp> <33A51C 
B.560D@ymg.urban.or.jp> <5r5511$lme@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D8958F.3257@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Ne) 


TPM.CO wrote: 
> WIRED 9:SB7n9f£SK$3SNLdBj$,5-; vSKSSS1SFS*S7$?Sh! #2 (J 
> ¿SB#M#S#NSNJ)S, | VMxMQ5vBz ! WSK@ZS$ jBXS (SFF0SSS?S=S&SG!"¿ (J 
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> ¿$BLABjDs5/$N9CHe$, $"$j$^$7$?$M!*; (J 


¿$B!!¿ (JWIRED; SBGcS&SNK:S1SFS*S7$?¢ (Մ(՞՞չ 
¿SB!1S7S+Sb#87n9fS+SiK:S1SFSSS?SHSSS&!# (J 


ESB! !K\2Z09TSCS?Si!"S*S@#87NIESHS"SCS?PSSSGN>T}GcSSS$*S7S?! #2 (J 
—-MESSAGE FILE 21077 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000096հետԼւ. html 


—--MESSAGE FILE 21078 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
0/00000097html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme0 

Subject: =?iso-2022-jp?B?WOhQXRskQiQqO24kNyQiJGwbKEo=?= 
Date: Mon, 01 Sep 1997 20:23:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <5ue8qlSpqr@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340AA59E.58C3@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


http://www.asahi-net.or.jp/~mb8s-kumt/html1/scream. html 
—-MESSAGE FILE 21078 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000000/ 
00000097htm1l. html 


HRT EHH EE HE EH 
SE AE AE AE AE RHEE HEE HH 


——HHEEEEEEE EE HEH 

——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1 

——HHEEEEEE EEE HHH 


--MESSAGE FILE 21079 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000001htm1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: =?ISO-2022-JP?B?GyRCUCokKiRDISMbKEI=?= 

Date: Wed, 16 Apr 1997 16:35:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <redbug$ff8d19970416163515@newsl1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.51 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBS ISKSES"SKSES!!#SHSIS"S ($:¿ (BWebChat zSBSKB-@WSDS1SFS-$?;d! #2 (B 
2 SB7nN4VSZ! <%9SOBGIOSGS$7$g$&$, !"$, SSSPSCSF2<$5$S$$*S7!dz (BSCE¿ $SBC4EV<TMM; (B 


ESB2ZHSK5"SCS?Si!"SUS) !<SiS* SGSb#CHGHI; HS (S$kS+SIS&S+;nS7SFS_ShS&! #2 (B 

RedBug redbug@donk.ne.jp 

—-MESSAGE FILE 21079 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000001html.html 


——MESSAGE FILE 21080 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000002html1.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 
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Subject: =?1s0-2022-jp?B?GyRCJUWolSyV1LITwlIiVrJDUkbCReJDckPyROJECbKEO=?= 
Date: Wed, 16 Apr 1997 19:19:18 +0900 
Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3354A79D.1B17@ymg.urban.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


£$B!!$3SN2q5D<<$N?7S?S JSF! <%*Srdg=8S78*S9! #2 (J 


éSB!!2?S+S"SkJI}SO; (Jplaystation.ny.nan_yaro.liberty¢SBSK=qSSSF2<S5SS! #3 (J 


£$B!!$3S3SN2a5n%m%0! JS3SNEV9FSr4*S* !KSO!"S"!1<S+SSSVS7SFARSKSKS"SCEWE (J 

ESB! !S7$*°S9!#! T6aSSSESASKe (I(^^; ¿$B!K¿ (J 

—-MESSAGE FILE 21080 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000002htm1. html 


—--MESSAGE FILE 21081 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000003htm1-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: =?iso-2022-jp?B?GyRCPCEKTk9DOmokSzBcJUDckXiQ5GyhK?= 
Date: Tue, 06 May 1997 18:07:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <336EF4C9.760@ymg.urban.or. jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!2a5n%sm%0$O!"¿ (JNet scape; SBJ8=q7A<0Sr¢ ( amas LS7S?SbSNSr!"3 (J 
ՀՏ8| !AR8KSKS"SCSWSm!<SIS7S*S9!#6aSSSESASK: (JU (%%; 
éSB!!<!SNOCBjJSKSDSSSFSO! "3; (Jplaystation.ny.nan_yaro.liberty;SBSK= Renee ne 


¿$B!!2?$b$J$$$h$&$G$7$?$i!"; (Jakatuz$BS5SsDsOFSNSbSNSKS7S*S9! #2 (J 
-—-MESSAGE FILE 21081 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000003htm1. html 


——MESSAGE FILE 21082 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000004htm1-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: =?iso-2022-jp?B?GyRCJCOKZCEiJCIkTiEiJCQkICRZJECkOSRoISJKTCRLISYhJiQkJGO 
hIiReJDgkRyEjGyhK?= 

Date: Mon, 26 May 1997 21:58:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <338988E2.47B1@ja2.so-net.or.jp> 

References: <336EF4C9.760@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.158.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


GSX-R wrote: 

> 

> ¢$B!!<!SNOCBISKSDSSSFSO!"¢ (Jplaystation.ny.nan_yaro.liberty¢SBSK= Brae 
> ¿S$SB!!2?SbSJSSShS&SGS7S?Si!" (JakatugSBSSSsDSOFSNSDSNSKS7S*S9!#¢ (J 


ESBSSSd!"S"SN!I"SSSSSsSGS9ShH!I"JILSK!&!&3 (J 


Net Yaroze newsgroups message dump.txt Page 1415 


-—-MESSAGE FILE 2223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000926 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Wed, 13 May 1998 14:25:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35a4b856.2200413@www.netyaroze-europe. com> 

References: <3552E6A8.A02F5F86@micronetics.com> <35539409.1E884A8B@échowfam.demon.co. 
uk> 

NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


>This should be quite easy to overcome. 

>On our homepages, we can place a header file containing 

>a set of #define function macros, which members may download 
>and use in conjunction with code placed elsewhere. 

>By doing this, the functionality of the code can still be 
>quite clear, whilst not sacrificing the required security 
>of the Development Tools. 


I think that that solution is very neat, and hopefully would bypass 
the legal loopholes, but it does lead me to the next point, which is 
why are people bothering now with external sites. I mean, if you split 
up the header yaroze functions to your main source code either to 
allow non-yarozees to look at it, or in order to make downloading 
easier, then you are losing that functionality in both cases by 
requiring the user has to access the yaroze site anyway. I can 
understand people want to tie all the web info together in one site, 
but I really dont see moving all yaroze stuff onto the proper server 
as a problem. Do others disagree? 


The one area I have come across (and hopefully it will get solved) is 
the a) the speed with which new american owners get access to our 
sites and b) the mechanism by which we get access to american demos, 
seeing as they seem to be more prevalent in keeping their stuff off 
the yaroze site. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 2223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00926 


-—-MESSAGE FILE 2224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000927 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oneDOTzero 

Date: Wed, 13 May 1998 16:31:22 +0100 

Organization: The Hex Heroes 

Lines: 8 

Message-ID: <3559BCCA. 624E@writeme.com> 

References: <6 j3qfo$9lcl@emeka.playstation.co.uk> <355713A6.1F35@writeme.com> <6j7dj 
1$rla4@chuka.playstation.co.uk> 

NNTP-Posting-Host: at1l4-017.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Graeme Evans wrote: 
> you mean like arrogant students? :-) 


Yeah, like arrogant student with hands that could quite comfortably fit 
around your neck, Graeme... ;:-l 


Net Yaroze newsgroups message dump.txt Page 14141 


¿SB!V¿ (Jakatu ¢SBSSSsSNDsOFSOS7SgS&SbSISSSNSG%S\SDSKS7$*!<S9! #2 (J 
ESBS_SJI$5$s!"<!SNOCBJSNDSOFShSm$7$/$M!#!We (J 


ESBSOSISSSNSNSISNI}S,5$$, 3Z28GS9!#SSSd!"S*SEscl#e (J 


é$BS=$1$h$ 4! "SASgSCSH?ISS$3SHS, S"SCSF!"6rCTSrd9SSSFM_S7S$SSsSG$9Sh! #%a!<Skz (J 
éSBSG! #2 (J 

¿SBSSSSSGS9S+!)¿ (J 

—-MESSAGE FILE 21082 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000004htm1. html 


n 


——MESSAGE FILE 21083 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000005htm1l-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: =?iso-2022-jp?B?GyRCJCOKZCEiJCIkTiEiJCQkICRZJEcCkOSRoISJKTCRLISYhHIJiQkJIGO 
hIiReJDgkRyEjGyhK?= 

Date: Wed, 28 May 1997 17:42:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <338BEFF5.A22@ymg.urban.or.jp> 

References: <336EF4C9.760@ymg.urban.or.jp> <338988E2.47B1@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 


> ¿$B!V¿ (Jakatu z¢SBS5SsSNDSOFSOS7Sg$&SbSISSSNSGS\SDSKS7TS*!<S9O!#e (J 
> éSBS_SJ$5$s!"<!SNOCBISNDSOFSh$m$7$/SM!#!We (J 
> gSBSOSISSSNSN%jISNI}$,59$,3Z2SGS9!#SSSdA!I"S*S8SG! իչ (J 


ESB! !S"SOSOSO!"S$5$9S, SN; d$G$b$=$3$^$G$0$7$^$; $sSh¢z (J (^^; 

ESB! !ISG!I"SISESTS*STSGS&S+SMS 393! #2 (Մ 

¢$B!!Mh7n!"1)EDz (JBASIC; SBS, H/Gd$KSJSkS$s$G! "S=SNOCSNS?SaSK; H$S*$&S$+SH¢ (J 
é$B!!;WSCSFSkSsS$G$9S, Հ (Մ(՞՞չ 


> ¿$B$=$1$h$j!"$A$g$C$H?I$$$3$H$, S"SCSF! "6rCTSrJ9SSSFM_S$7$S$$s$GS$9$h! #%a!<%kz (J 
> gSBSG! #3 (J 
> zSBSSSS$SGS9S+!) 2 (J 


ESB! !IV; vSOSbSE&SIS3STBTSCSF2<S5SS ! #2 (J 
—-MESSAGE FILE 21083 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000005htm1. html 


—--MESSAGE FILE 21084 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000006htm1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: =?ISO-2022-JP?B?UmU6IBskOiQkJGOhHIiQiJE4h1TiQkIJCQkcyRHJIDkkaCEiSkwkSyEmISYbKEo 
=?= 


=?1SO-2022-JP?B?GyRCUCQkKZCEiJF 4kOCRHISMbDKEo=?= 
Date: 28 May 1997 09:52:04 GMT 
Organization: PlayStation Net Yarouze 
Lines: 28 
Message-ID: <5mgv84Sqk@newsl.scei.co.jp> 
References: <336EF4C9.760@ymg.urban.or.jp> <338988E2.47B1@ja2.so-net.or.jp> <338BEFF 
5.A22@ymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.191.234 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


Net Yaroze newsgroups message dump.txt Page 14142 
ESBHESHAHT ! 3SGS9! #2 (J 


GSX-R <kouzou@ymg.urban.or.jp> wrote... 
> ¢gSB!!ISGI"SISESTS*STSGSES+SMS353! #3 (J 


ESBS (S(SH!"¢ ( ՈԱ s y Y Y aSs%P!<Jg=8SH?M@8AjCLéE (J (^^; 
¿SBSGS7S?ShSM!) (J 


¿Š$ŠB5W!9$K%$[!<%`%Z!<%8¿ (JU (YAROUZE JAPAN) ¿$B$r8+$F$_$?$i!"%a% Pp; 
¿SB%S3!<%J!<S, ?7@_S5S1SFSSS%AS7S?S, !"S "S*“Sj%S[!<%`%Z!<%8SO8+SJSS?MSD:¿ (J 

ԱՆԱ ԱԱ ԿԱՆ O sn 8S, ԱԱ hee s%0%siSJ%a¿ə (J 
¿$B%s%P!<Jg=8$N$?$a$K$b¿ (J Coe ԿՈ ԿՈՒ ԱՅՆ 2 T ԳԿԿ ԱՈ: (՞՞չ) 
¢$BB8 :_2ACMSOS$"Sk$H;WS$$$* AAE 


¿SBS$SGSb!&!&!&¿ (J 


> ¢$B!!Mh7n!"1)EDz (UBBASIC¿$B$,H/Gd$KSJ$kS$sS$SG!"$=$NOCS$NS?SaS$SK;H$*$&S+SH¿ (J 
> 25811: ԱՏՇՏԲՏԵՏՏՏՕՇՏ9Տ, չ (Մ(՞՞չ 


ESBS=S&SSS&;vSISi¢ (J atatuzgSBSS5SsSNDsOFSO; (J nan_yaro.liberty ¢SBSNJ}$G?0; ~07S&S$H3; (J 
¿SBSSS&;v$GSIS&SGS7SgS&S+!)¿ (J ¿SBS=Sb$=$b$ISA$Si$b4|4V8BDj$G$O$J$/!"$S$SDSGSb; (Մ 
¿SBOCS,=PMhSkShS&SKS7SFS*SSS?J)S,NISSSM%?2SQ@SH;WSSS*“S9!#¿ (J 


A n. Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21084 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000006htm1. html 


——MESSAGE FILE 21085 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000007htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: =?1SO-2022-JP?B?GyRCJCQOKZCEiJCIkTiEiJCQkJCRzZJEckORsoQg==?= 
=?1SO-2022-JP?B?GyRCUGghI kpMJEShJiEmJCQkKZCEiJF4kOCRHISMbKEI=?= 

Date: Fri, 30 May 1997 02:02:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <yasunaga$1f£7219970530020228@news1.scei.co.jp> 

References: <336EF4C9.760@ymg.urban.or.jp> <338988E2.47B1@ja2.so-net.or.jp> <338BEFF 
5.A22@ymg.urban.or.jp> <Smgv84Sqk@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ESBS3SSSKSASO! "#S#A#T!SS5Ss! #2 (BMr. KzSBSGS9! #2 (B 


>¢SB5W! 9SK%[!<%* $Z!<%8: (B(YAROUZE JAPAN) ¿$B$r8+$F$_$?$i!"%a%s%P!<Jg=8$N; (B 
>2$BS3!<%T!<S,2?7@_S5S1SFSSS*S7S25, |"Տ"Տ՞ՏՅՏ(1ՀՏ`ՏԶԱՀՏ OLR en aie 
ee ee es 8Տ, Dia) s 05157958: ( 
>¢SB%s%P!<Jg=8SNS?SaSKSb; (B + $BS38 380%" US #47 SeUkSCSOSISSSHSSSESNS4; (812 (AR) 
ee ԱԱ r 


ww 


2 SBS=S&SGS9SM!"%[!<%> $Z!<%8SGSOOLEYEPO?$7SFSS$$?S@SSSFS+Si!"?tF | 4V7PSCSFz (B 
¿SBEPO?SGS9$7!"<j7Z$5$GSO¿ (B netnews ¢$BSNJ}$,IXMx$GS$9S+Si!"JL8}SGS"SCSFSbHSSSS3 (B 
ESBSH;WSSS*S9! #2 (B 


program ;$B%U%) !<%i%°>Sj!<%@!<z;(B Mr.K (¿$BOB1J¿ (B չ580890: (B) 
Home address : ¢$B:k6L8) )Bg5\; T5HLnD.¢ (B 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21085 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000007html.html 


——MESSAGE FILE 21086 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


Net Yaroze newsgroups message dump.txt 


1/00000008հեռյ 
laystation.co.uk!newsl.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp 
laystation.ny.nan_yaro.themel 

=?1SO-2022-JP?B?GyRCUCQKZCEiJCIkTiBiJCOQkICRZJEckORSoQg==?= 
=?ISO- 


Path: chuka.p 


Newsgroups: 
Subject: Re: 


p 


Date: Fri, 30 
Organization: 
Lines: 14 

Message-ID: 
References: 


Page 14143 
L.html 


(Mr .K) 


2022-JP?B?GyRCJUGghI kpMJEShJiEmJCOQkKZCEiJF4kOCRHISMbKEIT=?= 
May 1997 02:05:15 +0900 
PlayStation Net Yarouze 


<yasunaga$1f£7219970530020515@newsl1.scei.co.jp> 
<336EF4C9.760@ymg.urban.or.jp> <338988E2.47B1@ja2.so-net.or.jp> 


<338BEFF 


5.A22@ymg.urban.or.jp> 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


X-Posting-Software: 


¿SBS3SsSKSASO! 


202.247.160.47 

1.0 

Text/Plain; charset=ISO-2022-JP 
WSNews 2.017 


(BGSX-R¿$B$5Ss!#; (BMr.Kz$BSG$9!#; (B 


>¿S$SB!!Mh7n!"1)ED¿ (BBASIC¿SBS, H/Gd$K$J$k$s$G!"S=SNOCSNS?SaSK; HS*S&$+SH¢ (B 


>¿$B!!;WSCSFSkSsSGS9S,¿ (8(՞՞չ 

ESBSDSSSKH/Gd$GS9S+!) !*¿ x 

¿SBSGSYS$SmS$bS=SmS= SmSGS9S+SM!) (B 

program ¿S$B%U%S)!<%Si%`%j!<%$@!<; (8 Mr.K (¿SBOB1J¿(B ¿SBOB9O;¿ (B) 


Home 


——MESSAGE FILE 21086 END: 


address 
E-mail address 


¢$B:k6L8) Bg5\;T5HLnD.¢ (B 
program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 


00000008html.html 


——MESSAGE FILE 21087 START: 


1/00000009htm1 
Path: chuka.pl 
From: 


Newsgroups: p 


Date: 
Organization: 
Lines: 4 


Message-ID: 
X-Newsreader: 


Թ՞5 


¿SB#M#I# 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
lL. html 
laystation.co.uk!newsl.scei.co.jp!usenet 


"Yone" <yone@po.infosphere.or.jp> 
laystation.ny.nan_yaro.themel 

Subject: MIBASIC¿SBSOSIS&SdSCSF#D#o#fwi#n#Ll#o#a#dS9SKkSN!) 
13 Feb 1998 02:52:54 GMT 


(J 


PlayStation Net Yarouze 


<01bd3829$8a53bc40$0900a8c0@yone> 
NNTP-Posting-Host: 


203.138.26.100 
Microsoft Internet News 4.70.1161 


3SSISISSBGISS—?M4VHYHO#NHESH?P=S7TS*SIl He (J 
B#A#S#I#CSŠSrSŠ?SISCSF#K#O#K#OMhS?S1SI!"; 
¿SBBogKNSN#M#IH#B#A#FRS#ITFCSN%S@%&%s%$m!<%ISN>1=j$,SoS+S$Sj$ $; Ss!)¿ 
¿SB$I$J$?$+$*=u$1$r!*; 
—-MESSAGE FILE 21087 END: 


(J 

(J 

(J 

net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/theme00000001/ 


00000009html.html 


——MESSAGE FILE 21088 START: 
1/00000010htm1 
chuka.pl 
From: mocona@ss.iij4u.or.jp 
laystation.ny.nan_yaro.themel 
MIBASIC =?1SO-2022-JP? 
=?ISO-2022-JP? 
14 Feb 1998 03:37:41 GMT 


Path: 


Newsgroups: 
Subject: Re: 


p 


Date: 
Organization: 
Lines: 18 

Message-ID: 
References: 


X-Newsreader: 


> ¿SB#M#RI#B#A#S#R#I#CSrS?SISCSF#K#O#K#OMhS?$1S$SI!"; 
> ¿S$ŠBBgKN$N#M#I#B#A#S#I#CSŠNS@%S&%s%m!<%ISN>1=j$,SoS+SjS%S;Ss!)¿ 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
L. html 

laystation.co.uk!newsl.scei.co.jp!usenet 

(UEYAMA Satoshi) 


B?GyRCJE8kSSQmIGOkQyRGI0Q jbyN3124 jTCNvI2EbKEI=?= 
B?GyRCI2QkOSRrJE4hKRsoQg==?= 


TIJ4u user 


<6c33i5$jal@newsl.scei.co.jp> 
<01bd3829$8a53bc40S0900a8c0@yone> 
NNTP-Posting-Host: 


210.130.72.26 
mocona 1.0-alphal.5 


(B 
(B 


Net Yaroze newsgroups message dump.txt Page 14144 


ՀՏ: d$, ;HSCSFSSSk%K%e! <39%4!<%@SOQ@NSN5-; VC5$; SUS+SCS?7S4S9SkKSDSNSG; (B 
Message-ID: zS$BSHS$+<($;SISSSNSGS9S, !"S3S3SN%0%k!<SWSN>/S7AOSN5-; VSGz (B 

MIBASIC 0.41 ¢S$BS$@$+S$H$S$S$&2(B Subject ¢$BSN5-;v$,S$"SkSH;WS$S*S9!#S=SN5-;vSKz (B 
MIME ¢SBSGF1IuS7SFS"$j$*°S9! #2 (B 


> X-Newsreader: Microsoft Internet News 4.70.1161 


7 SBSHSNS3SHSGS9SNSG! "S=SN5-; vSr3+S1SPE: LUSUS! SS3kKSAS+STSSSQS+SHSSSE7AZ (B 
ESBSGS/SCSDSSSFSSSkKSH;WSSS*S9! #2 (B 

# gSBI=< (S&S4SSS1S&SN165NS [S&SK%S/%5SCSWSN3 ($, =PSFSF! "S=$1$r3*SES9SN1&3 (B 
# 2SBS\%?3sSGSI!<SK$+$9Sk$s$@SC$?SCS1!) ¢ (B 


¿SB?";3 (B ¿SB8g;J¿ (BS ¿SBFfSN@8J*0&9%2HR; (B 
http://wwwl.scei.co.jp/-ekb01823/ 
—-MESSAGE FILE 21088 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000010htm1. html 


—--MESSAGE FILE 21089 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000011html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC; SBSOSIS&SdSCSF#Dtot#twin#tL#otatdsS 9SkSN!) ¢ (J 
Date: 14 Feb 1998 10:38:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bd3933Scf88b440SLocalHost @minowa> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> 
NNTP-Posting-Host: 202.214.1.75 

X-Newsreader: Microsoft Internet News 4.70.1155 


> z$BBgK\SN#M#I#BFA#S#I#CSNSASESSSm! <SISN>1=4$, $0$+$j$^$; $s!) 2 (J 


éSBS3$3SN%\!<SISKS"SjS*S93 (Մ(՞՞չ 
¿SB<!S$+SiSORT#ERS#RTSK%"%C%$WS7ShS&SH;WSCSFS?S1SI!"S*SCS?S/?JSsSGSJSS¿(J(  ;;; 


¿SBSDS&#MREI#RB#A#F#SH#I#CSOCf;_ST7SF!"S3S3SG6&F1SG2?S+:nSkSNSOSIS&SGS9S+!)¿ (J 
ESBS+SkKSM!<S8S0!<SHSr#BHAHSH#HI#CSGSISKS2!<%° ՏԱՏՀ: (J 


é$BS$_$NOB; f¿ (J 


—-MESSAGE FILE 21089 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000011html.html 


——MESSAGE FILE 21090 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

1/00000013html.htm1l1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: O@goo.club.or.jp (saizo) 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC =?1SO-2022-JP?B?GyRCJE8kSSOmJIGOkOyRGI0NQ jbxsoQg==?= 
=?1TSO-2022-JP?B?GyRCI3cjbiNMI28jYSNkJDkkayROISkbKEI=?= 

Date: Sat, 14 Feb 1998 23:04:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <199802142304300@goo.club.or. յք» 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c331i5$jal@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.239.237 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


UEYAMA Satoshi wrote: 
>Message-ID: ¢SBSHS$+<($;SISSSNSGS9S, !"$3S3SN%0%k!<SWSN>/S7AOSN5-; v$G¢ (B 

>MIBASIC 0.41 ¿SBSQ@S+SHSSS&¿ (B Subject ¢SBSN5-;v$,S$"SkSH;WS$$*S$9!#S=SN5-; v$Kz (B 
>MIME z~SBSGF1IuS7SFS"S$4S*S9! #2 (B 


MIBASICO4 ¿$B$H$$$&:¿ (BSubjectzS$BSNz (B (6662; SB9TS"Skz (B) $B5-; vSbS0%&%s%m! <SIS7TSISSSHz 
(B 


Net Yaroze newsgroups message dump.txt Page 14145 


¿SB$JSiSJSSSGS9ShSM!#¿ (B 


MIBASIC¿$BSO!"$d$m$&S<¿ (BJapan¿ $BSG$b>R2p$5$1$%$; ՆԱ ՀՐԱԿ ՄԱՆԸ: 
ver0.3¢ SBMOSNSW Sm%0%i%° $J$i¿ (83258841: ee A 
ver0.41¢SBMQSOSW%mS0%i%°S,S[ [SHSSSTL5$+SCS?25CS59SM! #2 (B 

2; SB8D2ME*SKSO; ( (B2DzSB@1MQSJSi¢ (BMSXzSBSN7P83$, $"$k$+$i:n$1$k$s$G$9$, !"¿ (B 
3D2 $B$0:n$C$?$3$HS, $I$$$+$iSJS"! #2 (B 


saizo http://wwwl.scei.co. jp/~dqb00718/ 
—-MESSAGE FILE 21090 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000013htm1.html1 


—--MESSAGE FILE 21091 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000014html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 


Subject: =?1SO0O-2022-JP?B?UmU61IE1LJUOkKFTSUMgGyRCJE8kSSOmJGOkOyRGIOQJbyN3124 jTCNVI2ZEDKEOo 
=?= 


=?1SO-2022-JP?B?GyRCI2QkOSRrJE4hKRsoSg==?= 
Date: 15 Feb 1998 22:49:41 GMT 
Organization: TPM.CO SOFT WORKS 
Lines: 17 
Message-ID: <6c7re5Sopg@newsl.scei.co.jp> 
References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> 
NNTP-Posting-Host: 210.135.67.135 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


> MIBASICzSBSO! "SdSmS$é&S$<z (JJapan SBSGSb>R2pS$5$1$%°S;SsSGS7S?SM!#S&!<Ssl#te (J 
ESBS*S@LS40@.SGS9S+SiSMIA! #2 (J 
> ver0.41¢SBMQSOSW%m%0%i%* S$,S[SHSSSTL5S+SCS?SCSISM! #2 (J 


_ G ԱՅ ae 

ESBS?S@!"e (J3DzSBSHSSSCSFSb:BI8S, ¢ (J3Dz eee S Poot %8%'%/%H:n@.SHS+SO¿ (J 

¿SBS9 արա Սա ae ay (S1SP3ZS+Sb!#¿ (J 

3Dz SBSCSFF~SCS$?SCSFS?SSSFSSSN%S2!<%° $O; (J2DES$B4p<4$G6S9S+Si! #2 (J 

258171 (JPAD: SBSGEX#YO\FO !"%\%2% sSG#ZI}8~ SKŠ8 %c%ss%WSHSSS&ShS&SK!"So%sk%—-%e!<%1SNKA81SH 
¿ (J 

¿SBS+¿ (J 

¿SB%Ssa%sk%sX%Ss%a%SS%:SHS+SHJQSsSJSSSGS9S+Si!K; (J 


--MESSAGE FILE 21091 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000014html.html 


——MESSAGE FILE 21092 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000015html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC ¿ŠBS$OSIS&Sd$CSF#D#o#wi#n#L#o#a#ds9SkSN!)¿ (J 

Date: 16 Feb 1998 11:04:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01lbd3ac9Scabd8f20SLocalHost @minowa> 

References: <01bd3829S8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.214.1.75 

X-Newsreader: Microsoft Internet News 4.70.1155 


> ¢SBS*S@LS40@.SGS9S+SiSMIA! #3 (J 
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ESBSASCSO$S J40@.$5$; SISSSHINS°S:SSSGS9S+!) Հ (Մ(՞՞չչչ 


> > ver0.41¢SBMOSO%WSm%0%i%°> $,S[SHSsSIL5$+SCS$?SCS9SM! #2 (J 
> eSBS9S*SsSGS9!#:#S3SCSAS, =*SoSiSsSHSHS$jS+S+S1SISSSGSO! #2 (J 


¿SB#C8Q81$, =PMh$k$J$i!"L5M}$K; ԱՏՕՏՄՏ/ՏԲՏԵչՀ (J (*%%; 
¿SB#B#ATSTI#CShSj!";HSSSdS9SS#C8@81SN%iSS%sV%Ssi%SjSr:nSkSNSOSIS&SGS9S+!)¿ (J 


é$BS$_$NOB; f¿ (J 


—-MESSAGE FILE 21092 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000015html.html 


——MESSAGE FILE 21093 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000016html.htm1l1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC uinku| ndnAnmeAriftf£iftfeifafanlnénut j© 

Date: 20 Feb 1998 05:20:35 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 21 

Message-ID: <6cj3r3Sa0g@newsl.scei.co.jp> 

References: <01bd3829S8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f£20SLocalHos 
t@minowa> 

NNTP-Posting-Host: 210.135.67.143 

Mime-Version: 1.0 

Content-Type: text/plain 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> > աթավա՛օռՓաշուս«ռճուլնը8 
> 
> ոզորոկոճ՛ օիժոլլոջորոռոի | ¢¥D¥o¥nnCHIn«;©@(%4; 5; 


f£Atket £0) Rf1£1,R oÈa«aänënky yé jwokoRuénToCeunAngp—24n5j lililif 
IBD | U¥ , ¥C¥60.41nCj Hi £¥D¥°uCuInK«K;© 

> £A,A, in ypiénéniué j; ¢iplysk»kninko nena (^^; Ai 

> £ÂfÁfÓ£fÉfÃnènê j ¢yÈannänat anf À ini¥é¥n¥O¥é¥én0°inénTulakn | aÇala«j;O 


ËÜÍèaf néan | aÊĝaóbaÇalataÉ լ ծռթտկածոաշուսթոշսշո-որոճամյաշոճոնաչսռորոո 
որ չճլծորջչոճորոռոյթ: ք 


£ÔEÐEÍ;Y£LÃÄLİ 10818886 ք«18180ք88Ի80 £+£1£1£,.£LE£LÂ£LÂ 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


-—-MESSAGE FILE 21093 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000016htm1. html 


——MESSAGE FILE 21094 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000017հեռ1.հետԼ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC 

Date: 21 Feb 1998 00:15:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01lbd3e5b$3bf£37940SLocalHost @minowa> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.214.1.61 
X-Newsreader: Microsoft Internet News 4.70.1155 


> ¿SB#D#I#M (J ¿SB#S!J#9#9!K¿ (J gSBSHS+SdSkSH% (Si !<SKSISKSNSG:$$C$75-2158, 16161818: (J 
> ¿$B!JZP!<%8%g%s (J0.41zSBSG!K! #%PS0SGS9S+!) 2 (J 


ESBSPSOSGS92 (Մ(՞՞չչչ 
ESBESHOFTOTL\!) SKI"! Vz (Jreturn; ¢S$B!WSrK:S1SFS*S7$?¢ (J 


2$B:G6a!"¢ (JgDDirect;$B#3#DS,>/$7J,S+SCSF$-S$S?SNSG:¿ (J 
éSBS3SCSASKO\?"S7SHS&SH; WSCSFS*S9¢ (J 


¿SBS_SNOB; f¿ (J 


--MESSAGE FILE 21094 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000017html.html 


——MESSAGE FILE 21095 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000018html.htm1l1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: ԽԼՅոՏ1Ը4.01",Շո1օ4ԲԲ18 

Date: 21 Feb 1998 03:31:58 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1724 

Message-ID: <6clhreSd2o0@newsl.scei.co.jp> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.69 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary="--—--=_NextPart_000_01BD3EC3.66930D60" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


This is a multi-part message in MIME format. 
Aaa =_NextPart_000_01BD3EC3.66930D60 
Content-Type: text/plain 
Content-Transfer-Encoding: 8bit 


oC; ¢°fmAnm «aba. a; ;fDATAR, ; (READE, ռորոռուուոնճոաւոճնոսչգոռ«սր լք 


¥Y¥6¥ “¥OuTI»3NAg? | nC-And°inéj ¢¥é¥u¥EY¥ | ¥" | W¥OnT¥i¥ny¥¢yY | ¥EOC; S»@Aéxu- í ç 
RSD_EXPORTHCYPTIn-ubu- og | £¥-¥A¥E2 GUT30MANC i Ç YAYEYOLÊnÇa. n; j£ 


nánÊ aa ËE? o«u»néntoly4vé¥ovO¥A¥ ուս yi | w¥i¥A¥AlBun¢ լ ծնթոճու՛Շրճոն 
Ճրջթորորոխունը»օնօշծմալրս սշլալիուսելան ոշոււք 


m sss = = NextPart_000_01BD3EC3.66930D60 

Content-Type: application/octet-stream; name="snowlet.1zh" 

—-MESSAGE FILE 21095 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000018html1. html 


——MESSAGE FILE 21096 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000019html1- html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: EUC =?1SO0O-2022-JP?B?GyRCJEMkORSoOQg==?= 

Date: 21 Feb 1998 12:49:14 GMT 

Organization: IIJ4u user 

Lines: 13 

Message-ID: <6cmigaSeli@newsl.scei.co.jp> 

References: <01bd3829S8a53bc40S0900a8c0@yone> <6c33i5Sjal@newsl.scei.co.jp> <1998021 
42304300@goo.club.or.jp> <6c7re5S$opg@newsl.scei.co.jp> <O0lbd3ac9$cabd8f20$SLocalHosté@ 
minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <6clhreS$d2o0@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.72.21 

X-Newsreader: mocona 1.0-alphal.5 
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2 SBSG!":n$CSF8+$*$7$?! #32 (BDATA: 58781" չ (BREAD; $] 


BJ8S, SJSSSNSOSdSOSj%S%?%SSS+SJ!#¿ (B 
¿$B%]%3j%4%sS$SOO; 30Bg2&SG7ASr:n$j!"%i%$$%H%&% (!<SVSNS1LSSS"SESHSG?';XDIST! "3 (B 
RSD_EXPORTz $BSG=PNO$7$*$7$?!#%-%c%i2t$0z (B30 SB<e$SG!"%.%j%.%3j$GS7S2?!#; (B 


3 


T%$C%/SN%9%SN!<%S1%C%D¿ (BIZ SBISSG!"<~$jSN4GHDSO; (1 
=!<!KSN%$*!<%/SGS9! #2 (B 


2 2 


ESBSASJS_SKFOS+S; $Sk$N$O%* 
¿$BCf; _$K$I$C$?CK;R 


VV V V V V V 


¿$B$3$3$7$P$i$/$N:¿ (B TPM.CO ¿SB$5$SsSN5-;vŠO¿ (B EUC ¿$B$G=P$F$-$F$k$s$G$9$1$I!D¿ (B 


ՀՏ82":3 (8 ¿SB8g;J¿ (BS; SBFfSN@8J*0&9%2HR; (1 
http://wwwl.scei.co.jp/~ekb01823/ 
-—-MESSAGE FILE 21096 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000019html. html 


B 


——MESSAGE FILE 21097 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


1/00000020htm1-. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: EUC ¢SBSCS9; (J 

Date: 21 Feb 1998 14:24:22 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 11 

Message-ID: <6cmo2m$e77@newsl.scei.co.jp> 

References: <01bd3829S8a53bc40S0900a8c0@yone> <6c33i5Sjal@newsl.scei.co.jp> <1998021 


42304300@goo.club.or.jp> <6c7re5S$opg@newsl.scei.co.jp> <Olbd3ac9$cabd8f20$SLocalHosté@ 
minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <6clhreSd2o0@newsl.scei.co.jp> <6cmigaS$eli@news 
1.scei.co.jp> 


NNTP-Posting-Host: 210.135.67.45 


Mime-Version: 
Content-Type: 


1.0 
text/plain; 


Content-Transfer-Encoding: 
Microsoft Internet News 4.70.1161 


X-Newsreader: 


charset=ISO-2022-JP 


8bit 


> ¿$B$3$3$7$P$i$/$N¿ (J TPM.CO ¿S$B$5Ss$N5-;v$O¿ (J EUC ¿$B$G=P$F$-$F$k$s$G$9$1$I!D¿(J 


EUC¿SBSKSJSCSFS S7S?!#I=<(S@S1S+SHS*SbSCSFS?Si!&!&S9%_S*S;SSs!#¿ (J 
¿SBSIS&SSS&>uBVSKSJSCSF8+S (SkSsSGS9S+!)¿ (J 


¿SB#RT#P#M!S#CH#O¿ (J ¿SB#SH#O#F#T¿ (Մ ¿SB#W#O#R#K#S¿¿ (J ¿SI 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


B#1#9#9#8¿ (J.a SB#F#E#B;¿ (J 


--MESSAGE FILE 21097 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000020html.html 


——MESSAGE FILE 21098 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000021հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 


Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: EUC =?1SO0-2022-JP ?B?GyRCJEMkORSoQg==?= 
Date: 22 Feb 1998 07:50:10 GMT 

Organization: IIJ4u user 

Lines: 11 

Message-ID: <6colbiSgjv@newsl.scei.co.jp> 


References: <01bd3829S8a53bc40S0900a8c0@yone> <6c33i5Sjal@newsl.scei.co.jp> <1998021 
42304300@goo.club.or.jp> <6c7re5S$opg@newsl.scei.co.jp> <Olbd3ac9$cabd8f20$SLocalHosté@ 
minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <6clhreSd2o0@newsl.scei.co.jp> <6cmigaS$eli@news 
l.scei.co.jp> <6cmo2m$e77@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.130.72.46 

X-Newsreader: mocona 1.0-alphal.5 


>> ¿SBS3$3S7SP$iS/SN¿ (B TPM.CO :585555ՏԱ5-:Մ5Օ: (B EUC :S$BSG=PSFS$-SFSk$s$G$9S1$I!Dz (B 
> 
> EUC; SBSKSISCSFS*S7S$?!#I=< (S@S1S+SHS*SbSCSFS?Si!&!&S9S_S*S;Ss!#2 (B 
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> ¢~SBSIS&$$S&>uBVSKSISCSF8+S ($k$s$G$9$+!)¿ (B 


¿SB;dSNSHS3SN4D6-SO; (B Windows95 (Shift-JIS)¿$SBSJSs$G!"F|KN81;¿ (B EUC ¿SBSNJ8; zNsSOç¿ (B 
ESB4A; z#1SPSSSHS+SIS*S85S ISNF£STI8; zNSSNO"B3SK8+S (S*S9! #2 (B 


¿SB?";3¿ (B ¿SB8g;J¿ (BS;SBFfS$SN@8J*0&9%2HR;¿ (B 

http://wwwl.scei.co.jp/~ekb01823/ 

—-MESSAGE FILE 21098 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000021htm1l. html 


—--MESSAGE FILE 21099 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000022html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: =?1SO0-2022-JP?B?UmU6IEVVOyAgIBskQiRDJDkbKEo=?= 

Date: 22 Feb 1998 14:44:52 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 8 

Message-ID: <6cpd14Shdv@newsl1.scei.co.jp> 

References: <01bd3829S8a53bc40S0900a8c0@yone> <6c33i5Sjal@newsl.scei.co.jp> <1998021 
42304300@goo.club.or.jp> <6c7re5S$opg@newsl.scei.co.jp> <Olbd3ac9$cabd8f20$SLocalHosté@ 
minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <6clhreSd2o0@newsl.scei.co.jp> <6cmiga$eli@news 
1l.scei.co.jp> <6cmo2mSe77@newsl.scei.co.jp> <6colbiSgjv@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.32 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢£SB; dSNSHS3SN4D6-SO; (J Windows 95 (Shift-JIS) ¢$BSJ$s$G!"F|K\81¢ (J EUC ¢SBSNJ8; zNsS$Oz 
(J 
> ¢SB4A; z#1SPSSSHS+SIS°S8S jSNFFSTI8; ZNSSNO"B3SK8+S (S*S9!#¢ (J 


¿SBS"S1S“!<!1#SGSb8@81SSS8S1SPFISaS“S;SSs!)¿ (J 
¿SBSASJS_SK%S9%1%C%I¿(J4¿SB8D>eSNE:S(IUS1SO¿ (JMIBASIC;: $SBMQ%=%SUSHSGS ISNSGz (J 
ESBS@S&SSSm!<SISTSF8+SFS/S@S5SS$!*!*S9SN!<S1SCSHS-Scti!l *3 (J 


—-MESSAGE FILE 21099 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000022html.html 


——MESSAGE FILE 21100 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000023html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 
Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: EUC =?ISO-2022-JP?B?GyRCJEMkORsonull?= 
Date: 22 Feb 1998 15:38:51 GMT 

Organization: IIJ4u user 

Lines: 18 

Message-ID: <6cpgqbShj0@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.72.104 

X-Newsreader: JavaMilk 1.0alphal 


In article <6cpdl14Shdv@newsl.scei.co.jp> 
"TPM.CO" <tpmco@ma3.justnet.ne.jp> wrote. 
>> ¢$B;dSNSHS$3SN4D6-$03z (B Windows95 (Shift-JIS) ¢SBSJ$s$G!"F|K\81z(B EUC 2$B$NJ8; zNs$O 
¿ (B 
>> ¢SB4A; z#1SPSSSHS+SIS*S8SjISNFL$SII8; zZNSSNO"B3SK8+S (S*S9! #2 (B 
> 
> ESBS"S1S*!<!#SGSb8@81SSS8S1SPFISa$%*$;$s!)2(B 


¿SB;dS,;HSCSFSSSk¿ (B(¿SBSSS?¿ (B) ¿SBsK%Se!<%9%j!<%@SKSOS=SsSJ5SSNMxSSS?SDbSNSOc (B 
¿SBS$SDSSSFSJSSSGS9¿ (8(՞ ՞չ 


2SBS$?$@!"F|K\81$N%3!<%1JQ49$/SiS$SSOSI! <SKSGSbSISKSNSGFIS_S$O$7$%3 (B 
ESBS7S?!#<B:]!"%SU%S) 3m! <SGSNOZMOQItJ, SOSAScSSSH; (B JIS ¿SBSKD>S7SFS*S-¿ (B 
ESBS*STS?ST7! #2 (B 

# ¿SBSGSbS (SSS9SGS#SCS/SOFISaSIS$$+Sb! #2 (B 
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¿SB?";3 (B ¿SB8g;J¿ (BS ¿ SBEFfSN@8J*0&9%2HR; (B 
http://wwwl.scei.co.jp/-ekb01823/ 
--MESSAGE FILE 21100 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000023html.html 


——MESSAGE FILE 21101 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000024html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC 

Date: 28 Feb 1998 12:26:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01bd4443S$leea2180SLocalHost @DEFAULT> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <6clhreSd20@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.66 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSISSS$*S; Ss! #$3SNSUS! S$Sk$r3+$/SKSOSTIS&SISISPSSS$$$sSG$I$t!) չ (Մ(՞՞չչչ 


ESBHEIFEF3 ! S#OSG3+S3SE&SHSTSFSbe (J 
LSB! VS"SW%531!<%7%g%s$, 4XO"IUSISIiS1SFSISS !WSCSF8@SOS1SFS7S*S&3 (Մ(՞՞չ 
ESBHELHh#atstaSr3$SsS9SH! <Sk$7SFSDBLL\SGS7$?¢ (J 


¿SBS_SNOB; f¿ (J 


--MESSAGE FILE 21101 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000024html.html 


——MESSAGE FILE 21102 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000025html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC 

Date: 1 Mar 1998 04:52:53 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 19 

Message-ID: <6dap j5$9f6@newsl.scei.co.jp> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6éclhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost @DEFAULT> 

NNTP-Posting-Host: 210.135.67.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #2 (J 


> ¢gSBHEIFEH3 ! S#0SG3+S3S&SHSTSFSb: (J 
> ¢$B!VS"SWS4j31!<%7%g%s$, 4XO"IUS1SiS1SFSISS ! WSCSF8QSOS1SFS7S*S$&¢ (I (^^; 
> ¢SBeLth#tatstaSr%$%s% 9H! <3k$7SFSbBLL\$G$7$2¢ (J 


2 SBKMS$S0%$%s%? ! <SMSCSHSKSe!<39!Tz (J4.70.1161) ¿SBSG!"%/%3j%C%šWItJ,$r%/%j%C%/S7SF¿ (J 
ESBSGS#S9S/SKMNSHS7SFSSS*S9!#S3SNI}K!SGS@SaSTSi¢ (JEUCZSBSNS; $$$+$b$7$1$%S$;$s¢ (J 
ESBSNSG: FEY; (JUP; $B$7$^$9!#¿ (J 


¿SB#T#P#M!S#C#O¿ (I ESBHESHOFFHT? (Մ ¿SB#W#OFR#K#S¿ (J gSBELEIFIFBS (JU. SBEMHA#HY: (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co.jp/~chu02331 
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James. 
—-MESSAGE FILE 2224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00927 


-—-MESSAGE FILE 2225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000928 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what do people actually use ? 

Date: Wed, 13 May 1998 16:39:20 +0100 

Organization: The Hex Heroes 

Lines: 13 

Message-ID: <3559BEA8.1F30@writeme.com> 

References: <3558283E.3BB3@livemedia.co.uk> <35584012.28983799@news.scea.sony.com> 
NNTP-Posting-Host: at14-017.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Matthew Hulett wrote: 


> It really isn't rubbish, yet for some reason, members always seem 
> disapointed when they first use CW. It grows on you, like a fungus. 


I was quite impressed when I first used CodeWarrior (PC). It was after 
about three months when things started caving in unspecified ways. Kinda 
put me off trying CWv2. 


I now use dos-edit and gcc - I have to say, CW was good 'potty-training' 
for someone like me who hadn't programmed C before. 


James (~mrfrosty) 
-—-MESSAGE FILE 2225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00928 


—-MESSAGE FILE 2226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000929 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best Speccy games 

Date: 13 May 1998 17:32:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <memo.19980513182548.44659A@jmhannan.compulink.co.uk> 
References: <6iimu5Sjpril@chuka.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna25-05.compulink.co.uk 


My favourites were 


Match Day II 
Deathchase 
Nodes of Yesod 


A few months ago I managed to load up Arcadia, the first game 
I ever bought. That's brilliant too, mainly due to the sound 
effects. 


Jeff Hannan 


—-MESSAGE FILE 2226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00929 


—-MESSAGE FILE 2227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000930 
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—-MESSAGE FILE 21102 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000025html.html 


——MESSAGE FILE 21103 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000026html1.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: for Mr.MINOWASHTI 

Date: 3 Mar 1998 15:11:32 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 12 

Message-ID: <6dh6j4Sgra@newsl.scei.co.jp> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6clhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost@DEFAULT> <6dap j5S9f6@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 


éESBNCSNSDSNSO%SCSESSSM! <SISGS—-S*S7S?!)¢ (J 
¿SBSb$7!"S_SNOB;f$5$sS$NJ)$G:95S7;Y$($,$JSSSh$&$GS7$?$i!"¿ (JTESTzSB%GS#S1%/ SHS 5SKz (J 
E S$BK\BN9~$_SGS"SCSWS7SFSb9I=SoOSTSSSGS7TSg$&S$+!) 2 (J 


ESBETHP HEM! SCHO (I ¿SB#S#OFF#T; (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (J. SB#M#A#Y;¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 21103 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000026htm1. html 


—--MESSAGE FILE 21104 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000027html1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: for Mr.MINOWASHI 

Date: 7 Mar 1998 10:36:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bd49b3$d9d17b40SLocalHost @DEFAULT> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6clhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost@DEFAULT> <6dap j5S$9f6@newsl.scei.co.jp> <6dh6éj4Sgra@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.66 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSISSS*S; Ss! ##NFEFT#ENHEHWHS SFIS” SNK: S1ISFS*S7$2¢ (J (“ ; 


> ~SBNcSNSb2N$0%@S&Ss3m! <SISGS-S$*$7$?!)e(J 
¿SB=PMhSJS$SSGS9¿ (Մ(՞՞չ 


> ¿SBSb$7!"S_SNOB; £$5$s$NJ}$G: 9587; YS ($, SJSSShS&SGS7S?$i!"¿ (UTEST¿SB%G%$#%1%/%H%3jŠK¿ (J 
> ¿SBKNBN9-$_ SG%"%C%$W$7$FSb9=$oSJSSSGS7SgS&S+!)¿ (J 


TEST: SBSKS"SCSWS7SFSbSiS ($k$H!"=u$+$j$^$9; (J 
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—-MESSAGE FILE 21104 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000027հետԼ. html 


--MESSAGE FILE 21105 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000028html1-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: for Mr.MINOWASHI 

Date: 7 Mar 1998 14:44:12 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 6 

Message-ID: <6édrmfsS$4@newsl.scei.co.jp> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6éclhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost@DEFAULT> <6dap j5S$9f6@newsl.scei.co.jp> <6dh6j4Sgra@newsl.scei.co.jp> 
<01bd49b3$d9d17b40$LocalHost @DEFAULT> 

NNTP-Posting-Host: 210.135.67.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 


> TESTzZSBSKS"SCSWS7SFSbSiS (Ş$k$H!"=u$+$j$^$9; (J 


ESBSGSO!"¢ (JMIBASIC4.02z¢SBS4SHEJIFSTS*S9! #2 (J 


-—-MESSAGE FILE 21105 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000028html.html 


——MESSAGE FILE 21106 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000029html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: MIBASIC4.01z¢SBSXSNMWK> 3 (J 

Date: 7 Mar 1998 16:57:31 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 24 

Message-ID: <6dru9rSbm@newsl.scei.co.jp> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6clhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost@DEFAULT> <6dap j5S59f6@newsl.scei.co.jp> <6édh6j4Sgra@newsl.scei.co.jp> 
<01bd49b3Sd9d17b40SLocalHost@DEFAULT> <6drmfs$4@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzZSBSGS9! #SFS9SHSGS#S1S/SHSISKS"SCEWSTS*S7TS? l#e (J 
¿SB<B:]S$SK:n@.S7SFJ, ՏՒԷՏՇՏՉՏԱՏՇՏ9Տ, !":GDc8BSN5!G=SGSIS&STSFSbz (J 
¿SBM_S7SS%S3%%“%s%$IS,S"SjJS%“S9!#S=S1SO¿ç (J 


READ DATA¿SBJ8; (J 


ESBSGS9!#$3$51S, L5SSSH%G!<S?SN:n@.!"FIS_9~S_S,7k9=; “SKS*S9!A! #2 (J 
¿SB$?$@!":n$CSF$_S$SF:GDc8BSN$2!<%` SN7AS, <h$1$k$3$HS,J, ՏՒՏՇՏՀՏԱՏՇՀ (J 

MIBASIC;z SBSN2DG=@-$, 46$8SiS1S$*°S7S$?!#SbSCS?SSSTISSSNSGS<SRSHSbM_$7$SS$H$3$mz (J 
ESBSGS9!#M_D%$k; dSHS7SFSO!"3 (J 


STRIG(n) ¢$BSNz (J ¿$BJV$3CMŠr¿ (J 


0: ¿SBL5S7¿ (J 1:¿$B4]¿ (J 2:2$B; 0302 (J 3:¢SBSP%Dz (J 4:2$B;M3Q¢ (J 
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i SBSHSSS&MMSKJ, $+$4$d$9$/S7SFM_S7SSS$+SJ!#;WSS@ZSCSF4IN, 2=$9$kJ}$, $h$5$=$&!#¿ (J 
¿SBS$S+$,SGS7SgS&$+!)¿ (J 


¿SB#T#P#M!S#CH#O;¿ (J ¿SB#SH#O#F#T;¿ (J ¿SB#W#O#fR#K#S¿ (J ¿SB#1#9#9#8¿ (U. ¿SB#M#A#Y ¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


-—-MESSAGE FILE 21106 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000029html.html 


——MESSAGE FILE 21107 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000030html.htm1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "minowasi" <minowaQhellonet.or.jp> 
Newsgroups: playstation.ny.nan_yaro.themel 
Subject: =?iso-2022-4jp?B?UmMU6IE1JQkFTSUMOLjAxGyRCUFgkTk1XSz4bKEI=?= 
Date: Sun, 15 Mar 1998 22:31:19 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <6eglljSom8@newsl.scei.co.jp> 
References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6clhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost@DEFAULT> <6dap j5S$9f6@newsl.scei.co.jp> <6dh6j4Sgra@newsl.scei.co.jp> 
<01bd49b3S$d9d17b40SLocalHost@DEFAULT> <6drmfs$4@newsl.scei.co.jp> <6dru9rSbm@newsl.s 
cei.co.jp> 
NNTP-Posting-Host: 202.214.1.70 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>READ DATA; SBJ8; (B 
> 
>¢SBSG$9!#$3$1$, L5S$SSHSG!<S?SN:n@.!"FIS_9~S_$,7k9=;  SKS*°S9!A! #2 (B 


ESBS"SH!"#GHOFS#UFBSDM_S7SSSGS9SMz (B 


>STRIG(n) ¿$B$N¿ (B ¿$BJV$jCMŠr;¿ (B 
> 
>0: ¿SBL5S7¿ (8 1:¿$B4]¿ (B 2:¿SB;O3Q (B 3:¿$B%P%Dė (B 4:¿SB;M3Q; (B 


¿$B$=$1$@$H!"F1;~$K2!$7$?; ~$KLABj$K$J$J$=$&$J$s$G¿ (B 

STRIG2 (¿$B%3%s%H%m!<%iHV9f;¿ (B, ¿$B%\%?%SHV9Əf!J#1!A#1#0!K¿ (B) 
¿$BJV$JCM¿ (8 58405411. (B 

ESBSOSTS&SGS9S+!) ¢ (B 


¿SB!t:#:"59$,TUSSS?S1SI!"0z$-;;Sh$SjB-S7;;SrM%s@hS9SkSh$&SKSJSCSFSk¿O (B(*%; 


¿SBS_SNOB; f¿ (B 


--MESSAGE FILE 21107 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000030html.html 


——MESSAGE FILE 21108 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
1/00000031htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.themel 

Subject: Re: MIBASIC4.01¢SBSXSNMWK>; (J 

Date: 15 Mar 1998 14:39:40 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 46 
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Message-ID: <6egp7cSook@newsl.scei.co.jp> 

References: <01bd3829S$8a53bc40S0900a8c0@yone> <6c33i5S$jal@newsl.scei.co.jp> <19980 
2142304300@goo.club.or.jp> <6c7re5Sopg@newsl.scei.co.jp> <O0lbd3ac9Scabd8f20SLocalHos 
t@minowa> <6cj3r3Sa0g@newsl.scei.co.jp> <é6clhreS$d2o0@newsl.scei.co.jp> <01bd4443Sleea 
2180SLocalHost@DEFAULT> <6dap j5S9f6@newsl.scei.co.jp> <6dh6j4Sgra@newsl.scei.co.jp> 
<01bd49b3Sd9d17b40SLocalHost@DEFAULT> <6drmfs$4@newsl.scei.co.jp> <6édru9rSbm@newsl.s 
cei.co.jp> <6eglljSom8@news1.scei.co. յք» 

NNTP-Posting-Host: 210.135.67.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #3 (J 


> >READ DATA:$BU82 (J 

> > ¿$B$G$9!#$3$1$, L5SSSHSG!<%?SN:n@.!"FIS_9~S_$, 7k9=; -SKS*°SO!A! #32 (J 
> 

> 2SBS"SH! "#G#OFS#UFBSOM_S7SSSGS9SMz (J 


¿$BK:$1$F$^$7$?$, !"¿ (URESTORE¿SBJ8SbMWS3jJS S9¿ (՞՞չ 


GOSUB; SBSOSISASiS+SHS$$S$&$H; dE* SKSO3HD% 7OSNMWK> SK 6aS$SGS9SM! #2 (J 
: SB3HD% 7O0SGSO!"J8;zJQ?t$,M_$7S$!#I8; zJQ?t$, $"$k$H!"; (JRPG; $B$H$+:n$k$H$-$K¿ (J 
éESB2qOCSN<hSjS*SHSaS, 3Z$JSsSGS9ShSM!A!#¿ (J 


> >STRIG(n) ¿Š$BSN¿ (J ¿$BJV$jCMŠr;¿ (J 
> >0: ¿SBL5S7¿(J 1:¿$B4]¿(J 2::58:0304 (J 3:¿SB%SPSsD¿ (J 4:¿SB;M3Q;¿ (J 
> ¿$B$=$1$Q0$H!"F1;~$K2!$7$?; ~$KLABJj$K$JŠjJ$=$&$J$s$G¿ (J 


ESBS=S&SISSSGS9S, !"A4BNE* SKODEYSIS3$HS, K>SaSJISSSNSGSSSSS+SI!"SHz (J 
2 $B; WSCS?Ss$G$9S, SASCSQOMWS 5S*S9S+! #2 (J 


> STRIG2 (¢$B33%s%H%m!<% pote J, ¿SB%N%?%sHV9f!J#1!A#1#0!K;¿ (J) 
> ¿SBJV$3jCM¿ (J ¿$B#0$+#1; 
> ¿SBSOSIS&SGS9S+!)¿ (J 


¿$B$=$1$0$$$$9M$ (SG$S9!*3HDS7OSNMWK>S$H$7$F$O!"S$SH%$j%,F-2NOSrH=JL$9S$Sk$?ŠaSK; (J 
0: ¿$BE~NO$J$7!#¿ (J 

1: չՏԹԲ-ԱՕՏ"Տ3չ (J 

2: չՏ8-14|Բ-ԱՕՏԱՏ չ (J 

ESBSHSISKSHSSSSS$+Sb! #SDS*S5!"2!S7SCSQSTSTSH! "O"BGSr6hIL$G$-Sk$3SHSKSJIS4S*°S9! #2 (J 


¿SBLdBjSO!"Nc$ (S$P$3%s%H%m!<%i¿(Jl1¿SBHVSN%$N%?%s¿ (J9¿S$SB$rD4$Y$h$&SHS7SF¿ (J 
STRIG2 (1,9) 
¿SBSHS7S?2SHS-H=$j$ESiSSS3SHSrSIS&2r7h$9Sk$S+S$SGS9SM!#SSSmSSSm9MS ($^$7$?$, ¿(J 
¿SBSh$S%"š $%G%"S,S_SDS+SsSJSSSGS9!&!&!#¿ (J 


STRIG 15: (25882: (J) ¿S$SB!'%3%s%H%m!<%i¿(Jl1;SBHVSN$NS?%s¿ (U2; SBSN>uBV; (J 


¿S$B$SNJ)$, $2$@J, $+$j$d$9$=$&$G$9$, !"z (JSTRIG22 SBSHS$$&%3%*Ss%I15S, ; HS (SUS/¢ 
¿SB$J$J$^$9!#¿ (USTRIG2¿ SBSHS7$?SNSO! "3 ( (JSTRIG: SBL?NaSH6&B8$5$; eee Ce Ա (J 


ESBETHP HEM! S#CHOG (I ¿SB#SH#O#F#T¿ (J ¿SB#W#OFfR#K#S¿ (J ¿SB#1#9#9#8¿ (J. SB#M#A#Y ¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 21108 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000001/ 
00000031հետ1. html 


E AE EAE FE RHEE HEE EH 
E AE EAE AE EAE FE HEE EH 


——HEEEEEEEE EE HEH 

——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2 

——HHEEEEEEE EE HEH 


Net Yaroze newsgroups message dump.txt 


—-MESSAGE FILE 21109 START: 


2/00000001հետ1. html 

Path: chuka.playstation.co.uk!newsl.scei 
From: GSX-R <kouzou@ymg.urban.or.jp> 
laystation.ny.nan_yaro.theme2 
Subject: Re: =?iso-2022-jp?B?GyRCJUYhPCVeMnE1RDW81zIbKEo=?= 


Newsgroups: pl 


Date: Mon, 07 
Organization: 
Lines: 17 


Apr 1997 22:32:21 +0900 
PlayStation Net Yarouze 


.co.jp!usenet 


Message-ID: <3348F75D.13C4@ymg.urban.or.jp> 
References: <33291014.1F32@ymg.urban.or.jp> <redbug$Sff8d19970404100828@news1.scei.co 


-jp> 


Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.94 


Mime-Version: 
Content-Type: 


1.0 
text/plain; charset=iso-20 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; 


RedBug wrote: 


22-3ք 


I; PPC) 


> ¿SB%sa!<%kS$S8ScS$SJSSSGS9S1SI!"SSSSSGS9ShSM!)¿ (J 


ESB!!% eG Bee Տ՞Տ)ՏՉՏ, |" 


ESB!ISTSES—-S$*S$7$2¢ ^; 


V V V V V V 


éS$B!!%S=SUSHSK2CS (SF! "=q@RŠd; ( 


¿SB<+J,$,TaCJU;H$C$SFS$Sk4D6-$G!"$S*4+$a$SN%$USj!<%&%'%"SH$+!"¿ 
ESBSTS'S"SES'S"SHS+S"SkKSH;WS&SSSGS9Sh! 
ESBEL#H#HAS_S?SSSKM-L>SISNSOS*SSSHSSSF! #3 (J 
ESBS"S*SICNSIS1SFSISSS1S1!"$3$1S0TXMx$ 
ESBS=S&SSSESNSrS=$1$>$1$, 


#2 (J 
@Sh!"SCSFE[! #2 (J 


(J 


>R2p$ 9SKSHSSS&SNSOSSS+S$, SGS7TSg$ESt!) 
#¢ SBSASGSCSHB>SN2q5D<<SKHfFSYSF!"SF!<%*SHS7TSFSO<eSS$+S$J!&!ele! 


;o$J$SIAm9gF*$K$d$j$2$7$g$&$S+!# (J 


¿(J 
dé ( 


é (Jliberty¿$B$NJ} $, $$$$$h$&$J5$$,¿ (J 


J 


2581 150505- $: 80S5S0575CSZSN; (URedBug  SBS5SsSKS*4JS5575?S55H; WSSS S9¿ 


«MESSAGE FILE 21109 END: 


00000001html.html 


——MESSAGE FILE 21110 START: 


2/00000002htm] 
Path: chuka.pl 


L.html 
Laystation.co.uk!newsl.scei 


From: redbug@donk.ne.jp (RedBug) 


Newsgroups: p 


laystation.ny.nan_yaro.them 


.co.jp!usenet 


e2 


Subject: =?ISO-2022-JP?B?GyRCPm9NUSVEITwlaxsoQg==?= 


Date: Sun, 06 
Organization: 
Lines: 32 


Apr 1997 23:33:40 +0900 
PlayStation Net Yarouze 


Message-ID: <redbugS$ff8d19970406233340@news1.scei.co.jp> 
NNTP-Posting-Host: 210.130.243.114 


Mime-Version: 
Content-Type: 


1.0 
Text/Plain; charset=ISO-20 


X-Posting-Software: WSNews 2.017 


22-JP 


RedBug ¢$BSG$S9!#S*S:SOSSSSS@S7SCSZS, !&!&!&SFS3SHSG! #2 (B 
é$B! JT! KFbSO<g$JF~<j@h! #2 (B 


Windows95 


Lhasa 


.LZH .ZIP ¢$BE83+%D!<%k! #E83+@1MQS@S1S1<j7ZSISNSG! #3 (B 


(http://www. 


FIP Explorer 


FTP ¿SBS D!<Sk!#% ISisCSO!uslemsCSwBPl~! 


(http://www. 


WSNews 


ftpx.com/ , eee Magaz 


¿S$SB%*%U%i%$$%s%K%še!<%9%j!<%Q@!#F|KN81I8=` 
(http://www.tcp-ip.or. a. n-okmt/wsnews.htm) 


Popup95 


#Hf3SE*<j7Z!#¿ (B 
ine ¿SBIUO?#C#D; (B 


BP1~!#$*<j7Z! #2 (B 


vector.co.jp/ , Internet Magazine ¿$BIUO?#C#D¿ (B 


) 


Page 14155 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


net-yaroze-usenet/00000003-SCEI/ny/nan_ uapa 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


Net Yaroze newsgroups message dump.txt Page 14156 


¿SB2hLLSNSIS3S+SiSGSb!"!V%9%?!<%$H!W%N%S$?%sS$Sr=PŠ;Sk!#;¿ (B 
(ASCII DOS/V ISSUE ¢$BIUO?#C#D¢ (B) 


2$B!&!&!&SOSC!#A4It !V<j7Z!WSISNSM! JG61>P!K! #3 (B 


ESBS*S$*S1¢2 (Բ 
RC-SYSTEM & 2$B<~JU%D!<%k! #3 (B 
X68000 ՀՏՑԵԱԶՏԱՀ (B MIDI 2$B%7!<%1%s%501<0! #2US5!<S&S'S"!#2 (B 
¿SB<BSO%S1%3%s%]!<%6S=SNSDbSNS@SCS?SjS9Sk!#SdSPSSSsSGSJSSS+SS!"S3S1!#¿ (B 
2 SBS3SN%=S%USHS, SUS1S1$P! "SHSCS/SKz (BX68k¿S$BSOS*B"F<SjSK0Oc$SSJSS!# (B 
(2 SB8=:_SNF~<j@hSOITLG ! #30%3=%3%SDL? . $G<jSKF~$k!"$+$J3 (B) 


Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

-—-MESSAGE FILE 21110 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000002html.html 


——MESSAGE FILE 21111 START: 
2/00000003htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1SO-2022-JP?B?GyRCPm9NUSVEI TwlaxsoQg==?= 
Date: Tue, 22 Apr 1997 17:32:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <kamon$21c519970422173258@news1l.scei.co.jp> 
References: <redbug$ff8d19970406233340@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2SBS8Sc$!!"KMSO%$a!<%$kS=SUSHSr>R2p! #3 (B 


ա 


éESBKMS, ; HSCSFSKSNSOEE?.H, 98565914: (1 
ESBSSSSEG@SOz (B 
2 $B! &J#?t$NSa! <SkS"S1S1%9$, ;HS$I, $1$i$1$k! #2 (B 
éSB!&%a!<SkSr<t+FOE*SK? 6S jd, S1SF3IG<S7SFS/S1Sk! #2 (B 
éSB!&9%S-SI% (SGS#S?27SGFIS_=qS—-SGS—-Sk! #2 (B 
¿S$SB!&%$U%j!<%&%"'%"¿ (B 
¿SBSHSSS&SoS1SG!"S+SJSJS*S9S9SaSGS9!#¿ (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 21111 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000003htm1.htm1 


——MESSAGE FILE 21112 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000004հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MORI Takashi" <mommy@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?ISO-2022-JP?B?UmU6IBskQj5vTVELRCE8JWSbDKEoO=?= 

Date: 23 Apr 1997 16:50:19 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 
Message-ID: <5jlekbSrj1l@newsl.scei.co.jp> 

References: <redbugSff8d19970406233340@news1.scei.co.jp> <kamon$21c519970422173258@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.185.15 


Mime-Version: 
Content-Type: 


120 
text/plain; 


Content-Transfer-Encoding: 
Microsoft Internet News 4.70.1155 


X-Newsreader: 


KamonzgSBS$5$s!"S$3SsSKSASO!#?9SGS9! #2 (J 


charset=ISO-2022-JP 


8bit 


¿ $B; d$b!"EE?.H, 9f£;HSCSFS“SO! #2 (J 
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ESB30ItS (SGS#52?!<S,;HS (SkKSNS, vse rear sr 
ESBSbS&!"B>SN%a!<%i!<$O; H$ ($*S;Ss!#ze (J 


ESBS"!"SGSb!"3 (JSo-netz$B$,: ` 2 SQ. ]%$9%sH%Z%C%H$O¿ (J 
¿SBSASgSCSH;HSCSFS_ $288$+8b! #3 (J 

ESB<td,$, SZ%CSHSr; tSCSF ! "S=SN%ZS3CSHSK%a! <SkSr¢ (J 
ESBG[C#S5S;Sk%a!<%Si!<SISNSGS9S, !"JbSSSF!J!) !Kz (J 
éSBITS/SNSG!"%Sa!<Sk$,E~CeS9SKSNSb; ~4V$, $+$+$k$7!"¿ (J 
¿SBLaSCSFS/SkSNSb;-4V$, S+S+SkS$SsS@S=$&SGS9!#¿ (J 

2 SBS"SH! "Aj<jSNSZSCSHSHS13S%+S ISkKSHS+SSSESSSYSSSHSbz (J 
¿SBS*S3SkS$S=S&SGS9!#;¿ (J 
¿SBS$S5$F1"S$SSSDH/Gd$5$S1$Sk$s$G$7$g$&$+!#¿ (J 


¿SBSGSO!#¿ (J 


լ ¿SB?9¿ (J ¿Á¿SBN4;J¿ (J E-mail <mommy@fa2.so-net.or.jp> ] 
[ MORI :. NiftyServe <JAHO3500@niftyserve.or.jp> | 


—-MESSAGE FILE 21112 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000004htm1. html 


--MESSAGE FILE 21113 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000005հետԼ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1SO-2022-JP?B?GyRCPm9NUSVEI TwlaxsoQg==?= 

Date: Sun, 27 Apr 1997 23:25:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <redbug$ff8d19970427232513@newsl1.scei.co.jp> 

References: <redbug$ff8d19970406233340@news1.scei.co.jp> <kamon$21c519970422173258@n 
ewsl.scei.co.jp> <5jlekbSrjl@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.nan_yaro.theme2 ;SBSN; (B 


<5jlekbS$rjl@newsl.scei.co.jp> ¿$B$K$*$$$F¿ (B 1997/04/23/ 16:50 :58:" "(Թ 
"MORI Takashi" <mommy@fa2.so-net.or.jp>¢SBS5$sSO=q$-$%* Հրա 
ԱԱ ԱԼ (BSo-net¿$B$,: ` Գ) ]S9SHSZSCSHSOZ (B 


>¿SBSASgSCSH; HSCSFS_S2SSS+SD!#; (B 
¿SBCfN, 14: (B 
> SBS5SF!"SSSDH/GdS$5$1Sk$s$G$7$gS&S+! #3 (B 


¿SBH/GdS$SJ$s$GS9$+!)¿ (B So-net zSB2qO0wSKG[SkSHS+!) չ (B 
¢$B<BSO>h$ 4495 (M= Beene (B So-net Gee a A 


Beginner's Forum Leader 

RedBug ¿$B%a!<%k%"%I%1%9>C<:Cf; (B 

--MESSAGE FILE 21113 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000005html.html 


——MESSAGE FILE 21114 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?I1SO-2022-JP?B?GyRCJCo0KyRhJE5LXBsoQg==?= 
Date: Mon, 28 Apr 1997 09:50:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <redbug$Sff8d19970428095029@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.58 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 
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éESBS*$9$9SaSN=q@R! &} (7 OSKSDSSSFS$b=q$—-$*$9l#e (B 
¿SB!t%*M%S??6SCSHSSSF@9Sj>eS,SiSJSSSNSG@GUGSSr46S8SFSkSiS7SS!# (B 


¿SB!&¿ (BInternet 5 O O N ee 
¢SBIQFDSNSS%S%?!<SM%CSH4X785N; (; oOSGSOOLHV5; =Q7OSN; (; oS@SH;WSSS*S9O! #2 (B 
¿SBS9SYSFM)2rSGS- SFSk$0$1$GSOS$IS$$S$NS$G$9$, | "$—=S1SGSbA4ItFISS$G$°$9! #2 (B 
¢$BM}2rSGS-SJIS/SFSbFIS* SCSFBg; vS@SH;WS&SsSGS9Sh! #2 (B 


2SB! &3Wm%0%i%_%S%0SN?4M} 3X! J=PHG<RK: $1$*$7$2!#5;=QI>O0@<RS$+$J!) !Kz (B 

¢ $B=q$+$1$?;~BeS, ԱՏՆ ae PSFS/Sk8@81SO#P#L!]#I!K!"S=SŠSNFbMF¿ (B 
é$BSOA4$S/?'45t$;SFSS$*S;Ss! փ. (B 

2 $B%0%k! <SWSG%=SUSH$r3+H/$9$k; ~SNMn$H$773!"SWSm%s0%i%*$N?4M} SKSDSSSF!"¢ (B 
¢ $BE*3NSJJ, 605, SISSS1SFSSS*S9! #2 (B 


éSB!&2£GZS0%US4!<SWSmS0%i%S%*!#:ISb; RSDS"SkG-SbSSSk!JS@SCS1!) A ea oe 

éSBswems 0SisASHSSS&?M<oS, SSS+SK5_SSS,S?SSSbSNSGS"SkS+=qS$SSS?KN!#¿ (B 
¢SBS=SNL5@UGS$5 ! "Hs<R2q@-SKSDSSSF!"<BNcSr5s$2S8J$, Si=qSSSFS*S9O! #2 (B 

RedBug ¿$B%a!<%k%"%I%1%9>C<:Cf; (B 

--MESSAGE FILE 21114 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000006htm1. html 


--MESSAGE FILE 21115 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000007htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?iso-2022-jp?B?GyRCJCo0KyRhJESLXBsoSg==?= 
Date: Mon, 28 Apr 1997 22:53:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <3364ABCC. 66B5@ymg.urban.or.jp> 

References: <redbug$ff8d19970428095029@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¿SB!&2fGZSOSU%j!<%$W%m%0%i%S“!#:JSb;RSbS$S"SkG-Sb$SSk!JS@SCS1!) eee 
> ESBowsms 0%is2SBSSSs?M<oS, S$SS$SS+SK5_SSS,S?SSSbSNSGS"SkS+=qS$SS?KN!#¿ (J 
> ¢$BS=SNL5@UG$$5 ! "Hs<R2q@-SKS$DS$$SF!"<BNc$r5s$2$J$, Si=q$$SFS*S9! #2 (J 


ESB! !S"!"S=S$1; }S$CSFS*S9¢ (J (¢SB>P¢ (J) 
¿SB! ! FOMFE* SKSOSASgSCSH8ES$!) $GS9ShHSM! #2 (J 


> RedBug ¿S$B%a!<%k%"%I%1%9>C<:Cf;¿ (J 


é$B!!S"SH2?; «ՃՄՏՇՏՉՏՀ: (J (%%; 
—-MESSAGE FILE 21115 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000007htm1. html 


--MESSAGE FILE 21116 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000008htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1ISO-2022-JP?B?GyRCPm9NUSVEI TwlaxsoQg==?= 

Date: 29 Apr 1997 01:05:36 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 19 

Message-ID: <5k3hhO0OSh04@newsl1.scei.co.jp> 

References: <redbugSff8d19970406233340@news1.scei.co.jp> <kamon$21c519970422173258@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 202.244.231.93 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz; SBSGS9!#¢ (B 
Taro Kamon ¿$B$5$s[)$/¿ (B 


> 
>¢ SBKMS, ; HSCSFSkSNSOEE? .H, 9£$G$9! #2 (B 


Coe) ase o np) el 

¿SB!!JXMxSGS9SM!#¿ (B 

¿S$B!!<+F0SG!"%SU%)Sk%S@SK?6S3j3J,S1S1iS1SkSNS, STSSSHSDSSS ( S$°S;Ss!#¢ (B 
2SB! tSbSA$m$s !"Dj5ASUS!3$SkSO1,MWSGS95S, 18: (B(*%;;7 


ESB! !S?S@!"IV?.MODjJ5ASUS!SSSkSrin@. ee 


ESB! !IV?.S@S1!"O0cS&SNSr;HSCSFS*S9! #32 (B(%%; 
he 3. Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
/_// E_Mail_Address : falcom@bekkoame.or.jp E AET Z 
աա Թ. Net Yarouze! ID : ayz00581 7 Մ 7 


Page 14159 


—-MESSAGE FILE 21116 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 


00000008html.html 


——MESSAGE FILE 21117 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2/00000009htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1s0-2022-Jjp?B?GyRCIzU3bkt2JF4kRzFkRDkkNyReJDkbKEo=?= 
Date: Tue, 06 May 1997 18:03:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <336EF3EE.BA1@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB1!1%2%S%H%kDLS3S$SG$9¿ (J (3 $B>Pz (J) 


——MESSAGE FILE 21117 oo net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 


00000009html.html 


——MESSAGE FILE 21118 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2/00000010htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?GyRCOUREayROPzckNyQkPzQbKEo=?= 

Date: 8 May 1997 04:48:45 GMT 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <5krivd$Slld@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.190.66 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2 SBS3$3S0%=SUSHS&S'S"Sd=q@R!"; (չՕՏ751225ՇՏԵՏ"ՏյՏՄՏՏՏՇՏ7ՏՉՏԵՏՀԼ) 2 (J 
¿SBSH<ALdS75JS, $i$b=q$$$F$7$^$$$^$9 (I (^^; 
¿SB011-%3%s%T%e!<%?4X78SH8@S (SJSS;vSbSJSSSNSG5vS5S1Sk!&!&!&%SOS:!)¿ (J 


ESBS*$:$0%?%SSHSKDLS 4SNz (J 
£$B!&!VOIDDKSN?7$7$S$24!We (J (¿$B%m%8%c!<!&%Z%s%m!<%:!?$_$9$:=qK<; (J) 


ESBOL8@SGSSS&SH! "01; ~N. 9TSCS?!VS=SUS#! <SN@S3&!WSN?t3X!"JT*M} 3XHGSH8ESCS$?¢ (J 
ESBSHS3SmSGS7Sg$&$+!#FISa$SP1'ChAO@8$+Si PM4VSN?4S*SG81S1S=S&SISSSKS5$; $k¿ (J 
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(eSBSbSASm$s !"$=Ss$I5$$, $9$k$@$1$G<B: ] $KSOM}2r$O$+S$JI$j4:$Fqze(J (*%;) eSBS"SDS$K\ ! #2 (J 


¿SBA4BNE*SK2rSiSJSSSJSJSKLLGrSS$SGS9S, !"CfSGSbNISS$S46S8SJSNSOBh#2>OSN!V%" ¿ (J 
¿SB%sk%4%j%:%`SH%F%Sel1<%j%s%05!3#!W!#S3S1S$SG;dSO%s3%s%$T%e!<%?5Z$9S%S"%k%4%3j%:¿ (J 
¿SB%` SN2?$?$SkS+S$rCNS$CS$?!&!&!&ShS&SJ5SSKSJ9jJS2 S79?¿ (J (^^; 


¿S$SB!&!V$9$YSFS, #FSKSISk!Wz (J (¿SB?9Gn; L! ?9VCL<R; (J) 


¿$SB%3%s%T%e!<%?MQ815, SUSs$SQSsSKEP>1$9$k%_%9%F%j$G1" IVS"S"1I"S3%s%T%e!<%?$r¿ (Մ 
¿SBCNSiSJSSTIaDLSN?MSKSO2?=q$S SFSkSNS+M)2rSGS-SJSSS@SmS&SJS! !WSHS5S5SdS+ŠJ¿ (J 
2 SBM%1[46$K?;$1$k00Idz (J (**7¢$B!#FbMFSbFIS_1~$(S"S$4! #3 (J 


2 $B; dSOS3$N?MS$r!"5~6K2FI ' SHIBSs$G%_%9%F% 4 SkSM%C35%S%9SrC4$&01?27MSH>!<4SKOLE (J 
2 SBCVSES1SFS$$*S9!#:G?7:n!VIu0u:FEY!Wz (J (Who inside; $B$H3]S1SFSSSk!#%&%*SSSCSC3z (J) 
éESBSb1W!9;1$,SNSCSFSFz (J (՞-՞)4 


(ԸՀՊ):/5 Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 21118 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000010htm1. html 


——MESSAGE FILE 21119 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000011հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?WxskQkt cGyhKXSAbJEI 6NEY jMm1JJ0EQOOU7dhsoSg==?= 
Date: 3 Jul 1997 14:43:15 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 7 

Message-ID: <5pgdq3$5rb@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.142 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB%9%S3!<%Ss%s9%S3!<%Ss%3%S%S1%d%9%3!<%s¿ (J 
¿SB%SISs%S?%3%S9SCS?SiSISsSs%S?%3%9;¿ (J 
¿$B%+%m!<%i-6$K$N$C$F¿ (J 
¿SB%b%sk%sD%sb%sk%sD%Sb%sk%sD%Sb%sk%D:¿ (J 


ESBET7:MS@! #3 (J 


—-MESSAGE FILE 21119 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000011հետ1. html 


--MESSAGE FILE 21120 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000012htm1.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IFSbJEJLXBsSoS10gGyRCOjRGIZIJtSSdBNDtFO3YDKEo=?= 
Date: 3 Jul 1997 17:19:41 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1 

Message-ID: <5pgmvd$67p@newsl.scei.co.jp> 

References: <5pgdq3$5rb@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS*S1Si=PHGSGS9!#S9S_ S$*°S;Ss!#3 (J 
-—-MESSAGE FILE 21120 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000012htm1. html 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what do people actually use ? 

Date: Wed, 13 May 1998 17:31:17 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3559d5a9.2913926@news.scea.sony.com> 

References: <3558283E.3BB3@livemedia.co.uk> <35584012.28983799@news.scea.sony.com> Հ 
3559BEA8 .1F30@writeme.com> 

NNTP-Posting-Host: client-151-198-130-101.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


> CW was good 'potty-training'... 


Hmmm... well, v. 1.7 was a beta version. You should have gotten a 
copy of 2.0 for free. I find it interesting that some have no 
problems, and others report all sorts of headaches. I suspect these 
problems have more to do with hardware issues, and less to do with the 
software. 

For instance, True Space 3 runs beautifully on my PC, but if I 
install the 3.1 patch, it buggers the whole thing up. There is no good 
explanation for this, Caligari tells me that they have had no problems 
reported by other users. They suggested I update all the drivers on my 
computer... I ditched the patch. 


-Matt 


--MESSAGE FILE 2227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00930 


--MESSAGE FILE 2228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000931 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Wed, 13 May 1998 15:33:42 -0700 

Organization: Cisco Systems 

Lines: 32 

Message-ID: <355A1FC6.32CAEE3@netmagic.net> 

References: <3552E6A8.A02F5F86@micronetics.com> <35539409.1E884A8Béchowfam.demon.co. 
նէ» <35a4b856.2200413@www.netyaroze-europe. com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Robert Swan wrote: 

Levi 
I think that that solution is very neat, and hopefully would bypass 
the legal loopholes, but it does lead me to the next point, which is 
why are people bothering now with external sites. I mean, if you split 
up the header yaroze functions to your main source code either to 
allow non-yarozees to look at it, or in order to make downloading 
easier, then you are losing that functionality in both cases by 
requiring the user has to access the yaroze site anyway. I can 
understand people want to tie all the web info together in one site, 
but I really dont see moving all yaroze stuff onto the proper server 
as a problem. Do others disagree? 

[eed 
Robert Swan 
rs108@mdx.ac.uk 
> http://www.netyaroze-europe.com/~middex2 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Vv 


One of the real reasons why the external sites (including mine) 
exist is because many members of SCEA/SCEE/SCEI cannot access each 
other's sites. I've mailed quite a few people asking them to kindly 
send their programs over (thank you!). If it were possible for all 
of us to have access at one central point, that would help unite the 
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——MESSAGE FILE 21121 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000013htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B? YWJvdxXOgdXN1ZnVsIHRvb2w=?= 

Date: 18 Jul 1997 19:29:14 GMT 

Organization: Playstation Net Yarouze 

Lines: 21 

Message-ID: <5qog6a$75m@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢ SBS 3SN#N#GSO=iEJIFSN! "3 (J 
einsiedler ¿SBSGS9!#¿ (J 


¿SBSd$OS3j!"¿ (Jpov-ray ¢$BS$,S$$S$%D!<SkSGS7$g$&E! #2 (J 
UNIX ¿$BHG$d¿ (J WINDOWS ¿$BHG$,$"$k$7!"¿ (J 
# ¢gSBSHSSSSSIS,SiMxMOS7TSFSJISS! #¢ (J 


http://www.povray.org 
ESBSISSSFSZ!<S8SbS"SkS=S&SGS9! #2 (J 


¿SB#3#D%0%1%U%#S$C%/$r%š3%s%O%$%k!)S9$kSH$3$mS,¿ (J 
¿SBS$SSSsSGS9!#¿ (J 


#¿SBS$SGSb!"¿ (J sygnus-win32 ¿S$B$b$"$k$HJXMx$+$JS$"!)¿ (J 

#2 SBS3S°SSSISASUS! SSSkId40SbS$S$kS4+S5I5"3 (J 
#¿SB0U30S$SJ=j$G¿ (J FD ¿$B$H$+!"¿ (J 

#2SBS7S+S7S_Ss$Jz(J GUI չ585Ք535Ք5յ572Խ585ՇՏ253575Ք 18. (J 


ZZ Մ / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 
/ / ff ff 
—-MESSAGE FILE 21121 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000013html.html 


——MESSAGE FILE 21122 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000014հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: about useful tool 

Date: 18 Jul 1997 19:31:47 GMT 

Organization: =?ISO-2022-JP?B?UGxheXNOYXRpb24gTmVOIFlhcm91lemU=?= 
Lines: 11 

Message-ID: <5qogb3$75u@newsl.scei.co.jp> 

References: <5qog6a$75m@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB<+8J%S1%S9SGS9!#¿ (J 
> #2SBSGSb!"3 (J sygnus-win32 ¿SBSbS"SkSHJXMxS+SJS"!) (J 


cygnus ¿$B$G$7$?!#¿ (J 


fafa} / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ S ԿՈՐ (i Pe 


-—-MESSAGE FILE 21122 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000014htm1. html 


Net Yaroze newsgroups message dump.txt Page 14162 


—--MESSAGE FILE 21123 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000015htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.liberty,playstation.ny.nan_yaro.theme2 

Subject: Re: How about ny.co.jp 

Followup-To: playstation.ny.nan_yaro.theme2 

Date: 1 Sep 1997 14:23:36 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 67 

Message-ID: <5uej58Sq6q@newsl.scei.co.jp> 

References: <5ue9usS$pr6@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 

Xref: chuka.playstation.co.uk playstation.ny.nan_yaro.liberty:293 playstation.ny.nan 
_yaro.theme2:15 


ESBS4S&SGS9! #2 (B 
ESBS"SiSiS$i!"L5NA4 | 4ՄՏԱՏՏՏՃՏՇՏԸՏ2ՏՇՏ9ՏԱՏ' չ (8(՞՞::չ: 


# ESBS&SDSIS*S7T$g$ESte (B? 
# Followup-To: playstation.ny.nan_yaro.theme2 ;SBSGS9S4Cm0USr!#¢ (B 


<5ue9usSpré6@newsl.scei.co. jp>¢SBSN5-; vSKS$*SSSF3 (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>¿SB!!¿ (BGSX-RgSBSGS"S$j$*S9!l#z (B 


> 

>> ¿SBS=SN2q<RS$rDLS7$FSdS1SP!"%= ՀԱ is IT [$O2r7h$G$9S+SM$'! #2 (B 

>> ¿SBSdS$jJS?SS?MSSSKkKSNSGS7SgS&S+!) (^-^; 

> 

>¿$B!!2q<R$r:n$k$N$O4JC1$G$b!"0]; }S7SFSS$/SNSOFQS7SSSNSGS$Oz (B(^^; 
>¿SB!1!:nSjJS?SSSbSN:nS$SCS$SFSdSCS$FS1SkSJSi!"S2!<%`6H3&SOE79qSJSOS: 06987. ==; 


2£SBS=$&SGS9SMS'!#@SSNCES=$&4ES/SOSTISSSGS9SM! #2 (B 


¿SB;dS$SO%S2!<%`%W%m%0%Si%`SHS+Sr;E;vSKS9SkSDSbSjSOSHSjJS"S$S (S:SJS/SF!"¿ (B 

2 SB<qL#SHS$7$F$"S$=SsSGSkS@S1$G$9!#$, !"S=SN! ! SDS/S$CS$?:nIJ$r@S$K$Q@S$; $k¢ (B 
¿SBSNSJSi!"S=S$S1SOS=S1SGS&S1S7SSS3SHSGS9!#¿ (B 
2 SBS@SbSs$G!";d$N:2C@SO!"¢ (BSCEI Essense ier $&$$$&<jCISrOVS8SFS/$1$k$Hz (B 
s ԱՅՈ 0 ՀԱՅՑՆ 


ESBSO$, $*$*S$+$Sb$7$1$°$;$s$, "ՀԻՄ $G2q<R$*$3$; $H$+$$$0$1$?7$i!"z (B 
¿SBS?SVSsSRSCS3S`S3SHSGS7SgS&!#S=S3S“SG<+?.SOSJSSSGS9!#¿ (B 


>¿ŠSB!!:#SN#N#YSGSb!"$9%2% (SbSN:n$1$PS$S?$SVSsCcC+$S5SsSHS+; (B 
>¿$B!!S[ISCSHS+$SJSSSOS:SGS9¿ (B (¿SB>P¿ (B) 


¿SB$=S$&!#$[SsSHS$SK$S9S4$SSDSN$DS/S1$PS$S-$JSJ%$9%+%&%SH$5$1Sk$HS$S&$3SHSb¿ (B 
ESBS"SkSGS7SgS&! Է: (B 


éSBSG!"S=$3$*$G<BNOSJI$$2f!9SKS$b!"S$ISs$i$+$NG[I[<jCJ$, Տ"ՏՇՏԲՏԵՏՏՏՏՏԻՏՄՏ | չ (B 
ՀՏՔՏՈՏԻԱՏՏՏ՞ՏչՏՏՏԻՀ(8:-) ¿SBS?S@GSGG[SiS;SmSCSFSSSCSFSkSsS8S$ScSJSSSsSGS9!# (B 
£SBS* 6bSOSiS&S+Si!"SdS$SSFS/S@SS5SSSSTISCSFSASDSG$9! #2 (B 


ESBS*S"!"<B: ] LGBIJSHS7SF!"$3S18,¢2(B SCEI ¿$B$NMx1W$K$J$i$J$$$h$&$J$i¿ (B 
ESBS7SGSES, SISSSGSTSGS&SM! #8) m SGS-SFSb!"MxMQO<TS, — 5 Ա ՂԱՆ 
BS@S+SiS_S$J$5$s!"K\EvSK!VG[I[$7$?SS!WSHS+;WS&STSi$,$7$,$7%U%) Sm! <3 (B 
ESBS 7SISSSHOULESISSSCS9Sh | $e (B 

# ¢SBSASgSCSH<e5S¢ (B 


բջ 


>2 SB! !=c?h$SK%2!<%: pda [S7S?SSS@S1STSi!"SQ%=%3%SSKAVSCS?T}S$, ¿(B 
>¢$B!!;qNASOS"SkS7!"G[I[SO% ee HS, ; H$ (SkS7SGShS[ST¿ (B 

ere e ՆՆ 
>2$B!!SSSSSbSN:n$1SP!V#P#SSKO\?2"S$7SIS$$+!) !WSI!<S$s$F%a!<%k$,MhS$?Sj5S7SF! #2 (B 


ESBS4SbSCSHSb! #<BSr$$S$&SH; dSbILSN>1=jSG! "S$ 9SGSKSHSNSrin$jSOS8SaSFS*S9¢ (Ք(՞՞) gSB! #58, ! 
"¿ (B 


>¿$B!!5nG/$N#67n$4$m$+$i8@$SC$F$k;v$G$S9%$,!"8=>u$N#N#Y$N:GBg$K$7S$SFM#01SN;¿ (B 
>¿$B!IFCE5SO!V#P#SSG:nS1Sk!WSCSFS@S1SGS9ShSM!#¿ (B 


¿SBS3S1SGS9!#S3S1SJSsSGS9!#<+J,SNSDS/SC$S?%=%SUSHS$S,¿ (B PlayStation ¿$B$G¿ (B 
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ESBFOSSSF!"SI$*$+$D8=S1$rG[1T[$Gs- S ԱԱԿ ԱԿԱՆՆ 
¿$B$0$?$7$c$b$7<B8= 37524SHSFSbSeS1978$$689! #2 (B 


>2$B!!#97nKvDy$a$—-S$jSNSSSYSS%HSO! \!wS,$"S5S*°S9S, ! "K\5SSGA@SCSFSkJ}!9S0¢ (B 
>¢SB!!ITI?ITK~SO8e2s$7SG@) :n$K$$$=$7$s$G$k$O0$:$G$9!#¿ (B 


¿SBSOS%S¿ (8(՞՞չչ 

¿SBS4SaSsSJS5$SSS#!#2F5YS_CfSO¿ (B gSBILSN>1=jSG! "JLSNSbSNSD$/SCSFS$*S$7$2¢ (B(%%; 

# £$B%3%_%1SGS&SCSFS-SFS$?S4S9Sk¢ (B 

¿SBEOn4¿ B espo; (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¢ o ՏՇՏՏՏՉԱՀՏՏ(8 http://cclub.tutcc.tut.ac.jp/xmascot/ 

--MESSAGE FILE 21123 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000015html.html 


——MESSAGE FILE 21124 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000016htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: How about ny.co.jp 

Date: 1 Sep 1997 15:01:14 GMT 

Organization: Playstation Net Yarouze 

Lines: 55 

Message-ID: <5uelbgqSqb8@newsl.scei.co.jp> 

References: <5ue9usSpr6@newsl.scei.co.jp> <5uej58Sqé6éq@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


éESBS3S3S7S+FISsSSGSSSISS?MSNOYSK!"¢ (JPlaystation-Mailing-List ¢SBSh$ 4; (J 


PS; SBSN3+H/%-%C%HSr<jSKF~S1Sk$?SaSKSO!"2 (JSCE; SBSH<iHk5AL37@Ls$*$h$S;¿ (J 
éSB6HL37@Ls$r7k$V1I,MWS,S"S4S*S9!#S% 2 o աՆ ae eo 
ESBS-SkSNSO!"K! 2MS@S1SKSISCSFSSS*S9!l #2 (J 


ԱԱ Անան SKSTSF2q<RSr:nSkSHS9S1SP! #3 (J 
¿SBS3$3$G>N:YSO=R$YSA¿ (J ¿$B$; T oa ¿SBK |MQOUSGS- ԱԱ. 
¢SBSN%2!<%* 2q<R$r@_N) $9$k$3$HS,$G$-; J :588850575956 18 (J ¿SBN.DLSO¿ (J SCE ¿SBS,¿ 
J 
> ea been nie SO!#S"SIS?SKI,MWSISNSO%2!<%> $r40@.$5$; S$k$3SHSG3z (J 
> ¢SBS9!#¢ (J) ¿SBS=$N5$$, $"Sk$JS$Si!"¿ (JSCEZ SBSNGHL3ItSKLdS$$ 9g$0$; SFS_SF2<S5S$! #32 (J 


~VVVVVVV 


Go Watanabe wrote 
> gSBS"SiSiSi! "L5NA4 | 4VSNSSSASCSCS?2SCS9SMS'"2 (7(՞՞:չ:: 


2 SBM=A [SOS7SFS$$*°S75?! #S-SCSH#EN#Y=*N; S*SGLSNASGS7S$gS$&! #2 (J 

i SB2qOwSb#2K | ?MSKSOC#S75JSSS+SbS7561$2S;Ss!#$Sb$71"¿ (J 

¢ SBESHCHEHIS, #N#YSr<—-SaSkSHS$—!"2f! 9SOSTSE&STSKSNSGSTSgS&S+! #2 (J 
2 SBS=$3SGM-; VSN#S#CHEFI8xG ' 2q<R$, S"SkSHSHS5$=S&E&SISSSGS9! #2 (J 


> ¢$B;d$N:2C@SO0!"3 (JSCEI ¢$BS$5$s$, !"S$S=S$S&S$SS$S&<j)CJSr9VS$8SFS/S1lSk¿ (J 
> Serene I sn a ns 


¿S$B2DG=Q@-$r$"$2$Sk$?$a$K$_$J$5$s$G%U%) %m!<¿ (J 
¿SB#S#C#E#IS,LLE]$ SF$/$S1S1$P2q<R$J$SsSF$S$3jSA$;$Ss!# (J 


>>¿SB!!:#SN#N#YSGSb!"%9%2%S (SHSN:nS1SPS?SVSsCcCt+S5SsSHS$+¢ (J 
>>¿SB!!S[ISCSHS+SJSSSOS:SGS9¿ (U (¿SB>P¿ (J) 
> 
> ¿SBS=S&!#S[SSsSSHSKS9S4SSSbSNSDS/S1 $J$SjJ%9%+%&%H;¿ (J 
> ¿SBS5S1SkSHSSS&S3SHSbS"SkSGS7SgS&!# (J 


ESBS7S+S7!"S3S1SGSOSMSCSHSdSmS &$<<:GTSGS9! #2 (J 
£$B;DS5$1S$?2q0wSOSSS+SK! &! &="2606@{=jSGSOSTSSSO$:S$GS9! #2 (J 
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> GSX-R(K.Tamura) wrote: 
>>2SB!!5nG/SN#67nS4$m$+$i8@SCSFSk; VSGS9S, !"8=>uSN#N#FYSNG (J 
>> ¢$B:GBgSK$7SFM#01SNFCE5SO!V#P#SSG:n$1$k!WSCSFS@S1SGS9SHSM! #2 (J 


¿$B$3$1$G$9!#$3$1$JI$s$G$9!#<+J, SNSDS/SCS$?%=SUSHS, ¿ (J 
PlayStation ¿$B$ŞGFO$$$F!"$I$*$+$D$=$1$rG[I[$ŞG$-$K$C$F!"¿ (J 
éSBSISs$+S$&S1$7$/SISSSGSI9S+; (J? 

¿SBS$SoS?$S 7$c$Sb$7<B8=$7$?$i$H$F$b$&$1$7$SSGS9!#¿ (J 


ESBSMSCSHSdSMS&S<z (I ¿SBSOS%“S@J)8-⁄-@-SN7hSASCS?=8CDSGSOSJSSSOS: |" (J 
ESBB>SISiSL2ZqGO0wSNS_SsSJISGMW5aSr>eS2SFS_SFSbSSSSSH;WS&SSSGS9! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 21124 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000016htm1. html 


--MESSAGE FILE 21125 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000017հետ1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: How about ny.co.jp 

Date: Tue, 02 Sep 1997 20:49:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 52 

Message-ID: <5ugun2Ssrn@newsl.scei.co.jp> 

References: <5ue9usSpr6@newsl.scei.co.jp> <S5uej58Sq6q@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340BFD40.15F6@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 


Go Watanabe wrote: 

> 

> ¿$ŠB$4$&$GS$S9!#¿ (J 

> ¿SBS"$i$i$Si!"L5NA4|4V$NSSSA$c$C$?$C$9SMS'¿(J(“ ;;;; 


¿S$B!!$*$b$$$C$-$j?-$S$+*$7$?$M¿ (J (“ ; 
¿S$SB!!S$S?2$V$s#2K|?M9T$/SA$SGL5NA4|4V$8$cSJ$SSS+SH;WSC$FSkSs$GS9$,!#; (J 
¿$B!!#2K|?M9TS/SN$SH!"#N#Y$,=*So$kSŠNSH$I$SCSAS,@h$+$J!)¿ (Մ(՞՞:::::::::: 


¿$B!!%S21<%`$O;E;V$K$9$k$H$-$C$H?I$S$$G$9¿ (U(¿$B>P¿ (J) ¿S$SB!#¿ (J 
¿$B!!9, $; $I?M$b$$$k$H$O; W$&$s$G$9$, 185 (J 


¿$B!!<qL#$H$7$F:n$C$?:nIJ$r@0S$K=P$9%7%9%F%`$O!"3N$+$K$[$7$$$H$3$m$G$9$M!#¿ (J 
¿SB!!:#2S$NEE7D2&$N%3%s%F%9%H$"$?$J$02?7$+$"$k$s$8$c$J$$$+$H4|BT$7$F$k$s¿ (J 
éSB!!SGS9S,SIS&SGSTSgGSESM! #3 (J 


¿$B!!62$i$/$G$9$, !VS=S1SISJSN?e=" SKC#STSFSISS!"SH;z (JSCEIZSBS,H=CG$7$?:nIJ$SO!"¢ (J 
¿SB!!O1HLSKG[I[S9SkSDSbSj$,SJSSSsS8ScS$SJSSSGS7SgS&S+!#¿ (J 


¿SB!!S=S1SH#N#YSN7ABV<+BNSrSfSkS, S7S+SMSJSSS=%SUSH!"¿ (J 
é5B!!S?SHS(SPz¢(JSIOCONS for UNIX¿ŠBSbG[I[S5$S$1SJSSSH;WSSS*S9!# (J 


éSB!t;nS7SK5v2DSr5aSaSFS_Sk!"SCSFSNS, LLGr$=S&S$GS9¢ (J (*%; 


¢$B!!$*6bd' SCSF>FSSSFSbSiS&!"SCSFSNSOS"S1SP; dSbMxMQS7S?2S$$S$GS9! #3 (J 
2581 !#1#0#0#0Kg>FSSSFSb%-3c%i Sa%kIqAuS3$_S$G#3#0K|1_DxEYSG$9$7!"3 (J 
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¿SB!14JC1SK<B8=SGS$S-S=S&SJ5$SSbS7S2S9S, !"S@SaSJSsSGS9S+SMS'!&!&!&!#¿ (J 


¿$B!!¿ (J 


> ՀԱՆՐ ՏՈ SNSD$/SC$?%=%SUSHS,¢(J PlayStation ¿$B$G¿ (J 
> ¿SBF0S$SSSF!"SJS*S+SDS=$S1SrG[I[SGS$- ԱՈ aa ՐՂ (J? 
> ~SBSo$?$7$c$b$7<B8= ա ԱԱ ԱՆՑ n 


¿SB!!SdS$j)S?SSSGS9SM 


!#¿ (UPS; $BS7$+; }SC$F$J$$?MB?$$$7!JFC$KIX=w;R!K¿ (J 


¿SB!!SGSb!"!V#P#SSG$S7S+<B8=SG$-SJSS%S=%USH!WSr:nSiSJSS8BS$S3SO¿ (J 
¿SB11SSS“SSSA>hS1$S=S&SKS"SjS%S;Ss!# (Մ 


> ¿$B$4$a$s$I$5$$$# 


I#2F5YS_CfSO¿ (J ¢$BILSN>1=3$G! "JLSNSbSNSD$/SCSFS*°S7$2¢ (J (^^; 


> # ¿SB%s3%_%1SGS&SCSFS-SFS?S3S9Sk¿ (J 


£9B!!S3%_S18*S?SS$-S2?$SSI$!l#e (J 
¿$B!!2F#22sE_#12s9T$-$^$7$7?$, !"Q@23SSTS+CNSiSTSSS+$iSTS!!&!Gl&E(T(%%; 
—-MESSAGE FILE 21125 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 


00000017html.html 


——MESSAGE FILE 21126 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2/00000018htm1. html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


From: redbug@fsinet 


.or.jp (RedBug) 


Newsgroups: playstation.ny.nan_yaro.theme2 


Subject: =?ISO-2022- 


JP ?B?GyRCJSIlcyUxITwlSBsoQg==?= 


Date: Thu, 04 Sep 1997 00:15:10 +0900 
Organization: PlayStation Net Yarouze 


Lines: 32 


Message-ID: <redbug$dd1e19970904001510@news1.scei.co.jp> 


NNTP-Posting-Host: 
Mime-Version: 1.0 


202.215.109.112 


Content-Type: Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: 


RedBug ¿$B$G$9!#¿ (B 


WSNews 2.017 


¿SB%"%s%1!<%H!"ESCf7P2a$rH/I=$7$F$+$i$b!"$]$D$]$D$HJV; v$r¿ (B 


ESBSS$2S@SSSESS$*$9 


!#¿ (B 


¿SB!tS*S@EzS (S$F$SSSJSS?M!"S<S$SR2rEzSNS[S&SrShSmS7S/!#¿ (B 


¿S$B8=;-EQ$GSN=87W>u67$+$i0zMO! '¿ (B 


> Yes No 

>¿SB%SW%sm%0%i%`SGS- աա 66 11 
>¿SB#C$r;HS(Sk$+¿ (B 62 16 
>¿SB#P#SMQOSK:nSCS?;vS,S"TSkS+ (B 37 41 


¿SBSHSjS"S($S:%Z1<%S8SK%"%/%;%9$7SF!"%S$"%s%1!<%HS$SKEzS ($F$/$0$5$C$?; (B 


¿$BJ}!9$G$9$+$i!"A4 


BNSNCESKS*SSSFSO@Q6KGISH8FSsSGSbSSSSSGS7Sg$&! #3 (B 


ESB!t2?EYS+S*45SSS7S?SKSbS+S$+S0SiS$:!"!VSMsCSHSdSmS&S<!WS5!<SPSX; (B 
ESBItSNS"S/%3; S9?tSKSDSSSFSO8xI=$5S1$%°S; SsSNSG!"%SS%S.3T!<%: SUS) !<¿ (B 
ESB!tSiS* SNS+S&SSS5?S+SiN* ?dS9SkKSTS+SISSSNSGSIS, !&!&!&¿ (B 


ESBS3SN#3SDSN@_LdS$, 


ZSBSNSG$9S, | "MZA [DL$JSNIK2LS, =P$FS$$^$9! 8: (B 


:#25$N%]SS%3SSHSG! "8eSO%*S*S18_ S?SSSTSHDSNS@SCS$?2 (B 


¿SB#CSrSGS$S-Sk?MSN3d9gSKHfSY!"#P#SSG2?S+%SW%m%0%i%`Sr:nSj$"0S2S?¿ 
éSBS3SHSNS"Sk?MSN3d9g$, BgI} $K>/SISSSNSGS9! #2 (B 


ESBS 9SGSK%SZ!<S8SKS"% 


ESBS*SOSNSG!"S= SN?MS?SASr7W;; SKF~$1S$kSH!&!6!&2 (B 


/%;%9S$S7SJS/SJSCSFSSSk?MSbS+SJSjSSSkSH;WSoSl¿e (B 


ESBS3SN>u67!"SISSSIM}M3$,S"SkKSH;WSoOS1S*S9S+!) !d#A#L#LE (B 


¿SB2q0Ow?tSN3dSK@9Sj>eS,SiSJSSM)M3SOS3S3SKS"SkShS&SJ5SS,STSF¿ (B 


¿SBS$SJSiSJSSSNSG!&!& 


!I&S<S$R!"0U8+$rJ9$S-$?$$$SJ!"SH!#¿ (B 


RedBug redbug@fsinet.or.jp 


——MESSAGE FILE 2112 
00000018html.html 


6 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
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--MESSAGE FILE 21127 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000019հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiUiJXM1IMSE8 JUgbKEo=?= 

Date: 4 Sep 1997 03:36:44 GMT 

Organization: Playstation Net Yarouze 

Lines: 31 
Message-ID: <5ulaccS4vj@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


RedBug <redbug@fsinet.or.jp> wrote in article 
ee en ae 

> (¢SBN, ¿ (J) 

> ne Sk?MSN3d9gSKHESY! "#P#SSG27S+SWSmS0S1%S> Sr:nSjS"S2S?7¢ 
> ¢~SBS3SHSNS"Sk?MSN3d9g$, BgI}$K>/SISSSNSGS$9! #2 (J 


¿SBM)M3SO#2SD!"¿ (J 
¿$B#1!"=PMh$k#C$032!<%`8~$-$G$I$$¢ (J ie a rg ) 
¿SB#2!"#N#YS1SSSVsi%SjJS,M)2rSGS- 7551 68- SQ; HS (SJSS¿ (Մ 


Rech ah ou se ns S Pp Ր D%so%sDb%NSŠ, ¿(J 
¿$B9V:B$r3+$+$I$1$1$P!"$G$-$^$; $s!#¿ (U(¿SBS[!<%`%Z!<%S8SN01J)E*SJSbea (J 
¿SBSN$G$JS$/!"5$7Z$K<+J, SN5?1d$r<ALd$GS$S-SKk#N#GS$,%YS?1<$GS9!#; (J) 

# ¿SB#N#GSO553ZS$SGSJSS!)<ALdSKSOSa!<%SkS, a 

# ¿SBS"S*“S3jSK4JC1SJS3SHSOJ9S/SNSO62SmS7SSSHS+!"S,M)M3S+Sb!) 


> ¿SB$9SGSK%S$Z!<%8$K%"%/%S;%9S7$JS/SJSCSFSS$Sk?MSb$+SJSj$SSSkSH;WSoSl¿e (J 
> -SBS*SOSNSG! "S=SN2?MS?SASr7W; ; SKF~S1SKSH!&!&!&3 (J 


¿$B$3$1$G$9!#=i$a$+$iMh$1$J$$?M$dMh$J$/$J$C$??M$HO"Mm$r<h$k$3$H; (J 
éESBSO=PMhS$*$;S$s!#MhS1SISS?MSKSDSSSFSO!"#S#C#E#IS, BP1~S9SYS— a 
# ¿Á¿SB%SK%se!<%9%j!<%@!<2r@b!"%W%m%P%SS%@06@(%%*%K%e%"%kSrAwSkSHS+¿ (J 


Z!<%8@kEA9g@oSrSdSCSFSSS?S@S-—S?SSSGS9!#;¿ (J 
`%Z!<%s8SN>R2p5-;vSŠr!&!&¿ (J 


° 
5 
° 

5 


¿SŠBM-;V$NJ)$NS [ ! <$` 
¿SŠBC/S+!"LSEPO?S[ !< 


einsiedler ` einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 21127 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000019html.html 


——MESSAGE FILE 21128 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

2/00000020հետԼ. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 

Date: Thu, 04 Sep 1997 16:00:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <19970904160025yasunaga@t3.rim.or.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> 
<5ulaccS$4vj@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


¿SBS3SsSKSASO!"¿ (Beinsiedler ¿SBS5$Ss!"; (BMr.KzS$SBSGS9! #¢ (B 


ՀՀ SBM}M3SO#2$D!"3 (B 
>¿ $B#1!"=PMh$k#C$0%2!<%`8~$-$G$IJ$$; (B (¿$B?tCM7W; ; Eye (B) 
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>i $B#2!"#N#Y%ib$%V%i%j$,M}2r$G$-$J$$!&$^$@; HS ($J$$; (B 
> 
a E ee ee 
> $B9V:B$r3+$+$J$1$I1$P!"$G$-$^$;$s!#¿ (B(¿$B%[!<%`%Z!<%8$N01J}E*$J$b¿ (B 
>¿ SBSNSGSJS/!"5S72ZSK<+d, $N5?LdSr<ALd$G$— Maras S i nD 


ESBS=S&SSS&OUL#HIGSSSHS"SCSF!I":#2s!"3 (BYaroze Japan ¿SBQ1MOSN#N#GŠr¿ (B 
éESB:n$jS*°S7S?!#; dSN=qSSSFSSSk9V:BSK4XS7SFSN<ALdSO! "S"SASi¢ (B 

¿$B!J¿ (Bplaystation.ny.yj.freetalkz;$B!KSG<u$1$S*$9SNSG!"SIS7SIS7z (B 
¿SB<ALd$/S@S$S5$SSM!#¿ (B 


¿SBItS$H5OSSSSSDSDSb1"; d$bJY6/$7$J$S,$i$GS9SNS$SG!"2x$7S$$H$3Sm$b; (B 
¿SB!t$"$j$*$S9!#SISASiS+SH$SSS&SH!"01=o$KJY6/$S9Sk$SH$$$&%9%?%S%k¿ (B 
¿SBIt$rSHSjS?$SSGS91!8; ( (B 


ae 


># ¢ESBEN#GSO5$3Z$GSJ$$!) <ALGSK$O%a!<%k$, B?MQ$5$1I$F$?$J$7$F!&!&z (B 
># eSBS"S*$jSK4IC1$SIS3SHS0T9$/SNSO62$m$7$S$SH$+!"$,M}M3$+$b!) ¢ (B 


é SBSASgSCSHOc$&0C$+SbH$S7$1$%S; $s$, |"#WtetbSb#N#GSb8+SFSSSk?MSCz (B 
¿SBSF0U30SH>/SJSSSNSGSOSJSSS+SH;WSSS*S9!#S3S1SO9=@.SKSbLdB3jS, ¿(B 
a Ն eee ee (B 
6 5 5 a ¿SB#N#GS$SOSK%še!<%9%j!<%@!<$G$7$+FISŠSŠa$SJS$S¿ (B 
ESBSISI: ee ane us 8 j ace Linen ose i ool S ETER 
¿SBSGS- Bene ITL@NFSIJSNSGSISM! #S3SNS"S?S4!"3 (BYaroze Japan ¿SBSKSb;8 (B 
¢$B:#8eSN2]BISKS7S?S$$H;WSSS*S9! #2 (B 


>¢SBM-; VSNJ}SN3[! 
>¢SBC/$+!"LSEPO?% 


ՀՏ <S8@kKEAIG@OSrSdSCSFSSS$?S@AS—-S?SSSGS9! #2 (B 
[!<%3°SZ!<S8SN>R2p5-;v$Sr!&!&32 (B 


ԱՆՆ, ae [1<%`%Z!<%8SN>R2p5-;v!"SISJS?S+¿ (B 
ՀՏՏՏԱՏՇՏԲՏ/Տ1Տ՞ՏչՏտՏտՀՏ ||) ԱԱ Ա ՏԱՅ. ny.yj.freetalk;$SBSK$F; (B 
ԱԱ Ն nl 5 


program ;SB%SU%) !<%$i%° S43!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : scale 1. 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
-—-MESSAGE FILE 21128 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000020html.html 


——MESSAGE FILE 21129 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000021հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1S0-2022-JP?B?GyRCJSI1lcyUxITw1SBsoQg==?= 

Date: Thu, 04 Sep 1997 17:06:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <redbug$ff8d19970904170600@news1.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <S5ulaccS4vj@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 133.130.133.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.nan_yaro.theme2 ;SBSN; (B 
<5ulacc$4vj@newsl.scei.co.jp>zSBSK$*SSSF3z (B 

1997/09/04/ 03:36 ¢$B:"!"3 (B"einsiedler" <einsidle@cb3.so-net.or.jp>zSBS5$sS0=q$-$%* 
$7$?!#¿ (B 


>> ¿SBS9SGSK%$Z!<%8SK%"%/%S;%9S$S7SJS/SJSCSFSSSk?MSbS+SJS3JjSSSkSH;WSoSl¿; (B 
>> ¿$B$^$9ŞN$G!"$= SN2MS?SASr7W; ; SKF~S1SKSH!6!8! 6&2 (B 

> 

>2$SB$3S1SGS9!#=iSaS+SiMh$S1$JI$$?MSdMh$J$/SISC$??MSHO"MmSr<hS$k$3SH; (B 
>¿SBSO=PMhS S; Ss!#MhS1$JSS?MSKSDSSSFSO!"#S#C#E#IS,BP1-S95SYS-$GS9!#¿ (B 
># ¢gSBSK%e!<S9S5!<S@!<2r@b! "SWSmSPSSSA06E{S*SKSeS"SkSrAwSkSHS+¢ (B 


¿$SB>/$J$S/SH$SbSM%$CSHSd$mS&S<$NS$Z!<%$8SKMhS1$J$S$S?M$SO!"S$SS$JSSSOS:SGS9!#; (B 
¿SB;22CS9Sk>r7oSHS7SF!"2q0w5, LSSKL@5-S5S1SFSSS*S9!#¢ (B 


Net Yaroze newsgroups message dump.txt 


¿S 
¿S 


BS=S3S°SGH#S#CHE#FISSSSS, SUS) 


B: #8e2qO0wSrA}Sd$9S$?SaSK!"8=: 


Sm!<S9SkI,MWSOSJSSSGS7SgS&! #2 (B 


_MhS1SISS$S?MSKBPS7SFSb2?SiS+SN¢ (B 


¿SBBP1-Sr<hS$k!"SH$SSS&SNSOS"SCSFSbSS$SSSS+SJ!"SHSO;WSSS“S9S, !&!&!&¿ (B 


Net Yarouze! 


RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 


—-MESSAGE 


FILE 21129 END: 


00000021html.html 


——MESSAGE FILE 21130 START: 
L.html 
laystation.co.uk!newsl.scei.co.jp!usenet 
"K.Tamura" <kouzou@ymg.urban.or.jp> 
laystation.ny.nan_yaro.theme2 
=?iso-2022-jp?B?GyRCJSI1lcyUxITw1SBsoSg==?= 
04 Sep 1997 22:22:26 +0900 


2/00000022հետ1 
Path: chuka.pl 
From: 
Newsgroups: 
Subject: Re: 
Date: Thu, 
Organization: 
Lines: 24 

Message-ID: 
References: 
Reply-To: 


p 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


Beginner's Forum Leader 


PlayStation Net Yarouze 


1.0 
text/plain; 


Content-Transfer-Encoding: 


<5umctc$644@newsl.scei.co.jp> 
<redbug$dd1e19970904001510@news1.scei.co.jp> 
kouzou@ymg.urban.or.jp 

202.231. 


136.124 


charset=iso-2022-jp 
Tobit 


X-WWWns-ID: <340EB60A.7C76@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9! #3 (J 


RedBug wrote: 


¿SB#CSrSGS-Sk?MSN3d9gSKHfSY!"#P#SSG2?S+%SW%m%0%Si%S`Sr:nSjS"7S2S?¿ 
¿SBS3SHSNS"Sk?MSN3d9gS$,BgI)SK>/SJS$SSSNSGS9!# (Մ 
¿SB$S9SGSK%Z!1<%S8SK%"%/%;%9S7SJS/SJSCSFSSSk?MSbS+$JSjJSSSkSH;WSoSle 
¿S$SBSA$9$SNSG!"$=S$N?M$?SASr7W;;ŠSKF-S$S1Sk$H!&!&!&¿ (J 


V V NV V V V 


ESBS3SN>u67!"SISSSIM}M3$,S"SkSH;WSOS1S*S9S+!) (ԳԵԼՆ: (J 


ESB! !¢ (JIPS SBSGSN%W3mS0%i%* SCSF!"I=< (70$N%?%3$%_%SsS%0C£?45SGS5 [ ee 
ESB! !7h$*S$5$*S9SHSM! #2 ?SGSHSSSS$+SiI=< ($5$; SHS&SHS7TS?7S@S1SGSbz (J 


Page 14168 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


Աա ԱՆՆԵ ՏԱՆ ՏՈՆՆ 

25B!!%Q%3=S3%sSS@SH!"z (JDOS; $BSJ$iz (Jprintf¿$B01H/$GJ8; zSO=PSkS7!"¢ (J 

éSB!!¢ (JGUI¢z s a S SSIS&S53 ( =P$;S1SPS"SHSO4JC1SKIA2hSGS- e eens 
£$B!!%Q%=%3%SE*STHFMQS"! <$-SF%S/SASCSHSN%S. SCSECSEWSKG: SSSGSSSKSHSSSESt3 (J 

ESB! !D6S (S1S1SJSS?MS, B?2SSSsS8ScSJSSSGS7SqgS&S+!#¿ (J 
¿SB!!S"SH!"%SS8%M%9%"%W%j%1!<%7%g%sSd3X9;SG=, $S&%W%m%0%Si%_%s%0OSH¿ (Մ 
¿SB!1%S2!<%`%W%m%0%Si%S_%Ss%OSN9MS (J}SNOcCSSSHS+!E!&!&l #2 (J 

——MESSAGE FILE 21130 END: net- s oct À ee PPC ee oe T, 


00000022html .html 


—-MESSAGE FILE 21131 START: 
2/00000024htm1. html 

Path: chuka.playstation.co. 
From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IBskQiUiJXM1MSE8 JUgbKEo=?= 
Date: 4 Sep 1997 16:43:15 GMT 

Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 
Lines: 73 
Message-ID: 
References: 
p> 
NNTP-Posting-Host: 
Mime-Version: 1.0 


uk!newsl.scei.co.jp!usenet 


<5umof3$6ju@newsl.scei.co.jp> 


133.205.83.50 


<redbug$dd1e19970904001510@news1l.scei.co.jp> <5ulaccS4vj@news1. 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


scei.co.j 
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Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESB! !SISb! #2 (JJI-TANZSBSGS*S*! #3 (J 


<5ulaccS4vj@newsl.scei.co.jp> ¢SBSKSF; (J 
einsiedler <einsidle@cb3.so-net.or.jp> ¿SBS$S5$s@kSŠoS/¿ (J 


> ¿SB#CS$SrSGS-Sk?MSN3d9gSKHfSY!"#P#SSG2?S+%SW%sm%0%i%S`$r:nSjS"0S2S2?; 
> eSBS3SHSNS"$k?MSN3d9g$, BGI} $K>/SISSSNSG$9! #2 (J 


¿SBM)M3SO#2SD!"¿ (J 
¿SB#1!"=PMh$k#C$03%2!<%`8~$-$G$J$$; (J (¿$B?tCM7W; ; Ey¿ (J) 
ESBH2 I "#N#YSLSSSVSISIS,M}2r$G$—-SI$$!&$*$@; H$ (SI$$e (J 


¿SB!!SbSmS$SKS3S1SK%SO%*SCS$SFSSSk<TSGS9¿ (Մ(՞՞չ) eSB! #e (J 
2$B!!#C$G27$+%WSmS0Sis* Sr:n$k>19g! "2 (J 
(1) ¿SBS Աա ԱՅ ՏՈ ՄՐՐՈ 


(2) ¿SB%F%-%9%HI=<(¿(J(¿SBA42hLL: (J) 
ՆԱՆԱ ԱԱ աշունը 


ԵՏՔ !SCSFSJ=gHVSGIY6/S7SFSS$$/$H;WSE&SSSGS9S, !"SMSCSHSd$m$ &$<$N>19g!"$$$-SJz (J 

ՀՏ8Տ)Հ (J (3) ESBS+$i!l"$7$+$bz (U2D¿SBSrS9S$SCS$HSPS7SF¿ (U3D¿SBS+Si;OSaSJS$S1S1SPSJS3j)S 9;Ss!# 
S=SN$?¢ (J 

¿SBSASKSO!"; ( (JGs¿SBSJSsS?SiSHS+!"¿  (UVSync SBS, $I$&$N$H$+!"$d$d$3$7$$LdABj$r<!!9$H%/%j 


¿ (J 
¿SB%"S7SFSSS+SJS1S1SPS$SJSiSJSS!DI!D!#¿ (Մ 


¿SBS3SN#2SDSOSdSKk5S !&; ԱՆ Ա j DSoSbSNS, ¿(J 
ESBOV:BSr3+$+SIS1IS1SP!"SGS—-S*S;Ss!#z (J 


#¿SBSdSk5SSOS"SkS,;-4VS,SJSS¿ (J (ESBB4A0@=G$+SM$Pé (J) ¿SB!D!D!#¿ (J 


éSB!!S*S:BhO1SK! Vz (JUser's_Guidez; SB!W!"S"S1S0%; %_SWSm0J>eSN?& 6HEWSMS0S1S*8~S1SKe (J 
ESB=q$+S1S?SbSNSGS9SHSM!"S?SVSs! #2 (JPS¿ SBSNFDILG_ TWSHS+SbS=S3S=S3CNSCSFSISSSHSS$3z (J 
*SB515J55571"2 ( (IPS; SBSGOLHV4N?4S8J2 (J3D;$B4X78SN2r@b$, Fq2r2a$.SkS$H;WS$S*S9!#!Vz (JRefe 
renc 
eg SB!WSNI}Sb! "D4SYSKS/SSSCS?SiS"SJSCSTSISS!D!D! #S=SbS=Sb!"S5SstWSkS=!<393 (J 
¿SBS ,KXSTSJSSSHSSS&SNSOSIS&SSS&SoS1SJSNSGS7SgS&S+¿ (J? 


#UNIX¢ Տ8ՏՇչ (JUOpemGL¿SBSK? (SCS?$SHS-SO!"SSSHSb4JC1S$SJ%S=!<%95SG;¿ (J 
#¿SB%S]%3J%4%sS,I=<(S$GS-SkSNSG6CSSS?SbSsS@!#;¿ (Մ 


ESB! !$=$&$$$&EC$G$O! "g (JYJ SB$N!V3+H/%-%C%H9V:B!W$K$04|BT$7$F$^$9!#¿ (J 
¿SB!!¿ (J(¿$BB>NOK\4j$G%9%^%s; (J) 


a Ա. =EMWS@SH;WS&SsSGS9S, !"B>?MSN%=!<Z9SrFIS*SIS/SISC$2¢ 
(or¿$ŠBFISa$JSS;¿ (J) gSBS3SHSb010x$+SH; WS$S$*S9!#@NSO! "2 (JBASIC; SBSN%4%9% E ` sess 
¿ (J 

¿SB$, SiBGSAI~Ss$G! "S3GSPSC%0S7SFSSS/FbSK! "<+A3SH3PS ($F$$SC$?$bSN$G$95S, 1":Ք: (J 
¿SBSO%$Ss%?!<%$SM%$C%$H$+Si$$$-SJS340@.IJ$r;)$C$FS$S3$S1$k$7!"$=$b$=$b%=!<%9$r8x;¿ (J 
¿SB3+$7$FSS$SSJSS>19g$bB?$$$7!D!D!#Ss$JSoS1$G!"!V$3$1SIS&$SdSCSF$SkSN;¿ (U?2¿ SB !WSH;W (J 
¿SBSC$SFS$Sb!"$JS$S+S$JS+;nS;SJSS!?D4SYSiS1$JSSSH$SSS&SN$,KN2; $GS9SM!#¿ (J 


#¿SBSbSCSHSb!"8+SFSbJ,S+SiSJSSSHSSS&OCSbS"SkS1SI!DID¿ (U (“ ;) 


¿$B!!$^$!!"KM$N>19g!"=i$a$+$i9bÞEY$J$b$N$rK>$_2a$.$F!"7k6I2?$+$i=i$a$F$$$$¿ (J 
¿SBSNS+J,S+SiSJSS!D!DSCSFSNSbS"SkSsSGS9S1SISMI!I#LQA[@S3&SG!VS"!<SGSbSJSSS3¿ (J 
¿SB!<S$SGSbSJSS!WSCSFSdSCSFSkSNS, 965-ՏՄՏՏ56չ (Մ(՞՞չչ 
¿SB!!%S0%1%US#%C%/SO%]%j%4%s%P%jJ%SP%j$G!"2;3Z$b$DS1$F!"%W%m%0%i%`$b$7SE!D!D¿ (J 
éSBSHSISkSH! "01?7MSGSOSHSFSbDL5M} $@SH=iSa$+S$i$"$—-SiSaSFSSSkLLSbSIS—SKS7SbS"SiS$:¢ (J 
¿SBS@SCS?SJS7S“S9!#¿ (J 


#¿SBSGSb!"B46HS ԱԱ ԱՆՆԱ ԹՈՐ ՉՅ 
#2SB;DSTSES*$—S$?S$9$H; ՈՏՇՏԲՏՏՏԵՏՏՏՕՏ95, 1" Հ 
#2 SBS=$ &$3$ &8@SCSFSKAVSK2F5Y$_S$b= O inu I #e (J 
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Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 


¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 
[¿$SB$8$8$SS$SNJLAq; (J] <http://wwwl.scei.co.jp/-chz02283/> 
¿ŠB!(¿ (JMSX¢$BSONIS—?FM' !#¢ (JFAMILY_BASIC; $SBSOONBg$J28;U! #¢ (7:-) 


—-MESSAGE FILE 21131 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000024htm1. html 


--MESSAGE FILE 21132 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000025հետԼ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiUiJXM1IMSE8 JUgbKEo=?= 

Date: 5 Sep 1997 05:07:09 GMT 

Organization: Playstation Net Yarouze 

Lines: 55 

Message-ID: <5u041t$8bj@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <S5ulaccS$4vj@newsl.scei.co.j 
p> <Sumof3Séju@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


JI-TAN <ji-tan@mtc.biglobe.ne.jp> wrote 
in article <5umof3S6ju@newsl.scei.co.jp>... 
> ¢SB!!SISb!#¢ (JJI-TANZ SBSGS*S*! #2 (J 


¿SBSOS8SaS“S7SF!"¿ (J 


> (¢SBN, ¿ (J) 
> eSBS1SPSIS4S*S;Ss!#S=SNS?SaSKSO!"¢  (UGs¿SBSJSs$?$iSHS+!" (JVSyncz SBS, SIS&SNz (J 
> ¢~SBSHS+!"SdSd$3$7SSLdUBSr<! !9SHS/SjIS"STSFSSS+SIS1ISISPSISiSTISS!Dz (J 


ESBKMS, $i 3SS3V%SiSjS_S?SHS—-SOSJISSSF@ (SSSsS@!"SCSF;WSSS*S7S?! #2 (J 
éSB7k9=! "Cl=cSISNSGSOSISSS+SH;WSCSFS*S9S, 142 (J 
ESBSdASOS j@bL@ITB-SJ2r@b=q$GSOS"S$kSH;WSCSFS*S9! #2 (J 


> | g$B9V:B$r3+$+SJ$1$1$P!"$G$-$*S;Ssl#z (J 
> #¿SBSdSk5SSOSTSkS,;-4VS,SJSS¿ (Մ(չ588400-զտԻՏԱՏՔչ (J) ¿SB!D!D!#¿ (J 


2SB9V:BSK4|BTS7SFS*S9!#B40@! "4hDSSCSFS/S@S5SS! #3 (J 


> ¢£SB!!$*S:BhO1SK!Vz (JUser's_Guidez$B!W!"S"S$1S0%; $_SWsm0J>eSN?&6H¢ (J 
> ¢SBsWsmS0%i%S*8~S1SK=q$+S1$?SbSNSGS9SHSM!"S?SVSs! #2 (J 


Library Reference P353 ¢SBC<Kv<oJLSKBP1~S$9Sk<u?.%G!<%?SNFOMF; (J 
ESBSKSDSSSFSO! VSWSmS0%i%S*!<%S:%,SSS1!WSr;2>HSNS3SH! #2 (J 


ESBS, 5SSKSISCSFS*$5$°S9!#$351S50%_%9%3W%SjISGS9SM!) S=SsSIK\$S"S4S%3 (J 
ESBS; $s!#$*S=SiS$/85SKSISCS$?SW%m; EMMSN@bDL@=q$KSOS3SNK\$,S"SCSF¢ (J 
2 SBL>A0$+$i?d0B, $7SF3F4X?t $N>\$7$$; EMM=qSG$"SkSNSGS7SgS&! #3 (J 


> PSz:SBSGOLHV4N?4SJ¢ (J3D¢SB4X78SN2r@bS$,Fq2r2a$.SkSH;WSSS*S9!#¢ (J 
ESBS"S1S@S1SGSOM} 2rITG=S$GS$9ShSM! #3 (J 
> 2 SBB>?MSN%=!<39SrFIS*SIS/SISCS$?2 (J (org SBFISaSTS$$2 (J) SBS3SH!&!&!1&¿ (J 


> (2SBN, ¿ (J) 
> -SB!IVS3S1SIS&ESdASCSFSKSN; (J?2$B!WSH; WSCSFSb!"SIS+S$IS+;n$; $ISS$32 (J 
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Yaroze community. The newsgroups appears to be the only central 
point of contact now, and this access issue is as old as I can 
remember (at least since Feb.). 


So, if we could solve the access problem, then yes, I agree 100% with 
your comments. The non-public stuff really should be kept non-public. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00931 


-—-MESSAGE FILE 2229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000932 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze User Agreement 

Date: Thu, 14 May 1998 09:18:11 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <1d90a0a.zw7894348mr8N@al-88-125.al.nl1> 

References: <3552E6A8 .A02F5F86@micronetics.com> <35539409.1E884A8B@échowfam.demon.co. 
uk> <35a4b856.2200413@www.netyaroze-europe.com> <355A1FC6.32CAEE3@netmagic.net> 
NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


One of the real reasons why the external sites (including mine) 
exist is because many members of SCEA/SCEE/SCEI cannot access each 
other's sites. I've mailed quite a few people asking them to kindly 
send their programs over (thank you!). If it were possible for all 
of us to have access at one central point, that would help unite the 
Yaroze community. The newsgroups appears to be the only central 
point of contact now, and this access issue is as old as I can 
remember (at least since Feb.). 


So, if we could solve the access problem, then yes, I agree 100% with 
your comments. The non-public stuff really should be kept non-public. 


PVVVVVVVV VV VV 


SCEA member told me that we could see their pages but only after their 
webmaster added us to their database. And that takes a wile. So the 
"older" members should be able to see the SCEA-memberpages... 

I did not check this!! 


DEnnis.. 
—-MESSAGE FILE 2229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00932 


-—-MESSAGE FILE 2230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000933 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Newsgroup integration 

Date: Thu, 14 May 1998 16:46:46 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <355B11E6.70EA@writeme.com> 

NNTP-Posting-Host: gfs0-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:933 scea.yaroze.freetalk: 
639 


Is it necessary to have SCEE and SCEA newsgroups split? 


Could they both not be integrated into one with extra SCEE issues/ SCEA 
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E$B%a! <%k$G@=:n<TSKLAS$ 9g$0$; SkS3SHSb2DG=SGS7$g$&! #2 (J 
éSBSbSASmS s@bL@Sr<u$1$1$kJI]>ZS0$"S4$°S;S5sS, !&!&¿ (J 

> ¿S$SB!!%S0%1%U%S#%C%S/SO%]%jJ%4%Ss%SP%j%P%j$G!"2;3ZSb$DS$S1$SF!" (J 

> ¿SB%sW%sm%s0%i%` դրա Cee j a À 1 (J 


¿ $B; THN$N$HHf$YIO<e$J$N$7$+$G$-$:!"Ha$7$$;v$b$"$jJ$^$9$M!#¿ (J 
¿SB01?MS8$ScS"S$dSjS-$1SJSSS7!"SdSOSJCg4VSOI,MWSGS9SM!#¿ (J 


einsiedler __ einsidle@cb3.so-net.or.jp 


——MESSAGE FILE 21132 END: 
00000025html.html 


net-yaroze-usenet/00000003-SCFI/ny/nan_yaro/theme00000002/ 


——MESSAGE FILE 21133 START: 
2/00000026htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 
Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 
Date: Fri, 05 Sep 1997 21:05:19 +0900 


net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


Organization: PlayStation Net Yarouze 
Lines: 20 
Message-ID: <19970905210519bo00wy@t3.rim.or.jp> 


<redbug$dd1e19970904001510@news1.scei.co.jp> 
<5umof3$6ju@newsl.scei.co.jp> 
202.247.161.36 


References: <5ulaccS4vj@newsl.sc 
ei.co.jp> 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: WSNews 2.022 


"JI-TAN" <ji-tan@mtc.biglobe.ne. jp>¢SBS5S$sSO=q$-S*S7S$?! #3 (B 

>¿$BSj¿ (B(3) ¿SBS+Si!"S7S+Sb¿ (B2D¿ SBSr$9S$SCSHS$SPS7SF¿ (B3DESBSt+$i; OSaSJS1IS1$PSISj$*$;$s! 
#S=SNS?¿ (B 
>¿SBSaSKSO!" 
jé (B 


(BGs¿SBSJSsS?$SiSHS+!"¿ (BVSynczSBS, SIS&SNSHS+!"Sd$Sd$3S7SSLdBjS$Sr<!!9SH%/% 


¿SB!!#2#DSrS9SCHtSPS9I,MWSOSJSSSGS7SgS&!#SAScSsSH#2#DSNOYSN;EAHS_Sb¿ (B 
ESBMQOUSSSISFSkSoOS1SGS9S+Si! #; dSO#Z#DS7TS+SdASCSEFS*°S;SsS7!"#3#DSOEVI, ¿ (B 


¿SB%`%jS$S=$&SGS9¿ (8(՞՞ ESB! #z (B 

>¿$B!!$=$1$+$i!"$3$17k9= im y W$&$s$G$9$, !"B>?M$N%=!<%9$rFI$^$J$/; (8 
>¿$SBSJSCS?¿ (B(or¿$BFI$a$J$$;: (B)¿$B$3$H$b010x$+$H;W$$$^$9!#@N$O!";( 5 SBSN%j%9%HS 
r (B 

>; $B019T019T8+$J; (B 


¿S$B! !$3$NE@$OHS>0$K=EMW$G$9$h$M!#%=!<%9$rF1:-$7$F$$$kJ}$b$$$K$N$G!"¿ (B 
¿SB;dSOS=S$&SSS&SNSrS+S?2$SCSOS7S+Si%@%&%sS$7SF!">/S79:SDFISSSGSSS*S9!# (B 


ESBIt=PMhHS1SP!"SisSSVSisjISKS"SCSWSISk?MSO3'S=!<S9SbF1:-S7TSFM_S7SSSGS9! #2 (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! aza02223) Nifty COC00075@niftyserve.or.jp 

--MESSAGE FILE 21133 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000026html.html 


——MESSAGE FILE 21134 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2/00000027htm] 


Path: chuka.p 
From: kamon@m 
Newsgroups: p 
Subject: Re: 
Date: Fri, 05 
Organization: 
Lines: 22 
Message-ID: < 
References: < 
NNTP-Posting- 
Mime-Version: 


lL. html 
laystation.co.uk!newsl.scei.co.jp!usenet 
ail.web-hyogo.or.jp (Taro Kamon) 
laystation.ny.nan_yaro.theme2 
=?1SO-2022-JP?B?GyRCJUSI1lcyUxITw1SBsoQg==?= 
Sep 1997 17:34:17 +0900 

PlayStation Net Yarouze 


kamon$21c519970905173417@news1l.scei.co.jp> 
redbug$dd1e19970904001510@news1.scei.co.jp> 
Host: 210.136.1.25 

1.0 


Net Yaroze newsgroups message dump.txt Page 14172 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! $2CLGSGS9! #2 (B 


RedBug wrote: 
>¿SB#CSr$GS-Sk?MSN3d9gSKHfSY!"#P#SSG22S+%SW%m%0%i%S`Sr:nSjS"S2S? (B 
>¿$SBS3SHSNS"$k?MSN3d9g$,Bg1)$K>/S$SJSSSNS$SGS9!#; (B 
>¿SBS9SGSK%$Z!<%S8SK%$"%$/%;%98S76JS/SJSCSFSSSk?MSbS+SJS3jSSSkSH;WSoSl¿e (B 
>¢SBS*S9SNSG!"S=SN?MS?SASr7W; ; SKF~S1SKSH!&!&!&¢ (B 

> 
>¢SBS3SN>u67!"STSSSIM}M3$,S"SkSH;WSoS1S*S9S+!) !dA#A#L#L¿ (B 


¿$BKM$O!$#N#YSK$O<R2q?M$NJ}$,B?$$Š$ŠN$G!$$8$C$/$J$H¿ (BPS SBSNSW%m%0%i1%_%S%0SKz (B 
¿SB<h$jJAH$`;~4V$,$I$Ş$?M$, B?SSSNSGSOSISSS+$H;WSSS*S9! #2 (BPS¿SBsW%m%0%i%_%s%0¿ (B 
¿ $B$G$O:G=i$NSO!<%Išk$r1[$(ŞkKk$N$K;~4V$,$+$+$J$^$9$+$ŞiŞ$ŞM$'"!#f¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21134 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000027html.html 


——MESSAGE FILE 21135 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000028htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1lcyUxITwlSBsoSg==?= 

Date: Sat, 06 Sep 1997 19:25:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5urb9g$btb@newsl.scei.co. jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <5ulaccS4vj@newsl.sc 
ei.co.jp> <5umof3$6ju@newsl.scei.co.jp> <19970905210519bo0wy@t3.rim.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34112F8F.6604@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4jS*S9! #3 (J 


Hideki Naito(bo0wy) wrote: 


> ¿SB!!#2#DSrS9SCHtSPS9I,MWSOSJSSSGS7SgS&!#SAScCSSSH#2#DSNO0YSN;EAHS_Sb¿ (J 
> ~SBMQOUSSSISFSKSOS1$G$9$+S$i! #; dSO#Z#DSTS+SASCSFS*S;SsS7!"#3#DSOEVI, ¿(J 
> ¿SB%`%j$=S&SGS9¿ (Մ (**; ESB! #2 (J 


2581: 1Բ146565918. (J 
éSB!!Swsms0%Sis* SOSbSASmSs!"%S2!<%* SKI,MWSIJ%G!<%?:n@.Sb#3#DSNI}S, ¿(J 
2$B! !<j4V$+$+9$jS=$&$G$9$730!<%I%k$b9b$$$G$7$9$&$7!#¿ (J 


ESB! !#2#D#3#DSrLdS$oS$: !"SwWsms0%is S@S1SGSIS/%G!<%?:n@.S$be (J 
¿SB!!SM%$C%S/SKSJSCSFS=S&SGS9SM!#SIS&SSS&%SG!<%?9=BSSr:nSCSF!"¿ (J 

ESB! !SIS&SSSESG!<S?Sr:\S$; !"SIS&4IM}$9SkS+SDIMS (SUSSSHSSS1S*°S;SsS7! #2 (J 

—-MESSAGE FILE 21135 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000028հետ1. html 


--MESSAGE FILE 21136 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000029հետ1Լ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 


Net Yaroze newsgroups message dump.txt Page 14173 


Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITwlSBsoQg==?= 

Date: Sun, 07 Sep 1997 09:21:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19970907092105bo0wy@t3.rim.or.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <5ulaccS$4vj@newsl.sc 
ei.co.jp> <5umof3$6ju@newsl.scei.co.jp> <19970905210519bo00wy@t3.rim.or.jp> 
<5urb9gS$btb@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


"K.Tamura" <kouzou@ymg.urban.or.jp>¢SBS5S$sSO=q$-S*S7S$?! #3 (B 
> $B!!SW%m%0%i%` SOSbSASm$s!"%S2!<%° SKI,MWSJSG!<%?:n@.Sb#3#DSNI}S$,¢ (B 
>2SB!!<j4V$+$+S$4S=S$&SG6$9$7%0! <SISkSb9DSSSGST7TSgGSEST! #2 (B 


ESB! !SISSSH8@S&S+!"!VEWSLSISFSES+Si#3#DSASSSIS—-Sc!WSH8@SE&!"2 (B 
2 SBIQST6<Gw4QG0S$8S_S$2I*S, S"S5S*S9SHSMz (B(**; gSBIFL*O@!"S$SS:S12 (B 
ESBSASCSFS_S?SSSH;WSSS*S9S, !"S=S15S, 0YSK7k612?S$Sb%sd%sisSJ%SSSH8@S&¿ (B 
ESBSNShS3jSO!"S:SCSHS:SCSHNISS; vS@SH;WS&SNSGS9! #2 (B 


>2SB!!#2#D#34#DSrLdSoS: !"SwWsmS0%is> $@S1SGSI$/SG!<%?:n@. $bz (B 
>¿ $B! !3M3C%/SKSISCSFS=S&SGS9SM! #$1S&$SS&%G!<%?9=BSSr:nSCSF!"3 (B 


ESB! !SGS9SM!A!#:#:nSCSFSKSNSOS"SsS*5SSKS7SJIS/SFSbS$hS$SS$s;¢ (B 


ESBSGSOSIST!"<!5"S?S45+SiSO7k9=LLE] $=S&! ISTISSSH8@SCSFSb; (B 
¿SB%*%SC%SW%G!<%?!#%D!<%k<+:nS7SJS-Sc%s@%saS+SJ!'A!&!&!&!K!#¿ (B 
¿SB!!FbF#!!10<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 


—-MESSAGE FILE 21136 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000029հետԼ. html 


--MESSAGE FILE 21137 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000030htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "“JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiUiJXM1IMSE8 JUgbKEo=?= 

Date: 7 Sep 1997 14:51:33 GMT 

Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 

Lines: 28 

Message-ID: <5uuf1l1Sfcv@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <5ulaccS$4vj@newsl.sc 
ei.co.jp> <5umof3$6ju@newsl.scei.co.jp> <19970905210519bo00wy@t3.rim.or.jp> 
<5urb9gSbtb@newsl.scei.co.jp> <19970907092105bo0wy@t3.rim.or.jp> 

NNTP-Posting-Host: 133.205.83.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


<19970907092105bo0wy@t3.rim.or.jp> ¿$B$K$F¿ (J 
Hideki Naito (bo0wy) <bo0wy@t3.rim.or.jp> ¿$B$5$s@k$o$/¿ (J 


ESB! !STSSSH8ASES+!"!VEWS1LS9SFSAS+Si#3#DSASSSIS—Sc!WSH8ASE!"2 (J 

é SBJQSJ6<Gw4QG0$8S_$?T*$, S"S4S°S9SHSMg (J (**7 SB! #L^OQ!"$$$:$1z (Մ 
é SBSASCSFS$_$?$$$H;WSSS$*S9S, !"$=$1$, 0OYSK7k612?$b%$d%i%SJ%SŠH8@S&¿ (Մ 
¿SBSNShSjJSO!"S:SCSHS:SCSHNISS;vS@SH;WS&SNSGS9!#¿ (Մ 


2$B! !Hs>oSK?HSKSDS*S$5$1Sk$* 8@MUSGS"S5S*S9!D!IDz (7(՞՞չ) 


2$B! !$=SbS=SbKMSNSP%3d%$ ! "Bg: n<g5ASKAVSCSASCS$&798~$, $"$k$s$@0$J!#$G!"F, $NCf¿ (J 
ESBSG!VS"S1Sb$3S1Sb!WSCSF>!<jSKI=A[S$, KDSiSsSGSSSCSF!"5SSESSS?SHS-SKSO! "3 (J 
2SB!VS"!"S3$1L5M}$C$] S$Sd!WSCSFSI46S8SG!D!ID! #2 (J 


Net Yaroze newsgroups message dump.txt Page 14174 
#¢SBS=S1$K!"9=A[SDSCSFSb!"3¢ (Jidea¿S$BSGSOSJS/¿ (Ustory¿S$BSr@hS$SK9MS (SFS7S$*°S&S$7!D!ID! #2 (J 
¿SB!!S351S8ScS"S+SsSšJSH;WSCSFSOSSSkSGS9S1SISM!#¿ (J 


#¿SBSHSjS"S$S ($S:4JC1SJUSNS+Si;OSaS$Sh$&$+!D!D$J¿(J(%%;)¿SB!#¿ (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 21137 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000030html.html 


——MESSAGE FILE 21138 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000031հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1lcyUxITw1lSBsoQg==?= 

Date: Mon, 08 Sep 1997 12:12:50 +0900 

Organization: PlayStation Net Yarouze 


Lines: 32 
Message-ID: <kamon$21c519970908121250@news1.scei.co.jp> 
References: <redbug$dd1e19970904001510@news1.scei.co. յք» <5ulaccS4vj@newsl.sc 


ei.co.jp> <Sumof3$6ju@newsl.scei.co.jp> <19970905210519bo0wy@t3.rim.or.jp> <S5urb9g 
Sbtb@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! S$2CLGSGS9O! #2 (B 


"K.Tamura" <kouzou@ymg.urban.or.jp> wrote: 

>¢$B!!z (BGSX-RzSBSGS"SjS*S9! #2 (B 

> 

>Hideki Naito (bo0wy) wrote: 

> 

>> ¢SB!!#2#DSrS9SCHtLSPS9IT,MWSOSISSSGS7SgGS&! #SAScSSSH#2#DSNOYSN; EAHS_Sb¢ ( 
>> gSBMQOUS5S1SFSkS$0$1$G$9$+Si!#; dSO#2#DS7S+SdSCSFS*S; S$sS7!"#3#DSOEVI, ¢ ( 
>> ¿S$B%`%sj$=S$S&SGS9¿ (8(՞՞: ESB! #2 (B 

> 

>2SB!!F146SGS9!#¢ (B 

>2SB!!Swsms0%i%* SOSbSASmSs!"%S2!<%* SKI,MWSJI%SG!<%?:n@.Sb#3#DSNI}S,¢ (B 
>2SB!!<j4V$+$+$5S=S$&SG$9$7%0! <SISkSb9DSSSGSTSgGSEST! #2 (B 


ww 


ESBKMSDF146$G$S9!##2#DSrS7SCS+S jIGDO.S7SFS*S+SISSSH#3#DSOFGS7SSSH;WSSS%¢ (B 
ESBS9! ##3#DSO#Z#DSHS JSSSiSKSG! <3?29=BSS$, J#; (SGS9ST!S$S*SVS8S'S/SHSrI=< ($92 (B 
ESBSkKS*SGSKF'S*SISSSHSSS1SISS$<j=g$, SSSiSKA}$ ($*$9$+Si!l#z (B 


ESBS?S@!S:G6a#t3#DSdSjSOS8SaSF;WSCS$?S3SHSO! VOUZ0SH4IUC1S@ST!WSCSFS3SHSG; (B 
&SBS9!#SASCSFS_SkS*SGSO? 4M} E*%30!<S1ISkS, 9ԵԾՏԻՏԸՇՏ2ՏՏՏՇՏ9Տ, |1Տ555ՏՏՏԱՏԵ: (8(2585952. (B 
¿SB!<%9%7%c%*H%SkS$N$dS$SD¿ (B) ¿$B$+$i4pK\E*$J=hM}$rH4$-=P$7$F<j$r2C$($F$$$/$0$1$G!$¿ (B 
BSo$jSH9%S-SIShS &SKI=< (SGS-SkSHSESKSITSIS*S7S?! #2 (B 
2 $BS*S?! S#L#W# 3#DSN#R#S#D=PNO; (BPlug-In¿$B$r;H$($P%F%/%9%A%c$b4JC1$KE=$1$^; (B 
BS7S?! #2 (B 

ESBKMSbS*S@AS*S@TY6/CESTSS$GS9$S, !S#Z2#DSTOLDLS IM} 2r$7S?Si#3#DSOS5S [STE (B 
¿SBFqS7SSSbSNSGSOSJSSSH8Q@S (SkKSH; WSSS*S9! #2 (B 

http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or. jp 
Taro Kamon 


—-MESSAGE FILE 21138 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000031հետ1. html 


——MESSAGE FILE 21139 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000032հետԼ. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 


Net Yaroze newsgroups message dump.txt Page 14175 


Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiUiJXM1IMSE8 JUgbKEo=?= 
Date: 9 Sep 1997 14:12:28 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 31 

Message-ID: <5v3lgc$lkv@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <kamon$21c519970905173417@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.136 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb! "3 (JTPM.COgSBSG$9S%! #2 (J 


éSBS$$m$$$m$HSDO@SSS1SFS$$k$h$E$G$9$, !"KM$, 8+$?8BSj$GSO¿ (J 


3D ¢$B4X78!"SW%m%0%i%_%s%04X78S0S5S7SFFQ$7$/SISSSGS9! #2 (J 
¿$B%]%j%4%s$O!"O; 30Bg2&$G867ASr: NECEF (JDXF¢SB=PNOSGI]B8$7!"2 (J 
ՀՏԹՏՀ-ՏԼՏԸՏ15ՏՏԱՏԵՏ (!<$VSGFIS_9~S_!"2C9) $9Sk; (Jz! 


Seek ora (JRSD¿ $B= =PNO! Jz (JCUSTOM: ŠBŠh$ j !K$GJ] B8SOSk! #2 (J 


2 SBS"SCSWS5S1SFSSSkKOLHVC1=c$I%5%SSWSkS=SUSH! JS?SHS ( Shee ՅԱՆ 

i SBS*SoS9S@S1SHS+!KSN!"3 (7».ԲՏ0 ; SBSHSISCSFSKItJ, $r (J ¿$B$5$C$-J]B8$7$?; (J 
¿SB%šU%S1%S%kL>SKJOS(Sk!J¿(J*.C :5850515657Տ/չ (Մ MAKEFILE ¿$B$d¿ (J AUTO zS$BSNz (J 
*SBCE?H5bJOS ( Sk!K¿ (J 


¿SB8eSO¿ (J$ $B$= ee c$SJ%J%9%HSr2r@OS7$S?Sj!"IUS1B-S7S?S3jS7SF¿ (J 
¿SBSSS1SPSSSSSNSGS9!#¿ (J 


2 SBI=< ($^SG$N$5$^$6$^$J; BAHS SO! "01ՔՄ:ՈՏՇՏԲՏ7Տ՞Տ(ՏՔԼՄՏԵՏ7Տ/ՏՕչ (J 

2$B;HS$$*$0$;$Pz (J) ¿$B$"$H$O!"Cl=c$K; (J ¿SBONFO$N$5$;$+$?¿ (ՄՀՏՀՀՏԹՏԱՏԻՀ (J ¿SB%-%c%i 
ՏԱՀ (J 

¿SB7ASN:n@.SN$_SKS$SJ$jS S9!#; (J 


¿SB$S"S-SiSaS:!"S,SSSPSCSFS/S@S5SS!#¿ (J 


¿SB$J$S*!"KM$, BgJQ=u$+SCSF: #$b867ASHS7SF; HSo0$; SFSbSiSCSFSSSKSNS,¢ (J 
ESBS [!<%S° SZ2!<S8!VSMSCSHSdSmS&$<3SB1HG! WSNCESN=, :nsW%$m%s0%i%` A 
¿"¿¿SBD>J)BN$r2sS$9¿ (Je#e (¿SB%S$US!SSSkL>!'¿ (Jrotbox.lzhė$B!K$G$9!#¿ (J 


—-MESSAGE FILE 21139 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000032htm1. html 


——MESSAGE FILE 21140 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000033htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiUiJXM1IMSE8 JUgbKEo=?= 

Date: 9 Sep 1997 16:29:26 GMT 

Organization: Playstation Net Yarouze 

Lines: 18 

Message-ID: <5v3th6Slvt@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <kamon$21c519970905173417@n 
ewsl.scei.co.jp> <5v3lgcSlkv@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.214 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9$1$I!"¿ (J 


TPM.CO wrote 
> ¢SBSJI$S*!"KMS, BgJQ=uS+SCSF: #$b867ASHS7SF;HSOS; SFSbSiSCSFSSSk¢ (J 
> ~SBSNS,%S[!<%3° SZ2!<%8!VSMSCSHSdSmS &$<3SB1HG! WSNCESN=, :nSWSm%02 (J 


Net Yaroze newsgroups message dump.txt Page 14176 


> ¿S$SB%Si%`SNS&SASN¿ (U ¿ "¿¿SBD>J)BNSr2sS9¿ (Jz #2 (¿SBSUS!%SSSkL>!'¿ (Jrotbox.1zhgSB!KSGS9!# 


¿ (J 
¿SBKMSO¿ (J scei ¿SBSN¿ (J sshuttle.lzh ¿$B$J$s$+$,2~B$BP>]$K$IJ$J$^$7$?!#¿ (J 


¿SBS"Ss$S*A$jD9SS$HL5G=SJKMSKSOM)2rITG=$K$ŠJSkSNSG!"%"%C%W$5$1$F¿ (J 
2 SBSk:nIJ$N5 .=ESJ%=!<%9SOD/SaS$kDxEYS$G$9! #3 (J 


ESBS_SIS5Ss!"S=!<S9TIT=8SNSU%S) SSSHSHS+SISSSGS9S+!) 2 (J 


¿SBKMSO¿ (J FixedSys Regular ¿SŠBSG¿ (J ¿$B%?%V$O¿ (J space 4; SBSD%5%S%:SN; (JTABz; SBSGS9 


!#¿ (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 


—-MESSAGE FILE 21140 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 


00000033html.html 


——MESSAGE FILE 21141 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2/00000034htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: How about ny.co.jp 

Date: 9 Sep 1997 20:17:10 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 81 

Message-ID: <5v4as6Smem@newsl.scei.co.jp> 

References: <5ue9usS$pr6@newsl.scei.co.jp> 
<5uej58Sq6q@newsl.scei.co.jp> 
<5ugun2Ssrn@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SG6$ 93 (B 


<5ugun2Ssrn@news1.scei.co. jp>¢SBSN5-; vSKS$*SSSF3; (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS—-S*S7S?! #2 (B 


>¢SB!!¢(BGSX-Rz¢SBSGS"SjS*S9! #2 (B 
> 
>Go Watanabe wrote: 
>> 
>> ¿S$BS4S&SGS9!#;¿ (B 
>> ¿SB$"$i$i$i!"L5NA4|4VSN$S$ASc$C$S?$C$9SMŠS'¿ (8(՞՞::չ: 
> 


ESB! !S*SbS$SCS$-$j?-SS$*$7$2SMz (B 
oo Sai T| OTSA Սակավ pn ԱԱ ԱՆ ՆՆ 
>2$B!!#2K|2M9TS/SNSH! "#N#YS,=*SOSkSNSHSISCSAS, @h$+$J!) a (8(՞՞:::::::::: 


ՀՏՑՏՍՏ` Հ (8(՞՞չչչ NY ¿SB=*SkSHS-SCSF!1")SSSoSfSk7@Ls;v9` SOSTS&SJSkSsS$SGS7SgS&SMS'¿ (B 


>¢$B!!%2!<%° $O; EH; vSKS9SKSHS-SCSH?ISSSGS9¢ (B(¢SB>P¢ (B) ¿SB!#¿ (B 
>¢$B!!9,$;ST?MSbSSSkSHSO;WS&SsSGS9S, !#¿ (B 
> 
>¿$B!!<qL#$SHS7SF:nSC$?:nIJS$rQ@$SK=P$9%7%9%F%`$O!"3N$+Š$KS [ ee 3 ՅՆ 
ՀԱ ԱՆՆ ՏԱՎԱՐ ԹԱՑ ԱԱ 5 
>2$B!!SGS9S, STSESGS7SgS&SM! #2 (B 


ESBSOSS!#S*S"!"8=>uSGSb! "SSSAS*SE!I"; ( S CRS 5 ai 25 
ESBS?S@!"STS&ST7SFSbS3SCSASN; WSSSIS*S4SNG[I eee (B 
éESBSSSDSKSISkS+$0S+SiSTSS!#S1S3$+SNIUO?SKSDSSSASCSCS$?Si! "3 ( 

2¢SBEYL\SOSITSSS$+SbS7S1S ISS! #¢ (B 


tee ee S1SISJSN?e=" SKC#HSTSFSISS!"SHz (BSCEI2$B$,H=CG$7$?:nIJSO!"¢ (B 


>é$B!!O1LHLSKG[I[$9$k$D$b$ j$, SIS$S$s$8$cSI$$SsG$TSg$ESt!l#e (B 
(՞՞չ:: ESBS=S3SrSISsSH$+$!SGS9! #2 (B 
>¢$B!!S=S1SH#N#YSN7ABV<+BNSrS$fSkS, aren nes: SUSHI "2 (B 


>2$B!!S?SHS$($Pz (BSIOCONS for UNIX;$BSbG[I [S5515J555B; WSSS*S9! #3 (B 
> 


Net Yaroze newsgroups message dump.txt Page 


AN 


>¢SB!lt;n$7$K5v2D$r5aS$a$SF$_$k!"SCSFSNS, LLGr$=$&$G$9; (B ; 
ESBSSSd$!!"S5$9S, SKSV2DSGSISSSGSTSgGS&! իչ ( B3 

ESBS*S"!"STSCSASKS7TSFSbD8=%P! <% ees aan One (BCD; SBOMB8$G$9$+SiSM! #¢ (B 
¿ $B; HS (SISSSNSOSDS+S$ ($I$$$G$9! #¿ (B 


>¿$Š 
>¿$Š 
>¿ Š 
>¿SB! 1: 


B!!$*6bd' SCSF>FSSSFSbSiS&! "SCSFSNSOS"S1SP; dSbMxMQ$7$?S$$G6S$9! #2 (B 
B!!#1#0#0#0Kg>FSSSFSb%-%c%isa%kJqAuS3$_$G#3#0K|1_DxEY$G$9$7!"3 (B 
B!!Ls¿(B650MB¿SBSrSRSHSj; (810Խ8:585857ՏԲՏԵչ (B60¿ E A 
(BSCEI¿$B$, >FS/SJS1SDSCSHOBS/SJSJS= S&SJ5SSbS95kS7; 5 (՞՞չ 


> 
>¿SB!1!4JC1SK<B8=SGS-S=S&SJ5SSbS7S2S9S, !"S@SaSTISsSGSISt+SM$'!ol&lal#e (B 


ESBS=S&!#< 
:Տ8:Ա::ՏԵՏ 


B8=š$OS-SCS$H4JC1S$S@SmS&SH;WSSS*S9!#¿ (BCD ESBSHS$$ (SP 
HS1SkKSHS*SbSESSSGS9S1STz (B 


(B SONY ¿SBSGS9S7! 


>> ee ՔԵՆ SNSDS/SCS$?%=%U%HS,¢(B PlayStation ¿$B$G¿ (B 
>> ¢SBFOSSSF!"S$I$*S+SDS=$1SrG[I[$G$- ԱԱ a ԱԿԱ ՈԱ ee ee (B? 


>> ~eSBSo$?$7$c$b$7<B8= 279281 SHSPSbSes1 97259689142 (B 
> 
>2SB!!Sd$jS?SSSGS9SM! #2 (BPSzSBS$7$+; } SCSFSIS$?MB?$$$7! JFCSKIX=w; R! Kz (B 


> 
>¢ESB!!SGSb!"!V#P#SSGS7$+<B8=SGS-SISS%=SUSH!WSr:nSiSJISS$8B$jSO0z (B 
>¿SB!!SSS“SSSA>hSlS=S&SKS"SjJS%“S;Ss!# (B 


¿SB$&!<$s!"$=$1$O;¿ (B ; 
¿SŠB:#S@S$SH!"¿ (BPS en SkS3SH!"¿ (BWin95 ¿SBSGSbS-SPS1SPSGS-$=S&SGS9SM!#¿ (B 
ESB$2!<%°5!S, ET eNE ORC E S ssc 0, O Ene) A E 
¿SBSSSSSJS!¿ (B 


(s 


AA 


>> ¿SBS4SaSsSJS5SSS#!#2F5YS_CfSO;¿ (B 
>> # ¿SB%s3%_%$1SGS&$CSF$S-SFS?$3S9Sko 
> 

>¢$B!!%33%_%1$°S?SSS-S?SSSIS!! #2 (B 
>¢SB!!2F#22sE_#12s9TS-S*S75$25S, !"@23$S7$+CNS$iSJSS$S+SiSJSŠ!!&!&!&¿ (B (“ 


(B( 


¢SBILSN>1= SG! "JLSNSbDSNSDS/SCSFS*S7$?2 
(B 


2SBS3%_%S1SSSSSGS9ShH!<S?SNS7SSSGS9Sh!<z (B 
¿SBM-L@SRSmSSSGS9Sh!<;¿ (B ~SBO\FOS, BgJQOS@S1ST¢ (B ( 


AA 


ESBSGSO! #2 (B 

¿SBEOn4¿ B ¿$B9dz (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac. 
XMascot¿ ԱԱ %c%s%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ 

——MESSAGE FILE 21141 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000 
00000034htm1. html 


14177 


#2 (B 


jp 
0002/ 


00000 


——MESSAGE FILE 21142 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00 
2/00000035htm1.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.nan_yaro.theme2 
Subject: Re: How about ny.co.jp 
Date: Wed, 10 Sep 1997 20:14:26 +0900 
Organization: PlayStation Net Yarouze 
Lines: 57 
Message-ID: <5v5vl19Socd@newsl.scei.co.jp> 
References: <5ue9usS$pr6@newsl.scei.co.jp> 
<5uej58Sq6q@newsl.scei.co.jp> 
<5ugun2Ssrn@newsl.scei.co.jp> <5v4as6Smem@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.114 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <34168107.7ED@ymg.urban.or.jp 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; 


ESB! 1% (JGSX-RZSBSGS"SjS*Sol#e (J 


Go Watanabe wrote: 
> :Տ8ՏՍՏ` չ (J ( NY ¿$B=*$k$H$-$C$F!"$$ 


Neso 
777 


1: 


- 
PPC) 


r 


SoSfSk7@Ls;v9` SOSIS&SJSk$SsSGS7SgS&SMS'¿ (J 
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é$B!!<iHKSAL3$OS=SNS$*$s$*$@SC$2SH;WSS$*$9S, !#¿ (J 
2$B!!; }SCSFSFSbSSS$$1SI!":n$CSFSbSI!<$7$g!<SbSJIS$!"S_S?SSST! #2 (J 
ESB! !="?2&MOQ%5%ssW2k$O:n$1$k$G$7$g$&S1$T¢e (Մ(՞՞չ 


> ¿SB$?S@!"SIS&S7SFSbS3SCSASN;WSSSIS*SjSNG[I ԱԱ Տ 
> ESBSSSDSKSISk$+$o$tSiSd$$!#SIS3S+SNIUO?SKSDSSSASCSCS$?Si! ME ( 
> 2¿SBEYLNSOSJSSS+SbS7S1SJSS!#¿ (J 


¿SB!!;WSSDLS3jSKGI[I . (UPS¿SBSG:nSjS?SS!"SJSi%SQ%=%3%SsSKAvSkS7S+;¿ (J 
¿SB!!SJSSSGS7SgS&SM!#¿ (J 
¿SB!1%3%s%7%e!<%“SON.S1Sr%3%s%H%m!<%kSGS-SFS3S=@.S3jN)SD>&GdS@SH;WSSS*S9S7!#¿ (Մ 


> (՞՞չչ: ¿SBS=S$S3SrŠJSSsSHS+S!SGS9!#¿ (J 
¿$B!!@D;3$^$G9T$C$FMj$S$G$_$k$H$+; (7(՞՞չ 

> ¿SBSSSd$1!1"S5S95,SK5v2DSGSJSSSGS7SgS& | փ: ( Մ(՞՞չ 

> ¢SBS*S"!"STSCSASKS7SFSb8=%P! <% ae S$@S$H3+H/MQ9uz¢ (JCD; SBOMB8SG$9S+SiSM! #2 (J 
> ¿SB;HS(SJSSSNSOSDS+S (SJSSSGS9!#¿ (J 


¿$B!!¿ (JMaczS$BHG:nS$CSF!"G[I[5v2D4j$S=PS7S$FS_Sh$&$+$J!<SISs$F;WSCSFS%*S9¢ (Մ(՞՞չ 
¿$B!!¿ (BASIC; $BSb:n$jS$S+$1SGFj$2SF$"SkS7!&!&!&!#¿ (J 


> ¿SB$S=S&!#<B8=$OS-SCSH4JC1SQ@SmS&SH;WSSSAS9!#¿ (JCD չՏՅՏԱՏՏՏ (SP (g SONY ¿SBSGS9S7!#¿ ( 
J 

> ¿ŠB:N;;SbSHS1$kSHS*Sb$&$sSGS9S1$T1¿(J....... 
¿SB!!40A4SK<+M3!"SCSFSNSOL5M)]S$SGS7SgS&S1SI!"S?SHS(SP%SSsSYS a ԱՒՅՈՀ 

2$B! !M$=(:nS$Oz (JCDZ$B2=$7$*S9!"SCSFSNSJSi2DG=SGS7SgS&SM! #¢ (J 


> eSB: #S@SH!"3 (JPS ¿$B$G$G$-$k$3$H!"¿ (JWin95 ¿$B$G$b$- a S=S&SGS9SM! #2 (J 
> ¿$B%$2!<%`515, ‘ci snésnesxavens SensRseessegesi 5996856661 [BN@) $, <B8=$9SkSH¢ (J 
> ISBSSS5SJS1¿ 


ESB! !3Q%=%3%s$N>19g! "F~NOAUCVSNI8=" $, SISSSCSFSNS, DKSSSH;WSSS*S9! #2 (J 
¿$B!!¿ (ՄԱՏ: s > WSCS?ShS43%3*°%7SGS7$?S, 2HDMMQO%2!<%* 5! SNSKHFSYSkKSH¢ (J 
reeves SkS7!#2 (J 


2SB! ! 7MSKShSCSF4D6-SPSiSPSiSTSNSHLABIS"$5S*S9ST! #2 (J 
2$B!!#9#8A4@94 | SOS*SAShHS+SCS$?S$+Sb! #2 (J 


> 2£$B%3%_%1SSS$SSG6S$9Sh!<S?SNS7SSSGS9Sh!<z (J 
> ¿SBM-L@SRSmSSSGS9Sh!<¿ (J ¿SBONF0$,BgJQSQ@S1SI¿(J(“ ; 


¿S$SB!1%3%_%19TS$SCS$SF!"ONF0$7$?$S3S$SH$SJSSSsS$GS9¿ (JU (258»Քչ (J) 
¿SB!!2a5n#32s!"$:!<!<!<!<!<$CS$SH:BS3jS$SCS$SOSJS7!&!&!&!&!&!# (J 

—-MESSAGE FILE 21142 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000035html.html 


——MESSAGE FILE 21143 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000036հետ1Լ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1lcyUxITwlSBsoSg==?= 

Date: Wed, 10 Sep 1997 20:16:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5v5vogSocd@newsl.scei.co.jp> 

References: <redbug$dd1le19970904001510@news1l.scei.co.jp> <kamon$21c519970905173417@n 
ewsl.scei.co.jp> <5v3lgcSlkv@newsl.scei.co.jp> <5v3th6S$lvt@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <3416816E.837@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 


einsiedler wrote: 

> ¿SBS_SJS5Ss!"%=!<%9JT=8SN%SU%)%SSHSHS+SJSSSGS9S+!)¿ (J 

> ¢SBKMSO; (J FixedSys Regular ¿SBSG¿ (J ¿S$B%?%VSO¿ (J space 4¿SBSD%s5%SS%:SN¿ (UTAB¿SBSG 
ՏԻ. (J 


¿$B!!¿ (JSuperDrivers322$BSrFMSC9~SsS$G!"¢ (J1024*768¿SBSG¿ (DOS; $B$r; HSCSFS*S9!#¢ (J 
¿SB!1!1%SU%S)%SsSHSO!"¿; (JEPSON: SBSN#9#88_495!SN%U%) SSEHSKSTSFSSS“*S9¢ (Մ(՞՞չ 

2$B!!% (SGS#%S?SOSbSASmSs¢ (JVz Editor:$B! #2 (J 

—-MESSAGE FILE 21143 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000036html.html 


——MESSAGE FILE 21144 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000037htm1.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1lcyUxITw1lSBsoSg==?= 

Date: Wed, 10 Sep 1997 20:18:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <5v5vsjSocd@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co. jp> <5ulaccS$4vj@newsl.sc 
ei.co.jp> <5umof3$6ju@newsl.scei.co.jp> <19970905210519bo00wy@t3.rim.or.jp> 
<5urb9gSbtb@newsl.scei.co.jp> <19970907092105bo0wy@t3.rim.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <341681F1.FA1@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (UGSX-R¿SBSGS"$j$%S9!#;¿ (J 
Hideki Naito (bo0wy) wrote: 
> ¿$B%*%$C%$SW%$G!<%?!#%D!<%šk<+:n$7SJS-Scs@%šsaS+SJ'A!&!&!&!K!#; (J 


¿SB!!¿ (U98¿SBMOSGS7S?SiS"SjS%S9S1SI¿ (Մ(՞՞չ 


¿SB!1!S3SN<jSN%*D!<%kSCSFS"S*SjJSJSSS_S?SSSGS9SM!#¿ (J 

¿S$B!13S30%Sb%sN$JSiS"SkS$S+SJS"!#¿ (J 

—-MESSAGE FILE 21144 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000037html.html 


——MESSAGE FILE 21145 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000038htm1.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1lcyUxITwlSBsoSg==?= 

Date: Wed, 10 Sep 1997 20:21:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5v603aSocd@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <5ulaccS4vj@newsl.sc 
ei.co.jp> <5umof3$6ju@newsl.scei.co.jp> <19970905210519bo0wy@t3.rim.or.jp> <S5urb9g 
Sbtb@newsl.scei.co.jp> <kamon$21c519970908121250@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <341682C8.819@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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¿$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 
Taro Kamon wrote: 
> ¢SBKMSbF146SGS9!##2#DSrS7SCS+SjGDO.S7SFS*S+SISSSH#3#DSOFQS7SSSH;WSSS%*3 (J 


> ESBSO!##3#DSO#Z#DSHS JSSSiSKSG! <%?9=BSS, J#; (SGS9ST!$S*SVS8S'S/SHSrI=< ($9¢ (J 
> ESBSKS*SGSKF'S*SISSSH$$$1$d$$<j=g$, SSSiSkA}$ (S“S9S+Si!# (J 


¿SB!!I=<(S$SOSGS-S?SHS7SFSb!"S$S=$1S+Si@hS$bS$"SjS*S9S7SM!#¿ (J 


¿SB!!;WSCS?$h$&SKFOS+S9SKS$O!)Ev$?$SjH=DjS$SO!)$JS$SISJSI!"#2#DSGSdSCS$FS*S1$P¿ (J 
¿SB!!1-4-MQ$,8z$/SbSNSOS+SJS3jS"SjJS%S9S7!#¿ (J 


¿SB!!;+-4V$S,S"S1SP#3#DSdS3jS?SSSJS!!# (J 
¿SB!!SGSb!"%]%3j%4%sSKS"SiS:SSSP%$2!<%`SKS"SiS:!"S_S?SSSJIwD,S, SHSFSb7y¢ (J (¿SB>P¿ (J) 
--MESSAGE FILE 21145 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000038html.html 


——MESSAGE FILE 21146 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 


2/00000039htm1. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 
Newsgroups: playstation.ny.nan_yaro.theme2 
Subject: Re: How about ny.co.jp 
Date: 10 Sep 1997 16:34:52 GMT 
Organization: Net Yarouze (SCE) 
Lines: 14 
Message-ID: <5v6i7cSp4p@newsl.scei.co.jp> 
References: <5ue9usSpr6@newsl.scei.co.jp> 
<5ue j58Sq6q@newsl.scei.co.jp> 
<5ugun2Ssrn@newsl.scei.co.jp> <5v4as6Smem@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.175 


Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ՀՀՏՑՏՍՏ` Հ (8(՞՞չչչ NY ¿SB=*SkSHS-SCSF!"SSSoSfSk7@Ls;v9` SOSTS&SJSkSsSGS$S7SgS&SMS' (B 


¿SB$dSj$?$$J|Bj!"$7J|Bj!#!JGz!K¿ (B 


>2$B%3%_%18SSSSG6S9Sh!<S?SNS7SSSGS9Sh!<z (B 
>¿SBM-L@SRSmSSSGS9Sh!<¿ (B ¿SBONF0S,BgJQS@S1SI¿(B(“ ; 


ESBSGSE6SSST!<S,SGS6SSSSS9SKSH! "HhS1Sk! #¢ (Թ 
ՀՏՔՇՀՏԻՏ1ՇՀՏ, !"6aS=S&SGlsSS!&!&!&¿ (B 
2ESBS5S9S,SK!"==2?2sSHOITSCSFSkKSH47S1S*S7S$?S1S1! #¢ (B 


¿SB#K#B#O¿ (B 


—-MESSAGE FILE 21146 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000039html.html 


——MESSAGE FILE 21147 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000040հետ1Լ. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: How about ny.co.jp 

Date: 10 Sep 1997 16:35:22 GMT 

Organization: Net Yarouze (SCE) 

Lines: 10 
Message-ID: 
References: 


<5v6i8aS$p50@newsl.scei.co.jp> 
<5ue9usSpr6@newsl.scei.co.jp> 


<5uej58Sq6q@newsl.scei.co 
<5ugun2S$srn@newsl.scei.co 
ocd@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.175 


- Jp> 
.jp> <5v4as6éSmem@newsl.scei.co.jp> 


<5v5v19$ 
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issues groups (PAL/NTSC, respective website comments)? 


Couldn't help but bring us a bit more together - besides quite a few 
people tend to cross post anyway... 


James (~mrfrosty) 
-—-MESSAGE FILE 2230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00933 


—-MESSAGE FILE 2231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000934 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Newsgroup integration 

Date: Thu, 14 May 1998 11:47:57 -0700 

Organization: Cisco Systems 

Lines: 21 

Message-ID: <355B3C5D.F96D51C0@netmagic.net> 

References: <355B11E6.70EA@writeme.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:934 scea.yaroze.freetalk: 
640 


I guess that might depend on whether you want to merge the 
non-English-speaking European branches, too. The majority of us here 
use English rather than Japanese or French, and I wouldn't mind seeing 
just a "yaroze.freetalk" group. Ք Cross-posting does seem somewhat 
wasteful. Just my opinion... ^_^ 


James Rutherford wrote: 
Is it necessary to have SCEE and SCEA newsgroups split? 


Could they both not be integrated into one with extra SCEE issues/ SCEA 
issues groups (PAL/NTSC, respective website comments)? 


Couldn't help but bring us a bit more together - besides quite a few 
people tend to cross post anyway... 


VVVVVVVVVV 


James (~mrfrosty) 


-e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00934 


-—-MESSAGE FILE 2232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000935 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 
Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Analog Pad w/Dual Shock 
Date: Thu, 14 May 1998 16:11:18 -0400 
Organization: SCEA News Server 
Lines: 32 
Message-ID: <355B4FE6.1F2BEDE7@mail.datasys.net> 
References: <35521D7E.D42C3393@mail.datasys.net> 
<3557B2D4.BFB9DAFF@ndirect.co.uk> <3558372F.B4A015F9@mail.datasys.ne 
t> <uhg2v7xxc.fsf@cybec.com.au> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 264.dialup.datasys.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢$B!!%33%_S19TSCSF!"0\FOS7S?$3SHSISS$sS$GS$9z (B(¿S$SB>P¿ (B) 
>¿$B!!2a5n#32s!"$:!<!<!<!<!<$CSH:B$3SCSOSJS7!&!&!&!&!&!#; (B 


¿SBS"$SjS, SASGS9SM!#¿ (B(%%; 
¿$BGd$j; R$HGc$$=P$7ItBb!"$I$C$A$, 9, $; $J$s$G$7$g$&$+!) !J>P!K¿ (B 


¿SB#K#B#O;¿ (B 
ESBHEpHts ! S2#SAS F<: Nil #e (B(%%; ¿$B%3%_%1%M%?$K<e$$; (B 


—-MESSAGE FILE 21147 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000040htm1. html 


—--MESSAGE FILE 21148 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 

2/00000041հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: How about ny.co.jp 

Followup-To: playstation.ny.nan_yaro.liberty 

Date: Thu, 11 Sep 1997 02:08:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5v6kckSp72@newsl.scei.co.jp> 

References: <5ue9usS$pr6@newsl.scei.co.jp> 
<5uej58Sq6q@newsl.scei.co.jp> 
<5ugun2S$srn@newsl.scei.co.jp> <5v4as6Smem@newsl.scei.co.jp> 

<5v5vl9Socd@newsl.scei.co.jp> <5v6i8aSp50@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3416D3F2.1370@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


> ¿SBS$S"S$Sj$S, SASGS9SM!#¿ (Մ(՞՞չ 
> 2 $BGd$ 4; RSHGcS$=PS7ItBb! "SISCSAS, 9, $;$J$s$G$7$g$&$+!)!J>P!K¿ (J 


¿SB!!S&SASOGCS&?MSSS S;SSS+Si¿ (J (¿SB>P¿ (J) 


> ¿SB#p#s!%$2#Sd$j<:Ni!#; (Մ(՞՞ ¿$B%3%_%1%M%?$K<e$$; (J 


¿SB!1%U%)%Sm!<@hS$r$+Š (SFS*S-S*$7S?SNSG1SN8$I$/9TS-S*S7Sg$&z (U (¿S$SB>P¿ (J) 
—-MESSAGE FILE 21148 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000041html.html 


——MESSAGE FILE 21149 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000042htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: =?1ISO-2022-JP?B?UmU6IBskQiUiJXM1IMSE8 JUgbKEo=?= 

Date: 10 Sep 1997 18:12:36 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 7 

Message-ID: <5v6nukSpb0@newsl.scei.co.jp> 

References: <redbug$dd1le19970904001510@news1l.scei.co.jp> <kamon$21c519970905173417@n 
ewsl.scei.co.jp> <5v3lgcS$lkv@newsl.scei.co.jp> <5v3th6S$lvt@newsl.scei.co.jp> <5v5vog 
Socd@news1.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
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Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9S%! #2 (J 


E$B%U%) SSSHSHS+ShHS/SOS+SiSsSGS9!#4X78SISSSGS9IS, 2 (252 
2 SBECSNS=! <3 9SO%aSbD"SHS+3N! <ZHSOSCSISG=qSSSFS*S9! #3 (J 
2 SBIT=8!"4IM}$Oz (J FD.COM ¢$BS,JIXMxSGS9SM! #2 (J 


—-MESSAGE FILE 21149 END: net-—yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000042htm1. html 


——MESSAGE FILE 21150 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000043htm1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?I1S0-2022-JP?B?GyRCJSI1lcyUxITw1SBsoQg==?= 

Date: 30 Sep 1997 08:25:15 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 18 

Message-ID: <60qdlbSobk@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <5ulaccS4vj@newsl.sc 
ei.co.jp> <Sumof3$6ju@newsl.scei.co.jp> <19970905210519bo0wy@t3.rim.or.jp> <S5urb9g 
Sbtb@newsl.scei.co.jp> <kamon$21c519970908121250@news1.scei.co.jp> <5v603a$Socd@news1 
-scei.co.jp> 

NNTP-Posting-Host: 202.251.251.216 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿SŠB!1!S+S$SJS3j$*5WS7SV$jS$SJ O (Bfalcom: SBSG$9! #2 (B 
LSBItSISLSOSiSSSN2MS, CNSCSFSkSsSGS7Sg$&SMz (B... ¿ SB! d; dz (B 


K.Tamura ¿$B$5$s[)$/¿ (B... 

> 

>¿SB!!;-4VS,S"TS1SP#3#DSdSjJS?2SSSJS!!#¿ (B 
>¿$B!!$ŞG$b!"%]%j%4%s$K$"Ş$i$:Ş$s$P%2!<%`$K$"Ş$i$:!"$_$Ş?$$Ş$ŞJIwD, Տ, SHSFSb7y¿ (B (¿SB>P¿ (B) 


¿SB!!S3SNS"S?$SjJS, SDS1SSSHS3SmSGS9SM!#¿ (B 


¿SB!!$=S&$SS(SP!":G6aSNGd$jJ*%2!<$O!"%0%1i%U%#%C%/$GS4$2A$S+S5S15F¿ (B 
¿SB!!$$S$Sk5$$, ¿ (B....¿$B!J6l>P!K¿ (B 

fi) ay, Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp — = 7 7 
/_// Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 


--MESSAGE FILE 21150 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000043htm1. html 


--MESSAGE FILE 21151 START: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme0000000 
2/00000044հետ1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.nan_yaro.theme2 

Subject: Re: =?IS0-2022-JP?B?GyRCJSI1lcyUxITw1SBsoQg==?= 

Date: 30 Sep 1997 08:28:18 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 14 

Message-ID: <60qd72Sobk@newsl.scei.co.jp> 

References: <redbug$dd1e19970904001510@news1.scei.co.jp> <kamon$21c519970905173417@n 
ewsl.scei.co.jp> <5v3lgcSlkv@newsl.scei.co.jp> <5v3th6S$lvt@newsl.scei.co.jp> <5v5vog 
Socd@news1.scei.co.jp> 

NNTP-Posting-Host: 202.251.251.216 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
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ESB! !STISb!"¢ (Bfalcom;SBSGS9! #2 (B 
K.Tamura ¢SBS$5Ss[)$/¢(B 


> 
>2$B!!1% (SGS#S?SOSbSASmSs; (BVz Editor;$B! #2 (B 


é$B!!;d$N>19g$bz (BTab_Sp4¿$BSKSF¿ (BVZ¿$B$r; HMQ$7$F$*$j$^$9!#z (B 
é$B!!:G6aSO!"SbSC$QSiz (BWZESBSKSISCSES7T$“$$$*$7$2$, 142 (8(՞՞չ 


af af Af Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
r E_Mail_Address : falcom@bekkoame.or.jp 122727 
ՆՈՅ 4 Net Yarouze! ID : ayz00581 (Japanese Member) _/_/_/ 


-—-MESSAGE FILE 21151 END: net-yaroze-usenet/00000003-SCEI/ny/nan_yaro/theme00000002/ 
00000044html.html 


E AE AE FE FE AE AE AE AE FE FE FE FEAE 
E AE AE E FE AE FE AE AE FE FE HEHE 


=E AE EAE AE HEE HEE HH 
E AE AE E AE AE FE AE AE FE FE HEH 


t HEHEHE 
--START USENET FOLDER: net-yaroze-usenet /00000003-SCEI/ny/program 
——HHEEEEEEE HEHEHE 


——HHFEEEEEE HEHEHE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/announce 
t HEHE SE 


--MESSAGE FILE 21152 START: net-yaroze-usenet/00000003-SCEI/ny/program/announce/0000 
0001html.html 

Path: chuka. playstation. co.uk!newsl.scei.co.jplusenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.announce 

Subject: announce (5/25) 

Date: Sun, 25 May 1997 09:55:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <yasunaga$1f£7219970525095549@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.36 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


¿S$SB%1%$S%V%i%j%3!<%J!<$K¿ (BUNIXSOFT¿$B%G%#%1%/%H%j$r?7@_$7$^$7$?!#¿ (B 
SUN T GD 2<SGF0 :n$9Sk%=%U%H% &%'S"SOS3SAS4SK3"S sC3WSm!<SISTSFS/S@z 
¿SBS5SkShS$S&S*4jSSSSS?S7SS9!#¿ (B 


¿SBS*S?!"S=$1SiSKH<SS!"01IC%US)!<%Si%S`SN%S[!<%S`%Z!<%8Sr99?27SSS?S7S%S7S?!# (B 


program ¿S$B%US%Ss)!<%i%s`%j!<%@!<;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : ԱՆՆԱ 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21152 END: net-yaroze-usenet/00000003-SCEI/ny/program/announce/000000 
Olhtml html 


--MESSAGE FILE 21153 START: net-yaroze-usenet/00000003-SCEI/ny/program/announce/0000 
0002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.announce 

Subject: announce (7/5) 
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Date: Sat, 05 Jul 1997 20:11:27 +0900 
Organization: PlayStation Net Yarouze 
Lines: 61 


Message-ID: <yasunaga$1f£7219970705201127@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.165 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESBSiSSSVSiSISK:nIISrs"SCswWsm! <SISTSFSSS$?S@$/:]$K!"O0I2<SNS$3SHSr¢ (B 

2$B:9$7; YS (STS1S1SPS*45SSSSS?S7S*°S9!#FCSK6/@) SOSSS?2$7$%S;Ss!#z (B 

¿SB#1!%S¿ (Btest zg SBOJ30SNSG%#%31%/%5H%S ISXSNS"SCSWSm! <SISr9TSCS$?>19g! "EPO?=hM}S$r$9Skz (B 
¿SB!!!!!J¿ (BHTML:$B5-=R$7$Fz (BWebz SBSG8+$1$kS$hS$&S$K$ 9Sk! KSNSG!"86B' SHS 7SFS"%C3WSm! <SI 
$72 (B 

TSB! !11S2; ]Sr%sW%$m%s0%si%_%s%0%SU%S)!<%i%`%Sj!<%s@!<$*$GS P acerca ss 

— 5 իՏ ԱՆՆ (Bprogram@FL.scei.co.jp¿SBSGS9!#;¿ (B 
¿SB#2!S%W%m%0%Si%_%s%0%U%S)!<%i%S`SNSiSSSVSi%SjS$SX:nI1JSr%"%S$C%W%m!<%IS9SkSHS-!" (Bupload.t 
xt 

¿SB!!11%SUS!%S%$kSrF1:-S7SFD:S/ShS&S*4jJSSSSS?S7S“S9!#S?S@S7!"S3S1SO6/@)SGSOS"SjJS S;SSs! 
# (B 

¿SB11118"S/SA$G%SU%)!<%i%`1?1D1_3j2=$ršOS+Sk$?SaSGS9$NSG!"S$46 (NOSh$mS7S/S*43S$SSS2S7S 
A“S9!#¿ (B 


upload.txt oN L\$r5-F~$7$ ?23F%3—%9SH%8US ! S$SkSGS9!#% [!<3° 3Z!<38S+SiSb¢ (B 
¿ $B; 2>H$G$-$^$9!#z (B 


¿$B17Z: sora is 


¿SB!ZEP¿ 


¿S 


B!ZEP¢ 


258120) 


E$B!Z7G:\<TL>![!!¢ 
2581276:47որ | 1 լ11չ 
B!Z%=¿ 


¿S 


¿ $B%3%3%+%i¿ (B 


ԼԶ 

B ¢S$BO?¢ ( 

B ¢$BO?¢ (1 
Ta Vig 
a 

a 

( 


(B ¢SB!<¢ (1 


¿$ 


B!ZE>: š 
2$B!Z@=:n4D6-! [112 ( 


\erTJo! L EE 


¿SB!JNcS*$hSS@bL@!K;¿ (B 


¿SB%3%3%“%G¿ (B 


¿SB!Z:nI1JL>>N![!!#T#V#K¿ (B ver 0.01 

¿SB!ZEP¿ (B ¿$BO?¿ (8 ¿$BL>![!!¿ (Btvk001.lzh ( 1,234 Bytes ) 
¿$B!ZEP¿ (8 ¿$BO?¿ (B ¿$B@h![!!¿ (B/forum/program/too1/ 
éSB!Z@) :n<TL>![!!¢(BMr.K ( yasunaga@t3.rim.or.jp ) 
é$B!Z7G:\<TL>![!!¢(BMr.K ( yasunaga@t3.rim.or.jp ) 
2$B!Z7G:\7nF|![!!2¢(B1997.07.05 

¿$B!Z%=; (B ¿SB!<¿ (B ¿$B%9!1[!!$"$j¿ (B 
¿SŠB!ZF>:N>r7o![!!IT2D¿ (B 

éSB!Z@=:n4D6—-![!!9ug (BPlayStation ¿SBSNF0:n$9Sk4D6-¿ (B 


¿$B!Z:nIJL>>N![%$"%C%W%$m!<%I$9$k:nIJ$NL>>N¿ (B 


¿ŠB!ZEP¿ (B ¿$BO?¿ (B ¿S$SBL>! [%"%$C%$W%m!<%$I1$7S?%U%!%$%SkL>!JBgJ8;z!&>.J8;z6hJL!K¿ (B 
¿SBS*ShSS!"=PMhS?SiSUS!S$SSk%5%SS%:¿ (Թ 

¿$B!ZEP;¿ (B Rae ¿SB@h![%"%C%W%m!<%IQh%G%#%1%/%H%j¿ (B 

éS$B!Z@) :n<TL>! [:nIJ$r@) :n$7$??MSNL>A0S*ShSS¢ (BE-mail;$B%"%1%1%9¢ (B 

é$B!Z7G:\<TL>![:nIJ$r7G: ae ee ESBS"SI%S1%S9¢ (B 

2$B!Z7G:\7nF | ![$"$CsWsm!<%I$7$?7nF|¢(B 

¿SB!Z%=¿ (B eae ESBS9! [S=!<%3933!<SISNM-L5; (B 

¿SB!ZE>:N>r7o! [SM$CSHSdSm$&$<%5!<SPOT30SXSNE>:\SN2D!&IT2D! J4pK\E*SKIT2D!K¢ (B 

¢$B!Z@=:n4D6-! [:nIJ$NF0:n$9$k4D6-; (B 


program ¢SB%SU%) !<%$i%° S4!<%@!<z;(B Mr.K (¿$BOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : s eee eee 


yasunaga@t3.rim.or.jp 
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VFB00713@niftyserve.or.jp 
-—-MESSAGE FILE 21153 END: net-yaroze-usenet/00000003-SCEI/ny/program/announce/000000 
O2html html 


--MESSAGE FILE 21154 START: net-yaroze-usenet/00000003-SCEI/ny/program/announce/0000 
0003htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.announce 

Subject: announce (7/7) 

Date: Mon, 07 Jul 1997 21:35:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <yasunaga$1f£7219970707213508@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.98 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESBSISSSEVSiIS a SWSG!<%SHSN:]SNz¢ (B upload.txt ¿$B$N;EMM$r>/$7JQ99; (B 
ESBS7TS*S7TS?! #2 (B 


éESB@) :n4D6-SrF0:n4D6-SKIQ9IST!"S3SaSsSHSrDI2CS7$*S7$?2! #2 (B 


2$B!ZF0:n4D6-! [:nIJSNFO:n$9$k4D6-; (B 
2$B!2%3%aSs%SH! [:nIJSKBPS9SkS3%aSSSHSIST¢ 


program ¿$B%U%)!<%i%`%j!<%@!<¿ (B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : pe nen en ens 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 


—-MESSAGE FILE 21154 END: net-—yaroze-usenet/00000003-SCEI/ny/program/announce/000000 
O3html.html 


T 


--MESSAGE FILE 21155 START: net-yaroze-usenet/00000003-SCEI/ny/program/announce/0000 
0004htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.announce 

Subject: announce (7/31) 

Date: Thu, 31 Jul 1997 17:21:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <19970731172124yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.123 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¢ SBS=SUSHSES' S"SiSSSVSiS ISNSFSISHSCSH#S1S/ SHS 5 | ISPS 9SHE OF! &LS40@. :nIJd!Kz (B 
http://wwwl.scei.co.jp/forum/program/test.html 
ESBSXS"SCSWSm!<SIS5$S1$5*°S7S? :nIJSNFOMFEYSN% [!<%* %Z!<S8SXSNEPO?SO!":G?7¢ (1 


¿$BJ, $N$_! JL\OBSKS7SF: G6a#tl ! "#2=54VSNSDSNSNS_!KEPO?$9$kS$3S$HSKJQ99$$$?¢ (B 
ESBSTS*S7TS?2 1 #2 (B 


= m 


¿SBS=Sb$=$Sb%SF%9%HS$SNS?SaSN%$G%$#%1%S/%SH%jSJSNSG!"0JA0SK%"%SC%$W%m!<%$IS5S1SF¿ (B 
¿SBSIS&S7SFSbEPO?S7S?SSSHSSS&J)]SO!"?=S7LuS"SjS*S;SsS,3:EvS9SkB>SNSGS oe 
£$B%1%/ SHS SKS" SCSWSm! <%$ITS7SFSSS?S@S-—S*S9ShS&!"ShSmS7S/S*4jSSSSS?S7S%¿ (B 
ESBSO! 4. (B 
program ¿$B%U%)!<%i%`%j!<%@!<¿ (B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : ՏԱ Ն` 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21155 END: net-yaroze-usenet/00000003-SCEI/ny/program/announce/000000 
O04html html 


ow 
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--MESSAGE FILE 21156 START: net-yaroze-usenet/00000003-SCEI/ny/program/announce/0000 
0005htm1. html 


Path: 


From: yasunaga@t3.rim.or.jp 
Newsgroups: 
Subject: 


Date: 


chuka.pl 


laystation.co.uk!newsl.scei.co.jp!usenet 
(Mr .K) 


pl 


Thu, 05 


Organization: 


Lines: 
Message-ID: 
NNTP-Posting-Host: 


37 


Mime-Version: 


laystation.ny.program. announce 


DENGEKI Directory 


Feb 1998 16:41:42 +0900 
PlayStation Net Yarouze 


<19980205164142yasunaga@t3.rim.or.jp> 


210.162.207.2 
1.0 


Text/Plain; charset=ISO-2022-JP 


Content-Type: 
X-Posting-Software: WSNews 2.020 


¿SB%U%)!<%i%`%j!<%@!<S$N¿(BMr.K¿$BSGS9!#¿(B 
¿SBEE7b2&%3%s%F%9%H=PE8:nIJSKSDSSSFSGS9S, !"0J2<SNShS&SJ2sEzSrS$SS?S@S-¿ ¿(B 
¿SBS%“S$S7$?!#¿ (B 

¿SB!&:nIJSN:n<TSNJ)Š$NF10US,F@0$iS1S?SDSNSO! "EFJ9FMOSG%S#S1S/SH%3jS+SŠic (B 
¿S$B1!%3%T!<2D¿ (B 
¿SB=>SC$F!"%W%m%0%i%_%s%0%U%)!<%i%`S$SH$$$2$7$2$7$FSO!"0J2<$NSh$&SK$7S?¿( (B 
ESBSSSH;WSSS*S9! #2 (B 
1.¿SBEE7b2&%S3%s%F%9%SH:nI1JSr!"FEj9FMQSG%S#%S1%/SH%S3jŠK#F#T#PSrMxMQS7SF%S"SC%SW (B 
¿SB!!%$m!<%IS7SFSSSkJ)$G!"%W%m%0%i%_%s%0%U%)!<%i%`SN%$%Y%s%$H%G%#%1%/%H%j¿(B 


25B!!SKSbS"SCSWS7SFSbDShHSSSHSSSET}SO!"S=SN; ]!";d08SK%a!<%kz (B(program@fl.scei.co. jp) 


2$B!!SKSFO"MmS7SFS/S@S5S$! #2 (B 

2. ¿SBEE7b2&%3%S%F%9%H:NIJŠr!"4{ŚK%W%m%0%i%_%s%0%U%)!<%i%`$K%"%C%W%m!<%I¿ (B 
L$B!!$7$F$S$kJ} $G!" %S%Y%s%H%G%#%1%/%H%jİ$K$b%"%C%W$7$F$b$h$$$H$$$&J}$O!"¿ (B 
¿$B!!$=$N; ]!";d08$K%a!<%k$KĶK$FO"Mm$7$F$/$@$5$$!#¿ (B 

3. ¿$B$=$NB>$NJ}K!$K$FEE7b2&%3%Ss%F%9%H:NIJ$rEjJ9F$5$1$?J}$G!"$^$QSW%m%0%i¿ (B 

¿SB!!% %s%$0%U%)!<%i%`$K%"%C%$W%m!<%$I$7SF$JS$S/!"%S%Y%sSH%G%#%$1%/%H%j$K%"%$C%W¿ (B 
¿SB!!$7SFSbS$ShS$S$SH$S$SS&J)SO! "#FP#T#PSKSF¿ (Bevent/dengeki001 ¿S$B%SGS#%1%S/%SH%j$K%"SC%W¿ (B 
¿ŠSŠB!!%m!<%$I$7SFS$S/SQ@S5$S$S!#$S=$N:]!"; dSXSN%a!<SkO"MmSOITMWSHS7S*%S9! #3 (B 

4.258»65-: (B1.2.  SBSNJ)K!$G4($K%$"$C%W%m!<%IS$S7$F$$%Sk$, ! "$P !<%8%g%$s%"%C%$WEySK$h$3j; (B 
¿SB!!%$U%1$SS%kS$Sr:9$7BX$ (5255»-199501"չ (B3.  SBS$SHF1MMSK!"¿ (Bevent/dengeki001; $B%G%#%1%/% 
H%j¿ (B 

ESB! !S*°SGS"SCSWSm!<SISTSFS/SQS5S$!#S=SN:]!";dSX$N%a!<SkO"MmMSOITMWSHS7S“*S9! #2 (B 


¿SB0J>eS$SNS$Sh$&SJ=hM])$rS7S?2SSSH;WSSS*S9!#22S+$"SjS2S7S?$i!"%U%Sj!<%SH!<%/¿ (B 
(playstation.ny.program.freetalk)¿SBS*SG!#¿ (B 


program ¿SI 
E-mail address 


° 


ՋՂ 


oJ 


BSUS) !<%i%` !<%s@!<:; (B Mr.K 
program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 21156 END: net-yaroze-usenet/00000003-SCEI/ny/program/announce/000000 
O5html.html 


(¿SBOB1J¿(B ¿SBOB90O; (] 


E AE AE AE FE EE HEE EH 
=E AE EAE AE EAE FE EE E EH H 


E AE EAE AE THEE HEE HEH 
——START USENET FOLDER: 
EE AE TE AE AE FE AE FE E HE HEH EH 


net-yaroze-usenet/00000003-SCEI/ny/program/beginner 


= 
a) 


--MESSAGE FILE 21157 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0001html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSVzJIVc1SCOsISIkRyRGJUDMkShsoSg==?= 


Net Yaroze newsgroups message dump.txt Page 14187 


=?1iso-2022-jp?B?GyRCUCQhI xsoSg==?= 
Date: Tue, 15 Apr 1997 00:32:50 +0900 
Organization: PlayStation Net Yarouze 
Lines: 32 
Message-ID: <33524E22.67EA@fa2.so-net.or.jp> 
References: <3342D903.1E19@ta2.so-net.or.jp> <kamon$21c519970407001426@news1.scei.co 
.3Ք» 
NNTP-Posting-Host: 210.132.170.17 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBSOS8SaS*S7SF3 (J ZEEK ¢SBS5Ss!#¢ (UkAZZY¿SBSGS9!#¿ (J 


ESBShS&Sd$/F~S1S*S7$?2SM! Je (I** eSB! Ke (J 


ESBHES#HO! J #n#e#tSNS [SESGSZUS) Sm! <SGS-SIS/SFS4SaSsSJIS5SSl#!Tzg (U ¿ SB! (¿ (J 


> 2$B!!%G%U%) SkSHSGSOz (JCOM12 $BSr; HS&ShS&SKSISCSFSSS$*S9SNSG!"z (UCOM2¿SB$r;H$&>19gSO¿ 
` seo aa Qata 

— set DTLH3000=0x2f8,3,9600 

— ¿ $B$H=q$-49$ (SkI,MW$, $"S$35S*S9SM! #S*S@S5S1SFSIS+$C$?Si;n$7$FS_SF$/S@S5$$¢ (J 

> ¿SB!#S8Sc!"S$S,SsSPSCSFSM!A!#¿ (J 

I/O¿Š$B%] ! <SH%$"%T%1%S9SH¿ (UIRQ¿SBSN3NG'SO!": (J 


ee 3% StH’ S$OSM%k¿ (J ¿$B!]!d¿ (J ¿$B%7%9%F%`¿ (J 581114: (7 gSB%G%P%$%9%*°SM! <%8%c! 
<i(J :585 ees — Oe 

ESB! ]!dz¢(J ¿$BDL?.%]!<%H¿ (J ¿Š$ŠB!]!d¿ (JU ¢$B%j%=!<392 (J 

¿SBSH1"S?2SISCSFS$S/SH8+S1$2 S9Sh!Ë1J¿ ( J^^¿SB!K¿ (J 


¿SBS=SNB>!"@_DjSJSISSS*S“SGSK<ALdS5S1S?S3SHS,S3S3SKS*SHSaSiSl1SFSSS*S9!#¿ (J 
http://wwwl.scei.co.jp/Forum/program/beginner.html 


ay s s S6$*SJ<ALd!u2sEz$, #U#PS5SISFS*S9SNSG; 29MSKS7SFS_SF3 (J 
7SBS/S@S55$! #2 (J 


ESBSGSO! #2 (J 


NetYaroze Gamers'Forum Leader 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
--MESSAGE FILE 21157 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
Olhtml.html 


--MESSAGE FILE 21158 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0002html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yasuo Higano" <yasuoQ@sf-design.com> 
Newsgroups: playstation.ny.program.beginner 

Subject: C++¿$B$OL$%5%]!<%H!)¿ (J 

Date: 16 Apr 1997 10:53:32 GMT 

Organization: Sofmap Future Design Inc. 

Lines: 9 

Message-ID: <5j2b3cSnim@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.32.232.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


éSB!!STSb!"S_SIS5Ss!#; OSaSFEJIFSTS*S9!I"S S?SaSCS/S9SGSO!#e (J 
£$B!!S*%S@!"3+H/%-%CSHS, FOSSSFS9SiSSSTSSSI=i 24<TSGS9! #3 (J 


¢$B!!SMSCSHSdSm$&$<SN%Z!<%8SG!"3 (ՄԸԻԳԻ 58505551 !<SHS7TSFSSSISSSH=qSSSFS"SCS?3 (J 
ESBSNSGS9S,!"z (UC¿SBSGS7S+SW ae eRe ote SISSSNSGS7SgS&S+!) 
ESB! !z (JC++:$B$G%W%m%0%i%_%s%0$G$-$J$$$s$8$c!"$;$C$+$/$3$1$+$i¿ (JIPSESBSNS*JY6/Srz2 (J 
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¿SBS7ShS&SHSSS&SNSK!"SdSk5SS$Sb<:S;S*S9!#5c$-S*S9!#HaS7SSSGS9!#¿ (Մ 
¿SB!!1¿ (UC++¿ SBSG%*$W%m%0%i%_%Ss%0S$S7SFSSSkJ)S$SOSSSiSCS7ScS$SSS*S;SsS+!)¿ (J 


--MESSAGE FILE 21158 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O2html.html 


--MESSAGE FILE 21159 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0003htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "F.K" <ku203986@fsinet.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?TEQbDJETKLEYwJICSkSiQkJE4kRyQ5ICwhKEo=?= 
Date: 16 Apr 1997 15:33:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <0Olbc4a72$7aefe300$c26fd7ca@ku203986.fsinet.or. յք» 
NNTP-Posting-Host: 202.215.111.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB%j%s%S+$N¿ (J Լք 2$BS,FOS+SISSSG6S9! #2 (J 

DJSETUP ¢S$BS$7$?8eSKz (J LD ¿$B$r5/F0$9$k$H!"; (J 

cannot open linker script file ldscripts/mipspsx.x: file not found 
ESBSHI=< (SSS1S*S9! #2 (Մ 

PSX/LIB/LDSCRIPT ¿$B$K¿ (J MIPSPSX.X ¿$B$D$$$&%U%!%$%k$,$"$J$^$9$,¿ (J 
2 SBS3SN3U%! 3SSkKSNFIS_9~S$_SK<:GTS7SFSSSk$_S$?SSSGS9! #2 (J 

éSBBP=h$N; EJ}$,S$o$+$j$*$;Ssl#e (Մ 

é SBSISJ$?S+S4B8CNSNJ} ! "ShSm$S7$/$*45SS$7S*S9! #3 (J 

¿SBSASJS_SK¿ (Jgccg $B$Sr; HSCSF%5j%S%/SOSGS-S*S9! #3 (J 
ESBS5SSSWSkSbSAScSs$H¢e (J MAKE ¿$B$G$-$^$9!#¿ (J 


F.K 


--MESSAGE FILE 21159 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O3html.html 


--MESSAGE FILE 21160 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0004htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: Նքչտ8Տ, Բ05ՒՏՄՏՏՏԱՏՇՏ95, ¢ (8 

Date: 17 Apr 1997 00:45:59 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 19 

Message-ID: <5 j3rs7$s79@newsl.scei.co.jp> 

References: <Olbc4a72S7aefe300$c26fd7ca@ku203986.fsinet.or.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<Olbc4a72ST7aefe300Sc26fd7ca@ku203986.fsinet.or.jp>zSBSN5—-; vSKS*SSSF3¢ (B 
ku203986@fsinet.or. jpzgSBS5SsSO=qS—-S*S7S?! #2 (B 


>¿SBSj%Ss%$+SN¿ (B LD ¿$B$,F0$+$I$$$G$9!#¿ (B 

>DJSETUP ¿$BS7$?8eSK¿ (B LD :$BS$r5/FOS9SkSH!"3 (B 
>cannot open linker script file ldscripts/mipspsx.x: file not found 
>¢SBSHI=< ($5$1$°S9! #¢ (1 


ա 


LD -L/psx/lib ¢$B$[$2$[$22(B 
ESBSGFOS-S$*S$;Ss$+¢ (B? 


>¿SBSASJS_SK¿ (Bgcce SBS r; HSCSF%j%S%/SOSGS-S*S9! #2 (B 


GCC ¢SB7PM3SG; HMOS9SkS[S&S$, L5Fq$+$b$7$1$^$; $s (B:) 


¿SBEOJU¿ (B ¿SB9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
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XMascot;$B1la5Z%-%c%s%Z!<%s<B;\Cfz (8(՞՞) http://cclub.tutcc.tut.ac.jp:1080/xmascot/ 
--MESSAGE FILE 21160 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O04html html 


--MESSAGE FILE 21161 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0005html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?QysrGyRCJEIMICULIJVOhHPCVIISkbKEo=?= 
Date: Thu, 17 Apr 1997 18:34:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <3355EEAD.E7C@ymg.urban.or.jp> 

References: <5j2b3cSnim@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Yasuo Higano wrote: 


> ¿SB!!SMSCSHSdSmS&S<SN%Z!<%8SG!"  (UC++¿SBSOS5%] !<tHS7SFSSSISSSH=qSSSFS"SCS?¢ (J 
> ¿SBSNSGS9S,!"¿ (UC¿SBSGS7S+%SW c 2 SJSSSNSGS7SgS&S+!)¿ (J 


é$B!!¢(JCodeWarrior for PS¿$B$r9XF~$9$I1$P!";¿ (UC++¿SBSGSb3+H/SGS-S$S S9!#; (J 
¿$B!!$7$+$71!"¿ (JNY¿$BI8=` SN3+H/4D6- $G<B9T2DG=$J%US% ! 3$Sk$r=PNOSG$— o 
CSB! ! :nIJSrB>SN2MSK8+SFLCS ( SJSSShS&SG$S9S, !&!&!a$"$I$+$i2~A1$5$1$?$+$J!)¿ (J 


¿SB!!¿ (UC++¿ SBSG%*W%$m%0%i%_%s%0SGS-$JSSSsS$S8Sc!"S;SCS+S/S3S1S+Si¿ (UPS¿SBSNS*JY6/Šr¿ ( 


¿SBS7ShS&SHSSS&SNSK!"SdSk5SSb<:S;S *S9!#5c$-S$S*S9!#HaS7SSSGS9!#¿ (Մ 


> 
J 
> 
> ¿SB!!¿ (UC++¿ SBSG$sW%m%0%i%_ %s%0$7SFSSSkJ)SOSSSiSCS$S7ScSSS*S;SsS+!)¿ 


¿SB!!8D?ME*$SKSO!"¿ (JCzSBSNJ}$, $$$$SH;WS$SCSF$2S$S9¿; (J (%%; 
--MESSAGE FILE 21161 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O5html.html 


--MESSAGE FILE 21162 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Yasuo Higano" <yasuo@sf-—design.com> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++z$BSOL$%5%]!<%H!)¢(J 

Date: 17 Apr 1997 10:47:55 GMT 

Organization: =?ISO-2022-JP?B?U2 9mbWFWIEZ1dHVyZSBEZXNpZ2 4gSW5 jLg==?= 
Lines: 31 

Message-ID: <57j4v4rS$18f@newsl.scei.co.jp> 

References: <5 j2b3cSnim@newsl.scei.co.jp> <3355EEAD.E7C@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.32.232.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


25811: (JGSX- oe 1595"Տ3Տ, SHS&S4S6S$S*°S9!1#: #F | SASCSHIUSSHPHSS, ԲՕՏ-Տ՞չ ( 
¿SBS7S?!# (J 

¿SB11SGI"NS 16ՏՇՄՏ15)1ՀՏԷՏՏՏՈՏՏՏՈՇՈՏՏՏԲՏՏՏ2511"ՏՈԱՏՈՏ0515 Փտտ05ՍՏԶ) !<%i¿(J 

ESBS SNSIiSSSVSiS4 2861» J 

Fd i sih (JgppPSX.lzh¿ PEL 1SHSSseSNSr8roDslso $7$?!# (J 

¿SB!!SHS3jS"S( S: Ims (Jexe: SBSQS1F~ S1BXS(SFS_S?Si!"%5%s%*W%kSN¿ (Jinclude¿SBSNItJ,Sr¿ (J 
¿SB=q$S-49S (S$?$3jS$S7SF!"S3%s%$Q%SS%SkSOSHS*SjS“S7S?!#SGSb!"%j%s%/SGS-S “S; (J 
¿SBSs!&!&!&¿ (JU (T 

T) ¢SB! !SbS&SASgGSCSH!"S,SSSPSCSFS_S*S9!&!&S1S51I!"S@S1$+Sd$5$+$?S*S7S (¢ (J 
ESBSFS/S1S'!*!1*3 (J 


> ¢$B!!z(JCodeWarrior for PSz¢SB$r9XF~S9S1SP!"3 (JC++zSBSGSb3+H/SGS-S*S9! #3 (J 
> 
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ESB!!S7S+S7!"z (JINY¿$BI8=` $N3+H/4D6-$G<B9T2DG=$J%U%!%$%k$r=PNO$G$-$J$$$i$7; (J 
ESBS/!1"3 (J 
> 


SB! !:nIJ$rB>$N?M$K8+$FLC$ (SJSSShS&$GS9S,1&1&!&8"81S+S1i2-AlS581$?S+¿ (J 
:$B$J!)¿ (J 

A (apuman opa E E T E R ages (A ss 
¿$B!!I8=` SN3+H/4D6-S$G<B9T2DG=$I%U%S!%S%kS, -ՔԱՕՏՇՏ- a Ք $1$Cz (J 
ESBSF!"S*SCS?S/;HS (SJSSSsS8Sc!)¿ (U(“ ՞չչ 


> ¢$B!!8D?ME*SKSO!"z (JCzSBSNI}$,SSSSSH;WSCSFS*S9z 

éSB!!;dSOSbS&!"% %i29SHS+S0S7SKS0R85— “5 ner SCS?SNSG; (J 
¿SBS9!&!&!&¿ (J 
ՀՏ81 1: (JWin32¿$B$H¿ (JPS¿$B$G%=!<%9%1%Y%k$G8_49@-$,$"$k%i%š$%V%i%šj!<:n$C$F$$$?$s$G¿ (J 
¿SBS9S1SISMS'!&!&!&¿ (J 

¿S$ŠB!!11: (J 

2$BS_ S?ŠaSCS/S9; 


Fo ԱՆԱ 5 անմ com 


--MESSAGE FILE 21162 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
OG6html.html 


--MESSAGE FILE 21163 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: freak@qa2.so-net.or.jp (=?ISO-2022-JP?B?GyRCTmskciREJDEkPOctGyhC?2= ) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++=?ISO-2022-JP?B?GyRCJE9MJCU1JVOhPCVIISkbKEI=2?= 

Date: 17 Apr 1997 14:22:30 GMT 

Organization: FreaksFactory 

Lines: 34 

Message-ID: <5 j5bn6$285@newsl.scei.co.jp> 

References: <5j2b3cSnim@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.225.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


In article <5j2b3cSnim@newsl.scei.co.jp>, yasuo@sf-design.com says... 
> 
>¢SB!!SISb!"S_SIS5Ss!#; OSaSFEJIFS7S*S9!"S_S?SaSCS/S9SGS9! #2 (B 
>¢SB!!$*S@!"3+H/%S-SCZHS, FOSSSFS9SiSSSISSSI=i?4<TSGS9! #2 (B 
> 
>2SB!!SMSCSHSd$m$&$<SN%Z!<%8SG!"e (BC++¢$B$0%5%] !<SHS7TSFSSSISSSH=qSSSFS"SCS?2z (B 
>¿SBSNSGS9S, !"¿ (BCESBSGS7S+SWSmS0%i%_%SsS0SGS-SISSSNSGS7SgS&$+!)¢(B 
»:581 1: (BC++¿ Տ8ՏՕՏԱՏՈՑ0918 գտո0505-57555558501"5:5Ը546/535154514 (BPS¿SBSNS*JY6/Sr¿ (B 
>¿SBST7ShS&SHSSS&SNSK!"SdSk5SSb<:S;S S9!#5c$-S“S9!#HaS7SSSGS9!#¿ (B 
>¿$B!!¿ (BC++: $BŠG%W%m%0%i%_%s%0$7$F$$$kJ}$O$$$i$C$7$c$$$^$;$s$+!)¿ (B 


ESBSISD!"Nk$r$D$1$2G-SHS$$$$*S9lie (B 
¿SB;dSb#P#SSOD6%S%.%J!<S$SGS9!#¿ (B gSBSh$m$7$/%M! #2 (B 


¿SB#C!N!NS$SGS9S+!A#W#i#n#d#o#w#sSGS7SPSiS/JY6/S7S%$7$S?S, 16161528 
2$B;d$,#C!\!\HsBP1~$G610+S7SFSSSKSNSO; (B ¿S$SB!?!?%S3%a%Ss%SH¿ (B ¿S$SBS,;H$ (SUSSDXEYSGS9SM! 
#¿ (B 
¿SBS"S1580S1%, SAS, $ASN%*$V$8%'%/%H;X8- $C$F%2!<%`%W%m%$0%i%`SKSOc (B 
¿SB8-S+SJSSSsS8ScS$JSSS+SJ!)¿ (B 
¿SB%ša%sb%3j aero ver ery a eer 
2$B:GE, 2=$+$+S$kSs$G$7Sg$&$t!) ¢(B 
2SBS&!ASs!"S=S69MS (SkSH5SSKSIS5S*S9SM! #3 (B 


¿SBM>CLS$SGS$S9$,#C!N!NSr?d?2JS7SFSSSk%SO%S: SN#M#S<RSN#D#i#r#e#c#t#XSN%S5%Ss%W%k¿ (B 
ESBSHS+8+SFSb#CSG= Pee S ԱՆ Յա aie HS (SkShS&SK!Az (B 


¿SBSHS+=qSSSFS"Sk$S1SISM!#SIS&SJSSSGS7$SgS&SM!) ¿ (B ¢~SBS=S&SSS (SP! "#M#SSGSPSSSHz (B 
2 $B87SF§9SKI) SNOCSGSO! "#MASSGSOLSSESKEDEOFSADE- ee SiS STSFSSSkSHS+3 (B 
éESBSSSISSSHS+¢ (B (¿SB>P¿ ¿$B!K¿ (B 


¿SBSASJS_ pea tava SNS ee $031 %S8V3i83 !<S$GDs6!S5S1SFSSSkSiS7TSSSNSG!"¢ (B 
éSBHC!\!\BP1~$N%3%S%03$ Si SGSb; ԷՏ ( $k§48b$751$" S;Ss!# (B 
é$B:, @-S$$1$F;n$7$FS_SkSH$$$$$+$bz (8(՞՞) 


=~ 


¿$B$=$1$G$0o!*¿ (8(՞՞) / 
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X-Mailer: Mozilla 4.04 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:935 scea.yaroze.freetalk: 
641 


Nah, I prefer the way they've done it, with two *types* of vibration. 
If I'm driving along a bumpy track in a crappy C class car in Gran 
Turismo then I'll get the slow vibration from the larger motor. But 
if I scrape the wall or get nudged by another car I get a quicker 
vibration from the smaller motor. This is great, and is what enhances 
gameplay. 


I honestly think that if you had left and right vibration as you 
described you wouldn't feel it properly, as the controller is too 
small for that. The controller would have to be split in two, with 
independant casing that didn't interfere with the other half. Too 
difficult, not worth it IMHO. 


VVVVVVVVVVV VV 


Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 

are not out to get me." 
--MESSAGE FILE 2232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00935 


T 


--MESSAGE FILE 2233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000936 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: jokes on web page 

Date: Fri, 15 May 1998 02:48:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <355bac98.32376324@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup1l4.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


ive just put up some amusing stuff on the first page of my web site. 
It was nicked from an american site, but i havent credited them, 
because my girlfriend once worked there, and then she forgot about me. 
Im not really bitter :) 


I removed the typical amercian references that we wouldnt get, and 
added one of my own (see if you can guess which one!). 


PS, I also changed my dynamic.zip. theres now a readme.txt included, a 
screen grab to look at before you download + you dont need to compile 
Tt firsts 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 2233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00936 


—-MESSAGE FILE 2234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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--MESSAGE FILE 21163 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O7html.html 


--MESSAGE FILE 21164 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0008html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?QysrGyRCJEIMICULJVOHPCVIISkbKEo=?= 

Date: Thu, 17 Apr 1997 23:32:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <33563472.3938@ymg.urban.or.jp> 

References: <5j2b3cSnim@newsl.scei.co.jp> <3355EEAD.E7C@ymg.urban.or.jp> <5 j4v4rS18f 
@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Yasuo Higano wrote: 


> ¿$B!!$H$J$"$($:!"; (JexezSBS@S1F~S1BXS (SFS_$?Si!"S53stWSkSNz (Jincludez$BSNItd, $rz (J 
> չՏ8-զՏ-49Տ (525 57ՏԲ 1 "ՏՅՏՏՏՕՏՏՏԵՏՕՏԱՏ»Տյ5-Տ75Տ2145ՇՏԵՒ"ՏԶյՏՏՏ/ՏՇՏ-Տ՞Տ: (Մ 

> ¿SBSs!&!&!&¿ (JU (T 

> T)¿SB!!SbS&SASgSCSH!"S$,SSSPSCSF$S_S*“S9!&!&S1SI!"S@S1S+SdSjJS+S?S*S7S(¿ (J 

> ¿SBS$SFS$S/S1S'!*!*¿ (J 


-- 


éS$B!!S$&!<Ss!"2a5n$NEj9FSNSIS3$+SK4X0"S$7$25-;v$,$"SCS?S+SbS7$1$%S; $s (Մ(՞՞չ 


> ¢$B!!¢ (JCodeWarriorz$BSO!&!&!&!!S?S@S8ScSTSSSGSIS+SiSMS'z (Մ(՞ ^; 
> 2581 118-` $N3+H/4D6-$G<B9T2DG=SJTSU% ! &$%k$, =PNOSGS-SISSSCSF!&!&S=S1SCz (J 
> ¿SBSF!"S*SC$?S/;H$S(SJSSSsS8Sc!)¿ (JU(“ ՞չչ 


¿$B!!¿ (UMacintosh¿S$B$G3+H/$S7$S?$S$SJ)$SN>19g!"B>$SKA*Br;h$Š,$J$$SSG$9S+Si¿ (Մ(՞՞չ 
¿$B!!¿ (JWindows¿$B>e$G3+H/$7$?$$>19g$b$[$\FIMM!#¿ (J 


¿$B!!¿ (JCW for PS¿$B>e$GF0:n$5$; $k; v$N$G$-$k%U%!%$%k$O=PNO$G$-$k$h$&$G$9!#¿ (J 
¿SB!!SDS“Sj!"¿ (ICW for PSzSBSr; }$CSF$I$$?M$OF0$+$; SISS!"SHz (I(^^; 
é$B!!Sb$72~A1S5S1SF$?$i%U%) 3m! <Sh$m$7$/!d; H$C$F$i$C$7$c$kJ}!#¿ (J 


> ¢$B!!;d$SOSb$&!"%/%iS9ISHS+SIS7TSKSOR@8S$-SiS1SISSBNSKSISCSFS7S“*SCS?SNSGz (J 
> ¿SBS9!&!&!&¿ (J 


¿SB11%*%$VS8%S'%/%SHSbSŠIS-¿ (J (¿SB>P¿ (J) ¿SBSr<+J, $G<BAUS7$?SjSHS+!":GE, 2=SHS+¢ (J 
¿SB!!9MS (SFS7S2S&SHSIS&Sb ¿ (JC++zESBSOST! ASH; WSCSFS7S*SSS*S9¢ (Մ(՞՞չ 

--MESSAGE FILE 21164 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O8html.html 


--MESSAGE FILE 21165 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0009հէոլ. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "¢SBS&SKz(J" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++z$BSOL$%5%]!<%H!)¢(J 

Date: 17 Apr 1997 18:14:48 GMT 

Organization: miyako 

Lines: 13 

Message-ID: <5j5pao$3cj@newsl.scei.co.jp> 

References: <5j2b3cSnim@newsl.scei.co.jp> <5j5bn6$285@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.38 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS&SKSGS92 (J 


¿SB;dSO!"¿ (UC++¿ SBSr;HSCSFSSS S9!#¿ (J 
http://wwwl.scei.co.jp/Forum/program/archive/test/ 
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éSBSN!"z (JgppPsx.1zh ¢$BS@$C$?S$+Sr%0%&%Sssm!<SISISKSHSSSSSGS7TSgGS&!#e (J 


ESBSdSCSQ! "3 (JC++zSBS@SM! #3 (J 
Javaz$BS, eri ԱՆ 


Taisuke Fukuno (uni@po.miyako.co. jp) 

http://sariel.miyako.co. jp/~uni 

--MESSAGE FILE 21165 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
O9html.html 


--MESSAGE FILE 21166 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0010htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Chaochi" <chaochi@da2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++zSBSOLS%$5%]!<%SH!)¢(J 

Date: 17 Apr 1997 18:19:30 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <01bc4b5b$8908e560Sa1b484d2@so-net.so-net.or.jp> 
References: <5 j2b3cSnim@newsl.scei.co.jp> <5j5bn6$285@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.180.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SSSASO!#$3$3$X$O=1$+$-S3$_$+$I!) (J 


>¢SBS"S$1S@51%, SA%, SASNS*SV% X8-$C$F%21!<%`%W%m%$0%i%`S$KS$O¿ (J 
>¿$B8-S$+SJSSSSS8ScSJSSS+SJ!) 

s i ԱՀԱ ար r ԱՆԱՆ ՋԱՆ 2 ԱՈ ՋԱՐ 
ESBS?S*SGS$ 9SYSFC{>] 2=STSFS7S*S ($k$7!&!&JQ?t$, $/Si S9FOICSK1#S$; SkSNSG8+DLS7SbSh¢ (J 
¿SBS/SJSkS7!#¿ (J 

¿SBS?S@!&!&¿ (J 


>¿$SB%Sasb%j!<SH%9%F%C%$WSNL5BLS8ScSJSSSGS9S+!)¿ (J 


¿SBS3SNLdBJSOHrS1SiS1 LSUSSSGS7SgS&SM¿ (J; :2588-: _SN%3%s%Q%S%iS, SISNDxEYS+SSS3SSS+J, S+ 
(J 
Pence se sais tl baker waa E E անկան Անկա E ԿԱՆՑ ՎԱ E 


ESBS&! #2 (J 
ESB! &!&S=S1SGSb!"SSSHST#C!\!\SKSISISFS7S*S&SHSDS&#CSXSOLAS1SISS$SGS9¢3 (U (“ ; 


¿$B8=:_<+J, ՏԱՅ ՈՐՈՆ ՏԱՏՏՏՄՏԼՏՏԻ:ՒՈՏՇՏԲՏՏՏ՞Տ9Տ, !&!1&;~4VSIS/SF3: (J 
¿SBSGSs$GSs?JS SJSS¿ (J; _; 


¿SBSAScS*SA¿ (J 


--MESSAGE FILE 21166 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
l0html.html 


--MESSAGE FILE 21167 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0011htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "F.K" <ku203986@fsinet.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IExEGyRCUCxXGMCOQrJEokJCROJEckOSQsGyhK?= 

Date: 18 Apr 1997 01:34:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <0Olbc4b8£$949301c0$700ad7ca@ku203986.fsinet.or. յք» 

References: <Olbc4a72S7aefe300$c26fd7ca@ku203986.fsinet.or.jp> <5 j3rs7$s79@newsl.sce 
i.co.jp> 

NNTP-Posting-Host: 202.215.10.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
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ՀՏ8ՏԼՏԵՏԵԼ"չ (JF.K ¿$B$G$9!#¿ (J 
LD -L/PSX/LIB .... 


¿SBSGF0S/ShS$S&S$SK$J$j$2$7$?!#¿ (J 

ESBS7$+S$7!"3 (JLIBPS.A :58Տ,523955/555151555157Տ/ՏԻ: (J 
ESBSISSSVSiSISN4AX?tS, ՏՄՏՏՏԱՏՏՏՇՏԲՀ (Si!<$,=PS*S9! #3 (J 
¿SBS%A$@2?$+@_Dj$%*$?$O%S*SW%$7%g%s$,B-$j$JSSSsS$SGS7$SgS&S+!# (J 
-1 LIBPS.A ¿$B$H$+$7$F$b$@$a$G$7$?!# (J 


¿SBS=S$S1S$+$i!"%$S%s%@%S%1%/%H%U%!%S%kSCSF;H$ (ՏՄՏՏՏՏՏՕՏ7ՄՏ9ՏԵՏՀԱ Վ, (J 
ESBS5SSS/SISKS*SVS8S'S/SHS, B?SSSHS3S°SSSISIiSSESS, S"SUSISFSTS*SSS*SOI! #2 (J 


ESBSSSSSOSSS1S/SHSUS!SSSkS, ԷՏ (SkSNSGS"S1SP!"z (UGCC¿SBSG%S3jJ%s%$/S7SFSbSSSSSsSGS9S1SI!# 
¿ (J 


¿SB<ALd$SP$+Sj$G?=S7Lu$S"SjS%%$;SsS, !"Sh$m$7$/$*4jSSs7$*sol#e (J 
F.K 


--MESSAGE FILE 21167 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
llhtml.html 


--MESSAGE FILE 21168 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0012htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJVclbSVzJIVc1SCOsISIkRyRGJDMkShsoQg==?= 
=?1SO-2022-JP?B?GyRCUCQhI xsoQg==?= 

Date: Mon, 07 Apr 1997 00:14:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <kamon$21c519970407001426@news1.scei.co.jp> 

References: <3342D903.1E19@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.136.1.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! !SOS8Sa$S*S7SF!"¢ (BZEEKZSBS5Ss!#2CLgGSGS9! #2 (B 


masami ito <masa@ta2.so-net.or.jp> oo 

>¿SBS3SsSKSASO!"SOS8SaSFS+S-S S9!#¿ 
>So-net¿SBSGSO!"; ( S eee U (BZEEK: SBSGS*SMS,SSS7S*°S9!#¢ (B 
> 
>z SBSGSO!"K\BISX! #¢ (B 
> FAQ. SBSNSHS*S4SK!":FA* :ՈՏ7Տ2ՏՏՏՇՏ9Տ5, !"STS&SKSb¢z (BSIOCONS; SBSHS7SF% (25521Հ. (B 
¿SBS*S7SFSb;¿ (B 
> ¿SBSJSKSbJ8; Z$, SGSFS3SJSSSsSGS9!#¿ (B 
> ¿SB%W%m%$s%sW%SHSŠSbSGSFS3SJSSSsSGS9!#¿ (B 
> ¿SB!&J*M)E*SKSO!"S7SCS+SJjSDSJS, SCSFS*S9!#z (BCOM2¢SBSrSDS+$CSFS$*$9$+Si¢ (BCOM2¿ SBSK 
¿ (B 
PS¿SBSOS5S7SFS"SjS%“S9¿ (B 
¿SB!&¿ (BPSX¿SBSH¿ Արանեա US!SSSkSO!"z (BC: ~SBSNS7S?SKS=SNS*S*SSS1S*°S7S?¢ (B 
¿SB!&¿ (BTMP $B$O!"?7$7$/$D$/$J$^$7$?; (B 
¿SB!&DL?.B.EY$O!"¿ (BPC PS¿ ՏԱՑ ԵՅԻ "#968080: (BBPS;$BSG$9; (B 
Ա 5 a $984!) (B 
55 A 5 O & 

¿SBSIS3S,SAS,S&S+S, |"ՏՏՏ՞ՏՕՏԻՏ1ՏՄՏՏՏՏՏՕՏ9 14, (B 


> 
> 
> 
> 
> 
> 


¿$B!1%G%U$) i (BCOM1; $BSr; HS&ShS&SKSISCSFSSS*S9SNSG!"z (BCOM2¿$BŠr;H$&>l9g$0; (B 
djsetup.bat¿$B$r¿ (B 


set DTLH3000=0x2f8,3,9600 


¿ $B$H=q$-49$ ($KI, MW$, S"SjS S9SM!I#S A S@S5S1SFSJS+SCS?Si;nS7SFS_SFS/S@S5SS¿ (8 
¿SBI#S8Sc!"S,SsSPSCSFSM!A!#¿ (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 


Net Yaroze newsgroups message dump.txt Page 14194 
Taro Kamon 


--MESSAGE FILE 21168 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
12html html 


--MESSAGE FILE 21169 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0013htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?= ) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: Ct++=?ISO-2022-JP?B?GyRCJUEIMICULJVOhHPCVIISkKbKEI=?= 

Date: 18 Apr 1997 20:01:21 GMT 

Organization: FreaksFactory 

Lines: 40 

Message-ID: <5 j8juhS9mp@newsl.scei.co.jp> 

References: <5 j2b3cSnim@newsl.scei.co.jp> <5 j5bn6S285@newsl.scei.co.jp> <Olbc4b5b$89 
08e560$a1b484d2@so-net.so-net.or.jp> 

NNTP-Posting-Host: 210.132.225.66 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


In article <01bc4b5b$8908e560S$a1b484d2@so-net.so-net.or.jp>, chaochi@da2.so-net.or.j 


p 
says... 


ESBSISb! "Nk$rSD$1$?G-SGS$9! #2 (B 


>>¢SBS"$1$@$1%,%A %, SASNS*8VE8%"8/ 8H; X8~SCSFS2!<%° SWoms0%1%> SKSOz (B 
>>¢SB8~S+SISSSsS8ScSIS$S$+$I!)¢(B 
ji n ՏԵՑ 451645 30:4 Sds5SSens WSEeNSUSOS, Ve E E (8 
ԱՆՈ ԱԱԿ ԱԱԿ 03 T. ԱԱ T YU YEYE 
>¿SBS/SJSkS7!# (B 
¿$B$3$1$0;W$$$^$7$?$M!#¿ (B ¢gS$B<B:]!"%2!<%* >eSKB8:_S9SkJ*BNSN; (B 
S SBOTFOSO; vAOSK7h$* SCSFSS$kS0$1$@57! #2 (B 
éSBI=<(!&0\FO!&H=Dj!&GZGK!&!&!&$_S?SSSK! #2 (B 
ESBSISSSH+!I"!{!{SD%/!<SkE*463PSG!"J,$+Sj0WSSSGS9ISM! #¢ (B 


>>¢$B%asb%j!<SHS9SFSCSWSNL5SBLS8ScSISSSGS9S+!) 2 (B 
22 SBS3SNLdBJSOHrS1SiS1sJS55GS7595c&SM; (B; ¿SBS=: SN%3%s%0%5%is, SISNDxEYS+S$SS3SSS+J,¿ 
(B 
> $B$i$J$$$1$I!"5!3#81%1%Y%k$GŠN:GE, 2=$^$G9M$ (SFAHSsS$S@G#CSKS$SOE-D15ZSP$JS$SS$SSGS7;¿ (B 
>i $B$&!#¿ (B 
2 SB$J$5$; !"#D#0#S; BeSO#CShSj%s"s;sssVsisrA*5s50% S/SASGS9SSSG!"¢ ( 
ESBSISESTSESD!"Dcs1% YSkSXN.S1SkKSH8@S&S+!&!&!&E(B 
¿SBR#CSNSi%SS$S%V%$Si%j!<$r?.MO$GS-SJ$$SSbS$Ss$G!"#C!N!NSJ$SsSF59;)$SA0-$/SŠF¿ (B 
¿S$SBS7Sg$&S,SJSSSHSSS&!&!&!&S3S&$$S&9MS (SCSF8ESSS+Sb!#; (B 


>¢$B!&!&S=S1SGSb!"SSSHST#C!\!\SKSISISFS7S*S&SHSDS&#CSXSOLAS1SISSSGS9¢ (8(՞՞չ 
ESBSSSd!AS[SsSSHSK!"!Vz (B//2$B%3%a%S%H! WL5SSSH5S; }SAO-S$/SFBLL\S$G$9¢ (B(;_;) 
¿SB%3%a%s%$H%*%?%/$J; sa Oe s pee S S աք 
ee ՆԱ ԱՅՅ ՏՏՏԼՏՇՏ/ՄՏՇՏՏՏ՞Տ7Տ2Տ51չ (B 

¿SB65S (SF2<S5SS!#2(B ¿$B$*4J$$$7$^$9; (8(՞՞չ ¿SB%*“SA!&SOSa!&NO5;#O#K!#;¿ (B 


»:588-: ՀԳՄ, @LMOSG#P#SMOSN4IC1$I%/%i%9SiS$%3VSiS {Sr :nSCSFSSS*S$9S, 18 15:-4ՄՏՄՏ/: 
¿SBSGSsSGSs?JS SJSS¿ (B; : 
“paz iro rea SGSI RI TOTES STENI NSCSFSKSs$G$9$t!) Հ (8(՞՞) 


P.S 

¿$B$7$+$7!"SW%1%9%F$N=i4|2=$C$F#3#DMm$` $@0$1$K!"$a$s$I$/$5$$$C$9$M!#; (B 
E ee 5 ԱՆ 
ESBS*SKSES"SkKDLS jSG35SMFOS/S7SM! #2 (B ¢gSB5W! 9SK!"SWSmS0%i%* =qSSSFSF3ZS7SSSGS9! #3 (B 


--MESSAGE FILE 21169 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
13html.html 


--MESSAGE FILE 21170 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0014htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: nobusige <nobusige@na.rim.or.jp> 


Net Yaroze newsgroups message dump.txt Page 14195 


Newsgroups: 
Subject: =?i 
Date: Sat, 1 


Organization: 


Lines: 11 
Message-ID: 


playstation.ny.program.beginner 
so-2022-Jp?B?GyRCJTMlcyVRJSQla0p9SyEbKEo=?= 
9 Apr 1997 15:45:17 +0900 

NTSystem 


<335869FD.1BF8@na.rim.or.jp> 


NNTP-Posting-Host: 202.247.156.126 


Mime-Version: 
Content-Type: 


Content-Tran 
X-Mailer: Mo 


¿SBSOS8SaS S 
¢ $BAaB.<ALd$ 


ESBSISSSVSIS4 
¿SB!V¿ (7222. 


1.0 

text/plain; charset=iso-2022-jp 
sfer-Encoding: 7bit 

zilla 2.011 [ja] (Win95; I) 


TSE !"2CFH#SHSSSSS*°S9! #2 (J 
GS9¿ (J 
!<S+SiSSSmSSSm>pJsSr=8SaSFSSS?Si!";¿( 
c ¿SBSO%S3%s%O%sSSk; cones (J -GO ¢SBS* SWS Peers S1STSSShHSE&! #2 (184 (J 


ESBSH8@S&5-=RS,S"SIS*STS?!#E (J 


2 $BS$O$2$7SF! 


"SIS3SKIUSISISPNISSSNSGS7SgS$&S+!) 2 (J 


¿SB2CF#¿ (J 
——MESSAGE FI 
l4html.html 


—-MESSAGE FI 


nobusige@na.rim.or.jp 
LE 21170 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


LE 21171 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0015html.html 


Path: chuka. 
From: GSX-R 
Newsgroups: 

Subject: Re: 
Date: Mon, 2 


Organization: 


Lines: 14 
Message-ID: 
References: 
Reply-To: ko 


NNTP-Posting- 
Mime-Version: 
Content-Type: 


Content-Tran 
X-Mailer: Mo 


nobusige wro 


¿SB%S1SSSVS 
¿$B!V¿ (722 
¿SBS$SH8@S&5 
¿SBSOS?S7S 


VVVV 


¿$B!!$*$=$i$ 


¿$B!!C/$, :nŠ 
¿$B!!$=$1$,$ 


playstation.co.uk!news1.scei.co.jp!usenet 
<kouzou@ymg.urban.or.jp> 

playstation.ny.program. beginner 
=?iso-2022-jp?B?GyRCJTM1cyVRIJSQ1a0p9SyEbDKEo=?= 
1 Apr 1997 20:07:36 +0900 

PlayStation Net Yarouze 


<335B4A73.1ED@ymg.urban.or.jp> 
<335869FD.1BF8@na.rim.or.jp> 
uzou@ymg.urban.or.jp 
Host: 202.231.136.53 

1.0 

text/plain; charset=iso-2022-jp 
sfer-Encoding: 7bit 
zilla 3.01 [ja] (Macintosh; I; PPC) 


tes 

i%j!<$+$i$$$m$$$m>pJs$r=8$a$F$$$?$i!"; (J 

Ե ՀՏ8ՏՕՏՅՏՏՏՕՏՏՏԱԵ: a -Շ0 ¢S$BS*SWS7%gSsSrK:S1SISSShS&! #2 (I#¿ (J 
-=R$, $"$J$^$7$?!#¿ (J 
F!I"STS3SKIUSIS1ISPNISSSNSGS7SgS&$+!) ¢ (J 

/ 1": (Jmakez $B%U% ! $$%kSK5-=R$ 9SkSbSNSH; WSOS1S%S9! #3 (J 


CS?SpSNSG!"SIS&SSS&SU%S!SSSkL>S+SoS+$jJS%S$S;SsS+!)¿ (J 
oS+$S1SP!"S$Sb$&>/S7E*3NSK@bL@SGS-SkSH;WSSS*S9!#¿ (J 


é5B!!@) :n<TK\?M$+Si%U%) 3m! <S$,S"S$kS+SbS7S1$%°S;Ss!#2 (J 


¿$B!t¿ (JSCE¿ 
——MESSAGE FI 
l5html.html 


—-MESSAGE FI 


SB@) :nSNSbSNSGS"S1$P!"4|BTS7SIS$SI}$, Sh$S$+$H¿ (Մ(՞՞չ 
LE 21171 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


LE 21172 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0016html.html 


Path: chuka. 
From: "LEO" 
Newsgroups: 
Subject: =?I 
Date: 21 Apr 


Organization: 


Lines: 45 
Message-ID: 


playstation.co.uk!newsl.scei.co.jp!usenet 
<sat@mxn.meshnet.or.jp> 
playstation.ny.program.beginner 
SO-2022-JP?B?GyRCI3MjaSNviI2MjbyNul 3MhJSE1LISUbDKEO=?= 
1997 14:45:21 GMT 

PlayStation Net Yarouze 


<Olbc4e61Sf20465e0Sec6acd85@sat .mxn.meshnet.or.jp> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 133.205.106.236 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SsSPSsSo!#¢ (J 

¿SB65S (SFS/S@S5SS!#2 (J 

ESBS*S@%S; SCSHS, FOSSSFO1=54VB-SiS$:SN<cGZ<TSGS9! #2 (J 
¿SB#9#81]9u#P#SSN@NXB35SNS?$aSKJQ4 %s"%@%W%?SOGcSCSFS- eno. ՏԱՏՈՀ (J 
¿E $BS0%i%S* Sr9u#P#SSKAWSKS3SHS, SGS—SISSSHS&SISNSGS9! 4. (J 

ESB! &!&!S#p#S#tx! ofsStatm#pHtl#e ! of cHhtetc#k ! d#s#ito#cHotN#SS LS TSF: (J 


ESBis#ito#tc#otNts!]!]#PHliaty#sHtt#att#itoin! !¢dtet#btutg! !#s#y#sHt#es (J 
¿SB#m!%!%!%¿ (J 

eSB!!! 1#fdoHr! | #DETHLANESHOFO#O! 1#1#49#9#6!2#0#812#2#6! | TOES IKE (J 
ՀՏ8111 11919192 (J 

ՀՏ811111915152 ՆԱ 
¿SB#I!?#O!!#af#d#d#rl'a#0#x#0#0F3#0!S#I#R#Q!a#4!J#vielic#it'la#fO0#Fx#0O0#0#0;¿ (J 
¿SB#c!S#8#2#5#9l1a#0#0!K;¿ (J 

¿SB#B#ATUFD#R#A#Y#T!a#9#6#0#0¿ (J 


¿SBSH!"=PSkSHS3SmS $GSO9TS/SN5G595,1"S353SGfE#fn#ftfetr$-!<šr2!575F5bu (J 
¿SB!d!dsWsm%sssWsHS, 5 eee eee 3S°SSSISGSPSCSASUS! :¿ (J 
¿SB%$S%Sk#a#u#t#oSr8FSS=PS9SH; (J 


ESBEBELENFAFREY ! | #WHERELETHE! !#t#i#ñm#e#o#u#t!*;¿ (J 
¿SB#a#u#t#o!!#cho#mimia#n#d#s!!#ha#l#l!'!#s#ht#olip>(J 


ee 3%“%s%I$G#mi#a#i#ñn$Sr%s@%s&%s%m!<%$IS$S7SFŠbF1;¿ ( 
ՀՏԹՏՑՏ (Si!<S,=PS*S9! #3 (J 

n ) $k S@Sr:nSCSFSASCSFSSS?SNSGS9S, !"#a!l'SISiz¢ (J 
ESBSSSVSNSK!<SHSGSH#SLS/SHSISKS*SSSFSbD!"FIS8SGS7S?! #2 (J 


i SBSRSHSDOMS (SiS1SkSNS, !"%-%C%H$, Mh$?= iF |$+$i2tF | 4V!"#9#8MOSNSis$3ve 
2SB%i%4jSr2rE*° $9SkSHS-SK!J2rE* 3D!<%k$,51<0$NS$?S$a!K% (Si! <$,=PSFSSSKSN; 
ceRgrSSSEStS: pISaSF$$S752Sal "FdFo#SSNG_Djsrs$S8S/$j28879FS$S7S39H5, Ն 
ESBS"SkSNSG$ 98, !JS=SN; ~$h$; SPSSSSSNSKDL?.%] !<sH$r$$$8$C$?5-21Sb$"$kz 
ESBIK! #2 (J 

2SBS3$1SOS$RSHS*S: ! V@5>o0$KFO :n$7$FSS$S$k ! WSH8@S&S3SHSTSNSG4X78SIS$S$+SH3 (J 
ESBSO;WS$$*$98, 16161618. (J 
¿SBSJSsS; ee Ses"SkSHOCSCSFSSSKSNSGS3SNJIUSKM}M3S, ¿ (J 
ESBS"SKSNS+S$H; WSSS*S7SF! #2 (J 


J 
J 
Ս 
Ս 


anna 
լ 


sat@mxn.meshnet.or.jp 
<<LEO>> 
satoru suzuki 
NAGOYA 


Page 14196 


--MESSAGE FILE 21172 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


l6html.html 


--MESSAGE FILE 21173 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0017html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Tkahiro Yamaguti" <takay@alphatec.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?=1BSBH#R#P#GSN:n$jJ} 65S=28SFS/S$@$5$S=1B=28B?= 
Date: Tue, 22 Apr 1997 02:39:15 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <5jg8s0Skn0@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.225.87.44 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Net Yaroze newsgroups message dump.txt Page 14197 


¿SB#R#P#GSN%s2!<%` SOBgBNS3SsSJIwSK:nSkSsS@SHSSS&¿ (B 


ESBCN<1$r$*; }SASNJ}!"65S (SFS/S@S5SS$!#!IBgBNSNN.$1$r!K¢ (B 


2$BS0$?$/S7SNF, SNCf$G$SO¿ (Bswitch; $B$dz (Bif 
éSBSNKDBg$J>r7oJ, 4ԵՏ7ՏԻՏՄՏՏՏՏՏՇՏ9Տ, !"¿ (B 


¿SBSdSCSQOSjJS=$1S7S+SJSSSSSGS9S+!)¿ (B 
TAKAY 
takay@alphatec.or.jp 


--MESSAGE FILE 21173 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
17html.html 


--MESSAGE FILE 21174 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0018htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?0?=1BSB#R#P#GSN:nS$jJ} 65$=28SFS/S$@S5$S=1B=28B?= 
Date: Tue, 22 Apr 1997 17:48:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <kamon$21c519970422174806@news1.scei.co.jp> 

References: <5jg8s0S$kn0@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2 SBS3$sSKSASO!"z (BTAKAY; $B$5$s!#2CLgSG$9! #3 (B 


"Tkahiro Yamaguti" <takay@alphatec.or.jp> wrote: 
>¿SB#R#P#GSNS2!<%` SOBGBNS 3$sS$JIwSK:nS$k$sS@SHSSS&z (B 

> 

>¢SBCN<1$r$*; }SASNJ}!"65S (SFS/S@S5SS$!#!JBgBNSNN.$1$r!K¢ (B 


¿SB!!KMSO#R#P#GSr:nSCS?S3SHS,SJSSSNSGShS/SoS+SiSJSSSGS9S,!"¿(B 

kame¿ $B$5$s$, !'V#C#R#Y#SHTHA#L'WSC$F$$$E#R#P#G$r:G6a%j%j!<%9$5$1$^$7$?!#z (B 
é$B%=!<%9SbIUSSSFSkSsS$G!"M7$s$GS$_SFS$+S$i%=!<%9$Sr2r@O$ 9SkSHIY6/SKSISkSHz (B 
¿SB;WS$SS“S9Sh!# (B 


¿SB!!S"SHI!"#S#F#C$SN!V#R#P#GSDS/ !<%k! WSbSSSY%s%H41M} SN; EJ} SNJY6/SKSISkz (B 
2 SBS$+Sb$7$1$°S;$s!#C£8ESGOBSSSNSrC5S7SFS_SFSOSSS$+S,SGS7SgS&S+! #2 (B 


2$B!!$,SsSPSCSFS/S@S5SSSMIA! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


--MESSAGE FILE 21174 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
18html.html 


--MESSAGE FILE 21175 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0019htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: =?1s0-2022-jJp?B?bWlmZXMbJEIkSyREJCOkRhsoSg==?= 
Date: Tue, 22 Apr 1997 23:07:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <335CC62B.5695@super.win.or.jp> 
NNTP-Posting-Host: 202.26.12.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 


Net Yaroze newsgroups message dump.txt Page 14198 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


¿$B;d$0:#$^$G¿ (JDOS: SBAk$G; (Jmifes¿$B$r; HMOS7SFSS$S$?SNSGS$9S, ¿(J 
ESBSSSDSN4VSKS+; (JDos; SBAkKSG; (Jmifes;$SBSrN) SA>eS2SkSH; (J 


command>mifes;$B!!SH=P$?S*S$%¢ (J 


¿SB#1#0ICS$S0SiSSS?S?2SJSSSH O (Imifes:$B$,N) Տճ»օՏ, $iSJ$/¢ (J 
ESBSISCSESTS*SSS*S7$2 ԱՔ: (J 

¿$B!J¿ (JDosz$B%b!<%I$G5/F0S$ 9SkSHS$3$sS$J; v$05/$3$45%S;$s!Kz (J 
éESBKt!S=*N; S9SkSHS—Sb#1#0ICSOSiSSBTS?S5S1S*°S9!#¢ (J 
¿SBS$S=S3SG¿ (JWindows; SB4XO"SNSUS!% oe k$rO1lEYA4SF>C5nS7S$F3 (J 
¿$SB%$%s%9%H!<%k$7D>$7$?$N$G$95$, ¿ (J 
£$B018~SKIQ2=$,M-S$4$*°S;SsSGS7S?!#¢ (J 
¿SBSISJS?S+S*J,S+SJjJSKSUSkJ)S, $$SiSCS7$c$$$*$7$2$iz (J 
ESBS"STSPSSSISYD:S—-S?SSSNSGSIS, !&!&!&!#¿ (J 

--MESSAGE FILE 21175 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
l9html.html 


--MESSAGE FILE 21176 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0020html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCI1I JUCNHJE4 6biRqSn02NSQOJEYkLyRAJDUKJBsoSg==?= 
Date: Wed, 23 Apr 1997 00:03:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <335CD34A.28D8@ymg.urban.or.jp> 

References: <5jg8s0Skn0@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Tkahiro Yamaguti wrote: 


> ¿$B$0$?$/$7$NF, SNC£SGSO¢ (JIswitch;: $B$d; (Jif 
> ¿$B$NKDBg$J>r70J, 0146149117 ԱՂԻ) 
- 2 SBSASCS0$4$= S1S7S+SJSSSsSGS9S+!) 


¿SB!!5?;w%%“%SkSA%?%S9%/$r;H$S&Š$SH!"KDBg$J>r7oJ, 4t$0$J$/$J$J$^$9!# (J 
¿S$ŠB!!;DSKkKSN$O!"$7% J%j%**A4BNSKS+S+SoSk>r7oJ, 4t$H!"¿ (J 
¿$B!!>.$5$$MWAG!J%-%c%i%/%?!<$NF0$- pestis TrITSKS"$28CS79H9+1"S | (SSS+SESSSHE (J 


¿SB!!S7S?2S+SIS&S+SHS+!KS/SiSSSKSGS-S S9!#;¿ (J 
--MESSAGE FILE 21176 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
20html. html 


--MESSAGE FILE 21177 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0021html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: "Tkahiro Yamaguti" <takay@alphatec.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?Re:_=1BSB#R#P#GSN:n$jJ} 65$=28SFS/S@S5$S=1B=28B?= 
Date: Wed, 23 Apr 1997 01:02:19 +0900 
Organization: PlayStation Net Yarouze 
Lines: 29 
Message-ID: <5jinibSnsl@newsl.scei.co.jp> 
References: <5jg8sO0Skn0@newsl.scei.co.jp> <kamon$21c519970422174806@news1.scei.co.jp 
> 
NNTP-Posting-Host: 202.225.87.15 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 
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Taro Kamon wrote in article ... 
>¢SBS3SsSKSASO!"¢ (BTAKAY; SBS5Ss!#2CLgSGS9! #3 (B 

> 

>"Tkahiro Yamaguti" <takay@alphatec.or.jp> wrote: 
>>¿SB#R#P#GSN%s2!<%`SOBgBNS3SsSJIwSK:nSkSsS@SHSSS&¿ (B 

>> 

>>¿SBCN<1$r$*;)S$SASNJ)!"65S$S (SFS/S@S5S$SS!#!JBgBNSNN.S1Sr!K;¿ (B 
> 
>¿SB!!KMSO#R#P#GSr:nSCS?S3SHS,SJSSSNSGShS/SoS+SiSJSSSGS9S, !"¿ (B 
>kamezSBS5$s$, !V#C#R#Y#STRTH#ATL!WSCSFSSS&#R#P#GSr:G6a%jJ%SjJ!<%9S5S1S%S7S?!#¿ (B 
>¢$B%=!<S9SbIUSSSFSkSsSG! "M7SsSGS_SFS$+S$i%=!<%9Sr2r@O$9SkSHIY6/SKSISKSH; (B 
>¿SB;WSSS*S9Sh!#¿ (B 

> 

>¿SB!!S"SHI"#S#F#CSNIVE#R#P#GSDS/!<%k!W$b%$SSYSsSH4IM)Š$N;EJ)$NJY6/S$SKSJSk¿ (B 
>¢SBS$+S$b$7$1S*°S;Ss!#C£8ESGOBSSSNSrC5S7SFS_SFSOSSS$+$,SGS7SgS&S+!#¢ (B 

> 

>¢$B!!$,SsSPSCSFS/S@S5SSSSMIA! #2 (B 


¿SBSISg&Sb$"$j$, SHS&SASESSS*S7S2! #2 (B 
¿ $B; 29M$K$7$^$9!#¿ (B 


takay@alpahtec.or.jp 


--MESSAGE FILE 21177 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
21html.html 


--MESSAGE FILE 21178 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0022htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Tkahiro Yamaguti" <takay@alphatec.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?Re:_=1BSB#R#P#GSN:n$jJ} 65$=28SFS/S$@S5$S=1B=2 8B?= 
Date: Wed, 23 Apr 1997 01:05:22 +0900 
Organization: PlayStation Net Yarouze 
Lines: 22 
Message-ID: <5jino0Snsl@newsl.scei.co.jp> 
References: <5jg8sO0Skn0@newsl.scei.co.jp> <335CD34A.28D8@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.225.87.15 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ESBS3SsSKSASo3z (B ¿SB#G#S#X!]#RS5SSs¿ (B 

GSX-R wrote in article <335CD34A.28D8@ymg.urban.or.jp>... 
>Tkahiro Yamaguti wrote: 

> 
>> ¿S$BS$SoS?S$S/S7SNF, SNCfSGSO¿ (Bswitch¿SBSd¿ (Bif 
>> ¿$B$NKDBg$J>r70J,4t$7$+$I$$$s$G$9$, !"¿ (B 
>> ¿SBSdSCSQSjS=S1S7S+SJSSSSsSGS9S+!)¿ (B 


> 

>¢£$B!!5?;w%*SkSA%2?%9%/Sr;HS&SH! "KDBgSJ>r7oJd, 4tS$OSI$/SISjS*S9! #2 (B 
>2SB!!;DSkSNSO!"%7%I%5%*A4BNSKS+$+So0Sk>r70Jd, 4t$H! "3 (B 

>¢$B!!>.$5SSMWAG! J3-%c%i%/%?!<SNFOS—-S@SHS+!"JISKS"S?SCS$?SHS+!"% (SsSt+S&SSSHE (B 
>¢SB!!$7$2?S+SIS&$+SHS+!KS$/SiSSSK$GS-S*S9! #2 (B 


2$B5?; wS*%kSA%2%9%/SGSIS&SASCSF<B8=$ 9SKS+A [A | ՏԵՏՁՏԻՏՄՏՏՏՏՏՇՏ9Տ, 1" (B 


¿SBSIS&S79?2SiShSSSsSGS9S+!)¿ (B 


¿SB#T#A#K#A#Y¿ (B 


takay@alphatec.or.jp 
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--MESSAGE FILE 21178 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
22html.html 


--MESSAGE FILE 21179 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0023html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?is0-2022-jp?B?GyRCI1I JUCNHJE4 6biRqSn02NSQO0JEYkLyYRAJUDUKUJUBsoSg==?= 
Date: Wed, 23 Apr 1997 20:58:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <335DF973.1D88@ymg.urban.or.jp> 

References: <5jg8s0Skn0@newsl.scei.co.jp> <335CD34A.28D8@ymg.urban.or.jp> <5jino0Sns 
1@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Tkahiro Yamaguti wrote: 


> ¢$B5?;wS*SkSA%2%9%/SGSIS&SdSCSF<B8=S$ 9SkS+A[A| SbSDS+SISSSsSGS9S, !"¿ (J 
> ¿SBSIS&S79?S1ShSSSsSGS9S+!)¿ (J 


¿Š$SB!12r@b$, #UEN#YS5SSSN% [!<3° 3Z1<S8SKS"S5S*SO! HE (J 
http://wwwl.scei.co.jp/~epd00359/ 

2$B!!;d$N%[!<%°32Z!<S8SKSO! "#CSGSN<BAUNCS, Տ"ՏյՏ՞Տ9չ (Մ(՞՞չ 
http://wwwl.scei.co.jp/~afq00202/ 

2SB! ! @SSNCESKSOSHSCSHS* SHSbDSI<BAUSNS7$+5$25, S"SkKSOS:SGS9SNSG!"3 (J 
¿$B!!8+$D$1$?$i; d$K$b65$ (SF$/S@S5$S$¢ (J (^^; 


--MESSAGE FILE 21179 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
23html.html 


--MESSAGE FILE 21180 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0024htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "LEO" <sat@mxn.meshnet.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiNzI2k jbyNj128 jbiNzISUhJSE1LGyhK?= 
Date: 23 Apr 1997 14:11:01 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <0Olbc4fef$57738da0$3f6acd85@sat .mxn.meshnet.or. յք» 
References: <Olbc4e61Sf20465e0Sec6acd85@sat .mxn.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.106.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB: FSSS3SsSPSsSo!#¢e (J 

¿SBS&!<$C!"2?SHS+SJSiSJSSSNSGS7SgS&S+!)¿ (J 

ESBEGHS#G! ] #RSSOSSSNS4; XEESTISES45!<oL>!"4D6-STIST=q$+$; SFSSS?S@S-S*S9¢ (J 
ESB! #3 (J 


ESBEIFSHZHLEVEZHEOHSHETSGS IO! HHWHLFNHAHOHWHSHIESSNEDHOFSAKSGSDSIS4SESHE (J 
¿SB;WSCSFSSS“S9!#¿ (J 


ՀՏԹԱՇՏԱՀ (J 


¿SB#I!?#Ofa#d#d#r'l'a#0O0#x#O0#O#3#0!S!&!&!&; (J 
ESB! J#vtetcHt !atOFKXHOHOHOHC! SHEBHZHSHI! AFOFO! KE (J 
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0000937 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best Sepccy games . 

Date: Fri, 15 May 1998 16:24:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <355C5E3A.37CC@saqnet.co.uk> 
References: <6iimu5$jpril@chuka.playstation.co.uk> <354DD826.5019@saqnet.co.uk> <6im 
not$jpr24@chuka.playstation.co.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: atl4-011.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

To: West <wb6ac> 


West wrote: 


Did you get this regularly? The reason I ask is that I got a map from one of 
the magazines. Im sure it was from SU. (the only other mag I ever got was 
Crash). Or do you mean they never printed your version? 


> 

>> 

> >2) Saboteur 2: I made a map of this on about 30 sheets of graph paper, 
> >sent it to SU and it was never printed. Nor did I get it back. 
> >Bastards... 

>> 

>> 

> 

> 

> 

> 


Yeah, but they never printed *my* map. Grrr. Actually, they probably 
printed it well before I got Sab 2 seeing as I got it on budget. Ah, 
these things never occur to you when you're a naive 8 year old wanting 
to see your name in print... :-) 


Nick F 
-—-MESSAGE FILE 2234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00937 


--MESSAGE FILE 2235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000938 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best game 

Date: Fri, 15 May 1998 16:29:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <355C5F45.197@saqnet.co.uk> 
References: <6iilhfSjpr9@chuka.playstation.co.uk> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at1l4-011.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


West wrote: 


Surely the best handheld game ever is Sonic the Hedgehog for the Game Gear. 
This is probably one of the most addictive games I've ever played and the 
progressive difficulty of the levels is perfect (only Goldeneye betters it in 
this regard) 


Until GoldenEye/DieHard this was the only game I'v ever completed. 


VVVVVVVV V 


Its far more playable than the crap Megadrive version. 


Balls! I had the Sega Master System version (essentially identical to 
the GG version, except you could actually see where you were going). 
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¿SBSNSHS3SmSOS_SJSS5SsSOSIS&SJSCSFSSSkKSNSGS7SgS&S+!)¿ (J 
ՀՏՑՏ՞Տ21"ՏՅՏԱԼԷՄ, ՏԱՑ _DjSrJQS (SkKSKSOSTS&S9S1SPSSSSSNSGS7SgS&S+!)¿ (J 
ESBSh$m$7$/$*4jSSS7$*°S9! #2 (J 


sat@mxn.meshnet.or.jp 
<<LEO>> 
satoru suzuki 
NAGOYA 
--MESSAGE FILE 21180 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
24html.html 


--MESSAGE FILE 21181 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0025htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.beginner,playstation.ny.server.ga 

Subject: Change PassWord? 

Followup-To: playstation.ny.server.qga 

Date: 23 Apr 1997 17:15:06 GMT 

Organization: JI-SOFT 

Lines: 19 

Message-ID: <01bc5009$47fb23a0S4053cd85@ji-tan.mtc.biglobe.ne. յք» 

NNTP-Posting-Host: 133.205.83.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 

Xref: chuka.playstation.co.uk playstation.ny.program.beginner:25 playstation.ny.serv 
er.qa:6 


2$B!!SIS&Sb!"LIC6$G$9! #3 (J 


ESB! !SSS-SISjSGS9S, ! 'SM%$C%$HS$dSmS&S<%5!<%SPSXSN%m%0%S%s%Q%S9%So!<%ISrJQ99S9;¿ (J 
¿SBSkJ)K!SOSJSSSNSGS7SgS&S+!)!!¿ (UTELNET¿SBSGSO¿ (JNo 


Shellz$BSHE\SiS1SFS7S*S&S7!D!ID! #2 (J 


¿SB!!S3S1$S+Si;¿ (JHPZgSBS, 8x3+$SKSI$SC$?$ 48 9SkS$H!"<+J, $G%Q%9%0!<SISrdQ$ (S1S1SJSSSH¿ (J 
ESBSSS&SNSO! "SASGSCSHS*$ : SSMMSI5$$, ŞIŞKŞNŞG$Ş9Ş, !D!D!) ¿(J 


2 $B?@8MBg3X9) 3XIt>pdIsCNG=9) 3X2U#4G/! !Bm8s5£<<z (7 (CS26) ¿SB!!¿ (JAT/CG¿$BHI; (J 
2SBDT!!M5;V!!z¢ (d(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 


--MESSAGE FILE 21181 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
25html.html 


--MESSAGE FILE 21182 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0026htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCI11I jJUCNHJE4 6biRqSn02NSQO0JEYkLyYRAJDUKJBsoSg==?= 
Date: Sun, 27 Apr 1997 00:49:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <336223F3.5230@ibm.net> 

References: <5jg8sO0Skn0@newsl.scei.co.jp> <kamon$21c519970422174806@news1.scei.co.jp 
> 

NNTP-Posting-Host: 202.135.105.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 
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ESBETHAHK#HAFYS5SS!"SOS8SaS*STSF! #2 (J 
¿SB2qOwHV9f¿ (Jdcn01516; SBSN550£>05WSGS9! #2 (J 
2SBIVECHREY#S#T#AEL! WSr :nSC$?SbSNSGS9! #2 (J 


éESB2CLgGS5SsS, !";dSN:nIJSr>R2p$7$F2<S5SCS$?SNSGS9S, !"¿ (J 
¿SB !V#C#R#Y#S#T#A#L!WSNS=!<%9%j%9%SHS$O!"SOSCS$- so m 
¿SBS“SkSG;29MSKSJSiSJSSSH;WSSS*S9!D!#¿ (J 
¿SB:nS$SCS?<+J,SGSbShS/J,S+SiSJS/SJSCSFS7S“SCSFSSSK¿ (J 
¿SBSHS3SmSbS"SjS*S9S7!D!#¿ (J 


¿$B; 29M$K$J$k$+$I$&$+J, $+$j$^$; $s$,!"¿ (J 

¿SBSH$CSWs@s&%s!&%W%m%0Si%_ 55 2 G pO ԱԱ 
¿$B4JC1$JOC$, ! "01$SDSN%S2!<%`$r9MS (SkSH$-—!"¿ ( 

¿SBBgS- SJ=hM)S4SHSKJ,S1SF!0S5SiSKBgS-S$/J, ` Աա ագրո աոան 
¿SBCfS/SiSSSJ=hM)S4SHSKJ, $1$F!DSH!"SISs$I$s:Y$+$/J, Տ1ՏԲՏՏՏ-Տ՞Տ914չ (J 


ay 


éESBLLE] $G$9$, !"S$3S1SrSd$kSHSW%mS0%i%_SSS0SN; ~SKSOz (J 
éESBK\EVSK6/NO!"SJISOS:SGS9!D!#¢ (J 

2SB!JS=S&SO8@SCSFSb!I"!VS"S"!"S3SN=hM}K: ՆԱՆ ԱՆՆԵ ՏՐ 
éESBSAST$_SK!"; dSNSWSm%0%i%S_%SS0SN4pK\$OS3SN%S9%?SSSkKSGS9S, !"¿ 
ESBSd$0$4>r70d, 4t$N; 3SGS9SMS (!D!#S"S% 5 25 5 Shs mmn 


¿SBBg3X$N8&5f2q$G:n@.$7$F$$$?%W%m%0%i%`$K!"% 5 2 a (J 
2 SB4dC1SK8@S&$H! "3F>1LLS$4SHSK<B9OTS5$1$k$Y$-=hM} $r3z (J 
éESBS+!<SISH8FSPS1Sk%U%S! SSSk72SK5—-=RS7SFS*SSSF!I"3 (J 


¿SB%a%$%sS$SN%W%m%0%i%`$G$O!"$3$N5-=R$r$b$H$K>. So hM}$r<BOTSTSFSSS/!"3 ( 
éSBSHSSS&SDSNSG! "SSSYSSSHSISTIQIISISKSNS, 4IC1ISGS"SkSHSSS&MxE@S, $"$j$^ ce 


¿SBD9$/$J$C$F$7$2$C$F2=$7Lu$"$j$2$;$s!#¿ (J 
ee ade eel 5 Tez s.a 
ESBS*EZS (S7S“S9!#¿ (J 

¿SBS=SN:]%$KSO!"%Sa%SSSkSNS[S&S, SSSSSH;WS&SNSGS3SASiSKS*4jSSSTS*SO!l #e (J 


E-Mail:t93123nk@sfc.keio.ac.jp 


ESBS=S1SGSO!"D9!9SH<:NiSSS?S7S*S7S? #2 (J 
--MESSAGE FILE 21182 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
26html.html 


--MESSAGE FILE 21183 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0027html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCO18kXiRDJD8kXiReJESkSiRDJEYkNyReJCYbKEo=?= 
Date: Mon, 28 Apr 1997 17:51:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <336464FB.3142@ibm.net> 

References: <01bc2706Sebbf4880SLocalHost @av001957> 

NNTP-Posting-Host: 202.135.105.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


¿SB2qOwHV9f¿ (Jdcn01516zSBSN550f>05WSG$9! #4 (J 
é SB; USbF1S8ShS$ &$IS3SHSG: SSCSFSS$*S7$?$,1"E (J 


¿SB#1!'#X#T#WS5SSSbEjJ9FS7SFSSS?ShS&SK¿ (JVSync (0); ESBSrSSS1Skz (J 


¿SB#21'SQ%1%$CSH% ($j%$"$SrGO</$_S$?S$SSSKS?$/S5Ss$HSk¿ (J 
¿SB$S3S1SG2r7hŠ9SkShS&SKSJS3JjS*S7S?!#¿ (J 


¿SB%$O%1%C%H% (&$j%"$O:#Sd; (JOx100002 SBC1OLSHS+$G@_DjS7SFS7S*SCSFSSS*S9! #3 (J 
¿SB%*$V%8%'% /%HSH$9%W%i%SSHN>J)ŠSr;H$S&$H$-SKSO¿(J0x20000¿SBSHS+!D!#¿ (J 


é$BS*S"!"Sasb% jSNLSBL; H$$$G$9$, !"$7$C$+$jSH$7$?%Q%1%C%HNL$N7W;;J)K!S$S,¿ (J 
éSBSh$/I, $+$iSISSSnsG!D! #2 (J 
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ESBS=S1SGSO!"S$*8_SS4hDSS5S*S7SgS&!#z (J 

ESB<:NiS7S*S9! #2 (J 

--MESSAGE FILE 21183 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
27html.html 


--MESSAGE FILE 21184 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0028html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youichi Kondo <youichi_k@cap.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jJp?B?GyRCI3MjaSNvI2MjbyNuI3MhJSElISUbKEo=?2?= 

Date: Tue, 29 Apr 1997 17:11:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 65 

Message-ID: <3365AD37.F69@cap.bekkoame.or.jp> 

References: <Olbc4e61S$f20465e0Sec6acd85@sat .mxn.meshnet.or.jp> <Olbc4fef$57738da0S3f 
6acd85@sat .mxn.meshnet.or.jp> 

Reply-To: youichi_k@cap.bekkoame.or.jp 

NNTP-Posting-Host: 202.210.142.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


LEO wrote: 


ESB: FSSS3SsSPSsSo!l#¢e (J 

¿SBS&!<S$SC!"2?SHS+SJSiSJSSSNSGS7SgS&S+!)¿ (J 

ESBEGHS#G! ] #RSSSSSNS4; XESSTS&S$55!<oL>! "4D6-SIST=q$+$; SFSSS?S@S-S$*S93 (J 
ESB!l#z (J 


ESBEOFSHZHLEVHEZHOHSHETSGSO! H4#wHitn#tdtotwts# 9#5 SNEDHOFSAKSGSDSIS4S&SHz (J 
ESB; WSCSFSSS“*°S9O! #2 (J 


ՀՏԹԱՇՏԱՀ (J 


¿SB#I!?#Olña#didirla#0#x#0#O#3#0!S!&!&!&¿ (J 
¿SB!J#v#ekchtlal0O0#x#O#ORORc!ST8S#2#5#9la#f0#0!K; (J 


¿SBSNSHS$S3Sm$OS$S_$J$5$sS$OSIS&SJSCSFSSSk$N$G$S7SgS&S+!)¿ (J 
2ESBS*S?!"S3SNItJ, SN@_DjSrJQS (SkSKSOSTS&S9S1SPSSSSSNSGS7SgS&S+!) Հ (J 
éESBSh$m$7$/$*4jS$$7$*S9! #2 (J 


sat@mxn.meshnet.or.jp 
<<LEO>> 
satoru suzuki 
NAGOYA 


VVVVVVVVVVVVVVV VV VV VV VV 


¿SBS3SsSKSASO!!¿ (Jsatoru suzukizSBS5Ss!#¢ (J 
¿ $B; ASbF1$8:"F~2qS7$?!!6aF#!!SHSSSSS*S9O! #3 (J 


¿ $B; ԳՏԱ: HMQ4D6-S$G! !O1LEYF1S8MMSJ8=>]$,H/@8S$7$*°S7$2?$S, !"¿ (J 
ESBEP#CSr:F5/FOS7S?Si! !$&S*S$/@\B3SG$—-S*S7S?! #2 (J 


¿ $B; dSN>19g$O! "FOB" Sb%G%° ; HMO8eSK! !F1S$88=>]$,=PSkShS&SGS9! #2 (J 


ESBHIF8SN>19gG!"3S] !<SHS"STS1SISH#THR#QSO4X78SISSSNSG3 (J 
¿$B$=$1$i$SN%$Q%i%Sa!<%?$OL5;k$5$1$%$9!#;¿ (J 

ESB%Q%isa!<%?SNIQ99<+BNSO; (J DJSETUP.BAT ¿$B$rJQ99$7$^$9!#¿ (J 
¿SB%SN1<%S1%$%HS$SrJQ99S7$?>19g$O#P#SB&SN@_D3j$bJQO99$7$J$1$1SP@.$j$S2$S;Ss!# (J 


¿SBSASJS_SK;dSN4D6-SrS$S*CNSiS;S7S S9!#; (J 


¿SB!!#P#C!]#9#8#2#1#1#s#1#5#0!?#S#1+#4; (J 
ESB! !#WtitntdtotwHs#O#S! ! #4! SHOFO! SHOFSHOFBE (Մ 


ESB! !#WHitn>e! ! #D#O#FSSWSMSSSWSHE (J 
¿SB!!$S%s%9%H!<%k%G%#%1%/%H%j!!¿; (JA:\PS 
éS$B!!IQ0992U=4!'#1!SE: lLU#C#HDSSSSS9SH! <%Sk8e! "A4SFSNSUS!SSSKSNBO@-S+Si¢ (J 
¿SB!!11111111111!1111VFIS_9-S_@1MQO!WSNSAS'%$C%S/SrSOS:S9!#; (J 
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¿$B!11111111111#3!S 32» S1S>S1SNSGS#%31%/SHSjSK2rE° SUS! SSSkSrS3ST!<! #3 (J 
¿SB1!!1111111111#41!1S¿ (JDISETUP.BAT ¢SBSN!!#P#A#T#HSrIQ99! #2 (J 
ISB!111111111111111S3SNSHS-!"1s#P#K#TEH!SSr!!9TKVSKONFO!#¿(J 
¿$B!111111111!!#5!S er Da Ops ei om%stWeHSNew ՏՈՏՕՏԲՏԱՏԸՅԻՏ- 1" (J 
ՀՏ81111111 111111 111 ՏՏՏՏՏ: 11408244. (J 
ISBI11111I111111111B>SNSWSmS0 sis SNMS@hEY! 'Dc (J 
¿ŠB!1111111111111!!SKQ@Q_D3j!#¿ (J 
¿SŠB!11111111111#g#6!SA4SFSN%$?%9%/Sr=*N;ŠT7#P#CSr:F5/F0!#¿ (J 
¿SB!!1;dSN>19g$SO!"S3S1SG@.8yS7S*S7S?!#<j=gSNAJOc2U=jS,S"S1SP¿ (J 
¿SBO1EY;nS7SFS_SFS/S@S5SS!#¿ (J 


ESBEP!S#S!!;dSbL>8E20:_=; $G$9!#$h$m$7$/$*4J$$$7$^$9!# (J 


youichi_k@cap.bekkoame.or.jp 

Youichi Kondo 

ESBSOSSSISKSM!<%S*° !'S$aS, 33382 (J 
--MESSAGE FILE 21184 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
28html.html 


--MESSAGE FILE 21185 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0029html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "=?iso-2022-jJp?B?GyRCJF4kNSRSJGObKEI=2?=" <mshr_umd@hal.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?Re:_=1BSB#R#P#GSN:n$jJ} 65$=28SFS/S$@S5$S=1B=2 8B?= 
Date: Wed, 30 Apr 1997 06:04:44 +0900 
Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 
Lines: 15 
Message-ID: <5k5nv6$ki3@newsl.scei.co.jp> 
References: <5jg8s0Skn0@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.216.232.130 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>¿SBSoS?$/S7$NF, SNCfSGSO¿ (Bswitchz$B$dz (Bif 
>¢SBSNKDBg$J>r7JoJ, aLg7ssgugssoscs5s, լու (8 


>¿SBSdSCSQOSjJS=S$S1S7S+SJSSSSSGS9S+!)¿ (B 

2$B!!!!%3wsm%0%i%* <+BNSO=i 24<TSJSNSGS7SgS&S+! #3 (B 

ESB!!!!S"Sk2MS, !"SwSmS0%i%_%s%0SOS"Sk%4%4%:%°> SG:nSkSNSGSOSJS/3 (B 

ESB!!! !!VSG!<%?9=BS !WSG:nSk! "SHSSSE&S3SHSr8@SCSFS*S7S?! #2 

ESB! !!!1S<SR!IVSG!<%29=BS !WSN8+D>S7SrS$7SFS_SFS/S@S5S5! #3 (B 

¿SB1!11S“$S?!1"¿ (Bswitchzg$BJ8$r! !STS&S$dSCSFSb%G! <%?9=BSSKCVS—49S ( ner ET 
¿$B!!!!!V4X?t% H$&$H$S$$$$ S2?$$$GS9!#4X?t%$]%SSSs%?$HSO!";¿ ( 
¿S$B!!1!S=$SNL>SN$H$*S$S3j4X?c8SX$SN%$]%$%$s%?S$SG!"$=S$1$rG[ ree s 

¿$B!!!!E:; Z$Q$1$G4JC1$K!"4X?t$KJ, 4t$G$-$?7$J$7$^$9!#; (B 


--MESSAGE FILE 21185 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
29html. html 


--MESSAGE FILE 21186 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0030htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ZEEK <masa@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: siocons=?1iso0-2022-jp?B?GyRCUCskaTBsSmIkY Jj 9KJF8kXiQ7JHMbKEo=?= 
Date: Wed, 30 Apr 1997 23:15:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33675402.4098@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.164.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 14205 
X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ZEEK¿ SBSGS9! #2 (J 
¿i $B9u#p#s$r$+$C$F$+$i!"#3%v7n$/$i$$$?$A$^$9$, !" (J 
S SB$$$D5b!"; (Jsiocons¿$B$N$"$H$+$i!"@h$K?J$_$^$; RR 
¿$BDL?.B.EY$O!"#p#c$H#p#s6a$K#9#6#0#O0#bř#přs$K$7$F$"$J$^$9!#¿ (J 
¿SBSbSCSHB.S/S7S?SSSNSGS9S, !"SWomsssWsHS, SGSISSSs$G$9!#e (J 
¿SB#p#c$SK%3%T!<$7$?%U%)%k%@$SO!"#c!'#p#s#xSGS9!H#; (J 
n ԱԱ S s Ա 
¿SBSIS3S, աՆ. 
¿SBFbB! 5 `$, E E DP" 
ss $; $s$, !"¿ (Jcom2;$BSK%Q%=DLSb#p#cS$bSDSIS2SFS"SjIS*S9!l#e (J 
siocons¿$B$G!"$H$^$C$F$7$^ scs25, I"S&S*“$S/?JSaS?SH8@$&?M (J 
¿SB%$"%$ISP%S%9S7SFS/S@S5SS!#¿ (J 
¿SBSbSASm$s!"SHS*“SCS$SFS7S“SoSJS+SCS??MSbS*SMS,SSS7S“S9!# (J 
--MESSAGE FILE 21186 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
30html.html 


--MESSAGE FILE 21187 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0031html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?c21lvY29ucxskQiQrdGkwbEpiJGI/SiRfJUF4kOyRzGyhK?= 
Date: Thu, 01 May 1997 03:49:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33679424.1577@fa2.so-net.or.jp> 

References: <33675402.4098@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2 SBS3$sSKSASO; (J ZEEK ¿$B$5$s!#¿ (J kAZZY ¿$B$G$9!#¿ (J 


ZEEK wrote: 


ZEEK¿ $B$G$9!#¿ (J 
ԱԱ ԱՆԱՆՅԱՆ ՏՄՄՈՏ/Տ1Տ5ՏՏ2ՏռոՏ՞Տ9Տ5, !" 
ESBSSSDSb!"2z (Jsiocons¿$B$N$"$H$+$i!"@h$K?J$_$^$; $3! te (9 
éSBDL?.B.EYSO! "#p#cSH#p#s 6&SK#I#GHOFOHD#HPHSSKSTSES"S4S% a 
éSBSbSCSHB.$/S7S$?SSSNSGS9S, !"SWSmsssWsHS, eee 
¿SB#p#cSK%3%ST!<S7S?%SU%S)%k%S@SO!"#c!'#p#s#xSGS9!#; (J 
i mebLe—a$15+5J9K0_DJ875°8797 142 (9 
¿SBSIS3S, o e 
¿$SBFbB ! $ `Տ, 5 cee DP 
os $; $s$, !"¿ (Jcom2;$BSK%Q%=DLSb#p#c$bSDSIS2SFS"SjIS*S9!#e (J 
siocons¿$B$G!"$H$^SC$F$7$^ 56523, I"SE&S*S/2Tz (1 _¿SBS?SH8@SS&?M (J 
ESBS"SISPSSS9ISTSES/S@S5SS! #2 (J 
éSBSbSASmSs | "SHS*SCSFS7S*SoSTS+$CS$? 2MSHS*SMS, $$$7$^$9!#¿ (J 


VVVVVVVVVVVV VV 


¿SB#1!"A02sSN<ALd$N2sEz!J¿ (JKamon ¢:$BS5Ss$N%U%) Sm! <5-;v!KS$SGSbS@SaSGS7$?S+!) !#2 (J 
¿$B#2!"¿ (Jdjsetup.bat ¿$B$r;vA0$K<B9T$7$F$$$^$9$+!)¿ (J 


¿SB0J>e#2SDSr3NG'S7SFS_SF2<S5SS!#¿ (J 


¿SBS=S1SGSO!#¿ (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
--MESSAGE FILE 21187 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
31html.html 


--MESSAGE FILE 21188 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0032html.html 
Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
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From: "Takahiro Yamaguti" <takay@alphatec.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?=1BSBH#CHLHU#FTSKSDSSSF=3CALASGS 9! #=1B=28B?= 
Date: Thu, 1 May 1997 18:09:10 +0900 
Organization: PlayStation Net Yarouze 
Lines: 20 
Message-ID: <5k9mn1lSqd6@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.225.87.53 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¢ SBECHL#U#FTSKSDSSSF<ALGS, S"SKSNSGS9S, !"3 (B 

ESBNPK\Sr8+Sk$H! "#C#HLFUFTSO#FVHERHAHM>eSKS "SkKSHSSS&SHSE&STS3SHS re (B 
LESB=qSSSFS"SKSNSGS9S, ! "$O$1%C%HSN?'$N%$5%s%$W%k$NE@$r:n@.$7SF¿ (B 
¢SBS=SNS5%sSWSkE@Sr<!2s5S$+Si; 2>HSISkKSHSSS&SASISTSNSGS7Sg$&$+4+!) (B 


ESBEGHSH#SH#HPHR#I#T#HEI=BSBNSN#CHX ! "#CHYSNCMSOSUS1!<%° SPSCSUS!>eSN:BI8¢ (B 


ESBSISNSGS7$g$&$+!) ¢ (B 
¿SŠB#T#A#K#A#Y: (B 


takay@alphatec.or.jp 


--MESSAGE FILE 21188 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
32html html 


--MESSAGE FILE 21189 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0033htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "LEO" <sat@mxn.meshnet.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiNzI2k jbyNj128 jbiNzISUhJSRHJCOkPyEqGyhK?= 

Date: 1 May 1997 11:23:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <01bc5621$8f£58c400Se26acd85@sat .mxn.meshnet.or. յք» 

References: <Olbc4e61Sf20465e0Sec6acd85@sat .mxn.meshnet.or.jp> <Olbc4fef$57738da0S3f 
6acd85@sat.mxn.meshnet.or.jp> <3365AD37.F69@cap.bekkoame.or.jp> 

NNTP-Posting-Host: 133.205.106.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS"SIS, SHS&S4SESSS*SOSKI<!N<!<!<l#e (J 
¿SB$G$-$^$7$?$h!*!*%\!<%k$, $&$8$c$&$8$c!*!*: (J 
¿SBSH8@S&SNSŠSb!&!&!&¿ (J 


> ¿S$SB;dSN>19gSO!"FbB"%Sb%G%`;HMQO8eSK!!F1S88=>]S,=PSkShS&SGS9!#;¿ (J 


¿SBSCS$SFBN83CLSNSHS3SmSG¿ (J 

¿SB!V$OSC$O!<$Ss!y$T!<$s!y!W¿ (J 

2$BSH!"Mh$*$7$2?$h! #2 (J 

éSBKMSO; (JWINDOWS¢ $B$N%9%?!<SHS"SCEWS0SK! <SWSK!VSS%3S3?!<SMSCSHS"S/%S; S9S%3 (J 
2 SBSM! <%8%c!WSrF~S1SFS?SNSGEE8; $rF~$1SF5/FOS9SKEYSKz (JWINDOWS: SBS, #C#O#M3 (J 
ESBHISr8+SKz (J 

ESBITSCSFS?SHSESTSNSGSI! #2 (J 

¿ SBKMSO#P#CS85755S; OSaS?SPSCS+SISTISNSGS4B?J, SKO3S1S: #WHeE#DS5!<SUS!! <3 (J 

i SBSKSISCSFS? ! JISCSF8@SCSFSHITS/SHS3S$mSOSS$SDSbH01=0$@SC$?S1$1!K;~4|$,2 (I 
ESBS"SCSF!"L5@:$KSb%/%5%3C%/012SSNK<j4VSr>J$/S$ ?SaSK$3$s$I; vST7TSFS?SsSGe (J 


Net Yaroze newsgroups message dump.txt Page 14207 
¿SBS$S991S$SI!&!&!&!#¿ (J 


¿SBSG!"S=SN%$7%g!<%H%+%C%$HSr<NSFS?Sil&!1&!&¿(J 
2SB=PSFS-S*S7$2Sh! 1: (J>>¿ SB! !SW%m%šs%W%H!#; (J 


¿SBKNEvSK$"SjJS, ՏԱՏԵՏ4ՏԾՏՏՏ՞Տ7Տ214, (J 
¿SBSšASgSCSHS&S+S15SJ, SNRL#E#OSGS7S?!#¿ (J 
sat@mxn.meshnet.or.jp 
Satoru Suzuki 
<LEO> 


--MESSAGE FILE 21189 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
33html.html 


--MESSAGE FILE 21190 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0034htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youichi Kondo <youichi_k@cap.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCI3MjaSNvI2MjbyNul 3MhJSE1LJEcCkLSQ/ISoObKEo=?= 

Date: Thu, 01 May 1997 21:27:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <33688C35.28E5@cap.bekkoame.or.jp> 

References: <Olbc4e61Sf20465e0Sec6acd85@sat .mxn.meshnet.or.jp> <Olbc4fef$57738da0S3f 
6acd85@sat.mxn.meshnet.or.jp> <3365AD37.F69@cap.bekkoame.or.jp> <01bc5621S8f58c400Se 
26acd85@sat .mxn.meshnet.or. յք» 

Reply-To: youichi_k@cap.bekkoame.or.jp 

NNTP-Posting-Host: 202.210.142.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 

To: LEO <sat@mxn.meshnet.or.jp> 


LEO wrote: 


ESBS"S3S, SHSES4SESSS*SOSKI<N <I <!<l#e (Ú 
2 SBSG$—-$*S7S2?Sh!*!*S\1<SkS, S&SBSCSESBSC!I*I*E (J 
¿SBSH8@S&SNSŠSb!&!&!&¿ (J 


> ¿SB;dSN>19gSO!"FbB"%b%G%`;HMQO8eSK!!F1S88=>]S,=PSkShS&SGS9!#;¿ (J 


¢SBSCSFBN83CLSNSHS3SmSG3z (J 

¿SB!V$OSC$O!<$Ss!y$T!<$s!y!W¿ (J 

ESBSH!"MhS$*S7S?Sh! #2 (J 

¢ SBKMSOz (JWINDOWS 2 SBSN%9%? ! <SHS"SCSWS0SK ! <SWSK!V%SS%SS%? ! <SMSCEHS"S/S;7S9%S%3 (J 
£SB%M!<38%c!WSrF~S1SFS?SNSGEE8; SrF~S1SF5/FOS9SkKEYSK; (JWINDOWS; SBS, #C#O#M3 (J 
ESBE1Sr8+SKze (J 

ESBOTSCSES?ShSE&STSNSGSO! #6 (J 

¢ SBKMSO#P#CS$8$ 25S; OSaS?SPSCS+S jSTSNSGS4B?J, $KO3$1$:#W#łe#b%5!<%U%!!<¿ (J 

2 SBSKSISCSFS? ! ISCSF8@SCSFSHITS/SHS3$mSOSS$SDSbH01=0$@SC$?S1$1!K;~4|$,2 (I 
ESB$"$C$F!"L5@:$K$b%/%j%C%/012s$N<j4V$r>J$/$?$a$K$3$s$J;v$7$F$?$s$G¿ (J 
¿SBS9S1SI!&!&!&!# (J 


¿SBSG!"S=SN%S7%g! <$H%S+%SC%SHSŠr<NSFS?Si!&!&!&¿ (J 
ESB=PSFS-S*S7S$?Sh!!¢ (J>>¢$B!!SwsmsstwsH! #¢ (J 


¿SBKNEvSK$S"SjJS, SHS&S4S6SSS“S7S?!# (Մ 
¿SBSšASgSCSHS&S+S15SJ, SNRL#E#OSGS7S?!#¿ (J 
sat@mxn.meshnet.or.jp 
Satoru Suzuki 
<LEO> 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 


&SBS*SaSGSHS&S4S6SSS*S9!1%*3 (J 


ESBSS$5$d$+$I$, SiS*LrSKN)SFSF;d$Sb4r$7SSSGS9!#¿ (Մ 


¿SB:#8eSHSb!"S*8_SSSKS,SSSPSJS“ST7SgS&!*¿ (J 
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youichi_k@cap.bekkoame.or.jp 

¿$B%a%, %3%s (J 
--MESSAGE FILE 21190 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
34html html 


--MESSAGE FILE 21191 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0035html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!amano 

From: amano@ba2.so-net.or.jp (չ5858ՏՇՏԸՏ/ՏՏտչ (B) 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?GyRCUVwhPCVsITwlSCQsJCokKyQ3JUCQhKhsoQg==?= 

Date: 1 May 1997 13:34:24 GMT 

Organization: NetYarouze 

Lines: 20 

Message-ID: <5ka650Sr2o0@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.190.71 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 

X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


¿SB!!S8ScS$SCS/SsSHSSSSS*S9!#¿ (B 


ESB! !!!:#:"SKSISCSF5SSESSS?SsSGS95S, !"S\!<$1!<SHSN@_DISISESISKSSSCSFS*S; Ss! #32 (B 
25811: (Bbaudz $B$0z (B115200z SBSKSISCSFSkSs$G$95S, |"ՏԼՏԵՏԵ: (B15000; SBS0SiS$SS$GS7S+AWS1SF 
ՏՄՏՏչ (B 

«58115 52555059 82 (Bbeginner¿$B$d; (Bquestion;5BSK=PSF525-;vŠr;29M$K$75$F !"555m555m¿ (B 
¿S$B!!$7$%S7$S?2S,BLDLNSGS$7S?1!#¿ (B 


éSB!!!!¢ (BDOS;SBAKSGS7SFSkSNS$SG!"SUSk%9%/%j!<%sSKJQS($?$Sj!"M%$@hEYSr>eS2S$S?$j$S7S?Ss¿ (B 
¿SŠB!1SGS95S,B?>/JQSoSk$@S$S1SGS7$?!#;¿ (B9600¿SBSGS9Sk$SH¿ (B1000: $B$0$i$$$G$7$+Aw$1$^$; $s! 
# (B 
:SB11;OSaSO¿; (B9600: $BSG$7$F$?$N$G!"¿ (B115200;$B$K$7$?$iB.$/$I$C$?$NSG:#5^5G5$$E$+$J$ 
+¿ (B 
2581 !$C$?55$G$9!#M'C#SN2H$N: (BDOS/V¿ SB$r; HSC$FAwWSC$?$i!"@5>0SKAw$1$^57$?$NSG; (B 
¿$B!!DL?.%1!<%V%k$N8N>c$G$O$J$5$=$&4&$G$9!#$=$I$KDL?.$,ES@Z$1$J$$$7!"¿ (B9600: $B$G$b¿ (B 
¿SB!!CYSSSNSG¿ (B115200¿$B$,B.$9$.$k$o$1$G$b$J$5$=$&$GS9!#¿ (B 


¿$B!!!!$I$&$+65$ (SFS/S@S5S$! #2 (B 


¿$B!!$8$c$C$/$s¿ (B ¢$B!!¢ (Bamano@ba2.so-net.or.jp 


--MESSAGE FILE 21191 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
35html html 


--MESSAGE FILE 21192 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0036htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?iso-2022-jp?B?GyRCJUF4kKNSRSJGObDKEI=?=" <mshr_umd@hal.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?Re:_=1BSB#C#L#U#TSKSDSSSF=3CALASGS 9! #=1B=2 8B?= 
Date: Fri, 2 May 1997 01:03:15 +0900 
Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 
Lines: 10 
Message-ID: <5kaflvSrio@newsl.scei.co.jp> 
References: <5k9mnlS$qd6@news1.scei.co.jp> 
NNTP-Posting-Host: 202.216.232.160 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>¢SBNPK\$r8+Sk$H!"#C#L#U#TSO#VH#RHAHM>ESKS "SkKSHSSS&SHS&SIS3SHS re (B 

>: SB=qSSSFS"SKSNSGS9S, !"SQS1SCSHSN? 'SNS5S3SSWSKSNEG@Sr:n@.S7SF3 (B 

>2¢ SBS=SNS5%SSWSKE@Sr<!25$+Si; 2>HS ISkKSHSSSESASISTSNSGS7SgS&S+!) ¢ (B 
>¢SBHGHS#HSH#PHR#I #T#EI=BSBNSN#C#HX | "#C#HYSNCMSOSUS1!<%* SPSCSUS!>eSN:BI8¢ (B 
>¢SBSISNSGS7SgS&$+!)¢(B 
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é5B!!!!S=SNDLSjS@SH;WSSS*S9!J>P!KSHSCSF!"SOS1SCSHSOSUS1!<%° S$PSC%SUS!S, SOSDBB3&S*SGz 
(B 


ESBILSK:nSkI,MWSbSISSSG$9$S, !J>P!K!!¿ (B 


--MESSAGE FILE 21192 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
36html.html 


--MESSAGE FILE 21193 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0037html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?0?=1BSB#C#L#U#FT SKSD$$$F=3CALdSGS9! #=1B=28B?= 
Date: Thu, 01 May 1997 23:22:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <kamon$21c519970501232212@news1.scei.co.jp> 

References: <5k9mnlS$qd6@newsl1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


"Takahiro Yamaguti" <takay@alphatec.or.jp> wrote: 
>¿SB#C#L#U#TSK$DSSSF<ALdS, S"SKSNSGS9S, !"¿ (B 

>i $BNPK\$r8+$k$H!" #C#L#U#T$O#V#R#A#M>e$K$"$k$H$$$&$h$&$J$3$H$re (B 
>i $B=q$$$F$"SkK$N$G$9$, !"SQS1SCSHSN? 'SNS5SSSWSKSNEC@Srin@.$7SFz (B 
>¢ SBS=SNS5%SSWSKE@Sr<!2s$+S$i; 2>HS$ ISkSHSSS&SAS1STSNSGS7SgS$&S+!) ¢ (B 


ESB! !S9$_$°$;$s!#SASgSCSHS$3$NItJ, $N<ALASNOU?*$, $0$+$J$^$; $s!#z (B 


>ESBHEGHSHSH#P HERE LETHE I=BSBNSN#CHX ! "#CHYSNCMSOSUS1!<%° SPSCSUS! >ESN:BI82 (B 
>¿SBSJSNSGS7SgS&S+!)¿ (B 


ESB! !S=SE&SGSO!#S"SH!"#CH#XSO#L#FESNG\ ?t SGSISSSHSSS1SISSS_S?SSSGS9! #¿ (B 
timutilz:$BSG#c#xS, #1#6SNG\ ?t$KSISk$ShS&SKG[CVS7SFS_SF2<S5SS$! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
--MESSAGE FILE 21193 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
37html html 


--MESSAGE FILE 21194 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0038html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takahiro Yamaguti" <takay@alphatec.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?Q?=1BSB#Gte#t #T#PHatg#e4X=3Ft SKSDSSSFSN=3CALd=1B=2 8B? 
Date: Fri, 2 May 1997 09:24:20 +0900 
Organization: PlayStation Net Yarouze 
Lines: 31 
Message-ID: <5kbcb1St40@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.225.87.23 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022- jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ESBHEGHEHCHTHP Hat gGH#e4X Pt SNFO :nSKSDSSSF<ALdS, Տ"ՏԵՏԱՏՇՏ9Տ, 1" (B 


ESBS5SSSWSkKSrS_SkSH! "#Lto#atd#l#mtatg#e4X?tSN8eSK¢ (B 
é SB8FSS=PS5S1SFS$$*S9S,!"3 (B 


¢SB2>$Kz (B 
ESBHERHEFCHT: (B ¿$B#r#c! (¿ (B 
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ESBHr#c! S#x! a#t6#4H#0! (2 (B 
ESBHr#c! S#y!a#0! (2 (B 
ESBELHEC! S#w!latl#6! 2#4! (2 (B 
ESBHr#c! S#h!a#tl#6! (2 (B 


¿ŞB#L#o#a#d#I#m#atg#e!J!u#r#c!$#bo#a#l#l#1l#6#x#1#6!K! (¿ (B 
ESBHt#ptatgte ! a#Gte#tt #T#PHatgte ! THO! SHO! SHOH4#O!SH#O!IK! (¢ (B 


ESBSHS7S?Sil"#t#pHtatg#eESKSOSFS/S9ISASC!<3Z!<S8#1#DS, F~SKSNSGS9S, !"¿ (B 


ESBit#tptatgteSKF~SCSFSSSKSNSONNOM! J#6#4#0!S#O!K!] !THOHSH4S! SH#L#O!IKSNG (B 


2 SB6kK7ANNOHSNOLCV>pds$r< ($7SFSSSKSNSGS7$g$&$+!) ¢ (B 
ESB! JISD$^$j#Głe#t#T#P#atg#eS, 8FSS=P$5S1$kD>A0SK8FSS=P$5$1$72¢ (B 
¿SB#L#o#a#d#Iimhiaig#e4X?t$N6k7ANNOh$r<hF059Sk$3$SH$ŠJSNS+SH$SS&S3SHSGS9!# K¿ (B 


¿ $B=q$-J} $, 0-$$$s$G$9$, !"M)]2rS7SFSSS?S@S1SkSH9,SSSGS9!#¿ (B 


¿SB#T#A#K#A#Y: (B 


takay@alphatec.or.jp 


--MESSAGE FILE 21194 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
38html html 


--MESSAGE FILE 21195 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0039html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?Q?=1B=?1S0-2022-JP?B?GyRCI0cjZSNOI10jUBSoQg==?= 
=?1SO-2022-JP?B?GyRCI2EjZyN1INFg 9M0ZO0JESKRCOKJEYkKT j0zQ0FMZD0xQj0yOBsoQg==?= 
=?1SO-2022-JP?B?GyRCQj8bKEI=?= 

Date: Fri, 02 May 1997 16:40:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <bo0wy$24b319970502164016@news1.scei.co.jp> 

References: <5kbcbl1$t40@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.191 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.beginner ¿SŠBSN¿ (B <5kbcb1St40@newsl.scei.co.jp> ¢SBSNz (B 
éSB5-;vSKS*SSSF3 (B 19972 $BG/2 (8052587ոչ (802Հ58Բ | չ (B (¿SB6b; (B) 09:58:-: (B24¢ SBJ, ¿ (820 
ՀՏ81ԸՇ:" 1" (B 

"Takahiro Yamaguti" <takay@alphatec.or.jp>zSBS5S$s$O=q$-S*S7S?!#¢(B 
>¢SB6k7ANNOhHSNOLCV>pJUsS$rx (S7SFSSSKSNSGS7SgS&$+!)¢(B 

>¿$B!JISD$^$j#Głe#t#T#P#atg#řes, 8FSS=P$5S1$kD>A0SK8FSS=P$5$1$72¢ (B 

>-SBtLdotatdt l#mtatg#e4 X Pt SN6k 7ANNOHSr<hFG@S$9SkS3SHSISNS+SHSSS&S3SH; (B 


¿SB!!0c$$$^$9!#; (BGetTPagez $BSNBh; 0! "Bh;M0z?t$G; XDj$7$?:B1I8!JS3SN>19g$0; (B 
(640, 0) ¿$B!K$r4^$` !VSF%/%9SA%C%Z!<%8!WSN>pJs$r<hF@$7$*$9! #2 (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

--MESSAGE FILE 21195 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
39html html 


--MESSAGE FILE 21196 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0040html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Takahiro Yamaguti" <takayQalphatec.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?Q?=1B$B%F%/%9%A%Cc!=3C3%Z!=3C%8$N9M$=28J}=1B=28B? 

Date: Fri, 2 May 1997 17:22:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <5kc8bg$10v@news1.scei.co.jp> 
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When I eventually got my Mega Drive (with Sonic), I was really 
impressed. In gameplay terms, I think that the MD version pipped the MS 
version, just because it was SO DAMN FAST! 


But I was a graphics tart back then, so that probably colours my 
judgement... 


Nick "IMHO" F 
—-MESSAGE FILE 2235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00938 


-—-MESSAGE FILE 2236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000939 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best game 

Date: Fri, 15 May 1998 16:32:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <355C5FFF.67A4@saqnet.co.uk> 

References: <6iilhf$jpr9@chuka.playstation.co.uk> <354DEFC5.7FA@writeme.com> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-011.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


James Rutherford wrote: 
> 

> West wrote: 

> 

> > Surely the best handheld game ever is Sonic the Hedgehog for the Game 
> > Gear. 

> 

> California Games, Gates of Zendocon, Blue Lightening and Electrocop all 
> 
> 


spring to mind as (mostly original) top-flight well designed games on 
the ill-fated Lynx... 


Blue Lightening wowed me when I saw it - I almost traded in my humble 
Gameboy. Alas, like you say, the Lynx was ill-fated. I didn't think 
Electrocop was much 'cop'... (hahahahaha) 


BTW, who'd have thought the Gameboy would still be about 10 years 
later..? Sadder yet, I'm salivating at the prospect of a colour version 
with 10 hours battery life on 2 triple-A's.... 


Nick 
—-MESSAGE FILE 2236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00939 


-—-MESSAGE FILE 2237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000940 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: jokes on web page 

Date: Fri, 15 May 1998 16:37:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <355C6139.7423@saqnet.co.uk> 

References: <355bac98.32376324@www.playstation.co.uk> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: atl4-011.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 
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References: <5kbcbl1$t40@newsl.scei.co.jp> <bo0wy$24b319970502164016@news1.scei.co.jp 
> 
NNTP-Posting-Host: 202.225.87.34 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ESBSFS/S9SASC!<3Z!<S8SN9MS (J}$, J, S+SiSJSSSsSGS9!# (B 
¿SB%$F%/%S9%SA%c!<%Z!<%8SCSFSSS&SNSO2?SJSNSGS7SgS&S+!) (B 


¿ŞB#L#o#a#d#I#m#at#g#e$GFI$_9~$^$1$?6k7ANNOh<+BN$, ! "¿ (B 


¿SB%$F%/S9%SA%Sc!<%Z!<%8SHS7SFG'<1S$5S1SkSHSSS&S3SHSJSNSGS7SgS&S+!)¿ (B 
¿SB#T#A#RK#A#Y¿ (B 


takay@alphatec.or.jp 


--MESSAGE FILE 21196 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
40html html 


--MESSAGE FILE 21197 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0041htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJUYLLYUSJUELYyE8JVohPCU4JE45TSQoOSnNODKEI=?= 

Date: 2 May 1997 13:37:04 GMT 

Organization: Net Yarouze (SCE) 

Lines: 22 

Message-ID: <5kcqm0Sirc@newsl.scei.co.jp> 

References: <5kbcbl1$t40@newsl.scei.co.jp> <bo0wy$24b319970502164016@news1.scei.co.jp 
> <5kc8bg$l0v@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.140.218 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>ESB%F%/S9SA%C!<32!<S8SCSFSSSE&SNSO2?STSNSGS7Sg$&S+!) ¢ (B 


ESBEVERFAHMSOF1L#HOF2Z#H4 ! VESHLEZSTS/S; SKSHSSSEBGS—-S5SGI=8=S5S1S*°S9! #3 (B 
ESBSF%/%S9SASC!<%Z!<S8SHSSSESNSO! "S3SNNNOMSr#2#5#6 ! VEZ#5 #631 SCZHSKEHEZSCS$?2 (B 
éSBHOOOSr#1%Z!<S8SHSTSFSSS“*S9!#¢ (B 


¿SB#2#5#6%SI%SC%HSHSSS&SNSO?'Sb!<SsISGJQSoSjJS*S9!##1#62'SN>19gSO; (B 
¿SB#2#5#6%1%$C%$Hl'a#6#4%T%/%;%SkSGS9!#¿ (Բ 


¿SB#t#pt#ta#g#eSG!J#6#4#0!"#0!KS$SNSZ!<%S8SN%SF%S/S9SA%c!<:BI8!J#O!"#O!KSOc (B 
E SB#VÆR#A#M$N!J#6#4#0!"#0!K$r8=$7$^$9!#; (B 


¿SBSJSsSHSJS/2rS$j)S S91)¿ (B 


¿SB#t#4#phañghe$sGJV$C$F$/SkCMS$SOCl1l=c!J!)!K$G$OS$"$j$%$;$s$, !"8+$1SP¿ (B 
ESBIIS"!<! TSHSSSEShHSE&EST?2tLCMS@SCS?SH; WSSS*S9!##1#i #bIO9IISTSISKShHSCSF3 (B 
ESBIQSOSCS$?; ~SK!TS"SkKSNS+!) !KBgJQSISs$G!"<+J, SGF~NOS9SKSNSOHr$1$?J}5$, ¿(B 
ESBL5SFQSGS7S$qg$&!#!TSCSF!"SU%) !<3*°SCZHSOTJQSOSiSTSSSH; WSES, Հ (B**; 2 SB! Ke (B 


¿SBSGSo!# (B 

¿SB#K#B#O; (B 
--MESSAGE FILE 21197 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
41html.html 


--MESSAGE FILE 21198 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0042html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 


Net Yaroze newsgroups message dump.txt Page 14212 


From: boOwy@t3.rim.or.jp (Hideki Naito (Եօ0ԿՆ)) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-4p?Q?=1B=?1S0O-2022-JP?B?GyRCJUYLLyYUSJUELYxsoQg==?= 
=?1SO0-2022-JP ?B?GyRCITOzQyValITOzQyU4JE45TSQ9MjJhHK£FTOxQ4j0yOEI/GyhC?= 

Date: Sat, 03 May 1997 14:52:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <bo0wy$24b319970503145200@news1.scei.co.jp> 

References: <5kbcbl1$t40@newsl.scei.co.jp> <bo0wy$24b319970502164016@news1.scei.co.jp 

> <5kc8bg$1l0v@newsl.scei.co. jp> 

NNTP-Posting-Host: 202.247.160.155 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.beginner ¿SBSN¿ (B <5kc8bg$S1l0v@newsl.scei.co.jp> ¿SBSN; (B 
¿SB5-;VSKS$S*SSSF¿ (B 1997¿SBG/¿ (805չ587ոչ (B02¿$BF |¿ (B(¿SB6b¿ (B) 17¿$B;~¿ (82225877, ¿ (808 
¿SBIC:"!", (B 

"Takahiro Yamaguti" <takay@alphatec.or.jp>z$B$5$sSO=q$-S*S7S?!#2 (B 
>¿SB%SF%S/%9%SA%Sc!<%Z!<%8$CSFSSS&SNSO2?$JSNS$SGS7SgS&S+!)¿ (B 

>i $B#L#o#a#d#I#m#a#g#e$GFI$_9~$^$1$?6k7ANNOh<+BN$, ! "¿ (B 


¿$B!!4{$K; (Bkbo¿$B$5$s$,%U%)%m!<$5$I$F$$$^$9$, !"¿ (BLoadImage () ¿SBSO4X78S"S3jJS ¿ (B 
ESBS; $s!#$h$j>\$7$$2r@b$, !":d8}S5SsSN%[!<S° SZ!<S8SKS"SkSWSms03iS_%S%S0¢ (B 

¢SBSUS) !<3i%° #F#A#QSN!V: (BGSSPRITE: SBSKSDSSSF ! WSN#Q#ASKS"S5$*$9!T535N85z (1 
¿$B5-;v$b¿ (Bkboz $B$5$s$,=q$+S1$?T*SGSISM!IK! #¢ (1 


x 


ա 


ա 


URL¢SBSO!"¢ (Bhttp://wwwl.scei.co.jp/~aqv00117/fagq/faq3.htm#q38 ¿$B$G¿ (B 
¿SBD>@NEv3: #Q#ASKHtSYS*S$9!#S=$15$+Si! "IUBOSD! <Sk$Nz (Btimutil: $B$G2?$+2 (B 
TIM; SBSU%! 3S$3kS$rFIS$_9~$s$G!"!Vz (BTIMz $BG [CV! W2hLL$r8+$k$H; k3PE*$KSo0$+$ 42 (B 
£SBSd$9$/SISk$H; WSS$*S9! #2 (B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

--MESSAGE FILE 21198 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
42html html 


--MESSAGE FILE 21199 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0043htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: takichika@jsn.justnet.or.jp 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-4jp?B?GyRCJTIhPCVgJE4 6biRqsSn0kcjY1UCgkRhsoSg==?= 
Date: Mon, 05 May 1997 02:43:28 +0000 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <336D4950.42B9@jsn.justnet.or.jp> 

NNTP-Posting-Host: 133.130.59.21 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿$B!!$H$F$b!!%P%+$J<ALA$G$9$1$I!!%2!<%`$N:n$jJ}$,$^$C$?$/2r$j$^$;$s!!!!!!!!g (J 
¿SB111111111111111111111111SQ%S=S3%SsSb!!%9%`!<%:SKSSS85S1SJSS;d$GS9S, !"SISJS?¿ (J 
¿SBS+!!J8;zŠrI=<(!!!!1111111111111111111111111111111S9SkDxEYSNSW%SmS0%i%`SG7k¿ (J 
¿SB9=SGS9SNSG! !EA<xS$7$SFS/SQ@S5$SS!##c#dS+Si!!!!1!11111111111111111111111l111!!ll; (J 
¿SB%$S%$s%9%SH%%!<%kS7S?SDSNSrSIS&SdSCSF;HSCSFShS$SSNSdSi!!S$2S?!"SISsSJ!!!111112 (J 
¿SB111111111111111111111111LNE*SG;HS&SbSNSJSNSdSi!!$5SCSOSjS$SGS9!#S"S[!"0%S$S1¿; (J 
¿SBSH;WSCSFSISJS?S+!!111111111111111111111111111!1!115_SSSN<jSr!&!&!&!#!!!!!l1: (J 
¿SB!!111!1JFqS7SS8@MUSOSRS+S (SaSKSMI!K!!!11111111111111111111111111111111l1l1lll; (J 
ESBIIIIEEPP Pre hy rrr rrr rer yr Ր Ո ՈՐՈ ՒՐ rer yr reer ՒՐ ՈՐՈ ՈՒՐ Ւ ՐՈՒ Ր Ո ՐՈ ՈՒՐ Ո ՈՐ ՒՐ Ո ՐՈ ՈՒՐ Ո ու (ք 
¿SB!1!11!111111111111111111111!111111111!1!11111111111!1!!!1!!l#phy'!S?S-SAS+!!!!!!; (J 
¿SB!!!!: (J 


--MESSAGE FILE 21199 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
43html.html 


--MESSAGE FILE 21200 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0044htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: "fujita" <hatamoto@venusdtinet.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: GDBz$SBS$,;_S*SCSFS7S$°S&!Dz (J 

Date: 5 May 1997 09:25:54 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01lbc133cS$b8f£41260S8640b5cb@default> 
NNTP-Posting-Host: 203.181.64.155 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBHGHDHEBSr; HSCSFSSSkSH! "2 (J 


worning:Hit heuristic-—fence-post without finding 
worning:enclosing function for address x80042f£98 


é£SBSH=PS$F;_$°S$CSFS7$°S&SN$G$9$, SIS&S7SFSGS7SgS&S+!)¿ (J 
¿SBšhSmS7S1S1SP!"65S (SF$SSS?S@S1S2S;SSSGS7SgS&S+!# (J 


--MESSAGE FILE 21200 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
44html.html 


--MESSAGE FILE 21201 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0045htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "fujita" <hatamoto@venusdtinet.or.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: ¿SB#G#D#BS,; S*SCSFS7S“S&!De (J 

Date: 5 May 1997 09:25:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01bc133csšcf373ac0sS8640b5cb@default> 
NNTP-Posting-Host: 203.181.64.155 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBHGHDHEBSr; HSCSFSSSkKSH! "3 (J 


worning:Hit heuristic-—fence-post without finding 
worning:enclosing function for address x80042f£98 


éSBSH=P$F;_$°S$CSFS$7$°S&SN$G$9$, SIS&S7SFSGS7SgS&S+!)¿ (J 
¿SBšhSmS7S1S1SP!"65S (SF$SSS?S@S1S2S;SSSGS7SgS&S+!# (Մ 


--MESSAGE FILE 21201 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
45html.html 


--MESSAGE FILE 21202 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0046htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiUyITwlYCROOm4kakp 9JHI2NSQOJEYDKEo=?= 
Date: 6 May 1997 14:41:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <01bc5971$7£152540SLocalHost@Libretto20.ppp.bekkoame.or. յք» 
References: <336D4950.42B9@jsn.justnet.or.jp> 

NNTP-Posting-Host: 202.231.200.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBHBtrtedtz#zta ! wSYSCS3S"SaSGS9!#Sh$m$7$/¢2 (J 


takichika@jsn.justnet.or.jp wrote in article 
<336D4950.42B9@jsn.justnet.or.jp>... 
> 


¿SB!!SH$SFSb!!S$SP%$+$J<ALd$SGS$S9$1SI!!S2!<%`SN:n$jJ)$, $2SC$?$S/2r$j$S%$;Ss¿ (J 


¿SB!!11111111111111111111111SQ%=%3%s$Sb!!%9%`!<%:SKSSS8S1SJSS;dSGS9S, ¿ (J 
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¿SB!"SISJS?¿ (J 


> 
¿S$SBS+!!J8;z$rI=<(!!1!1!1111111!11111111111111111111111S9SkEDxEYSNSW%$m%$O¿ (J 
¿SB%i%`SG7k¿ (J 

> 

2 SB9=SGS9SNSG! !EA<x$7$F$/$0$5$$!##c#A$+$i!!!!!!IIIILIIILIILIIIIIIIIE(J 
@¿SB!!!!11¿ (J 

> 
¿S$SB%S%s%9%H%%!<%kS$7$?Sb$SNSr$IS&S$SdSCSF;HSC$FSh$SSN$dSi!!S+A$?1"SISsSJ¿ (J 
@¿SB!!!!11¿ (J 

> 
¿S$B!11111111111111111111111LNE*$G;HS&SbSN$SJSNS$dSi!!S5$CSQSj$GS9!#S"¿ (J 
¿S$BS[!"0%$1¿(J 

> 
¿SBSH;WSCS$SFSISJS?S+111111111111111111111!11111!1111111!5_SSSN<j$r!&!&!&¿ (J 
¿SBI#!!!111¿(J ի 

> 

¿SB!!11!JFqS7$S8@MUSOSRS+S$S (SaSKSMIK!!111!111!111111111111111!11111!1!l1ll¿ (J 
@¿S$SB!!!!11¿ (J 

¿SBSASgSCSHS@S1Sh¿ (J 
¿SBSOS8Sa$*S7SF!*%$5%s%W%k8+$1Sk$sSG$S9Sh$SM!"8+S$1Sk$JSi¿o(J 
¿SB@hSOL@Sk$SSGS9!#J8;z$N%5%s%W%k$,S$"$jJSAS;SsS, (J 
¿SB%i%S%sSN%5%s%W%k$H%9%W%i%S%$HSN%5%s%W%k$OS"$jS%AS$9;¿(J 
¿SB;dSN#H#PSGS9!#;29MSKSJSkS+SoS+SjJ$2%S;Ss$,!"¿ (J 
¿SBS<SR8+SHS$SS$SF$/$@$5$$!JS<SsS<Ss99?7$7$F$JSS!K¿ (J 


http://wwwl.scei.co.jp/-emp00082/ 
¿$BB?J, $3S1SG9TSISKSHS$$*S9¢ (J 
éSBSG$0¢ (J 


--MESSAGE FILE 21202 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
46html.html 


--MESSAGE FILE 21203 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0047html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: siocons=?1ISO-2022-JP?B?GyRCJCskaTBsSmIkYJj9KIJF8kXi0Q7JHMbKEI=?= 
Date: Tue, 06 May 1997 22:18:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <kamon$21c519970506221834@news1.scei.co.jp> 

References: <33675402.4098@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2$B!!$3SsSKSASO!"2CLg$G$9! #2 (B 


ZEEK <masa@ta2.so-net.or.jp> wrote: 

>ZEEK;SBSGS9!#¢ (B 

> ¿SB9u#p#s$r$+SCSFS+Si!"#3%Sv7nS/SiSSS?SAS“S9S, !" (B 
¿SBSSSDSb!"¿ (Bsiocons¿SBSNS"SHS+Si!"@hSK?JS_S“*S;Ss!# (B 
¿SBDL?.B.EYSO!"#p#cSH#p#s6&SK#9#6#0#0#b#p#sSKS7SFS"SjJjJS*S9!#; (B 
¿SBSDSCSHB.S/S7S?SSSNSGS9S, ! 'S$SW%m%$s%*W%H$, SGSJSSSsSGS9!#¿ (B 
¿SB#p#cSK%s3%T!<S7S?%SU%S)%Sk%@SO!"#c!'#p#s#xSGS9!#; (B 
ESB@DL@=qSIS*SjSK@_DjS7TS*S7S?! #3 (B 
¿SBSIS3S,$SS1SJSSSsS$SGS7SgS&!)¿ (B 

SBFbB! 3b%3G%* $, SSS1STSSSSSGS7SgSES+¢ (B 
ՏԹՏիՏ/ՏՕՏՒՏ)Տ՞Տ:ՏՏՏ, !"¿ (Bcom2¢$BSK%Q%=DLSb#p#cSbSDSIS2SFS"SjS*S9! #2 (B 
siocons; $BSG!"SHS*SCSFS7S$*SCS$25, !"S&S*S/?TS aS ?SH8AS&2Mz (B 
¿SB%$"%$ISP%S%9S7SFS/S@S5SS!#¿ (B 
¿SBSbSASm$s!"SHS*“SCS$SFS7S“SoSJS+SCS??MSbS*SMS,SSS7S“S9!# (B 


é 
é 


VVVVVVVVV VV 


¿$B!!¿ (BZEEK: $BS5$s$KBeSo$CS$F=q$$$FS$*$-$%*$9$S, !"$1$C$-$g$/LdBj$OFbB"%$b%$G%`$,¿ (B 

COM2¢SBSr@j5rS7SFSSSkS3SHSG$7$?! #2 (BCOM1; SBSr; HSCSF%/%347S3"S$9SkS3SHS, $GS—-S?Sh¢ (B 

¿SBS&SGS9!#SaSGS?S7!"SaSGS?S7!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
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Taro Kamon 
--MESSAGE FILE 21203 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
47html.html 


--MESSAGE FILE 21204 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0048html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1S0-2022-JP?B?GyRCUTINPCVgJE4 6biRgSn0kcjY1UCgkRhsoQg==?= 
Date: Tue, 06 May 1997 22:20:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970506222028@news1.scei.co.jp> 

References: <336D4950.42B9@jsn.justnet.or.jp> 

NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


takichika@jsn.justnet.or.jp wrote: 


>¿SB!!SHSFSb!!SP%$+SJ<ALdSGS9S1SI!!%2!<%`SN:nS$jJ)$, $2$CS?$S/2r$jS$S“S;Ss!!!!!!!! (B 
>¿$B!!11111111111111!!!11111SQ%=%S3%sSb!!%9%`!<%:SKSSS8S1SJSS;dSGS9SS, !"SISJS?¿ (B 
>2¿SBS+!!J8;zSrI=<(!1!!1111111111111111111111!111!11!!S9SkDxEYSNSW%Sm%0%i%S`SG7k¿ (B 
>¿SB9=$GS9SNSG! !FA<xS7SFS/SQG@S5SS!##c#hdS+Si!!111111111111111111111111l1l1l1l1l1!!!; (B 
>¿SBS$SSsSs%9%SH%%S!<%kS7S?SbSNSrSIS&SdSCSF;HSCSFShSSSNSdSi!!S*“S?!"SISsSJ!!!!11111¿ (B 
>¿S$SB!1111111111111111111!111!1LNE*#SG;HS&SpS$SNSJSNSdS$i!!S5$C$OQOS3j$GS9!#S"S[!"0%S$S1l; (B 
>2¿SBSH;WSCSFSISJS?S+!!1111111111111111111111111111!!15_SSSN<jSr!&!&!&!#!'!!!!l; (B 
>¿$B!!!11JPq$S7SS8@GMUSOSRS+S (SaSKSM!K!!11:!111111111111111111!111111111!111!11!!!! (B 
a I P TAE hA Phapa p ent I Le eS te nB, 
Տաթ ՐՈՆ ՈՒ Ր ՈԼ ՆՒ Ն ԵՆՈՐ ՒՈՒ Ն ԱՆՈՒՆՐ PPU Ն ԵՆՈՐ ԼՈՒԱՆ ՍԱԹՈՆ SQ SC SAS AU IATA ESCB 


é$B!!%2!<%* SN:n$jJ}S$r3XSVSKSO?MSN%S=!<S9Sr8+SkSNS, 01HVŠSQ@QSH;WSSS S9!# (B 
¿SB%S=!<%9SNTUSSSFSk%=%SU%SHS$GJY6/S7SFS_SFS/S@S5SS!#¿ (B 
¿SB!!S"SHKMSNSZ!<%8SK%SW%sm%0%i%S`9V:BS,S"SJS%“S9!#%5%Ss%W%k%W%m%0%i%`Sb¿ (B 
ESBS"SkSs$G8+SFS_SFS$/S@S5$$! #2 (B 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 

--MESSAGE FILE 21204 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
48html html 


--MESSAGE FILE 21205 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0049html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?c21lvY29ucxskQiQrdGkwbEpiJGI/SiRfUF4kOyRzGyhK?= 

Date: Thu, 08 May 1997 19:06:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <3371A5A6.43A2@fa2.so-net.or.jp> 

References: <33675402.4098@ta2.so-net.or.jp> <kamon$21c519970506221834@newsl.scei.co 
.Յք» 

NNTP-Posting-Host: 210.132.170.151 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Taro Kamon wrote: 
¢$B!!S3SsSKSASO!"2CLgSG$9! #2 (J 
¿SB!!¿ (JZEEK:$B$5$s$KBe$o$C$F=q$$$F$*$-$^$9$, !"S1SCS-Sg$S/LdBJSOFbB"%b%G%`ŠS, ¿(J 


COM2¿SBSr@j5r$7SFSSSkS3SHSGS7S?!#¿ (UCOM1¿S$SB$r;HSCSF%$/%SjJj%S"S9SkS3SH$, S$GS-S?Shz (J 
ESBSESGS9!#SaSGS?ST7!"SaSGS?S7!#ze (J 


V V V V V V 


¿SB$=S&SG$7$2?S+!#¿ (J 
i SBSASGSCSH?24G[S7SFS*S7$2! #2 (7(՞՞) 
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ESBS [SsSH!"Sh$+SC$?l#e (J 
NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
--MESSAGE FILE 21205 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
49html html 


--MESSAGE FILE 21206 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0050html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: 225824: (BO-2022-JP?B?GyRCJUY1LyU5JUElYxsoQg¿SB ¿ë (B =?1SO-2022-JP?B?GyR 
CITOzOyValTOzOyU4JE45TSQ9MjhKFTOxQj0yOEI/GyhC?= 

Date: 13 May 1997 06:01:16 GMT 

Organization: Net Yarouze (SCE) 

Lines: 13 

Message-ID: <51903cS$8r9@newsl.scei.co.jp> 

References: <5kbcbl1$t40@newsl.scei.co.jp> <bo0wy$24b319970502164016@news1.scei.co.jp 
> <5kc8bg$10v@newsl.scei.co.jp> <bo0wy$24b319970503145200@news1.scei.co. յք» 
NNTP-Posting-Host: 202.247.140.172 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢$B!!4{SKz (Bkboz$BS$5$s$, SUS) $m! <S$5S1SFSSS*S9S, !"¿ (BLoadImage () ~SBSO4X78S"S$4S$%¢ (B 
>2SBS;Ss!#ShSj>\S7SS2r@bS, !":d8)S5S$Ss$NS[!<%`%Z!<%S8SKS"Sk%$W%m%$0%Si%S_%s%0¿ (B 
>¿SB%US) ! <%1% ` #F#A#QSN!V; (BGSSPRITE¿SBSKSDSSSF !WSN#OFASK$"S$jSA$S91J$S3SN85¿ (B 
>¿$B5-;v$b¿ (Bkbo¿$B$5$s$,=q$+$1$?7J*$G$9$M!K!#¿ (B 


¿SB:d8)$5$sSN#F#A#OSOQN8+S$K9T$CS?;v$, S"$3jS*S9!#NIS/SGS-$?%Z1<%8SG$9ShSM!#; (B 
¿SB855-;v$K;d$NS$,S"SkSN!)!)!)S-SCSH@N$=$&SSS&;vSKSJSCS?SKOcSSSJSS!# (B 
¿SB1!JSCSFSbS&5-21SK$JSSSGS9S1$SI!J>P!K!K¿ (B 


¿ SBB> ?MMMSN#H#PSCSFS9S4S/NIS/8+S ($k$s$G$9$h!#; d$b8+=, $C$F>/$7$0$-$1$$$K¿ (B 
ESBSTSISSSH!&!&!& (B 


¿SB#K#B#O;¿ (B 
--MESSAGE FILE 21206 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
50html.html 


--MESSAGE FILE 21207 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0051html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCUTINPCVgJE4 6biRgSn0kcjY1UCgkRhsoQg==?= 
Date: 13 May 1997 06:01:17 GMT 

Organization: Net Yarouze (SCE) 

Lines: 20 

Message-ID: <51903dS$8r9@newsl.scei.co.jp> 

References: <336D4950.42B9@jsn.justnet.or.jp> 

NNTP-Posting-Host: 202.247.140.172 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¿$BS+!!J8;z$rI=<(11!1!1!1!1!111111111]111111!11!1111111!!1!1!S9SEKEkDxEYSNSW%$m%0%i%`SG7k¿ (B 
>¿SB9=$GS9SNSG! !FA<xS7SFS/SQG@S5SS!##c#hdS+Si!!!111111111111111111111111l1l1l1l1l!!!; (B 
¿SBJ8;z$GS9S+!#%Q%=%3%sSHOcSCSFLLE]SJSsSGS9$, !"S3S1SOSF%$/%S9%SA%c!<SHS+%S9%W%i%SSSH¿O (B 


¿SBSr;HS&>eSG!"S@SSS?SSEvS?SjAOSN9MS (U) SKŠšJUSCSFSKkKSNSG!"S3S1$S,2rŠ$S1SP#1JDbA02J;¿ (B 
ESB4VOcSSSISTSGSO! #2 (B 


¿SB=gHVS$OS3$SsSJ46S$S8SGS9!#;¿ (B 
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¿SB#1!K#V#R#A#MSKJ8;zŠrIAS/!#;¿ (B 
¿SB#2 !KIASSS PNNOhSr3 9SWSiSSSHS*S PSOSFS/%S9SASC!<SGI=<(! #3 (B 


2 $B35%sSWSkSN3\ !<3k$N3 (SrIAS/NNOHSK!"J8; zSrBGSD4X?tS$GIAS1SP#O#KSGS9! #2 (B 
é$BS3S1S@SH#1I8; zS@SH; WS&SNSG!"S9S3WSiSSSHSNI}$r9-S2SFS_SFS/S@S5S$! #2 (B 
¿$BJ8; zNs$, I=< ($5$1S$k; v$H;WSS$*S$9! #2 (B 


éSBS3SNB>SK#BHtGS cr; HSCS PSDSNSH$"$4$°S9S, !"IaDL$O1QJ8; z$, <gS@SH;WSS$*S9!#e (B 
ESBS=S1SK!"#P#SS@SH#BEGSOSASGSCSHLLE] S$USS$G; O$Sa$O<j$r=P$5SISSI}$,LOFGSGS7Sg$&! #2 (B 


¿SB#K#B#O;¿ (B 
--MESSAGE FILE 21207 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
51html.html 


--MESSAGE FILE 21208 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0052html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: SHINDO Motosuke <shindo@memex.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: MIME3D sample compile error?? 

Date: Wed, 14 May 1997 17:48:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <33797C4E.E3542322@memex.co.jp> 

NNTP-Posting-Host: 202.220.152.14 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESB?IF#! wSaSaSCZ/SISHSSSS$S*SI9!#SOS8SaS*S7SF! #¢ (J 


ESBSHSIS"S (S:S*SAS5SSSWSkKSrSOSESSSM!<SISTSF8+SFSSSkS@S1ISHSSS$&CI3, SJSNSGS9¿ (J 
ESBS, !"SJS+SKSRSHSDS@S1%3%s%SQ%S%SkS,S&S*S/SSS+SJSSSDSNS, S"SKSNSGS9! #2 (J 


http://wwwl.scei.co.jp/forum/tool/archive/sample/ 


¿SBS$ShS$Sj%s@%s&%s%m!<%šI$7$?¿ (Imime3d.1zhz$BSISN$GS9S, !"¿ (Imakez SBS7SFS_S$*S9SHz (J 


C:\PSX\SAMPLE\MIME3D>make 

gcc -O3 -g¿$B!!!!¿ (J -c main.c -o main.o 

Stack Fault at eip=d5dbc 

eax=00008f50 ebx=000023d4 ecx=00000044 edx=00138580 esi=0026d678 
edi=00000000 

ebp=00179780 esp=00138580 cs=177 ds=16f es=16f fs=16f gs=187 ss=17f 
cr2=00009f £3 


Call frame traceback EIPs: 
2$B!!3 (J 0x000d5dbc 


¿$B!!¿ (J 0x00026fd8 
¿$B!!¿ (J 020001678Ե 
¿$B!!¿ (J 0x000076a5 
¿$B!!¿ (J 0x00025ee0 
¿$B!!¿ (J 0x000283d7 
make.exe: *** [main.o] Error 1 


ՀՏԹՏԱՏՏՏԵՏՅՏԱՏՇՄ: (JStack Fault;$B!W% (%i!<S,=PSF;_S*SCSFSSSkShS&SISNSGS9S, 3'S$5Ss¢ (J 
ESBSOR5>0S$K%S3%SSOQSSSkKSGS-SFS*S9S4+!) 3 (J 


--MESSAGE FILE 21208 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
52html html 


--MESSAGE FILE 21209 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0053html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCUWk1UCVzdTk1LyVt I TwlayRLJEQkICRGGyhK?= 

Date: Sun, 18 May 1997 04:00:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 
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Message-ID: <337E006A. 5AEFE@super.win.or.jp> 
NNTP-Posting-Host: 202.215.181.12 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


2 $BSi%$%s%9%/Sm! <SkSKSDSSSFS4AjCLS7$2SSSNSG6$95S, ¿(J 

i $B%i%$%s%9%/%m!<%k$8$?$$$0400.$7$F$$$kKŠN$G$9$, ¿(J 

2 SBOJ2<SNShS$&ST3WSmS0Si% > S@SHz (J 

2 SBS-SASsSSH%$i%$%S%9%/%Sm! <SkS7TSFSSSKSNSGS9S, (J 
2$BS9%/%m!<SkC£SK2<SNJ}$+Si01LK\SN>/!98:$1$2?2 (J 
2SBQ~$, =PSFS7S*S$$°S9! #3 (J 

2 SB860xSOSF! <SVSkKSN?61}1}$,¢ (J 
¿SBM>Sj$K$b>.S5SSS?ŠSaSK¿ (J 
¿SB!JSW%1%9%F=`5rSNŠ?SaSKO1<-¿(J4096¿$BSN1_ Տ6չ (J 
0-4096; SBSN?6I}I}SrdVS7SF$/$kShS$&SKSISCSFSS$k!Kz (J 
2SBSis$%s$, :BI8SF!<SVSk$+S$i%G! <%?Sr; } SCSFS/SkSHS-SKz (J 
ESBES#Z8DS : SDHtSPSTFIS_S7TSFSSSkS$; SSS@SH;WSSS*S9! #2 (J 
2 SBS+SHSSSCSFO18D018D3G! <$?$r99?7S7SFe (J 
¿$B3]$1$k2?G\$+$7$F$b7k6IF1$8$G$9$7!&!&!&!#z (J 
¿SBSIS&SKS$S+>e<jSJJ)K!SOM-SjJS*$;SsS+!)¿ (J 


for(i=0; i<240; i++) { 
sin = (Rsin(RastarCnt[i] 5 4096)*16)>>12; // Rsin= 0-4095 
RastarCnt[i] += 32; 


Sp0.v = Spl.v = i; 
Sp0.x = sin-48; 
Spl.x = sint+96; 
Sp0.y = Spl.y = i; 


GsSortSprite(&Sp0, ActBuffPos, 10); 
GsSortSprite(&Spl, ActBuffPos, 10); 
} 


#define Rsin(a) SinTbl[ (a%4096) *512/4096] 

#define Rcos (a) SinTbl[((at+1024) $4096) *512/4096] 

--MESSAGE FILE 21209 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
53html.html 


--MESSAGE FILE 21210 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0054html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: u6002 <u6002@ug.sue.shiga-u.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCJVU1KSUwJEskRCQkJEYbKEo=?= 
Date: Fri, 23 May 1997 00:52:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33846BA4.45E5@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.210.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 

CC: u6002@ug.sue.shiga-u.ac.jp 


é$B!!1%U%) SOSNS!G=$N; HSSI}SKSDSSSF65$ (ՏԲՏ/56855Տ515չ (J 
é$B!!%U%) 30$r; H$&$ ?S$aSN9=BSBNSi$7$—SbSNS$O% 5 SUS! S13SS9IS*SKSES"SkKSGB+SDS1$7SNSGS9S, !$$ 


=$1$r$I¿ (J 
¿$B$&; HMOS 9S1SPSHSSSNS$+S$o$+$5$%$;$s!SSI$&$+65S (SFS/S@S5$$! SC; $ST8SG$S9S_$%*$;$s!%ze (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp 

Ashida Takuji 

--MESSAGE FILE 21210 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
54html.html 


--MESSAGE FILE 21211 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0055html.html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: u6002 <u6002@ug.sue.shiga-u.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?i1so-2022-jp?B?GyRCUVULKSUWJESKRCOKJEYDKEo=?= 
Date: Fri, 23 May 1997 00:52:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33846BC6.49B9@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.210.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 

CC: u6002@ug.sue.shiga-u.ac.jp 


ՀՏ8115 S0SN5!G=$N; H$SJ}S$KSDSSSF65S$ ($F$/$0$5$$!3 
ESB!!% ՀԱՏ» HS &$?SaSN9=BSBNSi$7$-SbSNS0%53U%S! 31 [oe %e%"%k$G8+S$DS1S$S2SNSGS9S, ! $$ 
nae 


ESBS &; HOS 9$1SPSHSSENS+$0$+94$* $;$s!SST$&$+65$ (SFS/S@S5$$!3C; $$I8BSGS9$_$*$;$s!%2 (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp 

Ashida Takuji 

--MESSAGE FILE 21211 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
55html. html 


--MESSAGE FILE 21212 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0056htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?GyRCJGgkLyQiJGs 8Q0UxkJEckNyRnJCYkKLCEmISYhJhsoSg==?= 
Date: 16 Jun 1997 15:41:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bc7a6b$aal937c0$33318acb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 203.138.49.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSOS8SaS*S7SF! #2 (J6gSBINCE: "SKF~2q$7$2¢ (U<; $B$_$-$?¿ (J>¿$B$H?=$7$^ ՆՅՄ 
éSBShS$/S"Sk<ALASHSSS&SNSOz (75Տ1ՕՇՕԱՏ:Տ8ՏԱՏԱՏՈՏՏՏԱՏԻՏ, SGSISSSHSSS&S3SHSGS9¢ 
ESB!l#e (J 

ESBS ?$*SK=PSk$s$G$9! #==2s$K012s$/SiSSSGS7$g$ESt+!#e (J 
¿S$SB$=$N;-$O%5%s%W%k%W%m%0%i%`%$, s oe WS&$N$GS9$, |" 
¿SBMbF|;n$9$H$@$a$@$CS2?83jS7S2S91#;¿(J 
¿SB%USk%9%/%j!<%sI=<(SdMŠQhEYSNJO99SJSI;¿ (J 

¿$BOIDL$J; n$7$F$_$^$7$?$, 0BDjJ$7$^$; $s!#¿ (J 
ESBS3$s$ISG$SO2?SbS9SkK5SSKSIS1S::SSCSFS*S9! #2 (J 

¿$B2?$+NI$$I}K!$r65$ ($F$/$0$5$$! He (J 
ESBS°S7SsSO#GHAFTHEFWHAFYH#2#0#O0#0SNz (JIG180-PRO¿$BSG$9!#¿ (J 
ESBECHOHM#ISKSO%S 2? SVSLSECSHSrSDSISSSGSSSKSNSG! "#C#HO#MH#2ZSr; HSCSFS*S9!l #2 (J 


--MESSAGE FILE 21212 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
56html html 


--MESSAGE FILE 21213 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0057html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCUGgkLyQOiJGs 80UxkJEckNyRnJCYkLCEmISYhJhsoSg==?= 
Date: Tue, 17 Jun 1997 00:46:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5o3nc5Sbfp@newsl.scei.co.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.ns1.sphere.ad.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
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NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A55FC8.654B@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MIKITA wrote: 


> 

> ¢SBSOS8SaS*S7SF! #¢ (J6ESB7nNCE: "SKF~2q$7$?¢ (U<¿SBS_S-S?¿ (J>z~SBSH?=S7S“°S9! #3 (J 
> 2 SBSh$/S"Sk<ALGSHSSS&SNSOz (JSIOCONS 2 SBSNSWSm%sSWSHS, SGSTSSSHSSS&S3SHSGS9¢ (J 
> ¿SB!#¿ (J 

> ¢SBS?S*SK=PSkSsS$GS$9!#==2s$K012s$/SiSSSGS7SgS&S+! #2 (J 

> 2 SBS=SN; ~SO%S5%SsswWskswsm%s0%is $,FOSSSE! "SdSCS?SH;WS&SNSGS9S,!"3 (J 

> zSBMbF|;nS9SHS@SaS@SCS?S4S7S*S9! #2 (J 

> ¿SB%$USk%$9%S/%Sj!<%sI=<(SdM%S@hEYSNJQ99SJSI¿ (J 

> ¿Š$ŠBO1DLSj;n$7$F$_$S2$7$2S,0BD3jS7$25;Ss!#; (J 

> ¿$BS$3$sSJSG$SO2?2$SbS$S9Sk5$SSKSJ$S1S::SSCSF$2S918; (J 

> ¿SŠB22S+NISSJ)K!Sr65S(SF$/S@$5$S!#; (J 

> ¿S$SB%S*%$7%sSORG#ATTHIE#WRA#Y#2#0O0#O#OSN¿ (IG180-PRO:$B$G$9!#¿ (J 

> ¿SB#R#CH#ORM#1SKSOS?%V%S1%C%SHSrSDSJSSSGSSSkRSNSG!"#C#O#M#2Sr;HSCSFS AS9!#¿ (J 


ESB! !swWsmssswsH$, =P$I$$;~SO!"z (Jsiocons¿$B$rF0$+$9A0$K2?$+B>$NSW%m%0%i%` $r (J 
éSB!!;HSCS?SISOSTSFSSS*S;SsS+!) !#NcS$ (SPDL?.4X78SN%=SUSHSHS+! #2 (J 

--MESSAGE FILE 21213 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
57html.html 


--MESSAGE FILE 21214 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0058html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiRoJC8kIiRrPEFMZCRHJDckZyQmJICwhJiEmISYbKEo=?= 
Date: 17 Jun 1997 03:07:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <01bc7aba$180333a0SLocalHost@gateway2000.ns1.sphere.ad.jp> 

References: <01lbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5S$bfp@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 203.138.49.28 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

> 

éSB!!swWsmsssWsH$, =P$JI$$;~SO!"z (Jsiocons¿$B$rF0$+$9A0$K2?$+B>$NSW%m%0%i%`¿ (J 
:SBSre (J 

Հ ¿SBI1;HSCS253J50575F55525; SsS+!) !#NcS (SPDL? . 4X78SN%=SUSHSHS+! #2 (J 

> 
¿SBS&S&!&!&!&;HSC$FSJSSSGS9!#%Sb%G%S`SO#RI#S#AQNB3SGS9!#¿ (J 

ESB: #F | SND+SJ$sSHSJ$/S$dSCSF$_$?$i$GS-$*$7S? ! #$HS3$m$,DL?.B.EY$r$"$2¢ (J 
ESBShHS&SHSTSFS_S$?Si¢ (J 

éSBS*S?!d!d$,=PSIS/SISJS*°S7S? #2 (J 

2 SB92SFSFSbSHSKLa$7$*$7$25, ! "85SNLZ0SLOSGS$7$?!&!&!&! #2 (J 

2 SBSIS&S7S$FS3$sSISKITOBDJSISs$G$7Sg$&S+! ) SUSKS9%/%4!<SSSTSNSK! #3 (J 
éSBHa$S7$$SGS9!#<e5S$GS9S_S$*S;Ss!#e (J 


--MESSAGE FILE 21214 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
58html.html 


--MESSAGE FILE 21215 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0059html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“daisybell@crd.ynu.ac.jp" <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkLyQiJGs8QUxkJEckNyRnJCYkLCEmISYhJhsoSg==?= 
Date: Tue, 17 Jun 1997 19:42:44 +0900 
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> 

> ive just put up some amusing stuff on the first page of my web site. 

> It was nicked from an american site, but i havent credited them, 

> because my girlfriend once worked there, and then she forgot about me. 
> Im not really bitter :) 

Those jokes are dire :-) Nice 'new look' site, BTW. 

Nick 


—-MESSAGE FILE 2237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00940 


—-MESSAGE FILE 2238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000941 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ICQ 

Date: Sat, 16 May 1998 23:09:11 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1d959mx.9118dq17fr314N@al—88-130.al.nl1> 
NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Antonio can't download ICQ from the site. Is there a PC-member that will 
mail him the PC version of ICQ? Don'ty sent it to me (so don't reply) I 
use a mac. 

Please mail it to: 


omoliner@lesein.es 


Thanks!! 
—-MESSAGE FILE 2238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00941 


—-MESSAGE FILE 2239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000942 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: RUA NeGcon or mouse owner? 

Date: Sun, 17 May 1998 16:22:38 +0100 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <355F00BE.7B7F@writeme.com> 
NNTP-Posting-Host: at14-007.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi, 


I'm just putting the finishing touches to the next update of my 
controller library - I'm looking for someone to test my code with NeGcon 
or mouse. 


It should be a relatively painless experience and take 5 mins tops if 
the distributed documentation is correct. 


Mail me: j.t.rutherford@sms.ed.ac.uk 
Cheers, 
James (~mrfrosty) 


—-MESSAGE FILE 2239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00942 


—-MESSAGE FILE 2240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Organization: N/A 

Lines: 8 

Message-ID: <33A66A1E.497A@crd.ynu.ac.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.ns1.sphere.ad.jp> 
Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


ESBSOS 8SaS*S7$SF!#e (J 
¿SB$SoS?S/S7SbSDS$S:GG6aF-2qS$S7S*$S7S?%M%.%7SHSbS&S7$ S9!#; (J 
2$B:d8}$5$sz2 (J ¿SBSHSSS&J)SN%S[!<%`%Z1<%8SK¿ (J 
/wwwl.scei.co.jp/-aqv00117/faq/faq5.html#q62 
éESBSKF1IS8MMSJSHSiSVSkKSNBP=hK!$,=q$+S1SFSSS?ShS&SGS7S?! #2 (J 


¿SBSSSmSSSmFqS7SSS3SHSQ@SiS1SGS9S, ¿(J 

¿SBS*8_SSS$S,SsSPSJS*“$S7SgS&eSM!#¿ (J 

--MESSAGE FILE 21215 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
59html.html 


--MESSAGE FILE 21216 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0060html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiRoJC8kIiRrPEFMZCRHJDckZyOQmJICwhJiEmISYbKEo=?= 
Date: 17 Jun 1997 14:34:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <01bc7b2b$70c80c60$33318acb@gateway2000.ns1.sphere.ad.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <33A66A1E.497A 
@crd.ynu.ac.jp> 

NNTP-Posting-Host: 203.138.49.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSOS8SaS*S7SEF! #2 (J 
ESBS0$?S/S$7SbSDS$ : G6aF~2qg$7$*S$7$23M%.S7SHSDSE&STS*SO!#e (J 
¿$B:qd8}$5$s¿ (I ¿SBSHSSS&J)SNS[!<%S`%SsZ!<%S8SK; (J 
/wwwl.scei.co.jp/-aqv00117/faq/faq5.html#q62 
¿SBSKF1S8MMSJSH%siSV%š$kSNBP=hK!S,=qS$S+S1SFSSS?ShS&SGS7S?!#¿ (J 


¿SBSSSmSSSmFqS7SS S3SHS@SiS1SGS9S,¿ (J 
¿SBS*8_SSS,SsSPS)JS*“S7SgS&SM!#¿ (J 


VVVVVVVV 


> 

¿SBSJSsS+%S1%9SbSiS&S@S1SGS&SlS7SSSCS9!#¿ (J 

¿SBSH$jJ$"$ ($:%0%=%3%s$r5/F0$7$?$i012s$0;n$7$F$^$9!#¿ (J 

ZSBIWF|SNBa8SSD012S8D4O2SSD I <SISG7RS, S 352878? 142 (J 

¿SBSGSb012sS@Sl1!&!&!&!#¿ (J 

¿SB#C#O#M#1SKJQS (SFSbS@SaSGS7S?!#¿ (J 
12¿$BK|$r<N$F$k$0$1$K$0$$$+$JI$$$N$G!"5$9g$G4hD%$j$^$9!#z (J 

¿SBH`¿ (J (¿SB9u¿ (UPS) ¿SBSKSbSSSDS+S$S3SNS*SbSSS, SHSIS/S5!&!&!&!# (J 

--MESSAGE FILE 21216 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
60html.html 


--MESSAGE FILE 21217 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0061html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkLyQiJGs8QUxkJEckNyRnJCYkLCEmISYhJhsoSg==?= 
Date: Wed, 18 Jun 1997 22:50:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <5o08pa8Shq8@newsl.scei.co.jp> 
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References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5Sbfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A7E78F.5B77@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MIKITA wrote: 
> ¢SBS&S&!&!&!&; HSCSFSTSSSGS9!#S3bDS3GS° SO#THSHAR\B3SGS9! #2 (J 
éESB!!S&!<Ss!"e (JISA: SB@\B3SN%b%G%° SO; H$C$?$3$H$, ՏՄՏՏՏԱՏՕչ (J 


ISB11SoS+SiSJSSSGS9S,!"; (JISA; $B%b%G%` ՏԱ: (UIRQ¿SBS,DL?.S]!<%$HS$SH$V$SDS+SCS$SFS2S;SsS+!)¿ 
(J 


> 2$B:#F | SND+SI$sSHSJI$/SdSCSFS_$?SiSG$-$*$7S$?!#SHS$3$m$,DL?.B.EY$r$"$2¢ (J 
> eSBShSéSH$7SFS_S$?S$i¢z (J 
> ¿$B$^$?!d!d$, =P$J$/$I$J$^$7$?!#¿ (J 


ESB! 1. eer tate ԱՐՈ T E =PS$kS3SHŠb;¿ (J 
¿SB!!S"$jS%S9%S, !#¿ (J 


> ¿SB92SFSFSbSHSKLaS7S*S7S?S, !"85SNLZ0SLoSGS7S?!&!&!&!# (J 
> ¿SBSIS&S7SFS3SsSJSKITOBDjJ$SJSSSGS7SgS&S+!)%U%k%S9%/%j!<%sSJSNSK!#¿ (J 
> ¿$BHa$7Ş$$$G$9!#<e5$$G$9$_$^$; $s!# (J 


¿SB!!SSSCS=SN;v!"¿ (UDOS¿SBSr;HS&SHSSS&<jSbS"S$SjS%S9¿ (U (%%; 
--MESSAGE FILE 21217 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
61html.html 


--MESSAGE FILE 21218 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0062html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "MIKITA" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiRoJC8kIiRrPEFMZCRHJDckZyQmJCwhJiEmISYbKEo=2?= 
Date: 18 Jun 1997 14:19:21 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <0O1lbc7bf2$8d3823e0S47088bcb@gateway2000.ns1.sphere.ad.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5Sbfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 
q8@newsl.scei.co.jp> 

NNTP-Posting-Host: 203.139.8.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

> ¿SB!1SSSCS=SN;v!"¿(JDOS¿SBSr;HS&SHSSSs&<3jSbS"S3S2A$9¿(J(XX; 

> 

¿ $B; < c ՀԱՅՈՒՆ I%1%SS%PSr>CS7S?SHS3Sm!"SJSsS@S+7RS,SJS“S7¿ 
SBS?!#¢ 

Gra. a as aS eS Ne io ԱՂՑԱՆ Արա ԱՆՑԱ Hose ek RON tae: «րոնը 

ESBS? S3VS1SCSHSNEE8; AOA ted ԱՆ ԱՅՆ Բեր Seren աա ԿԱՅ J 

S SBSa3C%; !<38S, =PS?SNSG! "$ [SCSFS*S$$2SNSGS75? ! #$$$$$0S15*S085 !#e (J 

TSBSASJS SKS=SN8eSISiSSSPSrP-$1D>S752S7525, 1": #SNSHS3SmS&5°S/SSSCSFe (J 

S SBS^S91 F; (J 

+ SBSHSKS+S$/S$$Sm$$$m$"$4$, $H$6$4$6$$$^$7$?!#$Ş4LBOG$*$+$1$7$^$7$?!#; (J 

S SBS3$18+$1$bS$$m8$$m%H%i%VSjŠ=8&SG$98, !"ShSm$7$/S2SNSs5°S9! #z (J 


--MESSAGE FILE 21218 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
62html.html 
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--MESSAGE FILE 21219 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0063htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkLyQiJGs8QUxkJEckNyRnJCYkLCEmISYhJhsoSg==?= 
Date: Thu, 19 Jun 1997 20:08:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5o0b47sSkij@newsl.scei.co.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5Sbfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 
q8@newsl.scei.co.jp> <0lbc7bf2S8d3823e0S47088bcbh@gateway2000.nsl.sphere.ad.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A91343.3423@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MIKITA wrote: 


> ¿SBSHSKS+S/SSSmSSSmS"SjS, SHS&S4$6$$$*$7$?! #S4LBOGS*$+$1$7$*$7$2l#e (J 
> ¿SBS3S1$S+S$SiSbS$SSmSSSm%H%i%SV$SjS=S&SGS9S, !"Sh$m$7$/S?SN$s$*S9!l#e (Մ 


¿SB!!SJSKSOSHSbS"S1F0SSSFShS+S$SCS?SGS9SM!#¿ (J 

¿SB!!$,$sS$SPSCSF3+H/S7$SF$S/SQ@$5$S$¿ (J (“ 2) / 

--MESSAGE FILE 21219 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
63html.html 


--MESSAGE FILE 21220 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0064html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1S0-2022-JP?B?GyRCUGgkLyQiJGs8QUxkJEckNyRnJCYkLBsoQg==?= 
=?1S0-2022-JP?B?GyRCISYhJiEmGyhC?= 

Date: Sat, 28 Jun 1997 00:26:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <redbugSff8d19970628002650@news1.scei.co.jp> 

References: <01bc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o3nc5S$bfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 
q8@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.55 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.beginner ¿SBSN¿ (B <5o08pa8Shq8@newsl.scei.co.jp> ¿SBSN; (B 
¿SB5-;v$K$*SSSF¿ (B 1997/06/18/ 22:50 :58:" "28 
GSX-R <kouzou@ymg.urban.or. jp>zSB$5$sSO=q$-S*S$7S?! #2 (B 


>> 2$B: #F | SND+SJISsSHSJS$/SASCSF$_$?$iSG$-$*$7$?! #SHS3$m$,DL?.B.EY$r$"$2¢ (B 
>> ¿SBShS&SHS7SFS_S?Si¿ (B 

>> gSBS*$?!d!d$,=PSJI$/SISjS*$7$?!#z (B 

> 

>2$B!!¢ (B>>¿ SBS, =PSJ$$$@$1$J$i!"%j%?!<%s%-!<$r2!$9$H=P$k$3$H$b¿ (B 
>¿SB1!S"SjJS%S9S, !#¿ (B 


¿SB$3$1$J$5s$G$9$, !";¿ (BSIOCONS ¿$B$,5/F0$7$?8e!"$9$0$K%j%?!<%s%-!<$r2!$9$H; (B 
ESBSO%SSOS7$?S5S9ISkKS3SHS, B?SSShSESK! IJ7TP83>e!K46$8S*S9! #3 (B 


¿$B$J$<$+$0$+$J$^$; S55, !"#5IC$[$IBT$C$F$+$i%j%?!<%s$r2!$9$H¿ (B >> ¿S$BS$S,=PS$SdS9SS!#; (B 
¢SBE>Aw%1!<%HSr>eS$2SF<:GT$7$?T}$O! "S3SNI}K!SbO1LEY;n$7SFS_SFS/S@S5$S! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
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--MESSAGE FILE 21220 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
64html.html 


--MESSAGE FILE 21221 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0065հեռԼւ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "anybody" <KGG02752@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UFMbJEIkRxsoSiJIZWxsbyFXb3JsZC4iGyRCJHI80jg9IDckPyOkGyhK?= 
Date: 29 Jun 1997 01:29:04 GMT 

Organization: any company 

Lines: 67 

Message-ID: <0lbc842a$7d4ca880$SLocalHost@Gifu.imart.or.jp> 

NNTP-Posting-Host: 202.219.68.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBS_SJS5SsS3SsSKSASO!#¿ (J 
¿SBSDSS@h:"2q0wSH$SJSCS?SPS+SjJSNLnB<SH?2=$7S-$S9!#SIS&S>ShSmS$S7S/S*43jSSS7SS9!#; (J 


¿SBS5SF!";d!"#D#ORSSY!<S9SN¿ (J ¿SB#C;¿ (J ¿SBSr01DLSj3SOM)2rS7SFS*Sj!"4JC1SJS"SW%jS1!<% 
7%g%sė (J 
éESBSJISi:n@.SGS—-S*S9!#S=ST7TSFS5S*S6S*SIMO81SKSbSISSSHS+BP1~SGS-SkSDSbSjSGS7S$S?! #3 (J 
¿SB#MEF#CSZ!<%9SN¿ (J ¿SB#C¿ (J gSB!J#VHtits#utatle (J ~SBHC!KSNIY6/S$b; 29M=qUR< jSKS$,S$sS$P 
SCSESSS*S9!#¢ (J 

¿$B$7$+$7!"%2!<%` :nSJISN7P83S,SIS/!"S3SNS?SS!V#N#HE#FTSASmMS&S<!WSGIY6/SrSOS8SaShz (J 
¿SBS&¿ (J 

¿SBSHS*SbSSS?SCS?SoS1SGS9!#;¿ (J 


ESBS7$+S7!*SISSSHSSS&S3SHS+!"SASSSWSSS+SSSWSsSSJ@S3&SKLBSS$9~SsSSGS7S*°S$CS$?463P¢ (J 
¿SBSGS91#%21!<%` sW%m%0%i%S_%s%0SHSSS&SNSO!"S3SsSJSKSbFC<1SJG@S3&SJSSSGS7SgS&S+!)¿ (J 


¿SB#CSNF-Lg=q$OS?SSSFSS¿ (J Hello!World ee Աա աԱ ՀԵԿԱ 
¿ $B$*LSB+$_$?7$$$G$9$M!#; dSbD6=1?4<T; ~Be! "2hLLSKI=< ($5$1$?2; (J Hello!World ¿$B$r¿ (J 
ESB8+SFSSS?S/467cS7S?SNSr: #SGSH3PS (SFSSS*°S9!#$?$C$?$3S$] ees q ԱՎԵԻ oXSCS ԱՄ 
ES$BSUS! SSSKSNFIS_9~S_Sd!"@k8@SNS3SHSd$i! "La$ jCMSNS$3SHSdS$i!"SWSm%S0%i%_%S%0SKz (J 
éESBSO@dBPI,MWSIS3SHS, SOSYSF4*S*S1!I"S*S?S3SSSQSSSkKSN; EI} |" (Jexez SBSN<BOTSN; — 
¿SBSJSI!"SW%Sm%0%i%_%Ss%S0"*<B9T!J2hLLSKJ8;z$Š,I=<(S$5$1$k!KS$SHSSS&$SH$3SmS$*SG$9$YSF¿ (J 
¿SBSUS/$S%“$S1SFSSSk$S+$iS(SiSSSDbSNSGS9!#; (J 


2$B;d$,EVOGS7SFSSSkKSNSO¢ (Մ C ¿SBSrSRSHSHS*SjM)2r$7SFSSSk!JSOS:SN!K;dS$SGS5S(!"¿ (JTV¿$B 
շունչ (J 
:$BSKz (J "Hello! World." z¢SBSrI=<($5$;$kS3SHS, SGS-SISSSHSSS$&; V<BSGS9!#%Q%=S3%SSNSbD%K 
: (J 
S 8BS?! <$KI=< ($58; SkSNSISAL\ $r$DSVSC$F$$$ 2 $CSFSG$—SKSNSK! "2 (JTVe $BZHLLSKSOI=< ($58; 2 (J 
¿SBSiS1SJSS!#SJS<SGS-SJSSSNS+!#S=S1SO¿ (JIPSZSBSN$*LsB+; v$, SoS+$SCSFSJSSS+SiS@SH;Wz (J 
iSBSSS°S9l #2 (J 

S SB2a5nSN%asC%; 1<38!"S [S$\A4It8+$°$7$2! #!VS"S7S2SNS2SaSK | WSHSb2?; ~4V$b3JF.$7$^; (J 
ESBS7S?!#:#L\S,DKSSSGS9! #2 (J 


éESB>e5i<T$+Si=i?4<TSXSNS"STSPSSSISNS [SHSSSIS, !"!VS5%$sSsW%k%sW%m%0%si%`Sr;29MSK; (J 
eer s ore ae 0%i1%* Sr2~BSS7SFS_SF!S!S!S!WSHSSS&SUS&SK!"B>¢e (J 
:SB?MSN; 

s, es $r8+SJIS, SiJY6/STSISSSSSHSSSE&ESHDSNSGS7$S?!#S0S?S7SPNcSN; (J ahol ¿$B!A¿ (J a 
ho3 
2 SBS 9ISYSFSr8+$5$; SFS$$?$@$-$*$7$2?8, !"7k61¿ (IPSESBSN$*LsB+; vSr$o$—-S*$ (SFSSSJSSS?¿ (J 
ESBSaSK!"SSS*SNSHS3SmSO2?Sr8+SFSb!)!)!)SGS9!l #2 (J 


TVzSBSN2hHLLSKz (J "Hello!World." ;SBSHI=< ($5$;$k!"$351$, $GS-SJ$/SF9u¢ (JPS¿$B$, L2$C$F¿ 
(J 

éSBS7$*SCS?T}$O?0d, $$$i$C$7$c$k$h$&$JI5$$,$7$^$9!#$I$K$; !"¿ (ICZSBSNF~Lg=q$CSFS$3$1$, ¢ ( 
J 
é $B$G$-$J$-$cA0$X?J$_$^$; $s$+$i!#¿ (J 


¢$B%0%=%3%s%b%K%? ! JI8=" =PNO! KSKC1SKJ8; zSrI=< ($58; $kS3SHSH!"3z (JTVzeSB2HLLSKJ8; z$rI=¢ (J 
¿$B< ($5$; $k$3$HS, 5; =QE*SKF1IS8SHSO8@SS$S%*S;Ss!#$*S=Siz (JVRAMZSBSNLABJ!"SPSCSUS!SNe (J 
ԱԱ ee n Ul lai nam ԱԱՀ ՈԱ 
¿SB$SFM_S$7$SSGS9!#¿ (J 
¿SB%=1<%9%3!<%IS$S5S (8+$;SFSSS2$S@S1S1SP!"¿(Jl1¿SB9TSESDSN2r@bsbSJS/SF7k9=$GS9!#¿ (ITV 
S SB2HLLSKe (J "Hello!World.":SBSHI=< ($5$;$k%3!<%IS$, 8+S?SSSGS9!#¢ (J 
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ESBSISES>ShSm$7$/$*4jS$S$7$*S9l#e (J 


KGGO2752@niftyserve.or.jp 
¿SBLnB<;¿ (J 


--MESSAGE FILE 21221 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
65html.htm1 


--MESSAGE FILE 21222 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0066htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?UFMbJEIkKRxsoSg==?="Hello!World." 
=?iso-2022-4p?B?GyRCJHI8Q4jg9JDckPyQkGyhK?= 

Date: Sun, 29 Jun 1997 22:42:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 51 

Message-ID: <33B66635.1422@niftyserve.or.jp> 

References: <0Olbc842a$7d4ca880SLocalHost@Gifu.imart.or.jp> 

NNTP-Posting-Host: 203.139.230.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SSSKSASO!"¢ (Ukrd¿SBSGS9!#;¿ (J 


¿SB:#!"<+8J>R2pS$N=j)$SK=qS$S-9-$sS$S@SPS+S3jSGS9SNSG!"47S1SJSSEQS,STS1SPS4MF<O2<S5¿ (J 
ESBSSSM! He (J 


¿SB%ša%C%; !<S8SNI=< (SGS"S1SP!"0T2<SNMMSJ%W3m%0%i%* SGNISSSNSGSOSJISSSGS7Sg$&¢ (J 
ESBSt+! #2 (J 


#include <libps.h> 


main () 

{ 
GsOT gsot [2]; 
GsOT_TAG gsot_tag[2][2]; 
int i; 


/* չ58-14|2--հա)չ (J */ 
GsInitGraph( 320, 240, 4, 0, 0 ); 
GsDefDispBuff( 0, 0, 0, 240 ); 
for( 1-0: i<2; i++ ){ 
gsot[i].length = 1; 
gsot[i].org = gsot_tag[il; 
GsClearOt( 0, 0, &gsot[i] ); 
} 


/* ¿$B%U%)%s%HI=< (4X0"$N=i4 | 2=2 (J */ 
FntLoad( 960, 256 ); 
FntOpen( 112, 116, 96, 32, 0, 512 ); 
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/* ¿$B%a%$%šs%šk!<%Wė (J */ 
while( 1 ){ 


i = GsGetActiveBuff (); /* ¢SBSQSVSkSPSC3U% ! SN@ZSIBXS (¿ (J */ 
GsClearOt( 0, 0, &gsot[i] ); /* ՕՆՏԹՏԱՏ/539":(7 */ 

FntPrint( "Hello World!\n" ); /* ¿$B%U%S)%s%$HŠSNI=<(¿(J */ 

FntFlush( -1 ); 

DrawSync( 0 ); /* ¿SBIA2hSN=*N;BTŠA¿(J */ 

VSync( 0 ); /* ¢SB?bD>F14|3d$49~$_BTSAz (J */ 
GsSwapDispBuff () /* zSBI=<(¢ (J/zSBIA2ZHNNOhHSN@ZBXS (չ (J */ 


0, &gsot[i] ); /* ¿SBGX7JS/%Sj%"¿ (J */ 


GsSortClear( 0, 0, 
11 ); /* ¿SBIA2h3+;Oc (J */ 


GsDrawOt ( &gsot[ 


krd (Yousuke Kuroda) 

CQD00245@niftyserve.or.jp 
--MESSAGE FILE 21222 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
66html.htm1 


--MESSAGE FILE 21223 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0067html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkLyQiJGs8QUxkJEckNyRnJCYKLBsoSg==?= 
=?1iso-2022-jp?B?GyRCISYhJiEmGyhK?= 

Date: Mon, 30 Jun 1997 20:14:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5p8416Spcj@newsl.scei.co.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5Sbfp@ne 

wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 

q8@newsl.scei.co.jp> <redbugSff£8d19970628002650@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B794F5.3AA6@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¿$B$3$1$J$s$G$9$, !"¿ (JSIOCONS ¿$B$,5/F0$7$?78e!"$9$0$K%j%?!<%s%-!<$r2!$9$H; (J 
> ¿$B%0%s%0$7$?7?$J$9Ş$k$3$H$,B?ŞŞ$ŞŞh$&Ş$K!J7P83>e!K46$8$^$9!#¿ (J 


¿$B!!$&$A$N4D6-$G$O$I$C$?; vSISSSGS9! #2 (J 

¿$B!!@8¿ (UDOS¿SBSQS+$iS+SJ!)¿ (J 

--MESSAGE FILE 21223 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
67html.html 


--MESSAGE FILE 21224 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0068html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1S0-2022-JP?B?GyRCUGgkLyQiJGs8QUxkJEckNyRnJCYkLBsoQg==?= 
=?1S0-2022-JP?B?GyRCISYhJiEmGyhC?= 

Date: Tue, 01 Jul 1997 11:44:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <redbug$ff8d19970701114402@news1.scei.co.jp> 

References: <01bc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5S$bfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 
q8@newsl.scei.co.jp> <redbugSff£8d19970628002650@newsl.scei.co.jp> <5p8416Spcj@news1. 
scei.co.jp> 
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NNTP-Posting-Host: 133.130.133.46 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.beginner ¿SBSN; (B 
<5p8416$pcj@%newsl.scei.co.jp>¿SBS$SK$*SSSF¿ (B 
1997/06/30/ 20:14 :58:" Լ": (BGSX-R <kouzou@ymg.urban.or. jp>z$BS5$sS$O=q$-S*S7$?!#¢ (B 


>> չՏ85351575ՏՏ56Տ95, 1" 2 (BSIOCONS ;$B$,5/F0$7$?8e!"S9SOSK%j%?!<%s%—-!<Sr2!S9SH; (B 
>> ¢$B%0%S%0$7$?SjS9SkKS3SHS, B?SSShS&SK! J7P83>e!K46S8S*S9! #3 (B 

> 

>2$B!!S&SASN4D6-SGSOSJISC$?; vSISSSGS9! #3 (B 

>¢$B!!@82 (BDOS¿$ŠBSG@S+SiS+ŠJ!)¿ (B 


¿ $B; A$N4D6-$G$O!"#83d0J>e$N3NN (SGS3SN>I>u$,5/$-$*S$9! #2 (B 
SIOCONS ¿$B5/F0$7$F¿ (B >> ¢SBS$,=PSk;vSOS*S:L5S/!"¢ (B 
¿SBSSSDSb#5ICBTSCSF%S3jJ%?!<%sSr2!S7SFS S9!#; (B 


Windows95 ¿$B$+$i¿ (B DOS¿$BAk3+$$$F$k$+$i$G$7$g$&$+!)¿ (B 
¿SBSH$jS$S"$ ($:5/F0$S9$k$N$GLdBj$K$7$SFS$S2S;SsS$S, ! #2 (B 


¿SBS=S1ShSj%a%b%j!<%+!<%ISK¿ (BCIP ¿SB0J30$N$G!<%?$r%; !<3VS7SFSKSHz (B CIP¿$B$+$i; (B 
2SBG'<1$G$—SUSSSNS, :$$k! #2 (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21224 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
68html.html 


--MESSAGE FILE 21225 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0069html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkLyQiJGs8QUxkJEckNyRnJCYKLBsoSg==?= 
=?iso-2022-jp?B?GyRCISYhJiEmGyhK?= 

Date: Tue, 01 Jul 1997 19:32:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5pamipSscg@newsl.scei.co.jp> 

References: <01bc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5S$bfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 
q8@newsl.scei.co.jp> <redbugSff£8d19970628002650@newsl.scei.co.jp> <5p8416Spcj@news1. 
scei.co.jp> <redbug$ff8d19970701114402@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B8DCA9.7B3A@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> Windows95 ¿$B$+$i¿ (J DOS; SBAk3+SSSFSkS$+S$iSGS7Sg$&S+!) 2 (J 
> ¢SBSHSj3S"S ($:5/FOS9SkSNSGLOBISKS7SFS*$;$s$, 184 (J 


¿SB1!!STS&SJSsSGS7SgS&!);¿ (J 
5811Թ DjSK$bSh$kŠSH;WSSS2S967!"4D6-<!Bh$JUSN$GSOSJSSS+SH;WSSS2891#; (J 


> ¿$BS=$1$h$j%ša%b%j!<%+!<%I$K;(JCIP ¿SB0J30SN$G!<%?$r%;!<%$V$7$FSk$H¿ (J CIPZSBS$+$iz (J 
> ¿SBG'<1SGS-SJSSSNS, :SSk!#¿ (J 


¿SB!!S=$S&SSS&8=>]SbSJSCS?S3SHSJSSSGS9¿ (J (%%; 
¿S$B!!S$S&$ASO=gD4S9$.S$kS$SNS+$JS"¿ (Մ(՞՞չ 


¿$B!t¿ (JWindows:$BS, $i$_S$GG:$sSGSi$CS$7$c$kJI}$O!"S<SRz (UDOS¿SBSG¿ (J (**%; 
¿SB!t¿ (JDDOS¿SBSr;HS (SP! "S"SIS?$Nz (UDPC¿SBSOSbDSCSHB.S/SJSka (J (¿SB>P¿ (J) 
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--MESSAGE FILE 21225 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
69html.html1 


--MESSAGE FILE 21226 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0070htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCJGgkLyQiJGs 8QUxkJEckNyRnJCYkLCEmI SYDKEI=?= 
=?1SO-2022-JP?B?GyRCISYbDKEI=?= 

Date: 3 Jul 1997 01:34:34 GMT 

Organization: Net Yarouze (SCE) 

Lines: 26 

Message-ID: <5pevjaS4gv@newsl.scei.co.jp> 

References: <0Olbc7a6b$aal937c0$33318acb@gateway2000.nsl.sphere.ad.jp> <5o03nc5Sbfp@ne 
wsl.scei.co.jp> <0lbc7aba$180333a0SLocalHost@gateway2000.nsl.sphere.ad.jp> <508pa8Sh 
q8@newsl.scei.co.jp> <redbugSff8d19970628002650@newsl.scei.co.jp> <5p8416Spcj@news1. 
scei.co.jp> <redbug$ff8d19970701114402@news1l.scei.co.jp> <SpamipSscg@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 202.247.139.139 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBEKHBHOSGS 9! #2#Ad<:NiS7S*°S9! #2 (B 


>RedBug wrote: 

> 

>> Windows95 ¿$B$+$i¿ (B DOS; SBAK3+SSSFSkS+SiSGS7Sg$&$+!) 2 (B 
>> ¢gSBSHS3S"S ($:5/FOS9SkKSNSGLAOBISKS7SFS$*°S;$s$,!#z (B 
> 

>¿$B!!SIS&$JSsSG$7SgS&!)¿ (B 

>¿SB!!@ _D3jSKSbS$ShSkSH;WSSS*S$S9S7!"4D6-<!BhSJSN$GSOSJ$SSS+SH;WSSS“S9!#¿ (B 


é SBS&SASGSO! "$3SNJUSNLAUBJSOS*$kS$GS$*S-SFSSS*S; $s! իչ (B 
¿SB#W#i#n#9#5$GSO22$+$7$SiLdBj$,5/S$S3Sk$NSG$9$, ! "S&SASGSO#CHDTOSES1S_$?SSSGS9! #3 (B 
¿SB#D#O#SAk3+$/$?$a$N=i4|@_Dj$JS$IO1@Z<j$r$$S1SFS$S2S;$s$7!&!&!&¿ (B 

ESBHEPHCHAFT SO#L 2M#1 27M4D6-$, OcS$$$*S$9S+Si! "SISsSHSb2r$iSIS$$G$9IShsSM$'!#z (B 

¢ SBKMSb#P #C#HA#T : n$ 4; O$a$? : "S02 ?SbCN<1L5$+SCS$?2$G6$9S+Si!"5cS-S*S$7$?Sh! #2 (B 
ESBSISsS+IT6Q9gS, S"SkSH<+J, SNS; SSSKSTSFSSS*S7525, !":#$G$O#W#i#n#9#5$K; (B 
¿SB;SSJIUS1SFS S9!#!J<+J,SNS;SSS@SCS?S3jS7S?2S9iSIS&S7ShS&!K¿ (B 


>¿$B!t¿ (BWindowsz$B$, $i$_$GG:$s$G$i$C$7$c$kJ}$0!"$<$Rz (BDOSZ$BSGz (8(՞՞չ 
>¿SB!t¿ (BDOSESBSr; HS (SP! "$"S$JS?šSN¿ (BPC¿SBSOSbSCSHB.S/SJSk¿ (B (¿SB>P¿ (B) 


ESBS (!A!#!T>P!Ke (B 
¿$B>iCL$G$J$+$C$?$i!"$I$&$7$?7$i$=$3$^$GAa$/$G$-$k$s$G$9$+!#z (B 


¿SB#K#B#O:¿ (B 
--MESSAGE FILE 21226 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
70html.html 


--MESSAGE FILE 21227 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0071html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "¢SB%*%Ss%Gs*%Ss%I¢(J" <ondimand@imart.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: PS¿SBSG¿ (J"Hello!World."¢SBSr<B8=S7$?SS¢ (J 

Date: 3 Jul 1997 06:20:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <01bc8778Sce40a6a0S0101la8cO0@If}h.imart.or.jp> 

References: <Olbc842a$7d4ca880$LocalHost@Gifu.imart.or.jp> <33B66635.1422@niftyserve 
.ՕԷ.յք» 

NNTP-Posting-Host: 202.219.68.65 

X-Newsreader: Microsoft Internet News 4.70.1157 


krdzSBS$5SsS$3S$sSKSASO! #2 (J 
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>>¢SB%a%SC% AR ŞG$"Ş$ŞI$P!"0J2<ŞNMM$JSW%m%0%i%` SGNISSSNSGSOSJISSSGS7SgS&é (J 
>>¿SBS+!#¿ (J 
$5 SBI JOJZ<N, !Ke (J 


oe 


ESBS3$1$3$1!*S*S5SKS3S1S9GS9Sh! #% [SStHSK% [SSSHSKS"SIS, SHSES4SOSSS*S7S? #2 (J 
ESBS3!<SISN#1LOTH#HIIOTS, SOSYSF#HPHSSGSNSWSMS0%1%_SS%0SK:GDc8BI,MWSIS3SHSISSSGS$9¢ (J 
ESBShHSM! #!1SUS* SUS* !ISHS+!"!ISTSKS[SI!ISHS+!"!IS[!<S[!<!ISHS+8@SSSIS, Տ18ՀՏԲ: (J 
ESBS*S9! #2 (J 


¢£ SBSHS3S$m$G!"S$3S1$rS$3SNS$%S$*$3%sSQ3SSkS7SF<BITS7SHS&SHS ISKSHSQOS=$ 3383GSH#SISWE (Մ 
ESBS13SSNI=< ($,Mp$1$*S9S, !"$*S@;d! "STISKS+JIQSIS3SHS7SFS*S9SGS7SQGS&S+!#e (J 


¿SB0J2<SO;dS, Sd$CS?S3SHSGS9! #2 (J 


#include<libps.h> չ58072ՀՏԻՏ (SGS#S?SKS3%ST!<S7!"3 (J test.c gSBSHL>SES1S?! #2 (J 
>gcc test.c -o test /* ¿$B%3%s%Q%$%k$7$?!%!%!%$D$b$j$@ (J */ 

Make 2:SB%U%S!%$%kSr:nSCSFSISSSNSG! ">e5-SGS3Ss%OSSSkSGS-$?SH;WSCS?! #2 (J 
Siocons ¢SB<B9T; (J 

>Auto[4] չ585451:(7 test ¿$B$HF~NO!"$=$7$F%j%?!<%s!#¿ (J 

PCESB2HLLMpS1Sk! #S=S7SFSFS1LSSSOH?1~SIST!#¢ (J 


տՋ ON P 


¿SBSIS&S>ShSmS7S/S*43jSSS7SS9!#¿ (J 
¿SBLnB<;¿ (J 
KGG02752@niftyserve.or.jp 


--MESSAGE FILE 21227 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
71html.html 


--MESSAGE FILE 21228 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0072html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IFBTGyRCJECDKEoiSGVsbG8hV2 9ybGQuiIhskQiRyPEI4PSQ3JD8kJBs 
oSg==?= 

Date: 3 Jul 1997 15:23:32 GMT 

Organization: =?1ISO-2022-JP?B?SkktU0 9GVA==?= 

Lines: 28 

Message-ID: <5pgg5k$601@newsl.scei.co.jp> 

References: <Olbc842a$7d4ca880$LocalHost@Gifu.imart.or.jp> <33B66635.1422@niftyserve 
.or.jp> <01bc8778S$ce40ab6a0S010la8c0@If}h.imart.or.jp> 

NNTP-Posting-Host: 133.205.81.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B!!3 (JJI-TAN; SB! w?@8MSGS9! #3 (J 


<news:01bc8778Sce40a6a0S0101la8c0@If}h.imart.or.jp>... gSBSKSF¢ (J 
¿$B%*%s%G%%*%s%I¿(J <ondimand@imart.or.jp> ¿$B$5$s@k$o$/¿ (J 


#include<libps.h> չ58072ՀՏԻՏ (SGS#S?SKS3ST!<S7!"3 (Մ test.c ~SBSHL>SES1S?! #2 (J 

>gcc test.c -o test /* — Ա eo i a (J */ 

Make ¿$B%U%!%$%k$r: nSCSFSISSSNSG! ">e5-— SGS3%S%OSSSkSGS-S?SH;WSCS?! #2 (J 
siocons ¿$B<B9T¿ (J 

>Auto[4] ¿$B$+$i¿ (J test ¿SBSHF-NO!"$=$7$F%3j%?!<%s!#¿ (J 

PC; SB2hLLMp$1$k! #$=S7S$F%F%1%SS$OH?71~SJS7! #3 (J 


¿$B!!¿ (Jautoz$BS8Sc$JI$/SF!"z (JloadzS$BS@SH;WSSS*S9O! #2: (J 
¿SB!!S=SN8e!" (J 


>>go 


éSB!!SHF~NOS7SFS_SF2<S5SS!#¢ (J 


Net Yaroze newsgroups mess 


age dump.txt Page 14230 


Copyright 1997 (C) 
éESBIU8@U! 'DT!!M5; Ve (J 


JI-TAN 


/ JI-SOFT co.,ltd. 


<mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 21228 END: 
72html.html 


—-MESSAGE FILE 21229 START: 


net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0073html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (Luno) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: PS=?ISO-2022-JP ?B?GyRCJUECbKEI=?="Hello!World."=?ISO0O-2022-JP ?B?GyRCJHIbK 
EI=?= 


=?1SO-2022-JP?B?GyRCPEI4PSQ3UD8kJ! 
Date: Sat, 05 Jul 1997 22:37:10 +0900 
Organization: PlayStation Net Yarouze 
Lines: 38 
Message-ID: <5plijnoSc6b@newsl.scei.co.jp> 
References: <0Olbc842a$7d4ca880$LocalHost@Gifu.imart.or.jp> <33B66635.1422@niftyserve 
-or.jp> <01bc8778S$ce40a6a0S0101la8c0@If}h.imart.or.jp> <5pgg5k$601@newsl.scei.c 
o. p> 
NNTP-Posting-Host: 


BsoQg==?= 


210.132.144.185 


Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.018 (UNREGISTERED) 
ESBS3$sSKSASO! #2 (B 

¿ $B; dSOSWSmS0%i%*° =i ?4<TSISNSGS9S, !"¿ (B 


HelloWorld ¿SBI=<(SG$-S?SNSGS= 7 x 
sss t sm n n 


»1. #include<libps.h> ¿SB0J2<Sr% (%$G%$#%?SK%S3%sT!<S7!"¿ (B test.c ¿Á¿SBSHL>SES1S?!#¿ (B 


¿SBS3SNS"SHS,0cSS$SS“S9!#¿ (B 


2. >gcc -o test test.c 

¿SBS351SG¿ (Btest¿ SBSHSSS&%3%s%$O%S%kS7S?%$U%$!% s$% pon see S9!# (B 
3. auto¿S$BSH$S$$S$S&%$SF%-%9%H%U%S!%$%k$r:n$j$2S9!#; (B 

¿SBFbMF$O$3Ś1¿ (B 

local load test 

go 

4.siocons¿SB<B9T; (B 

5.F3¿$B2!$7$F!";¿ (B>Auto[*] ¿$B$N$"$H$K!"¿ (Bauto[return]¿$B!#¿ (B 
6.2 SB<B9TSGS- $kSOS: ԱԱ: (B4z SBSDSNSUS ! $S% KSLE>AWS7$? | #2 (B 
7.PS¢ESBSr%j%; SCSHSTSFS*SoOSk! #3 (B 


gcc¿SBSO¿ (B MS-DOS; SBMQSN;z (BDJGPP ver2.0 ¿$B$r¿ (B http://www.delorie.com/;$BS$+SiSHSC 
SF¿ (B 
¿SBS-S?SHŠS-¿ 


{S BS38S$0S$ KSN; EJ} $, @bL@S$7SF$"$k%Z!<%8S, S"$C$?SN$G!"$=$3$G33%5%0%$%k (B 
S SBSNI}K!SrCNSCS?! #3 ( (B 
krd¿$B$5$s!"¿ (BHello, World ¢SBLrSKN) SAS*S7S?!#S5"S3S,SHSGS9! #2 (B 
¿SBN.G5¿ (B radheeth@fa2.so-net.or.jp 


——MESSAGE FILE 21229 END: 
73html.html 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/000000 
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0000943 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best game 

Date: Sun, 17 May 1998 17:09:05 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <355F7C21.5FB3B926@sinclair.net> 

References: <6iilhfSjpr9@chuka.playstation.co.uk> <355C5F45.197@saqnet.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hmmm... for handheld games, I'd have to say Zelda: Link's Awakening. 
You really have to give credit to a small black and white game that is 
longer, more complex, and has a better storyline (not to mention a 
strong moral dilemma) than its 16-bit cousin. Zelda, a Link to the 
Past, was a great game, and the gameboy Zelda annihlated it. 


Nick Ferguson wrote: 

West wrote: 

Surely the best handheld game ever is Sonic the Hedgehog for the Game Gear. 
This is probably one of the most addictive games I've ever played and the 


progressive difficulty of the levels is perfect (only Goldeneye betters it in 
this regard) 


Until GoldenEye/DieHard this was the only game I'v ever completed. 


VVVVVVVVV VV 
VV V NV V VN V 


> Its far more playable than the crap Megadrive version. 
—-MESSAGE FILE 2240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00943 


-—-MESSAGE FILE 2241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000944 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PAL -» NTSC? 

Date: Mon, 18 May 1998 13:09:10 -0700 

Organization: Cisco Systems 

Lines: 9 

Message-ID: <35609566.307AC@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Heya, 


Short of buying an international TV, does anyone know how to convert 
PAL signals to NTSC? I'd love to be able to see/play PAL-native 
programs... :) 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00944 


-—-MESSAGE FILE 2242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000945 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 
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--MESSAGE FILE 21230 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0074html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "anybody" <KGG02752@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IFBTGyRCJECDKEoiSGVsbG8hV2 9ybGQuiIhskQiRyPEI4PSQ3JD8kJBs 
oSg==?= 

Date: 5 Jul 1997 23:59:57 GMT 

Organization: any company 

Lines: 25 

Message-ID: <0lbc899eSaed0f860$4144dbca@Gifu.imart.or.jp> 

References: <Olbc842a$7d4ca880$LocalHost@Gifu.imart.or.jp> <33B66635.1422@niftyserve 
.or.jp> <01bc8778S$ce40a6a0S0101la8c0@If}h.imart.or.jp> <5pgg5k$601@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.68.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


JI-TAN¿S$SBS5Ss¿ (J RES ¢S$BS"S$jS,SHS&S4S6SSS*°S7S?! #2 (J 


¿SB65$S (SFS$S?S@SSS?SHS*S$5!"z (JAuto ¿$B$G$O$J$/¿ (J Load ¿$B$G$&$^$/9T$-$^ nee 
¿$B;d$O¿ (J Auto = Load + Go :SBSH>!<jSK2r<aS7SFS*S4j!"S*S?S3S1SGSIS1S1SP¢ 
ESBSSS1SISSSHS*SG; W$$9~$s$G$$$^$7$7?!#=i?4<T$0$3$s$J; v$5$ (J, $+t$i$J¿ (J 
ESBSSSDSNSGS9!#SISE&S>: #8eSHSHSS$SmS$SmSHS$4; XF3S/SAS5SS! փ. (Մ 


¿SBSHS3SmSG!"¿ (JHello!World ¢$B%3!<%ISOSo0S?S7SKSHSCSFL\$+SiS&S$mS3SNBgSRz (J 
¿SB%$C%$H%a%C%; 1 <S8SGS7$2! #2 (J 


¿SB:#SGSOI=<(Sr4A;zŠKJQS (SkS3SHSK@.8y$7!"S$*S?¢ (Մ OT ¿$B$N35G0$rJY6/$9$k¿ (J 
ESBSHSCS+S$+SCSISHSHSIS{FS*ST7S?!! #23 (J 


ՀՏՔՀ SOI=< (SNOLCVSrJQS ($F$_$?$j!"?2'$rJOQ$ (SFS_$?S4!"SQ%CSISNF~NOSK3 (J 
éSBH?1~S$9SkSHSE&SKSTSFS_S$?S 5! "Sd$jS?SSS3SHSOSSSCSOSSS"SIS*SO!#S5SSiz (J 
¿SBSKSO¿ (ICG SBS rI=< ($5$;$?7S5S7$SIS, $i! "S=S$3$*SGSoS+$C$ 2?$iSd$CSHSISWSiSS¢e (J 
ESBSHSGS7Sg$&SM! #S= sugaensxgo! veng7526us7SaSKING, ;ASKGHSCSEZACHENG (J 

¿E SBS"SkKSDSNSHSISKS 3SHSGS7SgS$S&! #2 (J 


mailto:KGGO0O2752@niftyserve.or.jp 
[imart.or. jp] ¢$BSN%5!<%P!<SXSN%a!<SkSOFIS$S*S1S*S;Ss!l#e (J 


--MESSAGE FILE 21230 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
74html.html 


--MESSAGE FILE 21231 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0075html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCJSIlOyVzJVYlaSRLJEQkJCRGGyhK?= 
Date: Tue, 08 Jul 1997 13:01:17 +0900 

Organization: softbank(MS info) 

Lines: 7 

Message-ID: <33C1BB8D.46D@sti.softbank.co.jp> 

Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SB%"$; Ss%VSiSK4X$7SFOI2<SN<ALGS, Տ"535՞5918: (J 


1. gSBEPH¥SSN3+H/S$G%"%; 38%V%iSO;HS (SkS+! #2 (J 
2. ¿$B>e5-$, #O#KSN>19g! "S=SN%5"%; SSSVSISN@5<OL>>NSO! #2 (J 
3 S SBOGBNE*S$K!"3"%735%V%iSG: nSk1I,MWS, $"S$k=hM}$SHSO! #3 (J 


¿SB=iJbE*SJS3SHSGS9S, !"CNSCSFSk?M2SEzS*SMS,SSS7S°S9SM! #2 (J 


Net Yaroze newsgroups message dump.txt Page 14232 


--MESSAGE FILE 21231 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
75html.html 


--MESSAGE FILE 21232 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0076html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCJTklVCE8JUkhSjFHMmgkOCRjJEokJCRoIUsbKEo=?= 
Date: Tue, 08 Jul 1997 13:16:49 +0900 

Organization: softbank (MS info) 

Lines: 12 

Message-ID: <33C1BF31.64E1@sti.softbank.co.jp> 

Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿$BS2!<%` SWSmS0Si%S* S$r$+$/SHS—-SO! "=hM}%9ST!<SIS,¢ (JT 
° SB= EMWSiS7SSSGS95S, !"S=S1SKSDSSSFOJ2<SN<ALGS, S"S4S*S9! #3 (J 


1. zSBSOSdS$3W%mS0Si%> Sr=q$/4pK\E*$I%3SDSHSO! #3 (J 
S $B! J6qBNE*SINCSbS"51SP5+SSSFS [$7$S! #BLL\ SUNCSHShSSNC!Ke (J 


2. 1/60¢SBICOJ>eSKB.EYSOS@S; SKSNS+! #3 (J 


3. ¿SB%9%T!<%SI#2SG%-%S"%LS,9_SjS?SNSOSJS<S+!#¿ (J 


¿SBShSmS7S/S*43SSS7S“S9!#¿ (J 
--MESSAGE FILE 21232 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
76html.html 


--MESSAGE FILE 21233 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0077html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!co 

From: co@innocent.com 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1LOyVzIVYLaSRLJUEQkICRGGyhC ?= 

Date: 8 Jul 1997 10:24:56 GMT 

Organization: Just personal 

Lines: 36 

Message-ID: <5pt4ho$42j@newsl.scei.co.jp> 

References: <33C1BB8D.46D@sti.softbank.co.jp> 

NNTP-Posting-Host: 130.158.80.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

In-Reply-To: afujii <afujii@sti.softbank.co.jp>'s message of Tue, 08 Jul 1997 13:01: 
17 +0900 

X-Newsreader: gn [Version 1.34 Mar.1,1996 (Unix) | 


¿$B!!¿ (BNet Yaroze ¢$B3+H/4D6—-SKS*SSSF!"%3"%; SsSV%SiSO; HS ($S*$9!#S*S:¿ (B GNU ¿$B4XO"%D 

<¿ (B 

ESBSKSNS*SSSiSSSsS*SKSeS"SkSdz (B R3000 ¿SBSN@DKN¿(B(MIPS RISC ¿S$B%S"!<%-—-%F%S/SA%ScC¿ (B) ¿ 
SBEy¿ (B 


¿SBSrANS7SFFISsSGS_SkSHSSSSSH;WSSS*S9!#016ZF1SGS$SOSSS+S$SJSSS+SbS7S1%$2S;Ss¿ (B 
ESBS, 1"S,SsSPSCSFS/S@S5SS!#¿ (B 


ZSB! | |D$H! "$3$1$@$1$G=*So$C$F$7$*$C$FSOE\$i$1$F$7$"$&SNSG!"; 29MSKS$I$}$=< (B 
¿SBS&SJ;v9` Sr$$$/S$D$t+=qS$$F$*$-$*$9l#e (B 


¿$B!&%W%m%0%i%`L>$O¿ (B AS.EXE ¿$B$G$9!#; (B 
¿SB!&<jS$SC<h$jAaS/35MWSrCNSjS?2$S>19gSO!"SHSj$"$ ($22 (B C ¿$B$NŠW%m%0%i%`ľ$r%"%; ¿(B 
¿SB!1%$S%V%1%=1<%9SKJ049575SF5= SlgrF1$s$es_ I El ԱՏ" S;ŠSs!#¿ (B 


éSB!!¢(Bgcc -S filename.c ¿SBSGS9!#¿ (B 
¿SB!&<B:]$K;HS&>19g$O¿ (B gcc ¿$BS+Si (B(¿SBSW%Sj%W%m%;%C%S5SrDLS7SF¿ (B)¿$B;H$&$H;H$$>! 


¿SB!!NISSSGS9!#¿ (B 
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ESB! !3"%S; SSSVSiSK4XS7SFSO!"MjS_SN9KSGS"S$kz (B Net Yaroze ¢$B%5!<%PSK$0O3:Ev$9$k3z (B 
¿$B>pJs$, 8+Ev$?$i$I$$$h$&$I$N$G (B (¿$B=` e ր SCSH8x3+S7SFS/S$1SkS$Kz (B 
ՀՏՔՕՇՏՏՏՄՏՏՏԱ». a SkSNSDSRSHSDS$G$9S$, ¿ (B) ¿$B!"4pK\$O<+NO$G$J$S$H$+$9; (B 
¿SBSkKS7S+SJSSShS&SGS9!#¿ (B 


P.S. 

¿SB!!%"%; Ss%VSiSN6QBNE* SIMQESSKSDSSSFSO!":#SN=jB> ?MSNSW3m%S0%i%> $SNSOSCSA;¿ (B 
¿SBEvSFS$S/SiSSSK$7$+;H$C$?$3$H$, $I$$$N$G$h$/$0o$+$J$^$; $s¿ (B(¿S$SB>P¿ (B) ¿SB!+#SOSCS-S3jS$S 
Ce (Ց 

2 SBSFIaDLS$K! "18=" E*$J%iSS%V%iSjŠSr; HMQS7SF%2!<%* SNSWSmS0Si%_SsSOSr9TSISE&: (B 
¢ SBSHSSSCS$ ?2MQESSN>19g!"3"%; S3s$VSiSr; HS&I,A3@-SOS*SCS27$/SISSSH; WSSS*S9! #3 (B 


¢$B!!8D?ME*$KS$O! "$3$N<j$NJ, Ln$G$O! "$b$0$d%"%; 3sSVSiSK$h$ksW%m30Sis_%s%0¢ (B 
¿SBSJSsSFI,MWSJSSShS&SJ5SSbS7S*S9!#SIS&S7SFSb%3%W%m%s;%C%5Sd¿ (BGPUZ SBEYSN%O! <z (B 
ee ee ՐԸ _é (B 
¿SBSOS=S$1S[SISSSKS9SkI,MWSb$SJSSSNSGSOSJSSSGS7SgS&S+!#¿ (B 


# ¿SB5S9g5SSG¿ (B OP ¿SB%3!<%ISr3PS(Sk;-BeSG$b$JSSSN$G!"SU%"%;%s%V%iSOI,?NS+Sb¿ (B 
# 25857515՞5:555, 12144 (8(՞՞չ 


co 
--MESSAGE FILE 21233 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
77html.html 


--MESSAGE FILE 21234 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0078htm1l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: e ee աՆ: ny.program. T oan 
Subject: Re: ¢$B%"%;%SSVSiSKSDSSSF; (B 
Date: 8 Jul 1997 22: 17:02 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 69 
Message-ID: <5pue8u$5g0@newsl.scei.co. jp> 
References: <33C1BB8D.46D@sti.softbank.co.jp> 
<5pt 4ho$42j@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9!#SASgSmSSSHDI2Cz (B 


<5pt 4ho$42j@newsl.scei.co.jp>¢SBSN5-; vSKS$*SSSF3 (B 
co@innocent .com¿ $B$5$s$0=q$-$^$7$?!#¿ (B 


>¿$B!!¿ (BNet Yaroze ¿$B3+H/4D6-$K$*$$$F!"%"%; Ss%V%SiSO; HS (S*SO!#S°S:2(B GNU ¿SB4XO"SD 
!<¿ (B 
>¿ SBS E ԱՐԱ ore (B R3000 ¿$B$N@DK\¿ (B (MIPS RISC ¿$B%"!<%-%F%/%A%C: (B) 
¿SBEy¿ (B 


>¿SBSrANST7SFFISSSGS_SKkRSHSSSSSH;WS$SSS*S9!#016ZF1SGSOSSS+SJSSS+Sb$7S1S“9;Sse (B 
>¿SBS, !"S,SSSPSCSFS/S@S5SS!#¿ (B 


2 SB70SN@DK\¢ (B 
mips RISC ¿$B%"!<%-%F%/%A%c (B R2000/R3000 G.Kanez$BCx; (B ¿$BA0@n<i¿ (B ¿SB4FLu¿ə (B 
ISBN4-—320-02598-9 


>ESB!!!DSH!"$3$1$@$1SG=* SoSCSFS7$*SCSFSOE\ SiS lSFS7$*S&SNSG!"; 29MSKS I$ j$=¢ (B 
>¿SBS&SJ;v9 ` Sr$$$/SDS+=q$SSFS*S-S“S9!#¿ (B 


> 
>¿SB!&%W%m%0%Ssi%S`L>SO¿ (B AS.EXE ¿SBSGS9!#;¿ (B 
>¿$B!&<j$C<h$jAa$/35MW$rcN$j$?$$>19g$O0!"$H$jJ$"$($:¿ (B C ԱԱ ԱՆ Sr3"S;2(B 


>2SB!!SsVSiS=!<S9SKIQ49STSFS= PF ee y ԱՆ S;Ss!# (B 
>¿$B!!¿ (Bgcc -S filename.c ¿$B$G$9!#¿ (B 
>¢$B!&<B:]S$K;HS&>19gS0¢ (B gcc ¢SBS+Si¢ (B (¿SB%sW%j%SW%m%;%C%5S$rDLS7SF¿ (B)¿$B;H$&$H;H$$> 
!<j$,¿ (B 

>28B! INIS$SG$9!# (B 


ESBSMSC%S HSASM$ &$<GNS"%; ՖՏՏՄՖԼՏՕՀ ( (B GNU AS ¿$B$G$9!#¿ (B 
¿SB@55, 1%-%e%atstH$Oz (B GNU/prep ¢SBS"!<%+% Pes (B binutils-2.?.tar.gz ¿SBSN;¿ (B 
*SBCESKS"SkK; ( (B info ¿$B%U%!%$%k$K$J$J$^$9!#¿ (B 


info {$BSUS!SSSkS@S1SISi!"S3S3SKSL$—-S@S7SFS*SSSFSusjS*sol#te (B(2.7 չՏՑՏԱՏԵՏԱՀչ (B) 


Net Yaroze newsgroups message dump.txt Page 14234 
http://wwwl.scei.co.jp/~crj00686/ 
¿SBS"SH!"S3S1Sr¿ (B html ¢$B2=$7S?SbSNS,S3$3SKS"$5S*°S9!#53!<SIS,¢(B iso8859-1 ¿SBSGS9 


!#¿ (B 
http://www.cygnus.com/pubs/gnupro/5_GNUPro_Utilities/a_Using_AS/as.html 


>¢$B!!5"S; SSSVSLSK4XSTSFSO!"MjS_ ne Hp (B Net Yaroze ;$B%5!<%PSKSO3:EvS9Sk¢ (B 
>¿ $B>pJs$, 8+EvS?SiSTSSShS&SISNSG; (8(2Տ8Հ՝ HwC£SG! "SSSD$+$-SCSH8x3+S7SFS/S1SkS$K; (B 
a 5 a ԿԱՏԵ O 5 CBE np), 55 5 
>¿SBSkS7$S+$SJSSShS&SGS9!#¿ (B 


¿SBS=S&SGS9SM¿ (B (“ °; ; ; 


>P.S. 

> $B!!%"%; %s%V%iİ$N6qBNE*$JMQES$K$D$Š$F$O!":#$N= T 0515` ՏԱՏ _ CSAz (B 
>¿SBEvSFS/S1iSSSKS7S+;HSCS?S3SHS, ՏՄՏՏՏԱՏՇՏՈիՏտ/ՏՕՏՀԻՏՍՏ՞ՏչՏՏչ (B(¿SB>P¿ ¿SB!#SOSCS-S3jSS 
$Cz(B 

>; SBSFTADLSK! "18=" E*SI%iSS3V2 V%isjSr;HMOQS7SFS2!<%> SNSWSmS0%i%_Ss%0Sr9TSIS&; (B 
>¢ SBSHSSSCS ?PMOESSN>19g!"S"%S; Ss%VSiSr; HS&1,A3@-SOS*SCS$?S/SISSSH; W$$$^$9!#¿ (B 


¿SB8f0U¿ (8:-) 
ՀՏ: d$b; H$S$J}SOSiSSSOGDO.$7SHS+SsSHSM! <SHSSS&S3SHSGD4SYSFSOSSS*S9S, !"3 (B 
ESBS*SHSbSK; HSCS?S3SHSOS"S5S%S;Ss! #3 (B 


>¢$B!!8D?ME*SKSO! "S3SN<jSNJ, LnSGSO! "SbSOSdS"%S; %Ss%sV%iSKShSk%SW%sm%0%Si%_%ss%0¿ (B 
>¢SBSISsSFI,MWSISSShS&STISSSHSTS*SI!L#STSE&STSESHS33WSM%S; SCBSSdz (BGPUz SBEySN% O!<¿ (B 
>¿SB%SI%S&%S'!%"SrD>@NC!S$- Been o Աա 0 ՏՈ a —¿ (B 
>¿$BSOS=S1S[SIS5SSSKS9SkI,MWSbSJSSSNSGSOSJSSSGS7SgS&S+!#¿ (B 


280 ¿SBSd (B i386 ¿$B$J$i$H$b$+$/!"¿ (BR3000 ¿SB$G9MS (SkSNS$O9|$,$*S1S*S9S7SM! #32 (B 
¿SB:GE,2=SbS?SVSs;dShSj¿ (B gcc ¿SBSNS,8-SSSGS9!#¿ (B 


># ¿SB5$9gS$SG¿ (B OP ¢$B%3!<%I$r3P$ ($Sk;-Be$GS$Sb$JS$SNS$G!"5U%"%;%s%V%1SOLI,?NS+$b¿ (B 
># չ58571515՞5չ5Տ55 !D!#¿ (8(՞՞չ 


E $B5US"%; %s%V%i$H$7$F$O!"¿ (Bsiocons ¿$B$+$i$N¿ (B PlayStation ¿SBFbB"%$b%K%s?$b$7S/SO;¿ ( 
B 
gdb ¿SBFbB"SN¿ (B Examine memory ¢SB%3%°%Ss%I¢ (B(x) ¢SBS,;HS(S*S9! #2 (B 


ESBSGSO! #2 (B 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac. m 
XMascot¿ s %$c%s%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿SB6b¿ (B)¿$BE 
1%3¿ (B43b 

--MESSAGE FILE 21234 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
78html.html 


--MESSAGE FILE 21235 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0079html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCUTk1VCE8JUkhS jFHMmgkOCRjJEOkJBsoQg==?= 
=?1SO0-2022-JP ?B?GyRCJGghSxsoQg==?= 

Date: Wed, 09 Jul 1997 09:41:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <redbug$ff8d19970709094152@news1.scei.co.jp> 

References: <33C1BF31.64EF1@sti.softbank.co.jp> 

NNTP-Posting-Host: 133.130.133.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.beginner ¿SBSN; (B 
<33C1BF31.64E1@sti.softbank.co.jp>¿$B$K$*$$$F;¿ (B 

1997/07/08/ 13:16 ¿$B:"!"¿ (Bafujii <afujii@sti.softbank.co.jp>¿$B$5$s$0=q$-$^$7$?!# 
¿ (B 
>¿SB%S2!<%`%sW%m%0%Si%`S$Sr$+S/SHS-SO!"=hM)%9%ST!<%IS,¿ (B 
>¢ $B=EMW$i$7$$$G$9$, !"$=$I$K$D$$$F0J2<$N<ALd$, $"$j$^$9!#¿ (B 
> 
> 
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>1. gSBSOSASSSW%m%0%is Sr=q$/4pK\E*SIS3SDSHSO! #2 (B 
> ¢$B!J6qQBNE*SINcSbHS"S1SPS+SSSFS[S7SS!#BLL\SINCSHShHSSNc! Kz (B 


¿SB#1%/%m%sC%/SGSbAaSSL?NaSr;H$&SHS+!"6KNO%S1%8%9%?SK%$G!<%?Šr;¿ (B 
¿SBCVS/ShS&S$SKS9SkSHS+!"%k!<%SsWŠrF83+S9SkS$SHS+!&!&!&¿ (B 


¿SBSC$F>iCLSG$9!#S3S1SiSOSASgSŠCSŠH@N!"¿(BCISC¿$B%A%C%$W$G%"%;%s%V%iS$G;O(B 
2SB=q$$$F$?:"SNOCSG$9! #2 (B 


¿SB$G$b!"#C$GAa$$%W%m%0%i%`=q$/%3%D$C$F2?$G$7$g$&$M!#; (B 
¿SB#C$G= 1 S ԱԱ. %m%0%i%`$C$FSNSO¿ (B 
¿$B5$$r$D$I$k$N$G$9$, !#¿ (B 

¿SB%S"%k%4%3j%:%`SrSSS+SKS?6/S5$sCNSCSFSSSkS+!"S$S+$SJS!!# (B 


>2. 1/60¿$BICOJ>eSKB.EYSOS@S;ŠSkSNS+!# (B 


¿$B2HDmMQç¿ (BTV¿SBS=$NSbSN$, ! "$$%s%?!<%1!<%9$G#6#0%3%%¿; (B/¿SBIC$GI=<($7SFS$SS$Š$kSNSG!"; ( 
B 
ՀՏՅՏՀ-ՏԱ-զՏտ-495 (4V3VSK4VSK9gGS&=hM}B.EY$,=P$; S1SPSSSSSoS1SGS9! #¢ (B 

ESB! JT$3$3$G!"?bD>5"@~4 | 4VS, STSESHS+! "SQSVEKSPSCZUS!S, S3SESHS+SSSER (B 
ESBSASdAS3$7SSOC$,=PSFS-S*S9O!#!Ke (B 


>3. gS$BS9ST!<SIl#2SG3-S"SL$S,9_ Տ)Տ2ՏԱՏՕՏՄՏՀՏՀ #2 (B 


ESBI&!&!&!1ES9ST!<SI8+SFSISSSSSGS9! #2 (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21235 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
79html html 


--MESSAGE FILE 21236 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0080html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCP3QzWCRLJEQkJCRGGyhK?= 
Date: Wed, 09 Jul 1997 12:54:09 +0900 

Organization: softbank(MS info) 

Lines: 11 

Message-ID: <33C30B61.35E8@sti.softbank.co.jp> 
Reply-To: afujii@sti.softbank.co.jp 
NNTP-Posting-—Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


é SBIA2ZHSW2m30SiS* STSISK!"?t3XSN7W; ;<OSr; HMOS9SKSH: (J 
2ESBI9SS$ 2SN$G6$9$, S=S1SKSDS$$FO0I2<$N<ALd$, $"$jS*$9!#e (J 


1. ¢SB6qBNE*$K; HMQ$9S$k4X?t SOSISNMMSJSDSNS, S"SkS+!) ¢ (J 
¿$B!J; 03Q4X?tSHS+S=SNB>S$"S1SP2?SGSb! Kz (J 


2. ¿SB>e5-SO!"SISNShS&SJ>19gSK;HSoSlSkS+!)¿ (J 


3. ¿SB3PS$S (SkSNBgJQ!) ¿ (J 


¢ SB=iJbE* STS 3SHSGS9S, Sh$m$7$/S*45S$SS7S*S9!l #2 (J 
--MESSAGE FILE 21236 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
80html html 


--MESSAGE FILE 21237 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0081html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCSUEyaCVpJSQlViVpJWoOWDc4JE48QUxkGyhK?= 

Date: Wed, 09 Jul 1997 13:04:32 +0900 

Organization: softbank(MS info) 
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Lines: 15 

Message-ID: <33C30DD0.4951@sti.softbank.co.jp> 
Reply-To: afujii@sti.softbank.co.jp 
NNTP-Posting-—Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2 SBIA2ZhSiS$%V%isj4X78SG0I2<$N<ALdS, $"S5S°S9! #2 (J 
¿E SBCNSCSFSk?M65S$ (SFS/S@S5SS!#¢ (J 


1. PS¿$B>e$G; (Jcz$BSNI8=" $i%$3V%iSj$G!"I8= F~=PNOSCSFSIS3$KSISKSN!) 3 (J 
ESBIaDLS@SHS3%S%S=!<SkS@S1IST!"#T#HVSK=PSKSN!) 2 (J 
¿SB%7%j%"%k%G%P%$$%9¿ (Ittyg$BSC$F2?!) 2 (J 

2. OT_TAG ¿$B$N%j%s%0%]%$%s%?; (J"P"¿$B$02?$r;X$7<($9$N!)¿ (J 


3. packet: SBSHz (JOT; $B$C$F$I$&$D$J$, $K$N!)¿(J 


4. packet :SBSHz (JSpritezSBSCSFSIS&$DSJ$,S$kS5N!)¢(J 


é SB=iJbE* SIS 3SHSGS9S$_S$*S$;Ss!#z (J 
--MESSAGE FILE 21237 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
8lhtml html 


--MESSAGE FILE 21238 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0082html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1SO-2022-JP?B?GyRCP30ZWCRLJEQKIJCRGGyhC ?= 
Date: Wed, 09 Jul 1997 13:11:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <yasunaga$1f£7219970709131126@news1.scei.co.jp> 
References: <33C30B61.35E8@sti.softbank.co.jp> 
NNTP-Posting-Host: 202.247.160.210 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESBS3SsSSKSASO!"¢ (BafujiizgSBS5$s!"3 (BMr.KzSBSGS9!#¢ (B 


2 $B; dSNCNSKHOOOSGS*EZzS (SSS?S7S*S9! #3 (B 


»1. ¢gSB6qBNE*SK; HMOS9Sk4X?tSOSISNMMSJSDSNS,S"SkS+!) 2 (B 
> ¿$B!J; 03Q04X?tSHS+S=SNB>S$"S1SP2?SGSb!Kz (B 


¢ SBIA2ZHSWSm%0%i%* SHSSSE&SNS, OLHLE*SGS9SNSG! "SbHS7S+S7S?Siz (B 
¿$BE*30$1$J2sEz$+$b$7$1$^$;$s$, !#¿ (B 


afujiizSBS5$s<+?.$bS4; XE&SNSHS&SK!"; 0304X?t$, SHSCSHSbz (B 
ESBB?S/;HS&4X?tSNOLSDS@SH; WSSS*S9! #3 (B 


»2. 23$B>e5-SO! "SISNShS$&$I>19g$K; HSo$1$k$+!) ¢ (B 
2 $B; 03Q4X?t $O<gSKI*BNSN2 SE>S$KMxMQ$7$*S9! #3 (B 


2$BS?$@$7!"<B: ] SNSHS3Sm!"; 03Q4X?tSOCYSSSNSG! "SF! ՀՏՄՋԱչ (B 
ESBSrMQOUS7TSFS*S/SNS, TaDLSGS9!#;¿ (B 


>3. ¿SB3PS(SKkSNBgJOQ!) ¿ (B 


¿ $B; 0304X?t$O$5$[$IFq$7$/$J$$$N$G!"3P$ (SkSNSO4JC1S$GS7$g$6&! #2 (B 
ESB?t 3XE*SI%1SYSkSKS*SGSISCSFS/SkSH!"2CK!DjM}$dOBGQ! "@QOB; (B 
ESBSIST!"STSSSISSSNS,A}S (SFS-S*S9S, !"S=$3$*SGCNSkI,MWSOz (B 
ESBS5$ [SISJSSSNSGSOSISSS+$H;WSSS*S9! #2 (B 


¿$B!t<B:]$N$H$3$m!"; 0304X?tSHSSS&ShHS5SO!"; OSQHFSLSYSkSTIz (B 
ESB! t$3SH$7S+; HSoSISSSGS7Sg$&!#¢ (B 
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éSBS=SNB>!"4X?tSGSOSTISSSNSGS9S, !"#3<!85$J$I$r07$&$H$-!"9TNs¿ (B 
ESBli;;SISISNCN<1$,B?>/1,MWSJIS3SHSbS"S4jS*°S9! #3 (B 


2 $BS?S@!"$3S1Sb2sE>9TNsS$r5aSaSk4X?t!Jz (BRotMatrix () Աա ա» 
; SBMQOUS5S1S$FS$$" SOSNSG!"35G0S@$1S0$+S1SPSSSSSH;WSSS*S9! #3 (B 


program ¢SB%U%) !<%SiS° S4!<%@!<z;(B Mr.K (z$BOB1J;(B ¢SBOB90¢ (B) 

E-mail address : ՏԱՆ 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

--MESSAGE FILE 21238 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
82html html 


--MESSAGE FILE 21239 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0083html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?ISO-2022-JP?B?GyRCP30ZWCRLJEQKIJCRGGyhC ?= 

Date: 9 Jul 1997 05:25:45 GMT 

Organization: Net Yarouze (SCE) 

Lines: 52 

Message-ID: <5pv7cpS6pt@newsl.scei.co.jp> 

References: <33C30B61.35E8@sti.softbank.co.jp> 

NNTP-Posting-Host: 202.247.139.133 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBSOS8SaS*S7TSF!"#K#BHOSGS 9! #2 (B 


>¢ SBIA2ZHSW2m30%SiS* STSISK!"?t3XSN7W; ;<0$r; HMQ$9$Kk$H¿ (B 
>¿SBJ9SSS?SNSGS9S,S=S1SKSDSSSFO0J2<SN<ALd$,S"SjJS*S9!#¿ (B 


ESBSHSSS&SNS,!"!)!)!)SGS9S,!"3 (B 

¢SBIA2Zh<+BNSO!"; LOS ORE SRD 5 ԱԱ 
¿SBL51oSGS9!#¿ (B 
ESBS?SVSs! "IA2HSNS$?SaSN%9 < ԱԱ ]%$j%4%$s$JSjSN7W;; SKSH$S$S$SS$S&O0UL#S@SH¿ (B 
¿SB;WS&SN$G!"S$S=$NSDSb$j$SG=q$-$*S9!#; (B 


>1. ¿SŠB6qBNE*$K;HMOS9Sk4X?t$OSISNMMSJSDbSNŠ, see) (B 
> 25817, 0304X?t $SHS$+S=SNB>$"S1SP2?$GSb!Kz (B 


ESBHESHI#N! SECHO#S ! SHAFTHAFN: (B 

¿ $B; d$O; 03Q04X?tS7$+;HSSS*S;Ss!#e (B 
ESBHE3#DSdSkSI$Si!"30@QSHS+S,1,MWSKSISCSFS-S$*S9!#3 (B 
ESBSIS1Sb9b9; ?t3X$, SNS_ S3SaSFSSS1SPHOFKSGS I! He ( (B 
ESB! IS"S1!S30@QSCSF9D9; S@SCS?S1S+SI!) ¢ (B^^;  SBK:S1S“S7S?!K¿ (B 


>2. ¢~$B>e5-SO!"SISNShHS&SI>19GSK;HSoS1$k$+!) ¢(B 


¿SBE (SNFO$-SrM?$ (Sk; ~!#S0$/SFSbDFO$S+$; $k$, !"S "SCS?$S[S&S, JXMxSGS9S7¿ (B 
¿SBI=8=$,KDSiS`!#; (B 
¿SB#3#DSG30@Q$HS$+S$SO!"%]%j%4%s%SR%SC%H$ŠHS+$K;HSo$l1Sk$hS&SG$9!#; (B 


>3. ¿SB3PS(SKkSNBgJQ!) 2 (B 


¿SBS&!1<$s!"$3S1$SO#a#f#u#j#hi#iS5$s$,!"2?:PS+S$SH$S+$SKSbS$Sh$j$*$9SM!#;¿ (B 
ESB9D9; @8STSi!":#IY6/CESGS9$+$17kK9=SD%iSSS+SHCNS1S%S;SsS, 969; B46HS7TSFSSSKSN3 (B 
¿SBSJ$i!"!J$=!8&$3!&$G!"; E; vSrS7SFSkLUSGS9$+S$i>/SIS/SHSb9b9; SO=PSFSSSKSNSG; (B 
¿SBS7SgS&S, !K¿ (B 

¿$B$=$1$[$IBgJQ$H$O; W$0o$1$^$; $s$, !"$3$1$i$r6qBNE*$K!"$I$&;H$&$+$, $o$+$C$F$$$J; (B 
¿SBSSSH!"S$SdSCSQOSjJBgJQ!)S+SJS!!#¿ (0 
ESBSHS5S"S ($:!";OSaSTSSSH3PS (SUSSSNSG! "SOS8SaSFS$_SFSOSSS$+S$,S$GS7$g$&S$+!) ¢ (B 


ա 


¿SB;dsSO! "%$+%7%*#P#B#1#0#0Sd#M#Z#1#5#O0#0SNSY!<%7%SC%$/S+SiF- 5 Cee 
¿SBLNSNAO0SN4X?tSrSŠSHSKS+S/;HSCSF%S2!<%`Sr:nSkS$SNS,9%$S-S$SGS7S?!#¿ (B 
¿SBJISr:nSiS:SK!"S?S@L4CfSKSJSCSFSkS@S1SG!"SISsSISs:nSlSkShS&SKSJSkSH¿ (B 
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ESB; WSSS*S9! #2 (B 

iSBS=SN: "SKHESYSF!"%2!<%* ՏԱ: 29MK\SHS+SO<AS, 9b$$$7! "LrS$KN) SDSHSNSbB?SSSNSGz (B 
¿SBS=S&S$SSSCS?SbSNSr;29MSKS7SF9MS (J}$r3X$VSNSHSSSSS+SbH$S7S18%°S; Ss! #2 (B 

i SBEX#6#84K4X78SN%2 !<%° ; 29MK\SHS+S, !"OLHVNIS5S$=SESGS9S, !&!5!&: #SOSTSSSGST7Sgz (B 
¿SBS&SMS'¿ (B(^^; gSBSGSb! "S=SN2q<RSKSOS"SkSGS7SgGS&SM!#!J>P!Kz (B 


ESBS°%SS%S,SSS1S59SHSHS+SbH$=SESGSISISI!"<~SjISKSSSSSHSNS, $"SkS;S$SStz (B 
é$BS_S$s$J<A9b$/SISCSFS*S9ShHSMS$'!#>.3X@8SNL! 2hSG$b!"$3$%3dS4$, $GS-SFSSSF3 (B 
¿SB3(Sb>e<j$S!*;¿ (B 

¿$B$$$-$J$J#0$+$i;O$a$h$&$H$9$k?M$K$OI_50$, 9bS/SISJSDSDS"SkKSNS+Sb; (B 
ESBS7$1$%°S;SsSM! Ք: (B 


¿SB#K#B#O:¿ (B 
--MESSAGE FILE 21239 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
83html.html 


--MESSAGE FILE 21240 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0084html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJSIlOyVzJVYlaSRLJEQkKJCRGGyhK?= 

Date: Wed, 09 Jul 1997 18:16:50 +0900 

Organization: softbank(MS info) 

Lines: 1 

Message-ID: <33C35702.2C97@sti.softbank.co.jp> 

References: <33C1BB8D.46D@sti.softbank.co.jp> <5pt4ho$42j@newsl.scei.co.jp> 
Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS"SIS, SHSES4SOSSS*STS?! #2 (J 
--MESSAGE FILE 21240 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
84html html 


--MESSAGE FILE 21241 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0085html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1LOyVzIVYLaSRLJUEQKICRGGyhK ?= 

Date: Wed, 09 Jul 1997 18:17:10 +0900 

Organization: softbank(MS info) 

Lines: 1 

Message-ID: <33C35716.31CB@sti.softbank.co.jp> 

References: <33C1BB8D.46D@sti.softbank.co.jp> 

<5pt 4ho$42j@newsl.scei.co.jp> <5pue8uS5g0@newsl.scei.co.jp> 
Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS"SjS,SHS&S4S6SSS“S7S?!#¿ (J 
--MESSAGE FILE 21241 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
85html.html 


--MESSAGE FILE 21242 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0086html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJTklVCE8JUkhSjFHMmgkOCRjJEokJBsoSg==?= 
=?iso-2022-jJp?B?GyRCJGghSxsoSg==?2= 

Date: Wed, 09 Jul 1997 18:17:30 +0900 

Organization: softbank(MS info) 


Net Yaroze newsgroups message dump.txt Page 14239 


Lines: 1 

Message-ID: <33C3572A.1AB9@sti.softbank.co.jp> 

References: <33C1BF31.64E1@sti.softbank.co.jp> <redbug$ff8d19970709094152@news1l.scei 
.Co. Jp> 

Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS"SjS,SHS&S4S6SSS“S7S?!#¿ (J 
--MESSAGE FILE 21242 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
86html.html 


--MESSAGE FILE 21243 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0087html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCP3QzWCRLJEQkJCRGGyhK?= 

Date: Wed, 09 Jul 1997 18:18:04 +0900 

Organization: softbank (MS info) 

Lines: 1 

Message-ID: <33C3574C.6D6@sti.softbank.co.jp> 

References: <33C30B61.35E8@sti.softbank.co.jp> <yasunaga$1f£7219970709131126@newsl.sc 
ei.co.jp> 

Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS"SIS, SHSES4SOSSS*S7S?2! #2 (J 
--MESSAGE FILE 21243 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
87html html 


--MESSAGE FILE 21244 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0088html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Lib20(Brezza)" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiU5JVOhPCVJIUoxRzJoJDgkYyRKJCQOkaCFLGyhK?= 
Date: 9 Jul 1997 17:46:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <01lbc8c06$8970e160SLocalHost@Libretto20.ppp.bekkoame.or. jp> 
References: <33C1BF31.64E1@sti.softbank.co.jp> 

NNTP-Posting-Host: 202.210.128.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿S$SB;OSa$S*$7$SF#L#i#b#2#0S$G$9¿ (J 
> 3. ¿S$B%S9%T!<%SI#2SG%S-%"%L$,9_S3i$?2$NSOSJS$S<S+!#; (J 
¿SBBfKN$r8+$F9_S$j$?$=S$S&$GS$9;¿ (J 


--MESSAGE FILE 21244 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
88html.html 


--MESSAGE FILE 21245 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0089html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJTkK1LVCE8JUkhS jFHMmgkOCRJJEOkJCRoIUSDKEo=?= 
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Date: Thu, 10 Jul 1997 07:59:48 +0900 
Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33C417E3.E38CF618@tau.bekkoame.or.jp> 
References: <33C1BF31.64E1@sti.softbank.co.jp> 
NNTP-Posting-Host: 202.210.139.161 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


afujii wrote: 


> 1. ¿SBSO$Sd$S%W%m%0%i%`$r=qŠ/4pKNE*$J%3%DSH$O!#¿ (J 
> ¿$B!!!!¿ (J 2$B!J6qBNE*SINCSb$"S1SPS$+SSSFS[$7$$! #BLL\SINCSHShSSNe!Kz (J 


ESBSF!<SVSkSr; HS&S3SHSGSOSISSSGS7TSgS&S+! #@NSN%S2!<%3* SO#CHPHUS, CYS+SCS?SNSGz (J 
¿SB%S2!1<%`!asF!<%V%k;2>H!J%S7%S9%SF%` !K!NSF!<%SV%$k!N%SG!<%?!J%S0%i%SU%S#%SC%/SHS+2; 15. (J 


¿SBS_S?SSSJC1=cSJ9=B$S@SCS?ShS&SJ5$S$S,S7S S9!# (J 


¿SB#P#SSN3+H/SGSOS9%/%1%SC%ASQ%C%ISrM-8zMxMQS9SkS3SHS,Bg@GZSQ@SH;WSSS*S9!#;¿ (J 


--MESSAGE FILE 21245 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
89html.html 


--MESSAGE FILE 21246 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0090htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCUTULcyVXUWs1VyVtJTALaSVgJE4 8Q0UxkGyhK?= 
Date: Thu, 10 Jul 1997 09:17:29 +0900 

Organization: softbank(MS info) 

Lines: 14 

Message-ID: <33C42A19.6EA6@sti.softbank.co.jp> 

Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS5SsSWskSWsmS0Sis ¢ (I"check.c"zZSBSKSDSSSF! "0J2<SN<ALdS, S"S5S*°S9! #3 (J 

1. zgSB2hLLSNNNOMSr%\!<%k$,H?<MS9SkS"Sk%4%5%:%°>$,SoS+S848*°S;Ssl#z (J 
é$BO0I2<SN9TSG! "SdSCSFSkSH; WS&SNSGS9S, !#¿ (J 

145: /* 2SB2#7}8~:BISCMSN99?7¢ (J */ 

146: if ((x = (pp->x += pp->dx) % WALL_X*2) >= WALL_X) 

147: x = WALL 2"2 - x; 

148: /* ¿$B=DJ}8~:BI8CM$N99?7; (J */ 

149: if ((y = (pp->y ՀՀ pp->dy) % WALL_Y*2) >= WALL_Y) 

150: y = WALL_Y*2 - y; 


ESBSIS<S3SN7W; ; <OSG!"?'SsSJIJ} 8~SK%\!<%kS$,H?<MS$9SkKSNSOSIS<SGS8SgSESt¢ (J 
¿SBSoS+Sk?MS*S7S (SFS/S@S5SS$! #2 (J 
--MESSAGE FILE 21246 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
90html.html 


--MESSAGE FILE 21247 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0091html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCP3QzWCRLJEQkJCRGGyhK?= 

Date: Thu, 10 Jul 1997 14:16:07 +0900 

Organization: softbank(MS info) 

Lines: 1 

Message-ID: <33C47017.50F7@sti.softbank.co.jp> 


Net Yaroze newsgroups message dump.txt 


Subject: Re: PAL -» NTSC? 

Date: Mon, 18 May 1998 17:11:35 -0400 
Organization: SCEA News Server 

Lines: 44 

Message-ID: <3560A407.F5F3D339@mail.datasys.net> 
References: <35609566.307AC@netmagic.net> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 289.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, 


There is a company called "AIMS Lab Inc." that makes a really nifty 
device that converts a S-Video or Composite signal to a computer 
monitor signal. I bought it for my yaroze so I could view the entire 
brodcast signal (which my TV doesn't allow. It cuts off some around 
the edges), as well as play the games at higher resolution. I was 
curious, so I tried a PAL game, and I was suprised when it worked 
perfectly! So I ended up killing 2 birds with one stone, as I can now 
see the entire signal AND play PAL games. 


The device is called "JAM!!", and costs ՍՏ579.99. The contrast is a 
little off, but this can be corrected with a good monitor. In my 
opinion, the option of being able to play pal games is incentive 
enough, rather than what it's advertised for. (It's advertised only as 
a device to play games at higher resolution) This is really a great 
device, you can even watch TV on your computer monitor if you have a 
VCR. The monitor out is a standard VGA monitor port. 


If you want more info, here is some contact info that I got off a 
sticker on the bottom of it: 


USA: 

AIMS Lab Inc., USA 

Tel: (510) 661-2525 

Fax: (510) 252-1572 

E-Mail: support@aimslab.com 
Website: http://www.aimslab.com 
Enjoy! 

"Darco 


darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 
are not out to get me." 
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--MESSAGE FILE 2242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00945 


-—-MESSAGE FILE 2243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000946 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: PAL -» NTSC? 

Date: Mon, 18 May 1998 18:02:15 -0400 
Organization: SCEA News Server 

Lines: 23 

Message-ID: <3560AFE7.CFBA3493@mail.datasys.net> 
References: <35609566.307AC@netmagic.net> 
Reply-To: darco@bigfoot.com 
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References: <33C30B61.35E8@sti.softbank.co.jp> <S5pv7cpSé6pt@newsl.scei.co.jp> 
Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBSIS&SbS"SjS,SHS&S4S6SSS“S7S?!# (Մ 
--MESSAGE FILE 21247 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
91html.html 


--MESSAGE FILE 21248 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0092html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCSUEyaCVpJSQ1ViVpIWoOWDc4JE48QUxkGyhC ?= 
Date: 10 Jul 1997 07:53:32 GMT 

Organization: Net Yarouze (SCE) 

Lines: 71 

Message-ID: <5q24ds$aj2@newsl.scei.co.jp> 

References: <33C30DD0.4951@sti.softbank.co.jp> 

NNTP-Posting-Host: 202.247.139.160 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


é5B%—-%SDSS<ALdSGS$9SM! #B>?MSK%US) Sm! <S7SFSbHSiS*SESCSH! #2 (8(՞՞չ 


»2. OT_TAG ¿$B$N%j%5s%0%]%$%5s%?; (B"P"2$B$02?$r; X$7< (S9SN!) (8 
> 

>3. packet;$BSHz (BOT: SBSCSFSIS&SDSJ$,SkSN!) ¢(B 

> 


>4. packet; SBSH; (BSprite¿SBSCSFSIS&SDSJS, SkSN!)¿ (B 


é SBAPK\E* SK#G#S Si S$ SVSiS5!<Sr;H$&>eSGSO!"$=$3$*SGCNSkI,MWSO!"3 (B 
¿SBS“S!1SJSSSH;WSSS“S9!#¿ (B 
¿SB%5%s%SW%kS_SF%*SMS+Si1F2SKSNS, SYS?!<S+$I$!SHS+Sb;WSSS*SO! #3 (B 


ESBSQS1LSCSHSCSF!"DL?.$G; HSESHSNSG!"S"SkKCLOLSNH"SGS9! #2 (B 

¿SB%$W%1%9%SFSN>19g! "#CH#PHUSH#HGHPHUSNAVSNSG! <3? SNSdS {SHS ISTSISHD!"S3SNz (B 
ESBSOS1LSCSHSGITSOS1S*S9!#! IMWSOSG!<%S?SrAwSkSHSSS$&;v!Kz (B 
ESB%Q%1SCSHSKSDSSSFSO>\$S7S/L@S+S5S1SFSSS*S; SsSN$G!"%S"%3; SsSVSi>o=, <TSISTI¢ (B 
¿SBSbS&%W%mSGSbS+$SJSJjJA01RE*SJ?MC#SN6 (NOS, 1,MWSGS7SgS&! #2 (B 
ESBS?S@!"S=SNCESK4*S*S1SKSDSNSHS7SFE! "#GHS#I#MHAHGHE ! S#GHSH#SH#PHRHELHETHE ! "!&LElE&E (B 
ESBSISTSIST!I"S, S"SjS*S9!#z (B 


¿SB3(SrIAS/SH$SSS&;vSK4XS7SFSJSsSGS9S, !"BP>] S$r$9SWSiSSSH! JOT2<#S#P#R!KSHz (B 
ESBSTS*STSgS&!#e (B 

¿SB#S#P#RS, #6KgSGSkSHS-! "EVA3@hHSKIASSS?I9}$,2<SKSISCSFL#SISFS7S“SSS“*°S9! #2 (B 
ESBS=S1SH! "S=!<SHSN4X78S$G6?<S5SbIQSOSCSFS-S*S9! #3 (B 


¢SBS=!<3H! 'S9SWSiSSSHHVIE; (B 
¿SB#0!1111!11]!N#O¿ (B 
¿$B!C¿ (B ¿SB!N#1¿ (B 
¿SB!C¿ (B 
¿$B#1!]!]!]#3¿ (B 
¿SB!C¿ (B 
¿SB!C¿ (B 
¿$B#2!]!]!]!\#2¿ (B 
¿SB!N#4¿ (B 
¿SB !N#5¿ (B 
¿SB!&!&!&¿ (B 


¿SB%$=!<%H#0S, 3NS+O1LHV>eS@SH;WSCS?SGS9S+Si!"S3SN>19gG%=!<SH#2S+SiS+5S+S1S*°S9SHSM! #3 (I 
2 SBSGSbS=! <SH#2SKSO! "#2! "#4! "#5SH#3SD3G!<%2S, $"S5S*S9SHSM! #2 (B 
ESBS3S1SbS&Sm3PS (S@S1IST!"3NS+#2!"#4!"#5SN=GHVSKIAS+S1S?SH;WSSS“*S9! #2 (B 
2$B! JI5US+Sb!&!&!&S1$IS?S+%U%) Sm! <Sh$m$7S/!Az (B^^; ¿$B!K¿ (B 

¿i ŞB#2!"#4!"#5!"#3!"#0!"#1$HIA$+$1$^$9!#¿ (B 
¿Ṣ$B!J4VOC$ŞC$ŞF$Ş$Ş$ŞF5U$ŞJ$i!"#5!"#4!"#2!"#3!"#1!"#0ŞG$9$M!K;¿ (B 


ա 


Net Yaroze newsgroups message dump.txt 


¿SB=gHVSOS5US+SbS7S1S S;SsS, !"S3S&SSSC$?35G0$rd, ՏՒՏՇՏՉՏՃՏ (SG!&!&!&¿ (B 
¿S$BS3SN01SD01$DS$S, SOQ%$1%$CSHSG$9!#;¿( 


= 
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ESBS=S7SFI"#GHSHOFT ! 2HTHAFGSN! ԼԻՔ 156595, !"S3SNSQ%1SCSHSNS"STS1S9Sr; XS9SSS8BScz (B 


ESBSISSSGSTSg$&S+!#! TSUS) Sm! <SUS) Sm! <z (B*%; ZSB! Ke (B 
¢ SBEVA3% 5% 9%H9I=BS SKSISCSFSSSKSNSG! "S"SHSGSG! <%?SrSSS1Sk>19g$GSb!":#%]%S$%s 
éESBSTSFSkKSHS3SmS, 2rS1SP!"S9SOSKF~S1$?S4SGS-SkSoS1SGS9!#¢ (B 


ESBSG!"SWS1S9SFSCSFS] SjIS43SS°ST7SSSES+Si ! "#HB#DSNS 2? SaSKS"SkShS&STI*SG! ME ( 
¢ SBH3#DSHSTS1SPHZ<4!*3 (B 

aches ԱԱ ՏԱՆՆ ՏԵՆ. SOSHSM! #2 (B 
¿SBSG$S3S$SN%$]%3J%S4%s$,#Z<4S, SISNDXEYS+7W; ; SSSISE! "S"SITS?S0%3%3ShSH%S*!<SQS4% 
¿S$SB%$F1<%V%k$KE=$jT1U$S1$i$l1$k$o$1$G$9$h$M!#¿ (B 


ESBS*!<SQS5SSS0SF!<SVSKSCSF>\STSSOUL#HSOCNSiSTSSSGS9S, !"?<$5$rI= S ere 


ESB; WSCSFS*S9!#S0%1%CSHSHSN4X78Sb! ">e5-SNShS &SI46$8S@ASH; W$$$^$9!#¿ (B 


£$B%Q%1%SC%HSH%S9SWSiSSSHSHFIMMSGS9! #3 (B 
ESBSQZ1SCSH#FISDSK! "SSSmSSSmSJOUL#HS, F~SkSNSGS9S, !"S9SWSISSSHSK8BS1SP!"z (B 
¿SB#1KgSN$S9%SW%$iSSSHSN>pJsA4$F$, !"#1SDSNZ3Q%1S3CSHSK4*S*S15°S9! #3 (B 
ESB! IS"S/S*SG4*S*S1SkSGS"SCSF%S%3!<SkKSGSOSISS!Kz (B 


He (B 


¿ (B 


¿SBR@bL@SO!"SHS3SmSIS3Sm4VOcSCSFSkS+SbS7S1S2S;SsS, !"EvS?SiS:SHSbl1lsS+SiS8SGS9!#;¿ (Ց 


¿$B%*A%$K%$e%"%k$O2+2?'$$KN$SN!"#P#5#4$"$2$j$K$N$C$F$2$9! #3 (B 
ESB! I%* SK%eS"SkSHS7SFSO2ZaITB-S"SkSHSO; WSSS*S; S85, !"=i?4<T$,$3$1$r8+Š$F¿ (B 
¢$B40A4M} 2r$GS$-SkSbSNSGSbSISSSH; WSE&SNSG! "S"SHSO<+J, SGS$S8SkSNS$_!Kg (B 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 21248 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


92html.html 


--MESSAGE FILE 21249 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0093htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1S0-2022-JP?B?GyRCSUEyaCVpJSQ1ViVpJIWo0WDc4JE48QRso0Qg==?= 
=?1SO-2022-JP?B?GyRCTGQbKEI=?= 

Date: Thu, 10 Jul 1997 17:44:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <19970710174454bo0wy@t3.rim.or.jp> 


NNTP-Posting-Host: 202.247.160.224 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


kboz SBS5S$sSO=q$-S*S$7S?! #2 (B 
>i SBSQ%1SCSHSKSDSSSFSO>\S7S/LES+S5S1SFSS$%S; SsSNSG!"S"%S; %s%V%i>o=,<T$J$I¿ 


ԱԱ ԱՆԱ ԱՅ ` ) !<S$“°SCSH2r@bSK!"SO%1SCSH¢ (B 
ESBSK4X$ 9Sk2r@b$b011~=q$+S1SFSSS*S9! #3 (B 


http://wwwl.scei.co.jp/forum/tool/info/tmd.htm#pack 


ESBSKS"S5S*S9!#SGSb!"; dSKSOSSS*O1SDFIS_J}$,$0$+$4$%S$;$s¢ (8(՞՞չ 


ESBS3SSSISNSHS+¢ (B 

ESB(H(L (LCL CEC CCECE CECE CCCE CE CECE COCE CECE CE Sg IB 

¿$B ՓԱՅ ("HOPXHOFI ("HO#XFOH3 ("HOFXHOHS ("z (B ¿SB"+FCSKS3SNJUSN0UL#S, ¿ (B ( 
ESB ECE TCE (OF CECE CECE GGG CE CECE CE CE Oe (B 

ՀՏՑ ("11111 41458811 1111 ("ll tvtedtrét tet x#0! 1 ("z 8 

ESB(T(L(L CECE CLL CECE Gh GCE CECE CCE E CECR (B 
E$B("!!!!!!#C#B#A!!!!!!("11#V#0!!("!!#U#0!!("¿ (B 

éESB(T (LCL CECE CLL CECE Gh aC aE Ch Ch CECE GE (Lh Oe (B 

Sid MORES paeet H a eae We ena ee ուլ 11111 ("Թ 

TIBE RIALEN CE CECE CECE CE CECE CE CECE CECE CE CEC! ԹՀԹ 

¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 


References: <33C30DD0.4951@sti.softbank.co.jp> <5q24dsSaj2@news1.scei.co.jp> 


r r 


--MESSAGE FILE 21249 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


93html.html 
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--MESSAGE FILE 21250 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0094html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: ¢$BIA2h%i%$%V%i%j4X78SN<ALd; (J 

Date: 10 Jul 1997 13:56:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 81 

Message-ID: <01bc8d37$aa2b1880$5810dbca@default> 

References: <33C30DD0.4951@sti.softbank.co.jp> <5q24dsS$aj2@newsl.scei.co.jp> <19970 
710174454bo0wy@t3.rim.or.jp> 

NNTP-Posting-Host: 202.219.16.88 

X-Newsreader: Microsoft Internet News 4.70.1157 


Labo; SBSNS [S$&SGS* @SOCSKSJISCSFSSSk!!¢ (JSugiharazSBSGS9! #2 (J 


Hideki Naito(boOwy) <bo0wy@t3.rim.or.jp> wrote in article 
<19970710174454bo0wy@t3.rim.or.jp>... 


> kbo¿$B$5$s$0=q$-$^$7$?!# (J 

> >¢SB%Q%1SCSHSKSDSSSFSO>\S7S/LES+S5S1SFSS$$%S; SsSNSG!"S"%S; $Ss%$V%Si>o=,<TŠJSI¿ 
> 

> ¢$B!!3+H/%D!<%k%U%) ! <%$i%S` SN#T#M#DSG!<%?%SUS) 1<S°SCSH2r@DSK!"SOQOS1SCSHE (J 

> ¢~SBSK4XS$9Sk2r@bSb011~=qS+S1SFSSS“*S9! #3 (J 

> 


¿SB3+H/%SD!<%k%$U%) ! <$i%` $N#T#M#D%G!<%?%U%) !<S*SCSH2r@bSK: \SCSFSSSkSQS1SCSHSO! "3 (J 
ESBECHP Hu ! SHGHP HUE (J 
¿SB4V$N%$O%1%C%HSHS$O0[$JSj$*S$S9!#!J2r@b$NJ)SK$b$=SN$Sh$&S$SK5-:NS$S5$1$FSSS2A$91#!K¿ (J 


> s 5 3 ԱՐԱԿԱՆ one L Z Pea NT sy 
> ԱԱ 

> ESB (PCCE CHECO CECE CEC CCE CECE CEC CCE CE CECE (88 (O 

> ¿$B ( ("totxteta (HHObEOHL (*HOREOHS ("4084085 C ¿(J ESB"+FCSKS3SNJUSNOUL#S, Հ (Մ(՞,՞չ 
> e SE (U (ECL CECE(CACE CECE CE (ACE CE CECE (ACE CUCU (EO ¿ (O 

> ՏՐՈՂՈՒԹԵՐՈՂՈ (MI ibeb ete bebsdO! | ("2 Q 

> Հ58(0ՕՈ:ՂԸՕՕՇՇԸՇԸԱԸԱԹԺԹԱԸԱԾՐՑԸԸԱԸԱԸԸԸԱՕՀՕԺ 

> eS (nLIJIUI#CHBEALILITL (ME ԱՅՑ (ri 408011": 

> ¿oB CU CUCU OU CECE CECE CE (ACE CL CECE (ACE CECE (EO p tO 

> 4 6 S 55 Won OA CM (I 

> 5855. Օ (LCL CECE CECE CECE (ACE CECE CECE CECE CEC! (8 (J 


¿$B!!;XDj$5$1$?ItJ, SNSG!<S?SO!"S3SNSQS1SCSHS, 227?SNSG!<S?STSNS+Sr< (S9S?SaSKS"Skz (J 
ESBSG!<S?SG!"@hF, $+Sitm#o#d#te! &#ftltatg! c#titlitedn ! cto#tl#e#nSHSISCSFSS$*S9l#l dz (J 
ESBS$3S53SiJTUS*SGSO2r@bSK: \SCSFSSSKSNSGM} 2rS5S1SFSSSkSH;WSSS*S9!#!KSG!"S3SNFOMF չ (J 
ESBS, SUSKSrI=S7SFSSSkKSNS+S$, LdBJSJSoS1SGS9!#¿ (J 

¿SBNcS (SP! ">eSG< (S5$S1S?%G!<%?SO!"¿ (J 


¿SB!!#m#o#d#e!a#0#x#6#4; 
¿SB!!#f#il#a#gla#0#x#0#1; 
¿SB!!#i#l#e#nla#0#x#0#3; 


J 
J 
J 
¿SB!!#ofl#e#nla#0#x#0#5¿ (J 


anana 


ESBSHSISCSESSS“*S9! #3 (J 

2 SBS3S$1S0! "#3#D% 93WSiSSSHSNSOS1SCSHSGSI9SM!) չ (J 

ESBSIS<J, $+SkS+SHSSSE&SH! "#m#o#d#eSNCMS, #O#x#O#F4SHSTSCSFSSSKS+SiSGS9! #2 (J 

2 SBem#o#d#eSN>eCOL#3SS%CSHS, SOS1SCSHSN9I=@ .MWAGSrI=S7SFSSSF!"SSSCSHSG!I#O#1#1 IIe (J 

¢ SBSHSISCSFS*$4!"S3S1SO2r@bSN! #3! SH 3#PHRHIFMHLFTHIFVHE! ISN! L#m#o#td#te !ISN!I#BC¿ (J 

¢ SBHOFDHE! I! T2r@bSN?*#6SGS9!#!KS$r$_SkSH! I1%9S3W%iSSSH! ISHSTSCSFSSS*S9!#<! SK#m#o3g (J 

2 SBE¥d#eSN>eOL#3%S3CSHOT30SO0! "2r@bSN!1#3!SH#3#PHRH#LHMH#IFTHIFVHE! ISK!I#oñ#phthiño; (J 
(J 
(J 
(J 


¢SBin! ISHSISCSFSSS*S9SM! #S53SN! T#o#pHet #ito#n ! ISNFDMFSO! "SQ%1SCSHSN9=@.$,5-:\S$5¢ 
ESBSISFSSSKkK!TH#4!S#6! | #3#DS9SWSILSSSH!ISNO* L\Sr$_SkSH! T#m#o#d#eCMSN#bD#i Ft 9=@. !1z 
¿SBSHS"Sj!"%SSC%SHSNFbMF5,=qSSSFS"SJSAS9!#!J?2%#2#3SGS9!#!KNCcSN#O#x#6#4SrJ,2rŠ7¿ 
ESBSFS_SkSH3z (J 


¿SB!!#0O#1#1!!!!@hSN!IS9%SW%i%SSH!ISrI=S9%S%sCS%H;¿ (J 
ԳԱՆ Հա 5 U%j!<%5%$%:SH2r@bS$5S1SFSSS*S9!#!K¿ (J 
ss enn s 5 
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¿SBSHSJSKS3SHS,J,S+SjJS“S9!# (J 
ESBtftl#a#gSO!"2r@bSN?*#7Sr8+SFS/S@S5SS!#SASTS_SKNcCSN#0#xX#0#1Srd, 2rS7SFS_SkSH3¢ (J 


ESB!!#O#O#0#0#0!!!!!!8GDjë (J 
¿SB!!#0!!!!111111111!111%S0%1%G!<%7%g%s!J#0SJSNSG!"%S0%i%G!<%S7%g%sL5S$7!K;¿ (J 
¿SB!!#0!!!!!!1!11111111LL!1J#OSOJRLLS]%3jJS4Ss!K¿ (J 
¿SB!!#1!!!!!11111!1!118w8;7W;;!J#1SO8w8; 7W;;L5S7!K¿ (J 


ՀՏՑՏՏԱՏՄՏ)յՏ՞Տ91 8. (J 


¿SB#i#l#e#nSO!":#8+SFSSSk%Q%1%SC%HSN#m#o#d#e!&#f#l#a#g!&#i#l#e#nl!ls&#o#l#e#nSrSN;¿ 
ESBS>S$$$?;DSISNZO!<ZSI?t$, @_DISSSISFSSS*S9!#S3$3$G! "CmOUSTSIS1S1SPSISISTSSSNSO;z 
ESBHEISPSSSHSr#1#6SSSCSHSHS7TSFSSSkKS3SHSGS9! #DL>O%O! <SIDISH8AS (SP#8#b#i#ñt!v#2$G; 
ESBSIS, !"S3S3SGSO#L#O#DELEL ! VEZSHBESES3SHSGS9!#5USK8E@S (SP! "S3S3SK@_DjS9SkKCMSO; 
¿SBDL>o8@GS&SQ@GSsV%sk%so!<%sSI!J#8#b#i#t!v#4!KSr#1SHS7SF7W;;S7S%S9!# (J 


(J 
(J 
(J 
(J 


¿SB#o#1l#e#nSO!"S3S1Sb#i#l#e#nSHF1S8ShS&SK%sQO%S1%C%SHSNBgS-S5SrI=S7SFSSS S9!#S?SQ@¿ (J 
¿SBS7S3SN%S$QO%1%SC%HSNBgS-$5SO2r@bSNFbMFS+S$SiS9SkSH! "#C#P#U!&#G#P#U4VSG; HMOS9SkSQ;¿ (J 
¿SŠB%1%C%$HSŠSNBgS$-S5SNSh$&SGS9!#!JD4SYS?So$S1$SGSOSJS$SSNSG4VOc$CS$SFSSS?Si$S4SaSs$J$5¿ (J 
éESBSS!#2¢(JIm(_ _)m ) 


--MESSAGE FILE 21250 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
94html.html 


--MESSAGE FILE 21251 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0095html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.program.beginner 

Subject: shootem. zip=?1ISO-2022-JP?B?GyRCRJAkLyROJCskShsoQg==?= 
Date: Fri, 11 Jul 1997 16:54:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <5q4pmt$dql@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.229.223 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBS3SsS$KSASO! #2 (B 


éESBSh!<%SmSCSQSNz (B -SBSMSCZHSdSmS$&S<S5SSSHSG: (B 
shootem. zip; SBSHSSS&; (BDemo Source Code Example; SB! J%G%bswsms0%is* !KS,¢(B 
ESBG[I[S5S1SFS*S9! #2 (B3.6KBzSBSGS9! #2 (B 


¿SB%"%I1%S1%S9SOS3SASi!'¿ (B 
http://www.scee.sony.co.uk/yarinfo/answers/gal.htm 


ESBS3SNSWSmMS0%Si%S° !" (B4: SBSDSNSU%S!%SS%SkS+Si9=@.S5S1SFS*S9! #2 (B 
(shortest.c, theship.tmd, MAKEFILE, batch) 
¿SBFbMFSO!"¿ (Bsimplest 3D object viewer; SBSGS9! #¢ (1 


ա 


ESBSISS$S@S+FOS—S=S&SK; WS ($k$1$I!"; (B 
MAKEFILE; SBSN5-=Rz (B ¢SBS,M}2rSG$-SJISSSNSG; (B 
makezSBSG$-SJISSSC$9!#¢ (B 


¿SBSbS7¿ (Bmakez$BSG$—-$k$+$?$, $$$?$1658 (SFSSS?S@S-S2?2SSSGS9!#¿ (B 


LUNO radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/-dqb00718/ 
--MESSAGE FILE 21251 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
95html.html 


--MESSAGE FILE 21252 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0096html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 


Net Yaroze newsgroups message dump.txt Page 


From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: shootem. zip=?ISO-2022-JP?B?GyRCRJAkLyRoGyhC ?= 
Date: Sat, 12 Jul 1997 00:52:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 
Message-ID: <5q5lluSelt@newsl.scei.co.jp> 
References: <5q4pmt$dql@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.239.141 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿ $B; dSO=q$-S*S7S$?! #2 (B 
>shootem. zipzSBSHSSS&¢@ (BDemo Source Code eer SmS0%i%° !KS,¢2(B 
>MAKEFILE; $BSN5-=Rz (B 2$BS,M}2r$GS-SJISSSNSG; (B 

>makezg SBSG$-SISSSCS$9! #2 ( 


wt 


E$BS3$1!"<B9OTSGS-S*S7S?! #2 (B 
¿$B>/$7>e$K=q$$$F$"$k¿ (B Hello World ¢$BSN<B9TJU}K!SHF1S8SGS9! #2 (B 


1. >gcc -o shortest shortest.c 
ESBSHBGSA9~SSSGS3SSS5OSSSk! #2 (B 

2. >siocons ¿S$B5/F0!#¿ (B 

3. [F3]¢$B2!S7SF!"¢ (BAuto[1]: ¿SBSH=PS?Siç¿ ( 
batch 
ESBSHBGSA9~S* ! #2 (B 

4. ESBS&!"FOSSSFS7$*SC$?!#z (B 


ե) 


¿SB$3SNJ)K!S$SO¿ (B MAKEFILE ¢$B$r;HSoSJS$SNSG; (B ¿$B=PMh$^$7$?$,!"¿ (B 
MAKEFILE ¿$B$N5-=R$O¿ (B ¿S$BS$S A s S ee 
¿SBSJSsS+IaDLSN%$5%s%SW%kSHOcS&¿ (B ¿Á¿SB=qS-J)S$SKSJSCSFSSSkShS&S9!#¿ (B 


¿SB<+8J%S1%9SOS`SJS7SSS+TSb!#¿ (B 


LUNO radheeth@fa2.so-net.or.jp 
http://wwwl.scei.co.jp/-dqb00718/ 


14245 


--MESSAGE FILE 21252 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 


96html.html 


--MESSAGE FILE 21253 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0097html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?c2hvb3RlbS56aXAbJEJGMCQvJGgbKEo=?= 

Date: Tue, 15 Jul 1997 01:43:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33CA5730.5813FBF3@ga2.so-net.or.jp> 

References: <5q4pmtS$dql@newsl.scei.co.jp> <5q5lluSelt@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.221 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


LUNO wrote: 
> 
> 2 SBS3SNJ}K!$0¢ (J MAKEFILE zS$BSr;HSoSJSSSNSGz (J ¿$B=PMh$^$7$?$,!"¿ (J 
> MAKEFILE ¿$B$N5-=R$O¿ (J ¿S$BS$S A s E 5 

> ¿SBSJSsS+IaDLSNS5%s%*W%kSHOc$&¿ (J ¿SB=q$-J)SKSJSCSFSSSkShS&S9!#; (J 


make ¿SBSrCNSCŠFSSSRk?M4VS+Si8+Š$kSH!"S$4S/S4S/TaDLSN¿ (J makefile ¿$B$G$9!#¿ (J 
¿SBF0S+SJSSSNSO!"%=!<%9¿ (J (main.c pad.h tmd.h)¿$B$,B8: Sena a Մ:-) 
éESBS*S=SiS/!"JILSNz (J makefile ESBSrE: IUSTSASCSCS?SSSGS7SgSE! #3 (J 
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Bugbear 

¿SBHu8)¿ (J ¿SB>!Li (J 

bugbear@ga2.so-net.or.jp 

--MESSAGE FILE 21253 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
97html. html 


--MESSAGE FILE 21254 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0098html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?c2hvb3R1bS5 6aXAbJEIJGMCOQVIGgGbKEo=?= 

Date: Tue, 15 Jul 1997 01:45:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33CA57B5.52E3B5AC@ga2.so-net.or.jp> 

References: <5q4pmtS$dql@newsl.scei.co.jp> <5q5lluSelt@newsl.scei.co.jp> <33CA5730.58 
13FBF3@ga2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.188.221 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Katsuya Higuchi wrote: 
> ¿$B$*$=$i$/!"JL$N¿ (J makefile ¢SBS$rE:IUS7SAScSCS?SsSGS7SgS&! #2 (J 


E SBILSNSHS$$&SNSOITLSP! <383qg%SSNSHSSS&OULHESM! #2 (J 
éESBS*S=SiS/!":G=iSOIL! ISNSUS! SSSkKSKSTSFS"SCS?SSS@SIST!I"3 (J 
¿SBESCfSG!"A4It; (J shortest.c ¢SBSK4*SaSAScSCS?SsSGS7SgS&! #3 (J 


Bugbear 

¿SBHu8)¿ (J ¿SB>!Li (J 

bugbear@ga2.so-net.or.jp 

--MESSAGE FILE 21254 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
98html.html 


--MESSAGE FILE 21255 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0099html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: shootem. zip=?ISO-2022-JP?B?GyRCRJAkLyRoGyhC ?= 

Date: Tue, 15 Jul 1997 02:19:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5qe93p$o019@newsl.scei.co.jp> 

References: <5q4pmt$dql@newsl.scei.co.jp> <5q5lluSelt@newsl.scei.co.jp> <33CA5730.58 
13FBF3@ga2.so-net.or.jp> <33CA57B5.52E3B5AC@ga2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.144.103 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿SB%U%)%m!<!"S"SjS,SHS&SGS9!#¿ (B 


Katsuya Higuchi <bugbear@ga2.so-net.or.jp>zSBS5SsSO=qS—-S*S75?! #2 (B 
>¢SBS*S=SiS$/!":G=iSOUL! 9SNSUS!SSSkKSKSTSFS"SCS?SsSS@S1STI!"3 (B 
>¿SBESCfSG!"A4It¿ (B shortest.c ¢SBSK4*SaSAScSCS?SsSGS7SgS&!#¢ (B 


¿SB3NS+SK!"¿ (Bshortest.c¿SBSNCfSK;¿ (B pad. hgSBSK$"S?SKSbSNSO4*S“S1SFS“*S7$?! #2 (B 
tmd.h¿SBSKS"S?SkSbSNSOFCDjJS$GS-SJSSS1SI!"S-SCSHF1S8SGS9SM!#¿ (B 


¿SB:#SO!"S3SNSW%sm%S0%Si%`2r@OS7SF¿ (B "hello, world"¿$B$H$$$&J8;z$,2sE>¿ (B 
¿$B$9$k!"¿ (BHelloWorld3D; SBsW%$sm%*0%ši%`Sr:nS$SmS&ŠHS7SFSkSHS3SGS9!#; (B 


ESBS3SSSIS1ISYSKSISNSG!"z (Bmakefile¿$B$N3X=, SOSASgS$SCSH@hS$SK$JSjS=S$S&!#¿ (B 
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LUNO radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/~dqb00718/ 
--MESSAGE FILE 21255 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000000 
99html html 


--MESSAGE FILE 21256 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0100htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCUTULcyVXJWs1VyVt JTALaSVgJE48QRsoQg==?= 
=?1SO-2022-JP?B?GyRCTGQbKEI=?= 

Date: Wed, 16 Jul 1997 18:20:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <kamon$21c519970716182023@news1.scei.co.jp> 

References: <33C42A19.6EA6@sti.softbank.co.jp> 

NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLGSGS9! #2 (B 


afujii <afujii@sti. softbank.co.jp> wrote: 


>-SBS5Ssswskswsms0%is ¢ (B"check.c"zSBSKSDSSSF!"0J2<SN<ALdS,S"S4S*S9!#¢ (B 
> 
>1. ¿S$B2hLLSNNNOhSr%SN!<%$k$, H?2<MS9Sk%"%$k%S4%S3j%:%` $, SoS+SjS%S;Šs!# (B 
> ¿$BOJ2<$N9T$G!"$A$C$F$k$H; W$&$N$G$9$, !#¿ (B 
> 
>145: /* ¢$B2#I}8~:BI8CMSN99?7¢ (B */ 
>146: if ((x = (pp->x += pp->dx) % WALL_X*2) >= WALL_X) 
>147: x = WALL_X*2 - x; 
>148: /* ¿$B=DJ}8~:BI8CM$N99?7; (B */ 
>149: if ((y = (pp->y += pp->dy) % WALL_Y*2) >= WALL_Y) 
>150: y = WALL_Y*2 - y; 
> 
> ESBSIS<S3SN7W; ;<OSG!"?'SsSITJ}8~SK%\!<SkS,H?<MS9ISKSNSOSIS<SGS8SgS&S+¢ (B 
> ¿SBSoS+Sk?MS*S7S (SFS/S@S5SS!#¿ (B 


¿SB%5%s%W%kS$SNS/S;SKSoS+SJSKS/SSS3SHSdSCSFS AS9ShSM!A!#S5% Ն 
ESBSi!"!VS3S1SGSb$+SC!* !WSCSFSSS&S/SiSS4IC1SK=q$SSFM_$7SSSGS9ShSM! #2 (B 
ESBS3SNS5%SSWSkSOS"S*SIS5SSKSTSISSI}$, SSSSSGS9!#%=!<%9S$SrC;S/= Pie aes 
¿SB%3%s%QO%SS%kSG=PSFS/Sk%3!<%SIS,>.S59S/SFB.SSSHSO8BSjS“S;SsS+Si!# (B 
¿SB:G=iSNS&ŠSASO%S9%ST!<%SISO5SSKS$;S:!"SoS+$jJSdS9$S/%SG%P%$C%0$7$dS9SSsW%sm%s0;¿ (B 
ESB%iS* $r?4$,$1S1SP>eC#$, AaS$SH;WSSS*S9! #2 (B 

http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
--MESSAGE FILE 21256 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
OOhtml.html 


--MESSAGE FILE 21257 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0101html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJTULcyVXIWs1VyVtJTALAaSVgJE4 80UxkGyhK ?= 
Date: Thu, 17 Jul 1997 02:03:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 55 

Message-ID: <33CCFEC8.D26@niftyserve.or.jp> 

References: <33C42A19.6EA6@sti.softbank.co.jp> 

NNTP-Posting-Host: 203.139.230.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 
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ESBS3SSSKSASO!"¢ (JUkrd¿SBSGS9!#¿ (J 


ԱԱ em 55 ՑՅԱ (Jcheck.c¿SBSOHs>oSKJ, $+SjFqSS%5%StwskS@SH;WSSS%¢ ( 
SBSO!#¢ 

PSS E* SKSO% (615, $SSHSJSNS+SDCNS1SJSSS1SI!"S21<%`SHS7SF3HDSS7SFSS¿ (J 
¿SBS/¿ 


է 2Sa$K$O!"IT8-$-$0$H;W$$$^$9$7! He (J 


ESBSGSbO11~!"2r@b$7S$FS_$*S9SNSG!"6=L#S, S"SISPFISsS$G$_SFS/S@S5S$!#!#z (J 


x, YESBO&SK! "FLOLSNIMS (J}SGS9SNSG!"¢ (JIxzSBSKSDSSSFS@S1CmL\S7$*S9! #2 (J 


if ((x = (pp->x += pp->dx) % WALL_X*2 ) >= WALL_X) x = WALL X*2 - x; 


¿SBLdBJSN>e5-S$N<0SO0J2<S$NShS&SKCVS$-49S (SiS1S*S9! #2 (J 


pp->x += pp->dx; /* pp->x¿SBSK¿ (Jpp->dx¿$B$r2C;;¿ (J */ 
x = pp->x % WALL_X*2; /* pp->x/ (WALL_X*2)¿$B$NM>$j$r¿ (Jx¿$B$KBeF~¿ (J 
*/ 


if( x >= WALL_X ) x = WALL_X*2 - x; /* ¿SB$b$7¿ (Ux¿$B$,¿ (UWALL X¿$BSh$jBgS-$1$15SP¿ 
(J */ 
/* WALL_X*2¿$B$+S$Si;¿ (JxzSBSr0z$S$S$?SbSNS$rz (JUx¿ $B 


SK¿ (J 
¿$BBeF~¿ (J */ 


'x'¿ŠSBS,<B:]$SKI=<($5$S1Sk!"2hLL>eS$NOLCVSH$JSjSAS9!#; (J 
(pp->x¿$B$O!"7W;;>eI, MW$H$J$KFbItOLCV!#¿ (J pp->dxzSBSO!"B.EYSKS"S?Sj5S*S9! #2 (J) 


¿SBNc$ ($P!"z (JWALL_X=2¢ $B! "B.EYg (U=1¿$BSN>19gSKEvSFSOSaSF9MS ($kSH! "4 (J 
2 SB2hLL>eSNI=< (0ՆՇՄ: (J x ¿$B$,!"¿ (Jx = 0, 1, 2, 1, 0, 1, 2, 0, 1, 2, 
éESBSNShS&$SKIQ2= Be eon ee աԱ 


¿SBS7S+S71"FbItE*SJ?tCMSGSO!"!VFbILOLCV¿ (J+—2 $BB. EY! WSNTW; ; $7$+$7$F$$$^$; SsSNSG1" 2 (J 
ESBHLOTL\SNTW; ;<OSGSO!"¢(J pp->x = 0, 1, 2, 3, 4, 5, 6, 7, ..-gSBSHSIS5S*S9! #2 (J 


¢SBH29TL\SN7W; : <OSO!"!Vz (Jx = ¢SBFbItOLCV; (J/4zSBSNM>$j!WSISNSG!I" (J 

x = 0, 1, 2, 3, 0, 1, 2, 3, 0, 1, 2, 3, ...-éSBSHSSS&7k2LS, F@SiS1S*S9! #2 (J 
2 SBS35N; ~E@SGSNz (Ux¿ SBSNFO: n$O! "QhLLSN#2G\1} SN6h4VSr: Bot ge testes Mid J 
éESB1E&C<SKE~C#S7S?Si=V; ~SK: 8C<SKLaSkSHSSSCS?FOS—-SKSISCSFSSS“*S9! #3 (J 


¿SB:G8eSN<0SG!"!V¿ (Ux¿ SBS, ¿(J2¿$B0J>e$N>19g$0!"; (Ux¿ SBSK¿ (74-22 SBSrBeF~!WS7SFSSS$*S9! 
#¿ (J 

:SB7k2LSHŠS75F 1"; ( Մ = 0, 1, 2, 1, 0, 1, A 1, 0, 1, 2, ...ՀՏ8ՏՈՏՄՏ31"2(Մ 

¿$B:G= so E as s $9!# (J 

¿$B: a D hM)$SO!"$$%a!<%S8E*$KSO!"#29TLNSN<O0SN7k2L!"2hLLSN1&B&$K$OS_=P5$7;¿ 

¿SBS?¿ 

P l S SALERRO” ԱԱ ԱԱ Ա ԱՆԱ ԱՑ ՈԱ 


¿SBJ8>OS@S1SG@bL@S7SFSSSkSNSG!"SbS$7!"S+S(SCSF:.Mp$5$;$?$1%9%$%%%;%s!#¿ (J 
¿$B!J:, K\E*$K; d$, 4*0cSSS7SFS$?Si!"S5SSiSK8fLHSISSSS!#! Ke (J 


krd (Yousuke Kuroda) 

CQD00245@niftyserve.or.jp 
--MESSAGE FILE 21257 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
Olhtml html 


--MESSAGE FILE 21258 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0102htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1SO-2022-JP?B?GyRCSUEyaCVpJSQ1ViVpJWo0WDc4JUE4 80RsoQg==?= 
=?1SO-2022-JP?B?GyRCTGQbKEI=?= 

Date: Fri, 18 Jul 1997 05:15:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19970718051523bo0wy@t3.rim.or.jp> 
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References: <33C30DD0.4951@sti.softbank.co.jp> <5q24ds$aj2@newsl.scei.co.jp> <199 
70710174454bo0wy@t3.rim.or.jp> <01bc8d37$aa2b1880S5810dbca@default> 
NNTP-Posting-Host: 202.247.160.31 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


"Sugihara Yoshimi" <BZA05315@niftyserve.or.jp>zSBS5$s$O=q$-S*S7S?!#¢ (B 
>¢SBHCHP HU! &HGHP HU: (B 
>i SBAVSNSQ%1%SCSHSHSOO [STS 5S*S9!#!T2r@bSNJT} SKSbS=SNShS&SK5—:\S5S1SF3 (B 


£$B!!$4;XE&S"S4S, SHSES4S6SS$$%S9!#3NS+SKS=SNDLS 4$GS$7$?2 (B(*%; ESB! #¢ (B 
éSBS*S?70$N; զԱռՏԱԸ26ԷՏՄ0ԵԼ0Տ5"ՏյՏ, SHS$&$S4S6S$S$S2S7S?!#SJSkS[ST!"#3!S#3SK;¿ (B 
ESB=qSSSFS"Sk; VSH! "3F%Q31%C%HSN2r@b$, $d$C$H$D$J$, $J$^$7$?!#¿ (B 


éSB! !SI$s$+:G6a$3$SN<j$N%\%1$, B?S/SFS7S*$7$*SGS9! #=S$9TS, B-SjSISSSIS!!&! a! #2 (B 
ESBSTS&SDS"S IS, SHSESASOSSS*S7$2 1 #e (B 


¿SB!!FbF#!!10<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

--MESSAGE FILE 21258 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
O2html html 


--MESSAGE FILE 21259 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0103htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJTULcyVXIWs1VyVtJTALAaSVgJE4 80RsoSg==?= 
=?iso-2022-4p?B?GyRCTGQbKEo=?= 

Date: Fri, 18 Jul 1997 14:44:27 +0900 

Organization: softbank(MS info) 

Lines: 33 

Message-ID: <33CF02BB.1794@sti.softbank.co.jp> 

References: <33C42A19.6EA6@sti.softbank.co.jp> <kamon$21c519970716182023@news1.scei. 

co. jp> 

Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Taro Kamon wrote: 
ESBS3SSSKSASO! "2CLgSGS9! #2 (J 


afujii <afujii@sti. softbank. ՀԱԱ» wrote: 
>ESBS5SSsSwskswsms0%is ¢ (J"check.c"zSBSKSDSSSF!"0J2<SN<ALdS,S"S$5S*S9! #2 (J 


¿SB$JS<$3$N7W;;<0$G!"?'$s$JJ)8-SK%N!<%k$, H?<M$9Sk$N$OSJ$<SGS8$gS&S+¿ (J 
¿SBSoS+Sk?MS*S7S (,SFS/S@0@S5SS!#¿ (J 


> 

>1. gSB2hLLSNNNOHSr%\!<%Sk$,H?<MS9SkKS"Sk%4%3 55:3 S,SOS+S5S*S;Ssl#e (J 

> ¢$B0J2<SN9TSG!"SdSCSFSkS$H; WSESNSGS9S, 18 (J 

> 

>145: /* ¢$B2#I}8~:BI8CMSN99?7¢ (J */ 

>146: if ((x = (pp->x += pp->dx) % WALL_X*2) >= WALL X) 
>147: x = WALL_X*2 - x; 

>148: /* ¿$B=DJ}8~:BI8CM$N99?7; (J */ 

>149: if ((y = (pp->y ՀՀ pp->dy) % WALL_Y*2) >= WALL_Y) 
>150: y = WALL_Y*2 - y; 

> 

> 

> 


ESBS5SSSWSKSNS/S; SKSOS+S JSKS/SSS3SHSASCSFS*SOSHSM!A!#% ope enna as 
ESBSi!"!VS$3S1SGSb$+SC!* !WSCSFSS$S&S/SiSS4IC1$K=qS$SFM_S7S$SGS9SHSM! #2 (J 
ESBS3SNZ5SSSWSkSOS"S*SI5SSSKS7TSISSI}$, SSS$SSGS9!#%=!<%9SrC;S/=qSSSFSb!"¿ (J 
ESBS3%8S3Q0%SSkSG=PSFS/$k%3!<SIS,>.$5$/SFB.SSSHSO8BSj$*S;SsS+Sil#e (J 
¿SB:G=iSNS&SASO%9%T!<%ISOS5SSKS;S:¿ (JA;¿$SBSoS+$j$Sd$9$/%G%P%C%0$7$d$9$$S%W%m%0¿ (J 
¿$B%i%`$r?4$,$1$1$P>eC#$,Aa$$$H;W$$$^$9!#¿ (J 


VVVVVVVVVVVVVV O N MNM VV VV VV VV 


Net Yaroze newsgroups message dump.txt Page 14250 


> http://www.age.ne.jp/x/kamon/ 
> kamon@mail.web-hyogo.or.jp 
> Taro Kamon 


2 SBB> 2MSN3W3m303i3° oe SNSDBGJOSGS9SHSM! #2 (J 

ESBS"SI5S, SHSES4SESSS*S7S2¢ 

--MESSAGE FILE 21259 END: Helps hese TONDO NOs sasha SEARS TOR OOO! 
O3html.html 


--MESSAGE FILE 21260 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0104htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: afujii <afujii@sti.softbank.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJTULcyVXIWs1VyVtJTALAaSVgJE4 8QUxkGyhK ?= 

Date: Fri, 18 Jul 1997 14:44:50 +0900 

Organization: softbank(MS info) 

Lines: 56 

Message-ID: <33CF02D2.1CEC@sti.softbank.co.jp> 

References: <33C42A19.6EA6@sti.softbank.co.jp> <33CCFEC8.D26@niftyserve.or.jp> 
Reply-To: afujii@sti.softbank.co.jp 

NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


krd wrote: 


¿SBS3SsSKSASO!"¿ (JIkrdgSBSG$9! #2 (J 


¿ $B; ag ee (Jcheck.czSBSOHs>oSKJ, $+SjFQSS$%5%SsSwekS@SH;WSSS%3 (J 
B59! #; 
ՆԱՆԱ եար E* SKSO% (615 SSSHSTJSNS+SDCNSISISSSIST!"S2!<%* SHSTSF3HDSS7SFSS¢ (J 
¿SBS/¿ (J 


ESBS ?Sa$K$O!"IT8~S$-S@SH;WS$S*SosT!#e (Մ 
ESBSGSbO11~!"2r@bS7S$FS_$*S9SNSG!"6=L#S$, S"SISPFISsS$GS$_SFS/S@S5SS!#!l#e (J 


x, YESBO&SK! "FLOLSNIMS (J}SGS9SNSG!"¢ (JIxzSBSKSDSSSFS@S1CmL\$S7$*S9! #2 (J 


if ((x = (pp->x += pp->dx) % WALL_X*2 ) >= WALL_X) x = WALL_X*2 - x; 


éESBLABISN>e5—-SN<0S00I2<SNShHS&SKCVS—495S (SiS1S*S9! #2 (Մ 


pp->x += pp->dx; /* pp->x¿SBSK¿ (Upp->dx¿SBSr2C;;¿ (J */ 
x = pp->x % WALL_X*2; /* pp->x/ (WALL_X*2)¿$B$NM>$j$r¿ (Jx¿$B$KBeF~¿ 


* / 
if( x >= WALL_X ) x = WALL_X*2 - x; /* ¿SB$b$7¿ (Jx¿$B$, 2 (JWALL_X;$B$h$4jBg$-$1$1$ 
(J 
/* WALL_X*2;S$BS$+S$i¢ (Jxz$BSr0z$$S$?SbSNSr¢ (Jx¿ 


éESBBeF~e (J */ 


'x':SBS,<B:]$SKI=<($5$1Sk!"2hLL>eSNOLCVSHSJIS4S*°S9! #2 (J 
(pp->xzéSBSO!"7W; ;>el,MWSHSISKFbItOLCV! #2 (J pp->dxzSBSO!"B.EYSKS"S$?S4S*°S9! #2 (J) 


¿SBNc$ ($P!"z (JWALL_X=22SB!"B.EY2 (J=1; ¿SBSN>19g5KEvS$FSOSaSF9MS ( (Sk$H!"¿ (J 
2 SB2hLL>eSNI=< (0ՆՇՄ: (J x ¿$B$,!"¿ (Jx = 0, 1, 2, 1, 0, 1, 2, 0, 1, ar 
éSBSNShS&$KIQ2= $951SP ! "2hLL>eSGIISKD7SMIVSKShS&SKFO: n$7$= ՏԵՏԸՏ918: (J 


2 SBS7$+$7! "FbItE*SI?tCMSGSO! "!VFbItOLCV; (J+=2$BB.EY!WSN7W; ; S7S+S7SFS$$%S; SsSNSG!"z 


J 
ESBHELOTL\SN7W; : ՀՕՏՇՏՕԼ" 2 (J pp->x = 0, 1, 2, 3, 4, 5, 6, 7, ...gSBSHSISJS*S9! #2 (J 


¢SBH29TL\SN7W; : <OSO!"!Vz (Jx = ¢SBFbItOLCV;g (J/4z;SBSNM>$j!WSISNSG!I" (J 
x = 0, 1, 2, 3, 0, 1, 2, 3, 0, 1, 2, 3, ....¿SBSHSSS&7k2LS,F@0SiS1S%S9!# (J 
2 SBS35N; ~E@SGSNz (Ux¿ SBSNFO: n$O! "QhLLSN#2G\1} SN6h4VSr: 8$+$i1&$KF0$-!"¢ ( 1 
éESBL&EC<SKE~C#S7S?Si=V; ~SK: 8C<SKLaSkSHSSSCS$?FOS-SKSJ¢ (IAZSBSFSSS“*S9! #3 (J 


VVVVVVVVARVV VV VV VV VV eV TOV VAR VV V VV VV VV VV VV VV VV VV 
oO 


¿SB:G8eSN<0SG!"!V¿ (JUx¿ SBS, ¢ (JU2¿SB0J>eSN>19g$O!"¿ (Jx SBSK¿ (J4-xz7 SBSrBeF~!WS7SFSSS%*S$ 


Net Yaroze newsgroups message dump.txt Page 1426 


NNTP-Posting-Host: 289.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Oh yeah, I forgot one thing... The poor-man's method for playing pal 
games. 
If you can't get hands on a "JAM!!" or a Multi-format TV, then you can 


adjust the VSync on your TV to make the PAL signal more stable. Not 
all TV's (Especially newer ones) have a VSync Adjustment Knob, and if 
yours does then consider yourself lucky. Just adjust the VSync until 
the image stops jumping around and you are all set. One drawback 
though - the image is in greyscale. :/ Oh well. At least you can see 
and play the game. 


Have fun! 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
--MESSAGE FILE 2243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00946 


—-MESSAGE FILE 2244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000947 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ 

Date: Mon, 18 May 1998 22:54:39 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <3560bc23.34983674@news.scea.sony.com> 

References: <1d959mx.9118dq17fr314N@al-—88-130.al.nl> 
NNTP-Posting-Host: client-151-198-130-167.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 
Done. 


-Matt 


--MESSAGE FILE 2244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00947 


--MESSAGE FILE 2245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000948 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PAL -> NTSC? 

Date: 19 May 1998 15:33:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6js8ot$4p3@chuka.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35609566.307AC@netmagic.net 
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9!#; (J 

> ¿SB7k2LSH575F 1"; ( gx = 05, Ay 22, Ly Oy iy a 1, 0, 1, 2, ...¿S$BSHSJSj!"¿ (J 

> ¢$B:G= Gopal o ss ses ee $9!# (J 

> ¿$B: ae hM}SO!"%S$%a!<%8E*SKSO!"#29TL\SN<OSN7K2L! "2HLLSN1&BESKSOS_=P$7¢ 
> ESBS? 

> S ` ¿upan amapas Գար ԱՆ Ն ՄԱՐԱՑ E 
> 

> ~SBI8>OS@S1SGRDLESTSFSSSKSNSG!"Sb$7!"$+$ (SCSF: .Mp$5$;$?$i%9%$%S%%S; 3s! #2 (J 

> ¢SB!5:,K\E*SK;d$,4*0cSSS7SFS?Si!"S5SiSK8fLHSIS5SSS!#!Kz (J 

> -- 

> 

> krd (Yousuke Kuroda) 

> CQD00245@niftyserve.or.jp 


¿SBS"SjS,SHS&S4S6SSS“S7S?!#¿ (J 

¿$B$9$4$/; 29M$K$I$J$^$7$?!# (J 

--MESSAGE FILE 21260 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
O04html.html 


--MESSAGE FILE 21261 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0105htm1l.html 


Path: 
From: 


chuka.playstation.co.uk!news1.scei.co.jp!usenet 
afujii <afujii@sti.softbank.co.jp> 


Newsgroups: playstation.ny.program.beginner 
Subject: Re: =?iso-2022-jp?B?GyRCUTULcyVXIJWs1VyVtJTALaSVgJE4 80UxkGyhK?= 


Date: 


Fri, 18 Jul 1997 15:11:58 +0900 


Organization: softbank(MS info) 


Lines: 


13 


Message-ID: <33CF092E.6E9A@sti.softbank.co.jp> 
References: <33C42A19.6EA6@sti.softbank.co.jp> <33CCFEC8.D26@niftyserve.or.jp> 


Reply- 


To: afujii@sti.softbank.co.jp 


NNTP-Posting-Host: 133.217.9.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


E$BS?SS$?SS%9%_%*S;Ss!#z2 (J 


¿SBSbS&01$DS@S165S (SF$/S@S5%$%!#¿ (J 


->x 5 WALL X*2; /* pp->x/ (WALL_X*2)¿$B$NM>$j$r; (Jx¿$B$KBeF~;, 
pp 


x >= WALL X ) x = WALL X*2 - x; /* ¿$B$b$7; (Jx¿$B$,¿ (UWALL X¿SBSh$SjBg$-$1515 


/* WALL_X*2;SBS$+S$i¢ (Jx¿$B$r0z$$$?$b$N$r¿ (Jx¿ 


2 (J 
BeF<¿ (J */ 


¿SB$JS<SoS6SoS6#2GN¿ (U (WALL X * 2)¿SBS9SkS$SNSGS7SgS&S+!)¿ (J 
--MESSAGE FILE 21261 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
O5html.html 


--MESSAGE FILE 21262 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0106htm1. html 


Path: 
From: 


chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
"=?ISO-2022-JP ?B?GyRCTG44f£UduPVMbKEo=?=" <fwhj1291@mb.infoweb.or.jp> 


Newsgroups: playstation.ny.program.beginner 
Subject: =?1S0O-2022-JP?B?GyRCRkIBMyEiJTIM1lcyVRJSQlaz1lOTWgkSiQvJEokaiReJDckPyEjGyhK?= 


Date: 


24 Jul 1997 05:22:45 GMT 


Organization: PlayStation Net Yarouze 


Lines: 


24 


Message-ID: <0Olbc97f0Sabc08f40SLocalHost@fwhj1291.infoweb.or.jp> 
NNTP-Posting-Host: 202.219.145.137 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


X-New 


sreader: Microsoft Internet News 4.70.1161 


Net Ya 


¿$B!! 
éSB!!3 
¢SBFMA 
¿SB%S3%S 
¿SB!!S 
\PSXz $ 
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:#2s=i$a$F<ALd$5$; SFD:$—-S$*S9!"Ln8}SH?=S7S*S9! #2 (J 


8Տ՞ՏՇ | "05»օՕՏԵՏՏՏՏՏԱՏԵՏԱՏՈՏ0519` $, 83%S%Q%$ SkK=PMhS 24D 6— ԱՆ 

3!"!V¿ (Umake .exe: Nothing to be done for *‘all'.¢SB!WSH%(%i!<S,=PSF3; (J 
S%3Q%3SSk=PMhSIS/SISJS*STS? #2 (J 

ISKS+=EMWSJ%U%S!3S% ee o=|$7$?3P$ (Sb$"$4$*S;$s!#:0=|S7S2SHSSS (SP 
B>eSN<+J, $G:n$C$?%US) SkS@Sr: o= |$7879/ 319886! "$= Rag cee S DG 


¿ SB=EMWS$ J%US!%$%kS,4*S* $1$P$$$7SHS0; WS (5-՞ՏչՏՏ | 8. (J 


¿SB!!860x$,SoS+SiSJSSSNSG!";EJ)SJS/?7S7S/¿ (ICESBSISis$sV$Kz (J \PlayStation ¿SŠBSHSSS& 
; (J 

ՏՏ) Sk S@Sr:nSCSF! "$=$N>e$K?7$7$$4D6-— Sr:nSCSF!I":FSASCS1SsS8Sr;n$_S*S7S?! #3 (J 
C:\PlayStasion\PSX\SAMPLE\CHECK>make 


gcc -Օ 
¿SB!V¿ 
¿SBS (% 
SAKAGU 
9!#¿ (J 
¿$B!!%$ 
¿SBSF¿ (J 
¿SBS Տ 


¿$B115 
¿$B11: 
¿SBSGS 


——MESS 
O6html 


1 -g -c main.c -o main.o 

(JFatal! cannot open swap file c:\PlayStasion\tmp\pg1d72AA.AAA¿$B!W¿ (J 
i!<$,=P$^$9!#¿ (J 

CHI¿$B$5$s$N¿ (JFAQ; $B$r8+$^$7$?$, !"$b$A$m$s!"¿ (J\tmpé $B%U%) 3k S@SO:n$CSFS"S$4S*S 


9%? 1<SHS"SCSWS, SSST! T@VK\ !KSN%; %C%H%"%C%WŚN9`$r$_$F2?2s$+%$%s%9%H!<%k$7; 
?SNSGS9S, !">I>uSOJQSo$4$*S;Ss!#ze (J 

J$K$,860x$G$7$g$&$+!)¿ (J 

G0- 813911 (Windows $52 SBS r%$%s%9SH!<SkS7D>S5SSIS1S1SPSSS1SISSSNz (J 
7$g$&$+!) 


AGE FILE 21262 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
.html 


--MESSAGE FILE 21263 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0107html.html 


Path: 
From: 
Newsgr 
Subjec 


Date: 
Organi 
Lines: 
Messag 
Refere 
NNTP-P 
Mime-V 
Conten 
X-Post 


playst 
<01bc9 

1997/ 
$-$*$7 


>¢SBFMA3!"!Vz (Bmake.exe: Nothing to be done for *‘all'.¢SB!WSH%(%i!<S,=PSF; (B 


>¿SBS3 


¿SBS S: 
258535 
ESBS"$ 
258170 


make ¢ 


¿SBI,MWSJSWSm%0%i%`$Q@S1%$3%s%sO%ŠSk!&%j%s%/S$7S-S9!#;¿ (1 


éSBSd$ 
ESBS=! 
éSBA02 
¿SB:FS 
ՀՏ8Տ35 


eee 
¿SB ( 
¿SBJQ9 


chuka.playstation.co.uk!news1.scei.co.jp!usenet 

redbug@donk.ne.jp (RedBug) 

oups: playstation.ny.program.beginner 

t: Re: =?1SO-2022-JP?B?GyRCRk1IBMyEiJTM1cyVRJSQlaz1lOTWgkShsoQg==?= 
=?1S0-2022-JP ?B?GyRCJC8kSiRqJF 4kNyQ/ ISMbKEI=?= 

Thu, 24 Jul 1997 15:04:03 +0900 

zation: PlayStation Net Yarouze 
51 

e-ID: <redbug$ff8d19970724150403@news1.scei.co.jp> 

nces: <0Olbc97£0Sabc08f40$LocalHost@fwhj1291.infoweb.or.jp> 

osting-Host: 133.130.133.44 

ersion: 1.0 

t-Type: Text/Plain; charset=ISO-2022-JP 

ing-Software: WSNews 2.017 (UNREGISTERED) 


ation.ny.program.beginner ¿SBSN; (B 

7f£O0šSabc08f40šSLocalHost@fwhj129l.infoweb.or.jp>¿SBSKS*SSSF¿ (B 
07/24/ 05:22 :Տ58:" 1": (B"¿SBLn8)Gn=S¿ (8" <fwhj1291@mb.infoweb.or.jp>¿$B$5$s$0=q 
$?!# (B 


%s%Q%$%k=PMh$JS$/SJ$3jSA$S7S?!#¿ (B 


'"; (Bmake ¢SBSKSDSSSFSASgSCSH@bDLES7S*S9! #2 (B 
see is ea m%0%i%> SN! "S=!<$9SUS ! S3S3kSKSDSSSF!"z (B 
i$+$8$a0MB84X78$r5-=R$7!"%U%!%$%k$KJ]B8$7$^$9!#; (B 
1HLE*$K$0z (B Makefile ;$BSH$$$&%U%! %S%kL>$G$9!Kz (B 


$B%W%m%0%i%` SO! "S3SNOMB84X78SrGD0.$7$?>eSG!"¢ (B 


pa 


AS3S7SS@bLESOSOSVS—-S*S9S, !"#l2s%S$3%s%$O%$S%kS7$?8eSG:; (B 

<%$9%SU%S!%$SSkS$SNOlIt$r=$@5$S7SF!":FEY%3%s%QO%$%kSŠ9SkSH!" (B 
s$+$iJQ99$5$1$?ItJ, $*Sh$S!"S=S3SK4XO"S9SkItJ, $N$_$, ¿(B 
3%S%QSŚ%kŠNBP>] SHSUSKSNSGS9! #3 (B 
1SKShSCSF=$@5; ~SN<j4V$, BgI}$K>J$1$*°S$9! #2 (B 


(Bmake.exe: Nothing to be done for ‘all'.¢SB!WSHSSS&%aSC%; !<%8SO!" (B 
Տ11ՀՏՇՏԵՏՄՏտտՇՏԵԼՑՏ/ |լ "Տ-ՏԱՏՈԱՏՈՏ0515`ՏՕՃ0255355505ՏՏԵՏՏՏԼ1ՏԲ079 աբ 
9S,L5$+SCS?S$?SaSK!"S33SSQSSSkKS=SNSDSNS, 9TSoS1SJS+SCS?!JS9Sk¿ (B 
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éSBI,MWS,L5$+S$C$?!KS3SHSr< ($9SaSC%; !<S8STSNSGS9! #2 (B 


éESB5USK! "=S@5Sr$7S$?SKSb$+$+S$0S$iS$ :$3$N%a%C%; !<%38S,=PS?>19gSO! "3 (B 
Makefile :;SBSN5-=RS, 4VOcSCSFSS$S$k2DG=@-$, Bg$-SSSGS$9!#¢ (B 


ՀէՏՔ 186025, $o$+SiSJISSSN$G!";EI}$I$/27$7$/¢ (BCe $B%I%i%$V$K: (B \PlayStation ¿$B$H$$$ 
&¿ (B 

>¢$BSUS) SkS@Sr:nSCSF!"S=SN>eSK?7S7SS4D6-Sr:nSCSF!I":FSASCS1SsS8Srj;nS_S*S7S?! #2 (B 
>C:\PlayStasion\PSX\SAMPLE\CHECK>make 

>gcc -01 -ց -c main.c -o main.o 

>¿$B!V¿ (BFatal! cannot open swap file c:\PlayStasion\tmp\pg1d72AA.AAA;SB!W2 (B 


>¿$B3(%i!<$, =P$^$9!#; (B 


ESBSISOSCEWSUS!SSEKS, S*!<SWSSSGS-SISSSCSF; ` ¿4 ee 
ESBS0! <S1SGS#%9%/SN6uUS—-MFNLS, B-SjSISSSHS$+!) 2 (B 


>SAKAGUCHI; SBS5S$sSNz (BFAQ; $B$r8+$^$7$?$, !"SbSASmSs!"z (B\tmp,$BSU%) $kS@SO:nSCSFS"S5S% 
S9!# (B 

c:Ntmp ¿SBSGSOL5SSSGS9ShSM!)¿ (B 

¿SBS3SN>19g$O¿ (B c:\PlayStasion\tmp\pg1d72AA.AAA ¿SBSHSSS&%SUS!SSS oe ee 

2 SBS ( ՆԱՅՆ S$9OS+Si!"SUS!SSSkS, :nS1SJSSS[SISG%#%9%S/S,B-SjJjJSJSSS+!"¿ ( 

ՀՏՏՏ-ՏԱՏՍՏ) 5250: (B(c:\PlayStasion\tmp) ¢$B$,B8:_S7SJIS$S$+!&!&!&z (B 

n CeNSTSAS1 Ga SG005 5 թել 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 


--MESSAGE FILE 21263 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
O7html.html 


--MESSAGE FILE 21264 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0108htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1SO-2022-JP?B?GyRCTG44fUduPVMbKEo=?=" <fwhj1291@mb.infoweb.or.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IBsSkOkZNOQTMhIiUzZJXM1LUSUKJWs 9UE1LOJEokLyRKJGokXiQ3JUD8bKEo 
=?= 


=?1SO-2022-JP?B?GyRCISMbKEoO=?= 
Date: 24 Jul 1997 08:12:39 GMT 
Organization: PlayStation Net Yarouze 
Lines: 72 
Message-ID: <01bc9808$73050380SLocalHost@fwhj1291.infoweb.or.jp> 
References: <Olbc97f0Sabc08f40SLocalHost@fwhj1291.infoweb.or.jp> <redbug$ff8d1997072 
4150403@news1.scei.co.jp> 
NNTP-Posting-Host: 202.219.145.137 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


RedBug{$BMM! "SO$8Sa$*$7$F!#@5D>!"$3$s$ISKAa$/Ez$ (SF$$SS?$S@S1SkSHSO!"¿(J 
¿i $B; W$o$I$+$C$?$N$G!"6C$-$^$7$?! #2 (J 


RedBug¢ SBMMSN8@SoOS1SkSHS*S$4!"¢3 (Jmain. a 5 ԱՅՈ SF%3%Ss%Q%SŠSk¿ (J 
¿SBS95SkSH!"@5S>oSK<B9T% US! SSSkSr:n$kS3SHS$,=PMhS$*S$7S?!#¢2 (J 
¿ $B; dSN%_%9SNShHS&SIJ<ALASKEZS (SFD:SSSFM-SjFqS&S4S6SSS*°S7S?! #2 (J 


>¢SBFMA3!"!Vz (Jmake.exe: Nothing to be done for *all'.:SB!WSH%(%i!<S,=PSF3; (J 
>2 $B%3%s%Q%$%k=PMh$J$/$J$J$^$7$?!#¿ (J 


ESBS*S$:!"z (Jmake See 5 ԱԱ աան n Gun S9!#¿ (J 
Op s Յի sm% ԱԱ eee 
2SBS"S$i$+$8$a0MB84X78Sr5-=R$7 ! "SUS! SSSkSKI]BES7S$*S$9! #3 (J 
2$B!JOLHLE*S$K$Oz (J Makefile ¿$B$H$$$&%U%!%$%kL>ŠG$9!K¿ (J 


make ¢SB%wsm%0%i%* SO! "S3SNOMB84X78SrGD0.$7$?>eSG!"2 (J 
ESBI,MWSISWSmMS0%Si%* SQ@S1S3SSSQOSSSKIESISSE/STS*SI! #3 (J 


ZSBSASAS3$7$$@DLESOSOSV$-S$*SIS, 1"#12s%*$3%s%*O0%$%kS7S?8eSG¿ (J 
¿S$SB%=!<%9%U%!%S%SkSNOlIt$r=$@5$7SF!":FEY%3%Ss%Q%S%SkS$S9$kSH!"¿ (J 


VVVVVVVVVVV VV 
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> ¿SBA02sS+SiJQ99S5S1S?ItJ,S*ShSS!"S= Ce p T 8 
> 2SB:F%33s%OSSSkSNBP>] SHSISKSNSGS9! #3 (J 
> ¿$B$3$1I$K$h$C$F=$@05;~$N<J4V$,BgI}$K>J$1$^$9!#¿ (J 


Make¿ S$BSNUJXMxS$J=jSISsSGS9SM! #¢ (J 


E tac exe: Nothing to be done for ‘all'.¢SB!WSHSSS&%Sa%SC%; |ՀՇՅՏՕ)" 2 (J 
¿SB%S (21|ՀՏՇՏԵՏՄՏտՏՇՏԵԼ5Տ/ | "Տ-ՏԱՏԱՏՈՏՕԶ19` SOAN2SS3SSSOQOSSSKS5SISFOII_ a 
éS$BIQ99S,L5$+SC$?S$?SaSK!"S3SSSQSSSKS=SNSDSNS, 9TSoS1$JS+S$CS?!JS9Sk¿ (J 
¿SBI,MW$, L5$S+S$CS?!K$3SHSr<(S$S9%SaSC%; !<%8$JS$SNSGS9!#; (J 


Makefile ¿S$B$N5-=R$, 4V0c$C$SF$S$SSk2DG=@-$,Bg$-$$S$GS$9!#;¿ (J 


> 

> 

> 

> 

> 

> ¿SBS5USK!"=S$@5SrS7S?SKSbS+S+SoSiS:S3SNSsa%SC%;!<%8$,=P$?>19g$O!"¿ (J 
> 

> 

> 

> >¿$B!!860x$,$o$+$i$J$$$ŠN$G!"; EJ}$J$/?7$7$/¿ (UC¿$SB%SISi%SSSVSK¿ (J NPlayStation ¿$B$H$ 
ՏՏԵՀ(Մ 

>¢SB%US) $kS@Sr:nSCSF!"S=SN>eSK?7S7SS4D6-Sr:nSCSF!I":FSASCSLSSSB8Sr;nS_S*S7S?! #2 (J 

> >C:\PlayStasion\PSX\SAMPLE\CHECK>make 

> >gcc -ՕԼ -g -c main.c -o main.o 

> >¿$B!V¿ (JFatal! cannot open swap file c:\PlayStasion\tmp\pg1l1d72AA.AAA¿ $B!W¿ (J 
> >¿$B%(%i!<$,=P$^Ş$Ş9!#¿ (J 
> 
> 
> 


ESBS ISOSCZWSUS ! $ k$, B* 1 <BWSSSGS-SISSSCSF; Cao 
¿SB%O!<%I1%G%#%9%/SN6uS-MFNLS,B-S$jJ$SJSSSHS+!) 


¿SB%SO!<%SISGS#%9%/SN6uS$S-MFPNL#5#O0#MSPSSSH!&!&!&¿ (J 
¿SBF1$S86uS-MFNLS$GSUS)%k%S@S$rJOS ($?S@S1SG6%3%s%SQSS Sk=PMhSISSSHSSSESNSO?E (J 
s ann ՍԱՄ 


> 

> 

>SAKAGUCHI; SBS5SsSNz (JFAQ: $B$r8+$^$7$?$, !"SbSASmSs!"z (JNtmp¿$B%SUS)%Sk%$@S$SO:n$CS$SFS$"S3jS$ 
S9!#¿ (J 

> c: ene ESBSGSOL5SSSGS9ShHSM!) ¢ (J 

> ¢~SB$3SN>19g$0; (J c: To o ee ae: AAA ¢SBSHS$$&%U%S!SSSkSr3+S3S&SHS7SEz ( 
J 

> ¢£SBS ( ԱՆԸ են S9S+Si!"SUS!SSSkS, :n$1SJSSS[SISG%#%9%S/S,B-S3jSJSSS+!" (J 

> ¿S$SB$=S$SN%U%S)%k%SQ@¿(J(c:NPlayStasionNtmp)¿$B$,B8:_ $7$JSSS+!&!&!&¿ (J 

> Berney Sones ass n sonsos) 

> 

> anions oa 


>Net Yarouze! Beginner's Forum Leader 
>RedBug redbug@fsinet.or.jp 

> beginners@FL.scei.co.jp 

> 

RedBug¢ BMM! "M-$jFq$&$4$6$$$^$7$?!# (J 


E-Mail: fwhj31291@mb.infoweb.ne.jp 
éSBLn8}!!Gn=S;¢ (J(Hirotoshi Noguchi) 


--MESSAGE FILE 21264 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
O8html.html 


--MESSAGE FILE 21265 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0109htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?GyRCTXIkTiRoJCYkSiUoJWkhPBsoSg==?= 

Date: 5 Aug 1997 07:31:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <01bca171$51886180SLocalHost@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 203.139.8.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


Net Yaroze newsgroups message dump.txt Page 14255 
X-Newsreader: Microsoft Internet News 4.70.1161 
ESBS3SsSKSASO! #? 9EDSHSSS&SHSNSGS9! #2 (J 


¢ SBSASCSHSWSmMS0SiS* SrSOS8SaSk5SSKSISCSF! "S5SsSWSkSrSSSBSCSF8+S*S7$2¢ 
ESB! #2 (J 

O O opp S KO ԱԱ ԱԵՈՐ s s ՈՆՆ 
a $7$?!#2 (J 

¿$B (Si! <$, =PSkSNSO9=SOSTSSSNSGS9S, 1 "3 (Si! <% sid ԱԱ ԱՂԱ 
ԵՏՔՏՕՏ -ՔՏԲ»ՇՏ (SFS7S*S&SNS,!"SHSFSb: ES S9!#¿ (J 

¢ SBEgG#c#CSNS* SWS 7SqGSS$G!"SaSC%; !<%8$r%U%S!%$$%k$ŠK=PNO$SG$-$k$HJ9$$$2?$N¿ (J 
Հ5856595, !"¿ (J 

¿SBSIS&SdS1SPSSSSSNS+!"65S (SFS/S@S5SS!#¿ (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

--MESSAGE FILE 21265 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
O9html.html 


--MESSAGE FILE 21266 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0110htm1l. html 

Path: chuka. playstation. co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1ISO-2022-JP?B?GyRCTXIkTiROoJCYkSiUOJUWkhPBsoQg==?= 

Date: Tue, 05 Aug 1997 16:32:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 48 

Message-ID: <redbug$ff8d19970805163204@news1.scei.co.jp> 

References: <01bca1l71$51886180SLocalHost@gateway2000.nsl1.sphere.ad.jp> 
NNTP-Posting-Host: 133.130.133.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.beginner ¿$B$N¿ (B 
<01bcal71S51886180SLocalHost@gateway2000.nsl.sphere.ad.jp>¿SBSKS*SSSF¿ (B 


1997/08/05/ 07:31 ¿$B:"!" (B"o-mikita" <o-mikita@po.tama.or. jp>z$BS5$s$O=q$-$*S7$?! 
#2 (B 
>: SBS3SsSKSASO! #? 9EDSHSS$$&SDSNSGS9! #2 (B 


ESBS3SsS$KSASO! #2 (B 


>¿$B$= ԱԱ ՍԱՈՒՆԱ Ա ԿԳԱ AR Si!<SK8+Iq$oz (B 
>i $B$1$^$7$?!#¿ (B 
>¿ $B% (%i!<$, =P$k$N$O9=$0$J$$$NŠG$9$, !"%(%i!<% are aa ere 
>¿SBSOS_=PSF>CS (SFS7$*S&SNS, !"SHSFSb:$SCSFS*S9! #2 (B 
>ESBIGHtCHCSNS* SWS 7SQGSSSG!"SaSC%; !<S8SrSUS! SSSkSK=PNOSGS-SkSHI9OSSS?SN; (B 
>¢SBSG$9$,!"3 (B 
>ESBSIS&Sd$1$PSSSSSN$+!"655S (SFS/S@S5$$! #2 (B 


GCC zSBSN%*SWS7%g%SSKSDSSSFSO3PS ( Se a (B 
DOS; SBA4HLSK; HS (SkJ}K! Sr! "#2SDS [SI! #2 (B 


¢SBS=SN#1!'3 (B 

¿$B2?$+$N%3%^%s%I$r<B9T$7$F!"$=$N7k2L$, 2HLLSK=PNOS5$1SkS$3SHSO3z (B 
¿SB$h$/$"$J$^$9! #2 (B 
é$BS3$N!"!V2hLLSK=PNO! WSN=PNOG@hS$rB>$KJQS (SFSd$k; v$, =PMh$^$9!#¿ (B 


¿SB%SU%!%$S*SskSK=PNOS7S?SS>19gSO!"¿ (B 
¿SBS ԱՆ ՏՐ (B ¿$B!V¿ (B> FILENAME; SB! WSHSDS1SF2<S5SS!#¢ (B 
¿SŠBNc$ (SP 


gcc test.c — ERROR. TXT 


ԱՆՆ, 5 (BERROR.TXT ¢SBSKz (BGCCZSBSN=PNO$7$?% (Si! <%a%C%; !<%38S=SNB>S$,¢ (B 
¿SBJ]B8S5S1S2S9!#¿ (B 


¿SBS3SNShS&SJ5!G=S$r!V%j)%@%S%1%/%SH!WSH$SSSSS*S9!JB?2J, !&!&!&!K¿ (B 
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¿SBS=SN#2!'¿ (B 
¿SB2hLLSK=PNOS5S1S?%a%C%;!<%85,B?S9S.SFN.S1SFS7S“S&>19g!"¿ (B 

¿SBS ` ՐԾ (B ¿$B!V¿ (B| MORE¿SB!WSH$SDS1SkJ)K!$b$"$3$2S9!#; (B 
ESBNc$ ($Pz 

gcc test.c F MORE 


¿E SBSHSdSkSH! "2hLLSKOLEYSKI=< ($G$-$kJ, $rI=<($7$F!"; (B 
¿ $BF~NOBT$A>UBV$K$J$J$^$9!#¢¿ (B 
¿ $B$=$N8e$O0!"%-!<$r2!$7$F%Z!<%8$rAw$C$F$dA$k$h$&$J46$8$K$I$J$^$9!#; (B 


ESBSISASI$+; HSS$d$9$$T}$r;HSCSF$_SFS/S@S5$$!#z (B 
ESBSGSO! #2 (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21266 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
10html.html 


--MESSAGE FILE 21267 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0111html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOk1yJE4kaCQmJEOLKCVpITwhKEo=?= 

Date: 5 Aug 1997 15:02:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <01bcalb0$7998bbe0S58088bcb@gateway2000.ns1.sphere.ad.jp> 

References: <01bcal71$51886180SLocalHost@gateway2000.nsl.sphere.ad.jp> <redbugS$ff8dl 
9970805163204@newsl1.scei.co.jp> 

NNTP-Posting-—Host: 203.139.8.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 

> ¿$B%U%!%$%k$K= ee (J 

> 2 SBS eee ¿$B!V¿ (J> FILENAME; $SB!WSHSDS1SF2<S5S$S! Ք: (J 
> չՏՏԱՇՏ ($P¿ 

> gcc test.c - ERROR. TXT 

> 

> ¿SBSNShS&SKS95SKSHI"¿ ( (JERROR. TXT 


¿SBSK¿ (JGCCESBSN=PNO$7$?% (1! <%a%C%; !<%8S=SNB>S, ¿ (J 
> ,SBJ]B8S5$1$°$9! #3 (J 

> 
> ¿$B$3$N$h$&$J5!G=$r!V%j%@%$%1%/%H!W$H$$$$$^$9!JB?J, 18161618 (J 


ESBS 3SNShHS$&SKSASCSFS_$*S$7$2?S, !"S&S“S/9TS-S S;SSsS!# (J 
¿SB!V¿ (J > error.txt ¢SB!We (J 
éESBSNItJ, $OL5;k$5S$S1SF!"2hLLSK=PSFS-SFS7S*SSS“°S7S?!&!&!&!#e (J 


ESBS=SN#2!'"3 (J 
éSB2hLLSK=PNO$5$1$?%a%C%; !<%8$,B?$9$.$FN.$1$F$7$^$&>19g!"¿ (J 

ESBS i egg J ¿SB!V (J| MOREZSB!WSHSDS1Skd}K!S$bS"S$5S*S9! #2 (J 
éSBNc$ ($P 

gcc test.c j MORE 


¿SBSH$Sd$kSH!"2hLL$KO1EYS$SKI=< ԱՐՏԻ ՏԵՄ, $rI=<(S7SF!"3 (J 
¿ $BF~NOBT$A>UBV$K$J$J$^$9!#¿ (J 
7 SBS= SN8eSO!"%-!<Sr2!S7SFSZ!<S8SrAwSCSFSdSkShS&SJ46S8SKSIS{S*S9! #3 (J 


VVVVVVVVV 


ESBS3SASiSO#D#O#FSS+SiSN% (%i!<%a%C%; !<%8$, =P$F$-$^$7$?!#¿ (J 
¿SBS“S"S3SASiSO;HS&SDSbSjSOSJS+SCS?SNSGS9S, !&!&!&!#¿ (J 
¿SB!t$S=$Sb$=S$Sb#D#O#SS,ShS/J,S+SiSJSS¿e (J 


¿SBSFSJSoS1SGS4S6SSS2S9!#SISJS?S+=u$S1SFS/S@SS5SS!<!<!<!#¿ (J 


// 
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// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

--MESSAGE FILE 21267 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
llhtml.html 


--MESSAGE FILE 21268 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0112htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1ISO-2022-JP?B?GyRCTXIkTiRoJCYkSiUoOJWkhPBsoQg==?= 

Date: Wed, 06 Aug 1997 15:07:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <1997080615074lyasunaga@t3.rim.or.jp> 

References: <01bca1l71$51886180SLocalHost@gateway2000.nsl.sphere.ad.jp> 
<redbug$ff8d19970805163204@news1.scei.co.jp> 
<Olbcalb0$7998bbe0S58088bcb@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 202.247.160.84 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


¿SBS3SsSKSASO!"¿ (Bo-mikitazSBS$5$s!"3z (BMr.KzSBSGS9! #2 (B 


>> ¢SBS3SNSh$&$I5!G=Sr!VSjSOSSS1%3/SH!WSHSSSSS*S9!IB?T, !&!&!&!Ke (B 
> 

>¢SBS3SNShS&SKSdSCSFS_$*°S57$?5,!"S&S*°S/9TS-S*S; Ss! #32 (B 

>¿$B!V¿ (B > error.txt ¢$B!Wz (B 

>¢SBSNItJ, $OL5; kS5S1SF!"2hLLSK=PSFS-SFS7S“*SSS*°S7S?!&!&!&!#e (B 


¿S$SB4D6-JO?t¿ (B GO32 ¢SBSr0J2<SNShS&SK@_DjSTSFS_SFS/S@S5SS!#¢ (B 
set GO32=2rl 
¿SB%P%$C%šASUS ! SSSKSKAHS_$3S° $+!"333°SsS1SiSS%S$+SiF~NOSISKS+SGz (B 


s 
2 SB>e5-SNShS&SK@_DjS9SISP!"% ($4! <SaSCS; !|<%8S$r%j%@%$%1%/%H$7ŠF¿ (1 
¿SBS/S1SkSOS:SGS9!#¿ (B 


ww 


éESBS*S?!"¢ (BYaroze Japan ¢SBSN:#7n9fSN9V:BSGSb@bLESTSFSSS“*S9! #2 (B 


http://wwwl.scei.co.jp/articles/PRIVATE/tool.html 


program ¢$B%U%) !<%i%°$j!<%@!<z¢(B Mr.K (25808174 (B ~$BOB90¢ (B) 
E-mail address : nea aan Ո 3 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 21268 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
l2html.html 


--MESSAGE FILE 21269 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0113html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOk1yJE4kaCQmJEOLKCVpITwhKEo=?= 

Date: 8 Aug 1997 14:32:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <01lbca273Sbd2ccd60$5a088bcb@gateway2000.ns1.sphere.ad.jp> 

References: <01bcal71$51886180SLocalHost@gateway2000.nsl.sphere.ad.jp> <redbugS$ff8dl 
9970805163204@newsl.scei.co.jp> <0lbcalb0$7998bbe0S58088bcbgateway2000.nsl.sphere.a 
d.jp> 

NNTP-Posting-Host: 203.139.8.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
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¿SB<+8J%S1%9S$GS9!#¿ (J 


ESBS3SN2q5D<<S$N2a5n%m%0SK: \SCSFS*S7S?!#z (J 
ESBS*A{$,$;S79F$9$_$°$;$s$G$7$?!#z (J 


ESB!ItS3SSSO0SSSkKSKSOR. 8yS7TS?SHSNSN! "2 (J 
¿SB!t<B9TS7S?Si2hLLSO?e?'SK@wS*SCS?S@Sl!&!&!&¿ (J 
«81 ԱՏ"ՏՈՇ"ՏՈՅնիտՕ0955161 11550552 (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 


--MESSAGE FILE 21269 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
13html.html 


--MESSAGE FILE 21270 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0114htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?iso—-2022-4p?B?GyRCQD5AbhsoSiAbJEJNOjBsGyhK?=" 
<fwij7009@mb.infoweb.ne.jp> 
Newsgroups: playstation.ny.program.beginner, fwij7009@mb.infoweb.ne.jp 
Subject: =?i1so-2022-jp?B?GyRCUSg1lRyUjJIJT8kSyREJCOkRhsoSg==?= 
Date: Fri, 15 Aug 1997 14:45:24 +0900 
Organization: PlayStation Net Yarouze 
Lines: 19 
Message-ID: <33F3ECF4.348A056F@mb.infoweb.ne.jp> 
NNTP-Posting-Host: 202.219.18.66 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


é$B!!SO$8Sas* ԱԱ Or aaa Cia MSCSHSASMSES<!W2q0wSHSISFS*S7S?!#59S7$/¢ 
¿SBS*4jJSSSSS?2S7S“S9!# (J 


¿$B!!3+H/%-%C%H$, 2H$KFO$$$F$+$i#5F|Dx$?$A!"35 %s%*W%k%W%m%0%i%`S,@5>oSKF0:nS9¿ (J 
S SBŠKŠ3$H!"; ( (JLIGTHWAVE; $B#3¿ (JD $B$N%$%s%9%H!<%k$bLABj$J$/=PMh$^$7$?!#g (J 
gob) !SH$3ŞM$G! "z ( (JC¿ E ՆԱՆ ԹՆ N!<%Si%s%SISN¿ (JUTurboC++5.0¿$BSr;)S$CSFSSSkSNSGS9S, | 
"Հ (JPS 


¢$B3+H/%-SCSHSKIUBOS9Ske (JIC $B%3%s%Q%$%iİ$N;H$$J}$, :#01$D$0$+$j$^$;$s!#FC$K!"$I$s¿ (J 
«58549 ( (3GS#%5?Sr; HMOSOSISPSHSSSNS+S,S0$+S4S*°S;Ss!#S1S3S+SG; (TJWindows95;SBSKIUBOSN; (J 
E$B%0!<SISQOSCSIS re (IPSZSB%=SUSHSN3+H/$K; H$ (SkSH=q$+S1SFSSSkKSNSr8+S$?ShS&SI5$$,$7$%3 (J 
¿SB$9$, !"<B: ] SNSHS3SmSIS&STSNSGS7Sg$&! #%=%K! <SN3+H/%-%CSHSNOFFOSNCESKSO! "2 (J 

¿$B!V¿ (JCODEWARRIOR FOR PLAYSTATION; $B! WSHSS$S$&z (JGUI¢$B3+H/4D6-SN%0%S%U%1%C%HS$, ԼՍՏՏՏ 
ԲՏ-չ (J 

ESBS*S7$2?$, !"$3$1$rGc$o$J$1$1$P$J$i$J$SSSN$G$7$Sg$S&S$S+!# (J 
¿$B!!2?$+$H$s$G$b$J$/=iJbE*$J$3$H$r<ALd$7$F$$$k$h$&$J5$$,$7$^$9$, !">\$7$$; (J 
é$BI}!"S<SR65$ (SFS/S@S5SS! #3 (J 


¿SB!!@>@n¿ (J ¢SBM:01¢ (J 

ՀՏՑ 12 (Jfwij7009@mb.infoweb.ne. jp 
ESB! !2 (J 

¿SB!!¿ (J 


--MESSAGE FILE 21270 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
l4html.html 


--MESSAGE FILE 21271 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0115htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.beginner, fwij/7009@mb.infoweb.ne.jp 

Subject: Re: =?ISO-2022-JP?B?GyRCJSg1LRyUjJJT8kSyREJCOkRhsoQg==?= 

Date: Fri, 15 Aug 1997 18:48:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 50 

Message-ID: <19970815184840yasunaga@t3.rim.or.jp> 
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References: 

NNTP-Posting 
Mime-Version 
Content-Type 
X-Posting-So 


<33F3ECF4.348A056F@mb.infoweb.ne. յք» 
-Host: 202.247.160.85 

+; ItOO 

: Text/Plain; charset=ISO-2022-JP 
ftware: WSNews 2.020 


¿SBS3SsSKSASO!"@>@n¿(B ¿SBM:01S5$s!"%U%)!<%si%S`%j!<%s@!<SN¿ (BMr.K¿$B$G$9!# (B 


>i $B! !$O$8$a$^$7$F!#$3$N$?$S?7$7$/!VSM%C%H$d$m$&$<!W2q0w$H$J$j$^$7$?!#59$7$/¿ (B 
>i $B$*4jS$9$$$?7$7$^$9! #z (B 


¿$B$3$A$i$3$=!"$h$m$7$/$*4j$$$$$27$7$^$9; (Ք(՞՞) ¿$B!#¿ (B 


> $B!!$H$3$m$G!"¿ (BC $B%3%S%Q%$%iİŠO%\!<%i%s%I$N:¿ (BTurboC++5.02SBSr; }SCSFSSSKSNSGS9S, 
1"; (BPS 

> 2 ŚB3+H/%-%CSH$KIUBOS9Sk; (BC¿$B%3%S%0%S%i$N; HSSI}S, : #01SD$0$+$4$°S; $s! #FC$K!"$I$s; (B 
>¢SBSI% (SGS#%S?Sr; HMOSISISPSHSSSNS+S,S0$+$45$*S;S$s!#S1$3$+S$G; (BWindows95;SBSKIUBOSN; (B 
>¢$B%0!<SI%Q%C%ISrz (BPS; S$B%=SUSHSN3+H/ SK; HS (SkSH=q$+$1SFSSSkKSNS$r8+$?ShS&SI5$$5,S7S%¢ ( 


B 
>¿$B$9$, !"<B:]SNSHS3S$mSIS&STSNSGS7SgS&! #2 (B 


PlayStation :$B3+H/%-%CSHSN%$3%S%Q%S%iSO! "4pK\E* SK#D#O#SSWSmSSSWSHS+Si¢ (B 
2$B;HSS$*S9! #2 (BTurboC++¿SBSJSISN#G#U#I3+H/4D6-$HS$SO0[$J$j!"% (SGS#S?SO0<+A0SGz (B 
éESBMQOUS9SkKI,MWS, $"$J$^$9!#¿ (B 


Windows 95; $BMQSNSF%-%9%H%(%G%#%?7?$0?7tB?$/B8:_$7$^$9$, !"O1LHV; HSoS1SFSS$3; (B 
ESBSKSNSO= (414 (%G%#%?SGSOSJSSSGS7SgS$S&S+!#;d<+?HSbMxMQS7SFSSS*S9!#S=SN (B 

ESBS [S+!"#D#O#S; ~BeESNM-L>SJ% (SGS#S?PSGS"Sk#V#HZS (SG%$#%?!"S=SN¿ (BWindows;SBHG:; (B 
¿SBSN#W#Z% ($G%$#%?SJSISbS"SjSS9!#¿ (B 


¿SBSJS*!"=(4]%(SG%$#%$?SOS7%S!'%S"%&%'!'%Ü"SGS9!# (B 
http://hidemaru.xaxon.co.jp/ 
ESBSKSFF~<jSGS-S*S9O! #3 (B 


ESBEVHEZS (SGSH#S? | "#WHEZS (SGS#S?SO! T3t!KSSS1%SC%8!&%S;S58S2?!<SN@=IIJSGS9! #2 (Թ 
http://www.villagecenter.co.jp/ 
¢ SBSKSF>pJs$rF~<jSGS-S*S9! #3 (B 


ESBS*S?!"S3SNB>SKSbS$?S/S5Ss% (SGS#S?2?SOS"S5IS*S9! #AKSNENSTJSISGC5S7SFS_¢ (B 
E SBSKSHShSSSGS7Sg$&! Ոչ (B 
http://www. forest.impress.co.jp/ 


>¢ SBS=%K ! <$N3+H/%-%CSHSNOFFbDSNC£SKSO!"¢ (B 


»2581Մ: (BCODEWARRIOR FOR PLAYSTATION: $B! WSHS$S$&z (BGUI¿$B3+H/4D6-$N%Q%s%U%1%C%H$, IUSS 


SFS-¿ (B 
>¢SBS*$7$2S, !"S3S1SrGc$SoSJS$1S$S1SPSJSiSJSSSN$SG$7$g$&$+!# (B 


CodeWarrior for PlayStation ¿SBSO!"#G#U#I3+H/4D6-SGS"Sk$3SHSH!" (B 
2SBS*°%SC%-SSSHSC%S7SESGSODMKXMOSGS—-SkSHSSSE&S3SHSG9XF~S5S1SkI}$,SSSiSCS7¢ (B 
ESBScS$$*S9S, !"GcSoSJS1S1S$SPSJSiSJSSSHSSS&S3SHSOS"SjJS“S;Ss!# (B 


¿SBSGSO!#¿ (B 


program ¢SBSU%) !<%$i%° S4!<%@!<z;(B Mr.K (չՏ580817: (B ¿SBOB90O; (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 


--MESSAGE FILE 21271 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 


15html.html 


--MESSAGE FILE 21272 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0116htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmMU6IBskQiUoJUcLIyU/JESkRCQkKJEYDKEo=?= 
Date: 15 Aug 1997 21:16:05 GMT 

Organization: Playstation Net Yarouze 

Lines: 27 

Message-ID: <5t2gul$5dr@newsl.scei.co.jp> 
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References: <33F3ECF4.348A056F@mb.infoweb.ne.jp> <19970815184840yasunaga@t3.rim.or.j 
p> 

NNTP-Posting-Host: 210.132.203.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


> >¢SB%0!<SISQOSCSISr; (JPS¢SB%=SUSHSN3+H/SK; HS (SkSH=qS+S1SFSSSkKSNSr3z (J 
> >¢$B8+S?ShS&SJI5$S$S,$7$% $9$, !"<B: ]SNSHS3SmSIS&SJSNSGS7SgS& 182 (J 


ESB%asbD"SGSbSSSSSGS9!#S4S/TaDLSNSF%—-%9SHSUS! SSTkKSrA8A.SGS-S1SP; 


>Windows 952 SBMQSNSF%-% 9%H% (3G%#%2S50?tB?$/B8:_S$7$*S9S, !"O1HV; He (J 
>(zSBCEN, ¿ (J) 
>¿$BS ^$? 1"S3SNB>SKSb5?5/35$s% (&G%#%?505"3)$%S9!#AKSNENS5JSISGC5S7SF¿ (J 


> ¿SBSkSHShS$S$GS7SgS&!#¿ (J 


¿SBKMS$O>N$7$/$SJ$SJ)S$SG$9%$, !"% (&$G%$#%?$NOC$, S"SCS?SNSG!">R2p¢ (J 


ԵՏՔ: HMO#O#SS, #wñi#n#d#ofwi#sSJSi¿Rə(J 

ESBS ?S@SNSFS—-%S9SHS (SGS#S?PSGSIS, !"SaSOD"SHS/SiSYS*4+SaSTSNSO?: (J 
http://www.vector.co.jp/vpack/browse/software/win95/ 
writing/sn052925.html 

2 SBSN#JT#U#MSHSSS$& SUS 4! <S=SUSHSGS9! #8D ?ME* SKSOG ( ie ԱՐՈՐ 59172 (J 
¿SŠBFH<+$N@_D3j3%$U%S!%$SS ks RO s s sS SGS-SkE[SG$9! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 21272 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
l6html.html 


--MESSAGE FILE 21273 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0117html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: ee ` ny.program. Pete YY UU ԱԱ ԱԱՀ: 
Subject: Re: ¿S$B% (%*$G%#%?$K$D$SS$F¿ (J 

Date: 16 Aug 1997 02:26:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <01bca9eb$5c163820S9562d9ca@portege> 

References: <33F3ECF4.348A056F@mb.infoweb.ne.jp> 

NNTP-Posting-Host: 202.217.98.149 

X-Newsreader: Microsoft Internet News 4.70.1155 


> ¿$B!!SOS8SaS ee M&CSHSdSm$ &$<!W2qOwSHSISj$*$7$2?!#5987S/¢ 
> ¿SBS*4jJSSSSS?S7S“S9!#¿ (J 


¿SBS3SASiS3S=ShSmS?7S/S%435S95678259131 (2 


> ¿$B!!$H$3$m$G!"¿ (UC¿SB%S3%s%Q%S$%SiSO%SN!<%Si%Ss%ISN¿ (JTurboC++5.0¿SBSr;)$CSFSSSkKSNSGS95 
!" (JPS 
¿SB3+H/%-%C%HSKIUBOS9Sk¿(JC¿5B%3%s50%5%158N; H$$J)$, :#01$D$0$+$j$^S; $s!#FC$K!"SI$s¿ ( 


v G V ` 


¿SBSJ% ($G%$#%?Šr;HMQS9S1SPShSSSNS+S,SoS+$SjJS*S;Ss!#¿ (J 


TurboCt++¢ SBSKSDSSSFSSSkE} 9g3+H/4D6—-SN% (3GS#%? !<SrS=SNS$*S%*; HSCSFS7S“°S&SNSbDSSSS¢ (J 

¿SB$+SbS7S1SA $; $s!#š$=$CSASQ@SHM= s ԱՆ, JQ$oSk$J$ISN¿ (JCzZ$B8@813+H/SKM-Mx$J5!G=Sb$D 
¿ (J 
¿SBSSSFS“S9!#S?S@SASgSCSH=ESSSNSG%QO%S=%3%sS,B.S15S1SPS*4+SaSGS9!#¿ (Մ 


Yuu¿$B!'#s#e#r#ytu!wibt#a!%*s#mibin!%s#o#r!%s#j#pu (J 
--MESSAGE FILE 21273 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
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Elliott Lee <tenchi@netmagic.net> wrote: 

>Heya, 

> 

>Short of buying an international TV, does anyone know how to convert 
>PAL signals to NTSC? I'd love to be able to see/play PAL-native 
>programs... :) 

> 


the pal version of hauppage WinTV pc cards accepts PAL and NTSC signals 
(dispite the boxes saying their pal only). 


—-MESSAGE FILE 2245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00948 


—-MESSAGE FILE 2246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000949 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Tue, 19 May 1998 18:00:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3561BAA0.215@livemedia.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


On a slightly different subject - I've got a Sony Trinitron 14" TV, 
which I hoped was PAL & NTSC compatible - so I got the RGB scart lead 
etc., and nothing - just a black screen - even with PAL games - could 
this be a dodgy scart lead ? 

BTW - it works fine (black ե white for NTSC) with the scart lead 
supplied with the Yaroze. 

The lead I got was not the official Sony one, but was supposedly RGB - 
any ideas 


cheers 


Charlie 
—-MESSAGE FILE 2246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00949 


-—-MESSAGE FILE 2247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000950 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: 19 May 1998 17:57:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6jsh5g$4p11@chuka.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> 

NNTP-Posting-Host: n24.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3561BAA0.215@livemedia.co.uk 


Charlie <charlie@livemedia.co.uk> wrote: 

>On a slightly different subject - I've got a Sony Trinitron 14" TV, 
>which I hoped was PAL & NTSC compatible - so I got the RGB scart lead 
>etc., and nothing - just a black screen - even with PAL games - could 
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17html.html 


--MESSAGE FILE 21274 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0118htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso—-2022-4p?B?GyRCQD5AbhsoSiAbJEJNO jBsGyhK?=" 

<fwij7009@mb.infoweb.ne.jp> 

Newsgroups: playstation.ny.program.beginner, fwij7009@mb.infoweb.ne.jp 

Subject: =?iso-2022-jp?B?GyRCUCIkaiQsJEgkJiQO0OJUDYkJCReJDckPxsoSg==?= 

Date: Sat, 16 Aug 1997 14:40:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33F53D44.549F54A9@mb.infoweb.ne.jp> 

NNTP-Posting-Host: 202.219.18.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; 1) 

X-Priority: 3 (Normal) 


¿SB!!<ALdSKS*EzS ($$$?S@S-!"S"S5S, SHS&S4SOSSS*S7$2 !#e (J 

¿$B!!¿ (JMr.K¿$B$5$s!"¿ (Jeinsiedler;¿SBS5Ss!"¿ (JYuuz$B$5$s!"5.=ESJIV; v$K46<U$$$?$7$^$9 
ւփ (J 

ESB! 1$3$1$+$i$b$1$6$>59$7$/$*44$$$$$2878°S9! #3 (J 

ESB! 1 (J 


--MESSAGE FILE 21274 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
18html.html 


--MESSAGE FILE 21275 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0119html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Lib20 (Sugawara)" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?dGFyZ2V0IGxvY2sgb24bJEIkSyREJCQkRhsoSg==?2= 
Date: 17 Aug 1997 18:18:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bcaa70S012cbee0S4c80d2caQ@Libretto20.ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.210.128.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSISbSWS7SVSjJSKEjJ9F!)S9Sk#L#i#b#2#0SGS9!#¿ (J 


¿SB%šm%C% /%*%s%?!<%2%C%HI=<(SN4JC1$ŠJ=hM)$H$7SF%$?!<%2%C%HSK$7$2?$S; (J 
¿SB%*%$V%$8%S'%/%HSNCf?4:BI8SHS7S$SF¿ (ULocal-Screen¿SBJQ49SNJ?9TONF0NL¿ (J 
¿SBSr8+SF!"¿ (J 
GsGetLs (obj_ptr->coord2, &tmp1s) ; 

éSBSHS+SG7W; ; $7$?9TNs$N¿ (Jtmpls.t[0],tmpls.t[1]¢$B$r;2>HS9S1SPS$S$¢ (J 
ESBSNS+SISH;WSCS?Si!"S$<Ss$<$s%9%/%j!<%s:BI8SKSISCSFSS$%*S;$s¢ (J 
£SBS*SV%S8%'%S/SHSOS—-SASCSHI=< (SSSISFSSSKSNSK%9%/%35!<%s: sss 
¿SBSHSCSFS-S?SOS: ieee qos ns $-SASCSHI=< ($5$1$^$; $s¿ (J 
¿SB%*%V%8%'%/%HŠr¿ (J 

¿SB#X!a#2#5#0#0¿ (J 

¿SB#Y!a#2#5#0#0¿ (J 

¿SB#Z!a#0¿ (J 

Աա 00 re ere 
tmpls.t[0]¢SB!a#t2#5#0#4¢ (J 

tmpls. i SBlat2#5#0#3¢ (J 

£988 /SiSS SKSISCSESSRSHSESGEO! 1S- pees < ($9Sk$?Sa$K$Oz (J 
¿SBSIS&S7S?S1iSSSSSNSGS7SgS&S+!) 


¿S$BS$GSO¿ (J 
--MESSAGE FILE 21275 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
19html.html 


--MESSAGE FILE 21276 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0120html.html 


Net Yaroze newsgroups message dump.txt 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: krd <CQD00245@niftyserve.or.jp> 


Page 14262 


Newsgroups: playstation.ny.program.beginner 

Subject: Re: target lock =?iso-2022-jp?B?b24bJEITkSyREJCOkRhsoSg==?= 
Date: Tue, 19 Aug 1997 01:37:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33F87A42.4189@niftyserve.or.jp> 

References: <Olbcaa70S012cbee0S4c80d2ca@Libretto20.ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 203.139.230.16 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 


Brt 


X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿S$SBS3Ss$KSASO!"¿ (Jkrd¿$B$G$9!#¿ (J 

> GsGetLs (obj_ptr->coord2, &tmpls); 

> ¿SBSHS+SG7W;;S7S?9TNsSN¿ (Jtmpls.t[0 )], 
> ¿SBSNS+SJSH;WSCS?Sil"S<$s$<S$Ss%9%/%j!< 


tmpls.t[1]¿SBSr;2>H$9S1SPSSSS¿ (J 
<%S:BI8SKSISCSFS$$*$;$s¢ (J 


8° 


s8% 


¿ $B; d$O!"CZEY#3#D%*%V ԱՆԱՀ J 


i SBF1$8MM$J$3$H$r$7$h$&$H$7$F$$$" ՏԱՔ: (J 


'<SsSr$+SVS$; ShS&SHSTSF! "32 ( 


tmpls¢SBSO!"%Sm!<%+%k%9%/%j5!<SSSNF) ;kIQ49%*%H ԱԱ Ա ՅՅ 


éESB2hLL>eSN: BI8SKIQ49$ 9SkSKSO! "SbS&#1%93F% CSWI,MWSGS9! #2 (J 
¿ $B9M$ (7) $SO2+?'KN¿ (J p.592 SBSN<02 (52 SBSr8+SFD: S /SHS75F!"6qBNE*SKSO¿ (J 

x = (tmpls.t[0]*h)/tmpls.t[2]; 

y= (tmpls. t[1]*h)/tmpls.t[2]; 

(hz $BSO!"z (JGsSetProjection; SB$G@_Dj$5$1$k; kE@$+$i%9%/%j!<%SsS*°SGSN5wN%3 (J) 
é SBSHSSS&SNSGSOSTS&SGSTSg$&St! #2 (J 


¿$B:#01$D<+?.$, $IŞ$$N$G!"$b$C$H>e<j$$I}K!$r$4B8CN$NI}$, ՏՏՏ՞Տ752511" Հ 
£$B%5%] !<SHSrS*4jSSS7S*S9! #2 (Մ 


(J 


krd (Yousuke Kuroda) 

CQD00245@niftyserve.or.jp 
—--MESSAGE FILE 21276 END: 
20html. html 


——MESSAGE FILE 21277 START: 
0121html.html 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: "Lib20(Sugawara)" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IHRhcmdldCBsb2NriIG9uGyRCJESkKRCQkKJEYbDKEo=?= 

Date: 19 Aug 1997 16:35:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <0Olbcacbhd$22f£047a0$5280d2ca@Libretto20.ppp.bekkoame.or.jp> 

References: <Olbcaa70S$012cbee0S4c80d2ca@Libretto20.ppp.bekkoame.or.jp> <33F87A42.418 


9@niftyserve.or.jp> 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


202.210.128.82 


¿SBS3SsSKSASo?(86SGS9;¿ (J 


> tmpls¿$B$O!"%m!<%+%k%9%/%j!<%s$NF);kJQ49%^%H Oe (J 

> ~SB2hLL>eSN: BI8SKJO49S9SkSKSO!"SbS&#1%9%F% CSWI,MWSGS9! #2 (J 

> ¿S$B9MS(J)$O2+?'KN¿ (J p.592 SBSN<02 (52 SBSr8+SFD: S /SHS75F!"6qBNE*SKSO¿ (J 
> 

> x = (tmpls.t[0]*h)/tmpls.t[2]; 

> y = (tmpls.t[1]*h)/tmpls.t[2]; 

> 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/000001 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/0000 
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hz$BSO!"z (JGsSetProject ion: $B$G@_Dj$5$1$k; kE@$+$i%9%/%4!<3s$*SGSN5wNS¢ (J) 


( 
> 
> ¿SBSHSSS&SNSGSOSIS&SGS7SgS&S+!#¿ (J 

> krd (Yousuke Kuroda) 

> CQD00245@niftyserve.or.jp 
> 


ESBS"SIS, SHSES4SOSSS*SO9!I"S[S+SNI}SNS5SSSWSK8+SFS?Siz (Մ 
ESBS=SNShSE&SISNS, 8+SDS+SiSJS+SCS?SNS$G:SSCSFS?SHS3SGS7S2?¿ (J 
¿$B$3$1$G4V$K9g$$$=$&$G$9!d!d!)!)¿ (J 
ESBSHSSS&SOS1SG! "S-SASCSHSE&S4$-S$*S7$2¢ (J 
ESBS"SIS, SHS&S4S6SSS“S9¿ (J 
¿SBSGSO¿ (J 
--MESSAGE FILE 21277 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
21html.html 


--MESSAGE FILE 21278 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0122html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kouichi <iemuraQinterlink.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jJp?B?GyRCI3QjJdiNrJEskRCQkJEYyISQ3JEYkLyRAJDUkJBsoSg==?2= 
Date: Tue, 26 Aug 1997 18:56:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <3402A83E.2066@interlink.or.jp> 

NNTP-Posting-Host: 203.141.132.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


¿SB#T#V#KE#2 ! THM#r! S#KS5SSSS, $D$/SiS1$S?!"#T#HIFM2hA|Sr¢ (J 
2 SBETHVSKI=< ($5$; SkSWSmS0Si%> !TSA@SHS*SbSE!K!IKz (J 
¿$B$,;H$($^$; $s!# (J 


¿SB!U#T#F#2F#14#3SHSS$S&%SW%m%$0%i%`S$O%@%&%s%m!<%I:Q!K¿ (J 
¿SBKMS,S7S2?S3SHSO!"¿ (J 


¿SB#T#V#K$r5/F0$7$F!"#D#0#SAk$, JDS8$?7?$i1!"S[S+SN; (J 
¿SB#D#O#SAkS+Si#T#F; (J2¢$BSr5/FO! #2 (J 


¿SBS9SkSH2hLLSK!"¿ (J 


¿SB#T#F: (J2 ¿SB#V#e#r#l1!%$#3:; (J ¿SB#f#o#r: (JU ¿SB#W#I#N#9#5: (U ¿SB#1#9#9#6: (U/¿SB#1¿ (J 
/¿SB#1#5¿ (J 

¿SB#P#S¿ (J COM1 

COM1 ¿$B%*!<%W%s@5>0=*N;¿ (J HANDLE=20 

CTRL+] gSBSG=*N;$7S*S9! #2 (J 

¿SB!2¿ (J (¿SBEQLG¿ (J) 


ESBSHSGSF! "3 (JCTRL+] $B0J30$N%$-!<$O$&$1$D$1$J$/$SJS3j3SAS9!#; (J 

ESBHECHOHMSO! "3 (J2zgSBSrSD$+SCSFSSSKSNSGS$ 9S, !"S=SNS$; SSSTSNSGS7Sg$&$+!) ¿(J 
¿SB$b$S7S=$&$JSi!"SIS&SdS$SCSF#C#OFM#1$Sr#C#ORM#2SKS+S (52515Տ5Տ5ՏՏԱՀ (J 

¿SBSGS7SgS&!#¿ (J 

¿SB$*4j$$$7$^$9!#C/$+65$($F$/$0$5$$!#¿ (J 

--MESSAGE FILE 21278 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
22html.html 


--MESSAGE FILE 21279 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0123html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1S0-2022-JP?B?GyRCI3QjdiNrJESkRCOkKJEYyISQ3JEYkLxsoQg==?= 
=?1SO-2022-JP?B?GyRCUEAKNSOkKGyhC ?= 

Date: Fri, 29 Aug 1997 17:02:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 41 
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Message-ID: <19970829170229yasunaga@t3.rim.or.jp> 
References: <3402A83E.2066@interlink.or.jp> 
NNTP-Posting-Host: 202.247.160.96 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


ESBS3SSSKSASO!"3 (Bkouichi ¿SBS5Ss!"¿ (BMr.KzSBSGS9!#¢ (B 


>zSBHT#V#HKSr5/FOSTSE! "#D#O#SAKS, ID$S8$?Si!"S[S+SNz (B 
>zSBHD#OFSAKS+Si#T#Ee (B2¢SBSr5/FO! #2 (B 

> 
>¿ SBSOSKSH2HLLSK! "3 (B 
> 
>¿SB#T#F¿ (82 ¿SB#V#e#r#l!%S#3; (B ¿SB#f#iofr:; (B ¿SBRW#IFfN#9#5¿ (B ¿SB#1#9#9#6; (B/ESBHELE ( 
B/¿SB#1#5¿ (B 

>¿SB#P#S¿ (B COM1 
>COM1 ¿$B%*!<%W%s@5>0=*N;¿ (B HANDLE=20 


>CTRL+] ee *N; $7$^$9!#¿ (B 
>; $B!2; (8(258Բ0Լ6չ (8) 

> 

> 


>¢ SBSHSGSF!"z (BCTRL+] gSBOJ30SN%-!<SOS&S1SDS1SIS/SISj8S*°S9! #3 (B 
ESBS"! "@[i:n#T#V#K#2Z Sr; ԱՏՇՏԻՏՏՏՉՏԱՏՏՏԻՏ"ՏյՏ, ŞH$&$4$6$$$^$9: (B m(__)m 
ESB! tS"S$s$IS=SUSHSGSb; HSCSFS$/S1$kI}$, SSSkSJSs$F¿ (B(;_;) 


>¢SBH#CHOFMSO! "e (B2¿SBSrSDS+$C$F$$SSKkSNSGS9S, !"$=$N$; S$SISNSGS7$g$6$+!) 
>éSBSbS7$=SESTSi!"STS&ESASCSFHECHOEHMHELS r#CHOFMHZSKS+S (S?SiSSSSSNz (B 
>¢SBSGS7SgS&! #2 (B 


¿ SBE>AwSG$-SISSS$NSO! "4VOc$$$I$/$35NS$; $$$G$9$M! Հ, (B 
ESBHETHESNSP ! <B8SgSSS0: #SOS$ ASSSVS" SCBWS TSESSSE ! "SP! <B8Sgss#3SKz (B 

E SBSISCSFS$$*S9! #S=SASiSQ@SH! "#CHOHMS] !<SHSrIQS (SiS1$k%*%SW%7%g%s$b;¿ (B 
ESBSDSSSESS$*S9! #2 (B 


ESBHTHE SN? 7$79$%P 1<% 8SgssSO!"S3SASISKS"SIS*SISNSG!"S@S&SSSTSEFS_SF3z (B 
¿SBS/S@S5SS!#¿ ( 


wo 


http://wwwl.scei.co.jp/forum/program/test .html1#970730_01 


ESBS*S?227S4+S"S5S%S7S2Si!"<ALdUSTSFS/S@S5SSSM! #3; (B 


program ¢SB%U%) !<%i%S° S4!<%S@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 

E-mail address : program@FL.scei.co.jp 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

--MESSAGE FILE 21279 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
23html.html 


--MESSAGE FILE 21280 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0124html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kouichi <iemuraQinterlink.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCI30jdiNrJESkRCOkJEYyISQ3JUEYkLxsoSg==?= 
=?iso-2022-jp?B?GyRCJEAkNSQkGyhK?= 

Date: Wed, 03 Sep 1997 13:43:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <340CEAE7.522@interlink.or.jp> 

References: <3402A83E.2066@interlink.or.jp> <19970829170229yasunaga@t3.rim.or.jp> 

NNTP-Posting-Host: 203.141.132.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


¿SBS*S7S (SFSSS?S@SSSFS"SjS, SHS&SASESSS*SOlL##MHL! S#KSSSsl#e (J 
¿SBSdSCSHE>AwSGS-SkShS$&SKS$SJSCS?SNSG!"S5$C$=S/SDS+SoS;SFSbSiSCSFSSS“S9!#¿ (J 


Net Yaroze newsgroups message dump.txt Page 14265 


ESB! JETHFSNS* ZWS7Sg%SSrCNSiSTS+SCS?PSNSGS+SIS4:SSCS?! #3 (J 
ESBSIS3S+SKS+SSSFS"SKSNS@SmSES+!) !K¿ (J 


¿S$B$"1<1"3($P$C$+$jJIASSSF$JSSSGSW%Sm%$0%Si%$S`$7$F%S2!<%`$DS$S/$3j$?$S$SJ!<;¿ (J 
--MESSAGE FILE 21280 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
24html.html 


--MESSAGE FILE 21281 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0125html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: ¿SB%sasb%j6u4V;¿ (J 

Date: 8 Sep 1997 18:30:43 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bcbc85š3a0af480Sd10d484d42GNIGHTMEA> 
NNTP-Posting-Host: 210.132.13.209 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS8SaS*S7SF!"e (Jkanzaki¿$B$G$9!#¿ (J 


ESB2+K\SN#1#3%Z!<S8SK=qSSSFS"S1Sk!"Satb%j6u4VSISsSGS9S1ISI!"3 (J 
¿SBJ*M)%ša%b%j!"NQM)%Sa%b%j!"%;%0%a%s%$HL>>N!"¿(JI¿S$B%-%c%C%7%e!#¿ (J 
¿SBS3$1$SOSIS&SSS&OUL#SJSSSGS7SgS$S&S+!#¿ (J 


¿S$BS$S=S$S1$SH!"¿(J0xz000000000¿$B$3$1$O¿ (J 
ESBSIS$s$J; ~$K! "STSNShHS&SKMOSSS1S$PSh$m$7$$$sS$GS9$t+!) չ (J 
¿SB65S (SFS/S@S5S$!#e (J 


é£$BB?K; $JJ}$,B?$$$H; W$$$^$9$, 1"; ~4V$N6U$$$?$H$-$K$G$b¿ (J 
¿SBShSmS$S7S/S*43jSSS7SS9!#¿ (J 


kanzaki<kanzaki@green.ocn.ne.jp> 
--MESSAGE FILE 21281 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
25html.html 


--MESSAGE FILE 21282 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0126htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Koji Tanabe <ledace@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: make=?iso—-2022-jp?B?GyRCJTIM1LXiVzJUkkTiUoJWkhPCRLJUEQKIJCRGPEFMZBsoSg==?= 
Date: Tue, 09 Sep 1997 17:48:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <34150D74.141B@ga2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.195.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESB: #S5SiSTSSSGSOSIST! "#M#I#M#ESKSDSSSFCNSmS&SH;WSCSF3 (J 
¿SB3+H/%SD!<%k%šU%S) |ՀԶ15` SNS"!<S4+SSSVS+Si!l LHMHLEM#EF3#D!I Te (J 
ESBS rs@S&Sssm!<SISTSFS-SF! "#m#atk#eS33°SSS1ISGSISSS/E (J 
¿SBST7ShS&SHS7S?Si!&!&!&¿ (J 


C:NPSNDOCNMIME3D>make 

gcc -O3 -g -c main.c -o main.o 

Stack Fault at eip=d5dbc 

eax=00008f50 ebx=000023d4 ecx=00000044 edx=001384ac esi=0026f678 edi=00000000 
ebp=001796ac esp=001384ac cs=177 ds=16f es=16f fs=16f gs=187 ss=17f cr2=00009ff0 


Call frame traceback EIPs: 
0x000d5dbc 
0x00026fd8 
0x000167fb 
0x000076a5 
0x00025ee0 
0x000283d7 


Net Yaroze newsgroups message dump.txt Page 14266 
make.exe: *** [main.o] Error 1 
¿SBSHSSS&ShS&SJ% ( ie ee S 5 ԵՆ 


¿SB%W%m%0%Si%`%(%i!<!J! ($S, IUSSSFSISSSh! !SHS+!!!T#A!ISODjI5AS5S1SFS$%S;S$s¢ (J 
ESBHe#t#c ! ՃՏՇՏՕՏՄՏՏՏԱՏՇՏ՞ՏՇՏ2Տ/ՏՕՏԻՏ)Տ՞ՏչՏտ Հ (J 


ESBS3SN% (Si !<S,STSESSS&OULFESTSNS+!"STSIS?S+65S (SF2<S5SS!#3 (J 
--MESSAGE FILE 21282 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
26html.html 


--MESSAGE FILE 21283 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0127html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJWELYiVqNnU0VhsoQg==?= 
Date: 9 Sep 1997 09:25:46 GMT 

Organization: Net Yarouze (SCE) 

Lines: 53 

Message-ID: <5v34mq$124@newsl.scei.co.jp> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> 
NNTP-Posting-Host: 202.247.139.182 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢SBSOS8SaS*S7SF!"z (Bkanzakiz$SBSGS9!#¢ (Թ 


¿SBS3SsSKSASo#K#B#OSH8@SSS S9!#¿ (B 
¿S$SB;dsOo$&SsšsAS/61<jSJSNSGOCH>J, SKS—-SSSFS/S@S5$SSM! #2 (8(՞՞չ 


>¢SB2+K\SN#1#33Z!<S8SK=qSSSFS"S1Sk!"Sa%b%j6u4VSISSSGS9S1IST!"3 (B 
>¢SBI*M} %atb%j!"NOM}%aSbSj!"S;S0SaASSSHL>>N! "3 (BIZSB%-SCSCS7%E! #E (B 
>¿SBS3S1SOSIS&SSS&OUL#SJSsSGS7SgS&S+!# (B 


¿SBJ*M}%a%b%j!<$0%0!<%I>e$N% asbsj!<MFNL$G$9 !#$3$NBg$-$5$02DJQ$7$^$; $s! #2 (B 
a nn a $jIU$S1$F$"$k%a%b%j!<!J#R#A#M!K$G$9!#¿ (B 

¿SBEvA3%"%I%1%9$O#0S+$i?tS (SkI*SISNSGz (B 
0x00000000-0x001fffff 
¿i ŞB$H$Ş$$&%a%b%j!<MFNLJ, $QŞ$IŞNS"%I%1%9Ş$K$IJI$J$^$9!#; (B 


¿ BORM} %aSb%S5!<!#8+S+S1>eSNS"SIS1% 9! # (B 
éSBA4SSFSNOGM} S"SIS1S9SN@hF, $0OJ*M}%a%b%j !<SN@hF, չ (BOx00000000¢SBSH; WSCSFS/S@S5$$! #2 (B 
0x80000000¿$B$S@SC$?Si!"¿ (BOx001£fffff_ pi s s !<:G8e!K$rB-$7$?CMS, ¿ (8 
¿SBOQM)%"%I%1%95N= G E 

ESBS3SNG@hF, $rz (B0x00000000, 0x80000000, 0xa0000000¢ m ees h nes 
¿ SB6OqQBNE* SKSO#1I%-%C%C% 7%eSNM- L5$,%= %1SK$"$?$38S- 5914: (B 

¿$B!J4X78L5$$$1$I; (B0x80...¿$B$+$i$O#I%-%c%C%7%e8z$+$J$$$s$@!#$U!<$s!"¿ (B 
E T 


ա 


¿SB%SW%m%0%i%`%j%s%/;-—SK!"; (BOx80090000¢$BS+SiSKS7SFSkSISi!"¢ (B 

¿SBS3S1Sr¿ (B0x00090000¿ 2 (BOxa0090000¿ Eon S Burs Psst 
(B 
¿SB;d$O!"Sd$CS$?;v$SJSSSGS9S1SI!#¿ (8(՞՞չ 


¿SB%S;%0%Sa%s%$HL>>N!#C1$KJX59>eL>A0IUS1$2?Ss$8$cS$J$SSGS7SgS&$+!# (B 


¿SB#IsS-%c%C% 7%e!#L?Na% %Sc%*C% 7sesGS9!#; (B 

ESBS"!"S-ScSC% 71%e$CSEN. $1$?%G!<%?Sr$"SkMFNL! J%—%c%C%7%eMENL!KU, ¿ (B 

2 SB<hSCSFS*SSSF!"SbS&01EY%=%15,MhSk; ~SK! "SSSASSSAS%SaSb%4!<SrFIS*SIS/SFSb3 (B 
éSBNISSSCSFI*SGS9!#GOSNS?Sa!l#e (B 
£$B%a%b%j!<S,$3SN@SSGO1LHVAaSSSbSNSISi!"S-SC%SCE7TSESTSSSFSSSiSTSSSSSGS9S, 1M 
¿$BIaDLSP%9$, CY$$$7!"%b%a%j!<$b9b$$#S#R#A#M; HS (STSS$+SiCYSSSCSF; ` s E 
¿SBS=$S&$9Sk$SH%$-%$c%$C%7%e$,$"SkSNSH$SJSSSHSGSO!IS@S$SsSA!JUCJOcS$ŠS!K!ISK;¿ (B 
¿SBSJSkLuSGS9!# (B 


>¿ $B$=$1$H!"¿ (B0x000000000:$B$3$1$0z (B 
>¿SBSISsSJ;-SK!"SISNShS&SKMOSSS1SPShSm$S7SSSsSGS9S+!)¿ (B 
>¿SB65S (SFS/S@S5SS!# (B 


(՞՞չ 
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i SBDL>oS"SI%1S9SN@hF, S4Si!" ine (80::00090000:585-56Տ509ս5151184110855, :\$k$+$i; (B 
158: HSCSASCSASaS@Sh! #3 (8 

2SB2+?'K\#34#33Z!<%8!1#; dSb?MSK65$ (SiS1$?! #2 (B 

¿SB1!JS A SKše%"%k8+$J$$S+Si; (B^^; ¿SB$=S1$8$cF0$+SJS$LuS@!#!d26!K¿ (B 
¿S$ŠBC1$K%j%s%/$NOQM)%$"%$IS1%9SH$SS$$S&;vSŠJSi>e5-;2>H!#¿ (B 


¿SB#K#B#O¿ (B 


--MESSAGE FILE 21283 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
27html.html 


--MESSAGE FILE 21284 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0128htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYbDKEo=?= 

Date: 9 Sep 1997 09:36:46 GMT 

Organization: Playstation Net Yarouze 

Lines: 38 

Message-ID: <5v35be$143@newsl.scei.co.jp> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> 

NNTP-Posting-Host: 210.132.203.214 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9S1SI!" (J 
# ¢SBS3SN%U%) 3m! <SOA4SFKMSN21B, $G$9!#?.S8SITSSShHSE&SKe (Մ (“ ;; 


kanzaki wrote 

> ¢gSB2+K\SN#1#3%Z!<%S8SK= qš$sES"SlSkiI"sasbsj6u4VsJgsSssGsS9S1STI!"a( (J 

> ԱՆ ԱՄԱ ee n (UT¿$B%$-%c%C%7%e!#;¿ (J 
> ¿SBS$S3S1SOSIS&SSS&OUL#SJSsSGS7SgS&S+!# (J 


ESBI*M} SaSb%S jE (J ¿$B!'¿ (J PlayStation ¿SBS,<BAuS9Sk ¿(J IC ¿SB%sASC%sW¿ (J ~SBSN<BS"% 
I%1%9¿ (J 


¿SB%SUS oe a J) 
é$BOQM} Sa%b% ): (J ¿SB!'¿ (J ¿SBSsW%$m%0%i%S`CfSG%"%/%;%Ss9S9Sk ¿(J CPU ¿SBS,;HMQS9Sk;¿ (J 
2$BS"S1%139L>2 (J (¿SBJ*M)ša%b%jSNJLL>SHS7SF¿ (J) 


2S$BS;%0%aSsSHL>>oN!'¢ (մես ¢SBSt+!<SM%k!&S£!<%6!<%b!<%SI;HMOQOh: (J I cache¿$BM-¿ (J 


é ( 
¿$B!'¿ (IKO ¢SBS+!<SM%k%b!<%I;HMQ6hOh; (J 0 I cachezSBL5¢ (J 
¿$B!'¿ (Jk1 ¢SBS+!<SM%k%b!<%I;HMQ6hOh; (J 1 I cache; $SBM-; (J 
¿SB!J3F%Sb!<%$ISG%"%/%S;%92DG=S+ŠIS&S+Š,O[SJSk!K¿ (J 


I ¢SB%-%Sc%C%7%e¢ (J :Տ8 2 (JU ¿$B30ItL?Na%-%c%C%7%e¿ (J ( Instruction Cache ) 
R3000 CPU ¢SBS$,L?Na$r<B9T$9Sk;~SK; HMQ$9$k¿ (J 


ք ¿S$B%$-%c%C%7%e¿(J ¿SB!'¿ (J 0x1£800000 - 0x1f8003ff ( C tay ) 
¢ SB<+M3$K; HS ($k!) 3-%c3C%7SES$AS+SiB. $$S$s$G6S7$gz (J 


¢ SB2qQOwSNSWSm30%i%> SOLaDL3+!<SM%k%Sb! <SISGFOSSSFSSSKSNS+SJ$! 3 (J 
¿B$= care A (Jku kO A i SBSISISDS+SCSFSDF1IS8SISNS+SI5! 2 
# I ¿SB%-%c%$C%7%e; (J ¿$BM-L5¿ (J 2SBS"$k$+Si<BOTB. See eae i 


> ¿$B$=$1$H!";¿ (70::000000000:5853Տ515Օչ (J 
> ¿$B$I$s$J; Ean LHe LEN ShoeSRHOe O 222 
> ¢$B65S (SFS/S@S5SS! ՔՀ (J 


ESBS£E!<%6!<%b!<%I;HMOSNI, MW@-Sb46S8SFS*S58%S;SsS7!&!&3 (J 
2 SB<BSO! "A4A3S0$+SCSFSISSS7! #=S9TSTSF=PD>S7SFS—-S*S9! #3 (J 


einsiedler __ einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 21284 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
28html.html 
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--MESSAGE FILE 21285 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0129htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYbDKEo=?= 
Date: 9 Sep 1997 14:52:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <0Olbcbd2fS$f8835380Sfe0d84d2 @NIGHTMEA> 
References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> 
NNTP-Posting-Host: 210.132.13.254 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS3SsSKSASO!"¢ (Jkanzaki¿$B$G$9!#¿ (J 


kbo¿$B$5$s!#¿ (Jeinsiedlerz$BS5$s!#M-SjFqS&S4S6SSS*°S7S?! #e (J 


é $B$dA$C$H9=B$$,M}2r$G$-$^$7$?!#¿ (J 
éSBDI2ZCSG$*IIS-STSASC$$S*SIl#SISSS*S;Ssl#e (J 


0x000000000¿$B$J$s$G$9$,!"$3$1$O#1#6?JK!$G¿ (J 

¿SB9MS (Sk$sS$GS9ShHSM! #! Մ470ՇՏՇՏԲՏՏՏ25165Տ ($F$/$0$5$$!K; (J 
ESBHOS+Si#9S*SGSSS/SH?t; z$, $T$/STISkKSN$G1Q; zSKS9SkSH¿ (J 
az SBS+Si#f$*SGSNCMSKSJ$j4<!SNOLSK7+$ 4>e8, SkKSHOMS (SFz (J 
¿$B$h$m$7$$$s$G$9$+!#¿ (J 

¿$B$=$7$F!"¿ (J0<x<000000000¿$BS$SK%G!<%?$r3JG<$9S$SkSH!"¿ (J 

¿ SBS=SNC£SKSOSISNSOSiSSSNNLS, F~$k$N$G$9$+!)¿ (J 


¿SB9MS (J) $, 4Մ0ՇՏՇՏԻՏՏՏԵՏԻՏԵՏ7ՏԼՏ՞Տ:Տտչ(Մ(՞՞չչ: 


¿$B$*J9$-$7$F$+$i2?$J$s$G$9$1$I!"$3$I$NMXMQ2ACM¿ (J 
ESBS_S?SSSISNSOSTSSSsSSG$S9$+!) 2 (7 


¿SBS$S=$1$H!"; (Jeinsiedler:$BS5$s$,S*SCS7SCSCSFSS$?%S+!<SM%ke (J 
¿$B2?$G$9$1$I!"; (Jwindows; SBSGSb%+!<SM%kz (Ud11; SB$C$F8@$&$N$, $"S$5S%S93 (J 
¿SBShSM!#S3S1SN4JC1SJLr3dS$Sr65$ (SFSSS?S@S-—S?$SSSNSGS9S, !#¿ (J 


¿SBS$S4LBOGS$SDSS$SS$GS$SK!"%9%?%C%/$SN35MWSŠJ$SISbE:S (SFSSS$?S@S1Sk$Hz (J 
¿SBHs>oSKS$"Sj$,S?SSSGS9!#¿ (J 


¿SB:G8eSK@bL@M-SjFq$&S4S6SS$S*S7S?!#¿ (J 
kanzaki<kanzaki@green.ocn.ne.jp> 


--MESSAGE FILE 21285 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
29html.html 


--MESSAGE FILE 21286 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0130htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYDKEo=?= 

Date: 9 Sep 1997 18:18:10 GMT 

Organization: Playstation Net Yarouze 

Lines: 94 

Message-ID: <5v43t2Sm70@newsl.scei.co.jp> 

References: <Olbcbc85$3a0af480Sd10d84d2@NIGHTMEA> <Olbcbd2f£$f8835380Sfe0d84d2@NIGHTM 
EA> 

NNTP-Posting-Host: 210.132.203.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler չ585ՇՏ951511": (J (zSBKMSN;WS$$9~$S_SHLOA[S$GS$9$, 1": (J) 
# ~SBDOSSSNSG=q$-9~S_%(%i!<S$9SkS$+SJ!)¢(J Internet News ¿$B%P%0D>$C$F$k!)¿ (J 
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¿$B2a5n5-;v$$$0$/¿ (J 

> GPU ¿SB%šQO%15C%HEySGSO%"%I%1%9$N>e0L¿(J8¿SB%S%C%H$r;¿(JOx80¿SBSH7hŠaIU!&!&¿ (J 
> ¿SB%]%j%4%sEyS,¿ (J000900002$B!Az (700111100:5852045752585255845/1-Հ(տ551: (J 
> ¢eSBSIS/SISJS*S7T$?2! #2 (J 


ESBSISTSSSGS9!#CMOUSTS*STSgSE! #2 (J 


kanzaki wrote 
> 0x000000000¢SBSISSSGS9S, !"S3S1SO#1#6?JK!SG9MS (SkSsSGS9ShHSM; (J 
¢ SBKMSOS=SNSHS&$4S@SH; WSS9~SsSGS*S9! #2 (JOX gSBS,F,SKSDSSSFSkS7! #2 (J 


> չՏԹՏՀՏ/ՏԲ | " չ (J0x0000000002SBSK%G! <%?S$r3d0G<$9SkSH!"¢ (J 
> ¿$B$= SNCESKSOSTSNSOSASSSNATS, F~SKSNSGS9$+!) (J 


4 byte(= 32 bit) z$B!"SH;WSS$9~SsSG; HSCSFS*S9! #2 (J 
1 byte ¿SBSGSO¿ (J 00 ¢S$BS+Siz (J FF ¿$B$^$G!"$H$$$&$+¿(J 8 bit ¿$B3JG<$G$-$^$9!# (J 


¿$B%4%_DI2C$9$k$H; (J ¢SB2a5n$KOCS, $"SCS?ShS&SKz (J ¿ŠB%3j$SH%$k% (Ss%G%#%"%s¿ (J 
ESBSGS9SNSGz (J 1 byte ¢$BKh$K=g=x$,JQ$o$j4!"NcS$ (ՏՔչ (J 
// temp.c 
#include<libps.h> 
main(){ u_long *PTR = (u_long *)0x00150000; 
*PTR = Ox410070FF; /* z¢SB%a%b%jSK=q$-9~$_¢(J3 */ 
return 0; 


// ~SBS=S7SFz(J temp.c ¢$B$H%;!<%VS7!"3 (JDOS ¿$B$G¿ (J 

// gcc -02 temp.c -օ temp.o 

// gcc -Xlinker -Ttext -Xlinker 80100000 -o main temp.o 
// siocons 


// 1Բ41 

// main 

// go 

// [ESC] 

// dasave -ntemp.tmp -a80150000 -s4 
éESBSHS9SKkKSH!"¢ (J0x00150000 ¢SBSNFbMFS,2;(J temp.tmp ¢SBSKF~SjS*S9! #2 (J 
BZ¿SB% (SG%#%?EySG (J temp.tmp ¿S$B8+$2?; $K; ( (J EF 1 l: 41 zSBSHSISCSFSk! #32 (J 
( dsave ¿SBSO2+KN¿ (J P193 ¿$B!"¿ (JBZ ¢$B% (SGS#% J ¿SBSO:#SbS"SkSJSic (J 


ee se ԱՆՆԱՆ 
# ¿$BIaDL$O>e$N$h$&$I$3$H$7$A$CBLL\$G$9!#¿ (Jmalloc ¿$BEy$7$^$7$g$&!#¿ (J 
# ¿SBSQ@SCSF¿ (J 0x00150000 ¿S$BS,2?S+SKSDS+SoS1SFS?Si!"%O%s%0S9Sk2DG=@-Sb¿ (J 


> ¿SBS*J9S$S-S$S7SFS$S+S$Si2?SJSsSGS9S1SI!"S3S1SNMxMQ2ACM; (J 
> չՏ8Տ Տ2ՏՏՏՄՏԱՏՕՏՄՏՏՏՏՏՕՏ9Տ-ՀԼ) (Մ 


éSBL5G=S$ JIKMSKSO<ALGSNOU?*S9SKSHS3S$m$, So$+$j$*S;SsSGS7$?!#e(T (x_x)_ 


> ¿$B%+!<%M%k2?$G$9$1$I!"; (JIwindows: $BSG$b%+!<%M%kz (Jd11z ԱՏԱՆԱ 
> 2SBS"S5S*S9SHSM! #S3S1SN4I0C1STLr3d$r65$ (SFSS$?S@S-S?SSSNSGS9S, !#¿ (J 


éSBAG?MSNKMSKSOA4A3! "S5SCSQS4SGS9!#8<?MSN%US) Sm! <SrBTSAS*S7SgS&! #2 (J 


¿SBKMSNLQA[SKShS1SPS+!<%M%SkSO¿ (J ՕՏ ¿SBSNSJS+SGCf?4SHSJSkB8: SGS9!# (J 

:SBS* $= SiS/!"B>SNz (J GPU ¿$B$H$+$r@)8f$9$k$d$D$G!"¿ (JBIOS ; SBSEFDAUSTE asb%j¿ (J 
¿SBFbSIS3SGSbS "S %/%; %S9SGS- SF!" SE!I<% 56:ՀՏԵԼՀ5 ԼՏԱՏԱՏՈՏՕ ԱՆ Տ, ՏՕՏՏՏՕ: (J 
¿SBS7S?$3JS9SkSH%$+!<%SMSk%sb!<%IS$SNSW%Sm%0%i%` SK8e;OKv$5$;Sk!#¿ (J 
¿SBSHS+SSS&JXMxSJSDSNS+SJS!!) !TJ40A4SKLOA[! Kz (J 


> ¿SB%9%?%C%/SN35MWSJSISbE:S (SFSSS2S@S1SkSHHs>oSKS"S$j$, S?SSSGS9!#;¿ (J 


¿$B%$9%2?%C%/$O%SG!<%?$r01;-E*$KŠ[$&$j9—-$`=3j$G$9!#¿ (J 
¿$BJ?@Q$_S$NKN$N$h$&$K!"01HV:G=i$K$*$$$?$bS$SN$, OLHVS7S?SKSJIS 42 (J 
 SBSHS4S@S; SkSNSODL>O! "OLHV>eSNSG! <3?$@S1$GS9! #32 (J 


éSBKMSNCNSk>19g!"S"Sk%]SS%S%S?¢ (J (¢SBDL>0%1%8%9%?;HMO¢ (J Stack Pointer) 5855: (J 
2 SB<+M3$K; H$ ($k%a%b% jNNONSN : GBeHxSNS"S1%1S9$r%; SCSHSTSFS*S-!"3 (J 
ESBSG!<S?SrF~S1$?Si¢g (J ¿SBS=SNJ, $@$1%]%S%SsS?SŠr8: io ones T $7$?!#¿ (J 
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¿SB%G!<%?¿ (J ¿SB$r=PS$7$S2Si%]%$%s%?$rA)$d$S7S2S9!#%G!<%?%5%S%:SK9gŠoŠS; $F; (J 
¿E $B%]%$%s%?7$0$?$/$5$sA}$($?7$j8:$C$?7$jJ$7$^$9!#$3$N7k2L¿ (JStack Pointer 
E SB$OJ?RQQ$_SNZG!<%?$N:G>eIt$N%"%I%1%9$r<($7$^$9!#z (J 


¿SB$"Sk#C%3%s%Q%$%i$G$O4X?t8F$S=P$7$N$H$-$K%9%?%C%/$r;H$$$^$9!#¿ (J 
printf ("NetYarouze %d",a); ¢gSBSHS$+SdSkSH!"¢ (J"NetYarouze" ¢SBSN@hF, S"SI¢ (J 
ESBS1S9SH!"z (Ja ¿$B$N%"%I%1%9$, !"%9%?%C%/$KOl;~J]B8$5$1$?7$+$J!&!&!#¿ (J 


¿SBSAS?2; (Մ ¿SB2+KN¿ (J P13 ¢SBSKSHSkKSH!"<+FOJTQ?tSISISNO1; ~E*$J:n6HNNOh$O;¿ (J 
¿SB%9%?%C%/Cf$K3NJ]$5$1$k$h$&ľ$K;W$($^$9!#¿ (J 


> ¿$B:G8e$KQ@bLR@M-$jFq$&$4$6$$$^$7$?!# (J 


ESBBLI8$G$9$_$°$;$s!#:#EY! "KMS, :SSCSEFS?$Si=uS$S1S$SFS/S@S5SSSM!#¿ (I(^^; 


einsiedler einsidle@cb3.so-net.or.jp — _ 


--MESSAGE FILE 21286 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
30html.html 


--MESSAGE FILE 21287 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0131html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYDKEo=?= 

Date: 9 Sep 1997 18:25:06 GMT 

Organization: Playstation Net Yarouze 

Lines: 11 

Message-ID: <5v44a2Sm70@newsl.scei.co.jp> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> <Olbcbd2f$f8835380Sfe0d84d2@NIGHTM 
EA> <5v43t2Sm70@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler z$BSGS9S1SI!"=S@5!#¢ (J 


> ( dsave ¿SBSO2+KN¿ (J P193 ¿$B!"¿ (JBZ ¿$B%(%G%#%?¿ (J ¢gSBSO:#SbS"SkSI$iz (J 
> http://www.vector.co. jp/vpack/browse/software/sn034987.htm1) 


¿$B>e$N¿ (J URL zSBSOL58zS$GS7S?! #2 (J 
http://www.vector.co. jp/vpack/filearea/win95/util/bin/edit/ 
¿SBSG9%S-SJSDSNSrA*SVSHSSSSSGS7SgS&!#¿ (JBZ ¿$B$b$"$J$^$9! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 21287 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
31html.html 


--MESSAGE FILE 21288 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0132htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYDKEo=?= 

Date: 9 Sep 1997 18:59:55 GMT 

Organization: Playstation Net Yarouze 

Lines: 18 

Message-ID: <5v46bbSmaj@newsl.scei.co.jp> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> <Olbcbd2f$f8835380Sfe0d84d2@NIGHTM 
EA> <5v43t2Sm70@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
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>this be a dodgy scart lead ? 

>BTW - it works fine (black & white for NTSC) with the scart lead 
>supplied with the Yaroze. 

>The lead I got was not the official Sony one, but was supposedly RGB - 
>any ideas 

>e 


I have a sony 21 and 14 unlike the 21 inch it is not NTSC compatible (it 
displays the piccy in b/w). Have you got the manual, mine state what signals 
they accept. 


Black screen usually = either dodgy tv/dodgy lead/dodgy playstation :) 
You got a scart lead with your yaroze? All I got was a crappy RF unit. 


P.S - I do not use an offical RGB lead (which are overpriced rip offs) and I 
haveno problems. 


—-MESSAGE FILE 2247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00950 


—-MESSAGE FILE 2248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000951 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Tue, 19 May 1998 19:36:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <3561D12A.4A6C@livemedia.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4p11l@chuka.playstation.co.uk> 

Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


> Black screen usually = either dodgy tv/dodgy lead/dodgy playstation :) 


I'll try a different scart lead - I think the manual says it takes RGB - 
I'll check anyway. 


> You got a scart lead with your yaroze? All I got was a crappy RF unit. 
> 


yep - and I had to go out and buy an RF unit - since the TV I'll be 
using it with mostly is a crappy old non-scart one. (the Trinitron is in 
my living room - yaroze in my office) 


Charlie 
—-MESSAGE FILE 2248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00951 


—-MESSAGE FILE 2249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000952 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: When do you program and what do you listen to ? 
Date: Tue, 19 May 1998 19:21:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: p52-bittern-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Net Yaroze newsgroups message dump.txt Page 14271 


einsiedler ¿SBSGS9S1SI¿(J ¢SBS*S?Sb=S@5; (J (¢SBS@S$iS$1¢ (J 


> einsiedler ¿$B$G$9$1$I!"¿ (J (~SBKMSN;WSS9~S_SHLOA[SG$9S, !"z (J) 


ESBSOSOSO! " չ (J 


> ¢SBS=S7SF!"3z (J0x000000000¢ ay F J 
> ¿$B$= E sns E F~$k$N$G$9$+!)¿ (J 


> 
> 
> 
> 4 byte(= 32 bit)¿$B!"$H;W$$9~$s$G;H$C$F$^$9!#¿ (J 
ESBEVA3; (J 1 byte ¢SBSGS7$S?!#;WSS9~S_SOS*S=SmS7SS!#¢ (J 


ESBS ISHSKS (SSSCSHES" SSSG=G=xKS+SOSKSNSO!"¢ (J16zgSB?TI=5-SGSNS"SIS1SISNG (J 
ESBOLHVS7S?SN7e$Gz (J 4 r sn Ret (J 4 byte ¿SB%S;%C%HSGSJS3jS *S9!#¿ (J 


einsiedler einsidle@cb3.so-net.or.jp __ _ 


--MESSAGE FILE 21288 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
32html html 


--MESSAGE FILE 21289 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0133html1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?bWFrZRskQiUzJV41cyVJJE41KCVpITwkSyREJCQkRjxBIGQbDKEO=?= 
Date: Wed, 10 Sep 1997 17:00:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <341653A3.40AA@isl.intec.co.jp> 

References: <34150D74.141B@ga2.so-net.or.jp> 

NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿$B$N>>K\¿ (J ¢SB<BSGS9! #2 (J 


Koji Tanabe wrote: 

> ¿SB:#S5SiSJSsSGS9S1SI!"#M#R#I#M#ESKSDSSSFCNSmS&SH;WSCSF¿ (J 

> ¢SB3+H/%SD!<%k%SU%S) !<SiS* SNS"!<S+% S%VS+SI1!T#M#I#M#E#3#D!T¿(J 
> ¿S$B$r%@%&%s%m!<%TIS$7SF$S-SF!"#m#a#k#es3%s*%Ss%$ISG%j%Ss%S/¿ (J 

> ¿SBST7ShS&SHS7S?Si!&!&!&¿ (J 

¿S$B!JC£fN, !K¿ (J 


gcc ¢S$BS$,$3S1SFSSS*S9!#z (J 


¿SB%3%s%$Q%SS$S%SiS,;HMQOS9Sk%S9%?%C%/%S;%S0%a%s%*sHSN%S5%S%:S$S,==J,SGSJSSSHJ86gSŠr;¿ (J 
¿SB8@SCSFSSS2S9S, |": (JUgcc ¢SBSNS=!<%S9SUS!SSSkSr8+SFSSSTSSSNSG2?7?SHSHD8EAS (S*S;Ss! #3 (J 
¿SBB?J, !":GE, 2=SN%S$m%$8%SC%/SGS3$1SFSSSkSH;WS&SNSG!" (JMakefile ¿S$BCfSN¿ (J "gcc -O3" ¿$ 
B$N¿ (J 


¿SBItJ,$Sr¿ (J "gcc -Օ" ¿SBSNShS&SKJQ99S7SF%3%s%SO%SS%SkS7SFS_S?S1SIS&SGS7SgS&!) 


< minoru@isl.intec.co.jp > 
--MESSAGE FILE 21289 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
33html.html 


--MESSAGE FILE 21290 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0134htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVhJWI1ajZ1NFYDKEo=?= 

Date: 10 Sep 1997 09:06:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 106 

Message-ID: <01lbcbdc8$c540d300$c60d84d2 @NIGHTMEA> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> <Olbcbd2f$f8835380Sfe0d84d2@NIGHTM 
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EA> <5v43t2Sm70@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.13.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS3SsSKSASO!"¢ (Jkanzakiz$BS$G$9! #2 (J 
SSB: YS+S$/M-SjFQS&S4S6SSS*°S9! #2 (J 


¿SB2a5n5-;v$$$o$/¿ 

> GPU ¿$B%Q%1%C% Ae sss I%1%9$N>e0L¿(J8¿$B%S%SC%H$r¿(JO0x80¿$B$H7h$aIU!&!&¿ (J 
> ¿$B%$]%j%4%sEy$,¿(J00090000¿$B!A; ( (700188800չ $B$K0\$7$?$H$?$sA4$/I=<($5$1¿ (J 
> ¿SB$JS/SJ$SjJS S7S?!#¿ (J 


VV NV V V V 


ESBSISTSSSGS9!#CMOUSTS*STSgSE! #2 (J 


¿SB$S3SsSJS3SHSbS"SkSsSGS9S+!#22?S$SGSJSSsSGS7SgS&¿ (J ; 
{959351501 "7P83S7P$IZ$SHB+GD8+8 193$ SASM] "8398555838! 8; (J 
ESBCMOUS7TS*S9! #2 (J 


> 4 byte(= 32 bit)¢SB!"SH;WSS9~SsSG;HSCSFS*S9!#¢ (J 
> 1 byte ¿S$BSGSO¿ (J 00 ¿$B$+$i¿(J FF ¿$B$^$G!"$H$$$&$+¿ (J 8 bit zS$B3IG<S$GS-S*S9! #2 
(J 


£$B$3$1S,D{@5SKS"SCS?SdSDSGS9SM! #2 (J4 byte¿$B$G$O$J$/¿ (71 byte ¿$B3JG<$G$-$k¿ (J 
éSBSHSSS&S3SHSGS9SHSM! #2 (J 
ESBM}2r$G$-S*S7$?! #2 (J 


> ¿SB%4%_DI2CS9SkSH¿ (J ¢SB2a5n$KOCS,S"SCS?ShS&SK¢é (J er pr s 
> ° SBSGSOSNSGz ( (J 1 byte ¿$BKh$K=g=x$, JQSo$j!"NcS$ (SP¢ 
> // temp.c 
> #include<libps.h> 
> main() { u_long *PTR = (u_long *)0x00150000; 
> «ՔՂՔ = Ox410070FF; /* ¢$B%a%b%j$K=q$-9~$_¢(J */ 
> return 0; 
¿SB!JCfN, !Kz (J 
> S Ն (J0x00150000 ¿SBSNFbMFS,¿ (J temp.tmp ¢SBSKF~SjS*S9! #2 (J 
>  BZ¿$B%(%G%#%?Ey$G¿ (J temp.tmp 2$B8+$?;~$Kz (J FF 70 a 41 Q ss ss, s, 
> ( Jsave ¿SBSO2+KN¿ (J P193 ¿$B!"¿ (JBZ ¢$B% (SG%#%S2?2 (J ¿$B$O:#$b$"$k$J$i¿ (J 
> j E Ա Թո E a a 
> է ¿$BIaDL$O>e$N$h$&$IJ$3$H$7$A$CBLL\$G$9!#¿ (Jmalloc ¿$BEy$7$^$7$g$&!#¿ (J 
> # ~SBS@SCSFe (J 0x00150000 ¿S$BS,2?S+SKSDS+SoS1SFS?Si!"%O%s%0S9Sk2DG=@-Sb¿ (J 
> 


¿$B; 29M$K$5$; SFSSS?S@S-S$*S9!#SAScSSSHz (Imallocz$BSD$+SCSF3 (I(^^;;; 
BZ $B% (SGS#%S2S0; HSCS ?2S3SHSISSSS$GS9$, |" H$$$da$9$$$s$G$9$+!)¿ (J 
¿ $B; dSO¢ (JC++¢SBSN% (SGS#S?2?SrO0ZMOS7SF;HSCSFS*S9!#¢ (J 
¿$B?'!9$J%5!<%A$N5!G=$, S"SCSF;HSSSdS9SSSGS9! #2 (J 
¿SB4X?tS$SNDjJj5AS7S?SHS-Sb?'SbJQSoSjS*S9S$S7!#¿ (J 
ESB; WSS9~S_S@SCS?Si1S9SS$%S;$s!#011~3NG'S7TSKSSSCSFS_S*S9! #3 (J 
BZ¿S$B%$ (50985214: (J 


> ¿ SBLSG=$ JKM$ K$O<ALGSNOU?*$ 9SkKSHS$3$m$, $o$+$j$*$;$s$G$7$?!#e (U (x_x)_ 


éSBS9!"S$9SSS*S;Ss!#@bDLES, 0O-S+$CS?SGS9! #2 (J 
¿SB2a5n$K$"$C$?$d$DSG!"¿ (Jbaltex.h oe ce 1 J 
£SBS\!<3k%Q%?!<% sSKSD$$SFSASGSCSHCDLES, ՏոՏյՏ՞ oe 
ESBS3S1SISsSGS9S1ST!I"S5SSSWSkSNSXSC%OSUS! SSSKSN2ZrADSNz (J 
¿$B?^$,Fq$7$+$C$?$N$G!"!"!"!#$G$b$3$1$0!"IaDL$O:n$K$N$,¿ (J 
¿SBBgJQSJSNSGS7SJSSSNShS&SJS3SHS,S"SCS?SNSG!#¿ (J 
¿SBCj>]E*SJJ9S$S-J)Sr$7SFS7SSS!": .MpS591S?SH;WSSS*S9¿ (Մ(՞՞չչ 


> ¿SBKMSNLQA[SKShS1SP%S+!<%M%SkSO¿ (J ՕՏ ¿SBSNSJS+SGCf?4SHSJSkB8: SGS9!#¿ (J 

> ¿SBS*S=$i$/!"B>SN¿ (J GPU ¿$B$H$+$rQ@)8f$9$k$d$D$G!"¿ (JBIOS ¿$B$rFbAu$7%a%b%jė (J 
> “SppbsrS3sesbs"s S 39SGS- SFI"SF1<%6!1<Sb!<SISNSZWSmS0 a oo 

> E$BS7$?$5S9SkSHS+!<SM%kSb! <SISNSWSMS0S1%° SK8e; OKV$55; Sk! #2 (J 

> ° SBSHS+S5$&JXMxSISbSNS+SJ$!!) 1J40A45KLOA [ !K¿ (J 


ee 


ESBS=S&SSS&Lr3dSTSSSGSIS+!#S3S1SKSHSCSF!"$:$S$VS$sSLdBj$,5/$3$SCS?SNSGz (J 


Net Yaroze newsgroups message dump.txt Page 14273 


¿SB2?2SJSsS@S3SSSDSOSCSF;WSCSFSSS?SHS3SmSGS9!#¿ (Մ 


¿S$SB%9%?%C%/$O%G!<%?$r01;-E*S$KS$S[$&$S3j9-$`=3j$G$9!1#; (J 
¿$BJ?@Q$_S$NKN$N$h$&$K!"01HV:G=i$K$*$$$?$b$N$, 01HV$7$?$K$J$j¿ (J 
¿SB$HSj$@$;SkS$NSODL>o!"01HV>e$N%$G!<%?$@$1SG$9!#;(J 


E SBKMŞNCNŞk>19g: "$" $k% $$%SS%2?¢ (J (¿SBDL>o%s1%8%9%?;HMQ¿ (J Stack Pointer)¿SBSK;¿ (J 
¿$B<+M3$K; HŠ ($ tees NOLEN: s I%1%9S$Sr%;%C%H$7$F$*$-!"¿ (J 

ESBSG!<% ey LS?Sig (J չՏ8ՏՀ-ՏԱՄ, S8S1%]%S%Ss%?Sr8:SiS9!#SHS+SdSCSFS ee 
¿SB%SG!<%?¿ ¿$B$r=P$7$?$i%] ԱԱ Ե: S$9!#3G!<%?%5%3S%:SK9IGSOS; $F; (J 

ՀՏ) S աԱ Ա (525)8:Տ5ԸՏ25յ575՞ ԱՆ ՐՈՐ Pointer 

2 SBSOJ?@O$_$N%G!<3?$N:G>eIt$NS"S1 3139S r< ($7$*S$9! #2 (J 


VVVVVVVV VV 


ee ee re (JStack Pointer 
¿SBS$SNN, S@SCS?SSSGS9SM! #4X78S"S58%S; S55, ¿ (JU (“ °; 


> ¿SBS"Sk#C%3%s%QO%S%iSGSO4X?t8FSS=PS7SNSHS-SK%S9%S?%SC%/Sr;HS$SSS%S9!#¿ (J 
printf ("NetYarouze %d",a); ¿SBSHS+SdSkSH!"¿ (J"NetYarouze" ¢SBSN@hF, S"SI¢ (J 
> ESBS1S9SH!"z (Ja չՏ8ՏԱՏ"515159Տ5, !"%9%?%C%/SK01; -J]B8S55152S1SJ1&!&!#; (J 


v 


2 SBCNSi$:CNSi$:39%2%C%/SH4XS$0$4S, S"SCS?SNSGS9OS4! #3 (J 
2 SBSISKSVS$s=i24<Tz (J (^^; 7 ESBSISHSNSGIMIMIMI Hs (J 


ESBS*°S$?2¢ (J ¿$B2+KN¿ (J P13 zSBSKShSkKSH! "<+FOJQ?tSISISNO1; ~E*SJ:n6HNNOHSOg (J 
£$B%9%?%C%/CESK3NJ] $5$1Sk$hS&SK; WS (S*S9! #2 (J 


> ¿S$B:G8e$K@bL@M-$jFq$&$4S$S6$$$2$7$?!#; (J 


VVVVVVV 


ESBBLU8S$GS9$_$*S;S$s!#:#EY! "KMS, :SSCSFS?Si=uS1SFS/S@S5SSSM! #2 (Մ(՞՞չ 


ESBSSS (SSS (! #BGIQ; 29MSKSJSjJS S7S?!#; (JPSESBSNS* SKSeS"SkShSjS<S$s$<$s¢e (Մ(՞՞չչ 
YAROUZE¢ SBSN?M$ ?SA$, :n$C$?$[ $a$, | "NISS&*8K SeES"SKS, SGS-S=$&SIS5$$,$7$% 85 J(¿SB>P¿ (J) 


ae Re s $7$2?!#SISsSISsJY6/S7SF>/S7SGSb$*LrSKN) SFSkSh$&$, $s$P$j$*$9¢ 
¿SB!# 
s $SJ$S,Si!"lg=u$5%9;S$SFS/S@S5SS¿(J(“ ;;; 


kanzakix<kanzaki@green.ocn.ne.jp> 


--MESSAGE FILE 21290 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
34html html 


--MESSAGE FILE 21291 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0135html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJWELYiVqNnU0VhsoQg==?= 

Date: 10 Sep 1997 16:34:16 GMT 

Organization: Net Yarouze (SCE) 

Lines: 35 

Message-ID: <5v6i68Sp4b@newsl.scei.co.jp> 

References: <Olbcbc85$3a0af480Sd10d84d2@NIGHTMEA> <Olbcbd2f£$f8835380Sfe0d84d2@NIGHTIM 
EA> 

NNTP-Posting-Host: 202.247.139.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


¿SBSbS7$S+S7SF1"55%1%9!#¿ (B(^^; ESBSGSIOSM! #2 (B 


>0x000000000¿$B$J$s$G$9$, !"$3$1$0#1#6?JK!$G¿ (B 

>¿$B9M$ (SkSsS$GS9ShHSM! #! J4VOcSCSFSS$S$?Si65S (SFS/S@S585!Kz (B 
>ESBHOS+Si#9S*SGSSS/SH?t; z$, $JIS/STISkSNS$G1Q; zSKS9SkSH; (B 
>az SBS+Si#£S*SGSNCMSKSJS$4<!SNOLSK7+S4>eS, SkSHOMS ($F ¿ (B 
>i $B$h$m$7$$$s$G$9$+!#¢ (B 


ESBS=S&SGSO! #3 (B 
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>¢SBS=S7SF!"3z (BOx000000000; oe eee 2 B 
>¿$B$= A Ց, F~$k$N$G$9$+!)¿ (B 
> 
>¿$B9MS (J}$, 4V/0cSCSFSSSkS+SbS7S1S S;Ss¿(B(“ ;;; 


¿SBS=$1SO!";HS&?MS, 7hSa$k;vSGS9!#¢ (B 
¿SB#1#o#n#g!S#i#n#tSJSi#3#2%SS%sC%HS$GS9S7!" (B 
¿SB#s#h#o#r#t$JSi#l1#6%S%*SC%sH!#;¿ (B 
¿SB#c#hh#a#r$JSi#8%sSsSC%*HSGS7SgSŠS&!#; (B 


>¢SBS*JI9S—-S7TSFS$+$i2?SISs$GS9S1ST!"S3S1SNMxMO2ACM; (B 
>¿SBS_S?SSSJSNSOSJSSSSSGS9S+!)¿ (B 


¿SB$AŚgŠC$H!"<ALdA$NOUL#$, 2r$j$+$M$^$9$, 1" (B 
¿SB9u#P#SSN%7%š9%sF5%` — ԱՆՏ OO (B 
¿SBSGIaDLS$SK:n$C$?$i!"%S%+%1%Sk$s$8$c$J$S$G$7$g$&$+!) 


¿SB;HSCSFNISSSNSO!"@hF,S+Si!"¿ (B0Ox00090000¿S$SBS$SrB-S7S?NNOhS+SiSGS9!#¿ (B 
¿SBS?SVSs!#!J:#KN8+SFS$SJSSS+Si¿ (B*%;  SB!K¿ (B 


einsiedler:$BS5Ss$, !"S9SGSKS*EZS (S7TSFSSSiSCS7ScSSS*S9SM! #3 (B 


ESBHpHts !S$&!<Ss!"S=SsSISKS5SS@SCS?S+SIS$! 18: (8(՞՞չչ: 

¿SB#K#B#O;¿ (B 
--MESSAGE FILE 21291 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
35html.html 


--MESSAGE FILE 21292 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0136htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?ISO-2022-JP?B?GyRCJWELYiVqNnU0VhsoQg==?= 

Date: 10 Sep 1997 16:34:17 GMT 

Organization: Net Yarouze (SCE) 

Lines: 11 

Message-ID: <5v6i69Sp4b@newsl1.scei.co.jp> 

References: <Olbcbc85S$3a0af480Sd10d84d2@NIGHTMEA> <5v35be$143@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.175 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>D ¢SB%-Sc%C%7%ee (B ¿$B!'¿(B 0x1f800000 - 0x1f8003ff ( ` os (B ) 
> L SB<4M3SK; HS ($k!) %-%c%C%7%e$@$+$iB. S$5S5G5759; (B 


ESB2+?'K\#1#13Z!<38SK:\SCSFS*S9SM! #2 (B 
E SBSGSb!"S$3S1SCSF!"SISN3; %0%a%s%H$G; HS (SkS$s$GS7S$gS$&SM! #2 (B 
éSBSI$3$N%; S0%aSssHSGSbSSSSSN$GS7$g$&$t+!) ¢ (B 


¿SB:NSCSFSk%$SZ1<%8S,S"$jS%S79?Si1"SISJS?9+65S (SFS/SG@SS5SS!#¿ (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 21292 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
36html.html 


--MESSAGE FILE 21293 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0137html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVhJWI1ajZ1NFYDKEo=?= 

Date: 11 Sep 1997 06:09:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <0O1lbcbe79$33dd6980Scf0d84d2@NIGHTMEA> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> <Olbcbd2f$f8835380Sfe0d84d2@NIGHTM 
EA> <5v6i68Sp4b@newsl1.scei.co. jp> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 210.132.13.207 


Mi 


me-Version: 1.0 


Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


X 


—Newsreader: Microsoft Internet News 4.70.1161 


éSBS=$1S0!";HS&?MS, 7h$a$k; v$G$9!#¿ (J 
¿SB#1#o#n#g!S#i#n#tSJSi#3#2%SS%*C%*HSGS9S7!"¿ (J 
¿SB#s#h#o#r#tSJSi#1l#6%S%*sC%sH!#;¿ (J 
¿SB#c#h#a#r$JSi#8%S%sC%SH%$SGS7$gS&!# (Մ 


char¿$BS$SO¿ (U8bit;¿S$B8GD3j$_$?$SSGS9$S1SI!"¿ (Jint¿SBSO#c4D6-$G%SS%C%HI)¿ (J 


¿$ 
¿Š 

¿$ 
25 


VVVVVVV 


¿$ 


BS, 0c$&$_ S2SSSGS98, 1"; (Jsigned long ae S51 "> (Junsigned long int 
BSGSO!"2?%S%SCSHSKSISkSsSGS7SgSESt+! #2 (J 

BM>CLSGS$9$$8$°$;Ss$, !#SbS7S+S7SF!"  (Jinte ԱԱ S 
BSOSYSF!"¢ (J32bit¢ SBSJSSSGS7S9S&ST!"I"I"S&!<Ss!#; (J 


Berenice eee ԱՐՑ eee ՐՆԵՐ (J 
¿SBSGIaDLSK:nSCS?Si!"S$S%S+%1%SkSsS8ScSJSSSGS7SgS&S+!)¿ 


¿SB;H$SCSFNIS$SSNS$SO!"@hF,$+$i!"¿ (J0x000900002SBSrB-$7S?NNOhS+SiSGS9! #2 (J 
ESBS?SVSs!#!T: #K\8+SFSISSS+Si¢ (J^^; ESB! Ke (J 


einsiedler:$BS5$s$, !"S9SGSKS$*EZzS (S7TSFSSSiSCS7SCSSS*S9SM! #3 (J 
B5SSSr$D$1$*S9! #2 (J 


> eSBHpts! 3$&!<Ss!"S=SsSISKS5SS@SCS?S+SIS! 18: (Մ(՞՞չչ: 


¿$B 


——MESSAGE FILE 21293 END: 


37 


—-MESSAGE FILE 21294 START: 


01 


¿SB#K#B#O;¿ (J 


$*1~$ ($/S@S5S$SCSFM-SjFq$&S4S6$S$S*S7S?!#¿ (J 


kanzakix<kanzaki@green.ocn.ne.jp> 


html. html 


38html.html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYbDKEo=?= 
Date: 11 Sep 1997 06:10:57 GMT 

Organization: PlayStation Net Yarouze 


Li 


nes: 32 


Message-ID: <0lbcbe79S671f£f£880Scf0d84d2 @NIGHTMEA> 


References: 


16 


9$p4b@news1.scei.co.jp> 


NNTP-Posting-Host: 210.132.13.207 


Mi 
Co 
Co 
x 


VVVVVVVVV VV 


ka 
¿S 
¿S 


me-Version: 1.0 
ntent-Type: text/plain; charset=ISO-2022-JP 
ntent-Transfer-Encoding: 8bit 


—Newsreader: Microsoft Internet News 4.70.1161 


Page 14275 


>D ¿SB%-%Sc%C%7%e¿(J ¿SB!'¿ (J 0x1f800000 - 0x1f8003ff ( ¿S$B%9%S/%i%C%SA%SQSCSI;¿ (J 


> ¿ $B<+M3$K; H$ ($k!) %-%c%C%7%e$@$+$iB.$$$s$G$7$g¿ (J 


¿$B2+?'K\#1#13%Z!<%8$K:\$C$F$^$9$M!#¿ (J 
ESBSGSb!"S$3S1SCSF!"SISN%S; 50 SasstHSG; HS ( a aa a 
ESBSIS3SN%; S0%aSsSHSGSHSSSSSNSGS7Sg$&S4+!) 3 (J 


é$B:\SCSFSk%3Z!<%8S,S5"S5S*°ST7S?Si!"STISTS?S+65S (SFS/S@S5SS! #2 (J 
¿SB#K#B#O;¿ (J 
nzakizgSBSGS9!#¢ (J 


B65S (SFS$SS?S@SSS?SPSCS+SjSGOU8+S9SkSNSb2?SJSsSGS9S1SI!";¿ (J 
B3'S5SsS+Si65SoSCS?S3SHS+SiShSkSH!"¿ (J 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/000001 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/0000 


<Olbcbc85$3a0af480Sd10d84d2@NIGHTMEA> <5v35be$143@newsl.scei.co.jp> <5v6 


) 
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¢ SB2Z+K\ #34332! <S8SNSaSb% jS°SCSWSGIMS ($ 2S9SH¿ (J 

¢ SBNNOhSOS%; S0%aSS%HSUISTI ! "4X78STSSSNSGSOSTSSSGS7TSgS&S4+! #3 (J 
I3$B%-%C%C%7%eESNM-8z ! "L58z$KSISk%; %0%a%ğs%H$O$"$j$^$9$,¿ (J 
¢ SBS=SNB>SN%a%b% j 6U4VSKS02 ?$N5-=RSbSISSSNSG3 (J 

é SBS3SN#1#1%32Z!<%8SK=qSSSFS"Sk6u4VSr; HS ($P%;%0%Sa%s%H¿ (J 

é SBSHSS$$&35G0$O0STSSShS$&SKS*SbS$ ($*S$9S, !#¿ (J 

12 $B%-%cC%C%7%eSOLaADLSNS" SWS INNOHSNCESNS"SkItd, ՏՕչ (J 
¿SBS3SN%S-%c%$C%S7%e$bM-8z$KSJ$SkSHSSS&OUL#SG!"#D%—%$c%SC%7%Se¿ (J 
¿S$SBSO!"$3$S1$@$1$NLNE*$G;H$Š&$ŠH9M$ ($1$P%; %0%a%šs%HŠN¿ (J 

é SBL>>NSISISDS1SISSSHSSS$&S3SHSKSISkSHS&SI5$$,$S7$*°S9! #2 (J 


¿SB>!<j$SJ2r<aSJSNSGSaSAScS/SAScS+SbS$7S1S“$;Ss!# (J 


¿SBS4SaSsSJS5S$SS$S!#S*S=SiS/%4%S_SGS9¿ (Մ(՞՞չչ:չ 


kanzaki<kanzaki@green.ocn.ne.jp> 
--MESSAGE FILE 21294 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
38html.html 


--MESSAGE FILE 21295 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0139htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kanzaki" <kanzaki@green.ocn.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVhIJWI1ajZ1NFYbDKEo=?= 

Date: 11 Sep 1997 07:04:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <0lbcbe80$dd742900$cf0d84d2@NIGHTMEA> 

References: <Olbcbc85$3a0af480$d10d84d2@NIGHTMEA> <Olbcbd2f$f8835380Sfe0d84d2@NIGHTM 
EA> <5v6i68Sp4b@newsl.scei.co. jp> 

NNTP-Posting-Host: 210.132.13.242 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$B2?EY$b$9$$$^$; $s!#¿ (Jkanzaki¿$B$G$9!#¿ (J 


¿$ŠB;H$C$FNIS$S$SN$O!"@hF,$+$i!"¿ (J0x000900002SBSrB-S$7S?NNOhS+SiSGS9! #2 (J 
¿SBS?SVSs!#!J:#KN8+SFSJSSS+Si¿ (I^^; ESB! Ke (J 


einsiedlerzSBS5$s$, !"S9SGSKS*EzZS$ (STSFSSSISCS7TScSSS*SIsMl#ée (J 


V V V V V 


einsiedler; SBS5SsS$bS$*SCS7ScSCSFS*S7$?S, !"@hF,$+Si¢ (J0x<00090000¿SBS, ¿(J 
2$B37%9%F%* NNOHSGS9ShSM! փ: (J 


> ¢$B;HSCSFNISSSNSO! "@hF,$+$i!"¢ (J0x00090000¢SBSrB-$7$ ?NNOHS+SiSGS9! #2 (J 


ESBS+SiISHSSSESNSOZ (J0x000900012 SBS+$i%s" SWS INNOHSHS S$ &S$3SHSGS9SHSM! #2 (J 


¿SB$=$1$G!"A0$K;¿ (Jeinsiedler; $B$5$s$,$*SCS7ScSCSFSS$$?3 (J 


> GPU ¿S$SB%QO%1%C%$HEySGSO%"%I%1%9$N>e0L¿(J8¿$B%$S%$C%$HŠSr;¿(JOx80;¿SBSH7hŠaIU!&!&¿ (J 
> ¿SB%]%j%4%sEyS,¿;¿(J00090000¿$B!A¿(J001fff00¿SBSKONS7$?$H$?SsA4S/I=<($5$1l¿ (J 
> ¿$B$I$/$I$J$^$7$?!#¿ (J 


¿SBS3S1SO%S7%9%F%`NN0hSNKvC<S$H=EFESJSCSFSSSkS+SiSJSsS8ScSJSSSGS7SgS&S+!# (J 
¿SB?dB, SJUSNSG65S (SFSSS?S@S1S1SP9,SSSGS9!1#¿ (J 


kanzaki<kanzaki@green.ocn.ne.jp> 


--MESSAGE FILE 21295 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
39html.html 


--MESSAGE FILE 21296 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
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0140html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Koji Tanabe <ledace@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: make=?iso-2022-4p?B?GyRCUTM1LXiVzJUkkTiUoJWkhPCRLJEQkICRGPEFMZBsoSg==?= 
Date: Thu, 11 Sep 1997 17:32:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <3417AC89.21C8@ga2.so-net.or.jp> 

References: <34150D74.141B@ga2.so-net.or.jp> <341653A3.40AA@isl.intec.co.jp> 
NNTP-Posting-Host: 210.132.195.102 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


é$B>>K\$5$s!!$3SsSKSASO!*¢ (J 


> gcc ¢$BS$,S$3S1SFS$$*S9! #2 (J 

> ¿SB%S3%Ss%QO%$S%SiŠ,;HMQOS9SkKS9S?%C%/%;%0%Sa%Ss%*HSN%5%$%S:S,==J,$GSJSSSHJ869Šr¿ (J 

> ¿SB8@0SCSFS$S7$9$,1"¿(Jgcc ESBSN%=!<%9SU% ! SSSKSrE+SFS$SISSSN$G2 2 SHSb8eS ($^$; $s!# (J 
> 

> 


e ee C%/SGS3S1SFSSSkSH;WS&SNSG; (JAMakefile ¿$BCf$N¿ (J "gcc -O3" 
SBSN; 
> y $r (J "gcc -Օ" ¿SBSNShS&SKJQ99S7SF%3%Ss%SO%S%SkS7SFS_S?S1SIS&SGS7SgS&!) 


ee ՏՆՏ Տ S 

Makefile; SBSK860xS,S5"SCS?SsSGS9SM! #3 (J 

ESBS=S3SG!"S"SiS?SaSFe (I"ZS$B2+?'SSK\!ISr8+S?Si!"z (JP170¢SBSK:\SCSFS*S7S?! #3 (J 
¿SB!JA4A3!1"¿ (JMakefilez SBSKAXS7SFS"$5$0$+S@SCS$?!&!&3 (J) 
¿$B313%9!"K\EvV$K$"$J$, $H$&$4$6$$$^$7$?2!#!J#M!2#M!K¿ (J 


éESBEDJU! !9QFs!J¿ (JKoji Tanabe) 

<adj01472> 

<ledace@ga2.so-net.or.jp> 

--MESSAGE FILE 21296 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
40html html 


--MESSAGE FILE 21297 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0141html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJWELYiVqNnU0VhsoSg==?= 

Date: Thu, 11 Sep 1997 19:07:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5v8g3h$rcl@newsl.scei.co.jp> 

References: <0Olbcbc85$3a0af480Sd10d84d2@NIGHTMEA> <Olbcbd2f$f£8835380S$fe0d84d2@NIGHTM 
EA> <5v6i68Sp4b@newsl.scei.co.jp> <0lbcbhe79$33dd6980Scf0d84d2 @NIGHTMEA> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3417C2CF.339A@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 


kanzaki wrote: 


> charzSBSOz (J8bitzSB8GDj$_$?$SSGS9S1SI!"z (Jintzg $BSO#C4D6-SG%S%SCSHI} 2 (J 

> ¿$B$,0c$&$_$?$$$G$9$, !"¿ (Jsigned long int; SBI"; (Junsigned long int 

> ~SBSGSO!"2?SSSCSHSKSISkKSSSGS7SgS&S+! #3 (J 

> ¿SBM>CLS$SGS9SSS S;Ss%S, !#SbS$S7S+S7SF!"¿ (Jinte ՆԱՆ ԱՐՈՅԱՆ 

> ¿S$SBS$S9SYSF!"¿ (J32bit¿ s $B$J$S$G$7$93&S1! "I"I "Sg! <Ss!#; (J 

¿SB!!¿ (Jintz$BS0!"S$=SN4D6-SK: GSbE, $7$7?%S%CsHD9ŞKŞIŞK$ŞH2r<a$7ŞF$Ş$Ş$Ş$ŞhN$&ŞG$Ş9!#z (J 
ESB! !¢(J1l6¢SBSSSCSHe (J CPU¿SBSJSi!" (JintzSBSO¢ (JL6¢SBSSSCSHSKSISCSFSkShHSESGSI! #3 (J 


ESB! tz (768000:Տ8Տ5ՕԲԵԼԵ Հ (J32¢ESBSSSCSHSISNSG; (J32z¢SB%SSCSHS+Sb! #2 (J 
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ESB! tz (J8¢SBSSSC%He (J CPU Z80¿SBSN#C%3%Ss%SQO%SSSiSO¿ (JintzSBSOz (J16; SB$S%S$C%HSGS7S2?S, !#¿ 
(J 


¿SB!!¿ (JPSESBSGSO!ASIS&SISCSF$*$7$?$C$1!) 2 (I(^^; 
E $B!!$3$3$s$H$3; HSCSFSISSSNSGK: $1$*$7$2¢ (J (¿SB>P¿ (J) 


é$B!!7kO@SGS9$, !"¿ (J 


2$B!!B.EYSrMW5a$9$k>19g! JS?SHS$ ($Pz (Ufor;SB$k!<%$WSN%$+%&%s%?$SJSI!K$KSO¿ (Jint; $BS$r;HŠ&! 
(Մ 

éSB!!87L) $SKSSSCSHDISrMW5a$S5S1Sk; ~SOz (Jint¿SBSO;HSoSJSSJ)S, Sh$SmS7SSS+SH!#¿ (J 
--MESSAGE FILE 21297 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
4thtml.html 


--MESSAGE FILE 21298 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0142html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?is0-2022-jp?B?bWFrZRskQiUzJV4lcyVIJE41KCVpITwkSyREJCQkRjJxBTGOQbKEo=?= 
Date: Sat, 20 Sep 1997 19:53:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <3423AB2A.805@niftyserve.or.jp> 

References: <34150D74.141B@ga2.so-net.or.jp> 

NNTP-Posting-Host: 203.139.230.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASO! "23 (JIkrdzSBSG$9! #2 (J 


ESBS3%S%QSS%Sk;~SNz (J Stack Fault ¢$B%(%i!<SKSDSSSFSGS9S, !"z ( 
éSB4{SK2sEzSNSGSFSSSk!"¢ (JIgccz SBSN%S* SWS TaghseKGhskZstirshB>SK!": | (J 
¢ SB4D6-JQ?tSN@_DjSGSb>e<j$/SS$$/SH;WSSS*S9O! #3 (J 


set GO32=dpmistack val (val¿$B$KS$O==J, $SKBg$-SJ?tCMz (J) 
¢SB0J>eSN@_Dj$G; dSN4D6-$G6$0%3%S%0%S%kS,DLS5S*S7$?! #2 (J 
ESBS*°% Ա ՏԱՐԱՆՆ er S (J 


Stack Fault; $B% (%i!<$05/$3Sk$_S$?SSSGS9!#¢ (J 
2 SBS=$N>19g$b$3$NJ}K! SGBP=h=PMhSk$+$H; WSS$*S9! #2 (J 


krd (Yousuke Kuroda) 

CQD00245@niftyserve.or.jp 
--MESSAGE FILE 21298 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
42html html 


--MESSAGE FILE 21299 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0143htm1l.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: radheeth@fa2.so-net.or.jp (Saizo) 

Newsgroups: playstation.ny.program.beginner 

Subject: BG=?ISO-2022-JP?B?GyRCJEg1XSVqJTQ1c0k 9PCgbKEI=?= 

Date: Tue, 23 Sep 1997 02:02:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <19970923020230radheeth@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.239.202 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


S4$s!KSr2hLL>eSKI=< (S9SkSWsmS0Si%* $, :nS1S?SNSG!"GXz (B 


TMD 2 $B%b%G%k!J%]%j 
(S7S2SSSNSGS$9!#%U% n et (83202240: L SBSN2hA | $0:n$C$?SN$G$9z (B 


LSB7JSK3 ( (S$rI=< 


Net Yaroze newsgroups message dump.txt Page 14279 


ESBS, !"I=< ($N$5$; $+4$?$, J, $t$j$^$; $s!#z (B 


MoveImage¿$B4X?t$r;H$C$?>19g$0%]%j%4%s$, 2hA| SN8eSmSK1#S1S$FS7$*S&! #2 (B 
BGz SBSr; ԷՏ (SPSGS-SkSOS:SH9MS ($?! #2 (B 


SCE¿ ees (BBG. LZHz¢SBSO!"¢ (B* .bgdz $B%U%!%S%kSdz(B *.celzgSBSUS!%SS%kS, SDSSSFSFSh$/S 
ost: (B 

ESBSiSTSS!#S3S1SiSNSZUS!SS% k$K4X$9$k>pJs$b2?SbSISSs7!": n$jJ}$,$o$+$i$J¿ (B 

ESBSSSNSG<+J, SNSWSm%0%i%*> SKAHS_9~SaSJISS! #3 ( 
¿SB%3%s%T%el<%?2%_%e!<%8%C% /%%%, $8%s ! JEEGH? 7J9<R! Kz (B97/08; SB7n9fSN!V%$M%$C%H; (B 
éESBSdSm$ &$<40A4%°%9%?!<!WSHSSS&5-;vSKz (B bgdzSBSH$+¢ (Bcel¿ rae 3$SkS$r;HSoSJ$$¢ (BBG 
éSBSNI=< (3W3mS03i%>$,S"SCS?SNSG$3S1SrBGSA9~SsSG!"FOS-S%* $7821 #3 (B 


Di 


ESBSG!"<+J, $NSW%m%0%i%` SKAHS_ 9~SSS@SNS@S1ST!"S*S+S7S IT? 6SkIgSSSr<(S9! #2 (B 

OT; SBSNEPO?0LCVSG; (B ¿$B%]%j%4%s%b%G%k$rA0$K=P$7$F!"; (BBG; SBSr8eSm$KI=< ($5$1$kShz (B 
SBSESKS9SK!#!INCS (SP1"S] 3444 %sS$SO¿ (B OT= 0, BG¿S$BSO¿ (B ՕՂ-1:58Տ58: (B2;$B!KS$3S&S9S1SP% 
1332 (B 

LSBS45s%b%G%k$O; ( (BBG; SBShS jAOSKMhSF2hLL>eSKS_S (SkShS&SKSISkSOS:S@S, !"<B:]S0¢ (B 

GPU timeout ¿$B$,2?2s$+=P$F;¿ (BDMA bus error; SBSHSS$S&SNS$,=PSk! #S3SsSISUS&SK! #2 (B 


GPU 
(8 
GP 
(8 


Ս timeout :que=1, stat=560222ac, chcr=01000401,madr=00000003, func= 
0029e50) (801035bc, 00000000) 
U timeout :que=1, stat=56022628, chcr=01000401,madr=00000003, func= 
0029e50) (801025bc, 00000000) 
Ս timeout : que=1, stat=40022484, chcr=01000401,madr=00400005, func= 

(80029e50) (801035bc, 00000000) 
U timeout : que=1, stat=56022000, chcr=01000401,madr=00000003, func= 
0029e50) (801025bc, 00000000) 
Ս timeout : que=1, stat=40022212, chcr=01000401,madr=00008993, func= 
0029e50) (801035bc, 00000000) 

DMA bus error: code=80948000 

MADR[0]=00£ffffff 


MADR[1]=00ffffff 
MADR[2]=00f60007 
MADR[3]=00086800 
MADR[4]=00ffffff 
MADR[5]=00ffffff 


MADR[6]=001035bc 

GPU timeout:que=l,stat=52022000,chcr=01000401,madr=00000003, func= 

(80029e50) (801035bc, 00000000) 

--MESSAGE FILE 21299 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
43html.html 


--MESSAGE FILE 21300 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0144htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: radheeth@fa2.so-net.or.jp (Saizo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: BG=?1S0-2022-JP?B?GyRCJEGLXSVqJTQ1c0k 9PCgbKEI=?= 

Date: Tue, 23 Sep 1997 02:09:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19970923020953radheeth@fa2.so-net.or.jp> 

References: <19970923020230radheeth@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.239.202 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


GPU timeout: que=1, stat=52022000, chcr=01000401,madr=00000003, func= 
(80029e50) (801035bc,00000000)..... 


¢SBSHz (BGPU timeout2$B$,B3$/!#2hLLSNS [$&$0z (B5z $BICS4$HS$K99?7$5S$1$kS, ! "IA<LESCESN; (B 
ESBSDSN! #2 (B 


¿SBS*S+S7SSSNSO!"%SW%m%0%i%`SrJQ99S7SF!"S]%j%4%sSr8eSm!"¿ (BBGZSBSrA0! "SKI=<(¢z (B 
¿SB$5$1Sk$h$&!JNc$ ($Pz2 (B ¿$B%]%j%4%s¿ (B OT=4, BG; SBSNz (B OT=1¿ SBSH; (B22 $B! KSKS9SkSHI 
aDL$KF05$/¿ (B 
¿SBSNSGS9!#$S7$S+S7%]%j%4%sS,¿ (BBGZSBSKL#S1SFSFS0%2!<%* SK$JSiSJSSSNSG:SSCS?!# (B 


2 SB<+Jd, SG;WSSTUS/LdBjJEQ$SH$S7SFSO!"$]%jJ%4%s%-—%šc%i¿ (B2¿SBBNSG; (81100:58519535455Տ5-Է06չ 
¿SBS (SFSSSkKSNSG%G! <%?E>AwS, $*SKS"SOSTSSSNS+!) SHOMS (%]%j%4%s$r>/$J$/$7; (B 
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ESBSFS_S?S1SIF1IS8S@SCS?! #2 (B 


320x240 $B$N2NA|$r%]%j%4%s$N8e$m$KI=< (S9SkKSKSOSIS&S7S$?SiSSSSSNSGS7Sg$&!) (B 


Saizo radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/~dqb00718/ 
--MESSAGE FILE 21300 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
44html.html 


--MESSAGE FILE 21301 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0145html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?QkcbJEIkSCVdJWo1lNCVzSTO8KBsoSg==?= 

Date: Tue, 23 Sep 1997 10:45:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <34271F4C.1E37@isl.intec.co.jp> 

References: <19970923020230radheeth@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #2 (J 


Saizo wrote: 
¿$B!JCfN, !K¿ (J 


> ¿SBSG!"<+J, SNSWsms0%i% SKAHS_9~SSS@SNS@S1ST!"S*S+S7S I? 6SkIgGSS$r< ($9! #2 (J 
> OTESBSNEPO?0LCVSG; (J ¢$B%]%j%4SsSb%GSkSrA0SK=PS7SF!"z (JBG: SB$r8eSm$KI=< ($5S1SkSh¢ ( 
J 


> ¿SBS&SKS9Sk!#!JNcS (SP! "%]%jJ%4%SsSO¿ (J OT= 0, BG¿SBSO¿ (J OT=1l¿SBSH¿ (J2¿SB!KS3S&S9S15 


> ¢S$B%4%s%b%G%kSO;z (JIBG; SBShS jJAOSKMhSF2hLL>eSKS_S (SkShS&SKSJISkSOS:S@S, !"<B:] $O; (J 
> GPU timeout ¢$BS$,2?2sS+=PSF; (JDMA bus error: SBSHSSS&SNS, =PSk! #2 (I1¢S$BSsSJISUS&SK! #32 
(J 


¢ SB<ALGSNEZS$ (SKSOSJSCSFSSSISSSNSGS9S,!"z (JCPU <-> GPU zSB4VSNE>Aw%1!<%HS, ¿(J 
ESBITOBS@SCS?SNSG!";dSO¢ (J VRAM ¿S$B$K¿ (J BG ¢SBSrE>AwS7SFS*S—!"S923WSiSSSHSHS7SF3 (J 
ESBI=< ($55; $SFS$$^$9!#!JB?>/SW%m%0%i%`$OLLE]$/$5$$$G$9$, !Kz (J 


¿SBS?S@S7!"S3SNJ)K!SO¿ (Մ 640x480 15bpp ¿SBSN2hLLSKSO;HS(S S;Ss!#¿ (J 


< minoru@isl.intec.co.jp > 
--MESSAGE FILE 21301 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
45html.html 


--MESSAGE FILE 21302 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0146htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?bWFrZRskQiUzJV41lcyVJIJE41KCVpITwkSyREJCOkRjJxBIGQDKEo=?= 
Date: Tue, 23 Sep 1997 10:46:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <34271F8A.1781@isl.intec.co.jp> 

References: <34150D74.141B@ga2.so-net.or.jp> <3423AB2A.805@niftyserve.or.jp> 
NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #2 (J 
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I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
where he said that the best time to program the Atari Jaguar was late 
at night with loud techno music playing on the CD. This got me 
thinking, when is the best time to program the Yaroze and what do 
people listen to when they are doing it ? Personally it is late at 
night, although it can't be too late as I have to get up for work in 
the mornings : ( and the CD that I have playing a lot at the moment 
whilst I work is Mezzanine by Massive Attack ( although I did find 
some choral music on the radio the other day that seemed to work quite 
well ! ). How about you others ? 

—-MESSAGE FILE 2249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00952 


—-MESSAGE FILE 2250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000953 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: 19 May 1998 22:51:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01bd8378$844265a0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: 1135.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Richard Cutting <richard.cutting@virgin.net> wrote in article 
<3561da91.821128@news.playstation.co.uk>... 

> I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
where he said that the best time to program the Atari Jaguar was late 
at night with loud techno music playing on the CD. This got me 
thinking, when is the best time to program the Yaroze and what do 
people listen to when they are doing it ? Personally it is late at 
night, although it can't be too late as I have to get up for work in 
the mornings : ( and the CD that I have playing a lot at the moment 
whilst I work is Mezzanine by Massive Attack ( although I did find 
some choral music on the radio the other day that seemed to work quite 
well ! ). How about you others ? 


VVVVVVVV VV 


llpm -» 3am: Weekdays, 
Sunday afternoons. 
Garbage Version2.0, Beck, Sleeper, Ocean Colour Scene 


Craig. 


—-MESSAGE FILE 2250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00953 


—-MESSAGE FILE 2251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000954 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Tue, 19 May 1998 15:21:04 -0700 

Organization: Cisco Systems 

Lines: 20 

Message-ID: <356205D0.C10F7B25@netmagic.net> 

References: <3561da91.821128@news.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Richard Cutting wrote: 
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krd wrote: 


ESBS3SSSKSASO!"¢ (JUkrd¿SBSGS9!#;¿ (J 


ESBS3%SSQSSSk;~SNz¢ (J Stack Fault ¢$B%(%i!<SKSDSSSFSGS9S, |": ( 
2SB4 {SK2sEZSNSGSFSSSk!"¢ (Jgccg SBSN%* SWS TagiséKsnsk2siirshB>SK! "a ( (J 
¿$B4D6-JQ?t$N@_Dj$G$b>e<j$/$$$/$H; W$$$^$9!#¿ (J 


set GO32=dpmistack val (valz$SBSK$O==J, SKBg$-SJ?tCM¢ (J) 


¢ SBOJ>eSN@_Dj$G; dSN4D6-SGSOS3%3sSOS$SSkS,DLSIS*S7TS?2 #2 (J 


£$B%*%/%m$ rB?MQ$7$ ?7Bg$-SI%US!%S$% eens J 
Stack Faultz$B% (%i!<$05/S$3$k$_S$?SSSGS9!#¢ (J 
¢SBS=SN>19g$b$3SNI}K! SGBP=h=PMhSk$+S$H;WSS$S*S9! #32 (J 


VVVVVVVVVVVV VV 


Հ285- S&S+!"¿ (JDPMI ¿SBSN@_DjSNLdBjS@SCS$?SsSGS9SM!#¿ (J 


< minoru@isl.intec.co.jp > 
--MESSAGE FILE 21302 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
46html html 


--MESSAGE FILE 21303 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0147html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IFJHGyRCJE91XSVqJTQ1cOk9PCobKEo=?= 

Date: 23 Sep 1997 09:07:19 GMT 

Organization: Playstation Net Yarouze 

Lines: 76 

Message-ID: <6080s7$40n@news1.scei.co.jp> 

References: <19970923020230radheeth@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.203.200 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 
2 $B=q$-$J$, $i<+J, $G: .Mp$7SF0U2?*S7SFS$5 ?SNSHILFDMFS$H3 (J 
éESBSISCSFSSS?SNSGz (J (¿SBS5S1$SK4VOcS$CO9v¿; (J) ¿$B5-;v$r%-%c%s%; SKSTS*STS?2 #3 (J 


Saizo wrote 

> SCE¿ ere (JUBG.LZH¿SBSO!"¿ (J* .bgd¢g$B%U%!%S%k$dz (J *.celzgSB%U%!%3$%kS, SDSSSFSFSh$ 
/ՏօՏԻ: 

> sek seso SUS!SS% oe ee ee n$SjJ)$, SoS+SiSJ¿ (J 

> ¿$BSSSNSG<+J, SN$W%$m%$0%i%` SKAHS_9~SaSISS! #32 (J 


¿SB==J,S7$1SYSFSJSSSSSGS9S, !"¿ (JBG.1zh re eee 
main.c ¿$B$H$+8+$J$, $i; ԱԱ ss. 
> int MapIndex[8] = { 0, 1, 2, 3, 1, 2, 3, 1 }; 


ESBSIS<#8SDSISNS+M} 2rITG=$G$7$?! ##4SDSGSbFO0S-S*S9! #3 (J 
¿ $BLOMM$N=9gHV$r$+$ ($?S+SCS?SNSGS7SgS&S+!) 2 (J 


> GsSortFixBg16(BGDatat+i, BGWork[il, 


BGDatati ¿S$BSO¿ (J &BGData[i] ¿SBSHI=5-S7SFSbF1S8SGS9!#;¿ (J 


ESBS5$F!"%P%$%J%j%U%!%Š%k$O; (U (16¢ $B?JI=<(¿ (J) 

sample.cel ¿S$BSNQhF,¿ (J 8 byte ¢SBSO%X%CS@SNShHS&SGS9! 8: (J 

ESBIQ?te (J ncell ¿$BSO¿ (J 2 byte ¿SB$G¿ (J ¿SB%;%k?t$NS$ShS&$GS9!#¿ (J 
ESB=iSaSNz (J 4byte ԱԱ Տ ¿(J gSBCNSiSJSSSNSOKMS@$1$Gz (J 
¿SBS7$Sg$&S$S1$I!"; (JGSMAP; $B%U%) !<%^%C%H (J ¿$B$N>pJs$O$I$3$GF~<j!)¿(J 


ncell 


Net Yaroze newsgroups message dump.txt Page 14282 
ESB=iSaSNz (J 8 byte 22 03 00 CO 04 00 04 01 


é SBSH! "S=SNB3S—¢ (J u V cba flag tpage 
00 00 00 78 00 00 OA 00 
10 00 00 78 00 00 OA 00 
20 00 00 78 00 00 OA 00 
30 00 00 78 00 00 OA 00 


BGMap[i].base ¿$B$O>e$NItJ,$N:G=i$N¿ (J cha ¿$B$N8eIt$N%"%I%1%9$,¿ (J 
ESBSOSSSkShS&SGS9! #2 (711:5891: (Մ( 8 byte )¿$B$G¿ (J 1 ¢~SBSDSN%;%Sk%SG!<%?SGS9! #2 (J 
¿SBIUBOSN¿ (J TIM ¿$B$r8+$1ŞPM=A[$G$-$^$9$, !"S=S1S>S1$N%; Sk$Oz2 (J u ¿$B$, ¿(J 
¿SBOcSCSF¿ (J 16 bit ¢$B;2>HOhS,$:S1SFSSS“*S9!#2 (J 

¢ SBILTPM3$G3U%S1!<%* SPSC%US! SKAWSCS?2 (J TIM ¢SBSr<(S9SNSGS7SgSE! #2 (J 


sample0.bgd samplel.bgd ¿S$BSJS$SISOQhF,¿ (J 8 byte ¿$B$,F1$8$G!"¿ (J 
2 SBSWSm%0%i%* CESGHtSPS7SFSS$S$k:G=iSNz (J 4byte zSBSOITL@SGS9S1$I3 (J 


ncellw ncellh cellw cellh 
23 00 00 CO OA 08 10 10 


ESBS*S?!"S3S1SiSNSZUS!SSSkz(T 9 pyte¿SBLN0J9_S$SO!"¿ (Jshort ¢$B$G$=$1$>$1; 
00 002581": (J01 00¿$B!"¿ (J02 00¿$B!"¿ (J03 00 A (J80¢ sss sasata 
(J 
¿SBS=SN8eSK¿ (J 00 00 ¿SBS,¿ (U80¿SB8DS"Sj!"¿ (1 SBsSU%S$!%SSSkA4ILSG; (Մ 328 byte ¿SBS"S 
k!)¿ (J 


¿SB7W¿ (J160¢SB8DSN@hF, %"%I%1%9$,¿ (J Library Ref. ¿SBSKShSkSH (J GsMAP.index 

¿SBSG; 2>H55S11!"; ( J ncellw x ncellh = 10(=0A) * 8 = 80 ¿SBJBSsSGSk:(J 

O snn cna (J 00 00 ¢S$BSNz (J 80¿$B8DSOTITMW!): (J 

¿SBS3SN¿ (J 160¿SB8DSNCMSOç¿ (J ¿SB=c?h$K¿ (J u_short ¿SBSG%S;%SkHV9f (J O¿SB!" (J1¢SB!" 
¿(J2¿SB!"¿ (03 ¿SBS, JB¿ (J 

_ ԱԱ ԱԱ Ա ՆՅԱ cell ¿$B$,2hLL$K=P$^$9!#$3$NHV¿ (J 

ESB9FSGFbItSG; (J BGMap[i].base[zSBHV9fz (1) zSBSG%"%/%; S9S9SkSGS7SgSE! #2 (J 

¿SBCI-cSƏLOMMS, 2k! ՀՀՈՏՑՏԵՀՑ5197511": ( (JIncellw = ncellh = 1 ¢SBSKS7!"3 (J 

sample.cel ¿S$BS$SbC;S/SFSSSSSH;WSSS*S9!#%?%$S%j%s%0S5$1SkSNSG!&!&¿ (J 


//¿SBD(@G58e¿ (J/ / 


¿SBI=<(SK4XS7SFSGS9S, !"¿ (Jsample.cel o (J u_short ¿SBSNG[NSSN;¿ (J 
[ncel lh] [ncellw] ESBS, 5" SkS+SNSHSESKe (J ceo Ան ) ~SBO7TS&SHSESTSNSG3 (J 
¿i $BSW%m%0%i%`Cf$GG[Ns$rMQO0U$7$F$b$h$5$= t ՆԱՆ: ¿SŠBM=A[S$GS9!#; (J) 


ԱՆ j 5 te, ԱՐ ՆԱ: S7$SFSJSJS S;Ss!#¿ (J 
¿$B$^$?!"¿ (JinitB éESB4X?tSN:G8eSG; (J BGData [i]. ԱՆ ԱԱ ՅՐ ].h ¢SBSr¢ (J 
2 $B; a SiS1SISSSNSGS9S, !"$I$&$7$F$G$7$g$&$+!)¿(J 


` einsiedler __ einsidle@cb3.so-net.or.jp — _ 
--MESSAGE FILE 21303 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
47html.html 


--MESSAGE FILE 21304 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0148html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (Saizo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: BG=?ISO-2022-JP?B?GyRCJEg91XSVqJTQ1cO0k9PCobKEI=?= 

Date: Tue, 23 Sep 1997 23:02:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19970923230246radheeth@fa2.so-net.or.jp> 

References: <19970923020230radheeth@fa2.so-net.or.jp> <19970923020953radheeth@fa2. 
so-net.or.jp> 

NNTP-Posting-Host: 210.132.144.103 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


2$B3U%) 3m! <!"SISESbSGS9! #2 (B 


¿SBGX7JSK¿ (BTIM: $BSUS! $$%kS$rI=< (S9SkKSNSO!"z (B9ZSB7NCESOK: $1$k$3SHSKS7$?! #3] S4%43sz (B 
¿SBSGA4ItI=<(S7SFS7S S (SPSSSSSsS@!"SHEJIFS7S?2S"SH;WSSIUSSSF!"S=SASiSNz (B 
ԱՆ oO ares 


Net Yaroze newsgroups message dump.txt 


BG¿ $B; HMOK! $N8!>ZSO0SbS$&>/S7S"SHSG9OTSIS&S3SHSKS7S*S9! # 
ESBSK! "L5@UGSSGS9S1STI! #2 (B 


ESBS=S1SGSO! #¢ (B 


Saizo radheeth@fa2.so-net.or.jp 
http://wwwl.scei.co.jp/~dqb00718/ 

—--MESSAGE FILE 21304 END: net-yaroze-usenet/00000003- 

48html html 


—-MESSAGE FILE 21305 START: net-yaroze-usenet/0000000 
0149htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk 
From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: BG=?ISO-2022-JP?B?GyRCJEgGLXSVqJTQ1cOk9PC 
Date: Wed, 24 Sep 1997 22:34:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19970924223423bo0wy@t3.rim.or.jp> 
References: <19970923020230radheeth@fa2.so-net.or.jp> 
> 

NNTP-Posting-Host: 202.247.160.156 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


"einsiedler" <einsidle@cb3.so-net.or.jp>z¢SB$5$s$O=q$-— 
> ¢SBS*S?!"z (BinitBG() ¢SB4X?t$N:G8eSG;: (B BGData[i].w 
> ¢g$B;XDJSTSFSbIQ2=$, $_SiSlSJISSSNsGs9s, !"SIS&S7TSFSG$ 


2$B!!;d$b:G=iG: $s$@SN$G$9$, !"NPK\SNz (BGsSortFixBgl6;$ 
2 $B! &%USK%9%/%5!<SSSNS_¢ (B 


2$B!!SH=q$+S1SF$$$°S9!#z2 (BGsSortFixBg16z$B$r;H$e8B$j4$ 
2 SB9DS5SN@_D4jSOL5; k$5$1! ">oSKSUSKS9S/% 4! <SS35%S%1 SKS? 
2SBS5S1SFS7S*S&MMSGS$9! #2 (B 


¢$B!!FbF#!!10<yz(B <-> ¿$BK=0R; (B E-mail 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : ՇՕՇ000 
--MESSAGE FILE 21305 END: net-yaroze-usenet/00000003- 
49html html 


—-MESSAGE FILE 21306 START: net-yaroze-usenet/0000000 
0150htm1l.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk 
From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IEJHGyRCJEGLXSVqJTQ1cOk9 
Date: 24 Sep 1997 16:23:03 GMT 

Organization: Playstation Net Yarouze 

Lines: 8 

Message-ID: <60bep7S7p8@newsl.scei.co.jp> 

References: <19970923020230radheeth@fa2.so-net.or.jp> 
> <19970924223423bo00wy@t3.rim.or.jp> 
NNTP-Posting-Host: 210.132.203.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hideki Naito (bo0wy) wrote 
> ¢$B!!;d$b:G=iG:$sS@SNSGS9S, !"NPK\SNz (JGsSortFixBg16 
> ¢$B!&SUSk%S9%/%S5!<SSSNS_¢ (J 


ESBS"SIS, SHSESASESSS*S9!L#S*SCS2S/5SSESSSFS*S;$s$G$7 


Page 14283 


<+J, $G?6SC$?0CB¥2 (B 


SCEI/ny/program/beginner/000001 


3-SCEI/ny/program/beginner/0000 


'newsl.scei.co.jp!usenet 


gbKEI=?= 


<6080s7S40n@newsl.scei.co.jp 


S*S7S?!# (B 
¿$B!"¿ (BBGData[i].h ¿S$BSr¿ (B 
T7$SgS&S+1)¿ (B 


BSN!V2r@b!WSK; (B 


O!"¿ (86Տ86.Տ8ՏԱԼ) "2 (B 
%$%j%s%0O¿ (B 


bo0wy@t3.rim.or.jp 
75@niftyserve.or.jp 
SCEI/ny/program/beginner/000001 


3-SCEI/ny/program/beginner/0000 
'newsl.scei.co.jp!usenet 


PCgbKEo=?= 


<6080s7S40n@newsl.scei.co.jp 


2SBSN!V2r@b! WSK (J 


S?!#¿ (J 
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einsiedler __ einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 21306 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
50html.html 


--MESSAGE FILE 21307 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0151html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (Saizo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: BG=?ISO-2022-JP ?B?GyRCJEGLXSVqUTQ1c0k 9PCgbKEI=?= 

Date: Fri, 03 Oct 1997 19:14:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19971003191454radheeth@fa2.so-net.or.jp> 

References: <19970923020230radheeth@fa2.so-net.or.jp> <6080s7S40n@newsl.scei.co.jp 
> <19970924223423b00wy@t3.rim.or.jp> <60bep7$7p8@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.144.165 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


BG; SBI=< (Sr$9SkS@S1ISNSWSmMS0%i%° Sr:nSCSFS_S*S7S?!#2 (B 
http: iat scei.co.jp/~dqb00718/prog/1-bg01.1zh 


> éSBI=< (SK4XS7SFSGS9S,!"z (Bsample.cel ee eee (B 5 short ¢SBSNG[NSSN; (B 
> [ncellh] [ncellw] ¿$B$, SREE SNS RECSKI B ՀՏԹԵՍՏԻՏԵՀ (B) ¿SB07S&ShS&SJSNSG: (B 
> ¿i $BSW%m%0%i%`Cf$GG[Ns$rMQO0U$7$F$b$h$5$= o Արան յե 


¿SBG[NsMOO0US7SF:nSjJS S7S?!#%SP%SSSJSJ%SUS!%SSSkSO;HSCSFS2S;Ss!#%3%s%sT%Se¿ (B 
¿SB!<%?% Ն p S 97/08¿$B7Nn9f$N5-;v$r;29M$H$$$&$+LOJo$7$?$Q@z (B 
¿SB$1SJSsS@S1SI!# (B 


¿SB%3%s%*T%Se!<%?%S s ee SMSC% ԱԱ SE£!<%6!<SN2??MS,¢(B 
éESBGcSCSFSkSsS$@SmS&!)2(B ¢gSBS_SIS5SsGcSCS$F$*S9!) 


Saizo radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/~dqb00718/ 
--MESSAGE FILE 21307 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
51html.html 


--MESSAGE FILE 21308 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0152htm1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: takichika@jsn.justnet.or.jp 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?VEINVhskQiROJVE1LOSROREWkKNOp9NjJUKKCRGJC8kQOCQ1JCQbKEo=?= 
Date: Sat, 04 Oct 1997 14:36:25 +0000 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <34365469.4051@jsn.justnet.or.jp> 

NNTP-Posting-Host: 133.130.59.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


TIMVzSBSr; HSSS?SSSNSGS$S9S,!"z (JDOS: SBAK$+SiF~NOS 9S$k$H%Q%9S$,DLSCSFSSSISS$3z (J 

2 SBSH; WSOS1Sk% a%C%;!<%85, 5"Si$oS18* SOl#S ( o a 8 աաա 
¿SBSN%*%7%sMQSK=qS-49S (S?SSSNSGS9S, !!01BNSIS3SrSIS&JQS(S?SiShSSS+¿ (J 

¿$B2r$j$^$; $s!#¿ (UPC—-¿SB#9#8SG¿ (JAZ SB%S$ISiS$SVSK¿ (JIPSX;SBSJSIS,F~SCSFSSS$*S9!#:#<+Jd, $N 
; (J 

TIMV¿SBSPSCSAe ASUS! 3SSkSNFOMFSO0J2<SNSHS&S$ jISKSISCSFSSS*S9¢ 


set PSXBIN=a:\psx\bin 


set DLOAD=%PSXBIN%\psx\bin\dload 
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set LOAD=%PSXBIN%\psx\bin\load 

set WAIT=%PSXBIN%\psx\bin\wait.bat 
set GO=SPSXBIN%\psx\bin\go 

set SIOCONS=%psxbin%\psx\bin\siocons 
set TIMVIEW=%PSXBIN%\psx\bin\timview 


ESBSGS9!#S1$3$,0-SSSNS+65S (SFS/S@S5SS!l#e (J 
--MESSAGE FILE 21308 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
52html html 


--MESSAGE FILE 21309 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0153htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroki Chiba <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?b3BlbhskQiROOOgkJEp9N jUkKKCRGGyhK ?= 

Date: Wed, 07 Jan 1998 23:01:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <34B38AA3.7E92C171@fa2.so-net.or.jp> 

References: <0O1bd199bSafe83d20$LocalHost@guest00141> 

NNTP-Posting-Host: 210.132.193.133 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


> ES$B%O!<SI%GS#S9S/SKS"Sk2; 3Z2%US!SSSk! J#ste#tq! KSr:F@8S7SHS&SH; WSSSWoms0Sis> g (J 
> ¿S$SBC£fSG;¿ (J 
> ¢gSBHOFPHEFNSGSUS ! SSSkKSr3+S3S&SHS7$S?SiS&S*S/9ITS+S:;_SCSFSTS*SCS?S5STS*S9!l#¢ (J 


¿SB!!S$f1<%6!<%:%,%$%T1J2+?'S$SN%$ A $SK%$e%"%Sk!KSN#84#5%Z!<%8S$S+SiLNSrDL$9SH;¿ (J 
¿$ŠBJ, $+4$k$H; W$$$^$9$, ! "T8=`$G$O%Sa%Sb%j%+!<%I$NFI$_=q$-$0$i$$$K$7$+¿ (J 
¿$B; H$ (S*“$S;Ss!#¿ (J 


¿SB#P#C>eSNSUS!%$SSkSr#P#SSN%sW%m%s0%Si%`S+SiFIS_=qS-S9SkSKSO!"¿ (J 
¿SB%3%/%Sj%3!<%SPS5S$SsSN#T#F#3SHSSS&DL?.%SW%m%0%Si%`Sr;HSoS;SFSbSiS&SNŠS, ¿(J 


¿SBNISSS+SH;WSSS*S9!# (J 


# Pxx Axxxx Rxxxx ¿SBSHSSS&N"5;SbS"SkS1SI¿ (J (¿SB>P¿ (J) 
ESB! 1: (J 

eR CH wi EIR SERRE REE ARIS 

Hiroki Chiba 

e-mail:hchiba@fa2.so-net.or.jp 

URL: http://www02.so-net.or.jp/~hchiba 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


¿SB!!¿ (J 


--MESSAGE FILE 21309 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
53html.html 


--MESSAGE FILE 21310 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0154htm1l. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: open=?ISO-2022-JP?B?GyRCJE47SCQOkSn02NSQOJUEY jJMhsoQg==?= 

Date: 7 Jan 1998 16:18:29 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 58 
Message-ID: <34b3a956p2369@base.minoru.isl.intec.co.jp> 

References: <0O1bd199bSafe83d20SLocalHost@guest00141> <34b0c517p0235@base.minoru.isl. 
intec.co.jp> <01bd1a9b$87be7160SLocalHost@guest00141> 

NNTP-Posting-Host: 202.226.28.135 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <01bd1la9b$87be7160SLocalHost@guest00141>, nasu@mail.interq.or.jp 


Net Yaroze newsgroups message dump.txt Page 14286 


says. 
autos SB8 US! SSSkKSGSG!<S?SrS"SiSt+S8SaFI$_9~S* ee 9SFK\BNSN%a%b3j$, S=SUSHSKSh; (B 
ՀՀՏԹՏՇՏԲՏՕԼ"ՏՏՏՇՏՕՏՏՏաՏՄՏՇՏԲՏ7Տ՞ՏԵՏԱՏՕՏՕ)" չ ( 
S$ SBSH; WS$2; 3Z:F@8SH3US!3$% KgNO7S954575r5+HNSE ON smS0%1i% SrAHSsSGS$SS$F9TS—$:$%*S8Cz (B 
>¢ SBS? SNSG<ALGS5SS1SFSSS$?S@S-S*S7$?!#e (B 


ESBSHSSS&S3SHSO! "3 (B 

(1) ¿SB9u¿ (B PS ¿$B>e$K¿ (B seq ¢SB:F@8%WSm%0%i%* SrE>AwS7SFS*S/3; (B 

(2) ¢~SBI,MWSK1~S$8!"%0%=%3%sS$+Si¢z(B seq ~SB%US!%S% pees (B PS ¿SBSKE>AwŠ9SKk;¿ ( 
(3) ¿SB9u¿ (B PS ¿SBSG¿ (B seq ¢$BSUS!SSSkSr:F@8S9Sk; (B 

¿SBSHSSS&S3SHSGS9SM!#¿ (B 


>¿SB?7S?SKSSS-SES*“SC$S?SNSGS$?S9S1$FS/S@S5SS!# (B 

>> 

>> ¿SBNc¿ (B: ¿SB%U%S!%S%SkFbMFSr%SsasSb%jSKE83+;¿ (B 

>> void *ExpandFile(char *filename) ( 

>> int fd = open(filename, O_RDONLY), length; 

>> void *memory; 

>> 

>> /* open() ¿$B$,Ii$NCM$rJV$7$?;~$0%(%i!<¿ (B */ 
>> if (fd < 0) 


= 


>> return 0; 

>> length = lseek(fd, 0, SEEK_END); 

>> lseek (fd, 0, SEEK_SET); 

>> /* ¿SBKNEvSO¿ (B malloc() ¿$B$d¿ (B read() ¿$B$NJV$JCM$r%A%'%C%/¿ (B 
>> ESBS9SkSYS-S@S,!">IN,2(B :-) */ 


>> memory = malloc (length); 

>> read(fd, memory, length); 

>> close (fd); 

>> return memory; 

>> } 
>¢SB>eSNS5%stwskSr;HS*S&SHSTS?SNSGS9S, !"SUS!SSSkL>!J¢ (Bchar 

>* filename; $B!KSO!"SIS&5-F~S9SkSNSGS9S+!) 2 (B 

— Աա ՀԱԱ GS o oR 1 Յա. tim¿SB!ISQ@QSCS?S1SIS&S9S1SPShSSSNSGS9S+!) 
¿ (B 


¿$B;d$S,=q$$$?2%31<%ISO!"$Q%$=%3%s>eSGF0$+$9S3S$H$r0U?%$7SFSS$+$9SNSG!";(B 
filename ¿S$BSKSO¿ (B "c:\abc\tim.tim" ¢SBS,F~SjS*S9!#; (B 


>¿SBS=S$S1S$SH!"¿ (B 
>void *memory; 
>¿SBSO!"SISNShS&SJJO?tSN7?2SJSNSGS9S+!)¿ (B 


¿$B;X<(FbMF$, ITDJ$J%$]%S%s%?7?$G$9!#GS0USNS]%S$Ss%S?7?$O¿ (B void * ¿SBSK; (B 
ESBS-SCSISHSGS—S*S9!#S3S1SO5USK8@S&ESH!"S3SN7?SNIQ?tSr; HS&>19gS0; (B 
é$BI,S: ԱԱ -SCS9SHSTSF; HSOSTJSIS1ISPSISiSISS!"SHSSS&S3SHSGSb; (B 
ISBS"SjSA S9!#¿ (B 


¿$B0J2<!"M>CL$G$9$, !"¿ (Bseq ¢$BSUS!SSSkKSN?t$d%5%S%: Ee are a a 
PS gSBSN%atb%j>e$Kz (Թ LHA 2$B$G05=LS7$ ?%G! <%2$rE>Aw$ 9$k<j$b$"$j9°$9! իչ (B 

¢ SBOLHV: G=iSK=q$$$?7}K!$@SHz (B PSZSB"+"*%Q3=% Pe DE 3 tee 
¿SB7h$a$kI,MW$,$"$j$^ $95, I"S3SNJ}K!$J$ig ( (B CIP ¿SB$GE>Aw$G$-$^$9!#¿ (B 
¿SB2rE`%W%m%0%i%`$O%W%m%0%i%_%s%0%U%)!<%i%`$+$iS?SI$S1S2S9!#; (B 


<minoru@isl.intec.co.jp> 


--MESSAGE FILE 21310 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
54html.html 


--MESSAGE FILE 21311 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0155html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCJSIlSSVKJXMbKEI=?=" <stone-61@pp.iij4u.or.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCOHoyTDI7JCwkJiReJC89UCQ7JF4kOyRzISMbKEI=2?= 
Date: Thu, 8 Jan 1998 07:20:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 56 

Message-ID: <690veuSr4o@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.130.56.140 

Mime-Version: 1.0 

Content-Type: text/plain; 
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charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿$B!!8Zz2L2; $, $&$^$/=P$; $^$; $s!#; HMOS9Sk: (BVAGZ SBS, ¿ (B 
¿SB#1SDSNSHS-SOSSSSSNSGS9S, !"T#?CSKSISKSH! "2 (B 
SsUtKeyOnz$B!!$,%(Si!<SKSISjS*S9! #3 (B 
éESBS7S+S7!!¢ (BSsUtKeyOn;$B!!SN!!¢ (Bprogz $B! JsW%ms0%i% HV9F!KS,¢ (Թ 
ESBHO!! SN; ~SO% (Si !<SO=PS*S;Ss!#2 (B 


¿$B!!¿ (Bmkvab;$B!!$d!!z (Bvabsplitz$B!!$5N;HSSJ}$,4V0cSCSF3 (B 
ESBSSSKSNSGS7SgS&S+! #2 (B 


LSB! 1ԱՇՏ (SP#2SDSNz (BVAG; SB! "¿ (BBBB.vagz$B!"¢ (BCCC.vagz$B$r;HSCSF!"¢ (B 
AAA.vab;$B!J¢ (BAAA. 25847: (Bhz$B!"¢ (BAAA. ¢-SBtv#b! KSr:nSkSHS7S$%*S9! #2 (B 


C¿SB!'!o!d (Bmkvabz$B!!¢ (Bsimple.def;$B!!¢ (B-o7$B!!¢ (BAAA.vab;$B!!¢ (BBBB.vag¿$B!!¿ (B 
CCC.vag 
C¿$B!'!o!d¿ (Bvabsplit;$B!!¢ (BAAA.vab 


é$B!!S3SNShS&SK<BOTSTS?SNSGS9S, !&!&!&¿ (B 
simple.def;$B!!S0; (B 


VabHdr 
form = 'VABp'¿$B!!¿ (B 
éSB!!¢(Bver = 027 
id = 0 
fsize = 0 
ps 
ts 
vs = 


1 
1 
2 


ProgAtr 0 
tones = 1 
mvol = 127 
mpan = 64 

VagAtr 0 0 
prior = 0 


prog = 0 
vag = ¿SB#1¿ (B 
vsize 
0 


¢é$B!!S3SNMMSKS7SFSSS“°S$9! #2 (B 
¿SB2r7hJ)K!SoS+SkJ)!"65S (SFS/S@S5S$! #2 (B 


--MESSAGE FILE 21311 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
55html.html 


--MESSAGE FILE 21312 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0156htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCOHoyTDI7JCwkJiReJC8 9UCQ7JF4kOxsoQg==?= 
=?1SO-2022-JP ?B?GyRCJHMhI xsoQg==?= 
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Date: Fri, 09 Jan 1998 00:18:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 105 

Message-ID: <19980109001841lkamon@mail.web-hyogo.or.jp> 
References: <690veuSr4o@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESBS3SSSASO! #2CLGSGS9O! #3 (B 


¿SŠBB0@-Dj5A%SU%!%$SSk ¿ (B(¿SBS3SN>19g¿ (Bsimple.def) 585, 4V0cSCSFSSSkS$H;WSSS*S9! #2 (B 


C¿SB!'!o!d (Bmkvab;$B!!¢ (Bsimple.def;$B!!¢ (B-o7$B!!¢ (BAAA.vab;$B!!¢ (BBBB.vag¿$B!!¿ (B 
CCC.vag 


¿SBSN>19g!$¿ (Bsimple.defz$BSr0J2<SNShS&SKS7SFS_SFS/S@S5SS! #2 (B 


VabHdr 

form = 'VABp'¿$B!!¿ (B 
éSB!!¢(Bver = 027 

id = 0 

fsize = 0 

ps = 1 

ts = 1 

vs = 3 


ProgAtr 0 
tones = 1 
mvol = 127 
mpan = 64 


ProgAtr 1 
tones = 1 
mvol = 127 
mpan = 64 


ProgAtr 2 
tones = 1 
mvol = 127 
mpan = 64 


VagAtr 0 0 
prior = 0 


pan = 64 


prog = 0 
vag = 1 


VagAtr 1 0 
prior = 0 
mode = 0 
vol = 127 
pan = 64 
center = 72 
shift = 0 
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min = 0 
max = 12 
pbmin = 
pbmax = 
ar 2 
dr 
sr 
rr = 
sl = 
prog 
vag = 2 


VagAtr 2 0 
prior = 0 
mode = 0 
vol = 127 
pan = 64 
center = 72 
shift = 0 
min = 0 
max = 127 


2 SBS3$1$G63*%CS1! <SQSH; WSS$*S9! #SDS7S+$7$2Si! $$*S$RAVOCSCSFSKS+SbHS7$1$%S; ¿(B 
¿SBSsS, !S!S!S!# (B 
¿$B<+M3$K2; $, =P$; $k$h$&$K$IŞK$^SG; ~4V$, $+$+$J$^$9$, !$$, $5$P$C$F$/$0$5$$z (B 
ESB! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21312 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 


56html.html 


--MESSAGE FILE 21313 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0157html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?iso-2022-jp?B?GyRCTmtMWjkvOSObKEI=?=" <nasu@mail.interq.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?b3BlbhskQiROOOgkJEp IN jJUkKKCRGGyhCMw==?= 
Date: Sun, 11 Jan 1998 17:37:25 +0900 
Organization: PlayStation Net Yarouze 
Lines: 45 
Message-ID: <69a0pcS7nv@newsl.scei.co.jp> 
Reply-To: "=?iso-2022-jp?B?GyRCTmtMWhsoQiAbJEI5LzktGyhC?=" <nasu@mail.interq 
NNTP-Posting-Host: 210.157.11.16 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBNKLZSGS$9! #2 (B 


.ՕԷ.յք» 


¿$B>>K\¿ (B ¿$B$5$s!"¿ (BHiroki ¢$BS5$s$"S4S,SHS&S4S6SSS*°S9O!#!T! IMM! TShSj!ISSSs!ISNS[S 


&$, O1HL¿ (B 
¿SBE*S_$?$S$SSGS9SM!#?2?=S$7LuS"Sj$2$S;SsSGS7S?!#!K; (B 


¿SB65S (SŠFS$$2?SG@SS$?2%U%S!S$Sk$N07$SSS+S?$rŠDS+$CSF!"4JC1$J%SW%$mS0%i%$`SGS9$,AH$sSGS չ (B 
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ESBS?SiS&S*S/SSS—-S*°S7S? 1 #! T#wHitn#AHOFUFSMOSGSIS, !"!K (B 
¿ $BK\Ev$K=u$+$J$^$7$?!#¢¿ (B 
2$B!2!22 (B 


ESB! d#P#C>eESNSUS!SSSkSr#P#SSNSWSMS0S1i%S> S$+SiFIS_=q$-S9SkSKSO!"¢ (B 
£$B!d%3%/%5%S3!<SPSSSsSN#T#HPH#3ISHSSS&DL?. SW3mS0%1i%° Sr; H$o$; SFSbSiS&SNS, Հ (B 


¿SB!dNISSS+SH;WSSS S9!#¿ (B 

¿SB!d¿ (BH Pxx Axxxx Rxxxx ¿SBSHSSS&N"5;SDbS"SkS1STI¿ (B(¿SB>P¿ (B) 
Hiroki ¿$B$5$s!"#T#F#3$SH$S$S$&%SW%Sm%S0%Si%S`SNF<2<j@h$r65$ (SFSSS$?S@S1STSSSGS7SgS$&S+!) 2 (B 
¿SBS=S1SH¿ (BE Pxx Axxxx Rxxxx; SBSCSFSISsSGS9S+!)¢(B 

ESBSMSCSHSd$m$ &$<S$CSF!I"S*°SKSeES"SkKSK=GSSSFSISSS3$SHS?S/$5S$sS"$45%S;$s!)2(B 

2 SB! J%9SWSiSSSHSN: 81GH?E>SHS+!"!Kz (B 


2$B!2! 2#O#P#E#NSN; H$$J}65$ ($F; (83 

ESB%asbSj!<S+!] SISr#O#PHEENS 7 !"SUS!SSSkSr34+S/S3SHS, SGS-S?SNSGS9S, !"=q$-9~S* $3SHz (1 
ESBS, ՏեՏ՞Տ/91Տ-Տ՞Տ:Տտ| փ. (B 

¿SB=q9-1ItJ,SO!"¿ (B 


ա 


delete (name) չքուուք( "del file\n"); 
fd=open( name, O_CREAT|1<<16) ; 
close( fd ); 
if(fd = open( name, O_WRONLY) < 0 ){ 
printf( "cannot open file!\n" ); 
close( fd ); 
return; 


} 

lseek( fd,0,SEEK_SET ); 

if (write (fd, (void *)buf,128*4) Հ (128%*4 )){ 
close( fd ); 

return; 


} 
close( fd ); 


ESBSGS9! 4. (B 
ESBSUS! SSSkSOSAScSSSH:nSiS1SkSNSGS9S, !"SWS1S9SFS,;_SCS?SISTSFSE&S*S/9TS-S*S; Ss! #3 (B 


ESBSISIS?$+860x!u2r7hK! So$t+SkJI}$$S$*S7S?Si65S (SFS$S/S@S5$S!+#¿ (B 
ՀՏՑՏիտոտ7Տ/5"4)55575՞Տ91չ (B 


--MESSAGE FILE 21313 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
57html.html 


--MESSAGE FILE 21314 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0158html1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Jiro Sezaki <sezaki@interlink.or.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: balltex.h? 

Date: Mon, 12 Jan 1998 23:28:02 +0000 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <34BAA702.874A5DFC@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.211 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


¿SBS3SsSKSASO!#¿ (B 


¿SB%5%s%SsW%$k%W%m%0%si%S`SG;¿ (B ¿$B!V¿ (Bbal1.h¿SB!WSHSSS&J*Sr;HSCSFSSS S9S, !"¿ (B 
¿SBS3SNJQSoSJSK#T#I#M%SG!<%?Sr;HS&SHS9SkSH!"SISNShS&SK%W%sm%s0%i%` ¿(B 


¿SBSrJQ99S7S?SiSSSSSNSGS7SgS&S+!)¿ (B 
ESB>\S$7$/65S (SF2<S5SS$!#¢ (B 
ESBSh$SmST%/!*3¢ (B 


¿SB@%:j¿ (B ¢SBFsO:¢ (B 
E-mail 


sezaki@interlink.or.jp 


--MESSAGE FILE 21314 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
58html.html 
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I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
where he said that the best time to program the Atari Jaguar was late 
at night with loud techno music playing on the CD. This got me 
thinking, when is the best time to program the Yaroze and what do 
people listen to when they are doing it ? Personally it is late at 
night, although it can't be too late as I have to get up for work in 
the mornings : ( and the CD that I have playing a lot at the moment 
whilst I work is Mezzanine by Massive Attack ( although I did find 
some choral music on the radio the other day that seemed to work quite 
well ! ). How about you others ? 


VVVVVVVVV VV 


Since I work during the day, I usually program between about 10:00p - 
4:00a. I skip sleep to work on the Yaroze---hey, you gotta have 
priorities, aye? For music, techno or soft jazz will do. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00954 


—-MESSAGE FILE 2252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000955 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: 20 May 1998 00:55:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <slrn6om4agf.buk.tjs@indy16.cs.monash.edu.au> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Tue, 19 May 1998 19:21:57 GMT, Richard Cutting 
<richard.cutting@virgin.net> wrote: 

>I read a quote from Jeff Minter today ( he of the Llamasoft games ) 

>where he said that the best time to program the Atari Jaguar was late 

>at night with loud techno music playing on the CD. This got me 

>thinking, when is the best time to program the Yaroze and what do 

>people listen to when they are doing it ? 


Once upon a time it was late at night, but these days i find that 

i don't work so well after 12. maybe because i don't drink coffee 
any more. it generally takes me an hour or so to drop back into 
the fast programming mindset, so the answer now is, whenever i can 
get more than about 2 hours at a time, when i'm not falling asleep. 


As to music, generally goa or trance techno or gothic/industrial. 
Having a fairly constant beat is important. I guess programming's 
sort of like rowing in that sense. 


toby. 
-—-MESSAGE FILE 2252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00955 


—-MESSAGE FILE 2253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000956 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: RUA NeGcon or mouse owner? 

Date: Wed, 20 May 1998 11:51:39 +0100 
Organization: The Hex Heroes 

Lines: 7 

Message-ID: <3562B5BB.289E@writeme.com> 
References: <355FQ0BE.7B7F@writeme.com> 
NNTP-Posting-Host: at1l4-016.publab.ed.ac.uk 
Mime-Version: 1.0 
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--MESSAGE FILE 21315 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0159htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: open=?1ISO-2022-JP?B?GyRCJE47SCOkSn02NSQOJEYDKEI=?= 3 
Date: 13 Jan 1998 16:23:48 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 38 

Message-ID: <34bb9372p8198@base.minoru.isl.intec.co.jp> 
References: <69a0pcS$7nv@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.226.28.128 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 


In article <69a0pcS7nv@newsl.scei.co.jp>, nasu@mail.interq.or.jp says... 
> lseek( fd,0,SEEK_SET ); 


¿SB%ša%Sb%j%+!1<%I%7%9%F%`SO¿(B lseek() ¢S$BSr%5%]!<SHS7SFSSSIS+SCS$?2SH; WSSS*S9! #3 (B 
> if (write (fd, (void *)buf,128*4) < (128*4 )){ 


¿SBB>%"%W%j%1!<%7%g%s$,=q$-9~$s$@%G!<%?$r8+$1$P$0$+$j$^$9$, !"@hF,¿(B 128 ¢$BSP%S%HSO 
¿ (B 

¿SB%"%$%3%s$d%?%S%H%kSG;HMOS5S1SF$S$S2S91!#0J2<$SO;d$, ;HSC$SF$SSk%X%C$@%U%!%$%kSGS9$, IME 
(B 
¿SBShS+SCS$S?Si;HSCSFS/S@S5SS!#¿ (B 


[BRK RK KKK KKK KK KKK KK KK OK OK OK KK OK OK KK KK 


card.h 

memory card header file 

TKK KK KK k k k k k k k k K k K K K k K K K k K OK k K KOK K K KOK k K KOR k O KOR KK / 
#if !defined(_CARD_H) 
#define _CARD_H 
#include <sys/types.h> 


typedef struct { 
u_char idl; /* id 'S' */ 
u_char 142: /* id 'C' */ 
u_char mode; /* ver:4(=1) icons:4(1-3) e.g. 0211 means 1 icon defined */ 
u_char version; /* must be 1 */ 
u_char title[128 — 4 - 32]; /* S-JISZ string */ 
struct _CARD_ICON { 
u_short clut[16]; 
u_char data[16 * 16 / 2]; 
} icon[1]; 
} CARD; 
typedef struct _CARD_ICON CARD_ICON; 


#endif /* !_CARD_H */ 
<minoru@isl.intec.co.jp> 


--MESSAGE FILE 21315 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
59html html 


--MESSAGE FILE 21316 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0160htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: balltex.h? 

Date: 13 Jan 1998 16:23:48 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 52 

Message-ID: <34bb9372pal98@base.minoru.isl.intec.co.jp> 
References: <34BAA702.874A5DFC@interlink.or.jp> 


Net Yaroze newsgroups message dump.txt Page 14292 
NNTP-Posting-Host: 202.226.28.128 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <34BAA702.874A5DFC@interlink.or.jp>, sezaki@interlink.or.jp says... 


>¿SB%5%Ss%*W%k%W%m%0%i%`SG¿ (B ¿SB!V¿ (Bball.hzSB!WSHSSS&I*S$r;HSCSFSSS*S9S,!"3 (B 
>¿$SBS3SNJOSoSJSK#T#I#MSG!<%?S$Sr;HS&SHS9SkSH!"SISNShS&SK%SW%m%0%i%`J¿ (B 


>¿SBSrJQ99S7S?SiSSSSSNSGS7SgS&S+!)¿ (B 


SCEI ¿SB$N%5%s%W%k%W%m%0%i%`$KEz$($,$"$3$2S91!#$2$HS(SP!"¿(Bsndcube 
¿SBSN¿ (B main.c ¿SBSr8+$k$H!"0J2<$N$h$&SKSJSC$F$SS S9!#¿ (B 

tex_addr ¿$B$K$O!"¿ (BCIP ¿SBS$SJS$SISGE>Aw$7S?%G!<%?$N%$"%I%1%9$,F-SkS$H¿ (B 
ESBOMS (ՏԲՏ/5055ՏՏ14չ (B 


¿SB2qOwSNJ)SNS[!<%`%sZ!<%8Sd¿ (B Yaroze Japan ¿$B$N2a5n$N9f$K$b2r@b$, ¿ (B 
éESBS"SCS?SH;WSCS?SNSG! "C5S7SF8+SFS/S@S5SS$! #2 (B 


<sndcube :$B%Q%C%1!<%8SN; (B main.c ¿SBShS3j30zMQ; (B> 
/* 
* ¢SBSF%/S9SASCSNFIS$_9~$_¢(B (VRAM: $B$X$NE>Aw¿ (B) 
žy 
#define TIM_HEADER 0x00000010 
void 
initTexture (unsigned long *tex_addr) 


{ 


RECT rect1; 
GsIMAGE timl; 
int i; 


while (1) { 


if (*tex_addr != TIM HEADER) { 
break; 
} 
tex_addr ++; /* ¿SB%X%$C%S@G$N%$9%-%SCSW¿ (B(1word) */ 


GsGetTimInfo (tex_addr, ճետ): 
tex_addr += timl.pw*timl.ph/2+3+1; /* ¿$B<!$N%V%m%C%/$^$G?J$a$k¿ (B */ 
rectl.x = timl.px; 
rectl.y = timl.py; 
rectl.w = timl.pw; 
rectl.h = timl.ph; 
LoadiImage (&rect1,timl.pixel); 
if ((timl.pmode >> 3) & 0x01) { /* CLUT;$BS$,S"S1SPE>Awz (B */ 
rectl.x = timl.cx; 
rectl.y = timl.cy; 
rectl.w = timl.cw; 
rectl.h = timl.ch; 
LoadiImage (&rectl, timl.clut); 
tex_addr += timl.cw * timl.ch / 2 + 3; 


} 


<minoru@isl.intec.co.jp> 


--MESSAGE FILE 21316 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
60html.html1 


--MESSAGE FILE 21317 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0161html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Jiro Sezaki <sezakiQinterlink.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: balltex.h? 

Date: Sat, 17 Jan 1998 13:06:55 +0000 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <34COACEF.2288B8C0@interlink.or.jp> 

References: <34BAA702.874A5DFC@interlink.or.jp> <34bb9372pal98@base.minoru.isl.intec 
. Co. p> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


Content-Transfer-Encoding: 
Mozilla 4.03 


X-Mailer: 


Page 14293 


203.141.132.243 
1.0 
text/plain; charset=iso-2022-jp 
Toit 
(Win95; 


[ja] I) 


¿SBS"S$Sj$, $H$&$4$6$$$^$9; (B 


¿$B$3$1$+$i$b$, $sSPSkSNSG!"1~1lg$r$h$m$7$/¢ (B 


——MESSAGE FILE 21317 END: 


61html.html 


——MESSAGE FILE 21318 START: 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/000001 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/0000 


0162html.html 


Path: 


chuka.p 


laystation.co.uk!newsl.scei.co.jp!l!usenet 


From: yaminchu <hiroQoffbeat.co.jp> 


Newsgroups: 
=?iso-2022-jp?B?GyRCJWELYiVqJ!I 


Subject: 


playstation.ny.program.beginner 
E41bSE8JUlAa 


BsoSg==?= 


Date: Sat, 24 Jan 1998 15:56:59 -0500 
Organization: Team R.I.P. 
Lines: 15 


Message-ID: 


Reply-To: 


NNTP-Posting-Host: 
Mime-Version: 
Content-Type: 


<34CA5599.9C4@offbeat.co.jp> 


hiro@offbeat.co.jp 


206.67.195.78 
1.0 


text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja]-C-MACOS8J (Macintosh; I; PPC) 
akt01333¢SBSNOG?MSGS9! #¢ (J 


Ae ԱԱ. O os Sepang eae 1Տ7ՏԲ: (J 
LoadImage () ¢S$B$r<B9TS7SF¢ (JVRAM: SBSK%m!<SIS7SHSESHSISKSH; (J 
PSz$B$,;_$*$CSFS7$*S$&S$s$G$9$, !"<B: Jem! ՀՏ I$9$k$Y$-$G$J$$¿ (J 
¿SB%sasb%j6u4V$CSF!"S"T"SkSsS$SGS7$gS&S+!)¿ (J 
¿S$BJLSN%"%I%1%9$r;XDj$7$F$d$C$FS_ skoi" Sass Տ/91Տ/ՏՏՏՇՏ9Տ, | 
¢ SBSASJS$_SK8=:_; HSCSFS$$S$k%a%b% )Շա4ճՄՏՕչ (Մ 

0x80090000 ¿SBS+Si; ( (J0x80140342 ¢SBS"S?S4S*SGSISSSGS9S, 


° I° . 
ԶԱՏ: 


(J 


!%S!%!%¿ (J 


ԱՅ ՏշՏՕ Լ" 2 ( 


(STIM: SBSr%m!<%SIS9Sk; ~$K5S$r$D$1$k$yY$— 


չՄՏԱՏՀ: (J 


¿$ 


BS*!<B>SN%G!<%??) een ame epee oe 


Webel che cscs E 


ESBSISTS?S+!"8F65<xS/SES5SS! #2 (Մ 


—-MESSAGE FILE 21318 END: 


62html html 


—-MESSAGE FILE 21319 START: 


0163html.html 


Path: chuka. 


From: minoru@isl.intec.co.jp 


p 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/000001 


net-yaroze-usenet/00000003-SCFI/ny/program/beginner/0000 


laystation.co.uk!newsl.scei.co.jp!l!usenet 
(Minoru Matsumoto) 


Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?ISO-2022-JP?B?GyRCJWElYiVqJE41lbSE8JUlAaBsoQg==?= 
Date: 25 Jan 1998 15:47:49 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 23 

Message-ID: <34cb5cbcp2321@base.minoru.isl.intec.co.jp> 
References: <34CA5599.9C4@offbeat.co.jp> 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 
X-Newsreader: 


Շզ203222 ¿SBSN>>KN¿ (B 


In article <34CA5599.9C4@offbeat.co.jp>, 


> 


202.226.28.128 

1.0 

Text/Plain; charset=ISO-2022-JP 
WinVN 0.99.7J PL01 (x86 32bit) 


¿SB<BSGS9!#¿ (B 


hiro@offbeat.co.jp says... 


>akt01333;¿SBSN0G?MSGS9!#¿ (B 


> 


>¢SBS"S$k%a%b% j6u4VSKz (BTIM¿$B2hA|$r%@%&%s%m!<%I$7$F¿ (B 


Net Yaroze newsgroups message dump.txt Page 14294 


>LoadImage () ~SBSr<B9TS7SF; (BVRAM; SBSK%m!<%SIS7ShS&SHS9SkSH; (B 
>PSz¢SBS,;_$*SCSFS7$*°S&S$s$G$98, !"<B:] sm! <SIS9SkSYS-SGSJIS$¢ (B 
>¢ESB%atb%Sj6u4VSCSFI"S"SkSsSGS7Sg$é&S+!) (B 


ESBS"SIS1% a (B 4 ¢eSBSNG\?tS$GS"Sk8BSj!"STS3SKsm!<SIS7SFSbSS$SSOS:¢ 
ՀՏՔՏՇՏ95151: (B...¿$B!#¿ (B 


>¢SBS*S?SO!"z (BTIMZ SBSr%Sm!<%I$9Sk; ~SK5SSrSDS1SkSYS—; vSHS+32 (B 
> (¢SBS*!<B>SN%G!<%??) 7 3 YT VY ԱԱ 
>¿SBS"T"SkS$SsSGS7SgS&S+!)¿ (B 


LoadImage() ¿SBSKSDSSSFSO!">eSG=qS$S$S?%"%I%1%90J30SN@)8BSOSJSSSH;¿ (B 
¿SB;WSSS“S9!#¿ (B 


<minoru@isl.intec.co.jp> 


--MESSAGE FILE 21319 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
63html.html1 


--MESSAGE FILE 21320 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0164htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJWELYiVqJE41bSE8JU1AaBsoQg==?= 
Date: Wed, 28 Jan 1998 23:46:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <19980128234623kamon@mail.web-hyogo.or.jp> 
References: <34CA5599.9C4@offbeat.co.jp> 

NNTP-Posting-Host: 210.136.1.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


¿SBS3SsSASO!S2CLgSGS9!#;¿ (B 


yaminchu <hiro@offbeat.co.jp> wrote: 
>¢SBSASJS_SK8=:_; HSCSFSSS$k%a%b% j6u4VSO; (B 
>0x80090000 ¿SBS+Si;( (80280140342 ¿SBS"S?SjS%“SGSJSSSGS9S,!%!%!%¿ (B 


Makefile;SBFbSG (B"-Xlinker 80140000"¿SBSHSJSCSFSSS?Si!SSW%Ssm%S0%SiS`S,¿ (B 
0x80140000¿SBS$S+Si;OS *SkShS&SK@8@.S5$1$%S9S+$Si!SSbS7S+S9SkSH!S¿ (B 
TIM: SBNNOMSHSW %m%0%i%* NNOhS, =ESJSCSFSKSNS+Sb$7$15%S; Ss! #3 (B 


¿ $B$=$N>19g!$¿ (BTIMZ $SB$G!<%S?$r@0M)S9S$Sk$JSj!S¿ (B=-X1inker¿$B%*%sW%S7%g%sSNCMŠr;¿ (B 
¿SBJQ99S9SkSJS3jS9SkSH!SS&S*S/SSS/SH;WSSS“S9!# (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


--MESSAGE FILE 21320 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
64html.html 


--MESSAGE FILE 21321 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0165html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: TAKIZAWA <takichika@ma2.justnet.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?VEINVhskQiRLJEQkICRGJE41P0xkGyhC?= 
Date: Tue, 03 Feb 1998 13:35:02 +0000 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <34D71D06.B07774A8@ma2.justnet.ne.jp> 
NNTP-Posting-Host: 133.130.59.46 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


Net Yaroze newsgroups message dump.txt Page 14295 


ESB! !SSS*! 1 #P#C#9#8#2#1$G!"#T; (BIMVZSBSr; HSCS$?3W%1%9%FSXSNZ2hA | E>AwSJSs$+¢ (B 
ESBSTSFS*S9!#!!S=S1SG5?LdSK;WSCS?SNSGS9S1S1I!!¢ (8117: SBSHSSS&SNSO#P#C3z (B 
~ESBSGSN:G9bDL?.B.EYSN#3#8#4#0#0SGSOFOSSSFS/S1SISSSNSGS7SgS&S$+!)¢(B 

2$B!!Bhg (B2¢SB$N5?LdSHS7SFz (BTIMZ$BSN2hA | 3G! <%?S$0z (BTIMVz SBSNS*SSSFS"SkSU%) SkS@SHz (B 
¿SB01=oSNSHS3SmSKS*S+SJS/SFSOSSS1SJSSSNSGS7SgS&S+!)SbS7!!01=oS$SGS$SJS/SF¿ (B 
¿SBSbBg>fIWSGS"S1SP!!SIS&S9S1SPShSSSNS+65S (SFS/S@S5SS!#¿ (B 


ZAWA 

> 

--MESSAGE FILE 21321 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
65html.html1 


--MESSAGE FILE 21322 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0166htm1.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SADA" <y_sada@ya2.so-net.or.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?1s0-2022-jp?B?GyRCJUYLLyUSJUELYyE8SVUkKLSVdJWolNCVzJE5JPTwoSn1iLIRsoQg==?= 
Date: Wed, 25 Feb 1998 23:53:19 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <6d1c10Sr79@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.181.236 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBSIS&S$bz (BSADA: $B$H?=$7$^$9!#; (B 

¿S$B8=:_!"%]%j%4%s$rI=<($7$FONF0$5$;$?$3j!"2sE>$5$;$2?$3¿ (B 
¿$B$9$k%$W%$m%$0%i%`$2$G$O22$H$+:n$l1l$k$h$&$K$J$C$?$N$G$9$, !"%F%/%9%A%C!<; (B 
¿SB$rE=$C$?%]%j%4%s$rI=<($9$kJ}K!$, J, $+$j$^$;$s!#¿ (B 
¿$B$*$=$i$/¿ (BVRAM $B$K%m!<%I$7$F$=$3$r3d$jEvV$F$k$H$+$9$kK$N$G$7$g$&$, !"¿ (BWEB 
éSB>eSr$$$m$$$mC5$7SFSbe@DLESTSFSSSkSbSNS,L5$/:SSCSFSSS*S9! Ի. (B 


¿SB!!SbS7!"SIS3S+SG@QbL@S7SFSSSkKSNSGS7S?Si>1=jSr65S (SF$SSS?S@S1SJSSSGS7SgS&S+!)¿ (B 


--MESSAGE FILE 21322 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
66html.html 


--MESSAGE FILE 21323 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0167html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJUY1lLyU5JUElYyE8SVUkLSVdJWolNCVzJE5JPTwoSn1LIRsoSg= 
=?= 

Date: Thu, 26 Feb 1998 20:39:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <34F55472.7AE5@ppp.bekkoame.or. յք» 

References: <6d1cl10$r79@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.231.202.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBSOS8SaS*S7SF3 (J ¿SBEhSGS$9¿ (J 


SADA wrote: 

> 

> 2 SBSIS&Sb; (JSADA: SBSH?=S7S$*°S9! #3 (J 

> ¿$B8=:_!"%]%j%4%s$rI=<($7$FO0\F0$5$;$?$j!"2sE>$5$;$?$j¿ (J 

> gSBS9SkSW%mS0%i%> $*$G$O27SHS+:n$1Sk$hS$&S$KSISCS?SNSGS9S, !"%F%/%9%A%C!<; (J 


Net Yaroze newsgroups message dump.txt Page 14296 
> ¿$B$rE=$C$?%]%j%4%s$rI=<($9$kJ}K!$, J, $+$jJ$^$;$s!#¿ (J 

> ¢SBS*S=SiS/¢ ( Tin EK Sm!<SIS7SFS= Ա 00 0 ՏԿԱՐ (JWEB 

> ¢gS$B>eSr$$Sm$$$mC5$S7SFSb@bLESTSFSSSkSbSNS$,L5$/:SSCSFSSS*S9! #2 (J 
> 
> 


¿SB!!SbS7!"SIS3S+SG@QbL@S7SFSSSkSNSGS7S?Si>1=jS$r65$ (SFSSS?S@S1SJSSSGS7SgS&S+!)¿ (J 


¿SB!V¿ (UC¿ SBS, $8%Ss!WSNIUO?SHS+SSSSSsSGSOSJSSSGS7SgS&S+!) (J 
¿SB%=!<%9$, SDSSSFS*S9S=S15r; 29MSKS5S1SFSOSIS&SGS7SgS$&S+!) 2 (J 


http://wwwl.scei.co.jp/forum/tool/archive/cmag/ 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¢$BBg:e2 (J (OSAKA) 
ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
ESB"! ¢ (J URL http://www.bekkoame.or.jp/~mtamaki/ 


--MESSAGE FILE 21323 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
67html.html 


--MESSAGE FILE 21324 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0168htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Ega" <oldman@alles.or.jp> 

Newsgroups: playstation.ny. ea beginner 

Subject: Re: ¿$B%F%/%9%A%c!<IU$-%]%j%4%s$NI=<(J}K!¿ (J 
Date: 4 Mar 1998 15:12:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 48 

Message-ID: <0Olbd47cb$67b39f£00S57£2b4cb@default> 
References: <6d1cl10$r79@news1l.scei.co.jp> 
NNTP-Posting-Host: 203.180.242.87 

X-Newsreader: Microsoft Internet News 4.70.1160 


SADA <y_sada@ya2.so-net.or.jp> wrote in article 
<6d1cl10S$r79@newsl.scei.co.jp>... 


> ESBSIS&Sbe (JSADA:$B$H?=$7$^$9! #z (Մ 

> ¢SB8=:_!"%]%jS4%sSriI=< (S7TSFO\FO$5S;S$?S4!"2sE>S5S$;S$?S 42 (J 

> ¿SBS9Sk%W%m%0 Sis S nae ee eee eee ree gaan 

> ¿$B$rE=$C$?%]%j%4%s$rI=<($9$kJ}K!$, J, $+$J$^$;$s!# (J 

> ¢gSBS*S=SiS/¢ ( STi ոտա IS7SFS= ra eae ԱՒ ԱԱ YS (JWEB 
> ¢S$B>eSrS$Sm$$SmC5S7SFSb@bLESTSFSSSkKSbSNS,L5$/:SSCSFSSS*S9! #2 (J 

> 

> 

ESB! !SbS7!"SIS3S+SG@bLES7TSFSSSkKSNSGS$7S$?Si>1=jSr65S (SFS$SS?S@S1SJSSSGS7SgS&S+!)¿ (J 
> 

> 

> 

> 


ESBSISb! *SOS8SaS*S7SFHE#G#HASH?=S7S°S9z 
ESBSSSFSF%/%9%ASC! <IUS-%] $4%4 eee <(J)K!$G$9$,!&!&!&TaDLS$SN%$]%3jJ%4%s$N¿ (J 
¿$BI=< (J}K!$H$[$H$s$IOc$$$0$"$j$^$; $s!# (J ¿S$B0J2<SK4JC1$J<j=gŠr!&!&!&¿; (J 


¿SB#1!%S;¿ (J ¿SBS%S:Sb%sG%k!J#R#S#D!KSr:nSjS*S9¿ (J ¿SB"+EvS?SjA0OS+!&!&!&!J!0!]!0!(¿ (J 


¿SB#2!%; (J ¿S$B<!$KE=$j$?$$%F%/S9%ASc!JURTETRMIKSrËTETRMSf!<SF%S#Sj%$FS#SG:nSj$+A$9; 


$B#3! %2 (J 

SB% %SF%S/%S9SAScSsSJSISGSb%sG%SkSK%$F%S/%9%SA%Sc!J#T#I#M!KSrE=$jS$S*S9!1JSF%S/S S ա 
¿SB2qOwSN%s[!<%`%Z!<%8SKS$S"SjS%S9"+S$S9S$Ss$*$;Ss2?=h$@SCS?S+K:S1SAScSSS ¿ ( 
¿SBS7S?1J!0!]!0!1(¿ (J ESB! Ke (J 


ESBHE4!S2 (J ¿SŠB#R#S#DSr#T#M#DSKJQ49; (J 


LSB#5!%S¿ (J 
*SBS5SFS383545i8,%_ %=$G$9!#%F%/%9SAScSsS$SGE=$C$Š?%SF%/%S9%A%Sc!J#T#I#M!K$ŠrSUS1!<%`¿ (J 
¿SB%$P%SC%SUS!>eSK%sm!<%IS7S%“S91!J<BSOS3S1S@S1SJSsSGSJS!!J!O0!]!0!(¿ (J 2581. (J 


¿SB#6!%S¿ (J eSBS"SHSOTADLSN%S]35%43sSI=< (SHFIS8ShS&SKI=< (S9SkS@S1¢ (J 


¿SBKNEv$K4JC1SJ<j=9$GS95S, !JI$3$s$J$s$G$9$s$^$;$s!J!0!]!O0!(¿(J ¿$B!K¿ (J 
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¿SB#T#M#DSNSG!<%?%US) ! <S *%$C%*sSHSJSISb7k9=;29MSKSJS3jJS S9Sh!*!*¿ (J 


¿SBS*S$SAS$S11&1&!&¿ (U ¿SBOc$&$F$ /S9%SAScSr%U%1!<%`%P$C%šUS!SNF1S80LCVŠK$Sm!<%$IS9SkSH; (J 
ESBSFS/S9ISASCSNS"SK%Sa!<37SQG%SSS,=PMh$*S9Shz (J 


¿SBS3SN@bL@SGSJSKS+SoS+SiSJSSS3SHS,S"S1SPS1%9S/S@S5SS¿(J ¿SBSGSO!&!&!&!&!&!#¿ (J 


--MESSAGE FILE 21324 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
68html.html 


--MESSAGE FILE 21325 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0169html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: kouichi <iemuraQinterlink.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UFMbJEIyaEF8GyhC?= 

Date: Tue, 10 Mar 1998 18:05:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <35050244.7B40CAC9Qinterlink.or.jp> 
Reply-To: iemura@interlink.or.jp 

NNTP-Posting-Host: 203.141.132.96 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


2 SBHEP#SSGI=< (S7TSFSSSk#T#VSNZHA | ՏՕչ (B 
ESBSIS&SASCSFH#P #CSKS * SHS 9$35HS, SGS-SkKSNSGS7$g$&$t+!) 2 (B 
¿SBšoS+SkJ)!"65% (SFS/S@S5S$! #2 (B 


--MESSAGE FILE 21325 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
69html.html1 


T 


--MESSAGE FILE 21326 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0170htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: PS=?1S0-2022-JP?B?GyRCMmhB£BsoQg==?= 

Date: 10 Mar 1998 13:45:38 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 15 

Message-ID: <350541lap5496@base.minoru.isl.intec.co.jp> 
References: <35050244.7B40CAC9@interlink.or.jp> 
NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <35050244.7B40CAC9@interlink.or.jp>, iemura@interlink.or.jp says... 
> 

>¢SBHEPHSSGI=< (S7SFSSSk#T#VSNZhA | ՏՕչ (B 
>2¿SBSIS&SdSCSF#P#CSKS*SHS9S3SH$,SGS-SkSNSGS7SgS&S+!)¿ (B 

>¿SBSoS+S$SkJ)!"65S ($F$/$0$5$$!#z (B 


¿$B#1; ~BeEAOS@SH! "OBI*SNSSSGS*S-SCEWSASCS+!<SISr: 9STSFMNSHS9S3SHS,¢ (Ց 
ESBSGS-S?SsSGS9S, ! #2 (B 
éSB: #SO0BS$%+!<%IS,STSSSSSGS9SMS (¢ (B...¢SB! #2 (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21326 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
70html.html 
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--MESSAGE FILE 21327 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0171html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Hiroki Chiba" <hchiba@remus.dti.ne.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmU6IFBTGyRCMmhBfBsoQg==?= 
Date: Tue, 10 Mar 1998 23:05:52 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <6e3h19S9am@newsl.scei.co.jp> 
References: <35050244.7B40CAC9@interlink.or.jp> 
NNTP-Posting-Host: 210.159.167.24 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>i SBEP#SSGI=< (S7SFSSSk#T#VSNZ2hA | SO¿ (B 
>ESBSIS&SASCSF#P#CSKS*SHS9S3SHS, SGS-SkKSNSGS7SgSES+!) ¢(B 
>¿$BSoS+SkJ)!"65S (SFS/S@S5S$! #2 (B 


¿ $B; THNS=SUSHSGSOFQS7S$$G$9$,!"3 (B 

¿SB<+J, SG: n$C$?%W%$m%0%ši$%` ՏԱՏՍ ՀՖ se 8x3+S5S1SFSkSWSmS0%i%* STSiz (B 

S SBS US1!<%* SPSCSU%S!SNI=< (NNOhSr; (BStoreImage; SB4X?tSG% Ա ՀՅ E 
¿SB%$G%$PSC%, $GSUS! SS%kSKI] BES7SFz (811: SBSNSXSCSASrSDSISISPSSSSS+SH! #3 (B 


--MESSAGE FILE 21327 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
7ihtml.html 


--MESSAGE FILE 21328 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0172html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: kouichi <iemuraQinterlink.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?UFMbJEIyaEF8GyhC?= 

Date: Wed, 11 Mar 1998 15:56:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <35063588.16AE5FD7@interlink.or.jp> 

References: <35050244.7B40CAC9@interlink.or.jp> <6e3h19S9am@newsl1.scei.co.jp> 
Reply-To: iemura@interlink.or.jp 

NNTP-Posting-Host: 203.141.132.75 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" O7OF6DF165E884D1B10963FC" 
X-Mailer: Mozilla 4.03 [ja] (Win95; I) 

To: Hiroki Chiba <hchiba@remus.dti.ne.jp> 


O70OF6DF165E884D1B10963FC 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


Hiroki Chiba wrote: 


2 $B; THN%=%U%H$G$OFq$7$$$G$9$, !"¿ (B 

¿SB<+J, ՏՇ:ոՏԸՇՏ25ԱՏՈՏ09515` Sage! ՀՏ oe 8x3+S5S1SFSkSWsmS0Si%* STSi¢ (B 
éESBSUS1!<%* SPSCSUS! SNI=< (NNOhSr; (BStoreImage; SB4X?tSG% Sere ee ae n 
ESBSGSP%SC%, SGSUS!SSSkKSKI]B8S7SFz (8117: SBSNSXSCSASrSDSISISPSSSSS+SH! #2 (B 


VV V V 


G S S արար ee 
¿$B=i?4<T$J<T$G$9$_$^$; $s$, 65$ (SFSbSiS (Տ7ՄՏՏՏՇՏ7ՏՉՏԵՏՀ|) 
¿$B$=$1$H$b$7$"$?$i!"%5%s%W%k%W%m%0%i%` STSIS, S"SCS?Si¢ (B 
S SBAWSCSFS$b$1SkSH4r$7$SSNSG$9S, ¿ (Biemura@interlink. or. jp 
¿$B$"$D$+$^$7$/$F$9$_$^$; $s: (B 


070F6DF165E884D1B10963FC 
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Content-Type: text/html; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


<HTML> 
é&nbsp; 


<P>Hiroki Chiba wrote: 
BLOCKQUOTE TYPE=CITE> 


A 


P>: $B; THNS=SUSHSGSOFq$7$S$$G6$9$, 1" (B 

R>¿$B<+J, SG: n$CS?%Wsm%s0%is` sais 9S,8x3+S5S1SFSkoWSmS0S1%° STSig (B 

R>¢ SBSU31!<%° $P$CSUS! SNI=< (NNOhSrz (BStoreImage; $B4X?t $G%a%b% j SKEGS—-=P$7SFz (B 

R>; SBSGSP3C%, $G%U%!%$%k$KJ]B8$7ŚF; (BTIM: SBSNSXSCSASrSDS1S1SPSSS$$$+SH! #3 (B</BLOCKQU 
E> 
bsp; gSBET#I#MSNSX%C% ee ee ee ¿ (B 
R>¿SB=i?4<TSJ<TSGS9S_S*S;SsS,65S(SFSbSiS(SJSSSGS7SgS&S+!) (թ 
R>¿$SBS=S1SHSb$S7S"S?2Si!"%5%s%SW%k%W%m%0%Si%`SJSIS, S"SCS?Sic (B 

Ք»: SBAwSCSFSbS1SkSH4rS7SSSNSGS9S,  (B<A HREF="mailto:interlin">i</A><A HREF="mailto 
:iemura@interlink.or.jp">emura@interlink.or.jp</A> 

<BR>¿ $B$"$D$+$^$7$/$F$9$_$^$; $s¿ (B</HTML> 


NAAROAAAA 
Sea U 


O70F6DF165E884D1B10963FC-- 


--MESSAGE FILE 21328 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
72html html 


--MESSAGE FILE 21329 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0173htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Hiroki Chiba" <hchiba@remus.dti.ne.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmU6IFBTGyRCMmhBfBsoQg==?= 
Date: Wed, 11 Mar 1998 20:33:33 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <6e5t3n$c48@newsl.scei.co.jp> 
References: <35050244.7B40CAC9@interlink.or.jp> <6e3h19S9am@newsl.scei.co.jp> <35063 
588.16AE5FD7@interlink.or.jp> 
NNTP-Posting-Host: 210.159.167.41 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> ~ESBETHI#MSNSX3C%ESOSTS&SASCSFSDS1$?SiSSSSSNSGS7$g$&!) չ (B 
>¿ ŞB=i?4<T$J<T$G$9$_$^$; $s$, 65$ (SFSDS1$ (SJSSSGS7SgS&S+!)¿ (B 


¿$BC1=c$K; (B 
http://wwwl.scei.co.jp/forum/tool/info/tim.htm 

2 SBSK8x3+S7SFS"Sk3X%C%& Q>pgsSršrsUtl% =SkSN@hF, $Kz ( 
2 SBS$/SCSDS1$kS$@$1$G6$9!#; (B 

ESBSGSPSC%, >e$+$i%T%/%; SkKItSNAOSKD>@\#1#6?T?tSGz (B 
s SBKdSa9~$s$8SCS$CSF ! "015$$K=q$-=P$9$N$, ՀՀՏՇՀԻՏ 3: ( 
ESBSPSASSSH;WSSS*S9!l#e (B 
¿SB%U%j!<S$N%P%$S%J%Sj% (SGSH#S?2SL; HSCSESHSSSSSGS7SgS&S7! #z (B 


w 


w 


--MESSAGE FILE 21329 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
73html.html 


--MESSAGE FILE 21330 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0174html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kouichi <iemuraQinterlink.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?UFMbJEIyaEF 8GyhC ?= 

Date: Thu, 12 Mar 1998 14:01:08 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 9 

Message-ID: <35076C14.AE74A5E0@interlink.or.jp> 

References: <35050244.7B40CAC9@interlink.or.jp> <6e3h19S9am@newsl.scei.co.jp> <35063 
588.16AE5FD7@interlink.or.jp> <6e5t3n$c48@newsl.scei.co.jp> 
Reply-To: iemura@interlink.or.jp 

NNTP-Posting-Host: 203.141.132.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 

To: Hiroki Chiba <hchiba@remus.dti.ne.jp> 


Hiroki Chiba wrote: 


> ¢S$BSUS5!<SNSPSSSI% 5% (SGSH#S?SL; HSCSFSHSSSSSGSTSgGSEST! HE (B 
éSBSISsSISbS$9$_$%*S; S55, !"SUS5!<SNSP3SSI%5% ($G$#%?SG: (B 


¿SBSSSSSNS,S"SCS?Si; (B ¿$B65$ (SFSb$iS (SJSSSGS7SgS&S+!)¿ (B 


--MESSAGE FILE 21330 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
74html.html 


--MESSAGE FILE 21331 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0175htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Hiroki Chiba" <hchiba@remus.dti.ne.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmU6IFBTGyRCMmhBfBsoQg==?= 
Date: Thu, 12 Mar 1998 21:43:07 +0900 
Organization: PlayStation Net Yarouze 
Lines: 10 
Message-ID: <6e81i2Sfei@newsl.scei.co.jp> 
References: <35050244.7B40CAC9@interlink.or.jp> <6e3h19S9am@newsl.scei.co.jp> ՀՅ5063 
588.16AE5FD7@interlink.or.jp> <6e5t3n$c48@newsl.scei.co.jp> <35076C14.AE74A5E0@inter 
link.or.jp> 
NNTP-Posting-Host: 210.159.167.20 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> gSB%USj!<SNSPSS%IS 5% (SGS#S? Sr; HSCSFSDSSSSSGSTSgGS&ST! #2 (B 
> zSBSISsSISbDS9S_$*S;SsS, !"%U%j!<$N%P%$%J%J%(%G%#%?$G (B 


>ZSBSSSSSNS, S"SCS?Si¿ (B ¿SB65S (SFSbSiS (9JSSSGS7SgS&S+!)¿ (B 


¿SB!!¿ (BDOSZSBS@$Hz (8 MDE¿SBSHSSS&SNSrO&MQS7SFSSS S7S?2!#¿ (B 
Win¿SB#9#5>eSGSO¿ (BWZ Editor; SBSGSRSHSHS*$jSGS-SFS7S*S&SNSG! "2 (B 
ՀՏՔՏՍՏ:)| ՀՏԱՏԵՏԱՏՕչ HSCS$?S$3SHS,$"S5S*S;Ss!#z (B 


--MESSAGE FILE 21331 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
75html.html 


--MESSAGE FILE 21332 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0176htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: PS=?1SO0-2022-JP?B?GyRCMmhB£BsoQg==?= 

Date: Fri, 13 Mar 1998 23:22:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 49 

Message-ID: <19980313232201lkamon@mail.web-hyogo.or.jp> 

References: <35050244.7B40CAC9@interlink.or.jp> <6e3h19S9am@newsl.scei.co.jp> <350 
63588.16AE5FD7@interlink.or.jp> <6e5t 3n$c48@newsl1.scei.co.jp> <35076C14.AE74A5 
EO@interlink.or.jp> 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03 (Win95; I) 


Testers found - 


Thanks to Toby, Scott and the enmigmatic Darco for their help. 
[mmm, and Nick, you're a bit closer to home - might take you up on that 
offer ;)] 


James (~mrfrosty). 
—-MESSAGE FILE 2253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00956 


—-MESSAGE FILE 2254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000957 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: PAL -» NTSC? 

Date: Wed, 20 May 1998 11:58:39 +0100 
Organization: The Hex Heroes 

Lines: 20 

Message-ID: <3562B75F.2F1B@writeme.com> 
References: <35609566.307AC@netmagic.net> 
NNTP-Posting-Host: at14-016.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Elliott Lee wrote: 


> Short of buying an international TV, does anyone know how to convert 
> PAL signals to NTSC? I'd love to be able to see/play PAL-native 
> programs... :) 


If you've no qualms, you can pick up a NTSC/PAL exe converter from the 
Naplam hacker site (napalm.intelinet.com). 

It's quite a tidy program and I guess it just does a bit of code 
substitution around the SetVideoMode(x) bit. 


Works for all PAL->NTSC conversions (though screen size and frame 
skipping might occur with some software). 

Works for some NTSC->PAL conversions (no problems with screen size or 
frame rate, but the source code may not contain a video mode switch - Տօ 
might flunk completely). 


Probably a bit too cheap-and-cheerful for your needs... 


James (~mrfrosty) 
-—-MESSAGE FILE 2254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00957 


—-MESSAGE FILE 2255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000958 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: oneDOTecho...? 

Date: Wed, 20 May 1998 12:03:39 +0100 
Organization: The Hex Heroes 

Lines: 7 

Message-ID: <3562B88B.51B5@writeme.com> 
NNTP-Posting-Host: at14-016.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi George - what was it like? 
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NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


kouichi <iemura@interlink.or.jp> wrote: 
> zSBSISsSISbDS9S_$*S;SsS, !"SUSjI!<SNSPSSSISI% ($G$S#%?$G¿ (B 
>¢SBSSSSSNS,S"SCS$?Si¢ (B ¿SB65S (SFSbSiS (SUSSSGS7$g$é&S$+!) (B 


"BZ": SBSCSFSSS$&%U%S4!<SNSPSSSIS5%S (SGS#S?2S,S"SkSh! #3 (B 
éESBS"SH!S@[:nSN!Vz (BLowTec; $B%i%$%V%1i%j! WSKSO2Z2HLLS-ScSWSASCMO4X?tSHSTSF!S; (B 


StoreScreen() ¢SB$,S"SjS*S9! #2 (B 
ESBSDSSSGS@S+$i%=!<S9Sb:\S;SFS*S-S*S9! #2 (B 


//¿$B2hLL$r¿ (B16bitTIM; SBSHS7SF%; | <sSVS9Sk¿ (B 
// ¿SBRSRCHESNS5$Ss%$SW%$k$S+$iSNSOS/%3jSGS$9!#; (B 
// ¿SB3+H/CfSN2hLLSr%$-Sc%sW%SsAScS9SkSHS-SJSISK;HS ($*S$9! #32 (B 
void StoreScreen ( 

u_long *saddr, //z$B3JG<@h%S"%S1I%1%9¢ (B 

int x, //z¢$B%-%c%SWSA%cNNOh; OF@#Xz (B 

int y, //2$B%-%c3WSA%cNNOh; OE@#Y; (B 

int w, //¢$B%-%Sc3WSAScNNOhI }¢ (B 

int հ //2S$B%-%3c3W%A%cNNOh9bS5; (B 

) 

{ 


mg 


RECT rect; 
/* TIM ¿$BŠN%X%C%@Sr:n$k (B */ 
* (saddr+0) = 0x00000010; /* ID */ 
* (saddr+1) = 0x00000002; /* FLAG(15bit Direct,No Clut) */ 
*(saddr+2) = (w*h/2+3) *4; /* pixel bnum */ 
*(saddr+3) = ((0 & Oxffff) << 16) | (640 & Oxffff); 
/* pixel DX,DY */ 
*(saddr+4) = ((h & Oxffff) << 16) | (w & Oxffff); 
/* pixel W,H */ 


rect.x = x; rect.y Հ y; 
rect.w = w; rect.h = h; 
DrawSync (0); 


StoreImage(&rect, saddr+5); /* ¢gSB2hHLLSN%$%a!<S8S$r%a%b% jSKE>AwS 9 
Sk¿ (B */ 

printf("Press [F10][F4] for dsave.Nn"); 

printf("Dsave[0]: filename %08x %x\n", saddr, (w*h/2+5)*4); 

DrawSync (0); 

VSync (0); 

while (GetPad(1)); //ziSB%S—-!<SrN%$9S*SGBT5!¢ (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21332 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
76html html 


--MESSAGE FILE 21333 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0177html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCJUY1LyUS5JUE1YyE8SVUkLSVdJWo1NBsoQg==?= 
=?1SO-2022-JP?B?GyRCUXMkTkk 9PChK£UsShGyhC ?= 

Date: Fri, 13 Mar 1998 23:25:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <19980313232545kamon@mail.web-hyogo.or.jp> 

References: <6d1cl10$r79@news1l.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 14302 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


"SADA" <y_sada@ya2.so-net.or.jp> wrote: 

>¿SBS9SkSW%$m%šs0%Si%$` S*SGSO2?SHS+:nS1SkShS&SKSISCS?SNSGS9S, ! "SF$S/%9%SASc!<¿ (B 
>¿SBSrE=S$SCS?%]%j%4%SsSrI=<(S9SkJ)K!S,J,S+S3JSS;Ss!#, (B 

>¿SBS*S=SiS/¿ (BVRAM:; SBSK%m! <SIS7SFS=S$3S$r3d$ jEVSFSkKSHS+S9SkKSNSGS7Sg$&S, ! "¿ (BW 
>¿SB>eSr$SSmSSSmC5S7$SFSb@bL@S7SFS$SSSkSbS$SNS,L5$/:SSCS$SFSSS“S9!#¿ (B 


էյ 
= 


LightWave3D¿SBSK¿ (81115854: (BRSD¢ SBSNSWSiSO0OSSSSSrFMSC9~SaSP; (BLightWave3D;SBSG; (B 
ESBSF%/S9%SAScCE=$ 55, $G$-$k$h!#%W%i%0%$%s$0%5!<%P$N¿ (BLightWave3D¿$B%U%)!<%i%`$K¿ (B 
ESBS"SCS$?SH;WS&! #2 (B 


¿$B%3%D$O0; (BTIM: $B$rG[CV$9$k>l=j$r7h$a$F$+$i%F%/%9%A%CE=$J!$;¿ (BRSD; $B=PNO$r$9$k$3$H 
¿ (B 

¿SBS+SJ!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21333 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
77html.html 


--MESSAGE FILE 21334 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0178htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?GyRCJWwhPCU5JTIhPCVgJEokSSROJTMhPCU5 SUEyaCRLJEQKJCRGGyhK?= 
Date: Fri, 13 Mar 1998 23:48:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3509473A.4D54@outback.co.jp> 

NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


é SB35G0E* SISHS3$mSG: SSCSFSSSkKSNSGS9S, ¿(J 
¿SB#3#D%1!<%9%2!<%`SJSISN%3!<%S91A2hSCSF¿ (J 
¿SBS_SJS5SsSOSISNShS&SKSdSCSFS S9S+!)¿ (J 
¿SB%7%e!<%F%#%s%0S$_S?SSSJ6/G@)%9%/%m!<%k$JSŠi¿ (J 
¿SBS3S3S%“SGMhS?S$SiS3S3SrIA2hSHS+SCSF=PMhS S9S, ¿ (J 
¿SB%11<%9%21!<%`SHS+S@QSHSIS&S7S?SiNISSSGS7SgS&S+!)¿ (J 
éSB2q<RSN@HGZSNOCS@SH%S3!<S9A4SFSKF) ; kIQ49SrS+S1SF3¢ (J 
éSB2hHLLSKF~SkJI*S@S1ITA2ZNS 9SkSH8@SOS1S?SNSGS9S, ¿ (J 
¿SBSIS&8@S&S3SHSJSSSGS7SgS&!)¿ (J 

--MESSAGE FILE 21334 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
78html.html 


--MESSAGE FILE 21335 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0179htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCUWwhPCU5JTIhPCVgJEokSSROJTMhPCU5 SUEyaCRLGyhC?= 
=?iso-2022-jp?B?GyRCJEQKJCRGGyhC?= 

Date: Sat, 14 Mar 1998 10:37:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <3509DF57.AFD7369F@ba.mbn.or.jp> 

References: <3509473A.4D54@outback.co.jp> 

NNTP-Posting-Host: 202.217.122.186 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


> ¢SBH3#D31!<%9%2!<%* SISISNS3!<S9IA2HSCSF3 (B 


Net Yaroze newsgroups message dump.txt Page 14303 
> ~SBS_SISSSsSSOSISNSHSESKSASCSFS*S9S+!) 3 (B 


ang026682¢SBSN2,B<$GS$9! #¢ (1 


ա 


¢ SBSMSCSHSdS$m$ &$<SiS$SVSi%SjSGSOS3$3SKF) ; kIQ49$r$+$1SF$3$3S0$+S1STSSSHSS$C$?¢ (B 
ESBS3SHSOSGS-SISSSNSG!"3 (B 
¿SB%31<%9Sr#1%*%V%8%'%/SH$KS$7SFP; (BGsSortObject 42 $B$r; ԷՏԵՏԱՏ, !"C1=c$JJ}K!$G$9!#$3; (B 
¿SBS1SOQ@hGZS,SSSCSFSSSk¿ (B 
¿SB%3!<%9A4BNŠSKF);kJQ49SrS$S+S1S$SFI,MWItJ,$rIA2hS9SkSHSSS&$S3SH$SK$JS3jSAS9!#; (B 


2 $BS?S@%3!<S39SKShSCSFSO! "Nc$ (SP%$3!<%9$NFbB&5S, 2?$bL5$/S$0SkS0Sk2s$k$hS&SISHSNz (B 
ESBS@SCS?Si!"S3!<S9SrS$S/SDS+SNz (B 

2 SBS*SV%8%'%/SHSKI, $S1SF!"I,MWItJd, S@S1F) ; kIQ49$r$+S1SFSdSCSFSb$S$S$H; WS$S%3 (B 
2SBS9! #2 (B 


Yuuz$B! Jz (Bseryu@ba.mbn.or. jp) 


--MESSAGE FILE 21335 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
79html html 


--MESSAGE FILE 21336 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0180htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCUWwhPCU5JTINPCVgJEokSSROJTMhPCU5 SUEyaCRLGyhK?= 
=?iso-2022-jp?B?GyRCJEQKJCRGGyhK?= 

Date: Sun, 15 Mar 1998 01:07:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <350AAB4A.320A@outback.co.jp> 

References: <3509473A.4D54@outback.co.jp> <3509DF57.AFD7369F@ba.mbn.or.jp> 

NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Yuichiro Okamura wrote: 


> ¿SB#3#D%1!<%9%2!<%`SJSISNS3!<%S9IA2hSCSF¿ (J 
> ¿SBS _SJSS5SSsSOSTISNShS&SKSdSCSFS“ S9S+!)¿ (J 


ang02668¿S$SBSN2,B<S$SGS9!#¿ (J 


¿SB%SM%C%$HSdSmS$&S<%SiSS%SV%SiSjSGSOS3S3SKF);kJQ49SrS+S1SFS3S3SOS+S1SJSSSHSSSCS?¿ (J 
¿SBS3SHSOSGS-SJSSSNSG!"¿ (J 
¿SB%31<%9S$Sr#1%*%V%s8%S'%/%HSKS7S$SF¿ (JGsSortObject4¿$B$r;H$&$N$, !"C1=c$JJ)K!$GS9!#S3; ( 


éSBS1S0@hG2Z$, SSSCSFS$$k¢ (J 
é$B%3! <%9A4BNSKF) ;kJQ49$r$+$1$FI, MWItJ, $rIA2h$9$k$H$$$&$3$H$K$IJ$J$^$9!# (J 


2$BS?$@%3!<%9SKShSCSFSO! "Nc$ ($P33!<%9SNFbB&$, 2?SbL5$/S0SkS0Sk2s$k$hS&SITSbSNz (J 
ESBS@SCS?Si!"S3!<S9SrS$S/SDS+SNz (J 

2 SBS*3V%S8%'S/SHSKI, $1$F!"I,MWItd, $@S1F) ; kIQ49$r$+S1SFSdSCSFSbSSS$S$H;WSS$%32 (J 
ESBS9O! #2 (J 


VVVVVVVVVOV VV VV VV VV 


Yuuz$B! Jz (Jseryu@ba.mbn.or. jp) 


¿SB2sEzS"SjS, SHS&S4S6SSS“S9!#¿ (J 
¿SB@hGZSN$d$jJ)SQSH:YS+$S%]%3j%4%s%3!<%9Sr¿ (J 
¿SB%0%1SU%$#%$C%$+!<$+$i<u$Sl<h$C$F$dSCS$SF$?S_S$?$SSSGS9!#;¿ (J 
éSBS=S1S5G; kLnSNC£SKF~SCSFS/SkI*SNS_Srz (J 

2 SBSQ%1%C%HSKEPO?59SkSiS$7S$SSNS$G$9S, !Jz (03025871: ; SOA4SF<+A0!Kz (J 
2$B2?S,;kLnSNC£SKF~SCSFSkS+SHS+S0¢ (J 
¿SBSIS&$SdSCSF5aSa$kS$Ss$G$7Sg$&S+SMŠ'!&!&!&!# (J 

ESBSIS&Sbz  (U2D¿$B%$2!<%` @lLGS@SCS?SNSGz (J 

¿SB!)1)1)>uBVSGS9!#; (J 

--MESSAGE FILE 21336 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
80html.html 
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--MESSAGE FILE 21337 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0181htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCUWwhPCU5JTINPCVgJEokSSROJTMhPCU5 SUEyaCRLGyhC?= 
=?iso-2022-jp?B?GyRCJEQKJCRGGyhC?= 

Date: Sun, 15 Mar 1998 11:11:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <350B38E3.C902C709@ba.mbn.or. յք» 

References: <3509473A.4D54@outback.co.jp> <3509DF57.AFD7369F@ba.mbn.or.jp> <350AAB4A 

.320A@outback.co.jp> 

NNTP-Posting-Host: 202.217.122.173 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


ESB2SEZS"$ 4S, SHSESASOSSS*S91 #2 (B 
ESBOhGZSNSd$jI}$@SH: Y$+$$%]%5%4%s8%3!<S9Srz (B 
+ SBS0818USESCR+ jS sipin O sq S S?SSSGS9!# (B 
° SBS= $1$G; kLnSNC£SKF~SCSFS/SkI*SNS_Srz (B 
¢£$B%Q%1SC%HSKEPO?$ 9SkSiS7SSSNSGS9S, 17: (83225871: ; SOA4SF<+A0!Kz (B 
¿$B2?$, ; kLNSNC£SKF~S$CSFSkS$+S$HS$+S03; (B 
¿SBSIS&SdSCSF5aSa$Sk$s$GS7$g$Š&S+SMS'!&!&!&!# (B 
¿SB$IS&Sb¿ (B2D2 $B%$2!<%$` @lLgS@SCS?SNSG; (B 
¿SB!)!)!)>uBVsGS9!# (B 


VVVVVVVVV 


é$Bsm!<$+%k:BI8$r%o0!<%kSISKIQ49S7SF!"S=SN:BI8SH; kKE@SrHESYS1SP4IC1SK1s$$$+6aSS$S$+S03 (B 
¿SBSoS+$jS$S*S9!#SGSbS=S$S1S@SH<+J, SN8eSmS$bF~SCSFS7S*SE&SNSG!";,k@~SNSY%S/SHSKSHFDeOSGSb;z (B 
¿SBSHSCSF$kS$SsSG$7$SgS&$+!#Sb$&¿ (B1: SBSDSO%SG!<%?!<$r$&S*S/AHSaSPS$S$SS$S+S$SbS7$51%$2S;$s!#CO 
LLg (8 
I SBSr$i%s%1%9%1 !<WSK$7$?$i1s$$$+6a$$$+$04JC1 SKH=CG$G$-$*$9! #SGSHBLL\$+$J!) 


¢£SB<B: ] SIS&SASCSFSKSSSGSTSQGS&SM! #S"SSS*SSSKSTS+I, $+$j$^$; Şs!#z (B 


¿SB<+A0SN#3¿ (BD¿ $B7W; ; !fSdSjJS?SSSGS9SM!#S@S1S+¿ (BGTEZSBSN%3!<%1I65S (SFS/S1$SJSSS+SJ!<! 
# (B 


Yuu (seryu@ba.mbn.or. jp) 


--MESSAGE FILE 21337 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
8lhtml html 


--MESSAGE FILE 21338 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 

0182htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCUWwhPCU5JTIhPCVgJEokSSROJTMhPCU5 SUEyaCRLGyhK?= 
=?iso-2022-jp?B?GyRCJEQKJCRGGyhK?= 

Date: Tue, 17 Mar 1998 23:48:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <350E8D30.5FB4@outback.co.jp> 

References: <3509473A.4D54@outback.co.jp> <3509DF57.AFD7369F@ba.mbn.or.jp> <350AAB4A 

-320A@outback.co.jp> <350B38E3.C902C709@ba.mbn.or. jp> 

NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Š ¿SB%$m!<%+%k:BI8Sr%So!<%sk%$ISKJQ49S7SF!"S=SN:BI8SH;kEQSrHfSYS1SP4JC1SK1sS$SS+6aSSS+SO¿ 
ՏՆԱ ՏՈՐ 
E SRS ane a reuse Gap Speen ra hem Sone E hee ne ana Աթ E ոա աղան saa 
E ԱԱ ԱԱ ՈԱ ԱԱ ԱՆ ԱԱ ՐՐ T 
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¿SB$=$&8@$ ($P; kKE@S+$i0I2<SNShS&S$K; 03Q07ASNSiSS%s$r=PS$7SF3 (J 
ESB! VS3SNC£SKF~SCS$?SiE (SO<+J, $N<V$rHr$1$F$$$/!W¿ (J 
éESBS_$?SSSISNSrAOSCSFS$*$7$?! #2 (J 


SSBITIIIIIIILI]G (J 
¿SB!!!1!11111]!!1C¿ (J 

458111 11111164 (Մ 

ԵՏ8 1: 2Թ01 1111 11Շ111 111822 (Մ 
ISB1!111111]11111C¿ (J 
¿SB!1!11!111111]!!1!1C¿ (J 
¿S$SB!1!1!1111111]¿ (J 

zB ITIIIPITITEX: (Ü 

> 

> ¿SB<+AOSN#3¿ (UD¿SB7W;; !fSdSjJS?SSSGS9SM!#S@S1S+¿ (JGTEZ SBSN%3!<%165$ (SFS/S1SJSSS+SJJ! 
<!#¿ (J 


¿$B5U%"%;$G¿ (UGTE¿SB%$3!<%ISr2r@OS$S7$F;¿(J 
GTE¿$BS$SNS*LsB+%$W %m%0%i%`!JS353SKSOS3SNCMSr%; %C%H!K$O; (J 
¿S$BM)2rIT2DG=$SNS$S*$*SGF0S+$S7$FSkKS$SCSF8@$CSFS$257S2?!# (J 


> 

> Yuu(seryu@ba.mbn.or. jp) 

--MESSAGE FILE 21338 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
82html html 


--MESSAGE FILE 21339 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0183htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: tako <j36395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?i1so-2022-jp?B?GyRCUVELOYVJJES5GSSR£PGgkahsoSg==?= 
Date: Sun, 22 Mar 1998 07:55:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <35144557.7D2E@ed.noda.sut.ac.jp> 

Reply-To:  436395069@ed.noda.sut.ac.jp 

NNTP-Posting-Host: 133.31.173.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESBSOS8SaS*S7SF=i 24<TSNzg (Jtako¿$B$G$9; (J 
ESBSQ%C%ISNFIS_<hSjSKSDSSSF<ALdS, $"$J$^$9; (J 


éESBSbSASmSs% 2... 96 ՐՆ 
¿$B$$$/$i7Z$/2!$7$F$b2?2s$b>pJs$rFI$s$G$7$^$$$^$9; 
ESBŠD$^$J#R#P#G$N%3%^%S%I$ŞJ$I$rA*$V;~$K#1$D2<$N% J$ tss TerArS\ susie 0 
éSB2<Sr#12s2!S7SFSb2?8DSb2<SKFOSSSFS7S*S&SHSSSES3SHSGS9!% 

S 9 O LS S 65 Եա 5 G 5 5 oc a 
¿SB!<%=%kŠr¿ (J 

¿SBONF0$9$Sk!SSJSISGS9!S¿ (J 


¿SB2hLLSNIA2hSr;_SaS:SK¿ (JdelayzSBSr$+$1S1SPSSSSSNsG$7$g$&$,S$=SNI}K!$,;WSSIUS-$%*32 (J 
¿SBS;Ss¿ (J 

¿SB4JC1$JNC$G7k9=SGS9SNSG65S (ՏԲՏ/505555չ (J 

--MESSAGE FILE 21339 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
83html.html 


--MESSAGE FILE 21340 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0184htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJVELOyYVIJES5GSSR£PGgkahsoQg==?= 
Date: Sun, 22 Mar 1998 23:58:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <35152732.9BD7F1F8@ba.mbn.or. յք» 

References: <35144557.7D2E@ed.noda.sut.ac.jp> 
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NNTP-Posting-Host: 202.217.122.171 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


tako wrote: 


¿$B$$$/$i7Z7$/2!$7$F$b2?2s$b>pJs$rFI$s$G$7$^$$$^$9; (B 

E $BSD$^$J#R#P#GŠN%3%^%S%I$J$IŠrA*$V;~$K#1$D2<$N%3%^%sS%I$rA*$\$&$H¿ (B 
¿$B2<$r#12s2!$7$F$b2?8D$b2<$KFO$$$F$7$^$&$H$$$&$3$H$G$9!%; (0 
¿ $B6qBNE*$K$O02<$r2!$7$C$Q$I$7$G#2IC$^$G$O#1$D2<$rA*Br!$$=$N8e$0$9$3$7B.$/%+; (B 
éSB!<%=SkSr¢ (B 
éESBO\FOS9SkK!SSISTSGS9!%¢ (B 


ա 


> 
> 
> 
> 
> 
> 


ESBS3SASiS$3$=; OSaS*S7SF! #2 (BYuugSBSGS9! #¢ (B 


éESB2<Sr#12sS*S7SF2?EYSb>pJsSrF@SFS7S*S&SNSrKISOSKSO! "AOSNF~NOSGSO2!S7SFSSSISS3 (B 
:SBS,!"2(B 
SSB. #502! S7SFSSSkSHSSS&SHS$3$1r8 !=PS$9$1$Pz (BOK; $B$G$9!#%W%m%0%i%`J}K! $0; (B 

int key; //¿Š$B:#SN%-!<; (B 

int old_key; //zSBAOSN%S-!<z (Ց 

if ((key&PADLdown) !=0 ճն (old_key&PADLdown) ==0) { //¿$B$3$3$K$7$?$,2!$5$1$?$H$-$N¿ (B 


¿SB=hM)¿ (B } 
old_key = key; 


ՀՏԹՏՇՏԵՏՇՏ-Տ՞Տ9Տ, IaDL%H%j%, !<$H$$$&$N$Sr$DS/SCSF¿ (B 

int key,old_key,triger; 

triger = (~old_key) & key; //¿ŠSB%SH%j%, !<S$SrSDS/Sk¿ (B 

if (triger&PADLdown) { //2$B$3$3$K$7$?$,2!$5$1$?SHS-SN=hM}¢ (B ) 
old_key = key; 

¿$B$G<J7Z$K; H$ ($*$9! #2 (B 


¿SB2<Sr2!S 7SF#21ICS7S?SiSISsSISsQZSjBXS (SkSHS-SJ$s$+$02!S5S1SFSSSkKSHS—-SK%+%S&%SS%H¢ (B 


¿SB%"%S$C%$WS5S1Sk%S+%S&%Ss%s?!<Sr¿ (B 
¿SB;HS (SPS$SSSSSGS9!# (B 
int ctr=0; //¿SB%S+%S&%s%?!<;¿ (B 
if (key&PADLdown) ctr++; 
else ctr=0; 


if(ctr >= 60*2) { 
if((ctr - 60*2) % 30 == 0) 
éSBH#18D2<SK@ZS jBXS (Sk! #SASJS_SKSUS1!<%* S1!<SHSO#6#OSHA[DISTSF!"#21CSO#1; (B 


ESBH2#0%SUS1!<%> 3 (B 
¿SB>/S7S$SoS+$SjSKS/SSS, S3$S&S9SkSH#2IC8eSK2<S$K01CJ2<$, $C$F!"$=$N8e%-!<$r2!; (B 


ESBS TSCSOSISTSKSTSES$$2?Si¢ (B 
ESBHO!S#SIC! J! a#3#0SUS1!<%S° !KS4SHSK2<SKSDS.SDS.SH@ZSjIBXSOSk! #¢ (B 


} 
} 


¿SBSHS9S1S$SP!"Cl1=c$SK$G$S-SkSH;WSSS*S9!#¿ (B 


Yuu (seryu@ba.mbn.or. jp) 


--MESSAGE FILE 21340 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
84html html 


--MESSAGE FILE 21341 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0185htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: 36395069@ed.noda.sut.ac.jp (Tako) 
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Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJVELOyYVJJE5GSSR£PGgkahsoQg==?= 
Date: 22 Mar 1998 16:12:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 56 

Message-ID: <6f3d9qShif@newsl.scei.co.jp> 

References: <35144557.7D2E@ed.noda.sut.ac.jp> <35152732.9BD7F1IF8@ba.mbn.or. jp> 
NNTP-Posting-Host: 133.31.173.11 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


>¢ SBS3SASi$3$=; OSaS*S7SF! #3 (BYuUgSBSGS9! #2 (B 
ESB>\S7SS2rE* Տ"ՏյՏ, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ9չ (8( 


>¢$B2<Sr#12s$*$7SF2 ?EYSb>pUs$rF @$FS$7$*S&SNSrKISO$K$O! "AOSNF~NO$G$02!$7SFS$SI$$¢z (B 
>¿ SBS, [Ns (B 

SS SB: #$02!$7$FS$$KSH$$$&$H$3Sr8!=P$9$1$P; ( (BOK¿SBSGS9!#%W%m%0%si%s`J)K!SO (B 

>int key; //¿S$SB:#SN%S-!<¿ (B 
>int old_key; //¿SŠ$BAOSN%-!<¿ (B 
>if ((key&PADLdown) !=0 ճն (old_key&PADLdown) ==0){ //¿$B$3$3$K$7$?$,2!$5$I$?$H$-$N¿ (B 
> 

>¿$B=hM}¿ (B } 

>old_key = key; 

> 

»:Տ8ՏՇՏԵՏՇՏ-Տ-Տ9Տ, LaDLSH%$4%, !<SHSSS&SNSrSDS/SCSF3 (B 

> 

>int key,old_key,triger; 

>triger = (~old_key) & key; //¢$B%H%j%,!<SrSDS/Sk2 (B 

>if (triger&PADLdown) { //z$B$3$3SK$7$?$,2!$5$1$?SHS—SN=hM}¢ (B ) 

>old_key = key; 
>¢SBSG<j72Z$K; HS ($*S9! #2 (B 


¿SBS (SCSHS3SN%*H%j%, !<SHSSS&SHS3SmS,SASgSCSHJ,S+SJSESiSSSGS9!%¿ (B 
¿$B$D$^$j¿ (Bold_key=key¿$BSN;-$KSO¿ (Btriger=/=key¿$B$H$J$j!$¿ (Bold_key=/=key¿$B$N; ~$ 
KSO¿ (Btriger=key 
¿SBSHSJSkKSHSSS&S3SHSGS7SgS&S+!)S3S3SN¿ (B ~ ¿SBSOSIS&SSS&OUL#S,S"T"SkSNSGS7SgS&!%¿ (B 
¿SB$JSsSH$JS/SoS+SCSFSbSdSCSQSjSASc$SsSHM)2rS$S7S?$SSbSNSG (B(^^; 


>¢SB2<Sr2!S7SF#2ZICS7S?SiSISSSISS@ZS4BXS (SkSHS—-SISs$+$02!S5S1SFSSSkSHS—-SK%+%S&SSSH3z (B 
> 
>¢ESBSE"SCSWS5S1SkK%S+S& 
>¿SB;HS(SPSSSSSGS9!# 
>int ctr=0; //¢$B%+% 
>if (key&PADLdown) ct 
>else ctr=0; 

> 

>if (ctr >= 60*2) { 

> if( (ctr - 60*2) % 30 == 0) { 

> éSBH18D2<SK@ZSjBXS (Sk! #SASTS_SK%U%S1!<%* $1!<SHSO#6#OSHA[DISTSF!"#2TCSO#1¢ (B 


Շ 
ՀՌ 


LSB#2#0%SUS1!<%`¿ (B 
¿$B>/$7$o$S+$j$K$/$SS$S, $3$&$9$k$H#2IC8e$K2<$K01CJ2<$, $C$F!"$=$N8e%-!<$r2!; (B 


¿SBS7SCSQSJS7SKS7SFSSS?Si¿ (B 
ESBHO!S#SIC! J! a#t3#0SUS1!<%° !KS4SHSK2<SKSDS$ .$D$.SH@ZSIBXSoSk! #2 (B 
} 


-- 


VVVVVVVVV 
e 


>¿SBSHS9S1SP!"Cl1=c$KS$GS-SkSH;WSSS*S9!# (B 
> 
>Yuu (seryu@ba.mbn.or. jp) 


158505Ւ5)5-5752195ո535, ՏԱՏ654565555915: (B 


#¿SBS*“S?SbSASgSCSH<ALdSGS9¿ 

Fu cn on ss long¿$BSNS$S3SH$G$7SgS&S+!)¿ (BK&R¿ $B$GD4$Y$F$b:\$C$F$I$+ 
SCS?SNSG!% 

C ՏՅԱ ae IS ae 


--MESSAGE FILE 21341 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
85html.html 
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--MESSAGE FILE 21342 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0186htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?OysrGyRCJTM1cyVRISQlayROOOVKfRsoSg==?= 
Date: Mon, 23 Mar 1998 11:03:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <3515C2E3.6D13@outback.co.jp> 

NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


C++¿$B%S3%$s%0SSSKkSN; eg 
Z$BC/$+CNS4$*S; $s$+!) 


ESB%as$% ՍԱ Աա a 


¿SB%*%V%8%'%/%HŠ,=PMhSŠ S;Ss!#¿ (J 

¿SB%^%K%e%"%k$KŠO:; (JUC++¿ SBMOSNFCILSO%* SW373g%SS0z (J 
¿SBS"SjS S; ՏՏՏ 166164: (J 

CFLAGS = -Օ2 -W -G0 

LINKER = -Xlinker -Ttext -Xlinker 80090000 

RM = del 

PROG = main 

OBJSO = main.o 

OBJS1 = binary.o 


all: $ (PROG) 


$ (PROG): $(OBJSO) $(OBJS1) 
$(CC) $(LINKER) -c $@ $(OBJSO) $(OBJS1) 


strip $@ 
main.o : main.c sysh\gamemain.h sysh\pad.h sysh\system.h 
binary.o : binary.cpp sysh\angle.h 
clean: 
$ (RM) $ (PROG) 
ESBKt! "2 (UC¿SBSW%m%0%1%`Sr%"%;%Ss%sV%siSG; ora 
ESBS*SK% es"Sk<h$j$K%*%W $ ՆԱՆ _DjSTSFSbz (J 
s ԱԱ $; $s!#¿ (J 
¿$B$I$<$G$7$9g$6&!)¿ (J 


command>gcc -S TEST4.C 

gcc.exe: TEST4.C: linker input file unused since linking not done 

--MESSAGE FILE 21342 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
86html.html 


--MESSAGE FILE 21343 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0187html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCJVELOyVIJES5SGSSRfPGgkahsoQg==?= 

Date: Mon, 23 Mar 1998 13:21:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3515E34F.24362C2F@ba.mbn.or.jp> 

References: <35144557.7D2E@ed.noda.sut.ac.jp> <35152732.9BD7F1F8@ba.mbn.or.jp> <6f3d 
9qShif@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.122.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 
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Tako wrote: 


> ¿SB$ (SCSHS3SN%H% 4%, !<SHSSS&SH$3$mS, SASgSCSHJ, $S+S3$ESiS$SSSGS9!% (B 
> ¿$B$D$^$j¿ (Bold_key=keyz$BSN; ~SKSO;z (Btriger=/=key¿$B$H$J$j!$¿ (Bold_key=/=keyz$BS$N; 
~SKSO¢ (Btriger=key 

> ¿SBSHSJUSkSHSSS&S3SHSGS7SgS&S+!)S3S3SN; (B ~ eee ա S"SKSNSGS7$g$&!%¢ (B 
> ~SBSISs$HSJI$/$o$t+S$CSFSb$d$C$Q$ jSASc$s$HM} 2r$7$?S$SbSN$Gz (8(՞՞չ 


ESBS3SsSKSASO! #2 (BYuUgSBSGS$9! #2 (Btriger¿ SBSK4X$7SFSGS8 9S, SoS+$jSd$9ISSShSESK#1SSSCSHSG 
SSS-S*S9! #2 (B 

:SBNCS (SP; (Bold_keyz$BS, 80ՏՇՀ (Bkeye SBS, #1$@SCS$?SHS9SKSH!"z (B~old_keyz $BSGH?E>$7SF! J# 
OS, #1SK! "#18, #0SK! Ke (B 
2$BS=S1$Hz (Bkeyz SBSH3"Ss%I$7$°S9! #3 (B 
triger = (~old_key) & key; 


¿SBSr¿ (B 
triger = ~old_key;¢SB!!!!!J#1!Kz (B 
triger = triger & key;¿ŠB!!!!!J#2!K¿ (B 


¿SBSHS+S/SH!";#SNNcSN>19g!J#1!K$G (Btrigerz SBSO#1SHSIS4!"!T#2!KSGH1SHSIS5$*°S9! #2 (B 
¿SBS3S&S9SkSH¿ (Btriger; $BSO; (Bo1ld_key¿ SBS, #0SG¿ (Bkeyz SBS, #1SNSHS—-SO#1SKSJSCSF!"S=S10 
JT30SGSO#OSGS9! #2 (B 

¿$B$D$^$J2!$5$1$?!V=V4V!W$@$1#1$K$J$J$^$9!#¿ (B 


u_long¿$B$O: (Blibps.hz;SBSNCfS$G; (B 

typedef u_long unsigned long; 

ESBSHSISCSFS“*S9SNSG!"z (Bunsigned longzSBSHSSSCS7$gSG$9!#DISSSNSG>IN, STSFSkS@S1SGS9!# 
¿ (B 


Yuu¿$B!J¿ (Bseryu@ba.mbn.or. jp) 


--MESSAGE FILE 21343 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
87html html 


--MESSAGE FILE 21344 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0188htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "tako" <36395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmU6IBskOQiVRJUM1ISSRORKkkXzxoJGObKEI=?= 
Date: Tue, 24 Mar 1998 14:29:14 +0900 
Organization: PlayStation Net Yarouze 
Lines: 28 
Message-ID: <6f7gp7Smlu@newsl.scei.co.jp> 
References: <35144557.7D2E@ed.noda.sut.ac.jp> <35152732.9BD7F1F8@ba.mbn.or.jp> <6f3d 
9qShif@newsl.scei.co.jp> <3515E34F.24362C2F@ba.mbn.or. յք» 
NNTP-Posting-Host: 133.31.173.21 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Yuichiro Okamura wrote in message <3515E34F.24362C2F@ba.mbn.or.jp>... 


>éSBS3SsSKSASO! #¢ (BYuug$BSG$9! #¢ (Btriger;$BSK4X$7SFSGS$9S, S$o$+$ jSd$9SSShHS&SK#H1SSSCSHS 
ՇՏՏՏ-Տ՞չ (B 

¿SBS91#;¿ (B 
>¿SBNcS (SP¿ (Bold _key; SBS, #0SG¿ (Bkey¿SBS, #1S@SCS?SHS9SkSH!"¿ (8-օԼՎ key; SBSGH?E>S7SF!J 
#05, #1SK! "#12 (B 

ESBS, #0SK!Kz (B 

>¢SBS=S1SH; (Bkey¿ $B$H%"%s%I$7$^$9!#; (B 
>triger = (~old_key) & key; 
>¿SBSr¿ (B 
>triger = ~old_key;¢SB!!!!!J#1!Kz (B 
>triger = triger & key;¿$B!!!!!J#2!K¿ (B 
>¿SBSHS+S/SH!":#SNNcSN>19g!J#1!KSG¿ (Btrriger¿SBSO#1SHSJSj!"!J#2!KSG#1SHŠSJS3S AS9!# (B 
>¿SBS3S&S9SkSH¿ (Btriger;SBSO; (Bold_key SBS, #0SG¿ (Bkey¿SBS, #1SNSHS-SO#1SKSJSCSF!"TS=S1 
0J30$G$O#05G;¿ (B 
¿SBS9!# (B 
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>¿SBSDS“S3j2!1S5S1S?!V=V4V!WS@S1#1SKSJS3JS S9!#¿ (B 
tako¿SBSGS9!%Ss2rEzS"SjS,SHS&S4S6SSS“S9!%s¿ (B 


“¿SBSOSSSC$HSrH?E>$55S;$k$SbSNSJSsSGS9SM!S;¿ (B 
ՀՏԲՀԲ: ] SKSdSCSFS_S$?SHS3Sm!$S&$*S/=hM} $GS—-$*$7$?!%S$"$4S$, SH$&$S4S6SSS2S9!%S;¿ (B 


>u_longz$BS0O; (Blibps.hzSBSNCf£S$G; (B 

>typedef u_long unsigned long; 

>¢ SBSHSISCSFS*S9SNSG! "3 (Bunsigned longzSBSHSSSCS7Sg$G$9!#DISSSNSG>UIN, S7SFSkS@S1SGS9! 
# (B 


¿S$SBS=$S&$JSs$GS9SM!SG<F@SGS9!%¿; (B 
£$B$3$1$+$iSb$*GO</SI<ALdS 9$k$+Sb$7$1$%S$;$s$, $h$m$7$/$*4jSS$7$*S9¢ (8(՞՞չ 


--MESSAGE FILE 21344 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
88html.html 


--MESSAGE FILE 21345 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0189html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "tako" <j6395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?TG9hZE1Lt YWd1GyRCNFg/dCRLJEQkICRGGyhC ?= 
Date: Tue, 24 Mar 1998 14:39:28 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <6f7hcdSmm5@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.21 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBS*$?S7SFSbz (Btakoz SBS$G$932 (B 
LoadImage; SBSG%U%1!<%* $P%$C%U% !C£SKSSSa!<S8SrS3ST!<S7S?8eSK; (B 
GsSortBoxFillz$BSJSISGIA2ZhSr$7$?SSSNSGS9S, !SSTS&IQOS (SFSb%$$%a!<%8S@S1S7S+;¿ (B 
¢SBI=< ($5$1$^$; $s!%¿ (BGsSortFixBg162SBSISTSGS0%; kC1OLSN#BH¥GIA2hSOSGS-SFSb3z (B 
¢SBO1LKg$NBg$-$J3 (SNIA2ZhS$, $GS-SISSSHSESTSNSG! $2 (BLoadImagez $BSr; H$$$?SS$3 (B 
ESBSNSGS$9S, ¿ (BLoadImagez SBSKSO#O#TSNOLCVSr; XDjJS9SkKS3SHS, SGS-STSSShS&SISNSG; (B 
$B: SSCSFSS$S$*$9!%<B: ] SNS=!<%9SOS3SNShHS&SKSISCSFSS$S$*S9!1%3 (B 


GsSortBoxFill (&GBOX[0], &Wot [side],0); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff (); 
GsSortClear(0,0,0,&Wot[side]); 


if (side==0) Rect.y= 0; 
else Rect.y= 240; 
LoadImage (&Rect, TexInfo.pixel); 


GsDrawOt (&Wot [side] ); 
¿SBSGS91%SISJS?S+65S (SFS/S@S5$$!%3 (B 


--MESSAGE FILE 21345 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
89html.html 


--MESSAGE FILE 21346 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0190htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCTmtMWjkvOSObKEI=?=" <nasu@mail.interq.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-4jp?B?UmMU61G9wZW4bJEILkT jt IJCRK£TY1JCgkRhsoQiAz?= 

Date: Tue, 24 Mar 1998 21:01:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <6f87snSnbl@newsl.scei.co.jp> 
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I'd appreciate the low-down. 
Ta, 


James (~mrfrosty). 
-—-MESSAGE FILE 2255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00958 


—-MESSAGE FILE 2256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000959 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Wed, 20 May 1998 12:49:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6jug7bS$4p12@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: usera881.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Tuesday mornings, listening to the wife nagging in loud stereo. 


>I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
>where he said that the best time to program the Atari Jaguar was late 
>at night with loud techno music playing on the CD. This got me 
>thinking, when is the best time to program the Yaroze and what do 
>people listen to when they are doing it ? Personally it is late at 
>night, although it can't be too late as I have to get up for work in 
>the mornings : ( and the CD that I have playing a lot at the moment 
>whilst I work is Mezzanine by Massive Attack ( although I did find 
>some choral music on the radio the other day that seemed to work quite 
>well ! ). How about you others ? 


—-MESSAGE FILE 2256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00959 


-—-MESSAGE FILE 2257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000960 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Wed, 20 May 1998 13:30:50 +0100 

Organization: The Hex Heroes 

Lines: 18 

Message-ID: <3562CCFA.5E64@writeme.com> 

References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: at14-016.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


When: 
'Twixt 10pm and 3am usually - been known to do a 6am session, ‘tho... 
What: 


"Narayan'/'Start the Dance'/early stuff/remixes - The Prodigy. 
October Rust - Type O Negative. 

Asylum - Senser. 

Orblivion - The Orb. 

any Orbital. 

"My Baby Just Cares For Me' - Nina Simone (oooh baby!) 

"Disco Inferno' - The Trammps. 


Net Yaroze newsgroups message dump.txt Page 14311 


References: <69a0pcS7nv@newsl.scei.co.jp> <34bb9372p8198@base.minoru.isl.intec.co.jp 
> 
NNTP-Posting-Host: 210.157.11.27 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SBSIS&SbS"SjS,SHS&S4S6SSS“S9!#¿ (B 
ԵՏՏ: ՏՏՏՄՏՏՏ2ՀՏԸՇՏՏՏՏ՞Տ4ՏՈՏՈՏ/ՏԲՏ9Տ5Տ Տ՞ՏչՏտ| 1: (B 
¿SBS$S5SCS$S=S$S/SHSjS+S+SmS&SH;WSSS S9!#¿ (B 


¿SB%SMsC% u a (;oS+2?S+S"SjJS%“S75?SiSISJS?S+65S (SFS/S@S5SS!#¿ (B 
zSBSh$m$7$/$*44$$$7$" SO!l#2 (B 


--MESSAGE FILE 21346 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
90html. html 


--MESSAGE FILE 21347 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0191htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++=?1S0-2022-JP?B?GyRCUTM1cyVRISQlayROOOVK£RsSoQg==?= 
Date: 24 Mar 1998 12:29:57 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 29 

Message-ID: <3517a40ap9026@base.minoru.isl.intec.co.jp> 
References: <3515C2E3.6D13@outback.co.jp> 

NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <3515C2E3.6D13@outback.co.jp>, suzuki@outback.co.jp says... 
> 

>C++ESBS3SS%Q%SSkKSN; o 

>¿$BC/$+CN$J$^$; $s$+!) 


¿$B<B$0! "3 SMSCSHSdSm$&$S<IUBOSN; (B gcc ¿$B$G$O¿ (B C++ ¢$BSO%3%SSQSSSkSGS-S*S;Ss!#z (8՞՞ 
S B%i%$%V%i%šj$b$J$$$7!#$G$b!"3N$+!"2q0w$NJ}$, FH<+$K%3%Ss%Q%$%kK$7$?; 
g++ ¿SB%sP%SS%J%Sj$,S"T"SCS?SOS: !#¿ (B 
>¿SBKt!"¿ (BCZzSBSWsms0Sis- a aay haa z ee 
> SBE"SKSe3"Bk<hS jSKS* SW %7% a _DISTSFSb; (B 
eee rohan gs Տ S; Aar 
>¿SBSJS<SGS7SgS&!)¿ (B 
> 


>command>gcc -S TEST4.C 
>gcc.exe: TEST4.C: linker input file unused since linking not done 


2 SBSIS&S$b!"z (BWindows95 ¿$B$N¿ (8 MS-DOS z:SBS$N>19g!"3HD%;RSO>.J8; 2565751515Քչ (B 
¿SBSJS1iSJSSShS&SGS9!#¿ (B 


gcc -S test4.c 


¿SBSHS79?91i1"S&$S2S/SSS/SNSGSOSJSSSGS7SgS&S+¿ (B? 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or. յք» 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21347 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
91html.html 
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--MESSAGE FILE 21348 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0192html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: minoruQisl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: LoadImage=?1ISO-2022-JP?B?GyRCNFg/dCRLJEQKICRGGyhC?= 
Date: 24 Mar 1998 12:29:57 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 42 

Message-ID: <3517a40apa026@base.minoru.isl.intec.co.jp> 
References: <6f7hcd$mm5@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6f7hcdSmm5@newsl.scei.co.jp>, j36395069@ed.noda.sut.ac.jp says... 
> 

>2SBS*S?S7SFSbz (BtakozSBS$G$9¢ (B 

>LoadImage; SBSG%U%1!<%* SPSCSUS!C£SKSS%a!<S8Sr%3%ST!<S7S?8eSK¢é (B 
>GsSortBoxFill¢SBSJSISGIA2ZhSr$7S$?SSSNSGS9S, !SSTS&IOS (SFSb%S%a!<S8S@S1S7S+; (B 


>z¢SBI=< ($5$1$^$; $s!%¿ (BGsSortFixBg16;SBSJISISGSO%; SkKCLOLSN#B#GIA2ZhHSOSGS-SFSb3 ( 


>¿ SBOLKg$NBg$-$J3 (SNIA2h$, $GS-SISSShSESTSNSG! $2 (BLoadImagez; $B$r;H$$$?$$; (B 


>¿SBSNSGS9S, ¿ (BLoadImagez SBSKSO#O#TSNOLCVSr; XDjS9SkKS3SHS, SGS-SISSShS&STSNSG3 ( 


>¢SB:SSCSFSS$*°S$9!%<B: ] SNZ=!<%9SOS3SNShS&SKSISCSFSS$*°$9!%3 (B 


LoadImage () 

2$BS"3/%;%9S9Skz (B VRAM 2S$B$,=ESJ$C$?>19g$NFO :nSOITD{$KST$k5$$,$7$*S9! #2 (B 
LoadImage() ¿SBSN8eSK¿ (B DrawSync(0) ¢SBSrF~S1SF;(B DMA ¢$BSr=*N;$7S$?8e!"¢ (B 
GsDrawOt () ¿ŠBSrH/9TS9SkShS&SKS$7$?SiSIS&SGS7SgS&S+¿ (B? 


B 


B 


¿SBSO¿ (B DMA ¿$B$G!"¿ (BGsDrawOt() ¿SBSO¿ (B GPU ¢SBSXSNL?PNaSJSNSG!"32 (B 


ESBS*°S?!"S3SN<jK!SGSSS/SISi!"z (BSCEI ¿$BDs6!$N¿ (B Dino :SB%5%s%W%k$rD4SYSkSNS$bz (B 


ESBM-8zS@SH;WSSS*S9! 8. (B 


> 

> GsSortBoxFill (&GBOX[0], &Wot [side],0); 
> 

> DrawSync (0); 

> VSync (0); 

> GsSwapDispBuff(); 

> GsSortClear(0,0,0,&Wot [side] ); 
> 

> if (side==0) Rect.y= 0; 

> else Rect.y= 240; 

> 


LoadImage (&Rect, TexInfo.pixel); 


¿SBS3S3SK; (B 
DrawSync (0): 
¿SB$rF-S1$k!#¿ (B 


GsDrawOt (&Wot [side]); 


¿SBSGS91%SSISJS?S+65S (SFS/S@S5SS!%¿ (B 


V V V V V 


--MESSAGE FILE 21348 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 


92html.html 


--MESSAGE FILE 21349 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0193html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "tako" <j6395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UmU6IExvYWRJbWFnZRskQjRYP3QkSyREJCOkRhsoQg==?= 
Date: Wed, 25 Mar 1998 14:16:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 51 

Message-ID: <6fa4d8Spoa@newsl.scei.co.jp> 
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References: <6f7hcdSmm5@newsl.scei.co.jp> <3517a40apa026@base.minoru.isl.intec.co.jp 
> 
NNTP-Posting-Host: 133.31.173.20 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Minoru Matsumoto wrote in message 
<3517a40apa026@base.minoru.isl.intec.co.jp>... 
>cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 
> 

>In article <6f7hcd$mm5@news1.scei.co.jp>, j6395069@ed.noda.sut.ac.jp 

>LoadImage () ¿$B$O¿ (B DMA ¿$B$G!"¿ (BGsDrawOt() ¿$B$O¿ (B GPU ¢SBSXSNL?NaSJSNSG!"¢ (B 
>¢$B%"%/%;%9S9Skz (B VRAM 2SBS,=ESJSCS$?>19gSNF0 :nSOITDJSKSISk5$$,S7S*°S9! #3 (B 
>LoadImage() ¿SBSN8eSK¿ (B DrawSync(0) ¿$B$rF~$1$F¿ (B DMA ¿$B$r=*N;$7$?8e!"¿ (B 
>GsDrawOt () zgSBSrH/9TS9SkShS&SKS7$?SiSTS&SGSTSgS&$+t¢E (B? 
> 

>¢$BS*S?!"S3SN<jK!SG$SSS/SJ$i!"z (BSCEI ¿$BDs6!$N¿ (B Dino ¿$B%S5%s%W%k$rD4SYSkSNŠb¿ (B 
>¿SBM-8zSQ@SH;WSSS S9!#¿ (B 


> 

>> 

>> GsSortBoxFill (&GBOX[0], &Wot [side],0); 
>> 

>> DrawSync (0); 

>> VSync (0); 

>> GsSwapDispBuff(); 

>> GsSortClear(0,0,0,&Wot[side]); 
>> 

>> if (side==0) Rect.y= 0; 

>> else Rect.y= 240; 

>> LoadImage (&Rect, TexInfo.pixel); 
> 

>¿$BS3S3SK; (B 

> DrawSync (0): 

>¿SBSrF-S1Sk!# (B 

> 

>> 

>> GsDrawOt (&Wot [side]); 

>> 


>>¿SBSGS9!%SISJS?S+65S (SFS/S@S5SS!%¿ (B 


¿SB2rEzS"SjS, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ915: (B 
ESBS5$CS$=$/SdaSCSFS_$*$7$?$, | ՏՏԱՏՕՏ)ՏՇՏ-Տ՞ՏչՏտՏՇտյՏ2121515. (B 

¿SBSGSbSJS<S+¿ (B 

>> if (side==0) Rect.y= 0; 

>> else Rect.y= 240; 

>> LoadImage (&Rect, TexInfo.pixel); 

ESBSNSHS3SmSNz (BSide==02SBS$r¢ (BSide!=0¢SBSKS7$?$HS3Sm! S$2hLLSOSAS+SAS+S7SF3¢ (B 
ESBS*SCS$?2$/@. 8ySHSOS$$$$%*$;$s$, !$<!SNSh$&SKI=< ($5$1$%$7$2!%¢ (B 
éSB6k7ASHGX7I2NSNS [$+SKSb4A; z%U%S) SSSHSr; HMOSTSFSSSKSNSGS9S, !S¿ (B 

2 SBS=SN4A; z%U%) %s%H$, Լ-Հ(ՏՏՏԼՏԲՏՏՏԵԼԵՄ, SNGX7J$@$1$0GX7I2hA|$, Լ-Հ(55515:: (B 
¢SB9u#1?'SKSIS4¢ (8(258535150չ (BGsSortClear; SBSN?'¢ (B) $B! $S=$3$+SiS@S16k7AS, 8+$ (SFSS 
$*$7$2!%32 (B 


ESBSbSASmSsz (Bside!=02 SBSJSSSFS$9SkS3SHSOS*SCS?S/OULESIS/!$;nS7SFS_S?S@S1SISNSG; (B 
i SB2r7h$KSOSISCSFSS$$*S; $s!%g (B 
¿SB$d$SOS3j¿ (BOT SBSXSNEPO?=g=x$, $*S+S7SSSNSGS7SgS&S$+!) 2 (B 


--MESSAGE FILE 21349 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
93html.html 


--MESSAGE FILE 21350 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0194htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++=?ISO-2022-JP?B?GyRCUTM1LcyVRIJSOQlayROOOVK£fRsoQg==?= 

Date: 25 Mar 1998 12:44:39 GMT 
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Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 14 

Message-ID: <3518f8f8p0079@base.minoru.isl.intec.co.jp> 

References: <3515C2E3.6D13@outback.co.jp> <3517a40ap9026@base.minoru.isl.intec.co.jp 
> 

NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <3517a40ap9026@base.minoru.isl.intec.co.jp>, minoru@isl.intec.co.jp 
says... 

>L SBSIS&Sb!"z (BWindows95 ¿S$BS$SN¿ (B MS-DOS ;SBSN>19g!"3HD%; RSO>.J8; zSGSJIS1S1$P; (B 
>¿SBSJSi1SJSSShS&SGS9!#¿ (B 


¿$B$3$1$0¿ (B gcc ¿$B$N;EMM$G$7$?!#3HD%; R$, BgJ8; zZ$Nė (B C ¿$B$@$H!"¿ (BC++ ¢SB%=!<%9SHz 
(B 
¿$B2r<a$7$^$9!#¿ (B 

ESB<:NiS7$*S7S$?! #2 (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21350 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
94html.html 


--MESSAGE FILE 21351 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0195htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: LoadImage=?1ISO-2022-JP?B?GyRCNFg/dCRLJEQKJCRGGyhC?= 

Date: 25 Mar 1998 12:44:40 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 35 

Message-ID: <3518f8f8pa079@base.minoru.isl.intec.co.jp> 

References: <6f7hcdSmm5@newsl.scei.co.jp> <3517a40apa026@base.minoru.isl.intec.co.jp 
> <6fa4d8Spoa@newsl.scei.co. jp> 

NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6fa4d8Spoa@newsl.scei.co.jp>, 36395069@ed.noda.sut.ac.jp says... 
>¢SB2rEz$"S$jS,SHS&S4S6SSS$*S9!%; (B 

>ESBS5$C$=$/Sd$CSFS_$*$7$2S8, !SSd$O$j$GS-$*S; $s$G$7$2?!%!%!%z (B 
>¿SBSGSbSJS<S+¿ (B 

>>> if (side==0) Rect.y= 0; 

>>> else Rect.y= 240; 

>>> LoadImage (&Rect, TexInfo.pixel); 

>i SBSNSHS3SmSN; (BSide==0; SBSr; (Bside!=0;SBSK$7$?SHS$3Sm! S2hLLSOSAS+SAS+S7SF3 (B 
>ESBS*SC$?S/@. 8ySHSO$$$$$*$;$s$, !$<!SNSh$&$KI=< ($5$1$*$7$?!%2 (B 
>¢ SB6k 7ASHGX7J2hSNS [$+SKSb4A; 2505) $S%HSr; HMOSTSFSSSKSNSGS9S, !$: (B 

>¿ SBS=SN4A; z%U%) %s%H$, Լ-Հ(ՏՏՏԼՏԲՏՏՏԵԼԵՄ, SNGX7J$@$1$0GX7I2hA|$, Լ-Հ(55515:2 (B 
>¢SB9u#1?'SKSIS342  (B(¿SB$S3$S1SO¿ (BGsSortClear;: $BSN?'¢ (B) $B! $$=$35+SiS@S16k7AS, 8+$ (ՏԻՏ 
$$°S7$2?!%2 (B 

> 


> 2 SBSbSASm$sz (Bside!=0:$B$JSs$F$9$k$3$H$O$^$C$?$/0UL#$JI$/!$; n$7$F$_$?7$@$1$I$N$G; (B 
>¢ SB2r7hSKSOSISCSFS$$$%*S$;$s!%z (B 


side ¿SBSO¿ (B GsGetDispBuff() ¢gSBSNLa$jCMSGS7SgS&S+¢ (B? 
¿SBS@SHS7S?Si!" (Bif (side != 0) ¢SBSNJ}S,@5S7SSSGS9!#¢ (B 


GsGetDispBuff() ¢g$BSO8=:_IA2h=hM}Sr9TSCSFSSSkSPSCSUS!SNz (B 
¿SB%S%s%$G%SC%/%9SrJVŠ7S2S9S, !"ESCESN; (B GsSwapDispBuff() ¿SBSG: (B 
¿SBIA2h!&I=<(%SP%C%U%S!Sr@ZSjBXS (SFS7S*SCS?SNSG!"J]B8S7SFS"SCS?¢ (B 
¿SB%$$%s%SG%$C%/%S9S$SH$SOJLSNSP%šsC%SUS!SKE>AwS9SkI,MWS,S"SjS%$S9!#;¿ (B 
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>¿$BS$SdSOS3j¿ (BOT; SBSXSNEPO?=g=x$, $*$+S7SSSNSGS7S$gS&$+!) ¢ (B 


ESBSSSd!":#5SSESSS?SNSGS9S,!"HH?MSO; (B GsSortClear() ¿$B$8$c¿ (B 
ESBSISSSGS7S$g$&S+2 (B? ¿$B$;$C$+$/¿ (B LoadImage() ¿$B$GGX7J$rE>Aw$7$F$b!"¿ (B 
GsDrawOt () ¿$B$r$d$C$?=V4V$K>C$7$F$7$^$$$^$9!#¿ (B:-) 

¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21351 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
95html.html 


--MESSAGE FILE 21352 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0196htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJVELOyYVIJES5GSSR£PGgkahsoQg==?= 

Date: Tue, 24 Mar 1998 23:22:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19980324232222kamon@mail.web-hyogo.or.jp> 

References: <35144557.7D2E@ed.noda.sut.ac.jp> <35152732.9BD7F1IF8@ba.mbn.or.jp> 
NNTP-Posting-Host: 210.136.1.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


Yuichiro Okamura <seryu@ba.mbn.or.jp> wrote: 
> 2 SBSGSbSGS$-$*S$9S, LaDLSH%$4%, !<SHSSS&SNSrSDS/SCSF3 (B 


ESBS3SSSTI}K!:#S*SGCNSiSTS+SCS?SGS9!#IY6/SKSISj$*S$7$?!#¢ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21352 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
96html.html 


--MESSAGE FILE 21353 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0197html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "tako" <j6395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmU6IExvYWRJbWEFnZRskQjJRYP3QkSyREJCQkRhsoQg==?= 
Date: Thu, 26 Mar 1998 10:04:36 +0900 
Organization: PlayStation Net Yarouze 
Lines: 29 
Message-ID: <6fca83$scs@newsl.scei.co.jp> 
References: <6f7hcdšmm5@newsl.scei.co.jp> <3517a40apa026@base.minoru.isl.intec.co.jp 
> <6fadd8Spoa@newsl.scei.co.jp> <3518f8f8pa079@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 133.31.173.114 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


tako¿$B$G$9!%¿ (B 


Minoru Matsumoto wrote in message 

<3518f8f8pa079@base.minoru.isl.intec.co.jp>... 
>cqz03222 ¿$B$N>>K\¿ (B ¢~SB<BSGS9! #2 (B 
>side ¿$B$O¿ (B GsGetDispBuff() ~$BSNLa$jCMSGS7Sg$&$+¢ (B? 


>¿SBS@SHS7S?Si!"¿ (Bif (side != 0) ¿SBSNJ)S$S,@5S7SSSGS9!#¿ (B 

> 

>GsGetDispBuff() ~SBSO8=:_IA2h=hM}Sr9TSCSFSSSk%P%C%U%!SN¢ (B 
>2SBS$%S3GSC%/S9SrIVSTS*S9S, !"ESCESN; (B GsSwapDispBuff() ¿$B$G¿ (B 


>¿SBIA2h!&I=<(%SP%sC%sU%S!Sr@ZSjBXS (SFS7S*°SCS?SNSG!"J]B8S7SFS"SCS$2¢ ( 


= 


Net Yaroze newsgroups message dump.txt 


>ESBSSSSSG%SC% 
> 


>>¿SBSdSOS3j¿ (BOT; SBSXSNEPO? 


> 

>¿$BSSSd!":#5 
>¿SBSJSSSGS7S 
>GsDrawOt() ¿ 
¿SBS (!<SH!S9M 
¿SBSbSCSHSdS3 
¿SBSOSo!AS*<) 
¿SBS@S1S+%=!<% 
¿SBShSmS7S1S1 
¿SBSGS-SJS$SSSJ 
PS¿SBSK? ($j$? 


——MESSAGE FIL 
97html.html 


——MESSAGE FIL 
0198html.html 
Path: 
From: minoru@ 
Newsgroups: 
Subject: Re: 
Date: 26 Mar 
Organization: 
Lines: 19 
Message-ID: < 
References: < 
> <6fa4d8$poa 
scs@newsl.sce 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


cqz03222 ¿$B$ 


In article <6 
>¿SBS(!<SH!S9 


¿SBS=S&$G$7S? 
Dino ¢SB%5%s% 
¿$BI, $:$G$-$k 


>¿$B$0$0!A$*< 
>ESBS@$1$+s=! 
>ESBSh$m$7$1$ 


/forum/progra 
¿SBSSSSSGS9Sh 
¿SB#37nCf;¿ (B 
¿SB#47n0J9_¿ ( 


——-MESSAGE FIL 
98html.html 


——MESSAGE FIL 
0199html.html 


Path: chuka.pl 
From: PS64 <s 
Newsgroups: 
Subject: Re: 
Date: Thu, 26 
Organization: 
Lines: 20 


Message-ID: < 


i$ 


chuka.pl 


pl 


pl 


Page 14316 
/ S9SHSOJLSNSP%C%U% ! SKE>AwS 9SkKI,MWS, S"S4S°S9! #3 (B 
=g=x$,$*S+S7SSSNSGS7SgS&S+!) ¢ (B 

SSESSS?SNSGS9S, !"HH?MSOz (B GsSortClear() ¿$BS8S$Sc¿ (B 


g$&$+¿ (B? ¿$B$;$C$+$/¿ (B LoadImage() ¿$B$GGX7J$rE>Aw$7$F$b!"¿ ( 
B$r$d$C$?=V4V$K>C$7$F$7$^$$$^$9!#¿ (8:-) 


B 


S (SiS1Sk8BSjSKSSSmSSSmSSS8SjJS2S7S?S, !SSISESTSESHSGS-S*S;$s¢ (B 
ՏՉՏՏՏՅՏԷԼՏ, ԱԱ ԱՐՈՅԱՆ ՄՈՎ ՏԲՏ՞Տ9 1212 152(8 
>eS2SG6S9S% ST 

Bee a), Gu Z ՏչՏՏՏՀ|) 
ՏՔՏՅԼՀՏԵՏ/Տ0Տ5ՏՏՏՏ«4)ՏՏՏ7Տ՞Տ915: (B 
— ԱՈԱՆՑ 1 1 կի ore ry PDPP 
SFSN; dSGSOOMS (JU) S$KSb8B3&$, S"SjIS*SOSNSG!IS!IS!Se (B 


E 21353 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 


E 21354 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
aystation.co.uk!newsl.scei.co.jp!usenet 

isl.intec.co.jp (Minoru Matsumoto) 

aystation.ny.program.beginner 

LoadImage=?1SO-2022-JP ?B?GyRCNFg/dCRLJEQKICRGGyhC ?= 

1998 13:04:28 GMT 

INTEC System Laboratory Inc. 


Ltd. 


351a4f17p1084@base.minoru.isl.intec.co.jp> 


6f7hcd$Smm5@newsl.scei.co.jp> <3517a40apa026@base.minoru.isl.intec.co.jp 
@newsl.scei.co.jp> <3518f8f8pa079@base.minoru.isl.intec.co.jp> <6fca83$ 
i.co.jp> 

Host: 210.132.156.27 


1.0 
Text/Plain; 
WinVN 0.99.73 PLO1 


charset=ISO-2022-JP 
(x86 32bit) 
N>>KN¿ (B ¿SB<B$GS9!#; (B 


fca83Sscs@newsl.scei.co.jp>, j6395069@ed.noda.sut.ac.jp says... 
MS (SiS1$k8BS$ jSKS$Sm$$$m$$$8$j$*$7$2S, 1SSIS&S7SFSbSGS-S“S;Sse (B 


S+!#S&!<$s!#; (B 

WSkSO: #2SSHF1S8S3SHSrS7SFSSSkSOS:SJSNSG!"¢ (B 
SOS:SJSNSGS9S, ! #2 (B 

j>e$2$G$9$%;¿ = 
<% ob+Sks/s1 Sus 9Ser Ss cu4grcsrmSOSS9I9CS750559" $;$s$+!) 
1$P%a!<%k$/S@S5SS!SS*45SSS7S*S9!% 


m/test :SBEv$?$4$Kz(B upload ¿$B$7$F$b$i$($1$P!";d$,8+$F$b; (B 
lite (B*_*% 


<minoru-m@rb3.so-net.or.jp> 
B <minoru-m@rb3.so-net.ne.jp> 


E 21354 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 


E 21355 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
aystation.co.uk!newsl.scei.co.jp!usenet 

uzuki@outback.co.jp> 

aystation.ny.program.beginner 
=?1iso-2022-jp?B?OysrGyRCJTM1cyVRISQlayROOOVKfRsoSg==?= 

Mar 1998 23:56:12 +0900 

PlayStation Net Yarouze 


351A6C8C.211C@outback.co. jp> 


Net Yaroze newsgroups message dump.txt Page 14317 


References: <3515C2E3.6D13@outback.co.jp> <3517a40ap9026@base.minoru.isl.intec.co. jp 
> 

NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


> 
> ¢SB<BSO! "SM%C%HSdSm$&S<IUBOSN;: (J gcc ¿$B$G$O¿ (J C++ ¿$B$0%3%s%Q%$%k$G$-$^$;$s!#¿(J 
> ¿$B%i%$%V%i%j$b$J$$$7!#$G$b!"3N$+!"2q0w$NJ}$,FH<+$K%3%5%Q%$%k$7$?¿ (J 


> g++ zgSBSP%S%I%35S,S"SCS?SOS:!#e (J 


ESBS"S$*%S 42 (ՄՔՏչՏ8ՏՇՏՕ58535ՇՏԱՏ, $SL5$$$H8@$0$1$^$9$,¿ (J 

ESB: #$+Si>/S7SGSbz (JOOP: SBSWSmS0SiS > Sr$dSCSFS*S$3S&S+SIS!SH3 (J 
ESB; W$$$^$7$F!a!a!a!#e (J 
¿SB35G0$SOSdS$SCSHJY6/S7=*SoSCS?SsSG!&!&!&!#¿ (J 

¿S$SB$d$OS3j¿ (JOOP:  SB$O¿ (UC++¿ $B$+$iF~$k$h$j¿ (JOOP; SBe@lLg=q$+$i¢ (J 
¿SBF-SkSH7k9=NIS$SSS+Sb$7S1S29;Ss!# (J 


> ¿SB$IS&Sb!"¿ (JWindows95 ¿$B$N¿ (J MS-DOS ¿S$BSN>19g!"3HDS;R$O>.J8;z$GSJ$1%$1SP¿ (J 
> ¿SBSJSiSJSSShS&SGS9!#¿ (J 

> 

> gcc -S test4.c 

> 

> ¿SBSH$7S?Si!"S&S*“S/SSS/SNSGSOSJSSSGS7SgS&S+¿ (J? 


ESBS=SNDLSJSGS7$?! #2 (J 

¿SBM-SjFqS$S&S4S6SSS*S7S?!#¿ (Մ 

--MESSAGE FILE 21355 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000001 
99html html 


--MESSAGE FILE 21356 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0200htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: C++=?ISO-2022-JP?B?GyRCUTM1LcyVRIJSOQlayROOOVK£fRsoQg==?= 

Date: 27 Mar 1998 12:11:49 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 13 

Message-ID: <351b9438p2031@base.minoru.isl.intec.co.jp> 

References: <3515C2E3.6D13@outback.co.jp> <3517a40ap9026@base.minoru.isl.intec.co.jp 
> <351A6C8C.211C@outback.co.jp> 

NNTP-Posting-Host: 210.132.156.9 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BS$GS9!#; (1 


ա 


In article <351A6C8C.211C@outback.co.jp>, suzuki@outback.co.jp says... 
>¢SBSd$0$ 42 (BOOP; SBSOz (BC++2; $B$+$iF~$k$h$j¿ (BOOP; SB@lLg=q$+S$iz (B 
> 2 $BF~$k$H7K9=NI$$$+$b$7$1$^$; Ss! #3 (B 


OOP 2 SBSO%W%m%0%i%_%S%05;K! SHSSS&ShS$4!"@_7W5;K!SKBgS-SJIF6ASrz (B 
¿SBM? $ (SkSbSNSISNSG!"SQ%i%S0SS%> $+SiF~SkSNSO8-L@S@SH;WSSS*S9! #2 (B 
# C++ ¢SBS+$iF~SCSFDKSS$;WSSS$r$7$? ?7MSrCNSCSFSSSk3z (B 


¿$B#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21356 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
OOhtml.html 


--MESSAGE FILE 21357 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0201html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?QysrGyRCUTM1lcyVRIJSOQlayROOOVKfRsoSg==?= 
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Date: Sat, 28 Mar 1998 00:28:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <351BC591.5C1B@outback.co.jp> 

References: <3515C2E3.6D13@outback.co.jp> <3517a40ap9026@base.minoru.isl.intec.co. jp 
> <351A6C8C.211C@outback.co.jp> <351b9438p2031@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


Minoru Matsumoto wrote: 


> 

> cqz03222 ¢SBSN>>K\2 (J ¿$B<B$G$9!#¿ (J 

> 

> In article <351A6C8C.211C@outback.co.jp>, suzuki@outback.co.jp says... 
> »: 58545053: (JOOP; SBSO¢ (JC++2$BS+SiF~SkSh$ 43 (JOOP; SB@lLg=q$+$i¢ (J 

> >¢$BF~SkSH7kK9=NISS$+SbS7$1$%S;Ss!l#e (J 

> 

> OOP ¢SBSO%W%mS0%i%_%s%05;K!SHSSS&Sh$4!"@_7W5;K!SKBg$-SJ1F6AS$r3; (J 

> ¢SBM?S (SkSDSNSISNSG! "S$Q%SiS@SS%S° S+SiF~SkSNSO8-L@S@SH; WSSS*S9!#¢ (J 

> # C++ ¢SBS+SiF~SCSFDKS$;WSS$S$r$7$??MSrCNSCSFSSSk¢ (J 


¢ SBKMSb¢ (JC++¢ $BSr$$$-S$JI$ jSASCSF8+; VSKGZGKS7$*$7$?!#!I>P! Ke (J 
ESBSI$3$,S1$&%2!<%* $K; HS (SKSNS+!S$¢ (J 

¿ $B$3$1$,%2!<%` $SGS$O2?SNLrSKN) SDSNS+S, ¢ (J 

¿$BJ, $+$i$J$/$F610+$7$^$7$?!&!&!a&a!# (J 

¿E SBRQ_7W5;K!$r>/$7$03X$s$@0$*$+$2$G; (J 

C++: $B$NK\$K=q$+$I1$F$$$k$3$H$b¿ (J 

¿i $B!V$=$1$0$=$&$@0$m$&$J!W$H9M$ ($J$, $iFI$a$^$7$?$7!#¿ (J 
¿SBS=$N$/S$S;$K:#SO¿ (JGB SBSN3+H/$G¿ (JOOP; SBSHSO; (J 
¿SBS[SI1sS$SShS$S&SJ1x$S%"%;%s%V%SiSG (J 

ESBSWSmMS0Si%S $7$F$^$9$, 16161618: (J 

¿SB#CS, BGSFSkSNSO2HSG<qh#SGSdSCSFSk; ~S@S1SGS9Sh!#SHS[S[l#e(T 
éESB2HSG;z (JUOOP¿SBJY6/S7$JS,Si;E;v$GSO¿ (JZ80z¢SBSG;z (UGB¿SB:nSCŠF¿ (J 
¿SB<qL#SG¿ (UC¿SBSH¿ (UC++¿SBS7SF¿ (J 

2 SBUBNs$G; (URISC¿$B%"!<%-%F%/%A%c!<2r@QOS7SF!&!&!&!# (J 
¿SBS3S1SCSFO0[>oSGS9S+SM!) !J>P !K¿ (J 


> a=. 2 

> ¢SB#37nCfz (J <minoru-m@rb3.so-net.or.jp> 

> ¿SB#47n0J9_¿ (J <minoru-m@rb3.so-net.ne.jp> 

--MESSAGE FILE 21357 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
Olhtml.html 


--MESSAGE FILE 21358 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0202html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: Ct++=?ISO-2022-JP?B?GyRCUTM1LcyVRIJSOQlayROOOVK£fRsoQg==?= 

Date: 28 Mar 1998 00:26:02 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 36 

Message-ID: <351c404bp2549@base.minoru.isl.intec.co.jp> 

References: <3515C2E3.6D13@outback.co.jp> <3517a40ap9026@base.minoru.isl.intec.co. jp 
> <351A6C8C.211C@outback.co.jp> <351b9438p2031@base.minoru.isl.intec.co.jp> <351BC59 
1.5C1B@outback.co.jp> 

NNTP-Posting-Host: 210.132.156.14 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <351BC591.5C1B@outback.co.jp>, suzuki@outback.co.jp says... 
>i $B$I$3$, $1$&%2!<%* SK; HS (SkKSNS+!S$¢ (B 


¿SB%/%1%9SNCfSK!V8DQ@-!WSrJDS89-4SaSiSlSkSNSG!"¿ (BRPG ¿SBSKSO;ç (B 
¿SBM-8z$@SH;WS$SSS“S9!#@oF.%S71!<%s$d%$%Y%s%H0J30$O%j%"%k¿ (B 
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E$B%?%3S%° SGFOS/1I,MWSISSS7! #2 (B 
# zSBSRSgSCSHS7S?Si!"SbS&:NMOS5SI1SFSSSkz (B?! 


>¢S$B@_7W5;K!S$r>/$7S$O3X$s$@$*$+S$2$Gz (B 
>C++¢ SBSNK\$K=q$+S1SFS$$kS3S$HSb; (B 
>2SB!VS=$1S0S$=S&S0SmS&ST!WSHOMS (SIS, 51Բ1525-57525718: (B 


C++ 2$BS01|$,?<SSSGS9! #2 (B 
¿ SBH3G/0JT>eSd$CSFS*S9S1ST!"LSS@SK?7$7$$H/8+$,$"S5S*S9! #2 (8:-) 


>¢SBS=SNS$/$; SK: #S02 (BGBz SBSN3+H/$G¿ (BOOP; $BSHSO; (B 
> i SBS [SI1sS$S$ShS&SJI1xS$$%"%; Ss3VSiSGz (B 
>z SBSWSmS0%i%° STSFS*S9S, 16161618. (B 
>¢SBHCS, BESFSkSNSO2ZHSG<qhl#SGSdSCSFSk; ~S@S1SGS9Sh! #sHS[S[!#e (B 


2 $B; ASHSASgS&SI5USGS9SM! #2 (B 
2SB2q<RSGSO@1Siz (B C++ ¢SBSr;HSCSFSSSF!"2HSK5"SkSHz (B C ¿$B$d!"¿ (B 
2$B%0%SSASCSWS*SSS3SSSNS"%; SSSVSISH3BIF.STSFSSS*S9! #3 (B 


>; SB2HSG; (BOOP; $BJY6/$7$J$, $i;E; vSGSO; (BZ802 SBSG; (868:58:ոտՇտթչ (B 
>¿ŠSB<qL#SG; (BC; SBSH; (BC++¿ ŠBS7SF¿ (B 

>¿SŠBJBNsSG;¿ (BRISCz;$BS"!<%-SF%/SA%SC!<2r@OS7TSF!&!G!&!#e (B 
>¿SBS3S1SCSFO[>oSG$S9S+SM!) !J>P!Kz (B 


¿ SBSUSDS&SNS*SKS"ST@83hHSGS7SgS&! #2 (8՞ ՞ 


¿$B#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21358 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
O2html html 


--MESSAGE FILE 21359 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0203html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "fuku" <fuku@sankyo-fever.co.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?c3ByaXR1GyRCJEskRCQkJEY2NSQoJEYyPCQ1JCQhIxsoQg==2= 
Date: Sat, 25 Apr 1998 17:08:27 -0000 
Organization: PlayStation Net Yarouze 
Lines: 13 
Message-ID: <6hs657Sae0@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.29.2 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022- jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB$OS8$a$F#NHE#WES$KEJ9F$7$^$7$?!#; (B 

ESBI!; 3SHSSSSS*S9! #3 (B 

2 $B: G6atN#EFTSdS$m$&$<! *$r; OSa$?$s$G$9$, !"So$+SiSIS$SH$3$m$, չ (B 

¿SB=PS$SFS7S“ “SSS S7S?!#SHSSS&SNSO¿ (B 

¿SB#1!'#GRs#R#S#PRRRIRTEESN;HS$J)$S, SSS*SSSAT, $4+$5$%S; Ss! #2 (B 
ESBETHIFMSE | <SFSHSISESHSN | VETHIFMG [CV!WSKS"SKE@@~$O2 2S rOUL#S TSF SSSKSNSGé (B 
¿SBS9S+1) (B 

¿S$SB#2!'#1#0%3%“SN%"%K%ša!<%7%g%sSrS$SDS$S/Sm$&SHS7$SF#T#R#I#MEV!SFRB#A#*TSG3NG'S7$?Si#P#C; (B 
¿ $B$G<LSC$F$$$K2hLL$N$j=DD9ŞK$I$C$?$j!"#12#D9ŞK$I$C$?$J$7$F$4$^$$$3$H; (B 
ESB<LSiSISSSNSGS9! #2 (B 

¿$B?=$7LU$"$]$^S; $89, SISIS?$t+>\$7$$J} 0d>eg (B2: SBE@SKSDSSSF65$ (ՏԻ2ՀՏ5ՏՏ 1 #2 (B 


--MESSAGE FILE 21359 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
O3html.html 


--MESSAGE FILE 21360 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0204html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 


Net Yaroze newsgroups message dump.txt Page 14320 


Subject: Re: sprite=?1ISO-2022-JP ?B?GyRCJESkKRCQkJEY2NSQOJEYyPCOQ1JCQbKEI=?= 
Date: 25 Apr 1998 11:30:04 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 38 

Message-ID: <3541c635p6135@base.minoru.isl.intec.co.jp> 

References: <6hs657Sae0@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <6hs657$ae0@news1.scei.co.jp>, fuku@sankyo-fever.co.jp says... 
> 

>¿SBSOS8SaSF#N#E#W#SSKF3jJ9FS7S2S7S?!#¿ (B 

>¿SBJ!1;3SHSSSSS“S9!# (B 


ESBSOS8SaS*S7SF! #9XF~S7SFS+Siz (B 10 ¿SB%v7n7PSCS?SNSK!"LSS@SK:nIJSr:nS1SFSSSJSS¿ (B 
¿SŠB>>KNSGS9!#; (BX; 


>¿SB#1!'#G#RS#RSTP#R#I#T#ESN;HSSJ)S,SSS*SSSAJ,S+Sj$S“S;Ss!# (B 
> ¿SBRFT#IRMSf!<SF%S#%SjJ%SFS#SN!V#T#I#MG[CV!WSKS"SkE@@—-SO2?2SrO0UL#S7SFSSSkSNSG; (B 
> ¿SBS9S+!)¿ (B 


2 SBSF%/%9%A%C%Z! <$8SN6-3&SrI=SoS7SFSSS*S9! #3 (BLOoadImage() ¿$B$J$IS$Sr;H$o$J$$8B$j!" (B 
GPU ¢SBSO; (B 

¿$B2#¿ (B 64 ¿$B%o!<%I!"=D; (B 256 ¿S$Bšo!<%ISr#1%Z!<%8$HS9$Sk%F%/%S9%A%c%$Z!<%8SH!"; (B 
£SB%Z!<S8Fb%* SUS; SCSHSr; HMOS7TSFSISWSLiSSSHSTSISrI=8=S$7S*S9! #3 (B 

2 SBSUSK8@S&SH! "SF%/%9%A%SC3Z!<S8Sr$8*S2S, SkShS&STZHA|SO!"1,$:T#?tSNz (B GPU ¢$B=hM}4X?t 
Sro (B 


¿$B8F$S=P$9I, MW$, $"$jJ$^$9!#Nc$ ($P!"¿ (B320x240 ¢$B?<EY¢ (B8¿$B%S%C%H$NGX7J2hLL$r¿ (B Gs 
SortSprite() 


¿SBSG=hM)$9Sk>19g!"%9%W%Si%SSSH%5%$%:S,S=S1S>Sl¿ (B 256x240, 642240 eSBSGS"Sk!"#2SDSNz ( 
B 
ESBSISWSISSSHSHS7SFI=8=S9SkI,MWS,S"S5S*S9! #3 (B 


¿SB>N:YSO;dS$SNS[!<%`%Z!<%S8SN!VE(SrCN$Sj¿ (B...¢SB!WS33!<%I!<Sr;2>HS7SFS/S@S5SS!#¢ (B 


>¿$SB#2! !#1F#0%3%*SN%"%SK%Sa!<%7%g%sSrSDS/SmS&SHS7SF#T#I#MERV!S#B#A#TSG3NG'S7S?Si#P#C¿ (B 
> ¿SB$G<L$SC$FS$Sk2hLL$h$j=DD9SK$JSCS$S?$j!"#12#D9$KSJSC$?S3$S7SFS&$7SS$S3SH¿ (B 

> ¿SB<LSiSJSSSNSGS9!#¿ (B 
>¿SB?=S7LuS"SjJS%9;SsS,SISJS?9+>NS7SSJ)]0J>e¿ (B2¿SBEQSKSDSSSF65S (SF2<S5SS!#¿ (B 


¿SBAj;wSJ?*7ASK$JSCSF$SSJSS!"SHSSS$S&S3SH$GS7SgS$S&S+!)¿ (B 

320x240, 640x480 ¢SB%b!<%SISN>19g$0; (B pixel ¿SBSOQ@5J)7ASKSJSkSNSG!"¿ (BPC ¿SBSN2hLL; ( 
B 
¿SBSH9gS$S&S$SOS:SJSNSG$9$,¿ (B... ¿SB !#; (B(¿$SB;d$,;n$7$?;-$OSJSCSFSSS?!K (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21360 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
O4html.html 


--MESSAGE FILE 21361 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0205html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "tako" <j6395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?i1so0o-2022-jp?B?VELEGyRCJVULISUKIWskSyREJCQkRhsoQg==?= 
Date: Tue, 28 Apr 1998 05:52:18 +0900 
Organization: PlayStation Net Yarouze 
Lines: 21 
Message-ID: <6i2rlv$i0s@news1.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.71 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
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anything at all by Sunscreem (03 esp.) 
Is anybody 'ardcore enough to program to white noise? 


James (~mrfrosty) 
—-MESSAGE FILE 2257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00960 


—-MESSAGE FILE 2258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000961 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: my removal - 

Date: Wed, 20 May 1998 16:19:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3563024f.859426@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


owing to the fact I can't afford the phone bills, I wont be spending 
time putting stuff on the newsgroups, you'll be relieved to hear. I 
will still respond through email though and announce new demos on 
here. 


At least until I get some money from somewhere :) 
Sorry, but this is soooo expensive! 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00961 


—-MESSAGE FILE 2259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000962 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Wed, 20 May 1998 18:05:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <35630D74.7307137D@ndirect.co.uk> 

References: <3561da91.821128@news.playstation.co.uk> <3562CCFA.5E64@writeme.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-25.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Rutherford wrote: 


> Is anybody 'ardcore enough to program to white noise? 


Aphex Twin, especially the Come to Daddy E.P. - you don't get much closer 
to white noise than that! 


But seriously, I listen to: 


William Orbit (Strange Cargo 3, Hinterland) 
Maddona (Ray of Light - ah... more William Orbit) 
Orbital (anything) 

The Orb (anything) 


Net Yaroze newsgroups message dump.txt Page 14321 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


tako¿SBSGS9 (B 


ESBSSS*#L#EWSGSHSG%5%S%0SrS7SFSSSKSNSGS9S, !">—-MhF0$-$r$DS1S$k¿ (B 
¿SBS?SaSK<jSdF, SUSISKJ, S1SFHISDSN#T#HM#DSG! <S?SKS7S?SSSNSGS9S, ¿ (B 
¿SBSdS3J)5S, So$+S1SJSSSNSGSISJS?S+65$ (SFS/S0$5SS 182 (B 


¿SB:#9MS (SFSSSkS3SHSOF, SUSTSr8DJLSK; (B lwo->rsd->tmd¿SB!!SHS7SF¿ (B 
ESBHISDS : SD=gHVSK#P#SSK%Sm! <SIS7TSFS*SHS*SCS?SHS3SmSG; (Bdsave 
¢SBS9SkKSNS+SISH; WS&SNSGS$9S, SISESGSTSgGSE&! #2 (B 


ESBS*S?!"S&SKSSSSSNz (Btmdve SBSr$_SF;WSCS$?SN$GS$9$, !"SIS&SASCSFS=SN¢ (B 
ESBSUS! SSSkSKI#?tSNFTHM#DSG! <%?S, 30G<S5S1ISFSSSKSHSOS+SKSNSGS7SgS$&S+¢ (B 
¿SBIaDLSO<j$dF, 57515287, ns 1am Pe Gn Հա O 

2$BS"31%1%9SrCNS 3! "SWSmS0Sis> SGS=SNS"SIF1S 9ST; XDjSISkKSNSGS7SQGSES, Հ ( 
¿SB%Q%C%/$S7S?>19g$b$=SNCfSNsSsb%sGS E nno eee 

S $B; XD 4S 9SkSNSGS75gS&S+! ) SGSDHFMOE*SJETEMEDSSSe !<So 1 <S8ScS=S150O; (B 
éESBI,S+SkSoSISISSSNSGSXSCSESrC5S7TSFSSSKSNSGS7SgS&S+!)¢(B 


= 


¿SBS&!<$s%Q%C%/S5$1S?#T#M#DSN9=BSSOSIS&SJSCSFSSSkSNS@SmS&!#¿ (B 


--MESSAGE FILE 21361 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
O5html.html 


--MESSAGE FILE 21362 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0206html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso0-2022-jp?B?VELEGyRCJVULISUkIJIWskSyREJCOkRhsoQg==?= 
Date: Tue, 28 Apr 1998 15:17:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <35457492.6A610ACD@ba.mbn.or. յք» 

References: <6i2rlvSids@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.122.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


> gSBSSS*#L#EWSGSDSG%S 4 %S%0SrS7SFSSSKSNSGS9S, !">-MhF0$-$r$D$1$k;¿ (B 
> ¢SBS?Sa$K<j$dF, $USISKJ, $1SF#1SDSN#T#M#DSG! <3?SK$7S?SSSNSGS9$, Հ (B 
> eSBSd$jJ}$, So$+SiSISSSNSGSISJI$?$+65S (SFS/S@S5SS! #2 (B 


ang02668;SBSN2,B<SGS9! #2; (B 

RSDLINK; $BS$O! "J#?tSNz (BRSD: $BSU%! %$%k$r0z?tSKSHS1SkKSNS$G! "z ( 

rsdlink;$B!!¢ (B-ogSB!!¢ (Bobj.tmd;$B!!¢ (Bol.rsdz$B!!¢ (8օ2. Gu (Bo3.rsd¢$B!!¢ (Bo4 
.rsd 


¿SBSJSISHS9S1SP!"S“SHSaSkS3SHS,SGS-S“S9!#¿ (B 


--MESSAGE FILE 21362 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
OG6html.html 


--MESSAGE FILE 21363 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0207html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "tako" <j6395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJSELJUCVrJEskRCOKJEYbDKEI=?= 

Date: Tue, 28 Apr 1998 16:55:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <6i42hb$jlp@news1.scei.co.jp> 

References: <6i2rlvS$ids@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> 
NNTP-Posting-Host: 133.31.173.83 

Mime-Version: 1.0 
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Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Yuichiro Okamura wrote in message <35457492.6A610ACD@ba.mbn.or.jp>... 


>> ¿S$BSS$S$SA#L#WSG%Sb%$G%$j%s%0$r$7SF$SSkSN$G$9S,!">—-MhF0$-Sr$DS$S1Sk¿ (B 
>> ¿SBS$S?SaSK<jSdF, SJSISKJ, S1SF#ISDSN#T#M#DSG! <S?SKS7S?2SSSNSGS9S, ¿ (B 
>> ¿$B$d$jJ}$,$o$+$i$I$$$NŞG$I$J$?$+65$($F$/$0$5$$!#z (B 

> 
>ang02668;SB$N2,B<$G$9! #3 (B 


>RSDLINK; SBSO! "J#?tSNz (BRSD¿SBSUS!%SS%SkSr0z?tSKSHS1SkSNSG!" (B 
>rsdlink;$B!!¢ (B-ogSB!!¢ (Bobj.tmd;$B!!¢ (Bol.rsdz$B!!¢ (8օ2. e 
4.rsd 

>¢SBSISISHS9S1SP!"S*SHSaSk$3SHS,SGS-S*S9! #2 (B 

> 


takozSB$G$9!%ShS/SwWsms0%i%s*!<%:%, SSSISbFIS*S:SKEJIFSTSFS7S*SS; (B 
ESBS9SSS*S; $s$G$7$27!SS*S+$2S6%Q%C%/$ ISkSHS3$m$*SGSOSGS-$* մԱ 
éESBS=S3SG: #SOFOS—-SrSDS1SkSdSjI}Sr8&5fS7SFSSSkKSNSGS9S,!S¢(B 
¿SBItIJ$KJ, $1$F2sE>!$3H=LS9SKSNS, #1HV4JC1$@$H; WS&SNSGS95S, ¢ (B 
2$B3'S$5$s$0z (BMIMEz SBSGSdSCSFSKSNSGS7Sg$&S$+!) 2 (B 
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(Bo3.rsd¢$B!!¢ (Bo 


éSB3NS+SKSSSm$$Sm$J?MS,NISS%isSSV%isjSr:nSCSFS/S1SFSSS$* 5997 1SSdSOSj<td,  ( 


B 


«5856: n$j$?SSSNSG!S¿ (BMIME; $BSN8 6M} SJISTSr65$ (SFS/S@S5S$!%¢ (BSCET¿SBSN%5%s%W%kSN; (B 
dino; $BSG:9J,%G!<%2?$r; HSCSFSSS* Տ9Տ, !$¿ (BMIMEz es ie ee 93, %G!<% ?Š$r;H¿ (B 
ESBSCS?SdSjI}SGS"SCSF!ISS= S&SSS&SDSNS, $13$3V%1% jSHS+SGSbSHSDSHS" SkSNSGSOSJ: (B 


ESBSSSNSGS7Sg$&S$+!) =1?2?4<TSKS"SNS=!<S9SOSGS+$9S . SFM} 2rS$7SESiS$sGs9!%e ( 


¿SB$“$?S$*GO</SJ<ALdSG$9%$, Sh$m$7S/$*4jSSS$7S S9!%;¿ (B 


B 


--MESSAGE FILE 21363 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 


O7html.html 


--MESSAGE FILE 21364 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0208htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?VELEGyRCUVULISUKIJWskSyREJCOkRhsoQg==?= 
Date: Tue, 28 Apr 1998 23:10:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <3545E359.B1B78787@ba.mbn.or. յք» 


References: <6i2rlv$i0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hb$4 


lp@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.122.169 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


tako wrote: 


ESBS=S3SG: #SOFO$S—-SrSDS1SkSd$jI}$r8&5fS7SFSSSkSNSGS9S, 152 (B 
¢ SBItIJUSKJ, $1$F2sE>!$3H=LS9SkSNS, #1HV4JC1$@$H; WS&ESNSGS9S, ¢ ( 
¿SB3'S5$sSO¿ (BMIMEZ SBSGSdSCSFSKSNSGS7SgS&S+!)¿ (B 


= 


V V V V 


ang02668¿$B$N2,B<$G$9!#¿ (B 


MIMez $B$HŚ$Š&$NŠO!"%jJ%U%!%1 a a ame: (BSVECTOR¿SBSN; (B 


¿SB%$G!<%?¿; (B(¿SBG[NsSK$ŠSJSCSFSSSkSDSN¿ (B) ¿SBSK!"B>$N¿ (BSVECTOR¿ $BSN$G!<%?!J$3$S1SbG[Ns 


!K¿ (B 


¿SBSrSRS?S$S9SiB-S7S“S/SkS@S$1SGS9!#S?S@S3SNSHS-SK=ES_SHSSS&SNS,;XDJ)JSGS-S“S9!#¿ (B 
¿SB=ES_SO!"#4#0#9#6Sr#1SHS7S?8GDj>.?tEFE@SG!"S3$S1S,B-S9¿ (BSVECTOR¿SBSKS$+S1$SiS1S S9!#;¿ ( 


B 
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5 ԱԱ MG a OG DRE EI tee ¿i eke Ov Nappa ԱԱ 
ESBS*S9! #2 (B 


¿SB!!¿ (BMIMez SBSN4X?t ! ISHSSSCSFSDB-$7$*$/$kS$@S1SG$9$, !KSOSiS$SVSLSISKS"SIS*$9$, 1"ՀԹչ 
(B 
¢$B:]$K;HS&SHSISKSH; (B 
¿$B$= Տ ԱՐ: 7%9%F%`$,S$$3j$2$9!#$3SN:]!":9J,%G1!<%?$OF0$-$r$-S1S$SKS7$Sh$&$H$9¿ (B 
SBSKSHg (1 
£ SBBGS- $/S08cSFS75" “S&SNSG!"z (BKDF2$B! JSHSK$+$/$9S4$$$G$-SNz (BMIMez $B&D!<Sk! usis$%VSi 
SAKE (B 
25856501 "չ ( 8 
ae 0 T S$SN%$jJ%"%$k%š?%$$%` SK2rE`$7$SFSSS2S9!#S$S3S&SSS&LLS+SiSb#1S$S+Si:n$ke (B 
SBSNSO¿ (B 
I | acogs Geo E E E vn E E E & 
¿SB$S1$P!"¿ (B 
< $BS]%5%4%S7g$1$7$F$7$*$&SNSG!"$G!<%? :n@. $b7k9=BgJQ$G$9! 8: (B 


¿SB!!3F%SQ!<%SDSKJ, $1SF2sE>!"3H=LS9ISKSNSO<j7ZSGSSSSSGS9S, !"S3$1Sb$S*S$?!"S-!<SUSl1e (B 
SB!<%`¿ (B 
¿SBS2SKSbSN$rMO0US76FSdSkSoS$1SG598+Si!";( (BMIMe; SBSH; wS ?ShS&S$IS3SHS,1,MWSGS9! #2 (B 


éSB!!7k6ISTSASiS+SHSSSOS1SkSH!"3F%Q!<%SDSKJ, S1SkSHSSS&S3SHSKSJSkSs$GS$9S, !"S—S1¿ (B 
¿SBSSSKAHSaSP¿ (B 

MIMe¿SBSNS[S&S, 3J91S+SK8+S (SkS$ShS&SJ!&!&!&!J¿ (BDino¿$B$9$4$+$C$?$7!K¿ (B 

¿$B!!<+J, SGA41TtSdSkSHS$SS&S3SQ@QSoSjS, SJSSSNSOJSi!" (BKDFZSBSr; HS&S3SHSrS*4+SaS7TS*S9!l #3 ( 
B 


ESBS"SSS*SSSIZSEz$GS4SaSs$JS5$$! #2 (B 
ՀՏ82, ՑՀԱ4010: !J¿ (Bseryu@ba.mbn.or. jp) 


--MESSAGE FILE 21364 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
O8html.html 


--MESSAGE FILE 21365 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0209htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "tako" <36395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJSELJUCVrJEsSkRCOQKJEYbDKEI=?= 
Date: Wed, 29 Apr 1998 15:51:07 +0900 
Organization: PlayStation Net Yarouze 
Lines: 65 
Message-ID: <6i6j5jSmk6@newsl.scei.co.jp> 
References: <6i2rlvSi0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hb$ 4 
lp@newsl.scei.co.jp> <3545E359.B1B7/78787@ba.mbn.or. յք» 
NNTP-Posting-Host: 133.31.173.91 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>ang02668;SBSN2,B<SGS$9! #2 (B 


> 
> peste ret ԱՆԱ Մ S O, (BSVECTOR¿$BSN; (B 

>¿$B%$G!<%?¿ (B(¢ SBG [Ns$KSJISCSFSSSkSbSN; (8) ¿SBSK!"B>$SN¿ (BSVECTOR; SB$N$G!<%?!J$3$1$bG[N 
s!Kz (B 


>éSBSr$R$ ?$ 9SiB-$7$*$/SkS@S1$G$9!#$2$@S3SNSHS-SK=E$_SHSSSE&SNS$, ; XDJ$G$-$^$9!#z (B 
>¢SB=ES_SO! "#4#0#9#6Sr#1SHS7$28GD4>. ?tE@SG!"$351$,B-$9z (BSVECTOR: SBSKS+$1Si$1S*S9!#¢ 
(B 
ee ee  Yn.KM|a ՆԻԱ ԱՀա 
>2¿SBS S9!#;¿ (B 


tako¿SBSGS91%>NS7SS@bL@S"SjS, SH$&$S4S6SS$SS2S91%S"S1SOB-S7SFSSS?SsSGS9SM!S¿ (B 
¿SBM)2rITB-SGS7S2?!%S¿ (B 


>¿ SB! ! մե (BMIMe; SBSN4X? t! JSHSSSCSFSbB- Տ TSS S/SkSQ@S1SGS9S, 'KSOSiSSSVSiS JSKS Տ 1$°S9S, ! <B 
(B 
a 


>¢ SB: ]$K;HS&SHSISkSHg (B 
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Se Ա Ati D ONU ne s Oe 
SBSkSH; 
tee Vereen “S&SNSG!"¢ (BKDF2 $B! J$SHSKS$+$/S9S4SSSGS—SNz (BMIMe¿ $B%D!<Sk!usisS%V% 
1%S3j!K¿ (B 
>; SBSGS0!"3 (B 
ee e [$N%$jS$S"%k%$?%$%` SK2rE* STSFSSS*S9!#S3S&SSS&LLS+SiSb#1$+Si:n$ke (8 
SBSNSOz 
Sore 5 2a նանա ն Արանեա բ. ԱԼՈ waste oe ր Է երան ւու 
»:5Տ851Տ5Ք1", (B 


¿ SB3N$+$K>>K\S$5$s$N¢z (BKDF 2 $BS0$ 9$4$/; HS$$d$9$=$&$G$7$2$, !$¿ (BLHAZSBSGO5=L$7SFS$$$2¢ (B 
éSBSs$G$9$M!%$= $1$r39$$$EM>7W6C$—$* $7$?!%; d$O0:9J, %G!<%?Sr=P$9; (BWingSBS"SW% jz (B 

2 SBSN; HS$$d$9$5$7$+8+SFSIS+$CS$2$G$9S, 1$Si S$%V%is {SNS [S&SGSHO1OFS, $"$k$s (B 
éSBSGS$ ISM! S2~SaSFS$IS4SSSISH;WS$$$*$7$2!1S~ (B 


> $B%]%j%4%s79g$1$7$F$7$^ a G!<%?: e a S ԱՆ 
¿SB:#SNCJ3,SGSb$&7gS1SFS2-S9 ¿S$SB5c¿ (B) ¿SBSd$SCS$SOS3j34]SCS3SSSNSOSdSaS?ŠS [ — 22 
¿S$B$G$9$S+$M!S#5#0#0%1%3 a e $213 SKSOSASgSCSH8~SSSFSISSSN3z (B 
Bor $b! SAAIt SG#2#OFOFOSTS+IA <($GS-SJSSSsSGS9ShSM!)S3S1SGSb8:SiS7SFSOc (B 
ISBSSSkSsSGS9S,: (B 


>¿ $B! 138801 <AD$KI, S1SF2sE>!"3H=DS95kSNSO<3725GS8S8SGS9S, !"$3$1$b$^$7! "8-1 «ՖՍԼ: (B 
SB!<%` c (B 
E ce CADSR ESAS tose eso Aa (BMIMe; SBSH; w$?ShS&$SI$S3SHS,1,MWSGS9! #2 (B 


> 
>¢$B!!7k6ISTSASiS+SHSSSoS1ISkKSH! "3F%Q!<%SDSKJI, S1SkSHSSS&S3SHSKSJSkSsSGS9S, !"$-$1¿ (B 
>¢ SBSSSKAHSaSP; (B 
>MIMe¿ SBSNS [$&$, 3jSiS+S$K8+S (SkShS&ST!&!&!&!Tz (BDinozgSB$9S45+SCS$?S$7!Ke (B 

>2$B!!<+J, SGA4ILSdSkKSHSSS&S3SQ@QSoSjJS,SJSSSNSJSi!"¿ (BKDF¿SBSr;HS&S3SHSrS*4+SaS7S“S9!#¿ 
(B 
> 
>¢SBS"SSS*SSSIZ2SEzSGS4Sa$sSJIS5SS! #3 (B 
> 
>¢$B2,B<M4010: 17: (Bseryu@ba.mbn.or. jp) 


LSBSSS ($$$ (So$+$jSd$9S+$CS?$GS9!%SG$bS"$N62N5$KSO6CS-$257$2?!%!%!%; (B 
¿SB3NS+S$SK7u$Sr?6$j2v$9>19g$J$I$SO2sF>$@$1$GNI$S$G$9$,%9%sis%sS%` SN967b; (B 
¿SB$HS+S$SO!%!%!%¿ (BMIME¿ SBSJ$7$SGSOSD$i$=$&SG$9SM! %! SS=SNSHSNSN7TASrJQS ($k$o$1¢ (B 
¿SBSGS9S+Si!%¿ (B 

¿$B9,SSSKSb: heme on «ո Ան VB-$5$=$& $G$ 9SNSGS=SASiSGSdSCSFS_$k3 (B 
¿SBS3SHSKS$7$2$91%¿ (BMIMEZSBSO!%!%3!% ae nSk$NSOSASg$CSH8e2s$7SKS7SF2 (8(չ58»Եչ (B) 
é SBS=SNS&SAz ( (BKDF 2 SESGSdsh$3SHSKS75" $9¿ 


¿SBSHS3SmS$G:#; (BShuttlezSB$_S?SSSNSr:nSCSFSkSsSGS$9S, !S$S1R@1SJSISr%S7%Sc%sH%kŠr¿ (B 
¿$B?F$H$7$F3FItIJ$N:BI870$r$=$N:,85!J!) !K$KJB9TO\FO$7$F$^$9$,¿ (B 

¢$SBS=SNCMSOS TS &Sd$CSFD4SYSkKSbSNSISS$G$7Sg$&!) OSST$SiS=SNIUS1:,$N:BI8¢ (B 
ESBSrD4SYS1SPNISSSH;WSE&SSSGS9S, !3!%3!13S4+%S3SSGS9S+SM!) ;n9T:x8mE*SK!%¢ (B 
éSBS=S1SHSb#L#WSG#1SDS: ԱԱ ԱԱ արա նն SISKETSMIETIS, #1#08Dz (B 
¿SBSbS"SCSFSIS&ST7ShS&S+SJSCSF46S8SJSbSsSG!% 


--MESSAGE FILE 21365 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
O9html.html 


--MESSAGE FILE 21366 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0210htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: TMD=?ISO-2022-JP?B?GyRCUVULISUkKIJWskSyREJCOkRhsoQg==?= 

Date: 29 Apr 1998 13:09:54 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 46 

Message-ID: <35472381p0084@base.minoru.isl.intec.co.jp> 

References: <6i2rlvSids@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hbS4 
lp@newsl.scei.co.jp> <3545E359.B1B78787@ba.mbn.or.jp> <6i6j5jSmk6@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.156.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Net Yaroze newsgroups message dump.txt Page 14325 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BS$GS9!#; (1 


ա 


KDF/KDX ¿$B$N:n<T$G$9!#¿ (8:-) 


In article <6i6j5jSmk6@newsl.scei.co.jp>, 36395069@ed.noda.sut.ac.jp says... 
>¢$B3N$+$K>>K\S5$s$Nz (BKDF 2 S$BS$0$9$4$/; HS$$d$9$=S&$G$7$2$, 152 (BLHAg SBSGO5=LS7SFS$$?2¢ ( 
B 

>¿SBSsSGS9SM!%SS=S$S1$SrJ9SSSFM>7W6CS-S2S7S?!%S;dSO:9J,%sG!<%?Sr=PS9¿ (BWingSBS"SWSj¢ (B 
>éSBSN; HS$SSSdS9S5S7S+8+SFSJS+SCS?2SGS9S, 1SSi%S%V%Si%SjSNS[S&SGSb61O+S,S"SkSs¿ (B 
>¿SBSGS9SM!S2-SaSFS9S4SSSJSH;WSSS“S7S?!%¿ (B 


¿SB%$O%?!<%s$H$7$SF8+$kS$H!":9J,%G!<%?$OF1$8!VLOMM!WŠ, ¿ (B 
¢ SBIBSSSd$ 9SSSNSG! "<BOTSUS! SSSkKSTSISHHESY !"8ZN (E*SKz (B 
éESBO5=L$,$+S+Sj5S*°S9! #2 (B 


>>2$B%]%j%4%S7gS1S7SFS7$*S$&SNSG!"%G!<%?:n@. $b7k9=BgJQSG$9! #3 (B 
>¿SB:#SNCJ3, SGSbS&7TgGS1SFS*S$9¢ (B(ESB5cz (B) ESBSASCS$Q$ 34] SCS3SSSNSO$d$a$?$ [$&$,NISS$sz ( 
B 
>zSBSGS9S+SM! 3#5#0#0%] 35 %4%SD6S (SFSkS$7!$%2!<%* SKSOSASGSCSH8~SSSFSISSSNG (B 
>¢SBS+Sb! SA4TtSG#2#0#O#OSTS+I=< (SGS-SISSSsSGS9SHSM!) $3S$1$G$b8:SiST7SFSO; (B 
>i $B$$$k$s$G$9$, ¿(B 


éESBS=S&SGS9SM! #2 (8500 ¿$B%]%j%4%s0J2<$GJ*BN$rI=8=$9$k$N$O!"; (B 
¿SB5; =Q$, MW$k$_$?$$$G$9$M!#; d$b2?$H$+!"; (8300 ¿$B%]%j%4%sBf$G¿ (B 
¿$B?MJ*$rI=8=$7$h$&$H!"0-@o61F.$7$F$$$k$H$3$m$G$9!#¿ (B 


>¿SB3NS+SK7uSr?26$Sj2vS9>19gsSJSISO2sE>S@S1SGNISSSGS9S,%9%i%S%`SN967b;¿ (B 
>¢SBSHS+$0!%!%!%2 (BMIMEZSBSISTSGSOSDSiS=$&SG$9SM! 3! SS=SNSHSNSN7TASLJOQS ($k$o$1¢ (B 
>~SBSG$9S+S$i!%¢ (B 


2 SBSASJIS_S$K!"z (BKDX zSBSN%5%s3W%kSO! "SQ%CS%IF~NOSG%9%i%S$%° $, S&SKSqGS$&SKSgz (1 
ESBFOSSS?S35!";uSr$DS1SF967O$S7$ 2S jISHSSSESHSNSKSISCSFSSS*S9! #2 (B 


ա 


>¢SBSHS3SmSG: #¢ (BShuttlezSB$_S$?SSSNSr:nSCSFSkSsSGS$9S, !S1IR@1STSTSr%7%cSHSkSr¢ (B 
>i SB?FSHS7SF3FItIJSN:BI870$r$=SN:,85!J!) !KSKIBOTO\FOS7TSFS*S9S,¢(B 

>¢ SBS=SNCMSOSTS&SdSCSFD4SYSkKSbSNSJSSSG$7Sg$&!) OSSUSiS=SNIUS1:,$N:BI82 (B 
>eSBSrD4SYS1SPNISSSH;WSE&SSSGS9S, !%!%S$!%%+%s$GS9$S+SM!);n9T:x8mE*$K!%S¿ (B 
>¿SBS=S1SHSb#L#WSG#1SDS:SDD4SYSFSSS/SsSGS9S+!)SJSKS7SmILIJS,#1#08D;¿ (B 
>¿$SBSbS$S"$CSF$IS&S7ShS&$S+ŠJSC$F46S85SJSb$sSG!%¿ (B 


LW 2SBSr;HSCSFSSSkSJISi!"%\!<%sSrF~S1SFFOS+S7SFD4@0$7! "3 (B 
NULL ¿S$B%s*%sV%s8%'%/%SHSŠSN:BI8Sr%šasb$7$F$*$1$SPShS$S$SSNSGSO; (B? 
¿SB3N$+!"; (Blm ¿$B$,¿ (B RSD ¿$B$N:BI8¿ (B 1 zSBSKBP1~S7SFS$$?SH;WSCS?SNS$G! #2 (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21366 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
10html.html 


--MESSAGE FILE 21367 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0211html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "tako" <j6395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJISELJUCVrJEskRCOQKJEYbDKEI=?= 

Date: Thu, 30 Apr 1998 00:05:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <6i7g4eSngb@newsl.scei.co.jp> 

References: <6i2rlvSi0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hb$ 4 
lp@newsl.scei.co.jp> <3545E359.B1B78787@ba.mbn.or.jp> <6i6j5jSmk6@newsl.scei.co.jp> 
<35472381p0084@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 133.31.173.84 

Mime-Version: 1.0 

Content-Type: text/plain; 

charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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>2$B%Q%?!<%sSH$7SF8+$kSH!":97, G!<%?SOF1$8!VLOMM!WS, ¿ (B 
ç os ar dea en US! SSSKSTSTSHHFSY! "82ZN (E*SKz (B 
>¿$B05=L%,S+S+$3jS S9!#¿ (B 


2 SBS=S&STSs$G6$9$+! $SGSb$=$15, $o$+SCSFSSSFSLEP#S>eSGHLHH#AS r; HSE&SNSOZ (B 
¿SBS994SSSGS9!1%¿ (B 


>2 SBS=S&SGS9SM! #2 (8500 ¿S$SB%$]%3jJ%4%Ss0J2<$GJ*BN$rI=8=$9$kSN$O!"; ( 
>2$B5;=Q$,MWSkS_S?SSSGS9SM!#; dSb2?SHS+!"z (8300 չ585153 S4tsBe56¿ (n 
>¿$B?MJ*$rI=8=$7$hSŠS&$H!"0-@o61F.$7$FSSSk$SHS3$m$GS9!#; (B 


¿SB#3#0#0%]%3jJ%4%sSGS9S+!SSASgSCSHSDSiSSSGS9SM!SSGSD; rae a ca 
ESBS"S*S JS" SCOWSKSISISISIS1SP; ՆԱՆՈՐ Pe $; $sSM; (B 
¿SBS5S93; SK<g?M8xSOS S: 3S2GS759355, 13 


>¿$SBSASJ$S_SK!"¿ (BKDX ¿$BŠN%5%S%W%k$O!"%Q%C%IF~NO$G%9%i%ľ$%`$,$&$KŠg$&ľ$KŠg: (B 
— O a S Oo) ՍԱՆԻ SSS 5 S9!#¿ (B 


¿SBS (Տ'ՏԱՏՇՏԲՏ Տ՞Տ75215 o a ՆԱ ԵԱ 57524: (B(¿$B>P¿ (B) 25815. (B 
¿SBSSSDS+MxMQSS5S;SFSbSiSSS*S9!% 


>>¿SBSHS3SmSG:#¿ (BShuttle;SBS_S?SSSNSr:nSCSFSkSsSGS9SS, !S1R@1SJSISr%7%Sc%sHs%skŠrxr;¿ə (B 
>>¿SB?FSHS7SF3FILIJSN:BI87OSrS=ŠN:,85!J!)!KSKJBƏ9TONFO0S7SFS2S9S,¿ (B 
>>¿SBS=SNCMSOSIS&SdSCSFD4SYSkSDSNSJSSSGS7SgS&!)OSSJSiS=SNIUS1:, SN:BI8¿ (B 
>>zSBSrD4SYS1SPNISSSH;WS&Ss$G$9$, !%S!%!%$%+%$SsSGS9S+SM!);n9T:x8mE*SK!%¿ (B 
>>¿SB$S=$S1SHSDb#L#WSG#1SDS:SDD4SYSF$S$SS/SsSGS9S+!) SJSKŠS7ŠSmItIJS,#1#08D; (B 
>>  $B$D$"$C$F$I$&$7$h$&$+$JŠC$F46$8$J$b$s$G!%¿ (B 

> 

Հե ¿$B$r;H$C$F$$$k$J$i!"%\!<%s$rF~$1$FF0$+$7$FD4Q0$7!"¿ (B 
>NULL ¿S$B%*%sV%8%s'%/%SHSŠN:BI8S$Sr%šsaSb$7SF$*S1SPShSSSNSGSO; (B? 
>¿$B3NŠ+!"; (Blm ¿$B$,¿(B RSD ¿$B$N:BI8¿(B 1 z:SBSKBP1~S7SF$$$?$H; WSCS?SNSG! #2 (B 


¿$B$ (!<$H$A$g$C$H<ALd$J$s$G$9$, ¿(B SVECTOR¿SB!%¿ (Bcoord.t [1] ¢$B$r$$$8$/SkSN$0z (B 
é$BJ? 9TO\FOSGS9SHSM! SSGSbS3S1S@SHI=< (OLCVSr$+$ ( ASE SSA $98, 24 (B 
¿SB2sE>S9SkSHS- SN8 6EC@S@S1IQS ( (SkSKSO$1$487571 shS$Ss9C87Sq961) (B 
2 SBeL#WS+SiS=SNS*S*% 3949878 2>uBVSGSbOSSOSASc$5SHOSSNOLCVSKS"$ 35” $9$,2(B 
¿S$SB2sE>$5$;$k$HOSSN??Cf$rCf?24$H$7$F$$$k$Sh$&$J!S!S!%S (B 
¿SB$=$3SGOSSNIUS1:, $r%a%$%sSK2sE>$5$;S?SSSNSGS9S, ՒԼ 1112 s 8 
¿SBJ, S+S1iSJSSSGS9! S#M#ATT#R#I#XSrSSS8SCSFSbS7SgS&S,SJSSSGS9ShSM!)¿ (B 


--MESSAGE FILE 21367 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 


llhtml.html 


--MESSAGE FILE 21368 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0212htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJSELUCVrJEsSkRCOkKJEYbDKEI=?= 
Date: Thu, 30 Apr 1998 12:10:16 +0900 

Organization: None 

Lines: 19 

Message-ID: <6i8qt1lSpbh@newsl.scei.co.jp> 


References: <6i2rlv$i0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hb$4 
lp@newsl.scei.co.jp> <3545E359.B1B78787@ba.mbn.or.jp> <6i6j5jSmk6@newsl.scei.co.jp> 


<35472381p0084@base.minoru.isl.intec.co.jp> <6i7g4eSngb@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.217.122.167 

Mime-Version: 1.0 

Content-Type: text/plain; 

charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>z SBS (!<SHSASgSCSH<ALdSJS$s$G$9S,¢(B SVECTORZ $B! %¢ (Bcoord.t[ Fe 


>¢$BI?9T0\FOSGS9ShSM! S$GSbH$3S1$@SHI=< (0ՆՇՄՏԷՏՀՏ (SASc$$$*% m Լ 

>¿SB2sE>S9SkSHS-SN86FEQS@S1JOOS ( ros 5 o 5) (B 
CPAs E SOS vce n t] ]3s O YP A AOOO OU Jo Soe 
>¿$B2sE>$5$;SkS$SHOSSN??CfSrCf?24SH$7$SFSSS$Sk$ShS&$J!$!%!% (B 
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>¢SBS=$3SGOSSNIUS1:,$r%a%S$%sS$K2sE>$5$; S?SSSNSGS9S, !%!%!%S$SSS*“SSSAShS/¿ (Բ 
>¿SBJ, S+SiSdISSsG$O!s#MHAGTHRHEL#EXSLSSS8SCSFSD$7$Sg$&$, SISS$G$9ShsM!) չ (B 


ang02668;SBSN2,B<SGS9! #2 (B 


¿SB2sEF>SNCf?4S$SrJQS (SkSHSSS&ESNSO! "Sm!<%S+%k:BI8SN86E@SrO\FOS9SKSH8@S&S3SHSISNSG; (B 


¿SB%$b%*G%Sj%s%0%G!<%?$SrS$S8SiSJS1S1SPSSS1S“S;Ss!##1HV4JC1SJSNSO#r#s#dS$Sr#t#m#dSKS9¿ (B 
¿SBSKkA0SK; (B 
s SB#r#s#dýf#o#r#m$GJ?9TO\F0$58; SPSdS1SPSGS-S2S9!#%W%m% %1%`>eSGS7S?SS>19gSO!"#G;¿ (B 


¿SB#s#D#OTB#J#2¿ (B 
¿SBSK#ETEMIDSXSN%S]%SSsS?SHSSS&%SG!<%?S,ST$SJjJS“S9SNSG!"$=$3S+Si%Sa%Sb%Sj>eSND:EQS$SKS"%S /¿ (B 
¿SB%;%9S7¿ (B 

¿SBSFSdS1SPSSSSSGS9!#;¿ (1 


ա 


--MESSAGE FILE 21368 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
l2html.html 


--MESSAGE FILE 21369 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0213html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: TMD=?ISO-2022-JP?B?GyRCJVU1ISUkJWskSyREJCQkRhsoQg==?2= 

Date: Fri, 01 May 1998 00:47:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <19980501004727kamon@mail.web-hyogo.or.jp> 


References: <6i2rlvS$i0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or. յք» 
<6i42hbS$ jlp@newsl.scei.co.jp> <3545E359.B1B78787@ba.mbn.or.jp> <6i6j5j$ 
mk6@newsl.scei.co.jp> <35472381p0084@base.minoru.isl.intec.co.jp> <6i7g4eSngb@ 


newsl.scei.co.jp> <6i8qtl$pbh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


"Yuichiro Okamura" <seryu@ba.mbn.or.jp> wrote: 
>>¿SB2sE>S5S;SKkKSHOSSN??CfSrCf?4SHS7SFSSSkShS&SJ!Ss!%!% (B 


¿$B$9$G$K2,B<$5$s$,65$($F$/$0$5$C$F$^$9$, !SKMSO¿ (BlightWave;SBSGSb%$G%j%ss%0¿ (B 
¿SBS9SkSH$-SK86EQ¿ (B(0,0,0)¿SBS, 4X@aSNIUS1:, SKSJUSKS3SHSr0U<1S7SJS,Sic (B 
¿SB%Sb%G%j%s%s0S9SkShS&SKS7SFSSS“S9Sh!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


--MESSAGE FILE 21369 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
13html.html 


--MESSAGE FILE 21370 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0214html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "tako" <36395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJSELJUCVrJEsSkRCOQKJEYbDKEI=?= 

Date: Sat, 2 May 1998 02:15:21 +0900 

Organization: PlayStation Net Yarouze 


Lines: 36 

Message-ID: <6id0f7Slm@newsl.scei.co.jp> 

References: <6i2rlvS$i0s@newsl.scei.co.jp> <35457492. 6A610ACD@ba.mbn.or. յք» 
<61i42hbS$ jlp@newsl.scei.co.jp> <3545E359.B1B78787@ba.mbn.or.jp> <6i6j5j$ 

mk6@newsl.scei.co.jp> <35472381p0084@base.minoru.isl.intec.co.jp> <6i7g4eSngb@ 

newsl.scei.co.jp> <6i8qtl$pbh@newsl.scei.co.jp> <19980501004727kamon@mail.web-hyog 

օ.ՕԷ. յք» 

NNTP-Posting-Host: 133.31.173.101 

Mime-Version: 1.0 


Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ՀՏԲ2,Տ8ՀՏՏՏՏ (8 

>¢SB2sE>SNC£E?4SrJQS (SkSHSSS&SNSO! "Sm! <S+%Sk:BI8SN86EH@Sr0\FOS9OSkKSH8@S&S3SHSITSNSG: (B 
>¿SB%Sb%SsG%j%s%0%G!<%?SrSSS8SiSJS1S1SP$$$1S2S;Ss!##1HV4JC1SJSNSŠSO#r#s#dSr#timidSK; (B 
¿SBS9¿ (B 
>¿SBSkA0SK;¿ (B 
>¿SB#r#s#difioir#mSGJ?9TONF0S55S;$F$SdS1SPSGS$S-S*S9!#%SW%m%0%Si%`>eSGS7S?$S$S>19gSO!"¿ (B 
¿SB#G¿ (B 
>¿SB#s#DFOFB#J#T2¿ (B 
>2¿SBSK#T#RMIEDSXSNS]%S%SsS%$?SHSSS&%G!<%?S,S"SJjJS“S9SNSG!"S=S$S3S+SisSsa%Sb%j>eSND:E@SKS"¿(B 
ՀՏՏՑՏ /: (B 

»2585:5957: (B 

>¿SBSFSdS1SPSSSSSGS9!#¿ (B 


Kamon¿$B$5$s!'¿ (B 
> ¿$B$9$G$K2,B<$5$s$,65$($F$/$0$5$C$F$^$9$, !SKMSO; (BLightWave¿ $B$G%b%G%j%s%0; (B 
>¿SBS9SkS$SHS-SK86EQ¿ (B(0,0,0)¿$B$,4X@a$NIU$1:, $K$J$k$3$H$r0U<1$7$J$, Siz (B 
>éESBSb%GSjSSs0S9SKSHSESKSTSESSS“S9Sh! #2 (B 


takoi$B$G$9!%2,B<$5$s!$¢ (BKamonég$B$5$s!$$*EzS$ (SSS?$S@S-S"SjS, $H$&$4$6$$$^$9; (B 


2 SBS (!<$H2?DL$J$+$NJ}K!$, $"$k$=$&$J$s$G$9$, ¿ (B 
¿$B<+J, $0; (Brsdformé $SBSGSdSCSFS$_S$*°S7$?!%¢ (B 
¿SB#L#W$G$OS1%$%d$4$H$K%$Q!<%D$rJ,$1$F%SW%$1%S%e!<2hLL$K$OA4BN$r;¿ (B 
E$BF1; ~$K1GS7$F:n$C$?$ [$&$,NISSSNSG!S$*S$:$=S&S7SFS*SSS$Fz (B 

E SBS=SNS*S* It IJS4SHSKS; !<%V$7!$$s$G¿ (Brsdform: SBSGS$:SiS7SFz (B 

2 SBS=SNSHS—SNCMS r3W3m30%i%° C£ESGI?9TO\FOSTG[CVS7SFS_S*S7S?!%2 (B 


ESB7K2Z2L$S&S$*$/9TS-S$*S7$2!SS"S5S,SHS&S4S6SSS*S9!%¢ (B 
¿SBSSSASSSAA4ItIJS4SHSKSdSkSNSOLLE]SGS9S, !$$3$1$/SiS$$$GLLE] ¢ (B 
ESBSISSSFSSS&SNSOS<S$$$?$/S@SISHS*SDSCSF2ZEK}$S7$*°$92 (8(՞՞չ 


ESBS*$29°$ 2? IT9S—$?2$$93$H$,=PMh$ ?$N$G6$9$, 1$$"$*$jCIMn$, B?$/SISk$Hz (B 
2 SB8+SESiS$$SN$G?7S$7SSSNS$r :n$k$3$HSK$7$*$9!%¢ (B 


--MESSAGE FILE 21370 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
14html.html 


--MESSAGE FILE 21371 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0215html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "tako" <j6395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?i1so-2022-jp?B?GyRCJUV0lLaiUOJXMkSCVGJS 8 LOSVBIWMbKET=?= 
Date: Sat, 2 May 1998 02:27:08 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <6id15aSm4@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.101 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


£$B:G6a$*SPS+SJ<ALd$rO"H/$5S; SFSbSiSCSFS%*S$9; (Btako¿$BSGS9; (B 


£$B%]Sj%4SSSKSF%/%9SASCSLDSSKSHS—SN35%$%: SHSSSES+3 (B 

é SBG\N (S$_S?SSSTSNSOSIS&SISCSFSSSKSNSGS7SgS&!) ¢ (B 
£$B011~%F%/%9SAScS$s$Gz (B2x3; SB$N$]%3j%4%$s$K; (B64x64¿ SBSN¿ (B8bit¿$B%F%/%9%A%c; (B 
¿SBSrD%SSCS?SNSGS9$S, !S2?'2=S1SHSS$SS&S+SDSVS1SFSkKSHSSS&S+¿ (B 
¿SBSAScSsSH8+S$SiS1S S;Ss!%S (B 


¿ SB3HBON ($rD4@0S7SFSISSSHS+%0%3iSUS#SC%/SNFCD'SOSDS+SaSkS$sSG$9S,¢(B 

2 SBS*SHSbSKI=< (SSS1SISSSNSG: SSCSFSS$$*$9!%;z (Bclutz$B$, 0O-SSSNS$+HEN (Տ, (B 
i SBO-SSSNS$4+4J, $+$5$%*$; $s$, !$$ISs$+2hA | SN3HBgS$72a$ .SNShSESTz (B 
ESB46S8SK8+5 ($2$9!%SI$JS?S+BN83$75S2S$S3$SHSJS$SSSGS9S+!);¿ (B 
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¿SBS"SH¿ (Btimutilz $BSJ$s$+$G@_Dj$9Sk%U%1!<%* SPSCSUS%!!) SNOLCVSHSSS&SNS$O3 (B 

2 SBET#I#MSUS |! SSSkKSK>pISSHS7SF3; !<%V$5$1$k$s$G$7$g$&$+!);¿ (B 
2$B:#S0$*S$@#1KgS$N2hA~ | $7$+; HSCSFS*$; $SSNSGz (B320x0¢ SBS+SiSHS+SGNISS$s$G$9S, Հ (B 
2 SBU#?t; H$&SHS—SOA4ItZ (Btimutil; SBSGFI$_$3S$sSGOLCV$rd, $1$?$"$H%; | ՀՏՄՏ9Տ)չ (B 
2SBI,MWS, S"SKSNSGS7SgS$&S$+!%! ISHSSSE&S+S; ԼՀԶՄՏ, HP1GS5SSISFSKSNS+S, ITL@!Kz (B 


2 SBS 9SWSiSSSHSLHtSPS7SF%] %j%4SSSKMhSASCSCS ?SbSs$G$=$3SiS$X$s$, $h$/J,$+$j¿ (B 
ESBS*$;$sz2 (B(¿SB>P¿ (B) ¿SB!SSISJS?S+S465<xS/S@S5SS!%¿ (B 


--MESSAGE FILE 21371 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
l5html.html 


--MESSAGE FILE 21372 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0216htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVdJWolNCVZJEgG1LRiUVJTk1LOSVjGyhK?= 
Date: 2 May 1998 15:08:18 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 31 

Message-ID: <6ifct2S3gt@newsl.scei.co.jp> 

References: <6id1l5aSm4@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzg SBSGS$9! #H=SkSHS$ 3Sm$@$1=q$-S*$9!#z (J 


ESBS"SHz (Jtimutilz SBSJI$s$+$G@_Dj$9$k%U%1!<%* SPSC%U%S!!) SNOLCVSHSSS&SNSOz (J 
ESBETHLEMSUS ! SSSkKSK>pISSHS7TSFS; !<SVS5S1SkSSSGS7SgS&S+!) (Մ 

$B: #$0$*S$@#1KgSN2hA|$7$+; HSCSFS*S; SsSNSGz (J320x0zSBS+SiSHS+SGNISSS$s¢ (J 
ESBSGS9S, J#?t; HS&SHS-SOA4ItZ (JUtimutil;$B$GFIS $3$s$GOLCV$rJ,$1$?$"$H¿ (J 

2 SBS; !<3VS9SkI,MWS, S"SKSNSGS7S$g$&$+!%3 (J 

ESB! ISHSSS$&S$+3%; !<%$VS,H?1GS5S1SFSkKSNS+S$, ITL@! Ke (J 


V V V V V V 


¿SB%S; !<SVS5S1S“°S9!#T#?2?tSN; ~SOL*O@OJAN :nS$CS$?¢ (JTIMZ SB>pJs$0O;DSCSFS*S9S,!"3 (J 
2 $B; HMQS9$k% (35%"$, =ESTSCSFSSSISS$+3NG'S$9Sk$?SaSKS$O; HMQS9Skz (JTIMZS$B2hA| ¿ (J 
¢ SBA4SFFIS_9~SsSG@VS/SISkS% (35%"! J=ESISCSFSSSkItJ, SHSSSEI=< (!KS,S$IS$3 (J 
ESBSHS&SKSTS*S9!#STS* | "2QHLL2<ItSNz (JCULTg SBSNOLCVSbCMOUSNS3$H! #2 (J 


¿SBS*J,S+SJS@SH;WSSS*S9S, !"=ESTSC$?S$*S*S@SH! "SHS&S$<S$s%US1!<%° SPSCSUS!SKe (J 
¢SBE>AwS5S1Sk=gSK>e=q$—-S5S1SFSSS—S*S9SNSG!"<:GTSOSkKSHS"SAS3SA>e=q$-; (J 
2$B$5$1$23 ($, SFS/S9ISASCSKSISk! "SHSSS&S3SHSGS9! #2 (J 


> ¿$B%9%W%i%$%H$rHt$P$7$F%]%j%4%s$KMh$A$C$C$?$b$s$G$=$3$i$X$s$, $h$/JI,$+$ 423 (J 
> ¿$B$^$; $s: (J(¿$B>P¿ (J) ESB! S$1$I$2?$+$465<x$/S@S5SS! #3 (J 


ESB; dSb! "SW%1%9%FSISi%] 35%4%sS@SmS&! *SHS+; WSCSFFIS8F; S$rJb$_$*°S$7$?! #2 (J 
ESB4HDSSCSFS/S@S5SS! #2 (J 


ESBETHP HEM! SCHO (I ESBESHOFFHTS (J ¿SB#W#OFR#K#S;¿ (J ¿SB#1#9#9#8¿ (J. SB#A#P#R;¿ (J 
éSB<g:K!'E16?¢ (J ¿SB@8;V ¿(J (ikushi togo) 

e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 


--MESSAGE FILE 21372 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
l6html.html 


--MESSAGE FILE 21373 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0217html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Tomonori Morita <moritaQunlimited.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?VELEGyRCUVULISUKIJWskSyREJCOkRhsoSg==?= 

Date: Wed, 06 May 1998 01:24:38 +0900 
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Organization: Unlimited Co. Ltd. 

Lines: 18 

Message-ID: <354F3D46.3FEF@unlimited.co.jp> 
References: <6i2rlv$i0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hb$4 
lp@newsl.scei.co.jp> <3545E359.B1B7/78787@ba.mbn.or. յք» 
Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


éSB?9EDSGS9! #2 (J 


Yuichiro Okamura wrote: 
> LHA SBS$GO5=L$7SFS$[$\Sj5"Sk%3?%3$%° SK2rE* S7TSFSSS*°S9!#S$3S&SSS&LLS+SiSb#1$+Si:nS$ke (J 


KDF;$BSO!"¢ (JLHAz $SBO5=L$7$FS$?Ss$G$95M! #¢ (J 
¿SBIt%-!<% 9SrFISsSGS*S-$JS,Si5SS$SES+SJS+SCS?!#LS=OSGS7S?!#¿ (J 


¿SB>>KN<B;aSKS$S+SJSj46F0SGS$S9!#05=L$72rE`S9SkS3SN=EMWS5Sr:#;WSSCNSCSFS S9!#%2¿ (J 
¿SB!<%`SNCfS$SG!JS$S*S=$iS/:#8eSN%s2!<%`6H3&SGSb!K=EMW;k$5$1SJ$1S$S1SPSJSiSJSSLdBj¿ (J 
ESBS@SH;WSSS*SOSM! #2 (UMIMe¿SBSO!"D:E@SrF0S+S9$SVSsIaDLSN%Sb!<%S7%g%s%G!<%?!J3F!9SN4X;¿ (J 
¿ SB@aSN3QEYSN%G!<%? ! KSNHESKSISiSTI$S$$/SiS$$KKD$l>e$,$j$*S$9!#$GSbz (Udino¿SBSG8+$?Šh¿ (J 
¿SBS&SJHiIfSN?-SS=L$_SrI=8=SG$- 7 ) IKSNI}KISHSDS$S$ (S*S9!#e (J 
¿SB!tB>SNSd$SjJ)SbS$S"SkShS&SJ5SSOS9Sk!#¿ (J 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 21373 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
17html.html 


--MESSAGE FILE 21374 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0218html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Takgi" <first@ayanami.club.or.jp> 

ՏԱՄ aes o ny.program. beginner 

Subject: £$BS3%S%0%3$%SkS,$&S*$/S$$-S%*S$;Ss3 (J 

Date: 6 fee 1998 15:23:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bd794c$109ad5a0$38ela0d2@default> 
NNTP-Posting-Host: 210.160.225.56 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SSSQSSSkSrSTSHS&SH; WSCSF3 (J 

A:\>gcc -c test.c 

ESBSF! "SSS&SUSESKS*SKZES"SKSK=>SCSFS7$?2SHS3$mz~ (J 

libps.hzS$BS$dz (Jstdio.hzSBSN%U%!%S%kS, x ¿O.L v$,MhS$*$7$?¢ 
z SBS?5@SNJ8; zSr= PS9OSWems0 0515`ՏՄՏԱՏՇՏՉՏ, ¿ (J 

ESB: SSCSFSSS$%*S9¢ (J 

ESBIV; v>>!*¿ (J 


Fantom HomePage http:www2.nsknet.or.jp/~fantom 
E-mail ¢SB!!!!!!¢(Jfirst@ayanami.club.or.jp 


--MESSAGE FILE 21374 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
18html.html 


--MESSAGE FILE 21375 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0219html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?UmU6IFtRXRskQiUzJXMLUSUkKJWskLCOmJF 4kLyQkJCOkXiQ7JHMbKEI=?= 
Date: Thu, 7 May 1998 01:34:57 +0900 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 1434 


..-Hmm is there a pattern here?... 

Prodigy (anything) 

Senser (first album... Stacked Up? ...not sure if that's the title) 
Pink Floyd (anything, but mainly Animals, Meddle, Wish You Were Here) 
Ozric Tentacles (anything) 


And also... 


The works of Rob Hubbard, Martin Galway, Jaroen (spelling?) Tel, Martin 
Walker, etc, all via SidPlay for Windows, which for anyone who doesn't 
know, is the emulator of C64 music. Quite sad really. 


Oh, and the time? 10pm 'til 2-4am usually. (When I haven't got too much 
work on.) 


Herbs 


—-MESSAGE FILE 2259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00962 


—-MESSAGE FILE 2260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000963 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Wed, 20 May 1998 18:12:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <6jv3c0S4p13@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: client852d.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


When I have time. 'A' levels :-( 
Anything heavy - Sepultura, Soulfly, Machine head, Pantera. etc. 


Richard Cutting wrote in message <3561da91.821128@news.playstation.co.uk>... 
>I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
>where he said that the best time to program the Atari Jaguar was late 
>at night with loud techno music playing on the CD. This got me 
>thinking, when is the best time to program the Yaroze and what do 
>people listen to when they are doing it ? Personally it is late at 
>night, although it can't be too late as I have to get up for work in 
>the mornings : ( and the CD that I have playing a lot at the moment 
>whilst I work is Mezzanine by Massive Attack ( although I did find 
>some choral music on the radio the other day that seemed to work quite 
>well ! ). How about you others ? 


-—-MESSAGE FILE 2260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00963 


—-MESSAGE FILE 2261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000964 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Wed, 20 May 1998 18:53:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3563188F.69E2@saqnet.co.uk> 

References: <3561da91.821128@news.playstation.co.uk> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-041.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Lines: 30 
Message-ID: <6iq4auSgav@newsl.scei.co.jp> 
References: <01bd794c$109ad5a0$38ela0d2@default> 
NNTP-Posting-Host: 210.174.83.141 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-Mimeole: Produced By Microsoft MimeOLE V4.71.1712.3 


sugihara ¢SBSGS9! #2 (B 


>2SBS3%SsSQSS%SkS$r$7Sh$&SH;WSCSFz (B 

>A:N>gcc -c test.c 
>¿SBSF!"SSS&SUS&SK%*%sK%Se%s"%kS$SK=>SCSFS7S?SHS3Sm; (B 

rer hz $B$d¿ (Bstdio.hz$BSN%U%!%S%kS$, ye re ene n v$,MhS$*S$7$?¢ 
2 SBS?S@SNI8; z$r= ` %m%0%i%`SJSNSGS$9S, ¿ (B 
eB SSCSFSSS*S93¢ 

>¢~SBIV;v>>!*2(B 


ees djsetup.bat ¢SBSN=$@5S, 4V0cS$ ($F$$$k$+!";¿ (Bdjsetup.bat ¢SBSr<B9TS7SFSSSJIS$ 
S+SNSI¿ 

¿SBSA¿ (B 

¿SBSiS+SGSOSJSSSGS7SgS&S+!#¿ (B 

¿SB#P#1#a#y#S#tha#t#i#o#nSN3+H/4D6-SrF0:n$5$S;$k$KS$SO!"; (Bdjsetup.bat ¿SBSG4D6-JQ?tŠr@ 
—¿ (B 
7 SBD 4$7$I$1$1$P$5$4$* 4$;$s!#>e5-SN>I>uSO! "#PHA#THHSAS1@_DjIS7SF4D6-JQ?t$, @_Dj$5$1z (B 
¿SBS$F¿ (B 
¿SBSSSJSSShS&SJ46S8SGS9!#¿ (B 
ESBSDS&OLEY! V#S#t#atr#te (B ¿SB#U#p¿ (B ¿SB#G#u#i#d#e!WSN#9%Z!<%8LNSrShS/FISsSGS_SFS/S 
@S5SS! #2 (B 
z SBSGS—S1SP ! "3+H/4D6-$r3$%s%9% %SH!<%sk$7S$S?%G%S#%S1%/%H%j9=BS$SSH!"#d#j#s#e#t#u#p!%#bh#ha;¿ (Ց 
¿SB#tSNFbMF$r=qSSSFS$S?2S@S1$P!"@5S$S7$$$+S$SIS&S+H=CGSGS-Sk$NS$GS9S,!&!&!&!J!0!0!(¿ (B 


¿SŠBSHS$S3SmSG!"¿ (B 

>A:N>gcc -c test.c 
¿SBSHS"SkSNSG!"#N#E#CSN#P#C#9#8#x#1%7%Sj!<%:Sr;HSoS1lSFSSSkSNS@SH;WSCS?SNSGS9S, !" 
¿SB4V;¿ (B 
¿$BOc$$$J$$$G$7$g$&$+!)!)¿ (B 


ESBSGSO¢ (B 


--MESSAGE FILE 21375 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
l9html.html 


--MESSAGE FILE 21376 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0220html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: TMD=?ISO-2022-JP?B?GyRCJVU1ISUkJWskSyREJCQkRhsoQg==?2= 

Date: 6 May 1998 23:43:03 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 45 

Message-ID: <3550f238p7336@base.minoru.isl.intec.co.jp> 

References: <6i2rlv$i0s@newsl.scei.co.jp> <35457492.6A610ACD@ba.mbn.or.jp> <6i42hbS4 
lp@newsl.scei.co.jp> <3545E359.B1B78787@ba.mbn.or.jp> <354F3D46.3FEF@unlimited.co.jp 
> 

NNTP-Posting-Host: 210.132.156.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 


cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


¿E $BSdA$C$Q$J%2!<%` SOSSSBSES"SKS,CEPASTSNSG! "2 (B 
¿ $B; d$b%G!<%?05=LS,=EMWSJ2]BjS@SH;WSSS$*S9! #2 (B 


ESBS ?PSESTINSIS"SkKS2SS%S° SK2rE` 99%k%3SH%, ¿2 (8 
¿SBMW5aS5$S1SkS?Sa!"%G%9%/%H%C%WSN0O5=LSHSO¿ (B 
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ա 


ՀՏՑՏ՞Տ20ՇՏՇՏ20) ԼտՏ, Տ"ՏյՏ՞Տ914. (1 


2 SBS*°S?! "SG! <%?SN@-<ASKShSCSF; 1557, 5157: (B 
2 SBS3SHSb=EMWSG$9! #2 (B 
¿SBSHS$S&SoS1$SG!"$M%C%$HSdSmS&S<SG; (BUPEG :582-ք9չ (B 
ESBS (SSS8%SS,;HS (SUSSSNS, SASGSCSHDKSS! #2 (B 


¢ SB4X@aSNFOS-SO! "NO3XE*SJI2r@OSr$9S1$P3 (B 

¿SBS :$C$H>/$J$S$%G!<%?NLŚGI=8=$G$-$^$9$, !"3 (B 
¿SBSbS$SN$9S$S4$/¿ (B CPU ¢$BS$r?) S&SNSG! "SdSCSO$4¢ (B 
MIMe ;SBSGS7Sg$&!#¢ (8:-) 


In article <354F3D46.3FEF@unlimited.co.jp>, morita@unlimited.co.jp says... 

> 

>~SB?9EDSGS9! 4. (B 

> 

>Yuichiro Okamura wrote: 

>> Լու SBSGO5=LS7SFS [$\SjS"Sk%S?%S%° SK2rE S7TSFSSS*SO!#S3SESSSELLS+SiSbH#1$+Si:nSkz (B 

> 

>KDF 58501" 2 (BLHAz SBO5=LS7SFS$?SsSGS9SM! #¢ (B 

>¢SB!t%=!<%9SrFISsSGS*S—SJS, Si5SSES+SIS+SCS?!#LS=OSGS7S?!#¢ (B 

> 

>¢SB>>K\<B; aSK$+SJISj46F0SGS9!#05=LS72rE* S$9SkS3SN=EMWS5Sr:#;WSSCNSCSFS*S9!#%32¢ (B 
>¢$B!<%° ŞNCfF$G!J$*$=$i$/:#8e$N%2!<%` 6H3&SGSb!K=EMW; k$5$1$J$1S1S$PSISiSTSSLABJ¢ (B 
>-SBS@SH;WSSS*°S9SM! #2 (BMIMez; SBSO! "D: E@S$rF0$+S9SVSsTaDLSN%b!<%7%g%S%G!<%?!I3F! 9SN4Xz ( 
B 
>¢ SB@aSN3QEYSN%G!<%? !KSNHFSKSISiSISSS/SiSSSKKDS1>e$,$5S*°S9!#SGSbz (Bdinoz; $BSG8+$7$hz ( 
B 
>¢SBS&SJHII£SN?-S$S=L$_S$rI=8=$GS—-SkM#01!J!) !KSNJ}K!SHSbSSS (S S9!#;¿ (B 
>¢SB!tB>SNSdSjJI}SbS"SkShS&SI5SSOS9SKk! #2 (B 


> 

>—— 

>T. Morita 

>Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21376 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
20html.html 


--MESSAGE FILE 21377 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0221html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?ISO-2022-JP?B?GyRCJV01laiU0JXMkSCVGJS81OSVBJWMbKEI=2?= 
Date: 6 May 1998 23:43:03 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 17 

Message-ID: <3550f238pa336@base.minoru.isl.intec.co.jp> 

References: <6id1l5a$m4@newsl.scei.co.jp> <6ifct2S$3gt@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.156.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B չՏ8ՀՅՏՇՏ91 #2 (B 


In article <6ifct2S3gt@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 


>> ¿$B%9%W%i%$%H$rHt$P$7ŚF%]%j%4%s$KMh$A$C$C$?$b$s$G$=$3$i$X$s$, $h$/JI,$+$ 42 (B 
>> 2$B$*$;$sz (B(E$B>Pz (B) E$B! SSISI$?$+$465<x$/Se@s5ss!#e (B 
> 


>i $B; dSb!"SWS1%9SFSISi%] $5 %4%sS@SmS5 !*SHS+;WSCSFF1S8F; Srdb$_$*S7S?! #¢ (B 
>~SB4hDZSCSFS/S@S5S$ ! #2 (B 


ESBSGS9SM! #3bSGSkS$r:nS$1$P!"S"SHSOSb! <%73g%sSr3z (B 
ESBSDS1SkS@S1!"SHSSSEE@SG!"3 (B2D zSBShSjSOSk$+SK3Z! #¢ (B 
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Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21377 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
21html. html 


--MESSAGE FILE 21378 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0222html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "tako" <j6395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jp?B?UmMU6IBSkQiVdJWolNCVzJEglRiUvJTklQSVjGyhC?= 
Date: Fri, 8 May 1998 16:31:20 +0900 
Organization: PlayStation Net Yarouze 
Lines: 35 
Message-ID: <6iuct3Slh6@newsl.scei.co.jp> 
References: <6id15a$m4@news1.scei.co.jp> <6ifct2$3gt@news1l.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.115 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


TPM.CO wrote in message <6ifct2S3gt@newsl.scei.co.jp>... 
>TPM.COz; $B$G$9!#H=$k$H$3$m$@$1=q$-$^$9!# (B 


ESBIV; v$, CYSISFS7$*S$$*°S$7$2!3S"S458, SHS&S48 6$$$8°S9!1 S32 (B 


>¢£$BS;!<SVS5S1S°S9!#T#?7CSN; ~SOL*O@OJA0:nSCS?¢ (BTIM; SB>pJs$0; DSCSFS*S9S,!"3 (B 
>2 $B; HMQS9Sk% (535"Տ,-ԲՏՄՏԸՏԻՏՏՏՄՏՏՏԻՅԱՇ $9SkS$ ?Sa$K$0; HMQ$9$kz (BTIM¿ SB2hA | ¿ ( 
> SBA4SFFIS_9~SsSG@V$/SISk% (34%"! J=ESTSCSFSSSkItd, $H$$$&I=<(!K$,$J$$¿ (B 
>i SBShHSE&SKS7S°S9! #SITS* ! "QhLL2<It$Nz (BCULTz SBSNOLCVSbCmMOUSNS3$H! #2 (B 


= 


¿SBS"!SSdSCSOSj%; !<%V$S5S1SFSkSs$GS9SM!SSJSsS+0B24S7S2S7S?1%¿ (B 
¿SBSGSbS$SdS$SCSQOS$SjJ$&S*S/I=<(SGS-SJS$SSGS9!%S$H$SjJS"S(S::#SO%F%S/%9%A%ScS$JS7SG (B 
¿SBSdSCSFS*SSSFS=SNS&SA:FPSASC%S1%s%$8S7S?SSSH;WSSS*S91%¿ (B 


>¿$BS*J,S+SJS@SH;WSSS*S9S, !"=ESJSCS?S*S“SQ@SH!"SHS&S<Ss%sU%Sl!<%`%P%C%US!SK;¿ (B 
> 2 SBE>AwS5$1$k=g$K>e=q$-$5S$1SF$$S$-$*S$ 9SNSG! "<:GT$ 9SkSHS$"SAS3S$A>e=q$-; (B 
>¢$B$5$1$23 ($, 3F%/S9SASCSKSISk! "SHSSS$&S3SHSGS9! #3 (B 


¿SB$OŚ$$!$$=$1$OBg>fIW$Q$H; W$$$^$9!%2rA|EY$b2?EY$b%A%'%C%/$7$^$7$7$7!%¿ (B 
¿SB2hA|$b#1Kg$@$1$SG$9Ss$G!%;(B 

¿SBS$SH$3Sm$GJ, $S+$C$?Sh$&S$SJ5$ $K$JSC$FS$$S?$SNS$SGS9$, 1$%US1!<%`%SP%C%šUS!SHSSS&SNSO¿ (B 
¿SB%ša%b%$jFb$N#1NNOhSG$9$ShSM!)¿ (Btimutil¿$B$H$+$G$O=D2#$N:BI8$G<($5$1$F$^$9$, ¿(B 
¿SB%a%b%j$N%"%I%1%9$0O0"B3E*$G$9$h$M!)$"$1!$9M$(J}$,4VOc$C$F$?ŠN$+$J!)¿ (B 
¿SB$=$1SH$b$"S$k%-%c%C%$7%e$r%$U%1l1!<%`%P%$C%SU%!SH$SS&SNSŠS+!)¿ (B 
E$B!3!%!%$$$^$5$i$3$s$J<ALdA$7$F$F$9$4$$CQ$:$+$7$$$G$9; (B 


>i $B; dSb!"SWS1S9SFSTSiS]SjS45SsS@SmSE&!*SHS+;WSCSFF1S8F;SrdbS_S*S7S?! #¢ (1 
> 2 SB4HDSSCSFS/S@S5$$! #32 (B 


ա 


¿SBSOSS!SFqS7SSSGS95S,S,SsSPSj)jS“S9!%¿ (B 


--MESSAGE FILE 21378 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
22html.html 


--MESSAGE FILE 21379 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0223html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "tako" <36395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso-2022-jp?B?MOQbJEIkSyREJCQkRhsoQg==?= 

Date: Fri, 8 May 1998 16:55:45 +0900 


Net Yaroze newsgroups message dump.txt Page 14334 


Organization: PlayStation Net Yarouze 
Lines: 27 
Message-ID: <6iuear$1j3@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.115 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SBS“S?S“S?¿ (Btakozg$BS$G$9!%2 (B(zSBS$ [SsSHSK$9$$$%*$;$s!%!%!%2 (B) 


£9B:G6aSN%K%e! <% ԱՏԿ: n%-%c%iSrF0$+S;SkShS&SK;¿ (B 
Հ585Մ515՞57525,2(8 (ZSB (318, Ն48525491719650975551 151415. (B) 
¿SB:#EYSO%S-%c%iSNONFOSrS$S7ShS&SHS7SFSDS*S:SSSFS7S“SCSFSSS S9¿ 


¿SB6qBNE*$K$O==;z%-!<S$SN>e$r2!$9SH%-%c%ši$r2hLL$N1|$KF0S+$7¿ (B 
2$B:81&SG2hLLSN: 81&$K8~$+SCSF; (8(258ՏԱՄ)ՏոՑ-ՏՏՏԲՀ (B)  SBJUb$S/SHSSS&SpSNSGS9!%S¿ (B 
¿S$SBC1$KF0S+$9$@$1$J$i; (BGsDOBJ2.coord.t[0]¿$B$JSISGJ?9TONF0$951$P¿ (B 
LESBNISSSNSGS9S, !$!V; kE@SN1|SKITS/!WSHSSS&S3SHS, ; WSSSD$-S$*S; $53 (B 


=~ 


ՀՏ: KE@$0% j8U% ! 3138397 ?SGSASCSFS$*S$ 9ISNSG; KE@S$+$iCm; kKE@SNZY%/ZH% ne (B 
éS$BI,$+$ j!$S$=S1$Sr85SKO\FONLSr3FSY%/SHSkS4SHSKJ, S1S1SPSSSSSHSOz (B 
¿SB;WS&SNSGS9%$, SIS&SdSCSF#P#SSN4X?tSrMQOSSSFS=$1Sr<B8=S9$1SPSSSSSNS+¿ (B 
éESBO5$ (SFSOSbSiS (SJSSSGS7SgS&S+!S¿ (B 


¿SB4XQaS4SHSN:BI8SNCMSrSo!<%k%SI:BI8SNCMSKSJS*Š7SFF@SkKSNSbShS$S/J,S+ŠSiSJSSS7 (B 
ee ee a Ն 
MATRIX¿S$B!S¿(BVECTOR¿SB!S¿ (BRotMatrix () ¿SBSJSISbSIS&SSS&IwŠSK; HS ( ԱՆՆ ԱՆՏԵՐ 
ՀՏ", $, $0$7$c$0$7$c$G: ae ois 585$5$+6qQBNE*SINCSr< ( (S7SF65S (SFSbSiS ¿(B 
¿SBS?S1S&S1S7SSSGS9!% 

¿SBS[S+SN?MSNS=!<% 1 eee SFSbSiSCSFSb>eSNShS$S&SJIC181$, Մ8Տ5ՏՏՇՏՏչ (B 
cSBSKSES19G! S$1$39G27S7SFSKSNE+SOS+SASTSSSSSCS9!9 5$3$3#2F |$/SiSSS: SCSH%=!<%9SHz (B 
ESBSKSiSaSCS3S7SFS*°S9¢ ¿$B>P¿ (B) 


¿$B$"$^$I$` $dA$_$K?M$KI9$/Ş$N$ONI$$; v$8$c$IŞ$$ŞH$O; W$&ŞN$G$9$, 59$7$/$*4J$$$7$^$9; (B 


--MESSAGE FILE 21379 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
23html.html 


--MESSAGE FILE 21380 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0224html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: BZP06546@niftyserve.or.jp (saizo) 

Newsgroups: playstation.ny.program.beginner 

Subject: [Q] lword is what byte? 

Date: Fri, 08 May 1998 22:26:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <199805082226250@goo.club.or.jp> 
NNTP-Posting-Host: 210.139.131.21 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.026 


¿SB$3SsSKSASo!#¿ (B 


TMD¿$B%U%!%$%k$N: (Bformat¿ O 1 B 
lword.SBSO!"; (B4bytez $B$H; (B ¿SBSJSCS$SFSSS s 
ՀՏՏՏՇՏ951511": (Blword; $BS0O; (B ԱԱ ale 


¿SBSIS3S+SGS_S?ShS&SJ5S$99$, Ş9Şk$s$ŞG$9$, ¿ (B. .¿$B!#z (B 


ESBS"SH!"% (SSSGS#S"SSSKSDSSSFSbz (8 ¿SB$-$-$?$SSH;WSSS S9!#¿ (B 
ԱԱ 9SFSO;(B little endiangSBSG$9S+Sil™; (B 

¿SB<B:]SK¿ (B TMD; SBSUS!SSSkSrSPSSSI%SI%S (€G%$#%?SG8+SFSb!"¿ (B 
4byte¿ $B$N$+$?$^ SJS4SHSK3F; (Bbytez 5BSN= g$, 5USKSISCSFSSS“*S9! #2 (B 
¿$BNc¿ (B) 0x01020304 => 04 03 02 01 


¿$B$*$J$8¿ (B little endian¿$B$GSb!"¿ (B2bytez $BSNS$+$?S$%*SjS4SHSK; (B 
¿SB3F¿ (Bbyte $BS, 5USKSJSCSFSSSKSNSr$_S$?ShS&SKS*SbSESNSGS9S,¢ (B..2SB! #3 (B 
¿SBNc¿ (B) 0x0102 => 02 01 
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2 SB=hM} 700MB8SHSS$$&S3SHSISNSGSTSgSES+!) 2 (B 
ESBS (SSSGS#S"SSSHz (B word; SBS$SNBgS$-$55SK; (B 
¿SBS+S+SoSjJSOS"SkSsSGS7SgS&S+!)S=S1SHSb;dSNS+SsSAS, SSS+SJ!#¿ (1 


ա 


saizo BZP06546@niftyserve.or.jp 


--MESSAGE FILE 21380 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
24html.html 


--MESSAGE FILE 21381 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0225htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.beginner 

Subject: Re: [Q] lword is what byte? 

Date: 10 May 1998 02:14:45 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 25 

Message-ID: <35550a32p0372@base.minoru.isl.intec.co.jp> 
References: <199805082226250@goo.club.or.jp> 
NNTP-Posting-Host: 210.132.156.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <199805082226250@goo.club.or.jp>, BZP06546@niftyserve.or.jp says... 
> 
>¢SBS3Ss$KSASo! #2 (B 
>TMD 2 SBSUS!SSSkSNz (Bformat¿$B$r8+$F$$$k$H!"¿ (B 
>lword¿$B$0!"; (B4bytez SBSH; (B zSBSISCSFSSS*S9! #3 (B 
>zSBSGS9S1SI!"¢ (Blword¿SBSO¿ (B 2byte¿S$BSHSSS&J8>OSr;¿ (B 
>ESBSI$S3$+SG$_$?$hS&$JI5$$, $9Sk$s$G$9$,2(B..gSB!#z (B 


¿$B%o!<%I$NDjJ5A$O!"¿ (BCPU ¿$B$ŠK$N$C$FO[$J$J$^$9!#¿ (BMIPS ¿$B$G$O!"; (B 
1 word = 4 bytes 

1 half word = 2bytes 

¿SBSKShS&SK4*DjS7S S9!#¿ (B 


>¿$B=hM)7O0MB8$H$S$SS&$3SHSJSN$GS7Sg$&S+!)¿ (B 
>¢ SBS (SSSGS#S"SSSHE (B word; SBSNBg$-—S5SK; (B 
>¿SBS+S+SoSjJSOS"SkSsSGS7SgS&S+!)S=S1SHSb;dSNS+SsSAS,SSS+SJ!#¿ (1 


ա 


&SB4X78S$"S45$S°S9!#<ALAC£SNNCBISHS7SF=PS5S1SFSSS?DLSISGSO!#¢ (B 
Minoru Matsumoto 

minoru-m@rb3.so-net.ne.jp 

http://www.geocities.co. jp/Playtown—Denei/3856/ 


--MESSAGE FILE 21381 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
25html.html 


--MESSAGE FILE 21382 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0226htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: 3D=?1ISO-2022-JP?B?GyRCJESkKRCOKJEYbDKEI=?= 

Date: 10 May 1998 02:14:45 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 19 

Message-ID: <35550a32pa372@base.minoru.isl.intec.co.jp> 

References: <6iuear$1j3@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.22 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 
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In article <6iuear$1 j3@newsl.scei.co.jp>, 36395069@ed.noda.sut.ac.jp says... 
>¿SB6qBNE*$KS$O==;z%-!<S$SN>e$r2!$9SH%-%c%i$r2hLL$N1|$KF0S+$7¿ (B 

>2$B:81&SG2hHLLSN: 81&SK8~S+S5CSF; (B(gSBSNJ}$r8~SSSF3 (B) gSBUbS/SHSSSE&SHSNSGS9!%3 (B 
>¿ $BC1$KF0$+$9$@0$1$J$i¿ (BGSDOBJ2.coord.t [0] gSBSUSISGI?9T0\FOS9SI1SP; (B 

> SBNISSSNSGS9$, !$!V;kE@SN1|SK9TS/!WSHSSS&S3SHS, ; W$$$D$-$^$; $s; (B 


3D ¿$B%7!<%s$N9=C[$KI, 2 ՏԱՏՏՏՔչ (B 
¿SBSSSKSNS@SH; wes SOl#z (B 


¿SB3NS+!"2CLgS5SSsSNS[!<%`%Z!<% os S3SiJUSr¿ (B 
ESB2r@b$7SFSSSk%SZ!<S8SK9TS1$?750$: ! #2 (B 
25B!J5;d$N%Z!<%8S+Si2CLOS5SSSN%SZ!<S8SKS?SIS1S*S9!Ke (B 
Minoru Matsumoto 

minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21382 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
26html.html 


--MESSAGE FILE 21383 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0227html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?ISO-2022-JP?B?UmU6IBskQiVdJWolNCVzJE91lRiUvJTk1l1QSVjGyhK?= 

Date: 10 May 1998 15:02:20 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 22 

Message-ID: <6j4fhs$slh@news1.scei.co.jp> 

References: <6idl5ašSm4@newsl.scei.co.jp> <6ifct2š$3gt@newsl.scei.co.jp> <6iuct3$1h6@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.111 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!#CYS1IS*S7S?!A!l#e (J 


¿SBSH$3SmSGJ, $+$C$?Sh5&5J5SSKSJSCSFSSS?$NSGS93,!$%U% 11<%`%P%C%US%S!¿ (J 
¿SBSHSSS&SNSOS asb%jFb$N#1NNO0h$GS9ShSM!) (Jtimutil¿$B$H$+$G$0= D28SN; (J 
¿SB:BI8SG<(S5S$S1SFS7 S9S,Ssasb%$jS$SN%"%I%1% n 7 ` 
¿SBS"S11S9MS(J)S, 4V0cSCSFS25Ñ3+SJ1) ¿ (J 
¿SBS=S$S1SH$Sb$S"Sk%-%c%C%7%eSr%U%1!<%`%P%C%U%!SHSSS&SNS+!) 


VVVVYV 


éSB4pK\E* $KSO¢ (JVRAM: SBSHF1S8S@SH;WSS$S*S9S, !"@53NSK$0; dSbH=$45$*S;Ss!#z (J 

¢ SBSHSSSEShS$4!"SUS1! <> SPSCSUS! SXSNS"S/%; S9SrS9SkKSHS-SOz (J RECT: SBSJSISG3 (J 
X, Y¿ $B; XDjJSISkKSNSG<B: ] O"B3S+S$1IS&S+SOS"S*Sj4X78SISSSHS*SbSCSFDI5Z¢ (J 
ESBSTSFS*S;Ss!#S°S"!"4VOcSSSIS/O"B3SGS7SgS&! #3 (J 


¿ŠB#T#P#M! S$ oe (J gSBHSHOFFHT: (J ¿SB#WHO#R#K#S¿ (J ¿$B#1#9#9#8: (J. ¿SB#MBRA#Y: (J 
éESB<g:K!'E16?¢ (J ¿$BQ8;V¿ (J (ikushi togo) 

G ea, 

url shttp://wwwl.scei.co. jp/~chu02331 


--MESSAGE FILE 21383 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
27html.html 


--MESSAGE FILE 21384 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0228html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Takgi" <first@ayanami.club.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: ¿SB%9%sWSsi%SSSHSCSFSJSSSGS9S+;ç¿ (J 

Date: 11 May 1998 11:26:10 GMT 
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Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <0Olbd7d18$c20d98c0S1lfela0d2@default> 
NNTP-Posting-Host: 210.160.225.31 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS ISWSISSSHSCSFSISSSGS9S+3 (J 
ESBSSSm$S$S$mD4SYSFSSSkKSNSGS9S, ¿(J 
¿SB8+SDS+SjJS S;Ss¿ (J 
¿SBSoS+$kJ)$, $$$1$SP65$S (SFS/S@S5S8$32 (J 


Takagi HomePage http://www2.nsknet.or.jp/~fantom 
E-mail first@ayanami.club.or.jp 


--MESSAGE FILE 21384 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
28html.html 


--MESSAGE FILE 21385 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0229html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: BZP06546@niftyserve.or.jp (saizo) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: [Q] lword is what byte? 

Date: Tue, 12 May 1998 16:07:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19980512160759BZP06546@niftyserve.or.jp> 

References: <199805082226250@goo.club.or.jp> <35550a32p0372@base.minoru.isl.intec 
. Co. Jp> 

NNTP-Posting-Host: 210.135.67.79 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.026 


Minoru Matsumoto wrote: 
>¢$B%o0!<%SISNDJ5ASO!"z (BCPU ¢SBSKShHSCSFO[SJIS4S*S9! #3 (BMIPS ¿SBSGSO!"¿ (B 
>1 word = 4 bytes 


>>¿ SBS (Ss%GS#S"SSSHz (B word: SBSNBg$-S$5SKz; (B 
>>¿SB$+S+S$SoSjSOS"SkSs$GS7$SgS&S+!) (B 
> 


>¢$B4X78$"$5$*°S9!#<ALAUC£SNNCBISHS7SF=PS5S1SFSSS?DLSj$G$9! #2 (B 


ESBShHS/SoOS+$jS*S7S?l#  #S*SGS"SSS*SSSIM}2rS@SCS$?SNS, !"¿ (B 
¿$BS9SC$-S3S$S7$2S7S?!#¿ (B 

¿SB$SIS&SbSGS9!#¿ (B 

¿SB%SjJ%H%k% (S$s%*G%S#%"%sSb:#S*SGSTSsSHS3SJS+SCS?S1SI!"¿ (B 
¿SB%$P%$S%J%3jJ% (SGS#S?78+S 2PSiOLL\NFA3SGS7$?! #2 (B 


saizo BZP06546@niftyserve.or.jp 
--MESSAGE FILE 21385 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
29html.html 


--MESSAGE FILE 21386 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0230html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1SO-2022-JP?B?GyRCJV0lLaiUOJXMkKSCVGJS81OSVBJWMbKEI=?= 

Date: Tue, 12 May 1998 14:37:14 +0900 

Organization: PlayStation Net Yarouze 


Lines: 23 
Message-ID: <19980512143714kamon@mail.web-hyogo.or.jp> 
References: <6id1l5aSm4@newsl1.scei.co.jp> <6ifct2$3gt@newsl.scei.co.jp> <6iu 


ct3$lh6@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


Net Yaroze newsgroups message dump.txt Page 14338 


ESBS3SSSKSASO!S$2CLGSGS9! #2 (B 


"tako" <j36395069@ed.noda.sut.ac.jp> wrote: 
>¿SBSHS3SmSGJ, ՀԱՆՄԱՆ ԱՄԱՐ ԱՑ eye ՏԱՑ Աա Sr LAUA S1!<%° SPSCSUS!SHSSS&SNSOz (B 
>¿$ %a%b% JFDSN#1NNOHSG$9ShSM! ) (Btimutil;$SBSHS+SGSO=D2#SN:BI8SG< ( s ԱՀա 
>ESBsasbSjSNo"SIS1% _ ՅԱՆԻ S"Sl!S9MS( J}S, ԼԱ Z 
“C SBS—$1SHSb$"Sk2— %c%*C%7%eSr%U%Ss1l!<%`%sP%C%US!SHSSS&SNS+!) (B 


¿SBS9SGSK¿ (BTPM.CO¢SB$5$s$,Ez$ (SFS/S$@S5$CSFS$*$9$, 1SITUS1B-S7S“S9SM!#¿ (B 
¿SB%U%S1!<%`%P%C%šU%!$HS$S&SNSO¿ (BGPU¿$BS, 41M} $9S$kz (BIMB: SBSN%a%b% jNNOh$N$3SH$GS9!#;¿ ( 


2SBS,D>@\%SUS1!<%* SPSC%US! SNFOMFSr$S$S$8SkS3SHSOSGS-$%S;Ss!#2 (BCPUZSBSN; HMOS9Skz (B 
2MB: SBSN%a%$%s%a%b% jSHSOTLI*SGS9! #3 (BGPUzZ SBSO%0! <I E*SK%asb%jSr#2<! 85S5GS"%S/%; %9; (B 
ESBS7S*S9SNSG! SO"B3E*S$+SIS&S+SO5SSKS9SkKI,MWSOS"S4jS*°S;Ss! #2 (B 


¿SBM>CL$G$9$1$I¿(BSPU(¿$B%5%&%s%IMQ¿ (BCPU) ¢$BSb; (B512KB; SBSN%5%&%s%I%SP%$C%$U%S!S$H$SS&S 
asbSj$r¢é(B 
ESB; }SCSFSSS*SO! #2 (B 


ESBS3SsSJ46S8SN2SEZSGSISESGS7Sg!) 3 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


--MESSAGE FILE 21386 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
30html.html 


--MESSAGE FILE 21387 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0231html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Takagi" <first@ayanami.club.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Sig....¢SBS5S$sS$X; (J 

Date: 14 May 1998 11:55:40 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <0Olbd7£78$60dad880S63e2a0d2@default> 
NNTP-Posting-Host: 210.160.226.99 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB@hS[SI<ALdSŠKEzSŠ (SFSbSi$C$?¢ (J 

ՀՏ89ԵԼ25ՇՏ9:չ (J 

¿SB:G6a¿ (JPC: SBS, $H$s$G$7$^$$ (J 
¿SB%sa!<%skS$SN08@hS,SoS+SjJS“S;Ss¿ (J 

¿SB$3Ś$N%a%C%; !<%8$r$_$F$/$1$k$3$H$r4|BT$7$^$9; (J 


Takagi E-mail first@ayanami.club.or.jp 


--MESSAGE FILE 21387 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
31html.html 


--MESSAGE FILE 21388 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0232html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso0-2022-jp?B?UmMU6IFNpZy4uLi 4bJELIKNSRZJFgbKEI=?= 
Date: Thu, 14 May 1998 23:10:09 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <6jeuruScSo@newsl.scei.co.jp> 
References: <O1lbd7£78$60dad880$63e2a0d2@default> 
NNTP-Posting-Host: 210.174.83.131 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#s#u#g#i#h#a#r#aSGS9!#;¿ (B 


Takagi wrote in message <01bd7f78S60dad880S63e2a0d2Gdefault>... 
>¿S$B@hS$S[$SI<ALdS$SKEzS$S (S$F$Sb$i$C$?¿ (B 

>¢SBIbLZSGS9; (B 

>¢$B:G6azg (BPC¿ SBS, $H$s$G$7$^$$; (B 
>¿$B%a!<%Sk$NO8@h$,So$+$jS%Š$;Ss¿ (B 

>i SBS3SN%a%C%; !<%8Sr$_SFS/$1$k$3$H$r4|BTS$7$*$9z (B 


ESBSSSdS"BGJOSGSISMS (!#!J!0!0! (2 (B 
¿$B%a!<%k$NJV; v$, S3STSSSNSGSTS&S7S5?SNS+SH; W$$$^$7$?!#¿ (B 
ESBHEPHCS, SHSSSGS?SSSGS9SMS (! #2 (B 


¿SBSbS&40A4SKI|51$5$1$2SNSGS7SgS&S+1)¿ (B 


ESBHPHltaty#S#t tadt #1 #O#NSN3Z+H/ 4D6—-SOSASCSSSHS7$ 23$%SS9SH! <i! <$, SDSSSFSISSSNz (B 
2ESBSG!"1|51$5$; SkSNS, SHSFSbBgGJOS@SHSO; WSESNSGS9S, 161616 (B 


ESBSHS3$m$G!"#57n#1#2F | SKAw?.$7$?%a!<%kSOSASCSSSHFOSSS?SGS$7Sg$&S$+!) ¢ (B 
é $BSb$7; DSCSFSSSISSSNSGS7$?$i:FEYAw?.$$$?S7$*S9!#2 (B 


--MESSAGE FILE 21388 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
32html html 


--MESSAGE FILE 21389 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0233html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Ace" <oldman@alles.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: gSB#3#DSNEVSjH=DjSN=hM} ¢ (J 

Date: 23 May 1998 08:21:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bd8622$d7933200S4af2b4cb@default> 
NNTP-Posting-Host: 203.180.242.74 

X-Newsreader: Microsoft Internet News 4.70.1160 


¿SBSIS&Sb#E#g#aSHSS$SSS*S9!*; (J 

¿$B$$$^3X9; SN@) :n2]BISG#3#DS"%S/%7%g%S%S2!<% Sr@) ing (J 
2SBS7SFSSSkSNSGS$9S, !"#3#DSNEVS jH=DjSOSISNSHSESKg (J 
¢SB=hM}S9S1SPNISSSNSGS7SgS$&S+!) 2 (J 

¢£$B%] %j%4SSSN3FLLSN>pUs$rSbSHSKH=D j$9SkSHS+SSSESNSrz (J 
¿SB>.<*SK64$s$@$N$G$9$,!"SISJS?$S+>NXN$7$/CN$C$FSSSkJ)¿ (J 
¿SBSSSiSCS7ScSSS“S;SsSGS7SgS&S+!)¿ (J 
¿$B$^$?!"$=$I$i$N>pJs$, : NSCSF$$$Sk=q@RSd%S[!<%S`%SZ!<%8¿ (J 
ESBSISIS, Տ"Տ1ՏՔ65Տ ($F$$$7$0$1$I$$$G$7$g$&$+!)¿ (J 


¿$B7k9=; ~4V$, SJUSSSNS$SGS+SJSjJ5“SSS$SGS*S9!"@?SK<+J,>!<j¿ (J 
¿$B$G?=$7LU$"$J$^$; $s$, !"$h$m$7$/$*$M$, ՏՏՏ7Տ՞Տ914չ (J 


¿SB#E!]#M#ATL#F¿ (Մ ¿$B!'¿ (J oldman@alles.or.jp 
--MESSAGE FILE 21389 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
33html.html 


--MESSAGE FILE 21390 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0234html1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Ega" <oldman@alles.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: gSB#3#DSNEvSjH=DjSN=hM} ¢ (J 

Date: 23 May 1998 08:37:03 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bd8625S132efb80S4af2b4cb@default> 
References: <01bd8622$d7933200S4af2b4cb@default> 
NNTP-Posting-Host: 203.180.242.74 

X-Newsreader: Microsoft Internet News 4.70.1160 
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ESB" (<+8S%1%9SGS9!#¢ (J 


¢SB@_DjSN: 9=P?MSHS3SmS, #A#c#ESKSISCSFS?S$_$?SSS8Gz (J 
¿$B:9=P?M$, #A#c#he$KSJSCSAScS$SS$SSAS$S7S?!&!&!&!&!&; (T(%-%; 
¿SBSJSsS+SdSdS$S3S$S7SSS3SHS7SFS7S“SCSFS4SaSsSJS5SS!#¿ (J 


¿SB#E#g#a!%¿ (J 


--MESSAGE FILE 21390 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
34html.html 


--MESSAGE FILE 21391 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0235html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "tako" <j6395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso0-2022-jp?B?UmU6IBsSkOiMzI0OkTkKV2IGpIPURQJE4 9aE1 9GyhC?= 
Date: Sun, 24 May 1998 22:52:39 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <6k995sSgu6@newsl.scei.co.jp> 
References: <01bd8622$d7933200$4af2b4cb@default> 
NNTP-Posting-Host: 133.31.173.114 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


éESBSOS8SaSF?MSN<ALCSKEZS (Sk  (Btcako¿SBSGS9;¿ (B 


> i $B$I$&$b#E#g#a$H$$$$$^$9!*; (B 

>i $B$$$^3X9; SN@) :n2]BJSG#3#D%"%/%S7%g%s%2!<%`Š$r@):n¿ (B 
>i $B$7$F$$$K$N$G$9$, !"#3#DSNEVS JH=D JSOSISNSHS&SKz (B 
>¿$B=hM)S9S1SPNISSSNSGS7SgS&S+!)¿ (B 


é5B:#26Sb:nSCSFSkSsS$G$9S,%]%jS4%s>pJs$rSbSHS$KH=Dj!SSH8@S&SNS, ¿ (B 
éESBI,$+SiS:9bS5SSF!<SVSkSTSkSDSNSr:nSCSFH=DjST7TSFS*S9!%¢ (B 
¿SBSbSšSASm$sS$S=SN9bS5S$O<+J,$G¿ (B1¿ SBSDS:S$SDBGSŠSA9-$Ss$GSSS/SNSGLLE]SGS9!S¿ (B 
¿$B$a$s$I$/$5$$$N$G<PLL$r$J$/$7$F$b7k9=BgJQ$G$9!%; (B 


>i $B%]%j%4%s$NƏFLL$N>pJs$r$b$H$KH=DjJ$9$k$H$+$$$8&$NŠre ( 
>¢SB>.<*SK64SsS@SNSGS9S, !"SISJS?S+>NS7S/CNSCSFSSSkJ)¿ ( 
>2¿SBSSS1SCS$S7ScSSS“S;SsSGS7SgS&S+!)¿ (B 
>2SBS°$?!"S=S1SiSN>pJs$, :NSC$FS$SS$SS$Sk=q@R$d%[!<%S`%Z!<%8¿ (B 
>¿SBSJSIS, S"S1SP65$S (SFS$SS$S?2?S@S1SJSSSGS7SgS&S+!) (B 


ww 


¿SB26SbS3S1CNSj$2SSSGS9!%¿ (B 
¿SBS9S02<SN%S]%j%4%sLLSHSN5wN%S,¿ (BO ¿SBSKSJUSkShS&SKS9S1SPNISSSNSGS7SgS&S, 2 (B 
¿SB3'S5SSsSIS&SdSCSFSdSCSFSkSsSGS7SgS&SM!%!%S!%S¿ (B 
¿SBSCSF$SSS&S+SbS7=PMhS??MS$, SSSFSb4K6HHKL) SUSNS+S$b!T!0!0! (¿ (B 


--MESSAGE FILE 21391 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
35html.html 


--MESSAGE FILE 21392 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0236htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCTDVNaj9INGyhC?=" <misoda@popll.odn.ne.jp> 
Newsgroups: playstation.ny.program.beginner 

Subject: =?iso0-2022-jJp?B?UmU6IBskOiMzIOOkTkKV2IGpIPURQJE4 9aE1 9GyhC?= 
Date: Mon, 25 May 1998 02:34:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <6k9mdgShgl@newsl.scei.co.jp> 

References: <01bd8622$d7933200S4af2b4cb@default> 

NNTP-Posting-Host: 143.90.168.24 

Mime-Version: 1.0 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03 (Win95; I) 


Coz I'm currently spending most of my "coding" (ahem) time actually 
staring at other peoples' source code, I tend to have music on really, 
really quietly, if at all coz otherwise I can't concentrate. What a sad 
old man I am. 

When I do know what I'm doing, it's the usual (apparently) mix of 
Prodigy/Chem Bros/FSOL etc and also whatever has recently taken my 
fancy (ie Jackie Brown soundtrack). Because I have a minidisc deck I 
tend to just copy other peoples' CDs and what I listen to changes a lot, 
unless I really, really like it. To tell the truth, after 10-15 mins I 
don't really listen to the music - I'm lost in my own thoughts half the 
time... 

I tend to work from llpm till lam, although I usually do stuff in the 
mornings. The weather up here has been so nice recently that I've found 
it hard to get much done during the day - I feel so sad shutting my 
curations at 4 in the afternoon to stop the glare on my monitor, y'know? 
Hasn't stopped me from getting well addicted to Panzer Dragoon Saga and 
House of the Dead (two more reasons to buy a Saturn), the cost of which 
means I'm well skint and have to stay in for the next month or so :-( 


Worrying thought, 
Nick 


PS I have to admit I have a lot of time for the new Madonna album, too 

=f 

—-MESSAGE FILE 2261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00964 


—-MESSAGE FILE 2262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000965 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Wed, 20 May 1998 18:59:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <356319FE.7A86@saqnet.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4pl11l@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> 

Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-041.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


FYI, I have a 14 inch trinitron (the 2-in-one TV/VCR actually) and the 
only SCART lead I could get to work with it was the official Sony one. 
YOu're right - it IS a rip-off, but after trying several different leads 
it was the only one I could get to work. Yes, the other leads were ALL 
RGB Scart. I thought I was really clued up on the whole video systems 
thing, but I can't work out why this was. I could get NTSC in color with 
the other leads, but the picture sort of faded in and out randomly. Well 
annoying.... 


My paranoia theory is that Sony fixed some of their tellys to ONLY work 
with the official lead (but then, my brother's mini-widescreen worked 
fine). Why can't someone take the brave step of releasing native NTSC 
consoles in Europe - I mean, MOST people have a SCART telly now and if 
they don't, well why don't they just pay an extra 15-20 for an NTSC/PAL 
converter..? At least we wouldn't have to play games slowly and in 
"widescreen". Sorry, but PAL RE2 and Tekken 2 are sooo s-l-o-w :-/ 


Nick "video standards facist" F 
—-MESSAGE FILE 2262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00965 
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Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBSISb!0#2!"L5Mj?MSHSSSSS“*S9! #2 (B 


>¢SBH3#DSNEVS JH=D jJSOSISNSHS&SK=hM} Տ951Տ5ՔԱԼՏՏՏԱՏՇՏ7ՏՉՏՃՏՀ|) (B 
éSBSHSFSb6=L#SNS"Sk<ALdS@SCS?SNSGS9S, !"STS+SIS+Sh$S$2sEz$,=PSFS3SISSSNSG!">/S7%3¢ (B 
ESBSASSSHS7$S*°S9!#; dSH8&5F£CESTUSNSGS9S, !"¿ (B 


ա 


2 $B! z5£6KSNEV$?$jH=D4$0313$3H31!<%7%s%O0SNSHSESK!&!6!&¢ (l 
ESBS=Ss$ISN%2!<%> $G; HS (SkSoS1SJSS¿ (B(~_~;) 


éSB!z!zSGS—-SkS@S1#2#DSGEVS?SjH=DjSr9TSE&!We (B 

éESBI=< ($, #3#DSGSbDEVS ?$ JH=D jSO#2 #DSGSHS$SbHSNSO$?S/S5Ss$"SjS*S9l#e (B 
ESBSQSSS8SGSSSHSN!"S4+!1<S1!<S9SHSNSTSIiCOLLSHSSS&LLS@S1Sr$_SF!"H=DjS9S1SPSSSSSGS$32 (B 
¿SBS9S+S$Si!#¿ (B 
¿SBSb$7$+S$S9$Sk$H!"3JF.SDSN$GSb1-4-MOS,8z$/S+Š$b!&!&!&<+%$-%c%šiSHE(%$-%$c%i$OI,$:D>@->e¿ (B 
¿SBSKJB$SVSN$G!"S=$NLLSKEj1F$S9$1$P!"#2#DSNEv$?$S3jH=Dj$GS$h$/SJS$Sk!#$5$i$K!"S$=$NLLS$r¿ (B 
¿SBJ#?tKg; }$F$P7k9=%j%"%k$K$G$-$k$+$b!#¿ (B 
£SBS*!"S3SN>19gSbEv$S?5 jH=DjMOSN3G! <%?! JN) J}BNSV%m%C%/SrAHS_N) SFS?SDSN!KSr; }SDSNz (B 
ESBS, $hS$$$H;WS$$*s9s, !# (B 


¿SB!z!z!z5f6KS$SN4JC1EvS?$SjH=D3j3SO5eF1;N;¿ (B 
¿SBEvS?SjH=DJ$r9TSSS?SSSb%SG%SkSN=E?4SK2>A[E*SJ5eSrA[DJS7SF!"S3SN5eSHB>SN%sb%G%skSH; (B 
¿SBSNEv$S?$jH=DjS$Sr9TS$S$S S9!#¿ (B 


éSBSASg!<C1l=c2=S9SkSH! "#1SDSN5eSKBeI=S7SFS7S*°S&!#¢ (B 

ESB>/S7S*°S8SaSKSdSKSH! "?t8DSN5e! #3 (B 

éESBSbSCSHS“*S8SaSKSdSkSH!"?t==8DSN5e! #2 (B 

¢ SBSbHSCSHSHSCSHSbHSCSHS*S$8SaSKSdSkSH! "S=SN=hM} 70SN:G>.C1OLSN5e! J%1%$%H%1!<%7%s8%02 (B 
ESBS_S?SSSKSISCSFS/Sk!#!Kz (B 
ESB7K61T!"?t8DS+Si?t==8DSN5eSN=8S$%S jSK8+N) SFSFEVS?SjJH=DjSr9TSESNS, SHSSSNSGSOSJISS; (B 
¢ SBS+SNSSSESNS, 8=:_SN7kO@! #2 (B 

ESBS3SN5eSrSIS&3dS jEVSFSkS+SO!&!&!&!&SD!<SkSr:nSkSHSY%S9SHSGS9S, !"EVLLSOSbSGS4%Ss¢ (B 
¿SB%0%D!<%kS$SG=&$S&S7S+SJSSSH9MS (SFSSS*S9! #2 (B 


ESBSASIJS_SK#3<! 85SGSN5eF1;NS, >WFMS9Sk>r70SO! "#2SDSN5eSNH>7BS$r¢ (BR1, R2¿SBSHS7!"#X<4!" 
L (BY 
7$B<4!"z (BZ; $B<4>eSGSN5wN&$rz (BX, Y, Z¿ SBSHS9SKSH! "3 (B 

X^2+Y^2+Z^2 Հ (81 + R2)%2 

¿SBSKSJSJS S91J¿ (BA SBSOSY$—>hHSN5—-9f!K! #4VOCSCSFS?Si!"S4SaSsSJIS5S$$!J¢ (8՞՞: ¿$B!K¿ (B 


>2$B%]%j%4%SSN3FLLSN>pJs$rSb$HSKH=Dj4$ 9SkSHS+SSS&SNSr¢ (B 
>¿SB>.<*SK64SsS@SNSGS9S, !"SISJS?S+>NS7S/CNSCSFSSSkJ)¿ (B 
ՀՀՏ8ՏՏՏ15ՇՏՄՏՇՏՏՏ՞ՏչՏՏՏՇՏՄՏՉՏՃՏՀԼ) 2 (B 

ՀՏՏՏԵՏ՝ !&!&!&S3SCSASOTIS$SS?S3SHS,S"S5S*°S;SsSSM!<!#2 (B 


--MESSAGE FILE 21392 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
36html html 


--MESSAGE FILE 21393 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0237html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: "izumi" <izm@ma2.seikyou.ne.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?iso-2022-jJjp?B?UmU6IBskQiMzIOQkTkV2JGpIPURqJE49aF19GyhC?= 
Date: Mon, 25 May 1998 08:06:50 +0900 
Organization: PlayStation Net Yarouze 
Lines: 16 
Message-ID: <6ka91kSihd@newsl.scei.co.jp> 
References: <01bd8622$d7933200$4af2b4cb@default> 
NNTP-Posting-Host: 202.33.46.25 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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>i $B$$$^3X9; SN@) :n2]BjS$SG#3#D%"%/%S7%g%s%2!<%`Šr@):n¿ (B 
>ESBS7TSESSSKSNSG$9S, !"#3H#DSNEVS JH=D JSOSISNSHSESK: (B 
>~SB=hM}S9SISPNISSSNSGS7Sg$&$+!) ¢(B 
>¿$B%]%jJ%4%sSN3FLLSN>pJsSrSbSHSKH=DjS9SkSHS+SSS&SNSr;¿ ( 
>ESB>.<*SK64S$sS@SNSGS9S, !"SISJS?S+>NS7S/CNSCSFSSSkJ)¿ ( 
>¿SBSSSiSCS7ScSSS“S;SsSGS7SgS&S+!) (B 


ww 


2 SBS] %j%4%sF1; NSN>WFMSGH=Dj$7SFS$Sk$+S$i%] $4% 


¿Š1 
¿Š1 


%9%sW%i%SSHSN>WFMSG3dS3jJ9-S_S,H/@8S9SkShS$S&SK!"¿ (B 
15945ՏՏՇՏԵՏՃՏՇՏՈԱՏ: ՏՇՏԱՏԵՏՈՏԸՏԻՏՕՏ-ՏեՏՏՏեչՄՏ, -ՔԱհՏեՏտտօտյտցՏնՏՀչ (B 


ՀՏՑՏՏՏ:Տ 2 (B(izm@ma2.seikyou.ne. jp) 


Page 14342 


¿SB%SP!<%SA%Sc%U%S!1%SS%?!<$N5-;v$r8+SF$2?;-SK%$3%jJ%8%g%sSH$+8@SC$F$S$S25SS$S,S7$2S9¿; (B 
4%s$,JQ$o$k$H$"$?$jH=Dj$bJQ$o$k¿ (B 


--MESSAGE FILE 21393 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 


37html.html 


--MESSAGE FILE 21394 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0238html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Ega" <oldman@alles.or.jp> 

Newsgroups: playstation.ny.program.beginner 
Subject: ¿SB46<U¿(J ¿$B46<U!*!*¿ (J 

Date: 25 May 1998 07:08:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bd87ab$1227d680Sbcf2b4cb@default> 
References: <01bd86225d7933200S4af2b4cb@default> 
NNTP-Posting-Host: 203.180.242.188 

X-Newsreader: Microsoft Internet News 4.70.1160 


¢£$B3'$5$s5.=ESJT8£0U8+S IS &$b$"$ 4S, SHS&SASESSS*SO! #3 (J 
éSBSdSCS$QS j$3S1$K4X$ 7SFSOSS$m$$$m$JAOOUY) IWS, ¿(J 
¿$BI, MW$J$h$&$G$9$M!"BgJQJY6/$K$IJ$J$^$7$?!#¿ (J 


¿$B$^$?$3$3$G<ALd$r$9$k$+$b$7$1$I$$$N$G$=$N; «ՏՕչ (J 
¿SBShSmS7S/!*¿ (J 


ESBSGSOS*S?!1*1*3 (J 


--MESSAGE FILE 21394 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 


38html.html 


--MESSAGE FILE 21395 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 


0239html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "tako" <36395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.program.beginner 
Subject: =?1iso0-2022-jp?B?UmU6IBskOiMzI0OkTkV2JIGpIPURQJE4 9aE1 9GyhC?= 
Date: Wed, 27 May 1998 23:06:46 +0900 
Organization: PlayStation Net Yarouze 
Lines: 31 
Message-ID: <6kh74iSqmc@newsl.scei.co.jp> 
References: <01bd8622$d7933200S4af2b4cb@default> 
NNTP-Posting-Host: 133.31.173.71 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


tako¿SBSGS9 (B 
¿SBS&!1<$`!%S!%!1%S“S?S7SFSbS$S3SNOCB3jJSOS3S3SG=*SoSCSFS7S*“S&SNS+SJ!%¿ (B 
¿SB%šK%še!<%9%0%k ! <šW$GSb2?EYS+#3#DSGSN>WFMH=D35OOCB35SK; (B 
¿SB$JSjJS“S7S?S, 33SOSJFqLdSNShS&SG!%!%!%¿ (B 
¿SBSHSS$S$S&ShSj%SK%se!<%9Sr8+SFS/ŠS1Sk?MSN@GdBP?t$,8:SCSFSKkKS3SHSb; (B 
¿SB860x$NS$RSHSDSGS7$gS&S1S1SI!S (B 
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¿SB26$SJSsS+SO=i?4<TSŠJSNSGM-8zSJ2sEzSO=PMhS S;SSS, (B 
¿SB=PMh$k$3SHSJSiSKSe!<%9S,Fj9FSGS-SJS/SJSkAOSKSISJS?ŠS+¿ (B 
l¿$BNc$G$b=q$-$3$sSGS/$1S1SPNISSSN$GS$9S,!%1%1%;¿(B 

Z SB$b$AŞM$SM}A [$H$+$8$c$I$/$F26$0$3$&$7$F$k$>$_$?$$$J; (B 
¿Š$ŠB;v$G7k9=$G$9SNSG!%¿ (B 


22 EE A E er 3 one 
¿$B3]%j%4%s>pJs$K%"%/%;%9$7$FD:E@>pJs$H$+K!@~>pJs$r$_$F; (B 

2 $BH=Dj$9$k$o$1$G$9$hSM! ) S=S&STSKSH#TH#M#DSUS ! SSSKSNB8!:wS_$?$Sz (B 
¿SBSJSNSr:n$iS$SJS1S1SPS$SJSiSJS/SJSCSFCYS/SJSkSsSGS7SgS&S+!%Ss!%S!%¿ (B 


¿SB$"$H;W$C$Š?SN$SO¿ (B1¿$B%]%j%4%s$:$D: oe 
ESBSsSG$7Sg$&St+!) $= SNS [ $a$, H=Dj$O4JC1I1$K$J$k$G$7$g$&$, !$I=<($,¿ (B 
¿SB$A$i$A$i$7$^$9$7!$;¿ (BGSCOORDINATE2¿$B$, $J$sS+MFNL?)$&$iS7$SSNSG: (B 
éSBSdASCSO$SjS"SkSRSHS+$?S*SjSGHISDSN: BI87AS$r} } $D$N$, Ա1555556չ (B 
¿SB$7$SgS&S+1%S!%1% (B 
¿ $B$=$1$KGX7J$, ¿ (B1000¿$B%]%j%4%s$@$H$7$F$b; (B1000¿$B8DSN#T#M#DMQO0US9Sk¿ (B 
¿SBSG@$1$SGSbD6SaS$Ss$IS/$S5$=$&$GS9ShSM!S!%%=!<%$9$Sb9=B$BNS$S@Si$1SG;¿ (B 

¿$B2?$, SJSsSQ@QS+SoS+Si$SJS/SJSkSGS7SgS&S7!%s!%¿ (B 


ESBSHS*S!26S, 9MS (IUS/SNSOS; SSS<SSS3S1$S/SiSSSGS9!% (B 
éSBLrSKSON) SFSISSSGS7SgS&S$, SKSe! <S9SNL?SHS"SHe (Blé SBSv7nNSHBES&S3SHSG; (B 
2$B:G8eS$K>/S7$GSb3h@-2=$ 9S1SP$JI$!SH;WSCSFS*S9!%3 (B 
2SB3'SSSsSNOU8+S*BTSAS7TSFS*S9!%2 (B 


--MESSAGE FILE 21395 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
39html html 


--MESSAGE FILE 21396 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0240htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?ISO-2022-JP?B?GyRCIZMjRCRORXYkakg9RGokT j1loTXObKEI=?= 

Date: Fri, 29 May 1998 22:06:36 +0900 

Organization: PlayStation Net Yarouze 


Lines: 58 

Message-ID: <19980529220636kamon@mail.web-hyogo.or.jp> 

References: <01bd8622$d7933200S4af2b4cb@default> <6kh74iSqmc@newsl.scei.co.jp 
> 


NNTP-Posting-Host: 210.168.129.29 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESBS3SSSASO!S$2CLGSGSO! #3 (B 


3Dz SBSOSASCSFSFSb! $2 (B3D $BSGK\ 3JE*$J>WFMH=D4j$, 1,MWSJI%"%/%7%g%S8%2!<%* ՏԱՏՀՏՕ:ոչ (B 
¿SBSCS?S3SHS,SJSSSNSG!S2?SHSb8@S (ՏՄՏՏՏտՏտՇտցՏտ, ; 29MDxEY$K=q$+$; $ŞF$b$i$$$^$9; (B 
ESB! #2 (B 


2 SBSd$0$ 4%] $4%43s8%G!<% ? SHSOJLSKEVS?$ JH=DjMOSG! <3?Sr:nSkSN$, OLHLE*$S+$H; Wg (B 
¿SBSoS1$ 39182 ( (BTMD¿SBS+SiEvS?SjH=Dj$r%j%"Sk%?%$%`SG7W;;%S9SkSNSOBogJOSGS9S7!SS" (B 
¿SBSASjšas3%C%H$, SJSSSH;WSSS25918; (B 


¿SBS“S?!SEv$?$SjH=DJSN:n@.SO!VS3S5S&S951SPSSSS!WSHSSS&%S;%*%j!<SHSSS&SDSNSO¿ (B 
¿SBSJS/!SSSSmSsSJJ)]K!1S, 9MS (SiSl$*Sol#e (B 
¿S$BS?SHS ($P!$%4%k%U%2!<%* STSiCOLLSN9DDCS$d3QEYSN%G! <3?$r<g$H$7! $COLLSN<o¢ (B 


¿ŠBN`¿ (B(¿SB%U%S'%$"%&%'%$1S%iSU!$%SP%s%+!<SJ$I¿ (8) SBSd! SCOLLSHSOJLSNEVS?$jH=Dj$r1,MWS 
Տանկի (B(¿$ŠBN)LZSJSI¿ (B) gSBSrMQOUS7TS*S9SHSM! 55215547) #2SNSHS&SI3IF.%2!<%* SIS 
Հ SECOLLSN9b$5$0>0$KO1D5¢ (8 (2588 (5- Sc%iSrF'$s$G$$$k>uBV$O=|$/z (8) ¿$BSJIŞN$GCOLL$NEV$?$ 
rie =D jSOITMWSG!$% GC PPR Ո ՑԱՅԳ ՏԱՆՆ Ա eae K enn D SRS E AB 
ESBSSSKSH; WSSS*S9! #2 (B 


¢SBEv$?$ jH=Dj$0%2!<%* @-SKBg$-$/S$+S+SoSCSFS$/SkItd, SGS9SNSG!$¢ (B10¿$B$N%2!<%`$, ¿(B 
¿SBS"S1SP; (B10¿$BSNEv$?$jH=Dj$SN:n@.J)K!$,$"$C$ŠFS7$S+$kSY$S-$GS9!#$A $2183 jS"SkSK>Wz (B 
¢ SBFM$ rH= 0 cette ԱՑ S soe Bea inca $K$O15%051%US#%Cs/>e¿( (B 
$ SBSGSOEV$? SCSFSU$$SNSKH=D j>eSGSOEVS ?SCSFSSSkz ( (B(¿$B3JF.%S2!<%`$GEj$25; SNSHS-SKz (B 
¿SBAj<j$r5[$$9-$s$GEj$2$k$h$&$K;WS$S (Sk= s 6: (B) ¿$B!$5U$K%0%i%U%#%C%/>e$G$OEv¿ (B 
S SBS? SCSFS$SKSNŠKH= =Dj>e$SG$OEv$?$C$FSJS$SS¿ (B (¿$B%7% 56! <3FS #253082! <3" $G<+5!SNH=Dj¢ (B 


Net Yaroze newsgroups message dump.txt Page 14344 


¿SBSr4ESaSK:nSCSFSSSkSHS-SJSI¿ (B) ¿SBSH$S$SS&ShS&SJS&%=ŠSbI,MWSGS9!#¿ (B 
é$BS$°$?!$%7%_%e%1!<%?!<SIST$r:nSkSN$GSISS$8B$ j!SLIL) 5771: ; SOI, MWSISSSG$9¢ (B 
é$BS7! $=hM} SNTIC4SKSI$ j$°S9S+$i | SSCS—SkS@S1EV$ 2S JH=DjSO4IC1ISIS [$&$, 955SSH¿ (B 
ESB; WSSS*S9!#8D?ME*SKSO%2!<%° SNSWSMS0Si% ' ԱՐՈՐ a 515`ՏՕԼՏՏՀչ (B 
éSBS1$C$]$/8+$; Sk$+!WS$,Bg; vS@SH;WS$$*S9l#e (B 


"tako" <j36395069@ed.noda.sut.ac.jp> wrote: 
>¢ SBS"SH; WSC$?SNSOz (Bl $SB$]%3%4%s$:$D:BI87OSrMO0US75SJ$1$S1SP$JSiSJSS; (B 
>¿SBSsSGS7S$SgS&S+!)¿ (B 


¿SBS$S(!$S#1%*SV%$8%S'%/SHŠK#1$SDSN:BI87O!SSGS9SM!#S]%3j%4Ss?t$H:BI87OSN?tSO;¿ (B 
¿S$BD>@N$KSO4X78$"$jS $;ŠSs!# (B 


>¿$BS$S=SN$[S$S&S,H=DJjSO4JC1SK$ŠJSkSG$7SgS&$, !$I=<($, ¿(B 
>z $B$A$iİ$A$i$7$^$9$7!$; (BGSCOORDINATE2; $B$, $J$s$+MFNL?) 5 ee 
>¿SBSdSCSQOSjJS"SkSRSHS+S?$S*SjSG#1SDSN: BI87ASr; }SDSNS,NISS$sS$Gz (B 
>¿SBS7SgS&S+!%!%S!%¿ (B 


GPU¿$B$SN%$]%jJ%4%s$NIA2h$b;-4V$r6t$$$2$9S,!$; (BGTEZ SBSN:BI870SN7W; ; =hM} $b; ~4VSrz (B 
ESB6tS$$*S9SNSG!$; HMOQS9$k:BI870$SbSISk$Y$/>/SIS$$ [$&S, SS$$$GS9SM! #2 (B 


éSBD>@\4X78STSSOCSGS9S, !$$3$3$N%5!<%P$, =*N; S9SkKSHSSS&S3SHSG!$¢ (BPlayStation 

¢ SBSWSmS0Si%_%s%0¢ (BO&A¿ SBMOSN¿ (BBBS¿ SBSrKMS$N%Z!<%8S$G3+S/M=Dj$GS9!#: #$*SGSK%e! <$9SG< 
Az (B 
¿SBLdS7SF$SS2S3SHSr!S>1= jJSrJQŠ (SFKMSNS%Z!<S8SN¿ (BBBS: SBSG=q$SSFSbSiS ( ce We (B 
ESBSCSFSS$*S9!#3+@_SN: ] S$KSO!$$_SJI$5$s$N%j%s%/SH=q$—- 9- $_SrSh$m$7$/$*44S$$7¢ 
ESBS*S9! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


--MESSAGE FILE 21396 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
40html html 


--MESSAGE FILE 21397 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0241html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?IS0-2022-JP?B?GyRCIzMjRCRORXYkakg 9RGOkT j 1oTXObKEI=?= 

Date: 30 May 1998 09:38:21 GMT 

Organization: IIJ4u user 

Lines: 51 

Message-ID: <6kok2dS$6b9@newsl1.scei.co.jp> 

References: <01bd8622$d7933200S4af2b4cb@default> <6kh74iSqmc@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.72.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Milk 1.0-alpha6/JDK1.1.6+Swing1.0.2 


¿SB?";3$G$9!#¿ (B 


In article <6kh74iSqmc@newsl.scei.co.jp> 
"tako" <j36395069@ed.noda.sut.ac.jp> writes: 


> ¢SBS&!<S* !%!%!1%8S*S?S7SFSbS3SNOCBj$0$3$3S$G=*SoSCSFS7S*SESNS+SI!%3 (B 


éSB$3$3!"SHSSSE&SNS, SIS3SISNS+FESGS9S, !"S=S1SOCVSSSFS*SSSF! #2 (B 


{ SBLSMj 2M$5$s$N$+$+$1$?5e$GH=D5$9$kI}K!$O!"4pK\E*SJOMS ( Աա (8 
2SB>OS$K%S 4! <% 1 SISVSKSTSDSNSASH; ԱՏԵՏԱՏՇՏ9Տ, !"22$4S%S: SSSNSGS7Sg$ES+!) 3 (B 


2D ¢-SBSG$b!"<B:]$KI=< ($5$1$k3 (SHSOJLSK>WFMH=D jMQSNHOOOSr; )ՏՇՏԲՏՏՏՉչ (B 
2$BS4$78* SOST! #2 (B 


éSBSbSAS$mSs ! "MOESSKSHSCSFSOJLSNI}K!$r:NSiSTS1S1SPSISiSTSSSGS7Sg$&S,!"zZ (B 
¿SB4pKNSOS"S1SGSSSSSH;WS&SNSGS9S, ! #2 (B 
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ee ՅԱՐ ee eae 
¿$ŠB%]%3j%4%Ss>pJsSK%"%S/%;%9S7SFD:FE@>pJsS$SH$+K!@—->pJs$r$S_SF¿ (B 

¿SBH=DjS$S9S$Sk$So$1$G$9$h$M!)$=$&$JŠSkŠH#T#M#DSUS!SSSkSN8!:wS_S?2S$SS¿ (B 
¿SBSJSNSr:nSiSJS1S1SPSJSiSJS/SJSCSFCYS/SJSkSsSGS7SgS&S+!%!%!%¿ (B 


V V V V 


¿SBSJSK$Sb<B:]$SN=hM)Cf$K¿ (B TMD¿$B"*I, MW$J%G!<%?$H$$$&JQ49$r$d$i$J$/$F$b$$; (B 
¿SBSS5SSOS7S“S9!#<B9T3+;O; ~SKSASCSFS7S*S&S+!"SbS7S/SOS"SiS+$8Saz (B(¿SB%S*¿ (B 
¿SB%$V%$8%S'%$/%SH:n@.;—Š$K¿ (B) ¿SB$S=S$N$F$N>pJs$r=8$a$SF%$G!<%?$H$7$F;)SCS$SFS*S/SH!#¿ (B 


¿SBSbSASmSsJ#; ($IS*SVS8S'S/SHSKBPS7TSFH#LLL#ELLLS*$8$a$K>WFMH=Dj4$9$1$P2 (B 
¿SBS=S$1S$SJS3jSN; “AVSo2) S&SH;WSSS“S9!#S7S+S71"S=S$3S“$SGS7SJS1S1SPSJSiSJ¿ (B 
¿SBSS>u67SHSSS&SNSOHs>oSKS$*$1SJSNSGSOSJSSS+TSH!# (B 


> ¿SB$"S$SH;W$CS$S?SN$O¿ (B1¿$B3%]%j%4%s$:$D:BI870$rMQ0U$7$J$1$1$P$J$i$J$$; (B 
¿$BSs$G$7$9g$&$+!) $=$N$[$&$, H=Dj$O4JC1$K$J$k$G$7$g$&$, !$SI=<(S$,¿ (B 
éSBSASISASiS7$*S9S7!$¢ (B 


v 


v 


¿SBSASiSASiS9SkSNSO4X78SJSSSNSGSO!) ¿ (B 


> 2SBS=$1SKGX7J$, 2 (B1000¿$B%]%j%4%s$@SHS7SFSb;¿ (B1000¿$B8DSN#T#M#DMO0US9Sk¿ (B 
> ¿SBS$S@S$1SGSbD6ŠSaSsSIS/S5$=S&SGS9ShSM!%S!%¿ (B 


¿ŠSB#1%1%3j%4%s¿ (B(gSBH1LLz (B) g$B! a#13*SVS8%'%/SHSKS9SkKI, MWSOSTSS$GS9! #3 (B 


¢ SBSASgGSCSHLS?'S, 0c$$$*S9S, !";dSNz (B Web :SBSNJ}$G!">2LL$r:BI8%G!<%?$+Sig (B 

TMD z:SB$r@8@.$7!"F1$8:BI8%G!<%?SGz (B(¢$B9IbS5SN$_SNz (B) ¢$B>WFMH=Dj$7$FSSS$k%W3m%0¢ (B 
ESBSiS $,S"SIS*SO! #3 (B 
# ~SB2<SNS [S&SKIUSISFS"SkS*S*S1! #3 (B 


¿SB?";3¿ (B ¿SB8g;J¿ (BS ;SBFfS$SN@8J*0&9%2H;¿ (B 

http://wwwl.scei.co.jp/-ekb01823/ 

http://www.ss.iij4u.or.jp/-mocona/ 

--MESSAGE FILE 21397 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
4ihtml.html 


--MESSAGE FILE 21398 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0242html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Tomonori Morita <moritaQunlimited.co.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?iso-2022-jp?B?GyRCIzZMjRCRORXYkakg9RGokT j1loTXObKEo=?= 

Date: Sat, 30 May 1998 20:20:22 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 27 

Message-ID: <356FEB76.2A2C@unlimited.co.jp> 

References: <01bd8622$d7933200S4af2b4cb@default> <6kh74iSqmc@newsl.scei.co.jp> 
Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 210.145.99.229 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


2$B? 9EDSH?=S7$*S9! #3 (J 


tako wrote: 

> ¢~SBSGSbSb$7!SH=DjIMOSKILS% oe ee 
> ¢$B%3]%jS4S3s>pIs$K%"%S/%;S9STSFD:E@>pJsSHS$+K! @~>pJsSr$_SF3 (J 

> ¢~SBH= =p 4$9$k$0$15G$9ShSM! ) ) S=S&STSKSH#T#HM#DSUS! SSSKSN8! :wS_S?SS¢ (J 

> ¢~SBSISNSr:nSiSJS1S1SPSISiSJS/SISCSFCYS/SISkKSSSGS7TSgS&SH!1S!IS!SE(T 


ESB7K2ZLS+$i8@SCSEF!I"S3SN7W; ; $O!"$+$I$ jBg3] $+$ jISTSDSNSKSISKSH; WSS$*S9l#e (J 


ԿԱՏԱ ՏՆ ՏՆՏ Մ 
¿SB#AKNS9Sk$SoS1SGS9Sh$SM!#S2AS?2%—-%$c%i$,$S*8_ SS#1S]%jJ%4%SsS$SG:QS$SsSGSSSk$SoS1S8Sc$J¿ (J 

¢ SBSSSNSG!"3-3cSiF1;NSNH=D4$G%]%j%4%sF1;NSNH= cee HS&SHSISKSHESJ} $bSJSS$?t; zz (J 
ESBSKSISKS$3SHSO!"<+L@SGS9! #2 (J 

ESB!ItA4VOcSCSFSSS?SiS9S_S$*S;SsSGS9! #2 (Մ(՞՞չ) 


¿$B$5$i$K$O!"L5Mj?M$5$s$N=q$+$1$?75e$NH=Dj$d2CLg$5$s$N6k7A$NH=Dj$H$"$^$jJQ$o; (J 
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ESBSiSTS+SCS?7S5S9SKSNS, !"8=<B$GS9!#:#SN#P#SSGSNSYS9SH$SJJ)K!$O!"$d$OS3j5e$+D9;¿ (J 
ESBI}BNS@SH;WSSS*S9!#3 (J 


¿$B$#$"1">eSNJ)K!$O!"%—-%c%$iF1;NSŠSNEv$?$jH=D3j$G$95S, !"3*SCSWBPSKSJSk>19g$O!"Sdz 
¿SBSOSjJ%SF!<%V%SkSr;)SDSNS, !"SSSSSH;WSSS*°S9! #B>SKShHSSI}K!S,S$"SkS$+SbS7$1$%$; eG 
ESBSIST!"S"SCS?Si65S (SFS/S@S5SSSM! #3 (J 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 21398 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
42html html 


--MESSAGE FILE 21399 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0243html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?1S0-2022-JP?B?GyRCIzMjRCRORXYkakg 9RGOkT j 1loTXObKEI=?= 

Date: 30 May 1998 12:14:53 GMT 

Organization: IIJ4u user 

Lines: 24 

Message-ID: <6kot7tS$6kc@newsl.scei.co.jp> 

References: <01bd8622$d7933200S4af2b4cb@default> <6kh74iSqmc@newsl.scei.co.jp> <1998 
0529220636kamon@mail.web-hyogo.or.jp> 

NNTP-Posting-Host: 210.130.72.21 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Milk 1.0-alpha6/JDK1.1.6+Swingl.0.2 


In article <19980529220636kamon@mail.web-hyogo.or.jp> 
kamon@mail.web-hyogo.or.jp (Taro Kamon) writes: 


> Se ԱՆԱ Reg 8 Ra Ն ՆՈՆ 

> 2 S$BSWsm%0%i%_%s%0z (BO&A¿ SBMOSN; (BBBS¢ S$BSrKMSN%Z!<%8$G3+S/M=DjSGS9!#:#S*SG%K%e!<%9S 
G<A¿ (B 
> eto ee ee 
> eSBSCSFSS$*S9!#3+@_SN:]$KSO!$$_SJIS$5$s$N%j%S%/SH=q$—-9~$_SrSh$m$7$/$*4j$$S7¢ (B 

> eSBS*S9! #2 (Բ 


ESBSIS$s$t+J, 6K2=$, ?J$sS$GSSS*S9SMI!#¿ (B 


playstation.ny.program.event ¢$BSNJ}$GS09u%G%#%9%/2=4XO"SN; (B BBS ore 
ESBS, =PSFS*S$7$?$7!#; dSNJ} SOSHSSS&SH!"z (BYaroze-ML ¿S$BS$SKS$S3$SNS"SS$@;22C$7%?¿; 
2 SBS 4$7SF8* $9$7!#¿ (B 


ww 


o ork ce E GY D U E 
ESBSISSS+SH! #2 (B 

# ¿$B5U$K!"$=$N?M$N%+%i!<$K9g$&>l=j$K;22C$G$-$k$h$&$K$J$k$+$i$$$$$+; (B 
#ESBSOSTS1SIS$$, !Dz (B 


¿$B?";3¿ (B ¿SB8g;J¿ (BS SBFfSN@8J*0&9%2HR;¿ (B 

http://wwwl.scei.co.jp/-ekb01823/ 

http://www.ss.iij4u.or.jp/-mocona/ 

--MESSAGE FILE 21399 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
43html.html 


--MESSAGE FILE 21400 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0244html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "tako" < 36395069@ed.noda.sut.ac.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: =?iso0-2022-jp?B?UmU6IBskOiMzI0OkTkKV2IGpIPURQJE4 9aE1 9GyhC ?= 

Date: Sun, 31 May 1998 00:08:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 102 

Message-ID: <6kp7s3$718@newsl.scei.co.jp> 

References: <01bd8622$d7933200S4af2b4cb@default> <6kh74iSqmc@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.85 
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Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


tako¿SBSGS$S91%S?S/S5SsSN?MSK2sEzSSS?S@S-S"SjS, SHS&S4S6S$S*°S$7$27!1%¢ (B 
¿S$SBSASg$C$HD9$S$G$9!%S¿ (B 


Taro Kamon wrote in message <19980529220636kamon@mail.web-hyogo.or.jp>... 

> ¿SBS535sSASO!S2CLg3GS91#¿ (B 

> ¿SBSdSOSjJ%S]%jJS4%s%SG!<%?SHSOJLSKEv$?SjH=DjMQSG!<%?S$Sr:nSkSNS, OLHLE*S+SH; Wg (B 
>¿SBSoS1S 39182 ( (BTMD; $B$+SiEv$?S jH= Gee 5 5 pte or ee Cae 

>¿SBS“Sj%sa%sj%C%HS, SJ$SSH; WSSS*S9!#e 

> ¿SBS%“S?!SEvS?SjH=DjSN:n@. so! vsasagaqiepsssgiwsnssset; + SI!<SHSSSESDSNSOZ (B 

>¿SBSJS/!SSSSm$SsSJJ)K!S, ՉԱՏ (SiS1$*S9!#z (B 

> ¢$BS*°S?!$%7%_%e%1!<%?!<STSTSr:nSkSNSGSJISS8BSj4!SLIL) 5771: ; SOl,MWSISSSGS9; (B 

>¿$BS$S7!S=hM)SNIiC4SKSJS3jS S9S+S1i!1SSGS- SkS$S@S1EvS?SjH=DjJ$O4JC1ŠJS[S&S, n: 

>¿SB;WSSS*S9!#8D?ME*SKSOS2!<%` SN%SW%m%0%iS%` I een ee 0%1%°SG!SS=¢ 

>£SBS$1$C$]$/8+$; $k$+!WS, Bg; vS@SH;WS$$*$9!#z (B 


2SB>\S7SS@DLES"S 5S, SHSES4ASO$S$*$9! S9S45/$ 2$aSKSI$ j$*$7$21% 
ESBSASOS j<+J, SN%$2!<%` SKS"SCS?H=DjSrS9SkSNS, ԱԱ noon S í 2352; 


> ela pre Os os ՏԱՆԿ BI870! SS$GS9SM! #3] $43%4%s?tSH:BI87OSN?t$0O¢ (B 
>zSBD>@\SKSO4X785"S458%S;Ss! #2 (B 


ESBSSSd!S$ (!<SH=q$—-J}$,0-$+SCS?SNS+SISH;WSS$*S9S, !S#13*3VS8%S'S/SHSKz (B 
£SBH1:BI87O0SHSSSESNSOCNSCSFS*S9S, !SNcS (SPSGS3S\S3SNCO7TASr#1LS*3VS8%'%/SHe (B 
¢ SBSHS$7SF:BI870$r; }$2$; SkSHS=$N: BI870$+SiSN>pJs$@S1SGS$OEVS jH=Dj¢ (B 
¢SB=PMh$*$; S$sShSM!) C£?4$+SiS=SNSG$35$\S3LLS*SGSN5wN%$, A4ItO0cS&SNSG!%2 (B 
ESBSG!$#1%]%5%4%s2 (B(zSBSH8@S&$h$ jF1S$ 8 5wN%S$GH=D j$G$-S$k%]%j%4%sSN2tz (B)¿$B$:$D¿ (B 
2SB: BI870$rMOOUS T P : B18 70SN%O%1 $a | <39SCH=D }$9$1SPILSNSG! <326rMQ0U2 (B 
ESBS7SIS/SFSSSSS+SbSH;WSCS?SbSNSG!%z (B 


> n 65 O 5!<%P$,=*N; S9SKSHSSS&S3SHSG!$¢ (BPlayStation 

> 2 SBSWSm%0%i%_%S%0z (BO&A¿ SBMOSN; (BBBS; SBSrKMSN3Z ! <38$G3+$/M=DjSGS9!#:#S*SG%K%eE!<%9SG 
<A¿ (B 
>; SBLdS75FSSS2S3SHSr!S>1=jSrJOS (SFKMSNSZ!<%8SNz (BBBS¿SBSG=q5SSFSDSiS (S1SP!SSH;We (B 
>¿SBSCSFSSS“S9!#3+@_SN:]SKSO!SS_SJS5SsSN%j%s%S/SH=q$S-9-$_SrShš$SmS7S/S*4jSSS7¿ (B 
>¿$SBS“S9!#; (B 


¿SBS"1SS"SjJS, SH$S&S4S6SS$SS*S9!%26Sb%sK%e!<%9=*N;8eSOSIS&SJSkSNS+SJS!SH¿ (B 
¿SB;WSCSFS?SsSGS9S, #M#LS@SHS a!<%k$H$7$FA40wSK6/8) E*SKAwSiSlSFS7S ewe 
¿SBSNSGSASgSCSH=qS-SESiS+SCS?SsSGS9Sh!%S= ԱՆՐԻ p 5 

¿ $B=q$-$3$a$k$H; WS&SNSGMxMOQ$5$; ՏԲՏթՏ1555՞Տ9չ (B(^^; 


UEYAMA Satoshi wrote in message <6kok2d$6b9@news1.scei.co.jp>... 
>¿SB?";3SGS9!#¿ (B 

>¿ ŞBLSMJ?M$5$S$N$+$+$1$?5e$GH= =Dj$9$kJ}K!$O!"4pK\E*$J9M$ (J}$H$7$F$OHs¿ (8 
>¢SB>o$K%4j!<%3:SISVSkSTSDSNS@SH; WSE&ESNSGS9S, !"225+S*S:SSSNSGS7SgS&S$+!) 


ee 
éESBSdSjI}STSTSrS—-SSSF8=<BSKSISNShS&SJII}K!S$,2DG= SISNS+S9SYSFe¢ (B 
ESBCNSCSFS*S-S?SSSISH;WSSS% 2. 36S=S1SKSb$7$+$7$?$i%] SjS4sF1;NSNz (B 
¢éSBH=DjSJSISNFQEYSN9bSS; vSr<B: ] SKSASCSFSSSk?MS, =qS-— S583 s nons ea; 08 
2 SBSH; W$C$?$0$1$G$9!%; (B 


>> z¢SBS"SH;WSCS?SNSO; (Bl ¿$B%S$]%3j%4%s$:SD:BI87OSrMOO0US7SJS1S1SPSJSiSJSS¿ (B 
>> gSBSsS$GS7$g$ES$+!) S=SNS [$5$,H=DjJSO4TC1ISKSISkKSGS7SgS$&S, !SI=<(S,¿ (B 

>> ¿$B$A$i$A$i$7$^$9$7!$¿ (B 

> 

> SBSASiSASiS9SKSNSO4X78SISSSNSGSO!) չ (B 


¿i $B$ (!<SH!SFIS8E@Sr6&M-S7SISS%]%j%4S3sSri=< ($5$; SkSHSDSJIS .L\SNSHS3SmS$G; (8 
ESBSIS&STSFSDSASISASISTS*% j աաա Ն ԱՆՐ Ե ՏեՏՄՏՏ Հ (B 
ESBSGS7Sg$&S, !SO0CSE&S*SVS8S'S/SHSKSTSFI=< ($5$; SkSH3N<BSKSASiSASiS9SkSH; (B 
£$B;WS$$*S9!%3SDS%S$4;M3Q7A#2SDS rE@#68DSGI=< ($9Sk>19gSH#4E@SN; M3Q7Az (B 
ee es ee ԱԱ 
ESBSH8@S&S3SHSGS9!% 

s ar A ]%$3%$4%Ss$:$SD@G8@.$7SFL58BJ?LLSK$S9SkShS&SJO (B 


Net Yaroze newsgroups message dump.txt Page 14348 


ESBS5SSSWSkS, $?$/S5SsS"SkSH;WSE&SSSGS9S, ` O Ga S7S?!% 
¿SB#SH#C#FE#ASNS5%s%SW%kSbS$S=S$S&8@S&SNS,B?S+SCS?SGS9¿ 


>z SBSASGSCSHLS?'S, 0c$$$^$9$, !";dSNz (B Web ¢SBSNJ}$G!">2LLS$r:BI8%G!<%?S+Siz (B 

>TMD 2SBSre@se. S7T!"F1S8: — eee eZee eae Ne ԱԱ ՆԱՅ 
>¿S$SB%i%$`$,S"SjS%S9!#; (B 

># z2SB2<SNS [S&SKIUSISFS"SkS*S*S1!#¢ (B 


¿SB#T#M#DSrMO0US7SJSSSG%*W%m%0%i%`CfSGG@8G@G. fo, (B 
¿SBSASgSCSH6=L#S"SKSNSG8+$5S;SFSSS?S@S-S*S9!% 


Tomonori Morita wrote in message <356FEB76.2A2C@unlimited.co.jp>... 
>¿$B?9EDSH?=S$7S S9!#¿ (B 
>¢SBS5SiSKSO!"L5Mj?MS5SsSN=q$+$15?5eSNH=Dj$Sd2CLgS5S$sSN6k7ASNH=DjSHS"S*SjIQSO;¢ (B 
>2¿SBSiSJS+SCS?SjJS9SkSNS, ! "'8=<BSGS9!#:#SN#P#SSGSNSYS9SHSJJ)K!SO!"SdSOSj5eS+D9; (B 
>¿SBJ)BNS@SH;WSSS S9!# (B 
> 
>¢SBS*S"!">eSNT}K!$O!"%-ScSiF1; NSNEV$?$ JH=DjSG$9$, !"3*°SCSWBPSKSJS$k>19g$0O! "54 (1 
>ZSBSOS SF !<sVSk$r; }SDSNS, !"SSSSSH;WSS$*S9!#B>SKShS$I}K!S,$"Sk$+Sb$7$1$%S;$sz (B 
>éESBS1SI!"S$"S$CS$?S$i65S (SFS/S@S5SSSM! փ: (B 


թ 


2 SBSASO$4SF !<%VSkSGMQOUS 9SkSN$, OLHLE*SISs$G$9SM! 3SGSbJ#; (SICOTASN>19g!$$ [SH$s$Iz (B 
2 SBETHM#D3G !| <3? SNBg$-S5SHF1S8$/SiSSSNSG! <%?SKSISCSFS7$*S$&$H; W$&$Sľ$G$9$, 15չ (B 
ESBS?SHS (SP<PSa>2$,S5"SkKSHS—-SJSISOD: E@KhSK9DS5%G! <S?SrMQOUS7SFS=S1$G: #SSSkLLSN3z (B 
2SBS"SKOLCVSN9bDS5$r7W; ; $7SFS$$/SH; WS&SsSG$9$, 7k 9=KDBGSINLSKSJIS$ 5$*S$9ShSM! $2 (B 
£SBCO7AS] $j %4%S%U% ! B$SkS+S$i 9S5%G! <B?Sr :n$CSF$/$1$k$h$&SIBD! <Bk$, $*$=$1$/z (B 
2$BS2!<%* 2q<RSHS+$G: nSiS1$FSk$HSO; WS&SNSG$9S, <j :n6HSGSOSASGSCSHSDSiSS$GS9SM!%3 (B 
¿SB!t:#265, — s ԱԱ S ae ՏՆ Ն 


ESBS S1SKS"Sk¢ (B ՀՏՔՏԵ9ԵՏ5Տ, #1SDSISiNISSSGS9S, T#?tS"SkKSHS-SIS&SISKSNS+2?SFS3SHz ( 
a PSFS-—S*S9S7S=SNOLCVSK8GM-SN%G!<%?¢ (B (¿SBS3S3S+SiSOHtS$SS9_SjSiSlSkS+Eyc¿ (B)¿$B$b$ 
NESS (B 


¿SBS9ShSMS'1S1%S;-4VS5S (S+S1S1SP=PMhSkSNS+SbS7S1S2S;SsS, 154 ( 


ESBS9SSS*S; $s! $SSSm$SSmb6rCT$_$?S$S$SIS3SHS+SSSFS7S*SCSF3z (B 
2 SBSGSb$?$/S5SsSN?MSK2SEz$$$?S@S1SFK\EVSK46<US7SFS*$9!%3 (B 
ESBS=$1$G$S0!%¢ (B 


--MESSAGE FILE 21400 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
44html html 


--MESSAGE FILE 21401 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0245html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: Re: =?I1S0-2022-JP?B?GyRCIzMjRCRORXYkakg 9RGOkT j loTXObKEI=?= 

Date: 1 Jun 1998 13:01:20 GMT 

Organization: IIJ4u user 

Lines: 55 

Message-ID: <6ku8n0Sd42@newsl.scei.co.jp> 

References: <01bd8622$d7933200S$4af2b4cb@default> <6kh74iSqmc@newsl.scei.co.jp> <6kp7 
$3$718@news1.scei.co. յք» 

NNTP-Posting-Host: 210.130.72.28 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Milk 1.0-alpha6/JDK1.1.6+Swingl.0.2 


ՀՏ82":3Տ56Տ591 8. (B 


In article <6kp7s3$718@newsl.scei.co.jp> 
"tako" <j36395069@ed.noda.sut.ac.jp> writes: 


> ¿SBSSS(!SS=S&SGS$SOSJS/!SS3SN:]S@S+SiSSSmSSSmSJ?MSNOU8+SH8QS&S+¿ (B 
> ¿SB$d$jJ)$JSISrS-S$SF8=<BS$KŠISNShS&SJJ)K!S,2DG=$J$N$+$9SYSF¿ (B 
> ¿SBCNSC$SFS*S-S?$SSSJSH;WSSS“S7SF!%¿ (B 


¿SBSJSkS[SI!#N;2rS7S S7S?!#¿ (B 


>>¿SBSASiSASiS9SkSNSO4X78SJSSSNSGSO!) ¿ (B 
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> 
> ¿SBS (!<$H!SF1LS8E@S$r6&M-$7$I$$%] 3534 
> ¿SBSIS&S7SFSDSASiSASiS7S s 


%s$rI=<($5;SKkSŠHSDSJS.LNSNSHS3SmSG; (B 
(B 


ESBSISKS[ST! #2 (B 


> ¿SBShS$/S"SkNcS$SGSO>2Sr#l%S]%j%4%SsS:SD@8@.S7SFL58BJ?LLSKS9SkShS&SJ;¿ (B 
> ¿SB%5%s%W%kš$,S?%$/S5$Ss$"SkSH;WS&SsS$SGS9S,SIS1SbSASiSDSSSFS AS7S?!S¿ (B 


¿$B40A4$K2sHr$9$k$N$OL5M}$+$b$7$1$^$; $s$, !"SH$jS$S"$ ($:LL$r>/$7=ESMSk; (B 
¿SBS$Sh$&$SKG[CV$9$Sk$H$+!D$=$&$7$J$SSSH!"7W;;8m:9$KS$Sh$j¿ (B(?)¿$BLL4V$G7d4V$, ¿ (B 
¿SB$SGS$S-$?$j$7$2$9$7!#¿ (B 


> ¿SB#T#M#DSrMQO0US7SJSSSG%SW%$m%0%Si%`CfSG@8@.S9SkSsSGS9S+!)¿ (B 


¢ SBS=$&SG$9!#>2LLSOS 9SYSFA8R.S7SFSS$*%S9! #3 (B 
# ¿SBC1$JSk;O03Q7ASN=89g$G595,!D; (B 


> ¿SBCO7A%]%j%4%s%*U%!%$S%kš+$Si9b$5%sG!<%?$r:n$C$FS/$S1Sk$hS&$J%$D!<%k$,$*S=91S/¿(B 
> ¿S$SB%2!<%`2q<RSHS+SG:nSiSl1SFSkSHSO;WS&SNSGS95S,<j:n6HSGSOSASgSCSHSDSiSSSGS9SM!S¿ (B 


¿SB@8@.SGS-SkS$S3SHS+SiSoS+SkSHS*Sj!"¿ (BTMD ¿SBSOJ#; (SJSG!<%?$SGSOS"S3jS*S;Ss!# (B 
¿S$B4JC1SKD:EQSG!<%?$r0z$-=P$;$ S9Sh!#;¿ (B 

# ¿SBSH$SSS&S+!"¿ (BTMD ¿SBS$SKSOS=$b$=$bD:EQ@SG!<%?¿ (B(¿$BB>¿ (B)¿$B$,F~$C$F$$$k$s$@$IŞ$I! 
# (B 


> ¿SBS=$S1SKS"Sk¿ (B(X, Z); SBSK9b$5S, #1SDSISiNISSSGS9S, J#?tS"SkSHS—-SIS&S9ISKSNS+2?SFS3SH 
¿ (B 


> չՏ8ՏԵ-ՔՏԲՏ-Տ՞5957: (B 


¿SBH=Dj$9$k:BI8$, LLSNI=B&SK$"$ 3! "S=SNC£ESGOLHV6aSSLL! "SHS$$&H=DjSKS$Jz (B 
¿SBSkS+SJ!)¿ (B 


> ¿S$BS=$NOLCV$K8GM-S$N%$G!<%?¿(B(¿$B$3S3S+$iSOHt$S9_Sj$iSlSk$+Ey; (B)  SBSb$"$jS ¿ ( 
> չՏ5859Տիտիտ' 12192 (B 


¿SBSIS&SSS&>u67SJSNS+SoS+S3S S; SsS, ¿(B (¿SB%$0%i%s%G%#%"$oCN$i$JS$SS; (B) $B! "obDc:9¿ (B 
ESBS, $"SkDxEY0J>e$J$iIT2DSHS$$&H=Dj$J$iSP!"ONVFOA0$HONFO8eSN9bS5$+$i;(B 
¿ $BH=DJ$G$-$^$9! #2 (B 


$B ?"; 3; (B ¿$B8g; Jz (Bš ¿SBFfSN08J*0&9%2H; (B 
http: fen scei.co.jp/~ekb01823/ 
http://www.ss.iij4u.or.jp/~mocona/ 
--MESSAGE FILE 21401 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
45html.html 


--MESSAGE FILE 21402 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0246htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.beginner 

Subject: PSX DEV Q&A BBS =?1S0O-2022-JP?B?GyRCJSohPCVXJXMhKhsoQg==?= 
Date: Fri, 05 Jun 1998 23:36:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <19980605233625kamon@mail.web-hyogo.or.jp> 
NNTP-Posting-Host: 210.168.129.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


ESBS3SsSSASO!S$2CLGSGS9! #2 (B 


2 SBKMSN%Z !<%8S$Kz (BPlayStationz$B3+H/2 (BO&A¿ SBMOSN¿ (BBBS2$B!$2 (B 
"PSX DEV Q&A BBS";SBS,%*!<SWSsS7S*S7S2! #3 ( 
ESB%K%e!<S9SGSNz (BQ&A¿ SBSNBeSOS4jSKSIS1SPSH; W$$$^$9!#¿ (B 


w 


ESBSIS&S>Sh$m$7$/!#z (B 


http://www.age.ne.jp/x/kamon/ 
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kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21402 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
46html html 


--MESSAGE FILE 21403 START: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/0000 
0247html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takagi" <first@ayanami.club.or.jp> 

Newsgroups: playstation.ny.program.beginner 

Subject: ¿SB#S#E#QSN1iAUSKSŠDSSSF¿ (J 

Date: 2 Jul 1998 14:08:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <0Olbda5c1$b04ab880$17ela0d2@default> 
NNTP-Posting-Host: 210.160.225.23 

X-Newsreader: Microsoft Internet News 4.70.1155 


¢ SBES#E#Q1 1AUSNSWSmS0%1i% > SrAHSSS@SNSGS9S, ¢ (J 


¿SB#S#E#O%G!<%?$, BESSSHSS$S&%a%C%; !<%8$, ՏՕՏԻՀ (J 


£$B2;32Z$,1iAUS5$1$:SK!IIST!<!ISHSSS&2 (J 
¿SB9b$S$2;S,LDSjJS S9¿ (J 
¿SBSISJS?$S+J,S+SkJ)65$S (SFS/S@S5$$¢ (J 
ESBS*$?SQ%CSISNFDMF SbSE&S*S/S$$-S$*°S;$s¢ (J 
¿S$SBS[$+$N%$5%s%W%k%W%m%0%i%`$GSO;¿ (J 


¿SBS-SASsSHSJSCSFSSSkSDSDSNSJSNSG;¿ (J 


¿SB%SW%m%0%Si%`$,0-S$S$SH$O;WS (SIUSSSNSG$9$,¢ (J 


Takagi HomePage : http://www2.nsknet.or.jp/~fantom 
E-mail : first@ayanami.club.or.jp 


--MESSAGE FILE 21403 END: net-yaroze-usenet/00000003-SCEI/ny/program/beginner/000002 
47html.html 


E AE AE AE FE RHEE HEE HEH 
E AE AE E FE AE AE AE AE FE FE FE THE 


a EE EERE EH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/environment 
——HHREEEEE EHH EHH 


--MESSAGE FILE 21404 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "¢SBSOS*S-SA; (J" <hama@ra2.so-net.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: WinNT 4.0z;SBBP1~$GS-SJSSSG$9S+SM3 (J 

Date: 5 Apr 1997 12:02:52 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01bc41b8$8c580d60$d39b84d2@hamara2> 
NNTP-Posting-Host: 210.132.155.211 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSISb!"SOS*S$-SASGS9!#e (J 


¿$B:G6a!J$H$$$&$h$j$b!":G=i$+$i!K;W$&$N$G$9$, !"3+H/4D6-SHS7SFz (JWindowsNT; $BBP1~$7$F 
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--MESSAGE FILE 2263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000966 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: RUA NeGcon or mouse owner? 

Date: Wed, 20 May 1998 19:01:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35631A7E.4B65@saqnet.co.uk> 

References: <355FQ00BE.7B7F@writeme.com> <3562B5BB.289E@writeme.com> 
Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at14-041.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


James Rutherford wrote: 
> [mmm, and Nick, you're a bit closer to home - might take you up on that 
> offer ;)] 


Down boy! 
Nick 


PS Where did you disappear to after the psych presentations..? I saw you 

slope off! 

PPS Sorry to post this personal banter to y'all, but J never seems to 

check his email these days :) 

-—-MESSAGE FILE 2263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00966 


—-MESSAGE FILE 2264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000967 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 

Date: Wed, 20 May 1998 11:13:50 -0700 

Organization: Cisco Systems 

Lines: 20 

Message-ID: <35631D5E.F1A992FF@netmagic.net> 

References: <3563024f.859426@www.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Robert Swan wrote: 

owing to the fact I can't afford the phone bills, I wont be spending 
time putting stuff on the newsgroups, you'll be relieved to hear. I 
will still respond through email though and announce new demos on 
here. 


VV NV V V V 


At least until I get some money from somewhere :) 


May you create some bad-ass game and sell the rights to it. P 
Perhaps you could join one of the mailling lists just to stay "in 
the loop". 


> Sorry, but this is soooo expensive! 


Tell me about it. Between computers, Yaroze, anime (^_^), and the 
housing prices in San Francisco bay area, I've not got much left... :( 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
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: (J 
ZSBSbS$i$ ($I$S$N$G$9$+$M! #; SN4D6-$Oz (JNT¿ SBS, %a%$%s$G$"$J!"#P#S$N3+H/$N$?$a$@$1$K; (J 
¿SB#W#i#n#9#54D6-Sr;DS7SFSSSKkKSNS, <B>uSGS9! #2 (J 


é$B2q5D<<GA$3S&SHS9SKSH! "DL>OSO#N#TSGS_SFSkSbSs$@$+$i!l"FIS_9~$_:Q$_$N5-;vS0¢ (J 
¿SBLSFISKSJSCSFSSSkS7!&!&!&!# (J 


--MESSAGE FILE 21404 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00001html.html 


--MESSAGE FILE 21405 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: WinNT =?iso-2022-jp?B?NC4wGyRCO1AxfiRHJCOkSiQkJEckOSQrJEObKEo=?= 
Date: Mon, 07 Apr 1997 23:01:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3348FE36.4547@ymg.urban.or.jp> 

References: <01bc41b8$8c580d60$d39b84d2@hamara2> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBSOS*S-SA;z (J wrote: 


> ¢£$B:G6a! JSHSSS&ShSj$b!":G=iS+Si!K;WS&SNSGS9S, !"3+H/4D6-SHS7SFz (JWindowsNT; $BBP1~$7 
SF¿ (J 

> S SBSHSiS (STSSSNSGS9S+SM! #; d$N4D6-$0; (INTZ SBS, 4a¥$¥SSGS"S4 ! "#PHSSN3+H/SNS?SaS@S1$Ke 
(J 

> ¿SB#W#i#n#9#54D6-Sr;DS7SFSSSkSNS, <B>uSGS9! #2 (J 


é$B!!¢(JCodeWarrior for PS¿$B$rGc$o$l$F$OS$S$$+$,$GS7SgS&!)¿ (Մ(՞՞չ 
é$B!!¢(Jhttp://www.bug.co.jp/ 


ESBSDSSSGSKS3SASiS$Sb8+SFS*SSSF2<S5SS! #2 (J 

http://www.cup.com/negi/msin.html 

--MESSAGE FILE 21405 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00002htm1. html 


--MESSAGE FILE 21406 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000003htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!motohash 
From: motohash@ca2.so-net.or.jp (Jun MOTOHASHT) 
Newsgroups: playstation.ny.program.environment 

Subject: binutils-2.8 

Date: 03 May 1997 15:30:44 GMT 

Organization: PlayStation Net Yarouze! 

Lines: 15 

Message-ID: <5kfmd8$51ln@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.249.47 

Mime-Version: 1.0 (generated by tm-edit 7.74) 
Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (Unix) | 


binutils-2.8 ;SBSGSO%M%CSH$d$m$&$<SGSNJQ99ER@S, OlItz (B(b£dz $B$"$?$4$Gz (B) 
ESB<h$ j9~S*S1SFSSS*S9ISMS (!#SbSOSd; (B 


° 


Տ ./configure --target=mipsel-psx-ecoff 


¿SBSHSSSCS?;XDjJSG%Q%C%SASJS7SGSbF0S/SGS7SgS&¿ (B ...¿SBS, ¿(B 
¿SBK?%Z!<%8$O011-99?7$7$F$*$-$%$7$?¿ (B:—) 


է ¢SBK?%Z!<%S8SNB8:_S,¢(B scea.* ¿SBSd (B scee.* ¿SBSGSb%sP%s1%P%S1SJSNSG;¿ (B 
# ~SB1QU8I=5-SbS7SISSSHSSS+SsSNS+¢ (B? ¿$B$-$D$$$IJ$"; (B 
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siocons ¿SBSNOCBjSbS"SjJS*S9SM!#¿ (B> ¿SBS4S&S5Ss¿ (B 
# ¿SBSH¿ (B ¿SBSUSCSFS_Sk¿ (B 
¿SBKN66¿ (B motohash@ca2.so-net.or.jp 

--MESSAGE FILE 21406 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00003html.html 


--MESSAGE FILE 21407 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000004htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?GyRCNS IGMCVHJSM1LOSUVJESOWCQS5SIJGtNV0sS+IzIbKEI=?= 
Date: Tue, 06 May 1997 22:04:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <kamon$21c519970506220423@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2$B!!$3SsSKSASO!"2CLg$G$9! #2 (B 


¿SB!!¿ (BCIP: S$B$K%9%/%j!<%s%; !<%SP!<5!G=S$SrS$DS1S$SFS[S7SSSGS9!#%G%P%C%0S7SFSkSHS-SK; (1 
¿SB%SW%m%0%i%` SRLACESKSISCSFSKSH! 2 ( BCIP¢SB2hHLLSNS*S%*S [SCS?SiS+S7SKS7$?SjS7SFSké (1 
ESBS3$HS, Տհտ/Տ"ՏյՏ՞Տ918, (B 
é$B!!Sh$ [$ID9; ~4VS=SNS*S*SKS7SFS*$+S$ISSSH>FS-IUS+SIS$$3SHSOCNSCSFSkSs$Gz (B 
¿SB$9$, 5SSKSISKSbDSNSG; (B (258"Հ207ՔՀոչ (B) 

http://www.age.ne.jp/x/kamon/ 

kamon@mail.web-hyogo.or.jp 

Taro Kamon 


ww 


--MESSAGE FILE 21407 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00004htm1l. html 


--MESSAGE FILE 21408 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000005html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.environment 

Subject: =?1ISO-2022-JP?B?GyRCUTUhHPCVQUESOWCQOS5IJGtNV0s+GyhC?= 
Date: Tue, 06 May 1997 22:09:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <kamon$21c519970506220916@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ա 


¿SB!!S3SsSKSASO!"2CLgSGS9!#; ( 


é$B!!S3S3SK=q$SSSFSSSSSHSNS$+S0$+$45S°S;SsSGS7$?S, !"S5!<SPSK4XS9SkKMWK>Sr3¢ (B 
ESBHEZEG@! "=q$+S;SFSbSiSSS*S9O! #2 (B 


¿SB#1!%s$%@%&%s%m!<% T2s?t$N8x3t¢ (B 
j O E SUSHS, *$@G%S&%s%m!<%sIS5S1S?2s?tSr%+%$&%s%HS7SF!"8x3+S9Sk¿ ( 
¿SBSJSj!":n<TS@S1SKEAS (Sk$SJS3jS7SFS[ [975SSGS9!#NeS_ SKSISJS*S9ISNSG! #2 (B 
¿SB!1; PH]N>O@S"SkSH;WSSS*S9S, !"S@S&SSSm!<SIS1iSS%-SSSOSTSISHLLGr$$$+Sb; (B 
ESBCNS1S*%S;Ss!#2 (B 


ե) 


¿SB#21%S#C#G#ISr;HMQ2DG=SK; (B 

ESB!!2qO0w%Z!<%8$G#C#G#I$r; H$ ($k$h$&$K$7$F$[$7$$$G$9!#¿ (B 
¿SB!!SGS-$I1SP!"#C#G#IMQŞKIL35!<%P$r$?Ş$AŞ$"Ş$2Ş$F$[$7$$$G$9!#Ş=Ş&Ş$9ŞIŞP!"; (B 
ESBC/S+SN#CHGHIS, SXS*SrSd$i$+S$7SFSb!"#C#GHIS, ;_S$*Sk$@S$1$G%Z!<%8S0z (B 
¿SB8+S1SkSH;WSSS“S9!# (B 

¿SB!!#C#G#ISr;HŠS (SkShS&SKSOSISP! "#N#Y2qOwS=S15S>$15, $5$iSK8D@-SNS"Skz (B 
£$B%Z!<%8:n$ jSrS$9SkS3SHS, $GS-SkSH;WSSS*S9! #3 (B 
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http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
--MESSAGE FILE 21408 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00005html.html 


--MESSAGE FILE 21409 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "KAMI / չ58:8:32(Մ ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 
Newsgroups: playstation.ny.program.environment 

Subject: Re: ¿SB%S5!<%PSK4XS9SkMWK>;¿ (J 

Date: 7 May 1997 14:17:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01bc5af0$d4857c20Sd2bc84d2@------ > 

References: <kamon$21c519970506220916@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.210 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SB#2!S#C#G#ISr;HMQ2DG=SK; (J 
> ¿SB!!2q0w%Z!<%s8SG#C#G#ISr;HS (SkShHS&SKSTSFS[ST7SSSGS9! #2 (J 


ESBS<SR! #4 (J 


ESBS[!<%° $Z!<%8SK7G< (HDSHS+CVSSSFS_S?SSSGS9! #3 (J 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J 
m-kami@da2.so-net.or.jp 
http://wwwl.scei.co. jp/~ezm00028/ 


--MESSAGE FILE 21409 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00006html.html 


--MESSAGE FILE 21410 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 
Newsgroups: playstation.ny.program.environment 

Subject: Re: ¢$B5/F0%G%#%9%/SK4X$9OSkKMWK> #22 (J 

Date: 7 May 1997 14:19:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01lbcS5Saf1$261bb720$d2bc84d2@------ > 

References: <kamon$21c519970506220423@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.210 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SB!!¿ (UCIP E SBSK%9%/%j!<%s%; !<%P!<5!G=SrSDS1SFS$ [$7S$$$G$9!#%GSP3CSOS7SFSkSHS—SKz (J 


¿SBS<S$SR!#¿ (J 


ESBSDSSSGSK!"2hLLS, :8>e$+$i%S%m!<SsSH=PSFS/SkS"SK%a!<S7SgSsSri (J 
¿SB%+%C%SH$9Sk%sb!<%ISbS[S7SSSGS9!##2!"#3ICSOS+$;S2S%“S9¿ (J (¿S$SB>P¿ (J) 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J 
m-kami@da2.so-net.or.jp 
http://wwwl.scei.co.jp/~ezm00028/ 


--MESSAGE FILE 21410 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00007html.html 


--MESSAGE FILE 21411 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000008html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 
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Subject: Re: binutils-2.8 

Date: 8 May 1997 07:20:35 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 34 

Message-ID: <5krus3$Sltr@newsl.scei.co.jp> 

References: <5kfmd8$5ln@newsl1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


¿SBS3SsSKSASO!"S4S&SGS9!#; (B 


<5kfmd8$51n@newsl.scei.co. jp>zSBSN5-; vSKS*SSSF3 (B 
motohash@ca2.so-net.or. jpzSBS5$sSO=q$-S*S7$?! #3 (B 


>binutils-2.8 zSBSGSOSM%CSH$d$m$&S<SGSNIJQ99E@S, OlItz (B(bfdz$BS"$?S48Gz (B) 
ՀՀՏՔՀոտ)9-5՞ՏԼՏՔԲՏՏՏ՞Տ9ՏԻԼՏ (!#SbSOSd; (B 


> 
ՀՏ ./configure --target=mipsel-psx-ecoff 
> 


>i SBSHSSSCS$?; XDISGSQSCSASTSTSGSbDFOS/SGS7Sg$&2(B ...¿$B$,¿ (B 
>¢$BK?%Z!<%8$0011~99?7S7SFS*S-$*°S7S$2¢ (B:—) 


éESBS*S) !"SSSDSNS“*SK; (B...¢SBOLBNSIS&SSS&7P0*SGF~SCS?SNSGS7SgSE! #2 (B 
¿SB$G$b¿ (B binutil z$BS@S1S@SHOUL#S, SUSSSGS9SM; (8(՞՞: 


># ¿$BK?%Z!<%8$NB8:_$,¿ (B scea.* ¿SBSd¿ (B scee.* š P%Ss1%SP%Ss1SJSNSG¿ (B 
># ¿SB1QJ8I=5-SbS7SJSSSHSSS+SsSNS+¿ (B? ¿SBS-SDSSSJS"T¿ ( 


¿SB%$P%S1%P%1S$SG$9SM¿ (B(^^; 

¿SB$G$Sb!"$3SASi$+ŠiS"Š$ASiSNS51<%$P$O8+$S (SUSS$_S?SSSGS9S1SI!"3 (B 

¿$B8~$3$&$+$i$08+$ ($K$N$G$7$g$&$+¿ (B? > SCEI 

# UK ¢SBSN%5%SSHSN&SZ!<%8Sr%] SSSSSHSTSFS?S_$?SSSGS9S,¢(B... 

# "Japanese ¿$B$N%5%$%H$K$"$k$Þb$N: (B" ¢SBSHS+SSSCSFS“*SHSaSF>R2pS5S1SFSKSNS+SJ$!¢ (B 


>siocons ¿SBSNOCBjSbS$S"SjS*S9SM!#¿ (B> ¿$B$4$&$5$s¿ (B 
># ¿SBSH¿ (B zSBSUSCSFS_S$kz (B 


¿S$BSUSC$ŠUSCSU;¿ (B. 
¿SBS"SH¿ (B1¿SBHUSISIS*BTSAS/S0S55S1#¿( 
# ¿$B8=:_¿ (B yacc ¿$B$H3JF.Cf¿ (B 


ե) 


¿SBEOn4;¿ (B ¿SB9d;¿ (B (Go Watanabe) See S 5 
XMascot2z$Bla5Z%-%c%s%Z!<%s<B;\Cf£z(B(**) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 21411 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00008html.html 


--MESSAGE FILE 21412 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000009html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!co 

From: co@innocent.com 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?ISO-2022-JP?B?GyRCNS IGMCVHIJSMLOSUVJESOWCQO5UGtNVxsoQg==?= 
=?1S0-2022-JP ?B?GyRAGyRCSz4 jMhsoQg==?= 

Date: 10 May 1997 06:56:33 GMT 

Organization: Just personal 

Lines: 44 

Message-ID: <511671Ssbu@newsl1.scei.co.jp> 

References: <kamon$21c519970506220423@news1.scei.co.jp> <OlbcSaf1$261bb720Sd2bc84d2@ 


NNTP-Posting-Host: 130.158.80.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: gn [Version 1.34 Mar.1,1996 (Unix) ] 


¿ $B; f;3$5$s$081$k¿ (B: 
> ¢~SBSDSSSGSK!"2hLLS, :8>e$+$i%S%m!<%s$H=P$F$/$k%"%K%a!<% a s$r¿ (B 
> ¿$B%+%C%H$9Śk%b!<%I$b$[$7S$SG$9!##2!"#3IC$O$+$;$2$^$9; 2SB>P¢ (B) 


¿$B!!0I=V$G2hLL$, =P$k$h$&Ş$K$J$k$H!"$+$J$J2WE, SKSIJSCS?5SS,S9SkSbSNSGS9Sh; (B 
ESBSM! #¿ (B 


¿$B!!$I$N$/$i$$2WwWE,$K$J$k$+;n$=$&$H!"0JA04JC1$J%Q%C%A$rEvV$F$?$3$H$, Տ"Տ3Հչ (B 
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ESBS*S9!#S=SN; ~SNS3!<SIS,;DSCSFSSS?SNSG=qSSSFS*S—-S*°S9!#2?S+SN; 29MSKSJS1; (B 
¿SB$P9,SS$GS9!#¿ (B 


¿$B!!0J2<$0¿ (B Pro Action Replay ;SBMQOSN%3!<%ISG!"¢ (BCIP version 1.0 ¢SB@1MOSGS9! #¢ ( 


B 
CD ¢SBSN%P!<%8%g%s0cS$Ey$GFO0S+SISS>19g$, $"$k$+$b$7$1$^$; $s!#¿ (B 


(1) ¿$I BENS /%j S9St1<SISAS! SCB/SLSTSISSé ( (B 
$B! !13"3/3; ;$9%S+!<%$S$IS$SNSAS'SCS J ~4VS, SJS/S$SJS3S S9!#¿ (B 

¿SB!II(: nMOSHS7SF!"$ asb%j!<%+!<%ISr%9%m%C%H¿ (B1¿SBSK:9S7SFS*S+SJSSSH:SSk%2!<¿ (B 
¿$B%` $GM7SV; ~SK! "S$$SASSSAS+! <BISN: 9$749$ ($rS9SkI, MWS, $J$/$J$j$*$9! #z (B 

# ¿SBS3S1SrK>$SsSGSSSk?MSOB?SSSNSGSOSJSSSGS7SgS&S+!# (B 


FREE ACCESS 
800775F0-DD92 


(2) ¿$B5/F0;~$N3"%K%a!<%7%g%s$r9T$J$o$J$$; (B 
¿$B!!0l=V$G2hLL$, =P$kSh$&SK$JI$k$?$a!"@:?@1R@8>eSN8z2LSOH472$G6$9!#; (B 


HI-SPEED STARTUP 
80075EEC-0080 


(3) ¿SB>oSK¿ (8 115200BPS 


(¿SB%asbsj!<%+1<%ISA%'$C%/SrS79JSS¿ (B 
LSB! ! %a%b%j!<S+!<SISNSAS'SCS/; 


~4V$, $I$/$I$J$^$9!#z (B 


TERMINAL SPEED 115200 BPS 
80077650-DDA4 
80084ՇՇ8-Շ200 
80084CCA-0001 


# ¿SBSGSb!" (BP.A.R. ¢SBS@SH5/FOS9SkS?SSSKSSSASSSA%3!<SIA*Br$7SJIS/SFSOSSS1SJI¢ (B 


# ¿SBSSSNSG;HSSSDSNSKSJSiSJSSSSsSGS9ShSMID!#S@S+Si¿ (B P.A.R. ¿SBSN¿ (B ROM ¿SBSK%* 


B 
+ ¿SB%8%J%k%k!<%A%s$r>F$-9~$`$H$+!"K\BN2~B$$7$F; (B CD-R ¿$B$r>F!D¿ (B 


ESBS3$28kz ( (B http://www.softlab.is.tsukuba.ac.jp/~copel/ 


sjal 


--MESSAGE FILE 21412 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 


00009html.html 


--MESSAGE FILE 21413 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 


0000010htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.environment 
Subject: SIOCONS for UNIX 

Date: 18 May 1997 11:03:14 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 21 

Message-ID: <5lmnliSq98@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBSIS&SD!IAS*SRSSSTSVSISNS4S&SGS9! #2 (B 


é SBOLHUSHS+$$$$$J$,$ig (B10: $BF | Տ57Ք22575Թ575-Տ55-57525,1"2(8(՞՞չ:): 
SIOCONS for UNIX 2$B$,$h$&$d$/011~40@.$7$*S7$?! #2 (B 


http://wwwl.scei.co.j p/~crj00686/ 


¿SBSNS | noa $^ e aa a ԱԱ Ա: 


ESB%=!<S9SNS_SNG[I[$GS9! #2 (B 
OpenBSD 2.1 ¿$B$G$7$+F0:n3NG'$7$F$^$; $S$N$G!"B>$N¿ (B OS ¿SBSGSNF0:nJs9pSJSLI;¿ (B 
ESBS"S1ISP4rS7SSSGS9! #2 (B 


PlayStation Monitor ¿SBSNA` Ge ՈԱ ee ee 
¢ $B<B9TSUS% ! SSSKSNE>AwS JS1$b%5%] !<SHSTSFSSS*S9! #3 (Թ 


DOS ¢SBMOSK:nSCSFS"Sk<+F0<B9T%SUS! SSSkKSDS=SNS*S%;HS (S?SISTS*S9! #2 (B 
# zSBSASgGSCSHIT40A4!#S5"SHz (B DOS ¿$B$N¿ (B BAT: SBS$G$/$sSGS"S$kSd$DSOL$%5%] !<%Hz (B 


¿SBS=S1SGSO!#¿ (B 
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¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s<B;\Cf¿(B(^^) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 21413 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00010html.html 


--MESSAGE FILE 21414 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000011html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.environment 

Subject: C++Builder & PSX 

Date: Mon, 19 May 1997 23:00:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <redbug$ff8d19970519230049@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.81 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


¿SB5$$, SDSSS?E@Sr01SD! #2 (B 


ա 


C++ Builder ¢SBS$r%$%sS%9%H!<%Sk8e!"#P#SSNS=SUSHSr#M#HA#HK#ESGS-—SJIS/¢ (1 
ESBSISCS?S3SHS,S"SIS*SO! #2 (B 
¿SBM)M3SO!"¿ (BC++ Builder ¢SBSN%Q%9SK;z (B make ¢$BS$,S"SCS?S+SiSGS9!#¢ (B 


DJGPP.BAT :SBSG$0%Q%9SN:G8eSK; (B ¢SB#P#S4XO"SrDI2CS7SFS*S9S, 1": (B 
2SB85SN%0%9SKz (B MAKE.EXE 2 S$BS,S"SkSH33%s%O%S%kSGS-S$%S; Ss! #3 (I 


ա 


C++ Builder ¿S$B0J30SN%=%U%SHSGSbS3S1SHF1S8;vBVS,S"SjS (S*S9!#¢ (B 


¿ŠBBP=hK!$H$7$F$O!"¿ (B 
PATH c:\psx\bin;c:\gnu\bin; %path% 
2 SBSNShHS&SK! "SQZ9SN@hF, SK#P#S4XO"SrDI2C$7SFS/SAS5$S! #3 (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21414 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00011htm1l. html 


--MESSAGE FILE 21415 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000012htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IAJUiINHGyhK?="_ <hchiba@fa2.so-net.or. jp> 
Newsgroups: playstation.ny.program.environment 

Subject: Re: C++Builder & PSX 

Date: 20 May 1997 14:23:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <01bc6528$967b6e20$12c184d2@Enterprise.so-net.or.jp> 
References: <redbug$f£8d19970519230049@news1.scei.co. jp> 
NNTP-Posting-Host: 210.132.193.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¢SBM}M3SO!"¢ (JC++ Builder ¿SBSNSQS9SK¿ (J make ¢SBS,S"SCS?S+SiSGS9!#¢ (J 
> C++ Builder ;SBOJ30SN%=%USHSGSb$3$1$HF1$8; vBVS,$"Sj4S (S*S9! #2 (J 


ESB! !S=SE&SGSOSM! Ք: (J 

ՀՏ: d$b; E; v$G$$$m$s$J3+H/4D6-$r? (SCSFS*S9S, 1"; (J 

makez $BS@S1SGSbSSSCSOSSS"SKSNSG! "3 (JDOS¿ SBSWSm%sSWSHSXSNz (J 
¿$B%7%g!<%H%+%C%$H$rJ#?t:n$C$?$j!"4D6-JO?t$r@_Dj$7D>$9¿ (JBAT; SBSUS!%S%kz (J 
ESBSr$$$/SDSbMQOUS7SFBP=h$7SFS*S9! #2 (J 


VC++ SBMQ!"¿ (JBC++2$BMQ!"¢ (JSCEz SBSGSOSISS#S<RSN%2!<%*> 3+H/4D6-MOSHS+!J>P!Kz (J 
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ESBHEPHRHEG?: (J 


--MESSAGE FILE 21415 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00012htm1l. html 


--MESSAGE FILE 21416 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000013htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!motohash 

From: motohash@ca2.so-net.or.jp (Jun MOTOHASHT) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: 21 May 1997 21:59:52 GMT 

Organization: PlayStation Net Yarouze! 

Lines: 22 

Message-ID: <5lvrjp$8ke@newsl.scei.co.jp> 

References: <5lmnliSq98@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.155.29 

Mime-Version: 1.0 (generated by tm-edit 7.74) 

Content-Type: text/plain; charset=ISO-2022-JP 

In-reply-to: go@cclub.tutcc.tut.ac.jp's message of 18 May 1997 11:03:14 GMT 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (Unix) | 


£SBK\66$G$9! #2 (B 


>>>>> In article <5lmnliSq98@newsl.scei.co.jp>, 
go@cclub.tutcc.tut.ac.jp (Go Watanabe) writes: 


ա 


> 2SBSNS [S$&SKS*SS$FS$*$-S*$7$2$N$G! "6=L#ESNS"SkS$+$?$0! "SbSCSFSSSCSFS/S@S5SS$°S; !#¿ (1 


éSBF~<jS7SFS_S*S$7S?!#2 (B 


> OpenBSD 2.1 ¿$B$G$7$+F0:n3NG'$7$F$^$; $sSNSG!"B>SNz (B OS ¿$B$G$NF0:nJs9p$J$I; (B 
> ¢SBS"S1SP4rS7S8SSG6S9! #2 (1 


ա 


FreeBSD-2.2-961014-SNAP; SBSGF0$-$*S$7$2?!#2 (B 
# CD-ROM; SBSrGcSCS$?SNS$G; (B2.2.1R¿$B$K$7$hNh$&$H; WSCS?Si¢ (B2.2.2R SBS, (B... 


> PlayStation Monitor ¿$B$NA` :nSK2CS (SF!"SP%SS%I%j%G!<%?SNAW<u?.Sd¢ (B 
> ¢$B<B9ITSUS! SSSkKSNE>AwSJIST$b%5%] !<SHSTSFSSS*°S9! #¢ (1 


ա 


¿$B$3$1$G¿ (B DOS/Windows ¢$BS$,40A4SKITMWSKSJISjS*S7S2SMS (14. (B 


¿SBKN66¿ (B motohash@ca2.so-net.or.jp 
--MESSAGE FILE 21416 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00013html.html 


--MESSAGE FILE 21417 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000014html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: 24 May 1997 02:28:41 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 38 

Message-ID: <5m5jopS$g6v@newsl.scei.co.jp> 

References: <5lmnliSq98@newsl.scei.co.jp> 
<5lvrjp$8ke@newsl1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


ա 


<5lvrjp$8ke@newsl.scei.co.jp>¢SBSN5-; vSKS*SSSF3 (1 
motohash@ca2.so-net.or. jpzSBS5$sS$O=q$-S*S7S?!#¢ ( 


= 


>¿SBKN66SGS9!#¿ (B 
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> 

¿ SBN, ¿ (B 
>FreeBSD-2.2-961014-SNAPzSBSGFOS-$*S7S$?!#¢ ( 


= 


¿SB3NG'$"$jS, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ9չ (8(՞՞) 
¿SBS"SHSO¿ (B linux ¢$BS"$?SjSGSN3NG'S, S"S1SPSPSCSAS4jSGS9SM! #2 (B 


># CD-ROM: $BS$rGcS$C$?$N$Gz (B2.2.1RzSBSK$7S$h$&$H; 11505251: (B2.2.2R¿$B$, ¿(B 


éSBSI$s$+S$9SOSGSAScSS$*$7S?SMz (B 
¿S$BS$S;$CS+S/¿ (B 2.2.1R ¿SBSN¿ (B CD ¢$B>FSSSFS$_S?SHS3SISNSKz (B(;_;)... 


>> PlayStation Monitor ¿$B$NA`: ee 
>> ¢SB<B9T%US! SSSkKSNE>AwSJSISbH%S5%]!<SHSTSFSSS“*S9O!#3 (Թ 
> 

>¿$B$3$1$G¿ (B DOS/Windows ;$BS, 40A4SKITMWSKSJISjS*S7S?SMS (!#¢ (B 


ESBSSSd!"S"SHSSS/SDS+SN%D!<%kKSNLGBIS$, SNS3SCSFS*S9! #3 (B 
2SB2hA | 420"ՏՕչ qNAS, $"Sk$N$G!"$JSs$H$+SDS/S1$S=$&S$SJ5S$,S7$2S9$, !"¿ (B 
¿$B2;@<4XO"SOSASgSCSHS`S3jSCS]SSSGS9¿ (8(՞՞չ 


# ¢gSBS*S"S?S@SN%S3% ԱԱ ԿԱՆԱՅԱՆ (Bpcemu GoD ae cena meen ae (B 
# ¢SB;WS&SNSGS9S, !#¿ (B(ESBS"SHSG;n$7SFS$_Sh$&z (B...) 


¿$B$7$+$7¿ (B UNIX ¢SBSr3+H/4D6—-SKS7SFSS$k$+$ ?SCSFSISNS/SiSS$¢ (B 
ESBS*SiS1ISkSNSGS7SgS&S+! #4D6-SHSHSNSCSFSFNISSSGSOSH!IA!#B.SSS7! #2 (I 


ա 


¿SB%G%#%9%/SKM>M5$, $"$kJ)$O¿ (B FreeBSD ¢$BS"$?S4SrSS$S1SFSSSm$$$mz (B 
¢éSBM7$s$G$_SkSNSbSSSCS$-SgS&S$+$H¢ (B 


¿SBEOn4;¿ (B ¿SB9d¿ (B (Go Watanabe) s Աաաա: 
XMascot;ŠBIa5Z%-%c%ss%sZ!<%s<B;NCf; (8(՞՞) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 21417 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00014html.html 


--MESSAGE FILE 21418 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000015html.html1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: Mon, 26 May 1997 01:25:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <338867DD.76B@ymg.urban.or.jp> 

References: <5lmnliS$q98@newsl1.scei.co.jp> 

<5lvrjp$8ke@newsl.scei.co.jp> <5m5jop$g6év@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Go Watanabe wrote: 


> ¿SB3NG'S"Sj$,SHS&S4S6SSS*S9¿ (J (“°”) 
> gSBS"SHSOz (J linux ¢$B$"$?$jSGSN3NG'S, Տ"ՏԼՏՔՏՔՏՇՏՃՏյՏՇՏ9ՏԵԼ #2 (J 


2$B! !Mh=5$%$GSO¿ (JHDD; SBS, #18DM>SCSFS*S9SsSG!"3z (J 
é$B!!¢ (JMklinux DR2.1¢SBSrFM$C9~S$s$G;n$7SFS$_$?$$$H;WSS$$*$9¢ (J (*%; 


¿SB!tLdBjSO!";HSSJ]S,S[SHSsSISoS+SiSJSSSCSFS3SH!&!&!&¿ (U (“ ”; 
--MESSAGE FILE 21418 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00015html.html 


--MESSAGE FILE 21419 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000016html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.environment 
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Subject: Re: SIOCONS for UNIX 

Date: Mon, 26 May 1997 23:59:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <3389A55F.4934@ymg.urban.or.jp> 

References: <5lmnliS$q98@newsl1.scei.co.jp> 
<5lvrjp$8ke@newsl.scei.co.jp> <5m5jop$g6év@newsl.scei.co.jp> 

<338867DD.76B@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.104 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éSB!!¢(JSIOCONS for UNIX¿SBSr!"¿ (JMklinux DR2.1¢SBSG!"011~F0:n$5S$; $k; vSK@.8y$7$*S7S? 
ԱՂԻ) 

Makefile 

é$B!!!!=S$@5A0!!¢(JDEVICENAME = /dev/cua00 

éSB!!!!=$@58e!!¢ (JDEVICENAME = /dev/cua0;$B!J%W S l ]!<$sSH$Sr;H$&>19g!K;¿ (J 
¿SŠB!!11111111111:; (JDDEVICENAME = /dev/cual;¿;S$SB!J%Sb%G%`%]!<%HŠ$r;HŠ&>19g!K;¿ (J 


siocons.c 
¿SB!!#2#19TLN!!¿ (J 


*SB1111=S@5A0!!¿ (J#define DEVICENAME "/dev/cua00" 
ՀՏ8111 12505881 12 (J#define DEVICENAME "/dev/cua0";$B!J%W%j%S%?%]!<SHSr;HS&>19g! Ke (J 
¿$B!!!!!!!!!!!! (cJ#define DEVICENAME "/dev/cual";$B!J%b%G%* 3] !<SHSr;HS&>19g!Kz (J 
¿SB!!#4#4!"#4#59TLN¿ (J 
¿SB!!!!=$@5A0!11¿(Jelse if (տ == 76800) 
ՀՏ8111 11171111 171111: (Jret = B76800; 
éESB!!!!=S@58e!!¢(Jelse if (s == 57600) 
¿SB!!!!III111111111l1l12  (JUret = B57600; 
token.c 
¿SŠB!!#1#89TLN¿ (J 
2581111-505ո011չ (մս 1օոց token_num; 
éSB!!!!=S@58e!!¢ (Junsigned long token_num; 


¿S$B!!S$SJS$S<$+5/F0%Sa%$C%;!<%8$,=P$28;Ss¿ (Մ(՞՞չ 
¿SB!!SH$j$"S(S:¿ (Jsiocons; $B$+$i9u¢ (JIPS¢S$B5/FOSGS#%9% ՀԱԱ Յա 
ESB! 1S*!<SGS#S*SHSiSCS/SN: P08SrS7S253jSOSGS- S*S7S?!# (J 


¿$B!!4N24$N%$=%SU%H$NE>Aw$J$ISO;n$7$FS2A$;Š$s¿;(J(% ; 
¿SB!!¿ (UMklinux¿SBSN;HSSJ)S, S[SHSsSISoS+SCSFSJSSSNSG¿ (U (“ ;;;;; 
¿$B!!¿ (JLinuxė $B$NK\$G$bGc$C$F$/$k$+$J$"!#¿ (J 


¿SBF0:n4D6-¿ (J 


é$B!!!!¢(JPowerMacintosh 6100/60AV, ¢SB%a%b% jz (J40MB¿$B!"¿ (JHDD; SBFbB"; (J2GBz$B!\30SE 
$1¿ (J500MB; SB! #2 (J 

¿SB!!!!3NS+¿ (JSportster28800FAX; SBSKSDSSSFS-S?%b%G%° $1!<SVSkz (J 

éESB!!!!¢ (JELECOM;: SB@=ç¿ (JRS232C; SBIQ49S"S@SW%?!Jz (JID-Sub9pin; SBS*S9!az (JIDsub25pin; $B% 
a%S9!KIJHV; (JAD-J33 

éSB!!!!¢ (JMklinux DR2.1¿$B!J¿ (JMacTechJapan; SBIUBO¢ (JCD-ROM; SBS=SNS“*S*SGSQ%C%AEVSFOL 


@Z$JS7!K¿ (J 
--MESSAGE FILE 21419 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00016html.html 


--MESSAGE FILE 21420 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000017html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 
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Date: 27 May 1997 02:31:10 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 39 

Message-ID: <5mdhleSq5i@newsl.scei.co.jp> 

References: <5lmnliS$q98@newsl1.scei.co.jp> 
<5lvrjp$8ke@newsl.scei.co.jp> 
<5m5 jopS$g6v@newsl.scei.co.jp> 
<338867DD.76B@eymg.urban.or.jp> 
<3389A55F.4934@ymg.urban.or.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


2 SBS3SsSKSASO!"S$4S6SGS9! #2 (B 


<3389A55F.4934@ymg.urban.or.jp>¢SBSN5-; vSKS$*SSSF3 (B 
kouzou@ymg.urban.or. jpzSBS5SsSO=qS—-S*S7S?! #2 (B 


éSB!!¢(BSIOCONS for UNIX¿SBSr!"¿ (BMklinux DR2.1¢SBSG!"011~F0:n$5S$; $k; v$K@.8y$7$^$7$ 
See 


¿SBN, ¿ (B 


¿SBFO:n3NG'S"Sj$S,SHS&S$S4S6SSS“S9¿; (8(՞՞) 
Mklinux ¿S$SBSGSbF0S/SHSSS&S3SHSOS?SVSsIaDLSN¿ (B linux ¿SBSGSbLdBj$JS$S5$S=$S&SGS9SM!#¿ (B 
ESBS"SHSOz (B SunOS չ58ՏԱՏԻՏՇչոտ7525ՏՏԱՏՅՏՈՏՇՏ9 18: (B 


>¿$SB!!S$SJS<S+5/F0%Sa%C%;!<%8S$,=PS $;Ss; (B(%%; 


¿SB$3S1SO5/F0SN%?%S%S_%$s%0SKShSCSFSOSHSjJS3SNS7SF=PSJSSSGS9!#¿ (B 


>¿$B!!SHSjS"S ($: (BSiocons; $B$+$i9u¢ (BPS¢SB5/FOSGS#%9% 5 5 Wee 
>¿$SB!!S*!<%G%$#%$*SH%Si%SC%/SŠN: FP08SrS7S253jSOSGS- $*S7S?!#¿ (B 


¿SBSH$3$"S$ ($:DL>oSNDL?.SO¿ (B OK ¢SBS_S$?SSSGS9SM! #3 (B 
>¢$B!!4N?4SNS=SUSHSNE>AwSJSISO;nS7SFS*°S;$sz (B(%%; 


2$B$3S1$0; (B ~ (tilde) ¢$BS$r$*$9SH!"3z (Blocal mode ee ee 
¿$B$3$3$+$i¿ (B dsave, dload, load ;:S$BSJSISN%3%*%s%ISr; ea ie Տ՞Տ91 8 (B 
ESBS"SH!": (Bsiocons ¿$BMQ$N¿ (B auto ¿$B%9%/%J%W%H$,$"$k$J$i!"¿( 
¿SB%3%“%ss%SISiSS%SsS+Si;(B siocons n s XDj$9SkSH!"¿ (B 

° SBS= S1SrFIS_9~SsSGFO:n$7S*S9!#¢ (B 


° 


% siocons auto[ret] 


>¿$B!!¿ (BMklinux¿$B$N;H$$J}$, $I Հ a oe 
>¿$B!!¿ (BLinuxz $SBSNK\S$GSbGcSCSFS$/SkS+SIS"! #3 (B 


¿SBS3S8&S7SF¿ (B UNIX ¿SB;HSSS,A)S (SFSSS/SNSGS"SCS?; (B (¿SB%K%d%j¿ (B) 


¿SBEOn4¿ B ¿$B3de (B (Go Watanabe) puni a մա 

XMascot¿ o ՏՇՏՏՏՉԱՀՏՏՀԹչԿՇքՀ(8(՞՞) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 21420 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00017html.html 


--MESSAGE FILE 21421 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000018html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: Re: SIOCONS for UNIX 
Date: Tue, 27 May 1997 18:07:12 +0900 
Organization: PlayStation Net Yarouze 
Lines: 34 
Message-ID: <338AA43E.B78@ymg.urban.or.jp> 
References: <5lmnliS$q98@newsl1.scei.co.jp> 
<5lvrjp$8ke@newsl.scei.co.jp> 
<5m5 jopS$g6v@news1l.scei.co.jp> 
<338867DD.76Beymg.urban.or.jp> 
<3389A55F.4934@ymg.urban.or.jp> <5Smdhle$q5i@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.91 
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—-MESSAGE FILE 2264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00967 


—-MESSAGE FILE 2265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000968 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PAL -» NTSC? 

Date: Wed, 20 May 1998 11:15:58 -0700 

Organization: Cisco Systems 

Lines: 18 

Message-ID: <35631DDE.35CCA8FB@énetmagic.net> 

References: <35609566.307AC@netmagic.net> <3562B75F.2F1B@writeme.com> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Thanks, but I was looking for a hardware-only solution. PAL Yaroze 
games are only one part of it. PAL video tapes would be another. :) 
I dunnno. Just a thought... 


- 6) 


James Rutherford wrote: 
իչ ով 


> If you've no qualms, you can pick up a NTSC/PAL exe converter from the 
> Naplam hacker site (napalm.intelinet.com). 
> It's quite a tidy program and I guess it just does a bit of code 
> substitution around the SetVideoMode(x) bit. 
Beda] 
> James (~mrfrosty) 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00968 


--MESSAGE FILE 2266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000969 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 

Date: Wed, 20 May 1998 16:01:55 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3562fdd2.11106220@news.scea.sony.com> 

References: <3563024f.859426@www.playstation.co.uk> 
NNTP-Posting-Host: client-151-198-130-147.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Sorry, but this is soooo expensive! 

That's really too bad... I don't know all the ins and outs of ISPs 
in Europe, but wouldn't it be possible to find an ISP that charges a 
flat rate, irregardless of hourly usage? I may be stuck at on a slow 
33.6 modem, but I get unlimited usage for $20/month. 
-Matt 


--MESSAGE FILE 2266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00969 


--MESSAGE FILE 2267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 14361 


Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


> Mklinux ¢$BSGSbF0S/SHSSS&S$3SHSOS?$VSslaDLSNz (J linux ¿SBSG$SbLdBj$J$5$S=S&SGS9SM!#; ( 
J 
> ¿SBS"SHSO¿ (J SunOS ¿SBSHS+SG;nS7S?SSSHS3SmSGS9!#;¿ (J 


¿$B!!¿ (JMklinux¿$B$O$^$@:¿ (JDevelopperRelease; $BSNCJ3, SGS9S7SM! #¢ (J 


ESB! !SGS$b%0!<31%&S'S"S,FCDISSSISFSKS*S+S25G!"3 (J 
é$B!!%S%s%9SH!<SkSOITaDLSN; (Jlinux; $BSh$jSOSkS$+SK4JC1SGS9¢ (J (*%; 
¿SB!!$SQ!<%SF%#%7%g%sSNGZ$jJ)$d%$G%$#%$1%/%H%jSN9=@.S$SKSD$SSSFSS$S/SDS+¿ (J 
é$B! !<ALd$KEz$ ($1$P!"$"$H$OS[$C$?$i$+$7$G#O#K!#¿ (J 


> 2$B$3$1$05/F0SN%?%$%_%s%0SKShSCSFSOSHS j$3$\$7SF=PSISSSGS9! #2 (J 


¢$B!!=PSJI$/SFSb011~Bg>fIWSCSF; vSGS9SM! #¢ (J 


> ¿SŠBS$SH$3j$"$ ($:DL>o$NDL?.$02 (J OK zgSBS_S?SSSGS9SM! #2 (J 


¿SB!!¿ (J115200bpsz$BSGDL?.$G$-SFSS$*S9! #2 (J 


é$B!!%=SUSHSNE>AwSr;n$=S&SH;WSCS?Ss$GS9S,!"z (IMac OS¿SBS+Sic (J 

¿$B!!¿ (JMklinux,SBSN%Q!<SFS#S7%3gSSSr%"%S/%; S9SGS-SkS=SUSHSG?' ! 9E>Awe (J 

ESB! 157ՏԲՏՏՏշ2511": (JIMklinux;SBSNSU%S!SSSkS7S9SF%S°S,2uS1SFS7TS*SSS*°S7$2¢ (Մ(՞՞չ 
' 


¿SB!!:F%SSSsS9%SH!<%skS$S7SFSdSjSJS*#S5SJSSSH!&!&!&!#¿ (J 


> ¿SBS$S3S&S7SF¿ (Մ UNIX ¿SB;HS$SS,A)S(SFSSS/SNSGS"SCS?¿ (J (¿SB%sK%d%3j¿ (J) 


¿$B!!¿ (JMklinux¿$B$rFM$C9~$s$@: (JUHDD¿ $B! "Mh=5SKSOGdSiS1SF9TS/S$s$GS$93 (I(^^; 
¿Š$ŠB!!M>$CSF$k¿ (JHDD;  SBSO¿ (J160MB; SBSN$H¿ (0240MB¿SB$NS$S7$+$JSSS$sS$SG!" (J 
ՀՏ8 12 (UCl1lassicII¿Á¿SBLcSCSF¿ (JNetBSD; SBF~S1SkS*SG;z (JUNIX: SBSHSOS*S5SiSPSGS7SgS&! #3 (J 


¿$B!!¿ (JPC/AT:$B8_495!SNS"SSSFSkz (J540MBz $B$KF~$1$k$C$F<j$b$"$j$^$9$,¿ (J (^^; 
¿S$SB!!F09/2DG=@-Š,Dc$SS[SI3ZS7SaS=S&SJSNSGSdS$SiSJSSSGS7SgS& (I (^^; 

--MESSAGE FILE 21421 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00018htm1l. html 


--MESSAGE FILE 21422 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000019htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: Tue, 27 May 1997 22:47:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <338AE609.BF9@ymg.urban.or.jp> 

References: <5lmnliS$q98@newsl.scei.co.jp> 
<5lvrjp$8ke@newsl1.scei.co.jp> 
<5m5 jopS$g6v@newsl.scei.co.jp> 
<338867DD.76Beymg.urban.or.jp> 
<3389A55F.4934@ymg.urban.or.jp> <Smdhle$q5i@newsl.scei.co.jp 

> <338AA43E.B78@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!9u¿ (JPSzSBSX<B9T%U% ! SSSkSTSISNE>AwS rSd$CSFS_$*°$7$2?$,!"ze(J 

éSB!!¢ (J9600bps; SBSKMnSHS7SFSb; (Jtimeout¿$B$, =P$F!"5"$C$F$-$^$; $s (Մ(՞՞չ 
2SB!tS3SN>uBVSG6/@) E*SK:F5/F0S 9SkSHSUS ! S83kS7S9SF%> S$, ԱՏ1Տ՞Տ9: (J (¿SB5c¿ (J) 
¿$B!t$-$A$s$H¿ (Jshutdown -r now; SBS9SkSHBg>fIWSGS7S?! #2 (J 


ԵՏ81 15351504 (OMklinux;$BB&SNLdBJS@SH;WSSS*S9! #3 (J 
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¿$B11%7%3j%"%k%] !<%HS, 35%] ! <SH$5$1$?$N$O!"$3$NSP!<%S8%Sg%$s$+$iSGS9S7; (U (%%; 
¿SB!!S$SQOSC%SA!JS,=P$FSSS1SP!KEvSFS1SPBg>fIWS+$bS$S7$1$S2$;$s!#¿ (J 


¿S$SB!t; (JMk¿$B$,2?$NN, $+: #F |=iSaSFCNS$45$*°$7$2?¢ (J (¿ŠB>P¿ (J) 
--MESSAGE FILE 21422 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00019html.html 


--MESSAGE FILE 21423 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000020html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: Wed, 28 May 1997 15:56:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <redbug$Sff8d19970528155625@news1l.scei.co.jp> 
References: <5lmnliSq98@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.62.80 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿$B$G$9!#¿ (B 


playstation.ny.program.environment ¿SBSN; (B 
<51mnliSq98@newsl.scei.co.jp>¿$BSKS*SSSF¿ (B 
1997/05/18/ 11:03 ¿$B:"!"¿ (BGo Watanabe; $BS5$s$O=q$-S$*S7$?!#2 (B 

>http://wwwl.scei.co.jp/-crj00686/ 
>2¿SBSNS[S&SKS*SSSFS*S-S*“S7S?SNSG!"6=L#SNS"SkS+S?SO!"SbSCSFSSSCSFS/S@S5S$SS$SS2 S; !#¿ (B 
>¿$B%=!<%9SNS_S$NG[I[SGS9!#¿ (B 

¿SB2fS, 2H$N%“%S7%sSKSb¿ (BLinux ¢SBF~SCSFS*S9S, !J¿ (BXWindow ¿$B=|$/!#¿ (B3D RAGE II¿SŠBM 
Q$N@_DJ$, ¿ (B 
¿ $B; dSKSOSGS-SJISS!K!"S*°S@S3SSSOSSSkKSOSTSFS*S;Ss!#S9S_S*°S;Ss! #2 (B 
¿$B%=!<%9$0$A$i$A$iD/$a$^$7$?!#¿ (B 


¢SBS3SN%=SUSHSNS"SkKDXEY>\S$7S$%1%-%e%a%SSH! "SbS75/S50; QNASTJSIS"S1SP!"3 (B 
Windows 95¿$BHG$N¿ (B SIOCONS¿$B$, :n$1S$k$NSGSOSJISS$SGS7$g$&$+!) ¢(B 

¿SB;dsO¿ (B Win , Unix gSBSHSbS$K$=$3$%*$G>\$7$/SOSISSSNSG!"$+SJS$ jE, Ev$J$3$H¿ (B 
é SB8@SCSFSkS+S$b$7$1$%°S;S$sS, !#z (B 

2£$B!tOBDJFO:nSOFq$7$$$+$b$M! Ք: (B 


Net Yaroze! Beginner's Forum Leader 

RedBug redbug@winter.try-net.or.jp 

--MESSAGE FILE 21423 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00020htm1l. html 


--MESSAGE FILE 21424 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000021htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: Wed, 28 May 1997 17:44:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <338BF052.6CBO@ymg.urban.or.jp> 

References: <5lmnliSq98@newsl.scei.co.jp> <redbugSff8d19970528155625@newsl.scei.co.j 
p> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> 2 SBS3SN%=SUSHSNS "SKDXEY>\S7S$%1%-%e%aSSSH! "SHS7$/S$0; qNASJSIS"S1SP!"3z (J 
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> Windows 95¿$BHGSN¿ (J SIOCONS;:$BS, :nSlSkSNSGSOSJSSSGS7SgS&S+!)¿ (J 


éSB!!¢ (JMacg SBHGSH$+2 (JX68000; $BHGSb:nS$1S=S&SGS9SMz (J (*%; 
--MESSAGE FILE 21424 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00021htm1l. html 


--MESSAGE FILE 21425 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000022htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: 30 May 1997 02:14:22 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 22 

Message-ID: <5mld5uS$6h7@newsl.scei.co.jp> 

References: <5mdhle$q5i@newsl.scei.co.jp> 
<338AA43E.B78@ymg.urban.or.jp> 
<338AE609.BF9@ymg.urban.or. յք» 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


In article <338AE609.BF9@ymg.urban.or.jp> 
kouzou@ymg.urban.or.jp writes: 


>¿$B!!9u¿ (BPS¢SBSX<B9T%U%! SSSkKSTSISNE>AwSrSd$CSFS$_S$*S7$?S,!"z 

>¢SBll¢ (B9600bpsz SBSKMnSHS7S5FSbz ( (Btimeout;$B$,=PSF!"5"SCSFS-— $^ a $s (B(^^; 
SS $BItS3SN>uBVSG6/@) )E*SK: F5 /FOS9SkSH&U% | 383k 31% 9SF %`$,2u$1$^$9; (B(¿SB5c¿ (B) 
>¢SB!tS-SASsSH; (Bshutdown -r now¿SBS9SkSHBg>fIWSGS7S?!#; (B 


> 
>2$B!!$3$1S0; (BMklinux: SBB&SNLdUBJS@SH; WSSS%S9! #3 (B 
>2$B!!%7S55S"Sk%S] !<SHS, 353] !<SHSSS1S?SNSO! "S3SN%P!<%8%qg% See “Ne 
>¢$B!!%Q%C%A!JIS,=PSFSSSISP!KEVSFS1SPBg>fIW$+Sb$7$1S%*S;Ss!#¢(B 


ESBS"SiSiSi¢c (B. 
binary ¢SBDL?. SNSHS- SO!"@)8f@~z-(B (RTS/CTS) ¢S$BSr@) 8£$+S1SFSkSNSG!"¢ (B 
ESBS=SNS"S?$5S,S*S+S7SSSNSGS7SgGSESMz (B 
ESBSHS3S"S (S:BP=hJ)K!SOSJSSSGS9¿ (8(՞՞չ 


MkLinux 2 SBSNSP !<%8%qg%S%S"SCSWSK4|BTS7S*S7Sg$&z (8(՞՞չչ 
¿SBEOn4; B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 


XMascot¿ paras —%c%ss%Z!<%s<B;NCf;¿ (8(՞՞) http://cclub.tutcc.tut.ac. jp/xmascot/ 
--MESSAGE FILE 21425 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00022htm1l. html 


--MESSAGE FILE 21426 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000023html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: 30 May 1997 02:26:37 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 47 

Message-ID: <5mldst$6h7@news1.scei.co.jp> 

References: <5lmnliS$q98@news1l.scei.co.jp> 
<redbug$f£8d19970528155625@news1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 
kouzou@ymg.urban.or.jp writes: 


>RedBug wrote: 

> 

>> gESBS3SN%=SUSHSNS"SKDXEY>\S7S$%1%-%e%a%S%H!"SbS7$/$0; qQNASJSIS"S1SP!"3 (B 
>> Windows 95¿$BHGS$N¿ (B SIOCONS; $BS, :nS1SkSNSGSOSJUSS$S$GS$7$g$&$+!) 

> 
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>¢SB!!¢ (BMacg SBHGSH$+ 2 (BX68000¿SBHGSb:nSlS=S&SGS9SM; (8(՞՞չ 


¿SBSOSS¿ (8(՞՞) 

ESBS ?SVSsS"SiSfSkSP!<S8SgSsSNin@. SO2DG=S@SH;WSSS*S9! #2 (B 

¿$B4pK\E*$K¿ (B PlayStation <-> ՔԸ ¿$B4V$NDL?.$O!"C1=c$J¿ (B 8bit non-parity 
ESBSGOTSISOSISFSSSkShS&SGS9!#¢ (BPS monitor ¿$B$rF0$+$9$N$O!"$=$3$i$K$3$m$, SCSFSSSk3 ( 
B 

Terminal soft :SBSG9TSIS&$3SHS, 2DG=SGS$9! #2 (B 
# UNIX ¢SBS@SHI8="SNz (B tip ¢S$B%3%*°sssI$G@) 8£SGS-S*S7S?! #2 (B 


¢SBLOBFSKSISkItJd, $O!"SP%S%I% jE>AwSNSb! <%ISGS9! #3 (B 
ESBS3SN%b!<%ISKSJSkSH! "3 (Blbytez SBS4SHSKz (B RTS չ582.980-Տոչ (8 on/off zSBS7SISSSHz (B 
¿SŠB<!$N%$G!<%?$, $*$/$i$I$F$-$^$; $s!#$^$7$3$A$i$+$i%G!<%?$rAw$k¿ (B 
ESBSHS-SKS$b!"z (BCTS ¿$B$,¿(B ON/OFF ¿$B$9$kK$NŠŚr3NG'$7$F$+$i$G$J$Š$H!"; (B 
PlayStation ¿SBS$S,%G!<%?S$SrSHS$SjS$S3SNS7S?$SjS9SkShS&SGS9!#;¿ (B 


¿SŠB$3S$SN¿ (B SIOCONS for T ¿SBŠG$ŠO!"$3Ś$N@)8f$r9T$J$&$?$a$K!"; (B 

tty ¢~SBSNA4SFSN@) 8£5!9=; B ¿SBSr; ( (B off ¿$B$K$7$F!"¿ (Bioctl ` NAE ¿$B<jF0$G 
2 (B 

RTS/CTS ¿SBSN@)8£f¿ (B/¿$B4F; Seana te ՊԱՐՈՆ (B 

# ¢SBS1SCS3S&E,EvVSK@) 8£S7SFS*S9¢ (ՇՊՀ 

# ¿$B;n9T: Տոր S ն աԱ j O O S sess 1sSYSk¿ (8(՞՞չչչ 


Mac ¿$B$d¿ (B X68k, Win95 ¢$BSJSI$SGSb!"$=S1$>$1@) 8£@~SN%3%s%H%m!<SkSN; EAHS_¢ (B 
( 


aoe! 1 S"SKSGS7$ 9365451! "$= SNItd,$r$* PRES cae ՈՐ <%_ZI%k¢e (B 
¿SB%=%U%H$, AHSaSk?MSJSiMFOWSK:n@.$G$-S$kS$H;WSSS$*S9! #2 (B 
ՀՏ» |լ "S3SN%W%m30%i% SGFCSK; (B UNIX ¿$BE*$JItJ,$O!"¿ (Bselect oe ՐՈՇ 


¢SBSrMOSSSFSSSkKE@SGS9S, !"S3S1SOC1SKF~ NOBISASNS25a8KSDS+9CSFSSSKS0818689! 42 (B 

(UNIX ¢SBSGSO!"Cl=cS$K; (B for zgSBSJSISG; (B loop ¢SBSr2sS7SFBTSD; (B(busy loop) 58595125 
H!" (B 
¿SBB>$NSW%m%; %9$K@)8f$,2s$i$J$/$J$C$F!"%7%9%F%`$N%9ľ%k!<%W%C%H$,7c8:$7$F¿ (B 
¿$B$7$^$$$^ ԱԱ ԱՅՑ (B select z:SBSrMQSSSF!"%+!<%M%kSKBTSASN=hM} ՏԷՇՏՏ:ՏԲ: (B 
ՀՏ8ՏՄՏ՞ՏՃՏՕՏ1ՏՇՏ9:, 

i որա Xxx OS ¿SBSK1-S8SF!"E,EVSJBTSASr9TSJS&ShS&¿ (B 
ESBSKSOSISPNISSSGS9!#¢ (B 


¿SBS$@$15S4B>SNS$7%9%F%`SGSbSDS/S3S#S;Ss$+¿ (B (^^) 2$B1~19$0$7$^$9! #2 (B 


¿SBEOn4¿ B ¿$B2d¿ (B (Go Watanabe) s tage etal Ն 

XMascot¿ pean %c%s%Z!<%s<B;NCf;¿ (B(^^) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 21426 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00023html.html 


--MESSAGE FILE 21427 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000024htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: Fri, 30 May 1997 18:49:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <338EA2B3.6D8B@ymg.urban.or.jp> 

References: <5mdhleSq5i@newsl.scei.co.jp> 
<338AA43E.B78@ymg.urban.or. յք» 
<338AE609.BF9@ymg.urban.or.jp> <5Smld5uS$6h7@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Go Watanabe wrote: 


> չ585"515151: (J... 
> binary z$BDL?.$NS$H$-SO!"@) 8f@~z (J (RTS/CTS) ¢$B$r@) 8£$+$1SFSkSNSG!"¢ (J 
> ¿SBS=SNS"S?SjS,S*S+S7SSSNSGS7SgS&SM (J 


¿SB!!¿(Jfile.c¿SBSNQG)8f@-Sr8+SFSSSkS"S?2SjSrSSS8SCSFS_S?SsSGS9S, !"¿ (J 
¿SB!!S@SaSGS7S?!#¿ (J 
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¿$B!!¿ (Uwait  $B$rA)$d$7$F$b$@$a$G$7$2?$7!"%A%'%C%/<+BN$r30$9$H;¿ (J 
£$B!!5"SCSFS-S*S; Ss$GS7$?¢ (Մ(2Տ8»Ք: (J) 


> ¿SBSHS3jJS"S(S:BP=hJ)K!SOSJSSSGS9¿ (J (“ ; 
> MkLinux ¿SBSNSP!<%8%sg%s%"% S$WSK4|BT$7$2S7$gŠ&¿ (Մ(՞՞չչ 


¿SB11511<%VškŠNLdBjJ$S+SbS751S25;Ss!#¿ (J 

¿$B!!¿ (dJMini-DinzSBS$rD>@\¢ (JD-sub; SBSKIQ49$9$k%1!<%SVSkSrGcSCSFS-SFS_ShS&S+SH!#¢ (J 
--MESSAGE FILE 21427 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00024htm1l. html 


oO 


--MESSAGE FILE 21428 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000025html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: Sat, 31 May 1997 11:50:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbug$ff8d19970531115009@news1.scei.co.jp> 

References: <5lmnliSq98@newsl.scei.co.jp> <redbug$Sff8d19970528155625@newsl.scei.co.j 
p> <5mldstS$6h7@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.215.62.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ա 


RedBug ~¢$BSG$9! #¢ (1 


playstation.ny.program.environment ¢SBSN¢ (B 

<5mldst$6h7@newsl.scei.co.jp> ¿$B$K$*$$$F; (B 

1997/05/30/ 02:26 ¢$B:"!"z (BGo Watanabe; $B$5$s$0=q$-$^$7$?!#¿ (B 

>>> ¿$B$3$N%=%U%HŚN$"$ŚkDxEY>\$7$$%I%-%e%a%s%H!"$b$7$/$0;qNA$J$I$"$1$P!"; (B 
>>> Windows 95¿$BHGSN¿ (8 SIOCONS¿$B$, :n$1SkSNS$GSOSJSS$$G$7$gS$&$+!) 3 (B 

>> 
>>¿ $B! !¿ (BMac¿SBHGSHS+; (BX68000:¿$BHG$b:n$1$=$&$G$9$Me (B(^^; 
> 

>¿SBSOSS¿ (8(՞՞) 

>¢ SBS?S$VSs$"SiS£SkSP!<S8SqgSSSN:n@. SO2DG=SRSH; WSSS*S9! #2 (B 


¢SBOJ2<CEN, ¿ (B 
>¿SBS@GS1S+B>SN%S7%9%F%`SGSDbSDS/S3jS*S;SsS+¿ (B(*%*%) ESB1~1g$O$7$*S9! #2 (B 


X68000 gSBHGSO5; =QE*$K2?SHS$+$JI$ j$=S&$G$9!#50!<SISN; QNAS"SkKS7! #2 (B 
GCC ¢SBSb%=!<%9S4SHz (B68¢SBHGSN; (BGCC¿S$BSG%$3%s%SsQ%S%k$9S1SPF0S/S@SmS&S7!#¿ (B 


ESBSHSOSS$ (!1"<{MWS+$i8@S ($Pz(B Win95 ¿SBHGSGS9S+!#¿ (B 
ESBS3SCSASNI}$O!&!&! &SdSCSFSGS-SISSS3SHSOSTSSSASMSESIST!&!&!&e (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 

beginners@FL.scei.co.jp 
--MESSAGE FILE 21428 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00025htm1l. html 


--MESSAGE FILE 21429 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000026html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?GyRCMj8kckdjIJCokJiQrJUEokIRsoQg==?= 
Date: 30 Jun 1997 18:20:55 GMT 

Organization: Net Yarouze (SCE) 

Lines: 46 

Message-ID: <5p8te7Sq8a@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.173 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBED#HO#S ! P#VSN; VSTSSSGS9S, !"$3$3!I4D6-!I$N=J$G$$$$$N$+$J!)¿ (B 


ESB: #! "#A#SHUFSHTFEFKSNETHZFP H4 |] HCHLHOHS?E (B ¿SB#r#e#v#2!sS#3!N (B 
ESBSZESSESHS"S HLEZHOFMHHEZS TAD 6—-SKSSS*S9!#SSSGS*SOSHS S*H#OH4EV! He (B 
ESBEV; ~$* 6bS, $I$+$C$?$N$G!"$I$/$I$/#1#2#0#M#H#Z$rGC$C$?$N$GSP%9$, 64056չ (B 
ESBFOSSSESSSFI"S*S!CYSS$GS9! #2 (B 


ESBSIS<$+!"S$$-SI$ 4SQ%0!<S"SCEWSr$7$2$/SISCS?SNSGS9S, | "ՏԱՏյՏ"Տ(տ::փ7ու (B 
¿SB#5K|$+$1$F!"SJ$sSHS+$7$hS&SH;W$$SS$S2$7$?!#¿ (B 


ESBETH2Z#PH44#rHeHVHE? | SH#E3BSTSSSG! "#CHYHRF#IHEXH#L HE CHE! \S*SGSTS+FOS-S*S;Ss! #2 (B 
¿SB!JS/$=!<#r#e#v#3!S#1SJSiSJS!!K¿ (B 
ESBS/SmSCS/S"SCSEWSOSGS-SISS#CHPHUSTSSSG! O# OSOSASASGS7S?! #2 (8(՞՞չ 


¿SB#M! P#BIWNYSO! "#P#O#SH#I#FT ! TS@SCS1!) IK! ] !d#T#2Z#PH4ERHCHVEZ ! S#BISGSO!#e (B 
ESBS=Sm$=Sm!"Sas8sc!<SGSISS#M! 2#BS,M_S7SSSHS3$m$G$9%M! #2 (B 


¿SB8uJd$SHS7SF$SO!o#5K|SG; (B 
¿SB#1!KH#A#T#EC!]#5#O#ORFRORM!?#B!NECHY#ER#I#X!<#P#2#O#O!N (B ¿$B!J!o#3!% SH#SK| !K;ç ( B 
¿SB !N#SE#sD!]#R#ATM#3#2#MSG!o#5!S sh5K|$OSASH% DSiSSSHS3S+!#¢ (B 
¿SB#2!K%Z%s%F%#%S"$` #2HOFOHM#HHHEZE (B ESB! T!o#3!S#6K| !K¿ (B 
ESBS*S!LSFQSJ@~SGS9SM! #2 (B 
¿SB#3!K#M#i#l1l#l#e#n#n#i#u#m#2!]#8#M1Q81HG¿(B ESB! TJ! o#4!% SH#3K| 1 Ke ( B 
¿SBSJSKSbS9SOSKHtcSSSDS+SJS/SFSb!&!&!&#N#T#41%#0%$ 114851 <Susssesmses7. 


ԱԱ ԱԽՆ Ն. k%/¿ (B ¿$B!J!o#1!% i (B 
¿$B7k9=<+J, ՏԱՏ ns 2 Ա Է-Ն $1$J$4SGCMCJSbOBS$! #2 (B 
LOBES TRECHYERITEX s s I (B ¿$B!J!o#1!%#4K|!K$*Cc$K$4$7; (B 


¿SB#6 !K#T#XSASCSWS; SCSHHEM! 2#B! \#K#OHPHRHOH2ZH#HOHO2 (B 

ISB!J!o#7K| !#9bSS!&!š!&¿ (B (T— T)¿SBSGSb5SS, SUS1S?S1iGcSCSFSkS+Sb!K; (B 

¿SB!JSGSDSD#T#XSK6=L#SO%SJS$S!"C1SK#M! ?8BSN#C#P#UBP1-SNB?$55SG!K;¿ (B 

¿SB!JSGSb8 _ 49#C#P#USJSiSSSsSSF%Sk%SASC%$WSO%SS%s+%sShSJS! !K¿ (B 

¿SB#7 K#A#R#DRATPHT#EFR#C!<#ATH#A#2#9#4#0!J0BD3j3!K$, 5$SSK?)SoSJ$SS+Sic (B 
¿SB#FT#ER#K#R#ATM!<#D#C#3#9#0#US+#U#WSKGcSSBXS(SF¿ (B ¿SB!J!o#1!% SH1K| !K;ç ( B 
¿SB%9%T!<%SIJQ2=ŠJS7!#<+8JK-!#¿ (B 
¿$B!J>/$7A0$O0%a%A%cOB$/$FNI$ŠS#S#C#S#I$@$C$?$N$K!":G6aCM$,>e$,$C$A$C$C$F!K;¿ (B 

¿SB#8!K#M#O$r30IU$1#1#2#8$+$i30IU$1#6#4#0$K!#!J!o#7K|!)$ASg$C$H2r$i$J$$!K¿ (B 


éE$BISS_SHS"SkK$+$b$7$1$*$;$s$, !"SIS1$S,SSSSSGS7SgS&S+!1)¿ (B 
¿$B!JI$?$V$s!"$9$ŞG$KGC$C$F$k; v$K$J$K$H; W$$$^$9$, !&!&!&!K¿ (B 


¿$B:G6a!"$*JY6/$7$F$IS$SNSG!"F|$,>:$C$?$i=)MUSNK\20$G>pJs<}=8$G$9!#z (B 
ESBSGSb!"S9SOSKSGSbGcSCSFSkS+Sb! &!&!&3 (B 


ESBS&SASN4D6—-S@SH! "#R#O#MS (3_SES1!<3?!<SNKD3EB<KS, CYS/SF!#SSSd!"4X78SISSS1STI! #2 (B 


¿SB#K#B#O:¿ (B 
--MESSAGE FILE 21429 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00026html.html 


--MESSAGE FILE 21430 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000027html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?1S0-2022-JP?B?GyRCMj8kckdjJCokJiQrJEokIRsoQg==?= 
Date: 1 Jul 1997 06:34:20 GMT 

Organization: Net Yarouze (SCE) 

Lines: 17 

Message-ID: <5pa8dcSru9@newsl.scei.co.jp> 

References: <5p8te7$q8a@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.207 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¿SB#1!K#A#TEC!]#5#ORORORM!?#BINECHYTREIRX!<#P#H2#O#B#O!N (B ESB! T!0#3!34#5K| ! Ke (B 
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>  ¢$B!\#S#D!] #RHAFM#3#2#4MSG!0#5!%S#5K| SOSASHSDS1iSSSHS3S+! #3 ( 


w 


¿ $BBg13$V$C$3$-$^$7$?!#¿ (B 
¿SB#CH#YRR#I#RX#P#24#0#F#0!NS,F0S+SJSSShS&SGS9!#¿ (B 
¿SB#A!<#T#RIF#NEDSN#HIPSGSOT6#X#T8F6#L!<#P#R#2F#0#0$SH=qS$SS$S$SFS"SC$?SNSG!"¿ (B 
¿SB#M#EX!]#P#RSN;v$G$S9S$S+$M!#; (B 
¿SBSG$b!"%U%Sk%$5%$%:$N%$N!1<%SIS,A4$S$FS5$S5$k$SH$S$$&SNS, LSNOSJ$s$GS9$,!&!&!&¿ (B 


ESBS"SH! "=) MUSGHP#5#5! <#V#PS, #1! S#2K| SGS"SCS?SNSG%/% oe S?$N$GS9S, ¿ (B 
¿SB#P#C#T!v#3!"#ATSH#A!V#4ASHSSS&SNS, !"S&!<SsSGS7S?!# (B 


¿SB7k6ISF%/%1i%S` SN#PHOH#VHESHO ! <#BH4SrS*SDS3SHSKS7$*°S7S$?! #2 (B 
2$B: #=5SNEZMKSKSOF~SCSFSkSGS7S$gS&!#! 0: #F | SOSTS+SCS$?!Kz (B 


¿SB#K#B#O: (B 
--MESSAGE FILE 21430 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00027html.html 


--MESSAGE FILE 21431 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000028html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: "MIKITA" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?I1SO-2022-JP?B?UmU6IBskQj1/JHJHYyQqJCYkKyRKJCEbKEo=?= 

Date: 1 Jul 1997 14:48:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01lbc862dS$be118200S50088bcb@gateway2000.ns1.sphere.ad.jp> 
References: <5p8te7S$q8a@newsl.scei.co.jp> <S5pa8dcSru9@newsl.scei.co.jp> 
NNTP-Posting-—Host: 203.139.8.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿$B7K6ISF%/%i%` SNHPHS#VHESHO ! <#BH4SrS*SDS3SHSKS7S%S752! #3 (J 
> ¢$B:#=5SNEZMKSKSOF~SCSFSkSGS7S$gS&!#!0:#F | SOSTS+SCS$?!Kz (J 

> 

> ¿SB#K#B#O¿ (J 
> 

2 $B%asb%j!<Gc$$$*$/S$jSCSFSSS&SNSHLENOE* 1 #2 (J 
(¿SBD68D?ME*SJ<qL#!#¿ (J) 


--MESSAGE FILE 21431 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00028htm1l. html 


--MESSAGE FILE 21432 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000029html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?1SO-2022-JP?B?GyRCMj8kckdjJCokJiQrJEokIRsoQg==?= 

Date: 3 Jul 1997 01:34:33 GMT 

Organization: Net Yarouze (SCE) 

Lines: 22 

Message-ID: <5pevj9S4gv@newsl.scei.co.jp> 

References: <5p8te7S$q8a@newsl.scei.co.jp> <S5pa8dcSru9@newsl.scei.co.jp> <0lbc862dSbe 
118200S50088bcbh@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 202.247.139.139 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


¿SBS3SsSPSsSo! "#MRITK#IWRT#AS5SS!# (B 


>¿SB%Sasb%j!<Gc$SS%*S/S$SjSCSF$SSS&SNSbLSNOE*!#¿ (B 
>(¿SBD68D?ME*SJ<qL#!#¿ (B) 
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ESBS=SE&S+S!! #2 (B 

éESBEM#L#K#HI#FTHAS SS SSFS0SiSUSHESCS+!<SGS9S+!) 2 (B 
ESBS—-SCSH#1#2#8#M0T>eSHS+S*SGA}@_S7SFSkKSHS+! #2 (B 

ESB; dSO%&%S$%SS1%&%S:SGS0O! "SU%S) SHS TSGSCSWSHS+; HSSS*S;SsS, !";HS&?MSOz (B 
2 SBSdSCSQ$4%a%b%4!<SOL,MWSISSSGS7SgS&SM! #3 (B 


ESBSESASN>1LIGSO! "#1#6!VEZ!I"#8! V#EZSGS9ISMSCSHKAS*SCSES*SOSTI"2T7S7TSS#M! 2#Be (B 
ESBGCSCS$?Sil"#D#L#M#MSOGCS&SH; WSSS*SOltsS, !"#3#2ZHM#LKGSGSTSGS&SM! #2 (8(՞՞չ 

¿SB!J#S#I#M#MSO;dSOGcSoSJSSSGS9S, !#!K¿ (B 
¿SB1J;dSN#8#M!v#2SCSF!"S3S1S+S1iSIS&S9S1SPSSSSSsS@!#>P!"#9#8S+#MRATCO9TS-S+SJ!K¿ (B 


¿SBS$S=$S1S$SH%_%1%K%"%`#2$O#77n2<=N$_$?$S$G$9$SM!##A#G#P!J$SG$S7$S2?$C$1!) !K$H$+Šb¿ (B 
¿S$B$"$k$+$i!"52%$,$J$S?M$SOG/Kv>!Ii$C$ŠF$H$3$G$7$Sg$S&S+!# (B 
¿$B!J; dSOS3$NH>G/$r>h$ j@Z$k$?$a$K2?$+GcS$$$*S9S, !"$?SVSs¿ (B 
ESBEMHYH#SH#t Hl#gqtuted#4#MSPSkS/!Ke (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 21432 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00029html.html 


--MESSAGE FILE 21433 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000030html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?UmUG6IBskQjI/JHJHYyQqJCYkKyRKJCEbKEo=?= 

Date: 4 Jul 1997 14:19:46 GMT 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <01bc8885$418cb6a0S5c088bcb@gateway2000.nsl.sphere.ad.jp> 

References: <5p8te7Sq8a@newsl.scei.co.jp> <5pa8dcSru9@newsl.scei.co.jp> <Olbc862dSbe 
118200S50088bcbh@gateway2000.nsl.sphere.ad.jp> <5pevj9IS4gv@newsl.scei.co.jp> 
NNTP-Posting-—Host: 203.139.8.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

> ¿$B$=$&$+$!!# (J 

> 2, SBEMHI#K#I#THAS5SSSSFS0SiSUS#ESCS+!<SGS9S4!) 2 (J 

> ~SBS-SCSH#1#2#8#M0T>eSHS+S*SGA}@_S7SFSkSHS+! #2 (J 

> ¿SB;d$O%S&%$%s%šI%S&%:SGSO!"%U%)%H%7%g%C%WSŠHŠ+;H$S$2S;SsS,!";H$&?MSO; (J 
> ¢~SBSd$CS$Q$j4%a%b%Sj!<SOI,MWSISSSGS7SgS&SM! #2 (J 

> 

> 
¿SBS&SASN>19g$O!"#1#6!v#2!"#81v#2$SG%9%m%$C%$HKdSASCSFS2AS9$7!"27875SS#M¿ (J 
¿SB!?#B;¿ (J 

> 


ESBGCSCS?Si!"#D#LEM#MSOGCSE&SH;WSSS*SOL#S, ! 'RT3#2#M#1KgSGS7SgS&SM!#¿ (J (“° 


> ¿$B!J#S#I#M#M$O; d$OGc$o$J$$$G$9$, !#!K¿ (J 

> 

¿$B!J; ASN#8#M! V#2SCSF!"S3S51S+SiSTS&ESISISPSSSSSSS@!#>P!I"#O#ES+HEMHAHCE (J 
¿SB9T$-$+$J!K; (J 

> 

> 
¿SB$=$1$H%_%1%K%"%`#2$0#77n2<=\$_$?$$$G$9$M!##A#G#P!J$G$7$?7$C$1!) !K¿ (J 
¿SBSHS+S$Db¿ (J 

> ¿$B$"$k$+$i!"5^$,$I$$?M$OG/Kv>!Iiİ$C$F$H$3$G$7$g$&$+!#¿ (J 

> ¢$B!J;dSO$S3SNH>G/Sr>h$ j@ZSk$ ?Sa$SK2?$+Gc$$$%*S9S, !"$?S$SVSs¿ (J 

> ¿SB#M#y#s#t#i#fqhukñe#f4#MsP%sk%s/!K;¿ (J 

> 

¿SB%0%1%SUS#%$C%+!<S$SK$ŠJ$SjS?SSSJS!!# (J 

¿SB%U%)%H%7%g%C%W9bS$Sh$JS!!#¿ (J 
¿SB#L#i#g#h#itiWwiaivieFOS+$J$SSJS!!# (J 

¿SB!&!&!&¿ (J 

¿SB%0%i%SU%S#%C%s+!<S8ScSJSSSGS9!#;¿ (J 

¿SB%sasb%j!<S,9%S-SJSQS1!&!&!&!#¿ (J 
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2 SBHAFGHPSOK<£S+S1S*°S9! #3 (J 
2 SBSGSbS0! <31SrGc$$Bx$ (SkKSNSOS-SDSSSCS9! #2 (J 
¿SB#P#e#n ¿ (J ¿SB#P#r#oSO#I#n#t#e#1lSKS9SFSiS1S?SNSGS7SgS&S+!&!&!&!# (J 


--MESSAGE FILE 21433 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00030html.html 


--MESSAGE FILE 21434 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000031html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?IS0-2022-JP?B?GyRCMj8kckdjJCokJiQrJEokIRsoQg==?= 

Date: 7 Jul 1997 13:44:19 GMT 

Organization: Net Yarouze (SCE) 

Lines: 46 

Message-ID: <5pqrrj$lfv@newsl.scei.co.jp> 

References: <5p8te7S$q8a@newsl.scei.co.jp> <S5pa8dcSru9@newsl.scei.co.jp> <01lbc862dSbe 
118200S50088bch@gateway2000.nsl.sphere.ad.jp> <5pevj9S4gv@newsl.scei.co.jp> <01bc888 
5S418cb6a0S5c088bch@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 202.247.139.199 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBSIS&Sb#EK#BHFOSGS 9! #¢ (B 


ot S j ՏՈՐ» 
>¿SB%SU%S)%SH%7%g%C%W9bSSShSJS!!# (B 


ESBSIS5$?$$5$; }$A$, SASCSO$ jBg; VSGS9SHSMS'! #2 (B 
$B: #SOL5M} $GSb! "S"SHSGSISISISPNISS$LUSGS9S$7! #3 (B 
¿SB>e<j$/$J$k?M$C$F!"$-$C$+$1$G$9$0>eC#$7$F$7$^$8&>19g$b$"$k$7!#¿ (B 


>ESBEL#itg#h#t HWHa#tV#CFOS+SISSSIS! !#z (B 

¿SB%1%SSH%&% (!<SVSCSFHSH#ECHEFIS, $/S1S?7E[S8S$c%@saSG$9$+!) 2 (B 
¿SB;dsS"S _ v2r$iSJSSSsSG!"SbSiSCS?SdSDSGK-B-SGS95S, 14: (B 
¿SB!JSHSSS&S+!"SSS8SCSFSJSSSGS9S1SI!K¿ (B 


>¿$B!&!&!&¿ (B 
>¿SB%0Si%$U%#%C%+!<$8ScSJSSSGS9!#¿ ( (B 
>¿$SB%Sa%sb%j!<$,9%$-S$SJS@S1!&!&!&!#¿ (B 


¿SBSSSd!"9%S-SJS1SSSSSsSGS9!#¿ (8(՞՞չ 
ESBC/$7$b!"$3S1S09%S— ee 55 ՆՐ 
¿SBKMSO!"%$j!<%:%J%V%$kS, 9%$-!#!J$?$^$KK=Av$9$k!K¿ (B 


>i $B#A#G#P$O<f$+$1$^$9!#¿ (B 
>¿SBSGSb%O!<%ISrGcS$S$BXS (S$kSNSOS—-S$DSSSCS9! #2 (B 
>i $B#P#e#né (B ¿SB#P#r#oSOfI#n#t#e#lSKS9SFSiS1S?SNSGS7SgS&S+!&!&!&!#¿ (B 


£SB%Z%S%?#2EP>1SGOBS/SISCS?Si!"9TS3SES+SIS!SH;WSCSFS*S7S?S, !"S*SoSjSK; (B 
¿SB2wS/;WSCSFSJSS?MS, B2S+$CS$S?SNSG!"CN<1SN>/SJSS;dSO!"SHSjS"S (S: (Թ 
¿SB#CHR#Y#R#I#X!J>PSj!<%$:SJ%SVSk! "#MEXSBESCSISSSGSO!KSKSTS*S7S?! #2 (B 


¢ SBHEAFGHEPSO! "$\ !<SIA4Tt=PS$=SmSCSFS+$iSGS$b0\ ITSONISSSH; WS&SNSG!":#S0¢ (B 
2SBCy$a$k; ~4|$GS7$g$&SM! #2 (B 

2£$B; dSO2fK}S$GS-SIS+S5CS?2S5NSG!"! JTHS#AHGHP ! KGCSCSASCSSS*S7S2?S151! #3 (B 
ESBHAHGHPSOE_SKSGSbGcS$S*S9! #3 (B 


¿SBS“S@!"40A40BDjS7SFS S;SsS,!"¿ (B 
TEKRAM-P5V30B4, 6X86LP200+GP,MIL2P/4N 
¿SB$G!"SH$jS"S($:2FS,1[S;S=$S&SGS9!#¿ (B 


¢ S$BSHSS$S$&$+! "SdSCSHF0S/S$*SGSKSbDSCSFS1$?7S+Si! "SK%e!<39=qg$-9~Ss$GSkS$sS@S1$SI!#z (8(՞՞չ 
¿SBKh2s!"SJSSS+%H%i%$V%jS“S9!#S3S1SOCN<1$,>/SJ$SSS+SiSJSNSHSSSS2C8: Ti 
¿SBSGS9SM!#!J>P!KSGS$b<+:nS$O!"%SO!<%ISSS8$Sj7ySSSJ;dSGSbLLGrS$SSCS9!*¿ 


ESBSbS&S8S-SYSSSASGSDSHSCSFS_S*S9! #2 (B 


¿SB#K#B#O;¿ (B 
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--MESSAGE FILE 21434 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00031htm1l. html 


--MESSAGE FILE 21435 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000032html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: =?iso-2022-4jp?B?VU5JWBskQiRHJE4zK0gvNEQ2ZLSRLJEQkKICRGGyhC?= 
Date: Sun, 27 Jul 1997 18:27:47 +0900 
Organization: PlayStation Net Yarouze 
Lines: 34 
Message-ID: <5rf4itS$4o00@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.16 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


Go¿ SB$5$s$dK\66$5S$s5S, :n$SCSF$/$1S5?SbSNSrSbSH$K; (BUNIX; SBSGSN3+H/4D6-Sr¢ ( 
ESB@0S (ShS&SH; WSCSFSSSKSNSGS9S, SISKSVSs:G6aK\3JE*SK; (BUNIX: SBSr;HSS=P3 (1 
ESBS7$?SbSNSGSh$/J,$+SiSISSSHS3SmS,$"$j5<ALdS$5$; SFSSS?S@S-S*S9O! #2 (B 


ww 


Gog $BS5$s$N%Z!<%8S+SiSSS1SkSD ! <3k$N%3%S%QSSSKSNS$3SHSGS9S, ¢ (B 
GCCESBSNS35S%Q%$ SKSNSHS 3$MSGSD$*$ 2 SSSFS$$*$9z (B(ESB8eSO$G$-$*$7$?z (B) 


gcc-2.7.2.2z:SBSNSH$ 3$m$G%=! <%9SKSQSCSASLTEVSFSKSHS$35$m$*SGSOSSSSSNSGS9S, ¢ (B 
7.2$B!!¢(BCompile 

% make LANGUAGES=c 

--MESSAGE FILE 21435 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00032htm1l. html 


--MESSAGE FILE 21436 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000033htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?iso-2022-jp?B?VU5JWBskQiRHJE4zK0gvNEQ2LSRLJEQKICRGGyhCKBskQ jpGGyhC ?= 
=?iso-2022-jp?B?GyRCOXcbKEIp?= 

Date: Sun, 27 Jul 1997 18:32:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <5rf4qh$4od@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.214.50.16 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1008.4 

X-MimeOle: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


¿SBS9SSS7S;SsSGS7S?¿ (B 
ESBSISCSHS, SD$:$SS?SNSGAw? .$, BGSAGZSiS1SFS7S*S$S$*S7S$? #2 (B 


Goz SBS5$s$dK\66$5$s$, :nSCSFS/S$15?SbSNSrSbSHSKz (BUNIX2 SBSGSN3+H/4D6-Sr3z (B 
ESBQ@0S (ShS&$H; WSCSFSSSKSNSGS9$, $J$K$V$s:G6aK\3JE*$K¿ (BUNIX:$B$r; H$S=P; (B 
ESBS7$ ?SbSNSGShS$/J, ՏՒՏԼ1ՏՄՏՏՏԱՏՅՏՈՏ, $"$j<ALdS5$; $ŞF$$$7$0$-$^$9!#¿ (B 


Gog $BS5$sS$N%Z!<%8S+SiSSS1SkSD ! <3k$N%3%S%0SSSKSNS$3SHSGS9S, ¢ (B 
GCCESBSNS35S%Q%$ SKSNSHS 3$MSGSD$*$ : SSSFS$$*$9z (B(ESB8eSO$G$—-$*$7$?z (B) 


gcoc-2.7.2.2:SBSNSH$3$m$G%=! <S9SKSQSCSASLTEVSFSKSHS$35m$*SGSOSSSSSNSGS9S, ¢ (B 
7.¿$B!!¿ (BCompile 


% make LANGUAGES=c 

¿SBCfN, ¿ (B 

Testing libgccl. Ignore linker warning messages. 
éSBCEN, ¿ (B 


xgcc: libgcc.a: No such file or directory 


5 
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0000970 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: 20 May 1998 22:13:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6jvkhoS4p15@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3561da91.821128@news.playstation.co.uk 


time 
whenever codewarrior allows, about 5mins a day :) 


music 
Kylie ( Greatest Hits) 
Debbie Gibson (Shake you love) 
Sonia (Everybody Loves) 
Terrorvision (How to make friends...) 
Tiffany (Hold an Old friends Hand ext 12" remix I kid u not!) 


—-MESSAGE FILE 2267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00970 


-—-MESSAGE FILE 2268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000971 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 

Date: 20 May 1998 22:15:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6jvklimS$4p16@chuka.playstation.co.uk> 

References: <3563024f.859426@www.playstation.co.uk> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3563024f.859426@www.playstation.co.uk 


rsl08@mdx.ac.uk (Robert Swan) wrote: 

>owing to the fact I can't afford the phone bills, I wont be spending 
>time putting stuff on the newsgroups, you'll be relieved to hear. I 
>will still respond through email though and announce new demos on 
>here. 


> 

>At least until I get some money from somewhere :) 
> 

>Sorry, but this is soooo expensive! 

> 


>Robert Swan 
>rsl08@mdx.ac.uk 
>http://www.netyaroze-europe.com/~middex2 


Dont you have free Uni connection? 


—-MESSAGE FILE 2268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00971 


—-MESSAGE FILE 2269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000972 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 
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¿$BJ8; zNSSK4A; zSr; H$$$?$S>19g$O;2 (B -DKANJI¿$B$rDI2C$7$F$/$0$5$$!#¿ (B (example: 
CFLAGS='-O -DKANJI"') 


¿SBSH=q$+S$1SFSSSkSNSGS9S, !1";dSKSOSoS+Sj)S“S;Ss!# (B 
¿SBCfN, SNSHS3SmSOSISNShS&SK5-=RS$S9S1SPSSSSSNS+65S (SFS/S@S5SkShS$S&S*4jSS?=S7>eS2% ¿(B 
ESBS9! #2 (B 


2 $B; HMQS7SFS$Skz (BOS; SBSO#F#r#et#ez (BBSD ŠB! !¿ (82.2.1:58Տ5659: (B 


¿SB@>EFED!!9L01¿ (B ¿SB!!%SM%$C%$HSdSmS&S<2q0w%J%s%sP!<;¿ (Bdrc01977 


¿SB0&12Bg3X!!:`NA9)3XG196¿ (B M2 
homepage http://www.netwave.or.jp/~kouichi¿$B!!¿ (B(7¿$B7nKvS SG: (B) 
mail ¿$B!!¿ (Bkouichi@en2.ehime-u.ac.jp 


¿$B!!¿ (B n_kouichi@jsn.justnet.or.jp 
¿$B!!¿ (B kouichiĝmail.netwave.or.jpė$B!!¿ (B(7¿SB7nKvS SG; (B) 


--MESSAGE FILE 21436 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00033html.html 


--MESSAGE FILE 21437 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000034htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: UNIX;SBSGSN3+H/4D6-SKSDSSSF; (B(¢$B:FAw3 (B) 

Date: 28 Jul 1997 17:14:22 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 37 

Message-ID: <5rikleS8qg@newsl.scei.co.jp> 

References: <5rf4qh$4od@news1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


¿SBSISbSISb!"S3SsSPSsSO!#S4S&SGS9!#¿ (B 


<5rf4qh$4od@news1.scei.co. jp>¢SBSN5-; vSKS*SSSF3; (B 
kouichi@mail.netwave.or. jpzgSBS5S$s$O=qS-S$*S7S?! #2 (B 


>¿SBS9SSS“ S;SsSGS7S?¿ (B 

> L $BZIC%H$, $D$:$$$?$N$GAw?.$, BGSA@Z$1$1$F$S7S2SSS2S7S?21# (B 

> 

> Go¿$B$5$s$dK\66$5$s$, :n$C$F$/$1$?$b$N$r$b$H$K: (BUNIX; $B$G$N3+H/4D6-$r¿ (B 
>¿SB@0S (Sh$&$H; WSCSFSSSkKSNSG$9S, SJUSKSVSs:G6aKN3JE*SK¿ (BUNIX¿SBSr;HSS=P¿ (B 
>¢$BS7S?SbSNSGSh$/J, $+SiSJISSSHS3Sm$,$"S5<ALdS5$; SFSSS?S@S-S*°S9! #2 (B 

> 

>Gog SBS5S$sSN%Z!<%8S+SiSSS1Sk%D!<SkSN%3%SS0%SSkKSNS3SHSGS9S, ¢ (8 
»ՀցՇՇՀՏՏՏԱՏՅՏՏՏՕՏՏՏԽՏԱՏԱՏՅՏոՏՇՏՁՏ՞Տ:ՏՏՏԻԲՏՏՏ՞Տ9չ (8(25886ՏՕՏ6Տ-Տ՞Տ7Տ532:չ (B) 


ESBSHSSS&SNSO; (B binutils ¿SBSHS+SOSAScSsSH$SGS-S?SHSSS&S3SHSGS7SgS&S+¿ (B? 


>gcc-2.7.2.2; SBSNSHS$3Sm$G%=! <% 9SKSQ%CSAS rEVSFSKSHS3$m$*SGSOSSSSSNSGS$9S, ¿ (8 
>7.¿$B!!¿ (BCompile 

>% make LANGUAGES=c 

>eSBCEN, ¿ (B 
>Testing libgccl. Ignore linker warning messages. 
>¿ $BCfN, ¿ (B 
>xgcc: libgcc.a: No such file or directory 
>% 
>¿ $BJ8; zNSSK4A; zSr; H$$$?SS>19g$0O2 (B -DKANJI¿$B$rDI2C$7$F$/$0$5$$!#¿ (B (example: 
>CFLAGS='-O -DKANJI') 

> 
>¿SBSH=qS+S1SFSSSkSNSGS9S, !";dSKSOSoS+SjJS“ S;Ss!# (B 

>¿SBCfN, SNSHS3SmSOSISNShS&SK5-=R$9S1SPS$SSSSSNS+65S (SFS/S@$S5SkSh$&S*4jJ$S?=S7>eS2S ¿(B 
>¿SBS9!#¿ (B 


¿SBS (SCSH! "CEN, SCSFSHS3S5mSO2ZhHLLSK%$a$C%; !<%8$, I=< (SSSISKSHSSSESASISNG (B 
¿SBS3SHSGS9!#<B:]SK<B9TS9SkItJ,SO¿ (B 5 ¿SBSNSHS3SmS@S1SGS9!#;¿ (B 
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¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s¢z(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¢$Bé6b¢ (B)¿$BE 
1%42 (B43b 

--MESSAGE FILE 21437 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00034htm1l. html 


--MESSAGE FILE 21438 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000035html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: =?iso-2022-jp?B?UmU6IFVOSVgbJEIkRyROMyt ILZRENi 0kSyREJCQkRhsoQg==?= 
=? iso-2022-4p?B?KBskQjpGOQXcbKEIp?= 
Date: Tue, 29 Jul 1997 02:49:01 +0900 
Organization: PlayStation Net Yarouze 
Lines: 38 
Message-ID: <5rimalS8sp@newsl.scei.co.jp> 
References: <5rf4qhS$4od@newsl.scei.co.jp> <5rikleS8qg@news1.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.45 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


>¿SBSISbSISb!"S3SsSPSsSO!#S4S&SGS9!#¿ (B 
ESBS *=i$G$9!"$3$1$+SiSbS$h$m$7$/$*4jSSS$$es7$*S9l#e (B 


>>Gog SBS5SsSN%Z!<%8S+SiSSS1SkSD! <SkKSNS3SSSO%SSKSNS3SHSGS9S, չ (B 

>>gccé SBSNS3%SZO%SSSkKSNSHS3Sm$GSDS$*S : $S$SFSSS$*S$9;z (8(չ5886օՏՕՏ6Տ-Տ՞Տ7Տ2չ (B) 

> 

>¿SBSHSSS&SNSO¿ (B binutils ¿SBSHS+SOSAScSsSHSGS-S?SHSSS&S3SHSGS7SgS&S+¿ (B? 


¿ SBB>SNSbSNS0%S3%S%SQSS%SkKSbL5; v$9$_=jDjSN>1= 42 (B/usr/local/bin ¿$B$K$$$m$$$m$J%D!<%k$, 
¿ (B 
¿SBS"SkS3SHShS3j¿ (B 


OK¿SBSGS7SgS&!#¿ (B 


> 
>¿SBS(SCSH!"CfN, SCSFSHS3SmSO2hLLSK%saSCS; !<%8S,I=<(S5S1SkSHSSS&SQ@Sl1SN (B 
>¿SBS3SHSGS9!#<B:]SK<B9TS9SkItJ,SO¿ (B % ¿SBSNSHS3SmSQ@S1SGS9!#¿ (B 


¿$B2?$H$=$1$Q$1$G$7$?$+!!¿ (B(*_*) 
¿SBSFSCS-S3j¿ (Bmake¿ SBSN%S* SWS 7SgSsSGSSSmS$$$mB3S/SbSsS@SH;WSCSFS*S7S?! #2 (B 


¿SB8eSO!"¿; (BGoz SBS5SSSN:n$iS$1$?S$dSD$G%SU% ! SSSkKE>AwWSNSFS9SHSr$7SFBhz (Bl¿$BCJ3, $O=*N; $G 
$9!#¿ (B 
mule; SBSIST$r; HSCSFS$$Sm$$$m$G$-$=$6STSNSG$3$1$+$iJY6/$7SF$_$°S9! #e ( 


ա 


¿SBS$S3S1S+Si4D6-Sr@0$ (S?$SSH;WSCSFS*S9S, STISKSVSs=i?4<TSI<TSGS9S+SiSHSSSASSS+SsS$J¢ (B 
¿SBS3SHSrJ9SSSFS7S“S&S+SbSoS+SjS*S;SsS,ShSm$S7$S/S*4jSSSSS?S7S“S9!#; (B 


ESBS"S IS, $H$&$4$6$$$^$7$?!#z (B 


éESB@>ED!!9L01¢ (B 

¿SBO0&I2Bg3X!!:`NA9)3XG196;¿ (B M2 

homepage http://www.netwave.or.jp/~kouichi 

mail kouichi@en2.ehime-u.ac. jp 
n_kouichi@jsn.justnet.or.jp 
kouichi@mail.netwave.or.jp(7¢SB7nKvS*SG; (B) 


--MESSAGE FILE 21438 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00035htm1l.html 


--MESSAGE FILE 21439 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
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0000036htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: =?iso-2022-jp?B?UmU6IFVOSVgbJEIkRyROMyt ILZRENi 0OkSyREJCQkRhsoQg==?= 
Date: Tue, 29 Jul 1997 04:05:26 +0900 
Organization: PlayStation Net Yarouze 
Lines: 25 
Message-ID: <5rigqp9$91r@newsl.scei.co.jp> 
References: <5rf4qh$4od@newsl.scei.co.jp> <S5rikleS8qg@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.22 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


ESB: FSS$9S$$%*S; $s<ALd$G$ 92 (B 


>>Go¿SBS5SsSNSZ!<% ԱՆՆ (8 
>>gccég S$BSN%3SS%Q%SSkKSNSHS3SmMSGSD$*$ : SSSFS$$*$9¢ ESB8eSOSGS-S$*S$7$2¢ (B) 
>>gcc-2.7.2.2¿S$BSNSH$3SmSGS=!<%9$K%QO% A E s ons snn s Gn 
Հ»7.:Տ581 1: (BCompile 
>>% make LANGUAGES=c ¢SBCfN,¢ (B 
>>¿$SBJ8;zNsSK4A;z$Sr;H$$$?$SS>19gS$O¿ (B -DKANJI¿$B$rDI2C$7$F$/$0$5$$!#¿ (B (example: 
>>CFLAGS='-O -DKANJI') 


make LANGUAGES=c ¿$BCfN, !!!!$04X78$"$K$N$G$7$g$&$+!); (B 
¿ŠBI!111111111111111111111111111010!0!0¿ (B 
¿SB%3%s%QO%S%SkCfSK% (S1!<S,=PSF?PIS_S$*S;Ss! իչ (B 


éESB@>ED!!9L01¢ (B 

¿SBO&I2Bg3X!!:`NA9)3XG196;¿ (B M2 

homepage http://www.netwave.or.jp/~kouichi 

mail kouichi@en2.ehime-u.ac.jp 
n_kouichi@jsn.justnet.or.jp 
kouichi@mail.netwave.or.jp(7¢SB7nKvS*SG; (B) 


--MESSAGE FILE 21439 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00036htm1l. html 


--MESSAGE FILE 21440 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000037htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: UNIX; SBSG$N3+H/4D6-SKSDSSSF3 (B 

Date: 30 Jul 1997 20:25:06 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 26 

Message-ID: <5ro7v2Sfcl@newsl.scei.co.jp> 

References: <5rf4qh$4od@newsl.scei.co.jp> 
<5rikleS8qg@newsl.scei.co.jp> 
<5riqp9$91r@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9!#SOSSSNSECYS/SFSIS*SSSGS9! #2 (B 


<5riqp9$91r@newsl.scei.co.jp>¢SBSN5-;vSKS$*SSSF3 (B 
kouichi@mail.netwave.or.jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>¿SB:FSSS9SSS*S;Ss<ALdSGS9;¿ (B 


> 
> >>GozSBS5$sSN%Z!<% es 
>>>gcc2 $BSN%3%S%0%S SkKSNSHS 3SmSGSDS8%S : SSSFSSS*S9¢ éSB8eSOSG$-$*$7$?2¢ (B) 


>>>gcc-2.7.2.2¢SBSNSH$3$m$G%=!<%9SK%Q% S O SSMS" SCSOSSSSSNSESIS, չ (B 
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>>>7.¢SB!!¢ (BCompile 

>>>% make LANGUAGES=c ¿$BCfN, ¿(B 

>>>¿ $BJ8; zNs$K4A; z$r;H$$$?$$>19g$0; (8 -DKANJI¿$B$rDI2C$7$F$/$0$5$$!#¿ (B (example: 
>>>CFLAGS='-0 -DKANJI") 


> 

> 

>make LANGUAGES=c ¢SBCfN,!!!!SO4X78S"SKSNSGS7SgS$&S$+!) (8 
>¿ŠSB!!1111111111111111111!11111110!0!0!0¿ (B 
>2SBS3%SSQSSSkCESKS (Si !<S$,=PSF?IS_S*S;Ss!#2 (8 


ESBS (SCSH! "STS&SSS&% (Si!<SJSNSGS7SgS&S+¿ (B? 

libgcec.a ¢$BS$,$D$/S1$sSHSS$S&N* SHSNSJSiL5; kS7$FLABISISSSG$9! #2 (B 

# ¿SBS3SN¿ (B gcc ¿SBSO¿ (B libgcc.a ¢$B$0;HSS$*S;Ss!#¢ (B 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿Š$BIa5Z%-%c%s%sZ!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (8) ¢SBE 
1342 (843Ե 

--MESSAGE FILE 21440 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00037html.html 


--MESSAGE FILE 21441 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000038html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: =?iso-2022-jp?B?UmU6 IFVOSVgbJEIkRyROMyt ILZRENiOkSyREJCQkRhsoQg==?= 
Date: Thu, 31 Jul 1997 21:37:38 +0900 
Organization: PlayStation Net Yarouze 
Lines: 29 
Message-ID: <5rqimpShjf@newsl.scei.co.jp> 
References: <5rf4qh$4od@newsl.scei.co. jp><5rikleS8qg@news1.scei.co.jp><5riqp9S$91r@ne 
wsl.scei.co.jp> <5ro7v2$fcl@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.24 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


>¿SBS (SCSH! "SIS&S$S&% (S$1!<SJSNSGS7SgS&S+¿ (B? 

>libgcc.a ¿S$B$,SDS/S1SsSHSSS&N`SDbSNSJSiL5;k$7SFLdBj$JSSSGS9!#; (B 

># ¿SBS3SN¿ (B gcc ¿SBSO¿ (B libgcc.a ¿SBSO;HSSS%S;Ss!# (B 

>—— 

>¿$BEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
>XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (B)¿$B 
153: (B43b 


% make LANGUAGES=c 


¿SBC£fN, ¿ (B 
case. "ce" in “ce” ) echo "";; ease ' -lgnumalloc 
ld : -lgnumalloc : no match 


*** Error code 1 stop 
éESBSH=PSFS3SSSQOSS%SkS, S9SHSCEWE (B 


Makefile¿$B!!$rJT=8$7$F!!¿ (Blgnumalloc;$B! !9TSrL58zSKS$7SFS$_$?Si>/S$7?0S$sS$G; (B 
ESBKtSISHSCSWS OSKSHSSSCS?SOSOSSSGS9! #2 (B 


¿$B$3$3$G$H$^$ŞC$F$5$C$0Q$J?I$_$^$; $s!#¿ (B(T_T) 
¿$B$465<x$h$m$7$/$*4J$$$$$7$7$^$9! +z (B 


¿SŠB@>ED!!91L01¿ (B 


¿SB0&12Bg3X!!:`NA9)3XG196;¿ (B M2 
homepage ¿$B0\E>Cf¿ (B 
mail kouichi@en2.ehime-u.ac. jp 


n_kouichi@jsn.justnet.or.jp 


--MESSAGE FILE 21441 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00038htm1l. html 
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--MESSAGE FILE 21442 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000039htm1l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.environment 
Subject: Re: UNIX; SBS$G$N3+H/4D6-SKSDSSSF3 (B 
Date: 2 Aug 1997 17:24:32 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 27 
Message-ID: <5rvqggSo3m@newsl.scei.co.jp> 
References: <5rf4qh$4od@newsl1.scei.co.jp> 
<5rikleS8qg@newsl1.scei.co.jp> 
<5riqp9$91r@newsl1.scei.co.jp> 
<5ro7v2S$fcl@newsl.scei.co.jp> 
<5rqlmp$Shjf@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<5rqlmpShjf@newsl.scei.co. jp>¢S$B$N5-; vSKS$*$SSF3 (B 
kouichi@mail.netwave.or.jpzSBS5SsSO=q$S-S*S7S?! #2 (B 


>ld : -lgnumalloc : no match 

>***x Error code 1 stop 

> 

>i SBSH=PSF%3%S%O0%SS%kS, S9SHSCSWe (B 
> 
>Makefile;$B!!SrdT=8S7SF!!¢ (Blgnumalloc;$B! !9TSrL58zSKS$7SFS$_$?Si>/S$7?0S$sS$G; (B 
>i SBKtS9SHSCSWS OSKSHSSSCS?SOSOSSSGS9! #2 (B 


ESBS&S*$*SS3!"S=S1SCSFS?$V$szi (B FreeBSD -$BSNFCDJSN%P!<%8%g%sSN$_¢ (B 
éESBSNLGBISNSHS&SI5S$S,$575°S9!#S?S7$+3 (B compat ¿SB4XO"SNSIS1S+Sr;¿ (B 

¿$BF~$1$1$P¿ (B libgnumalloc ¿$B$,F~$k$N$G!"¿ (BOK ¿SBSKSJSkSNS$SGS$SOSJSSS+SH;WSSSAS9!#¿ ( 
B 


¿SB;d4pKNE*SK¿ (B FreeBSD ¿SB;HS$SCS$SFS$SJSSSNSG!"S3S“S+SSS3SHS,ShS/SoS+SjS“S;Ss!# (B 
Makefile ¿$B$+$i¿ (B -lgnumalloc ¿$B$rS$HS1$P¿ (B OK ¿$B$N$h$&$J5$$,$7$^$9$,¿ (B... 
¿$B>/$7$S9S9$s$GS*$?%$9%H%C%$WS9Sk$HS-SOSIS&SJSkSNSG$7SgS&$+¿ (B? 


# ¿SB$S(!<$H:#F|S+Si;d (B3zSBF|$[SIN99ITSSS-S*S9SNSG! "JVEZCYS/SISKSH; WSSS*S9! #3 (1 


ա 


ՀՏ8Տ6ՏՕ 1) 1: (B 

¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s¢(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (8) ¢SBE 
1%42 (8435 

--MESSAGE FILE 21442 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00039htm1.html 


--MESSAGE FILE 21443 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000040html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!motohash 

From: motohash@ca2.so-net.or.jp (Jun MOTOHASHT) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?iso-2022-jp?B?UmMU6IFVOSVgbJEIkRyROMyt ILZRENi0kSyREJCQkRhsoQg==?= 
Date: 03 Aug 1997 06:58:47 GMT 

Organization: PlayStation Net Yarouze! 

Lines: 25 

Message-ID: <5slat2Spvr@newsl.scei.co.jp> 

References: <5rqlmpShjf@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.155.137 

Mime-Version: 1.0 (generated by tm-edit 7.74) 

Content-Type: text/plain; charset=ISO-2022-JP 

In-reply-to: "Kouichi Nishida"'s message of Thu, 31 Jul 1997 21:37:38 +0900 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (Unix) | 


ESBK\66SGS9!#¢ (B 


¿SB%sa!<%kS$SrS$S?S@SSS?SHS-ShSjSb?JE8S7SFS*SiSl1lSkShS&SJSNSG¿ (B 
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ESBS3SASiSKBPS7SF2SEZS7S$°S9! #¢ (1 


ա 


>>>>> In article <5rqlmpShjf@newsl.scei.co.jp>, 
"Kouichi Nishida" <kouichi@mail.netwave.or.jp> writes: 


> Makefilez$B!!$rJT=8S7SF!!¢ (Blgnumalloc;$B! !9TSrL58zSKS$7SF$_S$?Si>/S7?0$sS$G; (B 
> ¢SBKtS9SHSCSWSISkKSHSSSCS?SOSOSSSGS9! փ. (I 


ա 


CLIB=-lgnumalloc 

¿SBSr¿ (B 

CLIB= 

¿SBSHS7S?SHSSS&S3SHSGS7SgS&S+!#¿ (B 

¿SB;dS$SN4D6-Sb¿ (BFreeBSD-2.2¿S$SB7OSGS9S, S3S15SG@GS1SG%3%s%sQO%SSkS$SGS-S*S7S?!#¿ (B 


> ¿SBS3S3SGSHS*ASCSFS5SCSOSjJ?2JS_S S;Ss!#  (B(T_T) 
> ¿SBS465<xSh$mS$S7S/$*4jSSSSS?S7S“S9!#; (B 


¿SBSISNSh$S&SK%$9%H%C%WS9SkSNSGS7SgS&¿ (B? 


¿SBKN66¿ (B motohash@ca2.so-net.or.jp 
¿SB=5Kv$7$+%"%$/%;%9S7SFSSSJSSSNSG2sEz$SOCYS1S S9!#; (B 

--MESSAGE FILE 21443 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00040html.html 


--MESSAGE FILE 21444 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000041html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: =?iso-2022-4p?B?UmU6 IFVOSVgbJEIkRyROMyt ILZRENi0kSyREJCQkRhsoQg==?= 
Date: Sun, 3 Aug 1997 23:14:00 +0900 
Organization: PlayStation Net Yarouze 
Lines: 30 
Message-ID: <5s23v1lSqm5@newsl.scei.co.jp> 
References: <5rf4qh$4od@newsl1.scei.co. jp><5rikleS8qg@newsl.scei.co.jp><5riqp9S9lr@ne 
wsl.scei.co.jp><5ro7v2$fcl@newsl.scei.co. jp><S5rqimpShjf@newsl.scei.co.jp> <5Srvqgg$o3 
m@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.23 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


>¢SBS4S&SGS9! #2 (B 


>¢SBS&S* Տ $%!"S=S1SCSFS?SVSsz (8 FreeBSD ¿SBSNFCDJ$N$P!<%$8%g%sSNS_¿ (B 
>¿SBSNLdBjSNSh$&S$J5SS,S7$2S9!#S?$7$S+¿ (B compat ¿$B4XO"$N$I$1$+$r¿ (B 

>¿SBF-$1S1SP¿ (B libgnumalloc ¿$B$,F~$k$N$G!"¿ (BOK ¿S$SBSKSJSkK$SNSGSOSJSSS+SH;WSSS$S*S9!#;- 
(B 
> 
>¿ $B; d4pK\E* $K: (B FreeBSD 2$B;HSCSFSISSSNSG!"$3$*S+S$S$3SHS, Sh$/So$t+$j$*$;Ss!#z (B 
>Makefile ¿$B$+$i¿ (B -lgnumalloc ¿$B$r$H$1$P¿ (B OK ¿$B$N$h$&$J5$$,$7$^$9$,¿ (B... 
>¿SB>/$7S9S9Ss$GS$S*S?%9%SH%$C%$WS9Sk$HS-SOSIS&SJSkSNSG$7SgS&S+¿ (B? 


ESBSASCSHS3%SS0%3S%kS,SGS—-S*S7S?! #2 (B 
compat ¢SBSr%$%s%9%H!<%SkS9SkSH;: (BlgnumalloczSBS$,F~SjS=S1Sr%iSS$VSiSj!<SNSGS#S1S/SHS 56 
(B 
ESBSK%S3%T!<S9SkKS3SHSKSHS7S3SSSOSSSkKS, SGS-S*S7S?!#¢ (B 
¿SB!J<+J, $SGSb¿ (Bgmakez $B$r;H$C$?$45SSSmS$$$m;n$7$*$7$?S, ¿ (BGo¿ $B$5$s$N¿ (B 
¿SB018G@SGJRS, $D$$$F$7$^$$$^$7$?7!"$5$9$, ¿ (B_(. .) ¿SB!K;¿ (B 


585-521" (BGo¿ SBS5$s$N:n$i$1$2z (BSIOCONS¿ $BS$bz (BMakefile;SBSr>/S75SSS8SCSF%3%s%Q%S%k 
$,$GS-$“S7¿ (B 
¿SBS?!# (B 


¿SBS3S1$G!"SdSCSH¿ (BUNIX;¿SB>e$GSN%SD!<%k$, $=$3jS$SS¿ (BUNIX¿SB>esSG3+H/S$SGS-SkS$Sh$&SKSJS3jS S 
7S?!# (B 
¿SB2?EYSb<ALdSKEzS (ՏԲՏՏՏՉՏ0Տ-Տ"ՏյՏ SHSES4SESSS*S7S2! #2 (B 
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¢SB@>ED!!9L012 (B 

éESBO&I2Bg3X!!:~* NAY) 3X@196; (B M2 

mail kouichi@en2.ehime-u.ac. jp 
n_kouichi@jsn.justnet.or.jp 


--MESSAGE FILE 21444 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00041htm1l. html 


--MESSAGE FILE 21445 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000042html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.environment 
Subject: =?iso-2022-jp?B?UmU6IFJLOiBVTk1YGyRCJEckT jMrSC80RDYt JESkKRCQKJEYbDKEI=?= 
Date: Sun, 3 Aug 1997 23:36:20 +0900 
Organization: PlayStation Net Yarouze 
Lines: 37 
Message-ID: <5s258s$qod@newsl.scei.co.jp> 
References: <5rqlmpShjf@newsl.scei.co.jp> <S5slat2Spvr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.17 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


>éSBK\66$G$9! #2 (B 
>¿SB%šsa!<%skS$Sr$S$SS?S@SSS?SHS-ShSjSb?JF8S7SFS*SiS1lSkShS&SJSNSG¿ (B 
>¢SBS3SASiSKBPS7SF2sSEzS7S°S9!#¢ (B 

>> Makefile¿$B!!$rJT=8$7$F!!¿ (Blgnumalloc¿$B!!9T$rL58z$K$7$F$_$?$i>/$7?J$s$G¿ (B 
>> gSBKt%9SHSCSWS ISkKSHSSSCS?SO0SOSSSGS9! #2 (B 

> 

>CLIB=-lgnumalloc 

>¿SBSr¿ (B 

>CLIB= 

>¢ SBSHS7$ ?SHSSS&S3SHSGS7SgS&S+! #3 (B 

>¿ $B; dSN4D6-Sb; (BFreeBSD-2.2¢SB70$G$9$, $3S1S@S1SGS33SSOSSSkSGS—-S*S7S?! #3 (B 


ESBS4IV; VS"S3S,SHSES4SOSSS*S9!#z (B 
Gog SBS5S$sS$KSb$$S$m$$$m$ 465<x$$$?S$@S-22?SHS+S3SSSOSSSkS, 40N; S7S*S7S2! #3 (B 


Makefile: SBSNSSS8SCS?SNSO! ! չ (BECLIB=-lgnumalloc; $B! ! SNShS&SKz (B#zSBSrSDS1SF9TSbSmSHS 
bL58zSK; (B 

ESBS7S*S7$?! #2 (B 

¿$B$7$+$7!"; (B 
mallocz$BSOFOE*%a%b% j<hF@4X?tSGS"SkS$i$7$/¢ (Bmalloc4SBSrS$SOS:S9SNSO!"SJSsS+SdSPSSShS&S 
J¿ (B 

¿SB558,57825SbS$3SHSH!";(B 
Makefile;$BB>$N9T$K$b¿ (BMALLOC; SBSN5-=RS, $ "$C$ 2?6NSb5$$K$J$SCŠF4pKNE*$KSO$S:$S5SJ$SS[S&S 
rè (B 
¿SBSSSSSHI"S+SCSF¿ (B 
2 SBSK; WS$9~Ss$Gz (Bcompat :$B$+S$iz (Blgnumalloc.so.**¿$B$r%3%T!<$7$F%3%s%0%$%k$7$^$7$?! 
# (B 


¿SBKN66S5SsSN8@SoS1S?J])K!SKSDSSSFSD3NG'S7SFS_S“ S9!#¿ (B 
¿SBKt2?2S+SoS+SiSJSSS3SHS,S"S1SPShSmS7S/S*4jSSSSS?S7S2S9!1#¿ (B 
¿SBS$S"SjS, SHS&S$S4S6SSS*S7S?!#, (B 


¿ŠB@>ED!!9L01¿ (B 
¿SB0&12Bg3X!!:`NA9)3XG196;¿ (B M2 
homepage http://www.netwave.or.jp/~kouichi 
mail kouichi@en2.ehime-u.ac. jp 
n_kouichi@jsn.justnet.or.jp 


--MESSAGE FILE 21445 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
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00042հետ1. հետւ 


--MESSAGE FILE 21446 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000043htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jun Hoyano <kamakura@tky.threewebnet.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?iso-2022-jp?B? TUFYGyRCTVEbDKEpQUy 1QbHVnSW4=?= 

Date: Fri, 08 Aug 1997 02:45:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33EA09A4.BC9241D1@tky.threewebnet.or.jp> 

NNTP-Posting-Host: 210.132.132.33 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


¿SB#3#D#S#tHuldiilio#MIIATXMOSN#P#l#a#y#s#t#a#t#i#o#nMO%$SG!<%?EGS-=PS$7%W%i%0%$¿ (J 
¿$B%s!JD9$$!K$, ¿(J 

ESB=PS*S7$S?7SM! #2 (J 

éSBSI$s$+OCSKShSkSHSY%S%@!<$7$+Gc$ (STS$$=SE&STISSSGS9S1ST!"KMSbM_S7SS! #2 (J 
¿SB$JSsSH$+SJSsSJSSSNS+SJ!#¿ (J 

¿SBSJSsSM!<5SS$SbS9SkS1SI!#¿ (Մ 

ESBSSSAS*S&!"MWK>SHS7SF!#%03S! #2 (J 

¿SB!!¿ (J 

¿SB!!¿ (J 


--MESSAGE FILE 21446 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00043html.html 


--MESSAGE FILE 21447 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000044html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Minoru Kondou" <kon@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: ¢$B3+H/4D6-2~A10F!&!&$HS+8@SCSFS_S$k!"3 (J 

Date: 14 Aug 1997 16:51:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <0Olbca8d2$8eaf8f£80S0100a8c0@PC-9821AS2_u2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.175.233 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB$JSs$+5$$, IUS/S$Hz (12; SBK|DxJ'$C$FS+$i; (J1¿$BG/6a$/2?$b$7$F$$$J$$5$$, $Ş9Ş$K!&!&!&!& 
¿(J 


¿$B$G!"860x$0!&!&?'!9$"$kK$N$G$9$, !"FCSK#P#S ! ] #P#C4VE\B3S, 5$$KF~$i$J$+$C$?$0o$1¿ (J 
ZSBSGS9!"3 (J 

$ SBDCS1! <SHE>AwSG$"$k37% 4%" SkE>AwSr :NMOQ$5$15$F$$$k$?$a! "OEL [E*$K3*$s%asb%4j%2e (J 
¿SB!<%` 3+H/SD!<SkS_S?SS$SISHS3SmS,$"Sj!"8BDj$5$1$9$.SFSSSF:n$jS?SSSbDSNS, <+M3¿ (J 
¿SBSK:nS1$JSSSH46S8S?S+SiSGS9!#¿ (J 


¿SBSG!":G6aFbFMSK;WSSIUSSS?SNS, ¿(J 
ESB! V#P#SSr#L#AFN@\B3SGS-SISSS+!) Ա: (J 


¿SBSCSFS3SHSJSSSGS9!"¿ (J 


2 SBSMSCSHSO! <3/SI Si SSSVEYSN@_Dj$r$asb%jS+!<SIEySKF~S1ISKSHS7SF!&!&!&¢ (J 
2SBSO!<%1<~$ 4! SHLFAHNS "S@SWS? !KSHz (Jtcp/ipe SBEy$rAH$_9~$s$@5/FO%GS#393/!"¢ (J 

2 SB5/FOSG3#%9%/ SKSFSMSCSHSO! <3/SIZiS$SV! JHPHCSNSI Si SSSV!KSNS3%SSUS#S0SUS! ՏՏՋԱչ (J 
¿$B!JFI$_9~; (J 

2SBS_%US!SSSkSNSQ%9 ! "SWSmS0%iS> L>SN; XDISTSI!KSrFIS_9~S_!"<BOTSOSk! #3 (J 


¿SBS !"@1MQSO!<%ISH$+5/F0%G%#%9%/SŠHSŠ+I,MWSG$9$7!"8D?MSG:n$1$Sk%$7%9%F%`9=@0.S$8$c¿ (J 
¿SBSJSSSsS$SG!"S?$@SN6uA[SK=*S$SoSk$sS$SGS7SgS&SMS'!&!&¿ (J 


¿S$B$SG$b!"$3$1$,=PMh$k$H;v<B>e#C#D!]#R#O#MS$SrD6$ ($KE>Aw%1!<%H!&MFNL$,<J$KF~$k!&¿ (J 
¿SB!&!) ¿ (J 
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ESBSGS-S1SPSSSSSNSK!&!&! #2 (J 


¿SB!!!!111111S3Ss¿(J E-Mail:kon@fa2.so-net.or.jp 


--MESSAGE FILE 21447 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00044htm1l. html 


--MESSAGE FILE 21448 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 

0000045html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?ISO-2022-JP?B?GyRCMyt ILZRENi0yfkExMEYhHIJiEmJEgkKxsoQg==?= 
=?1SO0-2022-JP ?B?GyRCOEAKQyRGJF 8kayEiGyhC?= 

Date: Fri, 15 Aug 1997 02:46:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <19970815024652beru@fa2.so-net.or.jp> 

References: <Olbca8d2$8eaf8f£80$0100a8c0@PC-9821AS2_u2.so-net.or. յք» 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ESBS+SDSGS9! #3 (B 


n 


¿SB#L#A#N@NB3S9SKSNSK; ?@.SGS9!#¿ (B 
¿SBS=S$S1SK¿ (BCUT¿SBS, 5SSKF~SiSJSSSIAG?MSJSbDSNSG! "3 (B 
WIndows¿ $B>e$G$b3+H/$G$-$k$h$&$K$7$F$[$7$$$G$9!#¿ (B 


ESBS"SHz (BCESBS$%S%?27 SWS IS ?SDM_S7TSS!&!&!1 #2 (8(՞՞չ 
ESBSFS9ISHS7TSIS, $i3X$sS$G9TS-S?SSSGS9! #2 (B 
> 
>¢ SBSMSCSH%O!<%/SISi SSSVEYSN@_DjS$r%asb%j%S+!<SIBySKF~S1SkSHS7SF!&!&!&2(B 
>¢SBSO0!<S1<~$5! TSHLFAHNS"SQSWS? !KSHz (Btcp/ipz SBEySrAH$_9~S$s$@5/FOSGS#%S9%/!"3 (B 
>2SB5/FO%G%#%9%/SKSFSMSCSHSO! <S/SISiSSSV! TEPHECSNSI Si SS SV! KSNS3SSSUS#S0SUS!SSSkzE (B 
>2SB!JFIS_9~¢ (B 
>2SBS_%U%!%3S%kSN%Q39!"SwWSm%0%i%* L>SN; XDISJSI!KSrFI$_9~$_!"<B9OTS9Sk! #3 (B 
> 


>2SBS*!"@1MQ0%0!<%SISHS+5/FOSGS#%9%/SHS+I,MWSGS9S7!"8D?MSG:nS1Sk%7%9%SF%° 9=Q0.$8$c¿ (B 
>¿SBSJSSSsSG!"$?$@SNGuA[S$SK=*SoSkSs$G$7SgS&SMS'!&!& (B 

> 
>¿SBSGSb!"S$S3S1$,=PMhSk$H;v<B>e#C#D!] #R#O#MSrD6S (SKE>AWS1!<%H! &MFNLS, <jSKF~Sk!&z (B 
>¿$B!&!)¿ (B 
>zSBSGS-S1SPSSSSSNSK!G!&! #2 (B 
> 


l10BaseT¿SBSHS+SG7RS2SiS1SJSSSsS@SmS&S+!)¿ (B 
¿$B$=$1$J$i#1K|1_$/$i$$$G: (BPC-PS¿$BB&$N5!40$H$b$K¿ (B 
¿SB<B8=S$SGS$S-S$S=S$S&!&!&!&!#¿ (B 


¿SBSGSb¿ (BPS¿SBSNDL?.%] !<%H<+BNS, S$S=S$SsS$SJSKB.S$S/SJSSSGS7SgS&SM!#;¿ (B 
¿SB3HD%S%]!<%HSJSsS+;HSoS;SFSbSiS (SJSSS@SmS&S7!#¿ (B 

--MESSAGE FILE 21448 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00045html.html 


--MESSAGE FILE 21449 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000046html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Minoru Kondou" <kon@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: ¢$B3+H/4D6-2~A10F!&!&SHS+8@SCSFS_Sk!"z (J 

Date: 15 Aug 1997 15:32:54 GMT 

Organization: PlayStation Net Yarouze 

Lines: 29 


Net Yaroze newsgroups message dump.txt Page 14380 


Message-ID: <01bca990$b2390f80S0100a8c0@PC—-9821AS2_u2.so-net.or.jp> 

References: <Olbca8d2S8eaf8f80S0100a8c0@PC-9821AS2 u2.so-net.or.jp> <19970815024652b 
eru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.175.90 

X-Newsreader: Microsoft Internet News 4.70.1161 


> l10BaseT¿SBSHS+SG7RS2SiS1SJSSSsS@SmS&S+!)¿ (J 
> ¿$B$=$1$J$i#1K|1_$/$i$$$G; (JPC-PS¿$BB&$N5!4o0o$H$b$K; (J 
> ¿SB<B8=S$SGS-S=$&!&!&!&!#¿ (J 


£92 


3%s%7%g%C%sWSŠrSVSiSVSiS7SFS?Si!"#P#CSN%QSiSlSkS] ¿O (J 
s%?%] !< (J) ¿SBSKQNB3S9SKk#L#ATNS"%@%W%S?Šr8+SDS1!";WSoz (J 


¿SB!V$3$1$C$FG[@~JQ99$7$F!"%=%U%H:n$1$P#P#SŠGŠDŠ+$ (S$SJSSS+$J!W (J 


ESBSISTSHOMS (SF$S7S2SSS S7S?!# (J 


> ¿SBSGSb¿ (UPS¿SBSNDL?.%] !<%H<+BNS, S$S=S$SsS$SJSKB.S/SJSSSGS7SgS&SM!#¿ (J 
> ¿SB3HD%s%]!<%SHS$SJSSS+;HSoS;SFSb$SiS ($9J$SSS@SmS&S7!#¿ (J 


¿SBSdSCS$SOS3j3HDS%S]!<%SHSr;HSSS?SSSGS9SM!":#SNSHS3Sm3HDSS] !<;¿ (J 
¿SB%SHSr;HMQS$S9S$Sk5!4o$,=PSFSSSJSSSoS1SGS9$7!"S3SNS*S$S A #S#F#CSN;¿ (J 
éSBMMSK; HSoS1SISS2DG=@-SbS"S5S*S9S+Si!I>P!Ke (J 


ESBSGSb! "#P#SSN3HD%%S] !<SHSCSF!"SISs$J;EMMSIJSsSGS7SgS&SM!"3 (J 


¿SB!!!!111111S3Ss¿(J E-Mail:kon@fa2.so-net.or.jp 


--MESSAGE FILE 21449 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00046htm1l. html 


--MESSAGE FILE 21450 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000047html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: =?ISO-2022-JP?B?GyRCMyt ILZRENi0yfkExMEYhHIJiEmJEgkKxsoQg==?= 
=?1SO0-2022-JP ?B?GyRCOEAKQyRGJF 8kayEiGyhC?= 

Date: Sun, 17 Aug 1997 14:20:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <redbug$dd1e19970817142015@news1.scei.co.jp> 

References: <0Olbca8d2S8eaf8f80S0100a8c0@PC-9821AS2_u2.so-net.or.jp> <19970815024652b 
eru@fa2.so-net.or.jp> <01bca990Sb2390f80S0100a8c0@PC-9821AS2_u2.so-net.or.jp> 
NNTP-Posting-Host: 202.215.109.114 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.environment ¿SBSN; (B 
ՀՕԼԵՇՃ9905Ե239088050100886060ՔՇ-9821452 ս2.50-ոճե.օԷ.յք» ¿SBSN¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/08/15/ 15:32 :58:" "(8 

"Minoru Kondou" <kon@fa2.so-net.or.jp>¢SBS5SsSO=q$-S*S7S?!#¢ (B 


>> ESBSGSb; (BPSzSBSNDL?.%] !<%H<+BNS, S=SsSJSKB.$/SISSSGS7SgS&SM! #2 (B 
>> ¿$B3HD%%]!<%H$J$s$+;H$o0o$;$F$b$i$ (SUSSSQSMSEST! #2 (B 

> 

> 

>¢SBSd$C$Q$ j3HD%%] !<SHSr;HSSS?SSSGS9SM!":#SNSHS3$m3HD%S%] !<¿ (B 
>¢SBSH$r;HMQS9Sk5! 40S, =PSFSSSISSSOS1SGS9ST!"S3SNS*°S*#SH#F#CSNz (B 

>¢ SBMMSK; H$0o$1$J$$2DG=Q0-$b$"$Jj$^$9$+$i!J>P!K; (B 
> 

>zSBSGSb! "#P#SSN3HD%%] !<SHSCSF!"STSs$J; EMMSUSsSGS7SgS&SM! " չ (B 


PCI ¢SB%PS9SK6aSSSHSN! JSiST7SS!KSGS9! #2 (B 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 

Date: 20 May 1998 22:20:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6jvkv1S4p17@chuka.playstation.co.uk> 

References: <3563024f.859426@www.playstation.co.uk> <3562fdd2.11106220@news.scea.son 
y.com> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3562fdd2.11106220@news.scea.sony.com 


matth@bellatlantic.net (Matthew Hulett) wrote: 


> 

>>Sorry, but this is soooo expensive! 

> 

> That's really too bad... I don't know all the ins and outs of ISPs 


>in Europe, but wouldn't it be possible to find an ISP that charges a 
>flat rate, irregardless of hourly usage? I may be stuck at on a slow 
>33.6 modem, but I get unlimited usage for $20/month. 

> 

>-Matt 

> 


Its not the ISP, its the telephone/cable companies who bleed you dry over here. 


—-MESSAGE FILE 2269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00972 


—-MESSAGE FILE 2270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000973 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Wed, 20 May 1998 23:00:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <35636069.1854344@news.playstation.co.uk> 

References: <3561da91.821128@news.playstation.co.uk> <3562CCFA.5E64@writeme.com> <35 
630D74.7307137D@ndirect.co.uk> 

NNTP-Posting-Host: p47-rail-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 20 May 1998 18:05:56 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


> 

> 

>James Rutherford wrote: 

> 

>> Is anybody 'ardcore enough to program to white noise? 
> 

> 

> 

>Aphex Twin, especially the Come to Daddy E.P. - you don't get much closer 
>to white noise than that! 

> 

>But seriously, I listen to: 

> 

>William Orbit (Strange Cargo 3, Hinterland) 

>Maddona (Ray of Light - ah... more William Orbit) 


>Orbital (anything) 

>The Orb (anything) 

>...Hmm is there a pattern here?... 

>Prodigy (anything) 

>Senser (first album... Stacked Up? ...not sure if that's the title) 
>Pink Floyd (anything, but mainly Animals, Meddle, Wish You Were Here) 
>Ozric Tentacles (anything) 
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¿SBSSSd!"SISCS+SGS=S&J9S$S?S@S1SJSSsSG!":,SrSOSJSSSSSGS9S1SISM!#¿ (B 

Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

--MESSAGE FILE 21450 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00047html.html 


--MESSAGE FILE 21451 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000048html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.environment 

Subject: X-window keyboard =?ISO-2022-JP?B?GyRCQF9EahsoQg==?2= 
Date: Tue, 19 Aug 1997 22:49:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <19970819224912mukunasi@tama.or.jp> 
NNTP-Posting-Host: 203.139.10.210 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


2$B!!1%3%/%4%3!<%OQSG$9! #2 (B 


¿$B!!8=:_¿ (B Linux+Win952;$B4D6-$G3+H/S7SFSSS*S9!#¢ (B 


¿S$SB!!¿ (Bsamba 2$B%U%!%$%k6&M-S7$Fz (BWin95, DOSzSBAkKSNz (BVZ ¢SBSG% (SG%#%3C%HS7SFSSS*S75 
?$,¿ (B 
¿$B2~9T%3!<%I$H%U%!%$%k=*N;%3!<%I$, OcS&S_S?SSSGSES*S/SSS-S*S;S5! Ք, (B 


¿$B$=$1$G!"¿ (BX-Windows¿$B>e$G$d$m$&$H$7$F$$$^$9$, %—-!<%\!<%I@_Dj$r#1#0#6$K$9$kJ}K!$, 
¿ (B 
¿$B$h$/J, $+$j$^$; $s$0$+$k?M$$$?$i65$ (SFS/S@S5$S$! #2 (B 


éSB!!S*S?¢ (Bunix;SB>eSG; (Bvz; $B$HF1$8%-!<A` :n2DG=$J% (SGS#S2!<S,S"SIS*ST7S?SiS=S1Sb65$ 
(SFS/¿ (B 
¿SBS@S5SS!#¿ (B 


¿S$ŠB%3%/%3%S3!<%Q¿ (B <mukunasi@tama.or. jp> 
--MESSAGE FILE 21451 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00048html.html 


--MESSAGE FILE 21452 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000049html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: Re: X-window keyboard ¿$B@_Dj¿ (B 

Date: 22 Aug 1997 18:55:10 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 40 

Message-ID: <5tknaeSq3v@newsl.scei.co.jp> 

References: <19970819224912mukunasi@tama.or.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26(Fri) 


ESBS4S&SGS9! #2 (B 


<19970819224912mukunasi@tama.or.jp>¢SBSN5-; vSKS*SSSF¢ (B 
mukunasi@tama.or.jpzSBS5$sSO=q$-S$*S7S$?!#¢ (B 


>2$B!!%3%/%45%3!<SQSGS9! #2 (B 


on are Linux+Win95¢$B4D6-S$G3+H/S7SFSSS$*°S9! #2 (B 

ee ¢SB%U%! 3$%k6&M-S7SFz (BWin95, DOS: SBAKSNz (BVZ ¿$B$G%(%G%#%C%H$7$F$$$^$7 
ԱԱ ԱՆՆ eee Sk=*N;33!<SIS, 0OcS&$_S$?$S$GS&S*S/SSS-S*S;Ss! #2 (B 

>¢SBS=S1SG!"¢ (BX-Windowsz SB>eSGSd$m$ &SHS7SFSSS*°S9S8,%5-!<3\!<S1@_DjSr#l#O#6SKSIOSKI}K!IS 
E E aa EE akuspa si ask 
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2SBS(!<SH!"z (BOS ¿$B$SO¿(B Linux zSBSGS7$?ShS$M! #SASgSCSHSQ%C%1!<%8SKShSCSF3 (B 


¿$B$3$H$J$k$+$b$7$1$^$; $s$, !"¿ (B/etc/XF86Config ¿$B$^$?$0: (B /etc/X11/XF86Config ¿$B 
SN¿ (B 
Keyboard ¿S$ŠBSN%;%/%7%g%sSr;¿ (B 
Section "Keyboard" 
Protocol "Standard" 
XkbRules "xfree86" 
XkbModel "3p106" 
XkbLayout "JD" 
EndSection 


¿SBSNShS&SKS9SKSHNISSSTSbS7S91S S;Ss!#¿ (B 


>2SB!!$°S?z (Bunix¿ $B>e$G; (Bvz¿SBSHF1$8%-!<A`:n2DG=$J%$ (%G%#%?!<$, $"$j$^$7$?7$i$=$1$b65 
$ ($F$/¿ (B 
>¿$BS@S5$S!#¿ (B 


¿SBS&!<$`!"$IS&SGS7$SgS&!#¿ (Bmule ¢S$BSN@_Dj%U%!%S%kSGS=SNShS&SJISDSNS, ¢ (B 
¿$BS"$C$?$hS&$I5$$0$7$^$9$, !"=j:_$I$IŞO3P$ ($F$$$^$; $s! #2 (B 
ESBS9S_S*S;Ss!#2 (B 


# mule ¿$B$O$"$i$f$k%3!<%I70$, $"$D$+$ ($FJIXMx$J$N$OJXMX$G$9!#; (B 
+ ¿$BA`:n$K$I$1$k$^$G$, BgIQS+$b$7$1$^$; $s$,¿ (B... 


¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ 

--MESSAGE FILE 21452 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00049htm1l. html 


--MESSAGE FILE 21453 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000050html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Shusuke Tsunoo" <tunoo@qa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Re: SIOCONS for UNIX 

Date: 25 Aug 1997 17:40:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5tsg37S5cp@newsl.scei.co.jp> 

References: <5lmnliSq98@newsl.scei.co.jp> ՀԷՇՎԵսցտքք841997052815562560ոճատ1.ՏՇ61.Շօ.37 
p> 

NNTP-Posting-Host: 210.132.234.171 

X-Newsreader: Microsoft Internet News 4.70.1157 


RedBug <redbug@donk.ne.jp> wrote in article 
<redbug$f£8d19970528155625@newsl.scei.co.jp>... 


> 

> 2 SBS3SN%=SUSHSNS "SkDXEY>\S7S$%1%-%e%a%S%H! "SbS7S/S0; qNASJSIS"SISP!"3 (J 

> Windows 95¢SBHGSNz (J SIOCONS:SBS, :nS1SkSNSGSOSISSSGS7Sg$&S+!) Հ (J 

> ¿$B;d$O¿ (J Win , Unix ¢$BSHS$b$K$=$3$*$G>\$7$/SOSISSSNSG!"S$+SJIS jE, Ev$SJ$3$H¢ (J 
> eSB8@SCSFSkS+SbS7S$1$°S;SsS, !#¿ (J 

> ¢SB!tOBDJFO:nSOFQS7$S$S+$bSM! #2 (J 


¿SB%7%j%"%k4X78Sr!"#W#i#n#3#2Sr%3!<%kS9SkShS&SKS9S1SP!"¿ (J 
115200bpsz $BSGz (Jcom1-4?¿$B$^$G; H$ (SkSOS:! #2 (J 
siocons.exe load.exe ... ¢SBSHS+SN%=!<%95S,S"S15SP¢ (J 
¿SB4JC1$SK$GS-S=S&S$SJSNSGS9S, ! "S=! <%$9%j%9%H$O8x3+S5S$S1$JS$SSSNS+SJ!)¿ (J 


PC9821XazSBSGz (0115200bps¿$BS,;HS (SkShS&SKSISCSFIXMxSISNSGS9S, !#¿ (J 


--MESSAGE FILE 21453 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00050html.html 


--MESSAGE FILE 21454 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000051html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 
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Newsgroups: playstation.ny.program.environment 

Subject: Re: X-window keyboard =?ISO-2022-JP?B?GyRCOF 9EahsoQg==?= 
Date: Sun, 31 Aug 1997 23:12:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <19970831231201mukunasi@tama.or.jp> 

References: <19970819224912mukunasi@tama.or.jp> <5tknaeSq3v@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESB! !3 (B/etc/X11/XF86Config ESBSrJQ99S7S?S$iSKES*$/SSS-S*S7$?! #2 (B 
2SB8=:_2 (BVizg SBSG%=%13C3HDL? . 3W3mS03i3° Srt( (SGS#SCSHCE! #2 (B 

VZ SBSN<! SKSIS1SFSSSk% (%G%#%?!<$G$9! #2 (B 

ESBS [S9SHSWSMSOSIiS :nSkS@S1SG#ITNKVS,MhS=Sé&SI5SG[SGS9!#¢ (B 

ESB! !#PHESS/SIiSSS"SSSHSOSITSSS+SNS5SSEWEKSLSOS/SkKSTS+SISSS+SI!<!'3 (B 


¿S$ŠB%3%/%3%S3!<%Q¿ (B <mukunasi@tama.or. jp> 
--MESSAGE FILE 21454 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00051html.html 


--MESSAGE FILE 21455 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000052html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program. environment 

Subject: ¿SBK>3HD%s%s3%s%sH%m!<%1%iSS%SV%SiSj¿ (J 

Date: 27 Sep 1997 17:16:32 GMT 

Organization: miyako 

Lines: 15 

Message-ID: <60jflg$gjl@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.239.74.37 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS92 (J 


ESBS"SI%S3%SSN?76F0!"%, S8$3%sSSN>H= OLCV<hF@S, $G$- eee 
ԱՆ 3%s%HSm!<SiSiS$S3VSiSjS,M_S7SSSGS9!#¢ (J 
2 $B@'Hs!";EMM8x3+S7SF$/S@S5S$! #2 (J 


¿SBFC<1$J%O!<%IS$@S+$iS-SCSHS$SSSm$SsSJJQSJSDSNS, ¿ (J 
¿SB@8S_=P$5S1S$SkS$GS7$SgS&!#¿ (J 


¿SBSbS7S+S7SFS9SGSK@)8fSr<B8=S7SFSRk?MSSS S9!)¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co. jp/~uni/ 


--MESSAGE FILE 21455 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00052htm1l. html 


--MESSAGE FILE 21456 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000053html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.environment 

Subject: SIOCONS fot UNIX with PAR yokokuhen 

Date: 4 Oct 1997 14:11:23 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 18 

Message-ID: <615iqbS7g4@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26(Fri) 


¿S$BOCBjSES/S3j3!A¿ (B 


¿SBSUS_ (BPAR ¿SBS$SH@NB3$9Sk%$G%$P$S$9%I%1%S%P¿; (B for BSDs ¿S$B40@.SCS9!#; (B 


Net Yaroze newsgroups message dump.txt Page 14384 


# ¿SB@55, $SN$G$SPSISiSGSOSJ$S/SF¿ (B loadable kernel module ¿$B$G$9$1$I$M!#¿ (B 
# ESBS&!<S*$9S2!<Cl=cS$@SCS$?!#<gMW%3!<%SIIte; (B 10¿$B9T$0$i$$$7$+$J$$¿ (B... 

# ¿SBS$DS/S3$OS8Sa$SF¿ (B 20¿$BJ, ¿(B ¿$B$G40@.¿(B(“ ;;;;;; 

# ¿$B$0$1$+¿ (B linux ¿$B$N$D$/$C$F¿ (B... 


¿E S$B$H$J$"$($:$NDL?.F0:n$O0O05>o$KF0$/$3$H$r3NG'$7$^$7$?!#¿ (B 


¿SBSHS$S&$SoS1$G!"; (BSIOCONS for UNIX ¿$B$K;¿ (B PAR ¿$B7PM3ŚNDL?.5!G=$D$1$^$9!#; (B 
¿$B40@.$9$k$HS+$JŠJ8ZN($N$h$$3+H/4D6-$K$JŠk$O$:$C$9!#; (B 

2ESB8p$&8F4 | BT (8(՞՞) 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
éESBS"SNSC!"¢ (BXMulti ¢SBS,;CDJ8x3+S5S1SFSkSiS7SSSGS9SCz (B! ¿SBS_SJS5Ss46A[SHS+¿ (B 
¿$B%P%0>pJs$H$+$*$M$, $$$7$^$9!<!#¿ (Bhttp://cclub.tutcc.tut.ac.jp/~go/xmulti/ 
--MESSAGE FILE 21456 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00053html.html 


--MESSAGE FILE 21457 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000054html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: Movie =?iso-2022-jp?B?GyRCJE48aCRqMDckIJCRLUEQKICRGGyhK ?= 

Date: Tue, 07 Oct 1997 22:58:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <343A4007.1E03F93D@inetc.roland.co.jp> 

NNTP-Posting-Host: 202.213.138.26 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Շքս01910 ¢SB>.NSSGS9¢ (J 


éSB2+K\SKSbS-SASSSHL@5-S7SFS"SKSNSGS9S, !"SMSCSHSdSm$ &$<SKDS6!S5S1SFSSS$kSi%$¢ (J 
ESBSVSiS5jSGSO2 (J Movie ¢$B$r07$&$3SH$,=PMhS$*$;Ss!#¢ (J 


éESBL*O@A4ItSG; (J 2 MB ¿S$BS7S+S$SJSS¿ (J On Memory ¿SBSGSO¿ (J Movie ¢SBSr07S&SNS$,$+SJ$j: 
SFQSJISNSO¢ (J 
¿ SBM} 2rSG$-SkSN$GS9S$, !"$3$301H/ $G; H$$$?7$$>19g$b$"$j$^$9!#¿ (J 


320 * 240 ¿$B$G$H$$$&$N$O8=<BE*$G$I$$$H;W$$$^$9$, !"¿ (0160 * 120 ¿S$BS/SiSSSKS9S1SPoá (J 
¿SB$=$1$J$j$K>.$5$J%5%$%:$K<}$aş$k$3$HŞbÞ=PMh$k$H;W$$$Ş^$9!# (J 


¿SB$5$95, $K$3S&$7$?Sbp$SN$r8D?M$G:n$kS$SNSOBgJOSG$9$NSG!"$bS7:#8e%SM%$SC%$HSd$m$&S<;¿ (J 
ESBSNS7S9%SF%> $r8+D>$95!3#S,S5"S1SP!"@'HsS48!FSSSS?S@S1SISPSH;WSSS*S9! #2 (J 


Shigeru Kobayashi 
--MESSAGE FILE 21457 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00054htm1l. html 


--MESSAGE FILE 21458 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000055html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.environment 
Subject: dualshock 

Date: Fri, 23 Jan 1998 08:08:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <34C7D17D.4AFC@246.ne.jp> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


Net Yaroze newsgroups message dump.txt Page 14385 
ESBS3SSSKSASO!"¢ (IkrdzSBSGS9! #2 (J 


¿$B!!¿ (JPlayStationz: $BSNI8=* $Q%C3IS$, ¢ (JDualShock; SBSKO\9TS7S?SNSG!"3 (J 
éESB@'Hs! "SMS$CSHSdSmS&S$<SGSb!"?6F0Sr2DG= Pee re 
ESBSISSSVSISISNDI2CS$r4 | BTSTSFSSS$*S9! #3 (J 
é$B!!1$*S?!"SDSSSGSHSSSCSFSOSJIS$s$GS9S, !"F1; ak ¿ (J 

¢ SBSXSNBP1~SbS$7SFS/$15Sk; v$r4|BTS7SFS$$" 59:82 (J 

¢ $B! I%PSHSk3m%$%d%k 7A<OSNBP @0%2!<%* SO!"; d$N%i%$%U%o!<%/!K¿ (J 


2581 1521ՀՏ +!<$, >&IJ$H$7$F%2!<%`$r:n$k>l9g$0!"¿ ( (JDualShok¿ SB8BD3¿ (J 
¿SBSN%2!<%`$d%$*%k%AS?%C%W$GSJS1$1SPM7$YSJSS$SS2!<%` $r: nNSk$NŞO! "e ( J 
¿SB!J;T>1E*SK!KITMxSJSNSG!"SJS+SJS+<B9TSGS-SJSSSGS7SgS&S, !"¿ (J 
¿SB%M$sC%*$HšSd$mS&$<SGS$O!"S"$*$Sj5$SK$7SJS9/SFSbNISS$GS7$gS&S+Sil"L (J 
¿$B?75, @-SN9b$$%2!<%°$,$GS-S$k$H; WS&SNSGS9S, !#¿ (J 


¢$B!!SHS3Sm$G!"S3SN!V3+H/4D6-H/E8It !WSGSO! "S"SkDXEYS*SHS*SCS?Si!"3 (J 
SCE¿ $BSK2~A1MWK>Sr$@$9SHSSS&L\E*S, S"SkSH;WSE&SNSGS9S,!"3 (J 
éSB8=:_!"STSNShHS&SIMWK>Sr=PS7SFSSSF!"S=S1SiSKBPS9Sk¢ (JSCEZ SBBE&SN; (J 
¿SB2sEzSdBP1-S, SISNShS&SKSJSCSFSSSkSNS+Sr8x3+S7SFSbSiS&LuSKSO!"¿ (J 
¿SBD:S1S$SJSSSGS7SgS&S+!)¿ (J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
--MESSAGE FILE 21458 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00055html.html 


--MESSAGE FILE 21459 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000056html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.environment 

Subject: =?i1so-2022-jp?B?GyRCUTOLSyE8ICwzK0gvJDckPzdIQ1M1IMiE8JWA1IRsoQg==?= 
Date: Fri, 20 Feb 1998 23:31:49 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <34ED93D5.D18F3299@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.96 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SsSSPSsSO!"S?S3SNS9S1SGS9! #2 (B 


¿SB%=%K!<$, STSKSdASi!"7HBS%S$2!<%*5!Sr3+H/S7$?S=S&SGS9! #3 (B 
ESBS=S1SO!"#P#SSNSaSb%S4!<S+!<SISNItJ, SK: 9$79~SsSG#P#S¢ (B 
ESBSN#C#DS+SiSWSMS0Si%S° SrS3ST!<S7SFSSSmS$Sm=q$S—49S (2D¢ (B 
ESBG=$_S$?SSSGS9! #2 (B 


ESBS3$N%2!<%* 5!SKSO; ~7WSd@V30@~DL?. SbFOB"S7SFSkKS=SESGS9! #2 (B 


ESBSG!"SMSCSHSdSm$&$<$,=*N;S$9Sk!J!) !KAOSKS3SN>.7?%2!<%°5!¢(B 
ESBSN; EMM! uS3S1SHSNDL?.SiSS$SVSiSjSr8x3+S7SFS[S7TSSSGS9! #2 (B 


ա ՏՆԱ ee ee 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (B 
http://wwwl.scei.co.jp/-bns00250/index.html 

http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿ $B:GE, 2=<B83<<#1#2Sr:n@.!#2 (B 


¿S$SB:G=*99?7F|;-!!!!#21?#1#2¿ (B 
O DjF|!!!111g#2!2?1)!) (B 
25811 PETE ETETE A) ey eee asit pik] EB 

--MESSAGE FILE 21459 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00056htm1l. html 
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--MESSAGE FILE 21460 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000057html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?UmU6IBskQjUvRjAlRyUjJTklLyRLNFgkOSRrTVdLPiMyGyhK?= 

Date: 23 Feb 1998 15:02:38 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 46 

Message-ID: <6cs32eSkov@newsl.scei.co.jp> 

References: <kamon$21c519970506220423@news1.scei.co.jp> <OlbcSaf1$261bb720Sd2bc84d2@ 
=== > <511671Ssbu@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.89.39 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary="--—--=_NextPart_000_01BD40B6.851AE600" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


This is a multi-part message in MIME format. 
= == == = NextPart_000_01BD40B6.851AF600 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


TPM.COzSBSGS9! #2 (J 


Քոր $B; } SCSFSJISSSNSG9U%S9SFSGFO0S/MMSKS7SFS_S$*S7S?! #3 (J 
ESBSGSbS$S$m! ASsS$CSFSGSISSSHSISSS+5$; }$A$o$k$$!J$J$<!)!K¿ (J 


ESBETHP HEM! S#CHOG (I ¿SB#S#ORF#T; (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


=== = =_NextPart_000_01BD40B6.851AEF600 

Content-Type: application/octet-stream; name="speedup.1zh" 

--MESSAGE FILE 21460 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00057html.html 


--MESSAGE FILE 21461 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000058html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?UmU6IBskQjUvRjAlRyUjJTklLyRLNFgkOSRrTVdLPiMyGyhK?= 

Date: 23 Feb 1998 15:21:09 GMT 

Organization: =?1ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 38 

Message-ID: <6cs455Skpk@newsl.scei.co.jp> 

References: <kamon$21c519970506220423@news1.scei.co.jp> <OlbcSaf1$261bb720S$d2bc84d2@ 
SERER > <511671Ssbu@newsl.scei.co.jp> <6cs32eSkov@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.129 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary="-—---=_NextPart_000_01BD40B9.1BA88BCO" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


This is a multi-part message in MIME format. 


=== = _NextPart_000_01BD40B9.1BA88BCO 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


ESBS9S_$*S;Ss!"SUS!SSSkKL>4V0CS (SFS*“S7S?!#S3SASiS,@5S7SSSGS9!#¿ (J 


aig aac =_NextPart_000_01BD40B9.1BA88BCO0 
Content-Type: application/octet-stream; name="speedup.1zh" 
--MESSAGE FILE 21461 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
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00058html.html 


--MESSAGE FILE 21462 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000059html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCUFIkbRsoSg==?="_ <t2240960@ggf.ilc.or.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?UmU6IBskOiU9TJUShPCOsMyt ILyOQ3UD8 3SEJTJTIhHPCVgNSEbDKEo=?= 
Date: 27 Feb 1998 14:05:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <01bd4387Sa24f64c0S7a0e92d2@pc9821V16.ggf.ilc.or.jp> 

References: <34ED93D5.D18F3299@geocities.com> 

NNTP-Posting-Host: 210.146.14.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


wrote in article <34ED93D5.D18F3299@geocities.com>... 

> ¢SB%=%SK!<$,STSKSdSi!"7HBS%2!<%* 5!Sr3+H/S7$?S=S&SGS9! #3 (J 

> ¢SBSG!"SMSC%HSdSmS&S<S,=*N;S9Sk!J!) !KAOSKS3SN>.7?%2!<%3°5!¢ (J 
> ¿SBS$SN;EMM!u$3$1SHSNDL?.%S1iS$%V%Si%S3jS$Sr8x3+$7SFS[S7$SSSGS9!#; (J 


é$BS*SCS?$/SGS9! #2 (J 
éSBSISSSHS+!"8x3+S7SFS/S1SISSSGS9S+SM!&!&3 (J 
¿ $B7HBS32!<%` HG! "SMSCSHSdSm$ &S$<$, ՕՏ՞ՏԸՇՏ25)57ՏՔ 15186182 (Ժ՞-՞չչ:չ 


¿SBK-5H!!90F5!J!!SR$Sm!!!K!!¿ (J 


t2240960@ggf.ilc.or.jp 


--MESSAGE FILE 21462 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00059htm1l. html 


--MESSAGE FILE 21463 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000060html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?ISO-2022-JP?B?UmU6IBskQiU9JUshPCQsMytILyQ3JD83SEJTJTIhPCVg9NSEbKEo=2?= 
Date: 1 Mar 1998 04:52:54 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 9 

Message-ID: <6dapj6$9f6@news1.scei.co.jp> 

References: <34ED93D5.D18F3299@geocities.com> <01bd4387$a24f64c0$7a0e92d2@pc9821v16. 
ggf.ilc.or.jp> 

NNTP-Posting-Host: 210.135.67.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #3 (J 


2SBD+F | ?7J9SNz (J2z$B7nz (720258Բ| IUS1$N5-; v$r8+$k8B$ j$GS$O!"%\%2%s$, O1SD$7$+SJSSSNS, ¢ ( 
J 

2 SBS9%4SS$HS3$mSG$9! #Sb$7S=S$&STSi!"$3S1$*SGSN7ThD34¢ (J/¿$B%-%c%s%;%k$, SGS-SISSSNSG3 (J 
2 SBS"SKOUL#!"$2!<3° $\!<3SSHSSS&Sh$ jSOSFSHS 43S 70S rSM$iSCSFSSSKSNSGS7Sg$&ES4! #3 (J 


¢ $B3+H/C£SGSNO1LHLSXSNSF%9SHSWS1%SS, 2DG=!*3 (J 


--MESSAGE FILE 21463 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00060htm1. html 
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--MESSAGE FILE 21464 START: net-yaroze-usenet/00000003-SCEI/ny/program/environment/0 
0000061html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.environment 

Subject: =?1SO-2022-JP?B?UmU6IBskQjUVRjJALRyUJITk1ILyRLNFgkOSRrTVdLP iMyGyhK?= 

Date: 7 Mar 1998 16:28:46 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 12 

Message-ID: <6drsjuS7u@newsl.scei.co.jp> 

References: <kamon$21c519970506220423@news1.scei.co.jp> <OlbcS5Saf1$261bb720Sd2bc84d2@ 
Es > <511671Ssbu@newsl.scei.co.jp> <6cs32eSkov@newsl.scei.co.jp> <6cs455Skpk@news 
1.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 


ZSBSIS* ! "OJ>eSNSUS! S$SkSrSOShSsSm! <SISGS-SISST} SNS ?SaSKSFSISHSGSHS1S/SHSISKS"E (J 
2SBSCSWSm! <ZIS7SFz (J 
2 SBS*S-S*S$9!#F0 :nSA%'%C%/SISIS*BTSASTSFS*$4S*S9! #3 (J 


ESBETHP HEM! SCHO (I ¿SB#S#OFF#T; (I ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. ESBEMHAHY: (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


--MESSAGE FILE 21464 END: net-yaroze-usenet/00000003-SCEI/ny/program/environment/000 
00061html.html 


E AE AE FE FE AE FE AE AE FE FE FE FEAE 
E AE AE E FE AE AE AE AE FE FE HEH 


-EPERE HEE EH HEHE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/event 
——HHFEEEEEE HEHEHE 


--MESSAGE FILE 21465 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / չ58:8:32(Մ ¿$BK~¿ (J" <m-kami@da2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: ¢SBS*S*!"Bh#32sSNOCS7S“*SG; (Մ(՞՞չ 

Date: 4 Apr 1997 14:56:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01bc4107S34bfe8e0SLocalHost @-----— > 

References: <yasunaga$1f£7219970403130533@newsl.scei.co.jp> <redbug$Sff£8d1997040315555 
6@newsl.scei.co.jp> <3344B9E8.44FA@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.189.37 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿$B!!$G$-$?:nIJ$O$$$D$G$b8x3+$G$-$^$9$, 4 (Մ(՞՞չ 
> 2SB!!3NS+SK%S3Y%sSHS@SHSdSK5SSb=P$*S9S, !"S=SN; ~4|$7$42?Sbe (J 
> ¢$B!!=PSFS3SIS/SISCSFST7S*S&ShHSESTS5SSSOSTS*SIST3 (Մ(՞՞չ 


¿SB$S=S&;WSSS S9!# (J 


2 SBSUSNSG! "SSSY%sSHSHSS$&7A<0SOSdSaSF!I"3 (J 


"972 $BG/>eH>4 |M%=(:nIJ$H$+$$$C$?46$8$N!"; (J 


¿SBShS/; (; o$T$s$+SNBg>*Sr7h$a$k; ~SK; HS&SNSKS$7$?$[$&$,¢ (J 


¿SBS$SSSSSNS+SbS7S91S S;Ss!#¿ (J 
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KAMI / չ58:8:3:(7 ¿$BK~¿ (J 
m-kami@da2.so- ane or. jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 21465 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000001h 
tml.html 


--MESSAGE FILE 21466 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 

2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU01LOyVIJGOkbSQmIDWkTiUkIVk1cxsoSg==?= 
=?1iso-2022-jp?B?GyRCJUUghKRsoSg==?= 

Date: Sat, 05 Apr 1997 01:23:24 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <33452AFC.3B66@aix.or.jp> 

References: <0Olbc3d1b$50709ca0S19b584d2@gfsu2ta2> <333E82DA.7E4@super.win.or.jp> <01 

be3d1d$e37569c0$5680d2ca@Brezza5100Cl.ppp.bekkoame.or.jp> <01lbc3d20$1da917c0$19b584d 

2@gfsu2ta2> <01lbc3e96S49e82b60S15b584d2@gfsu2ta2> <33412450.44B4@aix.or.jp> <redbug$ 

££8d19970403160416@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


> #2SB! Jswsms0%i% $, @5S7S1S1SP!KS*S@z ( Մ Netscape Communicator 58564 (J 
> #¿SB%"%/%;%9S7S??MSOSSSJSSS_S?SS!#O (J 


ESBS"SC!*;d01l1~¢ (Jcommunicator: $B$G%"%/%; %9$7$F$^$9!# (J 
ESBSGSb! Տ: (Jcommunicator: SBSNSP%0S@S+SIS&S@S+S$0$+$iSTI$SS$G$9$, | ՏՏԱՏԸՏ a ee 
ESB>R2p$7SFS"SCS$?%+%&%SS%?!<SOA4SF!V#8HSHSHOHSHS ! WSNMMSKI=< (S5SS1SkKSSSGS9OSM! #3 (J 


58111111 111111 111111 11111111 11111111 11111111 11211242 
ՀՏ811 11111111 11 9bEDMNI? !TSOSSSISkK!'S?PS3SNS9S1!Kz (J 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!ldz (J 
http://wwwl.scei.co.jp/~bns00250/index.htm 
c++Builder: SBSGSbIY6/$7ShS$&! J3NS+SASgSCSHA0SO; (JBC5;$B$@$C$?$J$!!K; (J 


2$B:G=*9927F|;~!!!!#212#1#22 (J 

¿SB9927M=D3jF|!!!!!1!#41?111)¿ (J 

--MESSAGE FILE 21466 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000002h 
tml.html 


--MESSAGE FILE 21467 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU0LOyVIJGOkbSOQmJIDwkTiUkJUVk1lcyVIISkbKEo=?= 

Date: Sun, 06 Apr 1997 12:42:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <33471BA2.36E1@ymg.urban.or.jp> 

References: <0Olbc3d1b$50709ca0S19b584d2@gfsu2ta2> <333E82DA.7E4@super.win.or.jp> <01 
be3d1d$e37569c0$5680d2ca@Brezza5100Cl.ppp.bekkoame.or.jp> <01lbc3d20$1da917c0$19b584d 
2@gfsu2ta2> <3343F8D3.530C@ba.mbn.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.86 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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¿SB9pLnQ@/FA¿ (J wrote: 


> ¿$B3N$+$K5;=Q$0<+J, $G610+S7SF<jSKF~S1SkSbSNS+SbCNS$1$%S; Ss! #S1S1<+d,$, 610+S7SFS-S$?$ 
+SiSH8@SCSFz (J 
> ~SB?MSKSbS=SN610+Sr$7SmSH8ESESNSOSISES+SH;WSSS*S9! #2 (J 


£$B!!$b$7!"S=SN610+S, $$$$%2!<%> $r@8S* NOSKSISCSFSSSKSHS7$ ?S$iSIS&$7$%S9!) 3 (J 


¿E $B!!NC$ (SPP! <SA%c%U%S!%$%?!<SNS=!<%S9S, A4It8x3+S5S1SFSSSKSHSTSF!I"3 (J 
25B!!5;=QE*SJIY6/SKSOSTSkSGS7Sg$&S1S1I!"S=S1SGLLGr$$%2!<%*$,:nS1$k$+SIS$&$+S$0; (J 
é5B!!5?LdSGS9! #2 (J 


ESB! !0ZMOS7!"S&S*S/S"S13sS8SGS—-SkShS&SKSISkKS@S1SGSb!"E (J 
£$B!!S=$1SI$ jSNEXNOSN@QS_=ESMSOI, MWSGSOSJISSS+SH9OMS (S*S9!#¢ (J 


¿SB!!4pACS$SNS7$SCS+Sj$7SFSJSS7zC[J*SO4JC1SK%3%S1$ “S9Sh!#¿ (J 


> ¿SB$3S1SOKNEvSKKM8D?MS$N9MS (J}$G$9$, !"<+d,$,610+$7$?$iS=SNJ, !"8eSN?MC#SNS ?Sa$KShS$jN 
I$$4D6-$r¿ (J 

> L $B; D$7SF$"$2$k$Y$-$G$O$I$$$C$7$q$&$+! #Bg$—$JOULFSGIMS ($1$P 2MN* $N2T3K$0$=$8$d$C$FH 
/E8$7$F¿ (J 

> 2SBS-S?SsS8ScSISSSNS+SI!) (Մ 


E$B!!;d$OS=!<S98x3+S7SFS*S9ST!"9SS—>!<jSK;HSCSFS/S1SHS7TSFS*S9! #2 (J 

éSB!!LrSKN) SDS+SIS&S+SOJLSGS9S, !"2?SNH? 6(ASDSISSSHS3SmSr8+SkSHS4%_SISsSSGS7Sg3 (J 
¿SBS&¿ (J (¿SB>P¿ (J) 

—-MESSAGE FILE 21467 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000003h 
tml.html 


--MESSAGE FILE 21468 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
4html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJSQ1LWSVzJUgbKEo=?= 

Date: Sun, 06 Apr 1997 12:46:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33471C85.71B5@ymg.urban.or.jp> 

References: <yasunaga$1f£7219970403130533@newsl.scei.co.jp> <redbug$Sff£8d1997040315555 
6@newsl.scei.co.jp> <3344B9E8.44FA@ymg.urban.or.jp> <01bc4107$34bfe8e0S$LocalHost@---— 
---> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.86 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J wrote: 


ESBSISNSG!"SSSYSStHSHSSS&7TA<OSOSdSaSF!"3 (J 

'972SBG/>eH>4 |MS=(:nIJSH$+SS$$CS?46S8SN!"3 (J 

¿SB$h$/; (; oSdSs$+SNBg>*Sr7h$aSk; ~SK; HS&SNSKS7S$ 2S [S&S, ¢ (J 
¿SB$SSSSNS+SbS7$1S2S;Ss!#¿ (J 


V V V V 


¿ŠB1!1%.%c%1%j!<$KS$O!V:#7n$NMš=(:nIJ!W$JSsSF=q$SS$SFS"SCS?$3j¿ (J 


¿$B!!7n%$%A$GM%=(:nIJ$rA*$S!"H>G/$4$H$K$^$?A4BNŠNCfŠ+$i; (J 
¿SB!!M%S=(:nTJSrA*SVJ)K!SbS$SSSsS8ScSJSSS+SJSH;WSSS S9!# (J 

¿S$B!!1J3:FEv%J%7SN7n$, B?$=$&$@S1SI¿(J(2%;¿SB!K¿ (J 

--MESSAGE FILE 21468 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000004h 
tml.html 


--MESSAGE FILE 21469 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
Shtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 


Net Yaroze newsgroups message dump. 
> 

>And also... 

> 


>The works of Rob Hubbard, Martin Galway, 
all via SidPlay for Windows, 
is the emulator of C64 music. 


>Walker, 
>know, 
> 

>Oh, and the time? 
>work on.) 

> 

> 

>Herbs 

> 


etc, 


"Come to Daddy' Cool video ! 


10pm 'til 2-4am usually. 


txt Page 1440 


Jaroen (spelling?) Tel, Martin 
which for anyone who doesn't 
Quite sad really. 


(When I haven't got too much 


—-MESSAGE FILE 2270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00973 


—-MESSAGE FILE 2271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000974 
Path: chuka.playstation.co.uk!news 
From: richard.cutting@virgin.net 
Newsgroups: 
Subject: Re: my removal - 

Date: Wed, 20 May 1998 23:02:48 GM 
Organization: 
Lines: 21 
Message-ID: 
References: 


<356360ca.1951426@news 
<3563024f.859426@www.pl 


NNTP-Posting-Host: 


PlayStation Net Yaroze 


(Richard Cutting) 
scee.yaroze.freetalk.english 


ր 


(SCEE) 


-playstation.co.uk> 


Laystation.co.uk> <3562fdd2.11106220@news.scea.son 


y.com> <6jvkv1$4p17@chuka.playstation.co.uk> 
p47-rail-gui.tch.virgin.net 


X-Newsreader: Forte Free Agent 1.11/32.235 


On 20 May 1998 22:20:37 GMT, West <wb6ac> wrote: 


>matth@bellatlantic.net 


(Matthew Hulett) 


wrote: 


>> 

>>>Sorry, but this is soooo expensive! 
>> 

>> That's really too bad... 


>>in Europe, 
>>flat rate, 
>>33.6 modem, 
>> 

>>-Matt 

>> 

> 

>Its not the ISP, 
> 


Agreed, most ISP's over here usually charge a 11 


12 pounds a month. But we have to 


that kills you. 


I don't know all the ins and outs of ISPs 
but wouldn't it be possible to find an ISP that charges a 
irregardless of hourly usage? I may be stuck at on a slow 
but I get unlimited usage for $20/month. 


its the telephone/cable companies who bleed you dry over here. 


lat rate of about 10 
calls so its that 


pay for local 


-—-MESSAGE FILE 2271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


00974 


-—-MESSAGE FILE 2272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0000975 
Path: chuka.playstation.co.uk!news 


(SCEE) 


laystation.co.uk> 


From: rsl08@mdx.ac.uk (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: my removal - 

Date: Thu, 21 May 1998 00:08:09 GMT 
Organization: PlayStation Net Yaroze 
Lines: 8 

Message-ID: <3563703d.811880@www.pl 
References: <3563024f.859426@www.pl] 


o.uk> 


laystation.co.uk> <6jvklmS4pl16@chuka.playstation.c 
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Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1SO-2022-JP?B?GyRCJCokKikEiOmg jMzJzJESPOQyO3JUF4kRxsoQg==?= (^^; 
Date: 5 Apr 1997 12:08:18 GMT 

Organization: Net Yarouze (SCE) 

Lines: 21 

Message-ID: <5i5fbiS$2j1@newsl.scei.co.jp> 

References: <yasunaga$1£7219970403130533@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.140.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


> SB2FSr$:SiS9S3SHSKSISCSFS7S*S$&S$+Sbz (B(**; 258136) :n4|4VSO:GDcSGSb#1%+7nSOM_S$7$S8¢ ( 
>ZSBSGS9SHSM!) ¢ (B(%%; ¿$B!#¿ (B 


w 


E$BM_$7$$$G$9! #$G$DBg:n$J?MC#$O#1%v7n$G$OB-$J$J$$$ŠN$G!"#3!"#4%v7nM_$7$$¿ (B 
¿SB$H$3$mM$G$O$"$J$^$; $5s$+!) !J5R4QE*$K$_$F!K¿ (B 

¿ S$SBAOSN=q$-9~$_S$G!"=U; ?@.0U8+S$r=q$SSFS*S9$,!";22C<T$,>/SI$/SISkKSNSO; (B 
¿SBI,;jJSJSNSG!"9MS (SF$_S1$P$*4+SaSGSOSISSSGS9ISM! #2 (B(^^; 


>2 $B; dSNOMS ($GSO! "5nG/S$HF1$8$h$&$K2FSK9gGSO$; $k$D$b$j$G$9!#$?$@!"Aa$a$+$i¿ (B 
>2$B!V:#G/Sb$"S$kShS$s ! WSCSFI7T005$$rFwSo$; $FS*$-$2?S$$$H;WSS$*$9!#z (B 

> 
>ESBSIS&SGS7$g$&!) 2 (B 


ESBS=$1$, $$SSSGS9SM! #z (B 


¿SB$b$7S$Sd$k$JS$Si!"=USOS7%g!<%$H$@!"2?#K%$PS$S%SH0J2<Bg=89g$HS+$G$JSSSH; (B 
¿SB?tS$SG$JSSS+SbS7$1S2$;SsSM!#!J01H/%SM%$S?FC=8$_S2$SSJ!K¿ (B 
¿SB8D?ME*$KS$SO!":#SOSJSKSbSG$-S$JSS$CS9!# (B(T-T) 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 21469 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000005h 
tml.html 


--MESSAGE FILE 21470 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-4jp?B?GyRCQmgbKEoxGyRCMnNFRTdiMiY1TSVDJUgkZCRtJCYkPEUnP 1 4bKEo=?= 
Date: Tue, 29 Apr 1997 17:50:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 55 

Message-ID: <3365B668.4069@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!¢ (JNIFTYz$BSNz (JID; $BSKMh$?SbSNSG$9! #2 (J 
ESB! !%a!<S3kSGSOS"S4jS*°S9S, !"FOMFS+SiS7SF8x3+S7SFSbLdBISITSSSHH= gare 
2$B!!S3S3SKE>:\S$7S*°S9!#S5SS$:$1@5<0SKS"SI%&%SS%9S5S1SkSGS7$gS&! #2 (J 


¿SB!!SSSDSbSN;vS@S1SI!"SJSSSG%5!<%PSG%"%J%$&%s%9S9SkSNS,8eSKSJSkS+SJS"!)¿ (J 


2 SBinlJ%3%s%F%9SHSNS*CNSi$; ¿(J 


1997 ¿$BG/¿ (J 4 չ587ոչ (J 
28 ¿$BF|¿ (Մ 


(¿SB3t¿ (J) ¿SB%=%K!<!&%3%s%T%e!<%?% (SSS ?SFSS38%az (J 


ESBSs%He (J 
ESBSM%CSH%O!<%/4kz (J 


¿SB2h<<; (J 
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¿SBGR¿ (J :587Հչ (J 


¿ $B; ~2<$^$9$^$98fN4>; SNS3SHSHS*4nSS?=S7>eS2S*°S9! #2 (J 


éESBS3SNEY!"!VBhz (J 1 ¿SB2s¿ (J ¢SBEE7bD2&¢ (J ~SBSM%CSHSdSm$&S$<Bg>* ! WSHLCBGSC$? :nIJ% 
3%s%F%S9% on 
¿SBS, ¿(J 
(¿ whee J) gSB%asGS#%S"%S0!<%/S9H/OTSN! VEETD2&! WIT=8It<g: ESGITSOS1Sk; VSHSIS4S*°S72z 
ESBS? !#e (J 


ESB>\:YSKSDS-—$% ԱԴՐ 1997 ¿$BG/¿ (J 5 չՏ87ու (Մ 8 ¿SBF|H/Gd$N¿ (J (¿SB3t;¿ (J) 5855 
SGS#S"S0!<%S/S9H/OTSNG (J 
¢$B!VEE7b2& ! WSKSF9pPCN$, M=Dj$5S1$FS$*$4$*%$95S, !"35N, FbMF$O0J2<SNM=D7j$G$9! #3 (J 


(1) ¢SB3M%CSH$d$m$&$<%9%?!<%?!<3-SCSH; HMO$N$*%3j%8%J%k:nIJ$G!"2q0wQG1MQO; (J 
¿SBSN (J 
é SBSV%i%C%/%W%1%$%9%F!<%7%g%s$GF0:n$9$k$Þb$N!#¿ (J 
2 SBS8ScSsSkSOITLA! #32!<%*$+$iSD!<Sk$*$G2D! #2 (J 
¿SB2a5n$K%$šM%$C%$HSd$m$&S<%5!<%P$KEj9F$7$?:n1J$r2-NI!&2—-D($JSIS7$?Sb; (J 


(2) 
(3) 
ՀՏՔՏԱՀ (J 
ESBSb2D! #2 (J 
é SB8D?MSGSbSA! <%* SGSb; 22C2D! #2 (J 
) ¿$BDy$a@Z$j$O¿ (J 1997 ¿SBG/¿(J 9 ¿$B7nKv!#¿ (J 
լ ' :7k2LH/I=$O!";(J1997 nay (J 12 ¿$B7n¿(J 8 ¢SBF|H/GdS$N! VEE7b2& ! WSKSF 


ՀՎԸ' Խանը: 


( 
( 
( 
H/I=! #32 
( ) Sew Ա Ee she qa ree at eee 


ESBSDS-S*S7SFSO!"3'MMSNS4; 22CSrS*BTSASTSES*S4S°S9! #3 (J 


¿$B7I¿ (J 


¿SB6q¿ (J 


¿SBDI?-¿ (J 
4 ¿SB7n¿ (J 16 ՀՏՔԲ|Տհտյ 179 MSCSHSdSmS&S<!WS5!<SPSrSjSKSe!<S"SkS7!"ShSj2qOwSN¢ (J 
¿$B3' P 22CS,D:S1SkKMMSKCWS7S*°S7S$?!#!VSMSC% noasmses<!woqoweIMos 5!<SP¢ (J 
ESBSXSNz (J 
URL ¿SBSO¿ ( (J http://www.scei.co.jp/Net/ ¢$BS+$i%j%s%/SrE=SCSFS*$4jS* eee 
ESBS4% ԱՆԱՆ SZ'<S8Sr%5"%/%S; S9STSFSSS?SAS—-S*S9SHSE!"?454+SiS*BTSAZ (J 
¿SBS7SFS*SjS“S9!#¿ (J 
--MESSAGE FILE 21470 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000006h 
tml.html 


--MESSAGE FILE 21471 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCQmgbKEoxGyRCMnNFRTdiMiY1TSVDJUgkZCRtJCYkPEJnP14bKEo 
=?= 

Date: Thu, 01 May 1997 03:26:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33678ED7.6A98@fa2.so-net.or.jp> 

References: <3365B668.4069@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.170.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


SX-R wrote: 


¿$B!!¿ (UNIFTY¿SBSN¿ (JID; $BSKMhS?SbSNSGS$9! #2 (J 
éSB!!%a!<%SkSGSOS"S4jS*% $98, !"PbMFS+$i$7$F8x34$7SFSbLdB4$J$$SHH= L -ա 
¿SB11S3S$S3SKE>:NS7S $9!#SSS:S1@5<0SK%"%J%S&%$s%S9S5S1S$Sk$ŠGS7SgS&!# (J 


VVVVVVQ 


¿SB!!SSSDSbSN;vS@S1SI!"SJSSSG%5!<%PSG%"%J%&%s%9S9SkSNS,8eSKSJSkS+SJS"!)¿ (J 


ee SISSSIS! 14. (Մ(չ. չ) 
¿SBEPO?S7SFSkKSOS:SJSSS@S1SISJS!!#¿ (Մ(՞՞չ 
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NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 21471 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000007h 
tml.html 


--MESSAGE FILE 21472 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCQmgbKEoxGyRCMnNFRTdiMiY1LTSVDJUgkZCRtJCYkPEUnP14bKEo 
=?= 

Date: Thu, 01 May 1997 19:32:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33687126.53DA@ymg.urban.or.jp> 

References: <3365B668.4069@ymg.urban.or.jp> <33678ED7.6A98@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kAZZY wrote: 


> ¿S$SBSoS?S7SO01EYSbS3SN<jSN% a!<sk$r<u$1<h$C$?$3$H$, SJSSSJS!!#¿ (I (;_;) 


> ¿SBEPO?S7SFSkSOS:SJSsS@S1SISJS!!#¿ (U (“ ; 

¿S$SB1!!;d$O$JS<$+!"; (JNIFTYz $BSNS$ [$&S@S1SKMhSk$s$G$9¢ (Մ(՞՞չ 
¿S$SB!!#N#Y$r?=$79- u | (JNIFTY;¿ i O $$$+$J!) 
¿SB!LSS SNS3SmS3SNS"%4+%&%SSHSJS+SCS2S7¿ As 


--MESSAGE FILE 21472 END: net-yaroze- Gee OE SCEI/ny/program/event/00000008h 
tml.html 


--MESSAGE FILE 21473 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000000 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1SO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or. jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQkJoGyhKMRskQ4jdzRUU3Y j ImJU01LOYVIJGQkbSQmJDxCZz5eGyh 
K?= 

Date: 1 May 1997 12:42:59 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bc562b$c054d9e0SLocalHost@sat.ga2.so-net.or. յք» 

References: <3365B668.4069@ymg.urban.or.jp> <33678ED7.6A98@fa2.so-net.or.jp> <336871 
26.53DA@ymg.urban.or. յք» 

NNTP-Posting-Host: 210.132.190.239 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<33687126.53DA@ymg.urban.or.jp>... 


> ¿S$SB!!;dSOSJS<S+!"; (JINIFTYzSBSNS [S&S@S1ISKMhSkSsS$GS$9¢ (J (“ ; 


¿SBO"MmQ@hJOS (S$FS$S/S1$SC$F%Sa!<%Sk=P$7S$S?SiB.96$SGJOQS ($F$/$1$^$9$h!#¿ (J 
)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21473 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000009h 
tml.html 
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--MESSAGE FILE 21474 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 

Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1SO-2022-JP?B?GyRCQmgbKEIxGyRCMnNFRTdiMiY1TSVDJUgbKEI=?= 
=?ISO-2022-JP?B?GyRCJGQkbSQmJDxCZz5eGyhC?= 

Date: Thu, 01 May 1997 22:25:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <redbug$ff8d19970501222539@news1.scei.co.jp> 

References: <3365B668.4069@ymg.urban.or.jp> <33678ED7.6A98@fa2.so-net.or.jp> <336871 

26.53DA@ymg.urban.or.jp> <O01lbc562b$c054d9e0SLocalHost@sat.ga2.so-net.or.jp> 

NNTP-Posting-Host: 202.217.106.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.event ¿SBSN;¿ (B 

<01bc562bSc054d9e0SLocalHost@sat.ga2.so-net.or.jp> ¿SBSN;¿ (B 
Հ585- ;VSKS*S$SSSF¿ (B 1997/05/01/ 12:42 :58:" "28 
":$B#S#A#T!%¿ (B" <sat@ga2.so-net.or. jp>¢SBS5SsSO=q$-S*S7S?! #3 (Թ 


>> ¿$B!!;d$O$J$<$+!"; (BNIFTY;z SBSNS [$&$@S1SKMh$k$s$G$9; (B(%%; 
> 


>¢SBO"Mm@hJQS (SF$/S1SCSF%a!<%k=P$7$?SiB. 96SGIQS (ՏԲՏ/515՞Տ9Տո փ, (B 


ESB; dSO#2EY! "Sa! <SkS"SISZ1S9SNIQIIST$7$*S$7$2S, !"#2EY$H$b$9$0$K¿ (B 
ESBIV;VS,S-S*S7S?! #2 (B 
¿$BJ8LL$,F1$8$0$C$?$h$&$J5-21$, $*S\SmS2SKS"SkSNSG!"z (B 
¿$BDj7?J8$rMQOU$7$F$k$N$+$b$7$1$^$;$s$, !#¿ (B 


¿ $BB>ŚNMQ70$G=P$7$?%a!<%k$O#1%v7n0J>e$?$C$F$bL5;k$5$I$F$^$9$, !#z (B 
¿SB!tSS$SSSJV;v$S,M_S7SSSsS8ScSJSS!"BLLNSJSiBLLNSCSF8@SCSFM S7SSS@S1SOJSNSK!#¿ ( 


ե) 


Beginner's Forum Leader 
RedBug ¢$B%a!<Sk%S"SI%1%9>C<:Cf¢ (B 


—-MESSAGE FILE 21474 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000010h 
tml.html 


--MESSAGE FILE 21475 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCQmgbKEoxGyRCMnNFRTdiMiY1TSVDJUgkZCRtJCYkPEUnP14bKEo 
=?= 

Date: Fri, 02 May 1997 18:55:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3369BA12.4BCl@ymg.urban.or.jp> 

References: <3365B668.4069@ymg.urban.or.jp> <33678ED7.6A98@fa2.so-net.or.jp> <336871 
26.53DA@ymg.urban.or.jp> <O0lbc562b$c054d9e0SLocalHost@sat.ga2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBHESHA#T!%3 (J wrote: 


> > ¿$B!!;d$O$SJS<$+!"; (JNIFTYz SBSNS [$&S@S1SKMhS$k$s$G$93 (J (*%; 
> ¢~SBO"Mm@hJOS ( a a!<%Sk=PS7$?SiB.96SGJQS ( rrr o as 


ESB! !S=S&SGS7S?S+!#STS&STSHS&S+STE (Մ(՞՞չ 
— ns ie #; HSCSFSkSdSDSJISNSK3 (J 
¿S$SB!!SJS<SQ@Sm$&!&!&!&!#¿ (J 
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—-MESSAGE FILE 21475 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000011h 
tml.html 


--MESSAGE FILE 21476 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1S0-2022-JP?B?GyRCOQmgbKEI=?= 1=?ISO-2022-JP?B?GyRCMnMbKEI=?= 
=?1SO-2022-JP?B?GyRCRUU3Y jImJU0LOYVIJGOkbSQmIDxCZz5eGyhC?= 

Date: 2 May 1997 13:03:26 GMT 

Organization: Net Yarouze (SCE) 

Lines: 24 

Message-ID: <5kcomuSlor@newsl.scei.co.jp> 

References: <3365B668.4069@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.247.139.105 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


In article <3365B668.4069@ymg.urban.or.jp>, kouzou@ymg.urban.or.jp says... 
> 

>¿$B!!¿ (BNIFTY;SBSN; (BIDE SBSKMhS ?SbSNSGS9! #2 (B 
>¿ SB!!! eer ae 595, !"FbMFS+SiS7SF8x3+S7SFSbLdBISITSSSHH=CGS7$?SNSG; (B 
>i $B!!$3$3$KE>:\$7$^$9!#$$$:$105<0$K%"%J%&%S%9$5$1$k$G$7$g$4&!#¿ (B 

> 


>¿SB!!SSSDSbSN;vS$@S1SI!"SJSSSG%$5!<%PSG%"%J%S&%s%9S9SkSNS,8eSKSJSkS+SJS"!) (B 
> 


2 SBSSSd!"$&SASKSO%"SI$&%S%98ESK%a! <SkMh$*$7S$2Sh! #2 (B 
iSBC1SK%a! <%kG [Aw785$ 4SN?MSN=gHVSN4X7 8S ISsSGS7SgS&S+!) 2 (B 
(SBIJSGSb!"ša!<5kSCSF013gSKAwWSJS=S&SJSDSSsSGS15I!&!1&!& IK (B 


¿SBS7S+$7!"FEET7bS+S!!#S`SS!#¿ (B 
¿SB:#SN%S7%e!<%SF%S#%s%04k2hSrS=SNSAS*=PS9SYS-S$S+!"<qL#SG!)!)%2!<S@S7SFS7S“S&¿ (B 
¿SBSYS-S+!"SOS?S“S?LLE]SJSSSG2KS, SGS-SkS*SG:nSiSJSSSYS-S+!&!&!&S&!<Ss¿ (8(՞՞չ 
¿SB!J?6F0%Q%C%/S, $S"ŠSCSF@)8fS$SGS-S1SP8@S&S3SHSJS7SJSsS@S,!&!&!&!K¿ (B 


éSBSHSIJSKSH! "2FSN=IBjSOL5S7SKSISKSNS+SJI!#N>J}SOL5M}S@SmS&S7! #2 (B 
¿SBSGSbEE7bSNSSSYSsSHSbCf; SKSJSiSJSSSHSb8BSiSSsS7!&!&!& (B 
¿SBSGSb!"S_SJS5Ss011-;22CSGS9ShSM!) !5;d$0O; 22CS9SkSDSbSjSGS9S, !&!&!&¿ (B 
ESBO1I1~; (; o$r8+SFS+Si9MS ($*S9S1SI1!Kz (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 21476 END: net-yaroze-usenet/00000003- SCEI/ny/program/event /00000012h 
tml.html 


--MESSAGE FILE 21477 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 

3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCOmgbKEogMRskOjJzGyhK?= 
=?1iso-2022-jp?B?GyRCRUU3Y j ImJU0LOYVIJUGOkbSQmJDxCZz5eGyhK?= 

Date: Sat, 03 May 1997 09:13:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <336A8338.10F3@ymg.urban.or.jp> 

References: <3365B668.4069@ymg.urban.or.jp> <SkcomuSlor@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


> ¢SBSHSISkSH! "2FSN=IBj$OL5$7SKSJSkKSNS+SJ! #N>J} SOL5M} $@SmS&S7! #3 (J 
> ~-SBSGSDEETDSNSSSYSSSHSHCF;_ SKSJSiSJSSSHSD8BSiSsS7!&!&!&¿ (J 
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éSB!!2FSN=IBJSOSISE&ESTSkKSSSGSTSgGSESM!) 1! #SdSCSOSISTSKSISKSNS+SI! #3 (J 
2581 !EE7bSNSO!"; (;o$GH/I=$9$SkS@$1SKCf;_SCSF;v$OSJ$S$$sS8Sc$JSSS+$JSH; (J 
2$B!!;WSSS*S9! #2 (J 


> ¿SBSGSb!"S_SJS5Ss011-;22CSGS9ShSM!)!J;dSO;22CS9SkSDSbSjJSGS9S, !&!&!&¿ (J 
> չ58011-: (;oSr8+SFS+Si9MS ($*S9S1ST!Ke (J 


ESB! !011~; 22CS9SkSDSbS jSGSSS*S92 (Մ(՞՞չ 
—-MESSAGE FILE 21477 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000013h 
tml.html 


--MESSAGE FILE 21478 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sazanta" <net34539@asciinet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQkJoGyhKMRskQ4jdzRUU3Y j ImJU01LOyYVIJGQkbSQmdDxCZz5eGyh 
K?= 

Date: 5 May 1997 15:51:25 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc5962Sc24e26e0SLocalHost@Wanjiro.threeweb.ad.jp> 

References: <3365B668.4069@ymg.urban.or.jp> <33678ED7.6A98@fa2.so-net.or.jp> <336871 
26.53DA@ymg.urban.or.jp> <01lbc562bS$c054d9e0SLocalHost@sat.ga2.so-net.or.jp> 
NNTP-Posting-Host: 202.235.203.253 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBKM$O%"%9%-!<%M%$C%$HS$N%$"%I%1%9$G%a!<%k$Š,Mh$*$9!#¿ (J 
ESBSGSHS"S9S-!<SMSCSHS, SHSESISOSDSVSISKSNSG! "AaSaSK#S#C#EMMSKO"MmSr$7SJIS1$1$P! #2 (J 
¿SB1JSGSJSSSH!"SSSDJO99S7SFS/S1SkS+SoS+$SsSJSSSGS9S+SiSMSC!K¿ (Մ 


PXHO04616@niftyserve.or.jp 
ESBS5S$6S$s$?¢ (J 


—-MESSAGE FILE 21478 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000014h 
tml.html 


--MESSAGE FILE 21479 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IAJUiINHGyhK?=" <hchiba@fa2.so-net.or. jp> 
Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?GyRCRUU3Y jImGyhK?= 

Date: 9 May 1997 13:34:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01bc5c7d$08923c00$e2c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 210.132.193.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2$B!!$5$C$=$/EE7b2&z (J6¿$B7Nn9f$rGc$C$F$-$^$7$?!#¿ (J 
ESBBg>*$,>*>u!\>*6bz (J20¿$BK|!\9K2Z>^IJ$H$$$&$N$O!"$J$+$IJ$+$G$9$M!#; (J 


¿SBF->*=PMhS$SkS$SHSO;WSCSFSJSSS1SI!":#@):nCfS$N%$d%$DSr2?SHS+¿ (Մ 
¿SB4VSK9gSoS;S2?2SSSJS! !#¿ (J 


# 2SB!!8+3+S-#2%2!<%8SK%S%Y%S%HEJ OF :nIJSN<L??$, $SSCSQSS:\SCSFS?SNSGz (J 
# eSBS@sesssm! <SIS7SFSISSSNSr$* SHS aSFSAS&SSS7SF8+SASCSSS*S7S2¢ (U (¿SB>P¿ (J) 
# ¿$B26$N%3%i%`%9$, ՏՃՏԱՏԵՏԼ114515թԲՏ2ՏԱ50515Շ5-1Հշ (JT (ZSBGz¢ (J) 


¿SB#P#R#G¿ (J 


Net Yaroze newsgroups message dump.txt Page 14397 


—-MESSAGE FILE 21479 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000015h 
tml.html 


--MESSAGE FILE 21480 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Sat, 10 May 1997 18:21:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33743E0F.FA6@ymg.urban.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#P#R#G¿ (J wrote: 


> ¢$B!!$5$CS=$/EE7b2&2 (J6¿$B7N9f$rGc$C$F$-$^$7$?!#¿ (J 
> gSBBg>*$,>*>u!\>*6bz (J20z¢$BK | !\9k2Z>* ITSHSSS&SNSO! "SIS+SIS+SGS9SM! #2 (J 


ԵՏՔ !S5SCS-N) SAFIS_S7SFS-$*$7$2¢ (J (“ °; 
¿$B!!: Sartre SOLINSA me !\9k2Z>&IJ$G$7$?$M!#¿ (J 


> # ¢SB!!8+3+S-#232! <S8SKSSSY%S%HEJ OF :nIJSN<L??7$, ՏՏՏԸՇՏՕՏՏ: e 
> # ¿$B s ISTSFSISSSNSrS“*SHSaSFSQSESSSTSF8+SASCSSS*STS2¢ ¿SB>P¿ (J) 
> # ¢SB26SN%3%1%° 39S, SASgS&SI1#S1SFS?SNSG%S1%C%S-!<¿(J(¿SBGz¿ (J) 


éSB!!;daSNSbH>J, 0OJ>el#S1SFS*S7S2?¢ (J (¿SB>P¿ (J) 


éSB!!SHS3SmSG!"STIS<26SN4iSGSIS/SdASDSN4iSTSNS@!*!I*I*I*s (J(¿$B>P¿ (J) 
—-MESSAGE FILE 21480 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000016h 
tml.html 


--MESSAGE FILE 21481 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1AJUiINHGyhK?=" <hchiba@fa2.so-net.or. jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 10 May 1997 11:07:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc5d31$9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> 

References: <0Olbc5c7d$08923c00S$e2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> 

NNTP-Posting-Host: 210.132.193.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 2$B!!:\SCSFS?S"SH#2SDSN>*SO!">*>u!\#5K|1_!\9k2Z>&1ITSGS7$2SM! #3 (J 
¿SB!!SbSCSHDcSS6b3[SGSSSSS+Si!"SSSmSs$SJ>%“S,S"SkSH4rS7SSSJS!!#¿ (J 
¿SBM' ?7MSK%Sb%GSk%SG! <3? :nSCSFSbSiSCSFSKS1$T!"S=SS$SDSr0{$_S$Kz (J 
ESBO"S1SFS1SkSO0Si$$¢2 (J (¿SB>P¿ (J) 

¿SB#P#R#G¿ (J 


—-MESSAGE FILE 21481 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000017h 
tml.html 
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--MESSAGE FILE 21482 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
8html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBSOSiAbDJEJPQkxpGyhK?= <dayon@msn.com> 
Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Mon, 12 May 1997 01:28:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <3375F399.154@msn.com> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 202.224.201.220 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBS3SSSKSASO@PEDSGS9! #2 (Մ 


¿SB!!$5$C$=$/EE7b2&; (J6¿$B7n9f$rGcSC$F$-$^$7$?!#; (J 
ZSBBg>*$,>*>u!\>*6bz (J20; $BK]|!\9k2Z>^IJ$H$$$&$NSO!"$J$+$I$+$G$9$M!#¿ (J 


V V V V 


¿ $B; d$b8+$^$7$?!#¿ (J 


¿$B:#2s$0$_$s$J@ ($$:nIJ$, =P$F$-$=$&$J$N$GD64|BT!#¿ (J 


I like you! 

KazunariIshida 

dayon@msn.com 
—-MESSAGE FILE 21482 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000018h 
tml.html 


--MESSAGE FILE 21483 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000001 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Mon, 12 May 1997 18:07:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3376DDCB.4843@ymg.urban.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0OF.FA6@ymg.u 
rban.or.jp> <01bc5d3159e3cd9e0$54c184d2@Enterprise.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#P#R#G¿ (J wrote: 

> ¢$B!!SbSCSHDcS$S$6b3[SGSSS$$+Si!l"SSSm$s$I>*$,S"SkSH4rS7SS$SIS!!#z (J 
2$B!!SHSFS"S (S$: !";22C>*SrARSCSFS*S92 (Մ(՞՞չ 

ESB! !$=$&$$$($P!"%5!<%PL5NA4 | 4V: G8eSNSS3YSSSHSKSISkKSSSGSISM! #2 (J 
ESB! !¢ (J 


—-MESSAGE FILE 21483 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000019h 
tml.html 


--MESSAGE FILE 21484 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
Ohtml. html 


Net Yaroze ne 


Path: chuka.p 
From: "=?ISO- 
Newsgroups: p 
Subject: =?IS 
Date: 12 May 
Organization: 
Lines: 14 
Message-ID: < 
References: < 
rban.or.jp> < 
urban.or.jp> 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
Content-Trans 
X-Newsreader: 


> ¢S$B!!SHSjS" 
Հ5811:22Շ»՞Տ, 


éESB>*S,<hS1Sk 
¿ $B; 22CSKAFS 


> ¿SB!!S=S&SS 


¿SB!!S=S$&SGS9 
¿SBL5NA4|4VSN: 


——-MESSAGE FIL 
tml.html 


——MESSAGE FIL 
lhtml.html 
Path: chuka.p 
From: "=?ISO- 
Newsgroups: p 
Subject: =?IS 
Date: 12 May 
Organization: 
Lines: 8 
Message-ID: 
References: 
om> 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
Content-Trans 
X-Newsreader: 


< 
< 


> ¿$B:#2s$O0$_ 


¿S 
¿$B 


B!!2q0w<g:E 
$*S*S1$K$0 


—--MESSAGE FIL 
tml.html 


—--MESSAGE FIL 
2html html 
Path: chuka.p 
From: kbo@kt 
Newsgroups: 
Subject: Re: 
Date: 13 May 
Organization: 


p 


.rim.or.jp 


wsgroups message dump.txt Page 14399 
laystation.co.uk!news1l.scei.co.jp!usenet 
2022-JP?B?GyRCI1AJUiNHGyhK?="_ <hchiba@fa2.so-net.or. 
laystation.ny.program.event 

O-2022-JP ?B?UmMU6IBSkOkVFN2IyJhsoSg==?= 

1997 13:08:21 GMT 

PlayStation Net Yarouze 


Ք» 


Olbc5ed4$c94d5£20$42c184d2@Enterprise.so-net.or. 
O1lbc5c7d$08923c00$e2c184d2@Enterprise.so-net.or. 
01bc5d31S$9e3cd9e0$54c184d2@Enterprise.so-net.or. 


jp> 
jp> 
Jp> 


<33743E0F.FA6@ymg.u 
<3376DDCB.4843@ymg. 


Host: 210.132.193.66 
1.0 
text/plain; charset=ISO-2022-JP 


fer-Encoding: 8bit 
Microsoft Internet News 4.70.1157 


ՃՆՃ. 
r 


Տ(Ջ:1" 


S"SkSH4rS7SSSGS9SM!#¿ (J 
$+S$IS&S+SOJLSKS7SF!";22CS9$k; VSKOUSAS, S"SkSoS1SGS9S+Si!"¿ 


722C>*SrARSCSFS*S9¢ (J ( 


(J 


.Ce$S1$iS1S1SPSH;WSCSFSSS“S9!#¿ (J 


$ (SP! "$5!<%PL5NA4|4V:G8eSN%$SSY%s%SHSK$JSkSs$GS9SM!#; (J 


Տուփ: 
i փա» Տ/0953»6525151515ՔԹ55555059581 $; (J 


¿SB#P#R#G¿ (J 


E 21484 END: net-yaroze-usenet/00000003-SCFI/ny/program/event/00000020h 


E 21485 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
laystation.co.uk!newsl.scei.co.jp!usenet 
2022-JP?B?GyRCI1AjUiNHGyhK?="_<hchiba@fa2.so-net.or. jp> 
laystation.ny.program.event 

O-2022-JP ?B?UmMU6IBSkOkKVEFN2IyJhsoSg==?= 

1997 13:12:11 GMT 

PlayStation Net Yarouze 


O1lbc5ed5$52b3eea0$42c184d2@ 
01bc5c7d$08923c00$e2c184d2@ 


Enterprise.so-net.or.jp> 
Enterprise.so-net.or.jp> <3375F399.154@msn.c 


Host: 210.132.193.66 

1.0 

text/plain; charset=ISO-2022-JP 
fer-Encoding: 8bit 

Microsoft Internet News 4.70.1157 


$s$J@ ($$:nIJ$, =PSFS$-$=$&$ISN$GD64 |BT! #2 (J 


SGSOSJS/! ո: (;O<RS,; ]JSA>eS2S?%S3%s%sF%9%sHSG! " KCT 
$8$a$+$i>^6b!&>^ IJ$^$GH/I= e o aaa 


¿SB#P#R#G¿ (J 


E 21485 END: net-yaroze-usenet/00000003-SCFI/ny/program/event/00000021h 


E 21486 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
laystation.co.uk!newsl.scei.co.jp!kbo 

(kbo) 

laystation.ny.program.event 

=?1SO-2022-JP?B?GyRCRUU3Y jImGyhC?= 

1997 06:00:54 GMT 

Net Yarouze (SCE) 
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Lines: 26 

Message-ID: <51902mS8r2@newsl.scei.co.jp> 

References: <0Olbc5c7d$08923c00S$e2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <OlbcS5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> 

NNTP-Posting-Host: 202.247.140.172 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>> gSB!!SHS5S"S ($:!1";22C>*SrA@SCSFS*$92 (8(՞՞չ 
> 
>¢SB!!;22C>%°S,S"SkSH4rS7SSSGS9SM! #2 (B 
>¢gSB>*S,<hS$1$k$+S1S$&S+SOJLSKS7SF!";22CS9Sk; vSKOU5AS, S"SkSoS1SGS9S+Si!"¢ (B 
>¿ $B; 22C$KAf$.Ce$1$i$1$1$P$H; WSCSFSSS*S9! #3 (B 


ESBF1>e! #2 (B 
¿ $B; d$b; 22CS@S1SCSF; VSKSISKSH; WSSS*S9! #2 ( 
2SB>*Sr<hS$kSNSOOMS (SFSISSSCS9! #3 (8(՞՞չ 


w 


N E anne 
¿SB;WSSS“S9!#¿ (B 

¢ $BS*SHSaSFEE7b$+$i%WS13WS1$_$?SSSKS$7SF#C#DH/GdSGSb$9S$1SP!"SbSASCSH (B 
2SB4k2h<+BNSKSbI}$, 9-$, $j$=S&$GS9! #2 (B 
¿SBšSbšSASmš$s!"$=$1S$S@S1SN%/%S%*%jJ%FS4#S,I,MWSGS9S,!&!&!&¿ (B 


>> ¿ŠB!!$=$&SS$ (SP!"S5!<%PL5NA4 | 4V: GBeSNSSSYSSSHSKSISKSSSGS9SM! #2 (B 
> 

>¿SB!!S=S&$GS9SM!#¿ (B 
>¿SBL5NA4|4VSN:G8e$K!"Bg$-$/0@9Sj>e$2$i$1S1SP$S$$$SGSOSM!#¿ (B 

> 


éSBS=S&SGS9SM! #:nIJ<+BNSO=PSkSGS7Sg$&$,!"S_ SIS5S$s?eLL2<SG:n@.S7SFSkLUSG; (B 
ESBS9S+Si!"SdSOSj@9Sj>eS,SkSNSO:G8eSGS7SgS&S+!#¢e (B 


¿SB#K#B#O;¿ (B 
—-MESSAGE FILE 21486 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000022h 
tml.html 


--MESSAGE FILE 21487 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1SO-2022-JP?B?GyRCI1AJUiINHGyhK?="_ <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 13 May 1997 12:43:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0Olbc5f9a$7dd2caa0$5ccl184d2@Enterprise.so-net.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0OF.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> 

NNTP-Posting-Host: 210.132.193.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ~ESBM>CLSGS9S,!"S?SVSs:#2SSO>* 6bSb$+$+SCSFSkSSSG7k9=NISS:nIJS, SGSkSH3z (J 
> gSB;WSSS*S9! #2 (Մ 


¿SB!!S=S&SGS9ShSM!#;dSbSASgSCSHSdSk5S$SSKSJSCSFS*S9¿ (Մ (^^; 


> ¿SBS“SHšSaSFEE7bS+Si%sW%S1%W%1S_S?SSSKS7SF#C#DH/GdSGSbS9%$1SP!"SbSASCSH;¿ (J 
> ¿SB4k2h<+BNSKSbI)S,9-S,S3JS=S&SGS9!#; (J 


ea ee a ee ՏՈՆ ee 
¿ SBMFNLSN5vS98BS j5MSa9~SsS@;z (JCD-ROM; SBSHS$+:nSCSFM_S7SSSGS9SM! #2 (J 
¿SB<+J, ՏԱ:ոՏՇՏ2ՏԱՏՈՏ0215`Տ, ¿ (JCD-ROM; SBSKSJSkSH4rS7SSSOS:S@S7! #2 (J 
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NNTP-Posting-Host: th-eng06-191.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 20 May 1998 22:15:18 GMT, West <wb6ac> wrote: 
Dont you have free Uni connection? 


yeah, but what with one thing and another, last month was 40 quid. i 
cant afford that for anyone, not even my hamster. 


Rob :) 
—-MESSAGE FILE 2272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00975 


—-MESSAGE FILE 2273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000976 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Thu, 21 May 1998 00:00:57 -0700 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3563D129.37D5E220@sinclair.net> 

References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You people are all vampires ;) I stay up late, but I work best in the 
morning and daytime. Currently, my time is limited, so I only work 
weekends, and it tends to be Saturday only (I do need *some* relaxing 
time). Lately when I do work its from 8 am to 6 pm (I've been mainly 
working Saturdays and the Yaroze chat is Saturday at 6 my time, so I 
generally have to stop in the middle of what I'm doing). 


At the early stages of development, I listen to whatever; I prefer 80's 
music, but I listen to whatever's playing on my music service. Later 
on, when I have music/sound, I keep music off, so that I can hear it 
from the game, make sure its working (I generally test it every 5 
minutes or so). 


_ Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 
--MESSAGE FILE 2273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00976 


--MESSAGE FILE 2274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000977 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Thu, 21 May 1998 09:10:01 +0100 

Organization: DMA Design Ltd 

Lines: 23 

Message-ID: <3563E159.5E9@dma-—design.com> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6éjsh5g$4p11l@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 


Net Yaroze newsgroups message dump.txt Page 14401 


¿SB#P#R#G:¿ (J 


—-MESSAGE FILE 21487 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000023h 
tml.html 


--MESSAGE FILE 21488 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Tue, 13 May 1997 23:11:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3378767F.3DE9@ibm.net> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> 
NNTP-Posting-Host: 202.135.105.169 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


¿SB2qOwHV9f¿ (Jdcn01516z¢SBSN550£>05WSG$9! #2 (J 


¿$B; dS$b! VEE7b2& !WSrGcSCSFS-S*S7$?! #2 (J 


é$BNIS$/8+S$k$H! "AO2s$N%$%Y%S%HSN; d$N:nIJ$, !"#3:nIJ$H$b¿ (J 
¿SB!JS+SmS&S8SF!K:NSCSFSSSF!"SHSFSbS$S&S1$S7SSSGS9!#¿ (J 


¿SB;d$sb!";22C>%*$rLN;X$7SF1"$*F@0USN!VOBJ*BgNLG@8;:!WS$SGS$S3S&SH;WSSSAS$S9!#;¿ (J 


ESBSASIJS_SK!"!VF~>*:nIJSO#C#D2=S 9SkKM=D jSG$9!WSH=qS+S1SFSSS*S9!#¢ (J 

¿i SB#C#D2=SO ! "<B8=S 9SkSNSGSOSISSSGS7Sg$&S$+!D! #3 (J 

—-MESSAGE FILE 21488 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000024h 
tml.html 


--MESSAGE FILE 21489 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1S0-2022-JP?B?GyRCRUU3YjImGyhC?= 

Date: Tue, 13 May 1997 23:05:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <kamon$21c519970513230519@news1.scei.co.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> 
NNTP-Posting-Host: 210.136.1.34 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S3Ss$SKSASO!#2CLgSGS9!#¿ (B 


kbo wrote: 
>2SBS*SHSaSFEETDS+SiSWS1SWS1S_S?SSSKS7SF#CHDH/GdSGSbS9S1SP!"SbSASCSH¢ (1 
>¢SB4k2h<+BNSKSbI}$, 9-$,S74S=S&SGS9! #2 (B 
>¢SBSbSASm$s!"S=S1S@S1S5N%/%*SjSFS#S,1,MWSGS9S, !&!&!&¿ (B 


ա 


2581 151565, #CHDSKS9SKSNSISi ! "1~Jg:nTJ$<$s$V<}O2$7SF$ [$7$$$H;WSESs$G$9S, չ (B 
¿SBSIS&SGS7SgS&S+!)¿ (B 


¿SB!!A*9MJ)K!$, ! "23: :0w#5?MSKShS$Sk!"SHSSS&SNS, !"$"$2$3$9&$1S7S/SJSSSGS9!#; (B 
¿SB2qOwSK$hS$SkEjI<S$SHS+!"EF7b2&$K%2!<%` SN>R2p5-;v$r:N$;SFFI<TS$SKM7$SS2?SS¿ (B 
¿SB%2!<%` SKEjJI<S7SFSbSiS&SHS+S7SFA*=P$S7SFS[S7SSSGS9!#¿ (B 
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$B! !S"SH!I"!V3V%i%C%/2 (BPS: SBSGFOS/SNS,>r70!WSHS7SJS, $i! "SD! <%kSbS"S jSCSFSNSOz (B 

é SBSIS&SSS&OUL#SISSSGS$7Sg$&!) ! 1! 9US9SF>eSGF0S/%D! <3kSCSFSNSOS"S*S$jSISSSHz (B 

¿ SB; W$$$^$9!#IaDL%D!<%k$O; (BPC SBB&$G; HS&SbS$s$GS$9ShSM! Է: (BTIM: SBSS%e!<S"SHS+3 (BTMD¿ Š 
B%S%ez (B 
2 $B! <3" SHS+$N$3SHS$+$I8!!#2 (B 


2581 !S=S1SKS7SFSb4 | BTS7SFGcSCS$?$i!"#2%Z!<%8S7S+:\SCSFSIS/SFS,$CS+$5! #2 (J 
ESBEO#I#OL SbI'SCSE!"SASQGSSSHB;$7$?5Sd, !#¿ (B 


ա 


ESB! !SHS5S"S ($:!"KMS$b2?:nIJ$+1~Jg$9SkSDSb$jSG$9! #2 (B 


#2SB!V7I>NN, !WS, !V7I>JIN, !WSKSJSCSFS?¢ (B(zSB>P¢ (B) ¢SB! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 21489 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000025h 
tml.html 


--MESSAGE FILE 21490 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Wed, 14 May 1997 07:43:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <3378EE7B.703@ppp.bekkoame.or. յք» 

References: <01bc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> 

NNTP-Posting-Host: 202.231.202.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBEhSGS9¿ (J 


SB#P#R#G¿ (J wrote: 
> ¿SB!!SH$jS$S"$($:!";22C>*SrA@QSCSFS*S9¿ (Մ(՞՞չ 
¿$B!!;22C>^$, S"SkSH4rS7SSSGS9SM! #3 (J 


ESB>*S,<h$1$k$+$IS&$+SOJLSKS7SF!";22C$9Sk; VSKOUSAS, $"$k$0o$1$G$9$+$i!";¿ (J 
¿$B;22C$KAf$.Ce$1$i$1$1$P$H;W$C$F$$$2$9!#¿ (J 


V V V V V VO 


¿SBF146SGS$S9!#;dš$b;22CS9SkS$S3SHSrLNI8SKS7SFS$S 2 S9!#: (J 
¿SBSH$3$"S$ ($:A49q%S1%SY%SkS$SJSNSGCOS8SNS+$+SJSSSh$S&SOJSbSN:n$Si$SJS-Sc!# (J 


¿SB8e!"F->%$G@$1SGSJS$S/% (SSSH%j!<A4ItSGHCHD! ] HREO#MSKF~S1SFS/S1S1SP4rS$7S$SGS$9¢ (J 
ESBSM! #2 (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 21490 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000026h 
tml.html 


--MESSAGE FILE 21491 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1AJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 14 May 1997 13:21:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 
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Message-ID: <0Olbc6068Sf£04c820Se2c184d2@Enterprise.so-net.or.jp> 

References: <Olbc5c7d$08923c00$e2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rboan.or.jp> <01bc5d31$9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <OlbcS5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <3378EE7B.703@ppp. 
bekkoame.or.jp> 

NNTP-Posting-Host: 210.132.193.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¢SBF146SGS9!#; dSb; 22CS9SkS3SHSrL\I8SKS7SFS*S9! #3 (J 
> zSBSHS5S"S ($:A49q%1SYSKSTSNSGCOS8SNS+S+SITSSShHSESTSHSN: nSiSIS—-Sc! #2 (J 


éSB!!S3S&S7SFSK%Se!<S9SNEJIFSrFIS*S$+$.$5!"S SISS5SSsSd$k5SS,S"SkShSESG; (J 
ESB4rS7SSSGSOSM! Ք: (J 
¢ SB2FSKSO; E; v$,K; $7$/SI$4S=SESQS1SI1!"SISSSHS+; ~4VSr8+SDS1SFSdSiSTSSSH!&!&!&3 (J 


¿SB#P#R#G¿ (J 


—-MESSAGE FILE 21491 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000027h 
tml.html 


--MESSAGE FILE 21492 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1SO-2022-JP?B?GyRCI1AJUiINHGyhK?=" <hchiba@fa2.so-net.or. jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 14 May 1997 13:23:21 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bc6069$35dade20$e2c184d2@Enterprise.so-net.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <3378767F.3DE9@ibm.net> 

NNTP-Posting-Host: 210.132.193.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 2$B;d$b!";22C>*SrL\;XS7SF!"S*F@OUSN! VOBJ*BgNL@8; : !WSGSSS3S&SH;WSSS*S9! #2 (J 


¿S$SB!1S?$7S+1";22C>%$, $"SkSHSO=qSSSFS*$;SsSG$7$?ShHSM!) 
SBS" SkS$s$J$i; dš$b>.IJ$r$SSC$SQ$SS:nSmS&S+SJ!J>P !K¿ (J 


¿SB#P#R#G¿ (J 


--MESSAGE FILE 21492 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000028h 
tml.html 


--MESSAGE FILE 21493 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000002 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1SO-2022-JP?B?GyRCI1IAJUiINHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 14 May 1997 13:27:13 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01bc6069$c03d32c0$e2c184d2@Enterprise.so-net.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.193.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 
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> ¿$B!!$"$H!"!V%V%i%C%/¿ (ՄԵՏչՏՏՏՇԲՕՏ/ՏԱՏ, >r70!WSHS7SJ$, Si! "SD! <%kSbS"S4SCSFSNSOz (J 

> ¢~SBSIS&SS$S&OUL#FSISSSGS7$g$&!) !!9uS9SF>eSGF0$S/%D!<%kSCSFSNSOS"S“*Sj4SISSSHE (J 

> ¿$B;W$$$^$9!#IaDL%D!<%k$O;¿ (JPC SBB&$G; HS&S$bSsS$GS9SHSM! փ: (JTIMZ SBSS%E!<S"SHS+3 (JTMD 
:SBSS%eg (J 

£ $B! <S"SHS+SNS3SHS+$I5! 1 #2 (J 


¿$SB!!;d$OSb$G%$j%s%0%G!<%?$N%b!<%7%g%s$r#P#S>e$G$SS8SCSF!"$=$SN%G!<%?Šr¿ (J 
dsave;$SBSGE#P#C$K%; !| <SVS9$k%W%m%0%1%`$r:n$CSF$2$91#; (J 
¿SB;OSaSN%š]!<%:$H!"=*$o$j$N%]!<%:Sr:n$C$F$S+Si3F19$N%*%$V%$8%'%/%HŠ$N2sE>3QŠr¿(J 


¿$BD>@~Jd40$9$I$P!"5$; }$A0-$$%b!<%7%g%s%G!<%?$N=PMh>e$, $j!J>P!K¿ (J 


¿SB#P#R#G¿ (J 


--MESSAGE FILE 21493 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000029h 
tml.html 


--MESSAGE FILE 21494 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Wed, 14 May 1997 23:44:28 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <3379CFCC.41E378FF@aix.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31$9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <3378EE7B.703@ppp. 
bekkoame.or.jp> <Olbc6068Sf£04c820S$e2c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 202.208.34.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


> ¿SB!!S3S&S7SFSK%e!<%S9SNEJ9FSrFIS`S+S.SJj!"S_SJS5SsSdSk5SS,S"TSkShS&SGe (J 
> ¿SB4r$7S$SGS9SM!#; (J 


ESBSISsS+!SS_ SsSISNG.0US, FOSSSFS-SF!V<+J, $b2?$+$7$J$-$c!W$C$F5$$K$5$;$^$9; (J 
ESBSM! #2 (J 


> ¢SB2FSKSO; EB; v$,K;$7$/SISjS=S&S@S1ST!"SISSSHS+; ~4VSr8+SDS1SFSdASiSTSSSH!&!&!&32 (J 


¿ $B; dSN>19gSJISsSSHS+S7SF@~Sr0zS/S@SISNSWSMS0SiS > $+SiChHSK?PTS*SISSSH! J>P!Ke (J 
ESBE J 4:43 33353 E EATE ee J TAT puta JS ua et ead 
¿SB!!!1!11111119pEDMNJ?!J%SOSsSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿$B8X3+HG$NS[!<%`%Z!<%8$r?t%v7n$V$j$K99?7$7$^$7$?!#¿ (J 
ESBSGSb!$9) ; vVHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿S$B:G=*99?7F|;-!!!!#5!?#1#2!J2<SN¿ (JURLESB! Ke (J 

¿SB9927M=D3jF|!!!!!1!#41?111)¿ (J 

--MESSAGE FILE 21494 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000030h 
tml.html 


--MESSAGE FILE 21495 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.event 
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Subject: Re: =?IS0-2022-JP?B?GyRCRUU3YjImGyhC?= 

Date: 15 May 1997 02:07:19 GMT 

Organization: Net Yarouze (SCE) 

Lines: 39 

Message-ID: <5ldr4nS$f4j@newsl.scei.co.jp> 

References: <0Olbc5c7d$08923c00S$e2c184d2@Enterprise.so-net.or.jp> <33743E0OF.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.140.55 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBS3SSSKSASO!S#K#BHOSGS9! #2 (B 


> $B! !$I$&$; #C#D$K$IŞK$N$JSİ!"1~Jg:nIJ$<$s$V<}O?$7$F$[$7S$$H;W$&$s$G$9$, z (B 
>¿SBSIS&SGS7SgS&S+!)¿ (B 


éESBS=S&SGS9SM! #A4ItF~S1SFSbF~S4S—-Sk5SS,S7S°S9!#¢ (B 
£$B! ISCSF2?8D1~Jg$,$/SkSNS+8=; ~E@SGSO2r$48°S;Ss$,!&!&!&!Kz (B 


>¢SB!!A*9MI}K!S,!"23::0w#5?MSKShSk! "SHSSSESNS, !"$"$^$j$&$1$7$/$J$$$G$9!#¿ (B 
>¿ SB2qO0wSKShSkEJI<SHS+! "EE7TD2&$K%2!<%* SN>R2p5-; v$r:\$; SFFI<TSKM7$S$7?5$83 (B 
>¢S$BS2!<%* SKEJI<S$7SFSbSiS$&SHS+S7SFA*=PS7SFS [S7SSSGS9!#¢ (B 


¿$B?3::0w¿ (B5zgSB?MSISS$G$9$+! #SASgSCSH!"S=S1SOJPS 4S, 5SSKSISjS*°$9SM! #2 (B 
2 SB; (; o$GS9$S+Si! "FI<TSNOU8+SHSSS&SNSOSTS+SIS+3$SSSGS9SM! #2 (B 

¿E SBSMSCSHSd$m$&$<SGSNEJI<S@SH! "SIS<$+6KC<SK>/SISSS7! #3 (B 

ESB! ISK%e!<S9FISaSISSSNS+SJ!) ! Ke (B 


>¢SB!!S"SH!"!V%V%Si%C%/z (BPSzSBSGF0S/SNS, >r70!WSHS7SIS$, $i! "%D!<%kSbS"S jSCSFSNSOg (B 
>zSBSIS&SSS&OUL#FSTISSSGS7$g$&!) !!9U%9%F>eSGF0S/%D!<SkSCSFSNSOS"S“*S5STSSSH (B 
>¢SB;WSSS*S9!#TaDLSD!<%kS$Oz (BPCz SBB&SG; HS&SbSSSGS9ShHSM! #2 (BTIM; SB$S%S$e ! <š "Š$H$+¿ (BTMD¿ 
$B%S%še¿ (B 

Ya. SB!<$"$SHS+SN$3$HS+SJS$!!#¿(B 


¿SBS&!<Ss!"S"SsS*“SJ9MS (SFSJSSSCSF8@S&S+!"S=S$S&SSS&;v2rSkSRSH!"S"SsS*S3j¿ (B 
¿SB$$$J$$$s$8$c$J$$SSN$S+$JS!!# (B 
¿S$B$3$3%iJOS$SOSa!<%$k$ŠG#S#C#E#ISGLd$$9g$o$;$F$_$k$+!"EE7b$KEEOC$9$k$+¿ (B 
¿$B$7$+$J$$$G$7$Sg$&S$SM!#¿ (B 


>¿$B1!S=$1$KS7$FSb4|BT$7$FGcSC$?Si!"#2%Z1<%8S7$+:NSC$FSJS/SFS,$CS+$j!#; (B 
>¿SB#5#9#01_SbJ'SCSF!"SASgSSSHB;$7$?5SJ, !#¿ (B 


ESBS"!"S=$1;dSb! #2 (B 
ESBSG!"FISSSGSISS! #SQ%SCSH8+S?7S@S1SGS9! #2 (B 


> $B!!$H$J$"$ ($:!"KM$b2? :nIJ$+1~Jg$9SkS$DSb$ j$G$9! #2 (B 
ESB3Z$7$_$G$9!#é (B 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 21495 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000031h 
tml.html 


--MESSAGE FILE 21496 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 15 May 1997 06:56:51 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5lec3 j$g12@newsl.scei.co.jp> 

References: <01bc5c7d$08923c00S$e2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@newsl.scei.co.jp> <5ldr4n$f4j@newsl.scei.co.jp 
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> 

NNTP-Posting-Host: 210.132.191.229 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBHESHA#FT! SSGS9! #3 (J 

kbo <kbo@kt.rim.or.jp> wrote... 

> ¿$B?3::0w¿ (J5eSB?PMSISs$G$9S+! #SASGSCSH! "S=S1SOIPS4$,5SSKSISjS*SOSM! #2 (J 
> ¿SB; (;o$G$9S+Si!"FI<TSNOU8+SHSSS&SNSOSITS+SIS+SSSSSGSISM! #2 (J 


¿SB:#2sSNEE7b2&$rFISs$@8BSj!"FI<T$NOU8+$G$bS$S=$1$OS=$1$GJP$j$,S$"$Sk$hS$&$J¿ (J 
¿$B5$$, $7$9^$7$?$, 6 (I (^^; 


> ¢~SBSMSCSHSdSm$ &$<SGSNEJI<S@SH!"S$IS<S+6KC<SK>/SISSS7T! #2 (J 
> ¿$B!J%K%e!<%9FI$a$J$$$N$+$J!)!K¿ (J 


¿SB<BSO;dSb%*sM%sC%*HSdSmS&S<SNEjJI<S7S?;vSJSSSsSGS9S, !"228NS+SHSSS&SH!"S3S&¿ (J 
é SBSSS&SNSCSF!VA4ItSN:nIJd!WSr!V==J, $d$j9~S* !WSNS$, :GDc>r70$GS9$h$M! #$d$Cz (J 
¿SBSQSj!"SASgSCSH?(SCS2S@GS15SGSSSSS+S2SsSJ;v=q$15JSSSGS9S+S1!#8@SSLuSKS7¿ (J 
¿SBS+SJSjS“S;SsS, !"SUS+SJS+S=S3S“SG<jS$S,2sSiSJS+SCS?SsSSGS9!#¿ (J 


¿SBSGSb!":#EYS+SiSO¿ (J (¿SBS"SkKRKSNS$S+¿ (712 (“*;)¿SBSAScSSsSSHEjI<S9SkSDSbSjSGS9!#¿ (Մ 
¿ $B$=$ &SdSCSF ?MSN: nIJ$G$8SC$/$ jM7SVSNSbIY6/SKSISjS*S9STSM! #2 (J 


(SSA fo Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21496 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000032h 
tml.html 


--MESSAGE FILE 21497 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Thu, 15 May 1997 17:32:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <337ACA20.473@ymg.urban.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@newsl.scei.co.jp> <5ldr4n$f4j@newsl.scei.co.jp 
> <5lec3j$gl12@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBHESHA#T!%3 (J wrote: 


> ¿SB:#2sSNEE7b2&SrFISsS@8BSj!"FI<TŠšNOU8+$G$Sb$=$1SOS=S1SGJPSjS,S"T"SkShS&SJO (J 
> 258555/79՞57525/2(Ժ (^^; 


ESB! !F1468G$9¢ (Մ(՞՞չ 
ESB! !SoSjSH4IC1SK%S*!<S1SF%#%S%0SGS-S=SE&SI58$, $78°S93 (T(%%; 


¿SB<BSO; dSb%M%CSHSd$m$ &$<$NEjI<$7$?; v$J$$$s$G$9$, !"228NS+SHSSS&SH!"S$3S&¿ (J 
E SBSSS&SNSCSF!VA4ItSN:nIJ!WSr!V==J, $d$j9~$` !WSNS, :GDc>r70$G$9$Sh$M! #$d$Cz (J 
¿SBSQSj!"SASgSCSH?(SCS$S?5S@S1SGSSSSS+S2SsSJ;v=q$15JSSSGS9S+Si!#8@SSLuSKS7¿ (J 
ESBS+$SISIS*S; SSS, !"SISt$SIS+$=$39°SG6< $9, 28$i$SIS+$C$2S$s$Gso lite (J 


VV V V 


éSB!!¢ (JNews; SBSOFIS_=q$-SGS-SFSb!"%@%&%s%m!<SISGS-SISS!JTSoS+SiSISS!K?MSb; (J 
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ԵՏՔ !SSSKSNS+SbS7S1$%S;SsSM! #2 (J 
¿SB!!%S@%&%s%m!<%I$G$-SFSbE83+SG$-S$SJSSSHS+!"9u¿ (UPS¿ ԱԱ ԱՀԱ SISSSHS4+!"3 (J 
Հ581153ՏԱՀ)ՏԱՏԱՏՆՏՄՏԱԵՏՕ555252515-95,5755Տ5- $&5G89! #2 (J 


¿$B!!$;$a$F:¿ (JWindows: $B>e$G4JC1$KE8 3+! uE>AwS@S1SGSbSGS-S$k%D!<%k$,S"S1SP3 (J 
2$B!!B?>/$02~A1$5$1Sk$+$b$7$1$*%S; $s! #2 (JMacintoshz SBMQSOK>$sS$GSbL5BL$+$d2 (J (**; 


Ա Աա ԱՆ 6 6 mop 5 o ՏՐ. 

¿$B!t¿ (JUMac¿SB$b%S5%] !<SHS7SFS/S1SFSkKSNS$G9%S-SGS9¢ ¿$B>P¿ (J) 

¿SB!t% Ssa!<% 85Տ500- ԱՆ ՏԱՆ ԿԱՅԱՆ: ՀՏ 24 (J 
¿SB!tS$SIS&S+S7SFSSSk!"SCSFSNS,@52rS+SJ¿ (Մ(՞՞չ 

--MESSAGE FILE 21497 END: net-yaroze- a SP TTE SCEI/ny/program/event/00000033h 
tml.html 


--MESSAGE FILE 21498 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCRUU3Y jImGyhK?= 

Date: Thu, 15 May 1997 17:34:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <337ACA91.7ED3@ymg.urban.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <0lbc5f9aS7dd2caa0$5ccl184d2@Enterprise.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#P#R#G¿ (J wrote: 


> Se ot GC 
> ¢SBMFNLSN5vS98BS j5MSa9~SsS@;z (JCD-ROM; SBSHS$+:nSCSFM_S7SSSGS9SM! #¢ (J 
> ¢SB<t+d,SN:nSCS$?SW3ms0%i%>S,¢ (JCD-ROM: SBSKSJSkSH4rS7SSSOS:S@S7! #2 (J 


é$B! !2qO0w8BDjSG! "M—=~SKSISCSFSbSS$$$+SiSd$CSKPs [S7$SS$GS9SM! #2 (J 

¿SB!!9u¿ (JPSzSBOJ30SGSbF0S/ShS&SKS7SHSSSFSbSiS$ (SkSH>ONIS7!*¢ (J 

—-MESSAGE FILE 21498 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000034h 
tml.html 


--MESSAGE FILE 21499 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IAJUiINHGyhK?="_ <hchiba@fa2.so-net.or. jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBSkQkVFN21lyJhsoSg==?= 

Date: 15 May 1997 12:02:01 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc6127$02d40740$59c184d2@Enterprise.so-net.or.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31$9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <Olbc5f9aS$7dd2caa0$5ccl184d2@Enterprise.so-net.or.jp> <337ACA91.7ED3@ymg. 
urban.or.jp> 
NNTP-Posting-Host: 210.132.193.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 2$B!!2q0w8BDj$SG! "M—=~SKSISCSFSbSSS$$+SiSdSCSF$ [S7SSSGS9SM! #2 (J 
> ¿$B!!9u¿ (IPS; SBOJ30SGSbF0$S/S$hS&SKSTSHSSSFSbSiS (SkSH>ONIS7!*¢ (J 


1581 !9uz (JPSz$BOT30SGSbF0$/$hS&SISi!"M' 2MSK!V26$, :n$C$S?%21<%`$@$<!*!WSCŠF¿ (J 
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ESB8+$; SdS9SS!I<+K}$7SdAS9SS!KSGS9SHSM! #2 (J 


¿SB#P#R#G¿ (J 


—-MESSAGE FILE 21499 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000035h 
tml.html 


--MESSAGE FILE 21500 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCRUU3YjImGyhC ?= 

Date: Sat, 17 May 1997 03:25:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <redbug$ff8d19970517032538@news1l.scei.co.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31$9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@news1.scei.co.jp> 

NNTP-Posting-Host: 202.215.62.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.event ¿SBSN;¿ (B 

<kamon$21c519970513230519@news1.scei.co.jp> ¿SBSN;¿ (B 

¿$B5-;v$K$*$$$F¿ (B 1997/05/13/ 23:05 ¿$B:"!"¿ (B 

Taro Kamon¿$B$5$s$0=q$-$^$7$?!#¿ (B 

>E $B!!$"$H!"!V%V%i%šC%/¿ (BPS SBSGFOS/SNS$,>r70!WSHS7SIS,S$i!"SD!<%SkSbS"SjISCSFSNSO; (B 
>zSBSIS&SSS&NUL#HSISSSGS7Sg$&!) !!9uS9SF>eSGF0S/%D!<SkSCSFSNSOS"S“*SjSISSSH; (B 

> $B; WS$$^$9!#IaDL%D!<%k$O; (BPC; SBB&$G; HS&Sb$s$GS9ShSM! փչ (BTIM: SBSS%e!<S"SHS+; (BTMD¿ 
SBSS%ezg (B 

>¢$B!<S"SHS+SNS3SHS+SJS!!#¢ (B 


¿SB%sasb%j)!<%+!<%ISNCf?H$r05=L$7SFJLSN%$+!<%ISKJ]B8S9Sk%D!<%k$,SGS-SsS+¿ (B 
¿SB$JS$S!!"S$JSTSH9MS (SFSOSSS*S9! #3 (B 
¿$BSG$b!"%=%U%H$K$hŠC$F$O:G=i$+$i05=L$7$FJ]B8$7$F$k$h$&$J5$$b$9$k$7!#¿ (B 
¿$B8Z2LGV$$$G$7$g$8&$M$' 1 փչ (B 


> $B! !$=$1$K$7$F$b4|BT$7$FGc$C$?$i!"#2%Z!<%8$7$+:\$C$F$J$/$F$, $C$+$j!#¿ (B 
> $B#5#9#01_$bJ'$C$F!"$A$g$$$HB;$7$?5$J, !#¿ (B 


¿$B:#7n$001; ~E*SKEE7b2 &SNGdS$ j>e$2$,A}$ ($?SH;WS&SGS9! #2 (B 


>2SB!!SHSjIS"S ($:!"KM$b2? :nIJ$+1~Jg$9SkSDSbS jSGS9! #2 (B 


ESBHELSDS8ScSISSSsSGS9S+!"S9S4SS!#4|BTSTSFS*S9! #3 (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 21500 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000036h 
tml.html 


--MESSAGE FILE 21501 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCI1AJUiINHGyhK?=" <hchiba@fa2.so-net.or. jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?GyRCQOmg jMjJzRWxLTCUQJVULXxsoSg==?= 

Date: 18 May 1997 09:43:13 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01lbc636f£$1d5d3a60$62c184d2@Enterprise.so-net.or.jp> 
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NNTP-Posting-Host: 210.132.193.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2$B! !BgFbS5$sC#$, 4k2h$7$F$$$?Bh#22SE1KL%*%U%_$NF|Dx$, !"¿ (J 
ESBE5S7N#2H4F | 1! #149! ' #OFOS+SiSK7THS*S 5S*°S7S2SM! #2 (J 


2$B! !=P@IM=DjSNI}C#!I"S*S?32ZS7S/SdASjS*STSg$&!* 3 (J 


¿SB#P#R#G¿ (J 


--MESSAGE FILE 21501 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000037h 
tml.html 


--MESSAGE FILE 21502 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
8html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.sugata" <sugata@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCOmgjMjJzRWxLTCUqJVU1l1XyElISU7MjJDJDckXiQ5GyhK?= 
Date: Mon, 19 May 1997 04:41:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <337F5B6E.1CF5@ba2.so-net.or.jp> 

References: <0O1lbc636£$1d5d3a60$62c184d2@Enterprise.so-net.or.jp> 

Reply-To: sugata@ba2.so-net.or.jp 

NNTP-Posting-Host: 210.132.193.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS3SSSKSASO!"?{EDSGS9! #2 (J 


ESBHES! 2#2#4SCSF: HEYSNEZMKF | SGS9SM! #2 (J 
ՀՏ8095)»6Տ5, SCSF!"S*S??) SYT*S,<jSDS+S$: SKSISCS?S5ST7TSF3 (J (*%) 


ESBEPHR#EGS SS sSSbHSHSASMSs; 22ՇՏ6Տ9ՏհՏիլ #2 (J 


¿S$SB<+J, $b3Z$7$_$G$9!#¿ (J 


¿SBS3S3SGOCSrS$S7SFSSS1SP!"S*“S@8+SLE1KL?MS$S,;22CI=L@S7SFS-S$?S3jS7SFE¿ (J 
2 SBSDSC$H3Z$7$/$ISk$+$b$7$1$%S; Ss$M! #2 (J 


¢SB8f0FFbS7SH$+S$I$/SCSAScz (J 
¢$B3+:ECO$05\>k8) @gBf£; TSG@gB£1X<~JUSNO {$_20SK7h$%*S$4S=S&SGS9! #3 (J 

$B; 22C4uK><TSOBgFb$5$s3 (J (bfy01187) ¢SBSN% [!<%* 3Z!<%8S+SiO"MmS7SFS/S@S5SS! #3 (J 
¿SB#H#P%S"SIS1%9SO¿ (J http://wwwl.scei.co.jp/~bfy01187/ ¿$B$G$9!#¿ (J 


¢SB2q>1M=LsSNET9g>eS$*AaSaSK!*!*3 (J 


ESBHEP! S#S! S#P#R#GSSSS : G6aSN=q$-9~$_SNNLS, B?SSSGS9SM! #2 (J 


¿$B!!!!!!!!$+$JI$j$d$k5$$H$*8+<u$1$7$^$7$? (Մ(՞՞) 

_/_/ ¿$B?{EDė (J ¿$B7C01¿ (J A 
_/_/ mailto:sugata@ba2.so-net.or.jp f=} 

_/_/ Net-Yaroze ID: ԵքՔ00134 ata 


--MESSAGE FILE 21502 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000038h 
tml.html 


--MESSAGE FILE 21503 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000003 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Yutaka Oouchi <yuk@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCOQmg jMjJJzRWxLTCUQJVUbKEo=?= 
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Date: Mon, 19 May 1997 05:46:39 -0700 
Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <33804BAF.4E9A@ga2.so-net.or.jp> 
References: <0O1lbc636f$1d5d3a60$62c184d2@Enterprise.so-net.or.jp> <337F5B6E.1CF5@ba2. 
so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.88 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (WinNT; Լ) 


2$B!!$_SI$5$s!"S3SsSKSASO!"BgFbSG$9! #2 (J 


é SBSSSDSHCYS1SFSPS+$ jSG?=S7LuUSIS$sCs9g (J (--::: 


> gSBS3$3SGOCSr$7SFSSS1$P!"S$*$@8+SLELKL?MS, ; 22CI=L@$7$F$-$?$Jj$7$F; (J 
¿SBSbSCS$SH3Z$7$/SJSkS+SbS7S1S29;SsSM!#¿ (J 


¿SB8f0FFbS7SH$+$JS/SCSASc¿(J 

¿S$B3+:ECOSO5N>k8) 0988: JUSNO{$_20SK7h$*$4$=S&SGS9! #2 (J 

¿ $B; 22C4uK><TSOBgFb$5$s¢ (J (bfy01187) ¿SBSNS [!<%` %Z! <% Bes fe so tie eto pos 
ESBHEHFPS"S1%1%9S02 (J http://wwwl.scei.co. oe bfy01187/ ¢SBSGS9! #2 (J 


VVVVVV 


ՀՏ !AaB.EE7b2&BP:vSNS$?SaSK#H#P3"% A E Տ՞ՏՄՏՉՏ, |" 
¿SB>e$SN%"%SI%1%9$+$SiHt$s$G2<$5%$$!#¿ (J 


ՀՏԹՏԱՏՏՏեԵՏՕՏ1Տ501"չ AN 5 ԱԻ DD ՅԱ) 
¿$B$, $$$i$C$7$c$C$?$i!"%a!<%k2<$5$$!#¿ (J 


¢SB2q>1M=LsSNET9g>eS$*AaSaSK!*!*3 (J 


ESBEP! S#S!S#PH#R#GSSOSS : G6aSN=q$—-9~S$_SNNLS, ee ee 
ESBI!L!L!E!!!S+$TS5SASkKSSSHS*8+<uS$1$7$*$7$2¢ (Մ(՞՞) 


é$B!!;d$b: eee Ee nose VT 1 7 Y T aed? 
¿SŠBSGS9!#!#!#!d#P#R#GS5SS¿ (J 


¿SBSGSO!#¿ (J 


* k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k X k 


* Name : Yutaka Oouchi xX 
* Nifty-Serve : HAE01164 $ 
* Net Yarouze : bfy01187 (Private User Only...) * 
* Mail Address: mailto:yuk@ga2.so-net.or.jp * 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


—-MESSAGE FILE 21503 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000039h 
tml.html 


--MESSAGE FILE 21504 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO0O-2022-JP?B?UmU6IBskOkJoIzIycOVsS0Ow1KiVVJIV8bKEo0=?= 

Date: 19 May 1997 04:17:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <0Olbc6é37a$6b7la0a0SLocalHost@Libretto20.ppp.bekkoame.or.jp> 
References: <0O1lbc636£$1d5d3a60$62c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 202.210.128.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


£9B?{86!wSYSCS$3S$"Sa$G$92 (J 


¿SB#P#R#G¿ (J <hchiba@fa2.so-net.or.jp> wrote in article 
<01bc636£$1d5d3a60$62c184d2@Enterprise.so-net.or.jp>. 
> 2SB!!BgFbS5SsC#S, 4k2hHS7SFSS$$ ?7Bh#22SELKLS* SUS _SNF|Dx$, 1"չ (J 
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My paranoia theory is that Sony fixed some of their tellys to ONLY work 
with the official lead (but then, my brother's mini-widescreen worked 
fine). Why can't someone take the brave step of releasing native NTSC 
consoles in Europe - I mean, MOST people have a SCART telly now and if 
they don't, well why don't they just pay an extra 15-20 for an NTSC/PAL 
converter..? At least we wouldn't have to play games slowly and in 
"widescreen". Sorry, but PAL RE2 and Tekken 2 are sooo s-l-o-w :-/ 


VVVVVVVV 


Sega released the Saturn without an RF lead in the box. They claimed 
that "most" console users now have SCART TVs. They were wrong - people 
had to spend an extra £25 on an 'official' RF unit & people got *very* 
annoyed - me included. 


NTSC vs PAL is also used to control releases & to allow companies to 
'maximise' their money. If you could pay £30 for a US game instead օք 
£50 for the UK version, what do you buy? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00977 


-—-MESSAGE FILE 2275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000978 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Thu, 21 May 1998 11:12:16 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 46 

Message-ID: <3563FE00.37B77E95@micronetics.com> 

References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Depending on my mood I normally power my Pc on when I get in from work 
at around 6:30 and go until about 1-2am. My house mates slide craft 
cheese slices under my bedroom door to ensure I don't starve to death.. 
Although now the weathers nicer I can be found playing in the sand pit 
in the back garden. 


These are the Cd's around my desk at work when I'm coding Unix related 
apps. 


The Police: Greatest Hits 

Red Hot Chili Peppers: One Hot Minute 

Marilyn Manson: Portrait of an American Family 
The Cult: Electric 

Fluke: Risotto 

Revolting Cocks: Linger Fickin Good 

Blur: Great Escape 

Leftfield: Leftism 


At home, Yaroze Coding 

Daft Punk: Homework 

Propellor Heads: Decksanddrumsandrockandroll 
Fatboy Slim: Better living through chemistry 
B's ESCM 

Yello: Hands On 

Ultra Nate: Situation Critical 

Chemical Brothers: Exist planet dust. 


Cheers 
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¿SB#57n#2#4F|!!#1#9!'#O#OS+SiSK7h$*$3j$2$7S2SM!#¿ (J 


¿S$SB!!=P@JM=Dj$NJ)C#!"$*$?3Z$7$/$d$3j$2$7$Sg$&!*¿ (J 


¿SB#P#R#G¿ (J 


¿ $B; 22C$7$^!<$9; (J 

¿SB="?&3hF0SO=*SoSj!J9TS-@hSO7hS*SCSFSSSJSS!K¿ (J 

éESB7CFOSNNX0&SN=*_aSr7*S (S?0Y5SSr@2SiS90Y!)¢(J 

éESBS=S7SF:GM%= (>*SrSHSkOYSK!&!&!&!)¢(Jd 

¿ŠSB#P#S¿ (J 

¿SBDYS1SJSSShS&5SSrSDS1S S9¿ (J 

--MESSAGE FILE 21504 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000040h 
tml.html 


--MESSAGE FILE 21505 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCIlAjJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQkJoIzIycOVsSOwlKiVVJV8hJSElOzIyQyQ3JF4kORsoSg==?2?= 
Date: 19 May 1997 13:03:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <01bc6454S4598bf00S91c184d2@Enterprise.so-net.or.jp> 

References: <01bc636fSl1d5d3a60S62c184d2@EFnterprise.so-net.or.jp> <337F5B6E.1CF5@ba2. 
so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.145 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SB#P#R#GS5SsSbSbSASmSs;22CSGS9ShSM!#;¿ (J 
ESB! !SbSASmSsSG!AS9!l#e (J 


> gSBS3$3SGOCSr$7SFSS$S1$P!"$*$@8+SLELKL?MS, ; 22CI=L@$7$F$-$?$j$7$F; (J 
> ESBSbSC$H3Z$7$/$I$k$+$b$7$1$°$; Ss$M! #2 (J 


$B! !$=S$&$GS9$M! #BgFbS5$sC#$, @h9TS7SFF | Dx$r7h$a$F$/$1$*S7$25, !"¿ (J 
¢$B:G6aF~2q$7$??MSO! "E1LKLSG%*%U%_$, S"SkSHSSSE&SNSrS7SiS$TS$S$+S$b3 (J 
ESBS7TS1SISSSNSG!"$3S1S5r8+SF; 22C$7$?SSSH8@SCSFS/S1$k?MS, SSSkSH¿ (J 
ESBSSSSSGS9SM! #2 (J 


> ESBHP!S#S!S#P#R#GS5Ss :G6aSN=q$—-9~S_SNNLS,B?SSSGS9SM! #2 (J 
> ¿SB!!!!!1!1!1S+SJSJSdSk5SSHS*8+<u$1S7S2S7S?¿ (Մ(՞՞) 


$B! !SISs$+SdSk5SS@S1@h9TSTSFS*S9¢ (J (¿S$SB>P¿ (J) 
é SBSASgGSC$H; E; v$,K; $7$/SISCSFS-SF?IS/SISCSFS-S$*$7$2?$, 1"¿ (J 
¿SB%$%Y%Ss%H$b$"$k$7!"4hDS$iSJ$S$SSH!&!&!&¿ (J 


¿SB#P#R#G¿ (J 


--MESSAGE FILE 21505 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000041h 
tml.html 


--MESSAGE FILE 21506 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCIlAjJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQkJoIzIycOVsSOwlKiVVGyhK?= 

Date: 19 May 1997 13:06:30 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bc6454Sad722260S91c184d2@Enterprise.so-net.or.jp> 

References: <01bc636f$1d5d3a60$62c184dqd2@Enterprise.so-net.or.jp> <337F5B6E.1CF5@ba2. 
so-net.or.jp> <33804BAF.4E9A@ga2.so-net.or.jp> 
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NNTP-Posting-Host: 210.132.193.145 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¢$B!!;dSb:G6aSdSCSH#WHitn# 9#5S 130! <SISGSH#SIS/SKS; SCSHSTS?SPS+S$ 36 (J 
> gSBSGSO!#!#!#!d#PH#RHEGSSSsz (J 


¿SB!!S"S1$11)!!:#S SGSORW#i#n#9#5SGSOSJS+SCS?$sSGS9S+!#¿ (J 
¿SBSdSOSj;E;vS$SG;HSCSFSk#u#n#i#xSNJ)$,S7SC$S/SjS/SKSNSGS7SgS&S+!#¿ (J 


£$B! !STSKSOSHSHS"S1: #EYSNEZMKSO3Z87$/SdS84jS8S°S78Sg$&! #2 (J 


¿SB#P#R#G¿ (J 


—-MESSAGE FILE 21506 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000042h 
tml.html 


--MESSAGE FILE 21507 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Yutaka Oouchi <yuk@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCQmg jMjJJzRWxLTCUQJVUbKEoO=?= 

Date: Tue, 20 May 1997 03:14:00 -0700 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33817968.45AC@ga2.so-net.or.jp> 

References: <01lbc636f$1d5d3a60$62c184d2@Enterprise.so-net.or.jp> <337F5B6E.1CF5@ba2. 
so-net.or.jp> <33804BAF.4E9A@ga2.so-net.or.jp> <01bc6454$ad722260591c184d2@Enterpris 
e.so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (WinNT; 1) 


> gSB!I!S"S1S1!)!!):#S*SGSO#WHIi#N#EIFSSGSOSIS+SCS?SsSGS9S+!#e (J 
> ¿SBSdSOSjJ;E;vSG;HSCSFSk#u#n#i#xSNJ])S,S7SCS/SjJS/SkSNSGS7SgS&S+!#¿ (J 


¿SB!!Ssa%S$S%sSO#N#TSKSJSCSFSSS“S9S, !"SdSOSJ#U#N#I#XS, !#¿ (J 
> ¿SB!!SJSKSOSHSbS"S1:#EYSNEZMK$SO3ZS7S/SdS3jJS S7SgS&!# (J 
¿SB!!S3SASiS3S=!#¿ (Մ 


ESBS*S@S*S@!"B8+CNSISLELKL?MSN2QOwWSNd} S*BTSASTSES*SIS*S Ol #2 (J 
¿SBS3SN>1!J#N#E#W#S!KSG;22CI=L@S$5$1$F$b7k9=S$GS9!#;¿(J 


* k k k k k k k k k k k k k k k k k k k < k k k k k k k k k k k k k k k k k k k k k k k k k k k &K 


* Name : Yutaka Oouchi i 
* Nifty-Serve : HAE01164 * 
* Net Yarouze : bfy01187 (Private User Only...) * 
* Mail Address: mailto:yuk@ga2.so-net.or.jp X 


kkkkxkxkxkxkxkxkxkxkkxkxkxkxkkkxkxkxkkkxkxkkkkxkxkkkkxkkxkkkxkkkkkxkkkxkx*k 


--MESSAGE FILE 21507 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000043h 
tml.html 


--MESSAGE FILE 21508 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
4html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1AJUiINHGyhK?=" <hchiba@fa2.so-net.or. jp> 
Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?GyRCRWxLTCUQJUVU1LX0tcRnwzKzpFGyhK?= 

Date: 24 May 1997 01:24:04 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <0Olbc6é7e0$5f£8024a0$5bc184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 210.132.193.91 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2$B!!SSShSS$h:#F | !"Bh#22sELKL3*SU%_S$GS9SM! #3 (J 


2$B!!;E;v$,K;$7$/SISCSFS-S?SNSG! "Ck: "$+Si5YF | =P6PS9SkSDSb$4$G$9S, 1" (J 
¿ SB; ~4VS*SGSKSO6nS1SDS1$SkM=DjSGS9! #2 (J 


¿$B3Z$7$$%*%U%_$K$J$k;v$r4|BT$7$F$^$9!#¿ (J 


¿i SB#P#R#Ge (J 


--MESSAGE FILE 21508 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000044h 
tml.html 


--MESSAGE FILE 21509 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
Shtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1ISO-2022-JP?B?GyRCRUU3Y jImGyhC?= 

Date: 25 May 1997 15:09:35 GMT 

Organization: Net Yarouze (SCE) 

Lines: 31 

Message-ID: <5m9knf$17i@newsl.scei.co.jp> 

References: <0Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rboan.or.jp> <01bc5d31$9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@newsl.scei.co.jp> <5ldr4n$f4j@newsl.scei.co.jp 
> <5lec3j$gl12@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.73 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


¿SB#S#A#T¿ (B wrote: 


>¿$B:#2sSNEE7b2&$rFI$Ss$@8BSj!"FI<T$SNO0U8+$G$b$=$1$OS=$1S$SGJP$j$,$"$kShS$&SJ (B 
>i $B5$$,$7$°$7$?$,¿ (B (^^; 


¿SBJPSCSF$k$sSG$9S+!)¿ (B 

¿S$BS$S"SN; (;¿oA4S$FSKLN$SrDLS7$SFSkLu$GSOSJ$SSSNSG$SJS$SsSG$9$, !"$^$!!"$@$$$?$$; (B 
¿SBFI<TAXS, JPSCSFSSSkSHSSS&SNSOM} 2r$G$-$*S$9S, ¢ (B(*%; ¿SB!"S=$S1SbH=CGS$SNS&SASCSF¿ (B 
¢ $B; VSGSSSSSH8D?ME* SKSO;WSSS*°S9!#FIS_>!SASCSF;Vv$G! #2 (B 

¢SBSGSb<B: ] !"#5?MSNJ}$,H=CGSJS$s$G6!"$%*S$!1$3$3SG1>! 98@SCSFSb; EJ} SISSSGS9S1SI! #3 (Թ 
¿ $B; d<+?HSO01?MSGSb!"#1#0#0 2MSGSb9I=SoSISSS$s$G$9$, !"SISASi$, LLGr$$$+S$JI$Hz (B 

2 SBOMS ($?; ~SKBg3]$+$3jST?M?t$, EjI<$9SkI}$, LLGr$$$+SISH; WSCSFFLOUS7TSFS_$*S7S?! #2 (B 
¿SB$S%A$!!"S$S=$s$J46$8SJ$s$G!"$=$&?<$$O0UL#SOSJS$SSs$GS9S,!&!&!&¿ (B 


>¿SB<B$SO; dSb%MSC%HSd$m$ &$<SNEJI<$7$?; vSISSSs$GS9S, !"22?8NS+SHSSS&SH!"$3S6&2 (B 
>i SBSSS&SNSCSF! VA4ItSN:nIJ!WSr! V==J, $d$j9~$` !WSNS, :GDc>r70$G$9ShS$M! #$d$Cz (B 
>¿SBSQSjJ!'"SASgSCSH?(SCS?S@S1SGSSSSS+S2SsSJ;v=q$S1SJSSSGS9S+Si!#8@SSLuSKS7¿ (B 
>¿$BS+SJSjJS S;SsS, !"SUS+SJUS+S=S$S3S“SG<jJS$S,2sS$1iSJS+SCS?SsSGS9!#; (B 


¿SBSdSjS3S`SK1[S7S?;vSOSJSSSGS9S, !"SASgSCSH8+$SGSbI<SOF-$1SFSbSSSSSH;¿ (B 
¿SB;WSS$SS*S9Sh!#¿ (B 
¿SBA4S$SFSN?M$, !"F1$8%1%Y%k$^$G$d$j9~$s$GŠk$H$b8B$i$J$Š$H;W$$$^$9!#¿ (B 
¿SŠB8+$?LN$C$F$N$b$"$j$*$9$7!&!&!&¿ (B 

¿SB!J$$$d$!!":G6a9M$ ($, S"SP3ESHSKSISCSF3 (B^^; ¿$B!K¿ (B 
¿SBS?S@!"J8LLS+SiSO!"S+SJSjJ;-4VS, $I$$46$8$, $7$2S7S?SNSG!"S=$1SGSOEjI<SGS-¿ (B 
ESBSISSSNSb; EJ} SISSS+SISCSF46S8S0<uS1$*$9! #2 (B 

ESB<R2q?MSKSJSKSH! "S=S1SIS3SmS$8S$cSISS$sS@Sh!ASCSFSNSOS"SjS*S9OS+SiSM! #2 (B(%%; 
ESBS*S!3X@8SGSb; n83SHS+SCSFSNSHDS"S4S*S9S, !&!&!&¿ (B 


¿SB#K#B#O;¿ (B 
—-MESSAGE FILE 21509 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000045h 
tml.html 
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--MESSAGE FILE 21510 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkKVFN2 IyJhsoSg==?= 

Date: 26 May 1997 00:06:30 GMT 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <5mak66Smna@newsl.scei.co.jp> 

References: <0Olbc5c7d$08923c00S$e2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S59e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@newsl.scei.co.jp> <5ldr4n$f4j@newsl.scei.co.jp 
> <5lec3j$gl12@newsl.scei.co.jp> <5Sm9knf$17i@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


kbo <kbo@kt.rim.or.jp> wrote... 

> ¢$B;d<+?HSO01?MSGSb! "#1#0#0 ?7MSGSb9=SoSTS$$s$G$9$, !"SISASi$, LLGr$$$+$JI$Hz (J 

> ¿SB9MS ($?; ~SKBg3]$+$jST?M?t$,EJI<$9SkI}$,LLGr$$$+S$I$SH;WSCSFFLOUSTSFS_S*S7S?!#¢ (J 
> ¿SBS%“S!!"S=$SsSJ46$S8SJSsSG!"S=S&?<SSOUL#SOSJSSSSSGS9S, !&!&!&¿ (J 


ESBS"S"SC!"SHS7S+$7SFS"SNH/8@S, 5SSKS5SOSCSFS7S*SSS“*°S7S?SGS7Sg$&St! #2 (J 
ESBS"S1SOSASGSCSHS*S<S+5 (S78 ?S@S1SG!"7Z28$%8%g!<%/SNSDSbS jSGS7S?! #2 (J 
ESB?=S7TLUSISS$G$9!#S"S1S3S=BgGS7S?0UL#SOS"S{IS*S;Ss!#z (J 


¿SBSASJS_SK!"Bg@*$,EjI<S7S?S[S&S, LLGrSSSHSSS&SNSO;d$SbF146S$SGS9!#S;SCS+S/¿ (J 
¿ $B; (;0$,<g:ESTSs$@$+Si!"1l~Jg:n$SrA4It#C#DSKF~S1SFK\SNIUO?SKSDS1SFBgEjI<z (J 
ESBS7SFS/S1S?SiNISSSNSKSH;WSSS*S9!#2 (J 


ESBS?S@!"S=S1Sr$d$k$H8=<BLdBJSHS7SF% (%8%?!<SFSS%atstHOI30¢ (J (gSBSD!<S3kN*!)¢ (JU) ¿ SBS, ¿ 
(J 
¿ $BO5E]E*$KITMX$K$JŞC$A$C$$$^$9$, ¿(I (^^; 


¿SBSdS3j3S3S`SK1[S7S?;vSOSJSSSGS9S, !"SASgSCSH8+SGSbI<SOF-S1lSFSbSSSSSH¿ (J 
ESB; WSSS*S9Sh! #2 (J 

2 SBAASFSN2MS, ! "F1IS8S1SYSk$*$GSd$ j9~SsSGSkSHSb8BSiSTSSSH;WSSS*°S9! #2 (J 
LSB8+S?L\SCSFSNSDS"S5S*S9STIENEL EE (J 
2SB!ISS$d$!!":G6a9MS ($, S"SPS&SHSKSISCSFE (J^^; ¿SB!K¿ (J 


VVVVYV 


ESBSbSASmSs !"S$=SESSSE&IMS (SH3"SjISASH;WSSS*S9S7!"SASGSCSH? ($C$?0u>] ՏՇՏԵԱԼչ (J 
ESBS$$+Si46A[SGSb=q$$SFS$/$1$?Si4r$7$$!"SH;WS&:n<TSNJ}S$bBt; 3$S$iSCS7S$c$kS$H¢ (J 
ՀՏՔ:ՈՏՏՏ՞Տ92 (J (ESBB?d, ; dS, 2?S+AOSCSFSbHS=S&;WS&SESMSESTE (I (՞՞չ) ESB! #z (J 


ESBSGSb! "Sd$C$Q$j; d$O$d$j9~$s$GEJI<$7$?7$$$G$9!#¿ (J 
¿$B$3$1$02?$H80$&$+!"$"$/$^$G8D?ME*$J<g5A$NLABj$J$sS$G$9$, !&!&!&!# (J 


¿$B$3$s$J; v=q$/$^$G$b$J$$$s$G$9$, !"EvVA3!"$"$^$M$/EJI<$9$k$b$N$O$=$&$9$k¿ (J 
¿SBSYS-S@!"SHS$S+8@S&;vSGSOSJSSSGS9!#S`S7SmSbSCSH@9S$Sj>eS2SkS?SaSKSb5$72ZSK;¿ (J 
¿SBEjI<S9$Y$S-S@!"SHSb;WS$S&Ss$GS$S9S,!&!&!&$DSS$SDSS8*SKNOS,F-⁄$C$FS7$“$&Ss$G; (J 
¿SBS9SMS'¿ (I (^^; 


(%=*) 7 Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21510 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000046h 
tml.html 


--MESSAGE FILE 21511 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
Thtml. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1SO-2022-JP?B?GyRCRUU3Y jImGyhC ?= 
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Date: 11 Jun 1997 06:49:46 GMT 

Organization: Net Yarouze (SCE) 

Lines: 24 

Message-ID: <5nlhgqaSg65@newsl.scei.co.jp> 

References: <Olbc5c7d$08923c00Se2c184d2@Enterprise.so-net.or.jp> <33743E0F.FA6@ymg.u 
rban.or.jp> <01bc5d31S9e3cd9e0$54c184d2@Enterprise.so-net.or.jp> <3376DDCB.4843@ymg. 
urban.or.jp> <Olbc5ed4$c94d5f20$42c184d2@Enterprise.so-net.or.jp> <51902mS8r2@news1. 
scei.co.jp> <kamon$21c519970513230519@newsl.scei.co.jp> <S5ldr4n$f4j@newsl.scei.co.jp 
> <5lec3j3$g12@newsl.scei.co.jp> <5m9knf$17i@newsl.scei.co.jp> <Smaké6é6Smna@newsl.scei 
.Co. Jp> 

NNTP-Posting-Host: 202.247.139.209 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32)] 


ESBS9IS4SS55S1%S9SGS9!I"S9OS“*SSSGSO! #2 (8(՞՞չչ 
Satoshi Tawa wrote: 


>¿$BS"T"S"SC!"SbS7S+S7SEFS"SNH/8@S, 5$$K$5$0$C$F$7$^$$$^$7$7$G$7$g$&$+!#¿ (B 
>¢SBS"S1SOSASg$CSHS$*S$<S$+S$ (S7$?S@$1$SG!"7ZS$%8%Sg!<%/SNSDSbSj$GS7S?!#; (B 
>¿$B?=$7LU$J$$$G$9!#$"$1$3$=B9g$7$?70UL#$O$"$J$^$; $s!#¿ (B 


¿SBSSSd!"A4A35$SK? (SCSFS*S;Ss!#e (B(^^)/ 
¿SBSH$$$&ShS$j!"$S=S&$$S&SUS&SK<u$l<hSC$SF$JS+$SC$?$SjS7$SF!# (B 
¿SB:G6a!"SJSsS+S3S3SKS3SJS/SJSkDxSKSJSCSFS7S“SCS?SNSG!";d$S"SsS$S*S3j9MS (Sk¿ (B 
ԵՏՏ: «ՄՏ, SJS/SJSCSFS7S“SCS?SH8@S&SNS,;v<BSGS9!#;¿ (B 
¿SBS$S5S1SCSHFISSSGS5Si$SCSH=qŠ/!#SGS9!#¿ (B 


>¿$BS$S?S@!"$=$S1$r$dSkS$SH8=<BLdBjSH$7$F% (Ss%?!<%SF%$SSa%Ss%*H0J30¿ (B(¿SBSD!<%kN`!)¿ (8) gSBS, 
2 (B 
S: SBOSE] E* SKITMxSKSISCSASCSS$$°S9S, ¢ (B (՞՞չ 


¿SB$S?!"3NS+SKS$S=S&SGS9SM!#¿ (B 
éSB%D!<SkITMxSJEJI<SKSISCSFS7S*SSS=S&SI46$, 6/ՏՏՏՇՏՉՏԻԼ #¢ (B 
ESBSSSS%SD!<ZSkSCSFSSSESNSO! "I>2ZAS5S1SISSSHSSS1S%*S;SsS+Si!"ITEVSJ7k2LSKSISCSFS7S*S&@i (B 
¿SBJ)K!SOSJSKSYS/HrS1SFS[S7SSSHS3SmS$GS9SM!#¿ (B 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 21511 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000047h 
tml.html 


--MESSAGE FILE 21512 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.event 

Subject: =?I1SO-2022-JP ?B?GyRCNmU9IyEiOzM4 £SUqJVUbKEI=?= 
Date: Mon, 18 Aug 1997 10:36:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <redbug$ff8d19970818103610@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 
ESB6e=#! &; 38} S*SUSTSsSS>Sd$j$S?SSST!"SH;WSCSESSS*°S9! #2 (B 


¿SBF|DxSHS7$F$O!"¿ (B 
9/14¿$BSNF|MKS$J$sS+!"A0F|$,EZMKF|$SG5Y$S_SN?MSbB?$$S@$mS&$7!"¿ (B 
¿SBMbF|SN7nMKF|Sb5YF|SG5Y$_S@S7!"SSSSSs$8ScSJSSS+SJS!!#SHI"¿ (B 
¿SB>1<jSK9MS (SF$SSS S9!#¿ (B 


¿SB>1=j$O!"B?J,J!2,;TSŠSKSJSkSNSGSOSJSSS+SJ!"SH;WSSS*S9!# (B 
ESBS, !"JL$K>e5-$K$3S@$oSiSJ$/SFSb7k9=S$SG$9!#;¿(B 


¿ $B; 22C4uK>SN?MSO!"¢ (B 
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2$B! &4uK>F |Dx!J2?F|$N2?;~$+$i22F|$N22;~S*SG!K!"z (B 

£$B! &4uK>>1=j!3:GDc$G$b!"3+:EET;T!J!cBg76:@S7!KS$r=qS$SSFSM!Kz (B 
¿$B!&<+J, $N=; $s$GS$SkD.SNL>A0z (B 
2$B! &4uK>M=; ; !J#12?M$"$2$5$+$+SkHQMQ! #8rDLHq=|$/!Kz (B 
ESBSr!"Sa!l<SkSKSF;d$*SG!#¢ (B 

2 SBS*S*S+$;$78°S9! #SCSFSNSOL5$7! #1, $:<+d, SN4uK>Sr=q$$$F2<S5S$! #3 (B 


ESBS"SkDxEY=8$*S$C$?; ~E@S$G>1= 3! "F |Dx$r7h$a$F!":FEY=q$-9~$_ 3 (B 
ESBS*S9! #2 (B 
2$B:G=*E*$J; 22CI=L@SNDy$a@Z$4$03+:EF | SN4#3F|$/SiSSAOSKSISKSGS7$g$&! #2 (B 


¿ $B; 22C$ 9SkOU; VSNS"SkJI}$O! "AaSaSK$*4jS$S7S*S9SM! #2 (B 
£$B!J%-SC%SS%S; SKSHS"SISGSISNSG! "SHSIS"S ($27 22CI=LE@!"SGSb%s*!<s1!<SG$9!Kz (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 21512 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000048h 
tml.html 


--MESSAGE FILE 21513 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000004 
9html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCNmU9I yEi0zM4fSUqJVUbKEo=?= 
Date: Sat, 23 Aug 1997 16:10:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5tm2jvSrq3@newsl.scei.co.jp> 

References: <redbug$ff8d19970818103610@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33FE8CD9.59A@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzgSBSGS"SjS*sol#e(d 


RedBug wrote: 


> 9/14: SBSNF |MK$J$s$+!"AOF |$, EZMKF |$G5Y$_$N?M$bB?$$$@$m$&$7!"¿ (J 
> ¢SBMbF|SN7nMKF | $b5YF|$G5YS_S$@S7!"SSSSSsS8ScSISSS+SIS! !#SH!"3 (J 
> ¿SB>!<jSK9MS (SFSSS$*S9! #2 (J 


ESB! !SSSYSstHSNDy$a@Z$j$, ¢ (J9/30:$B$G$9$7!"; 22C<T>/SISSSNSGSO!) (J 
¿$B!!#1#O7n0J8eSK$7$FSOSIS&SGS$7$SgS&S+!#; (J 


¿SB!!$HSO$$SS(!"%5!<%PL5NA4|4VŠS, #97nKv$*$GSi$7$$$7!"M-NA2=$5$1$?S$i¢ (J 
¿SB!!$S$$I$/$I$kI}$, S$SJ2SSSHSO8BSiSJSSSNSGFqS7SS=j)S$SGS9SM!#¿ (J 


¿SB!tM-NA2=S5$1SkSHS7SF!"TSSSDS"%JS&%s%9S,S"SkS@SmS&S+!&!&!&!#¿ (J 
—-MESSAGE FILE 21513 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000049h 
tml.html 


--MESSAGE FILE 21514 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
Ohtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?ISO-2022-JP?B?GyRCNmU9IyEFiOzM4fSUqJVUbKEI=?= 

Date: Sat, 23 Aug 1997 22:51:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <redbugSddlel9970823225115@newsl.scei.co.jp> 

References: <redbug$ff8d19970818103610@news1.scei.co.jp> <5tm2jv$Srq3@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 202.215.109.114 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.program.event ¿SBSN¿ (B <5tm2jvSrq3@newsl.scei.co.jp> ¢SBSN; 
¿SB5-;v$K$*SSSF¿ (B 1997/08/23/ 16:10 ¢SB:"!"3 (B 
"K.Tamura" <kouzou@ymg.urban.or.jp>¢SBS5S$sSO=q$-S*S7$?!#¢ (B 


>> 9/14 $B$NF |MK$J$s$+!"AOF |$, EZMKF | $G5Y$_$N?M$ÞbB?$$$@$m$8&$7!"; (B 
>> ¿$BMbF |$N7nMKF | Sb5YF |$G5Y$_$0$7!"$$$$$s$8$c$I$$$+$I$!!#$H!"; (B 
>> ¢$B>!<jSKIMS (SFS$$*S9!#2 (B 
> 
>éSB!1SSsYssSHSNDy$a@Z$4$, ¿ (B9/30:$B$G$9$7!"; 22C<T>/ŞJŞŞŞNŞG$O!) չ (B 


ESBS=!"S=SESSSOSISISP!E!E!E!&3(B(%* FF; 


>¿SB!!#1#07n0J8eSKS7SFSOSIS&SGS7SgS&S+!# (B 


¿S$SB#1#07n$NF, $K$7$S2$7Sg$&$+!#6qBNE*$J4|F|$O;22C4uK><TSN; (B 
¿SB4uK>$K9g$o$;$F!"S$SH$SS&$S3SH$SG!# (B 


>2$B!!SHSOS$S (!"%5!<SPL5NA4 | 4VS, #97nKv$^$G$i$7$$$7!"M-NA2=$5$1$?$i; (B 
>¿$B!!SSSJS/SJSkJ)$, SSSTSSSHSOBBSiSTSSSNSGFQS7$$=j$G$9SM! #2 (B 


¿ SBA4LLE* SKM-NA2=SKSOSJSiSJISS$H;WSSS*S9!#S?SVS$s! #2 (B 
¿ $B8=>uSKM-NA$5 !<%S%9S, IT2ZDS5S1SkSNSGSOSISSSGS7Sg$&S$+!) ¢ (B 


>¿SB!tM-NA2=S5S1SkS$SHS7SF!"SSSD%S"%J%&%Ss%s9S,S"SkS@SmS&S+!&!&!&!#, (B 


¿SB%"%J%&%s%9$OM-NA2=SN#2F|A0!"SH$+!"M-NA2=$5$1$F$+S$Si!"$H$+1"¿ (B 
¿SBS=S&SSS&S3SHSKSJSkSNSGSOSJSSSGS7SgS&S+!)¿ (B 


SCEI ¿SBS5SsSNSdSkS3SHSO!JSCSFSSS&S+!"SdSiSJSSSSS@S1SISS5!K7k6L¿ (B 

é SBIOSOSCSFSISSSNShHSMS'! #2 (B 

Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 

--MESSAGE FILE 21514 END: net-yaroze-usenet/00000003-SCEI/ny/program/event 
tml.html 
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(B 


/00000050h 


--MESSAGE FILE 21515 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 


lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCNmU9IyEi0zM4f£SUqJVUbKEo=?= 
Date: Wed, 27 Aug 1997 01:26:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <340303CA.27F1@fa2.so-net.or.jp> 

References: <redbug$Sff8d19970818103610@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASOz; (J kAZZY zSBSGS9! #2 (J 
¿S$B%SU%) Sm! <CY$1$^$7$F$9$_$^$; $s!# (J 


RedBug wrote: 
> 


RedBug ¿$B$G$9!#¿ (J 


¿SB6e=#!&;38)%*%USJSsS$S>Sd$jS$S?SSSJ!"SH;WSCSFSSS“S9!#¿ (J 


¿S$BF|DxSHS7$F$O!"¿ (J 

9/142. SBSNF |MK$J$s$+!"AOF |$, EZMKF |$G5Y$_$N?M$bB?$$$@$m$&ľ$7!"¿ (J 
2 SBMbF | SN7nMKF | Sb5YF | SG5Y$_S@S$7!"SS$SSSsS8ScSISSS+SIS!!#SH!I"3 (J 
ES$B>!<jSKOMS (ՏԲՏՏՏ՞Տ91 #2 (J 


VVVVVVVV 


¿SBSoS?S7$SOSSSDSGSbS$SSSSSGS9Sh!#¿ (Մ(՞՞) 
2 SBSH8@SCSFSO$_$?SbSNSN!":G6a5YF |=P6P$,B?$$$7$J$!!#¿ (J 
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£5B%5%\S1SkS+SI$&S+F1N=SHBGSA9gGSOS; STSF8fISIPSTS*S9I! #3 (J 
é$B!JI$S_Ss$IZ53\SkKSHS*S:SSSCS7Sg!) !Kz (J 


ESB6e=#!"; 38} SN2qOwSCSF2? ?7MOLSSSkSsSSGS7SQGS&SMS'! #3 (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 21515 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000051h 
tml.html 


--MESSAGE FILE 21516 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
2html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCNmU9I yEi0OzM4f£SUqJVUbKEI=?= 
Date: Fri, 29 Aug 1997 17:09:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <19970829170934yasunaga@t3.rim.or.jp> 
References: <redbug$ff8d19970818103610@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.96 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


ա 


éESBS3SsSSKSASO!"¢ (BRedBug¿SBS5Ss!"¿ (BMr.KzSBSGS9! #¢ (1 


>¢SB6e=#! &}; 38} 3* SUSTSsS>Sd$j$?SSST!"SH;WSCSFSSS*S9! #2 (B 
¿SB6e=#!&!&!&1s$$S¿ (B(;_;) 


¿ $B; dSO9TS1$=S&S$KS"S$4S5%*S; SsSNSG!"z (BRedBug $BS5$sSN%*%SUJs 9p$rBTS$CSFS$k3z (B 
ESBS3SHSKS7S“*S9! #2 (B 


program ¿$B%U%)!<%i%`%j!<%@0!<¿ (B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21516 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000052h 
tml.html 


--MESSAGE FILE 21517 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCNmU9I yEi0OzM4 fSUqJVUbKEoO=?= 

Date: Mon, 01 Sep 1997 20:49:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <S5ueabgSpr6@newsl.scei.co.jp> 

References: <redbug$ff8d19970818103610@news1.scei.co.jp> <5tm2jv$rq3@newsl.scei.co.j 
p> <redbug$dd1le19970823225115@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340AABCE.5F1D@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿Ł$B!!¿ (JGSX-RzSBSGS"S4S*S9! #3 (J 


RedBug wrote: 
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> >Z¢$B!!SS%YSsSHSNDy$a@Z$ 4S, ¢ (J9/30¢SBSG$9S7!"; 22C<T>/SISSSNSGSO!) ¿ (J 
> ¿SBS=!"S=S$S&SSSoS1S1SP!&!&!&!&¿ (Մ(՞՞չչչ 


¿SB!!¿ (JRedBugzSBS5$sSb$I8s$+:n$jS*S7sgssEl#e (J 
¿$B!!¿ (UPS¿SBMOSGSJSSS=%SUSHSGBg>*AQS&SNSJSSSFL5KFEFSGShS5S2SGS9¿ (Մ(՞՞չ 


> ¿SB#1#07n$NF, $K$7$^$7$g$8&$+!#6qBNE*$J4 |F|$O; 22C4uK><TSNg (J 
> 2 SB4uK>S$K9g$oS; $F! "SHSSS&S3SHSG! #2 (J 


2$B!!$*6bS, S$IS$$+$b$7S1SISSSNSG!"#5F | 07865, $$$$SG$9; 
ESB! 1S"SH="?&S$rdk$sSGS$S$k$N$G$= SNSXSSSN4K789C2 9949" SkS4Sb67519" S; ss! (J 


> ¿SB%"%J%&%s%9$OM-NA2=SN#2F|A0!"SHS+!"M-NA2=$5$S1$F$+$i1!"SH$+1"¿(J 
> ¿SBS=S&SSS&S3SHSKSJSkSNSGSOSJSSSGS7SgS&S+!)¿ (J 


¿S$B!!9u¿ (JPS¿$B$K¿ (J100¿ = _F~S1SISSSHFOS+SIS/SISk!"SHS+S@SCS?Si¢ (J 

$B! | LLGr$$$s5GS981S1SMe (J (^^; 

PSB! le (7100:581 5641: ~4VFOS/2z (7Մ(258»Քչ (J) 

-—-MESSAGE FILE 21517 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000053h 
tml.html 


--MESSAGE FILE 21518 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@fsinet.or.jp (RedBug) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCNmU9IyEi0zM4fSUqJUVUbKEI=?= 

Date: Mon, 01 Sep 1997 22:21:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <redbug$dd1e19970901222153@news1l.scei.co.jp> 

References: <redbug$ff8d19970818103610@news1.scei.co.jp> <5tm2jv$rq3@newsl.scei.co.j 
p> <redbug$dd1e19970823225115@newsl.scei.co.jp> <SueabgSpré6@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.117 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.event ¿SBSN¿ (B <5ueabgSpr6@newsl.scei.co.jp> ¿SBSN;¿ (B 
¿SB5-;vS$KS$*SSSF ¿ (B 1997/09/01/ 20:49 ¿$B:"!"¿ (B 
"K.Tamura" <kouzou@ymg.urban.or.jp>¿$B$5$sSO=q$-$*$7S?!# (B 

>> >¢SB!!SSSYSstHSNDySa@ZSj4$, ¢ (B9/30¿ SBSG$S9571";22C<T>/5JSSSNSGS5O!) 
>> ¿SB$=1" $= S&SSSoS1lS1SP!&!&!&!&¿ (B(“°;;; 


!!¿ (BRedBug $BS5Ss$b$ISs$+:nS4j$*S$7Sg$&!#z (B 
>2$B!!2 (BPSz SBMOSGSIS$$3=%U%HSGBg>*AGS&SNSTSSSFLSKESGShHS$5$2$6$93 (B(^^; 


¿$B!V¿ (BMemory Card Archiver; $B!WSHSSS&SbSNSr:nSCSFSSS*S9! #2 (B 
ESBSISE&SSSESDSNS+! "@DLESISKS*SGSHLS5SSSSGS$9SM! #2 (B 


ESBSGSb!&!&!&; ~4VS,L5SS! #2 (B 

2 SB#97NSOSOS?S7S$F22F | ZHSK5"S1SkKSNS+!&!&!&SFSIS/SiS$;E;vS,K;$7S$$!#z (B 
¢SB8=<BF (Hr$K¿ (B Windows95 ¢SBSN%W%m%0%1i%* STSsS>; OSaSkSH!"S@S&SsSm! <2 (B 
ESBSI2t$, #1#0F | $SG?t@iSKSbSISCS?$5S7SF!"S5SiSK; «4ՄՏ, !&!&!&¿ (B 


>> ¿SŠB#1#0O7nSNF, SKS7S*°S7S$gS$&$+! #6QBNE*$J4 |F | $0; 22C4uK><TSNg (B 

>> z¢SB4uK>SK9gSoS; SF! "SHSSSES3SHSG! #¢ (B 

> 

> $B!!$*6b$, SISSS$+SbS7S1SISSSNSG! "#5F | OJ8eS, S$SSSGS9¢ (8(՞՞չ 
>2SB11S"SH-"2&Sr4kSsSGSSSkSNSGS= SNSXSsSN4X78SG2?2S+S"SkS+SbS7S1S S;Ss!#¿ (B 


ESBS"!"S&SASN2Q<RSKS<SRS<SR! #%3*%3C%/SOSITSSSGS9S1SI!J2PK=!Kz¢ (B 


>> 2$B%"SI%&%s%S9SOM-NA2=SN#2F | AO! "SHS+!"M-NA2= G StH B 
>> ¿SB$=$&S$SSS&S3SHSKSJSkKSNSGSOSJSSSGS7SgS&S+!) 
> 


2258) 1 Suz (BPSESBSKe (81002581 F-S1SJSSSHF09+5JS/SJSk!"SH$+S@SC3$?Sie(B 
>¢$B!!LLGr$$$s$G$9S1SISMz (B(%%; 
>¿$B!!¿ (B100¿$B1_$G#1;~4VF0$/¿ (B (¿SB>P¿ (B) 


Net Yaroze newsgroups message dump.txt Page 14420 


ESBS"! "S=S1SS$S$S$T!#z (B 
ESBSGSb! "STS&ESASCSFS=SN#1#0#401_S$r2s<}S9SkSNSGS7Sg$&!) !J>P!Ke (B 


Beginner's Forum Leader 

RedBug redbug@fsinet.or.jp 

—-MESSAGE FILE 21518 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000054h 
tml.html 


--MESSAGE FILE 21519 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCNmU9I yEi0zM4fSUqJVUbKEo=?= 

Date: Tue, 02 Sep 1997 21:09:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <5ugvroSsrn@newsl.scei.co.jp> 

References: <redbugSff8d19970818103610@newsl.scei.co.jp> <S5tm2jvSrq3@newsl.scei.co.j 
p> <redbug$dd1e19970823225115@newsl.scei.co.jp> <S5ueabg$pré6@newsl.scei.co.jp> <redbu 
g$dd1e19970901222153@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <340C01D7.123F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzZSBSGS"SjS*sol#e (J 


RedBug wrote: 


> ¢SB!Vz(JMemory Card Archiver; SB!WSHSSSE&SbSNSr:nSCSFSSS*S9!#¢ (J 
> ESBSIS&SSS&SDSNS+! "@bLES9ISkS*SGSHLOSSSGS9SM! #2 (J 


2$B!!SaSb%jS+!<SISNBgS-$5$,>.S$5S/SISCSF!"J]B8$K>1=j$r<h$iSJI$/SISkKSHS+¢ (J (%%; 


> eSBS"!"SE&SASN2g<RSKS<SRS<SR! #%*3C%/SOSTSSSGS9SIST! J2PK=!Kz (J 
é$B!!D9: jSGS9SHSM! #2 (J 
£$B!!;E;v$KSbShS$4$°S9S, !"#2G/%V%i%s%/$,$"$J$^$9$7; (U (%%; 


> eSBS"!"S=S1SSSSST! #2 (Մ 
> ¢~SBSGSb!"STS&SdSCSFS=SN#1#0#01_Sr2s<}S9SKSNSGS7SgS&!) !J>P!Ke (J 


2$B!!$"SkF|FMA3!"Bp5*JXSGH"$, FO$/$0$1$G$9¢ (J (¿ŠB>P¿ (J) 
¿ŠB1!!Cf?HSONA6Gb2s<)%$N$C%$/%9!&!&!&$3$Sl$r; (IPC? SBSHz (UPS: SBSN%O%i%1%k3] !<%H$K; (J 
2$B!!<hSJIUSISTSSSHS5 !<SPSK3"%/%; S9$GS-SIS/SISCSFS?$42 (J (¿SB>P¿ (J) 

ESB! !S*6b$, $$$C$OSSSKS$SJS$SC$?$i!"Aw$jJV$9$o$1$G$9!#$"$"!"$/S@SiSJSS (J (%%; 

—-MESSAGE FILE 21519 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000055h 
tml.html 


--MESSAGE FILE 21520 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCPCEKTiUZJXMLRiU5JUgkTyOQkJEQhI xsoSg==?= 
Date: Thu, 22 Jan 1998 08:12:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <34C680E3.FE2@246.ne.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
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Jim 


Richard Cutting wrote: 


I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
where he said that the best time to program the Atari Jaguar was late 
at night with loud techno music playing on the CD. This got me 
thinking, when is the best time to program the Yaroze and what do 
people listen to when they are doing it ? Personally it is late at 
night, although it can't be too late as I have to get up for work in 
the mornings : ( and the CD that I have playing a lot at the moment 
whilst I work is Mezzanine by Massive Attack ( although I did find 
some choral music on the radio the other day that seemed to work quite 
well ! ). How about you others ? 

—-MESSAGE FILE 2275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00978 


VVVVVVVVV VV 


-—-MESSAGE FILE 2276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000979 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Thu, 21 May 1998 13:36:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6k1731S4p22@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


I seem to be odd compared to the stuff I have read on this thread! I prefer 
to code at the weekend if I feel like it as I spend almost all week coding 
at work for other people. But what makes me odd is my listening preferences. 
I prefer soothing music that keeps my calm for coding. Stuff like Jean 
Michel Jare or Mike Oldfield. Sometimes I do listen to music from the 80's 
or my collection of Bond Movie Themes! Sad ain't I? ;) 


JohnT 


Richard Cutting wrote in message <3561da91.821128@news.playstation.co.uk>... 
>I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
>where he said that the best time to program the Atari Jaguar was late 
>at night with loud techno music playing on the CD. This got me 
>thinking, when is the best time to program the Yaroze and what do 
>people listen to when they are doing it ? Personally it is late at 
>night, although it can't be too late as I have to get up for work in 
>the mornings : ( and the CD that I have playing a lot at the moment 
>whilst I work is Mezzanine by Massive Attack ( although I did find 
>some choral music on the radio the other day that seemed to work quite 
>well ! ). How about you others ? 


—-MESSAGE FILE 2276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00979 


-—-MESSAGE FILE 2277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000980 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Thu, 21 May 1998 13:50:14 +0100 

Organization: Intelligent Research 

Lines: 20 

Message-ID: <35642306.E111D62D@hinge.mistral.co.uk> 

References: <3561da91.821128@news.playstation.co.uk> <6k1731S4p22@chuka.playstation. 
co.uk> 
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X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SSSKSASO!"¢ (JIkrdzSBSG$9! #2 (J 


2$B; dSb<! $N%3%s%F%9%HS, AaS/9TSO$1$k; v$Sr4|BTS7SFS*S9! #3 (J 
¿SB2?S+LNI8S,SJSSSHSJS+SJS+S2!<%`S$rS$SDS/SkS@S1SN¿ (J 
ESB5$9g$, SOSS$91iSJSSSGS9ShSM!)!J;dS@S1!) !K¿ (J 


¿S$B$So$?2$7<+?H$O!"JLSKBg$-$J%3%s%$F%9%H$GSJS/SFŠb¿ (J 
¿$B9=$0$J$$$N$G!"?3: :0w$02q0w$NM-; V$G$b==J, $GS9! #2 (J 
¿SB!J>“1JSO¿ (JPsukez SBSSSsSSN#3#0#0#01_>&IT7TtSHSSS&S3SHSG! Ke (J 


2 SBEETb%/%i%9SNBgG$-$I%3%SSF%9SHSr4 | BTS9Sk?MS, B?SS$STISi!"3 (J 

¿SB3F¿ (JPlayStationzg$B70$N; (;0$d%2!<%* 3+H/<TOi@.SKNOSrSS$S1SFSSSk3 (J 
é$B%a!<%+!<SISISK%9%] 38%35!<SKSDSSSFS/S1SISSS+!"3 (J 

¢ SBSMSCSHSdS$m$ &$<B&S+Si8r>DS7SFS_SkSHSSSESNSOZ (J 
¿SBSIS&SGS7SgS&S+!)¿ (J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 21520 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000056h 
tml.html 


--MESSAGE FILE 21521 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskO jwhJE41MyVzJUYLOSVIJE8kJCREI SMbKEo=?= 

Date: 23 Jan 1998 14:21:00 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 11 
Message-ID: <6aa90cSa0b@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> 
NNTP-Posting-Host: 210.135.67.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 


2 SBEE7b%/%i%9SNBg$-$I%3%S%F%9SHSr4 | BTS9Sk?MS, B?S$STISi!"3 (J 

¿SB3F¿ (JPlayStationz$B70$N; (;0$d%2!<%* 3+H/<TOi@. SKNOSrSS$S1SFSSSk3 (J 
2$Bsa!<%+!<SISISK%9%] %8%5!<SKSDSSSFS/S1SISSS4+!"3 (J 

¢ SBS2MSCSHSdS$m$&$<BES+Si8r>D$7SFS$_SkSHSSS&ESNSOz (J 
¿SBSIS&SGS7SgS&S+!)¿ (J 


VV V V V 


¿SB$=$1S05%S, LUS+S$I$+$C$?!1*; 20. 1 13; (J 


—-MESSAGE FILE 21521 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000057h 
tml.html 


--MESSAGE FILE 21522 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
8html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCPCEKTiUzZJXMLRiU5JUgkTyOQkJEQhHI xsoQg==?= 
Date: Sun, 25 Jan 1998 11:03:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <34CA9D86.D174D276@mth.biglobe.ne. յք» 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> 
NNTP-Posting-Host: 133.205.180.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 14422 
X-Mailer: Mozilla 4.03 [ja] (Win95; I) 

ESBSIS&Sb!<!"3 (BPsukez $BSGS9! #3 (B 

krd wrote: 

> 2$B;d$b<!$N33%s%F%9%HS$, Aa$/9TSO$1$k; v$Sr4|BTS7SFS*S9! #2 (B 

> ¿SB2?S+LNI8S,SJSSSHSJS+SJS+%2!<%`SrSDS/SkS@S1SN (B 

> ¿SB5$9gS$S, SOSSSiSJSSSGS9ShSM!)!J;d$@S11!) !Kz (B 
¿$B;d$b$S=$&SG$9!#%2!<%`$DS$S/$kSN$CSF7k9=BgJOSG$9Sb$sSM!#; (B 

> ¿SB$o$?$7<+?H$O!"JLSKBg$S-$J%3%s%$F%9%H$GSJS/SFŠSb¿ (B 


> ¢~SBI=SoSTSSSNSG!"?3: :0wSO2qOwSNM-; VSGSb==J, SG$9! #2 (B 
> ¢SB!J>*IISO; (BPsukez SBSSSSSN#3#0#0#01_>&IJ7TtSHSSS&S3SHSG!K¢ (B 


2$B;dSOz ` !"5v2DSrSHSiSJS1S1SPSSS1SJSSSNSGS7SgS&S+SM!#>!<jSKSdSkSHS S: (B 
ESBSSSsSQSmS&SIT! #2 (B 

¿SBB>SK$Sb>&IJSrDs6!S$S7SFS/S1SkJ)S,=PSFS/S1SPSSSSSNSK!#¿ (B 
¿S$SB$SJ$Ss$SGS$Sb$$S$S$s$GS$S9Sh!#%$F%S1%+Š$ŠH$Š+?*=q7tŠ$ŠH$+!#>yEOSr6X;_ : (B 
éESBSTSFSSSkKSbSNSHL@Si$+S$K=hJ, 17: (8(258545 2 (B) ~SBOJ30STSi! #2 (B 


> ¢SBEE7b%/%i%9SNBg$-$JI%3 peta arr Մ B?$$$J$i!"; (B 

> ¿SB3F¿ (BPlayStation¿$B70$N; ;o$d%2!<%`3+H/<T0iß. Geos sees 
> ¿$ Sal<B+!<SISISK%9% e585 | <SKSDSSSPS/$1$ 959541". | B 
> 
> 


ԷԷ 


BSMSC% igdsnseScRES+519:509798_ SkSHSSS&SNSO; (B 
 SBSTS&SGS7SgSE5+!) (B 


SCEIzSBMMS, 8r>DS7SFS/S1SkSHSO;WSSS$*S$;S$sS1S1I!#¢ (B 

¿ SBKMSOS<SsS$<Ss4X78SJSS$% esa SH$+%3%+!{!<%i$H$+¿ (B 
¿SB%“%/%I1%J!(%SISHS+S,%9%]%s%5!<SKS$SDSSSFS/S1S?J)S, ¿(B 
ESBNISSSH; WS&SNSGS9S, !#¿ (B 


--MESSAGE FILE 21522 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000058h 
tml.html 


--MESSAGE FILE 21523 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000005 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?is0o-2022-jp?B?GyRCPCEKTiUZJXMLRiU5JUgkTyOkJEQhI xsoSg==?= 

Date: Sun, 25 Jan 1998 13:52:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 52 

Message-ID: <34CAC527.B4D@246.ne.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
-D174D276@mth.biglobe.ne. յք» 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASO!"¢ (JTMP.COzSBS5$s!"z (JPsukezSBS5Ss!#¢ (JIkrdzSBSGS9! #2 (J 


ESB! V>.S5SI%3%SSFS9%H!We (J 
¿$B!!¿ (JPsuke¿$B$5$s$K>&IJ7t$r$R0$5$;$k$J$i!";d$b?^=q7t$0$i$$$0$7$^$9!# (J 


¢$B!!SGSbK\EvSO!"; dS ?SASG>*IJSrS$1$&$3S&S 9SkSNSGSOSJS/! "EETDOJAOSN (J 
ՆԱ ԱՆՏԵՐ 5 00 5 
¢£$B%3%S%F%9%SHSN; ~SOF~2qA0SIJSNSG!"<B: ] ՆԱՆՈ ԱՆ Մ 
ESB! !F~2q; ~SN%"% ee ss sS ՄՏՏՏԱՏ, ` sn eee 
¿SBS$@$CS?$NS$SGS9$, !"<B:]$KSOG/#12s!"EF7b$NS$S_SG$9$7!#¿ (J 


ESB! ISISSSiStSNTASG!"¢ ( (USCE¿SBSN5v2DSOI,MWSGS7SgS&S, !"S3SNJUSO%US) !<%Si%`¿(J 
¿SBS3j!<% $@!<S5$s$K4 | BTS7SENISSSNSGS7S$qSa$t! #2 (J 


29B!!$*S?>.$5$I%3%stF%9SHSr<BITS TSF! "; 22C<TS$, SISNOLSSSkKSNS+ITOBSGS9SNSG!"2 (J 
¿SBS3SN7oSKS$SDSSSF!"%$1%S9SrS$DS1S$SFS/S1Sk?MS,S?S/S5Ss$SSSkSHS"SjS,S?SSSGS9!#¿ (J 
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¿SB!J<B9T$S7S?S"S2S/!";dS$SH¿ (JPsukez SBS5SSSHSG>&IITtSH?*=q7t$r8r49$ 9SkS@S1ISN7K2L¢ (J 
ESBSGSOS"S*S45SK5u$S7$9S Sk! #!Ke (J 


2$B! VBg$-SI%3%s3F%9SH! We (J 

2$B!!z (JSCEZSBSK8r>D$r4 | BTS 9SkSNSGSOSJS/SF! "2q0wSG8r>D$9$k; v$rCf?4$K9M$ ($ $7Sg¿ (J 
¿SBS&!# (J 
S SB! !SbSASmSs¿;(JSCE¿SBSN6 (NOSOIT2D7g5J5N5G595, | "5GS—SkHO0OSNFDMFSK4X$75$F5O2q0wWS5N; (J 
ESB<jSGITSCS?I}$, 3ZS7TSSSNSGSOSISSSGSTSg$&$t!) 2 (J 


é5B! !4X78SISSBg<j%a!<%S+!<SH8r>DS$9SkSNSbDLLGr$=S&SGS9S, !#!J2?2SGIzS;;zSŠJSN!K¿ (J 
$B! !;d$, 9M$ ($k8r>D@hSO! "<B@SSNS"$k! VEE7b ! WOJ30SKBN83HGSND 34 |H/9TSr$7S$FS$Skz (J 
ESB! VS=SK!<!8&S%S, %8%s%: !WSHSESWS1A} 4) 9ESNIUO?SG; (JCD-ROMZ SBSr1IUS1$?S3SHSNS"Sk¢ (J 
ESB! VS=SUSHSPSS%/!W! "BG<j%2!<%* $a! <S+!<SHS7SF3X9; SN1?1DSHS7TSFSSSk!IVS3SI%_!We (J 


ESBSH!VSR%E!<S°Ss!W! #8=:_!"9USWS1LSSS9SF!<S7%g%sSr65:° SKF3F~S7SFSSSk@1LgG3X; (J 

2$B9; !#¿ (J 

¿$B!!$"$H$OFC<1$J$H$3$m$G¿ (UD-Storm¿$B$K9u*%$9%sFS$N%Sj%"%Sk%?%S$%`%]%3%S4%Ss$SKShSk#3#D#C¿ (J 
¿SB#G¿ (J 


ESBSNS3SSSF%SISHSISSSFSNSDOMS (S1iS1S S9!#¿ (J 


¿SB!!SbSASmSs!"Aj<jSNS"SkS3SHSGS9S7!"8r>D$,S&S%S/SSS+SJS1S1SP!"SIS&S7ShS&Sbe (J 
¿SBS$SJSS$SSNSG$9$, !"2?7?$b$7$J$$$G!VEE7b!W$NMM$K=&$C$F$b$i$ ($k$N$r4|BT$9$k$N$b!"; (J 
ESBSTS&S+S$H; WSSS*SO!l#e (J 


éSB!!!VEE7b!WSN%S3SSSF%9SH<+BNSO; 22CS5S$; SFD: SSSFSHSFSbDNIS+SCS?SH46S8SFSSS%3 (J 
:SBSO! #2 (J 

S SB<! 25Sb@' Hs; 22CS7ShS&SH; WSSS°S9S, |! "Dy$a@Z$4$+Si<! 25% SSSFSISHSNIG=8S*SGSK¢ (J 
¢SB<B: ]H>G/S0SiS$S6uSSSFS7S*S&SNSG!":GDcSG$bG/SbS&01SD! VBg$-SIS3S3S%FS9SH!IWS, ¿(J 
éESBOTSOSISkSHSE&SK3HFOSTSFS_S$*S;SsS+!) 2 (J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
-—-MESSAGE FILE 21523 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000059h 
tml.html 


--MESSAGE FILE 21524 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCPCEKTiUzZJXMLRiU5JUgkTyOQkJEQhI xsoQg==?= 

Date: Sun, 25 Jan 1998 15:42:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 52 

Message-ID: <34CADEC7.CEAOE759@mth.biglobe.ne.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
-D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne. jp> 

NNTP-Posting-Host: 133.205.180.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&$b!<z (BPsukez $B$GS9! #2 (B 


krd wrote: 


> ¢gSB!V>.S5SSIS3%StFS9%SH! We (B 
> ¿SB!!¿ (BPsukezg SBS5$s$K>&1J7t$r$@$5$; SkSI$Sil";d$b?*=q7tSOSisSsse@s7$*so!l#e (B 


> 2SB!!SGSbK\EvSO!"; dS?SASG>*LISr$I$&$3$&S$ 9SkKSNSGSOSIS/! "EETDOJAOSN: (B 
¿SB%$3%s%F%9%H$r4|BT$7SFS$SkSQSl1$SJ$Ss$G$9!#!JS?S@S7!";d$OEE7b0JA0ŠN; (B 
> ¿SB%3%s%F%9%H$N;—-$SOF-2qA0$J$NSG!"<B:]$IS&SQSC$S?$+S$SOCNSiSJ$SSsSGS9S,!K¿ (B 


v 


ESBS=S$1Sb$=S&SGS9SM! Ք: (B 


> ¢$B!!S°S?>.S5SIS3%SSFS9SHSr<BOTSTSF!";22C<TS, SISNOLSSSKSNS+ITOBSGSIOSNSG! "2 (B 
> eSBS3SN70SKSDSSSF!"%S1%S9SrSDS1SFS/S1$k?M$,$?$/S$5SsSSSkSH$S"SjS,$?SSSGS9! #2 (B 
> ¢SB!J<B9TS7S?S$"S2S/!";dSHz (BPsukez SBSSSSSHSG>&IITtSH?*=q7t$r8r49$ 9SkS@SISN7K2L; (B 


Net Yaroze newsgroups message dump.txt Page 14424 
> ~S$BSGSOS"$*$jSK5u$7$9$.Sk!#!Kz (B 


ESBSISNS3%3SSF%9SHSGSb; 22CSN?M?tSOITOBSKSISkKSH; WSSS*S9Sh! #EE7Tb2&S@SCSFSRSdASRSd$73 (1 
ESBSFS?SH;WSSS*S9! #2 (B 


ա 


v 


£$B!VBg$-SI%S3%SSFS9%H! We (B 


<zSBCE£N, ¿ (B> 
¿SB!!S"SHSOFC<1$J$SH$3SmSG; (BD-Storm¿SBSK9u%$9%F$N$3J$"$k%?%$%`%]%j%4%s$KŠShSk#3#D#C; ( 


vJ v v 


ESBEGSNS3S3SSFS9SHSISSSFSNSDOMS (SiS1$*S9! #2 (B 


éSBS=$N2q<R$, Տ"ՏյՏ՞Տ7Տ2Տիլ| #2 (B 
ESBS"SHIZS; ; ZSTSNSOS"! {3CS/S9!"z (802581 {¢ (BCESB! "SmSC! {SIS"STSISN2qQ<RSK7IOUSriI=S$7SFS$ 
GSO! #2 (B 


> ¢$B!!SbSASm$s!"Aj<jSNS"SkS3SHSGS9S7T!"8r>D$,$&S*S/SSS$+SIS1IS1SP!"STS&STSHSESb; (B 
> eSBSISSSNSGS9S, !"2?SbS7SISS$G! VEE7b ! WSNMMSK=&SCSFSbSiS (SkSNSr4|BTS9SKSNSb! "3 (B 
> ESBSIS&S+SH;WSS$*Sol#e (B 


¢ SBBLL\SbSHSGS, $s$P$1SP2?SH$+SISkS$+$b$7S$1$%S$; SsSM! Ք: (B 


> ¢£SB!!!VEE7b!WSN%S3%SSF%9SH<+BNSO; 22CS5S; SFD: SSSFSHSFSDNIS$+SCS?SH46S8SFSSS%3 (B 

> ¿SBS9!#: (B 

> S SB<!28Sb@ ' Hs; 22CS7$h$6$H; 555-595, | "DySa@Z$4$+$i<! 25%338SF%9SHSNIg=8S"SGSKz (B 
> 2 SB<B:]H>G/SOSiSS6uSSSFS7S*°S&SNSG!":GDcSGS$bG/$b$&01SD! VBg$-SI%3%S%F%S9%SH!WS, ¿(B 
> eSB9OTSoOS1SkShS&SK3hHFOS7SFS_$*S;SsS+!) (B 


¢ SBKMSOBg$-$JI%3%S%F%9%HSK4X$7SFSOG/¢ (81:58255Շ-ՀՄ, $@SH;WSSS*S9! #3 (B 
¢SBS?S@S7!"3N<BSKG/ 2; (81:582557515ՔՏ6595, ! #3 (B 
¿SB:#SNEE7b2&$SNShS&$SKSdSkS$S+SdSiSJSSS+S$SOSCS-$jJ$7SJSSSO:SSjS$S“S9!#¿ (B 
1¿$BG/$"$1$P%]%j%4%s$r:GE,2=$7$?$jJ!"%F%/%9%A%c!<$r:Y$+$/=q$-9~$s$@0$J$H$$$&; (B 
¿SBšaSsSIS/S5SS:n6HSbšSdSk5S$,5/S3SkSGS7SgS&S,!"¿ (B4gSBsv7n$SOSiS$$GSOswsms0sis ¿ (B 
é SBSrAHS* $@$1$*$GSG@:01GUSGS9! #2 (B 

é SBSISs$GSbDSRS$HS$ j$SGSd$m$ &SHSSS&SNS, <+J, SNOMS ($,:,K\E*$J¢ (B 
¿SB4VOcSSS+SbS$7$1S2;SsS, !#¿ (B 


—-MESSAGE FILE 21524 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000060h 
tml.html 


--MESSAGE FILE 21525 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6IBskQO jJwhJE41MyVzZJUYLOSVIJE8kJCREI SMbKEo=?= 

Date: 25 Jan 1998 15:11:38 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 22 

Message-ID: <éafknaSgfa@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
.ne.jp> 

NNTP-Posting-Host: 210.135.67.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ՀՏ83453)9-Տ. չ (JTPM.COz SBSGS$9! #2 (JPSUKE; $B; a5WS7SVS4SGS9! #2 (J 


¿ SBKMSOBg$-$I%3%S%F%9%HSK4XS7SFSOG/z (J1z$B2s$G=<J, $@SH; WSSS*S9! #2 (J 
ESBS?S@S$7!"3N<BSKG/¢ (J1¿SB2sSJSiSPSGS9S,!#¿ (J 
¢$B: #SNEE7b2& SNSHS&$KSdSk$+$d$iSdIS$$+$O$SC$—-Sj$TSISSSO:$$jS*sol#e (J 
12$BG/$"$1$P%]%5%4%s$r:GE, 2=$78?$4!"SF%/S9SA%C!<Sr: YS$t+$/=q$—-9~SsS@S jSHSSS&E (J 
¿$B$a$s$I$/$5$$:n6H$b$d$k5$$,5/$3$k$G$7$g$&$, !"¿ (J4¿$B$šv7n$0$SiSSSG$OSW%Sm%0%i%` 2 (J 
¿SB$rAHS`$@S1$2$GSG@:01GU$GS9!#; (J 

é SBSISsSGSbSRSHS jSG$d$m$ &SHS$S&SNS, ՀԷՄ, SNOMS ($, :, K\E*$J¿ (J 
éSB4V0cS$$+Sb$7$1$%S;SsS, !#¿ (J 


VVVVVVVV 


ESBS3S$1S08@S ($^$9!#%2!<%` Sr:nSk?M4VS@SCS$?Si!"z (Jl¿$BG/$N3+H/4 | 4VSO8+SFM_S7SS$! #2 (J 


Net Yaroze newsgroups message dump.txt Page 14425 


i SBKMS, !VS?S+S@S+!Wz (JMSXzSBSG%2!<%> $r$DS/SkSHS—SO>0SK#1G/$03] S+SCSFS*S7S?! #3 (J 
¿SB3+H/!"%W%m%0%i%`!"%2!<%`4pKN$N%7%9%F%`9=C[S$SK¿ (J3zSBSv7n! "D4@0SKH>G/$03 (J 
£$B3]S+SkSNSGS9! #2 (J 


¢ SBKMSbO1?MSGSdSCSFS*S$9! #4pK\SO01?2?MSGS9SM! #IT2ZDG=SOSTS"SS!*3 (J 
ESBS*8_SS4hHDSS4S*STSGSE!I*!I*E (J 


—-MESSAGE FILE 21525 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000061h 
tml.html 


--MESSAGE FILE 21526 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU61IBskOQiUZJXM1RiUS5SJUgkTkZiTUYbDKEo=?= 

Date: 25 Jan 1998 15:43:29 GMT 

Organization: =?1ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 44 

Message-ID: <éafmjlSgfa@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
-D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne. jp> 

NNTP-Posting-Host: 210.135.67.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSIS&Sb!"¿ (JTPM.COZSBSGS9! #2 (J 


> ¿$B!V>.$S5$J%$S3%s%F%9%H!W¿ (J 
> ¿SB!!¿ (JPsuke¿$B$5$s$K>&4IJ7t$r$0$5$; $k$JI$i!";d$b?^=q7t$0$i$$$0$7$^$9!#z (J 


¿$BKM$b!V; d$0?58c!W$N=iHGK\$/$i$$$0$D$1$^$9!J$J$K$=$1!K; (J 
éSBS=S1SOSHSbS$+S/!"KMSOSF!<%*SrS—-SaSkSNSbDSSSSSH;WSSS*S9!#¢ (J 

2 SBMnSA%b3N333S3F%9SH ! #MnSASH3N70S@S1SG63S&SHS+3F ! <3*Sr$-SaSk$Hz (J 
E SBLLGr$$$G$7$gS&! #SGSbS+%7S*SNCx :n8"SKOZSCS+S+SkS$tST! #3 (J 


éSBS"SH!":#2SSOE10 ! SW%i%S70%7%e!<SFS#%SS%0!"SHS+SM! #STSKS+$S7S$iE10!2 (J 
¿SB=-S$5%, SISSSH<:35!*SHS+$M! #2 (J 


2 $B! VBg$-SJ%3%s%FS9SH!We (J 

2SB! !4X78SISSBg<j%a!<%+!<SH8r>D$ 9SkKSNSHLLGr$=$6$GS9$S, 18չ (J 

2SB!!;d$, 9815 (Sk8r>D@h$O! "<B@SSNS$"Sk! VEE7b ! WOJ30SKBN83HGSNg (J 
¿SBDj4|H/9T$r$7$F$$$k!V%=%K!<!&%^%, $838%: |WSHS6SWS1A} 4) 9ESNIUO?SG; (J 
CD-ROM; SBS r1U$1$?$3SHSNS$"S$k ! V3=SUSHSP%s8%/!W! "Bg<j%2!<%° $a! <%+!<SHS7SF3 (J 
¢$B3X9; $N1?1DSbS$7SFS$S$k!V%3%I%_!WSH!IVSRSeE!<%*Ss!W! #2 (J 


V V V V V V 


¿SBSSSS9MS (S@SH;WSSS*S9!#S=SNS?SaSKSOS"SkDxEY:nIJSrMQO0US7S?S[S&S, ¿ (J 
ESBSSSSSGSTSgGSESM! ITSEIAIK!#S*SHS*SCS??tSr; } SCSFSSSF! "A4TtSOL5M}$G$9$,C£S$+Si¢ (J 
¿SBNISSJ*SrSJSKS+!"S_S?$SSSJ7ASGS9SM!#¿ (J 


ESBS"SH!":#2S$N%3%3S%F%9SHSG<eSSSNSO! V>* IT! WSHSSS&7ASGS9SM! #: G=iSO#2#0K| 1"ՏԱՏՏչ (J 
¿SBS&¿ (J 
+ SBOCS@SC$ 25-215, $"SKSNSGS9S, SSSDSNS>SKS+9k2Z>&IJSK0.532<8, SC521J<:Ni !KSN¿ (J 
ESBSGS9S+!) !\TISFSLSSNAUB"8K@VBu5!SN; ~BeS8ScSISSS7T!#!Ke (J 
ESBSASCSOS+SMSGSTSgGSE!"S+SM! #KMSOSSSSSWSi!<SHS+! "2 (JVS-880¢SBSHS+!"¢ (J24: ŞB#C#N%_%-% 


5!<SH¢ (J 
ESBS+!"3 (J 
¿SB%$G%8%?%Sk%S%$G%$*SHS+#8%_%j$H$+!"CO2<<<$H$+%`!<%S!<$N%i%$$$SV%i%Sj!<$HS$S+¿ (J 


¿SBM_S7SSSNSG!"S=SNCfS+Si>“IJSrS (SiSVSHSSS&SJSiSSSSS1%I!#¿ (J 


ESBETHP HEM! S#CHOG (I ¿SB#S#O#F#T:; (JU ¿SŠB#W#OFRR#K#S: (J ¿ŠB#1#94#9#8: (JU. SB#J#A#N (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co. jp/~chu02331 

2 SBEM#S#XHG! VS? SMSF SH4S4+! ESV! <SISS!<! WH: (J/31¢ SBDLHN3+; O¿ (J 
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—-MESSAGE FILE 21526 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000062h 
tml.html 


--MESSAGE FILE 21527 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCPCEKTiUzZJXMLRiU5JUgkTyOQkJEQhI xsoQg==?= 

Date: 25 Jan 1998 15:47:49 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 37 

Message-ID: <34cb5cbhcpa321@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
.ne.jp> 

NNTP-Posting-Host: 202.226.28.128 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <34CADEC7.CEAOE759@mth.biglobe.ne.jp>, p_suke@mth.biglobe.ne.jp 


says... 
>1¿SBG/S"S1SP%$]%jJ%4%s$r:GE,2=%$7$9?%j!"%F%/%9%A%Sc!<$r:Y$+$/=q$-9-$s$@$j$H$SS& (B 
>¿$B$a$s$I$/$5$$:n6H$b$d$k5$$,5/$3$k$G$7$g$8&$, !"¿ (B4¿SB$sv7n$0SiSSSGSOSWSm%s0%i%`¿ (B 


>E SBSrAHS* $@$1S$*SGSG@:01GUSGS9! #2 (B 


¢ SBAOSKS1$3$+S$G=q$$$2?58$5,578*S9S, !"8=>uSNSMSCSHSd$m$ &$<SN4D6- ee 
éSBBgG$-S$I>c32SHS7TSF!"SE!<SFS#SISES#S, A4$/ITB-$7$F$$$k$3$H$, ¿(B 
ESB5s$2SiS1SkSH;WSSS*S9! #3 (B 
¿SBNc$ (SP!"S3"SK%a!<%37%Sg%S%S7!<SSSNin@. !"S9S1ISKSHSSSNSH%S6%35SS30!"3 (B 
2$B2; 3Z$H%7!<%sSNF14|SISTSGS9! #2 (B 


¿ $B8D ?ME* $K$* 6b$r=P$7S$FB7$ (SFS$$/!"SHSSS$&9MS (Մ)ՏԵՏ"ՏյՏ՞Տ9Տ5, !"¿ (B 
¿ $B; dSO8D?ME*SKSO! "SM%CSHSdSm$ &$<SKFC2=$7$?%D!<SkS§, ՆԱՆԱՆ Pau 
¿SBSSSSSNSGSOSJSSS+!"SH; WSCSFSSS*S9! #2 (B 


SCEI ¢$BS$G:n@.$9SkSNS$,$7$sSI$1S$1$P!"%3%s%F%9SHSNJg=8MW9 > $K4^$a$1$P!"; (B 
¿SBB7SCS$SFS$/SKkKSNSOSJSSSGS7SgS&S+¿ (B? 


# ¿Á¿SBSCSF!"EE7b2&%3%s%sF%9%SHSO%Sf!<%SF%#%jJ%SFS#¿ (B OK ¿SBS@SCS?SsSGS7S?SCS1¿ 


>¿SBSJSsSSGSbSRSHSjJSGSdSmS&SHSSS&SNS, ՀՒՄ, SN9MS ($, :, K\E* $J; (B 
>eSB4V0cS$$+Sb$7$1$*$;S$s$, !#¿ (B 


ee A ` 
éESBSbSASmSs!"SA!<%* SG:nIJSr:n$Sk$3SHSOS9SPSiISTSSS3SHS@S7! "3 ( 
ESBSSSS:nIJ$r:n$CSFSSSk%A!<%* SOB?SSSGSISISTI"S"SS% s N 
¿SB8D?MSNSDbS$SNSQ@S7!"<B83E*:nIJS$Sr:n$mS&$HS9Sk$H2s$j$SN;?F1$rF@SiSl1$kSŠ+¿ (B 
¿SB3N?.$,; )$FSJSSSNSG!"01?2M$GSd$iS6$Sk$rF@$JSSSGS9!#; (B 


¿ $B5U$K01?M$G3Z$K$G$- e a f!<%j%F%S#%3j%SFS#SNQOHwS, Հ (B 
¿SBIT2D7gSGS"SkSH9MS (Sk<!BhSGS9!#¿ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21527 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000063h 
tml.html 


--MESSAGE FILE 21528 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskO jJwhJE41MyVzZJUYLOSVIJE8kJCREI SMbKEo=?= 


Net Yaroze newsgroups message dump.txt Page 14427 


Date: 25 Jan 1998 16:30:32 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 16 

Message-ID: <6afpb8Sgne@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.135.67.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSASQM2S (S1$S1$?2%1i%S%V%i%j!<SN2r@OSG<j01GUSN¿ (JTPM.COz$B!JI%H%[%[!KSG$9¢ 


> ¿SBSSSS:nITJSr:nSCSFSSSkSA!<%S` SbB?$$$GS9S1SI!"%"SSSG%"SO4pKNE*SK; (J 
> ¿SB8D?MSNSDSNSG@S7!"<B83E*:n1JSr:nS$SmS&SHS9SkSH2sSjSN; ?F1SrF@SiSl1SkS+¿ (J 
> ¢$B3N?.S$,; SFSJSSSNSG!"012MSGSdSiS6SkSrF@SJSSSGS9!#;¿ (J 


¢$B<B83E* :nIJ$r:n$k: ] $O@<$+S1SFS$/S@S5S$!*3 (J 
éSB<B83E*!*SSSS6AS-SGS9! #2 (J 


ESBETHP HEM! S#CHOG (J ¿SB#SH#O#F#T;¿ (J ¿SB#W#O#fR#K#S¿ (J ¿SB#1#9#9#8¿ (J. ESBETHAHNG (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co.jp/~ chu02331 


i SBEM#S#XHG! VS? SmSFS4S+! &SV!<S1S3!<!WH12 (U/31; SBDLHN3+; O¿ (J 


—-MESSAGE FILE 21528 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000064h 
tml.html 


--MESSAGE FILE 21529 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJTMlcyVGJTk1ISCRORmJNRhsoQg==?= 

Date: Mon, 26 Jan 1998 03:13:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <34CB80BA.D4CD9EE0@fa2.so-net.or.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <6afmjlS$gfa@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


ESBS3SsSKSASO; (B kAZZYz;SBSGS9! #2 (B 
TPM.CO wrote: 


2 SBSIS&S$b!"z (BTPM.COzSBSG$9! #32 0 


wo 


> ¢$B!V>.$5$I%3%s%F%9%H!We (B 
> ¿$B!!¿ (BPsukez SBS5$s$K>&1lJ7t$r$@$5$; $k$J$i!"; d$b?^=q7t$0$i$$$0$7$^$9!#; (B 


éSBKMSb!V;d$0?58c!WSN=iHGK\$/SiSSSOSD$S1$*S$9!JISISK$S=$1!Kz (B 
¿SBS=S1SOSHSbS+S/!"KMSO%SF!<%S“SrS$-SaSkSNSbSSSSSH;WSSS“S9!# (B 
ESBMnNSASHDSNS3SSSF%9SH! #MnSASbSN7OS@S1SG6%SS&SHS+%SF!<%S“SrS-SaSkSH; (B 
¿SBLLGr$$$G$7$g$&!#$G$Sb%$+%7%*$NCx:n8"$K0z$C$+$+$SkS$S+SJ!# (B 


4 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


¿SB%2!<%`SN:n@.<+BNSr%sF!<%*SKS9SKSNSbLLGrSS$SS+SbS7S1S S;SsSh!#¿ (B 


¿SBS%“S:%S2!<%` SN4k2h%$S3%s*sF%9%SHŠSr9TSSS=S1lSr4pSK3F%3%Ss%F%s%sD;¿ (B 

ԱԱ ԱՈ nonce (BBGM; SB! "S7SISjS*Ey |! KS4SHSKS3SSSFS9SHSrIOTSCSFE!": #EYSO 
$=$15iSr¢ (B 
¿SB8zN(S$Sh$/;HS&S?SaSN3F<o%Si%$$%V%SiSj!JS%S?$OS"Sk%4%j%:%S` IKSNS33SSFS9SH!S!1S3!%S3 (B 
ESBSCSF6qQ9gGSKS3SSSFS9SHSrSdS$ jSIS, Si%$Sj%$=!<%$9S$Sr=8Sa$F%2!<%`SK;EN)S$SFSFSfS/SsSGS9!#; (B 


Net Yaroze newsgroups message dump.txt Page 14428 
éSB3F<+F@0UJ, Ln$G; 22CS7SFSbSiSCSF!":nS1SISS ?MSO%G%S#%I9S+SCS7TSGSSSG; 22CSTSFSHSiSE! #3 (B 


ESB40@.S7S?SiSSSYSSSHSN; 22C<T! a@=:n39S?SCSZUSHS7TSFA4OWSNL>A0DSrS/S1S8SCSHSISK! #2 (B 
ESB! t2<<j$r$9$SkSH32!<%* $h$j3S9S?SCSUSM! <SKSNS$ [$&$,DIS/STSCS?PSISTSF!ISISISl#e (8(՞՞չ: 


ESBS33SSFS9SHS,G/¢ (B10¢SB2s0JT>eSGS—-SF!"$7$+$b; 22C<TSO=PMh$ ?%2!<%*S$,SbSiS (Sk! փ (B(%%; 


é SBSASGSCSH; WSSTUS—Sr=qSSSFS_S*S7S?!S3!S!SISIS!l#e (B(%*) 


FAD AA A ADT Of A AD A af A Sf al PT ff Te 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
ԱԱ 2 ԱՏ Pf u GE Pf IE LI SS seo Af SG EG ES BF. 


—-MESSAGE FILE 21529 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000065h 
tml.html 


--MESSAGE FILE 21530 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJTMl1cyVGJTkISCRORmJNRhsoSg==?= 

Date: Mon, 26 Jan 1998 08:24:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 
Message-ID: <34CBC9C2.30B1@246.ne.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <6afmjlS$gfa@newsl.scei.co.jp> 
<34CB80BA.D4CD9EE0@fa2.so-net.or.jp> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


krd¢SBSGS9! #2 (J 


TPM.CO wrote: 

>¢ SBKMSOSF!<%3*Sr7hSaSkSNSHSSSSSH; WSSS*°S9! #3 (J 
é5B!!;dSb$GS9! #2 (J 

2$B!!L5>r70$K%2!<%*° S$r:n$mS$&S$HSISkSHSDSSSDS$Q@) :n4 | 4ՄՏԱՀՀՄ, ՏԱՀ (J 
¿$B5; =QNOSNS3SHSrK: S1SFSJIS+SJS+40@.S7SISSSNSG!"; d$O@) 8BS, ¿(J 
ESBB?>/S"SCS?S[SE&S, :nSjSASISSSNSG! #!JB?T, =i$a$F%2!<3%` $r; (J 
ESBSDS/SkI}SbF1IS8S@SH;WSSS*S9!#!Ke (J 


>i $B$$$D$N$^ŠK$+9k2Z>&IJ$K@.$J2<$,$C$?!J<:Ni!K¿ (J 
¿$B>^6b!\9k2Z>&IJ$J$N$G$O!)¿ (J 
é5B!ISo0$?$7$80; 22C>“*SISNSG? ?AJSOITLE! Ke (J 


kAZZY.Data wrote: 

> £SB%2!<%S* SN:n@.<+BNSr%SF!<%S*SKSOSKSNSbLLGr$$S+Sb$7S1S%S;SsSh! #2 (J 
£$B!!S3S1SCSF!"S9S4S/LLGr$=S&SISsSG$9S, !"S3%SSFS9SHSHSTSFITS EE (J 
éESBSNSGSOSJS/!"SM%C%HSd$m$ &$<A4BNSGSN6EF1 :nIJSHS$7S$F<B9TS7$22 (J 
ESBS (S&S, $h$/S$"S5S%S;SsS+!) !ISG$b!"%3%s%F%9%H$N7ABV$r$H$i$J$$$H; (J 
ESBSSSDS*SGSb40@.$7SISSS$+$I!) !K¿ (J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 21530 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000066h 
tml.html 


Net Yaroze newsgroups message dump.txt Page 14429 


--MESSAGE FILE 21531 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJTM1cyVGJTkISCRORmJNRhsoQg==?= 

Date: Mon, 26 Jan 1998 16:40:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <34CC3E00.C6357ACD@fa2.so-net.or.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <6afmjlS$gfa@newsl.scei.co.jp> 
<34CB80BA.D4CD9EE0@fa2.so—-net.or.jp> <34CBC9C2.30B1@246.ne. jp> 

NNTP-Posting-Host: 210.132.170.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


kAZZY2¢SBSGS9!#¢ (B 
krd wrote: 


kAZZY.Data wrote: 

> £SB%2!<%S° SN:n@.<+BNSrSF!<%*SKSISKSNSbLLGr$$$+Sb$7$1S%S; o S 
¿$B1!$3$1$C$F!"$9$4$/LLGr$=$&$J$s$G$9$,!"%3 ԱՆ, S 
ESBSNSGSOSJS/!"SMSC%HSd$m$ &$<A4BNSGSN6&F1 : nIJSHS7SF<B9TS7$2¢ 
ՀՏՑՏՏԼՏեՏ,ՏիՏ/Տ"Տ)յՏ՞ՏչՏտտի 1) !ISGSb!"% 5 s ԵՑԱ (B 
ESBSSSDS*SGSb40@.$7SIS$S+$I!) !K¿ (B 


¿$B$_$s9I$, $=$1$>$18+$ ($I$$; v>p! J; E; v$H$+!K$, $"Sk$H; W$&$N$G5$7Z$K;¿ (B 
é SBHt$SF~$ 4; 22CSGS-SkSCSFOUL#SG$0%3%S%F%9SHTAK<OSNS [S&$, $SSS$S+$JSC$SF;WSSS ¿ (B 
¿SBS9!#¿ (B 


éSBM=CG$G$9$, !"=PMh>e$, $jSOB?>/S7Sg$NS/SFSbS S!¿ (BOK SBSQSH;WSSS*S9!# (B 
¿SBS$S"SHSG8D!9SK¿ (BREMIX¿SBS7$SFSbSSSSS7!#U7T+S3S6S1Sb%$3%Ss%F%S9%SH$SKS$S7SFS3JjS7SF¿ (Թ(՞՞չչ 


¿SBA4BNSG22?2S+SdS1S2SCSFS3SHS@S1SGSb@.8ySQ@SH;WSSS S9!# (B 


LEA A AL ALE A eh ef SL IT NAP «ԱՅՆ 111141 1127 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
bh AT PP Ae IA AP AA OS I ON I IT el OL ofp 


—-MESSAGE FILE 21531 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000067h 
tml.html 


--MESSAGE FILE 21532 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?i1so-2022-jp?B?GyRCUTM1LcyVGJUTk1ISDMrokUkRyOQtJGskKyRKGyhCPw==?= 
Date: Mon, 26 Jan 1998 21:14:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <34CC7E42.74807161@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 133.205.180.127 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


¿SBSIS&Sb!<¿; (BPsukez SBSGS9! #2 (B 
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¢$B3'MM!V<!SN%33s%F%9%HSOSSSD ! WSK4XS7SFSSSmS$SmSHOU8+S "S55, SHSES4SESSS*SO! #3 (B 
ESBS=S1SGSO<B: ] 33%s%F%9%HSr3+:ES9SYS/FOS-S@S=S&ES8SCSTSSSGS9S+! Ք: (B 


éSBS=SNA0SKSSSCS?SS@0M}S,1,MWSGS9SM! #3 (B 


wo 


¿SB-!Bg$-$J%3%s%F%9%H$+>.$5$J%3%s%šF%9%HŠ+!#;O( 
¿SB-"SISsSJFbMFSr6%S&SNS+!#¿ (B 
¿$B-#Dy$aQ@Z$j$O: (B? 
¿SB-S;22CSNBP>] SO (B? 
258-5»1750չ (B? 
¿SB-&?3::0wSO;ç (B? 


¿SB$3S1S@S17hŠa$?$iS3%Ss%$F%S9%SH$r3+:ESGS-S$ o i 
¿SBB>SK7hSaSFS*S/SYS-;vSOS"T"SkSNSGS7SgS&S+!#¿ (B 
¿SBS7S“S$SCS?2!1#S S:SOS=S3S+Si;OSaSJS1S1SPSSS1SJSSShS&SQ@!# (B 


ESBSHSSS&SOS1SGS33SSF%9SHSL3+S/S?SaSKI,MWSIMWAGSr8!FSSSS?S7S*°S7SgSé&! #3 (B 


—-MESSAGE FILE 21532 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000068h 
tml.html 


--MESSAGE FILE 21533 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000006 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCPCEKTiUzZJXMLRiU5JUgkTyOkJEQhI xsoQg==?= 

Date: Mon, 26 Jan 1998 21:22:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <34CC801E.7B0OA398A@mth.biglobe.ne.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 133.205.180.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&$b!<z (BPsukez$B$GS9! #2 (B 


Minoru Matsumoto wrote: 


> ~SB5USK0O1?MSG3ZSKSGS$—-SkShS&SKSISkKSKSOSE!<SISFS#ESISFSHESN@OHWS, ¢ (B 
> ~eSBIT2ZD7g$GS"SkSH9MS (S$k<!BhSGS9! #¢ (B 


¢SBS=SNOU8+SKOLI<EjS8S%S9! #IXMxSISF!<SFSHESISFSHES, S"SISP3NS+SK3+H/; ~4VSNC; =LSKSJ3 (B 
2SBSj!"I=8=NO$, $"S,$kS$3SHS, 4|BTSGS-S*S9SM! #3 (B 


¿SB#P#s#u#k#e:; (B 


--MESSAGE FILE 21533 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000069h 
tml.html 


--MESSAGE FILE 21534 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“SugawaraHironori" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: ¢SB<!SNS3S3SSFS9SHSOSSSD! #3 (J 

Date: 26 Jan 1998 16:36:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bd29a3Sd4f86aa0SLocalHost@kodai.titan.tohtech.ac.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <6aa90cSa 
Ob@news1.scei.co.jp> 

NNTP-Posting-Host: 202.210.128.83 

X-Newsreader: Microsoft Internet News 4.70.1161 
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NNTP-Posting-Host: 194.131.235.3 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


JohnT wrote: 


> I seem to be odd compared to the stuff I have read on this thread! I prefer 
> to code at the weekend if I feel like it as I spend almost all week coding 

> at work for other people. But what makes me odd is my listening preferences. 
> I prefer soothing music that keeps my calm for coding. Stuff like Jean 
> 
> 
> 


Michel Jare or Mike Oldfield. Sometimes I do listen to music from the 80's 
or my collection of Bond Movie Themes! Sad ain't I? ;) 


Jarre is a bit pants, but Mike Oldfield is a class act - "Songs Of Distant 
Earth"and "Ommadawn" are fantastic. 

Craig. 

> JohntT 


—-MESSAGE FILE 2277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00980 


-—-MESSAGE FILE 2278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000981 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: 21 May 1998 13:39:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6klaqaS4p24@chuka.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4p11@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-—design.com> 
NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3563E159.5E9@dma-design.com 


Brian Baird <brian@dma-design.com> wrote: 


>Sega released the Saturn without an RF lead in the box. They claimed 
>that "most" console users now have SCART TVs. They were wrong - people 
>had to spend an extra £25 on an ‘official’ RF unit & people got *very* 
>annoyed - me included. 


I have to disagree its hard to buy a tv without scart socket (crap Philipino 
stuff excepted) 

Well people like me got ********* with having to buy a scart for the 
playstation after forking out $279 (I got mine day 1). 


> 

>NTSC vs PAL is also used to control releases & to allow companies to 
>'maximise' their money. If you could pay £30 for a US game instead of 
>£50 for the UK version, what do you buy? 

> 


Please tell me where you can buy imports for $30(thats pounds - no pound sign 
on this Sun) ,all the shops round here charge $50 - $70 for imports. 


—-MESSAGE FILE 2278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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ESBSASO!wS9S,So0SiSGS$9¢ (J 
¿ $B; dSbBgGSS$S$K; ?@.SGS9! #2 (J 


¿SB3F<R$+$iSG9g7W;¿ (J1000¿$BK|1_ ¿ (J 

¿$B; (;¿o<R$SK#c#d7G: 0111) |" չ (J 
¿SBS35S1S0511)$G2?75,2q0w$,GNA)$7$=$&$GS9; (J 
ՀՏ: #$*SGOMS (IU$+$I$+$C$?$N$C$F!"%=%K!<$, ¿(J 
éSB<+M3SKSdSCSFS/S@S5SSSCSFSSSCSFSSS$kO0J>eSKg (J 
¿SB$-$; SSS, 87S 7SSSNSG<+A3$H; d$?SA$,J]<iE*SKz (J 
¿SBSJSCSFSSS?SNSGSOSJSSSGS7SgS&S+¿ (J 


tit@ppp.bekkoame.or.jp 


—-MESSAGE FILE 21534 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000070h 
tml.html 


--MESSAGE FILE 21535 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJUTMLcyVGJTk1ISDMrOkUkRyOtJGskKyRKGyhKPw==?= 
Date: Tue, 27 Jan 1998 08:38:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <34CD1E8A.46C2@246.ne.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


krdzgSB$GS9! #2 (J 


Psukez $BS5Ss$N@0M} 9° L\SKIhHSCSF; dSNOU8+Sr$r$+S-S*S9! #3 (J 


> ¢SB-!Bg$-SIS3S3SSFS9SHS+>.S5SSTS3SSSFS9SHS+! #3 (J 
¿SB!!Bg$-$SJS3%s%*F%9%SHSO!"S_SJS$5Ss01G/S0$i$$S+S1SFBg:nSrSDS/Sk¿ (J 
¿SBSHSNS3SHSGS9SNSG!"SHSjS"S (S$: EET7OSGS3SHS?SjS*S9SHSM! #2 (J 
éSB!JB>SNJ}$,01G/$b$+S1SF!"CzG+SKD4@0SISSSCSFSKSHIJOSSSF!"3: (J 
¿SB<+J, $N$$$$2C8:$J<h$jJAH$_J}$r7k9=!"H?>J$7$F$^$9!K¿ (J 

ESB! !SGS9S+Si!">.S5SIS33SSFS9SHSGNISSSNSGSOSISSSGS7SgS&S+!) 3 (J 


> ¿SB-"SISsSJFbMFSr6%SS&SNS+!#¿ (J 
2$B!!%F!<%*5,DjSN9U%S9SFMQ%2!<%°$,SSSS$SGS9!#3D!<3kN* SOC; 4|72SNz (J 
ESBS3S8SSF%SISHSGSO=8S%*S jISKS/SSSGST7TSg$S&S7!"2?2=h$*SGSr$d$m$&$<SNz (J 
ESBS3SSSF%9SHSNBP>] SHS9SkKSD!<%kS+S,FqS7SSSH;WSSS*S9SNSG! #2 (J 


> ¢SB-#Dy$a@Z$ j4S0¢ (J? 
¿S$B!!%$F!<%“7hDJSN8e#3%v7nS$S/$iSŠ!# (J 


> ¿S$SB-S;22CSNBP>]SO¿ (J? 
¿SB!!2q0w!&Hs2qO0wSHS+SSS&OUL#SGS7SgS&S+!)¿ (J 
é SBSASgSCSHNIS/2rS$4$%*S; SSSNSGSU%S) Sm! <S7SF2<S5SS!#3 (J 


> ¿SB-%>*IJSO;¿ (J? 
15811509) !<3i&* <g:ESN#1!"#22sSNMMSK; (JSCEIz$SBSGMQOUS7SFM_$7$$SG$9! #2 (J 
ISBL5M)SJSiSIS&S7SA S7SgS&!)5$; )SASG@S1$SGSŠSb;22CHqSH$3j$S S9!)¿ (J 


> ¿S$B-&?3::0wSO¿ (J? 

ESB! !S3S@So0S$5SO0STSSSGS9!#2q0w! "Hs2q0w!"z (JSCE¿$B$NJ}!"CxL>$JJ}!"¿ (J 
¿ $B; 22C<T!"FCDJSNC/$+SHSSSCS$?SISNShS&STTA<OSGSONISSSGS9! #2 (J 
éSB!!S?S@S7!"3+;OA0SK?3:: 7ABVSr7hSaSFM_S7SSSGS9! #2 (J 
£$B!J23::0wS@S1SN<uS1SrA@SCS$?FOMFSrA*BrSG$-SkMMSK! cH\61<T!Kz (J 


krd (Yousuke Kuroda) 
krd@246.ne.jp 
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(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 21535 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000071h 
tml.html 


--MESSAGE FILE 21536 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
2html html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1S0-2022-JP?B?GyRCJTMlLcyVGITk1SDMrOkUkRyQtJUGskKyRKGyhC?= ? 
Date: 27 Jan 1998 13:15:25 GMT 

Organization: PlayStation Net Yarouze 

Lines: 46 

Message-ID: <6akmld$Sn2t@newsl.scei.co.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 202.247.176.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


ESBS3SsSSKSASO!"3z (BCOCOTTE ¢SBSGS9!#¢ (B 


¢ SBFMA33d$ j9~S* $h$&$G62=L$G$9$, !"S$3SsSIS3SSSFS9SHS, $$$$$J!"; (B 
éESBSCSFSSS&MWK>SGS9!#¢ (B 


p_suke@mth.biglobe.ne.jp says... 
>¢SB-!BgS-SIS3SSSFS9SHS+>.SSSIS3SSSFS9SHS+! #3 (B 


krd zSBS5SsSb$*SCS7ScSCSFS*SiS1$%S7$25,¢ (B 
¿$B>.$5$J%3%5%F%9%H$, SSSSSH; WSSS*S9! #2 (B 

ESBS*$7$m!">.$5SaSN:nIJ$G$"Sk$3SHSr>r70$K$ 9Sk$/SiSS$SNI}S$, ¿(B 
ՀՏՔՏՏՏՏՏԵՏԱՏ, =8S°SkSNSGSOSITSSSGS7Sg$&St! Էչ (B 


>¢SB-"SISSSJFDMFSr6SSESNS+! Է. (B 


¿$B>>K\$5$s$d¿ (B TPM.CO z-$B$5$s$,$*SCS7ScSCSFS$$?¢ (B 
¿SB!V<B83E*!WSr%F!<%^$K; }SCSFS/SkSHSSSESNSOSISESGS7Sg$E!) 2 (B 
¿$BFMGo; R$5¿ (B (¿$B$HLLGr$5 (B) ¿$B$r6%$&$H$$$&46$8$G!#¿ (B 


¿SB!V=iSaS$SF:nS$SCS?:nIJ!WItLg!"SHSSS&SNSbSS$SSSSJSTSHS+;WSSS*S9!#;¿ (B 
¿$B$b$&?75, ;22C=PMh$J$$J}$b$$$i$Cc$7$c$$$^$9$,¿ (B (^^; 


>¿SB-#DySaQ@Z$3j$O¿ (B? 


¿SŠB>N:YS, Th$ 2SCSFS+ŠSi¿ (B 2 ¿$B!A¿ (B 3 ¿$B%v7n$/$i$$$G$7$9$&$+!#¿ (B 


>¢SB-S; 22CSNBP>]$O¢ (B? 


¿SB2qO0wSJSiC/SGSb!#$GS$SSSSSNSGSOSJSSSGS7SgS&S+!# (B 


>¢SB-%>*1IJSO; (B? 


¿SB>N:YS, 8GS*SCSFS+S$i¢ (B SCEI ¢SBS5$sEySKMWK>$7SFS_SFSOSIS&S$GS7SgS&! #2 (B 
¿$BDs6!$7$FD:$1$J$1$1$P!DFq$7$$$G$9$M!#¿ (B 


>¢S$B-&?3::0wSO¢ (B? 


¿SB2qOwSNJ) !9SNEJI<SGSSSSSH;WSSS*S9!# (B 
ESB:nIJ$O2q0w$7$+;HS ($^$; $s$7¿ (B (¿$B7zA0¿ (B)¿SB!#¿ (B 


¿SB$3S&SS$S&M/S-=PSF$/Sk$Sh$&SJ%$SW%Sm%8%'%S/%H$CSF$SS$SGSO9SM!#¿ (B 
¿SBS<SR<B8=S$5%;S“S7SgS&!*¿ (B 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 21536 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000072h 
tml.html 


--MESSAGE FILE 21537 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
3html.html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?UHN1a2UbJEI 8KzhKJWw1OSE4jJDMkMyRiOCskRiEjGyhC?= 
Date: Tue, 27 Jan 1998 23:22:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 89 

Message-ID: <34CDEDBC.F94B8E7C@mth.biglobe.ne.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 133.205.180.126 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 21B6DBCC3A433EFC60A7D2B9" 
X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


21 B6DBCC3A433EFC60A7D2B9 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


ESBSIS&Sb!<z (BPsukez $B$G$9!#¿ (B 


Psuke wrote: 


> ¢~SBS=SNA0SKSS$SCS$?S$s@0M}$,1,MWSG$9SM! #2 (B 
> 
> ¿S$B-S;22CSNBP>]SO¿ (B? 


¿SBS95sS“S;Ss!#SoSlSoS+SsSJ$SSS3SH=q$SSSFS“S9SM!#¿ (B 
ESBSISKOMS (SFS?$SsS@$mS&!#LS@.G/<T$*CGSjJ$HSŠ+¿ (B? 
¿SBS3SN>1$, 2q0w@)SGS"SkS3SHSrS$S9SCS+SjK:S1SFS*S7S?SM!#¿ (B 
¿$B-$$0:0=|$H$$$8&$3$H$G$*4j$$$7$^$9!#z (B 


ESBS*SHS*SCS?S$i¢ (BSCE; SBSKMWK>=q7s4k2h=qSHSS$& 7ASG=P$9S$7S+SISSSGS9SM! #3 (B 
¢$BO011~!"@bF@NOSr=P$9$?SaSKz (B 

ESB-'SIS<%3%sSFS9SHS,5752?SSS$+3 (B 

ESBSHS"SC$?T}$, SSS$SGSTSgS&!#e (B 

ESBS=S1SHS33SSFS9SH3+:ESTSFS [S7SSJI}SOSISsSSISsS$1S9SrSDS1SF2<S5SS! #3 (B 
¿S$B!V$3%s%F%9%H4uK>!W;¿ (B 

¿SBS@S1SGSbSSSSSGS9!#¿ (B 


2 SBS5SiSK@bF@NOSrA}$9$?$a$K=pL>1?F0Sr$5$; $FD:$-S$*S9! #3 (B 
2 SB$3$15S, $ [SSSHSN%G%8%?%k=pL>¢ (B? 


2 SBS=S$1SGS0SbS&>/57MM; RSr8+SkS$3SHSKS7$°S9! #3 (B 


Psuke 


21B6DBCC3A433EFC60A7D2B9 
Content-Type: text/html; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


<HTML> 
ESBSIS&$b!<z (BPsukez$B$GS9! #2 (B 


<P>Psuke wrote: 
<BLOCKQUOTE TYPE=CITE>: SBS=SNAO0SKSSSCS?Ss@0M}$,1,MWSGS9SM! #¢ (B 


<P>zSB-$; 22CSNBP>] $02 (B?</BLOCKQUOTE> 
£$BS9$s$%*$;S$s!#S0$1$0$+S$sSISSS$3SH=qSSSFS*S9SM! #2 (B 

<BR> SBSISK9MS (SF$ ?$sS$S@$m$&!#LS@.G/<T$*CG$jS$ŠHS+¿ (B? 
<BR>¿$BS3SN>1$, 2q0w@) $G$"$k$3$H$r$9$C$+$JK:$1I$F$^$7$?$M!#¿ (B 
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A 


BR> 2 $B-$$0:0=| SHS$$$&$3SHS$G$*4j$$$7S*S9! #2 (B 


<P>z SBS*°SHS*SCS?Siz (BSCEz SBSKMWK>=q7s4k2h=qSHS$$$& 7ASG=P$9$7S+SISSSGS9SM! #2 (B 
<P>¢$B011~!"@bF@NOS$r=P$9$?S$aS$Kz (B 

ՀՔ»:58- ՏՄՏՀՏՅՏՏՏԲՏՉՏԱՏ,5752ՏՏՏ-Ի: (B 

<P>¿SBSbS"SCS$S?J)$,SSSSSGS7SgS&!#¿ (B 


<P>¿$BS=S$S1SH%$3%Ss%SF%9%H3+:FS7SFS[S7SSJ)SOSISsSISs%s1%9$r$DS1SF2<$5SS!#¿ (B 
<H2> 

¿SB!V¿ (B<FONT COLOR="#FFO000">2SB%3%3S%F%9SH4uK>¢ (B</FONT>¿SB!W¿ (B</H2> 
¿SBS@S1SGSbSSSSSGS9!#¿ (B 
ՀԲ»: SBS5SiSK@bF@NOSrA}$9S?SaSK=pL>1?FOSr$5$;SFD:$-S*S9! #2 (B 
<BR> 2$B$3$15S,$[S$s$HSN%G%8%?%k=pL>¢ (B? 


<P>zSBS=S1SGSOSbS&>/S7MM; RSr8+SkS3SHSKS7S*S9!#¢ (B 


<P>Psuke 
<BR>&nbsp; 
<BR>&nbsp; 
<BR>&nbsp; 
<BR>&nbsp; 
<BR>&nbsp; 
<BR>&nbsp; 
<BR>é&nbsp; </HTML> 


21B6DBCC3A433EFC60A7D2B9-— 


—-MESSAGE FILE 21537 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000073h 
tml.html 


--MESSAGE FILE 21538 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6?= 

Date: 27 Jan 1998 17:24:49 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 15 

Message-ID: <6a1591Snkk@newsl.scei.co.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> <34CDEDBC.F94B8E7C@mth.biglobe.ne. 
jp> 

NNTP-Posting-Host: 210.135.67.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #3 (J 


¿$BB?>/%1%9$, $SJS/SFSbS8SgS8SgSKSdSCSFSSS1SPSUS/SiSsSGSSS/SGS7SgS&!#;¿ (J 
¿SB$=$1$h$j!"KM$O¿; (JSCEI;SBSKDs=P$9$kI1,MWSOSJSS$H; WS$$*°S9! #3 (J 
¿$B$S=$b$=S$b%U%)!<%i%`$O<+<g1?1D$J$s$G$9$7!"H?1-$J$S/$FMnSA9-$`9=?*$b%$+%s%Y%s¿ (J 
¿SBSCSF%$+%Ss%8S@S7!">!<jS$SKSdSjSS7SgS&!#¿ (J 


¿ŠB#TE#P#M!S#CHO: (7 ¢eSBESH#OFFHTs (J ¿ŠB#WE#OFREK#ES: (J ¿ŠB#1#94#94#8: (J. ¿ SB#J#A#N¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co.jp/~chu02331 

2 SBEM#S#XHG! VS? SMSF SHS4+! ESV! <SISS!<! WH: (U/31; SBDLHN3+; O¿ (J 


—-MESSAGE FILE 21538 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000074h 
tml.html 


--MESSAGE FILE 21539 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
Shtml. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6IBskQiUzZJXM1LRiU5JUgzKzpFJEckLSRrJCskShsoS j8=?= 
Date: 27 Jan 1998 17:35:51 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 37 

Message-ID: <6al5tnSnkk@newsl.scei.co.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> 
NNTP-Posting-Host: 210.135.67.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 
> ¢SB-!BgS-SIS3%SSF%SISHS+>.S5SSTS3SSSFS9SHS+! #3 (J 


E$BS$*S:S$0>.$5$8%3%SSF%9SHSTFOS+S9SNS, BhO1LSGS9SM! #3 (J 


> 2SB—"SISSSIFDMFSr63S&SNS+! #2 (J 


é$B:n$j4$d$9$5$+Si8@S (SP!"SF!<%S*@) SGS9!#=P?TS/S7$?SH; WSOS1SKMnSASbSNSr¢ (J 
ESBSF!<S*°SKSdSjS?PSSSGSO!#S?PSAI"S"SSSGS"S,SGSkS+ST!) !T@zSCSFS*S9!*SUSUSU! Ke (J 


> ¢SB-#Dy$a@Z$4$02 (J? 


¿$B>.5, LOSUSNSG!"¢ (J3¢$B%v7n@hSHS7SFSb!"#57n#1#5F | SNSd$mS&S$<z (JJAPAN: SBSNz (JHP; $B>e¿ 
(J 
¿SBSGH/I=$0$i1i$$$, SSSSSGS9SM! #:nIJSN%Z!<%8:nSjJOLSOSd$4S*S9Sh! #3 (J 


> ¿SB-%>*IJSO;¿ (J? 


2$B; } SA4s$4$N?°=q7t SHS+SGSSSSSGS9SM! #; 22CHGSr?*=q7tz (7500:581 7, $SK$9S15P¿ (J 
ESBSSSSSNSGSO!) ¢ (J 


> ¢SB-&?3::0wSO¢ (J? 


¿$B$^$:!"EjJ9F:nIJ$rA4$FH/I=$7!"M7$s$G$b$i$$!"%K%e!<%9Ey$G$NH?1~$r3'$G¿ (J 

E SBSGS#%934%C37SqG%S$ 9SKSH! "<+A3SH7ThHS*SkKS+SHCNS1$°S;SsS7!"ThS$*SiSTS+$CS$?$il 3 (J 
¿$BBg$^$+$K$=$1$i$7$$:nIJ$GJ, $1$k!"SGSbSSS$$+Sb$7$1$°S;Ssl#e (J 

¿SBS?S+S$S@S+¿ (J500: $B1_$G$9$+$i!"Lv5/$K$J$i$J$$$7!*¿ (J 


ESBETHP HEM! SHECHOZ (J ¿SB#SH#OFRF#T; (J ¿SB#W#OFR#K#S;¿ (U ¿SŠB#1#94#94#8: (U. SB#J#A#N¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 


url shttp://wwwl.scei.co. jp/~chu02331 
ESBEM#S#XHG! VS? SMSF SH#St+! &SV!<SISS!<! WHI (J/31¢SBDLHN3+; O02 (J 


—-MESSAGE FILE 21539 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000075h 
tml.html 


--MESSAGE FILE 21540 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
6html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso0-2022-jp?B?UmU6IBskQiUzZJXMLRiU5IJUgzKzpFIDckxiQ3JUGckJiRoGyhC?= 
Date: Wed, 28 Jan 1998 16:26:11 +0900 
Organization: PlayStation Net Yarouze 
Lines: 39 
Message-ID: <éammvrSpql@newsl.scei.co.jp> 
References: <34CC7E42.74807161@mth.biglobe.ne.jp> <6al5tnSnkk@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.190.234 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBSISH! "#SH#A#T! SSGSO! #2 (B 


ESBS33SSFS9SHSHS+I9S/S?SSSK!IV: #EYS3S=!WSHS+;WSSSIS,Si7k61;22CS7SF3¢ (B 
ESBSIS+SCS?SISTS*S9OS, !"S=S1SGSb: #EYS3$=2 (B (^^; 


>> ¢SB-!Bg$-SIS3S3SSFS9SHS+>.S5STS3SSSFS9SHS+! #2 (B 


¿SB3'$=$&$G$9S, !"S$*S!BgS-SSSNSOBGS-SS%H%3SKGSS$; SF! "ՏլտյՏ"Տ(տ5:».555Տ5չ (B 
éSBSN$,NISSSGS$9! #2 (B 


>> ¢SB-"SISSSIFDMFSr6SS&SNS+! #2 (B 
>¿$B:n$j$d$9$5$+$i80$ (SP!"SF!<%*@) $GS9!#=P?TS/S$7$?2SH; WSOS1SkMnSASb2NSrz (B 


ESBSF!<%*@) SCSFSS$&SNSO?77$7$/SFNISSSGS9SMS'! #2 (B 
¢$BI>2AE* SKSbF1S8EZI6SN:nIJSNI}$, $Sd$j$d$9$=S&SGS9! #2 (B 


>> ¿$B-#DySaQ@ZS3SO;¿ (B? 


ESBSd$0$ 42 (B 2, 3¿$B%v7n$G$7$g$&$+!#¿ (B 


>> ¿$B-%>^IJ$O; (B? 
>¿ $B; }SA4s$jSN?*%=q7tSHS+SGSSSSSGS9SM! #; 22CHQSr?*=q7t¢é (8500:581 7, SK$9$1SP¿ (B 


ESB27S@SCS?Si!"SFS1S4!"SS!1<Sk7t !"SQSASSS3SNS+!<SISTSISTSISITSs$G6Sb$"$ 43 (B 
ՀՏՏՏՇՏԵԱԼԼՏՏ: (B(¿$B6b7t$K8B$kKI, MW$9$i$J$$¿ (B) gSBSs$G$9S, !"$=$&$9$k$H<}=8J, G[$KFq$, ¿ (B 
ESBS"S5S*S9S+2 (B (^^; 


>> ¢£SB-&?3::0wSO¢ (B? 


é$B:n$C$??M! "S=S&SGSISS PMSKS+S+S0SiS: !"SdSCSQS$jB>SN?MSKM7S$sS$GSb$iSé&¢ (B 
ESBSNS, OLHVSGS9S, !"2q0w$+$i?3: :0w$rJg$k$H$$$&<j$b$"$j$^$9!#$3$I$J$i¿ (B 
¿SB%SW%m%0%Si%`$S,AHSaSJ$/S$SFSbBg<j$r?6$CS$SF%S3%s%$F%9%HSK;22CS$SG$-S$Sk!*!)¿ (B 
¿SB$3Ś$N>19g!"$b$A$m$s?3: : OW@1LGSN?MSKSO; 22CNA$O$+$+$3$^$; $s (B (^^; 


(՞-՞)/- Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 21540 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000076h 
tml.html 


--MESSAGE FILE 21541 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: 
Date: 28 Jan 1998 09:40:46 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01lbd2bcfSedbf3e00SLocalHost @minowa> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> <34CDEDBC.F94B8E7C@mth.biglobe.ne. 
յք» <6al1591Snkk@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.214.1.79 

X-Newsreader: Microsoft Internet News 4.70.1155 


> ¿$B$=$b$=$bp%U%)!<%i%` $O<+<g1?1D$JI$s$G$9$7!"H?1~SIS/SFMnSA9~S* 9=?*SbHS+SS8SSYS8¢E (J 
> ¿SBSCSF%+%Ss%8S@S7!">!<jSKS$SdSjS%S7SgS&!# (J 


¿S$SB$JSs$SG<+<g1?1D$SJ$s$GS$S9$+SM!)¿ (J 
¿SB#S#C#E$S,121DS7SF1"$, %s%,%sH?1-$7$FS/$S1$SkS$S3$HSr4|BTS7$FS?Ss$GS9$1$1I; (J 


¿SBS_SNOB; f¿ (J 


—-MESSAGE FILE 21541 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000077h 
tml.html 
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--MESSAGE FILE 21542 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1S0-2022-JP?B?GyRCJUTMlLcyVGUTk1SDMrOkUkRyQtJGskKyRKGyhC?= ? 
Date: 28 Jan 1998 11:09:46 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 39 

Message-ID: <34cf1002p5069@base.minoru.isl.intec.co.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 202.226.28.141 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


ESBS3SSSFS9SH3+:ESK; 2@.S7S*°S9! #3 (B 

In article <34CC7E42.74807161@mth.biglobe.ne.jp>, p_suke@mth.biglobe.ne.jp 
says... 

>¢SB".BgGS-SIS3SSSFS9SHS+>. SSSIS3SSSFS9SHS+! #3 (B 


¿$B>.$5$$J}$,K|;v7h$a$d$9$/$F$h$$$H;W$$$^$9!#; (B 
>¢SB".SISSSIFOMFSr6%SS&SNS+! #2 (B 
¿SB9u¿ (B PS ¿SBSGF0S/%=%SU%H!#SJSSSFS7S?Si¿ (B Java ~$BSN=hM}70:nSCSFS/Sk?MS, ¿ (B 


ՀՏՏՏՏՏՉՏ)Տ7ՏԲ Ի, (8:-) 
¿SB%21<%` SK8BDISTSESSSSSH;WSSS*Sol#e (B 


>¿SB".DySaQ@Z$3j3SO;¿ (B? 
3 ¿$B%v7n$, BEEVSJ@~S@SH;WSSS$*S$9! #2 (B 


>¿SB".>*IJSOc (B? 


¿S$B<j85$K$"$k¿(B 1000 ¿$B1_$N?^=q7t$r4sIU$7$F$b$$$$$G$9!#¿ (B 
¿S$SB>.3[$GS$Sb!"2?$+$"$C$?J)$,5$9g$,F-$Sk$GS7SgS&!# (B 


>¿$B".?3::0w$O¿ (B? 


2$B?3::4|4VSr7hSaSFS$*SSSF!"2q0wSNEJI<Sr9OTS&SNS, :ՇՏԵՃՄՇԼՏՇՏ7Տ9Տ55 18, (B 
¿SBSGS-S1SP¿ (B SCEI ¿SBSNJ)])!9SKSb¿ (B(¿SBS;SaSFL>A0S@S1SGSb¿ (B) 58:22ՇՏ7ՏՔԲիլ Տ7/7ՏՏՏՇՏ95 
1SI!# (B 


>¿$B".SJS<%3%Ss%SF%9%H$,S7S?SSS+¿ (B 


o ¿SŠB%$M%$C%$H$d$mS&S<%$W%$m%8%'%/%H$NOlAXSN3h@-2=$r?%Šk¿(B 
o ¿ŠSŠB$Sh$Sj8zN(E*$J%2!<%`%"%$%$G%"SN8r49SN>1$rDs6!$9$k;¿ (B 


ESBS3SsSISHS3SmSGS7SgSES+! #2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21542 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000078h 
tml.html 


--MESSAGE FILE 21543 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000007 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCPCEKTiUzZJXMLRiU5JUgkTyOkJEQhI xsoQg==?= 

Date: 28 Jan 1998 11:09:47 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 45 

Message-ID: <34cf1002pa069@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
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.ոճ. յք» <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.226.28.141 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿SBSN>>KN¿ (B ¿SB<BSGS9!#¿ (B 


In article <6afpb8Sgne@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>¢ESBS*S@M?S (SiS1S?SiSSSVSiSj!<SN2r@OSG<jOLGUSN; (BTPM.CO¿SB!JSHS[S[!KSGS9;¿ 
> 
>> ¢-SBSSSS$:nIJSr:nSCSFSSSk%A!<%* SbB?SSSGSIOSIST!I"S"SSSGS"SO4pK\E*SK; (B 
>> ¢SB8D?MSNSbDSNS@S7!"<B83E* :nIJSr:nSmS&SH$9SkSH2sSj4SN; ?9F1SrF@SiS1SkS+; (B 
>> ¢S$B3N?.$,; }SFSISSSNSG! "O1L?MSGSdSiS6SkSrFE@SISSSGS9! #3 (B 
> 
>¿ $B<B83E* :nIJ$r:n$k:]$O@<S+$1SFS$/S@S5$$!*3 (B 
> 2 $B<B83E* ! *SSSS6AS-SGS9! #2 (B 


2$BS$$/S$D$+;d$N%*%7%sSNz (B idea ¢$B%G%#%1%/%H%jSKF~SCSFS*$9S, 2 (B...¢$B! #¢ (B 
¿S$SB%?%S%SH%$k$@$1=q$/$SH!"¿ (B 


_%es1l!<%S?$N¿ (B Echo ¿SB$rON?"$9Sk¿ (B 


1. [¿$B?J2=%7% 
%0%i%US,=PSkS@S$1SG!"S2!<%` SKSOSI$}9KS/$$S05" 18: (B 


¿SBS3S1SO 


2. [zSBGzAv$7$JI$$%1!<%9%2!<% 2 (B] 
2 SBG!2?SK8rDLSk! <3k$r<i$4SD$D! "L\E*COS*$G$?S1$jCeS/$+!"3 (B 
2 SBSHS$$&%2!<%* | #EE<V$G; (BGO! ¿$B$H%3%s%; %W%H$,F1$8$K$JŠC$F; (B 
2 SBS7$*SC$?CJ3, $GFN:C!# (B 


3. [¿SBOBIwSNS7%_%se%s1l!<%s7%g%s%2!<%`¿ (8) 
¿SBS3SN%$8%Sc%s%skSN%2!<%`S,¿ (B PS s ԱԱ ԱԱ ete 
¿$BQOF.$O¿ (B 3D ¿SB%SQ!<%9SG<BAuS9SkS3SHSKSJSCSFSSSk!#¿ (B 
ne 
2 SBS=$CS$/SjSKSISCSFS7S*SSI"F\:C! #2 (B 


4. [¿$B3JF.%$S2!<%`¿ (B + RPG] 
RPG ¢SBSN@OF.%7%9% ԱՆՆ: (BI/AS (Intence to Action System) ¿$B$r¿ (B 
¿SB:NMOS9Sk!#%W%1l!<%d!<$S,%"%/%7%g%sSr7hDj$7SFS+Si<B9TS9SkS*SG;—-4V:95S, ¿ (B 
¿$B$"$j!"$=$N4V$KE (%-%c%i$d¿ (B NPC ¿S$BS$,F0S$S/!"SH$SSS&SbSNSGS9!#; (B 
ESBSASSSBSGSSSHSNSKS9ISkKI}8~SG8!IFSCE! #3 (B 


5. [éSBS*$*S+S_0iSF%2!<%* ¢ (8) 
¿SBJ#?2EtSNS*S*S+S_Sr0iSFSEF<mSjSrS9Sk%7%_%se%1!<%7%g%s%2!<%`!#¿ (B 
¿SB%W%1!<%d!<SOB<!"<BQo$G$*S*S+$ SrO0i$SF$k!#¿(B 
¿$B$*$*$+$_$N71N}@.2L$d$*$*$+$_F1; N$NO"78%W%1!<$rI=8=$9$kJ}K!$rJ*?'Cf!#¿ (B 


¿$B2?$+6=L#$r0z$/%F!<%^$"$J$^$9; (B? 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21543 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000079h 
tml.html 


--MESSAGE FILE 21544 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1S0-2022-JP?B?GyRCJUTMlLcyVGITk1SDMrOkUkRyQtJGskKyRKGyhC?= ? 

Date: 28 Jan 1998 15:37:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <6anjb5S$qkk@newsl.scei.co.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> <6akmld$Sn2t@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


2 SBS3SsSKSASO!"z (BCOCOTTE :58565914012Ը56591 #2 (B 
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>¿$B-'!S$JS$S<%3%s%$F%9%H$,$7$S?$SS+¿ (B 
¿SBLNI8$S, $S"SkSHSbSN:n$ jSK%SQ%0!<$,=PSkKSNSG! "S=SNS?SaSGS9! #2 (B 


ESBS"SH!"S3SNS*S*0U8+Sr=P$79gS&SHSO$ SH: .FYSHS9SkS$+S$b$7$1$%S;S$s$,!"3 (B 
2 SBS=SN>19gSIS&SdSCSF<}B+$5$; $*S9S+!) ¢(B 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 21544 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000080h 
tml.html 


--MESSAGE FILE 21545 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.event 

Subject: Re: 

Date: Thu, 29 Jan 1998 00:50:32 +0900 

Organization: Japan 

Lines: 41 

Message-ID: <34CF53C8.9343F1E8@geocities.com> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> <34CDEDBC.F94B8E7C@mth.biglobe.ne. 
յք» <6al1591Snkk@newsl.scei.co.jp> <Olbd2bcfSedbf3e00$S$LocalHost @minowa> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SB3X9; SN; n83$G$7$P$i$/$_SFSI$+$C$?$i!"SWS7$V$jISKFs7eSNLSFI$, $"SCSFz (B 
¿SB$&S1S7S/SJSCSASCSCSFSkS?S3SNS9S5S1S$SGS9!#S_SJS5$s!"S3$SsSPSsSO¿ (8(՞՞) 


> ¿$B$=$b$=$bp%U%)!<%i%`$0<+<g1?1D$J$s$G$9$7!"H?1~$J$/$FMn$A9~$`9=?^$b%+%s%Y%s; (B 
> ¿$B$C$F%+%s%8$@$7!">!<j$K$d$J$^$7$g$&!#¿ (B 


> 
> 
> 
> ¢~SBSISs$G<+<g1?1DSISs$G$9S+SM!) չ (8 

> ¿SB#S#CH#ES, 12?1DS$7SF!"%,%s%, %3H?1~$7$F$/$1$k$3$H$r4|BT$7$F$?$s$G$9$1$I; (B 


¿SB:G=iSN%$3%s%$F%$9%H!J2F$N=IBj!KSOSb$SHSb$H>&IJ$H$+SbFC$KS$SJ$S/ !"$ $s$JSG5S9g5Š;¿ (1 
¿SBSr¿ (B 
S 5 5 35 ra Աա eae ԻՆ 
¿SBSh$$$GS9S$SM!#;¿ (B 
¿SBEF7bSN%S3%Ss*sF%9%SHSNBg>*SN:nIJSHS+SrS_SAScCS&SH!"$SW%m%0%i%`=iSaSFS'!#SHS+c¿ (B 
¿SB%2!<%`:nSCS?S3SHSJ!<SSSHS+SSS&?MS?SAS, SSSSSCSASCSCSF<!SN%S3%Ss%sF%9%SHS+Si¿ (B 
¿$B1~Jg$7$IJI$/$JŞC$A$c$&$+$i>.$5$$$N$r$A$g$^$A$g$^!J!) !'K$A$K$N$, ; d$O$$$$$+¿ (B 
ESBSI$!SISsSF;WSCSFS*S9! #3 (B 


ա 


¢SBS2$@! "SMSCSH3d%m$&%<SKBPS7SFH#SH#CHESNH?1~S, 3'LSSKEY$7$+SCS?S5NS, SISKSASi¢ ( (B 
¿SBH?1-$r<($7SFS/$1S=$&!*S$SC$ŠFJ70O5$SKJQS (S$ ?ŠNSOEE7bSNS3%s%SF%S9%H$@SH$bS$S (չ (B 
¿SBSkS$S+Si!"Bg$-$J%$3%s%$F%9%H$b#1G/$/$i$S$S$:S$SD$Sd$C$?$[$&5, $S SSS+SJSHSD; WSSSA¿( B 
ESBS9! #2 (B 


ESBS=S3SG!"¢ (B 
S SBBgS— o ականն աաա ԱՅՆ 9%] %S%5!<$,SDSSSFSISI!<!<S$sSHSdS$CSAScSCSF!"3z (B 
ESB>.S$5$$%3%SSF%9%SHSOS_ I Bs s str 7 ԱԿԱ G 
¿SBSJSsSF;WS&$SsSGS9S,SIS&SGS7SgS&!) 


աԱ ԱՆԱ ԱԱ ԱՏԱՆԱ ԱՆՈՐ os 
¿SB!!!!111S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESB! c!c!c;d$N%[!<%°S2Z!<S8!d!d!dz(B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
2$B8x3+HG!J2<SN;z (BURL; $B! KSOSAScS$/SAScS$/SH9927CE! #2 (B 


2$B:G=*9927F|;~!!!!#1#1!12!) 1) (Թ 
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¿$B99?7M=DjF|!!!!!1#2!?!)!)¿ (B 
——MESSAGE FILE 21545 END: net-yaroze-usenet/00000003-SCFI/ny/program/event/00000081h 
tml .html 


--MESSAGE FILE 21546 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 

2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.event 

Subject: =?i1so0o-2022-jp?B?GyRCUTM1LcyVGJTk1SCRoJGpILOk IMNEkKLCQkJCQkKyRKJCEKSBsoQg==?= 
=?1so-2022-jp?B?GyRCOLckJiE jGyhC?= 

Date: Thu, 29 Jan 1998 00:59:30 +0900 

Organization: Japan 

Lines: 30 

Message-ID: <34CF55E2.CDOE2BB5@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


éSBS3SsSPS$s$O!"S?S3SNS9S1SGS9! #2 (B 

¿ $BS3$3$K=q$$SFSSSk$_SJIS5S$s$O>*Id! J6b! KIUS—SN%3%S%F%9%H¢ (B 
éESBSHS$$ &$3SHSGOC$r$ 99 9S aSEF$$S*$9$, 1"; ASOSMSCSHSASMS&S<SNZ ( 
ESB2q0wS, <gBNSGSdSkSJSiSJSKSb%s3%s%F%9%HSHSS$SS&7ASQ@S1SGSOSJ; ( 
éSBS/$FH/I=2qSHS$$$&>1$b1,MWS@SH;WSS$*$9! #2 (B 


ww 


2$BS3%S%F%9%HS, Sh$/SISSSHSSS$&SO$1SGSOS"$5S*S; Ss! #2 (B 
2 $B$"SkBg$-SIL\E*$rSbSCSFI, ; j$KS, $s$P$kSH$$$&SNS0$$$$$3$HS0SHz (B 
¿SB;WSSS“S9!# (B 


¿$B$?$@!">*IJ$J$SIS$S, $G$k$h$&$J%S3%s%$F%9%H$K$9$k$H%1%SY%Sk$d%$/%*%j¿ (B 
ESBSFS#SNIDSS :nIJS$,B?S/SGSF!"1#S1$? :MG=Sr$b$C$??M$,B?$/SGSFS/¢ (1 
¿SBSkSHSSS&D9=j$, S"SkH?LL!"S3S1S+Si;OSaShS&SHS$S&ShS&SJ?MS, ;2¿ ( 
¿SB2CS$S7$SKS/S/SJSk7oE@SbS"SKkRSH;WSSS“S9!#¿ (B 


ww 


2 SBS=$3$G! "SM%CSHSd%m%&%<SN2q0wS, <gBNSGSd$k%3%sS%F%9SHSGSO!"¢ (B 
¿S$SB>*“IJS$SJSISr=P$S5$JSSShS&SJH/I=2qS$HSSS&ShS&SJ>1Sb9MS (527)Տ, ¿ (B 
¿SBShSSSNSGSOSJSSSGS7SgS&S+!)¿ (B 


ee BiP TA Vya aot ar r] 5 p ati a ee] (B 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSN%[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
2$B8x3+HG!J2<SN;z (BURL $B! KSOSAScS$/SAScS$/SH99?7CE! #2 (B 


¿SB:G=*99?7F|;-!!!!#1#1!2?!)!) (B 

¿SB9927M=D3jF|!!!!!1#2121!1)!)¿ (B 

—-MESSAGE FILE 21546 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000082h 
tml.html 


--MESSAGE FILE 21547 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJIMlcyVGITk1ISDMrOkUkRyQtJGskKyRKGyhC?= ? 

Date: Thu, 29 Jan 1998 01:10:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <34CF5876.5D7220FB@émth.biglobe.ne.jp> 

References: <34CC7E42.74807161@mth.biglobe.ne.jp> <6akmldSn2t@newsl.scei.co.jp> <6an 
jb5$qkk@newsl1.scei.co.jp> 

NNTP-Posting-Host: 133.205.180.127 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 
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00981 


—-MESSAGE FILE 2279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000982 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 

Date: 21 May 1998 13:41:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6klau7S4p25@chuka.playstation.co.uk> 

References: <3563024f.859426@www.playstation.co.uk> <6jvklm$4p16@chuka.playstation.c 
o.uk> <3563703d.811880@www.playstation.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/3563703d.811880@www.playstation.co.uk 


rsl08@mdx.ac.uk (Robert Swan) wrote: 

>On 20 May 1998 22:15:18 GMT, West <wb6ac> wrote: 

> 

>Dont you have free Uni connection? 

> 

>yeah, but what with one thing and another, last month was 40 quid. i 
>cant afford that for anyone, not even my hamster. 

> 

>Rob :) 


My phone bill used to be $100 a quarter, thanks to the Uni its now $0 :)) 
Although my Zip disk expendature has shot up :(. 


—-MESSAGE FILE 2279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00982 


—-MESSAGE FILE 2280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000983 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Thu, 21 May 1998 18:21:52 +0100 

Organization: DMA Design Ltd 

Lines: 25 

Message-ID: <356462B0.29CBédma-design.com> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4p1l1l@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-design.com> <6klaqa$4p24@ 
chuka.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


West wrote: 

> 

> I have to disagree its hard to buy a tv without scart socket (crap Philipino 
> stuff excepted) 

> Well people like me got ********* with having to buy a scart for the 

> playstation after forking out $279 (I got mine day 1). 


I agree that it's hard to find a TV without a SCART socket. That doesn't 
get around the fact that a lot of people out there *don't* have TVs with 
such a socket. When they get around to replacing their current set, 
sure, they'll handle a NTSC only console. At this particular moment in 
time, there's still a large percentage of the population without a SCART 
socket. 
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X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBSIS&$b!<z (BPsukez $B$GS9! #2 (B 


COCOTTE wrote: 


> ¿SBS"SH!"S3SNS*S“0U8+$r=PS$S79gS&SHSoSjJSH:.FYSHS9SkS+SbS7S1S S;SsS,!"¿ (B 
> ¿S$B$=S$SN>19g$I$S&$SdS$SCS$SF<)B+$5$;$%$9S$S+!)¿ (B 


30Հ58Բ| ! J6b!KD+$*SGSGSSSC$?SsS$*SHSaSh$&$+SH; WSCSFS*S9! #32 (B 

¢$B:G=*E*SKSOB? ?t 7h=PMhS$kItJ, $0B??t7h$G7hDj$7$+$JI$$$H; W$$$^$9!#¿ (B 
éSBL>8n; TSN70$b$"$45S*S9S,L1<g<g5ASHSSS&S3SHSGG<F@S9SkKS7S+S"S5S*°S;SSSM! Ք: (B 
éSBSGSb4pK\E*SJItd, $OS_SsSJF1$89MS ($G$9Sh! #MWSO%33S%FS9SHS, $7$?SS$sSGS9!#¢ (B 


¿SBS=S$S1S$SH!"SbS$S&S9S$S0%U%)!<%i%`%j!<%s@!<S$5S$SsS$Sb8=S$1SFS/S1S$SkSOS:SGS9!# (B 
¿SBSGSOSGSO!";E;vS,8+SDS+SiSJSS ¿O (BPsuke¿SBSGS7S?!#¿ (B (TT 


Psuke 


--MESSAGE FILE 21547 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000083h 
tml.html 


--MESSAGE FILE 21548 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 

4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCUTMlLcyVGJTk1ISCROoJGpILOk 9MnEkKLCOQkJCOkKyRKGyhC ?= 
=?1so0o-2022-jp?B?GyRCUCEKSDtXJCYhI xsoQg==?= 

Date: Thu, 29 Jan 1998 01:42:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <34CF6004.57661D23@mth.biglobe.ne.jp> 

References: <34CF55E2.CDOE2ZBB5@geocities.com> 

NNTP-Posting-Host: 133.205.180.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&$b!<z (BPsukez $B$GS9! #2 (B 
Youhei TAKADA wrote: 


¿$B$3$3$K=q$$$F$$$k$_$J$5$s$0>^IJ!J6b!KIU$-$N%3%S%F%9ľ9%H; (B 

2 SBSHSSS&S$3SHSGOCSr$9$ 9SaSFSS$*S$9S, !"; ASOSMSCSHSdSMS&S<SNz (B 
¿$B2q0w$, <gBNSGSdSkSISiSTSKSb%33S%F%9SHSHSSS&7TASASISGSOSJT3 (B 
¿SB$/SFH/I=2qSH$SS&>1$SbI,MWŠ$Q@QSH;W$SSAS9!#; (B 


V V V V 


¿$B$b$A$m$s!V>^IJ$OL5$7!W$G$b$$$$$G$9!#$=$N$?$a$K!V-%>^IJ$O; (B?¿$B!W$H$7$+=q$$$Fz;¿ (B 
ESBS*S;Ss!#z (B 


¿SBS?S@!">*IJ$SJ$SIS, SGSkSh$S&SJ%3%s%F%9%H$K$9SkSH%1%Y% pee aa 
ESBSFS#SNIDSS :nII$, B?$/$GSF1"1H#S1$2 :MG=S$r$b$C$? 2M$,B?$/$GSFS$/ 32 (B 
¿SBSkSHSSS&D9=j$, $S"ŠSkH?LL!"S3S1S+Si; ero C I ¿ (B 
2 $B2C$7SK$/$/$ISk7gE@$b$" $k$H; WSSS*S9! #2 (B 


> 
> 
> 
> 


ESBS*SCS7$c$k$3SHSONIS/JI, $+$j$^$9!#$7$+$7>^IJ$, SISS$SH; 22CS7$JI$$ 2MS, SSSkSNSb¿ (B 
¿SB;v<BSQ@SH;WSSS*S9!#S3SNS"S?SjS,Hs>oSKFq$S7SSSH$S3SmSGS9SM!#¿ (B 
¢ SBKM<+?HSO>*ITJSO5$5YSaDxEY SNSbSNSG=<J, S@SH;WSSS*S9! #2 (B 


> ¿SB$=$3SG!"%M%C%$H%d%$m%$&%<SN2q0wS, <gBNSGSd$k%3%S%FS9SHSGSO!"z (B 
> ¿$B>^IJ$J$I$r=P$5$J$$$h$&$JH/I=2q$H$$$&$h$&$J>1$b9M$($?J}$, ¿(B 
> ¿SBShSSSNSGSOSJSSSGS7SgS&S+!)¿ (B 


ESBSHSKS+$/:#SOSSSm$s$J0U8+$S,$[$7SSSGS9SM! #OLEY=q$—-9~SsS@?MSbz (B 
° SBB>SN?MSNOU8+Sr8+S15P OMS ( (5, Foo oak os ns s 2 S9!#¿ (B 
¿$BM}A[$H$7$F$O$?$3$N$9$1$5$s$N$*$C$7$Cc$k$H$*$jJ>^IJL5$7$G;22C<T$,$?$/$5$sz¿ (B 
s SB=8$^8k$3SHŠr4 | BT$7$?SSSbSNSGS9! #2 (B 


Net Yaroze newsgroups message dump.txt Page 14442 
ESBSGSOSGSO! #¢ (B 


—-MESSAGE FILE 21548 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000084h 
tml.html 


--MESSAGE FILE 21549 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?GyRCJUTM1cyVGUTk1SBsoQg==?= 
Date: Thu, 29 Jan 1998 23:08:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <1998012923081lyasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


éESBH?1~$,CYS1S$*S$7$?!"SWSm%0SiS_SSS0SUS) !<S1i%S> S4!<S@!<SNz (BMr.KzSBSGS9! #¢ (B 


B 


ESBS (!<!"S*%S:S3SS%FS9SHSrITS&>eSGHSHCHESK>5G'SrSbSiS&S$+SIS$&S$+SKz 
ESBSDSSSFSO!";dSO!VI,MWSJS7!WSHOMS (S*S9!#5USK!I"!V;22C>*°S+STSKS+¢ 
éSBDs6!S7$FM_$7SS$ !WSHSSS&0UL#SGSO! ">5G'SHSSS&ShSjSO!"!VS3SSSFS9¢ 
ESBSHSASKSNSG! "225+; 22C>*S+SISKS+Ds6!S7SFLc$ (STSS$+!WSNS [$&S,SS¢ 
ESBSSSH;WSSS*S9! #2 (B 


anana 


B 
B 
B 


¿$B0JA01"%U%)!<%i%`<g:E$G9T$C$?%3%s%SF%S9%SH$K4X$7SF8@S(SP!":G=iSO; (1 
ESBFCSK#S#CHESKUS 9pSOS7TSFS*S; $s$G$7$?2$, 1"ՏչՏՇՏԻՏ/ՏՏՏՏՏ21ՀՏ`Տ,ՏՀչ (B 
ESBSmSCS$?SNSG!"2?7SHS+SISiSTSSS+SISHSSS&OUL#SGS3SA$i$+Si@<Sr$+$132 (B 
ESBS*S7S?! #2 (B 


ա 


¿SBSHSjS"S(S:!"018@SGS7S?!#¿ (B 


program ¿$B%U%)!<%i%`%j!<%@0!<¿ (B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21549 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000085h 
tml.html 


--MESSAGE FILE 21550 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 

6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1is0-2022-jp?B?UmU6IBskOQiUzZJXMLRiU5JUgkaCRqSC9IPTIxICwkICQkIJCskSiQhGyhC ?= 
=?iso-2022-jp?B?GyRCJEg7VyQmI SMbKEI=?= 

Date: Thu, 29 Jan 1998 23:48:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <6aq58eSf7@newsl.scei.co.jp> 

References: <34CF55E2.CDOE2BB5@geocities.com> <34CF6004.57661D23@mth.biglobe.ne.jp> 

NNTP-Posting-Host: 210.132.191.137 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#SH#A#T!S$GS9!#; (B 


Psukez $B$5$s$b=q$$$F$^$9$, !">*Idz (8(2586Եչ (B) gSBSO%*S*S1S_S?SSSI%b%SSGS9! #2 (B 
éSB<B8=S$7S?SHS7SFSb!"S=S1SrL\EvVSFSK%0%S%5%S+2?MS, -ՑՏ՞ՏեՏիտետմ: (B 

¢ SBOK2ZZSISbHSNSGSOSTSSSGS9z2 (B (^^; ¿$ŠBJ70O5$E*$K$O%S4Sk%U%S3%Ss%ZE*S$J; (B 
ESB46S8SGS7SgS&S+! #; dSOS4SkSUS7S?; VSISSSGSOSISI! #2 (B 
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2 SBS3SN70SNG@'Hsz (B (¿$B$= — ՅԱՆ ee b%s$8$c$J$$$1$I¿ ¿S$B$O$S*$$$H$$$FP!"¿ (B 
¿S$B8=<BLdB3j$H$7$SF!">*IJ¿ (8(2586Եչ (B s o ss h nz s $1$iSr=8$az (B 
{$5929 janG05755790819189"9I91908 /508]5" S&STERS, SASGSCSH:SSCS?3 

;SBSHS3SmSG59! #2 (B 


ESBSS%Sd! "JLSKS=SNC/S+S, 3M333PSPS9SkSs$8ScSISS$+$H$+?4G[S7SFSk¢ (B 
zSBLUS8Sc$ISSSS9C89Sh. ( (B (^^; egSB8D?MSKS=S&S$S&<j4VSr2!S7IUS1ISKSNS, ¢ (8 
ESBFQE@S@SIS!SH! #2 (B 


¿S$ŠB%W%1%<%s%H8r49<0$K$$$-$J$j<u>*<T$KAwŠk$H$$$&<j$b$"$j$%$9$,!"¿ (B 
¿SBS3$1$@SH$S+*S$S@SbSiSCSFS$JSSS+SiS$SCSF:EBSSDS7SK$/SSS7¿ (B (^^; 


¿SB$=$NJU$+$i9M$ ($?$i!"H/I=2q7A<0$NJ}$,!"2?$i$+$N<jCJ$G<g:E<T$r; (B 
¢ $BMQOU$7$F$=$N?M$NZZ!<%8$G%j%s%/$rE=$k$@$1$G: (B (¿$B$b$A$m$s¿ (BYJZSBSGSbNISS 3 (B) 
¿ $B<B8=$G$-$k$N$G4JC1$G$O$"$J$^$9$M!#¿ (8 


(^-^)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 21550 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000086h 
tml.html 


--MESSAGE FILE 21551 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?i1so-2022-jp?B?GyRCUF4kSCRhGyhC?= 

Date: Fri, 30 Jan 1998 09:26:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <34D11E34.E029306Beémth.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.180.120 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


¿SBSIS&Sb!<; (BPsukez SBSG$9! #2 (B 
ESBS*SHSaSFS$_$*°S7$?!#SHSSSCSFSbMeNSS$7S$?S@S$15G6S9S, !#¿ (B 


¿SŠB-!BgS-$J%S3%s%sF%9%SH$+>.S5$J%S3%s%$F%9%SH$+!#; (B 
¿SB>.S5SJ%3%s%F%9%HSG7hDJSGS9SM!#S?S@S7!"H/I=2qSHSSS&0U8+SbS"SjS2AS91#¿ (B 


¿SB-"SISsSJUFbMFSr6%S&SNS+!#¿ (B 
¿SB%2!<%` ! !MnSAJ*!"=iSaSFSN;22C:nIjJ¿ (B 


¿S$B-#DySaQ@Z$3j$O;¿ (B? 
2,3¿SB%sv7ne (B 


¿$B-%>^IJ$O; (B? 
ESB?*=Q7t | "SFS1S+4!"SS1<Sk7t | "SQSASSS3SNS4!<312 (B 
¿SB;22CHqSr¿ (B500¢SB1_J, SN?*=q7tSHS9Sk! #2 (B 

ESB>*IISIST! #2 (B 
SCEI; SBSKMWK>2 (B 


¿S$B-&?3::0wS$O¿ (B? 
éESB2q0w! "Hs2qow!"¢ (BSCE¿SBSNJ) | 'CxL>$JJ)!";22C<T;¿ (B 


¿$B-'$J$<%3%S%F%9%H$,$7$?$$$+; (B? 
2 SBSMSCSHSd$m$6$<SwWsms8s'S/SHSNOLAXSN3h@-2=$r?*Sk3z (B 
¿SBShS3j8zN(E*$J%21<%`%"%$%G%"S$N8r49SN>1$rDs6!$9Sk¿(B 
¿SBLNI8S,S"SkSH%b%$N:nSj$K%šQ%šo!<$,=PSk$N$G!"S=S$SNS?SaSGS9!#; (B 


éESBOJ>eSGS9! #2 (B 
Psuke 


—-MESSAGE FILE 21551 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000087h 
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tml.html 


--MESSAGE FILE 21552 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJF4kSCRhGyhC ?= 

Date: Fri, 30 Jan 1998 10:39:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 55 

Message-ID: <34D12F56.AFDC9867@mth.biglobe.ne. jp> 
References: <34D11E34.E029306B@mth.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.180.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&$b!<z (BPsukez$B$GS9! #2 (B 


> ¿$B-!Bg$-$J%3%s%F%9%H$+>.$5$J%3%5%F%9%H$+!#z (B 
> ¿$B>.$5$J%3%s%F%9%H$G7hDjŠG$9$M!#$?7$@$7!"H/I=2q$H$$$&0U8+$b$"$j$^$9!#; (B 


2$B%3%S%F%9SHSHS$$& TAS r<h$C$?>19g!"$3$3$K=PE8$7$? :nIJSOB>$N%3%S%F%9SHSK=P$; ¢ (B 
— ԱԱ re anes nIJ$O1~Jg¢ (B 
ESBS, 2DG=SHSoS6SoS6=qSSSFS"SjS%“S7S?SM!#¿ (B 
¿SBSHS$S$&S3SHSO4|8BIUS-H/I=2qS$NJ)S,SSSSSNS+SJ!# (B 


> ¿SB-"SISsSJFbMFSr6%SS&SNS+!#¿ (B 
> ¿$B%2!<%` !"MnSAJ*!"=iSaSFSN; 22C:nIJ¢ (B 


¢SBSF!<%*Sr7h$aSkSNSbLLGr$$S$G$9SM! #$"SH! V=iSaSF:n$C$?:nIJItLg!WSOS<SRS$[$7¢ (B 
¿SBSS!#SbSASmSs<+8J?=9p@)SKSJSkSGS7SgS&S, 144 (B 


> ¢SB-#Dy$a@Z$j$Oz¢ (B? 
> 2, 3 SBS ving (B 


¿SB3+:ES9SkSJSiSSSDS*SGSCSF7hšaSAScSSS*S7SgS&Sh!#¿ (B 


¿SB-%>^IJ$O; (B? 
¿SB?%*=q7t!"%F%$1%+!|"S$S!<%k7t!"SQ%SASsSS3SNS+!<%I¿ (B 
¿SB;22CHqSr¿ (B500¢SB1_J, SN?*=q7tSHS9Sk! #3 (B 
ESB>*IISIST! #2 (B 

SCEIz SBSKMWK> 3 (B 


V V V V V 


¿SB%SQOSASs%$3SNS+!<%$T1; (B?  SB$SOSASs%$3SN6LSO3NS+>yEO6X; _$G$7$?$N$M!#%+!<%I$ONI$Š$NŠ+¿ (B 
ESBST! #$3$1S$08e$+SiSGSb7hSa$1$=S&SGSISM! #8D ?7MSGSd$k$H>*IJISN<u$1E0$7$K¢ (B 

ESBLABIS, S"SkSNSGSOSHSS$SS&0U8+SbS"SjS*SISNSGS8SC$/$j8!FSSNI,MWS"SjSGS9O! #2 (B 
E$B>*IJSOB>SN?MSNOU8+SHSSSESNSHS"SjS*S9Sh! #2 (B 


> :Տ8-ա23::0աՏՕչ (B? 
> :582զ0ա) "Hs2q0w!"z (BSCEZSBSNJ} !"CxL>$JJ}!";22C<T3 (B 


ESBCxL>$JJ}$0Oz (BSCEI;¿$BMM$rDL$9$+CN$Jj9g$$$G$=$&$$$4&J}$, 5 ԱԱ ՈԱԱԿ tee 
¿SBSHSSS&SNSOSSSSSGS9SMI!#; 22C<T$@S1S$HŠ$S&OUL#S$SGSOSJ$Š/¿ (B 
¿S$B;22C<TS$SK$O?3::$r$9Sk5AL3S$SrM2$ (S*S7Sg$&! #2 (B 


> ¿$B-'$J$<%3%s%F%9%H$,$7$?7$$$+; (B? 

> ¿SB$M%*C%*HSdSmSsS<sW*m%8%'%/*HŠNO1AXSN3h0-2=Sr?*$k¿(B 
> 

> 


ws 


¿SBShSj8zN(E*SJ%2!<%` S"SSSGS"SN8r49SN>1SrDs6!S9Sk¢ (B 
TSBLNI8S, $"$k$H%b%N:n$j$K%Q%o!<$, =P$K$N$G!"$=$N$?$a$G$9!#¿ (B 


Mr .Kz$B$5$s$+$iz (BSCEI¿$BMM$N>5BZz$O$$$i$J$$$H$$$&5.=E$JO0U8+$rD:$-$^$7$?$N$G; (B 
¿$B-'$OI, MW$, SIS/STISCSFS7S*SSS*°S75?!#S4SaSsSIS5S5! #3 (B 


¿SBEjJ9F@h!"4IM)<TSJSIS*“SQ@SSSmSSSm7hSaSJS1S1SPSSS1SJSSS3SHS,;DSCSFS S9S,¿ (B 
¿SBSRSHS*S:DySaQ@ZS$SjSO7hSŠSaSl$S=S$S&SGS9SM!#¿ (B 


¿S$BSGSO$GSO; (B 


Net Yaroze newsgroups message dump.txt Page 14445 
Psuke 


—-MESSAGE FILE 21552 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000088h 
tml.html 


--MESSAGE FILE 21553 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000008 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 31 Jan 1998 14:56:47 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 81 

Message-ID: <6ave3fS6eh@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.135.67.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #3 (J 


¿$B-5¿ (J ¿$B!V?J2=%7%_%e%1!<%?$N¿ (J Echo¿$B!W¿ (J 
ECHO¿SB<+BN¿ (J ¿S$SBS$, SoS+$9iSJS+SCS?!&!&!#¿ (JLIFE GAME: SBS$_$?$$$J2 (J 
¿S$B$b$s$G$7$g$&$+!)¿ (J 


¿$B-6!VGZAv$7$J$$%1!<%9%2!<%` !W¿ (J 

¢SB8rDL% Re ee ԱՂՆ ՅՆ 
2 SBS=SN% ee 
PSBAVSK! "5 ( (F'SJ=BBZSNC£ES$r%/SiSC%7SE3P8gSGAVSkSIST!"$+SISjJLLGrS$$SbSN$, ¿(J 

éSBSGS—-S=S&SGS9!#SHS/SK!"z (JDungeon Mast erg SBSNShS$ & $K6h4VEDSN$ 9S YSESN<VSde (J 

éSB>c3270* SNFOS-Sr7hSaSFS*S1SP!"<BSOS3SN%k!<SHSGSSS1SP%M%:%_<hS$4jS$r%/35S"3E (J 

ESBSGS$-S$k! *STSTSN%Z0%6SbS?SNS7SaS=S&SGS9! #2 (J 


éSB-7!VOBIWSNS7%_%SeS1!<%S7%SqgSSS2!<S*° IW (J 
ESBSSS*SSSAGS3&40S, SoS+SiSJS+SCS?!#SbS&SASgSCSH$S/SoS7%$/!#¿ (J 


¿$B;M!V3JF.%2!<%`¿ (J + RPG¿$B!W¿ (J 

ESBSWS1!<%d!<s, BP S/S TSGSSSTTND IS TSES+S1<BITSISkS*$G; ~4V: 98, $"$j!"z (J 

2 SBS=SN4VSKE (3-%c%i$dz (J NPC ¢SBS,F0$/!"SHSSS&%7%9%SF%° SOFCSKDAS7S/SISS46S8, ¢ (J 
E SBS"SKSNSG! "SIS&AHS 9g$0$; $k$+!"$I$&=hM}$9$k$+$G<B83E*@-3J$, $GS=SE! #3 (J 
ESBS=SNIUSr>\S$7S/! #2 (J 


¿SB8“!V$*$*S+$_0iSF%2!<%`!W¿ (J 
ESBS3S1Sb1"SIS&S=S@SFSk$t!) SHSSS&Itd, !"$I$Ş&O"7H$5$; Sk$t+!) SHSSSCS?Itd,$, é (J 
¿SB$S+SJSaSGS9SM!#¿ (J 


¿ $BA4BN$rDL$7$F8+$?$i!"<V$N$, LLGr$=$&$G$9!#4XE1$K$*=;$$$G$7$?$i!"¿ (J 

éESBEL5~¢ (J12¢SBSA%Sc%s¢z (UTV¿SBSN2PMK?<Lk¿ (J2:55¢SBS+SiSN; (JD-LIVE; SBSrS4MwSKSISkSH%S% 
a!<%8$,¿ (J 
¿SBM/S/S+Sb5781528S;Ss1!#S"S"SSSç&463PSN!"F|KN?MSNSI%iSS%SS%s%0%2!<%`Sr:nSCSP; (J 
ESBS_$?S+SCS?SNSG! "S=SNJUS, KMSNSH=ESJS4S*°S9SM! #3 (J 


éSB=PS5$1$CSOSISTS$GSO0-SSSNSGKMSNSb4vSDS$+! #2 (J 

¢ SBKMSN3"%S%SG%"S0! "GyA3SHSF!<%*S@S1S"SCSF!"<B8=J}K!SrLO:wS9$k%Q%?!<%sSGS9! #2 (J 
¿SBSb$S&¿ (U5¿$B!A;¿ (J6z$BG/00>e$b8+SDS$+S$iSTISSSbSNSbB?SSSGS$9! #S3S&SSS&ESNSOH/A[S,Bg; ve (J 
2 SBSGS9SM! #SHS 48" ($:B>2MS, $d$J$= S&SDLSOSSI*Sd!"SdSiS1SFS7S*°SCS$?SbSNSb¢ (J 
¿SB$U$/$a$F4v$D$+=q$-$^$9!#%4%=%4%=!J%"%$%G%"D"$r$"$5$k!K¿ (J 


¿S$B-!%*%K%$e%"%k%*%C%T%s%0¿ (J 
¿SB%$*1<%$H%$*%C%$T$s%0SKBP93S7$?$bSN!#; (JRPG SBSISISGSWS1%$%d!<S, ՀԻՄ, $G=q$-9~$s$G¿ (J 
¿$B N nSCSFSSS$/!#%U%) «ՏԱՏ (SGSH#S?7SA! "ItT, $383T!<!"3,AX9=BSSIST!"S°SC3TS82 (J 
¿SB%S0Sr¿ (J 

¿SB2wE, SK$9Sk$?$SaSN%$D!<%k$,=E;k$5$1$FSSSk!#STISASiS+$SH$S$S&S$SH!"%$2!<%`%/%Sj%"Sh$Šj¿ (J 
ESBSb!"SIS1S@S1H~$7SS$S*°3C3WS, :n$l$k$+3Z$7$`$?$a$N%$2!<%`!#3Z$7$=$S&!&!&!*¿ (J 
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2 SB-"0-FA@/<#2HSXSNF; ¢ (J 

ESB2qCL!"@SO@A* :n!"3S30G[N8!"SosSsm!"0';"!"EzI[!JHk=q$NO1B8!"5-21SKSIS7!Kz (J 
ESBSISISISI! #FCSK?7I9SdA! "2 (JTVzSB!"; (;oSr;HSCS?@SO@A* :n$, LLGr$=$&!#$^$?!"; (J 

2 SBBgS$-SI%S$%Y%SSH! JLn5e!"S5%SCS4+!<!"K| Gn! KSd!";v7o!J1x?&!"ND4| !KSTST$r5/$3$9¢ (J 
E$B3?%S%_S3sS0$SrSOS+$j!"DLSISKS/SS$K!0FSrDL$7$?$ j!"L\E*SHS9Sk;Vv7oSt+SiL\Sr$=Sis$5¢ (J 
¿SBS;S?Sj!#B>?MSN%S9%-%c%s%@%kšb!"S3SASiSNMW5aSrDL$9S?SaSN<jCJSKSJS$SCS?Sj!"¿ (J 
¿SBCg4VSH8+S;S+S1SkS?SaSN%M%S?SKS7S?S3j3!#GIH693AhS$SbBg;v$@SJS"!#;¿ (J 
¿S$B0U30SH2=$1SkS+SbS7S1SJSS4k2h!#:#:nSCS?$Si%S&%1S=S&!#¿ (J 


¿$B-#Lr3d$rl1i$8$k%2!<%`¿ (J 

¿SBKNEv$NOUL#$G$SN¿ (JRPG SBSGS"Sk!#3F!<%V%k%H!<%/SK6aSS!#NcS ($P!"$*6b$,Mn$A$F¿ (J 
ESBSSSkKSHS9Sk!#<+J,$,53;NSGS"S1SPSMS3SPSPS$9SkSNS$053;NSNB: 87$r1x$9S3SHSKz (J 
ESBSISk! #L*OQ@S7S9SF%° >eSMS3SPSPSGS-SkS, ! #2 (J 

ESBS*S?!"ESK@SGS"S1ISPS?SHS (SWS1SS%dS,=&S$$?$/SIS/SFSb=&SoOSTS/SFSOSTSISISS! #3 (J 
ՀՏՑՏՁՏ՞Տ)1"221ՀՏ՝`-ՇՏՇՏՕՏՄՏՏՏԱ-հԱՅՏԵՏՄՏՏՏ, !"S$S-—SaSiSl$S?Lr3d$Sr<B9TS9SkS3SHSr¿ (J 
é$B3Z$7$a$k%2!<%* SKS9Sk! #!TISSSCS?SSSTSE&SASKSSS@!) ոչ (J 


¿SB-S$S¿ (JU2D¿ SBSN%m%$C%/%*%s%7%Se!<%$F%S#%s%0¿ (J 

SEGA¿$BS$SN%"$SU%?!<%$P!<% J!<$r$d$C$F$$$F!"%m S ն 

E SBSP%PSPSHSM%SC%/%*SSS7TSFS; EOR $, $($i$I1$J$$$+$J!A!W$H9M$ (SFSSS?¢ 
éSB4k2h! #3/S=!<1[S5S1$?! #2 (J 

2$B$?25@ !"SPSPSPSH%mMsC%/%* SSS 7SFOLEYSKS; SSLG$9$k32Z57$_!"%m%C%/%*Ss¢ (J 

E a rien s Ն. S%U%)!<%9!1"%$1%$%9%H!1<%`$SGSO46S8SiS1$J$+$CS?SNSGe (J 
¿S$SB!J$J$SsS$S+%?%Si%?%i$CS$SF%+%$ P $1%2!<%`2=S$9SkSDSbS3j!#¿ (J 


¿SBSIS&SGS7SgS&S+!)¿ (J 


¿ŠB#TEP#M!S#CHO: (7 ¿ŠB#S#ORF#T; (J ¢eSBEWHOFREKHES: (J ¿ŠB#1#94#94#8: (J. ¿ SŠB#J#A#N:¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co.jp/~ chu02331 

ESBEM#S#XHG!VS2SmMSFSH#S4+! &SV!<SISS!<! WHI (J/31¢SBDLHN3+; 02 (J 


-—-MESSAGE FILE 21553 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000089h 
tml.html 


--MESSAGE FILE 21554 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJUF4kSCRhGyhK?= 

Date: Tue, 03 Feb 1998 02:07:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <éb4vahScsq@newsl.scei.co.jp> 

References: <34D11E34.E029306B@mth.biglobe.ne.jp> 
NNTP-Posting-Host: 202.231.136.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34D5FD29.680A@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9! #3 (J 

Psuke wrote: 

> ¢SB-!Bg$-SI%3%S%FS9SHSt+>. Ա SSSFSOSHS+! #2 (J 
> ¿SB-"SISsSJFbMFSr6%SS&SNS+!#¿ (J 

> ¿SB-#DySaQ@ZS3j3SO;¿ (J? 


¿$B!!4]$D$-?t;z$+%m!<%^?t; WS&SsSGS9S, !"¿ (JWindows;$SBOJ30$GS0; (J 
¿S$ŠB!!$*“S$SHSb$K8+$ ($*S;Ss! #2 (J 


2581 !S&SAS@SH! "2 (Մ(2Տ58Բ | չ (J) ¿$B!";¿ (J (¿$B7n¿ (J) ¿SB!"¿ (U (¿SB2P; (J) ¿ŠBSH8+$ (S*S9! #3 (J 


—-MESSAGE FILE 21554 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000090h 
tml.html 
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--MESSAGE FILE 21555 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 3 Feb 1998 16:30:14 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 140 

Message-ID: <34d743f8pal71@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fS6eh@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.226.28.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6ave3f$S6eh@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>TPM.COzSBSGS9! #2 (B 

> 

>2SB".2(B ¿$B!V?J2=%7%_%e%1l!<%?$N¿ (B Echoz$B!Wz (B 

>ECHO¿SB<+BN¿ (B ¿S$SBS,SoS+$SiSJS+SCS?!&!&!#¿ (BLIFE GAME¿SBS_S?SSSJ¿ (B 
>¿S$BSb$s$SG$S7$SgS&S+!)¿ (B 


¿SB?M9)@8J*SK%S2%SNS`Sr;)S?S;! "Q@8J*SNQ@Q8B8>r7oSrM?S (SFSISNShS&SK?J2=¿ (B 
¿S$B$S9$Sk$+8+$k%D!<%k$i$7$S$G$9!#¿ (81993 ¢SBG/@=SHSASgGSCSH8ESSSGS9S, !" (B 
¿SB%$=1<%S9$,8x3+$5$1$SF$SS2S9!#; (B 


¿SBS$S%“S"!"9u¿ (B PS ¢SB>eSGSIS$S3$*SG%"%S+%G%_%C%/SJOCBIS$,07$ (SkS$S+¿ (B? ¿SBSHSSS&¿ (B 
ESBOUL#SGSN! V<B83!WSGS9! #2 (B*%; 


>¿$B".!VGZAv$7$J$$%1!<%9%2!<%` !We (B 


>¿$B8rDL%k!<%k$r<i$j$D$D!"L\E*CO$X$H$$$8&%3%s%; SWSHSG==J, 4k2h2DG=$G$7$g$&!#¿ (B 
>2 SBS=SN%k!<SkSHSSSESNSbD!"84+SDS+S1S5PH3B'!"SHS+!"S"SkKDxXEYSN@ZIdSr3P8g$7SF32 (B 
>¢SBAvSk!"; (F'SJ=BBZSNCES$r%/%1%C%7%e3P8gSGAVSkSJSI!"$+SISjILLGr$SS$b$N$, ¿ (B 

>¢ SBSGS-S=S&SGS9!#SHS/SK!"z (BDungeon Master: SBSNShS &$SK6h4VFbSNS 9S YSFSN<VSdz (B 


>¢$B>c32I*SNFOS—-Sr7hS$aS$FS$*S1SP!"<BSOS3SN%k!<SHSGSS$1$P%3M%:%_<h$jS$r%/SjS"¢ (B 
>¿SBSGS-Sk!*SJSISN%SoSs6SbS?SNS7SaS=S&SGS9!#¿ (B 


o ¿$B7h$^$C$?; ~4V$K%Q%H%+!<$dGr%P%$$,=qd2s$7$F$$$k¿ (B 
օ ¢SBN"F; S*SCSWSr6n; H$S9Sk; (B 


é SBSHSSS&SHS3Sm$*SGSOI9MS ($*$7$?! #2 (B 
éSBS*$?!"CLSKL\E*COSK9TS/!"SHSSS&S@S1SGSIS/!"S_SCS7%GSSSrM7S (Sk¿ (B 
¿SB!JNcS ($P!"J#?t$N%; !<S3kS9@hSrK, Ld$9Sk! KSNSHSSSSS$+Sb!"3 (B 

¢ SBSH; WSSSOS8SaSFSSS*S9! #2 (B 


>2SB".!VOBIWSN%S7%_%e%1!<%37%g%S%32!<%* 11: (B 
>¢SBSSS$*SSSA@S3&40S,S0$+SiSTS+$C$?!#SbS&SASGSCSHS/SoS7S/! #2 (B 


ՀՏ8Տ3Տ51Տ5ՕՀՅՏՕՏ [SHSsSIFbMFS, 7h$*SCSFS*S;S$s!#SIS&$7SFSb;: (B 10 ¿S$SBG/A0OSN¿ (B RPG ¿SBSH; ( 
B 
¢ SB; wS ?SbSNSKSISCSFS7S*SE! #2 (8՞՞չ 


>¿$B;M!V3JE.%2!<%`¿ (B + RPG¿$B!We (B 

>¿SB%SWS1!<%d!<$, %"%/%7%g%s$r7hDj$7$F$+$i<B9T$9$k$^$G;~4V:9$,$"$j!"¿ (B 

>¿ $B$=$N4V$KE (%-%c%i$dé (B NPC ¿$B$,F0$/!"$H$$$&37%9%F%` $OFC$KDA$7$/$IJ$$46$, ¢ (1 
>¢SBS"SkSNSG!"STS&AHS_9gS0$;$kS$+!"STS&=hM}$9$k$+SG<B83E*@-3JUS, ՏՇՏՀՏՃ | #2 (B 
>¢SBS=SNJUSr>\$7$/! #2 (B 


ա 


éS$BS3$1$r=q$$$?;~SKF,SKS"SCS?SNSO! "H~>/=w2>LL%] S0SH%jSsSGS9! #2 (B 
¿SBS"SN!"%9%m!<$J%"%/%7%g%sS$Sr463PS$SrSIS&SdSCSFI=8=S$S9SkS+S,LdB3j¿ (B 


¿SBSGS9!#:#9MS (SFSSSk%7%9%F%` SN35N, SOS3SsSJ46S8SGS9! #2 (B 


(1) ¿SB%s$W%l1!<%d!<$, !"9TF0O0S$Sr;X<(S$9Sk!#==;z%+!<%=%Sk$JSISGD>@N;XD3jS9Sk¿ (B 
¿SBS3SHSbS$S"SkS$S71"%3%%“%s%$IF—-NOSJSISG;X<(S9SkS3SHSbS"Sk!# (B 
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(2) ¢SBE(%-%c%i!"z (BNPC -SBSN9OTFOSO!"2?SiS+SN7ASG7hS*SCSFSSSk! #¢ (B 
ESB! INCS (SP! ">o0$KeWs1!<%d!<SrGX8e$+$iSD$1$*SoS9SISI! Kz (B 

(3) z¢SB%W%1!<%d!<SN9OTFO; X< (FbMFSKShS$j!"7P2a$9Sk; ~4VS, ThS*SCSFSSSk! #2 (B 
¿SBE (%-%c%i!"¿ (BNPC ¢SBSOL\I8SKBPS9Sk9TFOSr! "S35N; ~4VSN4V9OTSE! #3 (B 

(4) ¢SBE(%-%c%i!"z (BNPC 2S$BSO!"S3S10J030SNJ}K!SGSO9TFOS7SISS! #3 (B 


¿SBA4A3%"%$/%S7%g%s%2!<%`SGSOSJ$$S$SGS9S, !"2hLL>eS0; (B (2) ¿SŠBSH¿(B (3) ¢$B$,F1;~$K¢ (B 
ESBS"SK%Sa!<B7SGSSS9SKS?PSa!"S"S/S7SGSSSISKSHSE&SKB+S (S*SO! #3 (B 
éESBSW%1!<SdSNH?1~; ~4VSHSOFHN) SK9TFO0S9SKkKSNSG!"!V%$9%Sm!<S$SJ%"%/%7%Sg%s!W¿ (B 
¿SB$C$]$/8+$ (SkSNSGSOSITS$$+$H4|BTS7SFS*S9! #3 (B 


¿ $B<c$$ ?M$KS$OJ*B-$ jSJI$$$+SbCNS1SI$S$$GS9$, !"S7SkSP!<;T>1SN3+Bs$rF, ՏԱ: (B 
s SBOR6ySKS5*SSSFS$$* $9!#¿ (B 


>¿$B8^!V$*$*$+$_0iŞ$ŞF32!<%` !We (B 
>¢S$B$3$1Sb!"S$IS&S=S@SFSkS$+!) ՏԱՏՏՏԵԼԵՄ, !"$I$&O"7H$5$; $k$+!)$H$$$C$?ItJ, $, ¿(B 
>¿$BS$S+SJSaSGS9SM!#;¿ (B 


ESBS=SESTSsSGS9SH! #S*S*S+S_ SNF, SNSHS7S$"S7!"3MJ*SKBPS9SkKH?1~!J9TFO!KSr3z (B 
¿$B4JC1$KI=8=$9$k%b%G%k$, ST$+$I$+8+S$DS4+$5S*S$;Ss!#z (B 


>¢ SBA4BNSrDL$7$F8+$?Si!"<VSNS, LLGr$=S&SGS9! #4XE1LSKS*=; SSSG$7$?Si!"¢ (B 

>: SBEL5~z (B12;  SB$šA%Sc%s¿ (BTV; SBSN2PMK?<Lk; (B2:552SB$+SiSN; (BD-LIVE; SBS r$4MwSKSJSkSH3%$ 
%a!<%8$,¿ (B 
>; SBM/$/$+8b$7$15$°S; $51 #$"$"$$$8&463P$N! "F | K\ 2MSNS13i%$%S%s%082!<3° $r:n$C$F; (B 
> $B$_$?$+$C$?$N$ŠG!"$=$NJU$, KM$N$H=E$J$J$^$9$M!#¿ (B 


¿SBF|KN3$B&$SK$O%F%1%SF15-7OSN615, a (B^^; 
¿SB$$$/$D$+$NHVAH$0O0?2hJ|1G$7$F$^$9$1$I; (B.. "e 
*SB<B2HSK5"Sk5!2qS, S"SCS?Si%AS'SC%S/STSFS_ Էջ S9!#¿ (B 


> 
>¿SB=PS5S1SCSQSJS7SGSO0-SSSNSGKMSNSb4vSDS+!#¿(B 
>¿SBKMSN%$"%$S%$G%"SO! "GyA3SH%sF!<%%“S@S1S"SCSF!"<B8=J)K!SrLO:wS9Sk%SQ%S?!<%sSGS9!#¿ (B 
>¿SBSbS&¿ (B5¿SB!A;¿ (B6¿SBG/0J>eSb8+S$DS$S+$iSJSSSDSNSbB?2S$SSGS9!#$3S&SSS&SNSORH/A[ŠS,Bg; véE ( 


B 
>¿SBSGS9SM!#SHSjJS"S (S:B>?MS, SdSjJS=S&SbL5S$SSJ*Sd!"SdSiSl1SFS7S Ree ores 
>éSBSUS/SaSF4vSDS+t=q$—-S*S9!#S4S=S4S=! IS"SSSGSE"D"Sr$S"S$5Sk!Kze (B 


> 
>¢SB".S°SKSeS"SkS°SCSTSSS0¢ (B 
ee ՆԵՆ (BRPG¿SBS$SJ$ISG%W%$1%SS%d!<S$,<+J,S$G=q$-9-$s$G¿ (B 
>¢SBS*SC2WSr: nSCSFSS$/!1#%5U%S) SSSH%S (%$G%#%?$d!"ItJ,%3%T!<1"3,AX9=BSS$J$I!"%*%C%T%s¿ (B 
>¢SBs0Srz (B 


>¢SB2wE, SKS9SkS?SaSN%SD!<%kS,=E; kSSS1ISFSSSk! #SISASiS+SHSSS&SH!"S2!<3° S/S5IS"ShS74¢ (B 
>~SBSb!"SIS1IS@S1H~S7SSS*°SCSWS, :nSlSkS+3ZS7S`S?SaSN%S2!<%` !#3Z$7$S=S&!&!&!* (B 


¿SB%A%C%WSr7zC[J*$@SH;WSCSFG[CV$9$k%S%a!<%8SGSSSSSG$7SgSsS+¿ (B? 
ESBS*S?!"3 (BRPG ¿S$SB%SDS/!<%k%7%j!<%S:SHO[SJSkKSHS3SmSOSISsSJSHS3Sm¿ (B? 


>¿$B".0-FAQ/<#2H$X$NF; ¿ (B 

>¢SB2qCL!"@SO@A* :n!"3$30G[ Sh een liam ՈԱԱԿ ԱՆ ՅՅ: 
>¿$SBSJSISJSI!#FCSK?7J9Sd!"¿ (BTV¿$B!"; (;o$r;H$C$?@SOQA`:n$,LLGr$=$&!#S*S?!"; (B 
>; SBBg$-SI%S%Y%s%H! JLn5e!"%5%3C% ¢1<!"K|Gn!KSd!"; Googie a caste À ont 
>2$B%?%S%_Ss%0Sr$O0$+$ 4! "DLSISKS/SSK! 0FSrDL$7$?S4!"L\E*SHS9Sk;v70$+S$iL\$r$= piece 

>¢SBS;$?S4!#B>?MSN%9%—-ScSSSSkSb! "S3SASiSNMW5aS$ rDL$ 9$?SaSN<jCISKSISCS?7$4!"2 (B 

>¢~SBCgG4VSH8+$; $+$1S$k$ ?SaSNSM%?SK$7$2$ 4! #GIH693AhSbBg; vS@SIS"! #2 (Ց 

>¢ $B0U30$H2=$1$k$+$b$7$1$J$$4k2h!#:#:n$C$?$i%&%1$=$4!#; (B 


¿SBSSSSSGS9SM!#S&SA8-S-SKSJS3jJS$SdS9SSBj: SGS9S1SI!"<+J,S,;E9-SsS@¿ (B 
¿SB%M$?$,JsF;HVAH$GJ|1G$5$1$SFGIH6NO3XS$SK1F6A$rM2?S ($k$H$+!"5U$K; (B 
2SBS9%-SCSSSA@SkKSK4, $-9~$^$1$?7$i=54); o$N5-<T$KDI$$$+$1$^$0$5$1$k¿ (B 
ESBSHS+!"S437SCSWSr39SQSSS9SHSTSFF~S1ISKSHS*SbS7Sm$/SISk5$S,S7S$*°S9! #2 (B 
£$B!J@8!9S72a$S.SkS$+¢ (82258185. (B 


>¿$B".Lr3d$rli$8$k%2!<%`; (B 
>; SBK\EVSNOUL#SGSNz (BRPG2 SBSGS"Sk!#3F!<%VSkSH!<%/SK6aS$!4#NcS (SP! "S$*6b$,MnSASF; (B 
>¢SBSSSkSHS9Sk! #<+J,$,53;NSGS"SI1SPSMS3SPSPS$9SkSNS053;NSNB: 87Sr1xS$9S3SHSK¢ (B 
>¢SBSISk! #L*°O@S7S9SF%S*° >eSMS3SPSPSGS—-SkS, !#¿ (B 
>¢SBS*S$?!"ESK@SGS"S1SPS?SHS (SW%$1%S%d$,=&SSS?S/SJS/SFSb=&S$SoSJS/SFSOSJSiSJSS!# (B 
>~SBSD$*S$4!"%$2!<%S* >eSGSOSJSSSN=hH3SbSISSS, !"$-$a$i$1$?Lr3d$r<B9T$9$k$3$H$r;: (B 

S$ $B32Z57SaSk% 2!<%` SKSOSK!#!TSSSCS?SSSTS&SdSkSs$@!) !Kz (B 


2 SB!IVSWSiSSSI!JT!aLr3dEY; (B?z2$B!K!WSHSSS&S%O%i%a!<%?2S,$"Skz (B RPG ¢S$BSGS$9SM! #3 (B 
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¿SB$&!<$s!"%9%?%s%I%"%m%s%7%9%F%`$G<B8=$9$kS$SN$OFq$S7$SS$+SpCN$15SJS$SS!#; (B 
¿SB%SM%C%H%o!<%/8-S-SN4k2hSGS9SM!#¿ (B 

>¿$B".¿ (B2D 2 SBSN$Sm$C%/%$*%s%7%e!<%F%#%s%0¿ (B 
>SEGA¿SB$SN%$"%US?!<%P!<%J!<$r$dSC$FS$$SF!"%Sm%$C%$/%*%s$NFqS7$5$K!V$bS$SCSH4JC1SK; (B 
>¿SB%$PSPSPSH%Sm%$C%/%S*%s$7SFS;SsLGS$S9Sk3Z$7S_$, $ ($S1i$S1SJSSS+SJ!A!WSH9MS (SFSS$?¢ (B 
>¿SB4k2h!#%/%=!<1[$S5S$S1S?!#¿ (B 
>¿$BS?SQ@!"%$P%S$P%SPSH%m%$C%/%*%s$7$F01EFEYS$SK$Š;$sLG$9$k3Z$7$_!"%m%$C%/%S*%s¿ (B 


>¿SBSNS7FqS5SNMW5a!"SJSIS, %$1%S%SU%S) !<%9!"%1%S%9%H!<%`SGSO46S8SiS1SJS+SCS?SNSG¿ (B 
>¿SB!JSJSSS+%S?%Si%S?%1SCSF%S+%s%s8!KSSS:S1%2!<%`2=S9SkSDSbS3j!#¿ (B 


£$B%7%e! <SF%#%S%0%2!<%> $, BGSN61<jSISbSsSG!"S"S*S5SdSCS?S3SHS, Հ (8 
¿SB$SJ$$SG$9S, ! "$m%C%$/%*%sA`:n$KSOS9%H%$1%9$r46$58%$253$H$, SISSSNSG!"3 (B 
¿SB$SASg$C$HJ,$+$j$2$;$s!#01EY$KS$S[!<%_%$s%0%_%5%$%k$rH/<M$G$-$k¿ (B 
¿SB%$S%sa!<%8SGS7SgS&S+¿ (B? 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21555 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000091h 
tml.html 


--MESSAGE FILE 21556 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 5 Feb 1998 13:34:58 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 84 

Message-ID: <6ébcf62Slqo@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
.ոճ. յք» <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6eh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.135.67.178 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 


¿$B?M9) @8T*SK%23N%° Sr; }$?S; !"@8T*SN@8B8>r70$rM?5S (SFSISNSHS&SK?T2=32 (J 
¿$B$9$k$+8+$k%D!<%k$i$7$$$G$9!#¿ (71993 2SBG/@=SHSASgGSCSHBESSSGS9S, !"¿ (J 
¿SB%=!<%9$, 8x3+$5$1$F$$$^$9!#¿ (J 

¿$B$^$"! "9u; (J PS ¿$B>e$G$I$3$^$G%"%+%G%_%C%/$JOCBJj$, 07$ (SkS+2 (J? ¿$B$SH$$$&¿ (J 
2 SBOUL#SGSN!V<B83!WSGS9! #2 (I^^; 


VV V V V 


¿S$SB@1Lg30$JSNS$SG<ALd$GS9S,!"%2%N%$`S$H$O9TFO5, HOS$NSh$&$JSDSNSGS9$+!)¿ (J 
¢ SBKMSKSO; (JLIFE GAME;¿SB$J$SNS+$J!)SHS$$&%SSša!<%8S7$+$JSSSNS$GS9!#; (J 


2$BS"%+%G%_%C%/S$JOCBISHS$7SFSO! "KMSN78SCSFS$S$kz (JMSX¿$B%5!<%/%kK$G!" (J 

i SBOGEAE*2rK! Sr07$CS$?4k2hS, :#7n9fSK:\$5$*S7$?! #@8S—; DSkSk!<3kSr!"3 (J 

2 SB7hSaSFA*Br$7; DSC$?d*$, <! @SBe$K; D$4!"z (J10z SB@SBe8eSKSOSISS&SISCSFSSSKS4!) 3 (J 
i SBSHSSSE&SDSNSG$7$?! #Nc$ (SP! "S33sST%E!<32!<S, :n@.$7$?D[Šr%W%1%$%d!<$,A*Br$7!"; 
2 SBS=S1SK4pSESSSF33%s3TSE!<S2!<S, :n@. 1&!&!1&:G=*E*SKSWS13SSd! <SNOUSK1h$ &SbSNSKz 
LSBSISk! "SHSSS&SDSN! #S3$N; ~! "SWS13S3d!<S+SiSNA*BrS, @8$—; D$jSLOUL#S 9Sk%031$G6$93 
LSBS+SIS4FqQS7S/! "2qOwSNS$ [SHS$sSISKSHSCSF IbEYS JOCSKSISCSFS*$9! TSHSCS?SSSISSIK! #2 


>¿$B".!VGZAv$7$J$$%1!<%9%2!<%` ԼԱ. (J 

o ¿$B7h$^$C$?; ~4VSK%QSHS+! <SdGrSP%$$, =d2s$7$FSSS$kz (J 

o ¢SBN"F; S*SCSWSr6n; HS9Ske (J 

é SBSHSSS&SHS3Sm$*SGSOOMS (S*S7S?! #2 (J 
éSBS*°$?!"C1SKL\E*COSK9TS/!"SHSSS&S@S1SGSIS/!"%S_%CZ7SgSS$rM?S ($k (J 
2SB!INcS ($P!"J#?t$N%; !<SkS9@hSrK, LdS9Sk! KSNSHSSSSS$+Sb!"3 (J 

é SBSH; WSSSOS8SaSFSSS*S9! #2 (J 


VVVVVVV 


ESBSISkS[$I!#KMSO! "H"SNCESNS 9SYSFSN<VSK9ITFO5, HOSr; }$2?$;SF!I"7k2LE*SKz (J 
¿S$SB5,B'@—-$,=PSk$3$SHSrAQS$S?$+SC$Š?%$+%s%$8SGS$S9!#S"S$kOUL#!"<+J, SN<VSNOTFOG (J 
éSBSKShHSCSFSb! "A4BNSN8rDLSK1F6AS, $G$k%+%s%8!"J, $+$j$d$9$/80$ ($P; (J 
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ESBSPSSS*E (J2ESBSNS6SCSTSSSOSGSISM! #3 (J 


> >ZSB".S°SKSES"SKS*SCSTESS0E (J 
2SBS*SCSWSL7ZC [J* SQ SH; WSCSFG [CVS 9Sk%$%a!<%8SGSSSS$SGS7SGS&Sté (J? 
> ¿$B$^$?!"; (JRPG 2 SB%D%/!<%k%7%5!<%:SHO [SISkSHS3SmSOSISsSISHS3$mz (J? 


v 


¿SBO0cSS$SS*S$S9!<!#%sa%S%sSN%S2!<%` SN2#SK9k2ZSJ%SaSbD"S, S"Sk%SSsa!<% 1 Աա 
ESBSD$*$3!"@S3&SNLBO) $d%@%s%8%gss$O$O$8Sa$+Si=PMhSFS$$F!"S=S1$Nz (Մ 
¿SB96N, $K%*SCEWS r=q$/%0%1SG!"S=S1SNS$?SaSK9Ik2ZST%aSbD"Sr;HS&SNSGS9! #3 (J 


>2SB".0-FAG@/<#2HSXSNF; ¿ (J 

7 SBSSSSSGS9SM! #S&SA8~ $—SKSJSjJSdS9SSB3j: ` SGS9S1SI!"<+J,$,;E9-SsS@¿ (J 

2 $BSM%?$, JSF; HVAHSGd | 1G$5$1$FGIH6NO3X$K1F 6ASrM?$ ($k$H$+!"5U$K;¿ (J 

2 $B%9%-Sc%sS@SkSK4, $-9~$*$1$7$i=54) ; OSN5-<TSKDISS$S$4+$1$*S0$5$18kz (J 
ESBSHS+!"S4S57SC3WSrS9SQ%SS9SHSTSFF~ S1SkSHS*SbS7SmS/SJSk58S8, $7$^$9!#¿ (J 
¿SB!J@8!9$72a$.$k$+; (J?¿$B!K; (J 


> 
> 
> 
> 
> 
> 


¿ $BKM$H$7$F$O!" :G6a$NIwD, SNShS&SIM+$5@2SiS7E*S$J>:2ZSH$7SFSNZ ( TOO 
¿SBSGS- $k$@$1GS=|$7!"6n$10z$-!JSD$" $j%2!<%` IKSr=E;k$7$?SS! #2 (J 
¿SB%sM%s?SOSSSD%j!<% %/S9SkSNS+!"SSS/SiSGGcSeSNS+!";)SCSFSKS3SHSN%j% 9%/SK4XO" ¿ (J 
¿SBS7SFSIS&= hM} S9SKSNS+ ! "$M&?SHS7SFSNM_ 8ZEYSISI! #2 (J 

¿SB%M%?SKS7SFSb!"<+J, SN4X78$ 9$k@h@8SdGIH6! "E*GISISTSK? ($1$k>19g!"¢ (J 

ESB: #8eSb9MS (SFI, STf$1SJSSShS&SK%3j!<% ee es 
¿SBSbSj)$SG%sj!<% 3/$9SkSNS+! "SHS$566N$1028- Sb3Z$7S_S?SSSGS9!#¿ (Մ 


ESBSG!"SS%al<% a ee ee s OS 
ESB: BSjSIS, S1iSKS7SF@S3&SrK]O.S9Sk!"S=S&SGS9SMS (?.3Z07SH$+!"5F@5=!7/SHSS$C$2¢ 
é SBSHS$3$m$G$9$+SM! JC/S$bSo$+$iSsSJ!AlK! #2 (J 


>¿SB".Lr3d$rli$8Sk%s2!<%`¿(J 

¿S$SB!V$W%i%S%I!JlaLr3dEY¿ (U2¿SBIKIWSH$SSS&%O%i%a!<%?$,$"Sk¿ (J RPG gece gee (a 
ESBSE!<SS!I"S9S?PSSSIS"SMSSE7TSISFS* SG<B8B=S9ISkKSNSOFQS7TSSS+SbHCNSI1SJISS! #2 (J 

2 SBSM%C%H%0! <%/8~S-SN4k2HSGS$9SM! #3 (J 


> 
> 
> 
> 


ESBSSSdA!"S3S1SrSISSSHSTSFSHS9S?SSSTIS"Sm!<SSSGSASkSHS3SmSKOUL#S, S"SKSH; WSE&SNe (J 
ESBSGS9!<! #S3SNLr3dSHSSS&SNSOS%F! <$VSK%SH! <¥/SGSOEVS?$ JAOSNS7%9%SF%> $G!" (J 
éESBS=S1SrIT2DG=$I%9S?3sSlS"Smss>eSG<B8=S$7ShS&SHS7SFH/@8S9Sk% ԱԱ ՅՆ Ա 
¿SB8+S2SSSNSGS91#;(J 


> >¿$B".¿ (J2Dz7SBSN%mM%SC%S/%S*SSS7%SE!<SFS#FSSS0E (J 

> ¿SB$ mses /%*%sA`:n$K$O%$9%$ H%1%9Sr465852S3585, SJSSSNSG!"¿ (J 

> eSBSASgSCSHI, $+$4$%S;Ss!#01EYSK% [!<%_%8%0%_%5%S%kSrH/<MSGS-Sk3 (J 
> ESBs$%a!<S8SGS7Sg$&St¢e (J? 


éSBS$3$1$b>e=R$7$?ShS&$K!"z (J3D¿S$SBS$SN%m%$C%$/%*%s$r;¿(J2D¿SBSK$7$SF$SISsSJ%S:%1S,SGS-Sk$+!)¿ 
(J 
¿SBSHSSS&S3SHSGS9!1#%S"%U%?!<%P!<% J1<SGSO!"1sS/SNE ( $,>.$5$/=8$^$C$F8+$ (SkS?Sa¿ (Մ 
¿SB%m%C%/%*%s$O69S$SSHO0OSN:wE (SGSm%C%/%*SSA* :n$,=*N;$7$°S7$2S, !"¿ (U2D¿SB$GSO¿ (J 
¿SBS=S&SOSSS- a Տ) 351783535N2r7hs, LLGr8SSbSNSr08s-27S+SrSbSCSPSSSKSH;NSCSF2 (J 
SBSSS*SOl#e 

ZSB1251š S$% ԵՒՆ 1 <$: $08<%5%589SNMMSITS=" $r2HLLSNE (SNOLCVS*$GF0S+$9e (J 
¿$B%?3k$5$, $i $4 !"S3$1 SOKMSNCESGSO$$$$2r7h$GSOSISS$NSGS9! #!Kz (J 


—-MESSAGE FILE 21556 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000092h 
tml.html 


--MESSAGE FILE 21557 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?UmU6IBskOiReJEgkYRsoQg==?= 

Date: Sat, 7 Feb 1998 19:16:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 63 

Message-ID: <ébhcndSro5@newsl.scei.co.jp> 

References: <34D11E34.E029306Bemth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
jp> 

NNTP-Posting-Host: 210.132.190.165 

Mime-Version: 1.0 
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> Please tell me where you can buy imports for $30(thats pounds - no pound sign 
> on this Sun) ,all the shops round here charge $50 - $70 for imports. 


Direct from the US if you manage to avoid tax on its arrival. Look at 
places like www.tronixweb.com or www.ncsx.com for example. Most shops in 
the UK I've found tend to charge about £50-£70 :-( 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00983 


—-MESSAGE FILE 2281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000984 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: (no subject) 

Date: 21 May 1998 19:24:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6k1v27S4p29@chuka.playstation.co.uk> 
NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.english 


I was wondering is there a reason the Palystation takes so long to boot. Or 
does Sony just wannna make sure you see their copyright sign? 


--MESSAGE FILE 2281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00984 


—-MESSAGE FILE 2282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000985 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 

Date: Fri, 22 May 1998 00:13:03 +0200 

Organization: Debri Productions 

Lines: 7 

Message-ID: <1d9elh2.3i4ozkygoeycN@al-88-112.al.nl1> 

References: <3563024f.859426@www.playstation.co.uk> <3562fdd2.11106220@news.scea.son 
y.com> <6jvkv1l$4p17@chuka.playstation.co.uk> <356360ca.1951426@news.playstation.co.u 
k> 

NNTP-Posting-Host: 81-88-112.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


In Holland we have similar problems but all the TV-cable compagnies are 
bussy with conversions so we can get Internet on the TV-cable. This 
costs about 20 pounds a month but you don't have any other costs like 
telephone costs and You can stay unlimited on the net. Some students 
from my school already have this and started their own server. 


DEnnis.. 
-—-MESSAGE FILE 2282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00985 


—-MESSAGE FILE 2283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000986 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 
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Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#S#A#T!%$SGS9!#; (B 
¿SBSJ$S+SJS+OCS, 2TS* STSSSNSGT7hD 48 } D4SG=qSSSFS*S9S, !"Sb$ASmSsH?OQS$b<u$l; (B 
ՀՏԲԼՍՏ1ՏԲՏ՞Տ91 #2 (B 


>; SBSHS$$&$3SHS04 | 8BIUS-H/I=2qg$NJ}$, SSSSSNS+SI! #32 (B 

2 SBS=S&SSS&; VSGSSS-S*S7SgSE! #3 (B 
¿S$B$3$3$K=P$7$?$+$i$C$FB>$K=P$;$J$$$s$8$c$"!"C/$b=P$7$%$;$s¿(B (^^; 

> SBSF!<%*Sr7hSaSkSNSbLLGr$$$GS$ 95M! #$5"SH! V=iSaSF:n$C$?:nIJItLg!WSOS<SRS$ [2 (B 
¿SBS7¿ (B 

¿SBSF!<%“@)SK7hSaSASCSSS*S7SgS&!#:#2sSOc (B TPM.CO¿SBS5$SsS+Si=PS?!VMnSASDSSN!W!#¿ (B 


¿SB=iSaSF:nSCSŠ?:nIJSHSSS&SNSO!"ItLgSHSSS&ShSj> ԱՆՆ p tO S D 
¿SBNc$ (SP$3S$s$JI46$8! #>*SNL>A0NSOS; %s%9$"$k?M$K$*G$$; $7$^$9; (Ր 


ՀՏՔԸՔԲԸ»՞ || '521ՀՏ`ՏոԱՏ7ՄՏԲՏՕՏ-3ԹՄՏԱԶԵՏՏՏԵՏԱՏԵ): #; vero GMS=(>*!) (B 
ESB2HLL>*!'8+S2L\SKH~S7SS$!"S+SCS3SSSSSHSNSK! #3 (B 
£$B2;3Z>*!';WSoS:BNS, FOS-=P$9!"<*SK%/SkKSbSNSK! #¢ (B 
ՀՏԹո01Ք»՞ 1 '>o?MSKSOM} 2rSGS$-SJSS$5 [ ee 
é$B=i:n>*!'SF!<%*SKIhHSCSFS55 (SSS1SP3; (B(zSBNcS (SP: #2sSJSi@PS,MnSASFS/SkS@S1SNz (B 
o 5 Oe ECs Bice a etn —%"%j!#¿ (B 


ESBS"S/S$*SGNC$GS9! #SbSCSHSSSCSQSSOMS (S*STSgGS&! #2 (B 
éSB=i:n>*SO2?Sr0dSCSF=i:nSHS9SkS+S, ԱՆՆ Մ 1" Մ- ae ae 
éSBS9Sk!W; v$r:GBg8BSKI>2AS9SKSHSSS&S7S9SF%S° SOSIS&SGS7TSg$&!) 2 (B 


ESBSOS8SaSF#P#S>eSGF0S/SWsms0%is- ԿԱՆՆ ` Ev$7S°S9¢ 
ESBS, !":#S*°SGS9SWSIiSSSHSTS+; HSOSTS+SCS?S, :#2s=i$a$F%]%j%4%s$N<BMQ2=$K@.¿ 
ESBByYSTS?!":#S*°SGL52; S@SCS?S, :#2s=i1SaSF2; T A PIT ORISI 
¿$B< ($G$-$?!"$J$I$J$IK\?M$, !VS3$1=iSaSFSISsS$@Sh! "SASgSCSH8+SFS/S1Sh!WSH;z 
258804 ( ($P=i:n>*SK3N%_%M!<SHS5S1SkSsSG$9!#%@%a!) 2 (B 


(B 
(B 
(B 
(B 


>¿SB3+:ES9SkSJSiSSSDS*SGSCSF7hSaSAScSSS*S7SgS&Sh!#; (B 


¿SBS$S=$S1S$SGSO!"=PIJ4|4VSO#47nS$S$CS$Q$S!"#57n$K7k2LH/I=SH$SS&%;%s$G$S$SS+S,!)¿ (B 


>: SB>* ITSOB>SN?MSNOU8+SHSSSESNSHS"S5S*S9SH! փ: (B 


ՀՏՔՏՏՏՈՏՏՏուՆի | $=S&SIB&ELLSDS"SkKSNSG! ">*IISK4XS$7SFSOSHS5S"S ($:S=S&SSS&; VE (B 
¢ SBSKS7SFS*S-S$*S$7SgS&$+! #SbSASm$s!"$3$1$+Siz (B SCEIZSBSH8r>D$7$FAFIJS, MQOUSGS-3 (B 
ESBSkSHSSS&; VSGS"S1SPOCSOJLSGS9S,2(B (^^; 


>2 $B; 22C<TS@S1SHSSS&OULH#ESGSOSTS/; 22C<TSKS0?3: :Sr$9Sk5AL3$rM?5S (S*S7SgS&! #¢ (B 


ESBS=S1$8ScS"!"23::0wSO; 22C<TA40w! \M-; VSHSSS&; VSG! #2 (B 


>ESBEJIF@h!"4IM}<TSIST$*$@ss$m$$$m7hSa$I$1S1$PssslSI$$$3$H$, ;DSCS$FS*$ 9s, ¿ (B 


¿SB#Y#JSGSdSCSFSbSiS(SkSH4rS7SSSGS9%S,¿ (B(¿SBS=SNJUSIS&SGS9S+¿ (B eSB! dz (BMr.K¿$B$5$s¿ 
B)¿SB!"SJSs¿ (B 
25857518. VSrdgSCSF171D$r01<45$K0z$—<u$1$k<B9TOQOw2q$r@_Dj$7$*S7SqS&S+! #2 (B 


(*‘-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21557 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000093h 
tml.html 
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--MESSAGE FILE 21558 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Followup-To: playstation.ny.resource.planning.discussion 

Date: 7 Feb 1998 14:00:18 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 15 

Message-ID: <34dc66bep4577@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.226.28.132 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6bcf62Slqo@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 
>TPM.COzSBSGS9! #2 (B 
> 


éSBOCBJ$,2(B event gSBS+SiS@S$$vs:S1SF$7$*SCS$?SN$G!"¢ (B 


playstion.ny.resource.planning.discussion 


E$B%US) !<SiS* SKO\FOS7S*S9!#¢ (B 


<minoru@isl.intec.co.jp> 


-—-MESSAGE FILE 21558 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000094h 
tml.html 


--MESSAGE FILE 21559 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJF4kSCRhGyhC ?= 

Date: Tue, 10 Feb 1998 00:17:13 +0900 

Organization: Japan 

Lines: 32 

Message-ID: <34DF1DF9.A9A6502Begeocities.com> 

References: <34D11E34.E029306B@émth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
յք» <6bhcnd$ro5@newsl.scei.co.jp> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.44 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SsSSPSsSO!"S?S3SNS9S1SGS9! #2 (B 


> ~SBCEFG>*!'%2!<%° SHS7SF%O%*% JEYSNIDSSSHSNSK! #; V<B>eSN: GMS= (>*!) 2 (B 

> ¢SB2hLL>*!'8+S?L\SKH~S7SS!"S+S3CS3SSSSSOSNSK! #3 (B 

> ¢$B2;32Z>*!';WSoS:BNS, FOS-=P$9!"<*SK%/SkSbSNSK! #2 (B 

> ¢SBA01R>*!'>o?MSKSOM}2rS$GS—SJS$S$ [$1%0%$%; SsS9STSHSNSK! փ: (B 

> ¢SB=i:n>*!'SF!<%*SKIHSCSFS5S (SSS1SP3 (B(¿SBNc$ (SP: #2sSJISi@PS,MnSASFS/SkS@S1SNz (B 
> ¿SB%SW%m%0%Si%`S$G$b¿(B)¿S$SB<u>*SN2DG=@-%"%j!#¿ (B 


¿$B%=!<%9$, $H$F$bFI$_$d$9$$$G>%¿ (B 
¿SBSHSSS&SNSbS[S7SSSGS9!#¿ (B 
¿SB$3S1S@SH!"%=!<%9SrFISsSGJY6/SHSSS&SNS,SOS+SISjS=S&S$SGS9!#¿ (B 
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> >¢$B3+:ES9SkSISISSSDS*SGSCSF7hSaSAScS$SS*S7SgSESh! #2 (B 
> 
> ¢$B$=$1$GSO!"=PIJ4 | 4VSO#4 7nS$SCSQS$! "#5 7NSK7K2LH/I=SHS$$$&%; %s$G$$$+$, !)¿ (B 


¿SB%4!<%k%$G%s%&%#!<%/Sb9MS (SF!"#57N#6F | SND+#0; ~Dy$a@Z$jSHSSSESNSOSTS&SGz (B 
¿SBS7SgS&S+!)¿ (B 


ՀՏ 3. ee t hi a t ee aye (B 
¿SB!!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESB! c!c!c;d$N%[!<%°S2Z!<S8!d!d!dz(B 
http://wwwl.scei.co. jp/~bns00250/index.html 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 
ESB: #!I"S[!1<S°SZ!<S8SNSG!<S?Sr99?7TSTSFS*S9! #3 (B 


éESB:G=*99?7Fl;~!!!!#2!2#4!TSASgGSCSHS@S1!Kz (B 
¿SB9927M=D3jF|!!!!!1#2121)!) | (B 
--MESSAGE FILE 21559 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000095h 
tml.html 


--MESSAGE FILE 21560 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmMU6IBsSkQiU/JSQ1SCVrGyhK?= 

Date: 10 Feb 1998 16:42:06 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 20 

Message-ID: ՀՇԵզ00ստ8220ոճատ1.ՏՇ61.Շօ.3յք» 

References: <34D11E34.E029306B@émth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
յք» <6bhcndSrod5@newsl.scei.co.jp> <34DF1DF9.A9A6502Begeocities.com> 
NNTP-Posting-Host: 210.135.67.168 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS$9! #>*SGS9S, !"$"S*S5IB?SSSH?eA} $7$IS+S8%8SKSISKSNSGe (J 
ESBS*SHSaSFS_S*S7S?! #2 (J 


¿SB%$G%6%$S%sItLg!'%2!<%`@-S,S"Sj!"M7SSJ)SKI)SNS"SkSbSNc (J 
2$B1i=PItLg! '8+$?L\SKH~$7$$ ! "FO$—-!"%-%c%i!"1GA|$,H4S-=PSFSSSkSbSNz (J 


2 SBSUSMSsSFS#S"ItLg! '>o?M$KSOM} 2r$G$-SIS$$ [$1%0%$%; SSS 9STSHSNSKz (J 
¿SB2; 6AItLg!'8z2L2; !"z (JBGMz SBSNMSS1SFSS$SkSbSNz (J 
¿SB%$F%9%H$G%$4#%1%/%H%jItLg!1'01@Z?3::$5$1$SJS$!J$S&$SoS5SOSh$S!K!#1-Jg$SN$_<uIU!#; (J 


¿SB:GM%=(ItLg!'S&SsSAS/SO%SJ%S7!*SRSSS-S7S?$S/SFS?$“S1iSJSSSbSNSK¿ (J 


¿SBSIS&$SGS7SgS&!)¿ (J 


¿SB#T#P#M!S#C#O¿ (Մ ¿SB#S#O#fF#T; (Մ ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8:¿ (JU. ¿SB#F#E#B:¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 21560 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000096h 
tml.html 


--MESSAGE FILE 21561 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
Thtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJF4kSCRhGyhC?= 

Date: 13 Feb 1998 13:53:45 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 
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Lines: 22 

Message-ID: <34e44e12p0878@base.minoru.isl.intec.co.jp> 

References: <34D11E34.E029306B@émth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
յք» <6bhcnd$ro5@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6bhcndSro5@newsl.scei.co.jp>, sat@ga2.so-net.or.jp says... 
>¿SB<(SGS-S?!"SJSISJSIKN?MS, !V$3$1=iSaSFSJISs$@S$h! "SASgSCSH8+SFS$/S$1$h!WSH3z (B 
>¢SB8@S (SP=i:n>*SK3N%_%3M!<ZSHS5S1SkSsSGS9!#%S@%a!) 3 (B 


¿SBEjJ9F<TSN018@¿ (B=; $B!V$3$3$r8+$F$/$1: (B!!¢SB!WSbS"SjISGS9SHSM!) չ (B 


2$B1?1DSKI, MW$JSA%'%C%/9`L\$r5s$2$k$H; (B... 
) ¢$B1?1D<gBNz (B: YJ ¢SBSG9TSCSFD:$1$k$+!"M-; VSrSDSNSk$+¢ (B? 
) 2SBE39F5,Dxz (B: ¿$B%F!<%^; (B (¿SBMnSASbSN¿ (B?) g$B! "SUS! SSSk7A<02 (B(YJ ¢SBSNSrN.MQ 
B?) 
) ¿SBEj9F¿ (B/¿$B1\Mw>l=j¿ (B: ftpl.scei.co.jpzSBSr<Z$4Skz (B? 
) ¿SBDySa@Z$j¿ (B: 5/6? 
) ¿$B?3::J}K!¿ (B: ¢gSBEJIFS7$?2?MS, <+FOE*S$K?3: :Ow! #SHSOSSS(!"e (B 

ESBS*SHSaLr$, S$$SjS*SOSM! #2 (B 
(6) gSB7kK2LH/I=SNJ}K!2(B: ¿SB%U%)!<%i%`S$N#1SD; (B? 

¿ $B2DG=$J$i¿ (B YJ ¿SBSK:NS;SFSbSiSSS*S7SgS&!# (1 


B: 
B: 


տ Բ OO — N P 


ա 


¿S$BM-;V$G1?1D!"$H$$$&$J$i<j$r5s$2$F$b$$$$$G$9$h!#¿ (B 


<minoruĝisl.intec.co.jp> 


--MESSAGE FILE 21561 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000097h 
tml.html 


--MESSAGE FILE 21562 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
8html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jp?B?UmMU6IBskQiU/JSQ1SCVrGyhC ?= 
Date: Sun, 15 Feb 1998 01:50:08 +0900 
Organization: PlayStation Net Yarouze 
Lines: 34 
Message-ID: <6c4ifsSkrj@newsl.scei.co.jp> 
References: <34D11E34.E029306B@émth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
յք» <6bhcndSro5@newsl.scei.co.jp> <34DF1DF9.A9A6502Begeocities.com> ՀՇԵզ00ստ8220ոճատ 
1.scei.co.jp> 
NNTP-Posting-Host: 210.132.190.72 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBHESHAHFT! SSGS9!#2 (B 
¢$B>*SNOCS$K8BD jJSUSNSG! "S3SCSASN; *SrA*$S$*$7$?! #2 (B 


¿$B$?$3$N$9$1$5$s!'¿ (B 
> ¿$B%S=!<%9$, ՏԱՏԻԲՏԵՐԼՏ ՏՎՏտ9Տ5ՏՏԸ»՞չ (B 


ESBS3S&SSSE&SNSHS"S5SCSH; WSESSSGS9S, !&!&!&$=$&$9$k$H3'$N%=!<%9; (B(ESBSbSAS$mS$sz (B 
¢SBDs=P$7$??MSN$_BP>]$GS$95, ¢ (B) gSBSrFIS*SISSSHSSS1SISSSHSSS&; VSK! #SASGSCSH3z (B 
¿S$B%-%DSSS+Sb!#SIS1$bFISaSJS+SC$?SjS7$F¿ (B (^^; 


TPM.COzS$BS$5$s!'3 (B 
>¿SBS$F%9%H%G%#%1%/%H%jItLg!'010Z?3::$5$1$J$S$S!JS&SoS5SOSh$S!K!#l1-JgSNŠS_<u; (B 
¿SBIU!#; (B 


£$B?3::S7SISSSNSOS$+S0S$S$$=SESG6S9! #ItLgz (8(258»՞: (B) SBS, $"Sk$+SiSKSO!"SdSOS42?SiS+5Nz 
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ESBTASGI>2AS7S*S7Sg$&Sh! #2 ?SNI>2ASbSI$SS=jSK=PIJSISk?MSbSSSISSSH;WSSS*S9¢ (B 


¿SBS7!# (B 


>¿SB%G%6%S%sItLg!'%2!<%`@—S$S,S"$j!"M7SSJ)SKI)SNS"SkSbSNc (B 


>¿SB:GM%=(ItLg!'S&SSsSAS/SO%J%7!*SRSSS-$7S?S/SFS?S“$SiSJSSSDSNSK;¿ (B 


¿SBS3S1SO!V8D?MSN8@MUSKBPS9Sk0u>] ! W$ K 


B0S9SkOCS$JSNSGSIS&SGSbNISSSHSSS (SP (B 


¿SBSIS&SGSDbNISSSSSGS9S, !">eSG%sG%6%S%sItLgSHSJSCSFSSSkSDSNS,FbMFE*SKSOc (B 
¿SB:GM%=(ILLgS$G!":GM%=(ILCLg9SH$SJSCSFSSSkSDSNSO?3::0wFCJL>%¿ (B (¿SBSIS&SbS3SNL>¿ (B 
¿SBA0SO%S*%Ss*%S1SCS]SSSGS9S, !"2?3::0wS,L>;XS7SG!V5SSKF-SCS?!*!WSCSF8@S&çSsSQ@;¿ (B 
¿SBS+$iS$1$CS$S3S&L>M@SJ;v$GS9¿ (B) ¿$B$_$?7$$$J46$8$NJ}$, ՏՍՏ5Տօ57Տ/Տ"Տ535՞Տ:551)2(8 


ESBSSSd!"S$"S/S*°SG; dSN%$%a!<$8SITSsS$GS9S, 18: (B 


(Ss 


“)/~ 


Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21562 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000098h 
tml.html 


--MESSAGE FILE 21563 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000009 
9html.html 


Path: 
From: 


Subject: 


Date: 


Organization: 


chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
"SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.event 


Sun, 15 Feb 1998 01:51:05 +0900 


Lines: 43 


Message-ID: 
References: 


PlayStation Net Yarouze 


<6c4iftS$krj@newsl.scei.co.jp> 
<34D11E34.E029306B@mth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 


=?iso-2022-jp?B?UmU61IBskOiReJEgkYRsoQg==?= 


յք» <6bhcndSro5@newsl.scei.co.jp> <34e44e12p0878@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


210.132.190.72 


ESBHESHAHT! SSGS9!#2 (B 
¢ SBS* SHS aSHSSSCSFSHS=SE&4IC1ISKSOS* SHS*SiS8: !"OCSr0zSCD%$k%4!<%@!<S,M_2 (B 
ESBS 7SSSHS3$m$G$9$M!#2;F,$rSH$C$?2 (B PsukezSB$5$s$, SSSFS/S1SkSHNISS$s$G6$932 (B 


ESBS, !";aSOSdSsS4SHSJS-M)M3SGS7SPSiS/%"%/%;%9SGS-SJSSS=S&SG!&!&!&¿ (B 


¿SBSbS&SGS-SkShS&S 


¿$B>>K\¿ (B ¿$B<B$5$s!'¿ (B 
¿$B1?1D<gBN¿ (B: YJ ¢SBSG9TSCSFD:$1$k$+!"M-;VSrSDSNSkS+¢ (B? 


> (1) 


KSJSCS?SNS+SJ!)¿ (B 


¿SBSHSjJS"S (S:S3S1SrSISCSASKS9SkS+7hSaSJSSSHOCS, 2Մ5՞ՏՄՏՏՏՏՏՕՇՏ95, 1" չ (BMr.K 
¿SBS5$Ss$+$SiSO2sEzS$,SJSSSGS9SM¿ (B (՞՞չչ ¿SBS*K;S7SSSNS+SJ!)¿ (B 


> (2) 


¿SBEj9F5,Dx¿ (B: ¿SB%$F1<%4A;¿ ( 


ՕՀ, (B?) 


B(¿SBMnSASDSN¿ (B?) ¿$B!"%U%!%$%k7A<0; (1 


B(YJ ¿SBSNSrN.M 


¿SBS$SF1<%S%SK4XS7$SFSO!V$S=$sS$SJ$Ss%S$%d!WSCS$SFSS$SS&H?BPOU8+Sb$JSSSNSG!"$3S1$G¿ (B 
¿SBNISSSsS8ScSJSSSGS7SgS&S+!#¿ (B 
¿SB%SU%S1%SSSk7A<0SHSSS&SH!"$3$Ss$J7A<0$SG¿ (B README; SBSrSDS1SFSM!"SHS+S=S&SSS&3 (B 
¿$B; v$G$7$9g$&$+!)¿ (B YIZSBSN7A<OSCSFSISs$SISG$7$?! 


> (3) 


¿SBEj9F¿ (B/ 25) 


B1\Mw>l=j¿ (1 


B: ftpl.scei.co.jp¿ŠI 


)¿ (B 


BSr<ZS$jSk¢ (B? 


¿$B$=$1$, OLHVNISSSGS7Sg$&$, | "@1MOSN%$G%$#S1%/%SH%Sj$r:n$C$SFSb$iSoSJ$SSH¿ (B 
¿SB%$@%aS$SJSsSGS7SgS&SM!#SJSsSJSiSF%S9%H%$G%#%1%S/%H%jSGSb!#¿ (B 


> (4) 


¿SBDySa@ZSj¿ (B: 5/6? 


¿SBS3S&S7SFSSSk4VSKSb9o019oSHDySa@ZS3jS, !&!&!&¿ (B 


> (5) 


¿SB?3::J)K!¿ (B: 


(՞՞չչ 


£ SBE 9FS7$?2MS, <+FOE*SK?3::0w! #SHSOSSS(!"3 (B 
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> ESBS*S$HSaLr$, $$$j$*S9SM! #2 (B 
>(6) ¿$B7K2LH/I=$NJ}K!¿ (B: :585Ս5) !<%i%> SN#1SDz (B? 
> ¿SB2DG=S$SJ$Si¿ (B YJ ¢~SBSK:\$;SFSbSiSS$*S7Sg$&! #2 (B 


ESB: #5S1USSS?SsS$GS9S, !"?7S2?SKSUS) !<%i%* Sr:nS1SPSSS$SSsSGS9SHSM! #BISTSFe (B 
ESB!IVS3SSSFS9SHSUS) !<%i%`!W!#S=SNS“S%S+¿ (B (^^; ESBS=SES9S1ISP!"SUS!SSSKSNz (B 
ESBCVS—>1$d3+:E%Z!<S8SKF, $rG:$^$9; v$b$J$/!"$7$+$b:#2s$K8B$i$:9%$-$J; ~¿ (B 
¿SBS$SK%3%s%SF%9%H$r3+:E$GS-S*$91#S1$C$3S&%$S%S$S+Šb!#;¿ (1 


ա 


(*‘-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21563 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000099h 
tml.html 


--MESSAGE FILE 21564 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?is0o-2022-jp?B?GyRCUTM1LcyVGJTk1SDMro0 8kNyRoJCYhIxsoQg==?= 
Date: Sun, 15 Feb 1998 20:44:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <34E6D52D.5485CDE9@mud.biglobe.ne. jp> 
NNTP-Posting-Host: 133.205.180.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


ESBSIS&S$b!<z (BPsukez$BSG$9!#8=:_JLSN>1=j$+SiSN%"%/%; S9SGS9!#¢ (B 
HDg$BS$, 2u$1$?$?$a%"%/%S; S9SGS-$*$; Ss! #S*5v$7$/$@S5$$!dzg (BALL 


éSBDy$a@Z$ #5 7n# OF | #0; ~$H$$$&$3$H$G3+:E$$$?7$7$^$7$g$86! #2 (I 


ա 


¢$SBE39F>1=4S0: #SNSHS3SmITL@SGS9! #2 (B 


¢ SBBP>] SOSMSCSHSd$m$&$<2q0w$G$9! #3 (B 
ESBBgG$—-$/J,S1SF#3SDSNItLgGSKS$$?S7S*S9!#¢ (B 


2 SBHE1!%SUS4!<%9%2S3SSkItLg! '40A4<+M3! #2 (B 
2SBE2! SSF! <S*ItLg! 'Mn$A%2!<8BDj!#¢ (B 
¿SB#3!$S%A%c%1%s%8%c!<ItLg!'=iSaSF%A%Sc%$1%s%$8S9Sk?M!JSISsSJS3SH$SGSbShSSI!K; (B 


¿SB%SA%c%s1%s%S8%c!<ItLgSO<+8J?=9pSGS9!#;¿ (B 
¿SBS&S=SrSDSSSFSbDbS+S SSS *S;Ss!#S?S@S7!"L@3NSJS&S=SN>19g$O%SM%C%HS$dS$mS&S<SG¿ (B 
£$B81$5708, S1SkSH;WSSS“S9SNSG5SSrIUS1S S7SgS&!#¿ (B 


ESB>*!"23::0wSK4XS7SFSO#3 7nKv$*SGSKSOThSaSFS7S*SSS*S7SgS&! #3 (B 
¿SB>^IJSG$9$, :G=*E*$K$J$1$1$PA49qI42_E96&DL>&IJ7t#3#0#0#01_J, SHSSSES3SHSG3 (B 
ESBS*5v$7S/S@S5S$!#$7S+Sb:GMS= (>*SN?MSNS_!#¢ (B 


ESBS=S1SGSO0$*S*S6SCSOS9S .SF?=$7LUSISS$G$9$, !"SHSSSES3SHSGOCSr?JSa$*S9! #2 (B 
HDzSBSrGc$ ($?SiS9SOSKI|5"S7S*S9!#6bS, ST!<!<!<SS!#! Tg (BIT 


¿S$BSGSO$SGSO; (B 


Psuke 
p_suke@mth.biglobe.ne.jp 


—-MESSAGE FILE 21564 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000100h 
tml.html 


--MESSAGE FILE 21565 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
lhtml.html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQiU/JSQ1SCVrGyhK?= 

Date: 15 Feb 1998 22:49:42 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1OQgGV09SS1IM=?= 

Lines: 24 

Message-ID: <6c7re6Sopg@newsl.scei.co.jp> 

References: <34D11E34.E029306B@émth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
յք» <6bhcndSro5@newsl.scei.co.jp> <34DF1DF9.A9A6502Begeocities.com> ՀՇԵզ00ստ8220ոճաՏ 
l.scei.co.jp> <6c4ifsSkrj@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


>i SBSF%9ISHSGSH#S1%/ SHS jItLg! '01@Z23: :$5$1ST$$! T$&$o$5$0Sh$$ !K!#1~JIg$N$_<ug (J 
ESBIU! #2 (J 


VVVYV 


£$B2?3::S7SISSSNSOS+S0SSS=SESGS9!#ItLgz (J(¿$B>^¿ (J) SBS, $"$k$+SiSKSO!"SdSO$S42?SiS+S 
Nz (J 

> ¿SB7ASGI>2A5752575g58Sh!#22SNI>2ASb$JSS=j$SK=PIJS95k?MSbSSSJSSSH;WSSSAS9; (J 

> ¿$B$7!#¿ (J 


¿$B$3$1$0$J$<$+!"=i?4<T$OI>2A$5$1$?7$/$I$Ş$$N$ŞG$O$I$$$+!) $H; WSCS$?S+Si¢ (J 
¿$B$G$7$?!#!J$3$s$J$NŠG$b:n$C$?$+$i!"$H$$$8&?M$C$F!"$"$s$^$j$$$m$$$mI>2A$5$1$?;¿ (J 
¿$B$/¿ (J 

ESBSISSSsSS$8ScSISSS+SI!"SH!Kz (J 


¿SB%G%6%S%sItLgSH$J$SCSF$$$kSbSN$,FbMFPE*SKS$SO:GM%S=(ItLg$G!"¿ (J 

¢$B:GM%= (It LgGSHSUSCSFSSSKSbSNSO?3: : OWFCJL>^¿ (J (gSBSIS&SbS3SNL> 2 (J 
¿SBA0$O%*%^%1$C$]$$$G$9$, !"23::0wS, L>; X$7$G! V5SSKF~SCS$?!* !WSCSF8@S&SSSQ@z (J 
éESBS+S$iS1$CS$3S$&L>M@$I; v$GS9¢z (J) gSBS_S?S$ST46S8SNI}$, $U$5$0$7$/$"$J$^$; $s!) (J 


V V V V 


¿SBS=S$S&S$SGS9SM!"3NS+SK8@SoS1S$1SPS=S&SGS9SM!*¿ (J 

¿$B!J:GM3%= ($, SR$$$S—! "SOSNSONd@GESKI>2ASGS-SJSSS/SiSSSJSDSNSKS7S?S+SCS?S+Sic (J 
¿SBS@SCS?$jS7S S9!K;¿ (J 

¿SBSbS&¿ (JPuskez $B; a$t+Si9pCNS5S1$S*S7S?SsSG!"@NOCSISsSGS9S, !#¿ (J 


--MESSAGE FILE 21565 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000101h 
tml.html 


--MESSAGE FILE 21566 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJTM1cyVGJITkKISDMroO08kNyRoJCYhI xsoQg==?= 
Date: Mon, 16 Feb 1998 18:36:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <19980216183624yasunaga@t3.rim.or.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne. յք» 

NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


7 SBS3SsSKSASO! "SW3mS0%i%_ %S%03US) 1ՀՏ15՝ SN@SOC?2M!T!0!0! (SNz (BMr.KzSBSGS9!#2 (B 


>zSBDy$Sa@ZSj#57N#6F | #0; ~SHSSSES3SHSG3+:ESSS?S7S*S7SgS&! #2 (B 
շարո GOR Ա-ՎԿԱԱ ԱՆ ԱՏՈՑՑՀարնրնաԱՑգւքշ (8 
Հ <SBBD> | «ՕՏԱԳՇՏԱՏՎՅՈՏԵՑՀ2զնա0591 42 (8 

S subs aso E T we 
Sendai busy ՆՐԱ ԱԱ ԱՄՈՆ 
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> $B#2!%%F!<%^ItLg!'Mn$A%2!<8BDj!#¿ (B 
>¢SB#3!SSASC%1%SS%S8%SC!<ItLg! '=iSaSFSA%C%1SS%38S9Sk?M! ISISSSIS3SHSGSHShSS!Kz (8 


éESBSHSNS3SHSGSOSNSG! "SWSmS0%i%_SS%0%U%) !<%Si%° SNS[!<3°SZ!<% ae 
¿SB9TS$$A$9!#=PMh$?$i:#F|Cf$K:n@.$7$F%"%C$W$S9$kS$SDSbSj$G$9!#; (B 


ESBSHS3S"S (S$: !"SGSO! #2 (B 


program ¿SBSUS)!<%i%`%Sj!<%@!<¿(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : ՏԱՆ 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21566 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000102h 
tml.html 


--MESSAGE FILE 21567 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 

3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.event 

Subject: =?1S0-2022-JP?B?GyRCJTM1cyVGJTk1SDpuSUpFaj1GTVE1RyU jdWwbKEI=?= 
=?1ISO-2022-JP?B?GyRCUS81SCVqGyhC ?= 

Date: Mon, 16 Feb 1998 21:28:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <19980216212840yasunaga@t3.rim.or.jp> 

NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


Mr .KzSBSGS$9! #2 (B 


BOE J PEMOUN Gril er E Jody seer ers 2 | (BYaroze Japan ¢SBSGMQOUS7SFSbSSSSSNSGS9S,!"3 (B 
¿$B%U%) !<%is SSSYSSSHSHS7SF! "SWSmS0Si%_%SS0%US) !<Sis ԱՏԱՆԱ ՆԱՐ 
ESBSK!"3z (Bevent003 ¢SBSHSSS&SNSr:n$CSFBP1~$7ShS&S$H; WSSS8*S9S, S$S+S, SGS7$g$&!) 2 (B 


éESBS"SHSbS&SRSHSD! #2 (B 
¢ SBEE7b2&%3%S%F%9ISHMOSNSGS#31%/ SHS 4SO! "SWSCSHSO=PMhSkS1S1!"S2%CSHSO=PMhSJSSz ( 
éESBShS&SJ; EAHS_SKS7TSFSbDSiSSS*S7S?S,!":#2SSNS3%SSF%ISHSGSHS=SNShHS&ST; FAHS_SOz ( 
ESBI,MWSGS7Sg$&$+!) !#; ISHS TSFSO!"I,MWSISSSHOMS (SFSSS S9!#;¿ (1 


ww 


թ 


¿SB0U8+S*BTSAS7SFS*S3S“S9!# (B 


program ¿S$B%US%S)!<%i%s`%j!<%s@!<;(B Mr.K (չՏ580817: (B ¢SBOB90¢ (B) 
E-mail address : rete ae aa eae 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21567 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000103h 
tml.html 


--MESSAGE FILE 21568 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: =?1ISO0O-2022-JP?B?GyRCP1L5USkKRIMkMhJzI+OVtDSztSMGw8MBsoQg==?= 
Date: Mon, 16 Feb 1998 21:47:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <19980216214713kamon@mail.web-hyogo.or.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne. յք» 
NNTP-Posting-Host: 210.136.1.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


ESBS3SSSASO!S$2CLGSGS9! #2 (B 
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ՆԱ ա ee 53 3 3 iy 
>¿$B>^IJ$G$9$, :G=*E*$K$J$1$I$PA49qI42 ne ss 2 
>¿ $B s s [20s68s 1867616. GM%= (>*SN?MSNS_!#¢ (B 


¿SBS ( oe IJSHS7SFSP ! <SASCSkKS\!<%S%; SCSHE (B l ԱԼ @%W%?!$%/%=%21<?t¿(B 
¿SBKN¿ ¿SBSrDs6!S7S2?SSSGS9S, !$$$$+$, s sii) B ¿SBM_S7SS?MSSSk!)¿ (B ¿SBAwNASO 
ԱՆՆ 


E ա անե ՆԱՆ 


ՀՏ: #$*%SG6%3%s%F%9SHSNOCBYSKSO2ZCSOSCSFS*S; S ԱԽ a 

¿$B>e$, $j$r$&$1$7$/;W$C$F$^$9!#KM$ÞEJ9F$7$?$$; (B (¿SBMnSA%S2!<$N%$M%$?$b$"$k¿ (B) 25856595 
արն: 
...Վ..զԼււՁղՁՁ("(Ը"Ը«Ը«Ը«ԸոԸոԸ«Ը"ե... 
ՀՏԲՏՇՏՇՏԵ4ՅՏՕՏ)Տ2ՏՏՏՄՏ Տէ: ԱՏՇՏԲՏ՞Տ914. (B 


ESBSK%e!<%98+SFSk?MS,>/SISSSNSG!S>\:YSr; CDIE*SKSGSb$$S$S$+SiAaS$/ThSaSF!$¢ (BY 
arozeJapang SBSK:\$; SFSbSiSC$?$ [$&$,SSS$S$GS9!#S=S1SGSISSSH!SEJ9F?t$,>/S$IS9¢ (B 
ESBS .SFHaS7$S$7k2LSKSISCSASCSE&S+SbHS7S18%°S;S$s! #2 (B 


¿SB%U%$) !<Si%* $3!<S@!<IT:_SHSSS&>u67SGOCSr$*SHSaSFSSS/SNSO!SSASgSCSH87$7¢ (B 
ESBSSSDSNS,S"SjS*SISM! #SHSSS&SOS1SG!$8=:_SNSH$3$m!$<B<AE*SK; (BPsukez $B$5$s$,%j¢ (B 
2$B!<%@!<SHS7SFOCSr?JSaSFS/S@S5SCSFSSS*S9ISNSG! SS$bS&; (BPsukez $B$S5$s$r%3 ae 
+ SB<BITOQOW2qG0Q0wD9SKTh$aSFS75* ae S;SsS+!)S3S3SiSXSsS,SOSCS-SjJS7S?S[S&S, (B 
¿SBOCS, ?JIS_SdS9SSSH;WSSS*S9! #2 (B 


#Psuke¿$BS5$s!$Aa$/¿(BHD¿SBGc$CSFI|5"$7$FSM!#¿ (B 


¿SBS"TSH!S%$3%s%sF%9%SHL>S, S“S@7hS$*SCSFSSSJSSSH;WSSS*S9SsSG!SS3S3SiSXSsSb7h;¿ (B 
¿$B$a$^$; $s$+!)¿ (B ¿SBKM$O!V2>A[CK;RAhC%S¿ (B ¢$SBM71XEEG>5; =QBg2q!WSHSSSE&SNS, S$$SSSGS9¿ 
(B 
(2 SB%K%;C£9q812 ESB! #! 1 SWSms0Sis* ! ISCSFCFIG81SGSIS&=q$/SN!) չ (B 
ESBS"SH!SS[ s Ne a ԱՆՏ 818: (B 


éESB9ISS—>!<jSTS3SHSrSDSiSDSiSH=q$+$; SFSbSiSSS*S7$?S, !SS3SNS3SSSFS9SHSNG@.¢ (B 
ESB8yS$r4jSCSFS*$9!#z (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
-—-MESSAGE FILE 21568 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000104h 
tml.html 


--MESSAGE FILE 21569 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1S0-2022-JP?B?GyRCJF4kSCRhGyhC?= 

Date: 16 Feb 1998 14:21:41 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 54 

Message-ID: <34e8490dp3802@base.minoru.isl.intec.co.jp> 

References: <34D11E34.E029306B@émth.biglobe.ne.jp> <34D12F56.AFDC9867@mth.biglobe.ne. 
յք» <6bhcndSro5@newsl.scei.co.jp> <34e44e12p0878@base.minoru.isl.intec.co.jp> <6c4if 
tSkrj@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6c4iftSkrj@newsl.scei.co.jp>, sat@ga2.so-net.or.jp says... 
>¿$B>>K\¿ (B ¿$B<B$5$s!'¿ (B 
>> (1) ¿$B1?1D<gBN¿ (B: YJ ¿$B$G9T$C$FD:$1$k$+!"M-;V$r$D$N$k$+¿ (B? 
> 

> $B$ŞH$J$"$($:$3$1$r$I$ŞC$A$K$9$k$+7h$a$J$$$HOC$, ?T$S*SISS$s$G$9$, !"¿ (BMr.K 
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>¿$BS5SsS+SiSO2sEzS,SJSSSGS9SM ¿ (B (^^;; ¿SBS*K;S7SSSNS+SJ!)¿ (B 


Psuke ¢S$BS5$sSOAV$CSFS7S*$CS$?!#¢ (B^^; 
ESBS*S"!"SHSIS"S ($: 1 "M-; V<gBNSHS$$$&$3SHSG!">\: YSODy$a@Z$jF | $*$G$Kz (B 
¿SB7hSaS1S$SPSSSSSGS9SM!#¿ (B 


>>(2) ¿$BEJ9F5,Dx¿ (B: ¿SB%SF!<%%¿ (B(zSBMnSASbSN; (B?) SB! "SUS! %SSk7A<02 (B(YJ ¢SBSNSrN. 
MQ: (B?) 

> 

>¢SBSF!<%*SK4XS7SFSO! VS=SsSJI$s%S%d! WSCSFSSS&H?BPOU8+SbSISSSNSG! "$3S1SG¢ (B 
>¢SBNISSSsS$8ScSISSSGS7SgS&St+! իչ (B 

>¢SB%U%S! SSSK7A<OSHSSS&SH! "S3SsSST7A<OSG; (B README; SBSrSDS1SFSM! "SHS$+S=S&SSS6&3 (B 

>2 $B; v$GS7$g$&$+!)~¢(B YIZSBSN7A<OSCSFSISsSJI$G$7$?!) ¿z (B 


¿$B; d$, 9M$ (SFSSS?SNSO!"¢ (Bupload.txt zSBSrN.MOQS9SkS3SHSGS9! #2 (B 
éESBOU3Z0SK%US) !<S*SCSHSr#1S+Si19MS (SkKSNSO<j4VS,S+S+SkSbSsSG! #2 (B 


Հ» (3) ¿$BEJ9F¿ (8/ 2581 Խա»1Հ3: (B: ftpl.scei.co. jpzSBS$r<Z$4$kz (B? 


- 
>¿$B$=$1$, O1HVNISSSGS7SgS&S, !"@1MOSNSGS#%1%/%H%S jSr:nSCSFSbSiSo$JI$S$Hz¢ (B 
>¢SBS@%aSISsSGS7SgS&SM! #SISsSISiSFSISHSGSH#S1S/SHEISGSb! #2 (B 


¿SB9M$ (SFS_SkSH! "S=S10030SKSOA*Br;h$, SUSSSNSGS7$?! #3 (B 
ՀՏ) IF@1MOSGS#S1%3/SHSISN:n@.S$r$*4jSSSGS-S1SPSSSSSH;WSSS*SO! #2 (B 


>>(4) gSBDy$a@Z$ 42 (B: 5/6? 


> 
>¿SBS3S&S7SFSSSk4VSKS$Sb9o019oSHDySa@ZSjS, !&!&!&¿ (B (՞՞չչ 


>>(5) ¿$B?3::J}K!¿ (B: ¿$BEJ9F$7$??M$,<+F0E*$K?3::0w!#$H$O$$$(!"¿ (B 


>> ¿$B$^$H$aLr$, $$$j$*S9SM! #2 (B 

>> (6) ¿$B7K2LH/I=$NJ}K!¿ (B: 2$B%U%) 1Հ515` SN#1SD¢ (B? 

>> ¿$B2DG=$J$i¿ (B YJ ¿$B$K:\$;$F$b$i$$$^$7$g$8&!#¿ (B 

> 

>¿SB:#5SIUSSS?SsSSGS9$, 1"?2?7$?SK%U%)!<%i%`Sr:n$1SPSSS$SSsSGS9ShSM!#BjJS7SF¿ (B 
>2SB!VS3%S%F%9SHSUS) !<%i%` !W!HS=SNS*S*%S+3 (B (^^; ¿$B$=$&$9$1$P!"%U%S!%$%kŠ$N¿ (B 
>¿ $ŞBCV$->1$qd3+:E%Z!<%8$KF, $rG:$^$9; v$b$J$/!"$7$+$b:#2s$K8B$i$:9%$-$J; ~¿ (B 
>¿SBSK%3%s%F%9%HSr3+:ESGS-S$*S9!#S1SCS3$&%S%SsSS+Sb!#; (B 


¿SB915WE*SJ%SUS)!<%i%S`Sr?75,SK:nSkSNSOJLSNLdB3jJS, S"SkSNSG!"¢ (B 
ESBSIS+SIS+FQS7SSSH;WSSS*S9S, !"; ~8BE*$IJ%U%)!<%i%`¿ (B 
¿$B!J%3%Ss%F%9%H; VLI3GI$+$Iİ$N$Ş*CN$İi$;$r:\$;$k!K$OI, MW$+$b¿ (B 
ESBCNS1$%S;$s!#2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21569 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000105h 
tml.html 


--MESSAGE FILE 21570 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1S0-2022-JP?B?GyRCJTMlLcyVGJTk1SDMr00 8kNyRoJCYhIxsoQg==?= 

Date: 16 Feb 1998 14:21:41 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 10 

Message-ID: <34e8490dpa802@base.minoru.isl.intec.co.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne.jp> <19980216183624yasunaga@t3.rim.or. 
jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ա 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BS$GS9!#; (1 


In article <19980216183624yasunaga@t3.rim.or.jp>, yasunaga@t3.rim.or.jp says... 
>¿SBSHSNS3SHSGS9SNSG!"%SW%m%S0%Si%S_%s%0%SU%S)!<%i%`SNS[!<%`%Z!<%8S+Si9pCNSr;¿ (B 
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Date: Fri, 22 May 1998 00:13:07 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1d9elnf.3uspntlssv7kzN@al-—88-112.al1l.nl1> 

References: <3563024f.859426@www.playstation.co.uk> <6jvklm$4p16@chuka.playstation.c 
o.uk> <3563703d.811880@www.playstation.co.uk> <6klau7S$4p25@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-112.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


> My phone bill used to be $100 a quarter, thanks to the Uni its now $0 :)) 
> Although my Zip disk expendature has shot up :(. 


Thats nothing, I pay about 300 guilders every month. Thats about $150 or 
90 pounds, just for telephone costs. 


DEnnis.. 
—-MESSAGE FILE 2283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00986 


—-MESSAGE FILE 2284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000987 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: (no subject) 

Date: Thu, 21 May 1998 17:32:51 -0400 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <35649D83.4117EEF2@mail.datasys.net> 

References: <6kl1v27S4p29@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 241.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


The newer systems take longer to boot because they do multiple 
liscence checks on the CD to prevent a CD Swapping method being used 
to play gold or international games. However, the Net Yaroze 
playstation only does one check, so it should boot faster than a new 
grey cosumer playstation, which does quite a few checks. 


West wrote: 
> 


> I was wondering is there a reason the Palystation takes so long to boot. Or 
> does Sony just wannna make sure you see their copyright sign? 


"Darco 
darco@NOSPAM@bigfoot.com 


Please replace "@NOSPAM@" with an "@" to email me. 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
WWW: (sorry, page is down) 
Voria: http://www.datasys.net/users/stu/rquat/voria 


PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Just because I'm paranoid, doesn't mean that they 

are not out to get me." 
--MESSAGE FILE 2284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00987 


—-MESSAGE FILE 2285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000988 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my removal - 
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>zSBOTSSS*$9!#=PMhS$?Si:#F|CESK:n@.$7SFS"SCSWS9SkKSDSbHSj5SGS9! #2 (B 


ՀՏՑՏիտոտ7Տ/5"4)55575՞Տ91չ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21570 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000106h 
tml.html 


--MESSAGE FILE 21571 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1ISO-2022-JP?B?GyRCP1L5USkRIMkMhJz1I+QVtDSztSMGw8MBsoQg==?= 

Date: 16 Feb 1998 14:36:38 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 12 

Message-ID: <34e84c8ep3889@base.minoru.isl.intec.co.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne.jp> <19980216214713kamon@mail.web-hyog 
o.or.jp> 

NNTP-Posting-Host: 210.132.156.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <19980216214713kamon@mail.web-hyogo.or.jp>, 

kamon@mail.web-hyogo.or.jp says... 

> ¢gSBS"SH!SS3SStFS9SHL>S, S*S@7hHS*SCSESSSISSSH; WSSS*S9SSSG!SS3S3SiSXSsSb7h¢ (B 
>¿$B$a$^$;$s$+!)¿ (B ¢SBKMSO!V2>A[CK; RAhC%; (B 3S$BM71XEEG>5; =QBg2q!WSHSSS&SNS,SSSSSGS9 
¿ (B 

> (¿$B%K%; Cf9q8l: (B)¿$B!#!ISW%m%0%i%` !ISCSFCEIG81SGSIS&=q$/SN!) (B 


ա 


ESB3NS+!"!VFp7o!WSGS9!#¢ (1 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21571 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000107h 
tml.html 


--MESSAGE FILE 21572 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1S0-2022-JP?B?GyRCJTMlLcyVGITk1SDpuSUpFaj1GIVELRyU jJWwbKEI=?= 
Date: 16 Feb 1998 14:36:38 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 23 

Message-ID: <34e84c8epa889@base.minoru.isl.intec.co.jp> 

References: <19980216212840yasunaga@t3.rim.or.jp> 

NNTP-Posting-Host: 210.132.156.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <19980216212840yasunaga@t3.rim.or.jp>, yasunaga@t3.rim.or.jp says... 

> 

>Mr.KzSBSGS9! #2 (B 

> 

>¿SBEJ9FMOSNS$G%$#%$1%/%H%j$JS$Ss$G$9$,!"¿ (BYaroze Japan zSBSGMQOUS7TSFSbSSSSSNSGS9S, !"3 (B 
>¿SBSUS) !<%i%` SSSYSSSHSHSTSF!"SwWsms0%i%_%S%0%U%S) !<%i%S* SNSSSYSSSHSGS#SLS/SHS Ze (B 
>¿SBSK!"¿ (Bevent003 gSBSHS$$é&SN$r:n$CSFBP1~$7Sh$&$H; WS$$*S98,S$$+$,$GS7$g$&!) (B 


¿SB8D?ME*SJ0U8+4SGS9S, !"SWsms0%is_%s%0%U%) !<%i% ՏՇԽՕՕՍՏ7ՏԲՏԵՏ1Տ (Տետժմտ11" 2 (B 
ESBS=$1$, SYSISHSGSOSISSS+$H; WSSS°S$9! #2 (B 
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>éSBS"SHSDS&SRSHSD! #2 (B 

5 աա ԱՆԱՆ a sWSCSHSO=PMh$k$1$I1!"S2%CSHSO=PMhSJ$$¢ (1 

é SBSh$&$J; EAH$_SKS7SFSbSiS$$*S$7$2S, !":#2SSNS3%SSF%9SHSGSbS= A ԽՃԵՏ 504 (1 
S SBI, MNSGS7SqSES+!) 14; ASHSTSFSO! "I, MWSISSSHOMS ( (SESSS°S9! Fz (B 


ww 


¿ $B; d$bI,MWSISSSH;WS$$*S9l#$> $7$m!"B>SN:nIJ$, 8+$i$l$?I}$,$d$k5$$,¢(B 
ESBM/$/$+S$b! #2 (B 


<minoru@isl.intec.co.jp> 


-—-MESSAGE FILE 21572 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000108h 
tml.html 


--MESSAGE FILE 21573 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000010 
9html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Soluze" <soluze@sannet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: ¢$B!V4m81SG>*!WB#$iS$; SFS/S@S5SS8¢ (J 

Date: 17 Feb 1998 17:10:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <01lbd3bc5S$e5bce580$e205d8ca@let—s-noteal-n2> 
References: <34E6D52D.5485CDE9@mud.biglobe.ne. յք» 
NNTP-Posting-Host: 202.216.5.226 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SSSASc!A!*S*5WS7SVSISGS9! #2 (J > ALL 


ESBSISSSHS3%SSF%9SHSr3+: ESSS1SkKS=SESG! *e (Մ(՞ ՞չ: 
Mr.K ¿SBEBS, S$d$k5$%*%s%*%sz (I? ~SBS=S&SGSISNSG; dSb>*1J$@$1; 22C$5$; SFS/S@S5S$! #2 (J 
¿SB%W%m%0%Si%S`SbSdS$jJ$S?2SSSsSGS9$, SASGSCSHLSM}SGS7SgS&!*3 (Մ(- -չչ 


ESBSG!"!V4m81$G>* ! WSNShS&SIJF~A* :nIJ$,$"S1SP@'HsBHSi$; SFS/S@S5SS$¢ (J (*_%;; 


¿$B>^IJ$OL$DJ$G$9$, !"SASGSCSH=ESSI*Sr!&!G!&! #2 (J 


ESBSSSSSGS7Sg$+!*2 (J? PsukezSBEB! #2 (J 


¿$B9SLZ:¿ (J 
E-mail : soluze@sannet.ne.jp 


—-MESSAGE FILE 21573 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000109h 
tml.html 


--MESSAGE FILE 21574 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
Ohtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Galaxy" <galaxy@shizuokanet.or.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?i1so-2022-jp?B?GyRCUTM1LcyVGUTkISDF+MWcbKEI=?= 
Date: Wed, 18 Feb 1998 17:34:47 +0900 
Organization: PlayStation Net Yarouze 
Lines: 13 
Message-ID: <6ce6muS$3f9@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.140.250.79 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Galaxy¢SBSGS9!#¢ (B 


ESBS3SSSFSISHI~1gGS7S*°S9! #2 (B 
¿SBEE7b2&@=!JS$S&$=¿ (B^^; SB! #2 (BSonyz $B@=SGS$9!KSN%_% 1 ԱԱ poe 
¿SB!JL$; HMQ!?L$3+IuU!K$r%3%s%F%9%HŚN>^IJŠKDs6!$7$^$9!#¿ (B 


Psuke¿$B$5$s!"¿ (BMr.K¿$B$5$s$h$m$7$/$I$8&$>!#¿ (B 
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¿SB!?!?1?¿ (BTeame SB6d20#S#P#I#RHL HT? (B 


—-MESSAGE FILE 21574 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000110h 
tml.html 


--MESSAGE FILE 21575 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?1s0-2022-jp?B?GyRCUTMl1cyVGJTk1ISDgrRD4kNzBGISkbKEI=?= 
Date: Thu, 19 Feb 1998 02:14:09 +0900 
Organization: PlayStation Net Yarouze 
Lines: 34 
Message-ID: <6cf5bd$4m3@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.190.146 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#S#A#T!%$SGS9 1#; (B 


:58011Է5606837(ԹԲ-ՏԱՀ(8 (^^; NYz$B1?1DJQ99DLCNS, 2£$, 2HSKSbFOS-$*$7$?! #3 (B 
i SBFbMF SKSDSSSFSO!"; d8D ?MSHS7SFS0$=SsSI$KHa4QE* SK9OMS (SFS*S;$s5, ¿(B 
(gSBS* $7SmSWSi%9SGS"SkSHS9Si 9MS (ՏԲՏ՞Տ9: (B) ~SB!"S=SsSJOCSOJLS0%Sk!<%SWSK¢ (B 
éSB=q$/SHS7SF!":#2SSOS=S1SKH<SCSFS3%3S%F%9SHOFSr8+D>S7SFSOSIS&S+3¢ (B 
éESBSHSSS&DSOFSGS9! #¢ (B 


¢ $BS3SN%3%S%F%9SHSOSISASiS+$HSS$&SH>.5, LOSUSbSNSrL\; X$7SFSS$$?Luz (B 
ESBSGS9S, !"SIS&9MS (JSFSbS3SN>1SGSO:G8eSN%3%Ss%sF%S9%HSKSJSjS=S&SJSNSG¿ (B 
(¿SBS"$S/S*SGSbS3SN>1SGSO!"SNOCS$SGS9Sh!#3hF0$SOSSS/SiSGSb=PMhS*S9¿ (8) ¿SB!"¿ (B 
¿SB01H/%G%+SSSNSKS7S 2 S;SsS+!)¿ (B ¢S$BSI!<%SsSH! #2 (B 


¿SBS=S$S&$OSSSCSFSb:#S*“SG7hSaS?$bSNSrJSS9Lu$GSOSJS/¿ (B (^^; ¿$B;qd$,;W$&¿ (B 

¿ $B$KDy$a@Z$j$r%A%g%3%C$H1d$P$7$F¿ (B5z$B7nKv$*$GSH$7!"z (B6¿$B7n$K3'$G$o$$$0o$$;¿ (B 
¿SB8G@SSSJS, $Si>%SJSsS+7hSaSF!"3Z$7S/S3SN%S5!<%sP!<$H$S*JLS1S7ShS&SHSSS& (B 
¿SB46$98SG$9!#S$S=$1%W%i%S92?S+$7%$i3Z$7$$4k2h$, IU2C$GS-$1$P80@$&;vSJS$SSSs¿ (B 

¿SBSGS9$, !&!&!&¿ (B 


ESBS3SSSF%9SHL>SNOFSISSS+SbD=PSFS“*S7$2?S,!"S$3S3S001SDz (B 


¿ $B!V%M%C%H$d$m$&$<B46HORQJ8!We (B 
¿$B!V$[$K$c$i$iF~3X;n83!We (B(¿$B$[$K$c$i$i$K$0?7$7$$3hFOCDBN$NL>A0$,F~$kz¿ (B!) 


¿E SBS_$?ŞSSISNIjŞOŞIŞ&ŞG$7Ş9Ş& !)¿ (B 


¿SBS&$^S/80S$ (Տ՞ՏչՏՏտ, !"<! $K7R$, $kK3Z$ 7993S SY SS SHSKS7$ 299 SH@ZSK; W$$$^$9! #¿ (B 


(՞-՞)/- Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 21575 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000111h 
tml.html 


--MESSAGE FILE 21576 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
2html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCUTMlLcyVGJTk1ISDgrRD4kNzBGISkbKEo=?= 

Date: Thu, 19 Feb 1998 03:12:13 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 22 

Message-ID: <34EB247D.2C57@pa2.so-net.or.jp> 
References: <6cf5bd$4m3@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.172.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SB!!S3SsSPSsSO!*!!¿ (JTAOZSBSHSSSS$$*s9l#e (J 


¿SBS=S$S&S$SOSSSCSFSb:#S*SG7hSaS?SbSNSrJSS9LuSGS$SOSJS/¿ (J (^^; ¿SŠB;d$S,;WS&¿ (J 
¿SBSKDySa@ZSjSr%A%g%3%CSH1dSPS7SF Á (U5¿SB7nKvS*SGSHS7!"¿ (JU6¿SB7nSK3'SGSoSSSoSS¿ (J 
¿SB8@SSSJS,Si>“SJSsS+7hSaSF!"3ZS$S7S/S3SN%S5!<%SP!<SHS$S*JLS1S$S7ShS&SHSSS&¿ (J 
¿SB46$8$G$9!#$=$1%W%i%92?$+$7$i3Z$7$$4k2h$, IU2ZCSGS-S1SP8@SE;VSISSSs3 (J 

¿SBSGS9$, !&!&!&¿ (J 


VV V V V 


¿SBS;SCS+S/¿ (INYESBSKSOSSSCS$?2SNSK!"SSS*S*SGO1LSDSb:nIJ$r:n$CSFS$$*S;Ssl#e (J 
2$B5;=QNOSb! "<BOTNOSbSISSSHSSS&SNS, K\EVSNSHS3SmSG$95, !"¿ (JINYZSBSN%5!<%P!<z (J 
¿$B$, $I$/$J$KA0$K2?$+01$D$O:nIJ$r:n$j$^$9!#¿ (J 
ESBSHSSS&S3SHSG!"S3S3SSFS9SHSK; 22CS9SkKS>!<!1*3 (J 


ESBSGSOSGSO!*¢ (J 


ՀԵՏԱ e]: ԱԻՆ E EEE 2 Gg 
Toru Yokokura ¿$B!J2#AR!!E0!K¿ (J 
t-yoko@pa2.so-net.or.jp 


ՀՑ 2 5] t] r] tia apta Co 
--MESSAGE FILE 21576 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000112h 
tml.html 


--MESSAGE FILE 21577 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCUTM1LcyVGJTk1ISDgrRD4kNzZBGISkbKEI=?= 
Date: 19 Feb 1998 11:42:35 GMT 

Organization: IIJ4u user 

Lines: 23 

Message-ID: <6ch5rbS$7bu@newsl.scei.co.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.130.72.31 

X-Newsreader: mocona 1.0-alphal.5 


ZSBSISb!"2"; 3$GS9! #2 (1 


ա 


> ¿SBDySa@Z$j$Sr%šASg%3%CSH1dSPS7SF¿ (B5z$B7nKv$*$G$H$7!"z (B6z$B7N$K3 ' ՏՇՏՕՏՏՏՕՏՏչ (B 
ESB8@SSSIS, $i>*$ISs$+7hSaSF !"3Z$7$/$3$N%5 !<BP | <$HS$*JIL$1$7$hS&SHS$$&z (B 
> 2$B46$8SGS9! #2 (B 


v 


ESB; 27@.SGS9!#S?S@I"S5!<S1S*SSS5!<SKSISKAOSKSMSCSHSdSm$ &$<%5!<SPSK7k2Lz (B 
¿SBSr;DS7S?SS5SSbS9SkSNSG!"7k2LSO#67nKvSASgSSA0SK=PS7S S;SsS+!)¿ (B 


> ¿$B$&$^$/80$($^$; $s$, !"<!$K7R$, Sk3ZS7SS%S%Y%Ss%*H$KS7S?9SSH@ZSK;WSSS“S9!# (B 


¿SBL)S+SK9MS (SFS?SsSGS9S, !"3V7n4) $+5 (4) $/SiS$S$Gz(B Web ¿$B>e$N; (;0$_$?$$$J¿ (B 
¿SBSN¿ (B (Webzine ¿SBSCSFSSS&SNS+SJ ¿ (B) ¿SBSr=PS$S;S?SiSJS!SJSISH;WSCSFSSS*S9!#¿ (B 


¿SBKh2sSNFC=8SO%SF!<%“Sr7hSaSFS*“SHSaSk!#:#2sSGS"S1SPMnSA%Sb%NS,S3S1SKAj¿ (B 
¿SBEvS9SkSoS1SGS9!#¿ (B 


¢SBS=SNB>01H/EJ9FSDSN!"O":\SbSN!"FIS_J*!"FI<TSNS*<3; fz (B(¿$BEJ9F#4%3%^; (B) 25812: (B 
# ¿SB9-9p$bS+!)¿ (8 


¿SB?";3 (B ¿SB8g;J¿ (BS SBFfSN@8J*0&9%2HR;¿ (B 
http://wwwl.scei.co.jp/-ekb01823/ 
—-MESSAGE FILE 21577 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000113h 
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tml.html 


--MESSAGE FILE 21578 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCUTM1LcyVGJTk1ISDgrRD4kNzZBGISkbKEIT=?= 
Date: 19 Feb 1998 12:46:22 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 23 

Message-ID: <34ec2724p6740@base.minoru.isl.intec.co.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> <6ch5rbS$7bu@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.156.6 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B չՏ8ՀՅՏՇՏ91 #2 (B 


In article <6ch5rbS7bu@newsl.scei.co.jp>, mocona@ss.iij4u.or.jp says... 

> 

>~SBSISb!"2";3SGS9! #2 (B 

> 

>> éSBDy$a@Z$ j$rsA%gs3SCSH1d$PS7$Fz (B5zSB7nKv$*$G$H$7!"z (B6zSB7n$K3'S$GS$oS$$o$$z (B 
>> ¿$B8C$$$JIJ$, $i>^$J$s$+7h$a$F!"327$7$/$3$N%5!<%P!<$H$*JL$1I$7$h$&$H$$$&; (B 

>> ¿S$B46S8SGS9!#;¿ (B 

> 

>2¿SB;?@.SGS9!#S?SQ@!"%j!<%SI%S*%s%j!<SK$SJSkA0SK%SM%$C%*HS$dSmS&S<%5!<%PSK7k2L¿ (B 
>¿$B$r;D$7$?7$$5Ş$Þ$Ş9$KŞN$ŞG!"7k2L$O#67nKv$AŞg$Ş$ŞA0$ŞK=P$7$^$; $s$+!)¿ (B 


ՀՏ8Տ-ՏԵՏԾՏ9ՏԻԼ #SGSbA* 9MSKI, MW$JF |?t!"7k2LH/I=$N<j4V$J$IŠr9MŞ ($k$H!"; (B 
5/6 ¿$B!:$O5U$KBEEv$J@~$G$O$J$$$+$H; WS&SNSGS9S, ! #2 (B 


>¿ $BS=$NB>01H/Ej9FSDSN!"0":\%b3N! "FIS_d*!"PI<TSNS*<j; fé (B(¢SBEj9F#4%3%%2 (B) ¿$B!D¿ (B 
># ¿$B9-9p$b$+!)¿ (B 


¿SB9-9p<gš$rC5$;SkS[SISN:nIJSr:nSk5;S,9JS+SJS+?HSKSDS-S S;SsS,!#¿ (8՞՞չ 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21578 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000114h 
tml.html 


--MESSAGE FILE 21579 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQiUZJXM1RiU5JUg6bk1KRWo5Rk1RIJUcLIyVsGyhK?= 

Date: 19 Feb 1998 15:50:36 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 14 

Message-ID: <6chkccS$7vu@newsl.scei.co.jp> 

References: <19980216212840yasunaga@t3.rim.or.jp> <34e84c8epa889@base.minoru.isl.int 
ec.co. p> 

NNTP-Posting-Host: 210.135.67.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> >¢SBEE7D2&%3%3SS3F%9SHMOSNSGS#S1%/ SHS ISO! "SWSCSHSO=PMhS$SkS$1$1I!"S23CSHSO=PMhSIS$¢; (J 
> >¢SBSh$&$J; EAHS_SKS7SFSbSiSSS*°S7$2S8, !":#2SSNS3%SSF%9SHSGSHDS=SNShS&S$I; EAHS_SOz (J 


> >¢SBI,MWSGS7$g$éaSt!) !#; dSHS7SFSO!"1I,MWSISSSHOMS (SFSSS“S9!#¿ (J 


¿E SBMWS 9SkSK! "Ej 9FSGS—-SkS, $@S&%3sSm!<SISGS—-SISS!"SHSSS&S3SHS@SH; ԱՈՏԵՏԱՏՇՏ9Տ, 1" 2 (J 
éSB>>K\S$5Ss$Nz (J 


> ¢$B;dSb1,MWSISSSH;WSSS*S9!#S$> $7$m!"B>SN:nIJ$, 8+$i$1$2JI}$, $d$k5$$, ¿(J 
> ¿$BM/$/$+$b!#¿ (J 
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¿SBSHSSS&H/8@SO!"Cf?HSN2r$iSJSSL>A0S@S1SN1-Jg%U%!%$%kS$Sr8+S1%kSH¿ (J 
ESBSdSk5$$, $0$/!"SHS$$&0UL#SGS9S+!) չ (J 


—-MESSAGE FILE 21579 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000115h 
tml.html 


--MESSAGE FILE 21580 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
6html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQiUZJXM1RiU5JUgzKztPJDckaCQmI SMbKEo=?= 

Date: 19 Feb 1998 15:50:37 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 11 

Message-ID: <6chkcd$7vu@newsl.scei.co.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne.jp> <19980216183624yasunaga@t3.rim.or. 
jp> 

NNTP-Posting-Host: 210.135.67.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿S$B%W%$m%0%i%_%s%0%U%)!<%i%`$NS[!<%`%$Z!<%8$+$i9pCNŠ$r;¿ (J 
> gSBITSSS*S9!#=PMhS$?Si:#F|C£SK:n@.S7SFS"SC3WSISKSDSbHSjSGS9! #2 (J 


2 $BShS$m$7$/$*45$S8$7$°S9! #2 (J 


ESBETHP HEM! SCHO (I ESBESHOHFHTS (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (JO. ¢SBEFHEHB: (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 21580 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000116h 
tml.html 


--MESSAGE FILE 21581 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1SO-2022-JP?B?UmU6IBskQj5eSUpESTJUDIScyPkFbQ0s7U jBSPDAbDKEo=?= 

Date: 19 Feb 1998 15:50:38 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 

Lines: 12 

Message-ID: <6chkceS7vu@newsl.scei.co.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne.jp> <19980216214713kamon@mail.web-hyog 
օ.ՕԷ. յք» 

NNTP-Posting-Host: 210.135.67.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢S$BS$ (!A!$>*LISHS7TSFSP!<SA%c%k%\ !<%$%; SCSHE (J (¿SBKNBN!S#A#C%"%S@%W%?!$%/%=%2!<?tu¿ (J 
> ESBK\é (J) ¿SB$SrDs6!$7S?SSSGS95, !$$$$+$, SGS7SgS&S+!)¿ (J ¿SBM S7SS?MSSSk!)¿ (J ~SBAwNA 


$0¢ (J 
> S SBKMS, 1iC4$78*$9Sh! #KMS, #3F | $ [SIM7$s$@$N$G011~CE8ES$G$9S, 14: (J 


ESBSPS5ISPSIM_STSSSGS9!*!*!*!*C1=cSKGdUSCSFM_S7TSSSNSGS$9S, ! #2 (J 


ESBETHP HEM! S#CHOG (I ESBESHOFFHTS (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 
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—-MESSAGE FILE 21581 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000117h 
tml.html 


--MESSAGE FILE 21582 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?ISO-2022-JP?B?GyRCUTM1cyVGJTk1SDgrRD4kNzBGISkbKEI=?= 
Date: Thu, 19 Feb 1998 16:47:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19980219164714kamon@mail.web-hyogo.or.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.23 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


"SAT." <sat@ga2.so-net.or.jp> wrote: 
>¢SB!VSM%C%HSd$m$&$<B46HORI8! We (B 


ESBS3S1SSSSSGS9SMS'!#!V:G=*3XNr! 'SMSCSHSdSm$&$S<B4!WSCSF8@SCS?SjISTSE! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21582 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000118h 
tml.html 


--MESSAGE FILE 21583 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000011 
9html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCP1L5USkRIMkMhJz1I+QVtDSztSMGw8MBsoQg==?= 

Date: Fri, 20 Feb 1998 07:42:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <19980220074220kamon@mail.web-hyogo.or.jp> 

References: <34E6D52D.5485CDE9@mud.biglobe.ne. յք» <19980216214713kamon@mail.we 
b-hyogo.or.jp> <6chkce$7vu@newsl1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.38 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


"TPM.CO" <tpmco@ma3.justnet.ne.jp> wrote: 
>¢SBSP%5%P%jIM_S7SSSGS9!*!1*!1*!*C1l=cSKGdSCSFM_S7SSSNSGS95S, ! #2 (B 


éESBNI$+$C$?!A!S$S$[$7S,$CSFS/S1$k2?MS, $$$F!#¿ (B 
¢SBS$<SRF~>*S7SFS2%CZHS7SFS/S@S5SSSM! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 21583 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000119h 
tml.html 


--MESSAGE FILE 21584 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJTM1cyVGJTk1SDpuSUpFaj1GTVELRyU jJWwoKEI=?= 

Date: 21 Feb 1998 02:11:28 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 
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Lines: 23 

Message-ID: <34ee354fp8228@base.minoru.isl.intec.co.jp> 

References: <19980216212840yasunaga@t3.rim.or.jp> <34e84c8epa889@base.minoru.isl.int 
ec.co.jp> <6chkcc$7vu@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.23 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6chkccS$7vu@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
(¿SBC£fN, ¿ (B) 
>¿SB>>KNS$5SsSN¿ (B 

> 

>> ¿SB;d$SbI,MWSJSSSH;W$SSSAS9!#S`$7S$Sm! "B>SN:nIJ$S,8+$i$1$2?2J)$, S3aSk5$5S,¿ (B 
>> ¢SBM/$/S$+Sb! #2 (B 
> 
>zSBSHSSS&H/8@SO! "Cf? HSN2rSiSJISSL>ANSE@S1SN1~Jg%U%S!SS3kSr8+S1SkSH¢ (B 
>ZSBSd$k5$$, $o$/!"SHSSS&OUL#SGS9OS+!) չ (B 


ESBS5$9$, $KSUS!SSSkKL>$@$1!"SHSSS&SNSOSDSiS$S$$G$7$g$&!l#e (8՞՞չ 


¿SBS$S3S1S$Sr=qSS$SFSSS?;-SO!"!V:nIJH/I=2q!WSH$SS&F,S,STSCS?$SNSGS9S, !"¿ (B 
¿S$B3'MMSN6 (; ?$KS$h$ j! ">*IJ$,=P$=S$Sm$C$ŠFIaDLSN%3%s%F%9%SHSN?':LS,¿ (B 
¿SB6/S/SJSCS$F$-S?$SNSG!"%"%C%W%m!<%I@1MOSKS$7S2?J)S,SSSSS+SpCN$1$2S;Ss!#; (B 


¿SBS?S@!"Q@Q9$Sj>eS2SkSH$SSS&OUL#S$SG!"SIS&SSS&%8%c%$s%skSN:nIJS$S,2?2EFEQS"SkS+!" (B 
¿$B$/$i$SS$SSNCf4VE*$SJ>pJs$OM_$7$$$+$b!#¿ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21584 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000120h 
tml.html 


--MESSAGE FILE 21585 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jp?B?UmU6IBskOQiUZJXM1RiU5S5JUg4K0Q0+JDcwRiEpGyhC?= 
Date: Sat, 21 Feb 1998 19:50:54 +0900 
Organization: PlayStation Net Yarouze 
Lines: 22 
Message-ID: <6cmcejSdrn@newsl.scei.co.jp> 
References: <6cf5bd$4m3@newsl.scei.co.jp> <6chS5rbS7bu@newsl.scei.co.jp> <34ec2724p67 
40@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.132.190.160 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#S#A#T!$SGS9 #2 (B 


£$B?";3$58s!'¢(B 
> ¿SBL)S+SK9MS (SF$?$s$G$9$, !"3V7n4) $+5 (4) $/$iS$sGz (B Web ¿$B>e$N; (;o$_S?SSSJ¿ (B 
> ¿SBSN¿ (B(Webzine ¿SBSCSFSSS&SNS+SJ¿ (B) ESBSr=P$; $?Si$J$ | SISI$SH; WSCSFS$$*solite (B 


éSBS=SINISSSGS9SMz (B (՞-՞)/ 
¿SB2?S+SGS-SkS3SHS,S"S1SP4nSsSGS*<jEASSS7S S9!#¿ (B 


¿SB>>KN¿ (B ¿$B<B$5$s!'¿ (B 
>5/6 ¿S$B!:SOSUSKBEEvSJ@-SGSOSJSSS+SH;WS&SNSGS9S, !#¿ (B 


¿SBSSSoS1SFS_S1SP3NS+SKS=S&S+Sb!#¿ (B 
ESBSbS7S+S$7$?SiBt; 3:nIJ$,=8S*SCSF!"A4TtSrM7SVS@S1SGSb; (B 2¿$B!"¿ (B3 $B=54V$+$+$k¿ (B 
ESBSISSSF; vBV$b9M$ ($i$1$^$9$M!#$=$&$J$K$HNI$$$J$!¿ (B (^^; 
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(*‘-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 21585 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000121h 
tml.html 


--MESSAGE FILE 21586 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCUFIkbRsoSg==?=" <t2240960@ggf.ilc.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskQiUZJXM1RiU5JUg4K0Q0+JDcwRiEpGyhK?= 

Date: 22 Feb 1998 17:29:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <01bd3d87$1d654fa0S650e92d2@pc9821V16.ggf.ilc.or.jp> 

References: <6cf5bdS4m3@newsl.scei.co.jp> <19980219164714kamon@mail.web-hyogo.or.jp> 
NNTP-Posting-Host: 210.146.14.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> >2SB!VSMSCSHS$d$m$&$<B46HORJ8 ! We (J 


> 

> 
ESBS3S1SSSSSGS9SMS'!#!V:G=*3XNr! 'SM3C%HSd$m$&S$<B4 ! WSCSF8ASCS?S5S7SFz (J 
ESBl#z (J 


“A-SBSSSSS+Sb!&!&e (J 

£$B:#2s$O!"@dBP :nIJ$r=P$7$?SSSH;WSSS*S9! #3 (J 

¿SBS,SsSPSjS“S9!*!*¿ (J 

¿S$SB$;SC$+$/!"#1#2K|$bJ'$C$?2$79u$9%F$, $o$+$C$F$-$?$N$K!&!&!&#T!]#T (J 
¿$B$, $S$P$M$C$H#T!]#T¿ (J 


¿SBK-5H!!90E5!J!!SRSm!!!K¿; (J 


t2240960@ggf.ilc.or.jp 


—-MESSAGE FILE 21586 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000122h 
tml.html 


--MESSAGE FILE 21587 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?ISO-2022-JP?B?GyRCUTM1cyVGJTk1SDgrRD4kNzBGISkbKEI=?= 

Date: 25 Feb 1998 13:17:24 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 18 

Message-ID: <34£41747p2699@base.minoru.isl.intec.co.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> <19980219164714kamon@mail.web-hyogo.or.jp> 
<01bd3d87$1d654fa0$650e92d2@pc9821v16.ggf.ilc.or. jp> 

NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


Net Yaroze newsgroups message dump.txt 


In article <01bd3d87$1d654fa0S650e92d2@pc9821V16.ggf.ilc.or.jp>, 
t2240960@ggf.ilc.or.jp says... 
>¿SB:#2sSO!"@dBP:nIJSr=PS7S?SSSH;WSSS*S9!# (B 
>¿SBS,SsSPSJS“S9!*!*¿ (B 
>¿$B$;SC$S+$/!"#1#2K|$bJ'$C$?$S79u$9%F$, SOS+SCSFS-S?SNSK!&!&!&#T! ] #Tz (B 
>2SBS$,SsSPSmSCSH#T!]#T¢z (B 


2 $B; d$b#12s$b:n$i$ : $KeW%ms8%' %/%HS, =*So$C$F$7$*$&SN$O%7%C%/SISN$G! "4 (B 
ESBin$j$*$9¢ (BI! 


# ¢SBSGSb! "Dy$a@Z$j$N$3$mS037%45%3%SS3PS1!<SKHtSPS5S1SFSkS$+S$b;3 (B ;_; 
2 ¿$B7nCf¿ (B <minoru@isl.intec.co.jp> 

3 ¿SB7nS+Si¿ (B <minoru-m@rb3.so-net.or.jp> 
4 ¿SB7n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


14470 


—-MESSAGE FILE 21587 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000123h 


tml.html 


--MESSAGE FILE 21588 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 


4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiUZJXM1LRiU5S5JUg4K0Q0Q+JDcwRiEpGyhK?= 
Date: 25 Feb 1998 17:37:25 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 3 

Message-ID: <6d1lkslSrdk@newsl.scei.co.jp> 


References: <6cf5bd$4m3@newsl.scei.co.jp> <19980219164714kamon@mail.web-hyogo.or.jp> 
<01bd3d87$1d654fa0S 650e92d2@pc9821v16.ggf.ilc.or.jp> <34f41747p2699@base.minoru.isl 


.intec.co.jp> 

NNTP-Posting-Host: 210.135.67.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> # gSBSGSb! "Dy$a@Z$ jSN$3$m$0%7%5S3SSSP%1!<SKHtSPSSSISFSkS+Sbe (J ;_ _; 


ESBSSSSSIS"! #3 (JSAN JOSE ¿$B$"$?$j%9$+!)¿ (J 


—-MESSAGE FILE 21588 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000124h 


tml.html 


--MESSAGE FILE 21589 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 


6html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCMyckNSRzISJBTyRDJEYkXiQ5JCshQSE jGyhC?= 
Date: Sat, 28 Feb 1998 18:30:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 53 

Message-ID: <34F7D918.C5780F8B@émud.biglobe.ne. jp> 
NNTP-Posting-Host: 133.205.180.118 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


ESBSIS&Sb!<z (BPsukez $BSGS9! #2 (B 

¿SB; E; v$, 8+SDS+$5$%S; !<!<!<!<Ss! #SbSCSH3hHFOST7TSJISISISP! #3 (Թ 
éESBSGSb<:6HN(S,SISsSISs>eS,SCSFSSSk!##47nNSKSO#4! SSKE~C#SISKSNS+SJI! Բ. (B 
2 SBSHSSS&S3SHSGS*SAS*SA40A4T | 5"SORHSKSIS j$S=SESGS9! #2 (B 
éSBS3Ss$J>uBVSNSHS$—-SKBg$-SJFOS-S,S"S$kSHSO; (B...¿$B!#¿ (B 


¿SBS (!<SH! #KMS, <B9ƏT0Q0w2q0Q0wD9$H$$$&2CLg$5$s$N$"$j$, $2?$SS*8@MUS, ¿(B 
ESB$"$J$^$7$?$N$G1sN8$J$/$=$N8*=q$-$r$$$7$0$$$A$c$$$^$9!#z (B 


¿SBSHSSS&S3SHSG>!<jS$SK<BO9TOQOwD9SKS$JS3j$72S7$S?2!#99F3S5$S1SJSSShS&SKS,SsSPSjS$S %¿ (B 


¿SBS9!#¿ (B 
¿SB$GSO:#H/I=2qš,Bg@.8yS9SkShS&SKS_SsSJSGS, SsSPSCSFSSS$S-S“S7$gS&!# (B 
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Date: 21 May 1998 22:14:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6k290bS4p31@chuka.playstation.co.uk> 

References: <3563024f.859426@www.playstation.co.uk> <3562fdd2.11106220@news.scea.son 
y.com> <6jvkv1l$4p17@chuka.playstation.co.uk> <356360ca.1951426@news.playstation.co.u 
k> <1d9elh2.3i40zkygoeycN@al1-88-112.al.nl1> 

NNTP-Posting-Host: n9.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/1d9elh2.3i4ozkygoeycN@al-88-112.al1.nl 


macsuppor@al.nl (DEnnis Brinkhuis) wrote: 

>In Holland we have similar problems but all the TV-cable compagnies are 
>bussy with conversions so we can get Internet on the TV-cable. This 
>costs about 20 pounds a month but you don't have any other costs like 
>telephone costs and You can stay unlimited on the net. Some students 
>from my school already have this and started their own server. 

> 

>DEnnis.. 


All our company offers is a connection to pipex and a small phone call discount 
made useless by the extortiante charges of pipex. : ( 


—-MESSAGE FILE 2285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00988 


—-MESSAGE FILE 2286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000989 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Fri, 22 May 1998 00:42:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3564BBF5.64341E3A@compuserve.com> 

References: <3561da91.821128@news.playstation.co.uk> <6k1731S4p22@chuka.playstation. 
co.uk> 

NNTP-Posting-—Host: 1d34-174.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I kinda liked Jean Michel Jarre, Oxygene (sp?), but I have found that 
the best music for coding is ambient techno - the Orb, which I guess 
if Jarre had emerged in the last coupla years would have been classed 
as. I have also found chub classics (fantazia) quite good (at work, we 
have a open plan office!) , and for a while experimented with the 
soundtrack from descent 2! 

I did consider white noise and the red tinted glasses at one point, 
but decided that this would be going too far, "step away from the edge" 
a voice was heard to say ;) 

As for times, whenever I can, usually sundays, any evening when 

I'm not too knackered from work between 8pm and 2pm depending 

on how engrossed I get. 


Nick 


JohnT wrote: 


> I seem to be odd compared to the stuff I have read on this thread! I prefer 
> to code at the weekend if I feel like it as I spend almost all week coding 

> at work for other people. But what makes me odd is my listening preferences. 
> I prefer soothing music that keeps my calm for coding. Stuff like Jean 
> 
> 
> 


Michel Jare or Mike Oldfield. Sometimes I do listen to music from the 80's 
or my collection of Bond Movie Themes! Sad ain't I? ;) 


Net Yaroze newsgroups message dump.txt 
¿ SBS=SNS$ &$A$3$3$G$N7P83$, LrN) SDSH$—-$, S"Sk$+$b$7$1$°$; 


ESBS*S: !"S33sSFS9SHSGSOSIS/!VH/T=2q!W!"S3S1SKS$3$@S$o0$4 
¢SB8D?ME*SJ0U8+SGSO0$"S4S*°S9S,S33SSF%9SHSOF~>*0T>eSKS7 


¿SB9MS (ՏԲՏՏՏ՞Տ914, (B 
2 SBS3S&SSSESNSOSISGS+S$>*1TS, MQOU$G$-$k$H$3$m$K$^$+$; 
¿$B3'$5$s$0<+J, SN: nIJSNSI$3$,NISSSNS$+0-SSSNS+SHSSS$&$3 


ESBS+! #2 (B 


E SBS5SSFS5SF !"%3%s%F%9SHSNL>>NSGS$ 9S, ! V3MSCSHSd$m$ &$<BA 
¿SB$GS$SSSGS9S+!#8D?ME*SKSO!V%5!<%P!<!WSHSSS&;zS,SI[S7 


ESBS"SH!"8£K+H~SK4XS7SFSGS9S, :#S“SG¿ (BNG¿ SBS$KSb=qS$SS$F 


¿SBSSS“S9!K!"¿ (B 
3:SB7nCf=N$0SiSSSKS$S3SN¿ (BeventNG; $B$G2~$a$F!"Jg=8$7$? 


Page 14471 


Ss!#¿ (B 
S?SSSH;WSSS*S9!# (B 
$+%3% aSs%HS, SDS+SISSSH¢ ( (B 


S“ST7SgS&!# (B 
ՏԱՏԷՇԱՏյՏ52Տ5/Տ"ՏյՏ՞ՏչՏտչ (B 


68106078 117, (B 
SSSGSO! #2 (B 


Տ/Տ1ՏԲՏ՞Տ9Տ, 1JS"SjS, ՏԱՏԵՏ456չ (B 


SSSH;WSSS“S9!#¿ (B 


¿SBSJS<S+SHSSS&SH8fK+H-Ds6!<TSNJ)$O>“SNL>A0$Sr7hSaSk8"MxS,S"SkS+SiSGS9!#;¿ (B 


ESBIg=8SNSHS-SK>*SNL>AO ! "FOMFSr8£K+H~SHSSSCS7Sg$K=q$$ 


¿SBSSSGS9!#¿ (B 


ե) 


SFS$S2S@S1S1SPS"SjS,S?¿ ( 


¿$B>^SN7h$aJ} $O: (BNGZ SBSr$sUSkS$SK3hMQSGS-S1SPSHNISSSH;WSSS*S9!#¿ (B 
¿SB;22C<TSO?3::0wSGS9!#S=SNEQSbK:S1S:SKS*4jJSSS7S S9!#¿ (B 


¿SBDySa@Z$jSNJQ99SOSSS?S7S%S;SS!#?3::;-4VSrS$?SCSWSjSH 


a 


SH$jJS?SSSGS9S+Si!# (B 


5¿$B7n¿ (B6¿ $BF | $N; ~E@SG1~ JgS5S15FSSSK: nIJL>!J:G0-%$U%!%$%kL>$@S1$SG$b!K$Šr¿(BNG¿SBS$K=qŠ 


—_=P¿ (B 


¿SBS$;S?SiNISSSJSH;WSCSFS2S9!#¿ (B 


¿SBEj9F>1=3j$O¿ (Bevent003;¿$B$GS9!#;¿ (BMr.KzSBS5$s!"ShSm$7$/S*4jSSSSS?S7S*S9! #2 (B ¿Š 


!J!2!Ki#m; (B 
2$B:YS+SSS3SHSOSbS&>/S78eSG! #2 (B 


ESBS"SH!"BE7bz (BPSz SBS, %M%C%H$d$m$&$<:nIJ$rJg=8$7$F$$ 
é SBSDSSSG$K%5!<%P!<SbMQOUS7SFS/S1$?SiS$SSSSNSKSM! Ւ, (B 


ESBSGSOS*S?S7SPS$iS$/>CS (S*S9! #3 (B(T 
ISB3' $5$s$, E 60 


Psuke 
p_suke@mth.biglobe.ne.jp 


SkShS&SGS9!#¿ (B 


Bim 


—-MESSAGE FILE 21589 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000126h 


tml.html 


--MESSAGE FILE 21590 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 


Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?is0o-2022-jp?B?GyRCUTMlLcyVGJTk1ISDpuSUpF 
=?1so0-2022-jp?B?GyRCUWobKEI=?= 

Date: Sat, 28 Feb 1998 18:31:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <34F7D95E.88D3CFD0@mud.biglobe.ne. յք» 

References: <19980216212840yasunaga@t3.rim.or.jp> 

NNTP-Posting-Host: 133.205.180.118 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


¿SBSIS&Sb (BPsukez SBSGS9! #¢ (B 
Mr.K wrote: 
> Mr.KzSBSGS9! #2 (B 


> 
> ¢SBEJIFMOSNSGS#%51%3/ SHS jSTSsSG$9$,!"z (BYaroze Japan 


ajLGTVELRyUjJWwlLyVIGyhC?= 


¿ SBSGMQOUS TSFSbSSSSSNSGS9$, !"¿ ( 
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B 

> ¿SB%U%S)!<%i%`%$%šY%s%HSHS7SF!"SW%m%0%i%_%s%0%U%)!<%i%`SN%S%Y%s%SH%G%#%1%/%H%j¿(B 

> ¿SBSK!"¿ (Bevent003 zSBSHSSS&SNSr:nSCSFBP1~$7$h$&$H; WS$$°S$9$,$$$+$,S$GS7SgS&!) ¿(B 
¿$B$h$m$7$/$*4J$$$7$^$9!#¿ (B ¿SBSGS-$S1$P%$5%$V%$sGS#%$1%/%H%sjŠ$K¿ (BFreez$B!"z (BThemez$B! "3 
(BChallenge 

¿SBSN#3SDSKJ, S1SFSSS?S@S1S1SPS&S1S7SSSGS9!#¿ (B 

> ¿SBS"SHSbS&SRSHSD!#¿ (B 

> ¢SBEE7D2&%3%SSF%9SHMOSNSGS#S1%3/ SHS ISO! "SWSCSHSO=PMhSk$1S1!"%S2%SCSHSO=PMhSJS$S$3 (B 

> ~SBShS&S$J; EAHS_SKS7SFSbSiSSS*S7S2?S, !":#2SSN$3%SSF%S9SHSGSHS=SNShHS&SI; EAHS_SOz (B 

> gSBI,MWSGS7SgS&S+!) !#; dSHS7SFSO!"I,MWSISSSHOMS (ՏԲՏՏՏ՞Տ91 #2 (B 


¿ $B; 22C<TS$, 23: : OwSHSSSE&S3SHSISNSG%2%CSHSGS—-SCSkS$ [$&S, SSSSSGSO! #2 (B 
ՀՏ8ՏՇՏՕՏՇՏՕ | #¢ (B 


Psuke 
p_suke@mth.biglobe.ne.jp 


—-MESSAGE FILE 21590 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000127h 
tml.html 


--MESSAGE FILE 21591 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 
8html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJIMlcyVGITk1SDgrRD4kNzBGISkbKEI=?= 

Date: 3 Mar 1998 16:24:29 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 13 

Message-ID: <34fc2bfbp8694@base.minoru.isl.intec.co.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> <19980219164714kamon@mail.web-hyogo.or.jp> 
<01bd3d87$1d654fa0S 650e92d2@pc9821v16.ggf.ilc.or.jp> <34f41747p2699@base.minoru.isl 
-intec.co.jp> <6dlkslSrdk@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6d1kslSrdk@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>> # zSBSGSb! "Dy$a@Z$ jSNS$3$m$0%7%4333SSPS1!<SKHtSPS5S1$FSkS$+Sb; (B ;_; 

> 

> $B$$$$$J$"!#¿ (BSAN JOSE ¿SBS$S"$?$3j%9S$S+1)¿ (B 


¿SBF|5"$j$H$$$&!"62$mS7$$S%&%o%55$,¿ (B... @_@ 
¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21591 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000128h 
tml.html 


--MESSAGE FILE 21592 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000012 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiUZJXM1LRiUS5JUg4K0Q0+JDcwRiEpGyhK?= 

Date: 5 Mar 1998 14:37:47 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 3 

Message-ID: <6dmdbrSn2f@newsl.scei.co.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> <19980219164714kamon@mail.web-hyogo.or.jp> 
<01bd3d87$1d654fa0S 650e92d2@pc9821v16.ggf.ilc.or.jp> <34f41747p2699@base.minoru.isl 
-intec.co.jp> <6dlkslS$rdk@newsl.scei.co.jp> <34fc2bfbp8694@base.minoru.isl.intec.co. 
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jp> 

NNTP-Posting-Host: 210.135.67.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿SBF|5"$j$H$$S&!"62$Sm$7$S$%&%o%5$,¿ (J... 0.0 


ESBS&!ASS!#$?S7S+SK625mS7$$!#;~: 9Sr9MS (S$kSHS5S$Si$K%$3%sosSŠ$!#;¿ (J 
—-MESSAGE FILE 21592 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000129h 
tml.html 


--MESSAGE FILE 21593 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?ISO-2022-JP?B?GyRCUTM1cyVGJTk1SDgrRD4kNzBGISkbKEI=?= 

Date: 6 Mar 1998 01:22:32 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 15 

Message-ID: <34ff4d0bp1118@base.minoru.isl.intec.co.jp> 

References: <6cf5bd$4m3@newsl.scei.co.jp> <19980219164714kamon@mail.web-hyogo.or.jp> 
<01bd3d87$1d654fa0S 650e92d2@pc9821v16.ggf.ilc.or.jp> <34f41747p2699@base.minoru.isl 
-intec.co.jp> <6dlkslS$rdk@newsl.scei.co.jp> <34fc2bfbp8694@base.minoru.isl.intec.co. 
յք» <6dmdbrSn2f@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <6dmdbrSn2f@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>> ¿$BF|5"$j$SH$$SS&!"62Sm$7S$%&%o%5$,¿ (B... Q@_@ 

> 

>2¿SBS&!ASs!#S?S7S+SK62SmS7SS!#;—-:9Sr9MS (SkSHS5SiSKS3%sosS!#¿ (B 


¿SB3S30=PD%SSG!"9TS-5"Sj5!FbGqS7S?SHS*SIS+S9?MS,SSSkSsSGS9!#¿ (B 
¿SB5"Sj$SOSoS+$jS*S9S, !"9TS-SO2DG=$=Sb$=Sb2DG=SISN$t+5?Ld$SGS9sS1si!#z (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21593 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000130h 
tml.html 


--MESSAGE FILE 21594 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCJEkkcyRKOm5JSiRHMX5KZyQ5JGskTiEpGyhC?= 
Date: Fri, 20 Mar 1998 10:15:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3511C32D.5EDE3A07@mud.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.180.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


PsukezSBS$G$9! #2 (B 


£$B3'SSSSAOSCSFS*S9S+! #SSSCS$?PSSSTS$s$I:nITI$rAOSCSF$sskSNnsG$7$g$&$+!) (B 
ESBSSSKSISkKSSSKSISk! #2 (B 
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ESBSASgSCSH65$ (SFI<!<!<!<!<!<!<!#2 (B (hn) / 
Psuke 


—-MESSAGE FILE 21594 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000131h 
tml.html 


--MESSAGE FILE 21595 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
2html html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso0-2022-jp?B?GyRCP15USkpnPTgzKztPISMjJNDdulIzRGfCReJEchI xsoQg==?= 
Date: Fri, 20 Mar 1998 10:15:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 52 

Message-ID: <3511C331.ABE6692@mud.biglobe.ne.jp> 

NNTP-Posting-Host: 133.205.180.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Psukez $B$G$9!#$J$+$J$+=PKW$G$-$:$K$9$_$^$; $s! #$b$&>/$7$+$+$k$+$b$7$1$^$;¿ (B 
ESBSs! #2 (B 


¿$B$=$1$G$O>^IJ$rJg=8$$$7?7$7$^$9!#¿ (B 


¿S$B8=:_SNS$SH$3S$Sm!"¿ (B 
ESBek#r#d$5$s$,Ds6!S7SFS/S18*S9!"3z (B 
¿SB?*=q7t¿ (B 


¿$B2CLg$5$s$,Ds6!$7$F$/$1$^ a. 
2 SBSP! <SAScSk%\!<3$%; %C%H¿ (B oy Sues @%W%?!$%/%=%2!<?tKN¿ (B) 


ՏՕօ1ս26258Տ5555Տ, Տ6157ՏԲՏ/515՞591".(8 
¿$B!V4m81$G>^!W$N$*3Z$7$_>^IJ¿ (B 


¿$B>>K\¿ (B ¿$B<B$5$s$,Ds6!$7$F$/$1$^$9!"; (B 
¿$B?^=q7t¿ (B 


Galaxy¿ $B$5$s$,Ds6!$7$F$/$1$^$9!"; (B 
ESBS_SKSGS#SIS/I"#M#Z!] #EHZ2#5! TLS; HMO! ?LS3+I1u! Ke (B 


2 $BKM$,Ds6!$9$kz (B 
¿SBA49q6&DL>&IJ7t;>8 (B 


¿E SB$H$$$C$?$H$3$m$G$9$, !J:#$^$G$K=q$-9~$s$@0SN$K$L$1I$F$k?M$, $$$?$i$4$a$s$J$5; (B 

¿SBSS!K¿ (B 

¿$BSb$&01EY$3$3$G2~$a$FJg=8$7$?7$$$H; W$$$^$9!#¿ (B 

ESB: #S*SGSKDsS6!Sr@k8@S7SFSSS?S@SSS?T}Sb$*<j?t$G$9$, SbS&0LEY=q$-9~SsSG; (B 

¿SBSSS?S@S1SJSSSGS7SgS&S+!#¿ (B 

¿$B7k9= a Ն Տ Տ"ՏՇՏ2ՏԱՏՕ5ՏՏ, JOQSoSCSFS?91BgJQSGS"$JS S9S+Si!#¿ (B 

¢SBS=SN: ԱԱ 37 3 uy Y ՆԹ SK>*IJSHS7SFDs6!S$9$k!WSH=q$SSFS$$?¢ 
¿SBS@S1S1SP¿ 

2 SBH r se S?SSSGS9! #2 (B 


> 


ESBS=S1SHSGS9SM! #; (BSAT¿ o. )S/¢e 
>¢$B8=<BLABJSHS7TSF!I">*IJ¢ ( s S E Հռ $1$i$r=8$az (B 
pu ss ETIL PE E os = S&SJEQS, SA%g%$C%SH:SSCS?¿ 
>¿$BSHS3$m$GS9!#; (B 
ESBSHSSS&LAGBIEGS, ; XE&ESSSISFSSS“*SISNSGSASGS$3SCSH>“IIDS6!SN%SkK!<SkSrSDS1$*S9! #¢ (1 


ա 


¿$B$$$?$C$F4JC1$G$9!#;¿ (B 
éS$B>*IIDs6!<TS$O<u>*<TSK>*IJSrAwSk5AL3$,H/@8S7S*S9! #2 (B 
éSB>*IIDs6!<TSO<+J, SN7hSa$?>*SN?3: :0OQO0wWD9SKCeEGSS7S*S9!#¢ (B 


¿SB0J>eSGS9!#¿ (B 
¿S$SB$=$1$GSO>*IJSNJg=8S$N3+;OSGS9!#; (B 


Psuke 


Net Yaroze newsgroups message dump.txt Page 14475 


—-MESSAGE FILE 21595 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000132h 
tml.html 


--MESSAGE FILE 21596 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCMX5KZ01RO2YkSyREJCQkRiEjGyhC?= 
Date: Fri, 20 Mar 1998 10:15:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3511C334.CADO0B65@mud.biglobe.ne. յք» 
NNTP-Posting-Host: 133.205.180.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Psuke¿ SBSGS$9!#¢ (B 


¿SB1-JgMQ; F$K$ŞD$$$ŞFNI$$OF$, $"$1$P=q$-9~Ss$G$/S@S5$$! #2 (B 
¿SBE)01S7S?S[S&S, @dBPShHS5SS=S&SGSISM! #¿ (B 


Psuke 


--MESSAGE FILE 21596 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000133h 
tml.html 


--MESSAGE FILE 21597 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?ISO-2022-JP?B?GyRCMX5KZ01RO2YkSyREJCQkKRiE jGyhC?= 
Date: 20 Mar 1998 10:53:39 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 17 

Message-ID: <35124791p5122@base.minoru.isl.intec.co.jp> 
References: <3511C334.CADO0B65@mud.biglobe.ne. յք» 
NNTP-Posting-Host: 210.132.156.31 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 


In article <3511C334.CAD00B65@mud.biglobe.ne.jp>, daiju@mud.biglobe.ne.jp 
says... 

> 

>Psukez SBSGS9!#¢ (B 
> 

>¿$B1~JgMQ; F$K$D$$$FNI$$OF$, $"$1$P=q$-9~$s$G$/$0$5$$!#¿ (B 
>¢SBE}01$7$?S[S&S, @dBPShS5S=S&SGS9SM! #2 (B 


¿$B:G=i$K!V%3%s%F%9%H1~Jg!W!J$=$&$$$ (SP!"S3SstFS9SHSNL>>NSCSF!"3 (B 
ՀՏՔՏ"Տ)Տ-Տ7Տ2ՏԸՇՏ1: (B?2$B! KSH=qS$$?S"SH!"z (Bupload.txt z~$BSrN.MQS9SkSNSO; (B 
¿SBSIS&SGS9S+;¿ (B? 

¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 

¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21597 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000134h 
tml.html 


--MESSAGE FILE 21598 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
Shtml. html 


Net Yaroze newsgroups message dump.txt 


Path: chuka. 
From: minoru 
Newsgroups: 
Subject: Re: 
Date: 20 Mar 
Organization 
Lines: 19 
Message-ID: 
References: 
NNTP-Posting 
Mime-Version 
Content-Type 
X-Newsreader 


cqz03222 ¿$B 


In article < 
says... 

> 
>Psuke¿SBSGS 
>¿$B$s!#¿ (B 
> 
>¢SBS=$1$G$0 


¿$B!V$3$1$0= 
¿$B!V=iJ*!W$ 
¿ $B=>Mh$N$b$ 
ESBS"SSSGS"E 
ՀՏՏՀս»՞ՏՇՏ-Տ 
¿$I 
¿SI 


B#37nCf¿ (B 
B#47n0J9_¿ 


—-MESSAGE FI 
tml.html 


--MESSAGE FI 
6html. html 
Path: chuka. 
From: minoru 
Newsgroups: 
Subject: Re: 
Date: 21 Mar 
Organization 
Lines: 35 
Message-ID: 
References: 
c.co.jp> 
NNTP-Posting 
Mime-Version 
Content-Type 
X-Newsreader 


cqz03222 ¿$B 


In article < 
says... 

> 

>cqz03222 ¿S 
> 

>In article 
>says... 

>> 

>>Psukez Տ8ՏՇ 
>>¿SBSs!# (B 
>> 
>>¿SBS=S1SGŠSŠ 
> 
>¿$B!V$3$1$0 
>¿$B!V=iJ*!W 
>¿ S$B=>MhSNS$b 
>¢SBS"SSSGS" 


Page 14476 
playstation.co.uk!newsl.scei.co.jp!usenet 

@isl.intec.co.jp (Minoru Matsumoto) 

playstation.ny.program.event 
=?ISO-2022-JP?B?GyRCP15JSkpnPTgzKztPISMJNDduIzRGfCReJEcbKEI=?= 

1998 10:53:39 GMT 

INTEC System Laboratory Inc. 


Ltd. 


<35124791pal22@base.minoru.isl.intec.co.jp> 
<3511C331.ABE6692@mud.biglobe.ne. յք» 


-Host: 210.132.156.31 
E 
: Text/Plain; charset=ISO-2022-JP 


WinVN 0.99.77 PLO1 (x86 32bit) 


SN>>KN¿ (B ¿$B<] 


BSGS9!#¿ (B 


3511C331.ABE6692@mud.biglobe.ne.jp>, daiju@mud.biglobe.ne.jp 


9!1#STS+SI$+=PKWSGS-$:SK$9$_$*S;Ss!#SbS&>/S$7S+S+SkS$+Sb$7$1$%°S; (8 


>“IJSrJg=8S$SS$SS?S7S S9!# (B 


iJ*$G>^!W$K¿ (B 1000:581 7, $N?*=q7t$r?JIDh$7$*S9!#¢ (B 
O!"sn<TS$,S=SNS8%Sc%Sék$K=iSaSFD) S$s$@:nIJSG!"¢ (B 
NSKSOSJSS@ZS48}5S, 8w$k%2!<%`$H$7$^$9!#¿ (B 
]$1SGS"SCSFSb! "Hs>oSKS£$K!<%/SISi!"¢ (B 
k2DG=@-$, $"$J$^$9!#¿ (8:-) 


<minoru-m@rb3.so-net.or.jp> 
B <minoru-m@rb3.so-net.ne.jp> 


( 


LE 21598 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000135h 


LE 21599 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 


playstation.co.uk!news1.scei.co.jp!usenet 

@isl.intec.co.jp (Minoru Matsumoto) 
playstation.ny.program.event 
=?1SO-2022-JP?B?GyRCP15ISkpnPTgzKztPISMjJNDdulI zRGfCReJECHDKEI=?= 
1998 14:44:05 GMT 

INTEC System Laboratory Inc. 


: Ltd. 
<3513cf0dp6251@base.minoru.isl.intec.co.jp> 


<3511C331.ABE6692@mud.biglobe.ne.jp> <35124791lpal22@base.minoru.isl.inte 


-Host: 210.132.156.15 
5: 1.0 
: Text/Plain; charset=ISO-2022-JP 


WinVN 0.99.77 PLO1 (x86 32bit) 


SN>>K\2 (B 2SB<BSGS9! #3 (B 
minoru@isl.intec.co. 


35124791pal22@base.minoru.isl.intec.co.jp>, jp 


BSN>>K\¢ (B ¢SB<BSGS9! #2 (B 


<3511C331.ABE6692@mud.biglobe.ne.jp>, daiju@mud.biglobe.ne. jp 
$91#STS+STS+=PKWSGS-S$:$KS9S_$*°S;Ss!#SbDSE&>/$7$+$+S$kS$+Sb$7$1$%S; ¿ (B 


O>^IJ$rJg=8$$$?7$7$^$9!#2 (1 


ա 


=id*$G>*!WSKz (B 10002581 Մ, $N?^=q7t$r?JDh$7$^$9!#; (B 
SO! ":n<TS,S=SN%8%ScSsékSK=iSaSFD) $sS$@:nIJSG!"¢ (B 
SNSKSOSJS$@Z$48}$, 8w$k%2!<%S* SHS7S*°S9! #2 (B 
E]S$1SGS"SCSFSb! "Hs>oSK%£SK!<%/SISi!"3z (B 


Net Yaroze newsgroups message dump.txt Page 14477 


>¿SB<u>*SGS-Sk2DG=@-S,S"SjJS%S9!#¿ (B:-) 


é SB8608SNS*S*S@SH>*SN@-30S, SOSCS-SISTSISSSNSG! "3 (B 
éESB!VS=SNS8%Sc%S%kS$K=iSaSFD) Ss$@:nIJSG! We (B 
2SBSNItJ, $r:0=|$7$*S9! #=>SCSF! ">*SN<q; ] $0!" (B 


¿ SB=>MhSNSDSNSKSOSTSS$@Z$58}$, 8wSk%2!<%° SHS7TS*S9! #2 (B 
ESB1l~Jg%8scSsskSOLd$$$*$;Ss!#z (B 
¿$B%"%$%G%"F]$1$G$"$C$F$b!"Hs>o$K%$f%K!<%/$J$i!"¿ (B 
é$B<u>*$G$-Sk2DG=@-$, $"$jS*S9! #2 (8:-) 


ESBSHS7TS*S9O! #2 (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 21599 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000136h 
tml.html 


--MESSAGE FILE 21600 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <daiju@mud.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCMX5KZ01RO2YkSyREJCQkKRiEjGyhC?= 

Date: Sat, 28 Mar 1998 15:03:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <351C92CA.42251070@mud.biglobe.ne. յք» 

References: <3511C334.CADO0B65@mud.biglobe.ne.jp> <35124791p5122@base.minoru.isl.int 
ec.co. p> 

NNTP-Posting-Host: 133.205.180.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Psukezg$B$G$9! #CY$/S$I$j$*$7$2?$9$_$*S;$s!#2 (B 


Minoru Matsumoto wrote: 


>¢$B1~JgMQO; fSKSDSSSFNISSOFS,S"S1SP=q$—9~SsSGS$/S@S5SS!#¢ (B 
>¢SBE}01$7$?$[$&$, @dBPSh$5$=S&SGS9SM! #¢ (B 


¿$B:G=i$K!V%3%s%F%9%H1~Jg!W!J$=$&$$$ (SP!"S3SSSFS9SHSNL>>NSCSF! "3 (B 
ESBS"$5$*°S7$?SCS12 (82:58: KSH=q$$$?S"SH!"z (Bupload.txt z$BSrN.MQS9SkSNSO; (B 
¿SBSIS&$GS9S+¿ (B? 


ESBS=S&SGS9SM! #S=SESTS*STSgGS&! #2 (Be-mail¿$B%"%I%1%9$O0I, $:=q$$$F; (B 
¢SBSbSiSoSJISSSHO"MmITG=SKSISKSNSGIPCNSbS7SISSSH! #2 (B 


¿SB%3%Ss%F%9%HŠ$NL>>N$OH?BPO0U8+$,$JS$SShS&$JSNSGO (B 
2£$B!VSMsCSH$d$m$ &$<B46HOG@J8 ! We (B 
ESBSG7hDjSGS$9! #2 (B 


—-MESSAGE FILE 21600 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000137h 
tml.html 


--MESSAGE FILE 21601 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCP1L5JSkpnPTgzKztPISMJNDdulzRGf£fCReJEchI xsoSg==?= 
Date: Fri, 03 Apr 1998 01:05:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <3523B739.6DA3@pa2.so-net.or.jp> 

References: <3511C331.ABE6692@mud.biglobe.ne. յք» 

NNTP-Posting-Host: 210.132.172.223 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 14478 
Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 

ESBS3SsSPS$sSO!*!!¢ (JTAOZSBSGS9! #2 (J 

¿SB;d$Sb>“TJSrS@S7S“S9!#¿ (J 

ESBS (!<SCSH! "#P#SS=SUSHSGS/SiSCS7SESPESEGSHES/ !<#1!"S4+3KSM!<%38%30!<SH!JIEN, ՔՀ (J 


ESBSDS-!K!I"3 (J 
TIZ2$B!"8e01K\!"SISKS+IUS1$?SSSH;WSSS*S9! #3 (J 


ESBS3$1S$iSr!"!VSMSCZHSdSm$&$<SdSCS$?SG>* !WSK?IDHS7$*S$9!#SSS*S*SGS"S*S53hHFOS7T¢ (J 
So se uu kaka a Ագան 
Serre error Carr E ee an ar eee mer rr ere rr etre 
I | i | "$I$sSGSbe (JOKLSB!*! 19"S7S29NOUSS9~$_$rG0$S$°99! T>P IR: (7 


ՀՏ. List] 1.541 t ԼԻԻ 1 11244 


Toru Yokokura ¢SB!J2#AR! !EO!Ke (J 
HN: TAO 


t-yoko@pa2.so-net.or.jp 
¿SB!J#47n0J9_S$SO!"2<5-SN%$"%I%1%9¿ (J 


¿$B$SK$*4J$$$7$^$9!#!K¿ (J 
t-yoko@pa2.so-net.ne.jp 


SSBT ETETE ETE eh) A ee ed 
—-MESSAGE FILE 21601 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000138h 
tml.html 


--MESSAGE FILE 21602 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000013 

9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCP15USkpnPTgzKztPISMjJNDdulI zRGfBsoQg==?= 
=?1SO0-2022-JP ?B?GyRCJUF4kRyEjGyhC?= 

Date: Fri, 03 Apr 1998 23:03:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <19980403230348kamon@mail.web-hyogo.or.jp> 

References: <3511C331.ABE6692@mud.biglobe.ne.jp> 

NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


Psuke <daiju@mud.biglobe.ne.jp> wrote: 
>¿$B2CLg$5$s$,Ds6!$7$F$/$1$^$9!"¿ (B 
>¿SBSP!<%SA%Sc%Sk%SN!<%S%;SC%SH¿ (B(ESBK\BN! SHA#CS"S@ASWS?!S3/S=32!<?tK\¢ (B) 


¿SB>e5-SNSHS*SjSG4VOcS$S"SjJS“S;Ss!# (B 


>¿ $B$=$N:] !"¿ (Bsoluze¿SBS5SsSNShS&SK!V$S3S&SSS&>*SK>*“IJSHS7SFDs6!S9Sk!WSH=qS$SSSFSSS?¿ ( 
B 
>ESBS@S1S1SPHs>oSKS"S$jS,S?SSSGS9! #2 (B 


¿SBS&!ASs!SSSSS>“S,;WSSIbS+SPSJSSSsSGS9S1SI!SSIS&S7S*S7SgS&!)¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or. jp 
Taro Kamon 
—-MESSAGE FILE 21602 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000139h 
tml.html 


--MESSAGE FILE 21603 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 


Net Yaroze newsgroups message dump.txt Page 14479 


Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCP1L5JSkpnPTgzKztPISMJNDdulzRGfCReJEchI xsoSg==?= 
Date: Sat, 04 Apr 1998 16:29:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3525E16C.2404@246.ne.jp> 

References: <3511C331.ABE6692@mud.biglobe.ne.jp> 
Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBM=DjJ$I$*$j)?^=q7t!J$^$?$0?^=q%+!<%I!K$r>^IJ$H$7$F!"Ds6!$7$^$9!#¿ (J 
¢ SBA* 9M4p=" SOFCS$KDj5AS$7$°5;$s!#!ISHSSS&S+;WSSSDS+SISSSNSG!Ke (J 

$B! J>19g$KShSCSFSO! "FHN) $7$?>*SGSOSJ$/SISJIS?$+SN>*SNI{>*SHS7SF3 (J 
¿SBDs6!$5$;$FD:S/$S+$b$7$1$2$;$s!#!K¿ (J 


ESBSSSYSSSH<+BNSr3ZS7$_SKS7SFSSS$*S9!#@) :nC£SNJ}$OS, Ss$PSCSF2<S5SS$! #2 (J 

krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 21603 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000140h 
tml.html 


--MESSAGE FILE 21604 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1S0-2022-JP?B?GyRCMX5KZ01RO2YkSyREJCQkRiEjGyhC?= 

Date: 4 Apr 1998 12:25:02 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 17 

Message-ID: <35262322pb839@base.minoru.isl.intec.co.jp> 

References: <3511C334.CADO0B65@mud.biglobe.ne.jp> <35124791p5122@base.minoru.isl.int 
ec.co.jp> <351C92CA.42251070@mud.biglobe.ne. յք» 

NNTP-Posting-Host: 210.132.156.24 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <351C92CA.42251070@mud.biglobe.ne.jp>, daiju@mud.biglobe.ne.jp says... 
>¢ SBS=S&SGS9$M! #$=SES7S*°S7Sg$&!1 #2 (Be-mail¿$B%"%I%1%9$0I, 5:-զՏՏՏԻչ (B 
>¢SBSbSiSoSTJSSSHO"MmITG=SKSISkKSNSG9PCNSbDS7TSISSSH! #3 (B 


ESB: Է: #SN$3$N%5!<SPSN>uBVSr8+SFSSSkSH!"S+SISjSNITOBSr3P$ (SkSNSG!"¢ (B 
¿S$B2DG=$JSi!"3'MMSNS[!<%`%Z!<%8$GSb9pCNS7$SF$bSiS&ShS&SKS7S?J)S, ¿(B 
¿SB$$$$5$$,$7$^$9!#; d$N>19g!"¿ (Bgeocities ¿$B$,%3%s%F%9%H$N9PCN$r6X;_¿ (B 
ESB$7$F$$$K$N$G!"%j%s%/$rE=$k$@$1$K$J$C$F$7$^$$$^$9$, !"; (B 
¿SBšhSmS7S$SGS9S+¿ (B? 


# gSBSCSF!"¢ (BMr.K ¿S$BS5$SsSKAjCLS7SJSSSHSSS1SJSSSNS+SJJ¿ (B? 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co. jp/Playtown—Denei/3856/ 


—-MESSAGE FILE 21604 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000141h 
tml.html 


--MESSAGE FILE 21605 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 


Net Yaroze newsgroups message dump.txt Page 14480 


Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCP15JSkpnPTgzKztPISMjJNDdulzRGf£fCReJEchI xsoQg==?= 
Date: Sat, 04 Apr 1998 22:59:45 +0900 
Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <35263CD0.71D6EE08@mxz.meshnet.or.jp> 
References: <3511C331.ABE6692@mud.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.180.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


¿SBSIS&Sb#P#s#u#k#eSGS9!#; ( 


= 


¢ SBKMSO! VMnSA%2!<ItLg! WSN! V$3$74$cSO$*Sk$G>* ! WSK; (B 
¿ ŞBA49q6&DL>&IJ7t$r:9$7>e$2$^$9!#¿ (Թ 


¿SBS_SJS5SsS,SsSPSCSFS/S@S5!<SS!#¿ (B 


--MESSAGE FILE 21605 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000142h 
tml.html 


--MESSAGE FILE 21606 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCMX5KZ01RO2Z2YkSyREJCQkKRiE jGyhC?= 

Date: Sat, 04 Apr 1998 23:08:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <35263EE6.7E2C5827@mxz.meshnet.or.jp> 

References: <3511C334.CADO0B65@mud.biglobe.ne.jp> <35124791p5122@base.minoru.isl.int 
ec.co.jp> <351C92CA.42251070@mud.biglobe.ne.jp> <35262322pb839@base.minoru.isl.intec 
.Co. Jp> 

NNTP-Posting-Host: 133.205.180.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


¿SBSIS&Sb#P#is#u#k#eSGS9!#; (B 

Minoru Matsumoto wrote: 

cqz03222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 

In article <351C92CA.42251070@mud.biglobe.ne.jp>, daiju@mud. ՏԱՆԷ: ne.jp says... 


>¿SBS=S&SGS9SM!#S=S&S7S“S7SgS&!#¿ (Be-mail; s SgMPÓGNSISIS tee $:=q$$$Fz (B 
>¿SBSbSšSiSoSJSSSHO"T"MmITG= SKSJSkSNSG9PpCN5SbS75JSSSH!#¿ (B 


— l T 5 3 S a a 5 6 3 Ր 
¢$B2DG=$I$i!"3'MMSN% [!<%* $Z!<%8SGSb9IPCNS7SFSbSiS&$Sh$&SK$7$?T}$,¢ (B 
ESBSSSS5S8S,S57S*°S9!#; dSN>19g!"z (Bgeocities ¿$B$,%3%s%F%9%H$N9pPCN$r6X;_ė (1 
¢ SBS TSFSSSKSNSG!"34%s%/SrE=Sk$@S1SKSISCSFS7$*S$$$%*S9$, !"; (B 
¿SBšhSmS7S$SGS9S+¿ (B? 


ա 


- 
- 
- 
- 
- 
- 
> 
> 
> 
> 
> 


Bee YY — > 3, ny T, V C alas Naren Y 7 Y D 
%Z!<%s8SKCV;¿ (B 

¿SBS-S“S9SNSG¿ (B 
¿SBC/SGSDS _ $1$°$9!#>&MOSGSOSTISSSNSGSSS1SkSH; WSSS$*S9!#z (B 


Psuke 
p_suke@mxz.meshnet.or.jp 
http://www2r.biglobe.ne. jp/~p_home/ 


—-MESSAGE FILE 21606 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000143h 
tml.html 
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—-MESSAGE FILE 2286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00989 


—-MESSAGE FILE 2287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000990 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Browser probs 

Date: Fri, 22 May 1998 09:17:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6k3co9S4p33@chuka.playstation.co.uk> 
NNTP-Posting-Host: client82e4.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Is anyone having problems accessing the Net Yaroze site. Every time I try 
to access it with IE4 and Nav 4 I get an fatal error in Kernel32.DLL 


Is anyone facing the same problem, or is my computer going ka-putt. 
Thanks 


Bob 
bob@shand.globalnet.co.uk 


—-MESSAGE FILE 2287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00990 


—-MESSAGE FILE 2288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000991 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: (no subject) 

Date: Fri, 22 May 1998 11:21:31 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1d9emlo.i23f£67177zge4N@al—88-105.al.nl> 
References: <6k1v27S4p29@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-105.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


West <wb6ac> wrote: 


> I was wondering is there a reason the Palystation takes so long to boot. Or 
> does Sony just wannna make sure you see their copyright sign? 


I think it uses the time to check the codes.. 


DEnnis.. 
—-MESSAGE FILE 2288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00991 


—-MESSAGE FILE 2289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000992 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Browser probs 

Date: Fri, 22 May 1998 18:59:11 +0200 

Organization: Debri Productions 

Lines: 12 
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--MESSAGE FILE 21607 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1S0O-2022-JP?B?UmU6IBskQj5eSUpK2Zz04Mys7TyEjJIzO3biMORnwkXiRHISMbKEo=?= 
Date: 4 Apr 1998 14:50:41 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 15 

Message-ID: <6g5hc1$26v@newsl.scei.co.jp> 

References: <3511C331.ABE6692@mud.biglobe.ne.jp> 

NNTP-Posting-Host: 210.135.67.102 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!A! #2 (J 


2 SBS* SCSHSCSHAVSKIGSOSTSSSHS3S@SCS?!*2 (J 
£SB8@SS=P$7SCSZ5N; d$+$iSO!V5,DjItLg!W!JS@SCS$1!) !KSKz (J 
¿SB%U%!%_%3%s%+%; %C%H==?tK\ (J 


E$BSG$9!#$"$j$-$?$JSNMNn$AJ*$H$$$&%8%c%s%k$K?7Iw$r?a$-9~$s$G$/$@$5$$!#¿ (J 


ESBETHPHEM! S#CHOE (I ¿SB#S#OFF#T; (I ¿SB#W#OFR#K#S¿ (I ¿SB#1#9#9#8¿ (U.  SB#M#A#Y;¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 21607 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000144h 
tml.html 


--MESSAGE FILE 21608 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 

Shtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?1s0-2022-jp?B?GyRCUTM1cyVGJTk1LSEBrRUFNUSVaITwlOCRyOm4kQyRGJF 8kXhsoQg==?= 
=?1iso-2022-jp?B?GyRCUDckPyEjGyhC ?= 

Date: Mon, 06 Apr 1998 08:29:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <352813DA.D60EFE8@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


¿SBSIS&$Sb#P#s#u#k#eSGS9¿ (B 


¿SB%3%sSsF%S9SH@kEAMQSZ!<%S8SrSSSCS?Ss¿e (B 
http://www2r.biglobe.ne.jp/-p_home/NetY/soturon.html 
ESBSKCVS—-S$*S7S?! #¢ (1 


ա 


ESBITE, @Z$JH/8@S$d$o0$+$ jSK$/SSE@S, S"S1SPCNSi$;$/S$@S5$$! #2 (B 


E SBS3SN%Z!<%8Sr$3SNS$*$*KMSNSHS 3$m$+SKCV$/$+!"SWSm%0%i%_%S%0%US) |ՀՏ15`չ(8 
¿SBSKCVS$SSF$SS?$S@S/S+LBSCSFS S9!1#¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21608 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000145h 
tml.html 


--MESSAGE FILE 21609 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
6html.html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kKAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jp?B?GyRCP1I5JSkRZNiEDKEI=?= 
Date: Mon, 06 Apr 1998 13:44:40 +0900 
Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <35285DB8.2D4C4AE2@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


ESBS3SSSKSASO! "#K#A#ZH#EZHYSGS9O! #3 (B 
¿ $B; d$b>“IJSrDs6!$7S$?SSSH;WSSS*S9! #2 (B 


¿SB#1!%$%"%J%m%0%3%s%H%m!<%i¿;(B ¿$B!J%G%e%"%k%7%9%C%/!K; (B ¿$B$[$\?7IJ¿ (8(՞՞չ 
2 SBH2! SSQSSS3NSPS$36!<z (B չ5817925Շ519-ՏԵՏՏՏԱՑՇՏՔ 95151551. (B ¿SBH"L55S7Cf8E¿ (8(՞՞չ 
2 SBH3!%%2!<3%!1<%: SUS) !<%i%`%*%U%#%7%Cc%k!)OS;~7Wė (B ¿$B!J8=:_%G%6%$%sCf!K; (B 


ESBS3SNSS$$:$15+S$*S$?SOA4It$rM=DjSTSFSSS*S9! #3 (B 


(AE SY ՅՆ IAT ofp SAY ON af BY IAT mf ՅՆ ԱՆ SS St AN AS SET ome sh, 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or. a 
PostPet : kazzy@postpet.so-net.or. 
beth fe Sh fl Poh PEL eA Kz Fb s. a PA ACT Ed Of A AD 2 E E A 


--MESSAGE FILE 21609 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000146h 
tml.html 


--MESSAGE FILE 21610 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
Thtml.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJTM1cyVGJTkKISEBrRUFNUSVaITwlOCRyOm4bKEI=?= 
Date: 6 Apr 1998 12:55:21 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 27 

Message-ID: <3528cd32p1932@base.minoru.isl.intec.co.jp> 

References: <352813DA.D60EFE8@mxz.meshnet.or. յք» 

NNTP-Posting-Host: 210.132.156.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


w 


cqz03222 ¿$B$N>>K\¿ (8 ¢SB<BSGS9! #2 ( 


In article <352813DA.D60EFE8@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 


says... 
> 

>¢ESBSIS&Sb#PHSHUFK#FESGS I: (B 

> 
>2SBS3%SSF%9SH@KEAMOSZ!<S8SrSSSCS?Ssz2 (B 


>http://www2r.biglobe.ne. jp/~p_home/NetY/soturon-html 
>¿SBSKCV$-S*S7S?!# (B 


ՀՏ8:Վ5040` zS@SH;WSSS*S9! #3 (B 
2$BS?%SSH%kKSN%P%C%/1GA|$,$-S1S$! #2 (B 


>¿SBS3SN%SZ!<%8SrS3SNS oe ՅԻ $mS0%1%_%S%0%U%) !<%i% > z (B 
>2¿SBSKCVSSSFSSS?$S@S/S+LBSCSFS S9!#¿ (B 


ESB2qOw8BDj$+!"30ItSN?MSKSb; 22CSGS-S$k4D6-SKS9SkS+!"SGS9SM! #2 (B 
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¿SBFq$7$SSHS3$mS@SJŠ$"¿ (B... SB! #2 (B 
ՀՀՏՑՏԱՏՇՏԵՏՎՏՈՏԵՏՀՀ (B> ¿SBSr@$4VSN?MSKSbSCSHCNSCSFSbSiS&SHSSS& (B 
¿SBOUL#SG!"N>J)$KCVS$S$?SiSIS&SGS7$gS&¿ (B? 


# ¿SB$=S$S&8@S(SP!"; (BPsuke չՏ8Տ5ՏՏՏԱ: (B HP ¿$B$X$N%j%s%/E=$C$F$J$+$C$?!#¿ (B_o_ 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21610 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000147h 
tml.html 


--MESSAGE FILE 21611 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
8html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Soluze" <soluze@sannet.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: ¢S$B4m81$G>*SO!Vz (JDOS/V 568: Տ8ԲԵՑ"ՏԵՏՇՏ` !We (J 
Date: 6 Apr 1998 20:23:03 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <01bd6198Se250a0a0Sf005d8cae@DS00640> 
NNTP-Posting-Host: 202.216.5.240 

X-Newsreader: Microsoft Internet News 4.70.1157 


¢SBHs>oSKCY$/SISCSF?=S7LUS"S4S*S;Ss!#z (J 


2$B4m81S$G>*SO!Vz (JDOS/V 56KzSBFbB"%b%G%* !WSHS5S$; SFSSS?S@S-S*S9!#3 (J 
éSB! JTL#P#GSrF~<jST7TSISSSH; (J33.6KzSBDxXEY!K¢ (J 


¿$B?3::$0¿ (J Psuke :SBEBSKS*GSS;S7S5%S9! #3 (J 
¿SB?3::4p=`SO¿ (J C¿SB#R#DRR#A#P#ATS#2 ¿ (J 
ESBSN%S-SDSSS7SCSLSKGWSKI*S, !IS*SSSE*SS!IKK>S*STSSSGSOI! #2 (J 


Gl 


¢$B<BSOHs>oS$KK; $7$/SF!"S3SCSASK4iS,=P$; SUSSSH;WSSS*°S9! #3 (J 
¢$B:#7n!"E15~=PD%!"Mh7n!":FMh7n$0z¢ (J zSBC£IGI-E1>JISKSSSKSH;WSSS*S93 (J (;_;) 
ESBSHSIS"S ($: 4Q8wSGSISSSiSTSSSGS9! #2 (Մ 

¿SB!J8=COSG#P#GSSS8S3S?S/SJSS!K¿ (J 


¿SB5"SCSFS3SJS+SCS?Si!JS3SiS1SJS+SCS?S1!K>“IJSOL5SSSGS9!#S")TS7S+SiS:!#1J%S*#SSS* (J 
ESBSS!Ke (J 


ESBSISSSHS7SFSbS"SCSASG1I=; SOHr$1$?SSSGS9! #3 (J 
¢SBS=$1SGS03'S5$s4nDSSCSFS/S@AS5SS! #2 (J 


E-mail;$B!'¢ (Jsoluze@sannet.ne.jp 
ESBOSLZIR@2; (J 


-—-MESSAGE FILE 21611 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000148h 
tml.html 


--MESSAGE FILE 21612 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000014 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJTM1cyVGJTk1ISEBrRUFNUSVaITwlOBsoQg==?= 

Date: Thu, 09 Apr 1998 05:47:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <352BE261.B02F1340@mxz.meshnet.or.jp> 

References: <352813DA.D60EFE8@mxz.meshnet.or.jp> <3528cd32p1932@base.minoru.isl.inte 
c.co.jp> 

NNTP-Posting-Host: 133.205.180.127 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


¿SBSIS&Sb#P#s#u#k#eSG$9!#; (B 
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Minoru Matsumoto wrote: 


> >¢SBS3SSstF%9SH@KEAMQOSZ!<%S8SrSSSCS?Ss¢ (B 

> >http://www2r.biglobe.ne. jp/~p_home/NetY/soturon. html 
> >¿$B$KCV$-$^$7$?!#¿ (B 

> 

> ¢$B;d$040° zS@SH;WSSS“*S9O! #2 (B 

> 2$B%?%SSHSkSN%P%C%/1GA|$,$-S$1S$! #2 (B^_^ 


¿SBS"SjS, ՏՔՏՃՏ4ՏՇՏՏՏ՞Տ91ՄՏ-ՏՃՏՏՏՇՏԲՏԵՏ15 (SkSH4r$7$$SGS9!l#e (B 


> 2 SBS3$N$Z!<%$8SrS3SNS*S*KMSNSHS$3Sm$+SKCVS/$+! "SWSmS0$is_ Փտտ05Ս5) 1Հ515`: (B 
>éSBSKCVSSSFSSS$?S@S/S+LBSCSFS*S9! #2 (B 

<¿SB%SM%SC%HSdSmS&S<¿ (B> ¢eSBSr@S4VSN?MSKSDSCSHCNSCSFSbDSiIS&SHSSS&2 (B 
¿SBOUL#SG!"N>J)$KCVS$S$S$?SiSIS&SGS7$gS&¿ (B? 


V V V V 


¿SB@hF|!"¿ (BMr.K¿$B$5$s$K%a!<%k$r=P$7$^$7$?$N$G>e<j$/$$$1$P¿ (B2¿ $B!" (B3¿$BF|Cf$K%j% 
s%/$,S$OSi$1$kz (B 

¿SBSH;WSSS S9!#SGSb (BMr .K¿ SBS5SsK;S7S=S&SGS9S7¿ (8... 
¿SBKM$NS[!<%`%$Z!<%8$b9927CfSJ$SN$G=PMh<!Bh¿ (BYAHOO; SBSJSISKEPO?$7$?SSSH;WSSS*S9! #3 (B 


¿SBS=S1SGSO!#¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21612 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000149h 
tml.html 


--MESSAGE FILE 21613 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 

Ohtml. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCJTM1cyVGJTk1SCROOXBDTk1RJHI 4eDMrJdDckRiQkJF4kORsoQg==?= 
=?iso-2022-jp?B?GyRCISMbKEI=?= 

Date: Wed, 15 Apr 1998 06:02:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3533CED7.9058DC81@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


¿SB#P#s#u#k#es$SGS9!#; (B 
http://www2r.biglobe.ne. jp/~p_home/indexF.html 

ESBSKS3S3SSF%9SHSNIPCNSH1~JgJ}K! !"1~Jg=q<0Sr=q$$$?%Z!<%S8Sr¢ (B 
2$B:nSCSFSS$*$9!#1~JgSN: ] $OS43NG' SN>e! "Ej 9FS7SFS/S$QS5$$! #3 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21613 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000150h 
tml.html 


--MESSAGE FILE 21614 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
lhtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-4jp?B?GyRCJWk LOSVIISY1LOSVRITw1SCRHJDkhIxsoQg==?= 
Date: Fri, 24 Apr 1998 21:05:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <35407FFA.EOF6CD2D@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.134 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


2$B3'$5$s%4!<SkSOL\SNA0S*SGS—-SFS*S9!JSoS+SCSFSKSCSF!K! #¢ (B 
¿SB4hD%sSjS S7SgS&!#¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21614 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000151h 
tml.html 


--MESSAGE FILE 21615 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJWk1OSVIISY1OSVRITW1SCRHJDkhIxsoQg==?= 
Date: Fri, 24 Apr 1998 23:46:55 +0900 

Organization: Japan 

Lines: 17 

Message-ID: <3540A5DE.C7CE37EF@geocities.com> 

References: <35407FFA.EOF6CD2D@mxz.meshnet.or.jp> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SSSPSSSO!"S?S3SNS9S1SGS9! #¿ (B 


¿ SB; d$O<~2sCY$1$G$9!J>P!Kz (B 


¿SBS“S?LS40@0@1?MSK=*SoSjS$S=$&SGI]SS!#¿ (B 


¿$B1111111111111111111111111111111111111!1!1!1!11!11!1111!1111111111111!112 (B 
ESB! !!!!!1S?$3SN$9$1¢ (B(t_youhei@geocities.com) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 


ESBE57n#5F | ; T@nJ82=2q4 [$G#2; ~$+$iDj4|1iAU2q¿ (B 
¿$B:G=*99?7F|;~!!!11#4!?#2#1: (B 

¿$ŠB9927M=DjF|!!!!!!#4128#82#5; 0 
¿$B!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]¿ (B 


--MESSAGE FILE 21615 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000152h 
tml.html 


--MESSAGE FILE 21616 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJWklOSVIISY1lOSVRITwlSCRHJDkhlIxsoQg==2= 

Date: Mon, 27 Apr 1998 08:23:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3543C1ED.26658E28@mxz.meshnet.or.jp> 

References: <35407FFA.EQOF6CD2D@mxz.meshnet.or.jp> <3540A5DE.C7CE37EF@geocities.com> 
NNTP-Posting-Host: 133.205.180.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBSIS&Sb! <#P#SH#HUFK#ESGSI! 4: (B 


Youhei TAKADA wrote: 
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¿SB$S3SsSPS$SsSO!"S?S3SNS9S1SGS9!#¿ (B 


¿$B;d$O<-2sCY$1$GS91J>P !K¿ (B 


V V V V V 


¿SBS“S?LS40@1?MSK=*SoSjS=S&SGI]SS!# (B 


¿S$ŠBLS4001?M$SG$bS$S<$SREj9F$S7$FS/SQ$S51<$SS!#Bh#22sEE7b2&%SM$šC$H$d$mS&$<%3%s%$F%9%H¿ (B 
¿SB!JS"T"SkSNS+S$SJ!) !KSNBN83HGSHS7SF! #2 (B 
éS$B:G6aSO%S3SSSFS9SH: nIJSKSDBN83HGS, S"SkSNSGS9!#¢ (B 


¿$B!]! E ae eee eee 
¿SB!1!!111S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


ESBic!c!c;dSN%[!<%°S2Z!<S8!d!d!dz (B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿SB#57n#5F|;T@nJ82=2q4[$G#2;-$+$iDj4|1iAU2q; (B 


V V V V V V 


¿SB$=$&$GS=S&$+#57n#5F|  (8....25818Թ39ԲՏիտոտյ5/5»4355575-1ՀԼՀՈՀՏ9 Աւ (B 


Psuke 
mailto:p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21616 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000153h 
tml.html 


--MESSAGE FILE 21617 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJWkLOSVIISYLOSVRITw1SCRHJDkhI xsoQg==?= 

Date: 29 Apr 1998 13:09:54 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 24 

Message-ID: <35472381pa084@base.minoru.isl.intec.co.jp> 

References: <35407FFA.EQOF6CD2D@mxz.meshnet.or.jp> <3540A5DE.C7CE37EF@geocities.com> 
<3543C1ED.26658E28@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.132.156.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <3543C1ED.26658E28@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 
says... 

>Youhei TAKADA wrote: 

> 

>> ¿SBS3SsSPSsSO!"S?S3SNS9S1SGS9!#¿ (B 

>> 

>> 2$B;dSO<~2sCY$1$G$9!J>P!K; (B 

>> 

>> ¿SBS%*S?LS40@12MSK=*SoSjS=S&SGI]SS!#¿ (B 

> 

>¿SBLS400@1?MSG$bS<SREjJ9FS$7SFS/SQ@S5!<$$!#Bh#22sEE7b2&%SM%$C%$H$Šd$mS&S<%$3%Ss%SF%S9%H;¿ (B 
>¿$SB!JS"SkSNS+$SJ!) !KSNBN83HGSHS7SF! #2 (B 
>¿SB:G6aSO%s3%Ss%F%9%SH:nIJSKSbBN83HGS,S"SKkSNSGS9!#¿ (B 


me, too. 
¿SBS&!<Ss1"9 =A[S@S1SOBg: "S t ne 
¿SBS S@¿ (B BGM ¿SBSGSOS SCSFSkS7!#¿ (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 21617 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000154h 
tml.html 


--MESSAGE FILE 21618 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
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Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCUWk1OSVIISY1OSVRITW1SCRHJDkhIxsoQg==?= 
Date: Tue, 28 Apr 1998 02:02:46 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <3544BA36.51EFAC61@geocities.com> 

References: <35407FFA.EQOF6CD2D@mxz.meshnet.or.jp> <3540A5DE.C7CE37EF@geocities.com> 
<3543C1ED.26658E28@mxz.meshnet.or.jp> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.33 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SSSPSSSO!"S?S3SNS9S1SG!<S9O! #2 (B 


ESBSb$740@.$7$I$+$C$?Si!l"2 (B 


2SB!!!!1393WSi SSSHS"SKSa! <373g3S% (505852: (B 
¿S$B!!!!!!!!!!!l llu (B 

¿SB!!!!$"$K%ša!<%7%g%s%F%9%?;¿ (B 

E SB$HS$ŠC$?%?%$%H%k$G!"$b$N$9$4$/4JC1$J%D!<%k!u%W%m%0%i%` $r (B 
¿SBEjJ9FS7S“1<S9!#¿ (B 


¢$B%2!<%* SOSdSCSQS4:nSk$NS,FQS7TSSSGS9SM!IA! #2 (B 
ESBITITILTITITLT PTET PTLD PTSD tapa Vu: pipt ti t hA pasa (p 
¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 


http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿SB#57n#5F | ; T@nJ82=2q4 [$G#2; ~$+$iDj4|1iAU2q$C$9¿ (8 


¿S$SB:G=*99?7F|;-!!!!#41?#2#7¿ (B 
¿SB992?7M=DjF|!!!!!!#4!?#3#0¿ (B 
¿BT PIIA ATETA ala aaa aa 


Ted 0231231243 4231234343 EB 


—-MESSAGE FILE 21618 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000155h 
tml.html 


--MESSAGE FILE 21619 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
6html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCJCIkLSRpJGEKRiOQ/Sn0kSO8vSnMhIxsoQg==?= 
Date: Thu, 30 Apr 1998 23:06:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <35488557.CB53CA32@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


ESBSIS&$b!<z (BPsukez $BSG$9! #2 (B 
ESBS"S$-SiSa$SF$?J7} S$KSHSCSFSbSOSCSHSJO/JIsSG$9! #2 (B 
ESBSHDS&S*5SSES—SISCS?S+S$b50$i$1$k$+Sb$7$1$%S;S$s$ 
éESBSWSMS0Si%S_SSSO0SUS) !<SiS* SNS3SSSF%S9SHE J IFMOSGS 
ESBOLSDA}S (SFS*S9!#2?SrS9SkS+SCSF!"S=S1SO! #2 (B 


¿ 


( 
r 
#%1%/%H%j¿ (B 


¿SBSJSJSJSsSHI"@):n;<4V¿ (B24; SB; ~4VSG>* STSkKSbSNS, =P8=$7$*S7S72SNSG$9! #2 (B 
¿S$B@):n;-4V$, ¿ (872:58:-47Մ5՞-ՏՇՏԱՇ: ; ~4V=8Cf$G:n$j>e$2$?:nIJ$r; (B 
¿$B1~Jg$7$F$/$S0$5$$!#>^IJ$O!V$G$"$$$K$h$/$-$/IY;3$NLt%; %C%H!W$r¿ (B 
¿$B>>K\ | !<BMM$, Ds6!$7$F$/$1$^$9!#¿ (B 


¿S$SB9pCNJ8S0O; (B 
http://www2r.biglobe.ne.jp/~p_home/ 
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ESBSGS9¢ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21619 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000156h 
tml.html 


--MESSAGE FILE 21620 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
Thtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "KAMI" <m-kami@da2.so-net.ne.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jp?B?GyRCJU0LOyYVIJGOkbSOQmIDXBNDpuSUo08 £U8/JUc1IyU5IS83VzJoGyhC?= 
Date: Tue, 5 May 1998 00:23:16 +0900 
Organization: PlayStation Net Yarouze 
Lines: 43 
Message-ID: <6ikmv1S9rm@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.33 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBSMSCSHSdASmS&S$<=*N; $r5-G0$7$F!J!)!K!"¿ (B 
ESB: #$*°SGSK%5!<%P!<S$GH/I= nIJSr<)O?S7S?%G%#%9%/Sr:n@.S7SFP!]|"; (B 
¿SB<BHq$S@S1SG4uK>S9Sk2qOwSKG[I[S9SkSHSSS&7W2hSr9MS ( 5 5 si 5 sn (B 


ESBSHSOSSSCSFSb!"S*S:¢ (BSCEZ SBS, $S=$s$SJS3SHSdSCSFS/S1SkS+SHSSS&SH!"$?SVSs!J@dBP ! KSdS$C 
(B 

¿ 

e E asi 

¿$B<+J, $?$A$G: a ` zoo bua 


¿SBSHSJSkSH!"I,A3E*SK¿ (BCD-R¿SBSKSJSCSFS7S“S&SNSGS9S, !"$S3S1SO;EJ)$JSSSGS9SM!#¿ (B 
¿SBM-L>$J2-B$$d!"M-L>$J%$SG%$#%9%/F-S1BXS$S(5;$r;H$oSJ$1$1SPF0:n$7$J$S$S%G%$#%9%/SK; (B 
¿SBSJSCSFS7S SSS“S9!# (B 


¿SBA4:nIJSHSSSCSFSb!":nIJSr%"SC%SWS7SFSSSkJ)S$SK%sa!<%kS$Sr=PS$S7SF!" (B 
¿SBS$S3SN%SWS%sm%8%'%/%SHSŠNM)2rSH5v2DSrSbSiS (S?SbSNS@S1Sr<}0O?S$7S% 89485 


£SBSV!<SHS9Sk<BOTSUS )ՏՏՏԵՏՕՏԱՏԸՏԱԵՏԱՏՈՏԵՏՀ7ՄՃՀՕՏՑՏՇՏԸՏՎՏՄՏԱՏՇՏՉՏ, !"SM3CSHSdSm$&S$<z (B 
¿$B7A<0$+i;¿ (B 
¿ ŠB; A a 3%s%$P!<%S?$,%USj!<%S&%'%"SGS"S$kSNSG!"$JSsSHS+S$JSkSH;WSSS c (8 
SBS9!#; 

Bel ee ea (Blibps.exez SBSOS=SN%V! <SHSUS! SSSkSKS/SCSDSISFS*SSSF!I"=4Dj 
¿ (B 

¿SBSN%"%I%1%9$K¿ (B 

À LSPSSSSSNS+SI!"S?SVSS!#Si3SSVSi%SjSKSO; (BEXEC¿SB4X?tS,S"TSkRSNSG!"S=S1SG:nIJS 

r (B 

¿SB8F$S= =P$;SPS?SVSs¿(BOK¿SBSNSOS: !#¿ (B 


libps.exe¿SBSHS+!"¿ (B\data\sound\:SBSNCf?HSHS+SCSF | "2q0wSJSiA40OWF1S8SbSNS, F~SCS?S3M%C 
L (B 
($B%šH$d$SmS&5<5/F0%G%#%9%/Sr; (B 

¿SB;)SCSFS$SkS7!"Cx:n8"F*SKSbS"$*SJLdBJSJSSSsS8ScSJSSSGS7SgS&S+!#¿ (B 


¿SBSHSSS&SoS1SG!"S_SJS5SsSNS40U8+SrS*BTSAS7SFSSS S9!#¿ (B 


¿SBS"!"$GS$Sb%S (SIS"SWSMSF%/ SHSHS+SN>pIsSCSFSIS3SKF~SCSFSkSsS$@SmS&! #SdSCSQE, Ev$Kz (B 
é$B:n$C$?2z (BCD; $SB$@SH;¿ (B 
ear ee rere er nap ew eye er ee et Ո ԱՀա Ա րա cL et nT Աւ 
¿SBS=S&SSS&S3SHSK>NS7SS?MSSS“S;SsS+!)¿ (B 


¿SBS;SaSF:G8eSN%%*%$9%?%j%s%0S/SiSS¿ (BSCE¿SBSdSCSFS/SsSJSSSGS7SgS&S+SMS (!#3NS+!":#SOFq 
(B 
¿ 
ԱԱ ԱՑ ՆՆ ԱԼ 
¿SB%S%s%G%#!<%:%1!<%Y%kS_S?S$SSJSdSDSN<jJEASSSbS7SFSSS-$S?SSSGS9SM!<!"¿ (B 
¿SBS$S_S$S28$SJS3SH%$S%Ss%?%SSSe!<$+5-;vV$+2?S+$G8@0SCSFS2S;Ss$SGS7S?$CS1!#; (B 
¿SB5/F05G%4#59% /SHF1585G!"9u#P#SSGS7S+F05+5JSSShS&SKS7SAScS (SP! "šP%$iSAS+S1SFSbLd:; (B 
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¿SBBjSJSSSH;WS&S1SI!#¿ (B 


—-MESSAGE FILE 21620 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000157h 
tml.html 


--MESSAGE FILE 21621 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 

8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU0LOyVIJGOkbSQmIDxBNDpuSU08 fU8/JUc1IyU5GyhC?= 
=?1so0o-2022-jp?B?GyRCUS83VzJoGyhC ?= 

Date: Tue, 05 May 1998 06:57:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 41 

Message-ID: <354E39D2.69236555@mxz.meshnet.or.jp> 

References: <6ikmvlS9rm@newsl1.scei.co.jp> 

NNTP-Posting-Host: 133.205.180.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS3SsSASo! #¢ (BPsukez $B$G$9!#¢¿ (B 


KAMI wrote: 


> eSBSMSCSHSdSm$&$<=*N; $r5-G0$7$F!J!)!K!"¿ (B 
> ¢SB:#S*°SGSK%5!<%P!<SGH/I=$5$1$ ?7A4SFSN:nIJSr<}O?$7$?SGS#S9S/Sri:n@.S7SF!"¢ (B 
> ¿SB<BHqS@S1SG4uK>S9Sk2qOwSKG[I[S9SkSHS$SSS&7W2hSr9MS (52ՏԱՏՇՏ9Տ5, !"STS&SGSTSgS&S+! #2 (B 


ESBSISSSFITBtSI7W2h2?SGS7SgS&!#?4SHS—-SaSSSFS7S*°SSS$°S9!#S<SR!"<B8=Sr! փ: (B 


> gSBSHSOSSSC$FSb!"$"$: 4 (BSCE¿SBS, $=$s$JI$3SHSASCSF$/$1$k$+$HS$$$6$H!"$?$VSs! J@dBP !KS$d 
ՏԸ: (B 
> ¢~SBSFS/S1SISSSNSG!"z (B 


ESBS=Sé&SGS7SgS&! Էչ (B 


> ~SBA4:nIJSHSSSCSFSb!":nIJ$S$ro"SCSWS7SFSSSkI}S$K%a!<%kSr=PS7SF!"¢ (B 
> ¢SBS3SNSW3m%8%'%S/SHSNM} 2rSH5v2D$r$bS$is (S?SbSNS@S1Sr<}O?S7S*S9!#z (B 


TOOL SBSHS+SbS"SCEWS5S1ISFS*S9S1STS=S&SSSCS?SHSN<}O?SNBP>] SUSNSGS7SgS&S$+¢ (B 


> libps.exe; SBSHS$+!"3z (B\data\sound\;SBSNCf?HSHS+SCSF!"2q0wSJSiA40wF1S8SbSNS,F~SCS$?%3M 
SCE (B 

> ° SBSHSASMS&S<5 /FOSGS#%9%/Sre (B 

> ¿SB;)S$SCSFSkS7!"Cx:n8"E*SKSbS"S*$SjJLdBjJSJSSSsS8ScSJSSSGS7SgS&S+!#¿ (B 


ESBS=S&;WSSS*S9S1ST! #E72<SNz (BSCE;  SBMM$@GS1$K$ISs$SJH?1-$9$k$+$ASgSC$T$jJ3Z$7$_!#OBA4SK 
$$$/¢(B 

¿S$SB$SJ$Si%Sa%$G%#%"%o!<%/%9MM$r4,$-9-$`$H$+!"¿ (BKAMI¿$B$5$s$J$i¿ (B 

éS$Bsh!<SmsC%Q$Gz (8ՔՏչ581 1: (BMagazinez$B! !$rH/9TS7SFS$$k2q<R$K$b4i$,$-S/SNSGSO! #¢ (B 
¿SBSGSb¿ (BPAL; SBSKSbBP1~$5$; SmSH8@SOS1SFS7S*SSS=S&SI5$$,$7$S*S9SM! #2 (B 

¿$B9u$T!<$O¿ (BWORLDWIDE;: SBS@S$+S$i8@MUSNJIS5S (>Ph$j@2Z$1$?$i%"%a%j%+Š$b¿ (B 

¿$B4, $-9~$a$k$+$b!#$0@0$s$@0$sOC$, $U$/$i$s$G$k!#$$$+$s$$$+$s!#z (B 


ESB$"!"SG$b% (%$3j%"%W%m%$F% /SHSH$S+S$SN>pJsSC$F$IS3SKF-SC$SF$SkS$Ss$@$mS&!#$SdSCSOE,EvS$SK;¿ (B 
¿$B:n$C$?; (BCD: SB$@$H¿ (B 
ESBFO0S+SISSSsSGS7SgS&St+! #2 (BCDZSBSN:G=i$NJ}$K2?S+F~SCSFSkSsSQ@SmSES1ST!&!&! #3 (B 
¿i SBS=S$ESSS&S3SHSK>\S7$$ 2MS$$*S;$s$+!) 2 (B 


V V V V 


¿SBSoS+$S1iSJSSSGS9!#S4SaSsSJS5SS!# (8-- 
Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21621 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000158h 
tml.html 
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--MESSAGE FILE 21622 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000015 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso0-2022-jp?B?GyRCUGIkJiQ5JDBEeSRhOFokaiReJDkhI xsoQg==?= 
Date: Tue, 05 May 1998 20:52:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <354EFD89.C1B81B24@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS3SsSKSASO; (BPsukez; SBSGS9! #2 (B 


ESBSbS&S"SCEWS5SISFSSSk:nIJS,$"S58*°S9Sh! #3 (B 


ՀՏ8Տ ՏՄՏՏՏՏՏՑՏՕՏՏՏՑՏՇՏՏՏ"Տ-ՏՏՏՇՏ/Տ0551ՀՏՏ|ԱՎչ (B 
¿ SBHcI>$K$D$$ SFSOSASgSCSHBTSCSFS/S$@S5SSSM! #2 (B 

¢$B=* Hw=PMh< !Bh$H$$$8&$3$H$G$*4J$$$7$^$9!#z (B 
¿SB=q$-$?$/S$SGS&S:S&$S:S7$FSkJU)$K$O?=$S7Lu$SJ$S$S$GS9!# (B 


¿SB1-Jg$S7$F$/$1$?3'MM$X!#¿ (B 
¿$B=PMh$k$@$1Aa5^$K1~Jg3NG' $N%a!<%k$r$*Aw$j$$$?$7$^$9!#¿ (B 
¿SB$b$7¿ (B2, 3¿ SBF | $&$ASKFOS+SISSSHS~ $0?=$7=PSFS/S@S5SS! #3 (B 


¿$B>^IJ$rDs6!$7$F$$$?7$0$$$?I}$X: (B 

ՀՏՏՇԼՏ/ՏՄՏյՏ՞Տ7Տ2Տ,Տ"Տ)յՏ, $H$&$4$6$$$^$9! #2 (B 

5¿$B7n¿ (B10¿$BF |$^SG$K$O>^A*$S$r$I$&$9$k$+7h$a$?$$$H;W$$$^$9!#¢ (B 
ՀՏՑԱԼՏՏՕԲՏ, $"$I$P=q9~$s$G$/$0$5$$!# (1 
¿$BKM$O$J$s$+$d$m$&$<2q5D<<$r; A ՈՆՐԵՑ SF$^$9$, ¿ (B 
¿$B$^$:$O1~Jg:nIJ$NQOM} $r$$$?$7$*S$9! #2 (B 


w 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21622 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000159h 
tml.html 


--MESSAGE FILE 21623 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 
Ohtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU01LOyVIJGOkbSQmJDxBNDpuSU0o8 fU8/JUclLIyU5IS83VzJoGyh 
K?= 

Date: Wed, 06 May 1998 01:01:55 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 36 

Message-ID: <354F37F3.3957@unlimited.co.jp> 

References: <6ikmvl$9rm@news1.scei.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


¿SB?9EDSHSbS&S7S“ S9!#¿ (J 


ESB: G6atP#SSrSdSCSHF0S+S7S ?SNSKSbS&#NSdSmS$ &$<$, =*So$CSFS$7$*S&SNSOHS>oS$KHaS$7¢ (J 
ESBSSS3SHSGS9! #2 (J 

ESB! t$?S$VSsKMSO! "EVA3!"$7Sa$—S$ jSKSO4VSKIGSOSTSS$SGSISM! #2 (J 
¿$B!t$+!"Ha$7$$$#!#¿ (J 


KAMI wrote: 
> 
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Message-ID: <1d9fho3.ppce8t139ksyaN@al-—88-135.al.nl> 
References: <6k3co9S4p33@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


Robert Shand <shand@globalnet.co.uk> wrote: 


Is anyone having problems accessing the Net Yaroze site. Every time I try 
to access it with IE4 and Nav 4 I get an fatal error in Kernel32.DLL 


> 
> 
> 
> Is anyone facing the same problem, or is my computer going ka-putt. 
> 

Try netscape! I tried to access one time with IE and I could not get 
passed the password protection. Just use netscape! 


DEnnis.. 
—-MESSAGE FILE 2289 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00992 


—-MESSAGE FILE 2290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000993 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Browser probs 

Date: Fri, 22 May 1998 18:45:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6k4dm2S4p36@chuka.playstation.co.uk> 
References: <6k3co9S4p33@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.132.3 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Shand wrote in message <6k3co9S4p33@chuka.playstation.co.uk>... 
>Is anyone having problems accessing the Net Yaroze site. Every time I 
try 

>to access it with IE4 and Nav 4 I get an fatal error in Kernel32.DLL 

> 

Yeah, that just happened to me :-( 


BIW, I know it's just anal-retentive, but I don't like having to click 
to log on about 3 times every time I check the members' homepages 
section because people (Mr Pitts!) have jizzy animated graphics on 
outside links or whatever. Just my opinion. And who knows? Maybe 
someone's "adventurous" java script (or something) is what causes IE4 to 
crash..? Sort it out! 


Nick "or maybe my browser's just knackered, too?" F 


—-MESSAGE FILE 2290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00993 


-—-MESSAGE FILE 2291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000994 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Browser probs 

Date: Fri, 22 May 1998 10:18:38 -0700 

Organization: Cisco Systems 

Lines: 22 

Message-ID: <3565B36E.AEC39EBB@netmagic.net> 

References: <6k3co9S4p33@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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> ~eSBSMSCSHSdSm$&$<=*N; $r5-G0$7$F!J!)!K!"¿ (J 
> ¢SB:#S*SGSK%5!<%P!<SGH/I= ԱՆ. nlJS$Sr<)O?$7S?%G%#%9%S/Sr:n@.S7SF!"¿ (J 
> ¿SB<BHqS@GS1SG4uK>S$S9Sk2qOwSKG[I[S9SkSHSSS&7W2hSr9MS ( ԱՂԱՅԱՆՆ 5 aT eee 


ESBS3$1S50!"S9SPSISTSSSGSIOSM! #2 (J 
¿SBKM$b¿ (Jl¿$BI<!#¿ (J 


> libps.exez; SBSHS$+!"3 (J\data\sound\;SBSNCf?HSHS+SCSF!"2q0wSJSiA40wF1S8SbSNS,F~SCS?%3M 
SCE (J 

> ° SBSHSdS$m$&S$<5 /FO%GS#%9%/Sxre (J 
> ¢SB; }SCSFSkS7!"Cx:n8"E*SKSbS"S*SjLABISISSSsS8ScSISSSGSTSg$S&St+!#e (J 


ESBK!IN'SO!"Sh$/JI,$+$ 5$%*%S;$s$, !"Sb$7$+$S7S?SiLdBjS$S,S"TSkShS&SJ¿ (J... 
2SB5/FO%G%#%9%/<+BNSO! "9b$$$* 6bSr= P$7$2$0$1$G! "$5$i$K8£2HDMSGSCSFS3SHSGS9Shz (J 

2 SBSM!#$1$1!">e5-SN>19g$0!"z (JSCEIz SBSN5v2D$, L5$$8B$ jJBLL\$JI$N$GS$O!) ¢ (J 
TSBK!IN'SK>AS7S/SJSSSSSGD>46F*SKOCS 75 $7$?!#4V0cS ( ԱԵ Աա ee Մաոն 
ESBS3S&$SSS&SN$*>eSNO1@<S$, LOSSSHI]S$/SCSF¢ (J 


> SBS; oe G8eSN%S°%39%3?%35ISSS0S/SiSS; (JSCE; SBSASCSFS/SsSISSSGSTib¢ (I$¿$B$+$M$ (!#3NS+! 
":#SOFq;¿ (J 
> ¿SBS7SSS1SIS=S&SSSCS?;¿ (J 


C ԱԱ TY aa 
¿SB!t4FESSS+SJS!!#¿ (J 


¿$B!tIT7J5$$O0E ($+!) 
¿SB1ETT725SS0S+5is38=1*1) ¿(J 
T. Morita 
Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 


--MESSAGE FILE 21623 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000160h 
tml.html 


--MESSAGE FILE 21624 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCUTM1cyVGJTk1SER5JGFAWiRQUF4kNyQ/ ISMbKEI=?= 
Date: Wed, 06 May 1998 01:14:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <354F3ADA. 68A6AE95@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBSIS&$b!<z (BPsukez$B$GS$9!#¢ (B 
2$B3'MMS*HhS1MMSG$7$?! #2 (B 


é SBSDS&01LEYF1$8; v$G$9$,=q$—-=q$-$H! իչ (B 


¿SBS_SJS5SsS8S$ScS$SsS8ScS$SsS"S=SsSGS/S@S5!<SS!# (B 
5 Ա ՅՆ Ն (8 
¿$B=` Hw=PMh<! BhSHSSS&S3SHSGS*45SSS7S*°S9! #2 (B 

¿ $B=q$-$?$/$G$&$:$8&$:$7$F$kJ}$K$0?=$7LU$J$$$G$9!#¿ (B 


¿SB1-Jg$7$F$/S1$?3'MM$X!#;¿ (B 
¢ SB=PMh$k$@$1Aa5*SK1~Jg3NG' SN%a! <%kSrS$*AwSjSSS?2S7S*°S9! #3 (B 
¿SB$bS$S7;¿ (B2, 3: SBF | $&SASKFOS+SISSSHS-$0?=$7=PSFS/S@S5S$! #2 (B 


¿$B>^IJ$rDs6!$7$F$$$7$0$$$?J}$X: (B 
¿SBCYS$S/SJS$S3S 28729, "S39, SH$&$4S6$SS XS9!#¿ (B 

5¿$B7n¿ (B10zSBF|$*$GSKSO>*A*SSSrSIS&$9Sk$+7h$aS?$SS$H; WSS$*S9! #3 (B 
ESBNISSOFS, $"$1SP=q9~SsS$GS/S@S5SS! #3 (B 

¢ SBKMSOSJ$s$+Sd$m$&$<2qg5D<<Sr; HS*S&SHOMS (SFS*S9S, 2 (B 
¿$B$^$:$O0O1~Jg:nIJ$NQOM}$r$$$?7$7$^$9!#¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 
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—-MESSAGE FILE 21624 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000161h 
tml.html 


--MESSAGE FILE 21625 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

2html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "KAMI" <m-kami@da2.so-net.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?UmU6IBskOiVNJUM1ISCRkKJGOkJiQ80TO6bkIKPHIPPyVHJSM1LOSUvVGyhC ?= 
=?iso-2022-jp?B?GyRCN1lcyaBsoQg==?= 

Date: Wed, 6 May 1998 01:26:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <6inf0iSd4j@newsl.scei.co.jp> 

References: <6ikmvlS9rm@newsl.scei.co.jp> <354F37F3.3957@unlimited.co.jp> 

NNTP-Posting-Host: 210.132.188.82 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> libps.exez; SBSHS+!"z (B\data\sound\;SBSNCf?HSHS+SCSF! "2q0wSJSiA4OWF1IS8SbSNS,F~SCS$?¢ 
(B 

ESBSM%SCE (B 

>> ¢-SBSHSdSmS$&$<5/FOSGS#S9%S/Sr¢ (B 

>> 2¢SB; }SCSFSkS7!"Cx:n8"E*SKSbS"S*S jLAIBISISSSsS8ScSISSSGSTSgGS&S+! #2 (B 

> 

>éESBK!IN'SO!"ShS$/J,$+$58%S;$s5, !"SbS7$+$7S?SiLdBI$, $"Sk$h$éS$Jz (B... 
>¢$B5/F0%G%#%9%/<+BNSO! "9bS$$$* 6bS$r= ԵՆԸ 
>¢SBSM!#S1S1I!">e5-SN>19gSO!"z (BSCET¿$BSN5v2DS, L5$$8BS jBLL\SISNSGSO! ) 
>zSBK!N'SK>\S7S/SISSSSSGD>46E*SKOCS7$*S$7S?!#4V0cS (SFSSS?$i:QS_S S; Sec eski 
>¿SBS3S&SSS&SNS*>eSN01@<$,L5SSSHI]S/SCSF¿ (B 


¿SBS"!"SdSCSQSj¿ (BSCE SBMMSKSdSCSFSbSi$*$&SH; WSCSFS*S9! #2 (B 
¿SB%“%9%?%j%s%0SGS- $kSUBVSGOMM3$7$F !"$@%a$J$1$3SN4k2nS0% \SDSCSFS3SHSG! #2 (B 
ESBSSSSSGSH#H!I<S:2S1!<SYSkS_S?SSST46$S8SG6S9S+! #3NS+SISCS+$N5-; VSG! "SSSD$+S0¢ (B 
¿SB%$S%Ss%*G%#!<%:S_S?2SSSJS3SHSbS7SFSSS1SkShS&SKSJSKkKSHSSSSSJ!"S_ Տ2ՏՏՏՄՏԱՏԼԻ155505Տչ (B 
¿$9BS,S79“S9!#¿ (B 


S DOK S D ate Sere Cre OS 
SBS“ S9!#; 

eer eet $9S51SP!"0CBj@-S+SiSSSCSFSb!Vz (BSCE $B$O%"%^%A%e%"$N%/%j%(!<%?!< 
: (B 

2 SBSKM) 2r$"$k!W$_$?$$5KSJ$C$F; (B 

SCE: $B$K$ÞMX1W$"$k$H; WS&SsSGS9SI1SISM! #2 (B 


--MESSAGE FILE 21625 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000162h 
tml.html 


--MESSAGE FILE 21626 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

3html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI" <m-kami@da2.so-net.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?UmU6IBsSkOiVNJUMISCRkKJGOkJiQ80TO6bkIKPHIPPyVHJSM1LOSUvVGyhC ?= 
=?iso-2022-jp?B?GyRCN1cyaBsoQg==?= 

Date: Wed, 6 May 1998 01:36:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <6infjc$d52@newsl.scei.co.jp> 

References: <6ikmvlS9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.132.188.82 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 
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Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>> ¢SBA4:nIJSHSSSCSFSb!":nIJSr3"S$CSWS7SFSSSkI}$K%a!<S$kSr=PS7SF!"3 (B 

>> ¢SBS3SN%W%m%S8%'%S/SHSNM} 2rSH5v2DS$rS$b$iS (S$?SbSNS@S1Sr<}O?S7S% eee 

> 

>TOOL;: SBSHS$+SbS"SCSWS5S1SFS*S9S1STS=S&SSSCS?SbSN<}O?SNBP>] SISNSGS7S$g$&S$+¢ (B 


ESB%D!<SkSb!"S<!<SsS$V!J¢ (BSCEI: SB=c@S5SNSHDSNSrSNS>SSSF!KSSS1S*S7SgSE! #2 (B 


>ESBS=S&;WSSS*°S9S1ST!#E72<SNz (BSCEZ SBMMS@S1SKSISsSJH?1~S9SkS+SASgSCSTS$43ZS7$_! #0BA4S 
K¿ (B 

ՀՏՔՏՏՏ/չ (B 

>¿SBSJSisSa%sG%S#%"%o!<%/%9MMSr4,S-9-$`SHS+!"¿ (BKAMI¿SBS5SsSJSic (B 


¿SBSd$SCSOOBA4SK$VSiSC%$/SG%$#%S9%/SrO0OMMj$9SkS$SCSFSNS$S, SSSSSGSOSM! #¢ (1 


wo 


—-MESSAGE FILE 21626 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000163h 
tml.html 


--MESSAGE FILE 21627 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI" <m-kami@da2.so-net.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?UmU6IBskOiVNJUMISCRkKJGOkJiQ80TO6bk1IKPH1IPPyVHJISM1LOSUvVGyhC ?= 
=?1so-2022-jp?B?GyRCNlcyaBsoQg==?= 

Date: Wed, 6 May 1998 03:27:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <6éinm44Sdcf@newsl.scei.co.jp> 

References: <6ikmvl$9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp> <é6in 

fjcSd52@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.188.204 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


2SB!VSMSCSHSd$m$ &$<A4 :nIJ<}O?SGS#%S9S/7W2h! WSNSV! ՀՅԵԱՏԱՏոՏ0515՝`ՆՎ8ՅյՏՇՏ9Տ, 1" (B 

libps.exe; $BSr%_%C%/%9S7SFz (BCD; SBSV! <%H2DG=SJ; (Bexez $BSUS!SSSkSr:n@.$9Sk%S3%S%P!<%?S 
Է:ոտյՏ՞ 2 (B 
ESBS7$?! #2 (B 


¿SB$S3$S1$G!"%V!<%$H$NLdBj$O2r7h$7$?$N$G!"¿ (BCD¿$B$r:n@.$9$k$3$H$O$[$\2DG=$H$J$Jj$^$7$?! 
# (B 


¿SBS=S$S3SG!"<!SO!"A4:nIJSN:n<TS5SsSK%sa!<%kS$SG5v2DSrSbS$SiS&SHSSS&:n6H$, $S"SkSN$G$9z (B 
Հ555, !"¿ (B 


ESBSISTS?S+!"SdSmS&$<z (Bjapan  SBSN$G!<%?%iS$%SV%i%jSN:nIJ%Sj%$9%SH$K7G:NS5S1$FSSSkA4:n<T 
: (B 
° SBSK%a! <8kS$rz (B 


ESB=PS7SFSS$?9@S1$k$/$i$$; ~4VSKM>MSSNS"SkI}S*Si$1$*$; SsSGS7$gS&St!#e (B 


¢$B%a!<SkSNFbMFSHS7SFSO!"3 (B 

cea he Ն ՏԱՆՆ 

¿$B!&5v2D$r$b$i$ ( nIJŝr<}0?$9$k¿ (B 

$B! &<BHqSNS$_S$GG[I[$9Sk$N$G2?Sb$G$*$;$s¢ (B(^^; 

£$B!&@55, Ա 115 %0$9$k$3$H$, IT2DG=$Q@$C$?>19g$04k2h$, %\%D$k¿ (B 
¿SBS3S1SK; ?F1S7SFSSS?S@S1SkJ)SOJV?.S*4JSSS7S“S9!"SHSSSCS?46S8SGS9!#¿ (B 


¿SBShSmS7$S/S*4jSSS7SS9!# (B 
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—-MESSAGE FILE 21627 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000164h 
tml.html 


--MESSAGE FILE 21628 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

Shtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU01LOyVIJGOkbSQmIDxBNDpuSU08 fU8/JUc1IyU5GyhC?= 
=?1s0-2022-jp?B?GyRCJUS83VzJoGyhC ?= 

Date: Thu, 07 May 1998 16:00:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <35515CO0E.48E7C2E1@mxz.meshnet.or.jp> 

References: <6ikmvl$9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp> <6in 

fjcSd52@news1.scei.co.jp> <6inm44Sdcf@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.205.180.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


ESBSIS&$bz (BPsukez SB$G$9! #2 (B 

KAMI ¿SBS5Ss¿ (Bwrote: 

> ¿SBSISJS?$+!"Sd$SmS&S<¿ (Bjapan¿SBSN$G!<%?%i%$%V%i%jSN:nIJ%j%9%HSK7G:N$5S1$FSSSkA4:n 
Se րոյի 
> ¿SB=PS7SFSSS?S@S1SkS/SiSS;-4VSKM>M5SNS"SkJ]S*SiS1S“S;SsSGS7SgS&S+!# (B 


é SBOJAOSNKMSJ$iSRSHS$ j$G=PMh$?$s$G$7$g$&$, :G6a$"$j$, S?SSS3SHSKK;S7S/SJSCSFS7S“SCSF!#;¿ 
(B 


ա 


10¿$B?M$0$1S$<j$r>e$2SF$/$S1Sk?MS,$S$1SP¿ (Bl¿SBF|¿ (B2, 3¿$B:nIJ$K3NG'$r=P$7$F; (1 
1,2¿SB=54V$0SiS$SG=PMh$=S&SG$S9$,$M!<!#; (B 


éSBSS$$$*OCSISNSG3' S$SSsSNSCSFS-SFS$/$1$%S; $s$+$M! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21628 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000165h 
tml.html 


--MESSAGE FILE 21629 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?I1SO-2022-JP?B?GyRCJU0LOyYVIJGOkbSOmJDxXBNDpuSU0o8 fRsoQg==?= 
=?1SO-2022-JP?B?GyRCTz81RyUjIJTk1LzdXMmgbKEI=?= 

Date: Fri, 08 May 1998 13:22:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19980508132223kamon@mail.web-hyogo.or. յք» 

References: <6ikmvl1S9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp 
> <6infjc$d52@newsl.scei.co.jp> <6inm44Sdcf@news1l.scei.co.jp> <35515CO0OE.48E7C2 
E1l@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


¿SB2CLg$G$9!#;¿ (B 


Psuke <p_suke@mxz.meshnet.or.jp> wrote: 
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>¿SBSSSSS*OCSJSNSG3'S5SsSNSCSFS-SFS/S1S“S;SsS+SM!#¿ (B 


¿SBKMSb¿ (B (¿SB*W!<SNS$/S;SK¿ (B) ¿SBK; S7TS$$s$G$9$, !SS*<jEASSS7$S?SSSGS9!#¿ (B 


#¿SBS$S3SN7W2hSNS$S*%SUS#%$7%c%k%$Z!<%8:n$CSFSb$iS ($*$; S$s$+!) (8 
#Webz SBSG>pJsSr9-SaS*S7SgS&! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21629 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000166h 
tml.html 


--MESSAGE FILE 21630 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

Thtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?1SO-2022-JP?B?GyRCJU0LOyYVIJGOkbSOmJDxXBNDpuSU08 fRsoQg==?= 
=?1SO-2022-JP?B?GyRCTz81RyUjIJTk1LzdXMmgbKEI=?= 

Date: Fri, 08 May 1998 13:12:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <19980508131216kamon@mail.web-hyogo.or.jp> 

References: <6ikmvl$9rm@newsl1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


ESBS3SsSASO! լՏ2ՇՆցՏ6ՇՏ91 8: (B 


"KAMI" <m-kami@da2.so-net.ne.jp> wrote: 
>¿SB:#SASGSK%S5!<%SP!<$GH/I=S5$1$?A4SFSN:nIJSr<)O?$7$?%G%#%9%S/Sr:n@.S7SF!" (B 
>¿SB<BHqS@GS$1SG4uK>S9Sk2qOwSKG[I[S9SkSHSSS&7W2hSr9MS (Տ52ՏԱՏՇՏՉՏ, !"SIS&SGS7SgS&S+!#¿ (B 


¿SBS9S4S/SSSS7W2hS@SH;WSSSAS9!#S<SR<B8=S7SFS[S7SSSGS9!#¿ (B 


>¿$BS$S"!"SGSb% (%j%"%W%m%F% /%SH$ŠH$S+$N>pJs$C$F$IS$S3$SKF-($C$F$k$s$@$m$&!#$dS$SCSOE,EvSK¿ (B 

>¿$B:nS$SCS$S?; (BCD; SBS@SHF0S+SISSSsSGS7SgS&S+! #2 (BCD: SBS$N:G=i$NJ)$K2?$+F—-S$CSFSkSsS@SmS& 
S1$SI!&!&!#¿ (B 
>¿S$BS$S=S$S&SSS&S3SHSK>NS7SS?MSSS S;SsS+!) (B 


¿$BKM$b$<$s$<$s>\$7$/$J$$$s$G$9$, !$%W%m%$F%/SH>pJsSOTIaDLSN¿ (BCD-ROM drive¿$BSGSOFISa 
$J¿ (B 
7 SBSSSh$E$JFb<~$N6U$ŠS?ItJ, $K-q$-9~$5$G$"$C$7$hS&$J!$!$!$; (B (¿$B$=$1$035%?!<%s$@$C$? 
; (8 
S SB$C$1; (B) ¿$B!#50S+5i%^%9%?%j%S30$7$F$b$i$C$F!$$"SHSO; (BCD-Rz $B$G<j :n6HS$G%3%T! <SHS$ 
S&SNSOZ (B 
7 SBIT2DG=$@SH; W$$$^$9!#¿ (BPlayStationz SBMQ: (BCD¿ SBSO¿ (BSCE: $B$7$+>F$1SJSSSH;W$$$^$9! 
#S&Sm3PS (SGE, Ev¿ (B 
¿SBSJS3SH=qS$SSSFS9S_S“*S;Ss!# (B 


#¿SBSdSCSO ¿ (BMOD:  SBSASC%SWS+!S!S!S!#¿ (B 


¿ SBKM$H$7$F$09u;  (BPlayStation¿S$SBSG5/F0$G$-$J$/$SF$b!$%$5!<%PSN%$G!<%?$,4]$4SHF<SCŠS?;¿ (B 
CD¿$B$, ¿ (B 
l¿SBKgS"S1SP!SS=$1S@S1SGS&S1S7SSSGS9!#¿ (Ց 


ESBS=S&SSS ($P!S$S$“$S@SN?MSO:#S$SNS&SASK¿ (BYaroze Americaz$B$+$iz (BSCEE¿S$SB@=S$N¿ (Btimtool 
.exe¿SBSr<3SK; (B 
ESBF~S1SFS*SS$2?5[S&S,SSSSSh! #2 (Btimutil.exez $BSh$ j3ICISK; HSSSdS$9SSSGS9! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 21630 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000167h 
tml.html 
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--MESSAGE FILE 21631 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "izumi" <izm@ma2.seikyou.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?UmU6IBskOiVNJUMISCRkKJGOkJiQ80TO6bk1IKPH1IPPyVHJISM1LOSUvVGyhC ?= 
=?1so0o-2022-jp?B?GyRCNlcyaBsoQg==?= 

Date: Fri, 8 May 1998 23:26:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <6iv54rSmc9@newsl.scei.co.jp> 

References: <6ikmvlS9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp> <6in 

fijic$d52@newsl.scei.co.jp> <6inm44Sdcf@newsl.scei.co.jp> <35515C0E.48E7C2E1@mxz.meshn 

et.or.jp> 

NNTP-Posting-Host: 202.33.46.24 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¢SBSSSDSNS*SKS+S=SsSJI7W2hS, H/FOSTSFSS$?SsSGS9SMz (B 
éESBOLHUS+S1SF!"#F#T#PSKS"SkSG!<S?SrA4TtMnSHS=S&SHS*SbSCSFS?SNSG; (B 
¿S$SB@'Hs$HSb6 (NO$7$?$$$G$9; (B 


E$B%Q0%39%0!<SISrL5S/ST7TSFS7S*SCS?S?Sa!l"#F#T#PSKF~S1SITSS>uBVSGS 9; (B 
éSB<BSO! "NcSNS33SSF%9SHSb; 22CS7$?S+SCS?SNSGS9S,!"E (B 
¿SBD>A0SKSJSCSF#F#T#PSKSOSSS1SJSSSNSG8+AwSCSFS7S SSS“ S7S?¿ (B 


¿SB%$Q%9%So!<%ISOS=SNS&SA8+SDS+SkSHS*SbS&SNSG!"6(NOSNI=L@S$@Sl1SrS7SFS*S-S“S9 (B 
¿SBAaS/%SW%m%0%si%`S$b%"%C%$WS7SJSSSHS3SN7W2hSK>hSjCYS1l1SkS+Sb!D!D; (B 


¿SBSSS:S_¿ (B(izm@ma2.seikyou.ne. jp) 


--MESSAGE FILE 21631 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000168h 
tml.html 


--MESSAGE FILE 21632 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000016 

9html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI" <m-kami@da2.so-net.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?UmU6IBskOiVNJUMISCRkKJGOkJiQ80TO6bk1IKPH1IPPyVHJISM1LOSUvVGyhC ?= 
=?1so-2022-jp?B?GyRCN1lcyaBsoQg==?= 

Date: Sat, 9 May 1998 03:29:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <6ivijgtSmte@newsl.scei.co.jp> 

References: <6ikmvlS$9rm@newsl.scei.co.jp> <19980508131216kamon@mail.web-hyogo.or.jp> 

NNTP-Posting-Host: 210.132.188.152 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESBS" !#2 (B 


> 2SBS=S&SSS5 (SP!SS*S@SN?MSO: #SNS&SASKz (BYaroze America; $B$+$i¢z (BSCEE:; SB@=SNz (Btimtoo 
l.exe¿$B$r<j¿ (B 

2 SBSKz (B 
>¢SBF~S1ISFS*SSS?S[S&S,SSSSSh! #2 (Btimutil.exez$BSh$ j3ICISK; HSSSdS9SSSGS9! #2 (B 


ESBS"S1!) 3$30SN%5!<SPSHS+%3Z!<S8SKSbF~S1SkSs$GS7$?SCS1!) ¢(B 
ESBON#12SSASCSFS_$?Si!"=3SiS1$?ShS$&$I5-21$, S"SCS?SHSNSG!E&!&! #2 (B 
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¿SBShS+SC$?SiF-$3jS+S?65S (SFS/S@S5S$! #2 (B 


—-MESSAGE FILE 21632 END: net-—yaroze-usenet/00000003-SCEI/ny/program/event/00000169h 
tml.html 


--MESSAGE FILE 21633 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
Ohtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "KAMI" <m-kami@da2.so-net.ne.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jp?B?UmU6IBskOiVNJUMISCRKJGOkJiQ80TO6bk1IKPH1IPPyVHJISM1LOSUvVGyhC ?= 
=?1so-2022-jp?B?GyRCNlcyaBsoQg==?= 
Date: Sat, 9 May 1998 03:32:16 +0900 
Organization: PlayStation Net Yarouze 
Lines: 17 
Message-ID: <6ivjguSmte@newsl.scei.co.jp> 
References: <6ikmvlS9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp> <6in 
fjcSd52@news1l.scei.co.jp> <6inm44S$dcf@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.152 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> SBSISIS?$+! "Sd$m$&S<z (Bjapanz  SBS$N$G!<%?%1i%6$%V%i%j$N:nIJ%j%$9%HSK7G:N$S5$1$FSSSkA4:n< 
Te (B 

>$ SBSK%a! <&k$rq (B 
>¿SB=PS7SFSSS?S@S1SkS/SiSS;-4VSKM>M5SNS"SkJ]S*SiS1S“S;SsSSGS7SgS&S+!# (B 


¿SB$SH$$$S&So$S1$G<+8J%1%9$G$9%$, !J>P! Kz (B 


¿$B$=$1$G$0%a!<%k<jEA$C$F$b$i$ ($kJ}$O; (B 

m-kami@da2.so-net.ne. jp 

ESBS*SG%a!<ZkSSS?SEAS1S*SISGSTSGSES+! 4. (B 

¿SBS=SN:]!"2KEYSr¿ (80525817: (B100%¢ SBSG=q$SSFSbSiS ($*S9S+!#I7,C4S9SkSHS—SNL\OBSKS$7$%*$ 


9!J>P !!K¿ (B 
5/15¢$BS*$GSK$*45S$S7$*Sol#e (B 


--MESSAGE FILE 21633 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000170h 
tml.html 


--MESSAGE FILE 21634 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
lhtml.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU0LOyVIJGOkbSQmIDxBNDpuSU08 fU8/JUc1IyU5GyhC?= 

=?1so0-2022-jp?B?GyRCJUS83VzJoGyhC ?= 

Date: Sat, 09 May 1998 05:52:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <35537096.8924B18Bémxz.meshnet.or.jp> 

References: <6ikmvlS9rm@newsl.scei.co.jp> <19980508131216kamon@mail.web-hyogo.or.jp> 
<6ivigtSmte@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.205.180.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


¿SBS3SsSASO¿ (BPsukez SBSGS9! #2 (B 


Net Yaroze newsgroups message dump.txt Page 14498 
KAMI wrote: 


> > ¢SBS=S&SSS (SP!SS*S@SN?MSO: #SNS&SASKz (BYaroze America; $B$+$i¢z (BSCEE: SB@=SNz (Btimt 
ool.exe¿$B$r<j¿ (B 

> ¿SBSK; ( 
>ESBF~S1ISFS*S$S$$?$[S$&$,$$$ssh!#z (Btimutil.exez$B$h$ j3ICI$K; HSS$d$9SSsGsol#e (B 


= 


¿$B$"$1!)3$30$N%5!<%P$H$+%Z!<%8$K$bF~$1$k$s$G$7$?$C$1!);¿ (B 
¿SBRN#125$d$C$F$_$?$i!"=3$i$1$?$h$&$J5-21$, S"SCS?SbSNSG!&!&! #2 (8 


VV NV V V V 


¿SBShS+S$SC$?SiF-$3jS+S?65S (SF$S/S@S5%$%S!#¿ (B 


SCEA; SBSNz (BYarozez SBSKSOF1$8%0%9%0!<%SISGF~$1$?$0$:SGS9! #2 (B 
¿SB$G$9$, ¿ (BSCEE; SBSN;z (BYarozez$BSKSOF~$1$%$; Ss! #2 (B 


éSBSGSOSGSO; (B 
Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21634 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000171h 
tml.html 


--MESSAGE FILE 21635 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 

2html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCJU01LOyVIJGOkbSQmIDxBNDpuSU08 fU8/JUc1IyU5GyhC?= 
=?1so0o-2022-jp?B?GyRCJUS83VzJoGyhC ?= 

Date: Sat, 09 May 1998 06:03:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <3553730B.5AB8841Bémxz.meshnet.or.jp> 

References: <6ikmvl$9rm@newsl.scei.co.jp> <354E39D2.69236555@mxz.meshnet.or.jp> <é6in 

fjcSd52@news1l.scei.co.jp> <6inm44Sdcf@newsl.scei.co.jp> <6ivijguSmte@newsl.scei.co.jp 

> 

NNTP-Posting-Host: 133.205.180.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 

To: KAMI <m-kami@da2.so-net.ne.jp> 


éESBS3SsSASO; (BPsukez SBSGS$9! #2 (B 
KAMI ¢SBMM; (Bwrote: 


¿SBS=S1SGSOSa!<%k<jEASCSŠFSbSiS(SkJ)SOç (B 


m—-kami@da2.so-net.ne.jp 


¿SBS“SG%a!<%k$SS?S@S1S“S9SGS7SgS&S+!# (B 


VV V V V V V 


¿$SB$S=$N:]!"2KEY$r¿(BO%¿$B!A¿(B100%¿$BSG=q$$S$SF$b$i$ (S$#$9S+!#J,C4$S9Sk$H$S-$NLNOBSK$7S 
“SO!J>P!Ke (B 
> 5/152$BS*$GSK$*44$$$7$°S9! #2 (B 


ESBS&!<!<S9!#; 22CS9SkKSGS9!#2KEYSO;z (B4S¿SBS0S1iSSSGS9!#¿ (B 
ESBS"SH; (B6¢SB7n$+$i0z1[$7$9SkSNSGS7SPSiS/%3"%/%; S9=PMhSISSS+SbS7S1SISS$G$9!#¢ (B 
éSBSGS9S, ¿ (B5 $B7n$N2<=\ $001; ~E*SK2KEY2z (B503zSBSOSiSSSKS"SCSWSISkKM=DjSGS9! #¢ (1 


ա 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21635 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000172h 
tml.html 
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--MESSAGE FILE 21636 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
3html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCQjRPOCEiSGNUP jMrO08kRyQ5ISMbKEI=?= 
Date: Mon, 11 May 1998 07:35:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <35562BB7.B713CD1D@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS*BTS?S;S7S°S7S?!#S3MSCSHSdSm$ &$<B40@HcI>3+; OSGS9! #2 (B 


éSB>1=jSOEV=iM=D jSNSISs$+S$d$m$&$<%SUS!!<SiS> $+$iS2!<S*'!<%$:SUS!!<Sis> z (B 
ESBSKIQIISTS*STS?2 1 #S"SIS1S9SOE (B 
news://news1.scei.co.jp/playstation.ny.gamer.ny_game 
ESBSGS9! #2 (B 


¿S$BS=$S1$H2q5D<<$K=q9-$a$J$$J)SO; (B 
http://www2r.biglobe.ne.jp/~p_home/ 

éESBSKFC@_7G< (HDSr@_$1S*S9SNSGS=SASiSK=q9~SsSGSSS?S@S1S1SP; (B 
Psukez SBS, BeM} $GS=SNS$*S*SNJ8>0S$r2qg5D<<S$K=q$-9~S$_SSS?S7S*S9! #3 (B 
ESBSISN:nIJ$SNHcI>$+1I,$:L@5-S7SFS/S@S5S$S!#3 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21636 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000173h 
tml.html 


--MESSAGE FILE 21637 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 

4html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI" <m-kami@da2.so-net.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCOm5JShsoQkNEGyRCNicyaCEnGyhCIBskQj90RnxDZhsoQg==?= 
=?1so0o-2022-jp?B?GyRCJUESkXyRKJDUkcyRLMEoyPCROJGgkJiRKIJWEhHPCVrJHJILOF3GyhC ?= 
=?1iso-2022-jp?B?GyRCUCOkPyQO3UF 4kORsoQg==?= 

Date: Sat, 16 May 1998 22:53:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 75 

Message-ID: <6jk67q$jd0@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.139.208.40 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


2 SBECHDTW2hB3Is$G$9! #3 (B 


¢$B2??MSNJ} ! 9$+SK<jEASCSFSS$$?$@$—!"3F :nIJSN:n<T$5S$sO8SFS$K3 (B 
¿$BOJ2<$N$h$&$J%a!<%k$rH/?.$7$^$9!#¿ (B 
¢$B%a!<%3kSNH/AwSO! "2M3C3HSd$m$&$<% [!<%° 3Z!<%38SN:nIJ>R2pI8$r85$KS$7SFSSS$*S$9! #3 (B 
E SBSGSISNSG!"3"3C3W3m! <SISOSTSFSSSkS, !">R2pJ8$rEPO?$5$1$F$$$J$$J}$K$O0; (B 
E$B%a!<%k$,FOS+SISS2DG=@-$, $"S$5S*°S9!#z (B 
éSBSbS7S=S&SSSCS?2T}$,$*SiS1$*S7$2Si!"KMS*$G%a!<Sk$r$*4jS$$7$*$9!#e (B 


ezm00028 
m-kami@da2.so-net.ne.jp 


¿$B:nIJ<}O?5VBZ$N$*4j$Š; (B 
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¢SBFMA3SN%a!<SkSr$*5v$7$/S@S5$8$! #2 (B 
ESBS3SN%a!<%SkSO! "SMSCSHSdSm$&$<35!<SP!<SK:nIJSrS"SCSWS5SISFSSSkI}SG!"z (B 
£$B>R2pJ8$, 7G:NS5S1SFSSSkJ)SKS*AwSjJS$S7SFSSS S9!# (B 


ESB8=:_!"SMSCSHSd$mS$&$<=*N; 171) !KSr5-GOS7SF!"SMSCSHSd$mS&$<%35!<%SP!<SKS"SCSWsm! Հչ (B 
:SBS1¢ (B 

S SBS5$1SF$$$k3' $5$s$N:nIJ!J4°SD! <3k /KSNS&SA! "Sv2D$r$$$2$@$1$?SbSNA4SFSr¢ (B 
ESBHEIKGSNSV%SiSC%/#CH#DSKSTSF!"4uK><TSK<BHQSNS$_SGG[I[S9SkSHSSS&7W2hSr?TSaSFSSS*%; (B 
ESBS9! #2 (B 


2 SBESH#CHESO! "S3SNShS&SIS3SSS%GSH#!<% EX STSWS1S9SKSO1~S8SFS$$*%$; Ss, 1" (B 
ESBS3SNSHSESTL\E*SGS"S1SP!"2DG=@-S, $I$$$0o$1$G$O0$"$J$^$; $s!#¿ (B 


éESBS3SASiSGS9SGSK<B83Sr9TSS!"Gr#P#S$+S$isV!<SHSGS-Sk%aSK%Se!<Sb40@.S7SFS*S5!"3 (B 
éSBS"SHSO3'S5SSsSN:nIJ$rF~S$1$F>FS/S@S1SHSISCSFSSS*S9! # (B 
ESBS3SN#CHDSr#SH#CHESK8x3+SG; }$A9~$_!"8r>D$r$9$kM=Dj$G$9!#¿ (B 


¿SB%@%aSGSbS$SHSbSHSGS$S9$, !"$R$g$C$H$7$?7$i#S#C#E$rF0$+$9$3$H$, $G$-$k$+$b$7$1$^$;¿ (B 
¿SBSs!# (B 


ESBSb$7<B8=S7SISS>19GSOTW2ZHSOCE;_S$7$*S9! #2 (B 
ESBC£;_$7$?>19g!"@55, SN&k!<%H! J#S#C#HE ! KOT30SGHCHDS r>FS / SHSSSES3SHSOS"$5S*S;Ss!#z (B 
¿SBS"T"S/S“SGSb!"#S#C#E8xG'SN#C#DSHS7SFG[I[S7S2SSSH9MS (SFSSS*S9!#¿ (B 


ESBS*S?!"S3SN7TW2hHSO!"3'S5S$s$+Si5v2D$r$$$?$@$1$?!VA4SF!WSN:nIJSr<}O?S9SkKSHSSS$&S3¢ (1 
¿SBSHSr¿ (B 
ESBL\E*SHSTSFSSS*°S9! #2 (B 

ESBSOS7T!"#S#CHES, <}O?S9Sk:nIJSrA*SVShSE&SIS3SHS,S"S1ISP!"7W2hSOCF£;_S7$*S9! #2 (B 


ա 


ՀՏ87ԱԶԻՏ, <B8=$7$?>19g! "AwNA! &<j?tNAEy | "ՀԲԱզՏԱՏ ՏՇՏԱՇԼԼԼՏ:575)5-5918: (B 
¿SB1DMxLNE*SGSOSJSSS?Sa!":nIJSrDs6!$S7SFSSS?S@SSSFSb!"2?$Sb$S5$7S$S"S2SkS3SHS, (B 
éSB=PMh$*$;$s$,!"S$4N;>5S/S@S5S$! #2 (B 


ESBS3SN7W2hSK; ?F1S7SF2<S5SkI}SO!"S4IV?.SrS*4jSSS7S*°S9! #3 (B 
ESB! Jz (B5¿$B7nKv$^$G$K$*4J$$$7$^$9!K¿ (B 


2SBS*$?!"S=SN: ] !"4IC1$I%"%Ss%1! <SHSKS*EZS ($/S@S5SkSH9, S$SGS9! #2 (B 
ESBS=S$1SGSO!"Sh$m$7$/S*SMS,SSS7S*S9!#¢ (B 


1. g$BSVSiSC%/#CHDSO! "9u#P#SSGSNS$_FO :n$9SkSbSNS, Sh$m$7$$$G$9$+!"$=S1SHSbGr#P#S$Gz (B 
¿S$BSbF0:nS9Sk$bSNS, ¢ (1 

ESBShS$Sm$7$$$GS9S+! #! THSHCHES, QU#PHSSGSNS_FO :n$9Sk#C#DSGS"$1SP5v2D$ 9SkS$HS$$$&2Dz (B 
2$BG=@-Sb$"$5$*S9!Ke (B 


ա 


2.¿SBG[I[S9SkSHS7S?Si!"S3S10J>e9bS$S+SCS?SiGcSoSJSSSHSSS&CMCJSOS"$SjJS%S9S+!)¿ (B 
¿SŠB!JHqMQOS, S$+$S+S3jS9$.$F!"#1KgS$SNCMCJS, 9b$ /SJUSk>19g!"Cf;_S$9$k2DG=@-$,$"S3jS ¿ (B 
¿SBS9!#!K¿ (B 


3. ¿$BSb$7!"C1BNSGSN$W$1%9$O5v2DSGS-$JS$S$, !"$SW%1$W%1$dEE7b#P#S!]#DEySN; (B 
2 SBSG%#S9%/%*%, %$8%s$NCf$K<)O?$9Sk5v2DS, $bSi$ ($?>19g! "S=S1SGSH#O#KSGSIS+!) ¢ (8 


4.-SBES#CHESKO18@! #S3SN#4HVL\ SN<ALAGSO! "SWS1%S9A0SN#CH#HDSr#S#CHESK8xX3+SGAWSk: ] SKE: (B 
ESBIUSTS*S9! #2 (B 
¿SB#SH#C#ESKSSSSS?SSS3SH!"S$SJSsSGSbSIS&$S>!#F?L>4uK>S$SGSb9=$$$%*$;Ss!#; (B 


—-MESSAGE FILE 21637 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000174h 
tml.html 


--MESSAGE FILE 21638 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 

Shtml.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: mukunasi <defaultuser@domain.com> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCOm5UShsoSkNEGyRCNilcyaCEnGyhKIBskQj90RnxDZhsoSg==?= 
=?1iso-2022-jp?B?GyRCJUEsSkXyRKJDUkcyRLMEoyPCROJGgkJiRKIJWEHPCVrJHJILOF 3GyhK?= 
=?1so0o-2022-jp?B?GyRCUCOkPyQ3UF 4kORsoSg==?= 

Date: Fri, 22 May 1998 00:11:48 +0900 
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X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Try disabling all active content (Javascript, Java)? Try closing 
all unnecessary programs? I get fatal errors like that when my 
machine thrashes or nears its virtual memory limit... (I always 


keep a copy of Nav3 around anyways.) 
- e! 
Robert Shand wrote: 


Is anyone having problems accessing the Net Yaroze site. Every time I try 
to access it with IE4 and Nav 4 I get an fatal error in Kerne132.DLL 


Is anyone facing the same problem, or is my computer going ka-putt. 
Thanks 


Bob 
bob@shand.globalnet.co.uk 


VVVVVVVVVV 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00994 


—-MESSAGE FILE 2292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000995 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Browser probs 

Date: Fri, 22 May 1998 16:18:17 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3565a40b.44380650@news.scea.sony.com> 

References: <6k3co9S4p33@chuka.playstation.co.uk> 
NNTP-Posting-Host: client—151-198-130-75.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Is anyone having problems accessing the Net Yaroze site. Every time I try 
>to access it with IE4 and Nav 4 I get an fatal error in Kernel32.DLL 


I stick with Navigator 3.04 with good cause, companies are now in 
the habit of releasing software that is unreliable at best until the 
fourth version or patch. What is Communicator on, their fifth version 
already? 

The only problem I ever have with Nav 3.04 that is predictable is 
that if I try to leave the SCEA member page's listings without letting 
the entire list load, I get an ‘illegal operation' error, and the 
program closes. 

I don't know about your SCEE pages, but the SCEA pages were 
designed to work with Navigator, and, "...results with other browser's 
may vary...". 


-Matt 


--MESSAGE FILE 2292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00995 


--MESSAGE FILE 2293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000996 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Fri, 22 May 1998 23:43:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <35644434.BABF3291@domain.com> 
References: <6 jk67q$jd0@news1l.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


ESB! le J ¿SBS 3% / 333!<SQOSGS9! #3 (J 

ՀՏ ԱԱ որի: RS, D- $S$N$GD>@\$3$3$KJV; v$7$^ ete? 
a ASdSDSO!"STS&$>; HSCSFSASCSFS/S@S5$$ ԱՔ: (J 

%2!<%* ՏՇՏՕՏՄՏՏՏՇՏ9Տ, !"Gr#P#SSGSN8x3+S,K\3JE*SK; (J 
E E p on n$kNe$_S$KSJ$j$*S9SM! #2 (J 


11 


—-MESSAGE FILE 21638 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000175h 
tml.html 


--MESSAGE FILE 21639 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
6html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCQjJRPOENHIJST4kTxsoQjYbDJEI3bhsoQjcbJEJG£CReJEchI xsoQg==?= 
Date: Mon, 25 May 1998 08:54:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3568B31E.40CC5A70@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


¿ SBB40@HcI>$Oz (86:587ոչ (B72 SBF | $GDy$a@Z$j$*S9! #2 (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21639 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000176h 
tml.html 


--MESSAGE FILE 21640 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
Thtml. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "KAMI" <m-kami@da2.so-net.ne.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jJp?B?GyRCOXU1RyUjJTklLzI9NlcyaCRLJEQkJCRGGyhC?= 
Date: Sat, 30 May 1998 00:46:49 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <6kmlmsS$3sb@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.139.208.225 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


¢SBH67N$S+$i%5!<SPSK=q$-9~SaSJIS/SISjIS*SISNSG! "3 (B 
ESBS3SASiSK!"z (BBBSzSBSrMQOUS7Sh$&$H;WSSS$*S9! #2 (B 


http://www02.so-net.ne.jp/~m-kami/teamfatal/ 


ESBHETNS+SiSO!"22S+S"S1ISPS3SASiS*SGS*45SSS7S*°S9!l #2 (B 


Net Yaroze newsgroups message dump.txt Page 14502 


KAMI 
ezm00028 


--MESSAGE FILE 21640 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000177h 
tml.html 


--MESSAGE FILE 21641 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
8html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.program.event 

Subject: Re: =?iso-2022-jp?B?GyRCOXULRyUJIJTkK1LzI9NicyaCRLJEQkIJCRGGyhK?= 
Date: Mon, 01 Jun 1998 03:16:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <6ks76uSajo@newsl.scei.co.jp> 

References: <6kmlms$3sb@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.231.136.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <35719E8F.1517@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB1!S9SCS+SjJS4SVS5S?SN¿ (JGSX-RzeSBSG$9! #2 (J 


KAMI wrote: 


> 

> ¿SB#67n$+$i%5!<%P$K=q$S-9-Sa$SJ$/SJ$3jS*S$S9SNSG!" (J 

> ~SBS3SASiSK!"3z (JUBBS¿SBSrMOO0US7ShS&SH;WSSS*S9!# (J 

> 

> http://www02.so-net.ne.jp/~m-kami/teamfatal/ 

> 

> ¿SB#67nS+SiSO!"2?S+S"S1SPS3SASiS*“SGS*4jJSSS7S*S9!#;¿ (J 
> 

> KAMI 

> ezm00028 


¿SB!!#77nS+SiSGSOSJSSSsSGS9S+!)¿ (J 
ESB! ! #Y#ISNSHSCSWSZ!<S8SKS"SkKS*CNSi$; SKSO!"#77nNSHS"S$jS*S9S, !#¿ (J 


ESB! tOJAOSO#67NSGS7S?SCS1!) 2 (J 
¿SB!t@NSN;vS$SOS9SCS+$jK:S1$?SJS!¿ (U(“ ;;;;; 


--MESSAGE FILE 21641 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000178h 
tml.html 


--MESSAGE FILE 21642 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000017 
9html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?i1so-2022-jp?B?GyRCUVULISUkKJUolayUzZJXM1LRiU5JUg3azJMSCITJPRSoQg==?= 
Date: Mon, 29 Jun 1998 21:23:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <35978731.F87AE816@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.147.130.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


éSBS3$sS$KSASO; (BPsukez$BSG$9! #2 (B 


ESBS=S$1$GSO!"S3%3stFS9SHSNH/I=Sr$$$?$7$?SSSH;WSSS*S9! #2 (B 

2SB: #2s$O$+$J$ jS1SYSKSN9DSS : nIJ$, =8$*$4$*$7$2$,M=Dj$S7SFS$$?>*SKS [SHSs$Tz (B 
£$B3 :Ev$9SkSbSNS, $"$j$^$; $s$GS7$27! #2 (B 
éSBS*$3$HSK>!<jSGSO$"$4$*$9$, F~>*SHS$S&S+S$ ?SASGDy$a$/$/$4$?SS$H;WSSS*S9! #2 (B 
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ESBF~>* :nIJ$02<5-SNz (B4z;$B:nIJ$G$9! #2 (B 


éSB!V;*M-SNIq!W!"!VSFS/SNS@SSS"SkSUS!!<HG!IW!"¢ (B ¿$B!V%@%s%8%g%s$-$e$&$j!W!"!V¿ (BThe 
Comedian Adventure; $B!W; (B 


¿$B<u>^$5$1$?J} 1 95250: (B7¿$B7n¿ (B10: SBF | $*SGSKO"Mm$r<h$k%a!<%k$, FOS/$H; WSSS*S9SNSGz ( 
B 
¿SBS*JV;v$SrS$S*4J)JSSS7S S9!# (B 


¿SB$S=$1$SGSO:G8e$K$?$/$5$s$N$41-Jg$"$j$, $H$&$4$6$$$2%$7$?!#SAS?EET7bSG (B 
¿SB;22C<TSHS7SFS*2qSSSSS?2S7S“S7SgS&!#¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21642 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000179h 
tml.html 


--MESSAGE FILE 21643 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000018 
Ohtml. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.event 

Subject: =?iso-2022-jp?B?GyRCUF 4kNSQrdDMkMyRidJCskMSRrJE4kKyRKGyhC?= 
Date: Thu, 02 Jul 1998 20:40:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <359B71C6.E433E3B7@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.147.130.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


éESBS*S?SaS7¢ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


—-MESSAGE FILE 21643 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000180h 
tml.html 


--MESSAGE FILE 21644 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000018 
lhtml.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?is0-2022-jp?B?UmU6IBskQiReJDUkKyQzJIDMkYiQrdDEkayROJUCskShsoQg==?= 
Date: Thu, 2 Jul 1998 23:46:22 +0900 
Organization: PlayStation Net Yarouze 
Lines: 8 
Message-ID: <6ng7f1Sjhh@newsl.scei.co.jp> 
References: <359B71C6.E433E3B7@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.174.83.129 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-Mimeole: Produced By Microsoft MimeOLE V4.71.1712.3 


>¢SBS*S$?SaS7¢ (B 
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ESBS*S@!"JID: 2S5$1SFSSSISSSHSE&SGSOSMIA!IA! #2 (B 
ESBS3SNS*S*!"S:SCSH=q$—-9~$_$,SGS-S?SjSTSF!&!&!&3 (B 


—-MESSAGE FILE 21644 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000181h 
tml.html 


--MESSAGE FILE 21645 START: net-yaroze-usenet/00000003-SCEI/ny/program/event/0000018 
2html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 
Newsgroups: playstation.ny.program.event 
Subject: =?iso-2022-jp?B?GyRCJUF4kOCQruUDEkayEpGyhC ?= 
Date: Wed, 22 Jul 1998 00:28:48 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 
Message-ID: <6p2d3sShmr@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.174.83.146 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-Mimeole: Produced By Microsoft MimeOLE V4.72.3110.3 


¿SB$JSsSG=q$-9-$_SGS-SkSNS+SJ!)¿ (B 


—-MESSAGE FILE 21645 END: net-yaroze-usenet/00000003-SCEI/ny/program/event/00000182h 
tml.html 


E AE AE FE FE AE AE AE AE FE FE FE FEAE 
E AE EAE AE HEE HEE HH 


——HHFEEEEEE HEHEHE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk 
——HHFEEEEEEE HEHE 


--MESSAGE FILE 21646 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: akatu <akaQja2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCO2Q0kYiRHJDkhIxsoSg==?= 
Date: Tue, 15 Apr 1997 00:41:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3352503D.73A6@ja2.so-net.or.jp> 

References: <yasunaga$1f£7219970414040018@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.158.33 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Mr.K wrote: 


> 

> ¿SBS3SsSKSASO!"¿ (JMr. Ke SBSGS9! #2 (J 

> 

> ESB: rF|$G$9S, !"$&$^$/%K%e!<%9%6!<%P$K%"%/%; S9S9ISKS3SHS, $G$-$^$; $s$G$7$?!#¿ (J 
> ¢$B; dSNSHS3SmS@S1S@SCS?SiSSSSSNSGS9OS, !#¿ (J 

> 


ESBS3SSSKSASO! "@VDESGS9! #2 (J 

i SBEZMKF | $GS7$?$, !"; dSb%"%/%; %9$G$-$^$; $s$G$7$?! #2 (J 

--MESSAGE FILE 21646 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
Olhtml html 


--MESSAGE FILE 21647 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
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0002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 
Subject: Re: =?iso-2022-jp?B?GyRCRn48UiQ3JND8bKEo=?= 
Date: Tue, 15 Apr 1997 00:49:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <335251F0.207F@ja2.so-net.or.jp> 
References: <3323FD29.6F44@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.158.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


akatu wrote: 


> 

> ¢SB2q<R<-SaS$?¢ (J 

> eSBSR!"SRS*S@z (J ESB! J;E;v$5$,$; !K¿ (J 

> ¿$B$5!"$5$S$7$$¿ (J ~¢SB!ISS$SS+SiIt20$+S$?SES1Sm! Kz (J 

> չՏ8Տ" "ՏՏ" (7 ¿$B!JAa$/0z1[$7$J$$$H=; $* SHS3Sb$SIS/SISkKS$>!Kz (J 
> 


¿SBS&!"S&SSS&¿ (J ¿SB!JS?SPS35[S$SSS9S.!K¿ (J 


ESBF~<RS7S?! #2 (J 


14505 


--MESSAGE FILE 21647 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 


O2html.html 


--MESSAGE FILE 21648 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0003htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?NSUbJEIkRzpHPWkkS0djJEMkPyRiJE4kTyE1GyhK?= 
=?iso-2022-jp?B?GyRCISUhIJRsoSg==?= 

Date: Tue, 15 Apr 1997 04:45:23 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <33528953.F961F67D@aix.or.jp> 


References: <334A77E0.261D@fa2.so-net.or.jp> <334A8A56.1AFA@aix.or.jp> <hijiri$9a921 


9970409205008@news1.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.65 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


> ¿$B4X78$J$$OC$G62=L$G$9$, !"Bg:e!J4X@>T}LL!) ոչ (J 
> eSBSGSO!V%S*SC%/!WSGSOSTS/!VS*°S/SI!WSKSIS5S*S9¢ (J 


ESBSOSS!SBg:eSNM'?MS, !V3*S/ST!WSHE5S (SFS/S1S*°S7S?!#¢ (J 
ESB!IVS°SC%/ I WS@SHK?S5ISSS4S5SSSHAVOCS (SkS+SiS@SHS+! #6 (J 


> 2$B%_%9%2?!<ZI!<SISDSO!VS_S9ST!IW!"3 (J 
> ¢SB5HLn20SN5mP'SO!VShS7S.Se!<!WSH3: (J 
> ¢SBS*$kS$CS-S$j4!VS=SNS*SsS$*!WSJFIS$S_$,B?SSBg:e!J!0!0!Kz (J 


ESBS3SNS"$?S4SO4XE1!J; dSN<~$4S$@S1!) !KSHFIS8S@SHz (J 
ESB; WSSS*S9O! #3 (I 


58111111 11111111 a 81111111 b] tiba tia. le Co 
¿SB!!1!11111111!19pEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
éSBIw<Y$KSOCmOUS7ShHS&! #2 (J 


¿SB:G=*99?7F|;-!!!!#2!?#1#2¿ (J 
¿SB99?7M=DjF|!!!!!!#4!12?2111)¿ (J 
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--MESSAGE FILE 21648 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
O3html.html 


--MESSAGE FILE 21649 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0004htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCRn48UiQ3JD8bKEo=?= 

Date: Tue, 15 Apr 1997 18:41:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33534D60.243A@ymg.urban.or.jp> 

References: <3323FD29.6F44@ja2.so-net.or.jp> <335251F0.207F@ja2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 
> ¢SBF~<RS7S?!#¢ (J 
ESB! !:#EYSN2q<RSOSIS&SGS9S+!) ¢ (J 


--MESSAGE FILE 21649 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
O04html html 


--MESSAGE FILE 21650 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0005html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCRn4 8UiQ3JND8bKEo=?= 

Date: Wed, 16 Apr 1997 00:36:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <3353A06E.33D5@ja2.so-net.or.jp> 

References: <3323FD29.6F44@ja2.so-net.or.jp> <335251F0.207F@ja2.so-net.or.jp> <33534 
D60.243A@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.158.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


GSX-R wrote: 
akatu wrote: 


> :SBF~<RS7$?! #2 (J 


VV V V V V 


¿SB!!:#EYSN2q<RSOSIS&SGS9S+!)¿ (J 


¿SB<+J, SK9g$SCSFSJS1S1SP9gSoS;SkS*SGSGS9!#¿ (J 
¿SBSH!"4ESS9MS (SGSSS?Si!"3 (J 
£SB%=SUSHSGSOSIS/%0!<SISrSdSk$3SHSKSISCSFS7S*°SCS?!#¢ (J 
¿SBSGS-SkS+!)¿ (J 

2 SBSCSFSHS3$mSG$9! #2 (J 


¿SB;WSCS?ShSj87S7S/SJSSSGS9S, !"¿ (J 

2 SBF~<R#2F | L\$G$02?SHSb8@S ($^$; Ss! #2 (J 

¢ SBAOSN2q<RSOz (J 

¢SBF~<RH>G/SOE7T9Q! #2 (J 

2 SBS=SN8e!"#3G/S0SiSSCO9V! #2 (Մ 
ESBS=SN8e!"#2G/SO0SiSS: .Mp$7S$J$, S$iSbOBD3j! #2 (J 
ESBS7S+S7!"SSSmSSSm$"SCSFB ?&! #2 (J 


¿SBS3S1S+SiSbS$SISsSISsJQSoSkSGS7SgS&!#¿ (J 
--MESSAGE FILE 21650 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
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O5html.html 


--MESSAGE FILE 21651 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: 5%=?1S0-2022-JP?B?GyRCJEc6Rz1pJEt HYyRDJD8kYiROJE8hJSELGyhC?= 
=?1SO-2022-JP?B?GyRCISUbKEI=?= 

Date: 16 Apr 1997 09:43:33 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 21 

Message-ID: <5j2705Snbe@newsl.scei.co.jp> 

References: <334A77E0.261D@fa2.so-net.or.jp> <S5ihhud$5lk@newsl.scei.co.jp> <334D0BD4 
-20E9@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.251.251.207 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


2$B!!¢ (Bfalcomz$B$G$9! #2 (B 
kKAZZY ¿$B$5$s[)$/¿ (B 
Z SBSGSOSM! Fe ( (8(՞՞չ 
>¢S$Bsm!<%=Ss$G$O%G%US) SkKZHOTSSSGSO! #2 (B(%%; 
is sm!<! {%sSG3P3SSHS7SFSS$?SHS—SO! "$h$/?) SYSFS*$7$?! #2 (B(*%;; 


2$B!!:G6aSO! "@83hCOOhSK! "Sm! <!{%s$,>/SISSSNSG!"?) SYSFS*S;Ss!#¢ (B 
¿SB!t5WS$7S$SVSjJSKC5S7SFS_ShSCS+SJS!!#¿ (8(՞՞) 


>¢SBS"S$*SJAX7T8SISSSGS9S, SUS! SSS? S1SOSSSCSFS*SAGdSCSFS*S9!) 

> 

¿SB!!SHSjS"S(S:!1"S S@GdSCSFSSSkSh$&SGS9Shl#¿ ( B(**) 

ESB! !S$3S1$b!"7k9=!"9%S-SG$9S,¢(B... (^^; 
Aah. Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
/_// E_Mail_Address : falcom@bekkoame.or.jp EN) 
A AA, Net Yarouze! ID : ayz00581 ԱԽ ae 


--MESSAGE FILE 21651 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
OG6html.html 


--MESSAGE FILE 21652 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCRn48UiQ3JND8bKEo=?= 

Date: Wed, 16 Apr 1997 18:58:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <3354A2CA.40B3@ymg.urban.or.jp> 

References: <3323FD29.6F44@ja2.so-net.or.jp> <335251F0.207F@ja2.so-net.or.jp> <33534 
D60.243A@ymg.urban.or.jp> <3353A06E.33D5@ja2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


akatu wrote: 


> ~SBS=SUSHSGSOSIS/%O!<SISrSdSkS$3SHSKSISCSFS7S*°SCS?!#¢ (J 
> ¿SB$G$-Sk$+!)¿ (J 
> gSBSCSFSHS3$m$GS9! #2 (J 


éSB!!%=SUSHSN; E; vSH%O!<SISN;E;v!"¢e (J 
éSB!!SISCSAS, 30! <%SISTSSSGS7TSgSE&SMzE (J (“; 
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> ¿SB;WSCS?ShSjJ87S7S/SJSSSGS9S,!" (J 
> ¢SBF~<R#2F | L\SGS02?SHSb8@S ($^$; Ss! #2 (J 


é$B!!3NS+SK! #2 (J 


> £$B$351$+SiSbSISsSISsJIQSoSk$GS7SgS$&! #2 (J 


¿S$B!!$,$s$P$C$F2<$5$$; (Մ(՞՞)/ 
--MESSAGE FILE 21652 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
O7html html 


--MESSAGE FILE 21653 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0008html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "hironori toyoshi" <t2240960@ggf.ilc.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?GyRCPzckNyQvJEokaiReJDckPyRNGyhK?= 
Date: 16 Apr 1997 11:49:06 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01bc4a5b$899a4740S641c88cb@pc9821V16.ggf.ilc.or.jp> 
NNTP-Posting-Host: 203.136.28.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSSSASSSCS/SISTS*STS?2SM! #2 (J 
ESB5*SKIQSOSCSFSSSkSbSSS@S+Si!"O0cS&SZ!<S8Sr8+SFSSSkKSNS+SH;WSCSFS7S$%¢ (J 
¿$B$$$^$7$?!# (J 
¢$B$3$1S0!"6e7nM-NA2=$X8~S1SFSNK\ 3JE* $J=" HwCJ3, SKSOSCS?SHSSSCS$?SHS$332 (J 
¿SBSmSGS7$SgS&S+!#¿ (J 

¿S$SBS_SJ$5Ss$SOSIS&46S8S$257S?$+!#¿ (J 


--MESSAGE FILE 21653 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
O8html.html 


--MESSAGE FILE 21654 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0009htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCRn48UiQ3JND8bKEo=?= 

Date: Thu, 17 Apr 1997 01:54:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <33550458.46E2@ja2.so-net.or.jp> 

References: <3323FD29.6F44@ja2.so-net.or.jp> <335251F0.207F@ja2.so-net.or.jp> <33534 
D60.243A@ymg.urban.or.jp> <3353A06E.33D5@ja2.so-net.or.jp> <3354A2CA.40B3@ymg.urban. 
or. jp> 

NNTP-Posting-Host: 210.132.158.26 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


GSX-R wrote: 
akatu wrote: 
> ¢SBS=SUSHSGSOSIS/%O!<SISrSdSk$3SHSKSISCSFS7S“°SCS?!#¢ (J 


> ¿SBSGS-SkS+!)¿ (J 
> eSBSCSFSHS3SmSGS9! #2 (J 


VVVVVVVV 


éSB!!%=SUSHSN; E; vSHSO!<SISN;E;v! "2 (J 
> ¢SB!!SISCSAS, 30!<%SISTSSSGS7TSgSE&SMz (J (**%; 
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ESBS=SUSHS+SI! Ք: (J 

¢ SB7ASNS JSS SbDSNSr<gD%$ 9SkSNSO61O+S7$*S9ShHSM! #3 (J 

¿$BCm!K%P%0$O7A$G=P$k$1$I!"%W%j%s%?$G$N%P%0$O5- ra $G; D$k!#¿ (J 
ESBU7ASK=PSk%P%0$, 8+SDS10WSSS@SISNOCSGS9S, ! #3 (J 


¿SB%O!<%ISG61O+S9SkSNSOç (J 
ESBINSSS:SHS+!"3 (J 
eh crs ey are (J 


> ¢SB;WSCS?ShS$587S7S/SISSSGS9S, 1" ( 
> ¢SBF~<R#2F | L\$GS$02?SHSb8@S ($S; ւմ 


éSB!!3NS+SK! #2 (J 


> ¿$B$3$1$+$i$b$I$s$I$sJQ$o$k$G$7$g$&!#¿ (J 


VVVVVVVVV 


¿$B!!$, ՏՏՏԵՏԸՇՏԲ2ՀՏՏՏՏՀ (J (*%) / 


ESBSOS$!#e (J 
--MESSAGE FILE 21654 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
O9html.html 


--MESSAGE FILE 21655 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0010htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCTG44fUduPVMbKEo=?="" <fwhj1291@mb.infoweb.or.jp> 
Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmU6IBskQj83UDckLyRKJGokXiQ3UD8kTRsoSg==?= 

Date: 16 Apr 1997 18:44:53 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <0lbc4a95$77aadc40$LocalHost@fwhj1291.infoweb.or. յք» 
References: <Olbc4a5b$899a4740S641c88cb@pc9821v16.ggf.ilc.or.jp> 
NNTP-Posting-Host: 202.219.145.143 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ee ԸՆ, ՐԸ 
¿S$SB$"$1SC$ŠF2q0w0J30SN?M$b8+$i$l1$Sk$s$GS7$g$&S+!)¿ (J 
¿SBS@S$SCSFF-4-$kSHS-SK$$$DSbDL$S3j2qOwHV9f$H%O%$ 9901 ՀՏ tre NOS7S?SbSsS@S+Si!%S!%S!%¿ (J 


¿SBSASQ@!">/$7$7$+8+$FS2AS;SsS,8D?ME*$K$O!V8D?M3+H/%-%C%H9V:B!WSK4|BTBgSGS91#¿ (J 
ESBS=SNS [$+S$KSb!"SASCSCSHSNSGS—-Sk ! VCLOC<<! WSKSbD6=L#SrS=S=SiSl$*S7S?!#e (J 


é$B>-MhE*SKSO3$302q0wSNJ}$,@) :n$7$?:nIJSNS@S&%ss%m! <SISISIS, $GS-SkShSESKe (J 
¿SBSJSkShS&SGS9SM!#¿ (J 


ESB: #8eS$, 3Z87$_SGS9!l#e (J 


E-Mail: fwhj31291@mb.infoweb.or.jp 
¿SBLn8)Gn=S¿ (J(Hirotoshi Noguchi) 


--MESSAGE FILE 21655 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
10html html 


--MESSAGE FILE 21656 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0011html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kiki" <okuno@po.harenet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmU6IBskQkU0N30 JMyROJDMkSBsoSg==?= 

Date: 17 Apr 1997 15:26:51 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5 j5ffrS$21lc@newsl.scei.co.jp> 
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References: <Olbc3d18S1f85c0a0S19b584d2@gfsu2ta2> <5i8fd5S$3f3@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.148.53.16 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


wrote: 

http://csis100.csis.oita-u.ac. jp:8080/TK3/kingindex. html 
ESBS3S3SKSOS*@SOCSKSISCSFS*S9! #3 (J 
¿$B$3$s$J$KAa$/$I$&$d$C$F8+$D$1$k$s$G$7$g$&$+$M!<!#¿ (J 


VVVH 


URL¿ SBS, JQ99SKSISCS?S=SESGS9! #3 (J 
http://www.oita-u.ac. jp/~e06056/TK3/king. html 
ESBSGS9! #2 (J 


--MESSAGE FILE 21656 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
llhtml.html 


--MESSAGE FILE 21657 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0012htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCMHoxWyQ3JD8bKEo=?= 
Date: Fri, 04 Apr 1997 23:10:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33450BE6.4F11@ja2.so-net.or.jp> 
References: <3323FD29.6F44@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.204.143 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; Լ) 


akatu wrote: 


> 

> ¿$B2q<R<-$a$?; (J 

> gSBSR!"SRS*S@z (J ¿SB!J;E;vS5S,S; !Kz (J 

> ¿S$B$5!"$5$S$7$S$S¿(J ¿$B!J$$$$$+$iIt20$+$?$E$1$m!K¿ (J 

> gSBS"!I"S1S"3 (7 ՀՏ JAa$/0z1[$7SISSSH=; $` SHS3SbDSJIS/SISkS>!Kz (J 
> 


¿SBS&!"S$S&SSS&¿ (J ՀՏ81752ՏՔՏ35Լ(ՏՏՏ9Տ. 18 (J 


ESBOZ1I[S7S?! #2 (J 


éESBB ?&S7TSF!I"3 (J 

éES5B2q<RSN9%S—-SJ=wSN; R$K¿ (J 

¿$B%a!<%k$r=P$7$?$1$I; (J 

¿SBL5;kS$S5S$S1SF=*SoSjS“S7S?!#¿ (J 

--MESSAGE FILE 21657 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
l2html.html 


--MESSAGE FILE 21658 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0013html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kiki" <okuno@po.harenet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmU6IBskQkU0N30 JMyROJDMkSBsoSg==?= 
Date: 6 Apr 1997 15:27:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <5i8fd5S$3f3@newsl.scei.co.jp> 

References: <01bc3d18$1f£85c0a0$19b584d2@gfsu2ta2> 
NNTP-Posting-Host: 202.32.245.212 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 
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Message-ID: <35660d19.922773@news.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: p50-lapwing-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 19 May 1998 19:21:57 GMT, richard.cutting@virgin.net (Richard 
Cutting) wrote: 


>I read a quote from Jeff Minter today ( he of the Llamasoft games ) 
>where he said that the best time to program the Atari Jaguar was late 
>at night with loud techno music playing on the CD. This got me 
>thinking, when is the best time to program the Yaroze and what do 
>people listen to when they are doing it ? Personally it is late at 
>night, although it can't be too late as I have to get up for work in 
>the mornings : ( and the CD that I have playing a lot at the moment 
>whilst I work is Mezzanine by Massive Attack ( although I did find 
>some choral music on the radio the other day that seemed to work quite 
>well ! ). How about you others ? 


Bloody hell what a response ! Well I'm currently listening to the 
Prodigy ( Fat of the Land ) and I have a whole heep of cool ideas that 
I thought of on the train home that I've just got to figure how to 
translate into code..... it could be a late night..... but bugger 
it....it's a bank holiday weekend....YIPPEE !!! 


--MESSAGE FILE 2293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00996 


—-MESSAGE FILE 2294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000997 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: 23 May 1998 18:58:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <memo.19980523195104.44825A@jmhannan.compulink.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna25-04.compulink.co.uk 


I used to revise to Bomb the Bass' 10 seconds to terminate. 


My Sony Walkman is playing up, so now I have to listen to 
the radio - mostly crap. (My tape deck is also broke) 


When it works I listen to taped sessions of Danny Rampling's 
Euro Mix 


Jeff Hannan 


-—-MESSAGE FILE 2294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00997 


—-MESSAGE FILE 2295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000998 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze and Modem 

Date: Sun, 24 May 1998 09:48:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6k9209Shca2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 
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U2 ¿$B$5$s¿ (J wrote: 
> ¢SBE47}#3$*SbS7SmS=S&¢ (J 


2 SBKMSb7k9=;2 (J չ58505-ՏՇՏԲՏ՞ ae J 
ESBS-SSSOS7TS+S*%S@;HS (SUSSS1STz ¿SBS7S+Sb<eSS!K¿ (Մ(՞՞չչ 


> ¿$B$H$/$K¿(J ¿$B%1l%$¿ (J ¿$B% cs %m%s¿(J ¢S$B!%!%!%!%S@SCS$1!) 
> ESBS9S4S$%3%S%\ 65S (SFS/S152$iz (J ¿SB:G9b!*¿ (J 
> ¿$B$"$H¿ (J ¿S$BB>SNS-%c%$i$SKS$SDSSSFS$Sb!%$!1S!%!%S¿ (J 


http://cgi.din.or.jp/~itoken/tekken.cgi 
¿S$B$S3$SN%Z!<%8!"5;I=$H$+%3%s%$NŠH$+@9$j$@$/$S5$s$GS9!#; (J 


> ¿$B!J%-%s%0$NO"B3EJ$2$H$+!K¿ (J 


http://csis100.csis.oita-u.ac.jp:8080/TK3/kingindex.html 
éSBS3S3SKS$O0S* @SOCSKSISCSES*S9! #2 (J 
¿$B$3$s$J$KAa$/$I$&$d$C$F8+$D$1$k$s$G$7$g$&$+$M!<!#¿ (J 


PS¿$BHGE47}¿ (J3¿$BAa$/=P$J$$$+$J!<; (J (¿$B>P¿ (J) 


--MESSAGE FILE 21658 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
13html.html 


--MESSAGE FILE 21659 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0014html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCPzckNyQvJEokaiReJDckPyRNGyhC?= 

Date: Sat, 19 Apr 1997 15:08:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <yasunaga$1f£7219970419150844@news1.scei.co.jp> 

References: <Olbc4a5b$899a4740S641c88cb@pc9821v16.ggf.ilc.or.jp> 
<01bc4a95$77aadc40$LocalHost@fwhj1291.infoweb.or. յք» 

NNTP-Posting-Host: 202.247.160.61 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


éESBS3SsSKSASO!"Ln8}Gn=S$5$s!"z (BMr.KzSBSGS9! #2 (B 


>¢ SBS"S1ISCSF2qO0w0J30SN?M$b8+SiS1SkS$sSGS7SgS&S+!) 2 (B 
> i SBS@SCSFF~SkSHS—SKSSSDSbDLS j2qO0wHV9FSHS0%9% ol<% tee NOS7S?SbSsS@S+Si!%S!Ss!%¿ (B 


¿SB8=:_!"S“S$S@2q0w0J30SN?MSO8+S1SJSSShS&SKSJSCSFSSS*S9¿(B(““;¿SB!#¿ (B 
¿SB<!9f$"$?$j$+$iSOSU%S)!<%i%`0J30$OS[$H$sS$SI8x3+SKS$SJSkM=Dj$GS$9!#¿ (B 


>¿$SB$ASQ1">/S7$7S+8+$FS4A$;$sS$S,8D?ME*$KS$SO!V8D?M3+H/%$-$C%$H9V:B!W$SK4|BTBgSG$9!#; (B 
>¿SBS=SNS[S+SKSb!"SA%Sc%$C%SHSNSGS-Sk!VCLOC<<!WSKSb6=L#S$rS=S=SiS1S2S7S?!#¿ (B 


¢ SB8D?M3+H/%-%CSHOV: PO EDRI 3 $9!#$Sb$71-JgŠ,L5$+$C$?>19g!";d$,¿ (B 
ՀՏբ- q$S/S3SHSKSJSkSGS7SgS&¿ (8(՞՞ 25814: (B 


¿SB#W#e#b#C#h#a#tSGS9S, !"S*S@$*$e@5!G=$, IT==J, ՏՄՏԱՔՏՅՏՈՏ, Տ"Տ)Տ՞Տ91756Տ5-ՏԵՏ051չ (B 
¿SBO0U8+$Sr<h$jF-$1$F=$@5S7SFSSS-S?SSSH;WSSS S9!#¿ ( 


ե) 


2$B3 ($,B?$/SISCSF=ES$ /SI$CS$ ?7EyS$NOU8+SbD: es SOSNSG!"S=S3SiS$X$s$Nz (B 
¿SB%1%9%]%s%92-A1S, :#8eSN2]BjS+SJS!!#¿ (B 


program ¿$B%U%)!<%i%`%j!<%@0!<¿ (B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 21659 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
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14html.html 


--MESSAGE FILE 21660 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0015html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!procyon!nagakazu 
From: nagakazu@netizen.or.jp (Nagakazu Ogasawara) 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?GyRCUDMkcyRKO3YkKNyRGJEEKY yVAJWEKQCE8GyhC?= 
Date: 19 Apr 1997 18:46:55 GMT 

Organization: Independent 

Lines: 15 

Message-ID: <nagakazu-2004970345060001@procyon.netizen.or.jp> 
NNTP-Posting-Host: 203.180.182.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J 2.0J16 


ESBLG@F|!J:#F | $JI$s$@S$1S$1!KSO!">pJs=hM} $N; n83SJSNSKz (B 
2 SBS3$sSJ=jGASSSF!"5-; v=qS$SF!"$"SHz (B6 $B; ~4VSb$9S1$P;n83; OS*SkSIS"!<z (B 
2 SBSUSSSF; WSCSFSSSkShSES8Sc! "A4A3%@%aSGS9SHSM! Ք: (B 


2 SBL@F | ;n83<u$1$k?M$b7k9=S$Sk$s$8S$cSISSSNS+$J!) ¢ (B 
2SB2q<RSG! V<u$1$m! * !WSH8@SOS1SFSk?MSHS+! #2 (B 
2$BO1; ~6b$KD* $i$1$F<u$1$k?MSHS+! #!c!a; dSOS3SCSASGS9! #3 (B 


¿$B7k9=$3$NF | SCSF! VIw<Y!WSRSS$S?$45!"!VG. !W=P$?$j$9$k?M$, B?$$Ss$GS9ShSM! #2 (B 
| $B%—SUSH20SASCSFSk2q<RSCSF! AMDF | SNB@SSLuS, BGIOSISSS@ | #2 (B 


Nagakazu Ogasawara 

Nerima-ku Tokyo Japan 

E-mail : nagakazu@netizen.or.jp 

--MESSAGE FILE 21660 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
15html.html 


--MESSAGE FILE 21661 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0016htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmU6IBskQiQZJHMkS jt2JUDckRiRBJGM1LOCVhHJEAhHPBsoSg==?= 
Date: 20 Apr 1997 18:28:54 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <0Olbc4d4d$da07dc20$SLocalHost@tit> 

References: <nagakazu-—2004970345060001@procyon.netizen.or. յք» 
NNTP-Posting-Host: 202.210.128.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB#B#r#e#z#z#a!wJL8D1+SGS9; (J 


Nagakazu Ogasawara <nagakazu@netizen.or.jp> wrote in article 
<nagakazu-2004970345060001@procyon.netizen.or.jp>... 

> ¿SBL@F|!J:#F|SJSsSQ$S1$I!K$O!">pJs=hM)$N;n83$J$N$K; (J 

> ¿SBS3SsSJ=j)GASSSF!")"S-;v=q$SSE!"S"SH;¿(J6¿$B;-4VSbS9$S1SP;n83;OS%“SkSJS"!<¿ (J 
> ¿SBSJSsSF;WSCSFSSSkShS&S8Sc!"A4A3%S@saSGS9ShSM!#¿ (J 


2$BS$0$?$7$0%5%\$5$*S75? ! "S@SCSFAOF | 2V8+SISs$@Sb$s! J@gBE!Ke (J 
--MESSAGE FILE 21661 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
16html html 


--MESSAGE FILE 21662 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0017html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCPzckNyOQvJEokaiReJDckPyRNGyhC ?= 
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Date: Mon, 21 Apr 1997 13:28:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <redbug$ff8d19970421132806@news1.scei.co.jp> 

References: <Olbc4a5b$899a4740S641c88cb@pc9821v16.ggf.ilc.or.jp> <Olbc4a95$77aadc40$ 
LocalHost@fwhj1291.infoweb.or.jp> <yasunaga$1f£7219970419150844@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<yasunagaS1f7219970419150844@newsl.scei.co.jp>*¿SBSKS*SSSF¿ (B 

1997/04/19/ 15:08 258:" 1": (BMr. Kz SB$5$sSO=q$-S$*$7$?! #2 (B 
>>¿SBS"S1SCSF2q0w0J30SN?MSb8+SiS1SkSsSGS7SgS&S+!)¿ (B 
>>¿SBS@SCSFF-SkSHS-SKSSSDSbDLSjJ2qOwHV9fSH%sQ%s9%so!<%IF—-NOS7S?SbSsS@S+Si!%S!S!Ss (B 
> 
>¿$B8=:_!"S“S@2q0w0J30$SN?M$O8+S1$JS$SSh$S&SKSJSC$SFSSS*$S9¿ (B(^^; ¿SB!# (B 
>¿SB<!9f£S"S?SJS+SiSO%SUS) !<%i%`0J30SOS[SHSsSI8x3+SKSJSkM=DjSGS9!#;¿ (B 


>¿SB#W#e#b#C#h#a#tSGS9S, !"S*S@S“SQ@5!G=Š$, IT==J, SISH$S3$m$, $"S5S*S9!#SGS-SkS@S1¢ (B 
>ESBOU8+$r<h$ jF~SLSF=S@5S7SFSS$$—-$?SS$H;WSSs*sol#e (B 
¿SB59$, SD$$$ ?7E@SrNs5s$7$*$9!#Sb$ &D>SCSFS$$?$ir=$7LuSISssGsol#e (1 


ա 


ESBH1!'S4%m!<SISN4V3VS,A*Br$7$?CMShS$4SbC; $$! #3 (0 
ESBSbS&>/STDISSI}$, Ş$$$$+$I! "$H; W$$$^$9! #¿ (B 
ESBHE2!'; ~4VS, #2#07,A08eS:S1SFSSSk! #3 (B 
ESBS3S1S0#1%f!<%6!<S,D>$; SkSsSGS7SgS&S+!) 2 (B 
ESBH3!'S43%Sm!<SIS$9Sk; ~SK! "F~NOCESNSPSCSUS ! SHZUSI SCS TSES5SISFSTS*SE! #3 (B 
¢SB%US1!<%* Sr; HSCSF!"SmS0ItJ, $@$1%5%m! <SIS9SkSHSSSESNSOSISESGSTSg$E!) 2 (B 
¿SB#41'C/S,SDSJSSSGSSSkS+!"SoS+$SjSKS/SS!# (B 
tcp/ip. $B$G$O@\B3$r0];}$9$k;v$,=PMhSJISSSNSG!"$; SaSF%O%S%IZkL>S$rF~NOS7SF; (B 
éESB!!!!CLOC<<SKF~SCS?;~!"2?SiS+SN%a%SC%; !1<S8Sr=PS; SkSHSSSSS+SI!"SH! #2 (B 


ա 


>2$B3 ($,B?$/SISCSF=ES/SISCS$ ?7EYSNOU8+SbD: SSSFS*S9ISNSG!"S=S3SiSXSSSNz (B 
>¢$B%1%9%]%SS92~A1S, :#8e$SN2]Bj$+$J$S!!# (B 
¿SB;dSNSH$S3SmSGSOS=S$1S[SI=ES/SJS+SCS?SGS9!#¿ (B 
¿SB!JSASJS_SK%$W%$mSP%S$S$SSQ!J#2<! !KSOJ!2,¿ (BITU SBShSj¿ (B256k¿SBSG@NB3!#%W%m%$P%SSSQSHSO; ( 
B 
¿SB!!%"%J%Sm%O¿ (B33.6k¿SBSKSF@NB3!K;¿ (B 

ESBS, ! "SW%$m%$P%$$%Q@$KSh$CS$SFSO!"S$SA$?; (B14.4k¿SB%$b%$G%` SGSO=ESSS+SISHSSSE5SSbHS7S°S9! #3 (B 


RedBug redbug@donk.ne. jp 
--MESSAGE FILE 21662 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
17html.html 


--MESSAGE FILE 21663 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0018htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCPzckNyOQvJEokaiReJDckPyRNGyhC ?= 

Date: Mon, 21 Apr 1997 14:07:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <redbug$Sff8d19970421140712@news1.scei.co.jp> 

References: <Olbc4a5b$899a4740S641c88cb@pc9821v16.ggf.ilc.or.jp> <Olbc4a95$77aadc40$ 
LocalHost@fwhj1291.infoweb.or.jp> <yasunaga$1£7219970419150844@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¢SB$GS9!#S$&SC$+$j5S$,S"SCS?SNSG: FEY%US) sm! <!#2 (B 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<yasunagaS1f7219970419150844@newsl.scei.co.jp>*¿SBSKS*SSSF¿ (B 

1997/04/19/ 15:08 :58:" 1": (BMr.K¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>>¿SBS"S1SCSF2q0w0J30SN?MSb8+S$SiS1SkSsSGS7SgS&S+!)¿ (B 
>>¿SBS@SCSFF-SkSHS-SKSSSDSbDLSjJ2qOwHV9fSH%sQO%s9%so!<%IF—-NOS7S?SbSsS@S+Si!Ss!S!%S (B 
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> 
>¢SB8=:_!"$*°S$@2qOwOJ30SN?MSO8+S1SISSShHS&ESKSISCSFSSS$*S9¢ (B(*%; ESB! #2 (B 
>¿SB<!9fS"$S?SjS+S1SO%SU%)!<%i%S`0J30SOS[SH$SsSI8x3+SKSŠJSkM=D3jSGS9!#¿ (B 


¿SBS$5$SC$-EjJ9FS7S?5-;VS$GSO0zMQS@S1S7SF2?Sb=q$S$SFS S;SsSGS7S?!#¿ (B 
¿SB8+D>S7S,B-SjSJS+SCS?SGS9!#¿ (B 


ESBSG!"SUS) !<%i%`0J30SOS[SHSsSI8x3+!"SHSSS&SH!"¿ (B 
¿SB%$K%$e!<%9%0%k!<%W$H$+!"8D?M$SNS$SZ!<%8$H$S+$SbF-2$Sk$s$G$S7Sg$&S$S+!)¿ (B 
¢SBS=$N>19g!"5; =Q; QNASK4X$ 9Sk5-=RSJSI!"30ItS$KSb8+5S ($k; v$K$J$J$^$9!#¿ (B 
¿SBS3SN$"S?$j$SO2q0w5, Ls$H>H$i$79g$0$; $F!"LABJL5$$$H$$$&; VSTSNSGS7SgS&S+!) 2 (8 


ԵՏՔ Է՞Ս») Sm! <@hSrSIS3SKSISISPSSSSS$s$e@Sm$&!&!&!&SHSIS"S ($:8=>u0]; }!#e (B 
RedBug redbug@donk.ne.jp 

--MESSAGE FILE 21663 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
18html.html 


--MESSAGE FILE 21664 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0019html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUDMkcyRKO3YkNyRGJEEKY yVAJWEKQCE8GyhK?= 

Date: Mon, 21 Apr 1997 23:12:26 +0900 

Organization: Japan 

Lines: 36 

Message-ID: <335B75CA.F36A3101@aix.or.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> 

NNTP-Posting-Host: 202.208.35.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


2SBS3Ss$P$s$0!S9bEDSGS$9! փ (J 


> ¿S$SBL@F|!J:#F|SJSsSQS1SI!K$O!">pJs=hM)ŠSN;n83$J$N$K; (J 
¿SBSbS&!$$=SsSJ5 (@aSGS9S+!#S9SCS+SIK:S1LSFS*S7S?! #3 (J 


> ESBS3$s$J=jGASSSF!"5-;v=q$SSSF!"S"SHz (J6¢$B; ~4VSb$9$1$P;n83; OS*S$kSIS"!<32 (J 
> ESBSISSSF;WSCSFSSSkShS&S8Sc! "A4A3SASaSGSISHSM! #2 (J 


¢ SBBg>fIWSGS$9!#; 555-Տ557465856575217»Ք: ոչ (J 
> gSBL@F | ;n83<u$1$k?M$b7k9=SS$SkSsS$8ScSISSSNS+$T!) 2 (J 


> 2~SB2q<R$G! V<uS1$m! *!WSH8@SoS1SFSk?MSHS+! #3 (J 
> ~SBO1;~6b$KD° $i$1SF<u$1Sk?MSHS+!#!c!a;dSOS3SCSASGS9! #2 (J 


¿ $B; daSN>19gSO!$3NS+3 (J 
2$B!V9b9; SNJY6/SOSGS-SIS/SFSbS3SCSASJSiSGS$—-Sk$b$s$M!*!We (J 
éSBSHSSS$&0U5S9~$_SGC£4V; n83SN#1=54VA0SK=) SN>pJs=hM} ; n83#2<o$r<u$1$^$7$?!#¿ (J 


2 SB7TK2L$O#2<0S$09gG3TS7S?S18T!&!&!&!&E(T(%*; 
ESBSCSFSASDSGS7$?2SM! #SdSCSOSj! #2 (J 


¿SBS=S1SG!S7k2LSOSIS&SGS7S?S+1)¿ (J 


ee tJ 1 t yee h] r] 21] a 3 b] bla G 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<S°SZ2!<S8Sr?tSvIn$SVS$ jSKIIPTSTS*STS? 1 #e (J 
ESBSGSb!$94; }HOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿SB:G=*99?7F|;-!!!!#2!?#1#2¿ (J 
¿$B99?7M=DjF|!!!!!!#4!?!!!)¿ (J 
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--MESSAGE FILE 21664 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
19html html 


--MESSAGE FILE 21665 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0020htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!maasym!nagakazu 

From: nagakazu@netizen.or.jp (Nagakazu Ogasawara) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCUJDMkcyRKO3YkNyRGJEEKY yVAJWEKQCE8GyhC ?= 

Date: 21 Apr 1997 14:40:47 GMT 

Organization: Independent 

Lines: 28 

Message-ID: <nagakazu-2104972338590001@maasym.netizen.or.jp> 

References: <nagakazu-2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 
.Or. Jp> 

NNTP-Posting-Host: 203.180.182.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J 2.0J16 


In article <335B75CA.F36A3101@aix.or.jp>, Youhei TAKADA 
<kazta-ta@aix.or.jp> wrote: 


éESBS3SsSPSsSo!!¢ (BNagakazu ¿SBSGS9!#¿ (B 


> ¿SBS=$1SG!S7k2LSOSIS&SGS7S?S+!)¿ (B 


¿SBShS/S>J9SSSFS/S1SS7S?!#¿ (B 
2$B; d$O!"<u838e@hF | SNCS5HSN%\%/%7%S%0SN; n9gSr; WS$=P$7$F$7$^$$$^$7$?!#z (B 

¿SB%šA%c%s%$T%*%s!J;n83SNLdBj3$N;v!K$,7+$j=P$9%/%j!<%s%R%$C%H!JLuSNJ, $+SiS$T$$C1812 (B 
¿SB!K¿ (B 
¿SBSNCf!"S$SSSCSASj¿ (85258: ~4V@o0SS4SS—-S*S7S$?! #2 (B 


S%Si$S5S;SkS71" (B 


ESBSISES; S6%35%SkKS9S7S+; } SCSFSISSS+Si1SDS+5S (SUSSSIST! #32 (1 
ISB8eSGLdBJS_S?SiShSCS]SIS"S; SCSFSSS?SNS+; (B302SB!_2 (B60¿ SBSN7W; ; $^$G=D=q$-$K$7$F$F! 
"(B 
¿SB>pS1$JS55CS2$iSJSSSGS9Sh!#;(B 


¿SB$S"$HS+$i9MS (SFSb$hS$/ESCESGF (S2=P$5SJ$+$C$S?$J$S"SH<+J, SG$Sb4X7457$F5SS$SS2S9!# (B 
¿SBSGSb!":#2yS7S5SSSCSOQSSSGS9!#¿ (I 
¿SB26SNF|MKF|$r$+S(S;!<!*¿ (B 

¿SBC/S$S+!"DL;:>J$K%O%SC%S-%s%0$7%$FS/$1%$2%S;$sS+SMSŠS(!#¿ (B 


ա 


Nagakazu Ogasawara 

Nerima-ku Tokyo Japan 

E-mail : nagakazu@netizen.or.jp 

--MESSAGE FILE 21665 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
20html. html 


--MESSAGE FILE 21666 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0021html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kenji 

From: kenji@cti.co.jp (Kenji Kato) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: ¿SBS3SsSJ;vS7SFSAScs@saS@!<;¿ (B 

Date: 23 Apr 1997 05:03:02 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <5jk566Spnn@newsl.scei.co.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> 
NNTP-Posting-Host: 150.49.10.1 

X-Newsreader: mnews [version 1.19PL1] 1995-12/25 (Mon) 


kenji¿$B$G$9!#¿ (B 


<nagakazu-2004970345060001@procyon.netizen.or. jp>zSBSN5-; vSKS*SSSF¢ (B 
nagakazu@netizen.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


Net Yaroze newsgroups message dump.txt Page 14516 


>> ¿SBL@F|!J:#F|$JSs$@$1$SI!KSO!">pJs=hM)$N;n83$JSNSK; (B 
>> ¿S$SBS$S3Ss$SJ=jGAS$SF!"5-;v=q$$SF!"$"$H¿ (B62 $B; ~4V$b$9$1$P; n83; O$^$k$J$"!<; (B 
>> ¿SBSJSSSF;WSCSFSSSkShS&S8Sc!"A4A3%@%aSGS9ShSM!#¿ (B 
¿SB;n8341SdSCSFS-S*S7S?¿ (8՞՞): 


>> ¿SŠ$BL@F|;n83<u$S1$k?MSb7k9=$SS$kSs$8$cSJ$SSSNS+$J!)¿ (B 

>> ¢SB2q<RS$G!V<uS1$m! *!|WSH8@SoS1SFSk?MSHS+! #2 (B 

>> ¢$B01;~6bSKD*° $iS1SF<uS1$k?MSHS+!#!c!a;dSOS3SCSASGS9! #3 (B 
¿$B2q<R$G¿ (B4/202; SB6uSSSFSk; (B?¢ SBSH! "J9S+S1SFS7S$*SCS$?2 (B... 
¢SBFIN=S, ;n83<uS1$FS$$?2 (8:-) 


>> ¿$B7K9=$3$NF | SCSF!VIw<Y!WSRSS$?$4!"!VG. !W=P$?$4$9Sk2MS, B?SSS$sSGS9SHSM! Ք: (B 
>> ¿SBs=SUSH20SdSCSFSk2q<RSCSFI#MpDF] SNS@SSLuS, BGIOSTSSS@ | #2 (B 
ՀՏՑՀստ1: }$CS?It20SN=P@UN ($O: (B71%zSBSG$7$?!#2q>1A4BNSGSOz (B60%z SBSO0SiSSSGS7$?! #2 (1 


ա 


#GWz $B$K$02?$+; (8ՔՏչ585-ՏՍՏԱ:ՈՏ)525Տ5: (B... 
--MESSAGE FILE 21666 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
21thtml. html 


--MESSAGE FILE 21667 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0022html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUDMkcyRKO3YkNyRGJEEkY yVAJWEKQCE8GyhK?= 

Date: Wed, 23 Apr 1997 23:58:56 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <335E23B0.543467A9@aix.or.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 
.or.jp> <nagakazu-2104972338590001@maasym.netizen.or.jp> 

NNTP-Posting-Host: 202.208.35.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3SsS$PSsS$0!S9bEDSGS9! #3 (J 
> eSBSNCE!"SSSCSAS4z (J5¢SB; ~4V@0SS4SS$-S*S7S?! #3 (J 
ESBS9!SS9S45S!#;n83; ~4VA4It @oSSH4SSS?SsSGS9S4!*!) 2 (J 


Nagakazu¢g $B$5$s$05S$9g$$$,S"SjS*SOSMS'!#e (J 
¿SB:G8eS*“SG2??MSO0SiSSSNS3SCSFS AS7S?S+!)¿ (J 


¿SB;d$O3N$+8e#3#0J,0L$G;n83=*N;SH8@$&SH$3S$SmSGB` <<; (J 
¿$B$7$?5-21$, $"$J$^$9! #2 (J 


ՀՏ8 11111111 11111111 fu fi Ef Oe A TETE E FD Մ 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8x3+HGSN%s[!<%`%Z!<%8Sr?t%sv7nSVSJSK99?27S7S*S7S?!# (J 
¿SBSGSb!S9);vHO0OS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿SB:G=*99?7F|;-!1!!!#4!?#2#41J2<SN  (UURL¿SB!K¿ (J 

¿SB9927M=D3jF|!!!!1!#412?111)¿ (J 

--MESSAGE FILE 21667 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
22html.html 


--MESSAGE FILE 21668 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0023htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!circinus!nagakazu 

From: nagakazu@netizen.or.jp (Nagakazu Ogasawara) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?I1SO-2022-JP?B?GyRCUDMkcyRKO3YkNyRGJEEKY yVAJWEKQCE8GyhC ?= 
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Date: 24 Apr 1997 15:17:00 GMT 

Organization: Independent 

Lines: 42 

Message-ID: <nagakazu-2504970015130001@circinus.netizen.or.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 
.or.jp> <nagakazu-2104972338590001@maasym.netizen.or.jp> <335E23B0.543467A9@aix.or.4j 
p> 

NNTP-Posting-Host: 203.180.183.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J 2.0J16 


In article <335E23B0.543467A9@aix.or.jp>, Youhei TAKADA 
<kazta-ta@aix.or.jp> wrote: 


ESBSoSSSPS$s$3!TSU!"8ESS!*!Kz (BNagakazuzSBSGS9! #2 (B 
> ¿$B$9!$$9$4$$!#; n83; ~4VA4It @oSSH4SSS$?SsSGS9S+!*!) 3 (B 


Nagakazuz$BS$5$s$05$9g$$S,S5"S5S*S9OSMS'!#2 (B 
2$B:G8eS$*$G2??MSOSISSSNS3SCSFS*S7S?S+!) ¢(B 


¿ $B; dSO3NS$+8e#3#07, OLSG;n83=*N; SH8@S&SHS3Sm$GB° <<; (B 
¿$B$7$?5-21$,$"$J$^$9!#¿ (B 


> 
> 
> 
> 
> 


¿SBG/SNS;SSSGS9S+SM!#:G6aF0S+S$S:!"S8SCSHS7SFSSSkSNS,9%S-SJSsSGS9Sh!#¿ (B 
¿SB2??MO0L;DSCS$FSSS?2$+SJS"1)6[DSSH8@S&$+!"6bG($jSH8@$&S+!"@P2=KbK!Š, ¿ (B 
E$B2r$1$2?; ~SO!"?2?SCGr$O3%SNMM! J$3S$1Sb8ESS$$+!) !KSKSISCSFSSS*S7S?! #2 (B 


ESBIW; ;5!Sr; }SCSFSSSIS+$CS?S; S$SSbS"SCSF!"=PMhSk$@S17W; ; LGBJ$SrHr$1$F¢ (B 
ESBSSS?SSSQS1SI!"TW; ; STSTSSLAIBISCSFE!"z (BXXXz2$BS$rz (B30; $BI8; zSG@bL@$7$m! *SH$+S$Gz (B 
E$B!V26SCSFI=8=NOL5S$SsS@SJI!<!WSHSDS/SES/;WSSS$°S$7S$?!#7k617W; ; LABJj$K¿ (B 
¿SBAvSCSF!"81;;S9Sk;-4VSOSJSSSO!"SIK:S1$9S$SkSOSG!"!" 1" 1" (B 


ՀՏՏՏՏՏՏՇ/Տ7ՏՔ |" Մ: (B10; $B%_%JICSCSF2?7ICS@SCS1!WSCSFSSSSS&SNSKSOS*SCSF3 (B 
¿SB%_%jSCSFSSS&S+SiSKSO¿ (B1/1000¿SBS@ShSJS"!#¿ (B 
¿SBSGSb%S9%SH%SC%šW%&%)%C%SASGSOSh$/¿ (B1/100¿SBICSHS+SCSF;HŠ&ShSJS"!# (B 
¿SBS=SCSASNJ)Š$S,SaS8%c!<S8ScSs!#;¿ (B 
ESBSH8@S&; vSOz (B10ms=1/10s¿$B$+!)¿ (B 

l0mm¿SBSO¿ (Blcm¿$BS$S@Sm!#¿ (B 

¿SBSdS$SCSOSjJNc30$C$F$"Š$ŠkS$SN$+!#¿ (B 

ESBSSSABTSFSh! #¢ (B 

Ilmm=1/1000mz; SBSJSsS$@Sh! #2 (B 

¿SBShS/;HS$S&¿ (Թ1/100:581ՇՏՇՏԲՏՏՏԵՏԱՏՕչ (B 
1/1000¿SBICSCSFSNSO!"S9SsS4SS>/SJSSS+Si!"5SSKS7SJSSSsSQ@Sh!#¿ (B 
ESBS@S+Siz (Blms=1/1000s¢SBSGS"SCSFSkSsS@Sh! #¢ (B 
¿SB26!1"S=SsSJ%?%S%sK!<¿ (B(tiny) ¢$B$J;v??7uSK9MS (SFSkSsS@!*¿ (B 
¿$B<-$ j$SN%SP%$+6&$bF1$8MM$J;v??7u$K9M$ (SFSkSsS@ShSITS"! #3 (B 
¿S$B$SIS$S&$;$JS$Si!">pJs=hM)$N;n83!"65<<BP93$N%SA!<%$`Qo$K$7SAScS (SPSSSSSNSK! #3 (B 
¿SBSJSsSF!JSASg$CS$SH5SKN$"$j!K9M$ ($F5$$, $DS$S/SH¿ (B3¿ $B; ~H>$G$7$?! #2 (B 


Nagakazu Ogasawara 

Nerima-ku Tokyo Japan 

E-mail : nagakazu@netizen.or.jp 

--MESSAGE FILE 21668 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
23html.html 


--MESSAGE FILE 21669 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0024htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUDMkcyRKO3YkNyRGJEEKY yVAJWEKQCE8GyhK?= 

Date: Fri, 25 Apr 1997 14:53:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <336046C6.51DA@fa2.so-net.or.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 
.or.jp> <nagakazu-2104972338590001@maasym.netizen.or.jp> <335E23B0.543467A9@aix.or.4j 
p> 

NNTP-Posting-Host: 210.132.170.22 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS3SsSKSASO¿ (J kAZZY¿SBSGS9¿ (J 

Youhei TAKADA wrote: 

> 

> ¿$B;d$O3N$+8e#3#0J, OLSG;n83=*N; SH8@S&SHS3$mSGB° <<; (J 
> ¢$BS7$?5-2158,S"SjS*°S9! #2 (J 


¿SBSoS?S7SO8aA0SGSSSdSKSJSCSFF(S25"SCS?3PS(S,S"SJS%S9!#¿ (Մ(՞՞չ 
¿$B8a8e$0%2!<%; %s$G$7$?!# (U (^^; 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
--MESSAGE FILE 21669 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
24html html 


--MESSAGE FILE 21670 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0025htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akatu <aka@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOCY 9JBsoSg==?= 

Date: Fri, 25 Apr 1997 20:47:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <336099CD.127D@ja2.so-net.or.jp> 

References: <3323FD29.6F44@ja2.so-net.or.jp> <335251F0.207F@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.158.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


akatu wrote: 
akatu wrote: 


¿$B2q<R<-$a$?¿ (J 


BSR! "ՏՔՏ՞ՏՈՀ (J ¿SB!J;E;vS5S,S; !Kz (J 
¿SBS51"$5SS$7S$¿ (J ¿$B!J$$$$$+$iIt20$+$?$E$1$m!K¿ (J 
¿$B$"1!"W"$!$"¿ (J ¿$B!JAa$/02z1[$7$J$$$H=; $` $H$3$b$J$/$J$k$>!K; (J 
ESBSE&!"SE&SSSE3 (J ¿SB!JS?SPS35[S$SSS9S.!K¿ (J 


VVVVVVVVVV 
V V V V V V 
Շ 


ESBF~<RS7S?! #2 (J 


éSBCLES : NMO<TSPS+S 4SN8&=SSKOTSCSFS-S*S7S?!#¢ (J 

¿SBSUSS!ASC¿ (J 

ESB5g6~SGS7S?! #2 (J 

--MESSAGE FILE 21670 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
25html.html 


--MESSAGE FILE 21671 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0026htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCUDMkcyRKO3YkKNyRGJEEKY yVAJWEKQBsoQg==?= 
=?1SO-2022-JP?B?GyRCITwbKEI=?= 

Date: Sun, 27 Apr 1997 11:55:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$ff8d19970427115505@news1.scei.co.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 

.or.jp> <nagakazu-2104972338590001@maasym.netizen.or.jp> <335E23B0.543467A9@aix.or.4j 

p> <336046C6.51DA@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.217.106.51 


Net Yaroze newsgroups message dump.txt Page 14519 


Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.program.freetalk ¿SBSN;¿ (B 

k a a 51DA@fa2.so-net.or.jp> ¿SBSN;¿ (B 
¿SB5-;vSKS$S*SSSF¿ (B eee ina 14:53 258:" 1" (B 
KAZZY ¢ SBSSSs$O=q$-S$*$7$?! #2 (B 


«թ 


>> ¢£SB; d$SO3NS+8e#3#07, OLSG; n83=*N; SH8B@S&SHS3SmSGB° <<¢ (B 

>> ¿4$B$7$7?5-21$,$"$J$^$9!#z (B 

> 
>¿SBSoS?S7SOB8aA0SGSSSdSKSJSCSFF(S25"SCS?3PS(S,S"SJS“S9!#; (8(՞՞չ 
>¿ $B8a8e$0%2!<%; 5s$G$7$?! #6 (B(%%; 


¿ $B; d$08aA0!&8a8e$H$b$KH>J, $/$i$$$N;~4V$G=*ž$0o$i$;$^$7$?!#¿ (B 
¿SBLdB3jS, 8=>uSKS"SCSFSSSISS8ESSSDSNSISsSG!"S$S$/SDS$+S$o$+SiSJI$$¢z (B 
¿S$B$H$3$m$b$"$J$^$7$?$1$I!&!&!&z (B 


¿SB#2<oSO3Z>!$GS7S?$, !"#1<oSOSTS&S@Sm!&!&!&!&<uS1Sk5SSIS7! #2 (B 

Beginner's Forum Leader 

RedBug redbug@donk.ne.jp 

--MESSAGE FILE 21671 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
26html.html 


--MESSAGE FILE 21672 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0027html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJDMkcyRKO3YkKNyRGJEEKYyVAJWEKQBsoSg==?= 
=?iso-2022-jp?B?GyRCITwbKEo=?= 

Date: Mon, 28 Apr 1997 01:01:53 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <33637871.78E26A62@aix.or.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 
.or.jp> <nagakazu-2104972338590001@maasym.netizen.or.jp> <335E23B0.543467A9@aix.or.4j 
p> <336046C6.51DA@fa2.so-net.or.jp> <redbug$ff8d19970427115505@news1.scei.co. jp> 
NNTP-Posting-Host: 202.208.34.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¢$B;d$O8aA0! &8a8eSHSbSKH>J, $/SiS$$N; ~4VSG=*S$oS$i$;$*$7$2!#¢ (J 
> ¿SBLdBjJS,8=>uSKS"SCSFSSSJSS8ESSSDSNSJSsSG!"SSS/SDS+SoS+SiSJSS¿ (J 
> ¿SBSHS3SmSbS"SjJS*S7S?S1STI!&!&!&¿ (J 


¿SBSdSCSQOSJS"SNLdBJSCSF8=>uSKS"SCSFSJSS8ESSLdBjS,:.S8SCSFSkSsSGS9S+¿ (J 
¿SB;dS$SO!SS*S@G3X@8SGShS/SoS+SCS$SFS S;SsSGS7S?!#S?S@SoS+TSkSNSO!S@S3&;K¿ (J 
¿SBSNLdBjSr3PS (SkKSHSSS&S3SHShSjSOS9SsSJSjF, SKF-SkSHSSS&S3SHSGS9!#¿ (J 


> ¿SB#2<o$O3Z>!$GS7$?$S, !"#1<oSOSIS&S$S@Sm!&!&!&!&<u$1$k5$$JS7!#¿ (J 


¿$B9b9; #3G/ $N; ~! JBg3X<u83$9$C$] $+$7$F!KH>G/JY6/$7$F9g3I$7$^$7$?!J>P!K¿ (J 
¿SBBg3XSNS[S&SO!S3j)JSj; SaSK$ISsSH$tOzSC$t+$t$ jJS*S7$2é(T(%%; 


Հ58.) ARDE 55 ee ՆԱՆԱՆ անն նլ 


ESBic!c!c;dSNZS[!<3°S2Z2!<S8!d!d!ldz (J 
http://wwwl.scei.co. jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<S°SZ2!<S8Sr?tSvIn$SVS$jSKIIPTSTS*STS? 1 #e (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?S@S1S@SCS?Sj!J>P !K¿ (J 


¿$B:G=*99?7F|;-!!!!#41?82#51J2<$N¿ (JURLZSB!Ke (J 
¿S$SB9927M=D3jF|!!!!!1!#41?111)¿ (J 
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--MESSAGE FILE 21672 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
27html. html 


--MESSAGE FILE 21673 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0028html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1ISO-2022-JP?B?GyRCJDMkcyRKO3YkKNyRGJEEKY yVAJWEKQBsoQg==?= 
=?1SO-2022-JP?B?GyRCITwbKEI=?= 

Date: Mon, 28 Apr 1997 09:31:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <redbug$ff8d19970428093139@newsl1.scei.co.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 

.ՕԷ.յք» <nagakazu-2104972338590001@maasym.netizen.or.jp> <335E23B0.543467A9@aix.or.4 

p> <336046C6.51DA@fa2.so-net.or.jp> <redbug$Sff£8d19970427115505@newsl.scei.co.jp> <33 

637871.78E26A62@aix.or.jp> 

NNTP-Posting-Host: 133.130.133.58 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.freetalk ¿SBSN; (B 
<33637871.78E26A62Qaix.or.jp>¿SBSKS$S*SSSF¿ (B 

1997/04/28/ 01:01 :58:" 1" 2 (BYouhei TAKADA ¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>¿SBSdSCSOSjJS"SNLdBjJSCSF8=>uSKš"SCSFSJSS8ESSLdBjS, : ..S8SCSFSkSsSGS9S+¿ (B 
>¿SB;dSO!SS*S@3X@8SGShS/SoS+SCSFS$S S;SsS$SGS7S?!#S?S@SoS+SkSNSO!S@S3S&;K;¿ (B 
>¿SBSNLdBjSr3PS (SKSHSS$SS&S3SHShSjSOS9SsSJSjJF, SKF~SkSHS$$$&$3SH$G$9! #2 (B 


¿SB8=>uSKS$"$CS$Š?LdBjSNJ)S, SOSkS+SK>/SJSSShS&SJ!&!&!&¿ (B 
¿$B#2F | $ [S$IAOSKM=A[LdBj=8Gc$CS$F!"#1EYN.$7FIS_$7$?$@$1$Gz (B 
¢$B<u$1$k$N;_SaS$h$&$+$H;WSS$$*$7$?! #2 (B 


RedBug 


--MESSAGE FILE 21673 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
28html.html 


--MESSAGE FILE 21674 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0029html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?GyRCI0k jJUCNMJGQkayRSJEgGhPCE jGyhK?= 
Date: 29 Apr 1997 08:33:47 GMT 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <01bc5477$335e7100$SLocalHost@586hx-vip> 
NNTP-Posting-Host: 210.132.172.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2S$B!!$($(SCSH!":#F | !"#T#P#LSCSF! <SNSdSk$s$G$9S, !";22CS9Sk?2M!<! #3 (J 
չՏ8Տ՞Տ: 1" (J 

ç hee psy աակ neq] աԱ ԱԱ awer /sysdown htma sipi eg 
¿SBS$S+!"¿ (J 
http://www.intel.co.jp/jp/cpc/lapps/ipl/system.htm 
¿SBSG!"%S=%SUSHSr%@%&%s%m!<%I!#!J#2#8#9#k#b#y#tÀO (Je¿SB!K¿ (J 


¿SBS=SsSGSbSCSF!"#M#S!]#D#OFSSWS%Sm%$s%SW%HS+S1%S@%&%s%m!<%IS7S?%SUS!%SSSkue (J 
¿SBSN%G%#%1%/%H%jSHS3SmSXSSS-!"¿ (J 

¿SB!!!!!!¿ (Jipartyl -d¿$B!!S$G2rE`$7$2$91#¿ (J 

ESBS=S&S9SkKSH! "#2SDSN%US%) 3kS@!<S$,SGS—-SkSO$:$GS9!#!J¢ (Jiparty, ipartyd) 
ESBS=S1SG!"SUS) SkS@!!¢ (Jiparty:SBFbSN!!#i#p#a#r#t#y!J0J2<¿ (JIPLZSB!K$r5/FOS7SF3 (J 
ESBS/S@S5SS! #3 (J 

ESB>0@_%5!<%P!<S,STISSSsSG! "C/S+SN%S3%S%T%E!<S?Sr%S5!<SP!<SKS7SIz (J 

¿SBS-Sc$SJSjJS S;Ss!#¿ (Մ 
¿SB:#F|$O!"S&$ASN%Q%=%$3%s$r%5!<%$P!<$K$7$%S9!#$&SA!"#T#S#D#NS8$cSJ¿ (J 


Net Yaroze newsgroups message dump.txt Page 1453 


I'am working at a VRML browser and I have thought to use it with the yaroze, 
but there is a big problem (at least for me) command directly the modem and 
then the psx serial port. 


Anyone know how to do this? 


Thanks, 
Stefano 


—-MESSAGE FILE 2295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00998 


—-MESSAGE FILE 2296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0000999 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: 24 May 1998 14:59:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 50 

Message-ID: <01bd8724$34412960Sba3b63c3@default> 
References: <6k9209Shca2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-59-186.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Stefano Provenzano <dragon@intercom.it> wrote in article 
<6k9209Shca2@chuka.playstation.co.uk>... 

> Hi, 

> I'am working at a VRML browser and I have thought to use it with the 
yaroze, 

> but there is a big problem (at least for me) command directly the modem 
and 

> then the psx serial port. 


Anyone know how to do this? 


> 
> 
> 
> Thanks, 

> Stefano 

It depends on what you're trying to do, are you using the modem connected 
to your PC or have you got it connected directly to your playstation? 


For info on a PC (DOS) modem connection Andre LaMothe's book the Black Art 
of 3D Programming contains a detailed explanation on setting up the PC 
serial port and communicating with the modem. The maximum baud rate is only 
2400bps though, for higher transmission speeds you'll need to use one of 
the standard data compression and error correction schemes. If you search 
the net you should be able to download a software library containing these 
modem protocols (I've had no luck yet). 


To control the psx serial port, you should be able to use the ioctl( ) 
function in the updated Libps library. 

I've not been able to get it to work though, perhaps SCEE could give us a 
few examples 77 


Even without ioctl, you can read( ) and write( ) data thru the serial port 
at 9600 or 115200bps. I've had two playstations chirping happily to each 
other via a link cable. 


I hope this helps, if you need any info on the PC serial port or modem 
commands I can mail it to you, 


Pete. 
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ESBSSSsSG!"#3!] #42MS/SiSSS7S+F1; ~SKSGS-SISS$+Sb! #¢ (J 
IPL¿$B$r5/F0$7$?$i!"¿ (JFile Open Location; S$BSG#I#PS"SI%1%9SrF~NOS9SkSs3¢ (J 
ESBSGS9S, !"S=S1SOSMSCSHSASMS&S<SNSES'SVSASCECSHSGHZ#3; ~#2#5J, :"!"¿ (J 
¿SBCNSiS;S S9!#¿ (J 

¿SBL>A0SrJQS (SkSKSO!"%SU%S)%k%@¿ (J iparty sessions ¿SŠBFbSN!"¿(Jclient¿SBSr;¿ə (J 
ESBSO!<SISQSCSISTJSISG3+SSSF!"3 (JAvatar nickName "¿SBSJSSSHS+¿ (Մ" ¿SBSNSJSSSH;¿ (J 
2 SBS+$rdQ$ ($1$P%*%C%1!<!*; (J 
¿SB!JS=SsSGSbS$SCSF!"SAScSsSHQ@QNB3SGS-SkJ]>ZS$SJ!<S$S7! ##S#C#KS5$SsSHSdSCSŠ?¿ (J 
¿SBSHS-SO!"SGS-—SJS+SCS?!#M'C#SHSOSDSJS,SCS?!#!K¿ (J 
¿SB#2#3;-#3#0J,Sb+Si!"#2#4;-#3#0J, S“SGSd$SjJS%S9!#!JSFS1S[!<%@SSS%“S@F<¿ (J 
¿SBSCSFSJSSSSSG!K¿ (J 

¿SB%S$[%$s*HSKSAScSsSHSDSJS, SkSCSFSSS&J]>ZSOSJSSSsSG!"7k9=2KSG!"S&S ¿ (J 
¿SBS/SSS+SJS/SFSbENSiSJSS?MS, S$S$SS$SSJ!<!#%%%S%/SJSkSYS/S"TSCS?J)S, $$ (J 
¿SBSS$G$S9!#!J%S&%#Ss%SI%&%$:D4;R0-$$$s$G!"$$$-$J$3@ZCG$5S$S1$k$+S$Sb!K;¿ (J 
ESBSGSO!"S*S*SASTSFS*!<S9! #32 (J 


ESB2Z#AR! !EO!!! T#T#HA#HO! Ke (J 


¿SB#m#a#i#l!!!'"!!  (Jt-yoko@pa2.so-net.or.JjJp 


--MESSAGE FILE 21674 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
29html.html 


--MESSAGE FILE 21675 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0030htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJDMkcyRKO3YkKNyRGJEEKY yVAJWEKQBsoSg==?= 
=?iso-2022-jp?B?GyRCITwbKEo=?= 

Date: Tue, 29 Apr 1997 23:13:23 +0900 

Organization: Japan 

Lines: 29 

Message-ID: <33660203.265AB212@aix.or.jp> 

References: <nagakazu-—2004970345060001@procyon.netizen.or.jp> <335B75CA.F36A3101@aix 

.or.jp> <nagakazu-2104972338590001@maasym.netizen.or.jp> <335E23B0.543467A9@aix.or. 4 

p> <336046C6.51DA@fa2.so-net.or.jp> <redbugSff£8d19970427115505@newsl.scei.co.jp> <33 

637871.78E26A62@aix.or.jp> <redbug$ff£8d19970428093139@news1.scei.co. jp> 

NNTP-Posting-Host: 202.208.34.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¢SB8=>uSK$"SCS?LAUBISNI}S,SO$SkS+SK>/SISSSHSEST!I 516162 (J 
> zSB#2F|$[STAOSKM=A [LdBj=8GcSCSF!"#1EYN.$7FIS_$7$?S$@$1SGz (J 
> ~SB<uS1$k$N;_SaSh$&$+$H;WSS$$*$7$?!#2 (J 


ՀՏՔՏՀՏՃՏՄՏՏՏՕՇՏՉՏՀ #3 (J 

¢ $B9qQ2H; n83$G$OL5$$$G$9$, !$1V%$Q0%=%3%s8!Dj!WSH$+$SS&;n83SO¿ (J 
¿SBSOSIS&SGS7$Sg$&$+!)¿ (J 
¿SB$JSs$G$b%$Z!<%$Q!<%1%9$H!$;n83F|EvF|SK9gH]$, $0o$+$k$N$r; (J 
¿SBS&S3jJSKS7SFSkShS&SGS9!#S&S1S?S3SHS,L5SSSNSGShS$/SOSoS+¿ (J 
¿SB$93S S;Ss!# (J 


¿SB#P1S#S!S!!L>A0$,;wS$SFSSSkS$SbSNSK%SO%S=%3%SsMxMQ5;;UG'D3j;n83$H$S$S&SNS, ¿(J 


¿SB!!111!1!!S"SkS1SI!SS3SCSASO;dSGSb8=>uSKS"SCSFSJSSSHSSS&SNS, SoS+Sk¿ (J 
¿S$B1!!1111189$4S$;n83!#$2$215$1V%$+%?%+%J!WSOS[$HSs$I;HSo$:A4S$SFF|KN81¿ (J 
¿SB!!!1!1!111SKLuS7SFSSSkSNSbS9S4SS!#¿ (J 


58111111 111111 11111111 11111111 111111 eS eo 
¿SB!!11111111119bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 
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ESB! c!c!c;d$N%[!<%°S3Z!<S8!d!d!ldz (J 
http://wwwl.scei.co. jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8x3+HGSN%s[!<%`%Z!<%8Sr?t%sv7nSVSJSK99?27S7S*S7S?!# (J 
¿SBSGSb!S9);vHO0OS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿$B:G=*99?7F|;~!!!!#4!?7#2#5!J2<$N: (JURLESB! Kz (J 

¿SB9927M=D3jF|!!!!1!#41?111)¿ (J 

--MESSAGE FILE 21675 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
30html.html 


--MESSAGE FILE 21676 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0031htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: ¢SBHI#P#LSASKSRSH!<! #2 (J 

Date: 29 Apr 1997 15:50:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <01bc54b4$8b554900Sedac84d2@586hx-vip> 
References: <01bc5477$335e7100$LocalHost@586hx-vip> 
NNTP-Posting-Host: 210.132.172.237 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBHIFPH#HLSKMNSFS/S@S5SCS?P?T}!I"S"SIS, SHS&ES4SESSS*STS?! #3 (J 

ESBSHS5S"S$ (S$: !"FOS/S3SHS, 3NG'SGS-S*S7S?! #2 (J 
ESBSGSb!"#L#S#D#ENS 8ScSISSSH! "S—SDSSSCSFS3SHSbSOS+S4S*S7S?!#e (J 
2 SBS=$3SG! "#1 #S#D#NSG@\B3S7SFSkI}$G! "<+J, ՏԱՏ՞571ՀՏՏՏԸՀ (J 
é$B%5!<SP!<SHS7SFSbSHSSSHSSSET}$,SSS°STS?2Si!"S1S9S*SMz (J 
ESBS,SSS7S*S9! #2 (J 


ESB2Z#AR! !EO!!! T#T#HA#HO! Ke (J 


¿SB#m#a#i#1l!!!'"!! (Jt-yoko@pa2.so-net.or.jp 


--MESSAGE FILE 21676 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
31html.html 


--MESSAGE FILE 21677 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0032htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCJUFMkbxsoSg==?=" <biwa@highway.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiNJI1AjJTCRkJGsSkUiRIITwhIxsoSg==?= 

Date: 30 Apr 1997 18:41:29 GMT 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <01bc5595$6c51la7b0$770a8ccb@gxpro-winnt> 

References: <01bc5477$335e7100SLocalHost@586hx-vip> <01bc54b4$8b554900Sedac84d2@586h 
x-vip> 

NNTP-Posting-Host: 203.140.10.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿SB#IFP#LSKMhSFS/S@S5SCS?J)!"S"SjJS,SHS&S4S6SSS“S7S?!#¿ (J 
> ¿SBSHSjJS"S(S:!"F0S/S3SHS,3NG'SGS-S*S7S?!#¿ (J 


IPL¿SBSK;22CS5S; SFS$S2S@SSS?SSSoSHSSSSS*“S9!#SbS&K:S1S1S1S?B8: SGS9$,¿ (U(“ *¿SB1(!#S3¿ 
(J 
¿SBSN¿ (UIPL¿SBSOSJS+SJS$S+LLGr$SSN$G3'S5SsS$bS$<$R;22C$7S$%S$S7SgS&!#SASJS_ SK!"¿ (UTAO¿SBS55 
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sSN=qé (J 
«58515152: (UURL¿SBSGSO¿ (JIPLz $BS0<j$KF~$4$%$; $s! #2<5-$Nz (URL SBSG<hF057S2575g5&! B; ( 
J 


http://www.intel.com/iaweb/ipl/ 


¿SBSGS9!#¿ (JTAO: $BS5$s$N=q$$$?¢ (JURLz $B$r$5$+$N$\$C$?$0$1$G$9$, (J (** eSB! (1#$3$3$G:8 
ՏԱՀ (JDAWNLOAD; $B$r¿ (J 

¿$B2!$7$F!V¿ (JI 

agree; $B!WSN%\%3?%sS$r2!S9SHS@SESsSm!<SISGS—S*S9!#S"SHSO;g (UTAO¿SBS5SsSN@bLQ@SNDLS3jSdS1¿ 
(J 

ESBSPSES*S/SSS-S*S9l #2 (J 


¿SBS=S1S$SGSO!"5!12q$, S"S1SPS*2qSSS7S%“S7SgS&!#<:NiS7S*S7S?!#¿ (J 


¿SBSSSo¿ (J 
URL:http://home.highway.or.jp/biwa/ 
EMail:biwa@highway.or.jp 


--MESSAGE FILE 21677 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
32html html 


--MESSAGE FILE 21678 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0033htm1l. html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: ¢SB:#F|SbSdSjS*SO!"#I#PHEL! * 3 (J 

Date: 1 May 1997 05:56:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 46 

Message-ID: <0Olbc55f£3$e1646c00$c6ac84d2@586hx-vip> 

References: <01bc5477$335e7100SLocalHost@586hx-vip> <01bc54b4$8b554900Sedac84d2@586h 
x-vip> <01bc5595S6c5la7bO0S770a8ccb@gxpro-winnt> 

NNTP-Posting-Host: 210.132.172.198 

X-Newsreader: Microsoft Internet News 4.70.1157 


éESBSSSo¢ (J <biwa@highway.or.jp> wrote in article 


> 

IPL¿SBSK;22CS5%9;SFSSS?S@SSS?SSSoSH$SSSSS*“S9!#SbS&K:S1SiS1S?B8:_SGS9¿ (J 

ESBS, Հ I(r 581 (!#$3¢ (J 

> 

¿SBSN¿ (JIPL: ԿԱՐԱ ԱՈ aod S5$s$bS<SR; 22CS7$*S7Sg$&!#SASTS_SK!"e (JTA 
Oz SBS5S$sSN=q¢ ( 

> աԱ 1112 Mohoua siesta gd eye eRe T 
, (J 

š 

> http://www.intel.com/iaweb/ipl/ 

> 

> 

éSBSG$9! #2 (JTAO; $BS5$sSN=q$$$?¢ (JURLZ $SBSr$5$+$N$\$C$?S@S1SG6$9$, ¢ (Մ(՞՞ 4581 (18535356:8 
, (J 

S SBSNz (DAWNLOAD: $BSr¢ (J 

> ¢SB2!S7SF!V¢ (JI 

> 

agreez $B! WSN% ei s$r2!$9SH%@%&Ss%m! <SISGS-$*S9!#S"SHSOz (ՄԼՃՕՀ58555ՏՏԱՅԵԼԹ: (J 
ESBSNDLS$3j$d$1¢ 

> rp ՀԱՆՆԱ 

> 

> gSBS=$1$G$0!"5!2q$,$"S1SP$*2q$$$7S*$7Sg$S&!#<:Ni$7$*°$7$?! #2 (J 


E SBHEUFR#LAVOCSCSES*S7S$2S+!1#S9S_S*°S;Ssl#e (J 
ZESBHIFP#LBgG@967SKSDS—!IS*SSS*SS!"S[SSSHSES+!) IKI": #F | SbSdSjS*SO!#LEZ (J 
¿SBF|Sb!#!J#2#3;-#3#0J,$+$il"¿(J 

2 SBH2#4; ~#3#0J, ! '!M=D3!#!K¿ (J 

ESBSFS1%S[!1<S@SSSOSSSCS$?Si!"SMSCSHSd$m$ &$<SNOCBISKIISCSF!"SGS#!<SWSJz (J 
ESBOCS79gSS$Sr$7$?SSSH;WSSS*SO!##ITFPHLSO! "SUS) !<%i%`$4$H!"2q5D<<$4$H¢ (J 
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£$B!"OCBIS4SHSKSHSCSF!"S=S$1S>S$1C/S+SN%Q0%=33%SSSr%5!<SP!<SKSTSFOCS79g¢ (J 
LESBS&S3SHS, SGS-$*S$9!#%5!<3P!<SNSdSjI}SKSDSSSFSO!":#F | !"L@F|SN!"2 (J 
¿SBS&SASN%SQO%=%3%s$r%5!<%$P!<$H$7$?#I#P#L$G65$($2*$9!#¿ (J 
ESBHIFPS"SIS1%9SO!"SE%' SVSASCSCSHSNT} SGCNSiS; S*S9! #3 (J 
ESBSGSO!"$_SIS5SSSNS4; 22CS*BTSASTSFS*S4S*S9!l #3 (J 


ESB2Z#AR! !HO!!!T#T#HA#HO! Ke (J 


¿SB#m#a#i#l!!!'"!!  (Jt-yoko@pa2.so-net.or.Jjp 


--MESSAGE FILE 21678 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
33html.html 


--MESSAGE FILE 21679 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0034htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: ¢S$B:#F|SbSd$jS*SO!"#THPHEL! *2 (J 

Date: 1 May 1997 13:07:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 65 

Message-ID: <01bc5630$24b08b60$93ac84d2@586hx-vip> 

References: <01bc5477$335e7100SLocalHost@586hx-vip> <01bc54b4$8b554900Sedac84d2@586h 
x-vip> <01bc5595S6c5la7bOS770a8ccb@gxpro-winnt> <Olbc55f3$e1646c00$c6ac84d2@586hx-vi 
p> 

NNTP-Posting-Host: 210.132.172.147 

X-Newsreader: Microsoft Internet News 4.70.1157 


SBS3$&=qSSSFS7S*SCS?SNSGS9S, !"SS3sSFSkS5$sS$h$5:4F|!"Sal<3k$,FOS-32 (J 
ESBS*S7S?! #2 (J 


Os 


¿SB!d2#ARMM! " ¿ (J 
¿SB!d%$S%$s%SF%kSN@=T1JSrS4MxMQS/SQ@S5SSS%S7SF!"S"SjS,SHS&S4S6SSS*S9!#¿ (J 


ESB! dz (Jip1¿SBSNC4Ev<TSG$9!#;¿ (J 
¿SBI!dS3SNQ@=IJSO!"F|KNS$G>R2pS5515FS*SjS$2S9S,!"Cx:n8"SO%"ša%j%+SN¿ (J 
¿SB!d; (Jialz$BSK$"$4$°S9!#S7$2S, SC$F!"%"%a%j%+$NC4EV<T$N¿ (J 

¿SB!d¿ (UOK; SBS, SGSJSSS+SiS.Sj!";dSNS[S&S+SiSO¿ (JOKZ$BS, S@S;S“S;Ss!# (J 
¿SB!d8=:_!";dSNS[S&S$S+SiS"%a%jJ%+ŠNSW%$m%0O0%si%$`$r:nQ@.S7S$S?2?2MSK%$S3%s%?%/SH¿ (J 
ESBCLSGS9! #2 (J 


¿SB!dSbS&S7SPSiS/S*BTSAS/S@S5SS!#¿ (Ul $B=54VOJFb$K$O!"JV; v$r$b$i$$$?$$$H¿ (J 
¿SB!d;WSCSFSSS2S9S, !"<c43CY$/SISK$+$b$7$1$%*$;$s!#$4N;>5$/S@S5S$l#e (J 


¿SB!d¿ (J>¿ SBS3S3SK=qS/SYS-S3SHSGSOS"SjJS%S;SsS, !"S[S+SK=q$S/SHS3S,SJS+SCS?¿ (J 
¿SB$s$G!"¿ (J 
¿SB!d¿ (J>¿ SB=q$+$;SFSbSiSSSAS9!#¿ (I 


ESB! dz (J> SB$S%$s%$F%Sk$Š5SSsSN!"#i#n#t#het#r#n#e#t!!#p#a#r#t#iy!l!#l#i#n#e!J0J2<¿ (J 
¿SB#i#p#1l1!K¿ (J 

ESB! dz (J>¿$B$r;H$o$; $F$b$i$C$F$$$k$N$G$9$, !";H$$>!<j$,Hs>oSKSh$$%Ss=%USHSN;¿ (J 
¿SBSJSG!"¿ (J 

ESB! dz (J>; SBišn#e#w#sSG#i#p#lSr>R2pS5S;SFSSS?S@SSS?SSSH;WSSS*“S9!#S?S@!"S=¿ (J 
LSBSN (J 
SB! de (J>¿$B#nfe#w#s%0%k!<%W$, 2q0we) $I$N$G!"; (J 


Pe 


ESB! dé (J>; SB$s=%K!<%3%s%T%e!<%S?%S (SSS?SFSS%aASSSHFD! "!GSMSCSHSdSMS&S<!GSN#HNE (J 
¿SB#e#w#s¿ (J 
¿SB!d; (J>  SB$0%k!<%W!K¿ (J 


ESB! dz (JU>¿ SB5.<RSKCGSCSFS*SSS?J)S, Sh$SSH;WSSS*“S7S?SNSG!"%a!<%kS$SrAwSiS;SF¿ (J 
¿SBS$SS$SS?SQ@S-S ¿ (J 

¿SB!d ¿ (I>¢$BS7$?!#%3$%s%S?!<SM$CSH<R2q$, ?J$` SKSŠDS1!"Cx:n8"EySNLdB3jS,BgS-S/¿ (J 
¿SBSJSkSH;WSS¿ (J 

ESB! dz (J>zSBS*S9SNSG! "$=$1S$iSN<ALdSKEZ$ ($F$/$1$k>1$, $"$k$H9, 55555914: (J 
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ESB! dz (J>zSBSGSO!"<:NiSSS?S7S*°S9! #3 (J 


ESB! de (J 
ESB! ԱՏՏՏՏՏԻՏԵՅԷՀՕ2զՀՔՏ»5Տ21552ՏՇ՞1ՀՇՏԲՏՈԱՇՏՇՕԼԵՀ (J 
ESB! dz (Jtel:03-5223-9243 fax:03-5223-9192 
é5B!d1) ED! JSOS@!KS£$+$ 52 (J email:haday@ccm.intel.co.jp 


2 SBSHS&SSS&LUSTISNSG! "#T#PHLSO! "SSSS3FSKS5SSSNI}$+$i! "Sal <%k$, FOS/$%3 (J 
>SBSG!"3 (J 

S SBS*MBS1SHS$$6$3SHSKSIS$4$*S7$? ! #$9SGSKS0S6%5%m! <SIS7SFS/S@S5$CS$2T} 2 (J 
¿SBSKSO!" (J 
ISB2=S7LuSJSSSNSGS95,!"S3S&S5SS&S3SHSJSNSG!I"S4N;2r43j55528SSH;WSSSAS9;(J 
ESB! #2 (J 


ESB2Z#AR! ! EO!!! T#T#HA#HO! Ke (J 


¿$B#m#a#i#1!!!'!!¿ (Jt-yoko@pa2.so-net.or.jp 


--MESSAGE FILE 21679 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
34html html 


--MESSAGE FILE 21680 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0035html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCOiNG£fCRiJGOkaiReJDkhIiNJI1AjTBsoQg==?= 
=?1SO-2022-JP?B?GyRCISobKEI=?= 

Date: Thu, 01 May 1997 22:31:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$ff8d19970501223110@news1.scei.co.jp> 

References: <01bc5477$335e7100SLocalHost@586hx-vip> <01bc54b4$8b554900Sedac84d2@586h 
x-vip> <01bc5595S6c5la7bOS770a8ccb@gxpro-winnt> <Olbc55f3$e1646c00S$c6ac84d2@586hx-vi 
p> <01bc5630$24b08b60$ 93ac84d2@586hx-vip> 

NNTP-Posting-Host: 202.217.106.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿$B$G$9!#¿ (B 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<01bc5630S24b08b60$93ac84d2@586hx-vip> ¿SBSN; (B 
¿$B5-; v$K$*$$$F¿ (B 1997/05/01/ 13:07 ¿$B:"!"¿ (B 
"TAO" <t-yoko@pa2.so-net.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 


¿SBBgI)$KN, !#¢ (B 


" 5 SO OA A L S%s*SsF%$kS5$sSNJ)$+Si!"%Sa!<%SkS$S,FOS/S ¿ (B 
SBSG!"z ( 
_ us 1s HOSS ESAS H SEU ee NSH a7 ՎԱՏԱՑԱՎ ԱԿԱՆ aasan sss 
>~SBSKSO! "2 (B 
>2$B?=$ 7LUSISSSN$G$ 98, !"S3SE&SS$ES3SHSISNsG! "S4N; 2r4j4SS$$?SS$$H;wsss*s yg ( 
>¿SB!# (B 


ե) 


ե) 


¿SBFqS7SSSsSGS9ShSM!"S3S1!#¿ (B 
¿SB%j%s%/#1SDD%SkSKS7SFSb!"TaDLSJSi5S7ZSKSGS-SkSsSGS9%, !"S3S3SOJD:?S5S1S?¿ 
¿SB>1SGS95+SisMŠ'!#8- $3S$S&S+$iSOS3SASiSr8+SkS$3SHS,SGS-SJSS!JSDS 531"5188S8 (B 
¿SBS&>R2pSHSHS$bS$K%3 — Ա Աա $GS-SISS!KSNSG!"G[N8$,1,MWS@SH; (B 
Z SBOMS ( (SESSS*S9! #2 (B 


os 


¿SB#P#SSN%$51<%I%Q!<%F%#!<SGSb!"S3S3SN%Z!<%8Sr1NMwS9SkS3SHS9Si$G$-SJSSSs;(B 
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éSBSG$9! #2 (B 

Beginner's Forum Leader 

RedBug ¢$B%a!<Sk%S"SI%1%39>C<:Cf¢ (B 

--MESSAGE FILE 21680 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
35html html 


--MESSAGE FILE 21681 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0036htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: ¿SB:#F|SbSdS3jS*S9! "#I#P#L!*!*; (J 

Date: 2 May 1997 06:47:38 GMT 

Organization: PlayStation Net Yarouze 

Lines: 63 

Message-ID: <01bc56c4$3b221780$d7ac84d2@586hx-vip> 

References: <01bc5477$335e7100SLocalHost@586hx-vip> <01bc54b4$8b554900Sedac84d2@586h 
x-vip> <01bc5595S6c5la7bOS770a8ccb@gxpro-winnt> <Olbc55f3$e1646c00S$c6ac84d2@586hx-vi 
p> <01bc5630S$24b08b60S$93ac84d2@586hx-vip> ՀԷՇՎԵսցտքք811997050122311060ոճատ1.ՏՇ61.Շօ.3) 
p> 

NNTP-Posting-Host: 210.132.172.215 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB! !SISbD!<!##T#AHOSH?=S7S°S9! #2 (J 


RedBug <redbug@donk.ne.jp> wrote in article 
<redbug$f£8d19970501223110@newsl.scei.co.jp>... 

> ¿SBFq$7SSSsSGS9ShSM!"S3S1!#¿ (J 

> 

¿SB% 3 ԱՐ" $k$K$7$F$b!"IaDL$J$i5$7Z$K$G$-$k$s$G$9$, !"S3S3SOJD: ?¿ (J 
ZSBS551824: 

> 
¿SB>1SGS9$S+SiSMS'!#8-S3S&S+S1iSOS3SASiSr8+SkS3S$SHS,SGS-SJSS!JSDS%“S3j!"¿ (J 
¿SBSIS&SS¿ (J 

> 
¿SBS&>R2pSHSHSbSK%jJ%s%/S5S1SFSSSkS+3NG'SGS-SJSS!KSNSG!"G[N8S, I, MW$@¿ (J 
¿SBSH;¿ (J 

> ¿SB9MS (SFSSS*S9!#2 (J 

> 

> 
¿SB#P#SSNS5!<%SI%SQ!<%SF%S#!<SGSb!"S3S3SNSZ!<%8Sr1NMwS9SkS3SH$9SiSGS-SJ;¿ (J 
¿SBS$SSs¿ (J 

> ¿SBSGS9!#¿ (J 


ESBS= o ae eee #2SSNS3SHSG!"%$S$%s8%?!<SMSCSH>ESNz (J 
éESBCx:n8"EySN¢ (J 

ESBLAIBJ$r:FG'<1$55;S$iS1$*S7$?! #2 (J 

ESBS=SsSGSbSCSF!": փբ| լով S$3sSFSkS5$s$h$4%a!<%k$, FOS-S*S7S?! #2 (J 


>¿$B$*JV; VCY$S/SISj$*STSF?=$7TLuUS"S$j$*$;Ssl#e (J 


>¿SB%$"%Sa%Sj%+SNS[S&SKLdSS9gSoS;S?7k2L!">R2p$SrS9SkSNSO9=SoSJ$SSHSSS&¿ (J 
s SBS3SHSG89! Fe (J 
>¿SB<B83E*SK:nQ@.S7S?@=IJSGS"SkS?Sa!"%=%U%SH%&%'"'%"SNCx:n8"!";HMQ;Vv9`¿ (J 
258555 (ՀՀՏԸՏԹՏՏ5251չ (J 

>¿SBS1SP!"9=SoSJSSS=S&SGS9!#;OJ 
>¿$BSJS*1"$3SNQ=IJ$K4X$9Sk$5%] !<SHSOS7SFS$$$*S; $s$NSG!"S$4N; >5$/$@S5¢ (J 
¿SB$$!#¿ (J 


--MESSAGE FILE 21681 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
36html.html 


--MESSAGE FILE 21682 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0037html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: ¢SB: #F | Sb$ds4$* S9!"#IW#P#L!*!*¿ (J 

Date: 2 May 1997 07:26:36 GMT 

Organization: PlayStation Net Yarouze 
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Lines: 25 

Message-ID: <01bc56c9$a39075a0Secac84d2@586hx-vip> 

References: <01bc5477$335e7100SLocalHost@586hx-vip> <01bc54b4$8b554900Sedac84d2@586h 
x-vip> <01bc5595S6c5la7bOS770a8ccb@gxpro-winnt> <Olbc55f3$e1646c00S$c6ac84d2@586hx-vi 
p> <01bc5630S$24b08b60S$93ac84d2@586hx-vip> <redbugSff8d19970501223110@newsl.scei.co.j 
p> <01bc56c4$3b221780$d7ac84d2@586hx-vip> 

NNTP-Posting-Host: 210.132.172.236 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSVSsS$7Sg$&S, !"SHS.S1SASCSCSFS*S$7$?!#2?2sSbF1$80CBj=q$-S$d$, $CSF¢ (J 
ESBS&SOSCS?PSSSASDSESHS* ; WSSSNT} SHSSSiSCSTScSk$G$7$g$éE$, !":#2sSG=*SŠo¿ (J 
ESBS ISGSO! #2 (J 

ESBSHSSS&S0S1SG! "SSSssFSkS5SsSN5v2DS, $G$?$H$3$m$G!"2K$JJ}$O0O; HMO5vBz¢ (J 
éSB>r7oSr=OFISN>e! "3 (J 

2 SBSQS&SsSm! <SISTSFSHSIiSCSE! "#IT#PHLSASIS*STS GSE! HE (J 

2$B: #F | SNS*BSO!"!V!GSMSCSHSd$m$&S$<! GSd$m$5S<!W! "SHSSSES3SHSKS7S$?7$$3 (J 
ESBSH;WSSS*S9! #2 (J 
LSB: #F | SoS&SASNSQ%=%33S$1r35!<SP!<SKS7S*S9S, !"#2#3;~#1#5J, :"$+$i!"#2¿ (J 
LSB; ~$/SiSSS*°SGSKS7S2SSSH;WSSS*°SO!#F#THEPS"STS1S9SO!"SES'SVSASCECSHSNG (J 
ESBI}SGH2#3; ~2a$.$K$*CN$i$; $7$^$9!#¿ (J 

ESBSGSO!"S2?S/S5SsSNS4; 22CS*BTSASTSFS*S58S°S9! #3 (J 


ESB2Z#AR! !EO!!! T#T#HA#HO! Ke (J 


¿SB#m#a#i#l!!!'"!!  (Jt-yoko@pa2.so-net.or.JjJp 


--MESSAGE FILE 21682 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
37html.html 


T 


--MESSAGE FILE 21683 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0038html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Tomonori Sugisita" <t-s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?GyRCJVUlaiE8JUghPCUvJCw4KyRsJF4kNyQ/ISobKEo=?= 
Date: 2 May 1997 19:31:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bc572fš0a436680S908d84d2G@t-s-sckxa2> 

NNTP-Posting-Host: 210.132.141.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB!!#T#A#R#OS5Ss!*SU%Sj!<SH!<%/S,8+$1S2$7S?2Sh!#S3$S1SG:S$CS?$3SHS,$"SCSFSbBg>fIW; (J 
¿SB!*¿ (J 

¿SB1!S8Sg$8Sg$K$1%Y%k%$"%C%$WS7$FS$SSk:#F|$3SN:"1J$SI%Si$/% ($KŠ?$SH$ (SkSH% %S1%SS%S`SS¿ (J 
ESBS8Sa!*!Kz (J 

é$B!!$3$1S+SiS$b8+<NSFS:SKShSm$7$/S*SMS,SSS7S*°S9! #2 (J 


ESBI!!!#PHES!'"Sk!<SkOcH?SrS7SFSSS*°S7$?Si!";XE&STSFS/S@S5SS! #3 (J 
--MESSAGE FILE 21683 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
38html html 


--MESSAGE FILE 21684 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0039html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJVULaiE8JUghPCUVJCw4KyRsJF4kNyQ/ISobKEo=?= 

Date: Sat, 03 May 1997 09:18:30 +0900 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 14528 


Lines: 13 

Message-ID: <336A8451.5F43@ymg.urban.or.jp> 
References: <01bc572£$0a436680$908d84d2@t—s-—sckxa2> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Tomonori Sugisita wrote: 


ESB! !$*SaSGSH$&S4$6$$$*$9z (Մ(՞՞) 


> ¢SB!!!)#PH#S!'Sk!<SkOCH?SrS7SFSSS$*°S7$?Si!";XE&STSFS/S@S5SS! #2 (J 


é$B!!%k!<SkOcH?SCSFS [SISGSOSISSSNSG$9$,!"2 (J 
http://www.cup.com/negi/msin.html 


ESB! !$r$4$i$s2<$5ssl#e (J 
--MESSAGE FILE 21684 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
39html html 


--MESSAGE FILE 21685 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0040htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TAO" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: gSBHI#P#LSASkSRSH!<!#¢ (J 

Date: 4 May 1997 17:39:45 GMT 

Organization: PlayStation Net Yarouze 

Lines: 47 

Message-ID: <01bc58b1$73208ce0$SLocalHost@586hx-vip> 
References: <01bc5477$335e7100$LocalHost@586hx-vip> 
NNTP-Posting-Host: 210.132.172.222 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿$B$9$s$^$; $s! #$b$&012s=q$+$J$-$c$J$i$J$/$I$J$^$7$?!#¿ (J 
ESBS ($ ($C$H!"#I#P#L$N%5!<%P!<$N$d$jJ}$J$s$G$9$,!"¿ (J 
ESBS*S:!"SS%3S3?!<SMSCSHSK@\B3S9Sk! #S=S7S?Si!"SUS) SkSQ!<#WHEIFNHDHOHWS (J 
¿SB#SSNSJS+$N!"¿ (J 
¿SB#W#i#n#i#fp#c#fig!!S$CSFSNSr5/F0!#S=S&Š9SkSH!"#I#P%"%$IS1%S9S, !"SoSt+e (J 
ESBSIS*SO!#e (J 
éESBS=SSSGSbHSCSF!"#L1#P#LSr2rE S7S?SHS—-SK! !#i#p#a#r#t#y!!SH! !#itpHtatre (J 
ESBet#y#d! !SCSFSUS) SkSCS, SGS-S?SGS;S&! #2 (J 
ESBS=SN!"#i#tptatr#t#ytd! !SNSIS+SN! "#i#tp#tadtr#t#ytd! !S$r5/FO!#S=S1SG!"e (J 
ESB<+J, $N%*°37%8$,%5!<%P!<SKSISjS*S7S?!#S=SN8eSO! "#T#PS"STS1S9Sr!"Saz (J 
ESB! <SkSIS4!"S&S'" SVSASCSCSHSISISG! "B>SN?MSKEAS (S$*S9! #3 (J 
¿SB;22CS7S?SS?MSORIFfP#LSrS?SASTS2SF!'#F#i#l#e!!#O#p#e#n!!#L#o#cha#t>(J 
ESBHi#o#NSG!"S5!<SP!<SKSISCS??MS+Si655 (SŠF$b$i$C$?!"#I#P%S"SIS1%S9SrF<¿ (J 
ESBNOS7TS*S9!l #2 (J 
£$B%5!<%P!<SKSISCS??MSb; 22CS7S?S1S1SP!"#1T#P#LS LS PSAS"S2SF!"S*SIS8S/3 (J 
ESBELEPS"SIS1S9SrF~NOS9SISP!I"S*SCS1LI<!*! THLEPS"SIS1S9SO! "@\B3S9SkS43 (J 
ESBSHSKIQSOSkS_S?SS!#!Kz (J 
ESBS=SsSGSbSCSF! "#1 #P#LSASCSFS=S 3SGOC$7 9g$C$?S3SHSrS$ISk$Y$/! IM-OU5Az (J 
ՀՏՏՏՄՕՇՏ79ցՏ5ՏՏՏ,ՏՇՏ-Տ25118չ (J 
ESBENHEHWHS=q$-9~S_S*S7SgS&! #2 (J 


LESBSHS4S"S ($:!":#F | SASCS?SAS$qg! <M-OU5ASJOCS79gGSSSNFOMF S$ r=q$SS$HS-$*$9¢ (J 
ESB! #2 (J 


ESB! c$3$s$P$s$o!<!#$-$3$ (SFS*S9S+!<!) $O!<SS!"S$-S3$ (SFS*S9ShH!<!#$-S$3¢ (J 
ESBS (SFS*!<S9l#e (J 
¿SB!cs$s(!"$—$3S$S(SFSk!)!&!&!&!&!&!&!&!&!&;dsN@<!"J9S3S(SF$kS$SsS$SGS7SgSŠ&¿ (J 
ESBS$+!) $-$3S$ (SF$?$Si!"SF%—-%9SHS$SN!cJ)$X=q$SSFS/SQ@S5SS!#!&!&!&!&!&!&!&¿ (J 
ESBS&SASM!<!"@<$, 30SKO3S1$k$+SiSM!<!"6a=jSN?MSKFHS 48@!cS7Sc$Y$4$*$/¢ (J 
¿SBSkJOQ?MS@S$SH;WSoSl1l$FSkS$Sh!"$3$j$c!#!&!&!&!&!&!&!&!&!&$5$$$JSi!<!#S%¿ (J 
¿$B$?$h$m$7$/!#¿ (J 
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ESBSCSFSIS+SsS8SGS7$?! #2 (J 
¿SB#TI#P#LSr!"%U%)!<%i%`S4SH$Sd!"OCBjJ$S4S$HSNH>%$j%"%k%?%$%`2q5DS$SJSISK;H;¿ (J 
¿SBSCS?SjJS9SkSH!"7k9=$SJSsS8ScS$SJSSS+SH;WSSS*S9!#¿ (J 

¿SBSGSO!#¿ (J 


ESB2Z#AR! !EHO!!! T#T#HA#HO! Ke (J 


¿SB#m#a#i#l!!!'"!!  (Jt-yoko@pa2.so-net.or.Jjp 


--MESSAGE FILE 21685 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
40html.html 


--MESSAGE FILE 21686 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0041htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1s0-2022-jJp?B?GyRCUGIkJiQ5JDA8KzhKP1IycCO3JF4kORSoSg==?= 
Date: Wed, 07 May 1997 03:12:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <336F748C.2012@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.140.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


/-/ Name :morimori 
/-/ E-mail :morimori@fa2.so-net.or.jp 


¿SB$SdSCS?!<#N!|#R#5F#0FRO#VSNSjJ%"šk%]%j%4%s%b%G%k40@_.!*;(J 


¿SBSHS$S&$SoS1$SGK?%o!<%/%9%A!<%` 6 (NOSN2<!"$P%S% /%2!<%` SN¿ (J 
¿SB#O#P!&%` !<%S!<SK;HMQOS9$k%ša%S%$s%P%S%/S,40@0.$7S25S7$2?!#¿ (J 
¿SB#7!A#8K|%]%3jJ%4%s0LS"SCSŠ?S+!#¿ (J 

2SB!!K\2M[) $/ !191%$6%8%1!<%5!<SN<V$h$j%j%"%k!*!I$HŠNS3SH!#¿ (J 
¿SB!!!J¿ (J ¿SBKNEvS+$C!)!*!K¿ (J 


ES$BS7$+$7S%*S@;WSSSCS-S jBGIQSISbSG6% J SSSO0SO#4SG\SOB3S/! #2 (J 
2S5B!IS=S7SFS=SN8e2a9sSI%b! <%7%3g%s:n6H$, BTSCSFSSSk!#!Kz (J 


¿SBS5SF467cSNJs9p$r:QS*S;S?SDSNSN<+8J>R2pSr;¿ (J 
¿SB:QS“S;SFSSSS;Ss!#¿ (J 


¿S$SB?tF|Cf$K$O??LLLNSJ<+8J>R2p$r$7ShS&$H9MS (ՏԲՏ«ՏՀչ (J 
ESBS*SISNSG!"S"S7S+SiS:!#z (J 


¿SB#N#YSr7@5!SK%2!<%`@):nSHSSS&D6Hs>o<1SJ?M@085SX; (J 
¿SB?HSrEjJS8ShS&SH8@S&4qFCS$SJJ)!";dSb01=oSGS9!#¿ (J 


¢SB6=L#M-SkJ}$40"MmS$*BTSAS7SFS*S4S*°S9! #2 (J 
¿$B!J!!!A"v!!I!2N$^$8$j!K¿ (J 
¿SB!!!111111111111111111l1 (J 


--MESSAGE FILE 21686 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
41html.html 


--MESSAGE FILE 21687 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0042htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJGIkJiQ5JDA8KzhKP1lIycCQ3JUF4kORsoSg==?= 


Net Yaroze newsgroups message dump.txt 


Date: Wed, 07 May 1997 19:15:45 +0900 
Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3370564D.40E0@ymg.urban.or.jp> 
References: <336F748C.2012@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.78 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Naotaka Morita wrote: 


> 

> -- 

> /-/ Name :morimori 

> /-/ E-mail :morimori@fa2.so-net.or.jp 

> 

> ¿SBSd$CS?1!<#N!|#R#5#O#OFRV$NSj%"Sk%$]%j%4%s%b%G%k40@.!*¿(J 
¿SB!!S"!I"SSSSSGS9SMS (!#¿ (J 

¿SB!!¿ (UZXR-7¿ aoa %k%/%1!<%I%k;~Be$Nė (JGSX-Rz SBSHS+3 (J 
ESB! !S[ [S7$SSJS1; Մ(՞՞չ 
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--MESSAGE FILE bi eee END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 


42html.html 


--MESSAGE FILE 21688 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0043htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJCIhIiOkJCOkRyQ5JEOkKKCE JGyhK?= 
Date: Thu, 08 May 1997 02:36:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <3370BD96.3A6@fa2.so-net.or.jp> 


References: <336F748C.2012@fa2.so-net.or.jp> <3370564D.40EQ0@ymg.urban.or.jp> 


NNTP-Posting-Host: 210.132.140.19 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


> > /-/ Name :morimori 

> > /-/ E-mail :morimori@fa2.so-net.or.jp 

>> 

> > ¿S$B$dSC$?!<#N!|#R#5#O#O#B#VSNSjJ%S"Sk%]%j%4%s%šb%G%k40@_.!*;(J 

> 

> ¢gSB!!S"!"SSSSSGS9SMS (!#¿ (J 

> չ5811: (UZXR-7¿ m Աաաա աաա ISk; ~BeSNz (JGSX-Rz SBSHS$+z (J 
> ¢SBI!IST 57555981: Մ(՞՞չ 


ESBS* IV; v$I$&$bM-$jFq$&$4$6$$$^$9!#¿ (J 
éESBOJA0SHSjS40"MmSrS5S7S"S2ShHSESH;WSCSFS*S7S?!#¢ (J 


¿$B2?$;¿ (J '88 GSX-R750 ¿$B$d¿(J '86¿$B!!¿ (JUGSX-R750 F-12:$B!J4%<0!Kz (J 
S SBSK: \SCSF$$$2<TSGOLEYS*OCSr$7$2$SSH; — S7S?!# (J 


¿$B:#!"<+8J>R2p$r=q$$$F$KESCf$K$3$1$rFI$s$G$*JV; v (J 
ESB=qSSSFS*S9! #2 (J 


2 SBS7S+$7; dSO05E] E*$K% [3s%@<VS, B?$+$C$?0Y!J¿ (J NS-250¿5B7O¿ (J ¿SB!K; (J 
2SBS9%:% erie s os ԱԻ Աննա ns s: anne 50 e 
éESB54SNShS&SKAa$S+SCS?SGS9! #3 (J 


¿SB@N%$[%s%@¿(J FTR250 ¿$B$d¿ (J NSR250R ¿$B$G%S1!<%9$r$7$F$$$2$3$H$,$"$j!"¿ (J 


2st250cc j a p e 
¿$B!J:G6a$N%P%$%/$0%U%1!<%`$,NI$ŠOY!";d$_ aN 
2$B!!%X%?%/S=SGSb#G#P Si S$%@! <SHF1IS8MMSJI%* SMS, ¿(J 
¿$B!!2DG=$H$J$j$^$7$? !#BgJQ4r$7$$$G$9$M!#!K¿ (J 
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—-MESSAGE FILE 2296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
00999 


-—-MESSAGE FILE 2297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001000 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Sun, 24 May 1998 19:08:16 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 22 

Message-ID: <35686210.9F615C25@codeworks.demon.co.uk> 

References: <3561da91.821128@news.playstation.co.uk> <memo.19980523195104.44825A@ jmh 
annan.compulink.co.uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Jeff, 


In case you're interested, Danny Rampling is playing just round the 
corner from you tonight at RGls in Reading on Sunday. 


May see you there.. 

Cheers 

Jim 

Jeff Hannan wrote: 

I used to revise to Bomb the Bass' 10 seconds to terminate. 


My Sony Walkman is playing up, so now I have to listen to 
the radio - mostly crap. (My tape deck is also broke) 


When it works I listen to taped sessions of Danny Rampling's 
Euro Mix 


VVVVVVVV VV 


Jeff Hannan 
-—-MESSAGE FILE 2297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01000 


-—-MESSAGE FILE 2298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001001 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Browser probs 

Date: Sun, 24 May 1998 19:14:23 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 17 

Message-ID: <3568637F.9D60C002@codeworks.demon.co.uk> 

References: <6k3co9S4p33@chuka.playstation.co.uk> <6k4dm2S4p36@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 
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éESBSASIS_SK#F! &%9%Z%8%5!<S, 9SS—-SGNIS/8&5£S7S*$7$2 #2 (J 
¿SB:#SGSbAvSjJSN86EQG@SOS=S$3SKS"$jS*S9!#¿ (Մ 


¿SB@h7n@$EDC+$N%*%K%"KN20$G¿(J '82¿$B!A¿ (J85 ¿SB:"$N%9%Z%s%5!<¿(J 
¿SBSN$S%G%*$,LSS@SKGdSCSFSSSkS3SHSrH/8+$7!";WSoS:8EKNSd: (J 
ESBSSSGS*SrGCcSSS"S5SCSEFSTS*SSS“*S7S?! #2 (J 

¿SB!J65$ ($F$/$1$?%i%$%@!<%9%/%i%V$5$s¿ (J ¿$BM-$jJFq$&!#!K¿ (J 


¿SBS=$m$=$mD9$/$IJ$J$^$7$?7$N$GI.$rCV$-$^$9$, !"z (J 
¿SBS=SNS&SA%si%S%G%#%s%0SKS$SDSSSF7cOQ@S7S2SSSGS9SM!#¿ (J 


--MESSAGE FILE 21688 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
43html.html 


--MESSAGE FILE 21689 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0044htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJCIhIiOkJCOkRyQ5JEOKKCE jGyhK?= 

Date: Thu, 08 May 1997 13:11:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <3371527B.7786@ymg.urban.or.jp> 

References: <336F748C.2012@fa2.so-net.or.jp> <3370564D.40EO0@ymg.urban.or.jp> <3370BD 
96.3A6@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.60 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Naotaka Morita wrote: 


> :58225:: (J '88 GSX-R750 ¿S$SB$d¿ (J '86¿$B!!¿ (JGSX-R750 F-1¿$B!J4%<0!K¿ (J 
> ¢~SBSK:\SCSFS$$?<TSGOLEYS*OCSr$7$?SSSH;WSCSFSSS*°S7S?! #2 (J 


é5B!!<BSOBg7?LH5vSr; )ՏՇՏԲՏ՞Տ:Տտչ (Մ(՞՞չ 
25B!!%Q%3=S3%SDL?.Sr;OSaSF!":G=iSK%"%3/%;%S9S7S ?APSN: , #B#B#SSG;¿ (J 
ESB! !SO0%SSSISkSM!<%* Sr2?SKS9SkS+I9S+S1! "A4A3 9MS (SFSIS+SCS?SNSG: (J 
¿SB!!>h$jS$S?SSSdSDSNL>AOSKS7S?SHSSS&!&!&!&!# (Մ 
2$B!!$$$*S$*SG8BDj2r=|S$KSb#22s9TS$-$*$7S$2S, !"S$S@$aSG$7$?!#¿ (J 


¿SB!I!N)=,$7SJSSSH%s@%saSGS9SM!#¿ (J 
¿$B!!Bg7?#2NX$NG'Dj9; $ÞA}$ (;O$a$F$k$s$G!"$*6b$, $G$-$?$i¿ (J 


ESB! !9TS3S&S+SISH;WSCSFS*S9¢ (Մ(՞՞չ 


2$B!!;d$0z (JSUZUKIz SB<VSN30%3s%1%4%S%0S$, 3dSH9SS-SGS9! #2 (J 

2$B!!<ZSjI*SNz (JCBRzSBSADOSN; (JZEPHYR; SBS=$NB>SOSIS&Sb!&!&!&3 (T(%*; 
2$B!!;n83>1$G>hS$C$?2 (JGSX750E4z2 SBSH! "AOSK>hSCSF$?2 (JBanditzSBS$Nz (J 

£$B! !%0%s%1%4%s%0S,S5[S\FIS8STISNSKSO>PSCSFS7S*°SSS*°S7822 (Մ(՞՞չ 

--MESSAGE FILE 21689 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
44html.html 


--MESSAGE FILE 21690 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0045html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJCIhIiOkJCOkRyOQ5JEOKKCE jGyhK?= 

Date: Thu, 08 May 1997 19:23:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <3371A990.42CF@fa2.so-net.or.jp> 

References: <336F748C.2012@fa2.so-net.or.jp> <3370564D.40E0@ymg.urban.or.jp> <3370BD 
96.3A6@fa2.so-net.or.jp> <3371527B.7786@ymg.urban.or. յք» 

NNTP-Posting-Host: 210.132.140.11 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


> 2SB!!Bg7?#2NXSNG'D49; SbA}S (; OSaSFSkSsSG!"S*6bS, $GS-S?Siz (J 
> ¿$B!!¿ (Isg$B$3$&$+SISH;WSCSFS*S9¢ (U (^^; 


2SB1+SNF|$,A@SSL\SG$9!#22S?SCSF;n834ISN?FIc$K¢ (J 
ESB1s$/S$O8+S (SISS!#:NE@Sb4ESa! #2 (J 
¿$B>/$7$/$i$$%4%^%+%7$, Mx$-$^$9!# (J 


¿$B; dSO$3S$&$S$&BgJQH\ 61SJ0FSrM' ?7MSHOMS ($D$/$7!"¿ (J 
¿$B2?2$H$+?t2s$G<u$+$j$%*$7$?!#¿ (J 
¿$B2s$J$G$O#3!A#2#72s$H2s?t$O$^$A$^$ASG$9ŚM!#¿ (J 


ՀՏ8ՕԸՇՏՕՄՕՏՕՏ)Տ՞Տ9Տ, !"¿ (J2st250 ¿$B$,B?$+$C$?0Y!"¿ (J 
¿SBSIS&Sb; (J4st¿$BB9g7?$OFk@w$a$:!"%[%s%H$O¿ (J 2st500 
¿SB$K>h$j$?$$$s$G$9$, !"L5$$$s$G$9$3$1$, 19151918. (J 
¿SB:#2s#H#R#C$+$iH/Gd$5$1$?; THNS1!<%5!<S, #9#2#0K|¿ (J 
ESBSGS9S+Si!"GcoS (SkSOS1ISTSSST!ISISI SI #2 (J 
¿SB#1@iK|=&$C$?$i7Y; | SKSOOTS+SISSSGSOSM! #!T>P!Kz (J 


> ¿SB!1;d$O¿ (JSUZUKI 2 SB<V$N%0%s31%4%S30$, 3dSH9ISS-SGS9! #3 (J 
£$B%9%:%-SNSP3S%/SOSP%3S8%/3Q0SKBPS$9Sk@{2s@-S,¢ (J 
ESBSK%e!<SHSiSkKSGSISM! #STSSSTSs?25+S; SPSISsSSISs6JS, Sk! #2 (J 
ESBS [SSS@<VSGSO9MS (SiS1STSSMMSIS"SCSASNJ} 8~S*SGz (J 
¿SB>.2s$j$,MxS/SsSGS9SM!#!J:r:#SOSOS?S7SFSIS&S+!%!S!SsS!) !K¿ (J 
¿SBS*?,SG%S7!<%SHS$rF]S9S@S1SG%9%`!<%:SKQ@(2sS9Sk!#¿ (J 
¿SB%$[%s%*@SNMMSK!IS"S1S3S1S7SJSSSH>e<j$/Q@(2sS$7SJSS!I¿ (J 
ESBSHSSS&S3SHS, LOSSShHS&SK; WS ($^$9!#¿ (J 
¿SB!1!11111111111111111111111111111l1JS[SSSHS+ShSC!) 1218. (J 
/-/ Name : Naotaka Morita 


/-/ E-mail : morimori@fa2.so-net.or.jp 
--MESSAGE FILE 21690 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
45html.html 


--MESSAGE FILE 21691 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0046html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCQ2c0ViRySmc9OCQ5JGskSyRPISkbKEo=?= 
Date: Fri, 09 May 1997 03:23:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33721A21.777F@super.win.or.jp> 

NNTP-Posting-Host: 202.26.2.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


¿SBS*J9S-S7S?SSSNSGS9S, ¿ (J 

¿SB8=:_%h%C%7!<%N%$jSN%"% /%7%g%s%2!<%`$r¿(J 

¿SB@):nS7SFSSSkSsSGS9S, ¿ (J 

¿S$SB%0%i%U%#%C%/SrIASSSF$S/S1$SkCg4V$Šr¿ (J 

¿SBJg=8S7S?SSSNSGS9S, ¿ (J 

¿SB#H#PSNSJSS?M4VSOSIS3SGJg=8$H$+$7$?$i¿ (J 

¿SBSSSSSGS9S+!)¿ (J 

¿SBS3S$S3S8ScBLLNS+SJ!&!&!&!) (J 

--MESSAGE FILE 21691 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
46html.html 


--MESSAGE FILE 21692 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0047html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 
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Newsgroups: playstation.ny.program.freetalk 
Subject: =?iso-2022-jp?B?RnRwGyRCJESkRCQkKJEYbDKEo=?= 
Date: Sat, 10 May 1997 06:25:54 +0900 
Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33739662.5A49@super.win.or.jp> 
NNTP-Posting-Host: 202.26.3.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Ftp. SBSKSDSSSFSN<ALdSGS9S, ¿(J 

Ftp¢SBSCSFSIS$3S$+Si<jSKF~S1S?SiNISSSNSGS7SgS&S+!) ¢ (J 
éESBDL?.SGF~<jS9SkI}K!SrS4B8S8SNI}SO0; (J 

¿SB65S (SFS$SS?S@S1SJSSSGS7SgS&S+!)¿ (J 

--MESSAGE FILE 21692 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
47html.html 


--MESSAGE FILE 21693 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0048htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youichi Kondo <youichi_k@cap.bekkoame.or.jp> 
Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?RnRwGyRCJUESKRCOKJEYDKEo=?= 
Date: Sat, 10 May 1997 20:14:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <3374588B.46E9@cap.bekkoame.or. յք» 
References: <33739662.5A49@super.win.or.jp> 

Reply-To: youichi_k@cap.bekkoame.or.jp 
NNTP-Posting-Host: 202.210.142.82 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; I) 

To: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 


Hiroaki Suzuki wrote: 

> 

Ftp SBSKSDSSSFSN<ALdSGS9S, ¿(J 

Ftp $B$C$F$I$3$+$i<J$KF~$I$?$İNI$Ş$Ş$ŞN$G$7$9$&$+!)¿ (J 
¿BDL? .$GF~<j$9$kJ}K!$r$4B8$8$NJ}$O; (J 

¿SB65S (SF$S$SS?S$S@S1SJSSSGS7SgS&S+!)¿ (J 


> 
> 
> 
> 


¿SB$S3SsSPSs$SO!"%Sa%,%S3%SsS$GS9!#; (J 


ESBSbS7S4; HMOSNS*°S7%3SS, #W#i#n#9#5SJSi!!lo#w#i#n#d#o#wi#s: (J 
E SBSNZUS) SkSQ!<SK!!!1T#E#tHp! SHetx#e! 1S, F~SCSFSSSISSSGS$7z (J 
ESBSg$&$+!) OLEY3NG'S7SFS_SFS/S@S5SS!#¢ (J 


youichi_k@cap.bekkoame.or.jp 
--MESSAGE FILE 21693 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
48html html 


--MESSAGE FILE 21694 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0049html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jJp?B?RnRwGyRCJUESKRCOKJEYDKEo=?= 

Date: Sat, 10 May 1997 20:37:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33745DF8.4B08@super.win.or.jp> 

References: <33739662.5A49@super.win.or.jp> <3374588B.46E9@cap.bekkoame.or.jp> 
NNTP-Posting-Host: 202.26.3.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 
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ESBS3SsSPSsS0O! "Sa, %3%s$G$9!#¿ (J 


ESBSbS7S4; HMOSNS*°S7%3SS, #W#i#n#9#5SJSi!!lo#wt#i#n#d#o#wi#s: (J 
ESBSNSUS) SkKS@!<SK!!!T#L#tHP! Stetx#e! 1S, F~SCSFSSSISSSGS7¢ (J 
ESBSg$&$+!) OLEY3NG'S7SFS_SFS/SQ@S5S$! #2 (J 


VVVVVVVV 


youichi_k@cap.bekkoame.or.jp 


ESBF~SCSFS*S7$?!#2 (J 

¿$B%a!<%k$bM-$jFq$&$4$6$$$^$7$?!#¿ (J 

--MESSAGE FILE 21694 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
49html.html 


--MESSAGE FILE 21695 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0050html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jJp?B?RnRwGyRCJUESKRCOKJEYDKEo=?= 

Date: Sat, 10 May 1997 23:23:05 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <337484C9.81033525@aix.or.jp> 

References: <33739662.5A49@super.win.or.jp> 

NNTP-Posting-Host: 202.208.34.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


Ftp¿SB$K$DS$SSFSN<ALd$G595, ¿ (J 
Ftp¿SBSCSFSIS3S+$Si<JSKF-S1S?SiNISSSNSGS7SgS&S+!)¿ (J 
¿SBDL?.SGF-<j$9$kJ)K!$rS$S4B85S8SNJ)SO; (J 

¿SB65S (SFSSS?S@S1SJSSSGS7SgS&S+!)¿ (J 


V V V V 


¿S$ŠB;dsO!V¿  (UWs_Ftp¿$ŠB!WSHSSS&%SU%Sj!<%=%SU% SHS$Sr;H$SC$FS$SSS2AS9!#¿ (J 
http://www.csra.net/junodj/ws_ftp32.htm 
¿SBS+$Si%@%&%s%m!<%I$G$-$4S91#;¿ (J 

¿SB$SJS+SJS+JXMxSGS9!#;¿ (J 


TEE J ETETETT EDELE E etg 
¿SB!1!111!!!!!119pEDMNJ?!J%SOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
£$B8x3+HGSNS% [!<%°SZ2!<S8Sr?tSv7n$V$ jSKII?PTSTS*S7S?!#E (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


éESB:G=*99?T7F[ z~!!!!#4!2#2#5!T2<SNz (JURLESB!Ké (J 

¿SB9927M=D3jF|!!!!!1!#41?111)¿ (J 

--MESSAGE FILE 21695 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
50html.html 


--MESSAGE FILE 21696 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0051html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?RnRwGyRCJUESKRCOKJEYDKEo=?= 

Date: Sun, 11 May 1997 18:03:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33758B4F.3F46@super.win.or.jp> 

References: <33739662.5A49@super.win.or.jp> <337484C9.81033525@aix.or.jp> 
NNTP-Posting-Host: 202.26.3.75 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Youhei TAKADA wrote: 


> 

> ¢SBS3SsSPSsSO!S9bEDSGS9! #2 (J 

> 

> > FtpzSBSKSDSSSFSN<ALdSG$95$, ¿(J 

> > Ftp¿SBSCSFSIS3S+Si<jSKF-⁄-S1S?SiNISSSNSGS7SgS&S+!)¿ (J 
> > ¢SBDL?.SGF~<jS9ISkI}K!SrS4B8S8SNI}SO; (J 

> > չ5865Տ (SFSSS?S@S1STSSSGS7TSgSES+!) ¢(T 

> 

> 2$B;d$O!Vz (JWs_Ftpz$B!WSHS$$$&%U% 34 !<%=SUSHSr; HSCSFSSS*S9! #2 (J 
> http://www.csra.net/junodj/ws_ftp32.htm 

> ¢£SBS+SiS@S&SsSm!<SISGS-S*S9! #2 (J 

> 23SBSJIS+SIS+IXMx$GS9! #3 (J 


¿SBM-SjFqS&S4S6SSS*S7S?!#¿ (J 

ESBAaB. 9TSCSFS_S$*S9! #2 (J 

--MESSAGE FILE 21696 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
51html.html 


--MESSAGE FILE 21697 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0052htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJCIhIiOkIJCOkRyOQ5JEOkKKCE JGyhK?= 

Date: Mon, 12 May 1997 18:11:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <3376DEBE.2C8C@ymg.urban.or.jp> 

References: <336F748C.2012@fa2.so-net.or.jp> <3370564D.40EQ0@ymg.urban.or.jp> <3370BD 
96.3A6@fa2.so-net.or.jp> <3371527B.7786@ymg.urban.or.jp> <3371A990.42CF@fa2.so-net.o 
r.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Naotaka Morita wrote: 


> ¿SB1+$NF|$,A@$SLNSG$9!#22$?SC$F;n834ISN?FIcSK; (J 
> ¿$B1s$/$08+$($I$$!#:NE@$b4E$a!#¿ (J 
> ¿$B>/$7$/$i$$%4%^%+%7$,Mx$-$^$9!#¿ (J 


ՀՏ811:38)8) SO? ISSSGS9! #2 (J 
é5B!!:#SOJQSo0SC$?$+SbH$7$1$%S;Ss$, !"; n83<V$, #4<0N` $b$"$j!"¿ (J 
¿SB!!$I$1$,Ev$?$k$+$0;~$N1?!#¿ (J 


ESB! !Sb!<!":,@-SIS$$s$G!"<+F0<V3X9; $G<h$m$&SH;WSCSFS*S9! #2 (J 
é$B!!S=$8$$$ ($P (U750¿SBSNCf8ESHS$S+CMCJ>eS$, SCSFSk$_$?$SSGS9SM! #2 (J 


> ¿$B:#2s#H#R#C$+$iH/Gd$5$1$?; THNS1!<%5!<S, #9#2#0K| ¿ (J 
> gSBSGS9S+Si!"GcoS (SkSoS1SISSSTIS!IS! Sl #2 (J 
> ¿$B#1@iK|=&$C$?$i7Y; ! SKSOITS+SISSSGSOSM!#!J>P!Ke (J 


ESB! !SFSstWSisISsP !<SG8xF; AvSCSF2<S$5S$2 (Մ(՞՞չ 


> ¢£$B%9%:%-SN%P%$%/S0%P%S%/30SKBP$9Sk@{2s@-S$, ¿(J 
> ¢~SBSK%e!<SHSiSkSGSISM! #SISsSISs?25+S; SPSISsSISs6JS,Sk!#¢ (J 
> ¿SB%$[%s%@<V$GSO9M$ (SiS1STSSMMSTS"SCSASNI}8~S*SGz (J 


é$B!!$&!<Ss!"<V<oSKSbSh$45$*S9$, 3NS+$SK4JC1SK?2S$SkS74JC1SK6JS,SjJ$S“S9SM!#¿ (J 
¿SB!!$=$NS+$o$j!"%U%m%s%$H$N@NCO46%$,$"$*$j$JS/SFI]$$S$GS9¿ (Մ(՞՞չ 
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ESB! t$?S@C1SK2<<jSIS@S1!"SHSbSSS&!l#z (J 
--MESSAGE FILE 21697 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
52html html 


--MESSAGE FILE 21698 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0053html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCQ2ZCPCEhNz0bKEpcGyRCMGwbKEo=?=" <m.yuuya@sco.bekkoame.or. 
jp> 
Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?GyRCUVshPCVgJVohPCU40Om4kaiReJDckPyE jGyhK?= 
Date: 14 May 1997 15:57:40 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01lbc607£$36d87600S0901la8c0@E.bekkoame.or. jp> 
NNTP-Posting-Host: 202.244.230.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS[!<%° $Z!<S8Sr:n$5$*%S7$2!#%2!<%* SHSO4AXTBSISSSSSGS9S, !"3 (J 

2 $B; d$, B46H$7$?9b9; SN? aAU3ZIt$ND 744 | LiAUZGSNS3SHS$r>R2p$7$?%Z!<%8SG6$9¢ (J 
ESB! #2 (J 

é$B8=Lr$XSN1~1g%a%C%; !<S8SrBTSCSFSSS*°S9! #2 (J 


¿SB#67n$*$GSN4|4V8BD3SG$9!#; (J 


http://www.bekkoame.or.jp/~m. yuuya/ 
--MESSAGE FILE 21698 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
53html.html 


--MESSAGE FILE 21699 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0054htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCNFg4fRsoSiAbJEJPQKNLGyhK?="_<kst@hal.ac.jp> 
Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?GyRCMFUZMCRKJEgkMyRt JESwVIMwJEOkYiROJCwbhKEO=?= 
Date: 14 May 1997 16:16:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bc6081Se515f380S8be9d8ca@kst .hal.ac.jp> 
NNTP-Posting-Host: 202.216.233.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB!IVSMSCSHSdSmS$ &$<!WSK; 22CS7SFSSSISSM' ?M$+$i65$ (SFSbSiSCS?SNSGS9S, !":#7nNSN!Vz (J 


¿SB%3%s%ST%e!<%?%_Se!<%8%C%/%S%%S, %S8%s!WSK9u%s9%SF3+H/9V:BS$S, :\SCSFSSS*S7S?! #2 (J 
ՀՏՔՏ"Տ՞ՏԱ-ՏՆՏՏ/ԲԼՏՏՏՇՏՕՏՏՏ՞Տ:ՏՏՏ, !":#2sSO#T#i#fmSNI=<(¿(J(¿SBSHSSS&ShSj%$9%SW%si%SSSH!) IK 
¿ (J 


¿SBSN2r@bS$SGS7S?!#¿ (J 
2$B:G=*E*$KSO! V2; 3Z$N%2!<%` !WSr:nSkSHSSS&S3SHSISNSG!":#$+$i4|BTS7SFSS$*S93 (J ESB! #¢ ( 
J 


¿SB4X8)¿ (J ¿SBOBCK; (J 

kst@hal.ac.jp 

--MESSAGE FILE 21699 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
54html.html 


--MESSAGE FILE 21700 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0055html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCMiNBUiENRTAbDKEo=?=" <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 
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Subject: =?1s0-2022-jp?B?GyRCUF4kPyEiPzckNyOQvJEokQyRGJD8hIxsoSg==?= 
Date: Thu, 15 May 1997 22:07:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <337B0A75.2BOE@pa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.172.165 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBSISbSISb!"#T#A#OSGS9!#!!¿ (J 
¿SB:#S5SCS$S-!"%[!<%`%Z!1<%8$,?7S7S/9JSjS $S7S?SM!<!#¿ (J 
¿SB%$[!<%`%Z!<%8S$r1?1DSJS5$CS$SFS$SkJ)!"$461O+MM$G$9!##N#E#W#SO1MwS$,S_S1S$SkS$h$S&SK¿ (J 
¿SBSJSCS$S?$NSO!"S&S1S7SSSGS9!#¿ (J 


¿SBSGSO!#¿ (J 
Հ5811 FJ22 4111 11421211 11111111 11112747 


ESB2Z#AR! !EO!!!T#T#HA#HO! Ke (J 


t-yoko@pa2.so-net.or.jp 


¿$B11111111111111111111111111112 (J 
--MESSAGE FILE 21700 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
55html.html 


--MESSAGE FILE 21701 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0056htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: Ftp=?1S0-2022-JP ?B?GyRCJESkRCQKJEYbKEI=?= 
Date: Sat, 17 May 1997 03:18:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <redbug$ff8d19970517031836@news1.scei.co.jp> 
References: <33739662.5A49@super.win.or.jp> 
NNTP-Posting-Host: 202.215.62.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.freetalk ¿SBSN¿ (B <33739662.5A49@super.win.or.jp> ¿SBSN;¿ (B 
¿SB5-;v$K$*SSSF¿ (B 1997/05/10/ 06:25 ¢SB:"!"3 (B 

Hiroaki Suzuki <h-suzuki@super.win.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (Թ 

>Ftpz SBSKSDSSSFSN<ALdSGS9S, ¿ (B 
>Ftp¿SBSCSFSIS3S+Si<jSKF—-S1S?SiNISSSNSGS7SgS&S+!)¿ (B 
>¿SBDL?.SGF-<jJS9SkJ])K!SrS4B8S8SNJ)SOç (B 

>2¿SB65S (SF$SSS?S@S1SJSSSGS7SgS&S+!)¿ (B 


¿SB2q5D<<SN@_D3jSN<! SORF#T#PSdSmS&SH;WSCSFS?SsSGS9S%S!#¿ (B 
ESBSSSSS9SH!<SkI}K!!";HSST}STIST! "Mh=5CESKSOS"SCEWSTS*SO!#z (B 


¿SB%=%U%SHSO¿ (BFTP Explorer ;SBSGS9! #2 (B 
¢SBS5$-SKF~<j@hSNS_S40FFb! #2 (B 
http://www. ftpx.com/ 


LSB; (; oSTSISKSbSDSSSFS*S9S, !"S3$3SKSOK\BNS@S1$GSI$/!"F |K\812=SNz (B 
2 SBSb%8%e! <Sk$b$"$4S*S9! #2 (BDLL zg $B$rDI2C$9SkS$@S$1$GF |K\81HGSKSJSkS$s$G!"¢ (B 
¢$B=124<TSGSbBg>fIWSGS7SgS&! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21701 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
56html html 
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--MESSAGE FILE 21702 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0057html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJUF4kPyEiPzckNyQvJEokQyRGUD8hI xsoQg==?= 
Date: Sat, 17 May 1997 03:23:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <redbug$ff8d19970517032314@news1.scei.co.jp> 

References: <337B0A75.2B0E@pa2.so-net.or.jp> 

NNTP-Posting-Host: 202.215.62.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.freetalk ¿$B$N¿ (B <337B0A75.2BOE@pa2.so-net.or.jp> ¿$B$N¿ (B 
¿SB5-;v$K$*SSSF¿(B 1997/05/15/ 22:07 ¢SB:"!"3 (B 

";SB2#AR! 1502 (B" <t-yoko@pa2.so-net.or.jp>¢SBS5S$s$SO=qS-S$*S7S?! #2 (B 
>¢SBSISbSISb! "#THA#OSGSO!#!13 (B 
>¿SB:#S5SCS-!"%S[!<%`%Z!<%8S,?7S7S/SJS3JS%S7S?SM!<!#; (B 
>¿SBS[!<%S`%Z!<%8Sr1?21DSJS5SCSFSkJ)!"S461O+MMSGS9!##N#E#W#SO01MwS,S_S1SkShS&SK; (B 
>¿$BSJSCS?SNSO!"S&S1S7SSSGS9!#¿ (B 


News zSBO1MwSO!"%S%.%J0!<%:%U%) !<%i%*> SN2Q5D<<01MwS$+SiSGSb8+Sk$3SHS, $G$-$^$9!#¿ (B 
éSBA42qg5D<<SN4IC1SJ@bDLESHSDSSSFS*S9! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21702 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
57html.html 


--MESSAGE FILE 21703 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0058html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Daily BUSTERS NEWS 

Date: 17 May 1997 03:43:52 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bc6207S5db705a0S$LocalHost@Libretto20.ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.210.128.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB#B#r#e#z#iz#aSGS9$, S3$N$h$&$J5-;v$rH/8+$7$^$7$?; (J 
http://www.busters.or.jp/gb/index. html 


2SB!V8D2MS, ; }SFSk%2!<%* 3+H/4D6—-!WSHSSS&%?SSSHEKSGSO! #3 (J 
2 SB%A%e%s%=SUSHSNCEB<S5SsSSb=PSFS-S*S9! #3 (J 


2S$B!Vz (JBUSTERS;: SBUT=8It$G$b!"?'! 9ST7TASGSNSPSCS/S"SCSWSLOMS (SFSSSk!#!We (J 
ESBS@S=SESGS9! #3 (J 


éSBOXFISTSESSSISSSNSG>\S7SSS3SHSOS0$+$S4S%S;$s$8,¢ (J 
ESBOXFISTSFESS$SkI}$,S$S*°S$7$?SiSASg$CSH65S (SFS/S@S5$S$¢ (J 
éSBSGSOz (J 


--MESSAGE FILE 21703 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
58html html 


--MESSAGE FILE 21704 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0059html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: "Keiju Minowa" <k-minowa@fsinet.or.jp> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?1ISO-2022-JP?B?GyRCJTALayE8JVdAKTpuGyhK?= 
Date: 24 May 1997 17:48:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bc6869$8a34c460Sda0bd7ca@k-minowa.fsinet.or.jp> 
NNTP-Posting-Host: 202.215.11.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


é SBSUSH! "; W$C$?$s$G$9$1$I!"$M$C$H$d$m$&$<$NCf$G%0%k!<%W$r:n$C$F!"$J; (J 
¿SBSsS+:nS$CS$FSSSk?MSCSFSISNS/SiSSSSSkSsSGS7SgS&!#¿ (J 


ESBS_SsSJO1?MSISNS+$JI!) ¢ (J 


¿SB!?¿ (JK.Minowa;$B!?¢z (JEdges-group 
--MESSAGE FILE 21704 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
59html html 


--MESSAGE FILE 21705 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0060html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Keiju Minowa" <k-minowa@fsinet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: USA: SBSN;z (JNewsgroup 

Date: 24 May 1997 19:39:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01bc6879$2264e3a0Sda0bd7ca@k-minowa.fsinet.or.jp> 
NNTP-Posting-Host: 202.215.11.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2 $B; dSN%Q%9%0!<SISGSO8+S1SISSSsSGS9S1SI!"$_SISSSSSNSbS*S@8+S1SISSSs¢ (J 
¿SBSGS7SgS&S+!)¿ (J 


¿SB@*3QD%SjJ@ZSCSF9TSCS?SNSK!#!#!# (J 


¿SB!?¿ (JK.Minowa¿$B!?¿ (JEdges-group 


--MESSAGE FILE 21705 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
60html.html 


--MESSAGE FILE 21706 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0061html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?VVNBGyRCJE4DKEpOZXdzZ3I0vdxA=?= 

Date: Tue, 27 May 1997 03:48:44 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <3389DBOC.A73BBCCC@aix.or.jp> 

References: <01bc6879$2264e3a0Sda0bd7ca@k-minowa.fsinet.or.jp> 

NNTP-Posting-Host: 202.208.34.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Keiju Minowa wrote: 
> 


> ¢£$B;d$N%0%9%0!<SISGSO8+S1SISSSsSGS9S1SI!"S_SIS5SSSNSbS*S@8+S1SIS$S$s¢ (J 
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> ¿SBSGS$S7SgS&S+!)¿ (J 
> 
> 2SBR@*30D%SjAZSCSFOTSCS?SNSK! #1 #! #3 (J 


ESBS3SSSPSsSo!S9bEDSGS9! #3 (J 

ՀՏ: dSN>19g%K%e! <%$9%0%k! <SWSOSASCSSSHFISaS*S9! #2 (J 
ESBS?S@!SS[!<%° SZ!<S8SNO1It$,$*S@8+S18%S;Ss!#z (J 
¿SB$ISsSJL>AOSNSK%$e!<%$9%0%k!<%WS$SG$7$?S+!)¿ (J 


¿$B!] ! ԱԱ ԱԱ Ա Ա ՀԱԱ t aes 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!ldz (J 
http://wwwl.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESBS* 5SSKF~S$4SM%C% ee 
E $B%53%S%/=8SHSSS&SNSr:n$CSF$_$?! #2 (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

--MESSAGE FILE 21706 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
61html.html 


--MESSAGE FILE 21707 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0062htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCMFUZMCRKJEgkMyRt JESwVIMWJEok YhsoQg==?= 
=? 1S0-2022-JP?B?GyRCJE4kKLBsoQg==?= 

Date: Fri, 30 May 1997 02:06:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <yasunaga$1f£7219970530020654@news1.scei.co.jp> 

References: <0O1bc6081Se515f380S8be9d8ca@kst .hal.ac.jp> 

NNTP-Posting-Host: 202.247.160.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ESBS3SsSSKSASO!"4X8}¢(B ~SBOBCKS5$s!#¢ (BMr.K¿SBSGS9!#¿ (B 


>: SB! VSMSCSHSd$m$ &$<! WSK; 22CS7SFSSSISSM' 2M$+$i65$ (SFSbSiSC$?SN$GS9$, !":#7NSN! Vz (B 
>¿SB%$3%s%$T%e!<%?%_%e!<%8%C%/%%%,%8%s!W$ŠK9us9%SF3+H/9V:B$, :\SCSFSSS*S7S?! #2 (B 
>¿SBS"SASjJ>NS79/FISSSGSOSSS S;SsS,!":#2sSOWT#i#mSNI=<(¿(B(¿SBSH$SSS&ShS$Sj%9%W%1%SSSH!) 
K¿ (B 
>¿S$BSN2r@bSGS7S?!#; (B 


¿SB;d$b!":rF|$h$&$d$/9XF-$7$2$7S21# (B 
¿S$SB8+$?$sSGS$9$,!":#7n$SNSOA4A32; 32$HSO4X785SJ$/1"%0%i%U%#%C%/SNI=<($GS7$?$M!#¿ (B 
¿SB#TEIWMSNS+Si!<S b!<SISHS+!"7k9= A PERLO PITERS POI O 6%$%s70¢ (B 
éSBSN?MSKSOSSS$S$+S$b$7$1$%°S$; SsSM! #2 (B 


>¢$B:G=*E*SKSO!V2; 3Z$N%2!<%` !WSr:nSkSHSSS&S3SHSISNSG!":#S+Si4|BIS7TSFSSS$*$93 (B ¿SB!#¿ 
(B 


¿i SBS=$ &=q$ SSFS"SIS*STS2SM! #SSSCSPSSSTSSSISNS, SGS-SkSNS+!"3Z$7S_SGS9!#¿ (B 


program ¢SB%SU%) !<%$i%° S43!<%@!<z;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 

Home address : ¢$B:k6L8)Bg5\;T5HLnD. ie 

E-mail address : program@FL.scei.co.jp 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

--MESSAGE FILE 21707 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
62html.html 


--MESSAGE FILE 21708 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0063htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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Nick Ferguson wrote: 


BTW, I know it's just anal-retentive, but I don't like having to click 
to log on about 3 times every time I check the members' homepages 
section because people (Mr Pitts!) have jizzy animated graphics on 
outside links or whatever. 

Nick "or maybe my browser's just knackered, too?" F 


V V V V V V 


Sorry not me.. I think you'll find the guilty party is Mr Graham. Its 
because the image is stored on the members homepage you're asked for a 
password. That's why I keep my jizzy animated graphics on an external 
site. 


Regards 


Mr Pitts.. 
—-MESSAGE FILE 2298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01001 


-—-MESSAGE FILE 2299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001002 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Browser probs 

Date: Sun, 24 May 1998 20:58:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6k9umhShca4@chuka.playstation.co.uk> 

References: <6k3co9S4p33@chuka.playstation.co.uk> <6k4dm2S4p36@chuka.playstation.co. 
նք» <3568637F.9D60C002@codeworks.demon.co.uk> 

NNTP-Posting-Host: modem049.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Jim wrote in message <3568637F.9D60C002@codeworks.demon.co.uk>... 


>Sorry not me.. 1 think you'll find the guilty party is Mr Graham. Its 
>because the image is stored on the members homepage you're asked for a 
>password. That's why I keep my jizzy animated graphics on an external 
>site. 


They *are* quite jizzy, aren't they? :-) 


Apologies for my rash accusations - I think I'd had a difficult day. To 
be honest, the multiple-loggings-on don't bother me one whit - I was 
just after the attention... 


Oh, and my browser works fine, now. 


Nick 


—-MESSAGE FILE 2299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01002 


—-MESSAGE FILE 2300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001003 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Profile 

Date: Mon, 25 May 1998 00:54:14 +0200 

Organization: Debri Productions 

Lines: 51 

Message-ID: <1d9k7qk.4wkh6tlplupmoN@al-—88-134.al.nl1> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 33 days) 


Net Yaroze newsgroups message dump.txt 


From: yasunaga@t3.rim.or.jp 


References: 


NNTP-Posting-Host: 
Mime-Version: 
Content-Type: 


(Mr .K) 


Newsgroups: playstation.ny.program.freetalk 
Subject: Re: =?I1SO-2022-JP?B?GyRCJTALayE8JVdAKTpuGyhC ?= 
Date: Fri, 30 May 1997 02:12:10 +0900 


Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <yasunaga$1f£7219970530021210@news1.scei.co.jp> 


<01bc6869$8a34c460Sda0bd7ca@k-minowa.fsinet.or.jp> 
202.247.160.47 

1.0 

Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: 


WSNews 2.017 


ESBS3SsSKSASO! "3 ( 


(BK.Minowaz$ 


BS5Ss!#¢ 


(BMr.K¿$ 


B$G$9!#¿ (B 


Page 14541 


>¢SBSUSH!";WSCS?SsSGS9S1ST!"SMSCSHSdSm$&$<SNC£ESG%0%k!<sWSr:nSCSF!"SJz (B 
>¿SBSsS+:nSCSFSSSk?MSCSFSISNS/SiSSSSSkSsSGS7SgS&!# (B 


¿ $B; d$b5$$K$I$ŞK$H$3$m$G$9!#¿ (B 


¿SB!V;dC#SOSA!<%`SG@):nS7SFSSS*S91*!WSCSFJ)S, $$$i$C$7$c$$$^$7$?7$i!"z (B 


ESBS3SASiSX%US) $m! ՀՏ/Տ055ՏՏչ (B(^^)¿$B!# (B 
>2SBS$_S$s$J01?MSJSNS+SJ!) 
¿ $B; ASOSHS43S"S (S:01?2MSGS9¿ (B(^^; $B! #2 (B 


SSB; d$, ;WS&SK!"SMSC% m e %*m%0%i%“SN3d9g$,B?SSSNSGSOSJSSS+¿ (B 
¿SBSJSH;WSSS*S9!#SHS9S1SP!"%W%m%0%i Ge eee or $/$° SrAHS* SCSF2 (B 
ESBSIS+$I$+5/$3$5$ (SISS$+SIS"SH! #2 (B 


program ¢$B%U% 
Home address 
E-mail address 


80817: (B չ580890չ (1 


)!<%i%`%$j!<%@!<¿(B Mr.K (¿ 
¢$B:k6L8) Bg5\;T5SHLnD. ¢ (1 
program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 

--MESSAGE FILE 21708 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 

63html.html 


թ. 


——MESSAGE FILE 21709 START: 
0064htm1l. html 


net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


Path: 


chuka.pl 


laystation.co.uk!newsl.scei.co.jp!usenet 


From: yasunaga@t3.rim.or.jp 


(Mr .K) 


1.0 
Text/Plain; charset=ISO-2022-JP 
WSNews 2.017 


Mime-Version: 
Content-Type: 
X-Posting-Software: 


ESBS3SSSKSASO!"¢ 


(BHiroaki Suzukiz$B$5S$s!#2 (BMr.K¿$ 


>¿$B$*J9S-S7S?SSSN$G$9S, ¿ (B 


»:588-: _Sh%C%$7! <%$N%$ j$N%"%/%7%g%s%2!<%`$r¿ (B 
>¢SB@) PS 7SFS$Sk$s$GS9S, ¿ ( (B 
ee re eee 


>¿$BJg=8S7S?SSSNSGS9S, ¿ (B 
>¿SB#H#PSNSJSS?MAVSOSIS3SGJg=8SHS+S7S2?Si; (B 
ՀՀՏ8ՏՏՏՏՏ6595- 1) չ (B 

>7SBS3S3S8ScBLL\S+$JT!61&!8!) 2 


(B 


ESBSISS$+S$dSm$&$<%US) !<%i%` SN2q5D<<SGSdSjJS=$&SJF0S-SOS"Sk 


¿SB%[!<%`%Z!<%8>eSGSO! "EPO?@)SNJg=8%Z!<%8Sr:nSjS°S7S?!#¿ 


http://wwwl.scei.co.jp/articles/PRIVATE/group.html 


(B 


Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCQ2c0ViRySmc9OCQ5JGskSyRPISkbKEI=2?= 
Date: Fri, 30 May 1997 02:19:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <yasunaga$1f£7219970530021945@news1.scei.co.jp> 
References: <33721A21.777F@super.win.or.jp> 

NNTP-Posting-Host: 202.247.160.47 


BSGS9! #2 (B 


Շ 


ՏիտետՇտցտիլ #2 ( 


ա 
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ESBSrS4MwS/S@S5SS!#¢ (B 


program, gamer ¿$B%U%)!<%i%`%j!<%@!<¿ (B Mr.K (¿$BOB1J¿ (B ¿SBOB9O; (B) 
Home address : ¿$B:k6L8)Bg5\;T5HLnD.¿ (B 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 21709 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
64html.html 


--MESSAGE FILE 21710 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
O0065html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCO2c0OViRySmc 90CO5IGskSyRPISkbKEo=?= 

Date: Sat, 31 May 1997 04:18:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <338F27EE.772A@super.win.or.jp> 

References: <33721A21.777F@super.win.or.jp> <yasunaga$1f£7219970530021945@newsl.scei. 
co. Jp> 

NNTP-Posting-Host: 202.26.3.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


ESBSISs$+S$d$m$&$<%US) !<%i%` SN2q5D<<SGS$d$ j$=S&STFOS-SOS"SkShS&SGSISM! #2 (J 
¿SB%S[!<%`%Z!<%8>eSGSO! "EPO?@)SNJg=8%Z!<%8Sr:nSjS S7S?!#¿ (J 


http://wwwl.scei.co.jp/articles/PRIVATE/group.html 


V V V V V 


> ¿SBSrš4MwS/¿ (I>¿$B$5$$!#¿ (J 

¿SBM-SjJFqS&S4S6SSS*S9!#¿ (J 

2$BEPO?$5$; SFD:$-$*$7$2! #3 (J 

--MESSAGE FILE 21710 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
65html.html1 


--MESSAGE FILE 21711 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0066htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!circinus!nagakazu 

From: nagakazu@netizen.or.jp (Nagakazu Ogasawara) 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?GyRCUWEhHPCVruUSI1SSVsJTkKkLD83UDckLyRKGyhC?= 
=?1SO-2022-JP?B?GyRCJUEMkRhsoQg==?= 

Date: 7 Jun 1997 15:36:47 GMT 

Organization: Independent 

Lines: 20 

Message-ID: <nagakazu-—0806970035270001@circinus.netizen.or.jp> 

NNTP-Posting-Host: 203.180.183.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J 2.0316 


¿$B%a!<sk%"%I%1%9$,?7$7$/$J$C$F;C$/$?7$A$^$9$, ¢ (B 

2 SBOJA0$3$3$G!"%5!<%P!<SNMxMQNA6bSND'<}$NOCS,1d4 | $K$J$C$?; (8 

2 SBSH8@S&=qS-9~S_S$r8+S?5-215,S"S4S*°S9! #3 (B 

ESBS ?$7$+%a! <sk$GS*CNSi$;$,$"SCS?SHS+!"SISSSHSt+! #2 (B 
¿$B%a!<%k%"%I%1%9$NJQ99$001l1~; (Bseciz SBSNS [S&SK%a! <%kS$7$?5-215, 2 (B 
ESBS"SkKSs$G$9S1$1!"2HSKSOS=SN$*CNSi$;$,FOSSSFS*$5S*°S; Ss! ի, (B 


éESB<+Jd,S,SIS3SKS"SIS1S9TOIISNIS9IPSr$7$?S+K:S1S?SNS, LdB SJ; (B 
¿SBSNSGS9S, !"STS3SKS*CNSi$; S9S1SPSSSSSN!) չ (B 
ESBS?S7S+!"SXSkKSWSNSZ!<S8SK=qSSSFS"SCS?S"SIS1S9SKAWSCS 25032 (B 
¿SBS:SJ$sSGS$S9S1SI!# (B 


¿SB@55, SN%$k!<SHSHSSS&S+<j=gSr$4B8S8SNJ)SO65S (SF2<$5$$! #2 (B 
¿SBSJ$*!"%5!<%P!<NA6b$N5-;v$b3NG'$7S$S?$$SNSG!"1?MQS5$1SFSS¿ (B 
¿SBSkJ)!"S*4jSSS7S“S9!#65S(SF!<!<!#¿ (B 
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Nagakazu Ogasawara 

Nerima-ku Tokyo Japan 

E-mail : nagakazu@netizen.or.jp 

--MESSAGE FILE 21711 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
66html.html 


--MESSAGE FILE 21712 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0067html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJTAlayE8JVdAKTpuGyhC?= 

Date: Sun, 08 Jun 1997 00:13:53 +0900 

Organization: Freaks Factory 

Lines: 32 

Message-ID: <freak$93b819970608001353@news1.scei.co.jp> 

References: <01bc6869S$8a34c460Sda0bd7ca@k-minowa.fsinet.or.jp> <yasunaga$1f£721997053 
0021210@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.225.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


Mr .KzSBS5$sSXSN#R#E#S; (B 
2 SBSIS&Sb! "Nk$r$D$1$?G-$G$9! #2 (B 


>>z SBSUSH!";WSCS?SsSGS9S1ST! "SMSCSHSdS$m$&S<SNC£SGS0%k! <SWSr:nSCSFI"SJz (B 
>>¿SBSsS+:nSCSFSSSk?MSCSFSISNS/SiSSSSSkSsSGS7SgS&!# (B 
>¿$B;d$Sb5$$KS$SJSk$HS3Sm$GS9!#; (B 
>¿SB!IV;dC#SOSA!<%`SG@):nS7SFSSS“S9!*!WS$SCSFJ)$, $$$i$C$7$c$$$^$7$?7$i!"z (B 
>¿ $B$3Ş$AŞİ$XSU%) sm! <$/S@S5$$z (Ց(՞՞) ESB! #2 (B 


¿SBSSS-SJSJS7ScS7ScSj=PSFS-SF!JS“S@#18DSb#U#PS7SFSJSSSNSK¿ (B(^^; ¿SB!K;¿ (B 
Ears =LSGS9S, !"<gSK#3?M! JoWSm%0S1%%!<SHSOSiSUS#ESCS+! <SHS3%S%] !<S6!<!KSG; (B 
¿SB@):nSr$7SFSSS*S9!#¿ (B 
s ԱՅՆ lm 9SHS*SGSK%S7%_%Se%1!<%7 
ee ` Tse!<SFS#SSSO!IS1L 
ESB@) :nS9SkKSCSFSHS3Sm$G$9! #2 (B 
ESBS7%eE!<SFS#SSSOSNT}SO!"; d! TsWems0sis*!<!KSr4*S$a$?#3 2MSNB>SK#3#DSNE (B 
¿SB%b%$G%j%Ss%S0SrS9Sk?MS,SSSS9!#; ( 
¿ $B; d$,MhG/$+$i<R2q?MSJISNSG: #G/EYSSSCSOSSSKSJI$jS=S&SGS9S, !";~4VE*SKSOz (B 

S SB$^ S@S*S@S"SKSNSG!"S, Šs$PŠC$ŠF<+M3$J%2!<%` :n$jSr3Z$7$_S?SSSH;WSCSFSSS*S9! #3 (B 


r@) :nS9SkSNSH!"¢ (B 
H! «4: Suk ETN 


w 


2238: dS, ; WS&SK! "SM&CSHSd$m$ &$<SCSFSW%M%0%1%*$N3d9gS , 8255ՏԱ50ՏՕՏՄՏՏՏՀ (B 
éESBSISH;WSSS*°S9!#SHS9OS1SP!"Swsm%s0 te Oe `S/S`SrAHS`SCSF¿ (B 

Ի n i s SISSS+SIS"SH! #2 (B 

eee O Ua ae ¿$B6a$/$K=; Ss$GSSSkSISiSP!"S<SR<jJEASCSFM_S7$SSJ!ASHSO; (B 

SSB; WSSS^S9!# (B ¢$B1s5wN%S$@SHEEOCSO%—%S%73587 ! "HNHE#T>e$dM9IXS$@51SGS0%G! <3?7SN¢ (B 

¿$B$d$j<h$j$b; ~4VS, $+$+$j$9$.$k$s$G$9$M!J1s5WN%$0%-%S%7%$!K; (B 


¢SBFILZ8) 1'ET5\;T6adU:_ ee ones oSK$dSCSFSbSS$SSSS+SJ!ASJSSSFJ)S, ¿(B 
¿$B$$$i$C$7$c$C$?$i:G9b$G$9$M!#;¿ (B 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
--MESSAGE FILE 21712 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
67html.html 


--MESSAGE FILE 21713 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0068html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJWEhHPCVrJUSI1LSSVsSJTKkLD830UDckLxsoQg==?= 
=?1SO-2022-JP?B?GyRCJUEokQyRGGyhC ?= 

Date: Sun, 08 Jun 1997 11:29:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <redbug$ff8d19970608112932@news1.scei.co.jp> 
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References: <nagakazu—0806970035270001@circinus.netizen.or. յք» 
NNTP-Posting-Host: 133.130.133.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<nagakazu-0806970035270001@circinus.netizen.or.jp> ¿SBSN;¿ (B 
¿SB5-;vSK$*S$SF¿ (B 1997/06/07/ 15:36 ¿$B:"!" (B 

Nagakazu Ogasawara; SBS$5S$sSO=q$-S*S7S?!#¢ (B 


>¢ESB<t+d,$,SIS3SKS"SIS1% as eee ԱԻՆ: $] 
>i SBSNSGS$9$, !"SIS3SKS*CNSiS; S9S1ISPSSSSSN!) 2 (B 
>ZSBS?S7S+!"SXSkSWSNSZ!<%8SK= GSSSES"SC$23"% 151 
>ESBS:SISsSGS9S1SI! #2 (Ց 


LS?SN$, LABJj$J¿ (B 


%9$KAwSCŠ?$O:¿ (B 


> 
»:58055, SN$k!<š$HSH$SS$&S+<j=gSrS4B8S8SNJ)$O65S (SF2<$5$$! #3 (B 


¿ $BOJA0; d$, AwSC$?SbSNSrS=SNS*S*=qS-S$*S9! #ILSKLOBISTISSSGS7Sg! #2 (B 
éSBAwS J@hSNS"S1S1S9S0; (B ny-info@scei.co.jp ¿$B$G$7$?!#¿ (B 
ESBIV; VS0O?75, S"SIS1S9SNJ}SKMhHS*S9! #3 (B 


ESBK\I8$N$_!#$3$3$+Si¢ (B -- 
C ,SBSSSDSbS*@SOCSKSIS 5S" $9!#2q0wSNz (BRedBug (Շքս00930) ¿$B$G$9!# (B 


ESBSa!<SkS"SIS1S9S, TOIISKSISIS*STS?SNSG!I"S*CNSi$;SSS?S7S*°S9! #3 (B 


old : redbug@donk.ne.jp 
new : redbug@winter.try-net.or.jp 


¿SB01; ~E*S$K%a!<%k3"%$1%1395, ¿L ԳԱՅ SES ԱՐԱՏՏԱ tal 
¿$B?=$7LU$"$J$^S$; $5s$G$7$?!#¿ (B 


RM, IEA O E ՎԱ 


¿$B:#8e$H$b$h$m$7$/$*4J$$$$$7$7$^$9! +z (B 
== ¢SB$3$3$*S8Gz (8 == 


¿$B2a5n#22s$N%a!<%k%"%I%1%9JQ99$K$*$$$F!"JV$C$F$/$KkJV; sn ՆՆ ՅՐ 
ESBSISNSG!"¢ (BSCEZ SBSNJ}$ODj7?J8$+SISKS+MQOUS 7SFSKSsS@SH;WSSS*S9! #2 (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 

beginners@FL.scei.co.jp 


--MESSAGE FILE 21713 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
68html.html1 


--MESSAGE FILE 21714 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0069html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1S0-2022-JP?B?GyRCJTALayE8JVdAKTpuGyhC?= 

Date: 11 Jun 1997 06:50:03 GMT 

Organization: Net Yarouze (SCE) 

Lines: 17 

Message-ID: <5nlhgqrSg69@newsl.scei.co.jp> 

References: <01bc6869$8a34c460Sda0bd7ca@k-minowa.fsinet.or.jp> 
NNTP-Posting-Host: 202.247.139.209 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


¿SB!?¿ (BK.Minowa;$B!?¢ (BEdges-group wrote: 
>~SBSUSH!";WSCS?SsSGS9S1SI!"SMSCSHSdSm$&$<SNC£SGS0%k!<SWSr:n$SCSFI"SJTz¢ ( 
>ESBSs$+:n$CSFS$$k?MSCSFSISNS/SiSS$S$$kS$s$GS7$g$&! #2 (B 

> 
>~SBS_SsSJO1L?MSJSNS$+SJ!) 


= 
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¢SB:nIJ$r8+SFSNDLS$j!"O01?2MSGSdSCSFS*S9!#!T>P! Kz (B 

ESBSHSSS&S$+!"SA!<%* AHSsSGSb@UGSS, TiS (SUSSSNS,<B>uSGS$9! #2 (B 

¿SBKNEvSO! "S _SJS5SsSHSdSjS?SSSsSGS9S, !"6u$$$?; ~4VSCSFSSSE&SNS, 8BSiSlSF¿ (B 
¿SBSSSkSNS$SG!"8eSG%4%sa%sS$S9SkShS$jS+SO!"SOS8SaS+SiCGSCSFS*SSS?J)S,SSSSS@SmS&SH¿ (B 
2 SBOMS (SF$S2$91!#1JB>SN<qL#S$Sb$S"$k$7!"KN6H$b!&!&!&¿ (B**; ¿SB!K; (B 


¿SB3X@855SsSJ$SsS+SO!"SAI<%`AHSsSGSP%$jJSP%*jSdSkSK8BSKSNSGSO!):¿C(B 
2 $B; dSOF1?M3=SUSHSN: "$= nn q o (8 


¿SB#K#B#O;¿ (B 


--MESSAGE FILE 21714 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 


69html.html 


--MESSAGE FILE 21715 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0070htm1.html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.freetalk 

Subject: HEY1=?1S0O-2022-JP?B?GyRCJTALaSVzJVclaiRLIVYkXiRLUCOkZRsoQg==?= 
=?1SO-2022-JP?B?GyRCUCUDRCFXJCwhKiEgGyhC ?= 

Date: Fri, 13 Jun 1997 20:13:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <kamon$21c519970613201339@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


é$B!!S3SsSKSASO!"2CLgSGS9! #2 (B 
ՀՏ81Մ: (BHEY1;$B%0%i%s3W%7j!WSHS$$&!"!Vz (BHEY! HEY! HEY! ¢$B!WSHO"F0S7$2%"!<SF3#%93HH/7!4 
kz (B 
ESB2hSKS*SKS—-SeS$"CDS$,% ($SSHS5!<STSFSSS*S9! #3 (B 
2$B!!¢ (BURL: SBSO$3SASi"—! #2 (B 
http: աան: heyl.com/ 
¿$B!!$^$K$- 0 Ն %3$G2; 3ZC4EVSHS7SF3hLVS5S1SFS$?:Y9>?5<#2 (B(z$BSa$,S$Fz (B 
¿$B$s:Y9>; (B _ s, SRG US! S =S5SN:4=!0=; Rz (B(AYA) 2 $B$5$s$, F~SCSFSSSkSPSS%ISGS9! #3 
(B 
¿SB:Y9>S5SsSNBeI=:n!' (B 
¿SB1!!%SISiS4%Ss%9%T%j%C%SH!"%/%(%9%?!<!"%U%S!S$$SJ%Sk%i%SC%SW#llu#2!"s"%S5%k% Hine (B 
¿SB!!%S*!<%s@%S$S%Sss!"%sa%?%k%[!<% one @!<%H%U%)%SC%/%9!"%S.%$c%Si%S/%7%S"%s#3%7%j!<%:!" (B 
¿SB!1S1S1i%S4SSS ;SSsPIC1Y8E128A 16555 S%sP!<%9%1%C%I!"%jJ%C%8%1l1!<%5!<% 112411" (B 
«581555 SSP!<% %33°%5 SI!"S9%ST!<%$I%S1l!<%S5!<!"%S@!<%SH%@%C%7%e!"%<%S%S&%9#3#D!?#G!"¿ (B 
¿SB!1%1%$%V%$1!<%5!<!"%$V%S7%SI!1<%SV%1l1!<S%SI¿ (B 
¿SB:4=!S5SsSNBeI=:n!' (B 
¿SB!!AR8KHV#D#X!"Sm!<%Sj%s%0%5%s%S@!<#2!"GZNv%S/%sS%:Kb#QBgKA81!"¿ (B 
¿SB!!S.%Sc%1%S/%s7%"%s#3% 7%j!<%:!"#X!]#D#AR#Y!"%S4%S8%S1i%&%S)!<%:!" (B 
¿SB1!%3jJ%C%8%1!<%5!<%7%j!<%:!"%5%SSP!<%5%$%/%Sk%:!"%S@!<%SH%@%C%7%e!" ¿(B 
¿SB!1%S<%SS&%S9#3#D!?#G!"S1%SSSV%S1!1<%5!<!"%V%S7%S1!<%SV%S1l!<%sI¿ (B 


w 


¿$B!!>e5-$N6J$KJ9$-3P$ ($N$"$k?M$O$<$RO0l=0$K1~1g$7$^$7$g$&!*¿ ( 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21715 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 


70html.html 


--MESSAGE FILE 21716 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0071html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.freetalk 
Subject: =?1ISO-2022-JP?B?GyRCJWshJiVeJXMbKEI=?= 
Date: 15 Jun 1997 14:23:54 GMT 
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Organization: Net Yarouze (SCE) 

Lines: 8 

Message-ID: <5o00ttq$7t2@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.111 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


¿SBE15-;-4V#2#3!'#1#58=:_!"%H%C%WS@SCS?%]%k%7%'!S,=*SoSCSFSk!&!&!&¿ (B 


¿SB%S+%C%$3S$S$SS*%/Si!<%$1%SsS$Sb;`SsS$SGSŠkS7!&!&!&¿ (B 


ESBSI$3$, @8S-;DSk$sS@! #2 (B 
ESB! J#CHMS, SbSIS+S7SS!#!K¿ (B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 21716 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
7ihtml.html 


--MESSAGE FILE 21717 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0072html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!cassiopeia!nagakazu 

From: nagakazu@netizen.or.jp (Nagakazu Ogasawara) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJWEhPCVrJSIlSSVsJTkkLD83JDckLxsoQg==?2= 
=?ISO-2022-JP?B?GyRCJEokQyRGGyhC?= 

Date: 18 Jun 1997 14:18:42 GMT 

Organization: Independent 

Lines: 24 

Message-ID: <nagakazu-1806972315160001@cassiopeia.netizen.or.jp> 

References: <nagakazu-0806970035270001@circinus.netizen.or.jp> <redbug$ff8d199706081 

12932@newsl.scei.co.jp> 

NNTP-Posting-Host: 203.180.183.152 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J 2.0J16 


In article <redbug$ff8d19970608112932@news1l.scei.co.jp>, 
redbug@donk.ne.jp (RedBug) wrote: 


> RedBug zSBSGS9!#¢ 
; $BS0$8Sa8" S7$F!# (1 


8 


G 


¿SBAwSJ@hSNS"%$I%1%9S$SO¿(B ny-info@scei.co.jp ¿S$BSGS7S?!# (B 
¿S$BJV;v$O2?75, %"%I%1%9ŚNJ}ŠKMh$^$9!#; (B 
ESB2a5n#22sSNSa!<SkS"SIS1S9TOQOIISKS*SSSF! "IVSCSFS/SkJV; ae) G ՎՈՆ 


> 
> 
> 
> gSBSISNSG!"¢ (BSCEZSBSNJ}$ODj7?08$+SISKS+MQOUS7SFSKSSS@SH;WSSS°S9! #2 (B 


¿SBS"SjS, SHS&S4S6SSS7S7S?2!#S3S3SXSbS&01EYsSsa!<%SkS7SFS_SHS-S“S9!#¿ (B 


¿SBSHS3$Sm$G!":G6a¿ (BNetScape; SBSND4; R$, 0-S/SF!"%S[!<%* 3Z!<S8S$r8+ShS &SKSbESCESG%O; (B 
ESBSSS0ST7TSF8+S1SISSSNSG!"8+SkSNSr;_SaSFSSS?SsSGS9S1SI!":G?7SN>pJs$H$+S$OSd$Cz (B 
é SBSQS JS=SCSASNI}$, S$S$$GS9ShsM! #2 (B 
ESBSISS$+%[!<%°3Z!<%8S,S5+SCS3Sh$S/STISCSFS+Si0LEYSb% [!<%° 3Z!<%S8Sr8+SFSISSMMSJ; (B 
¿$B5$$, $9$k: HF| S3SNS4Sm!"; ( (BNetScape¿SB:F%$S$SsS9 ԱԱ j l HSiSSS7SFS_¢ 
ESBS*S9!#S—-SCSH%5!<%SP!<4XO"SN5-; vSb=PSFS*S9ShHSM! Էչ (B 


Nagakazu Ogasawara 

Nerima-ku Tokyo Japan 

E-mail : nagakazu@netizen.or.jp 

--MESSAGE FILE 21717 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
72html html 


--MESSAGE FILE 21718 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0073htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmU6IEhHFWIEbDJEIIMCVpJXM1VyVqJEshViReJESkLSRIJCUDRCFXJCwbKEo 
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=?= 

=?1S0-2022-JP?B?GyRCISohKhsoSg==?= 
Date: 19 Jun 1997 03:53:16 GMT 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <S5oaafcS$jqo@newsl.scei.co.jp> 
References: <kamon$21c519970613201339@news1.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.173 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSIS&Sb!"#H#i#r#o$GS9!#; (J 
¿SB%5!<%U%#%s¿(JU¿SB!%S¿ (UR¿SB!%;¿ (UL¿$B!%$SG$9S+!# (J 
¿SBS35+8JS+8SSCSASCSCSFS -S9SM! #2 (J 

ESB; WSO$ :>PSCSESTS*S$S°$7$2l#é (J 


ESBS (s$m%$5!<%SU%S!!<!"%(Sm%5!<%U%S!!<¿ (J 


¿SB3PS (SdS9S/SFSSSSSIS"! #3 (J 
¿SB%$H%C%$WSŠSH$C$F!"!VEHIE#Y#H#EE#Y#H#E#Y!WSK=P$FM_$7$$S$GS9!#; (J 


¿SB#H#i#r#o!!!J#H#ifr#ofylhu#k#i!!#N#a#k#a#ytfa#m#a!K; (J 

hiro999@japan-net.or.jp 

--MESSAGE FILE 21718 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
73html.html 


--MESSAGE FILE 21719 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0074htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: HEY1=?1ISO-2022-JP?B?GyRCJUTALaSVzJVclaiRLIVYkXiRLJCObDKEI=?= 
=?1SO-2022-JP?B?GyRCUGUKIkKNEIVckLCEQISobKEI=?= 

Date: Fri, 20 Jun 1997 06:50:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970620065000@news1.scei.co.jp> 

References: <kamon$21c519970613201339@newsl.scei.co.jp> <SoaafcSjqo@newsl.scei.co.jp 
> 
NNTP-Posting-Host: 210.136.1.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


2$B!!$3SsSASO!"2CLg$GS9!#¢ (B 


"Hiroyuki Nakayama" <hiro999@japan-net.or.jp> wrote: 
>2¿SBSIS&Sb!"#H#i#r#oSGS9!#¿ (B 

> 
>¢$B%5!<SUS#SS¢ (BUZESB!%¢ (885515: (BLZSB! SSGS9S+! #3 (B 
St SBSJStSIS+SSSCSASCSCSPS*SOSM! փ: (B 
>¢SB;WS0S:>PSCSES7S“°SSS*S7$?! #2 (B 


>¿$B%S (Sm%5!<%SU%S!!<!"%(%m%5!<%U%s!!<¿ (B 


ԱՆՆ (S°SISM!#S"SN>PSS$r$_SsSIM}2r$7$Fz (B 


¿SBS/S1SkSHSSSSSsS@S1SI¿(B(¿SB>P¿ (B) SB!#S"SsSJ6JSPSCS+SGSSS/SDSbSjSJSsS@SmS&S+!"!"¿ 
(B 
¿SB!"!#¿ (B 


¿SB!!$SH$j$"$ ($::#2s$O>!SAH4S1S=SESGS9! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


--MESSAGE FILE 21719 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
74html.html 
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--MESSAGE FILE 21720 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0075htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 


Subject: =?1ISO-2022-JP?B?UmU6IEhFWTEbDJEI LMCVpJXM1VyVqJEshViReJESkLSRLUJCUJUDRCFXJCwbhKEo 
=?= 


=?1SO-2022-JP?B?GyRCISohKhsoSg==?= 
Date: 21 Jun 1997 18:30:54 GMT 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <5oh6kuSrsn@newsl.scei.co.jp> 
References: <kamon$21c519970613201339@news1.scei.co.jp> <Soaafc$jqo@newsl.scei.co.jp 
> <kamon$21c519970620065000@news1.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.164 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISbKSISb! #2 (J 


ESBS"SNSiSCEWSTSFSKSE"STS1S9!"5SSKSIS5S*°S;Ss!) 2 (J 
¿$B>.$5$$2hLL$+$i2rFI$7$h$&$H$7$F$^ 23g, a na 
¿$B (Sm! &35!1<SUS! !<$H8@$&$+SiSK$O!"Sd$CS$OS3j¿ (J 
¿S$B$=$&$$$C$?%[!<%`%Z!<%8$J$Ss$G$S9$+$M!#;¿ (JU (%%; 
éSBS=SNA0$SK!"<B:_S$7SFSSSkKSNS$+SJ!) ¢ (J 


ESBSGSb!"S"S1%1%9S, Si SCSWSN2N; 1SKSISkSISSSF3 (J 
ZSBA[A|$b$7$*$;$s$GS7$2?! #2 (J 


¿SB#H#i#r#o!!!J#H#iñr#ofylhut#k#i!!#N#ña#k#atñyta#mt#a!K; (J 

hiro999@japan-net.or.jp 

--MESSAGE FILE 21720 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
75html.html 


--MESSAGE FILE 21721 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0076html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re:=?iso0-2022-jp?B?a3JkGyRCJDUkcyROGyhKcHJvZiZm1sZQ==?= 

Date: Mon, 30 Jun 1997 03:36:06 +0900 

Organization: Japan 

Lines: 30 

Message-ID: <33B6AB16.D8051ED1@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBEK#r#ASSSSSOS8SaS*S7SE!#9DEDSHSSSSS*S9O!l #3 (J 


> ¿SB!V$S$SS$%2!<%`laBP@o%2!<%`!JS7$+Sb;22C?M?t$,B?$1S1$PB2?SSJ)S,Sh$S!K!W (J 
> ESBSHSSS&IPSCS$?SO9SSrSbSCSFSSS$*S9!#z (J 


¿SB;dSH9MS (S, ;jwSFS“S9SM!#;dSN>19gSO!SI,S:S7Sb;22C?M?tlaE(SGSOL5SSSs¿ (J 
¿SBSGS9S1SISM!#SJSsS+!S6(NO%sW%1!<$CS$SFSdSCS$SFS_S?SSSH;WSSS*S;SsS+!)¿ (J 


> ¿S$B!V$M%$C$SHSd$m$&S<!W$K47$S1$FS-S$?$i!"Q@'Hs!V%*%Sk%$A%?%C%$W!W#2SDSG!"#8?MF1; 2BP¿ (J 
> ¿SB@o¿ (J 
> 2SBS,$G$-$k%2!<% Sr:nSCSFS_S?SSSH;WSCSFSSS*S9! #32 (J 


¿ $B; DGOSIS3SHSK%=%K! <S$5SsSKMj$_9~SsSG%iSSSV Ss re $j!$¿ (J 
¿SB%$M%$C$SHSd$mS&S$S<$SQSH% A Sk%šAS?%C%$WSO;H$ (SUSSSSSGS9! #3 (J 


¿SB;dSO!S*$M%SC%SHSdSmS&S<SKS: ee ԱԱ Ա ԱՆ sms0%is Srz (J 
éSBSASCSFSIS$ 6r$+<TSG$9$, !$$3$1$+Si$h$m$7$/$*4j$S$s7$*sol#e (Մ 
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291] wise eee ee te eg Vee el eed 
ESB! !!1!!18=:_SZSCsH?aSSSFS*S9!!SN!!9bEDMNI?¢ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBS*SSSKF~ S3ISMSC% ee G 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


¿S$B:G=*99?7F|;-!!!!#51?#81#9¿ (J 

¿SB9927M=DjF|!!!1111#5121)1)¿ (J 

--MESSAGE FILE 21721 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
76html.html 


--MESSAGE FILE 21722 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0077html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: EgLibrary Ver5 

Date: Mon, 30 Jun 1997 04:49:10 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <33B6BC36.87740391@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3S$sSKSASO9bEDSGS9! #2 (J 


ESBE_SNSSSYSSSHSG=PE8S7$?!S=i1?4<T!J; dSNS3SH!K8~S19u#P#S4X?t=8¢ (J 
¿SB!V¿ (JEgLibrary2SB!WSN#V#He#r#5OSr#tte#S#t SGS#SLS/SHSIS *"gC%W%m! Հ, (J 
¿SB%$IS7S*S7S?!#¿ (J 
¿SB#V#e#r#5SHSSSCSFSb!SA4A3S?2SSS7S?S3SHL5SSSGS9¿ (J (%%; 


¿SB:#2sSN%St%!!<%8%g%s%"%C%WSG!S%"S ee eee (J 
¿SBSK!JKNEvS+SJS! !K<B8=SGS$-SkShS&SKSIS4S*S7S?! #3 (J 


¿SBSbS7ShSmS7S1S1SP8+SFSdSCSF2<S5SS!#¿ (J 


ES BAAT ele ed fl 4] ta] 0 tua pdo aoa ta yG 
ESB! !1!!18=:_SZ2SCSH?aSSSFS*S9!!SN!!9bEDMNI?¢ (J 


ESBic!c!c;dSNS[!<%3°S2Z!<S8!d!d!ldz (J 
http://wwwl.scei.co. jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SŠB$*5SSKF-$jJ%$M%$C%SH$d$mS&S<!*2q0w%s[!<%S`%Z!<%8¿ (J 
£5B%3%S%S/=8SHSSS&SNSr:nSCSFS_S?!#¢2 (J 


2SB:G=*9927F|;~!!!1#6!2#3#02 (J 

¿SB9927M=D3jF|!!!!1!1#712?1)!)¿ ¿ (J 

--MESSAGE FILE 21722 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
77html.html 


--MESSAGE FILE 21723 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0078htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?GyRCNVckNyRWJGokSzk5PzcbKEI=?= 
Date: Tue, 01 Jul 1997 20:25:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <yasunaga$1f£7219970701202534@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.196 


Net Yaroze newsgroups message dump.txt Page 14550 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ESBS*SRS5SG$9!"3 (BMr.KzSBSGS9! #2 (B 


Yaroze Japan; SBSN:n@.$G!"S9SCS+SjSW3mS0SiS_SSsSOSUS) !<SiS* $N99?7$r; (B 
ESBBUSCSFS*S7$?!#5WS7SVSjSKS\SAS\SA99?7S7SFSSS$—S?SSSH;WSSS*S9! #2 (B 


¿SB5SD9SKS*BTSŠSAS/S@S5SS¿(B(“ ;;; 


program ¿S$B%SUS)!<%i%S`%j!<%s@!<;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 21723 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
78html html 


--MESSAGE FILE 21724 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0079html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCPSI/JjNORJAKSCVNJUMLSCRkJGOkJiQ80m57UShsoSg==?= 
Date: Fri, 04 Jul 1997 13:08:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <33BC774C.4987@ibm.net> 

NNTP-Posting-Host: 202.135.105.241 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 

CC: t93123nk@sfc.keio.ac.jp 


¿SB%M%C%HSdSmS&S<2q0wHV9f¿ (Jdcn01516¢SBSN550£>05WSGS9! #2 (J 


2$B; d$O!"8=:_="?&3hFOSHS7S$F%2!<%> 6H3&SN3F<RSK1~Jg$7SFS$$*S9S, 1": (J 
2 SBBgDQ$N2q<R$G$O!"3+H/?&S0:nIJDs=P$rMW5a$5$1$*S9ShSM! #2 (J 


¿SBS3$SN:nIJS$SH$7S$SF!"%SM%C%$H$d$mS&$<>eSG:n@.$7$?2%*%j%8%J%k:nIJSr¿ (J 
¿SBDs=PS7SFSbSSSSSNSGS7SgS&S+!#¿ (J 
¿SB%=!<%9%j%9%HS$Sb01=o$SKDs=P$S7SFSbShSSSDSNSGS7SgS&S+!#¿ (J 
¿SB!JS%“S@!"SIS3SKSbDs=PSOS7SFSSS*S;SS!#!K¿ (J 


¿SBKNEvS$O!"SM%$C%*HS$Sd$mS&S<4k2h<<SKD>Q@QN<ALdS9S$SkFbMFSGS9S$, 1" 2 (J 
¿S$B$“$S@JVEz$SrD:SSSFSSSJSSS3SHSH!"¿ (J 
¿SB%$M%$C%$H$d$m$&$<2q0w$NJ)$OSISN$Sh$&$K9MS (S$F$$SkS$S+¿ (J 
¿SBS40U8+$Sr$*J9$S-S$S7$S?SSSH;WSCS?S?Sa!"¿ (J 
¿SB$S3S3SKEjJ9FS59;SFD:S-S“S7S?!1#¿ (J 


¿SBS40U8+!"S446A[!"%S"%SISP%$$S%$9!"HcH=!"SJSsSGSb7k9=SGS9SNSG;¿ (J 
¿SB@'HsS*J9S+$S;2<S5SS!#¿ (J 


ESBS=S1SGSO!"<:NiS7TS*S9! #2 (J 
--MESSAGE FILE 21724 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
79html html 


--MESSAGE FILE 21725 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0080html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCPSI/JjJNORJAKSCVNJUMISCRkKIGOkThsoQg==?= 
=?1SO-2022-JP?B?GyRCUDW6bk1KGyhC ?= 

Date: Fri, 04 Jul 1997 15:26:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$f£8d19970704152630@news1.scei.co.jp> 

References: <33BC774C.4987@ibm.net> 


Net Yaroze newsgroups message dump.txt Page 1456 


Can I have all your profiles for the profilelist (if I don't already 
have it)? 


I'm bussy with a Public Profile List. Here you can see all the basic 
info about members that sent me their profile. Lots of members already 
sent me their profile. Just have a look. Tell what you want others to 
know. 

The next info can be made public this way: 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
= ICQ 
- Nationality 

- Home-town 

— Personal Page <linked> 

- NY page <linked> 

- Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10» 

- Rate Coding Skills <number out of 10> 

- Specialisation 

- Projects 

— Extra Info 

- Member since 

- Hot 

- Not 


This is for SCEE and SCEA members (and SCEI members if in English) 


http: //www.al.nl/macsupport/debri/ny/profilelist.html 


http://www.al.nl/macsupport/debri/ 


Greatings DEnnis.. 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/ 


debri@dds.nl 
macsuppor@al.nl 


—-MESSAGE FILE 2300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01003 


—-MESSAGE FILE 2301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001004 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 


Net Yaroze newsgroups message dump.txt Page 14551 


NNTP-Posting-Host: 202.215.109.111 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug;$BSG$9! #¢ (B 


playstation.ny.program.freetalk ¿SBSN¿ (B <33BC774C.4987@ibm.net> ¿SBSN;¿ (B 
¿SB5-;v$KS$*SSSF ¿ (B 1997/07/04/ 13:08 ¿$B:"!"¿ (B 

Naohisa Kamei <kame001@ibm.net>zSBS$5$sSO=q$-S*S7S?! #2 (B 
>¢SBSM%SCsHSdSmS&$<2qOowHV9Ff; (Bdcn01516;SBSN550f>05WSGS9!#¢ (B 
ESBS3SsSSKSASO! #2 (B 


>¢SBK\EvS$O! "SMsCsH$d$m$ &$<4k2h<<$KD>@\<ALdS$ 9SkKFbMFSG$9$, !"¿ (B 
>¿SBS“S@JVEzSrD:SSSFSSSJSSS3SHSH!"¿ (B 
¿S$SB5,Ls$SN2r<a$KBPS9$k<ALd$rS7$F$Sb!"KNEvS$SKJV;v$,CYSS$SGS9!# (B 
¿SBSHS$S&S+!"JV;vS,MhSJSSS3SH$,$7$SPS$S7$SP!# (B 
¿SB@1LgSN2q5D<<S$GSb:nSCSFSbSiSSSS9!)!d;?F1<T5aS`¿ (8 


>¿SB*sM%$C%*HSdšSmS&S<2q0wSNJ)SOSISNShS&SK9MS (SFSSSKkS+¿ (B 
>¿$SBS40U8+SrS*J9S-S7$?SSSH;WSCS?S?Sa!"¿ (B 
>¿SBS3S3SKEJ9FS5S5S;SFD:S-S“S7S?!#¿ (B 


¿$B2q0w5, Ls#7>r$r8+S$FSb$h$/So$t+S$sSJIS$$G$9$M! #2 (B 
¿$B%a!<%k$GJV; v$, L5SS$SSNSJSiEFOCS7SFJ9SSSFS_SkS7S+SJSSSsSGS7SgS&S+!&!&!&¿ (B 


¢ $B! VEEOCS@SHAJ<jSbBGIOS @S$mS&$+$i! Wa! <SkS9SkSsSGS9SISISMS'! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 


--MESSAGE FILE 21725 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
80html.html 


--MESSAGE FILE 21726 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0081html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCIlAjJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.freetalk 

Subject: VGA card 

Date: 5 Jul 1997 02:35:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bc88ebS29666600S49c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 210.132.193.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


é5B!!:#S*SG; HSCSFSSS$?;  (UEdge3D¿ $B$, ¢ (JLightWave; SBSNSW%1%S%e! <I=< (SKBP1~SGS$-SFSSSJISS 
: (J 

° SB; VSrM}M3$K!"%S%G%*%+!<%IŠr; (JStealth3D 2000Pro¿$B$KJQŞ$ (SFS_S*S7S?!#¢ (J 
¿SBS1SCS3S&B.SSS7!"¿ (JIDirect Xz SBHESH#D#KSN35%3s%WSkSbSUS1!<%° $1!<3HS, $:$S$V$s>e$, $C$246 
¿ (J 
ESBS8! #2 (J 
i SBSISKShS$4!"z (UVRAM ¿ $B! ]z (J2MBzSBS+S$iz (JEDO¿$B!]¿ (J4MBz SBSKSISCS$?$3SHSG!"SG%9%/SH3C 
SWS, 9-$/%+%i%U%k$Ke (J 
ESBSISCS?; v$, 01HV4r$7SSS+SJ¿ (J (^^) 


--MESSAGE FILE 21726 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
8lhtml html 


--MESSAGE FILE 21727 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0082html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: NCPR4 

Date: 5 Jul 1997 14:49:20 GMT 


Net Yaroze newsgroups message dump.txt Page 14552 


Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01bc8952592a45ca0$41318acb@gateway2000.nsl1.sphere.ad.jp> 
NNTP-Posting-Host: 203.138.49.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


NCPR4zSBSG=q$+S$1S?SHSSS&#H#PSrB+SEFSSS?PSi!"SISSSQS+H#HIFEH3S, ¿(J 
éSBSHS*SCSFS7S*°SSS*°S7$?! #2 (J 

¢ SBAG?MSN; dSO! "SRSTS/8MOGSSS8*S78?! #3 (J 
éSBEN#SSH#M#SSO!"SRSIS/Cg$, O-SSSHSSS&SNS, ¿ (J 
¿SBSh!<!<!<!<!<$/¿ (J 

¿SBSoS+S3j$S“*S7S?!#¿ (J 

¿SB$d$SOSj#N#NSb; )$SCSF$SS?2J)$,NISSSNS+!&!&!&¿ (J 
ESBS7$+$7?t@il_Sb@KS7$$$—-Sg$ES3SN$4$m!"3 (J 
¿SB3'MMSSS+S,S*w2aS4S7SGS7SgS&S+!&!&!&!)¿ (J 


¿SB$3$S3SO#I#E#4SGBP9357$2J)$,NISSSN$S+!)¿ (J 
¿SBS=S$SsS$J4m81$SJ??;wSOSGS-SJSSS-SgS&S3SNS4Sm!&!&!&!#¿ (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

--MESSAGE FILE 21727 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
82html html 


--MESSAGE FILE 21728 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0083html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCPSI/JjJNORJAKSCVNJUMISCRkIJGOkJThsoSg0KCQkbJEIkPDpuSUo 
bKEoO=?= 

Date: Sat, 05 Jul 1997 23:38:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33BE5C5E.7681@ibm.net> 

References: <33BC774C.4987@ibm.net> <redbug$ff8d19970704152630@news1.scei.co.jp> 
NNTP-Posting-Host: 202.135.105.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESB550£>05WSGS9!#¢ (J 


RedBugég$BS$5$s!"%U%) sm! <$"$5$, SH$&S4S6SSS“S9!#¿ (J 


v 


¿$B5, LSSN2r<a$KBP$9$k<ALd$r$7SFSb! "K\EvSKJIV; vS,CYSSSGS9! #2 (J 
¿SBSHSSS&S+!"JV;vVvS,MhSJSSS3SHS,STSPST7SP!#¿ (J 
¿ $BRQILg$N2q5D<<$G$b:n$C$F$b$i$$$^$9!) !d; ?F1<T5a$*¢ (J 


Vv 


v 


¿$B2q0w5, Ls#7>r$r8+$F$b$h$/$0o$+$s$I$Ş$Ş$ŞG$9$M! #2 (J 
> ¿$B%a!<%k$GJV; v$, L5$$$NSJSiEEOC$7S$FJ9$$$FS_S$k$7S+S$SJ$SSSsS$SG$7SgS&$+!&!&!&¿ (J 


ESBS&!ASS!"S$3S1S0:$$5S*°S7$2SM! #2 (J 


ESBSASCSOSF5!"#S#CHESSSSSO8D?MSNZaASSSkSd! "SK%Se!<%9S “SG (J 
2SB<4$, SXSoSiSJSSSNSGS75SgS&S+!D!#; (J 


¿SB;EJ)$JSSSNSGEEOCSGJ9S$SS$SSFS_S AS9!#¿ (J 
--MESSAGE FILE 21728 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
83html.html 


--MESSAGE FILE 21729 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0084htm1l. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: Sun, 06 Jul 1997 03:09:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$ff8d19970706030920@news1.scei.co.jp> 
References: <01bc8952$92a45ca0$41318acb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 202.215.109.116 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.program.freetalk ¿SBSN¿ (B <01bc8952592a45ca0$41318acb@gateway2000.nsl 
.sphere.ad.jp> ¿SBSN; (B 

¿SB5-;vS$KS$*SSSF ¿ (B 1997/07/05/ 14:49 ¿$B:"!"¿ (B 

"MIKITA" <o-mikita@po.tama.or.jp>¢SBS5SsSO=q$-S*S7S?! #2 (B 


>eSBSdSOS j#N#NSb; } SCSFSS$?T}$,NISSSNS+!6!&!&¢ (B 
>¢$BS7$+S7?t@il_Sb@KS7$SS-SgS&$3SN$4Sm!"z (B 
>¿$B3'MM$$$+$, $*2a$4$7$G$7$g$&$+!&!&!&!)¿ (B 


Netscape 3 ¿$B$ORQ=IJHG$r9XF~$7$^$7$?!#; (B 


¿$B$, !":G6a$N; (; o$NIUO?$K$O0O$?$$$F$$;¿ (B Netscape ¿$B$NBN83HG$, SDSSSFS*S9!#¢ (B 
¿$B#3%v7nDxEY; ae SkE[SGS9! #3 (B 


Windows ;SBSO#3%v7nSK#1EYOJ>eSNIQEYSG: F%S%SS9SH!<SkS9ISkKSDSNSGSIS+Si!"z ( 
éSBS3S1SGILSKLGBjSISSSNSGSOSISSSG$7Sg$&S$+!) ¢(B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 

beginners@FL.scei.co.jp 
--MESSAGE FILE 21729 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
84html html 


T 


--MESSAGE FILE 21730 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0085html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: Mon, 07 Jul 1997 03:20:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <5pont4Sfog@newsl.scei.co.jp> 

References: <01bc8952$92a45ca0$41318acb@gateway2000.ns1.sphere.ad.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE1F7.7320@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MIKITA wrote: 

> NCPR4;SBSG=q$+S$15?SHSSS&#HF#PSr8+SFSSS?Si!"STSSS@S+HIFEH3S, ¿(J 
> ~SBSHS*SCSFS7S*SSS*S7S?! #2 (J 

> ¢SBAG?MSN; dSO! "SRSIS/8MOGSSS8*°S7S?! #3 (J 


¿SB1!SIS3SGS9S+!)¿ (J 
¿SB!!8+SK9TS-S?2SSSNSGe (J (“ °; 


> ¿SB#N#SSH#M#SSO!"SRS$SIS/CgS,0-$S$SSHSSS&SNS, ¿(J 
> ¿$B$h!<!<!<!<!<$/¿ (J 
> ¿SBSoS$S+Sj$*S7S?!#¿ (J 


¿SB!!SIS&SSS&%Z!<%S8SK9TS+S1S?SNS+SoS+SjS“ S;SsS%S,!"¿ (J 
é$B! !Cl=c$K%5%] !<SHSSSISFSISS%?S0SKSRSCS+$+S$C$ ?$@S1S+SbS7S1$%S; SsSh!#¢ (Մ 
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¿SB!!M>CL$G$9$, !"z (JMSz$B!"z (JMSKKz$B!"z (JMSNz SBSN% [! <%` Z!<%8SKSO3 (J 
¿$B!!¿ (JNetscape Navigator: $B$G8+SkS$HO [MM$KCY$/$J$C$?$j!"¿ (J 
¿SB!!S“SH$SbSKI=<(SG$-SJS+SCS?$SjJS9SkSHS3S$S,S"SkS$SiS7SSSGS9S,¿ (Մ(՞՞չ 
¿$B!!FC$K¿ (UMSN¿SBS, SR$ISSS+SJ!#¿ (J 

¿SB!!¿ (J 


> ¿SBSdSOSJ#N#NSb;)SCSFSSS?J)S,NISSSNS+!&!&!&¿ (J 
> ¿SB$7$S+S7?2t@i1_$b@KS7$SS$S-Sg$Š&S$S3SN$4Sm!"¿ (J 
> ¿SB3'MMSS$+$S,S*2a$S4S7$GS7Sg$&S+!&!&!&!)¿ (J 


¿$B!!¿ (JNetscapez SB$N$5%$%$H$+$i%š@%&%s%m!<%$I$7$?Sd$DSO!"4|4V@)8BS,$JSSSh$&SGS$9!#; (J 
¿ŠB!1;HMQO>r7o$KE, 9g$9$k$J$iL5NA$G; H$ ($*$9$h! #$7$@$7%53%] !<%H$O$"$J$^$; $s$, !#¿ (J 
¿$B!!$/$0$7$/$0; (JNetscapez SBSNF | K\81%Z!<%8SKS"S5S*S9! #3 (J 


> 2g SBS3S3SO#L#EF4SGBP93S7$270}$,NISSSNS+!) 3 (J 
> ¿SB$=Ss$SJ4m81$J??;wŠOSG$-SJSS$-Sg$S&S3SNSŠ4Sm!&!&!&!# (J 


2$B!!$$$:$12 (UWindows¿SB<+BNSHS$S/SCSDSSSAScS&ShS&SGS9S, 2 (Մ(՞՞չ 
--MESSAGE FILE 21730 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
85html html 


--MESSAGE FILE 21731 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0086html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCPSI/JjNORJAKSCVNIJUMISCRkJGOkJiQ80m5UShsoSg==?= 
Date: Mon, 07 Jul 1997 03:25:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5pooS5g$fog@newsl.scei.co.jp> 

References: <33BC774C.4987@ibm.net> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE303.80D@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Naohisa Kamei wrote: 


¿$ŠB$3$SN:nIJ$H$7$F!"%M%C%$H$d$m$&$<>e$G:n@0.$7$2%*%j%8%J%k:nIJS$Šr¿ (J 
¿SBDs=PS7SFSbSSSSSNSGS7SgS&S+!#¿ (J 
¿SB%=!<%9%j%9%HšSb01=oSKDs=PS7SFSbShSSSbSNSGS7Sg$&S+!# (J 

$B! J$*S@!"SIS3SKSbDs=PSOS7SFSS$*S;Ss!#!Ke (J 


V V V V 


¿$B!!SM%C%H%o!<%/4k2h<<$K!"%a!<%k$GJ9$$$F$b;`$L$[$IBT$?$5$1$k$+!"¿ (J 
¿SB1!S“SCS$S?S/JV;vS, SJSSS+SNSISASiS+S,S[SHSsSISGS9!#¿ (J 


¿$B!!%USm%$C%$T!<S$SJ$sS+SGAwSi$MSPS$SJSiSJ$SSSs$SG$S7Sg$&S+!)¿ (J 
¿$B!!%=!<%9$NDs=P$O0O$^$:$$$+$b$7$1$^$; $s$, !"<B:]SKSW%S1%SSS7SFSbSiS&SVSsSKSOcç (J 
¿SB!!LdBjSJS$SSsS8ScS$SJSSS+SH;WS$S*S9!#S?$@!"%šSO%=%3%sS$+Si9u¿ (JPS¿$B$+$iA4It<+J, $G¿ (J 
¿SB!!MQ0US7SF!1";])SA9-S“SJSSSHS*S:SSSH;WSSS*S9S,¿ (I(^^; 

é$B!!:nId$r%S%G%* $K; #$CS ?SbSNSr8+SFSbSiS$&!"SHSSS&<jSHS"SFIS*SISM! #2 (J 

--MESSAGE FILE 21731 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
86html html 


--MESSAGE FILE 21732 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0087html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: Mon, 07 Jul 1997 15:11:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <redbug$f£8d19970707151159@news1.scei.co.jp> 
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References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.42 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.freetalk ¿$B$N¿ (B 
<5pont4$fog@news1.scei.co.jp>¿$B$K$*$$$F¿ (B 
1997/07/07/ 03:20 ¿$B:"!"¿ (BGSX-R <kouzou@ymg.urban.or. jp>z$BS5$sS$O=q$-S*S7S?!#¢ (B 


>> ¿SBSdSOSJ#N#NSb;)$CSFSSS?J)S,NISSSNS+!&!&!&¿ (B 
>> ¿S$BS7$+$7?t@il_Sp@K$7S$S$-SgS&$3SNS4$m!"¿ (B 

>> ¿SB3'MMSSS+S,S*2aS45S7SGS7SgS&S+!&!&!&!)¿ (B 
> 

>¿$B!!¿ (BNetscapez SB$N$5%S%$HS+$išQ@Q%&%s%m!<%$I$7$?Sd$DSO!"4|4V@)8BS,$JSSSh$&SGS9!#; (B 
>¢SB!!;HMQ>r70SKE, 9gS9SkSJISiL5NASG; HS ($^$9$h!#$2$0$7%5%] !<SHSOS"S5S*S; $s$, ! #2 (B 
>2$B!!$/$0$7$/$0z (BNetscapez SBSNF | K\81%Z!<%8SKS"S45S*°S9! #32 (B 


¿SBS=S1SOCNSj$7 S;SsSGS7S?!#:#EY8+SK9TSCSFS-S S9!#¿ (B 


>> ¿S$BS3S3SO#I#E#4SGBP93S752?J)ŠS,NISSSNS+!) (B 

>> ¿SBS=$sS$SJ4m81SJ?2?2;wSOSGS-S$SJSSS-SgS&S3SNS4Sm!&!&!&!# (B 

> 

>2$B!!$$$:$12 (BWindows¿SB<+BNSHS/SCSDSSSAScS&ShS&SGS9S,¿ (8(՞՞չ 


¿SBB?J, 1" ՄՀ (BIF4.0¿5BS, S/SCSDS$SSFS$SkK!WSCSFS@S1SG!";d$SO%a%s%U%#%9$r;H$o$:$K¿ (B 
¿SB#9#5Sr;H$$B3$1$kSG$7$gS&!#; (B 
¿SB$-$CSA$Sj@W7A$Sb;DS5$:%S"%s%$S%s%9%SH!<%k$G$-Sk$JS$SiJL$G$9S, ! #3 (B 
¿SB!J$S=$&$SS$S&SD!<S%Sk$,=P2s$j$=$&$@SJ!<!K;¿ (B 


IE4.0 ¿SBSKL$NO46$85JSS8B$j!" (B ¿SB%ša%$s%U%#%9;H$o$SJ$-$c$JSi$JSSM)M3SOS=$1l¿ (B 
¿SB$[$I8+Ev$?$i$J$$!#¿ (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21732 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
87html.html 


--MESSAGE FILE 21733 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0088html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: 7 Jul 1997 14:39:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 41 

Message-ID: <0lbc8ae3$95502c80S59088bcb@gateway2000.nsl.sphere.ad. յք» 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$ff8d19970707151159@news1.scei.co.jp> 

NNTP-Posting-Host: 203.139.8.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

¿$BB?J, !"!Vz (JIE4.02$BS$,$/SCSDSSSFSSSk!WSCSFS@S1SG!"; d$O%a%ğs%U%#%9$r;HŠo¿ (J 
ՀՏՔՏ:Տա: (J 

> ¿SB#9#5$r; H$$B3$1$k$G$7$g$&!#¿ (J 

> ¿$B$-$C$A$JQW7A$b;D$5$:%"%s%$%s%9%H!<%k$G$-$k$J$iJL$G$9$, ! #3 (J 

> ¢S$B!IS=S&SS$S&SD!<%kS,=P2s$jS=S&S@ST!<! Kz (J 
> 


v 


IE4.0 ¿SBSKL%SNO46$8$J$S8B$j!"¿ (J 
¿SB%a%s%SU%S#%9;HS$SoSJ$-ScS$SJ$SiSJSSM)M3SOS=$1l;¿ (J 
> ¿$B$[$I8+Ev$?$i$J$$!# (J 
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¿$B3'$5$s$$$m$$$m9M$ (SFSkSsS$SGS9SMS'!#¿ (J 
¿SB;dSOSHSjS"S ($: OBA4$SK; HS (S1SPSSSS!"SHS+Ss$S,S(SFSSSkSNSG!#¿ (J 


2 SBSHS$3$m$G! "@hSNOCSKSJI$ j$*$9$, !"$3$1!J#N#Y!K$O!"#W#i#n#9#8$K; (J 
2SBBP1~S9SkSNSGS7Sg$&$+!) !#$*S"S9SOSKSOSTSISSSHS7SFSb! "4 (J 

2 SBHWH I tnd 9#8 SGSHOBD I$ 7SF; HS (SkShS&S$K$7SFM_S7$SSbSNSG$9!#!JI$5$-SNOCg (J 
ESBS@ST!"S[SSSH! Kz (J 


éESBSHS3SmSG; dSOMh7n!"!VSISKS+!WGcS&M=DjSGS9!#¢ (J 
2ESBS_SIS5$s$JISi0T2<SNSIS1SrA*S$S$*S9S+!) !JM=; ;$0¢ (J2¿$B!"¿ (J3¢$BK| !K¿ (J 
ESBHEI!ISS5SESSS1S4!<SI! TIS&SASNSQS=S02;$,=PSISS!&!&!&!Kz (J 

¿SB#2!%¿ (JS-MPU;Z$B!J2?8NS+%7%S%;5,S"Sk!#!Kz (J 
¿SB#3!S#I#1l#l#u#s#t#r#a#t#o#rSN#V#e#r!%s#U#p!J?FS,71LBSCSFGCSCS?#V#e¿ (J 
ESBHer#4tttotr#ewHitns, S"Sk!Ke (J 

¿SB#4!1%S%a%Sb%j!<A)@_SN$?$SaSKCy6b;u (J 

¿SB#51%#Z#i#pSr$+Š&¿ (J 

¿SB#61%2?$+6t$&!"$ISC$S+9TŠS/¿ (J 

¿SB#7!SS[S+¿ (J 


ESB? 4SNCESGSO#1SH#2ZSN4VSGMISI1SFSSS*S9! #3 (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

--MESSAGE FILE 21733 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
88html.html 


--MESSAGE FILE 21734 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0089html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: Tue, 08 Jul 1997 20:48:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbug$Sff8d19970708204800@news1.scei.co.jp> 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$f£8d19970707151159@newsl1.scei.co.jp> <01lbc8ae3$95502c80$5908 
8bcbh@gateway2000.ns1.sphere.ad.jp> 

NNTP-Posting-Host: 202.215.109.119 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.freetalk ¿SBSN¿ (B <01lbc8ae3$95502c80S59088bcb@gateway2000.nsl 
.sphere.ad.jp> ¿SBSN; (B 

¿$B5-;v$K$*$$$F¿ (B 1997/07/07/ 14:39 չ58:" "(Թ 
"MIKITA" <o-mikita@po.tama.or.jp>¢SBS5SsSO=q$—-S*S7$?!#¢ (B 


>¢SBSHS3SmSG; dSOMh7n!"!VSTISKS+!WGcS&M=DjSGS9! #2 (B 
>zSBS_SIS5$s$JISi052<SNSIS1SrA*SS$*S9$+!) ! JM=; :Տ5Օչ (B2¿$B!"¿ (B3¢$BK| !K¿ (B 
>éSBH1!SS5S&SSSTS4+!<S1T! TS&ESASNSQS=S02;$,=PSISS!&!&!&!Ke (B 


¿SB#P#C#M:F@G8DxEYSGShS1S1SP!"#5@i1l_A08eS+SiS"SjS“S9!#;¿ (B 


>: $B#2!%; (BS-MPUz $B! J228N$+37%s%;$,S"SkI#IKz (B 


¢ SBSASGSC$HS$7$?¢ (BMIDIz $B%U%!%$%k:F@8DxEY$J$i!"z (BRS-MIDIz$BSGBg>fIW! 8: (B 


ESBSCSFSOS1SG! "8D?ME*SKSO#4S, $*S9S9SaSGS9!#¢ (B 
¿SB8=:_SNSaSb%j$, #3#2#MLSK-S$SJS$Si!"SA$S:SOSa%Sb%SjA)@ _S$GS7Sg$&!# (B 


>¿$B#5!*$#Z#i#p$r$S+S&¿ (B 


MO ¿SBSKHfSYSF!"¿  (BZip¿SBSOSI%SiSS%SVSOOBSSSGS9S, !"SasGS#S"S, 9b$S9S.SGS9!#¿ (B 
Zip; $BGc$&S$J$iz (B MO¿$B$,$*4+$a!#; (B 
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Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21734 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
89html html 


--MESSAGE FILE 21735 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0090html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: 8 Jul 1997 14:49:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <0lbc8baeSO0fc880a0S4608 8bcb@gateway2000.nsl1.sphere.ad.jp> 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$f£8d19970707151159@newsl1.scei.co.jp> <01lbc8ae3$95502c80$5908 
8bcb@gateway2000.nsl.sphere.ad.jp> <redbugSff8d19970708204800@news1.scei.co.jp> 
NNTP-Posting-Host: 203.139.8.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


V 


B%5%&%s%SI%S+!<%I!JS&SASNSQS=SO2;S,=PSJSS!&!&!&!K¿ (J 
ESBEPHCHM: F@8DXEYSGSHS1S1SP!"#5@il_ AD8eES+SiS"SjS*S9!l#e (J 


>¿$B#2!%¿ (US-MPU¿SB!J2?28NS+%7%s%;S,STSk!#!K¿ (J 


¢ SBSASgSCS$HS$7$?¢ (JMIDIz $BSU%!%$%k:F@8DxEYS$JUSi!"¢ (JRS-MIDIz$BSGBg>fIW! #3 (J 


ESBSCSFSOS1SG! "8D?ME*SKSO#4S, S*S9S9SaSGS9!#¿ (J 
¿S$B8=:_SNSaSb%3j$, #3#2#MLSK-SJSi!"SAS:SOSa%Sb%$jA)@_$GS7SgS&!# (J 


>¿SB#5!sS#Z#i#pŠSrŠ$+Š&¿ (J 


MO ¿SBSKHfSYSF!"¿ (JZipgSBSOsIsis$SsVSOOBSSSG$9$, !"%Sa%SG%$#%"S,9bS9S$S.SGS9!#¿ (J 
Zip¿SBGcS&SJSi;¿ (J MO¿SBS, $*4+$a!#¿ (J 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 


VVVVVVVVVVVV VV VV VV VO 


> 
2 SBESSNCESKSOOBSSSHSNS, SSSmS$SSmS"SkS$SsSGS9SM!#¿ (J 
¿SB%5%&%s%I%N!<%ISO!"S=SSSJSKNISSSNS,M_S7SSSHSO;WSCSF$JSSSNSG: (J 
¿S$B$=$N¿ (JN5000¿0¿ eSBSrC5$7$F$_S$hS$&$H;WS$$*S$9! #2 (J 

¿$B2; @<F~NOSO!&!&!&SSSiSTSSSGSTSgS&S+Si!l #z (J 


éESB%atb%j!<SO#6#4#MHBSDSSSGSS$*S9S, !"LNI8SO¿ (J 
¿SB!N#6#4!v#2SN#1#9#24#MB#B#B !*¿ (J 

¿$B$3$1$0$5$9$, $KL5BL$G$7$g$&$+!) SGSb#1L#2#84#M#HBSOM_S7SS! #2 (U (¿SB%*%$?%/?4¿ (J 
¿SBM) ¿ (J) 

¿SBS$S=$S1SH#M#OSO#2#3#0#M#BS$SG==J, $G$7$g$&$+!)9+$K$OF#6#4#0#M#BSJSISHSS¿ (J 
ՀՏՔՏՃՏԱՏԵՏ"5յՏ՞Տ95, 1"2(Մ 

2 SBS 3S1S09bNF£SN%0%$%9%Z%C%/SGS9! #2 (J 

¢ SBHH#D#DS, O1GUSKSJSk$ [$1; HSSE]$;$kS$+$, !":GBg$N2]BjS+S$b$7S$1$*%S;S$s! #2 (J 
ESBS35NS$*S*S$GSO%0!<S1z (J (ES$BS&S'S"z (J) ¿SB%*%?%/S$KSJ$SCS$SFS7$“S&SN$SG!&!&!&!# (J 


¿SB7k612?SbGcSoSJS$S+SCS?SjS7SF!&!&!&!#M%S=@ITCG!#SGSb%$5%&%Ss%SIS+!|<%I¿ (J 
¿SBSOS-SCSHGcS&!#¿ (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

--MESSAGE FILE 21735 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
90html.html 
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--MESSAGE FILE 21736 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0091html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: Wed, 09 Jul 1997 00:49:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <5ptnpfS4qe@newsl.scei.co.jp> 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$f£8d19970707151159@newsl1.scei.co.jp> <01lbc8ae3$95502c80$5908 
8bcbh@gateway2000.nsl1.sphere.ad.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.60 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33C26183.2C36@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


MIKITA wrote: 
> ¿SB3'S5SsSSSmSSSm9MS (SFSk$sSGS9SMS' !#¿ (J 


¿SB!1S"S*“Sj9MS (SFSJSSSGS9¿ | 
PSB! lg (JWindows;$BS$r; HS0$15/SF $9$aSP$$$$6/$i88$7$+e (J ^; 


ESBSHS3SmSG! "@hSNOCSKSJIS4$S*S9S, !"S3S1!J#N#Y!KSO!"#W#i#n#9#8SK;¿ (J 

¿i $BBP1~$9$K$N$G$7$9$&$+!) !#$^$"$9$Ş0$K$O$7$I$Ş$Ş$ŞH$7$ŞF$b!"; (J 
¿SB#W#i#n#9#8SGSbOBDjJS7SF;HS (SkShHS&ESKSTSFM_S7TSSSbHSNSGS9!#!TS5S-SNOC¢ (J 
ESBSEST!"S[SSSH! Kz (J 


V V V V 


¿$B!!I8=` SN; (UNY¿SB3+H/%$-%C%H$O!"¿ (JDOS¿$B$G$N; HMOSrA[ 219155 2 
2$B!!8_49@-SKLdBj$, $J$1$1$P; Gaudio, SBSGSbF0S/SGS7Sg$&! #2 (J 


> ¿$B$_ ee 22 E ԱԱ s. 
> ¿SB#7!SS[S+¿ (J 


¿ŠB119;%,%5%?1<%s$H%5%?!<%s¿ (JBASIC (¿$B>P¿ (J) 
--MESSAGE FILE 21736 END: Rogues l SE OOOO USE SSD ZE usa any exe BR նԱննն 
91html.html 


--MESSAGE FILE 21737 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0092html.html 

Path: chuka. playstation. co.uk!news1.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: Wed, 09 Jul 1997 09:52:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <redbug$ff8d19970709095219@news1.scei.co.jp> 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$f£8d19970707151159@newsl1.scei.co.jp> <01lbc8ae3$95502c80$5908 
8bcb@gateway2000.nsl.sphere.ad.jp> <redbugS$ff8d19970708204800@news1.scei.co.jp> <01b 
c8baeS0fc880a0S46088bcbh@gateway2000.nsl1.sphere.ad.jp> 

NNTP-Posting-Host: 133.130.133.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<Olbc8baeS0fc880a0S46088bcbh@gateway2000.nsl.sphere.ad. jp>zSBSKS*SSSF3¢ (B 

1997/07/08/ 14:49 ¢S$B:"!"z (B"MIKITA" <o-mikita@po.tama.or. jp>zSBS5$sS$O=qS-S*S7S?!#¢ 
(B 


> SBE@SSNC£SKSOOBSSSbDSNS, S$šSmSSSmS"SkSsSGS9SM!#¿ (B 
>¢SBS5S&SSS1I%S\!<SISO!"S=SsSISKNISSSNS,M_$7SSSHSO;WSCSFSISSSNSG; (B 
>¢SBS=SNz (B\5000- zSBSrC5S7SFS$_ShS&SH;WSSS*S9! #2 (B 
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>£$B2; @<F~NOSO!&!&!&SSSiSTSSSGSTSgS&S+S$i! #2 (B 
(24580178: zH>30%+%3IS, Տ"ՏԸՇՏ2ՏԱՏՇ-զՏ-495 (S*S$7S2¢ ( 


w 


) 


¿$B2; @<F~NOSOAJEVOBU* SN%+!<ZSISKSDSDSSSFSSS$*S9!#¢ (B 

S SBOBJ*%+!<3 I$,<e$$$N$O!"¿ (BMIDI¿$B%U%!%Š%k$N: ee ee 
PCM; SB%U%S!SSSkSN: Ա ԱՑ» 1$YSkSr>eS2SkSH4IC1$K2;$,3dS1S*S9! #3 (Թ 

¿ SBK\BNŠŚN=PNO%1%Y%k$r2!$5$($F!"%9%T!<%+!<$G%\%j%e!<%`D4@a$9$k$H; (B 
ESBSSSSSGS9! #¢ ( 


>2SB%atb%j!<SO#6OH4#M#BSDSSSGSSS*S9S, !"L\I8$O¿ (B 

>2SB!\#6#4! v#2ZSNHL#O#2HMHB! * 3 (B 

>¿$B$3$1$0$5$9$, SKL5BLSGS7S$g$&S$+!) SGSb#1#248#M#BSOM_S7SS!#2 (B(¿SB$S*%?%/?4; 
>¢ SBM} ¿ (B) 


= 


ՀՏՑ:ԳՏԵՀ (B64M¿SBSGS9!#S3S10J>eSO:#SNSH$3Sm$SSiSJSSShS&SJ!#¿ (B 
¿SB%0%1%U%#%C%/SdSiSJSSS+SiSJS!!#O (B 


>¿SBS=S1 ԱԱ ՀԱ SGST7TSgGS&S+!) 9+SKSO#6#4#O#FM#EBSISISHSS 3 (B 
>¿SBS&SNSbS"SjJS%S9S, 1" Հ 
>¿ $B$3$] O a Da 


640MB :5852555ԱՏԱԼ151555ՄՏՇՏԵԼ"չ: (B230MB ¿SB$N¿ (BMO¿$B$OFI$_=q$- ner $*°S$9S+Si!"3 (B 
¿$B!J¿ (B128MB; SBSNZaSGS#$"SO= 2 Ա ՍԱ ՅՈ }$A1?$S; (B 
ESBSKSO610+S7SISSSGS7TSGSE!#z (B 


é SBSIS<S$+S$3SNK<jSNSISiSSSVSLGCSESH! "SaSGS#FS"SO5*B.SITA*SSSGA} S$ ( ae 
ESBS*S9!#S*%S:BhO1SK!"¢ (BHDD SBSN%U%! 3S%k$r>CS5SIS/SISFS*S9! #2 (B 

¿SBSHSjJS"S(S:¿ (BMOZSBSKS] S$! #z (B 
ESB!t;d$S_S$?$$SK!"5$$, SD$$$?$iz (BCD-R: SBGcSCSFSkE [SbS$Sk! #2 (B 


> ¿S$B7k612?$bGc$o$J$+$C$?$3j$7SF!&!&!&!#M%$=@ITCG!#SGSb%$5%$&%s%IS+!<%I;¿ (B 
>¿SBSOS-SCSHGc$&!#; (B 


¿SBS"Ss$*“*$SjOBSSSDSNSQ@SH!"%S%Ss%$9SH!<%kS$SK61O+$7S?S3j$S7S2S9!#; (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21737 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
92html. html 


--MESSAGE FILE 21738 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0093htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: 9 Jul 1997 05:25:46 GMT 

Organization: Net Yarouze (SCE) 

Lines: 25 

Message-ID: <5pv7cqS6pt@newsl.scei.co.jp> 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$f£8d19970707151159@newsl1.scei.co.jp> <01lbc8ae3$95502c80$5908 
8bcb@gateway2000.nsl.sphere.ad.jp> <redbugS$ff8d19970708204800@news1.scei.co.jp> <01b 
c8baeS0fc880a0S46088bcb@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 202.247.139.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢SBS= Ն ՆԱՆՈՐ ee er ee ee ee 
ՏԱ ԱՆ ԳԱ Տ95, 1" Հ 
ՀՏ85351 J cbNE ԱՆ: r 


ե) 


ԱԱ ՆԱՆ Ն ՈՐՈՇ 
¿SB;d$b#6#4#0SOGc$$S?$SSNSG$9%$,Gc$ (S=S&SKS"S5S*S;Ss!#z (B 
¿SB%$P%$C%/%S"%C%WSQS1$SJSi!"#S#C#STI!<#2!%S#1#GSGSbGcSCSF!"SP%SC%/%"%SC%$WSHSSS&¿ (B 
¿S$B<j$b$"$j$%$9$, !"CNS5IGSSSHSNSG! <S?SNSd$4<hSjSTSTSrOMS (SF!"<~S5SKz (B 
ESBS"S$o0$; SF! "#M#OS+#ZH#I#PSrA*SYSPSSSSSH;WSSS*S9! #2 (B 

58506595, !"#3K|0J2<$G$O#2#3#0$0%.%j%.%j!&!&!&>/$7=P$^$9$M!#z (B 
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>¿ŠB#H#D#DS, OLGUSKSJSkS$ [S1;HSSE]$ 


$k$+S$, !":GBg$N2]BjS+SbS$7S15%S; $s! #¢ (B 
>¢SBS3SNS%S*SGSO0%0!<SI1¢ (B(¿$B%&%'%" 


Sne (B) ¢SBS*%2%/SKSISCSFS7S°S&SNSG!&!&!1&! #2 (B 


ESBSISkKS7S+! #2 (B(%%; 7 ¿ SB>iCL$GS9¿ (B 
ESB%O!<%S1%S*%32?%/SO$* 6bS, $+$+SkSNSGS*A&SaSGS—-$*S;Ss!#z (8(՞՞չ 


ESBIu$/S8SGSbEVS?SCS$?SiSS%S$+Sb! #2 (B 
> ¢SB7k612?SbGcSoSTIS+SCS?SFSTSF!&!&!&!#MS=CITCG! #SGSHS5SESSSIS4!<SIE (B 
ESBTK2L!I"S5S&SSSIS+!<SISG! "SSSSSNSGSOSISSSGS7TSgS&S+!#e (B 


¿SB#K#B#O:¿ (B 
--MESSAGE FILE 21738 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
93html.html 


--MESSAGE FILE 21739 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0094html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: 9 jul 1997 14:25:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <0lbc8c73$e3359ac0S5b088bcb@gateway2000.nsl.sphere.ad. յք» 

References: <01bc8952$92a45ca0$41318acb@gateway2000.nsl.sphere.ad.jp> <5pont4Sfog@ne 
wsl.scei.co.jp> <redbug$f£8d19970707151159@newsl1.scei.co.jp> <01lbc8ae3$95502c80$5908 
8bcb@gateway2000.nsl.sphere.ad.jp> <redbug$ff8d19970708204800@news1.scei.co.jp> <01b 
c8baeS0fc880a0S46088bcb@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 203.139.8.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

ESBSSSmS$S$S$m=u80$"$j$,SHS&S4SESSS*SO! #3 (J 

2 SBSHS4S"S$ ($:3F%93HS, =*SoSCSF! "SPSSSHBeS$, Բ-ՏԸՏ251չ (J 
2 SBGcSSSKOTSCSFUs9pz (J (¢$B<tK}¢ (J) gSBS7$*°S9! #3 (J 

2 SB7nKv$*$G$,D9$/4688S*S9!&!a!&!#3 (J 


éSB:#7nSN; Y=PM=DjSO!&!&!&3 (J 

2$B! 'SbSNSNS1I1$r8+SK9TS/¢ (J 

¿SB!'1!V#Oln (J ¿$B#Y#o#u#re (J ¿$B#M#a#r#k!We (U(¿$B5N:3j¿ (J ¢~SB=YSNC; JT! KSNSS%G%*SrGc$ 
ՃԱ (J 


¿$B$3$1$030$; $I$$¿ (J (¿SBS@S+S$SiSSSDS*SGS?SCSFSbS$S?$S*SiSJSS¿ (J) ¿SB!#¿ (J 


--MESSAGE FILE 21739 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
94html.html 


--MESSAGE FILE 21740 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0095html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: NCPR4 

Date: 9 Jul 1997 14:28:19 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01lbc8c74S4cc97£60S5b08 8bcb@gateway2000.ns1.sphere.ad.jp> 

References: <01bc8952$92a45ca0$41318acbh@gateway2000.nsl.sphere.ad.jp> <5pont4$fog@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 203.139.8.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 
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.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 2301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01004 


—-MESSAGE FILE 2302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001005 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8$hcal7@chuka.playstation.co.uk>... 

> YarozeMaster V2.0 is ready! 

> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end of the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 
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X-Newsreader: Microsoft Internet News 4.70.1157 


> 

> 

¿$B!!¿ (UNetscape¿SB$N$5%$S%$H$+$i%@%&%s%m!<%$I$7$?S$Sd$DSO!"4|4V@)8BS,$JS$SShŠ&¿ (J 
¿$B$G$9! #2 (J 

> 
¢$B!!;HMQ>r70SKE, 9g$9SkSISiL5NASG; HS ($*S9Sh! #$2?S@S$7%5%] !<SHSOS"S4S%3 (J 
2SBS;Ss$,!# 

Վ ¿$B!!$/$0$7$/$0; (JNetscapez SBSNF | K\81%2Z!<%S8SKS"S5S*S9! #3 (Մ 


> 
> 
¿SBAa] . SAS &%s%m!<% IS7S%* $7$?!#¿ (J 
258349: SN#U#N#I#XSHOL=0S@!<!#SH;WSCS?! #2 (Մ(ՀՏ588ՄԾՏ25380: (J) 
// 
// OMO MIKITA 
// 


// o-mikita@po.tama.or.jp 
--MESSAGE FILE 21740 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
95html. html 


--MESSAGE FILE 21741 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0096htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCPSI/JjNORJAKSCVNJUMISCRkIGOkJiQ80m5IShsoSg==?= 
Date: Fri, 11 Jul 1997 03:32:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33C52AC9.3874@ibm.net> 

References: <33BC774C.4987@ibm.net> <5poo5gSfog@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.135.105.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB2qOwHV9f¿ (Jdcn01516¢SBSN550£>05WSG$9! #2 (J 
£$BSUS) Sm! <!"S"SIS, SHS&SASOSSS*SOl#e (J 


v 


> ¿SB!!%U%m%C%T!<SJSsSS+SGAwSiSMSPSJSiSJSSSsSGS7SgS&S+!)¿ (J 

> ¿SB!!%=!<%9SNDs=PS$SOS*$:SSS+SbS7S1S 9;SsS,!"<B:]SK%W%s1%SSS7SFSbS$SiS&SVSsSKSO; (J 

> ¿SB!!LdBjJ$SJSSSsS8ScSJSSS+SH;WSSS*S9!#S?S@!"%SQ%=%3%sS+Ši9u¿ (JIPSESBS+SiA4It<+Jd, $Gz (J 
> 

> 


éSB!!MQOUS7SF!"; }SA9~S*SISSSHS*S:SSSH;WSSS*°S9S, (J (%%; 
2SB!! :nId$r3S%G%*SK; #$CS$ ?SbSNS$r8+SFSbSiS$s ! "SHSSSE<FSDS"SIS*SOSM! He (J 


¿S$SB%S%$G%*$K%G%b%$W%$1l1%S$rO?2h$7!"8+$F$b$i$&$DSb$j$GS9!#; (J 
¿S$B5USK9u$$%$W%$1%9%F$r2q<RK,Ld$K;)$CS$F$$S/J)$, ¿ (J 
¿SBLdB3S, $"$45S=SESI5SSb$7$%S9S, !"STSESGSTSgS&!ID! #2 (J 
$B! JI% [S9SHS3%SS%ST%E! <SPSKHPHESHXSGSHES1S/ SHS ISHS HE (J 
éESB:n@.S9SkI,MWS,$"SjS*S9SHSM!) !Ke (J 


ESBS=S1SGSO!"<:NiS7S*S9! #2 (J 
--MESSAGE FILE 21741 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
96html.html1 


--MESSAGE FILE 21742 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0097html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCPSI/JjJNORJAKSCVNJUMISCRkKIGOkThsoQg==?= 
=?1ISO-2022-JP?B?GyRCUDW6bk1KGyhC ?= 

Date: Fri, 11 Jul 1997 09:59:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 
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Message-ID: <redbug$ff8d19970711095926@news1.scei.co.jp> 

References: <33BC774C.4987@ibm.net> <5poodgSfog@newsl.scei.co.jp> <33C52AC9.3874@ibm 
-net> 

NNTP-Posting-Host: 133.130.133.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<33C52AC9.3874@ibm.net>¿SBS$K$S*SSSF¿ (B 

1997/07/11/ 03:32 ¢$B:"!"z (BNaohisa Kamei <kame001@ibm.net>z;$BS$5$sSO=q$-S*S7S?! #2 (B 
>¢SBSS%GS*SKSGSbSWS1lSSSrO?2nS7!"8+SFSbHSiSESDSHSISGSI! #3 (B 
>¿$B5USK9uS$S$%W%1l1%9%F$r2q<RK,Ld$K;)$C$F$S$/J)Š, ¿(B 
>¿SBLdBjJS,S"$SjS$=S&SJ5SSbS7S2S9S, !"$I$&$G$7$g$&!D!#¿ (B 
>¿SB!JS[S9%H%$3%s%ST%Se!<%?$SK#P#S#X%SG%$#S1%S/SH%jSHS+¿ (B 
> ¢SB:n@.$9SkI,MWS,S"SjS*S9ShHSM!) !K¿ (B 
> 
>¿ $B$=$1$G$O!"<:Ni$7$^$9!#¿ (B 


ESBSN! <SHSQ%=%3SSSrCN?MS+Si<ZS5SF; }SCSFSSS/SHSSSE&SNSO!) ¢ (B 
2$B3+H/SGSOSIS/!"S?S@FOS+S9S@S1SISi2 (B ¢SB>/! 98ESSSN!<SHSGSb=<J, $G$9!#¿ (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21742 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
97html.html 


--MESSAGE FILE 21743 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0098html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCPSI/JjNORJAKSCVNJUMISCRkJGOkJiQ80m5UShsoSg==?= 
Date: Fri, 11 Jul 1997 13:53:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33C5BC66.1748@ibm.net> 

References: <33BC774C.4987@ibm.net> 

NNTP-Posting-Host: 202.135.105.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB2qOwHV9f¿ (Jdcn01516;SBSN550f>05WSGS9!#¢ (J 


¢ $B="?&3nF 0$KH<$&%M%CSHSd$m$ &$< : nIJSNDS=PSKSDSS$SFSGS$9$,!"z (J 
E$BL5; v2r7h$7$*S7S$?!#e (J 


¢ SBES#CHES5SsSK!"3+< (Sv2D=qSHSSS&SNSrD:SSSFS+S$iz (J 
¿$BI, MW; v9` $r5-F~S7SFIVAWS7!"7kK2LSrBTSAS*S9! #32 (J 


2SBK\F |! "S=SN7k2LSHS7SFSNIV?.$rD:$-S$*S7$?! #2 (J 
¿$BCcC+$5$s!"C4Ev$NJ}!"$$$m$$$m$4LBOG$r$*$+$1$7$^$7$?!#¿ (J 


¿$B$=$7$F!"?WB.$JBP1~$K46<U$*$J$^$9! #2 (J 
ESBS"S IS, SHSESASOSSS*STS? #2 (J 


éSB3'S5SSsSN!"0U8+Sb; 29M$K$I$J$^$7$?!#¿ (J 
ESBSASIJS_SK!"%S=!<%39%3jIS9SHSNDS=PSKSDSSSFSb; (J 
ESBBg>fIWS@SHSNS3SHSGS9! #2 (J 


ESBS=S1SGSO!"<:NiS7S*S9! #2 (J 
--MESSAGE FILE 21743 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
98html.html1 


ա 


--MESSAGE FILE 21744 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0099html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 
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Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCPSI/JjJNORJAKSCVNJUMISCRkKIGOkThsoQg==?= 
=?1SO-2022-JP?B?GyRCUDW6bk1KGyhC ?= 

Date: Fri, 11 Jul 1997 13:54:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <redbug$ff8d19970711135409@news1.scei.co.jp> 
References: <33BC774C.4987@ibm.net> <33C5BC66.1748@ibm.net> 
NNTP-Posting-Host: 133.130.133.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<33C5BC66.1748@Q@ibm.net>¿SBSKS*SSSF¿ (B 

1997/07/11/ 13:53 ¢$B:"!"z (BNaohisa Kamei <kame001@ibm.net>zSBS$5$sSO=q$-S*S7S?! #2 (B 
>¿SB2qOwHV9f¿ (Bdcn01516¿SBSN550f>05WSGS9!#¿ (B 
> 
>¿$B="?&3hF0$KH<$S&%SM%SC%$H$d$mS&S<:nIJSNDs=PSKS$D$$$FSGS9S,!" (B 
>eSBL5;v2r7h$7$*$7$?!#¢ (B 
> 
>i $B#S#CHE$5SSs$K!"3+< (5v2D=q$H$$$&$NSrD:$$$F$+$i¿ (B 
>¿ BI, MW; v9° $r5-F~$7$FIVAWS7!"7k2LSrBTSAS$*S$9! #2 (B 
> 
>¿$BK\F | !"S=SN7k2LSHS7SFSNIV?.$rD:$-S*S7$?! #2 (8 
>¿ $BCcC+$5$s!"C4EvV$NJ}!"$$$m$$$m$4LBOG$r$*$+$1$7$^$7$?!#¿ (B 


¿SBSSSSJ)8-SG2r7hSG$S-SF!"ShS+SCS$S?SGS9SM!#¿ (B 


>¢SBS=S7SF!"?WB.SJBP1~SK46<US*S4S*S9! #2 (8 
>¢SBS"$j$,SHS&S4S6SSS*°S7S? 1 #2 (B 
> 
>¢SB3'S5SsSN!"0U8+Sb; 29MSKSISjS*°S7S?! #2 (B 

>i SBSASJS_SK!"%=!<%9%j%9SHSNDS=PSKSDSSSFSb3; (B 
>¢ $BBg>fIW$@SH$N$3SH$G$Š9!#; (B 


¿SBS3SNJUSN<jB3S-SKS$DSSSF!"Dj7?22=S$S7SFSbSiSCSF%S,%SS%S$I%S1SS%SsSJS3j¿ (B 
E$B%[1<3° SZ1<S8SK=qSSSFSS$ 2S @S1SKSHSESLSTSS$+Sb!#!dz (BSCEIZ$BMMz (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 21744 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000000 
99html. html 


--MESSAGE FILE 21745 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0100htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?a3JUkGyRCJDUkcyROGyhKcHJvZm1sZQ==?= 
Date: Sun, 13 Jul 1997 12:02:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <33C8455E.74FF@niftyserve.or.jp> 

References: <33B6AB16.D8051ED1@aix.or.jp> 

NNTP-Posting-Host: 203.139.230.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SB9bEDS5$sS3SSSKSASO!"¿ (TkrdzSBSGS9! #2 (J 


>¿ $B; dSN>19g$0!$1,$:$7$b; 22C?M?t ! ak ( Ա es 
¿ $B; dSO! "SdSCSQOSj$_SsSJE ($GSISSSHz (J (*%%; 258142 (J 
(2 SBSGSb! "N"@ZS42DG=SJ01; ~E*6 (NOS, =PMh$k$H$5$i$KG.$$¿ (J...) 


>i SBSMSCSHSd$m$ &$<$@SHS*SkSA%S2%C ԱՊ HS (ՏՄՏՏՏՏՏՕՏ9 1: (Մ 

ESBS (1<SC!#; HS (SJSSSsSGS9S+S!!# (Մ 

E a %21<%`S,SGS-S?Sil"; (JISCEZSBSSS$sSKMj$_9~$* S3SHSKS7$*S9$S! #2 (J 
¿SB7W2hSGSO!":G=iSK#1?M%SW%S1% 5 5 s %$2!<%`$r:n$kM=D3j$SJS$SN$G!";(J 
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ESBSHSIS"S ($:#3SDSaSN%2!<%*°S,=PMhSkS*SGSO!"S*°Sk%AS?SCZWSIS/SFSbHSHSSSNSG; (J) 


£$B; dSO!"%$S$%s%?!<SM%C%HSd3Q%=%3%SDL?. SN7P83$,M>SjSTSSSNSG!I">!<4S,S0$+SiS:¢ (J 
(profile: $BSK=q$—9~SsS@Sb$N$N!"2 (Jfreetalkz SBSKz (JResz$B$, IUSSSFSSSKSNSK:#5$$, ԼՍՏՏՏՉ 
OL¿ (J 
ESBSGS$9¢ (J) 
¢$B2?7$+SHLBOGSr$+S1S$kSH; WSSS*S9S, !":#8eSHSbShSm$7$/S$*45SSS7S$*°S9! #2 (J 


krd (Yousuke Kuroda) 

CQD00245@niftyserve.or.jp 
--MESSAGE FILE 21745 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
OOhtml.html 


--MESSAGE FILE 21746 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0101htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCPSI/JjNORJAKSCVNJUMISCRkIJGOkJiQ80m5UShsoSg==?= 
Date: Tue, 15 Jul 1997 17:09:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5qfbeaSq3s@newsl.scei.co.jp> 

References: <33BC774C.4987@ibm.net> <5poodgSfog@newsl.scei.co.jp> <33C52AC9.3874@ibm 
-net> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CB3020.FB@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Naohisa Kamei wrote: 
> ¿SB%$S%G%*SK%G%sb%W%1l1%s$SrO?2hS7!"8+SŠFSbSiS&SDSbS3jSGS9!#¿ (J 


£$B!!8+Sk?MS, !"SoS+Sk?MSGS"S1SP%S%G%S* SGSbBg>fIWS@SH;WSSS*S9!#2 (J 
é$B!!$,SsSPSCSFS/S@S5SS$! #2 (J 


¢ SB5USK9USS$$WS139SFSr2g<RK, LdSK; }$CSFS$$/J}$,¢ (J 

¿SBLdBj$,S"$j$=S&$SJ5S$SSbS7$2S9%$, !"STS&SGS7TSgS&!ID! #2 (J 

¿SB!J%S[%9%H%3%s%T%e!<%?SK#P#S#X%SG%#%S1%/%SH%jSHS+¿ (J 
éSB:n@.S9SkI,MWS,S"SjS*S9SHSM!) !Ke (J 


VVVV 


£$B!!S3S3SOSRSHSD!"<+Jd,SN%°%7%sSr5$9gSSS5G; }SCSFOTS/SHS+2 (J (*%; 

£$B!!3N!<%Hz (UPC¿$B$, <ZSj4SiS1S1SPO1LHVSSSSSGS9SIST! #3 (J 

——MESSAGE FILE 21746 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
Olhtml. html 


--MESSAGE FILE 21747 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0102htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCPSI/JjJNORJAKSCVNJUMISCRkIGOkThsoSg==?= 
=?iso-2022-jp?B?GyRCJDW6bk1KGyhK?= 

Date: Tue, 15 Jul 1997 17:10:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5qfbgt$q3s@newsl.scei.co.jp> 

References: <33BC774C.4987@ibm.net> <33C5BC66.1748@ibm.net> <redbug$ff8d199707111354 

09@news1l.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CB3073.18DF@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¿$B$S3SNJUSN<jB3$-SK$D$SSF1!"DjJ7?2=$7SF$Sb$iSCS$F%,%S%T%iSS%s$JS3j; (J 
> ¿SB%S[!<%`%Z!<%8$SK=qSSSFSSS?2$@$S1Sk$SH$S&S1$7$S$S+$b!#!d  (USCEI¿SBMM: (J 


¿SB!!F146SGS9!#¿ (J 


¿SB!!DAS7S/AaSSSJS!SH;WSSS*S7S?¿(J(“ ;;; 
——MESSAGE FILE 21747 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
O2html html 


--MESSAGE FILE 21748 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0103htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?I1SO-2022-JP?B?GyRC104 jVBsoSg==?= 

Date: 28 Jul 1997 14:59:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <01bc9b66$c6127880S4b088bcb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 203.139.8.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB#W#i#n#dioilw#s#N#TSN!VENET!WSO!"2?SNN, S+CNSCSFS*S9S4!) 2 (J 

£$B; dSO! V4#Nte#t #WHotr#k ! WSNN, S@SHSPS+S$4;WSCSFS*°S7S$2S, 2 (J 

ESB! VtNtet#wtT#e#c#Hhintotl#to#gty !W!IS9SZSkKOCSES+Sb! #3KSE!<SFS/SNSMS8¢ (J 
éESB!<!KSNz (J 

¿SBN, $@SH:G6a; (; Oo! T#1I! ?#O!KSGFIS_S*S7$?!#:G@hC<SCSF; vSGS9SM! #2 (J 
éESBSGSb; dSNSHS&ST8D?IMSFE!<S6!<S, ;HS&SaSjISCEHSOS"SkKSSSGSTSgS&S+!) 3 (J 
¿SB!&!&!&6=L#SOS"SkSsSGS9S1SI!#¿ (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 


——MESSAGE FILE 21748 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
O3html.html 


--MESSAGE FILE 21749 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0104htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?IS0-2022-JP?B?GyRCI04 jVBsoQg==?= 

Date: Tue, 29 Jul 1997 00:27:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <redbug$ff8d19970729002736@news1.scei.co.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 202.215.109.112 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.freetalk ¿SBSN¿ (B <01bc9b66$c6127880S4b088bcbhgateway2000.nsl 
.sphere.ad.jp> ¿SBSN;¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/07/28/ 14:59 ¢SB:"!"3 (B 


Net Yaroze newsgroups message dump.txt 


o-mikita" <o-mikita@po.tama.or. jp>zSBS$5$sSO=q$-S*S7S?!#2 (B 


>¿SB#W#i#n#d#io#w#s#N#TSN!V#N#T!WSO!"2?SNN, S+CNSCSFS*S9S+!)¢(B 


>2$B; dSO! V#Nte#tt HWto#tr#k !WSNN, S@SHSPS+Sj;WSCSFS 2 S7S2?S, (B 
“ Աա աԱ ՀԱԱԱՆ ZSkOCS&S+Sb! #SK%e! <SFS/SNSMS8¢ 
>¢SB!<!KSN¢ (B 


>2SBN, $@$H:G6a; (; 0! J#1! 2#O!KSGFIS_S*S7$?!#:G@HC<SCSF; vSGS$9SM! #2 (B 


a 


¢ SB@hC<5; =QOSCSFITOBDJSISsS$GS9SHSMS'! #2 (Ց 


>¿SBSGSb;d$SNShS&SJ8D?MSf!<%6!<$,;HS&%a%j%C%*HSOS"SkSsSGS7SgS&S+!)¿ (B 
>2¿SBI&!&!&6=L#SOS"SkSsSGS9S1SI!#¿ (B 


é 
é 
é 
é 


SBSWSm30%i%* Sr:n$k>19g!"¢z (BWin95z;SBSh$ jMnSASKS/SSSNSG!" (B 
SB9%SSSG; HS&?MS, SSSkS_S?SSSGS9!# (B 


SB!IVSM$CSH%S0!<%/SKSDSJIS, $J$1$1$P$=$3$=$3; H$ ($k!Wz (B 
SBSCSFSNS, ; dSN8D?ME*SJI>2ASGS9!"SOSS!#3 (B 


——MESSAGE FILE 21749 END: 


0 


——MESSAGE FILE 21750 START: 


0 
P 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 


beginners@FL.scei.co.jp 


4html. html 


105html html 
ath: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 


From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.program.freetalk 


Տ 


ubject: =?ISO-2022-JP?B?UmU6IBskQiNOIlQbKEo=?= 


Date: 28 Jul 1997 19:04:17 GMT 
Organization: Playstation Net Yarouze 
Lines: 35 

Message-ID: <5rigqfh$91k@newsl.scei.co.jp> 


References: 


9 


70729002736@news1l.scei.co.jp> 


NNTP-Posting-Host: 210.132.203.217 
Mime-Version: 1.0 


C 
C 


ontent-Type: text/plain; charset=ISO-2022-JP 
ontent-Transfer-Encoding: 7bit 


X-Newsreader: Microsoft Internet News 4.70.1161 


< 
> 


> 


Շ 


- 
> 
> 


o-mikita" <o-mikita@po.tama.or.jp> wrote in article 
Olbcoboescol27680s1b086bcbegateway2000.nstzsphere aq. Re ss 
¿SB#W#i#n#idioiwi#s#N#TSN!V#N#T!WSO!"2?SNN, S+CNSCSFS*S9S+!) (Մ 


>¿SB!V#N#e#w#T#e#fchihin#of#liolg#hy!Ws9sZ%sk0O0cS&S+Sb!#sK% oars sNsma, (J 


é5B!<SNN, $@SH:G6a; (; o# 1! P#OSGFIS_S*S7$?!#:G@hC<SCSF; VSGS9SM! #2 (J 


1 SBS*%S%/%SmS=SUSH<RFDSGSN: G@hC<SGSOSTSSS+!"SH; WSSS*°S9! #3 (J 


¿SBSGSb;dSNShS&SJ8D?Msf!<%6!<S,;HS&%a%j%C%*$HSOS"SkSsSGS7SgS&S+!)¿ (J 
¿SB!&!&!&6=L#SOS"SkSsSGS9S1%SI!#¿(J 


RedBug <redbug@donk.ne.jp> wrote in article 


< 
> 
> 
> 


Շ 


é 


redbug$f£8d19970729002736@news1l.scei.co.jp>... 


¿SB%W%m%0%Si%S`Sr:n$k>19g!"¿ (TJWin95zSBShS$ jMnSASKS/SSSNSG!"¢ (J 
ESB9ISSSSG; HS&?MS, SSSkS_S?S$SSSGS9!#¿ (J 


: SB3NS+SKMnSASKS/S$SSGS9!#3 (J Windows95 z:SBSHHf3SS7SF!"3 (J 


SBOCSKShSkSH!"z (JRAM ¿$B$,$?$/$5$sMxMQ$G$-$^ hou 


WIN95 :SBSCSFz (J 64MB ¿$B$/$i$$$^$G$G$7$?$C$1!) 


# ¿$B$G$b¿ (J Windows95 ¿$B$N>l9g$N¿ (J 1.5 | Saas o/s teas scops ՅՆ 


é 
# 


a 


BSO!<%1%G%#39%/S, $2$/S$5$sS"SkSH!"%_%i!<2=SHS+!"2 (J 


$ 
2$BF1; ~J#?t=q$-9~$_SHS$+!"M-8z$J5!G=$, բանտա աւն 


ESBSASCS?S3SHSIS7!#5-0?; ~4VS,AaS/SISkKSNS+SJI!) 2 (J 


ՏՑՏ"Տ՞ՏՍՏՏՏՕՏՇՏԲՏ՞ՏչՏՏտ, 1"Հ(Մ 


(8 


Page 14566 


net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


<O01bc9b66$c6127880S4b088bcbh@gateway2000.nsl.sphere.ad.jp> <redbugSff8d19 
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ESBSG!<%S?SY!<S94XO"SN: n6HSKSO6/S=S&SI5$$,S$7$*S9! #2 (J 


— einsiedler __ einsidle@cb3.so-net.or.jp __ 


——MESSAGE FILE 21750 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
O5html.html 


--MESSAGE FILE 21751 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0106htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: katahira@mxd.meshnet.or.jp (DogStar) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCI1I04jVBsoQg==?= 

Date: Tue, 29 Jul 1997 23:22:08 +0900 

Organization: BIGLOBE Member 

Lines: 26 

Message-ID: <19970729232208katahira@mxd.meshnet.or.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.nsl.sphere.ad.jp> 
NNTP-Posting-Host: 133.205.176.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBIRI?SH?=S7S*S9! #2 (B 


playstation.ny.program.freetalk ¿$B$N¿ (B 
<0lbc9b66$c6127880$4b088bcb@gateway2000.ns1.sphere.ad.jp> ¿$B$N¿ (B 

¿$B5-; v$K$*$$$F¿ (8 1997¿SBG/¿ (B07¿$B7n¿ (B28¿$BF | 2 (B(¿$B7n¿ (8) 14¿$B;~¿ (B59¿$BJ, ¿ (822 
¿SBIC:"!" (B 

"o-mikita" <o-mikita@po.tama.or. jp>¢$BS$5S$s$O=qS-S$*S7S?!#¢ (B 


>¿SB#W#i#n#dioiwish#N#TSN!V#N#T!WSO!"2?$NN, S+CNSCSFS*S9S+!) 3 (B 

> 5B; d$O!V#N#ett#wWwłotrtk!WSNN, $@$H$P$+$J;W$C$F$^$7$?$,¿ (B 
>¢ESB!VtNtetwtTlte#c#hintotl#o#g#ty ! W!IS9SZSkOCSES+Sb! #3KSe!<SFS/SNSMS8¢ (B 
>2SB!<!KSNz (B 
>2SBN, $@SH:G6a; (;o! J#1! ?#O!KSGFIS_$*S7$?!#:G@hC<SCSF; vSGS9SM! #2 (B 


DOS/V POWER REPORT 4¿$B7n9f$K$O!"¿ (B 

WindowsNT; SBSNF,J8; zSr<hSkSH!Vz (BWNT;SB!WSKSJSj!"¢ (B 

¿ $B$3$NJ8; zSr01SDAOSNJ8; zSKSOSkKSH! Vz (BVMS¢2SB!WSHSJISk! #¢ (B 

VMS 2 SBSCSFSNSO!"z (BDEC¿ SBSNM-L>$J%_%K%3%sz (BVAX:SBSNz (BOS; SBSG!"z (B 
ESBS3S1Sr$7SNSOSbSNSHS7SF! "3 (BWindowsNT;$B$03+H/S$5S1S?SsS@SHS+! #2 (B 


25853515011:1505753585ՇՏՕՏՄՏ / |": (BWindowsNT; SBSN3+H/%A!<%* SN@UGS<TSO!"z (B 
2 SBS=SNz (BVMS; SBSN3+H/@UGS<TSQSCS?2SGSSSCSI ! &S4+SHSi! <j; aS@SCS7S4+S1SAS=$ESG6S9! #3 (B 


¿$B$3$1$, K\Ev$@$C$?$i!"¿ (BNTZ SBS, S$K$e ! <SF%/ $SN$m%8 | <SNN, SCSFSNSO!"¢ (B 
¿SBS"SHS+SiS3S8SDS1S?%SM!<%_%s%0S+SbS7S1S S;SSSM!#; (B 


¿SBJRJ?¿ (B ¿SBLP¿ (B katahira@mwd.biglobe.ne.jp ¢SBOzZMQSOI,MW:G>.8BSKS7S*S7SgS&!*¢ ( 
B 

——MESSAGE FILE 21751 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
OG6html.html 


--MESSAGE FILE 21752 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0107html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiNOI10bK 
Date: 30 Jul 1997 14:41:16 GMT 
Organization: PlayStation Net Yarouze 
Lines: 16 

Message-ID: <0lbc9cf6S$92cfala0S4d08 8bcb@gateway2000.ns1.sphere.ad.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.nsl.sphere.ad.jp> ՀԷՇՎԵսցտքք8419 
970729002736@newsl.scei.co.jp> <5riqfh$91lk@news1.scei.co.jp> 

NNTP-Posting-Host: 203.139.8.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 


Gl 


Oo=?= 
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X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢~SBOCSKShSkSH! "3 (JRAM ¢$B$,$?$/S5SSMxMOSG$-S*S9!#¢ (J 

> WIN95 :SBSCSFz (J 64MB :SBS/SiSSS*SGSGS7$?SCS$1!) 2 (J 

> # ¿SBSGSb¿ (J Windows95 ¢S$BSN>19g$Nz¢ (J 1.5 ¿SBGNS/SiSS@QS*SJSSSH=ESSSHS+¿ (J 
> 

ESBS3S1SOSTS&SSS&; VSGSTSgGSES+!) ; dSO6a! 9%atbS5!<SrA}@_S7SHSESH: (J 

5B; WSCSFSSSKSNSGS9S$, !"S=S1SOL5BLSKSISCSFS7S*SE&SNS+$7Si$s!) 3 (J 

ESB>\$7$$; vSrCNSCSFSkJ}!"65S (SFS/S@S5SS! #2 (J 
¿SB;d$SO#W#i#n#9#5$SJSN$G!"SH$F$SbS-$KS$SJS3j$ S9!&!&!&!# (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

--MESSAGE FILE 21752 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
O7html.html 


--MESSAGE FILE 21753 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0108htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?IS0-2022-JP?B?GyRCI04 jVBsoQg==?= 

Date: Wed, 30 Jul 1997 23:56:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <redbug$ff8d19970730235644@news1.scei.co.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.nsl.sphere.ad.jp> <redbug$ff8d19 
970729002736@newsl.scei.co.jp> <S5riqfh$91k@newsl.scei.co.jp> <Olbc9¥cfb6S92cfala0S4d08 
8bch@gateway2000.ns1.sphere.ad.jp> 

NNTP-Posting-Host: 202.215.109.113 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.freetalk ¿SBSN¿ (B <0Olbc9cf6S92cfala0S4d088bcbhgateway2000.ns1 
.sphere.ad.jp> ¿SBSN; (B 

¿SB5-;vS$KS$*SSSF ¿ (B 1997/07/30/ 14:41 ¿$B:"!"¿ (B 
"o-mikita" <o-mikitaQ@po.tama.or.jp>¿SBS5SsSO=qS-$*S7S?!#¿ (Թ 


>> ¢SBOCSKShSkSH!"z (BRAM ;SBS,$?$/S5SsMxMQSGS-$*$9!#; (B 

>> WIN95 ¿$B$C$F¿ (B 64MB ¿SB$/Si$SS*SG$GS7$?SCS1!)¿ (B 

>> # ¿$B$G$b¿ (B Windows95 ¿$B$N>l9g$N¿ (8 1.5 ¿$BG\$/$i$$@OS^$IJ$$$H=E$$$H$+¿ (B 
>> 

>i SBS3S1S0S1S&SSS$&; VSGS7Sg$&S+!) ;dSO06a! 9%aSb%j!<SrA}@_S7ShS&SHz (B 
>¢$B;WSCSFSSSkKSNSGS$9S, !"S=S1SOL5BLSKSJISCSFS$7S*S&SN$+S7$iSs!) 2 (B 

>¢SB>\$7$$; vSrCNSCSFSkJ}!"65S (SFS/SQ@S5SS! #3 (B 
>¿SB;dSOfW#i#n#9#5SJSNSG!"SHSFSbS$S-SKSJS3jJS S9!&!&!&!# (B 


NT4.0 ¿$B$O$?$/$5$s%a%b%j$rMxMQO$G$-$k!"$H8@$&$Sh$jS$Sb!"¿ (B 
¿$B$?$/$5$s%a%b%j$, L5$$$HK~B-$K;H$($J$$!"$C$F$3$H$G$9!#¿ (B 
Win95 ¿$B$G$b¿ (B 64MByte; SBO0J>eSN%aBb%jSr07$ (Sk$SOS:SGS9!#¢ (B 
Win952SBSK! "07S ($k%a%b%jSN>e8BS, S"SkSNS+SIS&S+!"; dSOCNS4$%S$;Ss5$,¢(B 
ESBS*$=$i$/%S°%6!<%S\!<SIB&SN@) 8BSNS [$&$, @HSKLABSKSISk$G$7Sg$&! #2 (B 
£ SB! JS ?SSSFSSSN%*°S6!<%\!<SIS, @QSaSk%atb%jSOSOz (B128M-512M) 


¿SBSASJS_SK;dSN%*%S7%SsSO¿ (B64MByte ¿SBSGS9!#¿ (B 
LightWave3D; $B$G%"%K%a!<%7%g%s$r%l%s%l%j%s%0$7$^$/$k$H$+!"; (B 
InternetExplorer4.0+ActiveDesktop ¢$BS$r;HS&SHS+SSS&¢ (B 
¿SBS3SHSrSdSiSJSS8BSj!"S3S1SGS8SeS&SVSsSGS9!#¿ (B 


¿SB%sa%sb%jS$NA)@_SOSbS$CSŠHSbOB2A!"$+$DOBA4S$SK%QS%So!<%"%C%$W;¿ (B 
¿SBSGS-Sk<jCJS$G$S9SNSG!"S<S$SRS$*;nS$7%$S/SQ@SSSS!#¿ (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
——MESSAGE FILE 21753 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
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O8html.html 


--MESSAGE FILE 21754 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0109htm1l. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskQiNOI1QbDKEoO=?= 

Date: 30 Jul 1997 19:17:55 GMT 

Organization: Playstation Net Yarouze 

Lines: 26 

Message-ID: <5ro413Sf8s@newsl.scei.co.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.nsl.sphere.ad.jp> <redbug$ff8d19 
970729002736@newsl.scei.co.jp> <S5rigqfh$91k@newsl.scei.co.jp> <Olbc9¥cfb6S92cfala0S4d08 
8bcb@gateway2000.nsl.sphere.ad.jp> <redbugS$ff8d19970730235644@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


RedBug <redbug@donk.ne.jp> wrote in article 
<redbug$f£8d19970730235644@newsl.scei.co.jp>... 

> 2$BS*S=SiS/%*%6!<%\!<SIB&SNG@) 8BSNS [$&S$, @hSKLGBISKSISkSGe (J 
> ¿SBS7SgS&!#¿ (J 


¿SBO1HLSK!"¿ (J2nd¿ $B% —%c%$C%7%e¿(J(PentiumII;¿$BSJ$I=|$/¿(J)¿SB$KSDS$SS$F; (J 
256KB ¿$B$O!"¿(J RAM 32MB ¿$B0J>e!"¿ (J 
512KB ¿$B$O!"¿ (J RAM 64MB ¿$B0J>e!"¿ (7 
1024KB ¿$B$O!"¿(J RAM 128MB ¿$B0J>e!"$rD6$($k¿(J RAM zSBSrAj4<4jSKS9SkSHz (J 


¿ $BK\Mh$NG=NO$hS$ j$0$ : $+$KCY$/SISkKSHS$$&1=SG$9!#e (Մ 
# ¢SBS3SN1F6ASKSDSSSFSO! "KMSNS*°S7SSSGSO46S8S1S%S;SsSGS7$?! #2 (J 


S ԱՆԱ Us \!<%I>eSNz (J RAM ¿$B$r30It%- Հոն. ԱԱ ԱԱ. (J 


¿SBS9Sk¿ (J ¿SB%?%S0¿ (IRAM ¢SBSHSSS&SbSNSNG=NO; (J (¢SB8D?t$+Sb!) 2SBS,>/SISSSH!"30It 
2 (J 

° $BS-%cBC37 7%eSNM-— BAPE EP a(S ¿$B%a%$%s¿ (JRAM :SB$,=PMhSFS7$*SS!"S=S3SXSNz (J 
ESBS"S/%;%9; ~SKSQSUS) ! <%$%%$s%š9$, ԱԱ Ա ԱՐԱ S"S4S*°SOl #2 (J 

LSBBESS4pHWSGSO!"z (JRAM 64MBzSBSr$3$ ($k$H%?%0; (JRAMz SBSNDI2CS,M-8zSG$9! #3 (J 


> ¢gSB%asb%jSNA}@_ ee ee CSW (J 
> ¢~SBSGS-S$k<jCISGSISNSG!"$<SRS$*;n$7S/S$@S5$$! #2 (J 


ESBS=S7SF; (J OVER 64MB :SBSN@.2LSr65$ (SFS/S@S5S$! #3 (J 


Լ einsiedler ` einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 21754 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
O9html.html 


--MESSAGE FILE 21755 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0110htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskQiNOI1QbDKEo=?= 

Date: 30 Jul 1997 19:17:56 GMT 

Organization: Playstation Net Yarouze 

Lines: 25 

Message-ID: <5ro414Sf8s@newsl.scei.co.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.nsl.sphere.ad.jp> <redbug$ff8d19 
970729002736@newsl.scei.co.jp> <S5riqfhS$91k@newsl.scei.co.jp> <Olbc9¥cfb6S92cfala0S4d08 
8bcbh@gateway2000.ns1.sphere.ad.jp> 

NNTP-Posting-Host: 210.132.203.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


>> ¿$BOC$K$N$Kk$H!"¿ (JRAM ¢$BS$,$?$/S$5SsMxMQ$GS-$*S9! #2 (J 
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>> # ¿$B$G$b¿ (J Windows95 ¿SBSN>19g$N¿ (J 1.5 zSBG\$/SiSS@QS*SISSSH=ESSSHS+3 (J 


¿SB2wE, $Kz (J NT z$BSr;H$&$K$0:GDcz (J 64MB zSBSHSSSOS1SFSS$S$*°S9! #3 (J 

¿SB2wE, SK; (J 95 zSBSrF0$+S9SKSOz (J 32¿$B$+$i¿ (J48MB ¿$BO0J>e$G$7$g$&!#$=$1$G¿ (J 1.5 ¿ 
SBGN¿ (J 

# z SBKMSOz (J 24M ¿$B$G¿ (J AMD 5k86-100MHz ¿$B$G$9$, !"FOS-S*S9! #2 (J 


>> WIN95 ¿$B$C$F¿ (J 64MB ¿$B$/$i$$$^$G$G$7$?$C$1!)¿(J 


¢ SBSOS$CS—$ 45-215 7SFSISSSNSG$9S, !"¿ (J UNIX ¿$B$N>R2p5-;v$i$7$-5-;v¿ (J 

Հ58561"չ (J Windows95 ¿$B$Oz (J 64MB z$B0J>e$Nz (J RAM ¿$B$rEk: ss Տ15-Խ-82չ (J 
¿SB$K3hMQ$9$k%a%b%j%7%9%F%` $x; )ՏԸՇՏԲՏՄՏՏՏ2525Օ9ՍՋ) !<%%%s%9SO¿ (J 
ESB8~>eST7TSISS!#SHSSSESNSrFISSS@5S$,S7S*°S9l #3 (J 


¢ SBKMSN8D ?ME* $J2r<aSKS$hS$k$H!"z (J Windows95 ¢$BS$0z (J 32bitOS ԱՎԵ 
2 SBS: SISNSG!"2>A[%a%b%3j6u4VS0; (J 468 z$BDxEY$*SG$$$1$kS0$: 18: (J 
2 SBS&SA!"S"SW35%1!<%73g%SsSNMxMQ2DG=0hSO; (J 2044MB չ58505ԸՏ2505: 18. (J 


RAM ¿SB$?S/$S5SsMW5aS9Sk%S0%i%SUS#%C%$/%=%USH$SJ$SŠi%SO!<SISGS#%S9%S/O 
éESBSK%S9SOSCEWS OSKSNSKHESYS1SP!"z (JRAM :58525/555ՏՏԱՆ. Su ee ա = 
ESBS@SH;WSCSFS*S9S, !#S@S1S+¿ (J 56MB ¿SBSHS+@QSsSGSk?M!"65S(SF¿ (J 


einsiedler __ einsidle@cb3.so-net.or.jp 


--MESSAGE FILE 21755 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
10html.html 


--MESSAGE FILE 21756 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0111html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRC104jVBsoSg==?= 

Date: Thu, 31 Jul 1997 23:59:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <5rq9fmShsq@newsl.scei.co.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.ns1.sphere.ad.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33EQA84C.62E0@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


o-mikita wrote: 

> 

> ESBEWHLFNHFAHOHWHESHNFTSN! V#EN#T !WSO!"2?2?SNN,S+CNSCSFS*S9S+!) 2 (J 
> ¢$B;dSO! V#N#te#t #WHOtLHK | WSNN, S@SHSPS+$5;WSCSFS*S7$25,¢ (J 


¿SB!!¿ (UNT¿ SBS, 22SNN, $+SKSDSSSFSO! "MM! 9SJ2r<a$,B8:_S$7$%*S9¢ (J (¿SB>P¿ (J) 
¿SB!!¿ (J 


> ¿SBSGSb;dSNShS$S&SJ8D?MSf!<%S6!<S,;HS&%sa%j%C%HSOS"SkSsSGS7SgS&S+!) (J 
> ¿SB!&!&!&6=L#SOS"SkSsSGS9S1SI!#¿ (J 


¿$B!!Mn$A$K$/$$$i$7$8$G$9$, !"¿ (J16bit;$B%"%W%j$N8_49@-—$O¿ (JWin95; - 
ESB! !Dc$$$_$?S$S$GS9SM!#S°S"; Boss 751s 1556696508 oN; ԽՏՄՏՏՏՇՏՉՏ, !#¿ (J 


ESB! !; (;o5-;v!luS*3$%/SmS=SUSHSN8AS&; VSCSFSNSO! "SSSS;vS@SiSISISNSG: (J 

ՀՏ81 !K\EvS$K<+Jd, SKI,MWS+SIS&S+9MS (!"=<J, 2<D4SYSrS7SFS+SiF3F~S7S*S7SgS&! #3 (J 

——MESSAGE FILE 21756 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
llhtml.html 


--MESSAGE FILE 21757 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0112htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 
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Maurice Sibrandi 
sibrandi@orion.nl 


VV V V 


Craig. 
--MESSAGE FILE 2302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01005 


--MESSAGE FILE 2303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001006 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Major problem with my Yaroze! : ( 

Date: Mon, 25 May 1998 12:23:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6kbkavShcal9@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Hi, I am posting this on freetalk because there never seems to be any 
replies to technical problems on the 'right' groups for them! 


Ok, today I wanted to do some work on my Yaroze after not doing anything for 
a number of weeks. Since I had used the Yaroze I have re-installed Windows 
98 on my computer. The problem is that when I run Siocons it 'sees' the 
Yaroze once then will not communicate with it even if I re-run Siocons. If I 
reset the Yaroze it does the same thing again. I have tried it on both my 
COM ports and the same thing happens. I even tried YarozeMaster which also 
worked before but seems to do the same as Siocons. Due to it almost working 
every time I reset the Yaroze (not resetting my PC though) I assume it has 
something to do with it and not the PC. Any ideas as to what is wrong? I 
really need to get it working with a new joint project coming up. 


Regards, 
JohnT 


--MESSAGE FILE 2303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01006 


--MESSAGE FILE 2304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001007 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Mon, 25 May 1998 17:00:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3569959D.378@saqnet.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6éjsh5g$4p11@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-—design.com> 

Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at1l4-007.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Brian Baird wrote: 

> 

Sega released the Saturn without an RF lead in the box. They claimed 
that "most" console users now have SCART TVs. They were wrong - people 
had to spend an extra £25 on an 'official' RF unit & people got *very* 


> 
> 
> 
> annoyed - me included. 
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Subject: Re: =?iso-2022-jp?B?GyRC104jVBsoSg==?= 

Date: Fri, 01 Aug 1997 05:54:16 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <33E0FB78.C38484B8@aix.or.jp> 

References: <01bc9b66$c6127880S4b088bcb@gateway2000.nsl.sphere.ad.jp> <5rq9fmShsq@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.35.82 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿$B!!; (;05-;v!us*3$%/SmS=SUSHSN8BES&; VSCSFSNSO!"SSSS$; vS@SiS1SISNSGz (J 
> ¿$B!!K\Ev$K<+J, $SKI,MWS+SIS&S+9MS (!"=<J,2<D4SYSrS$7SFS+SiF3F~S7S*S7SgS&! #2 (J 


2 SBS&SASN3X9; SN33%8%TSE! <S?SK#ENETS, ԲՅԲ-ՏՏՏԼՏԲՏ՞ՏՉՏ, !SSDS+S (S*S;Ss! #3 (J 
¢$B65<x?X$, $&$°S7S+SISNS+SIS&$+SOCNSiSJSSS1$1!$;HSSF;$,L5$S!#¢ (J 


ESBS; S-SeSjSFSHESAS'SC%E/S,8787898.SF!IVSO!<SI!IW!IVS (S/S; Sk!IW!VSS%S%?!<SMSCSH!We (J 
éESBSNOYSKSNS_B8:_S9SkSCSF=jS+SJ!#S?SVSs8D?MSN41M}$, S-SASCSHSGS-SkS+Si#N#T¢ (J 
ESBSrA*SsS@SsS@QSH; WSES1SI!SS=$1070>eSNS 3SHSO#NETSGSASCSFSISSSM! Ք: (J 
¿SBBgMFNL5-21AuCVS,#P!(S@SCS?SjS9SkS7!&!&!&!&!# (J 


¿SB1111111111111111111]111]J111J1113J1J13J1J13J1J1J1J03J1J1]J¿ (J 
ISB!1!!!19DEDMNJ2;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿ SBSd$C$H;n83=*N; ¿ (J (“°”) 


¿S$B:G=*99?7F|;-!!!1#5S5S!?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

——MESSAGE FILE 21757 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
12html html 


--MESSAGE FILE 21758 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0113html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: keisai 

Date: Wed, 06 Aug 1997 02:16:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33E7600A.290D@ibm.net> 
NNTP-Posting-Host: 202.135.105.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBSMSCSHSdASMmS&S$<2qO0wHVIFe (Jdcn01516¢SBSN550£>05WSGS9! #2 (J 


$B; (; oSN7G: \SK4X$ 9Sk$3SHSGS9! #2 (J 


é SBEE7b2 & #8 7NIESN ! V3MSCSHSA$m$ &$<M'SN2q!WSKSF2z (J 
¿ $B; ASN:nIJ$, 7G: \S5SS1SFS$$*$7$2! #2 (J 


¿ $B; VAOSK%=%K!<$5$s$+SiO"MmS, Տ"ՏԸՏ25օՏ1Տ5ՇՏԵՏՄՏ / 1" չ (J 
¿ SBB>SNSMS$CSHSdSm$ &S$<2q0wSK65S$ (SFD:$-S*S7S?!#¢ (J 


ESBOLHLSasGS#%"SXSN7G: \SUSISKSDSSSF3 (J 
¿SBSISNShS&SJ%S7%9%F%` SKSISCSFSSSKSNS+!"3 (J 
¿$B$I$I$?$+65$ ($FED:$1$J$$$G$7$g$&$+!#¿ (J 


¿SBOJA07G:NS5$919?S3SHSNS"SkJ)SO!"¿ (J 
¿SB;vA0SK2?2S+$7SiSNO"MmSr<uS1S$SFSSSiSCS7ScSkSN$GS7SgS&S+!#¿ (J 
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¿SB%3%s%F%S9%HSb95%$S (SFSSSkS3SHSGS9S7!"¿ (J 
¿SB2qOwB&SHS$7SFSb!"#S#C#EB&SHS$7SFSb!"¿ (J 
¿SB%/%j%"SKS9SKkKI,MWS,S"SkSH;WSSS*S9S, !"¿ (J 
¿SB3'S5SsS$SOSIS&S*9MS (SGS7SgS&!#¿ (J 


ESBS=S1SGSO!"<:NiST7S*S9!#e (J 
——MESSAGE FILE 21758 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
13html.html 


--MESSAGE FILE 21759 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0114htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: keisai 

Date: Wed, 06 Aug 1997 20:20:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 41 

Message-ID: <redbug$ff£8d19970806202028@news1.scei.co.jp> 
References: <33E7600A.290D@ibm.net> 

NNTP-Posting-Host: 202.215.109.113 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.program.freetalk ¿SBSN¿ (B <33E7600A.290D@ibm.net> ¿SBSN;¿ (B 
¿$B5-; v$K$*$$$F:¿ (B 1997/08/06/ 02:16 ¿$B:"!"¿ (B 
Naohisa Kamei <kame001@ibm.net>;z;SBS5SsSO=qS-S*S7S?! #2 (B 


>¿ $B; (; oSN7G: \SK4XS$9SkS3SHSGS9! #2 (B 
> 
>i SBEE7D2&#8 7N9YLSN! VSMSCSHSdSmS$&$<M'SN2q!WSKSF3: (B 
>¢$B;dSN:nIJ$,7G:\S$5S1SFSSS*°S7S?! #2 (B 


> 

>¿ $B; VAOSK%=%K!<$5$s5+Si0"MmS, Տ"ՏԸՏ2505156Տ5ՏՄՏ/ 1": (B 
> ¢ SBB>SNSMSCSHSdS$m$ &$<2q0wSK65$ (SFD:$-S$*S7$?!#¢ (B 

> 


>¿SBO01HL%šSa%G%#%"$X$N7G:NSJSISKSDSSSF¿ (B 
>¿SBSISNShS&SJ%7%9%F%`SKSJSCSFSSSKSNS+!"¿ (B 
>¿SBSISJS?S+65$ (SFD: S1$IS$$GS$7$g$&$+! #2 (B 


¿$B2q0w5, Ls#7>r$h$j0zMQ¿ (B 


--- ¿$B$3$3$+$i¿ (8 --- 
¿SB#3!1%SJ@<RSO!"!V2q0w!WS, ! VSMSCSHSdSm$&$<!WSK4XO"S7SF!V3+H/SD!<%Sk!We ( 
éSBSr;HMOS7SFAO:nS$7S$?>pJs!"S=SUSHSES' S"EYSKSDSSSF!VSMS$CSHSdSmS&S<!We ( 
¢ SBSN9-JsL\E* SGL5=~$KSF; HMO$G$—-SkSbSNSHS7$*$9!1#5*°S?!"J@<RSO!"!V>pdse ( 
éESB8r49%$5!<%SP!WOJ30SNG*BNSKShSj!"!V2qOw! WS, !VS3MSCSHSdSmS&S<!WSK4XO"¢ ( 
éSBS7SF!V3+H/%SD!<%k!WSr;HMOS7SFAO:n$7$?>pJs!"S=SUSHS&S' S"EySr!V2qz (B 
éSBOw!W8~S1SKG[I[SGS—-SkSbSNSHS7!"!V2qO0w!WSOS3S1SK6 (NOS9SkSbSNSHS7S ¿ (B 
ESBSO! #2: (B 

--- չՏ853535՞Տ6չ (B --- 


B 
B 
B 
B 


¿SB$F$SJSo$1$G!"!VL5=-$G!WSH$OS"S$Sj$2*$9S, !"!V; VAOSKDLCNS 9$k$3SHL5$/! Wz (B 
ESBSHSOS"S3S*S;Ss!#e (B 
ESB! T!VSMS$CSHSdSmS&S<M'SN2q!WS, !V9-Js!WSKSJSCSFSSSkS+SIS&S+!" (B 
¿SBSHSS$S&LdBjSbS$S"$3jS2$95S, !K¿ (B 

¢SBS+SHSSSCSF!V; VAOSKDLCNS 9$k$3SHS$rA0DSS$KL5=~S$G!WSCSFSJSOS1SGSb¢ (B 
ESBSISSShHS&SGS9! #2 (B 


¿SBG<F@SGS-SJSSShS&SGS7S?Si!" (BSCEIZSBS5SsSH! "EE7b2&JIT=8ItSKLdS$S$9gS0S; ¢ (B 
¿SBSFS_SFSOSSS+S,SGS7SgS&!) (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 

beginners@FL.scei.co.jp 
--MESSAGE FILE 21759 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
14html.html 


--MESSAGE FILE 21760 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
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0115htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: keisai 

Date: Wed, 06 Aug 1997 23:57:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5sa3jf$6j5@newsl.scei.co.jp> 

References: <33E7600A.290D@ibm.net> <redbugSff£8d19970806202028@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33E890C4.680C@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> g$BSFSI$0$1$G!"!VL5=~$G6! WSHSO$"$4$*$9S, !"!V; VAOSKDLCN$9$k$3$HL5$/!We (J 
> ¢~SBSHSOS"S4S*S;Ss!#z (J 


¿SB!!;vA0SKCNSiS;SFS/S1SkS+SIS&S+SOLQ@J82=S5S1SFSJSSSSSGS9ShSM!#¿ (J 

¿$B!!<B:]!"DLCN$, 7-7 77 E ԱԱ ԱՆ Y 5 v¿ (J 
¿SB!!SJSsSGS7SgS&!#¿ (J 

——MESSAGE FILE 21760 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
15html.html 


--MESSAGE FILE 21761 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0116html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: keisai 

Date: 6 Aug 1997 16:44:21 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 29 

Message-ID: <5sa915$609@news1.scei.co.jp> 

References: <33E7600A.290D@ibm.net> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26(Fri) 


¿SBS3SsSPSsSO!"S4S&SGS9!#; (B 


<33E7600A.290D@ibm. net>zSBSN5-; vSKS*SSSF3 (B 
kame001@ibm.netz$BS$5$sS$O=q$-S*S7S?! #2 (B 


>i SBSM%CSHSd$m$ &$<2qOwHV9F 2 (Bdcn01516zSBSN550£>05WSGS9! #2 (B 
> 
>¿ $B; (; oOSN7G: \SK4XS9SkS3SHSGS9! #2 (B 
> 
ՀՏՑԱ, ¿ (B 
> 
>¿SBOJA07G:NS551S?S3SHSNS"SkJ)SO!"¿ (B 
>¿ $B; vA0$K2?$+$7$i$NO"Mm$r<u$1$F$$$i$C$7$c$K$N$G$7$g$&$+!#; (B 


¿SBS(!<$H!":#7nSN¿ (B Hyper PlayStation Remix (¢$BS@SCS$?SCS1¢ (8) ¢SBSK!"@[:nSN!V%.%+%@% 
S%$P!<!W; (B 
N 7G:NS5S1SFSSS*S9!#S+SJSJjOJAO¿ (B (5¿$B7n$"$?$^¿ (B) ¿SBSKCcC+S5SsSNS[S&S+Si7G:NSN; ( 


25880205, ( (BOK ¿$B$r$@0$7$?$"$H!"7G:\$K4X$9Ş$K3NG'=q$K$O$s$3$r$*4j$$$7$^$9; (B 
¿SBSHSSS&S3SHSG=qN` SrAwSCSFS-S?SNSG!"L>A0Sr=q$SSFSHFhOuSNS&S (DS=P$7$°S7S?! #2 (B 


# ¿SBON?"SbSNSJSNSG!"¿ (BX68kz¢$SBHG86:n<TSNS$ [S&SKSbN; 2r$r$b$i$Cc$?$&$($G!"; (B 
# ¢$B; dSNH=CGSGL>AOSHFHOuSrd; 5-STSFSDSiSSS*S7S?! #2 (B 


ESB7G: \S5SS1SFSSSKSCSFSNSO! "IwSNS &SOSS$SGIISSSF!"S?SASH$S_S7TSFS-S$*$7$2¢ (8(՞՞չ 
# ESBS [SHSsSIK:S1SFS$?SHS$$&2 (B 


2£$BS4; 29M$*SGSKz (B 
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¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s¢(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (8) SBE 
1352 (843Ե 

—-MESSAGE FILE 21761 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
l6html.html 


--MESSAGE FILE 21762 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0117html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: keisai 

Date: Thu, 07 Aug 1997 03:56:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33E8C8E8.2106@ibm.net> 

References: <33E7600A.290D@ibm.net> <5sa915S609@news1.scei.co.jp> 
NNTP-Posting-Host: 202.135.105.199 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


¿SB2qOwHV9f¿ (Jdcn01516zSBSN550£>05WSGS9! #2 (J 
ESBSUS) Sm! <SN5-;v!"S"SI5S, ՏԱՏեՏ456ՏՏՏ՞Տ91 #2 (Մ 


ESBSISkS$ [$I!"; vAOSKO"MmS r<u$1$?$3$HS$,$"$kJ}$b¢ (Մ 
ESBS SSAISCSTScSkSh$&SGSISM! #2 (J 


ESB3NS+SK!"0\27#S7S?:nIJSN>19gSJSI!"¢ (J 
¿SBSSSmSSSm3NG'S7SFS*SSS?J)S, !"0B24SGS9S7SM!#¿ (J 


¢SBS=SNShS&SJOUL#SG!"; vVAO0$KO"Mm$r<u$1$J$$$^$^; (J 
¿$B7G:\$5$1$F$7$^$$!"¿ (J 
¿$B$=$1$, SbSHSGLdIBj$,H/@8$7$?7Si:SS5S*S9SHSM! #2 (J 


¿ $B; dSO! "S=SNShS&STJOULHSD4* SaSF!"2 (J 
¿ $B; VAOSKO"Mm$rS$9SkSNS+!"S7SISSSNS$+!"3 (J 
éSBL@3NSKS7SFM_$7$S$H;WSCS$?<!BhS$GS9! #2 (J 


ESBS=S1SGSO!"<:NiS7S*S9! #2 (J 
—-MESSAGE FILE 21762 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
17html.html 


--MESSAGE FILE 21763 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0118htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?I1SO-2022-JP ?B?GyRCMC1MNCEpGyhC?= 

Date: Thu, 07 Aug 1997 11:59:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <redbug$f£8d19970807115925@news1.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.23 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


éSBOLItSNJ} ! 9SKSHSCSFSO0-L4$+Sb$7$1$%S; $s! #2 (B 
¿SB;dSKSHSCSFSO!V@SSbKvS@SJS!!WSCSFSHS3SGS7SgS&S+!# (B 


http://www.softbank.co.jp/macweek/9708/n0806_ms.html 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
——MESSAGE FILE 21763 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
18html.html 
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--MESSAGE FILE 21764 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0119html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskOjJAt TDOQhKRsoSg==?= 

Date: 7 Aug 1997 14:27:11 GMT 

Organization: =?ISO-2022-JP?B?UGxheXNOYXRpb24gTmVOIFlhcm91lemU=?= 
Lines: 6 

Message-ID: <5sclvv$9kg@newsl.scei.co.jp> 

References: <redbug$ff8d19970807115925@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.202 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ApplezSBS$Oz (JInternet Explorer 


ESBSP!"SPS+SIS3SHSr!&!&!&@SSNCE!"6bS+!)!) 2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 21764 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
19html html 


--MESSAGE FILE 21765 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0120htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCMC1MNCEpGyhK?= 

Date: Fri, 08 Aug 1997 02:01:49 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <33E9FF7D.2565C381@aix.or.jp> 

References: <redbugSff8d19970807115925@newsl.scei.co.jp> <Ssclvv$9kg@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 202.208.35.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


einsiedler wrote: 


> 

> > Applez;S$BSO; (JInternet Explorer 

> 

> ¢SBSP!"SPS+SIS3SHSr!&!&!&@SSNCE!"6b$+!) !)e (J 


E SBFH@46X;_K!$N$; $SS@$H? 7I9SK=qSSSFS"$4S*S7S? #2 (J 


SSBT TIETEET EEEE t'u toto] h tuta t a phi it Fa G 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBSA$C$H; n83=*N; ¢(J(**%) 


¿SŠB:G=*99?7F|;-!!!!#512?#1#9¿ (J 

¿S$B99?27M=DjF|!!!!!!1#5121)1)¿ (J 

——MESSAGE FILE 21765 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
20html.html 


--MESSAGE FILE 21766 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0121html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 
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Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCMC1MNCEpGyhC ?= 

Date: Fri, 08 Aug 1997 09:15:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <redbug$Sff8d19970808091544@news1.scei.co.jp> 
References: <redbug$ff8d19970807115925@news1l.scei.co.jp> <5sclvv$9kg@newsl.scei.co.j 
p> <33E9FF7D.2565C381@aix.or.jp> 

NNTP-Posting-Host: 133.130.133.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.freetalk ¿SBSN;¿ (B 
<33E9FF7D.2565C381Q@aix.or.jp>¿SBSKS*SSSF¿ (B 


1997/08/08/ 02:01 ¢$B:"!"z (BYouhei TAKADA <kazta-ta@aix.or.jp>¢SBS$5S$sS$O=q$S-$*S$7$?!# 
¿ (B 
>> > ApplezSBSOz (BInternet Explorer 
>> 
>> z¢SBSP!"SPS+SIS3SHSr!&!&!&@SSNCE!"6bS+!)!)2(B 
> 


>¢SBFH@j6X;_K!SNS; S$SS@SH? 7I9SK=qSSSFS"SIS“*S7S?! #2 (B 


¿$B6b$r=P$7$F$b!"¿ (BIE ¿$B$,¿(B Mac ¢SBSNI8=" $VSiS&S6SKSISCS$?Si7kK6ISOZ (B 
¿SBFH@jSKSJŠSkSŠShS&SJ!&!&!&¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
——MESSAGE FILE 21766 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
21html.html 


--MESSAGE FILE 21767 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0122htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCMC1MNCEpGyhK?= 

Date: Fri, 08 Aug 1997 22:40:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5sf7r7Schg@newsl.scei.co.jp> 

References: <redbugSff8d19970807115925@newsl.scei.co.jp> <Ssclvv$9kg@newsl.scei.co.j 
p> <33E9FF7D.2565C381@aix.or.jp> <redbug$ff8d19970808091544@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33EB21BD.8C1l@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! 155 1Հ1"չ (JMac¿$B$d¿ (JApplez $BSKBP$7SF2M%, SF S#2SVSI%$%a!<S8S7$+; )ՏՇՏԻՏՄՏՏՀ (J 
2 $B! ! ?7MSK$O8z2L$"SkDs7HSH8@SOS1SFS*S9SM! #2 (J 
2581 1; dSbS=S&S@SISH;WSSS*S9l#E (J 


ESB! tS=$1S@S1!"@SSNCE!VSN%j!WShS 75 !VS+SM!WS, Bg; VST?MSNI}$,B?SSSCSF;vS+Sb! #2 (J 


¿SB!!¿ (UMS-Office¿SBSN?7S7SSSdSDSN¿ (JMac¿ SBHGSb=PS9SiS7SSSGS9S,!"¿ (J 
¿SB!!F1S8%SsQ%C%S1!<%S8SK¿ (JUSoftWindows¿SBS+¿ (JVirtual PC¿$B$,F~$C$F$k¿ (J 

ESB! !S@S1S@SCS?SISTSFe (J (¿SB>P¿ (J) 

——MESSAGE FILE 21767 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
22html.html 


--MESSAGE FILE 21768 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0123html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SCK" <t-s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 
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Subject: =?1ISO-2022-JP?B?TFCcbJEITkTiVSJXM1LOCVQJUXMIMBsoSg==?= 
Date: 19 Aug 1997 19:47:25 GMT 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <0Olbcacd8$46192e20$a58d84d2@166.so-net.or. յք» 
NNTP-Posting-Host: 210.132.141.165 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSIS&Sb!"#S#C#KSGS9!#;¿ (J 


¿SB:#F|!"#L#WSKF-SC$ŠFSk%$YSSSASA!<% /MOSNS1%s%$0%j%s%0%7!<%s$G!"; (J 

¿ SBKMSN%$Q%=%33SSNS1SSS@Q%35SSS0G=NOSrB, SCSFS_S*S7$?S,!"¢ (J 
LSBS"S*S45SKSDCY$/!"S35] Արու j sy Rae (cee ise SIS5SSSNz (J 
£$B%1%S%@%j3SS0G=NOSOSISNS/SiSSSISSS@SmS& !WSHSSS&SASGSCSHS7$?5?LdS, ¿(J 


¿$BIb>e$7$F$-$^$7$?!#¿ (J 
ESBSISNS/SiSS$+!"SGS-S1SP65$ (SF$SSS?S@S-S?SSSGS9!#¿ (J 


£$B%1%S%@%5%3SS0=hM} SK; H$C$?%7!<%s!'¢ (J\NewTek\Scenes\Raytrace.lws 

i SBKMSN%Q3=%33s ! "525 j esate ԱԱ Q%og (J 
ESB! <S&SSSSSISEHSHDEVE (J-e SB#4#M; (J 
¿SB%$1%s%@%j%s%0SKS+S+SCS?;—4V!'#4#2#m#4#0#s!J#2#5#6#0#s#e#cho#n#d#s¿ (J 
¿$B!K¿ (J 

ESBSGS9! #2 (J 


Scenes¿SBSG!" (JLoad Scenes;$B! #2 (JScenes\Benchmrk\Raytrace.lws;$BS$r¢ (JLoadz$BS7$F!" 
é (J 
E SB#F#9%-!<$r2!$7$F%l%s%@%j%s%0$7$^$7$?!# (J 


——MESSAGE FILE 21768 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
23html.html 


--MESSAGE FILE 21769 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0124htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU61IExXGyRCJE41bCVzJUALaiVzJTAbKEo=?= 

Date: 20 Aug 1997 15:23:59 GMT 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <01lbcad7d$005ddd40S48088bcb@gateway2000.ns1.sphere.ad.jp> 
References: <0Olbcacd8$46192e20$a58d84d2@166.so-net.or.jp> 
NNTP-Posting-Host: 203.139.8.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS3SsSKSASO¿ (J ¢SB%_%-S?SGS9! #2 (J 


> gSB:#F |! "#L#WSKF~SCSFSkSY%S%A%* ! <3/MQSNS138%@S5%S%037!<3SSG!"3 (J 
> ¢SBKMSN%0%=%3%SSN%$1%3S%@%S5SSS0G=NOSrB, SCSFS_S$*S7$?S,!"¢ (J 
> 


ESBS"S*SFSKSHCYS/!"S3S1SGSOBLL\$@! *SHESJT}SKIkS1SkKSH6ESK!VS_SIS5SSSNz (J 
> 
¿SB%$1%s%@%j%s%0G= eens ene eee ene (J 
> gSBIb>eS7SFS$—-S*S7$?! #2 (J 

ESBSISNS/SiSSS+!"SGS-S1SP65S (SFSSS$?S@QS-S?SSSGS9! #3 (J 


> 
> 
> 


¿SB;d$b5$$KSJSCS?SNSG!"AaB.SdSCSFS_ $2S7S?!#; (J 

— Տ: ¿$B!a¿ (J 1654s 

¿SBSGS7S?!#¿ (J 
¿SB!tS$S&!<$`!&!&!&=iŠ$SaSFS$S“SHSb$JS1%Ss%$@%j%s%0$rS$S7S?SJS!!&!&!&¿ (J 
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ESBS*S7SS4D6-SO; (J 

¿SB#P#e#n#t#a#P#ir#o: (J 180 Mem 64MB 2$B!J%a%b%j!<SbSCSHM_S7!<!<!Kz (J 
ESBSGS9! #2 (J 

ESB tSb$e01BEM_$7$/SISk!alal&e (J 
£$B%a%b%j!<SNNLSOSISNS/SiS$S4X78S9SkSNS+SJ!) oe A 
¿SB%1%s%@%j%s%0S$SCSŠSF!";-4VS+S+ŠkS$SJS!!#SH!"<B46S75 2 2 
¿SBSASJS_SK%0%1%SU%S#%C%/%N!<%SISO4X78SJSSSH;WSSS*S9!#¿ (Մ 

ՀՏ8Տ"515, ere 52 YY V %S"%k%?%SŠ¿ (J 
ESBS $1%S%@SN; ~SGS7SgS&! #3 (J 

re Ree ied 5 5 

2 SBS—SNS&! "5WS7SV$jSKITSCS?= eee 

¿SB#L#W#5!S#0O¿ (J ¿$B#f#o#r (J ¿$B#P#o#włe#r#M#ła#c$, ee $7$?!#¿ (J 
¿ $B; dSiSN#U#p#HG ! SBeShS JOBSSSNSM! &!&! &#MH#SS"S+%3GS_S3C%S/SO0%SCS/S_S$?SS$!&2 (J 
¿SB!&!&¿ (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

——MESSAGE FILE 21769 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
24html.html 


--MESSAGE FILE 21770 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0125htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso0-2022-jp?B?TFcbJEIkTiVsJXM1LOCVqJXM1MBsoSg==?= 

Date: Thu, 21 Aug 1997 22:35:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <5thgesSmis@newsl.scei.co.jp> 

References: <0Olbcacd8$46192e20$a58d84d2@166.so-net.or.jp> <Olbcad7d$005ddd40$48088bc 
b@gateway2000.nsl.sphere.ad.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33FC4435.4886@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


o-mikita wrote: 


> :Տ8Տ- ա Կ. )MU86SG¿ (J 
> ¿SB#L#W#5!S#0¿ (J ¿$B#f#o#r (J ¿$B#P#oł#włe#r#M#ła#c$, E aaa $7$?!#¿ (J 
> ¿$B; a SBeShS$ jJOBSSSNSM! &!&! G&#MH#HSS"S4+3GS_%C%S/SQ%C%/S$_S?SS!& (J 


¿SB!!S (SiS$/O0BSSSGSOSMIA! #2 (J 
2S$B!!S*6bS"S1SPSHSFSbS[S7SS!&!&!&! #3 (J 


éSB!!SGSbS&SASN; (JPowerMac; SBS@SH!"3z (JCPUz $B%0%0!<Sb%a%b% )ՏԵՑ-5յ5Մ5ՏՏՄՀ (J (%%; 
--MESSAGE FILE 21770 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
25html. html 


--MESSAGE FILE 21771 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0126htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP ?B?GyRCOXULOSVGOE4+YyEqGyhC?= 
Date: Thu, 21 Aug 1997 22:29:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <kamon$21c519970821222958@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 
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2 SBS3S$sSKSASO! "2CLgG$G$9! #2 (B 


¿SB:rF|!"¿ (BAromored Core¿$B$GM7$s$G$$$?$H$3$m!"2; Ht$S$,7c$7$/$J$C$?$j!"FI$_ (B 
¿$B9~$_S, 0[MMSKD9S/SJSCS?SjJS7!"SDSSSKSOS2!<%S`$,; _$^$ŞC$F$7$^$$$^$7$?!#z (B 


#Aromored Core¿$B$N¿ (BRavens' Nestz$BSKF~$k%7!<%sSG!"FIS_9~S_Cf£SK%*!<%/SN2<SN; (B 
#2 $BS45%\%s¢ (B(?) SBS, ?-SSSk3"SKSa! <373q%SSS, S"SkS1ISI!"FIS_9~$_$K<:GTS7$*$/SCSF; (B 
#2 SB2NLL30$*$G?-SSSFSSSCSFS7$*S$&z (B(¿SB>P (B) ¢$B! #2 (B 


éSBOJA0! "KMSNM'C#S$bz (B(¢S$BGrs9%FSGS9S, ¿ (B) ESBF1S8MM$J>I>uSKSISCSF=$M} $K=P$7$?$3SH¢ ( 
B 
ESBS,S"S5IS*STS?! #2 (B 


¿S$SB$G!"¿ (Bny-clinicz$BSKLd$$9g$o0$; $?SH$3$m! "M-=~=SM} S7SFSbSiS&S3SHSKSIS5S*S7¢ (B 
ESBS?! #@KS7SSS3SHSK#87N#7F | $GI]>Z4|4VS, @ZS1LSFS*S7S$?! #SISES; 2uS1$k$sS$@SCz (B 

ESBS ?SiSbS &SASgGSCSHAAaS/2uS1SFS/S1S1SPNIS+SCS?SNSK!A;z (B(¿$B>P¿ (B) SB! #¢ (B 
¿$B:G6a!"%W%m%0%i%`$7$F$J$+$C$?$s$@$1$I!"$=$m$=$m%3%s%F%9%H$K8~$1$FK\¿ (B 
¿SB9x$rF-$1SF$d$mS&$ŠH;WSC$FS?Lp@h$N$3SH$@$C$S?$sS$SG!"$JSs$+$2Ss$JSj5SJ,¿ (B 
¿SB$GS9!#AaS/5"$CSF$/SkS+Š$J!A!)¿ (B 


#¿$B4X78$I$$$G$9$, !"¿ (BArmored Core¿S$SBSG%SJ%S$%s%N!<%Sk$HSNBP7h$N%_%sC%s7%sg%sS$,%/¿ (B 
#2SBSj%"SGS$—$*S; ASs!#S@S1S+%3%DSr65$ (SFIA! #3 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
--MESSAGE FILE 21771 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
26html.html 


--MESSAGE FILE 21772 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0127html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 
Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCOXU1OSVGOE4+YyEqGyhC?= 
Date: Thu, 21 Aug 1997 22:51:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <19970821225157bo0wy@t3.rim.or.jp> 
References: <kamon$21c519970821222958@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


Taro Kamon¿ $B$5$s$0=q$-$^$7$?!#¿ (B 
>#¿$B4X78$JI$$$G$9$, !"¿ (BArmored Core; $BSG%J%$%s%\ !<SkSHSNBP 7h$N%_%C%37%g%S$,%/¢ (B 
>#2SBSjIS"SGS-S*S; !ASs!#S$@S1S+%S3SDSr65S (SFIA! #2 (B 


!!!&%0%1%M!<%IŠ$SrAuHw$7$F$SS/ # (B 
¿SB!!!&=D73jSN=jSKMhS?Si!"6e6LSAScSs$,>:SCSFS/SkSNSrSR$S?S9SiBTSD: (B 
1 


2$B!!1&", S3$N;~<+J, SODLO) $N=j$G%0%1%M!<%I$r9=$ ($F$8$C$H$7$F$k; (B 
!!&6e6LS$S,>:SCSFS-S?SiSRS?SRSi7bSDSYS7!#¿ (B 


¿SB!!!t$b$&01$+=jS$SbF1MMSK!"SRS?SRSi9_S$jSFS/SkSNSrBTSCSF7bDQ!#;¿ (B 


¿S$B$3$C$A$,; _Sa$5$9A0$K<+J, $N%$0%1%M!<%$I$NGz1lj$G<+LG$9$k;vŠ$bNIS$/¿ (B 
ESBS"SIS*SO!I>PIK! #3 (B 


¿SB!!SIS&S7SFSbBTSFSJSS!*SH8@S&>19gS$SO!"6e6LL5;kS$7SFSSSCS?Ss%$/%j%S" (B 
¿$B$7$A$cC$&$C$F<j$b$"$j$^$9!J; ASOS3SNT}K!SG%/%5S"!#8eSGSASCSS$Hz (B 
ESBE] S7SKS$$—-S*S7S?S1SISM!IK! #2 (B 


ESB!tL\;X$;C#@.N(#1#O#1L!S!"SCS9Sh!!!d!!2CLg$5$s¢ (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

——MESSAGE FILE 21772 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
27html.html 
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--MESSAGE FILE 21773 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0128htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: LW=?1ISO-2022-JP?B?GyRCJE41bCVzZJUALaiVzZJTADKEI=?= 
Date: Thu, 21 Aug 1997 22:59:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19970821225925bo0wy@t3.rim.or.jp> 

References: <Olbcacd8$46192e20$a58d84d2@166.so-net.or.jp> 
NNTP-Posting-Host: 202.247.160.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


"SCK" <t-s-sck@xa2.so-net.or.jp>¢SBS5S$sSO=q$-S*S7S?! #3 (B 
>¢£$B%1%S8%@%5%5SS0=hM} SK; HSC$?%7!<%s!'¢ (B\NewTek\Scenes\Raytrace.lws 
>¿SBKMSNSQ%s=%3%Ss!!%SZ%sSF%S$#%"S`#1#6#6!SSasb%$j#6#4#M!"%+%SN!<%sW%9!&%sQS%So¿ (B 
>2$B!<S&SSSsSIS&H#3#D#EVE (B-¿ Š B#4#M; (B 
>¿SBS1%s%@%j%Ss%S0O0SKS+S+SC$?;-4V!'#4#2#m#4#0#s!J#2#5#6#0#s#e#c#holfn#dis; (B 
>¿SB!K¿ (B 
¿SB!!%1%s%@%j%Ss%03+;OS$S7ŠF!"IwOS$S20SK9T$CSFSR$HSC$SWSmS"$SSF!"5"SC$ŠF¿ (B 
¿SBS$S-$S?SiS*$@%1%s%s@%j%s%0S$S7$F$*S7S?¿ (B(TOT) 


¿SB7k61¿ (B 1h29m44s (5384seconds)¿$B$+$+$j$^$7$?!#¿ (BPentium-133;2$B!"%Sa%tb%j¢ (B32MB 
¿SBSCS9!#011-1"%0%1%$U%#%C%/%+!<%I$SO¿ (BTric64V22 SB! #$?$VSs!"F13/SiS9SNz (B 
¿S$SB%%*%7%sSGSO:G<eSGS7SgS&!J>P!K!# (B 


ESB!t$; SaSFS"SH%Satb%jz (B32MB¿SBSOS"SCS?S[S&S, SSSSShSJS!!&!&¿ (B 


¿$B!!FbF#!!l1Q0<y¿ (B <-> ¿S$BK=0R; (B E-mail : bo0wy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

--MESSAGE FILE 21773 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
28html.html 


--MESSAGE FILE 21774 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0129htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Koji Yamamoto <koji-y@wcsnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk : 
Subject: ¿z¿[¿¿¿y¿[¿W.O¿l¿J¿E¿¿¿ *¿ leete 20452124 
Date: 21 Aug 1997 14:51:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <5thklirSmp8@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.228.82.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.121 [ja] (Windows; I; 16bit) 


¿SBSdSCSH!"S[!<%`%Z!<%8Sr%"%SC%SWS7S%S7S?!#¿ (J 


¿$BA4$/$N=i$a$F$G!"$V$C$D$1IK\HV#2; ~4V$G:n$jJ$^$7$?!#¿ (J 
ESBS, !"S7S+$7#C#G#RISCSŠFSJSK!"#s#s#iSCSF!&!&!&!&¿ (J 
£$BS+%&%SS%?!<S/SiSSSDS1S?SSSNSGS, !"SIS&S7$S?SiSh$SSNSGS7Sg$&¿ (J 


¿SB#F#T#P!S#T#EFR#L#N#E#TEy01DLS3jS$SbSCS$SF$kSNS$GS9$, !!$0o$+$J$^$;Šs¿(J 


¿SB=uS1$F2<$5S$SS!#¿ (J 


¿SB%$[!<%S`%SZ!<%S8SNJ)SDbShS+SCS?Si8+SF2<S5SS!#!J#UU#RI#R#M#E!!#T#RR#I#P#E#R!K;¿ (J 


——MESSAGE FILE 21774 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
29html. html 
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Fair enough. But really £25 for an official RF cable is a complete 
rip-off. If they'd made it available for a more reasonable fiver or 
so..? Or, even better, Sega could do what they do in Asia and give 
people a choice of what cable you get with it. Wow, what a good idea. 
Except that the average British "consumer" (or their mum, more likely) 
would probably not know what cable to get. Aaargh! 


> NTSC vs PAL is also used to control releases & to allow companies to 
> 'maximise' their money. If you could pay £30 for a US game instead of 
> £50 for the UK version, what do you buy? 


I *do* buy the US versions :-) God knows, I'll probably be stupid and 
buy a Japanese "Dreamcast" at Xmas, too :-) I don't know, I just wish 
the games companies made it easier to run games across TV standards. 
Which is a bit like saying I wish film companies would make their videos 
easier to copy, I suppose... 


Nick "not a pirate" F 


PS What's it like working at DMA? And, could you tell me anything about 

N64 Body Harvest as I've been looking forward to that one for yonks... 

£=) 

—-MESSAGE FILE 2304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01007 


—-MESSAGE FILE 2305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001008 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: S*ga Dreamc*st 

Date: Mon, 25 May 1998 17:10:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <3569980E.51FC@saqnet.co.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at14-007.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hiya all, 
Yeah, so we're all Sony cadets but this IS freetalk, y'know :-) 


Anyway, I have to say I'm fairly impressed with the "Dreamcast" specs, 
from what I understand of them, and I don't think the name is *that* 
bad... The logo is quite funky, too. What do you guys/gals reckon? 
If you haven't really been fussed to look it up, try going to 
www.seganet.com or www.fgnonline.com for some info. The highlights seem 
to be a proprietary 1 Gig CD format, a 33.6 modem as standard and 16 MB 
of system RAM, along with a v. natty-looking "PDA" which slots into the 
machine's pads (a cross between the Saturn analogue pad and the N64's) 
but also works "on the hoof". It also has 4 pad slots a la N64. Launch 
titles include VF3tb, Daytona 2 and probably Sega Rally 2 as well as 
some new Sonic game and probably D2. Launch date is 20th November in 
Japan, with US and European dates set for a year (WTF?!?!) after. So, 
who'll be importing one, then? :-/ 
I think things look promising for the Dreamcast. If it gets some decent 
games (that aren't straight arcade ports) and if the modem aspect takes 
off, Sony are going to really have to pull something nifty out of their 
hat for the PS 2...which I'm sure they will (*slurp*). 


Nick "saving the pennies" F 
-—-MESSAGE FILE 2305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01008 


-—-MESSAGE FILE 2306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001009 


Net Yaroze newsgroups message dump.txt Page 14581 


--MESSAGE FILE 21775 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0130htm1l.html 


Path: chuka. 


p 


laystation.co.uk!newsl.scei.co.jp!usenet 


From: redbug@fsinet.or.jp (RedBug) 


Newsgroups: 
Subject: Re: 


p 


laystation.ny.program.freetalk 
=?ISO-2022-JP?B?GyRCJVshPCVgJVohPCU4JFgkTiUrJSYlcxsoQg==?= 


=?1S0-2022-JP ?B?GyRCJT8hPCROSVUKMUp ON JUKKCRGGyhC?= 


Date: Fri, 


Organization: 


Lines: 28 
Message-ID: 
References: 


< 
< 


22 Aug 1997 00:41:40 +0900 


PlayStation Net Yarouze 


redbug$dd1e19970822004140@news1.scei.co.jp> 
5thklrSmp8@news1.scei.co.jp> 


NNTP-Posting-Host: 202.215.109.112 
Mime-Version: 
Content-Type: 
X-Posting-Software: WSNews 2.017 


1.0 
Text/Plain; charset=ISO-2022-JP 


playstation.ny.program.freetalk ¿SBSN¿ (B <5thklrSmp8@newsl.scei.co.jp> ¿$B$N¿ (B 
¿SB5-;vS$K$*SSSF ¿ (B 1997/08/21/ 14:51 ¿$B:"!"¿ (B 


Koji Yamamoto <koji-ył@wcsnet.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>¢ SBSdSCSH!"%[ 


> 


[!<S° SZ!<S8SrS"SCSWS7TS*S7S?! #2 (B 


>¢SBA4S/SN=iSaSFSG!"SVSCSDS1IK\HV#2; ~4VSG:nS4jS*°S7S?!#¢ (B 


> 


>2SBS,!"S7S+S7#CHGHISCSFSISK! "#s#s#iSCSF!&!G!&!&3 (B 


> 


>2¿SB%+%$S&%s%?!<S/SiSSSDS1S?SSSNSGS, !"SIS&S79?SiSh$SSSNSGS7SgS&¿ (B 


CGI ¿$B$d¿ (B SSI ¿SBSNQ@bL@SOSHS$SjS"S(S:S*SSSFS*SSSF!&!&!&¿ (B 


SCEI ¿SB$N%$Z!<%8$N$IS3S+SK!"S+%&%s%?!<SrSDS1Sk%W%m%0%i%`S$N¿(B 


ESBS*SKSES"SkK!T1QTB!IKS, S"S5S*SO! #3: (B 


ESBSG!";dSN! J2qOwSHS7SFSN!K%Z!<%8¢ (B 


http://wwwl.scei.co.jp/~cfu00930/ 


ESBSK! ">\$78/F|K\81SG@bL@$7$2%Z!<% 8$, $"$J$^$9!# (I 


թ 


2SBS2S@$7!"!VSMSCSHSdSmS$&$<! WSNZ5 ! <SP!<SKCVS+$1$232Z!<% ae 
¿SB%+ chsh 0 l sP 7 QSSSFS*S9SNSG!"¢ ( 
éESBCmOUSTSFS/S@S5S$! #2 (B 


¿SB!t$3$SN%Z!<%8$b$S$SS$S+$2$s%S%.%SJ!<%:SU%S)!<%i%S`$KON$S5$J$S-Sc!&!&!&¿ (B 


ի 


Beginner's Forum Leader 
RedBug redbug@donk.ne. jp 


—-MESSAGE FILE 21775 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


30html.html 


--MESSAGE FILE 21776 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0131html.html 


Path: chuka. 


p 


laystation.co.uk!newsl.scei.co.jp!l!usenet 


From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 


Newsgroups: 


p 


laystation.ny.program.freetalk 


Subject: =?iso-2022-jp?B?aGVscBskQiVVJSElJCVrJE4wbDNnMHU6fiU9JVU1SBsoQj8=2= 


Date: Fri, 


Organization: 


Lines: 25 
Message-ID: 


< 


22 Aug 1997 01:10:03 +0900 


PlayStation Net Yarouze 


5thph7Smva@news1.scei.co.jp> 


NNTP-Posting-Host: 133.130.121.34 
Mime-Version: 
Content-Type: 
charset="iso0-2022-jp" 
Content-Transfer-Encoding: 8bit 
X-Newsreader: 


X-MimeOle: 


help; SB%U%S!% 
¿SBSSSS%=%U 


69% 
$H 


1.0 
text/plain; 


Microsoft Outlook Express 4.71.1008.4 


Produced By Microsoft MimeOLE Engine V4.71.1008.3 


k$r013g$GOu: ~$7$?SSSN$G$9$, !"%=%U%$HS$S,8+SDS+S3jS °S; ee 
SLCNSCSFSKI} 65S (SFSSS?S@S1SkShS&S*4jSSSSS2S7S“S9!#¿ (B 


Net Yaroze newsgroups message dump.txt Page 14582 
éESBOCSOJQSOSCSF! "LLGr$SK\$r8+SDS1S*°S7S?!#¢ (B 


¿S$SB%$=%USH%P%$s%S/S+$i=PHG$5S1$FS$SF¿ (B 
T SB%2 21<%` sW%m% 05%  ՏՏ50: (B 
¿SBM7$SSN%1%7%T!111¿ (B 
¿SB%"%k%4%3j%:%` SHS Gi<% ?9=BS; (B 
Հ ՐՏԱՑՑՏԵՐՈՏԸՏ918: (B 


¿SB%21<%`:nSjSN=i?4<TSKSHSCSFSOSJS+SJS+LrSKN)SAS=S&SGS9!#¿ (B 


ESB2qOwHV9E!!¢ (Bdrc01977 
éESB@>ED!!9L01¢ (B 


éS5B0&I2Bg3X!!:°NA9) 3X@196¢ (B M2 
mail kouichi@en2.ehime-u.ac.jp 
ESBI!!!!!!!!!e(B n_kouichi@jsn.justnet.or.jp 


——MESSAGE FILE 21776 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
31html.html 


--MESSAGE FILE 21777 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0132htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Koji Yamamoto <koji-y@wcsnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: ¢ ¢@¢2¢Beae72 eezguepe%eB 

Date: 22 Aug 1997 13:24:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5tk3tqSphm@newsl.scei.co.jp> 

References: <5thklrSmp8@newsl.scei.co.jp> <redbug$dd1e19970822004140@news1.scei.co.j 
p> 

NNTP-Posting-Host: 202.228.82.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.121 [ja] (Windows; I; 16bit) 


¿SB%$[!<%S`%SZ!<%S8SN%S+%S&%Ss%?!<SNIUS1J)SKSDSSSF¿ (J 
258655 ( (SFSSS?S@S-S*S7SFS"SjJS,SHS&S4S6SSS“S7S?!# (J 


Cp i s - $^5$7$?!# (J 
ESBO11~!"FOSSSFSSSkShSESGSO! #3 (J 


¿$B$A$9$C$H!"<ALd$J$s$G$9$, 3 (J 

2SBS+%&SSS2?!<SrIUSISFS+Si!"8D?MSNG'>ZS, ciety ia N 
¿SB%$+%$&%s%S?!<SN%"%/%S;%S98"8BSN4X78SGS7SgS&S+¿ (J 
¿SBSbS7S4B8S8SGS7S2S1!"65S (SF2<S5SS! #3 (J 


¿SB$JSKSV$s%š[!<%`%Z!<%8$OAG?M$JSDSN$G; (J 
ՀՏ8:48օՏԱՏԵՏիտոտ79/554)5557Տ5՞914չ2 (J 


¿SB#p#s!!%Ssa!<%SkAwSCS?SNSGS9S$S,LaSCSFS- a $7$?!#¿ (J 
¿SB!1!11111S"%SI%1%9JQSoSiS1S?SsSGS9S+!)¿ (J 


——MESSAGE FILE 21777 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
32html.html 


--MESSAGE FILE 21778 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0133htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Koji Yamamoto <koji-y@wcsnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: ¿O¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿ÜL LV 

Date: 22 Aug 1997 13:27:57 GMT 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 14583 


Lines: 46 

Message-ID: <5tk44tSpht@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.228.82.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.121 [ja] (Windows; I; 16bit) 


ESBePtltatytstt#att#ito#n2~BS 7W2h! &!&!&SHSSSCSFSb!"e (J 
¿SBSJSKSb%sO!<%SISr2-BSS7ShS&SHSSS&SbSNSGSOS"SjJS$S S;Ss!# (J 


¿SB#P#1#a#y#s#ht#a#t#ifo#nSN%s=%sSUSH%&%'%"SK:G6a5?LdSr;)S$CSFSSS*S9!#¿ (Մ 
¢ $B>&GdSHS7SFGdS1S1SPSS$SS!"SHSS$S&!Vin$j<j!WS,A}S (S$FSSSkSH;WSSS*S$S9!# (J 


¿SB3NN)$7$S2%8%Sc%s%Sk!"$=S$NCf$GSh$j2a7c$JI=8=$r$7$SJSSSHGdSl1$JSSSHSSSS&¿ (J 
¿SB6<Gw35G0$KS$+$i$1$?!"1VSb$SN:nS$Sj!W$r<N$F$2%5%i%j!<%*%s%W%$m%0%i%`%*!<$?$A¿ (J 
¿$B;d$b!"%7%9%F%`20$NC<$/$1$H$7$F!"$h$/M}2r$G$-$k$D$b$j$G$9!#¿ (J 


¿SBS?S@!"S=S1S,NISSSNS+!"0-SSSNS+SNH=CGSr8m$kS3SHS$OS5vS591SJSSS3SHSQ@QSH9MS (SFSSS AS9!#¿ 
(J 


¿ $B; dSNL<SO!"#2:MSGS9S, !"!VSHSS!<%* S1SSS@!<S9!WSrSdSCSFSSSk;dSrS$_SF¢ (J 

2 $B!V%03Q0!"303s%03sS03SSdASCSF ! WSCSH8ASCSFS—S$*S9! #SASGSCSHS7%qG%C%/SGS7$?! #¢ (J 

2 $B!VSHS3!<%* $13$3@!<%9!WSO%3=3USH20$NN) >1$+$i8+$1$P!"5;=OE* SKSbFbMFSb$ 9$P$i$7$$$H; W$ 
CS$SFSSS AS7S?¿ (J 

¿SB!#¿ (J 

ESBS7S+S7!"S?SCS?#2:MSN;RSTSbSK!"S3S1DxXSNIF6ASrM?S (SFS7S“S&SNS+SH!&!&¿ (J 


¿SB?tG/A0!V%$8%Se%si%S7%C%/%SQ!<%/!WSH$$$&1G2h$r4QS$SF!":GS$b0u>]$K;DSC$?SNSO:¿ (J 
¿$B#C#G$Ge:No$KF0$/62N5$G$0O$J$/!"01?M$NEP>1?MJ*$N%; %j%U$G$7$?!#¿ (J 
¿SB62N5$Sr`h`aS+S$Si:F@8S7S?0N6HSr8X<(S9Sk7P1D<TSKBPS7SF¿ (J 
¿SB!V=PMhSkS+SIS&S+SK?4SrC%SSoSl1!"SdSCSFSSSSS+Sr9MS (SJT$+SCS?!WSH8@SS@ZSCS?! #2 (J 
¿SB;dSKSHSCSFSO?<S/9MS ($5$; $i$1$k%; SjSUSGS7S? l #2 (J 


ESBtPHl#aty#S#ttakt #i#to#nSOS ISPSiSTSSSZWSiSCSHS[!<S° $G$9!# (J 
éESB?'!9STSDSNS, !"<+M3SKI=8==PMhS$kM>S$ 9DxXSN@x:_G=NOSr; }SCSFSSS“*S9! #2 (J 


ESB>o$K!"C/SNS$?SaSK:nSCSFSSSkSNS+!"SIS&;HSCSFSbSiSSS?SSSNS+; (J 
¿SB<+J, SHS7SF2?SrI=8=$78$?SSSNS+!"SIS&1F6ASrM?S (S?SSSNS+Sr9MS (SIS, Siz (J 
ESBI*Srin$SkSh$&$K?4$,S1SFSS$*S9!l #2 (J 


ESB!IVSM%CSHSd$m! <$<!WSK=8$*SCSFS-SFSSSk!"S$_SJS5$s$0¢ (J 
éSB>-MhS$rcC4$é!"!VI*:nSjJSN6L; RC#!WS@SH;WSSS*S9! #2 (J 

¢ SBULSK; ~4VSN@) Ls$b!"%N%k%^$b$J$/!"@83h$K$b1F6A$7$^$;$s!#¿ (J 
¢ SBSNSSSNSSSHH/A[$,=PMhSk$O$:SGS9! #2 (J 


2 SBS=SUSHSES' S"SOL58BSGS9! #$%S?L58BSNA [A | NOSr@8$+$9:GE, SN%WSi%CSH% [!<%* S$@SH;WSSS*S9! 
# (J 

2$B@'Hs! "L58BSNA [A|NOSr@8$+$7! "8e@8SK; DS; $k$ 9SPSIS7S$%=SUSHSE% (9"ՏԷ:ՈՏՈՏԵՏԸՏՕՏ"Տ)յՏ՞Տ 
;$s$+!#¿ (J 


¿$B!V%=%U%H$rI>2A$5$1$kJ}!9$X018@!W (J 

é9B; d$, 885*S&SHS7SFSSSkS3SHSOM)2rS7SFSSS?S@S1SkSH9MS (5՞5914չ (J 
¿S$B:n$j<j$OJ*$r400.$5$; !"@SSKI|$C$?8e$0!VS$*STHDSN>eSN8q!W>uBVSG$9! #2 (J 
¿SB$=$1$r!"$I$&I>2A$9Şk$N$+$K$hŚC$F!"@$OQ$O7NhDj$E$1$i$I$^$9! #2 (J 
¿SBS=S&S$SSSCS$S?=EMWSJN)>1SKN)SCSFS$SSSkS3SHSr?<S$S/9MS (ŞF$$$?7$0$1$?$i9, ՏՏՏՇՏ914չ (J 


——MESSAGE FILE 21778 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
33html.html 


--MESSAGE FILE 21779 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0134html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jplamano 

From: amano@ba2.so-net.or.jp (չ5858ՏՇՏԸՏ/ՏՏտչ (B) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCOXU1OSVGOEF4+YyEqGyhC?= 

Date: 22 Aug 1997 21:49:11 GMT 

Organization: NetYarouze 

Lines: 11 

Message-ID: <5tlignSqfi@newsl.scei.co.jp> 

References: <kamon$21c519970821222958@newsl1.scei.co.jp> <19970821225157bo0wy@t3.rim. 


Net Yaroze newsgroups message dump.txt 


or. jp> 
NNTP-Posting-Host: 210.132 
Mime-Version: 1.0 


.190.134 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 
X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


> 
>i $B!'EL\; X$; C#Q.N(#1#0#1!s 
> 


I"SCS9Sh!!!d!!2CLgS5Ss¿ (B 


ESB! !#1L#0#1!SSCSFSISsSGS9S+!) Z (B 
¿SBSbS7S+S7SF!"#1#0#0!sSG=*SoSj$S8ScSJSSSsSGS9S+!)¿ (B 


¿$B!!$8$c$C$/$s¿ (B ¿$B!!¿ (Bamano@ba2.so-net.or. jp 


Page 14584 


——MESSAGE FILE 21779 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 


34html.html 


--MESSAGE FILE 21780 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0135html.html 

Path: chuka.playstation.co 
From: redbug@fsinet.or.jp 
Newsgroups: playstation.ny 


Subject: Re: =?1SO0O-2022-JP?B?GyRCJCIkaiQsJEgkJiQO0JDYkJCReJDckPxsoQg==?= 


-uk!newsl.scei.co.jp!usenet 
(RedBug) 
-program.freetalk 


=?1SO-2022-JP?B?GyRCISMbKEI=?= 
Date: Sat, 23 Aug 1997 08:09:08 +0900 
Organization: PlayStation Net Yarouze 


Lines: 33 


Message-ID: <redbug$dd1e19970823080908@news1.scei.co.jp> 
References: <5thklrSmp8@newsl.scei.co.jp> <redbug$dd1e19970822004140@news1.scei.co.j 
p> <5tk3tqSphm@newsl.scei.co.jp> 


NNTP-Posting-Host: 202.215 
Mime-Version: 1.0 


.109.113 


Content-Type: Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: WSNews 


2.017 


playstation.ny.program.freetalk ¿SBSN¿ (B <5tk3tqSphm@newsl.scei.co.jp> ¿$B$N¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/08/22/ 13:24 :58:" "28 
Koji Yamamoto <koji-y@wcsnet.or. jp>zS$BS5$sS$O=q$-S*S7S?!#¢ (B 


>¿ SBSASGSCSH! "<ALdSJSs$GS$95, 3 (B 
>2$B3+%&%s%?!<SrIUSISFS+Si!"8D?MSNG'>ZS, #22sMh$kShS&$KSISCS?SNS$G6S9S, ¿(B 


>¿SB%$+%&%Ss%?!<SN%"%$/%;%98"8BSN4X78SGS7SgS&S+¿ (B 


> 


>¿SBSbS7S4B8S8SGS7S?S1!"65S (SF2<S5SS!#¿ (B 


2$B$3$1!"; d$K$b$0$+$j$^$; $s! #2 (B 


¿SBF1$88=>] $, ;d$SN%Z!<%8SG$b5/$-SFSSS$?S5NS0; v< 


¿$B%$S%$.%J!<%:%U%) !<%$i%`$G$O5/$-$F$J$$$J!"$=$&$$$ (SP! փ. (B 


>¿SB$JSKS$SV$s%[!<%`%Z!<%8$OAG?MŠJSbS$SN$G; (B 
>¿SB:#8eSHSbShS$Sm$7$S/S*4jSSS7S S9!#¿; (B 


¿SBS3SASiS3S=!#¿ (B 


>¿SB#p#s!!%sa!<%SkAwSC$S?SNSGS9S,LaSCSFS-S*S7S?!# (B 


>¿$B!!!111%"SIS1%9JQSoSiS1l1lS?SsSGS9S+!)¿ (Ց 


¿SBJQSoSjS“S7S?!#¿ (B 


¿SB:G6as*%s7%sSK¿ (BWin95 ¿SBSr:F%SS%SsS%9%H!<%Sk$7S?SNSGS9S, 1" (B 


2 SBS=SN; ~$Kz (B WSNews ¿S$SB$r%P%$C%/%"%C%$W$+SiSO!<%I%G%#%9%/$SK=qŠ-LaS7; (B 


¿SBS “S7S?!#¿ (B 
¿SBS3$N;-SN%$P%$C%/%"%C%WSŠS, 81 
¿SBSJSCSFS?ShS&SGS9!#¿ (B 


¿SB$4LBOG$r$*$+$1$7$^$7$?!#¿ (B 


Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 


E$+$C$?$; $S$G!"%"%I%1%9$, AOSNSHSNSK; (1 


ԹՏՄՏՏՏՇՏ9Տ, 18161642 (B 


B 
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--MESSAGE FILE 21780 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
35html html 


--MESSAGE FILE 21781 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0136htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmMU6IExXGyRCJE41bCVzZJUALaiVzJITAbKEo=?= 

Date: 23 Aug 1997 03:23:23 GMT 

Organization: Playstation Net Yarouze 

Lines: 19 
Message-ID: <5t113bS$rf5@newsl.scei.co.jp> 

References: <01lbcacd8$46192e20$a58d84d2@166.so-net.or.jp> 
NNTP-Posting-Host: 210.132.203.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


SCK <t-s-sck@xa2.so-net.or.jp> wrote in article 
<O1lbcacd8$46192e20Sa58d84d2@166.so-net.or.jp>... 


> gSBSIS&Sb!"#S#C#KSGS9! #3 (J 

> 

> (¿$BCfN, ¢ (J) 

> 

> 2$B%1%s%@%j%SS0G=NOSOSISNS/SiSSSISs$@$m$ & !WSHSS$ &SASgSC$H$7$?¢ (J 
> ¢$B5?LdS, Ib>e$7$F$-$^$7$?!#¿ (J 

> ¢SBSISNS/SiSSS+!"SGS-S1SP655 (SFSSS?S@S-S?SSSGS9!#e (J 

CPU K6 200 MHz RAM SDRAM 32 MB MATROX MYSTIQUE 4MB 


¿SBS$Sr;HMQS7!"¿ (J 35m 36s (2136 seconds) ¢$BSG$7$?! #32 (J 


¢éSBSd$0$ j=ESt+S$CS?SGS9! #2 (J 
¿SŠBC/$+¿ (J over 64MB ¿$B$N7k2L$r65$($F$/$1$J$$$+$J$!¿ (J 


einsiedler ` einsidle@cb3.so-net.or.jp __ 


——MESSAGE FILE 21781 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
36htm1l html 


--MESSAGE FILE 21782 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0137html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCOXU1OSVGOE4+YyEqGyhC?= 

Date: Sat, 23 Aug 1997 21:22:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 
Message-ID: <19970823212205bo0wy@t3.rim.or.jp> 

References: <kamon$21c519970821222958@news1l.scei.co.jp> <19970821225157bo0wy@t3.rim. 
or. jp> <5tllign$qfi@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.100 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBS8ScS$C$/S$s$5$s$O=q$-S*$7$?! #2 (Ց 
>2SB!!#1#0#1!sSCSFSISs$GS9St+!) 2 (B 
>¿SBSbS7S+S7SF!"#1#O0O#O!sSG=*SoSjS8ScSJSSSsSGS9S+!)¿ (B 


¿SB!!7@Ls$rS-SASsSH<iSkNISS;RS@SH#1#O#0!sS,:G9bSGS9!#;¿ (B 


ESB!t$?S*SKSO7@LSOCH?SHS7SFS_S*S7Sg$&¢ (B :-) 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boQOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 
——MESSAGE FILE 21782 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
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37html. html 


--MESSAGE FILE 21783 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0138htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?UmMU6IExXGyRCJE41bCVzZJUALaiVzJTAbKEo=?= 

Date: 24 Aug 1997 00:19:45 GMT 

Organization: Playstation Net Yarouze 

Lines: 21 

Message-ID: <5tnunlSpp@newsl.scei.co.jp> 

References: <0Olbcacd8$46192e20$a58d84d2@166.so-net.or.jp> <5t1l1l3b$rf5@newsl.scei.co. 
jp> 

NNTP-Posting-Host: 210.132.203.234 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


o-mikita wrote: 
> ¢SB%a%b%j!<SNNLSOSISNS/SiSS4X78S9SkSNS+SJ!) 5SSKSTSkKSHS3SmSGS9! #2 (J 


i SBSASGSCSHD4SY$*$7$2! #2 (J 


> CPU K6 200 MHz RAM SDRAM 32 MB MATROX MYSTIQUE 4MB 
> ¿$B$r;HMQ$7!"¿ (J 35m 36s (2136 seconds) ¢S$BSGS7S?!#¢ (J 
# 430TX2SB%°%6!<SGS9! #2 (J 


RAM SDRAM 64 MB; $B!"$dz(J EDO 64 MB(60ns) ¿$B$G$bF1$8$G$7$?!#¿ (J 
¿S$SBS3$N% 5%s%W%kSO!";( J RAM ¿SBS$Sr$"S$S*“$SjJI,MWSHS7SJSSS_S?SSSGS9!#¿ (J 


RAM ¿SBSNNLS$,L@SiS+SK=PSk>19g$SOS"SkSNSGS7SgS&S+!)¿ (J 


¿SBS$SdS$SOSj¿ (J Pentium Pro ¿S$BS,01HVSOSdS$ShS&SGS9S, 1" (J 
Pentium II ¢$B!"¢ (J6X86MX > SBSOSISNDXEYSJSNSGS7SqS5&S+! de ( 
ռ einsiedler ` einsidle@cb3.so-net.or.jp ալ 


—--MESSAGE FILE 21783 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
38html html 


--MESSAGE FILE 21784 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0139html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?iso-2022-jp?B?UmU6IGh1bHAbJEI1VSUhISQlayROMGwzZzB10n41PSVVJUgbKEI /?= 
Date: Sun, 24 Aug 1997 22:53:07 +0900 
Organization: PlayStation Net Yarouze 
Lines: 21 
Message-ID: <5tpekm$22m@newsl.scei.co.jp> 
References: <5thph7S$mva@newsl1.scei.co.jp> 
NNTP-Posting-Host: 133.130.121.35 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


>helpz$BsU%!sS%k$r013g$G0u: ~$7$?SSSN$G$9$, !"S=SUSHS, 8+$D$+$J$^$; $s (B 


>¢ SBSS$S$S=SUSHS rCNSCSFSkJ} 65S (SFSSS?S@S1SkShS&S*4jJSSSSS?S7S“S9!#¿ (B 
> 
ESB<+8I%1%9SGS9! #2 (B 
fji SBSNSK%e!<%9SGc7F#; (B ¿SBGn9T; (B (Hiroyuki Saitoh) 58551655 (SFSSS?S@SSS?SNSGS95S, 
¿ (B 


HELP ¢ $B%U%!%$%k$+$iD>@\0u:~$9$k$b$N$G$O$"$J$^$;$s$, !"¿ (BHELP¿ Տ8ՏՍՋ | չ (B 
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2 SBSSSkSr2?*°Sb4* SaSFS$* SHSaSFz (BRTF2 SBSKIO4 9S 7$F$/$1$*%$9!#535Nz (BRTF¿$B$r¿ (BWORD 
ESBS+Si0u: ~S7SFSS$*S9! #2 (B 
éSB!!!!¢ (Bhttp://www.herdsoft.com/katalog/hlp2rtf.html 


ESBS+SiS@S&SsSm!<SI!Tz (BHLP2RTF:SB!KSGS-S*S9!#¢ (B 
ESBSIS*!"F|K\81SOSHS*SiSTSS$_S?SSSGS9! #2 (B 


éESB@>ED! 19101: (B 

éESBO&I2Bg3X!!:~*NA9) 3X@196; (B M2 

mail kouichi@en2.ehime-u.ac.jp 
n_kouichi@jsn.justnet.or.jp 


--MESSAGE FILE 21784 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
39html html 


--MESSAGE FILE 21785 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0140htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?I1S0-2022-JP?B?GyRCOXULOSVGOE4+YyEqGyhC ?= 

Date: Tue, 26 Aug 1997 00:12:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <kamon$21c519970826001256@news1.scei.co.jp> 

References: <kamon$21c519970821222958@newsl.scei.co.jp> <19970821225157bo0wy@t3.rim. 
or. jp> 

NNTP-Posting-Host: 210.136.1.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLGSGS9O! #2 (B 


Hideki Naito (bo0wy wrote: 
>¿$B!!!&%0%1%$M!<%$ISrAuHwS$7$F$SS/!# (B 

>¢$B!!!&=D7jSN=jSKMhS?Si!"6e6LSAScSsS,>:SCSFS/SkSNSrSRS?S9SiBTSD; (B 
(---¿$BCfN, ¿ (8---) 
>¢SBS7SAScS&SCSF<jSbS"S5S*S9!T; dSOS3SNT}K!$G%/%5%S"!#8eSGSAScSSS$H¢ (B 
>¿SBE]S7SKSSS-S“S75?2S1SISMIK!#; (B 


¿SBK=ORS5$s!SSIS&SbSGS9!*¿ (B ¿SBS*$S+S$S2S5%$%*SG!S#32sLNS$SN%*H%i%SS/SiSSSGL5;v% (%s¢ (B 
¿SB%G%#%s%0Sr8+SkS3SHS,SGS-S*S7S?!#;¿ (1 


ա 


>eESBItL\;X$;C#@.N(#1#0#1!s!"SCS9Sh!!!d!!2ChLg$5$s¢z (B 


ESBS3S1SrFISs$SG!S$SOS8SaSF¢ (B"¿$BC#Q.N(¿ (B"E SBSCSFSNS, S"SkSNSrCNSJS*S7S?!#: #SNSHS3¢ ( 
B 
ESBSm#6#7!sSGS9! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21785 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
40html html 


--MESSAGE FILE 21786 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0141html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: LW=?1ISO-2022-JP?B?GyRCJE41bCVzZJUALaiVzZJTAbDKEI=?= 

Date: Wed, 27 Aug 1997 02:37:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <19970827023738bo0wy@t3.rim.or.jp> 

References: <0Olbcacd8$46192e20$a58d84d2@166.so-net.or.jp> <19970821225925bo0wy 
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@t3.rim.or.jp> 

NNTP-Posting-Host: 202.247.160.55 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


¿ $B; d$0=q$-S$*$7$?!#z (B 
>¿$B7k6I¿ (B 1h29m44s (5384seconds) ¢$B$+$+S$j4S$*S7S$?! #2 (BPentium-133¢;SB!"%a%b%3 j¢ (B32MB 


2$B!!S$b$CS+S$SSdaSCSFS$_$?$i¢z (B50m7s (3007soconds) ¢$B$G=*$o$ 4S*$7$?! #2 (B 
éS5B$3$s$@$1:95,S"SkSNSO!"S$?SVSsS012SL\SOESCESGS$+!<SPS$s$/Sk%9%/%j!<%s¢ (B 
¿SB%; !<SP!<S,FOSSSFSSS?S$+SiSGS9!J>P!IK! #2 (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

——MESSAGE FILE 21786 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
4thtml.html 


--MESSAGE FILE 21787 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0142htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!amano 

From: amano@ba2.so-net.or.jp (¿$B$8$c$C$/$sz¿ (B) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?IS0-2022-JP?B?GyRCOXULOSVGOE4+YyEqGyhC?= 

Date: 1 Sep 1997 08:51:00 GMT 

Organization: NetYarouze 

Lines: 16 

Message-ID: <5udvlkSpgv@newsl.scei.co.jp> 

References: <kamon$21c519970821222958@newsl1.scei.co.jp> <19970821225157bo0wy@t3.rim. 
or. jp> <5tlign$qfi@newsl.scei.co.jp> <19970823212205bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 210.132.191.152 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 

X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


> 
>¿SB!!7@LsSrS-SASsSH<iSkNISS;RSQ@SH#1#0#0!sS,:G9bSGS9!#¿ (B 
> 

>2SB!t$?$*SKSO7@LsOcH?SbS$7$FS_S$*S$7$g$&z(B :-) 

> 


éSB!!<hS1SkSbSNSO<hSk!*!*SHSSS&0-SS; RSISNSG7@LSOCH?SbDSTSFSkSSSGS9S,¢ (B 
¿SB#1#0#0!s$GS9!#$JSs$+B- a res J%$%s%\!<%k$r#25!E]$9$H; (B 
SBC. N ($0>e$, $k$s$G$7$g$&$+!)¿ (B 


¿$B!!$^$?2!"$J$s$+C5$7$F$_$^$9!#; (B 


¿$B!!$8$c$C$/$s¿ (B ¿$B!!¿ (Bamano@ba2.so-net.or.jp 


——MESSAGE FILE 21787 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
42html.html 


--MESSAGE FILE 21788 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0143html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1SO-2022-JP?B?UmU6IBSkQiNOI2wjYSN513MjdCNhI3QjaSNvI24yfkIkN1cbKEo=?= 
Date: 3 Sep 1997 14:39:24 GMT 

Organization: Playstation Net Yarouze 

Lines: 57 

Message-ID: <5ujsqs$32h@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.212 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Microsoft Internet News 4.70.1161 
einsiedler :SBSG$9!#8D?ME*SJ46A [SHOU8+Sr=q$-S*S7S?!#3 (J 
¿ $B; ~4V$, Hq$d$5S1S?0J>e!"%2!<%`SHSSS(SISb?MSK1F6ASr¿ (J 
¿$B5Z$\$7$^$9!#$H$/$K¿ (U չՏԹՏԱՏՇՏԵՏԱՏՈՏԵՏՀ: (Մ ¿$B$KF~2q$5$1$?J}¿ (J 


ESBSO#P#SSHS$$&%2!<%°5!SK?M@8Sr>/SIS+S$iS$:FOS+S5S15$F3 (J 
ESBSSSkSOS:SGS9! #2 (J 


ESBSSSAS*S&!"855-; VSNOMS (J}SKSO; ?@.SGS9! #2 (J 


Koji Yamamoto <koji-y@wcsnet.or.jp> wrote 

in article <5tk44tSpht@newsl.scei.co.jp>. 

ree leet aa 8= SrS7SJSSSHGdS1SJSSSHSSS&6<Gw35G0SKS+SiS] LS? (J 
> (¢SBCEN, ¿ (J) 

> Sees aie oe Մանկա կակածրաա անւան E ET 
> eSBSSS3SHS@SHIMS (SFSSS*S9! #2 (J 


v 


¿$B$7$+$7!"%2!<%` $+$i!V;&$9!W!&!V2u$9!W$r$J$/$;$P32Z$7$5$0¿ (J 
ԱԱ ԱՆՆ Տ 0 0 
ESBSYS-SGSISS$3SHSr2>A [E* SKBN83873Z87S*° S?SaSKS"SjS*SO! #3 (J 
ESBSbS7!"S2!<%S* Sr:nIJSHS7SFB*S ($kSJSi!"=EMWSJISNSO!"!V; &$9!We ( (J 
£$B!&!V2uS9!WSN=ES$_$*SG4*SaSFI=8=$ 9$k; vSGSOSISSSGS7SgS$&St+!) (7 
S SBS7S+$71"S21<%* $JS4 SGSOSN5$72Z$5 SHAV2W46Sr5>@7SKS7S°S9! #2 (J 


# 2$B%2!<%*> SOSdSkB&2z (J (g$BSb$7$/SOS=$NJ] 8n<Tz (J) ¿$B$, $I$N32!<%` Srg (J 
# gSBSd$k$+$r<+J, S$GH=CG$9$Y$-$G$9!#6'0-%7!<%s$,$"$C$F$b¿ (J 

# ¢SB3+H/<TSKSO@UGSSOS"S45S*S;S$s!#$=S&S$S$&%2!<S° STSNSGSI! #2 (J 

# 


ESBSbSASmSs@vG>SNOhS*SGC#S7S=S&STISASPSSSHSNSOLABISGS9! #3 (J 


> ¿$B<+J, SHS7SF2?SrI=8=S7S?SSSNS+!"STS&1F6ASrM?S (S?SSSNS+Sr9Mz (J 
> ¿SBS(SJS,SiJ*#Sr:nSkShS&SK?4S,S1SFSSS S9!#¿ (J 


ESBM>M5$,S5"S1SP!"S=SESOSKSNS, SYSOSHSASH; WSSS*S9! #3 (J 

¢ SBAJEVSNCN<1$H!";W9M; Oe ee ԱՀ Ա 

ԿԱՏԱ ԱՅՆ <$?!<SHSSS&?@SNG!S-B8:_$, SSSkKSNSGS7SgSE&! #3 (J 

# zSBS3SNz (J ¿$B%M%C% medencees ¿$B$K3:Ev<T$,2??M$$$k$+!"3Z$7$_$G$9!#¿ (J 


> 2SB@'Hs!"L58BSNA[A|NOSr@8$+$7! "8e@8SK; DS; $k$9$P$i$7$$%=%U%H; (J 
> ¿SB%S&%(%"Sr:nSmS&SGSOS"SjJS%*S;SsS+!# (J 


éSB@NSOL\; XS7SFSSS*°S7S2?S, ! ":MG=SNSJSSKMSKSOL5M)$=S$S&SGS9!#¿ (J 
2 SBU83XIt SKSSSCSF! "ԹՏՅԵՇքՏԸՑԻՄ959515Ք»/5750206Շ-Տ505ՇՏ25ՒՏԵչ (J 
ESBS7$1$%°S;S$s!#SbSCSH; ~4VS,S[S7SSSGS9! #2 (J 


> ¢SB!VS=SUSHSrI>2AS5S$1S5kI}!9SX018@!We (J 
> (¢SBN, ¿ (J) 
> ¢SBSIS&I>2AS9SkSNS+SKSHSCSF! "@SO@SOTHDISES1ISiS1S*S9!#¢ (J 


¢SBSh$&$ 9SkSKA*5sSHF1S8$G$9! #01 ?MSGSOF0$+$;$*S;Ss!#z (J 
¿$B?ML\$r0z$-$J$, SiFbMFSb@ ($$:nIJSr:n$k$7$+$I$5$=S&$G$9! #2 (J 


einsiedler ` einsidle@cb3.so-net.or.jp 


——MESSAGE FILE 21788 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
43html html 


--MESSAGE FILE 21789 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0144htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJbCNhI3k jcyNOI2ZEJACNp1I28 jbjIJ+Qi03VxsoSg==?= 
Date: Thu, 04 Sep 1997 22:09:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5umc4t$644@newsl.scei.co.jp> 
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References: <5tk44tSpht@newsl.scei.co.jp> <S5ujsqs$32h@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340EB2FB.31F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzSBSGS"SjS*S9I! #2 (J 
einsiedler wrote: 


¿SBS$S7$S+$71"%21<%`$+$i!V;&$9!W!&!V2u$9!W$r$J$/S$S;SP3Z$7S$5SO¿ (J 
ESBH>8:$7S*°S9!#S3S1SiSN%2!<%* SOS=Sb$=Sb!"S3S1SiSN<B:]S"Skz (J 
ESBSYS-SGSISSS3SHSr2>A[E*SKBN83$732ZS7S* S?SaSKS"SjS*S9! #3 (J 
¿SBS$SbS7!"%2!<%`Sr:nIJSHS7SFB*S ($kSJSi!"=EMWSISNSO!"!V;&S9!We (J 
¿$B!&!V2u$9!W$N=E$_$^$G4^$a$FI=8=$9$k; vSGSOSISS$SGS7$g$&$+!) (Մ 
ESBS7S+S7!"S2!1<%> STSiSGSOSN5S7ZS5SHAV2w46Sr5>@7SKS7S*°S9! #3 (J 


VV NV V V V 


¿SB!!$J$sS+!"¿(JCESA¿SBSC$F$SS&CDBNSN5, Ls$K1h$&$H!"; &$7$?$j2u$7$?$j$9$k¿ (J 
E$B!!%2!<%` $O:n$1$I$/$I$k$_$?7$$$G$9; (J (¿$B>P¿ (J) 


¿SB!!¿ (JCESA¿$B$C$F$I$&$S$&2q<R$,=8$^$C$F$KCDBN$JŠNŠdŚi; (7(258»Քչ (J) 
——MESSAGE FILE 21789 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
44html.html 


--MESSAGE FILE 21790 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0145html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskQiNOI2wjYSN5I3MjdCNhI3QjaSNvI24yfkIkNlcbKEo=?= 
Date: 4 Sep 1997 18:19:35 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 23 

Message-ID: <5umu3nS6ob@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <Sumc4t$644@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9!#z¢(J gSBKMSN8+2r$G$9! #2 (J 


¢ SBKMSOOJA0;g (UMSX¿ SBSG! "0-KbC#$, @$3&$rC5:w$7$F!"H/8+$7$?B<Sr¢ (J 
ESB=1SS!"7z0*Sr%,%S%, SS2US TSFSOSiSOSiIF ($2=P$7$??M! 9SrMkSG; (J 
£$B3'; &$7$H$$$8&3%2!<%`$r:n$C$?$3$H$,$"$J$^$9; (J 

¿SB!JFA4V=qE9¿ (JMSXFAN 1992:5815: (J11z;$B!Kz (J 


ESBSIS<Aj<5$,2xI*$I$i525$$G63'; &S7SKSGS-SkKSNS+!) SHSSS&S3SH3z (J 

¿$B$, OJA0S+Si5?LdSG$7$?!#S=SCS/S$4?M4VSKCVS—495 (SFS_S?SNSGS9! #2 (J 
¿ SBEVA30-KbSGS$95+Si%2!<%° S*!<SP!<SOS"S5S*S;SsS7!"S&SmS&SmS7SFE (J 
¿SBSSSk<+>NM&<TSr%SWSASCSHS?S*S7S?SjS7SFB<SN>pJsSr%2%SC%sH$7S2?S3j¿ (J 
¿SBSbS$S9SkS$SHS$SSS&SbDSN$G$7$?!#¿ (J 


¿SBH?1-SO!V9MS (S5S;S1S1S?!WSHSSS&OU8+!"!VSDSS967bS7SFS7S“ S&!WSHSSS&¿ (J 
¢SBO-FAGIEBy! 9$5$*S6S*SGS7S$?!#%3%_%1EySNB (Gd2q$GLS$$@SKH?1~S$rJd9$/¢ (J 
ESBS3SHS, $GS-S*$9! #2 (J 
éESBLLGrSS$N$O018+5T; &%2!<%* SK8+SiS1S=S&STSNSKSW%1%SS%Sd!<SOOU30SH3; (J 
é SB=ES5$r46$8<hSCSFS/S1$?!"SHSSS&S3SHSGS9! #2 (J 


¿ $B; (7 OEySNI>0@SG@SORSO7THDISISKS+SHCNS1$%S; $s$,M7SS$GSSSkSHS$—SO¢ (J 

£$B%/%35% (!<3?!<SNDS6!S9SkKM7SSSHS=S1SrM7SVSWS1SS%3d!<S7S+SSS*S;Ss!#z (J 

¿$B; (; oBy$GA{$, $1$J3$/SHS$b? 45K; D$k%/%=%2 ! <SNOISDFSSDSrCNSCSFSSSkSGS7Sg$&!) Հ (7 
éSBS=$1$,Bg; v$JŞh$&$J5$$,$7$^$9!#¿ (J 

--MESSAGE FILE 21790 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
45html.html 
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Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Saturn BASIC? 

Date: Mon, 25 May 1998 17:12:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3569987C.13CB@saqnet.co.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at14-007.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Whilst daydreaming about Dreamcast I had this thought: 


Isn't there a Saturn equivalent of Yaroze called the Sega Saturn BASIC 
or something? I have a feeling there is, but it never made it outside of 
Japan. Does anyone know anything about this? Or did I dream it? 


Nick 
—-MESSAGE FILE 2306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01009 


-—-MESSAGE FILE 2307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001010 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Service Mode (was Sony Trinitron) 

Date: Mon, 25 May 1998 20:22:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3569C4E2.FD895D78@compuserve. com> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> 

NNTP-Posting-Host: 1d02-153.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


This is prob a bit off the subject, but I have found out how to switch my big 
21" sony telly into service mode. Theres a bucket load of options you can mess 
about with, and I was just wondering if anyone knows what 

they all are, I found the ones that move the screen left and right & up 

and down, and I've seen certain options that seem to refer to PAL/NTSC 
compatability. 


Oh yea this is how you get your sony telly into service mode. 
1. put it into standby 

2. on the remote press the ? then 5 then volume up then screen (small white 
outline square) within a second of each other. 


3. the telly will burst into life & if you've been succesfull you'll have a load 
of green writing all over the screen, with TI-- in the corner. 
4. from here you press menu, & on my telly I then have to select 1 


of around 5 different devices to get to the menu that adjusts the screen. 
5. to get out of this mode press menu to get back to the TT-- screen you got 
1st, and then enter 00. 


6. DISCLAIMER - I've been told that some of the menu options can seriously 
DAMAGE YOUR TV if you set them wrong. 

Also there is NO return to default parameters option. 

So if you knacker your telly its not my fault 


Anyway back to the point, does anyone have any idea what the rest of the options 
do or where I can get the info ?? 


Cheers 
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--MESSAGE FILE 21791 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0146htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmMU6IBskQiNQI2wjYSN513MjdCNhI3QjaSNvI24yfkIkN1cbKEo=?= 
Date: 5 Sep 1997 05:07:07 GMT 

Organization: Playstation Net Yarouze 

Lines: 41 

Message-ID: <5uo041rS$8bj@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <5umc4t$644@ 
newsl.scei.co.jp> <5umu3nS6ob@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


TPM.CO <tpmco@jsn.justnet.or.jp> wrote 

in article <5umu3nS$6ob@newsl.scei.co.jp>... 

> (é$BN, Հ (J) 

> £$B3'; &S7TSHS$$&S2!<%S° Srin$C$?$3SH$, $"$j$*$9e (J 
> 2$B!JFA4V=qE9; (JMSXFAN 1992¿$B!%¿ (J11¢S$B!Kz (J 


ESBSHSFSb2{$+S7SSSGS9!#L[! 9SHz (J16¢$B?I%3!<SISrBGSDSNSO¢ (J 
¿SB%G%#%9%sW%S1l1%S¿(J(¿SB#T#V; (J) ESBSISTSGSASCSFS*S7$?! #2 (J20000¢$BI8; z! #2 (J 
¿SB%?%3SNBgKA81%7%j!<%:SHS+¿ (J PURE STAR ¿SBSHS+S"Sj$*S7S?!# (J 
¿SB=PMhS$?$i%SF!<%SWSK%; !<%V$7$F¿ (J 30 ¢$BJ,$NFIS_9~S_SGS9!#¢ (J 


¿SBSbS&%SF!<%SWSbBLLNSKSJSCSFS*SjS%S7S?!# (J 
C ¢S$B8@81SISI!"SASCSHSbM-L>S$GSJ$$; ~BeSNOCSGS9!#¢ (J 


> ¿SBSJ$S<AjJ<jJS,2xJ*SJSiJ?5S$SG3';&S7SKSGS-SkSNS+!)SHSSS&S3SH;¿ (J 
> ¿SB$, 0JA0S+Si5?LdS$SGS7S$S?!#S=SC$S/Sj?M4VSKCVS-49S (SFS_S?SNSGS9! #2 (J 


¿SBIaDLSOL5>r7oS$SG<+J,S,@55ASQ@S+SiSGS9!#¿ (J 
¿ SBS=S1$KTaDLSN?M4V$O?M4V0IT30Sr=EMW; k$7$°S;S$sSh$M! #2 (J 
£$BS7%e!<SFS#SSS0SISSSFS [SHSS$13'; &$7%2!<% SGS9! #2 (J 


> ¢S$BLLGr$$$N$0018+5T; &%2!<%* SK8+SiS1S=S&SISNSKZWS1SS3d! <2 (J 
> ~SBSOOU3Z0SH=E$5$r46$8<hSCSFS/$1$?!"SHSSS&S3SHSGS9! #2 (J 


¿SBS$S-SCSH!"Aj<j)$, ?M4VS@GSCS?S+SiSGS7SgS&!#¿ (J 
ԵՏՔ &$9$+@8S+S9S+A*BrSGS-SFOCS$, JOSoSk$H!"=ES_!"$,$G$°S9! #2 (J 
¿SB7k6I%S2!<%`FbSG¿ (J ¿SBE(SN;`¿ (J ¢$BS$,=EMW; kSSS1SFSISSS@S1SGSOSM! #¢ (J 


> ¿$B; (; oOEySNI>O@SG@SORSOTHD j$9$k$+SbHCNS$1$%*$;$s$,M7S$s$GS$$$kz (Մ 
> ~SBSH$-$0%/% 5% (1<%2!<SNDs6! SOSKM7SSSHS=S1SrM7$VBWS13S%d! <2 (J 
> ESBSTS+$$$*S;$sl#e (J 


ESBSISs$kK$7$m!"?4$K;DSk!"SHSSS&SNSOBg; VS@SH;WSS$*SOl#e (J 


einsiedler ` einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 21791 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
46html html 


--MESSAGE FILE 21792 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0147html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJbCNhHI3k jcyNOI2ZEJACNp1I28 jbjJ+QiO3VxsoSg==?= 
Date: Fri, 05 Sep 1997 20:47:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5uorn0$90d@newsl1.scei.co.jp> 
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References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <5umc4t$644@ 
newsl.scei.co.jp> <5umu3nS6ob@news1.scei.co.jp> <5uo41rS$8bj@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.149 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340FF13F.305@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-R¿SB$GS"$jJS%S9!#¿ (J 

einsiedler wrote: 

> ¿SBIaDLSOL5>r7o$G<+J,S$,@55AS@S+SiSGS9!#¿ (J 

> ¿$B$=$I$KIaDL$N?M4V$O?M4VOJ30$r=EMW;k$7$^$; $s$h$M!#¿ (J 
> ¢$B%7%e!<SFS#SsS0SISSSFS [SH$S$13'; &$732!<% SGS9! #3 (J 
£$B!!!V$3$1$S0%2!<%* $@!WSHSOS+S1SPLdBjSISS$s$GS9Sh$M! #2 (J 


¿SB!1%21<%`S@SHG'<1SGS-SJSS?MS, SSSF!"$?$*SKK!$K? ($1$k; v$r$7$F$/$1$k$+S$iz¢ (J 
¿SB!1:SSCSFS7S“S&SoS1SG!#¿ (J 


¿SŠB!11V%2!<%` SHSOSoS+$iS$SJSSS2!<%` !WS,>-Mh=PS$?SHS7SF!"z (J 

¿SŠB!1!1S=S$S1S$SO%S2!<%` SHBFSYSkSsS@SmS&St+! #2 (J 

--MESSAGE FILE 21792 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
47html.html 


--MESSAGE FILE 21793 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0148html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmMU6IBskQiNQI2wjYSN513MjdCNhI3QjaSNvI24yfkIkN1cbKEo=?= 
Date: 5 Sep 1997 15:14:11 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 18 

Message-ID: <5up7k3S$9dt@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <5umc4t$644@ 
newsl.scei.co.jp> <5umu3nS6ob@news1.scei.co.jp> <5uo41r$8bj@newsl.scei.co.jp> <Suorn 
0$90d@news1.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!<!#¢ (J 


GSX-R wrote: 

> ¢$B!!!V$3$1$0%2!<%* $@!WSHSO$+S1SPLdUBJSISSS$s$GS9ShSM! #2 (J 

> ¢$B!!%2!<%* S@SHG'<1$GS-SJIS$2MS, $$SF!"$?$*SKK!$K? ($1$k;v$r¢ (J 
> ESBS 7SFS/S1$k$+$i:$$CSFS7S*S$&SO$1SG! #2 (J 


éESBS=S1SGS9SM! #H?LL65; USr$=SNS*S*SHSiS1S$?SiC1STSkK5T; &S2!<S° ¿ (J 
ESBSGS9S+SiSM! #2 (J 


> ¿SB!!11!V%2!<%`SHS$SOSoS+S$SiSJSS%2!<%` !WS,>-Mh=PS?SHS7SF!"3 (J 
> ¢$B!!$=$1$0%2!<%* SHBFSYSkSsS$@Sm$seSt+! #2 (J 


E SBKMSO%"3K%a! <%73g%SN. $1SCSOSTS7SN%=SUSHS032 ! <3* ՏԱ:ԱՏՕ57555556595, ¿(J 
¿SBSIS&SGS7SgS&!)¿ (J 

¿$B8=<B$G$OJ, $+$jFqQS$S$3SHSdz (Je $¿¿$B8+Fq$$LLGr$$$3$H$J$I$rCl=c2=$7$F¿ (J 
ESBSG%US) SkSaS7TS?SNS,%2!<%3* SNMMSKS*SbS&SNSGS9S, ! #2 (J 


—--MESSAGE FILE 21793 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
48html html 


--MESSAGE FILE 21794 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0149html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1SO-2022-JP?B?UmU6IBSkQiNQI2wjYSN513MjdCNhI3QjaSNvI24yfkIkN1cbKEo=?= 
Date: 5 Sep 1997 15:24:46 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 16 

Message-ID: <5up87uS9dt@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <Sumc4t$644@ 
newsl.scei.co.jp> <Sumu3nS$6ob@newsl.scei.co.jp> <5uo041rS8bj@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9!<!#¢ (J 


> > ¿SBSJS<Aj<j$,2xJ*S$SJSiJ?5$$G3';&S7SKSGS-SkSNS+!)SHSSS&S3SH (Մ 
> > ¿S$SBS$S, 0JA0$+$i5?LdS$GS7S?!#S=SCS/Sj?M4VSKCVS-49S (SFS_S?SNSGS$9! #2 (J 


ESBSKBPS7SFz (J ¿SB#e#i#ñ#n#s#i#e#d#l#e#r;a; (J ¢SB[)$/z (7 

> ¿$BIaDL$OL5>r70$G<+J, $, @55AS@S$+SiSGS$9l#e (J 
¿$B$=$1$KIaDL$N?M4V$O?M4V0J30$r=EMW;k$7$^$;$s$h$M!#¿ (J 
> ¿S$B%S7%e!<%$F%#%s%$0SJSSSFS[SH$sSI3'!';&S$S7%2!<%`$G$9!#; (J 


v 


¿SBS=S$S1SOSoS+SCSFSSSkSNSGS9S, !"SIS&S7SF<+J, ŞOQABPR5$7$$$H; W$ (SkSNS+¿ (J 
¿SBAj<j$S,0-SJSiSP2?SrS7SFSbSSSSSNS+!"SH$SSS&5?LdSGS9!#¿ (J 

¿$B!JKM$, ;WS&S$SK!KGv$C$Z$i$S@55A46$K5S$E$SS$SFM $7$+$C$?$H$SS&SNS, ¿(J 
ESBS"S5S*°S9!#5353?tG/5/S-S?; V7IOSKBPS ISk@SORSTSSSFA5SKS=SsSI46$8! #2 (J 


——MESSAGE FILE 21794 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
49html html 


--MESSAGE FILE 21795 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0150htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmMU6IBsSkQiNQI2wjYSN513MjdCNhI3QjaSNvI24yfkIkN1cbKEo=?= 
Date: 6 Sep 1997 13:28:12 GMT 

Organization: Playstation Net Yarouze 

Lines: 26 

Message-ID: <5urlpcSc8r@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <S5umc4t$644@ 
newsl.scei.co.jp> <5umu3nS$6ob@newsl.scei.co.jp> <5uo41r$8bj@newsl.scei.co.jp> <S5uorn 
0S90d@news1.scei.co.jp> <5up7k3$9dt@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.CO <tpmco@jsn.justnet.or.jp> 

wrote in article <5up7k3$9dt@newsl.scei.co.jp>... 

> > ¢SB!!!V%2!<%* SHSOSOS+SiSJSS%2!<%* !WS,>-Mh=PS$?SHS7SF!"¢ (J 
> ¢SB!!$=$1S50%2!<%* SHBFSYSkSsS@SmS&S4+! #3 (J 


¿SBKMS$O%*"%K%Sa!<%7%g%sN.S1SCS$SOSJS7SN%=%SU%HS$O%S2!<%`SH;WSoSJ¿ (J 
¿SBSSSsSGS95,SIS&SGS7SgS&!) ¿(J 


V V V V 


¿SB%21<%` $8$cS$SJ$SSGS9!#%W%1%S%d!<$NF<-S3j39-$`M>COS, ¿ (J 
¿$B>/$I$9$.$^$9$M!#z (J 


> ¿S$B8=<BSGSOJ, $+ŠjFqSSS3SHŠSd ; (U ¿S¿¿SB8+FqSSLLGr$$S$S3SHSJSISrCl=c2=S7$F¿ (J 
> ¿SB%G%U%S)%Sk%saS7S?SNS, %2!<%`SNMMSKS*SDS&SNSGS9S, ! #2 (J 


¿S$BKM$N>19g$O!"%2!<%`$H:nIJ$SHJ,$1$F$2$S91#¿ (J 
¿SBS=$SN%$=%$U%SH%S&%'%"S$G!"SW%1%S$%d!<SN1F6ANOS,Bg$-S$S$SSbS$SNS$r%š2!<%`¿ (J 
¿SB!"@):n<TSNO0U?%*$IS&Sj?2JS_S$, SASTSHSNSr:nIJ$H;WSCSFS*S9O! #3 (J 
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ESBS*S?!"A* :n$,Cl=cS$JA*Br$NSbSN$b%32!<%* S8ScSISSSIS!SH! #2 (J 


¿SB%21<%` SKSOFH<+$N%"%/%73g%S@-SHS+ ! "SUSKS+SrTLSNI=8=$G6< ($93 (J 
2 SBFHFCSN3; %S39$, @9$49~$*S1SFSISSSHBLL\$@SJ! "SH; WSCSFS*S9! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


—--MESSAGE FILE 21795 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
50html.html 


--MESSAGE FILE 21796 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0151html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmMU6IBskQiNQI2wjYSN513MjdCNhI3Q jaSNvI24yfkIkN1cbKEo=?= 
Date: 6 Sep 1997 13:28:13 GMT 

Organization: Playstation Net Yarouze 

Lines: 29 

Message-ID: <5urlpdSc8r@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <5umc4t$644@ 
newsl.scei.co.jp> <5umu3nS6ob@news1.scei.co.jp> <5uo41rS$8bj@newsl.scei.co.jp> <5up87 
uS9dt@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.203.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.CO <tpmco@jsn.justnet.or.jp> wrote 

in article <5up87uS9dt@newsl.scei.co.jp>... 

> ¿SBS=S$S1SOSoS+SCSFSSSkSNSGS9S, !"SIS&S7TSF<+J, SOQdBP@5S7SS¿ (J 
> ¿SBSH;WS (SkSNS+Aj<j$,0-SJSiSP2?Sr$S7SFSbSSSSSNS+!"SHSSS&¿ (J 
> ¿S$SB5?LdSGS9!#¿ (J 


¢$BO-! "@55ASNH=CGSOHS>oS$Kd#; (SJSNSGKMSKSOJ,S+SjS% S;SsS,!"¿ (J 
¿SB%$W%1%SS%Sd!<SN9TF0S, J7k2LSKH?1GS5$S1Sk%2!<%`EySKSDSSSFSNS_!"¿ (J 
¿SB3F?MSOS=SNF;FA¿ (J (¿SB@55A¿ (J) ¿SBSK=>S$H=CGS$9$1S$SPSSSSSH;WSSS S9!#¿ (Մ 


ESBS*$?!"S2!1<%* S@S$SH3dS3@0@Z$iS1$1$P!"$3$1SiSN5?Ld$O%SW%$1l%$%d!<; (J 
¿SBSKFASoSiSJSSSH;WSS$S*S9!#L!2hS$SGSb%s2!<%`SGSbS=$S&S$GS9S1SI!" (J 
¿SBLLGr$, $CSF8=<BSK; }SA9~S* SNSO8@81F;CGSGS9! #2 (J 


> ~SB!IKMS, ;WS&SK!KGvSCS$ZSiS$$@55A4 6SK5SSESSSFM_$7S$+SCS$?S$H¢ (J 
> ¿$B$$$&Ş$N$, $"$j$^$9!#$3$3?tG/5/$-$?; V7IOSKBPS 9Sk@SORSISsé (J 
> ESBSFESSKS=$s$J46$8 1 փ. (J 


¿SB=EMWSJSNSOSdSj<jS, !"@55A4 6S rSbSCSFSS$$k$3SHSGS9SM! #2 (J 
2ESBO-S5$7SFSKSHITS, SK$SJSk%$21<%` SHS+SSSSS+SbH$7$19%°S;$sl#e (J 


2$B%2!<%> SCSFSJSSSGS7SgS&SM! #2 (J 
2SB#1!"C/S+SHSNM' 9%$r2<SaSkSbSNz (J 
¿SB#21"2?2$S+$r3X$S<h$1$k$bŠN; (J 
2SB#3!"%93H%139SrH/; 6$5$; SkSDSNg (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 21796 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
51html.html 


--MESSAGE FILE 21797 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0152htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: morimori <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCOXULOSVGSVROSSEqGyhK?= 

Date: Mon, 08 Sep 1997 23:03:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <341405BD.11F5@fa2.so-net.or.jp> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 210.132.140.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


$B: rF |E15~%2!<% 37%g!<SK9ITSCSF=iSaSFCNS4$*°S$7S$?! #3 (J 


2 SB9US9SF! JHP#S !KSNS 45%; SCSHS9SSSCSASOZ (J 
2$B2!$9$3$HS$,=PMh$?Ss$GS9SM! #2 (J 

2 $B; dSN9U% 9SFS0% 43; SCSHS9SSSCZAS, 2!$9$3$H$, =PMh$:!"¿ (J 
2$B;X$G2!S7SFSb!1%,%s!ISHS7SFFOS+S: !"S4%; SCSHS9SSSCSASNz (J 


éESBOUL#S, NI$/M}2r$G$-$^$; $s$G$7$?!#¿ (J 


¿SB$“S5S+ITNIIJSrAwSCSFS/SkSHSb;WSCSFSSSJS+SCS?¿ (J 
¿$SB;d$O!" !I$=%K!<$OJOQSJSb%$NS$Sr@_7WS$S9Sk$J!)!*!I¿ (J 
¿SBSH!">!<j$K;W$C$F$*$j!"21S$S;$J$SJOQ$SJS9%$%C%A;¿ (J 
¿SBSH4*O0cSSS7SFS*S7S?!#¿ (J 


¢SB%=%SK!<@=IJ<+BN! "BgJQSK8N>c$,B?$/:G=iStSi¢ (J 
éSB2uS1$FSSS$FSb2?SNIT; W5D$bJz$-$^$;$s$,!"¿ (J 
¿SB$3S1SCSF<hSjBXS (SFSbSi$ ($k$s$G$7$g$&$+!)¿ (J 


éESB!LT#M#D!1I2?SF! "=P; OSa$SN5!<02?S$+GcSCS$?SbSSS@S$+Si¢ (J 
ESB2uS1SK2uS1SF!"#32sSb?7S7SSSbSNS, FOSSSF!"3 (J 
¿SBE8< (2qSG%=%K!<<ROWSK; (J 


¿SB!I2uS1S?Si=SM])SK=PS7SFD>S;SPSSSSSsS@!*!*!T¿(J 


¿SB2?2SF2#JASJ;vSr8@SoS1SFS7S SSS“S7S?!# (J 


¿SB7k61#38DLNSNQ@=IJSDB8N>cS7S2$7S2S, !S!%!%!# (J 


¿SB?7S7$SS@=I1JSrFOS1SKMhS?%S5!<%SS%9%“%sS, ¿ (J 
ESBBGJQ! 1SUSS%s!ISK; WS ($*S7$?! #2 (J 


¿SB!I%$j%;%C%$H!&%9%S$S%C%$A2?$+;H$ ($J$/$F$b¿ (J 
¿SB4X78SJSSS@SmS&!*!TI2?SF8@SoS1SFS7$S%SSS=S&SG; (J 
ESB: SSCSFSTS*SSS$*S9SM! #2 (J 


¿SBS*“S$S"1!"S=SNDLSjJSGSbS"SkSJSH;WSCSFS7S SSS *S9$,1%1%1%!#¿ (J 


/-/ Name : morimori 
/-/ E-mail : morimori@fa2.so-net.or.jp 


Page 14595 


--MESSAGE FILE 21797 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


52html.html 


--MESSAGE FILE 21798 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0153htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCOXULOSVGSVROSSEqGyhC ?= 
Date: 9 Sep 1997 09:26:05 GMT 

Organization: Net Yarouze (SCE) 

Lines: 47 

Message-ID: <5v34nd$12b@newsl.scei.co.jp> 

References: <341405BD.11F5@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.247.139.182 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


>¢$B:rF |E15~%2!<%* 37%g!<SKOITSCSF=iSaSFCNS4$*$7$?! #2 (B 


Net Yaroze newsgroups message dump.txt Page 14596 


> 

> 
>¢SB9IUSISF! T#PHS |! KSN%S 5%; SCSHSISSSCSASOZ (B 
>¢$B2!S$9S3SHS,=PMh$?Ss$GS9SM! #¢ (B 


(՞՞չ 


>¿$B;d$SN9us9%SF$O%j%;%SC%H%9%$%C%AS,21S9S3SHS,=PMhS:!"¿ (B 
>¿Š$B;XSG21S7SF$Sb!IS,%s!ISHS$S7SFF0S$S+$:!"%j%;%C%$H%9%S%C%ASN; (B 
>~SBOUL#S, NI$/M}2r$G$-$^$; $s$G$7$?! #2 (B 


2$B12?S,0-SSSHS7S+!&!&!&z (B 


>¢SB$3S1SCSF<h$jBXS ($F$b$i$ ($k$s$G$7$g$&$+!) ¢ (B 
éSBCEN, ¿ (B 
>¿$B!ISj%;%C%$H!&%9%S%$C%$A2?$S+;H$ (Տ57Տ/ՏԲՏԵչ (B 
>¿$B4X78SJSSS@SmS&!*!I2?9$SF8@SoS1SFS7S“SSS=S&SG (B 
>ESB:SSCSFS7$S*SSS*S9SM! #2 (B 

> 


> 
>ESBS*S"!"S=SNDLSJSGSbHS"SkSISH;WSCSFS7S*SSS“°S9S,!SIS!Sl #2 (B 


¿S$SB$=$j$c$"!"ITNIIJ$GS9Sh!#; (B 
¿SB<h$jBX$ ($FLc$&S$SNSOEv$?S$S3jA0S$SGS9!#;¿ (B 

¿S$B2#K=$JBVEY$SK$G$?$i!" (B 

¿SB!I%S*%S%“% (SN=jSO7TG6PIITSG>&GdSTSFSSSNS+!* ! ISH8@SCSF>e; JSr8FSS=PS7S*S9! #2 (B 
¿SBDL>oS=$1$G#O#KSGS9$, !"S=S1SGSASaASTSIS=SN>eESKD>@\8ASSS*S9! #2 (B 
éSBS=S&SS$&; VSTSFSSS/SH! "S=SN>e; JSOSSSDSNS$*SKS$+B>SNCOSXNON) SAS*S9! #2 (B 
¿SB$“$!!"$3$S3S%“$GSOIaDLS$SJSS$GS7Sg$&S,!&!&!&¿ (B(“ FFF; 


¿SŠB>CHq<T$, 01HV6/$S$$s$SGS9Sh!#¿ (B 
ESB! IS@S$+$iSH8@SCSFSbOCS7I}SKSOCMOUSTSFS/S@S5S$! #2 (B 
¢SBIaDLSNAk8 } $GSO! "CzG+SJBP1~$7SFS/$1$*S9S+Si!"S3SASiS$bIaDLSGNISSSsSGS9!#¢ (B 
¿SBS"S*“SJSKSRSISS;vSr8@S&SJSi>e5-SNShS&SJ;vSKSbSJSkSGS7SgS&S, !&!&!&!K¿ (B 


ESB#S#CHE#I4X78$00C$7J}$O!"$^$!IaDL$NBg<j2q<RJB$_$G$9$+$i!"; (B 
ESB5SSKS7SIS/SFSbI?5$SGS9Sh! #2 (B 
2SBS?$@!"Bg<jS$£S$ (SK!"7k2LS, CYSSCYSS; (8(՞՞չ 
ESB!IISSSA!<!"S*SSSCS?2!#S.ScSUSS!#27S7SS PMSKSISCSFNIS+SCS$?ShK\Ev! #! J6rCT!K!Kz (B 
ESBS"!"ITNITISTSi$S9SOSK8r49S7SFS/S1SkSH;WSS$*S9Sh! #2 (B 


¿SB#K#B#O;¿ (B 


——MESSAGE FILE 21798 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
53html.html 


--MESSAGE FILE 21799 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0154htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJbCNhI3k jcyNOI2ZEJdACNp128 jbjJ+Qi03VxsoSg==?= 
Date: Wed, 10 Sep 1997 20:01:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <5v5usvSocd@newsl.scei.co.jp> 

References: <5tk44tSpht@newsl.scei.co.jp> <5ujsqs$32h@newsl.scei.co.jp> <5umc4t$644@ 
newsl.scei.co.jp> <5umu3nS6ob@newsl1.scei.co.jp> <5uo41r$8bj@newsl.scei.co.jp> <S5uorn 
0$90d@newsl.scei.co.jp> <5up7k3$9dt@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34167DFD.377C@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 


Net Yaroze newsgroups message dump.txt Page 14597 
TPM.CO wrote: 


> > ESB! !!V%2!<%* $H$O$o$+$i$I$$32!<%` !WS,>-Mh=P$?SHS7SF!"2 (J 
> > ¿SB!!S=S$1SO%2!<%`SH8FSYSkSsS@SmS&S+!#¿ (Մ 


¿SB!LJdB-SGS95S, !"#3#D5; =O8, $*Sb$$$C$-$j8~>eS7$F!"3 (J 
¿SB!!%j%"%Skš$J@o>1!JSG$JS$S/SF$bS$S$SSS$, !1KS$S=$N$*$s$%$,%2!<%`%;%s%?!<$J$SsS+S$K;¿ (J 
¿S$B!!=P$FMh$?$iSIS&SJSk$SGS7Sg$&SM!#¿ (J 


¿SB!!S=$1$,;WSSSCS-SjOBS/:nS1SF!"2HDmSGSbS$GS-SF!"NcS$ (SP*$G%#%"%V%m¿ (J 
¿SB!!1S=SNS“S“SN@S3&S,S=SNS“S“BN46!"SSSdBN83SGS-S?Si!&!&!&!#¿ (J 


¿SB!11V%$S21<%` SGSJSS@S3&!WSKS*SSSFSb!"<*Sr<h$SiS1SJSSS+SSS/SSS/S7S=S&SGS9¿ (J (¿SB>P¿ (J) 


> ¿S$BKMS$SO%"SK%ša!<%$7%g%sN.$1$C$OSJS7$N%$=%USHSO%2!<%`$SH;WSoSJ$$Ss$SG$9S,; (J 
> ¿SB$SIS&SG$7SgS&!)¿ (J 


¿SB!!B?>/SGSb4XSoSkM>COS$,S"S1SP!&!&!&¿ (Մ(՞՞չ 


2$B!!@NSO!V?7$7$S%2!<%* Sr:nSk;v!a?7$7SS%k!<SkSr:nSk;v!WS@SCS?SNSKz (J 
ESB! !:#SOSASgSCSHOcSSS*S9SHSM! #2 (J 


éSB!!?7S7$S$%Sk!<%k$,=PSFMhHSF!"S=S$1S,GdS1S1SP;w$?ShS&SJISNS, -ՔՏԵՏԱՏՕՀ (J 

ESB! !:#SbD@NSDFIS8S+2 (Մ(՞՞չ 

--MESSAGE FILE 21799 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
54html.html 


--MESSAGE FILE 21800 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0155htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: morimori <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOXULOSVGSVROSSEqGyhK?= 

Date: Wed, 10 Sep 1997 21:25:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <341691A9.47E@fa2.so-net.or.jp> 

References: <341405BD.11F5@fa2.so-net.or.jp> <5v34nd$12b@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.140.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


¿SB#K#B#OS5Ss%*1%9M-SjFqS&S4S6SSS“*S9!#¿ (J 


¿SB9u%$9%SF8N>c!*!!SHSS$SS&%Sa!<%Sk$rFISsS$S@%Sb%SNSG; (J 
¿$B$"$s$J%a!<%k$r=P$7$F$7$^$$$^$7$?!# (J 


éSBK\Mh% 53%; SCSHS9SSSCSAS, Լ5Տ/ՏԲՏԵՀ (J 
ESBBgG$-$/:$$C$?$3SHSOM-$j4$*S;SsSG!#e (J 


2 SBSGSbS$*$5$+%9SSSCSAS, 215; STSSSHSOz (J 
ESB; WSS$S*S$; $s$G!"K\EVSNOC!"!122?S+FC<1$J3 (J 
2 SBOMS ($,M-SkSNSGS$O!) !T¿ (J 
ESBSISSSFE;WSCSFES*S7S$?! #2 (J 


ESB5$$, 8~SSS?Si#tS#CHEFISSSSSK#THEFLg (J 
¿SBS7ShS&SH;WSSS S9!#¿ (J 


¿$BM-$jFq$a$4$6$$$^$7$?!# (J 


/-/ Name : morimori 

/-/ E-mail : morimori@fa2.so-net.or.jp 

--MESSAGE FILE 21800 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
55html.html 


Net Yaroze newsgroups message dump.txt Page 14598 


--MESSAGE FILE 21801 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0156htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOXULOSVGSVROSSEqGyhK?= 

Date: Thu, 11 Sep 1997 02:10:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5v6khO0OSp72@newsl.scei.co.jp> 

References: <341405BD.11F5@fa2.so-net.or.jp> <5v34nd$12b@newsl.scei.co.jp> <341691A9 
-47E@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3416D47E.274D@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9O! #3 (J 
morimori wrote: 


> ¢SB5SS, 8~SSS?Si#S#CHE#ISSSsSK#T#EFLe (J 
> ESBS7Sh$sSH;WSsSs*sol#e (J 


2$B!!5SS$,8~SSS$?Si!"SGSOSJS/SFAaSaSKEEOC$7$?$ [$&$,S$SSSSGS9Sh¢e (J (*%; 
——MESSAGE FILE 21801 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
56html.htm1 


--MESSAGE FILE 21802 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0157html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCJVc1lbSUwJWk1YCROJTOhPCU5JEMkKRiRJJHMkS jQ2UDgbKEI=?= 
=?1iso-2022-jp?B?GyRCJUESkSiRqJUF4kOSEpGyhC ?= 

Date: Tue, 23 Sep 1997 02:43:53 +0900 

Organization: Japan 

Lines: 29 

Message-ID: <3426AE59.69D1E00F@aix.or.jp> 

Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.208.34.153 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


2$B!!S3SsSKSASO!S9bEDSGS9! #2 (B 
¢$B! !EE7b2&$K8~S1SFS_SsSJS,SsSPSCSFSk$;$S$$+!$32 (B 
ՀՏ8 !SK%e!<%39SN=q$—-9~S_$,>/SISSSGS9SM! #¢ (B 


¢$B!!So$?$7Sb!5:#8, $SSPSCSFSASCSSSHF0S/SWSmS0%i%* Sr:n$CSFS*S$9!#3 (B 
2$B!!$?S@!$2a5n$N%*%k%A%?%9%/SN5-; VSrFISS$@S1$1!$$IS&$bS$h$/S$o$t¢ (B 
2S$B! ! SiSTSSSNSG!$011~NO2!S7SGSISsSHS$+$, S$sSPSCSFSKF|!9SGS9! #2 (B 

2SB! !SHS3Sm$G!$%2!<%* ՏԱՏԱՏՈՏ0919`ՏԸՏԲՏԼՏՏՏՄ46Տ8ՏաՏՄՏԸՏԲՏ՞Տ9Տ-Հ 1): (B 
2SB! ! 3M%C%HSK%e! <39SGSN=q$-9~$_$+SiA[A|NOSr6n; H$7$F%W%m%0%i%`$r¿ (B 


2$B!!:nSCSFS*S$9S, !$!JIB>SN?MSN%=! <$9SrFISSSGSNIY6/SOS*S?:#EY!Kz (B 
¿SB!!SIS&Sb!SM=A[0J>eSK>r7oJ8$,B?SS$SSsSGS9!#SIS&SGS7SgS&!# (B 


¿SB1!1:#SNSoS?S7SN%$9%?%SS%SkS@S$SH!S$¿ (Bswitch¿$BJ8SNCf$K¿ (Bswitch¿$BJ8$,$"$C$F¿ (B 
¿SB!!S=SNCf$K!&!&!&!&$CSFSJ46S8SGS9!#SISsSJSbSs$GS7SqgS&!# (B 


ՀՏ.) 14] 35) ay el Ee eT ERE ATEI ee) eT ee apii tupa e 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 


Net Yaroze newsgroups message dump.txt Page 14599 


http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
Հ SBM' ?MS+SiMWK>SNS"SC$?¢ (B98; SBMQ#R#P#G%9%H!<%j%" Srg (B 
ESBS"SCSWSm!<SISTS*STS?! #1 ISASSSFHIO#FBSGR=:n!Ke (B 


¿SŠB:G=*99?7F|;-!!!!#912#1#8¿ (B 

¿S$ŠB9927M=DjF|!!!!!!#9121)!)¿ (B 

——MESSAGE FILE 21802 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
57html.html 


--MESSAGE FILE 21803 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0158html1l.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiVXJWOIMCVpJWAkKTiU9TITwLOSRDJEYKSSRzZzJEoOONiQ4JESbKEO 
=?= 


=?1SO-2022-JP?B?GyRCJEokaiReJDkhKRsoSg==?= 
Date: 22 Sep 1997 19:27:47 GMT 
Organization: =?ISO-2022-JP?B?UGxheXNOYXRpb24gTmVOIFlhcm91lemU=?= 
Lines: 28 
Message-ID: <606grj$257@newsl.scei.co.jp> 
References: <3426AE59.69D1E00F@aix.or.jp> 
NNTP-Posting-Host: 210.132.203.230 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¢$BSG$9!#S$3SsSJOCBIS*SCSFS*S7TS2S!1*!*3 (J 


Youhei TAKADA wrote 
> ¢$B!!3K%e!<%9SN=q$-9~S_$,>/SISSSG$9SM! #2 (J 


¿$B$3$N<qd$7$5$03'MM$N:nIJ$r$b$C$FKd$a$?$$$G$9!#¿ (J 
> ¿ŠB!!SoS?S7Sb!$:#S, SsSPSCSFSAScCSSSHFOS/SWSm%0%1%° Sr:nSCSFS*S9! #2 (J 


> 2$B!!1S2?S@!S2a5nSN%*%k%A%S?%9%S/SN5-; VSrFISsS@S1S51!SSTSESbShS/SoStz2 (J 
> 2$B! ! SiSTSSSNSG!$011~NO2!S7SGSISsSSHS+S$, SsSPSCSFSKF|!9S$GS9! #3 (J 


ESBS<SRI"S[!<3° SZ2!<S8SG2r@bSr!*!l*e (J 


> ¿SB!!:#$SN$SoS?S7SN%9%?2%S%kS@SH!S¿;¿(Jswitch¿SBJ8SNCf$K¿ (Jswitch; $BJ8$, Տ"ՏՇՏՔչ (J 


ESB; wS?ShS&STSbSs$G$9!#4X0"@-SNS"Sk=hM} S4SHSKS*SHSaSF3 (J 
switch ¿$B$G4X?t$h$s$G!"$=$N$J$+$G¿ (J if ¿$B$H$+¿ (J switch ¿$B$H$+¿ (J 


¿S$B4X?t$SX$SN%]%S%s%?!"$NG[Ns¿ (J ¢gSBSK4X?tL>!"S$?Sa9~SsSQS5STSF3 (J 
ID 2SBSD$1$?$5S7SF=g=x$"S0$;$?S4!"SASgSCSHI?C32=S78*S9! #3 (J 
¢SB>UBVSr< (S9TQ?tSLMxMOS9SKSHSSSSS+SIS!!#3 (J 


switch { if } ¿$B$h$j$b¿(J if { switch } ¿SBSNS[S&S,SSSSS+SJ!)¿ (J 


_ einsiedler __ einsidle@cb3.so-net.or.jp __ _ 


--MESSAGE FILE 21803 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
58html.html 


--MESSAGE FILE 21804 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0159html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwJWk1l1YCROJTOhPCU5JEMkRiRJJHMkSJQ2JDgbKEo=?2= 
=?iso-2022-4p?B?GyRCJESkSiRqJUF 4kOSEpGyhK?= 

Date: Tue, 23 Sep 1997 21:54:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <608ecp$4b9@newsl1.scei.co.jp> 

References: <3426AE59.69D1E00F@aix.or.jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.77 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3427BBFB.44DF@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-RzgSBSGS"SjS*sol#e(d 


Youhei TAKADA wrote: 

> 

> £SB!!S3SsSKSASO!S9bEDSGS9! #2 (J 

> ¿Š$ŠB!!EE7b2&$K8-$1$FS_ _SsSJS,SsSPSCSFSkS;SS$SS+!$; (J 
> ¿$B!!%K%e!<%9$N=q$-9~$_$,>/$J$$$G$9$M!#¿ (J 


¿$B!!$, $S$P$C$F$^$; $s¿ (J(¿SB>P¿ (J) 
¿SB!!$S9$G$K$"$-$i$a$^$7$?!#z (J 
2$B!!S5SiSP#2#0K|1_! JSHS1SM!<SCSF!Kz (J 


> ¢£$B!!:#SNSOS?S7SN%S9S?SSSkS@SH!S3 (JIswitch: $BI8SNCESKz (JIswitchz;$BJ8$,S$"SCSF¢ (J 
> ¢$B!!S=SNCESK!&!&!&! &SCSFSI46S8SGS9! #SISsSISbSsS$GS7TSgSé&!#e (J 


¿SB!!¿ (Մ11258505"5յ5՞59Տ5, ¢ (Iswitch¢g $BSOS [SHSSSIS"SjS*S;$st#te (J 
é$B!!>r70$,@.N) $7$?>19g!"<! SN&k!<SWSG8FSP$1S$k=hM} $r@Z$ jBX$ (SFS*S9SsS$G! #2 (J 


¿ $B! !>uBVSrH=CGS9SkIQ?tSrMOSSSF!"¢ (TIswitchzg $B$G@Z$ jBX$ (ՏեՏհտյչ (J 
¿$B!!9bB.!J$JSOS:!K$GS9!#; (J 

——MESSAGE FILE 21804 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
59html html 


--MESSAGE FILE 21805 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0160htm1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJVclLbSUWIJWk1YCROJTOHPCUS5JEMkKRiRJJHMkS jQ2JDgbKEo=?= 
=?i1s0-2022-jp?B?GyRCJESkSiRqJF 4kOSEpGyhK?= 

Date: Wed, 24 Sep 1997 01:32:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <3427EF1B.897FF155@mxz.meshnet.or.jp> 

References: <3426AE59.69D1E00F@aix.or.jp> 

NNTP-Posting-Host: 133.205.180.96 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


ESBSI!<Sb!<z (JPsukez $BSG$9! #2 (J 
Youhei TAKADA wrote: 


> ¢S$B!!!!3K%e!<%9SN=q$—9~S_$,>/SISSSGS9SM! #2 (J 
2 SBS=S&SISs$G$9Sh! #$_Ss$I5$ 9gGSOSSSCSFSSSNS+S$Jz (J? 


> ¢$B!!SoS?S7Sb!$:#S, SSSPSCSFSAScCSSSHFO0S/2W23mS0%i%* Sr:nSCSFS*S9!#¢ (J 
> ¢SB!!S?S@!S$2a5n$N%3*%k%A%2?%9%/SN5-; VSrFISSS@S1ST!SSTS&SbSh$/SoS+3 (J 
> 2$B!!SiSTSSSNSG!$011~NO2!$7SGSJISsSHS$+$, SsSPSCSFSkF | !9SGS9! #2 (J 

> ¿$B!!¿ (J 


ESBS [S$X!<!#S=SN5-;vFISs$G$%S;Ss!#SISNItd,$, %S“SkSA%S?%9%/SGF0S$S/S$Ss$GS9S$S+¿ (12:58285ոչ (J 
ESBSN5-; VSSSOSCSFS_S*!<SO! #2 (J 


> 2$B!!M=A[0J>e$K>r70J8$, B?$$Ss$G$9! #SIS&SGS7TSQGSE! #2 (J 
> ¿SB!!:#$SNSoS?S7SN%9%2%S%kS@S$SH!S¿;¿(Jswitch¿SBJ8SNCf$K¿ (Jswitch; $BJ8$, $"SCSF3 (J 
> ¢SB!!S=SNC£SK!&!&!&!&SCSFST4E6S8SGS9! #STSsSISbSsSGST7SgS&! #3 (J 


ESBSOSS!"S* SAScS/SASCB?SSSGS9!#:#2SSOFCSKz (Jifz$B$,B?SSSGS9SM! #¢ (J 
¢ SBSGS$b; EJ} $J$$$3$H$G$7$g$4&!##2$D0J>eA*Br;h$,M-$C$?$i;¿ (J 
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Nick 


http://www.netyaroze-europe.com/~nslaven/ 
—-MESSAGE FILE 2307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01010 


-—-MESSAGE FILE 2308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001011 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Saturn BASIC? 

Date: Mon, 25 May 1998 20:25:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <3569C595.ECD7C7C9@compuserve. com> 
References: <3569987C.13CB@saqnet.co.uk> 
NNTP-Posting-Host: 1d02-153.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I remember reading something about this, but I thought it was some kind of 
underground hacker sort of thing, or am I thinking about the N64. 

Nick (S) 

http://www.netyaroze-europe.com/~nslaven/ 

Nick Ferguson wrote: 

Whilst daydreaming about Dreamcast I had this thought: 

Isn't there a Saturn equivalent of Yaroze called the Sega Saturn BASIC 


or something? I have a feeling there is, but it never made it outside of 
Japan. Does anyone know anything about this? Or did I dream it? 


VVVVVVV VY 


Nick 
—-MESSAGE FILE 2308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01011 


—-MESSAGE FILE 2309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001012 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Mon, 25 May 1998 21:41:15 +0200 

Organization: Debri Productions 

Lines: 1 

Message-ID: <1d91lsdi.f9uj1811sg54wN@[194.151.88.144]> 
References: <6kbkavS$hcal9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


sorry, can't help ya. Succes anyhow.. 
-—-MESSAGE FILE 2309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01012 


—-MESSAGE FILE 2310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001013 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Mon, 25 May 1998 12:20:49 -0700 
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ESBSISASiS+A*SVSNSK>r70J8! "F1IS8ShS&S$JTItd, SO0CSESHS3$@S1>r70IT8!"2 (J 
ESBSIS+SIS+; WS&ShHS&SKFOS+S : FCNCSDS/SCSF>r70J8! #32 (J 


ESBSHSASCSFSSSkS&SASKSHSFSbH8+$; SkS3SHSNSGS-SISS%=!<S9SKe (J 
ESBSISCSFSTS*°SSS*ST7S?1#S"!<SbS7S+S7SFSWSm%s0%1i%* SNAHJ}O0-SSSNS$+SJ3z (J? 
¢ SBEE762&%3%S%F%9SHSCSF%=! <%9SOE: LUSTSJIS/SFSbSSSSSGS9ShHSM! #3 (J 

bh lI 2) ol YON Oe OY of 
Psuke 
p_suke@mxz.meshnet.or.jp 

¿SB!!!1: (J 


——MESSAGE FILE 21805 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
60html.html 


--MESSAGE FILE 21806 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0161htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwJWk1YCROJTOhPCU5JEMkRiRJJHMkS jQ2GyhC?= 
=?iso-2022-jp?B?GyRCJDgkSyRKJGokXiQ5ISkbKEI=?= 

Date: Wed, 24 Sep 1997 01:37:32 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <3427F04C.1A214C86@aix.or.jp> 

References: <3426AE59.69D1E00F@aix.or.jp> 

Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.208.34.95 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


¿ $B! !9ÞED$G$9! #2 (B 


ա 


¿SB!!¿ (BifzSBSHz (Bswitchz$BSN!SSISASiS, Sh$$$+! JSASgSCSH8@SSJI}$, ¢ (1 
ES$B!!$^$:9$$+$J!) !KSO:#EY!J>P!K8&5fS7SFS_$*°S9! #3 (B 

ESB! !S?$VSs!SS53SNS"$?S 4S, SSSOSESk!VS"SkS435%:%3> IWSISsz (B 

$B! !S@SISCSF<B46S7SFS*S9! #3 (B 


¿SB!!SW%m%$0%i%s`SO!&!&!&!&!&!SS&!<!<$Ss!SF0S/%1%SY%SkS%*SG;¿ (B 
¿SB1!SSS/S+SJS!SCSF=jSGS9!#¿(B 


¿SB!!DySa@ZS$Sj$S*S$SGS"SHSbS&>/S7SGS9S1SI!SS"S-SiSaSJSSSGe (B 
¿SB!!4hD%$$jJS*S7SgS&!*¿ (B 


eSB US ode) 11211111 TJ pA TPJ] UPAYA TPJ a CB 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

Հ SBM' ?M$+S$iMWK>SNS"SC$?¢ (B98; SBMO#R#P#GS9SH!<%j%"Sr¿ (B 
ESBS"SCSWSmM!<SISTS*STS?! #1 ISASSSEHI#FBSGR=:n!Ke (B 


¿$B:G=*99?7F|;~!!!!1#9!?7#1#8¿ (B 
¿$B99?7M=DjJF|!!!!!!1#9!?!)!)¿ (B 

——MESSAGE FILE 21806 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
6lhtml.html 


--MESSAGE FILE 21807 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0162htm1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCPSQ5VCROT JkbKEI=?= 

Date: Wed, 24 Sep 1997 14:57:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19970924145730yasunaga@t3.rim.or.jp> 


Net Yaroze newsgroups message dump.txt 


References: <19970913234638yasunaga@t3.rim.or.jp> 
<5vljpj$cul@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.70 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


¿SBS3SsSKSASO!"¿ (BGSX-R¿SBS5Ss!"¿ (BMr.K¿SBSGS9!#; ( 


w 


ՀՏ8Ա9Տիտ)տջ"ՏՇՏԲՏ՞ՏՏՏ5)5՞575214չ (B 
>¿$B!!=$9T!a=$3XN99T$NN, $G$9$M!)¿ (8(՞՞չ 


¿SBS"S$S1!"=S$6H$,@5%$S7SSJ])S+SJ!)¿ (B(^^;;; 


¿ $B=$3XN99T$hN$J$O<+M3EY$, S"SCSF3ZS7S$+$CS?=S6HSGS7$S?! #2 (B 


program ¿S$B%U%S)!<%i%S`%j!<%s@!<;(B Mr.K (չՏ580817: (8 ¢SBOB90¢ 


E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 


(B 


) 
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—--MESSAGE FILE 21807 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


62html html 


--MESSAGE FILE 21808 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0163htm1l.html 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 


From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.program.freetalk 


Subject: Re: =?ISO-2022-JP?B?GyRCJUVclbSUwJWk1LYCROJTOhRPCUSJEMkKRhsoQg==?= 


=?1S0-2022-JP ?B?GyRCJEkkcyRKNDYkOCRLJUEokaiReJDkhKRsoQg==?= 


Date: Wed, 24 Sep 1997 09:50:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <kamon$21c519970924095019@news1.scei.co.jp> 
References: <3426AE59.69D1E00F@aix.or.jp> 
NNTP-Posting-Host: 210.136.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLgGSGS9! #2 (B 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote: 


>2SB!!SH$S3SmSG!$%2!<%* SNSWSm%0%i%> SCSFSISsSJ46S8SKSISCSFS*S9S+!) : (B 
éESBKMSN>19gSO!S%SaSSSsSk!<SWS+Si¢z (Bswitch; SBSG;z (B"ZSB%*!<SWSKSs%0¢ (B", "ESBS? SSSHSk2h 
Lig (BY; 
"; SB% %2!<%`Cf=hM)¿ (B", "¿SB%21<%`%*! <%P ! <= e EEE VY RE a E 


¿$B%3%s%H%m!<%i!<= hM} SCSFS$$e46S8SG$9! #2 (B 


¿SBSJSiSJSSShS&SK5SSr;H$CSFS2S9!#¿ (B 


¿SB$ ԱՆՆ 0%i%` a nSCSFS$k%a%, SG%b$G!$z (B 
2 SBSOS8SaSF2 (8(:58»Քչ (B) ¿$B4X?t%]%$%5s%?%F!<%V%k$KD)Q@O$7$^$7$?!#4X?t 


E a S rh O i O DE (B 


¿SBEvS?SjH=DJ$SJSSS+SK4X?t%]%SSSS?SF!<%SV%SkSJSsSsS+SOJXMxSJSNS+SJ!) 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


switchz$BJ, 4t8eSOS$9SO0SKIL4X?t SKHtSVShHS&SKSTSF! $2 (Bswitch¿$BJ8S$SNCfS,$SdSdS3$7S/¿ (B 


Տ | SS% oS %?SCSF¿ (B 


——MESSAGE FILE 21808 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 


63html.html 


--MESSAGE FILE 21809 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0164html. html 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
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From: SIN <sin@akina.or.jp> 

Newsgroups: playstation.ny.program.freetalk 
Subject: =?iso-2022-jp?B?GyRCUWOhPCVUGyhK ?= 
Date: Wed, 24 Sep 1997 23:53:52 +0900 
Organization: PlayStation Net Yarouze 
Lines: 21 

Message-ID: <34292980.661B@éakina.or.jp> 
NNTP-Posting-Host: 210.160.39.185 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; Լ) 


ESBS3SSSPSSSO!"#S#I#NSHSSSSS°S9! #2 (J 


ESB9U#FP#SSN3+H/;~SN3m!<%I; ՆՈՆ: $/S9SkKSASgSCSHS7$?5;Srz (J 
¢$BH/8+$7$?SNSG=q$-9~$_$% S918; (J 


¿SB9u#P#SS$SK%m!<%$I$7S$S2%$G!<%?$O%j%;%C%H%NS?%sSd!"; ( 

¿SŠBEE8; $r@Z$i$JS$S1$1$P!J%W%$m$%$O 0418 SKSHSCSP yCHTHESKLASLEP K ( (J 

¢ SBS=SN3G!<%?SOS=SNS*S*A4SF 9UFPHSSK; DS FS*S9! #3 (J 
¿SB$S3S1$SrMxMO$9$1$P!"3+H/;—-$K$*$1$k%$G!<%?%m!<%$I$O!"#22sLN0J9_¿ (J 
¿$B%G!<%?$rJQŠ ($ ?1tJ, $e8$1%Sm! <S1$9$1$PNI1$$$3$SH$K$JS3j$SAS9!# (J 


ESBNcS ($P!"SW%m%0%i%`$rJT=8$7$F$k;~!"%m!<%I#22sL\0J9_!"¿ (J 
¿SB%$W%m%0%si%S`%sG!<%?S@Sl1%Sm!<%IS7D>S7S9S1SP!"SSSASSSA2hA|SG!<%S?Sd!" (J 
¿$B2;@<%G!<%?$O!"%m!<%$I$7D>$5$J$/$SF$SSSSSh$&$GS9!# (J 


¿SB$3$1SG!"KMSN$hS$S&SJ05=L%"Sk%4%j%:%`SJ$SISrCN$i$JSSSW%m%š0O%Si%*SG$b;¿ (J 
ZSB3rFH/;-SKS*S1Sktmi<%I; ~4V$r8:$1$9$3$H5, PMhSA $7$?!#¿ (J 

eee a 
¿SBSJSsS+@bLQ@SOFqS7SSSGS9!#¿ (J 
¿$B%5%s%W%k%W%m%0%i%`$G$b=PMh$?$+$i!"$?$V$sC/$G$b=PMh$k$H; W$$$^$9!#!J!0!0!(¿ (J 


¿$B<~CN$N; V<BS@SCS?SiS*S=S*SDSG$9! #2 (J 
--MESSAGE FILE 21809 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
64html.html 


--MESSAGE FILE 21810 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0165html.html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.program.freetalk 
Subject: Re: =?iso-2022-jp?B?GyRCPSQ5VCROT jkbKEo=?= 
Date: Thu, 25 Sep 1997 21:14:30 +0900 
Organization: PlayStation Net Yarouze 
Lines: 13 
Message-ID: <60dkq4Sad5@newsl.scei.co.jp> 
References: <19970913234638yasunaga@t3.rim.or.jp> 
<5vljpj$cul@newsl.scei.co.jp> <19970924145730yasunaga@t3.rim.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.95 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <342A55A5.575A@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9! #3 (J 
Mr.K wrote: 
> gSBS"S1!"=S6HS, 85Տ57ՏՏՄ)ՏՀՏՄ/1) 2 (Մ(՞՞չչ:չ 


ՀՏՑ | !=S6HSH=S 9TSGSOA4A30cS&ShHSESTE (Մ(՞՞չ 


> ~SB=$3XN99TSHSISO<+M3EYS, S"SCSF3ZS7S+$CS?=S6HSGS7S?! #2 (J 


¿SB!!;3; {SK$S3SbSCSF!"8g$SjSr3+SSSF5"SCSFS—S$?SNS@SHz (J 
ESB! !;WSCSFSSS*S7$2¢ (Մ(՞՞չ 
——MESSAGE FILE 21810 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
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65html.html 


--MESSAGE FILE 21811 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0166htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "shul" <shul@network.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: ¿$B%m!<%I¿ (J 

Date: 29 Sep 1997 10:40:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <0Olbccbf9S30bb2e80S859c8ccb@shul> 

References: <34292980.661B@akina.or.jp> 

NNTP-Posting-Host: 203.140.156.133 

X-Newsreader: Microsoft Internet News 4.70.1157 


> eSB9UFP#SSN3+H/; ~SN%m!<31; ~4VSrC; $/S9SkKSASGSCSHS7$75; Sr¢ (J 
> ¢$BH/8+$7$?$NSG=q$-9~$_S*S9! #2 (J 


¿ $B; dSbS3S1CNSiSJS/SF!"012s=S@5S9SkKEYSK%m!<SISr7+$jIVSTSES*S7$2! #3 (J 


¿SB012sSN%Sm!<%sISK¿ (Jl¿$BJ, 62Տ/ 171) !KBTSDSNSKNIS/BTSCSFS?ST!"SHSSS*S5SiSI$,Si;WSSS*S9 
: (J 

5818: (J 

éSBESC£S+Si5SSESSSF!VSSS“*S*SGSN; «4ՄՏՕՏՇՏԸ |» !WSHS+SISCSFS*S7S?! #2 (J 


¿SBSIS&SGSbSSSSS1SI=qS$S-9-$`SNSbSR$S5$7$VS$jS@SJS!!#¿ (J 


¿SB9u#P#S<+BNSK? (SCSFSJS+SCS?SJS!!":G6a!#¿ (J 


¿SB9u#P#S$GSN%SWSm%0%i%`SNFDbMESKSD$SSSF=q$-9-$_$,$?2$S/$5%9s$"$j%$%S7$?%$, !"¿ (J 
¿SB;dSO¿ (JkojizSBSSS$sSNewems0%is $r$_$F!V$9$4$$$I$!!W$H; W$$$^$7$?$7!"¿ (J 


¿SBS=S1SHSOJLSK<+J,SHSO:nSkSbSNS, 0cS$S&!"?MS=S$S1S>S1S@SJ!7USH9-$, $C$?MM$J5S$, 797 2 (J 
¿SBS7S?!#¿ (J 


¿SB!V$SJ$SsS$SG$Sb$"$j!WSH$SS$SS&SHMpK=S$S+$bCN$1$2$;$s$, !V$3$&$7$J$-$c$@$a!"$3$1$7$+$@; (J 
¿SBSa!WS$SHSSS$&¿ (J 


¿SB@S$3&$h$j$O$S:SCS$SH7z@_E*$GS9Sh$M!#¿ (J 
¿SB9,SS$S!"SM%CS$SHSdSmS&S<SO!VSJSsSGSbS"Sj!J!)!K!WSN<B83%sW%m%8%'%/%SHSGS9S+Si!" (J 


¿SBH/A[!&AOBSSrBg;vSKS_SsSJSG@GS3&4QSr9-S2SFSSS-S?SSSGS9SM!#¿ (J 


¿SB!&!&!&SHS+SSSCSFA4A3%SW%m%0%Si%`SGS-SFSJSSSJ!"S*#%S1!J>P!K!#¿ (J 


shul 
——MESSAGE FILE 21811 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
66html.html 


--MESSAGE FILE 21812 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0167html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJWOhPCVJGyhC?= 

Date: Mon, 29 Sep 1997 17:10:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <kamon$21c519970929171042@news1.scei.co.jp> 

References: <34292980.661B@akina.or.jp> 

NNTP-Posting-Host: 210.136.1.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLGSGS9! #2 (B 
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SIN <sin@akina.or.jp> wrote: 
>i SBOUFPH#SSN3+H/; ~SNSm!<%1;~4VSrC; $/S9SkSASgSCSH$7$?5;$rz (B 


>¢$BH/8+$7$?SNSG=q$—-9~$_S*S9! #2 (B 

> 

>i SBOUFPHSSKSm! <SI$S7S2%G! <$?$0% 4S; SCSHS\S?SSSd! "3 ( 

>¢ SBEE8; S$r@ZSiS$SJS1S1SP!JTswsm%s0 ree Bene coerce Ts N (B 


>¢ SBS=SN%G! <%?SOS=SNS*S*°A4SF 9u#P#SSK; DS 4S*S9! #¢e (B 
>2SBS3S1SrMxMQS9S1SP!"3+H/;~SKS*S1Sk%G!<%?%m!<SISO!"#22sL\0I9_¢ (B 
>¢SB%G!<%?SrJQ$ ($?ItJ, $@$1%m! <SISISISPNISSS3SHSKSISjS*°S9! #3 (B 


2 $B$3$1!S=EMWS] 3$%s%HSGS$9SHSM! #FCSK#N#FYSNE>AWS 9ST! <SISOCYS9S.S$*S9S+Sil #3 (B 

¢ SBKMSN>19g$0!$2 (Bsiocons; SBMO%PSC%ASr! VSG! <%?%m!<%IMQz (B(A) g$B!WSH! VSWSmS0Si% > Sm! <z 
(B 
éSB%1!u%4!<z (B(B) 258: WMQSN#2SDSKS0$1!$5/F0; ~SK#ASr<B9T!$S$= or Sm%0%i% 3 (B 
2 SBSr<4D>$7$9$k$ 2 $SSK#BST<BOT | $$HS$$5$US&SKS7SF3+H/$7$FS$S$$" $9!#¿ (B 
¿SBSGSb!SS-SASsSH¿ (BCIP E SBSKS"SCSFS3SISSSHSSS1SISS$+$i!$sOsss0$STSISSswems0si¢ (B 
ESBS Sr=qS+SJS1515PSSS1SJSSSsSGS9ShSM; (B (¿SB>P¿ (B) 2514. (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


--MESSAGE FILE 21812 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
67html.html 


--MESSAGE FILE 21813 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0168htm1l.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCRUU3Y jImMJTMLcyVGJTkK1SCQsPSokbyRDJD8kKyRpPXEKLT1+JGIkJhs 
OSiE=?= 

Date: Tue, 30 Sep 1997 11:08:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <34305F03.4D8E9040@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3SSSKSASO; (JPsukez$SBS$GS9! #2 (J 
éESBS_SJIS5Ss!"EE7b2&S33SSFS59SHSN: nIJSOS9SPSiSTSSI*S, $G$- ea 
¿ $B; dSO<t+J, :nIJ$K!V$<S$s$<SsK~B-S7SFSJI!<!<!<SS!#!WSGS9! #2 (J 


éSBS5!<Dy$a@Z$ jSKSISCS?$3SHSGS$9S7S_SIS5S$s=q$-9~S$_Sr:F3+S7SFz (J 
ESBSHSIS"S(S:!"S*SUS_S*SG@9SF>eS,$m!<z (T!!!!!eSBSGSTS3$G3+:ES5S1SkSsS@SmS&! #3 (J 
¿$B!!¿ (J 


——MESSAGE FILE 21813 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
68html.html 


--MESSAGE FILE 21814 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0169htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCJCQkXiQOJGOhIiNQI2wjYSN5I3MjdCNhI3QjaSNVI24yfkIkNlcyaCE 
JGyhK?= 

Date: Tue, 30 Sep 1997 12:23:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <34307097.80COE5A7@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.180.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
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X-Priority: 3 (Normal) 


ESBS3SsSKSASO; (JPsukezSBSGS9! #2 (J 

éESB@hF]!"7;$,K?; (; oOSNBN83HGSGSP%S$%*%S0%6!<%Iz (J2 

¿SBSN¿ (UMOVIEF¿SBSr8+SFSSSF8@9gSSSKSJSjJS S7S?!#¿ (J 
¿SBKMSN!V$;SaSF71SONPSKS9SYS-S@!#!WS,S-SCS+S1SGS9!#¿ (J 


¿S$SB$=$1$O$5$F$*S$-!"¿(J8¿SB7n¿ (022; SBF|$N¿ (UKoji Yamamotoz$BS5$s$Nz (J 
é$BH/8@Sr$-SC$+S1SKFI$_$4$?S (SNS"S$kH/8@$,B3$-S*S7$?! #2 (J 

é SBS 3S1SOSHSFSbSSSSS3SHS@SHS*SHSSS*S9!l #3 (J 

éESBSSS*SN%2!<%* SO#3¢ (IDE SBSHSSS&NOSrFASF2?7$+0cS&SbDSNSKF'S_¢ (J 
¢SB=P$=S&SHS7SFSS$k; ~$t+Sb$7$1$%S; Ss! #S$$*S35N; ~E@SG2 (J 
¿SBSIS1S, Oe ee Ա: b 

ESBS?S@!"z (JYamamotoz SBS5$sSNH/8@SNCfSN: (J 

¿SB!V;dSNL<SO!"#2: ՏԱՆՅ 0 ՍԱՐԱԿ ՏԱՆ 

ՀՏԹՇՄՏ/Լ, MWS, S"SkSHS*SbSSS*S9! #2 (J 

ESBSoO$1$0$1$, sFS1%S$C; RSHSSSoS1$k$h$sESk: #$N; R6O!S?SAz (J 

S SBSO%2 !<%* SC; RSHBFSPS1SkSGS7SqS6! #2 (J 

¢SBSF%1%S$C; RS, %F%1%S$N1F6A$rBg$-$/<u$1$k$h$&$K¿ (J 

£$B%2!<%* $C; R$0%2!<%` SNIF6ASbBg$—-$/<uS1$k$0$:SGS$9! #2 (J 
éSB7kO@SOH* $iS$,=PS7SFS/$1S*S9Sh! #2 (J 

¢SBH* SiSKNISS1F6ASrM?5 ($15?S$iS3$N; :6HSOR.8y$GS9! #2 (J 


¿ $B; dSOSF%1%S$, Th$ 7SFNISS1F6ASP$+$ 4$rM?$ (SFS$/$1$?SHSOz (J 
¿SB;WSCS$SF$J$SSGS9!#S=S1SGSb@8S$-S$SFSSS1SkSNSb;v<BSGS9SM!#¿ (J 


¿$B!!¿ (J 
¿$B!!¿ (J 
¿$B!!¿ (J 


——MESSAGE FILE 21814 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
69html.html1 


--MESSAGE FILE 21815 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0170htm1.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJWOhPCVIGyhC ?= 

Date: Wed, 01 Oct 1997 00:32:44 +0900 

Organization: Japan 

Lines: 39 

Message-ID: <34311B9C.B7A192D0@aix.or.jp> 

References: <34292980.661B@akina.or.jp> <kamon$21c519970929171042@news1.scei.co.jp> 
Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.208.35.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


ESBS3SsSPSsSO9LEDSGS9! փ: (B 


> SBOUFPH#SSN3+H/; ~$N%m!<%I; ԱՐԱ $/S9SkKSASgSCSHS7$?5;$rz (B 
>¢$BH/8+$7$?SNSG=q$-9~$_$% $9!# (B 
> 
>i SBIUFPHSSKSm! <SIS7$2%G! <%?$0% 54%; %C%H%\%?%s$d!"¿ (B 
>¢ SBEE8; $r@Z$i$SJ$S1$1SP!JSW%m%$O%Si%` SKSHSCSFHCHI#PSKLAS1$P!Kz (B 
>¢SBS=SNSG!<%S?SOS=SNS*S*A4SF9uU#P#SSK;DSIS*S9! #2 (B 
>2SBS3S1SrMxMQS9S1SP!"3+H/;~SKS*S1SkSG!<%?%m!<%SISO!"#22sL\0I9_¢ (B 
>¢SB%G!<%?SrJQ$ (S$?ItJ, $@$1%m! <SISISISPNISSS3SHSKSISjS*°S9! #3 (B 


£$BS$3$1!S=EMW%] 3$%s%HSGS9ShSM! #FCSK#N#YSNE>AwS 9ST! <z (Bhe s $*°S9S+Si!#: (B 
¿SŠBKM$N>19g$O!S$¿ (Bsiocons¿SBMOSP%$SC%šASr!V%$G!<%?%m!<%IMQ; (B ¿Š$B!W$H!V%$W%m%0%i%`%m! 
¿ (B 
> ¿SB%SI!u%s4!<: (B(B)¿$B!WMQ$N#2$D$K$0$1!$5/F0;~$K#A$r<B9T!$$= Sn le SmS0%is ¢(B 
> + SBSr<4jD>$759Sk$? SSSK#BSr<BOT ! SSHSSS$&SUSGSKS$7SF3+H/$7SFSSS" $9!#¿ (B 
> ¿$B$G$b!$$-$A$s$H¿ (BCIP¿ ՆԱՆ... Օ«ՏՀ0Տ7ՏՄՏՏՀԱՇո«051չ (B 
> ¿$B%`$r= qS+SJS1S1SP$SS1SJSSSsSGS9ShSM; (B(¿SB>P¿ (B) g$B! #2 (B 


AVVVVVVVVV VV 


¿SBSoS?$7SO!$!V2hA|%SG!<%?!W!VSASCSASc$$S=SNB>SN%G!<%?!W!V%SW%m%0%i%`!WSN¿ (B 
2 SBHE3E@SNSE&SA! SAATtAWSKSNSH! $2hA| %G!<%?S$r=|S$$S$?SdSDSr$*$/S$kSaSDSH$r:n$C3z (B 
éSBSF!$2W2m%0%i%> $,%0%s%0$k!J>P! K$h$&$J>uBV$N; ~$O!$2hA| SG! <%?$SrAwSiS$J$$¢ (B 
ESBSG!"??SC9uUST>uUBVSG?'!9SASCSFES“*S9! #3 (B 
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2£$B!!2??SC9uUST2ZhHLLS rA0SK%33%s%HSm! <Si$GS+SASCS+SASCSASKSNSKS+SISj5SN!V46!We (B 
£SBS,1,MWSGS9S1S1!S$3SNS*S+S2SG%G%P%C%0; ~SNE>Aw; ~4V$, $+$J$JC;$/$J$J$^$7; (B 
SBS?! #2 (B 
SB! !$J$55; 1591: ~4VSK%j%; SCSH#2#O2SS0$"$2$4$°S ($C$F46$8$6$+$i!J; (BY; 


ՀՏ a) AT ee ETETE EIE PEPE el ea eed eto) dd) L eB 


ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

Հ SBM! 2MS+$iMWK>SNS"SCS$?z (B98: $BMQ#R#P#G%9%H!<%j%" $r; (B 
ESBS"SCSWSmM!<SISTS*STS?!#! ISASSSEHI#FBSGR=:n! Ke (B 


¿ŠB:G=*99?7F|;-!!!!#912#1#8¿ (B 

¿ŠB9927M=DjF|!!!!!!#9121)!)¿ (B 

——MESSAGE FILE 21815 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
70html.html 


--MESSAGE FILE 21816 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0171html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1i1so0-2022-jp?B?GyRCUVclLbSUwIJWk1YEJOODNDTCRDJEYKTiRPJEKKJiEpGyhC ?= 
Date: Wed, 01 Oct 1997 00:38:07 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <34311CDF.7086909F@aix.or.jp> 

Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.208.35.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


£$B!!$3SsSPSsSO!S9bEDSGS9! #3 (B 
2581 !#2#0K| SN>*6bSKSDSiS1SF%W3m%03i% > Sr$OS8SaSF!S$7k6140@. $0¢ (B 
ESBS7SIS+$C$?!VS=$3SiSKSh$/S$S$S=SE&ST!WeWsms0Sis*!<SGS$9!JTz (B*%; 


¿SB!!$J$s$; !SQu#P#S? (SCS ?SNSbH5WS7SVSj5S@SCS75; SSSHSSS&S+!$40; (B 
ESB@.$7S201SDSN%2!<%*> SHSSSESNSr:n$Sm$&SHS7S?5NS, =iSaSFS@SC$?2 (B 
ESBS; S$SS$+!S:#2s$+SI$ j%Wsms0%is> SN87S7S5Sr;WSSCNSjS*S7$?! #2 (B 


$B! !$=$3$G! SEE7TD2&$K8~S1SF:n$C$?!J8~S1SF:n$C$?$o$1$GSO$J$/; (B 
ESBSFSb!$!K%Wsms0%i%* SGSN!$<:GTCL!$7P83CL$r$_Ss$J$G=q$$SF$_¢3(B 
¿SBS“S;SsS+!)¿ (B 


co ԱՆԱՆ ԱՄՆ ԱԵԱ AAJ tE el ec ee i bA TEJ UQ YB 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/-kazta-ta/youhei/index.html 

Հ SBM! 2MS+S$iMWK>SNS"SCS$?z (B98: $BMQ#R#P#G%9%H!<%j%" $r; (B 
¿SB%$"%C%W%m!<%IS7S%S7S?!#!J%SR@%Ss%sF#9#8SG@=:n!K¿ (B 


¿SB:G=*99?7F|;-!!!1#912#1#8 (B 
¿ŠB9927M=DjF|!!!!!!#9121)!)¿ (B 

——MESSAGE FILE 21816 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
71html.html 


--MESSAGE FILE 21817 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0172html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwJWk1YEJOODNDTCRDJEYKTiRPJEKkKJiEpGyhC ?= 


Net Yaroze newsgroups message dump.txt 


Date: Wed, 


Lines: 79 
Message-ID: 
References: 


01 Oct 1997 01:00:29 +0900 
Organization: 


Japan 


<3431221D.74C5C5B0@aix.or. jp> 
<34311CDF.7086909E@aix.or. jp> 


Reply-To: kazta-ta@aix.or.jp 
NNTP-Posting-Host: 202.208.35.135 


Mime-Version: 
Content-Type: 


1.0 
text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; I) 


2$B!!S*°S:S$0!$;d<+?HSNS3SH! #2 (B 


2$B!!:#2s! SEE7D2&$N%3%3S%F%9%HSG! SSTSKSASiMS>!>*6b#2#0K| $K; (B 


¿SBSRS+$1SF!SSW%m%$O%Si%`$r:n$j;OSa$?So$1$G$9$,!$7k2LSOLS40;¿ (B 
¿SB@.!#SH!#@=:n;-4VŠ,C;S+SCS?$;SSSbS"Sk$1SI!SB>$SKS$Sb860xSO;¿ (B 


¿SBS"SkSH!#¿ (B 


¿$B!!!!<:GT#1!!4k2h$,$7$C$+$J$7$F$I$+$C$?!#¿ (B 


¿SB!1%21!<%` 
¿SBST!S<B:] 


SNBgBNSN9=A[SO!VF, SNCf IWSK$SGS-SFS?SoS1SJSsS@S1¿ (B 
TASKS 9Sk:n6HS,$7SCS+SjSTSFSIS+SC$?!#$3S515,L$40¢ (B 
ESBSK=*SoSCS$?01LHVSNM}M3! #¢ (B 
ee ts 5 O O ԿԱՐԱ a E Ա ԱԵՈՐ 


¿SBDI2C!SDI2C!SDI2C!SSHSDS.SOS.S@SiS1SN%SW%m%S0O%Ssi%S`9=BSSKSJc (B 
¿SBSCSF!$S%SW%m%$0%i%`$KS$*SH$S*S$S3jSHE)O01@-$,$JS/SJSCSF$7S“SCS?!#¿ (B 


¿SB!!!!<:GT#2!!<+J, SNSiSSSVSISISNSPS0!u5, 3USKG:S*S5S15?! #2 (B 


¿SB!!<+:n$N¿ (BEgLibrary¿$B$r; HSCSF4 2!1<%* Sr:n$CSFS$S$?S$o0S1$G6$9$,!$¢ (B 


ESBS3SNSiSSSVSiSjISKS+SIS 5SPS0S, @xSsSGSSSF!S99ISKS3SNSiSSSVz (B 
¢$B%i%jSN>-Mh@-SHS$S$&S+HFMQ@-S, <BSODcS$$$3$H$, H=L@! #S5S$iSKz (B 
ESBITL@NFSJE@! SSUSKSd$i!VSIS<!) S3SsSICMSr$o$?S9SN!) !WE*SJz (B 
éSB4X?tN* SNB8:_!#¢ (B 
2$B!!SDS$*$45S0!$@hS$r8+1 [$7$?; EMMSKSJSCSFSSSJS/SF!SS$+SDBg5, ¿(B 
¿SBLOSJ$Wsms0 %1%S`Sr:nSCSFS_SJSSSHJ, S+SiSJSSShS&SJSPS 0S,@x¿ (B 
BSs$SGSSS?SHSSS&SNS, S+SJUSJSDSiS+SCS?!#¿ (1 


on 


w 


2$B!!$?7$@!$$*S+$2SC% P%S$0$O=S$@5$5S$S1S?!#;EMMSO8eSGJQ99S7SF9=¿ 


¿S$SBC[S7D>$S9SH;WŠS&!#¿ (B 


¿SB!!!!<:GT#3!!%SP%SS%SJ%jJ%SG!<%?@8@.%sD!<%kS$Sr:nSkSNSK; ~4VS, S+S+$CS?¿ (B 


¿SB!!#P#SSNSW%$m%0%i%S`S$Sr:nS$Sk!JJY6/S9Sk!K;—-4V$,C;S/SJSCS?<Qo; ( 
¿SBSJ860x!#S*SCS-SJSG!<%?Sr07S ($k%D!<%SkSr:n$C$?S1SI!SS=SNz ( 
ESBI-BGSIT%SG!<%S?Sr<h$4j07S (,Sk#P#S*sW%sm%0%i%s`SO:nS1SJS+SCS?!#;¿ (1 
éSBS5SiSK! SHFMQ@-S,Dc$/!$S?SVSs>-Mh$G!<%?SN7A<0SrJdQ5S (Sk! Jz ( 
ESB: #SNS*S*S@SHSG!<%?SHS7SFSb; HSSSESi$S!KSNSG!SS=SN; ~$KS$%¢ (1 
¿SBS?=S@5$Sr2CSŠ(Sk!S$SS*S?SO:n$Sj$SJS*S5S$SJS-Sc$SSS1SJSS>uBV!#;¿ (Ց 

2$B!!:#SHSISCSFSOSPS$%$I%4SG!<%S?Sr<jSGF~NO$7$?JT}$,AaS+$C$?¢ (B 


U D w w w 


¿SBS+SJS!!#SH>/S7;WSCS?SjSbS9Sk!#SGSb!S%*D!<%k@=:nS$G%$N!<%i¿Ə (B 


S SBS SSISNz ԱԱ crepe S $$$VSs47S$1S8?SNSG0135SKSh$+$C$?0-S$+2 (B 


¿SBSCS?SHSO8QGS (SJSS!# (B 


¿$B!!!!<:GT#4!!¿ (Bint*¿$B!!$O#4$NG\?t$NS"%I%1%9$7$+$5$; C ss 


¿$B!!¿ (Bint, 


SB725NJO?tSrS559% ]%S%$s%s?SN%"%I%1%S9CMŠ, Ար Աա 


sns ՅԱՆ ՅԵ: 2?@8@.3D!<%SkSNJQ995ZSS¢ (B 


¿SB%G!<%$?Š$N; 
¿SB$3j;-4V$, $+$+$C$?!#¿ (B 


ԱԱ 1 Ree A te gig oT jp ¿Q 


¿SB!!%SD!<%SkS$SNJQ99SHS$SSS&SNS,S+SJSJDK<3j)S@GSCS?!#¿ (B 


¿SŠB!!11<:GT#5! ! #PHSSNSIiSSSVSLiSISN; EMMS, Sh$ /SoS+$i$SJS$S+$CS?!# (B 


¿$B1!$3$S1$O7P83ITB-$+$J$!!)011-7P83ITB-SH$7$F$*$3S&!#; (B 
¿SB!!S3SNS*S+S2SG4A;z%SU%)%s%SHS,;HS(SJS+SCS?!#SbS&>/S7JY6/¿ (B 


¿SBS79SFS*S3S&SH;WS&!# (B 
¿SB!!S5$Si$SK!S¿ (Bqsort¿S$SBS, 5155ՏԵՏԵՏ՞Տ/51Շ-Տ7ՏՄՏ/Տ/ՏԲ Մ:  (Bqsort¿$BSr8F¿ (B 
_S*Sk!#3R!<%WS0z (B128kz SBSbMQOUS7$?$1$IBLL\S@SC$?!Kz (B 
(Bqsort¢, S$B$Sr:n$CSFS=SN>1S5rS7SNSSS@! #2 (BqsortzSBSCSFSAScS$sSH3 (B 


¿$B$S=P$9$H; 


éSB<+:nSNz 


ESBFOSSSFS*S9S+!) ¢ (B 


éSB!!!!<:GT#6!!; £SN4k2h=q$,$$SS+SK=EMWS+SrS"S$iS?SaSF;WSSCNSCS$?¢ (B 
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Net Yaroze newsgroups message dump.txt 


ESB! !Sd$C$0$35; f$, BG@ZS@SIS!SH;WSCS$?! #2 (B 


ESB! !<:GTCL$7$+$I$$$ns$&$I5$$, $9Sk$1$1!S$*Ssscst 
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!#¿ (B 


¿SB!!B>SKSb$$$SCSOQOSSS"$SJS%S9S1$I!SS=S1S$SOS=SNS&SAS[!<%`%Z!<%S8SK; (B 


éSBSGSb=q$ 3$&$+$I$ !SCSF;WSCSFS*S9! #2 (B 


¿$B1]111111111111111)11111)1]1]J1J1]1J1J13J1]1]1] 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 


]i]!]t]e(B 


http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 


2 SBM' ?MS+$iMWK>SNS"SC$?¢ (B98zSBMO#R#P #G% 9H! <%4% 


ESBS"SCSWSm!<SISTS*STS? FE! ISRSSSFHIFSSGR=:n! Ke (1 


¿SB:G=*99?7F|;—-!!!!#9!12?#1#8¿ (B 
¿$B99?7M=DjF 


"Srg (B 
B 


——MESSAGE FILE 21817 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 


72html.html 


--MESSAGE FILE 21818 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0173htm1l.html 

Path: chuka.playstation.co.uk!chuka.playstation 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 
Subject: 
Date: Wed, 
Organization: 
Lines: 16 
Message-ID: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


01 Oct 1997 15:04:00 +0900 
PlayStation Net Yarouze 


202.247.161.49 


B 


¿SBS3SsSKSASO!"¿ (BMr.K¿SBSGS9!#;¿ (1 


.co.uk!newsl.scei.co.jp!usenet 


=?1S0-2022-JP ?B?GyRCRUU3Y j ImJTM1cyVGJTk1SER5QFohKhsoQg==?= 


<19971001150400yasunaga@t3.rim.or.jp> 


éESBSDSSSK%S3S3SSF%S9SHDY@ZSHSISFS*STS?SMS'!#;22CS5S1S?T}!"S*HHSIMMSGS7S?! #2 (B 
ESBSISNS/SiSS:nIJS, S"SDS*SCS?SNS+SHS+!"SISs$I:nIJd$, S"SkSNS+SHS+5SSKSISk3e (B 
ESBS3SHSOS"SkKSNSGS$ 9S, !"SHSIS"S ($:SOS*SDS+$1$58*SG$7$?! #2 (B 


ESBSSSF!"S?S3SNS9S1SSSSSNOFSGS9S, !"SSSS$GS9SM!*S3S&S$SS&%W%Sm%0%1i%S`SN<:GT;¿ (B 
¿SBCLS$SJSISOS"SHSGHs>oSK;29MSK$ŠJSkKSH;WSSS*S$S9!# (B 


¿$B!J$*$b$7$m$$O0C$, $"$C$?$i!"; (BYaroze Japan ¿$B$G$b>R2p$7$?$$$J$!¿ (8(՞՞ 25818. (B 


program ¿SI 
E-mail address 


BSUS) 1ՀՇ15՝`5)1Հ501Հ. (8 Mr.K 
program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 


(2580817չ 


(B ¿SBOB90; (B) 


——MESSAGE FILE 21818 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 


73html.html 


--MESSAGE FILE 21819 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0174html.html 


Path: chuka.playstation.co.uk!chuka.playstation 


<5vljpj$cul@newsl1.scei.co.jp> 

<19970924145730yasunaga@t3.rim.or.jp> 

<60dkq4Sad5@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.121 
Mime-Version: 1.0 


.co.uk!newsl.scei.co.jp!usenet 


From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 
Subject: Re: =?I1S0-2022-JP?B?GyRCPSQ5VCROT jkbKEI=?= 
Date: Mon, 06 Oct 1997 19:39:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19971006193942yasunaga@t3.rim.or.jp> 
References: <19970913234638yasunaga@t3.rim.or.jp> 


Net Yaroze newsgroups message dump.txt 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


2 SBS3SsS$KSASO!"z (BGSX-R¿$B$5$s!"; (BMr.KzSBSG$9! #2 (B 
>; SB! !=$6H$H=$9T$G$OA4A30c$&$h$&$J; (8(՞՞չ 


ESBS*SCS?$/$G6$92 (B (^^; ¿$B!#L5CN$V$j$rK=0*$7$F$7$^$$$^$7$?; (B(^^; ESB! #2 (B 


>¿SB11;3; {SKS3SbSCSF!I"8g$j$r3+S$$SF5"SCSFS—-S ?SNS@SHz (B 
>2$B!!;WSCSFSSS$*S7$2¢ (B(%%; 


w 


¿SB;3; {SHSSSEShS ISD! "S@S@SCSTSm$$ : =GySH$$$C$? 46S 8SN$SH$ 3$m$G$9! #z ( 


program ;SB%SU%) !<%i%° S4!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : ՆՆ... 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
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--MESSAGE FILE 21819 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


74html html 


--MESSAGE FILE 21820 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0175html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1ISO-2022-JP?B?GyRCOiNHLZpHPWkkTiUiJS81OyU5GyhC?= (*%; 
Date: Fri, 09 Jan 1998 16:31:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19980109163157yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.131.141 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


ESBS3SsSKSASO! "2 (BMr. Kz $BSGS9! #2 (B 


ESBCY$/SISJ$S*$7$2$, !"L@S1S2S7SFS*SaSGSHS&S4S6SSS S9!#¿ (B 
éSBK\G/SbShS$m$7$/$*45SSSS$?S7S*S$9!l #2 (B 


¢ SBS=S1SKS7SFSb4XE1COT} $0$9S48SAcSGS7$ 25M! #; dSOBgG5\$*SG5"SkSNSKz (B 
éSB9b: j@~$,;_$*$kSO!"5~IME1LKL@~Sb;_S*S$kSOSG!"!V<jCI$,$I$SS!*!WSHe (B 
(B 
'¿ (B 


¿SB;WSCSFS"S-SiSaS+S1SFSSS?SsSSGS9S, !"!VS=S$S&S@!"?744@-SJSi!WSHS5S¿ 
ESBS, $D$—!"2744@~SGBg5\$*$G5"S$CSFS-$* ԱՆ eee 
¿ $BOF303'$5$s5$$, SDS+SISSSbSNSISNS@SISH; W$$$^$7$7? !#¿ (B 


¿SBSHS3Sm$GEE7b2&%$3%s%$F%9%H:nIJ%G%#%1%/%H%jSOFCSKH?BP$N0U8+$O$"¿ (B 
¿$B$J$^$; $s$G$7$?$N$G!"6aF|Cf$K:n@.$7$F<u$1IU$1$?$$$H;W$$$^$9!#z (B 


program ¿$B%U%)!<%i%`%j!<%@0!<¿ (B Mr.K (չՏ80817: (8 ¢SBOB90¢ (B) 
E-mail address : ԱԱ S 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 


——MESSAGE FILE 21820 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


75html.html 


--MESSAGE FILE 21821 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0176htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (Եօ0ԿՆ)) 
Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1ISO-2022-JP?B?GyRCOiNHLZpHPWkkTiUiJdS81O0yU5GyhC ?= (*%; 
Date: Wed, 14 Jan 1998 00:36:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <19980114003610bo0wy@t3.rim.or.jp> 
References: <19980109163157yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.184 


Net Yaroze newsgroups message dump.txt 


Organization: SCEA News Server 

Lines: 55 

Message-ID: <3569C491.F6ADB8B7@sinclair.net> 
References: <3569980E.51FC@saqnet.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Sega must not like developers or something. Proprietary 1 Gig CD 
format? This means that developers won't be able to burn their own CD's 
for testing. The company I work for did something like that once - they 
used special 79 minute CD's that hold 800 MB. It took their CD pressing 
company 2 weeks to get a standard CD burner that could handle that. 

They should have gone with DVD - yeah, they are a little pricey, but it 
would still sell in Japan, and in the year before being released in the 
U.S., DVD prices would drop. 


And I think they are being dumb in their choice of programming libraries 
— when going for ease of use, they chose Direct X?! Id Software looked 
into converting Quake to Direct-X, and after 2 weeks, gave up on it. 
When they tried Open-GL, they had a preliminary version running in 2 
days. Plus, you know the system is going to be a shovelware system - 
they'll end up with loads of computer translations. A few computer 
translations isn't bad, but when a majority of homes have computers in 
them, who's going to buy 2 of the same game? Only true fanatics (like 
me, I'm gonna buy FFVII PC even though I already have Psx version). 


Nick Ferguson wrote: 
Hiya all, 


Yeah, so we're all Sony cadets but this IS freetalk, y'know :-) 
Anyway, 
from what I understand of them, and I don't think the name is *that* 
bad... The logo is quite funky, too. What do you guys/gals reckon? 
If you haven't really been fussed to look it up, try going to 


I have to say I'm fairly impressed with the "Dreamcast" 


Page 1462 


specs, 


of system RAM, 
machine's pads 
but also works 
titles include 
some new Sonic 
Japan, with US 
who'll be impo 


along with a v. 


"on the hoof". 


www.seganet.com or www.fgnonline.com for some info. 
to be a proprietary 1 Gig CD format, 


The highlights seem 
a 33.6 modem as standard and 16 MB 


natty-looking "PDA" which slots into the 
(a cross between the Saturn analogue pad and the N64's) 


It also has 4 pad slots a la N64. 


Launch 


VF3tb, Daytona 2 and probably Sega Rally 2 as well as 


game and probably D2. 
and European dates set for a year 
then? 


rting one, 


games 
off, 


VVVVVVVVVVVVVVVV VV VV VV V 


Nick "saving t 


= Joshua Meeds 
Dreamwriter Dr 
—=UDIC=- 


he pennies" F 


agon 


ae): 


We are the music 


-makers, 


And we are the dreamers of the dreams 


— Willy Wonka qu 


oting 


Arthur O'Shaughnessy 
—-MESSAGE FILE 2310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01013 


I think things look promising for the Dreamcast. 
(that aren't straight arcade ports) 
Sony are going to really have to pull 
hat for the PS 2...which I'm sure they will 


(*slurp*). 


Launch date is 20th November in 
(WTF?!?!) 


after. So, 


If it gets some decent 


and if the modem aspect takes 
L something nifty out of their 


-—-MESSAGE FILE 2311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001014 
Path: 


From: Joshua Meeds <dreamer@sinclair.net> 


chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


Net Yaroze newsgroups message dump.txt Page 14611 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.025 


¿SB<ALdS$SGS9!#;¿ (B 


Mr .KzSBS5S$sSO=q$-S*S7$?!#¢ (B 
> 2 SBSHS3SM$GEE7b2&%33%3S%F%9SH : nIJ%GS#31%/ SHS j SOFCSKH?BPSNOU8+S0$"3 (B 
>2$BS4$*S; $s$G$7$?2SNSG! "6aF |C£SK:n@.$7SF<uS1IUS$1$?$S$$H;WSS$S*S9! #2 (B 


¿SB4(ISK%W%m%0%i%_%s%0%U%) !<%i%> SKEPO?S7S$FS$k>19g$b:FEPO?$7SJ$$$Hz (B 
¿SB%$@%aSGS7SgS&S+¿ (B? ESB! #2 (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

--MESSAGE FILE 21821 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
76html html 


--MESSAGE FILE 21822 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0177html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GYRCOİNHLZpHPWkkTiUiJS8lOyU5GyhK?=(^^; 
Date: Wed, 21 Jan 1998 08:33:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <34C53431.5C17@246.ne.jp> 

References: <19980109163157yasunaga@t3.rim.or.jp> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SSSKSASO!"¢ (JUkrd¿SBSGS9!#¿ (J 


¿SŠB!!FE7b2&%S3%Ss%*F%9%SH:nIJ%SG%S#%S1%/%H%j$, SGS-SFSSSkKMMSGS9S,!"3 (J 
¿SBS3S1SO;22C<TS, 3F<+EPO?S 9SkSbSNSJSNSGS7SgS&S+!)¿ (J 


¿SB!!$=$1SH$Sb4IM)<TB&SG!"EE7b2&%$3%s%SF%$9%HSN:nIJl-Jg%$G%#%S1%/%H%jŠSNFbME$r¿ (J 
¿SBON9TS7SFSbSiS (SkSNSGS$S7SgS&S+!)¿ (J 


$B! !!I1~JIgsGs#%1%/%H% jSNFOMFSOS=SN$“*$%*; DSCSFSSS$k$_S$?SSSISNSG!Kz (J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—--MESSAGE FILE 21822 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
77html. html 


--MESSAGE FILE 21823 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0178htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCOiNHLZpHPWkkTiUiJdS81O0yU5GyhC ?= (*%; 

Date: Mon, 26 Jan 1998 16:54:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19980126165405yasunaga@t3.rim.or.jp> 

References: <19980109163157yasunaga@t3.rim.or.jp> 
<19980114003610bo0wy@t3.rim.or.jp> 

NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


Net Yaroze newsgroups message dump.txt Page 14612 


¿SBS3SsSKSASO!"FbF#S5Ss!"¿ (BMr. Kz SBSGS9! #2 (B 


>¢SB4 {$K%W%m%0%i%_%S%0%U%) !<SiS* SKEPO?S7SFSk>19gSb:FEPO?S7SISSSH¢ (B 
22585 ՕՏՅՏՇՏՄՏՉՏԵՏՀ: (B?zZSB! #2 (B 


2£$B4 { SKEPO?$7SFS"SkSbSNSK4X$7SFSOS3SASiSGO\FOS9S1SPSH; WSCSFSSS$?SNSGS9¢ 
é$BS$, !"SI$1$,EE7b2&%3%s%F%9%H:nIJ$+$I$&$+SNH=CGS, Ee Ք (8 
¿SBSSSJS+SCS?SNSG!"S3S&SSSCS?=hCV$Sr<hSiS;SFSSS?$@S-S*S7S?!#¿ (B 


éSBSGSb!":FEYS"SC3W%m! <% eee Ը` (B 
¿SBSFSSSkJ)SO!";d$S$SG%Sa!<%SkS7$SFSSS?S@S/SHSSS&SNSOSIS&SGS7SgS&!) 


¿SBEPO?$G%#%1%$ /%H%j$H%U%!%$$%kL>!"S$=$1$+SiEE7b2&%G%#%1%/%H%jŠ$SK%3%T!<$7$?; (B 
¿$B$i!"85$N$O;D$7$F$*$/$+$I$&$+$r%a!<%k$G$*4j$$$$$7$7$^$9!#¿ (B 


program ¿S$B%US%Ss)!<%i%S`%j!<%s@!<;(B Mr.K (¿SBOB1J¿ (8 ¢SBOB90¢ (8) 
E-mail address : See o Մ 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21823 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
78html html 


--MESSAGE FILE 21824 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0179html.html 

Path: chuka. playstation. co.uk!news1.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1S0-2022-JP?B?GyRCOiNHLZpHPWkkTiUidS81OyU5GyhC?=(*%; 

Date: Mon, 26 Jan 1998 17:00:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <19980126170017yasunaga@t3.rim.or.jp> 

References: <19980109163157yasunaga@t3.rim.or.jp> 
<34C53431.5C17@246.ne. jp> 

NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


¿SBS3SsSKSASO!"¿ (Bkrd ¿SBS5Ss!"¿ (BMr.KzSBSGS9! #2 (B 


>¿SB!!EE7b2&%$3%s%SF%S9%H:nIJ%$G%S$#%1%/%SH%j$, SGS-SFSSSkMMSGS9S, 1"2 (B 
>¢SBS3$1S0; 22C<TS, 3F<+EPO?$ 9SkSDSNSISNSGS7Sg$&ES+!) չ (B 


> 
>¿$B!!$= ՍՏԱՆԱՐ ՏՐ GD. nIJl-Jg$G%$#%1%/%H%j$NFbMFŠr¿ (B 
>¿$BON9TS7SFSbSiS (SkSNSGS7SgS&S+!)¿ (B 


¿SBS"1"$=$&Š$Š+!"EE7b2&%3%Ss%$F%S9%H:nIJ1l-Jg%$G%$#S1%/SH%j$, $"S3$2S7$S?SM!#$=SA¿ (B 
¢SBSiSNFbMFSr%3%T!<S9S1SP4IC1SG$9SM! #$351$0; d$N$[$&$G$O0\FO$G$-$^$; S$sSNz (B 
ESBSG!"4IM}<TSNJI}S$KS$*4j5SSS$7SFS+SiSKSISCSES7$*S$$*S$98, SS$S$G$7$g$&$+!#z (B 


program ;SB%SU%) !<%$i%° S4!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 

E-mail address : eee ea Araneae N 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 21824 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
79html html 


--MESSAGE FILE 21825 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0180htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOiNHLZpHPWkkTiUiJS810yU5GyhK?= (*%; 
Date: Wed, 28 Jan 1998 08:00:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <34CE66F5.5F0E@246.ne.jp> 

References: <19980109163157yasunaga@t3.rim.or.jp> 
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<34C53431.5C17@246.ne.jp> <19980126170017yasunaga@t3.rim.or.jp> 
Reply-To: krd@246.ne.jp 
NNTP-Posting-Host: 202.222.92.94 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SsSKSASO!"3z (JMr.KzSBS5Ss!#2 (JkrdzSBS$G$9!#2 (J 


¿SBLdBj$, STISSSh$E$G$7$?S$i!"Sh$m$7$/$*4jSss7$*sol#e (J 


¿SB$SbS7!"4IM)B&SGONF0S9SkS3SHS, :SFqSGS"$k>19gs$O!"¿ (J 
¿SBS$=SN;]!"9pCN$7SF$SS?$S@S1SkSH=uS$S+$jS2S9!#¿(J 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 21825 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
80html.html 


--MESSAGE FILE 21826 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0181html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJTs1LCRORKM1diRDJEYbDKEOo/Pz8=?= 
Date: Thu, 29 Jan 1998 20:41:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <34D06AFA.6C83@mxp.meshnet.or. յք» 

References: <343F7C82.60832FA0@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.145.196.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


Psuke wrote: 


éSBS3SsS$KSASO; (JPsukez$BSGS$9! #¢ (J 


> 
> 
> 
> ¢SBK?; (7 oSN: #=59£SKSNSCSFSSSk%;%, SNFC5VSCSF¢ (J 

> eSBSIS&SSS&IWSISNSGS7SgS&! #K\SKSO!V; kKE@@ZS5IBXS (94525511: (J 
> 2 SBSN; HMOSK4XS 9SkSbSNSHSISCSFSSS%*S9S, 1". (U2???2?;SBS$SGS$9!#;¿ (J 
> 
> 
> 
> 
> 
é 


¿SB$3S1S@S1SGSOS5!<SQ$jSoS+$jS*S;Ss!#¿ (J 


¿SB%M%$C%HSd$m$&S<$G$S3SNFC5vSKS$SR$CS+S$S+$kSDSNS$O¿ (J 
¿SBSDS/S$S19JSSSs$GS7SgS&S+SM!#¿ (J 


SB8ESSSM%S?SGS$9S,¿: (J 
1.¢SBS"!<%1!<%ISGSISISISPSSSSSNSQ@z (J 


¿SB01HLOQSHS7SFFC5vSO;wS?S$ShS&SJSNSbJ, Լոտ, 0ՇՏ (SP#O#KSES+Si!"S3S8S7%E!<S*SK4Xe (J 
¿SBS7SFF1MMSNFC5vSrJ;4jJ$S7SFSJS1S1SP;HSCSFSSSSSOS:!#¿ (J 


2.¿SBSSS-SJSJ@ZSJBXSoSkSNSOSSSSSNS@¿ (J 
¿SBSISCS+$G8+S?J8SKShSkSH!";kERGQ@ZS3jBXS (7; “SK3J$S1S+SK@ZSjJBXSoSk!"SDS*Sj!V%S:!<¿ (J 
¿S$B%` !W$,FC5v$N?75, SUEQSG!";kEG$,@Z$JBXSoSk$3S$SH<+BN$O%SUSi%SS%H%7%_%e%1l!<%?¿; (J 
¿SBEy!"0JA0S+$1$S"SCS?SbSNSGS9!#¿ (J 


bero@mxo.meshnet.or.jp 
—-MESSAGE FILE 21826 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
8lhtml html 


--MESSAGE FILE 21827 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0182htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.program.freetalk 


Net Yaroze newsgroups message dump.txt Page 14614 


Subject: ¢$B%,!<!<%s¢ (J 

Date: 4 Feb 1998 13:42:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bd3171S8a516ee0S$60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢ SBSASCSHIUSWS1S9SFS, 285, 2ZHSKSASCSFS—! JSHSCSFSHCYS$; 22CSGS9SIST!IK!I": (J 
ESBS [!<%°SZ!<%8Sr; 6: vS7SIS, Տ11"ՀԻՄ, $G$b7Z$$%7%e!<%F%#%s%0$H$+$r!"; (J 
¿SBO1H/:n$CSFS_SkS+S$SH;WSCS?Lp@h!"%,!<!<!<!<!<!<!<%$Ss!*!*!*¿ (J 


¿$B:G=i$KEE8; $rEjJF~$7$?;~$+$i7y$J2; $rH/$7$F$$$7?; (CD-ROM SB%1%i%S$%V¢ (J 
¿$BS, ! "4mW L¿SBSrFIS*SJSSSsSGS9!#;¿ (J 

¿$B2f$, 2H$KMh$F#1#2;~4V!"3'$5$5s$N%2!<%`$r>/$78+$k$3$H$, $G$-$?$@; (J 
¿$B$1$G!"$I!<$7$h$&$b$J$$>uBV$K;¿ (J 


LSB: #F | SNCK4VSKz (USONY¿ $SB$5Ss$KEEOC$r$+$1$?$Si!"!V=i4|ITNISH$7$F07$C¿ (J 
ESBSFSbFIMMSUN.S1SKSISKSNSG! "=SM} SHS 7SF%5!<%S%9SKAWSCSFS/S@S5SS!"3 (J 
¢ SB=SM} SO#1=54VS [ST$S+$+$4S$*°S9!WSHSNNdS?SSS*8@MU!!!T!O#O!O!(! (1 (2 (J 


¿i SBZ2HSKSdSCSFS—-S?9uSWS1S9SFS/SSSO!"2FS, 2ZHSK#4#8; ~4VSbSSS:SKIB1!¢ (J 
¿SB9TS-S, THDISTSFS7TS*SSS“*STS?SNSG!": #F | SO2y$7S$S$+SiEOLKSG3WSme (J 
éSBS0%i%_SSS0ST7TSFSdSk!A! J#1#02SSK; (J1zSBEYS/SiSSSON) SA>eS, eke tei i Kime (J 
ESBSH8@SSSDSD!":#SOS5%SSSWSKSN% \1<SkSr30% CSISGFOS+S7SF!"<+5!%-Sc¢ (J 

2 SBYiSNFOS—Sr:n$CSFSSS$*$9! #2 (J 


ESBSUS%!A! "SASgSCSHOrCTSCSFS_$?$+SC$?!!#C#att#if#i¢sth, (Մ 
—--MESSAGE FILE 21827 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
82html html 


--MESSAGE FILE 21828 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0183htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskOiUsITwhPCVzGyhK?= 
Date: 5 Feb 1998 14:50:40 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1OQgGV09SS1IM=?= 
Lines: 14 

Message-ID: <6bcjk0Sm0u@newsl.scei.co.jp> 

References: <01bd3171S8a516ee0S$60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 210.135.67.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


cat fishz$B$5$s; 0$a$*S7$F¢ (JTPM. CO; SBSHSbS&$7$*S9! #3 (J 


ESBS*SE@!"S"S*SIFOS+SSSISFSSSISSSNSG!"S$3S1S+SiSNS3SHSISs$G$9$,!"3z 

PSE SBSCSFBTS ! $7$FS$Sk5$"$$8@Sbz (JCD-ROM; SBSr25875FS$SkS5NSG! "z (J 

¿SBO1EY; (JSIOCONS SBSrN) SA>e$2$?$i!"3+H/CESHS+S09uz (UPS¿$B$SN%U%?Sr3+$SSFP¿ (J 
SSB; SaSFS*S/SHS5S1SJSk8N>cCS,KI; SGS-SkSH;WSSSAS9SNSGS*;nS7$"Sl!*¿(J 


¿SB#T#P#M!S#C#O¿ (I ¿SB#S#O#F#T¿ (I ¿SB#W#O#R#K#S¿ (J ¿SB#1#9#9#8¿ (J.e SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url shttp://wwwl.scei.co.jp/~ chu02331 

2 SBEM#S#XHG! VS? SMSF S454! ESV! <SISS!<! WH: (J/31¢ SBDLHN3+; O¿ (J 


——MESSAGE FILE 21828 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
83html.html 


--MESSAGE FILE 21829 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0184htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.program. Pe 

Subject: CW¿$B;H$C$F$$$k?M$O$$$^$; $s$+!) 
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Date: 11 Feb 1998 18:54:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <01bd371d$3465ada0$60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢SBSUS% !ASASCSH5"SCSFS-$*S7S$? 9USWS1S9SF!<S7%g%s! #2 (J 

2 SBSASCSQ$5STSC%/S"SCSWItSN=i4 | ITINIS@SCS2MMSG! "#3#hSb; HSCSF8r49=SM}$5$1¢ (J 
¿SBSFLaSCSFS-S*S7S2?2!#¿ (J 

¿$B:G=i$+$im5$$$F$7$^$$$^$7$?$, !"L@F|$+SiM7SVS>!A! #2 (J 


¿SB$=$&$S=$&! "SMSCSHSdSm$ &$<S$r;OSaSk$KS"$?SCSF!I": a pea 
¿SB5S$, 2Մ5-ՏՄՏԻՏՇՏՉՏԱՏՇ) "D>SOSK#CHWS YM jSSSGST7TS*°SSS*°S7S2?! #2 (J 

C++2$] ee ee a 05 ԿԱՐ DS anes 
¿SB;WSCSFSSS?SNSKS#!A¿ (J (“o %;;; 

ESBSiSSSVSISISNCESK! "2 (UC++¿ SBSNM=Ls815$r; HSCSFSSSkJI*S$,M-SkSHSOM=A | s sa (J 
ESBS&!<!<Ss!"B. EY5>@7SKS7SF2i%$3V3i35 SrHoSH8@S&<jSOM-Sk$H; WSSS% ԱՆՎ 

| SBSs$"$49%S°S7$/L5$$SGS9ShSMS' ! J>P ! K; (J 

é SBS=$3S$@S1HrS1$F; HSoST$SSSh$&SKS9SKSHS+SbDFIMMS@ShSIS!2 (I (“ ՞չչ: 


¿SBS"SH!"<B9T7A<0SNSUS!SSSkSr: fil oar ԱԱ ՈՐՐ $79~SaSJSSSH;: (J 
ESB=qSSSFS"S5S*S9S, !"S3S1S@SHG[I[SK:SSjS*S9ShSMS'!#¿ 
¿SBS3S3SG!"#C#W; Արա ss ՀԵՆ $; $s$+!) e 5 


£SBS°%C%/SG; HS ( a lU) ee QO] L ac ele 
7$B7/SG4nD% Sk$7S$S+L5SSS+SJS!¿ 

¿SBSOSF$5S$F!"2?S+$i:nS3jS S sz 2SBK|G/=i2?4<TSNz (JCatfish 
--MESSAGE FILE 21829 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
84html html 


--MESSAGE FILE 21830 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0185html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: CW=?ISO-2022-JP?B?GyRCO0gkOyRGUCQkaz INJE8kICReJDskcyQrGyhC?= 
Date: 13 Feb 1998 13:53:45 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 12 

Message-ID: <34e44el2pa878@base.minoru.isl.intec.co.jp> 

References: <01bd371d$3465ada0$60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <01bd371d$3465ada0S$60elflca@dns.trot.co.jp>, catfish@trot.co.jp 
says... 
>i SBSOSFS5SF!"27S+Si:nSjS*S7SqgS&ES+! #3 (B 2SBK|G/=i2?4<TSNz (BCatfish 


ESBSASCSOSF!I"S\!<SkKSNS53SSWSKSN2~BSS+SiSGS7SgS&! #2 (8՞՞ 
£$B%\!<SkF1;NSN>WFMS, ՏեՏ՞Տ/ՀԹՃսՏՇՏ-525165Տ (SFS/S@S5SS! #3 ( 
ESBLSS@SKS&S*S/SSS+SISSSNSGS9! #2 (B 


w 


<minoru@isl.intec.co.jp> 


--MESSAGE FILE 21830 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
85html html 


--MESSAGE FILE 21831 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0186htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.freetalk 

Subject: KDF2/KDX =?ISO-2022-JP?B?GyRCJE41UCUWGyhC ?= 

Date: 13 Feb 1998 13:53:47 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 10 
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Message-ID: <34e44e1l2pd878@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


¿SB@[:nS$N (8 KDF2/KDX ¿$B$K!"¿ (817 ¿S$B7o0J>e$SN¿ (B TMD ¿S$B$,EPO?$GS$S-SJSSSHSSS&¿ (B 
ESBSP%S0S,S"S5S*°S7S?!#8=:_860xSrD4SYSFSSS*S9S,!"z (BBorland ¿SBSN; (B 
¿SB%$i1i%S$S%SV%šSi%jFbIt$GMnSASkS$S?Sa!"S$SASgS$CS$SH<j4V<h$j$=$&$G$9!#;¿ (B 


ESBOT>e!"SPSO0OTS9IPSGS7S?! #2 (B 


<minoru@isl.intec.co.jp> 


--MESSAGE FILE 21831 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
86html html 


--MESSAGE FILE 21832 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0187html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1s0-2022-jJp?B?GyRCIzI+aCVGITwlViVrJE9ILE1XJEOkJCEpGyhC ?= 
Date: Fri, 13 Feb 1998 23:52:43 +0900 

Organization: Japan 

Lines: 68 

Message-ID: <34E45E3B.E47CDE8D@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SsSPSsSO!"S?S3SNS9S1SGS9! #2 (B 


E$BS[!<%° 3Z!<%8SG: GE, 2=<B83<<SHSSS&SNSr=q$SSFSSSkKSNSGS9S,!"¢ (B 
2$B:#2SSN<B83SG#XSN#2>hS$r5aSa$k>19g! "SF! <SVSkSr;HS&Sh$j4$tze (B 
¢SBAGD>SK#x ! v#xS$H$7$?7}$,AaSSSHSSS&7k2LS, $G$*°$7$?! #2 (B 


ESBSF!<SV%kSr;HS&SHAaS/SISKSHIOSSSFSSS?SNSGO0I30SGS7$?S,¢(B 
ESBSHS7S+S7$?Si!l"SF!<SVSkKSN; HSST}Sr4VOcSCSFS?S$+SJ!) $H; W$C$F¿ (B 
ESBS*S9!#2 (B 


E$B%=!<%9Sr2<$K=q$/SN$G$_SIS5$s$N$40U8+S$r$-$+$; SFS/S@S5$$! #2 (B 


#include <libps.h> 


#define LOOP 10000000 //2SBSk!<SW2s?tz (B 
#define TABLE_MAX 30 //¿SB#x$NHOO0OSN>e8B; (B 
int x,y; 


u_int table [TABLE_MAX*2]; 


void main(void) 

{ 
int time,base; 
int i; 


//¢SB%F!<%VSkSN=i4 | 2=2 (B 
for( i=0 ; i<TABLE_MAX*2 ; i++ ){ 
table[i] = (i-TABLE_MAX) * 


(i-TABLE_MAX) ; 


} 


printf ("\nzgSBFO:n#3z(B( use table; )Start\n"); 

base = VSync(-1); 
//////////////////////////////////////////aSBF0:n#3; (B 

for( 1-0:1ՀՆՕՕՔ:1Հ-) í 
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//¢SBSF!<$VZSkS$r; HS&SHS-SOHOOOSNSAS 'SCS$/SrS9Sk! #3 (B 


if ( x>=-TABLE_MAX && x<TABLE_MAX ) { 
y = table[ x+TABLE_MAX ]; 
} else { 
//2SBE,EvVSJICMSrBeF~¢ (B 
y = TABLE_MAX * TABLE_MAX + 1; 


} 


time= VSync(-1)-base; 
printf ("ZSBFO:n#3SN7k2L;2 (B = %d\n",time) ; 


printf ("\nz$B<B83=*N; 2 (B\n"); 


éSBHOOOSNZSAZ'SC%S/SrSOS:ST7TSFSb!"S*S@#x! vV#XSNI}$,S[SSSN>/$7Aa$+$CS?SG6S9 


ESBSASJ$_SK!"<+>h$r5aSa$k$HS$-—S$Kz (Bpow (x, 2) gSBSHSdSkSH! "S$3S1SN#1#0#0G\0J>eS$b; (B 


¿ $B; ~4VS,S+S+S 5S°S7S?! #2 (B 


ESBS eA ee TAT Ee ee ee eB 
¿SB!!!!111S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSNS[!<%°SZ!<S8!d!d!dz (B 
http://wwwl.scei.co. jp/~bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿$B:GE, 2=<B83<<#1#1Sri:n@.!#2 (B 


¿SB:G=*99?7F|;-!!!!#2!?#1#2¿ (B 
¿SB9927M=DjF|!!!!!!#2!?1)!)¿ (B 


!#¿ (B 


——MESSAGE FILE 21832 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 


87html. html 


--MESSAGE FILE 21833 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


0188htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.freetalk 


Subject: =?iso-2022-jp?B?UmU6IBskOiMyPmg1lRiE8JVYlayRPSSxNVyRKJCQhKRsSoQg==?= 


Date: Sat, 14 Feb 1998 12:15:35 +0900 
Organization: PlayStation Net Yarouze 
Lines: 17 
Message-ID: <6c32m6$j9m@newsl.scei.co.jp> 
References: <34E45E3B.E47CDE8D@geocities.com> 
NNTP-Posting-Host: 202.217.99.40 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>¢S$B%[!<%° %Z2!<%8SG:GE, 2=<B83<<SHSSS&SNSr=qSSSFSSSKSNSG$9$,!"z (B 
>¿$B:#2s$N<B83$G#x$N#2>h$r5a$a$k>l9g!"%F!<%V%šk$r;H$&$h$j$+¿ (B 
>¢ SBAGD>SK#x! v#x$HS$7$?J3}$,AaSSSHSSS&7k2L$, SGS*S7$?!#¢ (B 


ang02668;SBSN; (BYuuzSBSGS9! #2 (B 
2 $BS3!<%1$r5?LGSK; W$C$?$s$G$9$, ! "SF! <SV%kS$r; HSOSTS$>19gSN7W; ; 50չ (B 
¿SB#yla¿ (BTABLE_MAX; $B! !¿ (B* $B! !¿ (BTABLE_MAX;$B!!3 (B+¿$B!!¿ (B1 

2 SBSHSISCSFS*$95S, |"Տ351Տ5ՇՏԲՏ3555ՕՏՏՏԵՏԱ: ~E@$Gz (BTABLE_MAX* TABLE_MAX; $] 
¿ (B 
¿SBSAScShS&SJ5S$S, S7S2S9!#0cSCSFS?SiS4SaSsSJS5SS!# (B 


ESBS"SH!":GE, 2=<B83<<S$GSO%m! <S+SkIQ?tSNI}$,3"%S/%; $98,B. SSSH=PSFS?SNSG 
ESBSrsm!<%S+3kIQ?tSKS7SF;nS7SFS_SF2<S5SS$! #32 (B 


Yuu (seryu@ba.mbn.or. jp) 


BSNCMS, 7W; ; $5$1 


I"SF1<%V$k¿ (B 
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—-MESSAGE FILE 21833 END: 
88html.html 


net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 


—--MESSAGE FILE 21834 START: 
0189html. html 


net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCIzI+aCVGITwlViVrJE9JLE1XJEOkJCEpGyhC ?= 
Date: 14 Feb 1998 07:27:29 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 49 


Message-ID: <34e54507p1610@base.minoru.isl.intec.co.jp> 


References: 


<34E45E3B.E47CDE8D@geocities.com> 


NNTP-Posting-Host: 


210.132.156.5 


Mime-Version: 


1.0 


Content-Type: Text/Plain; charset=ISO-2022-JP 


X-Newsreader: WinVN 0.99.7J PLO1 (x86 32bit) 

Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 

In article <34E45E3B.E47CDE8D@geocities.com>, t_youhei@geocities.com says... 
ss SResdasnsesores seyensosisesolee Gs 

re A %85G:GE, 2=<B83<<SHSSS&SNS r=qSSSFSSSKSNSGS$9S,!" 


>¿ $B: #2sSN<B835G#xSN#2>h$r5aSaSk>19g!"% SE !<%V%$kŠr; HSeShS jSto (8 
>¿ $BAGD>$K#x!v#x$H$7$?J}$, Aa$$$H$$$8&7k2L$, $GS*S7S?! #2 (B 


¿SB:G6aSN¿ (B CPU ¿SBSO>h;;4oFbB"SJSNSG!"0JA0ShS3j7W;;; ~4V$N:9$0$:$C$H; (B 
ESB=LS*SCSFSSS*S9!#FCSK%S*SHS5%/S9>h; ; 40OFHDB"S?SSSWSGSO! "B-S7;;SHz (B 
2 SB4pK\E* SKF1S8B.EYS$SG$9! #2 (B 
R3000 ¢$B$O%*%H%5%/%39S2?SSSWSGSOSISSS_S?SSSGS9S,>h;;40FbB"$G!"¢ (B 
CPU ;SBSNB>S$N5 | 9=SHSOFHN) $KF0:n$7$^$9!#3] aS ara ԵԼ 
ESBShHS&STISWSMS0S1%S° SGSO! "S3SNIBNS2=SN8z2LS, =PS$*S9! #2 (B 
¿ $B; n$7$K!"¿ (B 
void test() { 
int table[10], k; 
for (k = 0; k < 10; ++k) 
table[k] = k * k; 
} 
¿SBSHSSS&%SW%m%$0%Si%`Sr¿(B -Օ3 ¿SB%*%sW%7%g%sS$SG%3%s%sQO%SskS5;S?SHS3Sm!" (B 
move $3,$0 
move $4, $sp 
SL21: 
mult $3,$3 Հ--- (1) 
addu $3,$3,1 <--- (2) 
slt $2,$3,10 <---(3) 
mflo $5 Հ--- (4) 
#nop 
#nop 
sw Տ5,0(54) 
-set noreorder 
Set nomacro 
bne $2,$0,$L21 
addu $4,$4,4 
¿SBSHSJSJS S7S?!#¿ (B(1) ¿$B$03]$1;;!"¿(B(4) ¿Á¿SBSO7k2LSr<hSj=PS7SFSSSkSHS3SmSGS9S, !" 
(B 
(2), (3) ¢SBSO>h; ; 4oSHIBNS<BOTS9ISkShHSESKSISCSFSSS*S9! #3 (B 


Zee 


¿SB%SF!1<%V%Sk%"%/%;%9SNJ])]S$S, CYSSSNSO!"%asb 
¿SBS:SCSHCYSSS+SiSGS9!#%9%/%i%SC%A%(% 


(57 
# LSI-C ¿SBSNShS&SK!"¿ (BCPU ¢$B%1%8%9 


%j%"%/%;%9B.EYS$S,¿ (B CPU ¢$B%/%m%C% Pee 
asi; HSC$?$i7k2LS, ee 
%S?$r;HSSS“SoS9SHSSS&<j)SbS"Sk¿ (B 


576 


ina Ն ԵՆ ՎՈՆ ԵԱՑ a pu au 


—-MESSAGE FILE 21834 END: 
89html.html 


net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
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--MESSAGE FILE 21835 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0190htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso0-2022-jp?B?GyRCIzI+aCVGITwlViVrJE9JLE1XJEOkJCEpGyhC ?= 

Date: Sat, 14 Feb 1998 23:24:35 +0900 

Organization: Japan 

Lines: 21 

Message-ID: <34E5A923.24938730@geocities.com> 

References: <34E45E3B.E47CDE8D@geocities.com> <34e54507p1610@base.minoru.isl.intec.c 
o. jp> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SsSPSsSO!"S?S3SNS9S1SGS9! #2 (B 


> ¢SBSF!<3V%k3"%/%; S9SNT}$, CYSSSNSO! "S$aSb%4%"%/%; 9B. EYS,¢(B CPU չ585/5ոա5Շ5/Տիհտ: (B 
> ~SBS:SCSHCYSSS$+SiSGS9!#%39%/SiSCSAS (SIS"Sr;HSCS?SiTkK2ZL$S, IOQSOSkSGS7SgS$&! #2 (B 
¿SB%9%/%1i%SC%SA%S (SIS"SHIOSSSF!"!) SH; WSSS*S7$2?S,2+?'K\SrFIS_D>S7SF#1L#13Z!<%38¢ (B 


¢SBSK8+$D$15S% 57521 8108 -%3c%C%7%eSN; VSGSOSM! #: #S*SGA4A35SSKS7SFS*S; SsSGS7$?! #2 (B 


ESBS5$C$=$/<B83$7$F$_ShS$&$H;WS$$*$9!l#e (B 


¿$B!]! E a ee ae E 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿$B:GE, 2=<B83<<#1#1$r:n@.!#¿ (8 


¿S$B:G=*99?7F|;-!!!1#212?#1#2¿ (B 
¿$B99?7M=DjF|!!!!!1#2!?!)!)¿(B 
——MESSAGE FILE 21835 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
90html.html 


--MESSAGE FILE 21836 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0191htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzI+aCVGITwlViVrJE9JLE1XJEOkJCEpGyhC ?= 
Date: Sat, 14 Feb 1998 23:27:25 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <34E5A9CD.DF548A0E@geocities.com> 

References: <34E45E3B.E47CDE8D@geocities.com> <6c32m6Sj9m@news1.scei.co. յք» 
Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SsSSPSsSO!"S?S3SNS9S1SGS9! #2 (B 


> ¢SBS"SH!":GE, 2=<B83<<SGSO%m! <% ` ee ՏԱՐԻՆ S,B.SSSH=PSFS?SNSG!"%SF!<%SVSk¿ (B 
> ¿$B$r%m!<%+%kJQ?t$K$7$F; Nn$7$F$_$F2<$5$$!#¿ (B 


¿$B$3$SN%m!<%+%kJO?t$,Aa$SM)M3$O!"$=$NJQ?t$r%$S3%Ss%SO%$%iS,%1%8%9%H%j!JFIS_=qŠ$-¿ (B 
SBB.EYS,¢ (B 
O / àe usss; SBS"Sk!KSHSSS&SHS$3SmSK3IG<$9Sk$?SaSG!"SF!<SVz (B 
¿SB%k$, Bg (B 
¿$B$-$/$IŞ$k$H%1%8%9%H%İÍ$K<}$^$j$-$i$J$$$+$i<B83$7$^$; $s$G$7$?!#¿ (B 
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¿$B!]! Mies E 5 5 ՆՆԵ A 7 
¿SB!1!!!111S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿$B:GE, 2=<B83<<#1#1$r:n@.!#¿ (B 


ԵՏ8:Շ-«9927ՔԲ|:-1 111482 124142: (B 
ESBOO?PTM=DIFJ 11111192 121) 1) 28 
EREI PITATI TERETERE TE TEITE ISAIA TEIA AT I TIEL B 

——MESSAGE FILE 21836 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
91html.html 


--MESSAGE FILE 21837 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0192html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzI+aCVGITwlViVrJE9JLE1XJEOkJCEpGyhK ?= 
Date: Sun, 15 Feb 1998 00:14:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 66 

Message-ID: <34E5B4EC.76BC@246.ne. յք» 

References: <34E45E3B.E47CDE8D@geocities.com> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SB1!S3SsSKSASO!"¿ (JIkrdzSBSG$9! #2 (J 


2SB!!S?S3SNS9S1S5SsSSN%=!<%S9Sr2~BSS7SF;d$, ;nS7$?HOOOSGSO! "2 (J 
ESB! !SF!<%V%kS$r;HMOS7$?I9}$,S[SSSN5$; } SAS@S1AaSS7TkK2LSGS7$?! #3 (J 


2 $B! !$%S?0I2<SN%=!<%9SGSF!<SVSkSr#D%S-%C%SC%7%E; HMOSTSFSb!"2 (J 
¢$B!!$[SHSsSIB.EYSOJQS0$j$%*$; $sS$GS7$?!#z (J 


25B!!%aSb%53S"S/%S; S9SNB.EYSH>h; ; 40oSNB.EYSr9MS ($k$+$.$j!"¿ (J 
¿SB!1%"%; S53VSiS$GS3!<SGS#SSS0S9S1SP!"SF!I<3VSKSNI}S, !"¿ (J 
¿SB!!<c439bB.$GS"Sj!"#D%S-%c%sC%$7%eSr;HMQS9S1SPS5SiSK;¿ (J 
2$B!!B.EYSN8~>eSO2DG=$@$H; W$0$1$^$9! #3 (J 


¿S$B!!C"$7¿ (JR3000¢$BSG$SO!">h=| ; ; CESKB>SN=hM} $r9T$&$3$H$, DRR 
A a E 3!<%$G%#% 5 ns ԱԻՅԱ ՏԵՏ,Հ(Ժ 
¿$B!!M-Mx$K$J$k2DG=@-$, 9bS$SH;WSoS1S*S9! #2 (J 


ESB! !002<!";d$,<B83$7$2?%=!<S9SGS9! #2 (J 


#include <libps.h> 


#define LOOP 10000000 /* ¢SBSk!<S$W2s?tz (7 */ 
#define TABLE_MAX 30 /* ¿SB#xSNHOOOSN>e8B¿ (J */ 


void main( void ) 

{ 
u_int table[TABLE_MAX*2]; 
int time; 
int- iy Xp y? 


/* ¿$B%F!<%V%k$N=i4|2=¿ (J */ 
for( i=TABLE_MAX; i<(TABLE_MAX*2); i++ ){ 
table[i] = (i-TABLE_MAX) * (i-TABLE_MAX) ; 


} 


printf( "¿ŠBFs>hB.EYHf3S3+;O¿ (J\n" ); 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Saturn BASIC? 

Date: Mon, 25 May 1998 12:25:55 -0700 
Organization: SCEA News Server 

Lines: 27 

Message-ID: <3569C5C3.DA6CCC7D@sinclair.net> 
References: <3569987C.13CB@saqnet.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


If I remember right, Saturn BASIC was going to be a VERY limited system, 
allowing the creation of 16-bit quality games on their 32-bit system, 
using BASIC. They just wanted to copycat the Yaroze, without being 
serious about making future game designers/programmers. They did have 
one good idea, however; they were going to make it cheap, mass marketed 
and sold in stores. 


Nick Ferguson wrote: 
Whilst daydreaming about Dreamcast I had this thought: 
Isn't there a Saturn equivalent of Yaroze called the Sega Saturn BASIC 


or something? I have a feeling there is, but it never made it outside of 
Japan. Does anyone know anything about this? Or did I dream it? 


VVVVVVVV 


Nick 


_ Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
--MESSAGE FILE 2311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01014 


--MESSAGE FILE 2312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001015 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: Tue, 26 May 1998 01:10:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6kd19uShca21@chuka.playstation.co.uk> 

References: <6k9209Shca2@chuka.playstation.co.uk> <01bd8724534412960Sba3b63c3@defaul 
t> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


>The maximum baud rate is only 
>2400bps though, for higher transmission speeds you'll need to use one of 
>the standard data compression and error correction schemes. 


Heh? As I understand it the maximum baud rate is, at least for my modem, 
56Kbps! Yes I know that requires data compression techniques but it is the 
modem that does all that and not the software! Even without the data 
compression modems can go up to 33.6Kbps. 2400bps is back in the dark ages 
of modem communications! 

Also, even if your modem is only a 28.8Kbps one the computer can still 
communicate with it at speeds much higher like 115.2Kbps. In fact most modem 
manufacturers recommend this port speed setting for their modems. 

All modem data compression routines for PC modems at least are built into 
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/* ¿S$ŠBDL>o7W;;¿ (J */ 

y = 07 

time = VSync( -1 ); 

for( i=0; i<LOOP; i++ ){ 


x = 1STABLF_MAX; 
y = x*x; 
} 
time= VSync( -1 )-time; 


printf( "¿SŠBDL>o7W;;¿ (J = sd\n",time ); 


/* ¿SB%S$F!<%SV%Sk;HMQ¿ (J */ 
y = 0; 
time = VSync( -1 ); 
for( i=0; i<LOOP; i++ ){ 
x = i%STABLE MAX; 
if (x>—TABLE_MAX)&& (K<TABLE_MAX) ) { 
y = table[ TABLE_MAX+x ]; 
} 
} 
time = VSync( -1 )-time; 
printf( "gSBSF!<%$V%k;HMQ; (J = %d\n",time ); 


krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—--MESSAGE FILE 21837 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
92html. html 


--MESSAGE FILE 21838 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0193htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?iso-2022-jp?B?UmU6IBskQiMyPmg1lRiE8JVYlayRPSSxNVyRKJCQhKRsoQg==?= 
Date: Sun, 15 Feb 1998 00:30:44 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <6c4dooSkkp@newsl.scei.co.jp> 
References: <34E45E3B.E47CDE8D@geocities.com> <6c32m6$j9m@newsl.scei.co.jp> <34E5A9C 
D.DF548A0E@geocities.com> 
NNTP-Posting-Host: 202.217.99.242 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> $B$3$N%m!<%+%kJQ?t$, Aa$$M}M3$O0!"$=$NJQ?t$r%3%s%Q%$%i$,%1%8%9%H%j!JFI$_=q$-¿ (B 
>¿$BB.EY$, ¿ (B 
>: SBAaS$$aSb3j$G! "#342K\ 178382 (BBit ¿SBS"Sk!KSHSSS£SHS3SmSK3JG<S$95kS?SaSG! "SF !<%V; (B 
>¿$B%k$, Bge (B 
>¿ SBS-S$/STSkSH%1%8%9%H% jSK<} $*S$4S-SiSTSS$+Si<B83$7S%S; Ss$GS7$?2! #3 (B 

¢ SBS=SE&STSSSGS9S+! #S=SsSISNS, S"SCS?SN<+BNCNS45$%S; $s$G$7$?!#JY6/$K$J$J$^$7$?!&!&¿ (B 
¿SB!&¿ (B 


Yuu (seryu@ba.mbn.or. jp) 


--MESSAGE FILE 21838 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
93html.html1 


--MESSAGE FILE 21839 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0194htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzI+aCVGITwlViVrJE9IJLE1XJEOkJCEpGyhC ?= 

Date: Sun, 15 Feb 1998 23:28:38 +0900 
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Organization: Japan 

Lines: 22 

Message-ID: <34E6FB96.DF1C8923@geocities.com> 
References: <34E45E3B.E47CDE8D@geocities.com> <6c32m6$j9m@newsl.scei.co.jp> <34E5A9C 
D.DF548A0EF@geocities.com> <6c4doo$kkp@news1l.scei.co.jp> 
Reply-To: t_youhei@twosoft.office.ne.jp 
NNTP-Posting-Host: 202.224.160.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> >¿SBS3SN%sm!<%+%kJQ?tŠ,AaSSM)]M3SO!"S=SNJQ?tS$Sr%3%Ss%sQ%S%SsiS,%1%8%9%SH%j!JFIS_=qS-¿ (B 
> >¿SBB.EYS, ¿ (B 
> >¢SBAaSSSasbSjSG!"#3#2K\ 171342: (BBit SBS"Sk!K$H$SSS&SHS3SmSK3JG<S9Sk$?ŠaSG!"%$F!<%SV¿ 
(B 
> >¢SB%k$,Bg¢é (B 
> >¿$B$-$/$J$k$H%1%8%9%H%J$K<}$^$j$-$i$J$$$+$i<B83$7$^$; $s$G$7$?!#¿ (B 

> ¿$B$=$&$J$s$G$9$+!#$=$s$IJI$N$, $"$C$?$N<+BNCN$J$^$; $s$G$7$?!#JY6/$K$J$J$^$7$?!&!&¿ (B 


¿SB<B$O;dSb?M$+Si65$ (SFSb$iSCS?$sS$GS9!#; (B 
é SBSM$CZHSd%m%& S<SASCSFSFS+SISjSSSmS$$m3X$S$*$7$?!#z (B 


¿$B!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]¿(B 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!dz(B 
http://wwwl.scei.co. jp/~bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
2$B:GE, 2=<B83<<#1#1$rin@.! #2 (B 


¿ŠB:G=*99?7F|;-!!!!#212?#1#2¿ (B 
¿S$B99?27M=DjF|!!!!!14#g#2121)1) (B 
E SBA TET EET EE ee Se Ea Ae) et tapas] sta (B 

——MESSAGE FILE 21839 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
94html. html 


--MESSAGE FILE 21840 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0195html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzI+aCVGITwlViVrJE9JLE1XJEOkJCEpGyhC ?= 
Date: Sun, 15 Feb 1998 23:51:55 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <34E7010B.CCDE1903@geocities.com> 

References: <34E45E3B.E47CDE8D@geocities.com> <34E5B4EC.76BC@246.ne. յք» 
Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SBS3SsSPSsSO!"S?S3SNS9S1SGS9!#¿ (B 


¿SB%F1<%V%$kŠNE:S (;zŠ$ŠNItJ,Š$r%$m!<%+%$k$K$9$k$+%$0%m!<%$P%$k$K$9$kS$+SG: (B 
¿SBB.EY:9S, S3SsSUSKS+SoSkSJSsSF5$S$S,SDS-S$S“S;SsSGS7S?!#5.=ESJ<B83;¿ (B 
¿$B7k2L$r$"$j$, SHS&S4S6SSS*°S7S?! #2 (B 
ESBS5SCS=S/!"#2>hSN7W; ; SO2?Sr;HS&SNS+S, SHSSSNS+%35%S?!<SsS°SCSAIT?: (B 
¢SBSHBISTSF! "#D%3-%c%C%7%eSr; HMQS7$?; ~SN7TK2ZLSHS"S0OS; SF! J#D%S-%c%Cz (B 
E$B%7%eS, $&$*S/;HS (S?SiSNOCS@S1SI!K:GE, 2=<B83<<SG<B837k2LSr$N$; չ (B 
ESBSFS_ShS&$H;WSS$$*S9! #2 (B 


ՀՏ.) 112 eT Tee tar] ati eee ea) eee) ee ee 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
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http://www.amy.hi-ho.ne.  jp/~kz-takada/youhei/ 
¿ $B:GE, 2=<B83<<#1#1Srin@.!#2(B 


¿S$B:G=*99?7F|;-!!!1#212?#1#2¿ (B 

¿$B99?7M=DjF|!!!!!1#2!?!)!)¿(B 

EBAI t. 10 i 5 ta Se ap sey 1] ee IT EB 

——MESSAGE FILE 21840 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
95html.html1 


--MESSAGE FILE 21841 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0196htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: CWz$B;HSCSFSSSk?MSOSSS%*S; SsS$t+z (J 

Date: 15 Feb 1998 15:22:12 GMT 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <01bd3a24$39267fe0S60elflca@dns.trot.co.jp> 

References: <01bd371d$3465ada0S$60elflca@dns.trot.co.jp> <34e44e12pa878@base.minoru.i 
sl.intec.co.jp> 

NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS (!<SH!">WFM8!CNS@SH!"¢ (JPoint, CrossLine, Rectangle, Diamond... 
éESBS=SNB>?'!9SGS9S, !"S5S3sSwSkSN%\ !<%kS_S?SSSJE[S@SHOLHV4IN, $Jz (J 
Pointz$BSG! "A4H?<MS$5S; $F$7$^$ (SPNISSSH; W$$$^$9$, !"$J$K$,>e<j$/¿ (J 
¿SBSSS+SJSSSsSGS9S+!)¿ (J 


¿SB$%“S!1"$"S1$@S$18D?tSŠ,B?$$SH!"01EY$KJ#?tSN%N!<%kŠ$,>WFM$7SF$7¿ (J 
¿SBS“SCS?;-SN=hM)G!2?$GF0:n$, S@SSSVJOSoSkSH;WSSS*S9S,¿ (J... 


¿i $B:#CZEY!"%\!<%k%5%s%W%k$rJQ$($F!"4JC1$J%2!<%`$r:n$m$&$H$7$F¿ (J 
¿SBSSSk=j$GS9SNSG!"%SN!<%kS$, >*WFMSŠS9SkS@S1$NJ*#SJSi!"2?$+4JC1SK=q;¿ (J 
ESBSSSFS_S*S7SgS&S+!) !535%S/% (S9SHS"SIS*S9!) IKE (J 
¿SB!!!111111111111111111!: (J ¿SBK|G/=i?4<T$N¿ (JCatfish 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 
<34e44e12pa878@base.minoru.isl.intec.co.jp>... 

> cqz03222 ¿$B$N>>K\¿ (J ¢~SB<BSGS9! #2 (J 

> 

> In article <01bd371d$3465ada0S60elflca@dns.trot.co.jp>, 
catfish@trot.co.jp 


> says... 

> >¢SBSOSFS5SF!"22?S+Si:nSjS*S7TSgGSESt+! #3 (J 2SBK|G/=i2?4<TSNz (JCatfish 
> 

> eSBSdSCSQSF4!"S\!<SkKSNS53SSWSKSN2~BSS+SiSGS7SgSE! #2 (7՞՞ 

> ¢SB%\!<%kF1;NSN>WFMS, ՏեՏ՞Տ/ՀԹՃԱՏՇՏ-Տ25165Տ5 (ՏԲՏ/ՏԱՏ5ՏՏ Ք: (J 

> eSBLSS@SKS&S*S/SSS+SISSSNSGS9! #3 (J 

> pape հար 

> <minoru@isl.intec.co.jp> 

> 

> 


—-MESSAGE FILE 21841 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
96html.html 


--MESSAGE FILE 21842 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0197html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: CW=?ISO-2022-JP?B?GyRCOOgkQyRGJCQkaz9NJE8kJCReJDskcyQrGyhC?= 

Date: 16 Feb 1998 14:21:42 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 23 

Message-ID: <34e8490dpb802@base.minoru.isl.intec.co.jp> 

References: <01bd371d$3465ada0S$60elflca@dns.trot.co.jp> <34e44e12pa878@base.minoru.i 
sl.intec.co.jp> <01bd3a24$39267fe0S60elflca@dns.trot.co.jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <01bd3a24539267fe0S60elflca@dns.trot.co.jp>, catfish@trot.co.jp says... 
> 

>¢SBS (!<SH!">WFM8!CNS@SH!"¢ (BPoint, CrossLine, Rectangle, Diamond... 
>2SBS=SNB>?'!9SGS9S, !"S5SsSWSk$N%3\!<SkS_S?SSSJE[S@SHOLHV4IN, 57. (B 

>PointzSBSG! "A4H?<MS5S; $F$7$^$ (SPNISSSH; W$$$^$9$, !"S$SJSKS,>e<j%$/¿ (B 
>eESBSSS+SISSSs$GS9S+!)¢(B 

> 

>zSBS*S!!"S"S1S@S18D?t$, B?SSSH! "OLEYSKI#?tSN%\!<%SkS,>WFMS7SFS7¢ (B 

>¢SBS*°$C$?; ~SN=hM}G!2?SGFO0:n$, S@SSSVIQSoOSk$H; WSS$$*°S9S,¢(B... 

> 
>E $B:#CZEY!"%\!<%k%5%s%W%k$rJQ$($F!"4JC1$J%2!<%`$r:n$m$&$H$7$F¿ (B 
> $B$$$k=jJ$G$9ŞN$G!"%\!<%k$, >WEMS 9SkS@S1SNI*SJISi!"2?S+4IC1$K=q¢ (B 
>¢ESBSSSFS_S*S7SgS&S+!) 17Մ5)5/5 (S9SHS"S5S*S9!) !Ke (B 


¢SBH2ZBN>WFMS*S$GS02?SHS+SISKSNSGS9S,!"3 (Bn ¿SBBN>WFMSN; ~SN%\!<%SkSNH?<MJ}8~S, ¿ (B 
ESBIW; ; SGS-SISSSNSGS9! #2 (B 


¿ $BC1=c$JH?<M$G$O!"%\!<%k$, CD; RSKSISCSF8GS*SCSFS7S*S&SNSGS9! #2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 21842 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
97html. html 


--MESSAGE FILE 21843 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0198htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?QlcbJEI7SCRDJEYkJCRrPO0kTyQkJF4kOyRzJCshKRsoSg==?= 
Date: Wed, 18 Feb 1998 20:05:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <6cegsq$3nr@newsl.scei.co.jp> 

References: <01bd371d$3465ada0$60elflca@dns.trot.co.jp> 

NNTP-Posting-Host: 202.231.136.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34EACO5A.1D7@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 


ՀՏՑ 12 (ICW SBSOS3SJSSSQ@GcSSS*S7S2?S, !"¿ (ICW $B$O: (ICW SBSGSb¿ (ICW PR2¢SBS@SCS$?S4S7$%$ 
9¿ (Մ(՞՞չ 

Catfish wrote: 

> ¿$B$"$H!"<B9T7A<0$NSU%!%$%k$r:n$C$?>19g$b!";¿ (JUsiocons¿SBSKSON.S79-$SaSJSSSH;¿ (J 


> ESB=q$$SFS"$j$*S9$, 1"S3S1S@SHG[I[SK:SSjS*S9ShSMS'!#¿ (J 
> ¿SBS3S3SG!"#C#W;HSCSF3+HR/S7$FSkJ)SSS S;SsS$S+!)!!SI1S&S79FS S91)¿ (J 


25811: (JCWzSBS0:G?7HG! "SGS9ShSM!) չ (J 


¢$B!!:G=iSNSd$DS$b; (Jsiocons; $BSGE>AwSG$-SJISSSHSSS&OCBI$, 0JA0$"$J$^$7$?$,¿ (J 
ESB! !SSS*S@SKS=SESASCS?SHSO! Տ 65161618, (J 


——MESSAGE FILE 21843 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000001 
98html.html 


--MESSAGE FILE 21844 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0199html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Catfish" <catfish@trot.co.jp> 
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Newsgroups: playstation.ny.program.freetalk 

Subject: Re: CWz$B;HSCSFSSSk?MSOSSS%*S;SsS+!) 2 (J 

Date: 18 Feb 1998 20:56:30 GMT 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <01lbd3cae$6834aaa0S60elflca@dns.trot.co.jp> 

References: <01bd371d$3465ada0$60elflca@dns.trot.co.jp> <6cegsq$3nr@newsl.scei.co.jp 
> 

NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


> A (UCW¿SBSOS3SJSSS@GcSS$SS*S7S?S, 1" Հ (ICW SBSO¿ (JCWESBSGS$bz (ICW PR2¿SBS@SCS?S3j3S7S 


¿SBKMS$Sb; }ŠC$F$^$9!"SG$b:#$0¿ (J JAVA ¿S$B$7$S+;H$CS$FS$SSJSSSNSG!"G-S$SK>.H=SH8@GQ;¿ (J 
ՆԱՆ. $98, !J>P !K¿ (J 


¿SESTS VS TI ted %3j%j!<%9HG$r;W$$=PS$7$F57S 2 x. $9SN$G!"¿ (J 
¿SB%Si%SYSkSK$SbSW% j *SSHS7SPS"SKDLSJ!";Ç (JCW12¿ $B$H8F$s$G$$$^$9!#¿ (J 
ZSB035G3dSJ02515SK- j$, :F35%4!<39; -4 | SH8@S&SNSD3PS ( $d$9S$S+$CSGS$S9$7;¿ aia ee 

> 2SB!!¢ (JCWz$BS0:G?7HG! "$GS9ShHSM!) ¢ (J 

> ¢$B!!:G=iSNSdSDS$b; (Jsiocons¿$B$GE>Aw$G$-$J$$$H$$$&O0CBj$, OJANS"S4S*°$7$2?S,¢ (J 
> ¿SB!!S$S$SSA“SQSKS$S=S$S&SQ@SCS?SHSO!&!&!&!&!&!# (J 


éSBS (SC!) !!:#SNE[SON.$79~SaSkS$s$GS9S+!) !!SASgSCSHAa! 9SKSASCSFS_S*S9!#¢ (J 
ESBSHS+8@SSSIS,S$i!":#=5S0OK; S7TSSSNSGSW%m%30%1i%~> SK? (S1SkSNSO= eee ԱԱ (J 
¿SBSFS7S“S&SsS$SGS9S1SI1¿ (J... 2SBSUS%S!"F |MK%W%m30 ՏՂՇ՞ՏԱՀԼՏՏ-)ՏՇՏ9ՏԱՏ' 2 (I (“ ;;;; 


¿SBS7S+S71"#C#W3ZSGS9ShS)!#; (J 

¿SB%a%b%j%+!<%I$,L5$S/SF$b!"%G%P%$C%, !<$,>!<j$SK%7%j%"%k%9%T!<%I$SrJOS (չ ( 
¿SBSFRGNAB3S7SF%31<SISr%QS&%s%m!<%IS7SP1"S*SAS15K%V511<5/5]%5%s%HSDS1: (J 
¿SBSF%$G%SP%SC%0$GS$Š-SkSŠNSGS9$+Si!J4r!9!K¿ (J 
¿ŠB01C6S3SNL#$SrL#SoSS&SH!"%3%A%s%I%i%S%sSKSOLa$1l$JS$SGS9!JE>AwB.EYS, ¿ (J 
57600¢SBS*SGS8ScSISSSHITE6qQ9gGS, =PSkSNS@$1$,<nSK=}$GS$9S, !K¿ (J 

7SB<BSO! "2 ( JMAC ԱՆ ԱԿԱՆ 1 YY SU 
GSX-R S puas $; $s$+$!!)¿ (J 


¿SB$H!"01?M$G$0?4:Y$$$N$GO0Zz$-$:$jJ9~$b$&$H$9$k!"K|G/=i?4<T$N¿ (JCatfish 


——MESSAGE FILE 21844 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000001 
99html.html 


--MESSAGE FILE 21845 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0200html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: CWz$B;HSCSFSSSk?MSOSSS%*S; SsS$t+z (J 

Date: 18 Feb 1998 21:40:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01lbd3cb4S$7d8fd540S60elflca@dns.trot.co.jp> 

References: <01bd371d$3465ada0S$60elflca@dns.trot.co.jp> <34e44e12pa878@base.minoru.i 
sl.intec.co.jp> <01bd3a24$39267fe0S60elflca@dns.trot.co.jp> <34e8490dpb802@base.mino 
ru.isl.intec.co.jp> 

NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢SBHZBN>WEMS*S$GS$02?SHS+SISkSNSGS9S,!"z (Jn z~SBBN>WEMSN; ~SN%\!<%kSNH?<MJ}8~S$, ¿(J 
> 25871: ; SGS-SISSSNSGS9! #2 (J 
> 2~$BCl=c$JH?<MSGSO!"%\!<%k$, CD; RSKSISCSF8GS*SCSFS7S*S&SNSGS9! #2 (J 


¢ SBEN8DSN%\ !<Sk$rCl=c$K>WEMS$5$; $k$@$1$J$i!"#1BP!J#N!]#1!K$N>WFM%$%Y%s%Hő (J 
éESBSr#N2s=hM}S9S1SP=PMhS$*S9Sh! #2 (J 

¢ SB>WFMS5$; $k&S%Y%S%HSHS7SFSO! ">WEMS 9Sk6L$r;MJ} SNJISHFIMMSJ07S$$G! "F~<Mz (J 
¢ SB3QSHF 1MMSNH?<M3Q$rM?$ (SF$d$kC1=c$JA4H?<MS9Sk$@S1SG! "8GS*S$kShS&$JF0S~—¢ (J 
¿SBSKSOSJSiSJSSSH;WSSS“S9!#¿ (Մ 


¿SBS?S@S7CmOUEQSHS7SFSO!"A4ILŠrO1lEYSK=hM)$7S$Sh$&SHS$SOS;S:SK!"#1SDSESDJRSE¿ (J 
¢SB$1Sk;v! J4V0cSCSFSbA4ItO1=0SKSOF0S+S5SISS!K! #2 (J 

¢SBOLSDSESDFOS+S$; $P>/SJIS/SHSb<+Jd, SNS$$k%9%Z!<%S9SOI,$: 6uSSSFSKSOS:SGS9S7! #2 (J 
ESBS*S?!"K\JI*SHF1IS8SHS&SIFOS—-SKS$7ShHS&SHS7TSISS;v!dI>P! Kz (J 
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ESBS@SCSF!"S3S1SCSFS\!<SkSr0\FOS5S; SFSSSkSoS1$GS$OSJ$/!"%o0!<SWS$5$; SFSS$Skz (J 
¿SBSoS1SG$9S7SM¿ (J (“o °;;; 


¿SBS&!<Ss!"NIS/9MS (SkKSHLLE] SGS9ShHSM!J>P!K!!!!KMSb: #EY:nSCSFS_S$*S9z (J(“ ;;; 


——MESSAGE FILE 21845 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000002 
OOhtml.html 


--MESSAGE FILE 21846 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0201html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: CW=?ISO-2022-JP?B?GyRCOOgkQyRGJCQkaz9NJE8kJCReJDskcyQrGyhC?= 

Date: 19 Feb 1998 12:46:22 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 32 

Message-ID: <34ec2724pa740@base.minoru.isl.intec.co.jp> 

References: <01bd371d$3465ada0S60elflca@dns.trot.co.jp> <34e44el2pa878@base.minoru.i 
sl.intec.co.jp> <01bd3a24$39267fe0S60elflca@dns.trot.co.jp> <34e8490dpb802@base.mino 
ru.isl.intec.co.jp> <O0lbd3cb4$7d8fd540S60elflca@dns.trot.co.jp> 

NNTP-Posting-Host: 210.132.156.6 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <01lbd3cb4S7d8fd540S60elflca@dns.trot.co.jp>, catfish@trot.co.jp 
says... 

>i SBHEN8DSN%S\ !<%SkSrC1l=cSK>WEMS5$; $kS@S1SISi!"#1BP!J#N!]#1!KSN>WEMSSSY%3s3Hz (B 
>i SBSr#N2s=hM}$9$1SP=PMh$*S$9Sh! #2 (B 

>¢ SB>WFMS5S; SkSSSY%SSSHSHS7TSFSO! ">WFMS9Sk6LSr;MJ}SNJISHFIMMSJO7SSSG!"F~<M¢ ( 
>¢ SB3QSHF1MMSNH?<M3QSrM?S (SFSdS$kC1=c$JA4H?<MS9SkS@S1SG!"8GS*SkShHS&SIFOS—¢ ( 
>¿S$ B$SK$SOSJSiSJSSSH;WSSS“S9!# (B 


ww 


ESB8GS*SKSNSO!"; d$, :NMQS7$?H?<M>r70$, $$$$2C8:SGS"SkS3SHS$b3z (B 
ESBLF6ASTSES*SO!L#SHSSSCSE!">WEM; ~90Sr@53NSK7W; ; $9SKSNS$bz (B 
éSBLLE]$@$7;¢ (B...¢$B! #2 (B 


>2SBS?S@S7CMOUE@SHS7SFSO! "A4TtSr01EYSK=hM} $7ShS&SHSOS;$:SK!"#1SDSESDIRSEz (B 
>¢$BS$1S$k; v! J4VO0cSCSFSbA4ItO1=0S$KSOF0S+S5SISS!K! #3 (B 

>z SBOLSDSESDFOS+S; $P>/$J$/$H$b<+J, SNSSSk%9%Z!<%9SOI, $: 6uSSSFSkSOS:SGS9S7! #3 (B 
>i $B$^$?!"K\J*$HF1$8$h$&$JF0$-$K$7$h$&$H$7$J$$;v!J>P!K¿ (B 


ESBS&!<Ss!"3NS+SKI*M}K!B'SrDI5£$7$hS&SHS7S$ 2SNSO4VOCSCSFSS$$?2 (B 
¿SBS+SbS7$S1SJSS!J>P !K!#¿ (B 


ESB$G$b!"C; $$; ~4V$K#3BN>WFM$, 5/$3$C$?$H$-$K$I$&$$$&FO$-$K$I$K$N$+!"¿ (B 
¿SBF, $NCf$GDI$$$-$1$F$^$; $s!#¿ (B 


>¿$B$&!<$s!"NI$/9M$ (SkKSHLLE] SGS9SHSM!J>P!K!!!!KMSb: #EY:nSCSFS_$*S9z (B(%%;;; 


¿SB6LS,SSSCSOSS2hLLSK=PSFS-SEF!"S=S1S,8_SSSKH?<MS7S"SCSFSSSk¿ (B 
ՀՏԹՏՈՏԵՏՄՏՀ-ՏՍՏԱՏՕՏ"Տ՞ՏՍՑԻՏՄՏՏՏՇՏՉՏԻՈՏԱ փ: ԲՄՏՕՏՉՏ4Տ/Բզտ7ՏՏՏԱՏՀՏՄՀ (B? 


<minoru@isl.intec.co.jp> 


——MESSAGE FILE 21846 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
Olhtml.html 


--MESSAGE FILE 21847 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0202html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.freetalk 

Subject: kdf2 v2.01 =?ISO-2022-JP?B?GyRCJSIlayVVJSFIRxsoQg==?2?= 

Date: 22 Feb 1998 06:37:12 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 14 

Message-ID: <34efc50ep9438@base.minoru.isl.intec.co.jp> 
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NNTP-Posting-Host: 210.132.156.25 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


KDF2 չ58561"չ (81. ¿$B$,¿(B 17 ¿SB7o0J>eEPO?25SGS-SJ$S%SP%0Sr<h$j9g$ (S:=$@5$7$25752?!#;¿ ( 
B 
ESBS"SCSWSm!<SI>1=jS0!"¢ (B/forum/test/kdf0201.1zh ¢SBSGS9! #2 (B 
ESBGOSNS?Sa!"3 (BMFC DLL ¢$BSrF1:-$7$?$?Sa$Kz (B 910K ¿$B$"$J$^$9!#; (B 
ESBSAS&SSSm!<S1I;~SOS4CmO0U2Z<S5SS!#¢ (B 


¿SBB?>/¿ (B GUI ¢$B$,JQ99S5S1SFS$$*S9!#IQ9I9E@SO! "!V3P$ (=q$-¿ (B.txt¿SB!WSr;2>HS7SFS/S@ 
S5SSl#e (B 


# ¿SB7k6IMnSASk860x$,SoS+SiS:¿ (B VC++ ~gSBSG=q$—-D>S7SFS7S*°SCS?!#¢ (B; : 


2 ~$B7n01GU; (B <minoruQisl.intec.co.jp> 
3 ¿SB7nS+Si¿ (B <minoru-m@rb3.so-net.or.jp> 


——MESSAGE FILE 21847 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000002 
O2html html 


--MESSAGE FILE 21848 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0203htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCUWkLICVWIWk1laiE8JESDKEoO=?= 
Date: Mon, 23 Feb 1998 01:11:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <34F04E3D.17DD@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.171.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBS3SSSISSE"SCSEWSTS*S7S? #2 (JVO.1¢ESB&BS/SISSSNSP!<S8%Sqg%sSGS9! #3 (J 
http://wwwl.scei.co.jp/forum/program/archive/pssoft/madoka.1zh 
¿$B2?$K$; $h; THNS=SUSHSGSO@dBPSKS"S 4S (SUSS2HLLSGS$9! #2 (J 


——MESSAGE FILE 21848 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
O3html.html 


--MESSAGE FILE 21849 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0204html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: dengeki001 

Date: Tue, 24 Feb 1998 07:50:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: ՀՅՃԲ1Բ018.12ՇՇ0246.ոճ. յք» 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.127 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


25811: (Jdengeki001z$B3G%#31%/%H% jSK$$$/$D$+:nIJ$, ԲՔ025551-158ՏԲչ (J 
2 SBSSSKSNSGS$9S, !"; dSN4D6-$G$0; (JNANATAN; SBSH; (JPOKECON; SBS, Mn$H$; $J$$z (J 
ESBSNSGS9S, !"S*S@K\8x3+SGSOSTSSSSSGS7TSgS&$+!) (7 


krd (Yousuke Kuroda) 
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krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
—-MESSAGE FILE 21849 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
O4html html 


--MESSAGE FILE 21850 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0206htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: krd <krd@246.ne.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: dengeki001 

Date: Thu, 05 Mar 1998 07:36:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <34FDD763.4EC8@246.ne.jp> 

References: <34F1FD1B.12CC@246.ne.jp> 

Reply-To: krd@246.ne.jp 

NNTP-Posting-Host: 202.222.92.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SB%@%&%s%m!<%ISGS-SkShS$S&SKSJSjS*S7S?!# (J 

krd (Yousuke Kuroda) 

krd@246.ne.jp 

(CQD00245@niftyserve.or. jp) 
——MESSAGE FILE 21850 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
OG6html.html 


--MESSAGE FILE 21851 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0207html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?1s0-2022-jp?B?GyRCUTM1cyVRISOlayOsRV070i1O3JEYkNyReJCOkXiOQ3UD8kTRsoQg==?= 
=?iso-2022-jp?B?GyRCJCcbhKEI=?= 

Date: Thu, 19 Mar 1998 23:32:54 +0900 

Organization: Japan 

Lines: 26 

Message-ID: <35112C96.8BEAFB50@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SB$S3SsSPSsSO!"S?S3SNS9S1SGS9!#¿ (B 


¿SB%O%so!<%"%/%F%#!J>P !K$šdSWSh$WSh$GM-L>$JS3%s%$O%$%k$,SDSSSK; (B 
¿SBE];:S79F979“SSS“S7S?SMS'!#¿ (B 


¿SB$JSsS+!"5%*SKE];:SHS-SSSF$SSCS/S3j!#¿ (B 
¿SBS3SJS$S@<RD9$,D+F|?7J9SN5-;vŠ$K$N$C$F$SS?2SNSK:rF|$N27J9$G$O;¿ (B 
¿SB5“SKE]; :SNS*CNSiS; ! #2 (B 


¿SBSSSdSOSdS2!<%` 6H3&SNM-L>SIS3SmS,S3S&SJSCSAScS&SCSFSSS&SNSOç (B 
¿$B$3$1$+$i$I$&$J$C$A$c$&$s$G$7$g!#¿ (B 


ogc = 1343 at os 33] yi ta] 3 43433 243 4313120 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESB! c!c!c;d$N%[!<%°S2Z!<S8!d!d!dz(B 
http://wwwl.scei.co.jp/~bns00250/index. html 

http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 

éESBSMSCSHSdSm$&$<!*SNz (BReadOnlyz$B2=SKBP1~S9SYS/!"%S[!<%*\ $Z!<%8Sr8x3+HGSH; (B 
2SB7k9g!#z (B"TWO SOFT: SBSN%[!<%> %Z!<%8z (B"z SBSHS7SF?7AU3+E9!*2 (B 
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¿SB:G=*99?7F|;-!1!!1#312#1#9¿ (B 
¿$B99?7M=DjF|!!!!!1#3!?7#2#1z (B 
PSB A se 3 ll ԱԱ 111111 deb le EER E EERE EEE gB 


——MESSAGE FILE 21851 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
O7html.html 


--MESSAGE FILE 21852 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0208html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "izumi" <izm@ma2.seikyou.ne.jp> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?iso-2022-jp?B?UmU6IBskQiUZJXM1LUSUkKIWsSkLEVdOzokNyRGJUDckXiQkJF4kNyQ/GyhC?= 
=?1so-2022-jp?B?GyRCJUEOkIxsoQg==?= 
Date: Sat, 21 Mar 1998 23:01:59 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <6f0hk1Seaf@newsl.scei.co.jp> 
References: <35112C96.8BEAFB50@geocities.com> 
NNTP-Posting-Host: 202.33.46.28 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB@53NSKSŠOOBSDSGE];:S8ScSJSSSiS7SSSGS9S,!D!D¿ (B 
¿SBS"$s$S*$SjJS+SoSCSFSJSSS+SJ¿ (B 


2$B2q<RS$H$7SFB8:_$7$F$$$1$P$3$1$+$iSN<}F~$K$b4 | BTS, =PMh$k$0$:$@$7¢ (B 
ESBS*$@!"$+SIS$ jSNS=SUSHS, H/GdM=D jSKSISCSFS*$9$7SMz (B 


ESBS*S!!"S"S"SISCS?SNSOL5CCSJ?M; v8 [MOSGS7Sg$&3z (B 
ESBHE3#0#0 2MDXEYS7S+SSSISSSHS3SmSK#1#0#40 2?M0J>eSN?75, 8 [MQz (B 
ESBS5SSiSK!":#2sSb#1#0#02?M00>e8 [MOS TShHS&SHSTSFS*S7S?S+SiSMS': (B 


2$B; ~4|E*SKSO!"$3$1S$+SiS$, SdSCSH%=%U%HS, H/GdS$5$1S$kShS&SKSISCSF3 (B 
é SBS=$3$=S$3SN<}1WSrF@Sk: "SKSISKSHS*SbS$$*S9; (B 
ESBSASgS&SI!"S=SUSHSN3+H/$,2?SHS+=*N; S9Sk:"SGS9S+Siz (B 


2 SBSCSFS3SHSG! "S=SUSHSN3+H/SCSFOU30SK; ~4V$, $+$+Sk$b$s$@SJ$!$H;WSS$*S9SMz (B 


éESBSSS:S_¢(B(izm@ma2.seikyou.ne. jp) 


--MESSAGE FILE 21852 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
O8html.html 


--MESSAGE FILE 21853 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 

0209html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJTIMlcyVRISQlayOsRVO070iO3JEYkNyReJCOkKXiO3GyhC ?= 
=?1iso-2022-jp?B?GyRCUD8kTSOnGyhC ?= 

Date: Sat, 21 Mar 1998 23:58:45 +0900 

Organization: Japan 

Lines: 31 

Message-ID: <3513D5A5.3B5FF283@geocities.com> 

References: <35112C96.8BEAFB50@geocities.com> <6f0hk1lSeaf@newsl.scei.co.jp> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ESBS3SSSPSSSO!"S?S3SNS9S1SGS7Se! #2 (B 


> ¿SB@53NSKSOOB5DSGE];:S8ScSJSSSiS7SSSGS9S, !D!D¿ (B 
> ¿SBS"$s$S*SjJS+SoSCSFSJSSS+SJ (B 
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ESBS"! "S=S&SISSSGS9S+!) 
է» 12712028) 158:2559885586898, 1 "E j : STSFSISSSCSF;VSOI | 3h$N8+9~$_z 
: SBS, S"SKSCSF; vSGS9SM! Ք: (B 


2$BS3%S%Q%$%kSO8D 2ME* SKS 9S4$/9%$-SI2q<RSISNSGI | 3h$7SFM_S7S$$S$G$9! #2 (B 


> eSBSCSFS3SHSG!"S=SUSHSN3+H/SCSFOU30SK; ~4VS, $+$+SkSbSs$@SJI$S!SH;WSSS*S9SMz (B 
ESB: #!"SRS5SS7SVS jSK9U#P#SSK3+H/<TMQ5/FO0%G%#%S9%3/S,F~SCSFSSS*S9S,!"SSSaASOSdz (B 
éSBS=SNDLSjS@SH;WSSS*S9! #2 (B 


45811111 15] i] . j UEP a E p s ՁԱ Y 
ESB: #S*°SG40@.$7S?S=SUSH#O8DSN! !S?S3SNS9S1¢ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!dz(B 
http://wwwl.scei.co.jp/~bns00250/index.html 

http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 

ESBSMSCSHSdSmS$&$<!*SNz (BReadOnlyz;$B2=SKBP1~S9SYS/!"%S[!<%* $Z!<%8Sr8x3+HGSH; (B 
2SB7k9g!#z (B"TWO SOFT: SBSN%[!<%> %Z!<%8; Հան Կնա ՅԱ. (8 


:58:6-«9927Բ|:-111143124281չ (B 
Հ589927Ա-.3Թ| 11111143 124283 (B 
¿$B!]!]!]1]1]171717!7!1!]!]!]!1!1!]!]!]!]!]!]!7!7!7!7!7!7!]!]!]!]!]!]!]!]¿ (B 


——MESSAGE FILE 21853 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000002 
O9html.html 


--MESSAGE FILE 21854 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0210html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCNEQ2LSVeJUM1VCVzJTA6biRqJF4kNyQ/GyhK?= 
Date: Mon, 23 Mar 1998 05:15:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <3515714F.6A8B@ka2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.171.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESBSHSSS$&S$0$1$G6$3S53SKS=SNSGSbSW3ms0%i%S*> $,F~SCSFS*S9! #2 (J 
http://wwwl.scei.co.jp/forum/program/archive/test/e_map.1zh 


éSBSF%9SHE 4 IFSHSOSSS (7k9=<+?.:n$GS9Sh!#!!1 1111111112 (SMOSSADAPE 
—-MESSAGE FILE 21854 END: net-yaroze- usenet /00000003- SCEI/ny/program/freetalk/000002 
10html.html 


--MESSAGE FILE 21855 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0211html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUM1IVCVzJTA6biRqJF 4kNyQ/GyhK?= 
Date: Fri, 27 Mar 1998 02:55:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <351A96A9.3362@ka2.so-net.or.jp> 

References: <3515714F.6A8B@ka2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.171.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 
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the modem. The software 'talking' to the modem does not need to be concerned 
about the compression except to tell the modem to use it or not with special 
commands. 


Regards, 
JohntT 


—-MESSAGE FILE 2312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01015 


-—-MESSAGE FILE 2313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001016 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Mon, 25 May 1998 19:49:00 -0700 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <356A2D9C.DBDF7AAB@netmagic.net> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp3-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


I've not seen Windows '98, but my guess is that you've got 
Plug-and-Pray, ne? Well, go and check the properties of your computer 
and make sure that no devices are conflicting. Check to see if your 
modem is using the same IRQ as you've set up for the Yaroze. Other 
devices might be listining in on that same COM port used for the the 
Yaroze serial data transfer. Try moving the Yaroze cable to another 
port and setting DJSETUP.BAT appropriately. 


- e! 
JohnT wrote: 


Hi, I am posting this on freetalk because there never seems to be any 
replies to technical problems on the 'right' groups for them! 


Ok, today I wanted to do some work on my Yaroze after not doing anything for 
a number of weeks. Since I had used the Yaroze I have re-installed Windows 
98 on my computer. The problem is that when I run Siocons it 'sees' the 
Yaroze once then will not communicate with it even if I re-run Siocons. If I 
reset the Yaroze it does the same thing again. I have tried it on both my 
COM ports and the same thing happens. I even tried YarozeMaster which also 
worked before but seems to do the same as Siocons. Due to it almost working 
every time I reset the Yaroze (not resetting my PC though) I assume it has 
something to do with it and not the PC. Any ideas as to what is wrong? I 
really need to get it working with a new joint project coming up. 


Regards, 
JohnT 


VVVVVVVVVVVVV NOM NO 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 2313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01016 


-—-MESSAGE FILE 2314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001017 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 
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¢SBS=SN8e! "J*BNSN! VH?<M! WS@S1SGSOSIS/!"!VF) 2a! &6~@% !WSb%S5%] !<SHS7TS*S7S2! #2 (J 


ESB: #S@S&SsSm!<SISISKSH! "S=SNSHSESKSISCSFS*SOl#IL ILI Libri titls (OMOSSADAPE 
—--MESSAGE FILE 21855 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
llhtml.html 


--MESSAGE FILE 21856 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0212html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUMIVCVzJTA6biRqJF4kNyQ/GyhC?= 

Date: Fri, 27 Mar 1998 08:40:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <351AE768.205489B8@ba.mbn.or. յք» 

References: <3515714F.6A8B@ka2.so-net.or.jp> <351A96A9.3362@ka2.so-net.or.jp> 
NNTP-Posting-Host: 202.217.122.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


MOSSADAPE wrote: 


> ¢SBS=SN8e!"J*BNSN!VH?<M!WS@S1SGSOSIS/!"!VF) 2a! &6~@%* !WSb%5%] !<SHS7S*S7S?! #2 (B 
> 


> ¿SB:#%s@%&%s%m!<%sIS9SkSH!"S=SNShS&SKSJSCSFS*S9!#!!!!111111111 (BMOSSADAPE 
ESBS3SsSSKSASO! #2 (Bang02668zSBSNz (BYuug$BSG$9! #4D6-S*°SCSTSSSZ0SCSFe (BGT: SBSGSJSsS+OCB3j 


SGS9ShSM! #2 (B 
e_map¿SBS9S54S+SCS?14#SSSCS?2SSSIS&SdSCSFSkSsS$SGS9S+!)!!HkL)S+SJ!#¿ (B 


Yuu (seryu@ba.mbn.or. jp) 


—-MESSAGE FILE 21856 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
12html html 


--MESSAGE FILE 21857 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0213htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUM1VCVzJTA6biRqJF4kNyQ/GyhK?= 

Date: Sat, 28 Mar 1998 04:13:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <351BFA58.250E@ka2.so-net.or. jp> 

References: <3515714F.6A8B@ka2.so-net.or.jp> <351A96A9.3362@ka2.so-net.or.jp> <351AE 
768.205489B8@ba.mbn.or.jp> 

NNTP-Posting-Host: 210.132.171.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


> gSBS3SsSKSASO! #2 (Jang02668¢SBSNz (JYuug $BSG$9! #4D6-S*SCST%st0SCSFz (IGT SBSGSJSsS+OC 
BISGSIShHSM! #2 (J 
> e_map¿SBS954S+SCS?!#SSSCS?2$SSIS&SdSCSFSkSs$SGS9S+!)!!HkL)S+SJ!#¿ (J 


¿SB4pKNE*SKSOç (J 
iSB!IV; k@~SY%/3H3kS, J*BNSK$ "$?SCSFH?<M$S9Sk%$YS /SHSkSNJ)8-$K$75S25, SCŠSF¿ (J 
¿SBJ*BNSNSF%S/%S9%A%Sc!<$rF=SjIUS1$SkOLCVŠr7hŠaSk!WSCS$SF;vSGS9!#;¿ (J 


ՀՏԹ9Ե9: SN?t3X!TSY%/%HSk !KSHCE3XSNCOM} ! J@S$3&CO?*SN:nSiS$lJd} ԲՏԱ» (J 
£SB1~MQSG!"S"SNSWSm%S0%i%* SN>19g!";k@~SY%/SHSKS, J*BNSKS"S?SCSFH?<MS7$?3 (J 
éESB@hSKS"Sk!V4D6—-! JE75eLLSNShS&SKI=< (SSSISFSSSkItd, !K!W (J 
¿SBSN%$F%S/%9%SA%Sc!<$rJ*BNSKS$SbE=$CSFSSSkSoS1SGS9!#;¿ (J 
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ESBSHS3SmSG!"!VJI}8~SKS7$?S,SCSF!&!&!&!WSHSSSE&ItI, ՏՇՏ9Տ, !"S3S1S0; (J 
£S$B!VJI}8~S$@S1SG!";k@~SY%3/%HSkS,H?<MS7S$?: BI8S=SNSbSNSO9OMN8S7SJSS$ !WShS&SKz (J 
ESBSWSMS0SiS S7TS*S7S? #2 (J 

¿$B$3$1$0¿ (J 


¿SB!VLLE]S/S5SS!W (J 
¢$B!VE75eLLSNSh$&$JL58B1s$N7J?'Sr1G$49~$%*S; SkSNSJSi!"4QB, <TSN:BI8S,2 (J 
ESB>/$7$/S$iSSOcSCSFSb4X78L5$$!#!We (J 

¿SBSHSS$&;v$GS9!# (J 


ԵՏՔ !#G#TSK$7SFSDSF1MMSN9M$ (Si$7S/!"<VSN3QEY ! ?<VSr8+Sk3QEY! ?<VSH; KE@SNAJBP:BI83z (J 
¢ SBSKShSCSF1G$49~S* 77?" SOFOS-S*S95,!"3 (J 

¢$B!!<VSN:BI8$=$1<+BNSKShSCSF1G$49~S* 77?'SOFOS-S$*S;Ss! #3 (J 

$B! J%m%s%0%9%H%1!<%HSG8ed}; KE@SKSTSFS_S*S7SgSE!#!Ke (J 


éSB!tB>SKSb!"¢ (JLightWave; SBSNH?<M%*%C%T%Ss%0!?¢ (JSpherical reflection Map.¿$B$b¿ (J 
¿SB!tS3S&S_S?SSSGS9SM!#!K¿ (J 


¿SB!&!&!&S99SS%S;Ss!#S-SASSSH@bL@GS9SkKSH?*SHS+SbI,MWSKSJSKSNSG!"¿ (J 
¿SBBg; (GDSJItd, SQS1@bL@S7S*S7S?!#S"SHSGSbSCSHS-SASsSH@bLQ@S9SkK¿ (J 


——MESSAGE FILE 21857 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000002 
13html.html 


--MESSAGE FILE 21858 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0214htm1l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUMIVCVzJTA6biRqUF4kNyQ/GyhC?= 

Date: Mon, 30 Mar 1998 22:40:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <351FA0DC.6E207C10@ba.mbn.or.jp> 

References: <3515714F.6A8B@ka2.so-net.or.jp> <351A96A9.3362@ka2.so-net.or.jp> <351AE 
768.205489B8@ba.mbn.or.jp> <351BFA58.250E@ka2.so-net.or.jp> 

NNTP-Posting-Host: 202.217.122.171 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


MOSSADAPE wrote: 


> ESB!&!&!&S9S$$°S; $s! #S—-SASSSH@DLES 9SkSH?*SHS+S$bI1,MWSKSISkSNSG!"¢ (B 
> ¿SBBg; (GDSJItJ, S@S1@bLES7$*S7$?!#S"SHSGSHSCSHS-SASsSH@bL@$ 9$kz (B 


ZSB@DLES"S5$, SHS&ES4SESSS*S7$27!1#2°S, LOSSSNSGKMSNF, SNC£SGSOA[A| $K8B3&$, $S"$j$SJ$sSH$J¿ (B 
E$BS/$7$+M} 2r$G$-SIS$$G$9$, !"$=S1$GSb$ISs$H$JI$/G<F@$7$*$7$?!#2 (B 
¿SBSNSAS[SISNQbL@3ZS7S_SKS7SFS S9!#¿ (B 


Yuu¿$B!J¿ (Bseryu@ba.mbn.or. jp) 


--MESSAGE FILE 21858 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
14html.html 


--MESSAGE FILE 21859 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0215html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUMLVCVzJTA6biRqQUF4kNyQ/GyhK?= 

Date: Tue, 28 Apr 1998 10:33:10 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 25 

Message-ID: <354531D6. 9F6@unlimited.co.jp> 
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References: <3515714F.6A8B@ka2.so-net.or.jp> <351A96A9.3362@ka2.so-net.or.jp> 
Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


¢ $B? 9EDSHSbDS&S7S$*S9! #3 (J 


é SBSASGSCSH8ES$5-; vSr$ [$8$/SjIVSTSF:Q$_S$*S;Ss!l#e (J 

MOSSADAPE wrote: 

2 SBS=SN8e! "J*BNSN! VH?<M! WS@S1SGSOSIS/!"!VF) 2a! &6~@* !WSb%5%] !<SHS7S*S7S?! #2 (J 
2$B:#%0%6%s3m!<SIS9SKSH! "Տ-ՏԱՏԻՏեՏաՏՄՏԸՏԲՏ՞Տ918 11111111 1111 (JMOSSADAPE 
éSBS9S4S/Sh$/S$GS—-SFSSS$*S9SM! #S$SSCS/S$jSGS$9!#H?<MSNJ}$O!"LL! JE@!KSNK! @~SNJ}8~¢ (J 


éSBSKShS$ j3FD: E@SNSFS/S9SASCS=!<S96U4VSN: BI8Sr7hSaSk$SbSNSHM}2r$7$*S7S$?!##GHTs (J 
é SBSNSd$jJ}$bz (Jray¿ $BSNJ}8~$@S1Sr9MN8$7SFSkKSNSGKMSb$=$&S@SH;WSSS*S9! #2 (J 


éSBSGSb!"SASg$CSH<ALd!J3NG'!) !K$5$; SFS/S@$5$$ !#é (Մ 

¿SBF)2aSN>19g! "LLS=SNSbSNS$@$1$N; k@~SNF~<M3Q$h$ j6~@*%$7$?;k@~J}8~Sr7h$a!l"SFS/¢ 
ESBS9SASCSN: BI8Sr5aSaSFSSSKSNSGS7SgS&St+! #S=S1SHSb!"F) 2a$7$ ?@hSNLLSNIF6ASO$S7¢ 
¿SBSFSSSkSNSGS7SgS&S+!# (J 


¢SB8e<TSN>19g! "Hs>oSKSaS$sSIS/S5SS7W; ; Srl,MWSHS7TSFS7S*°SSS*S9SHSM! #8e<TSN>19g¢ (J 
ESBSGS7$?Si!"SISNShHSESTSAS JT} SrSISSS1ISFSSSKSNSGS$9$+!)!)2¢ (J 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

——MESSAGE FILE 21859 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
15html.html 


--MESSAGE FILE 21860 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0216htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUM1IVCVzJTA6biRqJF4kNyQ/GyhK?= 

Date: Thu, 30 Apr 1998 17:50:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <35483B62.330F@ka2.so-net.or.jp> 

References: <3515714F.6A8B@ka2.so-net.or.jp> <351A96A9.3362@ka2.so-net.or.jp> <35453 
1D6.9F6@unlimited.co.jp> 

NNTP-Posting-Host: 210.132.171.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBSGSb! "SASgSC$H<ALd! J3NG'!) !K$5$;$FS/S@S$5$$l#z (J 

¿ SBF) 2a$N>19g! "LLS=SNSbSNS$@$15N; k@~SNF~<M3QSh$ j6~@*$7$?; k@~J} 8~Sr7hS$a!"SF%/¢ (J 
2584 ISASCSN: BIBS r5aSa$SFS$$SkSN$G$7$g$&$t+!#S=S1SH$b!"F) 2a$7$?@hSNLLSN1F6ASO$72 (J 
¿SBSFSSSkSNSGS7SgS&S+!#¿ (J 


V V V V 


s ss ԱԱ ՅՅ O X ($J=hM} $N>19g! VS=S1$C$]$/8+S (S1SPSSSS!We (J 
¿$B$H2r7h$7$F$7$^$ (SPSSSSSoOS1SGS9! #2 (J 
¿SB!!;k@~J}8~%Y%/%H%k!J#A!K$K!"$3$1$rH?<M$5$;$k%Y%/%H% 2 E 
¿S$B$3$1$r2C$ (SF; k@~SNH?<MS7S?%Y%/%HSk! JHA! G! KSr5aS$aSFSSS*%S9! #3 (J 


ESB! J#A!K!\!J#B!K!a!lJ#A!G!Ke (J 
éSB!JSHS3SmSG!"!J#B!KSOH?<MS9SkKLLSK?bD>SISYS/SHSKSGSO!#!IKe (J 


ESB!IVF) 2a6~@*!WSN>1IG! "S"SNSWSMS0Si%S* SGSO#3DLS JSN6~@°N(S,A*SYS*S9S, !"3 (J 


¿SBS=SN#3DLSjJSr!J#A!G#2!K!J#A!G#3!K!J#A!G#4!KSHS9SkSH!"¿ (J 
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ESB! J#A!G#2!K!a!lJ#A!Ke (J 
ԵՏՔ J#A!G#3!K!a!J#A!K!] !J#B! Ke (J 
ESB! J#A!G#4!K!a!lJ#A!K!]#2!_!J#B!Ke (J 


¿SB!!SHSSS&!"S+SJSjJBg; (GDSGE, EVSJ=hM)$GS$S4S$S“S+S7SFSSS*S9!#¿ (J 


E$BS3$3SGM}0@>eSO! JHA! G#2 !KSN>19g40A4SK4D6-%F%/%S9SA%SC!<SrS=SNS*S*T=< (S9Sk; VvSKz (J 
¿SBSJSjS=S$&SGS9%$, !"SHSHSDSHS"Sk7W; ; 8m: ISN$*$+$2$G62?SHSIS/F) L@SNI*BNS, S=$3SKS"S$k$hs$éEs 
Ke (J 

¿SB8+S (Sk$0$1$G$9!#" (! THA! G#3!KSb! J#A!G#4!K$b!"$=$1$C$]$/8+$ (S?SNSGSHS7SHSTSFS°S9! #e 
(J 


¿ $B" (SD$*S$j40A4SK7W; ; $7S-SkKSHGX7IS@S$1S$r40A4SKF) 2aS7SFI*BNSOA4S/8+5 (SJS/SISKSCSF;VvSG$ 
9!# (J 

——MESSAGE FILE 21860 END: net-yaroze-usenet/00000003-SCFI/ny/program/freetalk/000002 
l6html.html 


--MESSAGE FILE 21861 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0217html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCNEQ2LSVeJUMLVCVzJTA6biRqUF4kNyQ/GyhK?= 

Date: Thu, 30 Apr 1998 21:22:29 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 13 

Message-ID: <35486D05.55BE@unlimited.co.jp> 

References: <3515714F.6A8B@ka2.so-net.or.jp> <351A96A9.3362@ka2.so-net.or.jp> <35453 
1D6.9F6@unlimited.co.jp> <35483B62.330F@ka2.so-net.or.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; 1) 


¿SBSbSjS2?2SGS9!#¿ (J 
¿SB>NS7$S/!"2sEz$"Sj$, SH$S&S4S6SSS*S9!#¿ (J 


MOSSADAPE wrote: 
> ¿SB!!SbSASm$sA0<TS$SGS9!#$3$&SSSCS?KNMhJ#; (ST=hM} SN>19g!VS=S1SCS$]$/8+S (S1SPSSSS!W (J 


¢ SBKMSbS3SN<g5ASGSSSDSb:nSCSFS*S9!#%2!<%* SN>19g! "M}OR@SKCI<BSKB?BGSITW; ; $r$7z (J 
ESBSFSiS7$/8+S$; $kSh$j!"S3S9SHSr$$$+SKDc$/SCSFSISJS*S9ISHSM! #2 (J 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 21861 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
17html.html 


--MESSAGE FILE 21862 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0219htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?ISO-2022-JP?B?GyRCUDRMNToO7QkEKNyRGJCOkKXiQ5GyhC?= 
Date: Sun, 24 May 1998 19:01:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <19980524190147yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.026 


¿SBS4L5:;BAS7SFS*SjJS%S9!"%SW%m%0%Si%S_%s%0%U%)!<%i%`%j!<%S@!<SN¿ (BMr.KzSBSGS9! #2 (B 


Net Yaroze newsgroups message dump.txt Page 14635 
¿SBS“S:SOS7SPSiS/=q$-9-$_SGS-S:SK?=S7LuS"SjS%S;SsSGS7S?!#SSSmSSSmSHK;S7S/SF!#¿ (B 
éSBK;$7S+SCS?M}M3SNSRSHSDSHS7SF!";d; vSGBgJQ62=LSGS9S, !"#67nSK7k:'S9SkS3SHSK;¿ (B 


¿SBSJS3j$ $752! #S35NS2Sa! "#67n#6F |S+Si#1#7F | $* $G3$30F (K4Cf$K$D$- ! "SU ¿ (B 
¿SB%j!<%@!<6HL3S$,1JS%S?S7SFSb!KSGS-SJS/SJSCSFS7S%SSS“S9!#S4SaSsSJS5SS!#¿ (B 


¿SB$=$1$+$i!"%$%Y%s%H2q5D<<$GOC$7$N?J$S$G$$$k!"#C#D!]#R#O#M$K<}O?$9$k70!"$H; (B 
ESBSFSb6=L#?<SSSOSNS,S"S5S*S9!#S*<jJEASSSGS-SkS3$HS,S"SCS?Si!";dSb6 (NOSSS?S7¿ (B 
ESBS*S9! #2 (B 


éSBSASI$_$K!"; dA$N:n$C$?:nIJ$K4X$7$^$7$F$O!"$I$&07$C$F$$$7$0$$$F$b9=$$$^$; $s!#z (B 
ESBS"SsSISNSGShHS1S1SP! #2 (B 


ESBHISDCNS 4S?SSSNSO!"#C#D! ] #RHO#MS r>FS/SNSKSIS1$S/SiSSHqMQS, $+$+SkSNS$+SCSFS$3; (B 
éSBSHSGS9SM! #$_SIS5SsSOSISNDxXEYSJSiBEEVSH9MS ($*S$9S+!) ! #3 (B 


ESBSGSO! #2 (B 


program ¿S$B%sU%)!<%i%S`%Sj!<%@!<¿(B Mr.K (¿$BOB1J¿ (B չ580890: (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 21862 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
19html html 


--MESSAGE FILE 21863 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0220html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJDRMNTo7QkEkNyRGJCQkXiQ5GyhK?= 
Date: Tue, 26 May 1998 01:37:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <35699F46.3418@ibm.net> 

References: <19980524190147yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.135.105.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SŠB2qOwHV9f¿ (Jdcn01516z;SBSN550f>05W! Jz (Jkamez$B!KS$GS9! #2 (J 
ESBS4L5:;BASTSFSSS*S9!#¢ (J 


> ¢SBK;$7$+S5CS?M}M3SNSRSHSDSHS7SF!"; d; vSGBgJQ62=LSGS9S, !"#67NSK7k: 'S9SkS3SHSKz (J 
> ԱԱ $752! #S3SNS$?$a! "#67n#6F | $+Si#1#7F | $* $G3$30F (K4Cf$KS$DS-!"%U%)!<%i%`¿ (J 
> ¿$B%j!<%@!<6HL3$, !JS%S?S7SFSb!KSGS-SJS/SJSCSFS75S%SSS“S9!#S4SaSsSJS5SS!#¿ (J 


ESBS*$*!*STISsS$H! *$=S1SO0$=$1$0!*3 (J 
ESBS*SaSGSHSES4SOSSS*SO9! #e (J 


ESB@hE | $bM'C#SN7k:'<0S, $"$5!"#2<!2q3Q!<SFS#!<S$@S1$@S1$I3 (J 
2 SBOTSCSFS-$*S7SF!"!V7k: 'SCSFSJSSS+SSSSSJS!!WSHS+;WSSSAS7S214; (J 


ESBSSSDS*SGSb$*9,5;SK!ID! #2 (J 


ESBHCHD ! ] #R#ORMSN7oSKS$DS$S-$“$7$F$O!"¿ (J 
¿ $B; ՏԵՑ ԷՏ: 22CS$S7S?SSSH;WSSS*S9! #3 (J 


éSBSHS3SmS$G!"#C#D! ] #REO#M>FS/SNSO!"3 (J 

¿i SBS=SsSISK%3%9SHS, $+$+SkSNSGS7S$g$&S$+!) ¿(J 
¢SBS=S1SHSb! "#S#CHE#ISN>5Bz$,1,MW! "SHSSS$&S3SHSG2 (J 
é$B%i%$%; ZS%9NAS_S?SSSTISDSNS, $+$+SkSNSGS7SgS&$+!) 2 (J 


ESBA4S/!"%2!<%* 6H3&$K?H$rCV$-$J$,$i!"¿ (J 
¿SBS*CQS:S+S7SS8BSjJSGS9!D!#;¿ (J 


¿$B8D?MOU8+$H$7$F!"$G$9$, ¿(J 
¿ $B; d<+?HSO; THN$N32!<%` $HJQ$o$i$J$$6b3[$G$b¿ (J 
2 SB9= SoSTSSSNSGSO!) $H; W$$$^$9$, !D!#¿ (J 
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ESBS=S1SGSO!"<:NiS7S*S9!#e (J 
—-MESSAGE FILE 21863 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
20html.html 


--MESSAGE FILE 21864 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0221html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?ISO-2022-JP?B?GYRCJDRMNTO7QKEkNyRGJCQkXiQ5GyhC?= 
Date: Wed, 27 May 1998 23:18:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19980527231825bo0wy@t3.rim.or.jp> 

References: <19980524190147yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.126 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.027 


ESBSAS!!"S8%e!<SSSVSISSSISGSISM! #227SOSHSHS"S1!"S*SaSG$?S$;v$GS9! #2 (Ց 


Mr .Kz$B$5$s$0O=q$-$*$7$?! #2 (B 
>zSBHLISDCNSjS?SSSNSO!"#C#D! ] #REOFMS r>FS/SNSKSIS1S/S$iSSHQMOS, $+$+Sk$Nz (B 
>¢ SBS+SCSFS3SHSGS9SM!#S_SIS5SsSOSISNDXEYSJISiBEEVSHOMS ($*°S9S+!) !#2 (B 


SCEI; $B$G>F$$$F$b$i$&$N$H$O$^$?%7%9%F%` $, 0CS$$*$9$76b3 [E* SKSbIQSOSCSFz (B 
2SBS/SkSH;WSSS°S9S, !"S=$3SiSN3W%1%920S5S$SSG>F$ /$H3*°%9%?!<Sr>FS/SNSKz (B 

2$BS*S:2(B 12¢$BK| !"S$=SN8eSOKg?t<!Bh$G$9$,¢(B 300zSBKg>F$/$Hz (Blz$BKg$"$?$42 (8240258 
1 Տ/51552 (B 
2SBSGS9! #SCSFSSS&S+SGS7$?! #2 (B 


Hideki Naito (bo0wy) E-MAIL: bo0wy@t3.rim.or.jp 
(Net Yaroze! :aza02223) NIFTY :CQCO0075@niftyserve.co.jp 
URL shttp://www.t3.rim.or.jp/~bo0wy/ 


--MESSAGE FILE 21864 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
21html.html 


--MESSAGE FILE 21865 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0222htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJDRMNToO7QOkKEKNyRGJCQOkKXiQ5GyhC ?= 
Date: Fri, 29 May 1998 22:09:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19980529220955kamon@mail.web-hyogo.or.jp> 
References: <19980524190147yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 210.168.129.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESBS3SSSASO!S$2CLGSGS9! #2 (B 


Mr.K¿$B$5$s!$$47k:'$*$a$G$H$&$4$6$$$^$9!*; (B 
ESBSSSdA!IA!SS8%e! <¥sSVSISSSISGSIS+! Ա` =wSb9, $;SGS7SgS&SMS'!A!#Fs?MSGNOSr¢z (B 
¿SB9g$0$; SF! SKv1d$/$*9,$; SK! #2 (1 


ա 


Mr.K wrote: 
>¢SBHLISDCNSJS?SSSNSO!"#C#D! ] #RHOF#MS r>FS/SNSKSIS1S/SiSSHQMOQS, $+$+SkSNS+SCSFS$33 (B 
>¢ SBSHSGS9SM! #$_STS5SsSOSISNDXEYSJSiBEEVSH9OMS ($^$9$+!) !#¿ (B 


ESBS&!ASs!SShS/S0$+S845%S; $s$, !$$_$s$J$N%2!<%`$,F~$C$F$F!$Gr¿ (BPlayStationz:$B$G; (B 
¿SBF0$/$J$i#1K|1_$/$i$$J'$C$F$b$$$$$J!#z (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
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Taro Kamon 
—-MESSAGE FILE 21865 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
22html.html 


--MESSAGE FILE 21866 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0224html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "daido" <daido@bigfoot.com> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?iso-2022-jp?B?GyRCSD88TSROJUcLYiRKJEKDKEI=?= 
Date: Mon, 8 Jun 1998 07:16:13 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <61f3q6S3qv@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.111 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB%$F%9%H%G%#%1%/%H%3jŠK:¿ (B 


¿SBH?<M!"#C#D2; SHSNF14|SN%G%bz (B ¿SB!V¿ (B gSB¥D#Y#DERHFEFF HOF] | SH#LEZHHZ (B ¿SB!W; (B 
¿SB%/%m!<%` S*SCSTSSS0SNSG6Sbz (B ՀՏ81Մ: (B ¿$B#D#Y#D#D#E#M#0#1!S#L#Z#H; (B ¿SB!W: (B 


¿SBSr%"%C%WS$7S257S2?1#¿ (B 


daido@bigfoot.com 


—-MESSAGE FILE 21866 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
24html.html 


T 


--MESSAGE FILE 21867 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0225html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Tomonori Morita <morita@unlimited.co.jp> 
Newsgroups: playstation.ny.program.freetalk 

Subject: TEKKEN3 

Date: Mon, 15 Jun 1998 19:22:39 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 23 

Message-ID: <3584F5EF.6472@unlimited.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 210.145.99.229 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


éSB?9EDSGS9! #2 (J 
¿$B$_$9!<$J$3$H$r5DBj$K$7$A$c$$$^$7$?!#$_$I$5$5E47}#3$r$d$j$^$7$?!)¿ (J 


ESBSdSCS?T}B?SSSH; W$$$^$9$,!"%"!<%1!<%I%b!<%I$G=hM}$*$A$7$^$;$s$+!)¿ (J 
ESB! tS*SISNSWS1S9SFSAS1S8SCSISSSH;WSES1$STE (J (^^;) 


éSBS"S1!"SISsSG=hM}MnSAS9SkSsSGS7Sg$&SM! փ: (J 

¿ SBKMSO! "9b2rA | EYSKS7SFSk=40YS@SH; WS&SSSGS9S1ST!) OcS$S$*S9S+SM! #3 (J 
¿SBSHSFSDSNSJSSSb!<%7%g%sSN?t$@S+Si%sb!<%7%g%s%$r05=LS$S7SF;)SCSFSSSF=hM)S,DISS¿ (J 
é SBSDSSSFSSSISSSHS+!) 2 (J 


AI zSBSKSDSSSFSbE47} #2ShS JMS3S7S/46S8SKSNSO! "KMS@S1STSNS+SIT!#SdaSCS2?S+SsS8!"SQOz (J 
¿$B%?1<%s$G;)$C$F$S$Sk$h$&$J5$$,$9$k$+$i!"=hM)MnSASN860x$KSJSiSJSSShS&SJ5$$b; (J 
ESBSTS*SOSTSM! փ. (J 


¿SB!t$9$P$i$7$/$-$1$$$J2hLL$, 59545551511"Թ47)5Ս5) ՀԵՏ, ՏեՏ՞Տ/57515755:4Բ|53չ (J 
ESBSNS4SmSGS9! #¢ (J 
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ESBSGSO! #2 (J 

T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

——MESSAGE FILE 21867 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
25html.html 


--MESSAGE FILE 21868 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0226htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "daido" <daido@bigfoot.com> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?is0-2022-jp?B?GyRCPFYkKTiVGJTk1ISCO9JE4 jJMhsoQg==?= 
Date: Tue, 30 Jun 1998 23:30:22 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <6nat9aSd8d@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.31 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¢SB<VSNSFS9SHS=SN#2STSFSISHSGSHSLS/ SHS ISKF~S1S*S7S2?¢ (B 
http://wwwl.scei.co.jp/forum/program/archive/test/DYDTST02.L2ZH 


¿SB:#8eSO¿ (B 
http://www.geocities.com/Tokyo/Bay/4712 


¿SB$G8x3+$7%$28S9!#; (B 


daido@bigfoot.com 


—-MESSAGE FILE 21868 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
26html.html 


--MESSAGE FILE 21869 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0227html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "daido" <daido@bigfoot.com> 
Newsgroups: playstation.ny.program.freetalk 
Subject: =?1s0-2022-jp?B?UmU6IBskOjxWJE41RiU5JUgkPSROIzIbKEI=?= 
Date: Wed, 1 Jul 1998 02:03:04 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <6nb67bSdjd@newsl.scei.co.jp> 
References: <6nat9a$d8d@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.18 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


éSBS"S*S$jSKA4BNS, SX$\SX$\STSNSGSIS&SGSONISSS3SH$SGS$9$, !"¿ (B 
£$B%3!<%9%*°SCSWS, :81&BP>NS@SCS?SNSr=$@557!">e=qS-S7S*°S75?! #2 (B 


$B: 81&BP>] SISNSKSASCSHSD5$$, ԼՍՏԻՏՄՏՏՀԻՄ, SbSIS&S+SH;WS&!# (B 


daido wrote in message <6nat9aSd8d@newsl.scei.co.jp>... 
>E SB<VSNSFS9SHS=SN#2STSFSISHSGSHSLS/ SHS ISKF~S1S*°S7S2¢ (B 
> 
>http://wwwl.scei.co.jp/forum/program/archive/test/DYDTST02.LZH 
> 

>¿SB:#8eso; (B 

>http://www.geocities.com/Tokyo/Bay/4712 
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> 
>2SBSG8x3+S7$°S9! #2 (B 
>—— 
>daido@bigfoot.com 

> 


—-MESSAGE FILE 21869 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
27html shtml 


--MESSAGE FILE 21870 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0228html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: =?iso-2022-jp?B?GyRCUTIhHPCVgQD0 6b 4MrO0 8bKEo=?= 
Date: Thu, 02 Jul 1998 14:25:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <359B19C3.5DBO@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.171.172 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


¿SB:#EvJ])SN#H#PSG%2!<%`SCS]SSSbSNSr:nSCSFS* S9!#¿ (J 
¿SB01FYS4SiSsSKSJSCSF2<S5S1!d!d¿ (Jall 


MOSSADAPE 
http://village.infoweb.ne.jp/-ffactory/ 


ESB! t#22hHLL%S; 30%1!<SHSNI}K!SISSS+SNSE!E!E1&!#e (J 
--MESSAGE FILE 21870 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
28html.html 


--MESSAGE FILE 21871 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0229html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJTIhHPCVgQD0 6b jMrO08bKEI=?= 
Date: Fri, 03 Jul 1998 23:27:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <19980703232737bo0wy@t3.rim.or.jp> 

References: <359B19C3.5DBO0@ka2.so-net.or.jp> 
NNTP-Posting-Host: 202.247.160.149 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.027 


ESBS*$@=q$1$k$+$K$c!<z (B 


MOSSADAPE <mosadape@ka2.so-net.or. jp>zSBS5S$sSO=q$-S*S7S?!#¢ (B 
>zSBIt#22hLL%; $O%1!<SHSNI}K!ISTISSS+SNSE!E1&!E! #2 (B 


ESBS1!<%9%2!<%* SHS+SNBP@o%b!<SISGS"SkMMSJFS2hHLLUJ, 3d$CSF; v$G$9; (B 

éSBSHSM; (B?¿$B!#>e2<J, 3dS@SCS?Si!">e2hLLMOSN; (BOT; $BSH2<2hLLMOSN; (801: SB$ rMO0U¿ (B 
ESBS7SF!"S=S1S>S1SN; (BOT; SBSrz (B GsDrawOT () ¿SBSGTA2hS9SkA0SK¿ (B GsSetOffset () 
¿SBS$SH¿ (B GsSetClip() ¢$B$r; HSCSFIA2Zh>1=j$r; XDjz (B/z$B8BDjS7$FSd$1$P2DG=; (B 
ESBS@SH;WSSS*S9!#: (BSCEI: SBDs6! SN%5%s%WSkz (B tmdview4: SBSH8@S&SNSKF~SCSF3z (B 
¿SBSSSk¿ (B tuto0l¿$B$,;29MSKSJSJS S9!#¿ (B 


¿SB!t=q$S1$SFSbFIS%“Sl1lSkS+SJ¿ (B(%%; 


Hideki Naito (bo0wy) E-MAIL: bo0Owy@t3.rim.or.jp 
(Net Yaroze! :aza02223) NIFTY :CQCO0075@niftyserve.ne.jp 
URL shttp://www.t3.rim.or.jp/~bo0wy/ 


—-MESSAGE FILE 21871 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
29html html 
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--MESSAGE FILE 21872 START: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/0000 
0230htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJTIhHPCVgQD0 6b jJMrO0 8bKEo=?= 

Date: Sun, 19 Jul 1998 21:53:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <35B1EC33.6442@ka2.so-net.or.jp> 

References: <359B19C3.5DBO0@ka2.so-net.or.jp> <19980703232737bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 210.132.171.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


> ¢SB!t=qS1SFSbFIS*S1Sk$+SIz (J (%%; 

¿$B!!$O$$!"M-Fq$&8f:B$$$^$7$?!# (J 

éESBS*S+S2MMSKSF5aSaS$ ?S$VSDSr%2SCSHSGS-S*S7S?¢ (Jm(_ _)m MOSSADAPE 

——MESSAGE FILE 21872 END: net-yaroze-usenet/00000003-SCEI/ny/program/freetalk/000002 
30html.html 


E AE AE AE FE HEE HEE EH 
E AE EAE AE EAE FE AEE HE EH 


——HHPEEREEEE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/labo 
n RHEE 


--MESSAGE FILE 21873 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000001 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCP3tAOBsSoSiAbJEI3PRsoS1lwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?ISO-2022-JP?B?UmU6IFtRXTO4MBskQiVilTwlSSRHOORBfBsoSg==?= 

Date: 14 Apr 1997 15:19:47 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <01bc48e4$d31d7e00$248ad5ca@Noobow.asahi-net.or.jp> 

References: <01bc467eS$6ba48920S098ad5ca@Noobow.asahi-net.or. jp><bo0wy$24b31997041123 
1024@news1.scei.co. jp><01bc4806$53427840S128ad5ca@Noobow.asahi-net.or.jp> <yasunaga$ 
1£7219970414040932@news1.scei.co.jp> 

NNTP-Posting-Host: 202.213.138.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


> GsDefDispBuff() ¿SBSb=P$7S?S[S&S,SSSSS+TSbS751S S;Ss!# (J 
> 
> ¿$BS4;29MSKS$SJS1$SP¿ (U (**)¿SB!#¿ (J 


¿SBS"SC; (J ¿S$SBS9SSS2$;Ss¿ (J ¿SB%=!<%9$r=qS$S-4V0c$ (S$ *S7S?!#¿ (J 


GsInitGraph (SCREFN_X, SCREEN_Y, GSOFSGPU | GsINTER, 0,0); 
GsDefDispBuff (0,0,0,0); 


while (1) í 
ESBle!#l#l ele (J 


cnt=VSync (0); 

ResetGraph (1); 

GsSwapDispBuff(); 

GsSortClear (20,15,15, &é0t [side] ); 
GsDrawOt (&ot [side] ); 
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Subject: Re: Yaroze and Modem 

Date: 26 May 1998 14:35:43 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Sender: thutton@TECH10 

Message-ID: <ud8d18x9c.fsf@cybec.com.au> 
References: <6k9209Shca2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Stefano Provenzano" <dragon@intercom.it> writes: 


Hi, 

I'am working at a VRML browser and I have thought to use it with the yaroze, 
but there is a big problem (at least for me) command directly the modem and 
then the psx serial port. 


Vo Z NU N: S) 


I assume that if you want to hook the modem up to the PSX that you 
would want to connect it to the 'net to download .wrl files. In that 
case you'd need to implement a TCP/IP layer in the yaroze as well as a 
PPP driver, etc. which would suck. I can't think of any other reason 
why you'd want to hook the modem up directly to the PSX... 


What you could do is use your PC as a proxy using something like 
PSXSock. Go to the SCEA pages on the members site and look for PSX 
Sock or ~jblack. It may do what you need. 


Man, I was going to implement a VRML browser on the Yaroze as my next 

project, probably next year. Wish you the best of luck, and I'd be 

very interested in seeing what you end up with. 

Toby. 

-—-MESSAGE FILE 2314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01017 


-—-MESSAGE FILE 2315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001018 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 
Date: 26 May 1998 14:40:30 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Sender: thutton@TECH10 

Message-ID: <ubts18xld.fsf@cybec.com.au> 
References: <6kbkavS$hcal9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"JohnT" <johnt@nettech.demon.co.uk> writes: 

> 

> Since I had used the Yaroze I have re-installed Windows 98 on my 
> computer. 


Ahh, hahaha... sorry, but I do not find any of this surprising. 

Honestly, why are you running Windows 98? At work, we're testing our 

product on RC5 (haven't got the Gold yet) and it's the most unstable 

version of Windows we've seen yet. 

Toby. 

—-MESSAGE FILE 2315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01018 


-—-MESSAGE FILE 2316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001019 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 
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ESBSE!<!<SsSIS&STSFS*S+ST7SSSNS+SI! #1 #!#e (J 
ESBS*S9S*S9z (J ¿SBShS/SoS+SiSs!#¿ (J 


ESBSL!<z (J 


—-MESSAGE FILE 21873 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000001ht 
ml.html 


--MESSAGE FILE 21874 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000002 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boQOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.program. labo 

Subject: Re: [Q]480=?1ISO-2022-JP ?B?GyRCJWIhPCVJJEc7REF 8GyhC ?= 

Date: Tue, 15 Apr 1997 01:34:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <bo0wy$24b319970415013440@news1.scei.co.jp> 

References: <0lbc467e$6ba48920S098ad5ca@Noobow.asahi-net.or.jp> <bo0wy$24b3199704112 
31024@newsl.scei.co.jp> <01bc4806$53427840$128ad5ca@Noobow. asahi-net.or.jp> 
NNTP-Posting-Host: 202.247.160.125 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ոչՏ82(08 (B ¿SB7=¿ (B\¿$BFs¿ (8" <xe7k-sgo@asahi-net.or. jp>zSBS$5$sSO=q$-S*S7S?! #2 (B 


>ESBO1L1~S*SK%eS"SkKSIS*S5ISKSS%3S%S?!<S1!<S9MOSN=hM} SKS7S*°S7$?! #2 (B 
>¢SBS3$s$I46$8SGSdSCSFS_$*$7$2?$,$&S°S/S$$-S$*$;$s!l#e (B 


é$B!!S&!ASs!&! &SAScSSSHSASCSFSSSKSHSI9SKSH! "SISSSGSTSGSESM!&!&! #2 (B 
2 $B; d<+?HS$0%$%s%? ! <SGSNSWm%0%1%3> SOS*SASASCSFSISS$$s$GS9$, 1" (B 

2 SBOF30!"%Q%1%CSHSNNLSYrA} $d$9$H2~A1$5$1$?7S4S9SkS$+S$b!&!&!&e (B 
¢$B!J%$%s%?!<SGSOSISSSGS9S, $=S&8AS&; v$, S"SCS?ISNSG! &!&!K! #2 (B 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 21874 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000002ht 
ml.html 


--MESSAGE FILE 21875 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000003 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCP3tAOBsSoSiAbJEI3PRsoS1lwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?ISO-2022-JP?B?UmU6IFtRXTO4MBskQiVilTwlSSRHOORBfBsoSg==?= 

Date: 16 Apr 1997 14:35:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 53 

Message-ID: <01lbc4a70$d893f8e0SLocalHost @Noobow.asahi-net.or.jp> 

References: <0O1bc467e$6ba48920S098ad5ca@Noobow.asahi-net.or.jp> <bo0wy$24b3199704112 
31024@newsl.scei.co.jp> <01bc4806$53427840$128ad5ca@Noobow.asahi-net.or.jp> <bo0Owy$2 
46319970415013440@news1.scei.co.jp> 

NNTP-Posting-Host: 202.213.138.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


> ¢SBOF30!"%0%1%CSHSNNLSrA}SdS$9SH2~A1S5S1$?S4S9SkS+Sb!&!&!&E (J 
> ¿SB!J%SS%Ss%?!<SGSOSJSSSGS9S,S=S&8@S&;v$,S"SCS?SNSG!&!&!K!#¿ (J 
¿SB011-$d$CS$SF$_S$S2$7$S?$, $0$a$G$7$?!# (J 

ESBSb$S7$+$7SFSdASCSQOS j=hM} $, SISCS+S$SG=ES/SJSCSFSkSsS$SGS7SgS&S+¿ (J 


¿SBS9SSS29;SsS1SI!"SASgSCSH%sa%SSSsSN%=!<%9Sr8+SFSSS?S@S1S“S9S+!)¿ (J 
¿$BS3$N%=!<%9$0550f>05W$N¿ (JPYON¿ $B$r; 29M$K$5$; $F$$$?7$Q0S$$F$*$J$^S$9!#¿ (J 
¿SBla!a!a!a!a!a!a!l!alalalalalalalalalalalalala (J_¿$B%=!<%9!J%a%š$%sIt!Kė (J 
#define SCREEN_X 640 

#define SCREEN_Y 480 
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¿SB!#!#!#!#!# (J 

main () { 
int side; /* active buff */ 
int cnt; /* vsync count */ 
int Tcnt=0; 
int i,j,k; 
int v,w,f; 
u_long pad; 


Z Xj 
ESB! #!#!#!#52!<S° 8GM-SN9=BSBNEK8E2 (J չՏ8 el el el el ee (J 
Vis աշ 


GsInitGraph (SCREEN_X, SCREEN_Y, GSINTER|GsOFSGTE, 1,0): 
GsDefDispBuff (0,0,0,0); 


ot [0] .length=OT_LENGTH; 
ot [0] .org=ot_tag[0]; 
ot [1] .lLength=OT_LENGTH; 
ot [1] .org=ot_tag[1]; 


GetPadBuf (&padl1, &pad2) ; 


[* init ան 
¿SBI#!#!#!#%2!<%`8GM-SN9=BSBN=i4|2=A`:n!#!#!#!#!#; (J 
= if 

while (1) { 


side=GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)packetarea[side]); 
GsClearOt (0,0, &0t[side]); 


as */ 
¿SB!#!#!#!#%2!<%`8GM-SNA`:n!#!#!#!# (J 
as ա 


cnt=VSync (0); 
ResetGraph (1); 
GsSwapDispBuff(); 
GsSortClear (20,15,15, &é0t [side] ); 
GsDrawOt (&ot [side] ); 
} 


} 
¿$B!a!a!a!a!a!a!a!a!a!a!a!a!a!a!a!a!a!a!a!a!ag¿ (J 
2$BS2!<%> 8GM-ItJ, S@SCS?Si#4#8#0%b!<%ISrD | SaST$S-ScSTISISTSSS$+ST! #3 (J 


—-MESSAGE FILE 21875 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000003ht 
ml.html 


--MESSAGE FILE 21876 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000004 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCP3tAOBSoSiAbJEI3PRsoSlwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?1ISO-2022-JP?B?UmU6IFtRXTO4MBskQiVilTwlSSRHOORBfBsoSg==?= 

Date: 16 Apr 1997 14:50:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <0Olbc4a72$d4c5ef00S058ad5ca@Noobow.asahi-net.or.jp> 

References: <0Olbc467e$6ba48920S098ad5ca@Noobow.asahi-net.or.jp> <bo0wy$24b3199704112 
31024@news1.scei.co.jp> <01bc4806$53427840S128ad5ca@Noobow.asahi-net.or.jp> <bo0wy$2 
4b319970415013440@news1.scei.co.jp> <01lbc4a70S$d893f8e0SLocalHost @Noobow.asahi-net.or 
.յք» 

NNTP-Posting-Host: 202.213.138.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SBS9SSS S;Ss¿ (J ESB<+8I%1S9SG$9¢ (J 


ESB550f>05WS5$s5$S$r0-S/S5S1SFS?SiS9SSS*S;Ss¢ (J 
¿SB!cD(-@5!d¿ (J 
> ¿SBS95SSS“S;SsS1SI!"SASgSCSH%šaSS%ssSN%$=!<%9$Sr8+SFSSS?S@S1S S9S+!)¿ (J 
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> ¿$B$3$N%=!<%9$0550f>05W$N¿ (JPYON¿$B$r;29M$K$5$; SFSSS?S@QSSSFS*SFS*SOl #2 (J 
¿$B!1"-!1!1¿ (J 
¿$B550f>05W$5$s¿ (J 


UP 2 SB$7$?8eSK5SSESSS$?SNSG$9S, !":0=|$, $&$^$/$G$-$J$$; (J 
ZSBSNSGSHSjS"$ ($:S3SNz (U¿Z=¿¿SBSG$44*J[ŠSr!#¿ (J 
¿0000006 

ESBSL!<¢ (J 


--MESSAGE FILE 21876 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000004ht 
ml.html 


--MESSAGE FILE 21877 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000005 
html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "Yasuo Higano" <yasuolsf-design.com> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?QysrGyRCJEclVyVtJTAlaSVfJXM1MCQ5JGtKfUshJHI2NSQoJEYkLyRAGyh 
K?= 


=?ISO-2022-JP?B?GyRCJDUkJCEqGyhK?= 
Date: 17 Apr 1997 13:36:53 GMT 
Organization: Sofmap Future Design Inc. 
Lines: 36 
Message-ID: <535911$230@news1.scei.co.jp> 
NNTP-Posting-Host: 202.32.232.61 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESB! !SISb!"$_S$I$5$s!#2?7; 2<TSNS_$?SaS$CS$/S$9SGS9! #SASCSH: #F | VUSS#P#SS, ԲՕՏ-Տ՞Տ7Տ2չ (J 
ESB! #2 (J 


¿SB!!%5%s%W%kš$rIaDLS$N¿ (Ugcc¿SBSG%3%s%sQ%S%SkS$7S?SjJ!"SASgS3SCSH2-BSS7SFM7SsSGSSS*S7S2S, 
SBI" (J 

¿$B!!!!$I!<$7$F$b!"; (JC++z SBSGSWSmS0Si%_%s%0$7$7$S!*!!1SNSGS9! #2 (J 
2$B!!S$Sm$$$mC5$7$*S/SCSE! "SwSm30%is_%s%0SUS) !<Sis> SNZiSSSVSiSjISGSAS*S5SSSNz (JgppP 


SxzSBSrS$_SDS1S*S7S?!#S7S+S7!"SS%SsS9SH!<SkI}K!S,NIS/J,$+SiS$:!"SHSIS"S ($:¢ (Jexez SBS r%3 
; (J 

S SBST! <$7$254$7$F | "SI$s$H$+33%sS0S$SkSODLSkz (J (include 

<>¢SBSOF0S$+SJISS ! KShS&SKSISj$*S7$2S, !"%j%s%/$,$G$-$^$;$s!#¿ (Imakez SBSb$G$-$ S;Ss!# (J 


ESB! !SG!"S3S*°SCSFS3S3SN2q5D<<SKS$—-S$?S$i! "EOJUS5SSSSN%$Z!<%8SG;z (JWin32;SBMO; (JC++2;$B%3%s% 
Q%$%i¿ (J 
¿SB$,<jS$SKF<$kS$SHCN$j!"$5$C$=$/%@%&%$s%m!<%$I!#S$SG!"$$Sm$SS$SmSd$C$F$2A$9$, !"$G$-$^$;¿ (J 
¿SB$s!&!&!&¿ (J 

¿$B!!¿ (Jmakez;SB$,FOS-S*S;$s!#¢ (Jpsx-—cppé SBSG33%SssO0S$SkSOSGS—-S*S$7$2S, !"%$j%$s%/$7$h$&$H 
S9SkS$SH¿ (J 

¿S$SB!" (J1dz SBS, SISESNS3SESNSHSSSE% (Si! <S$, =PSFSGS-S$%S; Ss! #S50$+S5i1S5G6S59!*!1*!!=uS1SFS/S$@z 


(J 
ESBSOSSI*IAL RS (J 


¿SB!!SIS&SSS&4D6-Q@_D3j)S$,I,MWSJSSSGS7SgS&S+!)!!S*<j?tS$SGS9$, !"DOST=i?4<TSKS$o$+$k¢ (J 

¿i SBSOSiSSSK@DLESTSESSS?S@S1SISSSGSTSg$&S+!) !!S5SsSWSkSNz (J. bat~$BsUS! SSSkSH$+!"SGS#z 
(J 

2£$B%1%/%HSj9I=@. STSs$t+$r:\$; SFSS$?S@S1Sk$H! "SbSN$9$4!<$/=u$t$j$*sol#e (Մ 


é5B!!;dSOSbS&S/Si1S9STSTSGSOSWSMS0SiS> :n$k5$$,$7$^$;$s!#¿ (J 
ESB! !$Sd$jI} 65$ (SFS/S@S5SS!*11S*SMS,SSS7S%S9!*!*11¿ (Մո _)m 


25811655 (SFSSS?S@SSSF!"; dSN4D6-SG;z (JC++z;SB4D6-S, FOS-=P$7$?Si!"$3$515$+SiMhSk; (UC++¿ $BL 
ոՕ: ՏԱ: (J 

I SBS?SaSKI"; (JPS¿$B$G: (IC++ze$B4D6—Sxr:nSkJ}K! !*!!SHSTSP!"%[1<%° $2! <S8SKS*SHSaS*$9! He ( 
J 


2$B! !SAST$_S$K4D6-$O!"z (J95, NT4.0¿$B$G$9!#3+H/$O; (JNT4.0z2SBSGS7SF!"z (J95¢SB$Gz (JPSz$B 
SKE>AwS7ShS&SHS7SF3¢ (J 
ESBSSS*S9! #3 (J 


é$BS_$?S$aSCS/$9¢ (J 
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Yasuo_Higano@msn.com 


—-MESSAGE FILE 21877 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000005ht 
ml.html 


--MESSAGE FILE 21878 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000006 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "U2" <gfsu2@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmMU6IBskQiVdJWolNCVZJE411iU/JWpIPURGISkbKEo=?= 

Date: 4 Apr 1997 12:06:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <0Olbc40f0$d8410600S2eb484d2@gfsu2ta2> 

References: <Olbc3cc2S4dbd39e0S6bb484d2@gfsu2ta2> <01lbc3c51$ae6910f0$cc02a8c0@rice> 
<Olbc3cdf$394f4080Se0b584d2@gfsu2ta2> <Olbc3c7d$2ce624b0Scc02a8c0@rice> <Olbc3d0c$6c 
9a88a0Sldb584d2@gfsu2ta2> <5hm6vé6Srvs@newsl.scei.co.jp> <01lbc3e95$0de9b300$15b584d2@ 
gfsu2ta2> <5i0k85Slcp@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.180.46 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSSSm$$$m$"$j$, ՏՔՏԵՏ4ՏՇՏՏՏ՞Տ91»., (J 


> ModelTD* model = new ModelTD("BOX.TMD", 0): 
> 58561" չ (JUBOX.TMD  SB$+$i!"%b%$G%k$r@8@.!"¿ (J 
> add (model); 

> ¿SBŠG!"IA2h%j%9%HŠKŠNŠ;!"¿ (J 

> getView ()->setSuper (model->getCoordinate()); 
> ¢SBSO!"; kKE@SN%?!<%S2SCSHSrS3S1SKS9Sk; (J 

> model->move(10, 10, 10); 

> ¢SBSG!"0\FOSCSF46S8! #2 (J 

> 

> ¢SBFIMMSN<j=gSG!"S9SWSiSSSH! "3 (UBG¿SB!"  (JU3D¿SB%$9SsW%i%SSHSrO7S (SkShS&SKSJSjS*S75S2! 
#¿ (J 

> 


> ¿$B;H$C$F$$$?$0$1$^$; $s$+!)¿ (J 
¿SBS3S1$Sr;29MSK¿ (J ¿Ş$B$Ş$m$Ş$Şm$AdAŞC$F$_$Ş^$9; (J 
¿SBS$S"$j$, SHSES4S6SSS*S7$2¢ (J 


—-MESSAGE FILE 21878 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000006ht 
ml.html 


--MESSAGE FILE 21879 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000007 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCIOcjcyNT1I28 jciNOLOYjJaSN4I01I JRyYRLJUEQKICRGGyhK?= 
Date: Tue, 08 Apr 1997 18:32:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3348BF13.1BE@ymg.urban.or.jp> 

References: <332AFC49.4658@fa2.so-net.or.jp> <01bc348e$1f876aa0$cc02a8c0@rice> <3332 
C61F.605F@fa2.so-net.or.jp> <Olbc3a2bS00ccfc90SccO02a8c0@rice> <5hp4smSsoq@news1.scei 
. Co. p> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.58 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Taisuke Fukuno wrote: 
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> ¿SB;HSCSFS_S?46A[SJSIS*J9S+S;S/S@S5SS!# (J 
> http://wwwl.scei.co.jp/-cfs01105/BgEdit.html 


¿SB1!;n$7SF$_S$2$7$?!#¿ (J 
¿$B!!¿ (gUMacintosh¿$BS$SN>19gSO!"¿ (J 


¿SB!!TaDLSK%SISi%SC%0S7SFHO0O;XD3jS7!"¿ (J 

¿$B!!¿ (JCommandt+; SBSISiSC%O0SGI#<LSGS-S*S9SM! #3 (J 

—-MESSAGE FILE 21879 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000007ht 
ml.html 


--MESSAGE FILE 21880 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000008 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Makoto Okuzumi <okuzumi@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCIOcjcyNT1I28 jciNOLOYjJaSN4I01I JRyYRLJUEQKICRGGyhK?= 
Date: Tue, 08 Apr 1997 03:53:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <3349429F .124@fa2.so-net.or.jp> 

References: <332AFC49.4658@fa2.so-net.or.jp> <01bc348e$1f876aa0$cc02a8c0@rice> <3332 
C61F.605F@fa2.so-net.or.jp> <Olbc3a2bS00ccfc90SccO2Za8c0@rice> <5hp4smSsoq@news1.scei 
. Co. p> 

NNTP-Posting-Host: 210.132.147.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


é$B!!;n$7$K;HSCSFS_S*S7$?! #2 (J 

ESBSASCSOS5S*SCZWSr8+SIS,$i:n@.$Gs— 1 ՏՈՐ ՈՒՄ 

258: #EY :n$k%2!<%° SK; HSSS?SSSH;WSSS*S9! #2 (J 

—-MESSAGE FILE 21880 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000008ht 
ml.html 


--MESSAGE FILE 21881 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000009 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!harold 

From: harold@fa2.so-net.or.jp (Kazuyuki Takata) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: [Q]480=?1ISO-2022-JP?B?GyRCJWIhPCVJJEc7REF 8GyhC ?= 

Date: 18 Apr 1997 14:31:05 GMT 

Organization: Net Yarouze 

Lines: 20 

Message-ID: ՀՏ)80)958սոնոճատ1.ՏՇ61.Շօ.3յք» 

References: <01bc467e$6ba48920S098ad5ca@Noobow. asahi-net.or. jp><bo0wy$24b31997041123 
1024@news1.scei.co. jp><01bc4806$53427840S128ad5ca@Noobow.asahi-net.or.jp> <yasunaga$S 
1£7219970414040932@newsl.scei.co.jp> <01bc48e4Sd31d7e00S248ad5ca@Noobow.asahi-net.or 
. Jp> 

NNTP-Posting-Host: 210.132.161.164 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 
X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32)] 


ESBSOSMSkKSISGSI!#S3SsSKSASO! #2 (B 


In article <01bc48e4$d31d7e00$248ad5ca@Noobow.asahi-net.or.jp>, xe7k-sgo@asahi-net.o 
r.jp says... 

>2SBS&!<!<SsSISE&ESTSFS*S+S7SSSNS+ST!#!#! #2 (B 

>ESB$*$9$*S92 (B eSBSh$/So$+Sis$s! #2 (B 


éSBD>@\SN2r7hd}K!SGSOSTSSSG$9$, !"=hM}$,=ES$SN$, 860xS+SIS&$tSrz¢ (B 
¿SBD4SYSKSNSGS7S?Si!"¿ (B30fps¿SBSJSISKS7SFS_SFSOSSS+S,SGS7SgS&S+!)¿ (B 


> cnt=VSync (0); 
cnt=VSync (2); 
ESBSGz (B30fps¿$BSK$JS$S3jS$S $9!#¿ (B 
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ESBSGSO! #2 (B 


¿SB%O%m%k%I; (B 

mailto: haro ide re անական otip 

http://www1.scei.co.jp/~dqb00260/ 
--MESSAGE FILE 21881 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000009ht 
ml.html 


--MESSAGE FILE 21882 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000010 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: C++zS$BSG%W%m%30%i%_Sss0S9SkI}K!Sr65S (SFS/S@S5SS!*3 (B 
Date: 18 Apr 1997 16:17:04 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 59 

Message-ID: <5j86q0S97h@newsl.scei.co.jp> 

References: <535911S230@news1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


¿SBSISb!"S4S&SGS9!#¿ (B 


<535911S230@news1.scei.co. jp>¢SBSN5-; vSKS*SSSF3; (B 
yasuo@sf-—design.com; SBS5SsSO=qS-S*S7S?! #2 (B 


>¢SB!!STSb!"S_S$I$5$s!#2?7; 2<TSNS_$?SaSCS$/S9SGS9!#SdASCSH: #F | JUSS#PHSS, ԲՕՏ-Տ՞Տ752չ (B 
> SB! #2 (B 
22581 18555 SWSkSrilaDLSNz (Bgcc¿SBSG%$3%Ss%SsQO%SS%SkS7$S?$j!"SASgS3SC$ŠH2-⁄-BSS7SFM7SsSGSSS*$7$2?5S 
„¿ (B 
a (B 


> 
>¿$SB!!!!SI!<S7$SF$Sb!"; (BC++zSBSGSW%mS0%i%_SSS0S7S?SS!*!!ISNSGSO!#;: (B 
> 
>2SB!!SSSm$$SmC5$7$*°S/SCSF!"SW3mS0%i%_%8S%0%U%) !<%i%* SNSi%SSS3VS1i%SjISGSAS*S5$sSN; (BgppP 
>sx¢SBSrS$_SDS1S*S7S?!#S7S+S7!"SS%SsS9SH!<SkI}K!S,NIS/J,$+SiS:!"SHSjJS"S (Š: (Bexez SBSr% 
3¿ (B 
> SB8T!<$7$2$5$7SF | "$I$s$HS+23%s%Q%$2kSODLSk; (B (include 
><>¢SBSOF0S+$JISS !KSHSE&SKSISIS*$7$2S, !"%Sj%s%/S, ease $*°S;Ss!#z (Bmakez SBSb$G$-S$%*S;Ss! #2 ( 
B 


2 SBS (!<SH!"S3SCSASO; dSONIS/CNS4$*S;SSSNSG%Q%9! #2 (B 


>2$B!!$G!"$3S$*SCSFS3S$3SN2q5D<<S$K$-$?$i ! "EOJUS5SS$N%Z!<%8$Gz (BWin322SBMQ; (BC++¿ $B%3%s 
ՏՕՏՏՏ1չ (B 
>Z $B$, <jSKF~SkSHCN$ Jj! "S5$CS$=$/20%6%s%m! <3I! #$G!"$$$mS$$mSASCSFS*$9S, !"$G$-$^$; z (B 
>¿SB$s!&!&!&¿ (B 

>¿$B!!¿ (Bmake¿$B$,F0$-$^$;$s!#¿ (Bpsx-cpp¿ $B$G%3%s%Q%$%k$O$G$-$^$7$?$, !"%j%s%/$7$h$&$ 
H$9Ś$k$H; (B 
>; $B!" (Bldg $BS, SIS&SNS3$6SNSHS$$6% ($1! <$, =PSFSGS—$"$; $s! #$0$+$i$G$9!*!*!!=u$1$F$/$@ 
i (B 
Z:SBS555121*1*; (B 


¿SBS(!<$H!"5/F0%G%#%1%S/%SH%jSN:F>e0LSGF83+$7$SF!" (B/cygnus/bin ¿$B$K¿ (B 
¿SB%sQ%9Sr@ZSkSQ@S1SGS9¿ (B (“ °; 

¿S$B$?S$S@S7!"¿ (Bmake É OSKSDS1S$FS"Ske ( (B 32bit er HSoSJISSSHSSS1$°S;$s! #2 (B 
é$BK\MhS$N3+H/%; SCSHSKSDSSSFSkSdSDSH!"L>A0$, A 
¿SBSOS:SJSNSG!"%SQ%9Sr@hSKQ@ZSkShS&SKS7SFS/S@S5SS!#¿ (B 

ld ¿SBSO¿ (B psx-ld ¿$B$r;H$$$^$;$&!#$U$D!<$KF0$/$O0$:$G$9$,¿ (B... 


oa 


# etd geek ԱՆՆԱ Մ S;Ss¿ (B 
# ¿Á¿SBS3S&SSS&<ALdSN; ~SKSO! "@53NSK% (Si!<%Sa%SC%;!<%8Sr$+SSSFS/S@$5S$SSS-S;!#¿ (B 


>¿SB1!1SIS&$SS$SS&AD6-Q@_DjS, I, MWSJSsSGS7SgS&S+!)!!S*<j?t£ESGS9S, !"D6$I=i?4<T$K$0o$+$k;¿ (B 

> 2 SBSOSASSSKADLESTSFSS$ 2S@S1STSSSGS7SgS$ESt!) 15555505: ՏԱ: (B.bat¿$B%U%!%$%k$H$+!"%G%# 
; (B 
S iSB%1%/%H%j9=0.SJSsS+Sr:N5; SFSSS2S051SkSH!"SbSNS9S41!<S/=uS+SjS2AS91#; (B 


¿SBSHSSS&SoS1SG!"E83+S7SF%Q%9Sr$-SkS$S@S1SGS9!#SOSS!#¿ (B 
¿SBS"!I"S"SH$S59C$-%SA%!%C%/S79F5SSESSS?SNSGS9S, !"¿ (Bnew ¿SB1i;;;R$,SDS+S (55565914: (B 
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2$B$3$1$0; (B libgcc ¢SBS,SISSS+SiSJSNSGSASgGS$CSHS*SCSFS/S@S5SS! #2 (B 
ESBSSS*:nSCSFS*S9¢ (B(%%; 
# 23SBSbS7S/SOSFS-SHS&S$Kz (B __builtin_new ¿$B$H$+$r:n$k$G$b2D!#¢¿ (B 


>¿SB!!;dSOSbS&%/%SiS9SJS7SGSOSsW%m%0%i%`:nSk5SS,S7S S;Ss!#; (B 
>¿SB!!SdSjJ)65S (SFS/S@S5SS!*!!S*SMS,SSS7S“S9!*!*!!¿(Bm(_ _)m 


> 

>2$B!!65S (SFSSS?S@SSSF!";dSN4D6-SG; (BC++z;$SB4D6—-S$, FOS-=P$7$?Si!"$351S+SiMhSk; (BC++¿ $B 
LnO:$Nz (B 

>: SBS?SaSK!"; (BPS;SBSG¿ (BC++2 SB4D6—Sr:n$kd}K!!*! | SHS7SF!"S[1<%° $71 <S8SKS*SHSaS*S9! He 
(B 

> 
>2SB!!SASIS_SK4D6-SO!"; (B95,NT4.0zSBSG$9! #3+H/SOz (BNT4.02;S$BSGS7SF! "3 (89525856: (BPS; $ 


BSKE>AwS7ShS&SHS7SF¢ (B 
>i $B$$$^$9!#¿ (B 


Ի ¿SBSdSCSO¿ (B UNIX ¿SB$,S5S$S3S&SCS9Sh Á (B (¿SBSNS=SC¿ (B 


¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(*%*) http://cclub.tutcc.tut.ac.jp:1l1080/xmascot/ 
--MESSAGE FILE 21882 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000010ht 
ml.html 


--MESSAGE FILE 21883 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000011 

html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: C++zSBSG%W%m%0%i%_%s%0S9SkI}K!$r65$ (SFS/S@S5S$!*3 (B 

Date: 18 Apr 1997 17:04:48 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 29 

Message-ID: ՀՏ)89)ց59ԵՄ0ոճաՏ1.ՏՇ61.Շօ.3յք» 

References: <535911S$230@news1.scei.co.jp> 
<5486q0S97h@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<5j86q0S97Th@news1.scei.co. jp>z¢SBSN5—-; vSKS*SSSF¢ (B 
¿ $B; dSO=q$-$*S7$?!#¢ (1 


ա 


>¿SBS3$S1SO¿ (B libgcc ¢SBS,$IS$S+SiSTSNSGSASGSCSHS*SCSFS/S@S5SS!#¢ (B 
>E $B$$$^:n$C$F$^$9; (8(՞՞չ 
># ¿$B$b$7$/$O0O$F$-$H$&$K¿ (B __builtin_new ¿$B$H$+$r:n$k$G$b2D!#¿ (B 


¿SBS (!<$H!"$3$&$+$-$^$7$?$, !"¿ (Blibgcc ¢$BSN@_Dj$rH?1G$5$; $k$NS$, SaSs$I$/$5S$$$GS9! #¢ ( 
B 
¿SBE, EvSK4X?t $GSCSAS"S2SFS/S@S5S$!#$3$s$IS+$s$8$GS*SC$1!<SGS7Sg$&! #2 (B 


void *__builtin_new(int n) 
{ 
if (n == 0) 
ո = 1; 
return malloc(n); 


) 


void __builtin_delete(void *ptr) 
{ 
if (ptr) 
free (ptr); 
} 


ESBSGSO! #2 (B 

¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%$c%$s%sZ!<%s<B;NCf; (B(%“%) http://cclub.tutcc.tut.ac.jp:1l080/xmascot/ 
—-MESSAGE FILE 21883 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000011ht 
ml.html 
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--MESSAGE FILE 21884 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000012 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Wanisan" <wanisan@gene.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU6IFtRXRskQiMyI0Q1LOSVXJWkKLUCVIPEFMZCNOI28hISMyGyhK?= 
Date: 19 Apr 1997 10:41:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <0Olbc4cae$b6d89900S8f20b7cb@Nekoko.gene.or. յք» 

References: <Olbc32ce$ea794880S188ad5ca@Noobow.asahi-net.or.jp> <01bc3934$1e3e1900$8 
d20b7cb@----> <0O1lbc3f59Sbe6d3ac0SLocalHost@Noobow.asahi-net.or.jp> 
NNTP-Posting-Host: 203.183.32.143 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 
ESBSG!"AN?74$N898T! ] SISO!VSKSe! ] ]SmS$G$US!$8!]SJS7%e1]%$F%#%s%0!W$GSb8+$FS/S$SQ@S5$S¿ (J 
> ¿SBS3S1SOSJSSSGS9S+!)¿ (J 
¿SBE_5Y$_$N=IBj$KDs= A a <TSN%2!]%° SGS9! #2 (J 
ESB: #$02 (JItestz$BSNJ}$K:G?7HGSrs"% w $9!#¿ (J 
¿SBS$3S15SO;¿ ( Jres:SBSK= q$$S$?Ev$?SjH=DjSr;HSCSFSSS*°S9! #3 (J 


—-MESSAGE FILE 21884 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000012ht 
ml.html 


--MESSAGE FILE 21885 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000013 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program. labo 

Subject: GPU primitive packet structure 

Date: 19 Apr 1997 18:57:03 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 10 

Message-ID: <5 jb4hvS$d0u@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


2 SBSS$$*S5S$i5SSESSS?SNSGS9S, !"z (BGPU ¢SBSNSW345%_3FS#3V4XO"SN%0%13CSHSN9=BSSCSFSP! "3 (B 
éESBD4SYSkS“*SGSbSIS/!"z (BTMD ee G!<%?9=BSSN2r@bSNC£SKS=SNS*S*A4Tt=qSSSFS"S5S*°S9ISMS 
"3 (B 

#L¿SBS&!<S`SAScSsSHSh$SsSIS1SPShS$S+SCS?¿ (B (՞՞չչ 


ESB8f;29MS*SGSK; (B > ¿$B$3$Z$k$5$s¿ (B ¿$B$[$+<+J, SN$1iS$%SV%Si%Sj:n$CŠFSk?MS?SA¿ (B 
¿ $BEOJU¿ (B Հ5899: (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$B1a5Z%-%c%s%Z!<%s<B;\Cfz (8(՞՞) http://cclub.tutcc.tut.ac.jp:1080/xmascot/ 
—-MESSAGE FILE 21885 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000013ht 
ml.html 


--MESSAGE FILE 21886 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000014 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCNCpKPDFSGyhK?= <katsu@softwave.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?1iso0-2022-jp?B?GyRCIzgjOyNMI1UJVCUS5IVclaSUkJUgkLCRHJEOkJCROJE8hKRsoSg==?= 
Date: Mon, 21 Apr 1997 07:04:07 +0900 

Organization: =?iso0-2022-jp?B?GyRCJUV4lcyVcJSY1LTSVDJUgbKEo=?= 

Lines: 28 

Message-ID: <335A92D7.252E@softwave.co.jp> 

Reply-To: katsu@softwave.co.jp 

NNTP-Posting-Host: 202.228.84.6 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 
ESBS*5WS7SVSjSGS9!#4*I<1RSCS9!#;E; VSNIG4VSr8+SD$1! "SASgSCSH<ALd! #¢ (J 

ESB: #9*°SGH4ECHLEUFTSGIA2ZNS r$5$; SFS?SNSGS9S, !"#8#C#L#U#TSGIA2hS5S;¿ (J 

2 SBS ?S$SSH; WSCSFSSS*S9!L#S7S+$7!"002<SN< j=gSGIQO9IISTS PSHS3Sm#4HECHLEUE (J 
¿SB#TSGI=<(S5$1$FSSSkS_S?SSSGS9!#!J?'2=S1!K¿ (J 


¿$B$I$J$?$+2r7hK!$*4j$$$7$^$9!# (J 


¿$B!V<j=g!W¿ (J 


¿SŠB!J#1 K$F% /$9%ASCŠrETRIRMSf!<SF%4SJSFS4SGE24#5#62'SKS71": (J 
¿SB#T#T#MSr:n@.!#¿ (J 

¿SB!J#2!K#T#I#MSOS[S+SNSG!<%?SK=ESJSiSJSSShS&%Sm!<%SI!#¿ (J 

ESB! J#3!KtLl¢ot#atd#l#m#tatg#e! J! KSGHV#RHAFME>Aw! #2 (J 

ESB! J#2!K#GHe#t #T#ptatgt#e! JIKSNOzZ?tSN#1HVL\SKe (J ¿SB!I#1!I¿(J ¢SBSr@_Dj! #2 (J 


éSBOT>eSGS9! #2 (J 


¿SB#P#S!'#G#SFSH#P#R#I#T#ESNBh010z?tSK#4!?#8#C#L#U#RTSr@_DjS9Sk%SUSiz8(J 
¿SB%0S$S,S"$SjJS%S9S, !"#8H#CHLEUFT ! THOFXH#OHFL I! KSKSOSKSH;_ S°SkKSNSOz (J 
¿SB2?8NSJSNSGS7SgS&!) !#¿ (J 


Hundle : ¿$B4*J<1R¿ (J (Kanbei) 
Name : Katsuhiro.Nishida 
E-mail : katsu@softwave.co.jp 


—-MESSAGE FILE 21886 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000014ht 
ml.html 


--MESSAGE FILE 21887 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000015 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCNCpKPDFSGyhK?= <katsu@softwave.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCIzgjQyNMI1UjJVCU5IVclaSUkJUgkLCRHJEoOkJCROJE8hKRsoSg= 
=?= 

Date: Mon, 21 Apr 1997 07:08:37 +0900 

Organization: =?iso-2022-jp?B?GyRCUV41cyVcJSY1LTSVDJUgbKEo=?= 

Lines: 15 

Message-ID: <335A93E5.76C4@softwave.co.jp> 

References: <335A92D7.252E@softwave.co.jp> 

Reply-To: katsu@softwave.co.jp 

NNTP-Posting-Host: 202.228.84.6 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿$B4*J<1R¿ (J wrote: 

> 

ESBEPHS! '#GH#S#SH#PHRELETHESNBHOLOZ?tSK#4 ! PHOHCHLHEUFTS YA DISISKSUSIE (J 
ES$BS0$S,$"S5S°S9S, |"#8#CHLEUFT ! THOFKX#OHL I KSKSOSKSH; S*SkSNSOz (J 
ESB2?78NSISNSGS7S$gS&!) 18: (J 


> 
> 
> 
> 


ESB@53NSKSO!"3 (J attribute = (0x01 << 24); zS$BSGS9!#2 (J 


Hundle : ¿SB4*J<1R;¿ (J (Kanbei) 
Name : Katsuhiro.Nishida 
E-mail : katsu@softwave.co.jp 


—-MESSAGE FILE 21887 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000015ht 
ml.html 
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--MESSAGE FILE 21888 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000016 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCNCpKPDFSGyhK?= <katsu@softwave.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCIzgjQyNMI1UjJVCU5IVclaSUkJUgkLCRHJEOkJCROJE8hKRsoSg= 
=?= 

Date: Mon, 21 Apr 1997 07:11:13 +0900 

Organization: =?iso0o-2022-jp?B?GyRCUV41cyVcJSY1LTSVDJUgbKEo=?= 

Lines: 16 

Message-ID: <335A9481.41FF@softwave.co.jp> 

References: <335A92D7.252E@softwave.co.jp> 

Reply-To: katsu@softwave.co.jp 

NNTP-Posting-Host: 202.228.84.6 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿$B4*J<1R¿ (J wrote: 
> ¿SB#P#S!'#G#ST*S#PH#R#I#T#ESNBh010z?tSK#4! PHOHCHLEUFTS YA DISISkKSUSIE (J 


> ESBS0S,S"S5S*S9S, !"#8#CHLEUET ! THOHKXH#HOHL !KSKSOSKSH; S*SkSNSO; (J 
> ¿$B2?28N$J$N$G$7$g$&!)!#¿ (J 
¿SBR@53NSKSO¿ (J attribute = (0x01 << 24); zSBSGS9! #2 (J 


¢£$B22?EY$+%U%) 3m! <$7$?$N$G$9$, $K%e! <$ 9SKH?1GS5S1SFSISSShHSESTSNSG! "3 (J 
£$B:FEYAwS jD>$7$°S7S?!#Sb$7S+S7S?Si=EJ#$ 7SFSkS+SbS7S1S%S;Ss!#e (J 
¢é SBS=SNSHS-SO4*I[S7TSFS/S@S5SS! #2 (Մ 


Hundle : ¿SB4*J<1R;¿ (J (Kanbei) 
Name : Katsuhiro.Nishida 
E-mail : katsu@softwave.co.jp 


—-MESSAGE FILE 21888 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000016ht 
ml.html 


--MESSAGE FILE 21889 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000017 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCIzgjQyNMI1UjVCU5IVclaSUkJUgkLBsoQg==?= 
=?1S0-2022-JP ?B?GyRCJEckSiQkJE4kTyEpGyhC?= 

Date: Mon, 21 Apr 1997 11:28:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <kamon$21c519970421112803@news1.scei.co.jp> 

References: <335A92D7.252E@softwave.co.jp> 

NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ԵՏՔ !S3SsSKSASO! #2CLgGSGS9! #¢ (1 


ա 


¿$B4*J<1R¿ (B <katsu@softwave.co.jp> wrote: 
>¢SB! J#LIKSFS/S9SASCSLH#THIFMSE |! <SFSHSISESHESGHZHS HO? 'SKST!"3 (B 
> ¿SB#T#I#MŠr:n@.!# (B 


LSB! !KMSK?4Ev$?$4$, S"SkSNSOS3SNItd, $G$9! #3 (B 

2$B!!¢ (BTIMz:SB$+S$iz (BTIMz $SBSXSNJQ49$N>19g ! "=PNOSU%S!$$%kL>$SrJOS (STS$SH!"3 (B 
2$B! VF~NO%US% ! 3$SkSH=PNOSUS 155515, F1$8SG$9!WSH8@SOS1SF! "2 (B 

ESBIQ49S, 9TSOS1S*S;Ss!#SbS7S+$7S 2SiADSNS*S*SISNS+Sb! #2 (B 


>¢SBHEPHS!'#G#s#S#P#R#LHT#HESNBHOLOzZ?tSK#4 ! PHSH#CHLHUFTS TA DjSOSkKSUSizg (B 
> ¿S$B%0$,$"Sj$2$9$, !"#8HCHLHUFT ! THOFXH#OFL I KSKSOSKSH; $*SKSNSOZ (B 
> ¿$B2?28N$J$N$G$7$g$&!)!#¿ (B 
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Date: 26 May 1998 14:48:53 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Sender: thutton@TECH10 

Message-ID: <u90np8wne.fsf@cybec.com.au> 
References: <3569980E.51FC@saqnet.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


Nick Ferguson <nickf@saqnet.co.uk> writes: 


Hiya all, 
Yeah, so we're all Sony cadets but this IS freetalk, y'know :-) 
Anyway, I have to say I'm fairly impressed with the "Dreamcast" specs, 


from what I understand of them, and I don't think the name is *that* 
bad... The logo is quite funky, too. What do you guys/gals reckon? 


VVVVVVV VY 


I can't believe how long it's taking them to get the thing on the 
market. We've been hearing about Blackbelt and Katana for years, and 
now they tell us that Japan will get it just before Christmas, the US 
get it next year, and I assume we'll get it after that. 


> If you haven't really been fussed to look it up, try going to 

> www.seganet.com or www.fgnonline.com for some info. The highlights seem 
> to be a proprietary 1 Gig CD format, a 33.6 modem as standard and 16 MB 
> of system RAM, along with a v. natty-looking "PDA" which slots into the 
> 
> 
> 


machine's pads (a cross between the Saturn analogue pad and the N64's) 
but also works "on the hoof". It also has 4 pad slots a la N64. Launch 
titles include VF3tb, Daytona 2 and probably Sega Rally 2 as well as 


I like the look of it spec-wise though, except those controllers look 
really big and clumsy. Off the top of my head I think it can do 3 
million polys/sec which doesn't sound too hot compared to your Voodoo 
2 and its contemporaries. 


They don't seem to say anything about the PDA thing. What's with it, 
exactly? Is it supposed to be like the rumoured PSX PDA? Did they 
throw it in at the last minute when they heard of Sony's plan? 


Man, if I could play Sega Rally 2 on my couch against a mate who lives 
an hours drive away down the modem, ooh, gives me goosepimples. 


Oh, and it runs Windows CE. And I swore I'd never purchase a MS 

product ever. What to do, what to do? 

Toby. 

-—-MESSAGE FILE 2316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01019 


—-MESSAGE FILE 2317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001020 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Tue, 26 May 1998 09:05:17 +0100 

Organization: DMA Design Ltd 

Lines: 42 

Message-ID: <356A77BD.596@dma-—design.com> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Toby Hutton wrote: 
> 
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é$B!!S=S1SOJOSGSISMIA!#e (B(1<<24) eSBSCSFSASCSFSKS$s$@$C$?$i;_$*$k$3$H$O¢ (B 
¿SBSJSSShS&SK;WS&SsSGS9S, !#¿ (B 


¿SB!!$"$H!"; (BCLUT;SBSrI}¢ (B256¢SBSVSsAwSiS:$K; (B4bitzSBSNSHS-SNS$*S*I}¢ (B16  $SB$7$+¿ ( 
B 
¿SBAwSC$FSJSSSHS+!# (B 

¿$B!!¿ (BCLUT;$B$,$[S$+SNz (BCLUT¿ SBSH=ESUSCSFSKSHS+! #2 (B 


¿SB!I!IS&TASsIWSGS+9iSJSSTWIMITIS$SJSKS+SRSSSHSKSJ9JS#S79S2?S4SMSYVT) 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21889 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000017ht 
ml.html 


--MESSAGE FILE 21890 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000018 

html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCJUTkK1VyVpJSQ1SEk 9PCg7WIFnNFg/dBsoQg==?=Make 
Sprite 

Date: Mon, 21 Apr 1997 19:40:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <kamon$21c519970421194007@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsSKSASO!#2CLgSGS9!#¿ (B 


¿SB!!%9%SW%$i%$SHI=<(;Y1g4X?t¿(B ԱՆ Ր N (BTest¿$B%SG%#%1%/%sH%s3jSK;¿ (B 
"mkspr.lzh"¿SBSNL>A0SG%"%C%W$7S-S7S?!#¿ (B 

éSB!!¢ (BTIMZSBS+SiS9SWSiSSSHSr:nSkSNSr3ZSKS7ShHS&!"SHSSSESWSMS0SiS SGSO! #3 (B 
¢$B!!S3SNCESKSO; (BMakeSprite () SBSH¿ (BLoadTim() ¢$BS$, 4*°S*°S1SFSSS*°S9! #3; (B 

Հայու (2 

¿$B!!¿ (BMakeSprite () ¿SBSO¿ (BTIM: SBSN%a%b%j!<>eSNS"SIS1S9SHS9ISWSISSSHSOSSSISISLTEOSISE 
o (BTIM¿SBSN%US1!<%`%P%C%U%!>eSXSN%m!<%I!"%9%W%i%$S%H%O%s%I%iSN=i4|CMSN;¿ (B 


¿SB@ S ՀԱԱ ԱԱ tes < (;Y1g4X?t$G$9!#; (B 

ESB! |է "yas )¿SBSOEOS5S1S?¿ (BTIM: SBSN%a%Sb%j!<>eSNS"SIS1S9$S+Siz (BTIM; SBSN<oN* SrH= 

JL$7$F; (B 

ee MWSJSiSP¿ (BCLUT;SBSr%U% ae ace Գոա sS 
¿S$BSO¿ (BMakeSprite() ¿SBSNCf$G; HSoS1SFSSSA $9!#¿ (B 


¿SB8FSS=PS7J)K!¿ (B 


AAAAAAAAAAAA 


MakeSprite (u_long *addr,GsSPRITE *spr); 


¿SB!!Bh#10z?tSKS$O¿ (BTIM SBSN%a%b% j>e$N%"%$I%S1%9; (B (¿SB@53N$KS$SOç¿ (Bu_longz$B7?SX$N%]%$% 
s%?¿ (8) 585», (1 
ESB; XD ISTS*SO!#S3SNSHS—!"2 (BIDZ SB$r%$9%-%C%$W$7$?%"%I%1% eget MWSOS"SjS *S;Ss¿ (B 
¿$B$D$^$j¿ (BSiocons; $BSG%m!<%SIS7S?S"SIS1S9SrS=SN$*S*EOS9¢ ESB! #2 (B 
ԱՆՆ ՈՐ Ն ԱՆՈՐ ԱՈ 55 % a eet SS (B 
ESBEOSTS*S9! #2 (B 


թ 


LoadTim(u_long *addr); 


¿SB!!Bh#10z?t$K¿ (5117: SBSNSasb%jJ>eSN%s"%I%S1%S9SrEOS7S a I1%1%9$0¿ (BMakeSprite () 
ESBSHF1S8ShS$&SKz (BID; SBS r%9%-SCSWS9SKI,MWSOS"S4jS*S;Ss! #2 (B 
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2$B!!S$h$+$C$?$i; HSCSFS_SFS/S@S5S$SM! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 21890 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000018ht 
ml.html 


--MESSAGE FILE 21891 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000019 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jJp?B?QysrGyRCJEclVyVtJTAlaSVfJXM1MCQ5JGLEKfUshJHI2NSQoJEYkLyR 
AJDUkKJCEqGyhK?= 

Date: Mon, 21 Apr 1997 20:11:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <335B4B49.7174@ymg.urban.or.jp> 

References: <535911S230@newsl.scei.co.jp> <5j86q0S97h@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Go Watanabe wrote: 


> # ¿$B$dA$C$Q (J UNIX ¿S$B$,S5S$SS$3S&$CSŠ9Sh (J (¿$B$\$=$C; (J 


éSB!!;~4VS,S"S1SP; (JLinux;$B$+; (JFreeBSD; SBS"S?SjF~ So 

¿SB!!6b$,$"S$S1SP ¿ (JSunz S$BSN%0!<%/S9SF!<S7Sg%sSr%]ss!"SHz Z 

--MESSAGE FILE 21891 END: net-yaroze- usenet o ss L Q Աաաա ear oon ont ene 
ml.html 


--MESSAGE FILE 21892 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000020 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Tkahiro Yamaguti" <takay@alphatec.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso0-2022-jp?Q?=1BSB#R#P#GSN: n$ jJ} 65$=28SFS/S@$5$$=1B=28B?= 
Date: Tue, 22 Apr 1997 02:53:06 +0900 
Organization: PlayStation Net Yarouze 
Lines: 24 
Message-ID: <5jg9m0Skov@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.225.87.44 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿SBHs>oSKCj>]E*SJ<ALd$SG62=LS$JSNSGS9S, !"¿ (B 
¿SB#R#P#GSN%*W%m%0%i%`SOSIS&SSS&:nSjSK$SJSCSFSSSkSNS+!"¿ ( 
éSBBgBNSNN. $1$r$*$7$ (SFSSS?S@S1SJSSSGS7SgS&S+!)¿ (B 


¿S$B$So$?$/$7%$, !":n$m$&$H$7$?J)K!$O#s#w#i#t#c#hJ,$SH#i#fJ,SN7cS7SS¿ (B 
¿SB>r7oJ, 4C$SNMr$G!"<+J,$,So$+$SiS$SJS/$SJSjS2$S7S?21S!1%1%¿ (B 
¿SB$3$3SKM-MOSJ>pJs$, $"$kSGSb!"S3SNK\SrFI$_$d$,$13 (B 


¿SBSGSbSSSSSGS9S+4Si!"SISJS?9+65S (SFS/S@S5SS!#¿ (B 


¿SBS*SMS,SSSSS?S7S S9!# (B 
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£$B!JHs>oS$KDcS1%Y%kSJI<ALGSGS$9SS$$%S;Ss!#!Kz (B 


TAKAY 


takay@alphatec.or.jp 


—-MESSAGE FILE 21892 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000020ht 
ml.html 


--MESSAGE FILE 21893 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000021 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?Q?=1BSB#R#P#GSN:nS$jI} 65$=28SFS$/S$@S5$S=1B=28B?= 
Date: Tue, 22 Apr 1997 17:44:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <kamon$21c519970422174417@news1l.scei.co.jp> 

References: <5jg9m0Skov@news1l.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2 SBS3SsSKSASO!"z (BTAKAY;SBS$5$s!#2CLG$G$9! #3 (B 


ESBS ($'!A!"8@SSSKS/SSS$3SHSISs$G$9S1STSb! "SG$-Sk$@$1B?$/$N?M$K<ALd$r¢ (B 
¿SB8+SFSbSiSSS?SSSCSFSSS&S*59; oe $98, !"¿ (B 
ESBS°SkSAS] S9SHe (B(ESBSCSF8@S&SSSGSOSHSM!) ¢ (1 ria S eh ՐՈ ՏՏՏՏՏիՏՃՏՕՏ914: (B 
beginner; SB%U%) !<%i%* SOB?S/SN?MS, %A%' SC% B WS&SNSG!"¿ ( 

P es S TOONT SS FADS ISLS $; $s!#z (B 


¿E $B$"$H!"¿ (BWSNews¿ SBSGS_SkSH%?%S%H&SkS, ¿(B 
Subject: =?iso-2022-jp?Q?=1B$B#R#P#G$N:n$jJ}65$=28$F$/$0$5$$=1B= a 
é SBSCSFSS$S$&IOSTS3SHSKSISCSFS*S9S, !"#I#E#4!S#0ŞNS; SSSISSSGSTSg$&S$t!) 
¢ SBS=$1SHSbKMSN; HSCSFSk; (BWSNews; $B$, O-SSSNS+SJ!A! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21893 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000021ht 
ml.html 


--MESSAGE FILE 21894 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000022 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?Q?=1BSB#R#P#GSN:nS$ 45} 65$=28SFS$/S$@S5$S=1B=28B?= 

Date: Tue, 22 Apr 1997 18:46:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <redbug$ff8d19970422184647@news1l.scei.co.jp> 

References: <5jg9m0$kov@newsl.scei.co.jp> <kamon$21c519970422174417@newsl.scei.co.jp 
> 

NNTP-Posting-Host: 133.130.133.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¢SBSGS9! #2 (B 
playstation.ny.program.labo ¿$B$N¿ (B 
<kamon$21c519970422174417@news1.scei.co.jp>¿$B$K$*$$$F;¿ (B 

1997/04/22/ 17:44 :58:" 1": (BTaro Kamon¿$B$5$sSO=q$-$*$7S?!# (B 

>¿SB%S Sk%A%S]%9%H¿ (B (¿SBSCSF8@S&SsSGS9ShSM!)¿ (B) ¿SBSOSdSaSFS*SSS?J)S,SSSSShS&SGS9!#¿ ( 
B 
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ESBS*°SkKSAS] S9SHSIOSkKSISi!"SUS) Sm! <@hSrE}OLSTSFSbHSiS&SHS+!#¢ (B 


>2SBS"SH!"z (BWSNewszSBSGS$_$k$H%?%S3H3kS, ¿ (B 

>Subject: =?iso-2022-jp?Q?=1B$B#R#P#G$N:n$jJ}65$=28$F$/$0@0$5$$=1B=28B?= 
>i SBSCSFSSS&JOSTS3SHSKSISCSFS“*S9S, !"#L#E#H4! SEOSNS; SSSTSSSGSTSgS&S+!) (B 
>¢ SBS=S1SHSbKMSN; HSCSFSk; (BWSNews; SBS, 0-SSSNS+SJ!A! #¢ (B 


IE4.0 ¿SBSN%SX%SC%@SNS ($8%3!<SI7A<OSK! "3 (BWSNews ¿$B$,BP1~$7$F$J$$$?$a$G$9!#¿ (B 
2SB8=:_:n@.Cf£SNz (B 2.018 zSBSGSOD>SCSFSSSkS=S&SGS9SNSG!"S=S1SrBTSAS*S;S&!#2 (B 


RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 21894 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000022ht 
ml.html 


--MESSAGE FILE 21895 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000023 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCI1I JUCNHJE4 6biRqSn02NSQo0JEYkLyYRAJDUKJUBsoSg==?= 
Date: Wed, 23 Apr 1997 00:00:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <335CD289.591F@ymg.urban.or.jp> 

References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@news1l.scei.co.jp 
> <redbugSff8d19970422184647@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> £SBS*SkSA%]S9SHS9SkKSISi!"SU%S) Sm! <@hSrE}O1LS7TSFSbDSiS&SHS+! #2 (J 
é$B!!SGS—-S1SP%/%m%S 9%] S9SHSN; EJ} !uSU%S) Sm! <@h; XDjSr¢e (J 


¿SB!!3PS(SFS[S7SSSHS3SmSGS9SM!#¿ (J 
—-MESSAGE FILE 21895 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000023ht 
ml.html 


--MESSAGE FILE 21896 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000024 
html .html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.labo 
Subject: Fun with UNIX (Re: C++z$BSG%W%m%0%i%_%s%0S9SkI}K!$r65$ (SFS/S@S5$$!¥*¢ (1 
Date: 22 Apr 1997 15:53:38 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 38 
Message-ID: <5jimu2Snot@newsl.scei.co.jp> 
References: <535911S$230@news1l.scei.co.jp> 
<5486q0S97h@newsl.scei.co.jp> 
<335B4B49.7174@ymg.urban.or.jp> 
NNTP-Posting-Host: 133.15.192.120 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ա 


ESBS3SsSPSsSO!"S4S&S5GS9! #3 (B 


<335B4B49.7174@ymg.urban.or.jp>¢SBSN5-; vSKS*SSSF3 (B 
kouzou@ymg.urban.or. jpzgSBS5SsSO=qS—-S*S7S?! #¢ (1 


ա 


>Go Watanabe wrote: 

> 

>> # չՏ8ՏՎՏՇՏՕՀ (B UNIX ¿SBS,S5SSS3S&SCS9Sh (B (¿$B$\$=$C: (B 
> 


>2SB!!;~4VS,S"S1SP; (BLinux¿$B$+; (BEreeBSD SBS"S$?S4F~S1S?SSSI$!!#3 (B 


éSBSd$C$Q$3$3$02 (B OpenBSD ¿$BS$GS9Sh¿ (B...zSBSCSF!"$3$1$0; ~4VSKz (B 
¿ $BM>M5$, $"S$k?MSGSISSSHS$*4+SaSGS-$%*S$;$s¢ (8(՞՞չ 
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¢ SB4D6-SrSHSHSNS (SkSNS, SASHSaSsSIS&$GS9! #2 (B 
Linux ¿$B$d¿ (B FreeBSD ¿$B$O%Q%C%1!<%8$, =<<B$7$F$^$9$+$i!"4D6-9=C[$,4JC1$G¿ (B 


éSBIXMxSGS9SM!#S3S%3SS9SH!<SiSb=<<BS7SFS*S9S7T!#¢ (B 
¿SB;dSO¿ (B BSD ¿SBSNS[S&SKSJS1SFSSSKSNSG!"CN9gSSSKSO¿ (B FreeBSD ¿$B$r4+$aŞ$F$^$9!#z (B 


# ¿$B5!G=$dqdA` :nS$OS$ [SHSsSSIF1S8S$GS9S1SI!"@_DjSUS!SSSkSN>1= JSHS+S, ¿ (B 
# ¿SBSASgS3SASgS30[SJSkSNSG!":.S<SFSDS+S&SHSASgSCSHLLE]¿ (8(՞՞չ 


PC-UNIX ¿S$BSO¿ (B Windows 95 1 A ԱԱ l#z (B 
ESBTZSSST!I"SP% 052» / 57555714: (B 

¿$B$3$1$GI=7W; ; SHS+SNN* SN3=%US% es OBS/S$GSFS/S1$kSHSbSCS$H3z (B 
ESBS&S1STSSSSSGSOSISISMS'; (B(%%; 


>2SB!!6bS,S$"S1SP; (BSun¿ SBSN%0!<%/%S9%F!<%7%3g%sSr%]%Ss!"SHz (B(%%; 


¿$B8D?ME*$K$0;d$b¿ (B PC/AT ¿$B$h$j¿ (B Sparc ¿$B$,01$DM_$7$$$G$9!#¿ (B 
¿$B2aIi2Y>uBV$K$7$?$H$-$NOBDJ@-$,¿ (B PC/AT ԱԱ ԱԱ 
¿SBCf8ESN¿ (B IPC ¿$B$"$?$j¿ (B(7¿ŠB!A¿ (B8¿$BK|$0$i$$$G$7$g$8&$+; (B..) ESBSrGcS$CSFS$-SF3 ( 
B 
¿S$SB%$a%b%j$rA)@_$9$1$P7k9=;H$($k$+$J¿ (B 


2£$BS=$1$G$0z (B 

¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) P os S ԱՅԻ 
XMascot;$B1a5Z%-%c%s%Z!<%s<B;\Cfz (8(՞՞) http://cclub.tutcc.tut.ac.jp:1080/xmascot/ 
—-MESSAGE FILE 21896 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000024ht 
ml.html 


--MESSAGE FILE 21897 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000025 

html.html 

Path: chuka.playstation.co. uk !news1l.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: ¿S$B#R#P#GS$SN:n$jJ)65$ (SFS/S@S5SS8¢ (B 

Date: 22 Apr 1997 16:36:32 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 31 

Message-ID: <5jipegSnot@newsl.scei.co.jp> 

References: <5jg9m0Skov@newsl1.scei.co.jp> 
<kamon$21c519970422174417@news1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<kamon$21c519970422174417@news1.scei.co.jp>¢SBSN5-; vSKS*SSSF3¢ (B 
kamon@mail.web-hyogo.or. jpzSBS5SsSO=q$S-S*S7S?! #2 (B 


>éSBS3$s$KSASO!"¢ (BTAKAY2$BS5$s! #2CLg$G$9! #2 (B 
> 
éSBN, ¿ (B 
> 


>¿SBST"SH!"; (BWSNews;SBSGS_SkSH%S?%S%H&SkS, ¿ (B 
>Subject: =?iso-2022-jp?Q?=1B$B#R#P#G$N:n$jJ}65$=28$F$/$0$5$$=1B= s 
> 2 SBSCSFSS$& IQS IS 3SHSKSISCSFS*S9S, 1"#I#E#4!%S#0SNS;SSSJSsSGS7SgS&S+!) 
> 2 SB$=$1SHSbKMSN; HSCSFSkz (BWSNews; $B$, O-SSSNS+SJ!A! #3 (B 


IE4.0 2 S$BSN%53V38%'%/SHSN ($s%3!<%G%#%s%0S,¿ (B Q-encoding ¿SBSK$JSCS?S?SaSGS9SMI!#; (B 
# չՏ8ՏՄՏՏՏՇՏՏՏ-ՏՄՏյՏԻՏ (S?PSNS@SmS&!#S7$+Sbz (B From: ¿S$B$O¿ (B B-encoding ¿$B$N$^$^$i$7 
ՏՏՀ (B 


MIME ¢SBJ}<0SN% (3S%33!<SGS#SSS0SKSO; (B Q ¿SBSH¿(B B չ585/5Տ"Տ)5՞-՞57ՏԲ |": (BO-Encoding ¿Š 
BSO¿ (B 
éSBSh! <S3mSCSQSGFCSK; HMOS5S1SFSSS*S9!#2 (BQ ¿SBSN>19g!"¿ (BASCII ¿$B$KB8:_$7$J$$; (B 
ESBItd, SH$+$@$1% (5931ՀՏՇՏՔՏՏՏՕՏ, $+$+SkSNSG!"S[SHSs$Iz(B ASCII :S$BSHF1$8; (B 
¿ŠB%I%S$%D81¿ (B (ISO-8859-1) ¢SBSJISISN>19g! "S=SNS*S*SGS$ [SHSsSIFISaSF; (B 

° SBIXMxSJSNSGS9! #2 (B 
# աի (B (ISO-2022-JP) ¢SBS@SH7K6IFISaS$JS$SS$15$13 (B(^^; 

# ¢SBS[SsS$HS$Oz (B ISO-2022-JP :5850չ (B B- T o s )$5$1$k$O$:;¿ 
# (must :չՏ8ՏՇՏՄՏ/: (B shuld ¿S$BS@$CS?$S+$J¿ (B 


e 
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¿SB%5%$V%8%'%/%HŠr¿ (B MIME ¢SBSGS$"SD$+S&3K%e! <$934!<SQSHS+SN>19g!"N>J}¢ (B 
£$B%G6%3!<SISGS-SFS7$+SkSYS-SGS7SgS&SM! #2 (B 
¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s<B;\Cf¿(B(^^) http://cclub.tutce.tut.ac.jp:1080/xmascot/ 
—-MESSAGE FILE 21897 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000025ht 
ml.html 


--MESSAGE FILE 21898 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000026 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?Q?=1B$B#R#P#G$N:n$jJ}65$=28$F$/$0$5$$=1B=28B?= 

Date: Tue, 22 Apr 1997 22:28:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <kamon$21c519970422222837@news1.scei.co.jp> 

References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@newsl.scei.co.jp 
> <redbugS$ff8d19970422184647@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


RedBug wrote: 
>IE4.0 ¢gSBSN%X%C%@SN% ($833! <SI7A<OSK! "3 (BWSNews ¿$B$,BP1~$7$F$J$$$?$a$G$9!#¿ (B 
>¢S$B8=:_:n@.CfSNz(B 2.018 zSBSGSOD>SCSFS$S$k$=S$&SGS9SNSG!"S=S1SrBTSAS*%S;S&!#¢e (B 


ESBS=S&STSSSGS9S+!#65S (SFS/S@SSSCSFS"SIS, SHSES4SESSS*S9! #3 (B 
¢SBKMSOSFSCS$-$ 42 (BMicrosoft2$B$, $*$?TQST$3SHSdSCS?SNS+SH; WSCSFS*S7S$?! #2 (B 
WSNews 2 SBSNSP !<%8%g%s%"SCEW!"3ZS7S_S@STIA! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21898 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000026ht 
ml.html 


--MESSAGE FILE 21899 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000027 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: Re: Fun with UNIX (Re: 

=?iso-2022-jJp?B?QysrGyRCJEclVyVtJTAlaSVfJXM1MCQ5JGtKfUshJHI2NSQoJEYkLyRAJDUk 
JCEqGyhK?=) 
Date: Wed, 23 Apr 1997 20:41:49 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <335DF57B.4449@ymg.urban.or.jp> 
References: <535911$230@news1l.scei.co.jp> 

<5486q0S97h@newsl.scei.co.jp> 
<335B4B49.7174@ymg.urban.or.jp> <5Sjimu2Snot@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.77 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Go Watanabe wrote: 


> Linux ¿SBSd¿ (J FreeBSD ¢SBSO%Q%C%1!<%8S,=<<BS7SFS*S$9S+Si!"4D6—-9=C[S, 4JC1SG;¿ (J 

> ¢~SBIXMxSGS9SM!#%S%S%9SH!<SiSb=<<BS7SFS*S9S7T! #2 (J 

> ¿$B;d$O¿ (J BSD zSBSNS$[S&SKSJIS1ISFSSSkSNSG! "CN9gS$SKSO; (J FreeBSD :;SBSr4+SaSFS*S9!#¢ 
(J 


2$B!!>pJs8;$,$+S?ShSCSFSkz (J (zSB>Pz (J) gSBSNSG! "2 (JLinux¿$B$H¿ (JFreeBSD; $B$/SiSSS$7S$t+z 
(J 
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ESB! !CNSiSISS$$s$G$9¢ (Մ(՞՞չ 

¿SB!!F<$1$F$25S; A (JUMklinux¿$BSN¿ (JDR2.1¿$B$,$&$A$K$"$k:G?7HG$G$9; (J (zSB>P¢ (J) 
ESB! !S"SHSO?tG/ADS*SGHCS*%S, #L#O7NIF$K$D$$$F$$$?!"3N$+¿ (JFreeBSD; $B! #¢ (J 

258117 (BSD: SB7OSH¿ (JSystemVz$B70! JSG$7$?S$C$1!) IKSN0CSSSbShS/SoS+SCSESA5; $s; (J (X; 


ZSB!t:G6aSOSIS<z (JUNIX; SBSN%*%*S1SrSD$1SIS/SISCS?Ss$@S! 1A!) S=SUSHSPSS%/ IAL #2 (J 
¿S$SB!t;v>p$OA [ [A| SDS/S151SM ( J:-P 

SB! te (JInsideWindows2 SBS, $"Sk$s$@$+$i!"$=$10I30SN4D6-Sr¥? !<%2%C%HSKe (J 
¿SBI!tS7SšFSbSSSSSsS8ScSJSSS+SH;WS&SsS@S1SISJS!!#¿ (J 


> ¿SBCf8ESN¿ (J IPC ¿$B$"$?$j¿(J(7¿$B!A¿ (U8¿$BK|$0$1S$$G$7Sg$&S+; (J..) ¿SB$rGc$C$FS-$F 
տել 
S ¿SB%a%b%jSrA)@_S9815P7k9=;HS(SkS+SJ¿ (J? 


¿S$SB!!$o!<%$/%9%F!<% -i s$N%a%b%j$Sd#H#D#DSCSF7k9=$$$$CMCJ;¿ (J 

¿SB1!S7S“S;SSsS+!) 

——MESSAGE FILE 21889 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000027ht 
ml.html 


--MESSAGE FILE 21900 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000028 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCI1I jJUCNHJE4 6biRqSn02NSQOUJEYKLxsoQg==?= 
=?1SO-2022-JP?B?GyRCUEAKNSQOkGyhC ?= 

Date: Wed, 23 Apr 1997 20:40:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970423204038@news1.scei.co.jp> 

References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@news1l.scei.co.jp 

> <5jipeg$Snot@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsS$SKSASO!#2CLgSGS9!#¿ (B 


Go Watanabe wrote: 

>IE4.0 ¢SBSN%5%3V%8%'%S/SHSNS% (Փ5231ՀՇՇՏՈՏՏՏՕՏ, «(8 Q-encoding ¢$BSKSISCS?$?SaSGS9SM! #3 ( 
B 

---¿$BCfN, ¢ (B--- 

>¢$B%G%3!<%SISGS-SFS7S+SkSYS—-SGS7SgS&SM! #2 (B 


ESB! !S&!ASs!"JY6/S$KSISjS*S9! #2 (B 


ESBSD$&%$%8%? | <SMSCSHSOS8SaSF#8SV INS [SITPSAS*$7$? ! #2 (B 

é SBS & SASNSW2MSPSSSASOH>G/J, 013g; YI'SISs$@S1$I!"3 (B 

¿ $B$3$3#2%v7nJ, SOS ?% @imiminigs (B 
cgBGASAqqta! <thE7SES/S1SCSFECSCSESDE (B 
Տ 

a 

¿$ 


Sa!<SkS7SFS3SISSSsS@SbSs; (B(¿SB>P¿ (B)¿$B!#¿ (B 
B5^ P j tao 8 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21900 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000028ht 
ml.html 


--MESSAGE FILE 21901 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000029 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: GCC++z$BSN=i4 | 2=SDSSSF2 (J 

Date: 23 Apr 1997 14:35:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 56 
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Message-ID: <0Olbc4ff£3$89f95f80$5410dbca@default> 
NNTP-Posting-Host: 202.219.16.84 
X-Newsreader: Microsoft Internet News 4.70.1157 


¿$BFMA3$G$9$,¿ (J GNU C++ gSBSKSDSSSF65$ (SFS/S@S5SS!#¢ (J 


ESBS3S3SNSHS$3$mz (J Play Station ¿$B>e$G$b¿ (J C++ ¿SBS, $SOSdSCSFSSSkShS&SJSNSG!";dSb; ( 
J C++ 

ESBSr;HS&S3SHSKS7$*$7$?!#2 (Մ 

éSB2q5D<<Sr$_SFz (J"¿$B$d$^$5$s¿ (J"¿$B$N:n$i$1$?;¿ (J go32 

Ա ere HSoS;SFSSS?S@SSSFSSS“S9!#¿ (J ("¿SBSdS*S5Ss¿ (JU"¿SBBgJQS"Sj$, SHS&S4 
SOSSS%z ( 

Sheeley (a) 


2SB8=:_S3S$N%3%s%0%SSiSr; HMOSTSFS*%5S8SISKSNS/ S139 ae n@.C£SISNSG$9$, ¿(J 
2$B!"@EE*JQ?tSN= i4|2= $,$GS-SJIS/SF!"5MS*SCSFSSS$*S9!#¢ (J 


ESBS?SHS (SP!"3 (J 
#include <stdio.h> 


class test 


{ 


public: 
long b; 
long c; 


test (int i=0,int j=0) (this->b=i;this->c=j;); 
J; 
test g_b=test (10,100); 
void main(void) 
{ 


printf (" 
printf (" 


ld\n",g_b.b); 
ld\n",g_b.c); 


ESBSN%$3!<SISr<BOTSISKSH: (J 


g_b.b=0 
g_b.c=0 


éESBSHI=< ($5S1S*S9! #2 (J 
¢S$B$35N%3!<%ISGSO2ZhHLL>eS$Kz (J 


g_b.b=10 
g_b.c=100 


¿SBSH=PNOS5S1SkSNS, @587S$$$H; WS&SNSGSIS, !"22S+9MS (U)S, S#S+S7SSSNSGS7SgS&S+!)¿ (J 


¿SBS3S3¿ (J1¿$B%v7n$I[ a ՈՑ Y U (JMicrosoft Visual C++ Version 1.5 
S SBSGS005878/F0S- $^$9!# (J 


¿SBS%“S$S?!">e5-SN%3!<%sISK¿¿ (Utest::test () ¢$B%3%S%9SH%iS/%?FbSK; (Jprintf ()¿$B$r5-=R$7$?$ 
H$3$mz (J 
¿SBI "SSSNI=< $, ITSOS1STISSSNSG!"%3%S%9%H%1%/%?S=SNSDSNS, 5/FOSTSFSSSISSSHSESGS9z 
SB! #¢ 
eae nes ae N E A 6 3 5, 


¿SBC/S+=u$1SFS$S/S@S5$$S!#S*4j)SSS7S“S9!#¿ (J 


—-MESSAGE FILE 21901 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000029ht 
ml.html 


--MESSAGE FILE 21902 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000030 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?RONDKysbJEIkTj1lpNHwyPSREJCOkRhsoSg==?= 
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Date: Thu, 24 Apr 1997 00:08:18 +0900 
Organization: Japan 

Lines: 50 

Message-ID: <335E25E2.7F35F000@aix.or.jp> 
References: <Olbc4ff3S$89f95f80$5410dbca@default> 
NNTP-Posting-Host: 202.208.35.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


ESBS3SsS$PS$sS$0!S9bEDSGS9! #3 (J 
C++¢SBSOSHSFShS/SF!SSbS&¢ (JCZSBSKSOLaS1SJISSS+SbS7SISISSSHSSS&z (UC++¿SB45<T$GS9!#¿ (J 
ESB! IS?S@!SSIS3$*SGz (UC++¿SBSr;HSS9-S$SsS$SGSkS$S+SOJ9S+SJSSShS&SK¿ (J (*%; 2$B!!!Kze (J 


éESBS=S1SG!S¢ (JSugihara;z SBS5S$s$N%=!<%9SKSO; dSKSHSCSFSASgSCSHJQSJSHS35$mS, ¢ (J 
ESBS"SIS*S9!#SHS7$+S9SKSHS=S1$, 860x$+$b$7$1$^$; SSSNSGSIS*S7SFS_SFSO¢ (J 
ESBSIS&SGSTSgS&St+! Ք: (J 


> #include <stdio.h> 

> 

> class test 

> { 

> public: 

> long b; 

> long c; 

> 

> test (int i=0,int j=0) (this->b=i;this->c=j;); 
> )չ 

> 

> test g_b=test (10,100); 

> 

> void main (void) 

> { 

> printf ("g_b.b=%ld\n",g_b.b); 

> printf ("g_b.c=%ld\n",g_b.c); 

> ) 

éESBIQS@SH; WS&SNSO#99TL\SNS3%S%39SHSiS/%S?SNSHS3SmSG!Ve (Ithis;$B!WSr; HSCSFSSSk3 (J 


2 SBS3SHSGS9! #S3SN>19g%/%i139!Vze (Jtest2$B!WSNFbIt$G%/%i%9SN%a%sSPIQ?tSKS"S/%; 2 (J 
é$B%9S7SHS&SHSTSESSSKSNSGz (J 


test (int i=0,int )-0) {b=1i;c=j;} 
ESBSGSSSSSH;WSSS*SO!#STSESGSTSGSES+!) 2 (J 
ESBS"SH!ISS"S*SIJ4X7TB8SISSSIST!S#99TL\SN: G8eSN!Vz (J; ¢SB!WSOSSSiSTSSSH; WSSS*°S9! #3 (J 
ESBHEP!S#S!%S!!:G6a9u#P#HSSK? (SCSFSISSSIS! 14. (J 


Fe BA at a a ry a ef A a a ef a 
¿SB!!1!11111!11!19bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<S°SZ2!<S8Sr?tSvIn$SVS$ {jSKII?PTSTS*STS? 1 4. (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿S$B:G=*99?7F|;-!1!!!#4!?#2#41J2<SN  (UURL¿SB!K¿ (J 

¿SB9927M=D3jF|!!!!!1!#412?111)¿ (J 

—-MESSAGE FILE 21902 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000030ht 
ml.html 


--MESSAGE FILE 21903 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000031 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yama" <pbc00426@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU61EdDQysrGyRCJE4 9aTR8MjO0kRCOKJEYDKEo=?= 

Date: 24 Apr 1997 02:51:16 GMT 
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Organization: =?ISO-2022-JP?B?SUJNIGVOYw==?= 

Lines: 90 

Message-ID: <01bc5059$ac5515e0$9d36d4ca@pbc00426.niftyserve.or. jp> 
References: <Olbc4ff3$89f95f80$5410dbca@default> 
NNTP-Posting-Host: 202.212.54.157 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SSSKSASO!"Sd$%3 (J ¿$B$G$9!#¿ (J 


> ¿SBFMA3SGS9S,¿ (J GNU C++ ¿SBSKS$SDSSSF65S (SFS/S@S5SS! #2 (J 

> 

¿SB8=: m HMQSŠ7SF%*S3JS8SJSkSNS/SiS9%Si%$S$S%V%SiSjŠr:n@.CfŠJSNSG;¿ (J 
SBS9S, 

Í  Ssacasa 6052855) ae ae Re Ree eae Ga 


ESBSIS_S*S;Ss!"™¢ ( 
¿i $B; dS, S"SCSWS pies %SIS7S?¿ (J go32¢SBHG; (Jgcc Oe ee eee 


¿$B%0%m!<%P% ieee oe eo ՏՏՏՉՏԱՏՆՏ/522(Մ ESBS, 8FSPSISFSS$S$*%S; Ss$GS75?7! #¢ (J 


$B; HSCSFS/S1Sk?2MS, ee (SFS/SkSH!"SSSmS$SSmz¢ (J —A ee ee 55 
ESBNASA4@SbDSNSGS9! #2 (J 
éSB<BSO! "3 (Jexception zSBSbLSBP1~S@SCS?S5ISTS*S9! #2 (T(%%; 


ee (J 
(a) ¿$B3F%0%m!<%P%kJQ?t$K$D$$$F¿ (J ¢$B%3%s Seen éSB8FSS=P$9!#2 (J 
(b) ¿$B=*N;;~$K¿ (J ¿SBS$S=S$1$iJQ?tESKSDSSSFE¿ (Մ 

2 S eigen eee ES ESE > O 
¿SBSH¿ (J ¿SBS9SYS-SJSNSGS9S, !"¿ (J 


ESBSHS5S"S ($:!"0T2<SN<j=gSG2sHrS$7SFS_SFS/S@S5SS! #2 (J 


(1) ees do_global_ctors ¿$B$H¿ (J __do_global_dtors ;SBSrDj5AS9Sk! #3 (J 


ESBS=!<% ee 5% ee 2>H! #2 (J) 
(2) es ESBSNz (J ¿$B:G=i$H:G8e¿ (J ¿$B$G!"$=$1$>$1!"; (J 
__do_global_ctors ¿$B$H¿ (J do_global_dtors ¿$B$r%3!<%k!#¿ (J 


ESBOI2<SO!"S5SSSSWskSGS9!l #3 (J 


#include <stdio.h> 


// globalz$BUQ?t$Nz (J destructor ¿$B$r8F$S=P$9!#¿ (J 


void __do_global_dtors () 
{ 
extern void (* (__DTOR_LIST [])) (void); 
void (**p) (void); 
for ( p = DTOR_LIST Ի oa w; E 
(*p++) (); 


} // do_global_dtors 


// global¿$BJQ?t$N¿ (J constructor ¿$B$r8F$S=P$9!#¿ (J 


void __do_global_ctors () 
{ 
extern void (*(__CTOR_LIST__[])) (void); 
do { 
unsigned long nptrs = (unsigned long) CTOR_LIST__[0]; 
unsigned 1» 
if ( nptrs == -1 ) 
for (nptrs = 0; CTOR_LIST__[nptrs + 1] != 0; 
nptrstt); 
for (i = nptrs; i >= 1; 1--) 
CTOR_LIST__[i] (); 
} while (0); 
//atexit( __do_global_dtors ); // atexit ¿$B$,$I$$$N$G¿ (J ¿$B>JN, ¿(J 


} // do_global_ctors 


class test { 
public: 
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I like the look of it spec-wise though, except those controllers look 
really big and clumsy. Off the top of my head I think it can do 3 
million polys/sec which doesn't sound too hot compared to your Voodoo 
2 and its contemporaries. 


> 
> 
> 
> 


Apparently the controllers are smaller than they first appear, about the 
size of the current Saturn analogue controller - which is a very nice 
size... 


> They don't seem to say anything about the PDA thing. What's with it, 
> exactly? Is it supposed to be like the rumoured PSX PDA? Did they 
> throw it in at the last minute when they heard of Sony's plan? 


There's tons of info on the PDA floating around - have a look at 
www.dimension-s.com. They have a pretty big Dreamcast section. 


Man, if I could play Sega Rally 2 on my couch against a mate who lives 
an hours drive away down the modem, ooh, gives me goosepimples. 


> 
> 
> 
> Oh, and it runs Windows CE. And I swore I'd never purchase a MS 

> product ever. What to do, what to do? 

WinCE + DirectX support is a *great* idea. It makes getting PC titles up 
& running on it a damn sight easier. Then you spend time optimising & 
tweaking your game for the DC hardware. One of the PSX's big selling 
points is that it *does* have so many PC conversions - the majority of 
PSX owners probably do not own a PC as well. If the DC can handle games 
like Unreal/Q2 more easily than other consoles, surely that's a *good* 
thing? 


To answer another post, about using DirectX rather than OpenGL, it don't 
matter what id did - there are a *lot* more games companies out there 
than them, and there are a *lot* of games out there using DirectX rather 
than OpenGL. DirectX gives a whole lot more than OpenGL, such as 
networking... Remember that modem? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01020 


--MESSAGE FILE 2318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001021 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Tue, 26 May 1998 09:08:50 +0100 

Organization: DMA Design Ltd 

Lines: 36 

Message-ID: <356A7892.54DD@dma-design. com> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4p11l@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-design.com> <3569959D.378 
@saqnet.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 


Fair enough. But really £25 for an official RF cable is a complete 
rip-off. If they'd made it available for a more reasonable fiver or 
so..? Or, even better, Sega could do what they do in Asia and give 
people a choice of what cable you get with it. Wow, what a good idea. 
Except that the average British "consumer" (or their mum, more likely) 
would probably not know what cable to get. Aaargh! 


VVVVVVV 
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long b; 
long c; 
test( int i = 0, int j = 0) : b( i), c( 3 ) 
{ printf( "ctor( 54, %d )Nn", b, c); ); 
~test () { printf( "dtor( 54, Sd )\n", ԵԾ, c ): }; 


}; // test 


test g_b1( 10,100 ); 
test g_b2( 20,200 ); 
void sub( test consté& t ) 


{ 
printf( "test=(%d %d)\n", t.b, t.c ); 
} 


void main() 


{ 
__do_global_ctors(); 


sub( g_bl ) 
sub( g_b2 ) 


r 
Ա 


__do_global_dtors(); 


—-MESSAGE FILE 21903 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000031ht 
ml.html 


--MESSAGE FILE 21904 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000032 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++¿$B$N=i4|2=$D$$$F; (J 

Date: 24 Apr 1997 15:58:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <01bc50c8$3278f380SLocalHost@default> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> 

NNTP-Posting-Host: 202.219.16.88 

X-Newsreader: Microsoft Internet News 4.70.1157 


éSBSA$*$5$s!&9bEDS$5$s¢ (J ¢$BAaB.$N%1%9$"$5$, ŞH$&$4$6$$$^$9!#z (J 
ESBS3SSSKSASO!"SdS*2 (J ¿SBSGS9!#¿ (J 


> ¿SBFMA3SGS9S,¿ (J GNU C++ ¿SBSKS$SDSSSF65S (SFS/S@S5SS! #2 (J 

> 

¿SB8=: _S$S3$SN%3%s%$Q%$%i$r;HMO$7$F%*%$j%8%JSkS$SN%$/%Si%9%i%$SS$S%V%iSjŠ$r:n@.CfS$JSNS$SG; (J 
LSBS9S, ¿ (J 

š ¿SBI"GEE*JOQ?ESN=i4|2=5,SG5-SJS/SF!"5MSASCSFSS52S91#¿ (J 


n 


ESBS9S_S$*S;Ss!"3 (J 
¿SB;dS, *$"%$C%W%m!<%IS7S?¿ (J go32;SBHG; (JIgcc ¿SBSGSO!"¿ (J 


ESBS0%m! <SPSkIQ?tSKSDSSSFSO!"%3%s%9SHSiS/S?¢ (J ESBS, 8FSPS1ISFSSS$*S$;S$sSGS7$?2! #¢ ( 


` 


¢ $B; HSCSFS/S$1Sk?MS,A}$ (SFS/SKSH!"SSSmSSSmz (J չ58116զ99ց5,Օ«"8էՏ7ՏԲ Ա": (J 
éSBNdSd4@SbSNSGS9! #2 (J 
é$B<BSO!"z (Jexception z$BSbLSBP1~S@SCS?S4STS*S9Ol#e (Մ(՞՞չ 


VVVGUVVVVVV VV VV V 


ESBSSSA!Az (J GCC ¢SBSNLGBI$SGS$7$?$+!"S$3S1STSiSbSCS$HAa$/<ALdS7SFS*S1SPNIS+SCS$?SG6S9! #3 ( 
J 
ESBS+SISjJANS+$Si5$$, ՏՁՏՏՏԲՏՏՏ2ՏԱՏՇՏ9Տ51511":4Տ՞ՏՇչ (J GCC 
éSBSr;HSCSF3+H/S$r9TSCS?S3SHS,L5S/!"22?S+9MS (0ՇՏՏՏԸՏՄՏԲՏՏՏՄՏՏՏԻՏԱՏՏՏոՏՏՏոչ (J C++ 
éSBSN=g@R$rFISs$G$_SFSIS&$7SFSbSo0$+S$iSI$+$C$?SNSG<ALdS$5$; SFSSS$?S@S-S*S7$S2! #2 (J 
¿SB$3Ś1ŠGG<F@0$G$9!#$d$^$5$s$N%5%s%W%k$r%3%s%Q%$%k$7$F!"<B:]$K=i4|2=$5$1$k$N$r¿ (J 
ESB3NG'S7S*S7S? #2 (J 

ESBK\EVSKS$"S$j$,SHS&S4S6SSS*°S7S2! #2 (J 
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éSB!!S*°S?!"9bEDS5SsSK; XE&S7TSFSSS?S@SSS?#1SDL\SNFDMFSN! V2 (JthiszSB!WSO¢g (J C++ 
éESBSN=q@RS$+SiS9SkSHS/%i%9FbDItSG%assSPJIQ?tSr; 2>HS 9SkSH<+FOE* SKIU2CS5S1SkShS&S$K3z (J 
ESBSISCSFSSSF!"S3S1SOIUS1SFSbIUS1SJI$/SFSbNISSS3SHSKSISCSFSSSKSHM}2rS7SFSSS*S9¢ (J 
¿$B$, 4V0c$C$F$$$k$G$7$g$&$+¿ (J eSB! #e (J 
¿$B; d$O! V<+FOE*SKIU2ZCS5S1S5kSJISiIUSISFS78°S (!WE*SJ9MS ($+Si!"SSSDSb!Ve (Jthis¿$B!W$rIU¿ 
(J 
ESBS1SkShHSESKSTSFSSS*°S9!#!5S3!<SISr8eS+Si3NG'S9SkKSHS—SKSbIXMxSGS9!#!Ke (J 
2$B!!;XE&S7TSFSSS?S@SSS?#2SDL\ SNFOMF SN#9 9TL\SN: GBeESKSDSSSFSSSk! Ve (J; ~SB!WSKSDSSSFSO!" 
¿ (J 

¿SB@*$SS$G;WSoS:TU$1SF$7S2SS$2S7S?!#S4;XE&S"$jS, $H$&$4$6$$$^$9!# (J 


--MESSAGE FILE 21904 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000032ht 
ml.html 


--MESSAGE FILE 21905 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000033 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "R.Taki" <ryunosu0@mbox.kyoto-inet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCJSIlSiVtJTAlMyVzJUgl1lbSE8JW1CUDF+JWk1lJCVWJWklaiRyJSIlQyV 
XJDckXiQ3JD8hKiEqGyhK?= 

Date: Fri, 25 Apr 1997 18:13:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <336075BB.56E5@mbox.kyoto-inet.or.jp> 

Reply-To: ryunosu0@mbox.kyoto-inet.or.jp 

NNTP-Posting-Host: 210.134.103.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBS3SSSKSASO! *$3$3SK=q$—-9~S_S9SkKSNSOHS>oOSKSWS7SVSj5SGS9! #2 (J 


ESBS"SISMS0S3SSSHSm! <Si$,H/GdS5SS1S*$7S?SNSG!"z (J 
¢$BAaB.%2!<%* 20S5SsSK9ITSCSFOXF~S7SFS—-S*S7S$?! #2 (J 


ESBSDSSSGSK!":#S*SG8x3+SOS7SFSSS*S;SsSG$7$?S, !"¿ (J 

POKRIS¢ $BS$G; HMOS7SFS$$$?¢ (JPadLib¿ $BSH$$$&%3%s%H%m! <SiSN>uBVSrFI$_9~$*¢ (J 
¿S$B<+:n$N%i%$$%V%i%j$r%"%J%m%$0%3%s%$H%m!<%Si$KBPl1+-$5$;$%$7$?$NS$SG!"¿ (J 
/test/¿$SB%$G%#%1%/SH%j$SK%S"%C%SWS$S7$2S7$S?!# (J 
¿SBShSmS7S1S1SP;HSCSFSdSCSFS/S@S5SS!#¿ (J 


ESB" (SASgSC$SH$7$?%5%s%$W%k%W%m%0%i%`$bIU$1$F$*$-$2AS7S?!# (J 
¿SB;29MSKS$S7SFSSS?2S@S1$SkSHS&S$S1S7SSSGS9!#¿ (J 


¿SBSGSO¿ (J... 


¿SB#R#Y#U¿ (J (evs00558) 

———— ¿$BBm¿ (J ¿SBN5G72p¿ (J (Ryunosuke Taki) -------- 
ryunosu0@mbox.kyoto-inet.or.jp(Private-Main) 

—-MESSAGE FILE 21905 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000033ht 

ml.html 


--MESSAGE FILE 21906 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000034 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: =?I1SO-2022-JP?B?GyRCJUSI1SiVtJTAIMyVzJUg1bSE8JWklaiVdITwboKEI=?= 
=?1SO-2022-JP?B?GyRCJUUgbKEI=?= 

Date: Fri, 25 Apr 1997 20:19:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 63 

Message-ID: <kamon$21c519970425201952@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.30 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


é5B!!S3SsSKSASO!#2CLgGSGS9! #¢ (B 
¿SB!!1;E;v=*SoSCSFB.96SG%"%J%Sm%$0%3%s%H%m!<%iS$r%2%C%SHS7SF! "B. eee 


éSB!"B. 96SG%WSm%0%i%`AHSsSG!"B.965G%O%CSIS"S5%S%sSJSISrD4SYS A STS?SNSG!"S4¢ 
¿SBJs9p!#¿ (B 


#¿SBB.96$SG%$P%S$%V5!G=$N:nF0J)K!$r65$ ($F$/$@$5$S$S!d#S#C#E#I¿ (B 


#(¿SB%S1iS$S%SV$Si%SjSOMOOUS7SFSbSiSoSJS/SFSbS$S$SSGS9; (B 
¿$B1!%"%J%m%0%3%s%H%m!<%i$K$O!V%$G%$8%?%$k%b!<%$I!W!V%$"%J%Sm%$SOSb!<%SI!W!V%S"%J%m¿ (B 
¿SB%0%8%Sg%$%9%SF%#SC%š/Sb!<%$I!WSN#3Sb!<%$I$,$"S$j$S2$S9!#%9%$$%C%$ASr2!S$SO9EYSKQ@ZS3¿ (B 
¿SBBXSoS$S3j!"F1;—-SKC<Kv<oJLSb@Z$jBXSoSjS$S *$9!# (B 
¿SB!!0J2<!"$=$1$>$1SNSb!<%I$N%$Q%$C%$SI%S"%5%S%s>pJs!#; (B 

¿SB!&%G%8%?%k%b!<%I¿ (B (¿SBC<Kv<oJL¿ (B 0x4) 

¿$B!!!!I8=` %3%5%H2m!<3iSHFIS8SGS9! #2 (B 

¿S$B!&%"%J%m%0O%b!<%I¿(B(¿SBC<Kv<oJL¿ (B 0x7) 

¿$B!!!!3 SF24#2C%/S, ; HMO2DG= STS3SHOT30SOI8= $3%3s%HSm! <SiSHF1S8SGS9! #3; (B 
¿SB!&%"%J%Sm%S0%8%g%$%9%SF%S#%C%/Sb!<%SI¿;(B(¿SBC<Kv<oJL¿ (B 0x5) 

¿$B!!!1$^$: 1"398F2$3C%/S, ; HMQ2DG=! 42 (B 

¿$B1!!1!%$Q%C%$I%"%5%$S%s$O!"¿ (B 

¿SŠB!!1!11"0m11111]!d!!#L#l (B(¿$B""%\%?%s$r2!$9$H#L#1$r2!$7$?$3Ś$H$K$JŠk¿ (B 
¿$B!!1!11"$11111]!d!!#R#1¿ (B 

¿$B!!1!1!#L#11!11]!d!!#R#2¿ (B 

¿$B!!!!!!#R#1!!!]!d!!"$¿ (B 

¿$B!!!!!!#R#2!!!]!d!!""g (B 

ESB! !!!SHSSS&SUS&SKIQ9I9S5$1$% $9!#M}M3S0$h$/$0$+$5$% $;$s$,!"S2SVSs$3SNJI}$, ¿ (B 
¿S$SB!!1!$"%$J%m%$0%$8%g%$%$9%F%#SC%/BP1-$N%$2!<%` SGM7TSSSASI9SSSSSGS7TSgSE! #3 (B 
¿S$B!!$G$SO!"%$9%F%#%C%/$N%$"$J%m$O0SASc%$SMSkItCSNCMSŠSNQDbLQ!#¿ (B 

¿SB%G!<%?$N;¿ (B 

¿SŠB!!Bh#4%SP%S$SSH!!1]!d!!1&B&S9SFS#SCS/SN:81&$N795$-¿ (B 
¿SŠB!!Bh#5%P%S$SSH!!1]!d!!1&B&S9SFS#SCS/SN>e2<$N795$-¿ (B 

£$B! !Bhe6SP%SSH! !!]!d!!:8Bas9sFS#SC%/SN: 81&SN79S-32 (B 

2$B! !Bh#7$P$$SH!!!]!d!!:8Bas9SFS#%C%/SN>e2<SN79S-; (B 


¿SBSHSJSCSFSSS“S9!#¿ (B 


¿S$SBCMSO;¿ (B 
¿SB!!#XJ}8~!!!]!d!!O0O1HV:8$KE]$7$?$H$-$,#0!"5U$,#2#5#5; (B 
¿SB!!#YJ}8~!!!]!d!!O0Ol1HV>e$KE]$7$?$H$-$,#0!"5U$,#2#5#5; (B 


éESBSHSISCSESSS$*S9!#z (B 


éSB! !SSSESSS?E@SO!"S9SFSH#SCS/$, CEPASKS"SCSFSDCMS, #1#2#8 SKS ISCSFSISS$$3$HSGz (B 
ESBS9!#SDS*S5!"S:S1S*S/Sj! #EE8; SrF~$1$?SHS-SK<+FOE*S$K%— eae eee 7%g%s%,¿ (B 
ՀՏՑՔԲ/Տ/Տ-ՏԵՏՇՏ9Տ5, |"Տ"Տ՞ՋՍՔՄՏԲՏԵՏՄՏ1ՏՄՏՏՏ Տ2ՏՏՏԱՏՏՄ 14 (B 


¿$B!!0J>e$G$9!"JT=8D9%C!*!*¿ (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 21906 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000034ht 
ml.html 


--MESSAGE FILE 21907 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000035 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


Net Yaroze newsgroups message dump.txt Page 14664 


From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?RONDKysbJEIkTj1lpNHwyPSREJCOkRhsoSg==?= 

Date: Sat, 26 Apr 1997 01:25:51 +0900 

Organization: Japan 

Lines: 43 

Message-ID: <3360DBOF.AA74F82A@aix.or.jp> 

References: <Olbc4ff£3S89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01bc50c8$3278f380SLocalHost@default> 

NNTP-Posting-Host: 202.208.35.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


éSB!!S*°S?!"9bEDS5Ss$K; XE&S7TSFSSS?S@SSS?#1SDL\SNFDMFSN! Ve (Jthis¿$B!W$O¿ (J C++ 
éESBSN=q@RS$+SiS9SkSHS/%i%S9FbDItSG%assSPIQ?tSr; 2>HS 9SkSH<+FOE* SKIU2CS5S1SkShS&S$K3z (J 
ESBSISCSFSSSF!"S3S1SOIUS1ISFSbIUS1SJI$/SFSbNISSS3SHSKSISCSFSSSKSHM}2rS7SFSS$S*S93¢ (J 
ESBS, 4VOcSCSFSSSkKSGS7SgSE&S+¢2 (J ¿SB!# (J 


V V V V 


¿SB$=$&$J$SsS$SGS9$S+!#=i$SaS$SFCN$j$2$7$?!#<B$O¿ (UC++¿ SBSNK\Sr$*S@01:}57S+SbSCSFL5$/S$F¢ (J 
ESB! JSRSISSS3SHSKS*S@FISsSSGSISS$!J>P!K!KS [SHSsSI@bL@=q! JFISsS@S&SASKSOSSSiST¢ (J 
ESBSS!KSH; (; o$+SiF@S?>pIs$G$"$*$ j@53NST$ 3SHSOCNSiSTSSSsS$G$9!#S [SH$s$Tz (J 
ESB!VS3S3SSOSSSkSGS—-SkS+SiSSSSSd!J>P!K!We (J 

¿SB$NSh$&$J46$8SG$9!#; (J 
¿SB$G!$$=$N8e$ASg$C$HD4S$SY$?Si%a%Ss%PJO?t$N=i4|2=S$SO<!$N$h$&S$SK$9$kSN$,¿ (UC++¿ ŠBIwŠN¿ (J 
¿SBShS$S&$G (J 

ESBS9O! #2 (J 


class test 


{ 


public: 
long b; 
long c; 


test (int i=0,int j=0) : b(i),c(j){ } 
)չ 


> ¢$B;dSO!V<+FOE*SKIU2CS5S1SkSJISiIUSISFS7S%S (!WE*SJ9MS ($+Si!"SSSDSb!Vz (Uthis¿SB!WSrI 
Ue (J 
> : SBS$1$kS$hS$&SKS7$F$$$°$9!#!J%3!<S1$r8e$+$i3NG' $9$k$H$—$KSbIXMxSG$9!#!Ke (J 


¿SB;dSO5USG!V<+F0E*SKIU2CS5S1SkSJSiIUS1SJS/SFSSSSS8ScS$Ss!WSGS9!#¿ (J 
¿SBS3SNS"S?SjJSO;dSNLLF]S/S5$,$JE*SJ@-3JS,SGSFS“ S9!#¿ (J 


1411 111112 11211112 11111211 La (J 
ՀՏ81111 11111111 9bEDMNIT? !TSOSSSISkK!'S?PS3SNS9S1!Ke (J 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!ldz (J 
http://wwwl.scei.co. jp/~bns00250/index-.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<S°SZ!<S8Sr?tSvIn$SVS$ {jSKIIPTSTS*STS? 1 4. (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


éESB:G=*99?7F[ z~!!!!#4!2#2#5!T2<SNz (JURLESB!Ké (J 

¿SB9927M=D3jF|!!!!!1!#412?111)¿ (J 

—-MESSAGE FILE 21907 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000035ht 
ml.html 


--MESSAGE FILE 21908 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000036 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "R.Taki" <ryunosu0@mbox.kyoto-inet.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: =?iso-2022-jp?B?GyRCJUSI1LSiVtJTAIMyVzJUglbSE8IWklaiVdITwhKEo=?= 
=?1so0-2022-jp?B?GyRCJUUgbKEo=?= 

Date: Sat, 26 Apr 1997 08:12:01 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 93 

Message-ID: <33613A41.4959@mbox.kyoto-inet.or.jp> 
References: <kamon$21c519970425201952@news1.scei.co.jp> 
Reply-To: ryunosu0@mbox.kyoto-inet.or.jp 
NNTP-Posting-Host: 210.134.103.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SB2CLgS5Ss$3$SsSKSASO!##R#Y#USGS9! H: (J 


¿SBSoS?S7S$Sb!"%"%J%SmS0%3%s%H%m!<%iSN%$"%5%SS%sS$SrD4S%*S7S?!#¿ (J 


¿$B2CLgS5$sS$SNJs9p$NCfSG!";(J 


[L3] ¿SB%SN%?%sSKS$SDSSSFS,=qS+S1SFSSS S;Ss%h!*!*¿ (J 
¿SB%"%J%m%0%b!<% ԱԱ SES#SCS/Sxr$=S$1$>$12!$9SHz (J[L3] [R3] ¢$B%\%?%s¢ (J 


¿SBSHS7SFF/S-S S9!#¿ (J 


¿SBS3S1$iS$SO!"%3%s%H%m!<%i>pJsS$ŠN<u?.%sP%C%U%S!S$N!"¿ (J 
ESBH2! &#3SPSSSHL\Sr#1S*SHSaSKS7$?SHS—!"S=S1S>S1!"3 (J 
9bit, 10bite$BL\!JI$S@SC$?$+$IT!) !KSKBP1~S7SFSSS*S9! #2 (J 


¿SBI8=`%3%s%H%m!<%i$N%$N%?%sSN%"%5%S%s$NCfS$G!"; (J 
¿SB#2¿ (Jbite $B$@$1; HSoS1$FS$$I$+$C$?$H; WSESNSESIS, 1"; (7 
Է 185-381 AS0S18250819CS96M! fz (J 


ESB" (SHSPSkK#F2ZSrS+S0S$:SK!"S"SISMS0S3SStHom! <SiS@S1GCSCSFSTS*SSS*S7S2¢ Ny 
Taro Kamon wrote: 

> 

> ¿SB!!S3SsSKSASO!#2CLgSGS9!#¿ (J 

> 

> ¿$B!!; E; v=*SoSCSEB. 96SGS"SISmS0S3SsSHSm!<SiSrs2sCsHSTSF!"B. eee ee 
> ¢SB!"B. 965051 SmS0%i%° AHSSSG!"B. 9ESGSQSCSIS"S5SSSSSTSTSrDASYS*STS?SNSG!"S4¢ 
> ¿$BJs9p!#¿ (J 

> 

> #2SBB.96SG%P%$3V5!G=SN:nFOJ}K! Sr655 ( — O 2 

> #(¿SB%1%$$S%V%i%jSOMQOUS7SFSbSiSoSJS/SFSbSSSSSGS9¿ 

> 

> ¿SB!!%S"%J%Sm%0%3%s%H%m!<%1SKSO!V%SG%S8%s?%sk%sb!<%SI!W!V%"%J%m%s0O%sb!<% O ae 
> ¿SB%0%S8%Sg%S$S%S9%SF%S#%C%/%Sb!<%SI!WSN#3%sb!<%IS,S"SjS anda 9%$%C%ASr2!S9EYSK@ZS3j¿ (J 
> ¿SBBXSoSj!"F1;-S$KC<Kv<oJLSb@ZSjBXS$So$Sj¿(IN¿SBS9!# (J 

> 

> ¿SB!!0J2<!"S=$1S>S1SN%Sb!<%sISN%SQ%C%SI%S"%$5%S%s>pJs!#¿ (J 

> 

> ¿$ŠB!&%G%8%?%k%b!<%I¿ (J(¿$BC<Kv<oJLė (J 0x4) 

> ¿SB!!!!T8=` $3%s%*H%m!<%1i1SHF1S8SGS9!#¿ (J 

> 

> ¿SB!&%"%J%m%O%sb!<%I¿ ¿(J(¿SBC<Kv<oJLe (J 0x7) 

> ¿SB!!11% SF34#%C%/$, ; HMOZDG= SJS3SH0J30SOI8=`%3%s%H%m!<%siSHF1S8SGS9!#¿ (J 

> 

> ¿SB!&%"%J%m%$0%8%g%S%S9%SF%S#%C%/Sb!<%I¿(J(¿S$SBC<Kv<oJL¿ (J 0x5) 

> gSBIIIIS*S:!I"S9OSFS#SCS/S, ; HMQ2DG= nae 

> SBI!!! ISQSCSIS"S53SSsS0!"3 (J 

> ¿SB!!!!11T0TUm11111]!d!!#L#l (JI (¿SB"W$NS?%sS$Sr2!S9SH#L#l1lS$Sr2!S7S?S3SHSKSŠSJSk¿ (J 

> ¿SB!!!!!!"0"S11111]!d!!#R#1¿ (J 

> ¿SB!!!!!!#L#1!!!]!d!!#R#2¿ (J 

> 25811111 14811111 141 1"5 

> 25811111 14882: (162581) 141 1"" (J 

> ¢gSB!!!!SHSSS&SUS&SKIQ9IIS5SS1S*S9!#M}M3SOSh$S/So$+$j$%*$; ՀԱԱ ՐՐ 
> ¿S$SB!!!!%"%J%Sm%$0S8%g%S%$9%SF%S#%SC%/BP1-$NS2!<%`SGM7$SSSdS9SSSs$SGS7SgS&!# (J 

> 

> ¢SB!!SGSO!"S9OSFS#ESCS/SNS"STSMS0SASCEMSKICSNCMSNG@DLEG@! #2 (J 

> 

> ESBSG!<%S?SNz (J 

> ¢SB!!Bh#4SPSSSH!!!] ! dl !1l&BEes9SFS#SCS/SN: 81ESN79S—¢ 

> ¿$B!!Bh#5%P%$%H!!!]!d!!1&B&%9%F%#%C%/ŠN>e2<$N79$-; 
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ESB! !BhF6SPSSSH!!!]!d!!:8BaEs9SFS#SCS/SN: 81&SN79S-—¢ (J 

ESB! !BhE7SPSSSH!!!]!d!!:8BaEs9SFS#SCS/SN>e2<SN79S—¢ (J 

ESBSHSISCSESSS*S9! #2 (J 

éSBCMSO¢ (J 

ESB! !#XI}8~!!!] !d!!O1LHV: 8SKE]$7S$?SHS—-S, #0!"5US, #2#5#5¢ (J 

ESB! !#YT}8~!!!] !d!!O01LHV>eSKE]$7$?SHS—-S, #0!"5US, #2#5#5¢ (J 
ESBSHSISCSFSSS*S9! #2 (J 

£S$B! !5SSESSS?E@SO!"S9SFS#%C%/S, CE? 4SKS"SCSFSHCMS, #1#2#8SKSISCSFSISSS3SHSG3 (J 


ESBS9!#SDS*%S5!"S:515%S/S5!#ER8; $rF~$1$?$H$-$K<+FO0E*$K%-%c%j%V%1!<%7%g%s$, ¿(J 
¿SBF/S/S=S&SGS9%$, !"S"S*“SJEvSFSK$SJSiSJSSS_S?SSSNS+SJ!#¿ (J 


¿SB!10J>eSGS9!"JT=8D9%C!*!*;¿ (J 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


VVVVVVVVVVVVVV VV VV VV VV V 


---- ¿$BBm¿ (J ¿SBN5G72p¿ (J (Ryunosuke Taki) -------- 
ryunosu0@mbox.kyoto-inet.or. jp (Private-Main) 
taki@kyoto.screen.co. jp (Office-SCREEN) 
TBCO3342@niftyserve.or.jp(Nifty—Serve) 
—-MESSAGE FILE 21908 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000036ht 
ml.html 


--MESSAGE FILE 21909 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000037 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++=?1S0-2022-JP?B?GyRCJE4 9aTR8Mj0kKRCQkKJEYDKEI=?= 

Date: Sat, 26 Apr 1997 16:20:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <bo0wy$24b319970426162035@news1.scei.co.jp> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01lbc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
jp> 

NNTP-Posting-Host: 202.247.160.229 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.labo ¿$B$N¿ (B <3360DBOF.AA74F82A@aix.or.jp> ¿SBSN (B 
¿SB5-;vSK$*S$SSF¿ (B 1997¿$BG/¿ (B04¿$B7n¿ (826Հ58Բ | չ (B (¿SBEZ¿ (B) 01:58:-: (B25¿$BJ, ¿ (851 
¿SBIC:"!" (B 

Youhei TAKADA <kazta-ta@aix.or.jp>¢SB$5$s$0=q$-$*$7$?!#z (B 
>¿$BSG!$S=SN8e$SA$Sg$C$HD4SYS?Si%šSa%s%PJOQ?t$N=i4|2=S$SO<!$N$h$&$K$9$k¿ (B 
>¿$SBSNS, ¿ (BC++¿  SBIwSNSh$&$GS9!#; (B 


> 

>class test 

>{ 

>public: 

> long b; 

> long c; 

> 

> test (int i=0,int j=0) : b(i),c(3j)í ) 
>}; 


¿$BSJ$s$+;W$$$C$-$j4*0c$$$5$1$F$KMM$J!&!&¿ (B 


¿$B!V¿ (8 : ¿$B$[$K$c$i$i!A!W$NItJ, SO! "4pD1%/%iS9SK0z?tSrEO$9; ~SKz (B 
¿SB; HMQ$7$^$9!#$3$s$J46$8; (B 
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class base 


{ 


int 1» 
public: 
base(int x) { i = x; } 


)չ 


class test : pubic base 


{ 


int j; 
pulibc: 
test (int x, int y) : base(y) í j = x; } 
}; 
¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 


—-MESSAGE FILE 21909 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000037ht 
ml.html 


--MESSAGE FILE 21910 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000038 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++=?1IS0O-2022-JP?B?GyRCJE4 9aTR8Mj0kRCQkKJEYDKEI=?= 

Date: Sat, 26 Apr 1997 16:36:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <bo0wy$24b319970426163648@news1.scei.co.jp> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01bc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.186 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


2S BSUS TSTS (B(%%; 


>pulibc: 


public: 
ESBSGS9Sh!"SbSASmSsz (B(%%; (՞՞չ (՞՞չ 


£$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 21910 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000038ht 
ml.html 


--MESSAGE FILE 21911 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000039 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?I1SO-2022-JP?B?GyRCJSI1SiVtJTAIMyVzJUg1bSE8JUWklahsoQg==?= 
=?1SO-2022-JP?B?GyRCUVOhPCVIGyhC ?= 

Date: Sat, 26 Apr 1997 19:49:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <kamon$21c519970426194904@news1.scei.co.jp> 

References: <kamon$21c519970425201952@news1.scei.co.jp> <33613A41.4959@mbox.kyoto-in 

et.or.jp> 

NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! #2CLGSGS9O! #2 (B 
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"R.Taki" <ryunosu0@mbox.kyoto-inet.or.jp> wrote: 
>i $B%"%J%m%0%b!<% T O oane SPS#3C%/Sr$=$1$>$12!$9SH; (B[L3] [R3] ¿$B%\%?%s; (B 
>¢SBSHS7TSFF/S$-S*S9! #2 (B 


¿SB!!SJSsSHSC!*!!S= e 
2$B! !KMSOSFSCS-S$j!":81&SNS9SFS#SC%/Srz (B[L3] [R3] ¿SBS$N%$?%sSCSF8FSsSGSkS@S1S+SH;¿ (B 


SB; WSCSFS*S7$?!#¢ (B 

>¿ SB" (SH$P%$k#2$r$+So$S:$SK!"%$"%J%m%$0%3%s%$H%m!<%$i$@S$Sl1Gc$CS$SF$7$28$$2$7S?¿ (B(^^; 
¿SB!!KMSb$G$9;¿ s: ¿SB!#$GSbp!"$$S$S8$C$2?Sj!"%F%9%SH%W%m%$0%i%`AH$sSG$Sk$@S1$G; (B 
¿SB3ZS7SS¿ ee B)é S (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 21911 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000039ht 
ml.html 


--MESSAGE FILE 21912 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000040 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sazanta" <net34539@asciinet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU6IFtRXTO4MBskOQiVilTwlSSRHOORBfBsoSg==?= 

Date: 27 Apr 1997 09:29:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bc52e9$7b912a60SLocalHost@Wanjiro.threeweb.ad.jp> 

References: <01bc467e$6ba48920S098ad5ca@Noobow.asahi-net.or. jp><bo0wy$24b31997041123 
1024@news1.scei.co. jp><01bc4806$53427840S128ad5ca@Noobow.asahi-net.or.jp> <yasunaga$S 
1£7219970414040932@newsl.scei.co.jp> <01bc48e4$d31d7e00S248ad5ca@Noobow.asahi-net.or 
.jp> <5380j39S8un@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.235.203.235 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Kazuyuki Takata <harold@fa2.so-net.or.jp> wrote in article > 
éSBD>@\S$N2r7hJI}K! $GSO$SI$$$G$9$, !"=hM}$,=ESSSN$, 860xS+$IS$&$+$r¢ (J 
չ580454ՏԵՏԱ565752511"չ (J30fps¿SBSJSISKS7SFS_SFSOSSS+S,SGS7SgS&S+!)¿ (J 


> cnt=VSync (0); 
cnt=VSync (2); 
¿$B$G¿ (g30fps¿SBSKSJS$S3jS AS9!#; (J 


VV V V V V 


¿SB=hM)$, SIS1S@S1S+S+SCSFSSSkS+SO!"¿ (IVSync (1) ¿SBSrMxMQS9S1SPShSSSGS7SgS&!#¿ (J 
ESBS3S3SGIVSCSFS/SKCMS, !"Ls#2#5#0070>eS @SH#13d$ j9~$_SG=hM}$GS-SFSSSJIS$¢ (J 
¿SBSHSSS&S3SHSKSJS3jJS S9!#¿ (J 


éESBS*S?S3S1Sr¢ (JDrawSync (0) ¿SBSNA08eSKF-S1SFS*S1SP !"; ( ee hM}$,4VSK9gSOSJISS3 (J 
ESBSNS+!"3 (JGPUz SB=hM}$, 4VSK9GSOSTSSSNS+S, ՏՕՏԻՏ)Տ՞Տ918 (J 


net34539@asciinet.or.jp 

¿SBS5S6Ss5S2¿ (J 

—-MESSAGE FILE 21912 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000040ht 
ml.html 


--MESSAGE FILE 21913 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000041 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Takahiro Yamaguti" <takay@alphatec.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?0?Re:_=1BSB#R#P#GSN:nS$4jI} 65$=28SFS$/S$@S5$S=1B=28B?= 

Date: Mon, 28 Apr 1997 00:48:43 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 18 
Message-ID: <5jvskpSbu5@newsl.scei.co.jp> 
References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@news1l.scei.co.jp 
> <redbug$ff8d19970422184647@newsl.scei.co.jp> <335CD289.591F@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.225.87.47 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


GSX-R wrote in article <335CD289.591F@ymg.urban.or.jp>... 
>RedBug wrote: 


> 

>> ¿SB%*%k%AS]%9%HS9SkSJSi!"%U%S)%m!<@hŠrE)01S7SFSbSiS&SHS+!#¿ (B 
> 

>¢$B!!S$G$-$1$P%/%m%9%] S9SHSN; EJ} !uSU%S) $m! <@h; XDjSrz (B 

>¢$B!!3PS (SFS[S7SSSHS3SmSGS9SM! #2 (B 

> 

£$B%/%m%9%] S9SHSCSFSISSSGS9S+!) ¢ (B 


éSB%U%) Sm! <@h; XDISCSFSISsSGS9S+!) 2 (B 


¿SB#T#A#K#A#Y;¿ (B 
takay@alphatec.or.jp 


—-MESSAGE FILE 21913 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000041ht 
ml.html 


--MESSAGE FILE 21914 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000042 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?RONDKysbJEITkTj1pNHwyPSREJCOkRhsoSg==?= 

Date: Mon, 28 Apr 1997 01:13:25 +0900 

Organization: Japan 

Lines: 43 

Message-ID: <33637B25.360F29F4@aix.or.jp> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01lbc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿$B!V¿(J : ¢~SBS[SK$cSiSi!A!WSNItd, $O!"4pD1%/%i%9SK0z?tSrEOS$ 9; ~SKz (J 
> ¢$B;HMQS7S$*S9!#53SsSI46$83 (J 


ESBS=S&SISSSGS9S+!) 2 (J 

¿S$SB3NS+!V¿ (Jconstz$B!WSr; H$C$?; ~$K=i4 | 2=$G$-S$JIS/SISk$+Si%ass%PJQ?te (J 
2ESBSr=i4 | 2=$9SkSHS-SOS3SNShS$&SKS$dSC$?7T}$, SSSSSCSFSTSCS+SNK\S$Kz (J 
ESB=qSSSFS"SCS?SH;WSSS*SO!#3 (J 

¿ SB; V<B!SS3SNJI}<0SGSb@5>0SKS3%SSQSSSkKSGS-S*S9!#!Tz (JC++Builder 

i SBSG3NG'!Kz (J 


¿SBNc!'¿ (J 


¿SB!c@5S7S$SS!d¿ (J 
class Test 
{ 
private: 

const int max; 
public: 
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Test ( int a ):max( a ){} 
), 


ESB! Շ4Մ0ՇՏՏ | Վ2 (J 
class Test 
{ 
private: 
const int max; 
public: 
Test( int a ){ max = a; } //z¢$BDj?t$KBeF~SOSGS-SJISS! #3 (J 
J; 


12]. tt] 21425] Pe (S 
¿SB!!111!1!1!!1!1119pEDMNJ?!J%SOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS%[!<S°SZ!<S8Sr?tSvIn$SVS$ jSKIIPTSTS*STS? 1 4. (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$S?S@S1S@SCS?S3j!J>P !K¿ (J 


¿SB:G=*99?7F|;-!!!1#412#2#5!J2<SN¿ (JURLZSB! Ke (J 
¿SB99?7M=DjF|!!!!!!#4!1?111)¿ (J 
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--MESSAGE FILE 21914 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000042ht 


ml.html 


--MESSAGE FILE 21915 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000043 


html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.labo 


Date: Mon, 28 Apr 1997 01:05:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <redbug$ff£8d19970428010523@news1.scei.co.jp> 


kpSbu5@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.106.42 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.program.labo ¿S$BSN¿ (B <5jvskpSbu5@newsl.scei.co.jp> ¢SBSN; 
¿$B5-; v$K$*$$$F¿ (B 1997/04/28/ 00:48 ¿$B:"!"¿ (B 
"Takahiro Yamaguti" <takay@alphatec.or. jp>zSB$5$sSO=q$-S$*$7$?! #2 (B 


>>> 2SBS*SkKSA%] S9SHSISKSTSi! "SUS) Sm! <@hS$rE}O1LS7TSFSHSiSESHS+! #2 (B 
>> 

>>¢SB!!SGS-S1SP%/%m%9%] S9SHSN; EJ} !uSU%) Sm! <@h; XDjSrz (B 
>>¿SB!!3PS(SFS[S7SSSHS3SmSGS9SM!#¿ (B 

>> 

> 

> $B%/%m%9%] S9SHSCSFSISSSGS9S+!) z (B 

£S$B%/%m% 9%] S9SHSCSFSNSOJ#?tSN2q5D<<SKF1O1SNFOMFSN5-;vSr¢ (B 


¿SBEj9FS9Sk$3SHSG!"; (B 


> 2 SBSU%) Sm! <@h; XDjSCSFSJSs$G$9$+!) ¢ (B 
¿$B$3$1$0!"Ej9F$7$?J#?t$N2q5D<<$+$i!"!V%U%)%m!<$O0$3$N2q5D<<$K$7$F$M!W; (B 
¿ŠB$SH;XDjS9Sk$3$SH$GS9!#; (B 


¿$B% /%m%9%]%9%H$O!"$9SY$SFSN2q5D<<$r8+$F2s$CSF$$SJSS?MSNLNSKSb: (B 
¿SB? ($1$k2DG=@-$, $"$j$^$9$, !"2?EYSbF1$85-; vSrFI$*S5$1S$k?MSb$$Sk$0$13¢ (B 
ESBSG!&!&! &>oSKSASCSFSSSSSHSSSESDSNSGSOS"SIS*S;Ss!#e (B 


ESBSG!"%/%m%9%] S9SHSTSFS*SSSF!"SUS) Sm! <@hS$, ThS*SCSFSSSISSSH! "3 (B 
¢SBU#?tSN2q5D<<SGF101FbMFSN5-; vSKBPS9SkKJL! 9SN5DO@S, 20N9TS9SKS3SHSb; (B 
ESBS"S5!": .Mp$r>7$/SNSGS$9! #2 (B 


Subject: Re: =?iso-2022-jp?Q?Re:_=1BSBH#R#P#GSN:nS$4jJ} 65S=28SFS/S@S5SS=1B=28B?= 


References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@newsl.scei.co.jp 
> <redbug$ff£8d19970422184647@newsl.scei.co.jp> <335CD289.591F@ymg.urban.or.jp> <5jvs 


(B 
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Even better would have been to include both leads. RF leads do *not* 
cost £25 to make, probably more like a £1. 


I *do* buy the US versions :-) God knows, I'll probably be stupid and 
buy a Japanese "Dreamcast" at Xmas, too :-) I don't know, I just wish 
the games companies made it easier to run games across TV standards. 
Which is a bit like saying I wish film companies would make their videos 
easier to copy, I suppose... 


V V V V V 


I wish they would make it easier too, but it isn't going to happen. As 
much as I like the look of the DC, it'll be way to expensive for my 
liking. I don't like the idea of getting 'tied' to imports too... 


> PS What's it like working at DMA? And, could you tell me anything about 
> N64 Body Harvest as I've been looking forward to that one for yonks... 
> :-) 


Heheh. DMA's fine :) As for Body Harvest, it's coming along nicely - 
it'll be getting demonstrated at E3 this week. Will be published in 
Europe by Gremlin rather than Nintendo. www.game-online.com had some new 
screenshots up yesterday... It's a *huge* game that'll take a long time 
to finish :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


1468 


—-MESSAGE FILE 2318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01021 


-—-MESSAGE FILE 2319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001022 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Saturn BASIC? 

Date: Tue, 26 May 1998 09:11:35 +0100 
Organization: DMA Design Ltd 

Lines: 18 

Message-ID: <356A7937.719A@dma-—design.com> 
References: <3569987C.13CB@saqnet.co.uk> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 
Whilst daydreaming about Dreamcast I had this thought: 
Isn't there a Saturn equivalent of Yaroze called the Sega Saturn BASIC 


or something? I have a feeling there is, but it never made it outside of 
Japan. Does anyone know anything about this? Or did I dream it? 


VV NV V V V 


It's nowhere near the quality of the Yaroze. It's available in Japan but 
was hardly a 'major' launch. Apparently produces '16 bit' style games... 
I don't think it was really a Yaroze equivalent, more continuing a 
Japanese tradition - previous platforms like the NES, SNES, etc all had 
BASIC style development kits for the home. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


—-MESSAGE FILE 2319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01022 


—-MESSAGE FILE 2320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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ԵՏՔ ISG! "S"SCSFS*S9SHSM!) !d>\$7$$SJI}!9!Kz (B 


¿SB%$S%$.SJ!<%:SU%) !<$i%> SG!"S3SNIJUSjSrS"SkDXEYS$*SHSaSF=g$-S*S9! #2 (B 
2SB6aF |C£SK8x3+S7$*S9! #3 (B 


Beginner's Forum Leader 

RedBug ¿SBša!<%$k%"%I%1%9>C<:;:Cf; (B 

--MESSAGE FILE 21915 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000043ht 
ml.html 


--MESSAGE FILE 21916 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000044 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: TF2 ver 1.3 ?? 

Date: 27 Apr 1997 17:08:01 GMT 

Organization: JI-SOFT 

Lines: 35 

Message-ID: <01bc532c$e7937b80$6753cd85@ji-tan.mtc.biglobe.ne.jp> 
References: <19961216005404mukunasi@tama.or.jp> 
NNTP-Posting-Host: 133.205.83.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2$B!!SISb!I"LIC6SG$9! #3 (J 


2$B!!:#:"SISsSISs$GS9S, !"$3$s$JM-MQ$H; WSoS1SkSJ%=SU%HSr : G6aSKSISCSFShS&3 (J 
éSBSdaS/H/8+$7!"AaB.<B83S@S$! !ASH;WSSSDSD!"S@%&%3s%m!<SIS7TSFFOS+S7SFS_S?SNz (J 
ESBSG$9S, SIS&SbS&S*S/SSS-S S;Ss!# (J 


¿$B!!¿ (JUsiocons¿SBSG¿ (JPtest1zSBSrs"SCSWS7SF! "ez (JUDOS¿SBAkSrJDS8SF!": (Jtf2.exe¿$B$r<B 
9TSOSKSH!"=i¢ (J 

2 $BS$aS$02?$d$i! Jz (IJCipz $BSN!K%3%s%=!<%k2hLLSNK4NnSNMMSJ2hLLS, 8-511"չ (J[Ctrl] +] 
éESBSG=*N; S7TSFSbSSOLEY: (Jtf2.exe¿$B$r<B9T$9$k$H;: (JLOOP=02 SBSJSISHI=< ($5$1!"0J2<$3$N7+ 
¿ (J 
ESBSJIVSTSG;z (JLOOP=1, LOOP=2,...¢SBSHSISkS@S1SGS9!#¢ (J 


ESB! 1 STS&SDSU%! S$ Sk ՀօԼՏՉՏԽՏԻԵՏՅՏՈՏՇչ Տ՞ՐՏՇՏԻՏՏՏԵՏ 92555ՄՏԱ56595, !D!ID! #4 (J 
ESBSASIS_S$Kz (J test.txt 
¿SBSr%+%1%s%H%G%#%1%/%H%j$H%$k!<%H$KCV$$SSFSb%$@%aSGS7S?!#¿ (J 


éSB!!SHS3SmSG>eSN:n6H8ez2 (Jsiocons; $B$r5/FOS9SkSH!"%-!<Sr2!S9RYSK2?SdSi0OUL#ITLG@: (J 
¿S$BJ8;zNs$, !Jz (JDOS; SBAKSNJ}$X!KAwSiS1SFS-S*S9!#¢ (J 


ԵՏՔ !O01BNSIS&$SJISC$?Si@. 8ySISs$G$7$g$&!)!)e(J 


ESB! !IS"!"S&SASNS*S7%SS0¢ (JPC982 SBSGS9! #2 (UPS¿$BS$SO¿ (UCOM1¿ $B! "$Sb%$G%` $, ¿ (UCOM3¿ SBSG$9! 
#SbS7S+S9Sk¿ (J 

¿SBSHDL?.B.EYS$Sr¿ (115200 $SBSK$7$SFSSSJSSSNS, 860x$+$JS!!) ! !$GSb¿ (Jsiocons; $BSGSOBP1~$7 
L (J 

S SBSFSJS$$7!D!D!#g (J 


¿SB?@8MBg3X9) 3XIt>pJsCNG=9) 3X2U#4G/! !Bm8s5£<<z (7 (CS26) ¿SB!!¿ (JAT/CG¿$BHI; (J 
¿SBDT!!M5;V!!¿ (d(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 
http://picasso.seg.kobe-u.ac.jp/~hiroshi/ 
http://wwwl.scei.co.jp/~chz02283/ ( for N.Y. members only ) 


—-MESSAGE FILE 21916 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000044ht 
ml.html 


--MESSAGE FILE 21917 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000045 
html .html 
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Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++z$BSN=i4|2=SDSSSFz (J 

Date: 27 Apr 1997 17:24:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 106 

Message-ID: <01bc532fS$cb5d7800S$5el10dbca@default> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01lbc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> <33637B25.360F29F4@aix.or.jp> 
NNTP-Posting-Host: 202.219.16.94 

X-Newsreader: Microsoft Internet News 4.70.1157 


Sugihara ¢SBSGS9! #2 (J 


> 2 SBSG! $$=SN8eSASgSCSHD4SY$?$iSaSsSPIQ?tSN=i4 | 2=SO<! SNSHS&SKS9Ske (J 
>2SBSNS, ¿ (JC++z SBIWSNShSE&SGS9! #3 (J 


> 

>class test 

>{ 

>public: 

> long b; 

> long c; 

> 

> test (int i=0,int j=0) : b(i),c(3j)í ) 
>}; 


ESBSISs$+;WSSSCS-S$54*0cSSS5SISFSKMMSJ!&!&2 (J 


¿SB!V¿ (J : ¢SBS[$K$c$iSi!A!WSNItJ, $0! "4pD1%/%i%9$KO0z?t$rEO$9; ~$Kz (J 
2 $B; HMQ$7$^$9!#$3$s$J46$8; (J 


class base 


{ 


int 1: 
public: 
base(int x) { i = x; } 


)չ 


class test : pubic base 
{ 
int al 
pulibe: 
test (int x, int y) : base(y) í j = x; } 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


}; 


2$B!V%a%s%PJQ?t $N=i4 | 2=!WSNJ}K! SKSDSSSFSG$9S, !"9bEDS5$sSNJ}K!$, 4VOCSCSFSSSkSHg (J 
2$BS$$&$0$1SGS0SIS$S$H; WS$$*$9!#<B: ] IDEDS5SsS$NJ}K!$GSb4 | BT$7$?DLS j$N7k2L$, F@Sig (J 
ZSBS1S*S9!#! J7KZLS* 1 <Si SSSHSSSESOSISGSIL HIKE (J 


2ESBS?$@$7!"9bEDS5$s$, <($5$1$2T}K!SH!";d$,<(S7S?T}K!SO! "Sa%s%PJQ?tSN=i4 | 2=Sr9T¢ (J 
ESBSET}K!S,O[SITSFS*SO! #3 (J 


LSB! !%3%s%9%H%i%/%HS7$2%/Si%S9!TS$3S3SGS0! "ze (Itestz$B%/%i%9!KSN=i4 | 2=Sr9TSSA0SK! "!V4pz 
(J 

2$BD1%/%i%9!WSd! V%a%sSPJQ?t ! WSN=i4 | 2=! IMWS033%s8%9%HSi%/SHS9SK%/%i%9S, ; }SCSFSS¢z (J 

2 SBSkIQ?t$r33%3S%9SHSi%S/SH$9Sk!IKS, ITSO$1$*$9$, !"9ÞED$5$s$,<($5$1$?$h$&$K!V¿ (J 

2SBS [$K$c$iS$i!A!WSG=i4 | 2=$7$?SH$-SO!"!V4pD13/%i%9!WSd! V%a%ssPJQ?t !WSN=i4|2=Sr¢ (J 

2 SBS*$3$I$&%3%8%9%H%i%/%?SK0z$—-EOS5S1$*S9! #3 (J 

$B! !;d$, 9TSCSFSSSkI}K!$GSO!"!V4pD1%/%i%9!WSd! V%assSPJQ?t ! WSN=i4 | 2=Sr3G%US) Ske (J 

¢ $BSH%3 338% 9SHSiS/%?SG9TSS ! "S=SN8eSK@_Dj$7$?S$CMSr! VBeF~!WS9Sk; v$K$J$J$^$9!#¿ (J 


éSB8@MUSGSO!"J,$+S5SKS/SSSH;WSSS*°S9ISNSG! "OJ2<SN%=! <$9%3!<%ISr<BOTS7TSFS_SFS/S@z (J 
¿SBS5SS!#¿ (J 


class TESTA 


{ 
public: 
int m_a; 


TESTA (const int i=0) { printf ("TESTA: : TESTA() \n") ;this->m_a=i; } 
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operator=(const int i) { printf ("TESTA: :operator=()\n");this->m_a=i; } 
}; 


class TESTB 
{ 


public: 
int m_b; 
TESTB (const int i=0){ printf ("TESTB::TESTB()\n");this->m_b=i; } 


operator=(const int i){ printf ("TESTB::operator=()\n") ;this—>m_b=i; } 
}; 


class TESTC 
{ 


public: 
TESTA m_testa; 
TESTB m_testbh; 


TESTC (const int i=0,const int j=0):m_testa(i) {this->m_testb=]j; } 
}; 


void main(void) 
{ 

TESTC C} 
} 


ESBS3SN%$=!<%9S3!<SISr<BITSOSKSH! "2hLL>eSK¢ (J 


TESTA: : TESTA () 
TESTB: : TESTB () 
TESTB: :operator=() 


éSBSHI=< ($SS1SkSH;WSSS*S9! #2 (J 

¿SBS3SNSh$&$K!V!! (J:2$B!!$[$K$cS$iSi!A!WSK5-=R$7$?S5NSH!"%$3%s%9%3H%i%S/%?2SN=hM}C£SKBeF~ 
¿ (J 
¿SBS9SkSNSHSGSOS3SNShS&SKOcSSS*S9!#¿ (Մ 

¿SŠB!!$3SN7k2L$+$iJ,$+$k$h$&$K!V¿ (J: 
¿$B$[$K$c$i$i!A!W$K5-=R$7$?J}$,NI$$$3$H$K$J$J$^$9$, !"¿ (J 

LSB!V¿ (J 

° SBS [SKScSi$i !A!WSK5-=RS$ 9$kS$H!V%3%S%9%H%i%/%? | WSKEOS 9SHSS$$&=hM} $NFDMPS+Si "53; (J 

: SB3s%9SHz (J 

S SB%i%/%25r; }SCSFSS$JS$%/%i%9$d4pK\E*$JJQ?t7?!J; (J ¿SB#i#n#t; (J ¿$B$d¿ (J ¿SB#l#o#n#g 
: (J 

; SBSHS$$C$?Sb$N!KSKSO!"; HMQ$7$F$0$$$1$I$$$H;W$$$^$9!#!J9bED$5Ss; (J 
¿SBSNJ)K!$G$b=i4|2=$GS-SkSHS$S&$3SH$O!"A4S/SQ@SaSHS$S&$SoS1$G$OSJS$S_ S2S$SGS9S1¿ (J 
¿SBSI!K;¿ (J 


¿SB!!D9SS>eSKSoS+$jSKS/SSJ8>OSKSJSCSFS7S7 SSS S7S?S, !"0J>eSNS3SHS+Si!"4pKNE*SJ¿ (J 
¿S$SBJO?t7?$KSO!V¿ (J : ¿SŠBS[ISKScSiSi!A!WSK5-=R$7$J$$J)K!S,BEEvSG$S"SkSH9MS (SFSSS*S9! #¢ ( 
J 


—-MESSAGE FILE 21917 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000045ht 
ml.html 


--MESSAGE FILE 21918 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000046 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++z$BSN=i4|2=SDSSSFz (J 

Date: 27 Apr 1997 17:47:02 GMT 

Organization: PlayStation Net Yarouze 

Lines: 49 

Message-ID: <01bc5332$bb936300SLocalHost@default> 

References: <Olbc4ff3S89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01bc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> <33637B25.360F29F4@aix.or.jp> 
NNTP-Posting-Host: 202.219.16.68 

X-Newsreader: Microsoft Internet News 4.70.1157 


SugiharazgS$BSGS9! #2 (J 
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> ¿$B!V¿(J : gSBS[SKScSiSi!A!WSNItJ, SO! "4pD1%/%iS9SK0z?tSrEO$9; ~SKz (J 
> ¿$B;HMQ$7$^$9!#$3$s$J46$8; (J 


ESBS=S&SISSSGS9S+!) 4 (J 

¿S$SB3NS+!V¿ (Jconstz$B!WSr; H$C$?; ~$K=i4 | 2=$G$-SJIS/SISk$+S$i%ass%PJQ?te (J 
ZSBSr=i4 | 2=$9SkSHS-SOS3SNShS$&SKSASCS$?7T}$, SSSSSCSFSISCS+SNK\SKe (J 
ESB=qSSSFS"SCS?SH;WSSS*S9! #2 (Մ 

¿ SB; V<B!SS3SNJI}<0SGSb@5>0S$KS3%SSQSSSkKSGS—-S*S9!#!Tz (JC++Builder 
2SBSG3NG'!Kz (J 


¿SBNc!'¿ (J 


¿SB!c@5S7S$SS!da (J 
class Test 
{ 
private: 
const int max; 
public: 
Test ( int a ):max(a ){} 


)չ 


ESB! Շ4Մ0ՇՏՏ | Զչ (J 
class Test 
{ 
private: 
const int max; 
public: 
Test( int a ){ max = a; } //z$BDj?t$KBeF~SOSGS-SJISS! #3 (J 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


)չ 


ESBS"SiSi!) 58455: !<%S8Sr=qSSSFSSSk4VSK!"?7S7SSSa%C%;!<%S8S,D12CS5S1SFSSS*S7S?!#¿ (J 


ESBSISkS [SI!"3N$+SKz (Jconst2S$B3*%V%8%S'%S/SHSN%aASSEPIQ?tSKSO! "9bEDS5Ss$,<(S7S?T}K!$,@5 
2 (J 

7 SBS7SSS$GS$9! #<B: ] SASCSFS_$?SHS$3$mz (JGCCz SBS, ¿ (Jconst 2 $B3*%V%8%'%/SHSKBeF~S$9SKSISHE\S 
CSFS-2 (J 


¿SBS“S7S?!#¿ (J 


2SBS&!ASs! #@hSK=RSYS ?FbMF Sb>/S$7IQSOSCSFS-S$*S9SM! #3 (J 


2ESBS?$@!"9bEDS5$s$, <(S$7$?Sh$&S$Tz (Jconst 2 $BS*%V%8%'%/SHSN=i4 | 2=$r0z?tSGITSESHSSSET}K! 
2 (J 

:$BSO!">/$76/0zSIMMSI5$$, $7$°S9! #2 (J 

const £$B%*%V%8%'%S/SHSO!VDj?t !WSHS7SFO7SSS?SSSoS1SGS"S5!I"S"SiSt+t$8Sa01DJSNCMSrF~¢; (J 
2SBS1SFS$*$/SbSNS@SH;WSS$*S9!#z (Jconst ¢$B%*%V%8%'%/SHSN=i4 | 2=Sr0z?t$G$*$3STS&SH!"z (Jc 
onst 
ESBS*SVS8S'S/SHSGS"SkIQ?t ! ISASGSCSHOULFITLE@! KSNShS&ST4 6S 8SKSISCSFS7S*SSS*S9S+3 (J 
ESBSA!I"S"S*S5SSSS;HSST}SGSOSISSSH; WSSS*S9! #2 (J 


—-MESSAGE FILE 21918 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000046ht 
ml.html 


--MESSAGE FILE 21919 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000047 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++=?1IS0-2022-JP?B?GyRCJE4 9aTR8Mj0kKRCQkKJEYDKEI=?= 

Date: Mon, 28 Apr 1997 11:13:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <bo0wy$24b319970428111325@news1l.scei.co.jp> 

References: <Olbc4ff3S89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01bc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> <33637B25.360F29F4@aix.or.jp> 
NNTP-Posting-Host: 202.247.160.228 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


Net Yaroze newsgroups message dump.txt Page 14675 


playstation.ny.program.labo ¿$B$N¿ (B <33637B25.360F29F4@aix.or.jp> ¿SBSN (B 
éSB5-;vSKS*SSSF3 (B 1997¿$BG/¿ (804:587ոչ (B28¿$BF |¿ (B (¿SB7n;¿ (B) 012$B; ~¢ (B13¿$BJ, ¿ (825 
ՀՏ81Ը:" 1" (B 

Youhei TAKADA <kazta-ta@aix.or.jp>¢SBS5SsSO=q$-S*S7S$?! #2 (Թ 


>¢SBS=S&SISsSGS9S+!) 3 (B 

>¿SB3NS+!V¿ (Bconstz2$B!WSr; H$C$?; ~$K=i4|2=$G$-$J$/$J$k$+$i%a%s%PJQ?t¿ (B 
>¿ $B$r=i4|2=$9$k$H$-$O$3$N$h$&$K$d$C$?J}$, SSSSSCSFSTSCS+SNK\$Kz (B 
>¢SB=q$SSSFS"SCS?SH;WSSS*S9! #2 (B 

>2 SB; v<B!SS3SNJ}<0SGSb@5>0$K33%SS0%SSkSGS-S*S9!#!72 (BC++Builder 

>: SBSG3NG'!K; (B 


¿SB@hDx¿ (BVC++zSBSGSb3NG'S7S*S7S?!#;WSSOCSSSO; dSNS [S&S@SCS?MMSGS9! #2 (B 
¿SB?=S7LuS"SjS%*S;Ss!#¿ (B 


¿$B!!$?$@!"8D?ME*$K$O$"$^$j9%$-$K$J$1$J$$=q$-J}$G$O$"$J$^$9!#¿ (B 
¢ SB@hSK=q$$$?MMSK! "4pD1%/%i%9SXSN0z ?t $N<u$1E0$7SbF1MMSJ9=J8SK3; (B 
¿SBSJSKSNSG!"S"S“SJSKSbS*S.SiSoS7S9S.Sk5SS,S7S“S9!JSQ@S+Si¿ (B 

¿SB3NG'$bS$;$:SKEj9F$S7SF$7$S2SCS$S?!&!&S$SH8@S&SN$O8Q@S$SLu!&!&!K!#; (B 


2£$B!!%3%s%9%H%i%/%?SN0z?t$Gz (Bconst;$B$r=i4|2=$9$kI,A3@-$,!";d$KS$O;¿ (B 
¢ SBM} 2r$G$-SJI$+$CS$ ?SCSFSNSbHS"S45S*°S9!#STSS$I%1!<S9SGI,MWSK; (B 
éESBSISCSFS/SkSG$7$gS&$t!) !#z (B 


¿SB!t$"!<$&!<!&!&$SJ$Ss$S+8@$SLu$7$?>eH?O@$7$F$k$_$?$SS$SSJ46S8SGS95S, ¢ (B 
¿SB!&!&$=S&8@S&So$1SGS$SOS"S$j$%S;Ss!&!&!&!#FCSŠK8e<TŠSOKN5$SSGCNSjJS2?$S¿ (B 
¿SBSGS9!#¿ (B 


¿$B!!FbF#!!l1Q0<y¿ (B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 21919 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000047ht 
ml.html 


--MESSAGE FILE 21920 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000048 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: ¿SB5U9TNSsSN:nSjJ)¿ (J 

Date: 28 Apr 1997 10:17:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01lbc53bd$52a4fd00$5e10dbca@default> 
NNTP-Posting-Host: 202.219.16.94 

X-Newsreader: Microsoft Internet News 4.70.1157 


SugiharazSBSGS9!#¢ (J 


éSBSSS*!"2hLL>eSKI=< (S7SFSSSkz (J3D¢ SBSN%*%3V%8%'%S/SHSrFOS+S=S&SHSTSFSSS*S9! #2 (J 


¿S$SB!!S3SN$HS$S-!"¿(J3D¿SBSN%$*%V%8%'%/%SHSrF0S$S+$9J)8-$r%$9%/%j!<%s:BI87OSG;XD3jS7$?S$SN$G; 
(J 

¿SB$9S, !"$3$1$K$0!V%9%/%j!<%s:BI8$+$ism! <$+%k:BI8$KIQ49$9$k$?SaSN9TNs!WS,1,MWz (J 
éESBSKSISCSFS-S“S7$2l#e (J 


¿$B!!$3$N!V%9%/%j!<%s:BI8$+$i%m!<%+%k:BI8$KJQ49$9$k$?$a$N9ƏTNs!W$O!V%m!<%+%k:B¿ (J 
éSBI8$+$i%9%/%j!<%s:BI8SKIQ49S9Sk9TNs ! WSN5U9TNSSGS"SkS3SHSOSOS+SkSNSGS9S, !"4Nz (J 
ESB?4SN5U9TNSSr5aSaSk$?SaSN4X?t$, !"¿ (JPlayStation¢;SBSiSSSVSiSjFOSK8+S"S?SIS*S;Ss!l#é ( 
J 


¿SB!!S=S$S3$G!"<+J,SG5U9TNsS$Sr5ašSaSk4X?tS$Sr:n@.S9S$SkS3SHSKS7S?SNSGS9S, !"¿ (JGTEZSBSr; HMQ$7 
S SBSF!VObB. !WSKSU9TNs$r5a$a$kJ}K!$, ;WS$$D$-$°S; $5! #!J$=$b$=Sbz (JGTEz $BSN5 !G=SKS"$kSN 
«ՏԹՏ0501) !K¿ (J 


¿$B!!C/$+$0o$+$kJ}!"$465<x$/$0$5$$$^$9$h$&$h$m$7$/$*4J$$$7$^$9!#¿ (J 


—-MESSAGE FILE 21920 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000048ht 
ml.html 
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--MESSAGE FILE 21921 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000049 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBsSOSiAbDJEJPQkxpGyhK?= <dayon@msn.com> 
Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCNVU5VE5zZJE4 6biRqSn0bKEo=?= 

Date: Mon, 28 Apr 1997 22:39:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <3364A884.2503@msn.com> 

References: <Olbc53bd$52a4fd00$5el0dbca@default> 

NNTP-Posting-Host: 202.224.201.169 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBS3SsSKSASO@PEDSGS9! #2 (J 
ESBEGHTHESr; HSC$F$$$^$; $s$, 5U9TNsSr5aSa$k4X?t$O3N$+$3S$1SGSh$+SCS?SH;WSSS*S9!l#z (J 
mlz; SBSO859TNSSN%]%3S%S%3?SGz (Jm2;SBSO7W; ; 7kK2LSN%] SS%SS?SGS9!#¢ (J 
void ReverseMatrix (MATRIX *ml, MATRIX *m2) 
{ 
int temp; 
*m2=*m1; 
temp=m2->m[1] [0]; 
m2->m[1] [0]=m2->m[0] [1]; 
m2->m[0] [1]=temp; 
temp=m2->m[2] [0]; 


m2->m[2 =m2->m[0] [2]; 
m2->m[0 =temp; 


NO 


temp=m2->m[2] [1]; 
1]=m2->m[1] [2]; 
m2->m[1] [2]=temp; 


¿SB4VOcSCS$SFSSS?SiS4SaSsSJS5$%!#¿ (J 


I like you! 
Kazunarilshida 
dayon@msn.com 
—-MESSAGE FILE 21921 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000049ht 
ml.html 


--MESSAGE FILE 21922 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000050 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCI1I JUCNHJE4 6biRqSn02NSQO0JEYkLyYRAJUDUKJUBsoSg==?= 
Date: Mon, 28 Apr 1997 22:59:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3364AD47.2BB@ymg.urban.or.jp> 

References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@newsl.scei.co.jp 
> <redbug$ff8d19970422184647@newsl.scei.co.jp> <335CD289.591F@ymg.urban.or.jp> <5jvs 
kpSbu5@newsl.scei.co.jp> <redbugSff£8d19970428010523@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 202.231.136.106 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¢$B%/%m%9%] 39SHSCSFSNSOd# ?t $N2Q5D<<S$KFI101SNFOMFSN5-;v$r¢ (J 
> gSBEJIFSISkS3SHSG!"¢ (J 


ESB! !S=S1SO!VS*SkSAS] S9SH!IWSGS9¢ (J (%%; 
ESB! !EJOFSTS?7SVSSS@S$15-; VSbB8:_S7S*S9! #2 (J 


éS$B!!%3/%mS9S] S9SHSO!";XDISTS?¢ y Y ԿՅ (Տ՞Տ9Տ, (J 
SSB! 1E59F$7525—; vSN<BBNSO#1SDSG$9! #2 (J 


> ¢$B%/%m%s9%] S9SHSO!"S9ISYSFSN2qQ5D<<Sr8+SF2sSCSFSSSISS?MSNL\SKSb3z (J 


> ¿$B? ($1$k2DG=@-$,$"$j$^$9$, !"2?EYSDF1$85-; vSrFIS*S5S1Sk?MSbSSSkSo0S$1¢ (J 


> ¿SBSG!&!&!&>oSKSdSCSFSSSSSHSSS&SpSNSGSOS"SjJS“S;Ss!# (J 


¿SB!!%/%Sm%9%]%9%HS7S?>19g!"SIS3S+SG#1EFYFISaSPB>SN¿ (Jnewsgroup; SBSG; (J 


¿SB!!LNSKS$S9Sk;v$OSJSSSOS:SGS9!#¿ (J 


¿SB!tS3SJSSS@SdSCS?; (UMSIN¿SBSN7oSO!"SJS<S+8+S (ՏեՏՈԱՏՅՏԵՏ"ՏՇՏշՏիտետմչ (J 


¿SB!t5$$S,$S9SkS$SJS!!&!&!&SJS<SQ@SmS&!#¿ (J 
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--MESSAGE FILE 21922 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000050ht 


ml.html 


--MESSAGE FILE 21923 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000051 


html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: Re: ¿SB5U9TNSSŠN:nSjJ)¿ (J 

Date: 28 Apr 1997 16:00:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <0lbc53ed$34ef8c00S6c10dbca@default> 


References: <0Olbc53bd$52a4fd00S5el10dbca@default> <3364A884.2503@msn.com> 


NNTP-Posting-Host: 202.219.16.108 
X-Newsreader: Microsoft Internet News 4.70.1157 


Sugiharaz $BSG$9!#S5SCS=S$/SN%1%9$"$4jS,SHS&S4S6SSS*S9! #2 (J 


> eSBS3SsSKSASO@PEDSGS9! #2 (J 
> 
> 


ESBEGHT#ESr; HSCSFSSS$%S;Ss$, 5U9TNs$r5a$a$k4X?t$O3N$+$3$1I$G$h$+$C$?$H; W$$$^$9!# (J 


> 

> mlzSBSO859TNSSN%]%S%SS%S?SGz (Um2¿ SBSO7W;; 7k2LSN%S]%S%Ss%?SGS9!# (J 
> 

> void ReverseMatrix (MATRIX *ml, MATRIX *m2) 

> 

> | 


¿SŠSBCfN, ¿ (J 


ESBAVOCSCSESS$ 2$iS4SaSssIssss lite (J 


VVVVYV 


é5B! !S3SNSW3mS0%i%° SGF@SiS1SkITNSSO!"¢ (J 


¿ $BE~NO9TNs¿ (J (m1) ¿SB=PNO9TNs¿ (J (m2) 
¿SB (#2 (J ¿SB(S¿ (J ¿SB(#¿ (J 


E$B($2 (J 
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¿SB("¿(J 1 2 3 ¿SB("¿ (J ՏԱՆ. 1 7 ¿$B("¿(J 
¿SB("¿ (J 4 5 6 ¿SB("¿ (J === ¿SB("¿ (J 2 5 8 ¿SB("¿ (J 
éSB("E(J 7 8 9 ¿SB("¿ (J ¿$B("¿ (J3 6 9 ¿$B("¿(J 
¿SB(&¿ (J ¿SB (%¿ (J ՀՏՑ («2 (J ¿$B (2 (J 
¿SBSGS9ShSM!#;¿ (J 
¿SB;dSO!"9TNsSOS"$S*SjF@0USGSOSJSSSNS$G4VOcSCSFSSSkS+SbS7S1S S;SsS,¿ (J 
¿$B$3$I$C$F!"¿ (JUm2¿ $B$O¿ (JUm1; SBSN5U9TNsSGSOSJS/E>CV9TNSS@SH; WS&SNSGS9$,!)!)¢ (J 


--MESSAGE FILE 21923 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000051ht 
ml.html 

--MESSAGE FILE 21924 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000052 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yasuo Higano" <Yasuo_Higano@msn.com> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?Q?Re:_C++=1BSBSG%W%m%S0%i S=5F%SS0S9SkI}K! Sr65$=28SFS$/S@$5$?= 


=?iso-2022-4p?0?S!*=1B=28B?= 
Date: Tue, 29 Apr 1997 08:35:39 +0900 
Organization: PlayStation Net Yarouze 
Lines: 48 
Message-ID: 
References: 


scei.co. 
scei.co. 


<5k3ché$g9r@news1. յք» 


<535911S230@news1. 


յք» ՀՏյ86զ0597հնճոթատ1.ՏՇ651.Շօ. յք» 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


202.32.232.21 
1.0 


text/plain; 


charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿SB!!%3%a%s%*HSSS?S@SSS?SNSK!"D9SS4VFISaSJS/SFS4SaSsSJS5SS!#SJSSsSS+FMA3%SK%Se!<%9%5!<%P! 
<ŞKE\B3SG$- SJS/SJSCSF!"S=S$1S, A4A32sI|$75JSSSNSGI"S s¿K%e!<%9%5!<%sP!<S,%@%&¿ (B 


¢£SBSSS7SFSSSkSbSNSH; WSCSFS$$°S$7$?! #ILSNS*°S73SSN ! "TLSNS=SUS H$GSdSCS?Si$JS<S+FISa$FS7S 
“S$S*S7$?!l#z (B 
>¿$SBS(!<SH!"5/F0%SG%S#%1%/%SH%jSN:F>e0L$GE83+S7S$SF!"¿ (B/cygnus/bin ¿SBSK;¿ (B 
>¿$B%Q%9S$Sr@ZSkS@S1SGS9¿ (8(՞՞չ 
¿S$SB!!5/F0%G%$#S1%/SH%jSHSO2?$NS3SHSGS7$gS&S+!)!!5/F0%SISiSŠ%SVSŠN%Sk!<%$HS$N$3SH$GS7SgŠ&S+! 
)¿ (B 
¿SB11SHS3S"S($:1"<!SNShS&SJ4D6-SKS752875218¿ (B 
C:NPSX 
C:NGNU 


¿SBS3S1S$SO!"3+H/%;%SC%HSNSr%3%T!<S7S?SDbDSNSGS9!#; (B 


C:\CYGNUS 
¿ $B$3$3$K4]$4$HE83+$7$F$"$J$^$9!#z (B 


C:\PSX\DJSETUP .BAT¿ $B!!$N!"¿ (BPATH: SBSr<!SNShHS&SKIQ9IISTS*S7$2! #3 (B 
path %path%;c:\cygnus\bin;c: \eyonus psz bimsc psz Din: G: armbar 
/cygnus/bin¿ SBSK%Q%9S r@ZSkS$@S1S@SHFOS-S*S;Ss!#¢ (Bc: \cygnus\psx\binzSBS$K; (Bgcc.exe¿ $B 
$,F~SCSFSSS$k$+SiS@SH;WSSS*S9! #2 (B 


ESBS3SSSQOSSSKSNSFSISHSNS?Sa!"3 (BScez SBSNS5%SSSWSKSN!"z (Bcheck; SBSrJQ99S7SF;HSSS*S7S$?! 
#2 (B 

mein c¢$B!!Sr!!¢ (Bmain.cppzSB! !SHSSS&L>ANSKS3SM!<%S° S9OSk! #3 (B 

makefilezgSBSN!"¢ (Bmain.c¿$B!!$r!"!!¿ (Bmain.cpp;$B!!SKJQ99S9Sk! Բ. (B 

éESBS3SN>uBVSG; (Bgcc -c main.cpp2;$B!!SHS9SkSH!"7Y9pSOSGS*S9S, !"@.8yS7SFz (Bmain.o¿$B$, 


SGS-S*S9! #2 (B 


ESBS5SiSK!"3 (B 
gcc —-Xlinker -Ttext -Xlinker 80140000 -o main main.o 
éESBSr<B9OTSISKSH! "3 (8ցօօ: installation problem, cannot exec 


‘ld':Invalid argument 
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gcc Internal compiler error: program ld got fatal signal 127 


ESBSHSISCSF!"<:GTS7SFS7S*SSS*S9! #3 (B 


2 $B$=$3$G!"2 (Bc: \cygnus\bin\psx-ld.exez$B! !$rz (Bld. exez $BSK% j8M! <%° $7$*$7$?! #8=$4$9$ 
kSH! "2 5: SS %$/SK@.8yS$S7S S9!# (B 


--MESSAGE FILE 21924 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000052ht 
ml.html 


--MESSAGE FILE 21925 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000053 
html .html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.labo 
Subject: Re: C++zS$BSG%W%m%0%i%_Sss0S9SkI}K!Sr65S (SFS/S@S5SS!*3 (B 
Date: 29 Apr 1997 00:42:39 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 58 
Message-ID: <5k3g5vSguc@newsl.scei.co.jp> 
References: <535911S$230@news1.scei.co.jp> 
<5486q0S97h@newsl.scei.co.jp> 
<5k3ch6Sg9r@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 
¢$B%a!<%kSbFOSSSFS*S7$2S, !"S* IV; vSOS3SASiSGSSSSSGS9SMz (8(՞՞) 


<5k3ch6$g9r@newsl.scei.co.jp>zSBSN5-; vSKS*SSSF3 (B 
Yasuo_Higano@msn.com; SBS5SsSO=qS-S*S7S?! #2 (B 


>¿SB!!S3Sa%s%*sHSSS?S@SSS?SNSK!"D9SS4VFISaSJS/SFS4SaSsSJS5SS!#SJSSS+FMA3%SK%Se!<%9%5!<%P 
. ԱՆ S$SJ$S/SJSC$F!"S=S1$,A4A32sI|$7$SJS$SSNSG!"SK%$e!<%9%5!<%P!<$,%@%&¿ (B 

ԱԱ Տ ԱՄ WSCSFSS$*°S$7$?!#ILSNS°S7SS5N! "JLSNS=SUSHSGSASCS$ ?$1ST$<S$t+FISa$F$7 
56 ՏՏՏ՞ՏՄՏ2 lite (B 
> 


> 

>> $B$ (!<SH!"5/FO0%GS#%1%/SHSjISN: F>eOLSGE83+S7SF!"3 (B/cygnus/bin ¿SBSK;¿ (B 
>>¢SBSO0%9Sr@ZSkS@S1SGS9; (8(՞՞չ 

> 
>2$B!!5/FO%GS#%1%/%HS jSHS02 2 SNS 3SHSGS7SqgS$&S+!) !!5/FOSISiSSSVSNSK ! <SHSNS3SHSGS7$g$5S$+ 
1)2(B 
>: SB! 158535ոՏ(5:1"ՀԱՏԱՏԻՏԵՏ7406-5:575-575218: (B 


¿$B$9$_$^$; $s!" $=$N$H$*$J$G$9!#z (B 


>C:\CYGNUS 

>¿ $B$3$3$K4] S4SHE83+S7SFS"S5S*S9O!#2 (B 

> 

> 

>C:\PSX\DJSETUP.BAT;$B!!SN!"¢ (BPATH: SBSr<! SNShS&SKIQ99S7S$*°S7S2! #2 (B 


>path %Spath%;c: Vayu any roms ee ties CCR l 21 uae 
>/cygnus/binz $B$K%0%9$r @ZSkS$@$1S$@SHF0S—$*$; $s! #2 (Bo: \cygnus \psx\binz $B$Kz (Bgcc.exez$ 
BS, F~SCSFSS$kS$+S$iS@$H;WSSS*S9!#2 (B 


ESBS&$*$* !"$3$35, 6ԵԼ0118-ՏԱՏՇՏՉՏիտեՏՇՏտցՏալ (B. 
path ¿$B$O0O¿ (B /cygnus/bin ¿Š$B$@S1SG;¿ (B OK :5856591 8, (B 
gcc.exe չՏ8ՏՇՏՄՏ/ 1": (Bpsx-gcec.exe ¢SBSr;HS&SN$GS9! #2 (B 


Makefile ¢SBSJSISGSO!"3: (B 
CC = psx-gcc 
ESBSHS7SFS*S1SPK|;v$*!<$1!<SGS7$g$6! #2 (B 


ՀՏՑԱ, ¿ (B 
- 

>¿ $B$=$3$G!";¿ (Bc: \cygnus\bin\psx-ld.exez$B!!$rz (Bld.exez SBSK%jSM!<%°S7S*°S7S?!#S=SES9 
pny ԱԱ oly L 


¿SBSHSSS&SoS1$SG!"S$S3S1SOITMWSGS9!#SAScSSSH¿ ¿(B psx-ld ¿SBSr8FSsSGS/S1SkS$SOS:SGS9!#; (B 


¿SBSHS3SmSG!"%3%s%sQO%S$S%SkS$S7S?KN?MS, 8@SESNSHSISS$G$ 9S, !";dSOS3SN%7%S9%F%`Sr¿ (B 


Net Yaroze newsgroups message dump.txt Page 14680 


¢ SBA4A3; HSCSFS*S$4$%S;$sz (B(*%; ¿SB$b$C$Q$i¿ (B UNIX z:SB4D6-Sr0&MOQS7SFSkSbSNSG; (8.... 


ԱԱ ԱԱ ԱԱ gcc for win32 ¿SBSb!"¿ (BUNIX ¿$B$G¿ (B g++ ¿$B$r2DG=$K$7$F%3%S%Q 
ԱԱ ԱԱ ee 
¿SBS$SdS ¿ ( B ZB$5$S$N I (B go32 ¿SBHGSHF1$8$/!"%0%m!<%$PSk%S/%i%9S$SN%S3Ss%9%H%i%/%S? (B/ ¿SBS 


G%9%sH%i%S/%?SN (B 

¿SB8FSS=PS7S, 9TSJSoS1S“;Ss!#SASgSCSHAOSNSdS A ¿ (B ¿SBS5SsSN5-;v¿ (B 

Tabo ¿SBSN¿ (B 708 ¿Á¿SBHV¿ (B: <01bc5059$ac5515e0$ 9d3 6d4ca@pbc00426.niftyserve.or.jp> 
¿$B$r; 29M$K$7$F!"<jFO$G8F$S=P$7$F$/$0$5$$$^$; !#z (B 


¿SBS3S$SN$XSsSO!"¿ ae a ¢S$BSKF~ 9%?!<%H%"%C%W%k!<%A%s¿(B _start ¿S$B$,¿ (B C++ 
¿SBSKBP12-S$S7SFSJSS¿(B(¿SBS"S?S3jJS S ( ¿SBS;SSSGS9!#SOSS!# (B 


__main() ¿$B$H¿ (B exit() zSBSrE, EvSKSGSCSAS"S2S1SP$-S1SSSKSGS-SkSHSO; WSESNSGS9S, ! "3 ( 


B 
¿SBSassSITS/SSSSSNSGSTSPS ՈՑ yy lentes (B(A; 


¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 

XMascot¿ SBIa52% —%c%$s%Z!<%s<B;NCf;¿ (8(՞՞) http://cclub.tutcc.tut.ac.jp:1080/xmascot/ 
--MESSAGE FILE 21925 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000053ht 
ml.html 


--MESSAGE FILE 21926 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000054 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?ISO-2022-JP?B?GyRCI1I jJUCNHJE4 6biRqSn02NSQOJEYKLxsoQg==?= 
=?1SO-2022-JP?B?GyRCUEAKNSOKGyhC ?= 

Date: Tue, 29 Apr 1997 11:47:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <redbug$ff8d19970429114712@newsl1.scei.co.jp> 

References: <5jg9m0Skov@newsl.scei.co.jp> <kamon$21c519970422174417@news1l.scei.co.jp 

> <redbug$f£8d19970422184647@news1. scei.co.jp> <335CD289. S91F@ymg. urban.or.jp> <5jvs 

kpSbu5@newsl.scei.co.jp> <redbugSf£8d19970428010523@newsl.scei.co.jp> <3364AD47.2BB@ 

ymg.urban.or.jp> 

NNTP-Posting-Host: 202.217.106.54 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 

playstation.ny.program.labo ¿$B$N¿ (B <3364AD47.2BB@ymg.urban.or.jp> ¿SBSN;¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/04/28/ 22:59 ¢SB:"!"3 (B 

GSX-R <kouzou@ymg.urban.or.jp>¿SBS5SsS$SO=q$-S*S7S?!#¿ (B 


>> ¢£$B%/3m%9%] S9SHSCSFSNSOJ# ?tSN2q5D<<SKFIO1LSNFOMFSN5-;vSr¢ (B 

>> ¿SBEjJ9FS9SkS3SHSG!"¿ (B 

> 

>2$B!!S=S1S0!V%S*%Sk%A%]S9SH!WSGS9¢ er 

>¿$B!!Ej9F$7$?$V$s$@$15-;v$ÞbB8: "Sage 39142 (B 

> 
>2SB!!%/%3m%S9%] S9SHSO!";XDjIS7S?¢ (Bnewsgroup; SBS 9SYSFSK8+S ($*$9S,!"3 (B 
>¢$B!!Ej9FS7$?5-; vSN<BBNSO#1SDSG$9! #2 (B 


éESBS*S?SdSCSASCSCS?Sh!&!&!&; dSN4*0cSSSGS9SM! #?=S7LUSIJSSSGS9! #2 (B 
¿SB%$S%.%SJ!<%:%SU%) !<%i%` SK=q$$$?5-; vSb=S@5F~S1SFS*S-S*S7S?! #2 (B 


ESB: #8eSbDS3SNShHS&SIS_S9SrSdASi$+S9SHSO;WSSS$*S9S, !T;WS&SISh! Ke (B 
ESBS"S-S1S:$K%SU%S) Sm! <S*45SSS7S*S9! #2 (B 


¿SBS*<j?t$*S$S+$1$7$2$7$?!#¿ (B 

Beginner's Forum Leader 

RedBug ¢$B%a!<Sk%S"S1I%1%9>C<:Cf¢ (B 

—-MESSAGE FILE 21926 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000054ht 
ml.html 


--MESSAGE FILE 21927 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000055 
html .html 
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0001023 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: S*ga Dreamc*st 

Date: Tue, 26 May 1998 09:54:11 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 17 

Message-ID: <356A8333.755F6979@micronetics.com> 
References: <3569980E.51FC@saqnet.co.uk> 
NNTP-Posting-Host: 193.132.195.160 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I found this in one of the DC press releases. 
"Sega is excited to announce that Dreamcast is the first home 


entertainment system to be designed for use with Windows CE," said 
Shoichiro Irimajiri, president of Sega Enterprises Ltd. 


Its always good I find, to design you hardware to meet the software's 
requirements.. Called hobbling isn't it? Does go someway to explain 
why it has 16mb main ram though.. 


I can't say that I'm overly impressed with it all after reading the 
press releases. It looks like its going to be flooded with PC 
shovelware for a start. 


Cheers 


Jim 
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—-MESSAGE FILE 2320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01023 


-—-MESSAGE FILE 2321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001024 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Tue, 26 May 1998 05:05:06 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <356a4d1f£.24746116@news.scea.sony.com> 


References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 


dma-design.com> 
NNTP-Posting-Host: client-120-22.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>> They don't seem to say anything about the PDA thing. What's with it, 


>> exactly? Is it supposed to be like the rumoured PSX PDA? Did they 
>> throw it in at the last minute when they heard of Sony's plan? 

> 
>There's tons of info on the PDA floating around - have a look at 
>www.dimension-s.com. They have a pretty big Dreamcast section. 


What is a PDA? I am aware the name Katana is to be dropped, is 
Dreamcast the final product name? If so, i think Katana had more bite 
and style... 


-Matt 


--MESSAGE FILE 2321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01024 


--MESSAGE FILE 2322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001025 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Mizukami" <miz—kam@hal.ac.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCI1AJQyOrdGk1VSUhISQlayRyRkkkXz1+JGBKf£UshGyhK?= 
Date: Tue, 29 Apr 1997 11:55:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33656326.794A@hal.ac.jp> 
NNTP-Posting-Host: 202.216.233.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS3SsSKSASO;2 (J ¿$B?e>e$G$9; (J 


¿SB#P#SSNKMSŠS, :n$C$ ?šW$m$0%i%$`$+$i#P#C>e$N%$SUS!$S$%Sk$rFIS_9-$`J)K!$,S$"SCS?Si65; (J 
¿SBS (SFS/S@S5SS! #3 (J 

ESB: #$*°SG6S3%sSS=! <SkKSNHAHUFTH#HOS 33° SSSI1SGSASCSFSSS?SNSGS9S, !"%G!<%?$,A}$($F$-¿ (J 
ESBSFSdS$jSKS$S/$/SISCSFS-S*S$7$?2SNSG!"$3SsSJ<ALdSr$7$*$7$?2!#¢ (J 

¿SŠB#C#D!] #RHO#MSNSUS ! SS3kSrFIS_9~S* ՏԵՏԱՏ, S"$kS+SiS—SCSH22?S$+JI}K!S$,S"SkSH;WS&¢ (J 
ESBSNSGS9S, !"SbS7I,$+Sk$+$2?S,SSSiS7S?Si65$ (ՏԻՏ/Տ0Տ5ՏՏ Հ (J 


Name : T.Mizukami 
E-Mail : miz-kam@hal.ac.jp 


14681 


—-MESSAGE FILE 21927 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000055ht 


ml.html 


--MESSAGE FILE 21928 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000056 


html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCJSI1SiUzZJXMkT j dnRUADKEI=?= 
Date: Tue, 29 Apr 1997 11:59:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <kamon$21c519970429115943@news1.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.38 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S3SsS$SKSASO!#2CLgSGS9!#¿ (B 


¿S$B!!S$S5$SC$=$/%"%J%3%sBP1-⁄-$N%$2!<%`$r:nS$CS$SFS$SS?SNSGS9$, !"S"SIS3SSSNS*S+S7SI¢ (B 
¿E $BER$, H/3P$7$^$7$?!#$=$1$0!"¢ (B 


¿$B!VS9%F%#%C%/Šr$0$k$C$HO0Ol<~$5$;$?$H$-$KIA$/50@0W$,@5J}7A$G$"$k!W¿ (B 


ESBSHSSS&EC@SGS9!#SO0SkKSCSHO1<~S$5S$; $k$H<j85$N%3%s%H%m!<%i$G$O3ZN$+$K1_$rIA$$¿ (B 
¿SBSFSSSkSNSK!"?tCM>eSGSOQ@5J)7ASKSJSCSFS7S SSS“ S9!#¿ (B 


¿SB!!SDS*“Sj!"01HV:8>eSKE]S7S?SHS-SK¿ (B (38, 38) ¿SBS/S1SSSKSJ$S1iSJSSSHSSS1SJSSSNSK;¿ (B 


¿SB!"¿ (B(0,0) ¿SBS$SHS$S&?tCMS, JIVSCSFS/SkSNSGS9! #2 (B 


(¿SBSASJS_SKO1HV:8SKE]$7S?SHS-SO¿ (B(0,128)¿$B!"Cf?4$O0O$Q0$$$?$$; (B(128,128) ¿SBS$SGS9: (B) 


¿SBS3SN?tCMSr$=SNS$S*S 2 ;HS&SH!"#X!"#Y<4SKJ?9TSJONFOShSj!"<PSaO0NFOSNJ)$, $9%T¿ (B 


¿SB!<%IS$S,B.SSSH$SSS&S*S+S7SJF0S-SK$SJSCSF$7S“SSS*S9¿ (B(¿SB@NSN%2!<%`SKSOShS/S"SC¿ (B 


¿SBS?¿ (B) ¿SB!#¿ (B 


¿SB!!<j85SNF0$S-S$Sr@5S$7%$/%2!<%`SKH?1GS5S$S;SkSKSO!"@5J)7ASG=P$FS$S/Sk?tCMSrl_7A;¿ (B 
¿SBSK=S$S@5S7SJS1S1SPSSS1S“S;Ss!#$S=S&S7SJSSSH!"$W%1%S463PS,S*S+S7S/SJSkSGS7¿ (B 
¿SBSgS&!#¿ (B 


¿S$B!!$=$1$G!";#F|!"$JSSSH$+1_$N50@W$rIA$/Sh$&$K=$@5S$S9$k%W%m%0%i%`$,=q$1$2¿ (B 
£SBS7S?!#6aSSS&SASKS2!<%° Sr; E>e$2$FH/I=$7$?$$$H; WSCSFS*S9O! #3 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 21928 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000056ht 
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ml.html 


--MESSAGE FILE 21929 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000057 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jJjp?B?GyRCJSolViU4JSckcjJzRT4kNSQ7JGskSyRPISkbKEo=?= 
Date: Tue, 29 Apr 1997 23:17:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 68 

Message-ID: <33660301.777C@ibm.net> 

NNTP-Posting-Host: 202.135.105.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB2qOwHV9f¿ (Jdcn01516¢SBSN550£>05WSGS9! #2 (J 
éSB<ALCSN5-; vSrEj9FS5S$;SFD:S-S*S9! #3 (J 


ES$BS*%V%8%'%/%H!J#3#D%b%G%k!K$r2sE>$5$; PEOR EDES 
¿SBSIS&S79?91SSSSSNSGS7SgS&S+!#65S (SF2<S5SSl #2 (J 
ESBOxS_SK!"%, SSSISV3C%/SK:\SCSFSSSkKB@M[!&CO5e! &7nSNz (J 
¢ SB8xE>S$GSOSJS/!"Sb%GSk<+BNSN<+E>!J!) !1KSGS9! #2 (J 


¿$B<+J, $GS$O!"8e=RSNShS &$J4X?t$rin$CSFS_$*$7$?S, s@saSGs9l#e (J 
ESB! VS3S1S8ScS"!"SGS-SkLu$, SUS$!D!IWSHS+!VS3S3Sr$3S&S9S1SP!D!WSHS+¢ (J 
¿SB65S (SFD:S$1S$k$H=uS+$ jS*S9! #2 (J 


¢SB<ALASKEZS (SFD:$1S$kd}!"S$*<j?tSGS9S, !"STSkSYS/S3SASiSNI}SKS*4jSSS7S*°S9!l #2 (J 
E-Mail: t93123nk@sfc.keio.ac.jp 


éSBS=S1$GSO!"<:NiS7$*S9! #2 (J 


¿$B0J2<$, =!<%9%4%9SH!JH4?h! KSGS9! #2 (J 
#define DEG (4096/360) /* ¢$B2sE>3QEYSNC10Lz (J */ 
GsDOBJ2 obje[OBJECT_MAX]; /* zSB%*&V%8%'%/SH3G!<%2¢ (Մ */ 


GsCOORDINATE2 oworld[OBJECT_MAX]; /* ¢$B:BI870%G!<%?¢ (J */ 
int obje_num; 


main () { 
SVECTOR tvect; /* ¢SBJ?9TO\FONLg (J */ 
SVECTOR rvect; /* ¢SB2sE>%*°%H%j%C%/%9z (J »/ 
tvect.vx=- 40; tvect.vy= 20; tvect.vz= 0; 
rvect .vx= O*DEG; rvect.vy= O*DEG; rvect.vz= 45*DEG; 


set_object_sub (&tvect, &rvect) ; 


} 


/* "set_object_sub" ¢$B%*%V%8%3'%/SHSG!<%?SN%; SCSHzE (J */ 
set_object sub (SVECTOR *tvect,SVECTOR *rvect) { 
GsCOORDINATE2 *wp; 
GsDOBJ2 *op; 
MATRIX w_matrix; /* ~$B%o!<%/MQ%*%H%5%C%/%39¢ (J */ 


/* ¿SB%“SH%$j%SC%/%9SNQ_D3j¿ (J */ 
w_matrix.t[0]=tvect->vx; 
w_matrix.t[1l]=tvect-—>vy; 
w_matrix.t[2]=tvect->vz; 


RotMatrix(rvect, &w_matrix); 


/* ¢$B:BI870SN@_Dj¢ (J */ 
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wp=oworldtobje_num; 
GsInitCoordinate2 (WORLD, wp); 
wp->flg=0; 
wp->coord=w_matrix; 


/* ¢SBS*SV%8%S'%S/SHSN@_Djz (J »/ 
op=objetobje_num; 
GsLinkObject4 ((u_long) (MODEL_ADDR+12) , op, 0) ; 
op->attribute=0; 

op->coord2=wp; 


obje_num++; 
} 
ESB! J0T>e$G$9! #D9IS/SISCSFS7$*S$$?=$7LUS"Sj$*S$;S$s!D!Ke (J 
—-MESSAGE FILE 21929 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000057ht 
ml.html 


--MESSAGE FILE 21930 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000058 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBsSOSiAbDJEJPQkxpGyhK?= <dayon@msn. com> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCNVU5VE5zZJE4 6biRqSn0bKEo=?= 

Date: Tue, 29 Apr 1997 23:45:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <3366099D.8AF@msn.com> 

References: <Olbc53bd$52a4fd00$5el0dbca@default> <3364A884.2503@msn.com> <0Olbc53ed$3 
4ef8c00S6c10dbca@default> 

NNTP-Posting-Host: 202.224.201.186 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


éESBS3SSSKSASO@PEDSGS9! փ. (J 
> > void ReverseMatrix (MATRIX *ml, MATRIX *m2) 
ESBS3S1SCSFE>CV9OTNSS@SCS?SNSGS9S+!#; dSbITNSSE&SHSSSbSSSG5UIYTNSS+SH; WSCSFSSS*S7S?! #2 (J 


¿SB; dS, #S#GSDS/SCS2SHS—!"S$0!<SkSI:BI8S+Sism! <$+%k: BI8SKIQ49$9S$k:]SKe (J 


¢SBBP>]SN%m!<%+%k:BI8SN%*%SH%4%/S9SrS3SN4X?tSGE>CVSTSFS=S1Sr¢ (J 
ApplyMat rixz: $BSKEOS7$F%m! <%+%k:BI82=S7SFSSS*S7S8?!#¢ (J 


ESBSbS7$+$7S?SiSASPS+SCS?SNS+SIS"!#SIS-SIS—3 (J 


I like you! 
Kazunarilshida 
dayon@msn.com 
—-MESSAGE FILE 21930 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000058ht 
ml.html 


--MESSAGE FILE 21931 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000059 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?RONDKysbJEITkT j1pNHwyPSREJCOkRhsoSg==?= 

Date: Tue, 29 Apr 1997 23:52:29 +0900 

Organization: Japan 

Lines: 103 

Message-ID: <33660B2D.D5F49F23@aix.or.jp> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01bc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> <33637B25.360F29F4@aix.or.jp> <bo0wy 
$24b319970428111325@newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.208.34.51 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


> ¿SB!!S?S@!"8D?ME*SKSOS"S*“Sj9%SS-SKSJS19SJSS=q$S-J)S$SGSOS"SjS$S“S9!#¿ (J 


¿SB<BS$SO!$;d$b$=$&$J$Ss$G$9!J>P !!K¿ (J 
a S ppo ԱԱ ԱԱ ՅԱ 

¿SB; WSSS*S9! #2 (J 

BSASJS_ ՀԱՆ Ն D (J intz$B7?Ey$N4pK\7?SNJQ?tS$r<!SNShz (J 
S SBS&SK= i4|2=$9$k$h$&$G$9! #3 (J 


a 


void Kansuu( void ) 
{ 
int a(0),b(5); 


> 2$B!!%3%s%9%HSi%/%?SN0z?t$Gz (Jc , !"; dSKSO;¿ (J 
> ; SBM} 2r$G$- ՏՄՏԻՏՇՏՉՏՇՏԲՏԱՏԵՏ"ՏյՏ՞ $91 4S1$s$I%11 <3 9561, MWSKe ( (7 
> eSBSISCSFS/SkSGS7TSgS&S+!) 182 (J 


25B; dSO!V%/SiS9ISNCESGSNS_;HS&Dj?t!WSHS7SF;HSCSFS“SO! #2 (J 


ESB%/%1S9SiSSSV oe $G$+$/S$SJS3jS9$S.S?SHS-EySK!JS?SVSs!KM-8z$GS$S9!#; (J 
ESBNcSr$"S2SkSH!$¢ (Մ 


--Filel.h 
#ifndef  ք1151 
#define  ք1151 


const int PEKEPEKEMAX=10; 
const int PEKEPEKEMIN=10; 


class TPekepeke 
{ 
int a; 
public: 
TPekepeke () :8(0) Լ) 
void InputData( int data ); 
}; 


#endif 
--Filel.cpp 
#include "filel.h" 


void TPekepeke::InputData( int data ) 
{ 
if( data > PEKEPEKEMAX ) a = PEKEPEKEMAX; 
else ae data < PEKEPEKEMIN ) a = PEKEPEKEMIN; 
else a = data; 
} 
--File2.h 
#ifndef _ file2__ 
#define  ք1152 


#include "filel.h" 


class TNyoronyoro : public TPekepeke 
{ 
public: 
TNyoronyoro () Լ) 
void InputDataFromFile( char* fname ); 
J; 
#endif 
——File2.cpp 


Net Yaroze newsgroups message dump.txt Page 14685 


#include <iostream> //¿SBSJSsSGSb; (ՄՇ-Ի:ՏՑՏՇՏՕՀ (J[.h]¿$B$r$D$1$J$$$i$7$$; (J 
#include "file2.h" //¿SBSDS1SFS$SbLdB3j3$SOSJSSS1S$SI!&!&!&¿ (J 


void InputDataFromFile( char* fname ) 
{ 
// ¿SBA0=`Hw¿e (J 


//¿$SB%$G!<%?$N8!>Z¿ (J 
if( data[i] > PEKEPEKEMAX ) í 
Cour << "ZSBS*!<%SP!<%USm!<S9Sk4m81@-S,5"S45S*S9; (U" << endl; 


¿SBSNSh$S&$SK!JS$S+$JS$S3j6/0z!KJ#?t$N%$U%S!%$$%Sk$GF101$NDj?t$r;H$&>19g!S$¿ (J 
¿$SB%X%C%@%U%!%S%Sk$SNS$SH$3Sm$KDj?t$rCV$/SH$@$s$@$sDj?t$,A)$S(SF$S-SF¿ (J 
¢$BD4j2?tSNL>AOSN41M}$, BGJQSKSISKSNSG%/%i%9SNCESGS7S+; ee 
ESBSIDJ?t$OS/SiSISNCESGEK8ASISKSHSESKSTSESSS*SO! #2 (J 


¿SBS?S@!SS3S1SO!V;dSNJ)K! !WSGSb$7S+S9SkSHB>SKSbSCSHM-MQSJOUL#S, ¿ (J 
ESBS"SKSNS+SbS7S1S°S;Ss!l#¢ (J 


¿$B1]1]1111111111111111111)J!1111]1]J1J1]J1]J1]J1]J1J1J1]J!1!12 (3 
¿S$SB1!111111111119bEDMNJ?1JSOSSSISk!'$?$3$N$9$1!K;¿(J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co. jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<%S°SZ2!<S8Sr?tSvIn$SVS$ jSKIIPTSTS*STS? 1 #e (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?S@S1S@SCS?S3j!J>P !K¿ (J 


¿SB:G=*99?7F|;~!!!!1#4!2#2#5!J2<$N¿ (JURLE SB! Ke (J 

¿SB9927M=D3jF|!!!!1!#412?111)¿ (J 

—-MESSAGE FILE 21931 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000059ht 
ml.html 


--MESSAGE FILE 21932 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000060 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yasuo Higano" <Yasuo_Higano@msn.com> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso-2022-jp?Q?Re:_Ct++=1B$SBSG%W%m%S0%i S=5F%SSS0S9SkI}K! Sr65$=28SFS$/S@AS$5$?= 
=?iso-2022-4p?0?S!*=1B=28B?= 
Date: Thu, 1 May 1997 09:59:50 +0900 
Organization: PlayStation Net Yarouze 
Lines: 12 
Message-ID: <5k8q76Spbg@newsl.scei.co.jp> 
References: <535911S$230@news1l.scei.co. jp><5j86q0S97h@newsl.scei.co. jp><5k3ch6Sg9r@ne 
wsl.scei.co.jp> <5k3g5vS$guc@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.32.232.39 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿SB!!¿ (Bpsx-gceczg $BSr; HS &$h$&$K$7$*$7$2$, !"Sd$O$ jz (Bpsx-ld: SBSO8FSsSGS/S1SJSSShS&SGS9 
1#2 (B 
LSB! !$°$@; H$$9~$s$G$$SIS$$NSG>\$7$/$O$SOS+$j$"$; $5$, | "SHSKS+$/z (BC++¿SBSGSN3+B/SOSGS- 
SKSHS &SKSISJS*STS?L#S"SIS, SHSESASOSSS“°STS?2 1 #2 (B 


¿SB!!SHSj)S"S ($:$3$1$GS7$P$i$/; HSCSFS_SFS+Si!"S$$m$$$m$*SHSa$F!"2 (BC++z$B$N3+H/4D6-$N 
:nSjI}!"SHS+S[!<3° SZ!<S8SK:\$;S*S9! #2 (B 


2SBS_$?$a$C$/$9!JF|8~LnJ] IW! Kz (B 
Yasuo_Higano@msn.com 
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—-MESSAGE FILE 21932 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000060ht 
ml.html 


--MESSAGE FILE 21933 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000061 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!co 

From: co@innocent.com 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCNVU5VE5zZJE4 6biRqSn0ObKEI=?= 

Date: 1 May 1997 12:56:04 GMT 

Organization: Just personal 

Lines: 12 

Message-ID: <5ka3t4Sr06@newsl.scei.co.jp> 

References: <Olbc53bd$52a4fd00$5el0dbca@default> <3364A884.2503@msn.com> <0Olbc53ed$3 
4ef8c00S6c1l0dbca@default> <3366099D. 8AF@msn.com> 

NNTP-Posting-Host: 130.158.80.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

X-Newsreader: gn [Version 1.34 Mar.1,1996 (Unix) ] 


> ¿$B$b$7$+$7$?$i$d$P$+$C$?$N$+$J$"!#$I$-$I$-¿ (B 


éS$B!!Cl=cSJ2sE>SJSISK; HMOSSSISFSSSkK9OTNSSO!"4pD19TNs¢ (B(Basis Matrix) ¢SBSH8FSP; (B 
éSBS1!"E>CV9TNSS, 5U9TNSSHEy2ASKSISkKSNSOS=SN@-<ASNS&SASN; (BLE SBSDSNSHSESGS9! #3 (B 


# gSBS-SASSSHIY6/$7$ 2So$1$GSOSISSSNS$G! "4VOCSCSFSk$+Sb$7$1$%S;$s$, !Dz (B 


2Տ81153ՏԱՀյՏԱՕՇՏՕ1|5,2ՀՏՏՏ157ՏՏՏԱՏՇՀ (8(՞՞չ) gSB>\: YSKSDSSSFSOBe?t !&4v2?$d3F<o;¿ (B 
$B; 0<!853 (BCG; $B4XO"SNK\SJSISr; 2>HS7SFS_SFS/S@S5$S! #3 (B 


¿$B$3$Z$k¿ (B http://www.softlab.is.tsukuba.ac.jp/~copel/ 
—-MESSAGE FILE 21933 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000061ht 
ml.html 


--MESSAGE FILE 21934 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000062 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++=?1SO0-2022-JP?B?GyRCJE4 9aTR8Mj0kKRCQkKJEYDKEI=?= 

Date: Fri, 02 May 1997 00:09:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <bo0wy$24b319970502000912@news1.scei.co.jp> 

References: <Olbc4ff3S$89f95f80S5410dbca@default> <01bc5059$ac5515e0$9d36d4calpbc0042 
6.niftyserve.or.jp> <01bc50c8$3278f380SLocalHost@default> <3360DBOF.AA74F82A@aix.or. 
յք» <bo0wy$24b319970426162035@news1.scei.co.jp> <33637B25.360F29F4@aix.or.jp> <bo0wy 
$24b319970428111325@newsl.scei.co.jp> <33660B2D.D5F49F23@aix.or.jp> 
NNTP-Posting-Host: 202.247.160.121 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.program.labo ¿$B$N¿ (B <33660B2D.D5F49F23@aix.or.jp> ¿SBSN (B 
¿SB5-;vS$SKS*SSSFa (B 1997¿$BG/¿ (B04¿$B7n¿ (829Հ58Բ | չ (B (5825. (B) 23¿ $B; ~¿ (B52¿SBJ, ¿ (829 
¿$BIC:"!"; (B 
Youhei TAKADA <kazta-ta@aix.or.jp>¢SB$5$s$0=q$-$*$7$?!#z (B 
> SBSASIS_SK!SOLItSN#C!\!\3*3K%"SO2 (B intz$B7?7EySN4pK\7?7SNJQ?t$r<!SNShz (B 
> int a(0),b(5); 


¿S$B11!SUS`!#AH$_9-$_72SK$?$$S7$FSb%/%i1%9$HF1S8MMSJ=i4|2=$rS9Sk$H8@S$&¿(B 
¿SB;vSJSsS$SGS7SgS&S+SM!&!&S@S+SiSH8@SCSF%/%SiS9SNMMSKAHS_92S_ 72$,07S (Sk¿ (B 
¿SBSoS1$8$cSJS7!&!&$3S3S“SGS$S7$?SSSJSiSbSCS$SH=c?hS$SJ%S*%SsVS8%'%/%SH;X8-¿ (B 
¿SB8@81Sr;HS (SPSSSSSNSKSH;WSCSFS7S“SSS“S9;¿ (B(“ A; ¿SB!#¿ (B 


>#include <iostream> //¿SBSJSsSGSb; (BC++z2$BSGS0; (B[.h]¿$B$r$D$1$J$$$i$7$$; (B 
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2$B! !18=" 2=SKH<$&JQ99SGS9SM! &! &@NS+S$8SCS$ ?7DxEYSN?M4VSKSOSTS+SI$t¢ (B 
¿SBSdSCS+SSSGS9¿ (B(——;¿SB!I#S*“S!S“S@¿(B.h¿SBS, SDS$$?%P!<%8%g%sSb; DSCSFS*S9S, !#¿ (B 


>2¿SBS?S@!SS3S1SO!V;d$NJ)K! !WSGSbS7S+S9SkSHB>SKSbSCSHM-MQSJOUL#S, ¿ (B 
>i $B$"$K$N$+$b$7$1$^$; $s!#¿ (B 


é$B!!S$*S@SbSd$b$d4 6SOSLS0S$ ($*$;$s$, !"; 29M$K$I$J$^$7$?!#¿ (B 
ESBSTIS&SHS"SIS, SHSES4SOSSS*S7$?!#z (B 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 21934 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000062ht 
ml.html 


--MESSAGE FILE 21935 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000063 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCJV0laiUOJXMwXEYwJUchPCU/GyhK?= 
Date: 2 May 1997 01:40:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc5699$f2ec78e0Sbb62d9ca@seryu.ba.mbn.or. յք» 
NNTP-Posting-Host: 202.217.98.187 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SSSKSASO! #2 (J ¿$B#Y#u#u$G$9!# (J 

£5B%]%jS43SSNO\F0%0%?!<%s!INCS ($P%Q%s%A$N$H$-$O<J$,?-$S$FBN$,2sE>!K¿ (J 
ESBSISISHSSSCS?SHS—-SN%SG!<S?SOSTSESSS&IWSKAHSASPSSSSSNSGS7SQS&S+! #32 (J 

¿SBƏ9MS (SiS1SkSNSO!"S$3S53SN%] S3S4SSSr2?S+S&SSSHSNAVSISIS@SIFOS+S; | #SHSSSESNSH: (J 
ESBS ISYSFSN%SQ%?!<SSSN%G! <S?SrMQOUS9SkS$+SISSSGS9S, !"SUSDS&SOSTSASISTSSSGS9S+! #3 (J 
ՀՏՑՏ6ՏՏ (SFS/S@S5S$! #2 (J 


Name: Yuu 

E-Mail:seryu@ba.mbn.or.jp 

—-MESSAGE FILE 21935 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000063ht 
ml.html 


--MESSAGE FILE 21936 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000064 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJV01LaiUOJUXMwxXEYwJUchPCU/GyhK?= 
Date: Fri, 02 May 1997 12:42:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <336962A7.1D2@ppp.bekkoame.or.jp> 

References: <0Olbc5699Sf2ec78e0Sbb62d9ca@seryu.ba.mbn.or.jp> 
NNTP-Posting-Host: 202.231.199.174 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBS3SSSKSASO!"EhSGS9! #2 (J 
Yuu wrote: 


ESBS3SSSKSASO! #2 (J gSBHEY#u#tuSGSO!#e (J 

£$B%] 343%4%SSN0\F0%Q%?!<%s!INcS (SPSQ%S%ASNSHS-SO<4S, 2-SSSFBNS, 2SE>!Kz (J 
¿SBSJSISHSSSCS?SHS-SN%G!<%?SOSIS&SSS&IwSKAHSaSPSSSSSNSGS7SgS&S+!#¿ (J 

¿SBƏ9MS (SiS1SkSNSO!"S3S3SN%]%jJ%4%sSr2?%+%S&%s%SHSN4VSIS1S@S1F0S$S+S;!#SHSSS&SNSH;¿ (J 
¿S$SB$S9$SYSFSN%$Q%?!<%s$N%$G!<%?$rMQO0U$S9$k$+$J$Ss$GS9$, !"SUSDS&SOSISASiSJSSSGS9S+!#; (J 
ՀՏՑՏ6ՏՏ (SFS/S@S5S$ ! #2 (J 


VV VV V V V 
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¿SB;dSN>19gSO!"¿ (J 


¿S$B;d$sb:G=i%$G!<%?$GMQOUS7Sh$&S+S$SH;WSC$?SGS$9$,KDBgSJNLSŠSH:n@.SKS$S/SŠSkS7$sSG; (J 
¿SB7k61!1"2?%U%1!<%`S+Si2?%U%1!<%`S*“SGSO2sE>!JS$S%“$S?S$SOJ#?LULSNFO:n!K!"¿ (J 
¿SB2?%U%S1!<%` $+$i22?%US1!<%* O\FOSCSF46$8SG6%m%C%8%/AHSsSGSd$5$*°S7S$?! #2 (J 
ESBS?S@S35N; ~!"!T2?MSGS9SHSM!) !KB.EYSr01D4S$K$ 9Sk$H%m%\ SCSHSNSHSESKSISKSNSGz (J 
£$B:G=i$H:G8eSNB.EYSrA}2C!"8:?j3=hM} $rS$9SkSH?MSN46$8$, SGS*S7$? #2 (J 


Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (Jd E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 21936 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000064ht 
ml.html 


--MESSAGE FILE 21937 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000065 
html .html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.labo 
Subject: Re: C++zSBSG%W%m%0%i%_%s%0S9SkI}K!$r65$ (SFS/S@S5SS$!*3 (B 
Date: 2 May 1997 13:52:45 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 26 
Message-ID: <5kcrjd$lirh@newsl.scei.co.jp> 
References: <535911S$230@news1l.scei.co.jp> 
<5486q0S97h@newsl.scei.co.jp> 
<5k3ch6Sg9r@newsl.scei.co.jp> 
<5k3g5vS$guc@newsl.scei.co.jp> 
<5k8q76Spbg@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! # (B 


<5k8q76Spbg@news1.scei.co.jp>z¢SBSN5—-; vSKS$*SSSF¢ (B 
Yasuo_Higano@msn.com; SBS5SsSO=qS-S*S7S?! #2 (B 


>¿SB!!¿ (Bpsx-gcc¿SBSr;H$S&ShS$S&SKS7S%S$S7S?S, !"SdSOSj¿; (Bpsx-1d¿ SBSO8FSsS$SGS/S1SJSSShS&SGS 
914: (B 

>2$B! !$*$@;H$$9~$s$G$$$ISSSN$G>\$7$/$O$O$+$ j$*$; $s$, | "ՏՔՏԵՏՀՏ/չ (BC++¿SBSGSN3+H/SO$GS 
—SkSHSESKSISISSTS?2LHS"SIS, ŞH$&$4$6$$$^$7$?!#z (B 


¿SBS (!<SH! "6QBNE*SKSOSIS&SdSCSF; H$C$F$^$9$+; (B? 
éS$BNc$ (SP¿ (8 sample.cc ¿$B$r%3%s%Q%$%k$9$k$J$i!"; (B 


> psx-gcc -o sample sample.cc 


¿SBSGLdBjSJS/<B9T%SUS!%SS%SkSr:n@.S7SFS/S1S$SkSOS:SGS9S,¿ (B... 


¿SBSASJS_SK¿ (B gcc (psx-gcc) ¿SBSK8BSCS?S3SHSGSOSJSSSGS9S, !"¿ (Blink ¿$B$9$k;~$b¿ (B 
ld ¿$B$G$J$/¿ (B gcc ¿$B$r;H$&Š$Š[$S&$,L5Fq$G$S9!#I,MWSJS*%SW%7%g%sS$H$+%i%$%$V%i%j;XDjJSHŠ+;¿ 
(B 

ESBA4TtSo$?S7SFS/S1S*S9ST! #2 (814 ¿$B$KI, MW$J%*%W%7%g%s$O¿ (B —Xlinker ¿$B$GEO$;$^$9$7 
!#¿ (B 


>ESB!!SHSIS"S ($:$3S1$GS7$P$i$/; HSCSFS_SFS+$i!"SSSm$$$m$*SHS$a$F!"¢ (BC++z$BSN3+H/4D6-$ 
N:n$jJ)!"S$SH$S+%$[!<%`%Z!<%8$K:N$;$%$9!# (B 


¿SBS,SsSPSCSFS/S@S5SS¿ (Ց(՞՞) 
¿SBSGSO!#¿ (B 

¿SBEOJU¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**) http://cclub.tutcc.tut.ac.jp:1l1080/xmascot/ 
—-MESSAGE FILE 21937 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000065ht 
ml.html 


--MESSAGE FILE 21938 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000066 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: Makoto Okuzumi <okuzumi@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso-2022-jp?B?GyRCJTclXyV1LUWwhPCU3JWclcyUyITwlYCQsQU8kaiQ/JICQhIxsoSg==?= 
Date: Sat, 03 May 1997 04:53:08 +0900 
Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <336A4624.35C3@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.147.170 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


2$B!1%7%_%e%1!<%7%g%s%2!<%* SrAOS4S?2SSSNSG$9$, !"$3S3SGLABISKSISKSNS, 3G!<%?SNz (J 

2585: !<3VSGS9! #2 (J 

ESB! !SasbSj!<S+!<SISXSNFIS_=q$-SN; EJ}SrSI$J$?$+65S (SFS/S@S5SS!#¢ (J 

—-MESSAGE FILE 21938 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000066ht 
ml.html 


--MESSAGE FILE 21939 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000067 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVdJWolNCVZMF xGMCVHITw1PxsoSg==?= 

Date: 4 May 1997 06:05:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <01bc5851$3cbf5a60Sa962d9ca@seryu.ba.mbn.or.jp> 

References: <Olbc5699Sf2ec78e0$bb62d9ca@seryu.ba.mbn.or.jp> <336962A7.1D2@ppp.bekkoa 
me.or.jp> 

NNTP-Posting-Host: 202.217.98.169 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS 3$s$KSASO! "Eh$G$9! #2 (J 
2$B; ASN>19g$O!"3 (J 


¿ $B; d$b:G=i%G!<%?SGMQOUS7ShS&$+$H; W$C$?$G$9$, KDBgSINLSH:n@.$K$/Sk$7$s$G¢ (J 
ESB7K6I!"2?%US1!<%> $+$12?7?%US1!<%* S*SGSO2SE>!TS*S ?2?SOT#?tSNFO:n!K!"3 (J 
¿$B2?%U%1!<%`$+$i2?%U%1!<%`0\FO$C$F46$8$G%m%C%8%/AH$Ss$G$d$J$^$7$?!#¿ (J 
¿SBS?S@S$3SN;—!"!1J?MSGS9ShSM!) !KB.EYSr01DjSKS$9SkSH%m%\ SCSHSNSHS &SKSISKSNSG; (J 
¿$B:G=i$H:G8e$NB.EY$rA}2C!"8:?j=hM}$r$9$k$H?M$N46$8$, SGS*S7S?!#¢ (J 


VV V V VV V V 


ESBS1S9S"S5S,SHS&S4SESSS*S7S2! #3 (J 
ESBS5SCS=$/%37S9SF%S* SrAHSS$GS$_S*S9! #2 (J 
ESB7k9=J#; (SKSTS5S=SESGSISM! #5, SSSPSCSFS_S*°S9! #32 (J 


Yuu E-mail:seryu@ba.mbn.or.jp 
—-MESSAGE FILE 21939 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000067ht 
ml.html 


--MESSAGE FILE 21940 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000068 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCUFUkcyRvJCs1SyVjJCEhQRsSoSg==?= 

<£1035875@ca.aif.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?Q0QtUk9INGyRCJE4+bD1InJEAKSBsoSi 4uLg==?= 

Date: Mon, 05 May 1997 13:29:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <336D6238.C91@ca.aif.or.jp> 

References: <33089A5E.5230@comconet.or.jp> <19970218210117yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.208.36.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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Cc: Bell 


CD-ROM; SBSHS+S@SH! "#1Kg$"S$?S5jSNSWS1%9C12ASO#5#01_002<!J: #SOSbSCSHSdS$9SSS+3 (J 

ptt IR age UE Ua ¿ (J 

S SBOJ>eSGGdSkS+Siz (J (^^E$B! 6z 

cgubusesuseganes1 sc! "rOŠKSOJ0SoŠŠISS$R; WS&SSSGSOSIST!##C#D! ] #RSG>FS+S1S?7#P2 (J 
¿S$B#S%=%U%H$rK?=j$G8+$?¿ 

{9B935H8, "ZCS? SNTC! J 1535+so7ers>eS58 (8°87 $52 (9! “_*%;) ESBIK!"<+BpSN%i%$%?SG=qSSSF3 (J 
éSBS_ShS&SHSO;WSCS?SbHSN; (J 

ESBSN!"#P#SSNSUS) !<S*SC% a ITL@SJSNSG;¿ (J T) ¢SB=q$1$%S;SsSGS7S?!#S3SNS"S?SjSKSJz (J 
ESBSKSH! "S=SUSHS&S'S"SNz (J 
éSBSWsmSF%/SHSNLGBISHS+Sb4XSoSCSFS/SkSH; WS&ESNSGS=%SK!<S$5SsS, 65S (SFS/SISKSNS+3 (J 
ESBSIS&S+3 (J 


> program, gamer ¢SB%U%) |Հ15`5)1Հ501Հչ (J Mr.K (¿SBOB1J¿ (J ¢SBOB90¢ (J) 

> Home address : ¢$B:k6L8)Bg5\;T5HLnD.¢ (J 

ESB! IS"!"SSS*5SSES—S*ST7TS?S1ST!"#KS5SsSOBg5\SISSSGS9SM! #S0$?$7S,LS@.G/S$@SC$?¢ (J 
¿SBS3SmS9SsSGS?SHS3SG;¿ (J 

¿$B!!$9 (JU(“%;)¿SB!#S=S$S1SbE18)!#@NSOQ>8)SrGO</SKŠ7SFS?SbSNS$@S1SI:#S8$c5US@S$bSs¿ (J 
(*%) $B!# (J 

——MESSAGE FILE 21940 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000068ht 
ml.html 


--MESSAGE FILE 21941 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000069 
html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Bell <f1035875@ca.aif.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?RONDKyYsbJEIkTjlpNHwyPSREJCQkRhsoSg==?= 
Date: Mon, 05 May 1997 14:46:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <336D7424.39B6@ca.aif.or.jp> 

References: <Olbc4ff3$89f95f80$5410dbca@default> 

NNTP-Posting-Host: 202.208.36.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


> ¿$B$3$3$N$H$3$m¿ (J Play Station ¿$B>e$G$b¿ (J C++ ¢$BS$,SOSdSCSFSSSkShS&STSNSG!"; ԳՏԵ 
¿(J C++ 

> gSBSr;HS&S3SHSKS7$°S7$?! #2 (J 

> ¿SB2q5D<<$rS_SF¿ (U"¿SBSdS*S$S5Ss¿(J"¿SBSN:nSiSlS?¿ (J ցօ32 

> ¿SBMQOSN%S3%Ss%SQ%SSSiSr;HSoS;SFSSS?S@SSSFSSS S9!#¿ (J ("ESBSdS*S5$sz2 (J"ESBBGUQS"$4j$, SHS& 
$4S6SSS ¿ (J 

> ¿SB$9!#¿ (J) 

¿$B!!¿ (JIgo32zSBSCSFSIS3SKS"SkSNSGS9S+!) 1 1Ը5572ՏՏՇՏԻՏ ՏշՏԱՏՇՏ9Տ, 8+S"S?SiSTSSSNSGz (J 
ESBSO! #2 (J 

¿SB!!¿ (J 

—-MESSAGE FILE 21941 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000069ht 
ml.html 


--MESSAGE FILE 21942 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000070 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: TF2 ver 1.3 ?? 

Date: Mon, 05 May 1997 17:58:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <19970505175852mukunasi@tama.or.jp> 

References: <19961216005404mukunasi@tama.or.jp> <01bc532c$e7937b80$6753cd85@ji-tan.m 
tc.biglobe.ne.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


¿SB1!%3%/%3j%3!<%QSGS9!#¿ (B 


>ESB!!S"!"S&SASNS*S7SSSO¢ (BPC98¿SBSGS9!#¿ (BPS;¿SBSO¿ (BCOM1¿SB! "S$ %` $, Հ (BCOM3¿SBSGS9 


Net Yaroze 


From: matth 
Newsgroups: 
Subject: Re 
Date: Tue, 

Organizatio 
Lines: 19 

Message-ID: 
References: 
NNTP-Postin 
X-Newsreade 


>"JohnT" Հյ 
>> 

>> Since I 
>> computer 
> 

>Ahh, hahah 
>Honestly, 
>product on 
>version of 


I was wo 
first relea 
I wish you 
users have 
restart the 

Quality 


-Matt 


--MESSAGE F 
01025 


--MESSAGE F 
0001026 
Path: chuka 
From: Brian 
Newsgroups: 
Subject: Re 
Date: Tue, 
Organizatio 
Lines: 18 
Message-ID: 
References: 
dma-design. 
Reply-To: b 
NNTP-Postin 
Mime-Versio 
Content-Typ 
Content-Tra 
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@bellatlantic.net (Matthew Hulett) 
scee.yaroze.freetalk.english 

: Major problem with my Yaroze! : ( 

26 May 1998 05:09:19 GMT 

n: SCEA News Server 


<356a4d99.24868048@news.scea.sony.com> 
<6kbkavS$hcal9@chuka.playstation.co.uk> <ubts18xld.fsf@cybec.com.au> 
g-Host: client-120-22.bellatlantic.net 
r: Forte Free Agent 1.11/32.235 


ohnt@nettech.demon.co.uk> writes: 


had used the Yaroze I have re-installed Windows 98 on my 


a... sorry, but I do not find any of this surprising. 

why are you running Windows 98? At work, we're testing our 
RC5 (haven't got the Gold yet) and it's the most unstable 
Windows we've seen yet. 


ndering, don't you have to be plain carefree to put the 
se of a new OS on your computer... You got guts John, 
luck. I have heard stories of unexplainable crashes where 
had to reformat and reload all their software, not just 
ir computers. 

assurance... 


ILE 2322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


ILE 2323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


-playstation.co.uk!news 

Baird <brian@dma-design.com> 
scee.yaroze.freetalk.english 
: S*ga Dreamc*st 
26 May 1998 10:30:37 +0100 
n: DMA Design Ltd 


<356A8BBD . 5DD9@dma-design.com> 
<3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
com> <356a4d1f.24746116@news.scea.sony.com> 
rian@dma-design.com 
g-Host: 195.153.133.80 
n: 1.0 
e: text/plain; charset=us-ascii 
nsfer-Encoding: 7bit 


X-Mailer: Mozilla 3.0 (Win95; I) 


Matthew Hul 
> 

> What i 
> Dreamcast 
> and style 


"Personal D 


ett wrote: 


s a PDA? I am aware the name Katana is to be dropped, is 
the final product name? If so, i think Katana had more bite 


ata Assistant" - it's the little memory card/gameboy/virtua 


pet thingy that plugs into the DC controller. Sega are pitching it as a 


"VMS". 


I think Dre 
as the Sega 
used to it. 


Brian @ DMA 


[ All opini 
——MESSAGE F 
01026 


amcast will be the final name... Look for SoA/SoE pushing it 
DC though... Katana was pretty crap as well, but I'd gotten 
Personally, I don't think the name matters though. 


ons & views are my own, not DMA's, yadda, yadda, yadda ] 
ILE 2323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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!#$SbS7$+$9Sk (B 

>¢SBSHDL?.B.EYSr¢ (B115200¢SBSKS7SFSSSISSSNS, 860xS+SI$!!) !!S$GSbz (Bsiocons¿$B$G$OBP1~$ 
72 (B 

>; SBSFSIS$$7!D!D! #2 (B 


ESBS?SVSSS3$15, 860xSGS9! #2 (B 
¿SB!!¿ (BPS COM1 ¿$B$O%G%#%U%)%k%HŠGDL?.B.EY$O; (B115.2KzSB8GDj$G$9! #3 (B 
siocons ¿$B$G; HMQ$9$k; (BCOM1; $BSNB.EYSrz (B115.2K:SBSKS7SF$/S@$5S$! #2 (B 
¿SBSbS7=PMhSJSS>19g$SOS*CNS$iS;S/S@S5SS!# (B 
¿$B%N!<%1!<%H$rJQ992DG=$JJ*$r:n$j$%$9!#;¿ (B 
--MESSAGE FILE 21942 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000070ht 
ml.html 


--MESSAGE FILE 21943 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000071 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++z$BSN=i4|2=SDSSSF2 (J 

Date: 5 May 1997 11:57:26 GMT 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <01bc594a$394b0100$5910dbca@default> 

References: <Olbc4ff3$89f95f80$5410dbca@default> <336D7424.39B6@ca.aif.or. jp> 
NNTP-Posting-Host: 202.219.16.89 

X-Newsreader: Microsoft Internet News 4.70.1157 


SugiharazgS$BSGS9! #2 (J 


Bell <f£1035875@ca.aif.or.jp> wrote in article 

<336D7424.39B6@ca.aif.or.jp>... 

> > չ585353ՏԱՏԷՏ3Տու (J Play Station ¢$B>eSG$bz (J C++ ¢$BS$,SOSdSCSFSSSkShS&SISNSG!";d 
Sb¿ (J C++ 

> > ¢gSBSr;HS&S3SHSKS7S*S7S? ! #2 (J 

> > ¿SB2q5D<<SrŠ_SF¿ (U"¿SBSdS*S5Ss¿(JU"¿SBSN:nSiSl1S?¿ (J go32 

> > 
¿SBMQOSN%3%s%Q%S%iSr;HSoS;SFSSS?S@SSSFSSS*“S9!#¿ (U("¿SBSd$S*S5$9s¿ (U"¿SBBgJOS"SjS, SHS&S4 
S6SSS ¿ (J 

> > ¿$B$9!#¿ (J) 
> ¿SB!!¿ (Ugo32¿SBSCSFSIS3SKS"SkSNSGS9S+!)!!C5S72sSCSFS_S?SNSGS9$,8+S"S?2SiSJSSSNSG¿ (J 
> ¿$B$9!#¿ (J 

> ¿$B!!¿ (J 


2$B!!S3SNz (Ugo32  SBSHSS$S&SNSO!"3NS+¿ (JPlayStat iong $BSN3+H/4D6-$r%$%s%9%H!<3k$7$2SHS- 
SK<+F02 (J 
ISBE*SK%S%s%9%H!<%kS5S1SFSSSkSOS:SGS9!#;(J 


¿$B!!$A$J$_$K3NG'$9$k$K$0!"; (JUPlayStation¿$B$SN3+H/4D6-$r%$%s%9%SH!<%$k$7$?%G%$#%S1%S/SH%S3j 
¿ (J 
¿SBSN¿ (UBIN¿ $B$G%$#%1%S/%H%3jSK¿ (Jgo32.exez SBSHSSS&SNS,S"SkSOS:SGS9! #2 (J 


¿$B!!¿ (Jgo32¢SBSKSDSSSFSO! "SIS3$+SN%U%) !<%Si%S`S$+2q5D<<SG2rQ@bS5S1SFSSS?SH;WS&SNSGC5S7¿ 
(J 
ESBSFS/S@S5SS!#!T;WSSSCS-SJLS@UGS!!I!e(T(%*%77 ESB!!! Ke (J 


2$B!!;dSN=q$$$?2 (Jgo32;SBSH8@S&ItJ, $0!" (Jgo322; $B>eSGF0$/¢ (Ugcc¿$B%S$3%Ss%SO%SS$SSi$SH8@$&S$3 
SHSGS9! #2 (J 

éSB!!SASJS_SK8=:_¢ (Jct++zSBS$, S3%$s*SsO%SSkSGS-Sk (JIgcczgSBS3SSSOSSSiSKSO!"SdS*S5Ss$, :n@.$ 
5$1$?¢ (Jgo 

322 SBHGSN¢ (JUgcc¿SBS3%Ss%$O%SSi!JS$SdSAS5SsKNFEvSKS"$j$, $H$&$4$6$$$^$9!#!K$H!"$4$&$5$s$,:n 
é (J 

2SB@.$5$1$?z (JWin322$BHGSNz (Jgccz $BS3%s%OS$SiS, S"SCZWS5SISFSSS*S9! #3 (J 

25811 (Jgo32z$BHGSNz (Jgcc$B%3%s%Q%$%i$O!" (ՄՏԱՏոՏ0915 55505Ս5) 1ՀՏ15` 112 (Մ-»:58175155 
ՏՄՏ193531Հ57չ (J 

2$B!<SX!Wz (J->zZ$B!V1\Mw%3!<%J!<SX!Wz (U=>¿ SB!V$F%9%HEj9F!&LS40@.:nIJ!WŠKEj9FS5$1$F555 


ke (J 
gppPsx.LZH ¿SBSGS9!#;¿ (J 


¿$B!!¿ (JWin32;SBHGSKSDSSSFSO! "S3SN%K%e! <39%0%k!<SWSNS4S&S5SsS,5$+$+S1$?!Vz (ՄՇՇԸ/ՇԻԻ f 
or 
PlayStatin on Win32 Available! ;SB!WSH8@S&BIL>SN%SK%e!<ZS9SKz (J 


Net Yaroze newsgroups message dump.txt Page 14692 
> http://wwwl.scei.co.jp/~crj00686/ 


ESBSKCVS+S1SFSSSk$=SéESGSo!l#e (J 


—-MESSAGE FILE 21943 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000071ht 
ml.html 


--MESSAGE FILE 21944 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000072 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: ¿SB5U9TNSSŠN:nSjJ)¿ (J 

Date: 5 May 1997 12:15:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <01bc594cS$ce68ea20$5910dbca@default> 

References: <Olbc53bd$52a4fd00S5el10dbca@default> <3364A884.2503@msn.com> <01bc53ed$3 
4ef8c00S6c10dbca@default> <3366099D.8AF@msn.com> <5ka3t4Sr06@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.16.89 

X-Newsreader: Microsoft Internet News 4.70.1157 


Sugiharazg$BSGS9! #2 (J 


¿SB$3SZSkS$S5Ss%s1%9$"Sj%$, SHS&$4S6SSS S9!#¿ (J 


ESBS*%S:S0!"JV?.$,Bg$-S$/CYS18*S7SFS*S3SHSKS9S_$*%S;Ss!##57nSKF~SCSF!"S3SASiS,$$32 (J 
ESBS$*S*S$G; HMOS7SFS$$?%0Q%=%3%s5, ; HMQITG=$H$J$j!"JV?.$9$k$3$H$, $G$-$^$; Ss$GS7$?¢ (J 
ՀՏ8 #K\EvSKS$9$_$°S;Ss!#e (J 


o@innocent.com wrote in article <5ka3t4Sr06@newsl.scei.co.jp>... 


> ¿$B$b$7$+$7$?$i$d$P$+$C$?$N$+$J$"!#$I$-$I$-¿ (J 


é$B!!Cl=cSJ2sE>SJSISK; HMOSSS1SFSSSkKOTNSSO!"4pD19TNs¢; (JU (Basis Matrix) ¢SBSH8FSP; (J 
éSBS1!"E>CV9TNSS, 5U9TNSSHEy2ASKSJISKSNSOS=SN@-<ASNS&SASN¢ (J1zSBSDSNShHSESGS9! #3 (J 


2$B!!$3SN<jSNOCSO1|$, ?<S$SSiS7SSSNSGz (J (*%;) ESB>\: YSKSDSSSFSOBe?t | &4V2?$d3F<og (J 
¿ $B; 0<!85¢ (JCGzSB4XO"SNK\SISISr;2>HS7SFS_SFS/S@S5SS! #3 (J 


ü 
> 
> 
> 
> 
> 
> # ¿SBS-SASsSHJY6/S7S?SoS1SGSOSJSSSNSG!"4VO0cS$SCSFSkS+SbS7S1S2S;SsS, !Dz (J 
> 
> 
> 
> 
> — 
> ¿$B$3$Z$k¿ (J http://www.softlab.is.tsukuba.ac.jp/~copel/ 

> 


i SBSHSSS&S3SHSO!"z (JPlayStationz $BSNz (JGSCOORDINATE2 ; $B9=BSBNSGI=$5$1Sk 9TNSSKSDSSSFS 
O!"5U¿ (J 
2 SBOTNS $x; HMOS7$?$$SHS—SKSOE>CV9TNs$r5aSa$1$PShSS$SHS$SS$&S3SHSGS9SM! #2 (J 


2$B!!SASJS_SKE>CV9OTNsSr5aSaSkSNSGS"S1SP!"@PEDS5Ss$K%1%9S7SFSSS$2S5@SS$S 2MMSKS0S63 (J 
ESBSoS64X?tSr:n$iSd$/SFSb!"3 (JPlayStation¿$B$N%i%$%V%i%šj$K$"$k¿ (J TransposeMatrix () 
¢ SBSHSSS&4X?tSGFASkKS3SHS, SGS-S*$9!#! JSNSOS:$GS9! #S*°SKSeES"SkSKSOS=S$&=GSSSFS"$ 43 (J 
ESBS*S9S+Si! #SASTS_SK; dSOS*S@S3SN4X?t$r; HMOS 7SFSSSISSSNSGSOSCS-$jSHSO?=$7>e$2¢ (J 
¿$B$i$1$^$;$s!#$3$1$+$i3NG'$7$^$9!#!K¿ (J 


—-MESSAGE FILE 21944 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000072ht 
ml.html 


--MESSAGE FILE 21945 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000073 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Bell <f1035875@ca.aif.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GCC++=?iso-2022-4p?B?GyRCJE4 9aTR8Mj0kRCQkJEYDKEO=?= 

Date: Tue, 06 May 1997 22:08:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <336F2D6B.7151@ca.aif.or.jp> 

References: <Olbc4ff3$89f95f80$5410dbca@default> <336D7424.39B6@ca.aif.or.jp> ՀՕ1ԵՇ5 
94a$394b0100$5910dbca@default> 
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NNTP-Posting-Host: 202.208.36.76 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; I) 


¿SBSIS&SbS"$j$, SHS&S4S6SSS$*S$9! #AaB. SAS&SSSm!<SISTSFS_S*S9!#e (J 
—-MESSAGE FILE 21945 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000073ht 
ml.html 


--MESSAGE FILE 21946 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000074 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: TF2 ver 1.3 ?? 

Date: 6 May 1997 14:57:39 GMT 

Organization: =?ISO-2022-JP?B?SkktU0 9GVA==?= 

Lines: 22 

Message-ID: <01bc5a2d$250d7b80$3853cd85@ji-tan.mtc.biglobe.ne. յք» 

References: <19961216005404mukunasi@tama.or.jp> <01bc532c$e7937b80$6753cd85@ji-tan.m 
tc.biglobe.ne.jp> <19970505175852mukunasi@tama.or.jp> 

NNTP-Posting-Host: 133.205.83.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2SB!!SIS&Sb!I"LIC6SGS9! #2 (J 


<news:19970505175852mukunasi@tama.or.jp>. ESBSKS*SSSFz (J 
kokurikoupa <mukunasi@tama.or.jp> 2$BS5$s$0= q$-$^$7$?!#¿ (J 
>2SB!JH4?h!Kz (J 
> ESB!!% 53% /Տ յ531ՀՇՕՏՕՇՏ91 #3 (J 
>¢SB!JCEN, !Kz (J 


> ¿$B!!¿ (JPS COM1 ¢SBSO%SGS#SU%S) SkSHSGDL?.B.EYSO¢ (J115.2Kz¢SB8GDjSGS9! #2 (J 

> siocons ¿$B$G;HMQ$9$k¿ (JCOM1;S$BSNB.EYSr¢ (J115.2KzSBSKS7SFS/S@S5SS!#¢ (J 

> ~SBSb$7=PMh$SJI$$>19gSO$*CNS$i$;$/S@S5SSl#e (J 

> ¿S$B%SN!<%1!<%H$rJQ992DG=$JJ*Š$r:nSj$*$9!# (J 

éSB!!¢ (UPC98¿ SBMOSN¿ (Jsiocons;$BS$GSO!"¢  (JU38.4K¿SBS*“SGS7S+BP1-S7SFSSSJS+SCS?SH;WSSS S 
9!#; (J 


¿$B!!;v<B!"$=$10J>e$NB.EY$K$9$k$H1~Ez$7$^$;$s!#¿ (J 
¿SB!!SHSSS&SoS1S$SG!"S*<j?tS$SGS9S,ShSmS$S7S/S*4jSSS7S S9!#¿ (J 


éESBDT!!M5;V!!e(J(C) JI-TAN / JI-SOFT 
mailto:ji-tan@mtc.biglobe.ne.jp 


--MESSAGE FILE 21946 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000074ht 
ml.html 


--MESSAGE FILE 21947 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000075 

html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCREw/LiU9JVULSCEhGyhCVEYzLTIwLkxaSBskQiEhGyhC?= 
=?1SO-2022-JP?B?GyRCUSI1LOyYVXIDckXiQ3UD8hI xsoQg==?= 

Date: Wed, 07 May 1997 01:08:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19970507010834mukunasi@tama.or.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


ESB! !S3$sSP$s$o!l!% 33%/%5%3!<SQSGS9! #2 (B 
ESBSPSSSISII<SP!<S8SqgSSSNDL?. SWSmMS0Si%- ԱԱ ՐՆ S7S?!# (B 
Torin) Աաաա E 20.1zh ¿$B$G$9!#¿ (B 
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¿SB!!¿ (Blibz$B$Gz (Bioct1z$B$, %5%] !<%H$5$1$ 2?$NS$G%P3$%I% JHGSKS7SF$_$*$7$?! "SD$$$GSKz (B 
2SB%=%1%CSHS5!<SPSHSNDL?.Sb=PMhSkShS&$KS7S*°S7S?! #2 (B 

£$B%=%S1%C%H%5 !<SPSH@\B3SGS—SISSSHFO :n$7SISSSNSG; (Bsv1.exe¿ SBSHO1=0SK; HSCSFS/S@S5SS! # 
¿ (B 


/// mukunasi@tama.or.jp /// 
—-MESSAGE FILE 21947 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000075ht 
ml.html 


--MESSAGE FILE 21948 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000076 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: TF2 ver 1.3 ?? 

Date: Wed, 07 May 1997 01:12:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19970507011249mukunasi@tama.or.jp> 

References: <19961216005404mukunasi@tama.or.jp> <01bc532c$e7937b80$6753cd85@ji-tan.m 
tc.biglobe.ne.jp> <19970505175852mukunasi@tama.or.jp> <01bc5a2d$250d7b80$3853cd85@ ji 
-tan.mtc.biglobe.ne.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


£$B!!%3%/%35%33!<SOSGS9! #2 (B 


¢$B! !$=$1$G$0%\!<%1!<%SHSr@Z$jBXS ($k5!G=SrIU$1$*S$9!#¢ (B 
¿SB=5Kv$*$GS*BTSAS/S@S5SS!#¿ (B 


> 

>2SB!!z (BPC98¢SBMQSN; (Bsiocons; $SBSG$O!"z (B38.4KzSBS*SGS7$+BP1~S7SFSSSIS+$C$?SH;WSSS* 
S9!#¿ (B 

5; SBI !; v<B!"S$=$100>eSNB.EYSK$9$k$H1~Ez$7$%S; $s! #2 (B 

> $B!!$H$$$&$0$1$G!"$*<j?t$G$9$, $h$m$7$/$*4J$$$7$^$9! #z (B 

--MESSAGE FILE 21948 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000076ht 
ml.html 


--MESSAGE FILE 21949 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000077 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCIlAjJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCQ09MTCROST08KBsoSg==?2= 

Date: 9 May 1997 13:28:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <0Olbc5c7c$1la65a3a0$e2c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 210.132.193.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB! !#3#D3"%/%373gSS%2!<%> :n$m$&SHS$7SF !" ?MBN&b%GSk IwSN%m% \ $CSHSNFO$—Sr:n$C$F¢ (J 
ESBS_$*$7$29, !"COLLS, LSSSSNSGSASGSCSH<d$7$$$GS9! #2 (J 


2SB!!#T#M#DSG! <$?SG%aSC%7SE>eSNT?LLSr : nSCSFD : E@SG! <S?SrSSS8SkSNSH!"3 (J 
¿SB<+J, SGD: E@SG!<%S?Sr9TNSSG2SE>S$5S$; SF#GHS#HO#TSK2r@OS7S?SWS5%S_SFS#SV>pIsSré (J 
£$B%5%8%/S$5$; SkKSNSGSOSISCSAS, NISSSGS7Sg$&S$+SMS'!#¢ (J 


ESB! !SHS5S"S ($:8e<TSG<B83S7SFS*S9S, !"%Q!<%9$N6q9g$, I8=` $N$1%$%V%Si%3jŠH¿ (J 
éSBF1S83QEYSKSISCSFS$/S1SIS$$¢ (JT (¿$S B5c¿ (J) 
¿SB#P#R#G¿ (J 


—-MESSAGE FILE 21949 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000077ht 
ml.html 
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--MESSAGE FILE 21950 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000078 
html .html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?iso-2022-jp?B?GyRCUF4kNSRSJGObDKEI=?=" <mshr_umd@hal.ac.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?Q?=1BSB%i%s%1%9%S1!=3CSWSNS=3FSaSND:E@%G!=3C%=3FSKSDSSSF=1B?= 


=?1s0-2022-jp?Q?=28B?= 
Date: Mon, 12 May 1997 00:37:34 +0900 

Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 
Lines: 26 
Message-ID: <514p9sS3ba@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.216.232.139 
Mime-Version: 1.0 

Content-Type: text/plain; 

charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ESB! !S*SSSRSm$H?=$7$*S9! #2 (B 


£$B!!!V%i%s%1%9%1!<%W!WSHSSS&GX7ISHSNEVS JH=DjSNI}K! SKSDSSSFSN<ALdSr$7$?7SSSNSGS95S, 1" 
(B 

£$B!!%i%s%1%9%1!<SWSNS?SaSNGX7JISND : F@3G!<%?S0!"!Vz (BGSDOBJ2;$B9=BSBN!WS+Siz (B 

¿ $B; 2>H=PMh$k$0$:$@SH¢ (B 
£$B!!;WSCSFSSSKSNSGS9S, !"¿ (BGSDOBJ2; $B9=B$BN$ND:EQ@%G!<%?$O0!"%i%s%I%9ľ9%1!<%W$G;HMQ$G$- 


Sk$hS&SKz (B 
£$B!!!V@ONs$5S$1S?7A!WSG:n@.$9Sk$3SHS, =PMh$k$N$G$7$g$&$+!)¿ (B 


¿S$B!!$=S$S1$H$b!"JLSKMQ0US7SJ$1$1SP$JSiSJSSSNSG$S7$SgS&$S+!) (B 


¿SB!!#L#IFGRH#TEWF#ATV#EF3#DSr;HSCSF%Sb%sG%skSr:nSj!"#R#S#D!]#T#M#DSKJQ49S9Sk2aDxSG!"¿ (B 
¿SB!!D:E@%$G!<%?$r@ONs$5%;SkJ)K!SOS"SkSN$GS7Sg$&S+!)¿ (B 


¿SB!!SASgSCSHOUL#ITLQSJ<ALdS+SbS7S1S2S;Ss%$S, !">\$7$/$*CN$J$NJ}!"¿ (B 
¿SB!!$IS&S>$Sh$m$S7$S/$*4jS$SS7S2S9!#; (B 


ZSB! 1111 15՞Տ5ՏՔՏոչ (B 


—-MESSAGE FILE 21950 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000078ht 
ml.html 


--MESSAGE FILE 21951 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000079 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBsSoSiAbJEJPQkxpGyhK?= <dayon@msn.com> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCNVU5VE5zZJE4 6biRqSn0bKEo=?= 

Date: Mon, 12 May 1997 00:41:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3375E8C7.1A4E@msn.com> 

References: <Olbc53bd$52a4fd00S5e10dbca@default> <3364A884.2503@msn.com> <01bc53ed$3 
4ef8c00S6cl0dbca@default> <3366099D.8AF@msn.com> <5ka3t4$r06@newsl.scei.co.jp> <Olbc 
594c$ce68ea20$5910dbca@default> 

NNTP-Posting-Host: 202.224.201.220 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBS3SSSKSASO@PEDSGS9! #2 (Մ 
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¿SBSH$SjS"S(S:2r7h$7$?$_S?$SSSGShS+SCS?!#¿ (Մ(՞՞) 


I like you! 
Kazunarilshida 
dayon@msn.com 
—-MESSAGE FILE 21951 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000079ht 
ml.html 


--MESSAGE FILE 21952 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000080 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: ¢SB5U9TNSSN:nSjJ}¢ (J 

Date: 13 May 1997 12:42:32 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01bc5f£99$d340b700$4110dbca@default> 

References: <Olbc53bd$52a4fd00$5el0dbca@default> <3364A884.2503@msn.com> <01bc53ed$3 
4ef8c00S6cl10dbca@default> <3366099D.8AF@msn.com> <5ka3t4$r06@newsl.scei.co.jp> <Olbc 
594cSce68ea20$5910dbca@default> <3375E8C7.1A4E@msn.com> 

NNTP-Posting-Host: 202.219.16.65 

X-Newsreader: Microsoft Internet News 4.70.1157 


Sugihara¿ $B$G$9!#¿ (J 


ESBS3SsSKSASO@PEDSGS9! #2 (J 


> 
> 
> 
> ~SBSHSIS"S ($:2r7h$7$2?$_S$?$SSGShst+SC$?!#z (Մ(՞՞) 
> 
> 


é$B! !@PEDS5$s! &$3SZ$kS5$sK\EVSK$"$4$, ՏԱՏԵՏ4ՏՇՏՏՏ՞Տ7Տ218 (J 
ESBS*$?22$+S"$CS$2$HS—SOSh$m$7$/$*4jSSST$*sol#e (J 


—-MESSAGE FILE 21952 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000080ht 
ml.html 


--MESSAGE FILE 21953 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000081 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCI1AJUiINHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program. labo 
Subject: =?ISO-2022-JP?B?UmU6IBSkOkNPTEWkTkk 9PCQbKEo=?= 

Date: 13 May 1997 12:49:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <0lbc5f£9b$473115a0$5cc184d2@Enterprise.so-net.or.jp> 
References: <0Olbc5c7c$la65a3a0$e2c184d2@Enterprise.so-net.or.jp> 
NNTP-Posting-Host: 210.132.193.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 2SB!!#TH#M#DSG! <%?$G%aSC%7%e>eSNI?LLSr :n$CSFD:E@SG! <S?7Sr$SS8SkSNSH!"3 (J 
> ¿$B<+J, $GD:E@SG!<%?Sr9TNS$G2SE>$5$; SF¥GHSHOFTSK2r@OS7$ 2 SWS 5%_SFS4SV>pdss$re (J 
> ¢$B%3j%3s%/S5S; SkSNSGSOSISCSAS, NISSSGS7S$g$&S+SMS'!#¢ (J 


2$B!!<+85%1%9$G$9S, !"<+J, SGD: E@7W; ; $S7SFSWS5%_SFS#SVSrEPO?$9SkSH¢ (J 
2 SB=ESSSNSG!"7k61#T#M#DSG! <%?$r :nSCSFI=< ($9$k; VSKS7$*$7$2! #2 (J 

E SBSWSmS0%i%s* SGETHM#DSr@8@. S9SkShSESKS7SF!"D:E@SrA* :ոտ6օտ-51Տ5Քչ (J 
ESBSiSSS1IS9S1!<SWSKSISKSSSGS7SgS&S1ST!"SaSsSIS/S$5S$¢ (J(¿SB>P¿ (J) 


¿SB#P#R#G¿ (J 
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—-MESSAGE FILE 21953 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000081ht 
ml.html 


--MESSAGE FILE 21954 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000082 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: CD-ROM=?ISO-2022-JP ?B?GyRCJE4+bD1InJEAKSBsoQg==?= 

Date: Sun, 18 May 1997 05:11:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <yasunaga$1f£7219970518051138@news1.scei.co.jp> 

References: <33089A5E.5230@comconet.or.jp> <19970218210117yasunaga@t3.rim.or.jp> <33 
6D6238.C91@ca.aif.or.jp> 

NNTP-Posting-Host: 202.247.160.172 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


ESBS3SsSKSASO! "SUSs$0$+%K%cS$! !AS5Ss! #2 (BMr.KzSBSGS9! #3 (B 


>> program, gamer ¢SB%U%) !<%i%° %j!<%@!<;(B Mr.K (¿SBOBl1J¿ (B ¢SBOB90¢ (B) 

>> Home address : ¢$B:k6L8)Bg5\;T5HLnD.; (B 

ee 5SSES—S*S7S?S1S1!"#K$5$sSOBg5\SISSSGS9SM! #S0$?$7$,LS@.G/S@SC$?$3$m$9$s 

SGS?SHS3SG; 

E O b Ss E MW E կիա ԱԿՏ ԱՑ ԱԱՈՆ ՆԱ Նկզաակակարա նետով 
) 25814 (B 


ESBS"! "2rS45S°S9¢ (B(“ A; ESB! #: #SNE@>8 } SO@NSOSASGSCSHS7$ ?>&E9398, S"SCSEF!"SPS$9S?!<%S_SISKS 
,S"SCSF! " (B 
¿SBS=S1S@S1S@SCS?SGS9SDSNSM¿ (B(**; 25814: (B 


E$B:#$0?'!9SGS-SFS7S*°SCS$?¢ (B(^^; ¢SB! #2 (B 


ESB! t%m!<%+SkSM%?SGS9SSS*S;S$sz (B(%%; 


program ¢SB%SU%) !<%$i%° S43!<%S@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
Home address : ¢$B:k6L8)Bg5\;T5HLnD. o 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 21954 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000082ht 
ml.html 


--MESSAGE FILE 21955 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000083 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "¢SBSOS*S-SA; (J" <hama@ra2.so-net.or.jp> 
Newsgroups: playstation.ny.program. labo 

Subject: [Q]:¿SB#F#FS_S?SSSJSasSK%Se!<Sr:nSkSKSO!) !)¿ (J 
Date: 18 May 1997 05:00:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <01bc6347$8f5261e0$13e484d2@hamara2> 
NNTP-Posting-Host: 210.132.228.19 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SBS$SOS“*S-SASGS9!#¿ (J 


¿SB#F#FS_S?SSSJ%S0%1i%G!<%7%g%sSNF-SCS?%a%sK%se!<Sr:nSmS&SH9MS (SFSS$*$9!l#e (J 
¿S$SB$SH$j$"$ ($: !"%0%i%G!<%7%g%sFI$j$D$SV$7$O!"; c S 
¿SBSbSIS-SKS9S1SPSSSSSd!*!*¿ (J ESBSCSF;WSCSFS*S9S, !"SVSAEv$?SCS?LdB3ŠS, ¿(J 
¿SB$"$J$^$9!# (J 


¿SBJ8;zS$rI=<(S$9SkSNSKSO!"¿ (JUKrom2Tim¿SBSGJ8;z¿ (J->TIM: SBSKS7SFE=SjIUS1Sk3; (J 
ԼԱՐԱ ԱՏ ԱԱ c S ee 5 ՏՇՏԻՏ/ՏԱՏՕՏ1564 (J 
£$B!<%7%g%s$, @8S—-SFS-$*S;Ssl#z (J 
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ESBS3S1SCSF! "3 (JStoreImage; SBSG%0%1%G! <% R s$N%$%a!<%8%G!<%?$r$H$C$F$-$F;¿ (J 
ESBIG@.STSISISISPSISISTSSSNSGSIS+SM! #2 (J 


¿SBS&!<Ss!"G:S`SHS3SmSGS9!#¿ (J 


—-MESSAGE FILE 21955 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000083ht 
ml.html 


--MESSAGE FILE 21956 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000084 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shigehiro Shimada <shigep@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: [Q] =?iso-2022-jp?B?GyRCUV4layVBJT81OyVXJE41RyE8JIT8kTkKZJJUF 9K£RsoSg==?= 
Date: Sun, 18 May 1997 18:14:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <337EC87E.6709@fa2.so-net.or.jp> 

Reply-To: shigep@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.185.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSOS8SaS*S7TSF!I"STS*SQSH?P=S7TS*°S9! #3 (J 


ESBS*SkSAS?SCEWSr; HSCSFIU#?PLSNS3SSSHSm! <SiSN%&G! <S?SrFIS_S?SSSNSGS9S,!"e (J 
2 SBI}K!$, $0$+$4$%S;$s! #2 (UGetPadBuf i $BSGFIS* $H! "SQSCZISN<oN* SOI8=* $3%s%H%m! <& 4502 
2 SBE>AwSPS$%H2t SOF2SPSS% H! JMWS9SkSKI8=" %3%s%H%m!<%i$HF1$8!K$rJV$7$F$-$^$9!#¿ (J 


éSBS4B8CNSNJ}!"65S (SF$/S@S5S$!*3 (J 


ESBST$*S@E (J 


shigep@bu.com 
—-MESSAGE FILE 21956 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000084ht 
ml.html 


--MESSAGE FILE 21957 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000085 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sazanta" <sazanta@oks2.threewebnet.or.jp> 

Newsgroups: playstation.ny.program.labo 


Subject: =?1S0O-2022-JP?B?UmU6IFtRXToObJEI JRiNGJF 8kPyQkJEO1LYSVLUJWUhPCRyOm4kayRLJE8bKEo 
=?= 


=?1ISO-2022-JP?B?GyRCISkhKRsoSg==?= 
Date: 18 May 1997 12:56:06 GMT 
Organization: Tose 
Lines: 30 
Message-ID: <5lmu96Sqee@newsl.scei.co.jp> 
References: <01bc6347$8f5261e0$13e484d2@hamara2> 
NNTP-Posting-Host: 202.235.203.230 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBSIS&Sb!"S5S6SsS?SGS9!#¿ (J 


¿SBSOS“S-SA¿ (J <hama@ra2.so-net.or.jp> wrote in article 
<01bc6347$8£5261e0$13e484d2@hamara2>... 
¿SBSOS“S-SASGS9!#¿ (J 


v 


ESBHEFHES_S?SSSIS0SiSG!<S7SGSSSNF~SCS?SaSK%e!<Sri:nSmS&SHIMS (SFSSS*S9! #2 (J 
ESBSHSIS"S(S:!"SOSiSG!<% Ce E (JGsSortGLine; SBSGEISJSDSV$7¢ 
¿SBSbSIS-SKS9S1SPSSSSSd!*!*¿ (J eSBSCSF;WSCSFS*S9S, !"SVSAEV$?$CS$?LdBI$, ¿(J 
¿SBS"SjS“S9!#¿ (J 


V V V V V 
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¿$BJ8; zSrI=<(S9SkKSNSKSO!"¢ (JKrom2Timz $BSGJ8; zë (J->TIM: SBSKS7SFE=SjIUS1Sk3; (J 
cSRESGRERSTGKENECE աաա, {FOXTIGHSNEAANEDSESHSISUEESHE, SCHEE/SMVORAAGE (J 
SBI <3 7%3g9%S$,@8S-SFS-S*S;Ss!#¢ (J 


ESBS3S1SCSF!"¢ (JStoreImage; SBSG%0%1%G! <% atte? SSN%SS%a!<%38S3G!<S?SrSHSCSFS-SF3 (J 
¿SB9g@.S7SJS1S1SPSJSiSJSSSNSGS9S+SM!#¿ (J 


¿SBS&!<Ss!"G:S`SHS3SmSGS9!#¿ (J 


VVVVVVVV VV 


Krom2Tim: $SB$G=q$+$1$kJ8; zSO%P%C%/S$,F) L@?'S@SCS?$H;WS&ESNSGS9S, 18: (J 
ESBS=SNS*S*%9SWSiSSSHSHS7TSFO7S ( ss $GS-SkKSNSGSOSJISSSGSTSgS&St! #2 (J 


sazanta@osk2.threewebnet.or.jp 


ESBS5S$6$s$2¢ (J 
P.S.internet news¿$B@5$7$/:nF0$7$F$$$^$9$G$7$g$&$+!)¿ (J 


—-MESSAGE FILE 21957 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000085ht 
ml.html 


--MESSAGE FILE 21958 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000086 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sazanta" <sazanta@oks2.threewebnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?1ISO0O-2022-JP?B?UmU6IFRpbVBhY2sbJEILIiVDIJVckNyReJDckPxsoSiAodXRpbG1l0eSk=?= 
Date: 18 May 1997 14:00:36 GMT 

Organization: Tose 

Lines: 19 

Message-ID: <51n224Sqjo@newsl.scei.co.jp> 

References: <0l1bbb8ccš2a76f9a0S08ff20ca@-------- > 

NNTP-Posting-Host: 202.235.203.248 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB!ZL>¿ (J ¿SB!!¿ (J ¿$B>N![!!¿ (JTimPack 

¿ŠB!ZEP¿ (J ¿$BO?¿ (J ¿ŠBL>![!!¿ eee te LZH 

¿$B!ZEP¿ (J ee é$B@h! [!!¢(J3/forum/program/tool 

¿SB!Z@) :n<TL>! [ freee Greased (T_Hoshiyama) sazanta@osk2.threewebnet.or.jp 
2$B!Z7G:\7nF|![!!¢(J1997/ 5/18 

05812» :12:761 11 1122: (J 

éSB!2ZF0:n4D6-![!!¢ (JWindows 95 


ESBI#?tSNe (J TIME SBSG!<%S?Sr#1SDSKS*SHSaSk%D!<%kSGS9O!#¢ (J 
Visual Basic z¢SB$G:n@.$7$?S?Sa!"%i%S%?%3S%~> SbO1l=oSKF~SCSFSSS$%* աա 
éSBSGSISNSG! "Sw%ms0%i%~* SN3dSK7k9=Bg$—-$/SISCSFS7TS“*SSS*S7S?! #2 (J 


Ver 1.10¿SBS+S$SiSNJQ99EQ; (J 

¿SB!!!&J#?tSN ¿j (TIM; SBS+Si#1SDSN¿ (UTIM $B$r:n@.$9$k:]$K!"¿ (UCLUT Type¿$B$,0c$&¿ (JTIM 
LSBSb¿ (J 
S SBI!!! #1$D$K$^SH$a$i$1$k$h$&$K$7$^$7$?!#; (J 


--MESSAGE FILE 21958 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000086ht 
ml.html 


--MESSAGE FILE 21959 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000087 
html.html 

Path: chuka. tee co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿S$SBK-¿ (J" <m-kami@da2.so-net.or.jp> 

Newsgroups: ny.program.labo 

Subject: ¿SB%s@%V%k%P%C%C%U%!SNCf?H; (J 

Date: 18 May 1997 14:35:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 
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Message-ID: <51n438Sqmd@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.204 
X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSCSVSEKSPSCSUS ! SNH>F) L@SSSCSHSLTA4ItCN) ՏԲՏԻչ (J 
ESBIAZHS7SFS/S1SkShSESTSUSISOSOSIS3S+SKSISSSGS7$g$&S+!#e (J 


¢$B#128%1%8%0%5%S%S0S7$23 (SrH>F) L@$G99SK; HSSS?SSSHSSS&; ~SKz (J 
¿S$BS"$k$HJXMx$JSNSG$9S,!&!&!&!#¿ (J 


ESBShSm$7$/S$*45SSS7S*S9! #3 (J 


KAMI / չ58:8:3չ(7 ¿SBK<¿ (J 
m-kami@da2.so- A or. jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 21959 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000087ht 
ml.html 


--MESSAGE FILE 21960 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000088 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.sugata" <sugata@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: [Q] =?iso-2022-jp?B?GyRCJUV4layVBJT81OyVXJE41RyE8JT8kTkKZJJF 9KfRsoSg==?= 
Date: Wed, 21 May 1997 03:51:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <3381F2A8.82D@ba2.so-net.or.jp> 

References: <337EC87E.6709@fa2.so-net.or.jp> 

Reply-To: sugata@ba2.so-net.or. jp 

NNTP-Posting-Host: 210.132.193.175 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


2 SBSTS*S@S5S$s$3S$SSKSASO! "S98, S?SH?=S7S*S9! #3 (J 


> ESBS*SkSA%S?SCSWSr; HSCSFIU#?CSNS3%SSSHSm! <SiSNSG!<%S?SrFIS_S?SSSNSGS9S,!1"3 (J 

> zSBI}K!$,$0$+$4$*$; $s! #2 (JGetPadBuf; $SBSGFIS* $H! "SQ3C%ISN<oN* 5018-` A eee 156» ( 
J 

> 2 SBE>AwSPS$%H?tSO#2%P%S53H ! IMWS 9SkSKI8=" $3%sSHSm! <SiSHF1S8 !KSrdVS7SFS—-S*S9!#3 (J 
éESBSWsms0%i%s~ $b=PMh$J$$<+J, $, 2rEzSISkKSNSbIQSGS9IS, ! "¿ (J 


¿SB#U#s#e#r!G#s!!#Gfufitñd#e!J2+KN!K#P#1#8SN#19TLNS+$i#29TLNSKS+$1$SF!" (J 
¿$B4XO"$9$k5-=R$, $"$j$^$9! #2 (J 


éSBSD$*S5%*SkSA%?SCSWBP 1 ~SNS3=SUSHSGM7 SV$ 3SHSO=PMhSkS1$1!"2 (J 
¿SB%$M%sC%HSd$SmS&S<%7%9%F%`SGSO;HS (SISSSh! "ՏԱՏՏՏԵՏՅՏԱՏՇՏ75958 184 (Մ 


¿SBCN?MS$Sb#4?MBP@oSNS2!<%`Sr:nSmS&SHS7SFF1S8LdBjJSKFEvS?SCS?LOMM! #2 (J 


¿S$B:G6aH/Gd$5$1$?%"%J%m%0%3%s%H%m!<%i$JSISb$"S$S3j$2$9871"¿ ( 
¢ SBBP1~=PMh$kSh$&SKSJISiSTSSSDSNS$GS9$+5M! #3 (J>>¿$B%= oo 


/_/ ¿$B?{ED¿ (J ¿$B7C01;¿ (J Pr s. 
ESAS mailto:sugata@ba2.so-net.or.jp f=} 
ա. 1 Net-Yaroze ID: bff00134 Րա 


—-MESSAGE FILE 21960 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000088ht 
ml.html 


--MESSAGE FILE 21961 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000089 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: [Q] =?ISO-2022-JP?B?GyRCJV4 LayVBJT810yVXJE4 1RyE8JT8bKEI=?= 
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—-MESSAGE FILE 2324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001027 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: Tue, 26 May 1998 11:02:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6kea0tShca22@chuka.playstation.co.uk> 

References: <6k9209Shca2@chuka.playstation.co.uk> <01bd8724534412960Sba3b63c3@defaul 
t> 

NNTP-Posting-Host: dragon.dial.intercom.it 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Pete ha scritto nel messaggio <01bd8724$34412960Sba3b63c3@default>... 
>Stefano Provenzano <dragon@intercom.it> wrote in article 
><6k9209Shca2@chuka.playstation.co.uk>... 

>> Hi, 

>> I'am working at a VRML browser and I have thought to use it with the 
>yaroze, 

>> but there is a big problem (at least for me) command directly the modem 
>and 

>> then the psx serial port. 

>> 

>> Anyone know how to do this? 

>> 

>> Thanks, 

>> Stefano 


Hi, 

>It depends on what you're trying to do, are you using the modem connected 
>to your PC or have you got it connected directly to your playstation? 

> 

>For info on a PC (DOS) modem connection Andre LaMothe's book the Black Art 
>of 3D Programming contains a detailed explanation on setting up the PC 
>serial port and communicating with the modem. The maximum baud rate is only 
>2400bps though, for higher transmission speeds you'll need to use one of 
>the standard data compression and error correction schemes. If you search 
>the net you should be able to download a software library containing these 
>modem protocols (I've had no luck yet). 


My goal is connect directly the modem to the playstation. 


>To control the psx serial port, you should be able to use the ioctl( ) 
>function in the updated Libps library. 

>I've not been able to get it to work though, perhaps SCEE could give us a 
>few examples ?? 


Sometime SCEE is too miser of examples! 


>Even without ioctl, you can read( ) and write( ) data thru the serial port 
>at 9600 or 115200bps. I've had two playstations chirping happily to each 
>other via a link cable. 

> 

>I hope this helps, if you need any info on the PC serial port or modem 
>commands I can mail it to you, 

> 

>Pete. 

> 


Then I'll go to fight against ioctl.... 
Thanks for the very usefull reply. 


Stefano. 
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=?1SO-2022-JP?B?GyRCJUESGSSR£ESnNODKEI=?= 
Date: Wed, 21 May 1997 17:46:10 +0900 
Organization: PlayStation Net Yarouze 
Lines: 16 
Message-ID: <yasunaga$1f£7219970521174610@news1.scei.co.jp> 
References: <337EC87E.6709@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.247.160.87 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


¿SBS3SsSKSASO!"S7S“S@S5Ss!"¿(BMr.K¿SBSGS9!#¿ (B 


>¿SB% A %$k%A%?%C%$WSr;HSCSFJ#?t$N%3%s%H%m!<%iSN%G!<%?$rFIŠ_S?2?SSSNS$GS$9$,!"¿(B 
>¿$BJ}K!$, $0$+$J$^$; $s!#¿ (BGetPadBufz $BSGFIS* $H! "SQSC%ISN<oN* 5018- Ն ՅՆ Ոգու ՀՏ acute 
>: SBEDAwSP SS 3H 2t $O#2SP 35H | IMWS 9SkSKIG= %3%s$H%m! <$i SHF1$8 !KSrJVS7$FS—$*$9! #2 (B 

> 

>¢SBS4B8CNSNJ}!"65$ (SFS/S@S5S$!*3 (B 


ESBS 9SGSK%SUS) sm! <$,SDSSSFSS$S$*S9S,!";,d$bS*SkSA%S? SC SWS rMxMOS 7$hS$&$H;WSCSF3: (B 
éESBSS$m$$ $mSHD4SYSFS_$?SN$G$9$, 1 "Sd$O$ jLSBP1~SNShSé$GS9!#~e (B 


program ¢SB%SU%) !<%i%° S43!<%@!<z;(B Mr.K (չ580817: (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21961 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000089ht 
ml.html 


--MESSAGE FILE 21962 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000090 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Hiroyuki Itoh" <pirowo@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: zSB#3<!85:BI8SrSb$C$?%9SWSiSSSHE (J 

Date: 21 May 1997 11:48:59 GMT 

Organization: ESBE|K\% (95551 ՀՅԵՀՕ2ԳՀՔ» (J 

Lines: 13 

Message-ID: <0Olbc6é4f4$635bf£520S21ac84d2@pirowo.so-net.or.jp> 
NNTP-Posting-Host: 210.132.172.21 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB$SOS8SaS S7SF!#¿ (J 
ESBSISWSISSSHSK#3<!85:BI8Sr; }$?S; SkS3SHSO2ZDG=SISNSGS7SgS&St+! #3 (J 


¿SB#R#S#DSN#P#L#YSUS 15 x k$ŠN#P#O#L#Y#G#O#N5-=R;RS$NItJ,$G!"%9%W%i%$%SH$SN;XD3$, $G (J 
¿SBS-SkShS&SGS9S, !"¿ ( 
5 s o nn $8! Fa (7 


ee աան: RSG!"%9%W%Si%SSSHSN;XDjSrS7S?>19g!"#M#A#T!"#R#S#D!"#G#R#P¿ (J 
¿S$SB%U%!%$S%kSNFDSMFSO¿ (J 
éESBSISNSHS&SKSIYSISPNISSSNSGS7SgSES+! #3 (J 


—-MESSAGE FILE 21962 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000090ht 
ml.html 


--MESSAGE FILE 21963 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000091 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "¢SBSOS*S-SA; (J" <hama@ra2.so-net.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: [Q]:¿SB#F#FS_S?SSSJSaSK%Se!<Sr:nSkSKSO!) !)¿ (J 
Date: 22 May 1997 14:13:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01lbc66b9S7f£96bf60$14e484d2 @hamara2> 
NNTP-Posting-Host: 210.132.228.20 

X-Newsreader: Microsoft Internet News 4.70.1155 
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¿SB$OS“S-SASGS9!#¿ (J 
¿SBS59S659sS?%5%s!"#R#E#SS"SjS,SHS&S4S6S5SSS“S9!# (J 


¿$B!d¿ (JKrom2Timz $BSG=q$+$1$kI8; zSO%P%C%/$,F) L@?'S$@SC$?$H; ԱՆՆ S 
ESB! dS=SNS“*S“*S9SWSIiSSSHSHSTSFO7S (SP!"<B8=SGS-SkSNS$GSOSJSSSGS7SgS&S+!# (J 


¿SB$*$d!"$i%$%$V$i%j%3j$SU%!%$1%$s%9S$Sr8+$k8B$j$GSO!"; (Ubg¿$BSN?'$N;XD3j$, $"$k$hS$S&¿ (J 
ESBSGS9S, !"$3$61$OGX7J?'SHOcS$S&SNS$SGS7S$SgS$&S+!#¿ (J 


¿SBSbS7S+S7SF!"#b#gSHSO#B#a#c#k;¿ (J ¿SB#G#r#a#u#n#d:; (J ¿SBSNN, SG$OSJS+SCS?$S3JS7SF!&!&! 
&¿ (J 


éS$B!idz(JP.S.internet news¿S$BQ@5$7S/:nF0$7$SFSSS2S9$SGS7SgS&S+!)¿ (J 


¿SBS ($ (!"LdBjL5$/;H$ ($F$*“$9$Sh!#LdBj3$G$Sb$"$j$2$S7S?S+!)¿ (J 


--MESSAGE FILE 21963 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000091ht 
ml.html 


--MESSAGE FILE 21964 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000092 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: ae ny.program. labo 

Subject: Re: : i SB#F#F$_$?7$$$J%a%K%e!<$r:n$k$K$O0!)!)¿ (B 

Date: 22 May eee 20:35:19 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 75 

Message-ID: <5m2am7$b19@newsl.scei.co.jp> 

References: <Olbc66b9S7f96bf60$14e484d2@hamara2> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<Olbc66b9S7£96b£60$14e484d2@hamara2>;SBSN5-; vSKS*SSSF¢ (B 
hama@ra2.so-net.or. jpzSBS5$sSO=q$-S*$7$?!#2 (B 


>~SBSOS*S-SASGS9! #2 (B 

> 
>2SB!dz (BKrom2Tim: $B$G=q$+$1$kJ8; zSO%P%C%/$,F) L@?'S@SC$?SH; WEESNSGESS, !# (B 
>i $B!dA$=$N$^$^Z 9I Wi $SH$H$7$F07$ (SP!"<B8=$SGS-SkSNS$GSOSJSSSGS7SgS&S+!# (B 

> 

>¿$B$*$d! "3 SL SSSVS1ISISISUS! 151 SsS9Sr8+Sk8BSjSGSO! ma (Bbg¢SBSN? Ա $N; XDj$, S"SkShS&¢ (B 

ՀՀՏ8ՏՇՏ9Տ, !"$3S1S0GX7J?'SHOCSESNSGS7Sg$&S+! #2 (B 


ESBS (!<SH!"S3SNS"S?S5SN%O%i%a!<%?!"S*SHOSSSCS-SjIL5; kS7SFLAUBISISTSGS9! #2 (B 
eee éESBSGF@Si$1$k%Q%?!<%sSO!"J8;zSNItJ,$,2¢(B index=1 , ¢$BGX7J$,¢(B 
index = 0 ¢SBSN;(B 4bit CLUT ¢SBSN%Q%?!<%SSKSISjS*S9!#¢ (B 
ՀՏԹՏՅՏԱՏՕՏՉ21ՀՏՏՏԱՆ"Թ, 257: (B 4bit CLUT (02SBSN?'SNF) L@S3U%i%0SrS?SFS1SPNISS3; (B 
ESBSGS9SWSISSSHSrSDS/S1SPz BOE s Or 


é SBSDSSSGSISNSG!"$*$+!AS7SD$/S$CS$?SiS$SVSISISLSASGSSSH; (B 
ESBD>S7TSFS5S3SSWSkSD$/SCSFS_$*°S7$?7!#ShSm$7S1S1SPSIS&S>! #2 (B 


ftp://ftpl.scei.co.jp/test/textwin.1zh 


ESBS*$*S1SGS03i SGSNS+$+$C$2¢ (B box չ585ԵՏ0Տ/ՏՇՏՔԲՏ Տ՞9757214չ (B 
2 SBC£ESKF~S$CSFS$* ՏԱՏԵԼ ՏՅ», H$$J} $O: (B GSBOXF ¿$B$H$[$H$s$IF1$8$G$9!#; (B 


¿$B$=$I1$G$0!#¿ (B 


¿SBEOn4¿ (8 ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot, cao -$C%3S%Z!<%S<B;\Cf£z(B(*%) http://cclub.tutcc.tut.ac.jp/xmascot/ 


¿SBSSSAS*S$S&$3S3S$SK¿ (B GsGradBOXF :SBSN%=!<%9SrSDS1SFS*S-S%S;S&!#3 (B 


¿ 


Net Yaroze newsgroups message dump.txt Page 14703 


ESBFDItIQ?tSSS8SCSFSKSNSG! "S3SNItJ, SNS33SSO0%SSkSKSO;¢ (B -G0 ¿SBS,I,MWSGS9;¿ (B 
ESBSASgSCSH2~BSS9S1SPz (B42, $B3Q0$=$1S>S1$K?'S$,$+So$k%0S1i%G6!<S7%SgSSSKSISjS*S9! #3 (B 


#include <sys/types.h> 

typedef struct { 
u_long attribute; 
short x,y; 
u_short w,h; 
u_char r, g, b; 
u_char r2,g2,b2; 

} GsGradBOXF; 


void GsSortGradBoxFill (GsGradBOXF "Եթ, GsOT *otp, u_short pri) 
{ 


GsOT_TAG *p, *q; 


u_long *r, atr= bp->attribute; 

u_long col0 = (bp->b << 16) (bp->g << 8) bp->r; 
u_long coll = (bp->b2 << 16) (bp->g2 << 8) bp->r2; 
u_long pos; 

p = otp->org + pri; 

q = (GsOT_TAG*) GSOUT_PACKET_P; 

*q = *p; 

*(u_long*)p = ((u_long)q) & 0x00ffffff; 


GsOUT_PACKET_P += 10 * sizeof (դ 1օոց): 
q->num = 9; 


Է = (u_long*) qt1; 

*r++ = 0261000200 ((atr & (1<<28|1<<29)) >> 23); 
*r++ = 039000000 | ((atr & (1<<30))>>5) | cold; 
*r++ = pos = (bp->y ՀՀ 16) | bp->x; 

*r++ = col0; 

*rt++ = pos + (bp->w-1); 

pos += ((bp->h-1) << 16); 

*k*r++ = coll; 

*r++ = pos; 

ՐԻ = coll; 

XÉ = pos + (bp->w-1); 


} 


--MESSAGE FILE 21964 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000092ht 
ml.html 


--MESSAGE FILE 21965 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000093 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: [Q]:=?iso-2022-jp?B?GyRCIOYjJRiR£fUD8kICRKIJWE1LSyV1ITwkcjpudJGskSyRPISkhKRs 
oSg==?= 

Date: Fri, 23 May 1997 18:19:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <3385612A.705B@ymg.urban.or.jp> 

References: <Olbc66b9S7f96bf60$14e484d2@hamara2> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBSOS*S-SA;z (J wrote: 


> ¢SB!dz(JP.S.internet newsz;SB@5$7$/:nFOS7SFSSS*S9SGS7$g$&$+!)¢ (J 
> ¢SBS($(!"LdBjL5$/; HS ($F$^$9$h!#LAdABj$G$b$"$J$^$7$?$+!)¿ (J 


£$B!!%Q%=%333SSNS3MSCSH%S0! <3/>eSGSNL>ANSr! Vz (Jhamara2¿ $B!W$K¿ (J 
ESB! !ST7TSFSiSCS7ScSSS*S9SM!) 2 (Մ(՞՞չ 


http://www.cup.com/negi/msin.html 


Net Yaroze n 


¿$B!!$r$4$i$ 


¿SB!!?4Ev$?$ 
—--MESSAGE FI 
ml.html 


--MESSAGE FI 
html.html 
Path: chuka. 
From: "¿S$BSO 
Newsgroups: 
Subject: Re: 
Date: 24 May 


Lines: 27 
Message-ID: 


¿SBEOn4$5$s! 


¿SBS (!<$H! 
Krom2Tim ¢ 
index 0 

ESBS3SN%Q% 
ESBSGS9ISWS 


VV V V V 


¿SBSJSKS[SI! 


¿SBSDSSSGS 
2 SBD>S7SF% 


> 
> 
> 
> 


¿SBMnSHS$S7SK¿ 
¿(J 
¿$Š 


¿SB%5%s%W%k$ 
¿SBSJSNSGS9S 


¿S$BCOF; $K2r@ 


Organization: 


NNTP-Posting- 
X-Newsreader: 


ftp://ftpl. 


BSd$j$+$?8, 
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s$$$?S$@S1S1SP!"S=SNSXSsSN>pJs$,O3S1$SJI$/SI$j$*S9! #2 (I 


JSNI}S, SSSiSTS?Si9TSCSFS_SF2<S5S$! #2 (J 
LE 21965 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000093ht 


LE 21966 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000094 
playstation.co.uk!newsl.scei.co.jp!usenet 
S*S-SAz (J" <hama@ra2.so-net.or.jp> 

. որր. ny.program.labo 
:¿SB#F#FS_S?SSSJSaSK%Sse!<Sr:nSkSKSO!) 
cee 10:10:06 GMT 

PlayStation Net Yarouze 


)¿ (J 


<01bc68295d8485c60S999b84d2@hamara2> 
Host: 210.132.155.153 
Microsoft Internet News 4.70.1155 


"S3SsSKSASO! #2 (J 


"S3SNS"S?$SJSNSO%Si%Sa!<%S?!"S*SbSSSCS-SjL5;kS7SFLdBjSJS7SGS9!#¿ (J 
SBSGF@SiSl1Sk%sQ%?!<%sSO!"J8;zSŠNILtJ,Š,¿ (J index=1 ¿SBGX7JS, ¿ (J 


r 


¿S$BSN¿ (J 4bit CLUT 2$BSN%Q3?!<%sSKSISj4S*°S9! #2 (J 
?!<%s$H!"E, @Z$J¿ (J 4bit CLUT (0¿SBSN?'SNF)L@%U%i%0S$r$?2$FS1SPNISS;¿ (J 
iSSSHSrSDS/S1SP¢ (UOK; SBSGS$9!#¿ (J 


#F)L@%SU%Si%SOSrN)SFSKkKSNSGS9SM!#¿ (J 


JSNSG!"S$`S+!AS7SDS/SCS?%1%SS%SV%SiSjJSrŠSASgSSSH (J 
S%s%*W%kS$DS/SCS$SF$_S2$79?!#Sh$mS7S1S1SPSIS&S>!#¿ (J 


scei.co.jp/test/textwin.lzh 


(Jftp¿Š լ 


ԹՏՇԲ-ՏԸՇՏԲՏ ՏՉՏԱՏՇՏՉՏ, !"¿ (Jtestz$B%G%#%1%/%H%S 5S, SISSSNSOSTS<!)!) !) 


SoSkSSSNS+SJS"T!)!)¿ (J 


$G:\$; SFD:$-S*S7$F!I"S"S45$, SHSE&S4S6SSS*S9! #2 (J 


/1&1&!&!"S&!<!";dSNF, SGSO2?SrSd$SCSFSSSKSNS+M} 2rITG=!*!*!*3 (J 


AN. 
r 


OS7SFS-S S9¿ (J 


¿$B$0$^$-$Az (J 


(Inet hama 
——MESSAGE FI 
ml.html 


—-MESSAGE FI 
html.html 

Path: chuka. 
From: 


@ra2.so-net.or.jp Nifty:SGP03403) 
LE 21966 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000094ht 
LE 21967 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000095 


playstation.co.uk!newsl.scei.co.jp!usenet 


Newsgroups: 


TaS 


Subject: 


Date: 


24 


BSOS$*S-SAz (J" <hama@ra2.so-net.or.jp> 

I ny.program.labo 

Re: 1¿SB#F#FS_S?SSSJSaSKSe!<Sr:nSkSKSO!) 
May E 10:13:52 GMT 


)¿ (J 


Organization: 


Lines: 17 
Message-ID: 
References: 


NNTP-Posting-Host: 
X-Newsreader: 


ՀՏՑՏՕՏ՞Տ-ՏոՏ 


Taro Kamon;$ 
¿SBSGS9S, !"% 


PlayStation Net Yarouze 


<01bc682aS5fla3740S999b84d2Q@hamara2> 
<01bc68295d8485c60S999b84d2@hamara2> 
21.0. 332. T 554153 

Microsoft Internet News 4.70.1155 


GS9!#DI5-SJSNSGS9S, ! '<BSO%S$9%sW%i%SSSHSKSb61O+S7SFS *S9!#¿ (J 


BS5$s$, :n@.S$7$?!V6L!WSN%=!<%9S$Sr8+%$J%$,SiSdSCSFSSSKSN¿ (Մ 
9SWSiSSSHS, I=<(S5S1SISS! #3 (J 
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éESBSOSFSOSF!"¢ (JGSSPRITE; SBSN@_Dj$, 0O-SSSNSdSi!"¢ (JKrom2Tim; SBSN;HSSJ}$,¢ (J 
éESBO-SSSNSdSi! #2 (Jbmp- St imz SBSKIO49$7$2SbSNSr; HSCSFSbDSZ231! #2 (J 


ESBSE&!<!<!<!"610+SNF|!9$,B3$-S=SESGS9! #2 (J 


gSBSO$*$-SAz (J 
(Inet : hama@ra2.so-net.or.jp Nifty:SGP03403) 


—-MESSAGE FILE 21967 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000095ht 
ml.html 


--MESSAGE FILE 21968 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000096 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "¿SBSOS*S-SA¿ (J" <hama@ra2.so-net.or.jp> 

Newsgroups: P ny.program. labo 

Subject: Re: : i SBHEF#F$_$?$$$J%a%K%e!<$r:n$k$K$O0O!)!)¿(J 

Date: 24 May i987 10:16:02 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01lbc682aSac9fcc00$999b84d2 @hamara2> 

References: <Olbc66b9S7f96bFf60S14e484d2@hamara2> <3385612A.705Beymg.urban.or.jp> 
NNTP-Posting-Host: 210.132.155.153 

X-Newsreader: Microsoft Internet News 4.70.1155 


éSB!!SQ%=S33SSNSMSCSHSO! <% Ա Gama (Jhamara2¿SB!WSK; (J 
¿SB!!S7SFS1SCS7ScSSS*S9SM!)¿ (Մ(՞՞չ 


ESBS*Sd!"S$=$1$0; dSGSISSSH;WSSS*S9!#!VSOS*S-SA!WSO7k9=SS$SmSsSISHS$3Sm$KSS$$k$_3¢ (J 
¿SŠBS$S?SSSJSNSG!&!&!&!#¿ (J 


—-MESSAGE FILE 21968 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000096ht 
ml.html 


--MESSAGE FILE 21969 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000097 
html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 
Newsgroups: playstation.ny.program. labo 
Subject: Re: Q] :=?ISO-2022-JP ?B?GyRCIOYJRiR£fID8kICRKIWE1LSyVLITwbKEI=?= 
=? 1S0-2022-JP ?B?GyRCJHI 6biRrdEskTyEpI SkbKEI=?= 
Date: Sun, 25 May 1997 00:20:56 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <bo0wy$24b319970525002056@news1.scei.co.jp> 
References: <Olbc66b9S7f96bf60S14e484d2@hamara2> <3385612A.705Beymg.urban.or.jp> <01 
bc682aSac9fcc00$999b84d2@hamara2> 
NNTP-Posting-Host: 202.247.160.70 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


":SBSOS*S-SA; (B" <hama@ra2.so-net.or.jp>¢SBS5S$sSO=q$-S*S7$?! #3 (B 
>ZSBS*S$d!"$=$1$0; dSGSIS$$H;WS$$*$9!#!VSOS*S—-SA!WSO7K9=S$ $m$ s$ISH$ 3$m$Kz (B 


¿$B!!¿ (Bhamaz $B$N8e$m$K!"¿ (Bra2 (so-net 2; SBSN%1%a%$%s$+SJz (B?) 2585, Տ/ՏՇՏՇՏՏՏԲ (Մ: (Bhama 
ra2¿SB!W (B 

2 SBSHSJSCSFSKMMSG$9SM! #2 (BMessage-IDz SBSN=4$r8+SF$/$@S5$$ | JILSKS SsSISk8+SF¢ (B 
¿SBS=S$S&8@SoS1S?SoS1$SGSOSJSSSsSGS9¿ (8(՞՞չ) 25814. (B 


¢$B!!SISASiSKS;$h!"z (BGSX-Rz $B$5$s$,Ds< ($7$?¢ (BURL; $BSK9OTSCSF:FEY@_Dj$r8+D>$7$?¢ (B 
ESBS [$&$,NISSSH;WSSS*S9ShH!#S5$6$s$2$5$s$, !V@5$S7S/F0:nS$7$FSkS+!WSH¿ (B 
¿SBJ9SS$S?SNSO!"SDS*SjJS$S=S&8@S&;vSGS9!#¿ (B 
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¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 21969 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000097ht 
ml.html 


--MESSAGE FILE 21970 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000098 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program. labo 

Subject: Re: [0]: ¢SB#F#FS_S?SSSJ%asK%e!<Sri:n$kSKS$O!)!)¢(B 

Date: 24 May 1997 21:49:22 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 35 

Message-ID: <5m7np2Sinr@newsl.scei.co.jp> 

References: <01bc6829$d8485c60S$999b84d2@hamara2> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! # (B 


<01bc6829Sd8485c60S999b84d2@hamara2>;SBSN5-; vSKS*SSSF3 (B 
hama@ra2.so-net.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>¢SBEOn4$5$s!"S3SsSKSASO! #2 (B 
ESBS*SOSHSE&S4S6SS$*S9! #2 (B 


>> ftp://ftpl.scei.co.jp/test/textwin.1zh 


> 

>¢ SBMnSHS$7$Kz (Bftpz SBSGF~SCSFS$_S$?SNSGS$9$, !"¿ (Btestz SB%G%#%1%/%H%S5S, SJUSSSNSOSJS<!) !) ! 
)¿ (B 

>¿$BSdS$SJS+S?S,SoSkSSSNS+SJS"!1)!) (B 


ESBS"SISCSIS_S°S$; $s! #SASGSCSHS“*SAS, $ (SFS°S7$2 1 #2 (B 


ftp://ftpl.scei.co.jp/forum/program/test/textwin.1zh 


AAAAAAAAAAAAAA 


¿SBSGS9!#¿ (B 


>ESBS5%sswek$*$G:\$; $FD:$-$^$7$F!"$"$j$, SHS&S4S6SSS*S9! #3 (B 

>¿$SBS$SJSNS$SGS$9S,!&!&!&!"$&!<!";dS$SNF, SGSO2?SrSdSCSFSSSKSNS+M} 2rITG=!*!*!*3 (B 
> 
>¢SBCOF; $SK2r@OS7SFS-S*S$9; (8(՞՞չ 


¿SBS (!<SH!"SdSCSFSSSkS3SHSO!"¿(B 

4:$B30%]%j%4%s¢(B ¿$B8w8;7W;;$J$7¿ (B Gouraud (Gradation), No-Texture ¿$B$N¿ (B 
¿SB%$Q%1%SC%SHSNQ@8G@.SGS9!#¿¿ (B 

¿SBS3SNS3!<%I$,SIS&$SS&OUL#SrSb$CSFSS$kS+SO!"¿ (B 

playstation.ny.program.labo ¿$B$G2a5n; d$, =q$$$F$k5-;v$rFI$s$G$$$/$H¿ (B 
¿SBL@SiS+SKSJSkKS+SbS7S1S S;Ss¿ (B:-) 


¿$B$"$H!"¿ (BWWW server ¿SBSNS[S&SKS"Sk ¿ (B TMD format ¿SBSN;qNASb=EMWSGS9!#¿ (B 
¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**%) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 21970 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000098ht 
ml.html 


--MESSAGE FILE 21971 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000099 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "¢SBSOS*S-SA; (J" <hama@ra2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: [Q]:z¢SBH#HF#FS_$?S$SJ%a%K%e!<Sr:n$k$KSO!)!)z(J 

Date: 26 May 1997 13:45:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <01lbc69da$4e9c89c0S4f9b84d2 @hamara2> 

References: <0O1bc6829Sd8485c60S999b84d2@hamara2> <5m7np2Sinr@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.155.79 
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X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS (!<SH!"SdSCS$FSSSkS3SHSO!"¿ (J 
4:$B30%]%j%4%s¢ (J ¿$B8w8;7W;;$J$7¿ (J Gouraud (Gradation), No-Texture ¿SBSN (J 
¿SB%Q%1%C%H$N@8@.$G$9!#;¿(J 

¿SBS3SNS3!<%I$,SIS&$SS&OUL#SrSb$CSFSS$kS+SO!"¿ (J 

playstation.ny.program.labo ¿$B$G2a5n; d$, =q$$$F$k5-;v$rFI$s$G$$$/$H¿ (J 
¿SBL@SiS+SKSJSkKS+SbS7S1S S;SSs¿ (J:-) 


VVVVVVVVV 


éESBS"SH!"3 (JWWW server ¢SBSNS[S&SKS"Skz; (J TMD format ¢SBSN; qNASb=EMWSGS9! #2 (J 
éESBSOS*S-SASGS9! #2 (J 


773803 Ds y T< T TY. VX Yx YY ԱԱ Y lD 
¿SBS7S“S9!#; 

í sl Q i) ԱՆԱ ԱԱ ՑՆ ԱԼԸ A$9¿ (I^^; 

res¿S$SBSNIUSlJ)$b<: ԼԱՆ ՆԱՆ o 2) SHS&$4$6$8$" $7$2?¢ 


¿SBSOS“S-SA¿ (J 
(Inet : hama@ra2.so-net.or.jp Nifty:SGP03403) 


--MESSAGE FILE 21971 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000099ht 
ml.html 


--MESSAGE FILE 21972 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000100 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takayoshi Tanabe" <t_tanabe@wa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: ¢SB#C!\!\SGSNSW3mS0%i%* $N<j=g$r65$($F¿ (J 

Date: 29 May 1997 15:49:24 GMT 

Organization: Media JuGGLer 

Lines: 11 

Message-ID: <01bc6c46SšSbc1f2700Sa48c84d2@p200> 
NNTP-Posting-Host: 210.132.140.164 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSI!<SbS3SSSKSASO! #; OSaSF=PS7S*°S9!l #2 (J 


Be ee a Y y TX YY YY Ps 
¿SBSN%SW%m%0%i%S`SNJ)K!S,J,S+SJSS;Ss!#, (J 

2 SB>pJs$, $P$SiSP%$iSJSHS3SDS"SCSFNIS/M)2rSGS-SJSSSNSGS9!#; (J 
¿SBS@S1S+SIS&SdSCS$S?Si#C!N!NSG=PMhSkShS$S&SKSJSkS+Sr<j=g$G65$S (SFSb$iS (S2$S;SsS+!)¿ (J 
@¿SB2a5nš$NSdSDSr;2>HS9Sk7ASGSbShSSSGS9S+Si!# (J 


¿SB<B:]SK#C!N!NSG;OSaSkSNSK61O+S$S551S?J)SNBN835-$_S?SSSJ46S8$GSbS9%$4S/=u$+SjS ¿(J 
¿SBS9!#SIS&S+ShSmS7S/S*4j)SSS7S S9!#¿ (J 


—-MESSAGE FILE 21972 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000100ht 
ml.html 


--MESSAGE FILE 21973 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000101 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?TULNRRskOQiRDJEYhKRsoSg==?= 

Date: 31 May 1997 14:41:02 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <0Olbcédd0$d08cldc0$f563d9ca@seryu.ba.mbn.or. յք» 
NNTP-Posting-Host: 202.217.99.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 
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¿$B$3$s$P$s$o¿ (J Yuug$BSGS9! #2 (J 
ESBA0S+Si5SSKSISCSFSSS?SsSGS9S, ¿ (JMIME¿ SBSCSFSh$/J9$S/!I<B:]4X?tSbS"Sk!KSsSGS9S1ST1¢ (J 
¢ SBO1BNS$3$1$02?5NS$?SaSK; HS&ESHDSNSISSSGS9$+!) 3 (J 

ESBAX?t%4SUS!% hie $?SiS3S&SSS&S3SHSISsS@SHSO= Ape s s ee 
éSBSCSF;WSCSFS*S9! #2 (Մ ¿$B$I$I$?$+$*4j$$$7$^$9!# (Մ 


Yuu¿S$SB!'¿ (Jseryu@ba.mbn.or.jp 
—-MESSAGE FILE 21973 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000101ht 
ml.html 


--MESSAGE FILE 21974 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000102 

html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: [Q] =?I1S0-2022-JP?B?GyRCJV4layVBJT810yVXJE41RyE8JIT8kTkZJGyhC?= 
=?1SO-2022-JP?B?GyRCUF 9K fRsoQg==?= 

Date: 11 Jun 1997 06:50:04 GMT 

Organization: Net Yarouze (SCE) 

Lines: 22 

Message-ID: <5nlhgqsS$g69@newsl.scei.co.jp> 

References: <337EC87E.6709@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.139.209 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¿SBSOS8SaS*“S7SF1"S7S“S@SH?2=S7S“S9!#¿ (B 
> 
>¿SB%$ A SKkKSA%S?%SC%SWSr;HSCSFJ#?2tSN%$3%Ss%$H%m!<%iSN%SG!<%S?$rFIS_S?SSSNSGS9S, !" 
>¿$BJ}K!$, $0o$+$J$^$; $s!#¿ (BGetPadBuf;SBSGFIS* $SH!"SQ%C%ISN<oN* SOI8=" A oe 
>¢ SBE>AwSP%SSSH?tSO#2Z2SPSS%S H! JMWS 9SkSKI8=. S3SssHom!<SiSHF1S$S8!KSrdVS7TSFS—-S“*S9! #2 (B 


> 
>¢SBS4B8CNSNJ} ! "65S (SFS/S@S5S$!*¢ (B 


é SBSEMSCZHSd$m$ &$<$G!"B?2M?t SWS1SSSr$d$m$ &$H; W$C$F9XF~$7$?$N$O; (B 
¿SBSbS&#1G/A0$SKS$J$jS S9SM!#¿ (B 
¿SB%?%C%WGc$C$F$-$F2.9f8+S?Si!&!&!&!&¿ (B 

é SBIVSCSFS$3SIS$SNSG!"$"$1S1$H; WSCSFOJA0<ALdS$7$?;v$,$"$j$*°$7$?! #2 (B 
éSBSD$&%U%) Sm! ՀՏ, SDSSSFS*SISM! Հ ( 
ESBS"$1$0%73gG%SC%/SGS7$? ! #S=SNS$ 2? SaSKGc$CSF$—-$?S$s$G$IS+Sil#e (B 

ESB: #SGSHS*SkSAS? SCEWSOLZSCSFS*S9!#OLEYSD#2! <#3#PSGFOSSSFS*S;Ss!#!J>P!Kz (B 


= 


¿SB8D?ME*SKSO4k2hŠ$, Ev=iSNM=D jSH$9S4$/JQSoSCSFS7S*SCS?SNSO!"S9S4S/¢ (B 
¿SBS$S/SdS$S7SSSGS9S, !"B22M?t$K$7$I$/SF: #SOSASGSCSHNIS+$C$?$+$ISH; WSCSFS*S$9l#e (B 
2 $BH/I=SO$7SFSJS$$$s$G$9$, !"$$$D$+F | S$NL\$r$_S$k$+$b$7$1$*S;$s$M! #2 (B 


ESBHEK#BHEOE (B 
—-MESSAGE FILE 21974 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000102ht 
ml.html 


--MESSAGE FILE 21975 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000103 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Bell <f£1035875@ca.aif.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: RotMatrix()=?iso-2022-jp?B?GyRCJESkRCQkJEYbDKEo=?= 
Date: Sun, 15 Jun 1997 11:25:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <33A35298.2C68@ca.aif.or.jp> 
NNTP-Posting-Host: 202.208.37.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; I) 

CC: Bell 


¿SB%1%SSVSiSj%jJ%U%S!%S1%Ss%9SN¿ (JRotmatrix () ~S$BSNOz?tSN@bL@SNSHS3Sm$G!"¢ (J (1,3,12) ¿SBSH 
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¿(J 
ESBSSS&SNSO2?SrOUL#S 7TSFSSSKSNSGS7SgS$&S4+!) 3 (J 
éESBS=S1SHOz?tSb!"¢ (Ime SBSH; (Jre SBSN=gHVS, <B: ] SHSUSKSJSCSFSSS“*S9SM!d%jSUS!S1SSS9S*SKS 

Հոն ¿(J 

--MESSAGE FILE 21975 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000103ht 

ml.html 


--MESSAGE FILE 21976 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000104 
html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: Bell <f1035875@ca.aif.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: RotMatrix()=?iso-2022-jp?B?GYRCJESkRCQkJEYbKEO0O=?= 
Date: Sun, 15 Jun 1997 11:25:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <33A352A3.767C@ca.aif.or.jp> 
NNTP-Posting-Host: 202.208.37.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; I) 


¿SB%S1%S%V%S1%jJ%S3jJ%SUS!S1%s%s9SN¿ (JRotmatrix () gSBSNOz?tSN@bL@SNSHS3SmSG!"¢ (J(1,3,12) ¿SBSH 

¿(J 

ESBSSS&SNSO2?SrOUL#S 7TSFSSSKSNSGS7SgS$&S+!) 3 (J 

é$BS=S$1$SHO0z?t$b!"z (Ime SBSH; (Jre SBSN=gHV$, <B: ] SHSUSKSISCSFSS$S$*°S9SM!d%jSUS!S13SS9S*° SKS 
es" Ske (J 

—-MESSAGE FILE 21976 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000104ht 

ml.html 


--MESSAGE FILE 21977 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000105 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Bell <f1035875@ca.aif.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: GSCOORDINATE2=?iso-2022-jp?B?GyRCJE41LUSVpJWEhPCU/JESkRCOQKJEYDKEoO=?= 
Date: Sun, 15 Jun 1997 11:32:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33A3542D.1AC5@ca.aif.or.jp> 

NNTP-Posting-Host: 202.208.37.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; Լ) 


GSCOORDINATE2¢ ae aSsSPSKS"Sk!"3 (JGSCOORD2PARM;: $SB7?SXSN%] 3$%s%?¢ (Jparamz SBSKSO2?$ 
ԵՑ 235157Տ/ՏԹՏԾչ (J 

ESBSSSSSNSGS7TSgGS&S+!) |! S"SCEWS5SSISFSSSkKS5%SSSWEKSGSOD>@\SSS8SCSFSSSkShS&SK$SO8+<u$S1$i$ 
1SJSS¿ (J 

¿SBSNSGS9S, !#¿ (J 

¿SB$S=S1S+S$Si!"  (Jcoord¿SBSNsass*sPSKS"$Sk ; (JUpad¿SBSHSO2?2SGS7SgS&S+!)!!%jSU%S!%S1%s%98+SFS 
bIVSOSGS#%s30!We (J 

¿SBSHS7S+SJSSS7!JS3S1S8Sc¿ (Jattribute; $BS0%"%SH% j%S%e! <SHSGSISHSCSFSSSESNSHF1IS8!K! #¢ ( 
J 

—-MESSAGE FILE 21977 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000105ht 
ml.html 


--MESSAGE FILE 21978 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000106 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IAJUiINHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU61IEdzQ0 9PUKRIJTKFURTIbDJEITkTiIVRIWKLYSE8JUT8kSyREJCOkRhsoSg= 
=?= 
Date: 15 Jun 1997 05:12:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <01bc7949$e2b4bb40S$e2c184d2@Enterprise.so-net.or.jp> 
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References: <33A3542D.1AC5@ca.aif.or.jp> 
NNTP-Posting-Host: 210.132.193.226 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

GsCOORDINATE2; $B7?SN%a%s%PSKS"Sk!"3 (JGSCOORD2PARM; $B7?SX$N%] %$%s%?¢ (Jparam; $BSK$O2 725 
ԵՑ Die (J 

¿SBS7SJS/SFSDb (J 


¿$B1!;d$b;OSa5?Ld$@$C$?$N$G$9$,!"¿ (JGSCOORD2PARAM; $B9=B$BN$N%]%$%s%?$r!"¿ (J 
GsCOORDINATE2¿$B$NCf$K;)$D;v$G!"S$ISNS*%$V%$8%'%/%SHSKSŠSISNSO%Si%Sa!<%?Š$r;¿ (Մ 

ՀՏՑ: H$4$+$0$+84$dS9$/$75F$"SkSs$GSOSISSSGS7SgS$aStq ( (J? 
¿S$B2sF>S$SdJ?9TONF05,¿ (JGSCOORDINATE2; $B$+$i%] %$%8%?S ?SISCSFSS$/S@S15G3 (J 
ESBSGS-S*S$9S+SiSM! #2 (J 


> 
éESBS=S1S+Si!"¢ (Jcoord; SBSN%aSsSPSKS"Skz (JUpad¿SBSHSO2?2SGS7SgS&S+!)!!%jSU%S!%S1%s%98+SFS 
b!V%Qz (J 


2 SBSG3#4%s%0!We (J 
> ¿$B$H$7$+$J$$$7!J$3$1$8$c;¿ (Jattribute; $BSO0%"SH%3 %S%e! <SHSGSISHSCSFSSSE&ESNSHF1S8!K! # 
¿ (J 


2$B!!$3$1S09=BSBNSN%5%3$%: Sr#4SNG\ ?t SKS ISkS?Sa5MSaJT*S$GS$9!#e (J 
¿SB9=BSBNSN%*P%S%*H?tSrL@3N2=S9SkS?SaSKS3SNShS&SKDJS5AS7SFS"SkSsSGS7SgS&!#¿ (J 


¿SB#P#R#G¿ (J 


—-MESSAGE FILE 21978 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000106ht 
ml.html 


--MESSAGE FILE 21979 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000107 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1AJUiINHGyhK?=" <hchiba@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: Re: RotMatrix() ~SBSKSDSSSF; (J 

Date: 15 Jun 1997 05:15:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01bc794a$42d30e00$Se2c184d2@Enterprise.so-net.or.jp> 
References: <33A352A3.767C@ca.aif.or.jp> 

NNTP-Posting-Host: 210.132.193.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SB%S1%SS%SV%S1%j%SjJ%SUS!%S1l1%s%9SN¿ (JRotmatrix() ¢SBSNOz?tSN@bL@SNSHS3SmSG!"¢ (J(1,3,12) ¿SB 
> ~SBSSS&SNSO2?SrOUL#S7SFSSSKSNSGS7Sg$&S+!) 3 (J 


ESB! !STS3SKSb@bLES, L5SSSHSEST5SSHS7$S*S9S, !"S?PSVSs>eDLSSSCSHS+Si¢ (J 
1zgSB%S%C%H! 'Td9f¢ (J 

ESBH3SSSCSH!'@O0?tIte (J 

12zSB%S%C%H!'>.?tIte (J 
¿SB!&!&!&SG9=@.S5S$S1S$S?8GDj>.?tEQ@Q?LtSNSQ%SiSa!<%?S@SHSSS&;vSr8@SSS?SSSsS@SH¿ (J 
ESB; WSSS*S9!l #2 (J 


PRG 


—-MESSAGE FILE 21979 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000107ht 
ml.html 


--MESSAGE FILE 21980 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000108 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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—-MESSAGE FILE 2324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01027 


—-MESSAGE FILE 2325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001028 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 13:02:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6keb19Shca23@chuka.playstation.co.uk> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Ok, I am no beginner with Windows 95/98 so I know what I am doing. I have 
had Win98 crash but only when I am on the internet for some reason! I have 
never seen or heard of people having to re-install software or reformat 
anything after a system crash. You are obviously ill informed. Probably a 
Mac user told you!! ;) 


Matthew Hulett wrote in message <356a4d99.24868048@news.scea.sony.com>... 
>>"JohnI" <johnt@nettech.demon.co.uk> writes: 

>>> 

>>> Since I had used the Yaroze I have re-installed Windows 98 on my 

>>> computer. 

>> 

>>Ahh, hahaha... sorry, but I do not find any of this surprising. 
>>Honestly, why are you running Windows 98? At work, we're testing our 
>>product on RC5 (haven't got the Gold yet) and it's the most unstable 
>>version of Windows we've seen yet. 


> 
> I was wondering, don't you have to be plain carefree to put the 
>first release of a new OS on your computer... You got guts John, 


>I wish you luck. I have heard stories of unexplainable crashes where 
>users have had to reformat and reload all their software, not just 
>restart their computers. 

> Quality assurance... 

> 

>-Matt 

> 


—-MESSAGE FILE 2325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01028 


—-MESSAGE FILE 2326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001029 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 13:07:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6keb9mShca24@chuka.playstation.co.uk> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


All versions of Win98 I have used have been fairly stable on my computer. 
Yes I did get crashes more often than I did on Win95 but still no more than 
10% of total use tops for the older versions. My current Win98 version is 
the Release Candidate 3 (not Beta 3!) and so far only crashes if I am online 
to the internet for some reason! That's only about 1 in 50 times on average. 
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From: "uni" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program.labo 
Subject: I wanna use TF3ver2, but... 

Date: 15 Jun 1997 14:59:24 GMT 

Organization: miyako 

Lines: 17 

Message-ID: <50100c$813@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.48 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS93 (J 


ՀՏՏՏՕՏՀ-5355ՏԱՏ՞Տ61ՀՏՂԱՀՏԼՏՀՏ (SFI"3 (J 
ESB@2S1SF¢ (JPS/22 SBSK%*%&%9S, 0\SCS?7SNSG! "3 (JTF3z2SBSr; HSCSFS_$?S/SJIS5S*S7S?! #3 (J 


ESBS, !"S3SSSOSSSkSISKSKSO?7S7SSSiSSSVSISIS,1,MWSISNSGSISM! #2 (J 
éESBSGSb!"¢ (Jlibps.1zh ¢S$BS$,S"SkSOS:SN!"3 (J 
http://wwwl.scei.co.jp/forum/tool/archive/ 

¿SBSO¿ (J Forbidden ¿SBSKSJSCSFS$SkSsSGS9!&!&!&!#¿ (J 


£$B%3%/%5!<%PS5$s!"SbS7SHS1S15P ! "<B9ITSUS! SSSKSAS1ISGSHSHSi5S ($*$; SsSGS7TSg$ES+!) 3 (J 
¿SB%=%K!<$5$s!"%5!<%P!<MnS$SH$5$SJSSSGS[S7SSSJS!!&!&!&!#¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 


—-MESSAGE FILE 21980 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000108ht 
ml.html 


--MESSAGE FILE 21981 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000109 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 18 Jun 1997 04:10:56 GMT 

Organization: Net Yarouze (SCE) 

Lines: 21 

Message-ID: <5o07n4gSgnp@newsl.scei.co.jp> 

References: <50100c$813@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.247.140.64 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) ] 


ESBS3SsSKSASoO!"#K#BHOSGSI!#2#AdGH/ 802 (8(՞՞չչ 


>¢$BSQ%=%3%SSN%S°%S6!<S\!<SIS+S (ՏԲ 1" չ (B 
>¿SB@2S1$SF¿ (BPS/2¢SB$K%*%&%S9$, O\SCS?SNSG!"¢ (BTF3z¢SBS$r; H$SCSFS_$?$/S$JISj$*$7$? l#2 (B 


éSBSS$$$GS9SHSM! #2 (BPS/2¢ SBSKS9SkSH!I"S7SjS"Sk#2K\ 6uS/SN$G!"O1SD$r9utP#S! "2 (B 
E SBO1SDSr3b%G%° | "SH; HS (S*S9S7SM! #3 (B 

ՀՏ: ASO! VSMSCSHSd$m$ &$<!WSr; OSa$k; ~$K!"%*%6!<S, Հ (BPS/2; SBBP1~SNS$rGc$C$F3z (B 
ESBS*SSS$?SNSG!"S9SOSKO\9TS7$*°S7$2! #SGSISSSH!"SHSCS+$ (ՏՔՏՇՏՀՏ (7k9=¿ (B 
ESBLLE]SG!&!&!&2 (B(^^;; 


éSBSHS3SmSG! "#T#P#3SCSF2?7SGS9S+!) ¢ (B 
¿SB!JLS5CNSGS9SSS“*S;Ss¿(B(““;;;; ¿SBI Ke (B 


>¿SB%=%K!<$5Ss!"%5!<%P!<MnSHS5$JSSSGS[S7SSSJS!!&!&!&!# (B 


ESBS*S!!1"22S+S7SiM}M3SOS"SkSsSSGS7SgS&S, !"#T#E#L3]$1$F7R$, $i$J$$$H¿ (B 
¢$B7k9=EEOCBe$0%1%ASk; ASTSNSG! "S&S&B; S7S?SHS+>/S7;WSSS*S9O!#z (8(՞՞չ 
éESBS$*S!!"B>S$KSO%a! <Sk%A%'SC%/SbS ISKSNSGLSBLSCSFLUSGSOS"$45$*S;Ss$, !# (B 


¿SB#K#B#O:¿ (B 
—-MESSAGE FILE 21981 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000109ht 
ml.html 
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--MESSAGE FILE 21982 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000110 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "uni" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 20 Jun 1997 22:45:58 GMT 

Organization: miyako 

Lines: 29 

Message-ID: <5o0f176Sp80@newsl.scei.co.jp> 

References: <50100c$813@newsl.scei.co.jp> <S5o7n4g$gnp@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.44 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS9z (J 


96 


ESBSSSSSGS9OSHSM! #2 (JPS/2¢SBSKS9SKSH!"%S7%4%" 
ESBOLSDSr%b%G%° ! "SH; HS (S*S9STSM! #3 (J 

¿ $B; daSO! VSMSCSHSdSmS$&$<!WSr;OSa$k; ~SK!"%3*%S6!<S, 2 (JPS/2;SBBP1~SNSrGcSCSF3 (J 
ESBS*SSS?7SNSG!"S9SOSKO\9TS7S*S7$?2!#SGSISSSH! "SHSC$+S$ (ՏՔՏՇՏՀՏ (7k9=¿ (J 

E $BLLE] 56151618: (Մ(՞՞չչ 


k#2K\6uS/SNSG!"01SDS$r9u#P#S!"E (J 


ԺՊ ՊՊԿՊԿ 


i SB@NSOSHSCS$+S§ (ՏԵՏՇՏՀՏ (SNIQSO$ j$KS; %1%/%?!<Gc$C$F$-$F: (J 
ԵՏՏ, SA$, SASASCSFS*$7$?!#e (J 


ESBSG!"SSS*°STSIS"SKS, #25] !<$sHSbS$S"SCSFSdSCS?SH;WSCS?SsS$SGS9S1%SI!"¿ (J 
IRQ¿SBSdSiS,S"S*“SCSFSJSSShS&SG!&!&!&!#¿ (J 
IRQ¿SBSCSFSSS&SNS,<B:]2?SJSNS+SoS+SCSFSJSSSNSGS9S, !&!&!&!#¿ (J 


> ¿SBSHS3SmSG!"#T#F#3SCSF22?2SGS9S+!)¿ (J 
> ¿$B!JLƏCN$G$9$$$^$; $s (I(^^;;; 2SBl Ke (J 


ESBHPHSSH! "SQ%=33%s ! "2LSFSOSMSCSHS0! <%/>USNGSOUSNS5! <%P!<SH3z (J 
£$B992?7SGS-SFS7S*S&LASN%S_SISKSES'S"SGSO! #2 (J 


> ESBS*SILN22S+S 791M} M3SO0S"SkSSSGS7Sg$&$, !"#T#E#L3]S1SFT7RS,S1SJSSSH¿ (J 
> ~$B7k9=EEOCBe$O%1%AS$k; ASTSNSG! "S&S&B; $7$2SH$+>/$7;WSSS*S9! #2 (Մ(՞՞չ 
> gSBS*$!!"B>S$K$O%a! <%k%A%'%C%/SbSISkKSNSGLSBLSCSFLUSGSOS$"$4$*°S;Ss$, 18չ (J 


¿SBLd$SS9gš$oS;SFS$S_S?SHS3Sm!"¿ (J 
¿SBC4Ev<TSKJ9SSSFS_SkS+SiS*“SCSFSFSMSHSSS&S3SHSGS7S?!#¿ (J 


—-MESSAGE FILE 21982 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000110ht 
ml.html 


--MESSAGE FILE 21983 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000111 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: Sat, 21 Jun 1997 13:35:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19970621133528bo0wy@t3.rim.or.jp> 

References: <50100c$813@news1.scei.co.jp> <507n4g$gnp@newsl.scei.co.jp> ՀԵօք 
176Sp80@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.136 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


"uni" <uni@po.miyako.co. jp>¢SBS5S$sSO=q$-S*S7S$?!#¢ (B 


>http://wwwl.scei.co.jp/forum/tool/archive/ 
>¿$B$O¿ (B Forbidden ;SBSKSJSCSFSSSkSsSGS9!G!&!&! #3 (B 


>¿SBLdS$SS9gSoS;SFS_S?SHS3Sm!"¿ (B 
>¿SBC4Ev<TSKJ9SSSFS_SkS+SiSA“SCSFSFSMSHSSS&S3SHSGS7S?!# (B 


¿SB!1S"S1!1)!"SH8@S&;vS$SO!"S*“S@7RS2SJSSSCSF;vSGS9ShSM!) !#¿ (B 
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¿ $B; dSN=j$GSOSAScSs$H7RS, SCSF!"S@%&%Ss%m! <SISb=PMh$*$9!#SISs$Gz (B 
éESBSGS7$g!) é(B(*_*%; 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 21983 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000111ht 
ml.html 


--MESSAGE FILE 21984 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000112 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "սու" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 21 Jun 1997 15:20:30 GMT 

Organization: miyako 

Lines: 28 

Message-ID: <5S5ogrfuSrh0@newsl.scei.co.jp> 

References: <50100c$813@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.46 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKS$SGS92 (J 


> 
£$B%3%/%5!<%PS5$s!"SbS7SHS1S15SP! "<BITSUS! SSSKSASISGSHSHSiS ($S; SsSGS7TSgSES+!)  (Ə 
> ¿SB%S=%K!<$5$s!"%5!<%SP!<MnSH$S5$JSSS$SGS[S7$SSJS!!&!&!&!# (J 


¿SBS95SS729;Ss!1"¿ (J 
ESBM'C#S+S$iSbSi$s$!"2r7Th$7$*S7$2!#z (J 
¿SB%5!<%P!<$bl1a5Z$7S?ShS&SGS9!#¿ (J 


¿SBSG!"AaB.;n$7$FS$S_$?SNSG$9%$, !"¿ (J 
¿SBS&S*S/F0SSSFS/S1S29;Ss!#¿ (Մ 


ps ¿SBSG¿ (J ptestl ¿$B$rF0$+$7!"¿ (UDOS;¿SBAkS$Sr>CS$7SF!"¿ (J 
serverl¿$BSr5/F0$7SF!"¿(Jtest.txt¿$B$,CVS$S$F!"¿(Jtf3¿SBSr5/F087$%2$7S?S, "(Մ 
ՀՏՔ2ունՏ0225Շ0ԽՏԱՏ՞Տ՞ՏՇ)" չ (J 

¢SBSISN; (JDOS; SBAK$G2?$rF~NOS7SFSbH?1~$"S$4S%S; Ss! #3 (J 


¿SB2?$+LdB3j$, S"SkSNSGS7Sg$&S$+!) (Մ 
ESBS"SH!"¢z (JPS¿$B$O¿ (JCOM1: SBSKSDSJ$, ՏՇՏԲՏՏՏԵՏԱՏՇՏ9Տ, 1" 2 (J 
tf3¿$B$O¿ (JCOM2¢ $BSK$7$+@\B3S7SFSbS$iS$ (STSSSNS, 5$$K$+$+$J$^$9!# (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co. jp/~uni/ 


—-MESSAGE FILE 21984 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000112ht 
ml.html 


--MESSAGE FILE 21985 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000113 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "uni" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 21 Jun 1997 15:25:14 GMT 

Organization: miyako 

Lines: 18 

Message-ID: <S5ogrogSrh0@newsl.scei.co.jp> 

References: <50100c$813@newsl.scei.co.jp> <S5ogrfuSrhO0@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.46 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB$S&SKSGS9;¿ (J 


> ps ¿$B$G¿ (J ptestl ¿$B$rF0$+$7!"¿ (JDOS¿$BAk$r>C$7$F!";¿ (J 
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> server]; $B$r5/FOS$7S$F!"z (Jtest .txtz$B$,CVS$$F!"2 (Jtf3:$B$r5/F0$7$^$7$?$, !"¿ (J 
> ¿SB2hLLSO??$SCOE$NS AS A$G!" (J 
> ¿SBS$SISN¿ (UDOS¿SBAkS$SG2?SrF-NOS7$SFSbH?1-$"$3j$S2$;Ss!#;¿ (J 


ptestl¿S$SB$Sr5/F0$7SF!"?2?$COESKS$JSCS?$i!"  (Uf10+f2¿SBSG; (Jsiocons¿$B$r¿ (Մ 
¿SB=*SoSi$;SJS$SSHSSS15SJS+SCS?$@S1$NShS&SGS9!#¿(J 
¿SBS&$“S/F0SSSF$S/S1S“S7S?1#¿ (J 


ESBS*A{S,$;S7SFS9SSS*°S;Ss!#e (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 


—-MESSAGE FILE 21985 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000113ht 
ml.html 


--MESSAGE FILE 21986 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000114 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: Sun, 22 Jun 1997 14:47:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <19970622144734mukunasi@tama.or.jp> 

References: <50100c$813@newsl.scei.co.jp> <S5ogrfuSrh0@newsl.scei.co.jp> <5ogroqšrh0@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


>ptest1zSBS$r5/FOS7SF!"??SCOESKSJISCS?Si!"¢ (BF10+£2;SBSG; (BSiocons;$BSr¢ (B 
>¿SB=*SoSi$;SJSSSHSSS1SJS+SCS?S@S1SNShS&SGS9!# (B 
>¢SBS&$*S/FOSSSFS/S1S$*°S7$?!#¢ (B 

> 

>2¿SBS*A(S,9;S79FS9SSS S;Ss!#¿ (B 


¿SB!1;dSNSSSJSS4VSK2r7hS7S?ShS&SG0B?4S7S7*S7S?!#¿ (B 


—-MESSAGE FILE 21986 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000114ht 
ml.html 


--MESSAGE FILE 21987 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000115 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "uni" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 22 Jun 1997 15:06:28 GMT 

Organization: miyako 

Lines: 47 

Message-ID: <5o0jf1k$1lc0@newsl.scei.co.jp> 

References: <50100c$813@newsl.scei.co.jp> <S5ogrfuSrh0@newsl.scei.co.jp> <5ogroqSrh0@ 
newsl.scei.co.jp> <19970622144734mukunasi@tama.or.jp> 

NNTP-Posting-Host: 202.239.74.42 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSE&SKSGS92 (J 
> 2$B!!;dSNSSSISS4VSK2r7h$7$?ShS&SGOB?4S7S*°S7$2! #3 (J 
ESBK\EVSOS&$*$/%3=%313CSHDL?.$, SGS—-SIS+SCS$?SNSGS9S, !"¿ (J 


2SB:#F | $$$m$$$m;n$7SF$_$?$iS$&$%$/S$$$-$*S7$2! #2 (J 
¿SB<ALdS7SFLBOGS+S1S:SKS9SsSGShS+SCS?!# (J 


SBS; $CS$+$/SISNSG%$1%] !<%H=q$-S*S9! #32 (J 


¿SB!VL4SN%M%$C%SH%o!<%/BP@o#P#S%S2!<%`<B8=K! !We (J 
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£$B%3%/%5!<SPS5SSSNz (J 

http://wwwl.scei.co. ee oe ees 
ESBSH! "SP! <S8Sg%sk"SCEWSTSFSSSISS?2MSO! "3 ( 

http: //wwwl.scei. o ee tie > 
ESBSr%5!<SP!<S+SiS@S&SsSm!<SISTS*SIl #3 (J 


libps¿SBSr?7S7SSSDSNSKS+S (SF!"¿ (J 
TF3-20¿S$SB$r2rE`S7!"¿  (JgpsN¿SBSN%$G%$#S1%S/%H%jFbS$G¿ (ImakezSBS7S*S9! #2 (J 


siocons ptestl.bat 
¿SBSH5/F0$7!"E>Aw=*N;!]!d<B9T!]!d#P#SSN2hLL?22SCOFSK$ŠJSCS?SNSr3NG'$7!"¿ (J 
[f10][f2] ¿SBSG (Jsiocons; $BSrSL$1!"S=SN; (JDOS; SBAkSrJDS$8S*S9!#¢ (J 


DOS; $BAk$r$R$i$-!"¿ (Jdos\zSBSKO\FO$7!"z (Jtest.txtzSBSrE, Ev$K:nSCSFSdSjS*S9! #2 (J 
¿SBSG!"¿ (Jdos\serverl.exe աԱ Մ 

¿SBSbS&#1SDSRSiSSSF¿ (Jdos\t£3 -pn (n չ58Տ50չ (JPSzS$BSNSD$J$, SCSFSkz (JCOM; $B%] !<SHHV9E! 
Ke (J 


ESBS3$1S$G$&S*°S/SSS1SPQ.8y!*!*2(T 


ESBS"SHSO%=%1SCSH35!<SP!<Sr=qS$SFE, ԲՄՏԵՇՄՏՏՏԱՏ1ՏՔ 16161682 (J 


¢$B%=%1%C%HSKAw? .S9SkKSHS-SO! "3g (J 

ԵՏՔ) !<%HS$O¿ (J4007¢ O J8001¿SBSN$h$&$G!"¿ (J 

PS¿SBB&S$SN%=!<%9$G!"¿ (JNO 5 ԱՎԵ (JNO sl shee: HS &SHS&S*S/SSS-S*S7$2! #z ( 
J 


é$B>!<jSKS4SAScS4SASc=qSSSFS9SSS*S;Ss!#3 (J 
¿ SBRK\EVSKS 9SPS$i$7$$%=SUSHS"$ 5S, $H$&$4$6$$$^$9!#z (J 
2SBS3S$1SG! "9uSSSNGcCSC$?2ACMS, ¢ (Մ256:58645/515Տ5»6Տ,535՞57522 (U ^^; 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co. jp/~uni/ 


—-MESSAGE FILE 21987 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000115ht 
ml.html 


--MESSAGE FILE 21988 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000116 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-—nara.ac.jp!shkit 
From: Shuichi Kitaguchi <shuuic—k@is.aist-—nara.ac.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: libpst 0.3.5 up. 

Date: 22 Jun 1997 16:29:06 GMT 

Organization: Nara Institute of Science and Technology. 

Lines: 25 

Message-ID: <50jjsi$303S51@ryo4309.aist-—nara.ac.jp> 

NNTP-Posting-Host: 163.221.154.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

X-Newsreader: mnews [version 1.20] 1996-12/08 (Sun) 


ESBS3$s$P$s$o!"KL8}$G6$9¢ (B(¿SB%]%9%H$9SkS$NS$OS+$JS$SjSWS7SVSjSGS9¿ (8(՞՞չ) 


éSB<BSOS:SCSHA0S+S$i;dSbz; (B PS <--> PC ¢SB4VSNDL?.%SWSmS0%i%* Sr: ae 

¿SBSSS?SNSGS95, !V$3%/%j%3!<%SQS5SSsSNS, Se a ee 

LSBSSS&46S$8SGI| SCS?SiS+S7SKS7TSFSSS*S7S2!#S, !"!VSGSbSASGSCSHz (B 

¿SBSbSCS?SSSJSSS+SJ!WSHSSS&SoS1SG%"%C%WS7SFS_S*S7S?!#>1=3jSO¿ (B 
/forum/program/pssoft/pst035.1zh 

2SBSG$9!#FCD'SHS7SFSO!"z (B 

2$B!&%P%$%I%4$023 (B IBM-PC/AT :$B8_495!MQ; (B 

¿SB!&¿ (Bfread/fwrite ¿$B$K;w$?4X?t$, S"SkSNSG3dSH4JC1SK; HS (ՏԵ: (B(¿SBS+Sb¿ (B) $B! #2 (B 

¿SB!&S$S[$NA4%=!<%9IUBO;¿ (B 

¿SB!&F0:n<B0@S$,S"S2AS3SJSS¿ (B (¿SBSDS2S38&BHGSCSF5S3SHSGS95SM; (B 

¿SBSGS9!# (B 


ESBSHSSS&S0$1SG! "M>NOSNS"SkKI}SOSISES>! #2 (B 
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¿SBS?S@!":#SNSHS3Sm<j85SK9u¿ (B PS ¢$BS,SISSSNSGMWK>Sd%P%0%1%] !<%HSr¢ (B 
ESBAWSCSFSSS?S@SSSFSHS3SASiSGF0 :n%A%'%C%/SOSGS-SISS>UBVSGS9! #2 (B 
ESBSGS-SkS@S1BP1~$7$?2SSSH;WSS$*$9S, !"L5M)])SJ>19gSOS4SaSsSJS5SS!#¿ (B 


P.S. 
¿SB%S3%/%3j%S3!1<%sQO$5$sSN$O%=%1%SC%H%5!<%PSG$9$+!#$SS$SSGS9SMS'¿ (B 


——==| Shuichi Kitaguchi : shuuic-k@is.aist-nara.ac.jp |---- 
—-MESSAGE FILE 21988 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000116ht 
ml.html 


--MESSAGE FILE 21989 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000117 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: ¿$B#P#S>e$GI=<($9$k%b%G%k$, SSSSSDSKSJISKkK!*!*e (J 
Date: 28 Jun 1997 02:59:47 GMT 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <0Olbc836d$f1b6e360S4el10dbca@default> 
NNTP-Posting-Host: 202.219.16.78 

X-Newsreader: Microsoft Internet News 4.70.1157 


Sugihara ¢SBSGS9! #2 (J 


¿SB0JA0!"%9%/%j!<%s:BI87OSG%Sm!<%+%Sk:BI87OSKS"Sk%Sb%SG%SkSN2sE>Sr9TS&S?SaSK!"%m!<¿; (J 
¿SB%+%k!]!d%s9% 75 j!<%sJQ499TNsSN5U:BI8SN:nSjJ)Sr%S1%$9S7SFSSS?S@S-S 575214 170Քթք» (J 
éESBS5$s! &$3SZ$kS5$sK\EVSK$"$j$, SH$S&$4S6$SS$S2S7S?!#!K¿ (J 
¿SBS3S1SKShSj!"%9%/%j!<%s:BI87OSG%m!<%+%S$k:BI87OSKS$S"Sk%Sb%SG%SkSN2sE>Sr9TS&S3SHS, ¿ (J 
¿SBSGS-SkS$ShS&SKSJSCS?SNSGS9S, !"?7$?$KJL$NLABj$,H/Q@8$7$^$7$?!#¿ (J 


¿ $B$3$NLAdBJj$O!"8=:_$N2SE>9TNs$K!"?7$7$/DI2C$9$k!J#X!"#Y!"#Z!K$N2SsSE>NL$r9TNs$K;¿ (J 
¿SBS7S?SbSNSr<!!9SHQ@Q;;S7SFSbSG%$SkS$r2sE>$5%$;SFS$SSkSNSGS9$, !"9TNSFb$KJ];}$5$1$F¿ (J 
i SBSSSk?tCMSN@ : EYSN4X78>e ! "S@Ss$@SSSH2SE>9TNSS, @53NSGST$/$IS4!"2SE>9TNS$GIQ493 (J 
¿SBS5S1Sk%b%*G%kS,SSSSSDSKSJSjJS“S9!#¿ (J 


ՀՏ 1ԱՇ 111117 (JA .... ¿SB8=:_SN2sE>9TNs;¿8 (J 

¿$B!!!!!!!!!!!! (JB .... ¿$B?7$7$/DI2C$9$k2sE>NL$rI=$92sE>9TNs¿ (J 
A*B=A' 
A' ... ¢$B?7S7SS2sE>9TNs¢ (J 


¿SB!!%9%/%j!<%s:BI87OSGI=$5$1$k%$b%SG%kS$SN2sE>NL$r!"%b%$G%k$N$"$k%m!<%+%k:BI87OSG;¿ (J 

¿ SBSN2SE>NLSKIQ4 9S ISk22S4+NISSI}K!S, S"SkSH;WSE&SNSGS9S, !"A456/J,S+$3jJ$S S; Sad ԱՀՀ oe 
ESB! <%* STIST$GS3%C%/STSCSHSS%E! <I} ՀՕՏԱՏԵՏԱՏ, Տ"Տ)Տ՞Տ9Տ5, I"STSNSHSESKSQOSCSISNA® ing (J 
¢ SBSrSbSGSkSNF0$—-SKIQ4 9S5S1SFSSSKSNSGS7S$g$&$+!) !Ke (J 


ESB! !SISIS?S+!"NISSCN7CSrS$*; }SASNIT}!"S*NOE:$ (Sr$*4jSSS7S*°S9!l #3 (J 


E SBSGS-S1SP! "#3#DSbSGSkSrFOS+SOIT}K!S, S4S+S1SFSSSk=G@RSISIS, $"$j$^$7$?$i!"$=$A; (J 
ESBSiSNI}S$bS$*65S (S$/S@S5SS$!#! TJ=qEISKSSSCSFSSSm$S$$mC5$7$?SNSGS9S, !"#3#DSrI=< ($9¢ (J 
ESBSKS ?SaSN=q@RSOSSSCSOSSS"SKSNSGS9S, ! "Sb%*sG%SkSNF0S-Sr@bL@S7S?=q@RSOS"SjS*S;Ss¿ (JT 
ZSBSGS7$?!#!Kz (J 


—-MESSAGE FILE 21989 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000117ht 
ml.html 


--MESSAGE FILE 21990 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000118 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 28 Jun 1997 14:15:54 GMT 

Organization: =?ISO-2022-JP?B?SkktU0 9GVA==?= 

Lines: 30 

Message-ID: <5p36aq$jno@newsl.scei.co.jp> 
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References: <50100c$813@newsl.scei.co.jp> <S5ogrfuSrh0@newsl.scei.co.jp> <5ogroqS$rh0@ 
newsl.scei.co.jp> <19970622144734mukunasi@tama.or.jp> <5o0jf1k$lc0@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.83.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B!!S3SsSPSs$KSc! փ: (JJI-TAN; $B! w?@8MSGS9! #2 (J 


<news:50jf1kS$1c0@newsl.scei.co.jp>... ¿SBSKSF¿ (J 
uni <uni@po.miyako.co.jp> ¿$B$&$K$5$s@k$o$/¿ (J 


DOS; $BAk$r$R$i$-!"¿ (Jdos\zSBSKO\FO$7!"z (Jtest.txtzSBSrE, Ev$K:nSCSFSdSjS*S9! #3 (J 
¿$B$G!"¿ (Jdos\serverl.exe ¿$B$r5/F0!"¿ (J 

2 SBSbS&#ISDSRSiSSSFz (Jdos\t£3 -pn (n չ58Տ5Օչ (JPSzSBSNSD$J$, SCSFSkz (JCOM; $B%] !<SHHV9E! 
Ke (J 


¿SB1!S3S3SJSsSGS9S1SI!"SJSsS@S+!">!<jS$SK@NB3%S@%$%"%m%0$,=PSFS-S%S;SsS+!)¿ (J 
¿SB!!%-%c%s%;%kS9S1SP¿ (UOK; SBS_S?SSSGS9S1SI!#¿ (J 


¿SB!!SGSbSdSCSQSj!"¿ (UJ38400bps¿SBSKSOBP1-1-S7SFSJSSSNSM¿ (JU (ToT) ¿SB!#¿ (J 
éSB!!¢ (UDPC-98¿SBSGSO; HMOITG=S$SJSsS+SSSJ!#¿ (J 


¿SB!!SsSGSO!#¿ (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 

¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 
[LeSBS8S8SSSNTt20¢ (J] <http://www2k.meshnet.or.jp/~jisroom/> 
¿$B!{!V$8$8$$$NIt20J,<<!W!"#7!?#1!&$j$K$e$&$"$k$*!<$W$s!vM=Dj!v$8$c!*¿ (J 


--MESSAGE FILE 21990 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000118ht 
ml.html 


--MESSAGE FILE 21991 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000119 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "uni" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: I wanna use TF3ver2, but... 

Date: 28 Jun 1997 14:21:26 GMT 

Organization: miyako 

Lines: 26 

Message-ID: <5p3616Sjnt@newsl.scei.co.jp> 

References: <50100c$813@newsl.scei.co.jp> <S5ogrfuSrh0@newsl.scei.co.jp> <5ogroq$rh0@ 
newsl.scei.co.jp> <19970622144734mukunasi@tama.or.jp> <5o0jf1k$lc0O@newsl.scei.co.jp> 
<5p36aq$ jno@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.239.74.35 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS9z (J 


> DOS: SBAkSr$R$iS$—!"z (Jdos\zSBSKO\FOS7!"¢ (Jtest.txtzSBSrE, EvSK:nSCSFSdSjS*S9! #2 (J 

> ¢SBSG!"z (Jdos\serverl.exe ¿$B$r5/F0!"¿ (J 

> ¿SBSb$S&#1$DSRSiSSSF; (Jdos\tf3 -pn (ո ¿$B$O; (JPSzSBSN$D$J$, $CSFSkz (JCOM:$B%] | <SHHV9 
քոչ (J 


> ¢SB!!S3S3STISsSGS9S1ST!"SISSS@S+!">!1<jSK@\B3S@SS5"%SmS0S,=PSFS-S*S;SsS+!)¢ (J 
> 2$B!!%-%c%s%; SkS9S1SPz (DOK SB$_S?SSSGS9S1SI! #2 (J 


é$BSs!) $G$*S$;$s$G$7$?$Sh! #2 (J 
localhost; $BSK@\B3$,$&S$*S/SSS1SP!"?7S?SK@\B3S9SkI,MWSISSSH;WS&SSSGS9S,!&!G!&l#E(T 
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> ¢$B!!SGSbSdSCSOS4!"z (J38400bpsz $BSKSOBP1~S7SFSISSSNSM; (7 (ToT) ¿$B!#¿ (J 
> 2SB!!¢ (JPC-98;SBSGS$0; HMOITG=SJ$s$+$S$SJ!#; (J 


£$B;DGOSGS9SMS'! #2 (J 

¿SBKL8)$5SsSN¿ (Jpst035¿$B$J$i!"E>AwB.EYJQ$ ($i$1$k$+Si¢z (J98zSBSGSbBg>fIWS8ScSJIS$$+$SJ! 
ԱՂՆ) 

ESB!&!&!&SbS7TS+S7SF!";WSSOcSSS+Sb! #3 (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co. jp/~uni/ 


—-MESSAGE FILE 21991 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000119ht 
ml.html 


--MESSAGE FILE 21992 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000120 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?bWFsbG9 jGyRCUESKRCOkJEYkKT jxBTGQbKEo=?= 

Date: Sun, 29 Jun 1997 01:31:49 +0900 

Organization: Japan 

Lines: 35 

Message-ID: <33B53C75.D79B70E0@aix.or.jp> 

NNTP-Posting-Host: 202.208.34.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


éSBS3SSSKSASO!S9bEDSGS9! #2 (J 
ESB: #2S5WS7SVS jSK9u#P#SSGSWSMS0S1%S° SrS7SFSSSFz (JImalloc; SBSGSDS*SCSFS7S“*SSS“*S7S?! #3 (J 


ESBSWSMS0SiS $G!$e (J 
ASprite = (TEgAnimateSprite *)malloc( sizeof (TEgAnimateSprite) ); 


ՀՏ8 !!!!!!ocm!'¢ (JTEgAnimateSprite; $BSO; (Jtypedef¿$B$5$1$?9=B$BN!K¿ (J 


ՍԱՆ ԱՆ ՏՅՏԱԼԷՄ, ՏՇՏԱՏՈՏ02515`Տ,չ ՏՐ՞ՏՇՏԲՏ7Տ՞-ՏՏՏ՞ՏՉ ԱԻՀ (J 
¿SBS3S1Sr¿ (J 


ASprite = (TEgAnimateSprite *) realloc ( 
ASprite , sizeof(TEgAnimateSprite) ); 


gSBSNSH$6$K$9$KSH! $$I$s$NLGBj$b$I$/FOS-$*$9! #4 (J 
ZSBOUFP#SSNSiSS3VSiSjISNSPSOSGSTSGSES+!) 2 (J 
ESBS=S1SHS$b2?S+;HSSI}$,0- ՏԱՆԸ n na 


¿SBSASJS_SK!$¿ (J<malloc.h>zSBS$O0%$%s%/%Sj%eE!<SISTSFS*S9O!l #3 (J 


¿SB$SISJS?S+65S (ISF2<S5$%!#¿ (J 


ՀՏ5881 1 ԱՈՂ t A ETAT ELE TAEA TE EE e G 
¿$B1111111111119DSEDMNJ2¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

2 SBS*5SSKF~$4SMSC% S ՀԱԱ oe 
S 8BS4 %s%/=8SHSSS&SNSr:nSCSFS_S?!#¿ (J 


¿SB:G=*99?7F|;-!!!!#51?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 

--MESSAGE FILE 21992 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000120ht 
ml.html 
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--MESSAGE FILE 21993 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000121 

html .html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: I wanna use TF3ver2, but. 

Date: Tue, 01 Jul 1997 15:41:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <yasunaga$1f£7219970701154114@news1.scei.co.jp> 

References: <50100c$813@news1.scei.co.jp> 
<5ogrfuSrh0@newsl.scei.co.jp> 
<5ogroq$rh0@newsl.scei.co.jp> 
<19970622144734mukunasi@tama.or.jp> 
<50jf1k$1c0@news1l.scei.co.jp> 
<5p36aq$ jno@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.115 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


2 SBS3Ss$KSASO!"2 (BUI-TAN; $B$5$s!"¢ (BMr.Kz$BSG$9!#; (B 


ee 30$, =P$F$-$^$; $s$+!) 
>2$B!!%-%c%s%; SkS9S1SP; (BOKESBS_S?SSSGS9S1S1! #3 (B 


£$B$3$1S0!"$3%s%HSm! <SkZQ3MSkSN%$%3S%? ! <SMSCSHSNA\B3%7S$VSNSASSSASKSNz (B 
Dk 0 no HSK@\B3S$9Sk!WS, SA%'!'%$C%/S5S1SFSSSkSH!"S=S$&¿ (B 
¿SBSJSkS+$Sb$S7S1$S29;Ss!#¿ (B 


¿Š1 


B %$M%SC%$HSKQNB3S7S$SFSJSSSHS-SK!"SM%9%1SJSISrN)SA>eS2SkS$SH!" (B 
¿SBS 


s < 
SSS"SkKSE"SCZWSNSES#SSSISES, =PSESSSkKSTSi!"S?SVSSS=S1S@SH;WSSS% aN ee 


program ¿S$B%U%S)!<%i%s`%j!<%s@!<;(B Mr.K (zgSBOB1J;(B ¢SBOB90¢ (B) 
E-mail address : e 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 21993 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000121ht 
ml.html 


--MESSAGE FILE 21994 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000122 

html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!co 

From: co@innocent.com 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCI1AjJUZ51LJEGJPTwoJDkkayViJUclaxsoQg==?= 

=?1SO-2022-JP ?B?GyRAGyRCJUCwkJICRTJEQkSyRKJGsShKiEqGyhC?= 

Date: 1 Jul 1997 07:10:39 GMT 

Organization: Just personal 

Lines: 23 

Message-ID: <5paahf$s04@newsl.scei.co.jp> 

References: <Olbc836d$flb6e360$4el0dbca@default> 

NNTP-Posting-Host: 130.158.80.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

In-Reply-To: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp>'s message of 28 Jun 1997 
02:59:47 GMT 

X-Url: http://www.softlab.is.tsukuba.ac.jp/~copel/ 

X-Pgp-Fingerprint: EA 94 9A 60 36 63 E2 72 89 7A OF F3 D2 81 B4 AA 

X-Newsreader: gn [Version 1.34 Mar.1,1996 (Unix) | 


¿ $B! !8=<BF (HrC£SNS3SZSkSGS9!#¢ (B 


¿SB!!S"S*Sj;29MSKSJSk=q@RSGSOSJSSS+Sb$S7S1S2S;Ss%S,!"S"SN¿ (B OpenGL ¿SBSN@VKN¿ (B 
(OpenGL Programming Guide, ISBN-4-7952-9645-6) ¿$B$K$O!"O"B3$7$F¿ (B Rotate 
¿SBSNA` :nSOS7SISSSGS/S@S5S$!"SH=q$+S1SFSSSkShS&$G$9! #2 (B 


# ¢SBN) SAFIS_L?! #2 (B(¿$BFf¿ (B) 


é$B!!$7S$+S7!"S3SNLGBjSO!"30@Q02 (B (+: $B055,2=: (B) gSBSr; HSCSF4pD1L9OTNsSr=S@5S9SkS3SHSG!" 
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: (B 
; SBS" SKDXEY2sHr2DG=SHOMS ($F$$$^89!#:, K\E*SJ2r7h$K$OSJ$CSF$$$^$; $58, ID! #z (B(^^; 


http://wwwl.scei.co.jp/forum/program/archive/test/ROTATE.LZH 


¢$B! !=q8KFbSN!"3 (Badjust.c ¢$BS$r;29MSKS7SFS_SFS/SQ@S5SS$! Ք: (B 


# ¢SBQNE, EvSK9MS ($?TL70MQSN33!<%IS, 85SKSISCSFSKSNSG! "=hM}SKL5BL$, !D! #2 (B 


2$B!!:,K\E*SJ2r7h$KS$O%m%\ SCSH9) 3X$d9R6u! &1'Ch9) 3XSNJ, LN$NJ88%$rD4Ş$Y$F$_¿ (B 
¿SBSFSOSIS&S+SH$SSS&OCSr?M$+$iJ9$S$?$h$&$J5S$, $9$k$N$G$9$, !"S"S*SISKSDHOZ (B 
¿SB0O$,9-$9$.SF!"01BN$SIS3S+$i<j$r$DS1SF$h$$SNS$d$iSH!"ESJ)$KJkS$S1$F$$SA$91#; (B 


co 
—-MESSAGE FILE 21994 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000122ht 
ml.html 


--MESSAGE FILE 21995 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000123 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCI1AjJUZ51JEdGJPTwoJDkkayViJUclayQsJCQkUyREJESkSiRrISo 
hKhsoSg==?= 

Date: Wed, 02 Jul 1997 00:32:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33B92324.B77D4CA4@ga2.so-net.or.jp> 

References: <Olbc836dS$f1b6e360S$4el10dbca@default> 

NNTP-Posting-Host: 210.132.188.70 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Sugihara Yoshimi wrote: 

> ¢SBS3SNLdBjSO!"8=:_SN2sE>9TNsS$K!"?7$7$/DI2CS9Sk! J#X!"#Y!"#Z!KSN2SE>NLSr9TNSSKg (J 
> eSBS7S?SbDSNSr<!!9SH@O;;S7SFSbSGSkSr2sE>$5$; SFSSSkKSNSGS9S, !"9TNSFDSKJ]; )]$5S1SF¿ (J 
> ¢SBSSSk?tCMSN@: EYSN4X78>e!"S@SsS@SSSH2SE>9TNSS, @53NSGSJIS/SISJj!"2sE>9TNSSGIQ49¢ (J 
> gSBS5$1Sk%b%G%kS$, ՏՏՏՏՏՁՏատմՏ)5՞5918չ (J 


X, Y, ZŁ$B<4$N%Y%/%H%k$,D>8r$;$:!"¿ (J 
¿$BD9$5$b¿ (Jle SBSG$SJ$/SJSCS$SF$7S dors NEG as 
2 SBS$S$0$£$k@55, 2=$1$9$1$PLGBj$J$$$H; WS$$*S9! #3 (J 


Xe SB<4$Y3/SHSk!I"s (UY; SB<43Y%/SHSKSNSYS/SHSKAQG ( ՆԱՆ ¿SB$r:n$k$H!"¿ (J 

X; SB<4SHz (JY;5B<45SKDS8rS95k% Y%$/%SHSkS,F@SiS$1$% — 

¿S$B$3$S1$r¿ (JZ¢SB<4SN3Y%/SHSkKSKS7SF!"S=SND9S5SrF@SF!"S=SND9S5SG; (JUZ¿SB<4SN%$SY%S /%H%k$r3 
ԳՏ34 (J 
ESBS*S9! #2 (J 
¿$B$3$1$G¿ (JZ¢$B<4SNCLOLSY%/SHSkKSN=PMh>e$, $5! #2 (J 


ESBS5SSiSK!"3: (JIXzSB<4SN%Y%/%HSKSNDOS5Sr FSF! "S=SND9S5SGz (UX; SB<4SN%Y%/%HSkSr3d$4$*S$9! 
#2 (J 
¿$B$3$1$G¿ (JIX¢$B<4SNC1LOLSY%/SHSkKSN=PMh>eS$, $j! #2 (J 


ESBS"SHSO!"3 (UX: SB<4$NC10L%Y%/SH%kS$SH¿ (JZ¢SB<4SNC1OLSY%/SHSKSHSNSY%/SHSKAOSr:n$FS*S$9! 
#2 (J 
¿$B$3$1$G!"¿ (JY¥z $B<4SNC10LSY%/%HSKSN=PMh>e$,S$5!#3 (J 


ESBSbSCSH4IC1SJI}K!S$, ԱՏՆ ԱՆՆ $;$s$,!" 
¿SB4pKNSOS3S1SGSSSSSH;WSSS*S9!#¿ (J 


Bugbear 
¿SBHu8)¿ (J ¿SB>!Li (J 
bugbear@ga2.so-net.or.jp 


—-MESSAGE FILE 21995 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000123ht 
ml.html 
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Other than that it is about as stable as Win95. 
JohnT 


Toby Hutton wrote in message 

>"JohnT" <johnt@nettech.demon.co.uk> writes: 

>> 

>> Since I had used the Yaroze I have re-installed Windows 98 on my 
>> computer. 

> 

>Ahh, hahaha... sorry, but I do not find any of this surprising. 
>Honestly, why are you running Windows 98? At work, we're testing our 
>product on RC5 (haven't got the Gold yet) and it's the most unstable 
>version of Windows we've seen yet. 

>—— 

>Toby. 


--MESSAGE FILE 2326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01029 


—-MESSAGE FILE 2327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001030 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 13:29:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <6kecjsS$hca25@chuka.playstation.co.uk> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> <356A2D9C.DBDF7AAB@netmagic.net> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Being an experienced Win95/98 user and a programmer for all Windows systems 
I know how to fault find problems of this sort. Among the first things I did 
was to check the COM port setting for conflicts and double check my SET 
commands in 4START.BTM (I use a 4DOS prompt. 4START.BIM is a batch file that 
runs whenever 4DOS is started and before AUTOEXEC.BAT if at bootup) so that 
DTLH3000 was correct for each port I tried the Yaroze on. Yes, I tried the 
Yaroze on both ports. 

Here is what I did to come to the conclusion that it might be the Yaroze at 
fault. 

I plugged the Yaroze into COM2. Edited 4START.BTM so that DTLH is set to 
Ox2F8,3,115200. Started a 4DOS prompt. Ran SIOCONS. Got the Ok then the >> 
prompt. Started a batch download. Got a timeout error. Escaped from SIOCONS. 
Ran SIOCONS. No Ok and >> prompt. Escaped SIOCONS. Reset Yaroze. Ran 
SIOCONS. Go Ok and >> prompt. Started batch download. Timeout error. Reset 
Yaroze without exiting SIOCONS. Got Ok and >> prompt. Tried to type CLS and 
nothing happens (Hmmm, could be SIOCONS at fault? I'll try a re-install... 
Nope, still the same). Reset Yaroze. Got ok and >> prompt but still can't 
type anything. Then I did it all (well, almost all) again using COM1 and 
still the same results! 


JohnT 


Elliott Lee wrote in message <356A2D9C.DBDF7AAB@netmagic.net>... 

>I've not seen Windows '98, but my guess is that you've got 
>Plug-and-Pray, ne? Well, go and check the properties of your computer 
>and make sure that no devices are conflicting. Check to see if your 
>modem is using the same IRQ as you've set up for the Yaroze. Other 
>devices might be listining in on that same COM port used for the the 
>Yaroze serial data transfer. Try moving the Yaroze cable to another 
>port and setting DJSETUP.BAT appropriately. 

> 

>- e! 

> 

>JohnT wrote: 

>> 

>> Hi, I am posting this on freetalk because there never seems to De any 
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--MESSAGE FILE 21996 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000125 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shinpei Azuma <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?i1so-2022-jp?B?GyRCNjJUKKCRGJC8kOCQO1UCOhI xsoSg==?= 
Date: Sun, 06 Jul 1997 11:42:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <33BF061B.1996@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.67.149 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


ESBS3SsSKSASO! "2 (JPsukez $B$G$9!#¿ (J 

ESBSASGSCSH65S (SFSbSiS$$;v$,S"SkKSNSGS$9S, SISJ$?$+65$ (SFSS$?S@S1SJSSSGS7SgS&¿ (J 
ESBS+! #2 (J 
éESB<BSOSSSSSWSkKSWSMS0Si%S SG; (JTMD; SBFIS_9~S_SN¢z (Jmodel_init () ~SBSN:G8eSNS [S&$Gz (JGsD 
OBJ2¿$BSN; (J 

ob jp=ob ject ¢ SBSHS0S$ 6$0S6%S"S131%S9S rEOS 7TSFSSSKSNSGS9S, !"STS<S3SNShHSE&SKSTSFSS3 (J 
ESBSKSNSGS7SgS&!) ¢ (J 

obj pzSBSrz (Jobjectz S$BSNS*S$%; HS&SH2?S+ITETIGS, S"SkKSNSGS7SgS$&St+! Ք: (J 


¿SBLdB3SNSW%m%0%i%`¿ (J 


GsDOBJ2 *object; 
model_init() { 
u_long *dop; 
GsDOBJ2 *objp; 
int i; 


dop=(u_long *)MODEL_ADDR; 


doptt; 
GsMapModelingData (dop); 
doptt; 

Objnum = *dop; 

doptt; 


for (i=0;1<Objnum; i++) 
GsLinkObject4 ((u_long) dop, &0bject [i],i); 


/*¿$B$3$3$+$i$, LABJE@$G$9¢ (J* / 
for (i=0, objp=object; i<Objnum; itt) í 
/* Set Coordinate of Object Handler 
¢SBSGSUS) SkKSHSNS*3V%S8%'%S/SHSN: BISTOSN@_Djz (J »/ 
objp->coord2 = &DWorld; 


objp->attribute = 0; 
ob jptt; 
} 


¿SBShSmS7S/S*43SSS7SS9!#¿ (J 


E-mail p_suke@mxz.meshnet.or.jp 

Psuke 
—-MESSAGE FILE 21996 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000125ht 
ml.html 


--MESSAGE FILE 21997 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000126 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU6IBskOjY1LUCgGkRiQVJEAKNSQkISMbKEoO=?= 

Date: 6 Jul 1997 05:26:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <0Olbc89cd$757a94c0Sdf63d9ca@seryu.ba.mbn.or.jp> 
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References: <33BF061B.1996@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.99.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Shinpei Azuma < el S a ՈՐՆ: wrote in article 
<33BF061B.1996@mxz.meshnet.or.jp>. 

> ¢~SBS3SsSKSASO!"¢ (JPsukez $B$G$9! #3 (J 

> ¿SBSASgSCSH65S (SFSbSiS$;v$,S"SkKSNSGS9S, SISUS?S+65S (ÁSFS$$SS?S@S1SJSSSGS7SgS&¿ (J 

> PSBS+! #2 (J 

> £SB<BSOS5%StWSksWems0Si%s> SGz (JTMD; SBFIS_9~S_SN;z (Jmodel_init () ¿SBSN:G8eSNS[S&SG:e (JG 
SDOBJ2;SBSN¢ (J 

ob jp=ob ject ¢ SBSHS0S$ 6$0S6%S"S131%S9SrEOS 7TSFSSSKSNSGS9S, !"STS<S3SNShHSE&SKSTSFSS3¢ (J 
¿SBSkSNSGS7SgS&!)¿ (J 

objpzSB$rz (Jobject ¢$BSN$*$%; HS&SH2?S+ITETIGS, $S"SkSNS$SGS7Sg$S&S+!#; (J 


v 


ESBSh$m$7$/$*4jSSS7$*°S9! #e (J 


VVVVV 


ESBS3SsSKSASO!"3z (JYuugSBSG$9! #2 (J 

Sarena aie SGKMSN8+2rSGS$9S, !"NcS$ (SP0z?t$Nz (Jobjectz$B$rz (Jobject22SBSHSS$&L>ANSK 
ՄՕՏ (S?¿ 

e ան 

object z SBSHSSS&L>ANSG; ԷՏԸՏ251072ՀՏԱՀ (Jobject z$BSrA4ItJQ$ (5751515Ք5551575551511"01Թ7չ 
(J 

¿ $BBeF~¿ (J 

e r a a )l1kəSy y 5 
¿SBS A$91!#; 

cgngavastsutne WSm%0%i%> SN9) IWSO! "S5%s%Wsk$GSh$/8+S%*S9! #Sd$CSQS 4 SWSmS00\?"@-SNIbz (J 

$B$$: 

ER na SISr>oSKOMS (SF$S$k$s$G$9SM!#$3$&$f$&SN$rC5$9$HJY6/$K$JŠJ$^$9Sh!#¿ (J 


Yuuz$B!'¢ (Jseryu@ba.mbn.or.jp 
—-MESSAGE FILE 21997 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000126ht 
ml.html 


--MESSAGE FILE 21998 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000127 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: malloc; SBSKSDSSSFSNK<ALd; (B 

Date: 6 Jul 1997 07:23:41 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 78 

Message-ID: <5pnh5tSeg4@newsl.scei.co.jp> 

References: <33B53C75.D79B70EO@aix.or.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


# ¢SBS&S&S&!"5-;v$,$*S?@ZS1SFSkz (B 
# -SBIGE6S7SF:F%]%9%Hz (B 


ESBS3SsSPSsSO!"S4S&S5GS9! #3 (B 


<33B53C75.D79B70EO@aix.or. jp>¢SBSN5-; vSKS$*SSSF3; (B 
kazta-ta@aix.or.jpzSBS5SsSO=qS-S*S7S?!#¢ (1 


ա 


BS3SsSKSASO!S9bEDSGS9! #2 (B 
B:#2s5WS7SVSjJSK9u#P#SSG%sW%m%0%i%`SrS7SFSSSF¿ (Bmalloc; SBSGSDS“*SCSFS7S*SSS*°S7S?!#é ( 


Ը Ը 
X> X> 


Շ 
n 


B%$W%m%0%i%s`SG!S¿ (B 


VVVVVVWV V 


ASprite = (TEgAnimateSprite *)malloc( sizeof (TEgAnimateSprite) ); 


>¿$B!!!!!!!JCm!'¿ (BTEgAnimateSprite;SBSO; (Btypedef;$B$5$1$?9=BSBN!K¢ (B 
> 
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> 2 SBSHS 9SkKSHS=S3SNItJ, SGSWSmS0SiS> S$, ;_S*SCSFS7TS*SSS*°S9! #3 (B 
>¢SB$3$1$r¢ (B 


ASprite = (TEgAnimateSprite *) realloc ( 
ASprite , sizeof(TEgAnimateSprite) ); 


V V V V 


>¢SBSNShS&SKS9ISkKSH! SSISSSNLABISHSIS/FOS-S*S9! #2 (B 
> 2 SB9UFPHSSNSiSSSVSiS5SNSPS0SGS7Sg$&S+!) չ (B 
>¢ SBS=$1SH$b2?$+; H$$J}$, 0-$+$CS?$GS7$g$&$t!) 


ESBS&!<Ss!"S_ Ei et asa ae ԱԵ asc 

realloc gSBSNS$ [S&SOFOSSSFSKSNS, 2x$7$$$G$92 (8(՞՞չ 
¿SB;dSO¿ (Bmalloc :$B9%S-SJSNSG!"<+J, Ra a ԱԱ ԱԱ ԱՆԱՆ (8 
¿$B$D$+$C$F$^$9$I$IFC$KLABj$OH/Q8$7$F$$$I$$$G$9!#z (B 
¿$B2DG=@-$H$7$F$O!"¿ (Bmalloc ¿$B$,;H$C$F$$$kNNOh$r$J$K$+JL$N$G!<%?$H$+$G; (B 
¿$B2U$7$F$7$^$C$F$$$k$H$+$G$7$g$&$+!#$G!"¿ (Bmalloc ¿SBS9SkS$SHS-SK; (B 
2 SBS=SN>pJs$, $?$I$1$J$/$F!"$5$h$&$J$i$7$FŠk$H$+; (B 


¿SBS3SNSFSNLdB3jJSOSW%sm%0%si%`SNItJ0, ՆԱՆՏ ԱՆՆ Q (8 
# ¢gSBSG%P%C%, ŚGDIQW$7$?$i$=$1$J$J$K4JC1$J$s$G$9$1$I; (B... 


>¿$B$A$J$_$K!$¿ (B<malloc.h>z$B$0%$%s%/%j%e!<SISTSEFS*S9!#: (B 


¿SBS35S1SOSHS/SK¿ (B include ¿$B$7$J$/$F$b¿ (8 stdlib.h ¢SBSNS$[S&$+SiFI$*S1$*S9SM! #2 (B 
C zSB8@81SHS7SFSNI8=" $X%C%@SUS!%S3kS0; (B stdlib.h z;SBSJSNSG!"$=SASiS$r;HS&z (B 
2SB=, 47$rS$DS1SF$*$/SHB>SN4D6-SGSbLrN) SAS*S9!#!!2 (B 


éESBS5SSiSKOCSOS=S$15%°S95,!";dSO; (B malloc ;SBSrSDS+S&SHS—SO<!SNShS&SK=q$—-S*S9! #3 (Թ 
typedef struct SomeStruct { 


} SomeStruct; /* struct ¿$B$H¿ (B typedef ¢;SBSOL>A06u4VS, OcS&SNSGF1S8L>A0SG; (BOK */ 


SomeStruct *p; 
p = malloc(sizeof(*p) * NEED_NUM); 


ESBS3S&S7SFS*S/SH!"S"SHSGI=BSBNSNL>>NSHS$+S$rJQ99$7$?S5S7S$ 2?SHS-SK!"3 (B 

¿ $B=q$-49$ ($k>1= 5$,>/S$I$/S$I848*°S9!#8m5-SKShSkSP%0$b8: $k$GS$7S$gS$&! #2 (B 
¿$B$[$+$K$b¿ (B sizeof ¢$BSOSSSm$$S$mM-8zSGS9!#G[NSSN%$5%3S%:Sr;X< (SOSKSNSKSb; (B 
¿$B; H$ ($^$9!#¿ (B 


char buf[1024]; 


fgets (buf, sizeof(buf), fp); 


éESBS"SHG[NSSN8D?tSrCN$kSNSK$b; ԷՏ ($*S9!#¢ (B 


int array[] = { 1,2,3,4, ....}; /* ¿$B$J$s$3$"$k$+$J$>!#E,Ev$KB-$9>19g$b$"$k¿ (B*/ 
arraynum = sizeof(array) / sizeof(array[0]); /*z$B%3%stQ%sS%iSK?ts$ (SFSbSiS&z (B*/ 


¿SBSASJS_$K; (B sizeof ¿$B$N¿ (B () ¢$BSOK\MhITMWSG$9S, !"<~JUSHSNM%@h=g0L$, SISCSAS, ¢ (B 
¿SB9bSSS+ShS/SoS+SiSJS/SJSkSNSG¿ (8:-) ¢$B; dSOSSSDSbSDS1SFS*S9! 8. (B 


ESBS&!<S$sM>CLSNS [$&$, $I$, $/SISCSAScS$$*$7$ 25M! #2 (B 
¿S$SBSGSOSGSO; (B 


¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / s aaa tut.ac. a 
XMascot?; $BIa5Z%- %c%ss%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (B)¿$BE 
1832 (B43b 

--MESSAGE FILE 21998 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000127ht 
ml.html 


--MESSAGE FILE 21999 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000128 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: gSB#P#S>eSGI=< ($9Sk%b%G%k$, SSSSSDSKSISKkK!*!*32 (J 

Date: 7 Jul 1997 13:34:31 GMT 
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Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <01bc8ad9$14ec5460$4110dbca@default> 

References: <Olbc836d$flb6e360$4el0dbca@default> <33B92324.B77D4CA4@ga2.so-net.or. jp 
> 

NNTP-Posting-Host: 202.219.16.65 

X-Newsreader: Microsoft Internet News 4.70.1157 


Sugihara ¢SBSGS9! #2 (J 


¿SBHu8])S5Ss%1%9S7SFSSS?S@S-S"SjS, SH$&S4S6SSS*S9!#¿ (J 


¿SBJV?.S,CYS/SJSJS S7SFS “S3SHSKS9S_S*S;Ss!#¿ (J m(_ _)m 
¿SŠB!!EvJ)$N%$7%9%$F%` 4D6-$KLdB3j$, $"$J$^$7$F!"$7$P$i$/%M%C%H$K¿ (J 
é$B@\B3SGS-SIS+$CS?SNSGS9! #2 (J 

¿$B!J¿ (JWin950SR2;$BSrz (JFAT322 SBSGF~S1SFSS$SkS$?Sa!"SSSmSSS$mSI%D!<Skz (J 
¿S$SB$,;H$ ($J$$$s$G$9$h!#:#$b3JF.Cf$G$9!#!Ké (J 


Katsuya Higuchi <bugbear@ga2.so-net.or.jp> wrote in article 
<33B92324.B77D4CA4@ga2.so-net.or.jp>... 
> 


X, Y, Z¿ŠB<4$SN%$Y%/%SH%k$Š,D>8rŠ;$: 1" (J 
¿SBD9S5Sb¿ (J1ESBSGSIS/SISCSFS7S*SCSFSSSk>uBVS@SH; WSSS*S9S,¢ (Մ 
ESBSSSOSESKE55, 2=Sr$9S1SPLABISISSSH; WSSS*S9! #2 (J 


Xe SB<4%YS/SHSkK!I"E (UY; SB<4SYS/SH%$Sk$NSYS/SH%Sk@Q¿ (J (¿S$SB30@Q¿ (J) gSBSr:nSkSH!"3 (J 

Xz SB<4SH; (JYz$B<4SKD>8r$ 9SkSY%/%HSkS, F@SIiS1S*S9! #3 (J 

¿SB$S3$1$r¿ (JZ¢SB<4SN3Y%/SHSkKSKS7SF!"S=SND9S5SrF@SF!"S=SND9S5$G; (JZz$B<4SN3Y%/%HSk$ 
325342 (J 
ESBS*S9O! #2 (J 
¿$B$3$1$G¿ (JZ¢S$B<4SNC1LOLSY%/SHSkKSN=PMh>e$, $5! #2 (J 


ESBS5SiSK!"2 (JIXzSB<4SN%Y%/SHSKSNDOS5SSr FSF! "S=SND9S5SGz (JIX¢SB<4SN%Y%/SHSkSr3d$4$%S 
!#¿ (J 
¿$B$3$1$G¿ (UX; SB<4SNC10L%SY%$/%SH%škS$SN=PMh>e$,$j!#; (J 


¿SB$S"S$HSO!"; (JIXzSB<4SNC1OLSY%/SHSkSHz (JZ$B<4$NC1ç0L%Y%/%H%kŠH$N%Y%/%H%k@QŚr:n$j$^$ 
!#¿ (J 
2 SBS3$1SG!"z (JY¿$B<4$NC10L%Y%/%H%kŠN=PMh>e$,$j!#¿ (J 


¿SBSbSCSH4JC1SJJ)K!S,S"SkS+Sb$S7S1S“$;SsS,!"¿ (J 
¿SB4pKNSOS3S1SGSSSSSH;WSSS*S9!#¿ (J 


VVVVVOVVVOVVVV BV Վ ՎՊՎՊԿ 


¿SBAaB.;n$7$F$_$*$9!#¿ (J 


—-MESSAGE FILE 21999 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000128ht 
ml.html 


--MESSAGE FILE 22000 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000129 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: ¢SBHP#S>eSGI=< (S9SkSbSGSkS$, SSSSSDSKSISk!*!*3 (J 

Date: 7 Jul 1997 13:34:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <01lbc8ad9$1b5f£54a0$4110dbca@default> 

References: <Olbc836d$flb6e360$4el0dbca@default> <5paahf$s04@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.16.65 

X-Newsreader: Microsoft Internet News 4.70.1157 


Sugihara z;SBSGS9!#¢ (J 
¿SBS3SZSkS$S5Ss%$1%9S7S$FSSS?S@S-—S"SjS$S,SHS&$S4S6SSS*S9!#¿ (J 


ESBIV?.$,CY$/SISjS*STSFS*S3SHSKS9S_$*S;S$s!#z(J m(_ _)m 
¿SB!!EvJ)$N%$7%9%SF%` 4D6-$KLdB3j$, $"$J$^$7$F!"$7$P$i$/%M%C%H$K¿ (J 
¢SB@\B3SGS-SIS+SCS?SNSGS9! #3 (J 

¿S$B!J¿ (JWin950SR2;$BSrz (JFAT322 SBSGF~S1SFSS$SkS$?Sa!"SSSmSSSmSI%D!<%kz (J 
¿SB$, ; H$ ($J$$$s$G$9$h!#:#$b3JF.Cf$G$9!#!Ké (J 
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co@innocent.com wrote in article <5paahf$s04@newsl.scei.co.jp>... 


Pen epee E SHOMS (SFSSS$*°S9!#:,K\E*SJI2r7hSKSOSJISCSFSS$5%S; S55, ID! #2 (JU (%%; 


> ¢$B!!8=<BF (HrC£SNS$3SZSkSGS9! #2 (J 

> 

> ¿$B!!$"$^$j; 29MSKSISk=q@RSGSOSJ$S$$+$b$7$1$%S;S$s$,!"S"SNz (J OpenGL ¢SBSN@VK\¢ (J 
> (OpenGL Programming Guide, ISBN-4-7952-9645-6) ¢SBSKSO!"O"B3S7SFz (J Rotate 

> ¿SBSNA`:nSOS7SJSSSGS/S@S5SS!"SH=q$S+S1SFSSSkShS&SGS9!#¿ (J 

> 

> փ ¢SBN)SAFIS_L?!#¢ (J (¿SBFf¿ (J) 

> 

> ¢$B!!S7S+S7!"S3SNLdUBjSO!"30@Q0¢ (J (+¢E$BE55, 2=¢ éSBSr; HSCSF4pD19IYTNsS$r=S$@5S9SkS$3SHSG 
!" (J 

Š é 

> 


é$BAaB.!!¢(JOpenGL Programming Guidez$B! !$rGcS$CSFS$-S*S7$?!#S"SDSSSGS9SM!<S3SNK\! #¢ (J 
ESBFIS* SNSK>/$7; ~4V$,$+S+S 5S=S&SGS9!#!IN) SAFTS_$5$1S5?S=S&SGS$9S, !"2?;~4VSbS+S$+4+¢ (J 
ESBS5S*°S;S$s$t+!) ;d$OD9; ~4V$ ?SCSFSSSkKSNSOSSSASTSNSG! "Sa$S\S7SSK\SOS9SOGCSCSFS7¢ (J 
ESBS*SSS*SO!L#ES?SES* ODS, 151515. (J 


—-MESSAGE FILE 22000 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000129ht 
ml.html 


--MESSAGE FILE 22001 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000130 
html .html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!co 
From: co@innocent.com 
Newsgroups: playstation.ny.program.labo 
Subject: Re: =?1SO-2022-JP?B?GyRCI1AjUZ51LJEdGJPTwoJDkkayViJUclaxsoQg==?= 
=? 1S0-2022-JP ?B?GyRAGyRCJCwkJCRTJEQkSyRKJGShKiEgGyhC?= 
Date: 8 Jul 1997 03:01:14 GMT 
Organization: Just personal 
Lines: 48 
Message-ID: <5psahgq$3bk@newsl.scei.co.jp> 
References: <Olbc836d$flb6e360$4el0dbca@default> <33B92324.B77D4CA4@ga2.so-net.or. jp 
> <01lbc8ad9$14ec5460S4110dbca@default> 
NNTP-Posting-Host: 130.158.80.123 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
In-Reply-To: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp>'s message of 7 Jul 1997 
13:34:31 GMT 
X-Newsreader: gn [Version 1.34 Mar.1,1996 (Unix) | 


Bugbear ¿$B$5$s$081$k¿ (B 

> X, Y, Z¿$B<4$NSY%/%H% ks; D>8rS;S:!" (B 
> ¿SBD9855D:; ( (B1¿SBSGSJS/SJSCSFS7S ԱԱ արար Աաաա ԱՎԱՆ 
> S SBSSSOSFSkA55, 2=Sr$9$1SPLEB{SISSSH;WSS$°S9! #: (B 


2$B!!@55,2=SHSS$&C181SK4pD13Y%/%HSkF1;NSrD>8r$5$; SkOUL#S, $"SkShS&SKFISaz (B 
ESBSFS7S*°SCS?SNSGS9S, ¢ (8(2584:0ՇՏՏՏԱՏԸՇՏ25159Տ Տ՞Տ:ՏՏ: (B) gSB!"@55, 2=SO4pK\E*SKSY%S/SHz 
(B 
ESBSKSNDIS5Sr¢ (B1ESBSKz (B (¿SBC10L1SY%S/%SH%Sk2=¿ (B) ¿SBS9SkA` :nSNOUL#S@SH;WSSS*S9!#2 (8(25 
B4AVOcSCSF$ 2 ¢ ( 
ESBSiSSSiSKS9S_$*S;S$s2¢(B ^^;) 


= 


¿$B!!$A$J$_$K!"4pD1%Y%/%H%k$N@55, 2=$r9T$J$&$@$1$G$OJ*BN$, JQ7A$7$F$7$^$$!"; (B 
¿$B4pD1%Y%/%H%k$N30RQQ$rMxMQ$9$k$@$1$G$OJ*BN$NBg$-$5$, JQ$K$J$J$^$9!#E, Ev¿ (B 
éESBSK;nS7SFS_S$?8BSjSGSO!"N><TSrE, EYSKAHS_9g$0$;S?SbSNS,B.EY!&@:EYSHSbSK; (B 
ESBNIS$7k2L$,=P$k¢ (8(ՀՏՏՏՈՏՃՏՄՏՏՏ,Տ9ՉՏԵՀ (B) ESBShHS&SGSI! #2 (B 


Sugihara ¿SBSSSsSO81Sk¿ (B 

> ¢$BAaB.!!¢ (BOpenGL roar anand Guide; $B! !SrGcS$CS$FS-S*S7S?!#S"SDSSSGS9SM!<S3SNK\! #2 
(B 

> ¢SBFIS* SNSK>/S$7;~4VS,$+5S+S jS=S&SGS$9!#!IN) SAFIS_$5S1$?S=S&S$GS9S, !"2?;~4VSbS+S$+¢ (B 

> ¿$B$J$^$; $s$+!); d$OD9; ~4VS?SCSFSSSkSNSOSSSASISNSG! "SaS\$7SSK\SOS9S0GCSCSFS$7z (B 

> ¿SBS“SS$SS*S9!#S?S@S*6bS,!%!%!%!K¿ (B 


¢$B!!$3SNK\SO4pK\E*SKz (B OpenGL ;SBSN<-=qSNSh$&$JB8:_SJSNSG! "=q$+S1SFS$$$k$3SH3 (B 
éSBSNS [  — a PlayStation :SBSGSN%W%m%0%i%_%s%0SKD>@\LsN) SDS$o$1SGSOSJ$+$C3¢ (B 
ESBS?S5S7$*°S9¢ 1) ¢SB!#FIS* $YS-ItJ, SH2A3JSHSN3d9gSr9MS (SFN) SAFIS_$@S1SK;_Saz (B 
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ESBSFS*S$/S3SHSr0ESK4+Sa$?SDSbS jS@SCS?7SNSGS9S, !D! #2 (8(՞՞չ 
25B!!SGSb!"S3SNK\STSiS"SkDxXEYM} 2r$G$-S$1SP$+SJSjSN7P83CM: (B UP ¿$B$K$J$k$O$:$G¿ (B 
ESBSO!#: (B 


# (*1) gSBS@S+SIiSHSSSCSFOLItOU3Z0SOS*SCS$?S/%S@%aSHSSS&SOS1SGSOSIS/SF!"1~¢ (B 
# ¿SBMQS9S1SPSSS/Si1SGSbLsSKN)SDS+Sb!DSHS@S1=q$SSFS*S/S3SH$SKS7S“S9!#¿ (B 


Po Sa 
¿$B!!; 29M$N$?$a$K%5!<%P$KE>Aw$7$?¿ (B adjust.c ¿SBSGS9S, !"S=S$SN8e!"¿ (Bsqrt() gSB4X?té ( 


B 
(gSBSb$7$/SO2hLL@Z$ jBXS (<~$j¿ (8) 7585, $&$*$/FOS+SIS$$3$H$, $"$kz (B(eSBSh$&$I5$$,$7$72¢ ( 
B) 

ESBSNSG! "BP: vSDSSS$GSKB.EY! &@:EYSr>e$2$?=S@5HGSr:n$j$*$7$2?!#52!<%3* ՏՇՏՕՏՄՀ (B 
ESBSS!"SDS*SiSTSSS5SSSWSkKSGSIS, !"D(S$5IS:SKE>AwS7SFS*S-S*S7S?SNSG!"; 29M$K¿ (B 
¿SB$7SFS_SFS/S@S5SS!#¿ (B(%%; 


http://wwwl.scei.co.jp/forum/program/archive/test/ROTATE.LZH 


P.S. 

¿$B!!¿ (BNetNews ¿$BSGSO!"JVEzS$d4XO"S7$?5-;v$r=q$/9T0OY¿  (B(¿SB$SSSoSf$k!V%$1%S9!W (8) ¿SB$ 
O¿ (B 

2 SB! VSU%) %m! <! WSHS$$$&8 @MUSG8FSPS1Sk$3SHS, B?SS$ShS&SG$9! #2 (B 


éSB! !8D?ME*SKSOOUL#S, DLS 8S1SP2?SGSbS"SjSGSHSSSH;WSSS*S9S, !";29MS*SGSK! #2 (8(՞՞չ 


co 
--MESSAGE FILE 22001 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000130ht 
ml.html 


--MESSAGE FILE 22002 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000131 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <BZA05315@niftyserve.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: ¢SBHP#S>eSGI=< (S9SkSbSGSkS$, SSSSSDSKSISk!¥*!*3 (J 

Date: 10 Jul 1997 12:54:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <0lbc8d2£$0774b680$5810dbca@default> 

References: <Olbc836d$flb6e360$4el0dbca@default> <33B92324.B77D4CA4@ga2.so-net.or. jp 
> <01bc8ad9$14ec5460S4110dbca@default> <5psahq$3bk@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.219.16.88 

X-Newsreader: Microsoft Internet News 4.70.1157 


SugiharazSBSGS9!#¢ (J 
é$BAaB. $N%U%) Sm! <$"S5$,SHS&S4S6SSS*°S9l #3 (J 


co@innocent.com wrote in article <5psahq$3bk@newsl.scei.co.jp>... 

> PAS 

> ¢$B!!;29MSNS?Sa$K%5!<SPSKE>AwS7$?2 (J adjust.c zSBSG$9S,!"S=SN8e!"e (TIsqrt() ¿$B4X?t 
¿(J 

> (¿SBSbS7S/SO2hLL@ZSjBXS(<-Sj¿(J)¿SBS,S&S“S/F0S+SJSSS3SHS,S"Sk;¿ (J(¿$B$h$&$IJ5$$, S7S? 
, (J) 

š éESBSNSG! "BP: vSDSSSGSKB.EY!&@:EYSr>e$2$ ?=S@5HGSr:nS$jS*S7S?!#S52!<%S° ՏՇՏՕՏԺՀ (J 

> ¢~SBSS!"SDS*SiSISSS5S3SSWSkKSGS9S, !"D (SIS: SKE>AwS7SFS*S-S*ST7TS?SNSG!"; 29MSKz (J 

> ¿SBS7SFS_SFS/S@S5SS!#¿ (U (%%; 


ESBSIS_$*S$; $s! #S5SsSWsk$*SGS"SCSWS7SFSS$$?$@$-S*S7SF!"K\EVSKS"$4$, SH$&S4S6SSS ¿ (J 
ESBS9! #2 (J 
ESBS5SSCS=$/SASE&SSSm!<SISTSFE(Tel!i!e 


¿SBSHCf?HSr3NG'¿ (72111: 


¿SBS`¿(J¿l¿¿ SBS ¢(Je!egSBS° Հ (J¿ !¿ 


¿$B$"!*¿ (J"Adjust.c"¿$B$,Q@055,2=$9$k=hM}$J$s$G$9$M!#!J¿ (USorces.lzh¿SBSNCfSKSJSSSNSG 
C5S7SAz (J 
¿$B$c$$$^$7$?!#¿ (J) 
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¿SBS`¿(J¿l¿ ¿SBS ` (Uo la ¿SBS ¿(Jalg 


¿SBSH!"SJSkS[SIS3SNShS&SKSdS1SPShSSSoS1SGS9SM!#BgJQ;29MSKSJSjJS S7S?!#¿ (Մ 
¿SB!JFCSK#1SDSN9TNsš$r#32sSKJ,S1SFD4@0S7SFSSSkSJSSsSFS9S45SS%"%$S%G%$#%"SGS9SM!#S3¿ (J 
¿SBS&S9S1$SP7W;;=hM])$,J,;6S$SGS-$*S9SM!#!K;¿ (J 


2 SBS5$C$=$/<+Jd, ŠN%$W%m%$0%i%` SKAHS_9~SsSGS_S$*S9! #2 (J 


—-MESSAGE FILE 22002 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000131ht 
ml.html 


--MESSAGE FILE 22003 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000132 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.labo 

Subject: =?i1so-2022-jp?B?GyRCUTULJiIVzJUkhSiVcJSQLOSFLJESKRCQKJEYbDKEo=?= 
Date: Fri, 11 Jul 1997 03:43:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33C52D4B. 33A6@ibm.net> 

NNTP-Posting-Host: 202.135.105.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB2qOwHV9f¿ (Jdcn01516;SBSN550f>05WSGS9!#¢ (J 


£$B8z2L2; SN: F@8SISISG!"¢ (JSsUtKeyOn: $B$r; H$&>19gSKSDSSSFSGS9S, !"¿ (J 
éSBSTSC%A! ISN! <SHHVIE!KSrBg$—$/S$9SkSH9Ib2; $K$I$J$^$9$, !"¿ (J 

¿$B$=$NJ, :F@8%9%T!<%ISbB.S/SISCSFS7S*SCS?S5!1"3 (J 

2 SB5USKDc2; SK$9SkSH!":F@8%9%T!<%$I$,CYS/$SJSCS?$3S9Sk$H;W$S&SN$G$9S$, !"¿ (J 
¿SB01DjSN:F@8B.EYSrJ]SC$?S$S“S*1"2;SN9bDcS@Sl1SrA`:nS9SkS$S3SHSO; (J 
¿SB$SGS-SJSSSNSGS7SgS$&S+!#¿ (J 


ՀՏՔՏ՞ՏՉ1" 2 (USEQ¿SBSUS!%SSSkSJSISNIhLL%SG!<%?SHF1S8ShS&SK!"¿ (J 
¿SB8z2L2; SNDIS5$rD4@a$7$ 28 jSGS-Sk$h$ &$G$7$ 2?$il"S3SA$SisSboss (SF2<S5SS!#¿ (J 


¢SBS=$1S$GSO! "S$h$m$7$/$*4jSSS7S*°S9! #3 (J 
—-MESSAGE FILE 22003 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000132ht 
ml.html 


--MESSAGE FILE 22004 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000133 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: UEYAMA Satoshi <mocona@tky.threewebnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCNJUKKCRGIJC8kOCOQ1UCQhI xsoSg==?= 
Date: Sat, 12 Jul 1997 12:59:23 +0900 

Organization: 3web user 

Lines: 40 

Message-ID: <33C7011B.4549@tky.threewebnet.or.jp> 

References: <33BF061B.1996@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.235.214.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SBS*5W$7SV$j$NS&S ($d$^SG$9! #2 (J 


Shinpei Azuma wrote: 


> ¿$B<B$O%5%s%W%k%W%m%0%i%` $G (JTMD; SBFIS$S_9~$_SNz (Jmodel_init () gSBSN:G8eSN$ [$&$Gz (JG 
sDOBJ2¿SBSN; (J 

> objp=object ¢SBSHSoS6SoS6S"SISLS9ISTEOSTSFSSSKSNSGS9S, !"SIS<S3SNSHS&SKSTSFSS; (J 

> ¿SBSkSNSGS7SgS&!)¿ (J 

> objp¿$BSr¿ (Jobjectz $BSNS*S$%; HS&SH2?S+ITETIGS, S"SkKSNSGS7SgS&St+! Ք: (J 


Net Yaroze newsgroups message dump.txt Page 14728 


¿SBSISN%5%s%SW%kS+S$oS+SiSJS+SCS?SNSG?dB, ՏԵ4՞Տ Տ՞Տ9Տ, !Dz (J 


> GsDOBJ2 *object; 
¿$B$3$3$, %]%$%s%H$G$9!#¿ (J 
model_init() zgSBSN30SG@k8@S5S1SFSSSk!az (Jmodel_init() ¿S$B0J9_Sb;HS&¿ (J(¿$B$+$b$7$1$J 


ՏՏՀ (J) 
ESB! #2 (J 


> /*¿SBS$3S3S+$9iS,LdBjJE@SGS9¿ (J* / 

for (i=0,objp=object;i<Objnum;i++) í 

/* Set Coordinate of Object Handler 
¿SB%$G%US)%SKkK%SHSN%$*SV%$8%'S/%SH$SN:BI87OSNQ_D3j¿ (J »/ 
objp->coord2 = &DWorld; 


objp->attribute = 0; 
objp++; 


VV VV V V V 


¿$B$3$3$G¿ (J objp++ ¿SBS7SFSS$$*S9SNSG!"¿ (Jobjp ¿$B$,;X$9%"%I%1%9$, JQ$o$J$^$9!#$3$3$G 
"Ws (մ 

object ESBSrS=SNS*S%*;HSCS?SHS7S?Si!"3 (Jobject ¿$B$,;X$9%"%I%1%9$, JOQSoSCSFS7S ASS!" (J 
¿$B0J9_SG¿ (J object ¿$B$r;H$&$H$-$KHs>o$KITJX$G$9!#¿ (J 


¿SBNcS$S (SPS5%SSWSkSNz (J shuttle ¿$B$G$O!"¿ (Jfor ¿S$SBJ8D>8eSGSb¿ (J object[0].attribute 


¿SB$SJSISHS$SSC$?SUS&SK;H$C$F$$528591#5363SG; (J object ¿$B$N;X$9%"%I%1%9$, JQŠOŚC$F; (J 
¿$B$$$?$i!D¿ (J 

# ¿SBS%“S!!"%5%s%*$WSkSN¿ (J shuttle ¿$B$G$O¿ (J object ¢SB$,Dj?t$@$+$i$=Sb$=Sb; (J object 
++ ¢SBSGz (J 

# ¿SBS-$SJSS$SSsSGS9S1SISb!"S=$1SOS%*S$?JLSNOC!#;¿ (J 


ՀՏԹՏԵՏ (ՏԱՏ: (US ¿SBFfSN@8J*0&9%2H; (J 

http://wwwl.scei.co.jp/-ekb01823/ 

--MESSAGE FILE 22004 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000133ht 
ml.html 


--MESSAGE FILE 22005 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000134 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJTULJiVzJUkKhSiVcJSQLOSFLUESkRBsoQg==?= 
=?1SO-2022-JP?B?GyRCUCQkRhsoQg==?= 

Date: Wed, 16 Jul 1997 18:24:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <kamon$21c519970716182439@news1.scei.co.jp> 

References: <33C52D4B. 33A6@ibm.net> 

NNTP-Posting-Host: 210.136.1.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2 SBS3S$sSKSASO! "2CLgG$G$9! #2 (B 


Naohisa Kamei <kame001@ibm.net> wrote: 

>¢$B8z2L2; SN: F@8SISISG! "2 (BSsUtKeyOn: SBSr; HS &>19gSKSDSSSFSGS9S,!"z (B 
>¢SBSTSC%A!J3N! <SHHVIF !K$rBg$-S/S9SkSH9b2; $K$I$J$^$9$, !"¿ (B 
>¿$B$=S$SNJ, :Բ0859911ՀՏԼՏԵՑ.Տ/ՏՄՏԸՏԲՏ7ՄՏ՞ՏԸՏ2531" (B 
>¢S$B5USKDc2; $KS9SkSH!":F@8S9ST!<ZIS,CYS/SISCS?SjS9SkKSH;WS&SNSGS$9S, !"¿ (B 


"¿SB2;¿ (B"¢ SBSCSFSSS&SNSOSDSHSDSHS=SE&SSSESHDSNS_S$?SSSGS9!#<~GH?t¢ (B(?) ¿SBSN4V3VSŠ, C; ¿ 
(B 
¿$B$/$J$1$P9b$$2; $KJ9$3$ (!"4V3VS,D9S/SIS1SPDc$/I9$3S$ (S*S9! #3 (B 


>¢SBOLDJSN: F@8B.EYSrd] $C$?$*S*!"2; SN9bDcSAS1SrA* :n$9Sk$3$HS$Oz (B 
> SBSGS-SISSSNSGS7Sg$&S+! #2 (B 


¿SB%S$W%1%9%SFSN%$O!<%$I$GSOS=$&SSS&S3SHSOSGS-SJSSS_S?SSSGS9SMI!#¿ (B 
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ESBS?S@!"O1LSDSN2; ?'SKS5S3SSWSkSrd#?t; } $25; SkS3SHS, SGS—-S$*S9S+Si!"F1$82; 2 (B 


2 SBSN#13*%/%?!<3VS4SHSN35%SSWSkK%G! <3 2SrMQOUST7! "2 (BC1; SBS+Si¿ (BB12$B$*$GS0z (BF1z$BSN% 
5%s ՏԱՀ, (8 
2 SB&k&G!<%?$r;HS&!"z (8022585451: (882:585-565Օ: (BF2; SBSNS53sSWSk3G!<S2Sr;HSGIMIMI MINS 
HSSS&¿ (B 


¢$B46S$8SGz (BVAB; $B$r:n$1$P$$$/$i$+$4$^$+$7$,Mx$-$^$9!#¿ (B 
¿SBKM$O2; 4X78SKSO>\$7S/SISSSNSG! "4VOCSCSFS?S$iS$4; XE&S*45SSS7S*°S9! #3 (B 


>¢SBS°S?!"z (BSEQ: SBSUS ! SSSkSTSISNIHLLSG! <$?SHF1IS8ShS&SK!"3 (B 
>¿SB8z2L2;SND9S5SrD4QaS7S2SJSGS-SkShS&SGS7S?2Si!"S3SASiSb65S(SF2<$S5SS!#¿ (B 


¿SB%k!<%sWGH7ASr;HS&SNSOSIS&SGS7SgS&S+!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 22005 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000134ht 
ml.html 


--MESSAGE FILE 22006 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000135 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: sazanta <sazanta@osk2.threewebnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?bWFsbG9jGyRCJESkKRCOKJEYkT jxBTIGQbKEo=?= 
Date: Thu, 17 Jul 1997 22:53:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33CE23E0.505B@osk2.threewebnet.or.jp> 

References: <33B53C75.D79B70EO@aix.or.jp> 

Reply-To: sazanta@osk2.threewebnet.or.jp 

NNTP-Posting-Host: 202.235.203.233 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; 1) 


¿SBSIS&Sb!"S5S6SsS?SGS9!#¿ (J 


ESBS"S*SJ4AX7T8SISSSNSGS9S,!"z (JImalloc() ¿SBSO#P#SSN; ( — S O ees 
ESBSG!"S=SNSWSm%0%i%°>$,SPSOSCSFSSSF!"z (Jmalloc()/free() g~SB$r2?2s$b7+$ 42 (J 

2 ՆՐ -MFNL$, $"SkSKS$b$+S+S0SiS:% ( rr 5 5 աան 
ESBSGS9! #2 (J 
¿SB6HL3MQSGSOS3S1Sr2sHr$9SkS?SaSK!"%*%s%sa%b%jMQSN¿ (Jmalloc() ¢SBSrDs6!$73 (J 
ESBSFSSS*S9l #3 (J 

ESBSMSCSHSdSmS &S<HGSOSISESTSSSGSTSGSE&SM! #¢ (J 


malloc() ¢SBSr;HS&AOSK!"¢ (JInitHeap () gSBSOS7SFSSS*S9SGS7SgS&S+!) (Մ 


sazanta@osk2.threewebnet.or.jp 

ESBS5$6$s$2?2 (J 
—-MESSAGE FILE 22006 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000135ht 
ml.html 


--MESSAGE FILE 22007 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000136 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?bWFsbG9jGyRCJESKRCOkKJEYkT jxBTGQbKEo=?= 

Date: Fri, 18 Jul 1997 01:35:42 +0900 

Organization: Japan 

Lines: 16 

Message-ID: <33CE49DE.6BF45740@aix.or.jp> 

References: <33B53C75.D79B70EO@aix.or.jp> <33CE23E0.505B@osk2.threewebnet.or.jp> 
NNTP-Posting-Host: 202.208.35.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


> mallo éSBSr;HS&A0SK! "2 (JInitHeap () ¿SBSOS7SFSSS*S9SGS7SgS&S+!)¿ (J 


User's Guide; SBSNz (JU89¿SB%Z!<%8SK¿ (Jmain() SBS, 8FSS=PS5S1SkA0SK<+FOE*SK3 (J 
ESB8FSS=PSSS1SFSSSkKSH=qSSSFS"SkSSSGL@< (EX$K8FSS=P$91,MWSOLSS$¢ (J 
é SBSH; WSCSFS?SsSGS$95S, !$<+J, $G8FSS=P$91I,MWS, S"SkSsSGS9S+¢ (J? 


ES BITI 1.113] af a Pf pS a ba 111111 Or 
é$B!!!!!!9bEDMNI?¢ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8=:_;n83S*SCS?SeASIS+!*3 (J 


¿S$B:G=*99?7F|;-!!!!#5!?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 

—-MESSAGE FILE 22007 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000136ht 
ml.html 


--MESSAGE FILE 22008 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000137 
html .html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: =?iso-2022-jp?B?GyRCJTULJiVzJUKhSiVcJSQLOSFLJUESkRBsoSgOKCQkbJEIkJCRGGyh 
K?= 

Date: Fri, 18 Jul 1997 18:04:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33CF319C.72B1@ibm.net> 

References: <33C52D4B.33A6@ibm.net> <kamon$21c519970716182439@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.135.105.168 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


2SB2qOwHV9Fz (Jdcn01516z$BSN550£>05WSGS9! #2 (J 


ESB2CLG$5$s!"%SUS) Sm! <$"$j$, SHSESASOSSS*SO! HE (Մ 


> ¿SBSWS1%9%F$N%O!<5ISGSOS-S&SSSsS3SHSOSGS-SJSSS_S?SSSGS9SMI#; (J 

Հ ¿SBS?S@!"01SDSN2;?'SK%S5%Ss%sW%kSrJ#?t;)S?S;SkS3SHS,SGS-S*“S9S+Si!"F1S82;¿ (J 

> ¿SBSN#1%*% /%?1<%V$4SHSN$5%s%W%k%G!<%?$rMQ0US7!"¿(JC1;SBS+$Si; (781:585-5ՇՏՕչ (JF1¿$B$ 
N%s5%s%W¿ (J 

> «ՏՏ: ՀԵՏԸ ԱՏԵ յո (7Ը22585451չ (gB2: SBSASG5O¿ (UF2: SBSNS5SSSWSKSG!<S2Srj;HSEIMIM IM! 
"S$HŠSS$&¿(J 

> ¿SB46S8SG¿; (JVABz $BSr :n$1$P$$$/$i$+$4$°S$4+$78,Mx$—$°S9! #2 (J 


¿SBSdSOSj!"S3S1S7S+J)K!SOSJSSSGS9S+SM!#¿ (J 
¿SBSASJS_SK!";d$OA42;3, ՏԱՀ (SEQ; $B%U%!%$%k$rMQ0U$9$k!"$H$+¿ (J 
¿SBL5Cc$JS$S3SH$Sb9MS$ ($^$7$?!D!# (J 


>éSBS*$2?!"z (USEQ¿$BSU%!%$S$%Sk$JS$STISNIhLL%$G!<%?$HF1$S8$hS&SK!"¿(J 
>¢$B8z2L2; ŞND9$5$rD4Qa$7$?$j $G$- SkŠhSs5$GS752511"$3SAS18b655 ( (SF2<$5SS!#¿ (J 


é$B%k!<SWGH7ASr; HS&SNSOSTS&SGSTSgS&S+! Ք: (J 


¿SB%Sk!<%SWGH7ASCSFSJSSSGS9S+!)¿ (J 


ESBS=S&SSS ( pr range E ՅՆ H%k2;3Z$O¿ (JSEQz SBSU%! $$%kSGSOSTSS 
SGS9$hSM!) (J 


¿$B<XB-$J$, $i! "SISs$G$3Ss$JI<ALGSr$7SFSSSkS+SHSSSESHz (J 
¢SBL5KESKS$b! VEZ$r7! SkF; 6q! WSr<B8=S7$?SS$S+SiSGS9! #2 (J 
ESB! JSo$+SCS$?SG$7Sg$ESt!) !K¿ (J 


ESBS5$9$,$K!"Sasb%j$, ITB-S7S=S&!D!#¿ (J 
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>> replies to technical problems on the 'right' groups for them! 

>> 

>> Ok, today I wanted to do some work on my Yaroze after not doing anything 
for 

>> a number of weeks. Since I had used the Yaroze I have re-installed 
Windows 

>> 98 on my computer. The problem is that when I run Siocons it 'sees' the 
>> Yaroze once then will not communicate with it even if I re-run Siocons. 
If. T 

>> reset the Yaroze it does the same thing again. I have tried it on both my 
>> COM ports and the same thing happens. I even tried YarozeMaster which 
also 

>> worked before but seems to do the same as Siocons. Due to it almost 
working 

>> every time I reset the Yaroze (not resetting my PC though) I assume it 
has 

>> something to do with it and not the PC. Any ideas as to what is wrong? I 
>> really need to get it working with a new joint project coming up. 

>> 

>> Regards, 


>> JohnT 
> 

>-- 

>- e! 


> tenchi@netmagic.net 
> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 2327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01030 


-—-MESSAGE FILE 2328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001031 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: 26 May 1998 13:10:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6kef07Shca26@chuka.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4p11l@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-design.com> <3569959D.378 
@saqnet.co.uk> <356A7892.54DD@dma-design. com> 

NNTP-Posting-Host: n28.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/356A7892.54DD@dma-design.com 


>> PS What's it like working at DMA? And, could you tell me anything about 
>> N64 Body Harvest as I've been looking forward to that one for yonks... 
>> :-) 

> 

>Heheh. DMA's fine :) As for Body Harvest, it's coming along nicely - 
>it'll be getting demonstrated at E3 this week. Will be published in 
>Europe by Gremlin rather than Nintendo. www.game-online.com had some new 
>screenshots up yesterday... It's a *huge* game that'll take a long time 
>to finish :) 


Why do you need a yaroze? dont they let you play on psx dev systems? 


—-MESSAGE FILE 2328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01031 


-—-MESSAGE FILE 2329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001032 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
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ESBS=S1SGSO!"<:NiS7S*°S7S?! #2 (J 
—-MESSAGE FILE 22008 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000137ht 
ml.html 


--MESSAGE FILE 22009 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000138 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: sazanta <sazanta@osk2.threewebnet.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Re: =?iso-2022-jp?B?bWFsbG9jGyRCJESKRCOKJEYkT jxBTGQbKEo=?= 

Date: Sun, 20 Jul 1997 22:05:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <33D20D37.4BDA@osk2.threewebnet.or.jp> 

References: <33B53C75.D79B70EQO@aix.or.jp> <33CE23E0.505B@osk2.threewebnet.or.jp> <33 
CE49DE. 6BF45740@aix.or. jp> 

Reply-To: sazanta@osk2.threewebnet.or.jp 

NNTP-Posting-Host: 202.235.203.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


V 


¿SBSIS&Sb!"S5S6SsS?SGS9!#;¿ (J 

Youhei TAKADA wrote: 

> User's Guide¿SBSN¿ (J89¢SB%Z!<%8SKz (Jmain() ¢SBS, 8FSS=PS5S1SkA0SK<+F0E*SK;¿ (J 
> ¢SB8FSS=PS5S1SFSSSkSH=qSSSFS"SkSSSGLE@< (E*SK8FSS=P$91I,MWSOL5S$¢ (J 

> ~SBSH;WSCSFS?Ss$GS9S, !$<+J, SG8FSS=PS9I,MWS, S"SkSsSGS9S+¢ (J? 


¿SB3NS+SK<+FOE*SKJX59Sr7WSiSCSFS/S1SkSH=q$SSFS"$3jS2S9%,!"<+J,SG (J 
2 SBSR!<SWNNOhSrGDO.$9Sk$?Sa$KSb!":F@_DjSr$7SFS*SSS?T}$, OBA4S ASHE (J 
2$B;WSSS*S9!#!5860xS, JLSGS"S1SP ?=S7LUSISSSGS9SIST!ID!I Ke (J 


sazanta@osk2.threewebnet.or.jp 

¿SBS$S5S6SsS2¿ (J 

—-MESSAGE FILE 22009 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000138ht 
ml.html 


--MESSAGE FILE 22010 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000139 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?bWFsbG9jGyRCJESKRCOkKJEYkT jxBTIGQbKEo=?= 

Date: Tue, 22 Jul 1997 01:07:32 +0900 

Organization: Japan 

Lines: 15 

Message-ID: <33D38944.C0O743C8E@aix.or.jp> 

References: <33B53C75.D79B70EQO@aix.or.jp> <33CE23E0.505B@osk2.threewebnet.or.jp> <33 
CE49DE. 6BF45740@aix.or.jp> <33D20D37.4BDA@osk2.threewebnet.or. յք» 

NNTP-Posting-Host: 202.208.35.205 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


malloc¿SBSKSDSSSF2?2'!9SHS"SjJS,SH$S&S45S6SSS2S7S?!#¿ (J 
¿SB;n83S,=*SoSCS?SiAaB.;n$7SFS_S?SSSH;WSSS*S9!#¿ (J 


ՀՏ Ա ԱՆԱ tt] el ey Pee TETA TEPE IETT E pilla 8 
ESB! !!!!!9bEDMNI?¢ (J 


ESB! c!c!c;d$N%[!<%°S3Z!<S8!d!d!ldz (J 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8=:_;n83S7%SCS?S@SJS+!*¿ (J 
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¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 

—-MESSAGE FILE 22010 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000139ht 
ml.html 


--MESSAGE FILE 22011 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000140 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jJp?B?GyRCJU01QyVIJTIhPCVgJTUlcyVXJWslMyVzJUYlcyVEJE4yVEYwO244Mzs 
yMkM8VEpnPTgbKEo=?= 

Date: Fri, 25 Jul 1997 13:21:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33D82964.1CB1@fl.scei.or.jp> 

NNTP-Posting-Host: 202.247.131.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !#Y#A#RFOFUFZ#HES8SCSQSSSGH/I=S5S1S°%S7S?!SSM%$CSH%SO!<%3/%2!<%3* ՏԱՀ (J 
¿SB%$5%s*sW%sk%3%s%F%s%DSr2TF0S9SkS3SHSKSJSJSS7S?!%s (J 


2$B!!%5!<%PTi2Y$, LSCN?t$N$?$a! S2TFOSK@hN) SCSFSF%9%H1 2MOSr9TSISS$$2¢ (J 
ESBSSSH;WSSS*S9!%; 22C4uK>SNI}SO!SS3SNSUS%S) !<%i%` SK; 22C4uK>S$N; ]S$r%3¢ (J 
¿SB%sa%s%$H$7SFD:S-S?$SSSH;WSSS*S9!1%¿ (J 


2S$B!!$*S?!S$%[%9SH%3%sST%e! <S?Sré#wHwHws5 !<SP! <SH6&M-S7S*S9SNSG! SSF ¢ (J 
2$B%9SH2TFOSO! S#wHwHwSXSN%"%/%;39S,>/SISS; ~4VBSSHS7$*S9!SBh#1282 (J 
¿SB%F%9%HSO!S#77n#2#8F|!J7n!K!$S#2#9F|!J2P !KSN#280!'#0#0$+Si; (J 
ESBH2H#1! '#O#OSKITSSS*S91%2 (J 


ESB! !SIS*!SSFS9SHSOSWSMS0S1i%S° 2~=SSNS?SaSK!SC£CGS5S1Sk>19g$,S5"S4S$%3 (J 
2 SBS 9SNSG8EN; >52<S$5$$!1%$*S? ! SS3SNShS&SI>19g$0! $$3SNSUS) !<%i%` SKSFz (J 
ESBS*CNSiS; $r$$$?$7$^$9!% (J 


ESBSMSCSHSO!<S/!!S5SSSWSkKS3SSSFSSSDC4EV?: (J 

netgames@fl.scei.co.jp 

—-MESSAGE FILE 22011 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000140ht 
ml.html 


--MESSAGE FILE 22012 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000141 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Satoshi Sasaki <texture@po.iijnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU01QyVIJTIhPCVgJTUlcyVXJWslMyVzJUYlcyVEJE4yVEYwO24 
4MzsyMkM8VEpnPTgbKEo=?= 

Date: Mon, 28 Jul 1997 16:28:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33DC4A1C.470A@po.iijnet.or.jp> 

References: <33D82964.1CB1@fl.scei.or.jp> 

Reply-To: texture@po.iijnet.or.jp 

NNTP-Posting-Host: 202.232.25.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


netgames@f1;SBMM; (J 


¿SBSRS5S7SVS3JSGS9!#¿ (J 


¿$B2PMK$K;22C$7$F$_$?$$$N$G$9$, !#¿ (J 
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£$B; 22CS9SkKSKS"S?SCSF!I"S5S3SSWSkS3SSSFSSSD%=SUSHSOZ (J 
ESBSISNShS&SKS9S1SPF~<j=PMhS*S9S+!) 2 (J 
ESB! I8+EVS?SiSTSSSNSGS9S, ¢ (J^^; ESB! Ke ( 


ESBS*S?!"="HwSISTSOL,MWSGS9S+!) ¢ (J 


—-MESSAGE FILE 22012 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000141ht 
ml.html 


--MESSAGE FILE 22013 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000142 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU0LOYVIJTINPCVgJTULcyVXJIWs 1MyVzJUY1cyVEJE4yVEYw02 4 
4MzsyMkM8VEpnPTgbKEo=?= 

Date: Mon, 28 Jul 1997 20:45:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33DC8646.1F46@fl.scei.or.jp> 

References: <33D82964.1CB1@fl.scei.or.jp> <33DC4A1C.470A@po.iijnet.or.jp> 
NNTP-Posting-Host: 202.247.131.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBIWSMS0SiS_SsS0SUS) !<%i%`SN#t#efs#t%SG%#%1%/%H%jSŠN;¿ (J 
¿SB#o#fivie!s#l#hz#ihS,#P#SSH!S#W#i#n#9#5MQOSNS= 


¿SBS*S?!S#W#e#b#C#h#a#tSG!S%SjJ%S"Sk%?%S%`SG%SUS%S)%m!<S7S2S9!%;¿ (J 


¿SB%SM%SC%sH%S2!<%`C4Ev<T;¿ (J 

netgames@fl.scei.co.jp 

--MESSAGE FILE 22013 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000142ht 
ml.html 


--MESSAGE FILE 22014 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000143 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU0LOYVIJTIhHPCVgJTULcyVXIWs 1MyVzJUY1cyVEJE4yVEYw02 4 
4MzsyMkM8VEpnPTgbKEo=?= 

Date: Mon, 28 Jul 1997 22:14:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33DC9B49.3D97@pa2.so-net.or.jp> 

References: <33D82964.1CB1@fl.scei.or.jp> <33DC4A1C.470A@po.iijnet.or.jp> <33DC8646. 
1F46@f1l.scei.or.jp> 

NNTP-Posting-Host: 210.132.172.205 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBS3SsSPSsSo! #2 (JTAOZSBSGS9! #3 (J 

2SB:#F | !"SM%C%H%2!<%* SK; 22C$5$; SFSbSiSS$*S7$2S1$1! "SHSCSFSb3Z$7SS$$G6$9! #502 (J 
¿SBSS!#¿ (J 

2SB!JS*S@! "SASgSCSHSPS0S"S4!Kz (J 

ZSBL@F|$b!";22C$5$; SFSbSiSS$*S9! #2 (J 
¿SBS_SJS5$sSb!";22CS$7S%S;S&!#!J;22CS$S9SkSHSSSSS3SHS"SkS+SbSh!#NcS (SP!"¿ (JSCEZSBSNz (J 
¿SBJ)¿ (J 

¿SBSHšA%Sc%$C$H$GS-$?$3j$HS+!#NcS($P$GS9$1S$SI!#!K;¿ (J 


ESB ITT SESE PT a eta 


¿SB2#AR!!E0!!!J¿ (JTAOZSB! Kz (J 
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t-yoko@pa2.so-net.or.jp 


ՀՏՏ1 TITELEN ITET EEAS Y] ՂԹ ՎՈՂ YV] UT 7 
—-MESSAGE FILE 22014 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000143ht 
ml.html 


--MESSAGE FILE 22015 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000144 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJTULJiVzJUkKhSiVcJSQLOSFLUESkRBsoQg==?= 

Date: Mon, 28 Jul 1997 18:46:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <kamon$21c519970728184651@news1.scei.co.jp> 

References: <33C52D4B.33A6@ibm.net> <kamon$21c519970716182439@newsl.scei.co.jp> <33C 
F319C.72B1@ibm.net> 

NNTP-Posting-Host: 210.136.1.21 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLGSGS9! #2 (B 


Naohisa Kamei <kame001@ibm.net> wrote: 
>¢SBSk!<SWGH7ASCSFSISsSGS9S+!) ¢ (B 


¢$B2; SNGH7ASNO1It$rz (BKeyOnz SBSN4V; (B (¿SB80HW$r2!$7$FSk4V¿ (B) ¢$B7+$jIV$7: F@8S9SkGH7 
ASNS$3z (B 
éSBSHSGS9! #3 (B 
E SBSGSb!"z (BWAV $B%U%!%$%k$G$O%k!<%W;XDJ$O$G$-$J$+$C$?$s$8$c$J$$$+$J!)¿ (B :58225ոչ ( 


B 
ESBSNSK%E!<%395—-; VSK4XO">pJs$,S"SCS?SH;WSSS*S9!#¢ (B 


»ՀՏՔՏՀՏՃՏՏՏ (SP! "2CLgSSSsSN! VCOSeSr<iSm$& !A!WSN%?%SSHSkK2; 32502 (BSEQZSB%US! SS%kSGSOSTS 
SS$SGS9ShSM!)¿ (B 


ՀՏՏՏՏՏ (1"չ (BSEQ; $B%U%!%S%k; HSCSFS*S9Sh! #2 (Bep.seqi $BSC$F$$$&$NS, $=$1$G$9!#$?7$V$s!"; 
(B 
$B6J$, $X%$N$S9$S.SkSNSG; (BSsUtKeyOn ()¿$B$G1iİAU$7$F$k$H; W$0o$1$?$s$G$7$g$&¿ (B(ESB>P¢ (B) ¿ 
B!#¿ (B 


MO 


>¿$B<XB-$J$, $i! "STSsSGS3SsSI<ALdSrS$7SFSSSkS+SHSSSESH3 (B 
>¢ SBLSKESKSb! VEZ$r7!SkF; 6q!WSr<B8=$75$?S5SS+SiSGS9! #2 (B 
>¿$B!JSoS+SCS?SGS7SgS&S+!) !K¿ (B 


¿$B$&!A$s!"$o$+$j$^$; $s!"!"!"!#%a!<%k$G$3$=$C$H65$ (SF2<S5SS!#¢ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22015 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000144ht 
ml.html 


--MESSAGE FILE 22016 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000145 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU0LOYVIJTIhPCVgJTULcyVXJIWs1lMyVzJUY1cyVEJE4yVEYw02 4 
4MzsyMkM8VEpnPTgbKEo=?= 

Date: Tue, 29 Jul 1997 16:10:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33DD977A.7B2A@f1l.scei.or.jp> 

References: <33D82964.1CB1@fl.scei.or.jp> <33DC4A1C.470A@po.iijnet.or.jp> <33DC8646. 
1F46@fl.scei.or.jp> <33DC9B49.3D97@pa2.so-net.or.jp> 

NNTP-Posting-Host: 202.247.131.146 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBK\F | $b!S#2#0!'#0#0S$h$ 4! S2TFO<B83Sr9TSS$*S9!%3 (J 


2 SB<B83SK@hN) SCSF!S#1#9!'#3#0ShS$4!S#WHe#b#CHh#adt SKSF! $3 (J 
¿SB%$jJ%$"%k%?%S%`%U%)%m!<SrS$7SFSSS*S9SNSG!S5S7ZSK;22CS7SF2<S5SS!% 


http://wwwl.scei.co.jp/cgi/PRIVATE/chat.html 


ESBHP ES | Swit isnt ot SMOSNS= SUSHSO!S¢ (JOFVE.LZHz; SB$GS9!% 
ESBOIT2<SNSGS#S1%3/SHSISKS"SIS*SISNSG3FK<+!S%@% sistm! <a 11529558: 
7 SBS” $?!S4IC1ST@DLES, ¿ (Jreadme.txtzSBSKS"S$j5S*S9!1% 


բջ 


http://wwwl.scei.co.jp/forum/program/archive/test/ 


ESB4XO"SN5-; v$, SdSmS&S<#T#A#P #HAFNSKS"SIS*SOSNSG!S; 2>HS7SF2<S5S$$!%S32 (J 


http://wwwl.scei.co.jp/articles/PRIVATE/ny_friend.html 


2 SB3M3C3H32!<%* CAEV<T3 (J 

netgames@fl.scei.co.jp 

—-MESSAGE FILE 22016 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000145ht 
ml.html 


--MESSAGE FILE 22017 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000146 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Satoshi Sasaki <texture@po.iijnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU01QyVIJTIhPCVgJTUlcyVXJWslMyVzJUYlcyVEJE4yVEYwO24 
4MzsyMkM8VEpnPTgbKEo=?= 

Date: Tue, 29 Jul 1997 22:35:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33DDF190.3ED5@po.iijnet.or.jp> 

References: <33D82964.1CB1@fl.scei.or.jp> <33DC4A1C.470A@po.iijnet.or.jp> <33DC8646. 
1F46@fl.scei.or.jp> 

Reply-To: texture@po.iijnet.or.jp 

NNTP-Posting-Host: 202.232.25.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


2$B:4!9LZ$G$9!#¢ (J 


ESB=" HwS7SF$?Si=*SoSCSFS*S$7$2!3!%3!%¢e (J 
2SB<!2sSO#3#1F | $@S= ie $1S*SGSKSO4D6-Sr¢ (J 
ESBS; SCEHE"SCEWS7S* $9¢ =) 

E SBSASC%C% HSNOLTESKENE_; 22CSHESGuSIS5S15I85e (J 
éSB7K2LSG$7$?! #2 (J 

ESB! JS<!<SsSVS3SASiSN#D#OFS ! P#VSN@_DFSNLGBG!Ke (J 


2$B5/FO2hLLSN% 9%? !<%7SCSWS, I=< ($5$1$k$H$3$m¿ (J 

ESBS*SGSSSCSFSKSNSK!3!%2 (J 

¿SB<!2sšShSmS$S7S/S*SMS,SSS7S%S9!#¿ (J 

—-MESSAGE FILE 22017 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000146ht 
ml.html 


--MESSAGE FILE 22018 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000147 
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html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU01QyVIJTIhPCVgJTUlcyVXJWslMyVzJUYlcyVEJE4yVEYwO24 
4MzsyMkM8VEpnPTgbKEo=?= 

Date: Tue, 29 Jul 1997 22:37:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33DDF1E3.7226@f1.scei.or.jp> 

References: <33D82964.1CB1@fl.scei.or.jp> <33DC4A1C.470A@po.iijnet.or.jp> <33DC8646. 
1F46@fl.scei.or.jp> <33DC9B49.3D97@pa2.so-net.or.jp> <33DD977A.7B2A@fl.scei.or.jp> 
NNTP-Posting-Host: 202.247.131.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBE7 Tn#3H1F | !JLZ!K!$#2#0!'#0#0$h$j!$#2#1!'#0#0$^SG2TFO<B83$r9T$$$^$9!% (J 


éSB<B83SK@HN) SCSF!S#1#9!'#3#0ShS5!S#WHe#D#ECHH#HAFtLSKSF!S: (J 

ESBS IS"SkKS?SSS SUS) SM! <SrS7TSFSSS*SOSNSG!S5S7ZSK; 22CS7SF2<S5SS!%33 (J 
ESBS*S?!S<B83C£Sb! S#WHetb#C#Hh#aF#t SGSUS) Sm! <ST7TSFSSS*SISNSG!S¢ (J 
ESBIGSOS; SFS4MwS/S@S5S$!%32 (J 


http://wwwl.scei.co.jp/cgi/PRIVATE/chat.html 


¿SB#P#S!S#w#i#n#9#5MQOSNS=%SUSHSO!S¿(JOFVE.LZH¿SBS$SGS9!%S¿ (J 
éSBOT2<SNSGS#S1%S/ SHS ISKS"S$jS*SISNSG3F<+!$%@S&SsSm!<SISTSF2<$5S$!%32 (J 
é$BS*S$?!S4IC1SI@bDLES, ¢ (Jreadme.txtzSBSKS"S$jS*°S9!%3 (J 

ESBSIS* !$%3%/%353%S3!<SOS5SSSSN!V#T#HF !WSrMxMOS7SFSSS*S9!%3 (J 


http://wwwl.scei.co.jp/forum/program/archive/test/ 


éSB4XO"SN5-; v$,Sd$m$&S<#T#A#P#A#NSKS"S5S*S9ISNSG!S; 2>HS7SF2<S5S$S!%2 (J 


http://wwwl.scei.co.jp/articles/PRIVATE/ny_friend.html 


2 SB3M3C3H32!<%* CAEV<T3 (J 

netgames@fl.scei.co.jp 

—-MESSAGE FILE 22018 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000147ht 
ml.html 


--MESSAGE FILE 22019 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000148 
html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP ?B?GyRCP SokbyRDJEYkPxsoQg==?= 
Date: Tue, 29 Jul 1997 22:52:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <19970729225257mukunasi@tama.or.jp> 
NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


¿SB!!$3Ss$P$SsSo!"%3%/%Sj%3!<%SQ$GS9!#; (B 


ESB@\B3S7ShHS&SHSTSFS?Si=*SOSCSFS*S7$S?! #3 (B 
éSB<!2sSNM=D jSOSSSDSISNSGS7SgS&S+!)¢(B 
éSBS$s!"SbSCSH; «4Մ09Տ5/-ՔԱհՏՄՏՏՏՀՏՄ|) 2 (B 


/// makunasi@tama.or.jp /// 
—-MESSAGE FILE 22019 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000148ht 
ml.html 
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--MESSAGE FILE 22020 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000149 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Netgame Leader <netgames@fl.scei.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCPSokbyRDJEYKPxsoSg==?= 
Date: Wed, 30 Jul 1997 00:56:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33DE129F.187D@f1l.scei.or.jp> 

References: <19970729225257mukunasi@tama.or.jp> 
NNTP-Posting-Host: 202.247.131.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#77N#3#1F|!JLZ!K!$#2#0!'#0#0$h$j!$#2#1!'#0#0$^$G2TF0<B83$r9T$$$^$9!%; (J 


¿SB<B83SK@hN)SCSF!S#1#9!'#3#0ShSj!S#W#e#b#C#hh#a#tSKSF!S¿ (J 
ESBSIS"SkS?2SSS° SUS) SM! <SrS7SFSSS*SISNSG!S5SS7ZSK; 22CS7SF2<S5$8$!%¢ (J 


¿SB%SM%$C%sH%S2!<%`C4Ev<T;¿ (J 

netgames@fl.scei.co.jp 

—-MESSAGE FILE 22020 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000149ht 
ml.html 


--MESSAGE FILE 22021 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000150 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: TF3 Ver2.1 =?1SO-2022-JP?B?GyRCJSI1LQyVXIJDckXiQ3JUD8bKEI=?= 
Date: Wed, 30 Jul 1997 02:49:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <1997073002491 9mukunasi@tama.or.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


ESB! !S$3$sSP$s$o!"%3%/%35%3!<SQSGS9! #2 (B 


TF3 Ver2.1z¢$B!!$r3"SCSWS7S*°S7$?! #2 (B 

ESB: #2SSNIQ99E@SO! "3 (B-bxxxx2$B! !SG%\!<%1!<SHSrdIQ99SGS-SkShS&SKS7S*°S7S?!#¢ (B 
tf3 -b38400 eSBS3SNShS&SKS9SKSH%\!<31!<SHS, IO9ISGS-S$*S9! #2 (B 

2 SBSG%#%U%) %k%H$O; (B115200zSBSGS$9! #2 (B 
ESBHEIF8SNT} SFS9SHSTSFS_SF2<S5SS!#3 (B 
¿SBCYS/SJSJS S7SF?=S$7SoS1S"SjS%S;Ss!# (B 


/// mukunasi@tama.or.jp /// 
--MESSAGE FILE 22021 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000150ht 
ml.html 


--MESSAGE FILE 22022 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000151 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: TF3 Ver2.1 =?ISO-2022-JP?B?GyRCJSI1QyVXJDckXiQ3JD8bKEI=2?= 
Date: Wed, 30 Jul 1997 02:54:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <19970730025409mukunasi@tama.or.jp> 

References: <19970730024919mukunasi@tama.or.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 
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2$B!!>1=j$0!"2 (Btest/tf21.lzh¿$B!!$G$9!#¿ (B 
¿$B<B9T%b%8%e!<%k$7$+F~$C$F$$$^$;$s!#¿ (B 
ZSBLG@E | ; dSb=P7b$ 9SkSDSb$ jS$GS9! #2 (B 


/// makunasi@tama.or.jp /// 
—-MESSAGE FILE 22022 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000151ht 
ml.html 


--MESSAGE FILE 22023 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000152 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: TF3 Ver2.1 ¢SBS"SCSWS7S*S7S$?¢ (J 

Date: 30 Jul 1997 18:42:57 GMT 

Organization: =?ISO-2022-JP?B?SkktU0 9GVA==?= 

Lines: 26 

Message-ID: <5rolvh$f71@newsl.scei.co.jp> 

References: <19970730024919mukunasi@tama.or.jp> 
NNTP-Posting-Host: 133.205.81.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESB! !SISb! #2 (JJI-TANZSBSGS9! #2 (J 


<19970730024919mukunasi@tama.or.jp>... ¿$B$K$F¿ (J 
kokurikoupa <mukunasi@tama.or.jp> zSBS5$s@kS$o$/¢ (J 
=====>> 


TF3 Ver2.1¢SB!!Sre"SCSWS7S*S7S?! #2 (J 
ESB: #2sSNIQ99E@SO! "3 (J-bxxxx2 $B! !SG%\!<%1!<%SHSrJQ99SGS-SkS$hS&SKS7S*°S7S2! #2 (J 


ESB! !SrSr!#?kKSKSGS-S*$7$2$+!#e (J 
¿SB!!SoS$?S7ScS9SCS+Sj!"K:S15nSiS1lSFSSSkSNS+SHFb?4NdSdNdSdS7SFS*S7S?Sh!J¿ (J 
ESB>P!IK! իւ (J 


ESB!I!ISSS (SSS (!#STS&SDS"SIS, SHSES4SOSSS*S9! #2 (J 
2$B! !AaB.;nS7SFS_S*°S9! #3 (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
éESBI8@U!'DT!!M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 22023 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000152ht 
ml.html 


--MESSAGE FILE 22024 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000153 
html .html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Mukunasi Kentarou" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.program. labo 
Subject: =?iso-2022-jp?B?GyRCI3cjJdyN3JUELYyVDJUgkLDgrJGwkSiQkGyhC?= 
Date: Thu, 31 Jul 1997 20:20:15 +0900 
Organization: PlayStation Net Yarouze 
Lines: 5 
Message-ID: <5rpsmfShc2@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


¿SB#w#w#w9TS1SJS/SJSCS?!)¿ (B 
¿SBS_S$Ss$JSIS&!)¿ (B 


--MESSAGE FILE 22024 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000153ht 
ml.html 


--MESSAGE FILE 22025 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000154 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Mukunasi Kentarou" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?i1so-2022-jp?B?GyRCUVc1LbCUKQ2 YDKEI=?= 
Date: Thu, 31 Jul 1997 21:20:30 +0900 
Organization: PlayStation Net Yarouze 
Lines: 9 
Message-ID: <5rq07eShgh@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


¿SB%3%/%3j%S3!<%sQSGS9¿ (B 


2 SB8=:_!"SM%CSH%0!<%/%2!1<%* SWS13SCEz (B 
¿SBSSSA SOS [S9SHSWSmS0Si%*> :F5/FO!"S"!*SSS*%5/F0=*N; $7S?S_S$?S8S8¢ (B 
¿ $B=P7b$7$^$9! #¿ (B 


--MESSAGE FILE 22025 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000154ht 
ml.html 


--MESSAGE FILE 22026 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000155 
html.html 

Path: chuka. playstation. co.uk!news1.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.labo 

Subject: network sample contents impression 

Date: Thu, 31 Jul 1997 21:44:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19970731214435yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.82 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¿SBS3SsSKSASO!"¿ (BMr.K¿SBSGS9!#;¿ (B 


¿SB#3EYLNSNSF%9%HSG!"@oS (Sk>uBV$SK$“SGSJSCS?ShS&SJSNSG!";WSCS?$S3SHSJSI¿ (B 
ESB46A[Sr! #2 (B 


2$B!&967bS,S"S?SCS?SNS+SOS:S1S?SNS+S, 2rSkSHSS$S$G$9!#5USK!"C/S$+SiSN96¢ (B 
ԵՏՔ !7b$r<u$1$?SNS$+SbSoS+SkSHSSSSSGS$9SM! #2 (B 

$B! &JI*BNS, S2S/SS5SSsS"SkSH!"%1!<%@!<S$,SoS+SjSKS/S/SJS)S S9SM!#S=SNS[S+!"¿ (B 
2£$B!!; KE@SH40SN8~S$SSFSS$$kI}8~SrO1CWS5$; SiSl$?SjSIST!I"S"S1SPSssssIsH; Wz (B 
¿$B!!$$$^$9!#z (B 


ESBSHSIS"S ($:S$3SsSTSHS3SmMSGS9!#¢ See bea ae Tee Sone H%o!<%/%2!<%`¿ (B 
é SBS 9SkKSCSFS@S1SGSb!"SISs$+S$I$—-SIS—-S7$*$7$2¢ (B(^^; ¿$B!#¿ (B 
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program ¿$B%U%)!<%i%`%j!<%@!<¿ (B Mr.K (¿SŠBOB1J¿(B ¢$BOB903 (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 22026 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000155ht 
ml.html 


--MESSAGE FILE 22027 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000156 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “kokurikoupa" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: Re: network sample contents impression 
Date: Thu, 31 Jul 1997 22:37:09 +0900 
Organization: PlayStation Net Yarouze 
Lines: 46 
Message-ID: <5rq4n5Sho8@newsl.scei.co.jp> 
References: <19970731214435yasunaga@t3.rim.or.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


¿$B!!¿ (B ¢gSBS3SsSP$s$o0!"%3%/%5%3!<SQSGS9! #2 (B 
¿$B$o$j$d$9$$70L>$J$N$G$3$3$K%1%9$7$^$9!#¿ (B 


¿i $BSW%1l%$$7$7?46A[$HMWK>$K$D$$$F$^$H$aŞ$F$_$^$7$?!#¿ (B 


SB4D6-¿ (B 
5 oo ԹԵՑ Ն: S#6#G!N#2!%S#0O#G!"#DF#AT6F#42s@-!"#I#F#4!S#OSW¿ (B 
¿SB%š1#2¿ (B 
ISB!I#PESSOECRORME1: B,¿SB#1#1#5!%S#2#KSKSF@GNB3!J#t#f#3; (B —hwwwl.scei.co.jp[CR]¿$B!K 
¿ (B 


¿SBF0: n>uBV¿ (B 
ESB! !#12s%*°S7%sSr: Ae ԱԱ cSCSHSKF~S1SISSS3SHS,S"SCS?! #2 (B 
£$B!!SW31%SC£SO!"FO:n0BDISTSFS?! #2 (B 


ESB46A[z (B 

ԵՏՔ !8~SSSFS$S$kI}8~SH! "I=<($, O0c$S&S3SHS,S"TSkSNSGA` poate 
PSB! lg (Bbemz SBSNH/<MSd%_%5%S%SkKSNS"S$?S45, ae Gn G 

$B! !E (SKL?C£$7$7SN$+!) !"S=S1SHSbHOCFS7$?7SN$+!) ¢ (B 


2£$B!!%[%9%HS,$*S@ITOBD4! #2 (B 
2$B!!8=:_SN%9%T!<%ISd>uBVS,GD0.S7SKS/S$S$! #3 (B 
£$B!!%S!<%* SNB.EYS,CYSS!#!5%_%5%S%kSHF1S8$+!) !Kz (B 
ՀՏ !A%S,B?S/SISkSHHV9ES, 8+SKS/S$/SISk! #¢ (B 


¿SBMWK>¿ (B 
¿SB!!L?CfSHHoCFSNSaSC%s; !<%8S,M S7SS!"=PMhS1SP2hLLSKSbH?1GS55S;S2?SS!# (B 
¿S$SB!!$d$OSj!"S$=SN;—SN2;SbI,MWS+SJ!)¿ (B 
25B!!%[S9SHSHSN%3%S%/S, 3NN) S7SFSKSNS+@ZS1SFSkSNS+SNH=CGSr2hLLSG$7$?SS! #2 (B 
éESB!!!!A° ոտ 4VOcSCSFSKSNS+% [S9SHS, S@S&SSS7TSESKSNS+SNH=CGSr$7S?SSSNSGS9!#¢ (B 
éS5B! !HV9FSO!":81&SK>e$+Sis=!<SHS7TSFI=< (S7$?T}S,SSSSS+Sb! #2 (B 
é$B!!J}0LJQ099!J2sE>!KSO!"@dBPJ}OLSGSN8~S$— U ՐՐ ԱՀԱ ee 
ESB! !S9ST!<SISbS"SCSWSHS span rane SSSSSNSGSO!) 

2$B!!%S!<%* H/<M; ~SN>H="S$,M_S7SS! #2 (B 


¿SBS=SNB>¿ (B 
ESB! !S*S@!"SdSCSHFOSSS?SHSSS&>uUBV8+S$?SSSG6$9$, S3$1S+S$SiSISsSISsNI$S/SJSCSŠFSSS$S/S3SH¿ (B 
¿SBSr¿ (B 
2$B4|BTS7$*S9! #2 (B 

ESBS*S?!"SWS1%$; ~4VSOSFS1% [SKS 7TSISSSHEWS1%3$Sd!<SOA}S (SUSSSH;WSSS*°S9! #2 (B 
tf3.exe ¿$B$G$3$1$@$1$N22!<%`$r<B8=$G$-$k$H$O!"$JSs$@$+$&$1$7$$$G$9!#¿ (B 
£5B;dSb!"S3SsSISN:n$CSFS$_S?SSSI!<!#2 (B 


¿S$ŠB%3%/%3%S3!<%Q¿ (B <mukunasi@tama.or. jp> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Tue, 26 May 1998 16:44:40 +0100 

Organization: DMA Design Ltd 

Lines: 14 

Message-ID: <356AE368.6358@dma-—design. com> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6jsh5g$4p1l1l@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-design.com> <3569959D.378 
@saqnet.co.uk> <356A7892.54DD@dma-design.com> <6kef07$hca26@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


West wrote: 
> 


> Why do you need a yaroze? dont they let you play on psx dev systems? 


It's for my own use, in my own time. I don't have easy access to a PSX 
dev kit - DMA are first & foremost a PC & N64 development company. 


Besides, this way I get to do what I like, when I like & at whatever 
speed I like. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01032 


-—-MESSAGE FILE 2330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001033 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 13:04:39 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <356AF627.5811E536@cobite.com> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <356A2D9C.DBDF7AAB@netmagic.net> 
<6kecjs$hca25@chuka.playstation.co.uk> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 


Here's a rather simplistic, minimalistic and otherwise obvious 
suggestion: 


Try testing it out in DOS. Hit the death button on your PC (reset), then 
hit Shift-F5 (if that still works in win 98) and type in the DTLH 
environment variable and run SIOCONS and see if you can reproduce the 
problem. If so, I'd be guessing something's wrong with either your com 
ports, the yaroze cable, or the yaroze itself. 


<shrug> Just my take. Good luck... 


Craig 
—-MESSAGE FILE 2330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01033 


-—-MESSAGE FILE 2331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001034 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
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—-MESSAGE FILE 22027 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000156ht 
ml.html 


--MESSAGE FILE 22028 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000157 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: network sample contents impression 

Date: Fri, 01 Aug 1997 12:45:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <33E15BBE.2B2B@pa2.so-net.or.jp> 

References: <19970731214435yasunaga@t3.rim.or.jp> <5rq4n5Sho8@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.172.202 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS3SSSPSsSo!"#T#HA#HOSGS 9! 8. (J 
SB: rF | ;22C$7$?2%M%C%H%2!<%* SN46A[SH! "MWK>Sr=q$-S$?SSSH;WSSS$*S9! #3 (J 


ESBS&SASN4D6-SO! "3 (J 

ESB! !#K#5! ] #LEOHO! "FREAHMHOHIHM! SHH#DEL! SHOHG! SEZHOHOEHFOHOSZOSGS e (J 
¿SB!!#P#SSO!"#C#I#P!!#V#e#r#1!%S#0!SH6#C#OFMIR1SK#1#1#5#2#0#0SG@NB3!#; (Մ 
¿SBSG!"Sd$jS*S7S?!# (J 
éESBFO:nSO!"%[S9SHS,MnSASFS?;~SrSNS>SSSFSO!"OBDJSTSFSSS*S7S?! #2 (J 


¢$B46A [SHMWK>¢ (J 

¿SB!!%S!<%` SNHtSs$GS$$$/B.EYS,CYSS$GS9!#@hFIS_S7SF7bSCSFSbEVS?$4$%¢ (J 
¿SBS;Ss!#!J!0!0!(!(!!#1#1#2#1!J#l#o#g#i#nL>!K#N#I!!#H#I#T!|*¿ (J ¿SBSHSGSD¿ (J 
¿SBI=<(S$S5$;SkSH$SSS$SSH;WS$S*$9!#2hLLS$SK%0%i%U%#%C%/SGH?1GS5$1%$kSH!"¿ (J 
¿SB$JS*SSSSSGS9!#¿ (J 
¿SB%1!<%@!<š$O!"%SW%1%S$%d!<$,A)S(SkSH@<$,A)S(S$SF!"8+$K$/S$S/SJSCS$SFS$S7S Հ (J 
ESBSS$*S$9!#40SN8~S-SOC; $ $Lp0u$NK@GS$GI=$7S$F!"<+J,$N4OSN8-$-D>@-J)])8<->e¿ (J 

é SBSKSSSKkE (40$0%31!<%@!<>eSG?'SrJQS (S$SFI=$9$SHSS$SS&SNSOSIS&SGS$7SgS&!# (J 
¢SB2sE>$O!"%3%/%5%3!<%PS5SsSHF1S8$/AjBPJ}8~S$,SSSSSGS9! #3 (J 

¿$B8e!"<+J, SNAOSN>UBVS r>oSKI=< (SSSFS[S7SSSH;WSSS*°S9! #3 (J 


LESBS*S@S*S@!"2~ALSTSISISISPSISIiSTSSSHS3$mS, B?SSSGS9S, !"$d$CSOSj#P#S; (J 
ESBSG!"%M%C%H%S2!<%° $, SGS-SkKSHSSSESNSO!"%$0%/%0%/S7TS*°S9I!#ITIOLO!I Kg (J 
2$BS3$1$+S$iSNE83+SK4|BTS7S$*S9! #2 (J 


ՀՏ heed J 5] pia a Speco 
¢SB2#AR! ! EO! J#T#A#0! Ke (J 
t-yoko@pa2.so-net.or.jp 


¿$B11111111111111111111111111111111] ] (J 
—-MESSAGE FILE 22028 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000157ht 
ml.html 


--MESSAGE FILE 22029 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000158 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: network sample contents impression 

Date: Fri, 01 Aug 1997 12:48:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <redbugSff8d19970801124828@news1.scei.co.jp> 

References: <19970731214435yasunaga@t3.rim.or.jp> <5rq4n5Sho8@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.50 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


Net Yaroze newsgroups message dump.txt Page 14742 


playstation.ny.program.labo ¿$B$N¿ (B 


<5rq4n5 

1997/0 
# (B 
>¿SB! 1 
>~SBSo$ 


¿SBF1S8 


¿SB4D6- 
33 
PS 


¿$BESC£ 
¿SBF0:n 
¿$B2?EY 
¿SB!JSQ 
¿SBShSC 


¿SBS?S@G 


¿SB8=: _ 


¿$B!J%5 
¿SB;WSS 


>¿SBS=SNB>¿ (B 


>¿$B!!$ 
>eSBSrz 


Sho8@newsl.scei.co.jp>zSBSKS*SSSF3 (B 
7/31/ 22:37 ¢$B:"!"z (B"kokurikoupa" <mukunasi@tama.or. jp>z$BS5$s$O=q$-$*S7$?! 


(B ¢~SBS3SsS$P$s$o!"%$3%/%5%33!<%OSGS9! #2 (B 
JSASOSSTOL>SISNSGS3S3SKS1S9S7S“°S9! #3 (B 


S/!#¿ (B 


¿(B Windows95 (OSR2) , MMX-Pentium-200MHz , RAM64M , 
.6KBps MODEM (;SB%W%msP%S%@SHSO; (B28.8K) , Netscape Communicator 4.01[jJa] 
¿SBSHSO¿ (B COM1,115.2KPbs ;SBSKSF@\B3!#¢(BCIP Verl1.0 


$+$i;22C$7$F;~4V$,$J$+$C$?; vSbS"S5!";DGOSIS, Siz (B 
$5$; SkSKSOSS$?$4$*S;Ss$GS7$?! #¢ (1 
SdSCSFSb; (BTF3 ¿S$B$, %U%1%$%k%*!<%šW%s%(%i!<$r=P$7$?$j!&!&!&¿ (B 


ա 


Տ-ՏՅՏՏՏԸ:Բ5/Բ0ՏՏ5ՏՏԵՏԱՏՄՏ«Տյ5՞575218. (B 


SF%2!<%* SXSN46A[SO=q$1$%S;$s!#2 (B 


I"STS3S+SK%5!<3P!<SrS*SSSF!"S=S3SK?t ՉԱՏ, S$m%$0%$%s$7S$SFM7$V;¿ (B 
SN7TA<OSbSSSSSNSGS9S, !"#1BP#1SGBP@0SGS-SkShSESTTAK<O; (B 
1<$P!<SrI,MWSHS7SISS%?SS3W!KS, S"SCSFSDSSSSSNSGSOSJISSS$+$H¢ (B 
S*°S9!#!TSGSPSC%0$S7Sd$9S=SESAS7!Kz (B 


ա 


“S@!"SdASCSHFOSSS?SHSSS&>UBV8+S ?2SSSGS9S, $3S1$+S$isISssIZsNI$/SISCSFSS$/S$3SHz (1 
(B 


>2$B4|BTS7$*S9! #2 (B 


ESBSSS$d!"K\EvSK! #C° <!2~NIS5SS1SFSS$S$kSh$&SG6!"4 | BTBg$GS9SM! #2 (B 


:582:32 
>¿SBS S 


¿SBS5!< 


$P !<B&%$=%$U%H$,O0BDj$S7$F$-S?$i!"BO5W;n83!J>P!K$OLI,S:¿ (B 
¿SBI,MWS$SKSJSkSGS7$SgS&SM!#¿ (B 


!&8z2L2; SbM_S7SSS=S&SGS9SNSG!"2;Sr:nSlSkJ)SOS<SR!&!&!&¿ (B 


2I"SWS1SS; ~4VSOSF%1% [SK$S7SJSSSH%sW%1%S%d!<SOA)S(SJSSSH;WSSS*S9!#¿ (B 


>tf3.exe ¿SBSGS3S1S@S1SN%S2!<%`Sr<B8=SGS-SkSHSO!"SJSSS@S+S&S1S7SSSGS9!#¿ (B 
>¿ $B; d$b!"$3$sŞIŞN:nŞC$F$_$?$$$J!<!#z (B 


éSBL\;X 


S; SGS#S"SVSM!"SGSISM! #2 (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 


beginners@FL.scei.co.jp 


—-MESSAGE FILE 22029 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000158ht 


ml.html 


--MESSAGE FILE 22030 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000159 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Temple_mk2" <tterada@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 


Subject 
=?= 


Date: 4 
Organiz 
Lines: 

Message 
Referen 
NNTP-Po 
Mime-Ve 
Content 
Content 


: =?1SO0O-2022-JP?B?UmU6IBskQiVNJUM1SCUyITwLYCU1LJUXM1VyVrJTM1cyVGJXM1RCROM1ObKEOo 


=?ISO-2022-JP?B?GyRCRjJA7bjgzOzIyQzxUSmc9OBsoSg==?2= 

Aug 1997 04:10:29 GMT 

ation: PlayStation Net Yarouze 

8 

-ID: <01bca08b$7765f480$cf0a1l2ac@kk-se-9494190.kikuyo.tkl.co.jp> 
ces: <33D82964.1CB10fl.scei.or.jp> 

sting-Host: 210.132.170.154 

rsion: 1.0 

—Type: text/plain; charset=ISO-2022-JP 

—Transfer-Encoding: 8bit 


X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBS7S 
¿$B<!2s 


SCS?!*e (J ¿SB5WS7SVSJSK#N#E#W#SSr8+S?Si!&!&!&S3SsSJ;vSrS7SFSkSHSoS!!*;¿ (J 
1":22ՇՏ7Տ՞Տ91 4. (J 
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Temple_mk2 (NY:bwf00829) 
E-Mail : tterada@fa2.so-net.or.jp 


—-MESSAGE FILE 22030 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000159ht 
ml.html 


--MESSAGE FILE 22031 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000160 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?1s0-2022-jJp?B?GyRCJU0LOYVIJTULcyVXIWs1MyVzJUY1cyVENDZBWyRYJE4ycOV6GyhK?= 
Date: Mon, 04 Aug 1997 18:56:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 88 

Message-ID: <33E5A73C.3794@f1l.scei.or.jp> 

NNTP-Posting-Host: 202.247.131.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB;n832TF0SN6 ( Ա: i ԱՀԱ $7$?!%S=S7SF!S46A[S"S4¢ (J 
ESBS, SHS&S4S6$$$*S9!% 


¿SB#L#AT#N>eSGSOF0SSSFSSS?%7%9%F%`SGS9S, !S%S$S%s%?!<%SMSCS — 
¿$B$G!$ITFCDj$NJ}$rAj<j$K2TF0$5$;$k$H!$$$$m$$$m$HIT6q9ľg$J¿ (J 
ESBE@S,H/@8S7SF!S;WS&EShHS&ESK?TITSTSIS+SCS?SNSG!S3'S5SsSKSbz (J 
¢ SBS 9SHS1S9Sr$+$1$2S+SH; 1555-5915. (J 


ESBOI2<SK!S:#S*SGSKShS; $i$1$?4uK>SISISr$*SHS$a$*$7$?!S¢ (J 


¿SB!Z% ee DA Մ 

¿SB!&0BDjJS$S59;SFS[S7SS!S 

Աա ԱՆԱՆ 3 3 u usus sms spO xs 
¿S$B!!8=:_$SN7A<0$b$$S$SSN$G$9$, !"#1BP#1SGBP@o$GS$-SkShS&SI7A<0¢ (J 
¿S$B1!!1J%51<%P!<$rI,MW$SH$7$J$SSS?%SSSW!K$,$"$C$F$Sb$$$$S$SNSGSOSJ:¿ (J 
¿SŠB!1!SSS+SH;WSS$SS*S$S9!#!J%SG%SP%SC%S0$7S$SdS$S9S=$&$Q@S7!K¿ (J 


¿SB!Z%2!<%`FbMF$K4XS9S$SkMWK> | լ: (J 

¿SB!JSS%e%"!<B&$NLABj!K¿ (J 

¿SB!&967b$, $"S?SC$?7SNS+S0$:$1S?SNS$+$, 2rSkSHSSSSSGS9! #2 (J 
¢£$B!&C/$+SiSN967bSr<u$1$?SNS$+S$b$o$+SkSH$$SSSGS9SM! #2 (J 
¢$B!&=PMh$1SP2hLLSKSbH?1G$5$; $?$$!#Sd$0$j4!"S=SN; ~$N2; $bI, MWe (J 
¿$B!!$+$J!)¿ (J 
¿SB!&HV9fSO!":81&$K>eS+$i%=!<%H$7SFI=<(S7$S2?2J)S,S$S$SS+Sb!#; (J 
¿SB!&4OSN8-$-SOC; $S$Lp0u$NK@$GI=$7$F!"<+J,$N4O$N8-$-D>@<J)8<¿ (J 
¿$B!!>e$K$$$KE(40$0%1!<%@!<>e$G?'$rJQ$ ($FI=$9$H$$$&$N$O$I$&¿ (J 
¿$B!!$G$7$g$&!#¿ (J 

¿SB!&J*BN$, $?$/$5$s$"$k$H!"%1!<%@!<$, $o$+$jJ$K$/$/$JI$J$^S9$M!#¿ (J 
¿$B!&; KEQ$H4OSN8~$$$F$$$kJ}8~$rO0ol1CW$5$;$i$I$k$h$&$K$7$?$$!%¿ (J 
ESB!&8~$$$F$$ŠkJ}8~$H!"I=<($,0c$&$3$H$, $"$KŠN$GA`A%$7$K$/$$!#¿ (J 


¿SB!J%[%9%HB&$NLAdBj!K¿ (J 

¿SB!&%S!<%` SNB.EYS, CYSS!#!J% %5%S%k$HF1$S8S+!)!K;¿ (J 
¿SB!&J}OLJQ99!J2sE>!K$O!"Q@ABPJ}OL$G$N8~$-$h$jAJBP$GŠNHyD4@O0; (J 
ESB! !S,SSSS!#2 (J 

2$B!&%9ST! <SISbS"SCSWSHSASESSSNH#2SDS, SSSSSNSGSO!) 3 (J 


$B! J%S%e%"! <SH% [S9SHSNLGB! Ke (J 

¢$B!&8=:_$N%9%T!<%ISd>uBVS, GDO.S7SKS/SS! #3 (J 

$B! &% [%9SHSHSN%5%s%/$, 3NN) STSFSKSNS+@ZS1SFSkKSNS+SNH=CGS$r2hz (J 
¿$B!!LL$G$7$?$$!#¿ (J 

¿SB!&%S!<%`H/<M;—$N>H=`$,M_$7$$!#¿ (J 

2$B!&<+J, SNAOSN>UBVS r>oSKI=< (SSSFS[S7SSSH;WSSS*°S9! #3 (J 


ESBS40U8+S44uK>$"S$5S$,SHSES4S6S$S$°S7$2?!SSTI$* !SOU8+SKBPSTSFSNz (J 


Net Yaroze n 


¿SBS 3% ass SHS 


¿SBS3SNS3SsS 
$B! 18Ք05521 
258115152155 
2$B!!SF!S3+< ( 
éSB!!$?S@S7! 
ESB! !SIS/!$% 


é$B!!MhSNSh$ 
ԵՏՔ 15822515 


ՀՏ8Տ՞Տ: 150805 
2 SBS 9SHSWSm% 
ESBSFSSS$*S9! 
¿$B6aF |C£SK> 


ESBSSSESN!<S 
ESBSNSG!S:#8 
ESB!!S*S?!S$ 


ewsgroups message dump.txt Page 14744 
rSDS1SkKA0SK! SS3SN%33SSFSSSDSNL\E*Sr@bL@$7$*$9!% 


F%s*D$O!$% $$s%?!<S3MSCSHSrMxMQOS7S?!SS*SkSASE!<% ne 

<%` SNSSSSSWSEKSHSTSE!S:#S*SGSK#SH#HCHES+$i%5S5!<39S5¢ 

5%s%*W%k%W%m%0%i%`SN014DSHS7SFS3jS3j3!<% ավ $9!% s (J 

($5$1$?%=!<%9SNIQ99S0<+M3SKSG$-$*S9!% 

aa eae O O Տոն 0 Տեն ՏԱՏ1ՏՇչ (J 
OSH! TSHUEN#I#X ! KSNSZSWSMS0S1%> SH4*S*S1S*S9SNSG! $=>¿ ( 

ՅԱՆ, $GSO!SIT==J,$+SH;WSSS*S9SNSG! $3! Ն SHO1= Z 

+$NS"%3/%37%g%SS,SGS-S1ISPSH;WSCSFSSS$*S9!% 


j@-SGS9S, !$%3%3s%F%3SSDSN8x3+S*SGSK8~>eS55; SF! S% 

%i%` SNS5!<%3S%S9Sr>0; ~9TSIS (SkS$Sh$&$K$7S2?SSSH; ea 
SESCESG;_S*SCSFS7S*S&860xSO2rL@SGS-S*S7S?SNSG! $3 (J 
oCs%5!<%S%9SHS7SF! SK\3J2TFOS9SkKM=D4SG$9!%3 (J 


NLGBJSO!SSSSeS"!<SwWSmS0SiS* SNS=!<S9Sr3+< (S7S*S9E (J 
e!$3'S5$*$G2~A1Sr9TSISCSFS$$?S@S1S1$P9, ՏՏՏՇՏ915: (J 
3SN2q5D<<$r<Z$j4SF!$<A5?1~EzSJISISr9TSIS$$?SSSH;WS$2 (J 


¿SB!!S“S9!%¿ (J 


¿SŠB%$[%$9SHSNL 
¿SB0O[SJS3S S 
¿SB!!S?#U#N# 
¿ŠB!1S7SF15SS 
¿$B!!$=$3$G! 
¿SB!!SSSH;WS 
¿SB!!SaSF9TS 


dB3}$0! S=>MhSN$5%s3WSkSW3mS0%i%* SHSO!$@-3d$,>/$7¢ 

91% *$3SNSW %m%$0%i%`SO!$%$$S%s%?!<%M%$C%$H>eSKQNB35S551;¿ 
L#X%*%7%SSG2TFOSTSFSS$$*S9SNSG!$! V3F<+%=!<%9$r2~ 5$; (J 
"SCSWSG!<SHS7TSFS/S@S$5$S !WSHSO9TS—-S*S;Ss!%3 (J 
S%[%9%H%W%m%0%i%`SK4XS7SFSO!S3'S5SsSH01= Be SSS, 
S$S*S91%S%“$S:!SS3SN2q5D<<$Sr<ZSJjJSF!S:#8eSISNShS&SK?J; ( ` 
1SkS+SrLO:wS$7S?SSSH;WSSS*S9!%¿ (J 


2 SBSM%CSH32 ! 
netgames@fl. 
—--MESSAGE FI 
ml.html 


—--MESSAGE FI 
html.html 
Path: chuka. 


<%`C4Ev<T; (J 
scei.co.jp 
LE 22031 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000160ht 


LE 22032 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000161 


playstation.co.uk!newsl.scei.co.jp!usenet 


From: Netgame Leader <netgames@fl.scei.or.jp> 


Newsgroups: 
Subject: Re: 
=?= 

=?is 
Date: Mon, 0 


Organization: 


Lines: 10 
Message-ID: 
References: 
kikuyo.tkl.c 


NNTP-Posting- 
Mime-Version: 
Content-Type: 


Content-Tran 
X-Mailer: Mo 


¿SBS"S3jS, SHS 
¿$B<!2s%F%9 
é$BCmL\$7SF$ 


playstation.ny.program.labo 
=?iso-2022-jp?B?GyRCJU0LOYVIJTINPCVgJTULcyVXJWs1MyVzJUY1cyVEJE4yVBsoSg= 


0-2022-jp?B?GyRCRJATb jgzOzlyOzxUSmc 9OBsSOSg==?= 
4 Aug 1997 18:59:37 +0900 
PlayStation Net Yarouze 


<33E5A807.6378@f1.scei.or.jp> 
<33D82964.1CB1@fl.scei.or.jp> <Olbca08b$7765£480S$cf0al2ac@kk-se—9494190. 
o. jp> 
Host: 202.247.131.166 

1.0 

text/plain; charset=iso-2022-jp 
sfer-Encoding: 7bit 
zilla 3.01 [ja] (Macintosh; I; PPC) 


&S4S6SSS“S91%¿ (J 


SHSNS*CNSiS; SbS3SN2q5D<<SG9TSSS*S9SNSG! $3 (J 


*SSSFS/S@S5$$!1%2 (J 


2 SBSM%CSH32 ! 
netgames@fl. 


<%` C4Ev<T;¿ (J 
scei.co.jp 
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—-MESSAGE FILE 22032 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000161ht 
ml.html 


--MESSAGE FILE 22033 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000162 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: gSB%M%CSH%53SSWSkS3SSSFSSSD46A[SXSN2SEzZé (B 

Date: 6 Aug 1997 16:30:33 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 39 

Message-ID: <5sa8r9S609@newsl.scei.co.jp> 

References: <33E5A73C.3794@f1l.scei.or.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS3SsSPSsSSO!"S4S5ESGS9! #2 (B 
ESBSF%9SHSKSOM>M5S, SIS/SF; 22CSGS-$*S$; $s$GS7$?!#;DGO! #2 (B 


# ¿SBS$SSS*%i%S9%H$SN:n6HCf$JSsS$SG$9S%!#$_SsSJM-L@S$G$"S*S$S&¿ (B!!! 
# ¿SBEE7b$SN%$S3%Ss%$F%$9%SH$O;22C$`$j$CS$]$SSGS9; (8(՞՞չ 


¿SBS (SCSH! "SRSHS@S$sSi$/SD$$$?Siz (8 siocons for UNIX ¿S$BS$SK¿ (B tf3 :588 4951Շ»Հչ (B 
éSBSrAH$_9~S* SDSbSjSTSNSG!"z (BUNIX ¿$B;HS$S$$NJ)!"$7$PSi$/$S*SAS$SASr¿ (B 


<33E5A73C.3794@fl.scei.or. jp>¢$BSN5-; vSKS*SSSF3 (B 
netgames@fl.scei.or.jpzgSBS5SsSO=qS—-S*S7S?! #2 (B 


¿SBN, ¿ (B 


>i $B%S%e%" !<$NLABJ$O!$%S%e%"!<%W%m%0%i%`$N%=!<%9$r3+<($7$^$9; (B 
>i $B$N$G!$:#8e!$3'$5$^$G2~A1I$r9T$J$C$F$$$?$Q$I$IŞ$P9, S$$$GS9!%z (B 
> $B!!$^$?!$$3$N2q5D<<$r<Z$j$F!$<A5?1~EzZ$J$I$r9T$J$$$?$$$H;W$$¿ (B 
>¢SB!!1S*S9!%2 (B 


ESBS*S$) !"S&S1S7SSS=!<S98x3+SGS9SM! #2 (B 


>2SB%[%S9SHSNLdGBJSO! S=>MhSNS5%SSWSkSWSms0%i%S> SHSO!S$@-30S,>/S$72 
>¿$B0[SJS3S $9: SS3SNSW Sm%0%i1%° $O!$%$%S%?!<SMSCSH>eSK@\B3S5$12 
>¢SB!!S?#UFN#L#XS°S7SSSG2TFOSTSFESSS*SISNSG! S!V3F<+%S=!<S9Sr2~ Տր 
>¢ESB!!ST7TSF!ISS"SCSWSG!<SHS7TSFS/S@S5SS!WSHSO9TS-S*S;Ss!%3 (B 
>¢$B!!S=S$3SG!S%[S9SHtWSm%S0%i1%° SK4XS7SFSO!S$3'S5SsSHO1= s sees 
>¢SB!!SSSH;WSSS$*S9!%3S*S: !SS3SN2q5D<<S$r<Z$jSF!S$: rosea o 0 
>2SB!!SaSF9TS1Sk$+SrLO:w$7$?SS$H;WSSS*S9!%2 (B 


ESBSSS1S*S9!L#S*SCS?S/LABISIS!$7! #2 (B 

¿SB$5$9$, $K; dSN@\B3>1=jSN@-30>e!"8x3+%5!<SPSOIT2DSGS9S1ST!"3 (B 
¿$B$, $7$, $7<B83$P$7$P$7%G%P%C%0$4$J$4$J2~B$$G$-$^$9!#; (B 
¿SBSGS-SkS$S@S1SOSdSSS&SASK%5!<%SPSbSRSCS$S/SkSaSF%=!<%9$Sr8x3+S$S7SFSSS?S@S1SkSH¿ (B 
ESBSESISTSSSGS9! #2 (B 


ESBSGSO! #¢ (B 
¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%Z!<%s¿ (B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¢$Bébz (8) ¢SBE 
153չ (B43b 

—-MESSAGE FILE 22033 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000162ht 
ml.html 


--MESSAGE FILE 22034 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000163 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “kokurikoupa" <mukunasi@tama.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?UmU6IBskQiVNJUM1SCUlJXM1VyVrJTMlcyVGJXM1RDQ2QVsbKEI=2?= 
=?iso-2022-jp?B?GyRCJFgkT jJzRXobKEI=?= 

Date: Thu, 7 Aug 1997 01:54:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5saai9S6sc@newsl.scei.co.jp> 
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References: <33E5A73C.3794@fl.scei.or.jp> <5sa8r9S609@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


£$B%3%3/%5%33!<ZSOQSGS9I! #3 (B 


¿SB!!$4$S&S5$s!"#U#N#I#X¿ (B ZSBSO22Sr$*;HSSSGS9S+!) 2 (B 
£$BS5!<SPSwsm30%i%> SO! "SdSOS J#HUFNHI#XS, SSSSSNS+S$I!) 2 (B 
¿ $B; dSO#N#T>eSG: nSmS&SH;WSCSFSSS*S9! #3 (B 
ESBSTS+S7!"S5SSSwskS3SSSF SSDS, #U#N#I#XSGS"SKkSNSHCg4V!JS$S4$S&S5$s!K$, SSSkSNS$SJSic (B 
¿SB#U#N#I#XSGAHSsSGSbSSSSS+SJSH;WSCSFSSS*S9!# (B 


¿SŠB!!#U#N#I#X%S5!<SPI,MWSJSi;d$,N)SA>e$S2$SFSb$$SS$SS$SGS9!#; (B 

telnet;¿Š$B!"#f#t#p. (B ¿SBSGS3SASiSK%$"%/%;%9S9S1SP%sF%9%SHSb=PMh$k$GS7SgS&!#¿ (B 
¿SB#L#IHRN#U#XSJSiSPSS%Ss%$9%SH!<%skS7S?S3SHSOS"SJS%“S9!#!JSSSs%9SH!<%skS7S?S@S1!K¿ (B 
¿SB2HSOQ1MOQ—- ! J#D#A#H6#4 !KSKSF@\B3S7SFS*S5S*S9ISNSGB.EYSODcSS$GS9S, SF%S$9%HSNS?SaSN; (B 
¿$B>0;~1?E>$, 2DG=$Q@S$H;WS$SSS*$9!# (B 


¿S$ŠB%3%/%3%S3!<%Q¿ (B <mukunasi@tama.or. jp> 


—-MESSAGE FILE 22034 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000163ht 
ml.html 


--MESSAGE FILE 22035 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000164 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: gSB%M%CSH%53SSWSkS3SSSFSSSD46A[SXSN2SEzé (B 

Date: 6 Aug 1997 18:18:23 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 38 

Message-ID: <5saf5fS6s7@newsl.scei.co.jp> 

References: <33E5A73C.3794@f1.scei.or.jp> 
<5sa8r9S$609@newsl.scei.co.jp> 

<5saai9S6sc@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS3SsSPSsSO!"S4S&S5GS9! #3 (B 


<5saai9S6sc@news1.scei.co. jp>¢SBSN5-; vSKS*SSSF3; (B 
mukunasi@tama.or.jpzSBS5$s$O=q$-S*S7S?!#¢ (B 


> 2£$B%3%/%5%3!<%SQSGS9! #2 (B 

> 

>2$B!!S$4S&S55Ss!"#U#N#I#X2 (B gSBSO2?Sr$*;HSSSGS9S+!) (B 

>2$B%5!<SPSWsms0%is* SO! "SdSOS j#UFNFI#FXS, SSSSSNS+SJI!) 2 (B 

>¢ $B; dSO#N#T>eSG:nSmS&S$H;WSCSESSS*S9! #2 (B 

>ESBS7S+S7!"S5SstwskS3%s%FSS%DS, HUENHI#XSGS"SKSNSHCG4V! JS48&S5S8s!KS, ՏՏՏԵՏԱՏՄՏ1չ (B 
>i SBHUFN#I#XSGAHS SSGSbSSSSS+SISH; WSCSFSSS*S9! #2 (B 


NT ¿SBSGSN%W%sm%*0%i%S`SOS7S?S3SHS,SJSSSNSG!"NIS/SoS+SiSJSSSGS9!#¿ (B 

UNIX z$BSGS$NSM%C%H%0! <%/%5!<SPSISi! "SRSHSHS*$ jSNSWSm%0Si%_%8%0SOSG$-$*S9SNSG! "չ (B 
¿SB;dSHS7SFSO¿ (B UNIX ¿SBSNS[S&S,S&S1S7SSSGS9!#¿ (1 
# z2SBS8SDSOSdSCSFSkS3SHS, 8&5£SF !<3*S=SNS*SsS*SHSSS&OCS, չ (8... 


ա 


¿ $B; dSN4D6-SGS$9S, !"<gSHS7SFSO<+Jd, SNS*37SSSKSSSISFS"Skz (B OpenBSD ¢S$BS$r;HMQ; (B 
¿SBS7SFSSS“S9!#S"SH¿ (B FreeBSD ¿SBSH¿ (B SunOS4 ¿SBSr2CS ($?Sb$N$, sas$š*s4D6-SK;¿ (B 
ESBSISCSES*S9! #2 (B 


>2 SB! ! #U#N#I#X35!<%PI,MWSISi;d$,N) SA>eS2SFSbSSSSSG6S9!#¢ (B 
>telnet eSB! "#f#t#pz (B zeSBSGS3SASiSK%S"%/%; S9S9S1SP%F%9SHSbD=PMhSkSGS7S$gS&! #3 (B 
>¢SBHLEI#NHUFXSTSISPS$%SS%9SH!<SkS7$?7S3SHSOS"SIS*SO!#!ITSSSSS9SH!<SkS7S?$@S1!Kz (B 
>¢SB2ZHSO@1MOG~ ! JEDHA#H6#4 |! KSKSF@\B3S7SEFS*S5S*$ 9SNSGB.EYSODCSS$$G6S9S, SF39ZHSNS ?$aSNz (B 
>¢$B>0;~1?E>S$,2DG=S@SH;WSSS*S9! #2 (B 
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¿SBS"!"S=$1$OS"$j$, $7$$$G$9!#z (B 

¿$B; d$N$[$&$O0%m!<%+%k$G$O$J$s$G$b$G$-$k$s$G$9$1$I!"; (B 

¿$B$5$9$, $K308~S1SFS3SNShS&STSbHSNSr>!<jSKFOS+SISNSOS*S:SSSG6S9! #2 (B 
# 2SB>/SIS/SHSb8xSI%5!<SPSKSOSGS-S$*S; Ss! #3 (8 

# ¢SB8D?ME*SKS3SCS$=S j<B83$ 9SkSVSsSKSOFCSKLGBIJSOSITSSSGS7Sg$&¢ (B 


éSB8D?MSG@1MOG@~@\B3SCSFSNSOS9S4SSSGS$9SMz (Ց (՞՞) 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s¢z(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (8) SBE 
1342 (843Ե 

—-MESSAGE FILE 22035 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000164ht 
ml.html 


--MESSAGE FILE 22036 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000165 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “kokurikoupa" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso-2022-jp?B?TGludXggGyRCJESkNyQ/JICQkRyQ5GyhC ?= 
Date: Fri, 8 Aug 1997 00:45:19 +0900 
Organization: PlayStation Net Yarouze 
Lines: 28 
Message-ID: <5scqrpS$9r3@newsl.scei.co.jp> 
References: <33E5A73C.3794@fl.scei.or. jp><5sa8r9S609@news1.scei.co.jp><5saai9S6sc@ne 
wsl.scei.co.jp> <5saf5f$S6s7@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


£$B!!%33%/%35%33!<SOSGS9! #2 (B 


éSB!!S3SASiSN4D6—-SO!"¢ (BLinux;S$BSKS7ShS&S+SH;WSSS*S9! #2 (B 
ESBI88%SSd>pISSNB?S5!"SSSSS9SH!<SkST7TSASIS5S!"Sr9MS (SF7ThSaS*S7S?! #2 (B 
OpenBSD; $B$r$A$c$s$H%$%s%9%H!<%k$9$k<+?.$,$J$$$?$a$G$9!#¿ (B 


Linux ¿$B%O!<%I9=Q@.¿ (B 


P-120Mhz, RAM32Mbyte, HD1. 6G (IED) , CD-ROM (x4) 
¿SB%$O!<%SISG%S#%9%/A4SFSr¿ (BLinux¿ $BMQ$K3NJ] $9SkM=DjSGS9!#¢ (B 
ESBS3SASiSNS°S7SSSK22?S+4uK>$, $"$J$^$7$?7$i$*4J$$$7$^$9!#¿ (B 
ESBH2=54VSO0SiSSS+S1SF!"N) SA>eS2S*°S9! #3 (B 


¿$B!!¿ (BLinux: SBSN>19g!"%P%S%I%5!<8_49$0<hS1SIS/SIS4S*S9! #2 (B 
OpenBSD; $BS$Hz (BLinux, $B$G%=!<%98_49SOFq$7SSSGS7SgS&S+!) 2 (B 
ESBS=!<%98_49S, <h$1S=Sé&SJSiSP; (BLinux; SBSGITS—-S?SSSH;WSSS*S9! #2 (B 


ESB! !S4S&S5S$sSO!"SISNSHS&SISMSCSHS2!<%S° $r$a$6$7ŞF$$$^$9!)¿ (B 
ESBSh$m$7$1$1$P$*I9$+$;$/S$e@S$5$$!#e (1 
¢ $B; d$0!"6 (NOS7SFE ($rE]$9%2!<%° Sh$jBP@oJ*Sr9MS (SFSSS$*S9!#z (B 


= 


2$B!!@1MQ@~SGS9S, !"; dSNSWSm%Q%S%@7N#1K|1_S$G@\B3SG$-S$*S9! #2 (B 
LSBS3S1SK#D#A#6#4SNNA6DSr2CS ($k$H7Nn$K#3!%#8K|1_$H$J$j!"$^$"!<; (B 
ESBSISSSHS+I'S ($k6b3 [SKSISCSFSSS*S9!#! TEO#CHNSHF1S8S+ST!Kz (B 


¿$ŠB%3%/%3%S3!<%Q¿ (B <mukunasi@tama.or. jp> 


—-MESSAGE FILE 22036 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000165ht 
ml.html 


--MESSAGE FILE 22037 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000166 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 
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Subject: Re: Linux ¿SBSKS7S2?SSSGS9 (B 

Date: 8 Aug 1997 20:02:29 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 54 

Message-ID: <5sfu01lSdb0@newsl1.scei.co.jp> 

References: <33E5A73C.3794@f1.scei.or.jp> 
<5sa8r9S$609@newsl.scei.co.jp> 
<5saai9S6sc@newsl.scei.co.jp> 
<5saf5fS$6s7@newsl.scei.co.jp> 
<5scqrp$ 9r3@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


¿SBS3SsSPSsSO!"S4S&SGS9!#; (B 


<5scqrp$9r3@newsl.scei.co.jp>¿S$B$SN5-;v$K$*$S$F¿ (B 
mukunasi@tama.or.jpzSBS5$sSO=q$-S*S7S?! #2 (B 


>2$B!!%3%/%5%S3!<SQSGS9! #2 (B 
> 
>¢$SB!!S3SASiSN4D6-SO!"¢ (BLin 
>¢SBI88%Sd>pJsSNB?S5!"%S%s%9 
>OpenBSD;z SBSrSAS$c$s$H%$%s%9% 


ux¿SBSKS7ShS&S+SH;WSSS S9!#¿ (B 
SH!<%k$7SdaS9$5!"Sr9OMS$ ($F7h$a$^ ae ale 
H!<%kS$9$k<+?.$,SISSS?SaSGS9! #2 (B 


2SBN; 2r$G$9! #2 (BLinux ¿$B$OF|:"$0$"$^$j; HSC$F$J$$$s$G$9$1$I!"IaDL$K$D$+$&¿ (B 
¿S$B$+$.$j$OJOSoS$Si$J$S$7!";d$N;H$ (Sk4D6-SbO011~S3SCSASKS"S5S*SOSNSG!I"3 (B 
¿SBFCSKLdBjJSOSJSSSGS9!#¿ (B 


>Linux ¿S$B%SsO!<%sI9=Q.¿(B 

> 

>P-120Mhz,RAM32Mbyte, HD1.6G (IED) , CD-ROM (x4) 

>2SBSO! <S13G%#%9%/A4SFSr; (BLinux: SBMOSK3NJ] $9SkM=DjSGS$9! #3 (B 
>i SBS3SASiSNS*°S7%SSSK2?S$+4uK>S, S"$5S*STS?SiS*4jSSSTS*S9! #2 (B 
>¿ $B#2=54V$0$i$$$+$1$F!"N)$A>e$2$^$9!#¿ (B 

> 


>¢$B!!¢ (BLinux;$BSN>19g!"%P%$%I%j!<8_49$0<hS1SIS/SISjS*SO! #2 (B 


OpenBSD/i386 ¿SBSGSO¿ (B(¿SBS*ShS$SS¿ (BNet/Free; $BSb; (8) gSBSGSOBgDqSN; (B Linux/i386 ¿$B 
ՏԱՏՔ5575350չ (B 
S $BS=8N$^8^3 (% %e%1l!<% %7%g%s¿ (B (compat linux)¿$B$GF0$$$2$3$7$2$9!#$OS$SS!# (B 
# ¿$B$*$=$k$Y$7: (B BSD ¿SB%SU%!%_%j!<¿ (B 


>OpenBSD; SBSH; (BLinux; $B$G%=!<%98_49SOFqS7S$SGS7Sg$&$+!) 2 (B 
>¢SB%=!<%98_ 49S, <hS1S=S&SISiSP; (BLinux; SBSGITS-S?SSSH;WSSS*S9!#2 (B 


¿$BIaDL$K; (B POSIX z$B=* 5r$G5-=RS9S1SP!"8_49SOLdBjSIS/SHS1S*S9!#2 (B 
Linux ¿$B$O0O¿ (B BSD ¿$BFHFC$NItJ, SbBgDq4*Ss$GS$*S9S7! #2 (B 


>2SB!!S4S&S5SsSO!"STSNSHS&STSMSCSHS2!<%3* SrSaS6ST7TSFSSS*S9!)¢(B 
> ¿$B$h$m$7$1$I$P$*J9$+$;$/$0$5$$!#¿ (B 
>¢$B;d$0!"6 (NOS7SFE ($rE]$9%2!<%* ShSjJBP@oJ*SrOMS (SFSS$*°S9! #2 (B 


¿SBSOSS!#SdSOSj4pKNSOBPQoSGS7ŠSgS&!#; (B 
¿SB%7%_%es1!<%7%g%s7O!"%"%/%7%g%s7OS, $H$J$"$($:$*$b$$$D$-$^$9$, !" (B 
¿SB%$M%$C%$H%šo!<%/>e$GS$SN%$+%8%*N$N$h$&$SJ$Sb$SN$b$*$b$7$m$$$+S$SH;WSSS 5918 ( (B 
¿S$B>—-4)! "0O8k!"Kc?)$JSISbHf3SE*4JC1$K$DS/S$S1$S=S$&$GS9!#; (B 


>¿$B! 1@G1MOG0@-$G$9$, !"; dSNZWSmSO%SSA7N#1K | 1_S$G@\B3SGS$-$*S9! #2 (B 
>¢SBS3S1SK#D#A#6#4SNNACHSr2CS ($k$H7n$K#3!%#8K|1_$H$J$Jj!"$^ ve (B 
>¢SBSISSSHS+I'S (Sk6b3 [SKSISCSFSSS*S9!#! TEOHCHNSHFIS8S+SI!Kz (B 


¿SB$SJSkSISI!#$GSb (B3.8zSBK|1_$GS$9$+$! ! #3X@8SKSOSASgGSCSHL5M} $C$] SSSGS9SMz (8(՞՞չ 

¿ $B; ASOT, ; SSN3X9; SW%m%P25%@STSHSNSG! "NAGbSGB. EYSNN* SKSOS&SHS$/SISCSFS7S“*SCSFS*S9! #2 (B 
éSBOLHLSN?MS, 5$7ZSKSDSJ$ . $CSQST$7SKSGS—-SkShS$ &SKSITSk$*SGSOS*S@S$*SAS4+$+$ 42 (B 
ESBS=S&SGSOSM! #2 (B 

¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac. - 
XMascot¿ o %c%ss%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (չ586Եչ (8) 58: 
1%42 (B43b 

—-MESSAGE FILE 22037 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000166ht 
ml.html 
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--MESSAGE FILE 22038 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000167 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Shinpei Azuma <p_suke@mxz.meshnet.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: =?1s0-2022-jp?B?GyRCPSpOOyO3JEOkKJCE jGyhK?= 
Date: Sat, 09 Aug 1997 22:58:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33EC7788.16DF@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


ESBS3SsSKSASO; (J Psuke ¿$B$G$9!#¿ (J 


¿$BAaB.$G$9$, !"SWsms0%i%* $, @5>0=*N;$7$%*S;Ssl#e (J 


SELECT; $B%\%?%sSG=*N; $9SkShS&$K@_DjJS7TSFSkSsS$G$9S, ¿(J 


2$BO1:rF | $*$GSA$cS$s$H=*N; $7$FS$$?SNSKS—SNS&S+Si¢g (J 


2SB=*N; $7$°S; $s! #3WSmS0%iS° 2 2EYSb2 27EY$b8+D>$7$2SNSKe (J 


ESBSA!<SCSHSbD>$4$%S;Ss!#3 (J 
¿SBSISJS?$+$3$s$J>uBV$K$J$C$F2sI|=PMh$?J)!";¿(J 


¿SB%$"%SISP%S%9SrS7SFS/S@S5SS!#SOSCS-Sj8@SCSFCWL?=)SGS9!#¿(J 


ESBSASIS_SKS5SSSWSkKSHS+SO=*N; S7S*°S9! #3 (J 


¿SBKMSNSW%sm%0%i%`S,SIS3S+SN%G!<%s?$SrGK2uS7SFSkSNS+SJ!) (J 


2 $BShS$m$7$/$*45$$$7$°S9! #2 (J 


p_suke@mxz.meshnet.or.jp 

Psuke 

—-MESSAGE FILE 22038 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000167ht 
ml.html 


--MESSAGE FILE 22039 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000168 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?I1S0-2022-JP?B?GyRCPSpOOyQ3JEOkJCE jGyhC?= 
Date: Sun, 10 Aug 1997 19:36:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <19970810193617yasunaga@t3.rim.or.jp> 
References: <33EC7788.16DF@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 202.247.160.159 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¿SBS3SsSKSASO!"¿ (BPsuke ¿SBS5Ss!"¿ (BMr.KzSBSGS9! #¢ (B 
>¢SBAaB.$GS9$, !"%W%m%0%i%` $, @5>0=*N;$7$^$;$s!#¿ (B 
ee SBS\%?SSSG=*N; $9SkShS&SK@_DjJSTSFSkSsS$GS$9S, ¿ (B 

2, §BOLixF | $*SGSAScSsSH=*N; $7SFS$S?SNSKS—SNSES+Siz (B 

> 298 *N;$7$S2S;$s!#%W%m%0%i%`2?EY$b2?EY$b8+D>$7$?SNŠ$K; (B 


>¿$B$A!<$C$H$ÞD>$Jj$^$; $s!#¿ (B 
> 
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> 2 SBSISJS?$+$3$s$JI>uBVSKSJISCSF2sI |=PMh$?J}!"z (B 
> 


>ESBS"SISPSSSISLSTSFS/SAS5SS ! #SOSCS—-$ j8@SCSFCWL?=}$GS9! #2 (B 


ԵՏՏ: dSb$&$*$/=*N; $7$I$$Ş$H$$$&; ~$, $"$J$^$7$? !#$=$N; ~$N2r7hJ}K!$G$9$, !"¿ (B 
¿$B%k!<%W$rH4$1$?8e!"$-$A$C$H¿ (B DrawSync( 0 ); ¿$B$r$7$?$i$&$^$/$$$-$^$7$?!#; (B 


¿SB;nS7$F$_SFS/SQ@S5SS!#¿ (B 


program ¿$B%U%)!<%i%`%j!<%@0!<¿ (B Mr.K (¿SBOB1J¿ (B ¿SBOB90O; (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 22039 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000168ht 
ml.html 


--MESSAGE FILE 22040 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000169 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Gpuz$B!!¢ (JTimez$B!!¢ (JOut 

Date: 13 Aug 1997 01:12:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01lbca785Saeed2f80S8b62d9calportege> 
NNTP-Posting-Host: 202.217.98.139 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SSSKSASO! #!!¢ (ՄՎսսչտ8Տ6Տ91 #2 (J 

¿SB%W%m%0%Si%S`S7SFS?2$SiFMA3!"¿ (TGpuTimeOut 2 SBSHSS$$&%aSC%; !<%8SH¿ (TDMA; $B!!¿ (Jerror;$B$ 
HSSS$&%a%C%; ¿(J 

2$B!<%8S, $G$k$h$&$K$J$j$2$7$?!#¿ (J 

éESBS3S1SO0F1$8>r70$G$b! "SGSkSHS-SHSGSISSSHS—-S, S"SjSHSFSbFLSGS9! #2 (J 

¢£SBS3$N%a%C%; !<%8S, $G$?$+$i$H$$$C$F8e$K2?$+$,5/$3$k$+$H$$$&$H2?$b5/$3$i$J$$$s¿ (J 
ESBSGS9S, !"22?S+SESCSHS*S7SSSGS9! #2 (J 

¿SBS3S1SHF1MMSN<ALdSr8+S2?S3SHS,S"SJjJS%S9S, SIS&Sb2r7hS7SFSJSSShS&SJSNSG!"SISJS?¿ (J 
¿SBS$+J,S+$kJ)!"S*4jSSS7S S9!#¿ (J 


Yuu¿S$SB!'¿ (Jseryu@ba.mbn.or.jp 
--MESSAGE FILE 22040 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000169ht 
ml.html 


--MESSAGE FILE 22041 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000170 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCUTUNHPCVOTikkOT51LUDIkXiQ3UD8hI xsoQg==?= 
Date: Wed, 13 Aug 1997 20:37:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <19970813203736mukunasi@tama.or.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


£$B!!%33%/%35%33!<SOSGS9! #2 (B 


¿$B!!¿ (Bunix:,$B%5!<%PN) $SA>eS2$*°S7S?! #2 (B 


2$B!!%5!1<%S%9SOSTSKSbSISS$G$9$, !"<B83E*$K0J2<$N%"%I%1%9$K; (Bping; $B$7$FS=SN7k2L$rz (B 
ESBS3S3SK>eS2SFSSS?S@S1ISKSHSESISTSSSGS9! #3 (B 


ESB! !353S3WSk%S33SSFSSSDSNS=! <S9S, S"SCSWS5S1S$ 2$i$%S : $0S3SS%O3SSkS7SFS_S$?$$!#z (B 
ՀՏՑՀԲՑ3575255Մ)9/955՞5192519"ՓԷՏԵՏՏՀԱՏԷ:ՈՏ)Տ՞ՏՉՏԱՏՇՏ35Տ3Տ.5Ա/8657Տ5ԲՏ/50555514չ (B 


ESB! !$ (!<!"8D?MSNS*S7%SSSG2S@~B.EYSb#6#4#KSISNSGNI<1S"$k;HMOSrS*45SSS7S“°S9! #2 (B 


¿SB11111111111111111111111111111111%S3%/%Sj%S3!<%sQ¿ (B <mukunasi@tama.or.jp> 
--MESSAGE FILE 22041 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000170ht 
ml.html 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Tue, 26 May 1998 16:40:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <6ketkj$levl@chuka.playstation.co.uk> 
References: <3569980E.51FC@saqnet.co.uk> 
NNTP-Posting-Host: client8460.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Dreamcast does look good, but show me some future hardware that doesn't. 


As far as I can see Dreamcast has several problems/difficulties that it will 
have to overcome. 


1. The legend of the Saturn will continually hang over the head of 
Dreamcast. Sega are going to have a hard time overcoming the problems it 
had with the Saturn. Here's a suggestion, get some good games for the 
release, get some good games to follow up and maybe they should try some 
marketing? Just a thought. 


2. The modem is only 33.6 kps. The V90. standard has recently been 
finalised, why not use that. True it is more expensive, but think what the 
gamers want. We all know how slow the Internet is. 


3a I think they are using a power VR chip for the 3D graphics. If there 
aim is easy conversion from PC -> Dreamcast and vice versa they may have a 
problem. 3Dfx are the market leaders on the PC, which we all know has it's 
own API. Hopefully DirectX 6/7/8 and finally Fahrenheit will merge all of 
the API to enable easy cross development. Until then I think we will end 
up with second rate conversions. 


4. Proprietary CD format? What are they playing at? DVD is here, and 
the newer high spec versions of DVD are just around the corner. Why 
increase the cost of development? 


5 Windows CE, need I say more. We all now that the reliability and 
performance of Windows stuff is second to pretty much everything. Yes it 
will enable the quick and easy conversion of games, but I won't be convinced 
until I see a STABLE version of Windows. 


I wish good luck to all at Sega. Hopefully they will get it correct this 
time. 


Nick Ferguson wrote in message <3569980E.51FC@saqnet.co.uk>... 


>Hiya all, 

> 

>Yeah, so we're all Sony cadets but this IS freetalk, y'know :-) 
> 


> Anyway, I have to say I'm fairly impressed with the "Dreamcast" specs, 
>from what I understand of them, and I don't think the name is *that* 
>bad... The logo is quite funky, too. What do you guys/gals reckon? 

> If you haven't really been fussed to look it up, try going to 
>www.seganet.com or www.fgnonline.com for some info. The highlights seem 
>to be a proprietary 1 Gig CD format, a 33.6 modem as standard and 16 MB 
>of system RAM, along with a v. natty-looking "PDA" which slots into the 
>machine's pads (a cross between the Saturn analogue pad and the N64's) 
>but also works "on the hoof". It also has 4 pad slots a la N64. Launch 
>titles include VF3tb, Daytona 2 and probably Sega Rally 2 as well as 
>some new Sonic game and probably D2. Launch date is 20th November in 
>Japan, with US and European dates set for a year (WTF?!?!) after. So, 
>who'll be importing one, then? :-/ 

> I think things look promising for the Dreamcast. If it gets some decent 
>games (that aren't straight arcade ports) and if the modem aspect takes 
>off, Sony are going to really have to pull something nifty out of their 
>hat for the PS 2...which I'm sure they will (*slurp*). 

> 

>Nick "saving the pennies" F 
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--MESSAGE FILE 22042 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000171 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mukunasi@tama.or.jp (kokurikoupa) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJTUNPCVOTikkOQT51JDIkXiQ3UD8hI xsoQg==?= 
Date: Wed, 13 Aug 1997 20:42:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <19970813204240mukunasi@tama.or.jp> 

References: <19970813203736mukunasi@tama.or.jp> 

NNTP-Posting-Host: 203.139.10.210 

X-Posting-Software: WSNews 1.998beta 


¿SB!!$"%I%1%9=q$-K:$1$S287$2?1# (B 
anakureon.ginkyouza.tama.or.jp 


ESBSGS9! #2 (B 


—-MESSAGE FILE 22042 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000171ht 
ml.html 


--MESSAGE FILE 22043 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000172 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJTUHPCVOTikkOQT51JDIkXiQ3UD8hI xsoQg==?= 
Date: Fri, 15 Aug 1997 19:09:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19970815190926yasunaga@t3.rim.or.jp> 

References: <19970813203736mukunasi@tama.or.jp> 

NNTP-Posting-Host: 202.247.160.85 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBS3SsSKSASO!"¢ (Bkokurikoupag$B$5$s!"z (BMr.KzSBSGS9! #2 (B 


>¢$B!!1%5!<%S%9SOSTSKSbSISSSG$9$, !"<B83E* SKOI2<SNS"S1%1%9SKz (Bpingg SBS 7SFS=SN7k2L$r¢ ( 
B 
>¿SBS$S3S3SK>eS2SFSSS?S@S1SkSHS&S$S1S7SSSGS9!#¿ (B 


ա 


¿$B$5$C$=$/; Nn$7$F$_$^$7$?!#0J2<$, S=SN7K2L$G$9! #$*Lr$K$ ?SFS1$P! #2 (I 


Pinging anakureon.ginkyouza.tama.or.jp [203.139.10.211] with 32 bytes of data: 


Reply from 203.139.10.211: bytes=32 time=133ms TTL=55 
Reply from 203.139.10.211: bytes=32 time=136ms TTL=55 
Reply from 203.139.10.211: bytes=32 time=121ms TTL=55 
Reply from 203.139.10.211: bytes=32 time=154ms TTL=55 


program ;:SB%SU%) !<%i%° S43!<%@!<z;(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 22043 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000172ht 
ml.html 


--MESSAGE FILE 22044 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000173 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Temple_mk2" <tterada@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 
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Subject: =?ISO-2022-JP?B?UmMU6IBskQiU1LITWLUE4pJEE+ZSQyJUF4kNyQ/ I SMbKEO=?= 
Date: 18 Aug 1997 14:16:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <Olbcabe0$f169d480$48aa84d2@temple-mk2> 
References: <19970813203736mukunasi@tama.or.jp> 
NNTP-Posting-Host: 210.132.170.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


> 2$B!!%5!<%S% 9SOSTSKSbSISS$G6$9S, !"<B83E*SKOJ2<SNS"S13139SKz (Jping; $BS7$FS=SN7k2L$rz 
(J 
> ¢gSBS3S3SK>eS2SFSSS?S@S1SkKSHSESISTSSSGS9! #2 (J 


Pinging anakureon.ginkyouza.tama.or.jp [203.139.10.211] with 32 bytes of 
data: 


Reply from 203.139.10.211: bytes=32 time=387ms TTL=52 
Reply from 203.139.10.211: bytes=32 time=298ms TTL=52 
Reply from 203.139.10.211: bytes=32 time=315ms TTL=52 
Reply from 203.139.10.211: bytes=32 time=340ms TTL=52 


¿SB$S3SsSJS+%$Ss%$8!##2#3;-S@S+Si$GS7SgS&S+!"  (UMr.K ¢SBSSSSSKHFSYSkKSHCYSSSGS9SM! #¢ (J 


Temple_mk2 (NY:bwf00829) 
E-Mail : tterada@fa2.so-net.or.jp 


—-MESSAGE FILE 22044 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000173ht 
ml.html 


--MESSAGE FILE 22045 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000174 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jJp?B?GyRCJTUNPCVOTikkOQT51JDIkXiQ3UD8hI xsoSg==?= 
Date: Tue, 19 Aug 1997 00:17:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33F86792.2777@ppp.bekkoame.or. յք» 

References: <19970813203736mukunasi@tama.or.jp> 

NNTP-Posting-Host: 202.210.132.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


kokurikoupa wrote: 


> 2$B!!%5!<%S% 9SOSTSKSbSISS$G659S, !"<B83E*$KOJ2<$N%"%I%1%9$K; (Jping; $BS7$FS=SN7k2L$r¢ 
(J 
> ¿SBS3S3SK>eS2SFSSS?S@S1SkSHS&S1lS7SSSGS9!#¿ (J 


Pinging 203.139.10.211 with 32 bytes of data: 


Reply from 203.139.10.211: bytes=32 time=421ms TTL=54 
Reply from 203.139.10.211: bytes=32 time=444ms TTL=54 
Reply from 203.139.10.211: bytes=32 time=429ms TTL=54 


2 SBH0; ~#243d, $G$9!#S5SiSKCY$$$G$9!#!JBg:e$+$i%"%/%;%9$@$+$i!)!K¿(J 


Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

SBI 3 (J http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22045 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000174ht 
ml.html 
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--MESSAGE FILE 22046 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000175 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0Owy) ) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJTUHPCVOTikkOT51LIJDIkXiQ3UD8hI xsoQg==?= 
Date: Mon, 18 Aug 1997 21:43:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19970818214302bo0wy@t3.rim.or.jp> 

References: <19970813203736mukunasi@tama.or.jp> 

NNTP-Posting-Host: 202.247.161.11 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


kokurikoupa;g $B$5$s$0=q$-$^$7$?!#¿ (B 

>2$B!!%5!<%St9SOSTSKSbSISSSGS9S, !"<B83E*SK0J2<SN%s"%I%S1%S9SK¿ (Bping; SBS7SFS=SN7k2LSr¢ ( 
B 
>¢SBS3$3SK>eS2SFSSS?S@S1SkSHSE&SISTSSSGS9! #3 (B 


Pinging anakureon.ginkyouza.tama.or.jp [203.139.10.211] with 32 bytes of data: 


Reply from 203.139.10.211: bytes=32 time=371ms TTL=55 
Reply from 203.139.10.211: bytes=32 time=338ms TTL=55 
Reply from 203.139.10.211: bytes=32 time=214ms TTL=55 
Reply from 203.139.10.211: bytes=32 time=273ms TTL=55 


¿SBS3SsSJ46S8SGS9!#;¿ (B 

¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 22046 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000175ht 
ml.html 


--MESSAGE FILE 22047 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000176 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: ¢$B%5!<%PN) SA>eS2S°S75?! #2 (B 

Date: 18 Aug 1997 20:27:07 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 33 

Message-ID: <5tab6rSecu@newsl.scei.co.jp> 

References: <19970813203736mukunasi@tama.or.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


¿SBS*SPSsSGS9!#S4S&SGS9!#¿ (B 
# ¿SBK?=jSNK?%$SSYSsSHSK;22CS7SFSSS?S?Sa!"S3S3S7SPSiS/N1<iS7SFS*SjS%S7S?¿ (B: -) eSB! !¢ ( 
B 


<19970813203736mukunasi@tama.or.jp>¿SBSN5-;vSKS*SSSF¿ (B 
mukunasi@tama.or. jpzSBS5$s$O=q$-S*S7S$?!#¢ (B 


>¢$B!!%3%/%34%33!<ZSOQSGS9! #2 (B 
> 
>¿$B!!¿ (Bunixz,$B%5!<%PN) SA>e$2$°S7S?! #2 (B 
> 
>2$B!!%5!<%S%9SOSTSKSbSISSSGS9S, !"<B83E*SK0J2<SN%S"%I%S1%S9SK¿ (Bping; SBS7SFS=SN7k2LSr¢ ( 


B 
>¿SBS3S3SK>eS2SFSSS?S@S1SkSHS&S1S7SSSGS9!# (B 


¿SBAGAaSSSGS9SM;¿ (B (՞՞) 

ESBS (!<SHS&SAS+SiSN7kK2LSGS$9S,¢(B.... 

PING anakureon.ginkyouza.tama.or. jp (203.139.10.211): 56 data bytes 
64 bytes from 203.139.10.211: icmp_seq=0 ttl=44 time=316.384 ms 

64 bytes from 203.139.10.211: icmp_seq=1 ttl=44 time=225.584 ms 

64 bytes from 203.139.10.211: icmp_seq=3 ttl=44 time=254.901 ms 
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¿SB:#?<Lk$@S+$i$=$3$=S$3$G$9S1$I!"Ck4VSO¿ (B 400ms z$B1[$($*$9! #2 (B 
éESBS3$1$0$&SA$ , KVC<%$5%$%H$@S+SiSGS7SgS&SlSI¿ (8(՞՞չ 


>¢SB!!S5SstWskS3SsSFSSSDSNS=!<S9S, S"SCZWS5SS1S?SiS*S:SOS3SSSOSSSKSTSES_S?SS!#3 (B 
>¿ $B<B83$7$?$SI}$,$$$*°S7$?$iS"S+%&SssHSr :n$j$*$ ISNSGS$3$ 3$KH/8eS7TSFS/S@S5S$! #2 (B 
¿$BAa$/%=!<%98x3+$5$1$IJ$$$+$7$i!#¿ (B 

¿$B$b$7CY$$$h$&$@$H!"<+J, $G:n$C$A$c$8&$+$b$7$1$^$; $s; (B:—) 

¿SB$=S$S1SGSO!#¿ (B 

¿SBEOn4¿ B 25829: (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 


XMascotz eee %c%s%Z!<%s¿(B http://cclub.tutcc.tut.ac. jp/xmascot/ 
—-MESSAGE FILE 22047 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000176ht 
ml.html 


--MESSAGE FILE 22048 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000177 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCJU0LQyVIJTULcyVXJWs IMyVzJUY 1lcyVEJE47b4jgzM1RGMCROJCpDTiR 
pJDSbKEO=?= 

Date: Fri, 22 Aug 1997 23:45:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <33FDA5FF.78B@fl.scei.or.jp> 

NNTP-Posting-Host: 202.247.131.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBS*BTS?S;S7S°S7S?!SSMSCSHS5SStWSkS3S3SSFSSSDSN; N832TFOSr: (J 
¿SB9TSSS“S91!1%¿ (J 


SBF |; ~!!!!#87n#2#5F|!J7n!K!!#2#0!'#0#0$h$j!$#2#1!'#0#0$^$G; (J 


¿SB<B83SK@hN)SCSF!S#1#9!'#3#0ShSj!S#W#e#b#C#hh#a#tSKSF!S¿ (J 
¿SB%3J%"%$k%?%S%`%U%)%Sm!<S$rS7SFSSS Ա ԱԱ ԱՆՐ, 
¿SBS 3718 BsierspisrmseibscinsattsG' U%)%m!<$7$SFSSS2S9SNSG!S¿ (J 
ISB9g5oS; SF$4MwS/SQ@S5$$!% 


http://wwwl.scei.co.jp/cgi/PRIVATE/chat.html 


¿SB#P#S!S#w#i#n#9#5MOSN%$=%SUSH$O!S¿ (JOFVE.LZHzSBSG$9!%2 (J 
ESBOI2<SNSGS#S1%/ SHS ISKS"S5S*SISNSG3FK<+!$%S@S&SS%Sm!<SISTSF2<S5$S!%S32 (J 
éESBS*S?!S4IC1ISJ@bLEGS, ¢ (Jreadme.txtzSBSKS"Sj5S*S9!%¢ (J 

ESBSIS$* !$%3%/%5%3!<SOS5SSSN!V#T#HE ! WSrMxMQOS7SFSSS*°S9!%2 (J 
¿$B!JOl=0$K%Q%C%1!<%8$5$1I$F$$$^$9!%!K¿ (J 
http://wwwl.scei.co.jp/forum/program/archive/test/ 


¿SB!JCm!K#P#C#9#8SNSf!<%6!<SNJ)SO!S:G?7HGSN#T#FSrMxMQS7SF2<S5SS!%¿ (J 


éSB4XO"SN5-; v$,Sd$m$ &S<#JT#A#PHA#NSKS"S5S*SOSNSG!S; 2>HS7SF2<S5$S!%3 (J 


é$B!&>R2p5-; ve (J 
http://wwwl.scei.co.jp/backnumber/4/articles/PRIVATE/ny_friend.html 


ESB! &46A[SIST: (J 
http://wwwl.scei.co.jp/articles/PRIVATE/ny_friend.html 


2 SB3M3C3H32!<%* CAEV<T3 (J 
netgames@fl.scei.co.jp 
—-MESSAGE FILE 22048 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000177ht 
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ml.html 


--MESSAGE FILE 22049 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000178 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 
Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJU0LOyYVIJTULcyVXIWs1IMyVzJUY1LcyVEJE4bDKEI=?= 
=?1SO-2022-JP?B?GyRCO244Mz JURJAKTiQgqQg0 4kaSQ7GyhC?= 

Date: 27 Aug 1997 14:19:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <5uld0pSaut@newsl.scei.co.jp> 

References: <33FDA5FF.78B@fl.scei.or. jp> 

NNTP-Posting-Host: 202.247.176.81 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.73 (x86 32bit) 


éSBSO$8SaS*S7SF! #2 (B 
ofve 2$B$G%3%/%4%3!<%QS$ 5$s$ISISKS3%F%3%F SKSdSiS1$FS$$?!"3 (B 
¿S$B%m%0%$%sL>¿(B 1135 ¿$B$N¿ (B COCOTTE ¿$B$H$$$$$^$9!#z (B 


WebChat ¿$B$KF~$C$F$$$J$+$C$?$NŠG$ŚJ$S$+2x$7$$7?M$K8+$($?$+$b¿ (B 
¿$B$7$1$^$; $s! #$9$$$^$; $s! #z (B 


Chat ¿$B$r8+$F$O$$$?$NSGS9$, !":#$^$GF~$C$?$3$H$, L5$+$C$?$N$G!"; (B 
2 SBm4m0$7$F$7$*$$$*°S7$?! #2 (B 


ESB: #2S=iSaSFSM%C%H%0! <%/>eSGSN%2!<%* $rBN83$7$^$7$?$, !"¿ (B 
ESBSHSFSbLLGr$/M7$P$5$; SFD:$-S$*S$7$?! #2 (B 


¿SBFCSK!"¿ (BChat ¢$BSHO"FOS7SFSSSkSH$+$J$ jSNLLGr$5$G$9SM! #2 (B 
(¿SBF-$CS$SF5$SJS+$SCS?SNSGS9$,¿ (B (^^; ¿SB8+SFSkS@$1$SGSbLLGr$SSGS9;¿ (B) 


¿S$B$^$?$d$k$H$-$0=89g$+$1$F2<$5$$!#¿ (B 
ESBS"SH!"3 (Bofve zSBSN%P!<%8%g%sS$rAa$/>eS2SFS/S1SkSH4rS7SSSG6S9! #2 (B 


ESBS=S1SGSO!#S"SIS, $H$&$4$6$$$^$7$?!#z (B 


COCOTTE (ckv00356) cocotte@nk.rim.or.jp 
http://wwwl.scei.co.jp/-ckv00356/ 


--MESSAGE FILE 22049 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000178ht 
ml.html 


--MESSAGE FILE 22050 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000179 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Netgame Leader <netgames@fl.scei.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso0-2022-jp?B?GyRCJU0LOYVIJTULcyVXIWs1MyVzJUY1lcyVEJE4bKEo=?= 
=?iso-2022-jp?B?GyRCO2 4 4MzJURJAKTiQqQ0 4kaSQ7GyhK?= 

Date: Tue, 02 Sep 1997 18:06:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 46 

Message-ID: <340BD727.16EB@fl.scei.or.jp> 

References: <33FDA5FF.78B@fl.scei.or.jp> <5uld0pSaut@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.131.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


COCOTTE wrote: 


> 

> ¢eSBSOS8SaS*S7SF! #2 (J 

> ofve ¿S$SBS$SG%3%S/%jJ%3!<%QS5$sSJSISK%3%SF%S3%FSK$dS$iS1$FSS$S?!"¿ (J 
> ¿$B%m%0%$%sL>¿ (J 1135 ¿S$BSN¿ (J COCOTTE ¿$B$H$$$$$^$9!#¿ (J 
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ESBSOS8SaS*S7SF!%3 (J 


WebChat ¿$B$KF~$C$F$$$J$+$C$?$NŠG$ŚJ$S$+2x$7$$?M$K8+$($?$+$b¿ (J 
¿$B$7$1$^$; $s! #$9$$$^$; $s! իւ (J 


Chat ¿$B$r8+$F$O$$$?$N$GS9$, !":#$^$GF~$C$?$3$H$, L5$+$C$?$N$G!"; (J 
ՀՏԹոձո0515Թ575-555"575218չ (J 
SBSIS&S>5S72ZSK; 22CS7SF2<S5SS!1%2 (J 


Ը" V Դ ՊՊԿՊԿ 


¿$B:#2s=i$a$F%M%C%H%o!<%/>e$G$N%2!<%` $rBN83$7$^$7$?$,!"¿ (J 
é S$BSHSFSbLLGr$/M7$P$5$; SFD:$-S*S$7$?! #2 (J 


a (JChat ԱԱ ԱՆԱՆ Տ ela ՏՆ 

é SBF~SCSEFSSSIS+SCS?SNSG$S9S,¢(T (^^; ԱԱ D 5 j Ա 
oe %2!<%` SNCESGSHSASCSCSHSGS—-SkKSNSGS9$, !$10?t; aces tn ՄՆԱՆ 
¿$B610+$7$^$9!% stYtatrtotzřetJłatpřatn$NSASCCSH33!<% J!<S$re (J 
¿SBJ;MQS9$k$H%9%` !<%:$K$JŠJ$^$9SM!%¿ (J 


VV V V V 


> ¢SBS*S?SdSkSHS—SO=89gS+S1SF2<S5SS! #2 (J 
¿SB%S5!<%sP!<%SW%$m%0%Si%S`SO!S>o;—-2TF0S7SFSSSAS9SNSG!SSSSDSGSbBPQo;¿ (J 
¿SBSGS-S*$91%S$SGSb!SAj<j$,5oSJ$SSSHS@SaSGS9SM!%¿ (J 

¿SB%SU%S) !<%i%`%j!<%@SN#Mi#r!S#K; aS+6i 195 35Nq5D<<$rsvscsuwstsswsk¿ (J 
ESBS3SS%FSSSDSNH/8@SKMXMOSGS-Sk5v2D$S, =PS?SNSG!S= EET 

SBS q9~SsSG!$3'S5Ss$GIg=8S7SFBP@oSTSFS_SF2<S5SS!% 


> ¢SBS"SH!"3 (Jofve չՏ8ՏԱՏԵ | ՀԶ ee ee ԱՆԱՆ 5 
ESBS3SNS3%S%FSS%SDSO!S6a! 9#P#SBESH!S%[S9SHBESNS=!<S9Sr8Bx3+S7S*°S9!% 
¿$B3'$5$s$G!$2~B$$J$I<+M3$K$G$- a on a ee: 
¿$B2<$5$$!%g (J 


éSBSM%$C%SHS2!<%* C4Ev<Te (J 

netgames@fl.scei.co.jp 

—-MESSAGE FILE 22050 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000179ht 
ml.html 


--MESSAGE FILE 22051 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000180 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?R3NTUFJJVEUbJEIkThsoQnUbJEIkSBsoQnYbJEIkSyREJCQkRhsoQg==?= 
Date: Sat, 06 Sep 1997 03:04:01 +0900 

Organization: Japan 

Lines: 34 

Message-ID: <34104991.5B32DA5D@aix.or.jp> 

NNTP-Posting-Host: 202.208.34.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


25811 9bEDMNJ? $G$9! #2 (B 


2$B! !EE7b2&SN%3%S3F%9%HSK8~S1SFS%S? 9u#PH#SSKS"%/%; S94! <31z (B 
2$B!!$r$5$9F|$,A}$ (SFS*S$9!J>P! Kz (B 


¿SB!!S3S3SG!1$S%9%W%i%sS%SHSr;HSCSF!1S2hLLSK#R#P#GIwSNS 
¿SB!!I=<(S7ShS$S&SH;WSCS?Si!SSIS&SbS&S*S/SSS+TSJSS!#¿ (I 


C%WSr¿ (B 


= 2° 


25B!!860xSO<+:nSNSiSSSVSiSIS+!SS*°SCSEWSNSG!<%S?S+!) SHG: SsSG; (B 
¿$B!!$$$k$s$G$9$, !$S$3S3SGO1SDSN5?LdSKSVSAS"S$?S$5$°S$7$?!#¢ (B 
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2$B!!9=BSBN;z (BGSSPRITE: Տ8ՏԱՏՄՏԻՏԱ: (Btpagez SBSNCMSHSSS&SNSO3 (B 

ESB! !¢ (BGet TPage 2 SBSGF@S27CMSGS$9ShSM!48G! Se ee eee ee 

ESB! !SoS?S9#xSH#ySO#6#4SNG\ ?t ! SH2Z#SH#ESNG\ Pt S8SCSISSSHSS3; (B 
¢$B!!$1S7SSS3SHSr9MS ($k$H!$z (BGSSPRITE: $BSNz (Buz $BSHz (87: SBSNCMSNHOOOSCSF; (B 
ESB! I SSS&SNSOz (Bug SBSO#O!AHOH#3SG!IS2 (BV¿SBSO#O!A#2#5#5$98ScSJSSSHSSS1¿ (B 

ESB! !STSSSs$GS9$+!) 2 (B 


ESB! !SISsSS+!S:#S°SG; (BugESBSNCMS, #6#307>eSGSbDS"SkDxXEYSO@5$7$/¢ (B 
¿$B!!I=<($5$I$F$?$s$G$9$, !SS"SkCMSr1[$ (SkSHSIS&SbS&S$*S/¢ (B 
¿SB!!I=<($5$1$J$$$s$G!$5$$K$J$C$F$k$s$G$9!#¿ (B 
¿SB!!ŠI$J$?$+$7$C$F$k$+$?!565$($F2<$5$$!#¿ (B 


258111 1ՈՈՈՈՈՂՈղողղդոռղոռդողողղուտ 
é5B!!!!!!9bEDMNI?¢ (B 


ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB5WS7SV$JSN=qS-9-$_¿ (B 


2$B:G=*9927F|;~!!!!#8!12#1#92 (B 

¿SB9927M=D3jF|!!!!!1#9121!1)!)¿ (B 

—-MESSAGE FILE 22051 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000180ht 
ml.html 


--MESSAGE FILE 22052 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000181 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?1S0-2022-JP?B?UmU6IEdzU1BSSVRFGyRCJE4bKEp 1 GyRCJEGbKEp2GyRCJESKRCQKJEYbDKEOo 
=?= 

Date: 6 Sep 1997 02:57:40 GMT 

Organization: Playstation Net Yarouze 

Lines: 43 

Message-ID: <5S5ugqgr4Sb5m@newsl.scei.co.jp> 

References: <34104991.5B32DA5D@aix.or.jp> 

NNTP-Posting-Host: 210.132.203.229 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler Se ee O $%$7$2?!#%U%)%m!<5a$`!*!*:¿ (J 
¿SBKMS$O¿ (J ¿$B9u¿ (JCD ¿$B$H¿ (J ¿S$B%"%/%;%9%S+!<%I$SO>oQ_SGS9!#$Sb$Š&#1BfS"SkS$SNSG: (J 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote 
in article <34104991.5B32DA5D@aix.or.jp>... 
> ¢$B!!9=BSBN;z (JGSSPRITE:; SBSNSJS+S$Nz (Jtpagez SBSNCMSHSSS&SNSO3¢ (J 


n 


B2<0L¿ (J 8 bit չ5850չ (J(¿$BB>$0; (J O ) 
SB:G>e0L; (J 2 bit ¿SBSOc (J 10:16bit 01:8bitCLUT 00:4bitCLUT 
ՀՏ82ՀՕՆՏԱՀ (J 6 bit չ5850:(7 x/64 + 16 * y/256 (¿SB=|;;$OC<?t@Z$j<NSF;¿ (J 


é 


ae 


¿SBNcS (SP!"¢ (Jtimutil ¿$B$G!"¿ (Jx:640¢SB!"¢ (Jy:0¢SB!"¢ (J8bit ¢~SBSKS9SkKSH!"3 (JItpage=1 
38 


> ¿$B!!¿ (JGetTPagez SBSGF@S?CMSGS9ShHSM!#SG!$2 (JGetTPagez $BSK0z?tSHS7SF¢ (J 
> ¿ŠB!!SoS?S9#xSHRySOF6#4SNGN?t!$#2#5#6SNGN?tS8Sc$JS$SSSHSS¿ (J 


¿SBS+SCSF$K3dSiS1SF¿ (J 64¿SBSNGN?t!"¿ (J256 $B$NG\?t$HG'<1$5$1$?7$h$&$J!&!&¿ (J 
> ¿$B!!$1SJSSS3SHSr9MS ($kSH!$z (UGsSPRITE¿S$SBSN¿ (Ju¿$BS$SH¿ (77: SBS$SNCMSNHO0OSCSŠSF¿ (J 


> ¿SB!!SSS&SNSO¿ (Jug SBSO#O0!A#6#3SG!S¿ (Uva ¿SBSOFO!A#2#5#5S8ScSJSSSHSSS1¿; (J 
> ¿$B!!$I$$$s$G$9$+!)¿ (J 


u¿$B!"¿ (Jv ¿SBSHSb¿ (J 256 s s <B:]M-8zSJShS&SG!"; (J 
0 = 256 Հ 512 gSBSHG'<1$5S1S*S9! #2 (J (ug$B!"¢ (Jv ¿SBSHSbSISbD;¿ (J) 


tpage ¿Á¿SBSH¿ (J u¿$B!"¿ (Jv ¿SBS+Si=PS$S7S?¿ (J x¿S$B!" (Jy ¿SB:BI8Sr¿ (J SPRITE ¿SBSN:8>e 
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SN¿ (J 


¿SBEG@SHS7SF¿ (J ¢SBS"SHSO!"I}SHIbDSSSNNNOMSrI=< ($7S*S9! #¢ (J 


¿SBI=<(S$9Sk;—Sb!"¿ (JO = 256 


¿SB:81&S, 7RS, SCSFSSSkShSESK7T+$ jJIVSTIRK< 


512 ¢-SBSHS5S1SkShS&SGS9! #2 (J 
u¿$B!"¿ (Jv $B$rJQ$ (S$F%9%/%m!<%kS5$; Sk$H¿ (J 


256 x 256 ¢$B%5%S%:SG>e2<!"3 (J 
(SSS1S*°S9! #2 (J 


> ¢SB!!STSs$+!S:#S°SGz (JugSBSNCMS, #6#3073>eSGSbS"SkDxXEYSO@5S$7$/¢ (J 


> ¢$B!!I=<(S5SS1SFS?SsSGS9S, !SS"SkCMSr1 


[S (SkSHSTS&SbDSES*S/ 3 (J 


> ¢$B!!I=<(S5SS1SISSSsSG! S5SSSKSISCSFSkSsSGS9! #2 (J 


éSB<B: ]SISNSHS&SJITD4S, S"SkKSNSGS7SgS&S+!) 2 (J 
ESBSUS1!<%* SPSCSUS! SNC<Sr8+SFSSSkKSNS+SbH$7$1$°$;$SSM! #2 (J 


einsiedler __ einsidle@cb3.so-net 


sor. Jp — 


Page 14758 


--MESSAGE FILE 22052 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000181ht 


ml.html 


--MESSAGE FILE 22053 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000182 


html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.program.labo 


Re: 


Subject: 
=?= 


Date: Sat, 06 Sep 1997 13:00:33 +0900 


=?iso-2022-jp?B?R3NTUFJJV 


Organization: PlayStation Net Yarouze 
Lines: 1 
Message-ID: <3410D561.3927@mxp.meshnet 


References: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


210.145.196.91 


utw, 


vthz SBS, Հ (J256 (255?) ¿SBSrD6$ (Sk$H%* 


EUbJETkThsoSnUbJEIkKSBsoSnYbJEIkSyREJCQkRhsoSg= 


.ՕԷ.յք» 


<34104991.5B32DA5D@aix.or. jp> 


charset=iso-2022-jp 


° 
5 


:%SS_S?SSSGS9¿ (J 


—-MESSAGE FILE 22053 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000182ht 


ml.html 


--MESSAGE FILE 22054 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000183 


html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.program. labo 

Subject: 


=?= 


Date: 6 Sep 1997 12:54:36 GMT 


Organization: Playstation Net Yarouze 
Lines: 14 
Message-ID: <5urjqcSc5k@newsl.scei.co.jp> 


References: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Newsreader: 


210.132.203.228 


7ԵԼԵ 


<34104991.5B32DA5D@aix.or.jp> <S5ugqgr4Sb5m@newsl.scei.co.jp> 


charset=ISO-2022-JP 


Microsoft Internet News 4.70.1161 


¿$B<+8J%U%) %m!<$G$9!# (J 1 bit ¿S$B=q$-Oc$ ($ *$7$S?!#; (J 


> ¿$B2<0L¿ (J 8 bit ¢$BSOz (J (¿SBB>$O¿ (J 


0) 


¿$B2<0L¿ (J 9 bit ¿SBSGS9!#B>S,>oSK¿ (J 0 ¿SBS+S$SIS&S+SOSoS+$S3jS*S;Ss!# (Մ 


> 
> 


¿$B:G>e0L¿ (J 2 bit ¿SBSOc (J 
¿SB2<0LSN¿ (J 6 bit 25850: (J 


¿S$B2<OLS$SN¿ (J 6 bit --» :582Հ0ՆՏԱՀ (J 7 bit 


10:16bit 
x/64 + 16 * y/256 (z$B=|;;$OC<?t@Z$4<NSF3 (J) 


01:8bitCLUT 00:4bitCLUT 


¿SBSHSJSjS$S S9!#¿ (J 


=?ISO-2022-JP?B?UmU6IEdzU1l1BSSVRFGyRCJE4bKEp1GyRCJEgbKEp2GyRCJESKkKRCQOkJEYbKEo 


Net Yaroze newsgroups message dump.txt Page 14759 


einsiedler ` einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 22054 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000183ht 
ml.html 


--MESSAGE FILE 22055 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000184 

html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?R3NTUFJJVEUbJEIkThsoQnUbJEIkSBsoQnYbJEIkSyREGyhC?= 
=?1iso-2022-jp?B?GyRCUCQkRhsoQg==?= 

Date: Sun, 07 Sep 1997 00:23:38 +0900 

Organization: Japan 

Lines: 16 

Message-ID: <34117579.FOA05B99@aix.or.jp> 

References: <34104991.5B32DA5D@aix.or.jp> <3410D561.3927@mxp.meshnet.or.jp> 

NNTP-Posting-Host: 202.208.35.212 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


> utw, vthzSBS, 2 (B256 (255?) -SBSrD6$ (Sk$H%*%:%S$_$?SS$$G6$9; (B 


ESBSISkS$ [$T!#$"S 4S, ՏԱՏեՏ456555՞Տ918: (B 
2 SBS3SN$"$?S 4S rSbS&01LEYSAS'%SC%/S7SFS_S*S9! #3 (B 


¿$B!]!]!]!]!]!]!7!]!]!7!]!]!7!]!]!]!]!]!]!]!]!]!]!]!]!] (B 
2$B!!!!!!9bEDMNI?2 (B 


ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (8 
http://www1.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 


2 SB3D !<Sk$@S$1 :n$CSF3W3m%0%i% =i TbSGSDS*SES/;d! #2 (B 
¿$B:G=*99?7F|;~!!!!#8!?7#1#9 (B 
¿SB99?7M=DjF|!!!!!!#912?1)!)¿ (B 


—-MESSAGE FILE 22055 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000184ht 
ml.html 


--MESSAGE FILE 22056 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000185 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?R3NTUFJJVEUbJEIkThsoQnUbJEIkSBsoQnYbJEIkSyREGyhC?= 
=?1iso-2022-jp?B?GyRCUCQkRhsoQg==?= 

Date: Sun, 07 Sep 1997 00:32:01 +0900 

Organization: Japan 

Lines: 34 

Message-ID: <34117771.5A525377@aix.or.jp> 

References: <34104991.5B32DA5D@aix.or.jp> <5uqgr4Sb5m@news1.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.212 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


ESBS3SSSPSSSO9DEDSGS9! #2 (B 


> ¢SB<B:]SISNShS&SJITD4S, S"SkSNSGS7$g$&$+!) 2 (B 
> ¢$B%US1!<%* SPSCSU%! SNC<Sr8+SFSSSKSNS+SbDS7$18%S;SsSM! #2 (B 


2$B:G=i$0!$2 (BGSSPRITE: $B$Nz (Btpagez SBSO8GDjS@SCS?S$sSGS9!#¢ (B 
éESBS3S1S@SH!S; (Btpagez; SBSNOLCVS$+Si8+SF#x:BI8S, #2#5#6Sr1[S (Skz (B 
ESBSISWSISSSHSrI=< (S5S; ShS&SHS9SKSH! S#x:BI8S, #OSNItd, Sr: (B 
éESBI=< (S7TSFSSSkShHSESK8+S (Sk! #SH! #2 (B 


ESBSG!S!VS*S+S7SSSIS! !WSH; WSCSFSW%mS0%1%*° $r8t+SFS_SF!S; (B 
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GsSPRITE 
¿SBSG5SS 
¿$B$J$/! 
¿SBS$ShSCSŠ 
¿SBSG!S¿ 


tpage¿$B 
25891555 


ESBSCSES 


ESBSb$&> 


¿SB!]!]! 


¿SB!c!c! 


¿SB9=BSBNSK¿ (Btpage¿SBSHSSS&SNS, S"SkSNSK5SSES-!J:#S ¿ (B 
/S$DSSSF$SJS+S$C$Š?¿ (8(՞՞: ¿$B!K¿ (Btpagezg SBSNCMSr>o$K01Dj$G$0; (B 
S$S%9%SW%iSSSHMOSN%$0%SiSU%S#SC%/$,S*SSSPS"S$kOLCV$K;¿ (B 
FIQS (SkSh$&$KIQ99$S7$ 2S 1SISTSE&SbSES*S/SSS+SISSSNz (B 

(Buz ՏԹՏԷԼ: (Bve $BSNCMS, S"SdS7SSSNS+SJIS!SH;WSCSF<ALdS7S*°S7S?! #2 (B 


SNCMSrJQS ($kShS&$K$S7$?Si!SOLItSNOLCVSKS"Sk%S9SWe (B 
HS, I=< ($5$1SI$$$G6%9%-SCSWS5S1SFSSSk!SShS&SKSJI2 (B 
TS°SCSESE!S:#S"S?SUS?S7SFS*S9! #2 (B 


/$7<+d, SN$W%m%0%i%` SHSKSiSaSCS$3SrB3$1SFS_S$*S9!#¢ (B 
Jb tt orea taba boto] 111121 Eee he t B 


c;dsNs[!<%`%Z!<%s8!d!d!d;¿ (B 


http://wwwl.scei.co.jp/-bns00250/index.html 


http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

éESBSD!<%kS@S1:nSCSFSWSmS0%1%° =iJbSGSDS*SES/;d! #2 (B 

¿SB:G=*99?7F|;-!!!1#812#1#9; (B 

¿SB9927M=D3jF|!!!!!1#9121!1)!)¿ (B 

—-MESSAGE FILE 22056 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000185ht 
ml.html 

--MESSAGE FILE 22057 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000186 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


From: Yo 
Newsgrou 
Subject: 


Date: Su 
Organiza 
Lines: 3 
Message- 
Referenc 
525377@a 
NNTP-Pos 
Mime-Ver 
Content- 
Content- 
X-Mailer 


¿$B<+8J% 


¿SBS&S “S 
¿SB860xS 
¿SBM25S (Տ 
é$B$,0-$ 


¿ $B; dSO# 
ESBSISWS 
MakeSpri 
¿$BMQ2hA 
GsSPRITE 
ՀՏ85--ՔՏ 


s->tpage 
Տ--Ա = X 
Ss->v = Մ 


GetTPage 


uhei TAKADA <kazta-ta@aix.or.jp> 
ps: playstation.ny.program.labo 
Re: =?iso-2022-jp?B?R3NIUFJJVEUbJEIkThsoQnuUbJEIkSBsoQnYbJEIkSyREGyhC?= 
=?1iso-2022-jp?B?GyRCUCQkRhsoQg==?= 
n, 07 Sep 1997 00:54:56 +0900 
tion: Japan 
4 
ID: <34117CD0.E2CEB7C3@aix.or.jp> 
es: <34104991.5B32DA5D@aix.or.jp> <S5ugqgr4Sb5m@newsl.scei.co.jp> <34117771.5A 
ix.or.jp> 
ting-Host: 202.208.35.212 
sion: 1.0 
Type: text/plain; charset=iso-2022-jp 
Transfer-Encoding: 7Եւե 
: Mozilla 4.02 [en] (Win95; 1) 


15956591: (B 


/S$SSS-S“S7S?!# (Ց 

ՕՀ (BGetTPagez SBSN0z?t$Hz (BGSSPRITE: SBSNMWAGSK; (B 
kSYS—?tLCMSN4*0cSSSGS7$?!TS3S1S0S*SKSeS"Ske (B 
S!&!&!&!&SNS+SJS!!K!#¿ (B 


2#5#6?'$N%9%W%i%$%H$rI=<($7$h$&$H$7$F$^$7$?!#¿ (B 
1%S%HMOSN2hA|¿(B(8bit)¿$B$O¿ (B (320, 0) ¿$B$KE>Aw$7$^$7$?!#¿ (B 
teDataz SBSNShS&SIL>AOSN4X?tS$rin$j!IS9ISWSisSSHe (B 
| >eSN: BISSHBg$—$5¢ (B(x, y, w, h) ¿$B$r0z?t$H$7$FM?$ ($F; (B 
¿S$SB%G!<%?$r:n$Sk$Sh$&$J4X?t!K!$$=$3$G$3$s$J¿ (B 
r$7$S?$SNS,%_S9SN860x¿ (B 


= GetTPage(1,0,320+(x/64)*64 , (y/256)*256 ); 
64; 
256; 


AP o 


¢ SBSGEOS 9#xSH#ySO%US1!<%° SPS$CSUS!>eESN:BI8SG!S3 (B 


¿SBS=S$S3SK¿ (B8bit¿SB2hA|SN:BI8SrB-S7SFS?S+SiBLLNS@Q!#SHS*S!S=SsSJ¿ (B 


¿$B465$85 


¿SBSIS&SbS*A(S,S;S7S%S7S?1# (B 


¿$B!]!]! 
SSBL 


G$9!#¿ (B 


PENET EADE 5135 513 940] 00] 1333] lab] B 
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-—-MESSAGE FILE 2331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01034 


—-MESSAGE FILE 2332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001035 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 19:14:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6kf0uhSlev2@chuka.playstation.co.uk> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> <356A2D9C.DBDF7AAB@netmagic.net> 
<6kecjs$hca25@chuka.playstation.co.uk> <356AF627.5811E536@cobite.com> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Craig wins the prize for spotting the one fault finding step I did not 
follow!! ;) Yep, I am kicking myself for not trying that out sooner! 
However, I have just tried it in DOS only and still it shows the same fault 


: ( 


FYI Craig, the Shift-F5 is to boot in the previous version of DOS. You 
should use just F5 or alternatively use F8 to bring up the boot menu and 
choose 'Command Prompt Only'. This is because Windows 98 and Windows 95 OSR2 
do not keep the previous version of DOS. In fact, Windows 95 OSR2 will not 
install if you have a previous version of DOS!! (Win98 will though, at least 
the beta and release candidates do) 


JohnT 


Craig Venz wrote in message <356AF627.5811E536@cobite.com>... 

>Here's a rather simplistic, minimalistic and otherwise obvious 
>suggestion: 

> 

>Try testing it out in DOS. Hit the death button on your PC (reset), then 
>hit Shift-F5 (if that still works in win 98) and type in the DTLH 
>environment variable and run SIOCONS and see if you can reproduce the 
>problem. If so, I'd be guessing something's wrong with either your com 
>ports, the yaroze cable, or the yaroze itself. 

> 

><shrug> Just my take. Good luck... 

> 

>Craig 


—-MESSAGE FILE 2332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01035 


—-MESSAGE FILE 2333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001036 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Service Mode (was Sony Trinitron) 

Date: Tue, 26 May 1998 19:15:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <356b144a.811878@news.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <3569C4E2.FD895D78@compuserve. com> 

NNTP-Posting-Host: p05-shank-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 25 May 1998 20:22:10 +0100, Nick Slaven 
<NickSlaven@compuserve.com> wrote: 
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ESB! c!c!c;d$N%[!<%°S32Z!<S8!d!d!dz(B 
http://wwwl.scei.co.jp/~bns00250/index. html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBSD!<SkS@S$1:nSCSFSW%m%0Si%* =iTOSGSDS*SES/; da! #2 (B 


E$B:G=*99?7F|;~!! 11481241492 (B 

¿$B99?7M=DjJF|!!!!!1#9!?!)!)¿ (B 

--MESSAGE FILE 22057 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000186ht 
ml.html 


--MESSAGE FILE 22058 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000187 

html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GsSPRITE=?1SO-2022-JP?B?GyRCJE4bKEJ1GyRCJEgbKEJ2GyRCJESDKEI=?= 
=?1SO-2022-JP?B?GyRCUEQKICRGGyhC ?= 

Date: Mon, 08 Sep 1997 12:26:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <kamon$21c519970908122658@news1.scei.co.jp> 

References: <34104991.5B32DA5D@aix.or.jp> <S5uqgr4Sb5m@newsl.scei.co.jp> <34117771.5A 

525377@aix.or.jp> <34117CD0.E2CEB7C3@aix.or.jp> 

NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! $2CLGSGS9! #2 (B 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote: 

>Get TPage;z SBSGEOS 9#xSH#ySO%SUS1!<%*° SPSCSUS!>eSN:BI8SG!S$3 (B 

>¿ SBS=$3SK; (B8bitz$B2hA|SN:BI8$rB-$7$F$?7S+SiBLL\$@!#$H$*S!$=$s$J; (B 
>¢SB46S8SGS9! #2 (B 

> 
>2¿SBSIS&SbS*A(”IS,S;S7S%“S7S?!# L (B 


¿SBS=S&S=S$S&!#S3S39SiSXSsSdSdS3S7SSSGS9ShSM!#KMSbG:S%S5$1S2S7S?!#¿ (B 


¿SBOJA0OSK¿ (B"MakeSprite";¿SBSCSFSSS&%9%WSsi%sSSH:n@.Sr;Y1gS9Sk4X?tSr¿ (Btest;SBSK%"%C%W 
; (B 
S $B$7$2Ss$G$9! #$= SN4X?tSGSO;z (B4bit, 8bit, 16bitTIM; SBSrEOS$ 9SH!$<+FOSGH=JLS7SF3 (B 
TIM: SBS r%U%1!<%* SP%C%US!SK%m!<%IS7!S¢ (BGSSPRITE: SBSN%a%s%PSN= 14|0  քՏԵՏ7ՏԻՏ/Տ51չ 
éSBS*S9!#S=SN4X?tFbSGSOz  (Btpage¿SBS"S?$jJSNLdBjSb%s/%j%"S7SFS s i ԳԱԱ 5 
¿SB;29MSKS7SFS_SFS/S@S5SS!#¿ (B"mkspr.1zh"¢SBSG$9!#¢ (B 

http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22058 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000187ht 
ml.html 


--MESSAGE FILE 22059 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000188 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "mikio iwata" <mmikio@alles.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: ¢$B;kE@SN3QEY$N5a$aJd}$r655$ (ՏԲՏ/5055ՏՏչ (J 
Date: 11 Sep 1997 04:06:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <0Olbcbe67S2df£87da0$660101c0@192.1.1.254> 
NNTP-Posting-Host: 203.180.249.182 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB#3;¿ (IDZSBSGS+%aSiS$, %-%c%i%/%?$r!"DI$$$+$1$k=hM}$r:n$j$?$$$N$G$9$,!"¿ (J 


£$B%+%SaSiSNOLCVSH!"8+SFSSSkOLCV! JCmL\E@! KS, SoS+SCSFSSSk;~!"3 (J 


£SBS+%aSiSN8~SSSFSSSkK3QEY! "SNe (UXYZ  SB$Sr5aSa$kJ)K!$r65$ (SFS/S@S5S$! #3 (J 
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—-MESSAGE FILE 22059 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000188ht 
ml.html 


--MESSAGE FILE 22060 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000189 
html .html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?GyRCPCtBMCVRITELOYVIJE41PSE8JUYLIyVzITAbKEI=?= 

Date: Thu, 02 Oct 1997 22:13:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <kamon$21c519971002221328@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.38 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! $2CLGSGS9! #2 (B 


BG SBSNJY6/SrS7SFSSSF!S!Vz (B16*#16¿SB%SISC%HSO;HSSSKS/SSSJ!A!S¿ (B8*8¿SB%sSISC%HSGSdS3jS? 
;: (B 
S SBSSSJ!A!WSH; WSS!S<+A0%0%1%CSH$N:nN$jJ}$H2=!<%F%#%5%0SN;EJ}SGG:$s$G$^$7$?; (B 
LSB!#¿ (B 
S SBSG!S: (BGsSortFixBg16 () ¿$B$N=P$9%0%1%C%HŠrD/$a$?$j!$%5!<%P!<$N; (BTMD: SB%U5) !<%^%C 
: (B 
7 SBSHSNS0%1SCSH%G! <%?01MwSrD/S$aSF!SOMS ( 9- ՏՏՏ0525550599, 1 5545055ՏՏՏԱՏՅՏԶՏԵՀ ( (8 
¿SBS5$SsSN2a5n5-;v¿ (B("Re: PACKET; SB%5%$%:SNFf!)¢ (8") gSBSH! SS4S&S5SsSSN!V5<;wSF%-S9SHE 
(BVR 
AM: Տ8515Տ5ՄՏ1531ԱՏԱՀ (B"gradbox.c"z$BSGIY6/S7SFS@SSSVM}2rSG$-S$*$7$?! #SDSSSGSK% 
s SB! <40%J$5409F | <BVSkSNOUL#Sbs (B (2 SBSSSAS4SmSKSJSCSP; (B) zSBSOS+SCSFS—$°S7$2z ( 
)¿SB!# (B 


¿SB$*$+$2$5$^$G!$¿ (B8*8; $B%$5%$%: SN¿ (BBG; SB$r¿ (B320*2402 $B%$I%C%$H%U%Sk%$9%/%3j!<%sI=<(SG 
$-Sk$hz (B 
ESBS &SKSIS3S°S7$?!#$45&S$55s!553S$25k$5S5s!SK\EvSK$"S4S, SHS&S4S6SSS*°S7S?! #2 (B 


PS. 
¢ SBS3SN<+A0%QO%13CSHSN:n@. SHS=!<SFS#SsS%0Sr3PS (SkSH! $$5SiS$KSQ%0!<S"SCSWSG; (B 
¿SBS-S$S“S9SM!#S`S+S7!S¿ (BMSX:SBSG; (BI/0;$B%] !<%HSrDLS$7SFIA2NS33*°Ss%ISrAwSk!Vz (BVDP¿ $B 
E3225 ա. 
ESBSl¢ (B(ESBS@SC$?SC$1!) Հ (B) eSB! WSr;WSS=PS7$*°S7$2¢ (B(¿SBSJSDS+S7SS!A¿ (B) eSB! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22060 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000189ht 
ml.html 


--MESSAGE FILE 22061 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000190 
html .html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.labo 
Subject: Re: ¢SB<+A0%SQS1SCSHSNS=!<SFS#SSS0¢ (I 
Date: 2 Oct 1997 18:25:56 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 51 

Message-ID: <6100vk$241@newsl1.scei.co.jp> 

References: <kamon$21c519971002221328@news1.scei.co.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ա 


ESBSISD!"S4S&SGS9! #3 (B 


<kamon$21c519971002221328@news1.scei.co.jp>zSBSN5-; vSKS*SSSF3¢ (B 
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kamon@mail.web-hyogo.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


> ¢~SBS3SsSKSASO!S2CLgSGS9! #2 (B 

> 

> BG: SBSNIY6/SrS$7SFSSSF!S!Vz (B16*162 SB%I%C%HSO; HSSSKS/SSST!A! S$; (B8*8z SBS 1%C%HSGSd$j$ 
?¿ (B 
>; SBS$$T!A!WSH; WSS !$<+A0%Q%1SCZHSN:n$4J} SHS=! <3F%#%S%0SN; EJ} SGC: $s$G$°$7$2¢ (B 
>¿SB!# (B 


¿SBN, ¿ (B 

> 

> ¿$B$*$+$2$5$^$G!S$¿ (88«8:5855559:ՏԱ: (BBGZSBS$r¢ (B320*240; SB$TI$C%$H%USk%9%/%j!<%sI=<(Š 
GS$-SkŠh; (1 
>i $B$&$K$J$J$^$7$?!#$4$8&$5$s!$$3$Z$k$5$s!$K\Ev$K$"$j$, SHS&S4S6SSS*S7S?! #2 (B 


ա 


ESBSISE&SSS?S7S*°S7TSFz (Թ(՞՞) 

ESBS (!<SH!"SDS/SiS1S?S"SHSG!"SISsSG$9S,!"z (BGIKADIVER ¿S$BSK; (B 
ESBSDS+SCSFSk!";dSNS*%$j%8SI%kz (B BG library ¢$B$r!"z (B/forum/program/test/bglib.1zh 
ESBSHS7SFS"SCSWSTSFS*S-S*°S7S?! #6=LESNS"SkS+S?S5O0SIS&S>! #3 (B 
ESB%=!<S9S@S1S5GS9! #2r@bI8SOSWsmS0Si%S CESNS3%aSSSHSNS_SCS9O! #2 (B 
ESB2r@bSrMWK>S5S1$kS+S?SO!"S=!<S9SNItJ, SrS"S2S?S&S (SG! "S3S3SG; (B 
ESB<ALdS7TSFS/S@S5SSSI! #2 (B 


# ¢~SBS3SZSkS5SsSOSSS*S4SmSIS3SGSISKSrS5S1SFSkKSNSGS; S&¢ (B 

# ՀՏՏՏՇՏԲՇԱՏՇՏԲՏԵՏՏՏՇՏ951515Տիլչ (8:-) 

# ¢SBSoS?S7SbS=SNS &SAS=SASiSNG@S3&SKSS$/S+Sb!dS3$Z2$kS5$s32 (B 
# ZSBS*S@=$9TS,S?S4iSsSGS9S1IST!#$_SFSkKSNS+SJ2 (B(*%;; 


¿ $B; EMMz (B: 

¿SB!&¿ (B8x8 ¢-SBSNSASCSWSN; (B 64x64 ¿SBSN¿ (B BG (512*512) 
¿SB!&>oSK2hLLSSSCSQSSSKI=<(S5S1Sk!#¿ (B 
¿SB!&¿ (BBG SB2hLLSN>e2<:81&SOO"7kS7SFSSSk¿ (B 
¿SB!&I=<(3+;OSN86EQSr;XD32DG=;¿ (B 
¿SB!&J#?tŠN¿ (BBGZSBSr@8@.2DG=; (B 
2581 &S@SVSkKSPSCSUS !%j%s%0SO<+F0=hM);¿ (B 


SPD + 

> -SBS3SNK<+A0SQS1SCSHSN:n@.SHS=!<SFS#SSSOSr3PS (SkKSH!SS5SiSKSQ%O!<S"SCSWSG; (B 

>  $B$-$^$9SM!#$`$+$7!$; (BMSX:;SB$G; (BI/0;$B%] !<%H$rDL$7$FIA2NH%S3%*°Ss%ISraAwSk!Vz (BVDP¿ Š 
B%3%“%s¿ (B 

>¿SB%SI¿ (B(¿SBS@SCS?SCS1!)¿ (B) ¿SB!WSr;WS$SS=PS7$%S7S?¿ (B(¿SBSJSDS+S7SS!A¿ (B) eSB! #2 (B 


¿SB$=$&$GS9SM!#;EMMG)8B$r9T$JSCSF!"ImBO%i%$%V%$i%j$h$j9bB.$J¿ (B 
¿SB%9%W%i%$%šH$JSISr:nSk$3SHSOHs>oSKMFOWSGS9¿ (B :-) 


ESBSGSOz (B 
¿SBEOn4¿ (B չՏ894 (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
2$B!VS*SkSASCSFGK2u¢ (B*H*Hz $BA] =|$/$i$$$7$+SGS$-SsSNSK$I$s$G6$3$s$J$K%3!<%1$,$G$+$$$s$ 
@¿(B?¿SB!W (B 
:SB1VSSSmSSSmS+S/S751G=S,S"5SkS1S768SG59!<!W!VLINS+SiS1!<%61<$,SGSkSHS+!) !We (B 
¿$B!V$=$1$0$A$g$C$H!D!Dė (B(^^;;¿$B!W¿ (B http://cclub.tutcc.tut.ac.jp/-go/xmulti/ 
--MESSAGE FILE 22061 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000190ht 
ml.html 


--MESSAGE FILE 22062 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000191 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: KDF/KDX =?1ISO-2022-JP?B?GyRCJUkKLLSVLIWE1LcyVIJE41UCUwGyhC ?= 
Date: 8 Jan 1998 14:15:11 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 14 

Message-ID: <34b4ddebpa265@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.135 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 
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2$B30CS$5$s$+$isa!<Sk$rD:$$SF2~SaSF¢ (B KDF/KDX :$BSN%1%-%e%a%s%H$r8+D>$7SF¢2 (B 
¿SBS_S?SsSGS9$, (B... ¿$B7k9=4VOC$C$F$^$9!#¿ (B ^^; 


¿SB$HS$$8&$0$1$G!"EZMKF | $"$?$5SK%1% —-Se%asstHSN=S@5HGSr¢; (B upload e E 
¿SB ;W$$$^$9! #¿ (BKDF ԱԱ s$S%kS$+SiD>@N!"JO7ASW%m%0%Si%`Sr:n@.S7SFSSSkJ)SO¿ (B 
¿SBCmO0US7SFS/S@S5SS!#¿ (B 


¿$B!_¿ (B: KDFHEADER ;$B9=BSBN@hF, $+$iSN%P 
¿SB!(¿ (B: KDFOBJECT ;$B9=BSBN@hF, $+$i$N%P 


° ° 
SS% 
° ° 
SS% 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22062 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000191ht 
ml.html 


--MESSAGE FILE 22063 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000192 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso-2022-jp?B?R3NTb3J0T2ZJqZWNONBskQiROQ2Y/SBsoQg==?= 
Date: Sat, 10 Jan 1998 13:17:49 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <696tnhS4hr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.217.99.18 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


éESBS3SsSSKSASO! #¢ (Bang02668;SBSN; (BYuuzgSBSGS9!#¢ (B 


ESBS*5V%S8%S'S/SHSNOLItSK; ee ՑԱՐ ԿՐՈ ԿՆԿԱՆ 
GsSortObject4¢SBSNC£?HS, $I$&$I$C$F$k$+J, $+$j$^$; $s!#z (B 


¿$B<+J, ԱԾՆ (BGsSetLightMatrix;$BS$d; (BGsSetLsMatrix:SBSG@_Dj$7S?9TNsS$r$+S1SFSSSkSsS@ 
SHSb; We 

ԱԱՀ eT ee ee (BGPU;z SBSKz (BGTE $B$N%3!<%I$rKd$a9~SaSk$3SHSb2DG=SHS$$ 
CS?5-=R¢ (B 

¿SBS,S"SjS“S9!#¿ (B 


¿S$B<B:]%;%C%$ s a E@$rJQ49S7SF8w8;7W;;S SGSbSCSFSSS/%3!<%ISH;¿ (B 
éSBS+$,S5"SCS?S5S9ISkKSSSGS7TSgS&S+!) 


¿ SBSAB8CNSNJ}S$*45SSS$7S*°S9! #2 (B 
Yuu (seryu@ba.mbn.or. jp) 


—-MESSAGE FILE 22063 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000192ht 
ml.html 


--MESSAGE FILE 22064 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000193 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “akira omachi" <puchan@man.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: ¿SB%USi%SC%S7%e%P%C%/$7S?SS¿ (J 

Date: 10 Jan 1998 04:34:06 GMT 

Organization: private 

Lines: 6 

Message-ID: <01bd1d80$2dc2c340$c10281d2@omachi> 
NNTP-Posting-Host: 210.129.2.193 

X-Newsreader: Microsoft Internet News 4.70.1161 


éESBS3SsSKSASO; (J 


¿SB%$%U “S a p Rees sS] U IU p p ee Cela 
ՀՏԹՏԱՏՏՏԵՏԱՏԸ:ոտյ52555059:փ: (J 

2$BS$%a!<%8SHS7SFSOSHS ES ae Baa REC GEO p ՀՏ ՏՈՑ arent: 
2SBSF%/%KSC%/E*SGS9$, S"SISPS$%9S*45SSS78°S9! #e (J 
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—-MESSAGE FILE 22064 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000193ht 
ml.html 


--MESSAGE FILE 22065 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000194 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJVULAaSVDITc1LZSVQJUMILyYO3UD8kIBsoSg==?= 
Date: Sun, 11 Jan 1998 03:16:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 44 

Message-ID: <34B7BAF5.58E6@outback.co.jp> 

References: <01bd1d80$2dc2c340$c10281d2@omachi> 

NNTP-Posting-Host: 202.215.181.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


akira omachi wrote: 


ESBS3SsSKSASO; (J 


O s ԱՆԱՆ ՀՈՐ a 

S SBSHSSSESNSr: n$jS?SS$SGS9!l#e (J 

ESBSS%a!<S8SHS7TSFSOSHS a eee 
ESBSF%/%KSC%/E*SGS9S, S"SISPSSSIS*AFSSSTS*SO! #3 (J 


VV NV V V V V 


¿SBJ)]K!SO4vSDS+S"SjJS%S9S, ¿ (J 
¿SB2hLLA4BNS$SrGr$/$7$SF$SS-S$S?$SSSJSic (J 
¿SB0J2<SN%sWs%sm%s0%si%S`SGNISSSOS:SGS9!# (J 

$ SBSGSb2hLLO1GUSNBg$— S5SNH>F) ԼՅ: (Jbox¿ SBSTSNSG=ESSSGS9! #2 (J 


void FlashSko (void) 
{ 
GsSBOXF box; 
long i; 


box.attribute = mode_16+HAN_1; 


box.r = 0; 
box.g = 0; 
box.b = 0; 
box.w = 320; 
box.h = 240; 
box.x = -320/2: 
box.y = -240/2: 


for(;;) { 
ք (box.r >= 256-16) break; 
box.r += 16; // 256/16=16V2$B$G?? 
$CGrz (J 
box.g += 16; 
box.b += 16; 


GsSortBoxFill (&box, activeBuffPos,5); 
wait (1); 


box.r = box.g = box.b = Oxff; 


for (1-0:1Հ8:1ՀՀ) í // 8VziSBBTISCSFS+SiSV%S1%$%/3z ( 


GsSortBoxFill(&box, activeBuffPos,5); 
wait (1); 


} 
—-MESSAGE FILE 22065 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000194ht 
ml.html 


--MESSAGE FILE 22066 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000195 
html .html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Jiro Sezaki <sezaki@interlink.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCJUCokNyQoJEYhKhsoQg==?= 
Date: Mon, 12 Jan 1998 23:15:48 +0000 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <34BAA424.FOBOA4E9@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.211 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


¿E $B$:$C$HAO$N$[$&!J#1#9#9#6!27#7!?7?#1$G$9!K$K!V#K#B#O!W$5$s¿ (B 
ESBS, !1V$7%S$e !<%$F%$#%s%0$N<jA0 !WŠ$ŠH$$$&:nIJ$r%"%C%$W$7S2?2!" (B 
ESBSHS"S5S*S9S, ! "$IS3$SK$$S1$P%@%&%$s%m!<%$I$SGS-SŠSkŠN¿(B 
ESBSGS7Sg$&S$t+!) So$+Sk?MS065S ($F2<$5$S!#; (B 


--MESSAGE FILE 22066 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000195ht 
ml.html 


--MESSAGE FILE 22067 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000196 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCUGIkJ jBsJEQ2NSQOJEYDKEI=?= 
Date: Tue, 13 Jan 1998 01:09:02 +0000 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <34BABEAD.3253C22A@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.231 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESB2CLOGSSSSSN!"!V#Mtatk#e#S#p#r#l#t te ! WSr3MSCSHSdSmS&S<SN$%$[!<S° SZ2!<%S83 (B 
ESBS+Si%S@S&Sssm!<SISTSF;HSOS; SFSbSiSCS?SNSGS9S, !"O1=oSKS"SCS$?¢ (B 
ESBS5S3SSWSkSASD! J#PHSSNSMS4SHS+#HUFF HOS, HtSSSGSkKSASDSGS 9! KSN#U#FFHO? (B 

2 SBSN#THIEMSG! <3 ?Sr<td, $G:nSCS?#THIEMSG! <3?! T2<S5H#146SS%CSHSGIO49S7$%; (B 
¿SBS7S?!KSHJQS (SF<B9OTSISKSH! "S&S*S/T=< ($5$1$°S;$s!#¢ (B 
ESBS*S?!"S8SVSsSGSWSmS0SiS° Sr:n$j!I"S9SWSIiSSSHST7TShHS&SH;nS_S?SNSGS9S,¢ (B 
é$B01=V$@$12hLLSK3 ($,<L$CS$F!"8e$0? ?$COESKSISCSFS7S*SSS“°S9! #2 (B 
¿SBSIS&S7SFSb!"860xS,SoS+SiSJSSSNSGSISJS?S+860xSrSoS+Sk?MSO65S (¢ (B 
¿SBSFSSS?S@S1SJSSSGS7SgS&S+!)¿ (B 

¿SBSh$m%sT%S/!*¿ (B 


jiro sezaki 
E-mail 
sezaki@interlink.or.jp 


—-MESSAGE FILE 22067 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000196ht 
ml.html 


--MESSAGE FILE 22068 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000197 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: KDF/KDX =?ISO-2022-JP?B?GyRCJUk1LSVLJWE1LcyVIJE41UCUWGyhC ?= 
Date: 13 Jan 1998 16:23:49 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 20 

Message-ID: <34bb9372pb198@base.minoru.isl.intec.co.jp> 

References: <34b4ddebpa265@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.128 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
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Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


¿SB<+8J%SU%S)%Sm!<%"%C%SWSGS9!#;¿ (B 


In article <34b4ddebpa265@base.minoru.isl.intec.co.jp>, minoru@isl.intec.co.jp 


says... 
S ¿SBSN>>KN¿ (8 ¿$B<B$G$9!#¿ (B 

E E E ԱՆՈ KDF/KDX ¿$B$N%I%-%e%a%šs%žH$r8+D>$7$F;¿ (B 
>i $B$_$?$s$G$9$,¿ (B... ¿$B7k9=4VOCc$C$F$^$9! #3 (B ^^; 
ESBS*SKSeS"SKSN=S@5HGSr! "2 (B 


http://wwwl.scei.co. jp/~cqz03222/index.html 


éESBSKCVS—-S*S7$?! #2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22068 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000197ht 
ml.html 


--MESSAGE FILE 22069 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000198 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJVULaASVDITc1ZSVQJUMILyYO3UD8kIBsoQg==?= 

Date: 13 Jan 1998 16:23:49 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 22 

Message-ID: <34bb9372pc198@base.minoru.isl.intec.co.jp> 

References: <0O1bd1d80$2dc2c340$c10281d2@omachi> <34B7BAF5.58E6@outback.co. յք» 
NNTP-Posting-Host: 202.226.28.128 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <34B7BAF5.58E6@outback.co.jp>, suzuki@outback.co.jp says... 
> 

>akira omachi wrote: 

>> 

>> ¿S$SBS3SsSKSASO;ç (B 

>> 

>> ¿S$B%$S%U%S'%S/%SHSG2hLLS+S$fSCS/SJjA4BNE*SKGr$/SJSCSFS$SSS/¿ (B 

>> ¿SBSHSSS&SNSr:nSjS$?SSSGS9!#;¿ (B 
>> ¢$B%$%a!<S8SHS7SFSOSHSSSMSkSrSLS1SFSS$/SHLESkS$/SISCSFSS$/S+SsS$8$G6S9¢ B 
>> gSBSF%/%SKSC%/E*SGS9S, S"SISPSSSIS*AFSSSTS*SO!# (B 

> 

>¿$BJ)K!$O4vSDS+$"Sj$2S9S,¿ (B 


¿SB$=$NB>$NJ)K!¿ (B^_^¿$B!#¿ (B 

ՀՏՔԲՏԵՏ7: HMOS7TSFSSSk%3*SV%8%'%/SH?tS,>/SIS/!"3 (Bclut ¿SB$r;HMO$7$FSS$S$k$JSi!" (B 
clut ¿$B$Sr$$$8$j$J$S,Si:FIA2h$9$Sk<j$b$"$j$%$9!#;¿ (B 

¿SBS?$@$7!"J#?tSN¿ (B clut ¿$B$r;HSC$F$$$k>l9g$04IM}$,B?>/LLE]$G$9$1$I!#¿ (B 


<minoruQisl.intec.co.jp> 


—-MESSAGE FILE 22069 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000198ht 
ml.html 


--MESSAGE FILE 22070 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000199 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJGIkJjJBSJEQ2ZNSQOJEYbDKEI=?= 
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Date: 13 Jan 1998 16:23:50 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 11 

Message-ID: <34bb9372pd198@base.minoru.isl.intec.co.jp> 
References: <34BABEAD.3253C22A@interlink.or.jp> 
NNTP-Posting-Host: 202.226.28.128 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 
In article <34BABEAD.3253C22A@interlink.or.jp>, sezaki@interlink.or.jp says... 


>i SBSN#THI#MSG! <3?Sr<t+d, SG:nSCS?2#THIFMSG! <$?!T2<S5S#1#6SSSCSHSGIQ49S7S%3 (B 
>; $B$7$?!K$HJQ$ (SF<BOTSISKSH! "$&S*%S/I=< ($5$18%S; Ss! #3 (B 


ESBSHSJS"S(S:!"3 (BTIM ¿SBS,2#¿ (B 64 ¿SB%So!<%SI=D¿ (B 256 ¿SB%So!<%sISN6-3&Šr¿ (B 
éESBSOS_=PS7SFSSSISSS+!"SAS'SCS/STSF8+SFS/S@S5SS!#¢ (B:-) 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22070 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000199ht 
ml.html 


--MESSAGE FILE 22071 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000200 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “akira omachi" <puchan@man.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: ~¢$B%]%Sj%45SSKSOSCS?SFS/S9SASC!<SrS"SK%Sa!<37SGSSS55;SkI}K!3 (J 
Date: 14 Jan 1998 22:04:29 GMT 

Organization: private 

Lines: 9 

Message-ID: <01bd2137$9092ce60$bb0281d2@omachi> 

NNTP-Posting-Host: 210.129.2.187 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSS$SS“!";M3Q7ASNS]%jJ%4%SsSK%S-%$c%i%S/%?!<SN;¿ (J 
¿SB%SF%/%S9%A%Sc!<Sr$OSCSF%S"%SK%Sa!<%7%g%sSŠr%9%W¿ (Մ 
éSBSiS$SHSNSHS$ &$K$5$; $?SSSN$G$9$, SH$NShS&SK¿ (J 
¿SBS$S9S1SPSSSSSNSGS7SgS&S+!#¿ (J 


[RKKKKKKKKK 


akira omachi 

puchan@mcn.or.jp 

KKK KKK KKK / 

—-MESSAGE FILE 22071 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000200ht 
ml.html 


--MESSAGE FILE 22072 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000201 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJGIkJ jJBSJEQ2ZNSQOJEYbDKEI=?= 

Date: Thu, 15 Jan 1998 23:19:46 +0000 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <34BE9991.958A3CA8@interlink.or.jp> 

References: <34BABEAD.3253C22A@interlink.or.jp> <34bb9372pd198@base.minoru.isl.intec 
. Co. p> 

NNTP-Posting-Host: 203.141.132.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


Minoru Matsumoto wrote: 
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> cqz03222 ¿$B$N>>K\¿ (B z2SB<BSGS9! #2 (B 
> 
> In article <34BABEAD.3253C22A@interlink.or.jp>, sezaki@interlink.or.jp says... 
> >¢gSBSN#T#I#MSG! <%3?Sr<t+J, SG:nSCS?#T#HIFMSG! <3?! T?<SS#LEESSSCSHSGIQ4ISTS% ¿ (B 
> >¢SB$7$?!KSHJIOS ($F<B9T$9$k$H!"$&$^$/I=<($5$1$^$; Ss! #2 (B 
> 
> ¿$B$H$J$"$($:!"¿ (8111 ¿$B$,2#¿ (B 64 ¢SB%o!<%I=Dz (B 256 ¿S$B%o!<%ISN6-3&Šr;¿ (B 
> ¢~SBSOS_=PS7SFSSSISSS+!"SA%S'SC%S/STSF8+SFS/S@S5SS$! #2 (B:—) 
> poate wass, 
> <minoru@isl.intec.co.jp> 
ESBS"SIS, SHSES4SOSSS*SO! #2 (B 
ESBSGS-S$*S7S?! #2 (B 


jiro sezaki 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22072 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000201ht 
ml.html 


--MESSAGE FILE 22073 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000202 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Jiro Sezaki <sezaki@interlink.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: =?i1so-2022-jp?B?GyRCO340VhsoQg==?= 

Date: Thu, 15 Jan 1998 23:44:29 +0000 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <34BE9F5C.4D343D9A@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


éESB<ALASGS9! #2 (B 


¿SB%7%Se1<%F%S#%s%0%2!<%`SG!"S?SHS(SP!"#3ICS$?SCS$S?$Si!V#A!WSHSSS&¿ (B 
¿SBE(S,=PSFS/SkSHSSS&Q@_DjS$rS$S9$k;—-!"SIS&SSSCS?%W%m%0%i%`SKS7¿ (B 


¿SBS?SiSSSSSNSGS7SgS&S+!)¿ (B 
ESBS*SPS+SISNSG!"So$t+$jSd$9$/@bLESTSF2<S5S$! #2 (B 
¿i $B$h$m%T%/!*¿ (B 


jiro 
sezaki (Շ2ա03419) 

E-mail 
sezaki@interlink.or.jp 


—-MESSAGE FILE 22073 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000202ht 
ml.html 


--MESSAGE FILE 22074 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000203 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso-2022-jp?B?UmU6IBskOjt+NFYDKEI=?= 
Date: Fri, 16 Jan 1998 20:33:21 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <69nhh5Sm06@newsl1.scei.co.jp> 
References: <34BE9F5C.4D343D9A@interlink.or.jp> 
NNTP-Posting-Host: 202.217.98.189 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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>¢SB<ALdSGS$9! #2 (B 

>¿SB%7%e!<%sF%#%s%*0%2!<%`SG!"S?SHS( eee ee ԱՆ ՅՆ 
>¿ SBE (Տ,-ՔՏԲՏ/ՏԵՏՔՏՏՏԵՑ տրա ԱԱ) “1"SIS&SSSCS?$W%m%0%i%`SKS7¿ 
>2¿SBS?S1SSSSSNSGS7SgS&S+!) 


ESBS3SSSKSASO! #2 (B 
¿SB%a%$%s%k!<%WŠ$rDL$SCS?2s?t$r%+%&%s%H$7SF!"Nc$ ($P%$W%m%0%i%`$,#6#0%U%11<%` verdes a 
2 SBSFSSSkSISi! "S=SNS4+%&%SSSHS7S2CMS, #6#0!v#3$K$J$Š1ŠP#3IC$?$C$?; VSKSIS j$*S9! #2 (B 

2 SBS3S&Sd$1SP4JIC1SKSG$-$*S9! #3 (B 


w 


Yuu¿$B!J¿ (Bseryu@ba.mbn.or. jp) 


--MESSAGE FILE 22074 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000203ht 
ml.html 


--MESSAGE FILE 22075 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000204 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Jiro Sezaki <sezakiQinterlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCO340VhsoQg==?= 

Date: Fri, 16 Jan 1998 22:42:58 +0000 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <34BFE272.D8685154@interlink.or.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <69nhh5Sm06@newsl1.scei.co.jp> 
NNTP-Posting-Host: 203.141.132.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


Yuu wrote: 


>¢$B<ALdSG$9! #2 (B 
< 7T%se!<%sF%S#%s%0%S2!<%`SG!"S?SŠSHS( ee ee 5 ee 
¿SBE ($,=P$FS/S$kSHS$$é@ rie ԱՐՑ “1"SIS&SSSCS?$W%m%0%1i%`SKS7¿ 


Y7SBS2515655SNSGS75958 51!) 


¿SBS3SsSKSASO!#;¿ (B 

¿SB%ša%$%s%k!<%W$rDL$CS?2s?tSr%+%&%s%H$7$F!"NcŠ ($P%W%m%0%i%`$,#6#0%U%1!<%`$GF0$$; (B 
¿SBSFS$SkSJSil!"$S=$N%+%&%s%$HS7S?CMS,#6#0!v#3SKSJS1SP#3ICS?$C$?;vSKSJSjSAS91#; (B 

2 SBS 3S&Sd$1SP4JIC1SKSG$-$*S9! #3 (B 


VVVVVVVVV VV 


Yuuz$B! Jz (Bseryu@ba.mbn.or. jp) 


ESBSISKS[SI!*!*3 (B 
éESBSO$t+$j4$*S7$?! #2 (B 
¿S$B$"$j$, $H!*¿ (B 


jiro sezaki(czw03419) 
sezaki@interlink.or.jp 


—-MESSAGE FILE 22075 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000204ht 
ml.html 


--MESSAGE FILE 22076 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000205 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU6IBskOjt+NF YDKEoO=?= 

Date: 16 Jan 1998 14:22:19 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 49 

Message-ID: <69ngerSm8g@newsl.scei.co.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> 
NNTP-Posting-Host: 210.135.67.223 
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>This is prob a bit off the subject, but I have found out how to switch my big 
>21" sony telly into service mode. Theres a bucket load of options you can mess 
>about with, and I was just wondering if anyone knows what 

>they all are, I found the ones that move the screen left and right & up 

>and down, and I've seen certain options that seem to refer to PAL/NTSC 
>compatability. 

> 

>Oh yea this is how you get your sony telly into service mode. 

»1. put it into standby 

>2. on the remote press the ? then 5 then volume up then screen (small white 
>outline square) within a second of each other. 


>3. the telly will burst into life & if you've been succesfull you'll have a load 
>of green writing all over the screen, with TI-- in the corner. 
>4. from here you press menu, & on my telly I then have to select 1 


>of around 5 different devices to get to the menu that adjusts the screen. 


>5. to get out of this mode press menu to get back to the TT-- screen you got 
>1st, and then enter 00. 
> 


>6. DISCLAIMER - I've been told that some of the menu options can seriously 
>DAMAGE YOUR TV if you set them wrong. 

>Also there is NO return to default parameters option. 

>So if you knacker your telly its not my fault 

> 

>Anyway back to the point, does anyone have any idea what the rest of the options 
>do or where I can get the info ?? 

> 

>Cheers 

> 

> 

>Nick 

> 

>-- 

> 

>http://www.netyaroze-europe.com/~nslaven/ 


Heh heh. You are the first 'TV hacker' that I have heard of ! How the 
hell did you find this ? It leads to the thought that maybe TV's have 
got easter eggs encoded into them...... 


-—-MESSAGE FILE 2333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01036 


—-MESSAGE FILE 2334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001037 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: Tue, 26 May 1998 14:37:07 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <6kf5alSlev3@chuka.playstation.co.uk> 

References: <6k9209Shca2@chuka.playstation.co.uk> <ud8d18x9c.fsf@cybec.com.au> 
NNTP-Posting-Host: dragon.dial.intercom.it 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Hutton ha scritto nel messaggio 

>"Stefano Provenzano" <dragon@intercom.it> writes: 

> 

>> 

>> Hi, 

>> I'am working at a VRML browser and I have thought to use it with the 
yaroze, 

>> but there is a big problem (at least for me) command directly the modem 
and 

>> then the psx serial port. 


>I assume that if you want to hook the modem up to the PSX that you 
>would want to connect it to the 'net to download .wrl files. In that 
>case you'd need to implement a TCP/IP layer in the yaroze as well as a 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzg SBSH?=S7S*°S9!#SOS8SaS*STSE! #2 (J 


éSBSISNDXEYSW3m%0%i%° 7P 835, S"SkS+2rSiSISSSNSG! "9MN8$;$:SKz (J 
ESB=q$-S*S9!l #3 (J 


¿SB4pKNE*SK%$W%m%0%i%`SHSO; (J 


¿$B=i4|@_D3¿ (J 

¿$B<+J, SNHt9T5!$NONF0¿ (J 

¿$BE ($NO\FO!J2hLL$K=P$F$$$kJ, !Kz (J 
¿$B<+J, $NCE$NO\FO¿ (J 

¿SBE (SNCFSNO\FO¢ (J 

¿SB<+J, SHE ($, EvVS?SCSFSSSkS+D4SYSk¿ (J 
¢ SBE (SNCFSH<+J,$,Ev$?SCSFSSSkS+D4SYSk3z (J 
¿ $BS=SNB>$N=hM} ¿ (J 

¿SB<+J, SNHt9T5!SrI=< ($9Sk¢ (J 

i SBE (SrI=< ($9Sk¢ (J 

10 ¢$BE(SNCFSrI=< ($9$k¢ (J 

11 ¿S$B:G=i$+$i7+$3jJVŠ$9; (J 


OMDANDUBPWNEO 


2SBS, 35N, $G$9! #2 (J ¿$B$3$N; ~!"$3$N7+$jJV$7$KF~$kA0!J=i4|@_Dj!K$K¿ (J 
int loop_count=0; 


éESBSHSdSCSF!"¢ (Jloop_count ¢SBSHSSS&JQ?tSr@ DISTSFS*S—-S*S9! #3 (J 
2SBS=$7SFz (J 72$BJIUS j$N$=$NB>$N=hM} SNSHS3$m$Gz (J 


loop_count+t+; 


ESBSHSdSjS*S9! #2 (Մ 
# ¿$B$3$1$0: (UBASIC¿SBS$SG8@S&!"; (Jloop_count=loop_count+12z$BSGS$9! #2 (J 


ESBS9OSkKSH!"7+SjJIVS5S1SkKhS$Kz (J loop_count ;$BS$,SISsSIS$sA}$ (SFSSS-S*S9! #3 (J 
¿SBESCfSK;¿ (J 


if (loop_count == 180) 
( "¿SB=P8==hM)¿(J") } 


¿SBSHSSS1SFS*S1SP¿ (JOKZSBSGS9! #2 (J 
# ¢SBSASJS_SK%k!<SWSOz (J1/60z;SBICSJISNSG!"¢ (J3zSBIC!az(J1/60 z¢SB!vz(J 180 ¿$B$H$7$^$7 
S?l#e (J 


ESBETHPHM! SCHO: (I ¿SB#S#O#F#T¿ (J ¿SB#W#O#R#K#S¿ (J ¿SB#1#9#9#8¿ (J. ESBETHAHNG (J 
e-mail:tpmco@ma3.justnet.ne.jp 

url :http://www3.justnet.ne. jp/~tpmco 

2 SBEM#S#XHG! VS? SMSF S434! ESV! <SISS!<! WH: (J/31¢ SBDLHN3+; O¿ (J 


—-MESSAGE FILE 22076 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000205ht 
ml.html 


--MESSAGE FILE 22077 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000206 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCO340VhsoQg==?= 

Date: Sat, 17 Jan 1998 13:04:19 +0000 

Organization: PlayStation Net Yarouze 

Lines: 67 

Message-ID: <34C0OAC52.3B520A0A@interlink.or.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <69ngerSm8g@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.141.132.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


TPM.CO wrote: 


TPM.COz SBSH?=S7$°S9!#SOS8SaS*S7SF! #2 (B 


ee ee 7P83S,S"Sk$+2rSiSJISSSNSG!"9MN8S;$:SKz (B 
éSB= q$- ՏՐ S9!# (B 


¿SBApKNE*S$K%SW%$m%0%i%`SHSOç (B 


¿SB=i4|@ Dj3¿(B 
¿SB<+J, SNHt9T5!$NONF0¿ 
¿SBE ($NO\FO!J2hLL$K= աղան 
ՀՏՔՀԻԷՄ, SNCFSNO\FO¢ (B 
¿SBE (ՏԱՇԲՏԱՕՂԲՕչ (B 
; J, SHE ($, Ev$?SCSFSSS$k$+D4SYS$kz (B 
¢ SBE (SNCFSH<+J,$,EvS?SCSFSSSkS+D4SYSkz (B 
¢S$BS=SNB>$N=hM} չ (B 
éSB<+Jd, SNHt9T5!SriI=< ($9Sk¢ (B 
¿SBE (SrI=< ($9Skz (B 
10 ¿SBE ($NCF$rI=<($9$k¿ (B 
11 ¿$B:G=i$+$i7+$jJV$9;¿ (B 


NO O —1 OO 1 QO N L O 
c 
n 
ա 
A 
+ 
ի 


¿$B$, 35N, $G$9! #2 (B ¿$B$3$N; ~!"$3$N7+$jJJV$7$KF~$kA0!J=i4|@_Dj!K$K¿ (B 
int loop_count=0; 


éESBSHSdSCSF! "3; (Bloop_count;SBSHSSSé&JQ?tSr@ rae Տ՞Տ91 4 (B 
¿SBS=S7SF¿ (B 7¢SBJUSjSNS= SNB>SN— hM}SNSHS$3SmSG; (B 


loop_count+t+; 


¿SBSHSdSjJS S9!#¿ (B 
# ¿SBS3S1SO¿ (BBASIC¿SBSG80S&!"¿(Bloop_count=loop_count+1¿S$BSGS9!#¿ (B 


¿SBS9SkSH!"7+$jJVS5S$S1SkKhSK¿ (B loop_count ¿SBS,SISSSISsA)S(SFSSS-S“S9!# (B 


2 SBESC£SKz (B 


if (loop_count == 180) 
{ "¿SB=P8==hM)¿(B") } 


ESBSHSSS1SFS*S1SP¢ (BOKZSBSG$9! #2 (B 
# :SBSASTIS_SK%k!<%WSOz (B1/60zSBICSISNSG!"z (B3zS$BIC!az (81/60 ¿$B!v¿(B 180 ¿$B$H$7$^ 
7$?!#¿ (B 


¿SB#RT#P#M!S#CHO¿ (B ¿SB#SH#O#F#T¿ (B ¿SB#W#O#R#K#S¿ (B ¿SB#1#9#9#8¿ (B.  SB#JU#A#N; (B 
e-mail:tpmco@ma3.justnet.ne.jp 
url :http://www3.justnet.ne. jp/~ tpmco 


2 SBEM#S#XHG! VS? SmSFS4S+! &SV!<S1S3!<!WH12 (B/31; SBDLHN3+; Oç (B 


VN V N NV N VI N VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


ESBS"S IS, SH$&$4S6SSS*S9!#¿ (B 


¢ SBKMSO! "SW%m%0%i%*> SN7P83S, $*S@S [SHSsSIS"S5S*°S;Ss! #3 (Թ 
¢$B3X9; SG! V#C8@81!WSr=, SCSFS*S9S, !"SHSFSb4pK\E*Sd; vz (B 
LSBS@S1SGS9! #2 (B 

2$B:G6a! "ShS&S$d$/#P#SSG<+d, $G=q$$$?Ht9T5S!$rI=< ($5$; $k$3$H$, ¿(B 
¿SBSGS-S?SPS+S3jSGS9!#¿ (B 
¢$BS$3$1$+SiSb!"$*SP$+$I<ALdSr$9$k$3SHS, Be eee WSS$$*S9S, (B 
ESBS"SISPSSS9Ey! "Տիտոտ/յտ/Տ"4)Տ5ՏՏ7Տ՞Տ914. (B 


jiro sezaki 
E-mail 
sezaki@interlink.or.jp 


—-MESSAGE FILE 22077 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000206ht 
ml.html 
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--MESSAGE FILE 22078 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000207 

html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1ISO-2022-JP?B?GyRCJV0lLaiUOJXMkSyRPJEMkPyVGJS810RsoQg==?= 
=?1SO-2022-JP ?B?GyRCJUELYyE8JHI1ITiVLUWEhPCU3UWclcyQl1lJDska0p9SyEDKEI=?= 

Date: Sat, 17 Jan 1998 13:08:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19980117130842kamon@mail.web-hyogo.or.jp> 

References: <01bd2137$9092ce60S$bb0281d2@omachi> 

NNTP-Posting-Host: 210.136.1.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


"akira omachi" <puchan@man.or.jp> wrote: 
>¿$BSSSA!";M3Q7ASNS]%J%4%SsS$SK%$-%c%i%/%S?!<SN;¿ (B 
>¿SBSF%/S9%SA%Sc!<Sr$OSCSF%S"%SK%Sa!<%7%g%sŠr%9%W;¿ (B 
>¿SB%si%SSHSNShS&SKS$S5S;S?SSSNSGS9S, SHSNShHSE&SKz (B 
>¿SBS9S1SPSSSSSNSGS7SgS&S+!#¿ (B 


TMD¿$BSr$S$S8$SC$F%"%$K%ša!<%7%g%s$55;$k$NSOLLE] a 1!<%`%P%C%U%!; (B 

i SB>eSNSF%/%9%A3C$K; E (BLoadImage () ¿SBšSd¿ (BMoveImage ()¿$B$G>e=q$-$7$F¿ (B 
ESBS7S*°SESNS, 4IC1S@SH; WSSS*S9! #3 (B 

¿SB@[:nSN (B"Oriental Wave"; SBSNSHSssM%kItJ, $G! $S=SN<jK!$r;HSCSFSSS*S9! #2 (B 


#2 SBSbDS7S+S7S$?Si! SS"SKSa!l <¥7%g% ՏԱ 3%^?tJ, ՏԱ: (BTMD; SBSrMQOUS 9SkS$ [SES, ! Sz ( 
#¿ $B<BMQE*$+$b$7$1$^$; $s!$!$!$; (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


= 


--MESSAGE FILE 22078 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000207ht 
ml.html 


--MESSAGE FILE 22079 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000208 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?ISO-2022-JP?B?UmU6IBskOjt+NFYDKEo=?= 

Date: 17 Jan 1998 15:53:54 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 14 

Message-ID: <69qk6iSp71@newsl.scei.co.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <69ngerSm8g@newsl.scei.co.jp> <34C0A 
C52. 3B520A0A@interlink.or.jp> 

NNTP-Posting-Host: 210.135.67.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


SB: ԱՆՆ Ս $G=q$$S$?Ht9T5!SrI=< ($5$;$kS$3SHS, ¿(J 
ESBSGS-S?SPS+S5SG6S9! #2 (J 

¿$B$3$1$+$i$b!"$*%P% ԱՆՏ ee 
C SBS" S SPSSS9Ey!"ShSm$7$/S*45SSS7S*°S9!#e (J 


V V V V 


¿SB1-1g$7$2$9!*4hD%S$C$F$M!A!*!*!*1*1*¿(J 


ESBETHP HEM! SCHO (I ¿SB#S#ORF#T; (I ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (U. SB#J#A#N; (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co.jp/~ chu02331 


E SBEM#S#XHG! VS2S3mMSFSH#St ! &SV!<SISS!<! WH: (J/31z2SBDLHN3+; 02 (J 
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—-MESSAGE FILE 22079 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000208ht 
ml.html 


--MESSAGE FILE 22080 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000209 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “akira omachi" <puchan@man.or.jp> 

Newsgroups: playstation.ny.program. labo 

Subject: Z¿S$B%=!<%HSKSŠDSSSF¿ (J 

Date: 18 Jan 1998 04:29:16 GMT 

Organization: private 

Lines: 19 

Message-ID: <01bd23c8$5991ca40$SLocalHost @omachi> 
NNTP-Posting-Host: 210.129.2.168 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$B:#F|SO¿ (JPUgSBSGS$9! #2 (J 
Z2¢SB%=!<%HSKSDSSSFS4AjCLS, $"$J$^$9!#¿ (J 


¿SBS?SHS(SP!"@5J])7ASNSSS/SDS+SN%V%m%C%/SG9=@.¿ (J 
2 SBSSS1ISFSSSKN) SCSFSSSKIIS, S"SkKSHS7$*S9! #2 (J 


£$B%-%C%i%/%?!<SrJdISNAOSKN) $758; SF!"%S-%SC%1i%/%S?!<¢ (J 
ESBSNz (UY ¿ SB<4!JS$Sb$7$/S$SO¿ (JXzSB<4!KSHS:S1SFSSSk%V%mSC%/S$r<JA0g (J 
éESBSKHtSS=PS5S; SkSH3VSmSC%/SNIFSK1#S1S : >OSKIJISN;: (J 
¿SBAOSKI=<(S$S5$1S$FS7S SSS S9!#¿ (J 


ESBS&S*S/SVSMSCS/SK1LH#ESLSKSHS &SKS OSKSKSOSTISNSHSESKz (J 
¿SB$9S1SPNISS$SSN$GS7SgŠ&S+!)¿ (J 


¿SBSASJ$S_SK%$-%c%i%S/%?!<S$OHD%]%jJ%4%sS$SK%$F%/%9%SA%Sc!<;¿ (J 
¿SBSHS$S7SFSOSCSFS"SjJS*S9!#¿ (J 


—-MESSAGE FILE 22080 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000209ht 
ml.html 


--MESSAGE FILE 22081 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000210 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “akira omachi" <puchan@man.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: ¿$B$"¿ (J 

Date: 18 Jan 1998 04:29:17 GMT 

Organization: private 

Lines: 1 

Message-ID: <01lbd23c8Saf697f£80SLocalHost @omachi> 
NNTP-Posting-Host: 210.129.2.168 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS"¿ (J 
—-MESSAGE FILE 22081 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000210ht 
ml.html 


--MESSAGE FILE 22082 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000211 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCO340VhsoQg==?= 

Date: Sun, 18 Jan 1998 19:28:33 +0000 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <34C257E1.D36C72BE@interlink.or.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <69ngerSm8g@newsl.scei.co.jp> <34C0A 
C52.3B520A0A@interlink.or.jp> <69qk6iSp71@newsl.scei.co.jp> 

NNTP-Posting-Host: 203.141.132.240 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


TPM.CO wrote: 


> ¢$B:G6a! "ShS&Sd$/#P#SSG<+Jd, $G=q$$$?Ht9T5!$rI=<($5$;$k$3$H$,¿ (B 

> ¢~SBSGS-$?SP$+Sj$GS9!#¢ (B 

> 2$BS3$1$+SiSb!"S$*%P%$+SI<ALdSr$9Sk$3SHS,B?!9S"SkSH;WSSS*S9S,!"3 (B 
> gSBS"SISPSSS9Ey! "Sh$m$7$/S$*45SSS7S*°S9! #3 (B 


ESB1~1g$7S*S$9!*4hDSSCSFSMIA!I*I*I*I*I*S (B 


VV V V V V V 


¿SBS"Sj$S,SH!*¿ (B 


E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22082 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000211ht 
ml.html 


--MESSAGE FILE 22083 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000212 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJVO01LaiUO0JXMkSyRPJEMkPyVGJS8 1LOSVBUJWMbKEI=?= 
Date: 18 Jan 1998 10:41:25 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 16 

Message-ID: <34clda97p4338@base.minoru.isl.intec.co.jp> 

References: <01bd2137$9092ce60$bb0281d2@omachi> 

NNTP-Posting-Host: 202.226.28.130 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <01bd2137$9092ce60$bb0281d2@omachi>, puchan@man.or.jp says... 
> 
>¿$SBSSSAX!";M3Q7ASNS]%J%$4%SsS$SK%$-%c%i%/%?!<SN;¿ (B 
>¢SBSFS/S9SASC!<SrSOSCSFS"SK%a!<S7SgGssSrsIsWwe ( 
>2SBSisSsHSNShS$&SK$5$; $?SSSN$G$9$, SHSNShS&SK; ( 
>2¿$BS9S1SPSSSSSNSGS7SgS&S+!#¿ (B 


ww 


¿$B%Q%?!<%s$,>/$J$1$1$P!";¿ (BTMD ¿$B$,;X$9: (B TIM ¢S$BSN%"%1%1%9SHSOJLSNSHS$ 3$mSKz (B 
¿SB%SQ%?!<%sSr¿ (B LoadImage() ¢SBSGEPO?S7SFS*S—!"3 (BMovelImage () ESBSG2hA|%G!<%?Sr¢ (B 
ES$B:F9=@.S9SkI}K!$,$"S45S°S9! #2 (BGsDraw0t() ¿$B$rH/9T$9$kKA0$K!"E>Aw$r¿ (B 
¢SB40N;S7SFS*S/1,MWS,S"S4S*S9! #2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22083 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000212ht 
ml.html 


--MESSAGE FILE 22084 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000213 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCO340VhsoQg==?= 

Date: 18 Jan 1998 10:41:25 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 16 

Message-ID: <34clda97pa338@base.minoru.isl.intec.co.jp> 
References: <34BE9F5C.4D343D9A@interlink.or.jp> 
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NNTP-Posting-Host: 202.226.28.130 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 
In article <34BE9F5C.4D343D9A@interlink.or.jp>, sezaki@interlink.or.jp says... 


> 
>¢$B<ALdSG$9! #2 (B 


>2S$BS7%e!<SFS#tSS0S2!<% SG!I"S?SHS (SP!"#3ICS?SCS?Si!V#A!WSHSSSE&¢ (B 
>¿ SBE ($,=P$FS/S$kSHS$$$&@_Dj$r$9$k; ~!"SISE$ssCc$?swems0Sis $K$7¢ (B 


>¿SBS?SiSSSSSNSGS7SgS&S+!)¿ (B 


¿SBJL2r¿ (B :-) 

VSync(-1) ¢eSBSNCM$rHf£3S$9$k!"SHSS$&5;SbS"SjS*S9! #2 (B 
2SBK|$,01!"%U%1!<%° MnSAS, H/@8$7SF$Sb!"S3$SNJ)K!$@SH%j%"%k%?%$%`@—Sr¿ (B 
¢$B3NJ] $GS-SkSNSG!"; dSOSbSCSQ$iS$3$1$r;HSCSFSSS*S9! #3 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22084 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000213ht 
ml.html 


--MESSAGE FILE 22085 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000214 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: Z=?1SO-2022-JP?B?GyRCJTOHPCVIJESkKRCOQKJEYbDKEI=?= 
Date: 18 Jan 1998 10:41:26 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 20 

Message-ID: <34clda97pb338@base.minoru.isl.intec.co.jp> 
References: <01bd23c8$5991ca40$LocalHost@omachi> 
NNTP-Posting-Host: 202.226.28.130 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <01bd23c8$5991ca40SLocalHost@omachi>, puchan@man.or.jp says... 
>2S$BS-%C%i%/%?!<SrJIISNAOSKN) $?S;SF!"%-Sc%iS/%S?!<z (B 
>i SBSNz (BY; $B<4!JSb$7$/$0z (BXzSB<4!KS$HS: S$1SFS$Sk3V%m3C%/Sr<jA0; (B 
>¢ SBSKHt$S=P$5$; $SkSHSVSmSC%/SNIFSK1#S$15$ :>oSKJISN; (B 
>¿ SBAOSKI=< (SSS1ISFS7S*SS$S*°S9! #2 (B 

> 
>-SBS&S*S/SVSmSCS/SK1L#S1SkShHS &SKS IOSkKSKSOSTSNShS&SK; (B 
>zSBSO9SLSPNISSSNSGS7SgS$&$+!) ¢ (B 


(1) ¢$B:G=iSK9MS ($kS3SHSO!"3 (BZ ¢SBJ}8~SN@:EYS, ITB-S7SFSSSKSNSGSOSISSS+!"3 (B 
éESBSHSSS&S$3SHSGS9! #3 (B 

(2) ¿SB<!$K9MS ($k$3$H$O!"%V%m%C%/$H%-%c%i%/%?$NOLCV4X78$,$0o$+$C$F;¿ (B 

ESBSSSKSNSG! "SVSmSC%/MQ!"S-SCS$i S/S PMOSN#2ZSDSNz (B Ot ¿$B$rMQ0U$7!"¿ (8 
¿$B$3$1$i$r¿ (B GsSortOt() ¢gSBSGK\MhSN; (B Ot ¢-SBSKEPO?S9SkS3SHSGS9! 48: (B 
¿$B$?$@$71!"%V%m%C%/Š$r¿ (B zSBGSOU3QEY2sE>$5$; $k>19gSOLdBj$, $"SkS+SbCNS1$%S;S$s!#¢ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22085 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000214ht 
ml.html 


--MESSAGE FILE 22086 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000215 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCPFAkKYT4yJEokSSRORXYkPyRqSD1EaiRLJEQkICRGGyhK?= 

Date: Mon, 19 Jan 1998 02:58:13 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 13 

Message-ID: <34C242B5.41ED@outback.co.jp> 
NNTP-Posting-Host: 202.215.181.30 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS_SIS5SS$s$3SsSKSASO; (J 

2SBS_SI$5$sSO#2#D$2!<%> $G; (J 

2 SB<P$a>2SIS$ISNEVS?$4H=DjSOSISESTSFSSS*S9S+!) 2 (J 

E SBH4#5SEYLSK~SN2#I} #1#6%1SCSHSN>2STS$ig (J 

2 SBH1SPSSSHSNSG!<3?SKz (J 

0000_1111z¢SBSJISISH: (J 

2$B:8C<SN9bS5S$Hz (J 

¿$B1&C<$N9b$5$r¿ (J 

¢SBF~S1SFI=8=S7SFS$$°S7$2?$8,¢(d 
2SBS_SIS5$sSO#4#5EY0I>eSN<PSa>2SISISNz (Մ 
¿SBEvS?SjH=DjSOSISNShS&SKS7SFSSS“S9S+!)¿ (J 

¿SŠBKM$O2#I)J, SN9b$5%G!<%?$r#1%SP%$SSHS:SD;)$CS$SFS$SS$2S9$, 18181618: (J 
¿SB2?S+SbSCSHSSSSJ)K!SOL5SSSGS9S+SMS'!&!&!&!)¿ (J 

--MESSAGE FILE 22086 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000215ht 
ml.html 


--MESSAGE FILE 22087 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000216 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCO340VhsoQg==?= 

Date: Mon, 19 Jan 1998 20:17:00 +0000 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <34C3B4BC.E37D6870@interlink.or.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <34clda97pa338@base.minoru.isl.intec 
. Co. p> 

NNTP-Posting-Host: 203.141.132.235 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


Minoru Matsumoto wrote: 
Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


> 

> 

> In article <34BE9F5C.4D343D9A@interlink.or.jp>, sezaki@interlink.or.jp says... 
>> 

> >¢SB<ALdSGS9!#¢(B 

> >¢$B%7%e!<SFS#SSS0S2!<3° SG!I"S?SHS (SP!"#3ICS?SCS?Si!V#A!WSHSSS&¢ (B 

> >¢SBE($,=PSFS/SkSHSSS&@_DjSr$9Sk;~!"STS&SSSCS?SWSmS0Si%S* $K$7; (B 

> >¿S$BS?S1iSSSSSNSGS7SgS&S+!)¿ (B 
> 
> 
> 
> 
> 
> 
> 


¿SBJL2r¿ (B :-) 

VSync(-1) ¿SBSNCMSrHf3SS9Sk!"SHSSS&5;SbS"SjS$S2S9!#;¿ (B 
¿SBK|$,01!"%U%1!<%`MnSA$S, H/@8$7SF$Sb!"S3$SNJ)K!$@SH%j%"%k%?%$%`@—Sr¿ (B 
¿SB3NJ]$GS-SKSNSG!";dSOSbSCSOSiS3S1lSr;HSCSFSSS“S9!#¿ (B 


<minoru@isl.intec.co.jp> 
2 SBS1$&$$$C$2=hM} $r$9Sk$N$+!">\$7$/65$ ($F2<$5$$!#z (B 


E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22087 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000216ht 
ml.html 


--MESSAGE FILE 22088 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000217 
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html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.labo 

Subject: Re: =?I1SO-2022-JP?B?GyRCO340VhsoQg==?= 

Date: 19 Jan 1998 14:15:41 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 38 

Message-ID: <34c35e46p5770@base.minoru.isl.intec.co.jp> 
References: <34BE9F5C.4D343D9A@interlink.or.jp> <34clda97pa338@base.minoru.isl.intec 
.Շօ.)ք» <34C3B4BC.E37D6870@interlink.or.jp> 
NNTP-Posting-Host: 202.226.28.130 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <34C3B4BC.E37D6870@interlink.or.jp>, sezaki@interlink.or.jp says... 
>> ¿$BJL2r¿ (B :-) 
>> ՄՏՄոօ(-1) ¿$B$NCM$rHf3S$9$k!"$H$$$6&5;$b$"$j$^$9!#; (B 


>> ¿$BK|$,01!"%U%1!<%`Mn$A$,H/Q8$7$F$b!"$3$NJ}K!$@$H%j%"%k%?%$%`@-$r; (B 
>> ¿Ş$B3NJ] ŞG$-ŞKŞN$G!"; dSOSbSCS$QO$i$3$1$r;HSCSFS$$*S9!#z (B 

>> --- 

>> <minoruĝisl.intec.co.jp> 

> 


> ¿ŞB$ŞIŞ&ŞŞŞC$?=hNhM}$r$9ŞkŞN$+!">\$7$/65$($F2<$5$$!#¿ (B 


3¢SBICS+%&SSSHSKF~Sk;~SN;: (B VSync(-1) ¿$B$NCM$r3P$($F$*$-!"0J2<!"%k!<%W$G¿ (B 
¿$BH=Dj$, I, MW$J;~$K¿ (B VSync(-1) ¿$B$NCM$r5a$a$^$9!#0J2<$N$h$&$J%$%a!<%8$G$9!#¿ (B 


static int t0, trigger; 
--MESSAGE FILE 22088 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000217ht 
ml.html 


--MESSAGE FILE 22089 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000218 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: minoruQisl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCPFAKYT4yJEokSSRORXYkPyRqSD1EaiRLJEQbDKEI=?= 
Date: 19 Jan 1998 14:15:42 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 24 

Message-ID: <34c35e46pa770@base.minoru.isl.intec.co.jp> 

References: <34C242B5.41ED@outback.co.jp> 

NNTP-Posting-Host: 202.226.28.130 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <34C242B5.41ED@outback.co.jp>, suzuki@outback.co.jp says... 
>¢SBS_SISSSsSO#4#5EYOJ>eSN<PSa>2SJISISN; (B 

>¢ SBEVS?$ jJH=DISOSTSNShHS&SKSTSFSSS*S9S+!) ¢ (B 

>¿ $BKM$O2#I}J, SN9DS5SG!<S?Sr#1SPSS%SHS: SD; }SCSFSSS*S9S, 16161618: (B 
>¢$B22?S+SbSCSHSSSSI}K!SOLS5SSSSGS9S+SMS'!&!E!&!) E(B 


¿SB3NS+$K!"%2!<%` SN2r@bK\SGSb! "3 (B45 zgSBEYOJ>eSN>19gSr$_SISSSGS9SMS (! #2 (B 


¿SBI)¿ (B 16 ¢$BSISCZHSN>19g!"2¢ (B2¢$BSP%$SHI=8=SGSOSIS&$G$7$g$&¢ (B? 
¿SBH=DjEQ@$*S$SGSN5wN%$SSH!"$=S3$GSN9b$5$r¿ (B aaaa_bbbb ¿$B$H$$$&7A$GI=$0$9!"; (B 
ESBSHSSS&SDSNSGS9S, !#¿ (B 


45 ¿SBEY0J>e$N79<P$, $"S$Sk>19g$O:8C<!"1&C<$N>/$J$S/S$SH$b01J)$O9b$5¿ (B 
¿$BItJ,$,¿ (B 0000 ¿$B$%$?$O¿ (B 1111 ¿S$B$NS$SQ%S?!<%Ss$K$JSk$SN$G!"H=D3jEQ@0JAO0;¿ (B 
ESB! IS"SkSSSO0T8e!KSNItJ, SOTLSNSV%M%C%/SGH=DjIST$S*S$9! #3: (B 


ՀՏՑԱՇՏ (S$P!"z (80010 0000 1100 1111 z:SBSHS"S1SP!":8C<SrSISCSHz (B 0 ¢SBSH?tS (SkSH! "2 (B 
¿SB%ISC%SH¿ (B 2 ¿SBSO9b$5; (B 0¿$B!"1&C<$O¿ (B 0 zg SBSGSISSCMSISNSG!"SISCZHz2 (B 0 - :5851 
$C%H¿ (B 1 
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¿SB$O$3$N2<$N%V%mM%C%/ŚGEvV$?$jJH=Dj$r$7$^$9!#%I%C%H¿ (B 13 - 15 ¢SBSbF1MMSG$9! #2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22089 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000218ht 
ml.html 


--MESSAGE FILE 22090 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000219 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCPFAKYT4yJEokSSRORXYkPyRqSD1EaiRLJUEQDKEo=?= 

Date: Tue, 20 Jan 1998 00:04:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <34C36B71.236@outback.co.jp> 

References: <34C242B5.41ED@outback.co.jp> <34c35e46pa770@base.minoru.isl.intec.co. jp 
> 

NNTP-Posting-Host: 202.215.181.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


Minoru Matsumoto wrote: 

> 

> օզ203222 ¿$B$N>>K\¿ (J ¢SB<BSGS9! #2 (J 

> 

> In article <34C242B5.41ED@outback.co.jp>, suzuki@outback.co.jp says... 
> >¢SBS_SIS5SsSO#4#5EYOU>eSN<PSa>2SJISISN; (J 

> >¢SBEv$?$jH=DjISOSISNSHSESKSTSFSS$*S$9S+!) (J 

> >gSBKMSO#1SP%S%HS:$D; )ՏՇՏԲՏՏՏ՞ՏՉՏ, !&!&!&!#¿ (J 

> >2$B2?S+SbSCSHSSSSIT}K!SOLSSSSGSOS+SMS'!E!&!&!) 2(Մ 

> 
> ¿SB3NS+SK!"%2!<%S` SN2r@bK\S$GSb!"3 (J45 zgSBEYOJ>eSN>19g$r$_SISSSGS9SMS (17: (J 

> 

> ¿SBI)¿ (J 16 gSBSISCSHSN>19g!"¢ (J2¢;SBSPSSSHI=8=SGSOSTS&SGSTSgS&é (J? 

> ¢SBH=DjJE@S*SGSN5wN%SH!"S=S3SGSN9bS5Sr; (J aaaa_bbbb z;SBSHSSS&7ASGI=So¢ (I7¿SB!" (J 
> eSBSHSSS&SbSNSGS9S, !#¿ (J 

> 

> 45 ¿$BEY0J>e$N79<P$, $"$k>19g$0:8C<!"1&C<$N>/$J$/$H$b01J}$O9b$5¿ (J 

> ¿$BItJ,$,¿ (J 0000 ¢$B$*%S$?$0; (J 1111 ¢S$BSN%Q%?!<%sSKSISKSNSG! "H=DjE@OJA0: (J 

> ¿$B!J$"$k$$$00J8e!K$NItJ, SOTLSNSVSmSC%/SGH=DjSTS*S9! #2 (J 

> 
> ¿SBNcS(SP!"¿ (70010 0000 1100 1111 ¢SBSHS"S1SP!":8C<Sr%I%C%H¢ (J 0 ¢SBSH?tS (SkSH!"¢ ( 


J 

> ¿SB%I%C%$H¿ (J 2 ¿SBSO9bS5; (J O0¿S$B!"1&C<$O¿ (J 0 zSBSGSISSCMSISNSG! "SISC%Hz (J 0 - ¿$B 
SISCSHz (J 1 

> 2SBS0$3$N2<SN3V%m%C%/SGEV$?2$ jH=DjSr$7$%S9! #SISCSHe (J 13 - 15 zSBSbF1IMMSGS9! #3 (J 

> 


> <minoru@isl.intec.co.jp> 


ESBS1%9M-SjFQGSE&S4SESSS*STS? ԱՔ: (J 

¿SBB9JQ; 29MSKSJIS4S*S7$?! #2 (J 

¿SBS=SNB>SNJ)SN>pJsSbS"$S1SPS*J9S-$7$2SSSGS9!#¿(J 

—-MESSAGE FILE 22090 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000219ht 
ml.html 


W 


--MESSAGE FILE 22091 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000220 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yaminchu <hiro@offbeat.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?is0o-2022-jp?B?GyRCJUVULAaSVDJTc1LZSVOQJUMILyO3ID8kIBsoSg==?= 

Date: Mon, 19 Jan 1998 16:46:43 -0500 

Organization: Team R.I.P. 

Lines: 28 

Message-ID: <34C3C9C1.818@offbeat.co.jp> 

References: <0O1bd1d80$2dc2c340$c10281d2@omachi> <34B7BAF5.58E6@outback.co.jp> <34bb9 
372pc198@base.minoru.isl.intec.co.jp> 
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Reply-To: hiro@offbeat.co.jp 

NNTP-Posting-Host: 206.67.195.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja]-C-MACOS8J (Macintosh; I; PPC) 


>> 

>>akira omachi wrote: 
>>> 

>>> ¢SBS3SsSKSASO; (J 
>>> 
>>> ¿S$B%$%US'%/%H$G2hLL$+S$SfSC$/SjA4BNE*SKGr$/SJ$CSFSSS/¿ (J 

>>> zSBSHSSSESNSr:n$4S?SSSGS9! #2 (J 

>>> ¢SBS$%a!<S8SHS7SFSOSHSSSMSkSrSLS1SFS$S$/SHLE@SkS/SISCSFS$$/$+S$sS8SG6$9¢ (J 

>>> ¢SBSF%/%SK%SC%/E*SGS9S, S"SISPSSS9S*AFSSSTS*SOL HE (J 

>> 

>>¢SBI}K!$O4v$D$+$"$5$*S9$, (Մ 

>zSBS=SNB>SNI}K!¢(J*_*eSB! #2 (J 

>¢SBSb$7; HMQ$7$F$$$k%*%V%8%'%/%H?t$,>/$J$/!"¿ (Jclut ¿SBSr;HMQS7SFSSSkSJSi!" (J 
>clut ¿SBS$Sr$$S$S8$3j$JS,Si:FIA2h$9Sk<j$b$"$3j$2$9!#¿ (J 

> $B$?$0$7!"J#?t$N¿ (J clut ¢SBSr;HSCSFS$$k>19gS041IM}$,B?>/LLE] SGS9S1S1! #¢ (J 

>——— 

¿SB0G?MSG$9!#¿ (J 

ESBSbS7Sb@E;_2hA|$*$?S0z (J2DESBSGS"SkSJISiSP!"z (JGsSortClear () ~SBSHH>F) L@%S%C%H$r¢ (J 
¿SBMxMQS9Sk<jCJSbM-S3jJS S9!#¿ (J 


ESBS9SWSiSSSHSNH>F) L@SSSCSHSrN) SFSFEPO?S7! "2 (J 
GsSortClear(R,G,B, &0t [curBuff]); 

¿SBS$SN¿ (JRGBZSBCM$r%$%s%/%j%aSSSHS7SFSSS1SP=PMhSkS$OS :$GS9! #2 (J 
ESBSHSSS$&$+8=:_:n@.C£SN%2!<%* SNCESGS3SN% (SUS'S/SH; HSCSFS*S9! #3 (J 


ESBS3SNI}K!$, OLHV<j4V$+$+$i$J$$$+$b!#¿ (J 


ESBSGSO! #¢ (J 
—-MESSAGE FILE 22091 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000220ht 
ml.html 


--MESSAGE FILE 22092 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000221 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?1SO-2022-JP?B?GyRCO340VhsoQg==?= 

Date: 20 Jan 1998 11:42:23 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 29 

Message-ID: <34c48bd5p6655@base.minoru.isl.intec.co.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <34clda97pa338@base.minoru.isl.intec 
.Շօ.յք» <34C3B4BC.E37D6870@interlink.or.jp> <34c35e46p5770@base.minoru.isl.intec.co. 
jp> 

NNTP-Posting-Host: 202.226.28.130 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


# ESBSIS<$+5-;vSNOLIt$, @ZS1SFS7S*S$$*$7$? l#e (B 


In article <34c35e46p5770@base.minoru.isl.intec.co.jp>, minoru@isl.intec.co.jp 
says... 

>3¢ SBICS+3&%S%HSKF~$k; ~SNz (B VSync(-1) zSBSNCM$r3P$ ($F$*$-!"0J2<!"%k!<%W$G¿ (B 
>¿$BH=Dj$, I, MW$J;~$K¿ (B VSync(-1) zSBSNCMSr5a$a$*$9! #0I2<SNShS$&SI%S$%$a! <¥8SGS9! #3 (B 
> 

>static int t0, trigger; 


/* ¢~S$B4IC1SNS?Sa!"H=DjS9SkI*BNSO#1SDS@S1SHS7S*°S9; (B */ 
/* ¢SBIA2h%$k!<$Wz (B »/ 
while (1) { 

check_keypad(); 

if (tO && VSync(-1) - t0 >= 3 * 60) { 
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>PPP driver, etc. which would suck. I can't think of any other reason 
>why you'd want to hook the modem up directly to the PSX... 
> 


>What you could do is use your PC as a proxy using something like 
>PSXSock. Go to the SCEA pages on the members site and look for PSX 
>Sock or ~jblack. It may do what you need. 

> 

>Man, I was going to implement a VRML browser on the Yaroze as my next 
>project, probably next year. Wish you the best of luck, and I'd be 
>very interested in seeing what you end up with. 


my project is connect psx directly to the modem and then use it into the 
VRML net. 

For do this I must build a sw that implement a TCP/IP layer and other stuff 
Coos 7) 

This is a proposal of thesis done by a my professor and then I'am trying to 
study the problem in depth. 


Thanks, 
Stefano 


-—-MESSAGE FILE 2334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01037 


-—-MESSAGE FILE 2335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001038 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 16:15:36 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <356aea50.39006421@news.scea.sony.com> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl8xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-148.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Ok, I am no beginner with Windows 95/98 so I know what I am doing. I have 
>had Win98 crash but only when I am on the internet for some reason! I have 
>never seen or heard of people having to re-install software or reformat 
>anything after a system crash. You are obviously ill informed. Probably a 
>Mac user told you!! ;) 


No, actually it was Mario Perdue, a yaroze staffer, who shared his 
story of pain... Not ill informed, just informed... :-) 


-Matt 


--MESSAGE FILE 2335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01038 


--MESSAGE FILE 2336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001039 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony Trinitron (was Re: PAL -» NTSC? ) 

Date: Tue, 26 May 1998 22:21:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <356b3a7b.8769000@www.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> <3561 
BAAO.215@livemedia.co.uk> <6éjsh5g$4p11@chuka.playstation.co.uk> <3561D12A.4A6C@livem 
edia.co.uk> <356319FE.7A86@saqnet.co.uk> <3563E159.5E9@dma-design.com> <3569959D.378 
@saqnet.co.uk> <356A7892.54DD@dma-design.com> <6kef07$hca26@chuka.playstation.co.uk> 
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/* 3 ¿S$BIC7P2a¿ (B */ 
three_second_process (); 
tO = 0; 
} 
/* ¢$BS?SS%S°SrH/2P$5$; SkS+SIS&S$+SNH=Dj2(B */ 
if (check_trigger() != 0) { 
tO = VSync(-1); 
} 
/* ¢SBS=SNB>SN=hM}¢ (B */ 
} 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22092 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000221ht 
ml.html 


--MESSAGE FILE 22093 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000222 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCO340VhsoQg==?= 

Date: Wed, 21 Jan 1998 18:06:27 +0000 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <34C63923.392EF53@interlink.or.jp> 

References: <34BE9F5C.4D343D9A@interlink.or.jp> <34clda97pa338@base.minoru.isl.intec 
.Շօ.յք» <34C3B4BC.E37D6870@interlink.or.jp> <34c35e46p5770@base.minoru.isl.intec.co. 
յք» <34c48bd5p6655@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 203.141.132.225 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


> ¿SBS"SjS, SHSES4SE6SSS*S9; (B 
ESBOLEY;nS7SFS_S*S9! #2 (B 


jiro sezaki 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22093 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000222ht 
ml.html 


--MESSAGE FILE 22094 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000223 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: GsInitGraph ()=?iso-2022-jp?B?GyRCJUESkRCQkKJEYbDKEo=?= 
Date: Thu, 29 Jan 1998 21:02:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <34D06FBC.3FD4@mxp.meshnet.or.jp> 

References: <68g2bhS$8rk@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.145.196.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


Sugihara wrote: 


> 2 SB<BSO!"SS$S$%;3 (JGsInitGraphz$B!J!K4X?t$N0z?t$G! "S@SVSkSPSCSUS ! SNS* SUS; SCSHSH!<SISr 
7X2 (J 

> ¿SBDj$9SkItJ,S$G!"; (J 

> ¢~SBEGHP#US*%U%; SCSHSr; XDISTSFSSS?SNSr! "#GHTHES * SUS; SCSHSKIOS (ՏշՏԱՏՇՏ9Տ, !"2hLL$K¿ (J 
> ¿$B2?$bI=<($5$1$JS$/¿ (J 

> ¢eSBSISCSFSTS$S*SSS$*S7$2! #2 (J 
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&$B2?S,STIS&STSCSFSSSKSNS+S5SCSOSFSOS+SIS*S; SS!#S°SKSES"SkKSKSO!"S3SN@_DjSr@ZS$S4¢ (J 
ESBBXS (SkS@S1SG#G#P#Uz (J 

Bas rae saa aig %; SCSHS, <+FOE* SK@ZS JBXSOSkKMMSJS3SHS,=qSSSFS"SkSNSGS9¢ (J 
SSBS, 1"2?$+4VOc$C$F$$¿ (J 

¿$Bqb¿ (IL SB$G$7$g$&$+!)¿ (J 

¿SB%5% SENSkSISISIDASYSFS $°S7S82S, #G#}TH#ES*bU%; SCSHSr; HMOSTSFSSSKSbSNS, SUSSSN3z (J 
éSBSG!"SIS&BP=hS$7SFShS$32 (J 

S SBSNS+SbS0$4$48%5; $58! #2 (J 


> 
> 
> 
> 
> 
> 
> 
> 


u í ee ՍԿԱ 

TMD¿SBSJSI¿ (U3D¿SB1i;;Sr9TS&SDbSN¿ (JU (=SGTE¿SBSr;HS&SDbSN¿ (J) ¿SBSOJQ99ITMWSGS9S,!"¿ (J 
GSSPRITE, ԲոէՕքճուտտտշտ1Լչ (720: ses JGPU¿$B%*% a HSH; ( (JGTE¿$B%*%U%; $CSHSG:BI 
870$, 0[$J¿ (J 

¿$B$J$^$9!# (J 

GPU¿ $B%*%U%; %C%H$N>19g!"2hLL$ŚNCf?4$,¿(J(0,0)¿$B$G$9$, !"¿ (JGTEZ $B%* SUS; %C%H$N>19g!"2h 
LL (J 

ESBSN:8>e$,2(J(0,0) gSBSKSIS4S*°S9! #3 (J 

ESBS3SNOcSSSNS$?S$a! "2hLLSKI=< (S5S1SFSSS?SbSNS, 2HLL30SKSISCSFS7S*SCS$ ?SNSGSOST¢ (J 
ESBSSSGS7Sg$&S$+!) 


BERO 
—-MESSAGE FILE 22094 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000223ht 
ml.html 


--MESSAGE FILE 22095 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000224 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJVshPCVgJVohPCU40Tk/NxsoSg==?= 

Date: Thu, 29 Jan 1998 22:20:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <34D08213.7925@mxp.meshnet.or.jp> 

References: <3437ACAE. 9DOCA86F@aix.or.jp> <6lms86Srf7@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.145.196.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Go Watanabe wrote: 


> 

> # ¿SBS?SVSs¿ (J5¢SBHVSNSWSmS0Si%*> !":GE,2=%1%Y%k$r (J -06 ԱԱ ԱՏԵՆ ՆՆ ԱԿԱՆՆ 
> # $SBN>J}01=VSGS*So0SkSC$9!#5"!"z (Jloop-unroll ¿SBSSSkS+SD: (J 

> # forzSBI8SNSJS$+S_S$[$sSHC1=c$@$+Si!"S?SVSsEz$ (SNBeF~SKCV49S$5S15Skz (J 

> 


£$B:GE, 2=%1%Y%k$0¢ (J 

-00 ¿$B2?$b$7$J$$¿ (J 

-01 ¿$B$H$J$"$($:4JC1$JE[¿ (J 

-02 ԱՆՆ ՆՈ» որ SHB.EY:GE, 2=$,N>N) S9SkE[¢ (J 


-Օ3 (¿$BC1=c$J¿ (J ¿SB4X?t "AHS 9~$_ ԱԱ a aa 5%$%:S,A}S(SkE[¢ (J 
a dom 278795 SS9P "al (Jgeneric¿$B$J¿ (Jgccoc¿SBSN¿ (JinfozgSBSGSO¢ (J-O4¿ Spee )55 
S1SFSSSJSSShS&¿ (J 


¿SBSJSNSGS9S, !"¿ (J 
mips¿$BSN¿ (JGCCz SBSGSO$$$/SD$*$G%5%] !<SHSTSFSKSNSGS7Sg$&!) (J 


ESBSASTJS_SK!"2<<jSKz (J-032 SB0J>e$SG%sS%s%$i%S$SsE83+S9SkS$ŠHSS%Ss%9%H%SiS/%S7%g%s%-%c%C%7;¿(J 
ESBSeSNSRSCSHN (S$, 0- S /STSKSNSGS+S ( (SCSFCYS/SIS4S*°S9!#IaCJSO;¢ (JU-O2¿ SBSrSDS+SCSFSSS"G ( 
25859148 (J 


bero 
-—-MESSAGE FILE 22095 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000224ht 
ml.html 


--MESSAGE FILE 22096 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000225 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: hashimoto <hasimoto@syshp.tm.chiba-u.ac.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCREw/LiRLJEQkKICRGGyhK?= 
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Date: Sat, 31 Jan 1998 21:51:53 +0900 
Organization: PlayStation Net Yarouze 

Lines: 84 

Message-ID: <34D31E69.2769@syshp.tm.chiba-u.ac.jp> 
NNTP-Posting-Host: 133.82.179.247 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 

CC: hasimoto@syshp.tm.chiba-u.ac.jp 


éSBS3SsSKSASO! $66K\SH?=S7$*S9!%¢e (J 


£SB;dSO:#!S#P#CSH#P#SSGDL?.Sr9TS&SWSMS0%1%S> Sr:nSCSFSSSKSNSGS9S, !S¿ (J 
¢SBS=SNSWSm%0Si%> SGHEISPSSSHOT>eESNSG! <S?P?Sr#PHCS+SI#PHSSKAWSKSH! $3 (J 


ESBHP#SS,DL?.Sr9TSOSTS/SISKSHSSS&LABISKG: $s$G$$$*S$9!%3 (J 
ESBSISTS?S$+>\S7SSI}$, $$$2S67$?$i65$ ($F$$$?$@S1$JS$S$SSG$S7$SgS&$+!%$ (J 


¿SB#P#C!'¿ (JWindows95¿$B!!¿ (JBorland C++ Builder;$B!!SKSF3+H/¢ (J 


CreateFile ("COM1", 
GENERIC_READ | GENERIC_WRITE, 


0, 

NULL, 

OPEN_EXISTING, 

NULL, 

NULL); 

¿SBS$SG!SS] ! <SH%S* ! <SW%s¿ (J 
¿SB@_D3SO¿ (J ¿$B!J¿ (Jsiocons for Windows95;SBS$r;2>HS7S*°S7S?!S!Kz (J 

dcb.fBinary = TRUE; 
dcb.fParity = FALSE; 
dcb.fOutxCtsFlow = TRUE; 
dcb.fOutxDsrFlow = FALSE; 
dcb.fDsrSensitivity = FALSE; 
dcb.f£TXContinueOnxXoff = TRUE; 
dcb. £0utxX = FALSE; 
dcb.fInX = FALSE; 
dcb.fErrorChar = FALSE; 
dcb.fNull = TRUE; 
dcb.fRtsControl = RTS_CONTROL_TOGGLE; 
dcb.fAbortOnError = TRUE; 
dcb.ByteSize = 8; 
dcb.Parity = NOPARITY; 
dcb.StopBits Հ ONESTOPBIT; 


CommTimeouts.ReadIntervalTimeout=MAXDWORD; 


եռ 


CommTimeouts.ReadTotalTimeoutMultiplier=0; 
CommTimeouts.ReadTotalTimeoutConstant=0; 
CommTimeouts.WriteTotalTimeoutMultiplier=10; 


CommTimeouts.WriteTotalTimeoutConstant=10; 


ՀՏ8-զտ-9-Տ ՏՕչ (J WriteFile ¿$B$r;H$$!$¿ (J 
void __fastcall TForml::SerialWrite(int CommNo,char *buf, int length) 
{ 

int i,j; 

DWORD dwbuf; 

for( 1-0: i<length; i++ ) 

for( j=0; ՀԼ0: j++ ) 
if( WriteFile( hCom[CommNo], é&buf[i], 1, &dwbuf, NULL) == 1 
) 
break; 

} 
or 
void __fastcall TForml::SerialWrite(int CommNo,char *buf, int length) 
{ 

int i,j; 

DWORD dwbuf; 

WriteFile( hCom[CommNo], buf, length, &dwbuf, NULL); 


14783 


Net Yaroze newsgroups message dump.txt Page 14784 


¿SB#P#S!'¿ (J 

fdComm = open( "tty", O_RDWR |O_NBLOCK i 
ioctl( fdComm, TIOCRAW, NULL ); 

ioctl( fdComm, TIOCFLUSH, 1 ); 

ioctl( fdComm, TIOERRRST, 1 ); 
ESBSG!S%]!<SHS*!<SW%Ss2 (J 


éESBFIS_9~S_SO;z (J 
for( i=0; i<100; i++ ) 
{ 
if( read( fdComm, é&bufRead[i], 1 ) == ) 
break; 
} 
bufRead[i] = '\0'; 
or 
i = read( fdComm, bufRead, 30 ); 
bufRead[i] = '\0'; 


¿$B$3$NB>!$I8=`F~=PNO%9%H%j!<%` Sb; n$7$F$_$^$7$?$,¿ (J 
ESB7K2LSOF1$8S$G6$7$2!%¢ (J 


éESBD9T8SG?=STLUS"S5$*S;$s!3e(T 
—-MESSAGE FILE 22096 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000225ht 
ml.html 


--MESSAGE FILE 22097 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000226 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ats <ats@he.mirai.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJU01QYVIJTULcyVXIWs 1MyVzJUY1cyVEJE41NSE8JVAhPCRLJEQ 
kICRGGyhK?= 

Date: Tue, 10 Feb 1998 08:40:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <34DF93DB.6AD0@he.mirai.or.jp> 

References: <33FDA5FF.78B@fl.scei.or.jp> <5uld0pSaut@newsl.scei.co.jp> <340BD727.16E 
B@fl.scei.or.jp> 

NNTP-Posting-Host: 210.155.73.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 

CC: ats@he.mirai.or.jp 


atszSBSGS9! #2 (J 
Netgame Leader wrote: 


> ¿$B$"$H!"¿ (Jofve ¢~SBSN%SP!<%8%g%sSrAa$/>e$2SFS$/S1SkSH4rS7SSSGS9!#¢ (J 
¿SB$S3$SN%3%s%F%s%DSO!SG6a!9#P#SB&$SH!SS[S9SHB&$NS=!<%9$r8x3+$7$2%$9!%;¿ (J 
¿SB3'S5SsSG!S2—⁄-BSSJSI<+M3SKSGS-S%*S9SNSG!S8x3+Sr3ZS7S_SKST7SFSSSFa (J 
¿SB2<$5SS!%¿ (J 


V V V V 


¿SB%M%$C%H%2!<%`C4Ev$NJ)])$K!"%5!<%$P!<B&SN%=!<%98x3+S$SK$DSSSF¿ (J 
¿SBS*J9S-S$7$?S$H$3Sm!"8x3+SNCJ<h$j$r$7$FSSS?S@S1SkSHSSS&S3SHSGS7S?SNSG; (J 
¿$B3ZS7S$S_$KS7$FS$S?J)!"S$Sb$&>/$7SN?IJzSG$9!#!J<+J,$b!"$=$N012?M!K; (J 


#2 SBS4S&S5S$sS0! "S9SGSK<+NOSG: n$CSAScCSCS$?SSSGST7TSgS&St+!) 2 (JU:—) 


ats <ats@he.mirai.or.jp> 
—-MESSAGE FILE 22097 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000226ht 
ml.html 


--MESSAGE FILE 22098 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000227 
html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?ISO-2022-JP?B?GyRCREw/LiRLJEQKICRGGyhC?= 
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Date: 11 Feb 1998 03:22:27 GMT 

Organization: IIJ4u user 

Lines: 48 

Message-ID: <6br5h j$9m2@newsl.scei.co.jp> 
References: <34D31E69.2769@syshp.tm.chiba-u.ac.jp> 
NNTP-Posting-Host: 210.130.72.8 

X-Newsreader: mocona 1.0-alphal.5 


ESBSISb!"2"; 38G$9! #2 (B 


v 


2SB;dSO:#!S#P#CSH#P#SSGDL?.Sr9OTSE&SWSMS0Si%> $r: ԱԱ 5 ԱՐ 
ESBS=SNSWSmS0S1% > SGHISPSSSHOT>eESNSG! <S?Sr#PHCS+Si#PHSSKAWSKSH! $3 (B 
ESBHP#SS,DL?.Sr9TSOSTS/STISKSHSSS&LdBISKG: $s$G$$$*$9!%3 (B 


v v 


¿SB<BSO;dS$Sb¿ (B siocons fow Windows95 ¿SBSK%U%Ss!SS%Sk%jJ!<%ISi%SSSH5!G=S$rIUSl1SF¿ (B 
éESBSSSF;wS?ShHS&ST>I>uSKS"SCSFSSS*S9!#SG!"SSSmSSSmSdSCS$?7k2L!"BP>INEK! (B 
¿$B$G$9$, 0J2<SNJ}K!$G011~SNE>AwSOSGS-$*S7$?! #HS>oSKSKITOBD JSG! "%4SHSiz (B 
E$BS$$,;~!9=P$*S9S, !D¿ (B 

# ¿SB4D6-SK$h$C$F$OFO0S$S+$J$SS2DG=@-—$"$j!"S$SH$S$SS$S&S3SH!#¿ (B 


ESBS*S?!1"S2?S@SGS5S ( oe eer S"SkS]!<SH@\B3SISNSK!"3 (8 
¢SBS5$iSK@-G=$,MnSAS*S9! #3 (B 


¿SŠB!(¿ (8 PC ¿SBB&¿ (B 


¿SB!&#1%SPSSSHS:SD:; (B WriteFile() ¿$B$9$k!#¿ (B 

¿SB!&¿ (BWriteFile() ¿SBAOSK¿ (B ClearCommError() ¿$B$G¿ (B COMSTAT ¿SBSr<hF@S7!"Aw?.%SP 

SCz (B 
ESBSUS!S, FOSPSSSHSGS"SkKS3SHSr3NG'S9Sk! #3 (B 


¿$B!{¿ (B PlayStation ¿$BB&¿ (B 


ESB! &#1SPSSSHS:SD%S5!<SIS9ISKk! #3 (B 

¿$B!&¿ (Bread () eso | (B RTS ¿$B$r%*%s!"¿ (Bread() ¿$BD>8e$K¿ (B RTS ¿$BS$Sr%$*%USK$9$ 

k!#¿ (B 
ioctl(fd, TIOCRTS, 1); 
read(fd, ...... ee 
ioctl(fd, TIOCRTS, 0); 


¿SBBP¿ (B CIP ¿$B$G$NE>Aw;~$K$O$3$s$JA` :n$0$$$i$J$$$3$H$+$i¿ (B PS ¿$BB&$r$&$^$$$3; (B 
é SBSH: n$1$PS$$$S$SNS$O3N$+$@$H; WS&SNSGS9S, !"SSS+SsS;Ss¿ (B 1օՇԵԼ() ¢$B$,%5%]!<z(B 
ESBSHS5S1S 2?SNSKSGSPSSS9ISN@) SET}K!S, 8x3+S5S1SFSSSISSSHSSS&I}<jMnSA>UBV: (B 
éESBSISNSG! "8=>uSG$OS3$100>eSNBP=hJ}K!S$r;nS9S3SHS5S (SGS-SISS>uBVSGS9! #2 (B 

# 2SB<u?.%PSC%US! SKN/S*SCSFSSSkKSPSSSH?tI, $@$1%5!<SISISKSHS+!D3 (B 

## ESBS3SNS"S?S5SNz (B ioctl() ¿$B$N;H$$J}CN$J$^$;$s$+!)!d$I$IJI$?$+; (B 


éESBS"S$H: #2SSN70$HSO4X7 8S JSSSGS9$, !"¿ (B 


> ¢SB@_D SO; (B ¿$B!J¿ (Bsiocons for Windows95¿$B$r;2>H$7$^$7$?!%!K¿ (B 
> dcb.fNull = TRUE; 


¿SBS3S1SO¿ (B siocons for Windows95 ¿$B$NSP%O0O$G!"$3$N%a%šs%P$rė (B FALSE ¢SBSKS7SFS*¢ 
éESBS+SISSSH<u?.¢ (B(PS¿SB"*; (8ՔԸ) ¿SB%$G!<%?SK4%“S“S1lSk ¿(B 0x00 ¢SBSNSG!<%?S,L5; 
7954 (B 
¿SBSSS“S9!#¿ (B 


:5թշ"չ3 ¿(B ¿SB8g;J¿ (BS SBFFSN@8I*0&9%S2H; (B 
http: pete scei.co.jp/~ekb01823/ 
-—-MESSAGE FILE 22098 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000227ht 
ml.html 


--MESSAGE FILE 22099 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000228 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ps64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso0-2022-4p?B?U jJMwMDAbJEI1IiU7JXM1ViVpJE4 80UxkJEckORSoSg==?= 

Date: Sun, 15 Feb 1998 01:44:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 75 

Message-ID: <34E5C9E1.1A28@outback.co.jp> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 202.215.181.67 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


R3000: $B%"%; %s%V%i$N; v$G$*J9$-$7$?$$ŚN$G$9Š, ¿(J 


¿SB0J2<S$SNShS&SK#CSG=qSSSF¿ (J 
ES5BS"%S; SSSVSISGS3SSSOSSSkKSr;_SaSFz (J 
ESBIY6/S7SFSSSKSNSGS$9$, ¿(J 


#include <libps.h> 


void main (void) 
{ 
test (1); 
} 
void test (int a) 
{ 
att; 
} 
// 
// 
// 


text 
-align 2 
-globl main 


.ent main 
main: 
frame Sfp,24,$31 # 222222222222222222222ՄՁէտ- 0, 
2/0, args= 16, 
extra= 0 
-mask 0xc0000000,-4 F 2222222222222222222272 
-fmask 0x00000000,0 F 22222222222222222227272 
ՏսԵս Տտք, ՏՏք, 24 3 222222222227222222227272 
ՏԱ $31,20(Ssp) 
sw Sfp,16(Ssp) 
move Sfp,Ssp 
jal . main 
Ta; $4,0x00000001 # 1 
jal test 
SL1: 
move Ssp,$fp # sp not trusted here 
lw $31,20(Ssp) 
lw Sfp,16(Ssp) 
addu Ssp,Ssp,24 
j $31 
.end main 


2SB<ALd#132 (J 


main: 

.frame $fp,24,$31 # ?????????????????????vars= 0, 
2/0, args= 16, 
extra= 0 

-mask O0xc0000000,-4 OC 8 8 EE O88 8 ar Orar qaya 

.fmask 0x00000000,0 # 222222222222222222722 


éSBSNOUL#$, J, $+SiSISSSNSGS$9S, ¿ (J 
¿S$B2?$Sr$7$SFSSSkSNSG$S7SgS&S$S+!)¿ (J 


¿SB<ALd#2¿ (J 
maing SB4X?t$KHt$VA0SKz (J 


subu Ssp,Ssp,24 E 222222222222222222233 
¿SBSH%9%?%SC%/ŠSr¿ (JU24;SB*sPSSSH3NJ]S7SFSSS2S95, ¿ (J 


24¿SBSNO0UL#SO2?2SJSNSGS7SgS&S+!)¿ (J 


¿SB<ALd#3:¿ (J 
move Sfp,Ssp 
¿SBSG¿ (Ufp¿SBSr¿ (IspzS$BSK%3%T!<S7SFz (J 


regs= 


regs= 
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fp¿SB%s(%$jJ%"Sr¿ (Ispz SBS (SJS"SKSTSFSSS*S9S,¢ (J 
fpz$Bs (SjS"SOSTS3SGC/$,¢ (J 
¿SB3dSjJIUS1SkSNSGS7SgS&S+!)¿ (J 
¿SB:G=iSN=jSN¿(J.frame Sfp,24,S31¿SBS, (J 
¿SB4X78S9SkShS&SK9MS (SFSSSkSNSGS9S, !#¿ (J 


¿SBSISJS?S+S*EzS(4jS (SUSSSGS7SgS&S+!)¿ (J 
—-MESSAGE FILE 22099 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000228ht 
ml.html 


--MESSAGE FILE 22100 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000229 
html .html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!motohash 

From: motohash@ca2.so-net.or.jp (Jun MOTOHASHT) 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?U jJMwMDAbJETIIiU7JXM1ViVpJE4 8QUxkJEckORSoSg==?= 
Date: 15 Feb 1998 00:51:37 GMT 

Organization: PlayStation Net Yarouze! 

Lines: 74 

Message-ID: <6cSedkS$Sm65@newsl.scei.co.jp> 

References: <34E5C9E1.1A28@outback.co.jp> 

NNTP-Posting-Host: 210.132.155.29 

Mime-Version: 1.0 (generated by tm-edit 7.74) 

Content-Type: text/plain; charset=ISO-2022-JP 

In-reply-to: Ps64's message of Sun, 15 Feb 1998 01:44:17 +0900 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (Unix) | 


>>>>> In article <34E5C9E1.1A28@outback.co.jp>, 
Ps64 <suzuki@outback.co.jp> writes: 


> R3000 $B%"%; SSSVSISN; ԱՏՆ STS?SSSNSGS9S,¢ (B 
> ¿S$B0J2<SN$h$&SK#C$SG=q$SSF¿ (B 

> ¿SB%S"%;%s%V%iSG%S3%s%Q%S%kSr;_SaSF¿ (B 

> ¢~SBIY6/S7SFSSSkKSNSGS$9S, ¿(B 
¿SB%S$"%;%s%V%j8@81$r3XS$SVŠNSG$7S?Si¿ (B 


¿S$SB6&N)=PHG¿ (B mips RISC¿$B%"!<%-%F%/%SA%c¿ (B -R2000/R3000- 
¿SBSr9xF- $7$?J}$, ShS$S SSH; WSšS* 5914: (B 
¢$B5?LdSKSJS$C$ ?7E@SO$3SNK\$rFIS$a$P2r7h$7$*$9! #2 (B 


> ¿$B<ALd#1¿ (B 


> .frame Sfp,24,S31 # ???2??2??????????????????vars= 0, regs= 
> .mask 0xc0000000,-4 ՀԱԶԱ Տա ar ar a tt EE ard 
> -fmask 0x00000000,0 ATED CREE CE E RE I Ga at Oe at Ae 


—-MESSAGE FILE 22100 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000229ht 
ml.html 


--MESSAGE FILE 22101 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000230 
html .html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: LowTec=?1SO0-2022-JP?B?GyRCJWkLJCVWIWklahsoQg==?= Ver.1.30 
Date: Sat, 28 Feb 1998 15:22:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <19980228152206kamon@mail.web-hyogo.or.jp> 
NNTP-Posting-Host: 210.136.1.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


ESBS3SSSKSASO!S$2CLGSGS9! #2 (B 


= 


¿SB<+:n%SiS$%V%i%j¿ (B"LowTec;SBSi%SS$S%V%i%Sj¿ (B Ver.1.30"¿S$BSr%"%C%SWS7S*S7S2?!#¿ ( 


¿SB!Z:nIJL>>N![¿ (B LowTec¿SB%si%SS%SV%si%Sj¿ (B Ver.1.30 
¿SB!ZEP¿ (B ¿SBO?¿ (B ¿SBL>![¿ (B liblt130.zip 


Net Yaroze newsgroups message dump.txt 


¿$B!ZEP¿ (B ¿SBO?¿ (B չ586հ |Լ: (8 /Forum/program/tool/ 

é5B!Z@) :n<TL>![¢(B ¿SB2CLg9BQO:¿ (B(kamon@mail.web-hyogo.or. jp) 
¿$B!Z7G:\<TL>![¿(B ¿S$B2CLgBQGO:¿ (B(kamon@mail.web-hyogo.or. jp) 
2$B!Z7G:\7nF|![z(B 1998.02.28 

é$B!2%=2(B ¢$B!<z¢(B ¢SBS9![¢(B ¢gSBS"$ jz (B 


— — 
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¿$B!ZE>:N>r7o![¿ (B ¿SBHyL/¿ (B 


8; 


!$%3%s%H%m!<%i!$¿ (B 


¿ 
¿$B!ZF0:n4D6-![¿ (B ¿$B%M%C%H$dóm$&$<3+H/4D6-; (B 
2$B!Z%3%a%sSH! [2 (B ¿$B%9%W%i%$%H!Š¿ (BTIM¿$B!$%]%j%4%s!$I8=`2; 
CD- ROM; $B! STARS 388S T$r$08 J$HAJC1 SKOS ( ($k4X?t=8!#; (B 


¿SB32ZS7SS%5%s%W%kIUS-!#¿ (B 


¿$B?);X$r$=$=$k$h$&$K: (Breadme; $B$H% 3%U%S!%1%S%9Sb%S] S9SHSTSFS*S—-S“*S9! #2 (B 


E SBKMSN% [!<%*> SZ!<%8S+SiSb%@S&SSSGS-SkShHS&SKSTSFS*S-S*S9! #3 (B 


ESBS"SH!S#3#DS9SWSiSSSHSbOSGS-S1SP%5%] !<SHS9OSKSDSbSISGSO!#S*3ZS7S_SK! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22101 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000230ht 


ml.html 


--MESSAGE FILE 22102 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000231 


html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 
Newsgroups: playstation.ny.program.labo 


Subject: LowTec=?1SO-2022-JP?B?GyRCJWk1LUCVWJWklahsoQg==?= readme 


Date: Sat, 28 Feb 1998 15:28:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 136 

Message-ID: <19980228152802kamon@mail.web-hyogo.or.jp> 
References: <19980228152206kamon@mail.web-hyogo.or.jp> 
NNTP-Posting-Host: 210.136.1.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 
* 
* 


n 


B!V¿ (BLowTec¿SB%S1%SSV%si%Sj!We (B 
Ver.1.30 


* 
* 
եյ ի 

Շ 
* * 
7 7 
ք Presented by LowTec(Taro Kamon) " 
եյ եյ 
եյ եյ 


* & k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k x < 


¿SB>R2pe¿ (B 


AAAA 


¿SB<+:n%i1%S%V%i%jSH$S=S$SN%i%$$%$V%ši%Sj$r;HSCS2%5%s%W%kSGS9!#; (B 


¿SB%U%S!%SSsk¿ (B 


ՃՃՃՃՃՃՃՃ 


¿SB%1%S%V%$1i%jJSO0J2<S$SN#5%SU%s!%SS%kS+Si@.SCSFSSS S9!# (B 
liblowtc.a ¿SB%1%$%VSiSjKNBNSGS$9!#¿ (B 

liblowtc.c ESBSiSSSV Sisjs=!<% 9SGS9! #2 (B 

liblowtc.h ESBSISSSVSLSISXSCSESGSI! #2 (B 

m.bat 2 SBSisssv O s sung e SUS! SSSkKSGSO! #e (1 
makelib.txt ESBSISSSVSISISISSSKSIMO;: (BmakefilezSBSGS9!#¢ ( 


¢ SBS=SNB>SN3US% ! 3SSkKSOFCSKI,MWS"S4S%S;Ss! #3 (B 


ww 


(B 
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ESBS; SCSFS#SSSOT}K!¢ (B 


AAAAAAAAAAAAAAAA 


¿ $B=i?4<T$N$+$?!'¿ (B 


"Lliblowtc.c"zSBSNC£S$S+Si!S;HSSS?SS4X?tSr%3ST!<S7SF<+J, SN$W%$m%0%i%`¿ (B 
ESBSK%SZ!<S9SHSOSKSNS, OLHV4IC1SJI;HSST}S@SH;WSSS*S9! #2 (B 


ESBCE5i<TSNS+S?!'3 (B 


¿SB%i1%$%VSiS3jKNBN¿ (B"liblowtc. a" ESB!SBXsCs@sUs! ISEk ( (B"liblowtc.h";SBSK; (B 
ESBSQS9STDLS7!SS3SSSOSSSiSKSiSSSVSIiSISNSISSS/;XDISKLSTS*SI! #3 (B 
¿SBS3S&$9S1$P!S$I8=` S jis a sn HMOSGS-$*S9! #2 (B 


¿$B!a!a!a¿ (B ¿SB<j=g¿ (B ¿SBlal!lalac¿(B 


Ա: ԱՅՈ Ա Ն )SkS@Srin@.! #2 (B 
¿SBNc¿ (B) "psx\liblowtc":SBSJIST3 (B 


¿SB%1i%S%SVSiSj%SU%S!%$SSkSr%s3%sT!<!#¿ (B 
¿SB>e5-#5%SU%S!%S$SSkSr%si%SSSV%Si%SjSU%S)%sk%@SKS3%sT!<;¿ (B 


3) djgpp.envzeSBS$r=q$—49S (SFSO%9SrDLS9!#;¿ (B 
"C_INCLUDE_PATH";: SBSNOTKvVSK; (B"; %PSDIR%/liblowtc"¿$B$rIU2C!#¿ (B 
"LTIBRARY_PATH";: SBSNOTKVSK; (B"; %PSDIR%/liblowtc"¿$B$rIU2C!#¿ (B 
¿SBSoS+SiSJS+SCS?Si!SIUBOSN;¿ (Bdjgpp.enveSBS$r%3%T!<S7SF3 (B 
¿SB;HSCSFS/S@S5SS!#¿ (B 


)¿SB%S3j%SsS/; իշին #2 (B 


I ¿SB%S3%s%sQ%sS%SskSN:]SKSO¿ ¿ (Bgco¿SBSN%S$9%S*sC%sASK¿ (B"-lLlowtc"; SBSHSiSSSVSi%S 
oe ¿SB%j%s%/S$r;XDjS7S$S “$9!#; (B 

ն djgpp.envzS$B$r$$$8Sk$N$, S$%d$J?M$O!$;z (B"liblowtc.a"z$B$rz (B"psx\lib"¿$B%U%)% 
փա 2SBSK!$z (B"liblowtc.h";$B$rz (B"psx\include"z $B%U%) $k%@$KJ|$49~Ss$G$/$@S$5$S$!# 
a 


éESB>e5i<TSNS$+S?!'3 (B 


ESB>e5i<TSNS+S?SKSOS3SNSiSSSVSiSjISOS<S$s$<SsI,MWS"S5S*S; !ASs! #2 (B 


ESB4X?tSN2r@b; (B 


AAAAAAAAAA 


"Refer.txt": SBSrS4MwS/S@S5SS! #2 (B 


¿SB%5%s%W%k¿ (B 


AAAAAAAA 


¿SBS3SN%SiSS%SVSiSjSr;HSCS$S?%5%s%sW%k%W%m%0%si%`SGS9!#S3SN%SsW%m%s0%i%`Sr2r@O; (B 
¿SBS9S1$P!SS1%SS%SVSiSjJSN;HSSJ)Š, 8+S (SFS/SkSH;WSS$* ` C (BDOS¿S$SBS+Sic (B 
s[¿$B%3j%?!<%s¿ (B] ¿SBS$GS9!#=*N;$SO¿ (Bselect;¿SBSNS?%sSGS9!#; (B 
¿$SB%5%s%W%k#1l!'¿(B 

LowTee¢ SB sree eV Sisjsms4Sr¢z (B10 Ş$BIC4VI=< (S9SkSWSmS0Si%S* SGSO9! #3 (B 
ESB: GSbS7SSSWSkKST¢ (BP layStat ionz SB3W Sm%0%i%> SrL\;XS7S°S7S?! #2 (B 
¿SB%5%SssW%sk#2!' (B 
¿SB#N#YIUBOSNS5%s%sWSkSr¿ (BLowTec; $B%1i%S%V%1i%Sj; EMMSKS"S13SS8S7S°S75?2! #2 (B 
S SBS3SNZi3S3V %i%$jŠr;HS (SP! SSo$jSH4JC1!STXMxSKSISkS3SHS,S$*SoS+S$ 42 (B 


ESBSSS$?S@S1Sk$+Sb! #=hM}MnSASH3ZS7SaS$*S9! #3 (B 
¿SBS"SJS?SN¿ (BPlayStation; SBS, ¢ (BWindowz;SBSKAaJQSoS$j!)¢(B 


¿SB%5%SssW%sk#3!' (B 
LowTec¿SB%Si1i%S$%SV%Si%jJSNS[SHSsSISN5!G=$r;HSCS?S 2 ԱԵԱ 
epee 'S#L#1!S#R#1!S#R#2%\S52%SS,M-8zSGS9! #2 (B 
2$B!_%\%S?%SsSr2!S7SI$,S$i!{S\%S?% O eee rene 
ESBHELELSGS] !<S:!S#R#L!S#R#2ZSGS9SM!<S,S+S+S5S*°S9! #2 (B 
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¿SB<U<-¿ (B 
¿SBS3SN%S$iSS%SV%Si%SjSrSRSHS3jSG:nG@. $7158x3+57SFS/S0S55C$2?2CLgB80: S5SsSK¢ (B 
¿SB?4S+S$SiSN46<USH:GBg8BSN; ?<-SrAwS jS*SO!#SVSLS\ <I *S"SSSiSVSEI<!*3 (B 


¿SBCx:n8"¿ (B 


AAAAAA 


¿SB9%$-$JShS$S&SK;H$SCSFS$S/SR@S$S5$S$S!#Cx:n8"I=<($JSISOI,MWS"$jS$%$;Ss!# (B 


¿SBS"SHS,S—-¿ (B 

¿$B$(!A!$A0!9$+$i<+:n%i%$%V%i%šj$r8x3+$7$?7$+$C$?$s$G$9$, !$K;$7$5$K$+$^$1z 

2: SBSF<4$rIUS1SFSS$" $;SsSSGS7S?!#SG!S:#2s!SS3SstFS9SHS, 3+: sos 1 sconce: 
ESBSG!$;22C<TSr; Y1g$9Sk$ ?$aSK$b8x3+Sr7h0U$S7$?S7S@SSSGS9!#SH8@SCSFSb!S:#$%¢ (1 
¿SBSG!S%=!<%9$SOS9SYSF8x3+S7SFS-S?SNSG!SLN?7S7SSItJ,SOSJSSS+SbS7S1S2S;SsSM;: (1 
ESB! (Ց 


ww 


¿ SBAO=RSNSHS*S4!SCx:n8"I=< (SOI,MWS"S45S*°S;SsS,!SSbS7NIS+SCS?Si¢z (B"Powered by 
LowTec Library"; $i invagre1acs+éci~ <(S7SFSbSiS (S?SiS&SISTSSSGS9!#SGSb!SSTz (B 
¿SBSCSASGSbSSSSSGS9!#¿ (B 


¿SBMO81SHS+4VOcS (SFS?SiS4SaSsSJS5SS!#¿ (B 


¿SB%P%0$, $"$C$?$iO"Mm$/$@S5$$$M!#<ALd%a!<%k$b<uIUCf!#;¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 22102 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000231ht 
ml.html 


--MESSAGE FILE 22103 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000232 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.labo 

Subject: LowTec=?1S0O-2022-JP?B?GyRCJWkLUCVWJWklahsoQiAbJEI1laiVVJSEbKEI=?= 
=?1SO-2022-JP ?B?GyRCJWwlcyU5GyhC?= 

Date: Sat, 28 Feb 1998 15:28:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 224 

Message-ID: <19980228152840kamon@mail.web-hyogo.or.jp> 

References: <19980228152206kamon@mail.web-hyogo.or.jp> 

NNTP-Posting-Host: 210.136.1.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


LowTec¿SB%si%SS%SV%si%Sj¿ (B ¿SB%SJjJSUS!S1%s%9¿ (B 
LowTecLibrary Reference 
Software Development Tool 


***SetPad 
¿SB%SQ%C%$ISG!<%s?SNFIS_9-$_=`Hw¿e (B 


¿$B7A<0¿ (B: 
void SetPad(void) 


éESB2r@b; (B: 
GetPad¿$BS$r;H$$$S?$SSH$S-SOSW%m%$0%i%`SN:G=i$GS$S3SN4X?t$r8F$sS$SGS$S/S@S5$%$!#¿ (B 
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<356AE368.6358@dma-design. com> 
NNTP-Posting-Host: th-engl2-230.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 26 May 1998 16:44:40 +0100, Brian Baird <brian@dma-design.com> 
wrote: 


>Besides, this way I get to do what I like, when I like & at whatever 
>speed I like. 
>Brian @ DMA 


It appears I like to annoy myself programming, all the way through the 
night, and at an extremely slow speed. Hope you're not like me 


Robert Swan 

rs108@mdx.ac.uk 

—-MESSAGE FILE 2336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01039 


-—-MESSAGE FILE 2337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001040 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 10 reasons dynamic tmds are cool 

Date: Tue, 26 May 1998 22:21:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <356b3f8e.10068715@www.playstation.co.uk> 
NNTP-Posting-Host: th-engl2-230.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


just off the top of my head people - get into creating tmds 
dynamically - heres 10 reasons why 


1) allows you to use primitives rsdform doesn't work with, ie textured 
gradient pigment quads. They look wonderful 


2) Allows much quicker download times. eg, my game with 50+ tmds. 
would normally take 1-1.5 minutes to download, now it takes 10 seconds 
max 


3) Better use of memory. Remember all those complaints about after 
your tims and sound files are copied into sound and video ram, and 
they just waste main memory? Well, use that space again with dynamic 
tmds. its brilliantly efficient 


4) no need to worry about explicitly specifying memory to load the 
darn tmds into. 


5) The scaling on tmds is perfect. Take a 3ds model or something, and 
with rsdlink you have to scale it by some obscure number (1432.5 or 
some other random figure) and you still cant gaurantee perfect 
dimensions. With dynamic tmds, you specify vertices with world 
coordinates. 


6) Better control of semitransparancy for those primitives not using 

textures. Forget using GsDOBJ2.attribute += (1<<30) to turn them all 

on or off. this way you can turn on or off individual primitives ina 
n object. 


7) Better control of semitransparency for those primitives using 
textures. (I think - i havent tried it out yet!) With a texture, you 
can use any of the 4 methods of semitransparency, just like sprites. 


8) um, er, being able to create models from mathematical formula to 
create lovely and accurate models 


9) Your model doesnt look right? well no need to load up your 
favourite modeller, resave it, convert it with rsdlink, you can just 
alter your main code. Never need to leave the development environment 
(cough) 
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¿$ŠBJVS3CM; (B: 
éESBSIS7¢ (B 


¿SB4XO"9`LN¿ (B 
GetPad(),GetNegcon () 


***GetPad 
E SBSQ%CSISNS\%S?SSSN>UBVSrF@Skz (B 


¿SB7A<0¿ (B 

u_int GetPad( 

int padno // ¿i $B%3%s%H%m!<%i:99~8}$N;XDj!#¿ (B1ESBS, :8!$¢ (822585, 1814. (B 
) 


¿SB2r@b;¿; (B 
¿SB%$Q%C%$ISN%$NS?%sSN>uBVS$r¿ (Bu_int:;SBSGIVS9!#¢ (B 

¿SBSISN%SNS?%s$r2!S7SFSSSkS$S+%SFS95% HS 9SkSKSO%X3C%Q SUS | SSSKSKS"SkS-! <F~ NOH=D jMQ%*%/%mSrM 
xMOSTSES/S@S5SS!#¢ (1 


w 


éSBIV$ ՇԱ. (B 
ESBSQSCSISN>UBV: (B 


¿$B4XO"9`L\e (B: 
SetPad() 


*x*GetNegcon 
¿SB%$M%$8%$3%s$N$"%J%m%$0It$N>uBV$rF@Sk¿e (B 


¿SB7A<0¿ (B: 

int GetNegcon ( 

int padno, // ¿i $B%3%s%H%m!<%i:99~8}$N;XDj!#¿ (812585, :8!$¢ (822585, or 
int button //¢ESBEIS_9~S* S3\S?SSSNHV9E!#3XSC% QSN5 S /SmŠr; HSCSFSM! #2 (B 


) 


éESB2r@b; (B: 
ESBSMS8S3SSSNSE"STSMSOItSN>uUBVSr: (Bint; SBSGIVS7S$*S9! #2 (B 


¿SBJVS3CM; (B 
¿SB%M%$8%3%sS$N%"%J%m%OIt$N>uBV$r¿ (Bint¿$BS$SGJV$9¿ 


> 


¿SB4XO"9`LN¿ (B: 
SetPad() 


***MakeSprite 


¿SB7A<0¿ (B: 

void MakeSprite ( 

u_long *addr, //TIMZSBSNS"S131%392 (B 

GsSPRITE *spr //zSB:n@.$9SkS9SWSiSSSHSNZOSSSISiC (B 
) 


éESB2r@b¢ (B: 

£SBM?S ( (SiS1$?¢ (BTIM: SB%US!SSSkSrSU%$1!<%*° SPSCSUS!>eSKSm!<SIST!S¢e a ԱԱՀ 
SiSSSHSr:n@.S7S*S9O!#S"SHSO!S; (Bx, y SBsa%S$s*sPSr;XD3S7¿ (BGsSortSprite() ~SBS9SkS@S1SGI= 

<(S$GS-S*S9! #2 (B 


¿$BJVS3CM; (B: 
ESBSIS7¢ (B 


***LoadTim 


¿SB7A<0; (B: 

void LoadTim ( 

u_long *addr //TIMz SBSNS"S1%1%93z (B 
) 
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éESB2r@b¢ (B: 
¿$BM?$ ($i$1$?¢ (8117: $B% Լ ՏԱՆՆ k$r%U%l!<%` $PS$CSUS! SKE>AWS7S*%S9! #E>Aw@hSOz (81117: 585Ս59 ! $ 
SškSN>pJsSK= ՀՏՏՏ՞Տ91 #2 (B 


éESBIVS CME (B 
¿SBSJS7¿ (B 


***xStoreScreen 


¿SB7A<0¿ (B: 

void StoreScreen ( 
//:5834ՇՀՅիտ"515159չ (B 
cSWSASCNNOh; OEF@#X¢ (B 
cSWSASCcNNOh; OE@#Y; (B 
cSWSASCNNONHT }¢ (B 
cSWSASCNNOH9bDS5; (B 


éESB2r@b; (B 
ESBSU%S Lice: SPSCaUS I>e$N3 G!<%?S$r3IG<@hs"SI%1%9SK; (B16bitDirectTIM: SBSHS7SF%; !<%V$7$^$ 
91 #3+H/CESN2HLLSr3-%cSW%ASC$ 9SkKSHS—SISISK; HS ($*$9!1#%5 1 <SPSKS"Sk#SH#CHESNS5%SSWSKS+SiS 
պ505/5)56591 #2 (B 


¿SBJVS3CM; (B 
¿SBSJS7¿ (B 


***SearchFile 


¿SB7A<0¿ (B 

int SearchFile ( 

int n, //n:éSB8!:wS9SkSUS!SSSk?tz (B 
FILE_INFO "ք //£:FILE_INFO;$B7?SN%U%!3S%Sk>pJs2 (B 
) 


éESB2r@b; (B 
CD-ROM; SB>eSN%SU%!%S% ՀԱԱ ԿՏԱՆԵՆ մ | (BF ILE Tea A Eee çSSkSN%S5%S%S:Sd%S]%8%7%g%sSr@_ 
Dj$9$k!#¿ (BReadFile ()¿SBSr9TS&A0SK¿ (BSearchFile ()¿$BS$7SFS/S@$5$S!#%SU%S!%SSkSM!<%` SO; ( 
BFILE_ INFO; $BFbIt $G; XDj$7$*S9! #2 (B 


¿S$BJVS3CM; (B 
¿SBQ@5>o=*N; | ie (BTRUE 
¿$BO [>o=*N; !]8!:wSG$-SI$+$C$?%US! SSSKSNHVIF: (B 


¿SB4XO"9`LN¿ (B 
ReadFile() 


**x*xReadFile 


¿SB7A<0¿ (B: 

int ReadFile ( 

int n, //n:z¢SBFI$_9~S* SUS! SSSk?t¢ (B 
FILE_INFO "ք //£:FILE_INFO;$B7?SN%U%!3S%Sk>pJs¢ (B 
) 


éESB2r@b; (B 
CD-ROM; SB>eSN%US!SSSkSrFIS_9~S_S*°S9!#FIS_9~S_@hSO; (BFILE_INFOz; SBFbItSG; XDjS7S*S9! #¢ ( 
B 


¿S$BJVS3CM; (B 
¿SB@5>o=*N; !]¿ (BTRUE 
¿B0 [>0=*N; ! |FIS_9~$a$J$+$C$2%U%!%S% k$NHV9f; (B 


¿$B4XO"9`L\e (B: 
SearchFile() 
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***SetStdd 


¿SB7A<0¿ (B 

short Setstdo ( 

void *a //a:zSBFIS_9~SsS$@I8=" 2; 8; Sr01; ~E*SKCVSSSFS*S/%aSb%S jSNS"SIS1LS9SXSNS] SS3S8%S7¢ (B 
// DOx70bfO0¿SBSPSSS HSN%aSD%JNNOhS, I,MW! #2 (B 


) 


éESB2r@b¢ (B 
CD-ROM; $BS+Sil8=" 2; 8;SrFIS_9~S_!";HMQ2DG=>uBVSKS9Sk! #2 (B 


¿SBJVS3CM; (B: 
¿$B@5>0=*N; !] 3d$jEv$F$i$1$?; (BVAB¿$SBSN¿ (BID 
¿SB0[>o=*N; GC ՈՅ ՈԱԱԿ ՀԱՅԿՈՆ 


***MakeDob4 


¿$B7A<0; (B: 

void MakeDobj ( 

u_long *dop, //TMD2 $B%G!<%?$N%"%I%1%9; (B 

GsDOBJ2 *objp //Dobj¿$B%O0O%s%I%iG[NS$X$N%]%$%s%?; (B 
) 


SB2r@b¢ (B: 

£ SBMS ( Տ15152չ ( (BTMD; SB3G!<3?$r85$K; (BGsDobj¢$BSr:n@.$7$*S$9! #3 (BIMD; SBSKI#?t SN3*3V38% 
%/%SHS,4°S*°S1SFSSS$k>19gSOBh#20z?t$KSO;z (BDobj¿SB%SOSsSISiG[Ns$XSNS] %$%5%?$rEOS$7$" S9!#; 

(B 


¿ $BJV$JCM¿ (B: 
éESBSIS7¢ (B 


***SortDob4 


¿SB7A<0¿ (B: 
void SortDobj ( 


GsDOBJ2 *pDobj, //¿S$B%=!<%F%#%s%0$9Sk%*%V%8%'%/%HSXSN%]%S%s%?¿ (B 
GsOT *pOt, //¢SBS=!<%FS#%S%0@hHSNz (BOT: SBSXSN%]3$%5%272 (B 
long shift //OT¿SBSXSN3d$3jIUS1; ~SK#ZSNCMS 12 ?%S%CZH1&SK%7ZUSHS5$ SkS+2 


) 


ESB2r@b; (B 
GsDOBJ2; $BS$rF) : 704957: (BOT: SBSKS=! <SFS#SS%0S7S*°S9!#3 (B 


¿SBJVS3CM; (B: 
ՀՏ8ՏՄ57: (B 


*w**SortPacket 

¿SB7A<0¿ (B: 

void SortPacket ( 

u_long *b, //¿SB%$=!<%SF%#%Ss%0S7S?SSSO%1%CSHSNG[NsSXSN%$]SSSs%s? (B 
int n, //¿SB%S$=!<%SF%S#%s%0$7$S?SSSO%1%C%sH?t¿ (B 

GsOT *otp, //iSBS=!<SFS#SSSO@HSN; (BOTZ SBSXSN%] 3$%S%?¢ (B 

u_short pri //OTESBSGSNOLCV¢ (B 


) 


¿SB2r@b¿ (B: 
OT¿SBSKIA2hSQ%S1%SCSH¿ (B(GPUZSBS3%*°%Ss%S1¢e ESBSrS=!<SFS#SSSOSTS*SO! #2 (B 


¿SBJV$JCM;¿ (B: 
¿SBSJS7¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 
—-MESSAGE FILE 22103 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000232ht 
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ml.html 


--MESSAGE FILE 22104 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000233 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?GyRCJSI1LSiVtJTAIMyVzJUglLbSE8JWkbKEI=?= 
Date: Mon, 16 Mar 1998 20:16:39 +0000 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <350D88A7.F597DFB4@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.241 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBS"STS3SSSNSPSSSEVSNI}K!SCSFSISESISkKSSSGS9S+!) 2 (B 
é SBCNSCSFS*SiS1$kd}!"65S$ (SF2<S5SS!#¢ (B 


é$BS=$1$H!"8=:_H/GdS$5S1SFSS$k!V%G%es"SkS7SGSC%/ !WSHe (B 
¿SBO1@NAOSN!V%$"%J%3%s!WSHSO2?S+0cS&SNSGS7SgS&S+!)¿ (B 


¿SB!JF1S8FbMFSr$SS.SJ!<%S:%US) !<%i%S`SKŠ$Šb=q$SS?SNS@S1l¿ (B 
ESBSI!"S3SASiSNI}$, S$SSSNS+SJ!)SH;WSSS3SCSASKSb=qS-S*S7S?!#!K¿ (B 


¿SB@%:j¿(B ¿SBFsO:¿ (B (czw03419) 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22104 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000233ht 
ml.html 


--MESSAGE FILE 22105 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000234 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program. labo 

Subject: Re: =?1SO-2022-JP?B?GyRCJSI1LSiVtJTAIMyVzJUg1lbSE8JWkbKEI=?= 
Date: Mon, 16 Mar 1998 23:22:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <19980316232207kamon@mail.web-hyogo.or.jp> 

References: <350D88A7.F597DFB4@interlink.or.jp> 

NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


¿SBS3SsSASO!S@%s:jS5Ss!#2CLgSGS9!#¿ (B 


Jiro Sezaki <sezaki@interlink.or.jp> wrote: 
>¿$B%$"%$J%$S3%sSN%$SP%*$%V$NJ)K!$CSFSIS&S9Sk$Ss$SGS9$+!)¿ (B 
>¿SBCNSCSFS*SiS1SkJ)!"65$ ($F2<$5$S!#¿ (B 


ESBSMSCSHSdASmS&S<$GSO; DGOSIS, $SiSPSSSVSOIT2ZDS_S?SSSGS9! #3 (B 


>¢SBS=$1$H!"8=:_H/GdS$5S1SFSSSk!VZSGSeS"SkS73G%SC%/ !WSHE (B 
>2SBOL@NAOSN! V%"%SI%3%s !WSHSO2?S+0CSESNSGS7Sg$&$+!) 2 (B 


¿SB%G%e%"%k%7%g%C%/S$SO:81&$=$1$>$1$K?6F05!9=$, ILUSSSFSSSkSs$@SC$?SH; W$$$^; (B 
£$BS9!#:81&IL! 9SKSVEKSVEkKSGS-SkKSNS+SI!) 2 (B ¢SBS=$10530S001=0S@SH; WSSS%S9! #3 (B 


ESBSDSSSGSK=qSSSFS*S/SH!SS9OSFS#SCS/ItT, S$r2!S9SHz (BR3,L3¢SB%\%?SSSHS7TSFF/S-S$*S9; (B 
ESB! (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
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—-MESSAGE FILE 22105 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000234ht 
ml.html 


--MESSAGE FILE 22106 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000235 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJSI1LSiVtJTAIMyVzJUg1lbSE8 JWkbKEI=?= 

Date: Wed, 18 Mar 1998 16:27:00 +0000 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <350FF5D4.C2A6B825@interlink.or.jp> 

References: <350D88A7.F597DFB4@interlink.or.jp> <19980316232207kamon@mail.web-hyogo. 
or. jp> 

NNTP-Posting-Host: 203.141.132.235 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


¿SB2CLg$S5Ss!"S"SjS, SHS&S4S6SSS2S7S?!# L (B 


¿SB$=$&S+!"$GS-$JSSSNŠS+!&!&!&!# (B 
¿S$B$A$Sg$C$H;DG0!#;¿ (B 


¿SB<+J, $N%2!<%* SG!VSVSKSVSk!WSH?6F0¢ (B 
¿S$SBS7S$S?$+SC$Š?SNSK!&!&!&!#¿ (B 


¿SBL5G0SJS3j!#¿ (B 


¿SB@%:j¿ (B չՏԲԻՏՕ:: (B 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22106 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000235ht 
ml.html 


--MESSAGE FILE 22107 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000236 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: KDF/KDX v2.01 =?ISO-2022-JP?B?GyRCJHI1LIiVDJIVc1LbSE8JUkKbKEI=?= 
Date: 2 Apr 1998 11:07:49 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 11 

Message-ID: <35236e17p7856@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.132.156.5 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ա 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BS$GS9!#; (1 
KDF/KDX v2.01 ¿$B$r%P!<%8%g%s%"%C%W$7$^$7$?!#; (B 


/forum/program/tools/kdf0201.1zh 


é$BSG$9!#%5%S%:S,Bg$-S$2 (B(1.4MBytesz$BO0JU>eS$"Sk!KSNSG! "3 (B 
ESBS0S&SS%Sm!<SIS9Sk: ] SKSOS*5$Sr1IU$S12<S5$S! #2 (B 


minoru-m@rb3.so-net.ne.jp 


—-MESSAGE FILE 22107 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000236ht 
ml.html 


--MESSAGE FILE 22108 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000237 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


Net Yaroze newsgroups message dump.txt Page 


From: Psuke <p_suke@mxz.meshnet.or.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: static int fun()=?iso-2022-jp?B?GyRCJUESKRCOQkJEYhI xsoQg==?= 
Date: Mon, 20 Apr 1998 19:36:56 +0900 
Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <353B2548.D63FDF22@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.180.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


static int a;z¢SBSHSSS&SNSOM}2rSGS-SkSNSGS95S, ¿ (B 
static int fun();¢$BS$,$$SS*SRSHSDM}2rS$G$-S*S;Ss!#¢ (B 
¿SBSIS&SSS&Lr3d$,S"SCSFSIS&SSS&SHS-SKLrN)SDSNSGS7SgS&S+!)¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


14796 


—-MESSAGE FILE 22108 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000237ht 


ml.html 


--MESSAGE FILE 22109 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000238 


html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.labo 

Subject: Re: static int fun()=?1ISO-2022-JP?B?GyRCJESkRCOkKJEYhI xsoQg==?= 
Date: 20 Apr 1998 14:08:52 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 22 

Message-ID: <353b540ap1365@base.minoru.isl.intec.co.jp> 
References: <353B2548.D63FDF22@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.132.156.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <353B2548.D63FDF22@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 
says... 

> 

>static int a;¿$B$H$$$&$N$OM}2r$G$-$k$N$G$9$,¿ (B 

>static int fun();z$B$,$$S*SRSHSDM}2rSGS-S$%*S;Ss!#¢ (B 
>¿SBSIS&SSS&Lr3d$,S"SCSFSIS&SSS&SHS-SKLrN)SDSNSGS7SgS&S+!)¿ (B 


C ¿SBŠG%*%V%8%'%/%H;X8~$b$I$-%W%m%0%i%_%s%0$r$9$k;~$K¿ (B 
¿ $B=EJu$7$^$9!#¿ (B:—) 
¿$B%3%s%Q0%S%iSOQEEF*4X?t$K$ŠOSm!<%$+%Sk%SiSYSkS$r$DSl1SF¿ (B 
ESBSSS/SNSG!"0 [SUSkS=!<%$9%U%S! SSSKSGF1S8L>>NSNz (B 
¿$B4X?tŠ$Šr;HMQ$7$F$b!"%j%s%/%S(%Si!<$,5/$3$3$2%$;Ss!# (B 
ESBS?S@S7!"SGSPSC%0>pIsSrKdS$a9~SsS@>19g!"3 (B 

2 SBB?S/SN33%s%Q0%8Si!<SO4X?tL>>NSrJ] BBS 9SkSh$&S$G$9! #3 (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne. jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 22109 END: net-—yaroze-usenet/00000003-SCEI/ny/program/labo/00000238ht 


ml.html 


--MESSAGE FILE 22110 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000239 


html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.labo 

Subject: =?1SO-2022-JP?B?GyRCOiM4ZSROJUQhPCVrJWElLcyVGJUolcyU5GyhC?= 
Date: 20 Apr 1998 14:08:52 GMT 
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Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 17 

Message-ID: <353b540apa365@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.132.156.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿SBSN>>KN¿ (B ¿$B<B$G$9!#¿ (B 


2 $BSb$&4 { SKAVSCSFS7$“SCSFSS$*S98, ¢ (B(*_*%) $B! "3g (B 
¿SB8x<0%5!<%P%j!<%$I%S*%s%j!<2=$r$K$i$_!"¿(B 
¿S$B:#8e$N;d$N%$D!<%$k$N%$a%Ss%$F%J%s%9$O!"¿ (B 
¿SB0J2<SN¿ (B URL ¿SBSG9TSSS S9!#¿ (B 


http://www.geocities.co.jp/Playtown-Denei/3856/ 


KDF/KDX ¿SB0J30SN%$D!<%k$N3+H/>pJsSK$DSSS$SF$b!">e5-SN;¿ (B 
URL ¿SBSG7P2aJs9p!&3+H/¿ (B (¿SŠBES>e; (B) ¿SŠSBHGG[T [$r9T$&M=Dj$G$9! #3 (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http:///www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 22110 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000239ht 
ml.html 


--MESSAGE FILE 22111 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000240 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: static int fun()=?iso-2022-jp?B?GyRCJESkRCOkKJEYhI xsoQg==?= 

Date: Tue, 21 Apr 1998 20:34:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <353C8461.D36A87BD@mxz.meshnet.or.jp> 

References: <353B2548.D63FDF22@mxz.meshnet.or.jp> <353b540ap1365@base.minoru.isl.int 
ec.co.jp> 

NNTP-Posting-Host: 133.205.180.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; 1) 


¿SBSIS&Sb!<#P#s#u#k#es$GS$S9!#; (B 
ESBItD9IS"SIS, SHS&S4S6SSS S9!# (B 


Minoru Matsumoto wrote: 
cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


> 

> 

> In article <353B2548.D63FDF22@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 
> says... 

>> 

> >static int a; ~¢SBSHSSS&SNSOM}2rS$G$—-SkSNSGS9S, ¿ (B 

> >static int fun();2¢$B$,SSS*SRSHSDM}2rSG$-S%*S;Ss!#¢ (B 

> >¿SBSIS&SSS&Lr3dS,S"T"SCSFSIS&SSS&SHS-SKLrN)SDSNSGS7SgS&S+!)¿ (B 

> 
> 
> 


C ¿SBSG%$*%V%8%S'%/SH;X8-ŠbSIS-%SW%sm%S0%i%S_%s%0$rS$S9Sk;-SKc (B 
ESB=EJu$7$*S9! #2 (8:-) 


ESBOL=V!"S*!<SP!<Sm!<SISNS3SHS+SI!<SH;WSSS*°S7$?S, 2<5-Sr2?BEYS+FIS_JVS7SFSSSKS&SASK; (B 
¿$BJ, $+$J$^$7$?!#¿ (B 


£$B%3%S%0%$ Si SO@EE*4X?t$KSOSm! <S+SkSiSYSkSr$DS1$F3z (B 
ESBSSS/SNSG!"0 [STSk%=! <%9SUS! SSSKSGFIS8L>>NSN3z (B 
¿SB4X?t$r;HMQS7SF$b!"%j%Ss%/S(%i!<$,5/$3Sj$25;Ss!#; (B 
¿SBS$?S@S7!"%SG%P%$C%0>pJsS$SrKd$a9-4S$sS$S@>1l19g!"¿ (B 
¿SBB?2$/$SN%3%Ss%$QO%SSi!<$O4X?tL>>N$rJ]B8$9Sk$h$&$GS$9!#; (B 


VVVVYV 
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éSBSISkS [SI!"@EE* SNOUL#Sr<hS$ j0cS (SFS*S7S?! #2 (B 
¢SBS+SCSFSK?t; zSrd];}$9Sk$?SaSKB8:_S9SkSH;WSS9~Ss32 (B 
éSBSGS$SFM-8zHOOOSr; } SCSFS$SkKSHSSS&ItI, Sr¢ (B 

¿ SBM} 2r$G$-SFS$*$; $s$G$7$?!#z (B 


¿$B$=$1$G$0; (B 
Psuke 


—-MESSAGE FILE 22111 END: net-yaroze-usenet/00000003-SCEI/ny/program/l<labo/00000240ht 
ml.html 


--MESSAGE FILE 22112 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000241 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Hiroaki Suzuki <suzuki@outback.co.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: =?1s0-2022-jp?B?GyRCJUTMlLcyVOITwlPyRHGyhK?= 
Date: Wed, 22 Apr 1998 01:50:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <353CCE5D.6E60@outback.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS*JI9S-S7TS?SSSNSGS9S,¢ (J 

258535 S&P !<#?!<S$r@) :nS7SFSSSKSNSGS9S, !Jz (JIDOS: SBSY!<%9!Kz (J 
ESBSFS—-S9SHSUS!SSSkKSrS*!<SWSSSTSFE (J 

ISB8+SDS+SCS?; (JOxff£zSBSISISNJ8; zSr¢e (J 

16¢ oe eee © 

Char: $B7?SNJO?t SKF~$1$2SSSNS$G$9S, ¿(J 
ESB2?S+NISSI}K!SOS"S5S*S;S$s$t!) 2 (J 
éESBSU%S!SSSkKSKBPS7SFSJISi¢ (J 

fprintf $B$J$I$, $"$Jj$^$9$, !&!a!a!#e (J 
¿SBJQ?tSKBPS7SFSJSNSG!&!&!&!# (J 

¿SB$/S051S$% 1SYSkSNK<ALdS$G?=S7LUS4S6S8S$8%S;Ss! #2 (J 

—-MESSAGE FILE 22112 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000241ht 
ml.html 


oe 


--MESSAGE FILE 22113 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000242 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Hiroki Chiba" <hchiba@remus.dti.ne.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso0-2022-jp?B?UmU6IBskOQiUZJXMLUCE8JT8kRxsoQg==?= 
Date: Wed, 22 Apr 1998 20:32:01 +0900 
Organization: PlayStation Net Yarouze 
Lines: 9 
Message-ID: <6hkkos$lje@newsl.scei.co.jp> 
References: <353CCE5D.6E60@outback.co.jp> 
NNTP-Posting-Host: 210.159.167.41 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>¿SB8+SDS+SCS? (BOxffzSBSIJSISNJ8; zSrz (B 
>16;SB?2JSKJQ495$75$F¿ (B 


fscanf ¿Á¿S$B$Sr;HS$S&SN$,01HV4JC1$G$OSJ$SSS+SH;WSSSAS9!# (B 


¿SB@iMU¿ (B ¿SB9@5.¿ (B hchiba@remus.dti.ne.jp 


—-MESSAGE FILE 22113 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000242ht 
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ml.html 


--MESSAGE FILE 22114 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000243 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJUTMl1cyVOITwlPyRHGyhK?= 

Date: Wed, 22 Apr 1998 21:16:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <353DDF9F.6C47@outback.co.jp> 

References: <353CCE5D.6E60@outback.co.jp> <é6éhkkos$lje@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Hiroki Chiba wrote: 


>  $B8+$D$+$C$?; (JOxffzSBSISISNJ8; zSrz (J 
>162SB20$KIO49S7SF3 (J 


fscanf ¢$BSr;HS&SNS, OLHV4IC1LSGSOSISSS+SH;WSSS*SO! #2 (J 


VVVVVYV 


v 


¿SŠB@iMU¿ (J ¿S$B9@5.¿(J hchiba@remus.dti.ne.jp 

¿SB%1%9S"SjS,SHS&S4S6SSS“S9!#¿ (J 

¿SBAaB.Sd$CS$FS_ $?S$SSH;WS$SA$9!#; (J 

—-MESSAGE FILE 22114 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000243ht 
ml.html 


--MESSAGE FILE 22115 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000244 
html .html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 
Newsgroups: playstation.ny.program.labo 
Subject: =?iso—-2022-jp?B?UmU6IBskQiUZJXM1UCE8JUT8kRxsoQg==?= 
Date: Wed, 22 Apr 1998 23:29:08 +0900 
Organization: PlayStation Net Yarouze 
Lines: 25 
Message-ID: <6éhkvm5Slus@newsl.scei.co.jp> 
References: <353CCES5D.6E60@outback.co.jp> 
NNTP-Posting-Host: 210.174.83.182 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#s#u#g#i#h#a#r#aSGS$S9!#; (B 


Hiroaki Suzuki wrote in message <353CCE5D.6E60@outback.co.jp>... 
>¿$B$*J9$S-$7$?$SSNSGS9S, ¿ (B 
>¿SB%3%Ss%sP!<%?!<Sr@):nS7SFSSSkSNSGS9S, !J¿ (BDOS¿SB%SY!<%9!K¿ (B 
>¿SB%SF%$-%S9%SH%U%S!%SsSSkSr%*!<%sW%sS7SF;¿ (B 
>¿$B8+$D$+$C$?; (BOx££: SBSJSTSNJ8; z$r¢ (B 
>16¿$B?JSKJQ49575F:¿ (B 
>charz $B7?SNJQ?tSKF~S1S?SSSNSG$9S, ¢ (B 
>2¿$B2?S+NISSJ)]K!SOS"SjS“S;SsS+!)¿ (B 
>¢SB%US!SSSkSKBPS7SFSJSi¢ (B 
>fprintf;SBSJS$SIS,S"SjS%“S9$, 15161618 (B 
>¿$SBJO?ESKBPS7$SFSJSNSG!&!&!&!# (B 

> SBS/S@SiSSS1SYSKSN<ALGSG?=S7LUS4S6SS$S%S; Ss! #¢ (B 


é SBSASGSCSHD4SYSKSNSK; ~4V$, S+S+SCSFS7S7 SSS“ S7S?!1# L (B 
strtol() ¿$B$H$$$8&4X?t$,$"$j$^$9!#;XDj$7$?J8; zNs$r#l#o#n#g7?$KJQ49$7$F$/$1$k4X¿ (B 
¿SB?tSGS9!##1#0?JI=5-SJSNS+#1#6?JI=5-S$SJSNS+$Sr<+FOE*SKH=JLS7SFJQ49S7SFS/S1SkS_S?¿ (B 
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ESBSSSGS9! #2 (B 
2$B; d$0$3S&S5$$&4X?tS0; HSoS: !"S=SN; ~SN>r70$KShSCSF<+Jd, $G:n$CSAScS&S3S5HS,B?SSSNz (B 
ESBSG; H$SJT}$HS$+SOS"S*S3>\S7S/SISSSNSGS9S, !"B?J, $&S$°S/FOS/SH;WSSS*SO! #2 (B 


—-MESSAGE FILE 22115 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000244ht 
ml.html 


--MESSAGE FILE 22116 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000245 
html .html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.labo 

Subject: Re: =?iso-2022-jp?B?GyRCJUTMl1cyVOITwlPyRHGyhK?= 

Date: Thu, 23 Apr 1998 04:42:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <353E4836.2A91@outback.co.jp> 

References: <353CCE5D.6E60@outback.co.jp> <6éhkvm5Slus@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


Sugihara Yoshimi wrote: 
ESBtstutgtithtatr#aSG$ 9! #2 (J 


Hiroaki Suzuki wrote in message <353CCE5D.6E60@outback.co.jp>... 
>2SBS*J9S-S7$?2SSSNSGS9$, ¿ (J 

> 2 $SBS3%s$P!<$?!<Sr@) :nS7SFSSSKSNSGS$9S, 17: (JDOS; SBSY!<%$9!Kz (J 
>i SBSF%S-%S9SHSUS!SSSkKSrS*!<SWSSSTSFE (J 

>  $B8+$D$+$C$?; (JOxffzSBSISISNJ8; zSre (J 
>16¢SB?0SKIQ49S7SF¢ (J 

>charz$B7?SNIJQ?tSKF~S1S?SSSNSG$9S, 3 (J 
>¿$B2?$+NI$$J}K!$O$"$J$^$; $s$+!)¿ (J 

>¢SBSUS! SSSkSKBPST7SFSISi¢ (J 
>fprintf;¿SBSJSIS,S"SjS*S9S,!&!&!&!#¿ (J 
>¢SBIQ?tSKBPSTSFSISNSG! &!&!&! #2 (J 
>2SBS/S@SiSSS1SYSKSNK<ALGSG?=S7LUS4S6SS8%S; Ss! #3 (J 


é SBSASGSCSHD4SYSKSNSK; ~4V$, S+S+SCSFS7S7 SSS S7S?1# (J 

strtol() ¿SBSHSSS&4X?tŠS,S"SJS%S9!#;XDjS7S?J8;zNsSr#l#o#n#g7?$SKJQ49S7SFS/S1$Sk4X¿ (J 
¿SB?t$SGS$S9!##1#0?JI=5-SJSNS+#1#6?JI=5-SJSNS+$r<+FOE*SKH=JLS$S7SFJQ49S7SFS/S1SkS_S? (J 
¿SBSSSGS9!#¿ (J 
¿SB;d$sOS3S&$$S$S&4X?tS$SO;H$SoS:!"$=$N;—$N>r7oS$SKS$Sh$C$F<+J,S$SG:n$SCSAScS&S$S3SHS,B?SSSN¿ (J 
¿SBSG;HSSJ])SHS+SOS"S*SJ>NS7S/SJSSSNSGS9S, !"B?J, $&S*S$/FOS/SH;WSSS*S9! #2 (J 


VVVVVVVVVVVV VN, NP VPN VN, VV VV VV 


ESBS1S9S"S$5S,SHS&S4SESSS*S7S2! #3 (Մ 
¿SBSoS6SoS6D4SYSFSSS?S@S-S*“S7SFS*<j)?tS$S*S+S1S7S*S7S?!# (J 
¿SB?'!9SJJ)SK%S1%9SrD:S-8w1l1ISGS9!# (J 

¿ $BAaB.$d$C$F$_$h$&$H; W$$$^$9! #2 (J 

--MESSAGE FILE 22116 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000245ht 
ml.html 


--MESSAGE FILE 22117 START: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000246 
html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?iso-2022-jp?B?GyRCR08+bBsoQiAbJEI/cj9O0GyhC?=" <bvl@gigawave.ne.jp> 
Newsgroups: playstation.ny.program.labo 

Subject: =?iso-2022-jp?B?R3NETOJKMhskQiROJSIlSCVqJVM1ZSE8JUgkSyREJCQkRhsoQg==?2= 
Date: Tue, 30 Jun 1998 22:31:09 +0900 

Organization: PHLUITS FACTORY +/- 

Lines: 34 

Message-ID: <3598E89D.BD90975D@gigawave.ne. յք» 

NNTP-Posting-Host: 210.169.15.167 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 6F14BC9E50646269CB269D19" 
X-Mailer: Mozilla 4.04 [ja] (Win95; 1) 
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10) they are great for cheap people without modellers at all (grins!) 
just like me. 


of course, complicated models are impossible, but im working on a 
yaroze modeller. That way you would get real WYSIWYG. Go on, get 
excited about them. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


PS, Pete - I wish I could get AI cars to drive around my track like 

they do on yours... 

—-MESSAGE FILE 2337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01040 


-—-MESSAGE FILE 2338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001041 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: 27 May 1998 10:29:02 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Sender: thutton@TECH10 

Message-ID: <u4syczhdd.fsf@cybec.com.au> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> 
<356A2D9C.DBDF7AAB@netmagic.net> <6kecjs$hca25@chuka.playstation.co.uk> 
<356AF627.5811E536@cobite.com> <6kf0uh$lev2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"JohnT" <johnt@nettech.demon.co.uk> writes: 


> do not keep the previous version of DOS. In fact, Windows 95 OSR2 will not 
> install if you have a previous version of DOS!! (Win98 will though, at least 
> the beta and release candidates do) 


But if your PC CPU is slower than 66MHz Win 98 will refuse to install, 
even though such a system can run the OS satisfactorily. I find it 
kinda fascist the way it demands certain hardware, rather than just 
recommending minimum hardware as software should. 


We have a stable Win32 product that has been running perfectly ok on 
Win95 and NT4 ever since they came out. If we run it on a Win98 RCS 
box hooked to our LAN we can crash the OS (blue screen) within 5 
minutes of normal (though rigorous) use. You said that you've only 
had a crash on the 'net - perhaps the networking code is 
sub-standard. I might mention this to our testers... 

Toby (who's FreeBSD pc has *never* crashed - I know, I know, I can't 
play most new DirectX games - that's why I have a playstation). 


-—-MESSAGE FILE 2338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01041 


—-MESSAGE FILE 2339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001042 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 27 May 1998 10:33:45 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Sender: thutton@TECH10 

Message-ID: <u3edwzh5i.fsf@cybec.com.au> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> 
<356A77BD.596@dma-design.com> <356a4d1f.24746116@news.scea.sony.com> 
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This is a multi-part message in MIME format. 
6F14BC9E50646269CB269D19 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


¿SB!VN>LLS]%j%4%s!W!"!V#3<!85%9%sW%1%SSSH!WSd!V#3<!85%Si%s$%s!WSJSISOc (B 
GsDOBJ2¿SBSN%"%H%j%S%e!<%SsHSNSISCS+SN%SS%*C%HSrN)SFS1SP¿ (B 


ա 


éSBI=< (SGS-SkSNSGSOSIS$$$+$H; WS&ESNSGS9S, ¢ (1 
ESBSTSE&SISSSGSTSgSES+! #2 (B 

¢ $B? ?AjSrCNSCSFSkJ} ! "CNSiSTSSS1ST6=L#ES"SkI}S$Oz (B 

é SBS3SNSK%e! <%9S0Sk!<SWS*SGSHS$SSS$S?7SSSH$3SmSGS$9$, 1: (B 
ESBS?SVSs!"S"SHz (B2¿ $B; ~4VSGS5!<S1S*Ss%5!<SKSITSKS_S?SSSISNSG!"z (B 
bvl@gigawave.ne.jp 

ESBS*SG! #2 (B 


6F14BC9E50646269CB269D19 

Content-Type: text/x-vcard; charset=iso-2022-jp; name="vcard.vcf" 
Content-Transfer-Encoding: 7Եւե 

Content-—Description: չոչճ ¿¿¿m :195ճթ 

Content-Disposition: attachment; filename="vcard.vcf" 


begin: vcard 
fn; quoted-printable:=94n=8F=EA =90=92=90m 
n; quoted-printable: ;=94n=8F=EA =90=92=90m 


org: PHLUITS FACTORY +/- 
email;internet: bvl@gigawave.ne.jp 
x-mozilla-cpt: ;0 

x-mozilla-html: FALSE 

version: 2.1 

end: veard 


6F14BC9E50646269CB269D19-—- 


14801 


—-MESSAGE FILE 22117 END: net-yaroze-usenet/00000003-SCEI/ny/program/labo/00000246ht 


ml.html 


EE AE TE AE HE FE E FE E HE HEH H H 
E AE EAE AE AEE FE EAE E E H 


——HHEEEEEE EHH HH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/profile 
——HHFEEEEEEE HEHE 


--MESSAGE FILE 22118 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 


OOlhtml html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: sada@nova.co.jp (Sadahiro Shimoohzono) 
Newsgroups: playstation.ny.program.profile 
Subject: Profile 

Date: 17 Apr 1997 12:03:11 GMT 

Organization: Nova Inc., Tokyo, Japan. 

Lines: 40 

Message-ID: <5j53hv$11k@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.13.7.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.37 


¿$B$O$8$a$^$7$F!"2<Bg1` $H?=$7$^$9!#; (B 
ESBS*S@!"z (BID ¿$B$7$+<jJ85$K$J$/!"3+H/%-%C%H$O; H$C$F$^$; $s!#¿ (B 
¿ $B<+8J>R2p$5$; $ŞFD:$-$^$9!#¿ (B 


éSB;aL>¢ (B ¿$B!'¿ (B ¿SB2<Bg1`¿ (B ¿SBDg42¿ (B (Sadahiro Shimoohzono) 
¿SBG/Np¿ (B  ¿$B!'¿(B 23 

¿$B=;=j¿ (B  ¿$B!'¿ (B ¿SB:k6L¿ (B 

¿SB?&6H¿ (B ¿SB!'¿ (B ¿SB%$"%SW%j%1!<%7%g%ss:nSj¿ (B 

¿SB%S“%7%s¿(B ¿SB!'¿ (B AT¿$B8_495!¿ (B(NT4.0+Win3.1;P5-60;Mem 80M) 
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éSBF~2q$NF05!$0!";E;vSGDy$a@Z$ jSKDISo$1SFSW3m%s0%i%> $9$k;v$,B?SSSNSG!"z (B 
ESB; ~4VSr5SSKS;$:$K9SS-SJI*Sri:n$jS?$SSH;WSCSFSSS*S7S?! #2 (B 

ESB: #S*°SGSHSOA4S/0cSE&!"?2?7S7SSS3SHSrSd$j$?SS$H;WSCSFSSS$?;~SKS3SN4k2hSr¢ (B 
ESBCNSJS*S7S?! #2 (B 

ESBSSSDS+SOF~SmS$ &$H; WSCSFSSS?SNSGS$9$, SASCSHF~SkS$3SHS, =PMh$*$7$?! #2 (B 
2S$B=i4|$+SiSN2qOwSNJ}$KSO!"#1G/$ [SICYS1S$rSHSCSFS7S*S$$*S7$2?! #2 (B 


ESB8=:_SO!";E;v$Gz (B Windows ¿$B$H¿ (B Mac ¢SBSNS"SWSjSr:nSCSFSSS*S9! #3 (B 
(2458Տ52Տ5057: (B Mac ¢SBSNJ}$0!"S [SHSsSIAG?MSG$ 93 (B) 
VC ¿$B$d¿ (B CW ¢SBSPS+S$4;HSCSFSSSF!"3ZSJ4D6-SKSJIS1ISFS7S*SCSFSSSKSNSG!"¢ (B 
ՀՏԲՏԱՏՇՏԱԵՏՎՏՈՏԵՏՀՏԱ: (B gcc+odb ¿$B$r;H$$$3$IJ$;$k$+$,ITOB$G$9!#¿ (B 


¿SB011~!"K\?&SOSW%m%0%i%^SG$9$, !"JL$NŠ3$H¿ (B (¿$B%j%=!<%9:n$j$d4k2hė (8) gSBSbSdSCSF3 (B 
¿$B$_$?$$S$H; W$ŞC$F$$$^$9! #2 (B 

éSBAG?MSISNSG!">/S$7SESD=S$9TS$7$?SSSH;WSCSFSSS*S9! Ի. (B 

¿$B%2!<%` Sr:n$C$?7P83$, SISSSNSG! "S=SNJUSNIY6/$b$7$?SS$H;WSCSFS$$*S$9! #¿ (B 

£$B%2!<%* :nSjSNSWSmSNJT}S$bB?S/;22CS5$; $ŞF$$$k$h$&$J$N$G!"?'!9$HJY6/$5$;¿ (B 
ESBSFSbSiSSS$*S9! #2 (B 


ՀՏՏՑՀ-: 508սՇքՏՄՏԱՏՇ|"Տ"Տ՞ՏՍ9ԸԲ0ՏՇՏ-Տ՞ՏչՏտ իչ (B 
ESBE2Sv7n8esO$SiS$$K0z$Cl1 [S9SNSG! "S=SN; ~$+SiK\3JE*SK; 22CS7$?SSSH; W$C$F$$$^$9!#¿ (B 
ESBS=S1S*°SGSO!"S*°SKSeS"SkKSrFISSSGIY6/S7S?SSSH;WSSS*SO! #2 (B 


ESBSISES>ShSm$7$/$*4jS$$7$*S9l#e (B 


¿SB2<Bg1`¿ (8 :58թց42: (B e-mail¿$B!'¿ (B sada@nova.co.jp 
sada@xa2.so-net.or.jp 


—--MESSAGE FILE 22118 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000000 
lhtml.html 


--MESSAGE FILE 22119 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Youichi Kondo <youichi_k@cap.bekkoame.or.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-jp?B?GyRCJEkkJiQ+JGgkbSQ3JC8bKEo=?= 
Date: Tue, 29 Apr 1997 17:37:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <3365B34B.5122@cap.bekkoame.or.jp> 
Reply-To: youichi_k@cap.bekkoame.or. jp 
NNTP-Posting-Host: 202.210.142.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESBS_SISSSs!"SOS8SaS*S7SF! I F~2qS7SFS*S@01=54VSGS9! #2 (J 


¿ŠB!!$O%s%SISk%M!<%`!'%a%,%3%s¿ (J 
¿SŠB!!IL>!!!1IIIIIIIA0!!6aF#! IMN; Te (J 
¿$B!!=;!!!!!!!!!!=j!'O0&CN8)L>8E20;T; (J 
¿$B!!?&!!!!!!!!!!6H!'%3%s%T%e!<%?2q<R!!7P1D: (J 


¿$B!!;H¿ (J ¿$BMQ¿ (J ¿$B4D¿(J ¿SB6-!'#P#C!]#9#8#2#1#L#s#1#5#0!?#S#1#4; (J 
¿SB!!%SQ%=%3%s7P83Nr!'Ls#2#0G/¿ (J 


¿SB!!7P83¿ (Մ ¿SB3+H/¿ (J ¿SB8@0@81!'#8#0#8#0%"%;%s%V%ši!"#8F#6%"%;%s%V%i!"#C!"#B#A#S#I#C! 
"¿ (J 
¿SB!!!1111111111111118F48OWRETIR#A#N!"ECHORBEORLEy; (J 


éS$B2q0wSN3 'S5SsSH@Q6KE* SK8rN. S$r$7$?SSSH;WSCSFSSS“°S9O! #2 (J 
ESBSIS&S>!"Sh$m$7$/$*4jSSS7$*°S9!#e (J 


¿SB!!!!#E!]#m#a#i#l!'¿ (Jyouichi_k@cap.bekkoame.or.jp 
——MESSAGE FILE 22119 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000000 
2html html 


—-MESSAGE FILE 22120 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
003html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: "=?1ISO-2022-JP?B?GyRCOmdEW) 9yO1LYbKEo=?=" <delta@alphatec.or.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: =?ISO-2022-JP?B?GyRCJUE8kOCRhJF4kNyRGGyhK?= 

Date: 29 Apr 1997 15:29:58 GMT 

Organization: =?ISO-2022-JP?B?GyRCIOYjTSVmITw1NhsoSg==?= 

Lines: 23 

Message-ID: <01bc54b2$0264bec0SO0f6688cb@Alphatec.alphatec.or.jp> 
NNTP-Posting-Host: 203.136.102.15 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSTSE&Sb!"SOS8SaS*STSF! #3 (J 
2 SBF~2q$7$F#2=54VL\$N?7 ?MSGS$9! #3 (J 


ESBSOSSSISk! 'LgO?MA=NI¢ (J 


¿SBL>¿ (J éESBAO! 'BgDZ?r; Ve (J 

¿SB?&¿ (J ¿SB6H!'Bg3X@8!J011->pJs4X78$N!K; (J 
¿SBG/¿ (J ¿SBNp!'#1#9:P¿ (J 

¿SBQ@-¿ (J ESBIL! 'Շթչ (J 


¿ $B) :n4D6-!'#F#M!]#Ve (I ESBEDHEFSH#HKHPHOFWHEFRE (Մ C¿SB#ES#E¿ (J 
¿SB%$Q%=%3%SsNr!'#5G/S$/S$SiSSS+SJS!!A¿ (J 

¿SB2a5n<j$r=P$7S?8@81!'#B#A#S#I#C; (I gSBHECHOFBHOFLE (J ¿SB#C¿ (Մ ¿SB#J#a#vt#a¿ (J ¿SB#J# 
a#v#a#S#chr#hifptit>(J 


¿SB#s#h¿ (J ¿SB#c#s#h; (J ¿SB#P#e#r#l; (J ¿SB#H#T#MEL: (J 
¿SB%*%k%šA%S2!<%`#Shchr#i#pitheirEy; (J 


¿$B2a5n$K$$$m$$$m%W%m%0%i%`8@8l$r7P83$7$F; (J 
ESBS"S*S43WSmS0%1i%> SKS* SSSFSISSSIS!SH;WSCSFS$?SNSKz (J 

ESBS*°S??7S ?STSHSNSK<4jSr=PSTSFSTS*SCS? EE ESESSIELEL EE (J 

ESB: #EYS3S=S"SkDxEY; HS (SkShS&SK4hD%SjJS?SSSH;WSSS*S9!#¿ (J 
¿SBS/S@SiSJSS<ALdSbS?S/S5SsS9SkS+SbS7S1S$S-S;SsS, !"Sh$m$7$/S*43jSSS7S%S9!#¿ (J 


E-Mail: delta@alphatec.or.jp 


——MESSAGE FILE 22120 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000000 
3html.html 


--MESSAGE FILE 22121 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
004html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCNFg4fRsoSiAbJEJPQKNLGyhK?="_<kst@hal.ac.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: =?I1SO-2022-JP?B?GyRCJE8kOCRhUJF 4kNyRGGyhK?= 

Date: 30 Apr 1997 19:15:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <01bc559aS87ba7680S97e9d8ca@kst .hal.ac.jp> 
NNTP-Posting-Host: 202.216.233.151 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBS_SJS5SsSOS8SaS*S7SF!#<+8J>R2pS7S S9!#¿ (J 


¿S$BL>A0!'4X8)OBCK; (J 

¢$B?&6H! '@1Lg3X9; SKDLSCSFSS$S*S9!#!JTF1$83X9; SN?M7k9=SSSkS$_S?SSSGSO9SM!Ke (J 
ESBG/Np! '#2#1:P2 (J 

éSB@-JL! 'CK¿ (J 

éSB=;=j!'8=:_SOL>8E20¢ (J 

ESB3+H/4D6—-! '#P#CH9#81#2#1#ATSH2SHEX#6#8#0#0#O#X#V#I!J! !O!O!(¿ (J 


¢SB<BSO#P#S<+BNS$OGcC$ &M=D jL5$+SCS?SsSGS9S1SISM! #3 (J 

éSB!IK?EZ@1S5SsSSNI}$, 9%$S-—S@S7!&!&!&SCSH$3S3S8Sc6X6gSJSNS+$J!J>P !K!K¿ (J 
¿SBSGSb!"#L#i#g#h#t#W#a#v#eSDSSSFS/SkS7!"SJSKSh$Sj9uSSSCSFSHS3SHSG;WSS@ZS$CSF9X; (J 
ESBF~STS*S7S2! #2 (J 

2SBA4@94 | SN#X#6#8H#0#040 ! THM#S#XSGSH2Dz (J) ESBGCS&S3SHOMS (S1SP7THS7SF9bS/SOSTSS!#$H; WSS 
¿(J 
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ESBS*S$ol#e (J 
¿SBS3Ss$JS$9SSSS+$2SsSJSdSDSGS9S, !"$h$m$7$/$*$M$, $$$7$^$9!# (J 


¿SB4X8)¿ (J ¿SBOBCK; (J 

kst@hal.ac.jp 

——MESSAGE FILE 22121 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000000 
4html.html 


--MESSAGE FILE 22122 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O005html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Tomonori Sugisita" <t-—s-sck@xa2.so-net.or.jp> 
Newsgroups: playstation. a oa profile 

Subject: zgSBSOS8SaS*S7SF3 (J 

Date: 2 May 1997 19:12:26 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc5704$6e353e00S868d84d2G@t-s-sckxa2> 
NNTP-Posting-Host: 210.132.141.144 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSOS8SaS*S7TSF!#e (J 
——MESSAGE FILE 22122 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000000 
Shtml. html 


--MESSAGE FILE 22123 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O006html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Tomonori Sugisita" <t-s-sck@xa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: =?1ISO-2022-JP?B?GyRCPWkkYSReJDckRhsoSg==?= 
Date: 2 May 1997 19:21:03 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01bc572dS$aldal4a0$908d84d2@t-—s-—sckxa2> 
NNTP-Posting-Host: 210.132.141.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESB! !!!=iSaS*S7SF!*#S#C#HKSGS9! #3 (J 
é$B!!!!S=S1SGSOS5$CS$=S/<+8I>R2p$GS9!<3 (J 
¿$B!!;aL>!!!!!1?y2<!!CR5, !J$9$.$7$?!!$H$b$N$j!K¿ (J 
S SB!!G/Np!!!!!!#2#0: Ք: (J 

¿$B!!?&6H!!!!!!Bg3X@8; (J 

¿ŠB!!=P?H!!11112,;38)¿ (J 

¿SB!!¿ (J 

SSB!!I!!!$h$m$7$/$*$M$, SSSTS*S9!#2 (J 

¿$B!!¿ (J 


a FILE 22123 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000000 
6html.html 


——MESSAGE FILE 22124 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
007html.html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: sayaendo <sayaendo@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?1so0o-2022-jp?B?GyRCJUE8kOCRhUJF4kNyRGJCchKhsoSg==?= 
Date: Wed, 07 May 1997 13:47:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <33700964.7F9Béba.mbn.or. յք» 

NNTP-Posting-Host: 202.217.124.163 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 
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¿$B3'$5$s=i$a$^$7$F!#$0$?7$/$7H, LZSH?=STS*S9!l #3 (J 


¿SB0J2<<+8J>R2p!#¿ (J 


¿SBL>A0!'¿ (J ¿SBH,LZ¿ (J ¿$B2E?-¿ (J 
ESBSOSsSISk! "3 (J ESBS5$d$ (SsSTI¿ (J 
¿SBG/Np! '¿ (J ¿ $B#2#2:P¿ (J 
¿$B?&6H!'¿ (J ¿$B3X@81J="?&3hF0Cf !K¿ (J 
¿SB=;=j!'¿ (J ESBI<8K8) @>5\; Te (J 
¿(J 


E-mail¿$B! sayaendo@ba.mbn.or.jp 


ESBSGS9! #2 (J 
¿SB0J8eSN3hF0SGSO%sO%s%I%SkL>SNS5SdS (SSSISr;HMQS9SkM=D3jSGS9!#¿ (J 


¿SB%M%SC%SHSdSmS&S<Sr;OSaShS&SH;WSCS?F05!SO#C8@81SrS+S8SCS?<TSHS7SFa (J 
ESBO=L#S, S"SCS?S+SiSTSSSGS9S,!"S+S8SCS?7S@S1SGSODLMOS7TSISSShHSESGSISM! #2 (J 
éESBS3S1S+SiS*S?3X=, SNSdSjSIS*STSGS9ST!#SOSCSOSCSO! #¢ (J 
éSBSCSF="?&3hF0C£SISSS@SCSFSPS!!*3 (J 


¿E SBSHS 3SmSG#N#YSN3+H/8@81SCSFH#C8A81SASCSFSISCSFS*S9S1ST¢ (J 
ESBS3S1SCSFS"S/S*SG7TAK<0S, !"STSSSGSISM! #S*1"SGS*S?4X?tSr3P$ (D>$5$JSSSH¿ (J 
ESBSSS1SISSSGS9! #2 (J 


ESBSASIS_SK3+H/SN%S*SKSeS"SkSISSSGSIS1IST! "SASGSCSHS7$?%2!<%* SNe (J 

¿i $BSW%m%0%i%` Sr$/SCSDS1SF!"S=S1SK:) @ZCzZG+SK@bL@Sr1IU$1$?7A<O0SNE[S, (J 
éSBM_S7$$$H;WS$$%*S;$s$+!)2(7 

¿ $B; dSOSWSms0Si%S> Sr:n$k?M4VSHS7SFSOS"SkS*S8S—5"S (SSK! E*SJ9MS (J) $r; (J 
¿SBS9SkKSNSGS3S&SSS&SNS,M_S7S+SCS?SjJS9SkSsSGS9S, 144 (J 
¿SBSGSb#S#P#ISHS+SGSOSoS?S7%W%m%0%i%%*!<SHS7SFSNE,@—-S, 9bS$S$SSiS7SSSGS9!#¿ (J 
¿SB@SSNCfSCSF2rSjS*S;SSSM!#¿ (J 

——MESSAGE FILE 22124 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000000 
Thtml. html 


e 
“UY 


——MESSAGE FILE 22125 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O008html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: okabe@jomon.or.jp (OKABE Hiroyuki) 

Newsgroups: playstation.ny.program.profile 

Subject: =?ISO-2022-JP ?B?GyRCPWkkYSReJDckRhsoQg==?= 
Date: Thu, 15 May 1997 00:01:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <okabe$ead219970515000125@news1.scei.co.jp> 
NNTP-Posting-Host: 202.225.131.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESB=iSaS*S7$F!"2,ItSH?=S7S*S9! #3 (B 


¿SBL>A0!'2,It!!9@G7¿ (B 
¿SBG/Np!'¿ (B5/22¿$B$G¿ (B22¿SB:P¿ (B 
¿SŠB?&6H!'Bg3X@8!J90A0Bg3X!K;¿ (B 
¿$B3+H/4D6-!'#P#C#9#8#2#1¿ (B 


¿SBShS/%S2!<%` SHS+:nS$SCS$S?$SjJS7SFS?2S1SI!"KOS-S$SCS$]SSS+S$Si40@.S5$;S?S3SHSJSS!#;¿ (B 
¿SBSGSb:#EYSOG6GbS+S+SCSFSkS$S+SiSJ!# (B 
¿SB:#!"$9S4S/2KS@S+SiS"SHSOSdSk5SSH:,5S$SS@SJ!#¿ (B 


¿SBJ,S+S1iSJSSS3SHSOJ, S+SkS*“SGJ9S-S“$S/Sk@-3JSJSNSG!"¿ (B 
¿SBS_SJS5SsSSSmSSSm65S (SFS/S@S5SS! #2 (B 
¿SBShSmS7S/S*43SSS7SS9!#¿ (B 


OKABE Hiroyuki (HiO) 

E-Mail:okabe@jomon.or.jp 

—--MESSAGE FILE 22125 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000000 
8html.html 
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——MESSAGE FILE 22126 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
009html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: t_hibino <h953151b@eds.ecip.nagoya-u.ac.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: my profile 

Date: Fri, 16 May 1997 13:40:03 +0900 

Organization: Nothing 

Lines: 38 

Message-ID: <337BE522.41C67EA6@eds.ecip.nagoya-u.ac.jp> 
NNTP-Posting-Host: 133.6.3.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 4.1.3-JL sun4c) 


t_hibino ¿$B$H?=$7$^$9!#¿ (J 


2 SBS*$*$1%=SUSH! JSiSSSHSE%'!<SVIKSNDy$a@Z$4$,¢ (J 
ESBGwSCSFS-S?SNSGF~2qS7S*°S7S?! #2 (J 

2 SBSHS35mS, ! "S$*SbSCSFSS$?Sh$5K\L?! JF~2q$9$k$3$H! KSNz (J 
2 SBS [$&$b%5!<3PSNS"%/%;%9B. EYSb2wE, SGLLGr$=$6$G$9! #32 (J 


¿SB3X9; SN$*S7%sSO¿ (J sun օտ ¿SBSN¿ (J UNIX ¢SBSG!":#$*SGz (J mnews ¿$B$r¿ (J 
2SB;HSCSFS*S7S?S, !"SM%CSH%$9%S1!<SWSG%a! <SkSHSK%SeE!<S9Sre (J 
¢ SBAWSKSNSGN}=, SbS+SMSF!"<+8J>R2p$r$*$/SCSFS_S*S9! #3 (J 


¿SBL>A0¿ (J 2$B!'F|HfLnzg (J ¿$B7IB'¿ (J 
¿$BG/Np¿ (J ESB! 9240. (J 

¿SB?&6H¿ (J ¿SB!'3X@G@8¿ (J 

¿ $B; H$ ($k4D6-!'¿ (JDos/V 98 (win95 linux) 


¿SBSAŞS9S"S, SISNS?Sa<t:nSN#A#T8_495!Sr;HSCSFSSS*S9! #2 (J 


-- ¢$B<+:n$N5!<og (J -- 

CPU Cyrix 6X86P166 

RAM ESBH3#2¢ (JMB: SB0J>e¿ (J 
os Linux and Windows95 


-- NEC PC-9821Xa9/C4 -- 
CPU AMD K5-—PR100 

RAM ¿SB#2#4¿ (JMB 
melco WGP-VG4S 4MB 


ESBEN!"9b9;@8SN:"SO!"z (JMicrosoft Macro Assembler 5.0 

ES$BSr; ԱՏԸՏԲՏՏՏ2ՏՅՏԱՏԵՏ"ՏյՏ-5752Տ5,1"2 (J 

¿S$B6a:"$O!"¿ (JDelphi 2.0) desktopz$B!"Sr;HS$SOS8SaS*S7S?!#z (J 
2 SBSSSAS*S&H#MHI#FD#EI! Tz (JRoland SC88VLZ$B!KSb$"S$4S*S9! #3 (J 


t.hibino 
h953151b@eds.ecip.nagoya-u.ac. jp 
+ > 
——MESSAGE FILE 22126 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000000 
9html.html 


——MESSAGE FILE 22127 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
010html հեռու 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?i1so-2022-jp?B?GyRCUE8kOCRhUF4kNyRGISMbKEo=?= 

Date: Sat, 17 May 1997 16:52:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 895 

Message-ID: <337D63A8.113F@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.140.46 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 22D4498E45C5" 
X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 
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This is a multi-part message in MIME format. 


22D4498E45C5 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


ESBSOS8SaS*S7SF! #2 (J 
morimori ¿$B$H?=$7$^$9!# (J 
¿$B3'$5$s$h$m$7$/$*4J$$$7$^$9!# (J 


7 SBOR6uL'Ch4XO"SN3+H/SrS7SFSSS*S9!#3 (J 


éSB?@F* @n8) @n: 5; TSK:_=; SGS9!#¢ (J 

éESB<q!!!!L#e (J 

¿E $B! !#C#GS"SK%Sa@) rn!"S2!<S> 4k2h!"5!9=@ 71" 2 (J 
éSB!!NAM}!"3(2h!"LO7?@) rn! "FC; #!"%S; SkS"SKSa@) rng (J 
¿SB!1%SI%SiSSSV!"SP%SS%S/%1!<%9!"Sh%C%SH!"%9%—!<!"¿ (J 
éSB!!Ht9T5!!JHt9T;~4Ve (J 7.5h ¿SŠB!K!"%$P%$9%1%SC%SH%N!<%k!"¿ (J 
¿SB!!%—%c%s%Wc (J 

2$B!!1G2h4U>*!"SPSSS*S53S!"2; 3Z4U>*!"FI=q! "3 (J 
¿SB!!?MAjJ3X!&@jJSS!"1Q2qOC!"3S30N99T!"%SQO%=%3%Ss¿ (J 


¿SB!!SH!"S$3SsSJSbSs$GS7SgS&S+!#¿ (J 


¿Š$ŠB!!$"% /%$FS#%VSŠH$SN$s%"%$ /%FP%#SVSN694V$G!"; (J 
¿$B11;-4V$N3d$j?6$j$KBgJOSJF|!9$G$9!#; (J 


¿$B%21<%`@) :n4uK><TBgJg=8!*; (J 
¿SB%W%š$m$N%2!<%`@):n<T$rLN;X$7$FF|LkJ3F.CfSNJ)!"¿(J 
¿SB;dSHOl=o$K:nS$Sj$*$S7$SgS&!#¿ (J 
ESBS40"MmSr$*BTSASTSFS*S4S*°S9! #2 (J 


ESBEVI}SO4k2hH5ZSS#C#HGE) ոտ, 9TS (S*S9! #2 (J 


P.S.¢SBS5%SSWSk#CH#HGIUS1S*S9! #3 (J 


/-/ Name : morimori 
/-/ E-mail : morimori@fa2.so-net.or.jp 


22D4498E45C5 

Content-Type: image/jpeg 

--MESSAGE FILE 22127 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000001 
Ohtml. html 


——MESSAGE FILE 22128 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O1llhtml html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?I1SO-2022-JP?B?UmU6IBskQiRPJDgkYSReJDckRiE jGyhK?= 

Date: 19 May 1997 04:17:57 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <0Olbc6é37a$fcc59b60SLocalHost@Libretto20.ppp.bekkoame.or. jp> 
References: <337D63A8.113F@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.210.128.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿$B$9$, SoSi!wSYSCS3S"SaSGS9¢ (J 


¿ $B$A$9g$C$H=E2a$.$^$7$?; (J 
E $B#H#P$N%j%s%/$J$I$G7Z$/$7$F$[$7$+$C$?$G$9; (J 
ESBSGSOz (J 
——MESSAGE FILE 22128 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000001 
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—-MESSAGE FILE 22129 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 


012html.html 
Path: chuka.pl 


laystation.co.uk!newsl.scei.co.jp!usenet 


From: TAKO'S <tako-s@ba2.so-net.or.jp> 


Newsgroups: 
Subject: 
Date: Sun, 25 
Organization: 
Lines: 31 

Message-ID: 


p 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


laystation.ny.program.profile 
=?iso-2022-jp?B?GyRCJE8kOCRhJF4kNyRGISobKEo=?= 


May 1997 00:11:16 +0900 
PlayStation Net Yarouze 


<33870514.349F@ba2.so-net.or.jp> 


210.132.163.110 
1.0 


text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 


7bit 


X-Mailer: 


Mozilla 3.01 


[ja] (Win95; I) 
¿ Š] 


¿S$B!!S$SsSGSb$C$SF<+8J>R2p!%!%!%¿ (J 


BSIS&SbSOS8SaS*ST7SF!*#T#ATFK#O!G#SSH?=S$7S“S9!#¿ (J 


¿$B!!L>!!A0!!!!!"!!BgDP!!@Q/F;¿ (J 
¿SB!!%$SO%Ss%sISk!!!'!!#T#ARK#O!G#S!US*SDSK#N#1#f!V#F#C#GFATRMEE#M#2 !W=PKW!K;¿ (J 
¿SB!!G/!!Np!!!!1'11%%%/%Sm%9SOCf01S$S@SCS?SCSl!)¿ (J 
¿S$SB!!=;!!=3j!!!!!1'"!!Jx2uF;;%K2;T¿ (J 
¿SB!!?&!!6H!1!111'112q<RO0w!J%Q%=%3%sSO#E#x#c#e#1lS7S+;HSCSFS S;Ss!%!%!%!K¿ (J 
¿$B!!LH!!5v!!!!!"!!IaDLLH5v!"LQA[F; 6KKLN.N"K\2H!!LH5v3'EA!!¿ (J 
¿SB!!<q!!L#!!!!1'11%9%SN!<%N!<%SI!"%S%%s%, !"<V!J#W#R#C!K!"%2!<%`¿ (J 
é$B!!B:7IS9Sk?M!'!!EgK\OBI'!"1_C+1lOFs!"8~C+!!<BI"S9SFSOSK!<!yNS¢ (J 
¿SB!!5!11:`!!111!11#F#M#R#V!)|]#S#E!JUTFR1#2#0#M#H#zZ!K!"#P#S!?#V!!#V#ii#s#ifo#n;ə (J 
¿SB!11111!111111111!!#S#C!]#5#5#m#k#2!"#K#A#W#AT#I!!#K!]#4!"#Q#V!]#1#0O¿ (J 
¿SB!!11!!111111111111#g#NRIRSHSH6WARN!!FR#N#N!]#1#417#ORX#YRGRE#N! !#K#ri5#6Fc¿ (J 


¿SB!!SJSsS;@N#P#C!]#6#0#0#1#M#k#2SGSY!<S7SCS/SdSCSFS?0JMhSJSbSsSG!"¿ (J 
¿SBšSbšSASmS$s!V#C8@81!WSJS>S5SCS$SOSj2r$jS%$S;Ss!#¿ (J 


LSB! ! 85SOSHSSS (SP#RRA#LELEYECERRFRORS#S$SJ$Skš2!<%`SN0YSKGC$C$?SNSGS9S, !"¿ (J 
¿SBS$DSS@hF|$K9qFbR/Gd$JS>7h$S*$CSF$7S2$SC$SFSb$&BgJOQ!%$!%!%!J#SEC#ESNSS¿ (J 
¿S$SB$1$:S%1%1%1%1K¿ (J 


éS5B!!SG!"SbSH$r<hS$k$?Sa%*S8%a!) SKZWSMS0Si%S> $NJY6/$J$>$0$2$` SDSbS4SGz (J 
¿SBS9!#!JS&!ASs!"SI!ASJSk%S3%SHSdSi!%S!%Ss!%Ss!K¿ (J 

ESB! !SFSISoS1SG! "STSKSH$S>Sh$m$7$/S$*45S$S7S*S9!*3 (J 

zZ$B111J2!]J11]11 1 13]J1]1]J1J1]1!]1])!J!J1J13]2J1!!J4AJ1]J!]1]J1J33]!]J11J1]J)]J1] Ja] (Ü 
¿SB!1!1!11111111111111111111!1!1#TRFARK#O!G#S!!!!: (J 

¿SB!!!!1!!11: (Jtako-s@ba2.so-net.or.jp¿$B!u¿ (Jwww02.so-net.or.jp/~tako-s¿$B!!!!¿ (J 


Հար t] t ՆԱՆԵ tat sta p p uti ass 


——MESSAGE FILE 22129 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000001 


2html.html 


——MESSAGE FILE 22130 START: 
013html html 

Path: chuka.playstation.co 
From: "“JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?ISO-2022-JP?B?UmU61BskQj1pJGEkXiQ3JEZMbEM2 JECkORSoSg==?= 
Date: 26 May 1997 14:54:59 GMT 

Organization: JI-SOFT 

Lines: 19 
Message-ID: 
References: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


-uk!news1l.scei.co.jp!usenet 


<5mc883Soc2@news1.scei.co.jp> 
<01bc1066$796fa600S1f51cd85@ji-tan.mxv.meshnet.or.jp> 
133.205.83.23 


2$B!!L1C6!w?@8MBg$G$9! #2 (J 


net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
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ESB! !S9SS$*S$; $s! #$3$SCSASKSUS) Sm! <SISKSNK:S1SFS*S$7$?2l#e (J 


¿SB!!%Sa!<%sk%"%I%1%9%,JQ99SKSJSCSFS AS9!#¿ (J 
é$B!!"-$3$1$,:G?7!Jz (JH.9/5/26¢SB!KSN>pJs$G$9!#¢ (J 
ESB! !SGSOSGSO! #2 (J 


2 $B?@8MBg3X9) 3XIt>pIsCNG=9) 3X2U#4G/! !Bm8&5f<<¿ (7 (CS26) 
2SBDT!!M5;V!!z¢ (d(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 
http://picasso.seg.kobe-u.ac.jp/~hiroshi/ 
http://wwwl.scei.co.jp/~chz02283/ ( for N.Y. members only ) 


——MESSAGE FILE 22130 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000001 
3html.html 


--MESSAGE FILE 22131 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
014html հեռու 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.program.profile 
Subject: =?iso-2022-jp?B?U0ONFOQSAbDJEI kKyRpJEckORSoQg==?= 
Date: Tue, 3 Jun 1997 12:36:52 -0700 
Organization: SCEA Net Yaroze News 
Lines: 11 
Message-ID: <5nlrfd$7d025@scea> 
NNTP-Posting-Host: pm3d-41.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ՀՏԹՏՕՏՑՏՅՏ՞Տ7ՏԻ 1": (BKenshin ¿SBSGS9!#;¿ (B 


¢S$B8=:_JF9q%m%5%3S%<%k%9SK=; SsSGSSS*°S9! #3 (B 
SCEA ¿$B$+$i¿ (B Net Yaroze ¢SBSN%i%S%; SsS9Sr<uS1SFSSS$*°S9S,!"z (BSCEI ¢SBSNSK%e!<%9%S0% 
k!<%W¿ (B 


¿SBSK%"%/%;%9SGS-SkSNSG!"S3S1S+SiEY!9S$S*@SOCS$SKSJS3jS S9!# (B 


Kenshin Fujiwara 


kenshin@pacificnet.net 


——MESSAGE FILE 22131 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000001 
4html.html 


—--MESSAGE FILE 22132 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
015html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?ISO-2022-JP?B?GyRCOiMkNCRtJEckOSQsGyhK?= 
Date: 26 Jun 1997 19:40:28 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 25 

Message-ID: <S5ougjcSe4a@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2 SB4{SK: #G/SN=iSaSK2q0wSHSJISCS?SNSGS9S, |" չ (J 
¿SB$3S1S“SGS:SCSH¿ (UMSX¿ SBSr; H$CSFSSS?SNSG¿ (Մ C¿SB8@81S1S3S$mS+!"¿ (J 
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DOS/VzSBSH$+z (JWINDOWS ¿SBS+SiJY6/S9S$Sk%O%SaSKSJSCSFS S79S?!#%H%[%S[!&!&!#¿ (J 


¢ SBSMSCSHSd$m$ &$<<+BNSO! "S$S$mS$$mITK~SJEQ@S, S"SCS?SNSGS9S, 1" (J 
£$B:G6a2r>CS$5S1SFS—-SF!"ShS&SdSCSH! VSMSC%SH!WSKL\S,$*°S/ShS&SKz (J 
éESBSIS5S*S7SF!"S40'; "S9Sk<!BhSGS9! 4. (J 


¿SB%Z%s%M!<%`$O¿ (J TPM.CO zSBSHSSS&L>ANSG! "2 (J 
E SBSW%m%0%i%`EJ9F;o$H$+$K:nIJ$rAw$C$F$$$?:, $C$+$i$NS"%^%A%e%"; (J 
ESBSGSO!#S?7SSSFSSSNS"S*SASES":nIISTSiH=S5S°S9! #3 (J 


ESBS"S*SASES"STSISGSOSN: nIJSr:n$CSFS$S-S?SSSH;WSCSFSSS*S9O! #3 (J 
ESBShSm$7$/S$*45SSS7S*S9! #3 (J 


8/15 (zSB6b!KS$Kz (J zSBNW3S1{ET?4SNE15~%S%C%0%5%3S3HSG34+:ES5$1$kz (J 
2$B33%_%C%/%*!<S1SCSHSGz (J MSX¿$B$d; (JFM-72 SBSN32!<%*!1"5;=Q>\:Y=q! "2 (J 
¿ŠSB%*%j%8%J%k¿ (IMUSIC; SBEy$rGd$4$*S9! #2 (J 

¿SB>1=j$O¿ (J ¿$BEl¿ (J ¿SB!IS1!I#1#5#a¿ (J ~SBSGS9!#ShSmS7S1S1SPSIS&S>! #3 (J 


ESBS[!<%°SZ!<%8S02 (J 
http://wwwl.scei.co.jp/-chu02331 
ESBSGS9! #2 (J 

¿ $B$G$OSM%C%H>e$G$*2q$$$7$^$7$g$&!#¿ (J 


——MESSAGE FILE 22132 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000001 
Shtml. html 


——MESSAGE FILE 22133 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
016html հեռու 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: teijyou@hal.ac.jp (teijyou) 

Newsgroups: playstation.ny.program.profile 

Subject: =?ISO-2022-JP?B?GyRCJE8kOCRhUF4kNyRGGyhC ?= 

Date: Fri, 27 Jun 1997 05:36:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <teijyou$a0c219970627053634@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.216.233.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESB3'S5Ss!"SOS8SaS“*STSFSOSSSISkKSODG>fz (B(teijyou) ~SBSHSSSSS“*S9! #2 (B 


¢ SBEN#YSKF~SkS-SCS+$1S$0; dSNOTSCSFSSSkL>8E20; TSKS"Sk@1Lg3X9; #H#A#L$G¿ (B 
ESBENFYSN9US9SFSGSN<x6HS, SdSkSHSSS&S3SHSGGCSCSFST7S“*SSS*°S7S?! #2 (B 


ESBSSS*!"JTY6/CESTSNSGS9S, !"ITUBOSNS5%SSWSKSN>/SISSSKECSSSFSSS*S9O! #3 (B 
$B! JSW%1%9SFS@S$+SiEVA3#3#DSNS5%3SSWSkS, S"SkKSH; WSCSFSSS$?!Kz (B 
¿$B4JC1$J<+8J>R2p$G$9$, !"OT8e!"ShSm$7$/S*45SSS7S%S9! #3 (B 


ESBHE! ] #¥M#A#1T#L!'3 (Bteijyou@hal.ac.jp 
——MESSAGE FILE 22133 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000001 
6html.html 


——MESSAGE FILE 22134 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
017html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-jp?B?GyRCO08kYSReJDckRhsoSg==?= by krd 
Date: Sun, 29 Jun 1997 22:35:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33B6648D.7DFD@niftyserve.or.jp> 
NNTP-Posting-Host: 203.139.230.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 1482 
<356A8BBD . 5DD9@dma-design.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Brian Baird <brian@dma-design.com> writes: 


> 

> Matthew Hulett wrote: 

>> 

>> What is a PDA? I am aware the name Katana is to be dropped, is 

> > Dreamcast the final product name? If so, i think Katana had more bite 
> > and style... 

> 

> "Personal Data Assistant" - it's the little memory card/gameboy/virtua 
> pet thingy that plugs into the DC controller. Sega are pitching it as a 
> "VMS". 

> 

> I think Dreamcast will be the final name... Look for SoA/SoE pushing it 
> as the Sega DC though... Katana was pretty crap as well, but I'd gotten 
> used to it. Personally, I don't think the name matters though. 


I read today that 'Dreamcast' will be used in Japan, though Sega 
haven't decided whether it'll definitely be the US or PAL name. I 
don't like it, myself. 


Toby. 
—-MESSAGE FILE 2339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01042 


—-MESSAGE FILE 2340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001043 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 23:19:21 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <356b4aff.15619810@news.scea.sony.com> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <356A2D9C.DBDF7AAB@netmagic.net> 
<6kecjs$hca25@chuka.playstation.co.uk> <356AF627.5811E536@cobite.com> <6kf0uhSlev2@c 
huka.playstation.co.uk> <u4syczhdd.fsf@cybec.com.au> 

NNTP-Posting-Host: client-151-198-130-135.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Toby (who's FreeBSD pc has *never* crashed - I know, I know, I can't 
>play most new DirectX games - that's why I have a playstation). 


Never? That's impressive. I find it sad that companies now seem 
resigned to release software that is bug-ridden, and that in America 
they are considering rewriting contracts and warranties to say that if 
their software screws up your drive's contents, your OS, etc... you 
are on your own. 

I can understand that there will always be unforseeable problems, 
but when Win '98 locks up and crashes on Bill Gates, in a public 
demonstration he gave a month ago, well, maybe an extra few months in 
development could not hurt. It seems companies are happy to let the 
public do their testing for them. 

Mario was using the beta 3 release of Win '98, and he was a tester, 
that's true. But I am convinced that in this atmosphere, people have 
to be somewhat carefree to install the first or second release of any 
program. Let others do the testing and have the pain... 


—Matt 
--MESSAGE FILE 2340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01043 


-—-MESSAGE FILE 2341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001044 
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ESBSOS8SaS*S7TSF! #2 (IkrdgSBSG$9! #2 (J 


"news": SBSHSSS$&SbSNSr;HSC$?;v$, SISSSNSG!"3 (J ¿SBSHSFSb8MOGSCSFSSS S9!#¿ (J 
¿$B!JF~2q$O0!"#2%v7n$[$IAO0$J$N$G$9$, !"STS&SKSbe (U "news": SBSHSSSESNSr>e<jS/07S Sk¿ (J 
58541" չ (J 

“7SB<+?.$, $IS/$F 1" :#$°$G=qS-9~$a$*$; $s$G$7$2! #1 Ke (J 


ESB!IVSSS$%2!<%S* !aBP@0%2!<%S° !IS7$+$b; 22C?M?t$, B?S1S1SPB?SSI}$,S$hSS!K!We (J 
¿SBSHSSS&JPSCS?SO9%SrSbSCSFSSS S9!#¿ (J 


¿$B$I$+$I$+; ~4V$, $H$1$I$/$F!"$^$0$"$^$j¿ (JBlackPlayStationz$BSr? (S1SJSSSNSG$9¢ (J 
SBS, 1": ( (J 

C SBIVŠ SM%$C%$HSdS$mS&S<!W$SK47$1$F$-$?$i!"@'Hs!V%*“%$Sk%$A%S?%C%$W!W#2$DSG!"#82?MF1; 2BP (J 

> SBQo: 

I cas GAD eeinscens r a 

(2 SBSSSADL?.$1!<%$V%kSbSDS+5S (S1$P!"3 (J16¢SB?MS*S$GSS$S1S$k$+3 (J...) 


krd (Yousuke Kuroda) 

CQD00245@niftyserve.or.jp 
—--MESSAGE FILE 22134 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000001 
Thtml.html 


——MESSAGE FILE 22135 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
018html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TEN" <ten@tky0O.attnet.or.jp> 

Newsgroups: playstation.ny. ae profile 

Subject: ¢SBSOS8SaS*S7SF!l#e (J 

Date: 2 Jul 1997 14:05:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <0lbc86ef$d8a61500SLocalHost@default> 
NNTP-Posting-Host: 165.76.16.172 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS8Sa$*S7SEF! ##THEFNSHSSSSS*SO!#6KOLItSNI} ! 9SKSDSSSFSO; (J 
ESB! ISOS8SaSF!ISGSOSISSSsSSGS9S, !&!&!&!# (J 


¿S$B$+$JS$S3jO0JAO0!J;¿ ( G ԱԱ ԱԱ 5 e 5 անեին 

ESBSOS=S3SSSNENSE&S0%SES,L5$/!T: #Sb$S=S&SGSOSIST!IK!"M' 27MSN8@SO$1SkS,¢ (J 

ESBS*S*SKe (JDOS/Vz$B5!$rGc$$!"%$%s%?!<SMSCSHSr;OSa! "ez (JGsSortLine; $B4X?t$Gz (J 

ESBS5S3SSWSkSr:nSCSFS_S$?S34!#:G6a!"¢ (JWindows95;SBSNA* :nSK47S1SFS-SF!"3 (J 

¢SB!V<+8d>R2p$GS$b$7SH$/$+!* !WSH8=:_SK; JSCSFS*S9! #3 (J 
¿SB:G6aSO#C8@81SNB>$K!V¿ (JWinAPI32;SB!W!Vz (JDirectXz$B!WSIJSISNIY6/S$b; OSaS*S$7S?! #3 ( 

J 

ESBFQS7S/SF61O+S7TSFS*S9!TS"SH!";29M=q$, 9b$9S$S.Sk!&!&!&!K!# (J 


¿SB@NSO!ISIAG?M!I$GS7$2?$, !"4hDSSCSF: x. 7%sm%$&%H!IS/SiSSSKS$SJS3jSS7S?!# (J 
¿SBS3SsSJSNSGS9S, Sh$m$7$/S$*4jSSS7S*°S9!#¢ (J 


¿SBL>A0¿ (J ¿$B!'¿ (J ¿SBEDCf¿ (J ¿$B0lBg!J$?$J$+¿ (J ¿$B$+$:$RSm!K; (J 
¿SBG/Np!"@-JL¿ (J ¿SB!'¿ (J ¿$B#2#0:P!"CK (J 

¿SB?&6H;¿ (J 25812 (J ¿$B3X@8; (J 

¿$B=;=j¿ (J ¿$B!'¿ (U ¿$BE15~ET?7=I6hCfMn9ge (J 

Name : TEN 


E-mail : ten@tky0.attnet.or.jp 


——MESSAGE FILE 22135 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000001 
8html.html 


——MESSAGE FILE 22136 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
019html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shinpei Azuma <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.profile 
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Subject: =?iso-2022-jp?B?GyRCJE8kOCRhUF 4kNyRGGyhK?= 
Date: Sun, 06 Jul 1997 11:22:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33BF015C.201D@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.67.149 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ES$BS_SJI$5$*!"S*SOSDSKS*L\S$KS+$+$55%S9¢ (J (¿SBS3SN%$U%)!<%Si%S`SO!K!#¿ (JPsuke¿$B$H?=$7$^$ 
9!#; (J 
LSBS=515G5O0<+8J>R2D!#; (J 


¿$B;aL>¿ (J ¿SBE12?8J2¿ (J 

¿$B=;=j¿ (J ¿S$SB9b:=;¿(J/¿ŠBJ<8K¿ (J/¿$BF|K\¿ (J 
¿$BEEOC;¿ (J ¿$B$d$a$H$3; (J 

¿$BG/Np¿ (J ¿SB#2#4:P¿ (J 

¿ŠB?&6H¿ (J ¿ŠBL52?&¿ (J 


¿SŠB:G6aSO¿ (JLW4.0O¿$B$7$F$^$9!#<B$OSW%m%0%i%^!<$rL\;X$7$F$^$9$,¿ (JLW4.0¿$B$NLLGr$5$K? 
40z¢ (J 

¿SBS+S1#3¿ (IDCGZSBSb32ZS7SsSG$*S9!##C8@81S0; H$ ($k$H; W$C$F$^$7$?$, J, $+4$i$I$$$3$H$, ¿ (J 
ESBS"SCSF!VS$3$3SGS$*S$75 ($F$b$i$ ($k$+$J!<!W$H; W$$!"B-$rF'$_F~$1$k$H<+8J>R2p$N;¿ (J 
¿$B>1=j$,@_$1$F$"$C$?$N$GN)$A4s$C$?$o$1$G$9!#¿ (J 

ESBS[!<%° 3Z!<S8SbS"SCSWS7TSFSSS*S9ISNSGS<SR8+SFS/S@S5SS!#:#8eSHSbShSmS$7$/! #3 (J 
—-MESSAGE FILE 22136 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000001 
9html.html 


--MESSAGE FILE 22137 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O20html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "MIKITA" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?I1SO-2022-JP?B?GyRCJE8kOCRhUJF 4kNyRGGyhK?= 

Date: 6 Jul 1997 14:22:51 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bc8a18S09c6c140S4b08 8bcb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 203.139.8.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


éSBS_SIS5$*$O$8SaS*S7SFl#Sh$m$7$/$*4jS$S7$*S9 lite (J 
¿SB#L#WS,FOSSS?SNSG!"SdSCSH2qOwSKSJSCS?5SJ,SGS9!#¿ (J 


¿SB<+8J>R2p! '¿ (J 


¿SBL>A0¿ (J ¿SB!'S_S-$S?¿(J ¿SBS*SD¿ (J 
¿SBKNL>¿ (J ¿$B!'?9ED¿ (J 

¿SB?&¿ (J éSB!'3X@8¢ (J 

E-mail ¿$B!'¿ (Jo-mikita@po.tama.or.jp 


ESB2F5Y$_$+$i; OFOS9SkKM=DjSGS9! #2 (J 

¿SBS4;XF3ShŠSmS$S7S$S/S*4jSSS7S-S9!#¿ (J 

—--MESSAGE FILE 22137 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
Ohtml. html 


--MESSAGE FILE 22138 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O21html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!news!not-—for-mail 
From: matutaka@oskO.attnet.or.jp (Yuichi MATSUTAKA) 

Newsgroups: playstation.ny.program.profile 

Subject: =?ISO-2022-JP?B?GyRCPCs4S j5SMnAbKEI=?= 

Followup-To: playstation.ny.program.profile 

Date: 30 Jul 1997 09:13:29 GMT 

Organization: OSAKA Japan 

Lines: 41 

Message-ID: <5rn0tkSe3f@newsl.scei.co.jp> 
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NNTP-Posting-Host: 165.76.116.158 


Mime-Version: 1.0 (generated by tm-edit 7.106) 
Content-Type: text/plain; charset=ISO-2022-JP 


ESBS_SISSSs!"SOS8SaS*S7SF! #2 (B 


72$B7nz (B26zSBF|$Kz (810:585, ԲՕՏՏՏԲՏԱՏՇՏԱՏՅՏ5: (B INN + suck ¿$B$G$N¿ (B News :58406- 
$,$GS-S?SNSG!"¢ (B 
¿SB<+8J>R2pS$S5%S;SFD:S-S S9!#¿ (B 
ESB! tSISs$G$3S3S0!"S3SsSJ8ESS;(B News Server ¿SB;HSCSFSKSN!)¿ (B 


¿SBKN¿ (B ¿$BL>!'>>9b¿ (B ¢SBM:01¢ (B 
¿SB%O%s%I%Sk!'$@$($b$s¿(B 

¿$BG/¿ (B ¿SBNp!'¿ (827:58:Ք: (B (¿SB:J012M;ə (B) 
¿S$SB?&¿ (B éSB6H! 'MO@\Sm%\SCSHSN%=%USH2085Ss32 (B 
¿$B=; 2 (B ¿$B=j!'Bg:eI\?aED;T¿ (B 
¿$B3+H/4D6-!'¿ (B 

CPU ¿$B!'¿ (BPentium166 

Memory ¿$B!'¿ (B64MB 

HDD ¿Š$ŠB!'¿ (BSCSI 268 

VIDEO ¢SB!'¢(BMGA Millennium 4M 
Display.$B!'¢(BNANAO FlexScan E57T 

os 2$B!'z (BFreeBSD 2.2-970422-RELENG 
2$B;HMQ8@81!'F|K\81z(B, C, 280, 68000, i486, Perl, Java 


¢ SBK2N) L?4 [Bg3XSKDLSCSFS$$$?$3Sm$0z (B X68000 z$BSG%2!<%* Sr:nSCSFM7$s$G$$$?SNSGS$95S, | 
ո. (8 
158: G6aSN%Q%=%3%SSOLLGr$/SISSSNSG! "SMSCSHSd$m$&$<$K?=$7$3$_$*°$7$?! #SASIS_$K>ez (B 
2 SB5-SNS*°%7 > SM%C% ee S a O 
ESB! tSSSSS*°S7TSSS@A@SCS?SIS!2(B ¿$B!d¿ (B X68000 


2$B: #SOIT? 7LLL\$I%5%i%4!<%* Ss$rSd$CSFSSSKSNSG! "EZF |SK$7$+%W%m%0%i%_%s%0ľ$G$-; (B 


ESBSISSSNSH!":G6az (B Java ¢~SBSKSOS*SCSFSSSk$; $$$G%2!<%` :n$jSKSIS+SIS+; ~4VSrSHS1SIS$z 
(B 
¿SBSNSGS9S, !"S\SAS\SASHSASCSFS$$3$&$+$H; WSCSFSSS*S9! #2 (B 

ESBSIS*!"3 (BUNIX2 SB>eSGSN3+H/%D!<%kSrDs6!S7SFS*SiS1Skz (BGo¿$B$5$s$HK\66$5$s$K$OBgJ 
Q46<Uz (B 
7; SBS7SFS*$4$%$9!#5*S4+$2SG47$12F$7$s$@4D6-$G3+H/$9Sk$3SHS, $GS-$°S9! #2 (B 
P.S. 
¿SB9u¿ (BPS¿ Í FOSSS?SNSGM7SsSGS_S?SNSGS95S, !"¿ (B3000¿SB0J9_SN¿ (8ՔՏշ58505605456Տ5,Տ՞ՏԻՏ 
DSKSJSCSF5S2¿I(B 


ESBSKSHSSS&SNSOK\EVSGS9SM! #$*SCS?S/TLSNS*S7SSSNSHSESK8+S (S*S9!# (B 


matutakaQosk0.attnet.or.jp 
——MESSAGE FILE 22138 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000002 
lhtml.html 


——MESSAGE FILE 22139 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
022html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-jp?B?GyRCS1I2TRsoSiAbJEI3ck1XGyhK?= <katagiri@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-jp?B?GyRCUCokOCRIJF4kNyReJDkbKEo=?= 

Date: Wed, 06 Aug 1997 02:56:09 -0700 

Organization: WEGMAN 

Lines: 37 

Message-ID: <33E84A39.6DB2@ga2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.201.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


L SBS 
ՏՏ-չ (J ° 
¿SB$SJ$Sj!"S$SW$Sm$U$S#!AS$Sk¿(J 
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2$B!!8Dz (J ¿$BBN¿ (J ¿SBL>!'JR6M¿ (J ¢SB7rIW! J$+$?8.$ 42 (J ¢$B$?$1$*!Kz (J 


ESB! !@-!!!!TL!'SdSm!Az (J 

¿SB!!%$O%s%IS% ee eer on WEGMAN; $B!Kz (J 

¿SB!!H/¿ (J ¿SBQG@8;¿ J ¿SBEF|!'#189#98712881282471J8=: _SNSHS3Sm#2#5:M!Ke (J 
coat (elt! 18H Smac (S 

¿SB!!@8¿ (J ¿SBB)¿ (J ¢SBCO!'J!2,8)ED@n74¢ (J 

a e a %3%s4XO"!"$b$A$m$s%2!<%`¿ (J 

¿$B!!13+H/4D6-!'<+: n#D#O#S! ?#V¿ (J 

¿SB!1!111111 !!!! O (JCPU: 486DX266 (¿SB>P¿ (J) 


s ՈՆ (JRAM: 48MByte 

¿SBI!1!1I1111112 (BHDD: ¿SBLs¿ (J3GByte 

¿$B!!!!!!11!!!!¿ (JVGA:VIPER VLB 

a OS:WINDOWS 3.1D 

¿$B!!!!!!11!!!!g (J(¿$B$[$s$H$O0:n$jD>$7$?$$$1$IA4$/$*6b$,$J$$; (J!!) 


ESBS_!"$_SI$5$s=iSa$*$7$F¢ (J 
ESBETHEFKSH?=S7S°S9¢ (J 


ESBEN#YSKSO! "5nG/SN#67n:"S+SiF~SCSFS*S7S?S, !";E;vSKS+S*°S1SF<jSbCeS1SFSSS°S;SsSGS7S$?¢ 
(J 


2 SB<BS0O;d! "SDS$:G6aS*SGK?EES ! 4XO"Sa! <$+!<SK6PSaSFS*S4S*STSFE (J 
¿S$B$=$3$G!"#S#E$Si$7$-Šb$N$r$7$F$*$j$2$7$S?¿ (J 
¢£$B!J<RFb6HL32~A1MOSK#V#BSAHAFCHCHEHS#SSr; HSS ! "#PHO#FPEYSNS7%9SF%° Sr:nSCSFS*S7$?!Kz (J 
é$B2q<RSKSO#4G/$ [ST6PSa$*$7$2S, !"3X@8; ~BeS+SiSNL4!"¢ (J 

ESBIXS2!<S° S/S5% (1<S2!1<SKSIS IS 29S! YSH; WSS! "SdSaSFS7$*$$$*$7$22 (J 


2 SBSQ%=S3%SSNrSO#1#6G/DXEYSGS9S, !"#1EY$b%2!<%`$r:n$C$?$3$H$,$"$j$^$; Ss (J 
ESB: #G/SN#57n: "$+$iSNSASNSAJY6/$Sr;OSa$?$h$&$SJE[$GS9; (J 


éS5B:#8=:_S$O2q<RS$b<-Sa!"#3?MDxEY$G%0%k!<%SWSrAHS_!"%S2!<%* Sr:n$kJIY6/SrS7SFS*S45S*°S9¢ (J 


2£$BS3$s$I; dSGS9ISNSG! "SUSDSDS+SJE@SbS"Sk$+$H$O;WS$$*$9S,!"2 (J 
ESBSTS&$>$h$m$7$/$*44SS$$$?$7$*$92 (J 


—--MESSAGE FILE 22139 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
2html html 


——MESSAGE FILE 22140 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O23html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kena <kena@yk.rim.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: Kena=?iso-2022-jp?B?GyRCJEckOSEiJGgkbSQ3JC8bKEo=?= 
Date: Mon, 11 Aug 1997 19:59:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33EEF076.9D6@yk.rim.or.jp> 

NNTP-Posting-Host: 202.247.134.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; Լ) 


¿SB2q<R$, 2F5Y$_SKF~SCS?SNSG! "Sh$&$d$/%W%mS0%i% > 3+H/$, ;OSaSiS1$*S9! #3 (J 
< $B4D6- $K47S1Sk$?SaSK!"S*S:SO4ICISIMNSASDSN%SQ%: SKSKD) Co! #z (J 
2 $B40@.<!Bh8x3+$9SkM=DjSGS9SNSG!"3'S5Ss$h$m$7$/$*4jSSS7S*S9!#e (J 


ESBL4S0%1%$%39%H!<%* SKTiS1SJSS%S7%Se!<%F%S#%s%0%2!<%`Sr:nSkS3SH!*; (J 
¿SB4hDSS3jS S9!*;¿ (J 


+—Kena/Kentaro.Arai (cxw01777) ----- + 
kena@yk.rim.or.jp 
http://www.yk.rim.or.jp/~kena/ 
+ + 
--MESSAGE FILE 22140 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
3html.html 


——MESSAGE FILE 22141 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 


Net Yaroze newsgroups message dump.txt Page 


O25html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 
Newsgroups: playstation.ny.program.profile 
Subject: =?I1SO-2022-JP ?B?GyRCPCs48 j5SMnAbKEI=?= 
Date: 25 Aug 1997 15:21:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <5ts7ueS4vj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.73 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.73 (x86 32bit) 


ESBSOS8SaS*S7SF!"z (BCOCOTTE ( ¿SB2qOw¿ (B ID : ckv00356 ) ¿$B$H$$$$$^$9!#¿ (B 


¿SB%21<%`Sr:n$k$3SHSKSOQN$+$i6=L4#$,$"$j!"¿ (B 
ESB! VSMSCSHSd$m$&$<!WSKSO5nG/SN2FS/SiSSSKF~SCS$?SN$G$9$, !"¿ (B 
¿$B="?&3hF0!"B4OR$HK; $7$/!"2?$b3hFO0=PMh$^$; $s$G$7$?!#¿ (B 


2 SBSGS=SN6=L#SNS"SkS2!<%* :n$j$N$?$aK?%2!<%`2q<RŠK="?7&$7$?$N$GŠ9Ş, ! "32 (B 
¿SB1J1sSK%2!<%`SJSsS>:n$iS;SFSbSiS (SISSSH;WSoS1SkIt=pSKG[BOS5S1!"¢ (B 
ESBOSSNCESCSF87$S7S$%SM!"SHS+;WSCSF!"S8ScS"9uz2 (B PS ¢-SBS@!"SHSJISCS?LUSGS9O! #2 (B 


ESBSH8@SCSFSb; D6EHSN8eESNSWSMS0S1iS_SSSOSOSDSISSSGSISISI!"¢ (B 
ESBS*S"S=$3$0:,@-$GS+%P!<S7SFS*S9! #2 (B 


ESB8=:_!VSk$3$i!<S8Se!WSHSSSE&%SX%\2(B RPG ¿S$BS$Sr:n@.CfSGS9!# (B 
http://wwwl.scei.co.jp/~ckv00356/ 
ZSBSK!"$3$N%2!<%* SN2hA| SISI$r>/$7:\$; SFSSS*S9SNSG! "3 (B 
ESB46A[SrD:$1SkSH4rS7SSSGS9! #2 (B 


ESBS=S1SGSO0! #¢ (B 


COCOTTE (ckv00356) cocotte@nk.rim.or.jp 


14815 


—--MESSAGE FILE 22141 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 


Shtml. html 


--MESSAGE FILE 22142 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 


O26html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.program.profile 
Subject: this is einsiedler 

Date: 7 Sep 1997 18:09:42 GMT 

Organization: Playstation Net Yarouze 

Lines: 29 

Message-ID: <5uugql6S$Sfqr@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.233 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$G$9$1$I!#¿ (J 


ESBAOSKSbDS3$3SK%] S9SHS7S?5SSHbS7$*S9S, !"2~SaSF<+8d>R2pz (J 


Handle Name : einsiedler (¿$B$"$$$s$7!<$I$i!<¿ (J) 
NetYarouze ID : ahs03099 
¿SBCK¿ (J ¿SB><OB¿ (751:586/085՞512(Մ ¿$BL5G=¿ (J ¿SBBg3XG8;¿ (J 
¿ $B; ` $L$^ŞG$K:n$j$?$$%2!<%`¿ (J 
: ¿SB%S1%$%9%SH!<%`¿(J ¿SBS_S?SSSJSN¿ (J 
ee I m ՀՏՔՏ ՏՉՏՏՏՄՏԱՀ (J 
¿SB%= k%(%C%8¿ (J ¿SBS_S?SSSJSN (J 


¿SB@NS+$i%2!<%`:n$j$?$+SCS?$NSGS$9$, !"L5G=$J$?$a=$9T$K; (J 
¿SB?HS,F-2S1iS:1"0S*SoSj$SKSb$S=%$s$SJ4qFCSJ2K?MS, SSSJS+SCS?¿ (J 
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¢ SBSNSG!"$3$3SKS$/$1$P462=S5S$1SFS$d$k5$$, G\A} $5$1$k$+$H3 (J 
2SB4 | BTS 7$FSM%CSHSd$mS&S<SK; 2$4S°S7$2! #2 (J 


ՆԵՆԵՆ Ն. $/$J$G$7$g$&$1$I; (J 
¿ ŠBB>$K<qL#$J$$$7; (J a £$B!":G8eSN%A%c%s%9SH; WSCSF4HDSSCSF3 (J 
é$BS_Sh$&$SH; W$C$F$^ ' 


¿SB4v?M$+S$SG6 (NO$7$F%i%$%V%i%j:n$C$F$k?M$$$^ i 
SBS [ [SsSH5S7ZSK%a!<SkSGSbAwSCSFSASCSF2<S5SS! #2 (J 


einsiedler __ einsidle@cb3.so-net.or.jp 


——MESSAGE FILE 22142 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
6html.html 


--MESSAGE FILE 22143 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O27html html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Noboru Nemoto <nemol@po.jah.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?1s0-2022-jp?B?GyRCJUE8kOCRhJF 4kNyRGGyhK?= 

Date: Fri, 03 Oct 1997 02:38:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <3433DC1B.37C1@po.jah.or.jp> 

NNTP-Posting-Host: 202.212.54.167 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESB3'S5Ss!"S3SsSPSsSO! #2 (J 
Nemo ¢SBSH?=S7S*S9! #2 (J 
éESBF~2qS7S?SNSO: #7nSISSSGS9S, !"5S9GSG%3SSSFSISHSKI~JGSTSFSTS“*SSS“*S7S? #3 (J 
éSB<! $O#3#DSG22?S$+:nS$j$?SSSH;WSCSFS*S9! #3 (J 
¿SBSSSmSS$SSm>pJs8r49%SJSIS7S?SSSGS9!#¿ (Մ 
¿SBS=S$S1SGSO!*¿ (J 

AE A A A TD S eT p p e 

Noboru Nemoto 

mailto:nemol@po.jah.or.jp 
http://www. jah.or.jp/~nemol 
/27-7-7-7-7-7-7-7-7-7-7-7-7 


——MESSAGE FILE 22143 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
Thtml. html 


—-MESSAGE FILE 22144 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O28html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Jiro Sezaki <sezaki@interlink.or.jp> 
Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-jp?B?GyRCJUGgkbSVUUS 8hKhsoQg==?= 
Date: Mon, 12 Jan 1998 23:21:27 +0000 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <34BAA577.C6F03797@interlink.or.jp> 
NNTP-Posting-Host: 203.141.132.211 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&S$b; OSaS*S7SF!#¢ (B 
¿ŠBQ8%$:32 (B ¢SBFsO:SHSSSSS*S9! #2 (B 
¿SB#1#9:PSGS9!#;¿ (B 


Net Yaroze newsgroups message dump.txt Page 14817 


éESBFC5; SOFCSKSJS7SGS9! #2 (B 
éESBO1L1~!"Fs<oSbSCSFS*S9! #2 (B 


ESBS=S$&SSS&SOS1SG!"ShSmSTS/!*z (B 


—--MESSAGE FILE 22144 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
8html.html 


—-MESSAGE FILE 22145 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O29html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yaminchu <hiro@offbeat.co.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: Profile 

Date: Mon, 19 Jan 1998 16:29:20 -0500 

Organization: Team R.I.P. 

Lines: 16 

Message-ID: <34C3C5AE.3BDC@offbeat.co.jp> 

Reply-To: hiro@offbeat.co.jp 

NNTP-Posting-Host: 206.67.195.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja]-C-MACOS8J (Macintosh; I; PPC) 


¿SB2qOwHV9f!'¿ (Jakt01333 
HN¿SB! ' 06211 (J 


ESB=iSaS*S7SF!#0G?MSHSSS&<TSGS9! #2 (J 
éESBOL1~!"; 2>HMOSKSHS£S$&; VSG<+8T>R2p$5$;SFD:$-S*S9! #2 (J 


18¿SB:P9b9;@8SG!"N13X@8SJSsS+SbSdSCSFS S9!#¿ (J 

¿S BSW s p ee ent SO 
¿SBS&!<Ss!"SdSCSOSJ01?MSG:nSkSNSOBgJOSGS9SM!#¿ (J 
17¿SBSsSHS-SKO01EYS=%SUSH%$O%S&%9SG%W%m%0%1%*SNSPSSS ԱԱ ԱՅՈ: անձն) 
¢SBM-Sk$s$G$9$1$SI1!"K\ ?MSNG=NOSOBg$7$?; v$J$$$C$9!#¿ (J 
¿SBS%S$[!<%`%Z!<%S8S, !V2q0w! 3!S!WSNJ}$+Si=PSFSSSkKSNSG!"¢ (J 

ESB>\$7$$; vSOS=SASiS$r; 2>H$S9SkI}$,NISSS+SbHCNS1S*S;Ss!#¢ (Մ 


¿SBS=$1SGSO!"59S7S/S*4jSSS7S“S9!# (J 
——MESSAGE FILE 22145 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000002 
9html. html 


——MESSAGE FILE 22146 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
030html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "maki" <maki4610@dc.mbn.or.jp> 

Newsgroups: eae ny.program.profile 

Subject: ¿$B$h$m$7$/¿ (J 

Date: 20 Jan 1998 15:19:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01bd25b5$c43d4560Sb08f90d2@maki> 
NNTP-Posting-Host: 210.144.143.176 

X-Newsreader: Microsoft Internet News 4.70.1155 


bun03691¢SBSNKRLnNSGS9!#¢ (J 


ԱԱ ԱՈ 

éSBG/Np! ' 11», 

nearer aly ՀԵ ¿ (J (gSBSHSOSSSCSFSb!"SaSsFSPS$+$ j¢ (J 

S SB<qL#! '2HSNSJS+SGSO3W SmS0Sis_SssOS*Sh$SS!"#R#P#GSrSdSkS3SHz (J 
¿SB30SGSOSbSCSQOSiS4SkSU; (J 


ESBSOS8Sa$?SP$+$ JSTSNSGNIS/S0$+SiSISSSGS9S, 1 "008Ք521ՀՏ` SHz (J 
éSB8FSYSKSbSNSrin$k$>!*!*3 (J 

—-MESSAGE FILE 22146 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 
Ohtml.html 
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--MESSAGE FILE 22147 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
031html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "maki" <maki4610@dc.mbn.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?I1SO-2022-JP?B?UmU6IBskQiRoJGOkNyQvGyhK?= 
Date: 20 Jan 1998 15:59:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bd25bb$471£7d40S9a8f90d2@maki> 
References: <01bd25b5$c43d4560S$b08f£90d2@maki> 
NNTP-Posting-Host: 210.144.143.154 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


maki <maki4610@dc.mbn.or.jp> wrote in article 
<01bd25b5$c43d4560Sb08f£90d2@maki>... 


ESBS9$_$°$;S$s!"z (JNEWZSBSN@_Dj%_S9SCSFS“*S7$2!#:#8eS-SHSDS1S*S9l*!*s (J 


—-MESSAGE FILE 22147 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 
lhtml.html 


—--MESSAGE FILE 22148 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O32html html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Jiro Sezaki <sezaki@interlink.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: Re: =?iso-2022-jp?B?GyRCJGgkbSQ3JC8bKEI=?= 

Date: Wed, 21 Jan 1998 18:10:43 +0000 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <34C63A23.F296D3B9@interlink.or.jp> 

References: <01bd25b5$c43d4560Sb08f£90d2@maki> <Olbd25bb$471£7d40$9a8F£90d2@maki> 
NNTP-Posting-Host: 203.141.132.225 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


éESBSIS&Sb!"SOS8SaS*S7SF! #2 (B 
¿SB@%:j¿ (B gSBFsO:SHSSSSS*S9! #2 (B 
¿$BKM$Þb!">/$7A0$+$i$0$8$a$^$7$?!#¿ (B 
¢£$B8=:_!"%2!<%* Sr:n$CSFSS$$*S9S, !"Fq$7$$$G$9!#¿ (B 
¿SB01=oSKS,SsSPSCSFSSS-S*S7SgS&!# (B 
¿SBShSmS7S/!#¿ (B 


jiro sezaki(czw03419) 
E-mail sezaki@interlink.or.jp 


—-MESSAGE FILE 22148 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 
2html html 


—-MESSAGE FILE 22149 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
033html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Takuhiro Kuramochi" <PEA03325@niftyserve.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-jp?B?GyRCPWkkYSReJDckRiFiJGgkbSQ3JC8kKjJRqJCOkNyReJDkhIxsoQg==?2?= 
Date: Thu, 22 Jan 1998 00:06:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 54 

Message-ID: <6a539mS$3r9@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.219.232.202 

Mime-Version: 1.0 
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Content-Type: text/plain; 
charset="iso0-2022-jp" 


Content-Transfer-Encoding: 


7bit 


X-Newsreader: 


Microsoft Outlook Express 4.71.1712.3 


X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBS_SISS$s!"=iSaS*S7SF! #Sh$m$7$/$*4jS$$7$*s9l#e (B 


¿SŠ$BL>;¿ (B ¿$BA0!'¿ (B ¿SBAR;)¿ (B ¢$B>"90!J$/SiSbSAz (B ¢SB$?$/SRS$m!Kz (B 
¿SBG/¿ (B éSBNp!'¢(B :584245:Ք: (B 
¿SB%SO%Ss%SISk!'¿ (B ¿SB#T#K#P; (B ¿$B"+¿ (B ¿SBM'C#S,;d$NS3SHSr!V$?$S/STS#!WSH8FS$SVSNSGI! "$= 


See s 
ESBSIS*STS?! #2 (B 


ESBS9! #2 (B 


E $B; dSNS*°S&SSSFSSSPSS%/SN%SIS"SUS'SSSA!<SKSHS7!<SkSGDSSCSFS"SjIS%; (B 


¿ $B=) MU86SK9TS1SkI}SG!"¢ (BLAOX: SBSNAOSKS3$N%°S&SSSFSSSP%S%/5S,DdS*SCSFS 


Տ. (B 
¿SBS?Sic (B 


ESBS=$1$04V0c$$$JI$/; dASN$G$9! #2 (B 


¿SB=;¿ (B ¿SB=j!'¿ (B ¢SBEL5~SN@UAP2Z<D.SGS9! #3 (B 


¿SB?&¿ (B ¿SB6H!'!¿ (B gSB<+>N#Cz (B/C++¿$B%W%m%0%i%^!J2q<R$G$O; (MQ!Kz (B 
ee ee STSE!J#22SITF~3X$7$°S7$?!K!"7W#6G/SGB46HS$7; (B 
¢SBSF!": #G/<R2q?MSHe 
ԱԹԱՆ» STS? !#S?S7S+3WsmS0Si%%* !<SHS7SFF~<RS7$?S0S:SISs$@S1S1I¢ (B 
ESBSIS!!#S5S!STSES9Sk; (B? 


ՀՏՔՀզ: (B ESBL#!': (B ¢gSBSW%m%0%i%_%s%0! #2 (B 
¿SB46;¿ (B ¿SBA[!'¿ (B ¿SBS;SCS+S/F-2qS$5%9;$SFSSS?S@SSS?SNSKSA*SQ@!"%5%s%W%kS$S9Si:nSCS$SFS 
ՏՏ՞Տչ Հ (B 
TSBSSI#5;SCSFS35S: (B 

¿SB%0SO=PMhSFSSSkSNSGS9S, !&!&!&!#ST"SHSOS3%s%sQ%SS%SsiS,¿ (BGCC¿SBS@S=S&SJSN 
; (B 
«58501 "3 ( BMicrosoft;$BSN; (B 

Developer St udioz SBSGMxMOSGS- SkShS&SKD4@0CESGS9! #2 (B 

¿SB:#SO!"¿ (BDirectXz;$BSr;OSaSF!"%S2!<%* SWSm%0%i%S_%SSS0SKL\3PSa$*S7$?!#2q 
: (B 
S SB<RSK%P%1$?$ig (B 

¿SBBgJOSQ¿ (B!! Direct3D¢SBSK%0%*SCSFSSS*S9!#S=S7SF!"SMSCSHSdSm$ &$<SK%O 
¿ (B 


¿SB%“SmS&SFS7SFSSS ¿ (B 

¿SBS91#:#SO¿ (B DirectX ¿$B%W%m%0%i%^!<$rL\;X$7$?$Ś$NŠG$9$, ! "SM%$C%$H$dSm 
¿ (B 
ESBS&S<SGSIS&SISk; (B 

5. ta S+$jJS%S;Ss!#; (B 
B$“S$S@!"1&$Sb:8SbJ,S+SiSJSSSNSG!"SS$SSmSSSm<ALdS5$;SFSSS?S@S/S+SbS7¿ 
ՀՏՔՏԼՏ՞ՏչՏտտ, |" "3 (B 


es 


¿$B%h%m%7%/$*4j$$$7$2$9!#¿ (B 
éSBlyé (B 
e-mail:PEA03325@niftyserve.or.jp ¿$B!z¿ (B 
¿SB!z¿ (B 
URL:http://member.nifty.ne.jp/takuhiro ¿$B!y¿ (8 
Հ58:7: (B 


Takuhiro Kuramochi ¿$B!z¿ (B 

p.s. niftyzSBOJ30SGSN=q$-9~$_SO7P83$, @uSSSNSG!"%*SJI!<$, 0-SS$+$b$7$1$%S$;$s$,!"3(B 

¿SBS=SNSHS-¿ (B 
¿SBSOCmOUSrSSS?S@S1S1SPSH;WSCSFSSS“S9!# (B 


--MESSAGE FILE 22149 END: 
3html.html 


net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 


—--MESSAGE FILE 22150 START: 
034html.html 


net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takuhiro Kuramochi" <PEA03325@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.profile 
Subject: =?iso-2022-jp?B?UmU6IBskQj1pJGEkKXiQ3JEYhIiRoJGOkNyOQvJCo0aiQkIJDckxXiQ5GyhC?= 
=?iso-2022-jp?B?GyRCISMbKEI=?= 
Date: Thu, 22 Jan 1998 00:14:38 +0900 
Organization: PlayStation Net Yarouze 
Lines: 45 
Message-ID: <6a530h$3rk@newsl.scei.co.jp> 
References: <6a539m$3r9@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.232.202 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SBS_SJSS5Ss!"=iSaS*S7SF!#ShSmS7S/S*4j)SSS7S S9!#¿ (B 


¿SBS&S“S$S/Ej9F=PMhSJS+SCS$S?SNSG!"SbS&O01EY=qS+$;SF2<S5SS!# (B 


ՀՏՔԼ»: (B ¿SBAO!'!¿ (8 ¿SBAR;)¿ (B ¢SB>"90!JS/SiSbSA; (B ¿$B$?$/$R$m!K¿ (B 

¿$BG/¿ (B ¿SBNp!'¿ (B ¿$B#2#5:P¿ (B 

¿SB%O%Ss%I%Sk!'¿ (B ¿SB#T#K#P¿ (B ¿$B"+¿ (B ¿SBM'C#$,;d$N$3$SH$r!V$?$ /STŠ#!WSH8F$VS$NS$G! "$= 
SNF, J8;z¿ (B 


¿SB$r:N%j$2%$7S?!#¿ (B 
¿SB;d$N%$ A$S&%s%$F%$s%P%$$%$/S$SN%j%"%U%'S$s%@!<$K$b%7!<%k$GD%$$CS$SF$"$j; (B 

ESBS*S9!#= )MU86SK9TS1SkJ)SGI"; (BLAOX; SBSNAOSKS3SN%$*S&3SSFSSS$P3S3 (B 
EU OT ԱՆ ան o ԱՑ ԲԱՅԻՆ, (8 


¿SB=;¿ (B ¿SB=j!'¿ (B ¢SBEL5~SN@UAP2Z<D.SGS9! #3 (B 


¿SB?&¿ (B ¿SB6H!'!¿ (B ¿SB<+>N#C¿ (B/C++¿SB%SWSm%0%i%%*!J2q<RSGSO; (MQ! Kz (B 
éESBBG3XSrE>! 9SHST7TSFSSS*°S7SF! J#22SITF~3XS$7$*S$7S?!K!"7W#6G/SGB4 6H; (B 
ESBSTSF!":#G/<R2q?MSHSJSj$°$7$2!#$?2?$7$+SWsms0%is*!<SHS7SFF~<R$732 (B 
¿SBS?SOS:SJSsS@S1SISJS!!#S5S!SIS&S9Sk¿ (B? 


¿$B<qe (B ¿SBL#!'¿ (B ESBSWSmS0Si%S_SsS0! #3 (Թ 
¿$B46¿ (B ¿SBA[!'¿ (B ¢$B$;$C$+$/F~2q$5$; SFSS$?S@SSS?SNSKS*S@!"S5%ssWek$9Si:n$CS$F$ 
$¿ (B 


ESBS*°S;Ss!#%; SCSFS#SSS0SO=PMHSFSSSKSNSGS9S, !&!&!&!#ST"SHSOS3Ss%*O%sS¿ (B 
éESBSiS, 2 (BGCCESBS@S=SESTSNSG!"3 (BMicrosoft ¿SBSN¿ (8 DeveloperStudio ¿$ 


BSGMxMOQSG; (B 
¿SBS-—SkShS&SKD4Q@0CfSGS9!#:#SO!"¿ (BDirectX¿SBSr;OSaSF!"%2!<%`%W%m%0%iç¿ ( 


B 
¿SB%_%s%0SKLN3PSaS*$7S?!#2q<R$SKSPS1S?SiBgJOSQ ¿ (B! ! Direct3Dz;SBSK%O; (B 
ESBS°SCSFSSS$*°S9!#S=S7SF ! "SMSCSHSdSm$ &S$<$K%S0%*SmS&SFS7TSFSSS*S9! #2 (B 
¿SB:#SO¿ (B DirectX ¢$B%WSm%0%i%*!<SrL\;xX$7$?SSSNSGS9S, !"SMSCSHS$dSmS &z ( 
B 
¿SBS<SGSIS&SJSkS+SOJ,S+SjS“S;Ss!# (B 
¿SBS“S@!"1&Sb:8SbJ,S+SiSJSSSNSG!"SSSmSSSm<ALdS59;SFSSS?S@S/S+¿ (B 
¿SBSbS7S1S2$;SsS, !"%h%m%7%/$*4J$$$7$^$9!#¿ (B 
¿$B!y¿ (B e-mail:PEA03325@niftyserve.or.jp 
ESB! zz (B 
¿$B!z¿ (B URL:http://member.nifty.ne. jp/takuhiro 
éESBlyé (B 


¿SB!y¿ (B Takuhiro 
Kuramochi ¿$B!z¿ (B 


p.s. niftyzg$BOJ30SGSN=q$- z Ե $O7P83$, @uSSSNSG!"S°SI!<$,0-SS$S$+SbS7S1$%3 (B 
é$B$;$s$,!"S=SNSH$—¢ éSBSOCMOUSr$$$?S@S1S1SP$H;WSCSFSS$*Sol#e (B 


——MESSAGE FILE 22150 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 
4html.html 


—-MESSAGE FILE 22151 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Tue, 26 May 1998 22:47:15 -0700 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <356BA8E3.D08FB062@netmagic.net> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> <356A2D9C.DBDF7AAB@netmagic.net> 
<6kecjs$hca25@chuka.playstation.co.uk> <356AF627.5811E536@cobite.com> <6kf0uhSlev2@c 
huka.playstation.co.uk> <u4syczhdd.fsf@cybec.com.au> <356b4aff.15619810@news.scea.so 
ny . com> 

NNTP-Posting-Host: ppp3-12.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Matthew Hulett wrote: 
[2.228] 

Never? That's impressive. I find it sad that companies now seem 
resigned to release software that is bug-ridden, and that in America 
they are considering rewriting contracts and warranties to say that if 
their software screws up your drive's contents, your OS, etc... you 
are on your own. 

I can understand that there will always be unforseeable problems, 
but when Win '98 locks up and crashes on Bill Gates, in a public 
demonstration he gave a month ago, well, maybe an extra few months in 
development could not hurt. It seems companies are happy to let the 
public do their testing for them. 


VVVVVVVV VV 


You are absolutely correct. But you know what, it's not just the 
programmers nor their managers that cause these preventable mistakes 
from happening. It has to do with "time to market". The window of 
opportunity in the software industry is short. Anyone working in the 
games industry knows this all too well. True story: a couple nights 
ago at dinner in San Jose's Japantown I even met up with an Atari 
programmer who was on the Stun Runner team and also did some stuff for 
the Jaguar. His comment was that you just get the project out the 
door ASAP. 


So you get whatever showstopper bugs you can done and then ship the 
thing. The marketing guys have been pushing the product for months 
and they've already spent their millions. And now the board wants 
to see the product out on the shelves to get some positive cash flow. 
There's always time to fix your bugs, but not always enough time to 
get that first release out. 


How do you balance exponentially increasing complexity and yet 
maintain 100% robustness? Something's going to break somewhere. 


I write apps and I know I'm not perfect. I'm lucky if I get 70% of 
the errors out in a code base of 30K lines. (Consider now that an 
operating system has millions of lines.) :P I let the user community 
submit their bug reports as I carry out testing, hoping that I catch 
the big ones before they do. Often that's the only way... 


Now, that demonstration should have been rehearsed over and over to 
make sure nothing could go wrong. That was preventable and probably 
too rushed. Beats me why the tech crew didn't make that thing 
bulletproof. Heck, I would have had a couple of backup systems 
running in case of that. (During a rock concert, even the guitarists 
usually have at least 1 spare guitar.) 


Mario was using the beta 3 release of Win '98, and he was a tester, 
that's true. But I am convinced that in this atmosphere, people have 
to be somewhat carefree to install the first or second release of any 
program. Let others do the testing and have the pain... 


> 
> 
> 
> 
> 
> -Matt 


=e! 
tenchi@netmagic.net 
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O035html html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takuhiro Kuramochi" <PEA03325@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.profile 
Subject: =?iso-2022-jp?B?UmU6IBSkQj 1pJGEkKXiQ3JEYhIiRoJGOkNyQvJCo0aiQkIDckXiQ5GyhC?= 
=?iso-2022-jp?B?GyRCISMbKEI=?= 
Date: Thu, 22 Jan 1998 00:17:40 +0900 
Organization: PlayStation Net Yarouze 
Lines: 12 
Message-ID: <6a53u7S3rq@newsl.scei.co.jp> 
References: <6a539m$3r9@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.232.202 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


£$B:G8e$,MpS1SFS7$S*SSs*S7$?7l#z (B 


¿SB!y¿(B e-mail:PEA03325@niftyserve.or.jp 
¿$B!z¿ (B URL:http://member.nifty.ne.jp/takuhiro 
¿$B!y¿ (B Takuhiro Kuramochi 


ESBSGS9! #2 (B 


ESBSK%e!<%3:S0Sk!<SWSO=iSaSFSISNSGS*5v$72<S55S! #2 (Ց 


—-MESSAGE FILE 22151 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 
Shtml. html 


—--MESSAGE FILE 22152 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 

O036html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-4jp?B?UmU6IBskQj1pJGEkXiQ3JEYhIiRoJGOkNyQvJCo0aiQkJDckXiQ5GyhC?= 
=?iso-2022-jp?B?GyRCISMbKEI=?= 

Date: Thu, 22 Jan 1998 14:58:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <6a6061S5tn@newsl.scei.co.jp> 

References: <6a539m$3r9@newsl.scei.co.jp> <6a53u7S$3rq@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.98.220 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Takuhiro Kuramochi wrote in message <6a53u7S3rq@newsl.scei.co.jp>... 
> ~g$B:G8e$,MpS1SFS7$*S$$$*s7$?!#2 (B 

> 

>¿$B!y¿ (B e-mail:PEA03325@niftyserve.or.jp 

>¿$B!z¿ (B URL:http://member.nifty.ne.jp/takuhiro 

>¿$B!y¿ (B Takuhiro Kuramochi 

> 

> ¿SBSGS9!#¿ (B 


¿$B;O$a$^$7$F!#¿ (BYuugSBSH?=S7S*S9! #2 (B 
Direct Xz $BSJS$s$F=i4 | 2=S@Si$1SN%W%m30%i%* $h$jCGA3z (BPS¿$B%W%m%0%i%`$G$9$h!#; (B 
¿$B$3$A$i$3$=$h$m$7$/$*4J$$$7$^$9! #¿ (B 


Yuu (seryu@ba.mbn.or. jp) 


——MESSAGE FILE 22152 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000003 
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6html.html 


——MESSAGE FILE 22153 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
O37html html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Takuhiro Kuramochi" <PEA03325@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.profile 
Subject: =?iso-2022-7jp?B?UmU6IBSkQj1pJGEkKXiQ3JEYhIiRoJGOkNyQvJCo0aiQkIDckXiQ5GyhC?= 
=?iso-2022-jp?B?GyRCISMbKEI=?= 
Date: Thu, 22 Jan 1998 21:50:32 +0900 
Organization: PlayStation Net Yarouze 
Lines: 19 
Message-ID: <6a7fkcS6kr@newsl.scei.co.jp> 
References: <6a539mS3r9@newsl.scei.co.jp> <6a53u7S$3rq@newsl.scei.co.jp> <6a6061S5tn@ 
newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.232.201 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Yuu wrote in message <6a6061S5tn@newsl.scei.co.jp>... 

> 

>¿SB;OSaS“STSF!#¿ (BYuu¿SBSH?=S7S“S9!#¿ (B 

>DirectX¿$B$J$s$F=i4|2=$@0$i$1$N%W%m%0 0515`ՏիտյՇՇՃ3: (BPS SBSWSmS0%i%° SGS9Sh! #3 (B 
> SBS 3SASi$3$=Sh$m$7$/$*4jS$$7$*s9l#e (B 

> 


YuugS$B$5$s=iSaS*S7SF!"3 (B 

2 SB3NS$+$K=i4 | 2=S@SiS1$GS9!J5c!K! #2 (B 

¿ $BEPESSWZM30313_%s%0$0$=$s$I$K4JC1$I$S$G$9$+!)¿ (B Հ5Թ50585752515՞595՞59չ (B 
2 $B%0%*S$ j$=S&SGS9SM! #2 (B 


¿ $B$=$m$=$m; OSa$h$&$+$H; WS$$*$9!#SG$b: #!"SASgs3S\S0Sss8SgssSK%0%*S$Cz (B 
ESBSFS*S9"+S2!<S° SrSdSk$3SHSK%O%S*SCSFSIS&S9Skz (812 


—-MESSAGE FILE 22153 END: net-yaroze-usenet/00000003-SCEI/ny/program/profile/0000003 
Thtml.html 


——MESSAGE FILE 22154 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
039html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Flame <redearth@super.win.or.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?iso-2022-jp?B?GyRCO08kXiRDJEYkXiQ7JHMkLCEiJE8kOCRhHJF4kNyRGGyhC ?= 
Date: Sun, 25 Jan 1998 07:25:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <34CA6A68.DF69680@super.win.or.jp> 

Reply-To: BZW01234@niftyserve.or.jp 

NNTP-Posting-Host: 202.26.16.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


ESB! !SMSCSHSdSm$&$<SNS_SJIS5Ss!"S3SsSKSASO! #SUS1S* SH?=S7S°S9! #3 (B 


¿SB11S3SJSSS@9us9%F$,FOSSS?SNSGS9S, 1"$*S@S*SHSOSKFOSSSFSIS+SC$2$jS7$*°$9¢ (B 
ESBIISTSIS"SKS1!<SVEKIADISTSFSKSNS, SSSISISSSNS+!"G'<1S7SFSISSSi$ST7$$¢ (8(՞՞ 258151. (B 


¿S$SB!!$H!"$$$&$3$SH$G<+8J>R2p$J$s$G$9$, !"$H$J$"$($:!"; (825 ¿$B: ԱԱ Ve nn 
ESBS0%iS*SrSdSCSFS%S9! #S3MSCSHSdSmS$ &S<SKSDSSSFSOSASSSVSSANDS+SiCNSCSFS%S752¢ 

ESBS, !"$J$K$V$s!"%^%7%s$,¿ (B 98 ¢SB8_495!S@SCS?SbSNSG!"<jS,=P$%S; ee 
ESB!ITSH!";WSCS?Si!":#S$02 (B 98 zSBSGSbSGS-SkSNSM!D!IK!"S3SNEY!"z (BPC/AT ¿$B8_495!$r<+: 


Net Yaroze newsgroups message dump.txt Page 14823 


ոչ (B 
1$BS7$F!"$d$C$H$3$3$^SGMh$1$^$7$?!#; (B 


¿$B!!?7$7$$%^%7%s$0¿ (B CPU K6-200MHz¿$B!J¿ (BStepping2 ¢$BSi$7$$!K!"z (BRAM EDO 128MB; 
SBI"; (B 

VIDEO Viper330 ¢$BSG!"$:SSSVSs2wE, SKSIS4S*S7S?!##3G/4V!"z (8486 ¢SB%*°S7SSSGBOS (¢ (B 
ESBS*S7S?S+SiSM!A! #4nSSSRSHS7S*SGS9! #2 (B 


¿SB!!%21<%` SNSW3m%0%i%S_%S%30$K4X$ 7SFSOAG?MS_$?S$SSISbSs$GS$9SNSG!"So$+SiS$Jz (B 
¿SBSSS3SHSQ@SiS1SGS9S1SI!"SJSSSHS+4hD%SSCSF%2!<%`Sr:n$SCS$FS_S?$SSH;WSSS S9!#¿ (B 


ESBSGSO!"$_SI$5$s$h$m$7$/$Mz (8(՞՞) 


¿SBSUS1S`¿ (B 


——MESSAGE FILE 22154 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000003 
9html.html 


--MESSAGE FILE 22155 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
040html html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: ¢SBSOS8SaS*S7SF3 (J 

Date: 3 Feb 1998 19:31:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bd30d9$12d18780S60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢ $B; OSaS*S7SF!"2#IM:_=; SN2CFHSH?=S7S*S9! #3 (J 

ESB! VSMSCSH$dSm$&$<!WS,N) SA>eS, $CS?; ~S+Si5SSKSOSISCSFSSS?SNSGS9$S, 1" (J 
¿$B$IJ$<$+:#$^$G<j$r=P$5$J$+$C$?!J=P$; $J$+$C$?!) 1K! ">h$jCY$1<TS@SCe (J 
¿$B$?$J$7$^$9$, !":#F | SdSCSH<jSKF~S12TFOS5S; SFS7S*SSS*S7S2! #3 (J 
éSB>/STSESD; 22CS$S7SFSSS-S$?S$$H;WSSS*S9ISNSG!"ShSm$7$/S$*45SSS7$*S9! #2 (J 


ESBS7$+$7!"B>SNz (JIMLé SBSGSOB8B3S, 4m$VS*S1SFS$$$?$jS9SkSN$, 5ՏՏ,ՏՒՏ)ՏՇչ (J 
ESBSU"SIS“SISMS'INS+!1<SI;YI'SS$$, :O$° $*SGSKSOEZ$ ($,=PSFS$$k$+$J!) !J>P!K¿ (J 


¿SBS5SF!"5WS7SVSJSK%SW%m%0%i%S_%s%0S$S7SFS_ShS&S+SJSH¿ (J... 
! ! 


——MESSAGE FILE 22155 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000004 
Ohtml. html 


——MESSAGE FILE 22156 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
041html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Soluze" <soluze@sannet.ne.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: ¿$B$0$8$a$^$7$F!*¿ (J 

Date: 19 Feb 1998 22:44:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01lbd3d86Sfe409800Sf505d8ca@let—s-noteal-n2> 
NNTP-Posting-Host: 202.216.5.245 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿ $BA4A3$0$8$a$^$7$F$G$O$"$J$^S; $s$, !"$I$&a$>$h$m$7$/$*4J$$$7$^$9! #2 (J 


¿$B35!<%P$K=q$-9~$aŞ$K$Ş&ŞAŞK!&!&!&i (U (¿SB%*%S%*%S¿ (J) 


¿$B9SLZ¿ (J 
E-mail : soluze@sannet.ne.jp 


——MESSAGE FILE 22156 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000004 
lhtml.html 


——MESSAGE FILE 22157 START: net-yaroze-usenet/00000003-SCEI/ny/program/profile/00000 
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042html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "S,S" <nhs50669@hal.ac.jp> 

Newsgroups: playstation.ny.program.profile 

Subject: =?1S0-2022-JP?B?GyRCRn4ycSRPNW5HLyRHJDckPYyE j IUOhMCEwI SgbKEo=?= 
Date: 2 Mar 1998 17:25:59 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <01bd4600S$202ce780S631cd8cb@pc-9821xt13.hal.ac.jp> 
NNTP-Posting-Host: 203.216.28.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSOS8SaS*S7S$F! #: G6aSKSISCSFSASCSHSdSk5$$, =PSFS-S?#S!"#SSHz (J 
2SB2=$78°S9!#:#SO#3#DSNS"%/%73q%S%S2!<%> Sri:nSCSFS$$*S9! #3 (J 

¿$B$3$1$+$i$0%U%)!]%i%` SKSISSSISS@Q6KE*SK; 22CS7SF!"%9%-SkSrz (J 
¿SB9bSaSFS$SSS-S?SSSGS9!#¿ (Մ 

¿SBS_SJS5SsSIS&S>ShSmS7S/S*4jSSS7S“S9!# (J 

——MESSAGE FILE 22157 END: net-yaroze-usenet/00000003-SCFI/ny/program/profile/0000004 
2html html 


E AE AE AE FE AEE FE EAE HE EH 
E AE AE E FE AE AE AE AE FE FE HEHE 


—HHEEEEE EE HE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/program/questions 
t EEE HEH 


--MESSAGE FILE 22158 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00001html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-jJp?B?GyRCQFBFRBsoSiAbJEJPQkxpGyhK?= <dayon@msn.com> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: gcc=?iso-2022-jp?B?GyRCJCwlOSU/ JUMLLyUqITwlUCE8JDkkayRoITwbKEo=?= 

Date: Thu, 17 Apr 1997 01:56:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <335504B0.EC5@msn.com> 

References: <33510F07.706E@msn.com> <0Olbc48d2S6fcbfle0$67c184d2@Enterprise.so-net.or 
. Jp> 

NNTP-Posting-Host: 202.224.201.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESBS3SsSKSASO@PEDSGS9! #2 (J 


> ¿SB!!SbS7S+S7S?Si4D6-JQ?t¿ (J Շ032 ¿SBSK¿ (J DPMISTACK ;SBSN@_DjSrDI2CS9S1ISPSSSSS+Sb 
!#¿ (J 

> S SB9ug (JPSz SBSHSO4X78STSS$1$1! "7 E; vSG; HSCSFSKB>SNS3Ss%0%S%iSG505=S&çSSSSBP=hK!5, ¿ (J 
> ¢~SBDs<(S5S1SFS*°S7S?! #2 (J 

> 


ESBEDHO#SAKSNSWSMSOSFS#ESNE (JIDPMIgSB%atb%jSN@_Dji$r¢ (J65535¢$SBSKIQO$ ($F:GE,2=$r;¿ (J -O1¿ 
SBSGS3SSSOSSSkKS7S?Si¢ (J 


¿SBDLSjJS S7S?!# (Մ 


¿SB#P#R#GS$S5$s!"$"$j$, SH$&$4$6$S$2$7$?1#¿ (J 


I like you! 
KazunariIshida 
dayon@msn.com 
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—-MESSAGE FILE 22158 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
OOlhtml html 


--MESSAGE FILE 22159 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00002htm1l. html 
Path: te ae co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / ¿$B;f;3¿(J ¿SBK-¿ (J" <m-kami@da2.so-net.or.jp> 
Newsgroups: ԱՆՆ. ny.program.questions 

Subject: Re: ¢SB%m!<%+%SkSiSYSkSJ<ALd; (J 

Date: 17 Apr 1997 15:10:14 GMT 

Organization: PlayStation Net Yarouze 


Lines: 20 
Message-ID: <01bc4b40$dc3ff360$08bd84d2@------ > 
References: <Olbc45c0$f6ab7380S$1dbc84d2@----—-— ><5ijgc3$é6ébn@newsl.scei.co.jp><5ijhivs 


6bn@newsl.scei.co.jp> <5ijjluS6cj@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.189.8 
X-Newsreader: Microsoft Internet News 4.70.1157 


> >asm( "0:" 

>> "j Ob;" /* zSBOLSDAOSNSm! <$+SkSiSYSkSKI, 4tz (7 */ 
>> "j Of;" /* ¢SBO1SD8e$N3m! <3+3kSiSYSk$KI, 4tz (J */ 
> > " 0 " 

> > ) 


¿SBSGS-S“S7S?!1*1*¿ (J 


¿SB$G$b!";¿(J0¿SBS@$H%(%i!<$G$F!"¿(J1l¿$SBSH$S+¿ (J2¢$BSK$7$?$i%"%; SSSVEKDLSCS$?SHS3S$mSb¢ ( 
J 
¿SBS"$CSF!"S$SSS*“SRSHSDFfSGS9S,!"¿ (J 

é SBFOSSSESKSNSG!"5SSKS7SIS$$3SHSKS$7$*$92 (J (¿SB>P¿ (J) 


¿SBSIS&SbS"SjS, SH$&S4S6SSS*S7S?!#¿ (J 


KAMI / չ58:8:3:(7 ¿$BK~¿ (J 
m—-kami@da2.so- ae or.jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 22159 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
002html.html 


--MESSAGE FILE 22160 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00003html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jplamano 

From: amano@ba2.so-net.or.jp (¿S$BS8ScSCS$/Šs¿ (B) 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCRSgkTkRJSHgkTjtFSnOkciQqJDckKCRGISobKEI=?= 
Date: 17 Apr 1997 17:15:06 GMT 

Organization: NetYarouze 

Lines: 14 

Message-ID: <5 j5lqq$36h@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.89 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.73 (x86 32bit) 

X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


¿SB1!1:#!"#3#DSNS7%Se ! <SFS#S5%S0Sr:nSCSFSSS*S9!#E (5! SrDIHx7?SKS7S?SSSNSGS95S, ¢ (B 
ՀՏՔՏԵՏ՞Տ/ՏՇՏ-Տ՞ՏչՏտ | #<+5!SO%F!<SVSkSr; HSCSFI}8~! I3QEY!KSHO\FO5wNSSr7hSaSFSS$*S9!#¢ (B 
2SBE(5!SN@hF,$,<+5!SNJ}Sr8~SSSFFOS/ShS&SK$7$ ?SSSNSGS9S, !"<+5!$NJ}$r8~$/3Q0EY$r¿ (B 
ESBSTS&5aSaSkSNS+SoS$+$5$S*S;Ss!#z (B 
ՀՏ !3Q0EYSr5aSaShS&SHS7TSFSSSkKSNSO!"FIS8SF!<%V%SkSr; HS (SkSH;WSCSFSSSkS$+SiSGS9! #2 (B 
¿SBJLSK3QEYSr;HSoS:SKSGS-SkSNSJSi!"S=S$S1SGSbSSSSSGS9!#¿ (B 


¿SB!1;29MSKSJSk;vSGSbSJSsSGSbSSSSSNSG65S (SFS/S@S5S$! #2 (B 


¿$B!!$8$c$C$/$s¿ (B ¢$B!!¢(Bamano@ba2.so-net.or.jp 
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—-MESSAGE FILE 22160 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
003html.html 


--MESSAGE FILE 22161 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00004htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?I1S0-2022-JP?B?GyRCRSgkTkKRUSHgkT jtFSn0kciQqUDckKCRGI SobKEI=?= 
Date: 18 Apr 1997 07:47:26 GMT 

Organization: Net Yarouze (SCE) 

Lines: 22 

Message-ID: <5j78ue$733@newsl.scei.co.jp> 

References: <57j5lqq$36h@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢SB!!:#!"#3#DSNS7%SE!<SFS#SSSO0Sr:nSCSFSSS*S9!#E(5!SrDIHx7?SKS7S?SSSNSGS9S, ¿ (B 
>2SBS&S*°S/SGS-S*°S;Ss!#<+5!SOSF!<SVSkSr;HSCSFI}8~!T3QEY! KSHO\FO5wNSSr7hSaSFSSS%*S9! #3 ( 
B 

>2SBE(5!SN@hF,$,<+5!SNJ}Sr8~SSSFFOS/ShS&SKS7S?SSSNSGS9S, !"<+5!SNT}Sr8~S/3QEYSr2 (B 

> $B$I$&5a$a$k$N$+$0$+$j$^$;$s!#¿ (B 


¿SBMW$9Ś$K$KE ($+$i18+52<+5!S5XSN3QEYS, 2rS1SPSSSSSsSGS9SHSM! #3 (B 
éESBS=S1S,2rS1SP!":#SNE ( ՆԱ ne SX! "STSNDxXEY2SE>S9SkSH3 (B 
¿SBS9S1SPDIHxSKSJSKkKSoS1SGS9S7!#¿ (B 
ESBS*S!D>@\!"S5aSa$?3QEYSrF~S$1$?Si!"$9S4S$S%[!<%_%s%0@-G=SHSISCSFS7S*S$$3z (B 
ESBS*S9S,!&!&!& E(B 


S 


ESBS3S1SO!"#att#atn ! T5"!<S/S2SSS8%S' SStH!IKSCSFSSS&SdSDSr;HSSS*S9! #3: (8 
ESBet#a#nSNH?BPSGS9SM! #2 (B 
ESBEt#a#nS, 3Q0EYS+Si!"9bS5!2?2#S,SGS*S9S+Si!"S3SLSN5USN#att #a#nSO; (B 

ESBIDSSSH2#1} ! T#y!"#x<45N: 97, !1KSrF~S1S1SP!"3QEYS$, SGSkSHSSS&SDSNSGS9! #2 (B 


ESBEN#FYSNSLSSSVS1LSI5!<SOS@SVSK7?PSG!"IVSICMS, SQSSSGSIS+Si!"S4<+d, SNSE!<SVEkSKz (B 
TSBS"S08; $2! "tatt tadnSF | <2VEkSr4CSG:n$CSFS1$*SESNS, NISSS+SH;WSS$°$9! #2 (B 


¿SB#K#B#O¿ (B 


--MESSAGE FILE 22161 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
004html.html 


--MESSAGE FILE 22162 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00005html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCQ1NMbhsoSiAbJFJONjwjGyhK?=" <gi3r-ikn@asahi-net.or.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCQ0812ZRso0Si0bJEIyYUEAxJWI1RyVrGyhK?= 

Date: 5 Apr 1997 06:29:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <01bc418a$9230df60SLocalHost@HOST.asahi-net.or.jp> 

NNTP-Posting-Host: 202.213.132.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBCSLnSGS9!%¿ (J 


beginner: SBSNJ} $K<ALdS7SFS7$*SC$?!Sz2 (J 
¢SBB@M[SN<~$4SrCO5eSH2P@1$, FHN) $SK2sE>$5$; SkSHSSS&SWSmMS0%iS° Skeets 
ESBSHSI5S"S ($:$0<B8=$7$^$7$?!%0J2<$, sWSm%0%i%*> ŠN35MW$G$9!$¿ (J 


foo(int rotJoint,int rotAxis) 


{ 
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#define GETA 4096 // 5871: ;MQSN%S2%?2 (J 

VECTOR localPos; 

int cosR, sinR; 

cosR = cos(rotJoint * 2 * 3.1415926536 / 4096.0) * GETA; 
sinR = sin(rotJoint * 2 * 3.1415926536 / 4096.0) * GETA; 


switch (rotAxis) í 
// X¿$B<4$N2sE>¿ (J 
(void) RotMatrixX(rotJoint, &box0Obj.crd.coord) ; 


case 0: 


// case 


} 


(void) TransMatrix (& 
boxObj.crd.flg = 0; 


localPos.vx = boxObj.pos.vx; 


localPos.vy 


(boxObj.pos.vy * cosR - boxObj.pos.vz * sinR) / GETA; 


localPos.vz 


(boxObj.pos.vy * sinR + boxObj.pos.vz * cosR) / GETA; 


break; 


(YzSB<4¢ (J) ,2(Z2¢SB<4¢ (J) ¢SBSbFIMMSK=hM} ¢ (J 


boxObj.crd.coord, &localPos); 


¿SBSdSCSFSkS3SHSO¿ (J, ESBI? 9TO\FOS9SKSY%/SH% Ա 1 SN2SE>$r3] S1SFSkS@S$1$G6$932 (J 
ESBSs!A!SSb>/$7%*%7$J=hM} J}K!$, $"SkSH; WSs$@S1$1¢ .. (Գ 


gi3r-ikn@asahi-net.or.jp 


éSBCSLNN6<#¢ (J 
-—-MESSAGE FILE 
005html.html 


——-MESSAGE FILE 
00006html.html 


22162 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


22163 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 


Organization: 
Lines: 15 


Mime-Version: 
Content-Type: 


From: "=?ISO-2022-JP?B?GyRCQ1NMbhsoSiAbJFJONjwjGyhK?=" <gi3r-ikn@asahi-net.or.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCQ081ZRsoSi0bJEI3biViJUclaxsoSg==2= 

Date: 5 Apr 1997 06:29:10 GMT 

PlayStation Net Yarouze 


Message-ID: <0lbc418a$bla7fcc0$LocalHost@HOST.asahi-net.or.jp> 
NNTP-Posting-Host: 
1.0 
text/plain; charset=ISO-2022-JP 


202:.213:132.29 


Content-Transfer-Encoding: 8bit 


X-Newsreader: 


Microsoft Internet News 4.70.1157 


éESBAOSNSK4X0"S7SF;WSCS?SNS, !$¿ (J 


ESBSE!<%S6!<%3:%, 


33% 


ISG; 29MNcSHS7SFS$"S$2SiS$1SFSS$$kB@M[z (J-z$BCO5e¢ (J-z$B7nSbSG%k$G!$3 (J 


¿S$BC1=c$K= hh) $9SKSH! S O 2 Bee s Gre) 8 O S9Sk!%¿ (J 


¿SBSH$SSsS3SHSJSsSGS9S1SI2 


ԱՆ. 9SESKS*S1Sk%*%3V%S8%'%S/SHSN3, AX9=BSSHSSS&SNS, ¿(J 


ESBSSS*SSSAz (J 
$C$?Siz (J 


(¿Š 


BS*SCS?S/¢ (J?) ¿SBM)2r$GS$S-SFSJSSS_S?SSSG!$;29MSKSJSk%S5%s%SW%SkSŠJSIS, $" 


¿SB65S$S (SFS/S@S5S$S!%¿ (J 


gi3r-ikn@asahi-net.or.jp 


éSBCSLnN6<#¢ (J 


—-MESSAGE FILE 22163 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


0O006html.html 


--MESSAGE FILE 22164 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


00007հետ1Լ. html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?1ISO-2022-JP?B?GyRCI1AJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.program.questions 
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Subject: =?ISO-2022-JP?B?UmU61GdjYxskQiQsJTk1IPyVDJS81KiE8JVAhPCO5UGskaCE8GyhK?= 
Date: 18 Apr 1997 13:28:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <0Olbc4bfb$b8152800$27c184d2@Enterprise.so-net.or.jp> 

References: <33510F07.706E@msn.com> <01lbc48d2S6fcbf1e0$67c184d2@Enterprise.so-net.or 
.յք» <335504B0.EC5@msn.com> 

NNTP-Posting-Host: 210.132.193.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> zg SBED#FO#SAKSNSWSmMSOSFSH#SNe (JDPMI 2 SB%asb%jSN@_Dj$r¢ (J655353 SBSKIQS (SF:GE, 2=Sr¢ (J 
-012 SBSG%3%s%O%S%kz (J 
>¿$BS7$S?SiDLSj$2%$7$S?!#; (J 


¿SB!!#G#O#3#2SGSOSJS/¿ (IDOS: SBAKSN#D#P#M#I@_D3jSNJ)S, 860xSGS7S?S+!#¿ (J 
¿SBSJSKSOSHSbS"S1NIS+SCS?$SGS9SMI!#¿ (J 


¿SB#P#R#G¿ (J 


—-MESSAGE FILE 22164 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
007html.html 


--MESSAGE FILE 22165 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00008html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jplamano 

From: amano@ba2.so-net.or.jp (չ5858ՏՇՏԸՏ/ՏՏտչ (B) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?ISO-2022-JP?B?GyRCRSgkTkRJSHgkTjtFSnOkciQqJDckKCRGISobKEI=?= 
Date: 19 Apr 1997 18:48:45 GMT 

Organization: NetYarouze 

Lines: 31 

Message-ID: <5jb42d$d13@news1.scei.co.jp> 

References: <5j51l1qqš36h@newsl.scei.co.jp> <5j78ue$733@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.190.205 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 

X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


In article <5j78ue$733@newsl.scei.co.jp>, kbo@kt.rim.or.jp says... 


> 

>¢ SBMWS 9SkSKE ($+$i8+$?<+5!SXSN3QEYS, 2rS1SPSSSSSsSGS9SHSM! #2 (B 

>¿ $B$=$1$, 2r$1$P!":#SNE (SN3QEYS$+S$i! "SISCSAJ}8~SX!"SISNDXEY2sSE>$9SkSH3 (B 
>¢SBSOISISPDIHxSKSISkSoS1SGS9S7! #2 (B 
>¿$B$^$!D>Q\!"5a$a$?3QEY$rF~$1$?$i!"$9$4$$%[!< 
>¿LSBS%“$9S$S, !&!&!&¿ (B 

> 
>z2SBS3S1S0!"#att#adn! JS"!<%/%S2%8%S8%'SSSH!IKSCSFSSSE&SdSDSr; HSSS*S9! #3 (B 
>¿SB#t#a#nSNH?BPSGS9%sM!#¿ (B 

>¿SB#t#a#nS, 30EYS+Si!"9bS5!2?2#S,S5GS*S9S+Si!"S3S1ISN5USN#a#t#a#nSO; (B 

>i $B9b$5$H2#I}!J#y!"#x<4$N:9J, !KSrF~S1S1SP!"3QEYS, SGSkSHSSS&SDSNSGS9! #2 (B 
> 
>i SBENHFYSNS1SSSVSiSF I <SOSESVEK72SG! "IVSICMS, $SOSS$S$G$S9$+$i!"$4<+J, SNSF!<S3VSKSKz (B 
>¢SBS"SoS;S?!"#a#t#a#nSF !<SVSkSr#CSG:nSCSFS7S*S&SNS,NISSS+SH;WSSS“*S9! #2 (B 

> 

> ¿SB#K#B#O; (B 

¿SB!!¿ (B 
¿SB!!#K#B#OS5SsS$SN8@$o$1$?$H$&$j!"#a#t#a#n$r;H$$$%857S?!#SHSjS"S(S:!"%FP!<%V%kŠr¿ (B 
£$B; HSo$:$KSd$j5$*$7$2?!#SSS$—SISjJ=hM}MnSA! *: #EYSOSF !<%SV%SkSGD) @o$7S*S7$?! #2 (B 
¿ SBSGS$b$3$3S8G2rSiSIS$$3$HS$, $"$J$^$9!#Nc$ (SP! "#XSH#ZSNCMS, #1$+$i#5#0#0$^$GJQ2=$9$k¿ (B 
¢ SBSHSF! <%$V%k<+BNS, $+SJISjSNNLSKSJISjS*S9ShHSM! #3 (B 

ESB! !S3S1SCSFSIS&2r7hS9S1SPSSSS$SsSGS9St+!) ¢(B 

éSB!!¢(B 
¿SB!!Sb$S7S+S7SF!"JQSJ;vSrJ9SSSFSkS+SbS7S1S2S;Ss%$S,65S(SFS/SQ@S5SS!#¿ (B 


oe 


_%s%0@-G=SHSISCSFS7S$°SS$3 (B 


¿$B!!$8$c$C$/$s¿ (B ¿$B!!¿ (Bamano@ba2.so-net.or.jp 
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—-MESSAGE FILE 22165 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O008html html 


--MESSAGE FILE 22166 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00009html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jplamano 

From: amano@ba2.so-net.or.jp (¿$B$8$c$C$/$s¿ (B) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?ISO-2022-JP?B?GyRCRSgkTkRJSHgkTjtFSnOkciQqJDckKCRGISobKEI=?= 

Date: 19 Apr 1997 23:55:11 GMT 

Organization: NetYarouze 

Lines: 23 

Message-ID: <5jbm0vSdv4@newsl.scei.co.jp> 

References: <5 j5lqq$36h@newsl.scei.co.jp> <5j78ue$733@newsl.scei.co.jp> <5jb42d$d13@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.45 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 

X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


ա 


ԵՏՔ !S*S?2rSiSIS$$3$SH$,SGSFS7$*S$CS$?! #2 (B 


¿$B!!¿ (Batan; SBSr;HS&;~SKz (Bdouble;$B7?SNJQ?t$r; HSCSF2HLLSK?tCMSr=P$7S?SsS$GS9S,¢(B 
ESBIQSK$GS$+S$?t; z$, I=< ($5$1S?SsSGS9! #3 (B 


éSB!!¢ (Bdouble; SBSNBeSoSjSK; (Bfloatz;$BSr;HSCSF¢ (B 
¿$B!!¿ (Bfloat a=5, b=2, c; 

c = a/b; 
¿$B!!¿ (Be = 524288 


ESBS3SSST4ES8SKSISIS*STS?!#S3S1SOSTSESSS&; VSISS$G$7$g$&!)¢ (B 
floatzSBS$dz (Bdouble; $B$r;H$&;~$O2?S$+1,MWSIS3SHS,S"SkSsSGS7SgS&S$+!) ¢(B 


$B! !$*$?$*S 2?JQSI<ALGS$+$b$7$1$*$;$s$, 65$ (SFS/S@S5$$! #2 (B 


¿$B!!$8$c$C$/$s¿ (B ¢$B!!¢(Bamano@ba2.so-net.or.jp 


--MESSAGE FILE 22166 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
009html.html 


--MESSAGE FILE 22167 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00010htm1. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1S0-2022-JP?B?GyRCRSgkTkRISHgkT jtFSn0kciQqJUDckKCRGISObKEI=?= 

Date: 23 Apr 1997 04:17:13 GMT 

Organization: Net Yarouze (SCE) 

Lines: 24 

Message-ID: <5jk2g9Spm3@newsl.scei.co.jp> 

References: <5 j5lqq$36h@newsl.scei.co.jp> <5j78ue$733@newsl.scei.co.jp> <5jb42d$d13@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢SB!!#K#BHOSSSSSNB@SOS1S?SHSES 5! "Hatt #a#nSr; HSSS*S7S?!#SHSIS"S (S$: !"SF!<SVSkSr¢ (B 

>2 $B; HSo0$:SKS$d$4$*°S752?!#SSS-SJISj=hM}MnSA! *: #EYSOSF!<%VSkSGD) @oS7S*°S7S?! #2 (B 

>¢ SBSGSbHS$3$3$G2rSiSIS$$3$H$,$"SjS*S9!#NcS$ (SP!"#XSH#ZSNCMS, #1S+Si#5#0#0S*SGJQ2=S9SKk;¿ ( 
B 
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>¢ SBSHSF !<%VSk<+BNS$, $+SJ$jSNNLSKSJIS4$*S9ShSM! #3 (B 
>¿SB!!S3S1SCSFSIS&2r7hS9S1SPSSSSSsSGS9S+!)¿ (B 


¿SB#t#a#nS$SN@-3JSr%O%C%-%jS$SHG'<1S7SFS_S*S7SgS&!#¿ (B 
¿SBS8SDSO#t#a#nSO!"#4#5EYSG!"!TI#1!ISKSJSJSS9ShSM!#S3S3S,%_ %=!*¿ (B 


¿SB<BSO!"#a#t#a#nSOL58BBgSK<)B+S7SFS7S&SNSG!"A4SFSr;)SDS3SHSOIT2DG=SGS9!#¿ (B 
¿SB!J%S0%i%USr$_S1SPO1H/SGSoS$S+SjS$*S9!#¿ (B(**; ¿SB!K¿ (B 


¿ $B$=$3$G>19gJ, $1$r$7$^$9! #¿ (B 
ESB! a#OSN>1lIgG! #!T#x!S#y!S#z!Kz (B 

¿$B$=$1$HHO0O$G$9$, !"#0!A#4#5EY$G$9!#¿ (B 

ESBSF!<SVSkSO#O !A#4#5EYSr:nSCSFS*SSSFI"S"SHSO!"#x! "#ySISASiS$+$,BgS—SS$+SG; (B 
¿SB0z$S-S+S?SrS+S (SkS+$7SFS/S@S5SS! #2 (B 


¿SB#p#s!#CYS1SFS9S“SsS91#S?S A !<SK$S7S+!"MhSFSJSSSDSNSGS7SF!&!&!&!&¿ (B 
¿SBS?S@SSSA!"Tw<YSG?29-SsS$SGS*SjJS“S9!#!&!&!&S$SG=qS-9-⁄-S_S+!J!0!0!(¿ (B 


¿SB#K#B#O;¿ (B 
--MESSAGE FILE 22167 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
010html.html 


--MESSAGE FILE 22168 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00011htm1. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCPCs4SiVsJTkhIiQOUF 8bKEI=?= 

Date: 24 Apr 1997 08:22:34 GMT 

Organization: Net Yarouze (SCE) 

Lines: 9 

Message-ID: <5 jn58aShh@newsl.scei.co.jp> 

References: <5 j5lqq$36h@newsl.scei.co.jp> <5j78ue$733@newsl.scei.co.jp> <5 jb42d$d13@ 
newsl.scei.co.jp> <5 jk2g9Spm3@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.205 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


¿SB<+8J%1%9;¿ (B 
>¿ $B<B$O!"#a#t#a#n$OL58BB9g$K<}B+$7$F$7$&$N$G!"A4$F$r; }$D$3$H$OIT2DG=$G$9!#¢¿ (B 


¿SBL58BBgSK!&!&!&!&H/;6SGS9SM!#SJSsS@S+SJS!¿ (B 
¿SB#K#B#O;¿ (B 


—-MESSAGE FILE 22168 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O1lthtml. html 


--MESSAGE FILE 22169 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00012htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?GyRCI1E7£ jJRWJE43V0ISIU0+XDpZIUSbKEI=?= 

Date: Fri, 25 Apr 1997 15:29:53 +0900 

Organization: Freaks Factory 

Lines: 13 

Message-ID: <freak$93b819970425152953@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.225.75 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBSISb! "Nk$rSDS$1$?G-SGS$9! #2 (B 


2 SBS] %j%4SsSr#P#SSKI=< ($9$kIUS4$, $h$&ľ$d$/$G$-$F!"; (B 
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http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 2341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01044 


—-MESSAGE FILE 2342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001045 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Wed, 27 May 1998 03:11:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <6kgigrSlev6@chuka.playstation.co.uk> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
39006421@news.scea.sony.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Ok, I don't want to get into an argument over this. I am not pro Win98 nor 
am I against it. I just point out flaws in what you are saying. Yes, it is 
possible for a system crash to cause damage to a file but for that to happen 
the program would have to be writing to that file. For that to happen enough 
to have to re-install software the program would have to be writing to it's 
own code with is highly unlikely. The only other possible explanation is if 
the program is writing to it's setting file which could get screwed up by a 
system crash. The chance of that happening at the same time as the crash 
must be at least 1 in 1000. So, if that is Mario's case then he was just 
plain unlucky. I code Windows programs for a living (sad, I know!) and due 
to many errors in the past I have produced plenty of system crashes in 
Windows 95 and Windows NT. Not a single one of those crashes gave me cause 
to re-install any software packages I have on those systems. You may now be 
saying "But you are running Windows 98 and that is different" But that is 
where you are not entirely correct! Windows 98 is not such a different 
system from Windows 95. All Microsoft have done is add fancy features, 
convert more of the 16bit parts to 32bit, try to sort out a few bugs and 
added Internet Explorer 4. If it was such a different system then you would 
not be able to use drivers written for Windows 95 in it. 

Now, if you had the experience with Windows that I have and you read a 
message like yours, wouldn't you say that the writer of that message was ill 
informed? 


Now, I would rather get back to the subject of getting my Net Yaroze working 
again so I can continue my project and get on with learning about games 
programming on the PSX. 


JohnT 


Matthew Hulett wrote in message <356aea50.39006421@news.scea.sony.com>... 

> 

>>Ok, I am no beginner with Windows 95/98 so I know what I am doing. I have 
>>had Win98 crash but only when I am on the internet for some reason! I have 
>>never seen or heard of people having to re-install software or reformat 
>>anything after a system crash. You are obviously ill informed. Probably a 


>>Mac user told you!! ;) 

> 

> No, actually it was Mario Perdue, a yaroze staffer, who shared his 
>story of pain... Not ill informed, just informed... ;-) 

> 

>—Matt 

> 


—-MESSAGE FILE 2342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01045 


—-MESSAGE FILE 2343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001046 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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¿SB$“S!!"S3S1S+$iSGS9SM!#¿ (B 


¿SBSHS3SmSG!"#P#SSG#1!?#6#0Sr7WB, S9SkSNSO¿ (8ՄՏՄՈՇՆՏՑ | ՄՏՇՏիտժՏտՇտշՏՇՏ511) 18, (B 
ESBSISSS+$, 1"Տ"ՏԱԵՏԻՏԱՈԱՏՏՏ՞7525/ !"$=$1$h$ j87L) 57718 $02DG=SISNSG$7$g$&$t!) 
¿SBI=<(SN#1%5%S%/%k$,2?ICS+S+SCSFSSSkS+SJSISr7WB, Dye ee Waa ss s 
rio n. S"SkKS+!"658 ( ee S1ISkSH=uSt+$j$*S9!l#z (B 

ZSBSh$m$7$/$*SMS, SSSTS°S9¢ —)m 


é 


éESBNkSrSDS1S$?G-¢(B freak@qa2.so-net.or.jp 
—-MESSAGE FILE 22169 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
012html html 


--MESSAGE FILE 22170 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00013htm1l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!amano 

From: amano@ba2.so-net.or.jp (չ5858ՏՇՏԸՏ/ՏՏտչ (B) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCPCs4SiVsJTkhIiQ0OJUF8bKEI=?= 

Date: 25 Apr 1997 20:46:48 GMT 

Organization: NetYarouze 

Lines: 48 

Message-ID: <5 jr57o$5lc@newsl.scei.co.jp> 

References: <5 j5lqq$36h@newsl.scei.co.jp> <5j78ue$733@newsl.scei.co.jp> <5jb42d$d13@ 
newsl.scei.co.jp> <5jk2g9Spm3@news1.scei.co.jp> <5 jn58aShh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.190.165 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 

X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


In article <5jk2g9Spm3@newsl.scei.co.jp>, kbo@kt.rim.or.jp says... 
> 

>¢SBHt#a#nSN@-30$r%O0%SC%-%jISHG'<1S7SFS_S*S7SgS&!#¢ (B 

> 

>¢SBS8SDSO#t#a#NSO! "F#4#F5EYSG!"!T#L!ISKSISJS*SOSHSM! #$3$3S,%_S=!¥*¢ (B 
> 
>2SB<BSO! "#a#t #a#nSOL5 8BBgSK<}Bt+S7SFS7S&SNSG! "A4SFSr; } SDS3SHSOIT2DG=SGS9! #2 (B 
>¢$B!I%0%isUSr$_S1SPO1H/SGSoS$+SjS*S9! #2 (8(՞՞ 258182 (B 

> 

>¿ $B$=$3$G>19gJ, $1$r$7$^$9!#¿ (B 

>¿$B!a#0$N>19g!#!J#x!$#y!$#z!K¿ (B 

>¿$BS=S1SHHO0OSGS9S, !"#O!A#4#SEYSGSO! #2 (B 

>¢SBSF!<SVSkSO#0 !A#4#5EYSr:nSCSFS*SSSF!I"S"SHSO!"#x!"#ySTISASiS+S,BgS—SSS+SG; (B 
>¿SB0zS-S+S?SrS+S (SkS+S7SFS/S@S5SS!#¿ (B 

> 


¿$B!!$G$-$^$7$?7!*!!$"$J$, $H$&$4$6$$$^$7$?!#z (B 
¿SBSGSb!"#K#B#OS5SsSN8@SoS1S?SHS&SjJSKSJSCSFSkS+SO%"%d%7%SSGS9!J!0!0!K;¿ (B 


>zSBHpHs | #CYS1SFS9S%S3$9!1452S%*!<SKS7S+! "MhSFSISSSDSNSGS7SF!E&!&!&!&2 (B 

> 2 SBS?S$@SS$% | "Iw<Y¥$G?229~SsSGS*S4S*%S9!#!16!1&!&SG=q$-9~S_S+!T!0!0! (2 (B 
> 

> ¿SB#K#B#O;¿ (B 


¿SB11SSS (SSS ( a a D աաա SFS+SiAwSmS&SH;WSCSFS?SNSGe (B 
¿SBCYS1SA S$S79?!#¿ (B 


> 
>¢SB<+8I%1%9¢ (B 
>>¢SB<BSO!"#a#t#a#nSOL58BBgSK<}Bt+S7SFS7S&ESNSG! "A4SFSr; }SDS3SHSOIT2ZDG=SGS9! #¢ ( 
> 
>¢SBL58BBgGSK!&!&!&!&H/; 6SGSOSM! #STSSS@S+SIS!¢ (B 


w 


¿SB#K#B#O:¿ (B 


MM N: 


2$B!!$=S&$GS9SM! #L58BSKH/; 6SGS9SM! #$G$b!"<}B+$G:G=iG<F@S7SFS*S$7$?! #2 (B 
ESBS3SSSIS3SHS*SGK:S1ISFSkSISSSF!"9b9; SN: "!"22SdSCSFS?SsS@SmSé&!T!0!0!Kz (B 
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¿SB!!SbS7ShS+S$SCS?Si!"¿ (BEloatz$BSN;v!"65S (SFS/S@S5SS!#:#$0>. ?tSrL5;kS$7SFSdSCSF¢ (B 
ESBSKSNSG! "@:EYS, SaSAScSaSAScSISSSGS9! #3 (B 


ԵՏ8 1 1Տ8ՏՇՏՇՏ/Տտչ (B ¢$B!!¢ (Bamano@ba2.so-net.or.jp 


—-MESSAGE FILE 22170 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
013html.html 


--MESSAGE FILE 22171 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00014htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1ISO-2022-JP?B?GyRCI1E7f£ jJRWIE43V0OIsIUo0+XDpZIUSbKEI=?= 
Date: Sat, 26 Apr 1997 06:56:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <kamon$21c519970426065600@news1.scei.co.jp> 

References: <freak$93b819970425152953@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ԵՏՔ !S3SsSKSASO! #2CLGSG$9! #2 (B 


éESBNkSr$D$1$?G—-; (B wrote: 
>¿SBI=<(SN#1%5%S%/%k%$,2?ICS$S+S+SCS$SFSSSk$S+SJSISr7WB,$7S?SSSNSGS99,!&!&!&¿ (B 


¿SBFsDLS$Sj$SNJ)K!$,$"$j$“$9!#¿ (B 


1.VSync¢SBSr; ա (8 

¢$B!!¢ (BVSync (1 ) ¿SBS, ?eJ?F14 | 4V3VSrdVS$9SNSG! "$= $1$rL\0BSK$9Sk$3SHS$, SG$-S$*S9! #3 (B 
PSB! I F245#55"92595r1 | [$ ($kSH=hM}Mn$AS$9SkSN$G!"#1?e7?7F14 | 4Մ3ՄՏ5Օ1"չ (B 
¿SB!!#1!2?#6#0ICSNS5Si1iSK#1!1?2#2#5#6SHSJSkSs$SGS7SgS&S+!#ShS/SoS+$SjS$S ŠS;Ss!# (B 
¿SB!!#1%k!<%WSK$ŠISNS/$SiSSS+S+SCSF$SSKESN$+1"S*$*$“S+SKCNSk$?SaSQ@$CS$S?Si!"; (B 
¿$B!!$3$NJ}K!$,<j$C<h$jAa$$$G$9!#¿ (B 


2. ¿SB%k!<%H%+%&%5%?$r;H$&J}K!¿ (B 

2$B!1%k!<%HS+3&%S%2Sr;HSESH!"<B: Tai; ~AV2 (8 (655: ~J, IC; (B) gSBSN7WB, $, 2DG=$G$9!#$, 1":(8 

1581 IKMSO$GS5I)6, SoS+SsSJSSSGS9¿ (B(¿SB>P¿ (B) ¿SB!#NPKV¿ (B ( Անա ՅՅ: %9: ( 
¿SBSN¿ (B 


ե) 


Poe E ԱԱ ՏՐՆ Տ ՆՏ Տ 
¿SBShS/SoS+SiSJSSS/S;SKEzS (SAScSCSFS9S_$*S$;S$s!#C/$+%US) Տո <Sr$h$m$7$/!#z2 (B 
ESBSGSO!"S$,SsSPSCSFS/S@S5SSSSMIA! #2 (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 22171 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
014html. html 


--MESSAGE FILE 22172 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00015htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCI1E7£ jIRWIE43V0OIsIUo0+XDpZIUSbKEI=?= 

Date: Sat, 26 Apr 1997 16:29:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <bo0wy$24b319970426162923@news1.scei.co.jp> 

References: <freak$93b819970425152953@news1.scei.co.jp> <kamon$21c519970426065600@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.229 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
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X-Posting-Software: WSNews 2.017 


Taro Kamon¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>¢$SB!!S3SsSKSASO! #2CLgSGS9! #2 (B 

> 

>2$B!!z (BVSync (1) ¢$B$, ?eJ?F14 | 4V3VSrdV$ 9SNSG! "S=S$1SrL\0BSK$9$k$3SH$, $G$-$^$9!#; (B 
>i $B!!#2#5#5$"$?$j$r1[$ (SkSH=hM}MnSAS9SKSNSG!"#1?eT?F14 | 4V3VSO!"¢ (B 
>¿ŠSB!!#1!?#6#OICSNS5S1SK#1!?#2#Ú5#6SHSŠJSkSsSGS7$SgSŠ&S+!#ShS$S/SoS+SjS*S;ŠSs!# (B 
>¿ŠSB!!#1%Sk!<%$WSKSISNS/SiSSS+S+SCSFSSSkRSNS+!"S*S*S$S“S+SKCNSkS$S?SaS@SCS$S?Si!"; (B 


¿S$B?eJ?2F14|$SN2s?t$J$oSl1$G$9S+$i!"2rA|EY$, չ (B320x240¿$BS@$C$?Sil1"¿ (B1/60¿$BICSK; (B 
240¿SB2s!"SJ!"SOS:¿ (B(¿SB>P¿ (B) 


¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 

—-MESSAGE FILE 22172 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
015html html 


--MESSAGE FILE 22173 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00016htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCI1E7f£jIRWIE43V0IsIUo0+XDpZIUSbKEI=?= 

Date: Sat, 26 Apr 1997 22:32:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <kamon$21c519970426223244@news1.scei.co.jp> 

References: <freak$93b819970425152953@news1l.scei.co.jp> <kamon$21c519970426065600@ne 
wsl.scei.co.jp> <bo0wy$24b319970426162923@news1.scei.co. յք» 

NNTP-Posting-Host: 210.136.1.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SBS3SsSKSASO!#2CLgSGS9!#¿ (B 


Hideki Naito(boOwy wrote: 
>¿$B?eJ?F14|SN2s?t$J$oSl$G$9S+$i!"2rA|EY$, չ (83202240:58505ՇՏ52511"չ (B1/60¿$BICSK; (B 
>240¢SB2s!"SI!"SOS:¢ (B(¢SB>P¢ (B) 


¿SB!!S (S$ (!"KMSbS=S&;WSCS?SsSGS9S, !"IUBOSNS\!<SkSNS53sSWSkSr¢ (B 


#define MAXOBJ 2000 


¿SBSH=q$S-49S (SFFOS+S7SFS$_SkSH!"¢ (B240¿SB2sS"$S?SjJSGSOSJS<S+=hM)MnSAS7SJSSS_S?SS¿ (B 
¿S$SB$JSs$G$9Sh!#Ss$G!"=hM)MnSA$9$Sk=V4VSK?eJ?F14|SN2s?t$,¿ (8245:585"Տ25յ5-511"2(8 
260¢SBS"S?S45S*°SG%] SSSHHtSVSNSG! "S=SN4VSNS@SSS$?SS2z  (RB256;SBS/SiSSS,STSdS7SSS+¿ (B 
ESBSI!"SHz (B (¿$B>P¿ (B) ¿SB!#¿ (B 


¿S$B!!L@F|!"F 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
-—-MESSAGE FILE 22173 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
016html html 


MKS JSsSGSASgSCSHD4SYSFS_S“*S9! #2 (B 


--MESSAGE FILE 22174 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00017html. html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?Q?Re:_=1BSB#Q; ~4VSN7WB=2C ! J=3E\:Y!K=1B=28B?= 

Date: Sun, 27 Apr 1997 08:53:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <5 ju4p3$9qd@newsl.scei.co.jp> 

References: <freak$93b819970425152953@news1.scei.co.jp> <kamon$21c519970426065600@ne 
wsl.scei.co.jp> <bo0Owy$24b319970426162923@news1.scei.co.jp> <kamon$21c51997042622324 
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4@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.75 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Taro Kamon wrote in article . 

>éSBS3SsSKSASO! #2CLgG$GS$9! #2 (B 

> 

>Hideki Naito (bo0wy wrote: 
>>z$B?eJ?F14|SN2s?t$JISo$1$G$9$+Si!"2rA|EYS, չ (B320x2402$BS@SCS$?$i!"2 (B1/60¿$BIC$K¿ (B 
>>240¿SB2s!"SJ!"SOS:¿ (B(¿SB>P¿ (B) 


> 

>¿SB!!S(S(!"KM$bS=S$S&;WSCS$?Ss$GS9S, !"TUBOSNSN!<%Sk$N%$5%Ss%W%skŠr¿ (B 
> 

>#define MAXOBJ 2000 

> 


>¿SBSH=qS-49S (SFFOS+S7SFS_SkSH!"¢ (B240¿SB2sS$S"S?SjJSGSOSJS<S+=hM)MnSAS7$JSSS_S?SS¿ (B 
>¿SB$JSs$SG$9Sh!#SsS$G!"=hM)MnSA$S9Sk=V4VSK?eJ?F14|SN2s?t$,¿ (B245; $B$"$S?$3jS+$i!"; (B 
>260¿SBS"S?SJS%SG%] %sSHHtSVSNS$SG!"S=SN4VSNS@SSS?SS¿ (82562Տ8Տ/Տ1ՏՏՏ, Տ"ՏԱՏ7ՏՏՏՀՀ (B 
>¿LSBSJ!"SH (8(2Տ8»Քչ (8) 5818. (B 
> 
>2$B!!L@F|!"F|MKSISsSGSASgSCSHD4SYSFS$_$*$9!#3 (B 
>——— 

> http://www.age.ne.jp/x/kamon/ 

> kamon@mail.web-hyogo.or.jp 

> Taro Kamon 
> 


ZSB2rA|EYSH?eT?F14 | $N2s?t SHSOOLCWS7SISSSsS8SCSISSS+S5z (B? 
¿SB2rA|EY$K4X$0o$i$:!"%F%1%S$K1G$7=P$9I, MW@-$+$i!"¿ (B 
¿SB%$F%1%SSHF1$8?eJ?F14|SKSJSCSF$SSkSOS:!# (B 


1/30¿$BIC4V$K!"; (B525z2SBK\! #2 (B 
1/60¿ŚBIC$H$J$K$H!";¿ (B263: $B!"¿ (B262: SBK\SHSJSkS0$:S$GS9S1S1! #2 (8 


Bugbear 
¿ $BHu8}¿ (B ¿SB>!Lic (B 
bugbear@ga2.so-net.or.jp 


—-MESSAGE FILE 22174 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
017html. html 


--MESSAGE FILE 22175 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00018htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?0?Re:_Re:_=1BSB#Q; ~4VSN7WB=2C ! J=3E\:Y!K=1B=28B?= 
Date: Sun, 27 Apr 1997 08:59:09 +0900 
Organization: PlayStation Net Yarouze 
Lines: 17 
Message-ID: <5 ju52sS$9qd@newsl.scei.co.jp> 
References: <freak$93b819970425152953@news1.scei.co.jp> <kamon$21c519970426065600@ne 
wsl.scei.co.jp> <bo0wy$24b319970426162923@news1.scei.co.jp> <kamon$21c51997042622324 
4@newsl.scei.co.jp> <5 ju4p3$9qd@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.75 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Katsuya Higuchi wrote in article <5 ju4p3S9qd@newsl.scei.co.jp>... 
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>1/30zSBICAVSK! "չ ( 
>1/60zSBICSHSJISkSH!"¢ ( 


B525¢SBK\! #2 (B 
B2632$B!"¢ (B262: $BK\$H$J$k$O$:$G$9$1$I!#¿ (B 


¿ $B=q$-K:$1$F$^$7$?$,¿ (B 

525¿$BKN$NFb$K!"?bD>F14|4|4V¿ (B(z$B@53N$KS$O?bD>%V%i%s%-%S%04 | 4Vz (B) ¿$B$b4^$^$1$^$9!# 
¿ (B 
¿SB$3$1SOSUSDS&¿ (82058817, $K$J$j$^$9$+$i!"; (B 

240¿$B$"$?$j$+$i¿ (B2602$B$"$?$ jSXSNITO"B3@-SO?bD>F14 | $r$O$5$s$@7k2L$G$7$g$6! փ: (B 


Bugbear 
¿SBHu8)¿ (B ¿SB>!Li (B 
bugbear@ga2.so-net.or.jp 


-—-MESSAGE FILE 22175 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
018html html 


—-MESSAGE FILE 22176 START: 
00019htm1l. html 
Path: chuka.playstation.co 
From: kamon@mail.web-hyogo 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


-uk!news1l.scei.co.jp!usenet 
-or.jp (Taro Kamon) 


Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCI1E7f£jIRWIE43V0OIsIUo0+XDpZIUSbKEI=?= 

Date: Sun, 27 Apr 1997 22:53:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <kamon$21c519970427225358@news1l.scei.co.jp> 

References: <freak$93b819970425152953@news1.scei.co.jp> <kamon$21c519970426065600@ne 


wsl.scei.co.jp> <bo0wy$24b319970426162923@news1.scei.co.jp> <kamon$21c51997042622324 
4@newsl.scei.co.jp> <5 ju4p3$9qd@newsl.scei.co.jp> <5ju52s$9qd@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.136.1.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


"Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> wrote: 
>>1/30zSBIC4VSK! "2 (B525;SBK\!#¢ (B 
>>1/60¿SBICSHŠJSkSH!" (B263¢S5B!"¢ (B262;SBK\SHSJSkSOS:SGS9S1ST! #3 (B 
>¿SB=q$-K:S1$SFS2S7S2S, (B 
>525¿$BKN$NFb$K!"?bD>F14|4|4V¿ (B (¿Š 
# (B 
>¿SBS3$S1SOSUSDS&¿ (B20¿SBKNJ, $K$J$J$^$9$+$i!"; (B 
>240¿$B$"$?2$j$+S$Si¿ (B260¿$B$"$?2$3SX$NITO"B3@-SO?bD>F14|$r$OS5$s$@7k2LS$SG$7$gS&!# (B 


B@53N$K$O?bD>%$V%$i%s%-%s%04|4V; ( 


$B$b4^$^$1$^$9! 


Ց) Հ 


ESB! !SISkKS[ST!IA!"S3S&SSS&S3SHS@SCS?SNS+!A! #2 (B 
¿SB!!SoS+SjSdS9SS@bL@!"S"SjS, SH$&S4S6SSS“S7S?!# (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22176 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
019html html 


--MESSAGE FILE 22177 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00020htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?i1so0o-2022-jp?B?GyRCSjg/7eiRyJVULIJyE8JUkLIUCVzISY1LIiUmJUgkOSRrJEskTyEpGyhK?= 


Date: Tue, 29 Apr 1997 15:30:39 +0900 
Organization: PlayStation Net Yarouze 
Lines: 17 


Message-ID: 


<3365958F.1549@ppp.bekkoame.or. յք» 


NNTP-Posting-Host: 202.210.132.133 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 


X-Mailer: 


Mozilla 3.0 


(Win95; 


7bit 
T) 
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ESBS3SsSKSASO; (J :չՏԹԲիՏՇՏ9չ (J 


éSB:#! "2hLL$KJ8; z$r=q$$S$FS=$1$r%U%' !<SIS$%sSUS' !<SIS"S&SHS7SHSESHE (Մ 
¿SB;WSCS$SF$2$9$,S&S7*S/SSS-S“9;Ss!#¿ (I^^; 


TIM: SBSNz (JCLUT; SBSG%0%1!<%9%1!<%kS$G=gSK; }$SDJI}K!$7$+SISSSNSGS7SgS&S$+3 (J 
ESBS*S ?2HLLA4BNSr$U%! !<S1SS$%SSSUS"!<SIS"SESHSHSSSESAS IT} SGSHSSSSSGS9!#3 (J 


¿SBSISJS?S+NISSJ)]K!S4B8CNSN65S (SFS$SS?S@S1S2S;SsS+¿ (J 


ESBSh$m$7$/$*4jSSS7S9! #3 (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ՀՏՔ""| ¢ (Jd E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22177 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
020html.html 


--MESSAGE FILE 22178 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00021htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naohisa Kamei <kame001@ibm.net> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS jg7eiRyJVULJyE8JUkLICVzZISY11IiUmJUgkOSRrJEskTyEpGyh 
K?= 

Date: Tue, 29 Apr 1997 21:22:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3365E811.1B22@ibm.net> 

References: <3365958F.1549@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 202.135.105.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


¿SB2qOwHV9f¿ (Jdcn01516¢SBSN550£>05WSGS9! #2 (J 


ESBSUS'!<SISSSS!&S"SESHSN=hM}SGS9S, !"S9SWSLSSSHSN>1IGSKSO; (J 

GSSPRITEz SB9=BSBNSN¿ (Jr,g,bz¢SBSHSSS&SaSSSP!<S,S"S5!"3  (Ur,g,b¿SBSN51EYSr@_D3jS$SGS-S S9! 
#¿ (J 

¿SBS3SNCMSrJQS (S1SPSGS-SkSH;WSSS S9!#¿ (J 


¿SBS7$+$7!"J8;zS$SH$$$&S3SHSKS$SJSkSH  (UKrom2Tim S$B$r; HS&T}K!$7$+;WSSSDS-S$*S;Ss!#2 (J 
Krom2Tim¿SBSN=hM])SOS+SJSJjJCYSSShS&SJSNSG!"SSSmSSSmBgJOSQSH;WSSS“S9!#; (J 


ESBOx$_S$K!"@kEASKSISCSFS7S*°S&SNSGS$9S,!"3 (J 
¿S$SB;d$,E3j9F$7$?%W%m%0%i%`!"¿ (Jtest¿$B$N2<$K$"$k¿ (UCRYSTAL3.LZH¿$BS$G: (J 
¿$B%$U%S'!<%I%$%s!&%"%&%H$ŠN=hM)$r$d$C$F$$$2$9!#¿ (J 


¿SBS?S@!"%$=!<%9%W%m%0%iS*` T eee (J 
ESBSISWSISSSHI=< ($N4X?t$r8+$1$PJ, $+$k$+$b$7$1$^$; $s!#¿ (J 


¿SBSbS7!"<ALdSJSIS"SjJS*“S7S?S1iS3SASiSKS*4jSSS7S*S9!#¿ (J 
E-Mail: t93123nk@sfc.keio.ac.jp 
ESBS=S1SGSO!"<:NiS7$*$9!#z (J 


-—-MESSAGE FILE 22178 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O21html html 


--MESSAGE FILE 22179 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00022htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS jg7eiRyJVULJyE8JUkLICVzZISY11IiUmJUgkOSRrJEskTyEpGyh 
K?= 
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Date: Wed, 30 Apr 1997 00:35:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33661524.2D96@ppp.bekkoame.or.jp> 

References: <3365958F.1549@ppp.bekkoame.or.jp> <3365E811.1B22@ibm.net> 
NNTP-Posting-Host: 202.231.199.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SB550fS$5S$SsSOS8SaS*S7SF¿ (Մ ~SBEh$G$9¢ (J 


Naohisa Kamei wrote: 

> 

> ¢SBOx$_SK! "@kEASKSJSCSFS7S*S&SNSGS9S, !"¿ (J 

> ¿$B;d$,EjJ9F$7$?%W%m%0%i%`!"; (Jtest¿$B$N2<$K$"$k¿ (JCRYSTAL3.LZH¿$B$G¿ (J 
> ESBSUS'!<SISSSS!&S"SESHSN=hM} SrSdSCSFSSS“*S9! #3 (J 

> 

ESBSSS ($$$ (SSOFSSSSSN#R#PHG! Vz (JCRYSTAL32SB!W8+S*°S7S?! #2 (J 
¿SBSAScSsSH=hM])S7SFSSSNSGS9S4SSSJS!SH4X24S7SFSSS*S9!#¿ (J 


¿SB:#!"%=!<%9S$SrDIS$SSS+$S1$SFS2AS9S,¿ (J 
¿S$SB%9%W%i%SSHŠN#R#G#B$G=hM)$r$9$1$P$$$S$S$s$SGS9SMI!#; (J 
Krom2Tim¿SŠBSr$7SFS+SiS=SNQhSNS9%SW%SiSSSHSN#R#G#BSrJQO99S7SFSdSk¿ (J 
¿SBSHSSS&9MS (U])SG2hLLA4BNSGSdSk>19gSOI=<(S7$FSSSkSDSNSrS9SYSF¿ (J 
¿SBSN%9SW%$i%SSSHSN#R#G#BSrJOQSŠ (SkKSHSSS&9MS (J}SGS9SM! #2 (J 


¿SBSIS&Sb¿ (I ¿SBS"Sj$, SH9&94S5S$9SS $9!*!*!#;n$7$FS_S S9!#¿ (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22179 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O22html html 


--MESSAGE FILE 22180 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00023htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCI1E7f£ jJRWIE43V0IsIUo0+XDpZIUSbKEI=?= 
Date: Tue, 29 Apr 1997 00:06:23 +0900 

Organization: Freaks Factory 

Lines: 19 

Message-ID: <freak$93b819970429000623@news1.scei.co.jp> 

References: <freak$93b819970425152953@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.225.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


2 SBSISb! "Nk$r$D$1$2G-$G$9! #2 (B 


¿SB2CLgS5Ss!"FbF#S5SsS!"#R#E#SS"SjS,SH$&S4S6SSS*S7S?¿ (8(՞՞) 


éSB! dz (Bl.VSync¢SBSr;HS&I}K!2 (B 
¿$B!d!!¿ (BVSync (1) 2585, ?eJ0?F14 | 4V3VSrJVS$9SNSG! "S=$1SrL\0BSKS$9SkS$3SHS, $G$-$^$9!#¿ (B 
¿SBS3SNJUS,NIS5$S=S$S&SGS9SM!#¿ (B 


ESB! dz (B2.  SB%Sk!<%$H%S+%&%s%S?Sr;HŠ$Š&J)K!¿ (B 

¿SB!d!!¿ (BGetRCnt (),ResetRCnt (),StartRCnt () 
¿SBS$S_S?Ss$G$9$, !"@Q5>o$SK:nF0$7$FSJSSS_$S?$SSSJSsSGS9Sh!#;¿ (B 
¿SB$Sd$C$O$Sj%5%s%$W%$k%3!<%SI$J$SSSH%-%$SC%$SDSS$SS9SM!#; (B 


¿$B$D$^$j!"¿ (BVsync (1) ¿SBSK%$+%$&%s%?!<$rMQO0U$7$F!"IA2h$r=*N;$7$?$"SH!" (B 
¿SB%+%š$&%s%?!<$,#2#5#0A08e$SJSi$P!"#1<-4|$,#11?#6#0$S@SH$S$S ($k$o$1$G$9$M!#; (B 
¿$B$?$a$7$F$_$^$9; (B(^^) 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
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—-MESSAGE FILE 22180 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
023html.html 


--MESSAGE FILE 22181 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00024htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiNRO340ViRON1dCLCFKP1Ww6WSFLGyhK?= 

Date: 4 May 1997 22:16:01 GMT 

Organization: =?ISO-2022-JP?B?GyRCOEQ/TRsoSg==?= 

Lines: 24 

Message-ID: <5kj1r1$all@newsl.scei.co.jp> 

References: <freak$93b819970425152953@newsl.scei.co.jp> <freak$93b819970429000623@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.188.171 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


éESBNkSrSDS1S?G-; (J <freak@qa2.so-net.or.jp> wrote in article 
<freak$93b819970429000623@news1l.scei.co.jp>... 

> ¢SB!dz (Jg2. SB%Sk!<%H%S+%$&%Ss%?Sr;HSŠS&J)K!¿ (J 

> ¿$B!d!!¿ (JGetRCnt () ,ResetRCnt (),StartRCnt () 

> ¿SBS_S?SsS$SGS9S, !"@5>o0$K:nFOST7TSFSISSS_S?SSSISs$GS9Sh! իչ (J 

> ESBSd$C$Q0$4%5%SSWSkS3!<SISTSSSHS-SCSDSSSISM! #3 (J 


VSync ¿$B$H¿ (J RCnt ¢SBSHSG; ~4V7WB, $9$k%5%stW%k%3!<%ISr0JA0:n$C$?SNSGS9S,¢ (J 
RCnt ¿SBSNJ)]S$S,S&S*S/F0S+SJSSSNSG<ALdS7S?S3SHS,S"SJS%S9!#¿ (J 

¿ $B$=$N8e$^$C$?$/2?$N%1%9%]%s%9$b$b$i$ (STS+SCS?SNSG!"E (J 

ESBS 60xITL@SIS*S*T|CVS5S1ISFSSS*S9! #3 (J 


ESBSASIS_S$K$3$1$,%3!<%SI!#¢ (J 
http://wwwl.scei.co.jp/forum/program/archive/test/TIMETST2.L2ZH 
ftp://ftpl.scei.co.jp/forum/test/TIMETST2.L2ZH 


Bugbear 
¿SBHu8)¿ (J ¿SB>!Li (J 
bugbear@ga2.so-net.or.jp 


—-MESSAGE FILE 22181 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O24html html 


--MESSAGE FILE 22182 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00025htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "=?iso-2022-jp?B?GyRCUF4kKNSRSJGObDKEI=?=" <mshr_umd@hal.ac.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso0-2022-jp?Q?Re:_=1BSB2hLLA4BNSr%U%' !=3C%1%S%S!&%=22%$&SHS ISkSKSO=1B=28?= 
=?iso-2022-3jp?Q?B?= 
Date: Mon, 5 May 1997 15:10:04 +0900 
Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 
Lines: 17 
Message-ID: <5kju54$bbt@news1.scei.co.jp> 
References: <3365958F.1549@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.216.232.171 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>2 SBS*S?2hHLLA4BNSrSUS' !<SISSSSSUS' !<SIS"SESHSHSSSESASFJT}SGSHSSSSSGS9! #3 (B 
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ե) 


¿SB!!2hLLA4BNSr%U%S'!!<%SIS5%;SkSdSjJ)SO!"SHSFSb4JC1SJJ)K!SG=PMhS S9!#;¿ ( 


LSB! !¿ (BGsSBOXF¿$B9=BSBNSGH>F)L@%N%$C%$/%9$r:n$j!"H>F)L@0@%1!<%HŠ$r¿ (8"25882: (B"¿$B$K$7$F! 


£$B!!%3\%C%3/%9S5N?'Sr@ _DjS$9SkS@S1SG=PMhS$*$9! #2 (B 

éSB!!S=S7SF!"2hLLA4BNSJSiSP!!3\%C%/%S9SN%5%$%:Sr2nLLSNBg$—-S5SKS7S*°S9! #2 (B 
¿SB!!S%“S?!"01ICS@S1%U%'!<%IS5%;S?SSSJSiSP!!S=S$SN%5%$S%:Sr@_DjS9SkS@S1SGS9!#¿ (B 
£S$B! !S=SN8e#O#TSKEPO?S7S*S9! #3 (B 


2$B!!%\%C%/%9SN?'SK4X$9Sk; v$G$9$, !"H>F) L@%1!<%HS, 2 (B"¿SB#2; (B"¿$B$N$H$-!"; (B 
éSB!!?'Sr!!¢ (BRGBESB! Jz ( (B293 255,2552¢SB!KSK$S7$?SHS—SO! "I=< (2HLLSGSOS=SNSVSVSSsSOz (B 
¿SB!!??SC9uSKSJSjJS S9!#!JS( ) 808SoS1SJS/SFSbSoS+SCSFSKSCSF!) )!K¿ (B 

2$B!!!Jg (B0, 0, 0¿$B!K$N; a L5$7$G$9!J>P!K!#z (B 


--MESSAGE FILE 22182 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
025html.html 


--MESSAGE FILE 22183 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00026html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "=?iso-2022-jJp?B?GyRCJF4kNSRSJGObKEI=?=" <mshr_umd@hal.ac.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?Q?Re:_=1BSB2hLLA4BNSr%U%' !=3C%1%S%S!&%=22%$&SHS ISkSKSO=1B=28?= 
=?iso-2022-3jp?Q?B?= 
Date: Mon, 5 May 1997 15:10:04 +0900 
Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 
Lines: 17 
Message-ID: <5kju61Sbc2@newsl.scei.co.jp> 
References: <3365958F.1549@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.216.232.171 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>2 SBS*S?2hHLLA4BNSrSUS' !<SIS$SSSUS' !<SIS"SESHSHSSSESASFJT}SGSHSSSSSGS9! #3 (B 


ESB! !2nhLLA4BNSr%U%'!<SI$5$;Sk$d$jJ}$O! "SHSFSb4IC1SIIT}K!SG=PMhS*S9! #32 (B 


¿$B! !¿ (BGSBOXF; $B9=BSBNSGH>F) L@3\3C3/39Sr:n$4!"H>F) L@S$1!<SHSr¢e (B"¿$B#2¿ (BNE SBSKS7SF! 
Տ ի ¿ (B 
258115 3\3C%/S9SN?'Sr@ DjSISkKS@S1SG=PMhS*$9! #2 (B 
$B! !$=$7SF!"2hLLA4BNSJSiSP! !3\%C%/%9$N%5%$%: $r2hLLSNBg$-—S$5$K$7$*S$9! #2 (B 
ESB!I!S*S?!"OLItS@$1SUS'!<SIS5$;S?SSSTSiSP! !S=SN%53$%:Sr@_DjSISkSAS1SGS9! #e (B 
ESB! !S=SN8e#O#TSKEPO?$7$*S9! #2 (B 


2$B! !%\%C%/%9SN? ' SK4X$9Sk; vSG$9$, !"H>F) L@$1!<HS, ¿ (B"¿SB#2¿ (8"Հ58ՏԱՏԻՏ-1"չ (B 
¿$B!!2' $r! lz (BRGBE SB! Jz (B255, 255, 2552 $BIKSK$7$?$HS—$0! "I=< (2HLL$GSOS=SNSVSVS5$0¢ (B 
ZSB! !?2$C9U$K$ISJ$^$9!1#! J$ (1) 885oS1SJS/SFSbSoS+SCSFSkSCSF!) !K¿ (B 

TRO 0. 0, 0 3 S E IB 


--MESSAGE FILE 22183 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
026html.html 


--MESSAGE FILE 22184 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00027html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?iso-2022-jJp?B?GyRCJF4kNSRSJGObKEI=?=" <mshr_umd@hal.ac.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?is0-2022-jp?Q?Re:_=1BSB2hLLA4BNSr%U%' !=3C%1%S%S!&%=22%$&SHS ISkSKSO=1B=28?= 
=?iso-2022-3jp?Q?B?= 

Date: Mon, 5 May 1997 15:16:48 +0900 

Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 

Lines: 18 

Message-ID: <5kju6oSbc6@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.216.232.171 
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Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


>¢$BS*S$?2hLLA4BNSr3U%' !<31S$%3SSUS'!<SIS"S&SHSHSSSESAS IT} SGSHSSSSSGS9! #2 (B 


éS$B! !2nLLA4BNSrsU%'!<SI$5$;Sk$d$jI}$O! "SHSFSb4IC1SIIT}K!SG=PMhS*S9! #2 (B 


25811: (BGSBOXF ¿ $B9=BSBNS$GH>F) L@%\%$C%/%9Sr:n$j4!"H>F) L@$1!<SHSr¢ (B"¿SB#2¿ (B"Z SBSKS7SF! 
ոչ (B 
258115 &S\%SCS/S9SN?'Sr@ DjS9ISkKS@S1SG=PMhS$*S9! #2 (B 


¿SB!!S$S=$S7$SF!"2hLLA4BNSJSiSP!!SNSC%$/%S9SN%S5%$%:Sr2hLLSNBgS-S5SKS7S A S9!#¿ (B 
¿SB!!S*S?!"011tS@S1%U%'!<%IS5$;S?9SSJSi1SP!!S=SN%5%$%:Sr@_DjS$S9SkS@S1SGS9!#¿(B 
¢$B! !S=SN8e#O#TSKEPO?S7$*S9! #2 (B 


2$B!!3\%C%/S9SN?'SK4X$9Sk; vV$G$9$, !"H>F) L@31!<SHS, ¿ (B"¿SB#2; (B"g SBSNSHS—! "3 (B 
¿SB!!?'Sr!!¿ (BRGB¿ SB! Jz ( (B255, 255, 2552 $B! KSKS$7$?SHS-S$O! "I=< (2hLLSGSOS=SNS$VSVS$8$03 (B 
ESB! !2??SC9USKSISFS*SO!N#!TS ( j 8@$0$1$58/$FSbS0$+SCSFSkSCSF!) )!K¿ (B 

2$B!!!Jz (BO,0,0zSB!KSN; ` L5$7$G$9!J>P!K!#; (B 


-—-MESSAGE FILE 22184 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O27html html 


--MESSAGE FILE 22185 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00028htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“=?iso-2022-jp?B?GyRCUF4kKNSRSJGObDKEI=?=" <mshr_umd@hal.ac.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?Q?=1BSBSJ$s$+! !S$=3F$/S5SsAwSCSFS7$*S$CS$=3F ! J4@!K=1B=28B?= 
Date: Mon, 5 May 1997 15:22:33 +0900 
Organization: =?iso-2022-jp?B?GyRCOEQ/TRsoQg==?= 
Lines: 4 
Message-ID: <5kjuhgSbce@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.216.232.171 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


£$B!!F1S8FbMFSNSbDSNS,$?$/S$5Ss$"$45S*S9S,A4TIt; dSN@UGSSGS4S6SSS*S9!TJ4@!Kz (B 
ESB! !<:Ni$7$*°S7$?!JGz!Kz (B 


—-MESSAGE FILE 22185 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O28html html 


--MESSAGE FILE 22186 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00029htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCMmhMTEEOQkK4kciVVJISchPCVJJSQlcyEmJST1JiVIJDkkayRLJE8 
bKEoO=?= 

Date: Mon, 05 May 1997 21:34:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <336DD3D9.609E@ppp.bekkoame.or. յք» 

References: <5kju6oSbc6@newsl.scei.co. jp> 

NNTP-Posting-Host: 202.231.199.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 
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From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Wed, 27 May 1998 05:11:16 GMT 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <356b9b1a.8180112@news.scea.sony.com> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
39006421@news.scea.sony.com> <6kgigrS$levé6@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-46.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Now, if you had the experience with Windows that I have and you read a 
>message like yours, wouldn't you say that the writer of that message was ill 
>informed? 


Well, actually, I would've asked a question or two, without making 
assumptions. 

I do not wish to argue either, but you just might entertain the 
notion that you do not know everything there is to know, and that 
there are problems that can occur that you have not experienced. 

Mario is a professional, and I doubt he reformatted and reloaded 6 
gigs worth of software for no reason... I believe his OS developed a 
corruption that denied him the ability to do anything, like trying to 
reload the OS and keep the software intact. I am not sure, he did not 
go into a detailed analysis of his dilemna. 

You never corrupted your registries? That's one very common reason 
for people to reformat and reload. I know, I know, everyone should 
have a backup, and I know Win '98 has a registry editor and repairer. 
From the way you talk, you would think backup devices were a waste of 
money... 

Please, go back to your dilemna, I can live without anymore 
condenscending entries. I made a simple point chatting to Toby, and 
here you came, with attitude.... 


-Matt 


--MESSAGE FILE 2343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01046 


--MESSAGE FILE 2344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001047 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: FYI 

Date: 27 May 1998 11:17:41 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6kgp85$47j61@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 27 May 1998 10:23:44 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id LAA16675 
for <news@playstation.co.uk>; Wed, 27 May 1998 11:23:12 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi all, 


For your information I'll be on vacation for the next couple of weeks. 
I'm sure I'll have plenty of e-mails to read when I get back! Until 
then, good luck with your Net Yaroze coding. 1 hope I see some 
killer games when I get back! 


Net Yaroze newsgroups message dump.txt Page 14841 


ESBS3SSSKSASO! "EhSGS9! #2 (J 


ESBS*S5$R$mz (J wrote: 
> ¿$B!!¿ (JGSBOXF; $B9=BSBNSGH>F) L@3\3C%/%9$r:n$4!"H>F) L@S1!<%H$rz (Մ"Հ5882: (J"¿$B$K$7$ 
Fi": (J 
> ¢$B!!%\%SC%/S9SN?'Sr@ DjISISkS@S1SG=PMh$*S9! #3 (J 
> ¢SB!!S=S7SF!"2hLLA4BNSJSiSP!!3\%C%/%39SN%5%$%:Sr2hLLSNBg$—-S5SKS7S“*S9! #2 (J 
> ¢SB!!S*S?!"O01It$@$1%US'!<SI$5$;$?SSSTSiSP! !S=SNS53$%:Sr@_DjSISkS@S1SGS9! #2 (Մ 
> ¢$B!!S=SN8e#O#TSKEPO?S7S*S9! #2 (J 


2 SBSWSms8 ` ea Sk2hLL$KH>F)LQ@!J!N=y!9$KJQ2=!K$GJ$S$1#S94658; 
ESBSISSSGSISM! Ք, (J 


ESBSISkKS [ST!"SASgSCSHSASCSFS_S*S9!#ze (J 
ESBS"S IS, SHS&SASOSSS*SOl#E (J 


#2 SB<BSO2ZHLLA4BNSNSUS' !<SISSSSSUS'I<SIS"S&SH: FS*SGHLFLEGHH#FT 2? 'SHe (J 

#2 $B" SSK% (SSSHSNA> :n$G8mKb2=S7SFSdASCSFES*S7$2¢ (Մ(՞՞չչ 

Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! «(մ E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22186 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O29html html 


--MESSAGE FILE 22187 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00030html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: =?ISO-2022-JP?B?GyRCI1lE7fjRWJE43VOIsIUo+XDpZIUsbKEI=?= 

Date: Tue, 06 May 1997 07:07:49 +0900 

Organization: Freaks Factory 

Lines: 22 

Message-ID: <freak$93b819970506070749@news1.scei.co.jp> 

References: <freak$93b819970425152953@news1.scei.co.jp> <freak$93b819970429000623@ne 
wsl.scei.co.jp> <5kjlrl$all@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.225.7 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


"Katsuya Higuchi" ¿SBS5SsSXSN#R#E#S¿ (B 


>VSync ¿$B$H¿ (B RCnt ¿$B$H$G;~4V7WB, $9$k%5%s%W%k%3!<%SISr0JA0:nS$C$?SNS$GS95S, ¢ (B 
>RCnt ¢SBSNI}S$,S$&S*S/FOS+SISSSNSGK<ALd$7$?S$3SHS,S"Sj4S*S9O! #3 (B 
>¿S$B$=SN8e$+*SC$?S/22$N%$1%9%]%s%9Sb$b$iS($JS+$C$?SN$G!";(B 
>2SB860xITL@SIS*S$*T|CVS5S1SFSSS*S9! #3 (B 

ESBS=S&SE@SCS?PSNSGSOS+! #2 (Ց 
¿SB2a5n#L#O#G$N2qOC$, $V$C$D% jESAZSISFSSSKSNSG! "SIS&ST7S?S+SH¢ ( 
E $B; WSCSFSSS?SNSG$9S, !&!&!&¿ (B 


w 


E SBESH#CHEFIBES+SiS5%$sSWSk$,M_S7SSSGS9SM! #; (B 

ՀՏ ՄՏՔ40ՏՇԲՕՏԻՏՄՏՏՏՄՏ1չԽՄ)Տ,Տ"ՏՏ՞ՏչՏտտ, !Kz (B 
¿SB<B:]!"%3j%V%$Si%$3j%j%SU%1%1%Ss%9%$K!"% Se eee 
¿ŠB$IS&;H$C$?J*$+: SSCSFSSSk4X2tSb>/5J5/5J595G59SM!+¿ (B 
£SBS*S!!"MWK>8@SS=P$7S?2Si3- SiS, LOSSSNSG!"g ( BRCnt¢ SBSOL5$+$CS?SbSNSH3 (B 
¿SBD | SaSH$-S*S7SgS&¢ (B(**; 


£SB8=:_SO!"S5%3sSWSkSN2r@OSHSWSmS03iS > $, S$SISr:FEYS*SHSaSFSS$k:GCESGS9! #3 (B 
¿SB%N!<%H#1:)S/SiSSSKSJSJS=S&S@S1SI!"SJS+SJS+?7S7SSH/8+$S,S"SjS“S9SM!#¿ (B 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
--MESSAGE FILE 22187 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
030html.html 


--MESSAGE FILE 22188 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00031htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


Net Yaroze newsgroups message dump.txt Page 14842 


From: “Hiroyuki Itoh" <pirowo@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: ¢SB#3<!85:BI8Sr; }SCS?S9SWSiSSSHE (J 

Date: 20 May 1997 07:55:01 GMT 

Organization: ¢$BF|K\% (3$%5!<3t<02q<Rz (J 

Lines: 11 

Message-ID: <0Olbc6é4f3$002fe2a0S21ac84d2@pirowo.so-net.or. յք» 
NNTP-Posting-Host: 210.132.172.33 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSOS8SaS“ ST7SF!#¿ (J 
¿SB%9%W%1%SSSHSK#3<!85:BI8Sr;)S?S;SkS3SHSO2DG=SJSNSGS7SgS&S+!#¿ (J 


¿SB#R#S#DSN#P#L#Y%SUS!SSSkKSN#P#RORL#Y#G#O#N5-=R;RŠ$NItJ,$G!"S9%W%iSSSHSN;XD3S, $G¿ (J 
¿$B$-$k$h$&$G$9$, !"¿ (J 
¿SB$I$&$b$a$^$/$$$-$^$; $s! Ու (J 


2 SB#PHO#L#Y#GHO#N5-=R; RSG! "S9SWSiSSSHSN; XDj$r$7$?>19g!"#M#A#T!"#R#S#D!"#G#R#P; (J 
2 SBSUS! SSSkSNFbMFSOz (J 
ESBSISNSHS&SKSOSISPNISSSNSGS7SgGS&S+! #2 (J 


--MESSAGE FILE 22188 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
031html.html 


--MESSAGE FILE 22189 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00032htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: plus@sh.comminet.or.jp (Takeshi Shoji) 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCJVULJyUkKJT8 layVVJSElcyU/JTghPCRLJEQkICRGGyhC?= 
=?1SO-2022-JP?B?GyRCIUpAb0YulIUSbKEI=?= 

Date: 31 May 1997 05:23:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5mock4Sa3n@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.205.81.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.7J PLO1 (x86 32bit) 


¿SB!!SOS8SaS“ST7SF1uS*SRS5S7SVSjJSGS9!#>1;JSGS9!#¿ (B 
2$B!!$$$-SJISjK\BISTSN$G?=$7LU$"$j$%*$; $s$, 5; =QE*SIS3SHSN<ALASGS$9! #2 (B 


ESB! !!VSUS'SSS?SkSUS!S$SS?S8!<z (BVIIZSB!WSN@oF.%37!<%3sSKO\Sk=V4VSN2HLLSN; (B 


¿SB!!2sE>SKSDSSSF%$"%k%4%j%:%`EySr65$S (SFS/S@S5$$! #$h$m$7$/$*4jSS$7$*$9l#e (B 


—-MESSAGE FILE 22189 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O32html html 


--MESSAGE FILE 22190 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00033htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC ?=) 

Newsgroups: playstation.ny.program.questions 

Subject: =?1S0-2022-JP?B?GyRCI1EhdyMy I zUjNTBKPmUkTiU1J3SQ10iROJTkbKEI=?= 
=?1SO-2022-JP ?B?GyRCJVclaSUkJUgbKEI=?= 

Date: Sat, 31 May 1997 17:08:36 +0900 

Organization: Freaks Factory 

Lines: 22 

Message-ID: <freak$93b819970531170836@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.225.68 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBSISb! "Nk$rSD$1$?G-SGS$9! #2 (B 


Net Yaroze newsgroups message dump.txt 


¿$ 
¿Š 


B#12hLL!J#3#2#0! 
BS&S$“$/SSS-SS;Ss!# (B 


a ԱՈԹԹՅՆՆ 


Page 14843 


: SNS9SWSIiSSSHSrI=< (S7ShHS&SH; WSCS?SNSGS9S,¢ (B 


ՀԱԱ ԱԱ 33 re Ի SkS9SWSL1SSSHSOZ (B 
¿SB; HS (Տ7ՏՏՏՏՏՇՏ7ՏՉՏՃՏՀԼ) 


ԱԱ ԱՆԱՆ n. O Ա ՈՆԱ ԳԱԱ 
B! JJY6/ITB-SG#B¥GSKSDSSSFSO>\S7S/CNSiSTSSSSSGS9SMz 
B#14iLL%35%3S%3:SN%9 ep Seu aa STSFSSSkI}$,S*SiS1S$*S7S?Si¢ (B 
B65S$ (SFD:S1SkSH4rS$7SSSGS9! #¢ (Թ 


¿$ 
¿S 
¿S 


¿S 


¿SB#6#4#0! 


¿SB;vSJSNS+SJ!) 


!K¿ (B 


(8(՞՞ 25818. (B 


¿$B$h$m$7$/$*$M$, $$$7$^$9! #2 (B 
a E (Bw, hz SBSN@) 8BSJ$s$+2?Sb=qSSSFSSSISSS,!&!&!&z (Bu, ve SBSN@) 8BS+$i?dB, $7$ 
mSCSF; (B 


BS"SH!"<ALdSH8@S&DxSN; vSGSOSISSSsSGS9S,!"z 
s SBLADLSN#T#VSN2rA | EYSCSF#34240 ! ~i2nanasésoSnsn 4: (B 
—tA08#05SCSF0UL#S"SkSsSGS7SgS&S+!) 


¿SBSdSCSOS3!"$=$15SGSb4qNoSKSJSkSHS+!) (B 
¿SB!J#2#4#0SH#4#84#0SOSsS%SsS%?!<%1% OSNAXTESGOULES"Sk$s$@SmSES1$T! Ke ( (B 


¿SBNkSrSDS1S?G-¿ 
——MESSAGE FILE 22190 END: 


03 


——MESSAGE FILE 22191 START: 


00 


Path: 


Fr 


Newsgroups: playstation.ny.program.questions 
=?ISO-2022-JP?B?GyRCJVUlJyUkJT8layVVJSFlcyU/JTghP 
B?GyRCJESkRCQkJEYhSkBvRi4hSxsoQg==?= 

31 May 1997 19:05:17 +0900 
PlayStation Net Yarouze 


Subject: Re: 
=?ISO-2022-JP? 


Da 
Or 
Li 
Me 
Re 
NN 


3html.html 


034html.html 


om: redbug@donk.ne.jp (RedBug) 


te: Sat, 
ganization: 
nes: 21 

ssage-ID: 
ferences: 


TP-Posting-Host: 


Mime-Version: 1.0 


Co 


X-Posting-Software: 


Re 


playstation.ny.program.questions ¿Š 
¿$B5-;v$K$*$$$F¿ (B 1997/05/31/ 05:23 ¿S$B:"I1"; 


ntent-Type: 


dBug ¿$B$GS9!#; 


Text/Plain; 


202.215.62.80 


WSNews 2.017 


(B 


(B freak@qa2.so-net.or.jp 
net-yaroze-usenet/00000003-SCFI/ny/program/questions/00000 


charset=ISO-2022-JP 


Takeshi Shoji¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>¿$B!!$$$-$J$JK\BJİ$J$ŞN$G?=$7LU$"$J$^$; $5s$,5;=Q0E*$IJI$3$H$ŞN<ALdA$G$9!#¿ (B 


> 


(B 


(B 


chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 


(B 


>¿$B!!!V$US'$S$%?2?Sk%$US!S$s%?%$8!<; (BVIIŁ$B!WŠNQOF. 


> 


>¿SB!!2sE>SKSDSSSF%S"%Sk%4%j%:%S`EySr65S (SFS/S@S5SS!#ShSmS7S/S*4jSSS7S“S9!#¿ (B 


¿SB;dSoM7Ss$S@$@S1SGS9SN$G!"S"S/S*“$GSbA[A|SGS9$,1&!&!&¿ (B 
¿SB#V#R#A#MSŠNFbMF$r2sE>S55; L r Ւ 5 3 SG (B 
2 SBS=SN:]!"2sE>$5$; $k2hA| SN51EYSr= y ! 9$K>eS2SFSS$SkSh$&$G$9! #3 (B 

2 SBL/$K86?'S,L\N) SDSN$G! "B>$K$b2?$+=hM} $7$FSk$+$b$7$1$*%S; $s$,!"z (B 
2SB@52r$+S$iBg$-$/$0%0%:S7SFSISSSH;WSSS*S9! #3 (B 


Re 


——MESSAGE FILE 22191 END: 


03 


-—-MESSAGE FILE 22192 START: 


00 


Path: 
From: Hiroaki 


Beginner's Forum Leader 
dBug redbug@winter.try-net.or.jp 


beginners@FL.scei.co.jp 


4html html 


035html.html 


chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
Suzuki <h-suzuki@super.win.or.jp> 
Newsgroups: playstation.ny.program.questions 


<redbug$ff8d19970531190517@news1.scei.co.jp> 
<5mock4$a3n@news1.scei.co.jp> 


B$N¿ (B <5mock4$a3n@news1.scei.co.jp> ¿$ 


%7!<%s$KONSk=V4VS$SN2hLLSN;z (1 


BsoQg==?= 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


BSN; (B 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


Net Yaroze newsgroups message dump.txt Page 14844 


Subject: Re: =?iso-2022-jp?B?GyRCJVULJyUkJT8layVVISE1LcyU/JITghPCRLJEQkICRGGyhK?= 
=?1Ss0-2022-jp?B?GyRCIUpAb0YulUSbKEo=?= 

Date: Sat, 31 May 1997 22:38:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <339029E2.2888@super.win.or.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.26.3.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Takeshi Shoji wrote: 


¿SB!!SOS8SaS*“S7SF!uS*SRS5S7SVSjJSGS9!#>1;JSGS9!#;¿ (J 


¿SB!!SSS-$JSJKNBjJSJSNSG?=S7LuS"SjS*S;Ss$,5;=QE*$SJS3SHSN<ALdSGS9!#¿ (J 


¿S$B!!!V%$US'$$%?2?%$k%US!$s%?%8!<; (JVII¿$B!WŠNQOF.%7!<%s$K0O\Šk=V4V$ŠN2hLLŠN;¿ (J 


VV NV VNVVNVV 


¿SB!!2sE>SKSDSSSF%"Sk%4%3j%:%`EySr65S (SFS/S@S5S$S!#ShSmS7S/S*43jSSS7$2S9!#¿ (J 


¿SB#1!'8=:_2hLLSKI=<(S$5S1SFSS$Sk>1=jS$SrO1EY¿ (Uram¿SBSKFIS_94S` ¿ (J 
¿SB#2!'H>F)LQG@SSSCS yee SFSFSU%S1!<%* SPSCSU%S!SKE>Awe (J 
¿SB#3!'%SUS1!<%` SPSCSUS!>eSNS9 SEs Bb ose SS. SF2hHLLSKI=< ($5$; Sk! #2 (J 
S SBOJ2<#1$+Si$N7+$ jJVS7SG40C1SK= PMhS$*S9Shz (Մ(՞՞) 
—-MESSAGE FILE 22192 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O35html.html 


--MESSAGE FILE 22193 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00036html.html 
Path: te ae co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / չ58:8:32(Մ ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 

Newsgroups: B ny.program.questions 

Subject: Re: ¢$B%U%'%SS%?%Sk%SU%S!%S%?%8!<SKSDSSSF!J@oF.!K¢é (J 

Date: 31 May 1997 18:54:51 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <5mps5rSbna@newsl.scei.co.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> 
NNTP-Posting-Host: 210.132.188.69 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB#1!'8=:_2hLL$KI=< ($5$1$F$$$k>l=j$r0lEY; (Jramz$BSKFI$_9~$* (J 
ESBH2!'"H>F) L@SSSC% Peeper SFSFSU%S1!<%* SPSCSU%S!SKE>Awe (J 
¿SB#31'%U%11<%`%P%C%U%!>e$N%9 — S ՅՆ SF2hLLSKI=<($5S;Sk!#; (J 
¿SB0J2<#1$+SiSN7+$jJVS7$G4JC1$K=PMhSA$9Sh¿ (J (22) 


¿SBS$"1I"SNS/S,=q$-9-$`S“SGSbS"$jS*S;SSsSGS7%$S?SM!#¿ (J 


¿SB%$U%$'%S$%S?%$kSN2sE>$O!"S@%V%$k%SP%C%SU%S!SNFbMFSr%$FS/S9%AScSŠHS7SF!U" (J 
¿SB%$@%V%k%P%SC%U%!SK=qSSSFSSS*S9!#¿ (J 


ESBSG!"S@SVSkSPSCSUS ! Sr=q$/SHS-SK!"H>F) L@SS%CSHSr¢ (J 
¿SBN) SFSF=qS$SSSFS/S1S1SP!"¿ (U1¿SBSH¿ (I2: $B$N=hM} $, $$$1i$JS/SJSKSNSGS9S, !"¿ (J 
¿S$SB$=$&$$SS$S&%b!<%IŠ$SISCŠ$Š+$K$"$j$2%$;$s$+SMS(!&!&!&!# (J 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J 
m-kami@da2.so- e or. jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 22193 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
036html.html 


--MESSAGE FILE 22194 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00037html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: boOwy@t3.rim.or.jp (Hideki Naito (boO0wy) ) 


Net Yaroze newsgroups message dump.txt Page 14845 


Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1ISO-2022-JP?B?GyRCJVULJyUkJT8layVVJSElcyU/JITghPBsoQg==?= 
=?1SO-2022-JP?B?GyRCUESkKRCOKJEYHSKBVRi4hSxsoQg==?= 

Date: Mon, 02 Jun 1997 00:27:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <19970602002754bo0wy@t3.rim.or.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> <Smp 
s5rSbna@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.221 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


éSB!!JX>h<ALdSGS$9; (8(՞՞չ 


>> ¿SB#3!'!SUS1!<%S`%sP%C%U%S!>eSN%9%sW%i%SSSHšSr2sF>S5S;SF2hLLSKI=<(S5%;Sk!#¿ (B 


¿S$SB!!SH8@$&;v$O!"I)¿ (B320¢ $BSN% 9SWSi%SSHSH8AS&SNSOSdS$O0S j<B8==PMhSkSN; (B 
ESBSGSTSgS&S+!) !#NkSrSDS1$?G-S5SSSN%9S1SCSISHF1S8MMSK!";dSb; (B 
ee 8SN:GBgI}$GS"Skz (B256;$B%I%SC%$H$4$G; (B 
ESBSISNS@SH; WSCSFSSS“*S7S$?! #2 (B 


¿SB!t<+A0SGSdSCSFSKSHS+!) (B 


¿SŠB!!FbF#!!10<y; (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 

—-MESSAGE FILE 22194 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O37html html 


--MESSAGE FILE 22195 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00038html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJVULJyUkJT8 layVVJSElcyU/JTghPBsoSg==?= 
=?iso-2022-jp?B?GyRCJESkKRCOQkKJEYHSkBvRi 4hSxsoSg==?= 

Date: Mon, 02 Jun 1997 02:07:55 +0900 

Organization: PlayStation Net Yarouze 


Lines: 59 
Message-ID: <3391AC6B.4ED3@super.win.or.jp> 
References: <5mock4Sa3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> <Smp 


s5rSbna@newsl.scei.co.jp> <19970602002754bo0wy@t3.rim.or.jp> 
NNTP-Posting-Host: 202.215.181.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


2$B!!SH8@S$&;VSO!"I}z (J3202 SBSN%9SWSi%SSHSH8AS&SNSOSdS0$ j<B8= Neonat 
2 SBSGS$7S$g$&S+!) !#Nk$r$D$1$?G-$5$s$N%9%1%C%I$HF1$8MM$K!";dŠb¿ (J 

6 SBS 9SWSiSSSHS5%S% : SOSFS/%9SASC%Z!<%85N:GBGI} $SGS"Skz (J2562 SBSISCSHS*S$Gz (J 
ESBSISNS@SH; WSCSFESSS*S7S$ 2?! #2 (J 


ESB! t<+A0SGSdSCSFSkKSHS+!)¢ (J 


VV VV V V V 


$B; d$O¿ (UGsSPRITE¿$B$r#28DJ, 3NJ] ՆԱՆՏ eer rene 
¿SB;d$O0J2<$NSh$&$J%2?2%9%/Sr%"%2%C%$AS7S2591#: (J 


void KabePut (void) 
{ 
GsSPRITE Տք0, Spl; 


SpO.attribute = s_wk00; 
Sp0.cx = 0; 
Sp0.cy = 480; 


Sp0.u = 0; 
Sp0.v = 0; 
SpO.w = 160; 
Sp0.h = 240; 
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SpO.mx = 160; 
SpO.my = 120; 
Sp0.scalex = ONE; 
Sp0.scaley = ONE; 
Sp0.tpage = 12; 
Sp0.r = 0x80; 
Sp0.g = 0x80; 


Spl.attribute = s_wk00; 
Spl.cx = 0; 
Spl.cy = 480; 


Spl.u = 32; 
Spl.v = 0; 

Spl.w = 160; 
Spl.h = 240; 


Spl.b = 0x80; 
Spl.rotate = 0; 
Spl.x = 0; 
Spl.y = 0; 


GsSortSprite(&Sp0, ActBuffPos, 10); 
GsSortSprite(&Spl, ActBuffPos, 10); 
v_wait (1); 


} 
—-MESSAGE FILE 22195 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O38html html 


--MESSAGE FILE 22196 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00039html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1S0-2022-JP?B?GyRCJVULJyUkKJT8layVVJISELlcyU/ITghPBsoQg==?= 
=?1SO-2022-JP?B?GyRCUESKRCOKJEYHSKBVRi4hSxsoQg==?= 

Date: Mon, 02 Jun 1997 02:13:21 +0900 

Organization: PlayStation Net Yarouze 


Lines: 25 

Message-ID: <19970602021321bo0wy@t3.rim.or.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> <5mp 
s5rSbna@news1.scei.co.jp> <19970602002754bo0wy@t3.rim.or.jp> <3391AC6B. 4ED3@s 


uper.win.or. jp> 

NNTP-Posting-Host: 202.247.160.183 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


¿SB!!SIS&SbS3SsSKSASO!#;¿ (B 
Hiroaki Suzuki <h-suzuki@super.win.or.jp>¢SBS5S$sSO=q$-S*S7S$?!#¢ (B 


>¿ $B; d$O; (BGSSPRITE¿SB$r#28DJ, 3NJ] S7SFS*SSSFSASCSFS*S9Sh! #3 (1 
>: $B; dSO0J2<SNShS&S$IT%2%9%S/SrS"S?SCSASTS*SI! #5 (B 


ա 


¿SB!!3NS+SK!"S3S1SGDL>oSOBg>fIWSGS9S, !"2sE>Sr;HMOS9ISKSHSIJSKSHLABjS$, ¿ (B 
ESB=PSISSS+$I!"SH;WSCS?SNSGS9S, !&!&2sE>$5$; $k; ~$O!"¿ (B 


+ ++ + 
¿$B:82hLL¿ (B || ¿$B1&2hLL: (B | 
SPRITE AB SPRITE 
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+ ++ + 


ա 


2$B!! :82HLLMOSN% 93W%iSS%HSOz (BA; SBE@ ! "122ոՆԼԱՕՏԱՏ9ՏԱՏՆ1ՏՏՏԵՏՕՀ (BB; SBE@S$rCf?4E@SHz (1 
ESBS7SF2sE>$5S; ՏԲՏԱՏԸՏԻ | "ՅԻ": (BXY¢SB:BI8SO0<+A0SGS*S8SaSK7W; ; STSFSASCSFSk! "2 (B 
¿SBSNS+SJ!&!&!#%S9%SW%SiSSSHSN2sE>SrMxMQS9SkSHSJSkSH!" (BXYZSB:BI8SrS-SASs3; (B 
¿SB$HF14|$5$; $Kk$N$OLLE]$J5$$, $9$k$s$G$9$, !&!&!#z (B 


¿SBSIS&SJSSSGS7SgS&!)¿ (B 


£$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 

-—-MESSAGE FILE 22196 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O039html html 


--MESSAGE FILE 22197 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00040htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: plus@sh.comminet.or.jp (Takeshi Shoji) 
Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCJVULJyUkJT8 lLayFBGyhC?= 
Date: 2 Jun 1997 13:09:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5mugmg$h7i@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.81.99 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿SB%S$U%S'!%SS?%Sk%U%S!%$s%?%8!<SNQ@QoF.%7!<%sSKONSk:]SN%S"%k%4%j%S:S`Sr;¿ (B 


¿SB65S (ՏԲՏՏՏՉՏ0Տ-Տ"5յՏ/ SH$&$4S6SSS S9!#¿ (B 


¿SB:#8eSbSšS3SNShS&SJS3SHS, S"SkSH;WS&SNSGS=SN:]SKSbShSmS$7S/S*43jSSS7$S9!# (B 


—-MESSAGE FILE 22197 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
040html html 


--MESSAGE FILE 22198 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00041htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Hiroaki Suzuki <h-suzuki@super.win.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJVULJyUkJT8layVVJSElcyU/JTghPBsoSg==?= 
=?iso-2022-jp?B?GyRCJESkKRCOQKJEYHSkBvVRi 4hSxsoSg==?= 

Date: Mon, 02 Jun 1997 22:27:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3392CA33.7AEB@super.win.or.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> <Smp 
s5rSbna@news1.scei.co.jp> <19970602002754bo0wy@t3.rim.or.jp> <3391AC6B. 4ED3@s 
uper.win.or.jp> <19970602021321bo0wy@t3.rim.or.jp> 

NNTP-Posting-Host: 202.26.2.55 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


> ¢£SB!!:82hnLLMOSN%9%W1ce (UC¿SBSHSO¿ (JAZ SBE@!"1L&2HLLMOSNS9SWSIiSSSHSO; (IBZ SBE@SrCf?4E@ 
$H¿ (J 

> 2 $B$7$F2sE>$5$; $FSASC$F !"3Fz (JX¥2 $B: BI8$0<+A0$G$*$8$a$K7W; ; $7$FSdSCSFSk!"¿ (J 

> ESBSNS+$J!&!&!#%9%W%i%$ SHSN2SE>S$rMxMOQ$ 9SkSHSJSkSH!"¢ (JXY¿$B:BI8$r$-$A$s; (J 

> zSBSHF14|$5$; $kSNSOLLE]$J5$$,$9SkSs$GS9S, !&!&! #2 (J 

> 

> gSBSISé&SISs$G$7$g$s!) 2 (J 


mx¿ (I$¿ (ImyzSBSN@_DjSGS-SASSSHFOS-S*S9Sh! #3 (J 
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2 SBFCSKLLE] $GSO0$J$$S$G$9Sh! #3 (J 
¿SB3NS+$K¿ (JSpO.x, Sp0.y 

Spl.x, Spl.y¿Š$SBSK:BI8S$SrF-$1SJS/SASc9TS1S2S;Ss$S, ! #2 (J 
¿SBS3S10J30SNJ)K!SCSFS"SkKSNS+SJS!!&!&!&!) | (J 
--MESSAGE FILE 22198 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
041html.html 


--MESSAGE FILE 22199 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00042htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: boOwy@t3.rim.or.jp (Hideki Naito (boO0Owy) ) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?IS0-2022-JP?B?GyRCUJVULJyUkIT8layVVJISELcyU/ITgGhPBsoQg==?= 
=?1SO-2022-JP?B?GyRCUESkKRCOKJEYHSKBVRi4hSxsoQg==?= 

Date: Tue, 03 Jun 1997 00:25:30 +0900 

Organization: PlayStation Net Yarouze 


Lines: 20 

Message-ID: <19970603002530bo0wy@t3.rim.or.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> <Smp 
s5rSbna@news1.scei.co.jp> <19970602002754bo0wy@t3.rim.or.jp> <3391AC6B. 4ED3@s 
uper.win.or.jp> <19970602021321bo0wy@t3.rim.or.jp> <3392CA33.7AEB@super.win.or. 
jp> 


NNTP-Posting-Host: 202.247.160.222 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


Hiroaki Suzuki <h-suzuki@super.win.or.jp>z¢SBS5S$sSO=q$-S*S7S$?!#¢ (Թ 
>mx¿ $B!"¿ (Bmyz~SBSN@_DjSGS—-SASSSHFOS-—S*S9Sh! #2 (B 
¿$B!JH>3Q%+%J$, ; HMQ$5$1I$F$$$?MM$J$ŞN$G<c43=$05$7$^$7$?!K; (B 


¿$B!!$7$D$3$/$9$$$^$; $s (B(^^; ¢$B! #C£1 {E@SN@_DjJSOSOS+SCSFS*S9! #2 (B 
ESBS=S&=q$$S?SDSbSjSISSSGSOSIST!&!&STS&SbSES*S/T8>OSK=PMhS$*S$; ¢ (B 
ESBSSSM!&!&!&!#2SE>SKH<SCSF: (Bx, yESB! JS9SWSISSSHSN: 8>eE@!KS, JQ2=S9Sk¿ (B 
£$B%0%:SISNSG!"$3S1S5rS-SASsSSHF14|$5$;Skd}K!S$rSIS&S7SFSSSk¢ (B 

¿$B$+$, 5?LdS@SCS?SNSGS9S, !"SdSO$j??LLL\SKz (BSinzg $BSG7W; ; !JEVA3¢ (B 
ESBSF!<SV%k; HS&SSSGST7SgG$S&$S1S1! KS 9SKB>SISSSH8QS&; VSGS9!"ShSM!) չ (B 


£$B2?$, SRSCS+S$+SCSFSSS$?S+SH8@S (SP! "I18= $GDs6!S5S1SFSSSk%9SWSiSS%Hz (B 
iE SBSN2SE>$H!"7W; ; SG=P$7$?¢ (Bx, y¿$B$, e:NoSKF14 | $9SkSNS+!"SH8@S&; VSGS9! #2 (B 
ESBSG!"2?S+IT}K!S,S"SkKSNS+SJI!"SH! #¢ (B 


£$B!t2?S+:,K\E*SJI4*0cSSSHS+SJIS1S1$P!"JV; VITMWSGS9! #<+J, ՏՇՏՏՏՈՏՏՏոՀ (B 
ESB;nNS7TSFS_S*SOSNSG! #D9! 9FMS—9g$0$; SFS7S$°SCSF?=S$7LuUS"SjS*S;Ss!#e (B 
¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 

éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCO0075@niftyserve.or.jp 

—-MESSAGE FILE 22199 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
042html html 


--MESSAGE FILE 22200 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00043htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCI1LEhJyMyIzUjNTBKPmUkTiU1JUSQ10OhsoQg==?= 
=?1SO-2022-JP?B?GyRCJE41LOSVXIJWkLICVIGyhC ?= 

Date: Sun, 08 Jun 1997 00:08:04 +0900 

Organization: Freaks Factory 

Lines: 14 

Message-ID: <freak$93b819970608000804@news1.scei.co.jp> 

References: <freak$93b819970531170836@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.225.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBSISb! "Nk$rSD$1$?G-SGS$9! #2 (B 


¿SB#S#u#z#u#k#iS5SsSNSJS5SCSFSSSkJ)K!S, 01HV8-SSShS&SGS9SM!#¿ (B 
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ESBSISE&SDS"S IS, $H$&$4$6$$$^$7$?!#z (B 


¢ SBHFH#FSN2SE>SK4X$9Sk0CS7$,=PSFSSS*S9SM! #3 (B 
iSBF14 | SNFqSOAG?M9MS (SGSbBgJQS=$&$G$9! #2 (B 

2 SBSbSCSHSb! "#F #F #7 SNShS$&SKIbB. $G2SE>; DA|2=S9SkSNSISi! "2 (B 

¢ SBSASGSCSHSdS=SCSH$ : $1SFSFSbC/SbD5SSES+SISSSsS$8ScSISSS$+SI!ASHS+3 (B 
¿SB;WSCSFS7S“SCS?Sj¿ (B(%%; 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
--MESSAGE FILE 22200 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
043html.html 


--MESSAGE FILE 22201 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00044htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?W1FdYXMuZXh1GyRCJEc7SE1RIDkkayU9ITWLOSROPXE8MCRLJEQKJCRGGyh 
K?= 
Date: 19 Jun 1997 15:39:57 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0lbc7cc6$cal9f980S66cd84d2@koichifa2> 
NNTP-Posting-Host: 210.132.205.102 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSOS8SaS“ST7ŠSF!#¿ (J 


as.exe¿SBSrMxMQS7SF!"SP%SSJ%SJ%SG!<%?$r:n@.S$S7S?SNSGS9S, !"¿ (J 
¿SB%$=!<%9%U%!%$%k$N=q<0$,So$+$jS$SA$;$s!# (J 


¿SBC/S+S4B8CNSNJ)SSSiSCS7ScSS$SS S79?$9i!"65% (SFS/S@S5S$!#¿ (J 
¿SBShSmS7S/S*4j)SSSSS?$S7S%S9S%!#¿ (J 


¿SB@>Ln8y01!JS$SKSCS7!<!K¿ (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


—-MESSAGE FILE 22201 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
044html. html 


--MESSAGE FILE 22202 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00045htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q]as.exe;SBSG; HMQS9Sk%=!<%9SN=q<O0SKSDSSSF3; (B 
Date: 19 Jun 1997 18:23:59 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 28 

Message-ID: <S5obtfv$li8@newsl.scei.co.jp> 

References: <Olbc7cc6S$cal9f980S66cd84d2@koichifa2> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! # (B 


<Olbc7cc6$cal9f980$ 66cd84d2@koichifa2>;SBSN5-; vSKS*SSSF3 (B 
koichi@fa2.so-net.or. jpzg$BS5$sSO=q$-S*S7S?!#¢ (B 


>¿$BSOS8SaS S7SF!#¿ (B 

> 
>as.exe¿SBSrMxMQOS7SF!"Ü"SP%SS%JSjJ%G!<%?Sr:n@.S7S?SNSGS9S, !" (B 
>¿SB%S=!<%9%U%S!%$Š%SkSN=q<0$, $SoS+S$Sj$ $S;Ss!# (B 


Net Yaroze newsgroups message dump.txt Page 14850 


>£$BC/$+$4B8CNSNI}$$SiSCS$7$c$$$*$7$2?$i!"65$ (SFS/S@S5$$!#z (B 
>¿SBShSmS7S/S*4jSSSSS?S7S“S9S%S!#¿ (B 


¿SBS ( ԱԱ ՐՅԱՆ as.exe ¿SBSO¿ (B GNU AS ¿SBSGS9SNSG!"¿ (BGNU AS ¿SBSN¿ (B info չ585Ս 
S 1555 k¿ (B 

ESBS, S°SKSES"SKSHSTSF; HS (S*S9! #3 (B 
¿SB011-¿(B http: oe scei.co. Sa crj00686/manual.html ¿$B$K¿ (B info ¿$B7A<0$N¿ (B 
3 eee ee ՀՏ810815ՇՏ59չ éESBSrS=SmS (SFS*S9S, !"8+SkSNSKSO; (B info ¿$B%3%^% 
s%I$,¿ (B 

¿SBI,MWSGS9;¿ (B 


¿SBS*!"S3SsSJSHS3SmSK¿ (B html¿SB2=S7$?%“%SK%Se%"%kS,S"TS3jS ee eas cygnus 
¿$B$4$C$=$j$b$i$C$F$-$FE, Ev5J5V% i%S&%6SG;2>HS9SkKSHSSS&SNS,NISSS+SH¿ (B 


http://www.cygnus.com/pubs/gnupro/5_GNUPro_Utilities/a_Using_AS/as.html 


# ¿$B%3!<%I70$r¿ (B iso-8859-1 ¢SBSKS7SISSSHSHS3$mS$1$3$m2=S$1SkSCS$9! #2 (B 
¿SBSGSOç (B 


¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / ee tut.ac. a 
XMascot, s %c%s%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (8) 588: 
13 j: (B43b 


—-MESSAGE FILE 22202 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
045html html 


--MESSAGE FILE 22203 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00046htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmMU6IFtRXWFzLmV4ZRskQiRHOOHNUSQSIJGS1IPSE8IJTkKkTjJ1xPDAkSyREGyh 
K?= 


=?ISO-2022-JP?B?GyRCJCQkRhsoSg==?2?= 

Date: 20 Jun 1997 05:33:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 48 

Message-ID: <01bc7d3b$f476cc60S23ded5ca@pc-nishino.signallight.co.jp> 
References: <0l1lbc7cc6Scal9f980šS66cd84d2@koichifa2> <5obtfvSli8@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.213.222.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSISb!"S$SKSC$S71<SGS9S%!#¿ (Մ 


> ¿SBS ( E ԱՆ as.exe ¿$B$O¿ (J GNU AS ¿$B$G$9$N$G!"¿ (JGNU AS չՏՑՏԱ: (J info ¿$B 
5Ս ՍՏԱԼՏՏՏ ke ( 

> ¿$B$,%^%K Ktek" SkSHSTSF; HS (S“S9!#¿ (J 
> ¿$B0ll~¿ (J http://wwwl.scei.co.jp/~crj00686/manual.html ¿$B$K¿ (J info ¿$B7A<0$N¿ ( 


> ee rere ¿SB1Q81SCS9¿ (J) ~SBSrS=SmS (SFS*S9S,!"8+SkSNSKSO;¢ (J info ¢SB%3% 
%s%I$, 

> 2SBI, nn a 

> ԱԱ Տ rem (J հեուչ582-57525՞ՏԵՏՇՏ"ՏԵՏ,Տ"Տ)յՏ5՞ Ա nie 5 cygnus 

> 2 SBS4SCS=SjSbSiSCSFS-SFE, EvSJ2V3 1%&%6SG; 2>HS 9SkSHSSS&SNS,NISSS$+S$H¢ (J 

> 

> http://www.cygnus.com/pubs/gnupro/5_GNUPro_Utilities/a_Using_AS/as.html 

> 


ESBS4S&S5Ss!"STS&SHS"S5S, SHSESASESSS*S7S2S! !# (J 
ESBSHSJS"S ($:GASSSFS_S*S7$2S,!&!&!&!"Sh$/I,$+$j$%°S$;SsSGS7$?S!!IGZ!K! #2 (J 


ESBS (SCSH!"SdSjS2SSS3SHSO!"NcS (SP¿ (J 


dh $0000, 50001, $0002, $0003 
dh $0004,$0005, $0006, $0007 
dh $0008, $0009, $000a, $000b 
dh $000c, $000d, $000e, 50008 


¿SBSNShS&SJ%=!<%9S$S+S$i%SG!<%?S$Sr:n@.S7S?SSSsSGS9S1SI!"¿ (J 
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Regards, 


George@SCEE 


—-MESSAGE FILE 2344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01047 


—-MESSAGE FILE 2345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001048 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 10 reasons dynamic tmds are cool 

Date: Wed, 27 May 1998 12:28:20 +0100 

Organization: Intelligent Research 

Lines: 29 

Message-ID: <356BF8D4.18FD8B2@hinge.mistral.co.uk> 
References: <356b3f8e.10068715@www.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Robert Swan wrote: 


just off the top of my head people - get into creating tmds 
dynamically - heres 10 reasons why 


> 
> 
> 
> 1) allows you to use primitives rsdform doesn't work with, ie textured 
> gradient pigment quads. They look wonderful 

RsdAnim supports the extra primitives - I had to add an option tomake 
models RsdTool compatible so RsdTool could load them. 


Another couple of reasons to use dynamic TMD's: 


11) Reuse. I've got some code that works like this: 
GsDOBJ2 my_text=CreateText3D ("Hello World"); 
That create's a 3D object with the text of "Hello World" mapped 
onto it. Useful eh....? 


12) Easy access to MIMe. Once you're messing with the TMD's internals, 
you can start using MIMe easily to animate your TMD. 


Craig. 


> 
> 
> Robert Swan 


—-MESSAGE FILE 2345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01048 


—-MESSAGE FILE 2346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001049 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Wed, 27 May 1998 13:18:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <6khO0ObgSlev8@chuka.playstation.co.uk> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
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-—-MESSAGE FILE 22203 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
046html html 


--MESSAGE FILE 22204 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00047htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IFtRXWFzLmV4ZRskQiRHOOHNUSQSUGS1IPSE8JTkKkTjJ1xPDAkSyREGyh 
K?= 


=?ISO-2022-JP?B?GyRCJCQkRhsoSg==?2?= 
Date: 20 Jun 1997 05:37:04 GMT 
Organization: PlayStation Net Yarouze 
Lines: 49 
Message-ID: <01bc7d3c$7595e9c0$23ded5ca@pc-nishino.signallight.co.jp> 
References: <Olbc7cc6S$cal9f980S66cd84d2@koichifa2> <S5obtfv$li8@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.213.222.35 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb! "SKSCS7!<SGS9S%! #2 (J 
E SBE IFSK<:GTS7SF! "ESCES*SGS7S+F~SCSFS%S; SSSGS7S?2!#S9SSS%S; Ss! #3 (J 


> SBS ( Si S SNz (J as.exe ¿S$BSO¿(J GNU ճտ z:SBSGS9SNSG!"z (JGNU AS :S$BSNz (J info ¿ŠB 
SUSI! SSSkz ( 

> ¿$B$,% SK EE H$ (S*S9!l #2 (J 

> չՏ8011-(Մ http://wwwl.scei.co.jp/~crj00686/manual.html ¿$BSK¿(J info ¢SB7A<0OSN; ( 


> ee aa ¿SB1Q81SCS9¿ (J) gSBSrS=SmS (SFS*S9S, !"8+SkSNSKSO¢ (J info ¿$B%3% 
“SS SIS, 

> 1581, es 

> ՏԱ ` sasi (J html¿SB2=$7S?%%“%sK%se%s"%k%$,S"SjS O E (J cygnus 

> zSBS4SCS=Sj$SbSiSCSES-SEE, FVS JS VS 1%&%6SG; 2>HS 9SkSHSSS&SNS,NISSS$+S$H¢ (J 

> 

> http://www.cygnus.com/pubs/gnupro/5_GNUPro_Utilities/a_Using_AS/as.html 

> 


¿SBS4S&S59s!"SIS&SbS"SjJS, SHSESASOSSS*STS 2S! !#¿ (J 
¿SBSHSjS"S ($:GASSSFS_S$*S7$7S, !&!&!&!"Sh$/JI,$+$5$*S;$sSGS7$?$!!IGz!K! #2 (J 


¿SBS (SCSH!"Sd$j$?S$S3SHSO!"Ncs (SP¿ (J 


dh $0000, 50001, $0002, $0003 
dh $0004,$0005, $0006, $0007 
dh $0008, $0009, $000a, $000b 
dh $000c, $000d, $000e, 50008 


¿SBSNShS&SJ%s=!<%9S+$9i%G!<%?S$Sr:n@.S7S?SSSsSGS9S1SI!"¿ (J 


—-MESSAGE FILE 22204 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
047html.html 


--MESSAGE FILE 22205 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00048htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IFtRXWFzLmV4ZRskQiRHOOHNUSQSUGS1IPSE8IUTkKkTjJ1xPDAkSyREGyh 
K?= 


=?1SO-2022-JP?B?GyRCUCQkRhsoSg==?= 
Date: 20 Jun 1997 05:43:37 GMT 
Organization: PlayStation Net Yarouze 
Lines: 48 
Message-ID: <01bc7d3d$601e3240$23ded5ca@pc-nishino.signallight.co.jp> 
References: <Olbc7cc6S$cal9f980S66cd84d2@koichifa2> <S5obtfv$li8@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.213.222.35 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


Net Yaroze newsgroups message dump.txt Page 14852 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb!"SKSCS7!<SGS9SS! #2 (J 
ESBSISSS+EV9FSK<:GTSTSFS*S9SSIT! (12) (!K¿ (J 


> ` Աաաա as.exe 25850: (J GNU AS ¢SBSGS9SNSG!"z (JGNU AS ¿S$BSN¿ (J info ¿$B 
%U%!%$%k¿e( 

> ¿$B$,%^%K ագար Helen HS (S“S9!#¿ (J 

> ¿$B0ll~¿ (J http://wwwl.scei.co.jp/~crj00686/manual.html ¿$B$K¿ (J info ¿SŠB7A<OSN; ( 
J 

> ` ԱՄԱՆ ՉՅՈ ¿SB1Q81SCS9¿ (J) gSBSrS=SmS (SFS*S$9S,!"8+SkSNSKSO;¢ (J info 58535 
AZSSIS, 

> a masons š 

> ¿SBS*!"S3SsSJSHS3SmSK¿ (J html¿SB2=S7$S?%“%sK%Se%"%kS$,S"S3jS ee (J cygnus 

> 2~SBS4SCS=S5SbSiSCSFS-SFE, EvSJ2V3 1%&%6SG; 2>HS 9SkSHSSS&SNS,NISSS$+S$H¢ (J 

> 

> http://www.cygnus.com/pubs/gnupro/5_GNUPro_Utilities/a_Using_AS/as.html 

> 


¿SBS4S&S5Ss!"SIS&SbS"SjJS, ՏԱՏնջ456555՞575291 144 (J 
¿SBSHSjS"S ($:GASSSFS_$*$7$2S, !&!&!&!"Sh$/J,S+$93)j$92S;SsS$SGS7S?%$S!!JGz!K!#¿ (J 


¿SBS (SCSH!"SdSjS2?2SSS3SHSO!"NcS (SP¿ (J 


dh $0000, 50001, $0002, $0003 
dh $0004,$0005, $0006, $0007 
dh $0008, $0009, $000a, $000b 
dh $000c, $000d, $000e, 50008 


¿SBSNShS&SJ%$=!<%9S$S+$i%SG!<%?S$Sr:n@.S7S?SSSsSGS9S1SI!"¿ (J 


.word $0000, $0001, $0002,$0003 
.word $0004, $0005, $0006, $0007 
.word $0008, $0009, $000a, $000b 
.word $000c, $000d, 50006,550008 


¿SBSCSF=q$$S?$iSSSSSCSFS3SHSJSNSGS7SgS&S+!)¿ (J 


> # ¢$BS3!<%SI70Sr¢ (J iso-8859-1 ¿SBSKS$7SJSSSHSHS3SmSIS3Sm2=S1SkSCS9!#;¿ (J 


ESBS"SC!"2=S1SFSkSsSGS9S+!) 3 (J 
InternetNews; $B; HSCSFSkSsSGS9S1STI!"3 (J 
£$B%3!<SI7OSCSFSIS3SG@_Dj$SGS-SkS$s$GS7Sg$&$t!) 2 (J 


# 2SBS4$&S5$s!"S$9SS$%°S;$s!#4V0CSCSF%a! <SkSbAWSCSFS7S*°SS$*°S7$2!#e (J 


éSB@>Ln! !8y01!ISKSCS7!<!Ke (J 
e-mail: koichi@marry.co.jp 
koichi@fa2.so-net.or.jp 


—-MESSAGE FILE 22205 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
048html html 


--MESSAGE FILE 22206 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00049htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.program.questions 


Subject: Re: =?iso-2022-jp?B?W1FdYXMuZxXh1lGyRCJEc7SE1RJDkkayU9ITwlOSROPXE8MCRLUEQbKEOo 
=?= 


=?1so0o-2022-jp?B?GyRCUCQkRhsoSg==?= 
Date: Fri, 20 Jun 1997 17:39:25 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <S5odfriSnil@newsl.scei.co.jp> 
References: <Olbc7cc6S$cal9f980S66cd84d2@koichifa2> <S5obtfv$li8@newsl.scei.co.jp> <01 
be7d3d$601e3240S23ded5ca@pc-nishino.signallight.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.83 


Net Yaroze ne 


Mime-Version: 
Content-Type: 
Content-Trans 
X-WWWns-ID: < 
X-Mailer: Moz 


koichi nishin 
> է ESBS3!< 


> 
> 
> ESBS"SC!I"2 
> InternetNew 
> ¿$B%3!<%I70 
ESB! !EV9FS7S? 
2SB!!8+SkSKSO 
SSB! 1505թ, vSG 
—--MESSAGE FIL 
049html. html 


--MESSAGE FIL 


00050html. htm] 


Path: chuka.p 
From: "koichi 
Newsgroups: p 
Subject: =?IS 
K?= 

=?ISO- 
Date: 20 Jun 
Organization: 
Lines: 15 
Message-ID: < 
References: < 
bc7d3d$601e32 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
Content-Trans 
X-Newsreader: 


=S1SFSkSs$GS9S+!) ¢ 


wsgroups message dump.txt Page 14853 
1.0 
text/plain; charset=iso-2022-jp 


fer-Encoding: 7bit 
33AA41B9.60D7@ymg.urban.or.jp> 
illa 3.01 [ja] (Macintosh; I; PPC) 
o wrote: 


%I7O$r¿ (J 156-8859-1 ¿SBSKS7SJSSSHSHS3SmSIS3Sm2=S1SkSCS9!#¿ (J 


(J 


s¿SB;HSCSFSkSsSGS9S1SI!"¿ (J 

SCSFSIS3SGQ@ DjSG$S-SkSs$SGS7SgS&S+!)¿ (J 
5-;vS$N;v$GS$SOSJS/SF!"%S=!<%9%U%!%$$%kS$N=q<0$, $S"$Sk%S[!<%`%Z!<%S8Sr¿ (J 
SV% Lees 6SN%3!<%SI7OSr¿ (Jiso-8859-1¿SBSKS$S7SJSSSH2=S$S1S S9Sh!"¿ (J 


$O!)¿ (J (“ ; 


E 22206 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


E 22207 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


laystation.co.uk!news1.scei.co.jp!usenet 

nishino" <koichi@marry.co.jp> 

laystation.ny.program.questions 

O-2022-JP ?B?UMU6IFtRXWE zLmV4ZRskQiRHOOHNUSQSIJGsS1PSE8ITkKkTjJ1xPDAkSyREGyh 


2022-JP?B?GyRCUCQkRhsoSg==?= 
1997 09:49:16 GMT 
PlayStation Net Yarouze 


Olbc7d5fSb0fa73a0S23ded5ca@pc-nishino.signallight.co.jp> 
Olbc7cc6$cal9f980S66cd84d2@koichifa2> <5obtfv$li8@newsl.scei.co.jp> <01 
40S$23ded5ca@pc-nishino.signallight.co.jp> <5odfriSnil@newsl1.scei.co.jp> 


Host: 202.213.222.35 
1.0 
text/plain; charset=ISO-2022-JP 


fer-Encoding: 8bit 
Microsoft Internet News 4.70.1161 


ESBSISb!"SKSCS7!<SGS9SS!l #2 (J 


> ¢SB!!E79F$7$?5-; vSN; vSGSOSJIS/SF!"%=!<%9%3US! SSSkSN=q<0$,S"Sk%S[!<%3°SZ!<S8Sr¢e (J 
> ¢$B!!8+SkSKSO%V%S1i%S&%S6SNS3!<SI70Sre (Jiso-8859-1¢SBSKS7SISSSH2=S1S*S9Sh!"3 (J 
> SSB! !SCSF; v$G$O!)¿(J(^^; 


ESBS"SC!"S=S&SSS&S3SHSISSSGS9S+S! 1 #! TSTSCSHS/!Kz (J 
ՀՏՏՏԱՏՀՏ"Տ(5:1"Ջ| ՀՏ $Z!<S8SOGAS1S*S7$2! #2 (J 
ESBS*A{S,S;S7SFS9SSS*S;SsSCS9ISS! #2 (J 


éSB@>Ln8y01!JISKSCS7!<!Kz (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


—-MESSAGE FILE 22207 END: 
O50html.html 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


—-MESSAGE FILE 22208 START: 
00051htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Taisuke Fukuno" <uni@po.miyako.co.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: Re: ¢SB%U%'%SS%3?%Sk%SU%S!%3S%3?%8!<SKSDSSSF!J@oF. 
Date: 23 Jun 1997 12:09:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 
Message-ID: lp1d$467@news1.scei.co.jp> 
References: <5mock4Sa3n@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.30 

X-Newsreader: Microsoft Internet News 4.70.1161 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


s 


!K¿ (J 


<50] 
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ESBS&SKSGS9z (J 


> 2$B!!$$$-SI$jK\BjSISNSG?=$7LUS"$4$%S; $s$, 5; =QE*$J$3SHSN<ALGSG$9! #3 (J 

> 

> ¿$B111V$US'$$S?2%k%U%!%s%?%8!<; (JIVIIZSB!IWSN@oOF.%7!<%s$KO\SK=V4VSNZHLLSNG (J 
> 

> eSB! !2sE>SKSDSSSF%"%k%4%5%:%° Ey$r65$($F$/$@0$5$$!#$h$m$7$/$*4J$$$7$^$9!#¿ (J 


ՀՏԹՏԱՏՇՏՕՏ)|1"Տ ՏՄՏ5ՏՏՉԻԵՏ (SFS?SNSGS9SMS'! փ. (J 
PS¿SBSGS9SkSNSOSJSsS+SSSmSSSmLLE]SJSNSG!"¿ (J 
¿SB8e2s$7$K$7$F%"%k%4%j%:%`S@Sl¿ (JJava¿ $B$G; N$7$F$_$^$7$?! #2 (J 


http://sariel.miyako.co.jp/~uni/java/Shuun/ 


¿$B2s$7$F!"3HBg$7$F!"?'$NOB$r$H$C$F!"; (J1/16¢SBS@S1L@SkS/STSFSSSkS@S1SGS9! #2 (J 
¿SBS"SH!"2sE><4S$r>/$7S:SDS:SiS7SFSdS$SiSJS-SCSSS1SJSSS+SJ!])¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 

http://sariel.miyako.co.jp/~uni/ 

—-MESSAGE FILE 22208 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O051html.html 


--MESSAGE FILE 22209 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00052htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: katsu@softwave.co.jp (=?1SO-2022-JP?B?GyRCNCpKPDFSGyhC?=) 
Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?GyRCRmMJAUSRDJEYkKSiRLISkKbDKEI=?= 

Date: Mon, 23 Jun 1997 23:26:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <katsu$892b19970623232611@news1.scei.co.jp> 
NNTP-Posting-Host: 202.228.84.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.018 (UNREGISTERED) 


¿$B$*5W$7$V$J$G$9!"$_$I$5$s!#¿ (B 

LSB: #F | SOFbROSKŠD$$$F<ALd$G$9!#$J$s$+FbROS, $O$C$-$j$o$+$j$^$; $s!#z (B 
¿SBFb@QSN<0SKShS$SCSFF3S-=PS5S$S1SkSNSOSSSCS?$SSJSSSJSN!)¿ (B 
E SBSY%/SHSK#ASHSY%/SHSK#BSNG@QSO#FAHB: (Bcos¿$B& (SG5aSaSiS$1SkSiS7SSSNSGS92 (B 
ESBS, !"S3SNCMSCSF7K61ISY%S/SHSK#A! &#BSN?3S$5@.$930S,1T3Q!"F_30!"D>3Q¢ (B 
¿SBS+$S,SoS+SkS@S1SJSN!)!#¿ (B 


ESBS@S1S+CNSCSFSkK?M65S (SF !#¿ (B 


Hundle : ¿S$B4*J<1R;¿ (B 
E-Mail : katsu@softwave.co.jp 


—-MESSAGE FILE 22209 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O52htm1l հեռու 


--MESSAGE FILE 22210 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00053html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IBskQiVVJSclJCU/ JWs1VSUhJXM1PyU4ITwkSyREJCQkRiFKQG8bKEo 
=?= 


=?ISO-2022-JP?B?GyRCRi4hSxsoSg==?= 
Date: 23 Jun 1997 15:34:00 GMT 
Organization: JI-SOFT 
Lines: 25 
Message-ID: <50m518$4k8@news1.scei.co.jp> 
References: <5mock4Sa3n@newsl.scei.co.jp> <5olpld$467@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.83.83 
Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 14855 


Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


é$B!!L1C6!w?@8MSGS9! #2 (J 


<news:50lp1d$467@news1l.scei.co.jp>... ¿SBSKSF¿ (J 
Taisuke Fukuno <uni@po.miyako.co.jp> zSBS&$KS5Ss@k$o$/32 (J 


PS¿SBSGS9SkSNSOSJSsS$+SSSmSSSmLLE]SJSNSG!"¿ (J 
¿SB8e2s$7$KS$7$F%"%k%4%j%:%`S@Sl¿ (JJava¿ $B$G; N$7$F$_$^$7$?! #2 (J 


¿SB!18+S“S$S7S?!#¿ (J 
¿SB!!SG!":G=iSO!VS*!<2sSCSHSk2sSCSHSk!WSFSJ46S8S@SCS?SNSGS9S,!"¿ (J 
¿SB!!Sh!<S$S/LNSr6ESiS7SFS_SkSH!"SJSsS+%S1%"SJ%S"T"%SSF%S`S,<LSCSFSSSkSGSOSJSS¿ (J 
¿SBS$GS9S+!*1)¿ (J 


¿SB!!8D?ME*$K$O!";¿ (JFAMILY_BASIC; SBSK46FOS7SFS7S*°SSS*S7S8?! #3 (J 
ԵՏՔ !S°S@; }SCSFSkI}S$,SSS?SsSGS9SM!IN*!K! #2 (J 


ESB! t$+$/8@S$&KMSb; }SCSFS*S9SGS9! #2 (J 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 22210 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O53html.html 


--MESSAGE FILE 22211 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00054htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q]as.exe;SBSG; HMQS9Sk%=!<%9SN=q<0SKSDSSSF3; (B 

Date: 23 Jun 1997 16:49:13 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 51 

Message-ID: <S5om9e9S4pg@newsl.scei.co.jp> 

References: <0Olbc7cc6$cal9f980S66cd84d2@koichifa2> 
<5obtfv$1li8@newsl.scei.co.jp> 
<01bc7d3d$601e3240S23ded5ca@pc-nishino.signallight.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS3SsSPSsSOS!!"S4SESGS9! #2 (B 


<01bc7d3d$601e3240$23ded5ca@pc-nishino.signallight.co.jp>¢SBSN5—-;vSKS*SSSF¢ (B 
koichi@marry.co. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>ESBSISb!"SKSCS7!<SGS9SS! #2 (B 


¿ SBN, ¿ (B 

> 

>¿$BS(SCSH!"SdSjJS?SSS3SHSO!"NcS(SP¿ (B 

> 

> dh $0000, $0001, $0002, $0003 
> dh $0004, $0005, $0006, $0007 
> dh $0008, $0009, $000a, $000b 
> dh $000c, $000d, 50006, 50008 
> 
>2¿SBSNShS&SJS=!<%$9S+SiSG!<%?Sr:n@.S7S?SSSsSGS9S1SI!" (B 
> 

> .word $0000, $0001, $0002,$0003 
> .word $0004, $0005, $0006, $0007 
> .word $0008, $0009, $000a, $000b 
> .word $000c, $000d, $000e, $000f 
> 


>¿SBSCSF=qS$SSS?SiSSSSSCSFS3SHSJSNSGS7SgS&S+!)¿ (B 
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ESBSOSS! #S=SESSS&S3SHSGS9! #2 (B 

¿SBS (!<S$SH!"¿ (BC ¿$B$G¿ (B 

unsigned short data[] = { 
0x0000, 0x0001, 0x0002, 0::0003, 
0x0004, 0x0005, 0x0006, 0::0007, 
0x0008, 0x0009, O0x000a, Ox000b, 
0::000Շ, 0x000d, 0x000e, 020008 }; 

ESBSHS+SSS&FOMFSN%S=!<%9SrSDS/SCSF!"3 (B 

> gcc -S hoge.c 


éSBSHS7SF!"=PNOS5$1S$kz (B hoge.s ¢SB$r;2>HS9S1SPSSSmSSS$mSHH/8+S, ¢ (8 
ESBS"SkS3SHSGS7SgS&¢ (8:-) 


>> # ¢$B%3!<%I70Srz(B iso-8859-1 ¿SBSKS7SJSSSHSHS3SmSIS3Sm2=S1SkSCS9!#¿ (B 


¿S$BS351SOSbS&SSSSSCS9SM¿ (8:-) 
¿SBS=SN%Z!<%8S,SHS3SmSIS3Sm ¿(B iso-8859-1 ¢SB$J%3!<sISrSD$+S$CSFS*$9!#z (B 


¿SB$GSOSGSO!#¿ (B 
¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
XMascot¿$BIa5Z%-%c%s%sZ!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (8) ¢SBE 
1%3¿ (8435 

--MESSAGE FILE 22211 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
054html.html 


--MESSAGE FILE 22212 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00055html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCRmJAUSRDJEYKSiRLISkbKEO=?= 
Date: Tue, 24 Jun 1997 01:59:05 +0900 

Organization: Japan 

Lines: 48 

Message-ID: <33AEAB59.C25444CB@aix.or.jp> 

References: <katsu$892b19970623232611@news1.scei.co.jp> 
NNTP-Posting-Host: 202.208.34.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿$B$*5W$7$V$J$G$9!"$_$J$5$s!#¿ (J 
ESBS3Ss$PSsSO!S9bEDSGS9! #2 (J 


> ¢$B:#F | SOFb@QSKSDSSSF<ALdSGS9! #$JTSs$+FD@QS, $O$C$-$j$o$+$j$^$; Ss! #2 (J 


éSBFD@OSHS$S$&$H!"9b9; ; ~BeSN2{$+$7$$;WSS=P$G$9SMz (J (¿SB>P !K¿ (J 


> ¢gSBSY%/SHSkK#ASHSY%S/SHEK#BSNGQSOFA#HB: (Jcos¿$B& (SG5aSaSiSl1SkSiSTSSSNSGS93¢ (J 
> ¢SBS,!"S3SNCMSCSFT7K61%SY%S/SHSk#A! &#BSN?%S5@.$930$,1T30!"F_30!"D>30¢ (J 
> ¢£SBS+$,SoS+SkS@S1SISN!) !#2 (J 


¿SB@53NSKS$SO!C#A!C!C#B!C¿ (JcosgSBHEXS@SCS?SH;WSSS*S9!#e (J 
¿$B3N$+$3$1$G5a$a$i$1$?CM$NBg$-$5$K$b2?$+0UL#$, !&!&!&!&!*!)¿ (J 
ESBSCSF!S;WSS=PS7S*°S7$?! #2 (J 


¿SB!!!!#A!a!J (Ja,b) ¢$B!S#B!az (J (c,d) gSBSHSSS&SY%/SHEKSHSISKSH!S3 (J 
¿SB!!!!IIC#HA!ClaSYS/SHSk#ASNBgS-ŠS5¿ (J 
¿SB!!!!IC#B!Cla%SsY%S/SHSk#BSNBgS-S5¿ (J 

¿SB!!!!#A#Bla¿ (Jactbd 


¿SBFb@QSCS$SFSSS&SNS, !S¿ (J 
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ESB!!! !#A#Bla!lCHA!C!C#B!Cz (Jcos¿$B#x¿ (J 

ESBSGDj5A!J!) !KS5S1ISFSSSKSNSG3 (J 

ESB! 111: (Jcos¿$B#x!a#A#B!?!C#A!C!C#B!C¿ (J 


éESBSNShHS&SKSISCSF3: (Jcos¿$B#x$,5a$a$i$1$k!#¿ (J 
ESBS3S1SG!SSYS/SHSK#A#BSNSJS 93Q0BYS, 5aS*SkSHSSS&S3SHSGSO! #3 (J 


ESBS"SCSFS*S9SHSM!) ¿ (J 
¿SB4VOcSC$F$2Si%U%)%m!<$7SF2<$5S$S%$¿ (J (%%; 


ee B: tt Ի) ot et ter ee t ti tr or a er eee alo 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESBS*5SSKF~SjSMSCSHSdSmSES<! *2q0ws [!<3°$2!<%8E (J 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


ESB:G=*99?27F|s~! ll 18512419: (J 


a 
--MESSAGE FILE 22212 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
055htm1.html 


--MESSAGE FILE 22213 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00056html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCRmJAUSRDJEYkSiRLISkbKEo=?= 
Date: Tue, 24 Jun 1997 08:25:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <33AF05F4.F829724C@ga2.so-net.or.jp> 
References: <katsu$892b19970623232611@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.218 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SB4*J<1R¿ (J wrote: 


¿SBFb@QSN<0SKShSC$FF3S-=PS$S5S1SKkKSNSOSSSCS?SSSJSSSJSN!)¿ (J 
¿SB%SY%S$/%SH%k#ASH%Y%S/%SH%k#BS$SN@QSO#A#B¿ (Jcos¿$B& (Տ59585851Տ51525157ՏՏՏԱՏ6Տ59չ (J 
¿SBS, !"S3SNCMSCSF7k61SY%S/%SH%Sk#A!&#BSN?%S3j3@.S930%9,1T3Q!"F_3Q!"D>3Q¿ (J 
¿SBS+$S,SoS+SkS@S1SJSN!)!#¿ (J 


¿SB!C¿ (JA¿SB!C!C¿; (JBz$B!Cz (Ucos¿SB& (¿ (J ¿SBSN0UL#SGS9S, 1" (J 


¿$B!C¿ (JBz$B!Cz (Jcos¿$B& (S$H$S$&CM$O!"SYS/SHSk (JA SBSKBP$S7$SF?eJ?J)8-$KF/$/SYS/SHSkSN 
Bg$-$5SK;¿ (J 

¿SBSJSJS S9!#;¿ (J 

¿SBSASJ$S_$K!C¿ (JB: $B!Cz (Usin SB& ($O! "SYS/SH%$k¿ (UB ¿ SBS$SKBP$7$F?bD>J)8-$KF/$/%SYS/SHSkSN 
Bg$-$5$G¿ (J 

¿SBS9!#¿ (J 


¢SB?bD>J}8~SN%Y%/SHSKF1;NSO43>D$78%S; Ss! #2 (J 
ESBSD$*S$4!"43>DS 9Sk%Y%/SHSKF1; NSN@QSCSFSNS, FO@QSN@5BNSGS9! #3 (J 


Bugbear 

¿SBHu8)¿ (J ¿SB>!Li (J 

bugbear@ga2.so-net.or.jp 

-—-MESSAGE FILE 22213 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O56html html 


Net Yaroze newsgroups message dump.txt Page 14858 


--MESSAGE FILE 22214 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00057html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCRmJAUSRDJEYKSiRLISkbKEoO=?= 

Date: Tue, 24 Jun 1997 08:26:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33AF0641.3769C2EC@ga2.so-net.or.jp> 

References: <katsu$892b19970623232611@news1.scei.co.jp> <33AF05F4.F829724C@ga2.so-ne 
t.or.jp> 
NNTP-Posting-Host: 210.132.188.218 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Katsuya Higuchi wrote: 

> ¢SBSASJ$_SK!C;z (JB¿$B!C¿ (Jsing SB& (SO! "SY%/SHSkz (UB ¿ SBSKBP$7$F?bD>J} 8~SKF/$/%Y%/%HSk 
ՏԱՑցՏ-Տ5ՏՇչ (J 

> ¿SBS9!#;¿ (J 


ESBAVOCSS ! #2 (J 

ESBSY%S/SHSkze (JBE SBSOSY%S/SHSkz (JAZ SBSN4VO0CSSSGS7S?!#¢ (J 

—-MESSAGE FILE 22214 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O57html html 


--MESSAGE FILE 22215 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00058html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?W1FdGyRCJVQ1ZSUiJVAlJCVKJWokSiVHITwlPyROOm4kakp9JEskRCQkGyh 
K?= 


=?ISO-2022-JP?B?GyRCJEYbKEo=?= 
Date: 24 Jun 1997 05:22:12 GMT 
Organization: PlayStation Net Yarouze 
Lines: 21 
Message-ID: <01bc805f$1215d4380S23ded5ca@pc-nishino.signallight.co.jp> 
NNTP-Posting-Host: 202.213.222.35 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb!"SKSCS7!<SGS9SS! #2 (Մ 


as.exez SBSr; HMQ$7$F%P%$%J%jJ%G!<%?$r:n$C$F$$$k$s$G$9$,!"¿ (J 

E $BST%e%"$J%P%$%J%j%G!<%?!J%7%s%\%k>pJs$J$I$r0l@Z4^$^$JS$$; (J 
ESBC1=cS$K%SG!<%?S@S1SNSPSSSI%S ISG! <%S?!KSrinSjS?SSSN$SGs9s, !"3 (J 
¿SBSIS&SdSCS?SiSSSSSNSGS7SgS&S+!)¿ (J 


¿$B8=:_!"; (Jas.exe¿$B$r;HMQ$7$?8e$G!"¿ (JUstrip.exe¿$B$r;HSCSF%7%s%NSk>pJsŠr¿ (J 
¿SB:o=|$9Sk$H$$$&J)K!Sr8+$DS1S2SNSG$9$, !"S$3S1$@$H%G!<%?$N:G=i; (J 
éSBSKSJISs$+Sh$/So$t+SsS$JISSSb$N$, ; DSCSFS7S*SCSFS*S9!l #3 (J 


ESBS4B8CNSNJ} ! "SSSiSCS7$c$$$*$7$?$i65$ (SFS/S@S5SS!#¿ (J 
¿$B$h$m$7$/$*4J$$$$$7$7$^$9$%!#¿ (J 


¿SB@>Ln8y01!JS$KSCS7!<!K¿ (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


—-MESSAGE FILE 22215 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O58html.html 
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--MESSAGE FILE 22216 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00059html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmUG6IFLELRXWFzLmV4ZRskQiRHOOhNUSQ5JGsl1PSE8JTkkTj1lxPDAkSyREGyh 
K?= 


=?ISO-2022-JP?B?GyRCJCQkRhsoSg==?2?= 

Date: 24 Jun 1997 05:26:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <01bc805fsšb2e48360S23ded5ca@pc-nishino.signallight.co.jp> 

References: <0l1lbc7cc6Scal9f980S66cd84d2@koichifa2><5obtfvSli8@newsl.scei.co.jp><01bc 
7d3d$601e3240S23ded5ca@pc-nishino.signallight.co.jp> <5om9e9S4pg@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.213.222.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb!"SKSC$7!<S$G$9$%!#z (J 
¿SBS (!<SH!"E (ՄՇ ¿SBSG;¿ (J 


unsigned short data[] = { 
0x0000, 020001, 0x0002, 0x0003, 
0x0004, 0x0005, 0x0006, 0x0007, 
0x0008, 0x0009, 02000848, 0x000b, 
0::000Շ, 020004, 020005, 0x000f }; 


ESBSHS+SSS&FOMFSN%S=!<%9SrSDS/SCSF!I"3 (J 
> gcc -S hoge.c 


ESBSHS7SF!"=PNO$5S$1Sk¢ (J hoge.s ¿$B$r;2>H$9$I$P$$$m$$$m$HH/8+$,¿ (J 
ESBS"SkS3SHSGS7SgS&¢ (J:-) 


VVVVVVVVVVVV VV 


ESBS"SC!"S=S$s$J;H$SI}$,$GS-Sk$s$G$9$t+$! !#e (J 
¿SBCNSi1iSJS+SCS?!#¿ (J 


¿SBS4S&S5Ss!"S"Sj$, SH$&S4S6SSS“S7S?!#¿ (J 
¿$B$H$F $b; 29M$K$J$J$^$7$?!#¿ (J 


--MESSAGE FILE 22216 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
059htm1.html 


--MESSAGE FILE 22217 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00060html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "MIKITA" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IBskQkZiQFEkQyRGJEOkSyEpGyhK?= 

Date: 24 Jun 1997 15:13:13 GMT 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <01bc80b1S0f7dca40$1d318acb@gateway2000.ns1.sphere.ad.jp> 
References: <katsu$892b19970623232611@news1.scei.co.jp> 
NNTP-Posting-Host: 203.138.49.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Net Yaroze newsgroups message dump.txt Page 14860 


ESBS*5WS7TSVSjSGS9O!I"S_SIS5SSs! #2 (J 

ESB: #F | SOFb@QSKSDS$SF<ALGSGS$9! #$JSs$+FbeQS, SOSC$-$j$0$+$5$*S; $s! #2 (J 
ESBFD@OSN<OSKSHSCSFF3S—=PS5S1SkKSNSOSSSCS?SSSISSSISN!) 2 (J 

2 SBSY%/ SHSK#ASHSY%/ SHSK#BSNGQSOFAHB: (Jcos¿$B& (SG5aSaSi$SlSkS$Si$7$SSNSGS9; (J 
2 SBS, !"S3SNCMSCSF7K61SY%/SHSK#A! &$BSN23$4@.$930S, 1T3Q! "F_3Q!"D>3Q3 (J 
ESBS+$,S0$+SkS@S1SISN!) !#¿ (J 


VVVVVVVV VV 


ESBS@S1S+CNSCSFSkK?M65S (SF! #2 (J 


¿SB=i?4<TSŠN#M#I#K#I#T#ASGS9!#;¿ (J 


2 SBSY%/SHEKSNFb@QS r<BMQS 9SKSNSO!"1?F0S ( 
E SBNOSNSY%/%SHSkKSH! "FOS+S7$?8~S-—!"6/S55N 
¢$B%.!<SHz (J 

ESBSISJS*S9O! #2 (J 


%*M%sk%.!<šr5ašaSkSHš-SGS9!#¿ (J 
SYS/SHSKSNFDEQS, !"1?F0% (ՀԱՅԱ: (J 


° 
5 
° 

5 


éESBB>SN%$1%9SHSO>/S$7$:SiS7SFEZS (SFS_S*°S7S?!#¢ (J 

S SBCNS4$2$S$3SHSHSO0CS&S+Sb!6!8!6! Fz (J 

—-MESSAGE FILE 22217 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O060htm1l html 


--MESSAGE FILE 22218 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00061html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: katsu@softwave.co.jp (=?ISO-2022-JP?B?GyRCNCpKPDFSGyhC?=) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCRmJAUSRDJEYKSiRLISkKbKEI=?= 

Date: Tue, 24 Jun 1997 23:55:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 48 

Message-ID: <katsu$892b19970624235518@news1.scei.co.jp> 

References: <katsu$892b19970623232611@news1l.scei.co.jp> <33AEAB59.C25444CB@aix.or.jp 
> 

NNTP-Posting-Host: 202.228.84.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.018 (UNREGISTERED 


-- 


playstation.ny.program.questions ¿SBSN¿ (B <33AEAB59. 1. ՐՆ or.jp> ¿SBSN;¿ (B 


¿S$SB5-;v$K$*$$$F¿ (B 1997¿$BG/¿ (B06;SB7n¿ (B24;SBF|¿ (8(25825: (B) 01¢$B;~¢ (B59¿$BJ, ¿ (B05 
¿SBIC:"!", (B 

Youhei TAKADA <kazta-ta@aix.or. jp>zS$BS5$sSO=q$-S*S7S?!#¢ (B 

> 


>zSBS3SsSPSsSO!S9bEDSGS9! #2 (B 


ESBS"! "S3SsSPSsSo! #9bEDS5$s! #B(S1%9S"S5S,SHS&!#e (B 
> 
>; SBFD@QSHSSS&SH!"9b9; ; ~BeSN2{$+$7S$; WSS=PSGS9SM; (B (¿$B>P!K¿ (B 


2S$B9b9; ; ~Be!"9) 6H9b9; SG3Y%/SHSKSCSF!VK\FISsSIS1!WSCSF3 (B 
éSB8@S0$1$2S/SiSSSGS"$%*S$55-21SKSI$S$%6%S8%9!JIY6/STSFSI3 (B 
¿SB$+$C$?$C$FOC$b$"$k%1%I!%!%!%!J!0!0!(!#!K¿ (B 


>¢SB@53NSKSO!C#A!C!C#B! Ce (BcoseSB#EXS@SCS?SH;WSSS*S9! #3 (B 
>¿ $B3N$+$3$1$G5a$a$i$1$?CM$NBg$-$5$K$b2?$+0UL#$, !&!&!&!&!*!)¿ (B 
>zSBSCSF!S;WSS=PS7S°S7S?! #2 (B 


>¿$B!!!!¿ (Bcos¿$B#x!a#A#B!?!C#A!C!C#B!C¿ (B 

> 

>i SBSNShHS&SKSISCSF: (Bcos¿$B#x$, 5a$a$i$1$k!#¿ (B 
>¿SBS3S1SG!S%SYS/SHSk#A#BSNSJS93QEYS, 5aS*SkKSHSSS&S3SHSGS9O! #2 (B 


¿SBS3S3$S“SGSNQbL@$OShS$S/SoS+S$Sk$CS9!"9bED7/!#S$SG!"FPb@Q$CSŠFSdSCSO¿ (B 
¿SBS Y%S/SHSK#ASHSYS/SHSK#BSN?%S5@.$930Sr; ;=PS9SkS?SaSN<OSCSFS3; (B 
BSHSKSJSCSASCS&SN!) !#%P!<%A% S s ՏՏ 5 s 

° SBSFSISS5+5N5—; vSK= Q$+S1SFS"SCS?S1SI!"S=S1SOS3SN; (Bcos¢SB& (S, 5aS%¿ (B 
¿SBS1S$SPSoS+S$SkS$Sb$sSJSN!) ! #2 (B 


we 


ESBS (| ՀԱՇՏ (SP! "#3<! 85SG9MS ($?SHS-SNS3SN>19g!"z (B 
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39006421@news.scea.sony.com> <6kgigrS$levé6@chuka.playstation.co.uk> <356b9bla.8180112 
@news.scea.sony.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Ok, my absolute last post on this subject. I will try to keep it short!! ;) 


> Well, actually, I would've asked a question or two, without making 
>assumptions. 

I have not and will not make full assumptions on you or anyone else until I 
get to know you a lot better. My postings have only been assumptions on the 
contents of your replies in regards to this one subject alone. 


> I do not wish to argue either, but you just might entertain the 

>notion that you do not know everything there is to know, and that 

>there are problems that can occur that you have not experienced. 

I agree. I have never stated otherwise. All I have said is that my current 
knowledge is based on my experiences to date and what I have read in various 
press sources. 


> Mario is a professional, and I doubt he reformatted and reloaded 6 
>gigs worth of software for no reason... I believe his OS developed a 
>corruption that denied him the ability to do anything, like trying to 
>reload the OS and keep the software intact. I am not sure, he did not 

>go into a detailed analysis of his dilemna. 

If Mario would care to email me on what his problem was and how he fixed it 
and I am sure I can come up with an alternative solution that would not 
require a total reformat. Just in case it happens again ;) 


> You never corrupted your registries? That's one very common reason 

>for people to reformat and reload. I know, I know, everyone should 

>have a backup, and I know Win '98 has a registry editor and repairer. 

From all of my serious system crashes in the past I can honestly say I have 
never had the registry go corrupt on me. I am not saying it can't happen 
though. 'Any file being writen to at the time of crash can become corrupt' 
is what I was saying and that does include the registry files. 


>From the way you talk, you would think backup devices were a waste of 
>money... 

Who's making wild assumptions now? Not one thing of what I said could 
possibly hint that I think backup devices were a waste of money! In fact, I 
think they are essential to the well keeping of a computer system. This 
being enforced in my mind because of our company having had some computers 
stolen without any backups made of the data stored on them! (My boss's fault 
for no backups!) 


> Please, go back to your dilemna, I can live without anymore 
>condenscending entries. I made a simple point chatting to Toby, and 

>here you came, with attitude.... 

Not attitude by me. I only give facts based on my experience. If I am wrong 
I will admit it. Some people find factualy based messages to be of a 
negative attitude if it is going against what they believe. 


JohnT 


—-MESSAGE FILE 2346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01049 


-—-MESSAGE FILE 2347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001050 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: PDA newsgroup...? 

Date: Wed, 27 May 1998 16:01:00 +0100 
Organization: The Hex Heroes 

Lines: 9 

Message-ID: <356C2AAC.6BDF@writeme.com> 
NNTP-Posting-Host: at1l4-010.publab.ed.ac.uk 
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¿SBE (4 (B 
---- ¿Š$BS3$1$SOE($+$i8+$?<+J,$NOLCV!J$SDSA$3j%Y%S /SH%k#ASGS9So!K; (B 


¿SB!(¿ (B --- ¿SBS3S1967bCfSN<jJSM!#8-S$S-SO1l1&>e!J%SY%S/SH%k#A#B!K;¿ (B 


/ 
¿$B<+J, ¿ (B 


¿SB!VE(S+$Si8+SF967bCfSN<jSO2?2EYSNOLCVSKS"SkS+!)!WSCSFSNSr;¿ (B 
éESBD4SYSKSNS, F DRQ!) !TSDS*S5SYS/SHSK#AF#BSNG.T,STSNS+!) IK! #2 (B 


ESBIbDED7T/!"S=S&SISN!) !#¿ (B 


Hundle : ¿SB4*J<1R;8 (B 
E-Mail : katsu@softwave.co.jp 


—-MESSAGE FILE 22218 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O6lhtml html 


--MESSAGE FILE 22219 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00062htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: katsu@softwave.co.jp (=?1SO-2022-JP?B?GyRCNCpKPDFSGyhC?=) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCRmJAUSRDJEYKSiRLISkKbKEI=?= 

Date: Wed, 25 Jun 1997 00:34:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <katsu$892b19970625003428@news1.scei.co.jp> 

References: <katsu$892b19970623232611@newsl.scei.co.jp> <01lbc80b1S0f7dca40$1d318acbe@ 
gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 202.228.84.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.018 (UNREGISTERED) 


éSB5-;vSKS*SSSF3 (B 1997¿SBG/¿ (B06;$B7n¿ (824:58Ք | չ (B (¿SB2P¿ (B) 152$B; ~¢ (81325847, ¿ (813 
¿SBIC:"!" (B 
"MIKITA" <h-morita@pol.infosphere.or.jp>z¢SBS5S$sSO=q$-S*S7S$?! #3 (B 


> 
>¢SB=i?4<TSN#M#L#K#L#T#ASGS9O! #3 (B 


ESBS"! "Sh$m$7$/SM!<!##M#L#K#LHETHASSSs ! #2 (B 


> 
>¢SBSY%/SHSKSNFD@OSr<BMOS9SKSNSO! "1?FO% (SMSk%.!<Sr5aSaSkSHS—-SGS9! #2 (B 
>i SBNOSNSY%/%SHSKSH! "FOS+S7S2?8~S—!"6/S5SNSY%S/SHSKSNFD@OS, !"1?F0% (%M%ke (B 
>2SB%.!<SHz (B 

>¿SBSJS3j3S S9!#¿ (B 


¿SBS `S`!*!#SIS&SSS&S3SHSJSNSQ@!<!*!)!#¿ (B 


¿SBJ8>OS$SGSOSoS+S$Sj$KS/SSSCS$S9!<!JC/S+!<!"F,$,2P;v$@!<!*!*!K¿ (B 


Hundle : ¿$B4*J<1R¿ (B 
E-Mail : katsu@softwave.co.jp 


—-MESSAGE FILE 22219 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O062html html 


--MESSAGE FILE 22220 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00063html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCRmMJAUSRDJEYkSiRLISkbKEO=?= 
Date: Wed, 25 Jun 1997 02:23:37 +0900 

Organization: Japan 
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Lines: 40 
Message-ID: <33B00299.BC3357EE@aix.or.jp> 

References: <katsu$892b19970623232611@news1.scei.co.jp> <33AEAB59.C25444CB@aix.or. jp 
> <katsu$892b19970624235518@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


2 SBS3S3S*SGSN@DLE@SOShS/So0$+SkSCS$9!"9bDED7/!#SG! "FO@QSCSFSdSCSQz ( 
ESBSYS/SHSK#HASHSY%S/ SHSK#BSN?%3S5@.S$930Sr; ; =PS9SkS?SaSN<OSCSFS3¢ ( 
éESBSHSKSJSCSAScCS&SN!) !#3P!<SASCSGSOEVS?SjSrFD@OSG7W; ; S7TSFSkSCz ( 
ESBSFSISSS+SN5—-; vSK=q$S+S1SFS"SCS?S1S1!"S=S1SOS3SNz (Jcos¢$Bé& (Տ, | 
ESBS1SPSoO$+SkSbSSSJISN!) ! #2 (J 


J 
J 
J 
be (IN¿ (J 


VV V V V 


¿$B$"$/$^$G?dB, $G$9$, !$¿ (J 


¿SB!V#3<!85SNEvS$S?SjH=Dj$SrFb@QSG7W;;%$7SFSSSk!WSHSSS&I=8=SO;¿ (J 
¿SBEvS?$SjH=Dj$SrS9SkSHS-SKFb@QSr;HSCSFSSSkSHSSS&SQ@S1SG!SFb¿ (J 
¿SB@QS$r5ašSaS?$+SiSHSSSCSFEvS$?$SjJH=DjS$, SGS-SkSHSSS&SoS1SGSO¿ (J 
ESBLSOSSSH;WSSS*S9l#e (Մ 


ESBSG!SFb@OSr;HSCS?Ev$ ?$jH=DISNI}K!Sr<t+Jd, SIS jSKIMS (ՏԻՏ ՏԵՏԷՀ» (J 


- 1 - AAAAAAAAAAAAAAA 
E$B!!LIILIILIILIILIILIIIIILIIIIILIII!Z(J 


ESB! !E(SNJ}8~SNSY%S/SHSkKSr#HAZ (J 
2$B!!<+J,$NOS!JIp4o!KSNSY%/SHSkSr#Bz (J 
ESBSHS7$?>19g!S$$*S:Fb@OSr;HSCSF! SFSSDSNSY%S/SHSKSNS TS 9380S r#XSHE (J 
ESBS7$?>19g! S#c#o#S#XSr5aSaS*S9l#e (J 
2$B!C#B!C#c#O#S#XSH! CHA! CSrHf3S$7SFEV$?$ jH=DjSr$9Sk! #2 (J 


é SBSFSI4 6S 8SGSOL5SS$S$GS7SgS&S+! #2 (J 

Տ 1111 (Մ՞՞՞՞ 

< SB! JD>46E*S$K<B: ] $OSbS&$ASCSHI#; ($+! $>e$NM}O@SO4VOCSCSFSkSHz (J 
é5B!!;WSSS*SO9SNSGS"S7$+SiS$:!Kze (J 


Pf t] ETAETA A tt t fl EP Fe Se | EETA TAT ECI 


ESB! c!c!c;d$SN%[!<%S°S3Z!<S8!d!d!dz (J 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SŠB$*5SSKF-$jJ%$M%$C%SH$d$mS&S<!*2q0w%s[!<%`%Z!<%8¿ (J 
¿SB%j%s%/=8$HS$SSS&SNSr:nSCSFS_S?!# (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 

¿S$SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

--MESSAGE FILE 22220 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
063html.html 


--MESSAGE FILE 22221 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00064htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: [Q] =?iso-2022-jp?B?GyRCSiM/dCROGyhK?= TMD 
=?iso-2022-jp?B?GyRCJUchPCU/JE5SJPTwoJESkRCQkKJEYDKEo=?= 

Date: Wed, 25 Jun 1997 23:50:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 72 

Message-ID: <33B13045.63D57401@inetc.roland.co.jp> 

NNTP-Posting-Host: 133.111.200.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Net Yaroze newsgroups message dump.txt Page 14863 
ESB3'S5SsSOS8SaS*S7TSF!">.NSSHSDSESTS*SO!#E (J 


é$B62$i$/Hs>o$K=iJbE* $JISHS$3$m$GSD$*SESSSFSSSkSNSGSOSIS$$+SH;WSS$S$*S9S, ;WSS@Zz (J 
¿SBSC¿ (J 

S SBSF<ALAS5$; SFS$$$2$@$-$*$9!#8=:_2 (J sample ¿S$BS$SJS$SISr;2>HS$SK; (J 2D / 3D ¢$BSNz(J obje 
ct ¿SBSr¿ (J 

¿SBI=¿ (J 

¿$B< ($9$K4JC1$J:nIJ$r:n$C$F$$$^$9!#¿ (Մ 


éESBS3SNC£SG<!SNSHSESK; (J model ¢$B%G!<%?SN=* HwSrS7SFSSSkSHS3SmS,5"S5S°S9!#Cf?HSO; (J 
sample ¿$B$+$i; }SCSFS—-S$?SbSNSr>/S$7JQS (S$?S@S1SGS9! #2 (J 


éESBS3SN8eSKz (J objectl ¢SBSKSD$$S$FF1$8=hM} $r9TSCSFSSSkKSNSGS$9S, !"$; $C$+$/$G$9$N$G; (J 
£SB%k!<SW=hM}$Gz (J object ¢$BS$,A}$($?>19gSKSbBP1~$5$; $?SSSH;WSSS*S7S?S, !"<+J, $G;We (J 
éESBSSTIUS/HOOOSGSS$m$$$m$H$?Sa$7SFS_S$?SNSG$9S, SIS&SH$S&S*S$/9TS-S*S;Ss!#e (J 


E$BL*0@8=:_SN$*$*SGSbFO$-$*$9$, !"$3$N5! 2q$K$b$&>/$7$—- ԱՆՆԱՆ Ն s զտ-49. 
2 SBS ( (9?$SSH;WSCSFS*SjJS%“S9!#S*<j)j?tSGS9S,ShšSmS7S/S*4jSSSSS?S7S“S9!#¿ (J 


u_long MODEL_ADDR[10]; 
GsDOBJ2 object0[10]; //¿SBSGS-S1SPS3S1Sr¿(J 1 ¿SBSDSKS *SHSaS?SSSGS9;¿ (J 
GsDOBJ2 object1[10]; //¿$B8=:_$0;EJ}$J$/¿ (U 2 ¿SB$SDSKSoS$1SFSSS S9¿ (J 


¿$B!JCfN, !Kz (J 


//model ¿$B$N=i4|2=ItJ, ¿(J 
void model_init (void) 
{ 
u_long *dop; 
GsDOBJ2 *objp; 
int i; 


MODEL_ADDR[0] 
MODEL_ADDR[1] 


long) (0x800c0000) ; 
(u_long) (0x800c3000) ; 


//for object0¿$B!J0J2<$[$\F1$8$b$N$r¿ (J 2 ¿$B2s=q$$$F$$$^$9!K¿ (J 
dop = (u_long *)MODEL_ADDR[0]; 
doptt; 


GsMapModelingData (dop); 

doptt; 

Objnum = *dop; 

doptt; 

for (i = 0; i < Objnum; itt) { 
GsLinkObject4((u_long)dop, &o0bjectO[i], i); 

} 


for (i = 0, objp = object0O; i < Objnum; i++) { 


objp->coord2 = &Dobject0; 
objp->attribute = GsDOFF; 
objptt; 


} 


objectO[0].attribute &= ~GsSDOFF; 
object0[0].coord2 = &Dobject0; 


2$B!JCEN, !K¿ (J 


//model ¿$B$NI=<(ItJ, !J$3$NItJ, $b¿(J 2 ¿$B2s$[$\F1$8$b$N$r=q$$$F$$$^$9!K¿ (J 
for (i = 0, op = objectl; i < 1/*Objnum*/; i++) Í 
GsGetLs (op->coord2, &tmpls); 
GsSetLightMatrix(&tmpls); 
GsSetLsMatrix(&tmpls) ; 
GsSortObject4 (op, &worldot[actbuf], 14-OT_LENGTH, 
(u_long *)getScratchAddr (0)); 
optt; 


SHIGERU KOBAYASHI 
kotobuki@inetc.roland.co.jp 
http://www.rinc.roland.co.jp/~kotobuki/ 
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—-MESSAGE FILE 22221 END: 


064հետ1. html 


—-MESSAGE FILE 22222 START: 


00065html.htm] 
Path: chuka.p 
From: 


laystation.co. 
"uni" <uni@po.miyako. 


Newsgroups: 

Subject: Re: 
Date: 25 Jun 
Organization: 
Lines: 25 

Message-ID: 
References: 


pl 


X-Newsreader: 


¿SBU 
1997 15:11:30 GMT 


2$B!!8D?ME*SKSO! "3 ( 
¿SB11S“S@;)SCSFSkJ)S,SSS?Ss$SGS9SM!JNA IK! #2 (J 


laystation.ny. 
ՍՏ "SSS? 


s 


miyako 


Ք» 


202.239. 


Page 14864 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


uk!newsl.scei.co.jp!usenet 
co. jp> 

program.questions 
%3U%S!%3S%?%8!<SKSDSSSF!J@oF. 


ՋԱՏ 


!K¿ (J 


<5orcf2S$aj8@newsl.scei.co.jp> 

<5mock4Sa3n@newsl.scei.co.jp> <5olpld$467@newsl.scei.co.jp> <50m518S4k8@ 
newsl.scei.co. 
NNTP-Posting-Host: 


74.36 


Microsoft Internet News 4.70.1161 


BS &SK$G$9¢ (J 


¿$B!!8+$^$7$?!#¿ (J 
ESB! !SG!":G=iSO!VS$*!<2sSCSHSk2s$CSHSk !WSFSJ46S8S@SCS?SNSGS9S,!"% 
¿SBI Shi<S/TLySreEs1S739F s SkSH!"SJSSS+%1%S"SJ%S"T"SSSES` 
¿SBSGS9$+!*1) 


¿ (J 


(JFAMI 


(J 
$, <DSCSFSSSKkSGSOSJSS¿ (J 


LY_BASIC; SBSK46F0S7SFS7S*SSS*S7S8?! #¢ (J 


¿SBKAEv5O!"5= $1$,01HV8+SFS[S7$+SCS?!J>P! Ke (J 


85) 


85) 


FAMILY_BASIC; $BSO%P!<%8%g%sSN8ESSSdSDSG!"¢ ( 
%asb%4$, c ( (J1900¢SBSP%S% s Crea. uo ԱՆ ԱՆԷ 
BS, ¿ (J2Mz$B!&@!&!&S9S4SS2JIb! 8; (J 


¿SBS"S-—- 
¿SB9u¿ (JPS¿$ 


Taisuke Fukuno 


%s%/%9S$SOC1SJSk%3%1%/%7%g%sSHS7SF!"; ( 
BS aP | <eas %Sc%k%N!<%SS$OSJS+SJS+SSSSSGS9Sh!<¿ (J 


(uni@po.miy 


%s%/% 9!"SP!<SAScSk%s N!<% SSb<LSCSFS SOl#e (J 


(J 


J 


ako.co. Jp) 


http://sariel.miyako.co.jp/~uni/ 


——MESSAGE FILE 22222 END: 


065html.html 


--MESSAGE FILE 22223 START: 


00066html.htm] 
Path: chuka.p 
From: "MIKITA" 
Newsgroups: p 
Subject: 
Date: 25 Jun 
Organization: 
Lines: 58 

Message-ID: 
References: 


laystation.co. 


' <h-morita@p 


laystation.ny. 
=? 1S0-2022-JP ?B?UmU6IBskQkZiQFEkQyRGJEOkSyEpGyhK ?= 
1997 16:29:09 GMT 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


uk!newsl.scei.co.jp!usenet 
ol.infosphere.or.jp> 
program.questions 


PlayStation Net Yarouze 


<01bc8184Sd5cbca20$31318acbh@gateway2000.nsl.sphere.ad.jp> 
<katsu$892b19970623232611@news1l.scei.co.jp> <Olbc80b1S0f7dca40$1d318ache@ 


gateway2000.nsl.sphere.ad.jp> <katsu$892b19970625003428@news1.scei.co.jp> 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


1.0 
text/plain; 


Content-Transfer-Encoding: 
Microsoft Internet News 4.70.1157 


X-Newsreader: 


¿SBS`S` 


V V V V 


¿SBJ8>OSGSOSoS+SjJSKS/SSSCS9!<!JC/S+!<!"FP,S$S,2P;vS@!<!*!*!K¿ 


¿SB#M#I#K#I#R#T#RASGS9! #2 (J 


¿SBSASgSSSH; (J ( 


203.138. 


¿SBD9SaSK; (J) 


49.49 


charset=ISO-2022-JP 
8bit 


'*1#STS&ESSSES3SHSISNS@!<!*!) 182 (J 


(J 


¿SBJdB-S59;SFSSS?S@S-S S9!#¿ (J 


Net Yaroze newsgroups message dump.txt Page 14865 
ESBCm! '$3$N%1%9$0%2!<%* SHSO4AX78S"S4S%S;Ss!#2 (J 


s ԱԱ ԱՆ ՍՏԱՆԱՆ ee 
ESBS"SKNLSISNSGS9!#SDS*S4!"I}8~Sxr;z }SCSES*S; 
éSBS=$1SKBPS$7SF!"SY%/ZSH&kSOJ} 8~S$r; }SCSFS*S9! #2 (J 
éSBFDG@QSHSSS&SNSO!"NLSGS9!#I}8~Sr;7 }SCSESSS*S;Ssl#e (J 
¿SB%sY%/%H%k$r$+S$S1SFFb@QSrSbS$SHSaSkSH!"J)8-Sr;)S?2SJSSNLSKSJSCSF¿ (Մ 
ESBSTS*SSS*S9lL#E (U (¿SBS351Sr%$9%+%i!<@QSH8@S&!#¿ (J) 
era SKF1S$8%Y%/%SHSkSN3] ՏԱՆՆ Y%/%H%kSKS$SJSjS S9!#¿ (J 
¿SB%Y%/%H%k@QSH$SS&!#$S3S3SGSO4X78SJSS!#¿ (J 


¿SB$3S3S+$9iS,KNB3SGS9!#¿ (J 
¿$B$3$N4V$N%1%9$0!"$A$g$C$HI=8=$KLdBj$, $"$J$^$7$?!#¿ (J 
¿SB1?F0% (S3M%k%.!<SHSSS&ShS45!";E;vSH8@SCS?7T}S, ¿(J 
ESBSOS+S$jSASIS+SCS$?S+SHS7$S1$%S;Ss!l#ze (J 

ee ee ea (J 

¿ SBS=SNJ*BNSNFOSSS?5wNS¢ (J (¿SB$3$1SOSYS/%SH%k!#; (J) ESBSHe (J 
¿$B2C$ (S?NOz (Մ(25853515՞ sear $r; }SCSFSSSkKSNSGSY% E Hök! # (J) 
ESBSr$t$1$?FbeQS, !"$=$N; E; VSKAJEVSISKSNSGS9O! #2 (J 

¿SB#W¿ (J ¿$B!a¿ (J ¿SB#A!&#B¿(J ¿$Bla¿(J |¿$SB#A¿(J||¿S$SB#B¿ (J|¿SB#cło#s (J ¿SBt#a¿ (J 
E$B$D$^$J; E; V$H$Ś$$Š&Ś$N$O!"!V?J$s$@5WN%!W$H!"¿ (J 

¿SB!V2CS (S$?NOSN?JS$SsS@J)8-4@.J, !WSN@QSASHSDSSS (S*S9! #2 (J 
(gSBS@$+$i%3%5%S%s8S,SDS/!#z (J) 


3. )¿SB>2Sr*%b%C%sWS$,S1S9SkSHS-!"¿ (J 
¢ SBNOSO>2S$KBPS$7SF<PSaSK2C$ ($*S$9S, !"z 

s n (ՏԵՑ eke pP s 
¿SBS3SNSHS-SbSCSW!JSNLS¿ (J) ¢SBSrFOS+S9SNSKS7$?;E;vSO!"¢ (J 
¿SB%Sb%*C%$W$SN?JS$Ss$Q@5wN%¿ (J (ESBNLz (J) ¿SBSH$b%$C%$W$K2CS ($ 2NOSN¿ (J 
¿SB>2J)8-@.J,¿ (JU (¿SBNL¿ (J) ¿SBSN@QSKSJSKSNSGS9!#¿ (J 

¿SB!V%$b%$C%SWS$K2C$ ($?NO$N>2J}8~@.J, !WSHSSSESNS, ¿(J 

| 25888. ¿SB#c#o#s;¿ (J ¿SB#a¿ (J չՏ8ՏՋՏ"ՏՉՏյՏ՞Տ91 #2 (J 


V 


-Հ 


ESBFD@QSHSSS&SNSOITRI} SNSY%S/%HS kSN8~$— $r4p=` $Kz (J 
¢SBFSSDSNSY%/%HSkS, S=SN8~S—-SKBPS7SF3 (J 
ESBSIS1S@S1: er S7SFSSSkSH:¿ (J 
ESBKMSO;WSSS*S9! #2 (J 


< 


¿$B$J$s$+$0$+$j$K$/$$>e$K!"%[%s%H$K%2!<%`$H$O; (J 
¿$B2?$N4X78$b$IJ$/$I$C$F$7$^$$$^$7$?! #2 (J 
ESBSISSS$*S;Ssl#e (J 
ee re eee 

¿ SBM>$ jSKSbG&SSSIS+SCS?SNSGS9! 4. (J 

2 $B9b9; $G=, SCSFSb!"STISSSNOUL#S, S"SKSNS+S0$+SiS:!"3 (J 

ESB! V?t3XSN$?SaSN?t3X! WS@SH;WSCSFSk?MS, ao ` s 
¿SB<dS7SSSGS9!# (J 

¿$B3X9; $G$O3XLd$rI}9-$/M-5!E*$K65$($FM_$7$$$H; W$$$^$; $s$+!#¿ (J 


¿$BD9$/$J$C$F$7$^$$$9$_$^$; $s!#!J$D$$$D$$9b9; ?t3X$X$NE\$J$, !&!&!&!# (J 

ESB! Ke (J 

¿SB>/S7SGSbLrSKN)SFSPS&S1S7SSSGS9!#¿ (J 

-—-MESSAGE FILE 22223 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O066html html 


--MESSAGE FILE 22224 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00067html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [OQ] ¢SB%T%eS"SPSSSISISTSG!<S?SN:nSjJIT}SKSDSSSF3; (B 

Date: 25 Jun 1997 19:42:52 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 29 

Message-ID: <5S5orsbsSb3m@newsl.scei.co.jp> 

References: <0O1lbc805£$1215d380$23ded5ca@pc-nishino.signallight.co.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ZSBSISbSISb!"$4S6$G$9! #2 (B 


<01lbc805£$1215d380$23ded5ca@pc-nishino.signallight.co.jp>¢SBSN5-;vSKS*SSSF¢ (B 
koichi@marry.co.jpzSBS5SsSO=qS-S*S7S?! #2 (B 


Net Yaroze newsgroups message dump.txt 
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>¿ SBSISb! "SKSC$7!<SGS9S3!#; (B 

> 

>as.exezSBSr; HMQS7SE$P%$S%$J%$j$G!<%?$r: nSCSFSSSkSsSGS9S, !" (B 

> 2 $BT%e%"$J%P%$%J%j%G!<%?!J%7%s%\%k>pJs$J$I$r0l@Z4^$^SJ$Š: (B 
>¿$BC1=c$K%G!<%$ S 5 5 Bet ee q G 
ՀՀՏ8ՏԼՏեՏԱՏՇՏ2515ՏՏՏՏԱՏՇՏ7ՏՈՏԵՏՀ|) 

ՀՏԲՏԱՏՇՏՕՏՔՏՏՏՄՏ jo (20952ՏԱԱ՝ Sr; HSESNS, Տ958Տ56Տ:Տ58: (8:-) 25852 (B 
>2SB8=:_!"3 (Bas.exez SBSr; HMQS7$?8eSG! "2 (Bstrip.exe¿$B$r;H$C$F%7%s%N%k>pJs$r¿ (B 
>: $B:0=] $9SkSHSSS$6I)K! $r8+SD51$2SNSG598, !"S3$1S@SHS G!<%?$N:G=ig (B 
>z¢SBSKSISs$+Sh$/So$+SsSISSSbDSNS$, ; DSCSFS7S*SCSFS*S9! #2 (B 
a ee (Bas ¿$B$G$J$/$F¿ (B 14 ¢$B$G$9! #2 (B 

;SBS2SHS ( (SP¢ 


> 


gce ՀՇ test 


¿$B$^$?$0;¿ (B as -o test.o test.s 


> ld -oformat binary -o test test.o 


(2586Եչ (B 


¿$BE 


ny/program/questions/00000 


¿$B$3$1$G¿ (B "test" ¿$B$H$$$&%P%$%J%İ n n$i$1$^$9!#; (B 
¿$B<B:]SN%G!<%?0J30$NA4>pJs$0:0=|$5$1$^$9!#¿ (B 

¿SBEOn4¿ (B ¿$B9d¿ (B (Go 5 go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac. - 
XMascot¿ ՏՅ: —%c%ss%Z!<%s¿(B http://cclub.tutcc.tut.ac. jp/xmascot/ 

1%42 (B43b 

--MESSAGE FILE 22224 END: net-yaroze-usenet/00000003-SCEI/ 

O067html html 


--MESSAGE FILE 22225 START: 


00 
Pa 
Fr 
Ne 
Su 
K? 


Da 
Or 
Li 
Me 
Re 
ws 


Co 


X 


—Newsreader: 


068html.html 
th: 
om: "koichi 
wsgroups: p 
bject: 


chuka.playstation.co.uk!news1.scei.co.jp!usenet 
nishino" <koichi@marry.co.jp> 
laystation.ny.program.questions 
=?1S0-2022-JP ?B?UmU6IFtRXRskQiVUJWULIiVQJSQ1LSiVqJEoLRyE8JT8kT jpuJGpK£SRLGyh 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


=?1S0-2022-JP ?B?GyRCJUEQKIJCRGGyhK?= 


te: 26 Jun 
ganization: 
nes: 36 

ssage-ID: 
ferences: 
1.scei.co.jp> 


NNTP-Posting-Host: 
Mime-Version: 


ntent-Type: 


<Olbc81d1Sab880f60S23ded5ca@pc-nishino.signall 
<01lbc805£$1215d380S23ded5ca@pc-nishino.signall 


1.0 

text/plain; 
Content-Transfer-Encoding: 
Microsoft Internet News 4.70.1161 


1997 01:34:57 GMT 
PlayStation Net Yarouze 


ight.co.jp> 


ight.co.jp> <5orsbs$b3m@ne 


202.213.222.35 


charset=ISO-2022-JP 
8bit 


ESBSISb!"SKSCS7!<SGS9SS! #2 (J 


> ¿S$B$d$C$SOSPSS$SSJS3jS 


¿$BC1=c$J%G!<%?$G$O$J$/!"%F 
¿$I 


¿$ 


14 


¿$ 


o o o 
sSasC% 


(*$G%#%?SNN`Sr;HS&SNS, S9S8SGS;S&¿ (J 


%9%H%sU%S!%S%skS$Sr%3%s 


¿SBS*$7$$SC$9!#; (Jas ¿$B$G$J$/$F¿ (J ld ¿S$SBSGS$9!#; (J 


¿SBS?SHS (SP¿ (J 


> gee G test wc 


¿$B$^$?$0¿ (J as -o test.o test.s 


> ld -oformat binary -o test test.o 


¿SBS3S1SG¿ (J 
¿SB<B:] 


¿S 


B<BSO!": P| Pt 


"test" ¿$B$H$$$&%P%$%J%İŠ, 
SN3G!<%?0730SNA4>pJs$0:0=|$5$1$*S9! #2 (J 


:nSiSls$*Sol#e (Մ 


BS4S&S5Ss!"KhEYS"S4jS, SHS&S4S6SSS*°SOSS!IT>PIK #2 (J 
BSr;H$&I}K!SISSSFSNS, S"SCS?SSSGS9SM! #¢ (J 


(Jobjcopy.exezg SBSUSkKSbDSNSrH/8+S7S°S7SEF!I "3 ( 


> objcopy -O binary test.o test.bin 


-)¿SBS, ¿ (J 


;!<%8%G!<%?Sr:n@. S75F595K$N5G ! "ՏՆԵՆ J%j% (&G%#%?SGSO¿ (J 
B$ASg$CŠHL5M)$+$H!&!&!&!#¿(J 


J 
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éESBSHS9SkS3SHSG! "FIMMSN7k2LS,F@SiS1SkS3SHS,SoS+SjS*°S7S?!#¢ (J 
ESBSRSHS*S:!":rF|SOS3SASiSNI}K!$G%G!<%?:n@.S$7SF!":n6H¢g (J 
ESBSTS?SNSGS9S,!"3 (J1ld ¿$B;H$C$F$G$-$k$J$i$3$1$+$i$O$=$NJ}K!$G¿ (J 
éESBSdSm$&$+SH; WSSSA S9!#!JSISCSAS, SSSSSNS+!"ShS/SoS+S$Ss$SJSSS1SI!" (J 
¿SBB?J, SISCSASGSbSSS$SSsS$SGS7Sg$S&!JGz!K!K;¿ (J 


¢$B@>Ln8y01!JSKSC$7!<!Kz (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


-—-MESSAGE FILE 22225 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O068html html 


--MESSAGE FILE 22226 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00069html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: katsu@softwave.co.jp (=?ISO-2022-JP?B?GyRCNCpKPDFSGyhC?=) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCRmJAUSRDJEYKSiRLISkKbKEI=?= 

Date: Fri, 27 Jun 1997 01:23:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 70 

Message-ID: <katsu$892b19970627012335@news1.scei.co.jp> 

References: <katsu$892b19970623232611@news1.scei.co.jp> <Olbc80b1S0f7dca40$1d318acb@ 
gateway2000.nsl.sphere.ad.jp> <katsu$892b19970625003428@news1.scei.co.jp> <01bc818 
4Sd5cbca20$31318acbh@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 202.228.84.17 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.018 (UNREGISTERED) 


MIKITA wrote. 
>> ee Աա os 
>2 SBS?SHS ($P3j$i$+$J: (B(¿SBDq93$SNSJ$S¿ (B) ¢SB>2Sr%b%C%wsS, $1S9SkSHS-—!"3 (B 
S$ SBNOSO>2SKBP575F <P SaSK2CS ( (Տ՞Տ95, !"¿ (B 
>¿SB%Sb%sC%W!JSNLSSNItJ, ¢ (B) 1 ugo>25KIFOTEK2IS_s75914 (B 
>i SBS3SNSHS-SbSCSW! JSNLS3 (B ee E;vSO!"z ( 
SESBADACENEN7aS=S05uNts (ել Տեն (P) ¢ SBSHSb% C8WSK2CS ( Leone wate 
>¿$B>2J)8-@.J,¿ (B(¿SBNL¿ (B) eSBSN@OSKSISKSNSGS9! #2 (B 
>2SB!VSb%SCSWSK2CS (S$?NOSN>2J)8-@.J, !WSHSSSE&SNS, ¿ (B 
>|¿SB#B¿ (8| ¿SB#c#o#s; (B ¿SB#a¿ (B ZSBSKS"S2$58*S9! #2 (B 


¿SBS3S1S@!<!*!#SoS+SCS?S>!<!JSJSSSHSJS/SQS1SI!K!# (B 
¿SBNOSHJ)8-$N9g@.Q@.J,$C$SF$3SHSC$9SM!*!#$=SNCMSO; (B 
¿SB<B?t$SGI=S5S1SkSH!#¿ (B 
¿SBDk5-BgSN65<xSKSbJ9SS$SFS_S?S1SIF1S8ShS&SJEzS(S@SCS?SCS9!*!#¿ (B 


¿SBƏ9bEDMNJ?¿ (B wrote. 
>2$B!!E(SNJ}8~SNSY%/SHSkSr#Az (B 
>¿$B!!<+J, SNOS!J3Ip4o IKSN$SYS /SH$k$r#B; (B 
> ¿S$SBSHS7S?>19g!SS“S:Fb@QŠr;HSCSF!$FsS$SDSN%SY%S/SHSkSNSJS93QŠr#XSH;¿ (B 
> ¿$B$7$?>19g!$#c#o#s#X$r5a$a$^$9!#; (B 

> ¢SB!C#B!C#c#O#S#XSH! C#A! CSrHf3SS7SFEVS?SjH=DjSrS9Sk! Ի: (B 


éSBS3SNEv$ ?$jH=DjSbS9STSOSA! "3 (B 


2 SB! VE (SNJ}8~%Y%/SHSkKSH<+d, SNJ) 8~3Y%/SHSKSNNOSHJ}8~SN9gG@.@.5, @-Sr¢ (B 
¢ SBHE3S$ 9$k$3S$HSGEVS$?$C$?>1=j! "NOSNNLS, H=CG$G$-Sk! Wz (B 


¿i SBSHSSS&S3SHSISS$@SM!*! ISH; WSESNS@ISISISIK!I #z (B 


MIKITA wrote. 

ee ne 

>¿ SBM>$ jSKSbG&SSSIS+$CS$?7SNSG$9! #¢ (B 

>2$B9b9; $G=, SCSFSb! "SISSSNOUL#S, S"SKSNS+S0$+SiS$:!"z (B 
>z2SB!V?t3XSNS ?SaSN?t3X! WS@SH; WSCSFSk?MS, SHePeb?SSshsasG!"¢ (B 
>2$B<d$7S$$$G$9! #2 (B 

>2$B3X9; $GSO3XLd$rI1}9-$/M-5!E*SK65$ (SFM_S7SSSH;WS$S$°S;SsS+!#2 (B 


Net Yaroze newsgroups message dump.txt 


¿$ 


¿SBBg3XF-3XSb 


BKM$b$=$1$r$: 
ESBIY6/SISSSF2?SNOUL#SDSISSSH; W$$$^$9!#8=$ 
¿SBBgB4S$SGSb!VFb@QSCSFSJSSSQ@SCS?S1!) 
ESBSKSNSM! #Fb@OSrSDS+S (SPSSSSSNS+!<S/$iSSS 
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1<$CSH;WSCSES“*S7S?2!#S$$$8 


Bg3XSKF~$kS$?SaS@$1SNz 
K: #2q<RSGF/SSSFSk¢ 
IWSISSSFSSS&SRSHS, 7k9=S$3 
KS7S+9MS (SFSJSS!#¿ 
H$+S$8ScSJIS/SF!"¢ (B 


B 
B 
B 
B 


anana 


1" 2FSN% (S4SHS+>-Mh3ZSr$7$?S$5 


E$B<t+Jd,$, JY6/$7$?$$$+SiF~Sk$s$@S$CSFSS$$&<gBN@-Sr: #$N9b69; @8SKz (B 


ESB; }SCSFS[S7SSST!#KMSb5!2q$,$S"SC$?Si 
8535 ssT%e!<%?9) ) 3X7OSN!K! #¢ ( 


¿$ 


¿SB9b9; ՏՇՏ5Օ 
¿$B$r$o$c$-$j 


ESBSr65S (SkKSHS—!"S$0!<%SIS+$i65$ (S?Si7y5$$, SSS9SNSHF1S8SG!"¢ ( 
BS3%s%T%e!<%?Sr; HSCSFS3SsSIS3SHS, $G$- SkSsS@ShSH65S ( ՏՉՏ| er 
B9%4q?4$,M0S/SHKMSO;WS$$*S$9!J<B:]% 


¿$ 
¿Š 
;SBS7$s$GS— $? 


> 


Bg3XSK9TS-$2SS!1J3530SG; (B 


B 


I"1VSJSsSGS3S&SJSKkKSNS+!"SJSSSK;HS(S=S&SJSNS+!W (B 
65$ (SFS[$S7SSSH;WSSS*S9!#CNS1SJSS?MSK%S3%Ss%*TSe!<%?¿ 
B 


(B 

B 
Տ21ՀՏ `S+SiS3%Ss%T%Se!<%S ?2SK?F¿ (B 
?MSOB?SSSSS8ScSISSS+SI!K! #?t3X$b01=o0Sd$M!<! #2 (B 


> SBD9IS/SISCSFS7S*SSS9S_S$*S;Ss!#!TSDSSSDSS$9bD9; ?t3XSXSNE\SIS, !&!&!&!#¿ (B 


>¿ $B! K (B 
>¿ $Š 


éSBSb!<SaSASc 


2 SBObEDMNI?$5 


¿SBS3S1S+SiSb 


B>/S7SGSbLrSKN)SFSPS&S1S7SSSGS9!#¿ 


(B 


SaSASc!"LrSKN)SCS$S?SCS9!*!#;¿ (B 


$s!"¿ (BMIKITA¿$B$5$s!"K\Ev$K$I$&$b$"$j$, SH$S&!*!#¿ (B 


ShS$mS7S/SM!*1*1#Ú0J1010#8V¿ (B 


Hundle 
E-Mail 


¿$B 
kat 


A*J<1Rz (B 
su@softwave.co.jp 


—-MESSAGE FILE 22226 END: 


069html.html 


——MESSAGE FILE 22227 START: 
00070html.html 
chuka.pl 


Path: 
From: 
Newsgroups: 
Subject: 
Date: 26 Jun 
Organization: 
Lines: 9 

Message-ID: 


"TPM.CO 


< 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 
Content-Trans 
X-Newsreader: 


ESBSOS8SaSF3 (J 


2 SB=idbE*SJ<A 
¿SB:n@.S7S?¿ 

WINDOWS; ences 
258525Ե5)4055 
¿SBS"SkSNSGS7 


——MESSAGE FILE 22227 END: 


070htm1l.html 


—-MESSAGE FILE 22228 START: 
00071html.html 
chuka.pl 


Path: 
From: 
Newsgroups: 

Subject: Re: 
Date: 27 Jun 
Organization: 


"Taisuk 


pl 
=?1ISO-2022-JP ?B?VELEGyRCJUchPCU/RXkkciROJD4kLOp9SyEhKRsoSg==?= 


pl 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


aystation.co.uk!news1.scei.co.jp!usenet 
' <tpmco@jsn.justnet.or.jp> 
aystation.ny.program.questions 


1997 20:05:17 GMT 
TPM.CO SOFT WORKS 


5ouiltSe4a@newsl.scei.co.jp> 
202.238.45.146 

1.0 

text/plain; charset=ISO-2022-JP 
fer-Encoding: 8bit 

Microsoft Internet News 4.70.1161 


¿$B;22C$7$^$9: (J ¿$B!N¿ (JTPM.COz$B!0; (J 
LdS@S$H;WS&SNSGS9S,!"3 (J 

(JTMD ¿$B%G!<%?$H$+!"; ( aa o ¢SBSISISNCE?HSrz (J 
@3VSk3/35 Sen nee ane 

SW$7SF8432SSSNSCS9S, 1" 8D! <8kEy$, ¢ (J 

Sg$&$+!) CNSCSFSSSkJI}65$ (SF$/S@S5SS!#¢ (J 


ESBSGS9!#¢ (J 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


aystation.co.uk!news1.scei.co.jp!usenet 
e Fukuno" <uni@po.miyako.co.jp> 
aystation.ny.program.questions 
(J 


s 


TMD¿$B%G!<%?FEySrSNS>$S/J)K!!)¿ 
1997 03:25:54 GMT 
PlayStation Net Yarouze 
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Lines: 28 

Message-ID: <5S5ovbs2Sffe@newsl.scei.co.jp> 
References: <5ouiltSe4a@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.30 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS8SaS*S7SF!I"S&SKSGS9¢ (J 


TPM.CO <tpmco@jsn.justnet.or.jp> wrote in article 
<5ouiltSe4a@newsl.scei.co.jp>... 

> ¿SBSOS8SaSF¿ (J չ58:22ՇՏ575՞Տ9: (J ¿$B!N¿ (JTPM.COzSB!0¢ (J ¢SBSGS9! #2 (J 
¢ SB=iJbE* SJI<ALdGS$@SH;WS&SNSGS9S, !"¿ (J 

éESB:n@.$7S?¢(JTMD ¢SB%SG!<%?SHS+!"3 (JImain.o ¿S$BSJSISNCf?HSŠr;¿ (J 
WINDOWS ¢ SBSG%@SV%Sk%/%4SC%3/S$9SkK463PSGz (J 
¿SB%sa%sb%sjJ%S@%s%WS7SF8+S?SSSNSGS9S, !"SD!<ZSkEyS, ¿(J 
ESBS"SkKSNSGS$7$g$&$+!) CNSCSFS$$kJ} 65$ (SFS/S@S5$8$ ! #2 (J 


VV V V V 


Windows: $BSN%=SUSHSJS$i¢z (J 

http://www. forest.impress.co.jp/win8/frame.html 
¿SBSd; (J 

http://www.vector.co.jp 

é SBSISTSrC5$ 9SHS [SHSs$T4VSK9gGS$S$*S9!l#¢ (J 


ESBSASSSW!USPSSSISIS (SGS#SCSHS=SUSHSNS*4+SaSO!"G (J 
http://www.vector.co. jp/vpack/browse/software/sn034987. html 
ESBSNz (7822 SBS (SGS#32?S,S*44+Sal#z (J 


#TPM.COZSBS5SSSSCSF!"SbS7S+S7SFz (JMe $B! &@ (JFANZ SBSHS+SKSGSFS*S$;SsSGS7$?S+!)¢(Jd 


Taisuke Fukuno (uni@po.miyako.co. jp) 

http://sariel.miyako.co.jp/~uni/ 

—-MESSAGE FILE 22228 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O71html. html 


--MESSAGE FILE 22229 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00072htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IFtRXSAbDJEJKI z 9ODJE4DKEogGVELEIBskQiVHITw1lPyROSTO8KCRLJEQ 
kJICRGGyhK?= 
Date: 27 Jun 1997 09:04:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 183 

Message-ID: <01bc82d9$9b53b640$23ded5ca@pc-nishino.signallight.co.jp> 
References: <33B13045.63D57401@inetc.roland.co.jp> 

NNTP-Posting-Host: 202.213.222.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS8SaS*STSEF!"SKSCS7!<SGS9SS! #2 (J 


Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> wrote in article 
<33B13045.63D57401@inetc.roland.co.jp>... 
> ~SB3'S5SsS$OS8SaS*S7SF!">.NSSHSDSE&STS*S9O! #3 (J 


é$B62$i$/Hs>o$K=iJbE* SISHS 3SmSGSDS$*SESSSFSSSkKSNSGSOSJISSS+SH;WSSS*S9S, ;WSS@Zz (J 
LSBSC¿ (J 

S SBSP<ALdS5$; $F$$$2S@$-$°$9!#8=:_¢ (J sample ¿$B$J$I$r;2>H$K¿(J 2D / 3D ¿$B$N¿ (J ob 
ject ¿$B$r¿ (J 

¿SBI=¿ (J 

¿$B< ($9$K4JC1$J:nIJ$r:n$C$F$$$^$9!#¿ (Մ 


C V V V V 


¿SBS3SNCfSG<!SNShS&SK¿ (J model ¿SB%sG!<%?SN=`HwŠ$rS7SFSSSkSHS3SmS,S"S3JjS*S9!#Cf?HŠO; ( 


sample ¿SBS+Si;)S$SCS$FS-S?SbSNSr>/S7JQS ($?$@S1$G$9! #2 (J 


VVGUVVVV 
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> ¢SBS3SN8eSKz (J objectl zSBSKSDSSSFF1S8=hM} Sr9OTSCSFSSSKSNSGS9S, !"S;SCS+S/SGS9SNSGz ( 
J 
> ¢SB%k!<%W=hM}$Gz (J object ¢$BS,A}$ ($?>19gSKSbBP1~$5$; $?SSSH;WSSS$*S7S?S, !"<+J, SG; We 


(J 

> ¿SBSSIUS/HOO0OSGSSSmSSSmSHS?SaS7SFS_S?SNSGS9$, SIS&SbS&S*S$/9TS-S*S$;Ssl#e (Մ 
> 

> ¢~SBL*O@8=:_SNS*S*SGSbF0S—-S$*S9S, !"S3SN5!2qSKSbS&>/S7S-SASSSHS$7S ?SbSNSK=qS$-493 (J 
> ¿SBS(S?SSSH;WSCSFS*SjS“S9!#S*<j?tS$SGS9S,ShS$SmS7S/S*4jSSSSS?S7S%S9!#¿ (J 
> 

> 

> u_long MODEL_ADDR[10]; 

> GsDOBJ2 object0[10]; //¿SBSGS-S1SPS3S1Sr¿ (J 1 eSBSDSK$*S$HS$a$?$$$G 
S9¿ (J 

> GsDOBJ2 object1[10]; //¿$B8=:_$0;EJ}$J$/¿ (J 2 ~SBSDSKSOS1SFSS$S*S9 
¿(J 

> 

> :5817ՇքԱ, !K¿ (J 

> 

> //model ¿$B$N=i4|2=ItJ, ¿(J 

> void model_init (void) 

> { 

> u_long *dop; 

> GsDOBJ2 *objp; 

> int i; 

> 

> MODEL_ADDR[0] = (u_long) (0x800c0000) ; 

> MODEL_ADDR[1] = (u_long) (0x800c3000) ; 

> 

> //for object0¿$B!J0J2<$[$NF1$8$b$N$r¿(J 2 gSB2s=qSSSFSSS*S9!K3 (J 

> dop = (u_long *)MODEL_ADDR[0]; 

> doptt; 

> 

> GsMapModelingData (dop); 

> doptt; 

> Objnum = *dop; 

> doptt; 

> for (i = 0; i Հ Objnum; i++) í 

> GsLinkObject4((u_long)dop, &o0bjectO[i], i); 

> } 

> 

> for (i = 0, objp = objectO; i < Objnum; i++) { 

> objp->coord2 = &Dobject0; 

> objp->attribute = GsDOFF; 

> objptt; 

> } 

> 

> objectO[0].attribute &= ~GSDOFF; 

> object0[0].coord2 = &Dobject0; 

> 

> :5817ՇքԱ, !K¿ (J 

> 

> //model ¿SBSNI=<(ItJ,!J$3S$SNItJ,Sb¿ (J 2 ¿$B2s$[$\F1$8$b$N$r=q$$$F$$$^$9!K¿ (J 
> for (i = 0, op = objectl; i < 1/*Objnum*/; i++) { 

> GsGetLs (op->coord2, &tmpls); 

> GsSetLightMatrix(&tmpls) ; 

> GsSetLsMatrix(&tmpls) ; 

> GsSortObject4 (op, &worldot[actbuf], 14-OT_LENGTH, 

> (u_long *)getScratchAddr (0)); 

> optt; 

> } 

> 

> 


> SHIGERU KOBAYASHI 

> kotobuki@inetc.roland.co.jp 

> http://www.rinc.roland.co.jp/~kotobuki/ 
> 


¿SBS (SCSH!"<! SNSh$&$I46$8SGS$$S$H; WS&Ss$G$9$, SIS&SGS7SgS&S+!)¿ (J 
¿SBSH$j$S"$ ($S:!"<j85$K%3%s%Q0%S%k!&<B9T4D6-$, SUSSSNSG! "@5S7SSS$+3 (J 
¿SBSIS&S+SoS+93jS S;SsS,!&!&!&¿ (U (*_%;) 


#define MAX MODEL 5 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hey web-watchers, 


Where's the PDA newsgroup gone? 
Was it put here by mistake - does this mean we wont get help developing 
for it? 


( 


James (mrfrosty). 
--MESSAGE FILE 2347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01050 


—-MESSAGE FILE 2348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001051 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PDA newsgroup...? 

Date: 27 May 1998 17:44:14 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 41 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6khfsuS$5dol@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 27 May 1998 16:50:15 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA17000 
for <news@playstation.co.uk>; Wed, 27 May 1998 17:49:43 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi James, 
The group was added by accident - and was then removed. 


Watch this space though, once the thing is actually released we'll re-add 
the group them. 


(Incidentally, even in Japan it won't be available until December). 


Paul 


From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: PDA newsgroup...? 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hey web-watchers, 

Where's the PDA newsgroup gone? 

Was it put here by mistake - does this mean we wont get help developing 
fOr It? 


( 


James (mrfrosty). 


Net Yaroze newsgroups message dump.txt 
#define MAX _OBJECT 100 


u_long *MODEL_ADDR[MAX_MODEL]; 
GsDOBJ2 object [MAX_OBJECT]; 


/* ¿SB4X?tSN$W%m%$H%$?%S$S%SWQ@k8@;¿(J */ 
GsDOBJ2 *model_init (GsDOBJ2 *objp, u_long *model_adr)j; 
int model_disp(GsDOBJ2 *objp, Շտք0872 *lobjp); 
/* ¢SBS+SISj>IN, STSFSSSkKSNSGCm0Uz (J */ 
void main (void) 
{ 
GsDOBJ2 *objp; 
int obj_cnt; /* ¿SBI=<($7$?%*%V%s8 
MODEL_ADDR[0] = (u_long*) 0x800c0000; 
MODEL_ADDR[1] = (u_long*) 0x800c3000; 


/* ¢$B=i4|2=2 (J */ 
objp = &o0bject [0]; 
objp = model_init (objp,MODEL_ADDR[0]); 
objp = model_init (objp,MODEL_ADDR[1]); 


/* VsyncezYOL_¢ */ 
for (չչ) 
{ 
/* ¿$BI=<(¿(J */ 


obj_cnt = model_disp(&object[0],objp); 


//model ¿$B$N=i4|2=4X?t¿ (J 


GsDOBJ2 *model_init (GsDOBJ2 *objp, u_long *model_adr) 


{ 
u_long *dop; 
GsDOBJ2 *cobjp; 
int i; 


dop = model_adr; 
doptt; 


GsMapModelingData (dop) ; 
doptt; 

Objnum = *dop; 

doptt; 


for (i = 0, cobjp = objp; i Հ Ob jnum; i++) 


GsLinkObject4((u_long)dop, cobjp, 
cob jptt; 


for (i = 0, cobjp = objp; i Հ Ob jnum; i++) 


cobjp->coord2 = &Dobject0; 
cobjp->attribute = GsDOFF; 
cob jptt; 

} 


objp.attribute &= ~GsDOFF; 
objp.coord2 = &Dobject0; 


¿SB!JC£fN, !K¿ (J 


return cobjp; 


//model ¿$B$NI=<(4X?t¿ (J 
int model_disp (GsDOBJ2 *objp, GsDOBJ2 


{ 


i); 


{ 


*lobjp) 


Page 


S'S/SHAm?te (J */ 


14871 
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{ 

int Ն» 

for (1-0, op = objp; օք Հ lobjp; itt) { 
GsGetLs (op->coord2, &tmpl1s) ; 
GsSetLightMatrix(&tmpls) ; 
GsSetLsMatrix(&tmpls) ; 
GsSortObject4 (op, &worldot[actbuf], 14-OT_LENGTH, 

(u_long *)getScratchAddr (0) ); 


optt; 
} 
return i; 


} 


ESBS 3SsSISbSsSGSIS&SGS7$g$&!) 2 (J 

¿SBS+SJS$S3j>JN, STSFSSSKSNSGS3SNS*S*SGSO!"S3%3stO%SSkKSb<BITSb; (J 
ESBSGS-SISSSGS9!#8=:_!":n@. S5SS1ISFSSSk%=!<S9SKIUSIB-S$946S885G3 (J 
ESBFOS+S7SFSbS$i5S (SkSHBg>f£IWSGSOSISSS+SH; WSSS*°S9! #3 (J 


ESB@>Ln8y01!JISKSCS$7!<!Kz (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


-—-MESSAGE FILE 22229 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O72html html 


--MESSAGE FILE 22230 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00073htm1l.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] =?iso-2022-jp?B?GyRCSiM/dCROGyhK?= TMD 
=?iso-2022-jp?B?GyRCJUchPCU/JES5SJPTwoJESkRCQkKJEYDKEo=?= 

Date: Tue, 01 Jul 1997 23:35:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 53 

Message-ID: <33B915AC.1E52E5C1@inetc.roland.co.jp> 

References: <33B13045.63D57401@inetc.roland.co.jp> <01bc82d959b53b640S$23ded5ca@pc-ni 

shino.signallight.co.jp> 

NNTP-Posting-Host: 133.111.200.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


2$B>.NS$G$92 (J 

> ¿$B$O$8$a$^$7$F!"$K$C$7!<$G$9$%!#; (J 

¿SBSOS8SaS*S7SF!#¿ (UReply ¿SBS$S"Sj$, SHS&$4S6SSS*S7S?!#BgJO?46/S/;WS$SS“S9¿ (I (^^) 25812 
(J 


> ¿SBS(SCSH!"<!SNSh$S&SJ46S8SGSSSSSH;WS&Ss$SGS9%, SIS&SGSTSg$&S+!) ¿(J 
> ¢SBSHS5S"S ($:!"<785SK%3%S%O%SSSk! &<BIT4DE—-S, ՏՄՏՏՏԱՏՇԼ"0557ՏՏՏՀչ (J 
> ¿SBSIS&S+SoS+$S3jS“S;SsS, !&!&!&e(T(*%_%;) 


¿SBS$SHSjS"S$ ($:@>Ln$5$sSK65$ (SFSS$?S@SSS$?ItI, $rDI2CS7SFL5; ve (J compile ¢$BSG$-S$kShz (J 
ESBS&SKSIS5S*°S7$22 (Im(_ _)mz $B! #3 (J 


¿SBS7S+S7SSS/SDS+ITL@SJEQ@S,=PSFS-SFS7S%$S$SS“S79?!#?=$S7LuS"$jS$S“S;SsS$S,SbS&>/S7Ta (J 
¿SBS$S@S1S*43jSSSSS?S7S“S9!#¿ (J 


> objp.attribute &= ~GsDOFF; 
> objp.coord2 = &Dobject0; 


ESBS3SNS*S*SGS9SHz (J compile ¿$B$9$k;~$K<!$N$h$&$J¿ (J error չՏ8Տ, Լ-Հ(Տ5Տ1ՏԲՏ7Տ-ՏՏՏ՞Տ 
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7 (J 
¿$B$?!# (J 


main.c:540: request for member `attribute' in something not a structure 
or union 

main.c:541: request for member `coord2' in something not a structure or 
union 


¿$B$=$3$G!"$0o$1$b$0o$+$i$:0J2<$N$h$&$K=q$-49$ ($?SH$3Smz (J error ¿$B$O0=P$J$/$J$j$^¿ (J 
ES$BS7$?!#S7$+$7!"K\EVSNSHS3SmSOA4S/M}2rSGS-SFS*S4S*°S;Ss!#e (J 


objp[0].attribute &= ~GsDOFF; 
objp[0].coord2 = &Dobject0; 


/* VsyncezYOL_¢ */ 
for (;;) 
{ 
/* ¿$BI=<(¿ (J */ 
obj_cnt = model_disp (&0bject [0],objp); 


VVVVVYV 


} 


¿SŠB$3S1SO¿ (J main ¿$B$NCf$NL58B¿ (J loop ¢$B$G2s$7SFSSSkSHS3Sm$KSS$S1SkKSbSNS@SH; WS&SNS 
G$9¿ (J 

2585, ! "; (JMODEL ¿SBS4SHSKI=<(SN¿ (J ON/OFF ¿SBS$Sr7h$aS?S$SS$S>19g$KSOSISNSh$&SKS9S1SPS$Sh$mS 
7$$¿ (J 

:SBSG575g585+1#0JA05O¿ (J OT ¿SBSKEPO?S9SkSHS-SK>19gJ,S1S7SFSSS?SNSGS9S, | "ՏՅՏԱՎՇՏԱչ (J 
¿S$SB>19g$GS$SOA4S$FS$N¿ (J object ¿$B$,¿ (J OT ¿$B$KEPO?$5$I$k$N$G$7$g$&$+!#¿ (J 


¢$B8=>uS$GSbI=< (SOSSS1ISKSNSGS9S, !"SJS<S+OJAOSKHfSYSFIi2YS,=ES/SJSCSFS$S7S SCS?¿ (J 
¿SBShS&SG!"S+SJSJ%S3%S“MnSAS7SFS7S SCSFSSSkShS&SGS9!#;¿ (J 


¿SBSJSK$+5$$r$DS1$F%SAS'SC%/$S7SFS_SkSYS-SHS3$SmSJSIS"Sj$2S9SG$7Sg$&S+!# (J 
—-MESSAGE FILE 22230 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
073html.html 


--MESSAGE FILE 22231 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00074htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IFRNRBskQiVHITwW1POVSJHIkTiQ+JC 9IKFUShISkbKEoO=?= 
Date: 1 Jul 1997 17:40:58 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 8 

Message-ID: <5pbffaSt97@newsl.scei.co.jp> 

References: <5ouiltSe4a@newsl.scei.co.jp> <S5ovbs2Sffe@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSOS 8S aS*STSEI"S&SKSSSs! #2 (J 

¿SBAaB.¿ (J BZi$B!JI%S!<%:!) !K% (SGS#S2SrSASESSSM! <ZISTSFS_S*$7$2!#%*°S7%S81S1r; H$C$F; (J 
éSBS$$??M4VS$0$3!<S£!<SNSK%>%/%>%/S9SKSDSNSGSISM! #3 (J 

ESBS"S IS, SHS&S4SOSSS*STS?2L#E (J 


TPM.CO mailto:tpmco@jsn.justnet.or.jp 


—-MESSAGE FILE 22231 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
074html.html 


--MESSAGE FILE 22232 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00075html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IFtRXSAbDJEJKI z 9ODJE4DKEoGVELEIBsSkQiVHITw1lPyROSTO8KCRLJEQ 
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kICRGGyhK?= 

Date: 2 Jul 1997 01:51:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 108 

Message-ID: <01bc868bS$076ea880S23ded5ca@pc-nishino.signallight.co.jp> 
References: <33B13045.63D57401@inetc.roland.co.jp> <01bc82d9$9b53b640S$23ded5ca@pc-ni 
shino.signallight.co.jp> <33B915AC.1E52E5Cl@inetc.roland.co.jp> 
NNTP-Posting-Host: 202.213.222.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb!"SKSCS7!<SGS9SS! #2 (J 


> ¢SBSOS8SaS*S7SF!#z (JReply ¢$B$"$ 5S, SHS&S4S6SSS*°S7S?!#BgGIQ?46/S/;WSSS$*S$9¢ (7Մ(՞՞) ESB! 
#2 (J 

> 

> ¢~SBSHSJS"S ($:@>Ln$5S$s$K65S (S$F$$$?S$S@SSS?ILJ,SrDI2C$7SFL5;v¿ (J compile ¢$B$G$-SkS$h¢ ( 
J 

> ¿$B$&$K$J$J$^$7$?; (Um (_ _)mz $B! #¢ (J 


¿SBS=S&SGS9S+S!!"ShS+$SCS?SGS9SMS'!#S*LrŠSKN)SFSFS&S1S79SSGS99S%¿ (T(*e!2%) ESB! He (J 


> ¿SBS7S+S7SSS/SDS+ITLQ@SJEQS,=PSFS-SFS7S“SSS“S7S?!#?=ST7LuS"SjS%S;SsS,SbS&>/STa (J 
> ¿SBS@S1S*4jJSSSSS?S7S“S9!#¿ (J 


ESBS[SSS[!ASS! #2 (J 


] 
> objp.attribute &= ~GsDOFF; 
> objp.coord2 = &Dobject0; 


> ¢SBS3SNS*S*SGS9SHz (J compile ¿$B$9$k;~$K<!$N$h$&$J¿ (J error ¿$B$,I=<($5$1$F$7$^$$$ 
“$73 (I 


> ESBS?! #2 (J 

> 

> main.c:540: request for member ‘attribute’ in something not a structure 
> or union 

> main.c:541: request for member ‘coord2' in something not a structure or 
> union 

> 

> ¿$B$=$3$G!"$0o$1$b$0o$+$i$:0J2<$N$h$&$K=q$-49$ ($?SHS3$mz (J error ¿$B$O=PSJS$S/$J$3jS ¿ ( 
J 

> ¿$B$7$?!#$7$+$7!"K\EvV$N$H$3$m$OA4$/M}2r$G$-$F$*$J$^$; $s!# (J 

> 

> objp[0].attribute &= ~GsDOFF; 

> objp[0].coord2 = &Dobject0; 


[A] 
ESBS (SCSH!"S3S1SO<!SN@bL@!J?7#C8@81F-LgShSjH4?h!KSr8+S1SPSoS+$jJS S9!# (J 


ESB! c%atsSPli;;;R!dé (J 


¿$B1i;;;R¿ (J ՀՏԲՇԵԼԸ:չ (J 
ee 2 SB9=BSBNJQ?t<BBVSNSaSs%P$r; XDj$9Skz (J 
> -» ¿ $B9=B$BNJQ?t$r%]%$%s%?I=8=$7$?7$H$-$N%a%šs%P$r;XDj$9$kė (J 


E SB$H$$$&$0$1$G!"¿ (J objp ¿$B$0%]%$%s%?$G¿ (J GsDOBJ2 ¿S$B9=BS$SBNJQ?t$r%$]%S%Ss%S?I=8=;¿ (J 
éESBS7S?SbSNSHSHSiS (SkSH! "S=SNSaSs%PSr;XDJSISkKSKSO; (J 


> objp->attribute 
> objp->coord2 


¿SBSHS7SJS1S1$SPSJSiSJSSSoS1$GS9SM!#SbS7S/SO!"¿ (J 
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(*objp) .attribute 


> 
> (*objp) .coord2 


¿SBSHS9S1SPS@SSS8SgS&SVSGS9!#¿ (J 


[Q] 

>> /* VsyncezYOL_¢ */ 

>> for(;;) 

>> 

> > /* ¿SBI=<(¿(J */ 

>> obj_cnt = model_disp (&0bject [0],objp); 

>> } 

> 

> ¿S$SBS3S1SO¿ (J main ¢S$BSNC£SNL58Bz (J loop z¢SBSG2s$7SFSSSkSHS3SmSKSSS1SkSbSNS@SH;WS&S 


NSGS9¿ (J 

> :SBS, 1"; (JMODEL ¢ SBS4SHSKI=<(SNz (J ON/OFF zSBSr7h$a$?$S$>19gSKSOSISNShS&SKS9S1SPSh$S 
m$7$$¢ (J 

> :SBSGS75g585+180JA05O:¿ (J OT ¿SBSKEPO?S9SkSHS-SK>19gJ,$1S7SFSSS?SNSGS9S, !"S3SNNcCSNz 
(J 

> ¢$B>19gSGSOA4SFSNz (J object ¿$B$,¿(J OT ¿$B$KEPO?$5$I$k$N$G$7$g$&$+!#¿ (J 


[A] 
ESBS=S&SGS9SM! "A4SFSNz (J object ¿SBS,¿ (J OT ¢gSBSKEPO?S5SSISFS7S*SSS“SO! #2 (J 


iSBS*SHSa$F=i4 | 2=! &EPO?=hM} $7$?SSSHSNS3SHSQ@SCS?SNSG!"2 (J 
éSBMQOUS5S1$?#2SDSNSb3GSk%G! <3 ?Sr$*SHSaSF ! "SRSHSDSNSbDSGSkSHS$7SF¢ (J 
¿SB=hM)S7S?SSSHSSS&S3SHS@SH;WSCSFSSS?SNSGS9S, !"0c$&SNSGS7SgS&S+!)¿ (J 


ESBSbS7S+S7SF! "S3S1SCSFNcS ($P! !"!V$SW%1%$%$d!<!W$H!V%$ (S3M%_!<!WSHSSS&AJH?S9Ske (J 
¿SB%sb%*G%k$Sr#2S$SDS“SHSaSFEPO?=hM)$7S?SSSHS$SSS&S3SHSQ@QSCS?SNSGS7SgS&S+!)¿ (J 


[ 

> ¢~SB8=>uSGSbI=< (SOS5S1SkSNSGS9S, !"SIS<S+OJAOSKHFSYSFIi2YS,=ES/SISCSFS7S*SCS?¢ (J 
> ¿SBShS&SG!"S+SJSJ%$3%*MnSAS7SFS7S“SCSFSSSkShS&SGS9!#;¿ (J 
> 
> 


¿SBSJSK$+5$S$Sr$DS1$FSAS'SC%$/S7SFS_SkSYS-SHS$S3SmSJSIS"$j$*S9$SGS7$gS$&S+!#¿ (J 


[A] 

¿SB$&!<S$Ss!"$=S&$GS$S9S+Š!!#¿ (J 
ESBS=!<S9A4ItGR8+$7$?So0S1SGSOSITSSSNSG! "SISSSHSbSSS ($^$;$s$M$'!#¿ (J 
¿SBOJAOSh$j$b%$b%$G%$k%$G!<%?$,J#; (!J$]%jJ%4%Ss?tS,A)ŠS (S2SHS+!KSKSISCS?SHS+!) ¢ (J 
¿SBSH$3j$"S$ ($:!"8=>uSGSOA4BNSNGDO.$, $GS-SFSISSSNSG! "S$b$7S$+$9SkSH¢ (J 
£$B%]%j%4%s%k!<%ASSOT30SNItJ, $G6%33%1SFSk$+Sb$7$1$%S; SsSh! #2 (J 


¢$B@>Ln8y01!JSKSC$7!<!Kz (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


—-MESSAGE FILE 22232 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
075html հեռու 


--MESSAGE FILE 22233 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00076htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "koichi nishino" <koichi@marry.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IFtRXSAbDJEJKI z 9NJE4DKEogGVELEIBskQiVHITw1lPyROSTO8KCRLJEQ 
kICRGGyhK?= 

Date: 2 Jul 1997 03:42:04 GMT 

Organization: PlayStation Net Yarouze 

Lines: 148 

Message-ID: <01bc869a$38b1e740$23ded5ca@pc-nishino.signallight.co.jp> 

References: <33B13045.63D57401@inetc.roland.co.jp> <01bc82d959b53b640$23ded5ca@pc-ni 
shino.signallight.co.jp> <33B915AC.1E52E5C1@inetc.roland.co.jp> 

NNTP-Posting-Host: 202.213.222.35 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISb!"SKSCS7!<SGS9SS!l #3 (J 


ESBSHSIS"S (S$: ! "GSOUSNSD%GSKSNI=< (չ (J ON/OFF ¿$B$,$G$-$k¿ (J 
ESBShS&SKS IS 5$=SEST3 (JT (%_*%;) gSBSNSrinSCSFS_S*°S7S?! #3 (J 


ESBSHS5S"S (S$:!":#2sSbItJ, 4=!<S9STSNSG! "OJAOSHF1S8ShS&SKz (J 
¿$B$4<+J, $GDI2C! &=S$@5S7SFS4MxMQS/S@S5SS! #32 (J 
ESBSbSTITETIGS, $J$1$I1$P!"%=!<%9AW$C$F$$$?$@$I$k$H!"; (J 

¿ SBSbSCSH40A4SJBP1~$, $GS-Sk$+$bz (J (^_^; )¿$B$7$1$^$; $s!#¿ (J 


/* ŁSBSb%G%kI=<(¿ (J ON/OFF ¿SBBP1<HG¿ (7 */ 


#define MAX_MODEL (5) 
#define MAX_INMODEL_OBJECT (100) 
#define MAX_OBJECT (1000) 


u_long *MODEL_ADDR[MAX_MODEL]; 


/* ¢ESB%b%GSk4IM} 3G!<%?9=BSBNz (J */ 
typedef struct { 


unsigned char disp_sw; /* gSBI=<(S9SSSCSAE (J */ 
unsigned char obj_cnt; /* ESBS*SVS8S'S/SH?tzZ (J */ 
GsDOBJ2 obj [MAX_INMODEL_OBJECT]; 


) DspMODEL; 


/* ¿SB%$b%G%$k4IM)%$G!<%?; (J »/ 


DspMODEL aDspModel [MAX_MODEL] ; 

/* ¿SB4X?t$SN%SW%m%$H%?%S$%SWQ@k8@¿ (J »/ 

int model_init2(DSpMODEL *pDspMdl, u_long *model_adr) ; 
int model_disp2(DspMODEL *pDspMd1l) ; 


/* ¢SBS+SISj3>IN, S7TSFSSSKSNSGCmOUg (J */ 


void main (void) 
{ 
ae model_ent; /* ¿SB%b%G%k?t¿(J */ 
tar obj_ent; /* ¿SBI=<($7S?%*%V%8%'%/s*HAm?t¿(J */ 
DSpMODEL *pDspMd1; /* DspMODEL¿SB9=BSBN$XSN$]%S%s%?¿(J */ 
int i; 


/* ¿SB%b%G%k%G!<%?SN%S"%I%1%9S$r;XDj¿ (J */ 
MODEL_ADDR[0] = (u_long*)0x800c0000; 
MODEL_ADDR[1] = (u_long*) 0x800c3000; 


/* ¿SB%$b%sG%k?t$r;XDj¿ (J */ 
model_cnt = 2; 


/* չՏ8-14|2-չ (J */ 
pDspMdl = &aDspModel [0]; 
for (i=0;i<model_cnt; i++) 


{ 


model_init2 (pDspMd1,MODEL_ADDR[i]); 
pDspMd1l++; 
} 


/* VsyncezYOL_¢ */ 
for(;;) 
{ 
/* ¢SBI=< ($^SGSK3F%b%G%kŠNI=<(%9%$%C%A$r=$@05$7$F$/$@$5$$¿ (J */ 


/* ¢SBNcS (SP! "#2HVL\SNSbSGSk$rHsI=< ($K$7$?$$>19g¢ (J * / 
/* > pDspMdl = &aDspModel[1]; * / 
/* > pDspMdl->disp_sw = 0; */ 
/* ¿$B$H;XDj$7$F$/$0$5$$; (J *7 
/* pDspMdl->disp_sw = X */ 


/* X = ( 0 : ¿SBHsI=<(¿(J , 1 : ¿$BI=<(¿(J ) ¿$B$H$J$C$F$$$^$9: (J 
ան 
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/* ¿$BI=<(¿ (J */ 

obj_cnt = 0; 

pDspMdl = &aDspModel [0]; 
for (i=0;i<model_cnt; i++) 


{ 


if (pDspMdl->disp_sw) /* ¿SBI=<(%9%$%C%A%SA%'%C%/¿(J »/ 
{ 
obj_cnt += model_disp2 (pDspMdl) ; 
} 
pDspMdl++; 


//model ¢$BSN=i4|2=4X?tz (J 
int model_init2(DspMODEL *pDspMdl, u_long *model_adr) 
{ 

u_long *dop; 

GsDOBJ2 *cobjp; 

int i; 


dop = model_adr; 
doptt; 


GsMapModelingData (dop) ; 


doptt; 

/* ¢SBS*$VS8S'S/SH?tSrsbsGSk4IM}%G!<S?SKI]B8¢ (J */ 
pDspMd1l->obj_cnt = *dop; 

doptt; 


for (i = 0, cobjp = pDspMdl->o0bj; i Հ pDspMdl->obj_cnt; itt) 
{ 

GsLinkObject4((u_long)dop, cobjp, i); 

cob jptt; 


for (i = 0, cobjp = pDspMdl->o0bj; i Հ pDspMdl->obj_cnt; itt) 


cobjp->coord2 = &Dobject0; 
cobjp->attribute = GsDOFF; 
cob jptt; 

} 


/* ¿SBI=<(%9%$%C%ASr$ŠHS$jS"S(S:¿ (J ON ¿$B$K$9$k¿ (J */ 
pDspMdl->disp_sw = 1; 


/* ¿SB"-$S3S1SCSFSJSKSdSCSFSKkSN!)¿ (J */ 
pDspMdl->obj->coord2 = &Dobject0; 
pDspMdl->obj->attribute &= ~GsSDOFF; 


¿SB!JC£fN, !K¿ (J 


return (0); 


//model ¿$B$NI=<(4X?t¿ (J 
int model_disp2 (DSpMODEL *pDspMd1) 
{ 


GsDOBJ2 *op; 

int i; 

for (1-0, op = pDspMdl->obj; i < pDspMdl->obj_cnt; i++) 

{ 
GsGetLs (op->coord2, &tmp1s) ; 
GsSetLightMatrix(&tmpls) ; 
GsSetLsMatrix(&tmpls) ; 
GsSortObject4 (op, &worldot[actbuf], 14-OT_LENGTH, 

(u_long *)getScratchAddr (0) ); 

optt; 

} 


return i; 
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} 


¿SB@>Ln8y01!JS$KSCS7!<!K¿ (J 
koichi@fa2.so-net.or.jp 
koichi@marry.co.jp 


-—-MESSAGE FILE 22233 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
076html html 


--MESSAGE FILE 22234 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00077html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kato <kato@outback.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJVULJyUkJT8layVVJSElcyU/JITghPBsoSg==?= 
=?iso-2022-jp?B?GyRCJESkRCOQKJEYHSkBvVRi 4hSxsoSg==?= 

Date: Fri, 11 Jul 1997 02:28:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 64 

Message-ID: <33C51BC9.118F@outback.co.jp> 


References: <5mock4$a3n@newsl.scei.co.jp> <339029E2.2888@super.win.or.jp> <Smp 
s5SrSbna@newsl.scei.co.jp> <19970602002754bo0wy@t3.rim.or.jp> <3391AC6B.4ED3@super.wi 
n.or.jp> 


Reply-To: kato@outback.co.jp 
NNTP-Posting-Host: 202.215.181.29 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


Hiroaki Suzuki wrote: 


2$B!!SH8@S&;VvSO!"I} 2 (J3202SBSN%9SW%i SS SHSHBASESNSOSASOS 3<B8==PMhSKSNg (J 
LSBSGS7Sg$&$+!) | ¥NkSr$D$1$?2G-$5$s$N39%1SCSISHF1S8MMSK!"; dSbz (J 
¿SB%9%W%1%S%H%5%S%;SO%F%/%9%A%Sc$Z!<%8SN:GBgI)SGS"Sk; (J2562 SBSISCSHS*SGz (J 
ESBSISNS@SH; WSCSFSSS*S7S?! #2 (J 


£$B!t<+A0SGSdSCSFSkSH$+!) չ (J 


VV VV V V V 


¿$B; d$O; (UGsSPRITE¿S$SB$r#28DJ, 3NJ] S7SFS*SSSFSdSCSFS*S9Sh! #3 (J 
$B; dSO0T2<SNShHS&$IT%$2S9%/SrS"SPSCSASTS*SO! #3 (J 


void KabePut (void) 


{ 
GsSPRITE Sp0, Spl; 


SpO.attribute = s_wk00; 
Sp0.cx = 0; 


Sp0.cy = 480; 
Sp0.u = 0; 

Sp0.v = 0; 

SpO.w = 160; 
Sp0.h = 240; 
SpO.mx = 160; 
SpO.my = 120; 


Sp0.scalex = ONE; 
Sp0.scaley = ONE; 
Sp0.tpage = 12; 
Sp0.r = 0x80; 
Sp0.g = 0x80; 
Sp0.b = 0x80; 
Sp0.rotate = 0; 
Sp0.x = 0; 

Sp0.y = 0; 


Spl.attribute = s_wk00; 
Spl.cx = 0; 

Spl.cy = 480; 

Spl.u = 32; 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 
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> Spl.v = 0; 

> Spl.w = 160; 

> Spl.h = 240; 

> Spl.mx = 0; 

> Spl.my = 120; 

> Spl.scalex = ONE; 
> Spl.scaley = ONE; 
> Spl.tpage = 13; 

> Spl.r = 0x80; 

> Spl.g = 0x80; 

> Spl.b = 0x80; 

> Spl.rotate = 0; 

> Spl.x = 0; 

> Spl.y = 0; 

> 

> for(;;) { 

> GsSortSprite(&Sp0, ActBuffPos, 10); 
> GsSortSprite(&Spl, ActBuffPos, 10); 
> v_wait (1); 
> } 

> ) 


v_wait;$BSCSFSJISs$GS$9S+!)¢ (J 

by ¿$B3+H/#59f¿ (J 

--MESSAGE FILE 22234 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O077html.html 


--MESSAGE FILE 22235 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00078htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Hiroaki Suzuki <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJVULJyUkJT8 layVVJSElcyU/JTghPBsoSg==?= 
=?iso-2022-jp?B?GyRCJESkKRCOQkKJEYHSkBvRi 4hSxsoSg==?= 

Date: Fri, 11 Jul 1997 02:33:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 71 

Message-ID: <33C51CE6.1430@outback.co.jp> 

References: <5mock4Sa3n@newsl.scei.co.jp> <339029EF2.2888@super.win.or.jp> <5mp 

s5rSbna@newsl.scei.co.jp> <19970602002754bo0wy@t3.rim.or.jp> <3391AC6B.4ED3@super.wi 

n.or.jp> <33C51BC9.118F@outback.co.jp> 

NNTP-Posting-Host: 202.215.181.23 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


kato wrote: 

Hiroaki Suzuki wrote: 

ESB! !SH8@S&;vSO!"I}¢ (J320: SBSNS9SWSI1SSSHSH8ES&SNSOSdSOS j<B8==PMhHSKSN; (J 
ESBSGSTSgS&S+!) !#NkKSrSDS1S$?G-S5SSSN%9S1SCSISHF1IS8MMSK!";dSb; (J 
ESBS9SWS1iSS%SHS5%SS%:SOSFS/S9SASCEZ!<S8SN:GBgI}SGS"Sk¢e (JI256¢SBS1ISCSHS*SGz (J 
ESBSISNS@SH; WSCSFSSS*S7S$?! #2 (J 


ESB! t<+A0SGSdSCSFSKSHS+!)¢ (J 


VV V V V V V 


¿$B; d$O¿ (JGSSPRITE;: SBSr#28DJ, 3NJ] $7SFS*SSSFSdSCSFS*S9Sh! #3 (J 
¿ $B; dSO0J2<SNShS$&S$IT%7$9S/SrS"SPSCSASTS*SO #3 (J 


void KabePut (void) 
{ 
GsSPRITE Sp0, Spl; 


SpO.attribute = s_wk00; 
Sp0.cx = 0; 

Sp0.cy = 480; 

Sp0.u = 0; 

Sp0.v 0; 

SpO.w = 160; 


VVVVVVVVVVVVVV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV VV 
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>> Sp0.h = 240; 

>> SpO.mx = 160; 

>> SpO.my = 120; 

>> Sp0.scalex = ONE; 
> > Sp0.scaley = ONE; 
>> Sp0.tpage = 12; 
>> Sp0.r = 0x80; 

>> Sp0.g = 0x80; 

>> Sp0.b = 0x80; 

>> Sp0O.rotate = 0; 
Տ» Sp0.x = 0; 

>> Sp0.y = 0; 

> > 

>> Spl.attribute = s_wk00; 
>> Spl.cx = 0; 

>> Spl.cy = 480; 

>> Spl.u = 32; 

>> Spl.v = 0; 

>> Spl.w = 160; 

>> Spl.h = 240; 

>> Spl.mx = 0; 

>> Spl.my = 120; 

> > Spl.scalex = ONE; 
>> Spl.scaley = ONE; 
>> Spl.tpage = 13; 

>: > Spl.r = 0x80; 

>> Spl.g = 0x80; 

>> Spl.b = 0x80; 

>> Spl.rotate = 0; 
>> Spl.x = 0; 

>> Spl.y = 0; 

> > 

> > for(;;) { 

> > GsSortSprite(&Sp0, ActBuffPos, 10); 
>> GsSortSprite(&Spl, ActBuffPos, 10); 
>> v_wait (1); 
> > ) 

> > ) 

> 

> v_wait¿SBSCSFSJSSSGS9S+!)¿ (J 
> by ¿$B3+H/#59f;¿ (J 


éSB3+H/8*9fS5SsSGS9S+! #3 (J 

éSBS4L5:;BASTSFS*S9! #2 (J 

v_wait;$BSCSFSJISs$G$9S+!)¢ (J 

—-MESSAGE FILE 22235 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
078html html 


--MESSAGE FILE 22236 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00079htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Hiroyuki Itoh" <pirowo@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: BMP; S$BSU3%) !<%*%C3H65$S (SF2<S$5$S$!#3 (J 

Date: 13 Jul 1997 09:04:54 GMT 

Organization: ¢$BF|K\% (%$%5!<3t<02q<Rz (J 

Lines: 11 

Message-ID: <0Olbc8f£6b$d0021000S$25ac84d2@pirowo.so-net.or. jp> 
NNTP-Posting-Host: 210.132.172.37 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB$3SsSKSASO!*!*¿ (J 


¿SB<ALd$G$95, !"#B#M#P%U%!%$%k!J#4%S%C%H%+%i!<!KŠN; EMM$r>\$7$/CN$J$?Š$ŠN$ŠGŠ9Š, ¿(J 
ESB! "SISIS?S+65S (SFSSS?S@S1ISISSSGSTSgGS&St! #2 (J 


ESBSb$7$/S$0!"; GNASTSISOSIS&SASCSFF~<jSGS-SkSNSGS7S$gS$&S$+!#¢ (J 


¿S$SB0J>e!"59S7S/%9*%*4jSSS7S S9!#¿ (J 
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—-MESSAGE FILE 2348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01051 


—-MESSAGE FILE 2349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001052 

Path: chuka.playstation.co.uk!news 

From: "Pete" <Hanno@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: 27 May 1998 17:17:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01bd8993$0d872380$973663c3@default> 

References: <6k9209Shca2@chuka.playstation.co.uk> <01bd8724534412960Sba3b63c3@defaul 
է» <6kd19uShca21@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-54-151.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Heh? As I understand it the maximum baud rate is, at least for my modem, 
> 56Kbps! Yes I know that requires data compression techniques but it is 
the 

> modem that does all that and not the software! Even without the data 

> compression modems can go up to 33.6Kbps. 2400bps is back in the dark 
ages 

> of modem communications! 

> Also, even if your modem is only a 28.8Kbps one the computer can still 
> communicate with it at speeds much higher like 115.2Kbps. In fact most 
modem 

> manufacturers recommend this port speed setting for their modems. 

> All modem data compression routines for PC modems at least are built into 
> the modem. The software 'talking' to the modem does not need to be 
concerned 

> about the compression except to tell the modem to use it or not with 
special 

> commands. 

> 

> Regards, 

> JohntT 


Cheers for enlightening me, I guess my book's a wee bit out of date as far 
as modems are concerned. 


Pete. 
—-MESSAGE FILE 2349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01052 


—-MESSAGE FILE 2350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001053 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Wed, 27 May 1998 13:34:11 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <356c1585.28700057@news.scea.sony.com> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
39006421@news.scea.sony.com> <6kgigrS$levé6é@chuka.playstation.co.uk> <356b9bla.8180112 
@news.scea.sony.com> <6khObg$lev8@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-120-37.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Flame war, flame war, call out the firetrucks... [LOL] 
O.k., I will inquire as to the nature of his exact dilemna when he 
returns from E3, and we shall see what happened. 


Hope you never do corrupt your registries, because it is a problem 
that has few solutions if you've not planned ahead. Of course, perhaps 
the registry repairer with Win '98 solves this problem, which is 
probably why they added the program. 
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-—-MESSAGE FILE 22236 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
079html html 


--MESSAGE FILE 22237 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00080html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCIUoLUSUSIJTM1cyFLJUE41LLSE8IVwhPCVJIJESkKRCOKJEYhS jNaNG8bKEo 
=?= 


=?1SO0-2022-JP?B?GyRCJDgkYyRKJC8kRiFLGyhK?= 
Date: 14 Jul 1997 14:41:12 GMT 
Organization: PlayStation Net Yarouze 
Lines: 30 
Message-ID: <01bc9063$ec014700S45088bcb@gateway2000.nsl.sphere.ad.jp> 
NNTP-Posting-Host: 203.139.8.69 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB%W%m%0%i%`$H$O2?$N4X78$b$J$SS<ALd$G?=$7$o$1$"$j$2%$S;Ss!# (J 
¢ SB2HSG; HSCSFSS$S$k; HSCSFSSS$k%—!<%3\!<SISN; v$GS9! #2 (J 


¿i $B; GSO#GHAFTHEFWHAFY #2 #0 #FOFOSNSQ%=%33%SSr; HSCSFSSSKSNSGS9S, 1": (J 
ESBS—-!<3\!<SIS,$GS+S$9S .SF4ySKS*S5S*°SiSTSSSNSG!"S-!<%\!<SIS@S1¢ (J 

¿ $B; THNIJSN>.S5SSSNSKGcSSBXS ($*$7$?!#SHS3SmS, $3SN%$—-!<%3\!<SISO¢ (J 
2SB!VSASKS@!We (J 

ESBS, SGSISSSNSGSO! #2 (J 

ESBSISIiSSSPS, O-SSSNS@SH; WSS! "#W#i#n#d#o#w#s1UBOSN%SI%SiSSSPSrSSSmSSSmə8 (J 
¿$B;n$7$^$7$?$, !"¿ (J 

ESB40A4SKOLCWSISkKSHSNSOS"Sj5S*S;SSSGS7S?! #2 (J 
ESBS*S?S3SN%—-!<%S\!<SISOBFOQG=SiS$7S/!I"SVSiSSSISbSOSCS-S$5S7$%S;Ss¢ (J (TUV 
product service ¿$B$i$7$$¿ (J) ¿SB!#¿ (J 
ESBN"LLSNCm0U=q$-Sb1081SG$7$?! #2 (J 

éSBS3SNLGBjSN<j$,$+S 5SKSISjS=S&ESTSHS3$mSrH4?hS7SFS_SkSHz (J 


This device complies with part 15 of the FCC Rules. 
Made in Taiwan R.O.C. 


¿SBSH=q$SS$SSFS"SjS“S7S?!#¿ (J 
¿SB%-—!<%N!<SISN%$ISi%SSŠSPSrF2<j$9S$SkJ)K!!"S%$?$O%S-!<%N!<%SISr%$+%$9%?%%SSŠ¿ (J 
¿$B%:$9$kJ}K!!"¿ (J 
¿SBS3SNS-!<%N!<%$ISKS$SDSSSF?4EvS?2$3jSNJ)$O2?2$+65$ (SFS/S@S5SS! #3 (J 
¿SBS*4jSSS7S“S9!#¿ (J 

// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 22237 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O80html.html 


--MESSAGE FILE 22238 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00081html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: Re: =?iso-2022-jp?B?GyRCIUolUSU9JTMlcyFLJE41LSE8JVwhPCVJJESkRCQkJEYhSJjNaNG8 
bKEo=?= 
=?iso-2022-jp?B?GyRCJDgkYyRKJC8kRiFLGyhK?= 
Date: Tue, 15 Jul 1997 01:23:53 +0900 
Organization: PlayStation Net Yarouze 
Lines: 43 
Message-ID: <33CA5299.75221A83@ga2.so-net.or.jp> 
References: <01bc9063Sec014700S45088bcb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 210.132.188.221 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


o-mikita wrote: 

E$B$^$?$3$N%-!<%\!<%I$OBfOQQ@=$i; (15zSBS/!"SVSiSsSSISbSOSCS-S$5S7S%*S; S52 (JT (TUV 
product service ¿SBSiS7SS¿ (J) ¿SB!#¿ (J 

ESBN"LLSNCm0U=q$-Sb1081SGS$7$?! #2 (J 

¿SBS3SNLdBjJSN<jS$S, S+SJjJSKSJSjJS=S&SJSHS3SmSrH4?hS7SFS_SkSH¿ (J 


This device complies with part 15 of the FCC Rules. 


Made in Taiwan R.O.C. 


VVVVVVVV VV 


¿SBSH=qS$SS$SFS"SjJS2S7S?!# (Մ 


FCC Rule ¿S$BSCSFSNSO3NS+EF5S5!4oA4HLSN;EMMSGS9ShSM!#¿ (J 
ESBSDS*SF4AXT8SIST! #2 (J 


R.O.C.¢SBSCSFSNSO3NS$+!V@jNN2<SN!WSHSSS&OUL#E! #2 (J 
ESBS3S1SbD4X78SIS7T! #2 (J 


ESBS*S:!1"S-!1<S\!<SISOz (J101¢g$BS—-!<%\!<SISGS9St+z (J? 106¿$B%-!<%\!<%I$G$9$+¿ (J? 104? 1 
092 
ՀՏ87049:1"1570495-1ՀՏ,Յ8: Տ7յՏ՞Տ9Տ-Հ: (J? 


ESBS1SiSS%PS02?Sr; HSCSFSSS*S9S+3 (J? 


ESBSG!"SASkKSES, =PSISSSCSFSNSO! "SISNOLCVSN%—!<SNS3SHSGS9S+3 (J? 
Backspace; $B$+$i:8SK; (J4z;SBSDSaSN%—-!<¢ (J ("0") ~SBSNS3SHSGS9S+3 (J? 
2 SBS=S1SHSb!":8SKz (JU2;SBSDSaSN$-!<; (U ("*") g SBSNS3SHSG$9S+43 (J? 
Shift¿$B$r2!$5$:$KIaDL$K2!$7$?7$H$-$K$02?$, =P$^$9$+; (J? 

é SBAOSK; HSCSFS$$?%-!<%\!<SISHF1$8%—!<SGSO=PSISSSNSGS9St+¢ (J? 


106¿S$SB%-!<%SN!<%ISG%SASk%SQ@Sr=P$9$JSi!" (J 
Backspace¿$B$+$i:8$K¿ (JU2¿SBSDSaSN%S-!<¿(J("“")¿SBSr¿ (J 
Shift¿SBSr2!S7SJS,S1i2!S;SP=PSkSH;WSSS*S9S1SI!" (J 
ESBS=S1SGSOSGSISSSNSGS9S$+2 (J? 


ՀՏՑՇՈՕՍ: (J: 
¿$B%-!<%H%C%W$NJ8; Z$O?.MQ$7$F$O0O$$$1$^$; $s¿ (J(¿SB>P¿ (J) 
¢$B?.$8SiS1SkSNSOOLCVSNS_! #2 (J 


Bugbear 

¿SBHu8)¿ (J ¿SB>!Li (J 

bugbear@ga2.so-net.or.jp 

—-MESSAGE FILE 22238 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
081html.html 


--MESSAGE FILE 22239 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00082htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?I1SO-2022-JP?B?GyRCIUOLUSUSJTM1cyFLJE41LSE8JUVwhPBsoQg==?= 
=?1SO-2022-JP?B?GyRCJUUkkSyREJCOkKRiFKM1o0byQ4JGMkSiQVJEYhSxsoQg==?= 

Date: Tue, 15 Jul 1997 01:27:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <5qdlraSo38@newsl.scei.co.jp> 

References: <01bc9063Sec014700S45088bcb@gateway2000.ns1.sphere.ad.jp> 

NNTP-Posting-Host: 210.132.144.169 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


"o-mikita" <o-mikita@po.tama.or.jp>z¢SBS5SsSO=q$—-S*S7S?!#¢ (B 
>¢$B; THNIJSN>.S5SSSSNSKGcCSSBXS ($°$7S$?! #SHS3Sm$, $3SN%-!<%\!<SISOz (B 
>¢SB!IVSASkS@!We (B 
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>2 SBS, SGSISSSNSGS$9! #2 (B 


¿ŠSB%A%Sk%Q!J¿ (B ~ ¿$B!K$O!"; (B101z2$B1081%—-!<%\!<%ISN>19g!"?t; zSNz (B[1]¿$B%-!<!J%F; (B 
¿SB%s%-!<S$S8Sc$SJSSS[S&!KSN:82#SKS"SjS“S9!#!J¿ (81062585-1ՀՇՂԱՀՏԼՏՇՏՏՏՏՃՀ (B 
¿SBH>3Q¿ (B/¿$BA43Q%-!<$NOLCV$G$9$M!#!K%7%U%H%-!<2!$7$F$+$i2!$9$H=P$^¿; (B 
2SBS$9!#z (B106¿$BF |K\81%-!<%\!<%I$N>19g$0!"IaCJ; H$CSFSISSSNSG>\$7$/SJz (B 
¿$B$$$1$I!"; (B[¿$B$X; (B]¿$B%-!<$H!"%7%U%H%-!<2!$9$H=P$?$0$:$G$9!#; (8 


ESBS—!<%\!<SISISiS$SPSHS$SCSFSb! "4pK\E* SKSOS$3$Nz (B2 $B$D$@$1$7$+$I$$; (B 
ESBSGSIS+Si!"SISASIS+$G=PSkSH;WS$$*$ol#e (B 


¿$B$"$H!"¿ (BIME¿$B$O¿ (B offi $B$K$7$F$*$/$3$H$ÞbI, MW$G$9!#!1$H$$$&$+$?$A$NO0c¿ (B 
ESBS&SNS,=PSFS/SkKSNSG! #¢ (B 


¿SB%-!<%N!<%I@_Dj$O¿(B Win95zSBSN>19g!"¢ (B[¿SB%3%s%H%m!<%k%P%M%k¿(B] -> [¿$B%-!<; (B 
¿$B%\!<%I¿ (B]-> [¿$B>pJsė (B]¿$B$GJQ99$G$-$^$9!#; (B 


1012$B1081%-!<%\!<%ISHSSS&SNSO!"z (BMAC¿$B$GŚ$$&¿ (BASCII¿SB%$-!<%N!<%ISNS$S3SH; (B 
2SBSGS$9!#¢ (B106: $BF |K\81%-!<%\!<$I!Jg (BJIS¿$B%-!<%\!<%I!K$O; (B[¿ SBJQ49; (B] [¿ SBL5JQ49 
i (B] 
(25858515, 579:525457շ (B] [2 $B$mz (B] [2 $B!0z (8) ¿SBSN; (B5¿SB$D$N%-!<$, IUS12CSOSCSFSk! #87 
$+2(B 
¿SBSbS=$1$S@S1SGSOSJS/!"¿(B():[]=¿SBSHSSSCS?5-9fSNOLCVSŠ,¿ (B ¢ 
¿SBSFSk!*¿ (B ¿SBSJSsSGS=S$SsSJS3SHSrS9SkSsS@!<!#S[S+SKSb%7%SU%SH%-!<;HSC¿ (B 
¿SBSFF-NOS9Sk5-9fSO>1=j$, OcSCSFS?S4S9Sk! #2 (B 


¿S$SB;d$O!"¿ (B106; $BF|KN81%-!<%$N!<%I$r!"¿(B101¿$B1O081%-!<$N%$I%i%S$S%PSG;HSC$FS ¿ (B 
¿SB$9!#F|KN81%-!<%N!<%I$C$ŠFF|KN$KS7S+$JSSSG$S9$S+SiSM!#$7S+$7%-!<¿ (B 
¿SB%H%$C%W$K=q$SSFS"$k5-9fSH$:S1$FS7S2S&SNSO:SS$j<T!#¿ (B 


LUNO radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/-dqb00718/ 
--MESSAGE FILE 22239 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
082html.html 


--MESSAGE FILE 22240 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00083html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.questions 


Subject: =?1SO0O-2022-JP?B?UmU6IBSkOQiFKJVELPSUZIXMhSyROJSOhPCVcITw1SSRLJEQKIJCRGIUoObKEOo 
=?= 


=?1SO-2022-JP?B?GyRCM1o0byOQ4JGMkSiQVJEYHSxsoSg==?= 
Date: 15 Jul 1997 14:46:57 GMT 
Organization: PlayStation Net Yarouze 
Lines: 51 
Message-ID: <01bc912dSe467e060S44088bcb@gateway2000.ns1.sphere.ad.jp> 
References: <01bc9063Sec014700S45088bcb@gateway2000.nsl.sphere.ad.jp> <33CA5299.7522 
1A83@ga2.so-net.or.jp> 
NNTP-Posting-Host: 203.139.8.68 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


FCC Rule zSBSCSFSNSO3NS+EE5$5 ! 4oA4HLSN; EMMSGS9ShSM! #2 (J 
2SBSDS*S44X78SIS7! #2 (J 


R.O.C.¢SBSCSFSNSO3NS$+!V@jINN2<SN!WSHSSS&OUL#E! #2 (J 
ESBS3S1SbD4X78SIS7T! #2 (J 


¿SBS%*S:!"%S—!<%N!<%SISO¿(J101;¿$B%$-!<%N!<%SISGS9S+¿ (J? 106¿$B%S-!<%N!<%SISGS9S+¿ (J? 
04? 109? 
¿$BIJQ49!"L5JQ49%-!<$,B8:_$7$^$9$+; (J? 


ESBS1SiSS%SPS02?Sr; HSCSFSSS*S9S+3 (J? 


VVVVEFVVVVV VV VV 
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ESBSG! "SASkS@S, =PSISSSCSFSNSO! "SISNOLCVSN$—!<SNS3SHSGS9S+4+¢ (J? 
Backspace; $B$+$i:8SK; (J4z;SBSDSaSN%—-!<¢ (J ("0") ESBSNS3SHSGS9S+3 (J? 
¢£SBS=S1SHS$b!":8SKz (J2¿SBSDSaSNS-!<; (J ("*") gSBSNS3SHSGS9S+¢ (J? 
Shiftz$SB$r2!$5$:SKTaDL$K2!$7$?SHS-SK$02?S,=PS$*S9S+2 (J? 

¢ SBAOSK; HSCSFS$$2?%-!<%\!<%ISHF1S8%-—!<SGSO=PSISSSNSGS9$+4+¢ (J? 


1062 $B3—!<3\!<SISGSASkSQSr=P$9STSi! "32 (J 

Backspace; $B$+$i:8SK; (J2;SBSDSaSN%—-!<¢ (J ("*") ¢SBSr¢ (J 
Shiftz$B$r2!S$7SJIS,$i2!5;SP=PSkSH;WSSS*S9S1ST!I"3 (J 
ESBS=S1SGSOSGSISSSNSGS$9S+2 (J? 


ՀՏՑՇՈՕՍ: (J: 
¢SB%—!<SHSCSWSNJ8; z$0? .MOSTSFSOS$S18%S;Ss3z (U(¿SB>P¿ (J) 
¢£$B?.S$8SiS1SkSNSOOLCVSNS_! #2 (J 


Oo VVVV VV VV VV VV VV V 


SBS&!<S* !#4X78S"S48S°S; $s$G$7$?$+!#>pJs$K$J$i$J$/$F$9$$$^$;$s!#¿ (J 


ESBHELEOFESHSSS&ESASDSGSASCSFS_S?SHS3Sm!"#BHESSNSOSO2Z#SK! "3 (JI~ SBS, S"S3jS%S7¿ (J 
:$B$?!#¿ (J 

ISB11SHSJSCSFSSSKSNSG!"5SSES-SAS;SsSGS752?!#?=S7LuSJSS!&!&!&!#; (J 
ESBSASJS_SK#BHSSN#3SD:8!1T#0!1ISN%-!<SK!"3 (Jv SBSH=QSSSFS"S5S*S78S25,!"3 (J 
¢$B$3$1SOLrSKN) $C$F$^$; $s! #%1%iSSSPSKShSCSFSO; HS (SkSNSGS9$, !"¿ (J 

ESB: #EYSO!wS,=PSI$S/SISCS?S5S7SFBLL\SGS7$?! #2 (J 
¿S$B40A4$K01CW$9Sk%ISiSS%SP$OS"$j$*S;Ss$GS7S?$, !"¿ (J 
ESB7KOI!"#L#EOFESHSSSESNS, 01HV6aSS$S$h$&SG$9!#=u8@$"Sj$, SHSES4SESSS*S72 (J 
:SBS?!#3 (J 

2 SB: #8eSb$h$m$7$/$*45$$$7$°S9! #3 (J 


¿SB!t$S3SsSJSK?'!9$SJ%S-!<%N!<%SIS,S"SkSHSOCN$SjJS$S*$;SsSGS7S?!# (J 
E$BS—-!<%S\!<SI6H3&!T!) !K$N87$7$5$rCN$J$^$7$?!#¿ (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 22240 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O83html.html 


--MESSAGE FILE 22241 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00085html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.questions 


Subject: =?1ISO0O-2022-JP?B?UmU6IBSkOiFKJVELPSUZIXMhSyROJSOhPCVcITw1SSRLJEQKJCRGIUoObKEOo 
=?= 


=?1ISO-2022-JP?B?GyRCM1o0byOQ4JGMkSiQVJEYHSxsoSg==?= 
Date: 15 Jul 1997 14:58:51 GMT 
Organization: PlayStation Net Yarouze 
Lines: 47 
Message-ID: <01bc912fS8e4c8080S44088bcb@gateway2000.ns1.sphere.ad.jp> 
References: <0O1bc9063S$ec014700S45088bcb@gateway2000.nsl.sphere.ad.jp> <5qdlraSo38@ne 
wsl.scei.co.jp> 
NNTP-Posting-—Host: 203.139.8.68 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SŠB%A%k%@!J¿ (J ~ ¿$B!K$O!"; (J101;$B1Q081%-!<%N!<%ISN>19g!"?t;zŠN¿(J[1]¿$B%-1<1J%F¿ ( 


¿SB%s%-!<S$S8$c$JSSS[$S&!KS$SN:82#SK$"SjSA$9!#1!J Á (T1062 $B%$-!<%SN!<%IS$GSSS$S&¿ (J 
¿SBH>3Q¿ (J/¿$BA43Q%-!<$NOLCV$G$9ŚM!#!K%7%U%H%-!<2!$7$F$+$i2!$9$H=P$^; (J 
¿SB$9!#;¿ (106; SBF|KN81%-!<%N!<%I$N>19g$O!"TaCJ;H$CS$SF$J$S$SN$G>N$7$/SJ¿ (J 
¿SB$S$1SI!" (JU[¿SBS$SX¿ (J] ¿SB$—-!<$H!"%7%USH%-!<2!$9SH=P$?SOS$S:$GS9!#; (J 


¿SB%$-!<%N!<%IT%I%i%SSPSHS$SCSFSb!"4pKNE*$K$OS3SN¿ (J2zSBSD$@S1$7$+$JI$$¢ (J 
¿SBSGS99+$i!"SISASi1S+SG=PSkS$SH;WSSS S9!#¿ (J 


VVVVVVVVVOUV VV 


ESBS"SH!"¢ (JIME¿SBSO¿ (J of £2 SBSKS7SFS*S/S3SHSb1,MWSGS9!#!1SHSSS$&S$+S$?SASNOc¢ (J 


Net Yaroze newsgroups message dump.txt Page 14885 
> ¢SBS&SNS,=PSFS/SkSNSG! #2 (J 
ESB! &!&!&8+; VSKSES*SSS1S*S7$?! #2 (J 


Վ ¿SB%$-!<%N!<%I@_Dj$O¿(J Win95¿$B$N>19g!"¿(J[¿$B%S3%s%šH%m!<%k%P%M%k¿(J] -> [¿$B%-!<; ( 

: ¿S$SB%N!<%I¿(J]-> [¢$B>pJsz (J] zSBSGIQ99SGS$-S*S9! #3 (J 

Í 101¢$B1Q81%-!<%\!<%ISHSSS&ESNSO! "3 (UMAC¿ $SBSG$S$SS$&¿ (JASCII¿$B%-!<% 1. ՏԱՎ 

> ¿$B$G$9!#¿ (J106z$BF|K\81%-!<%\!<% ioe Gore: $B%-!<%\!<% TIKSO¿ (J ¿SBJQ49; ¿SBL5JQ 

e tere S j O Ա Աե 
¿ 


> ¿$B$b$=$1$@0$1$G$0$J$/!"¿ (I() :[]=¿$B$H$$$C$?5-9f$NOLCV$, ¿(J ¿SB%-!<¿ (J1zSB8DI,$:$1¢ 


> ¿$B$F$k!*¿ (J ¿$B$J$s$G$=$s$J$3$H$r$9$k$s$@!<!#$[$+$K$b%7%U%H%-!<;H$C¿ (J 

> 2 SBSFF~NOS9Sk5-9fS0>1=48, OcSCSFS?$4S9Sk! #3 (J 

> 

> 458: 501": ( 7106: ԱԱ ԱԱ ՈՄԱ n 5 aac Մայն 
- լ ! L (J 

> TISBSH%šC$WSK-qSSSFS"Sk5-9£SHS:S1SFS7SASSSNSO:SS3J<T!#; (J 

> 

ESB=u8@SK=>$$!"SSSm$$Sm$d$SCSF$_$*$7$?!#!1$, :GBgSN6J<TSGS$7S?!#S, !"¿ (J 


¿$B2?$H$+; H$ (Sk%šI%Si%$SSP$,So$+$j$2$7$?!##1#0#6$SH$SS&E[$GS7S?!# (J 
¿SBS*S+S2SG%sASk%@S,;HS(SS9!#; (I~~~ 
¿SB=u8@S"SjS, SH9&S4S6S$S2S7S?1#S3S1S+SiSbS$ShSmS7$/S*4j$SS7S“S9!1#¿ (J 


#2 SB40A4SKOICWS9SKSTSISSSPSOS"S5S*S; SSSGST7TS?! #3 (J 
¿SBBE6 (SbBg; v! "$šH$$$&6571$G$7$g$&!&!&!&!#¿ (J 

// 
// OMO MIKITA 
// 

// 


o-mikita@po.tama.or.jp 


—-MESSAGE FILE 22241 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O85html.html 


--MESSAGE FILE 22242 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00086html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?ISO-2022-JP?B?GyRCIUolUSU9JTM1lcyFLJE41LSE8JVwhPBsoQg==?2= 
=?1SO-2022-JP?B?GyRCJUUkkSyREJCOkKRiFKM1o0byQ4JGMkSiQVJEYhSxsoQg==?= 

Date: Tue, 15 Jul 1997 00:02:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <kamon$21c519970715000209@news1.scei.co.jp> 

References: <01bc9063Sec014700S45088bcb@gateway2000.ns1.sphere.ad.jp> 

NNTP-Posting-Host: 210.136.1.30 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLGSGS9! #2 (B 


"o-mikita" <o-mikita@po.tama.or.jp> wrote: 

>: $B; dSO#GHAFTHEFWHAFY #2 #0 #0 FOSNSQS=S3S5SSr; HSCSFSSSKSNSGS9S,!"¢ 

>¿SB%S-!<%N!<%IS,SGS+S9S.SF4ySKS*S5S ” S1SJ$SSSNSGI"S- 1<%N!<%IS@S1l¿ 
>¿ $B; ENT: e n Ա ԱՐ me աաա 1 0 
>¿$B!VŽA%k%@!W (B 
ՀՀՏՑՏ, SGSISSSNSGS$9! Ք. (B 


www 


¿$B!!4X78$J$$$+$b$7$1$^$; $s$, !"KM$N%-!<%\!<%I$G$O; (BShift +02 SBSGSOSASKSAS, =P; (B 
ՀՏ8Տ: 1": 55 n Աա ԱԱ ՀԱԱ ԱՏ 5 Աա s 
pine (BA; SBS -!<SK; 

¿SBSO%"SC% s ԱԱ ԱՆԱՆՅԱՆ ԱՆՏ ՏԱՆ ՆՆ 
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B 
ESBSISISMS'! #SISs$GS@Sm! #2 (B 
¿SB!I!NIS+SCS?Si;nS7SFS_SF2<S5SS!# ( 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


= 


--MESSAGE FILE 22242 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
086html.html 


--MESSAGE FILE 22243 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00087html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC ?=) 

Newsgroups: playstation.ny.program.questions 

Subject: Q:00090000=?1S0O-2022-JP?B?GyRCJCskaSROJSIISSVsJTkkTzt ITVEDKEI=?= 
=?1SO0-2022-JP ?B?GyRCMkQkRyQ5JCshKRsoQg==?= 

Date: Thu, 17 Jul 1997 09:08:10 +0900 

Organization: Freaks Factory 

Lines: 29 

Message-ID: <freak$93b819970717090810@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.225.68 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿SBSIS&Sb!"S*5WSGS9¿ (B gSBNkSr$D$1$?G-2 (B ¿SBSGS9!#;¿ (B 


¿SBS*S+S2958%SG012hLL%$0%1%U%$#%$C%/1J%9 SWSiSSSH!IKSNI=< (Sb@.8yS7S*°S7S?! #2 (B 

¿SBLdBjSO¿ (B320*2402 S$B%5%$%:¢ (Bl6bit¿ Epes On cose: (20: G9bB.EYSGSbLsS#1#7ICSNE>Awz (B 
¢ $B; ~4VS,1,MWS@SHSSS&; E (B 
2 SBS" SISYSS%ASC!<% %2!<%`SHS$S+SO?ISSS+SbS7S1S“S;SSSM!#¿ (B 


¿SBS=$S1SG!"S3S&SSSCS?%G%+%S%SG!<%?Sr¿ (B80090000¿SB!A¿ (B801ff£f00¿SBSN%"%I%S1%9SKSQGS1¿ 
¿S$B3JG<S9Sk$SNS$SbFqS7S$S/S$JSCS?SNSG; (B00090000¿ SBIAG ( (B001fff00; SBSNS"% 1515 — ԱՆ 
He (B 

¿SB;WSS$SS*S7S?!#¿ (B 

¿SBSHS3SmS, !"¿ (B80090000¿SB!A¿ (B801f£ff00¿SBSNS"%SIS1%S9SK3JG<S7SFSSS?SHS- A 
¿SBI=< ($5$1$F$$$?%]%j%4 ssEyS, < ( (B00090000¿$B!A¿ (B001fff00:;SBSKONS75?SHS?Ss:¿ (B 
¿SBA45/1-<(65515JS/5353S" $7$?!#¿ (B 
¿SB#F#A#OSG%S-Sc%$C%S7%eS$SN8zS$/8zS+SJSSSHSSS&>pJsSOS"Sj$%*$7$?$, !"¿ (B 
¿SBSRSgSCSH$7S$SF!"S3S3$SOSG!<% Reeder ԱՆ ՆԱՐ: Աե ԿՈՆԿ 5 
ESB%aSbSjS*SCZWSISISGSO; HS ($k$h$&$K= qSSSFS"SkShS&SG$9S, !&!&!&2 (B — 


:5807401"ՏՅՏԵՏՏՏԸՏՉԲԵԿՍԲՏԱԾ- v$, $"$C$?$h$&$K;W$$C5$7$?$N$G$9$, 2 (B 
ESB8+EVS?$5$%S; $s$G$7$?!J; dSN5-210cS$S$+SI!Kz (B 


2 SBS 4B8CNSNJI}$, S$SiSCS7$c8$$*$7$?S$i658 (ՏԲԶՀՏՏՏՏՏ՞Տչ !#¿ (B 
ESBSh$m$7$/$*SM$,$$$7$*$9! #2 (B 


¿SBNkSrS$SDS1S?G-¿ (B freak@qa2.so-net.or.jp 


--MESSAGE FILE 22243 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
087html.html 


--MESSAGE FILE 22244 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00089html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: freak@qa2.so-net.or.jp (=?ISO-2022-JP?B?GyRCTmskciREJDEkPOctGyhC?=) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: Q:00090000=?ISO-2022-JP?B?GyRCJCskaSROJSI1SSVsJTkkTxsoQg==?2= 
=? ISO-2022-JP?B?GYRCOOhNUTJEJECKOSQrISkbKEI=?= 

Date: Thu, 24 Jul 1997 04:20:51 +0900 

Organization: Freaks Factory 

Lines: 19 

Message-ID: <freak$93b819970724042051@news1.scei.co.jp> 
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References: <freak$93b819970717090810@news1.scei.co.jp> <5qlqiu$3vn@newsl.scei.co.jp 
> 

NNTP-Posting-Host: 210.132.225.20 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


"Chaochi" <chaochi@da2.so-net.or.jp>¢SBSSSsSXSN#R#E#S¢ (B 
ESBSIS&Sb! "Nk$r$DS1$?G-SGS9!#¢ (B 
ESBHERHEFSS"S 5S, SHS&S4S6SSS*S7S?! #2 (B 
¿SBSdSCSQSj;HS (SJUSSSSSGS9SM!#¿ (B 


>¿SBB>SK$b!"#G#P#USQ0S1%C%$HEy$SGSOS"%TI%1%9$N>e0L#8%S%$C%SH$r;(B0x80;¿SBS$SH7hŠaIU; (B 
¿SBSJ!"2?$GS9SH!A¿(B(; ;) 


> 2 SBS0%i SUS#SC%/ SNE>Aw; ~4VSrC; =L$7$7$SSNS@S"S1SP05=L$9Sk$N$, O1LHVS@SHz (B 
>¿$SB;WSSSAS9S, !"8D?7MSGSO$"S%*S$ 4SKIiC4$, BgS—SSSNSGHS#CHES+$i105=LE83+%i¢ (B 
> $B%$%V%i%j¿ (B 

>¿ $B$G$b8x3+$7$F$/$1I$K$H$&$1$7$$$N$G$9$, !&!&¿ (B 
2 SBS=S&SGS9SHSMIA! #3 (8 


¿SB#R#E#SS"SjS, SH$&S4S6SSS“S7S?!# (B 
¿SB#P#S!"$d$C$OSj%a%$b%j!<>/$J$SSS$SGS$S9!#; (B 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
—-MESSAGE FILE 22244 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
089html.html 


--MESSAGE FILE 22245 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00090html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: [Q] =?iso-2022-jp?B?GyRCOORBfCRyO0QkKOUp9SyEbKEo=?= 
Date: Tue, 29 Jul 1997 22:09:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33DDEB75.7571D090@inetc.roland.co.jp> 
NNTP-Posting-Host: 133.111.200.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBSSSDSbS*@SOCSK$SJSCS$SFS*SjS*S9!">.NSSGS9!#¿ (J 


ESB@hF |H/Gd$5$1$?2 (J Baby Universe ¿$B$G$OJ*BN$rF0$+$7$?8e$K$-$1$$$K;DA|$,;D$k$h¿ (J 
ESBS &SKSISCSFSSSF!"S$3515$, SHSFSb0u>] E*$G$7$?! #2 (J 


2$BS3S1SHF1S8$hS$&$IS$3SHSr<tJ, SGSbSd$C$F$_ShS$&SH$7$?SNS$GS$9S$, !"$I$&$bI}K!$, NI; (J 
¿$B$/J, $+$j$^$; $s!#¿ (J 


¿SB01SDB>SNJ)S+Si65S (SFSSS?2S@SSS?J)K!SHS7SF!"¿ (JGsOtDraw ¿SBSND>A0OSKDL>oF-S$1SFSS¿ (J 
:$B$k¿ (J 

GsSortClear ¿SBSr>JN,$9$k$H<!!9SH=ESJSCSFI=<($5S1Sk!"SHSSS&SN$,$"SjS2AS91#S7¿(J 
¿SBS+S71"S3SNJ)K!$GSOAOSN2hA|S,GvS/SJSkSo$15SGSOS"$3JS25; $SSNSG! "SASGSCSHL\E* 2 (J 

2 SBSHSOOCSCSFS$78*S$S*$9! #2 (J 


¿SBNPKNSr$h$_ $J$, S$i9MS (SkSH! "š$U%1!<%` !&%P%C%US! SNFOMFSrO1LEY%a%$%s! &%asbSjSKz (J 
¢ SBE>AwS$ 7S$F2C9) $7$?8eSKLa$ 9SHSS$$&$ShS$&SJI}K!$r;HS&SNS+SJ!) SH; WSESNSGS9S, STS&z (J 
ESBSbShS/SoS$+$j$*S;Ssl#e (Մ 


¿SBS3SNShS&SJ=hM)Sr9TS&>19gSKSOSISNShS&SKS9S1lSPShSmS7SSSNSGS7SgS&S+!#2?S+;2¿ (J 
¿ SBIMSKS I$ J$=$ &$ T>pIs$GSb9=$$$%*$; Ş$SŞNŞG$h$m$7$/$*4J$$$7$^$9!#¿ (J 


Shigeru Kobayashi 
kotobuki@inetc.roland.co.jp 
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-—-MESSAGE FILE 22245 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O090htm1l html 


--MESSAGE FILE 22246 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00091htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Chaochi" <chaochi@da2.so-net.or.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IFtRXSAbDJEI7REF8JHI7RCQOSSn1ILIRsSoSg==?= 
Date: 29 Jul 1997 16:26:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 
Message-ID: <5rl5jcSbp7@newsl.scei.co.jp> 
References: <33DDEB75.7571D090@inetc.roland.co.jp> 
NNTP-Posting-Host: 210.132.181.86 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


>¢$BS$3SNJ}K!SGSOA0SN2hA| Տ, Gv$/$JSk$0$1$G$0$"$ j$*$; Ss$NSGz (J 
¢SBH>F) L@$Gz (J100%-100%¢SBSG9%$-S$JI?'SN%?%S%kKSGSb=ESMS1SPSSSASrGv$/SISCSF3 (J 
éESBS/S1SKSH;WSSS*S9l#e (J 


>2SBSUS1!<%* !&%PSC%US! SNFOMFSTrOLEYSa%$$s! &%asbS4SKz (J 
>¿SBE>AwS7SF2C9)S7S?8eSKLaS9SHSSS&ShS&SJJ)K!Sr;HS&SNS+SJ!) (J 
¿SB4pKNE*$SK#G#P#USNH>F)L@=hM)$b$*$s$JS8S$ShS$S&SJSDbSNSGS9SM!#¿ (J 
¿SB#V#R#R#A#MS+Si#G#P#UFDSNS1S8%9%?$K0O1EYSG!<%?$r%m!<%SI$7!"2C9)8e:FS$S;(J 
¿SB#V#R#fA#MSXLa$7SFSSSk¿ (J 
ESBSOS:!&!&$@S+SiH>F) L@=hM}$, $+$+SkLL@Q$,A}$ (SkSH=hM}$,=ES/$IS5$°S92 (J 
ESB! 42 (J 


ESBSAScS*SAz (J 


—-MESSAGE FILE 22246 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O91html html 


--MESSAGE FILE 22247 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00092htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] =?iso-2022-jp?B?GyRCOORBfFCRyO0QkKOUp 9S yEDKEo=?= 

Date: Wed, 30 Jul 1997 23:28:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <33DF4F8D.DDBAC611@inetc.roland.co.jp> 

References: <33DDEB75.7571D090@inetc.roland.co.jp> <5rl5jcSbp7@news1.scei.co.jp> 
NNTP-Posting-Host: 133.111.200.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ՀՏ8».ԱՏՏՇՏ9չ (J 
ESBSAScS*SAS5Ss!"z (JReply gSBS"$j5S,SHS&S4S6SSS*S9! #3 (J 


Chaochi wrote: 


> 

> >¢SBSUS1!<%° !&%P%C%US! SNFOMFSrO1LEY%a%$%s! &%aSb%4SKz (J 

> >¢SBE>AwS7SF2C9) $7$?8eSKLa$ 9SHSSS&ShHS&STI}K! Sr; HS&SNS+$I!) 2 (J 

> zSBApK\E*SK#G#P#USNH>F) L@=hM} $b$*SsSIS8ShSESTSDSNSGS9ISM! #3 (J 

> gSBEVERHAHMS+Si#G#P #UFDSNS1%38%9% ?2?SKOLEY%SG! <$?Sr%m!<%IS7!"2C9) Be: FSSz (J 

> ¿SB#V#R#A#MSXLaS7S$SFSSSk; (J 

> ¢$BSO$:!&!&$@S+SiH>F) L@=hM}$,$+$+$kLL@Q$,A}$ (SkSH=hM}$,=ES/S$ISjS*S9! #2 (J 


ESBSISkS [SI!#S3SNN.S1SKSDSSSF; dSJ$SjSK9MS (SFS_S?SNSGS9S, !"0J2<SNShS&SJ=hM} $Gz (J 
ESBShSm$7SSSNSGS7SgSESt+! #2 (J 
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RECT rc; //23B;HS$<NSFz (URECT¿ SB9=BS$BNz (J 
while((1) { //main ~SBSNC£SNL58B; (J Loop 


//2$B;DA|=hM} 2 (J 


setRECT(&rc, 0, 0, 128, 128); //¢SBE>Aw@h6k7ANNOhSNG@_D3j¢ (J 
StoreImage(&rc, (u_long *)0x80090000); 
DrawSync (0); //éSBI,MWSGS7Sg$&$+!) 2 (J 


¿SB!JF)L@¿ (J bit ¿SBSr¿ (J On ¢SBSKS9Sk$?SaSN=hM} ! Kz (J 
StoreImage(&rc, (u_long *)0x80090000); 
GsSortSprite (&bgspr, &worldot [actbuf],3); 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear(bg_r, Եց ց, Եց Ե, &worldot[actbuf]); 
GsDrawOt (&worldot [actbuf]); 


¿SBS3SNCfSG!"CQOS:S+S7SJS,SiFP)LQ@¿ (J bit ¿SBSr¿(J On ¢S$BSK$9$k=hM}$, Sh$S/SoS+S$SiSJSSSNSG 
¿(J 

ԵՏՏ: Վ, (J 

¿$B62$i$/¿ (J for ¿$B$G3:Ev$9$k¿ (J address ¿$B$N3:Ev$9$k¿ (J bit ¿$B$r=g!9$K¿ (J On ¿$B 
SKS$S7SFSSS/SNSQ¿ (J 

¿SBSH¿ (J 

ՀՏՑ:ԱՏՏՏ՞Տ9Տ, !D!#¿ (J 


¿SB:#F|S$Sm$S$mSHSdSCSF$_ Տ2Տ853ՅՏոյ"ՏԱՏՀՏ"Տ(5:Բ0Տ/ՏիտետոտՕտ75)5-5752Տ5, !"HOF) ¿ (J 
¿SBL@¿ (J Bit ¿S$BSN=hM])S,=PMhSF$SSJSSS?Sa!"LNE*S$SNF0:nS$SN<B8=SK$O; J$C$F$$$^$; $s!#¿ (J 


¿SB$S3SN7oSK$SDSSSF22?S+;29MSKSJSj$S=S&SJ>pJsSJSIS"$jS2$S72SiSh$mS$S7S/S*43)SSSSS?; (J 
¿$B$7$^$9!#¿ (J 


¿SB!tS$SfSCS/SJSJS,S12JS_SDSDS"SkSNSGS9S, !"S*S@S*S@z (J C eSBSKSDSSSFS$b=1?4<TS$G$+$J¢ (J 
¿SBS3¿ (J 

¿SB=iJbE*SJSHS3SmSGSDS*SESSSFS7S“S$SS“S9¿(J(“%;) eSB! #2 (J 

—-MESSAGE FILE 22247 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O92html html 


--MESSAGE FILE 22248 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00093html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: [Q] =?iso-2022-jp?B?GyRCOORBFCOIIJE4 jMhsoSg==?= 
Date: Sat, 02 Aug 1997 11:49:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 62 

Message-ID: <33E2A040.A96980EA@inetc.roland.co.jp> 
NNTP-Posting-Host: 133.111.200.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESB>.NSSGS9¢ (J 


2 SBOJA0S3SASi$G<ALd$7$*$7$?;DA|$GS9$, !"STSs$H$+<B8=SGS-$*$7$2!#5*CQS:$+872 (J 
ESBSS8BSjSGSOS"S5S*%S9S, !"SHSIS"S ($:%=!<%9$0$3$s$J46$8$G$9!J4XO"$9$kItJ, $@: (J 
ESBS1SGS9IK! #2 (J 
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short Իթ» 


actbuf = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET *) GpuPacketArea[actbuf]); 
GsClearOt (0,0, &worldot [actbuf]); 


//2$B;DA|=hM} 2 (J 
setRECT(&rc, 0, 0, 128, 128); //~SBE>Aw856k7ANNOMSN@_Dj¢ (J 
StoreImage(&rc, (u_long *)0x80090000); 


for( p = 0x80090000; p < 0x80098000; p++ ){ 
*p = *p | (1<<15); 
} 


SetRECT(&rc, 320, 256, 128, 128); //¢SBE>Aw@h6k7ANNOhSNG@_D3j¢ (J 
LoadIimage(&rc, (u_long *)0x80090000); 


//2$B;DA|MQz (J bgspr ¿$B$NEPO?¿ (J 
GsSortSprite (&bgspr[2], &worldot [actbuf],4); 


// i SB%N%s%V%m%C%/4X?t$N=*N;BT$ŠA;¿ (J 
DrawSync (0): 


//Ł¿$B?bD>F14|3da$j9~$_$rBT$D¿ (J 
VSync (0); 


// E $B%R%V%Žk%P%C%U%!$N@Z$İJBX$ (չ (J 
GsSwapDispBuff(); 


GsSortClear(bg_r, Եց ց, bg_b, &worldot [actbuf]); 


//GPUz SBSKIA2h$r3+; 0$5$; $kz (J 
GsDrawOt (&worldot [actbuf]); 


} 


é$BS3$1$G8eSOF) L@SNz (J bit ¿$B$rN)$F$?¿ (J Sprite ¿$B$rGX7JMQ$KR@_DJ$7$F$$$^$9!#$7$+$7 
ոչ (Մ 
¿SBSHSj$S"S (S:SGS-S?SDSNSNSSS/SDS+LdBj$,=PSFS-S$S2S7S?!#¿ (J 


1) ¿$B$3$NJ}K!$GIA2h$9$k$H¿ (J 128 * 128 ¢SBS/SiSSSNBg$-S$5$r=hM}$9SkJd, SKSOSSSSSNz (J 
¿SBSGS9S, !"$=$1$rD6$ (SkSH$"$—-$iS$+$K=hM}$, DISSSD$+$JIS$/SISCSFS7TS*SSS*S9l #3 (J 


2) ¿SB:#SNSHS3SmS$S3S1SGF0S$SSSFSSSkShS&SGS9S, !"¿ (UStoreImage ¿SBSJSISNSN%S$s%V%m%sC%/¿ (J 
¿$B4X?t$N=hM}=*N; $OFC$K46CN$7$J$/$H$ÞBg>fIW$J$N$G$7$9g$&$+!#¿ (J 


¿SB<+J, $G;WSSIUSSS?J)K!SH$7SFSOS3SNMMSJ46S8SJSNSGS9S, !"SbSCSHS$SSSSJ)K!SJSI¿ (J 
¿$B$"$J$^$7$?7$i$h$m$7$/$*4J$$$$$7$7$^$9!#¿ (J 


Shigeru Kobayashi 
kotobuki@inetc.roland.co.jp 


-—-MESSAGE FILE 22248 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
093html html 


--MESSAGE FILE 22249 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00094htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IFtRXSAbJEI 7REF 8JD0kTiMyGyhK?= 
Date: 2 Aug 1997 03:11:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <0Olbc9ef1$c194e980Sab62d9ca@seryu.ba.mbn.or. յք» 
References: <33E2A040.A96980EA@inetc.roland.co.jp> 
NNTP-Posting-Host: 202.217.98.171 
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-Matt 


--MESSAGE FILE 2350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01053 


--MESSAGE FILE 2351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001054 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! :( 

Date: Wed, 27 May 1998 19:40:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6khmn7Slev9@chuka.playstation.co.uk> 

References: <6kbkavS$hcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
39006421@news.scea.sony.com> <6kgigrS$levé6é@chuka.playstation.co.uk> <356b9bla.8180112 
@news.scea.sony.com> <6khObg$lev8@chuka.playstation.co.uk> <356c1585.28700057@news.s 
cea.sony.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


> Flame war, flame war, call out the firetrucks... [LOL] 
:) I want to start peace negotiations! <G> Who's your envoy? ;) 


JohnT 


—-MESSAGE FILE 2351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01054 


-—-MESSAGE FILE 2352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001055 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Analogue Controller Calibration? 

Date: Wed, 27 May 1998 19:55:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <356C619D.1372E523@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I read on the web pages that if the software is to 
support analogue input, then there "should" be 
facilities to enable the user to calibrate the 
controller (for sensitivity, etc). 


So why can I NOT calibrate my dual shock (analogue) 
controller in Gran Turismo then? 


OK, so there are facilities there for neGcon. But 
I don't have a neGcon, so that doesn't affect me. 
But I thought that the stipulations stated covered 
all analogue input. 


jc *confused* 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB>.NSSGS9¢ (J 


2 SBOJAOS3SASi$G<ALd$7$*$7$?;DA|$GS9S, !"STSs$H$+<B8=SGS-$*$7S$2!#S*COS:$+$7¢ (J 
ESBSS8BS5SGSOS"S5S*%S9S, !"SHSFS"S ($:%=!<%9$0$3$s$J46$8$G$9!J4XO"$9$kItJ, ՏԱՀ (J 
ESBS1SGS9IK! #2 (J 


short KDS 


actbuf = GsGetActiveBuff((); 
GsSetWorkBase((PACKET *)GpuPacketArea[actbuf]); 
GsClearOt (0,0, &worldot [actbuf]); 


//2$B;DA|=hM} չ (J 
setRECT(&rc, 0, 0, 128, 128); //¢SBE>Aw856k7ANNOMSN@_Djz (J 
StoreImage(&rc, (u_long *)0x80090000); 


for( p = 0x80090000; p Հ 0x80098000; p++ ){ 
*p = *p | (1<<15); 
) 


VVVVVVVVVVVVVVVVVV VV OMO NON 


¿S$SB!J0J2<N, !K¿ (J 


ESBS3SsSKSASO! #2 (JYuuzSBSGS9! #2 (J 
2 SB<ALGSNS 3SHSKSDSSSFS02?SbS$5$ (SUSSSNSGS9S, !"5SSKSISCS?SHS3$, S"SCS?SNSG! #2 (J 
ee L@SSSCZHSIN) SFSKSNSKz (Jshort¢$B%] 3$%s3?SGS"%S/%; S9STSFS*S9S, !"$3$1$r; (Jint¿$B$ 
a 
Հրայ %$$%s%?$SKJOS (SF!"$SS$C%$HŠrN)ŠSFŠSkSHS3Sr¿ (J 
*p|=(1<<31) | (1<<15) ; ¿$B$K$7$?$[$8&$, ! "$k !<%WS, ¿(J 
¿SBH>J, $K8:S3j!"=hM)B.EY$SbB.$/$SJSk!JS$SOS:!K$GS9!#; (J 
¿SB%3%s%Q%SS%SiS,SIS&S9SkS+SoS+$jJS%S;Ss$S, ! "'#3#2%SS%SC%SH#C; (UPU¿SBSJSNSGS3S&S7S2S[S&S, $$; 
(J 
ESBSSSNSGSO! #2 (J 


¿$B#Y#u#u!'¿ (Jseryu@mbn.or. jp 


—-MESSAGE FILE 22249 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O094html html 


--MESSAGE FILE 22250 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00095html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: “Hiroyuki Itoh" <pirowo@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: gSB%asb% jE (J 

Date: 6 Aug 1997 08:38:59 GMT 

Organization: ¢$BF|K\% (3$%5!<3t<02q<Rz (J 

Lines: 12 

Message-ID: <01bca244$3175a280Slbac84d2@pirowo.so-net.or.jp> 
NNTP-Posting-Host: 210.132.172.27 

X-Newsreader: Microsoft Internet News 4.70.1161 


2SBS39SSKSASO ! HOKE HSHSSSSS°S9!#5SISTS/S*AISSSTS*SO 1 փ. (J 
ESBSSS*!"SASGSCSHS7$?23JF.%2!<%* SrS$D$/SCSFSSSKSNSGS$9$, !"¿ (JTIMZSB%G!<%?SNNLS, SUS (SF ! " 
¿ (Jd 

load¿SBSNSHS-SK!"#8#0#1#4#O#O#O#FOSNS%$"%IS1%9SrD6S (SMSPSITSiSTS/SISIS*STS? 1 #E (J 
¿SBSASJ$S_$K!"SUS Se ee Re Pu nena ene eye es S@se ( 
ESBS*SCSFSSS*S9!#e (J 

ESBSWSMS0Si%S> SO! "#SHOFLH4SHOFOHFOHOS+Si Sm! <SISISKSHSESTSNSG! "SUS1!<%*> SPSCSUS!S, ¿(J 
ESBS*SQS"S*SCSFSSSKSKSbHS+S+S0SiS: !"S3S1O0T>e#THI#MSG! <S?SrA} SdS$; STSS>u67SKSISCz (J 
ESBSFS7S*SSS*°S7$2!#e (J 

ESBS3S1SiSNBP=hK! SOSISSSDSNSGS7SgS$&S$t+! #2 (J 

E SBSM%CSHSd$m$&$<SNS7%9SF%* S$GSO!"SUS1!<%> SPSCSUS! SrKd$a?TS$/SO#THIFMSG! <%?S0; He (J 
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¿SBMOSGS-SJSSSHSSS&S3SHSJSNSGS7SgS&S+!# (J 


—-MESSAGE FILE 22250 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O095html. html 


--MESSAGE FILE 22251 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00096html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Yuu" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVhJWIlahsoSg==?= 

Date: 6 Aug 1997 10:45:32 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <01bca255$d3765a00Sed63d9ca@seryu.ba.mbn.or. յք» 
References: <01bca244$3175a280Slbac84d2@pirowo.so-net.or.jp> 
NNTP-Posting-Host: 202.217.99.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> 

¿SBSASJS_SK! "SU%1!<%` I !SNNNOhSO!"S3S1S1iS9SYSFSN#T#I#MSrS*SSSFSb! "SAsasns (J 
> gSBS*SCSFSSS*S9!l #2 (J 

> 
¿SB%W%m%0%i%`SO!"#8#0#1#84#0808080$+Si%m!<%IS9Sk$h$&SJSNSG!"%U%1!<%`%P%C%U%1S,¿(J 

> 


¿S$BSAS@S"S$SAS$SCSF$SSk$SKSbS$S+S$S+SoSiS:!"$3$10J>e#T#I#M%G![<%?$rA)$d$;SJSS>u67$KS$JS$C¿ (J 
> ¿SBSF$S7S“ SSS *S7S?!#¿ (J 

> ¿SBS3S1SiSNBP= s E ons 0 ՊԵՆ 

¿SBS3SsSKSASO!#¿ (Մ ¿SB#Y#u#uSGS9!#¿ (J 


¢ SBS3SN<ALdSr8+SFSQSCSH; WSCS?SNS, SG! <%?!<SNO5=LSGS$9! #05=LI}K!SO7k9=J#; ԱՆ 
¢$B2?S+SNK\SGD4SYSF2<S$5SS$! #BgBNSISs$JK\S$K$b!V%i%S%1%S%0%9!WSH! VSO%US* Ss! WSNH2Z¢ 
¢SB<oN* SNO5=LU}K!$,:\SCSFS*S9S, !"3 (SN% Gos areola Տ, 47ԸՇ157175155515 2 
£$B%Ss%0%9!WSGSb8z2LS, S"SkSH; WSSS*°S9! #2 (J 

ESB%G!<%?!<SN05=L$0%2!<%* SW%m%0%i%* SKSOI, ?\SUSNSG!"S$, SsSPSCSF3PS (SF2<S5SS!#3 (J 


¿SB#Y#u#u!'  (UseryuQ@Qba.mbn.or. jp 
--MESSAGE FILE 22251 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O096htm1l html 


--MESSAGE FILE 22252 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00097htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IBskQiVhIWI lahsoSg==?= 

Date: 6 Aug 1997 14:12:08 GMT 

Organization: Playstation Net Yarouze 

Lines: 19 

Message-ID: <5sa0noS6fa@newsl.scei.co.jp> 

References: <01bca244$3175a280Slbac84d2@pirowo.so-net.or.jp> 
NNTP-Posting-Host: 210.132.203.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿$B$H?=$7$^$9!#¿ (J 


Hiroyuki Itoh <pirowo@ka2.so-net.or.jp> wrote in article 
<01bca244$3175a280Slbac84d2@pirowo.so-net.or.jp>... 

> 

¿SB%W%m%0%SiS%` C area cer Sa s IS9SkShS&SJSNSG!"SUS1!<%` ¿(J 
¿ŠB%SP%$C%$US!$,¿ (J 


MAKEFILE ¿SBSNC£fSK;¿ (J 
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LINKER = -Xlinker -Ttext -Xlinker 80140000 
¿SBSHSSS&9TS,S"SJS%“S7S?Si!"S3S1S,2xS7SSS+Sb!)¿ (J 


¿SBAG?MSJSNSG30S$S7S$SFSk2DG=@-BgS$GS9!#C/S+%SUS)%m!<S$7SF¿ (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 


--MESSAGE FILE 22252 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
097html.html 


--MESSAGE FILE 22253 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00098htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: ¿SB%SasSb%j;¿ (B 

Date: 6 Aug 1997 16:17:50 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 46 

Message-ID: <5sa83eS609@newsl.scei.co. jp> 

References: <01bca244$3175a280Slbac84d2@pirowo.so-net.or.jp> 
NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&S$G6$ 93 (B 


<01bca244$3175a280S1lbac84d2@pirowo.so-net.or. jp>zSBSN5—-; vSKS*SSSF¢ (B 
pirowo@ka2.so-net.or. jpzSBS5$s$O=qS-S$*S7S?! #2 (B 


=u 


>¿SBS35sSK$šASO!fOKF#SHSSSSS*59!F#595S7S/S*4)SSS7S” S9!#¿ (1 
>¢SBSS$*!"SASgSCSH$7$?3dF.%2!<%* SrSDS/SCSFSSSkSNSGS$9$,!"z (BTIMZ$B%G!<%?SNNLS, SUS (SF! 
" (Bd 

>loadz SBSNSHS—-SK!"#8#0#1#4#0#0#O#OSNS"STS1S9SrD6S (SMSPSJSiSJS/SJS3jSS7$S?!# (B 

>: SBSASJS_SK!"SUS ` S U ԱՆԱ O SOS ՈՆԱ ՆԵ s@s"¿ (Ք 
>¢SBS*SCSFSSS*S9! #2 (B 

> SBSWSmS0Si%S* SO!"#SHOFLH4HOFOFO#OSH+Si Sm! <SISOSkKSHSESTSNSG! "SUS1!<%> SPSCSUS!S,¢ (B 
>¿$BSASQS"SASCSF$S$SSk$SK$b$+$+$SoS$Si$:!"$3$10J>e#T#I#MSG!<%S?$rA)$d$;$JSS>u67$SKS$JSC (B 

> $B$F$7$^$$$^$7$?!#¿ (B 

>¿SBS3S1SiSNBP=hK!$OSJSSSDSNSGS7SgS&S+!# (B 


Foe (!<SH! "OFSHS7SFSO!"SbSE&S [S+SNJ} SbS+SSSFS*SiS1$°S$9$,!"3e (B 
1) ¿SB%sW%$m%0%i%s`SNG[CV>1=jSrJQ99;¿ (B 
2) ¿SB%SG!<%?SN05=L;¿ (B 


¿SBS$S"S$SHS$SO!"8=:_¿(B labo ¢$BSN$ [$&$GOCBjSKSISCSFS$kz (B 
3) gSBS"SHS+SiDL?.2s@~SGE>Aw; (B 
E SBSHSSSCS$?SHS3SmSGS7SgS$ESt!#Ee (B 


1) ¢SBSO!"¢ (Bld ¿$B$N¿ (B -Ttext textorg ;$B%*%W%7 eo ԱՐՈՅԱՆ 
¿SBSASJ9_ SK¿ (B gcc ¿SBSXSN%*%W%7 %g%s$H$7SFEOS9>19gSO! "¿ ( 


¿SBSHSSS&Sh$S&SK (Bh -Xlinker ¿$B$rMQ$$$F5-=R$7$^$9!#¿ (B 


(2) gSBSO!"%SG!<%?Sr05=LS7SFS*SSSF!"E>AwS$S+S1SF!"S=S1SrE83+S7SI$,Si¢ (B 
ESBSU%S1!<%* SPSCSUS!SKS*SSSFSSSCSFMFNLSr$+S; S4S&SHSSSE&ESHSNSG!"¢ (B 
¿SŠB<jK!SHS$S7$FSO¿ (B lzw zSBSJISIS, OLHLE*SG$7Sg$&$t! #3F<o3"SkS4% amr T 
¿ $B; 29MSKS9S1SPShS$SSS$GS7$g$&! #2 (B 
ESBSFS/S9SASCSNZSG!<%?STSSS+S@SHS*SHSSSCS—$jO5=L$+$+$kS$3SHSGS7SgS&! փ. (B 


¢ SBSASJS$_SK!"S&SASdS*S$5$sS, :n@.$5$1$2?!"3 (Blhpsx ¿$B$H$$$&¿ (B LHA չ588 495կ5195575153 
S, ¿ (B 

archive ¿SBSN¿ (B test ¿SBSNCfSKS"SkSNSG!"S3S1$Sr;HSo$S;SFSSS?2S@S/SHSSS&SNS, ¿ (B 
¿SB3ZSGShSSS+SbS7S1S2 S;SSs!#SOSS!# (B 

# test ¿SBSNCfSKSOS+SJSjJShS5S2SJSDbSNS, $]$3$]$3$*$A$F$?$jJ$7$^$9!#z (B 

# ¿$B<j4V$G$9$1$I!"O1]EY$OA4It$_$k$H$&$1$7$$$+$b$7$1$^$; $s¿ (B 


¿SB$O%3%/%Sj%3!<%SQS$5SSs$N!";¿ (Btf3 ¿SBS$Sr;H$&SHSh$SS$SGS7$gS&!# (B 


¿S$BSGSO$GSO; (B 
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¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / O ՅՆ tut.ac. r 
XMascot¿ eure %c%$s%Z!<%s¿(B http://cclub.tutcc.tut.ac.jp/xmascot/ : (¿$B6b¿ (B)¿$BE 
1%42 (B43b 


-—-MESSAGE FILE 22253 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
O098html html 


--MESSAGE FILE 22254 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00099html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Hiroyuki Itoh" <pirowo@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: gSB%asb% jE (J 

Date: 7 Aug 1997 05:45:44 GMT 

Organization: ¢$BF|K\% (%$%5!<3t<02q<Rz (J 

Lines: 4 

Message-ID: <0Olbca2f£5$2813ba40S$22ac84d2@pirowo.so-net.or.jp> 

References: <01bca244$3175a280Slbac84d2@pirowo.so-net.or.jp> <5sa83eS6o09@newsl.scei. 
co. p> 

NNTP-Posting-Host: 210.132.172.34 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBOKF#SGS9!#SIS&Sb3'MMSoS+SjJSdS9SSS42sEzS"Sj$S, ՏՈՏԵՏ4Տ6ՏՏՏ՞ ae 
¿SB05=L$Sb$7S/SO!"E>AwSHSSS&SNSK%SA%Sc%*1%Ss%8S7S?SSSH;WSSS ee 
ESBS=SN:] !"S$*$?So0$+SiSI$$$3$H$,$"$1SP<ALd$5$; $F2<$58$l#e (J 


—-MESSAGE FILE 22254 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
099html html 


--MESSAGE FILE 22255 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00100htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] =?iso-2022-jp?B?GyRCOORBEFCOQ9JE4 jJMhsoSg==?= 

Date: Thu, 07 Aug 1997 20:11:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <33E9AD5C.47BDD522@inetc.roland.co.jp> 

References: <33E2A040.A96980EA@inetc.roland.co.jp> <Olbc9¥ef1$c194e980Sab62d9ca@seryu 
-ba.mbn.or. յք» 

NNTP-Posting-Host: 133.111.200.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESB>.NSSGS$9¢ (J 


Yuu wrote: 

> 

> ¢gSBS3SsSKSASO! ի: (JYuugSBSGS$9! #2 (J 

> ¿SB<ALdSNS3SHSKSDSSSFSO2?SbSSS (ՏՄՏՏՏԱՏՇՏՉՏ, !"5SSKSJSCS?SHS3S,S"SCS?SNSG!#¿ (J 

> z¢SBH>F) L@$S3CSHSrN) SFSkKSNSK; (Jshort:$B%]%$%s%?SG63"%/%; S9STSFS*S9S, !"$3$1$Sr¿ (Jint¿$ 
BS+¢ (Jlong 

> ¢$B%]%$%s%?SKIQS (SF! "SSSCSHSrN) SFSkKSHS3S$r¢ (J 

> *p|=(1<<31) | (1<<15);¿$B$K$7$?$[$&$, !"Sk!<3WS,¢ (J 

> ¢SBH>J,$K8:$j!"=hM}B.EYSbB.$/S$JISk!J$O$:!KSGS9! #2 (J 

> ¿SB%3%s%Q%S%SiS, STSESISkKS+SOS+S5S*°*S;Ss$, !"#3#25SSCSH#CE (UPU¿SBSJSNSGS3S&cS7S?S[SS&S, Š 
Ş$¿ (J 

> ¿SBSSSNSGSO!#¿ (J 


¿SBSIS&SbS4;XF&S"SjJS, SHS&S4SOSSS*S7S?!#3NS+SKe (J 32 bit ¿SBC10LSG07SCS2?J)]S,9gMJ])E*¿ (J 
¿SBSGS9SM!#AaB.S=SNMMSK=qS-49S (SFS_S*S7S?!#¢ (J 


¿$B$7$+$7!"$I$&$b (J 256 * 256 ~SBDxEYSNBgS$—-S5SrE>Aw$7SFS3SN=hM} S$r9TSC$FLa$9!"SHz (J 
¿SBSS¿ (J 
¿SBS&A`:nS$S@S1SGSbS$S+SJS3J387S7SSSHSSS&S3SHS,J,S+SCSFS-S S7S?!# (J 


Vsync() ¢~$BSrMxMQ$7SF=hM};~4VSr7WB, 5Տ7ՏԲՏ ՏշՏԱՏՇՏ9Տ, !"¿ (J128 * 128 ¿$B$J$i$J$s$H$+¿ (J 
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1/60 gESBSK<}$*$5$*S9S, !"$=$10I>eSKSISkSHDIS$$D$+$I$/$F%3%°MnSAS 7TSFS7$*SS$$%3 (J 
ESBSO! #2 (J 


¿SB2?2S+B>SKSSSSJ)K1S, S"$S3jS“S79?2Si>pJsSr$$S?S@S1S1SPSH;WSSS“S9¿(Um(_ _)mzSB!#z (J 


¿SB!t$H$j$"$($:;DA|=hM)$rE,MQ$9SkHO0OS$S,69S/$F$bS$S$$SSh$&$K9) IN$7$F$J$s$H$+$4; (J 
éESBS*$+S$7SFSS$*S$9S, !"$3SNS0$i$$$G=hM} G=NOSN8B3&$HSO; W$ ($^$; $S$N$G!D!#¿ (J 


Shigeru Kobayashi 
—-MESSAGE FILE 22255 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
100html html 


--MESSAGE FILE 22256 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00101htm1. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: sqrt ()=?iso-2022-jp?B?GyRCNFg/dCRLJEQkICRGGyhK?= 
Date: Thu, 07 Aug 1997 23:10:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33E9D771.9D@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.193.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


MOSSADAPE; SBSGS$9! #¢ (J 
sqrt () g$B4X?t$,2?8NS+S*SHSDSKFOSSSFS/S$1$°S;Ss!#¢ (J 
2 SBFO0S/SKSOFOS/SNSGS9S, !"2?78NS+IC?t2s$7$+1i; ; STSFS/S1ISISSSNSGS9! #3 (J 


¿S$SBNc$ (SP!":G=iSN%53s%WSk! J%\!<%kS, 2hHLLS$SrKd$a?T$/S7SFSOSMSkSd$D!KSNz (J 
2 SBS3SNItJ, $K¿ (J 

/* ¢SB3\!<%k%Q%?%sOLCVSN99?7SH#O#TSXSNEPO?2 (J */ 

sp = sprt; pp = pos; 

for (i = 0; i < nobj; i++, Sp++, pptt) Í 


/*zSBCEN, ¿ (J*/ 
(void) sqrt (i) ;/*zSBS3SNO19TSrDI2C¢ (7»/ 


} 


ESBS3S&ST7SFS_S?Si!"2?8NS+S\!<3k$, ?t==8DSKSUSdS7S$ 2S @S1SGIC?tS3%S*SHSSS&S1EYSKE (J 
ESBSKS*SGB.EYS,$,5/SCSHMnNSASFS7S*S&SNSGS9! #3 (J 


SSADAPE 
—-MESSAGE FILE 22256 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
101lhtml.html 


--MESSAGE FILE 22257 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00102htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: sqrt ()=?iso-2022-jp?B?GyRCNFg/dCRLJEQKICRGGyhK?= 
Date: Fri, 08 Aug 1997 02:00:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33E9FF11.744@ka2.so-net.or.jp> 

References: <33E9D771.9D@ka2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.145 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


MOSSADAPE?¢ SBSGS9! #2 (J 
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log () ¢S$BS$dz (Jexp () ~SBSGSbF1MMSN>I>u$, $G$F$7$^$$$^$7$?!#¿ (J 


¿SBSTS&S9S1SP%SSSs%S@!<!*!!!1! 1111 (JMOSSADAPE 
«MESSAGE FILE 22257 END: net- yaroze—usenet /00000003-SCEI/ny/program/quest ions/00000 
102html html 


--MESSAGE FILE 22258 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00103htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-—nara.ac.jp!shkit 
From: Shuichi Kitaguchi <shuuic-—k@is.aist-—nara.ac.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: Re: sqrt ()=?ISO-2022-JP?B?GyRCNFg/dCRLJEQKICRGGyhC?= 
Date: 7 Aug 1997 19:15:45 GMT 
Organization: Nara Institute of Science and Technology. 
Lines: 25 
Message-ID: <5sd6t1S9v6S1@ryo4309.aist-—nara.ac.jp> 
References: <33E9D771.9D@ka2.so-net.or.jp> 
<33E9FF11.744@ka2.so-net.or.jp> 
NNTP-Posting-Host: 163.221.154.158 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: mnews [version 1.20] 1996-12/08 (Sun) 


<33E9FF11.744@ka2.so-net.or.jp>¢SBSN5-; vSKS$*SSSF3 (B 
mosadape@ka2.so-net.or. jpzSBS5S$sSO=q$-S*S7$?!#¢ (B 


ESBS3SSSPSSSO!"KL8}SGS9! #2 (B 


>> MOSSADAPE;: $BS$G$9!#; (B 


>> 

>> log()¿$B$d¿ (Bexp () gSBSGSbFIMMSN>I>uS, SGSFS7S*°SSS°S7S?! #2 (B 
>> 

>> gSBSIS&SOS1SPSSSSSA!< itt! ttt!!! (BMOSSADAPE 
ESBSE&SASNSaSSSSEWSMS0S1S%; ASNZ (B WWW ¿SB%SZ!<%s8SKShSkSH!" (B 


¿$B!!Ev=i!"#3J,3]$+$C$F$$$?%3%s%P!<%H; ~4VSr#2I1CSKC;=L! #2 (B 
ESB! !SdSOSj!"S2!<%°5!S5G; (Bdouble, sqrt, cos, sing SBSO; HSCSAScS@%Sa! #SaZASCCYSS! #3 (B 


¿SBS@S=S&SGS9!#SHSSS&SoS1SG!"¿ (B 
¿SB!&%SF!<SV%Sk2=S9Sk¿ (B 
éSB!&@0?t7W; ; SG6a;wS9Sk; (B 
ESBSNSTISASiS$+$S7S+SISSSNSGSOSISSSGS7Sg$&$+¢ (B? 

# gSBCYSSSNSO; (B PS ¿SBSK¿ (B FPU ¿SBS,SJSSS;SSSGS7SgS&¿ (B(ESBS?SVSs¢ (B) ¿SB!#¿ (B 


——==| Shuichi Kitaguchi : shuuic-k@is.aist-nara.ac.jp 

/ kit@Mew.org / shkit@gemini.bekkoame.or.jp |== 
--MESSAGE FILE 22258 END: net-yaroze-usenet/00000003- SGET /ny /progran/questions/00006 
103html html 


--MESSAGE FILE 22259 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00104htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: Re: sqrt ()=?iso-2022-jp?B?GyRCNFg/dCRLJEQKICRGGyhK?= 
Date: Fri, 08 Aug 1997 04:35:59 +0900 
Organization: PlayStation Net Yarouze 
Lines: 43 
Message-ID: <33EA239F.7A85@ka2.so-net.or.jp> 
References: <33E9D771.9D@ka2.so-net.or.jp> 
<33E9FF11.744@ka2.so-net.or.jp> <5sd6t1$9v6S1@ryo4309.aist-nara.ac. 4 


p> 

NNTP-Posting-Host: 210.132.193.46 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


Shuichi Kitaguchi wrote: 
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<33E9FF11.744@ka2.so-net.or.jp>¢SBSN5-; vSKS*SSSF3 (J 
mosadape@ka2.so-net.or. jpzSBS5$s$O=q$-S*S7S?!#¢ (J 


ESBS3SSSPSSSO!"KL8}SGS9! #2 (J 


>> MOSSADAPE;: SBSG$9! #2 (J 

>> 

>> log()¿$B$d¿ (Jexp () gSBSGSbFIMMSN>I>uS, SGSFS7S*°SSS*°S7S?! #3 (J 
>> 

>> ¿SBSIS&S9S1SP%SSSs%S@!<!*!!!1! 11112 (JMOSSADAPE 


2 SBS&SASN%aS$%S%WSmS0%iS%; ՏԱ: (J WWW 2$BSZ!<%8SKShSkKSH! "3 (J 


é$B! !Ev=i!"#30,3]$+SCSFSS$?%3%Ss%P!<SH; ~4VSr#21CSKC; =L! #2 (J 
¿SB!!SdSOSj!"Ss2!<%`5!SG; (Jdouble, sqrt, cos, sing$BSO; HSCSAScS@%Sa! #SaZASCCYSS! #3 (J 


ESBS@S=SESGS9O!#SHSSSESOSISG! "3 (J 

2$B!&SF!<$V%k2=$98kz (J 

ESB! &@0?t7W; ; SG6a;wS9Skz; (J 

¿SBSNSISASiS+S7S+SJSSSNSGSOSJSSSGS7SgS&S+¿ (J? 

# gSBCYSSSNSO¢ (J PS ¿SBSK¿ (Մ FPU ¿SBS,SJSSS;SSSGS7SgS&¿ (J (ESBS?SVSs¢ (J) eSB! Ու (J 


——==| Shuichi Kitaguchi : shuuic-k@is.aist-—nara.ac.jp 
/ kit@Mew.org / shkit@gemini.bekkoame.or.jp |==-- 


VVVVVVVVVVVVVVV VV VV VV VV VV 


¿SBSOSASc!<!"S=S&S@SCS?SsSGS9S+!&!&!&!# (J 

° SBSHSSS&S0S15G!": ոճ-ՇքՏԱՏԱՏՈՏՕ215` ՏԱՀ (Jsqrt () ¿SBSOS*Sm$+¿ (ՄՏ1ո() ¢SBSbz (Jcos () ¿SBS$Sb¿ 
(J 

¿SBJRSCC<S+Si%S-%ScC%s%S;%sk$7S?SHS3Sm!&!&!&!#¿ (J 


¿SB!VSo!<!<!<!<!1!*; (J60fps¿SBSGF0SSS?!<!<!<!<!<!<!<!<!<!*!W¿ (J 


¿SBSS$SS-SJSjB.S/SJSCSFSVSCS2S262S2$57S?!#A0SO¿ (J10fps¿SBDxEYSQSCS?2SNSK!&!&!&!#; (J 


¿SBM-Fq$S&S4S6SSS*S7S?¿ (Um (_ _)m ¿SB!!!!!11111111111111111111111!1!!!!¿ (JMOSSADAPE 


#¿SB%W%šm%0%i%`$,$"$kDxEY$ASH$A$C$?$i$S4Mw$ŠKF-$1$2S9$SNSG!#8pSSç8f4|BT!&!&!&!)¿ (J 


#¿SBS=S1SKS7SFSbSIS&9MS (SFSbIbFO>. ?tH@1i;;$,IC?t==2s$7S+SGS-SISSSCSFSNSO; (J 
#¿SBM>SjJSKSbCYS9S.S“*S9!&!&!&!# (J 

8:5817 (JX12$BS?!<%\S$dz (ՄԱ2-2000:25854չ (J (Z80Az SBSNz (J4MHz) ¢SBSNJ}$,$*S@B.S+SCS?ShS65 
J5$$, !&!&!&!#!K¿ (J 

#¿SBSL!<!"S3SNS"S?$Sj2?SHS+S7SFS[S7SSSbSNSGS9!#!d!d%=%K!<MM;: (J 

--MESSAGE FILE 22259 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
104html. html 


--MESSAGE FILE 22260 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00105htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?GyRCIVY jUSFPI0cjUCNVGyhKIBskQiN0I2kjbSN1128 jdSNOJEgkTyEpGyh 
K?= 
Date: 17 Aug 1997 14:17:04 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <01bcab18$283bbe20S4b08 8bcb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 203.139.8.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ee 
¿SB<ALd$SJS$SsSGS9S, !"#G#P#U¿ (J ESBHt#itm#e#oHUFLSCSF2?SGS7TSgS&S+!) 3 (J 


ESBS9ISWSISSSHSNTY6/SH; WSS !"S*!<SWSKSSSOZNLLSNSHSE&STSHSNS re (J 
éESBen:nS7SFSSS*S9S, !"S$3%sSQ%S%Sk!u<BOTSISKSH! "2QhLLS0??$C9uz¢g (J 


ESB! J#Gts#CH#r#tetatktr#O#TS, !"#O!"#O!"#O!"S@S+Si!K!#¿ (J 
ESBS=S7SF!"#s#tito#c#O#N#SSKSO! "#GHPHUZ (J ¿$B#t#i#m#e#o#u#t$NJ8; ZS, ¿(J 
ESBS:$iS:SiSH8=S1S*°S7S?2! #2 (J 

¿SB#G#P#U¿ (J ¿SB#t#i#m#e#o#u#tŠ$HSOSJSKSŠS+!" (J 
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¿SBO1BNSIS&SSS&;-SKS*S3SKSNS+!"¿ (J 
¿SB65S (SF$/S@S5$$!#S*43jSSS7SS9!#¿ (J 


// 

// OMO MIKITA ¿$B!a!a¿(J ¢$B?9EDAO; (J 

// 

// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 22260 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
105html.html 


--MESSAGE FILE 22261 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00106htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Chaochi" <chaochi@da2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmUG6IBskQiFWIlEhTyNHIlAjVRsoSiAbJEIjdCNpI20jZSNvI3UjdCRIJE8 
hKRsoSg==?= 
Date: 18 Aug 1997 03:55:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5t8h4bSca8@newsl.scei.co.jp> 

References: <Olbcab18$283bbe20S4b088bcb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 210.132.181.134 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> SBOLBNSIS&$$$6&; ~SKS*$3SkKSNS4!"3 (J 
2SBS?S7S+!&!&#G#P#U%OS1SCZHSKO [>0$, $"SkSH$3$1S, =PSkS3SHS, Տ"ՏԸՏշՏիտեչ (J 
¿SBSJ!&!&!#; (J 

2 SBSbS&OLEY#G#P #USXAWSK%Q%i Sa! <3?!<$, @5S7$$$+4+SA%'SC%/STSFS_SFSO!) 2 (J 


¿SBSAScS*SA¿ (J 


—-MESSAGE FILE 22261 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
106html հեռու 


--MESSAGE FILE 22262 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00107htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1SO-2022-JP?B?UmU6IBskQiFWI 1EhTyNHI1AjVRsoSiAbJEI jdCNp12042ZSNVI3UjdCRIJE8 
hKRsSoSg==?= 
Date: 18 Aug 1997 15:20:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <0Olbcabea$2b702cc0$59088bcb@gateway2000.nsl.sphere.ad. յք» 

References: <Olbcab18$283bbe20S4b088bcb@gateway2000.nsl.sphere.ad.jp> <5t8h4bSca8@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 203.139.8.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 
ESBS?S7S+!&!&#GHPHUSOS1LSCZHSKO [>0$, S"SkSHS3S1$S,=PSkS3SHS,S"SCS?ShS& (J 


> 585715 1818: (J 

> ¿SBSbS$S&01EY#G#P#USXAwSKkSQSiSa!<%?!<$,@5$7S$SSS+SA%S'!'SC%/S7SFS_SFSO!)¿ (J 
> 

> ¿SBSAScS*SA;¿ (J 

> 

> 


¿SB%1%9S"SjS, ՏՈՏեՏ4ՏՇՏՏՏ՞Տ914չ (J 


Net Yaroze newsgroups message dump.txt Page 14899 


¿SB%Q%1%C%HŠ$NO[>o$J$NSGS9SM!#%J%k%[%I!&!&!&¿ (J 
ՀՏ804575ԲՏ ջ՞591853515Ւ515ԾՏիջոջ7/5/9"4)555715՞Տ914չ (J 
ESB! t$&$*$/9TSC$?Sids9p$7$*$9!T$3$3SG!Ke (J 


// 

// OMO MIKITA ¿$B!a¿(J ¢$B?9EDAO; (J 
// 

// o-mikita@po.tama.or.jp 


-—-MESSAGE FILE 22262 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
107html.html 


--MESSAGE FILE 22263 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00108htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?I1SO-2022-JP?B?UmU6IBskQiFWI1EhTyNHI1AjVRSOSiAbJEI jdCNp1204ZSNVI3U3dCRIJE8 
hKRsSoSg==?= 
Date: 18 Aug 1997 17:38:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <0Olbcabfd$516b66c0S48088bcb@gateway2000.ns1.sphere.ad.jp> 

References: <Olbcab18$283bbe20S4b088bcb@gateway2000.nsl.sphere.ad.jp> <5t8h4bSca8@ne 
wsl.scei.co.jp> <Olbcabea$2b702cc0S59088bcbh@gateway2000.nsl1.sphere.ad.jp> 
NNTP-Posting-Host: 203.139.8.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿SB!t$&S$S*“S/9TSCS?SiJs9pS$S7S%S9!JS3S3SG!K;¿ (J 
> 


¿SB$Sh$/9M$ (52511 "AG?MSN; dSOSISN%Q%i%a!<%?S,¢ (J 

E SBHGHP#USKAWSiSISFSSSKSNS+CNSISTSSSNSGS7S$?! #2 (J 

é $BS=$3S$G!"=—-SSSbSNSKSO38SHSPS+S$4SK!"3 (J 
¿SB#f#o#r$r<h$j=|$$$F#włh#i#l#e$H#i#f$G=hM}$7$?$i!"¿ (J 
¿$B2?$H$+$&$^$/F0$-$^$7$?!#¿ (J 
éSB=u8@Sr@8$+$;$:?2?=STLUSIS$$G$9$,!"E(T 
¿SB$3S1SKD(S3jS:SKS3S1S+SiSbShSmS7S/S*4jSSS7S S9!#¿ (J 


// 
// OMO MIKITA 
// 
// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 22263 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
108html html 


--MESSAGE FILE 22264 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00109htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1AJUiNHGyhK?=" <hchiba@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?UmU6IBSkQiFWI1EhTyNHI1AjVRSOSiAbJEI jdCNp1204ZSNVI3UjdCRIJE8 
hKRsSoSg==?= 
Date: 19 Aug 1997 14:51:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0lbcacae$70577cc0$6ac184d2@Enterprise.so-net.or.jp> 

References: <0Olbcab18S283bbe20S4b08 8bcb@gateway2000.nsl.sphere.ad.jp> <5t8h4bS$ca8@ne 
wsl.scei.co.jp> <Olbcabea$2b702cc0S59088bcb@gateway2000.nsl.sphere.ad.jp> <Olbcabfds 
516b66c0S48088bch@gateway2000.nsl.sphere.ad.jp> 

NNTP-Posting-Host: 210.132.193.106 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> չՏԹՏ-Տ3Տ6|"Հ-ՏՏՏԵՏԱՏԵՏՕՅՑՏԱՏՔՏՀՏյՏ. |" չ (J 
> ¿$B#f#o#r$r<h$j=|$$$F#w#hłi#l#e$H#i#f$G=hM}$7$?$i!"¿ (J 
> ¿$B2?$H$+$&$^$/F0$-$^$7$?!#¿ (J 


2$B!!Cl=c$Kz (UPACKET¿$B9=B$BNS$SNG[Ns$,>.$5$+$C$?$jS9$SkS$SH!" (J 

¢ SBG [Ns$K<}$%*S$4S-SiSIS+SCS$2%G!<%?S, J] >ZS5S1SISSSNSG!"3 (J 

GPU timeout ¢SBSK$J$k>19g$,S"Sj4S*S9! #2 (J 

for $B$r$d$a$F¿ (Jwhile¿$B$H¿ (JifzSBSK$7S?Si5/S3SiSIS/SISCS?SHSSSE&;VSO!"3 (J 
for: SBŠN=*N;>r70$,Q@5$7$/$J$/$F!"M>7W$K¿ (JPACKET¿$B$r?)$$$D$V$7$?¿ (J 
¿SBSN$SG$OSJS$SSS+SH?dB, $7$^$9!#¿ (J 


# ¿Á¿SBS$S"S$S/S%“SG?dB,SGS95S,¿ (J (^^; 
¿SB#P#R#G¿ (J 
hchiba@fa2.so-net.or.jp 


-—-MESSAGE FILE 22264 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
109html html 


--MESSAGE FILE 22265 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00110htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?I1S0-2022-JP?B?GyRCIVY jUSFPI0cjUCNVGyhCIBskQiNOI2kbKEI=?= 
=?1SO-2022-JP?B?GyRC1I20 jZSNVI3U jJdCRIJE8hKRsoQg==?= 

Date: Thu, 21 Aug 1997 23:10:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <kamon$21c519970821231019@news1.scei.co.jp> 

References: <Olbcab18$283bbe20S4b088bcb@gateway2000.nsl.sphere.ad.jp> <5t8h4bSca8@ne 

wsl.scei.co.jp> <Olbcabea$2b702cc0S59088bcb@gateway2000.nsl.sphere.ad.jp> <Olbcabfds$ 

516b66c0S48088bch@gateway2000.nsl.sphere.ad.jp> <Olbcacae$70577cc0$6ac184d2@Enterpri 

se.so-net.or.jp> 

NNTP-Posting-Host: 210.136.1.23 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLGSGS9! #2 (B 


"¿SB#P#R#G¿ (B" <hchiba@fa2.so-net.or.jp> wrote: 

>¢$B!!Cl=c$K;z (BPACKET; $B9=BSBNSNG [Ns$, >. $5$+S$C$?$459Sk$H!"3 (B 
> $BG[Ns$K<}$^$j$-$i$J$+$C$?%G!<%?$, J] >ZS5S1STSSSNSG!"3 (B 
>GPU timeout ¿$B$K$J$k>1l19g$,$"$J$^$9!#¿ (B 


¿SBKMSbS3S&SSS&%_S9SrS7S?3PS($,S"SJjJS“S9!#¿ (B 
¿SB2r7hK!S$SO! "6qBNE*SK8@S&SH; (BGsSetWorkBase () ¿SBS9Sk9=BSBN¿ (B (¿SBIUB0%S5%s%sW%kSGSO; ( 


B 
GpuPacketArea[2] [MAXOBJ* (20+4) ]) g$B$K==J, $JBg$-$5$r3NJ]$9$k¿ (B IMAXOBJ¿ SB$N?t¿ (B 
¿SBCM$rBgS$S-$/S9Sk$SHS+¿ (B) ¿SBSH¿ (BGPU timeout¿$B$OL5$/$J$k$H;W$$$^$9!#¿ (B 
GPU timeout gSBSN>\$7SSOUL#SOS0$+$45$°S$;$s¢ (B(¢SB>P¢ (B) ¿SB!#¿ (B 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 22265 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
110html. html 


--MESSAGE FILE 22266 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00111htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCP3tAOBsSoSiAbJEI3PRsoSlwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: =?ISO-2022-JP?B?W1FdQk10GyRCJVULISUkKIWskciREJEOkJCRHSkIkWSQ/JGoObKEo=?= 
Date: 3 Sep 1997 17:34:06 GMT 
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—-MESSAGE FILE 2352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01055 


—-MESSAGE FILE 2353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001056 

Path: chuka.playstation.co.uk!news 

From: dave@ulthwe.demon.co.uk (Dave Smethurst) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analogue Controller Calibration? 

Date: Wed, 27 May 1998 21:43:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <356c88d7.2193233@www.netyaroze-europe. com> 
References: <356C619D.1372E523@chowfam.demon.co.uk> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 27 May 1998 19:55:25 +0100, James Chow 
<james@chowfam.demon.co.uk> wrote: 


>I read on the web pages that if the software is to 
>support analogue input, then there "should" be 
>facilities to enable the user to calibrate the 
>controller (for sensitivity, etc). 

> 
>So why can I NOT calibrate my dual shock (analogue) 
>controller in Gran Turismo then? 


Errm , I think it's because the dual shock controllers are 
self-calibrating 


Dave 


http://www.netyaroze-europe.com/~ULTHWE/ 
—-MESSAGE FILE 2353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01056 


—-MESSAGE FILE 2354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001057 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: Thu, 28 May 1998 00:14:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <6ki6r7$levl0@chuka.playstation.co.uk> 

References: <6k9209Shca2@chuka.playstation.co.uk> <ud8d18x9c.fsf@cybec.com.au> <6kf5 
alSlev3@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Stefano Provenzano wrote in message <6kf5alS$lev3@chuka.playstation.co.uk>... 
>Toby Hutton ha scritto nel messaggio 

>>"Stefano Provenzano" <dragon@intercom.it> writes: 

>> 

>>> 

>>> Hi, 

>>> I'am working at a VRML browser and I have thought to use it with the 
>yaroze, 

>>> but there is a big problem (at least for me) command directly the modem 
>and 

>>> then the psx serial port. 


> 

> 

>>I assume that if you want to hook the modem up to the PSX that you 
>>would want to connect it to the 'net to download .wrl files. In that 


>>case you'd need to implement a TCP/IP layer in the yaroze as well as a 
>>PPP driver, etc. which would suck. I can't think of any other reason 
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Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <0Olbcb88f£S40db9de0$3375e5ca@noobow> 
NNTP-Posting-Host: 202.229.117.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


éSBtb#m#psUS ! S$SkSrSDSTIS2SFIBSYS?$ 46 (J 
¿SB@ZSJN%$S7S?S3j$SSSmSSSmSGS-Sk%*"%W%jS7S93jS2S;SsS+!)¿ (J 
¿SBSSS“#b#m#p$Sr#1S3S“SESD:nSCS$SFSOSDSJS.S7SFSkSsSGS9S,¿ (J 
éSBSHSFSbLLE]$Gz (J... 

¿$B$b$7L5$+$C$?$i<+J, $G:n$m$&$+SHIMS (SFS*S9S, !#¿ (J 


¿SBSIS&S+ShSmS7S/S*4jSSS7S S9!#¿ (J 


¿$B%L!<¿ (J 
--MESSAGE FILE 22266 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
lllhtml.html 


--MESSAGE FILE 22267 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00112htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1SO-2022-JP?B?UmU6IFtRXUJNUBskQiVVJSE1JCVrJHIkRCRKICQkROpCUFkkPyRqGyhK?= 
Date: 4 Sep 1997 03:36:47 GMT 

Organization: Playstation Net Yarouze 

Lines: 21 
Message-ID: <5ulacfS4vj@newsl.scei.co.jp> 
References: <Olbcb88fS$40db9de0$3375e5ca@noobow> 
NNTP-Posting-Host: 210.132.203.198 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 


ՀՏ82(08: (J ¿SB7=Fs¿ (J <xe7k-sgo@asahi-net.or.jp> wrote 
in article <0Olbcb88fS40db9de0$3375e5ca@noobow>... 

> ¢~SBHb#m#pSUS ! SSSkSrSDSIS2SFIBSY$?$ 42 (J 

> ESBEZSINSS7S 2S 5ISSSmS$SmSGS-Sks"SWSjSTSIS*S;Ss$t+!)e(T 


¿E SBS—SCSH2hA | SNS*SCSWS (90549525 Տ2ՏՏՏՄՏԱՏ, S"Sk$H¿ (J 
ESBSSSSSNSGS7SgGS&S1SI!"CNS5S*S;Ssl#e (J 


éSBF1%5%S%:SNSbSNSr>e2<: 81&SKSDSIS2SKSbDSNSHS7TSFSO;¢ (J 
¿S$B%SU%3j!<%=%SUSHŠN; (J GV ¢SBS,S$"S5S*S9! #3 (J 
¿SB@ZSjN%S$;S S;SsS,!&!&¿ (J 


> ¿SBSbS7L5$S+S$SCS?Si<+J,SG:nSmS&S+SH9MS (SFS*S9S, !#¿ (J 


¿SB<+M3SKG[CVS$GS-Sk% ($G%$#%?S, S"SkSHJXMxSGS9SM!#¿ (J 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 22267 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
112html.html 


--MESSAGE FILE 22268 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00113htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.program.questions 

Subject: [Q] GsSetAmbient=?1SO0O-2022-JP?B?GyRCJE4wej90GyhC?= 
Date: Thu, 04 Sep 1997 09:42:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 
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Message-ID: <19970904094220radheeth@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.144.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


GsSetAmbient¢, Ee ene RT 55 ¿s SSS9SN2r@bS, $h$/J, $+¿ (B 
¿SBSiSJSS!#¿ (B 


¿SB%"%s%S%S(Ss%*H¿ (8(58Հ-0Օ8աչ (B) gSBSr@_DjS9Sk!#@_Dj$0; (B r, g, b¿SBS4SHSŠSK8wSNEv;¿ (B 
ESBS ?SCSFSSSISSItd, Տ, 8wSNEVS ?SCSFSSSkItd, SN2?2J, SN#1SKSJISKS+SG9TSIS&! #3 (B 
1/1¿SBSO¿ (B4096¢$B!"z (B1/8:SBSO¿ (B4096/zSBHSSHSISk! #¢ (B 


> GsSetAmbient ¢SB%"%S%S% (SSSHS+Si!<SN@ 03: (B 

> 

> ¿$B7A<0¿ (B 

> void GsSetAmbient (unsigned short r,unsigned short g, 
> unsigned short b¿$B!K¿ (B 

> 

> :Տ8022ե (Թ 

> r, g, b ¿SB%"%s%$S% (%s$H%+%i!<SN¿ (B RGB ¿$BCM¿ (B (O¿Š$B!A¿ (84095) 
> 

> ¿SB2r@b;¿ (B 

> 

> 

> 


r,g,b ~SBSNHOOOSO; (B (0¢SB!Az (84095) gSBSGS"SkSHS7SJS,S$i!"2r@bSGSO;z (B4096¢SBSr0z?t$Kk 
<h¿ (B 


¿SBS1SkShS$&$J5-=R$@$7!"¿(Br,g,b¿SBSK; (B 0¿$B$r$H$C$?>l9g¿ (B(shuttle. 1zhz$B$H$+$G$0$3 
Տա (B 
¿S$B$SJSCSFSk¿ (B) ¿SBSIS&SJSkS+$,J,S+SiSJSS!#a (802587, SN¿ (B1. .¿$B$SJSoS15J$S$71#¿ (B 


LUNO radheeth@fa2.so-net.or. jp 

http://wwwl.scei.co.jp/~dqb00718/ 
—-MESSAGE FILE 22268 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
113html.html 


--MESSAGE FILE 22269 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00114html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IFtRXSBHc1N1dEFt Ym1 lbnQbJEIkTjJBE6P3QbKEoO=?= 
Date: 4 Sep 1997 14:09:46 GMT 

Organization: Playstation Net Yarouze 

Lines: 31 
Message-ID: <S5umffa$S687@newsl.scei.co.jp> 

References: <19970904094220radheeth@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.203.212 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 
E SBE, Ev$K;n$7$?SNSG!">\S7SS$J} SN%U%) Sm! <Sr5a$a$*$9!#e (J 


LUNO <radheeth@fa2.so-net.or.jp> wrote in article 
<19970904094220radheeth@fa2.so-net.or.jp>... 

> (gSBN, ¿ (J) 

>> r, g, b ¿$B%"%s%S% ($s%H%+%i!<$N¿ (J RGB ¿$BCM¿ (J (O¿$B!A¿(J4095) 


¿SBIiSN?t$r$$$1$k$H!"0E$/$J$j$^$7$?!#¿ (J-4000 ¿SBDxEY$G??$COE!#; (J 
¿SB@5SN?tS$@S$H!"¿(J20000 ¿$BDXEY$G??$CGr$K$J$j$^$7$?!#; (J 
# ¿SB%Sb%SG%kSN?'$d8w8;SN@_D3jSKOMB8S9SKS$SGS7SgS&!#¿ (J 


¢ SBIiSNCM$r$$$1$?>19g$0! "<~0O8wSNCM$H!"8w8; SN8wNL$, Cl=c$Kz (J 
ՀՏ82Ը: ;S5$1A 4; &SSSIS?SNSGS7TSgGSE! #2 (J 
2 SBS+Ss$?SsSISUS" !<SIS"SESHSK; HS (S=SESGS9! #3 (J 


> r,g,b ¿SBSNHOOOSO¿ (J (O¿SB!A¿(J4095) ¿SBSGS"SkSHS7SJS,Si!"2r@bSGSO¿ (J4096 
> a 6 ok hae dee 5 Tine (Jr,g,bz¢$BSKz (J 0¢SBSrSHS$C$?>19g¢ (J (shu 
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> ttle.lzhzSBSHS+SGSOS3S&SISCSFSkz (J) gSBSIS&STSkKS+S$, J, $+$iSISS! #3 (J 
> 02587, ՏԱ: (J1..¢ESBSISOS1SISSS7! #3 (J 


é$B<~008wSr! "8wSNEVS ?SCSFSSSkItd, Հ (J (¿SBSTS3S@SmS&!)8w8;#1SN!) S 
1 ¿SBGNSK$7S2$1S1SP!"¿(J4096 x 1 SBSP. $1$% S759551452558535F5G5514 (J 
2 ¿SBGNSJSi!"¿ (74096 x 2¿$B!"¿ (J 1/8 ¿SBSKS$S7S?S1S1SP¿ (J 4096/8 ¿SBSGS9!#;¿ (J 


Է g b¿SBSK¿ (J 0 ¿$B$r$H$k$H!"¿ (J0/4096 ¿SBSN<—-0O8w$,Q@_D3j$5$1!" (J 
¿$B<~0O8w$O$I$$$3$H$K$J$J$^$9!# (J 


einsiedler ` einsidle@cb3.so-net.or.jp 


-—-MESSAGE FILE 22269 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
114html.html 


--MESSAGE FILE 22270 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00115htm1l. html 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?W1FdQk1OGyRCJVULISUkKIWskciREJEokJCRHSkIkWRsoQg==?= 
=?1so-2022-jp?B?GyRCUD8kahsoQg==?= 

Date: Sat, 06 Sep 1997 02:52:41 +0900 

Organization: Japan 

Lines: 38 

Message-ID: <341046E9.9C68D0C7@aix.or.jp> 

References: <Olbcb88fS40db9de0$3375e5ca@noobow> <S5ulacfS4vj@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


éSBS3SsSKSASO!$9bEDSGS9! #2 (B 


> eSBtb#m#p%US ! S$SkSrSDSIS2SFIBSY$?$ j¢ (B 
> ¿SB@ZSjJN%SS7S?SjSSSmSSSmSGS-Sk%$"%$W%jJS7SjJS S;SsS+!) 


¿SBS-SCSH2hA|S$N%*%C%W% ($G%#%? $ _ Í S"SkSH¿ (B 
¿SBSSSSSNSGS7SgS&S1SI!"CNSjJS“S;SSs!# (B 


¿SBF1%5%$%:SNS$Sb$N$r>e2<:81&$K$D$J$2$k$b$N$H$7S$SFSO¿ (B 
¿S$B%U%j!<%=%U%H$N¿ (B GV ¿$B$,$"$J$^$9!#z (B 
ZSB0253N5 ՏչՏ՞Տչ ՏՏՏ, 1816Թ 


> ¢~SBSbS7L5S+SCS?Si<+Jd, $G:n$m$&$+$H9M$ (ՏԲՏ՞Տ9Տ, ! #2 (B 


VVVVVVVVVVV VV 


ESB<+M3SKG[CVSGS-S$k% (20254575, S"SkKSHIXMxSGS$9SM! #2 (B 


¿ SB; ASbS3S&SSS$&SN$,1,MWSI$; $$$+!S4IC1SISd$DSrin$j$*$7$?!#2 (B 
¿SB; dSNK\2H3% [!<%° $Z!<%8S+SiS@SESSSm! <SISGS-S*°S9! #3 (B 


¿SB%"%I%S1%9$O!!¿ (Bhttp://pweb.aix.or.jp/~kazta-ta/youhei/ 


ESBSGS9! 4. (B 
2 SBS SCSWS (SGSH#S2SH | SSSSCSHS*SCSWS1LS?2SCZASC! <SHSSSESNS, ¿ ( 
ESBS"SIS*SI!l #2 (B 
éESBFSSDSHSb@bL@=q$, S$JS$!J>P!KSNSG!S$$+SkS$/@bL@SrS9SKkKSH!$¢ (B 
2$B1&3\%?% S$GA*Br! $: 8%XA%?2%sSGG[CV!#; (B 

ESBSGS9!#2 (B 


wo 


¿SB1]1111111111111111)11111)1J1]1J1J13J1J1J111J1J1J111J1J2 (B 
¿SB11111!9DEDMNJ2; (B 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
2 $B5W$7$V$j$N=q$-9~$_$@; (B(^^) 


¿$B:G=*99?77F|;~!!!!1#8!?7#1#9¿ (B 
¿SB9927M=DjF|!!!1!1#g9121)1)¿ (B 
--MESSAGE FILE 22270 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


Net Yaroze newsgroups message dump.txt Page 14904 


115html.html 


--MESSAGE FILE 22271 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00116htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1ISO-2022-JP?B?UmU6IFtRXSBHc1IN1dEFt Ym1lbnQbJEIkTjJBEP3QbKEoO=?= 
Date: 6 Sep 1997 02:57:41 GMT 

Organization: Playstation Net Yarouze 

Lines: 14 

Message-ID: <5ugqgr5Sb5m@newsl.scei.co.jp> 

References: <19970904094220radheeth@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.203.229 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿ $BJdAB-$G$9$, !"¿ (J 


>> GsSetAmbient;¿SB%s"%s%S%(%s%S$H%+%i!<SN@_Dj¿ (J 

>> 

>> void GsSetAmbient (unsigned short r,unsigned short g, 
>> unsigned short b¿$B!K¿ (J 


GsSetAmbient ¿$B$N0z?t$O!"¿(J(long r, long g, long b¿$B!K¿ (J 


¿$B$G$9!#¿ (JLibrary Reference p133 ¿$B%_%9%W%j$G$7$g$&$+!)¿ (J 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 22271 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
116html.html 


--MESSAGE FILE 22272 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00117html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "ksugao" <xe7k-sgo@asahi-net.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?ISO-2022-JP?B?W1FdOThHETIMbJETKSBsoS1dJT jk1GyRCJEc1VSUhJSQlazhyNDkyREc9JEo 
1IiVXGyhK?= 
=?1SO-2022-JP?B?GyRCJUWobKEoO=?= 
Date: 7 Sep 1997 19:26:46 GMT 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <01lbcbbc3$a4955c40$3875e5ca@noobow> 
NNTP-Posting-Host: 202.229.117.56 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSOSSS*S;Ss!#:#¢ (JEPSON SBSN#4#8#6¢ (JNAS22; SBSHSSS&SN!<SH#P#CSr; ԷՏՇՏԻԲ» (J 
MS-DOS; $B>e$G3+H/SrS7SFSSSkKSNSGS9S, ¢ (J 

WIN952SBMQz (JDOSVz SBSK%US%! S$%k$r0\FOS9SKSHS-SOz (J 
ESBSUSmMSCSTSGO\STSESSSkKSSSGS9! #2 (J 

¿SBS3S1S, S“S?SHSFSbLLE]SJSNSGSJSKS+SSSS¿ (USOFT¿SBCNSjJS $S;SsS+!)¿ (J 
¿SB%$7%3j%"Sk$N%$/%Sm%$9%1!<%V%$k$G@NB3$O; (J 

¿SB$b$&ľ$9$G$K$7$F$"$j!"¿ (J 
ESBHd#odts#vS*S7!<SsSrz (JWIN95¿$B$+$i¿ (UDOS¿ SBSK$*$m$7SFSISiSGS-SkSHSSS&z (JSOFT 
¿SBS7S+S7$jS”S;Ss!# (J 


ESBShSm$7$/S$*45SSS7S*S9! #3 (Մ 
-—-MESSAGE FILE 22272 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
117html.html 


--MESSAGE FILE 22273 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00118htm1l. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "ksugao" <xe7k-sgo@asahi-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1S0-2022-JP?B?UmU6IFtRXUJNUBskQiVVJSE1LJCVrJHIkRCRKICQkROpCUFkkPyRqGyhK?= 
Date: 7 Sep 1997 19:37:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01lbcbbc5$28238860$3875e5ca@noobow> 

References: <Olbcb88f£S40db9de0$3375e5ca@noobow> <S5ulacf$S4vj@newsl.scei.co.jp> <34104 
6E9.9C68D0C7@aix.or. յք» 

NNTP-Posting-Host: 202.229.117.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


reszSBSIS&Sb$"$4$, SHS&S4S 6SSS*S7$?2 l#e (Մ 
ESBS7TS+S7!"S\$/$8,S$%a!<S8S7SFS ?SNSHSOSASGSCSHOCSCSFSSS*S7$?! #2 (J 
éSBSASgSCSH<+J, SGSb:nSCSFS_ShS&SH;WSCSFS*S9!#¢ (J 
ESBS*S?=PMhS$?SisS"SCSEWSISKS+SHS7S1S*°S;Ss!#e (J 

¿SBS=S$1SGSO;¿ (J 

ESB! <!<!<!<e (J 

ESBSL!<z (J 


-—-MESSAGE FILE 22273 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
118html.html 


--MESSAGE FILE 22274 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00119htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] =?ISO-2022-JP?B?GyRCUWk1LICVWIWklaiVqJUVULISVSIXMbKEI=?= 
=?1SO-2022-JP?B?GyRCUTKkTiReJEEKLCOkGyhC ?= 

Date: Mon, 08 Sep 1997 15:42:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <19970908154235radheeth@fa2.so-net.or.jp> 

References: <19970904094220radheeth@fa2.so-net.or.jp> <5uqgr5S$b5m@newsl.scei.co.jp 

> 

NNTP-Posting-Host: 210.132.144.129 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


"einsiedler" <einsidle@cb3.so-net.or. jp>zSBS$5$sSO=q$-S*S7S?!#2 (B 
>GsSetAmbient ¿SBSN0z?tSO!"¿ (B(long r, long g, long b¿$B!K¿ (B 
>¿$B$G$9!#¿ (BLibrary Reference p133 ¢S$B%_%9SW%jSGS7SgS&$+!)¢(B 


¿SB3NS+SK¿ (B LIBPS.Hz$BS$GS0!"¢ (Blong SBSKSJSCSF$*S$9! #2 (B 
2SBK\SN7ABVSNg (B ¿S$B%i%$%V%i%j%j%U%1%1%s%9S@S1SGSJS/!"¿(B 
http://wwwl.scei.co.jp/forum/tool/archive/doc/word/japanese/libref.lzh 
¿$B$K$"$k¿ (B LIBREF1.DOC :SBSbF1$8%_%95,S5"S4S*S9! #2 (B 

2 SBS [$+$K$b%_%9$,S$"SC$?! #2 (B 


> GsRVIEW2 

> ¿SB;kEQOLCV!J%SjJ%SU%S!%1%s%97?!K;¿ (B 

> 

> ¿SB9=BS¿ (B 

> struct GSRVIEW2 { 

> long vpx, vpy, Մք2: 

> long vpx, vpy, vpz ՀչՀ-- ¢$BS$3$32 (B 
> long rz 

> GSCOORDINATE2 *super 

> )չ 

> 

> ¿SBsasss%sP¿ (B 

> Vpx, VPY, VDZ ¿SB;kFEQ:BI8¿ (B 

> ՄԱՀ, Vry, ՄԷ ¿SB;2>HEQG:BI8¿ (B 
> 


rz ¿SB;kFEQSNG1S3; ( 


= 
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> super ՀՏ kE@Sr@_DjS9Sk:BI870SXSN%] S$%s%?¢ (B 
> ¿$B!J¿ (BGSCOORDINATE2;$B7?!Kz (B 


¿SB9=BSSNSHS3SNsSsa%Ss%*PL>$,S%“SAS,SCSFS*“S9!#8+S?$iJ, $+$kS_S9S@S1ST! #3 (B 
ESBS3SN%_%9Sbz (B gSBSISASiSKSbS"Sk! #2 (B 


LUNO radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/~dqb00718/ 
—-MESSAGE FILE 22274 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
119html.html 


--MESSAGE FILE 22275 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00120htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] 98DOS=?1SO-2022-JP ?B?GyRCJEGbKEJXSU45NRskQiRHJVUbDKEI=?= 
=?1SO-2022-JP?B?GyRCUSELJCVrOHIOOTJERzZ0kSiUiJVclahsoQg==?= 

Date: Tue, 09 Sep 1997 11:03:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <redbug$Sff8d19970909110308@news1.scei.co.jp> 

References: <Olbcbbc3$a4955c40$3875e5ca@noobow> 

NNTP-Posting-Host: 133.130.133.31 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.program.questions ¿$B$N¿ (B 
<01lbcbbc3$a4955c40$3875e5ca@noobow>¿ SBSKS*SSSF3 (B 


1997/09/07/ 19:26 ¢S$B:"!"z (B"ksugao" <xe7k-sgoĝasahi-net.or.jp>¿$B$5$s$0=q$-$^$7$?! 
# (B 
> $B$9$$$^$; $s!#:#¿ (BEPSON: SBSN#4#8#6¢ (BNAS2: $B$H$S$$&SN!<%H#P#C$r;H$C$F; (B 


>MS-DOS; $B>e$G3+H/$r$7$F$Ş$K$N$G$9$, ¿ (B 

>WIN95¿$BMQ: (BDOSVz SBSK%U% ! $$%kSr0\F0S$9SkSHS-S$O; (B 
>i SBSUSmMSCSTSGO\STSFSSSkSsSGS9! #32 (B 
>¢$B$3$1$,$°S?SHSFSbDLLE] SUSNSGSISKS+S$$$$¢ (BSOFT: $BCN$J$^$; $s5$+!)¿ (B 


¿SB!V¿ (BWIN95¿ SBMQ¿ (BDOSV¿ $B!W$K!"¿ (B98/V ¿$B$r%$%s%9%H!<%k$7$F!"$=$N>e$G3+H/$9$k¿ (B 
ESBSHSSSE&SNSOSISESGSTSG$E!) & (B 


ESB! &!&!&SCSF>LiCLSOCVSSSFS*SSSF!&!&!&3 (B 


95 ¿SBB&$K%Q%=%3%sDL?.SN%[%9%H%$W%m%0%i%`!";¿(B98DOS¿S$SBB&SKDL?.%=%U%HŠ$r¿(B 
¿SBF-S1SkSHSSS&SNSOS@SaSGS7SgS&S+!1)¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
-—-MESSAGE FILE 22275 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
120html html 


--MESSAGE FILE 22276 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00121htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "ksugao" <xe7k-sgo@asahi-net.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?ISO-2022-JP?B?UmU6IFtRXTk4RE9ITGyRCJEGbDKEpXSU4 5NRskQiRHJVULISUkKIJWs4cjQ5MkR 
HPSRKGyhK?= 
=? 1S0-2022-JP?B?GyRCJSI1VyVqGyhK?= 
Date: 9 Sep 1997 14:59:38 GMT 
Organization: PlayStation Net Yarouze 
Lines: 27 
Message-ID: <01lbcbd30$a5e59e20$2d75e5ca@noobow> 
References: <01lbcbbc3$a4955c40$3875e5ca@noobow> <redbugSf£8d19970909110308@newsl.sce 
i.co.jp> 
NNTP-Posting-Host: 202.229.117.45 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 


Net Yaroze newsgroups message dump.txt Page 14907 
X-Newsreader: Microsoft Internet News 4.70.1155 
¿SB#r#e#sSIS&SbSGS9!#;¿ (J 


RedBug <redbug@donk.ne.jp> wrote in article 
<redbug$f£8d19970909110308@news1l.scei.co.jp>... 

> playstation.ny.program.questions ¿SBSN;¿ (J 

> <O01lbcbbc3$a4955c40$3875e5ca@noobow>:;SBSKS*SSSF3 (J 

> 1997/09/07/ 19:26 ¿$B:"!";¿ (J"ksugao" 
<xe7k-sgo@asahi-net.or.jp>¢SBS5SsSO=q$-S*S7S?! #3 (J 

> >¢SBS9SSS*°S;Ss!#:#2 (JEPSON: SBSN#4#8#62 (JNAS2:SBSHSSS&3N!<SH#P#CSr; ԷՏՇՏԻՀ (J 
>MS-DOS; $B>e$G3+H/S$r$7SFSSSkKSNSGS$9S, ¢ (J 

>WIN95¢ SBMQ;z (JDOSV; SBSK3U% ! 3$Sk$r0\F0S$9SkSHS-S$O¢ (J 
>¢-SBSUSMSCSTSGO\STSFSSSkSSSGS9! #2 (J 
>¿SBS3S1S,S“S?SHSFSbLLE]SJSNSGSJSKS+SSSS¿ (JSOFTZ$SBCN$43$*$;S$s$+!)¢ (J 


¿SB!V¿ (UWIN95¿ SBMQ¿ (UDOSV¿SB!WSK!": (J98/V ¿SB$r%$%Ss%9%SH!<%k$7S$F!"$=SN>e$SG3+H/S9Sk¿ 
J 
¿SBSHSSS&SNSOSIS&SGS7SgS&!)¿ (J 


Va V V V V V V 


¿SB#9#8!2#VSCSFSJSSSGS9S+!)¿ (J 


> 95 ¿SBB&$SK%Q%=%3%sDL?.SN%[%9%H%W%m%0%i%`!"¿(J98DOS¿$BB&SKDL?.%=%U%HŠr¿ (J 
> ¿SBF-$1SkS$SHSSS&SNSOSQSaSGS7SgS&S+!)¿ (J 


¿SBS=S&SSS&S3SH$S,%7%j%"%k%1!<%V%$k1[$S7SKSGS-SkSsSGS9S+!);¿ (J 
¿SB$=S7S?$i!"$=$N$dS3J)$H¿ (J 
éSBS=S1SKS"SCS$?¢ (Usoft¿SBSr65$ (ՏԲՏԵՏ1Տ ($S*S;SsS+!)¿ (J 


¿Š$B%SLI<¿ (J 
--MESSAGE FILE 22276 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
l121html.html 


--MESSAGE FILE 22277 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00122htm1l. html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: 258655 (SF!"%,%SsS3%Ss>pJs<hF@K! ¢ (J 

Date: 22 Sep 1997 20:08:56 GMT 

Organization: miyako 

Lines: 21 

Message-ID: <606j80$227@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.239.74.46 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS9z (J 


¿$B%, SSSPS1SCSHSOSSSSSMS'! #3 (J 
¿i $B; W$o$:Gc$$$?$/$I$C$F$7$^$$$^$7$?! #2 (J 


¿SBSHS3SmS, !"9u¿ (JPS¿$B$K:9$7$ŞF$IJ$S$ŞH$+F~NO$r$H$m$&$H$7$F$b!"¿ (J 
¿SB4JC1SKS$SOSSS+SJSSShS&SG!"¿ (J 
¢£$BS\%S?SSSNF~NOS7S+SHS1$*S;Ss!#¢ (J 


¿SBSJSsSHS+%S, SSSNA@SCSFSSSk:BI8CMSr<hF@S$9Sk; VSO; (J 
¿$BSG$-$I$$$G$7$g$&$+!)¿ (J 


PS¿SBSN¿ (JI/O¿$B2s$Jj$, $I$&ŞIŞC$F$$$k$N$+$b$o$+$i$:!"¿ (J 
ESBSIS&S$ 9SkS$3SHSbSGS-S*S;Ss!l#e (J 


ESBSISS$I:3:Y$I; VSGSDSSSSSGSO!#S*45SSSTS*S9lL#E (J 

Taisuke Fukuno (uni@po.miyako.co. jp) 

http://sariel.miyako.co.jp/~uni/ 

-—-MESSAGE FILE 22277 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


122html1.html 


--MESSAGE FILE 22278 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
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00123htm1l.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1ISO-2022-JP?B?GyRCNJUKKCRGISILLCVzZJTM1cz5wSnM8aBsoQg==?= 
=?1SO-2022-JP?B?GyRCRKBLIRsoQg==?= 

Date: Wed, 24 Sep 1997 09:57:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <kamon$21c519970924095707@news1.scei.co.jp> 

References: <606j80$227@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLGSGS9O! #2 (B 


"FUKUNO Taisuke" <uni@po.miyako.co.jp> wrote: 
>¿SBS&SKSGS9; (B 

> 
>¿SB%, %$s%P%1%C%HS$SOSSSSSMŠS'!# (B 
>¿$B;WSoS:GcSS$SS?S/SJSCSFS7S SSS S7S?!# (B 


ESBS&S#!A!SKMSb%, 3SSP41SC%HM_S7SSSGS9! #2 (B 
¿SBM'C#SHBP@oS7S?Si@9Sj>eS,SkS$S@SmS&SJ!A!#¿ (B 


>¿$BSHS3SmS, !"9u¿ (BPS¿SBSK:9S7SFSJSsSHS+F—-NOSrSHS$SmS&SHS7SFSb!"¿ (B 
>¿SB4JC1SKSOSSS+SJSSShS&SG!"¿ (B 
>¢SBS\S?SSSNF~NOS7S+SHS1S%S;Ss!#¢ (B 

> 
>éSBSISSSHS+%, SSSNA@SCSFSSSk:BI8CMSr<hF@S$9Sk;vSOz (B 
>¿$BS$SGS-S$JSSSGS7SgS&S+!) (B 


¢ SBKMSbM'C#SK%, %s%3%s$r<Z$j$F%A%C%1%5%8$7$F$_$?$s$G$9$1$I!$%@%a$G$7$?; (B 
¿SB!#$SJSsS+<u?.SP%$C%$US!SN#41S#5SPSSSHLNS"$?$3j5S, ZSASqsmSCSHFOSS$?$4$9Skz (B 
¿SBSsSGS9S1SI!SS<SsS<Ss;HSSSbSNSKSJSjS S;Ss!# (B 

¿$B$*$=$i$/%, %s%3%s$K=i4|2=?.9f$rAw$i$J$$$H$$$1$J$$$s$G$7$g$&$1$I!$; (B 
(24585"Տ7ՄՏ355ՏԵ4՞ՏՅ: (8) ¿$B%3%s%H%m!<%i!<$K?.9fŠrAw$kJ}K!$C$F$<$s$<$s$o$+$iç (B 
ESBSISSSGSISHSM! #2 (B 


¢£$B%4%_%1%9SGS9S_S$*S;S$s!#z (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 22278 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
123html html 


--MESSAGE FILE 22279 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00124htm1l. html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: ¢SB65S(SF!"%,%SsS3%Ss>pJs<hF@K! 3 (J 

Date: 27 Sep 1997 17:11:19 GMT 

Organization: miyako 

Lines: 28 

Message-ID: <60jenn$gjl@newsl.scei.co.jp> 

References: ՀՇ06)80522760ոճատ1.ՏՇ61.Շօ.)յք» <kamon$21c519970924095707@news1l.scei.co.jp 
> 

NNTP-Posting-Host: 202.239.74.37 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS9z (J 


> ~¢SBS&S#!A!SKMSb%,%SSPS1%CSHM_S7SSSGS9! #2 (J 
> ¢SBM'C#SHBP@0S7S?Si@9Sj>eS,SkS@SMSESTIA! #3 (J 


¿SB%, SSGCSCSFS7$*S*S$&S+SHSb;WSE&SSS@S1IST!I"3 (J 
ESBS &SASKS=SUSHSISSSNSKGcS$&!) Հ (J 
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¿SBSCSF;WS&SHSSS“SSSA!&!&!&¿ (J 
ՏՔ9ստՇ: H$ (S$?SiLBS0S: #2SDGCSESNSK!&!&!&! #3 (J 


> ¢SBKMSbM'C#SK%, ՏՏՅՏՏՏԷՀՏՏԻՏՃՏՇՏԼՏՏԵՑՏՄՏԻՏ pera ԱՆՆ @SaSGS7$S?¢ 

> ¢SB!#SISs$t+<u?.SP%C%US!SN#H4!S#5SPSS% 6 m%CSHF0$SS2S3j3S9Sk¿ (J 

> ¿SBSsSGS9S1SI!SS<SsS<Ss;HSSSbSNSKSJSjJS S;Ss!# (J 

> . o Ա i4|2= 2.9fSrAwSiSJSSSHSSS1SJSSSsSGS7SgS&S1SI!S¿ (J 

> (gSBS"SIS3%sS$b4%Saz (J) £$B%3%s%Hsm! <Si!<SK?. 9FSrAwSkI}K!SCSFS<Ss$<SsSoS+Siz (J 
> 5 i 11 

¿SB@N%[!<%s%I%*%&%k$@$C$?$+ŠJ!)¿ (J 


¿SB$=$1$K$b%, %s%3%s$, ՀՏ Բում anos ees $?SNSO%H%4%, !<SNS_! #2 (J 
ESBS"SIS3SSSNSUSkKSUSkKSbSdS IS ?SSSNSKSI!<! #2 (J 
SCEIz: SBSKMWK>S@!<!*3 (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co. jp/~uni/ 


—-MESSAGE FILE 22279 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
124html html 


--MESSAGE FILE 22280 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00125htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (Saizo) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: Q] =?1ISO-2022-JP ?B?GyRCJUWkLUCVWIWklLaiVqJVULISVSJXMbKEI=?= 
=?1ISO-2022-JP ?B?GyRCJTkKkTiU/JISQIVyV£ITKbKEI=?= 

Date: Sun, 28 Sep 1997 21:39:53 +0900 

Organization: NERV 

Lines: 25 

Message-ID: <19970928213953radheeth@fa2.so-net.or.jp> 

References: <19970904094220radheeth@fa2.so-net.or.jp> <5uqgr5$b5m@newsl.scei.co.jp 

> <19970908154235radheeth@fa2.so-net.or.jp> <1997091213131lradheeth@fa2.so-n 

et.or.jp> 

NNTP-Posting-Host: 210.132.144.129 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


() ¿SB4X?tSr;HMQS7SF:GBg¿ (B n ¿$BJ8; zSNJ8; zNsSrIA2hS$9SkS3SHS, = Sk!#¿ (B 
isbg ¿$B$K¿ (B 1 ¢SBS$r;XDjS9SkSHJ8; zNs$rIA2h$9Sk:]SKGX7ISr%3/SjS"S9Sk! #2 (B<c==¿SBS3SA 
i$,@5$7$$2 (B 


> FntOpen¿SB%SW%jJ%s%SH%9%sH%j!<%`Sr%*!<%sW%s¿ (B 

> 

> ¿$B7A<0¿ (B int FntOpen (int x, int y, int w, int h, int isbg, int n) 

> 

> ¿S$B0z?t>ə¿ (B 

> x, y ¿SBI=<(3+;O0LCV; (B 

> w, h ¿SBI=<(NN0h¿ (B 

> isbg ¿SBGX7J<+F0%S/%3j%"¿ (B 

> 0: ¢g$BI=<(;~SKGX7ISrz (B(0,0,0) gSBSK%S/SjS"S9Sk! #2 (B <== 65585353 
SN5-=ROcS&¢ (B 

> 1: ¿$BI=<(;~$KGX7J$r¿ (B(0,0,0) ¿$B$K%/%j%"$7$J$$!#¿ (B 

> n ¿SB:GBgJ8; z?t¿ (B 

> 

> ¿SB2r@b;¿ (B ¿SB%*%s%9%S/%S3j!<%s%W%j%Ss%SHMOSN%9%SH%Sj!<%`S$r%*!<%W%sS9S$Sk!#S3S1l;; (B 
> ¿S$SB0J8e!"%U %11<%* SPSCZUS! SNe ( (B (x,y)—-(xtw, yth) } SBSNGKTANNOSK. (B FntPrint 
> 

> 

$ 


02 SBSH; (81:585, 5USKSISCSFSk! #2 (B 


Saizo radheeth@fa2.so-net.or.jp 

http://wwwl.scei.co.jp/~dqb00718/ 
-—-MESSAGE FILE 22280 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
125html.html 
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--MESSAGE FILE 22281 START: 


00126html.htm] 
Path: chuka.pl 


Page 14910 


net-yaroze-usenet/00000003-SCFI/ny/program/questions/000 


laystation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 


From: Saga <yasushi@scc-kk.co.jp> 


Newsgroups: 
Subject: Re: 
Date: Mon, 29 
Organization: 
Lines: 30 

Message-ID: 
References: 


p 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


laystation.ny.program.questions 
=?iso-2022-jJp?B?GyRCNjUkKCRGISI1LCVzJTMlcz5wSnM8aEZASyEbKEo=?= 


Sep 1997 11:37:38 +0900 
PlayStation Net Yarouze 


<342F1472.12BA@scc-kk.co.jp> 
<606j80$227@news1.scei.co.jp> 


203.137.182.11 
1.0 


text/plain; charset=iso-2022-jp 


Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 

ԵՏՔ !SOS8SaS*S7SF3 (Մ(՞ ՞) 

> ¿SBSHS3SmS, !"9u¿ (JPSzSBSK: IS 7TSFSISSSHS+F~NOSrSHSmS&SHS7SFSb!"¢ (J 
> ¿SB4JC1SKSOSSS+SJSSShS&SG!" (J 

> ¢~S$BS\3?SSSNF~NOS7S+SHS1S*S;Ss!#z2 (J 


$B! !4IC1SKSHS$1$*S9SNSG!"SbS&>/$7EXNO$7SFS_SFS$/$@S$5S$¢ (J 
2$B!!SBScS$"!"S"Ss$*SISTSNSG!"SU 


(՞ Ne 
, 
<$ $ 

5 


5) !<%S“%SC%H:NS;SFS*S-S ինը 


offset type value 

+ 02 word button 

+ 04 word (short?) gun_x 

+ 06 word (short?) gun_y 
ESB! !#XSH#YSUS@SCS?S+$SI!) 2 (J (*%_%; 
ԵՏՔ !CmOUE@SHS7SF!"¢ (J 
ESB! !!!!&SSS3GS*CK<; RSKS, SSS3SSSr7TRS2ZSISSSHSSS1SISS! #2 (J 
¿SB!!!111&%S,%s%3%sS,2hLL30SNSHS-SO!"¿ (Jx=1, y=10¿SB!#¿ (J 
ՀՏ81 11118: BI8SOS"S/SA $G=F$N:BI8$G%S9%$ 1 1185: 5195650535518: (J 
¿SB!!!!!&2hLLS$S,L@SkSS?'SGSJSSSH:BI8SrSHS1SJSS!#¿ (J 
éSB!!!!!&4X78SISS2HLLSK=FSr8~S1SFSb:BI8$, SHS1Sk¢ (J (¿SB>P¿ (J) 
¿SB!!S"SH!"¿ (Jgun_x, gun_y¿SBSO¿ (Jshort;SBSNJ}$,NISSS+SbS$7515%°S;Ss!#!!S5%stwsktw%m%s0 
Տ12 (J 

¿SB%` :n$C$?$H$-$K¿ (J 


< $B$= S&;WSCS?S@S1SGS9S,¿ (J 


saga. 


——MESSAGE FILE 22281 END: 


126հետ1. հետւ 


——MESSAGE FILE 22282 START: 


00127html.htm] 
Path: chuka.pl 


From: kamon@mail.web-hyogo. 
laystation.ny. 
=?1SO-2022-JP?B?GyRCNjJUKKCRGISTILLCVZJTM1cz5wSnM8aBsoQg==?= 


Newsgroups: 
Subject: Re: 
=?ISO- 
Date: Mon, 29 
Organization: 
Lines: 33 
Message-ID: 
References: 


p 


— 7 


net-yaroze-usenet/00000003-SCFI/ny/program/questions/00000 


net-yaroze-usenet/00000003-SCFI/ny/program/questions/000 


laystation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
or.jp (Taro Kamon) 


program.questions 


2022-JP?B?GyRCRKBLIRsoQg==?= 
Sep 1997 17:19:55 +0900 
PlayStation Net Yarouze 


<kamon$21c519970929171955@news1.scei.co.jp> 
<606380S227@newsl.scei.co.jp> <kamon$21c519970924095707@news1l.scei.co. 


jp 


> <60jenn$gjl@news1.scei.co.jp> 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


X-Posting-Software: 


210.136.1.34 

1.0 

Text/Plain; charset=ISO-2022-JP 
WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLGSGS9! #2 (B 
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>>why you'd want to hook the modem up directly to the PSX... 

>> 

>>What you could do is use your PC as a proxy using something like 
>>PSXSock. Go to the SCEA pages on the members site and look for PSX 
>>Sock or ~jblack. It may do what you need. 

>> 

>>Man, I was going to implement a VRML browser on the Yaroze as my next 
>>project, probably next year. Wish you the best of luck, and I'd be 
>>very interested in seeing what you end up with. 

»»-- 


>my project is connect psx directly to the modem and then use it into the 
>VRML net. 

>For do this I must build a sw that implement a TCP/IP layer and other stuff 
Pe ead ;) 

>This is a proposal of thesis done by a my professor and then I'am trying to 
>study the problem in depth. 

> 

Why would your professor get you to consider such a thing? It's a games 
machine! Why would you want a web browser on the Net Yaroze when you should 
already have one on the PC or Mac that the Yaroze is currently attached to? 
There is only one possible use I can see for a modem to be connected to a 
Yaroze or any other PSX and that is for a serial link over the phone direct 
to another PSX with a modem. I am surprised Sony have not already thought of 
this! I'm sure plenty of people with PSX's have friends with one too that 
they would like to try linking up to but don't bother because it would be 
too much hassle transporting a PSX+TV to another house just to play one or 
two games. 


Regards, 
JohnT 


--MESSAGE FILE 2354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01057 


—-MESSAGE FILE 2355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001058 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analogue Controller Calibration? 

Date: 28 May 1998 10:51:18 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Sender: thutton@TECH10 

Message-ID: <u7m37b415.fsf@cybec.com.au> 

References: <356C619D.1372E523@chowfam.demon.co.uk> 
<356c88d7 .2193233@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


dave@ulthwe.demon.co.uk (Dave Smethurst) writes: 


On Wed, 27 May 1998 19:55:25 +0100, James Chow 
<james@chowfam.demon.co.uk> wrote: 


>I read on the web pages that if the software is to 
>support analogue input, then there "should" be 
>facilities to enable the user to calibrate the 
>controller (for sensitivity, etc). 

> 
>So why can I NOT calibrate my dual shock (analogue) 
>controller in Gran Turismo then? 


Errm , I think it's because the dual shock controllers are 
self-calibrating 


VVVVVVVVVVVV VV 


Cool. Any idea how this would work? Calibration really should 
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"FUKUNO Taisuke" <uni@po.miyako.co.jp> wrote: 
>2SB%, SSGCSCSFS7S*°S*S&S+SHSb; WS&Ss$@Sl1sI!"¿( B 
>¿SBS&SASK%=%U%SHSJSSSNSKGcS&!)¿ (B 
>2SBSCSF;WS&SHSSSASSSA!&!&!&¿ (B 

>¿SB9u$G;H$S (S$?SiLBSOS: #2SDGCSESNSK!&!&!&!#3 (B 


¿SBKM!SIVs2%5% Ss/%s1%5%7%91WS,=PS25HS- SK!V%, %*s$s%*$3%ss$@S1l1GdSCSF!*!WSCSFGc¿ (B 
ESBSSSKITS-S*S7S2?Sh! #SGSb!$!V%,%S%3%SC1IJHNGdSO%, $S%P%1%CS%HH/Gd$*SGBTSCz (B 
2 SBSF ! WSF8@S051$FGcS$ (5-5:5550575218: #;WS&SH! VGcS (SJ$/SF=uS+SC$?!A!WSCSF3 (B 
ESB; WS$$*$92 (B(¿SB>P¿ (8) ¢SB! #2 (B 


> 2 $BQNS [ !<tst1%*%E8k$@SC$2$+$I!) 
>i $B$=$1$K$b%, %s%3%s$, 5 sa $?SNSO%HS4%, !<SNS_! #2 (8 


£$B%3%I%_SN%2!<%> SG$9S+!)2(B ¿S$SBSJSsS+?e?'$H%ST%s%/?'SNS+%$C%30-$$%S,%s%3%s$,¿ (B 
¿SŠB$S`S$S+S$S7S"$CS?ShS&ŠJ!&!&!&!# (B 


>¿SB%"%SJ%3%sSNSUSkSUSkSbSdSjJS?SSSNSKSJ!<!#¿ (B 
>SCEI¿jSB$KMWK>$@!<!*¿ (B 


¿SBBP1-$K$V$$SGS9ShSM!#S*Sb$S7SmS$SS2!<%`:n$l$=$S&ŠSJSNSK!# (B 

ESBSFS1SSSK8~S1ISFS, S$SSs%3%s?6Sj2<SmS9!V%9%SS%+3dS3j%2!<%` !WSHS+!S!V7uF; %2¿ (B 
ԱՆ ՏՈ Տ ՏԸ` SHS+!#%M%?$@S1SJSiSSS/S$SiSGSb;WSS¿ (B 
¿SB$DS/¿ (8(258»Քչ (B)¿$B!#¿ (B 


#R"¿SB%$"%$S%G%"¿ (8"չշՏՔՏ8ՏՕՏՄՏ/ՏԻԼՏՏ"Տ/Տ՞ՏՕչ (B"¿SB%S$M%?¿ (B" (¿SB>P (B) 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22282 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
127html.html 


--MESSAGE FILE 22283 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00128htm1l. html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?i1so0o-2022-jp?B?GyRCUTM1LcyVRIJSQlayUoJWkhPBsoSg==?= 

Date: Thu, 02 Oct 1997 01:14:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <343276EA.2B5C@ka2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


¿$B!!¿ (JWindows;SBSN; (JMS—DOS; SBSWsm%s SWsH>eSGSN#G#HCHCSG! "J#; ($I<0$r4^$`¿ (J 
ESBS=!<S9Sr%3 %520%5%Kk$7 Sh$ & SHS 9SkSHF FSNS ( (S3i!<S,=PSFDd;_S7SFS7S*°SSS*°S9! #2 (J 


£$B%1%8%9%?!<SNCMS$r6qBNE*S$KI=< ($7SFDd;_S7SFS7S*S&SNSGS9! #2 (J 


ԼԱՆ ՏԱՑԻ L (INS DOS¿$B:F5/F0; (J] gSBSKSh$k%3%s%0%S$%kSGSOLGBSISSSNSG 
$9s, լու 

ՍԱՏԱՐ )1!1!11111111111111!11!1!¿ (JMOSSADAPE 
--MESSAGE FILE 22283 END: net-yaroze-usenet/00000003- SCEI/ny/proaram/questione/ 00000 


128html.html 


--MESSAGE FILE 22284 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00129html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: TMD=?iso-2022-4p?B?GyRCJVULKSE8JV41QyVIJESkRCQkKJEYDKEo=?= 
Date: Sun, 01 Feb 1998 01:47:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 
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Message-ID: <34D355B4.7E30@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.171.237 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESB! !#T#M#DSUS) !<S*SCSHSGMM! 9SJ%]%J%4%s%G!<%?Sr%W%m%0%Si%`CfSG;e(J 
é$B:n@=$7SFD>@\¢ (JUGsSortObject4()¿;SŠBSGIA2hS9SkSW%m%0%si%S`$r:n@=$7$2$7S?!#¿ (J 


2$B!!$3$1$, 2 (UTMD; SB%$U%) !<3*SCSHSN@DLGz (J 
(http://wwwl.scei.co.jp/forum/tool/info/tmd.htm) 
ESBSKS"SkMM! 9SJT#33Q7ASd#43Q7ASO011~IA2hHS7SFS/S1SkSNSGS9S, !"¿ (J 


¿SŠBD>@-$d#3#DS9SWSiSSSHSrIA2hS7$ShS&SH$S9SkSH!"2?28NS+S&$S*$/SSS+SJS/SJS3S S9!# (J 
éSB!!S3SN;vSKSDSSSF!"STSsSJ860xS, 9MS (SiS1SkSNSGS7SgS&S+!)¿ (J 
¿SB!!SISJS?S+860xSd2r7hJ)K!SNS$SoS+SkJ)!"Ss"%ISP%SS%9S7SF2<S5SSSCS9!#!!¿ (UMOSSADAPE 


—-MESSAGE FILE 22284 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
129html html 


--MESSAGE FILE 22285 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00130htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJSkhPCVeJUMISCRLJUEQKICRGGyhC ?= 
Date: Sun, 1 Feb 1998 12:45:36 +0900 
Organization: PlayStation Net Yarouze 
Lines: 16 
Message-ID: <6b0rhjS8bf@newsl.scei.co.jp> 
References: <34D355B4.7E30@ka2.so-net.or.jp> 
NNTP-Posting-Host: 202.217.99.20 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>¿SBN, ¿ (B 

»ՀՏ81 153515, : (BTMD; SBSU%) ! <S$2%SC%HSN@bLG;¿ (B 
>(http://wwwl.scei.co.jp/forum/tool/info/tmd. htm) 

>éSBSKS"SkMM! 9$J#33Q07ASd#4307AS0011~IA2hS7SFS/S1SkSNS$GS$9$, !"¿ (B 

> SBD>@~Sd#3#D%9SWSi SS SHS rIA2h$7ShS$ &SHS 9OSKSH!"2?7?8NS+S&S*°S/SSS+SIS/STSIS*SO! HE (B 
>¢$B!!S3SN; vSKSDSSSF!"STSsSJ860xS, 9MS (SiS1SkKSNSGS7SgS&S+!)¢(B 


ESBS3Ss$KSASO! #2 (B 


¿SB#3¿ (BDESBSISWSISSSHSAD>@~SOSTS&SASI@DLESTSESISGSOSASASGSTSGSESM! #2 (BTMDZ SBSNC£SKS 
OD>@~Sdz (B 

2$B43z (BD: $B%9%WSi S$ SHSOF~$1$1S$IS$$h$&SGS$9 ! IEMSCSHSdSmSES<S@S+SiS+$T!) 1K! #2 (B 
GsSortObject4¿$B$,BP1~$7$F$^$; $s!#¿ (B 

ESBS?S@#3¢ (BDz SBS9SWSi SSSHSbD>@~Sbz (BTMD: SBSKF~S1SkI,MWSOSISSSNSG:$Sk; VSOSITSSSH;WSSS 
AS9!# (B 


Yuu (seryu@ba.mbn.or. jp) 


—-MESSAGE FILE 22285 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
130html html 


--MESSAGE FILE 22286 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00131htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: TMD=?iso-2022-7jp?B?GyRCJVULKSE8JV410yVIJESkRCQKJEYbKEo=?= 
Date: Mon, 02 Feb 1998 21:40:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <34D5BEC7.6118@ka2.so-net.or.jp> 

References: <34D355B4.7E30@ka2.so-net.or.jp> <6b0rhjS8bf@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.171.169 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


> ¿SB#3¿ (IDeSBS9SWSiSSSHSdD>@~SOSISESASI@DLESTISES FSGSOS@SAaSGS7TSgGSESM! #2 (JTMDESBSNCES 
KSOD>@~Sdz (J 
> ¿SB#3; (JD: $B%9W%i S$ $HSOF~$1$1$I$$$h$6$G$9 ! ISMSCSHSdSmSES<$S+S$iS4S$T!) 1:18: (J 


> GsSortObject4¢$B$,BP1~S7SFS*S;Ss!#2 (J 


¿SB!!!&!&!&!&!&!&!&!&!&S.ScSUSs!#; (J 


> ¿S$SB$?S@#3¿ (IDE SB$9%sW%iS$%H$bD>@—-$b; (JUTMD¿SBSKF-S$1$kI,MWSOSJSSSNSG:SSk;vSOSJSSSH;WS 
SS*°SOl#2 (J 


¿SŠB!!SHSJUSKSHS"SHSOR#3#D"*#2#DSN:BI8SrD>@NF@SkJ)K!Sr¿ (J 


—-MESSAGE FILE 22286 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
131thtml.html 


--MESSAGE FILE 22287 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00132htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "premia" <IZC05326@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?1iso0-2022-jJp?B?GyRCI2s jciNv1I20jMiNOI2k jbSRLJEQKICRGGyhC ?= 
Date: Mon, 2 Feb 1998 22:55:41 +0900 
Organization: PlayStation Net Yarouze 
Lines: 8 
Message-ID: <6éb4jpaScga@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.219.15.35 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#k#r#o#m#2#t#i#mSN;HSSJ)S,ShS/SoS+$Sj$S S; !# (B 
¿SBSIS&SdSCSF;HS (SPShSSSNSGS7SgS&S+!)¿ (B 
¿SBS=SN$"SHSIS&Sd$CSFI=<(S9$k$+S$Sb$oS+$j$*S;$s!# (B 
¿SBS=SNJUSr65S (SFSbSiS (SUSSSGS7SgS&S+!)¿ (B 
ESBSh$Sm$7$/S$*4j5SSS7S*°S9! #2 (B 

ESBSGSOSGSO! #!#!#! #2 (B 


—-MESSAGE FILE 22287 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
132html html 


--MESSAGE FILE 22288 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00133html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: TMD=?ISO-2022-JP?B?GyRCUVULKSE8JUV410yVIJESKRCQKJEYDKEI=?= 

Date: 3 Feb 1998 16:30:14 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 13 

Message-ID: <34d743f8pb171@base.minoru.isl.intec.co.jp> 

References: <34D355B4.7E30@ka2.so-net.or.jp> <é6b0rhjS8bf@newsl.scei.co.jp> <34D5BEC7 
-6118@ka2.so-net.or.jp> 

NNTP-Posting-Host: 202.226.28.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 


In article <34D5BEC7.6118@ka2.so-net.or.jp>, mosadape@ka2.so-net.or.jp says... 
>2 $B! !SHSTSkSHS"SHSO#3#D"*#2#DSN: BI8SrD>@\FQ@SkI}K!$rz (B 
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3D ¿SBSK¿ (B 20 ¿$B$N8Zz2L$r$+$1$h$&$H$9$k!JBgK$$N11>K$rI=8=$9$k$H$+!K$H!"; (B 
¿SBS3S&SSS&LdBjS, $GSk$s$G$9ShSM! #2 (B 

ApplyMatrix() ¿$B$G%m!<%$+%Sk!&%S9%S/%Sj!<%s%%*%H%j%C%/%9Sr:nMQS5S;SKkSNS, ¿ (B 
¿SB@5F;SJSSSQ@QSH;WSSS*S9S, !"S&S*S/SSS/S+SJ¿ (B? 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22288 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
133html.html 


--MESSAGE FILE 22289 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00134htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?I1S0-2022-JP?B?GyRCI2s jciNv120 jMiNOI2k jbSRLJEQKICRGGyhC?= 
Date: 3 Feb 1998 16:30:15 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 45 

Message-ID: <34d743f8pcl171@base.minoru.isl.intec.co.jp> 

References: <6b4jpaScga@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.226.28.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <6b4jpaScga@newsl.scei.co.jp>, IZC05326@niftyserve.or.jp says... 
> 

>¿$B#k#r#o#m#2#t#i#mS$SN;H$SJ)$,ShS$/$SoS+$j$*$; !# (B 

>¿SBSIS&SdSCSF;HS (SPShSSSNSGS7SgS&S+!)¿ (B 
>¿SBS$S=SNS"$HS$SIS&SdSCSFI=<(S9$Sk$+$b$o$+$j$*$;Ss!#¿ (B 

>¢ SBS=SNJU$r65$ (SFSbSiS (SJSSSG$S7SgS&S+!)¿ (B 

>ESBSh$m$7$/$*4jSS$7$*S9!#z (B 

>ESBSGSOSGSO! #!#!#! #2 (B 


Krom2Tim() ¢$BSr8FSVSH!"4A;z¢ (BROM ¢SB%G!<%?S,¢(B TIM ¢SB7A<0SKE83+S5S1SkSNSG! "3 (B 
GsGetTimInfo() 25856: (B ¿$B%S%C%H%^%C%WŚH¿ (B clut ¿$B$KJ,N%$7!"$=$1$>$l¿(B VRAM :չ585 
Ke (B 

L SBE>Aw$7$°$9!#83$s$J46$8$G$9! #3 (B 


void ExpandKanjiStr(u_char *kstr, int fg, int bg) { 

RECT rél; rc2; 

GsImage tim; 

/* SJIS ¿$B4A;Z$N$_4^$>`$H$9$k¿ (B */ 

u_long *tmp = (u_long *)malloc(strlen(kstr) * 128 / 2 + 84); 


/* ax, dy, cx, dy ¢$B$0¢(B VRAM ¿$B>e$G$N%$"%$I%1%9¿ (B */ 
/* ¢SBK\EVS$O%a%b%j3*SCSWSr9MS (SkSYS-S@S,!"Z(B */ 
/* ¢SBSHSjS"S ($:!"DL>oSO2ZHLLSKIGSiSISSSHS3$mSKCVS/3 (B */ 
Krom2Tim(kstr, tmp, 640, 0, 0, 480, fg, bg); 
GsGetTimInfo(tmp + 1, &tim); 
setRECT(&rcl, tim.px, tim.py, tim.pw, tim.ph); 
LoadImage(&rcl, tim.pixel); 
if ((tim.pmode & 3) < 2) { 
setRECT(&rc2, tim.cx, tim.cy, tim.cw, tim.ch); 
LoadImage (&rc2, tim.clut); 
} 
DrawSync (0); 
free (tmp); 


} 


ESBS"SHSO>eSNNcSJS$i!"DL>OSN%k!<SWCESG! "3 (B(640, 0) - (640 + ¿$BJ8;z?t¿ (B ¿$B!_¿(B 16 


16) ESBSrSSSCSHS*SCSWSHSTSF!":(B(0, 480) - (16, 480) ¿SBSNNNOhSr¿ (B clut ¢SBSHS7SFz 
(B 
GsSortFastSprite() zSBSJSISGE>AwS7SFSdS1SPI=< ($G$-$*S9! #2 (B 


éESBSI$*!"¢ (BKrom2Tim() gSBSOSb$N$9$4$/%9%5?%C%/Sr?) S&SNSG!"SWsms0S1i%> $O: (B 
0::80140000 ¢$BOU2<SKG[CV$7$?J}$,LSFQGSGS9! Բ, (B 
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<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22289 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
134html.html 


--MESSAGE FILE 22290 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00135htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "premia" <IZC05326@niftyserve.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?B?UmU6IBskOiNrI3I1 jbyNtIzIjdCNpI20kSyREJCOkRhsoQg==?= 
Date: Wed, 4 Feb 1998 11:41:50 +0900 
Organization: PlayStation Net Yarouze 
Lines: 52 
Message-ID: <6b8121Shhj@newsl.scei.co.jp> 
References: <6b4jpaScga@newsl.scei.co.jp> <34d743f8pcl71@base.minoru.isl.intec.co.jp 
> 
NNTP-Posting-Host: 202.219.12.233 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Minoru Matsumoto wrote in message 
<34d743f8pcl71@base.minoru.isl.intec.co.jp>... 
>cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 
> 

>In article <6éb4jpaScga@newsl.scei.co.jp>, IZC05326@niftyserve.or.jp says... 
>> 

>>; $B#kłr#o#m#2#t#i#mSN;H$$J}$, $h$/$0$+$j$^$; 14: (B 
>>¿SBSIS&SdSCSF;HS (SPShSSSNSGS7SgS&S+!) (B 
>>¿SBS=SNS"S$HSIS&SdSCSFI=<(S9$SkS$S+Sb$oS+$Sj$*S;Ss!#;¿ (I 
>>¿SBS$=SNJUS$Sr65%$S (SFSbSiS (SJSS$SGS7SgS&S+!)¿ (B 
>>¿SBShSmS7S/S*43jSSS7SS9!#¿ (B 
>>eSBSGSOSGSO! #!#!#! #2 (B 
> 
>Krom2Tim() ¿$B$r8F$V$H!"4A;z¿ (BROM ¿$B%G!<%?$,¿ (B TIM ¿SB7A<0SKE83+S5S1SKSNSG!" (B 
>GsGetTimInfo() ¿$BSG¿ (B ¿$B%S%C%H%^%C%WŚH; (B clut ¿S$B$KJ,N%$7!"$=$1$>$l¿ (B VRAM ¿Š] 
SK¿ (B 

>¢SBE>AwS7S*S9!#S3SsSJI46S8SGS9! #2 (B 

> 

>void ExpandKanjiStr(u_char *kstr, int fg, int bg) { 

RECT: rel,.-Fe2; 

GsImage tim; 

/* SJIS ¿$B4A;Z$N$_4^$`$H$9$k¿ (B */ 

u_long *tmp = (u_long *)malloc(strlen(kstr) * 128 / 2 + 84); 


ա 


ա 


/* dx, dy, cx, dy ¿$B$O0O:¿ (B VRAM ¿SB>e$G$N%"%$I%S1%S9¿ (B */ 
/* ¢SBK\EVS$O%a%b%jS* SCSWSr9MS (SkSYS-S@S,!"Z(B */ 
/* ¿SBS$H$j$"$ ($:!"DL>oSO2ZHLLSKIGSiSTSSSHS3$mSKCVS/3 (B */ 
Krom2Tim(kstr, tmp, 640, 0, 0, 480, fg, bg); 
GsGetTimInfo(tmp + 1, &tim); 
setRECT(&rcl, tim.px, tim.py, tim.pw, tim.ph); 
LoadImage(&rcl, tim.pixel); 
if ((tim.pmode & 3) < 2) { 
setRECT(&rc2, tim.cx, tim.cy, tim.cw, tim.ch); 
LoadImage (&rc2, tim.clut); 
} 
DrawSync (0); 
free (tmp); 
} 


VVVVVVVVVVVVVV VV VV VV 


>¢SBS"SHSO>eSNNcSJSi! "DL>OSN%Sk!<SWCESG!"2 (8(640, 0) - (640 + ¿Š$/BJ8;z?t¿; (B ¢SB!_¢(B 1 
6, 
> 16) ¢SBSr%S%CSHB*SCSWSHS7SF!"z (B(0, 480) - (16, 480) gSBSNNNOhSr; (B clut ¿SBSHS7SF 
: (B 

SGsSortFastSprite () ¿$B$J$I$GE>Aw$7$F$d$I1$PI=<($G$-$^$9!#¿ (B 

> 
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>zSBSIS*!"z (BKrom2Tim() ¢SBSOSbSN$9S4$/%9%3?%C%/Sr?) S&SNSG!"SWSmMS0%i%~> $O; (B 
>0x801d0000 ¢SBOJ2<SKG[CVS$S7$?J}$,L5Fq$GS$9! #2 (B 

>——— 

><minoru@isl.intec.co.jp> 

> 


ESBS"SIS, SH$&S4S6SSS S9!#¿ (B 
¿SBAaB.Sd$SCSFS_ S?$SSSH;WSSS*S9!#¿ (B 


--MESSAGE FILE 22290 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
135html.html 


--MESSAGE FILE 22291 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00136htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yuu" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?B?UmU6IFRNRBskQiVVJISkhPCVeJUMISCRLJUEQKICRGGyhC ?= 
Date: Fri, 6 Feb 1998 21:24:56 +0900 
Organization: PlayStation Net Yarouze 
Lines: 36 
Message-ID: <6bevqtSosi@newsl.scei.co.jp> 
References: <34D355B4.7E30@ka2.so-net.or.jp> <é6b0rhjS8bf@newsl.scei.co.jp> <34D5BEC7 
.6118@ka2.so-net.or.jp> <34d743f8pb171@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 202.217.99.51 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>>zSBN, ¿ (B 

>>¿ SB! !SH$SJSkSH$S"SH$SOF#3#D"*#2#DSN:BI8SrD>Q@RNF@$kJ)K!S$r¿ (B 
>>¿SBD4SYSkSoS1SGS9S1SI!&!&!&!#SISsSJJ)K!$, SY$9SHSGS7SgS&S+!)!!!!11!112 (BMOSSADAPE 
> 
>3D ¿SBSK¿ (B 2D ¢SBSN8z2LSr$+S1ShS&SHS9Sk! IBGKSSN11>KSrI=8=S9SkSHS+!KSH!"3 (B 
>2 SBS3S&SSS&LdBIS, $GSkSsSGS9ShHSM! #3 (B 


>ApplyMatrix() ¿SBS$SG%m!<%+%k!&%9%/%j!<%s%*%H%j%C%/%9Sr:nMQS5S;SkKkSNS, ¢ (Ց 
>¿SB@5F;SJSSSQSH;WSSS*S9SS, | "ՏՃՏ՞Տ/ՏՏտ/ՏՀՏՄՀ (B? 
>——— 


ang02668¿SBSN¿ (BYuu¿SBSGS$S9!# (B 
¿$B#3;¿ (BD; SB"*#2; (BD¿$BJQ49$0!"; (BApplyMatrix: SBSHS=SNB><c43SNA* :n$G$G$-$^$9! #$H=q$/ 
SH%=%K!<SN%5¢ (B 
¿SB%$s%SW%SkSN2r@b$K$JSCS$SF$7$S2$7S2$9$S, !#%3!<S1:\$;SHS-S*°S9! #3 (B 


ESBSASJS_SKz (B-G0¢SBS* SWS 7%g%sSriIUS1SF2<S5SS!#¢ (B 
*vizg$SBS,F~NO! "2 (B*voz$BS,=PNO%SY%/SHSkSGS9! #2 (B 
VECTOR vt; 

// LW 


PushMatrix(); 

ApplyMatrixLV (&GSWSMATRIX, vi, &vt) ; 

vt .vx+=GSWSMATRIX.t [0]; 

vt.vy+=GsWSMATRIX.t[1]; 

vt .vz+=GsSWSMATRIX.t[2]; 

PopMatrix(); 

if(vt.vz < 300/2){ //¢zSBE,Ev$J6a%/%jSCSWe (B 
return 0; 


} 


//WS 
vo->vx = vt.vx*projection / vt.vz; 
vo->vy = vt.vy*projection / vt.vz; 


vo->vz = vt.vz; //¿SBS3S1SOSIS&SGSbSSSSSJ!&!&!&¿ (B 
ՀՏ80Մ»6ՏԸՇՏ9 | #2 (B 


Yuu (seryu@ba.mbn.or. jp) 


—-MESSAGE FILE 22291 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
136html html 
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--MESSAGE FILE 22292 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00137html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: TMD=?iso-2022-4p?B?GyRCUVULKSE8JV410yVIJESkRCQkJEYDKEO=?= 

Date: Sat, 14 Feb 1998 04:55:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <34E4A539.A35@ka2.so-net.or.jp> 

References: <34D355B4.7E30@ka2.so-net.or.jp> <é6b0rhjS8bf@newsl.scei.co.jp> <34D5BEC7 
.6118@ka2.so-net.or.jp> <34d743f8pb171@base.minoru.isl.intec.co.jp> <6bevqtSosi@news 
1.scei.co.jp> 

NNTP-Posting-Host: 210.132.171.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


¿SB!!S*Sr!"S3S1SG2r7hSN;e8)S$,8+S(SFS-S?SCSFSbSsSGS9!#¿ (J 


--MESSAGE FILE 22292 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
137html.html 


--MESSAGE FILE 22293 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00138html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ps64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?B?U JMwMDAbDJEI1IiU7IXM1ViVpJESkRCOKJEYkTjxBTGOkRyO5GyhK?= 
Date: Sun, 15 Feb 1998 01:36:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 66 

Message-ID: <34E5C829.3710@outback.co.jp> 

NNTP-Posting-Host: 202.215.181.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


R3000: $B%"%; SS%VSiSN; VSGS*I9S-S7S52SSSNSGS9S, ¿(J 
¿SB0J2<S$SNShS&SK#CS$SG=qSŠSSF¿ (J 

ESBS"%; S8SSVSiSGS3SSSOSSSkSr;_SaSFe (J 
ESBIY6/STSFSSSKSNSGS9S,¢ (J 


#include <libps.h> 


void main (void) 
{ 
test (1); 
} 
void test (int a) 
{ 
att; 
} 
77 
// 
// 
text 
-align 2 
-globl main 
.ent main 
main: 
frame Sfp,24,$31 # ?2?2???????????????????vars= 0, regs= 2/0, args= 16, 
extra= 0 
-mask O0xc0000000,-4 # 222222222222222222222 
.fmask 0x00000000,0 # 222222222222222222222 


subu Ssp,$sp,24 F 222222222222222222233 
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sw $31,20 (Ssp) 
sw Sfp,16(Ssp) 
move Sfp,Ssp 
jal . main 
11 $4,0x00000001 # 1 
jal test 
SL1: 
move Ssp,$fp # sp not trusted here 
lw Տ31,20 (55ք) 
lw Sfp,16(Ssp) 
addu Տտք,55ք,24 
j $31 
.end main 


—-MESSAGE FILE 22293 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
138html.html 


--MESSAGE FILE 22294 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00139htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!sada 
From: sada@so-net.or.jp (Sadahiro Shimoohzono) 
Newsgroups: playstation.ny.program.questions 
Subject: [Q] UNIX->PS ¢SBDL?.%=SU%SH; (B 
Date: 15 Feb 1998 12:08:09 GMT 
Organization: NY 

Lines: 26 

Message-ID: <6c61r9Sngh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.210.97 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


¿$B2<Bg1`$H?=$7$^$9!#¿ (B 
2 SB$$$m$$$m$H; N9T:x8m$7$?$N$G$9$, !"$&$^$/9T$+$J$$ŠN$G<ALd$5$; $F (1 
ESBS/S@S5SS!#¢ (B 


ա 


¿SB$d$SCSH9u;¿ (BPSzSBSr$$$8$1Sk; ~4V$,=PMh$?$?Sa!"z (BUNIX2$BSG3+H/$G$-Sk4D6-Sr¢ (B 
¢$B:n$m$&$H; WSCS?SN$G$9$, !"¿ (BPSzSBSXS$N%G!<%?E>AwSN; (B siocons,psxfer; $B$, ¢ (8 
¿SBFO:nS$S7S S;Ss!#¿ (Ց 


siocons¿SBSO!"<B9TS9SkSH;  SsSGS7S*SSS“*S9! #2 (B 
psxfer¿SBSO!"!V¿ (Brdb mode error¿SB!WSG=*N;S7S$FS7S7 SSS S9!#; (I 


ա 


OS¿$B$O¿ (B FreeBSD 2.2.5 չՏ8Տ6Տ91 8: (B 

PS¿SBŠr¿ (BCOM2; SBSK@\B3S$7SFS$S$kSNSGz (B DEVICENAME=/dev/cuaalz $B$G6%3%s%0%S$%kz (B 
ESBSTSFESSS*SO! #3 (B 
siocons; SBSrSASgSCSHDISCSFS$_$?SH$3Sm!"z  (Bselect¿SB4X?tS$SGLaSCSF$3SJS/SJ;¿ (B 
ESBSIS*STS?!#e (B 
ESB! tz (Bselect () ¿¿$B$, 22$r$9$k$N$+CN$3j$2$;$s$,!&!&!&!# (B 


2$BF1$8%*%7%s$Gz (BDOS: SBSGSO@5>o0$KF0 :n$7SF$$$ 2S$N$G!"%0!<SISNLGBISGSOSIS$$; (B 
ESBSH;WSS$*S9S, ! #2 (B 


¿SB2r7hJ)K!S,SoS+SkSh$&SGS7$?Si65%$S (SFS/S@S5SS!#¿ (B 
¿SBSIS&S+ShSmS7S/S*4jSSS7S S9!#¿ (B 


¿SB2<Bg1`¿(B ¿SBDg42¿ (B (sada@xa2.so-net.or. jp) 
--MESSAGE FILE 22294 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
139html.html 


--MESSAGE FILE 22295 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00140htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] UNIX->PS ?I1SO-2022-JP?B?GyRCREwW/LiU9JVULSBsoQg==?= 
Date: 19 Feb 1998 11:42:36 GMT 

Organization: IIJ4u user 
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Lines: 27 

Message-ID: <6ch5rcS$7bu@newsl.scei.co.jp> 
References: <6c6l1r9Sngh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.72.31 
X-Newsreader: mocona 1.0-alphal.5 


¿$B?";3$G$9!#¿ (Bsiocons for UNIX :$BS0;HSCSFSJSSSsSGS95S, !"SU%S) Sm! <$,IUS+SI; (B 
E SBSSShS&SISNSGSPSCSFS-S*S7S?!#¢ (B 


> ՕՏչՏ8ՏՕ: (B FreeBSD 2.2.5 ¿SBSGS9!#¿ (B 

> ԱԱ Ա een DEVICENAME=/dev/cuaalz$B$G6%3%s%Q%S%k¢ (B 
> ESBSTSFSSS*S9! #2 (B 
> 
> 


siocons; SBSrSASgSCSHDISCSFS$_$?SH$3Sm!"z (Bselect¿$B4X?t$GLa$C$F$3$J$/$J¿ (B 
ESBSIS*STS?! #2 (B 


select () ¿$B$O!"$V$C$A$c$1$780$$J}$r$9$I$PF~-NO$rB?=E2=$9$k$H$-$K;H$&; (B 
ESBSDSNSGS$9!#¢ (B 
# gSB=PNOSbS@SCS1!) 2q<RSKITS1ISPS*SKSeS"SkKS"SkSSSASIST! #2 (B 


siocons ;$BSG$"S$1$P%-!<F~NO$H$7%4%"%k%] !<%H¢ (B(PlayStation) :$B$+Si$NF~NOSN; (B 
ESBHZSDSr07S&1,MWS, S"SkS$?Saz(B select() gSBSKSHSCSFN>J}Sr4F;k$S7!"F~NOS,S"SCz¢ (1 
¿SBS?S[S&Sr=hM)S9Sk!"SHSSS&;HSSJ)]SrS7SFSSSkSH;WSSS*S9!# (B 


ա 


ԵՏՔՏՀ-ՏՅՏՇչ Ն SCSFS7S*S&SHSSS&S3SHSOSDS*SkSHS$3$m;z (B(g$BI8=" F~NOSOCVSSSFS*S/¢ (B 
ESBSHS7SFz (B) ¿SB$S7%$3j%$"%k%] !<SHS+SiSNF~NOS, ens] cig 1SeeSSISSSHSSSES o nose olan 


ww 


ESBSGSPSS%9SN!<%IL>$, OcS&SH$t+!"SGSPSSSIZISisSsPS, , SBSOBP1~S7SFSISSSHS+¢ (B 
(¿SB%*!<%W%sS$OSGS-SFSkS_S?2SSS@S+SiS=$S1SOSJSSS+!)¿ (8) eSB! "S\!<%1!<sH$ISI$, Տ"ՏՇչ (B 
¿SBSFSJSSSHS+!D¿ (B 


ՀՏ82":3. (8 ¿SB8g;J¿ (BS ¿SBFfSN@8J*0&9%2HR; (B 

http://wwwl.scei.co.jp/-ekb01823/ 

—-MESSAGE FILE 22295 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
l140html.html 


--MESSAGE FILE 22296 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00141htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!sada 

From: sada@xa2.so-net.or.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] UNIX->PS ¿$BDL?.%=%U%H; (B 

Date: 22 Feb 1998 14:47:35 GMT 

Organization: NY 

Lines: 31 

Message-ID: <6cpdq7Shem@newsl.scei.co.jp> 

References: <6c6lr9Sngh@newsl.scei.co.jp> <6ch5rcS$7bu@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.210.234 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


ՀՏ82Հ891` 565918: (B 
¿$B?"; 3$5$sJVEZ$"$J$, ՏԱՏԵՏ4Տ6ՏՏՏ՞Տ918: (B 


In article <6ch5rc$7bu@news1.scei.co.jp>, mocona@ss.iij4u.or.jp says... 

> 

>¿$B?"; 3$G$9!#¿ (Bsiocons for UNIX ;$BS$0;HSCSFSJISSSsSG6S95, !"SU%) $m! <S, TU$S+SJ¿ (B 
> i SBSSShHS&SISNSGSPSCSFS-S$*S7$?! #2 (B 

> 

>> OS¿$B$O¿ (B FreeBSD 2.2.5 ¢$BSGS9!#¢ (B 

>> P RENE ԱԱՀ DEVICENAME=/dev/cuaalz$B$633%s%Q%$3kz (B 
>> ¿SBS7SFSSS S9!#¿ (B 

>> oe eee S?$HS3Sm!"¿ (Bselect:$B4X?t$GLaSCS$FS$3SJI$/SJI3z (B 

>> ¿S$SB$3jJS$S S7S?!#¿ (B 

> 

>select() ¿SBSO!"SVSCSAScCcS$S1S?8@SSJ)$SrS9S1SPF-4-NOSrB?=F2=S9SkSHS-SK;HS&¿ (B 
>¿SBSDSNSGS9!#¿ (B 


a IL>$, a o $7$F$J$$$H$+; (B 
¿SB%*!<%W%s$O$G$-$F$k$_$?Ş$$$0$+$iŞ$=$1$O$ŞIJ$$$+!) E$B!"Z\!<%1I!<%H$J$I$, $"$C¿ (8 
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>éSBSFSISSSHS$+!D¢ (B 


ESBSGSP%S$39STSiSSSP$, BP1~$S7SFSISSSHSISkSH! "2 (BOS2$BB&$, BP1~$7SJSS$HSI!<$KS$b¢ (B 
¿SBSJSiSJSSSGS7SgS&S+!)¿ (B 


= 


¿SBSdSOSjJ!"F0SSSFSSSk<BQ@SS,S"Sk%sP!<%8%g%sSKBeS (SFOLEY;nS7SFS_SkSNS,SSSS3 ( 
ESBSGS7TSgS&S+! #2 (B 
¿SB3NS+!"¿ (B2.2.1¿$B$+; (B2.2.22 SBSGSOFOSSSFSSSkKSNSGS9ShSM!) ¢ (B 
¿$B!t¿ (BDOS: $B$G$J$i=PMh$k$1$I!"$;$C$+$/: (BUNIX: $B; OSaS?SNS@S+Siz (BUNIX:SBSG$d$j4$?SS 
!#¿ (B 


¿SB2<Bg1`¿(B ¿SBDg42¿ (B (sada@xa2.so-net.or. jp) 
—-MESSAGE FILE 22296 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
141html.html 


--MESSAGE FILE 22297 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00143htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?B?GyRCS jg/7ejIIJDELKCVpITwbKEo=?= 
Date: Mon, 23 Feb 1998 04:16:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <34F07982.4DA4@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.171.169 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESB! !S"Sk4A; zSr4*SsS@S=!<S9ISrS3SSSOSSEKSISKSH! "e (J 

Unknown sacape sequence;$B!%!%!%!%¢ (J 
2$B!!SH$+S$S$&%0!<%SKSS%0SrEGS—=P$7!"S$3S1SiSN%0!<%K%S%0S, ¿(J 
éSB=P$?%3!<SISOFbItSGI8; z2=$1$r5/$3$7!"¢ (Jprintf ()¿$B$d¿ (JKrom2Tim() 

ESBSb@5>0$KJ8; z$, I=< ($5$1$J$+$C$?$j% (%i!<$r5/$3$7$^$9!#¿ (J 
éSB!!S3SN>19gSN2r7hJI}K!SrSI$SJI$?$+8f=u8@2<S5S1¢ (Jm(_ _)m MOSSADAPE 

--MESSAGE FILE 22297 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
143html.html 


--MESSAGE FILE 22298 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00144htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.cc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.questions 
Subject: Re: [Q] UNIX->PS ¢SBDL?.%=SU%SH; (B 
Date: 22 Feb 1998 19:44:38 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 15 
Message-ID: <6cpv76Si3h@newsl.scei.co.jp> 
References: <6c6l1r9Sngh@newsl.scei.co.jp> 
<6ch5rc$7bu@newsl.scei.co.jp> 
<6cpdq7S$hem@news1l.scei.co.jp> 
NNTP-Posting-Host: 133.15.44.14 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<6cpdq7Shem@newsl1.scei.co. jp>¢S$B$N5-; vSK$*$SSF3 (B 
sada@xa2.so-net.or. jpzSBS5$sSO=q$-S*S7$?! #3 (Թ 


>¢$B2<Bg1* $G$9! #2 (B 


ESBSISb! #$5$/S$7Sc$I$9! #2 (B 
2 SBSASHIQ99$7$??7HGS"S2SHS$-S$*$7$2?!#S 2SVSsFOS/SH;WSS$$*S9!l#e (B 


http://wwwl.scei.co.jp/~crj00686/siocons11.tgz 


ESBSGSO! #2 (B 
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involve moving each stick to each axial extreme, yeah? 


Toby. 
—-MESSAGE FILE 2355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01058 


—-MESSAGE FILE 2356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001059 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analogue Controller Calibration? 

Date: 28 May 1998 08:58:33 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 57 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6kj5£9S7cql@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 28 May 1998 08:04:36 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA07142 
for <news@playstation.co.uk>; Thu, 28 May 1998 09:04:02 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content—-Disposition: inline 


Hi James, 


The DUAL SHOCK is self calibrating and thus doesn't need such a screen... 


In the QA standards that professional developers adhere to (which we're in 
the process of 

perparing a cut down version for you guys as a reference), there are 
requirements for 

neGcon and the like. 


However, there is no requirement for the original Analog controller, anda 
requirement 

noting that it is not required for DUAL SHOCK for calibration purposes. 
(Although you 

can add one for sensitivity settings is desired). 


Paul 


From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Analogue Controller Calibration? 
Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 


I read on the web pages that if the software is to 
support analogue input, then there "should" be 
facilities to enable the user to calibrate the 
controller (for sensitivity, etc). 


So why can I NOT calibrate my dual shock (analogue) 
controller in Gran Turismo then? 


OK, so there are facilities there for neGcon. But 
I don't have a neGcon, so that doesn't affect me. 
But I thought that the stipulations stated covered 
all analogue input. 
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¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.cc.tut.ac.jp 
—-MESSAGE FILE 22298 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
144html.html 


--MESSAGE FILE 22299 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00145htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCSjg7ejIIJDELKCVpITwhKEo=?= 
Date: Tue, 24 Feb 1998 07:46:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <34F1FC46.7BC9@mxp.meshnet.or. յք» 

References: <34F07982.4DA4@ka2.so-net.or.jp> 
NNTP-Posting-Host: 203.139.21.193 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


MOSSADAPE wrote: 


ESB! !S"Sk4A; zSr4*SsS@S=!<S9ISrS3SSSOSSEKSISKSH! "e (J 

Unknown sacape sequence;$B!%!%!%!%¢ (J 
¿S$B!!$SH$+$$S$S&%o!<%K%s%0$rFEG$-=P$7!"$3$1$i$N%So!<%SK%s%05,¿ (J 

¿ $B=P$?%3!<%I$OFbIt$GJ8; z2=$1$r5/$3$7!";¿ (Jprintf ()¿$B$d¿ (JKrom2Tim() 
¿$B$b@5>0$KJ8; z$, I=<($5$1$J$+$C$?$j% (3%i!<$r5/$3$7$^$9!#¿ (J 
éSB!!S3SN>19gSN2r7hJ}K!SrSI$SJI$S?$+8f=u8@2<S5S1¢ (Jm(_ _)m MOSSADAPE 


VV VV V V V 


> Unknown eacape sequencecSB!%s!%s!%!%¿ (J 

¿SBSGS9ShSM!)S3S1SCSF¿ (J (¢$BF|K\81BP1~S7SFSSSIS$¢ (Մ)ՇչՏ8808156Շ5ՕՏ"ՏյՏ, SASJUSMS?SG!"¿ ( 
J 
25878: 2ԱՏՇքՏԱ: (USJIS¿$SB4A;z%S3!<%SISN#2SPSSSHLNS,FC<1J8;z¿ (U (N SBSHS+¿ (J) gSBS@SH! "3 (J 
¿SB$=S$S3SG%S (%9%1!<%WJ8; zë (J (\n, Nt, NN, NX0d¿SBSJSI¿ (J) ESBSH2r<aS7S*S9! #3 (J 
¢SBBP=hSHS$7SFSO! "O1LHLE*$Kz (J1¢$BJ8; zz (J\z$B$rd8; zNsCf£$GSO¢ (J\\¢SBSHI=5-S9SkKSNSGz (J 
ESBOU?*E*SKe (J"¿ $B; zz (J\"ZSBSHS9S1SP!"FbItE*SKz (J <1z¢SB%PSS%HL\¢ (J>\\¿$B$,¿ (J <1251 
PSSSHL\z (J>\zZSBSH2r<a$5$1$%¢ (J 

ESBSO!#e (J 

ESBFC<1J8; z$r4*S° 4A; z$0¢ (J--SJIS2$B%3!<%ISGD4SYSF; (J! (DOS; SBMOSN; (JCz$BSGz (71658275 
@SSSWS7SFS_SkSHz (J 

¿SBS+¿ (J) 


ա 
oe 


¿SBS<SsS<SsOcS&S3SH8@0SCSFS2SiS9S_S*S;Sse (J 


BERO 

bero@mxp.meshnet.or. jp 

http://www2a.meshnet.or.jp/~bero/ 

-—-MESSAGE FILE 22299 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
145html.html 


--MESSAGE FILE 22300 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00146htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!sada 
From: sada@xa2.so-net.or.jp (Sadahiro Shimoohzono) 
Newsgroups: playstation.ny.program.questions 
Subject: Re: [Q] UNIX->PS ¿$BDL?.%=%U%H (B 
Date: 26 Feb 1998 14:56:21 GMT 
Organization: NY 
Lines: 17 
Message-ID: <6d3vql$117@newsl.scei.co.jp> 
References: <6c6l1r9Sngh@newsl1.scei.co.jp> 
<6ch5rc$7bu@newsl.scei.co.jp> 
<6cpdq7S$hem@newsl.scei.co.jp> <6cpv76Si3h@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.210.75 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


ՀՏ82Հ891` 565918: (B 
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ESBS"S IS, SHSESASOSSS*SOL#E (B 


In article <6cpv76Si3h@newsl.scei.co.jp>, go@cclub.cc.tut.ac.jp says... 
>¢SBSISb!#S5S/S$7$cSI$S9! #2 (B 
>¢SBSASHIQ99S7$??7HGS"S2SHS—S*S75?! #5 ?SVSSFOS/SH;WSSS*S9! #2 (B 

> 
>http://wwwl.scei.co.jp/~crj00686/sioconsll1.tgz 
ESBFOS/ShS&SKSIS4$°$7S?!*Bg46<USGS9! #2 (Bm(_ _)m 
¿S$SB!t7k61!"22?6,0c$CS?$+ŠoS+$iSJSSS1SI!&!&!&¿ (B 
¿SB!t4k6HHkL)SGSJS1S1SP!"65S (SFS$$?S@S1$%S;$sSt!) !dS4S&S5Ss!#z (B 


éSB2q<R<-SaSk$?SaSKM—-5k>C2=SKF~SkSNSG!"S$3S1S+SiS?SCSWSj9u¢g (BPS¿SBSKSOS*S1S2S9!#¿ (B 
¿SBSGSb<!SN2q<R7hS“SCSFSJSSSd!#SdSP (8(՞՞չ:չ 


¿SB2<Bg1`¿(B ¿SBDg42¿ (B (sada@xa2.so-net.or. jp) 
—-MESSAGE FILE 22300 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
146html html 


--MESSAGE FILE 22301 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00147html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 
From: go@cclub.cc.tut.ac.jp (Go Watanabe) 
Newsgroups: playstation.ny.program.questions 
Subject: Re: [Q] UNIX->PS ¿$BDL?.%=%U%H; (B 
Date: 26 Feb 1998 19:34:33 GMT 
Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 15 
Message-ID: <6d4g49$1ij@newsl.scei.co.jp> 
References: <6c6l1r9Sngh@newsl1.scei.co.jp> 
<6ch5rc$7bu@newsl.scei.co.jp> 
<6cpdq7S$hem@news1.scei.co.jp> 
<6cpv76S$i3h@newsl.scei.co.jp> 
<6d3vql1$117@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.15.44.14 
X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<6d3vq1$117@news1.scei.co. jp>z¢SBSN5-; v$KS*SSSF3; (B 
sada@xa2.so-net.or. jpzSBS5$sSO=q$-S*S7$?! #3 (B 


>¢$B2<Bg1*SGS9!#¢ (B 
>¿S$B!t7k6I!"22$,0c$C$?$S+SoS+S$SiSJS$SSS1S$SI!&!&!&¿ (B 
>2$B!t4k6HHkL) ŞGŞIŞIŞIŞP!"65$ (SFS$SS?S@S1S“S;SsS+!)!dS4S&S5Ss!#¿ (B 


¿SB%=!<%9SrHf3SS7SFS_SFS/SQ@S5SS!#S[SHSsSIS+SoSjS“S;Ss¿ (B(“ °; ; 
/dev/cua0 ¿$B$N;EMM$, SASHUQSoSCŠ?ShS&SJSNSG!"; (BOpen ¢SBSNSHS-SN; (B 
¿SB%U%i%0$,¿ (B non-block :$BSJSbSNSKIQSOSCSFS*S9!#3 (B 


¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.cc.tut.ac.jp 
--MESSAGE FILE 22301 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
147html.html 


--MESSAGE FILE 22302 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00148htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCOZNLXBsSoQiAbJEI9YOxpGyhC?="_ <gappen@mx2.nisiq.net> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?B?UmU6IBskQiRiJCYwbEVZN jUkKCRGMjwkNSQkISI1LCVzJTMl1cz5wGyhC?= 
=?iso-2022-jp?B?GyRCSnM8aEZASyEbKEI=?= 

Date: Wed, 4 Mar 1998 08:09:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <6di31sS$i5r@newsl.scei.co.jp> 

References: <606j80S$227@newsl.scei.co.jp> <66dc9jSo7i@newsl.scei.co. jp><34949AA2 .E7D 

@scc-kk.co.jp> <MINORU.97Dec16145234@paprika.isl.intec.co.jp> 

NNTP-Posting-Host: 163.139.246.69 

Mime-Version: 1.0 

Content-Type: text/plain; 
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charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ESB: #S4S$m$I$, Sil "3'S5SsSI$ssps"$j$, ŞH$&$4$6$$$^$7$?!#z (B 
¿$B? '!9$HJY6/$K$I$J$^$7$?!#z (B 


--MESSAGE FILE 22302 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
148html.html 


--MESSAGE FILE 22303 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00149html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS jg7ejIIJDELKCVpITwhKEo=?= 

Date: Mon, 09 Mar 1998 18:57:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <3503BD1C.1039@ka2.so-net.or.jp> 

References: <34F07982.4DA4@ka2.so-net.or.jp> <34F1FC46.7BC9@mxp.meshnet.or.jp> 
NNTP-Posting-Host: 210.132.171.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


> > Unknown eacape sequence; S$B!%!%!S!%S3 (J 

> ESBSGS9SHSM!) 53515ՇՏԲչ (J (¢$BF|K\81BP1~S7S$FSS$IS$z (J) CzSB8@81SG$0$"$5$, SAST%M%?SG!" 
¿(J 

> ¿$BJ8; zNSC£ESN; (JSJIS¿$B4A; Z%3!<%I; (IL $B#2%P%$Ś%HL\$,FC<1J8; zg (J (N SBSH$+¿ (J) ¢SBS@S 
H!"¿ (J 

> ¿$B$=$3$G% (%9%1!<%WJ8; zz (J (\n, \t, \\, ՀՕԳՀՏՅՏՄՏԼ: (J) ¿$B$H2r<a$7$^$9!#¿ (J 

> ¿$BBP=h$H$7$F$O!"O1HLE*$K¿ (71:5878:2: (J\z$BSrJ8; 2ԱՏԸՔՏՇՏՕՀ (UNN¿SBSHI=5-$9SkŠNSG¿ (J 
> ¿$B0U?^E*$K¿ (J"¿$B;z¿ (J\"¿$B$H$9$1$P!"FbÞItE*$K¿ (J <1¿$B%P%$Š%HL\¿ (U>NN SBS, ¿(J Հ1չՏ 
BSPSSSHL\¢ (J>\¿$B$H2r<a$5$1$^;¿ (J 

> ¿$B$9!#¿ (J 

> ¿SBFC<1J8;zŠ$r4%$`4A;z$O¿ (U——SJIS:¿$SB$3!<%IS$SGD4SYSF¿ (J! (DOS; SBMOSN;z (JCz SBSGz (J16¿$B? 
ISQSSZWSTSFS_SkSHz (J 

> gSBSt¢ (J) 

> 


> ESBS<$s$<S$s0c$&$3SH8@SCSFS?SiS$9$_$*$;$s¢ (J 


2581 !SLSOS0!<! #SCSF; vSOS"SN#G#CHCSCSFF | K\81LLSBP1~S@SCS?SNS+!<!*3 (J 
$B! !$3S1SGS0$.$cSUSS%Q! <SH#2S5G$9! #S=S7SF: #$* SG6VA3S35N% (911ՀՏ, ¿(J 
¿SB=PSJ$+$C$S?$o$1$SG$9S+!&!&!&!# (J 
2$B!!7k6I!"L\E*SNF |K\8108$r5/F0; ~$K%a%b% Jj! <SKD>@\MnSHS$9SHS$$65;$rz (J 
¿SB;HSSS“S7S?!#¿ (J 


¿$B!J¿ (Jsiocons; SBSN5/FOSP%C%AS$K; (Jlocal load ***.txt. 0x800f0000....¿S$SBSH$SS&IwSK! 
#!K¿ (J 
éSB!!%=%SK!<S5SsSKSP!<S8SqSsS"SCSEWST7TSFS [STSSSDSNSGS9!#!!¢ (UMOSSADAPE 


-—-MESSAGE FILE 22303 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
149html html 


--MESSAGE FILE 22304 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00150htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?1S0-2022-JP?B?GyRCUWELYiVqJEGbKEpEGyRCJS01YyVDUITc1ZRsoSg==?= 
Date: 13 Mar 1998 04:13:37 GMT 

Organization: None 

Lines: 8 

Message-ID: <0lbd4e35$0efdf700$Sb77ad9ca@portege> 

NNTP-Posting-Host: 202.217.122.183 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Net Yaroze newsgroups message dump.txt Page 14924 


ang026682SBSN2,B<S$GS9! #2 (J 


¿ Š] 


BSUSH5?LdSK;WSCS?SsSGS9S, !"Sa%sb%jSK%m!<%ISrS$+S1SkSHS-!"¿ (J 


lw¿$B$SHS$S+¿ (J1lh¿$BS$SHS$S+$GCY1d$,#12sF-$CS$F#2%/%m%$C%/SG%Sm!<%I$, 40N; $9S$kz (J 
¿SB$SN$, !"¿ (JDZ$B%-%C%C%7%eESKBPS$7SFS@SHSIS&STSKSSSGS7TSg$&S+! #2 (J 
ESBS"SIS1S9TW; ; SK#1S/SMSCS/S+S+SkKSHSTS?SiSSSCS?SS!)e(T 


Yuu (seryu@ba.mbn.or. jp) 
—-MESSAGE FILE 22304 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
150html html 


--MESSAGE FILE 22305 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


00151html.html 


Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.questions 
Subject: =?iso-2022-jp?B?OQysrGyRCJESkRCQkJEYbKEo=?= 
Date: Sun, 22 Mar 1998 05:16:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <35142009.AAB@outback.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


C++¿SBS$NS3SHSGS*J9S-S7$?SSSNSGS9S, ¿ (J 
é SBDL>0%/%1%9SN5-=R$O0J2<SNShS$ &$K$7$*$9$, ¿(J 


class task { 


} 


long X,Y,Z 


public: 
void test (void); 


// 

// ¿$B4X?t$NDJ5A¿ (J 

Z 

task::task(void) // ¿SB%$3%s%9%H%i%S/%?¿ (J 


) 


// ¿$B=i4|2=;¿ (J 


¿SBSbS$S7¿ (Utest; SB4X?tS,%"%;%s%V%1SG5-=RS5S1SFSSSkSHS7S?Sic (J 
¿SB4X?tS$NDj5ASOSIS&S7S?SiNISSSNSGS7SgS&!)¿ (J 


// 
text 
-align 2 
-globl test 
ent test 
test: 
.end test 
// 


¿SBIaDLDLS3jSK¿ (J 
void task: :test (void) 


{ 
} 


ESBS3S1SGNISSSNSGS7SgSESt+!) (Մ 

¢SBS4B8S8SNI}$,$S$i$7$?$i65S (SFD:$-S?SSSNSGS9S, ! #2 (J 

—-MESSAGE FILE 22305 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
151lhtml.html 


--MESSAGE FILE 22306 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00152htm1.html 


Net Yaroze newsgroups message dump.txt 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: Ct++=?ISO-2022-JP?B?GyRCUESKRCOKJEYDKEI=?= 
Date: 24 Mar 1998 12:29:58 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 24 

Message-ID: <3517a40apb026@base.minoru.isl.intec.co. ք» 
References: <35142009.AAB@outback.co.jp> 
NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <35142009.AAB@outback.co.jp>, suzuki@outback.co.jp says... 


> 
>C++zSBSNS3SHSG$*JI9S—-S7$?SSSN$G$9$,¢ (B 
(¿SBC£N, ¿ (B) 
>¢SBSb$7z (BtestzSB4X?t$, %"%;%$s%V%$iSG5-=R$5$1SF$SSKkSH$75S2Si¿ (B 
>¿$SB4X?tSNDJ5ASOSIS&S7S?SiNISSSNSGS7SgS&!)¿ (B 


¿SB;DG0SJS, Si! "=hM)7OSKOMB8S7S 2 S9!#;¿ (B 
gcc ¿SBSN>19g$O!"4X?tL>SN8e$mS$SKOE9f$N$ShS&S$SJ5-9f$rS$DS1$k7ASQSH;¿ (B 
¿SB;WSSS“S9!#¿ (B 


¿SB$SSS/SDS+!"2sHr:vS$,S"SjS%“S91#S"S*“S3jS*4+SaSGSOSJSSSGS9S,¿ (B... 


(1) ¿$BDJ5A$7$J$$$G$[$C$F$*$-!"%j%s%+%(%i!<$K=PNO$5$1$k4X?tL>¿ (B 
ESBSrDjJ5AS9Sk! #2 (B 
(2) extern "C" func(); ¿SBSHSSS&7ASN4X?tŠSr@k8@S7SFS*S-!" (B 
¢SB<B: ] SK=hM}SOS3$15r8FSS=PS9ShS&SKS9SKk! #2 (B 
(3) GNU C ¿SBSN¿ (B asm ¢$B%-!<%o!<%ISr;HS&! #2 (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or. յք» 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


Page 14925 


—-MESSAGE FILE 22306 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


152html.html 


--MESSAGE FILE 22307 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


00153html1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1S0-2022-JP?B?GyRCUWELYiVqJEgbKEI=?= D 
Date: 24 Mar 1998 12:29:59 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 24 

Message-ID: <3517a40apc026@base.minoru.isl.intec.co.jp> 
References: <0Olbd4e35S0efdf700Sb77ad9ca@portege> 
NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <01lbd4e35S0efdf700Sb77ad9calportege>, seryu@ba.mbn.or.jp says... 


> 
Հմոց02668:58ՏԱ2, ՑՀՏՇՏ91 #2 (B 
> 
>; SBSUSH5 2LASK; WSCS?S$s$G6$95S, !"%a%b%j$K%m!<%I$r$+$1$k$H$-!"; (B 


>lweSBSH$+¢ (Blhg$BSHS+$GCY1d$, #12sF~SCSF#2%/%m%C%/SG%m!<%SI$,40N; $9Sk¢ (B 


>¢SBSNS, !"¿ (BDZ $B%-%C%C%7SESKBPS$ 7SFS@SHSIS&STSKSSSGSTSGSESt+! #2 (B 
>¿SB%"SI%S1%97W;;SK#1%/%m%C%/S+S+SKSH$7S?2SiSSSCS?SS!)¿ (B 


¿SB@DKNS$SN¿ (B p50 ¿$B$r?.MQ$9$1$P!"¿ (BR3000 ¿SBSOGSOUSNL?NaSKS%Ssa%Sb%j%S5%S%S/SkS,¿ (B 


ՀՏ888: _$9SkKS$SNS$G!"%$S$S%Ss%?!<%m%$C%$/$, H/@8$7SJSSSHSS$S$S&>r7o$GSO; (B 
¿SB%Q%S%SW%i%SS%sSO2uS$S5S$S1SJSSSNSGSOSJSSSGS7SgS&S+¿ (B? 


Net Yaroze newsgroups message dump.txt Page 14926 


£5B%$%S%3?!<%SmSC%/S,H/@8S9Sk>19gSO! "SbSASm$s!"#1%/%mSC%/z(B CPU ¿$B$,¿ (B 
ESBM7SSS*S9! #2 (B 


# PS zSBSO%a%S$%s%asbSjSNz (B DRAM :SBSKBPS7SFSISNS/SiS$$3(B wait ¿$B%5%$%/%k$r¿ (B 
# ¢SBA*F~S9OSKSNS@SmS&S$+; (B... 

¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 

¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


—-MESSAGE FILE 22307 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
153html html 


--MESSAGE FILE 22308 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00154htm1l. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJWE1YiVqJEgbKEIgRBskQiUt JWM1QyU3JWUbKEI=?= 

Date: Fri, 10 Apr 1998 23:08:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <352E27EC.C327D872@ba.mbn.or. յք» 

References: <Olbd4e35S0efdf700$Sb77ad9ca@portege> <3517a40apc026@base.minoru.isl.inte 
c.co.jp> 

NNTP-Posting-Host: 202.217.122.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


éESB@DK\SN; (B p50 ¿$B$r?.MQ$9$I1$P!"¿ (BR3000 zg SBSOGSOUSNL?NaS$K%a%b%5%53S%S/SkS, ¢ (B 
éSBB8:_S9SkSNSG!"%$%s%?!<%m%3C%/$,H/@8S7SISSSHS$$&>r70SGSO; (B 
ESBSOSSSWSISSSSSOZUSSSISTSSSNSGSOSISSSGS7Sg$&S$+¢ (B? 


¿SB%$S$S%s%?!<%m%C%/S$,H/@8S9Sk>19gsSO!"SbšASmSs!"#1%/%m%C%/¿(B CPU ¿$B$,¿ (B 
ESBM7SSS“*S9! #2 (B 


# PS 2-SBSO%a%S$%s%asb%jSNz (B DRAM ¿$B$KBP$7$F$I$N$/$i$$; (B wait ¿$B%5%$%/%k$r¿ (B 
# ¢SBA*F~S9SkKSNS@SmS&S+¢ (8... 


VVVVVVVVV 


¿SBS4SaSsSJS5$SS!#JV;vS, SbSNS$9S4S/CYS/SISCSFS7S*SSS*°$7$2!#SG! "SUSK<ALdS5$1$?S3$HSG; (B 
¿SBS$9S, !"STS&STSSSGSTSg$ &SM! #$\$/SKSO2r@OSr$9$k$ [$I¢ (B 
¿SBCN<1$, L5SSSNJ, $+$5$°S; SSSHSTS$+8@S (S“S;Ss!#SSSCS?SSSIS&SJSsSGS7SgS&SM!#¿ (B 


YuichiroOkamura (seryu@ba.mbn.or. jp) 


-—-MESSAGE FILE 22308 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
154html.html 


--MESSAGE FILE 22309 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00155html1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1S0-2022-JP?B?GyRCUWELYiVqJEGbKEI=?= D 
Date: 12 Apr 1998 01:15:15 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 13 
Message-ID: <353011fbp7277@base.minoru.isl.intec.co.jp> 

References: <Olbd4e35S0efdf700$Sb77ad9ca@portege> <3517a40apc026@base.minoru.isl.inte 
c.co.jp> <352E27EC.C327D872@ba.mbn.or.jp> 

NNTP-Posting-Host: 210.132.156.14 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <352E27EC.C327D872@ba.mbn.or.jp>, seryu@ba.mbn.or.jp says... 
>¿$B$4$a$s$I$5$$!#JV; v$, SbSNS9S4S/CYS/SISCSFS7S*SSS*°S7S?!#SG! "5USK<ALAS5S15?S3SHSG¢ ( 
B 


Net Yaroze newsgroups message dump.txt Page 14927 


>¿SBS9S, !"SIS&SJSsSGS7SgS&SM!#SNS/SKSO2r@OSrS9SkS[SI¿ (B 
ՀՀՏՑՇԱՀԼՏ, L5SSSNJ, S+$SJS“S;SsSHS7S+8@S(S“S;Ss!#SSSCS?SSSIS&SJSsSGS7SgS&SM!#¿ (B 


¿$B!V:GE, 2=<B83<<!WSN5-; v$r8+$k$H! "OU30SKF~S$CSFS$$k5$$,$7$*S9! #2 (B 
Minoru Matsumoto 

minoru-m@rb3.so-net.ne.jp 

http://www.geocities.co. jp/Playtown—Denei/3856/ 


—-MESSAGE FILE 22309 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
155html.html 


--MESSAGE FILE 22310 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 

00156htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?B?GyRCIzZJFQDRWJE41d041JHJJYkYwPi4/dEVAJHI7SCRvJDokSzVhGyhC ?= 
=?1s0-2022-jp?B?GyRCUGEka0p 9S yEDKEI=?= 

Date: Mon, 20 Apr 1998 01:28:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <é6hd9hgSm3d@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.174.83.188 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBistutgtith#tatr#aSHsssss*sol#e (B 


ESBel#o#ntg7 2$GS"S$iS0$5$15?:BI8!J#x! "#y!KSG! "#2E@4VSN5wNSSrIbFO>. ?tE@Sr;HSo$:2 (B 
¿SB$SK5aSa$SkJ)K!S$OSJ$S$$GS7SgS&$S+!)¿ (B 


¿SB<BS$SO!"S"$kOLCV$+S$Si$S"$SkLNI8SKBP$7$SFSN2sE>9TNs$r5a$Sa$Sk$H$-S$SKI,MWS$SKSJSkS$SNSGS9; (B 
ESBS, !"IbFO>. ?tE@S$r;HS&SHSdS$?SiCYS/SISKSNSG: SSCSFSSS*°S9! #3 (B 
ՀՏԹՏՅՏԱ: ~SN!"7W; 7; T}K!SOO0T2<SNSHSESKSTSFSSS*S9! #2 (B 


x = px - qx 
y= py - ay 
Է = (long) sqrt( (double) ( (x*x) + (y*y) ) ) ¿SB!&!&!&!&#s#qhir#tSr;HS&;¿ (B 
¿ $B$H=E$?$/$J$k!#!J!(!(¿ (B 
c = x / r 
s = y / rx 
MATRIX mrx 
mrx.m[0] [0] = c mrx.m[0] [1] = -Տ mrx.m[0] [2] = 0 
mrx.m[1] [0] = s mrx.m[1] [1] = c mrx.m[0] [2] = 0 
mrx.m[2] [0] = 0 mrx.m[2] [1] = 0 mrx.m[0] [2] = 1 


ESBSF46S8SKSTSFS*SO! #3 (B 


¢SBS4B8CNSNJ} ! "SRSSSHSESLSGSHNISSSNSG655$ (SFS/S@S5$S! #2 (B 


2 $BShS$m$7$/$*45$$$7$°S9! #2 (B 


—-MESSAGE FILE 22310 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
156html html 


--MESSAGE FILE 22311 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00157html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.program.questions 


Net Yaroze newsgroups message dump.txt Page 14928 


Subject: Re: =?iso-2022-jp?B?GyRCI zJFQDRWJE41d041d0HJIJYkYwPi4/dEVAJHI7SCRvGyhC?= 
=?1i1so-2022-jp?B?GyRCUDokSzVhJGEka0p 9S yEDKEI=?= 

Date: Mon, 20 Apr 1998 05:28:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 87 

Message-ID: <353A5E63.9B98A698@mxz.meshnet.or.jp> 

References: <6hd9hg$m3d@news1.scei.co.jp> 

NNTP-Posting-Host: 133.205.180.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


¿SBSIS&Sb#P#s#u#k#e$G$9!#; (B 
¿ SBKMSNCNSCSFSSSkJI}K! S$r=qS-S*S7SgSE&! #3 (B 
¿ $BB>$NJ}$G$A$, $&I}K! SrCNSCSFSSS1SP65$ ($F$/$@$5$$!#¿ (B 


Sugihara Yoshimi wrote: 
¿S$B#s#u#g#i#h#a#r#a$H$$$$$^$9!#; (B 


¿SB#1#o#n#g7?2SGS$S"$iSoS$S5S$S1$?:BI8!J#x!"#y!K$G!"#2F@4VS$SN5wNS$rIbF0>.?tF@Sr;H$oS:¿ (8 
¿$B$K5a$a$kJ}K!$O$J$$$G$7$g$&$+!)¿ (B 


¿SB<B$O!"$"$KOLCV$+$i$"$KL\I8B$KBP$7$FŠN2SE>9TNs$r5a$a$k$H$-$KI, MW$K$ŠJ$kK$NŠG$9¿ (B 
ESBS, !"IbFO>. ?tE@S$r;HS&SHSd$?SiCY$/SISkKSNSG: SSCSFSSS$*S9! Ի. (B 
ESBS3SN;~SN!"7W; ; J}K! SOOJ2<SNSHSESKSTSFSSS$S*°S9! #2 (B 


x = px - qx 
y = py - ay 
r = (long) sqrt( (double) ( (x*x) + (y*y) ) ) ¿SB!&!&!&!&#s#qhr#tSr;HS&;¿ (B 
¿SŠBSH=ES?$S/S$SJSk!#!J!(! (¿ (B 
c = x / r 
s = y / rx 
MATRIX mrx 
mrx.m[0] [0] = c mrx.m[0] [1] = -Տ mrx.m[0] [2] = 0 
mrx.m[1] [0] = s mrx.m[1] [1] = c mrx.m[0] [2] = 0 
mrx.m[2] [0] = 0 mrx.m[2][1] = 0 mrx.m[0] [2] = 1 


ESBSF46S8SKSTSFS*SO! #3 (B 


¿SBS4B8CNSNJ) !"SR&SSHSESISGSHDNISSSNSG65$ (ՏԲՏ/Տ055ՏՏ| #2 (B 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


¿SBShSmS7S/S*43jSSS7SS9!#¿ (B 


¿SB>eSr8+SkSK ¿(B ~¢SBS-ScS9SHSTSFS"SkKSNSG!!¢ (Bsqrt¢SB!!$,0-SSSNS,M}2rSGS—-SFSkShSé&SGS$S 
9SM!#¿ (B 

2SBS°S: | "#1SDL\$O$3$Nz (Bsqrt:$B$rJV$jCM$, ¿ (Blongz$B7?SKSJSkSh$&<+J, $SS=q$-D>575259 14; 
(B 


long Lsqrt (long a) { 
long s1,s2; 
//¿ $B% (Si !<=hM}SO>ISSSFS*S9! #2 (B 


do{ 

s2 = s; 

s = (a / s + s)/2; 
swhile(s != s2); 


return s; 
} 
¿SBSGS91#S7S+S7Hs>oSKQ@)FEYS,0-SS$SSGS9!#¿ (B 
Lsqrt (99) == 9¿SBSGS9So!#¿ (B 
ESBS=$3SGSbS&SRSHSD; (B 
http://www02.so-net.ne.jp/~einsidle/reversible/ 
ESBFbSKS"SkKKMSN:n$C$?¢ (B3D¿ SBHG¿ (BHi—Jump demo¿$B!J¿ (B2D¿$BHG$b$"$k$N$G4VOC$ (Տ7ՏՏՏՇՏ 
M!Kz (B 
¿SBSK¿ (Bkotei2.¢SBHCSH$S$&%=!<%9%3!<SIS,S/SCSDSSSFS@SSSVANDS+SiS"SCSEWS5SSISFSSS*SO! #3 ( 
B 
kotei2. zSBECSHSSS&SNSO8GD j>. ?tE@Sr07$&$?SaSN4X?t$G$9! #2 (B 
éS$B8GDj>. ?tE@SHSO! JKMSb: G6aS*$GCNSi$J$+SC$?!KS"Sk?t; z$rz¢ (B1 SBSHIMS ($*S9! #2 (B 
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ԱՆ` (B4096¢SBSr¢ (B1 $B$H9M$ (SFS*S9! #3 (B 
éSBNcS (SP! "¢ (B(double)0.5¿SBSO¿ (B(long) 2048; SBSGS9!#¢ (B 


éSBSGSO<B: ] SK>eSNSWSmS0%Si%S° $r (Bkotei2.zSBtcSr; HSCSF=qS—495 (SkSH¿ (B 


ԱԱ E GSKA 6 SECU 
(px — qx) << 12;//z$B8GDj>.?tE@S$r;HS&$?$az (B4096;SBG\$9Sk; (B 


x (py - qy) << 12;//¢SB8GDj>. ?tE@Sr; HS&$?Saz (B4096: SBGNS9Sk¿ (B 

r = Kotei_Sqrt ( Kotei_Kakeru(x,x) + Kotei_Kakeru(y*y) ) ; 

c = Kotei_Waru(x , r); 

s = Kotei_Waru(y , r); 

MATRIX mrx 
¢SB8GDj>. ?tE@S$, I, MW$J$/$J$C$?$N$G: (B4096: $BSG3d$k! #¢ (B 
mrx.m[0] [0] =c>>12; mrx.m[0][1] = -(տ >>12);mrx.m[0][2] = 0; 
mrx.m[1] [0] =s>>12; mrx.m[1][1] = c>>12 ;mrx.m[0] [2] = 0; 
mrx.m[2][0] = 0 ; mrx.m[2][1] = 0 ;mrx.m[0] [2] = 1; 


mnnn 
¿SBS$H$SJSj$+$SJSj9bB.2=$G$-Sk$OS:SG$9!#; (B 
¿S$B$Sb$šA$SmS$s:G8eSN!V8GDj>.?tE@$,I,MW$SJ$/SJSC$?SN$SG;¿ (B4096: $B$G3d$k !W$O¿ (B 
¿SB$S=S$SN8e$Sb8GDj>.?tF@$r;H$&$J$Si3d$kI,MW$OSJ$SSS$SGS957¿ B 

c¿SBSd (Bs¿$B$, ¿ (BA096; $B0J2<S$SJSi#OSKSJSk$NS$SGS=S$SN8e$b8GDj>.?tF@Sr;H$o$JSSSH¿ (B 
¿SB7W;;%$7$S?0UL#$,$"$j$2$;$s!# (B 


¿SB0J>eJ,S+SjJSKS/SSQbL@SGS7S?S, !"SH$SS$SS&S3SHSGS9!#¿ (B 


Psuke 
p_suke@mxz.meshnet.or.jp 


-—-MESSAGE FILE 22311 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
157html.html 


--MESSAGE FILE 22312 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00158html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?ISO-2022-JP?B?GyRCIZJFQDRWJE41d041JHJJYkYwPi4/dEVAJHIDKEI=?= 
Date: 20 Apr 1998 14:08:53 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 15 

Message-ID: <353b540apb365@base.minoru.isl.intec.co.jp> 

References: <6hd9hgSm3d@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ¿SBSN>>KN¿ (B ¢$B<BSGS9! #2 (B 


In article <6hd9hgSm3d@newsl.scei.co.jp>, sugihara@mb.kcom.ne.jp says... 
> Է = (long) sqrt( (double) ( (x*x) + (y*y) ) ) ¿SB!&!&!&!&#s#qhr#tSr;HS&;¿ (B 
>¿SBSH=ES?S/SJSk!#!J!(! (¿ (B 


¿SBSGS-S1SP%k!<%H7W;;$,SJSSShS&SJ7ASK; )SCSFSSS/SNS, $SY%9%H¿ (B 
ESBSGS9S, !"Hr$1$i$1$JS$S1S$S1SP!"#2J,8!:wK!$d!"BP?tI=$r;HŠ$&¿ (B 
ESBI}K!IS, S"SjS*S9l#e (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 22312 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
158html html 


--MESSAGE FILE 22313 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00159html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?B?UmU6IBskQiMyRUAOViRONXdOJSRy SWIGMD 4uP 3RFOCRyOOgbKEI=?= 
=?iso-2022-jp?B?GyRCJG8kOiRLNWEkKYSRrSn1LIRsoQg==?= 

Date: Tue, 21 Apr 1998 00:04:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 66 

Message-ID: <6éhfovpSp29@newsl1.scei.co.jp> 

References: <6hd9hg$m3d@newsl.scei.co.jp> <353A5E63.9B98A698@mxz.meshnet.or.jp> 

NNTP-Posting-Host: 210.174.83.214 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#s#u#g#i#h#a#r#aSGS$S9!#; (B 
ՀՏԲՏՏՏՇՏ-Տ/ՏԱԶՏԵ2Տ"ՏյՏ, ՏԱՏեՏ456ՏՏՏ՞Տ91 #3 (1 


w 
3 


>¿$B>e$r8+$k$K¿ (B ¿$B%-%C%9%H$7$F$"$K$N$G!!¿ (Bsqrt¿$B!!$,0-$$$N$,M}2r$G$-$F$k$h$&$G 
S9SM!# (B 
Է 138568: 1"g1SDLNSOS3SN¿ (Bsqrt ¿$BSrJVS3CM$, ¿ (Blongz$B7?$KS$J$k$h$&<+J, $G=q$-D>$7$*$9!4 


¿ (B 

> 

>long Lsqrt (long a) { 

> long s1,s2; 

> //¿ 8B% (Si! <=hM} SO>JISSSFS*S9! #3 (B 
> do { 

> Տ2 = Տչ 

> s = (a / s + 5)/2: 
> swhile(s != s2); 

> return s; 

>) 


>¿SBSGS9!#S7S+S7Hs>oSK@)EYS,0-SSSGS9!#¿ (B 
>Lsqrt (99) == 9¿S$BSGS9So!#; (B 
>; $B$=$3$G$b$&$R$H$D¿ (B 
>http://www02.so-net.ne.jp/~einsidle/reversible/ 
>¿ $BFb$K$"$KKM$N:n$C$?; (B3D¿ SBHG¿ (BHi—Jump demo¿$B!J¿ (822: SBHG$Sb$ "$k$N$G4V0c$ ($J$$$G 
SM!Kz (B 
S: SBK: (Bkotei2. 2 SBHCSHSSS&3=!<% $9%3!<%1S,S5/SCSDSSSFS@SSSVANS+SIS"SCEWSSOSISFSSS*SO! #3 
(B 
>kotei2.zSBHEcSHSSSE&ESNSO8GDj>. ?tE@SrO07S&S$?SaSN4X?tSGS9! #2 (B 
eee ie ee 7 
ԱՆ. . (B4096¢SBSr¢ (B1z SBSH9MS (SFS*°S9! #2 (B 
>¢SBNc$ ($P!"¿ (B(double)0.5¢SBS0; (B(long) 2048; SBSGS9! #2 (B 
> 

TES ] $K>eSNSWSm%0%i%> $r (Bkotei2.¿$B#c$r;H$C$F=q$-49$ (SkSH; (B 


T, 


> x = (px - qx) << 12;//¿$B8GDj>.?tEQ0$r;H$&$?$a; (B4096: $BG\$9$k¿ (B 
> y = (py - qy) << 12;//¿$B8GDj>.?tE@Q$r;H$&$?$a; (B4096: $BG\S9$k¿ (B 
> 

> r = Kotei_Sqrt( Kotei_Kakeru(x,x) + Kotei_Kakeru(y*y) ) ; 

> 

> c = Kotei_Waru(x , r); 

> s = Kotei_Waru(y , Է): 

> 

> MATRIX mrx 

> ¿SB8GD3j>.?tEQ@S,I,MWSJS/SJSCS?SNSG;¿ (B40962SBSG3d$k! #2 (B 

> mrx.m[0] [0] =c>>12; mrx.m[0] [1] = -(տ >>12);mrx.m[0][2] = 0; 

> mrx.m[1][0] =s>>12; mrx.m[1][1] = c>>12 ¿mrx.m[0][2] = 0; 

> mrx.m[2][0] = 0 ; mrx.m[2][1] = 0 ;¿mrx.m[0] [2] = 1; 


>/////////////////////////////////////// 
>¿$B$SH$SJSj$+$JSj9bB.2=$G$-$k$OS$S:$SG$9!#; (B 
>¿SBSbS$SASm$Ss:G8eSN!V8GDj>.?tEQ$,I,MWSJS/SJSCS?SNSG; (B4096¢SBSG3dSk!WSO¢ (B 
>¿SBS$S=SN8eSb8GDj>.?tEQSr;HS&SJSi3dSkI,MWSOSJSSSGS9S7;¿ ( 
>czSBSdz (85:58Տ, ¢ (B4096;$B0J2<$5J$Si#0O0SK$J$SkS$NS$SG$=$N8e$b8GDj>.?tE@$r;H$o$J$SSH¿ (B 
>ESB7W; ;$7$20UL#S, $"$J$^$; $s!#z (B 

> 

>¿$B0J>eJ,$+SjS$SK$/SSQbL@SGS$S7$?$, !"SHS$S&S3SHSGS9! #2 (B 


w 
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jc *confused* 


—-MESSAGE FILE 2356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01059 


-—-MESSAGE FILE 2357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001060 

Path: chuka.playstation.co.uk!news 

From: "casaub" <casaub@webscore.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Thu, 28 May 1998 10:53:54 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6kj89mS$lev12@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: 195.108.62.29 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


As I work during the day.. I only find the time to code between 8pm and 2am 
and in the weekend ofcourse. 


Music: silence.. unless I am getting frustrated over a bug.. then I prefer 
to 
listen to Carmine Burana and Morbid Angel: Altar of Madness. 


Cas. 


-—-MESSAGE FILE 2357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01060 


—-MESSAGE FILE 2358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001061 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Anyone around Oxford 

Date: Thu, 28 May 1998 12:59:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <356D51A5.5D29@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Any yaroze owners in or around Oxford ? - obviously Londons just down 
the road, but it'd be nice to know if theres anyone on my doorstep. 


cheers 


Charlie 
—-MESSAGE FILE 2358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01061 


—-MESSAGE FILE 2359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001062 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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£$B%3!<SISN=q$—-J} SKSDSSSFSOS*CQS:$+S7SS8BSjSGS9!#SSS*SO#PHEHNHC HL FUFMSNS3!<SIg (B 
ESBSr#Vtits#udtak lec! \!\$+Si=q$/$3$H$, BPS$$N$G!"S"$*$j%3!1<sISN=q$-J}$G:GE, 2=$9S$k¢ (B 
¿SBS3SHSrS$S7SJSSJJS, $ŞD$$$F$7$^$$$^$7$?!#!J!0!0! (¿ (B 


Se aa ha =hM} $O!"F1$8<ALd$r: (B ¢SBHf# i! s#l#atnig! S#ceg (B ¿SBSGSbJ9SSSF 
$_$?SH¢ 

75BS3Se!"$3615, : :GE, $H; WSo$1$kJ}K! SKSDSSSF65$ (SFSS$$?$@S-S*$7$?! #FDMFSKSDSSSFS$Oz (B 
ESBSK%e!<% 9$r8+SFS$$7$@51$] LSPSH; WS$S°S9!#!T<BSO! "=hM}S7SFSSSKFOMFS,NIS/SoS$+SsS8Jz (B 
ESBSSSGSO!#!T!O!O! (!Ke (B 

¿$B8=:_!" 65$ (SFSSS?S@S$$?T}K!S$G%FS9SHSTSESSSKSNSGS9S, !":#SNSHS3S$mSh$5$=S$&SGz (B 

2SBS9! #2 ( (B 


—-MESSAGE FILE 22313 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
159html html 


--MESSAGE FILE 22314 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00160htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 
Newsgroups: playstation.ny.program.questions 
Subject: =?i1so-2022-jp?B?UmU6IBskOQiMyRUA0DViRONXdOJSRySWJIGMD4uP 3RFQCRyGyhC ?= 
Date: Tue, 21 Apr 1998 00:10:35 +0900 
Organization: PlayStation Net Yarouze 
Lines: 29 
Message-ID: <6éhfpboSp2j@newsl.scei.co.jp> 
References: <6hd9hg$m3d@newsl.scei.co.jp> <353b540apb365@base.minoru.isl.intec.co.jp 
> 
NNTP-Posting-Host: 210.174.83.214 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¿SB#s#u#g#i#h#a#r#aSGS$S9!#; (B 
¿SBAaB.SN2sEz$"$j$, $H$&$4$6$$$^$9! #2 (B 
Minoru Matsumoto wrote in message 


<353b540apb365@base.minoru.isl.intec.co.jp>... 
>cqz03222 ¿SBSN>>KN (B ¿$B<B$G$9!#¿ (B 


> 

>In article <6hd9hg$m3d@news1.scei.co.jp>, sugihara@mb.kcom.ne.jp says... 

>> Է = (long) sqrt( (double) ( (x*x) + (y*y) ) ) ¿SB!&!&!&!&#s#qhr#tSr;H;¿ (Ց 
¿SBS&¿ (B 

>>¿SBSH=ES?S/SJSk!#!J!(! (¿ (B 

> 


>¿SBSGS-S1$SP%$k!<%$H7W;;S,SJSSShS&SJ7ASK;)SCSFSSS/SNS, SY%S9%H¿ (B 
>¿$B$G$9$, !"Hr$1$iS1$J$1S1$P!"#2J,81:wK!$d!"BP?tI=S$Sr;HŠ$&¿ (B 
>¿$BJ}K!$,$"$Jj$^$9!#z (B 

> 


L$BSS$M$$SM$IJ}K!Şr9M$ ($?$N$G$9$, !"$d$C$Q$JJ?J} :, SN7W; ; $, #LEY$O=P$F$-$F$7$^$$$^; (B 
¿SBS7S?!#!J!(! (¿ (B 


¿SB%k!<%HSN7W;;Sr9TSŠSoSJS/SFS9S`ShS&SJ2?2S+HkEASN=hM)S, $, S"SkSsSGS7$SgS&S+!&!&!&¿ (B 


¿SB%21<%` SGSdSCSFSSSk=hM)SHF1S8ShS&SJ=hM)SrS$5S;ShS&SHS9SkSNSGS9S, !"SIS3SN; 29M; (B 
¿SB=qSKS$Sb>hSCSFSSSJSSSNSG!"61O+S7SFS“S9!#!J!0!0!(¿ (B 


--MESSAGE FILE 22314 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
160html.html 


--MESSAGE FILE 22315 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
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00161htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Tomonori Morita <morita@unlimited.co.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: [Q] How many Polygons can be displayed?? 
Date: Thu, 23 Apr 1998 10:38:51 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 12 

Message-ID: <353E9BAB.198B@unlimited.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; 1) 


¿SB?9EDSHSbS&S7S“S9!#¿ (J 


¿SB:G6aSd$C$H$3S59usSs9%$FSK?($S1$k2KS, $GS-S?SNSGS9S, !"9uS9SFSCSF!"SSSCS?SS#1SUE (J 
¿$B%11<%`$K2?%]%j%4%sI=<($G$-$k$N$G$7$g$&S$S+!)¿ (J 


¿$B$^$R!"; O$a$?$P$+$JŠJ$N$G%^%K%e%"%k$rFI$_Mn$H$7$F$7$^$C$F$k$+$b$7$1$^$;¿ (J 
¿SBSs!#SbS7S=S&SGS"S1SP!"SIS3SK:NSCSFSSSkSNS+Sr65S$S (SF9SS2S@S1S1SPSH;WSSS ¿ (J 
¿S$SBS9!#;¿ (J 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 22315 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
16lhtml.html 


--MESSAGE FILE 22316 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00162htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] How many Polygons can be displayed?? 
Date: 25 Apr 1998 11:30:05 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 16 

Message-ID: <3541c635pal35@base.minoru.isl.intec.co.jp> 
References: <353E9BAB.198B@unlimited.co.jp> 
NNTP-Posting-Host: 210.132.156.26 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <353E9BAB.198B@unlimited.co.jp>, morita@unlimited.co.jp says... 
> 

>2 SB? 9EDSHSbS&S$7$°S9! #2 (B 

> 
>2$B:G6aSdSCSH$3$59uS9SFSK? (S1$k2KS, S$GS-S?SNSGS9S, !"9uS9SESCSE!"SSSCS?SS#1SUE (B 
>¢S$B%S1!<%* $K2?%]%j%43SI=< (SGS-SkSNSGS7SgS&S$+!) 3 (B 


é SBEMSCSHSd$m$ &$<SiS$SVSiSjSGSO!"2 (82000 ¿S$B%]%j%4%sDxEY;¿ (B 
ESBSHSS$&SESOS5$, S"SjS*S9l#e (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown—-Denei/3856/ 


—-MESSAGE FILE 22316 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
162html հեռու 


--MESSAGE FILE 22317 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00163htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Yuichiro Okamura <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.questions 
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Subject: Re: [Q] How many Polygons can be displayed?? 
Date: Sat, 25 Apr 1998 20:51:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3541CE4F.BC216641@ba.mbn.or.jp> 
References: <353E9BAB.198B@unlimited.co.jp> <3541c635pal35@base.minoru.isl.intec.co. 
jp> 

NNTP-Posting-Host: 202.217.122.163 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


ang02668:SBSN2,B<M4010:SGS$9! #2 (B 


> 2 SBSMSCSHSd$m$&S<S%iS$SVSiS5 ae (82000 ¿$B%]%j%4%sDxEY¿ (B 
> eSBSHSSSE&S&S0S5S,S5"S5S*S9! #2 (B 


¿ SBKMSbS=SsSISbSs$@SH; WSSS*S9!#S?SQSFS/S9SASC!<SrE=Sk$+E= REEE O%m!<%7%"'¢ (B 
¿SB!I<%G%#%s%*0SrS+S1SkS+S+$1SJSSS+SG7k9=JQSoSCSFS-S S9!#¿ (B 


-—-MESSAGE FILE 22317 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
163html html 


--MESSAGE FILE 22318 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00164htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q] How many Polygons can be displayed?? 

Date: Mon, 27 Apr 1998 17:16:32 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 27 

Message-ID: <35443EE0.3120@unlimited.co.jp> 

References: <353E9BAB.198B@unlimited.co.jp> <3541c635pa1l35@base.minoru.isl.intec.co. 
յք» <3541CE4F.BC216641@ba.mbn.or. յք» 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


¢£ 9B? 9EDSHSDS&STS*$9!#e (J 


Yuichiro Okamura wrote: 


> 

> ang02668;SBSN2, B<M4010:SGS9! #¢ (J 

> 

> > gSBIMSCSHSd$mS&S<SiSS3V ED aceon ed (J2000 ¿$SB%$1%3%4%sDxEY:¿ (J 

> > ¢SBSHSSS&S&S0S5$,S$"S5S*S9! #3 (J 

> 

> ¢~SBKMSbS=SsSISbSsS@QSH;WSSS°S9!#S ?SQSFS/S9SASC! <SrE=SkS+E=SiSTSSS+SHS+!"S0%Sm!<37S'¢ 
(J 

> 


¿SB!<%G%#%s%0SrS$+S1$SkS$S+S+S1SJSSS+SG7k9=JQSoSCS$SFS-S S9!#¿ (Մ 
¿SBS*EzS ($9S?$S@S-S"Sj$, SH$&$4S6SSS7 S9!#¿ (J 


ESBS=S&SGS7$?S+! #2 (U2000¿SBSb=PS;SkSsSGS9SM!#O1@N!"¿(J3D¿SB% (SsS8%sSr=qS$S$?SNSGS9S, | 
ոտ: (J 

¿SBS+SJS+IA2hS,CYS/SCSFG:SAS5818283SHS,S"SkSsSGS9Sh!#sAS"S=SN;=SO!"8Z%P%C%U¿ (J 
¿SB%!SGSdSCSFSSS?=jJOYSbS"SkSsSGS9S1SI!#!#!# (J 


¿SB%1%S%V%S1i%SjJ<+BNSK>e8BSOS"SkSGS7SgS&S1SI!"; (J2000¿ Beer Ese | — eG NE O 
¿SBS$SSSCSFS3SHSGS9ShSM!#: 450! "#P#S$$S8S1SFSASG$CSHRES—2 S&S-STSFFOS+S7SFS*S9! #2 (J 


ESBSSS*SO!"SiSSSHSES' !<SVSNS*SVS8S'S/SHSLTOIBNTAG@. SGFOS+S; ՀԱՆԱ =SUSH! JIQ¢ (J 
ՀՏ8495Ո5ո50515` !KSGSbSASgSCSH:nSCSFS_ShS$&$+SH4hD%SSCSFS$* ee 
ESB! tS$3S&SSS&SNSCSF7kK9I=LLE] =-$+SCS?S4S9SkSsSGS9ShHSM! #3 (J 
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T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

—-MESSAGE FILE 22318 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
164html html 


--MESSAGE FILE 22319 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00165htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: =?iso-2022-jp?B?GyRCPEFMZCQ1UDskRjI8JDUkIBsoSg==?= 
Date: Mon, 27 Apr 1998 19:20:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <35445BF0.15C8@outback.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESB8=:_30F.%2!<%° SJSISG: (J 
¢$B; HMQ$9$k%-!<%G!<%?$N<UIUSW%m%0%i%` $r (J 
2SB@) :nS7SFSSSkKSNSGS95,M-L>SI%P!<%ASCS_S$?SSS$73 (J 


¿S$B"*¿ (76 ¿$B"*¿ (J6 zSBHP!J%Q%S%A! KSISISHF~NOS9SKSH3 (J 
¿S$B!J1&2!$7$F¿ (U6V¿$B0JFb$K1&2!$7SF¿ (J6V¿$BOJFb$K%Q%S%A$r2!$9!K; (J 
¿SBI,;&%o%6%,=PS$Sk$Sh$&$K$7$?$SSN$G$9%$,¿ (J 


¿SB%S$Q%sC%SISG!<%?Sr%j%Ss%s0O0%SP%C%US!SKS7T7SF¿ (J 

¿SB8!:wS9SkKSNS$SOJ, $S+Š$k$N$G$95$, ¿ (J 

¿S$BS3S&8@SC$?SNSO=iSa$FŠG;(J 

¿SBSSS“SSSASIS&ST7SFNISSS+S,J,S+SJS“S;Ss!# (Մ 
¿SBSISJS?S+S4AjCLSKSNSCSFSS$SS?S@S1SJSSSGS7SgS&S+!)¿ (J 

—-MESSAGE FILE 22319 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
165html html 


--MESSAGE FILE 22320 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00166htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCPEFMZCO1JDskRjI8JDUkKIBsoSg==?= 
Date: Mon, 27 Apr 1998 21:10:08 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 20 

Message-ID: <354475A0.1968@unlimited.co.jp> 

References: <35445BF0.15C8@outback.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; 1) 


éSB?9EDSGS9! #2 (J 


PS64 wrote: 

> 

ESBSOSCSISG!<S?SrSISSSOSPSCSUS!SKSTSF: (J 
¿SB8!:wS9SkSNSOJ, $+SkSNSGS9S,¢ (J 
¿SBS3S&8@SCS?SNSO=i$aSFSG;¿ (J 
¿SBSSS“SSSASIS&ST7SFNISSS+S,J,S+SJS S;Ss!#¿ (J 
¿SBSISJS?$S+S4AJjJCLSKS$SNSCS$SFSSS?S@S1SJSSSGS7SgS&S+!)¿ (J 


VVVVYV 


éESBKMSJ$Si!"9=J82r@OSr1~MOS7TSF:n$jS*S9SM! #2 (J 


E$BS3S°SSS172$+Si>uBVAt0\?*Sr$*S: :nSCSF!"9=J82r@OSNShS&SKF~NOS5SS1SFSSS$/%ZG!<¢z (J 
£$B%?$+Si<!SN>uBVSK9TS/ShS&SKSISISPSSSSSNSGS9!#S3S1S@SH%aSb%S jSb2r@0; ~4VSbHSFE (J 
é$B!<SV%Sk; 2>HS@S1SG:0S_!"8zZN (E*S@SH;WSSS*S9Sh! #2 (J 
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2 SBI=J82r@OSG$7$?Si!"S3SsSSOQSSSiSNK\SK>\S7$/:\SCSFS*S9! #2 (J 
T. Morita 
Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 


—-MESSAGE FILE 22320 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
166html html 


--MESSAGE FILE 22321 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00167html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PS64 <suzuki@outback.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?iso-2022-jp?B?GyRCPEFMZCO1JDskRjI8JDUKIBsSoSg==?= 

Date: Tue, 28 Apr 1998 01:00:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <3544AB8D.4991@outback.co.jp> 

References: <35445BF0.15C8@outback.co.jp> <354475A0.1968@unlimited.co.jp> 
NNTP-Posting-Host: 202.215.181.45 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


Tomonori Morita wrote: 
¿SB?9EDSGS9!#¿ (J 


PS64 wrote: 

> 

¿SB%S$Q%SC%$ISG!<%?Sr%j%Ss%0O0%SP%C%US!SKS7T7SF¿ (J 

2$B8! :wS9SkSNSOJ, $+SkSNSG$9S, չ (J 
ESBS3S&8@SCS?SNSO=iSaSFSG; (J 
ESBSSS*SSSASISESTSFNISSS+$,75,$+$5$8°S; $s! #2 (J 
ESBSISIS?$+S4AjCLSKSNSCSFSS$?S@S1SISSSGS7TSg$&$+!) (Մ 


VV V V V 


ESBKMSJSi!"9=J82r@OSr1~MOS7SF:n$jS*S9SM! #2 (J 


E$BS3S°SSS172$+Si>uBVAt0\?*Sr$*S: :nSCSF!"9=J82r@OSNShS&SKF~NOS5SS1SFSSS$/%G!<¢z (J 
E$BS?S+Si<!SN>uBVSKITS/ShSESKSISISPSSSSSNSGS9!#$3S1S@SH%aSbSjSb2r@0; ~4VSHSFE (J 
éS$B!<%SV%Sk; 2>HS@S1SG:0S_!"82ZN (E*S@SH;WSSS*S9Sh! #2 (J 


VVVVVVVVVVVVVVV VV VV VV 


ESBI=J82r@OSG$7$?Si!"S3SsSsOQSSSiSNK\SK>\S7$/:\SCSFS*S9! #3 (J 
T. Morita 
Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 


¿$B%1%9M-$jFq$&$4$6$$$^$9!#z (J 

¿SB9=J82r@OSGS9S+!&!&!&!#¿ (J 

¿SB$S&!<S$Ss!#BgJOS=S&ŠQ!#;¿ (J 

¿SB!&!&!&$=S&8@S (SP ¿ (JWindows 9527 SBSN%3%s%O%SSiSr:nSCSFSkKM'?MS,¢ (J 
¿SB@N!SJY6/S7SFSSS?ShS$S&SJ!&!&!&!# (J 

ESBIISSSFS_S*S9! #2 (J 

—-MESSAGE FILE 22321 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
167html.html 


--MESSAGE FILE 22322 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00168htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.program.questions 

Subject: Re: =?1SO-2022-JP?B?GyRCPEFMZCOQ1JDsSkRjI8JDUKIJBsoQg==?= 

Date: 29 Apr 1998 13:09:55 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 42 

Message-ID: <35472381pb084@base.minoru.isl.intec.co.jp> 

References: <35445BF0.15C8@outback.co.jp> <354475A0.1968@unlimited.co.jp> <3544AB8D. 
4991@outback.co.jp> 

NNTP-Posting-Host: 210.132.156.26 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 
In article <3544AB8D.4991@outback.co.jp>, suzuki@outback.co.jp says... 


> 
>Tomonori Morita wrote: 


>> 

>> ¿SB?9EDSGS9!#;¿ (B 

>> 

>> PS64 wrote: 

>> > 

>> > ¿SB%sQ%C%I%SG!<%s?Sr%j%s%0%SP%C%U%s!SKS7SF¿ (B 

>> > ¢$B8!:wS9SkSNSOJ,S+SkKSNSGS9S,¢ (B 

>> > ¢S$BS3$&8@SCS$?SNSO=iSaSFSG; (B 

>> > ¿SBSSS*“SSSASIS&S7SFNISSS+S,J,S+SjS S;Ss!# (B 
>> > ¿SBSISJS?S+S4AJjJCLSKSNSCSFSSS?S@S1SJSSSGS7SgS&S+!)¿ (B 
>> 

>> ¢~SBKMSJSi!"9=J82r@OSr1~MOS7SF:nS$jS*S9SM! #2 (B 
>> 


>> £$B%3%*°Ss%172$+Si>uBVAt0\?*Sr$%*S: :n$CSF!"9=J82r@OSNShS&SKF~NOS5S1SFSSS/%G! <z ( 
>> ¢$B%?$+S$i<!SN>uBVSK9ITS/ShSE&SKSISISPSSSSSNSGS9!#S3S1S@SH%atb% j$b2r@O0; ~4VSHSFE ( 
>> ¢£$B!<%SV%k; 2>HS@S1SG:0S_!"8z2N(E*S@SH;WSSS*S9Sh! #2 (B 

>> 

>> ¿$B9=J82rQO$G$7$?$i!"%3%s%Q%$%i$NK\ŠK>\$7$/:\$C$F$^$9!#; (B 

>> -- 

>> T. Morita 

>> Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

> 
>i $B%1%9M-$jFq$&$4$6$$$^$9!#; (B 
>¿$B9=J82r@OSGS9S+!&!&!&!#¿ (B 
>éSBS&!<Ss! #BgJQS=S&S@! #2 (B 
>2SB!&!&!&S=S&8ES (SPz (BWindows 952; SBSN%$3%Ss%QSS%iSr:nSCSFSkM'?MS,¢(B 
>¿SBR@QN!SJY6/S7SFSSS?ShS&SJ!&!&!&!#¿ (B 

>¿$BJ9SSSFS_S S9!#¿ (B 


ww 


é$B9=J82r@05; K!$O! "CNSCSFSSSFB; SOSUSSSH; WSS$*S9Sh! #2 (B 
ՀՏ81-ԽԶԻՕ0ՕՏԵ9-ՏՏ571 #2 (B 
¿SBSbSCSHSb:G6aSO¿ (B bison ¢SB;HSCSF3ZS7SFS*S9S1ST! #2 (B*_*% 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne. jp 
http://www.geocities.co. jp/Playtown—Denei/3856/ 


—-MESSAGE FILE 22322 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
168html html 


--MESSAGE FILE 22323 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00169htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Tomonori Morita <morita@unlimited.co.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: [Q]The use of MIMe. 

Date: Tue, 05 May 1998 20:51:53 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 40 

Message-ID: <354EFD59.7EA0@unlimited.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


ESB? 9EDSHSDSESTS*SO! He (J 

¢$BB?=EFbDA*F~K! 17072Հչ (J MIMez $B! K$r=iSa$FI9$-$*S7S$?!#¢ (JMIMez SBSKSDSSSF<ALdS$5$; SFS$/ 
ՏՏՀ (J 

¿SBS5SS!# (J 


MIMe¿SBSN4X?tSO!"¿ (JgteMIMefunc( SVECTOR *otp, SVECTOR *dfp, long n, long p ) 


Net Yaroze newsgroups message dump.txt Page 14937 
éESBSHSISCSFSSS“*S9!#ShHSESO!"D:E@:95,%G!<S?!5¢ (JdfpeSB!KSKz (J p ¢SBSr3]$1S?SbSNSrF~=PN 
OD: ¢ (J 

ESBE@SG!<%?!J5z (Jotpz$B!KSKB-S$9SHSSS&S3SHSTSNSGS9OS+!) ¢ (J 


¿SBSbS7>eS$N<ALd$,$"S$CSFS$SSkSJSil1"$5$i$K1|$*SCS?<ALd$r$5$;$F$/S@S5S$!#4V0c$C¿ (J 
¢SBSFSS$1S$P2<5-SN<ALdSO! "5Q02<CWS7$*S9!#K\EVSN5!G=Sr65S$ (SFSSS?S@S1S1SPSH;WSS¢ (J 
ESBS*S9O! #2 (J 


dino; SBSNSWSm$0%i%* $d>>K\<BS5SsSNz (Jkdf£2$BSN%5%sSWSkSr8+SF;WSCS?SNSGS9S, !"D: ' 
¿SB;;SrS9SkS?SSSK85SN%SG!<%?SK%s3% TI<$rS7SPSSSk!JSH; WS&!KSNSGS9S, !"O01HV:G= 150: 
¢SBS1ILSN% eee ԱՅ 1 Աաաա see Նա S ce) a ce some aa 
¿SBSGS7SgS&S+!#¿ (J 
¿SBS?SHS(SP!"; (JA¢ SBSH; (JB; SBSNSb%sG%j%s%0%G!<%?S,STS3S*2S9!#SbSASmSsFsSDSND:EQ@S*ShSSS 
]%j¿ (J 
ESBS4% A ԱԱ OEP rege Rup Braue ԱԱ Ա S Աա 
ST7S*°S9!l#¢ (J 

ESBHL! Ke (JBESBS+Si¢ (JAZSBSND: E@Sr0zSS$S$?CMSrz (UF¿SBSG3dS3S3S1SrD:EQ:9J,%G!<%? 
17: (IDESB!IKSHS7S*S9! #2 (J 
ESBS"SiS+S8SaMQOUSTCVS/! #2 (J 

¢SBH#2!K<B: ] SN<B9T; ~SKSOz (JA¿$B!"¿ (JBz SBSHO [SU$k?7$?$J%a%b% jz (JCŁ$B$r$H$j$^$9 


l#e (J 
¿$B#3!K:G=i$K; (JC=Az S$BSHS7$°S9! #SbSASmSsS$SSDSbz (JC $B$rI=<($7$^$9!# (J 
ESBH4!Kz (UC+=D¿$B$r%U%1!<%`?t!J¿(JF¿SB!K$@G$17+$jJV$7$2$9!#1J¿ (JgteMIMefunc;$ 

BSrMxMQS9Sk!#S32 (J 

¿SBSNSHS-¿ (Jp=1.0z¢$B!Kz (J 

¿SB#5!K¿ (JC=Bz SBSr$7$*S9!l#z (J 

038535196:( JAZ SBS+Si¢z (JB SBSXSN%b! <SUS#SS%S05S, 40N; SHSIJSJS*S9!#SGSDS3SN>19gG! "S5SSSWSkS 

հտ): (J 

¿SBS+¿ (JB SBSa (UC¿SBSNJ, $@$1%asbsj$r?) $$$*$9!#8m: 9SrSSSKSTSISSSHSOSKSH! "2 (UB¿SBSO; ( 

JAz SBSKz (JUD ¿ $SB$r¿ (JF z$B2sB-2 (J 

2 $BS7S?SbSNS@SHS7SFS75°S ($P#5!K$r>J$1!"; (JBzg SBSHMWS4$"S; $s! #>19gSKShSCSFSO! "2 (782585 

NShz (J 

¢ SBS &STSDSNSDMWSKSHSO; W$$$^$9!#!JJb$/$J$I$N%5%$%/%k%b!<%7%g%s$N>l9g$J$I!K¿ (J 


¿SBSHSsSASsS+SsSJS3SHSr8@SCSFSSS?Si!":QS_ S*S;Ss!#@5S7SSSbSNSrS$S*65$S (2<$5$$l#e (J 
¿SBSISJS?S+59S7S/S*4j)SSSSS?S7S %S9!#¿ (J 


ESB!tz (Udino¿SBSr8+S?SHS-SO%SS%SS%sj!"46F0S7S7*S7S?!#¿ (J 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 22323 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
169html.html 


--MESSAGE FILE 22324 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00170htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program. que 
stions 

Subject: [Q]How to display the model correctly?? 

Date: Tue, 05 May 1998 23:27:05 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 59 

Message-ID: <354F21B9.5355@unlimited.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:59 plays 
tation.ny.program.questions:170 


ESB? 9EDSGS9!l#e (J 


2$B:G6a! "<ALd96SaSr$7SFS*$jS*S9! #2 (Մ(՞՞չ) eSBS9$_$*S;$s! #2 (Imm(..) mm 
2$B!t=i24<TSG$9! #3 (J 


ESBSISASiSN%S0%k!<%WS, @5S7SSSNS+Sh$/J,$+SiSTIS+SCS?SNSG%/%3m%S9S] S9SHSTSFS*SO! #3 (J 
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¿SB0J8e!"J8F, SN! tSOKMSNFHS 38 @SNShS & SISbSNSISNSG5SSKS7SFSbS7SIS/SFSbSSSSSGz (J 
¿SBS9!#¿ (J 


¿SB>I>u$SO!"%]%j%4%sSNIA2h=g$,S&S*S/9TS-S S;SS!#¿ (J 


¿SB>u67$r@bL@CW$7$*S$S9!##3#O0#0%]%j%S4%sDxEYSN!V?M!WSr%$b%SG%j%s%S0$7$FS_$2*S$S7S?!# (J 
¿SB#r#s#d#vSGI=<(S9SkSH2hLLSN= . Տ/Տ1ՏՏՏԱՅցՏ-Տ5ՏՇԼՀ-Հ(Տ5Տ515՞5914515)545ՏՏԱ, (J 
Տար Աա. S*°S9SH!"8+S?L\>e40A4SK8eSmSKS"SkKSbDSNS, A0SX=P¿ (J 
5 ՏՆ Տ ԱՈ ՐԱ ene ՐՈՆԱԿԱՆ teva 
ESBSKSOJ, Տ1ՏԲՏՏՏ՞ՏչՏտ Ափ: (J 
¿$B!t2hLL>e$+$i$N8+2r$G$O!"1&0S$d1&B-$, SSSDSb@hSKI=< ($5S1SkShS&SI5S$,S$9Sk! #3 (J 

ESB! t@h$K$/S$k%G!<%?S+SiIAS+S1Sk!) ¢ (J 


ee SNSW%m%0%i%` $Gz (JLENGTH=12 (:2589:1ՀՏ09355509250: (J) g SBSGI=< ($5$; SFSb$ [S\F1$8>u 
67: 
aus, n S$*S$S9!# (J 


[¿SB<ALd¿ (J] ¿$B3'!S$S5SsSO!"%]%jJ%4%Ss=gŠrA`:nS9Sk!JSGS-SkSNSGS"S1SP!KSHS-SO!"SISNSh¿ (J 
¿SBS&SJJ)K!SGS5S;S %S9S+!)%W%m%S0%i%S*E*4QEQSH%$0%i%SUS#%C%+E*4QEQShSjJS40U8+S,M_¿ (J 
¿SBS7SSSGS9!#¿ (J 


ՏՆ ՏԱՐՐ Ո ՈՏ eee E ə iY TY U U Y DE 
SBS;Ss!#¢é 

ԱԱ UE Vere eee ere $1$kJ}K!!)¿ (J 

¿$B8= E ss S1SPS3S1SOHrS182SS!#SHSSSSSNSb01SDSN%*%V%8%'%/%H;( (J 
25850551 14: (J 

ESB! t#r#s#td#vSGSAScS$sSH8+$?7S$!#¢e (J 


¿SB#2!K%b%G%j%s%0$,>.$5$$!) 
¿SBSIS1S/S1iSSSNBgS- sss, E, EvSGS"Sk$GS73gS&3+!#¿ (J 
ESB!tz (JOT: SBSN2rA | EYSK4X7857SFSk! ) ¿(J 


¢ SBS3SN$5$-SO! "SWSmS0%iS*SNT} $KI9IS—S?SS$SGS9! #3 (J 
¿$B<B:]$NS*!<%@%j%s%0%"%k%4%j%:%`$,$h$/J,$+$j$^$;$s!#C1J}8~% Je ea ee Pee 
¿SB8= ԱՆԱՆ ՆՈՈՒ Ն WSSS*S9!#S,S7S+S7!"F) ; kKIQ49S5S1S2#Z5Ne (J 
¿SBCM$r$J$<; Po ea 7kJQ4955$1$2#ZSNCMSrH£3S$7 ! "=g= x$rIU$1$kz (J 

2 SBSNS, BEEVS@SHSH; WS&SNSGS9S, Հ (J.. 

e$B!t2ra|EY<+BN | "OULFITLESGS9! ¿5 | EYSKS_ S"SCSFNL; R2=S7SFS7$%¢ ( 
¿SBS&SHS+¿ (J... 

éSB!t=c?h$K#ZSNCMS$G8+S1SPSSSSSH;WSS$*S9S,¢ (J 


[¿SB<ALd (J] gSBS"%k%4%4%:%° Sr65S (SFSSS$?S@S1S1SP!"9,SS$+SH;WSSS$*S9!#! J4ICLSKSGSb!K3z (J 
¿SB!t; (JGSOT_TAG; SBSN; (Jnum; $BSO! "IA2hHMOSNSbDSNSGS9S+SM! #3* !<S@S5%SS%0; ~SKSOOUL#SNL5SS 
$b¿ (J 

éSBSNSH;WS0S1$%S9S,¢ (J 


¿SB>!<j$J<ALdSPS+S$Sj:QS_S*S;Ss!#SIS&Sb7iJJS7SgS&SJSHS3SmS,S"T"TSkShS&SGS9!# (J 
¿SBSISJS?S9+4S*659 (S$$?$@S1SkSHHs>oSK=uS$+$j%$%S9!#KNEvSKS$*4j)$SSS7S%S9!#¿ (Jmm(..)mm 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 22324 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
170html.html 


--MESSAGE FILE 22325 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00171html.html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "Yuichiro Okamura" <seryu@ba.mbn.or.jp> 
Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q]The use of MIMe. 

Date: Tue, 5 May 1998 23:23:08 +0900 

Organization: None 

Lines: 34 

Message-ID: <6in87hScrr@newsl.scei.co.jp> 

References: <354EFD59.7EAQ0@unlimited.co.jp> 
NNTP-Posting-Host: 202.217.122.181 

Mime-Version: 1.0 

Content-Type: text/plain; 
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charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


ang02668;SBSN2,B<SGS9! #2; (B 


>MIMez SBSN4X?tSO!"3 (BgteMIMefunc( SVECTOR *otp, SVECTOR *dfp, long n, 

long p ) 

>z SBSHSUSCSFSSS*°S9!#ShS&S0!"D:E@: 93, %G!<%?!J¿ (Bdfpz$B!KS$Kz (B p :585-3)5152Տ5ԵՏԱՏԻչ (B 
¢SBF~=PNOD: ¿ (B 

> $BERQZG!<%?!J¿ (Botp $B! KSKB-S9SHSSS&S3SHSTSNSGS9S+!) ¢ (8 
¿SBSOSS!#S=SNSHS*SjSGS9!#¿ (B 


>dino;z SBSN%W%m%0%i%*> Sd>>K\<BS5SsSNz (Bkdf ¿ SBSN$S5%s%*sW%$kS$r8+$F;WS$SCS?SNSGS9¿ (B 
ESBS, !"D:EQ7W (B 

>2$B;;SrS9SkS?SSSK85SN%G! <3?SKS333T!<SrS7SFSSSk!JISH;WS&!KSNSGS9S,!"01¢ (B 
¿SBHV:G=i$Q@¿ (B 
>¿$SB$S1JLSNSaSb%j$K%š3%T!<$7$F!"8e$O:9J,%G!<%?$rB-$7$SF$SS/SH$SS$SS&SN$SO!"; (B 
éSBBLL\SJISN; (B 
>ESBSGS7SgSES+! #2 (B 
>¿SB!J0J2<>JN, ! Ke (B 
¿SB>/SJS/SHSb; (Bdino¿ $BSN%5%sSWSkSOS=SESTSFSSSKSH; WSSS*S9!L#S3SESTSESSSKM} ¿ (B 
¿SBM3SO!"SOSCS$S-SjJjJSHS7S?2?S3SHSOSoS+SjJS2S;SsS, !"S3S&S9SkSH!"%9%ST!<%SISN¿ (B 
¿SB@)8f!JS3S3SOB.S/F0S+S7SF!"$3S3SOCYS/F0S$S+$9!#S3S1$i$,%$—-!<%U%S1!<%S`¿ (B 
¿SBSNESCfS$SKS$SbJQ2=$5%$;$1$k!K$,%G!<%?$r$S$8$i$:%SW%Sm%$SOSiS`$G$G$-$*$9!#¿ (B 
¿SBSGSbS?$SSS7S?MxEQSHSO;WS (S“S;Ss!# (B 
éSBSG!"?9EDSSSSSNI}K!SGS9S, !"S*°SCS?S/LdBISTSSSH;WSSS*S9!#KMSN>19gSO¢ ( 
ESBD:E@%G!<%?S@S1%G!<%?SHS7SF; }SCSF!":9T,%G!<%?SOL,MWSKSISCS?Si7W; 7 ( 
ESBSTSFSASCSFS“*S7S?!#8eS0? 9EDSSSSSHFIS8I}K!SGS9!#¢ (B 
ESBS?S@!"8m: 9Sr$-SKS7SIS/SFSASCSFSSS$/SNSO!"SU%S1!<%*$,A}S9S4SHSKKDS1; (B 
¿SB>e$, SkSNSG%5%$%/%Sk%b!<%7Sqg%SSSKSO3NS+SK8~SSSFSSS*S; Ss! #2 (B 


ww 


¿SB$3SN$3$HSK$DS$S$SF$OSJ$Ss$@S+1|$,?<$=S$S&$G5?Ld$GS9!#B>SNJ)SN0U8+S$bJ9;¿ (B 
ESBSSSFS_$?SS$SGS9! #2 (B 


ՀՏ82, ՑՀԱ4010: !J¿ (Bseryu@ba.mbn.or. jp) 


—-MESSAGE FILE 22325 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
171html.html 


--MESSAGE FILE 22326 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00172htm1l.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q]The use of MIMe. 

Date: Wed, 06 May 1998 00:28:54 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 22 

Message-ID: <354F3036.5D59@unlimited.co.jp> 

References: <354EFD59.7EAQ@unlimited.co.jp> <6in87hScrr@newsl.scei.co.jp> 
Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


éSB?9EDSGS9! #2 (J 


ESBS*EZS (ՏՏՏՉՏՈ0Տ-Տ"ՏյՏ ՏԱԷՏԵՏՃՏՇՏՏՏ՞Տ9 1. (J 


Yuichiro Okamura wrote: 

> 

> ¿SB@)8f!JS3S3SOB.S/F0S+S7SF!"S3S3SOCYS/F0S+S9!#S3S1SiS,%-!<%U%1!<%`¿(J 
> ~-SBSNESCE£SKSbIQ2=S5S$; S1Sk!KS,%G!<%S?SrSSS8SiS:SWsms0%is* SGSGS-S*S9!#3 (J 


¿SBKMSb!"¿ (Jsplinez$B@) 8£¢ (J (3DCGZSBSGOLHLSK; HSoS1SFSS$kI}K! Հ (J) ¿SBSNSh$&SJI)9-SSOUL 
#Sr9MS (SF ¿ (J 
¿SBSN%s1%S%V%Si%j@ _7WSNShS&SK;WS ($?$9NSO!"SdS$SOSj=ES_SN¿ (J p ¿SBSGS7S?!#¿ (J 
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ESB! tKMSNSdS$ j4$+S?S@SH#PSO#1S+!] #1SKS7S+SISiSTSsS!#z (J 

¿SB!t¿ (Jspline¿ $B$O$h$j%-!<%U%1!<%` Sr9OM$ ($?73j$i$+$+$iCF$_$^$G$5$^$6$^$IQ)8f$r$G$-: (Մ 
¿SBSk$h$&$J5!9=$G$9!#; (J3DCG¿$B%S$"%$K%a!<%7%g%s$r%W%m%0%i%_%s%0$9$k>e$G$O=EMWSJ9MS (2 (J 
¿SBJ)SGS9SM!#¿ (J 

¿SB!t$ASJS_SKOQJ8$G$O!"¿(JComputer Graphics Մօ118 No3 Jul 1984 ¿$B$,Hs>o$K$o$+$j¿ (J 
¿SBS$Sd$9S$SSS$SGS9! 1#8f;29MS$K!#¿ (J 


¿SB!t¿ (DOT¿SBS,AaS/CN$S3j$?S$SS$SSGS9¿ (Մ(՞՞չ) 

T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

--MESSAGE FILE 22326 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
172html.html 


--MESSAGE FILE 22327 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00173html.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.program.questions 

Subject: Re: [Q]The use of MIMe. 

Date: 6 May 1998 23:43:04 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 16 

Message-ID: <3550f238pb336@base.minoru.isl.intec.co.jp> 
References: <354EFD59.7EA0@unlimited.co.jp> 
NNTP-Posting-Host: 210.132.156.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿SBSN>>KN¿ (B ¿SB<BSGS9!#; (1 


ա 


In article <354EFD59.7EAQ0@unlimited.co.jp>, morita@unlimited.co.jp says... 

>dinozg SBSNSW3m30%i%* $d>>K\<BS5SsSNz (Bkdf SBSN%53s%WSk$r8+SF; WSCS?7SNSG$9S, !"D:EQ7W¿ (B 
>¢$B;7;$r$9$SkS?SSSK85SN%G! <3?SK%33%T!<SrS7SFSSSk!JSH;WS&!KSNSGS$9S, !"O1HV:G=iS@; (B 
> i SBS1LILSN%a%b%j$K%S3%T!<S7SF!"8eS0:93,%G!<%?SrB-S7SFS$S/SHSSS&SNSO! "BLL\SJISN3 (B 
>éESBSGS7TSgS&S+! #2 (B 


¿$BJQ7A$, @~7ASGS"Sk>19gSOLGBISISSSH;WSSS*S9! #2 (B 
Bresenham £$B%"%k%4%j%:%° SHAHS_9gSo0$;SkSH32 (B 
¿SBSbSCSHSSSSS+Sb!#¿ (B 

Minoru Matsumoto 

minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


--MESSAGE FILE 22327 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
173html.html 


--MESSAGE FILE 22328 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00174htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program. que 
stions 
Subject: Re: [Q]How to display the model correctly?? 

Date: 6 May 1998 23:43:05 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 54 

Message-ID: <3550f238pc336@base.minoru.isl.intec.co.jp> 

References: <354F21B9.5355@unlimited.co.jp> 

NNTP-Posting-Host: 210.132.156.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:60 plays 
tation.ny.program.questions:174 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <354F21B9.5355@unlimited.co.jp>, morita@unlimited.co.jp says... 
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Subject: E3 

Date: Thu, 28 May 1998 13:16:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <356D55B9.2588@saqnet.co.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi there, 


Anyone been following the online coverage of E3? Check out: 
http://www.next-generation.com 
http://www.game-online.com 


From what's up so far, Sony haven't really shown anything that new and 
exciting (yet). Sega's Dreamcast demos (esp. the Starfox-y game by 
Argonaut) and the unveiling of Rare's Goldeneye follow-up, Perfect Dark, 
seem to be the highlights so far. I have a sneaking suspicion this could 
end up being Nintendo's show (Zelda, Banjo-Kazooie, Body Harvest and the 
‘surprise’ titles), with Sega getting on track for a mega come-back and 
redemption in the public eye... 


Which is nice. 
Nick F 


PS Looking at the "events" newsgroup - did anyone make it to E3? I know 

if you're there you're probably NOT reading this, but let us know what 

it was like when you get back! 

-—-MESSAGE FILE 2359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01062 


-—-MESSAGE FILE 2360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001063 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:15:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6kjrhqSlev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:670 scee.yaroze.freetalk.dutch:8 
scee.yaroze.freetalk.english:1063 scee.yaroze.freetalk.german:17 


Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
Link. Preferably a online-store or post-order company. You can leave out 
Datel, because I already checked them. 


Thanks! 


Maurice 


—-MESSAGE FILE 2360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01063 


-—-MESSAGE FILE 2361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001064 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
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>[¿SB<ALd¿ (B] ¢SB3'S5SsSO!"%]%SjS4Ss=gSrA° :n$9Sk!JISGS-SkSNSGS"S1SP!KSHS—SO!"SISNSh; (B 
>¿SBS&SJJ)K!SGS5S;S%S9S+!)%W%sm%0%i%*“F*4QEQSH%$0%iSU%S#%C%+E*4QEQShSjS40U8+S,M ¿ (B 
>¿SBS7SSSGS9!#¿ (B 


OT ¿SBSrJ,S1SkS$SHSdSCS+SSSJLdB3jS, SSSmSSSm; (B 
¿SB=PSFS/SkSN$G!";d$OC101$N¿ (B OT ¿SBSr;H$SCSFSSSAS9 #2 (B 
¿SB2rA|EY$, I, MW$J>19g$SO!"$*%V%8%'%/%HŠNI=<(=g=x;¿ (B 
¿SBSH¿ (B OT ¿SBSN2<S5SrD400S95k53SHSG54S2S+S7SFSAS9!#; (B 


>i $B#2!K%b%G%j%s%0$,>.$5$$!)¿ (B 
> ESBSIS1S/SiSSSNBg$—-$5$,E, EvV$G$"$k$G$7$g$&$+!#¿ (B 
>¿$B!t¿ (BOTZ$SBSN2rA | EYSK4X78$7SFSk!) ¢ (B 


2 SBS+S$aSi0LCVSHS*$V3S8S'S/SHSNSWNSS, ¢ (B 
ESBSDSCSHSH8zS—-S*S9! #2 (B 
¢ $B; d$O! "Sasb%jSKM>M5$, $"S1SP!"2?<S52 (B 
14 ¢$BSSSCSH$G:n@.$7!"$=S$1$+SiMnSHS7SFSSS/¢ (B 
éSBI}K!$r;HSCSFSSS*S9!#¢ (B 


ԱԱ: SO!"Swsms0Sis*SNJ}SKI9S—-S?SSSGS9! #2 (B 
>¿SB<B:]S$SN%*!<%S@%j%s%s0%S"%k%4%j%S:S`S,ShS/J,$S+S3jS S; Ա ԱՏԳԱԱ ԱՆՆ 
s Be TOE SN NGO Me oK E ogn si WSSS*S9!#S,S7S+S7!"F) ;kKIQ49S5S1S7#ZSNz ( 
>¿ $BCM$r$J$<; ԱԱ Ա O) 1 7kJQ4955$1$2#ZSNCMSrH£3S$7 ! "=g= xŠ$rIUS1l1$k¿ (B 

>¢SBSNS, BEEvS@$HSH;WS&SNSG$9%, ¿ (B 


աաա 


Z ¢~SBSNCMSKShHSCSF!"$G!<%2?S, 3IG<$5$1$k%$9%2%C%/z (B 
ESBS, 0c$S&$+SiSG$9! #2 (B 


>2$B!t2rA|EY<+BN! "OULFITL@SGS9! #$b$7S$+S7SF#Z$r2rA | EYSKS_S"SCSFNL; R2=S7SFS$7$%¢ (B 
>¿$BS&SHS+¿ (B 


¿$B$=$NDL$J$G$9!#NL;R2=I}$,¿ (B Z ¿SBSN2rA|EYSH; (B 
¿SB$JSjJS“ S9!1#¿ (B 


>¢$B!t=c?h$K#ZSNCMS$G8+S1SPS$SS$$H;WSSS*S$9S,¢ (B 


Z Buffer ¿SB%$"%k%4%j%:%`Sr:NMQS7SFSSSk%%“%S7%sSJSi!" (B 
¿$B$=$&$J$k$s$G$9$, !"¿ (BPS ¿$B$O¿ (B Z sort ¿S$BS$JS$SsSGS9!#¿ (B*_% 


[¿SB<ALd; (B]  SB$"$k%4%3j%:%`Sr65$ (SFSSS$?S@QS1S1$P!"9, $$$+$H;WSSS$*$9!#! JAIC1ISKSGSb! Kz ( 
B 
>¿SB!t¿(BGsOT_TAG¿SBSN¿ (Bnumg SB$SO! "TA2hMOSNSbSNSGS9$+$M!#%*!<%@%j%s%0;—$K$OOUL#SNL5S 
SSb¢ (B 
>¿$B$N$H; W$0o$1$^$9$, 2 (B 


2$B; dSO@8@.$5$1$?2 (B GPU ¢S$B%Q%1%SCSHSN2r@OSrSdSCSFSSSISSSNSG; (B 
¿SBSoS+SjJS*S;$sS, !"2a5n$SN5—-;v$r8+SkSH!"2r@O0S5S1S$?¢ (B 
ESBI}$,$SS$iSCS7ScSkShS&SGS9! #3 (B 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co. jp/Playtown—Denei/3856/ 


—-MESSAGE FILE 22328 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
174html.html 


--MESSAGE FILE 22329 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00175html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program. que 
stions 
Subject: Re: [Q]How to display the model correctly?? 

Date: Thu, 07 May 1998 09:41:21 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 38 

Message-ID: <35510331.4A37@unlimited.co.jp> 

References: <354F21B9.5355@unlimited.co.jp> <3550f238pc336@base.minoru.isl.intec.co. 
jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 14942 


Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:61 plays 
tation.ny.program.questions:175 


ESB? 9EDSGS9!#e (J 


ESBS*EZS (SSS?$S@S-S"SjS,SH$&S4S6SSS*S9!#¿ (J 


Minoru Matsumoto wrote: 

> 

> ¿SB%$+%a%i0LCVS$SH%$*%V%$8 Q 2 Sye 
> ¿$B$b$C$H$b8z$-$^$9!#¿ (J 


ESBS+% att SE OZSSOES® Մ %8%'%/%HŠrBgS-S/S9SkSHSSSSShS&SGS9!#¿ (J 

ESBSASIS_SK!"SiSSSHSES (!<SV>eSGSNSL%GSkKSNBgGS—-S5SO!"?HD9IS, ¢ (Մ4:5815: (J5¿$B%-%m%a!<%H% 
k!"¿ (J 
éESB8*T}S,¢(J1¢ESBS-Sm%Sa! <SHEKSNZ4S58SiSbL [SkBg$— porte S7S?!#é (J 
ESB! Էչ (Jholywood; SBSN%4%8%SiS,3ZS7S_SGS9SM!#¢ (J 


— SO! "SWSmS0SiS*SNT} SKI9S—$2S$SGS9! #3 (J 

Coe SN%*!<%@%j%s%0%"%k%4%j%;%`S,Sh$/J,S+$3S2S;Ss!#C1J)8<% e a 
>¿ $B8= ԱՏՎ WSSS*S9!#S,S7S+S7!"F) ; kKIQ49S5S1S2#Z5Ne (J 
>s SBCMSr$J5<; }$?STSSSNSGS7SgS$&S+!)F) ; kz (102 $B49$5$1$ 2#ZSNCMS$rHf3S8$7 ! "=g=xSr1US1$ke 
J 


>¢SBSNS$, BEEVS@SHSH; WS&SNSGS$9S, ¢ (J 


Z ~ESBSNCMSKSHSCSFE! "SG! <%?S, 3JG<S$S5S1$k%9%S2?%C%/¿ (J 
ESBS, Oc$&$+$i$G$9!#¿ (Մ 


>2$B!t2rA|EY<+BN! "OULFITL@SGS9! #$bS7$+S7SF#ZS$r2rA | EYSKS_S"SCSFNL; R2=S7SFS$7$% 32 (J 
>¿$BS&SHS$+¿ (J 


¿$B$=$NDL$J$G$9!#NL;R2=I}$, ¿(J Z ¢$BSN2rA|EYSHz (J 
¿SBSJS3$S S9!#¿ (J 


VVVVVVVVVVAR VV VV 


Z: SBS=!<%HS5$1SkSHS-SNCMSO! "SHSNS5S$7SNL\ @9$4SKIGSOS; S27CMSHSSSES3SHSGSOSM! #2 (J 
2 SBS=$&$@SH%bSG%kSrBg$-$/S7$F!"LdBj$, 2r>CS$5S1$kOULES, J, $+$4S°S9! #3 (J 


ESBSS$m$$$m$*A{$,$;CWS7S*$S7$?l#e (J 


ESB! t%0S*°S5jSASISHSTS+SIS+C1=cS$IS3SHSbSoOS+S$s$I$/SISCSFSTS*SSS*°S7TS?! #2 (JU (%%;) 
T. Morita 
Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 


—-MESSAGE FILE 22329 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
175html.html 


--MESSAGE FILE 22330 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00176htm1l. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program. que 
stions 
Subject: Re: [Q]How to display the model correctly?? 

Date: 7 May 1998 11:52:04 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 14 

Message-ID: <35519d11p7837@base.minoru.isl.intec.co.jp> 

References: <354F21B9.5355@unlimited.co.jp> <3550f238pc336@base.minoru.isl.intec.co. 
յք» <35510331.4A37@unlimited.co.jp> 

NNTP-Posting-Host: 210.132.156.9 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:62 plays 
tation.ny.program.questions:176 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <35510331.4A37@unlimited.co.jp>, morita@unlimited.co.jp says... 


Net Yaroze newsgroups message dump.txt Page 14943 


> SBS+%a%iS$r0z$SSF3*SVS8%'%/ SHS rBgG$—$/S$9SkSHSSSSShS&SGS9! #3 (B 
> 2 SBSASJS_SK!"SiSSSHSE% (1! <3V>eSGSNSb%GSkSNBg$-$5$0!"?HD9S, ¿ (84:5819: (B52 SB%$—%m%a ! <3H 
SKI" (B 


>; $B8*I}$,¿(Bl¿$B%-%m%a!<%H%k$N%4%8%İ$ÞbL[$kBg$-$5$K$J$J$^$7$?!#; (B 
>¿$B!t¿ (Bholywood; SBSN%4%8%3iS, 3ZS7S_SGS9SM! #2 (B 


RSDEXPORT ¿$B$O¿ (B 1m ;$B$rz(B RSD ¿SB:BI87OS$SN¿ (B +1 ¿SB$KJQ49$9$k$h$&$G$9!#; (B 
Minoru Matsumoto 

minoru-m@rb3.so-net.ne. jp 

http://www.geocities.co.jp/Playtown—-Denei/3856/ 


—-MESSAGE FILE 22330 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
176html.html 


--MESSAGE FILE 22331 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00177html.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Ega" <oldman@alles.or.jp> 

Newsgroups: playstation.ny.program.questions 

Subject: Re: cd-r 

Date: 20 Jun 1998 04:49:03 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 
Message-ID: <01bd9c05Se0692a80S54f2b4cb@default> 
References: <19971215005602izm@ma2.seikyou.ne.jp> 
NNTP-Posting-Host: 203.180.242.84 

X-Newsreader: Microsoft Internet News 4.70.1160 


izm <izm@ma2.seikyou.ne.jp> wrote in article 
<19971215005602izm@ma2.seikyou.ne.jp>... 

> ¿S$B?M$+$iJ9$$$?OC$G$9S,!DI!D¿ (J 
¿$B9u$9%F$C$F%SW%Sm$F% /SH$ŠN>H9g$rHt$P$7$2$9$h$M¿ (J 
ESBS@S+S$i!"3 (Jcd-r¿$SB$N%=%U%H$,F0$/$HJ9$-$^$7$?; (J 


¿$B$=$3$G; W$C$?$N$, !"<+J, $N:nIJ$r¿ (Icd-rzSBSK>FS1SIS$S+SISHSSS&S3SHSGS9¢ (J 
¿$B4JC1$K<+J, $QS1$N%*%j%8%J%k%=%U%H$, $G$-$F¿ (J 
¿SB%sW%mS$_S?SSSGS+SCS$S3SSSSSH;WS&SNSGS9S, !D!D¿ (J 


¿SBSdSOSjJ!"L5M)]SJSSSGS7SgS&S+¿ (J 


¿SBSSS:S_¿ (J (izm@ma2.seikyou.ne. jp) 


VVVVVVVVV VV 


2 $B; dSN3X9; SGSO9uUS9SFSr;HSCSFS2!<%3* Sr@) :nS7SFSSSKSN¢ (J 
ESBSGS9S, !"OJAO#C#HDS+SiSNSG!<S?SNFIS_9~S_SrSdSCSFSSSk¢ (J 
¿$B?M$r8+3]$1$^$7$?!"7k9=610+$7$F$$$?7$h$&$G$9$, $d$jJ}e (J 
¿SBS7SG@GSSSGSOSGS-SkSNSGSOSJSSSGS7SqgS&S+!)¿ (J 
ESBS=SN?MSO: #SSSITSSSNSG>\S7SSOCSrJ9S1ISISSSNS, ; DG0$SGS9¢ (J 
2 SBS=SN; ~$KJ9$$$H$-$c$h$+$C$?$J!&!&!&!J!0!]!O!(¿(J 


—-MESSAGE FILE 22331 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
177html.html 


--MESSAGE FILE 22332 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00178htm1l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCTDVNaj9INGyhC?="_ <misoda@popll.odn.ne. յք» 

Newsgroups: playstation.ny.program.questions 

Subject: Re: cd-r 

Date: Sat, 20 Jun 1998 23:38:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 50 

Message-ID: <6mgi8rScuv@newsl.scei.co.jp> 

References: <19971215005602izm@ma2.seikyou.ne.jp> <01bd9c05Se0692a80S54f2b4cbh@defaul 
t> 

NNTP-Posting-Host: 143.90.168.67 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 14944 


Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>2 $B; dSN3X9; $GS09u%9%F Sr; HSCSF%2!<%* Sr@) :nS7SFSSSKSN3 (B 
>zSBSGS9S, !"OJAO#CHDS+SiSN%G!<%?SNFIS_9~S_SrSdSCSFSSSk¢ (B 
>¿$B?M$r8+3]$1$^$7$?!"7k9=610+$7$F$$$?$h$8&$G$9$, $d$jJ}¿ (B 
>¿SBS7S@SSSGSOSGS-SkSNSGSOSJSSSGS7SgS&S+!)¿ (B 

>¿ $B$=$N?M$O:#$$$I$$$N$G>\$7$$OC$rI9$1$I$$$N$, ; DGO$G$9; (B 
>¿ SBS=SN; ~$KJ9$$$H$-$c$h$+$C$?$J!&!&!&!J!0!]!0! (2 (B 


¿$BOJAO0!"¿ (BKAM: $B;a$,H/8+$7$?0J2<$NJ}K!$G$O$J$$ŠN$G$9$+!#¿ (B 
¿SB"—¿ (BKAM; $B; aSN%a%C%; | <S80zMQSGS9;¿ (B 


>2SBS*S:SUS?SrS"S1SF%; 3s%5!<ItJd, $r<jSG2!S7S2S*S*SKS7S*S9! #3 (B 
>¢SB$3$1S0!"058eS9!<SCSH2!S7TSCSQSIJSTSGS9! #3 ( 
> 
>2SBS=S7SFz (Bcd; SBSrF~S1SFEE8; 3*%3s!#%3%s%=!<%Sk2HLLS*SG5/FOS7S?Si!"SISsSSHz (B 
> i SB2SsE>C£SNSGS#39%/S$r6/0zSK<hS$ jBXS (S*S9! #2 (B 
> 
>¢SBS=S$7SFz (Bdir¿SBS7SFS_SFS/S@S5SS!#¿ (B 

> 
>¢S$BS&!<S$s!"SGS$b%;38%35!<2!S7SCSOSTISTS8ScCSISSSHSSSISISSSNS, 3DSi%$! #2 (B 
> 

> SBSHSSS&S0S$1SG! "STISKS+E, EVSISDSNSr%; $8%5!<Itd, SKE=SJIUSISI1SP3 (B 
>OKzSBSGS9! #¢ (B 


= 


¿$B; d$b!"<B83$7$F$_$^$7$?$,<B:]$K¿ (BCD-Rz $B$,F1$a$*$7$?! #3 (B 
>i SB2SE>C£SNSGS#S9%/Sr6/0zSK<h$ jBXS ($*S9! #2 (B 


¿SBSO8N>cSN860xSK$JSjS+SMS S;SsS, !"0T2<SNM}M3SGOU30SHSSS1SKSNSGSOSISSS+$H;WSSS$%¢ (1 


ESBSO! #2 (B 


¿$B$, !"8N>c$9S$Sk2DG=@-SO==J,S"SjS*S9!#S=SN>19g!"7h$7SF?MSNS;SSSKS7SFSOSSS1S S;Ss¿ ( 


¿SBSh¿ (B(*_*%;) 25814. (B 


ESB! &#C#DSNFIS_9~S_C£SO#2ZG\B. ՏՇՏՄՏՏՇՄՏՏ2ՏՏՇՏԻՏՏՏ՞Տ9Տ, !" (B 


ESB! !S"SSS1%5Ss%0;~!IFIS_9~S_ST7SFSSSISSSHS—!KSO#1G\B. ! JS@SH;WS&!KSOSiSSSNB.EYSK; (B 


ESBMnNSASFSSS*S9! #2 (B 


éS$B!!S3SNSHS-SISi!"#C#DSr30$;$*S9!T@: ?@E*SK!&!&!&#2G\B.$N; ~SOI]S/SF!&!&!&SHSFz (B 


ESBSb!K! #2 (B 
25B! &2SE>CESNSGS#S9S/SKIi2YS, $+$+SkSH2SE>$,;_S*S4S*°S9! #2 (B 


ա 


B 


¿SB!&>e5-SNM)]M3SG#C#D!]#RSr%;%SC%SHS9SkSHS-SO!"2sF>S,;_S“SCSFSSSkKSNSG3Z!9%;%CS%SHSG;¿ (B 


ESBS-S*S9! #2 (B 


ՀՏ: #G/SN#37nSK9uUS9SFSr<jSKF~S1SF!"Sh$é&Sd$/%2!<%* @) :nSGS-SkDxEYSW%m%0%i%* $,AHSaz¢ (1 


¿SBSkSh$S&SKSJSCS?!"L5MjJ?MSGS7S?!&!&!&!#¿ (B 
¿SB!!"S!2"%S¿ (B 


¿SB"c&U!!&U"d¿ (B 

eSB! !!e!|!£z2(B 

ՀՏ81111"0: (B 

p.s. EgazgSBS5$sSX!!¢ (B 
¿SBA`:nSr4VOc$CSFF1MMSNSDSNSr¿ (BEgazg SBS5Ss8D?MSK%a!<ZSkS7SFS7S“°SSS“*S7S?! #3 (B 
ESBS4SaSsSJIS5SS! Բ, (B 


—-MESSAGE FILE 22332 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


178html.html 


--MESSAGE FILE 22333 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


00179htm1l. html 
Path: chuka.playstation.co.uk!news 
From: "Angel Sastre" <ams50@bton.ac.uk> 


ա 


Newsgroups: 


p 


laystation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 


e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 
Subject: how to: download psyq executables to the psx 


Date: Tue, 


Organization: 


Lines: 18 
Message-ID: 


27 Oct 1998 17:47:59 -0800 


PlayStation Net Yaroze (SCEE) 


<7158bkS$f£j62@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.83.127.74 


Net Yaroze newsgroups message dump.txt Page 14945 


X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:179 scee.yaroze.progr 
amming.2d_graphics:682 scee.yaroze.programming.3d_graphics:977 scee.yaroze.programmi 
ng.codewarrior:378 scee.yaroze.programming.gnu_compiler:259 


Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


if so...can I have them? :-D 


thanks, 


angel. 


-—-MESSAGE FILE 22333 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
179html html 


--MESSAGE FILE 22334 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00180htm1. html 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 09:26:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3636E35D.91F7A5BF@hinge.mistral.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:180 scee.yaroze.progr 
amming.2d_graphics:683 scee.yaroze.programming.3d_graphics:978 scee.yaroze.programmi 
ng.codewarrior:379 scee.yaroze.programming.gnu_compiler:260 


Angel Sastre wrote: 
Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


VVVVVVV 


Naughty Naughty. 


> 
> 
> if so...can I have them? :-D 


No. 
> thanks, 


> 
> angel. 


Net Yaroze newsgroups message dump.txt 


Craig. 


Page 14946 


—-MESSAGE FILE 22334 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


180htm1l.html 


—--MESSAGE FILE 22335 START: 
00181html.html 


Path: chuka.pl 


Laystation.co 


From: BJ <bjd3@bton.ac.uk> 


Newsgroups: p 


laystation.ny 


net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
-uk! news 


-program. questions, scee.yaroze.programming.2d_graphics, sce 


e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 


Subject: Re: 
Date: Wed, 
Organization: 
Lines: 16 

Message-ID: 


References: 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


how to: 


download psyq executables to the psx 
28 Oct 1998 17:16:42 +0000 


University of Brighton 


1.0 
text/plain; 


Content-Transfer-Encoding: 


X-Mailer: 
Xref: 


Mozilla 3.03Gold 
chuka.playstation.co.uk playstation.ny.program.questions:181 scee.yaroze.progr 


<3637517A. 3D08@bton.ac.uk> 
<7158bkS$f£362@chuka.playstation.co.uk> 
194.81.200.30 


charset=us-ascii 


7ԵԼԵ 


(Win95; I) 


amming.2d_graphics:684 scee.yaroze.programming.3d_graphics:979 scee.yaroze.programmi 
ng.codewarrior:381 scee.yaroze.programming.gnu_compiler:261 


Sheesh Ank - I'd have thought you'd know better. 


here AS WELL! 


Man oh man.. 


But to go posting it 


Oh and by the way; I hope you've read that mail I sent you re: password 


(i.e. mine) 


since SCEE are onto you! 


(I got a phonecall from Kerry who 


wondered why my e-mail address was suddenly ams50 instead of bjd3...) 


Later, 


Ben ;-) 


Screw you guys; 


- Cartman 


I'm going home. 


Talking poo is where I draw the line. 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 


http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's 


Brighton Uni Page 


-—-MESSAGE FILE 22335 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


181html.html 


——MESSAGE FILE 22336 START: 


00182html.htm] 
Path: chuka.pl 


Laystation.co 


From: Darco <rquat@datasys 


Newsgroups: p 


laystation.ny 


net-yaroze-usenet/00000003-SCFI/ny/program/questions/000 


-uk!scea!peter_alau@playstation.sony.com 
.net> 
.program. questions, scee.yaroze.programming.2d_graphics,sce 


e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 


Subject: Re: 
Date: Thu, 
Organization: 
Lines: 31 

Message-ID: 
References: 


Reply-To: 


NNTP-Posting-Host: 


Mime-Version: 
Content-Type: 


how to: 


download psyq executables to the psx 
29 Oct 1998 18:11:10 


-0500 


SCEA News Server 


1.0 
text/plain; 


Content-Transfer-Encoding: 


X-Mailer: 
Xref: 


Mozilla 4.05 
chuka.playstation.co.uk playstation.ny.program.questions:182 scee.yaroze.progr 


[en] 


<3638F60E.DBB0745F@datasys.net> 
<7158bkS$f£j62@chuka.playstation.co.uk> 
darco@bigfoot.com 
157.dialup.datasys.net 


charset=us-ascii 


Thit 


(Win95; U) 


amming.2d_graphics:688 scee.yaroze.programming.3d_graphics:982 scee.yaroze.programmi 
ng.codewarrior:382 scee.yaroze.programming.gnu_compiler:262 


Angel Sastre wrote: 
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> 

> Hi 

> 

> I've come across a few psyq executables which I would like to run, but I 

> can't download them to the playstation neither with siocons or the utility 
> which came with codewarrior. Is there a dedicated utility which will do 

> this? is there a program which will convert the psyq executable into a net 
> yaroze one so that I may download it with siocons? 

> 

> if so...can I have them? :-D 

> 

era |= = Ay Ay Ay Ay Ay Ay Ay Ay Ay Ay Ay Ay Ay a ae 3 SS աաա» You nut. You must be one of those 


younger newbies, not quite knowing what you are implicating when you 
post. You aren't even supose to have psyq executables unless they are in 
a game you just bought. So unless you are a professional developer, you 
got them from a underground site. 


To answer your question, psyq executables will only run on a net yaroze 
system if it leaves everything below 0x80090000 alone. 99% of all psyq 
executables load there program into this region, so that when you try to 
upload them they accidently overwrite the program that is currently 
running and the system crashes. Think about it. The net yaroze system 
will run psyq programs, just not the ones that you want it to run. 


Now, think before you post something like this again. This is the 
official Net Yaroze development discussion area, not the Underground PSX 
hacking Q&A newsgroup. 


'Darco 


--MESSAGE FILE 22336 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 


182html.html 


--MESSAGE FILE 22337 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 


00183html.html 
Path: chuka.pl 


laystation.co.uk!news 


From: Tones <caz.tones@mcmail.com> 


Newsgroups: 


p 


laystation.ny.program.questions,scee.yaroze.programming.2d_graphics,sce 


e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 
Dear Sir... 


Subject: Re: 
30 Oct 1998 18:26:21 +0000 


Date: Fri, 


Organization: 


Lines: 50 
Message-ID: 
References: 


PlayStation Net Yaroze (SCEE) 


<363A04CD.EOEA3EBA@mcmail .com> 
<7158bkS$f£j62@chuka.playstation.co.uk> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 
NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 
Content-Type: multipart/alternative; boundary=" 8D9689B42D542775C3A465D7" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:183 scee.yaroze.progr 
amming.2d_graphics:689 scee.yaroze.programming.3d_graphics:983 scee.yaroze.programmi 
ng.codewarrior:385 scee.yaroze.programming.gnu_compiler:263 


1.0 


8D9689B42D542775C3A465D7 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Dear sir, 


RE: Possible possession of illegal executables 


We would like you to return your access card and PS libraries..... 


You will probably know the rest of this Angel by the time you read it. I hope 
you're not into all of this underground crap - I for one am DEAD AGAINST any 
form of piracy, which is what this would constitute. Anyone who has any sense 
would know that PsyQ exe's, as stated by BJ, are only in the possession of 
licensed developers - which we are not. If you obtained these knowing this, 
then I hope you lose your membership....... 
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Asshole. 


Tones 
Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 


8D9689B42D542775C3A465D7 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<I>Dear sir,</I> 


<P><B><I><U>RE: Possible possession of illegal executables</U></I></B> 
<P><I>We would like you to return your access card and PS libraries..... </I><I></I> 


<P>You will probably know the rest of this Angel by the time you read it.&nbsp; 
I hope you're not into all of this underground crap - I for one am DEAD 
AGAINST any form of piracy, which is what this would constitute. Anyone 

who has any sense would know that PsyQ exe's, as stated by BJ, are only 

in the possession of licensed developers - which we are not.&nbsp; If you 
obtained these knowing this, then I hope you lose your membership....... 


<P>Asshole. 


<P>Tones 
<BR>Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 
<BR>é&nbsp; </HTML> 


8D9689B42D542775C3A465D7—-- 


-—-MESSAGE FILE 22337 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
183html html 


--MESSAGE FILE 22338 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00184htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:28:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <363A0531.141600E5@mcmail.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:184 scee.yaroze.progr 
amming.2d_graphics:690 scee.yaroze.programming.3d_graphics:984 scee.yaroze.programmi 
ng.codewarrior:386 scee.yaroze.programming.gnu_compiler:264 


> exe's, as stated by BJ, are only in the possession of licensed 

> developers - which we are not. If you obtained these knowing this, 
> then I hope you lose your membership....... 
> 
> 


Ooops, sorry Darco - you were the one who said about licensed 
developers...Sorry! 


Cheers 


Tones 
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—-MESSAGE FILE 22338 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
184html.html 


--MESSAGE FILE 22339 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00185htm1l.html 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 16:19:20 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <363A2D58.967A47AD@datasys.net> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 343.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:185 scee.yaroze.progr 
amming.2d_graphics:691 scee.yaroze.programming.3d_graphics:985 scee.yaroze.programmi 
ng.codewarrior:387 scee.yaroze.programming.gnu_compiler:265 


Tones wrote: 


> 

> Ooops, sorry Darco - you were the one who said about licensed 
> developers...Sorry! 

> 


For this you will pay dearly. ;) 


"Darco 
—-MESSAGE FILE 22339 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
185html html 


--MESSAGE FILE 22340 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00186htm1l. html 
Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sat, 31 Oct 1998 12:53:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <71f0vtSdrd2@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: asn4-244.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:186 scee.yaroze.progr 
amming.2d_graphics:694 scee.yaroze.programming.3d_graphics:986 scee.yaroze.programmi 
ng.codewarrior:388 scee.yaroze.programming.gnu_compiler:266 


Darco wrote in message <363A2D58.967A47AD@datasys.net>... 

>Tones wrote: 

>> 

>> Ooops, sorry Darco - you were the one who said about licensed 
>> developers...Sorry! 

>> 

> 

>For this you will pay dearly. ;) 

> 

>'Darco 
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Hehe! 
Tones 7) 


—-MESSAGE FILE 22340 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
186html html 


--MESSAGE FILE 22341 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00187html.html 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 11:49:32 +0000 

Organization: University of Brighton 

Lines: 11 

Message-ID: <363D9C4C.3974@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:187 scee.yaroze.progr 
amming.2d_graphics:698 scee.yaroze.programming.3d_graphics:990 scee.yaroze.programmi 
ng.codewarrior:389 scee.yaroze.programming.gnu_compiler:267 


Oh be nice to poor Angel - he is Spanish after all. 


*patronising Prunella Scales voice* "He's from Barcelona!!!" 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 22341 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
187html.html 


--MESSAGE FILE 22342 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00188htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:00:32 +0000 

Organization: University of Brighton 

Lines: 14 

Message-ID: <363D9EE0.4684@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:188 scee.yaroze.progr 
amming.2d_graphics:699 scee.yaroze.programming.3d_graphics:991 scee.yaroze.programmi 
ng.codewarrior:391 scee.yaroze.programming.gnu_compiler:268 


BJ wrote: 

> 

> Oh be nice to poor Angel - he is Spanish after all. 
> 
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lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:05:24 +0100 

Organization: Intelligent Research 

Lines: 13 

Message-ID: <356D7D34.22090B63@hinge.mistral.co.uk> 
References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:671 scee.yaroze.freetalk.dutch:9 
scee.yaroze.freetalk.english:1064 scee.yaroze.freetalk.german:18 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 

> 


What was wrong with Datel ? I got mine direct from them.... 
Craig. 


—-MESSAGE FILE 2361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01064 


—-MESSAGE FILE 2362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001065 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PDA newsgroup...? 

Date: Thu, 28 May 1998 16:38:50 +0100 
Organization: The Hex Heroes 

Lines: 33 

Message-ID: <356D850A.4438@writeme.com> 
References: <6khfsuS5dol@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-043.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Thanks Paul, 


I don't know a lot about the PDA, but from what I gather it's a memory 
card with a screen that's capable of running datablocks as programs. 
As a complete wild stab in the dark - I'd guess that you'd use an 8K 
slot to define your program (as a list of values representing commands 
and parameters). Then when you remove the PDA from the machine, the 
programs start executing? 


Sounds like a really neat idea. Any idea of UK release date? 
Is there likely to be any difference between Jap/UK versions, or might 
it be worth my while getting an import? 


Could raise a thorny ethical issue... (imagine) an unscrupulous game 
developer builds in a freebie tamagotchi program for PDAs. Two weeks 
later it becomes apparent that two hours daily play of 'Rise of the 
Robots 3' is needed to keep the little critter fed and alive. Faced with 
the dilemma (sanity vs. sanity), the little kid goes screwball and ends 
up wreaking untold damage leaving a legal minefield in his wake. 

- It'll never happen... 


J. 


> Hi James, 
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> *patronising Prunella Scales voice* "He's from Barcelona!!!" 


SORRY! MADRID! I know that to accuse a Spaniard of being a Catalan when 
he is not is a major insult, so sorry mate... ;-) 

Screw you guys; I'm going home. Talking poo is where I draw the line. 

- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 22342 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
188html html 


--MESSAGE FILE 22343 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00189htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:08:06 +0000 

Organization: University of Brighton 

Lines: 9 

Message-ID: <363DA0A6.1703@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:189 scee.yaroze.progr 
amming.2d_graphics:700 scee.yaroze.programming.3d_graphics:992 scee.yaroze.programmi 
ng.codewarrior:392 scee.yaroze.programming.gnu_compiler:269 


Hang on! I did know that anyway! 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 22343 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
189html html 


--MESSAGE FILE 22344 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00190htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:13:12 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363DA1D8.6A0@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:190 scee.yaroze.progr 
amming.2d_graphics:701 scee.yaroze.programming.3d_graphics:993 scee.yaroze.programmi 
ng.codewarrior:393 scee.yaroze.programming.gnu_compiler:270 
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okay i'm using ben's account to reply. 


I never said i downloaded psyq executables, hell i didn't even know what 
they were. 


so there. 


so if you want to ban people out of the world then ban the underground 
people not me. 


yeah and real madrid rools europe. 


> *Ben's comment* - Juve were robbed! 
—-MESSAGE FILE 22344 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
190հետ1. հետւ 


--MESSAGE FILE 22345 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00191htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:05:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <363DAE21.A8A7A839@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> <363DA0A6.1703@bton.ac.u 
k> 

Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:191 scee.yaroze.progr 
amming.2d_graphics:702 scee.yaroze.programming.3d_graphics:994 scee.yaroze.programmi 
ng.codewarrior:394 scee.yaroze.programming.gnu_compiler:271 


BJ wrote: 


> Hang on! I did know that anyway! 
> 
> Ben :-) 


Sorry Ben, no offence intended.... 
Cheers 
Tones 8) 


—-MESSAGE FILE 22345 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
191html. html 


--MESSAGE FILE 22346 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00192htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:18:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <363DB13D.12B9188@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
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3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:192 scee.yaroze.progr 
amming.2d_graphics:703 scee.yaroze.programming.3d_graphics:995 scee.yaroze.programmi 
ng.codewarrior:395 scee.yaroze.programming.gnu_compiler:272 


BJ wrote: 
> okay i'm using ben's account to reply. 
I'll assume this is you, Angel... 


> I never said i downloaded psyq executables, hell i didn't even know what 
> they were. 


Then you should have said that in your initial posting... 
> so there. 
No need for that..... 


> so if you want to ban people out of the world then ban the underground 
> people not me. 
> 


That is correct. Don't get me wrong, I have no intention on picking on 
anyone, but in all of the years I have been involved in this industry, only 
one thing get's up my nose more than anything else, and that is piracy. 

Your posting implied that you had obtained the PsyQ exe's via 
‘unconventional' means, and for that, I blasted you. Forgive me if this was 
not the case.... 


Obviously, the very reason we all use the Yaroze (99% anyway) is to get a 
foothold into the industry we all so dearly love, but if Sony were to feel 
that die-hard gamers were using their tool for more malicious intent, then I 
fear they could either pull the plug (which incidentally I seriously doubt - 
they need us as much as we need them) or maybe reconsider future projects of 
a Similar nature. Even though this posting isn't strictly about piracy, you 
must remember one thing. Piracy effects the industry and those who work in 
it - so one day, when you are sat at your desk in a games company 
programming away (or whatever), the pirates out there are taking your 


> yeah and real madrid rools europe. 


On this, I'll digress..... ! :)I hope this is the end of this posting - I 
never meant it to flare up in this way - just be a little more careful with 
what you post in future.... 


Cheers! 


Tones 8) 
"Minds are like parachutes - they only work when they're open.' 


—-MESSAGE FILE 22346 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
192html html 


--MESSAGE FILE 22347 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00193htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJD3 <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 17:28:23 +0000 
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Organization: University of Brighton 

Lines: 34 

Message-ID: <363DEBB7.14FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> 

NNTP-Posting-Host: itsuite60.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:193 scee.yaroze.progr 
amming.2d_graphics:704 scee.yaroze.programming.3d_graphics:996 scee.yaroze.programmi 
ng.codewarrior:396 scee.yaroze.programming.gnu_compiler:273 


I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. In fact, I'm pretty sure it is 
about as illegal as downloading a shareware utility. The fact that Angel 
was trying to use it on his NY is academic. 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 22347 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
193html html 


--MESSAGE FILE 22348 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00194htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:01:39 +0000 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <363DF383.765Bédma-—design.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:194 scee.yaroze.progr 
amming.2d_graphics:705 scee.yaroze.programming.3d_graphics:997 scee.yaroze.programmi 
ng.codewarrior:397 scee.yaroze.programming.gnu_compiler:274 


BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
"mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 22348 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
194html. html 


--MESSAGE FILE 22349 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00195htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:29:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <363DFA06.D723BBD@ndirect.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

NNTP-Posting-Host: th-usr00-46.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:195 scee.yaroze.progr 
amming.2d_graphics:706 scee.yaroze.programming.3d_graphics:998 scee.yaroze.programmi 
ng.codewarrior:398 scee.yaroze.programming.gnu_compiler:275 


BJD3 wrote: 
I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. 


VVVVVVVVV 


That's like saying stealing is illegal, but receiving stolen goods is ok. 


> In fact, I'm pretty sure it is 
> about as illegal as downloading a shareware utility. The fact that Angel 
> was trying to use it on his NY is academic. 
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Illegal or not, it's certainly against the spirit of the NY project. 
Now don't get me wrong - I'm not condoning piracy; I just feel that 


Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff you 
Sony". You can't sit on the fence. If you want to keep your development 
licence, you have to respect Sony and play by the rules. 


Maybe we could all try to just be friends. 


Anyway, there's my two-bob. 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 


VVVVVVVVVV VV 


Herbs 


—-MESSAGE FILE 22349 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
195html html 


--MESSAGE FILE 22350 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00196htm1l. html 
Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 2 Nov 1998 22:23:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <711b41S9iv5@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: asnl6-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:196 scee.yaroze.progr 
amming.2d_graphics:708 scee.yaroze.programming.3d_graphics:999 scee.yaroze.programmi 
ng.codewarrior:399 scee.yaroze.programming.gnu_compiler:276 


Thanks guys, 


BJ - I know you mean well, but I doubt very much your arguments would stand 
up in front of everyone who works in the industry. 


I wasn't picking on Angel specifically - I was using him to get my point 
across. Sure, he pi**ed me off in his first post, because at the time it 
came across as though HE was the 'pirate-or' (or whatever). 


However, whether he got hold of the exe's through himself or by others, the 
fact of the matter is that he is in possession of something he shouldn't be. 
This goes for everyone in the same boat. Talking of piracy, take a look at 
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the letter in the latest issue of PSM (Official Playstation Magazine) - if 
you cross the line you can be sure they WILL find out. 


Either way, I am sure you will catch my drift - as Brian Baird@DMA 
illustrates above, pirater's and their like really get on the industries 
thingymejigs. 


Let this be a lesson to those who might try, and an end to this debate - I'm 
finding it tedious explaining the intricacies 'o' the law..... 


Tones 8) 
Feeling particularly vicious tonight...... 


—-MESSAGE FILE 22350 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
196html html 


--MESSAGE FILE 22351 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00197html. html 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: 2 Nov 1998 22:21:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn73scke.i3e.tjs@longford.cs.monash.edu.au> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design. com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:197 scee.yaroze.progr 
amming.2d_graphics:709 scee.yaroze.programming.3d_graphics:1000 scee.yaroze.programm 
ing.codewarrior:400 scee.yaroze.programming.gnu_compiler:277 


On Mon, 02 Nov 1998 18:01:39 +0000, Brian Baird <brian@dma-design.com> wrote: 


>"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
>surely? They may be developing games, they may be swapping their own 
>sources - but all their development tools are pirated. 


I'd disagree. A number of people seem to have the pirated PsyQ tools, which 
is just plain wrong, but a lot more seem to have built gcc cross compilers. 

I don't think there's any way that that can be illegal. The question of 
libraries is a more delicate one, but again I think there are probably people 
out there who aren't using the libraries either. 


I guess if they're producing PsyQ executables, though, the question of which 
category they fall into is rather academic] 

Toby. 

-—-MESSAGE FILE 22351 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
197html.html 


--MESSAGE FILE 22352 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00198htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 23:56:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <363E46B6. 930FF336@hinge.mistral.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
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3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:198 scee.yaroze.progr 
amming.2d_graphics:710 scee.yaroze.programming.3d_graphics:1001 scee.yaroze.programm 
ing.codewarrior:401 scee.yaroze.programming.gnu_compiler:278 


Brian Baird wrote: 
BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


Craig @ Intelligent Video Games Ltd. 


-—-MESSAGE FILE 22352 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
198html html 


--MESSAGE FILE 22353 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00199htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:43:07 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363EEC4B. 6B98@bton.ac.uk> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:199 scee.yaroze.progr 
amming.2d_graphics:714 scee.yaroze.programming.3d_graphics:1002 scee.yaroze.programm 
ing.codewarrior:402 scee.yaroze.programming.gnu_compiler:279 


> "Acquired unofficially"? Acquired *illegally* is what you meant to 
> say, surely? 
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Yes, yes. That is what I *meant* to say... 


The point is, owning a PsyQ exe somebody else created is completely 
legal....surely? 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 22353 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
199html html 


--MESSAGE FILE 22354 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00200htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:54:21 +0000 

Organization: University of Brighton 

Lines: 33 

Message-ID: <363EEEED.3F98@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:200 scee.yaroze.progr 
amming.2d_graphics:715 scee.yaroze.programming.3d_graphics:1003 scee.yaroze.programm 
ing.codewarrior:403 scee.yaroze.programming.gnu_compiler:280 


> That's like saying stealing is illegal, but receiving stolen goods 
> is ok. 


No, it's like stealing a program is illegal, but receiving a document 
*created* with that program is OK. Come on, don't twist words. 


> Illegal or not, it's certainly against the spirit of the NY project. 
I agree. I'm not doing it, and I have no intention of ever doing it. 
But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff 


you Sony". You can't sit on the fence. If you want to keep your 
development licence, you have to respect Sony and play by the rules. 


True. But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... (Unless 
you get into the issue over the Sony libraries...in which case it's not 
so clear; but then Angel hasn't got the PsyQ libraries; just the 
executable.) 


Pah. 
Ben ;-) 


N.B — Whilst I defend Angel's actions, I can wholely agree with Sony's 
position. Please don't tell me I don't... 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
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-—-MESSAGE FILE 22354 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
200html.html 


--MESSAGE FILE 22355 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00201htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The end!!! 

Date: Tue, 03 Nov 1998 14:09:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <363F0E87.4350FB4Bécwcom.net> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 14F80148A2F91BFCF7FF6A6F" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:201 scee.yaroze.progr 
amming.2d_graphics:716 scee.yaroze.programming.3d_graphics:1004 scee.yaroze.programm 
ing.codewarrior:404 scee.yaroze.programming.gnu_compiler:281 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


BJ wrote: 

But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... 
Hi Bd, 


Don't forget one thing - you were one of the people to kick it off, 
remember! 


Right, not this IS the end of this posting. 
Cheers BJ, and no offence intended... 


Tones 8) 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
&nbsp; 


<P>BJ wrote: 
<BR><I>But I only raised the issue because people were hounding Angel for</I> 
<BR><I>doing something which strictly speaking, isn't really illegal...</I><I></I> 


<P>Hi Bud, 


<P>Don't forget one thing - you were one of the people to kick it off, 
remember! 


<P>Right, not this IS the end of this posting. 
<P>Cheers BJ, and no offence intended... 


<P>Tones 8) 
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The group was added by accident - and was then removed. 


Watch this space though, once the thing is actually released we'll 
re-add the group them. 


(Incidentally, even in Japan it won't be available until December). 


VVVVVVV VV 


Paul 
—-MESSAGE FILE 2362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01065 


—-MESSAGE FILE 2363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001066 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analogue Controller Calibration? 
Date: Thu, 28 May 1998 16:48:55 +0100 
Organization: The Hex Heroes 

Lines: 20 

Message-ID: <356D8767.764F@writeme.com> 
References: <6kj5f£9S7cql@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-043.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


> ...there are requirements for neGcon and the like. 
> 
> However, there is no requirement for the original Analog controller... 


Mmm, interesting. 


I've now used both the neGcon and analogue pad and of the two, the 
neGcon is BY FAR (that's B-Y F-A-R!) the best quality. It (central 
twist) reverts to the home zero position with a tolerance of +/-2 at 
worst, whereas the analogue controller can be as much as +/-50 out - 
that leaves an effective resolution of (255-(2*50)) Հ 155. 

I've also found that the analogue pad return may become skewed when 
switching between modes, presumably when the sticks are not centralised. 


The calibration I would do would be to clip the central values out of 
the scheme (explained on my page in a way I can't be bothered to here). 
What additional calibration is required for the neGcon? The one I tested 
was spot on! 


James (~mrfrosty). 
-—-MESSAGE FILE 2363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01066 


—-MESSAGE FILE 2364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001067 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PDA newsgroup...? 

Date: 28 May 1998 17:27:44 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 71 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6kk3a0S8fel@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 28 May 1998 16:33:44 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA12319 
for <news@playstation.co.uk>; Thu, 28 May 1998 17:33:07 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
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<BR>é&nbsp; </HTML> 


14E80148A2F 91BFCF7FF6A6F-- 


—-MESSAGE FILE 22355 END: net-—yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
201html. html 


--MESSAGE FILE 22356 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00202htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJD3 <BUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The End: 'Crusade'....(unnecessary follow-up) 

Date: Tue, 03 Nov 1998 15:06:16 +0000 

Organization: University of Brighton 

Lines: 12 

Message-ID: <363F1BE8.71FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F0E87.4350FB4Beécwcom.net> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:202 scee.yaroze.progr 
amming.2d_graphics:717 scee.yaroze.programming.3d_graphics:1005 scee.yaroze.programm 
ing.codewarrior:405 scee.yaroze.programming.gnu_compiler:282 


Cheers matey. 


(Was that pointless? But admit it - you're relieved you don't have to 
swing your handbag any more...) 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

-—-MESSAGE FILE 22356 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
202html. html 


--MESSAGE FILE 22357 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00203htm1l. html 
Path: chuka.playstation.co.uk!news 

From: AMS50 <AMS50@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 15:38:21 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363F236D.7A27@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

NNTP-Posting-Host: itsuitel05.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:203 scee.yaroze.progr 
amming.2d_graphics:718 scee.yaroze.programming.3d_graphics:1006 scee.yaroze.programm 
ing.codewarrior:406 scee.yaroze.programming.gnu_compiler:283 
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> so clear; but then Angel hasn't got the PsyQ libraries; just the 
> executable.) 


[i'm angel. okay i'm using ben's account because my password seems to 
be somewhere in spain - i hope you'll excuse me while I get it posted 
back to me] 


no no and no. i didn't download any executables. i just saw them and 
wondered what they were. very innocent, really. 


hey ben you're not helping me very well :-D 


angel. 
—-MESSAGE FILE 22357 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
203html. html 


--MESSAGE FILE 22358 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00204htm1l. html 
Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 18:06:06 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363F460E.2E1@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F236D.7A27@bton.ac.uk> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:204 scee.yaroze.progr 
amming.2d_graphics:719 scee.yaroze.programming.3d_graphics:1007 scee.yaroze.programm 
ing.codewarrior:407 scee.yaroze.programming.gnu_compiler:284 


> hey ben you're not helping me very well :-D 


Well those who play with fire...I thought you *did* have the 
exe's...sheesh...I'm opting for Tones' suggestion and dropping this 
subject... 


Ben :-/ 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http: //www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 22358 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
204html. html 


--MESSAGE FILE 22359 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00205htm1l. html 
Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthompson@mantis94.freeserve.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sun, 15 Nov 1998 14:43:11 +0000 

Organization: Mantis Software 

Lines: 40 
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Message-ID: <364EE87F.BB55A768@mantis94.freeserve.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bé@dma-design.com> <36 
3E46B6. 930FF336@hinge.mistral.co.uk> 

Reply-To: ianthompson@mantis94.freeserve.co.uk 

NNTP-Posting-Host: modem-5.argon.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:205 scee.yaroze.progr 
amming.2d_graphics:737 scee.yaroze.programming.3d_graphics:1019 scee.yaroze.programm 
ing.codewarrior:414 scee.yaroze.programming.gnu_compiler:285 


Craig Graham wrote: 
Brian Baird wrote: 
BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Craig @ Intelligent Video Games Ltd. 


Caetla! 
Nothing to do with the PSX AR replacment ROM used by the hacks? 
IAN 


—-MESSAGE FILE 22359 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
205html. html 


--MESSAGE FILE 22360 START: net-yaroze-usenet/00000003-SCEI/ny/program/questions/000 
00206htm1l. html 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 15 Dec 1998 17:32:51 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3676E393.862F167A@datasys.net> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
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3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:206 scee.yaroze.progr 
amming.2d_graphics:827 scee.yaroze.programming.3d_graphics:1072 scee.yaroze.programm 
ing.codewarrior:418 scee.yaroze.programming.gnu_compiler:292 


BJ wrote: 

> 

> > That's like saying stealing is illegal, but receiving stolen goods 
> > is ok. 

> 

> No, it's like stealing a program is illegal, but receiving a document 
> *created* with that program is OK. Come on, don't twist words. 

> 


No, it's not. 


"Darco 
—-MESSAGE FILE 22360 END: net-yaroze-usenet/00000003-SCEI/ny/program/questions/00000 
206html. html 


AE AE EAE FE THEE HEHEHE HE 
=E AE EAE FE HHH EH HE HEH 


E AE AE AE AE EAE FE EHH EH 
E AE EAE AE RHEE HEE HH 


——HHEEEEEEE EE HEH 
——START USENET FOLDER: net-—yaroze-usenet/00000003-SCEI/ny/resource 
——HHEEEEEEE EE HEH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics 
——HHEEEEEEE EE HE EH 


HEHEHE EE HE HE HEH 

--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
000024 

n EEE HEE 


——HHPEEREE HEHE EE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk 
——HHEEEEE EE HE HEH 


--MESSAGE FILE 22361 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk/00000001htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.2d.freetalk 
Subject: =?i1so-2022-jp?B?GyRCIzIjJRCUkKIJWkLOSVIJUQhHPCVrISkbKEo=?= 
Date: Wed, 25 Jun 1997 02:45:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <33BO07CC.323A@ppp.bekkoame.or.j> 
NNTP-Posting-Host: 202.210.132.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBEhSGS9!#;¿ (J 
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ESBSASGSCSHNISSSD!<SkS$r8+SDS1S*S7S?! #2 (J 


ESBS°S&S9SGH2Z#DS r=q$/SH@~SK?LS ($,F~SCS?SjISTSE:SSkSCSF3 (J 
ESBSSS?S$sSG$95, @SSNCESKSOSAScSsSSHId@5S7$FS/$1SkS=SUSHS, ¿(J 
ESBS"SkSsSGS9SM! #2 (J 


£SBS*%/SmsasGSFS"<RSNz (JFlash22SBSHSS$$&%=%USHSTSs$G6$9$, ¿(J 

E SBSHSKS+$/%*%&%9SG=q$/SHS=S1Si1S$7$$%+!<SVSKSAScSsSHId@5$ rz (J 
ESBS7SFS/S1SkSNSGHS>OSK3Z$G6$9! #2 (J 
ESBS*S?20LEYOzSSS$?Si1SS%SSb%S9SWS1SSSSSHSTSFG'<1IS7SFSSSk¢ (J 
ESBSHS&SISNSGS=SNS“*S%=S @5SbH2DG=SGSISNSGz (J 
¿$B%"%K%a=hM}$b:n$j$d$9$$$G$9!#¿ (J 


¿SBSbSHSbSHSO#W#e#bSNF02h%=%SUSHSJSSSGS9S,S3SN:n2h5!G=¿ (J 
ESBS@S1SGSb==J, ; H$ ($*S9! #2 (J 


¿$BO0J2<$N%5%$%H$+$i; (J 
2SB#3#0F | 4VSN4 | SBIUS-SN#D#E#M#OHGS, 30%S&%s%m!<SISGS-S*S9! #3 (J 
2 SBH2#D2hSG: SSCSFSSSkJ} ! "OLEY; n$ 7S$F8+SFSOSIS&S$G$9$+3 (J 


URL http://www.macromedia.com/ 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! ¢ (7 E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22361 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000001htm1. html 


--MESSAGE FILE 22362 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk/00000002htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzIjRCUkIWkLOSVIJUQHPCVrISkbKEo=?= 
Date: Thu, 26 Jun 1997 17:55:15 +0900 

Organization: N/A 

Lines: 24 

Message-ID: <33B22E72.133@crd.ynu.ac.jp> 

References: <33BO07CC.323A@ppp.bekkoame.or.j> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


¿SB%SM%.%7SHSbS&S7S S9!#¿ (J 


2 SBS*°S/SmSaSGS#S"<RSNz (ՄԲ1ՅՏի2:5ԹՏԱՏ5ՏաՏ-ՏՍՏԱՏՄՏՏՏ6Տ95,2 (J 
éESBSHSKS+S$/%*°%S&%S9SG=q$/SHS=S1Si$7$S%+!<SVSKSAScSsSHJd@5Sr¢ (J 
ESBS7SFS/S1SkSNSGHs>oSK3Z$GS9! #3 (J 
ESBS*S?POLEYOZSSS?SiSSSSSHSISWSISSSESSHSTSFG'<1S7SFSSSk¢ (J 
ESBShS&STSNSGS=SNS$“*S$%*=$ @5Sb2DG=S$G$ 9SNSGz (J 
¿$B%$"%$K%a=hM)$b:n$j$d$9S$$G$9!#¿ (J 


¿SBSb$SHS$SbSH$SO#W#e#bSNF02h%$=%SU%SH$JSsS$SG$9S,$3SN:n2h5!G=¿ (J 
ESBS@S1SGSb==J, ; ԷՏ (S*S9! #2 (J 


VVVVVVVVV 


¿SB;d$O!"SSSoSfS$Sk%S%i%9%SHSrIAS/SHS-SK; (J 
2$B3331$r;HSCSFS*S9! #2 (J 

¿$B!J¿ (JSmartSketchz SBSHSSS&A0SNSP!<%8%Sqg%SSGS9S, !&!&!Ke (J 
ESBSZSSSSSHE*SISI Sm! <S=SUSHSISNSG! "3 (J 
Tllustratorg$SBSH$+SHSOS*S?0cSCS?LESNS"Sk3 (SKSIJSJS*S9! #2 (J 

EPS; SBSG=q$-=PS7SbSGS—-SkSN$G%9%2%'IXMxSGS9!#¢ (J 
é$B!J3Id@55!G=$,$0$5$+$76/0zSTSNSG; WSCS$?@~Sr0zS/SNSK47S1SkSNSK3z (J 
¿$B!!$A$g$C$H; ~4V$, S+$S+ŠjS2$9S, !&!&!&!K¿ (J 


¿SBS"SH!"%$?%V%1%C%HS,S"TSkSH!"%Sbp%sh%sb%shSJ% (6Շօ8ՏԱՅ-ՏԵչ (J 
¿SBIAS1S S9!#;¿ (J 
¿SBS1SCS3S&!"%*%9%9%aSGS9!#0BSSSGS9S7SM!#¿ (J 
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-—-MESSAGE FILE 22362 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000002htm1. html 


--MESSAGE FILE 22363 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk/00000003htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.2d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzI jRCUkIJWkLOSVIJUQHPCVrISkbKEo=?= 

Date: Thu, 26 Jun 1997 22:36:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <33B2705D.C2Beéppp.bekkoame.or. j> 

References: <33BO007CC.323A@ppp.bekkoame.or.j> <33B22E72.133@crd.ynu.ac. յք» 
NNTP-Posting-Host: 202.231.199.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBSIS&SbSOS8SaS*S7SF!"EhSGS$93 (J 


Neg. wrote: 


> 

> ¢~S$B3M%3.37SHSbSE&S7S*S9!l #2 (J 

> 

> ¢$B; dSO!"SSSoSfSkSSSiS9SHSrIAS/SHS-SK; (J 

> £SBS3%1Sr;HSCSFS*S9! #2 (J 

> ¿$B!J¿ (JSmartSketchz SBSHSSS&A0SN%P!<%8%g%s¢ (IEZ SBS9S, !&!&!Kz (J 
> ¢SBSZ3S%SsSHE*SISI Sm! <S=SUSHSTSNSG! "3 (J 

> Illustrator: $B$H$+$H$O$^$?0c$C$?L#$N$"$k3($K$J$J$^$9!# (J 

> EPS: $B$G=q$-=P$7$b$G$-$k$N$G%9%2%'JXMx$G$9!#¿ (J 

> ¿$B!JJdQ55!G=$, $0o$j$+$76/0z$J$N$G;W$C$?@~$r0z$/$N$K47$1$K$N$K¿ (J 
> ¿$B!!$A$g$C$H;~4V$,$+$+$J$^$9$, !&!&!&!K¿ (J 


¿SBS3S1!"SJSsSS+SSSSSGS9ShSMI#IASSSFSF5S;)]SASSSSSGS9!#¿ (J 
¿$B<+J, $, 3 (St+$&$*S/SISCS$?SH: x3P$7SFS7$*S$$S=S&o (I^^; ESB! #e (J 
¿SBF |K\81HGS, =P$?SiB (GcSSSGS9SM! #2 (J 


ESB8e!"<L??SbSSSiS9SHIO49STSFS/S1ISKSNSD5SSKF~SCSFS*S9! #2 (J 
¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

ՀՏՔ"Տ (2 (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

éESB""! ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 

-—-MESSAGE FILE 22363 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000003htm1-. html 


--MESSAGE FILE 22364 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk/00000004htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "FUKUNO Taisuke" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.freetalk 
Subject: gS$B%1I%C%H3 (%D!<%k!VS*SfS_!We (J 

Date: 30 Jul 1997 17:05:46 GMT 

Organization: miyako 

Lines: 12 

Message-ID: <5rns9aSf22@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.239.74.41 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSE&SKSGS92 (J 


éESBSASgGSCSH:nSCSFS_S*S7S?!#¢ (J 
ESB@'HsS*;nS7S"S1l! #3 (J 
ESBS*S@S*S@Q3+H/ES>eSG6S9S, 161661: (J 


http://wwwl.scei.co.jp/~cfs01105/ 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 
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—-MESSAGE FILE 22364 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000004htm1. html 


--MESSAGE FILE 22365 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 

00002d/freetalk/00000005html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.2d.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJUkLOyVIMyg1lRCE8JWshViReJGYkXxsoQg==?= 
=?1SO-2022-JP?B?GyRCIVcbKEI=?= 

Date: Thu, 31 Jul 1997 19:54:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <19970731195423beru@fa2.so-net.or.jp> 

References: <5rns9aSf22@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ESBS+SDSGS9! #3 (B 


> 

>éSBSASgSCSH:nSCSFS_S$*S7S?!#¢ (B 
>zSB@'HsS*;nS7S"S1! #2 (B 
>2SBS*S@S%S@3+H/ES>eSGS9S, 16161618: (B 
> 


£$B%/%5%C%/STSF!"S=SNSASGS&SI2<SNSISCSHSK?'S, 2 (B 
¿SBEIS1SJSSShS&SJ5$9S$S,S7S“S9!#;EMMSGS7SgS&S+!)¿ (B 


P.S. ¿$BS&SS!&!&!&%S;!<%V!&%m!<%SIS7S?S$SS$S!&!&!&!#: (B 
—-MESSAGE FILE 22365 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000005html1-html 


--MESSAGE FILE 22366 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk/00000006htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“FUKUNO Taisuke" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.freetalk 

Subject: Re: ¢SB%I%C%H3(SD!<%Sk!VS*SfS_!Wz (J 

Date: 5 Aug 1997 16:13:42 GMT 

Organization: miyako 

Lines: 16 

Message-ID: <5s7jfmS$3eb@newsl.scei.co.jp> 

References: <5rns9aSf22@newsl.scei.co.jp> <19970731195423beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.239.74.41 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKS$GS92 (J 


> £$B%/%5%C%/S7TSF! "S=SNSASGSEST2<SNSISCSHSK?'S, ¿(J 
> ¿SBEIS1S$SJSSShS$S&SJ5$S$S,S7S%S9!#;EMMSGS7SgS&S+!)¿ (J 


¿SB%$P%$0$GS7S7!#¿ (J 


¿SB=S@5!"1&%/%3j%C%/$G%S9%]%S%H5!G=DI2C%P!<%8%Sg%sSHS7$2*$7S?!# (J 
http://wwwl.scei.co.jp/-cfs01105/ 


> P.S. CGŠSBS&$S!&!&!&%; ! <SV!&%m!<%I$7S?SS!&!&!&!#¿ (J 


ESBSISSSHS+S7S*°S9! #3 (J 
¢$B%m!<%+%kSKMnSHS7SF; HS (SP¿ (JGIFZSBSNFIS_=q$-SO2DG=SG$9! #3 (J 


—-MESSAGE FILE 22366 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000006htm1. html 


--MESSAGE FILE 22367 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/freetalk/00000007htm1.html 


Net Yaroze newsgroups message dump.txt 


Path: 
From: 
Newsgroups: 
Subject: 
Date: Wed, 24 
Organization: 
Lines: 23 

Message-ID: 


p 


Mime-Version: 
Content-Type: 


chuka.p] 
radheeth@fa2.so-net.or.jp 
laystation.ny.resource.graphics.2d.freetalk 

=?ISO-2022-JP?B?GyRCJTAlaSVVJSM1QyUvJUQhPCVrGyhC?=GIMP 


Page 14968 


laystation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
(Saizo) 


Sep 1997 20:19:20 +0900 
PlayStation Net Yarouze 


<19970924201920radheeth@fa2.so-net.or.jp> 
NNTP-Posting-Host: 


210.132.144.130 
1.0 


Text/Plain; charset=ISO-2022-JP 


X-Posting-Software: WSNews 2.020 


ESBS3SsSASO! #2 (1 


B 


http://www.hotwired.co.jp/ 
¿ SBSGCNSCS$ ?SNS@S1ST!"2 (B 


2$B2hA | JT=8%D 


UNIX¿S$SBS$SN¿ (B X windows; $SBMQSG!"%U%j!<SGS9!#¢ (1 


1<SkSNz (8612: SBSCSFSNS, 6/NOS_S$?SSSGS9! #2 (B 
B 


http://hal.seikyou.or.jp/home/taka/gimp/gal/screenshot.gif 


¿SBSG%9%S/%3!<% 


ss%$7%g%CSHSr8+S2?S1SI!"T" (B 


> Adobe PhotoShop ¢$B%-%i!<SHS7SF4|BTS5S1SFSS$$*S9! #3 (B 


ԵՏ) 


BSHSSS&$SNS, SI$k$ [SI3NS+$KSCSF;WSC$? ! #2 (B 


£$B%1%8%3d!<5!G=S"S$k$7! "AJEVK\3JGIS_$?S$!#2 (B 


ESBS3SASiSG>\: 


YSr$_SFS/S@S5SS!#¿ (B 


2$B; d$Oz (BLinux; $BSH$+$*S@F3F~S7SFSISSSNSG!"S$?SaS;SISSSNSG! #3 (B 
http://hal.seikyou.or.jp/home/taka/gimp/index.html 


Saizo radheeth@fa2.so-net.or.jp 
http://wwwl.scei.co.jp/~dqb00718/ 


Né 
ոի 


—-MESSAGI 
002d/freetal 


FILE 22367 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
Lk/00000007htm1.html 


--MESSAGE FILE 22368 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 


00002d/freetal 
Path: chuka.p 
From: go@ccl 
Newsgroups: 
Subject: Re: 
Date: 


p 


References: 


X-Newsreader: 


Lub.tutcc.tut.ac.jp 
laystation.ny.resource.graphics.2d.freetalk 
¿SI 
25 Sep 1997 16:31:53 GMT 


1k/00000008htm1.html 


laystation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!go 


(Go Watanabe) 


% 


B%0 


iSU%S#%C%/%SD!<%sk¿ (BGIMP 


Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 38 
Message-ID: <60e3lpSarb@newsl.scei.co.jp> 


<19970924201920radheeth@fa2.so-net.or.jp> 
NNTP-Posting-Host: 


133.15.192.120 


mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 


<19970924201920radheeth@fa2.so-net.or.jp>¢SBSN5—-; vSKS*SSSF¢ (B 


radheeth@fa2.so-net.or.jp¢$I 


BS5$s$O=q$-S*S7$?2!#é (B 


>¢SBS3$sSASO! #2 (B 
>http://www.hotwired.co. jp/ 


ՀՏ) 
- 


BSGCNSCS?S$NS@$1SI!"3 (B 


>zSB2hA|JT=8%D!<%kSNz (BGIMP:¿ $B$C$F$N$, 6/NO$_$?S$$$G$9! #2 (B 


>UNIX¢ SBSNz (B 


X windows; SBMOSG!"SU%Sj!<SGS9! #2 (B 


ESBS [$$!#$3$1$0$+$I$j6/NOSGS9S$h!<z (B 


ESBSASGSCSHS*S (SNSP!<%38%Sg%SSONIS/MnSASFS$?$1$T1¢ (B(-- 


ESBS@SSSVOBDIS7$?$+$I!) 2 (B 


Ա 


>http://hal.seikyou.or.jp/home/taka/gimp/gal/screenshot.gif 
>¿SBSGS9%S/%j!<%s%$7%g%C%H$r8+S?S1SI!" (B 


> 


>> Adobe PhotoShop 2$B%-%i!<SHS$7$F4|BTS5S1SFS$S$*S9! #2 (B 
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> 


>¿SBSHSSS&SNS, SUSkS[SI3NS+SKSCSF;WSCS?!#¿ (B 
>¿SB%$1%S%Sd!<5!G=S"S$kS$7!"AjEvKN3JGIS_S?SS!#;¿ (B 


> 


>¢SBS3SASiSG>\:Y$r$_SFS/S@S5S$! իչ (B 
>2$B;d$Oz (BLinuxz$BSHSt+S$*S$@F3F~S7SFSISSSNSG!"$?SaS; SISSSNSG! #2 (B 
>http://hal.seikyou.or. jp/home/taka/gimp/index.html 


Love Love GIMP :$BSN%Z!<%8SGS9SM! փ: (B 


¿SBKN2H$O:¿ (B 


http://scam.XCF.Berkeley.EDU/~gimp/gimp.html 
¿$B$3$3$+$i%j%s%/$,$"$k¿ (B Net-Fu ¢SBSN%Z!<%8SOSSSmSSSmS"S=SYS*S9! #3 (8 
http://scheme.xcf.berkeley.edu/net-fu/ 

¿SB%m%4SH$+SDS /SkŠ$ŠN$KJXMx¿ (B 


¿SBEOn4¿ (B ¿SB9d¿ (B (Go Watanabe) go@dsl.ics.tut.ac.jp / go@cclub.tutcc.tut.ac.jp 
éESBS"SNSC!"¢ (BXMulti ¿SBS,;CD3J8x3+S5$1SFSkS1iS7SSSGS9SC (B!¢SB!#S_SIS5Ss46A[SHS+; (B 
¿$B%P%0>pJs$H$+$*$M$, $$$7$^$9!<!#¿ (Bhttp://cclub.tutcc.tut.ac.jp/-go/xmulti/ 
--MESSAGE FILE 22368 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/freetalk/00000008html.html 


=E AE EAE AE EAE EE HEE EH 
E AE EAE AE EEE EEE HEH 


——HHEEEEEE EEE HHH 
--START USENET FOLDER: 
00002d/questions 
——HPEEEEEEE EE HEH 


—-MESSAGE FILE 22369 START: 


net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 


net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 


00002d/questions/00000001html1.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!exa 


From: exa@tcc.pu-toyama.ac. 


Subject: Re: About Charcter 


Lines: 33 


NNTP-Posting-Host: 133.55.1 


jp (H.exa.Takeuchi) 


Newsgroups: playstation.ny.resource.graphics.2d.questions 


Editor. 


Date: 22 Jan 1998 12:39:46 GMT 
Organization: Technical Computer Club, Toyama Prefectural Univ., Toyama, Japan 


Message-ID: <6a7emiS6ev@newsl.scei.co.jp> 
References: <67837rSnoo@newsl.scei.co.jp> 
<3498F563.5BD0@ppp.bekkoame.or. յք» 


Pas ly) 


X-Newsreader: mnews [version 1.20] 1996-12/08 (Sun) 


2 SBC] Fbz (B@zSBIY; 38) N) 89325659: (B. 


2$B!!2 (819972586/: (812:587ոչ (818258Բ | չ (B(¿$BLZ¿ (8) gSBSK!Vz (Bmtamakiz$B!W; a$h$4D:$$$? 


¿ (B 


¿SB!X¿ (BRe: About Charcter Editor.:$SB!YSXSN%U%) $m! <SGS9"vz (B 


>¿$B;OSaS“ST7SF¿ (B ¿SBC]Fb¿ (B(exa) ¿SBSWI'¿(B ¿SBS5Ss¿ (B 
>i SBSUS) !<%i%`%$j!<%@!<$NEh$G$9; (B 


ESBSOS8SaS“*S7SF3: (B, ¿SBSU%S) 
>¿ $B; EMM$r8+$k8B$j!"#N#Y$N5 


>Sazanta¿$B$5$s$, :n$i$1$?¢ ( 
>ESBSISSS+SH;WSSS*S9! #3 (B 


sm!<$"$j$, $H$4$4$6$$$^$9; (B. 


, LSSKF~SkKSDSNSNSHS&SK;WSSS*°S9! #2 (B 
>~SBS=SUSHSNOLCVSES1SHS7SFSO; (B 
B ¿$B!V¿ (BVab Designer; $B!WSHF1S8ShS&SJOLCVSGSO; (B 


>~SBSGS9SNSG! "FIMMSK2r<aS9S1SPG[I[S9SkKAOSK! "O1LEY! "#S#CHE#ISNI}SKz (B 
>¿$SBAJCLS5S1SFSOSIS&SGS7SgS&S+!#¿ (Ց 


ESBS"STSPSS%S9DLS 42 (BSCEI (ny-info@scei.co. jp) ~SBSK%a!<%kSrAwSCS?SHS3Sm; (B, 


>i SBSM%C%SH%O!<%/4k2h<<S$GS9!#¢ (B 
>¢$B2<5-%D!<%k$O!VSM%CZHSd$m$ &$<SNHOOOFbDSNS$_G[I[2DG=!W; (B 
>i SBSHSSS&S3SHSG!I"S*44SSSSS2S7S*°S9l #2 (B 
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2 SBSHSSS&IV; v$r$b$i$$$^$7$?;: (B. 
¿SBSG¿ (B, ¿SBAaB.¿ (B"/forum/program/dosvsoft/ceny100.1zh"zSBSKS"SCSWS7S*°S7S?¢ (B. 
éSB@'HsSHS$b; HSCSF8+SF2<S5$S¢ (B. 


#2 SBS3S5N>pJs$3$30330SN%U%) !<%i%` SKSDN.$7523}$,SSSSSNS+SJ3 (B? 


¿SBC]Fb¿ (B(exa) ¢SB5WI'; (B | E-mail:exa@tcc.pu-toyama.ac.jp 
éESBIY; 38)N)Bg3X!!¢ (B (£12038@st.pu-toyama.ac. jp) 
2 SBEE; R>pJs9) 3227: (B 
—-MESSAGE FILE 22369 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000001htm1. html 


--MESSAGE FILE 22370 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000002html1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCMGwzZzg6Pyc1RCE8JWsbKEo=?= 

Date: Thu, 29 Jan 1998 21:45:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <34D079E8.7667@mxp.meshnet.or. յք» 

References: <6268u0Sh8u@newsl.scei.co.jp> <3447A574.A76DB6B3@da2.so-net.or.jp> <62ar 
2eSmf8@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.145.196.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


TPM.CO wrote: 


> ¢SB>\S7S/8@SSS*°S9SH!"%S2!<%* 2hLLEy$N¿ (JINTSC¿ SB=PNOSr%-ScSWSASCS7S?T*Sr8:2'3 (J 
> zSBS7S?SSSNSGS9! #SbSHSbDSHS5S7SF?' ?tS, STISSSNSKS—%CSWSASCS ISKSHSISYSCSHE (J 
> ¢S$B?'?t$,A}S$ (SFS7S*SESNSG; (J ¿SBS?SHS(SP!"¿ (J 


2SBS3$1SCSF%-%cSW%A%SC; ~SN3NSS$%: S@SHS*SHSESNSG!"8:?2' OJAOSKSNSS%: Sr<h$k2hA|=hg (J 
éSBM} ¿ (J 

(¿SBSNS+$7SdCfl(CM!J%ša%$G%)%"%s!K%$US#%Sk%?SJSI; (J) 

E $BSr31%?%C%A%=SUSHEySGS+S1SkSNS,M-8zSISNSGSO! #2 (J 


bero 
—-MESSAGE FILE 22370 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000002htm1. html 


--MESSAGE FILE 22371 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000003htm1-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 

Subject: =?ISO-2022-JP?B?UmU6IBsSkQjBsM2c407 8nJUQhPCVrGyhK?= 

Date: 29 Jan 1998 14:47:07 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 16 

Message-ID: <6aq4pbSe7@newsl.scei.co.jp> 

References: <6268u0Sh8u@newsl.scei.co.jp> <3447A574.A76DB6B3@da2.so-net.or.jp> <62ar 
2eSmf8@newsl.scei.co.jp> <34D079E8.7667@mxp.meshnet.or. յք» 

NNTP-Posting-Host: 210.135.67.176 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


berozSB$5S$s!";OSaS*S7SF! #2 (JTPM.COzSBSGS9! #3 (J 


> 2SBS3S1SCSF%-ScSWSASC; ~SNSNS$% : S@SHS*SHSE&SNSG!"8:?' OJAOSKSNS$%:$r3 (J 
> ¢S$B<h$k2hA|=hM}2 (J (¢$BS\S$+$7SdC£1{CM! J%a%G%) "Ss !KSUSH#ESKS?STST¢ (J) 
> 2SBSr$132?SCSAS=SUSHEYSG$+S$1Sk$NS$,M-8zSISNSGSO! #3 (J 


¢ SBOQBNE* $J%=SUSHL>SISISOSTISSSISDSNS, $"$J$^$9!)¿ (J 


Net Yaroze newsgroups message dump.txt 


To: news@playstation.co.uk 
Content-Disposition: inline 


Hi James, 

FYI here was the original announcement from Japan... 

No news on release dates, other than end of this year for Japan.... 
Paul 


SCEI develops a miniature PDA (Personal Digital Assistant) as an extension 
of the PlayStation memory card 


"SCEI has developed a miniature size PDA as an extension of the PlayStation 
memory card. This product is aimed for release in Japan, next winter. The 
technical specifications will be available to PlayStation licensees in 
Japan, effective from today. 


The PDA has a programmable 32 bit RISC processor, together with a LCD 
screen, sound and communication capabilities. This PDA is not aimed for 
business or office applications, but for personal entertainment, including 
gaming. 


The PDA functions as a memory card for the PlayStation. It also can be 
played separately, apart from the console, thereby enabling the consumer to 
use it anywhere, including outdoors. It also has a clock function which 
enables applications such as personal schedulers or applications that 
utilise the flow of time and changes in the season as a feature. 


By using the infra red communication capability, exchange of data can be 
done anytime, anywhere, between two PDA's directly, without using the 
console as the bridge. In addition, data communication between other 
devices with infra red capability will also be made possible depending on 
application software. 


Like PlayStation games, CD-ROM is used as the media to supply application 
software. The application is downloaded into the PDA through the memory 
card slot on the PlayStation game console. Therefore, software for the PDA 
can be supplied together with PlayStation game software. As software is 
downloaded, the PDA can be used for various applications (i.e. the PDA is 
not a single function, or a fixed application device). 


SCEI will further develop this device as a new type of PDA which enhances 
personal enjoyment." 


Specifications: 
CPU: ARMT7T 32 bit RISC processor 
Memory: SRAM 2K bytes 


Flash RAM 128K bytes 
Graphics: 32 x 32 dot monochrome LCD 
Sound: Piezoelectric speaker (4 bit PCM) 
Switches: 5 input buttons 

1 reset button 


Others: Bi-directional infra red communication 
LED 
Calendar function 
Identification number 
Battery 


—-MESSAGE FILE 2364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01067 


—-MESSAGE FILE 2365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001068 


Page 1498 


glish/000 


english/0 
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¿SB!JS3S10J>eSNTiC4SOS5S$S1$?SSSNSGOB2ASJSbSNS, 4uK>$G$9!#!Ke (J 


ESBETHPHEM! SCHO (I ¿SB#S#OFF#T; (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (J. SB#JU#A#N; (J 
e-mail:tpmco@ma3.justnet.ne.jp 


url shttp://wwwl.scei.co. jp/~chu02331 
2 SB#M#S#XHG!V%?%mM%F%#%+!&%VI<%I%%!<!W#l¿ (J/312$BDLHN3+; 02 (J 


-—-MESSAGE FILE 22371 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000003htm1. html 


--MESSAGE FILE 22372 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000004html1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “kitahara" <kitahara@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 
Subject: Re: ¢$B8:?'%S=SUSH! J#2!Kz (J 

Date: 8 Feb 1998 15:25:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <01bd34a4$965b79205949584d2@gx-pro6180> 
References: <666mrq$gks@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.149.148 

X-Newsreader: Microsoft Internet News 4.70.1160 


TPM.CO <tpmco@ma3.justnet.ne.jp> wrote in article 
<666mrq$gks@newsl.scei.co.jp>... 

> VTRzSBSISI$+$i<h$49~Ss$@2hA| SN2ZHLLSN9USGS"SkItJ, SKT#?tSN?'S, ¿(J 
ESBB8:_S7SGS#S6SrS+S1$ ?SHSE&ESKSISCSESTS*SCSFSSS*SO! #3 (J 


£ $B; XDIS7$2%Q%1SC%H$r! "A4SFF1$8?'!J;XDj!KSHS7SFS*SHSaSFS/S$1S8k¢ (J 
¿SB%=%U%HS$SOSJSSSGS7SgS&S+!)¿ (J 


VVVVV 


2 SB8=; ~E@SGSO!"3:EvS9SkSQ%S1%SCSHF1;NSrF1$8?'SKS7SFSbOMA3!VILSQ%1%CSHE (J 
¿SB!W (J 

> ¿$B$H$7$F07$0$1$k$?$a!"%G!<%?$, 05=L$G$-$^$; $s!#¿ (J 

> 

¿$B$7$V$7$V2hA|%=%U%HŚGGX7J$r9u$G$; $C$; SHEISjSDSVS7SFSSSk>uBVSGS9! #3 (J 

> 

> ¿SBSbS7S4B8CNSNJ]S, $$$^$7$?7$i$h$m$7$/$*4j$$$$$?7$7$^$9!#¿ (J 

> 

DeBabelizer;$B!J%GsP%Y%i%$%6!<!KSHSSS$&8:?'SNS=SUSHSr; HS&SHSSSSSh! ՔՀ (J 
http://www.focal-point.com/prv/index.html 

—-MESSAGE FILE 22372 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000004htm1. html 


--MESSAGE FILE 22373 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
000024/ զսօտեւօոտ/00000005հեռւ.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Jun Hoyano <kamakura@tky.3web.ne.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 
Subject: =?iso-2022-jp?B?GyRCODOo/JyU9IIJVULSBsoQg==?= 

Date: Sat, 14 Feb 1998 03:57:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <34E49789.184AD2A1@tky. 3web.ne. յք» 
NNTP-Posting-Host: 202.235.226.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (WinNT; Լ) 


¿SB:G=iSKOCBjS,=PSFS+SiS:SSSVSs;-S,2aS.SFS7S“SSS*S7S?S, !"¿ (B 
http://www.webtech.co.jp/optpix/ 
ESBSN! Z#O#PHTH#PH#L#X! [$,S+SISINISSSGSIST! #2 (B 


ՀՏՑՏԻՏ՞Տ/Տ1 (B 
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-—-MESSAGE FILE 22373 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000005htm1. html 


--MESSAGE FILE 22374 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
000024/ զսօտեւօոտ/00000006հեռւ.հետԼ 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Yokoyama" <bono@media.or.jp> 
Newsgroups: playstation.ny.resource.graphics.2d.questions 
Subject: =?1s0-2022-Jjp?B?V21uZG93cxskQiROJTcLOSVGIJWA1KyVpITwbKEI=?= 
Date: Mon, 23 Mar 1998 00:00:24 +0900 
Organization: PlayStation Net Yarouze 
Lines: 15 
Message-ID: <6f39jnShge@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.230.20.110 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Windows; SBSN37%9%F%° 3+%i!<SKSDSSSF<ALdSG$9!#¢ (B 


ՀՏՏՍՏ) SHS TSGSCSWSGB: 2?'SOISkKSHS—SK; (BWindows; SBSN%7%9%SF%° S+%Si!<S,¢(B 
ESBA*BrSGS$—-S*S9! #2 (B 


ESBS?S@!"z (BWinsows: SBSN%7%9%SF%* $+%i!<SO?'HVSHSSSESNSr; }SCSFSS$3z (B 
¿SBSJSSSHSSS&SNSrJ9S$SSS?;vS,S"SJS“S9!#¿ (B 


¿SBS3SN%$7%9%F%`%+%i!<$rMxMOS9Sk$3$SH$O2DG=$JSNSGS7SgŠ&Š+!)¿ (B 


T.Yokoyama 


--MESSAGE FILE 22374 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000006html.html 


--MESSAGE FILE 22375 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000007htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 
Subject: =?1ISO-2022-JP?B?UmU6IBskOjg6PyclPSVVJUgbKEo=?= 
Date: 7 Apr 1998 14:51:32 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 15 

Message-ID: <6égdehk$S$d0m@newsl.scei.co.jp> 

References: <34E49789.184AD2A1@tky.3web.ne.jp> 
NNTP-Posting-Host: 210.135.67.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 
ESBS+S°S/SiS5SSSN8@SOS1S?!"3 (J 
> ¢$B:G=iSKOCBj$,=PSFS+SiS:SSSVSs;~$,2aS.SFS7S*°SSS*S7$2?5,'1"3 (J 


> http://www.webtech.co.jp/optpix/ 
> ¿SBSN!Z#O#P#T#P#i#X [S, S+STSINISSSGSOST! #3 (J 


£SB$3S51!"S+SISjSSSS$GS9!#8:2?'SN@-G=Sb: #$*SGSSSm$$Sm;n$7$*S7$2?5,!"3 (J 
¿SB8:?'A0SH8:?'8eS,S[SHSsSIJQSjJS*S;Ss!#<L??7OSN8:?'SKBPS7SFSO¿ (J 
ՀՏՑԱ-ՏյՏ՞Տ:ՏՏՏ, !"%"% Za OSNINA | SISTSNS—-SCRWSASCSN: ] SN$N$SS: SJŠSIS, ¿ (J 
ESBS [$\;M<N8°F~S5$1$*S9!#$?SSSX$sLrSKN) SAS*S7$?! #2 (J 

ESBS"SIS, SHSES4SOSSS*S7S?2! #2 (J 


Net Yaroze newsgroups message dump.txt Page 14973 


-—-MESSAGE FILE 22375 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000007htm1. html 


--MESSAGE FILE 22376 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000008htm1l-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Koyama Yoshihiro <ccangel@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 

Subject: =?iso0-2022-jp?B?dGltdhskQiQsJCYkXiQVRJA6biO3TF 4kOyRzISMbKEI=?= 
Date: Sat, 20 Jun 1998 22:55:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 49 

Message-ID: <358BBF57.4171B6A2@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.183.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


ESBS3SN%a!<ZSkSrFISSSGD:SS$SFM-SjFqS&S4S6$S$*S$9!#¢ (B 


2SB:#!"z (BTIMVz$B!%z (BBAT; SBSG¿ (BTIM: SB$US ! 3$%k$r%W31%9SF>eSGI=< ($G$-$J$/$F:SSCSFS$$ 
A$9!#; (B 


ESBHOFUFt ! SHELHX#ELSOK<! SNSHSESKSISCSFSSS*S9! #3 (B 


"80120000" file address missing 
¿[36;1mdload -- PlayStation binary loader 
for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[Om 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 115200 
d:\ps\psx\bin\timview | .text] address:800c0000-800c0b4f size:000b50 
000b50: Osec.¿¿¿¿¿¿¿ ¿42 4 
d:\ps\psx\bin\timview | .data] address:800c0b50-800c0c9f size:000150 
000150: lsec.¿¿¿¿¿¿¿¿¿¿¿¿ ¿4 
d:\ps\psx\bin\timview [.sdata] address:800c0ca0-800c0d1f 5126:000080 
000080: lsec.¿¿¿¿¿¿¿¿¿¿¿¿¿ 
PC=800c0990, GP=800c8ca0, SP=801ffff0 
¿[36;1mload -- PlayStation program loader 
for DTLH3000 1996/05/10 00:00:02 
when hung սք try type ¿[7m ESC ¿[Om 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 115200 
¿[36;1mgo -- PlayStation program execute 
for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[0m 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 115200 
¿[36;1msiocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type ¿[7m Fl ¢[0;36;1m ----» display help 
when hung up try type ¿[7m ESC ¿[Om 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 115200 
Terminate by user! 


¿SB>I>u$O!"¿ (BTIMZ $B%G! <%?S, E>Aw$5$1!"=hM}$,<BOTS5S1SFSSSkShS&S$G$9S, ¿(B 


éSB2ZhHLL$O? ?SCOESNS$*S*SGS9! #2 (B 


ESBSIS&S$+! !S4IVEzZSrS$h$m$7$/S*45SSS78*°S9! #2 (B 


ccangel@ta2.so-net.or.jp 
¿SB>.;3¿ (B 
¿$B!!2B9(¿ (B 


—-MESSAGE FILE 22376 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000008htm1. html 
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--MESSAGE FILE 22377 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000009html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sugihara Yoshimi" <sugihara@mb.kcom.ne.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 

Subject: =?1s0-2022-jp?B?UmU6IHRpbXYbDJEIkLCOmJF4kLOYwOm4kNyReJDskcyE  jGyhC?= 
Date: Mon, 22 Jun 1998 01:41:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 106 

Message-ID: <6mjelo$g71@newsl.scei.co.jp> 

References: <358BBF57.4171B6A2@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.174.83.142 

Mime-Version: 1.0 

Content-Type: text/plain; 


charset="iso-2022-jp" 


Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>¿$B:#!"¿ (81175815: (BBAT¿ SBSGz (BTIMZSB%U%S! SSSkSr3W%1%9SF>eSGI=< (SGS-SIS/SF:SSCSFSS$ 
Տ՞Տ91 42 (B 

> 

>¿SB#ofu#t!%#t#x#tLSO<!SNShS&SKSJSCSFSSS S9!#;¿ (B 

> 

> 

>"80120000" file address missing 

>¿[36;1mdload -- PlayStation binary loader 

> for DTLH3000 1996/05/10 00:00:02 


when hung up try type ¿[7m ESC ¿[0m 


> I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
> BAUDRATE = 115200 


>d 


:\ps\psx\bin\timview | .text] address:800c0000-800c0b4f size:000b50 


>000b50: Osec.g2e2d2dddddddddé 


>d 


:\ps\psx\bin\timview | .data] address:800c0b50-800c0c9f size:000150 


>000150: lsec.¿¿¿¿¿¿¿¿2¿¿ ¿2 


>d 


:\ps\psx\bin\timview [.sdata] address:800c0ca0-800c0d1f size:000080 


>000080: lsec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿ 


> 


Ç 
¿ 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
>¿ 
> 

> 


> 


PC=800c0990, GP=800c8ca0, SP=801ffff0 
[36;1mload -- PlayStation program loader 
for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[0m 


I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE 


115200 

[36;1lmgo -- PlayStation program execute 
for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[0m 


I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 115200 


[36;1lmsiocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type ¿[7m Fl ¢[0;36;1m ----» display help 
when hung up try type ¿[7m ESC ¿[Om 


> I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
> BAUDRATE = 115200 
>Terminate by user! 


> 


>¿$B>I>u$O!"¿ (BTIM: SB%G!<%?$, E>Aw$5$1!"=hM}$,<BOTSSS1ISFSS$SkShS&SGS9S, ¿(B 


> 


>éSB2hHLL$O? ?SCOESNS*S*SGS9! #¢ (B 


> 


>¢SBSIS&S$+!!S4IVEzZSrShSmS7$/S*45SSS7S“°S9! #3 (B 


¿SBS (SCSH!#SIS&SD#T#I#MSUS!SSSkS,@5S$S7S/%S@%&%s%m!<%ISGS-SFSSSJSSSNSGSOSJSSS+SH;W (B 


¿$I 


BSSS“S9!# (B 


¿91 


BSASJS_SK;d$, #TRITM#VSr<B9TS7S?SHS-SN#o#u#t!%Ss#t#x#tSO¿ (B 


backl.tim address:80120000-80145813 size:025814 004000: 
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l3sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿010000: 
l8sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿014000: 
22sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿018000: 
26sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿01c000: 
3lsec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿020000: 
35sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿024000: 
40sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿025814: 
42sec.¿¿¿¿¿¿¿¿¿ ¿2 
¿[36;1mdload -- PlayStation binary loader 
for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[Om 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 38400 
c:\Playst~1\psx\bin\timview | .text] address:800c0000-800c0b4f size:000b50 
000b50: lsec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿ 
c:\Playst~1\psx\bin\timview | .data] address:800c0b50-800c0c9f size:000150 


c:\Playst~1\psx\bin\timview [.sdata] address:800c0ca0-800c0d1f size:000080 


000080: 3sec.¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿¿ 
PC=800c0990, GP=800c8ca0, SP=801ffff0 
¿[36;1mload -- PlayStation program loader 


for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[Om 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 38400 
¿[36;1mgo -- PlayStation program execute 
for DTLH3000 1996/05/10 00:00:02 
when hung up try type ¿[7m ESC ¿[0m 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 38400 
ResetGraph: jtb=8004829c, env=800482e4 
ResetGraph: jtb=8004829c, env=800482e4 
PS-X Control PAD Driver Ver 3.0 
addr=8004d724 
Connected CIP 
Communication baud rate 38400 bps 
OK 


>>¢[36;lmsiocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type ¿[7m Fl ¢[0;36;1m ----» display help 
when hung up try type ¿[7m ESC ¿[Om 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE 38400 


ESBSGS9!#@hF, SNS [$&$,0cS&S_S?SSSGS9! #2 (B 

¢ SBSASTS_SK@hF, SNItJ, SO#FTHIFMSUS ! S$SkSrSQSESsSm! <SISTSFSSSkItJ, SNSMS0$GS9! #3 (B 
ESBSHSSS&SOS1ISG! "#THI#MSUS ! SSSKSN; 205 4VOCSCSFSSSKSNSGSOSJISSS+SH;WSSS*S9! #3 (Թ 

2 SBETHIF#MSUS ! SSSkL>Sr; XD {S$ 9SkKSHS—SUSKSQ% 9SNZUS ! SSSkKL>$G; XDISTSFS_SFS/S$@S5$$! #3 (B 


ESBSGSO! #2 (B 


—-MESSAGE FILE 22377 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000009htm1. html 


--MESSAGE FILE 22378 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00002d/questions/00000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Koyama Yoshihiro <ccangel@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.2d.questions 

Subject: Re: =?iso-2022-jp?B?dGltdhskQiOsJCYkXiOQVRIJA6bDiIO3UF4kOyRZISMbKEI=?= 

Date: Mon, 22 Jun 1998 23:31:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 
Message-ID: <358E6ACA.459693D5@ta2.so-net.or.jp> 

References: <358BBF57.4171B6A2@ta2.so-net.or.jp> <6mjelo$g71@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.183.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 14976 
X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 
> 2Տ8Տ"Տ5յՏ,ՏԱՏեՏ4Տ6ՏՏՏ՞Տ7Տ2 ##THIEMHEVS , S&S*°S/FO:nS7$*$7$?! #2 (B 
éSB!!860xSO¢ (B 
¿SB!!SOS8Sa¿ (B 


¿$B!!¿ (Bset PSXBIN=d:\ps\psx\bin 


¿SB!!>e5-$N%$Q%9$,4V0c$C$FSSS?SHS-SK;¿ (B 
¿$B!!¿ (B%DLOAD% -n%1 -a80120000 > out.txt 


¿$B!!>e5-$N9T$r;¿ (B 


éSB!!¢(BSDLOADS -ոտ1 -a 80120000 > out.txt 


¿SBSNShS&SK (B-a¿ SBSN8eSK%93Z!<S9SrA*F~S7S2?S*°S*SKSTSFS*SSSF3 (B 


2$B!!SQS9SrD>$7!"S=SNS*S*<BOTSTSFSS$?$?SaSkK!"S"S1%1%9S,G'<1S5S15F3 (B 


¿SB!!SSSJS+SCS?S?SaSK¿ (BTIMZESBSUS! SSSkKS, $@%&%s%m!<%T1$S5S1SFSSSJS+SCS?ShS&SGS9!#;¿ (B 


é$B!!!!S4IVEzZD:$—-S$"Sj5S,SHS&S4S6SSS*S7S?! #2 (B 


ccangel@ta2.so-net.or.jp ¢SB>.;3!!2B9(¢(B 


—-MESSAGE FILE 22378 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
002d/questions/00000010htm1. html 


E AE AE FE FE AE FE AE AE FE FE FE FEA 
E AE AE E FE AE AE AE AE E FE HHH 


E AE AE AE FE AE FE AE AE FE FE FE FEAE 
E AE AE E FE AE FE AE AE E FE HTH 


HEHEHE EE EE HE HEH 

--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d 

-EREEREER HEE 


——HHEEEREE EEE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk 
—HHHEEE EE HE HE HEH 


--MESSAGE FILE 22379 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000001htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Chaochi" <chaochi@da2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: TrueSpace3 

Date: 8 Apr 1997 08:33:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <0Olbc43f£7$38bb18a0S5cb484d2@so-net.so-net.or.jp> 
NNTP-Posting-Host: 210.132.180.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


SBS 3$3$X$O0=i Sa$SF=g$—-$3$-S*S$9!#SASc$*SASG$9!#e (J 
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eg ԱՆՆ re ee ner ee 

2 $BH/GdS$5$15k$_ $2?SSSGS9SM! #2 (J 

ESBSiSSSHSES (!<SVSNSP!<S8SQGSSS"SCSEWS L$ 9SkKS+LBSCSFSSS?SNSGS9S, !"#T#S#3$G$+$J$j¿ (J 
¢SBSN5!G= Sead 

éESBDI2CS5S1SkSHSESTSNSG! "ՏԶՏՏՏՏ21ՀՇՍՏ' |ՀՇՉՏԱԶՏՏ-ՏՄ: (ItrueSpace; SBSNS [S&Sr%P!<%8%g%ss" 
¿(J 

ՀՏԹՏԸՇՏԱՀ (J 

¿SBS7ShS&SHS*SbSSS*S9!#¿ (J 


¿SB1Q81SG$h$/$o$+$sSJS+SCS?SNS0S1SI!"SIS&SdSil"šS%SssP!<S9s-SM%SASFPS#SCS/%9Sd%a¿ (J 
SB%S?%N!<%k¿ (J 
ZSBI"S5S1SKE38DSWSis0sSssSASGSDS/ShS&$GS9SNSG!"slsss0sjss*0TJ<A030SO#L#WSHSI; 
¿SBSNPIEySK;(J 

¿SBSJSKSNSGSOL5SSSGS7SgS&S+!)¿ (J 


C S$S$SDH/Gd$5$1$Sk$+S$SGS$S9ShS$SM!#4pKNE*SK%$WSm%$0%i%`Sr$S$SS8$kS3SH¿ (J 
$B$O: 

Gss aus: SsSJSKCYS1SJSS!%$1%SH43JSSS2SSS1SI!#¿ (J 

ie $3S&$G#4#O#O!p$S/$iS$1)$@SC$?Sh$&$J5$$,S9Sk$+SiF|KNS$G$O#4!A#5;¿ (J 
:SBK/1 J 

E ela 


ESBSHSKS$+$/4|BTBg$G$9! #2 (J 
¿SBSAScS$S*SA¿(J 


—-MESSAGE FILE 22379 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000001htm1. html 


--MESSAGE FILE 22380 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000002htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "T.Mizukami" <miz—kam@hal.ac.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?GyRCI2MjbCVVJSELICVrJE4 6bkAUJEg 9JEA1JESKRCQKJEYKT jxBTGQbKEOo 
-7- 

Date: Tue, 29 Apr 1997 16:31:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3365A3EC.4B45@hal.ac.jp> 

NNTP-Posting-Host: 202.216.233.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS3SsSKSASO;2 (J ¿$B?e>e$G$9; (J 


ESBHCHL SUS! SSSkSr; 2>HSTSE!"S*SVS8%S'%S/SHSK? 'SrSDS1$h$&SH$7SFSSSKSNSGS$9S, !"¿ (J 
¿SB#L#i#g#h#t#iwi#alñvie>eSGSO!"?'J,S1S7SFI=<(S5S1SkSNSK!"#d#x#f#2#r#s#dSN!]#c¿ (J 
¿$SB#1%*%W%7 S ri sšUS!SSSkS$Sr@8@.$S7SFSb!"%šUS!%S$%SkSNCf?H$S,6uS$C$]S$SKS$SJSCSFS7¿ (J 
¿SB$“SSS“S9!1#¿ (J 


¿SBC/S+SoS+Sk?MS$S, $$$?Si!"860xSr65$ (SFS@S5SS!#¿ (J 


Name : T.Mizukami 

E-Mail : miz-kam@hal.ac.jp 

—-MESSAGE FILE 22380 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000002htm1. html 


--MESSAGE FILE 22381 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000003htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-4jp?B?GyRCUGIkJiQ5JDA8KzhKP 1 lycCQ3JF4kOSE jGyhK?= 

Date: Wed, 07 May 1997 03:05:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <336F72CC. 6FOE@fa2.so-net.or.jp> 
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NNTP-Posting-Host: 210.132.140.11 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


/-/ Name :morimori 
/-/ E-mail :morimori@fa2.so-net.or.jp 


ESBSASCS?!<#N! |#R#5#0#O#VSNSjJ%"Sk%]%j%4%s%šb%G%k40@_.!*; (J 


¿SBSHS$S&SoS1$GK?%šo!<%/%9%A!<%` 6 (NOSN2<!"3P%S$%/%2!<%* SNz (J 

2 SBHOFP!&%°> !<3S!<SK; HMQ$9Śk%a%$%šs%P%$%/$,40@.$7$^$7$?!#¿ (J 

2 SBHE7!A#8K| 3] SjS4SSOLS"SCS2S4! #3 (J 

¿SB!!KN?M[) $/!1%13$%8%1!<%5!<SN<VSh$4%jS"Sk!*! ISHSNS3SH! #2 (J 
¿SB!!!J¿ (J ¢$BK\Ev$+$C!) !*!Kz (J 


¿SBS7S+$7S“SQ@;WSSSCS-SjBgJQSJ%Sb%$G%j%s%s0SO#4GNSOB3S/!#¿ (J 
¿SB!JS=$7SFS=SN8e2a9sšSJ%sb!<%7%g%s:n6HS,BTSCSFSSSk!#!K¿ (J 


¿SBS5S$SF467cSNJs9pS$Sr:QS*$;S?SDSSNSN<+8J>R2pSr¿ (J 
¿SB:QS“S;SFSSS“S;Ss!# (J 


¿S$B?tF|Cf$K$O??LLLNSJ<+8J>R2p$r$7ShS&$H9MS (ՏԲՏ«ՏՀՀ (J 
¿SBS$S%“S9SNSG!"S"S7S+$SiS:!#¿ (J 


¿SB#N#YSr7@5!$K%2!<%`@):n$H$S$SS$&D6Hs>o<1$J?M@85$X;¿ (J 
¿SB?H$SrEjS8$h$S&S$SH8@S&4qFC$JJ)!";d$b01=oS$SG$9!#; (J 


¢SB6=L#M-SkJ}$40"MmS*BTSAS7SFS*S4S*°S9! #2 (J 
¿$B!J!!!A"v!!I!2N$^$8$j!K¿ (J 


—-MESSAGE FILE 22381 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000003html.html 


--MESSAGE FILE 22382 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000004htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUGIkJiQ5JDA8KzhKP ll ycCQ3UF 4kOSEjGyhK?= 
Date: Wed, 07 May 1997 19:38:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <33705B91.4AC5@ppp.bekkoame.or. յք» 

References: <336F72CC. 6F0E@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.202.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


morimori¿$B$5$s$0$8$a$^$7$F;¿ (J 


éESBSUS) !<%i%`%j!<%s@!<SNERhSGS9!#;¿ (J 


Naotaka Morita wrote: 


/-/ Name :morimori 
/-/ E-mail :morimori@fa2.so-net.or.jp 


ESBSASCS?!<#N! | #R#S#OFOFVSNS 5S"% %]%j%4%s%sb%G%k40@.!*;¿ (J 


¿SBSHS$S&SoS1$GK?%šo!<%/%9%A!<%` 6(NOSN2<!"$SP$$% /%2!<%` ՏԱՀ (J 
¿SB#O#P!&%` !<%S!<$K;HMOS9Sk%ša%$%s%P%S%/$S,40G0@.57525S7S2?1#2 (J 
¿SB#71A#8K|%$1%3jJ%4%s0LS$S"$C$?S+!#; (J 

¿SŠB!!KN?M[) $/ !191%$%8%1!<%5!<SN<V$h$j%j%"%k!*!I$HS$SNS3SH!#¿(J 


VVVVVVVVV VV 
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ESBK\EVSGS9S+!*!*3 (Մ ¿SB$J$SsS$S@$+3Z$7$_S$GS9$%¿ (J^_^ 
¿SB2hA | $G$$$$$G$9$+$i%"%C%W%m!<%I$7$F8+$;$F2<$5$$!#¿ (J 
¿$B4|BT$7$F$^$9! #2 (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! ¢ (7 E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22382 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000004htm1l html 


--MESSAGE FILE 22383 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000005htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUGIkJiQ5JDA8KzhKP 1 lycCQ3UF4kOSEjGyhK?= 

Date: Thu, 08 May 1997 04:48:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <3370DC78.3FDE@fa2.so-net.or.jp> 

References: <336F72CC. 6F0E@fa2.so-net.or.jp> <33705B91.4AC5@ppp.bekkoame.or. յք» 
NNTP-Posting-Host: 210.132.140.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


/-/ Name :morimori 
/-/ E-mail :morimori@fa2.so-net.or.jp 


ESBSASCS?!<#N! | #R#5#0#0#V$NSj%"%k%]%j%4%s%b%G%k40e.!*; (J 


VV V V V 


¿SBKNEv$SGS9$S+!*1*¿(J ¿S$SBSJSs$@$+3ZS$S7$S_¿ (IE  $B$9$%¿ (7՞ ՞ 
¿SB2hA | $G$$$$$G$9$+$i%"%C%W%m!<%I$7$F8+$;$F2<$5$$!#¿ (J 
¿$B4|BTS7SF$^$9! #2 (J 


Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 
éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 
éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 


VVVVVVVVVVVV VV 


¿SBS*JV;vS$IS&SbM-S3jFqS&S4S6SSS*S9!#¿ (J 


¿SBS7S+$7@?$K62=L$J$,$i!"CN<1ITB-$NOY%Sa!<%k4XO" SN; (J 
¿S$SB;HMQJ)K1$,LS$SQNIS/J,$+$iS$S:!"2hA|$N%"%C%$WJ)K!Sb¿ (J 
¿SBJ,S+SjS“S;Ss!# (J 
2ESB!1I;3!18+$?$/$3$N%Z! <%8SKD%SjJIUSISIS1$ ?SiNISSSGS9SM! #3 (J 


ESBDI?—-!'; 3$N3 (8+$*$7$?! #BgJQS—-S1SSSGS9SHSM! #2 (J 
¿$B9=B$J*$N%b%G%j%s%0$7$+=PMh$J$$;d$+$i8+$k$H¿ (J 
¿ $BBgJQ$&$i$d$^$7$$8B$J$G$9!#!J>P!K¿ (J 


¿SB#pi#s!'<+8J>R2pSOSIS&$SdSC$SFAw?.S9SYS-SJSNS+1$1%1%1)¿ (J 


/-/ Name : morimori 

/-/ E-mail : morimori@fa2.so-net.or.jp 

-—-MESSAGE FILE 22383 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000005htm1l-.html 


--MESSAGE FILE 22384 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-4jp?B?GyRCUGIkJiQ5JDA8KzhKP 1 lycCQ3JF4kOSE jGyhK?= 

Date: Fri, 09 May 1997 00:05:35 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 28 

Message-ID: <3371EBBF.5A22@ppp.bekkoame.or.jp> 

References: <336F72CC.6FO0E@fa2.so-net.or.jp> <33705B91.4AC5@ppp.bekkoame.or.jp> <337 
ODC78.3FDE@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.210.132.174 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBSIS&SH%SUS) !<%i%`%j!<%@!<SNEhSGS9;¿ (J 


Naotaka Morita wrote: 

> ¿$BS7$+$7@?$K62=L$J¿(I*¿$BSi!"CN<1ITB-SNOY%Sa!<%k4XO"SN;¿ (J 
> ¿S$SB;HMQJ)K!1$,LS$SQNIS/J,$+$i$S:!"2hA|$N%"%C%$WJ)K!Sb¿ (J 

> ¿$BJ, $+$j$^$;Şs!#¿ (J 

> ¿Š$ŠB!I;3!I8+$?$/S3SN%SZ!<%8SKD%S3jIUS1SiS1S?2SiNIS$SGS9SM!#; (J 


netscape 2.0z;S$BOJU>eS@SCS?Si#J#PHGS+HGHI#FF 7A<XOSGE: IUSOSISP#HO#KSGS9O! #3 (J 
2SBS?$@!"B?S/SNI}$, S4MwSKSISKSNSGS"$*S$4Bg$-S$2hA| $SO¿ (J 
¢$B%9%HS1%9Sr46S8SkSNSG: GBg¢ (J240x1802SB$/S$iSS$,NISSS+SH;WSSS*S9! #2 (J 


> ¢SBDI?-!';3SN3 (8+S*°S7S?!#BgJQS—-S1SSSGS9SHSM! #3 (J 
¿SB9=B$J*$N%b%G%j%s%0$7$+=PMh$J$$;d$+$i8+$k$H¿ (J 
> ¿$BBgJQ$&$i$d$^$7$$8B$J$G$9!#!J>P!K¿ (J 


v 


¿SBS"SASc!<SC<c5$SSNS$S?SjJSGS9!#:#SHSJSCSFSOCQOS:S+S7SSSGS9¿ (I(^^; 


> ¿SB#p#s!'<+8J>R2pSOSIS&SdSCSFAw?.S9SYS-SJSNS+1%!%!1%1)¿ (J 
news://newsl.scei.co.jp/playstation.ny.program.profile 


2 SBSO<+8J>R2pMQSNSKSe ! <$9%0Sk! <SWSKSISCSFS*S9! #2 (J 


Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22384 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000006htm1-html 


--MESSAGE FILE 22385 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000007htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUGIkJiQ5JDA8KzhKP 1 lycCQ3UF 4kOSEjGyhK?= 

Date: Fri, 09 May 1997 06:27:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33724551.5FD5@fa2.so-net.or.jp> 

References: <336F72CC.6FO0E@fa2.so-net.or.jp> <33705B91.4AC5@ppp.bekkoame.or.jp> <337 
ODC78.3FDE@fa2.so-net.or.jp> <3371EBBF.5A22@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.132.140.28 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


> netscape 2.0z¢SBOJ>eS@SCS?Si#tJ#PHGS+HEGHI#F 7A<OSGE: LUSOSISP#HO#FKSGSO! #2 (J 


¿$B$465<x@?$KM-$jFq$&$4$6$$$^$9!#¿ (J 
E$B2?SHS+;n$_SFS_S*S9! #2 (J 


¿$B<+8J>R2p$b=q$-$^$9!#¿ (J 


ESBS=S1SGSOS*S?! #2 (J 


/-/ Name : Naotaka Morita 
/-/ E-mail : morimori@fa2.so-net.or.jp 
—-MESSAGE FILE 22385 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
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Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 
From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analogue Controller Calibration? 

Date: 28 May 1998 17:30:20 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 20 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6kk3esS8ft1l@emeka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 28 May 1998 16:36:23 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA14442 
for <news@playstation.co.uk>; Thu, 28 May 1998 17:35:50 +0100 (BST) 
From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi James, 
maybe you were lucky with your neGcon !! 
Actually, its worth considering that most steering wheels tend to mimic the 


neGcon 
controller... 


Paul 


—-MESSAGE FILE 2365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01068 


-—-MESSAGE FILE 2366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001069 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux 

Date: Thu, 28 May 1998 23:26:28 +0200 

Organization: OMGIM Productions 

Lines: 8 

Message-ID: <6kkkr8Slev15@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup1l07-5-16.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Is there anyone out there that is successfully using Linux when developing 
on the Yaroze?.. 
Is there a Linux port of Siocons for example?.. 


// Anders Clerwall (~omgimp) 


—-MESSAGE FILE 2366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01069 


-—-MESSAGE FILE 2367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001070 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux 

Date: 29 May 1998 00:17:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <slrn6omrvkg.4t2.tjs@indyl6.cs.monash.edu.au> 
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003d/freetalk/00000007htm1. html 


--MESSAGE FILE 22386 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000008htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?GyRCI04 jUyNSIzU jMCMwI1YOMEAUGyhKIBskQiEgqGyhK?= 
Date: Sun, 11 May 1997 14:37:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33755B24.12D5@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.140.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


/-/ Name : morimori 
/-/ E-mail : morimori@fa2.so-net.or.jp 


2$B%a!<%kS$XSN2hA| SNE: IUS, $d$C$H2DG=$H$J$j!";¿(J 
ESB: #28:n@.$7$?¢ (J ¿SB#N#SF*SR#S5#0#0O#V¿ (Մ ESBSrE: IUSTS*S9O! #3 (J 


¿SB#6!A#7K 


%]%j%4%sS/SiSSSQ@QSH;WSSS*S9!#¿ (J 


¿SB$S3S1SKS$SFS2!<%` ŠN#O#P!&#C#G$r:n@.$7$^$9!# (J 


éESBS46=L#SNM-SkJI}!"Sa!l<SkS*BTSASTSFSSS*S9!#¢ (J 


—-MESSAGE FILE 22386 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000008htm1. html 


--MESSAGE FILE 22387 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000009htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?is0o-2022-jp?B?GyRC1I04jUyNSIzUjIMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 
Date: Sun, 11 May 1997 14:51:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 307 

Message-ID: <33755E59.3C81@fa2.so-net.or.jp> 

References: <33755B24.12D5@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.140.47 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 6AF6758765A1" 
X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


This is a multi-part message in MIME format. 


6AF6758765A1 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


¿SBS$S?SSSXSsSbS&S7SoS1$S"SjJS“S;Ss!# (J 


¿SB#C#G%$G!<%?$rE:IUS7S?SDSbSjS,E:IU:¿ (J 
¿SBS591SFSSSJS+SCS$S?S_S?SSSG!S!S!%S!# (J 


¿SB$=$s$J$0o$1$G$b$&01EYAw?.$7$^$9!#¿ (J 


¿SB:#2sSOQ.8yS9SkS+!%Ss!%1%!)¿ (J 


/-/ Name : morimori 
/-/ E-mail : morimori@fa2.so-net.or.jp 


6AF6758765A1 
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Content-Type: image/jpeg 
-—-MESSAGE FILE 22387 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000009htm1. html 


--MESSAGE FILE 22388 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRC1I04jUyNSIzUjJMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 
Date: Sun, 11 May 1997 22:41:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <3375CC9E.1109@ppp.bekkoame.or. յք» 

References: <33755B24.12D5@fa2.so-net.or.jp> <33755E59.3C81@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.231.202.136 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SB#M#O#R#I#T#ASS5SSS3SSSKSASO;¿ (J 
¿SB%SU%) !<Si%Ss`%j!<%@!<SNERhSGS9¿ (J 


¿SB8+$2$7S?1*D6%j%"%k!*¿ (J 
¿SB$5$9$, $K; (J6 SBK|%]%3jJ%4%s%/%i%9SKSJSk$H% [S$SSHK\J*SHEHILS, ¿ (J 
¿SBSDS+SJSSSGS9SM; (J 


ESBSISNS/S$iS$$%; ~4VSrHqSd$7SF:nSiS$l$?S$sSG$9$+!) 2 (J 
¿$B$=$I$K$7$F$b$9$4$$!#¿ (J 


Resource Forum Leader¿$B!JEhė (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22388 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000010htm1~. html 


--MESSAGE FILE 22389 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000011htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRC1I04jUyNSIzUjJMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 
Date: Mon, 12 May 1997 18:15:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <3376DFB5.75CB@ymg.urban.or.jp> 

References: <33755B24.12D5@fa2.so-net.or.jp> <33755E59.3C81@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !S*S*SC!"S+SCS3SSSS!*%e (Ú 
2$B! !AjEv; ~4V$+$+SC$?SNS$GSO!) !J$b$7$/$0@ ($/B.$$%*S7Ss$r$*; }$A$H$+; (J (^^; ¿SB!K¿ (J 


ESB! 12 (J 
-—-MESSAGE FILE 22389 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000011html1. html 


--MESSAGE FILE 22390 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000012htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso0-2022-jp?B?GyRC1I04jUyNSIzUjIMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 

Date: Mon, 12 May 1997 22:56:47 +0900 
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Organization: PlayStation Net Yarouze 

Lines: 326 

Message-ID: <3377219F.6B17@fa2.so-net.or.jp> 

References: <33755B24.12D5@fa2.so-net.or.jp> <33755E59.3C81@fa2.so-net.or.jp> <3376D 
FB5.75CB@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.249.237 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 68F119F9217D" 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


This is a multi-part message in MIME format. 


68F119F9217D 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


> 2$B! !AJEv; ~4V$+$+$C$?$N$G$O!)¿ (J 


2SB@) :n; ~4VSOLS#1#0F | OLSGS9S+! #2 (J 
2SB8=:_SN40@.EYSOLS#8#0! sOLSGS9$, 1" (J 

¢ SBEGHWCESK40@.$5$; $k39%138%e!<SkSGS7S?7SNSG!"z (J 
258011-016հ0253Շ65515՞575218. (J 


¿SB%“%7%sSO#P#6!]#2#0#0#M#h#z!J#N#T!KSJSNSG¿ (J 
¿SB3'S5$sSHJQSoSiSJSS4D6-S@SH9MS (S*S9!#¿ (J 


¿$B$3$1$+$i%R%e!<%^%s%b%G%j%s%0Śr2?BN$+ő (J 
¿$B:n$i$J$1$I$P$J$i$IJ$Ş$OY!";¿ (J 
¿SB?tG\$OBgJQ$+$H9M$ ($*S9!#2 (J ¿$B!!¿ (J 


2 SBS"SK%a! <%73qgSSSbBGUOSGSTSGS&SM!ISISISI#II>PIKe (J 


ESB: #!"S2!<%S> @) rnSr9TS&0Y!"SassSDSrzi (J 
ESB=8SaShS&SHIMS (SFS*Sj!"S=SASiSNI}$,¢ (J 
éSBShS$j0LAXBgJQS TS 3SHSKSISKSGS7SgS&SM! #2 (J 


/-/ Name : Naotaka Morita 
/-/ E-mail : morimori@fa2.so-net.or.jp 


68F119F9217D 

Content-Type: image/jpeg 

-—-MESSAGE FILE 22390 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000012htm1. html 


--MESSAGE FILE 22391 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000013htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso0-2022-jp?B?GyRC1I04jUyNSIzUjJMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 

Date: Tue, 13 May 1997 17:51:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33782B95.1C48@ymg.urban.or.jp> 

References: <33755B24.12D5@fa2.so-net.or.jp> <33755E59.3C81@fa2.so-net.or.jp> <3376D 
FB5.75CB@ymg.urban.or.jp> <3377219F.6B17@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Naotaka Morita wrote: 


> gSB@) :n; ~4VSOLS#1#0F | OLSGS9S+! #3 (J 
> 2$B8=:_S$N40@.EYSOLS#8#0!sOLSG$9S, !"3 (J 


2581 !S3SN=PMh$G#8#0! sSHSOz (J (*%; 
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> ¿SB%*“%7%sSO#P#6!]#2#0#O0#M#h#z!J#N#T!KSJSNSG (J 
> ¿SB3'S5$SsSHJQSoSiSJSS4D6-S@SH9MS ($*S9! #2 (J 


2S$B!!S&SASOz (7Ք5-100Խ82:581"չ (J24MB;$B!"z (J500MBz SB! v#2!"z (J 
¿$B!!¿ (JDOS: SBSHS—-SIS-Ak; (J3.1¿ $B$H$3$m$K$h$JAk01:rG/$G$9$,¿ (I(^^; 
¿SB!!S*3(IAS-SO¿ (JPowerMac; SBSH; (J9821Ap; SBSGS9!#¢ (J 


> ¢SBS"SK%a! <37%qg%sSbBGUQSGS7SGSESM!IS!ISISI#II>PIKe (J 


ESB! !<+JI,$,SdASkSHS7S?Si!&!&!&9MS (SkS@S1SG?ISSSGS9¿ (J (*%; 


> ¿S$SB:#!"%21!<%`@):n$r9TŠ&OY!"%a%s%DSŠr;¿(J 
> ¿SB=8šaShS&SH9MS ($ŞF$*$j!"$=$A$i$NJ}$, ¿(J 
> ¿SBS$h$jOlAXBgJOSJS3SH$KSJSk$SGS7SgS&SM!#; (J 


¿ŠB!!#N#Y2q0w0J30SN!"?2H6a$J?MSKM3$ ` SNS, OLHVAaSSSGS7SgS&SM! #2 (J 
¿SB!!187L)SKSO5,LsOcH?S_S$?SSSGS9S1SI!"SSS*“SNSHS3SmBg>fIWS_S?2SSSGS9¿ (Մ(՞՞չ 

—-MESSAGE FILE 22391 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000013html.html 


--MESSAGE FILE 22392 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000014htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRC1I04jUyNSIzUjJMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 

Date: Tue, 13 May 1997 20:53:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33785623.55B8@ppp.bekkoame.or. յք» 

References: <33755B24.12D5@fa2.so-net.or.jp> <33755E59.3C81@fa2.so-net.or.jp> <3376D 
FB5.75CB@ymg.urban.or.jp> <3377219F.6B17@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.202.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


2 SBSUS) !<%i%`%j!<%@!<ŚNEh$G$9¢ (J 


Naotaka Morita wrote: 
> ¿SB%%“%S7%sSO#P#6!]#2#0#0#M#h#z!J#N#T!KSJSNSG:¿ (J 
> 2$B3'S5SsSHIQSOSiSTSS4D6-S@SHIMS (S$*S9! #3 (J 


ESBSASTS_SK%0SiSUS#SC%S/S+!<SISHS+SISK; HSCSFS*S9!)¢ (J 
ESB: #!";dSO¢ (J3DLAB; $B$N: (JPREMIDIA;: $BSr; HSCSFSS$S$kSGS$9$, S1SCS3SENISSSGSOSM! #2 (J 


> ¿$B$3$1$+$i%R%e!<%^%s%b%G%j%s%0$r2?BN$+; (J 
> չ58:ոտ15751515Ք5751575Տ5071" 2 (J 
> ¿$B?tG\$OBgJQ$+$H9M$ ($^$9!# (J ¿$B!!¿ (J 


¢$BH~?M! JCKAO !K$JS$SN$r$<$R:n$C$F2<$5$$!#¿ (Մ(՞՞) 


2 SBS"SK%a! <37%Sqg%SSbBGUOSGSTSGSE&SMISISISI#!T>PIKe (J 


ESB: #!"S2!<%S> @) rnSr9TS&0Y!"SassSDSrzi (J 
¿SB=8SaSh$&SH9MS (SFS*Sj!"S=SASiSNI}$, ¿(J 
éSBShS JOLAXBgJOSIS 3SHSKSISkKSGS7SgSESM! #2 (J 


V V V V V V 


¿SBSISs$J%S2!<%S`SG$9S+!)3ZS7$_S$SGS9$M¿ (J 
¿ $B; d$Sb:n$CSFS*S9S, #N#YSO%S` !<%3S!<S,;HS (SUSSSNSG; (J 
¿ $B; DGO$G$9!#¿ (J 


Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 
éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 
éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
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—-MESSAGE FILE 22392 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000014htm1. html 


--MESSAGE FILE 22393 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000015htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJQSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?I1SO-2022-JP ?B?GyRCJGOQkQyRRJGpPFbDV+JCsSbKEo=?= 

Date: 15 May 1997 06:25:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <5lea91Sfv2@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB#D¿ (J-i $B#S#T#O#R#Me (J ¿$B$+$i¿ (I ¿SB%SiSSSH%&%'!!<%SV:WSj¿ (JT(¢SB!) ¿ (J) ESBSNS*CNSiS; 
$,FOS-S*S7S?SM! #2 (J 


¿SBS*6bJ'SCSF%;%_%SJ! <<uS1ShS&SHS*SGSO;WSSS *S;SsS, !"E8<(2q>1$0$i$$$08+$F; (J 
ESBS_S?SSS$+Sb!&!&!&SHS+;WSCS?Si! "EVA3SNShS&SK2q>1SOE15~SG$7$?¢ (J (T-T) 


ESBS*S5$+S$3SNS?S$aSK>e5~S9SkS?SaSKSOSSS$+SIS$S$¢ (U (¿SBSGSb!"2a5nSK%SP%ss%G%C%ISK>h;¿ (J 
¿SBSkS?S$SaSK>e5-$7$?7P83S"Sj¿ (J (“%;)¿SBSNSG!"9TS/M=DJjJS$SNJ)!"SISsSJS@SCS?S+7ZS/¿ (J 
¿SB%S1%]!<%SHS7SFSbSiS (SKSH4rS7SSSGS9!#S*S@@hSNOCSGS9S1SISM!#¿ (J 


¿SBSbS7S+S7SFS3S1Sr5!2q$K2q>1SG%*%sUS,9TSoS1$S?SjS9SkSNS+Sb!)¿ (J 


(Ces E Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
-—-MESSAGE FILE 22393 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000015html.html 


--MESSAGE FILE 22394 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000016htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?iso-2022-jp?B?GyRCJGOkQyRRJGpFbDV+JCSbKEo=?= 
Date: Thu, 15 May 1997 19:12:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <337AE183.24B8@ppp.bekkoame.or. յք» 

References: <5lea91Sfv2@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.199.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


2SBSU3) !<$i%`%j!1<%@!<SNEhSG$9;¿ (J 
¿SB#S#A#T!S: (J wrote: 

> 

> ¿SB#D¿ (U—¿SB#S#T#O#R#M¿ (I ¿SBS+Si; (J ¿SB%S$i%SSSHS&%'!!<%SV:WSj¿ (U (¿SB!)¿ (J) ¿SBSNS*CNSi 
$;$,FOS-S“S7S?SM!#¿ (J 

> 


ESBS"SC!"S&SASDMhS*$7$?!#2 (J 


> ¿SBS*6bJ'SCSFS;%_%J!<<uS1ShS&SHS$S“SGSO;WSSS 9;Ss%$,!"E8<(2q>15051iSSSO8+SF¿ (J 
> ¿S$BS$S_$?S$S$S+$b!&!&!&SH$+;WS$C$?$Si!"EvA3$NSh$&SK2q>1SOE15-$G$7S?¿ (J (T-T) 


¿$B$0$?$7$O0Bg:e$J$s$G$d$C$Q$J$3$NOY$@$1$KE15~$O$D$i$$$G$9!#¿ (JT^T 
¿SB=PMh$1$P!">.5, LOSGSb$$$$$+$iCOJ} $GSbSd$CSFS [$7SS$SGS9SM! #2 (J 


¿SB#L#WSUS) !<%i%` $G%1%S%e!<S7SFS/S1STISSS+SIS!!#3 (J 
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Resource Forum Leader;S$B!JEh; (J ¿$B4p%K!K¿ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! ¢ (Jd E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22394 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000016html1-.html 


--MESSAGE FILE 22395 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000017html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Naotaka Morita <morimori@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRC1I04jUyNSIzUjJMCMwI1YOMEAuGyhKIBskQiEgqGyhK?= 

Date: Thu, 15 May 1997 22:01:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <337B0934.2B46@fa2.so-net.or.jp> 

References: <33755B24.12D5@fa2.so-net.or.jp> <33755E59.3C81@fa2.so-net.or.jp> <3376D 
FB5.75CB@ymg.urban.or.jp> <3377219F.6B17@fa2.so-net.or.jp> <33785623.55B8@ppp.bekkoa 
me.or.jp> 

NNTP-Posting-Host: 210.132.140.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; 1) 


ESBSASTS_SKSOSiSUS#SCS/S+!<SISHS+SISK; HSCSFS*S9!) ¢ (J 
¿SB:#!";d$SO¿ (J3DLAB; SBSNz (JPREMIDIA; $BSr; HSCSFSSSkSGS$95S, S1SCS3SE&NISSSGSOSM! #3 (J 


¿SB;dSO¿ (J Matrox Millenium 4M-byte 
ESBSr;HSCSFS*S9!#:rG/SN2FSK@=:nS$7SFSbSiS$C$?SNSG; (J 
¢SB8=:_SNSbSNSHSOHE3SSKSISiSTS$$+Sb$751$%5;$s5,!"3 (J 
ESBS*S"S*S"SSSKF~SCSFS“*S9!l #2 (Մ 


ESBS*S?S=SNS&SA@) :nCfSN%2!<%`SNS*OCSGSb;¿ (J 
¿SB$*J9S-$7S?SSSGS9SM!#!J>P!K¿ (J 


ՀՏ. TOT ERI ՆՆԵՐՆ 1111 EEA LIE SSS 1S GSOS 8.2 bape (Մ 


/-/ Name : Naotaka Morita 

/-/ E-mail : morimori@fa2.so-net.or.jp 

—-MESSAGE FILE 22395 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000017html1. html 


--MESSAGE FILE 22396 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000018html1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?M2QbJEI1LYiVHIWkhPBsoSg==?= 

Date: Thu, 15 May 1997 23:26:49 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <337B1D29.2E9A2069@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3SsSPSsSO!S9bEDSGS9! #2 (J 
2 SBS ?SVSs#3#DSNSKSe ! <% 9SK=q$ / SNSO=iSaSFSGS9! #3 (J 


sceazgSBSNJ}$G%SU%Sj5!<SN#3#DSb%G%Si!<SN>R2p$, ¢ (J 
ESBS7SFS"SCS?SNSGO11~S3S3SKSb=q$SSFS*S-S*S9! #2 (J 


Breeze page: 
http://www.povray.org/ftp/pub/povray/utilities/modellers/breeze/BreezeDesigner.html 
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POV-Ray page: 
http://www.povray.org 


ee] 143 5 ye t] 4] Le t ta] ee tA t] 1] a CT 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8x3+HGSNS[!<S° SZ!<S8Sr?tSvIn$VS$ {jSKII?PTSTS*STS? 1 #e (J 
ESBSG$b!$9) ; VHOOOS, 9-$, $CS?S@S1S@SCS?7S5!T>P!Kz (J 


¿$B:G=*99?7F|;~!!!!#5!27#1#2!J2<$N¿ (JURL¿$B!K¿ (J 

¿SB9927M=D3jF|!!!!!1!#412?111)¿ (J 

—-MESSAGE FILE 22396 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000018html.html 


--MESSAGE FILE 22397 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000019htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?GyRCJSOLYyVpIzJFOCRQJCska jpuJEMkRiRfJUF4kNyQ/ISMbKEO=?= 
Date: Mon, 19 May 1997 02:51:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 544 

Message-ID: <337F41B6.68B8@ppp.bekkoame.or. յք» 

NNTP-Posting-Host: 202.210.132.148 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 5ODE6B6D5C90" 

X-Mailer: Mozilla 3.0 (Win95; I) 


This is a multi-part message in MIME format. 


50DE6B6D5C90 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


¿$B%US) !<$i%`%j!1<%@!<S$NEhSG$9;¿ (J 
¿$SB%-%c%i$r#2EQSPS+$j:n$CSF8+S2$7S2?1#; (J 


¿SB%$d%$s$H$S$$&Cf9q?M=w@-SH; (J 
¿SB%"%a%3j%+?MSN%$8%'%USG$91#¿ (J 


éESBSASCSQS JHITFSHS+SN46S8S,FqS7SSS7SGS9OSM! #¢ (J 
Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 
éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 
ESB"! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 


50DE6B6D5C90 

Content-Type: image/jpeg; name="jeff2.jpg" 

—-MESSAGE FILE 22397 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000019htm1. html 


--MESSAGE FILE 22398 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000020htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Shigeru Masaki <sgrsgr@da2.so-net.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: LW verup to 5.0 

Date: Tue, 20 May 1997 23:12:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3381B13D.7D31D832@da2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.160.35 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


2$B!!$3$sSKSASO!"z (IsgrzSBSG$9! #2 (J 


LSB! ! #LEWSNSP ! <38%g3sS"SC3WSbDy$a@Z$4$, SAS+S: SSSFS-$2$7!"3 (J5.5¿SBSXSNSP !<%8%g%s ի 
ESBS"SCSWSH! "3 (J5.0¢SBSr7PM3S9SkS_S?SSS@SCS?S+Si!l":rF c g%s%"%C%WSr?= $79~S_¢ 

2 SBS* S ps Աաաա Արո S Fie. Laie O] 5 hl) 
ESBSGIS!IS1S! #2 (J 

—-MESSAGE FILE 22398 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000020htm1. html 


--MESSAGE FILE 22399 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000021htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Mitsuhiro Yano <gamema3k@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?iso-2022-jp?B?c2hhZGUbJEIkTIJ1LOTK8kSyREJCOQkRhsoSg==?= 
Date: Wed, 28 May 1997 16:24:21 +0000 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <338C5C2F.1CC9@ka2.so-net.or.jp> 

Reply-To: gamema3k@ka2.so-net.or.jp 

NNTP-Posting-Host: 210.132.185.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; 68K) 


Shade: SBSG%b%G%j%ss0SrS7SFSS$*$9S, Հ (IPS2SBSX%3%s%P | <tHS7SNS&SHSISkSH! "z (J 
éESB!HSUS!SSSkKSNG@HF, SKe ( (JGame3D;SBSisY% kŠ, S"SJjS%“S;SS!ISN%S (Si!<%Sa%sC%;!<% r T 
ESB?ISaS*S;Ss!#S°SK eb" kSr8+SFSb860%8, SoS+Sj$S Š; Ss!#; ( ԱԱ Ա ԱՄ HMQS7SF3 (J 
ESBSSSkI}!"0%S1SJ7; dSr5_SCSF2<S5SS!#; (J 

--MESSAGE FILE 22399 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000021html.html 


--MESSAGE FILE 22400 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000022htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: sgrsgr@da2.so-net.or.jp (Shigeru Masaki) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: shade=?1ISO-2022-JP?B?GyRCJE4 9UES5PJESKRCQKJEYDKEI=?= 
Date: 28 May 1997 13:46:28 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5mhcvk$18g@newsl.scei.co.jp> 

References: <338C5C2F.1CC9@ka2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.160.89 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.79 (x86 32bit) 


ESBS3Ss$KSASO!"z (Bsgr ¢SBSHS$$&<TSGS$9! #2 (B 


In article <338C5C2F.1CC9@ka2.so-net.or.jp>, gamema3k@ka2.so-net.or.jp says... 

> 

>Shadez SBSG%b%G%j%ss0SrS7SFSSS* $95, Հ (BPSZSBSXS3%s%P | <tHS7ShS& SHS ISkSH! "z (B 
>¢$B!HSUS!SSSkSN@hF, $K: (BGame3D; SBSiSYSk$,S"S45S*°S;Ss!ISN% (Si !<%aSC%; !<S8S,=PSFE@hSK; ( 
B 
>ESB?TSaS*S;Ssl#S°SKSCS"SkSr8+SFSH860xS, So$t+$4S$*S;Ss!#z (BShadeYaroze;SBSr;HMOS7SF; (B 
>¢SBSS$$kI}!"0%S1SJI;dSr5_SCSF2<S5SS! #2 (B 


¿SB:G6a¿ (BMacg $BSr$$$8SCSFSISS$s$GK<+?.$IS$$G$9$, !"¿ (BGame3D¢z $B% (%/%9%] ! <SH%$@%%$%"%m%0 
$G!"=PNO%?SSSWe (B 

ESB! IS+S$I!) 1KSNSi%8S*S3\ 5238S, S"SCS?SH;WSSS*S9!#S3S1S, $SFS—%9%H%?%S%SsWSKSJSCSFSSS S;SsS 
+!)¿ (B 
¿SB%$P%SSSJSjJSrA*BrS9S1SP2r7hSGS-S?ShS&SJ5SS,S7S*S9!#¿ (B 


--MESSAGE FILE 22400 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
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003d/freetalk/00000022htm1.html 


--MESSAGE FILE 22401 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000023html1.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?i1so0o-2022-jp?B?GyRCUSQ1LcyVAJTkISCVgITwlUSE8JUQbKEo=?= (LWO) 
Date: Fri, 20 Jun 1997 01:19:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 422 

Message-ID: <33A95BF9.6F1F@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 202.231.199.129 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 6C3762B27B9D" 
X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


This is a multi-part message in MIME format. 


6C3762B27B9D 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


ESBS3SSSKSASO! "EhSGS9! #2 (J 


¿SBG[4ISJSI%S%s%@%9%H%j!<%Q!<%D?tEQ¿ (J 
E SB#L#W#OSNSD%G%k%G!<%?$r%"%C%W$7$^$7$?!#¿ (J 
¿SBS?SSS7S?SDSNSGSOSJSSSGS9S, SSSmSSSm;HSCSFS/S@S5SS!#¿ (J 


Resource Forum Leader;$B!J; (Jshima MotojizSB!K¢ (J 
¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 
ESB"! 3 (J http://wwwl.scei.co.jp/~cfr00055/ 


6C3762B27B9D 

Content-Type: image/gif; name="i_part.GIF" 

-—-MESSAGE FILE 22401 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000023htm1.html 


--MESSAGE FILE 22402 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000024htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMjJQSNUISUbKEo=?="_ <sat@ga2.so-net.or. յք» 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: CG OSAKA '97 

Date: 20 Jun 1997 12:16:58 GMT 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: ՀՏօՎտեզտոմհնոճատ1.ՏՇ61.Շօ.3յք» 

NNTP-Posting-Host: 210.132.191.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS3SSSIS?SSSHSKSN: ESTS@SCS1S+SI!)e(J ESBSISKS2SK9OTSCSFS-S*S7S?! #2 (J 


2 SBSISCSAS+SCSF8QS& SHAK GHSNS ?$a%/S5$5 : ES TSUSNSGS"Ss$*%S 4MTSYS*°S; Ss$GS7$22 (J 
ESBS, !"SASgGSCSHNISSOCSr>.<*SKSOSSSsS@SNSGS4>R2p! #SbS7$S+S7SF4 {SKSIS3$+SG6z (J 
E SB>R2p$5$1$F$k$+$b$7$1$^$; Š$sS$1$I¿ (J (^^; 


¿SB#57n#3#0F|!"#3#1F|ŠSN¿ (J NewTek World Tour '97 in Tokyo ¿$B$G9T$o$1$?¿ (J 
Light Wave 3D ¿$B%;%_%J!<$,%S%G%*$GH/Gd$5$1$^$9!#$7$+$b#2%+9q81HG!*¿ (J 
ESBFOMFSOS3SsSI46$8! #2 (J 


¿SB%SW%i%0%$%s3+H/!J#9#0J, !K¿ (J 

¿SBM-5!E*S$SJ%Sb%$G%j%s%0SNJ)K!!J#6#0J, !K¿ (J 

¿SB9bEYSJ%SF% /SK%$C%$/!&%N !<%$s!u%*%C%T%s%0JT!J#6#0J, !K¿ (J 
¿SB!&%"%K%a!<%7%g%s$N9g@_. 17846807, !K¿ (J 
¿SB!&%b%G%j%$s%0JT!J#6#0J, !K¿ (J 


¿$B#77n2<=N$KH/GdM=D3j$@$=$&$G$9!#; (J 
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ESBS<S$s$<SS4X78SISSSGS9S, !"S7S4S3SSS50S1 SUS#ESCE/SISNS*S7TSESSCSFS, ՕՏ, ¿(J 
¿BAGE (SGS9SM$'!#SSSDS+#A#T5 ! AHS ՏԱՏ-ՏոՏՕ "Cf ?HSISSSFS=S$3S$=S3SGNISSS$+S$i¢ (J 
¿SBS"S$Ss$J%S,%SoSr@'Hs:n$j$?SSSGS$9¿ ¿(J (՞օ՞)/ 


)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
-—-MESSAGE FILE 22402 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000024htm1. html 


--MESSAGE FILE 22403 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000025htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Chaochi" <chaochi@da2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: TrueSpace3 

Date: 9 Jul 1997 08:11:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5pvh3u$72g@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.181.171 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


éSBG@hF | h81%P%7%+%a%i SKM7SSSKITSCS$?$id*$, 4 { SK=PSFS$$*$7$23 (J; չ 


ԱՆՆ [!<%`%Z!<%$8SK$b=PSF$$$kS71"%$P!<%8%g%s%"%C%$WS$N2A3J$b=q55; (J 
BSFS"Sk; 

5 A S$P!<%8%g%$s%"%C%$W$N8fCN$iS;$,MhSJSSSsSQSmŠS&!&!&¿ (J 
£$B$9$48/3Z57S_SKS7SFSSS?SNSK!IA! #3 (J 


gSBAa$/? ($J$?$$$G$9!#2 (J 
ՀՏ8ՏոՏՇՏ«Տու (J 


—-MESSAGE FILE 22403 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000025html1. html 


--MESSAGE FILE 22404 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000026htm1.htm1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: TrueSpace3 

Date: Thu, 10 Jul 1997 20:58:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33C4CE7E.13D4@ppp.bekkoame.or. j> 

References: <5pvh3u$72g@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.132.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBEhSGS9!#¿ (J 


Chaochi wrote: 
> 


¿SB@hF|%h%ISP%$7%+%a%iSKM7$SSK9T$C$?$1J*S,4($K=PSFS$S$$2$7S?¿ (U; _; 


s S 2 cae ere t 52 SWSN2ZA3 TSb=q$$2 (J 
¿SBSFS"Sk¿ (J 

¿ SBSISNSKSJ$<%P!<%8%g%ss"SCZWSN8FCNSiS$; $,MhSISS$sS@S$m$é&!&!&3 (J 
¿SBS$9S54S/3ZS79_SKS7SFSSS?SNSK!A!#¿ (J 


VV V V V V 


¿SB$&SASbMhSJ$SSSGS9%SP!<%8%g%s%"%C%W!#%f!<%6!<EPO?Š, ¿(J 
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References: <6kkkr8S$lev15@chuka.playstation.co.uk> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 
X-Newsreader: slrn (0.9.5.1 UNIX) 


On Thu, 28 May 1998 23:26:28 +0200, Anders Clerwall <omgim@swipnet.se> wrote: 
>Is there anyone out there that is successfully using Linux when developing 
>on the Yaroze?.. 

>Is there a Linux port of Siocons for example?.. 

> 

>// Anders Clerwall (~omgimp) 


i've never got the yaroze port of siocons to work correctly. I've got a 
feeling that CIP does some strange things with hardware handshaking. even 
my python interface to siocons doesn't download from the yaroze properly, 
and every so often uploads fall apart too. I assume it's CIP, because 
psxfer works just fine for me. 


anyway, yes, i've put together a pretty complete linux development environment. 
i've made a tar file of it all, which i'll send to interested parties (i'm 
assuming i'm doing nothing illegal here; if i am, please tell me). 

toby. 


1500 


—-MESSAGE FILE 2367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01070 


-—-MESSAGE FILE 2368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001071 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Analogue Controller Calibration? 
Date: 29 May 1998 11:50:19 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Sender: thutton@TECH10 

Message-ID: <ud8cx7smc.fsf@cybec.com.au> 
References: <6k7j5f9S7cql@emeka.playstation.co.uk> <356D8767.764F@writeme.com> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


James Rutherford <hexheroes@writeme.com> writes: 


> ...there are requirements for neGcon and the like. 
> 
> However, there is no requirement for the original Analog controller... 


Mmm, interesting. 


I've now used both the neGcon and analogue pad and of the two, the 
neGcon is BY FAR (that's B-Y F-A-R!) the best quality. It (central 


VVVVVVV VV 


I went down to buy one of these a few weeks ago, but I don't think you 
can get them anymore. Not sure. The guy in the shop said that the 
negCons used to break down quite quickly, becoming hard to calibrate 
and a pain to use. For car racing (which is probably the best 
application of analogue control) I imagine the negCon would provide 
better control as it has only a single axis (twist one way or the 
other) rather than the double (left/right, up/down) with a stick. I 
wouldn't buy one though, because of the shop guy's comments... though 
a Dual-Shock negCon would be pretty slick. I'd get one of those. 


Toby. 


-—-MESSAGE FILE 2368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01071 


—-MESSAGE FILE 2369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001072 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.freetalk.english 
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ESBSES*$/ 9TSCSFSSSISSSNS+$I$ 2 (J 


Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! 3 (7 http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22404 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000026htm1-.html 


--MESSAGE FILE 22405 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000027html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Lunaris Umbra" <hokubo@urban.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?iso-2022-jp?B?GyRCODgkLSRGJUF 4kORsoQg==?= 
Date: Fri, 25 Jul 1997 08:52:38 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <5r8q4v$q51@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.128.61 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


¿$B:G6aK; S7S5SKS+S*S1SF!"S9SCS+S458fL5:;BASTSFS*S9O!#¢ (B 
Lunaris Umbra¿SBSGS9!#!J!O!O!(!(¿ (B 


¿SBJLCJ$3S3SN;vŠ$rK:$S1S$SFSSS?2SoS1$GSOSJSSSNSGS$S95$, 1" չ (B 
¿SB:G6aSHS"SkJ)SK!"!VGASSSFSJSSSN!) !WSCSF!"J9S+S1S?2SbSNSG!"6a67Js9pS$S*SG¿ (B (¿SB>P ! Kç ( 
B 


¿SB$G$b!"$d$CS$SOQO$j!"%j%=!<%97O$O%SU%Sj!<%H!<%/SNOCBj$,L5$$SN$+$JS!!)¿ (B 
ESB<d$7$S$I$!¢(B(/_; 


ESBS*S?!"OCBIS,S"S1SP!"Ds6!S7SFSS$-S$?S$$H;WSCSFS*S9!T!O!0! (! (2 (B 


Lunaris Umbra as.... 

E-Mail 
lunaris@art.design.co.jp 
hokubo@urban.or. jp 


—-MESSAGE FILE 22405 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000027htm1. html 


--MESSAGE FILE 22406 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000028htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?iso-2022-jp?B?GyRCOQDgkLSRGJF4kORsSoSg==?= 
Date: Sun, 27 Jul 1997 00:43:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33DA1B04.16FD@ppp.bekkoame.or.jp> 
References: <5r8q4v$q5l1l@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.231.202.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBEHSGS9! #2 (J 
ESBSISS$+S4$VS5$?SGS9SMz (J 


Lunaris Umbra wrote: 
> 


Net Yaroze newsgroups message dump.txt 


¿S 


Ը" Կ Դ ՊՊԿՊԿ 


(J 


¿SB;E;VvS, 


ESBS*S$?!"0C 


VV NV V V V 


B:G6aK;$7S5$ 
Lunaris Umbraz$ 


¿SBJLCJS3S3SN;vSrK:S1SFSSS?SoS1SGSOSJSSSNSGS9S, !"¿ 
£$B:G6aSHS"SkI}SK!"!VGASSSFSJSSSN!) 


ԱՆ ՅԱ 
¿SB<dS$S7SSSJS!¿ 


BIS, S"S1SP!"Ds6!S7SFSS$-S$?SSSH;WSCSFS*S9!T!O!0! (! (¿ 


Page 14992 


KS+S$°S1S$F!"S9SCS+$j8fL5: 
BSGS9!#!T!0!0! (! (2 (J 


7;BASTSES*S9! #2 (J 


(J 
!WSCSF!"J9S+S1S$?SbSNSG!"6abT7IS9Ip$*$Gz (J ( 


¿SB>P ! K 


=gD4SISNS+$J$ ! SHS*SHSCSFSSS*S7$? #2 (J 
ESBS"S1$+SiS$°S?S4+SIS jS1LSYSKS"SCSZWS7S ? SNSGSOSITSSSGS9S+!) 


(TAA 


j%=!<%97OSO%SU%j!<%H!<%/SNOCBj$,L5$SSN$+SJS!!) 
J(/_;) 


(J 


¿S$B!V¿ (JDESIGNPLEX;¿ (I#¿$B$N#87Nn9f$K%5%5%0%i%+%:%d;a$, (J 


¿$ 


B!V#L#W#3#DSN?MBNSbSG%SKkSN:n@.J)K!!WSr=q$S$SSFS2S7$S?!#; (J 


¿SBS3S1SOS1SCS3S&SDS+S (S*S7S?!#FIS_S*S7S?1)¿ (J 


#¿SB#L#W#3#DSNJ 


¿SBEh¿ (J 
¿SB"S!1(¿ (J 
éSB"" Jog (J 


—-MESSAGE FILE 22406 END: 


¿SB4pFs¿ (J 


IS,8|SSSNSGS7SgS&S+SMS'! #2 (J 


(Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 
E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
URL http://wwwl.scei.co.j p/~cfr00055/ 
net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 


003d/freetalk/00000028htm1l. html 


—-MESSAGE FILE 22407 START: 
00003d/freetal 
chuka.pl 
"Lunaris Umbra" <hokubo@urban.or.jp> 
pl 
=?iso-2022-jp?B?GyRCJEKkKYiQOJFYKNSQ/JEcCkORsSoQg==?= 


Path: 
From: 
Newsgroups: 
Subject: 
Date: Mon, 28 
Organization: 
Lines: 56 

Message-ID: 
References: 


Mime-Version: 
Content-Type: 


net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
k/00000029htm1. html 
aystation.co.uk!newsl.scei.co.jp!usenet 


aystation.ny.resource.graphics.3d.freetalk 


Jul 1997 12:52:34 +0900 
PlayStation Net Yarouze 


<5rh5bj$798@news1l.scei.co.jp> 
<5r8q4v$q51l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or. 
NNTP-Posting-Host: 


jp> 
202.231.128.70 

1.0 

text/plain; 


charset="iso-2022-jp" 


Content-Transfer-Encoding: 


X-Newsreader: 


Toit 
Microsoft Outlook Express 4.71.1008.4 


X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


Motoji shima wrote in article <33DA1B04.16FD@ppp.bekkoame.or.jp>... 


>: SBEhSGS9! #32 (B 
>¿SBSJSsS+S4SVS5$S?SGS9SM; (B 


¿$B$[$Ss$H$K!J!0!0!(!(¿ (B 

¿SB2?S+5SS, SDS1SPSCSF46S8SGS9!#¿ (B 

¢SBK; $7SSSH!";~4VSN2aS . SkSNSCSFAaSSSGS9SMS'! #2 (B 
(g$B2a$.SFS_SkSH!"S"S"!"S3SsSITSKGASSSFSJIS+SCS?SsS@SCSF!&!&!&>P!Ke (B 
>ESBS"S1S+SiS$*S$?S+SISIS1ISYSKE"SCEWS7S?2SNSGSOSISSSGS9S+!) չ (8՞՞ 
ESBSSSda$!!"Sb%GS5jSSS0SNT}SOMNSAS?S+Sb!IT!0!0! (1 (! (2 (B 
éESB:nSCSFSISSS$+Si!T!0!0! (2 (B 
¿SBF02h7OSNA`:n$,B?$+S$CS?$SsS$SG!"SbS$SCSOSi!"%1%S$S%"%&%SH$PS$S+Sj5/F0S7SF¿ (B 
éESBSSSBSCSFS*S7S$?!#¢ (B 


¿$ 


BSH8@S ($PJ9$3$ (S,NISSSGS9S,! 


!"$m%47OS$SG$9SM¿ (B (¿$SB;E;v$M%?!">P !K¿ (B 


ESBSGSb!"Sms4SGSb!"7k9=610+S9SkSsSGS$9Sh! #2 (B 


ESBSUS!% 


sSSk$, SGS+$/SJSkSH!"$&SASN¿ (BPCz $B$G$O=hM}$G$-$J$/$J$k$b$s$G!J!0!0!(! 
ESBSUSH5SS, SDS1SPH#1#0#0¢ 


(2 (B 
(BM: SBSOSiSSSNz (BFile¿$B$,¿(B5~6¿$B8D$0$i$$$G$- SFSF!" ( BCD-R 
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ESBSKSOSSSiSsSY!<SISsSF!JT!0!0! (! (2 (B 


>¿$B!V¿ (BDESIGNPLEX2 $B! WSN#8 7n9£SK%5%5%0%i%+%:%d; aS, ¿(B 
>2 SB! V#L#EWH3#DSN?MBNSOSGSKSNin@.T}K! !WSr=qSSSFS*°S7S?! #3 (B 
>¿SBS3S1SOS1SCS3S&SDS+S (S*S7$?2?!#FIS_$*$7$?!) 2 (B 


ESBS"SiS“®!"FISSSGS*S;Ss!#S5SCS=S/K\20SK5*°S2!<SGS9SM!J!0!0! (2 (B 
15z2$BF|H/Gd$G$7$?$C$1!) ¢ (B>¿$B!V¿ (BDESIGNPLEX; $B! We (B 


ESBS&!<$_Se!"S$5$9S,E11GFO2ZhIt!#$"$= eens oe HSCSFS$* (u 5 
¿SBS5S5S>SdNISS;vS,=qSSSFS"SkSsSGS7SgS&!#¿ (B ՀՏՔՏՕՏ / ՏՕՏ / չ (B 


նան... 


ESBS+SbS$7$1$%*S;SsSM!#z 
ESBS LSUS9SUSISESES JSGHIS/!*Sa9<SHSCSDS- SK$/SSSHS+!"S3S3S,SdSJjJSKS/SSSH$S+2r$jSKS/SSS 
JSsSF¿ 

s ` are eee re eer asa S"2kSdz (BFAQ; SBSr:nSCSFS$/$1S8k$+SbS7S1SISSSNSK! &!& 
l&i (B(¿$BC/$+$,¿ (B(¿$B!,!]!, !K!@%Pe (B 
¿$B%-!K¿ (B 


¿$B$d$1$k;v$,B?$9$.$F!"47$I$J$$$&$A$+$i!"B?$/$N;v$rK>$`$H<:GT$7$A$c$$$, SASGSOSHSM! փ, 
(B 
¿SB%b%G%k:n$1$JSSSHOUL#L5$$S7!":G=iS$SO$,SsS$,$s%b%G%j%s%0$@$1%$7$?SiNI$S$SH;W$S&SsS@S$1$IS 
JS!!# (B 
ԱԱ ԱԱ ՀԱՑ ՐՈՐ ՏՆՕ 


¢ SB6KC<SJOC! "N) J}BNS@S1SNAHS$_9g$0$; $SGSbLLGr$$S$bSN:n$1$A$cS$&$7!"3 (B 
ESBS=S$3S+Si!"S*S?TQTASSS;S?S5IS7TSF!"47S1SFSS$/SCSFSNS, !"NISSSNS+SbDS7S1SISSSJIS!!#¢ (B 


¿SBSGSb!"S=S$10JA0S$SK%0%1%SU%#%$C%/SdSmS&SCSF?MS,>/SJSSS@S1S@SCS?SjS7SF!&!&!&!J!0!10!(! (¿ 
(B 


Lunaris Umbra as.... 

E-Mail 
lunaris@art.design.co.jp 
hokubo@urban.or.jp 


—-MESSAGE FILE 22407 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000029htm1. html 


--MESSAGE FILE 22408 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000030htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKKYiQOJFYkKNSQ/JEckORsSoQg==?= 

Date: Mon, 28 Jul 1997 18:53:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <kamon$21c519970728185328@news1.scei.co.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.21 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2 SBS3SsSKSASO! "2CLgSG$9!#3d$59~$*S; SFSbSiSCSFS9S _$*S;Ss! #2 (B 


"Lunaris Umbra" <hokubo@urban.or.jp> wrote: 
>Motoji shima wrote in article <33DA1B04.16FD@ppp.bekkoame.or.jp>... 
>># 2 SBEL#WH3#DSNIIS, 8| SSSNSGS7SgSES+SMS'! #2 (B 
> 
>2SBS+$b$7$1$%°S$; SsSM! #2 (B 
eee hr R ՑԱ 5 UU n E S Tae 
ՏՄՏՏՏԻչ 

>¢SB= ae os ՏՀՏ — ՈՆԱ ԱՂ e!<SHSjIS"SkSdz (BFAQ¿SBSr:nSCSFS$S/S1SkS+SbS7$S1SJSSSNSK!&! 
ճ 18: (B(zgSBC/S$+$,2(B(z$B!,!]!,!K!@%Pz (B 
>2SB3-!Kz (B 


ESBKMSOSOSLSUSH#ESCE+! <S8SCSISSSSSGS9S, !"SS$* :nSCSFSkK%=SUSHSNS ?SaSKSb%Gz (B 
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ESBSjISSZOSrSTSESSS*S9! #2 (B 

¿SBS<SsS<Ss¿ (BLW3D¿SBSr;HSS$S3SJS;SFSJSSSSSGS9S,!"¿ (B'¿SB7k6I1%Sb%*G%j%s%0SCSFD:FEQ@SrCO¿ 
(B 
¿SŠBF;SK$S$S8$Sk$7$+$J$SS$Ss$S@$SJ!A¿ (B"¿$B$H$$$&7KOR@$KC#$7$^$7$?; (B (¿$B4VOC$C$F$^$9$+!)¿ (B 
) eSB! #2 (B 

SBSSSmSSSmS3S"SSSI$, $"SkS1$I! "4pK\$Oz (B"Point ¢ SBA*Br$7$Fz (BMove" չ SBSCSF46$8SGSASCzx ( 


é 
B 
ESBSFS*S9!#:n6H; ~4VSNH>J, SO¿ (BMovez SBSASCSFSkKSH;WSSS*S9! #2 (B 


> $BSd$1$k;v$,B?$9$.$F!"47$1$JI$$$&$A$+Si!"B?$/$N; vSrK>$* $H<:GT$7$A$c$$$, SASGS9SHSM! # 
; (B 
Z iSB%b%G%k:nS15JSSSHOUL#L5SS571":G=iSOS5,SsS,Ss%b%G%j%s%0S0S1575?S1iNISSSH;WSsSsSG515SI 
ՏԱՏ 14: (B 
>; SBOILLTAG . SISSSF! "SeSGSbNISSSH; WS&SsSGS9SHSM! #2 (B 


éESBSdAS1Sk;v$,B?S9$.SkSCSFSNSOF146SG$9!#S=S&S$S&SD!<Sk$CSF27$+SiSd$C$?¢ (B 
¿SBSiSSSSS+SoS+SiSJSSS+Si!"SHSCSDS-SO0O-S$SsS@S1SI!"47S1SkSH:n6H8zN(S,%9¿ (B 
2$B%4$/$"$, $CSF<jd|$;$I$/SISkSs$G$9SHSM! #2 (B 

http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


-—-MESSAGE FILE 22408 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000030htm1. html 


--MESSAGE FILE 22409 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000031html. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Lunaris Umbra" <hokubo@urban.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?iso-2022-jp?B?UmU6IBskQiRJJGIkNCRWJDUKPyRHJDkbKEI=?= 
Date: Sat, 2 Aug 1997 01:24:40 +0900 
Organization: PlayStation Net Yarouze 
Lines: 56 
Message-ID: <5rt2srS$liv@newsl.scei.co.jp> 
References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> 
NNTP-Posting-Host: 202.231.128.175 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


Taro Kamon wrote in article 


> ESBS3$sSKSASO!"2CLgGSG$9! #3d$ j9~$%*$; SFSbSISCSFS9S_S*S;Ss!l#e (B 


éSBSISb!"¢ (BLunaris Umbraz$BSGS9!#¢ (B 
ESBSISsSI$s!"3d$59~Ss$GS/S@S5$$!T!0!0!Kz (B 


> ¢ESBKMSOSOSiSUS#ESCS+!<S8ScSTSSSSSGS9S, !"SSS* :nSCSFSkS=SUSHSNS ?SaSKZSb%Gz (B 
>ESBSjISSSOSrSTSFSSS*S9!#¢ Մ 
> ¿SBS<SsS<Ss¿ (BLW3D¿SBSr;H$SS3SJ9;SFS9JSSSSsS$GS9%, !"¿ (B"ZSB7k61%bSG%j%ss0SCSFD:E@SrCco 
¿ (B 
>¿SBF;SKSSS8SkS7S+SJSSSsS@QSJ!A¿ (BR  SBSHSSS&7kOQSKC#S7S*S7S?¿ (B(¿SB4VOcSCSFS S9S+!)¿ ( 
B)éSB! #2 (B 


ա 


éSBS&!<Ss!"4pK\E*SKSO4VOCSCSFSSS%*S;SsS5,!&!&!&!&3 (B 
¿SBD&9oSHO1=o$J$s$G$9$h$M!#;¿ (B 
¿SB:oSj=PS7SH8@S*S&S+!J!O!O!(! (¿ (B 


ՀՏԹՏՉՏՄՏՏ |": (BSoridz; SBSNM} 2r$, Fq$7S$S$SsS$8ScSISSS+S$JI!) ¢ (B 
ESBSH!I";WSSS*STS?S1IST! #! #! #2 (B 


ESBS?S@!"z (BGamez $BMQ$G$9$+$i!"%]%j%4%s?t$rA}$d$9$0$1$K$O0$$$-$^$;$s!#¿ (B 
¿SBS=S$S3SG!"SIS&S7SFSb!"3dS3j0z$SSSF9MS (SJS-ScSSS1SJS/SJSkSsSG;¿ (B 
ESBS"SkOUL#SGSO! "FQ$7$S/!"S"SkOUL#SGSOS4$*S+$7$, 8z$-$*S$9; (B(¿SB!1,¿ (B-2$B!,¢ (B) ¢$B!@%P 
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%—¿ (B 
>¿SBSSSmSSSm%$3%%*Ss%SIS,S"TS$kS$S1SI!"4pKNS$SO¿ (B"Point  SBA*BrS7$F¿ (BMove"¿SBSCSF46S8SGSdSC¿ 


(B 
>¢SBSFS*S9!#:n6H; ~4VSNH>J, SO¿ (BMovezg SBSASCSFSkKSH;WSSS*S9!#¢ (B 


Drag¿SBSH¿ (BMovez SBSH¿ (BStretch¿$B$K$"$-$?$i!"¿ (BDrillz$B;HSCSFS_SFS/S@S5$$!T!0!0! (ë 
(B 


> ¢~SBS$d$1Sk;v$,B?$9S.SkSCSFSNSOF146$G$9! #$=S&SS$&%D!<SkSCSF2?S+SiS$d$CS$?¢ (B 
>2¿$BSi1SSSSS+SoS+SiSJSSS+Si!"SHSCSDS-SOO-S$SS$SSsS@S1S$SI!"47S1SkSH:n6H8zN(S,%9¿ (B 
>¿$B%4S/$"$,SC$F<jJ|$;SJS/SJSk$sSG$S9$ShSM!#¿ (B 


¿SBS3S3SG!":GSbFqS$S7SSSNSO!"I,MWSJLNE*S$S, !"¿ (BGamez$B@) :nS$SGS"SkSHSSS&;vS+Si!" (B 
¿SB2?Sr;HS$SoSJS/SFNISSSNS+!)2?Sr;HS( (SPShS3j8zN( E*SJSNS+!)¿ (B 
ZSBSH36557 vSGSOSISSSCSTSGS4S+!) 11528Ա55113 158958: SDS SES / ՏՈ53Տո (B 


¢$B:n6H8zN ($, :G$b=EMW; k$5$1$k$N$O: (BPRO¿SBSN;E;v$N>19gS$G$9!#¿ (B 

¿SBSbSCSHSb!"S"SkOUL#SGSO!"@1LgS$GSJSSSHSSS&;vS, :GSbI, MWSHS9SKS+SbCNS$1S2S;SsS,1J10!0! 
(¿ (B 
(Z$B;-4V$,L59SSH80S&;v$GSO!J!O!O!(! (!K¿(B 


¿S$B$G!"22$,8@$$$?$S$S+S$ŠH8@$&S$H!"3X$V5!2q$O¿ (BPRO¿ SBSKSOM?S ( ՄՏՕ»/ՏՄՏՏՏ, !"¿ (B 
E$B2f£!9SKSO!">/SI$S/SHSbS=$N; ~4V$,M?$ (S1S1SFSSSkSHSSS&;vSGS9!# (B 

¿SB:G=iS+Si!"S&S“S/SO;HS(S“S;Ss!# (B 
2SBS*$: !"Ip4o$r?H$KSD$1$*S$7$g$&!T!0!0!Kz (B 


Dragz$B!"¢ (BMovez$B!"z (BStretchz$B! "S3SN#3SD$, Ip4oSKSJSkF | $O$=$&1s$/SISSSH;WS$S$*S9S87 
յ" (B 
¿SBS3SN¿ (B3z$BSD$@$1! "Ip4oSK$7SF$_S$F$/S$@S5$$!#!T!0!10!Kz (B 


P,S, 
éESBONS=S&SJ; v=qSSSFSbDSES?!T!2!2! (! (¿ (B 
¿$B8J$,=$9T$;$S!d$o$7¿ (B(¿SB!#!2!N!K!y!@!J!]!]!(!! (B 


Lunaris Umbra 


--MESSAGE FILE 22409 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000031html.html 


--MESSAGE FILE 22410 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000032htm1.htm1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Lunaris Umbra" <hokubo@urban.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?iso-2022-jp?B?UmU6IBSkOQkA4JCOkRiReJDkbKEI=?= 
Date: Sat, 2 Aug 1997 01:27:07 +0900 
Organization: PlayStation Net Yarouze 
Lines: 21 
Message-ID: <5rt31b$125@newsl.scei.co.jp> 
References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.231.128.175 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOLE: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


Motoji shima wrote in article <33DA1B04.16FD@ppp.bekkoame.or.jp>... 


>¿$B!V¿ (BDESIGNPLEX: $B! WSN#8 7n9£SK%5%5%0%i%+%:%d; aS, ¿(B 
>i SB! V#L#EWH3#DSN?MBNSOSGSKSNin@.T}K! !WSr=qSSSFS*°S7S$?7! #2 (B 
»չՏ8535150515ՇՏ3Տ5ՏՇՏԻՏ ($*$7$?!#FIS_$*$7$?!) 


ESBK\20Sr2vSk;v?t7o! "Sd$CSHz (BGetzSBSGS-S*S7S?!T!0!0!(! (¿ (B 
ESB<j$, 6uS$$?Si!l":nSCSFS_ShS&~ (B (¿SB>P¿ (B 


* & k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k X < 


So much fun?Let's more break!!Take it easy.Ha? 
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Lunaris Umbra 
hokubo@urban.or.jp 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


| as A E E E ees 


--MESSAGE FILE 22410 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000032html.html 


--MESSAGE FILE 22411 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000033htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkYiQOJUFYkKNSQ/JEckORsoQg==?= 

Date: Sat, 02 Aug 1997 08:56:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 41 

Message-ID: <19970802085638beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> 
NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ESBS+SDSGS9! #3 (B 


ՀՏ8ՅԱՏ)9-Տ-՞ՏչՏԲՏ/ՏՅՏՏՏՏ|Հ: (8(՞՞չ 


> E ԱԱ 55 5 Nene ra ae 
>¢ SBS çjJ%s%S0SrS7SFSSS $9! #¿ (B 
> ¿SBS<SsS<Ss¿ (BLW3Dz SB$r; 15553575: 5ԲՏ055555059Տ5, !"¿ (B"¿SB7k6I$b%G%j%s%0$C$FD:E@$rCO 
¿ (B 
Ps: SK$SS8Sk$7S+SJSSSsS@SJ!A¿ (BN 2 SBSHSS$&7KORSKCHS7$*$7$2¢ (8(2584Մ0օՏՇՏԲՏՏ95Հ1) z ( 
¿SB!#; (B 
>2SBSSSnSSSms3%"%s%IS,S"SkSlsIl"4pKNSOs (B"Point¿$BA*Br$T$F (BMove" ¿$B$C$F46$8$6$4$Cz 
(B 
>E $B$F$^$9!#:n6H; ~4VSNH>J, ՏՕչ (BMovez SBSASCSFSk$H; WSSS*S9! #2 (B 
> 


£$BS7%g!<SHS+SCSHSr; HS&SH>/S73ZSKSISjS*S9SHSM! #2 (B 
ESBS"SH!"¢ (BStrechg SBSGN>J} SNE@SrO1L5SSKFOS+S9SHS+!#!T2#Ce!) !K¿ (B 


¿SBSSSDSbSO%*S&%$9:8<j$G;H$CSFS?$sS$SGS9$, !"SISs$t+<j$,DKS$/SISCSFz (B 
s a C Տ ՏՄ 
2$B463PS, 0c$&SNSGSJS1SkSNSKI"?tJ,3]$+$jS2S7S?SM!#; (8(՞՞չ 
ESBSGSb!"<4$,DK$/SISCS?SNSOz2 (BNetMeet ing: SBSHSSS&SASCSECSHS rE (B 
¿$SB$d$SjS$S9$.$?$S+$i$JSsSG$9$,!&!&!&!&!#¿ (8(՞՞չչ 


> ¿SB$dS1$Sk;v$,B?S9S$S.SkS$SC$SFSNSOF146$GS9!#$=S$&$$S&%SD!<%Sk$C$F2?$+S$SiSdS$SCS?¿ 
>2¿SBSi1SSSSS+SoS+SiSJSSS+Si!"SHSCSDS-SO0-SS$S$SsS$S@S1SI!"47S1SkSH: y ¥5- մ 
>¿$B%4S/S"$,$CSF<jJ|$;$JS/SJSkSs$G$9ShSM!#; (B 


¿SBS$SdS1Sk;vS,B?S9S.Sk%D!<%SkSCSFS7SPSiS/SSS8SCSFSJSSSH!"¿ (B 
¿SBA`:nK:Sl1SFSk;vS$S,B2S/SJSSSGS9!)¿ (B 


¿S$B01HVCOF; $J$Sb%$G%j%$s%0J)K!S$O!"F@$rCV$$SF7k$s$G$$$C$SF!"$=S$SNE@$rHyD4G0;¿ (B 
¿SBS9SkKSHSSS&J)K!S@SH;WS&SsSGS9!#O; 30Bg2&S@SHS=S15S, SHSFSH3ZS7SaSkSsSGS9S,!"3 (B 
¿S$SBS=S1$bD:E@?t$,B?$SSHS7$@$S$SK7ySKSJSkS+Sb!#41iSr$3SNJ)K!$G:nS$C$?Ss$GS9S, Ime (B 
¿$BHh$1$^$7$?!#¿ (Bhttp://wwwl.scei.co. jp/~bjw00717/kao4. rok 
¿$B$3$s$J4i$O%4%m%4%m$7$F$k!J?'$s$J$H$3$+$iL5>r70o$G<h$1$k!K$1$I!"¢¿ (B 
¿$B2K$+6=L#$, $"$C$?$i$4$i$s$/$0$5$$!#z (B 


P.S. ¿$BD:E@?t$,B?$/$J$C$F!"@=:n$, $D$i$/$I$C$?$N$O!"; (B 

¿SBOSS, L5S+SCS?SHSSS&l=Sb!#¿ (B(¿SBGz¿ (B) ¿$B$Ş=$&$G$9!"$$$ŞD$+$0; (B 
ESBSDS/S$5STIS*ST7S?SSSHSO!";WSCSFS*S9! #6 (8(՞՞չ 

—-MESSAGE FILE 22411 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000033htm1.html 
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--MESSAGE FILE 22412 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000034htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkYiQOJUFYkKNSQ/JECckORsSoQg==?= 

Date: Sat, 02 Aug 1997 09:39:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 62 

Message-ID: <19970802093905beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@newsl1.scei.co.jp> <5rt2sr$llv@news1 
.ՏՇՔ1.Շօ. յք» 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ESBS 3SSSKSASO!"S+SDSHSSS$$*S9l#e (B 


> 

>2$B$&!<Ss!"4pK\E* SKSO4VOcSCSFS$$%S;$s5, 1&!&!&!&¿ (B 
>¿SBD&9oSHO01=oSJ$sS$GS9ShSM!#¿ (B 
>¿SB:oSj=PS7SH8@S*S&S+!J!O!O!(! (¿ (B 
> 
>2¿SBS?SVSs!"; (BSorid; SBSNM}2rS$,FqS7SSSsS8ScSJISSS$+SJ!) 

> SBSHI"; WSSS*STS?PSIST!#!#! #2 (B 
> 


¿SBFqS7S=S&SGS9SM!&!&!&!&!#¿ (B 


¿SB:G6a6JG@-7OSN$b%$G%i!<$b$Sd$C$FS_$Sh$&S$+$J!"SH;WSCSF$k$sS$SG$9$1S$SI!" (B 
LW3D¿SBS<SsS<Ss;HS(SJSSS*S“ONSCSFSbS7SgS&S,SJSSS7!J61>P !!K;ç (B 
¿SBSXS11"S3S1SPSCS+S3JSOI"; ~4VSH: , @-54+$15F4751$9$7$+SI$S$SGS9SM! 8: (B 


>¢SBS?S@!"z (BGamez $BMQ$G$9$+$i!"%]%j%4%s?t$rA}$d$9$0$1$K$O0$$$-$^$;$s!#¿ (B 
>¿$BS$S=S$3SG!"SIS&S7SFSb!"3d$j0z$SSSF9MS (SJ3S-—ScS$SSS1SJS/SJSkSsSG¿ (B 
>¢SBS"SkOUL#SGSO!"FQS7S/!"S"SkOUL#SGSOS4$*S+$7S, 8z$-S*S$9; (B(¿SB!1,¿ (B=¿SB!,¿ (Թ) 258165 
P%-¿ (B 

> 


2 SBS9S3S7!"SNS&SO%E&E*ST; VSK@. SCSFSTS*SESNSGSIS, !"¿ (B 


¿SB@8J*SN4V@NSNShS&SK7RS.LNS, S-S1SSSISHSNSr!"#P#SSGFOS+S9SHSEST; (B 
i $B%b%G%k$G<B8=$9$kJ}K!$,$0$+$i$J$/$F!"$3$^$C$F$^$9!#%^%$%`$r;H$o$J$$!"; (B 
¿SB%SN%sS$SJSsS+;HS (STS$SS7!"S@S+SiSHSSSCSF!"SASiSD$/SNSO7y$@S7!"SDSSSGSK; (B 
¿SB%]%3jJ%4%s?t$,>/SJSSSHS&S1S7SSS1SI!&!&!&!#¿ (B 


¿SB$=$&$S$&!"%2!<%`MOSNDc$]%3J%4$s%*$V%$8%'% /%HŠN:n@.SN%&%O%&¿ (B 
¿$B$, ¿ (BNET¿SBSdSmS&S<!*FPbSKC_G@QS7SFS/S1S?2SiS&S1S7SSSGS9SM!#¿ (B 


¿$B$_$I$5$s!) NI$$$4$^$+$7I}CN$ŞC$F$^$; $s$+!)¿ (B (¿SBGz¿ (B) 


> 
>Drag¢ $B$H¢ (BMovez SBSH; (BStretchz$B$K$"$—-S?Si!"¢ (BDrillz¢$B;HSCSFS_SFS/S@S5S$!T!0!0! ( 
é 
> 


ESBS"!";HSCS?;VvL5SSSd!l#z(B(%%; ESB: #EYS?SaS7SFS_S*S9!#S5SSS-Ss; (BBevel; SBS$SK;¿ (B 
ESBMISCSFS*S9S, !&!&!&!# (B 


> 

> $B$3$3SG!":GSbFq$7SSSNSO!"I,MWSIL\E*S, !"z (BGame¿ $SB@) :nSGS"SkSHS$$&; v$tSi!"z (B 
>¿$B2?$r;H$o$J$/$FNI$$Ş$N$+!)2?$r;H$( (ŞPSh$J8ZN(E*$JIŞNS+!); (B 
>¢ SBSH8@$&; vSGSOSTSSSGS7SgS&S+!) !TS?SVSsS!"3'S5Ss$,$SD$*SES/SH$3$m; (B) 
> 
>¢$B:n6H8zN ($, :GSb=EMW; k$5$1SkSN$0z (BPRO;z $BSN; E; vSN>19g$G$9! #2 (B 
>¢SBSbSCSHSb!"S"SkOUL#SGSO! "@LLGSGSISSSHSSS&; v$, :GSbI,MWSHS9SkS+SbCNS1S$%°S;Ss5,!7!0!0 
! (¿ (B 
> (¢ SB; ~4V$, L5SS$H8@S&; v$G$0!J!0!0! (1 (!K¿ (B 

> 

>¢SBSG!"22S, 8@SSS?SSS+SH8@SESH!"3X$SV5!2qg$0z (BPRO¿SBSKSOM?S (S1S1Sk;vS$SO>/SJSSS, !"¿ (B 
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>¿SB2f!9SKSO!">/SJS/SHSbS=SN;-4VS,M?9 (SIS LSFSSSkKSHS$$&;vSGS9! #2 (B 
>¿SB:G=iS+Si!"S&S*“S/SO;HS(S “S;SsS!# (B 
> $B$^$:!"Ip4o$r?H$K$D$1$^$7$g$&!J!0!0!K¿ (B 


ESBSE!"<*S,DKSS!&!&!&! #2 (B(ESB>P¢ (B) 
¿$SB%21<%` SKSDS+S&Dc%] $5 S4SSSNS*3VS 83'3/3H$r$- $1$$$K8+$; Cae rR 
ESB%F%/%9%A%SC!<S,=EMWS_S?SSSGS9SM! #SGSb!"3 (!U%F%/S9%ASC!<!KS, ¿(B 


ՆԱ a 5 OS 5 O OS RECS. fe 
ESB@.SKSTS+SISSSNS+S I! #2 (8(՞՞չ 

—-MESSAGE FILE 22412 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000034htm1. html 


--MESSAGE FILE 22413 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000035html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOQDgkLSRGJF4kORSoSg==?= 

Date: Sat, 02 Aug 1997 11:12:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <33E2979D.5392@ppp.bekkoame.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@news1.scei.co.jp> 

NNTP-Posting-Host: 202.231.202.157 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


Lunaris Umbra wrote: 


Motoji shima wrote in article <33DA1B04.16FD@ppp.bekkoame.or.jp>... 


>¿$B!V¿ (JDESIGNPLEX;: SB! WSN#8 7n9£$K%5%$5%0%i%+%:$djaS$,¢2(J 
>i SB! V#L#WH3#DSN?MBNSOSGSKSN:n@.T}K! !WSr=qSSSFS*S7$?! #3 (J 
>¿SBS3S1SOS1SCS3S&SDS+S ($^$7$?2!#FI$_$^$7$?!)¿ (J 


¿SBKN20$r2v$k;v?t7o!"$d$C$H¿ (JGet:SBSGS-S*S7S?!TIO!O! (! (2g (J 
i 8B<48, 6uS$$?Si!l":nSCSFS$_ShS&¢ (J (E SBSP; (J 


VVVVVVVVV VV 


2 SB<B:]$Kz (JFreezez $BS 9SkA0S*$GSGDc%] $j %4%SSN7TASNSSSS ?PMBNSHSGSKS, ¿(J 
éSB=PMhSkSNSGSSSSSGS9SM! #2 (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¿SBBg:e¿ (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

¿SB""1! ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22413 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000035html1-.html 


--MESSAGE FILE 22414 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000036html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkYiQOUFYkKNSQ/JECckORsoQg==?= 

Date: Tue, 05 Aug 1997 22:42:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <kamon$21c519970805224226@news1.scei.co.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.136.1.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 
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ESBS3SSSKSASO!"2CLGSGS9! #2 (B 


katu wrote: 
> ¢$B%7%g!<%SHS+SCSHSr;HS&SH>/S7T3ZSKSISjS*S9ISHSM! #3 (B 
>¢SBS"SH!": (BStrechz; SBSGN>J}SNE@SrO015SSKFOS+S9SHS+!#!J2#Ce!) !Kz (B 


£$BS7%qg!<SHS+SCSHSO>/S7$:SD3PS (SkShS&SKS7TSFSkSsSGS9S,!"z (BMovez SBSNz (B"t"ZSBSHS+!"¢ 
(B 
éS5B%—!<SHS3S3°SsSIL>SK4X0"S$,SISSSNS, Bread ay aie (SKS/SSIMIMINL#s (B 


StrechzSBSOShS/; HSCSFS*S9! #JIXMxSGS9ShSM! #2 (B 

2 SBSI$s$d%3%*%S%1SGSb$= S&SGSOSIST!"#1EYSISiSCSO0SGE, EvSKFOS+S7SFS*SSSF!"z (B 
Undo; $BS7SF; (BNumeric; SBSGS—-SASs$HS7$??tCMSrF~S$1S% Bote ae 5 s 
¿SB!"!# (B 


> ¿SBSdS1Sk;v$,B2S99.Sk%D!<%kSCS$FS7SPS$iS/SSS8SCSFSJSSSH!"¿ (B 
>¿SBA`:nK:S1SEFSk;vS,B29/SJSSSGS9!)¿ (B 


¿SBS=SgSGS9ShSM!A!#S;SCS+S/3PS(S?%7%g!<%H%+$C%HSrK:S1SAScSSSAS9¿ (B (¿$B>P; (B) :58:8: ( 
B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
-—-MESSAGE FILE 22414 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000036htm1. html 


--MESSAGE FILE 22415 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000037html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkKYiQOJFYkKNSQ/JEckORsoQg==?= 

Date: Tue, 05 Aug 1997 22:48:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <kamon$21c519970805224805@news1.scei.co.jp> 

References: <5r8q4vSq51@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@newsl1.scei.co.jp> <5rt2sr$llv@news1 
-scei.co.jp> 

NNTP-Posting-Host: 210.136.1.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!"2CLgSGS9! #2 (B 


"Lunaris Umbra" <hokubo@urban.or.jp> wrote: 
>2SBS&!<Ss!"4pK\E*SKSO4VOCSCSFSSS$*°S;SsS,!&!G!&!&3 (B 
>¿$BD&9oSHO1=oSJSsSGS9ShSM!#;¿ (B 
>¿$B:oSj=PS7SH8@S*S&S+!J!O!0!(!(¿ (B 


¿$B$=$1!"46$8$^$9!#3 ($rIA$/:MG=$C$FF, SNCESN#3#DSS%a! <S8Sr#2#DSKEJIFS9ISKE (B 
¢ SBG=NOS, 5aSa$iS1$k$H;WS&S$s$G$9$15SI!"%Sb%G6%4%s%0SKSON) BN<+BNSr:nSCSFS$$/3 (B 
2 SBG=NO$,1,MWSGS9ShS$M! #; (B 


>¢SBS?S@!"3 (BGame SBMQOSGS9S+Si!"%]SjS4Ss?tSrA}SdS9ISoS1SKSOSSS-—S%*S;Ss! #2 (B 

>éSBS=S$3$G!"SIS&S7SFSb!"3d$j0zSSSF9MS (SUS-ScS$S$1$JI$/SI$k$s$G; (B 
>éESBS"SkOUL#SGSO!"FQ$7$/!"S"SkOUL#SGSOS4S$%*S+S7S, 8z$—-S$*$9¢ (B(¿SB!,¿ (B-z$B!,¢ (B) ¢$B!@% 
P%-¿ (B 


¿$B%]%j%4%s?t$rM^$($D$D:n$i$J$$$H$$$1$J$$$s$G!"M>7W$KFq$7$/46$8$k$s$G$9;: (B 


¿SBSh!#SISsSISS¿ ԱՆԱ ԱՈ. res (8 
>Drag¿$BSH¿ (BMove¿ $B$H¿ (BStretchz $B$K$"$-$?$i!"¿ (BDrill¢$B;HSCSFS_SFS$/S@S5S$S!J!0!0! ( 
¿ (B 


Boolean¿S$BSOSHS-SIS-;HS&SsSGS9S1SI!"¿ (BDrill¿;¿SBSO;HSCS?S3SHSJSSSGS9!#; (B 
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>¢$BS3$3$G!":GSbFq$S7$SSSNSO!"I,MWSJL\E*S, !"z (BGamez$BQ@) :nSGS"SkSHSSS&;vSt+Si!l"; (B 
>¢$B2?S$r;HSoSJ$/SFNISSSNS$+!) 2?$r;HS (SPSh$Sj8zN(E*SJSNS+!)¿ (B 

(---z SBCfN, ¢ (8---) 

>Dragz$B!"z (BMovez$B!"¢ (BStretchz$B! "$3SN#3SD$, Ip4o$KSJSKkF | $O$=$61s$/SISSSH;WSSS$*S9S 
7!" (B 
>¿$BS3SN¿ (B32SBSDS@S1!"Ip4o$K$7SFS_SFS/S0S5$S!#!JIO!O K; (B 


¿SBSOSS!# (B 
¿SB$H$jS$S"S(S$S:%b%G%j%s%0$r3Z$7SaSF$Sk$s$GS9S1$I!"S$SbSHSbSH6ES$Sj@-SG?@7P<ASJ;(B 
ESBSbSSS@S$+Si!";~4VS,S+S+SCSFI"S+S+SCSFININI"!L#S*S+S256:G6atwsm%s0%i%s AH; (B 
¿SBSsSGSJSSSGS9¿ (B(¿SB>P¿ (B) ¢SB! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 22415 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000037html1. html 


--MESSAGE FILE 22416 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000038html1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SinTa" <sinta@fsinet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: LightWave5.0->5.5 

Date: 5 Aug 1997 15:03:28 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0Olbcalb0$2a233e00Sfccdefca@sinta.fsinet.or.jp> 
NNTP-Posting-Host: 202.239.205.252 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2 SB; OSaS*S7SF!"#S#i#tn#T#aSHSS$SS*S9! #3 (J 

2 SBSASCSHS3!"3\!<SIS9SHF~$4S*ST7TSFHL#EWSr#5 | $#0SKS7ShS&S+SH; WSCSFSKSNSGS9S, !Dz (J 
2 SBSMSCSHSdSm$ &$<SNSP | <38Sq%sS"SCZWHGSN#L#EWHS | SHOSCSFOLHLSN#L#WHS ! S#HOSHEHILE (J 
¿SBS5S1SkSsSGS7SgS$S&S+SM!)¿ (J 

2 SBELEWHS ! S#SSXSNSP |! <S83qSsS"SCSWSO2DG=S$ISs$GS9ShSM!) ¢ (J 


¿SBE_SN%SN!<%J%S9SG#L#W#5!%S#5SK%SP!<%8%g%s%"%C%WS9SkSDSb$jSJSNSGHs>oSK5SSK; (Մ 
ESBSISCSESSS$*SOl#e (J 
ESBS 9SGSK; }SCSFSS$kI}!"$*$?S0; } SCSFSISSSISICNSCSFSkJ} !"SIS&$+65S (SFS/S@S5SS$! #2 (J 


¿$B$h$m$7$/¿ (J m( )m 
// // 
SinTa ՞՞) [ E-mail : sinta@fsinet.or.jp ] 
// // 
—-MESSAGE FILE 22416 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000038htm1.htm1 


--MESSAGE FILE 22417 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000039html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkYiQOJFYkKNSQ/JEckORsSoQg==?= 

Date: Wed, 06 Aug 1997 03:46:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <19970806034600beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1.scei.co.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


2SBS+%DSGS9! #2 (B 
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Subject: Re: Linux 

Date: Fri, 29 May 1998 09:18:04 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <356EB58C. 944AB518@cobite.com> 

References: <6kkkr8S$lev1l5@chuka.playstation.co.uk> <slrn6mrvkg.4t2.tjs@indyl6.cs.mon 
ash.edu.au> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 i586) 


Toby Sargeant wrote: 


> 

> anyway, yes, i've put together a pretty complete linux development environment. 
> i've made a tar file of it all, which i'll send to interested parties (i'm 

> assuming i'm doing nothing illegal here; if i am, please tell me). 

> 

> toby. 

Have you made, or come across, ports of the other tools like TimTool, 


TimUtil, RSDTool, etc? I am interested if anyone has such a thing yet. 
The lack of those tools is the only thing stopping me from using Linux 
fulltime for my Yaroze work... 


Also, on a different thread, I have a mate who still lives in Australia 
and wants to get a Yaroze, how much did you end up paying for it in 
Aussie dollars, and has the price changed any? I told my friend the 
prices were still the same (around the $1200 mark last I heard) but he 
claimed it had somehow 'dropped'... 


Thanks 

Craig (the "ex" aussie in Yankland) 

—-MESSAGE FILE 2369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01072 


—-MESSAGE FILE 2370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001073 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Tools 

Date: Sat, 30 May 1998 23:15:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6kql2tS6o02@chuka.playstation.co.uk> 
NNTP-Posting-Host: client84fe.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just to let people know, 


Caligari Truespace version 1.04 is being given away on PC Plus this month 
July 1998). 


There is also a special offer to upgrade to version 3 
Hope this helps 


Bob 
Robert Shand - bob@shand.globalnet.co.uk 


—-MESSAGE FILE 2370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01073 


-—-MESSAGE FILE 2371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001074 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
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Taro Kamonz$BS$5$s$0O=q$-$*S7$?! #2 (B 


> 

> ¿SB%7%g1<%H%+%C%HSO>/S7S:SD3PS (SkSh$&SKS7SFSkSsSGS9S,!"; (BMovez SBSNz (B"t"¿SBSHS+!" 
; (8 

S : SB%—! <$H333"SsSIL>SK4XO"S, SISSSNS, BISSSNSG3PS (SKS/SS "I" 1018 (B 


"THE 3DCG"¢SBSHSSS&K\SNz (BLWz $B3+H/<TSXSN%$%S%?3S%e! <SrFISSSGCNSCS$?SNSG$9$,!"¢ (B 
Move. SBSN¢ (Bt¿SBSO¿ (B"Translate":SBS@SHSSS&;vSGS9!#S=S1SG; (BFitA1ll¿SBSHS+SNc (Bag $B$O 
é (B"Autoscale" 

ESBSISISISISHSSS$S&; VSGS9! #$GSbHS3S*%SSS1S,B?S9S.SkS+Si!"S3S8SDS1ISbB?SS$_S$?$$!#2 (B 


2SB%3ST!<!u%Z!<%9%HS0%3%" 


SSSISKSISSSNSG! IS"S5S*S7$?2SCS$1!) 182 (B 
¿SB3PS ($kI, MW$"$J$^$9$M!#¿ (B 


£$B;WSS5/S$35;SP!"@QNSO%1%3S% Sn oes S1SF3 (B 
éESBA* :n$9Sk;vSrCN$iS$J$+S$CS$?SNSG; (B 
¿SB 134355] r] 33 yt] EJ J tJ t] ed eee (B 

¿SB%$Q!<%DSN%S]%jJ%4%sS$r$SS/SiS+A*Br!]!d¿ (B 
Select E EE SBSGS5SCS-SN%SQ!<ZSDSr40A4SKA*Br!]!dz (B 
Hide E A : SBSGA*Br$7$FSJS$%0! <%D14$7! #2 (B 
ՀՏՑ| | TILE Ne 
ԱՆ :nS7SFS*S7S2!#:#SGSb; HS&2ACMSOS"SkS+SJ!) ¢ (B 


ESBS3S&SSS&4pK\E*SJA”> :nK! SHS+Sb:G=iSOCNSiSJSSSNS, SD%iSSSGS9SM! #2; (B 
¿SBB?J, LSCNSN#L#WSNA* :nK!$,S3SN@SSKSOS"SUS1SFSkSsS@SmS&SIS!!#z (B 
é SBS=S&SSSE&SNSr8+SDS1SkKSHSSS&SNSDLLGr$=S&SGS9SM! #2 (B 


> Strechz;$SBSOShS/;HSCSFS*S9!#IXMxSGS9SHSM! #¢ (B 
> 2: SBSI$s$d%3%*%S%1SGSb$= S&SGSISIST!I"#1EYSISiSCSOSGE, EVSKFOS+S7SFS*SSSF!"3 (B 


>Undoz SBS7SF; (BNumeric; $SBSGS—-SASSSHS$7$??tCMSrF~$1$% ՀՆ 5 A DD 
>¿$B!"!#z (B 
> 


¢$B?@7P<ASHSSS (SP! "@NS0%]%5%4%sSNOD$_$, 7yS$G?tCMF~NOSJS$s$+S7SFD>$7SFS*$7$?! #2 (B 
ESB: #$GSOSbS&S=Ss$I:,@-LOSSSGS9! #2 (B 


ESB2CLg$5$s$, !"S-SASSSH$7$? 2tCMSrF~S1SkSNSOSIS&S$$$&; ~SGS9$+!) 2 (B 


> 
> 2SBS=SE&SGS9SHSM!IA!#S; $C$+$/3P$($2%7%g!<%H%+%C%H$rK:$1$A$c$$$^$9; (8(258»Քչ (B) $B! #2 
(B 


> 


FlKey2$B$G6%7%g!<%HS+%CSHI=Sr8+S1SkSCSF; vSrKMSO: #G/SKSISCSFS7S4S*S7S?! #2 (B(%%; 
-—-MESSAGE FILE 22417 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000039htm1. html 


--MESSAGE FILE 22418 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000040htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Makoto Inoue" <inoue@jki.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: LightWave5.0->5.5 

Date: 6 Aug 1997 00:48:51 GMT 

Organization: ¿SBF|KN%J$1%C%8%$%s%@%9%H%j;(J(¿SŠB3t¿ (J) 
Lines: 54 

Message-ID: <01bca202$02181be0$Sa8000080@g—-040> 

References: <Olbcalb0$2a233e00Sfccdefca@sinta.fsinet.or.jp> 
NNTP-Posting-Host: 202.221.39.11 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB=iSaS%S7SF!"0f>eSHSbS$S&S7S2S9!1#S7SPSiS/#R#OF#MS5S;SFSSS?S@SSSFS*SjS%S7S?!#¿ (J 


Lightwave¿$BS$SO!":#!"!VFM7b!*#3#DS0SiSUS#%C%/%9!WSHSSS&KN$Sr9XF-4S7!" (J 
¿SBJY6/S79FSSSk??SC:GCfSGS9!#S*“S@S*S@!"=1i?4<TS$SGS9S$,S,SSsSPSjS*S9!#¿ (J 
¿SB%SW%m%$0%i%_Ss%0$O!"#P#SSH$SS&ShS$SjSO!"SQ%=%S3%sMQSN#3#D;EMMSN; (J 
DirectX; SBSHSSS&SdSDSK!"NOSrF~S1SFSSS*°S9! #3 (J 


ESBSG!"3 (J 


> eSBSdSCSH$3!"%\!<%IS9SbF~SjIS*S7TSF#LEWSr#5 ! SEOSKS7SHS&S+SH; WSCSFSKSNSGS$9S, !D¿ (J 
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> ¿SB%M%C%HS$SdSmS&S<SNSP!<%8%g%s%"%C%WHGSN#L#W#5!%#0SCSŠFO1HLSN#L#W#5!%#OSH6hJL¿ (J 
> ¿SBS5S1SkS$SsSGS7SgS&S+SM!) ¿(J 

> ¿SB#L#W#5!%S#5SXSNSP!<%8%g%s%"%C%WSO2DG=$JSSSGS9ShSM!) ¢ (J 

ESB; ASO! "#4! S#O"*#5! S#OSXSP!<S8SGSSS"SCEWS5S; SFSSS?S@S—-S*S7S?!#CMCISO; (J 


¿$B!V!o#7¿ (J8, 900¢SB!W! J@GIL! KS@SCS?SH;WSSS*S9!#=) MUSN!VS*!<%/!WSGOXF~S7S*S7S?! #3 (J 


ESBSASTS_SK!"S&SASKSO#5 ! SEOSXSNS"SCEWSOS1!<SISNS*CNSiS; SOFOSSSFS*S5S*SO!#e (J 

ESB5SSKSISkS*CMCJSO! "DL>OSNz (JLightwavez $BSHF1S8$G!"!V!oz (765, 900¢SB!W! J@GIL!KSGS9!4# 
: (J 
S $B<+J, SNCNSkK8BS$4$GS0!"$3$3SGS0: 9ILSOS5S1SFS$SISSShSES6S9! #2 (J 


¿SB$?S$S@$7!"%"%C%$W%0%1!<%ISN4|4VS, 1" (J 
¿SB!XBh#12s%"%C%$W%0%1!<%I<uIU4|4V$O!"#1#9#9#7G/#1#17n#2#8F|!J6b!K$*ASG!&!&!&!&¿ (J 


¿SB!&!&¿ (J 
2$B$3$10J39_$KSD$-$*$7SFS0O! "Bh#12s?=9~4 | 4V=*N; 8e!"JLESDLCN! &!@!&!&!&!Y3 (J 


ESBSHSSS$&Sh$S&SK5—-=RSSS1SFSSS*S9!#2LS?7S7SF!"E_SNS\!<SIZS9SK4VSKIGSESGSTSGSES+!) 2 (J 


ESBIVITITITIDIETEDIT PTET ur oto t 3 1:11: 11411 11111172 


éESB!!!!¢(Je_mail:inoue@jki.co.jp NIFTYSERVE: KY1I03174 


ESBIVI ՆԵ ee eg ee pi Y h eee ee eee t'a edd 


SinTa <sinta@fsinet.or.jp> wrote in article 
<O01lbcalb0$2a233e00Sfccdefca@sinta.fsinet.or.jp>... 
> ¢£$B;OSaS*S7TSF!"#S#itn#T#aSHSSSSS*S9! #3 (J 


> ¢eSBSASCSHS3!"S\!<SIS9SDF~SjS*STSFHLEWSr#5 ! S#OSKS7TSHS&S+SH; WSCSFSKSNSGS9S, !D¿ (J 
> ¢~SBSMSCSHSdSmS&S<SN%SP!<ZS8SgSsS"SCSWHGSN#L#EWHS ! SEOSCSFOLHLSN#L#WHS ! S#OSHO6HILE (J 
> ¿SBS5$1SkS$SsSGS7$SgS&S+SM!)¿ (J 

> ¿SB#L#W#5!S#5SXSNSP!<%8%g%s%"%C%WSO2DG=$JSSSGS9ShSM!)¿ (J 

> 

> ¿SBE_SN%$N!<%SJ%S9SG#L#W#5!S#5SK%$P!<%8%g%$s%"%C%W$9SkSDSbSjS$SJSNSGHs>oSK5Š$SK;¿ (J 

> eSBSISCSESSS*S9! #2 (J 

> 

ESBS 9SGSK; }SCSFSSS$kdI}!"S*$?S0; }SCSFSISSSISICNSCSFSkJ}!"SIS&$+65S (SFS/S@S5$S!#¿ (J 
> 

> ¿$B$h$m$7$/¿ (J m( )m 

> -- 

> // // 

> SinTa ՞՞) լ E-mail : sinta@fsinet.or.jp | 

> -// // 

> 


-—-MESSAGE FILE 22418 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000040htm1. html 


--MESSAGE FILE 22419 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000041html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJEKKYiQOUFYkKNSQ/JEckORsoSg==?= 

Date: Thu, 07 Aug 1997 00:19:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <33E8961E.5D9F@ppp.bekkoame.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.210.132.172 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


katu¿SBS5Ssš3SsSKSŠASOç (J 
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katu wrote: 

> 

> E SB$3$&$$$&4pK\E*$JA` :nK! $HS+Sb:G=iSOCNSiSTISSSNS, SDSiSSSGS9SM! Ք: (J 
> ¿SBB?J, LSCNSN#L#WSNA’ wve (JU@¿SBS, S3SN@SSKSOS"SUSI1SFSkSsS@SmS&SJIS! 14: (Մ 
> eSBS=Sé&SSS&SNSr8+$DS1SkSHSSSE&ESNSDLLGrS=Sé&SGSISM! #2 (J 


£5B:G6a$0%]%5%4%s?tSN>/SISS%-Sc%iSr:n$kSH$—-SO; (J[object] [custum] ;SBSN;z (J 
primitives; SBSN; (Jplatonic solidz$BSJS$s$+S$,=EJuS7SFS“*S9! #2 (J 
¿SBS3S1$Sr%Y!<%9SKS$S7SFJO7AS7SFSSS/SH%G%6%$S%sS$7SdS9SSSGS9!#;¿ (J 


> 
>  ¢$B?@7P<ASHSS$S$ (SP!"@N$O%] 3j%4%SSNOD$_$, 7y$G?tCMF~NOSJS$s$+S7SFD>S7SFS*$7$?! #2 (J 
> ¿SB:#SGSOSbS&S=S$SsSJ:,@-L5SS$SSGS9!#¿ (Մ 


¿ŠB;dSsSO¿; (Jquantizez $BSH$+$GS$$8SCSFSO@07ASN7+S jIVS7TSGS9!#S"SHz (J[object] [custum] 585 
N¿ (J 
julinne: $B$J$s$+$b; H$$$h$$$G$9SM! #2 (J 


éSBSHSKS$+S/>/S$IS$%]%Sj%45SSG:nSkSNSCSFFQS7SSSGS9SM: (J 
ESBSHS3Sm$GS_SIS5SsSISNS/SiSSSN%]%j%S4%3S?tSrL\OBSK%SGS6SSSSSTSEFSSS*S9S+3 (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) éSBBg:e¢ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

éESB""! 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22419 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000041htm1-.html 


--MESSAGE FILE 22420 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000042htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SinTa" <sinta@fsinet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: LightWave5.0->5.5 

Date: 7 Aug 1997 14:50:54 GMT 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <0Olbca340$b9de0160S$fccdefca@sinta.fsinet.or.jp> 

References: <Olbcalb0$2a233e00Sfccdefca@sinta.fsinet.or.jp> <01lbca202$02181be0$a8000 
08069-040» 

NNTP-Posting-Host: 202.239.205.252 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


Makoto Inoue <inoue@jki.co.jp> wrote in article 
<O1bca202$02181be0Sa8000080@g-040>... 


¿SB#S#i#n#T#aSGS9!#S5SCS$S=S/SN2sEzS"Sj$, $H$&$4$6$$$^$9!# (J 


ESB!VEM7b! *#3#DS0Si1SUS#%SC%/%9! WSO; dA$Þ9XF~$7$^$7$?!# (J 
ESBSGSb!"LLGrS$$$S1$I!"LrNn) $?$; $kSKSOSASGSC%He (Մ՞՞չ 


> zSBSASTS_SK!"S&SASKSO#5! SESSXSNS"SCSWS0S1! <SISNS*CNSiS; SHFOSSSFS*S4S*S9! #2 (J 

> ¢SB5SSKSISkS*CMCJSO! "DL>oSNz (JLightwavez SBSHF1S8SG!"!V!oz (765, 900z¢SB!W! J@GIL!KSGS$9 
!#¿ (J 
> ¿SB<+J, SNCNSk8B535G5O!"S3S3SGSO:9JLSOS5515F555J555hS&SGS9!#;¿ (J 

> ¿S$SB$?$@$71!"%"%C%W%0%1!<%I$N4|4V$, !"¿ (J 

> 

> 
¿SB!XBh#12s%"%C%W%0%1!<%I<uIU4|4V$O!"#1#9#9#7G/#1#17n#2#8F|!J6b!KS$SASG!&!&!&!&¿ (J 
> ¿SB!&!&¿ (J 

> S $B$3$10J9_$K$D$-$^$7$F$0!"Bh#12s?=9~4 | 4V=*N; 8e! "JLESDLCN! &!@!e!&!8!¥e (J 

> 
> 


ESBSHSSS$&Sh$S&SK5—-=RS5SS1SFSSS*S9!#2LS?7S7SF!"E_SNS\!<SIS9SKAVSKIGSESGSTSGSES+!) 2 (J 
> 


¿$B:9JL$5$1$F$J$$$IJ$i0B?4$G$9!#$7$+$7!"#1#17n#2#8F | $*SGSHSO! "@dBPAVSKIGSS$=S&z (J 
¿SBSKSJSS!D¿ (J 
¿SBS7S+S7!"#51%S#51<!d#6!%s#0!J=PSkSJSic(J%%) 


Net Yaroze newsgroups message dump.txt Page 15004 
ESBSNSHS—SK#5! S#5SXS"SCSWS0S1!<SISHSSSESNSOS5S1S$?SS!Dz (J 
ESBS*!"SHSKS+$/S$"S$5$, SHS&S486$SS8*S7$? l#e (J 


ESBSISs$; 01$+$iGc$$D>$7$2I}$, SSSSSNS+SJ!)¿ (J 
éSBSHS$b; WSCSFS“*S7$?S+Si! #2 (J 


// // 
SinTa ՞՞) լ E-mail : sinta@fsinet.or.jp | 
// // 
—-MESSAGE FILE 22420 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000042htm1. html 


--MESSAGE FILE 22421 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 

00003d/freetalk/00000043htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Kenshin Fujiwara" <kfujiwara@pacificsys.com> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-4jp?B?M0QgU3R1ZG1VvIElheCBSMiAmIFRydWVTCGF jZQ==?= 
=?iso-2022-jp?B? IDMuGyRCI zEbKEIgYXQgU01HR1IJBUEggJzk3?= 

Date: Sun, 10 Aug 1997 18:32:18 -0700 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <5slq6sSk6p@newsl.scei.co.jp> 

NNTP-Posting-Host: 207.171.18.136 

Mime-Version: 1.0 

Content-Type: text/plain; 
charset="iso-2022-jp" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express 4.71.1008.4 

X-MimeOLE: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


ESBS*SRS5S7$V$S5SGS9! #2 (BSCEA ¿$B$N¿ (B Kenshin ¿$BS$GS9!#;¿ (B 


2SB@HF | $m35%s%<%k%9SG3+:ES5$1$?2 (B SIGGRAPH '97 zSBSK9ITSCSFMh$*$7$?SNSG! "S=S3SGSNz (B 
ESBSSSKSISkSK%SeE!<S9SrIs9IpPSTSFS*S—-S*S9! #3 (B 
¿$B$^$:¿ (B KINETIX ¢$BSN%[!<%*>%Z!<%38SG9pPCNS5S1SFSS$kDLS$4j!"z (830 STUDIO MAX ¿SBSN;¿ (B 


Release ; 

ESBS, E8< (SSS1SFSSS*S7$?! #¢ ( 
¢SBF1<R@=;¢ (B Plug-in :SBS$Nz(B CHARACTER STUDIO :SB$H;z(B 3DS MAX zSBSN%G%b%s39%HS1!<3% 
7T%g%s$r8+$?; (B 

¿$B8B$J$G$O!"AjJEv; H$$$d$9$/SISCSFSSS$?ShS&$I5$$,$7$°S7$2?! #2 (B 

ՀՏՔՏ՞ՏՉՏՏՏՏՏ21ՀՇՍՏ' !<$9SNS1%39%3] SSS9SHS+SIS jAaS/SISCSFSSS*S7S?! #2 (B 

ԱՐՄ (B Caligari ¢SB<RSN%V!<%9SGSO; (B TrueSpace 3 ¢SBSNSGSb%SSS9SHS1!<S7Sg%SSr9TSC 
ՏԻ": 

o? ^$7$?2$,!"$= s ԱՅՐ" $;SsS, <14|%P !<% 8%g%sSN¿ (B TrueSpace 3.1 ¿SBSN; (B 
ESBS"SISESSSIS,S"SIS*STS? #2 (B 

TS 3.1 ESBS GSOBUIC ENE | (B Direct3D ¿SBSN¿ (B X 2$B3U%3!%S%k3U%) !<3°SC3HS, 35%] !<SHS5$1Sk$ 
=S&SG;¿ (B 
ESBS9! #2 (B 
2$B$*$?2(B TS 3.0 ¿$B$N%f!<%6!<$KBP$7$F?t=54VOJFb$K%Q%C%ŽA$NŠ@%&%S%M!<%I$rDs6!$9$k$H; 
(B 

ESB8ESCSFSSS*S7$?! #2 (B 

2 $BS0!<S1%&%S'S"4XO"SGS0; (B E&S ¿$B<R$N: (B REALimage ;$BS$+4X?4$r=8SaSFSS$$*°S7$?! #2 (B 
éSBF1<RSNSF%/SN%m%8 !<SrMQ$$$?¢(B 3D Accelerator ¿SBSN<B1iSO!"¿ (BPenium II + WindowsN 
T 
¿SBSN$7%9%F%`5,2 (B SGI ¿$B$N¿ (B 02 ¢$BSHz(B Octane ;$BS$h$jB.$$$H$$$&6C0 [E*SISbSNS$G$7 
$?!#¿ (B 
5 SK%jJ%S"%Sk%?%S%`SN¿ (B 3D ¢$BI=< (S$rHf3S$7$*S$7$2S,!"L@SiSt+SKz (B REALimage ¿SBSNJ) 
$, ¿ (B ee 
éESBShSjB.$+SCS?SGS9! #2 (B 
2 SBS*$?K?<RSNz (B GLINT ¿$B%F%/%N%m%8!<$h$j$b?tG\Aa$+$C$?$G$9!#; (B 

3D Accelerator ¿S$BSO8=:_SN=j¿ (B Diamond FireGL4000 ¿$B$H¿ (B AccelGraphics AccelECLIP 
SE 
¿SBS,¿ (B REALimage ¢$B%F%/%N%m%8!<Sr:NMOS7SFSSS“*S9!#¢ (B 

REALimage 25850: (B KINETIX ¿S$BS$SdB>SN%$V!<%9$N¿ (B PC ¢S$BSG$b; HSoS1$FS$*$4!"S*S=Si$/8=:_ 
; THN¿ (B 

¿SBS5S15SFSSSkK:; ( B PC ¿$BMQ¿ (B 3D Accelerator ;SBSNC£fSGO1LHVB.SSItN* SKF~SkSH;WSoS1S%*S9! 
#2 (B 

¿SB2A3JS$SOS3SASi¿ (B(¿SBJF9q¿ (8) ¿SBSG;¿ (B $2,500 ¿$B$+$i!#¿ (B 
¿$B4X?4$N$"$kJ}$O¿ (B http://www.es.com ¿$B$r$4Mw$/$0$5$$!#; (B 

¿$B$A$J$_$K¿ (B NewTek ¢SBSN%V!<%9SGSO; (8 LightWave3D ¢$BSK4XS7SFFCSKS"SI%&SSS9SOS"S 4 
Տ՞ՏչՏտչ (8 


= 
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ESBSGS7$?! #2 (B 


SCEA Net Yaroze 
Kenshin 


-—-MESSAGE FILE 22421 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000043htm1.htm1 


--MESSAGE FILE 22422 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000044htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCODgkLSRGJF4kORsSoSg==?= 

Date: Tue, 12 Aug 1997 00:35:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33EF3150.4A26@nv.aif.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.111 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


Lunaris Umbra wrote: 


VVVVVVVVV 


Motoji shima wrote in article <33DA1B04.16FD@ppp.bekkoame.or.jp>... 


>¿$B!V¿ (JDESIGNPLEX2 $B! WSN#8 7n9fSK%5%5%0%iS+%:%dj;aS,2 (J 
>2 SB! V#L#W#H3#DSN?MBNSHSGSKSN:n@.J}K! !WSr=qSSSFS*S7$?! #2 (J 
>¿SBS3S1SOS1SCS3S&SDS+S ($^$7$?!#FI$_$^$7$?!)¿ (J 


ESBK\20$r2vSk;v?t7o! "SdSCSHz (JGet¿ $B$G$-$^$7$?!J!0!0!(!(¿ (J 
éSB<j$, ՇԱՏՏՏ2511":ոՏՇՏԲՏ Տիտեչ (J (¿SB>P¿ (J 


ESB! !=iSaS*S7SF2.86SGS9! #2 (Մ 


ԵՏՔ ! SbSCSH#L#WH3#D; HS (SkSh$S&SKSJSjJS?S/SF!"C5S7S$SFS_S?SsSGS9S, !"¿ (J 
¿SB8+SDS+$jS S;Ss¿ (J(¿SBSc¿ (J) 
¢ SBSb$&<jSKF~$1$k$3SHSO=PMhSJIS$$GS$7SgS&$t+!) (J 


ESB! !S=S1SHSHCSSTS?PSISTSSSNS+SIS ll! IS PS@SSs*#5Tog (J 


¿SI 


B!!:#F | !1"S*CcSN?eSKK\C5S7SKOTSCSFS-S*S9! #3 (J 


¿SB!!1!!11111111111112.86!!!!¿ (JOgihara<f7783053@nv.aif.or.jp> 
—-MESSAGE FILE 22422 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000044htm1. html 


--MESSAGE FILE 22423 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000045html.htm1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOQDgkLSRGJF4kORsSoSg==?= 

Date: Wed, 13 Aug 1997 00:33:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33F08241.450B@ppp.bekkoame.or. յք» 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@newsl.scei.co.jp> <33EF3150.4A26@nv.aif.or.jp> 

NNTP-Posting-Host: 202.231.202.100 


Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 15006 
X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


éESBS3SsSKSASO; (JOgihara¿$B$5$s¿ (J 
2SBSU3) !<%i%`%j1<%@!<SNEhSG$9;¿ (J 


Ogihara wrote: 
> 


ESB! !=iSaS*S7SF2.86SGS9! #2 (Մ 


¢SB! ! SbSCSH#L#WH3#D; HS ($k$h$&$K$J$J$?$/$F!"C5$7$F$_$?$s$G$9$, !"¿ (J 
¿SB8+SDS+$jJS*S;Ss¿(J(¿SB5c¿ (J) 
éSBSbS&<jJSKF~S1SkS$3; (IF; SBSO=PMhSJSSSGS7SgS&S+!)¿ (J 


VVVVVVV 


¿SB!!S=S$S1SHSbC5$7$?$jJSJSSSNS+SJS!!#11S2S@SSS*#57o¿ (J 


¿SB%$O!<%SI%3%T!<$,%9%F%C%W$Š4SHS$SK:NSCS$SF$SSkS$SN$GO1DL$jS$d$1$P¿ (J 
¿SB#L#WE#3#DSN4pKNSFS /SK%$C%$/$r%$2%%$9%?!<$G$-S$*S$S9!#; (J 
éESB=qSSSFS"SkDLSjSdS1SPIT;W5DSKSSSS=w@-%b%G%k$,=PMhS*S7S?! #2 (J 


¿ $B; 29M$^$G$G$9$, ¿ (J 
¿SB%5%5%O%i%S+%:;%d;a$N%[!<%`%Z!<%8S$N%.%Sc%i%jŠ$K; (J 
é$B40@.Id$r%¥!<%9SK$7$?:nIJ$, :\SCSFS$$*S9!#! IGXCESNSASDSG$9!Ke (J 


http://www.dep.sme.co.jp/sasa/ 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿SBBg:eç¿ə (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! (Մ URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22423 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000045html-. html 


--MESSAGE FILE 22424 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000046htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOQDgkLSRGJF4kORsSoSg==?= 

Date: Wed, 13 Aug 1997 03:22:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <33F0A9FE.301B@nv.aif.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@newsl1.scei.co.jp> <33EF3150.4A26@nv.aif.or.jp> <33F08241.450B@ppp.bekkoame.or. 4 
p> 

NNTP-Posting-Host: 202.208.34.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


éESBS3SSSKSASo!"¢ (JOgiharazSBSGS$9! #3 (J 


¿ $B! !'NC$NK\$O#870L\$G$A$C$H$_$D$1$?7$^$7$?!@!J!0!0!K!?¿ (J 
¿SB!!01HVBgS-SJKN205S, 5YS$_S@SCS?SNSG!"BLL\$+$J$!$H;WSCS?SsSGS9S,¢ (J 
¿$B>.$5$$=qE9$NJR6yY$GH/8+$7$^$7$?!#¿ (J 


Motoji shima wrote: 


> ¿SBSO!<%IS3%T!<$,%9%F%SC%$WS4SHSK:NSCSFSSSkSNSGO1DL$Sj$dS$1SP¿ (J 
> ESBHLEWH3#DSN4pPK\ SF%/SKSCS/SrS*S9%?!<SGS-S*S9l#e (J 
> ¢~SB=qSSSFS"SkDLSjSdS1SPIT; W5DSKSSSS=w@-SbSG%k$,=PMhS*S7S?!#¢ (J 


¿SB!!S[!<%`%Z!<%8!"S_SFS-SAS7S?S! !#¿ (J 
¿SB!!$dSC$OS$Sj!">e<j$$$GS$9!#2F5YS_SN4VSK2?$S+:n$i$SJSSSH!&!&!&¿ (J 
¿SB%$P%$C%/%SJ%Ss%$P!<<j$KF-SkS+SŠSJ!A¿ (J 
¿SB!!SHS3SmSG!"S3S3SGSb2?EYS+!"OCBjJ$KS"$, SCS?$_S?SSSGS9S, ¿ (J 


¿SB#L#WSO¿ (04.0¿SBS+SiSNSP!<%$8%g%s%"%C%WS$SO!"KN3JE*$SK%$b%$G%j%s%0$9$k$J$Ši¿ (J 
¿SBGcS$S$SS$SGS9S$S+!)!JS3SNQbLQ@S$SbBP>]$O¿ (UVer5.0¿$BSGS9$7!&!&!&!K¿ (J 


Net Yaroze newsgroups message dump.txt Page 15007 


ESB! !%[!<%3> $Z!<S8SN@DL@I9ISSSFSb!"SSS*SSSAIT,$+55$°S;$s3 (JG) 


¿$B!!3P8g$r7h$a$FEj;q$9$k$+!"$7$I$$$+LB$C$F$^$9!# (J 


¿SB!!¿ (UVer4.0¿SBSHHfSYSFBgI)SKJQSoSCS?S3SHSr65S (SF2<S5SS! #2 (J 


¿SB!!1!!11111111111112.86!!!! ¿ (JOgihara<f7783053@nv.aif.or.jp> 
--MESSAGE FILE 22424 END: net- yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000046html.html 


--MESSAGE FILE 22425 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000047html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOQDgkLSRGJF4kORsSoSg==?= 

Date: Wed, 13 Aug 1997 03:57:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <33F0B213.5414@ppp.bekkoame.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@newsl.scei.co.jp> <33EF3150.4A26@nv.aif.or.jp> <33F08241.450B@ppp.bekkoame.or. 4 
p> <33FO0A9FE.301B@énv.aif.or.jp> 

NNTP-Posting-Host: 202.231.199.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SB%U%*!<%i%`%j!<%Q@!<Eh$G$9; (J 


Ogihara wrote: 

¿SB1!SH$3Sm$G!"$3S3$GSb2?EY$+!"OCBJS$KS"S, $C$?7$_$7$$$G$9$, ¿(J 
ESBHELEWSOg (J4. 0¿$B$+$i$NSP!<%8%g5s% "SC W$O!"K\3JE*$K%b%G%j%s%0$9$k$J$i¿ (J 
éESBGcSSSGS9S+!) !TS3SN@DLESbDBP>] Se (JUVer5.0¿SBSGS9S7!&!&!&!K¿ (J 


v 


> 
> 
> 
> ESB! !S[!<%°SZ!<S8SN@bL@I9ISSSFSb!"SSS*SSSAT,$+S$5S%°S;$s3 (U(;_;) 
> 

¿SB%21<%` SNSHDSG6S5SSS0Sr$9SkSAS1STSiSSSiSISS$GS9$,¢ (Մ 
¿SBKN3JE*SK%$b%G%j%s%0SGSSS/SJSiGcSSSQ@SH;WSSS*S9!#¿ (J 


ESBNIS/SISCS?EG@E (J 


ՀՏ8 &#O#p#te#n#G#LBP 1 ~SKSISCSF :n2h%9%ST!<%IS,AaS/SISCS?! #3 (J 
(¿SB%1%s%@%j%s%0S$SOS"S+*S$SjS+SoSj$ $;$s$,¿ (J 

¿$B!&¿ (UMetaNURBS¿$B$,;H$(Sk!#!JS3$1SOS9$4S/$SS$SSGS9!K; (J 

¿Š$ŠB!&¿ (JModeler; SBSN3W%1%$S%e!<$,%7%'!<%3G%#$sS0I=< (2DG= An 
¿SB!&¿ (JModeler¿$B$G% ՎԱՂ T49BJSAS, ~PuhskEhsESKEIECH? 142 (U 

¿SB!&; H$ (Sk%$W%i%0%$%s$,DI2C$5$1$7?1! #3 (J 


ESBS [$t+$KSbS*S@S* !<%S!<4X78$N% ( oo a j $9$, ¿(J 

é SB$H$K$+$/%b%G%j%s%0$, $7$d$9$/$I$C$?$N0180$G$7$g$&$+¿ (J 
4.0¿S$SBSGSO%1%S%"%&%SHSHSSSCS?$jS-S?$3jS7SJS/SASc$SSS1SJS+SCS?SNSGS9S, ¿ (J 
¿SBS"SkDxEY¿ (JModeler¿SBS0515G5GS- enn RM Ne Cee 7 ԱԱՀ Ա 
¿SB#L#W#3#D#5!%S#0SOS*4+SaSGS9!#¿ (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¢S$BBg:e2 (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! ¿(J URL http://www.bekkoame.or. jp/~mtamaki/ 

—-MESSAGE FILE 22425 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000047html1l-. html 


--MESSAGE FILE 22426 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000048htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Song <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 


Net Yaroze newsgroups message dump.txt Page 15008 


Subject: Re: =?iso-2022-jp?B?GyRCJEKkYiQOJUFYkKNSQ/JEckORsoSg==?= 

Date: Wed, 13 Aug 1997 18:57:45 +0900 

Organization: Digital Media Lab. 

Lines: 12 

Message-ID: <33F18519.E209CO9D@tokyo.dmlcyber.co. յք» 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@news1l.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


&SBS* SWS 7TSVS5SGSIL#ESISGSESGSI!#SSS-SI$33d$j9~Ss$G$9$_S$*$;$s!#e (J 


> — SBS3ST!<!uSZ!<%9SHSO%3S*SSSISKSISSSNSG! IS"SjS*S7S2SCS$1!) !Ke (J 
> gSB3P$ (SkI,MWS"Sj5S*S9SM! #2 (J 


2SB%b%GSi!<SO!"3NS+z (J 'c' ¿$B$G%3%T!<!"¿ (J'v' g$B$G%Z!<S9SHSNSOS : $GS9!#SASIS_SKS"%s 
%I¿ (J 
¿SB%S%SO¿ (J 'u' ¿S$B%3jJ%SISSSO¿ (J 'Shifttu' ¿SBSGS9ShSM!#¿ (J 


2 SBSSS$d!"5WS7SV$ jSKMh$?SNSG! "SASgGSCSH=q$-9~$_Sr!&!&!&¢ (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 22426 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000048html.html 


--MESSAGE FILE 22427 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000049html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkYiQOJUFYkKNSQ/JEckORsoQg==?= 

Date: Wed, 13 Aug 1997 20:08:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19970813200842beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33F18519.E209C09D@tokyo.dmlcyber.co. յք» 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


¿SBS3SsSKSASO!"SjSgS&S5Ss!#%+%DSGS9!#¿ (B 


ey ESBS3ST!<!uSZ!<S9SHSOS3S*°SSSISKSISSSNSG!IS"SIS*STS?2SCS$1!) !Ke (B 
>> ¿SB3PS (SkI,MWS"Sj5S*S9SM! #¢ (1 
>, SBEDEGEL!<S0! "3N$+ (B 'Շ' ¿$B$G%3%T!<!"; (B'v' z¢SBSG%Z!<S9%HSNSOS:SGS9!#SASTS_SK%"% 
Says Seb 'Ա' ¿S$B%3j%$IS%S$O¿(B 'Shift+u' gSBSGS9ShSM! #2 (B 

ԱՆ անկա աան E a papap aaa E 
> 


ա 


ESBS"! "S=SE&SSS&EOULESGBASCS?SSSB8SCSIS+SCS?SSSGS9! #2 (B 
E SBS=SN37%g ! <SHS+SCSHS3S°SSSISOSOS+SKSS$GS9S, !";k3PE*SKz (B 
é SBSCSFSSS&St+!"$°%S8S9%/%5%SC%S/SGS0%3%ST!<!uSZ!<%9SH=PMHSISSSNSG! #¢ (B 
é$B!J=PMh$*$7$?S$C$1!) !Kz (B 


ՀՏ8: HSS; OSaSNS3Sm%S7%q!<SHS+%SC%SH; HSCSFSIS+SCS?S+Si¢ (B 
£$BS3%ST!<!uSZ!<%9SH=PMhSJIS/SF! #2 (B(^^; ¿$B:#9M$ (SkKSHS+SJIS 4B; !# (B 
—-MESSAGE FILE 22427 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000049htm1. html 
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--MESSAGE FILE 22428 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000050html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkYiQOJUFYkKNSQ/JEckORsSoQg==?= 

Date: Wed, 13 Aug 1997 20:18:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <19970813201816beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ESBEHS5$s!"$3SsSKSASo! #2 (B 
ESBSt+SD$GS9! #¢ (B 


> 
>¿$B:G6aSO%]%jJ%4%Ss?tSN>/S$SJS$SSS-%Sc%iSr:n$kSHS-SO¿ (B[object] [custum] ¢$BSN; (B 
>primitives;SBSN; (Bplatonic solid: $BS$J$s$+$,=EJduS7SFS*S9!#¢ (B 
>¢SBS3S1Sr%Y!<S9SKST7TSFIQTASTSFSSS/SHSGSE6SSSSST7SASISSSGSI! #2 (B 

> 


ESBS3S1SrJQ7ASTSFSdSCSFSSS/SNSb!"47S1SkS%SG; ~4V$+$+$j$=$&!&!&!&!#z (B 
¿SBSGSb?'SsSJA`:nK!$SrO1DLSjJSGS$S-SkShS&SKSJSkSH!"=PMh>eS, SkSbSNSNz (B 


> 

>¿$SB;dSO¿  (Bquantize¿SBSHS+SGSSS8SCSFSOQO7ASN7+S3JVS7SGS9!#S"SH ¿ (B[object] [custum] ¿$B 
ՏԱՀ (B 

2julinne SBSJ$s$+Sb; HSS$h$$SGS9SM! #2 (B 

> 


¿SBSXS'!<1"S3SsSJSNS"SCS?2$Ss$SGS9SM!#?'!9;nsSs9SYS-S@SJ!&!&!&!#¿ (B 
ESBS=S&S$$dz (BTaut ¿SBSCSFSSS&%W%i%0%$%sS$,S"SCS?S1SI!";HSCSFSJSSSJS!!# (B 


>¿SBSHSKS$S+S/>/SJSS%]%3j%S4%sS$G:nSkSNSCSFFqS7$SSSGS9SM; (B 
>¿SBSHS3SmSGS_SJS5SsSISNS/SiSSSN%]%jJ%4%s?tS$SrLNOBSK%$G%6%S%sS7SFSSSAS9S+¿ (B 
> 


¿SB#1%-%Sc%i$G¿ (82002585153545ՏՏ/515Տ18 1816 16535156ՏԵ825ՏՏՏՇՏԲՏՏՏՕՏ1Տ-ՏՃ 18: (8(՞՞չ 
¿SB%2!<%`MQOSNS8ScŠ$SJSSSNSO¿ (B2000: $B%]%j%4%s$/$i$$$K$7$F$^$9!#¿ (B 
--MESSAGE FILE 22428 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000050html.html 


--MESSAGE FILE 22429 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000051html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCODgkLSRGJF4kORsSoSg==?= 

Date: Sat, 16 Aug 1997 02:54:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33F497BC.12D@nv.aif.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@newsl.scei.co.jp> <33EF3150.4A26@nv.aif.or.jp> <33F08241.450B@ppp.bekkoame.or. 4 
p> <33F0A9FE.301B@énv.aif.or.jp> <33F0B213.5414@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.208.34.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja]C-KIT (Win95; 1) 


ESBS3SsSPSsSo!"2.86SGS9! #2 (J 
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ESB! !EhS5$s!"#L#éwz (J Ver5.0zSBSN@bLES"S45S, $SH$&$4$6$$$2$7$?!#¿ (J 


ESBS, ¿ (1555 Տյու (J 


¿SB%$P !<%$8%g%s%$"%C%WSNQ@-$G?JSa$F$SSA$9!#; (J 

¿SB!!¿ (J 

¿SB!1!S7S+S7! "0JA0SK%Sf!<%S6!<EPO?SNS$OS, $-Sr=PS7S?SsSGS9S, ! "SP !<%8%g%s%"%C%Wz (J 
¿SBSN;qNAS,MhSJS+SCS?SNSG!":EBSSNSa!<%kS$r=PS$S7SF!&!&!& (J 


¿SB1!1S?$S@SSS*!";qNABTSACfSGS9!#¿ (J 


ESB! !S*S@SASE!<SHSIS"SkSK>/STLSS, @8S (S?7DKXEY$GS$9S, !"SbS&SASGSCSHS*S7SIz (J 


¿SB9=BSJ*S, :nS1SkShS&4hD%sSjS*S9¿ (Մ(՞՞չչ 


¿SB!1!1111111111112.86!!!1!!111; (JOgihara<f7783053@nv.aif.or.jp> 
¿$B!!¿ (J 
¿$B!!¿ (J 


--MESSAGE FILE 22429 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000051html.html 


--MESSAGE FILE 22430 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000052htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOQDgkLSRGJF4kORsSoSg==?= 

Date: Sun, 17 Aug 1997 13:21:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33F67C40.2665@ppp.bekkoame.or. յք» 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rt31b 
$125@newsl.scei.co.jp> <33EF3150.4A26@nv.aif.or.jp> <33F08241.450Beppp.bekkoame.or. 4 
p> <33FO0A9FE.301B@énv.aif.or.jp> <33F0B213.5414@ppp.bekkoame.or.jp> <33F497BC.12D@nv. 
aif.or.jp> 

NNTP-Posting-Host: 202.210.132.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBEhSGS9!#¿ (J 


Ogihara wrote: 


> 
> ¿$B$3$s$P$s$0o!"2.86$G$9!#¿ (J 

> 

> ¿$B!!Eh$5$s!"#L#W¿ (J Ver5.0zSBSN@bLES"S5S, SHSE&S4SESSS*°S7S27! #3 (J 

> 

> ¢$B!!%2!<%° 0J30SG$b?'! 9SHSASCSFS_S?SSSNSG!J%2!<%* SNJ}$G; HS (SJS5$S=S$S&SGS9 
> ¢SBS,¢ (TS%$%S¿SB!K¿ (J 


éSB%0%$%] SjZ4SSSGSHHFHFHTS_$?SSSK#BEGSGR8S+S; $k%1!<%9$, S"SkSNSGz (J 
z SBSASCSFB; SOLSSSSGS$ ISM! #SSSSSNS, SGS-$ PSL S"SCBWSTSES/S@SSS$SMé (J 


ՏՏ: ASO#5! S#5SrS"SCSWS0S1!<SIS7TSHS&S+8!FSCESGS9z 
¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 
ESB"S! {2 (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
ESB"! 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 


-—-MESSAGE FILE 22430 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000052htm1. html 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: quiet 

Date: Tue, 02 Jun 1998 18:28:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <35743625.5ADD@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Very quiet round here the last couple of days. Everyone busy coding I 

guess ! 

—-MESSAGE FILE 2371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01074 


--MESSAGE FILE 2372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001075 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Tue, 2 Jun 1998 18:33:03 +0100 

Organization: Yaloozer 

Lines: 9 

Message-ID: <6llcv2S604@chuka.playstation.co.uk> 
References: <35743625.5ADD@livemedia.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Very quiet round here the last couple of days. Everyone busy coding I 
>guess ! 


i think its because they switched off the old news server without telling 
anyone. I was offline all weekend until i tried the news on 
www.netyaroze-europe.com 


—-MESSAGE FILE 2372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01075 


—-MESSAGE FILE 2373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001076 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tools 

Date: Tue, 2 Jun 1998 18:35:58 +0100 

Organization: Yaloozer 

Lines: 9 
Message-ID: <611d4fS605@chuka.playstation.co.uk> 
References: <6kql12tS$6o02@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Caligari Truespace version 1.04 is being given away on PC Plus this month 
> July 1998). 


it says on the back that it works with win 95 and 3.1. have you tried it on 
NT4? it kinda implies that it wont work. but anyone know for sure? 


gr 


—-MESSAGE FILE 2373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01076 
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--MESSAGE FILE 22431 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000053html1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkYiQOJUFYkKNSQ/JEckORsSoSg==?= 

Date: Sun, 17 Aug 1997 13:25:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33F67D35.7566@ppp.bekkoame.or. յք» 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
.ՕԷ.յք» 

NNTP-Posting-Host: 202.210.132.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


éESBSUS) !<%i%`%j!<%@!<SNERhSGS9;¿ (J 
katu wrote: 


> ¿SBSXS'!<!"S3SsSJSNS"SCS?SsSGS9SM!#?'!9;nS9SYS-S@SJ!&!&!&!#¿ (J 
> ¿$B$=$&$$$d; (JTaut 2 SB$CSF$SSS&%W%1%0%S%sS,S"SCS2$1SI1";HSC$SFSJSSSJS! 1 #2 (J 


Taut;¿Š$BSCS$SF;HSCS$?S3SHS,SJSSSJS!¿ (J 


¿SB%$SW%i%0%$%sSH$+;qNA$,>/S$SJ$S$SSGS9$+$iSM (J 
¿SB;HSCSFS$S_SF=iSaSFM)2rS$S9SkSNSCSFB?SSSGS9ShSM!#¿ (J 


¿SB#L#W#3#DSN;H$C$SFS*FQ@G$SJ%S3%“%s%SI=8%$HS+:n$j$2$S7$SgS&S+!)¿ (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¿SBBg:eç¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

¿SB""1 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 

--MESSAGE FILE 22431 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000053html.html 


--MESSAGE FILE 22432 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000054html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkKYiQOJUFYkKNSQ/JEckORsSoQg==?= 

Date: Sun, 17 Aug 1997 15:21:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <19970817152100beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
-Or.jp> <33F67D35.7566@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


2 SBS+3DSG$9! #2 (1 


ա 


> 
>Taut ¢SBSCSF; H$C$?$3SHS$,SISSSIS!¢ (B 
> 


ESBSISNJ} 8~SKSDE@SrUBSYSiS1SkSWSiSOSSSSSASCS?PSISTIENG El He (1 


ա 


> 2 SBSWSiS0%SS%SSSHS+; QNAS, >/SISSSGS9S+SiSM3 (B 
>2$B; HSCSFS$_SF=iSaSFM}2rS9SkSNSCSFB?SSSGS9ShHSM! #2 (B 
> 


Layout ¢$B$NA* :n$K$b8@S$ ($k; v$G$9$1$I!"¿ (B 


Net Yaroze newsgroups message dump.txt Page 15012 


¿SBS3SN5!1G=;H$CS$?Si!"S3SsSšJSN<B8=SGS-Sk!"¿ (B 
¿SBSCSFSNSr3(S$SG<(S7S?SbSNS,M_S7SSSGS9ShSM!#¿ (B 


¿SB#L#W#3#DSN; H$C$F$*FRQ$J%3%^%s%I=8$H$+:n$j$^$7$g$&$+!)¿ (B 
> 


<MergePoints>&<UnifyPolygons> SBSGOUL#L5$/=ESJSCSFS$7S$*SC$?¢ (B 
¿$B%]%3j%4%s>C$7!<!&!&!&$CSF$NSO4pKN$9$.Sk$+!#¿ (B 


¿SBS*F@SJ%S3%“%Ss%I=8S*SMS,SSS79“S9!#CNSiSJSSSNB?SSSQ@SmS&SJS!!&!&!#¿ (B 


P.S. ¿SBSH$3$SmS$SGC/SŠ+¿ (BLightWavez$BSN;z  (BScene¿$B%S$U%S!%sS$SSk$r¿ (BPC $B>e$G%j%"%k%?%$%` SK 
¿ (B 

¿SB:F@8SGS$S-$SkS$ShS$&$J%$=%SUSHCN$3j$2S;Ss!)¿ (B 
--MESSAGE FILE 22432 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000054html.html 


--MESSAGE FILE 22433 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000055html.htm1 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJEKKYiQOJUFYkKNSQ/JEckORsoSg==?= 

Date: Mon, 18 Aug 1997 11:11:27 +0900 

Organization: Digital Media Lab. 

Lines: 31 

Message-ID: <33F7AF4F.2251EC28@tokyo.dmlcyber.co.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33F18519.E209C09D@tokyo.dmlcyber.co.jp> <19970813200842beru@fa2. 
so-net.or.jp> 

NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSKSASO!"SjSgS&SGS9!#¿ (J 


¿SBS"!"S$S=$&$SS&OUL#$G8@$C$?$s$8$c$J$+$C$?$s$GS9!# (J 
¿SBS=SN%7%g!<%SH%+%C%H%3%%*%ss%ISOSoS+SkSsSGS9S, !";k3PE*SK;¿ (J 
S SBSCSFSSSES+!"%%%5%9%/%5%C%/SGSOS3ST! <! UZ | <%9SH=PMHSISSSNSG! #2 (J 
é$B!J=PMh$*$7$?S$C$1!) !K¿ (J 


¿ $B; HSS; OSaSN$3$m%7%q!<%SHS+%CSH; HSCSFSIS+SCS$?S+Si¢ (J 
¿SB%3%T!<!u%$Z!<%9%SH=PMhS$JS/SF!#¿ (Մ(՞՞չ ESB: #9MS (SkSHS+SIS 4B; !#¿ (J 


VV V V V V V 


ESBSISKS[SI!#<:NiS7S*S7S?! #2 (J 


SU ORT ՆՈՅԵՄ \!<%I$xr; HSoST$1$1$P<BITSG$—-SI$$%3%°Ss%I$, S$$/SD$tS"$ jE (J 
SBS*SOSM! #2 

ԱԱ Աա ԱԱ Տ ԱՅՆ + C & ctrl + v"ZSBS@SH;WSS9~Ss$G$$$?¢ (J 
éSBSNSG!"; OS$aSOESJ} $KIk$1$?5-21$, $"$J$^$9! #2 (J 


¿SBS7S+$S?SJSSS+S1!"%SV!<%j%"%SsSG¿ (Add; SBS7SFS_S?SjJS7SF¿ (U (“ ՞չչ 


2 SBSSSSSF%4S°S&%9SNS [$S !<SkS\S27SSSHS+SK! "S=SN<jSND>@\L?NaSNSaSKSe! <SQSMZKS, ¿(J 
éESB=PSkShS&SITS"S5% eee ՈՆ S;SsS+SMS' !d¿ (JNewTek 


P.S. Sender¿SBSNL>A0S, JOSK$SJUSCSFS*S7S?!#S4SaSsSJS5SS!#¿ (J 


¿SBSjSgS&¿ (J 
—-MESSAGE FILE 22433 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000055html.html 
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--MESSAGE FILE 22434 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000056html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkKYiQOJUFYkKNSQ/JEckORsSoSg==?= 

Date: Mon, 18 Aug 1997 19:16:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33F820EB.28E4@ppp.bekkoame.or. յք» 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
-Or.jp> <33F67D35.7566@ppp.bekkoame.or.jp> <19970817152100beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.210.132.155 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; 1) 


¿SBEhSGS9!#;¿ (J 


katu wrote: 
> <MergePoints>&<UnifyPolygons>: SBSGOUL#L5$/=ESJISCSFS7S*SCS$?¢ (J 
£$B%]S5S43S>CS7!<!1&!&!&SCSFSNSO4PK\S9S.SkS+! #6 (J 


> 
> 
> ¿SBS*F@SJ%$3%“%Ss%I=8S*SMS,SSS7S“S9!#CNS1SJSSSNB?SSS@SmS&SJS!!&!&!# (J 
> 


ՀՏՑՏԱՏյՏ"Տ (S:9MS (SFS_$*S9! #SASGSCSHS*SCSFS/S@S5SSSSM! #2 (J 


> P.S. ¿$B$H$3$m$GC/$+¿ (ULightWave¿SBS$SN¿ (UScene¿$BSUS!%SS%Sk$r¿ (UPC¿SB>e$G%Sj%S"%k%?%$%` 
SK¿ (J 
> ¿SB:F@8SG$-S$Sk$h$&$J%=%SU%SHCN$j$25S;$s!)¿ (J 


¿S$B#1!1%¿ (JLWS, LWO¿ SBSr#V#REMHLE2 S#0SWSiS0%S%SsS$GMnSH$7$F; (J 
¿SB%V%$iS&%S6!<SGSdSCSFS7S“S&!#¿ (J 


¿SB#21%; (ULWS, LWO¿ SBSr#x7A<0!J#D#I#R#E#C#T#3#D!KSKJQ49S7SFS7S“S&!#¿ (J 


¿SB;WSSSDS/SNSOS3S1S/SiSSS+SJS!!#SISASiSb ¿ (J100%¿SBJQ49S8ScL5SSS1SI¿ (J 
¿SB%$9%T!<%$ISOS+!<%SI<!Bh$GS$S9SM!"H/?'S$O#1!%SJ)$, $$$$$J$!!#¿ (J 

¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

¿SB""1 ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22434 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000056html1-.html 


--MESSAGE FILE 22435 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000057html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJEKKYiQOJUFYkKNSQ/JEckORsoSg==?= 

Date: Tue, 19 Aug 1997 00:09:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33F8659E.2AA@ppp.bekkoame.or. յք» 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
-Or.jp> <33F67D35.7566@ppp.bekkoame.or.jp> <19970817152100beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.210.132.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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¿SBEhRhSGS9!#¿ (J 
katu wrote: 


> 
> ESBS *FOSIS3S*SSS1I=89*SMS, SSSTS*S9!#CNSISTSSSNB?SSS@SmSéESI$!!elel#e (J 


éESBSHSIS"S (Si: S*BIL\SASIS"S2S°S7$ 2 l#e (Մ 
¿SB2hA]IUS- $CS$F7k9=;-4V$+S$+Sk$NS$SGD9$$LNSG8+$FS$SdSC$SFS/S@$5$$!#¿(J(¿SB>P¿ (J) 


URL http://wwwl.scei.co.jp/-cfr00055/lwcps/ 
E ($:!"¿ (J 


ԵՏՔ ՄՄ, (SKS+SiS_9gSCS?ILCLIJSNCfS+SiM S7SSILtIJSQ@S1A*SV!#!W¿ (J 
¿SBS@S1:n$jS2S7$?!#$S3%$sSJ4698SGSS$S%$SGS9S+¿ (J 


#¿SB$=S&$S$S(SP:#F|$O!V; (JDESIGN PELX¿$B!WH/GdF | $SG$ 9SM;¿ (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¢$BBg:e2 (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

éESB""!_ 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22435 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000057html. html 


--MESSAGE FILE 22436 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000058html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKKYiQOJUFYkKNSQ/JEckORsoQg==?= 

Date: Fri, 22 Aug 1997 17:11:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <19970822171109beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
-Or.jp> <33F67D35.7566@ppp.bekkoame.or.jp> <19970817152100beru@fa2.so-net.or.jp> <33 
F820EB.28E4@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


¿SB%+%DSGS9!#EhS5SsS"SjJS, SHS&S4SESSS*S7$2! #2 (B 


>¿SB#1!S¿ (BLWS, LWOgSBSr#V#R#M#EL#2 ! SHOSWSISOSSSSSGMNSHS7SF 3 (B 
> ~S$B%V%i%&%6!<SGSASCSFS7S*SE! #3 (B 

> 

> 


>¿SB;WSSSDS/SNSOS3S1S/S1SSS+SJS!!#SISASiSb (81005 ՆԱ nsn 
>¿SB%$S9%ST!<%SISO%S+!<%SI<!BhSGS9SM!"H/?'SO#1!%J]S,SSSSSJS!!# (B 
>-- 


é SBSHS$$&; VSISNSGz (BVRML¿SBSNJ) $K$7ŞH$-$^$9ŞM!#¢ (B 
éSBSb!<S7%3gssSri:n$k;~SK!"SASgS3SASg$33NG'SGS-S?Si¢ (B 

2 SBSH; WSCSFS?SN$G$95, ! "S$dS0$ 5S "SkDxEYSN<j4VSOIUS-J* 3 (B 
¿SBSJSNS+SJ!#¿ (B 
-—-MESSAGE FILE 22436 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000058html.html 


--MESSAGE FILE 22437 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000059html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKkKYiQOJFYkKNSQ/JEckORsSoQg==?= 

Date: Fri, 22 Aug 1997 17:37:26 +0900 
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Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <19970822173726beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33F18519.E209C09D@tokyo.dmlcyber.co.jp> <19970813200842beru@fa2. 
so-net.or.jp> <33F7AF4F.2251EC28@tokyo.dmlcyber.co.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


2 SBS+SDSG$9! #3 (B 


> 
>eSBSISkS[SI!#<:NiS7S*S7S?! #2 (B 
> 


ESBSSS (SSS (!"KMSN8@SST}$,0-S+SCS$?Ss$G$9! #2 (B 
¿SBS"S1S8Sc8m2rS7S+SMSJSSSGS9SM!&!&!&!#¿ (B 


> 
>2SBS7$+$2STSS$+Sil"SV!<sjs"SsSGz (BAdd: SBS7TSFS_S?S$jS7SFz (8(՞ ՞չչ 
> 


¿SBKM$bS=$&$GS7$?!#; (8(՞՞չչ 
ESBSdSCSOS 4S*°SKSeES"SkKSrFIS* ; vSCSFBg; vSGS9SM! #2 (B 
—-MESSAGE FILE 22437 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000059html html 


--MESSAGE FILE 22438 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000060htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCJEKKYiQOJUFYkKNSQ/JEckORsoQg==?= 

Date: Fri, 22 Aug 1997 17:46:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <19970822174642beru@fa2.so-net.or.jp> 

References: <5r8q4v$q5l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
-Or.jp> <33F67D35.7566@ppp.bekkoame.or.jp> <19970817152100beru@fa2.so-net.or.jp> <33 
F8659E.2AA@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ա 


ESBS+%SDSGS9! #¢ ( 


> 

>2¿SBSHS$S3j3S"S(S:S*BjLNS@S1S"S2S“S7S?!#¿ (B 

SS SB2hA| IUS—SCSF7k9=; ~4VS+S+SKSNSGDISSL\ $G8+4SF SASCSFS/$@S58$! #2 (B (¿SB>P¿ (B) 
> 


¿SB:#SHSJSCSFSO7k9=CNSCSFSk;vS,B?SSSNSGS9S, !"¿ (B 
¿SB#L#WSr<jSKF-⁄S1$?$3SmSKFISaS$S?Si!&!&!&!&!&¿ (B 
¿SBS=$&;WS&8BSjSGS$9!#; (B 


> 

ՀաՏՑՏՈԱՏ)յՏ"Տ(5:1"2(5 

>¿SB!VJE; (SKS+SiS_9g$C$7ILITSNCES+$iM_S7SSILITS@SIA*SV! #! Wz (B 
>¿$BS@S1:n$jS$7$2!#$3$Ss$SJ46%$98SG$SS$SGS$S9S+¿ (B 

> 


¿SBSDbSCS$SH1-MQ5; $JSs$+$,M_S$7S/SISCSFS-S*S9!&!&! Gl #2 (B 
ESBS*!"<+J,SGSbD9MS (SF8+SD$1S?Si8x3+S7S*S9SM! #2 (B 
—-MESSAGE FILE 22438 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000060htm1. html 
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--MESSAGE FILE 22439 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000061html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkKYiQOUFYkKNSQ/JEckORsoSg==?= 

Date: Sat, 23 Aug 1997 02:03:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33FDC66B.1AA9@ppp.bekkoame.or.jp> 

References: <5r8q4v$q5l1l@newsl.scei.co.jp> <33DA1B04.16FD@ppp.bekkoame.or.jp> <5rh5bj 
$798@newsl.scei.co.jp> <kamon$21c519970728185328@news1.scei.co.jp> <19970802085638be 
ru@fa2.so-net.or.jp> <kamon$21c519970805224226@news1l.scei.co.jp> <19970806034600beru 
@fa2.so-net.or.jp> <33E8961E.5D9F@ppp.bekkoame.or.jp> <19970813201816beru@fa2.so-net 
-Or.jp> <33F67D35.7566@ppp.bekkoame.or.jp> <19970817152100beru@fa2.so-net.or.jp> <33 
F8659E.2AA@ppp.bekkoame.or.jp> <19970822174642beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.231.202.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBEhSGS9;¿ (J 
katu wrote: 


>  — ESBSDSCSH1~MQ5; SI$s$+$,M_$7$/SISCSES-$*S9lelelal#e (Մ 
> gSBS*!"<+d,SGSbD9MS (SF8+$D$1$?7$i8x3+$7$°S9SM! #2 (J 


éESBSASCSWSISHM_S7TSSSGS9SM! #S3SASiSNI}$,%3M%S?$,B?SSS+SIS!!#e (J 
¿ $B; dSbS"SCS?Si:nSCSF8+S*S9!#3 (J 


ESB! VSASgGSCSHSS$S%3%*%Ss%I!WSNI}S,FQS7TSSSGS9SM! #3 (J 
¢SB?HSKSDSSSFSSSkd, <+d, <+?HSGSOCF ! 9H=CGS, Fq$7$$$G$9!#¿ (J 


Resource Forum Leader;$B!J; (Jshima MotojigzSB!K¢ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! 3 (J http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22439 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000061htm1. html 


--MESSAGE FILE 22440 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000062htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: katahira@mwd.biglobe.ne.jp (Shigeru Katahira) 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: LightWave 3D =?1ISO-2022-JP?B?GyRCS1wbKEI=?= 
Date: Sun, 24 Aug 1997 02:12:06 +0900 

Organization: BIGLOBE Member 

Lines: 20 

Message-ID: <19970824021206katahira@mwd.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.176.66 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


2 SBIRI?$H?=$7$*$9! #2 (B 


ESBS3$s$Jz (BLightWave 3Dz$BK\$,=PSFS$$k$_$?$$$G$9! #2 (B 


LightWave 3D z$B$$$-$J$j<BA) 9V:Bz (B 
ESBSS!<!&% (SL! &% (SLz (B 

ISBN: 4-89369-407-3 

2,520:581 : (B 


¿SBFM7b;¿ (81130585 
2 SBS8%c%0%8%_%C%/% 
ISBN: 4-88321-307- 
4,200¿$B1_¿ (B 


B 


N o O 
Շ 
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éSBSISASiSbS*S@9XF~S7TSFSSSISSSNSG!"z (8(՞՞չ 
ESBSIS&SSSCS?FOMFS+SO!"SoS+$4S%S;Ss!#e (B 


¿SBGcSoS1$2?J)!"SSSiSCS$S7ScSSS“S9S+!)¿ (B 


¿SBJRJ?¿ (B ¿SBLP¿ (B katahira@mwd.biglobe.ne.jp 
—-MESSAGE FILE 22440 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000062html.html 


--MESSAGE FILE 22441 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000063htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: LightWave 3D =?iso-2022-jp?B?GyRCSlwbKEo=?= 
Date: Mon, 25 Aug 1997 20:23:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <34016B41.7C2E@ppp.bekkoame.or.jp> 
References: <19970824021206katahira@mwd.biglobe.ne.jp> 
NNTP-Posting-Host: 202.231.202.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBJRJ?$S5SsS3SsSKSASO;¿ (Մ 
2 SBSUS) !<%i%`%j!<%Q!<SNEh$G$9;¿ (J 


Shigeru Katahira wrote: 
> 


2SBFM7bz (J! !3DzSB%0SiSUS#SC3/2 (J 
ՀՏ8Տ8ՏՇՏՕՏՏՏ «5ՇՏ/Զ9: (J 

ISBN: 4-88321-307-2 
4,200:581 չ (J 


- 
- 
> 
> 


é SBS3SCSASOGCS$SS$*S7$2! ##5!S#0SY! <S9SK2rAbSTSFSSS*S9SM! #3 (J 
¢$B=i5iSh$ jSASgSCSH>eS/SiSSSFSTSgGSES+!I"3 (J 


¿$B<B:]$K$$$/$SD$+$N%1!<%9$4$H$K%F%/%K%C%/$r2r@b$7$F$$$^$9!#¿ (J 
ESBHECHD ! ] FREO#MIUS-—SGHLEWSWS1i50SSSSSHFOMFSN%SG!<%?S, SOSSSCSFS“*S7S?! #2 (J 


ESBSASIS_SK#wWHidtn ! u#M#ta#tc$ISASiSGSb#O#K! #2 (J 


Resource Forum Leader;$B!J; (Jshima MotojizSB!K¢ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22441 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000063htm1-.html 


--MESSAGE FILE 22442 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000064htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: katahira@mwd.biglobe.ne.jp (Shigeru Katahira) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: LightWave 3D =?1SO-2022-JP?B?GyRCS1lwbKEI=?= 

Date: Wed, 27 Aug 1997 00:04:45 +0900 

Organization: BIGLOBE Member 

Lines: 33 

Message-ID: <19970827000445katahira@mwd.biglobe.ne.jp> 

References: <19970824021206katahira@mwd.biglobe.ne.jp> <34016B41.7C2E@ppp.bekkoame. 
or. jp> 

NNTP-Posting-Host: 133.205.176.72 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBIRI?SGS9! #2 (B 


playstation.ny.resource.graphics.3d.freetalk ¿$B$N¿ (B 
<34016B41.7C2E@ppp.bekkoame.or.jp> ¢SBSN; (B 
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2$B5-; vVSKS*SSSFz(B 1997¿$BG/¿ (8082587ոչ (B25¿$BF |¿ (B (¿$B7n¿ (B) 20:58:-Հ (B23¿$BJ, ¿ (845 
ՀՏ81ԸՇ:" 1" (B 
Motoji shima <mtamaki@ppp.bekkoame.or.jp>zSBS5SsSO=qS-S*S7S?! #2 (B 


>¿SBJRJ?S5SsS3SsSKSASO¿ (B 
>¿SB%SUS) ! <%$i%`%j!<%s@!<SNEhSGS9¿ (B 


¿SB$3$SsSK$ASO!#¿ (B 
¿SBEhS5$Ss$8$-$8$-$K%U%)%m!<$,IUS/SH$SO467cSGS9!#¿; (B (^^; 


>> ¿S$BFM7b;¿ (B! !3Dz¢SB%0SiSUS#%C%/2 (B 

>> ¿S$B%8%c%sQ%s%_%*sC%/%9;¿ (B 

>> ISBN: 4-88321-307-2 

>> 4,200¿SB1_¿ (B 

> 

>¢SBS3SCSASOGCSSS*S7S?!##5! S#0SY!<S9SK2rAbS7TSFSSS*S9SM! #3 (B 
>¢$B=i5iSh$ jSASgSC$H>e$/SiSSSFS7Sg$&St!"z (B 

>¢SB<B: ]SKSS$S$/SDS+SN31!<%9S4SHSKSF%/%SK%SC%/Sr2rQbSTSFSSS*S9! #3 (B 


ESBSISkS[SI!#¢ (B 
éESBSGSb; dSO!"=i5iShSjSESSSV2<! IJSA%eE!<SHSIS"SkSb: OSSSGSSSISS!Kz (B 
éSBSISNSG! "SbSASgGSCSH; ~4VSrCV$-S$?SSSH;WSSS*S9! #3 (B 
¿SBCOJ)S@S+Si:#SNS&SASKGCSCSFS*SSS?S[S&S,SSSSS+Sb$S7S1SJSSS1S1SI!#¿ (B(%%; 


>eSBHECHD ! ] FREO#MIUS-SGHLEWSWSi%0%S%SSHFOMFSNSG!<%?S, SOSSSCSFS*S752! #32 (B 
>-SBSASTS_SK#W#itn ! u#M#Ha#CcSISASiSGSb#O#HK! #2 (B 


CD-ROM: SBSN%G!<%?SCSF%2!<% STSISKN.MOSGS-SkSNSGS7SgS$&S+!) ¢ (B 


¿SBJRJ?¿ (B ¿SBLP¿ (B katahira@mwd.biglobe.ne.jp 
--MESSAGE FILE 22442 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000064html.html 


--MESSAGE FILE 22443 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000065html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?1s0-2022-jp?B?GyRC1I00jZCNOIzk3bj1mGyhK?= 
Date: Fri, 29 Aug 1997 01:09:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <3405A2A5.2BCA@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.4 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


2 SBS [SHSsSISOS8SaS*%S7SF>UBVSN: (J kKAZZY zSBSGS9! #3 (J(%%; 


¿SB#M#a#c7OSN; (; OSUSSSGS9S, !"#M#G#NSH8B@S&; (; OSrN) SAFIS_S7SFS?Si¢ (J 
éESBHELEW#H3#DSGSNGZH/S$d%o0! <SWSISISNI=8=J}K!Sr07SCS?5-;vS,S"SCS?SNSGz (J 
¿SBSDSSGcSCSFS7S SSS S7S?!#¿ (Մ 
¿SBIUO?SN#C#D!]#R#O#MSKS1%s%@%j%Ss%S0S7S?FO02h$d%S*%SV%$8%'S/SHSJSIS,¿ (J 
¿SBF+*SCSFSFJY6/SKSJSj$S=S&SGS9!#;¿ (J 


¿SBFHSj8@!#;¿ (J 


¿SB#D#E#STIFG#N!&#P#L#E#XSN?MBNSbSG%S3j%$sSsS0SrS_SF%"%C%SW%S0%1!<%I¿ (J 
¿S$SB$78S2$/$JSC$?:#F|$3SN:"$GS91#!J%Sa%?%J1<%$V%9$OLLGr$=S$&!K;¿ (J 
¿SB:G6a#H#PSNS%sm%s4:n@.SHS+SKS7S+;HSCSFSJSSSNSGSASgSCSH5S9gSrSSS1S?SSSJS!!#¿ (J 
(22) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 22443 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
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003d/freetalk/00000065html1.html1 


--MESSAGE FILE 22444 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000066htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?iso0-2022-jp?B?GyRCI00jZCNOIzk3bj1lmGyhK?= 
Date: Fri, 29 Aug 1997 22:04:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <3406C8D5.4E32@ppp.bekkoame.or. յք» 
References: <3405A2A5.2BCA@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.231.199.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¢SBSUS) !<%i%`%j!<%@!<S$SNEh$GS9!#; (J 
kAZZY wrote: 
ESBS [SHSsSISOS8SaS*S7SF>UBVSN; (J kAZZY ¢-SBSGS9! #2 (J (%%; 


¿SB#M#a#c7OSN; (7 OSUSSSGS9S, !"#M#GH#NSH8B@S&; (; OSrN) SAFIS_S7SFS?Si¢z (J 
¿SB#L#W#3#DSGSNGzH/$d%o!<%$W$JSISNI=8=J)K!$r07$C$?5-;v$Š,$"$CS?SNSG (J 
¿SBSDSSGcCcSCSFS7S SSS S7S?!# (Մ 
¿SBIUO?$SN#C#D!]#R#O#M$K%$1%$s%$@%$j%s%$0$7$?F02h$d%$S*SV%$S8%S'S/SHSJSIS,¿ (Մ 
¿SBF+SCSFSFJY6/SKSJS3j$S=S&SGS9!#;¿ (J 


VVVVVVV VY 


MdN; $BSbD 34 | 9XFISGS$9! #SGSbIJK<AS, SASGSCSHI*B-$jSISSSGS9! #2 (J 


> ¿SB#D#E#S#I#GIN!SEPRLEF#R#XSN?MBNSbSG%j%šsš0Sr$_SF%š$"%C%$W%0%1!<%I¿(J 
> 2$BS7$2S/SISCS?:#F | $3SN:"SGS9!#! J%a$?%T!<SVS9SOLLGr$=$6! Kz (J 
> ¿SB:G6a#H#PSN%sm%s4:n@.SHS+SKS7S+;HSCSFSJSSSNSGSASg¿ (IAZSBSHSS9gGSrS$S$S1$?SssJIs! 18: (J 


¿SB%ša%$?%J!<%V%9SO;¿ (J 
2 $BM-5 ! BNSO$3$1$r; HS&$H13$NSh$&SK :n$1$*$9! #:G=i$K: n$C$?$NSOSI%iS4%s$@SC$?¢ (J 
E$B$+$JS!!"%]%j%4%s?-$P$9S@S1$G3Q$K$J$C$?Sj$7$^$9$+$iJJ$KSJSJ$^$9$M (J 


2 SBS=$1SH;z (J5.0zSBSGSO%F%-% 9SAScSr=ESMSFE=S1SkSN$, LZNOSGS9! #2 (J 
¿SB% (ՓՏՏՄՏ1Տ` :nSCSFSrDSSCSFS=SN>e$+SilxSl6q9gSrS$bS&0lLKgGsFS-S9SASCSLDSSkzE (J 
¿SBSHSSS&6q9gSGS9!##5!1%Ss#0SASgSCSH#Vi#e#r#U#p9b$SSGS9S1SISSSSSGS9Sh¿ (J 


Resource Forum Leader;$B!J; (Jshima MotojizSB!K¢ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

SSBT (7 http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22444 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000066htm1l-. html 


--MESSAGE FILE 22445 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000067html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?1ISO-2022-JP?B?GyRCUWI1LRyVrJWk1LJICVWIWklLaiE8GyhC?= 
Date: Thu, 04 Sep 1997 18:38:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <19970904183849beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


ա 


2 SBS+3DSG$9! #2 (I 


é SBHEN#Y SN : nNITSK<+M3$K; HS (S$k#3#DSb%$G%SkSN%$iS$%V%$iSj!<$r¿ (B 
¿SBSDS/SCS$SF$SS3S&SH;WS&SNSGS99, !"SISI$S2$+MWK>SO$S"$SjS*$9$t!) é (B 
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$B: #SNSHS3$m%m% \ SCSH#2BNS7$+SD$/SCSFSISSSsS$GS9$, !"$[$+$K$b¿ (B 
¿$B7ZzC[J*$dF0J*$J$s$+$,NI$$$+$J!#¿ (B 


éESBSHS3Sm$G;z (BHomePage SBSKSD$1$?%+%&%S%?!<S,>e<jS/FO:nS7SISSSs$GS9! #2 (B 
¿SBS@S1S+=uSl1SF!<!#!JS3SCSAS, %sa%$%sS@SCS?SjS9Sk!#¿ (B(^^; 258182 (B 


email:beru@fa2.so-net.or.jp 
homepage: http://wwwl.scei.co.jp/~bjw00717 
-—-MESSAGE FILE 22445 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000067htm1. html 


--MESSAGE FILE 22446 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000068htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?1SO-2022-JP?B?GyRCJWILRyVrJWklLUCVWIWklaiE8GyhC?= 
Date: Thu, 04 Sep 1997 21:23:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <19970904212301lyasunaga@t3.rim.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.247.160.60 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


éESBS3SSSKSASO!"¢ (Bkatu¿SBS5Ss!"¿ (BMr.KzSBSGS9!#¢ (B 


ESBS+SDSGS9! #3 (1 


ա 


- 
- 
> gSBEN#YSN:nIJSK<+M3S$K; HS (S$k#3#D%Sb%SG%Sk$N%$i%SSSV%SiSj!<$r¿ (B 
>¢SBSD$/SCSFSSS$3$&SH;WS&SNSGS9S, !"SISTS?S+MWK>SOS"SjS*S9S+!) 2 (B 
>2SB: #SNSHS3Sm%3m%\ SCSH#2BNS7$+SDS/SCSFSISSSsSGS9S, !"S[$+SKSbz (B 
>¢SB7zC [J*SdFOI*SISs$+$,NISSS+SI! #3 (B 


ՀՏՔՏՄՏՏՏՇՏԵՏՏՏՏՏՇՏ9ՏԻ Հ.) 1)2(8(՞՞չ:չ 
¿$B$=$7$?$i!"$=$7$?$i$!!"%P%C%H$H%\!<%k$,M_$7$$$G$9; (8(՞՞չչչ 
ESBSPSCSHSOG6ZBOSPSCSH! &!&! &SDSHSS6bBOSPSCSHSHLZ@=SPSCSHN>J}S"Ske (B 
ՀՏՔՏԱՏՏՏՏՏՇՏՉՏԵՀ (B(** 75; 


¿SBSH!"40A4SK4*0cS$SSS7SFSSS?SiS4SaSsSJS5$S$¿ (B m(__)m 


> ¿$B$H$3$m$G¿ (BHomePagez SBSKSD$S1$?%+$S&%$s%?!<$,>e<j$/F0:n$7SJS$SSSsSG$9!#; (B 
>¿SBS@S1S+=uS1SF!<!#!JS3SCSAS, SsaS$S%sS@SCS?SjS9Sk!#¿ (Ք(՞՞ ¿SB!K¿ (B 


¿SB%$S%.%J!<%:%U%) !<SiS> SNSUS) !<%i%`%j!<%@!<S$SGS"Sk¿(B RedBug ¿$B$5$s$, ¿(B 
¿SBS4<+J, SN$ [1 <š` 3Z!<%8SG2r@bSTISSSCSFSSS*S9! #2 (B 


http://wwwl.scei.co.jp/-cfu00930/counter.html 


program ¿S$B%U%Ss)!<%i%s`%j!<%s@!<;¿(B Mr.K (¿SBOB1J¿ (B ¢SBOB90¢ (B) 

E-mail address : program@FL.scei.co.jp 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 22446 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000068htm1l-.html 


--MESSAGE FILE 22447 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000069html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?iso-2022-jp?B?GyRCUWILRyVrJWklLJCVWIWk1laiE8GyhK?= 
Date: Fri, 05 Sep 1997 00:10:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <340ECF80.2E93@ppp.bekkoame.or. յք» 

References: <19970904183849beru@fa2.so-net.or.jp> 
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—-MESSAGE FILE 2374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001077 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Wed, 3 Jun 1998 12:00:25 +0200 

Organization: OMGIM Productions 

Lines: 13 

Message-ID: <6136tvS6o06@chuka.playstation.co.uk> 

References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialupl11-5-11.swipnet.se 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>>Very quiet round here the last couple of days. Everyone busy coding I 
>>guess ! 

> 

>i think its because they switched off the old news server without telling 
>anyone. I was offline all weekend until i tried the news on 
>www.netyaroze-europe.com 

> 

> 

That's funny.. I've always used that server (www.netyaroze-europe.com) for 
the newsgroups 


--MESSAGE FILE 2374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01077 


—-MESSAGE FILE 2375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001078 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: E3 

Date: Sun, 31 May 1998 02:21:31 GMT 

Organization: SCEA News Server 

Lines: 22 
Message-ID: <3570bcb2.2498531@news.scea.sony.com> 
References: <356D55B9.2588@saqnet.co.uk> 
NNTP-Posting-Host: client—151-198-130-42.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I despise Sega for their 32X performance, so cut me some slack. I 
mean, how could they drop the platform, I was so looking forward to 
Virtua Hamster... ;-)) 

I was speaking to an American member who attended the show, and 
Dreamcast must have been shown in private, because he searched the 
floor and could not find one display. He asked about it and Project X, 
and all he got was funny looks (Jeff Lawton, for those who question my 
sources). 

I await some of the pro's feedback, but it would seem that the view 
from the floor was that this was Sony's show, once again. He said that 
N64 had some presence, but did not show anyhting that blew away the 
PSX. Hey, I look forward to Metal Gear Solid. 

I await some feedback from those who got special showings... 

Any who predict the demise of the PSX are premature. I want the 
platform to stick around, so the pros get the time to really exploit 
the hardware. I mean, who thought the SNES could handle Donkey Kong 
Country? 

For some reason, IMHO, I think the gaming media resents Sony as 
johnny-come-latelys who messed around in their turf, and they are 
biased in favor of the traditional platforms. 


—Matt 
—-MESSAGE FILE 2375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01078 
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NNTP-Posting-Host: 202.231.199.24 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS3SSSKSASO%+%SDS5$s¢ (Մ ~$BEh$GS$9! #2 (J 
katu wrote: 

¿SB%+%DSGS9!#¿ (J 

ESBEN#YSN: nIJSK<+M3SK; HS (ISk#3#DSb%SG%SkSNSiSSSV%Si%j!<Sr¿ (J 
¿SBSDS/SCSFSSS3S&SH;WS&SNSGS9S, !"SISJS?S+MWK>SOS"SjS*S9S+!) 


> ¿SB:#SNSHS3Sm%m%N%SC%*H#2BNS7S+SDS/SCSFSJSSSsSGS99,!"S[S+SKSb¿ (J 
> ¿S$B7zC[J*$dF0J*$SJSSS+$,NISSS+SJ!# (J 


> 
> 
> 
> 
> 


¿SŠB%1i%S%SV%SiSj;?@.SGS9!#; (J 


¿SB%$m%N%C%SH#2BNSCSFS[!<%S`%Z!<%S8SK:NSCSFSkSNSGS9ShSM: (J 

¿SBS"SH¿ (J4;SB5SSH$S+@o<V7?SH$+$SSmSsSJ7?2S$SNSm%SN%SC%$H%7%3j!<%:SDbSN:nS$CSFM_S7$SSSGS9!# (J 
Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22447 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000069htm1l. html 


--MESSAGE FILE 22448 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000070htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jJp?B?GyRCI00jZCNOIzk3bj1mGyhK?= 

Date: Fri, 05 Sep 1997 01:06:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <340EDC91.4B2E@fa2.so-net.or.jp> 

References: <3405A2A5.2BCA@fa2.so-net.or.jp> <3406C8D5.4E32@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 210.132.170.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS3SsSKSASO¿ (J kAZZY ¢SBSGS9! #2 (J 


¿SBS a%S?%J!<%V%9SO¿ (J 
¿SBM-5!BNSOS3S1Sr;HS&SH13SNShS&SK:nS1S*S9!#:G=1iSK:nSCS$S?SNSO%SI%SiS4% pr 
¿SBS+SJS!1"%]%j%4%s?-SPS9S@S1SG3QSKSJSCS?SjJS7S*“S9S+SiJJSKSJSj3S S9SM (J 


¿SBS=S$S1$H¿(J5.0¿$SB$SG$SOSF%-%9%SA%ScŠr=ESMSFE=$1SkSNS, LS ԱՆԱ 
ESBS (SSSVS1S~ nSCSFSrD% SCSFS=SN>eS+Si1lxSl6q9gSrSbS$é&01KgG%F%-%9SAS ate Ské (J 
2 SBSHSS$&6q9gSGS9! ##5!% #0 SASGSCSHAVHEH r4U#P9DS$SGSISISTSSSSSGS9SHz (J 


VV VV V V V 


ESBSrSr!"$*S9S*S9OM_S7S/SISCSFS-S*S7$?2 #2 (J 
¿S$B%"%C%W%0%1!<% " ade SGSGS$7S?ShSM! #3 (J 
ESBCy6bS7SIS/SFSO! #2 (J 


¿S$B$"$"!"SW%j%s%?GcS$o$SJS$-Sc$Sh$+$CS$?S!!<!#¿ (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 22448 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000070htm1-. html 


--MESSAGE FILE 22449 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000071html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?ISO-2022-JP?B?GyRCJWIlRyVrJWklJCVWJWklaiE8GyhC?= 
Date: Fri, 05 Sep 1997 02:14:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <19970905021409beru@fa2.so-net.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <1997090421230lyasunaga@t3.rim.or. 
jp> 

NNTP-Posting-Host: 210.145.168.102 

X-Posting-Software: WSNews 2.01 


ESBS+SDSGS9! #2 (B 
ESBEM#r! S#KSOSSSX! #32 (B 


> 

>i $B$J$S$G$b$$$$$G$9$+!<!)!) a (B(“%;;; 

>i $B$=$7$?7$i!"$=$7$7$i$!!"SP%C%H$H%\!<%k$,M_$7$$$G$9; “Thi 

>¢ SBSPSCSHSO6ZBOSPS$CSH! &!&! &SHSHSS6DBOSPSCSHSHLZ@=SP$% as Fa eee 
>zSBSHSSSSSGS9S&3 (B(“ °; 7; 
> 
>¢ SBSH! "40A4SK4*0cSSS7SFSSS$?SiS4SaSsSJIS5$$¢ (B m(__)m 
> 


¿$B!!¿ (BHomePagez SBSN% .$c%1i%4j Fooro S°S7$?!#<jJH4S-SGS9! #2 (B 
2 SBSPSCSHSOSS3K! <SkSPSC% HS4Sb! է. ( B(^^; 


Տ15- ՏԱՏՍՏ) !<%i%`%j1<% eet RedBug չ5855555, Հ (8 


>¿$B%SS%S.%J!<%S:%U%) I< 
<%`%Z!<% s o ss S9!#¿ (B 


>¿SBS4<+J, SNS [ ! 


2SB!!S"SCSFS*S7S?!#B>?MSN#H#PS+Si<ZMQS7SF2~BSS7S?SbSNSGS9S7!#!J>P!Ke (B 
¿SBSGSb$JS<$+8+S$S1$JSSŠS!&!&!&!#S&SsSs!"228NS@Sm$&!#;¿ (B 

—-MESSAGE FILE 22449 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000071html.html 


--MESSAGE FILE 22450 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000072htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJWILRyVrJWklLUCVWJWklaiE8GyhC?= 

Date: Fri, 05 Sep 1997 02:38:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <19970905023830beru@fa2.so-net.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <340ECF80.2E93@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 210.145.168.102 

X-Posting-Software: WSNews 2.01 


¿SBS3$s$PS$Ss$o!#%+%$DSGS$9!#; (B 
ESBS7TS*S5S$sSX! #2 (B 


> 

>¿SBSi%SS%$V%SiSj;?@.SGS9!#¿ (B 

> 
>¿SB%Sm%NS$C$H#2BNSCSF%$[!<%`%Z1<%8SK:NSCSFSk$SNSGS9ShSM; (B 
>¿SBS"S$H¿ (B4z SB5SSHS+@O<V72SHS+SS$mS$s$JI7 2 $NSm%\ $CSHS7% 4 !<%: SHSN:nSCSFM_$7SSSCS$9! #2 (B 
> 


¿SB!!1S=S&S$SGS9!#S"SN#2BNSGS9!#¿ (B 


25B!!?'Ss$JI%7%4!<%:SbDSNSNSm%\SCSHSGSOS+!#N; 2r$G$9!# (B 
ESBSGSbSFS/S9SASC!<:n@.$,$GS-SISS$s$GS9!<!#z (B 
¿SB%$F%$/%S9SASc!<%i%S$%VSiSj!<!JFC$KS re 
¿SBSDS/SCSFS/S1SkSHS"SjS,S2?SSSGS9!#; (B 

—-MESSAGE FILE 22450 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
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003d/freetalk/00000072htm1. html 


--MESSAGE FILE 22451 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000073htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?ISO-2022-JP?B?UmU6IBskOiViJUclayVpJSQ1ViVpJWohPBsoSg==?= 

Date: 7 Sep 1997 15:23:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <0lbcbhbalSe6320da0S4c088bcb@gateway2000.ns1.sphere.ad.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <340ECF80.2E93@ppp.bekkoame.or.jp> 
<19970905023830beru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 203.139.8.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿$B%F%/%9%A%C!<%i%$%V%i%j!<!JFC$K%a%+J*!K$J$Šs$+¿ (J 

> ¿$B$D$/$C$F$/$1$K$H$"$j$, $7Ş$$G$9!#¿ (J 

> 

¿ $B; THNSNSGS7S?SiNISSSNS, S"SkShS&SGS9! #2 (J 
¢SBH~JvSH8@S&SHS$3$m$, =PS7SFSk!V%a%+SNAG!WSHS+SSSE&E[SGS9! #3 (J 
ESBS (StS! SSS2%55%S*SSSNGXTISISSS+SdSCSFSKSHS3SmSiS7SSS$GS9! #2 (J 


¿SB!t$H$S3SmS$G#L#E#W#5!%#OSN#Vhe#r#U#PSO#1#27nS+*$SGSGS9S+!&!&!&!# (7 
¿SB!t¿;¿(JPHOTOSHOP¿$BŠS,@h$+!"#V#e#r#URPS,@h$+!&!&!&!#h (J 
¿SŠB!t4(SS!*61$7$SSS#S#!<!<!<!*!1J2(S, !K¿ (J 


ESBSGSO!*3 (J 


// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 22451 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000073htm1. html 


--MESSAGE FILE 22452 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000074htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCUWILRyVrdWk1LUCVWIWk1laiE8GyhK?= 

Date: Mon, 08 Sep 1997 22:47:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <341401FF.3411@ppp.bekkoame.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <340ECF80.2E93@ppp.bekkoame.or.jp> 
<19970905023830beru@fa2.so-net.or.jp> <Olbcbbal$e6320da0S4c088bcb@gateway2000.nsl.s 
phere.ad.jp> 

NNTP-Posting-Host: 202.210.132.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBEHSGS9! #2 (J 
o-mikita wrote: 
> ¿SB!tSHS3SmSG#L#W#5!S#0O0SN#V#e#r#U#PSO#1#27nS*SGSGS9S+!&!&!&!# (J 


> 2SB!tz (JPHOTOSHOP; SBS, @hS+!"#V#e#r#UFPS, @hSt!alelel#e (J 
> ¿$B!t4($$!*61$7$$$#$#!<!<!<!*!J2{$, 8. (J 


LSB; dSb#P#H#O#TH#HOFS#HFO#PSN?75!G=S,$9S45/;HSSS?SSSGS9S%3 (J 
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ESBS=S1SKS=S1SK#L#W#HS ! SESSNSP!<S8SqGSSS"SCZWSTS?SSSGSI! #2 (J 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) éESBBg:e¢ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22452 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000074htm1l.html 


--MESSAGE FILE 22453 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000075htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCJWILRyVrJWklLUCVWIWklaiE8GyhK?= 

Date: Tue, 09 Sep 1997 00:05:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <34141446.6392@ppp.bekkoame.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <340ECF80.2E93@ppp.bekkoame.or.jp> 
<19970905023830beru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.210.132.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SB#K#A#T#US5Ss¿ (Մ ESBS3SSSKSASOENSGS9¢ (J 
katu wrote: 


> ¢SBSF%/S9SASC!<SiSSSVSISII<!IFCSK%SaSt+I* !KSISsSt¢ (J 
> ¿SBSDS/SCSFS/S1SkSHS"SjS,S2SSSGS9!#¿ (J 


ESBSS%a!l <SBSKS"SCSESSS+SOSt+$sSIS$$G$9$, *sF%-%$9%A%ScC!#¿ (J 
é SBE, EvSK<+t :nSis$3VSiSjS+Si$+$—=8Sa$ 2SOSNS"SCBWS7S*S7$21#z (J 


http://wwwl.scei.co.jp/forum/resource/2dlib.html 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¿SBBg:eç (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! ¢ (J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22453 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000075html1l-.html 


--MESSAGE FILE 22454 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000076htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJWILRyVrJWklLUCVWIWklaiE8GyhC?= 

Date: Tue, 09 Sep 1997 17:20:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <19970909172030beru@fa2.so-net.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <340ECF80.2E93@ppp.bekkoame.or.jp> 
<19970905023830beru@fa2.so-net.or.jp> <Olbcbbal$e6320da0S4c088bcb@gateway2000.nsl.s 

phere.ad.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


2SB3+%DSG$9!#2 (BOMO MIKITA: SB$5$s!"S$3SsSKSASO! #3 (B 


>> 

>¿ $B; THNSNSGS7S?SiNISSSNS, S"SkShS&SGS9! #3 (B 
>¢SBH~JIvSH8@S&SHS3$m$,=P$7SFSk!V%aSt+SNAG!WSHS+SSS&E[SGS9! #2 (B 
>2 SBS (%St%S!%s%2%jJ%*%SsSNGX7JSJSsS+SdSCSFSkSHS3SmS$iS7SSSGS9!#¿ ( 
> 


= 
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2 SBL@F |M'C#$H=) MU8 6$KGcS$$S$K9TSCSFS-S$*S9!#z (8(՞՞) 
2 SBSWSmHGSO#2K | #9#8#0#01_!&!&!&%aS+SNAGSN24rA | EYDCSSHG; (B 
HomePage: $BSG8x3+S7SFSISSS+SIS!!&!&!&!#GCSOSTSSSG:Q$* SNSK! #2 (B 
—-MESSAGE FILE 22454 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000076htm1. html 


--MESSAGE FILE 22455 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000077html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?1SO-2022-JP?B?GyRCJWILRyVrJWklLUCVWIWklaiE8GyhC?= 

Date: Tue, 09 Sep 1997 17:22:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <19970909172220beru@fa2.so-net.or.jp> 

References: <19970904183849beru@fa2.so-net.or.jp> <340ECF80.2E93@ppp.bekkoame.or.jp> 
<19970905023830beru@fa2.so-net.or.jp> <34141446.6392@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


¿SB%+%DSGS9!#EhS5SsSIS&Sb!#;¿ (B 


> 

>¢SBS$%a!<S8SKS"SCSFSSS$+SoS+SsSISSS$CS$S9S, SFS-SISASC! #z (B 

>i SBE, EvSK<+:n%i%S%V%Si%jS+SiS+S—=8SaS ?SOSNS"SCEWSTS*STS?!#e (B 
> 

>http://wwwl.scei.co.jp/forum/resource/2dlib. html 

> 


ESBSTS&SbHS"S4jS, SHSESASESSS* SO! #STSSSISSSiSSSVSISIA}SASTSF: (B 
ESBSSS—-S*S7TSgSESM! #KMSHIQSTSm%S\ SCSHDI2ZCS7S*°S7$?!#SGSb%b!<S7SqGSSSHS+¢ (B 
ESBIUS1SIS1S1SPSHSFSbS8ScSISSS1S1%2!<%* $K$O; HS ($*$;SsShHSM! #2 (B 
2$B;~4|$r$_SFEJF~S7ShS&$H; WSSS*S9! #3 (B 
-—-MESSAGE FILE 22455 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000077htm1. html 


--MESSAGE FILE 22456 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000078htm1l.htm1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: project wivern =?1SO-2022-JP?B?GyRCI0gjUBSoQg==?= 

Date: 19 Sep 1997 12:59:33 GMT 

Organization: Net Yarouze (SCE) 

Lines: 15 

Message-ID: <5vtsvlSltv@newsl.scei.co.jp> 

References: <341B365C.27D@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 202.247.139.219 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢SBSMSCSH%5!<SUS#SSSTSFSSS?Si¢ (B 
>¢SBS&SoS$5SN!Vz (Bproject wivern; $B! WSN#H#PSr8+SDS1$*°S7S$?! #2 (B 


ESBEDHO#FGHAS33S%F%9SHSNSASDSGS9ShHSM! ) 0ՇՏՇՏ25159555՞Տ:ՏՏԱ 8: (B 
ESBS"SL!I"SSSGS*SG8+S*°S7S2S, !"S=SsS$8SgS=S3SiSNE[S8ScS+SISOSTSSSGS-SGSISM! #3 (B 
ESBSISsS+!"8+S1Sk1GA|$,B?SSSNS, 4X?4$7S*S7$?! #2 (B 
éSB69SS=jSrH4$1Sk;~Sb!"%,%Ss%, SSSVSDSISKSNS, 5SSKF~SCSFS“*S9! #2 (B 

ESBS 9$s$I$ 4% (4! <SHSGH4SISKSNSDNISSSGS9S, !"SVSD$+SkI}$,K\EV$GSO¢ (B 

2 SBSISSSG$9S, !"SjS"SjSFSHSOS"SFS*SO! HS (B 
¢SB1G2hSN#1%37!<%sSGSbNISSSNSGSO!) SH; WS&=PMh115$ (S@SH8D?ME*SKSO; (B 
ESB; WSSS*S7S?! #3 (B 


¿SB#K#B#O¿ (B 
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—-MESSAGE FILE 22456 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000078html1. html 


--MESSAGE FILE 22457 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000079htm1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation. ny.resource.graphics.3d.freetalk 

Subject: Re: project wivern =?iso-2022-jp?B?GyRCI0gjUBsSoSg==?= 

Date: Fri, 19 Sep 1997 22:49:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <342282F8.1355@ppp.bekkoame.or.jp> 

References: <341B365C.27D@ppp.bekkoame.or.jp> <5vtsvlSltv@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.210.132.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


kbo wrote: 


> ¿$B1G2h$N#1%7!<% poe L ԳԱՐՅՅՆ ) $H; W$&=PMh11I$ (S@SH8D?ME*SKSOz (J 
> gSB;WSSS*S7S?2! #2 (J 


ESBHHEPS+Si%> !<3S!<SrS@S&ESssm!<SISTSF8+SFS_$*°$7$?S,¢2 (J 
S SBK\EvSK#L#W#34DSG; n$CS$?SNS+SH5?$&S0SiSS$+SCS3SSSSSGS9SM: (J 


Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

EsB""! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22457 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000079htm1l-. html 


--MESSAGE FILE 22458 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000080htm1. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?GyRCPO1CTiVcJXMLRyE8JT8 6biRDJEYkXyReJDckPyE jGyhK?= 
Date: Fri, 19 Sep 1997 22:57:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <342284AC.4D38@ppp.bekkoame.or. յք» 

NNTP-Posting-Host: 202.210.132.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; 1) 


ESBEHSGSO! #2 (J 


¿SB!V#D#E#S#IFGIRN!&#P#L#F#X!WSK#L#WSN#B#O#N#E=hM) SN5-; VS, ¿ (J 
ԵՏՔ: \SCSFS$$?SNS$GAaB.SdSCSFS$_S$*$7S?! #2 (J 


éESB:nSkBgJQS@S$C$?S1SI=PMh>eS$, SCSFSSSm$$S$m$J%] !<%:SG%` !<%SS!<;¿ (J 
éSBS5$; SFSSSkKSH3ZS7SSSGS9SMS3S1SC! #2 (J 


ESBS; $CS+$/S@S+Sil": Sg eee SCSWS7TS*°STS?SNSGz (J 
éSBO=L#SNS"SkI};HSCSFS/S@S5SS$! #2 (Մ 


URL http://wwwl.scei.co.jp/forum/resource/3dlib.html 


Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22458 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000080htm1- html 
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--MESSAGE FILE 22459 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000081html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?1is0-2022-jp?B?GyRCIzMjRCVpJSO1ViVpJIWohPCRLGyhK?= 

Date: Wed, 24 Sep 1997 03:13:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <342806AF.156D@ka2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.193.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


—-MESSAGE FILE 22459 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000081htm1. html 


--MESSAGE FILE 22460 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000082htm1.htm1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzMjRCVpJSQ1ViVpJWohPCRLGyhK?= 

Date: Wed, 24 Sep 1997 20:55:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <3428FFC1.40E5@ppp.bekkoame.or. յք» 

References: <342806AF.156D@ka2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.199.159 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


2 SBSUS) !<%i%`%j!<%@!<ŚNEh$G$9¢ (J 


MOSSADAPE wrote: 
> 


¿SB!V¿ (Jae_86.1zhz$B!WSG$9SM! #$J$+SI$+$-S1$$$J;E>e$, $j$G¿ (J 
ESBS+Ss$8SSSSSGS9SM! #2 (J 
¿SB#H#PSbSJS+SJS+=<<BS7SFSSSFShS+S$SCS?SGS9!#;¿ (J 

ESB: #8eSb32ZS7$_SKSTSFSS$*S$9¢ (J 


Resource Forum Leader;$B!J; (Jshima MotojizSB!K¢ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22460 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000082htm1. html 


--MESSAGE FILE 22461 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000083htm1.htm1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: MOSSADAPE <mosadape@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzMjRCVpJSQ1ViVpJWohPCRLGyhK?= 

Date: Fri, 03 Oct 1997 06:32:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <343412F3.6EA0@ka2.so-net.or.jp> 

References: <342806AF.156D@ka2.so-net.or.jp> <3428FFC1.40E5@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 210.132.193.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 
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ESB! !S*S"S5S, SHS&S4S6SSS*S9! #2 (J 
ESB! !S"SN%bSGSkSO011~#P#SSGFOS/ShS&SKSISCSES*S9! #2 (J 


¿SB!J¿ (11000:58515.545 S s Տ157ՏԲՏ"ՏյՏ՞ ԱՆ Մ) 
2581 !#P#SS=SUS 01989781 j!<$r$4$i$s2<$5$$!#¿ (J 
¿SB!J<!$N2]Bj$O%W%m%0 osis SKShSkz (JTIMz $BŠH%F%/%9%A%C!<$N@)8f$d$J!&!&!&!#!K¿ (JMOSSADA 
PE 
ESBI!!llilittile (J 


Հ MESSAGE FILE 22461 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000083html.html 


--MESSAGE FILE 22462 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000084html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?GyRCOm4kQyRGOCskXiQ3JUD8/TUJOJWILRyVrGyhK?= 

Date: Sun, 05 Oct 1997 00:30:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 429 

Message-ID: <34366101.6F4C@ppp.bekkoame.or. յք» 

NNTP-Posting-Host: 202.210.132.135 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 2DECB6D115A" 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


This is a multi-part message in MIME format. 


2DECB6D115A 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


ESBS3SSSKSASOENHSGS9! #¢ (J 


£$B:G6a%5%5%0%i; aSN#H#PSNS. 5 e 5 aa J 
2SB;dSb:n$CSFS_ $^ S7S?!#%S.ScSkSb%GSk¢e (J ¿SB!#¿ (Մ 


¿SBS+SoSS$S;RSr:nSkS$SNSCSFFqS7SSSGS9SM!#;¿ (J 

¿SBSJSKS$Sb9MS ($:$K:n$C$?SiS*E9!) SNPMSKSISCSFS7S*SCS$?¢ (JU (%%; 
Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 
¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 
ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 


2DECB6D115A 

Content-Type: image/jpeg; name="tess. jpg" 

—-MESSAGE FILE 22462 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000084htm1. html 


--MESSAGE FILE 22463 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 

00003d/freetalk/00000085html.htm1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?ISO-2022-JP?B?GyRCOm4kQyRGOCskXiQ3JD8/TUJOJWI1RxsoQg==?= 
=?1SO-2022-JP?B?GyRCUWSbKEI=?= 

Date: Sun, 05 Oct 1997 02:35:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19971005023558beru@fa2.so-net.or.jp> 

References: <34366101.6F4C@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 203.138.5.34 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


ESBS+SDSGS9! #3 (B 


> 
>¢SBS3SsSKSASOEHSGS9! #¢ (B 
> 
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>2$B:G6aS5%35%0%1; ASNHH#PSNS. SCEKSOSGSKSKIF6ASSSISFS+!"3 (B 
>¢$B; dSb:nSCSFS$_S*S7$?!#%.%c%k%b%G%kz (B ¢gSB! #2 (B 

> 
>¿SBS+SoSSSS;RSr:nSkS$SNSCSFFqS7$SSSGS9SM!#¿ (B 
>¿SBSJSKSD9MS ($:SK:n$C$?SiS*E9!) SNPMSKSISCSFS7S*SCS$?¢ (8(՞՞չ 


¿SBS*S$S)!"$JS+SJS+4iSNS/%S*%3j%SFS2RS ,9bSS!&!&!&!&!# (B 
¿SBS3S1$OSdSOS3j¿ (BPhotoShop; SBSH$+SGSF%/%S9SA%C!<:n@.S7SFE=SCS$?Ss$GS9S+!) ¢(B 
ESBNISS4iS7SFS*S9SM! #2 (B(^^) 
—-MESSAGE FILE 22463 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000085html1l-. html 


--MESSAGE FILE 22464 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000086htm1l. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: =?iso-2022-jp?B?GyRCIzMjJRCUSJUSOLYyVKGyhC ?= 

Date: Sun, 05 Oct 1997 23:52:14 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <3437A99E.DFO98C82@aix.or.jp> 

Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.208.34.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


¿SB!!¿ (B 
¿SB!1$3$SsSPS$s$O!S$$?$3SN$9$1SH8@$SS*S9!#; (B 


ESB! !TaCUSOSW%m%0%i%S`Cf?4SG#3#DSKSO<jSr=PS7SFSJS+SCS?SsSGS9S, !"¿ (B 
2$B!!F | 7P%Q%=% SsSGLLGr$$9-9p!J5-;v!) !KSr8+S+S1S?SNSGS4Is9p$7¢ (B 
ESB! 'S*S9!l #2 (B 


2$B! !$=S1SKShSkSH! $$m!<%iSsSISGS#!<%8!<S, #1#07n#1F | SKN) 8Ա7Ճ»սչ (B 
£$B!!SN304Q0Sr%9%-Sc%SS7#3<!85%G! <%?SHS7SFSQ%=%3%SSK<h$ j9~SaSkz (B 
2SB! !@\? (<0%9%3-%c%I!<!Vz (BPICZA Model PIX-3;S5B!WSrH/Gd$7$?!#2A3d$0; (B 
ESB! !#1#4K|#8#0#0#01_!$%G!<%?SrdT=8SGS-S$k%=%U%HS$, ԼՍՑ0Տ571Տ5չ: (BDXF 


2$B!!$dz (BVRMLz SB7A<0$G%U% ! $$Sk=PNO2DG=$@S$=S$&SG$9! #3 (B 
¿$B!!¿ (B 

ՀՔ 2 25] 4] RT ts] ria E A 2 tii alo io) S RT ie CB 
¿SB!!1!1118S2$3SNS$S9$1¿ (B(kazta-ta@aix.or. jp) 


ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿$B:GE, 2=<B83<<Sr?7@_!#2 (B 


¿SB:G=*99?7F|;—-!!!!#1#0!2?#5¿ (B 

¿$B99?7M=DJF|!!!!!!1#1#0!?!)!)¿ (B 

--MESSAGE FILE 22464 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000086htm1. html 


--MESSAGE FILE 22465 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 

00003d/freetalk/00000087html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCOm4kQyRGOCskXiQ3JD8/TUJOJWI1RxsoSg==?= 
=?1so0o-2022-jp?B?GyRCUWSbKEoO=?= 

Date: Mon, 06 Oct 1997 19:49:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3438C24B.2E52@ppp.bekkoame.or. յք» 

References: <34366101.6F4C@ppp.bekkoame.or.jp> <19971005023558beru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 202.231.199.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBSIS&SbEh$GS9; (J 
katu wrote: 
¿SBS*S) ՏԱՆՆ 1 9bS$!&!&!&!&!# (J 


¿S$B$3S1SOSdS$OS 3; ( ՏՈՆ ¿Z ik hO %c!<:nQ@.S7SFE=$CS$Š?SsSGS9$+!)¿ (J 
¿SBNISS41S7SFS A S9SM!#¿ (J (““) 


V V V V 


ESBS=S&SGS9! #2 (J 

ESB4iSOSF%-%9%A%cSGH} LSSH?0Sr=q$-S*S7S?!#2 (J 

ESBHEZHOHOHXHESHIFASNS53S% : SISNSGS$= $s$J$K$*$*$-—- er ere ՈՆ ԵՐԿՈ ՀԱՅ 
z SBL\ SOUL] $45%4%sSG:n@.$7SF3FS- SISASC!<SGS9! #2 (Մ 
¿$B$3$1$O8z2LE*$G$7$?!#¿ (J 


¿SBH1$SNLSSOS3S1S+SiSdSkSHS3SmSGS9¿ (J (^^; 


£$B%]35S43sSG:n@.$9SkKSHSHSKS+S/G; SS4iN) SASKSIS4S, SASGS9SM; (J 
ESBS"SkSSSOSNSCS$ZS$ 4587S? 46S8SKSISCS$?S jDx$h$$4 6S 8SKS9SKSNSOZ (J 
ESBSHSKS+S/FQS7SSSGS9!#¢ (J 


#¿SBS3SNSb%*G%kSKSO%sN%SsSrS$SSS1SFS"SkSNSGSSSmSSSmSSS8SCSFS_ShS&SH;WSSS*S9!#¿ (J 
¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿SBBg:eç¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! 3 (J URL http://wwwl.scei.co.jp/~cfr00055 

—-MESSAGE FILE 22465 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000087html1. html 


--MESSAGE FILE 22466 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000088htm1l.htm1l 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: =?iso-2022-jp?B?GyRCIzMjRCUSJSOLYyVKGyhK?= 

Date: Mon, 06 Oct 1997 20:03:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <3438C598.B22@ppp.bekkoame.or.jp> 

References: <3437A99E.DFO98C82@aix.or.jp> 

NNTP-Posting-Host: 202.231.199.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


2 SBS3SsSKSASOZUS) !<%1%`%j!<%Q!<SNEh$G$9;¿ (J 


Youhei TAKADA wrote: 

> 

> ESB! !$=S1SKShSkSH! $2m! <i sssleGet | ՀՏ 8!<$, #1#07n#1F | SKN) JME ee 

> ¿$B!!$N304Q$r%9%-%c%s$7#3<!85%G!<%?$H$7$F%Q%=%3%s$K<h$j9~$a$k¿ (J 

> eSB! 1047 (<0%9%-%c%I!<!Vz (JPICZA Model PIX-3;$B!WSrH/Gd$7$?!#2A3I$803 (J 
> 2$B!!#1#4K|#8#0#0#01_!$%G!<%?SrdT=8S$G$-$k%=%USHS, Pan f 

> ¿$B!!$d¿ (UVRML¿SB7A<0SGS$SUS!%SSk=PNO2DG=$@S=$&ŠGS9!#; (J 


¿SB#3#D%$9%-%c 
¿S$SB@N? (<0%9%- 


SI!<S+S!!"M_S7SSSIS! ! #2 (J 
%c%J!<SHSSS&S3SHSJSsSGS9$,%1%6!<S$S8Sc%$šJS5S=$&SGS9SM: (J 
$B; 29MS*SGILSN#3#D%9%-%C%T!<SN>pJs$G$9S, ¿ (J 
¿SB<B:]<hS$Sj9-⁄$_J)K!SHS$+<L??$,=PS$SFSS$SS2$S9!#¿ (J 
¿SBS3SsSJ46S8SG<hSj9-S`S_S?SS$SSGS9SMShSmS7S1S1SP¿ (J 


http://www.sphere.ad.jp/infomax/tips/jt-scan.htm 


Resource Forum Leader;$B!J; (Jshima Motoji¿$B!K¿ (J 
¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 
ESB"! (Մ http://wwwl.scei.co.jp/-cfr00055/ 
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-—-MESSAGE FILE 2376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001079 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Sun, 31 May 1998 18:11:33 GMT 

Organization: L4 Software 

Lines: 24 

Message-ID: <35719c6b.1274870@205.149.189.29> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
39006421@news.scea.sony.com> <6kgigrS$levé6é@chuka.playstation.co.uk> <356b9bla.8180112 
@news.scea.sony.com> <6khObg$lev8@chuka.playstation.co.uk> <356c1585.28700057@news.s 
cea.sony.com> <6khmn7Slev9@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey guys, it's no big deal. 


This thread reminds me of a news story I heard a few years back about 
two guys who shot and killed each other in an argument over a traffic 
accident that neither was involved in. 


For what it's worth, I probably could have restored my registry with 
the new Win98 tools but it was much easier to just reload win98 and 
restore everything from my JAZ backup. 


Mario 


On Wed, 27 May 1998 19:40:37 +0100, "JohnT" 
<johnt@nettech.demon.co.uk> wrote: 


> 

>> Flame war, flame war, call out the firetrucks... [LOL] 

> 

>:) I want to start peace negotiations! <G> Who's your envoy? ;) 
> 

>JohnT 

> 

> 


—-MESSAGE FILE 2376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01079 


-—-MESSAGE FILE 2377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001080 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 

Date: Sun, 31 May 1998 16:32:27 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3571842e.3028303@news.scea.sony.com> 

References: <6kbkavShcal9@chuka.playstation.co.uk> <ubtsl18xld.fsf@cybec.com.au> <356 
a4d99.24868048@news.scea.sony.com> <6keb19Shca23@chuka.playstation.co.uk> <356aea50. 
39006421@news.scea.sony.com> <6kgigrS$levé6é@chuka.playstation.co.uk> <356b9bla.8180112 
@news.scea.sony.com> <6khObg$lev8@chuka.playstation.co.uk> <356c1585.28700057@news.s 
cea.sony.com> <6khmn7Slev9@chuka.playstation.co.uk> <35719c6b.1274870@205.149.189.29 
> 

NNTP-Posting-Host: client-—151-198-130-19.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hey guys, it's no big deal. 


Too much testostoroni in the noodles... [BG] 
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—-MESSAGE FILE 22466 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000088htm1. html 


--MESSAGE FILE 22467 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000089html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: LightWave =?1ISO-2022-JP?B?GyRCJEgbKEI=?= Windows95 
Date: 7 Jan 1998 16:18:29 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 12 

Message-ID: <34b3a956pa369@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.135 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


S3 ¿SBS,Ds6!S$S7SFSSSk ¿ (B Vision864 ¿SBSN%sS%s$G%*%SI%Si%SSSPSG; (B LightWave ¿$B$r¿ (B 
¿SBF0S+$9$SH!"; (BLightWave z;SBSN%W%m%; %9S,MnSAS*S$/S$4S*S$9!#;HMOS7SFSSSk3; (B 
¿SB%“%7%s$O¿ (B DELL XM590 :SBSG$9!#S3SN4D6-SGSO%F%/%9SAScSsSbSh$/MnSASk; (B 
éSBSNSG!"%$*%37%SS8GM-SNLOBJSI5$Sb$7S*S9S, !"B>SNT}SOSISESGS9S+ 3 (B? 


# Windows95 ¿S$B$r¿ (B Service Pack 1 :$BS$K>eS$2SF$+SiSOMnSASKS/S$/SJISCSF3 (B 
# ~SBS$$k5$$,$9SkS,¢(B...¢SB! #2 (B 


<minoru@isl.intec.co.jp> 


-—-MESSAGE FILE 22467 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000089htm1. html 


--MESSAGE FILE 22468 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000090htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: LightWave =?iso-2022-jp?B?GyRCJEgbKEI=?= Windows95 

Date: Thu, 08 Jan 1998 15:30:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 
Message-ID: <34B47299.6396BCB@mxz.meshnet.or.jp> 
References: <34b3a956pa369@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 133.205.180.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


ESBSIS&Sb!<! "ez (BPsukez SBSGS9! #2 (B 
Minoru Matsumoto wrote: 


S3 ¢SBS,Ds6!S7SFSSSk¢(B Vision864 ¿SBSN%sS%$G%*%S$I%Si%SSPSG; (B LightWave ¿$B$r¿ (B 
ESBFOS+S9SH!"z (BLightWave z;SBSN%W%sm%;%9S,MnSAS*S$/S$4$*S$9!#;HMOS7TSFSSSk3; (B 
¿SB%%“%7%s$O¿ (B DELL XM590 ¢SBSG$9!#S3SN4D6-SGSO%F%/%9SAScSsSbSh$/MnSASk; (B 
¿SBSNSG!"%*%7%s8GM-SNLdBjSJ5SSbS$S7$2S9$, !"B>$NJ} $O$I$&$G$9$+; (B? 


# Windows95 ¿$B$r¿(B Service Pack 1 ¿$B$K>e$2$F$+$i$OMn$A$K$/$/ŠJ$C$F¿ (B 
# ¿$B$Ş$$kK5$$,$9Şk$,¿ (B...¿$B!#¿ (B 


VVVVVVV 


¿SB:G6aSO¿ (BLW SBSr<+J, ՏԱՀ (BPC; SBSG; H$o$: SHSJSJSNIt20SNz (BNT SBS*°%S7!<%sSG;HSCSFS*S9! 
#2 (BNTg SBSGSOSH; (B 

ESBSFSb2wE, SKFOSSSFSS$*S9S, 1": (BWindows 95; SBSN; ~SONIS/MnSAS$*$7$?! #2 (B 

NORTON CrashGuard: $B$K5—-O?S5S1SFS*S9SNSG8x3+! JOUL#ITL@; (B) ¢$B! #2 (B 


é (11L_X90<.J]¢(B: Lightwav Total: 10 


( 
é (IS<*-O0OY¢ (B: Kernel32 5 
é (IS<*-O0OY¢ (B: Shell32 3 
¿(IS<^-0Y¿ (B: Lightwav 1 
é (IS<^-0Y¿ (B: Gdi32 1 
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é (I1L_X90<.J]¢(B: Modeler Total: 10 
é (IS<*-O0OY¢ (B: Kernel32 2 
¿(IS<“-0Y¿ (B: Shell32 2 
é (IS<*-O0OY¢ (B: Gdi32 4 
¿(IS<^-0Y¿ (B: Rsdsave 2 


ESBSHSISCSFS*SO! #3 (B 

Service Pack 1¿$B$G¿ (B Kernel32 ¿$B$,=$@05$5$I$F$$$^$9$, ¢ (1 
ESBS*S@SP%0S, S"Sk$h$&$Gz (B 

http://www.microsoft.com/ japan/win95/modules/ 

¿SBSK¿ (BService Pack 1z¢$BSN=$@5HGS, Տ"ՏՏՏԲՏ"ՏյՏ՞Տ914չ (B 


ա 


ՀՏ8Տ6ՇՏՕՏՇՏՕՀ (B 


Psuke 


—-MESSAGE FILE 22468 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000090htm1. html 


--MESSAGE FILE 22469 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000091html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 

Subject: Re: LightWave =?1SO-2022-JP?B?GyRCJEQbKEI=?= Windows95 

Date: 8 Jan 1998 14:15:10 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 14 

Message-ID: <34b4ddebp3265@base.minoru.isl.intec.co.jp> 

References: <34b3a956pa369@base.minoru.isl.intec.co.jp> <34B47299.6396BCB@mxz.meshne 
t.or.jp> 

NNTP-Posting-Host: 202.226.28.135 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ա 


Շզ203222 ¿$B$N>>K\¿ (B ¢$B<BSG$9! #2 (1 


In article <34B47299.6396BCB@mxz.meshnet.or.jp>, p_suke@mxz.meshnet.or.jp 
says... 

>Service Pack 1:58Տ56Շ: (B Kernel32 ;SBS$,=S@5S5S1SFSS$S$%*S9S,¢(B 
>¿SBS“S@%SP%0S,S"SkShS&SG (B 
>http://www.microsoft.com/japan/win95/modules/ 

>¿SBSK¿ (BService Pack 1l1¿S$BSN=S$Q@5HG$,S*SSSF$"S$SjS“S9!#¿ (B 


¿SB$S=S&$S$S(S$SP!"$=S$S&S@$CS?!#S3S1SbS$S"$FSJS1S1$SP #2 (B 
¿SBSIS&SbS"SjS, SHS&!#z (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22469 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000091htm1. html 


--MESSAGE FILE 22470 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000092htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "kKAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: =?iso-2022-jp?B?GyRCUGOQkOyRIIOWJVyMLISUJNSNKGyhC?= 
Date: Tue, 07 Apr 1998 01:49:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <35290788.E0DC307@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; I) 


ESBShS&SdS/#5! S#5SKS"SCSWSOS1L!I<SISTS*S7S2! #3 (B ESB; YI'SSSOS*SASASISTISIS!ISIT!0¢g (B 
éSB!0¢ (B;; 
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¿SBSSS“S“SG7A>uSNGD0.SK61O+S7SFSSS?SNS, #0O#p#te#n#GHLOWs13S%e! <$Ge (B 
ESBMFOWSKSJISCS?5NS, SE&ES1ISTSSSGS9SM! #2 (B 


éSBSHS3SmSGDL>oHGSHSMSCSHSdSmS$ &$<HGSCSFSIS3S+0cS&SsSGS7SgS&S+!) !# (B 


¿SBM>CLS$G$9S, !"<h$j4s$; $G9XF~$7$ ?SNSGE9F, #P#O#SMOSNSP ! <33!<SIS,¢ (B 

i SBE=SCSFSIS/SF%1%8SNS*SPS5$s$, 3138SrBGSASIS, $i!I#1#2!$#8#0#01_$K$IJ$J$^$9!I; (B 
3s SBSCSF3 (B 

«Տ8805067ՏԱ5081508-1ՀՏԱՀՈՏՕՏ75550595, !"S9$0$K5$$E$+S1$F$7S^$C$? lfe (B(^^;; 
ZESBSASC!*!#!T!0!02 (B 


FA AA AA AT Տ Բ Տ ԱՐՈՒՆ Z77777 od od A իան էր մքի ոք oT 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
ԱԱ ՈՑ EP ee Սարմեն ր S աի «ԵՆ ն ԵՔ ՅԻ Bf E E Efe ef Be oe 


-—-MESSAGE FILE 22470 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000092htm1.htm1 


--MESSAGE FILE 22471 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/freetalk/00000093htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.freetalk 
Subject: Re: =?1S0-2022-JP?B?GyRCJGQkQyRII0wjVyM1ISUjINSNKGyhC?= 
Date: 7 Apr 1998 11:06:01 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 12 

Message-ID: <352a050dp2840@base.minoru.isl.intec.co.jp> 
References: <35290788.E0DC307@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.156.46 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <35290788.E0DC307@fa2.so-net.or.jp>, kazzyl68@fa2.so-net.or.jp 
says... 
>¿ SBSHS3SmSGDL>oHGSHSMSCSHSd$mS$ &$<HGSCSFSIS$3$+0cS&SsSGS7SgqgS&S+!) ! #3 (B 


ESBSISSSOSKS, S"SkKS+!"SISSS+!"SNOCSSSES1SI5$$,$9$k! #2 (B 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 
¿S$B%$j%s%$/@hJg=8Cf!#; (B 


--MESSAGE FILE 22471 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/freetalk/00000093html.html 


THT FE FE AE FE AE AE FE HH HE 
=E AE EAE AE EAE FE EAE E EH H 


——HHEEEEE HE HH HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions 
——HHEEEEEEE EEE EH 


--MESSAGE FILE 22472 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000001htm1-.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: =?is0-2022-jp?B?GyRCTFoxTCRsRnwkckk 90D0kOSRrSn1LISEpGyhK?= 
Date: Sun, 06 Apr 1997 20:33:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33478A12.4506@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.231.199.173 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SBEhSGS9!#¿ (J 


¿$B:#!"<<Fb$+$iD+F|!"M<F|$,$^$I$+$i<M$7$F$$$k46$8$N$Þb$N$r¿ (J 
éSBHELHEWSG; n$_SFSSSkSNS$GS$9$, SIS&SHSES*S/SSS-S*S;Ssl#e (J 
¿ $BAK$N$H$3$m$K:99~$, SbSdSNShS &SKSISkSdSDSG$9¢z (J 


ESBS5SSSWSkKSN!Ve (JCavefirez; SB!WSIST<jK!Sr;n$_SFSSSkSNSGS95S, ¿ (J 
ESBSIS+SIS+S&S*S/S$SS-S*S;Ssl#e (J 
¿SB%$"%W%m!<%$AS$S, 4V0cSCSFSSSKSNSGS7Sg$&S+!) 2 (J 


ESBSISIS?S$+S$hS$$<jK!S$r8£BECNSNI}SSSiSCS$7$c$$$%*$;$s$+2 (J 
¿SBšhSmS7$/S*4jS$SS7S“S9!1#¿ (J 

Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

éESB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22472 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000001htm1. html 


--MESSAGE FILE 22473 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000002htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCTFoxTCRsRnwkckk 90D0kOSRrSn1LISEpGyhK?= 
Date: Tue, 08 Apr 1997 00:29:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <334912E8.7FDB@ppp.bekkoame.or. յք» 

References: <33478A12.4506@ppp.bekkoame.or. յք» 

NNTP-Posting-Host: 202.210.132.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


iz SBEhSG$92 (J ¿$B<+8J%U%)%m!<$G$9; (J 


Motoji Shima wrote: 

SB: #!"<<FbS$+SiD+F | !"M<F|$, $*SIS$+Si<MS7SFSSSk46S8SNSbSNSr3z (J 
¿SB#L#WSG;nS_SFSSSKkKSNSGS9S, SISE&SHSES*S/SSS-S*S;Ssl#e (J 
éSBAKSNSHS$3$mS$K: 99-Տ, SbSdSNShS &SKSISkSdSDSG$9¢z (J 


ESBSSSSSWSKSN!Ve (JCavefire;$B!WSISI<jK!Sr;n$S_SFSSSkSNSGS9S,¢ (J 
¿SBSJS+SJS+S&S S/SSS-S“S;Ss!# (J 
ESBS"SWSm!<SAS, 4V0cS$SCSFSSSkKSNSGS7SgS&S+!)¿ (J 


ESBSb! &Sb$S7S+S7SFA4A3S"SwWsm! <SASr4V0cSCSFSSS?SNS+SJS!¿ (J 
ESBS*SKSeES"SkKSrFISSS$GSS$?Si¢ (J 

light¿$BS$SN¿ (JlensFlare¿S$SBSN¿ (UCentralGlow+GlowBehindObject;¿SB$GSSS1SkSNS+SJSŠS!¿ (J 
¿SBSASgSCSH;nS7SFS_S%S9¿ (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

¿SB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

-—-MESSAGE FILE 22473 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000002htm1. html 
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--MESSAGE FILE 22474 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000003htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shinpei Azuma <p_suke@mxz.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Re: [Q]:=?iso-2022-jp?B?ULNEGyRCJE4 9UE5PSn1LIRsoSg==?= 
Date: Thu, 24 Apr 1997 01:30:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <335E3934.2868@mxz.meshnet.or.jp> 

References: <3335D2E2.35C7@z.zzz.0r.jp> 

NNTP-Posting-Host: 133.205.86.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


John Lemon wrote: 

> 

> ¢ESBS3$sSKSASO! #2 (J 

¿SB:#$S4Sm5S$, SDSSSFS4SaS$sSIS5S$$! #Sb$&=PMhSFS$?SiSbSCSHS4S$aSsSIS5SS!#3 (J 


ESBS"SSS5SD$, CY$/SIS5S*S7S2?!#S3SsSPSsSO!"3z (JPsuke (¿$BEl¿ (J ¿$B?8J?¿ (J) gSBSGS9! #2 (J 
> 

> ¢SB4pK\E*SJ<ALdSJSNSGS$9$,!"z (J 

> ¿SB#L#W#3#D>e$GDS ՏԱՆ So escola ret Easy PNOS9Sk¢ (J 


> eSBI}K!S$r65$ (SFS/S@S5SS! #2 (J 

RSD SBSK=PNOS$7Sh$&$H; WS& SNSOSHSFSbSSSS$S3SHSGS9Sh! #2 (J 

:SBS55F1"; ( (JJohn Lemon; $BS5$s$"SIS?S0S$9SGSKz (JLW3D; SBSNz (JRSD. TIM; SBMQ3W3i%03S%sSOF~ 
<j$7$F$$;: (J 

ESBS*S9S+! #3 (J 

iSBSbS7$* —— 2 JLW3D¿SB$SN%U%S!!<%i%`$K%"%/%S;%9S7$F%@%&%Ss%m!<%SIS7SF$/SQ@S5¿ 
¿SBSS!#¿ (J 

¿SB%$S@%&%s%$m!<%I1$7$2?SiFE83+S7$F¿ (UREADME¿ $SB$SrFI$s$G%$W%$i%0%$%s$rEPO?$7SF$/$S@S5$S!#; (J 
README¿$B$K@bL@$,=q$$$F$"9$S3j$2$9!#¿ (Մ 

2 $BS*$? ! "6a$$$4SASKLGB}SKSVSAEVS ?5k$+$b$7$18*$; $8$, 4hDSSCSFS/$@S58$! #2 (J 

> 


¿SBCNSC$SFSkJ)ShSmS$7S/S*4jSSS7S S9!#¿ (J 


> 
> 
> 
> [KKK KKK KKK RK KKK KKK KKK KK KK RK KKK / 
> 
> 
> 


See You! 
From <akimi2@z.zzz.or.jp> 

/ k * < k k KKK KKK k k k k k k k k k k K k k k k k KK / 

bof If OT 7 AT ՄԻ 1 fed] FA. 
Name :Shinpei Azuma 
E-mail :p_suke@mxz.meshnet.or.jp 

/7-7.-7-7-7-7-7/-7-7-7-7/-7.-7.7- 7-7 
—-MESSAGE FILE 22474 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000003htm1. html 


--MESSAGE FILE 22475 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000005html-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "katu" <beru@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Flatness 

Date: 2 May 1997 01:18:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <01bc5696$221de940$83b684d2@host.so-net.or. յք» 
NNTP-Posting-Host: 210.132.182.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB#K#A#T!?#USHSSSSSAS9!#: (J 
¿SŠBS$S*?RSMS$7$2?S$SS;vŠS, SASgSCSHM-S$SkS$SsSGS9!#;¿ (J 


LW3D¿SBSN%S *%sK%se%$"%skSK!"J?LLS8ScSJSS%S]%jJ%4%SsSO%S"%K%Sa!<%S7%g%s¿ (J 
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¿SBSN; ~SKODSs$G$7S$*S&!"SHSt+t=qSSSFS"SCS?ShS&SI5S$, ee (es 
éSB<B: ] SISNDXEYS“*SGSJSiSASiSDS+SISSSNSGS7SgS&S+!) J ¢SBO11~#1!sLS$K~¢ (J 
ESBSKM‘*S (SF:nSCSFSkSs$GS9S, !&!&!&!#SISJS?S+655( bee ees tag 


éSBSHS3SmSG<+Jd, !";M3Q7A%] 33 S43SSNODS_Sr?tCMF~NOSGD>S7SFS“*S9! #2 (J 
ESBS"SHSbD%G6%5SSS0SbSTSKSYS/#PH#SSGFOS+S9SHS-—SN; VSr9OMS ($F!"7Z$/$9$k¿ (J 
éESBS?SaSK!"<j:n6HSGSbSGSjISSSOSTSFSkSSSGS9!#SG!"S=SN:n6HSN8ZN (>eS$2¢ (J 
2 SBS 25S$NSG! "2<SKM-Sk$h$&S$JSbSNS, ; H$$82$$$G$9! #3 (J 


ESBSI$I$?$+$3$s$I5 !G=; } SCSF$kS=ZUSHSASWSiS0%S3SS7SCSFS*$9S+!) 
ESBSbS7$/SOS3SNSd$jI}$G:nS1SPBg>fIWSJI}K!SHS+!&!&!&=PMhS?Si¢ (J 
2$B65$ (SF2<S5$$! #2 (J 


¿SB#1!1';M3Q7A%]%3 


SNODS_Sr<+FOE*SKD>S7SFJ?LLSKS9Sk!#¿ (J 
¿SB!JS=S$N;M3Q7A 54 


33SN<~$4S, ; 0307A%] $434SS5N; ~SK!Kz (J 


%4%s 

%]%j 

¿SB#21';M3Q7AS]%3J%S4%s$Sr$DS/SkSH$S-SK!"#3SDEQS$SrCV$$$S?Si!";DS3SN#1EQSN; (J 
¿SBCV$/O0LCV$r<+FO0E*SK!J#4SDSNEQS$SN!KJ?LLFb$SK@)8B$S9Sk!#¿ (J 


P.S. LW3D¿$B$r¿ (U5.0¿SBSK¿ (JUVersionUp¿SBS7S?SNSK¿ (J5.5¢SB$, !&!&!&!&!# (J 
¿ŠSB$G$b; (UPS; $BSGF0S+S9$h$&$SJ7ZS$S%Sb%šG%kS7S+:n$C$ŠF¿ (J 
¿SBSJSSS+S$Si$S"$*S3j1F6AL5SSS+S$Sb!#S$SGSbM 57ՏՏ 8: (J 


--MESSAGE FILE 22475 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000005html.html 


--MESSAGE FILE 22476 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000006html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: =?1s0-2022-jp?B?U3VyZmF jZRSkOkBfRGODKEO=?= 

Date: Thu, 22 May 1997 12:53:20 +0900 

Organization: Digital Media Lab. 

Lines: 12 

Message-ID: <3383C330.1379@tokyo.dmlcyber.co.jp> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SB%1%S%"%S&%SHSG:n6HS7SFSSSF5SIUSSS?SsSGS9S, !"S5!<SUS'S9@_DISN! Vz (JEdge 
Transparency; $B!WSG!"!Vz (JTransparent¢$B!WS*SW%7%g3sSrA*BrS7SFSb!"S*5V%S8S'S/SHSNE (J 
¿SBS (%C%8S,>CS (SUSSSHS-S,S"0SJS%S;SsS+!)¿ (J 


¿SBSISsSJ>r7o$G$=S$1%$,$*S-SkSNS+!"S*S@Sh$S/J,S+Sj)j$2S;Ss!#%*%V%8%'%/%HSŠN7A>uSN (J 
¿SBLdBjSJSNS+!"%i%S$%SH%&%'!<%VS$NJJSJSNS+SDBITL@$GS9!#$ISJS+$?$=SN860x$+2r7hK!¿ (J 
ESBSLCNSCSFS*SiSl$*$;$s$+!)e(J 


¿SBS3jSgS&¿ (J 


E-Mail : ryo@tokyo.dmlcyber..co.jp 
-—-MESSAGE FILE 22476 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000006htm1. html 


--MESSAGE FILE 22477 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000007html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ryo <ryo@tokyo.dmlcyber.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCUVwlcyROO0gkJEp9GyhK ?= 

Date: Thu, 05 Jun 1997 12:26:40 +0900 

Organization: Digital Media Lab. 

Lines: 16 

Message-ID: <339631F0.6687@tokyo.dmlcyber.co.jp> 

References: <32F57C17.5678@tokyo.dmlcyber.co.jp> <01lbc13f6Sa9b930e0SLocalHost@lunari 
s> <330177DC.17C8@tokyo.dmlcyber.co.jp> <0O1lbcle98S$14abffd0S5480e7ca@lunaris> 
NNTP-Posting-Host: 202.228.62.216 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBSS$d$!!"SbSN$9S4S/CY$$%1%9SKSISCSFS7S$*SSS°S$7$2!#S jSgG$&SGS9! #SaSCSHS\SSSNz (J 
¿ $B; HSSI}$rM}2r$G$-S*S7$?!IS[SsSH$+!) IK! #2 (J 


2 SBSDSSSGSK<ALAS7$?SSSNSG$9$, !"%=%U%SH%$%*!<%8%e$N$h$&$K!"%N%s$rJT=8$9$k$3$H¿ (J 
éSBSOSGS-SISSSNSGS7SgS&S$+!)¢ 

¢£SBS?SHS (SP! "0S! "B-! "FOBNSH! "JL! 9SK%\%SsSr:nSCSFS*SSSF!"S"SHSGS=S$1S$iSr3,AX2=3 (J 
ESBS7S?SISHS+! #2 (J 


V V V V 
V V V V 


¿SBS$S(!<!"S3$S1SO!"#L#WSGSSS&SH!"!IV%$NSsF1;NSr%Z%S$"%1%s%H@_Dj$9Sk!WSr!"%0%1i%SUS#¿ (Մ 
¿SB%+%k$KJT=8SGS-Sk5!G=SGS9!#¿ (J 


ee 5 G%kS$SrF0S+$S;SkShS&SKSJSCS?SNSG!"#O#KSHSSS&S3¿ 
ESBSHSKS7$*S9! #2 (J 
¿SBSIS&SbS$S"Sj$, ŞH$&$4$6$$$^$7$?! #2 (J 


¿SBSjSgS&¿ (J 
--MESSAGE FILE 22477 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000007html.html 


--MESSAGE FILE 22478 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000008html.html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: =?iso-2022-jp?Q?trueSpace3_=1BSBSN:BI87O=1B=28B?= 
Date: Thu, 5 Jun 1997 04:30:52 -0700 
Organization: SCEA Net Yaroze News 
Lines: 15 
Message-ID: <5n671r$7d028@scea> 
NNTP-Posting-Host: pm3a-3.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


trueSpace3 ¢SBSr;HSCSF%b%G%4I%S%0S7S?%G!<%?Sr¢e (B oe ՆԱ ԱՆ ՈՐՆ 
¿SB:BI87OS, %*%V%8%'%/%HSN@hC<¿ (B (¿SBS$SbS7S/SO3Q¿ (B) ESBSK@_DjSSS1SFS7S*SSS*S9! #2 (B 
¿SBJT=8CfSO¿ (B Coordinate System ¢SBSr%*%V% petra E j. _DISTSFS"SkKSNSGS9S, 161614 
¿ (B 

¿SBSJS<SGS7SgS&¿ (B? (^^; 


ՀՏԲՏԵՏԱԵՏԵՏԵ:81870Տ, CE? 4SKS"Sk3*3V%38S'S/SHSGS5S (!"O1C6FIS_9~S$s$GS$+Si¢ (B RSD ¿$B7A<0$G 
(B 
SBI] ]B8S9SkSH!"Sd$Q$j5:BI870S,%:S1SFS7S*°SSS“S9! #2 (B 


2$B=hJ}d5$*445$$$7$*S9! #2 (B 


Kenshin 
kenshin@pacificnet.net 


—-MESSAGE FILE 22478 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000008htm1. html 


--MESSAGE FILE 22479 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000009html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: trueSpace3 =?iso-2022-jp?B?GyRCJE4 6Q0kk4N0 8bKEo=?= 

Date: Fri, 06 Jun 1997 00:10:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <3396D6FF.5468@ppp.bekkoame.or.jp> 
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References: <5n671r$7d028@scea> 
NNTP-Posting-Host: 202.231.199.173 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Fujiwaraz$SB$5$s; (J ¢SBSOS8SaS*S7SF3 (J ¢SB%U%) !<%iS° S4!<%S@!<SNEHSGS9! #3 (J 


ESBHETHS#3S0F | K\SGSOS$*S$0%535!<S9ST7TSFSISSSH; WSSS*S9! #3 (J 
LESBSG! "SASgSCSHS3SASiSGSOSOS+S4S+SMS*S9! #3 (Մ(՞՞չ 


Kenshin Fujiwara wrote: 

> 

> trueSpace3 ¢SBSr;HSCSFSbSGSjSSS0S7TS?SG!<%S?Srz(J RSD ¢SB7A<0SGJ]B8S9SkSH!"SIS<S$+3 (J 
> ¢SB:BI870S, 525Մ585'Տ/ՏԱՏԱՇԻՇՀ: (JU (¿SBSbS7$/SO3Q (J) ESBSK@_DIS5SSISFS7TS“*SSS*S9! #2 (J 

> ¿S$BJT=8CfSO¿ (J Coordinate System ¢SBS$r%*%V%8%'%S/SHSNCE?4SK@_DISTSFS"SKSNSGS9S, !&!& 
l#e (J 

> ¢eSBSIS<SGS7SgS&i (U? (^^; 

> 

> ¢~SBSbSHSbSH:BI870S, C£?4SKS"SkS*S3VS8S'S/SHSGS5S (!"O1C6FIS_9~SsSG$+Siz (J RSD ¿$B7A<0 
$G¿ (J 

> ¢SBI]B8S9SkSH!"S$dSQ$4:BI870S, :S1SFS7S*SSS*S9! #3 (J 


Coordinate System; SBSHSSS&SNSO#A#X#HI#SSNG_DISNS3SHSGS7SgS&S+!) (7 
¿SB51%P!<%S8%g%sS$SGSO%0%Sk!<%W2=S$S7S?SjS9SkSHShS/S3S$S1S,S:S1S?S3JjS7S?SNSG¿e (J 
ESBS3SNIUS, 4X78S9SKSNS7SgGSE&S+SM!) (J 


ESBSHS3SmSG#T#S#3SGSO#R#S#D=PNOS5%] !<SHSSSISFSSSkShHSESGSIS, ¢ (J 
ՀՏԹՏ3515018Հ` $GAuHw$ 5S1SFSSSkSNSGS7$g$&$+!) ¢ (J 

¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

éESB"S!{¢ (J E-mail mailto:resource@fl.scei.co.jp 

ESB"! e (J URL http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22479 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000009htm1. html 


--MESSAGE FILE 22480 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000010htm1 html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: =?iso-2022-jp?Q?Re:_trueSpace3_=1BSBSN:B1I870=1B=28B?= 
Date: Thu, 5 Jun 1997 11:31:17 -0700 
Organization: SCEA Net Yaroze News 
Lines: 28 
Message-ID: <5n70a7$7d029@scea> 
References: <5n671r$7d028@scea> <3396D6FF.5468@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: s253n021.csun.edu 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Motoji Shima wrote in article <3396D6FF.5468@ppp.bekkoame.or.jp>... 
>i SB#T#S#3$OF | K\$GSO$*S$0%5345!<S9ST7TSFSISSSH; WSSS*S9! #2 (B 
>¢ESBSG! "SASgSCSHS3SASiSGSOSOS+SjS+SMS*S9! #2 (8(՞՞չ 


>Coordinate System: SBSHSSS&SNSO#A#X#I#SSNG@ _DISNS3SHSGS7SgS&S+!) 2 (B 
>£$B51%P!<%8%gssS$G$O%0%k ! <sW2=$7$?$ 5S 9SkSH$h$/$3$1$,$:$1$?$j$7$2SN$Gz (B 
>¿$B$3SNJU$, 4X78S9SkKSNS7Sg$&$+SM!) ¢ (B 

> 
>¢SBSHS3SmSG#T#S#3SGSO#R#S#D=PNO%5%] !<SHSSSISFSSSkShS&SGS9S, ¿(B 
>¿$B$3$1$O0OI8=` SGAUHWS5S1SFSSSkKSNSGS7S$g$&$+!) ¢ (8 


trueSpace3 ¢S$BSOF|K\$G6%534!<39S5S1SFSSSkSH; WSCSFSSS*S7S$?! #2 (B 
ESBBGJQO<:NiS7S*S7S?! #2 (B 

Coordinate System ¿S$BSOc¿ (B Axis ¢$BSN; vSr0OUL#$7$?SDS$b$ j$G$9S, !"$d$0$4$351$,%:%1$%S$9! 
# (B 
:SBS"$Hz (B trueSpace3 ¿$B$G$O¿ (B RSD ¿$B5Z$S¿ (B TIM ¿S$BSOI8=`S$GFIS_=q$-SGS-$*$9!#; (B 


x 
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¿SBS5SiSK¿ (B Inverse Kinematics(IK) z;$BSbI8=*$G;HMOSGS-SkSNSG!"; (BLightWave 3D ¿SBSN 
ՏիտճՏժչ (B 
¿SB%N%s$SNQ@_DjSb2DG=$KŠJS3jS S7S?!# (B 

¿SBS[ISHSsSI¿(B PlayStation ¿SBSNS?SaSKS"SkShS&SJ%SD!<%SskSGS9!#¿ (8(՞՞չ 

¿SB51%P !<%$8%g%šs$N¿ (B trueSpace ¿S$BS$SO;HS$SC$?;v$, $JSSS$SGS9S, !"$=$1$i$K$b:BI870$,%:%1$k8= 
>] $, ¿ (B 

¿SB8+SiS1S?SNSGS7SgS&S+!)¿ (B 
¿SB$JSKS+2r7h:v$OSJSS$GS7Sg$S&S+SM!&!&!&!# (B 


Kenshin 
kenshin@pacificnet.net 


—-MESSAGE FILE 22480 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000010htm1. html 


--MESSAGE FILE 22481 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
000034/զսօտեւօոտ/00000011հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: trueSpace3 =?iso-2022-jp?B?GyRCJE4 6Q0kk4N0 8bKEo=?= 

Date: Fri, 06 Jun 1997 20:18:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <3397F211.COB@ppp.bekkoame.or.jp> 

References: <5n671rS$7d028@scea> <3396D6FF.5468@ppp.bekkoame.or.jp> <5n70a7$7d029@sce 
a> 

NNTP-Posting-Host: 202.231.199.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Kenshin Fujiwara wrote: 

> 

> trueSpace3 ¿$B$OF|K\$G%j3a¿ (J[¿$B%9$5$1$F$$$kK$H; WSCSFSSS*S7S2! #3 (J 
> zSBBgGJQ<:NiS7S*S7S2!#2 (J 


ESBSSS (SSS (!"$3SASi$OAa$/%j%j!<%9$7$SFM_$7$/$F<s$rD9$/$7$F¿ (J 
éESBBISCSFSSSkKSHS3SmSGS9! #2 (J 


> Coordinate System ¢SBSO;(J Axis ¢SBSN; vSr0OUL#$S7$?SDSbSj4SGS9S, !"SdSOSjJS3S1,%:%1S “S 
9!# (J 

> :SBS"SHz (J trueSpace3 ¿$B$G$O¿ (J RSD ¿$B5Z$S¿(J TIM zSBSOI8=" SGFIS_=q$-SGS-S$*S9!#¢ 
(J 

> ¿SBS5SiSK¿ (J Inverse Kinematics (IK) ¿$B$bI8=`$G;HMQŞ$G$-$kK$N$G!"¿ (JLightWave 3D ¿$B 
SNShS&SJ¢ (J 
> ¿$B%\%s$N@_Dj$b2DG=$K$J$J$^$7$?!#¿ (J 


¿ SBSGSbHG$G8 ! >Z$7$*$7$2?S$, SJS+SJS+NISSSGS9SM!#>e5-SN5!G=$bS9S$SPSiS7SSS7¿ (J 
E S$BSF%-%9%A%C!<$r#3#D>e$G2C9)$G$-$k$N$b$$$$$G$98e!"¿ (JDirectXz$BBP1~SHS$S$S&S3SH$G; (J 
¿$B4r$7$$8B$J$G$9!#¿ (J 


> ¢SBS[SHSsSI¢(J PlayStation ;¢SBSNS?SaSKS"SkShS&SJI%D!<SkSGS9!#¢ (I(^^; 

> ¢$B51%P!<%8%g%sSNz (J trueSpace ¿$B$O0O;H$C$?; v$, ՏՄՏՏՏՕՏՉՏ, !"S=S1SiSK$b:BI870$, %:%1Sk 
8=>] $, ¿ (J 

> ¿$B8+$i$1$?$N$G$7$g$&$+!)¿(J 

> ¿SBSJSKS+2r7h:vSOSJSSSGS7SgS&S+SM!&!&!&!#¿ (J 


ESBSOS?S7Sb<4SKSDSSSFSO61STSSSGS*S9! #3 (J 

¿SB:#SOS7Sh$&$, STISSSNSGHT#SSGSDSG% ISSSOSTSFHLE (JightWave3D; $B$r7PM3$7SFz (JRSD¿$B$X$+ 
Տ- (J 

¿SB=PS7SF¿ (J 

TMD; SBSr@8@.S7SFS*S9! #2 (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¢$BBg:e2 (J (OSAKA) 
¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
¿SB""1 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 
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-—-MESSAGE FILE 22481 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000011htm1.html 


--MESSAGE FILE 22482 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000012html1-.html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: =?iso0-2022-jp?Q?LightWave_3D_=1BSBM=5F$7$$!&!&!&=1B=28B?= 
Date: Sun, 8 Jun 1997 16:39:37 -0700 
Organization: SCEA Net Yaroze News 
Lines: 22 
Message-ID: <5nffht$ j6g2@scea> 
NNTP-Posting-Host: pm3b-25.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


LightWave 3D ¿SŠBS,LcS$S(SJSS¿ (B SCEA ¿$B$N¿ (B Kenshin ;SBSGS9! #2 (B 

¿SB$S=S&SGS7S?$+!" (BtrueSpace3 ¿SBSN:BI87OS, 68SCSFS7S*SCSFSb3'S5SsSKSO; (B LightWave 
3D 
ESBS,S"SCS?SsSGSOSM!IE&!&!&1 #2 (8(՞՞չ 
¿SBS3SASiSO¿ (B trueSpace3 s N E $; $s! #¿ (B 
25801: Ան B SCEA ¿$B$G$b¿ (B LightWave 3D ¿$B$NL5NAG[I[$N1=$,$"$j$^$7$?$,!"8=:_$G$b$ 
“S@1=SNz (B 
ESBS*S*SGS9! #2 (B(ESB5c¢ (B) 
¿SBS3SASiSGSO; SN%$sb%G%i!<!WS$S,L5$S/!"3F%Sf!<%6!<$,¿ (B LightWave 3D ¿$B$J$j¿ (B 
3D Studio Max ¿$B$J$j¿ (B trueSpace ¿$B$r?tI4%I%kJ'$C$FJLES9XF~$9$k; v$K$JŠC$F$$$^$9!# 

; (B 
Ç ¿SB8=:_SN¿ (B trueSpace3 ¢SBSbJLESSK9XF~S7$*°S7S$?¢ (B) 

pe >SCSF!I"S*6bS, ae %f!<%s6!<S$SO!V%sb%SG%j%s%0S9SiSGS-SJSS!WSHSSS&Hs>pSJ>u675SK; (B 
ESBSISCSESSS*SO! #3 (B 
SCEI ¿SBSNJ)!9!"$3$Ss$J0%$1$J;(B SCEA :SBSN2qO0wSKO18DSN%3%T!<SGShSSSNSG; (B LightWave 
3D 

¿SB$r2<$5$$!&!&!&!#¿ (B(¿$B9f5c¿ (B) Հ-- zSBSbSASm$sAwIUG@hSOF | K\$N=; =j$G7k9=$G$9! #2 (B 
(ToT) 


(z$B%K%e! <S9SKEJ9FSOSKFOMFSGSIS/SFS9$_$*S;$s2 (B(%%;) 


Kenshin 
SCEA Net Yaroze 
Email: kenshin@pacificnet.net 


—-MESSAGE FILE 22482 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000012htm1.html 


--MESSAGE FILE 22483 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 

00003d/questions/00000013html1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Shade-debut=?1SO0O-2022-JP ?B?GyRCJEokcyQrJE8kSSOmJEckNyRnJCYbKEI=?= 
=?1SO-2022-JP?B?GyRCISkbKEI=?= 

Date: Fri, 20 Jun 1997 13:50:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <19970620135041lberu@fa2.so-net.or.jp> 

References: <5nffht$j6g2@scea> 

NNTP-Posting-Host: 203.216.8.156 

X-Posting-Software: WSNews 2.01 


= 


¿SB%+%DSGS9!#;¿ ( 


>LightWave 3D ¿$B$,Lc$($J$$¿(B SCEA ¿$B$N¿ (B Kenshin ¿$B$G$9!#¿ (B 


Net Yaroze newsgroups message dump.txt 


>This thread reminds me of a news story I heard a few years back about 
>two guys who shot and killed each other in an argument over a traffic 
>accident that neither was involved in. 


Hey, we pulled back from the brink of all out war...[grin] 


>For what it's worth, I probably could have restored my registry with 
>the new Win98 tools but it was much easier to just reload win98 and 
>restore everything from my JAZ backup. 


Ahh, so it was corrupted registries. You sure were p.o.ed that 
night, but I did never ask exactly what happened. My registries became 
corrupted last year in Win '95 OSR 2.0, I had no backup, and it was 
either format and reload or cope with endless annoying warning boxes. 
It was worse than constantly hitting the 'ոօ' button on cookies. I 
learned my lesson, keep a backup of your registries. 

I was eating dinner when you stopped in on the chat last night, I 
have some questions about E3 I am going to post in our freetalk 
section. Why should these bloaks have all the fun... 


-Matt 


Page 1505 


--MESSAGE FILE 2377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01080 


--MESSAGE FILE 2378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001081 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: quiet 

Date: 3 Jun 1998 13:10:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <613hv1S608@chuka.playstation.co.uk> 


References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> 


NNTP-Posting-Host: n26.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6llcv2$604@chuka.playstation.co.uk 


"Graeme Evans" <evans@fourny.demon.co.uk> wrote: 

> 

>>Very quiet round here the last couple of days. Everyone busy coding I 
>>guess ! 

> 


>i think its because they switched off the old news server without telling 


>anyone. I was offline all weekend until i tried the news on 
>www.netyaroze-europe.com 

> 

> 


? I always (and am doing so now) use news.playstation.co.uk 


—-MESSAGE FILE 2378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01081 


—-MESSAGE FILE 2379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001082 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Wed, 03 Jun 1998 16:00:49 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <35756521.89CCB2A5@scee.sony.co.uk> 


References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> <61 


3hv1S6o08@chuka.playstation.co.uk> 
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> 2 $B$3$A$i$G$0; v<B>e! VI8=" $N%b%G%i!<!W$, L5$/!"3F%f!<%6!<$,¿ (B LightWave 3D ¿S$B$JSj3:; ( 
B 
>3D Studio Max ¿$B$J$j¿(B trueSpace ¿$B$r?tI4%I%kJ'$C$FJLES9XF~$9$k; v$K$J$C$F$$$^$9! 
#2 (B 
> (3 SB8=:_$Nz (B trueSpace3 ;SBSbJLESSK9XF~$7$*°S$7$?¢ (B) 

>¿$B=>$C$F!"$*6b$,L5$$%f!<%6!<$SO!V$b%$G%j%s%0$S9$Si$G$-$J$$!W$H$$$&Hs>p$J>u675K; (B 
>2¿SBSJSCSFSSS“S9!#¿ (B 


$B! !0; 30Bg2&Ey$N%U3 3 ! <3=SUSHSHSSSEA*Br;hS, S"SkS$+SbS7$18%S; Ss! #3 (B(%%; 
DXF; $SBS5$ (@8@.SGS-S$1$P!"¢ (BPS; SBSK; }$CSFS3S1SkSNSG! Ք: (B 


2$B!!$=S&SSS ($P; (BShade-debut ; SBSCSFSN=PSk$_$?SSSGS9SM! #2 (B 
¿$B$+$J$JOB$$$7!"¿ (BShadezg $BSd$m$&$<!*SCSFSSS&SUS) !<3iS>S,S"SkSOSiSSS@S+Si¢ (B 
RSD; SB=PNOSGS-S$kS$+S$b$7$18%S$;$sSM! #2 (B 


>SCEI ¿$B$NJ}!9!"$3$s$J0%$1$J: (B SCEA ;SBSN2q0wSKO18DSN%3%T!<SGShS$$S5N$G; (B LightWave 
3D 

> ¿SBSr2<S5SS!&!&!&!#  (B(¿SB9f5c¿ (8) Հ-- 2 SBSbSASm$ SAWIUGHhSOF | K\$N=; =j]$G7k9=SGS9! #3 ( 
Ք (ToT) 

> 


ESBSGSbS=SUSHS AS1S8ScSIS/SISSSOSKSHOSSSKSSSGSISHSM!&!&!&!#e (B 


> (gSB%K%e! <%9SKEJ9FS ISkKFOMFSGSJIS/SFS9$_$%*S; Ss (8(՞՞:) 
> 


ESBSGSO! "KMSb! #2 (B 


LW3D¢ $B$NF | K\81%U%) 3sSHSrsb%G%k$K$ 9Sk%WSi%0%S%SSCSFIT40A4!) չ (B 
D-STORMz SBS$5$s! #S*SHSbSISNG[I[S7SFS/$@S5$$ ! #<j:n6HSG=S@5S9SkS7S$+z (B 
¿SBSJSSSNS+$J!)¿ (B 


ESBSHS3S$m$G01$D5?LdS$, !#¢ (BRSD¿$SBSC$F#53Q07A0J>e$N%s]%j%S4%s$O07$ (SUSSSSSGS7Sg$&$+!) 2 (B 
LW3D¿SBSN¿ (BRSD; SB=PNOSG#53Q7A=P$; SUS+SCS?SNSG! #S5@S1$+655 (SFS/SQS5SS!E!&!&! #2 (B 


—-MESSAGE FILE 22483 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000013htm1.html 


--MESSAGE FILE 22484 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000014html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "uni" <uni@po.miyako.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Shade-debut¿$B$J$s$+$O$I$&$G$7$g$6&!)¿ (J 

Date: 21 Jun 1997 16:05:13 GMT 

Organization: miyako 

Lines: 15 

Message-ID: <S5ogu3p$rh0@newsl.scei.co.jp> 

References: <5nffhtSj6g2@scea> <19970620135041lberu@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.239.74.46 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS&SKSGS93 (J 


> ¢SBSHS3Sm$G01SD5?LdS, 12 (URSD¿SBSCSF#53Q7A0J>eS$SN%]%j%4%sS$SO07S (STSSSSSGSTSGSESt+!) 2 ( 
J 
> LW3D¿$B$N¿ (JRSDz;$B=PNO$SG#53Q7A=P$; SJS+SCS?SNSG! #S@S1$+65S (S$F$/$S@S5$S$S!&!&!&!#¿ (J 


RSDzSBSCSFSSS&ES+!"3 (JTMD: SBS, ; 03Q7A$H; M3Q7A%] $3%4%SSKS7$+BP1~S7SFSISSSNSGz (J 
ESBO7S ($*S;Ssl#e (Մ 

ESBS[!<SIS&S'S"SNETIGSAS+Si; ET} SISSSSSGS7$g$é&! #2 (J 

¿SBJ, 33S7$FSdS1$PLdBjL5$S$Ss$8S$ScSJ$SS+SJ!)¿ (J 


Taisuke Fukuno (uni@po.miyako.co. jp) 
http://sariel.miyako.co.jp/~uni/ 


—-MESSAGE FILE 22484 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000014htm1. html 


Net Yaroze newsgroups message dump.txt Page 15042 


--MESSAGE FILE 22485 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 

00003d/questions/00000015html-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Shade-debut=?1ISO-2022-JP?B?GyRCJEokcyQrJE8kSSQmJEcCKNxsoQg==?= 
=?1SO-2022-JP?B?GyRCUGcCkJiEpGyhC ?= 

Date: Mon, 23 Jun 1997 03:56:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <19970623035657beru@fa2.so-net.or.jp> 

References: <5nffht$jég2@scea> <19970620135041lberu@fa2.so-net.or.jp> <5ogu3p$rh0@new 

sl.scei.co.jp> 

NNTP-Posting-Host: 202.239.117.163 

X-Posting-Software: WSNews 2.01 


2 SBS+3DSG$9! #2 (1 


ա 


- 

>RSD; SBSCSFSSSE&S+!"z (BTMD¿ $SB$, ; O3Q07ASH; M3Q7A%] %3%4%SSKS7$+BP1~S7SFSISSSNSG; (B 
>¢SBO7$ ($*S;Ss!#z (B 

>2SBS[!<SI%&S'S"SNETIGS@S+Si; EJ} SISSSSSGS7TSgSE! #2 (B 

>2 SBI, 3dS7SFSdS1SPLABIL5S$S$s$8S$cSIS$$+$J!) չ (B 

> 


¿SB!!S=S&S@SCS?SsSGS9S+!#65S (SFS/S1$SFS"Sj$S,SHS&!# (B 


¿SB!!:#S“SGJ, 33d$S 7$FSdSkSH%7%' 1! <%SG%#%s%0$,;WSSDLSJSKSSS+SJS/SJSk!&!&!&SCSF¿ (B 
¿SB4VOcSC$?!J71LBSCS?!)!K9M$ (UzSS$FS?2Ss$GS9S1$IJLSK$=$sSJ;v$SJSS$_S?SS$GS9SM!#;¿ (B 
¿SBSGSb#3#D#C#GSN8w!J?'!KSN:F8=S$SCŠFSASgSCSHJQSJSHS3S,$"Sk$h$SJS!!# (B 


katu beru@fa2.so-net.or.jp 
--MESSAGE FILE 22485 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000015html.html 


--MESSAGE FILE 22486 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000016htm1l-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comconet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?iso-2022-jp?B?GyRCS1xFdiROPW1KYiRHJDkhIiQ5JCQkXiQ7JHMhIxsoSg==?= 
Date: Thu, 26 Jun 1997 21:55:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33B266C9.5CO0C@comconet.or. յք» 

NNTP-Posting-Host: 202.225.174.157 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


ESBATSGS9! #2 (J 
¿$B$3$A$i$K$0;O$a$F<ALd$5$; SFSSS?S@S-S*S9!#ShSmS7$/S*45SSSSS?S7TS*S9! #2 (J 
¿$B:G6a$d$C$H#3#D$K<j$r=P$7$?=j$J$N$G$9$, !"SASGSCSH: SSCSFS*SjS*SO! #3 (J 


¿SB8=:_! "#Mi#a#c#i#n#t#iotfshh>eSN#S#h#a#d#eSGsb%sG%j%s%s0SrSŠ7SFSSS*S9S, !"¿ (J 
ESBEDEX#ESKS (3/39%3] ! <SHS7SF#R#S#DSKŠ7!"#P#S>eSGI=<(S$9Sk$ŠH%$b%SG%kSNI=N"¿ (J 
éSBS,N"IVSCSFSSSkS3SHS,B?S/!"BP=hSK:SSCSFSSS*S9! #2 (J 


¢SBFCSK<+M36JLLS$, 68SCSFS7S*SSS*S9! #2 (J 
ESBC1ISK! "K!@~S, 5USr8~SSSFSSSkS@S1S@SH;WS&SNSGS9S, !"<+M36J@~Sr2sSE>S7SF¢ (J 
¢SB<+M36JLL$r:n$k>19g$JS$I!"2sE>J}8~SrJQS$ (SFS_SFSbLdBj$, 2r7h$7$%$;Ss!#¢ (J 


¿ SBK! @~SNJ} 8~$r<+M3 SKJQ$ ($k5!G=SbL5$$$h$E$K8+$ (SKSNSG!"$*<j>e$2S7$F$* 3 (Մ 
ՀՏ85յ5՞5914չ (J 


¿i $B$I$I$?$+$*=u$12<$5$$$^$; !#¿ (J 
--MESSAGE FILE 22486 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
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003d/questions/00000016htm1. html 


--MESSAGE FILE 22487 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000017html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS1xFdiROPWLKYiRHJDkhTiQ5JCQkXiQ7JHMhI xsoSg==?= 
Date: Thu, 26 Jun 1997 22:49:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <33B2737B.62EC@ppp.bekkoame.or.4j> 

References: <33B266C9.5CO0C@comconet.or.jp> 

NNTP-Posting-Host: 202.231.199.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¢ SBSOS8Sa$*$7SFSUS) !<%i%$`%j!<%Q@!<$NEh$G$9!#;¿ (J 
Soichiro Takabayashi wrote: 
¢SBFCSK<+M36JLLS$, 68SCSFS7S*SSS*S9! #3 (J 


éESBCISK! "K!@~S, 5USr8~SSSFSSSkS@S1S@SH;WS&SNSGS9S, !"<+M36J3@~Sr2SE>S7SF¢ (J 
¿SŠB<+M36JLL$r:n$k>19g$JS$SI¿ (JAZ $B2sE>J}8~SrdQS (SFS_SFSbLdBj$, 2r7h$7$*$;S$s!#z (J 


ESBK! @~SNIT}8~Sr<+M3SKJIOQOS ($k5!G=SbL5$$ShS&SK8+S (SKSNSG!"S*<j>eS2S7SFS*¢ (J 
ՀՏՔՏ)Տ՞Տ91 #2 (J 


VVVVVVVV 


¿$B$I$J$?$+$*=u$12<$5$$$^$; 18: (J 


é$B<+M36J@~SNJ}SN6q9gGSSS, SISNDXEYSISNS+S0$+$4$%*S$;Ss$,¢ (J 
ESBSOSYSF5USNK! @~SNH?E>SO#D#X#FHZ#RHESHDSNS ] S{S4SSBORQ-SNz (J 
2$B!VK! @~SN5UE>!WSd! VN"I=3] $5%4%s!WSISs$+S$r; n$5SS1SFSOSTSESGS7$g$ES$t!) 2 (J 


¢SBK!@~SKSPSiSDS—-S$, S"Sk>19gSO&SbSGSi ! <SG=$ 5S 9SkS7S+SISSSH; W$&$s$G$9$,¿ (J 
ESBHESH#h#tatd#ed } SOSASGSCSHSOS+SIS+SMS*S9¢ (Մ(՞՞չ ESB! #2 (J 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

¿SB""1 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 

--MESSAGE FILE 22487 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000017html.html 


--MESSAGE FILE 22488 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000018htm1l-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comconet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS1xFdiROPWIKYiRHJDkhIiQ5JCQkXiQ7 JHMhIxsoSg==?= 
Date: Fri, 27 Jun 1997 02:41:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33B2A9C9.5142@comconet.or.jp> 

References: <33B266C9.5CO0C@comconet.or.jp> <33B2737B.62EC@ppp.bekkoame.or.4j> 
NNTP-Posting-Host: 202.225.174.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Motoji shima wrote: 
ESBSOS8SaS*S7TSFSUS) !<%i%S`%j!<%s@!<SNEhSGS9!#¿ (J 
é $B<+M36J@~SNJ}SN6q9gGSS$, SISNDXEYSISNS+S$0$+$4$%*$;S$s$,¢ (J 


ESBSISYSF5USNK! @~SNH?E>SO#D#X#FHZ#RHES SZ (Uc ¿SBSN%S]%3jJ%4%SsB0@-SN;¿ (J 
éSB!VK!@~SN5SUE>!WSd! VN"I=%]353%4%s!WSISsS$+$r;nS5SS1SFSOSIS&SGSTSgS$S&S+!) (J 


VV VV V V V 
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> ¢S$BK!@~SKSPSiSDS—$, $"Sk>19g$O%b%G3i! ՀՏՇ- ԱՐ ՈՅ ԱՏՏՏՏՏԸՇՏ9Տ, (J 
> ¢SBtSt#h#atd#ed } SOSASGSCSHSO$+S$ j$+SM$*S$9¢ “;iSBlte (J 
> 


ESBEHSSSs!"SOS8SaS*S7SF!"9DNSz (J ¿$BAT010:$H?=$7$^$9!#!VAT!W$G7k9=$G$9!#¿ (J 


2SBS"S4$, SH$&$4$69$$$^S9! "S=SESISSSGS9!"#1SDSNSb%3G3kSNCE£ESKH?E>$7S$FSSSk¢ (J 
¿SB$]%3%4%sS$SH@5$7$S%]%3j%4%s5S,:.: S7SF$SSSkSsSGS9!#; (J 
¿SB#S#h#a#d#eSN>eSGSJSsSHS$S+S7SJS1S1SPSSS1SJSSSHSO;WS&SsSGS9S, !"S=SN¿ (J 
¿SŠBJ)K!S$S,!&!&!&!&!&!&¿ (J 


ESBSHSSS&LUSGS9O!"S*S?22?S+H=LESTS*S7S?7Si$*65$ (2<S5SS! #2 (J 

¿SBS*4jSSSSS?S7S“S9!#¿ (J 

--MESSAGE FILE 22488 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000018html.html 


--MESSAGE FILE 22489 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000019html1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?ISO-2022-JP?B?GyRCSLE30SQ3UD81KiVWITglJyUvJUgkT jBsM2clOyE8JVYhKRsoSg==?= 
Date: 26 Jun 1997 19:56:36 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 19 

Message-ID: <S5ouhhkSe4a@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSISSSHSES (!<$V#4! SHOSNSLISESS"SESHSGE (J 


ESBS"Sk%—-!<SUS1!<%* FoSNA4SFSNS*%3V%8%S'%S/SHSrEe (J [Save " oe 
ESBS7SFS/S1Sk3W 555 S01) K GOSS o 5 


¿SBOLCV!&3QEYSrJQŠ ($?3*SV38%'%/SHSNS; | <%VJ)K! $O; (J 

[Save Transformed] ~¢$B$G$9$,!"S$3S1SGSO!"z (J1zSBSDSN%S*%V%8%S'%S/SHz (J 
ESBS7S+%; !<SVSGS—-S:!"J#H?ICSNS* SVS 83'S /SH$1S15JSk% —%$c%si%S/%S?!<S$r¿ (J 
¿SBA4SFSN%S-!<%sU%s1!<%`SKBPS7SF9TS&SKSOKDBgSJ:n6HSK;¿ (J 
ESBSISCSFS7S“°SSS*S9! #2 (J 


¿SB:G0-$N>19g<+J, SGSWSiS0SS%SsSr:nSkS0%aSKSISkKSHS*SbSESNSGS9S,!"3 (J 
E SBSW3i%0%S%s$02 ?SG=q$tS1SFSSSkKSNSGS7Sg$&S$+!) $3$1$bd;$;$Fe (J 
¢$B<ALd$G$9!<! #2 (J 


¿SBSISJS?S+S*J,S+SjSNJ)65S (SFS/S@S5SS!#¿ (J 
¿SB<jD>S7SNS?SSSK; `SsSGS“S9!&!&¿ (J (*o*) 


—-MESSAGE FILE 22489 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000019htm1. html 


--MESSAGE FILE 22490 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000020htm1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS1xFdiROPWIKYiRHJDkhIiQ5JCQkXiQ7 JHMhI xsoSg==?= 
Date: Fri, 27 Jun 1997 22:14:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33B3BC9D.4775@ppp.bekkoame.or. 4j> 

References: <33B266C9.5COC@comconet.or.jp> <33B2737B.62EC@ppp.bekkoame.or.j> <33B2A9 
C9.5142@comconet.or. յք» 

NNTP-Posting-Host: 202.210.132.154 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 
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2 SBATS5$s$3S$sSKSASO!"SU%) !<%i%° $4!<S@!<SNEHSGS9! #2 (J 


Soichiro Takabayashi wrote: 


VVVVVVV VV 


¿$I 


¿SBEh$5$s!"$O$8$a$^$7$F!"9ÞNS¿ (J ¿$BAT010:$H?=$7$^$9!#!VAT!W$G7k9=$G$9!#¿ (J 


2SBS"S4$, SH$&$4$69$$$^$9! "$=$&$JSs$G$9!"#1$DSN%b%G%k$NCf$KH?E>$7$F$$$k; (J 
¿S$SB%1%3%4%sS$SH@5$7S$%]%3j%4%s$,:.: $7$SFSSSkSs$G$S9!#; (J 
¿SB#S#h#a#d#eSN>eSGSJSsSHS+S7SJS1S1SPSSS1SJSSSHSO;WS&SsSGS9S, !"S=SNz (J 
¿SŠBJ)K!S$S,!&!&!&!&!&!&¿ (J 


2 SBSHS $$ &Lu$G$9!"$%*$2?22S+H=LE$7$*$7$ 2$1$* 65S (2<$5$$! #6 (J 


B$*4jJSSSSS?S7S S9!1# (J 


lightwave3D¿$B$O$*; }$A$G$9$+!)¿ (J 

¿$B$b$7¿ (JUlightwave3D $B$rF~<j$7$F$$$i$C$7$c$k$J$iH?E>ItJ, $SN8+SDS1SFS9SYSF3 (J 
¿$BF101J}8~$K$7$F$/$I$k!V¿ (JAlignz$SB!WSHSSS&TXMx$JI5!G=$,S"S5S*°S9! #3 (J 
2SB%b%G%i! <$047$1$d9%S_$, $"$k$H$*$b$$$^S9$NSŠG%b%G%j%s%0$O#S#hřałd#e$Ge (J 


¿SBK 


1 @~Jd@5SH#R#S#D=PNOS@S1L#LEWSGSASKSHSSS&ShHSESTSK; HSSSOS1SKSNSb3 (J 


ESBSSSS$+$b$7S1$%$; SsSsM! te (J 


¿SBEh¿ (Մ ¿$B4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

éESBU"! ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 

-—-MESSAGE FILE 22490 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000020htm1. html 


--MESSAGE FILE 22491 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000021htm1l. html 


Path 
From 


: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
: Motoji shima <mtamaki@ppp.bekkoame.or.j> 


Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Re: =?iso-2022-jp?B?GyRCSLE3QSQO3JD81KiVWITglJyUvJUgkT jBsM2clOyE8JIJVYhKRsoSg= 


== 
Date 


i Fri, 27 dun. 1997 22935235. +0900 


Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <33B3C1A7.6AEE@ppp.bekkoame.or.4j> 
References: <SouhhkSe4a@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.210.132.154 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ESBSOS8SaS*S7SFe (J TPM.CO¿$B$5$s¿ (J 
¿SB%SU%) !<%i%`%Sj!<%@!<SNERhSGS9;¿ (J 


TPM.CO wrote: 


> ¿SBS"$Sk%-!<%U%S1!<%`FbSNA4$FSNS*$SVS8%S'S/SHS$Sr a (J[Save Transformed¿$B!O¿ (J 
> ¿SBS7SFS/S1Sk%SW%Si%S0%SS%SsSbS7S/SOJ)K!SOS"T"SkSNSGS7SgS&S+!) (J 


> ¿$I 


B:G0-S$SN>19g<+J, $G%W%i%0%$%s$r:n$k%O%ša$K$J$k$H$*$b$&$N$ŠG$9$,!"¿ (J 


> ¿SB%SW%1i%0%SS%sSO2?SG=qS$S+S1lSFSSSkRSNSGS7SgS&S+!)S3SlSbJ;S;SF¿ (J 


> ¿SB<ALdSGS9!<!#¿ (J 


¿SB!V¿ (UStuffMover¿SB!WSHSS$&SNS,$"$jS$S%$9%$, (J 
¿SB!JSASgSC$ŠHOcS+Sb (J^^; ¿$B4VOc$C$F$$$?$i$9$_$^$; $s!K¿ (J 


http 


://www.dstorm.co.jp/get.html#sm.htm 


ESBS*S?!I"#LEWSWSLiSOSSSS>pIsSSISiS3SNIJUSKOIMWS, $"$J$^$9!#¿ (J 
URL http://www3.big.or.jp/~momo/plug_lw.html 
URL http://www.dstorm.co.jp/link.html#1.htm 


ZSBS*S2SWSiS0SSSSSNin@. SKSDSSSFSOz (J 
URL ftp://anonymous@ftp.netcom.com/pub/1w/lwsdk/ 
ESBS+Si#S#D#KS, F~<jSGS-S*S9!l #3 (J 
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¿SBEh¿(J չՏ84թԲՏ: (7 (Motoji Shima) ¿SBBg:e¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! 3 GJ URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22491 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000021htm1.html 


--MESSAGE FILE 22492 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000022htm1-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "asai tatsuo" <asai@t3.rim.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: ¿$B%F%/%9%A%c!<$,E=$1$^$;$s!*¿ (J 

Date: 27 Jun 1997 20:56:55 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01bc833c$294fbfe0$LocalHost@asai.t3.rim.or.jp> 
NNTP-Posting-Host: 202.247.160.76 

X-Newsreader: Microsoft Internet News 4.70.1161 


2 SBEL#WSG:n@.$7$?3*SVS8%S'%S/SHSrH#LFWSNSWSi S0SSSSSGHRFESHDSUS ! SSSKSKS (չ (J 
¿$B%/%9%]!<%H$7$F¿ (J 
E SBERHSH#D#EVSG8+SFSSSKSNSGS9S, STSE&SHSF%/S9SASC!<S, $&$^$/I=<($5$1$^$;¿ (J 
ESBSs! #2 (J 
E SB%S%e%0 ! <SGS* SVS ՏՏ ad ՅՈ. $0$7$ ?$HS—SKSASiSCSHSFS/¢ (J 
¿S$B%$9%SA%c!<$,%6%/%6%/$K$J$C$?$+$s$8$G¿ (J 
¿S$B30@4V8+$1$k$N$G$9$,!&!&!&!&¿ (J 
ESBSF%/%9%A — ns $*$+$7$+$C$?$N$+$H#T; (J 
¿SB#I#M#V$GI=<($5%;$?Š$HS3Sm¿ (Մ 

an S 

éSBSISIS?$+65S (SFSSS?S@S1STSSSGSTSgS&S+!) չ (J 
éSBSh$m$7$/$*4j5SSS7S*°S9! #3 (J 


—-MESSAGE FILE 22492 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000022htm1. html 


--MESSAGE FILE 22493 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000023html1-.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLLYUSJUELYyE8JCxFPSRsJUF4kOyRzISoObKEo=?= 
Date: Sat, 28 Jun 1997 14:11:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <33B49CF4.2695@ppp.bekkoame.or.j> 

References: <0O1bc833c$294fbfe0$LocalHost@asai.t3.rim.or.jp> 
NNTP-Posting-Host: 202.210.132.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; Լ) 


ՀՏ8ՑՍ5) !<%i%`%j!<%@!<SNEhSGS9!#¿ (J 
asai tatsuo wrote: 


ESBHELEWSG:n@.$7S2?S*SVS8S'%S/SHSTH#LEWSNSWS1S0SSSSSGHRESHDSUS ! SSSKSKS (չ (J 
¿SB%$/%9%]!<%HS7$F¿ (J 

¿SB#R#S#D#VSG8+SFSSSkSNSGS95S, SIS&Sb$SF%S/S9%SA%Sc!<$,$S&$S*S/I=<(S$5$1$2%$;¿ (J 
ESBSs! #2 (J 

¿SB%$S%e%o!<$G%*%$V$ ՍԱՆ r So$7S?SHS-SKSASiSCSH%SF%S/¿ 
¿SB%9%A%c!<$,%6%/%6%/S$SK$J$SC$?$+$s$8%$G; (J 

(SB304V8+S15k$NSG595,16!1&1&1&2 (J 


VVVVVVVV 


¿SBS9S9S_S*S;Ss!"SbS&S9S3S7>u67S$Sr$*S7S (SFSS$?S@S1$%S;$s$t!) 


ESBS 25HS ( (SP¿ 

¿SB%$SF%-S9%sAS oe SbSGSkSr2sE>S$HS$+$5$; SKSHFOS/SHS+S=SESFS&8=>] SGSTSgS&St+!) 2 (J 
éSBS3S1SKEVSFSOS*S$kS+SI$&$+S$0$+$5$°S$;$s$,¢ (J 
TIM¿SBG[CVSrSISsSJ@_DjS$SKS7$SFSSS S9S+!)¿ (J 
¿SB#R#S#D#VSN2hLLSb!<%SIS,S?S7S+#6#4#0O#x#4#8#0SG@SCS?SHS*SbSSS*S9¿ (J 
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¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 


ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
ESB"! ¢ (J URL http://www.bekkoame.or.jp/~mtamaki/ 


—-MESSAGE FILE 22493 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000023htm1.html 


--MESSAGE FILE 22494 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000024htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comconet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS1xFdiROPWIKYiRHJDkhIiQ5JCQkXiQ7 JHMhIxsoSg==?= 
Date: Sun, 29 Jun 1997 01:20:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <33B539C4.2CDA@comconet.or. յք» 

References: <33B266C9.5CO0C@comconet.or.jp> <33B2737B.62EC@ppp.bekkoame.or.j> <33B2A9 
C9.5142@comconet.or.jp> <33B3BC9D.4775@ppp.bekkoame.or.4j> 

NNTP-Posting-Host: 202.225.174.151 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Motoji shima wrote: 
ESBATS5SSs$3SsSKSASO!"%U%) !<%i%`%Sj!<%@!<SNEhSGS9!#;¿ (J 


lightwave3D¿$B$O$*; }$A$G$9$+!)¿ (J 

¿SB$b$7¿ (JlLightwave3D¿$B$rF~<j$7$F$$$i$C$7$c$k$J$iH?E>ItJ, SN8+SDS1SFS9SYSF3 (J 
¿$BF101J}8~$K$7$F$/$1$k!V¿ (JALignz $B! WSHSSS$&JIXMx$J5!G=$,S"S4S*°S9!#3 (J 
ESBSbSGSi!<SO47$1$d9%S_$, S"SkSHS*SbSSS*SISNSGSHSG6SjSSS0SO#SHh#atd#eSGz (J 
ESBK! Q@~Jd@5SH#R#S#D=PNOS@S1#L#WSGSASKSHSSS&ShHS&STISK; HSSSOS1SKSNSb3; (J 
ESBSSSSS$+S$b$7$1$%°S;SsSM! #2 (J 


VVVVVVVVVV 


ESBSIS&SHS"S$ 45S, SHSESASESSS*SOl #2 (J 

¿SBAaB.¿ (J LightWave3D ¢$BS$GSd$CSFS$_ShS&SH;WSSS*S9! #2 (J 
¿SBSbS7S+S7S?Si:#EYSO¿ (J ¢gSBHELEWH3I#DSKSDSSSF<ALdS5S$; SFSS$?S@$/S+Sb$S7$1$%S;$s¢ (J 
ESBS, !"S=SN; ~$0$^$?$4LBOG$r$*$+$1$9$k$+$b$7$1$^$; $s$, !"$h$m$7$/$*4j$$¿ (J 
ESBSSS?STS*S9! #2 (J 


¿SBAT¿ (J ¢SB!J9bNS;: (J ¢SBATO1O:!Kz(J soichiro@comco.ne. jp 
—-MESSAGE FILE 22494 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000024htm1. html 


--MESSAGE FILE 22495 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000025html-.html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "asai tatsuo" <asai@t3.rim.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: ¢SB%F%/S9%A%C!<$,E=S1S*°S;Ss!*e (J 

Date: 28 Jun 1997 16:57:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0Olbc83e4S$0cfe3620SLocalHost@asai.t3.rim.or.jp> 

References: <0Olbc833cS$294fbfe0S$LocalHost@asai.t3.rim.or.jp> <33B49CF4.2695@ppp.bekko 
ame.or. j> 

NNTP-Posting-Host: 202.247.160.109 

X-Newsreader: Microsoft Internet News 4.70.1161 


Motoji shima <mtamaki@ppp.bekkoame.or.j> wrote in article 
<33B49CF4.2695@ppp.bekkoame.or.j>... 

> ¿SBS?SHS(SP¿ (J 

> 

ESBSF%-S9SASC!<S$, SOSGSkKSr2sE>SH$+$5S$; SkKSHFOS/SHS+S=SE&SfS&8=>] SGS7Sge (J 
¿SBS&$+!)¿ (J 
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> ~SBS3S1SKEVSFSOS*SkS+S1S&S+S$0$+$4$°S;$s$,2 (J 

> TIME SBG[CVS$r$I$s$J@_DjSKS7SFSSS*S9S+!) 3 (J 

> ¿$B#R#S#D#V$N2hLL%b!<%I$,$?$7$+#6#4#0#x#4#8#0$0$C$?$H$*$b$$$^$9; (J 
ESBERHE#SSrSSS 2S @SSSFAN? 45 IS 35HSK5$$, LUS—S*S75?! #3 (J 

ESBETHI#MS rG [CVS 7TSFSSSIS+SCS?SNSGS9!%*3 (J 
éESBSHSSS&S3SHSG?KSKSFS/S9SASC!<S$,I=<(SSSIS*STS?PIKIKIKG (J 

ESBS"SIS, SHSES4SOSSS*°STS?2! #2 (J 

—-MESSAGE FILE 22495 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000025htm1.html 


--MESSAGE FILE 22496 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000026html1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCS1xFdiROPWIKYiRHJDkhIiQ5JCQkXiQ7 JHMhIxsoSg==?= 
Date: Mon, 30 Jun 1997 04:03:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33B6B168.7C9D@ppp.bekkoame.or.4j> 

References: <33B266C9.5CO0C@comconet.or.jp> <33B2737B.62EC@ppp.bekkoame.or.j> <33B2A9 
C9.5142@comconet.or.jp> <33B3BC9D.4775@ppp.bekkoame.or.j> <33B539C4.2CDA@comconet.or 
.յք» 

NNTP-Posting-Host: 202.231.202.145 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Soichiro Takabayashi wrote: 


ESBSISESHS"SIS, SHSESASESSS*SOl #3 (J 

¿$BAaB.¿ (J LightWave3D ¢$BSGSd$CSFS$_ShS&SH;WSSS*S9!#¢ (J 
¿$B$b$7$+$7$?$i:#EY$O¿ (J ¿SB#L#W#3#DSKSDSSSF<ALdS5$S;SFSSS?S@S/S+$Sb$7$1$2$;$s¿ (J 
ESBS, !"S=SN; ~$0$^$?7$4LBOG$r$*$+$1$9$k$+$b$7$1$^$; $s$, !"$Sh$m$7$/$*43jS$S%¿ (J 
ESBSSS?S7TS*S9l #3 (J 


VV V V V 


¿SB:nIJSHS+S *SHS SCS?SbSNS, SGS-S*S7S?291iS%S?21"%"%C%WS7SFS/S@S5SSSM!#¿ (J 
¿SBS3S1S+SiSb4hD%sSCSFS/S@S5SS!#¿ (J 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! ¢ (J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22496 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000026htm1. html 


--MESSAGE FILE 22497 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000027html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLLyYUSJUELYyE8JCxFPSRsJF4kOyRzISoObKEo=?= 

Date: Mon, 30 Jun 1997 04:06:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33B6B218.6422@ppp.bekkoame.or. j> 

References: <0Olbc833c$294fbfe0SLocalHost@asai.t3.rim.or.jp> <33B49CF4.2695@ppp.bekko 
ame.or.j> <Olbc83e4S0cfe3620$LocalHost@asai.t3.rim.or.jp> 

NNTP-Posting-Host: 202.231.202.145 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


asai tatsuo wrote: 

> ¿SB#R#E#SSrSSS?S@SSSF4N24SJS3SHSK5SS, IUS-S*S7S$? ! #2 (J 

> ¢gSBET#I#MSrG[CVS7SFSSSIS+SCS?SNSGS9!*3 (J 

> ¿SBSHSSS&S3SHSG?kSKSF%$/S9SASc!<$,I=<($5$1$%87$S?!*!*¿ (JI 
> ¿SBS"SjJS, SHSES4SE6SSS*°S7S2 1 #3 (J 
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¿ $B; dSb$3SNIUSNS$7$/$_$, 2r$k$*$GS@SS$V610+$5$; SiSl$*s7$?l#e (J 
¿SB7k6I<+J, $G5$SKF~Sk#T#M#DSS%e ! <3": nSCSASCSSS*S7TS?S1SI! #e (J 
ESBSHS JS"S (S:S&S*S/SSSCSFNIS+S$SCS?$SGS9SMI!#¿ (J 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

éESB""! 2 (7 URL http://www.bekkoame.or.jp/~mtamaki/ 

-—-MESSAGE FILE 22497 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000027htm1. html 


--MESSAGE FILE 22498 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000028html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkpRNOEKNyQ/JSolViU4ISc1LyVIJE4wbDNnJTshPCVWISkbKEOo 
-7- 

Date: 1 Jul 1997 17:27:19 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 11 

Message-ID: <5pbelnSt97@newsl.scei.co.jp> 

References: <S5ouhhkSe4a@newsl.scei.co.jp> <33B3C1A7.6AEE@ppp.bekkoame.or.j> 
NNTP-Posting-Host: 202.238.45.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB;OSaS“ST7SFEhS5Ss!#%1%9S"SjS, SHS&S4SOSSS*Sol#e (J 


¿SBAaB.¿ (J ¿S$SB9TSCSFS_SAS7S?2!#: (JSTUFF MOVER ¿$B$,$=$1$i$7$+$C$Š?¿ (J 
¿SBSN$G$9$, 1": (JU5.0¿SBBP1-$GS7S?!#SR!<S$Ss!#; (J 
SDKz SBSOF~< jSGS$-S*S7S?!#D9SSN9S, $OS8S25jJS=$&S$GS9!#¿ (Մ 


éSB!Nz (JSAVEZ$B!!¢ (JTRANSFORM] :SBSN013g$0! "K\Mh$N; HS$J}SGSOSJISSSNSG3z (J 
¿SBSšASgSCSHSJS5S=S&SGS9S1SISM!<!#4hDSSjS *S9!#¿ (J 


TPM.CO mailto:tpmco@jsn.justnet.or.jp 


—-MESSAGE FILE 22498 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000028htm1.html 


--MESSAGE FILE 22499 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000029html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCSLE3QSO3JD81KiVWITglJyUvJUgkT jBsM2clOyE8JIJVYhKRsoSg= 
-7- 

Date: Thu, 03 Jul 1997 21:09:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33BB9660.6FA9@ppp.bekkoame.or.j> 

References: <5SouhhkS$e4a@newsl.scei.co.jp> <33B3C1A7.6AEE@ppp.bekkoame.or.j> <5pbeln$ 
t97@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.199.167 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


TPM.CO wrote: 
> 


¿SB;OSaS“ST7SFEhS5S9s!#%1%9S"SjS, SHS&S4SOSSS*S9l#e (J 


¿$BAaB.¿ (J ¿$B9TSC$F$_$^$7$?!#;¿ (JSTUFF MOVER ¿$B$,$=$1Si$7$+$CS$?; (J 
ՀՏԹՏԱՏՇՏ9Տ, !"¿ (J5.0¢SBBP1~SGS7S?!#SR!<Ss!#2 (J 


> 
> 
> 
> 


¿SBS=S&SJSsSSGS9Sh#5!%*s#O0BP1-S$S,SJSsS@QS+SsS@QB?SSSsSGS9ShSM!#¿ (J 
ESBLIS"S 2S 49°S (Ste (I^^; ESB Ke (Մ 
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2$B:G6a! "#5! %#5Sb=PSFSdSCSQS 4% 124 J%9$G%P!<%7%g%s%"%C%WŠ9Sku(J 
ESBS7S+SISSS+SH;WSCSESSS“°SO! #2 (J 


> SDK; $B$OF~<j$G$-$^$7$?!#D9$SN9$, $0$8$^$J$=$&$G$9! #2 (J 


ՀՏՏՏԱՏԼ50ՏՏՏՏՏՇՏՏ/ՏՈՏԱՏՈՏԵՏՄ47Շ1570)885, ա» SkSbSNSb¢ (J 
ESB=PSFS*S9SM! J; HSCS?S3SHS"S4S*%S;SsS, !Kz (J 


Sake 


¿SB8e!"S4B8CNS+SbCNS$1S 2S;SsS, #L#WSNSa! <S5%S%30 
¿SBS9SSS+SDSTSCS3S895S5>pgSS, N.S1SFSSS“S9S%!#¿ 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! (J URL http://www.bekkoame.or.jp/~mtamaki/ 

-—-MESSAGE FILE 22499 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000029htm1. html 


--MESSAGE FILE 22500 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000030html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?ISO-2022-JP?B?UmU6IBSkOkpRNOEKNyQ/JSolViU4dSc1LyVIJE4wbDNnJTshPCVWISkbKEOo 
=?= 

Date: 4 Jul 1997 19:58:56 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 10 

Message-ID: <5pjkm0S9s2@newsl.scei.co.jp> 

References: <5Souhhk$e4a@newsl.scei.co.jp> <33B3C1A7.6AEE@ppp.bekkoame.or.j> <5pbeln$ 
t97@newsl.scei.co.jp> <33BB9660.6FA9@ppp.bekkoame.or.4j> 

NNTP-Posting-Host: 202.238.45.142 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSS$m$$$m46<U$S7$*S$ol#e (J 


> 2 $B8e!"S4B8CNS+SbCNS1$*S; $s$, #L#WSNS ԱՆ g 
> ¿SBSJS$SsS+SbS1SC$3S&SSSS>pJsS,N.S1SFSSS“S9S%S!#¿ (J 


ESBS9S_S*S;Ss!"Sal<SjSssOSjSISHSCSFSISSSGS9S+!) !TSHS[S[!&!&!Ke (J 


TPM.CO mailto:tpmco@jsn.justnet.or.jp 


-—-MESSAGE FILE 22500 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000030htm1. html 


--MESSAGE FILE 22501 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
000034/զսօտեւօոտ/00000031հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.j> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCSLE3QSQO3JD81KiVWITglJyUvJUgkT jBsM2clOyE8JIVYhKRsoSg= 
=?= 

Date: Mon, 07 Jul 1997 18:19:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33COB4AF.2D53@ppp.bekkoame.or.4j> 

References: <5ouhhkSe4a@newsl.scei.co.jp> <33B3C1A7.6AEE@ppp.bekkoame.or.j> <5pbelns$ 
t97@newsl.scei.co.jp> <33BB9660.6FA9@ppp.bekkoame.or.j> <5Spjkm0S$9s2@newsl.scei.co.jp 
> 
NNTP-Posting-Host: 202.210.132.91 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


¿SB%SU%) !<%i%`%Sj!<%@!<SNERhSGS9;¿ (J 
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NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


West wrote: 


> 

> > I was offline all weekend until i tried the news on 

> > www.netyaroze-europe.com 

> 

> ? I always(and am doing so now) use news.playstation.co.uk 


Both those addresses point to the same computer. 
—-MESSAGE FILE 2379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01082 


—-MESSAGE FILE 2380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001083 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Wed, 03 Jun 1998 16:02:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3575657B.52E159F4@ndirect.co.uk> 

References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> <61 
3hv1l$6o08@chuka.playstation.co.uk> <35756521.89CCB2A5@scee.sony.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-57.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 


> West wrote: 

>> 

> > > I was offline all weekend until i tried the news on 

> > > www.netyaroze-europe.com 

>> 

> > ? I always(and am doing so now) use news.playstation.co.uk 
> 

> 


Both those addresses point to the same computer. 


Well, I haven't been able to connect to the news.playstation.co.uk news 
server for a few days now, until now of course. Maybe others have had 
the seame problem. 


Herbs 


—-MESSAGE FILE 2380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01083 


--MESSAGE FILE 2381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001084 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Modem 

Date: Wed, 3 Jun 1998 18:40:51 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <6l13uqt$6012@chuka.playstation.co.uk> 

References: <6k9209Shca2@chuka.playstation.co.uk> <ud8d18x9c.fsf@cybec.com.au> <6kf5 
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TPM.CO wrote: 
> ¢SBS9S_S*S;Ss!"%Sa!<%3j%SSS0SjS9SHSCSFSISSSGS9S+!) !TSHS[S[!&!&!Ke (J 


ESBS"SC!"S9S_S*S;Ssl#e (J 
£$B%a! <%5%s%0%5%9%H>pIs$O0T2<SrGASSSF8+SFS/S@S5SS!#3 (Մ՞՞) 


URL http://www.alles.or.jp/~lexus/ml.html 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿SBBg:eç¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

éESB""! 3 (J URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22501 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000031htm1.html 


--MESSAGE FILE 22502 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000032htm1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?ISO-2022-JP?B?UmU6IBsSkQkpRNOEKNyQ/JSol1ViU4JdSc1LyVIJE4wbDNnJTshPCVWISkbKEOoO 
=?= 
Date: 10 Jul 1997 04:51:54 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 5 

Message-ID: <5qlppaSa7n@newsl.scei.co.jp> 

References: <5Souhhk$e4a@newsl.scei.co.jp> <33B3C1A7.6AEE@ppp.bekkoame.or.j> <5pbeln$ 
t97@newsl.scei.co.jp> <33BB9660.6FA9@ppp.bekkoame.or.j> <5Spjkm0S$9s2@newsl.scei.co.jp 
> <33COB4AF.2D53@ppp.bekkoame.or.j> 

NNTP-Posting-Host: 202.238.45.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$B%a!<%j%s%0%j%9%H!"$5$C$=$/$dA$C$F$_$^$7$?!#LLGr$$$G$9$M!#¿ (J 
ԵՏՔՀՈԼՎՏ, ; 22CS7SFS$$k?MA40wSKFOS/SsSGS9SM!<!#¢ (J 
ESBS"S5S, SHS&S4S6SS$*S7$2¢ (J 


TPM.CO mailto:tpmco@jsn.justnet.or.jp 
—-MESSAGE FILE 22502 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000032htm1.html 


--MESSAGE FILE 22503 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000033html1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: wakana-m@ppp.bekkoame.or. jp 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: PS controler 

Date: Wed, 23 Jul 1997 19:42:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33D5DFF3.6C73@ppp.bekkoame.or. յք» 
NNTP-Posting-Host: 202.231.206.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


ESBS3SsSSKSASO! #2 (J 
é SBSASGSCSH: SSCSFSSS*S9! #2 (J 


PS¢SBSNS3%SsSH%Sm! <SiSN<BB, 3G! <%?S,M_S7SSSNSGS9S, |" 2 (J 

¿SBSIS&S78?5i<3SKF- SkS$SGS7SgS&!D!)¿ (J 

--MESSAGE FILE 22503 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000033html.html 


--MESSAGE FILE 22504 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000034html1. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Re: PS controler 

Date: Thu, 24 Jul 1997 23:30:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <33D76719.9C8@ppp.bekkoame.or.jp> 
References: <33D5DFF3.6C73@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.231.202.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBSOS8SaS*S7SFE (U ¿SB%U%) !<%Si%`%j!<%@!<SNERhSGS9;¿ (J 
wakana-m@ppp.bekkoame.or.jp wrote: 


ESBS3SsSSKSASO! #2 (J 
é SBSASGSCSH: SSCSFSSS*S9! #2 (J 


PS2SBSN%3%s%H%m! <%iSN<BB, $G!<%?$,M_S7SSSNSGS$9S,!"3 (J 
é SBSIS&$7$?$i<jSKF~S$k$G$7$g$&!D!)¢(J 


VVVVVV 


¿$B$3$1$09) 6H5, 3J%1SYSkSG$ ISHSMSASGSCSHFG$7SSSNSGS$O¢ (J 
ESBSISSSGS7Sg$&$t+E (J 


ESBHEPHSSNS9SZSCS/S/SiSSSTSi#UFSSNESH#HCHESKS "SCS ?ShHS&SI5$SS,S7S°S9! #3 (J 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¢S$BBg:e2 (J (OSAKA) 
ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 
éESB""! ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 
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—-MESSAGE FILE 22504 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 


003d/questions/00000034htm1.html 


--MESSAGE FILE 22505 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 


00003d/questions/00000035html-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Re: PS controler 

Date: Thu, 24 Jul 1997 23:37:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <redbug$ff8d19970724233758@newsl1.scei.co.jp> 


References: <33D5DFF3.6C73@ppp.bekkoame.or.jp> <33D76719.9C8@ppp.bekkoame.or.jp> 


NNTP-Posting-Host: 202.215.109.119 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.resource.graphics.3d.questions ¿$B$N¿ (B 
<33D76719.9C8@ppp.bekkoame.or.jp> ¿$B$N¿ (B 

¿$B5-; v$K$*$$$F:¿ (B 1997/07/24/ 23:30 ¿$B:"!"¿ (B 

Motoji shima <mtamaki@ppp.bekkoame.or. jp>zSBS5SsSO=qS-S*S7S?! #2 (B 


>> PSz¢$BSN%3%s%H%m! <SiSN<BB, 661ՀՏՉՏ,ՈԼ Տ7ՏՏՏԱՏՇՏ9Տ, !"¿ (B 
>> gSBSIS&$7$2$i<j$KF~Sk$G$7$g$&!D!) ¢(B 

> 

>£$B$3$1$09) 6H5, 3J%$1%SY%Sk$GS9ShSMSASgS$C$HFq$7SSSNSGSO; (B 
>¿SBSJS$SSGS7SgS&S+;¿ (B 


>¿SBR#P#SSN$9%SZ%$C%/S/Si$SSSJSifURSSN#S#C#ESKS$S"$CS?$hS$S&$J5$5S,$7S2$S9!#; (B 


ESBS3%SSHom! <SiSN<BE#SG! <S?!"SH8ES&OUL#ESGIIS+SIS?SNS+SI!"SH;WSSS*S7S?2! #2 (B 


ESB4*O0c$$$ISis9$_$*S;Ssl#e (B 


ESB2r@0%G!<%?S, :\SCSFS*S7S?!#%Satb%Sj!<S+!<SIT4XO"SbSSSCSTSQGSK! #¢ 


¿SB@#K!SHS+SSS&LdBjJSJSi!"SASgSCSHSoS+SsSJS$SSSGS9!#¿ (B 


ESBS5SSSWSKSG! <S?P?SHSTSFHESHCHESSSSSKDS6!S7SFM_S7SSSHS3SmSGSOS"S45S*S9! #2 (B 


2$B?.9£%1%YSkSNOCSJSi! "@N=PSFS$$$?2 (BPack10000 ¿SBSHSSS&¿ (B ¢$B%=SUSH%&S'S"=8SKz (B 
(1 
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Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 22505 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000035htm1.html 


--MESSAGE FILE 22506 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000036html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: trian <trian@tky.threewebnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?iso-2022-jp?B?GyRCJVAhPCU4 JWelcyUiJUM1VyUt JUM1SCRDJEYyPyRHIDkkKyEpGyhK ?= 
Date: Wed, 13 Aug 1997 22:34:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <33F1B7ED.49DF@tky.threewebnet.or.jp> 

NNTP-Posting-Host: 202.235.211.46 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSOS8SaS*S7SF! #2 (J 


¿S$SB%$M%$C%$H$d$m$&$<!*¿ (J ¢SBSG; OSaSF#LEWSN; vVSrCNSCS?=i 2?4<TSGS9! #2 (J 
ESBSP !<S8%gssb" SCEWS-SCSHSHSSSEI*S, S"SkS=SE&STSNSGS9S, !"¿ (J 
¿SBS$S=S$S1SOSIS3SKLdSS9gSoS;S1SPNISSSNSGS7SgS&S+!)¿ (J 


¿SB#N#E#W#SSrFISsSG$$SSk$H!"?=9-$_4|8BS, $"$K$H$+!)!)!)¿(J 
¿SBS*S?!"#4!S#0S+Si#5!Ss#5SXSNSP ! <S$8%g%s%"%C%WŠSOç; (J 
¿SB%S5%]!<%SH$S5S$S1SFSSSJSSSNSGS7SgS&S+!)!)!)¿ (J 

--MESSAGE FILE 22506 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000036html.html 


--MESSAGE FILE 22507 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000037html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJUVAhPCU4IJWelcyUiJUM1IVyUt JUM1SCRDJEYyPyRHJDkkKyEpGyh 
K?= 

Date: Thu, 14 Aug 1997 01:34:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <33F1E20C.4334@ppp.bekkoame.or.jp> 

References: <33F1B7ED.49DF@tky.threewebnet.or.jp> 

NNTP-Posting-Host: 202.231.199.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


2 SBSO$8$a$*S7SFSUS) 1<Si% S5!<S@!<SNEHSGS9! #2 (J 


trian wrote: 
> 


ESBSOS8SaS*S7SF! #2 (J 


> 

> 

> ¿$B%M%C%H$d$m$&$<!*:; (J gSBSG; OSaSF#L#WSN; vSrCNSCS?=i174<TSGS9! #2 (J 
> ¿SB%SP!<%8%g%s%"%C%W%-%SC%HSHSSS&J*S,S"TSkS=S&SJSNSGS9S, !"¿ (J 

> ¿SBS=S$S1SOSIS3SKLdSS9gSoS;Sl1SPNISSSNSGS7SgS&S+!)¿ (J 
> 
> 
> 
> 


¿SB#N#E#W#SSrFISs$GSSSk$H!"?=9-$_4|8B$, $"$k$H$+!)!)!)¿(J 
¿SBS$S“S?1"#41%S#0S+Si#5!%Ss#5SXSN%sP!<%8%g%s%"%C%WSO¿ (J 
¿SB%S5%]!<%H$5$1S$SFSSSJSSSNSGS7SgS&S+1)1)!)¿ (J 


¿$B!V¿ (JLightWave3D; $B%U%) !<%i%`!W$r$4Mw$K$J$SiS$S1$FS$SOSIS&$G$9S$+¿ (J 
ESBS3SASiSKSP!<S8Sg%SS"SCEW>pISS, :\SCSFSSS*°S9! #3 (J 


URL http://wwwl.scei.co.jp/forum/lightwave3D/ 
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ESBHA! SH#OS+SL#5 ! SHSSKXSNS asthe ieee SWSO#N#YSKEBSiS: 2 (J 
ESBS"SIS&SS39S, LOSS$_S?SS$GSISM! #2 (J 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

¿SB"S!(¿ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

SBM 2 (J URL http://www.bekkoame.or.jp/~mtamaki/ 

-—-MESSAGE FILE 22507 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000037htm1. html 


--MESSAGE FILE 22508 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000038html1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: trian <trian@tky.threewebnet.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJUVAhPCU4JWelcyUiJUM1IVyUt JUM1SCRDJEYyPyRHJDkkKyEpGyh 
K?= 

Date: Thu, 14 Aug 1997 10:34:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33F260A1.3459@tky.threewebnet.or.jp> 

References: <33F1B7ED.49DF@tky.threewebnet.or.jp> <33F1E20C.4334@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.235.211.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSIS&SHS"S IS, SH$&S4S6SSS*S7S?!#¿ (J 
¿SB;q6b$,N/S“$Sj<!Bh!"#V#e#r¿ (J gSBHUFPST7TS?SSSH;WSSS*S9! #2 (J 


¿SB9bAR;¿ (J 
—-MESSAGE FILE 22508 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000038htm1l.html 


--MESSAGE FILE 22509 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000039html1l-. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Minoru Matsumoto <minoru@isl.intec.co.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Want to transform models 

Date: Thu, 04 Sep 1997 20:32:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <340E9C36.50EF@isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #32 (J 


ESBSOS8SaSFEVIFSTS“*SO!#e (J 
ESBSHSGSKSNIQTASG!<S?SN:n@.SKSDSSSF!"5?LdS,$S"S5S*SO!l#z (J 


¿SBJQ7AA0SN%$G!<%?$HJQ7A8eS$SN%G!<%?Š$r:n@.S$7!"¿ (JMIME alee E 
ESBIQTASr4AkSFShHSE&SHSOSKSH!"!VSISNEG@S, SP ONEGSKO FO Ocke Nae Մ 
ESBS S$ &S3SHSLCNSCSFS*S/1, MWS, $"S5S°S9l#e (J 


¿SB%b%$G%k%G!<%?$,>.$5$$$+!";<4VE*M>M5$, S"S1SP<jSGSG!<%?Srin@.3 (J 
ESBSTSFSbShHSSSNSGS$9S,!"D: Oe eee 5 S ` 
ESBS, #1%S*SVS ` ?2cKNS"SkSh$&SJSDSNSKBP$7SF<j:n6H$JŠI¿ 
ESBS7TS?S/S"SIS*S;Ssl#e (IJ 


¿$B$=$3$G!"¿ (TLightWave3D ;SBSG%"%K%a!<%7%g%SS5S; S$ ?SbDSNSrsb%G% ԱՆԻՄ 
¿$B<h$j9~$^$; !"$=S$3$4+Si:97,%G!<S?Sr:n@.S7$ShS&$SH; WSCSFSSSKSNSGS93z 
ESBS, !"S3SNShS&SJS3SHSO4JC1SKSGS-SkSbSNSGS7SgS&S+!)¿ (J 


ESBSbSCSH6QBNE*SKSSS&SH!"¢ (JLightWave3D ¿$B$N¿ (J RSD ¿$B=PNO%W%i%0%$%s$N%G!<%?=PNO; ( 
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J 
¿S$B=g=xS$O! "M=B, 2DG=SISNSGS7$g$&$+!) (Մ 


# ¢SB<B: ] SKSdSCSFS_S1SPOLL\NFA3SJSNSGS$9$, !";E;v$,K;$7$/$F¿ (J 

# 2SB<B83$7SFS$$k; ~4V$, ՏԱՏԼՏՄՏՏՏԱՏՕՏ914չ (J 

—-MESSAGE FILE 22509 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000039htm1. html 


--MESSAGE FILE 22510 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000040htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Re: Want to transform models 

Date: Fri, 05 Sep 1997 18:09:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <kamon$21c519970905180944@news1.scei.co.jp> 
References: <340E9C36.50EF@isl.intec.co.jp> 
NNTP-Posting-Host: 210.136.1.25 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!S$2CLGSGS9! #2 (B 


3DCGz SBSO=i 2?4<TSISNSG4* OcSSSIEZS (Sr$9Sk$+Sb$7$1$%S; SS$1$I!S$*EzS (575255: (B 
ESBSH;WSSS*S9! #2 (B 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote: 

>¿$BS$S=$3SG!"¿ (BLightWave3D :;SBSG%"%K%a!<%7%g%SS5S$; S?SbSNSr%b%G% — < 
>¢SB<h$j9~S*S; !"S=S3S+Si:97,SG!<%S?Sr:n@.$7ShS&SH; WSCSFSSSkKSNSGS9¢ 
>2SBS, !"S3SNShSESIS3SHSO4JC1SKSGS-SkSbSNSGS7SgSES+!) 


2 SBS ?$VS$s4JIC1SKSOSGS$-SIS$$H;WSS$$*S9!D!ID! #2 (B 


>¢ SBSDSCSH6QBNE*SKSSS&SH!"z¢ (BLightWave3D ¿$B$N¿ (B RSD ¢SB=PNO%W%i%0%S%sSN%G! <%?=PNOg 
(B 
>£SB=g=x$0!"M=B, 2DG=$JSNSGS7SgS&S+!)¿ (B 


ee c$J% bSGSk%G!<%3?S@SHM=B, ee SkSGSTSQGS&SIST!SI#; (STTASKSISK! SSD$%2 (B 
ՀՏ8Տ5)յ515)545ՏԻ1: NSrS/SCSDS152S31S%] %Jj%$4%sSrJ,3dS7S?SjS7SF!S%S]%SSs*SsHSrA)8:¿ (B 
places: ee Si: nSCS78G! <¥2SKHISKSA! $= Fr E (250 bs Pe cass ce (Թ 
ESBSTSKSH;WSSS*S9¢ a Sj#Z<4!\SNS [S&SKS"SkD: E@$+$i=g=x$h$/D:E@%G!<%?$,=P¢ (B 
éESBSFS— ԱԱ նակա F ESB! #2 (B 


ESBS7S+S7!SS"SkSb3G% ae E rere Ա Ա ee 
¿SBSIJO7AS55; S?%b%$G%k¿ (B (¿SB$SD$S%*$SjD:E@$rF0$+$7$?$SQ@Q$1SN%$G!<%?¿ (B) SBSJSi!S85SN%SbSG%skŠ$ 
He (B 


¿$BJQ7A8e$N%b%GŽk$ND:E@%G!<%?$, =P$F$/$k=gHV$OF1$8$K$J$k$H; W$$$^$9!#¿ (B 

2 SBS=SNShS$&SKS7SF :n$C$?¢ (BRSD¿$BF1;N$r8+Hf$Y$F:9J, $G!<%?$r:nSk$3SHSO2DG=S@SH; We (B 
ESBSSS*S9!#S57S@!S2 (ԵՏ SBFbSGSND : E@SN=gHVSH! $$=SNz (BRSD;$BSG:n$C$?¢ (BTMD (¿$B<B:] $K; 
(BPS¿SBSG;HS&¿ (B 

¿SB%$G!<%?¿ (B) ¿SBEb$G$SND:EQGS$SN=gHV$, 01CWS9Sk$+SI$&S$+S$0S0$+5$5$%S;$s!#2 (BTMD;SBF1;NSr8+H 
f (B 
¿SBSYSF:9J,%G!<%?$r:n$kJ)$, $h$j3N<B$+$b$7$1$^$;$s!#¿ (B 


¿SB%$]%S$S%Ss%$HS$O!$!VJO7AS55S;Sk$SH$S-S$SKS]%SSs%SHS$SrA)8:S$S55S;$JSSS3SH!WS$SGS7$Sg$S&S+;¿ (B 
¿SB!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22510 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000040htm1. html 


--MESSAGE FILE 22511 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
000034/զսօտեւօոտ/00000041հեռ1.հետԼ 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
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From: Minoru Matsumoto <minoru@isl.intec.co.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: Re: Want to transform models 

Date: Mon, 08 Sep 1997 14:51:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <34139246.42EE@isl.intec.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
jp> 

NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #32 (J 
¿SBAaB.SN¿ (J reply ¢SB$S"$j$,SHS&S4S6SSS*S9! #3 (J 


Taro Kamon wrote: 
> 
> ~¢SBS3SsSKSASO!S2CLgSGS9! #2 (J 
¿SB!JCfN, !K¿ (J 


> > $B$b$C$H6qBNE*$K$$$&$H!"; (JLightWave3D ¿$B$N¿ (J RSD ¢SB=PNO%W%i%0%S%sSN%G! <%?=PN 
O¿ (J 

> >¿$B=g=x$0!"M=B, 2DDG=$J$N$G$7$g$&$+!)¿ (J 

> 


¿ $BFb?4$G$O!"Cn!J$?$V$s!"#6K\B-!K$NB-$rF0$+$9$3$H$r9M$ ($F$$$kK$N$G!"D:E@$d!"¿ (J 
¿$B%]%j%4%s$NOLCV4X78!"K!@~$NJ}8~$0OJQ2=$7$^$; $s!#3F!9ŞN%Q!<%D$rJL!9$K:n@.$7; (J 
¿SBSF¿ (J 

¿$B:BI8$K?F;R4X78$rF3F~$9$k!"$H$$$&J}K!$b$"$jJ$^$9$, I!"STSESHCYS=SESI5$$,S57SF32 (J 
--MESSAGE FILE 22511 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000041html.html 


--MESSAGE FILE 22512 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000042html1 html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Wed, 10 Sep 1997 17:07:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <3416552A.31F5@isl.intec.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> 

NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿$B$N>>K\¿ (J ¢SB<BSGS9! #2 (J 


Minoru Matsumoto wrote: 

¿SB!JCfN, !K¿ (J 

> ¢$B:BI8SK?F; R4X78$rF3F~S9Sk!"SHSSS&T}K! SbS"S5S*S9S, !"$IS&Š$ŠbCY;¿ (I; ¿ SBS&SJ5$58,S7SF¿ ( 
J 


¿SB:G6a¿ (J C Magazine ¢$BSGSbF1S8ShS$&$JISb$/Sm$_Sr$7$Sh$&SH$7TSFS$$kO":\$,S"SkSNSG3 (J 
2 SBS*S8SaSKFISsSGS_SkS3SHSKS7S*S78?! #2 (J 


< minoru@isl.intec.co.jp > 
—-MESSAGE FILE 22512 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000042htm1. html 


--MESSAGE FILE 22513 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000043htm1l html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 
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Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Sat, 20 Sep 1997 16:41:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <34237E35.F3007D75@inetc.roland.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> <kamon$21c519970911235501@newsl.scei.co.jp> <341 
E4467.6094@isl.intec.co.jp> 

NNTP-Posting-Host: 133.111.200.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBSOS8SaS*S7SF!I">.NSSH?7=S7S*°S9! #3 (J 
ESB! tJIX>h$KSISCSFS7S*SCSFS9SSS*S;Ss¢ (J 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #2 (J 


Oo ¢SBSFS9SH#H1E (J 

LightWave3D ¿SBSN¿ (J RSD_EXPORT ¢SBSOF1S8%Sb%SG%kSrJQ7AS7SF :n@.$7$?%G!<%?SKBPST7SF3; (J 
2 SBSO!"D:E@!"K!@~!"%]34%43SSN4X78S0F1$8$G6$7$?! #S3SN@-<ASO; (J rsdlink ¢$BSK$b<uzg (J 
ՀՏ8Տ170Տ S1SFSSS*°SSS7$?!#S=S35G; (J 2 ¿$B$D$N¿ (J TMD ¢$BS$+S$iD:E@!"K!@~SN:9J,$r<h$j= 
P$9¿ (J 

> ¿SBSšSASgSs%*W%m%0%i%`Sr:nSCSF¿ (J gteMIMefunc() ¿SBSr;HSCS?SHS3Sm!"M=A[0J>eSKS&S ¿ (J 
> ¢SBS/FOS-S*S7S?! #2 (J 


> 
> 
> 
> 
> 
> 


¿SB;dSb$*$5$SKS$3$1$S+S$S1iF1S5S8ShS&SJS3SHSK<h$jAHSbS&SHS$S7SFSSSkSHS3SmSJSNSGS9S, !"¿ (J 
¿SB$ISNSh$&SJ%D!<%k$r:n$i$1S?2$NSGS7$gS&S+!#; (J 


¿SB$b$7$Sh$m$7S1$1$PSb$&>/S7>NX$7$S$S>pJsS$Sr65%$ (SFSSS?SASISISPSH; W$$$^$9!#$^$?!"; (J 
MIME ¿S$SB$r;H$CSŠSF%$b%SG%k$rF0S$S+$9SH$SS&S3SHSKS$SDSSSF$oS+$Sj$dS9$$S%S5%s%SW%k$JSŠSIS"¿ (J 
¿SBS$SjJS“S79?9i!"S=SASiSK4XS9Sk>pJsSJSISbS$SSS?S@S1SkSHSHSFSb4rS$7S/;WSSS*S9!#¿ (J 


¿SBS*43)SSSPS+$Sj$G?=S7LuS"SjS$S-S;Ss%$S,!"Sh$m$7S/S*4jSSSSS?S7S“S9!#¿ (J 


Shigeru Kobayashi 

kotobuki@inetc.roland.co.jp 

—-MESSAGE FILE 22513 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000043htm1. html 


--MESSAGE FILE 22514 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000044html1l html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Tue, 23 Sep 1997 11:06:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 47 
Message-ID: <34272418.62DF@isl.intec.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> <kamon$21c519970911235501@newsl.scei.co.jp> <341 
E4467.6094@isl.intec.co.jp> <34237E35.F3007D75@inetc.roland.co.jp> 
NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #32 (J 


# 1¢$B=54V6a$/=PD%S@S$CS?SbSs$G!"3z (Jreply ¿$B$,CY$/$IJ$j¿ (J 
# ESBS*STS?!#S9ISSS*S;Ss!l#e (J 


Shigeru Kobayashi wrote: 

> 

> eSBSOS8SaS*S7SF!">.NSSH?=S7S*°S9! #2 (J 
> 


Net Yaroze newsgroups message dump.txt Page 15058 
E$B!tJX>h$KSISCSFS7S*SCSFS9SSS*S;Ss¢ (J 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #2 (J 


Oo ¿SB%SF%9%SH#1¿ (J 
LightWave3D 2 SBSNg ( (J RSD_EXPORT ¢SBSOF1S8%Sb%G%kSrJQ7AS7SF:n@.$7$?%G!<S?SKBPS7SF¢ 


V V V V 


J 
> ¿S$B$SO!"D:E@!"K!@-!"%]%3j%4%sSN4X78SOF158$G$7$2!#S3SN@-<ASO¿ (J rsdlink ¿$B$K$b<u; ( 


¿SBS17QS, S1SFSSS*SSS7$?2!#$S=S3SGz (J 2 ¿SBSDSN¿ (J TMD ¢$B$+SiD:E@!"K!@~SN:9d,$r<h$ 
=P$9¢ (J 
7 SBSASgSs%Wm%0 %i%` Sr:nSCSFz (J gteMIMefunc() ¢SBSr;HSCS?SHS3Sm! "M=A[0J>eSKSE&S%¢ ( 


vy 


> ¿SBS/F0S-S%S7S?!#¿ (J 


0 2 an ee ԽՆ S 


> ¿SB;dSbS*S5SKS3S1S+SiF1S8Sh¿ (IS¿SBSJS3SHSK<h$SJAHSbS&SHS7SFSSSkSHS3SmSJSNSGS9S, |" Հ ( 
J 
> ¿SBSISNShS&SJ%SD!<%kS$Sr:nSiS1S?SNSGS7SgS&S+!#¿ (J 


TMD ¿SBSN%jJ%$9%SHS+$i#2SDSr¿ (UD&D¿SBSGA*SS!"S=SN:9J,S$r@8@.S9SKkSH¿ (J 
ESBSSS&SbSNSGS9!#3+H/SK; HMQS7S?%D!<%kSOz (J C++ Builder ¿S$BSG$9!#;¿ (J 


¿SB:9J, %$U%S$!%SS%SkSN%U%S) ! <S6 *<%çC$SHSOFH<+SK:nSCSFSSS S9!#¿ (J 


¿SBS=SNS$S&SA!"=d2s%jJ%9%HSrM?S (SF!JSTSKSSSOQ8@.S7T7SF!K: a s$5k72$r; (J 
E$B:n@.$9SkoWSmS0%3i%* $KH/E8$5$; ShS&$+$H;WSCSFSSS*S9! #2 (J 


> eSBSbS7ShSm$7$1S1SPS$b$&>/S7>\S7SS>pds$r65$ (SFSSS?7S@S1SISPSH; WSSS*SO!#S*S2!"G ( (g 
> MIME ¢SBSr;HSCSFSbSGSkSrF0$+S 9SHSSSE&S3SHSKSDSSSFSOS+S4SdSISSS5SSEWSKSTSISNS ( 
> eSBSjS*S$7$?Si!"S=SASiSK4XS$9Sk>pIsSISTSbSSS?S@SISKSHSHSFSb4rS7S/;WSSS*S9!#z ( ne 


SCEI :SBS,Ds6!S7SFSS$Skz (J DINO :SBS, #1SDSN35%s3WSkSGS$95S, 1"2 (J 
¿SBS"S1SO¿ (J wave generator ¢SBSN%G%bSGS9SMS (!#¢(J ^^; 


ESBS"SHSOzg (J MIME A Տան ՐԱՐ > (JSCEI ¢SBSN%i%$%$V%Si%SjSKS"SCS$?SHE (J 
ESB; WSS$*S9S, !";dSO;nS7SFSSS“S;SSs!# (J 


> ESBS*4jS$SSP$+$j$G?=$7LuS"$j$*$;$s$, !"$h$m$7$/$*4j$$$$$7$7$^$9!# (J 


9/24 Sd ae š %s%0%U%)!<%i%`SN¿ (J test ¿$BEv$?$j$K¿ (J upload 
ESBCWSTS*S7SgGSE! #2 (J 

< minoru@isl.intec.co.jp > 

-—-MESSAGE FILE 22514 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000044htm1. html 


--MESSAGE FILE 22515 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000045html-.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comco.ne. յք» 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: =?iso-2022-jp?B?GyRCO2QkYiVeJUMIVCVzJTAkKRyQt JDokSzokJEMkRiQkJF 4kORsoSg==?= 
Date: Wed, 24 Sep 1997 03:04:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <342804B1.6699@comco.ne. յք» 

Reply-To: soichiro@comco.ne.jp 

NNTP-Posting-Host: 202.225.174.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


ESBS3SSSKSASO;¢ (J ¢$B=i?4<T!VAT!WSGS9! #2 (J 


ea E ՐԱ I T a D 
SBS! %S%kz ( 
beer opie Սասան ie a Q pu setae sentences 


ESBHET#1#MSrG[CVS, 1>! 9SHSSS&S*OCS7S, =P$F$$$^$9$, !"2?SN; v$G$7$g$&$+!)¿ (J 
O 7 23 aa sS $%a!<% S 5 5 ԼԵԿ: Pm 
ՀՏՔՏԱՏՇՀ (J 
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¿SBS7SgS&S+!)¿ (J 


¿SBSDS%*$3j!"01O"SN:n6HSHS7SFSISNShS&SKS9SkKSH<+J,S, : n$C$?%$F%/%S9SASc!<Sr%$]%3j%S4¿ (J 
> SBSsSKz (J 

S SBE=S1 | "#R#S#D#VSG8+SkS3SHS, SGS-SKSNSGS7SqgS$aS+! #2 (J 
ESBS*S?!"#LEWHS#DSNSWSLiSOSSSSSr;HSOSTJSSSHS9S1SP!J<j:n6H!KSIS&SSSE:n6HSr$9Sk; (J 
> SBSH: (J 

S SBEWSiS0SSSSSKM5S1S : SKS" SCSTSSS0S5$1$ 2 #RESHDSUS ! SSK Sr inSk$3SHS, ՏՕՏ-ՏԵՏԱՏՇչ (J 
¿SBS7SgS$S&S+!)¿ (J 


¿SBS*659 (S /S@$S5!<S$S$S!"S*4jJSSS7SS9!#¿ (Մ 
--MESSAGE FILE 22515 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000045html.html 


--MESSAGE FILE 22516 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000046html1 html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Wed, 24 Sep 1997 10:11:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <342868BD.5665@isl.intec.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> <kamon$21c519970911235501@newsl.scei.co.jp> <341 
E4467.6094@isl.intec.co.jp> <34237E35.F3007D75@inetc.roland.co.jp> <34272418.62DF@is 
l.intec.co.jp> 

NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #2 (J 


Minoru Matsumoto wrote: 
> 9/24 ¿SB6aJUSKSW%sm%0%i%_%s%S0%U%)!<%i%S`SN (Մ test ¿$BEv$?$j$K¿ (J upload 
> ¿SBCWS7S*S7SgS&!# (J 


/forum/program/test/kdf010.lzh ¿$B$K¿ (J upload ¿$B$7$^$7$?!#¿ (J 
420 Kbytes (¿SBE83+8e¿ (J 750Kbytes¿$B!K$"$J$^$9!#¿ (J 


< minoru@isl.intec.co.jp > 
—-MESSAGE FILE 22516 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000046htm1. html 


--MESSAGE FILE 22517 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000047html. html 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?is0o-2022-jp?B?GyRCO2ZOkYiVeJUMLVCVzJITAkRyOt JDokS zokJEMkRiQkJF4kORsoSg= 
=?= 

Date: Wed, 24 Sep 1997 10:19:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <34286AB9.18D2@isl.intec.co.jp> 

References: <342804B1.6699@comco.ne. յք» 

NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Շզ203222 ¿$B$N>>K\¿ (J ¢SB<BSGS9! #2 (J 


Soichiro Takabayashi wrote: 

> 

> ¢SBS3SsSKSASO;¢ (J ¢SB=i?4<T!VAT!WSGS9! #2 (J 
> 
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> ee ee $9S,; dSb#L#WH3#DSG:n$CS$?SFS/S9SASC! <IUS—-#R#SH#DSUE (J 
> ¢SBS!SSSk¢ 
> j. O e < (!I#R#S#D#V$r; HMQ!K$G$-$:$K:$Ş$C$F$$$^$9!# (J 


¿SB9u¿ (UPS ¿$B$r<j$KF~$1$?Ev=i!"<j$G¿ (J RSD ¢SBSKSF%/S9SASCSrE=S jIUS1S?3PS$ (Տ/Տ"Տ3յՏ՞Տ 
9!#¿ (J 
ESBI}KISO!"2 (J 


TIM ¿$B$r¿ (J RSD ¿$B%U%!%$% Se ee 

* rsd ¢SBSUS!SSSkSN; (J NTEX ¿SBEySr=qS-49S(Sk¿ (J 

* ply ¢SB%US!%S% oo Sil": (J*.mat ¢SB%US!%S&kSr=S@5S9Sk;e (J 
RSDV ¿$B$GI=< ($9$k; (J 

ESB4VOCSCSFSSS$?Siz (J (3) ¿$B$KLa$k¿ (J 


(1 
(2 
(3 
(4 
(5 


— — — — — 


¿SŠB$SGS9!#;¿ (J 


¿SBSG$Sb!"FsEYS$SH<j$GE=S$SjIUSl$ShS$&S$H$O;W$o$J$+S$CS?SJS"; (J...¿SB!#; (J 


> ¿ŠB#T#I#MS$rG[CV$,1>!9$S$H$$$&S$*OC$S7S,=PSFS$S2S98S, !"2?2?SN; vSGS7Sg$&St!) (J 

> S i ԱՆԿԱՐ ԱՈ ne swal<S i ee n 

> ¿SBSNSG¿ (J 

> ¿$B$7$g$&$+!)¿(J 

¿SB$3$N; ~¿ (J TIM ¢SBSr3dG<S7SFS"Sk%G%#%1%/%HS 4S, LGBISISsS@SH; WSSS*S9!#3 (J 

¿$B$ Sp ime ( JTIM -S$BSNG[CVS"$1%1%9SOI=< (NNOhSd!"B>SNz (J TIM z:$BSH=ESTSiST$$ShS$&SK3z (J 
ESBS9SkI, ae, S"S5S*°SO!#! JEVA3S+!K3z (J 


< minoru@isl.intec.co.jp > 
—-MESSAGE FILE 22517 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000047htm1. html 


--MESSAGE FILE 22518 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000048html1l.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Motoji shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?is0-2022-jp?B?GyRCO2Z0kYiVeJUMLVCVzJITAkRyOt JDokSzokJEMkRiQkJF4kORsoSg= 
=?= 

Date: Wed, 24 Sep 1997 20:47:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 45 

Message-ID: <3428FDB6.2A41@ppp.bekkoame.or. յք» 

References: <342804B1.6699@comco.ne. յք» 

NNTP-Posting-Host: 202.231.199.159 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBATSSSs$3SsSKSASO; (J 
2SBSUS) !<%i%`%j!<%@!<ŚNEh$G$9¢ (J 


Soichiro Takabayashi wrote: 


> eSBHET#I#MSrG[CVS, 1>! 9SHSS$S$&S*OCS7S, -ՔՏԲՏՏՏ՞ՏՉՏ, !"2?2?SN; vSGS7Sg$&St!) (7 

> "S ae i ale ae Sal <% gor oer a coe scu 
> ¿SBSNSG;¿ (J 

> ¿SBS7SgS&S+!)¿ (J 


> ¿SBS*65S(S/S@S5!<SS!"S*4jJSSS7S“S9!#¿ (J 


¿SBS“S$S:#T#I#MSNJQ49SKSOçc (JTimutil¿$B$r;H$$$^$9$,¿ (J 
ESB2hA| Sr#T#I#MIQ4 98e! "G[CV=hM} $,1,MWSHSIS4S$*S9! #3 (J 


2 SBH1!%IQ498eSb$s01EY#TH#I#MFIS_9~$_D>S7SF$_SkSHz (J 
ԱԱ ԱԱ ԱՅ 2 2 aes al CV! WSrA*BrSG$-SkShS&$K3 (J 
2 SBSIS4S*S9SNSGA*Br$7$*°S9! #3 (J 


2 SB#2!SS3SN2HLLSO#P#SSNSUS t nee ee ete 
ՀՏԹՏ2Տ0Տ75051|1|ՀՏԱՎԼԷՄ," (SO<B: ] SKSF%1%S2hHLLSNI=< (NNOHSJSNSG; 
ESBSDSGSKSG!<S?SNSFS—-S9ISASCSNG[CV>1=JSHS7SFITE, @ZSJ>1=4jSKz 
ESBSIS4S*°S9! #SGS9S+Si1 SF%S—-SISASCSNG [CV$r$0%1!<SN>1=j0T30SKe 


(J 
(J 
(J 
(J 
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alSlev3@chuka.playstation.co.uk> <6ki6r7$levl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


JohnT ha scritto nel messaggio <6ki6r7$levl0@chuka.playstation.co.uk>... 
> 

>Stefano Provenzano wrote in message 
<6kf5alS$lev3@chuka.playstation.co.uk>... 

>>Toby Hutton ha scritto nel messaggio 

>>>"Stefano Provenzano" <dragon@intercom.it> writes: 

>>> 

>>>> 

>>>> Hi, 

>>>> I'am working at a VRML browser and I have thought to use it with the 
>>yaroze, 

>>>> but there is a big problem (at least for me) command directly the modem 
>>and 

>>>> then the psx serial port. 


>> 

>> 

>>>I assume that if you want to hook the modem up to the PSX that you 
>>>would want to connect it to the 'net to download .wrl files. In that 
>>>case you'd need to implement a TCP/IP layer in the yaroze as well as a 
>>>PPP driver, etc. which would suck. I can't think of any other reason 
>>>why you'd want to hook the modem up directly to the PSX... 

>>> 


>>>What you could do is use your PC as a proxy using something like 
>>>PSXSock. Go to the SCEA pages on the members site and look for PSX 
>>>Sock or ~jblack. It may do what you need. 

>>> 

>>>Man, I was going to implement a VRML browser on the Yaroze as my next 
>>>project, probably next year. Wish you the best of luck, and I'd be 
>>>very interested in seeing what you end up with. 

»»--- 

>>>Toby. 

>>Hi, 

>>my project is connect psx directly to the modem and then use it into the 
>>VRML net. 

>>For do this I must build a sw that implement a TCP/IP layer and other 
stuff 


>>This is a proposal of thesis done by a my professor and then I'am trying 
to 

>>study the problem in depth. 

>> 

>Why would your professor get you to consider such a thing? It's a games 
>machine! Why would you want a web browser on the Net Yaroze when you should 
>already have one on the PC or Mac that the Yaroze is currently attached to? 
>There is only one possible use I can see for a modem to be connected to a 
>Yaroze or any other PSX and that is for a serial link over the phone direct 
>to another PSX with a modem. I am surprised Sony have not already thought 
of 

>this! I'm sure plenty of people with PSX's have friends with one too that 
>they would like to try linking up to but don't bother because it would be 
>too much hassle transporting a PSX+TV to another house just to play one or 
>two games. 

> 

>Regards, 

>JohnT 

> 

> 

Hi, 

the reason is try to use the PSX for make a little internet browser without 
a PC (it cost less 

than a pe with win95). Another reason is try to make some of different using 
this beautiful 


machine. 

I think Sony will realize a modem connection with PSX2... the Sega opponent 
machine 

"Dreamcast" include a 33.6K modem! 


PS: Dreamcast is a very little monster of power, but use Win CE as operating 
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ESBO\FOS9SKI,MWS, S"S4S*S9! #3 (J 
¢ SB#3!3S3SN>19g! "J#?t SNSFS—-% 9IZSASCSYMxMQS$ 9Sk>19gGSO3FHTHI4FMSre (J 


ESB=ESTSiSTS$ShS&G[CVS7T$S*°S9! #2 (J 
¿SB!JS$S3SN>19g!";HMQS9Sk#T#I#MSrA4ItFIS_$3$SsS$SG$S*$/SHJXMxSGS$9!K; (J 


ESBE4!SG[CVS, 40N;$7S?Si!V#O#K!WSGLa$jJ] 4IS7S*S9!l #3 (J 
¿SB!V$sSs%sa!<%S886E@SH%SO%S1%C%H86EQSrJQ99S7S*S7S?!WSH%šsa%SC%; !<%8S,¢ (J 
¿SBSGSFS3S1SG#T#I#MSNG[CVSO40N; SGS9!#;¿ (J 


¿SB#51%S3SN#T#I#MSG!<%?Sr85SK#L#W#3#DSG%5!<%SsU%s'%9@_Dj$rS7SF¿ (J 
¿SB#R#S#DSKJQ49S9SkSH#R#S#D#VSGI=<(S$GS-SkShS&SKSJSjJS*S9¿ (J 


¿ $B" (Cm0Ug (J 
ESBS3SNI=< (NNOhSO#P#SSNI=<(%Sb!<%ISKShSCSFBgS-S$S5S$S, S3SHSJS$SjJS*S9!#¿ (J 
¿SB#R#S#DRVSN>19gSO#6#4#0#X#4F#8#0SHSJS3j3S S9¿ (J 


¿S$SBS3SN<j=g$GO01EY;nS$7S$SF$/S@$5S$!#¿ (J 


Resource Forum Leader;$B!J; (Jshima MotojigSB!K¢ (J 

éESB"S!{¢(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22518 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000048htm1l. html 


--MESSAGE FILE 22519 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000049html html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Wed, 24 Sep 1997 10:22:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <kamon$21c519970924102223@news1.scei.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> <kamon$21c519970911235501@newsl.scei.co.jp> <341 
E4467.6094@isl.intec.co.jp> 

NNTP-Posting-Host: 210.136.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO!$2CLgGSGS9! #2 (B 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote: 
>cqz03222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 

> 

>¢~SBKhEY!"¢ (Breply ¿$B$"$j$,$H$&$4$6$$$^$9!#z (B 
>¢SB?I2=S9Sk@8T*SrF~$1$??eB24 [Si$S7S-SbSNSr:n$jS?SSSNSG! "CnSO$S?S/S5SsSEP>1¢ (B 
(---~SBCf£N, ¿ (8---) 

> 

>2¿SBKNEvSKS"SjS,SHS&S4S6SSS“S7S?!# (B 


¿SBSSS (SSS (!SS?2?SSS7S?2S*LrSKS?SFS S;SsSG!+#¿ (B 


¿SBCQS:S+S7SJS,SilS ¿ (BgteMIMefunc () gSBSCSFSSS$&4X?t$,S"SkS3SHSr$7$j$*$;$s$G$7¢ (B 
¿SB$? !#KM$SOD>@\¿ (BTMD¿ $B$ND:E@$r$$$8ŚC$F!V$d$C$?!A!$;¿ (BMIMe¿  SBSQ!A!*!WSHS+$d$CSFS ¿ ( 
B 
¿SBS7S?!#¿ (BgteMIMefunc () ¢SBSN@bL@SrFISsSGSbS<SsS<Ss;HSSI}$,So0S+S45S*S;Ss! #3 (B 

¿SBSJSsSKSbSoS+SCSFSJSSSNSK!SONS=S&SJS3SH=qSSSFCQS:S+S7SSSGS9¿ (B(¿SB>P¿ (B) ¿SB!#¿ (B 

http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22519 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000049htm1. html 


--MESSAGE FILE 22520 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
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00003d/questions/00000050html1l-. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Wed, 24 Sep 1997 10:30:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <kamon$21c519970924103038@news1.scei.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> <kamon$21c519970911235501@newsl.scei.co.jp> <341 
E4467.6094@isl.intec.co.jp> <34237E35.F3007D75@inetc.roland.co.jp> 
NNTP-Posting-Host: 210.136.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SSSKSASO! $2CLGSGS9O! #2 (B 


Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> wrote: 

> $B$b$7$h$m$7$1$1$P$b$&>/$7>\$7$$>pJs$r65$($F$$$?7$Q0$I$ŞI$ŞP$H;W$$$^$9!#$^$?!"; (B 
>MIME ¿$B$r;H$C$F%b%G%k$rFO$+$9Ş$H$$$&$3$H$K$D$$$F$Oo$+$j$d$9$$%5%Ss%W%k$J$I$"¿ (B 
>¿SBSJS%“S7S?Si!"S=SASiSK4XS9Sk>pJsSJSISbSSS?S@S1SkSHSHSFSb4rS7S/;WSSS“S9!# (B 


¿ SBKMSOS&SKS5S$s$Nz (B"MIMET" (¿SBCO5e$, SOSKS$gS0SKS$g$ 9Sk$d$D¢ (8) ¢ S$BSHS+$GIY6/$7$*S7$?! 
#2 (B 
¿SBS"SHSO!S%5!<%PSKS"Sk;(BTMD¿SB%G!<%?SN%U%) !<%^%C%H$rD/$a$J$, $i! SD:E@Sr$$$8z (B 
ESBSCSFS?S@S1SGS9! #2 (B 


ESB"-S3S1!$SXSCS@SU%S! SSSkSKF~S1SkSHLrSKN) $D$+$b! #2 (B 
// 
// TMD; $B8G!<%?MQ9=BSBN; (B 


// (gSB>\$7S/SO#N#YS5!<SPSNz (B 
// ¿SB;qNASr;2>HSNS3SH; (B) 
// 


//TMD:; $B%X%C%@9=BSBN;z (B 
typedef struct { 

u_long id; 

u_long flag; 

ս 1օոց nobj; 
} TMD_HEADER; 


//vertex (¿SBD:E@¿ (B) ¿SB9=BSBN;¿ (B 
typedef struct { 


short VX; 
short Vy; 
short VZ; 
short dummy ; 


} VERTEX; 


//normal (¿$BK!@~¿ (8) ¢SB9=BSBN; (B 
typedef struct { 


short nx; 

short ny; 

short nz; 

short dummy; 
) NORMAL; 


//obj table¿$B9=B$BN; (B 
typedef struct { 


VERTEX *vertex; / /VERTEX2 SB@hF, 5"515199: (B 
u_long nvertex; //VERTEX2SB8D?t¢z (B 

NORMAL *normal; //NORMAL; SB@hF, "515159: (B 
u_long nnormal; //NORMAL: $B8D?t¿ (B 

ս 1օոց *primitive; //PRIMITIVE; SB@hF, "515159: (B 
ս 1օոց nprimitive; //PRIMITIVE;$B8D?t¢ (B 

long scale; //Scaling factor 


} OBJ_TABLE; 


http://www.age.ne.jp/x/kamon/ 
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kamon@mail.web-hyogo.or.jp 
Taro Kamon 


-—-MESSAGE FILE 22520 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000050htm1. html 


--MESSAGE FILE 22521 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000051html-.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?I1SO-2022-JP?B?GyRCO20kYiVeJUMIVCVzZJTAkRyOtJUDokSxsoQg==?= 
=?1ISO-2022-JP?B?GyRCOiQkOyRGUCOkKXiQ5GyhC ?= 

Date: Wed, 24 Sep 1997 10:03:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 56 

Message-ID: <kamon$21c519970924100324@news1.scei.co.jp> 

References: <342804B1.6699@comco.ne. յք» 

NNTP-Posting-Host: 210.136.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESBS3SsSKSASO!S$2CLg$GS9! #2 (B 


Soichiro Takabayashi <soichiro@comco.ne.jp> wrote: 

>¿ SBS3SsSKSASO; (B ¢SB=i2?4<T!VAT!WSGS9!#; (B 

> 

5 5 5 ՈՅ ee 5 grees YUS at E 

>¢SBS!SSSk¢ 

ԱԱ em <(!J#R#S#D#VSr;HMQ!KSGS-S:SK:SSCSFSSS“S9!#¿ (B 

> 
>i $B#T#I#M$rG[CV$,1>!9$H$$$&$*OC$7$, =P$F$$$^$9$, !"22$N;v$G$7SgS&$+!)¿ (B 
>2¿SBEvS?SjA0SK#L#W#3#DSG#T#ITFMS+SiSNSSSa!<S%S Աա ԱՑ 3 aeons aoe 
>¿ŠSBSNSG;¿ (B 
>2¿SBS7SgS&S+!)¿ (B 


TIM¿ $B$N%U% a ԱՆԱՆ BI8$OR@_Dj$5$I$F$$$^$9$+!)¿ (B ¿$B$?$H$ ($P!V$3$N¿ (B 
TIM: SBSO%US1!<%* SPSC%US! SNe (B (640, 0) gSBSKCVS/ !WSH$SS&Sh$&$SJ>pJs$GS9!#$?S@C1%$K; (B 
BMP; SBSJSISrz (ania Reno 555 «ՆԱՆ 1!<%° S$P$C%U%S! SNSTS3SKCVS/S+Sr7h¢ (B 
2 SBSaSFS*S$+SJS1S1$P$$518* $;S$s!#S?SaS7SKz (BTIM: SBSE!<SFS#ESISFSHE!<SGz ` BI8Srz (B 
(640,0)¿SBSKS$S7S$SFS+$Si%S%“%SC%T%s%0$7!S¿ (BRSD¿SB=PNOS7$SFS_SFS/SG@S5SS!#¿ (B 


>¿SBSDSAS3j!"01O"SN:n6HSH$7SFSISNShS&$KSŠ9SkSH<+J,Š$, :nSCS?%$F%S$/S9%SA%Sc!<$r%]%S3j%4¿ (B 
>¿$B%s$K¿ (B 
>¢SBE=S1!"#R#S#D#VSG8+SkS3SHS, SGS-SkSNSGS7SgS&S+! #2 (B 


-éSBSbSGSi ! <SGSbSGS4ISSS0¢ (B 

TIM: SBS£!<SFSES5SFS4!<SGz (BITIM SBSN:n@. 2 (B(zSBS3$N; ~!SG[CV:BI8$r7h$a$F$*$/z (B) 
.¿SB%1%SS%$"%$&SH$G%*%SC%$T%Ss%08e%s*%V%s8%'%/SHJ] Be (B 

|e SBSbSGSi!<SGS*%VS8S'%/ZHSLFIS_9~$_2 (BRSD2 SE=PNO: (B 


> Q) N P 


¿SBSHSSSCS$S?246S8SKSJSKkKSH;WSSS*S9!#¿ (B 


Sg ee HSoSJSSSHS9S1SP!J<j:n6H! KSIS&$S$S$é&:n6HS$r$9Skze (B 
>¿ SBSH 

>csatiristonssesianssss: SKS*°SCSTSSSOS5SSIS?#RESHDSUS ! SSSkSr:n$k$3SHS, SGS-SkSNSG; (B 
>~SBS7$g$&$+!) 


wo 


MAT 2 SB%U%! 3S%kSr3F% -393H% (SGSH#S2SCSSS8S1SP<j: n6HS*SCSTS8%08, $GS-S$* a 
¿$BKM$OO01EY!$<j:n6H$GOIKJHD$N%]%j%4%s$K%F%/%9%A oe ՏԸՇՏԲՏ ՏշՏՅՏԱՏ, Տ": ( 

2 $BS4$°S9!#%5!1<SP!<SKS"Sk¢ (BRSD; 381418 = SSkKSNSUS) !<%^%C%H$rD/$a$J$, է15453»- $7¿ 
¿$B$?!#01EY!$4JC1$J%b%G%k$K<j: a Անի. SkSHJIY6/SKSJSkS$+Sb3z (B 
ESBS7S1$%S; Ss! #2 (B 
ESBSGSb! SJ#; (STSbSGSkSISi<j:n6HSOSdSmS$&$H; WSoSJ$$JI}$,$SS$SSGS9Sh! #SaSAScz (B 
¿SBS/SAScBgJOSGS7$SgS&S+Sil!#; (1 
ESBS"SH!SSUS1!<%* SPSCSUS! SNOUL#!$; EAHS_SIJSISr$h$/M}2rS7SFSSSISSSH; (B 
ESBS*SCSTSS%OSOFGS7SSS+Sb$7515%S; $s! #¢ (B 


թ 
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ESBS, SsSPSCSFS/S@S5SS! #2 (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


-—-MESSAGE FILE 22521 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000051htm1.html 


--MESSAGE FILE 22522 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000052html html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!newsl.scei.co 
-jp!minoru 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: 25 Sep 1997 12:11:24 GMT 

Organization: INTEC Systems Laboratory inc. Ltd., Toyama, Japan 

Lines: 19 

Message-ID: <MINORU.97Sep25211124@paprika.isl.intec.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
jp> 


<34139246.42ER@isl.intec.co. Ք» 
<kamon$21c519970911235501@news1.scei.co.jp> 
<341E4467.6094@isl.intec.co.jp> 
<kamon$21c519970924102223@news1.scei.co.jp> 
NNTP-Posting-Host: 202.226.28.3 
In-reply-to: kamon@mail.web-hyogo.or.jp's message of Wed, 24 Sep 1997 10:22:23 +0900 


ա 


Շզ203222 ¿SBSN>>KN¿ (B ¿SB<BSGS9!#; (1 


> ¿S$SB$3SsSKSASO!S2CLgSGS9!#;¿ (B 

(¿Š$ŠBCfN, ¿ (B) 

> ¿$BCQ$:$+$7$J$,$i!$¿ (BgteMIMefunc () ¢SBSCSFSSS&4X?tS, $"$k$3$H$r$7$j$^$; Ss$GS7¢ (B 
> ¿$B$?!#KM$OD>@\¿ (BTMD;SBSND: E@SrS$S$S$8SCSF!VSdSCS$?!A!$z (BMIMez SBS@!A!*!WSHS+SdaSCSFS*% 
¿ (B 
> ¿SB$7$S?!#¿ (BgteMIMefunc () SBSN@bL@$rFIS$SsSG$b$<S$Ss$<$s;H$$J)$,$oS$+$j$%$;Ss!# (B 

> ¿SBSJSsSKSbSoS+SCSFSJSSSNSK!SONS=S$S&SJS3SH=q$SSFCQS:S+S7SSSGS9¿ (B (¿$B>P¿ (B) ¿$B!#¿ (B 


¿SBSSS ($$$ (!"Hs>oSKLr$KN) SA$*$7$?!#2 (B 
¿SBS“S@S*S@=i?4<TSJSNSG!"SSSmSSSmSH<ALdS9Sk;vSbB?SSS+SH;WSSS*S9S, "(Թ 
¿$B59$7$/$*4J$$$7$^$9! #¿ (B 


# ¢SBShS&SdAS/K\BISNCNSN%G%6SSS3SSKF~SCS$?SHS3SmSGS9! #2 (B 


<minoru@isl.intec.co.jp> 


<minoru@isl.intec.co.jp> 
—-MESSAGE FILE 22522 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000052htm1. html 


--MESSAGE FILE 22523 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000053html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Fri, 03 Oct 1997 01:27:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <3433CB78.9E30B9AI@inetc.roland.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
յք» <34139246.42EE@isl.intec.co.jp> <kamon$21c519970911235501@newsl.scei.co.jp> <341 
E4467.6094@isl.intec.co.jp> <34237E35.F3007D75@inetc.roland.co.jp> <34272418.62DF@is 
l.intec.co.jp> <342868BD.5665@isl.intec.co.jp> 

NNTP-Posting-Host: 133.111.200.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Շքս01910 ¢SB>.NSSGS9¢ (J 


> cqz03222 ¿$B$N>>K\¿ (J ¿$B<B$G$9!#¿ (J 

> 

> Minoru Matsumoto wrote: 

> > 9/24 ¿SB6aJUSK%SW%$m%0%i%S_%ss%0%U%)!<%Si%s`SN¿ (J test ¿$BEv$?$j$K¿ (J upload 
> > ESBCWS7S*S7SgS&! #2 (J 

> 

> 


/forum/program/test/kdf010.1zh ¿$B$K¿ (J upload ¿$B$7$^$7$?!#¿ (J 


¿SBS"Sj$, SHS&S4S6SSS* S9!#AaB.2rF` S7SFFOS+S7SFS_S°S7S$?! #2 (J 


¿SBS%“S@%*%$j%8%J%Sk%sG!<%?SGSO;n$7SFSSSJSSSNSGS9$, !"S+SIS 4; 29MSKSJSjS$S=S&SGS9!#;¿ (J 
E $BSD!<SkSNJ}SbAG@2Si$7S$S$$GS9SMz (J (**) 25818. (J 


¿$B$^$?<+J, SG$$SSmSSSmSH;nS7SFS+SiJs9p$5$;SFSSS?$S@S-S?SSSH;WSS$SS*S9!#<hS$j5%¿ (J 
¿SBS.S*NiSNS_SKSF<:NiS5$;SFSSS?S@S-S*S9!#¿ (J 


SHIGERU KOBAYASHI 
--MESSAGE FILE 22523 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000053html.html 


--MESSAGE FILE 22524 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000054html html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comco.ne. յք» 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?iso-2022-jp?B?GyRCO2Q0kYiVeJUMLVCVzZJTAkRyOtJUDokSxsoSg==?= 
=?iso-2022-jp?B?GyRCOiQ0kQyRGICOkKXiQ5GyhK?= 

Date: Sun, 05 Oct 1997 20:28:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <343779D2.54B@comco.ne. յք» 

References: <342804B1.6699@comco.ne.jp> <kamon$21c519970924100324@news1.scei.co.jp> 
Reply-To: soichiro@comco.ne. jp 

NNTP-Posting-Host: 202.225.174.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Taro Kamon wrote: 


> 
> ¢SBS3SsSKSASO!S2CLgGSGS9! #2 (J 

> 

¿SBS"SjJS, SHS&S4SOSSS*SO!"; E; VSKS+S*°S1SFSUS) 1ՀՇ16` S$r8+SkSNS, CYSISFS7S*SSS*S7¢ (J 
ESBS?! #2 (J 


éSBAaB.;n$7SFS_S$*S9!l#e (J 


éESB!IVAT! We (J ¿SB9bNS¿ (J ¢SBATO1O:;(J soichiro@comco.ne. jp 
—-MESSAGE FILE 22524 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000054htm1. html 


--MESSAGE FILE 22525 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000055html-.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comco.ne.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?is0o-2022-jp?B?GyRCO2ZOkYiVeJUMLVCVzZJITAkRyOt JDokS zokJEMkRiQkJF4kORsoSg= 
=?= 

Date: Sun, 05 Oct 1997 20:28:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <343779E4.6124@comco.ne. յք» 

References: <342804B1.6699@comco.ne.jp> <34286AB9.18D2@isl.intec.co.jp> 

Reply-To: soichiro@comco.ne. jp 

NNTP-Posting-Host: 202.225.174.179 


Net Yaroze newsgroups message dump.txt Page 15066 


Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Minoru Matsumoto wrote: 

> 

> cqz03222 ¢SBSN>>K\2 (J ¿$B<B$G$9!#¿ (J 

> 

¿SBS"$j$, SH$&$4$6$$$^$9!"; E; VSKS+S*S1SFSUS) !<%i%`$Sr8+SkS$SN$,CYS1$FS$S7S2$$S$S2S7¿ (J 
ESBS?! #2 (J 

éSBAaB.;nS7SFS_S*S9!#¢ (J 


éESB!IVAT! We (J ¢SB9bNS; (J ¢SBATO1O:;(J soichiro@comco.ne.jp 
-—-MESSAGE FILE 22525 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000055htm1. html 


--MESSAGE FILE 22526 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000056html-. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Soichiro Takabayashi <soichiro@comco.ne.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: =?is0o-2022-jp?B?GyRCO2ZOkYiVeJUMLVCVzJITAkRyOt JDokS zokJEMkRiQkJF4kORsoSg= 
=?2= 

Date: Sun, 05 Oct 1997 20:29:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <343779FF.2B48@comco.ne. յք» 

References: <342804B1.6699@comco.ne.jp> <3428FDB6.2A41@ppp.bekkoame.or.jp> 

Reply-To: soichiro@comco.ne. jp 

NNTP-Posting-Host: 202.225.174.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Motoji shima wrote: 

> 

> ¿SBATS5SsS3SsSKSASOc (J 

> ¿SB%SU%S) !<%i%`%j!<%@!<S$NEhSGS9¿ (J 

> 
¿SBSSSDSbS"SjJS$S, SH$&$4S6SSS7 S91";E;vSKS+S“S1SFSU 
¿SBSSS“S7S?!# (J 

¿SBAaB.;n$7$F$_$*$9!#¿ (J 


ole 


)!<%i%`Sr8+SkSNS,CYS1SFS7S ¿ (J 


¿SB!VAT!W¿ (J ¿SB9bNS¿ (J ¢SBATO1O:;(J soichiro@comco.ne.jp 
—-MESSAGE FILE 22526 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000056htm1. html 


--MESSAGE FILE 22527 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000057html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!newsl.scei.co 
-jp!minoru 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: 07 Oct 1997 12:16:17 GMT 

Organization: INTEC Systems Laboratory inc. Ltd., Toyama, Japan 

Lines: 15 

Message-ID: <MINORU.970ct7211617@paprika.isl.intec.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
jp> 


<34139246.42EE@isl.intec.co.jp> 
<kamon$21c519970911235501@news1.scei.co.jp> 
<341E4467.6094@isl.intec.co.jp> <34237E35.F3007D75@inetc.roland.co.jp> 
<34272418.62DF@isl.intec.co.jp> <342868BD.5665@isl.intec.co.jp> 
<3433CB78. 9E30B9IAI@inetc.roland.co.jp> 

NNTP-Posting-Host: 202.226.28.3 

In-reply-to: Shigeru Kobayashi's message of Fri, 03 Oct 1997 01:27:36 +0900 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 
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# ¢$B5%SJ;E; vSG>/S7N1<iSKS7SFS$°S$7$?2 (B...¢5B! #2 (B 


>ESBS*S@S*S5jS8STSKSG! <%?SGSO; nS TSESSSISSSNSGS9S, !"S+SJSj; 29MSKSJSjJS=S&SGS9!#¿ (B 
>¢SBSD!<SkSNJ}$SbAG@2SiS7SSSGS9SMz (8(՞՞) 25817. (B 


éSBS3$N<j$SN%D!<%k$O: #8e1, MWSKSJ$ j$=S&SI5$$,S9SkSNSG!"$*3 (=q$-¿ (B 
¢ SBD! <3kSNMWNNSGF~NOS$GS$-Sk$D!<%kSH!"010"SN%$7%JI%4%*SrDj5AS7SF3 (B 
é$B<B9OTS5S; $k% (SSS8SSSN@=:nSr8=:_L\O@SsSG$*S$9! #2 (B 


¿SBS$S;SCS+S/¿ (B bison ¿SBSd¿ (B flex չ58Տ5ԵՏ0ՏՏՏՔՏ-ՏԲՏ՞Տ957Հ (8...25814Հ (8՞ ՞ 


<minoru@isl.intec.co.jp> 
—-MESSAGE FILE 22527 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000057htm1l. html 


--MESSAGE FILE 22528 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000058html. html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Shigeru Kobayashi <kotobuki@inetc.roland.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions 

Subject: Re: Want to transform models 

Date: Tue, 07 Oct 1997 22:49:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <343A3DEA.50200299@inetc.roland.co.jp> 

References: <340E9C36.50EF@isl.intec.co.jp> <kamon$21c519970905180944@news1l.scei.co. 
jp> 


<34139246.42ER@isl.intec.co. Ք» 
<kamon$21c519970911235501@news1.scei.co. յք» 
<341E4467.6094@isl.intec.co.jp> <34237E35.F3007D75@inetc.roland.co.j 


p> 


<34272418.62DF@isl.intec.co.jp> <342868BD.5665@isl.intec.co.jp> 
<3433CB78. 9E30B9AI@inetc.roland.co.jp> <MINORU.970ct7211617@paprika. 

isl.intec.co.jp> 

NNTP-Posting-Host: 202.213.138.26 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Շքս01910 ¿SBSN>.NSSGS9;¿ (J 


Շզ203222 ¿SBSN>>KN¿ (J ¢SB<BSGS9! #2 (J 
# ¿$B5^$J; E; v$G>/$7N1<i$K$7$F$^$7$?; (J...¢$B! #2 (J 


>E SBS*SQS*%SjS8SITKSG! <3 ?SGSO0; NS TSFSSSISSSNSGS9S, !"$+$J$j; 29MSKSISjS=S&SGS9! #3 (J 
>¢$B%D!<%kSNJ} SbAG@2$i1$7SSSGS9SMz (J (՞՞) 25818. (J 


> 
> 
> 
> 
> 
> 
> 
> ¢SBS3SN<j$N%D!<3kS$O:#8e1, MW$K$J$j$=$&$J5$$, S9SKSNSG! "$*3 (=q$-3 (J 
> ¢$B%D!<SkSNMWNNSGF~NOSGS-—SkS%D!<%SkSH!"O01LO"SNS7%I%4%S*SrDI5ASTSE¢ (J 
> ¿$B<B9T$5$; $k% (SSS8SSSN@=:nSr8=:_L\O@SS$GS*S9! #3 (J 


¿SBAG@2Si1S7SSSGS9SM!#¿ (J 


¿SB$b$7&B%F%9%H$J$II, MWSKSIS 4S*$7S$?Si4nSs$G6 (NOS5$; SFS$S$?S@S-S*S9ISNSGE'Hs¢ (J 
¿SB$4O"Mm$/S@S5$%$¿(J(**) ¿SB!#¿ (J 
> ¿$B$;$C$+$/¿ (J bison ¿$B$d¿ (J flex zSBSbSDSSSFS-SFS*S$9872 (J...¢gSB! #2 (J*_% 


¿SBA4S/ITJY6/SGSoS+SiSJSSSNSGS9%$, !"S3$1SiSO¿ (J C++Builder ¿$B$N2?$+6/NO$J¿ (J Tool 
ՀՏՔՏՄՏՏՏՇՏ9ՏՀԻ)) (J 


ESBS=S1S$GS0!": #8eSHSbSh$m$7$/S*4jSSS7S*S9! #2 (J 


Shigeru Kobayashi 
—-MESSAGE FILE 22528 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000058htm1l. html 


Net Yaroze newsgroups message dump.txt Page 15068 


--MESSAGE FILE 22529 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000059html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program.que 
stions 

Subject: [Q]How to display the model correctly?? 

Date: Tue, 05 May 1998 23:27:05 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 59 

Message-ID: <354F21B9.5355@unlimited.co.jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:59 plays 
tation.ny.program.questions:170 


£SB?9EDSGS9! #2 (J 


£$B:G6a! "<ALd96SaSrS$7TSFS*S5S*SO! #2 (T(%%;) ¿$B$9$_$^$;$s!#¿ (TImm(..)mm 
2$B!t=i24<TSG$9! #2 (J 


¢ SBSISASiSN$0%3k!<3WS, @5S7SSSNS+ShS$/JT, $+Si$JT$+SCS$2SNSGS$/S3mS9%]SISHSTSFS*SO! #3 (J 
¿SB0J8e!"J8F, SN! tSOKMSNFHS 38 @SNShS & SISbSNSITSNSG5SSKS7TSFSbS7SIS/SFSbSSSSSGz (J 
ESBS9O! #2 (J 


¿SB>I>u$O!"%]%3j%4%SsSNIA2h=g$, $&S*°S/9TS-S*S;Ss! #3 (J 


ESB>uU6TSr@bLECWS7S*S9! ##3#0#0%] 5554S Cree o (ԱՅԳ ae S7S?!#é (J 
ESBHr#tstd#tvSGI=< ($ 9SkSH2HLLSN=DH>J, $/$i$$$NBg$-$5$GI=<($5$1$^$9!#%]%j%4%s$Nė (J 
¿S$B2sE>$J$SI!J%SQ%$C%SIS$SG!K$r$7$F$_ $ O. S or Storer anh N PROS P¿ (J 
O j OT p nn ninin): ny 5 5 O S 
ESBSKSOJ, S1SFSSS“S;Ss!# (J 
¿SB!t2hLL>eS+SiSN8+2rSGSO!"1&OSSd1&B-S,SSSDSb@hSKI=<(S5S1SkShS&SJ5SS,S9Sk!#¿ (J 
¿SB!t@h$KŠ/Sk%G!<%?$+ŠiIAS+Sl1Š$Šk!)¿ (J 


¿Š$ŠB<+J, SN$W%$m%$0%i%`$G¿(JLENGTH=12(¿S$B%S*!<%@%$j%s%$0%?%0¿ ¿SBS$SGI=<(S$5$;SFSbS[SNF1S8>u 
67¿ (J 
¿$B$,5/$-$^$9!#¿ (J 


[¿SB<ALd ¿ (J] ¿SB3'S5SsSO!"%S]%jJ%4%s=gSŠrA`:nS9Sk!JSGS-SkSNSGS"S1SP!KSHS-SO!"SISNSh¿ (J 
¿SBS&SJJ)K!SGS5S;S%S9S+!)%W%mS0%Si%S*E*4QEQSH%$0%i%U%S#%SC%+E*4QEQShSjS40U8+S,M ¿(J 
¿SBS7SSSGS9!#¿ (J 


¿SB<+J, SJ$ JSK$O0J2<SNShS$S&SJJ)K!S, S"SkSh$S&SJ5S$, CWS$7S?SN$GS9$S,DJS+$GSOS"SjS ¿ (J 
¿SBS;Ss!# (J 
ESBHELIKS*!<S@QS5SSSO0SF!<SVSkSrJ,S1SkI}K!!)¢(Jd 

éSB8=<BE*SGSISSSNSG! "SGS— 51SP$3S1SOHr$1$2$$ | #SHSSS&SNSbHO1 SDSN%*%VS8%'%/%He (J 
¿SBS@S+Si!#¿ (J 
¿SB!t#r#sTd#vSGSAScSsSH8+S?SS!#; (J 


¿SB#21K$bsG%J%s*05, >.$5$$!) 
¿SBSIS1S/S1iSSSNBgS- sss, E, Ev$G$"$k$G$7$g$&$+!#z (J 
¿$B!te( (JOT: SBSN2rA | EYSK4X78S7SFSk!) ¢ (J 


wen 


ESBS3SNS5S$-SO! "SWsmS0%iS*SNT} SKIIS-S?SSSGS9! #3 (J 
¿SB<B:]$N%*!<%$@%j%s%$0%"%k%4%j%:%S`S,Sh$/J,$S+$jS2$S;$s!#C1J)8-%j%9%SH$K$h$CS$F<B;¿ (J 
Pe ee ՆԱՅ WSSS*S9!#S,S7S+S$7!"F) E e 
e os S ep a O LkJQ049555152#ZSNCMSrHf3S571"= =g=x$rIU$1$k¿ (J 
ESBSNS, BEEvS@SHS$H; WS&SNS$G$95S, Հ (J.. 

e$B!t2ra|EY<+BN! "OULFITLESGS9! #905 7S+879FHLGr2TA | ESK S"SCSFNL; R2=S7SFS7$%¢ ( 

C SBS&SHS+2 (J ae 
2$B!t=c?hSK#ZSNCMSG8+S1SPSSSSSH;WSSS$*S95S, ¢ (J 


we 


[¢$B<ALdg (J] ¿SB$S"$k%4%j%:%`Sr65$ (SFSS$?S@S1S1$P!"9, $$$+$H;W$$$^$9!#!J4JC1$K$G$b!K;¿ (J 
¿$B!t¿ (JGSOT_TAG; $BSNz (Jnumz $BS$O! "IA2ZhHMOSNSbDSNSGS$9$+$M! #%* !<%@%35%S%30; ~SKSOOUL#SNL5$$ 


Net Yaroze newsgroups message dump.txt Page 15069 


$b¿ (J 
éESBSNSH;WSoOS1S%S95S,¢ (J 


2 $B>!<jSI<ALASP$+$4:0$_$°$; $s! #SIS&Sb7i JIS 7$g$&STISHS3$m$, S"S$k$h$&$G$9! #2 (J 
ESBSISIS?S$+S$*655 (SS$?27S@S1SkKSHHS>OSK=u$S+$4$*S9! #K\EVSKS*45SSS7$*%S9! #2 (Jmm(..)mm 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

—-MESSAGE FILE 22529 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000059htm1. html 


--MESSAGE FILE 22530 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000060html1-. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program.que 
stions 
Subject: Re: [Q]How to display the model correctly?? 

Date: 6 May 1998 23:43:05 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 54 

Message-ID: <3550f238pc336@base.minoru.isl.intec.co.jp> 

References: <354F21B9.5355@unlimited.co.jp> 

NNTP-Posting-Host: 210.132.156.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:60 plays 
tation.ny.program.questions:174 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <354F21B9.5355@unlimited.co.jp>, morita@unlimited.co.jp says... 

[¿SB<ALd¿ (8) ¿SB3'!S5SsSO!"%]%jJ%4%s=gSŠrA`:nS9Sk!JSGS-SkSNSGS"S1SP!KSHS-SO!"SISNSh¿ (B 
>¿SBS&SJJ)K!SGS5S;S“S9S+!)%W%sm%0%i%S*“F*4QEQSH%$0%iSU%S#%C%+E*4QEQShSjS40U8+S,M ¿ (B 
>¿$BS$S7SSSGS9!#;¿ (B 


OT ¿SB$SrJ,S1$kSHSdSCS+SSSJLdBj3S, $$$m$$$mz (B 

¿SB=P$F$S/SkSN$G!";d$OC101$N¿Á (B OT ¿$B$r;H$C$F$$$^$9!#¿ (B 
¿SB2rA|EYS,I,MWSJ>19gSO!"%*%V%$8%'%/%HŠNI=<(=g=x¿ (B 
¿SBSH¿ (B OT ¿SBSN?<S5SrD4006$9SkS3SHSGS45- S+S7$FS S9!#¿ (B 


>i $B#2!K%b%G%j%s%0$,>.$5$$!)¿ (B 
> + SBS1S$1$/S1SSSNBqS—S5S, E, EvSG$"Sk$G$7$qSeS+! #2 (5 
>2SB!tz (BOTZ$SBSN2rA |EYSK4X78$7SFSk!) ¢ (B 


2 SBS+%aSi0LCVSHS*3V%8%'%/SHSNSWNSS, ¿(B 
2 SBSbSCSHSb8zS$-$*S9! #3 (B 
¢ $B; d$O! "Sa%b%jSKM>M5$, $"S1SP!"2<S5; (B 

14 ¢SBSSSCSHSG:n@.$7!"$=S1$+SiMnSHS7SFS$S$/¢ (B 
éSBI}K!$r;HSCSFSSS*S9! #2 (B 


ԱԱ: SO! "Swsms0Sis*SNJ}SKI9S—-S?SSSGS9! #2 (B 

>¢SB<B: ]SN%S*!<%@%S5%SS0S"SkS4%5%3:%3°>S,ShS/I,$+S$5S%S; ԱՆԱ eine tonne a 
ԱԱ Ara S ԱԱ seated at WSSS“S9!#S,S7S+S7!"F);kJQ4955S1$S?#ZSN (B 
>¿ $BCM$r$J$<; e ԱԱ A LkJO49S551S?#2ZSNCMSrHf3SS7!"=g= xŠ$rIUS1l$k¿ (B 
>¢SBSNS, BEEVS@SHSH;WS&SNSGS$9S,¢ (B 


Z ~SBSNCM$KSh$CS$F!"%G!1<%?2$, 30G<$5$1$k%9%2%C%/¢ (B 
ESBS, 0c$S&$+SiSGS9!#z (B 


>¢$B!t2rA|EY<+BN! "OULFITL@SGS9! #$b$7S$+S7SF#Z$r2rA | EYSKS_S"SCSFNL; R2=S7SFS$7$%¢ (B 
>¿$BS&SHS+¿ (B 


2 SBS=SNDL$4$G$9!#NL;R2=1}$,2¢(B Z ¿SBSN2rA|EYS$H; (B 
¿SBSJS3jS S9!#¿ (B 


>¢$B!t=c?h$K#ZSNCMS$G8+S1SPSSS$$H;WSSS*S$9S,¢ (B 


Z Buffer ¢$BS"%k%4545%:%3° Sr:NMOSTSFSSSkKS*°S7SsSISi!"¢ (B 
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¿SB$=$&$J$k$s$G$9$, !"¿ (BPS ¿S$SBSO¿ (B Z sort ¿S$B$J$SsSGS9!#; (B 


¿SB<ALd¿ (B] ¿SB%$"%Sk%4%j%:%`Sr65S (SFSSS?2S@S1S1SP1"9,SSS+SH;WSSS“S91!#!J4JC1SKSGSb!K; ( 
ոջ 
>¢SB!tz (BGSOT_TAG; SBSNz (Թոսոչ $B$O! "TA2ZhMOSNSDSNSGS$9S+SM! #3* !<%@%35%S8%0; ~SKSOOUL#SNL5S$ 
$$bz (B 
>é$SBSNSH;WS0$1$%*$9$, ¿ (B 


2$B; dSO@8@.$5$1$?2 (B GPU ¿S$SB%SO%S1%C%$HSN2rQ@OSr$dSCSŠSFS$SSSJSSSNSG: (B 
¿$B$o$+$J$^$; $s$, !"2a5n$SN5—-;v$r8+SkSH!"2r@O0S5S1S$?¢ (B 
¿SBJ)S$S,SS$S1SCS7ScSkShS&SGS9!# (B 

Minoru Matsumoto 

minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 22530 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000060htm1. html 


--MESSAGE FILE 22531 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000061html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Tomonori Morita <morita@unlimited.co.jp> 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program. que 
stions 
Subject: Re: [Q]How to display the model correctly?? 

Date: Thu, 07 May 1998 09:41:21 +0900 

Organization: Unlimited Co. Ltd. 

Lines: 38 

Message-ID: <35510331.4A37@unlimited.co.jp> 

References: <354F21B9.5355@unlimited.co.jp> <3550f238pc336@base.minoru.isl.intec.co. 
jp> 

Reply-To: morita@unlimited.co.jp 

NNTP-Posting-Host: 203.183.165.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:61 plays 
tation.ny.program.questions:175 


ESB? 9EDSGS9! #2 (J 


ESBS*EZS (ՏՏՏՉՏ0Տ-Տ"ՏյՏ SHS&S4SOSSS*SOIl He (J 


Minoru Matsumoto wrote: 

> 

> ¢$BS$+%aSi0LCVSHS*$V De G su9o $, ¿ (J 
> ¿$B$b$C$H$b8z$-$^$9!#¿ (J 


¿SB%+%a%iSr0zSSSF%*%V%8%'%/SH$rBgS-S/S9SkSHSSSSShS&SGS9!#; (J 

¿SBSASJS_ SK!"%i%SSH%&% (!<%V>eSGSN%sb%G% k$NBg$- S5SO!"?HD9S, ¢ ( (J4¢ SB! é(J5¢ SB%-%m%a!<%H% 
k!"; (J 

258821)5,: (J1¿Ł$B%-%m%a!<%H%k$N%4%8%i$ÞbL[$kBg$- {S5SKSISIS°S7921 He (J 


ESB! te ( a 4%8%siS$S,3ZS7S_SGS9SM!#¿ (J 


ԱՅՈ SO!"SWsms0SiS*SNI}SKI9S-S?SSSGS9! #2 (J 

>; $B<B:]$N%*!<%@%j%s%0%"%k%4%j%:%`$,$h$/J,$+$j$^$; pe ee Pe 
>2$B8= eee Սեն WSSS*S9!#S,S7S+S7!"F) ; kKIQ49S5S1S2#Z5Ne (J 

> 2 SBCMSrS$JS<; }$?SISSSNSGS7SG$&5+!) F) 7 ke (102 $B49$551$ 2#ZSNCMSrHf 3887 | "=g=x$rIU$1$k¢ 


>¢SBSNS, BEEVS@SHSH; WS&SNSGS$9S, ¿ (J 


Z a ԱԱ ՈՆ 3JG<S5$1S$k%9%?%C%S/¿ (J 
¿SBS,0c$S&S+SiSGS9!#;¿ (J 


>¢$B!t2rA|EY<+BN! "OUL#ITL@SGS9! #Sb$7S+S7SF#Z$r2rA | EYSKS_S"SCSFNL; R2=S7SFS7$%¢ (J 
> SBS&SH$t2 (J 


VVVVVVVVVVARV VV V 


2 SBS=SNDL$4$G$9!#NL;R2=1}$,¢(J Z ¢$BSN2rA|EYSH¢ (J 
¿SBSJS3j3S S9!#¿ (J 
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Stefano. 


—-MESSAGE FILE 2381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01084 


—-MESSAGE FILE 2382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001085 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tools 

Date: Wed, 3 Jun 1998 18:01:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <613vvu$6013@chuka.playstation.co.uk> 

References: <6kql2tS6o02@chuka.playstation.co.uk> <611d4fS605@chuka.playstation.co.uk 
> 
NNTP-Posting-Host: client1322.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sorry haven't got a clue. I'll try and find out for you. 


I've got some other 3d utils that were given away as well. Լ'11 hunt them 
out and post information for everyone. 


Bob 
bob@shand.globalnet.co.uk 


Graeme Evans wrote in message <611d4fS6o05@chuka.playstation.co.uk>... 
>>Caligari Truespace version 1.04 is being given away on PC Plus this month 
>> July 1998). 

> 

>it says on the back that it works with win 95 and 3.1. have you tried it on 
>NT4? it kinda implies that it wont work. but anyone know for sure? 

> 

>gr 

> 

> 


—-MESSAGE FILE 2382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01085 


—-MESSAGE FILE 2383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001086 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Wed, 03 Jun 1998 18:44:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3575996f.580267@news.playstation.co.uk> 

References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> <61 
3hv1l$6o08@chuka.playstation.co.uk> <35756521.89CCB2A5@scee.sony.co.uk> 
NNTP-Posting-Host: p04-oriole-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 03 Jun 1998 16:00:49 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>West wrote: 

>> 

>> > I was offline all weekend until i tried the news on 
>> > www.netyaroze-europe.com 

>> 
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Zé SB%=!<%SHS5SS1SkSHS—SNCMSO! "SbSNS5S7SNL\@9SjSK9GSOS; $?CMSHSSS&S3SHSGS9SM! #2 (J 
éSBS=S&S@SHSbSGSkSrBgS—-S$/S7SF!"LdBj$,2r>CS5S1SkOUL#S, J, $+S4S*°S9! #3 (J 


ESBSSSm$$$m$*A{$,$;CWS7$S*$S7$2l#e (J 
£$B!t%0S*S SES ISHS IS+$I$+Cl=c$JI$ 3$HSbSo$+$s$I$/SISCSESTS*SS$S$*S$7$2!#ze (Մ(՞՞չ) 


T. Morita 

Unlimited Co., Ltd. Tel/Fax:+81-3-3865-3006 

—-MESSAGE FILE 22531 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000061htm1. html 


--MESSAGE FILE 22532 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000062html1-.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.graphics.3d.questions,playstation.ny.program. que 
stions 
Subject: Re: [Q]How to display the model correctly?? 

Date: 7 May 1998 11:52:04 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 14 

Message-ID: <35519d11p7837@base.minoru.isl.intec.co.jp> 

References: <354F21B9.5355@unlimited.co.jp> <3550f238pc336@base.minoru.isl.intec.co. 
յք» <35510331.4A37@unlimited.co.jp> 

NNTP-Posting-Host: 210.132.156.9 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

Xref: chuka.playstation.co.uk playstation.ny.resource.graphics.3d.questions:62 plays 
tation.ny.program.questions:176 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


In article <35510331.4A37@unlimited.co.jp>, morita@unlimited.co.jp says... 


>2SBS+SaSiSr0zSSS$F3*SVS8%'%/SHSrBg$—$/S9SkSHSSSSShSESGS9! #3 (B 
> SBSASIS_SK! "Si SSSH3&% (1<SV>eSGSNSb3GSkKSNBg$-$5$0!"?HD9S, Հ (845815: (B52 SBš—%m%a ! <$H 
sk!" (B 


>¿$B8*I}$,¿ (B1¿$B%-%m%a!<%H%k$N%4%8%İi$ÞL[ŠkBg$-$5$K$J$J$^$7$?!#¢ (B 
>¿$B!t¿ (Bholywood¿$B$N%4%8%i$,3Z7$7$_$G$9$M!#¿ (B 


RSDEXPORT ¿$B$O¿ (8 lm ¿$B$r¿(B RSD ¿SB:BI87OS$SN¿ (B +1 zSBSKIQ49S9SkS$h$&SGS9! 4; (8 


Minoru Matsumoto 
minoru-m@rb3.so-net.ne.jp 
http://www.geocities.co.jp/Playtown-Denei/3856/ 


—-MESSAGE FILE 22532 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000062htm1. html 


--MESSAGE FILE 22533 START: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/000 
00003d/questions/00000063html1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "tako" <36395069@ed.noda.sut.ac.jp> 
Newsgroups: playstation.ny.resource.graphics.3d.questions 
Subject: =?iso-2022-jp?B?cnNkZm9ybRskQiROJSglaSE8GyhC ?= 
Date: Thu, 21 May 1998 21:24:58 +0900 
Organization: PlayStation Net Yarouze 
Lines: 23 
Message-ID: <6kl6vf$72e@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.31.173.77 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


tako¿SBSGS9 (B 
rsdform¿SBSG%9%1!<%skEySrJQS (ShS&SHS7S?=j!S2<SNShS&SJS(Si!<S,¿ (B 
¿SB=PSFS$S7S“SSS*S7S?!%S:#S“SGSOS3SsSJ;vSJS+SCS$S?SNSGS*SmS*SmS7SFS S9¿ (B 
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¿SBS$SISJS?$+J,S+Šk?M65$ (SFS/$S@S$5SS$S!%¿ (B 


>rsdform -o field5_la -v -s 5.0 5.0 5.0 -t 0 450 0 field5_1 >> field5_1l.log 
(C) 1994-1996 Sony Computer Entertainment Inc. All Rights Reserved. 
rsdform Version 1.81 Mon Apr 1 12:00:00 1996 


Unexpected EOF: "field5_1.ply" line=0 


¿$B$A$J$_$K¿ (Bfield5_1.rsd¿SBSO¿ (BLW¿SB#4!S#0SN¿ (BRSDexport¿$B$G:n@.S7S$S?$bS$SNSGS9;¿ (B 
ESBS5SSiSKS*S:SSS3SHSOS35N% ($1!]$,=P$?8eSKz (Bfield5_1.plyz$BSNCf?HS$, ¿ (B 


# Created by rsdform(v1.81) -s 5 5 5 -t 0 450 0 from "field5_8.ply" at 21:04 
05/21/98 


ESBSH8@S&#19TSKIOS (SiS1SFS7$*°S$$%]%3jS4%s>pJs$,>CLG$7$*S$9!%¢ (B 
ESBS*S$!S3S1S085SNz (BLWO2 SB%US!SS%kS+Si:nS1S*S9SNSGNISSSsS$GS9S, 15. (B 


—-MESSAGE FILE 22533 END: net-yaroze-usenet/00000003-SCEI/ny/resource/graphics/00000 
003d/questions/00000063htm1.html 


E AE AE AE FE AE AE EEE HE EH 
E AE AE E FE AE AE AE AE FE FE HEHE 


E AE AE AE FE HEE HEE EH 
E AE AE AE AE HEE EH HE EH 


E AE AE AE FE EAE FE EE HE EH 
SE AE EAE AE EAE FE EH HE EH 


t EERE EE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/planning 
S EREEREER EH 


AE AE TE AE TE FE AE FE E HE HEH H H 
--START USENET FOLDER: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion 


EE E TE AE HE FE AE FE E HE EEE SH 


--MESSAGE FILE 22534 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!moroha 
From: moroha@ca.mbn.or.jp (Moroha Otuki) 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Common Scenario Format 

Date: 17 Apr 1997 11:56:11 GMT 

Organization: ALKAID.INC. 

Lines: 70 

Message-ID: <5j534r$111@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.217.1.67 

X-Nsubject: ¢SB!VSSSoSfSk!WS7%5IS5IS*SN%US) !<S*°SCSHE (B 
X-Newsreader: gnspool [Version 1.36 beta Apr.1,1997 (DOS) | 


2$B!!$3SsSPS$sSO!"=tMUSGS9!#:#2sS$0; (3XITSH8@S&S3SHSG!"!VSSSOSFSk!WS7SI%5S*3 (B 
¿SBS$SN%U%) !<%*SCSHSKSDSSSFSGS9! #$0$?$7Sb@5<0$K=, $C$?$0$1$8$c$J$$$7!"$Þb$H$Kz¿ ( 
ESBS7SFSSSk; qNAS, SASGSCSH8ESSSNSG! "SRSgSCSHS7$?$i: G6aSN; v>pSHSO0cSCS$?7$4$9¢ (I 
¿SB$k$+$b$7$1$^$;$s!#$J$*!"J8Cf$NNC$OE, EvSKSGSCSAS"S$2S ?SbSNSGS9! #2 (B 


ww 


é$B!!MQ; £SGS9S,!"#2#0!_#1#0SN#2#0#0; z5MSaS$,<gN.SNShS&$G$9!#5-=RS,S"S4S%S; (B 
ՀՏՏՏՏՏ, !"$*S=$i$/%0!<SWsm=q$—-SN>19gSb$3S1SK=" 5r$G$7$g$&! #2 (B 


ESB! !:G=iS, %?%S%$H%k%Z!<%s8SGS9!#S3S3SK:nIJL>SH:n<TL>S,=q%$+S1S S9!# (B 
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¿S$B:nIJL>¿ (B 
¿SB:n<TL>¿ (B 
¿SBSHSSSCS?SHS3SmSGS9!#NcSrS"S2SkSJSi!" (B 
¿SB!VF_?'SN7n!We (B 
¿SBBg7n=tMU;ç (B 
¿SBSHSf!<SHS3SGS9S+!#¿ (B 


ESB! !<!$,G[LrSZ!<S8!#3F9TSK! "3 (B 

¿SBS— ae E 

¿SBSHSSS&%SU%s) !<%“%C%HSKSJS$93jS*S9!#NcSrS"S2SkSJSice (B 
ESBIPLE>!9, !"!J%?%1!K!"#2#2!"<g?M8x¿; (B 

¿SB01%N@%?25]!"#2#3!"%R%m%Š%Ss¿ (Ց 

¿SBSHSSSCS?6q9g5G5918; ( (B 


2$B!!S=S7SFSSShSSSHK\ITSKF~S$4S$*S9! #2 (B 
258115» $: !"%71<% {sGxehJLS99K5?4aSKC1SHEPSPS1SKSDSNE, S"S5S*SO!#C1LSNF, SKSO%7!<z (B 
ESBSSHV9FS, =qg$t+$1S*°S9! #3 (B 

¿SB!(C1¿ (B 
¿SB$G$9SM!#NcSH$7$FSO¿ (B 
21;$B5R4V;¿ (B 
¿SBSH$S+$S$S$S&465S8SGS9!#!(SNCfSK?t;zSH8@0@$&SNS$S, K\Ev$i$7$$$G$9$, !"30; zSKSISCSF3 (B 
ESBS7S*S&SNSG!_SGS9SM! J>P!K! #$5S$iSK>p7I$r@bL@$ 9$k$ ?$aSN%H=q$,F~$4$*S$9!#3He (B 
éESB=qSNF, S$OA430$G; 008; zS"S1S*S9! #2 (B 

eSB! {Cle (B 

¿S$B!111!!$SH=q¿ (B 
¿SBSG!"¿ (B 

21;¿$B5R4V;¿ (B 

TSB!1l1111TpL&S, : BSCSFSSS$k! #2 (B 

2 $BSHS$$$5$U$&$K! #$5$iSK3F 7MSNBE; 1$, F~$4$°$9!#S83$1$0F, $K6uGr$zrF~$1$*$; $s! #2 (B 
¿SBBf;1$NF, $K$OL>A0$r$D$1$^$9$, !"47NcSHS7SFCKSOL>; z!"=wSOL>A0Sr; H$&$=$&$G; (B 
¿S$B$9!#¿ (B 
¢SBL>AO!VBf;1!We (B 
¿SBSHSJS352S918;ə ( (B 
¿SŠBIpL&!VCY$$$J!"22?5]$N$d$D!D!W¿ (B 


¿$B1!1111;<7W%"%$C%$W!#O;;—-;M==H,J,$r$5$7$F$SS$SSk!# (B 
¿$SB!11111111111115, Av$j$NB-2; ! #2 (B 
¿$B!!1!1!1111111!Hb3+$/!#¿ (B 
¿SB1!111111111111B)$;$-$-$C$??25]$,$"$i$o$l$k!#¿ (B 
¿SB!!111111225]!V$4Sa$s!"CY$/SJSCSAScS$SCSF! W (B 
° SBSFSHS3$mSGS9SM! #>1= ՅՏ, S ՅԱՆԱ Lore ոով աան RCE) ) SFS*S9!#¢ (B 
ESBIlllll!!?25]!vs4SaSs!"CYS/SISCSASCSCSF! Wz (B 
¿$B!!!!!!!!¿ (B22; SBIpL&ESN2HSN302 (B 
¿SŠB1!!111111111111931!<%SH$N6_$r0z$->e$2$?CK$,8<4X$Sr$8SCSH8+SFSSSk!#: 


s SBSHSS$646S8SKSS$4$°S9 ! #00 2<F1MMSKB3SSSFS$$-$°S9! #2 (B 


ESB! LOLHLE*$J%7%I%j%*SH%21<%° SISI$G; HS0$1$k%7%J% j%* SNBGS$—$JOC$$$0! "OLHLSNg (B 

¿SB%7%J%SjJ%*SGSO!V%$S3%s%*sF!W!JSGSoS+SjJS“S9ShSM!KSKAjJEvVS9SkItJ,SO=q$+SJSSSH8@¿ (B 
Ps 3SH8C59! 4% 35 Be NG Ee Or yp er ona Q Ger yCyEE SRN =q$-$N; Ez (B 
¿SB;v$SGSOSJSSSHSSS&;vS@S+SiS@S=S&SGS9!#¿ (B 


2$B!!SGSO!":#F | SOS3SNSXS$s$G! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢z$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


—-MESSAGE FILE 22534 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000001html1.htm1 


--MESSAGE FILE 22535 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000002htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: =?1S0-2022-JP?B?GyRCJTc1SiVqJSolOSUVIWolVyVIGyhC?= 
Date: 5 Apr 1997 00:07:32 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 22 

Message-ID: <5i4544S2ba@newsl.scei.co.jp> 
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References: <19970303002854moroha@ca.mbn.or.jp> <19970304182325moroha@ca.mbn.or.jp> 
<5gh4og$grp@newsl.scei.co.jp> <19970317200331lmoroha@ca.mbn.or.jp> <S5gjv2hShqq@news1. 
scei.co.jp> <19970319010957moroha@ca.mbn.or.jp> <Sgn3neSiq6@newsl.scei.co.jp> <19970 
321012539moroha@ca.mbn.or.jp> <5gucdm$111@newsl.scei.co.jp> <morohaS$ef30199703220150 
27@newsl.scei.co.jp> <5Sh3dre$mfb@newsl.scei.co.jp> <morohaSef3019970324182626@news1. 
scei.co.jp> 

NNTP-Posting-Host: 202.244.231.108 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcom:;$SBSGS$9!#¢ (B 
¢SB!tMpF~SN>e! "FOMFSKS"S*Sj4X78SISSS+Sb! #2 (B(“ °; ; 


Moroha Otuki ¢SBBg7n=tMU; (B ¿$B$5$s[)$/¿ (B 


> 

>¿$B!!$G!"4N?4$NF |K\812r<a$G$9$, 1" չ (B 

> ¿$B3+$1$k!!Ak¿ (B 

>¿ SBSHS+=qS$SFS"SkSNSOM} 2rSNHOOOFbDSI$s$G$95S, !"$?$^$K; (B 

> éESBAKSr3+S1Sk¢ (B 

>¢ $B$H=q$$$F$"$K$N$, $"$C$?$J$7$^$9!#$` $&!#M=Ls81SNA08eSN=u; 12 (B 
> $B$OL5;k$9$k$H$+$$$&46$8$J$N$@$m$&$+!)¿ (B 


> 
¿SB! ! $SW%m mem%0SHS$$&8@81s, S"SkSs$G$9$, !"S=S1$r;WSS=P$7$Fz (B 
ESB!!STS*S$S$*$7$?2l#e (I 


wo 


ESB! !S*S!!"<B:]SKSO!"7k9=0cS&SsSGS9S1SISM! #3 (B(%%;; 


ah ff Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp IAA 
ՀՄՄ-ի Net Yarouze! ID : ayz00581 ԱՆ ane 


—-MESSAGE FILE 22535 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000002html1. html 


--MESSAGE FILE 22536 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000003htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!moroha 

From: moroha@mbn.or.jp (Moroha Otuki) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?ISO-2022-JP?B?GyRCJTc1SiVqJSolOSUVIJWolVyVIGyhC ?= 

Date: 6 Apr 1997 17:04:57 GMT 

Organization: ALKAID.INC. 

Lines: 19 

Message-ID: <5i813p$3hj@newsl.scei.co.jp> 

References: <19970303002854moroha@ca.mbn.or.jp> <19970304182325moroha@ca.mbn.or.jp> 
<5gh4og$grp@newsl.scei.co.jp> <19970317200331lmoroha@ca.mbn.or.jp> <S5gjv2hShqq@news1. 
scei.co.jp> <19970319010957moroha@ca.mbn.or.jp> <S5gn3neSiq6@newsl.scei.co.jp> <19970 
321012539moroha@ca.mbn.or.jp> <5gucdm$111@newsl.scei.co.jp> <morohaS$ef30199703220150 
27@newsl.scei.co.jp> <5Sh3dre$mfb@newsl.scei.co.jp> <morohaSef3019970324182626@news1. 
scei.co.jp> <5i4544S2ba@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.165 

In-Reply-To: falcom@bekkoame.or.jp's message of 5 Apr 1997 00:07:32 GMT 
X-Newsreader: gnspool [Version 1.36 beta Apr.1,1997 (DOS) | 


ՀՏ 1535ՏՏՔՏՏՏՕ)": (Bfalcom ¿SBS5Ss!#¿ (B 


From article <5i4544S2ba@news1.scei.co.jp> 

by falcom@bekkoame.or.jp 
> ¢SB!!sWomsms0SHS$$&8@81$, S"Sk$s$G$9$, !"S=S$1S$Sr;WSS=PS7SF¿ (B 
> 2581 !S7S*°S$S*S7$?!#z (B 


é$B!!13V% m%m$0SGS9S+1#5"S15OS55o5CS2S35SHSJSSSsSGS9ShSM!# (B 

խր i n 1051808156575256511) (BSmalltalk ¢SBSN?. fe 
¿SBSSSkS_S?SSSJSNSK! "%W%m%$m%0SNS s £l<s %61<$SCSFS$S"SsS*$3jJ9SSS2?S3¿ 
¿SBSHSJSSSSSGS9S,¿ (B :-) 


// Brave Sir Robin ran away He bravely ran away away // 
// Moroha Otuki ¿$BBg7n=tMU; (B def 
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// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22536 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000003htm1. html 


--MESSAGE FILE 22537 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000004html1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!moroha 

From: moroha@mbn.or.jp (Moroha Otuki) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: ¢SB%h%s?S=SN#1¢ (B 

Date: 6 Apr 1997 17:22:47 GMT 

Organization: ALKAID.INC. 

Lines: 29 

Message-ID: <5i8m57$3i0@newsl.scei.co.jp> 

References: <56i4c9S8lu@newsl.scei.co.jp> <32933E3D.2B5C@kitaku.rim.or.jp> <57lafpSd 
33@newsl.scei.co.jp> <5gotgg$j8r@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.179 

In-Reply-To: "Taisuke Fukuno" <uni@po.miyako.co.jp>'s message of 19 Mar 1997 14:33:5 
2 GMT 

X-Newsreader: gnspool [Version 1.36 beta Apr.1,1997 (DOS) ] 


From article <5gotgg$j8r@newsl.scei.co.jp> 
by "Taisuke Fukuno" <uni@po.miyako.co.jp> 


> ¿SB8ESSS*OCSJSNSG8+SDS+SkS+SIS&S+?4G[SGS9S, !&!&!&!# (B 
¿SB!!SFSsSPSsSO!"S&SKS5Ss!#<BSOS3SN%9%S1%C%ISK%SUS)%m!<S, SDSSSFSSSKSNSK; (B 


¿SBS<$Ss$<$s5$$, SDSSSFSSS$%S; SsS$GS7S?! #%59S1SCSIJLI=< (SNE+SKSOS*SCSFSS$?3 (B 
¿SBSH8@$ (S*S7TSgGSE!TE1>P!IK! #2 (B 


> ¢S$B; XSN4V@\SRSHSDSRSHSDSbSGSkKSKSISISP! "3 (B 
> MIME; S$BSb; HSoSJ$/SFSbS"SK%a! <37%Sg%S2DG=$G$9! #3 (B 
> LightWave; SBSG! "FO0S$-Sr:nS1SPS=SNS$“*S$%*; (BPSzSBSK<h$ j49~SaS*S9!#¢ (I 


ա 


2SB!!$?$7S+SK! "S3SCSASNS [$&$, 2&F; $+$b$7$1$^$; $3$M! #B>SNS9S1SCS%ISGSGSFz (B 
2SBS$$?%] $5%4%830SS%90* SN<jOCSP ! <383gSSSHSS$&S3SHSKSIS4S*S9S+! #2 (B 


2$B!!SHS3$m$G!"S$3$N5-; vSr=q$S$SFS+SiS7SPSiS$/S7SF! "K\EvS$K$3$N<jSN%=SU%Hz (B 
ESBS, S"SkK$3$H$,H=LES7S*$7$2!#S 2S 7S +#9# SMOSG ! "85SM% ?2?SO0<jOCSrsF!<S*SKS$73z (B 
ESBS ?>/=w*%s%, S@S=SESTSSSGSIS, !"S?SSSHEkSOK: S1SFS7S*SS$$*°S$7$?!D¢ (B 
ՀՏ 1-5" 1" 2M4AVS@S1S7$b; w$ 2Sh$ &$J; VSLIMS (Sk$b$SsS@SCSF;vSGS9SM!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢zSBBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22537 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000004html1. html 


--MESSAGE FILE 22538 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000005html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?I1S0-2022-JP?B?GyRCJTc1SiVqJSolOSUVIWolVyVIGyhC?= 

Date: 8 Apr 1997 01:35:16 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 25 

Message-ID: <S5ic7ckS$4co@newsl.scei.co.jp> 

References: <19970303002854moroha@ca.mbn.or.jp> <19970304182325moroha@ca.mbn.or.jp> 
<5gh4ogSgrp@newsl.scei.co.jp> <19970317200331lmoroha@ca.mbn.or.jp> <S5gjv2hShqq@news1. 
scei.co.jp> <19970319010957moroha@ca.mbn.or.jp> <S5gn3neSiq6@newsl.scei.co.jp> <19970 
321012539moroha@ca.mbn.or.jp> <5gucdm$111@newsl.scei.co.jp> <morohaS$ef30199703220150 
27@newsl.scei.co.jp> <5Sh3dre$mfb@newsl.scei.co.jp> <morohaSef3019970324182626@news1. 
scei.co.jp> <5i4544S2ba@newsl.scei.co.jp> <5i813pS$3hj@news1.scei.co.jp> 
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NNTP-Posting-Host: 202.251.251.203 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz;$BSGS$9!#¢ (B 
Moroha Otuki ¿$B$5$s[)$/¿ (B 
> 
>2SB!!S3SsSPSsSO!"3 (Bfalcom ¿SBS5Ss!#¿ (B 
> 


éESBI!!ISTSH!I"S3Ss!v!ivSo!"Bg7nS$5$s! #3 (B 


PER Deven sm sQSGr oy ia եա 2 LeCroy Or Ce? ՀԱԱՈ deers yey yieM Fe (B 
>¢$B!!2M9) CNG=70SN8@81$G$7$?$C$1!)¢(BSmalltalk ¿SBSN?. Տ Տ ՏՈԿ 
>ESBS$$k$_S?SSSISNsk!"Swsmsms0$N% aries $6!1<SCSFS"SS$*S$jIISS$?$3¢ 

>i SBSHSIS$$s$G$9$,¢(B :-) 


> 
ԵՏՔ !S=S&SGS9SM! "SWomsms0SO!"?2?M9) CNG=8@81S5G$95M! #2 (B 
¿SB!!S=S$S&SSSoS1SFS_S1SP!"%W%m%m%$0;H$SSSKSO!"S"S*SJAx6x¿ (B 


¿SB!1S7SJSSSGS9SM!#¿ (B 


¿SB!!;dSb!"Bg3X; ~BeSK!"<x6H$G$+$8SCS$?DXEYSJSNSG!"S"S*S$42 (B 
¿SB!!;HS (SkSoS1$SGSOSJS$SSGS9!#¿ (8(՞՞չչ 


e 7: Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
fet E_Mail_Address : falcom@bekkoame.or. jp aff} 
_/_ Net Yarouze! ID : ayz00581 fe tf 


—-MESSAGE FILE 22538 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000005htm1.html 


--MESSAGE FILE 22539 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000006html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?iso-2022-jp?B?GyRCUCYkbyQhISohISRiJCZLXzpPJITOLVSVIJCIkQyO/ JHMkRyQSJEOhIxs 
oSg==?= 

Date: Tue, 06 May 1997 23:40:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <336F42EF.4B96@mxa.meshnet.or. յք» 

References: <32F05B1A.12C7@mxa.meshnet.or.jp> <19970130184913moroha@ca.mbn.or.jp> ՀՅ 
2F1BE89.1825@ymg.urban.or.jp> <32F2DC44.47C0@mxa.meshnet.or.jp> 

NNTP-Posting-Host: 210.132.184.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win16; I) 


¿SBS&SoS!!*!!SbS$S&K_:O%=%SU%SHS"SCS?SsS$SGS9SM!#¿ (J 
¿SB9u:3jSGS9!#¿ (I 
¿SBOJAO0SK<!SNShS$S&SK=q$$SS?SsSGS9S, ¿(IJ 


kurosaki takashi wrote: 


> ¿S$SB!!$QO%S=%3%s%7%g%C%WŠ$K?"J*0i@.%7%e%_%1!<% ee eo 
> ESBS $,S"SkSt$I$&$+8+SK9T$C$2$s$G$9s, !"SISS$=$&SGE (J 
> gSBS7$?!#2 (J 

¿SBSHS3SmS, ¿ (J 


¿SBIISFSCS/SSS8%SSNE986G/#1827n9£Srs2S- $?$^ ՆԱ %'¿ (J 
ESBS"S&S'S"SGSP!<SASCEKK_:OSHSSSE&SNS, :\SCSFSSS*S7S?! #2 (J 

2 SBHWHI#N#9#5>eSGFO0S-$*S9! #AaB. !";nMQHGSr: #SdSCSFSSSKSHS3$mz (J 
ESBSGS9! #2 (J 
¢$B!!;nMQHGS@SH!"; “SNS; SsSFSS$d; *S$r6JT$252S4SGS-SISSSNSGS9S, !"3 (J 
2 $B%] $j%4%sSNSb$_$8$, SK$g$-$K$g$-@.D9$7!"=) SKSTSkSHMUS, 9HMU¿ (J 
ESBS7!"S=S7SFMUSrS$OSiSOSiSHMnSHS 9SHSSS&6ESCS?SHSNSGS9! #2 (J 
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¢$B! !SbSE2hLL>eS$N; ~4V$G2?G/4VSbOiSFSFSSSKSNSG! "AJEVBg$-$/S$I2 (J 
E$B$J$^$7$?!#$I$3$^$GBg$-$/$9$kK$3$H$, 2DG=$J$N$G$7$g$&$+!#0iz (J 
éSB@.%=SUSHFCM-SN3Z$7$_$,S"SjS*°S9! #2 (Մ 


¿SB!!#N#i#fit#ySGSOSa!<%SkSr;H$&$@S1SG!"%U%S)!<%i%$`SOS"S/S;%9¿ (J 
¿SBS7S?S$S3SHS, SJS+SCŠ?SNSG!"S3S&S$SSS&S9SPSiS$S7SS%S=%U%SHŠ$Š,$"SmS&¿ (J 
¿SBSHSOA4S/CNSjJS 2 $;SSSGS7S?!# (J 
¿SB!!S*“S@!"#N#i#f#t#ySNSIS3SKS3SN%=%USHS,S"TSkSNS+SoS+S$S3jS S; (J 
¿SBSs!#¿ (J 
¿S$B!!?2"J*#0i@.%=%U%SHSb:#8eSOBgS-SJS%SV!<%`Sr8FSVSsSGSOSJSSSGST7¿ (J 
¿SBSgS&S+!#¿ (J 


ե name : Takashi Kurosaki 

came E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22539 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000006htm1. html 


--MESSAGE FILE 22540 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000007html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?IS0-2022-JP?B?GyRCUCYkbyQhISohISRiJCZLXzpPJTO1VRsoQg==?= 

=? 1S0-2022-JP ?B?GyRCJUgkIiRDJID8kcyRHIDKkTSEjGyhC?= 

Date: Wed, 07 May 1997 23:49:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <morohaSef3019970507234904@news1.scei.co.jp> 

References: <32F05B1A.12C7@mxa.meshnet.or.jp> <19970130184913moroha@ca.mbn.or.jp> <3 
2F1BE89.1825@ymg.urban.or.jp> <32F2DC44.47C0@mxa.meshnet.or.jp> <336F42EF.4B96@mxa.m 
eshnet.or.jp> 

NNTP-Posting-Host: 202.217.31.181 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! !S3SsSP$sSO!"9u:j$5$s! #COSND1$+S$iLasSC$F$-$?!JISISsSN$3$CSASc!K=tMUSGS9! #2 (B 


playstation.ny.resource.planning.discussion ¿$B$N¿ (B <336F42EF.4B96@mxa.meshnet.or.j 
p> ¿SBSN; (B 
¿SB5-;vVSKS$S*SSSF¿ (B 19972586/: (B05;$B7n¿ (806258Ք | չ (B (¿SB2P¿ (B) 23¿ $B; ~¿ (B40¢SBu, ¿ (847 
¿SBIC:"!" (B 
kurosaki takashi <kurosaki@mxa.meshnet.or.jp>¢SBS5SsSO=q$—-S*S7S?! #3 (B 
>ESBS&SOS!!*!!SbSEK_:0%=SUSHS"SCS?SSSGS9SM! #2 (B 


$B! !So$?S7SbS7SPSiS$/A0SK; wS?Sh$&ST7P83$r$7$*°S7$?!#?27MSNH/A [SKSO8B3&$, S"SkSHSf£!<S+3 (B 
¿SB; ~BeS, $=!<S£!<SbSNSr5aSaSFSSSKSNS@SHS£!<S+!J>P!K! #3 (B 


>eSB!!2"J*0i@. S=SUSHSb: #8eSOBGS-SISV!<%° Sr8FSVSsSGSOSISS$GS73z (B 
>¿SBSgS&S+!# (B 


¿SB!!1S"SsS$S*SjJS=S$S&SO;WSSS *S;Ss$S, !"@SSNCf2?$, SOSdSkS+SOSJS+SJS+SoS+SjJS*S;SsS+Si!"S<¿ (B 
ESBSSS<S$s$"$5S$ (SJUSSSHSb8@S (S *S;SSSMI!#¿ (B 


¿SB!!S;SCS+S/SR@S+SiSoS?S7SbSRSHSD9MS (SF$_S$*°S$7S$g$&!#BISTSF!"¢ (B 

¿SB!V%7%`%U%) 3139%H! We (B 
¿SBFISsSG;zSNSHS*$j$GS9!ESGSOIT?F@ZSJSNSGCf?HSb>/S$S79MS (SFS_S*S7SgS&! #2 (B 
¿SB!!SW%1%S%d!<SOQS5BNITL@SN!V?29SNHV?MIWSHSJSJ!USRS?S9S129SNLLE]Sr8+S2S9!#8OS1S+S1l¿ (B 
ESBS? LZSd<eSCS?PLZSNS1S"!"S*°S?2?9SG@83hS9Sk>.FOI*SN@83h7wSd?eSN3NJ] SUSTSr9TSS!"IBCn¢ (B 
ee Ree 7 ՅԱԿԸ ՀԱՂ Ee 
¿SBS&;vŠ,;HL?SHSJSj$S*S9!# (B 
¿SB!!?9SOFvVA3SUSk%$]%3jJ%4%sSGFbItSr<+M3SKONF0S9Sk;vS,2DG=!#?9SO?KMU<yNS !"9-MU<yNS!"; (1 
¿SB%8%c%s%s0%k$ŠJSIS+SiA*Br2DG=!#<B;-⁄-4VSN01;-4V$0SiS$SSSr%s2!<%`;+—⁄-4VSN01G/4VS$SKEvŠFSOSAa; ( 
¿SBSF%SjJ%S"%Sk%?%S%` ?J9TS9SkSDSNSHS7S*S9!ESHSSSCS?SHS3SmSGS7SgS&S+!#¿ (B 


ww 


¿SB!!SGSb$3!<Sf!<SNSbSISCS+SKS"SkS+SbS7S1SsSJ!J>P!K!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 
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// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22540 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000007html1. html 


--MESSAGE FILE 22541 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000008html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCJCYkbyQhISohISRiJCZLXzpPJTO1VRsoSgOKCOkKbJETISCQiJEM 
kPyRzJECkOSRNISMbKEo=?= 

Date: Thu, 08 May 1997 02:40:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <3370BE91.683F@mxa.meshnet.or.jp> 

References: <32F05B1A.12C7@mxa.meshnet.or.jp> <19970130184913moroha@ca.mbn.or.jp> ՀՅ 
2F1BE89.1825@ymg.urban.or.jp> <32F2DC44.47C0@mxa.meshnet.or.jp> <336F42EF.4B96@mxa.m 
eshnet.or.jp> <morohaSef3019970507234904@news1.scei.co.jp> 

NNTP-Posting-Host: 133.205.49.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


¿SB=tMUS5Ss!"AaB.SNSU%S)%m!<S$S"SjS, SH$&S4S6SSS*S9!#9u:3jSGS9!#¿ (J 


¿SB!V%S7%`%*U%)%1%9%SH!WS*SbS7SmS=S&SGS9SM!#;32P;vSO!"%X%S3j%S3;¿ (J 
E SBSW%?!<$G6a$/$N@n$+$i?e$r5b$_>e$2$F$^$$$?$j!"2s$J$NLZ$r¿ (J 
¢SBH2 :NS7SFKISOSNSGS7SgS&S$+! #<jSK4@0.S4S*S9SM! #3 (J 
éSB!!LZSrH2:NS7SF!"LZ:* SHS7SF=P2YS9S1SPS*6bS, 2TS2SkShS&SKz (J 
ESBSTSFS*SSSF!"S=SNS* 6bSGSV%Sk%SH! <36!<SHS+S,GcS (SkSHSSSE&SN3 (J 
ՀՏ8ՏՕՏԼՏԵՏՇՏՄՏՉՏԵՏՀԱ 8: (J 
¿$B$=$N%V%k%H!<%6!<$G%4%k%U>l$r:n$C$F2q0w8"$rHNGd$9$k$H$5¿ ( 
ESBSiSKS*6b$, LYS+$k! #SHS3$mS, $=SsSIS3SHSr$7SFSSSkKSH!"S4Sk¢ ( 
¢ SBSU>1SN<G$r0]; }$9$k$?SaSKBgGNLSNGG@Lt $r; H$CS$?$?SaSK<+A35N3 ( 
éSB@8BV70S, GK2u$5$1! "BEIWwSNSHS—SK9? ?eSKSJS4!"<GSON.S5S1!"¢ ( 
2£$B?9SOCOH) SNO*=P$75?9SLnSH2=S$7SFSWS1!<%d!<SOGK; :S7SF32!<z ( 
ESBS° 3*!<SP!<SKSISk! #32 (J 
éSBSdS0$ 4! "D40BSN<h$1$?H2:NSH?"NSS, %2!<%` SNS3%DSKSIS{S*S9! #3 (J 
ՀՏ ԼՏ 1ՀՏ` !"9MS ($,NS6HSN7P :Q%7%e%_%1!<%37%g%SSKSISCSFS7S%3 (J 
ESBSSS*°S7S?! #3 (J 


J 
J 
J 
J 
J 


x name : Takashi Kurosaki 

ԱՆ: E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22541 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000008htm1.html 


--MESSAGE FILE 22542 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000009htm1l. html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?I1S0-2022-JP?B?GyRCUCYkbyQhISohISRiJCZLXzpPJTO1VRsoQg==?= 

Date: Thu, 08 May 1997 20:47:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <moroha$ef3019970508204758@202.238.103.35> 

References: <32F05B1A.12C7@mxa.meshnet.or.jp> <19970130184913moroha@ca.mbn.or.jp> ՀՅ 
2F1BE89.1825@ymg.urban.or.jp> <32F2DC44.47C0@mxa.meshnet.or.jp> <336F42EF.4B96@mxa.m 
eshnet.or.jp> <morohaS$ef3019970507234904@news1l.scei.co.jp> <3370BE91.683F@mxa.meshne 
Է.ՕԷ..Սթ» 

NNTP-Posting-Host: 202.217.1.114 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 
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ESB! !S3SsSP$sSO!"9u:5S5$s! #=tMUSGS9! #2 (B 


playstation.ny.resource.planning.discussion ¿$B$N¿ (B <3370BE91.683F@mxa.meshnet.or.j 
p> ¿$B$N¿ (B 

¿SB5-;vSKS$S*SSSF¿ (B 1997¿$BG/¿ (8052587ոչ (808Հ58Բ | չ (B (¿SBLZ¿ (B) 02¿ $B; ~¿ (B40¿$BJ, ¢ (B33 
éESBIC:"!"3 (B 

kurosaki takashi <kurosaki@mxa.meshnet.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>¢SBSU>1SN<GSr0]; }S9SkS?SaSKBgNLSNG@Lt$r;HSC$?$?SaSK<+A3SN;¢ (B 

>¢SB@8BV70$, GK2u$5$1!"BEIWSNSHS-SK9??eSKSJ$j!"<GSON.$5$1!"2 (B 


¿SB!!4X78SJSSSHSSS (SP4X785SJSSSsSGS9S, !">eSNI8$r$_SFSUSH!"¢ (B 
¿S$B!V%$`%sD%4%m%&5_=P:n@o!W: (B 
é SBSHSSS&SNSr;WSSSDS—S$*$7$?! #SASGSCSHS; SDSISSSGS9SM! #2 (B 


é$B!!%0%5!<%sST!<%9S, $3SCSFS-SFDiKIGzGK$HS+S;SsS$+S$SJS"!D (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢zSBBg7n=tMU; (B // 
// e-mail resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22542 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000009htm1. html 


—-MESSAGE FILE 22543 START: 
cussion/00000010htm1. html 
Path: chuka.playstation.co. 
From: "JI-TAN" <ji-tan@mtc. 
Newsgroups: playstation.ny. 
Subject: idea for new RPG 
Date: 15 May 1997 18:44:48 
Organization: JI-SOFT 
Lines: 251 
Message-ID: 
NNTP-Posting-Host: 


net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


uk!newsl.scei.co.jp!usenet 
biglobe.ne.jp> 
resource.planning.discussion 


GMT 


<51f£1j0Shjm@newsl1.scei.co.jp> 
133.205.81.87 


Mime-Version: 
Content-Type: 


1.0 
text/plain; 


Content-Transfer-Encoding: 
Microsoft Internet News 4.70.1157 


X-Newsreader: 


charset=ISO-2022-JP 


8bit 


2$B!!3'S5SsS$3SsSKSASO; (JorzSBS3$sSPSsSO! #2 (J 
2$B!!L1C6! w?@8MBg$G$9!#¢ (J 


ESB! !S5SF!":#2s$0?7S7SS8¢ (JRPGZSBSNOFSr; }SCSF; 28 48*°S7S?! #2 (J 


2$B!!SHSSSCSFSb!"<BSOKMS, 9MS ($?SbSNSGSOSJS$/! "KMSNCN?MSNLX@%; aS, 29SaSFSS$3 (J 
éESBS?%M%?STSSSGS9S, !"SSS+SsS;S$s!"H* SOSMSCSHSdSmS&S<SN2qQO0wSGSOSISSSNSG!"3 (J 
¢SBKMS, BeM} ?M$H$7$FEJ9F$5$; SFD:$/S3SHSKSISjS°S7S?! #3 (J 


é$B!!S3SNOFSK4XS9SkCx:n8"SO!"H/OF<TS?SkLxX@%;aS,T]M-S9SKSDSNSHS7S*S9! #2 (J 
ՀՏ81 !L5SCGE>:\!&7#@=5ZSSN.MOEySNITOYSO8G$/$*CG$j5$5$;SFD:$-S*S9! #2 (J 


ESB! !IC™S7T!"3'SSSSSNS40U8+! &S446A[ ! &H?POESTSISOBG4?7*SGS9! #2 (J 
ESB! !S"SkDxXEYS*SHS*SCS?CJ3,KhSK!"Lx@%; aSNJ}$X%U%) 30!<SISTSFSSS/SDSbSj5SGz (J 
¿SBS91!1#¿ (J 


£$B!!052<!"Lx@%; aSh$jD:$S$?860FSrA4T80zZMOS7S*S9! #2 (J 

2$B!tK| 0108; z2=$12U=4$, $"$jS$°S7S2S$i!"S=$150¢ (IMSINZ SBSNSP%0S, 860x$G$"$Jj!"¿ (J 
ESB! t86JT8SNITHWSGSOS"S4S*%S;Ss!#2 (J 

ESBItE, 59Td40S7SFS*FIS_2<S$5SS! #2 (J 


////////// ¿SBOzMO3+;O¿ (J ////////// 


£$BS3%s%7%e!<S*!<5!SKS*SSSF: (JRPGzSBSHSOSHSSS&5D0@S$, SUSSSISFS*S9S, !"¿ (J 
¢£$B%S3%SS7%e!<%*!<SNz (JRPG SBSN@8SS$N) $A$r$U$J$+$ (SCSFS_S$k$Hz (J 
2£$BS1%i%4%s%/% ($9SH! "SUS! $$3I%k SUS! $5748! <SNB8:_S,5"S*S4SKSbBgS-SSSNSO3 (J 


ESBS*S"ST8QG$&S,$I8$; VSGSTSQG$S&l#e (J 


Net Yaroze newsgroups message dump.txt Page 15080 


ESBS7$+$7$I$, SiLdBj$O$"$1$, %G%SU%S'%/%SH%9%?%s%@!<%ISKSJSC$SFS7S2$CS?;vSGS9¿ 
éSBS=$&99$9&T* 0UZ0GASLSIS+$CS$ 2 SHSSS&SNSHS"SkKSGS7TSgGSES, !"¿ (J 
¿SBS=SNCf$GSb!"$7S+$7!"%&%$#%6!<%SI%j%#SO?7S7SSAXSr3+BsS7S oe 

ESBS 9STSOSA!"Sh$/$G$— S?J*SOSdSOSJG3S1SKSHSSS&; VSN>ZL@SGS9!#¿(J 


2SB:#1, MWSISNSO?7S7SSI*SGSOL5$/!"%33s%7%e!<3*!1<S£!1<%6!<SXSNz (URPG¿ SBSH$SSS&J*SN; (J 
2SB:F650iz (7(258:ԲՇ'Հ1: (J) ¿$B$@SH46Ś8$F$$$^$9!#z (J 


éESBS=SNS?SaSK¢ (J 
== :SBDsOFS7S$?SS$;vzi (J == 

¿SBSAS:; (JTRPG2 SBSXSN2s5"SrL\;XS9! #2 (J 
¿SBLrS$Sr1iS8SkSHSSS&;vSr%sW%1%S%Sd!<SKSdSiS;Sk;v!# (J 


¿SBS$S9SJSoSA!"Bh;0<TE*$JN)>1$KSW%$1%$SSd!<$r$*S$S/SNSGSOL5$/!" (J 
¿SBS9$SYS$SFSNH=CGS$r<+J, $G9TSOS; Sk! #2 (J 


ESBES3&40SrSjS"SkSKI] SDS?SaSKKDBGSIN"@_ D JSrMQOUS9Sk; Vv! #2 (J 

¿SBSbSASmSsS3315, 3hHS+$5S1SMSP¢ (J (=ESBI=SK=PSJI$1$1$Pz (J)¿SBSJS$9iSJSSSoS1SGSOSJSS!# (J 
2 SBKbK! SNB8 :_$9$kM}M3Sd!"S=SN@$3&SGSNJ*M}K!B'S+Si$=S3$K=; Տ՝ շիլ 9SNJ82=2 (J 
éSBS*SG;v:YS+SK@_DjS9Sk! #2 (J 


# ¢SBS (StS! SSS2S5IS*SSSHFIS8SGS9! #3 (J 

# ¢SBFSHVL\SN; v$O$+SJSj=EMWSGS9! #2 (J 

# ¢ESBS=SN@S3&SNCESGSWS1LSS%Sd! <S?SASOMTSVSHSSS&SNSK8=:_SNJ*S0O¢ (J 
# ¢SBAF; (SJ@$3&@_Dj$,B?S9S.S*S9!l #2 (J 


¿SB$=SNS?SaSK!"¿ (J 


¿S$ŠB%7%J%j%S*¿ (J = ¿$BNr;K¿ (J 


é SBSHSS$&?*<0SrGOF, $SK$7%J%j%*$rAH$_!"$=$NCfS$N<g?M8x$rFCS$SK@_Dj$7$J$S$ShŠ$&¿ (J 
ESBSKS7S*S9! #3 (J 


=EXAMPLE= 
¿SBS?SHS (SP; 09q; V$O$5$^$6$^$I?M4V$, =P$F$-$^$9$, !"¿ (J 
¿$BCf?4$K?x$ (Sk ?MJ* SKOMSCSFU*815N8+5 ( er CY 
ESBS7$+$7!"Nr; K$OSIS3S+SiS ee ee 

«58853515, $3SN>19g$N%$7%J%j%*$NOUL#$GS$9!#;¿ (J 


a 7%9%F%`E*SK$W%$1%$S%d!<SNA[A|NOS, I, MWSKSJSk>1LL$, B?$$$0$:$6$9¢ (J 
SB! #2 
ET ci GRATES BA GURO UEK EERE անական S sassa eS este ig 


ESBS7$S+S7SIS8,Si!"SOSiSUS#ESCS/ SKAXS7SFSOSGS—-SkS@S1L4JAGSKS7$°S9! #2 (J 
Pee ae ՆՆ. 
° SB= >MHSNS&SKSFSHS% 3 (JU (ESBS1SiS/% (2 (J) ESBI}<0SO:NMOQOS7S$%S;Ss! #3 (J 


¿SBS3S1SKSOSOSCS-S3jJS7S?M)]M3S,S"SJjS*S9!#¿ (J 
ee ns ns, Ր 
¢ SBHS>oSKAF; ($G$9! #FCSK39SN?M4VSHSN2qQOCSJSI ! "2qOCSGSO$S"S4S%S;Ss!#e (J 
ESBS3S$1SGS0$; $CS$+S$/SN%5%S"SjISFS#SHHS>OSKGVSSI*SKSISCSFS7S*SSS%S9¢ (J 


# 
# 
# 
# 


2 SB6QBNE* $K$039SNCO?*S, S=SNS*S*S"SkKSHSSS&46S8SKS7S*°S9! #3 (J 
?SBCSED; TSISiCSED; TSNCO?*S, SP! <SsSHS"SCSFI"3 (J 

2 SBS=SNCO?*SNS&$ (SK<+d, SNSS$k>1=4$, CnSTSs$+$I$s$+$G< (SSSISFSSSk! #3 (J 
€ $B0\F0SO 03*°%&%9SGL\E*COSr; X$9; VSGITSSS*S9! #3 (J 
ESBC/S$+SN2HSr; X$7$?SiS=S3SKF~SkSHSSSE&ShHSEST! #3 (J 


# ¿SBSbSASmS$Ss2<<jSKCNSiSJSS?MSN2HSJSISr:9S;SP!" (J 
# ¢SB7Y; !STSsSt+Sr8FSPS1SFS7S*S&! #2 (J 


2 SB<!SK%7%I%4%* SKSDSSSFSGS9! #2 (J 


TRPG¿ $B$X$N2s5"$r$M$i$C$F$$$k$0o$1$G$9$+$i!"¿ (J 
¿SB>/STBPHfS7SJS,S19MS (SFS_S$*S9! #2 (J 


¿SB0J2<!"<!SNSh$&SK9MS (ISF2<$5SS!#¿ (J 
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>> ? I always(and am doing so now) use news.playstation.co.uk 
> 
>Both those addresses point to the same computer. 


Something funny must have happened as I haven't been able to get on 
all weekend ( got connection refused from server ), but today it's ( 
obviously !! ) ok and I haven't changed my setup. 


—-MESSAGE FILE 2383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01086 


—-MESSAGE FILE 2384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001087 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux 

Date: 04 Jun 1998 10:17:02 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Sender: thutton@TECH10 

Message-ID: <uogwaowap.fsf@cybec.com.au> 

References: <6kkkr8Slev15@chuka.playstation.co.uk> 
<slrnémrvkg.4t2.tjs@indyl16.cs.monash.edu.au> 
<356EB58C.944AB518@cobite.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Craig Venz <craig@cobite.com> writes: 


TimUtil, RSDTool, etc? I am interested if anyone has such a thing yet. 
The lack of those tools is the only thing stopping me from using Linux 
fulltime for my Yaroze work... 


> 

> Toby Sargeant wrote: 

>> 

> > anyway, yes, i've put together a pretty complete linux development environment. 
> > i've made a tar file of it all, which i'll send to interested parties (i'm 
> > assuming i'm doing nothing illegal here; if i am, please tell me). 

>> 

> > toby. 

> 

> Have you made, or come across, ports of the other tools like TimTool, 

> 

> 

> 


I haven't seen these anywhere, and ages ago I asked if I could have 
the source to dxf2rsd and rsdlink to port them, but alas, no reply. 


Also, on a different thread, I have a mate who still lives in Australia 
and wants to get a Yaroze, how much did you end up paying for it in 
Aussie dollars, and has the price changed any? I told my friend the 
prices were still the same (around the $1200 mark last I heard) but he 
claimed it had somehow 'dropped'... 


VV NV V V V 


Yeah, it cost me around SA1200, and that was when the Aus dollar was 
pretty sick (around SUS0.65) but at the moment it is even sicker and 
looks like it will stay that way for a while. There was the offer to 
PAL territories recently, you could get a Yaroze for 350 pounds 
(probably about $A900 at the moment) if you were one of the first 500 
to get one after Jan 30th. The offer is still up on the SCEF public 
Yaroze info page: http://www.scee.sony.co.uk/yarinfo/indexmc.htm 


(Other) Toby. 
—-MESSAGE FILE 2384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01087 


--MESSAGE FILE 2385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001088 

Path: chuka.playstation.co.uk!news 

From: "casaub" <casaub@webscore.nl> 
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2 SBSWSmSCSWz (J = :SBSSSYSsSHSNN.S1z 

2SBS7SI%4%S*2 (J (¿SB%;%C%7%g%s¿(J) = ¿S$SB%W%1%5% Ա Աաաա Յոն E E or ՏՏՄՏՏՋ 
HSHS=SN7K2L3 (J 

¿SB%-%c%s%Z!<%s¿ (J = ¿SBNr;K; (J 


2 SBSbSCSHSb=EMWSNSO; ~4VSN35GOSNO7SSS$G6S$9! #32 (J 
2 SBSW%mSCSWSNH/@8; ~4|STSTSr@_DjS$9Sk$?SaSKI,MWS@S+SiSGS9! #2 (J 


¢SBS=SNS?SaSKO\FO; ~4VSd@83hSK; H$CS$?;~4VSr@_DjS7S*S9! #2 (J 
éSBO\F0; ~4VSOS=SNS*S*S=SE&SSS&EOUL#FSG! "g (J 
¿ SBQ83h$K; HSCS$?; ~4VSHSSS&SNSO?) ; VSdIWOSSHSSSCS?IT*SGS9! #3 (J 


* ¿$B$3$3ŞGCmO0U$7$F$*$-$^$9$, !"?); vSdIwOSSOFCSK%3%*%sSISrMQOUST7TSF¢ (J 
¿SB%sW%1%$S%d!<SKSdSiS;SkShS&SO; v$0$75^ $;$s!#$=$1S0S"$i$+S8Sa0z$/S+!"3 (J 
¿ SB$=$N; ~4VSKSJISCS$ ?Si<+FOE*SKSWS1iS9S9SkKSHSE&SKSTS“*SO!#e (J 


¿SBS=$N$?$a$K!"CO?^$K$O:Y$+$/5WN%$N35G0$rI_$-!"¿ (J 
¿i $BSW%1%$%d!<$NO\FOG=NO$K1~$8$?; ~4VSr8=:_SN; ~90SKSWSi%S9S 9SkSHSESKS7TS*S93 (J 
ESB! #2 (J 


# ¢SBS?SHS (SP! "ELJbDSISiCY$/!"$+SD@Q: \G=NOSb>/SISS! #2 (J 

# ¢~SBSP%S%/Sr; }SCSFS1SP@Q: \G=NOSOL5$S$$1$1; ~4VSOAaS$! #2 (J 

# 2SB<VSr; }SCSFS1SP@Q94¢ (J22¢2SBG=NOSOS"SkS, SPSS%/ShHSICYSS! #3 (J 

# ¢~SBSbSASmSs!"<V$d%P%$%/SHSSSCS$?8Q@MUSORS3&40SK1~S8SFIQ9IISTS*SO! Fe (J 


¿SB%7%J%j%*SN<B9T$G$9$, !"S$3$1S0S*S@>/S7LABI$, ;DSCSFSSS*S9! #2 (J 


ԵՏՔ: ~4VSKShS jH/@8S 9SkShS &SKSOSOSKSNSGS9S, !"¿ (J 

¿ SBOJA0=q$$$?$h$ &$K>/$7S=SN; ~4VSK6RSr; }$?$;$kI,MWS, S"SjS*S9!l#z (J 
¿SBSJS<$JS11"*W%1% $%d!<$, $=$3$K;22C$9$k$?$a$KLB$&; ~4V$d!"¿ (J 

¿E $B$=$N%7%J%j%*$NCf?4?MJ* $G$" $k$h$&$K$7$/$` ՏԱՏԵԼ, MW$@Q$+$i$G$9!#¿ (J 


# -SBSbSASm$s$W3mSC3W<+BNSOTHS*SCSFSSSF!"3 (J 
# ESBSWS13S%d!<S, S=SN4k2h<TSGS"SkSOS1SGSOS"S45S*S; Ss! #3 (J 


ESBS7S+S87! "4pK\E* SKSWS1SS%d! <$0%Q!<SFS#!<SrFOS+S9SNSGSOL5S/!"3 (J 
¢$B<g?M8xSNJ, ?7HSGS"$k%-%C%i%/%?!<O1L?MSG9TF0S5S; S?SSSNSGS9! #2 (J 
ESBS@S+Si!"z (JNPCzSBSNEP>1SOIT2D7gSHSJIS4S*S9! #3 (J 


ESBSTS+Sb!I"SHSTSWS1LSSSd!<S,S75IS5IS*SXSNIT;22CSr7hDjJSTS?Si!"3 (J 
¿SBS=$N%$7%J%j%S*S$O<+F0?J9T$;$MSPS$SJS3jJS $S;Ss!# (J 


¿ SBAOSK=q$$$?Sh$ &SKSW%1%$%d!<SNN) >1$090! 9SHIQ2=$5$; S?SSSOS1SGS9! #3 (J 
éESBS@S+Si!"SW313SSd!<$,S?SAF@SKN) >1SHSSS&SNSrMQOUSTSFS*$/SoS1SG$9S, 1" Հ 

2 SBS=$ 3SK3W31%S%d!<S,N) SAS ( ($J$+$C$?>19g!"$= $3$KN) $D?MJ*$r$3$A$i$G¿ (J 
¿$BMQOU$9I$KI, MW$, $"$J$^$9!#$=$1$, ¿ (UNPC¿$B$J$o$1$G$9$, !"$=$N%7%J%j%*$K¿ (J 
¿$B;22C$7$?¿ (UNPC¿ SBSN9TFOSrSISSS9SkS+!"SA $?!"%W%1%$%d!<$O¿ (J 

5 S n ns U nn ԱԿԱ 5 5 Sms 


# NPC¿SBSH%sW%$1%SS%d!<%-%sc%siSN9gN.SJSsS+S$SO4JC1SJSSSGS9S, !#¿ (J 


¿$B$7$+$7!"N)>1$NJQ2=$02?$H$7$F$ÞAH$_9~$_$?7$$$H9M$ (SFSSS*S9! #3 (J 
¿$B; 09q; V$G$$$&$J$iAb_6$NG[2<$K$b!"N-Hw$NG[2<$K$b$J$1$k$H$$$&$h$&$J!%!%¿ (J 
¿$B!%¿ (J 


# ¿S$B$=S&$G$SJSSSH%S-%c%s%$Z!<%s$XSN;kEQGQ@SNAjOcSŠJ$s$F@.S$SjN)SASA$;Ss!# (J 
¿SB$=$1$SG!"¿ (JNPCzSBSNFOS-SHSSS$&SNSO=EMWSISNSGS9S, !#¿ (J 
¿SB$S?$@!1"%4%j%4%j$NM=DJD4OBSG$O%W%1%$%d!<SNN)>1$JSI¿ 


¿SBL5S/SFSDNISS; VSKSISCSES7S*°S7S°S9!#S3S1$GS0%2!<% oe eer rere 
¢$BAB3046$7$+46S8SIS$; vSKSISCSFS7S°SSS+SMS°S;Ss!#¢ (J 


ESBS@S$+Si!"z (INPCzZSBSOSSSDSbF1S8N) >1! "SHSSSE&ESNSOSGS-SISSSNSGS9S, 15151952 (J 
# AIZSBSO:#L5SSS1SI1I,MW! "SHSSS&%8%31%3s%*!"SHSSS&SOS1SGS9! #3 (J 
éESBOBOWSGSOS"S4jS*°S9S, !"2r7h:vSNOLSDSHS7SF: #9MS (SFSSSkI}K!SHS7SFSO!"¢ (J 


ESBSOSYSFSN; (UNPC¿ $B$K% rea pete _D3S7SFS[SHSsSISW%1%$%d!<S$H;¿ (J 
S SBFIEySNO7SSSr9TS&! #2 (J ESBOCSSSOSWS1SS%d!<S$,FOS+S9SH!"3 (J 
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£$BS3%s%T%E!<%?!<S,FOS+S9S+SHSSSES@S1z (J) 


éSBSHSS$&SN$ ,M-8z$+$H; WŞC$F$$$^$9$, 1515152(Մ 


# ¿SBSbSASmSsL@3NSJ@-3JIUS1SO9TSoSJSS¿ (J (¿$BI, ԱՏ, L5$$2 (J) gSBSNSG! "3 (J 
# ¢SBSWS1SSSNEYSKz (UNPC¿SBSNN)>1!"L>A0SJSISOJQS (SkShHSESKSISKSGS7TSQGS&! #2 (J 


ESB<!SO@OF.SGS9! #3 (J 
RPG; SBSKS*S1Sk@oF.SNOU5ASr9MS (D>$7S?SSSH;WSSS*S9! #3 (J 


ESBOBOWSISiS$s%@S° % ($8SS4+3&SSSHSOROF .. SNOLCVIUS1SrHs>oS$K7Z$/S7SFS7S*°SS$°S$732 (J 
:SBS?!#3 (J 

S SBS7S457 | "$-$c%i%/%? !<SNL2SN$d$ }<h$ 4$r$3$s$ISK7Z$/$7$FSDNISSSNSGS$7$q$6e (J 
¿SBS+¿ (J? 


2ESBK-IYSJI | 3h3"%SS3F%° $d! "I | 3h<vJI8$0%-%c%i%/%?!<SN;  SHSSS&I*Sre (J 
ESB7ZS/STSFS7S*SSS*°S752S, !"@oF.$,S5"S*S jSKSbOBOWSJI*SKSISCSFSSSKSNSb3; (J 
éSBS=SNO1LOxSGS7SgS&! #2 (J 


ESBS=S1S£S (!"@oF.SN%2!<%* CESGSNSES'SSSHSrSbSCSH=ES/<hS$jS*S9! #3 (J 
ESBA4pK\E*SKSiSS%@%° & (SSSt+SESSSHSOOTSSS*S; SS! #3 (J 
¿SB%7%J%j%*SNLNE*$,@oF.$@$C$?$j$9$k$o$1$G$S9!#¿ (J 


2SBS?$@!"S3SNI}K! SGSOSVSCSD$1K\HVS, ITSOS1SFS7$*°S&SH! "2 (J 

2 SBK\EVSK4dC1$K%3-SC%i%/%?!<S,<:SoS1SFS7S*SSS*S9! #3 (J 
E$B$NŠC$F!"%W%1%$%d!<$K$O<+J, $, 6/$/$J$k5!2q$rM?$ (SkI,MWS, Տ"Տ3յՏ՞Տ918չ (J 
2 SBSISNShS$& SKS 9SkS+SHSSS&SH! "39SNCESK71N}=j$r@_$1$1$Pz (JOK; $B$G$9! #32 (J 


2 SBS$=$1SK4X0"S$7SF ! "%-%c%i%/%?!<SNBNNOSd=}$N2sI | SKSDSSSFSGS$9S, !"z (J 
2 SBAPK\E* SKZUS ! 33238! <z (J (¢$BS9%?!<%/Si SUSHz (J) g SBSNSHS&SK3FItSNS@Sa!<S8SKShSkz (J 
éSB=} SNI=8=Sr9TS*S&SHOMS (SFSSS*SO! #2 (J 


ESBSDS*S4!"SRSC%H%S] 3$%S%H@) $SO:NMQS7S*S; $s! #SbSASmSs ! "SQ%iSa! <S?SHSTSFSOZ (J 

"3; SBSWS1%S%d! <SK8+S$; SUSSTASG: (J"E SBSDSISFSOS*S$-S*S9S, !"I=< (<+?HSO:Y$+S$/=} SN>uzg (J 
¿SBBVSr¿ (J 

¿$BJ, N` $7$?I=8=$G9T$$$^$9!#¿ (J 


====EXAMPLE==== 
2 SBOS$r%* !<%/SK@Z$jSD$1$iS$1$27$HS7$*S9! #2 (J 


1 g$BOS$KS"!<%*!<SOAuCeSSS1SFSSS$k$t+2 (Մ (¿SBSSSk¿ (Մ —>2¿$B!"SSSJSS¿ (J -»3) 
2 ¿$B%"!<%^!<$O2u$I$F$$$k$+¿ (J (¿SBSSSk¿ (J —>3¿S$SB!"SSSJSS¿ (I -»4) 
3 ¿$B%*!<%/$,@Z$J$D$1$?;~$N6/$5$H<+J, SNBN3J$KS$hS$SCŠ$F¿ (J 
¿SBOSS, QZ$JMn$H$5$1$k$+$5$1$IJ$$$+$rH=JL¿ (J (5¿$B$X¿ (J) 
4 2SB%*!<%/S, @Z$5SD$1$?; ~SN6/S5SKShSCSFS"S6SNDXEYSrH=JL$7!"3 (J 
ESBS"!<%°!<SN6/EYSr3*°SS$%I%92 (J 
5 ¢$SB=}SN>uBVSrI=< (չ (J 


ESBS"S6!"BGKP!"SMSsS6!"@ZSjIMNSHS5SS1$?!"S+$9Sj=}!"e (J չՏՑՀԲՀ) | "81018942 (J...ETC 


2$B99$K!"=}SN>uBVSKShS$ j2sI | $N; ~4VSO:Y$+$/@_DjS7SF¢ (J 
i SBA4SFS, O1F | $GD>SCSFS$7S*S&Sh$&$T; v$0$7$^$; Ss! #2 (J 


# ¿SB$?$@$"$2$j%j%$"%kS$SK$d$jS9$.$FS7$2$&SH$=$1S@$1$G;¿ (J 
# 2$B;~4VSr?) SCSFS7S*°S&SNSG! "BE, Ev$JJ}JX$r;H$C$F!"¿ (J 
# gSBS"SkDxEYS$OC; $/$7$%*S$95S,¢ (J 


¿SB%7%9%F%`LLSKSDSSSFSOS3SsSJSHS3SmSGS9!#¿ (J 
¿SB3'S5S9sSN5.=ESJS40U8+!"H?OQ@SJSISSS?S@S1S1SP9,SSSGS9!#¿ (J 


////////// ¿SŠBOzMO=*N;¿ (I ////////// 


¿$B!!0J>e$G$9!#¿ (J 


¢$B?@8MBg3X9) 3XIt>pJsCNG=9) 3X2J#4G/!!¿ (J¿Š$BBm8&5£f<<;¿ (J (CS26) 
¿S$ŠBDT!!M5;V!!¿ (d(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 


Net Yaroze newsgroups message dump.txt Page 15083 


http://picasso.seg.kobe-u.ac.jp/~hiroshi/ 
http://wwwl.scei.co.jp/~chz02283/ ( for N.Y. members only ) 


—-MESSAGE FILE 22543 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000010html1. html 


--MESSAGE FILE 22544 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000011հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG 

Date: Sat, 17 May 1997 02:27:37 +0900 

Organization: Japan 

Lines: 36 

Message-ID: <337C9909.6E6A3BFA@aix.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.35.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


¿SB39SNI=8=$JSISOSSSoSfSk%m!<%sIS te ՐՈՊ ՑՆ 
¿SB%Sk%J%F%#%$C%/%I1<%sSNShS&SK@.SkSoS1SGS9SMI!#¿(J 

¿SB; C ԱԱ $-$GS9$1%$I!$39%$r%j%"%kS$KI=8=S9$kS$KS"$?¿ (J 
¿SBSCSF!S¿ (J 


> # ¿S$SB$b$A$m$s2<<j$SKCNS$i$J$S?M$N2HSJSISr:9$;$P!"¿ (J 
> # ¿$B7Y; !SUSsS+Sr8FSPS1SFS7S*SE! #3 (J 


¿SB$3S$SNO1HLL12H$X$NN)$AF-4$3j$O>JN, S9SkSYS—SQ@SH; WSSS*S9! #3 (J 
¿SBM)M3SO4JC1$GS9!#;¿ (J 


ESB! VSSSYSSSHSr:nSk$N$,BgJQ! We (J 


¿SB%k%J%I%SsSGSOS3%s%T%e!<%?SKSh$k%7%J%Sj%*@8@.SNShS&SJSbSN (J 
ESBSG22SHS+$*S+S$I$ (SJSSS3SHSOSJSSSSSGS9S, !$SS=S&S9SKkSH¿ (J 


¿SB!V%$S%$Y%Ss%*HS$S,C1D4SKSJSCSFLLGrSSSbSNSbLLE]S/S5SSS@S1SKSJSk!W (J 


¿SBSHSSS&I(:nMQS,=PSFS-S S9!#¿ (J 

¿SBS3S1SOS3%Ss%T%e!<%S?S, @8@.S9Sk%S%SY%Ss%SHSN<oN`S$rK-IYSKS9S1SP¿ 
ESBSSSSSNSGS9S, !SS=$S1SO:G=iSNLdBjS$N!V%SSSsY%Ss%$HSŠSr:nSkSNS, Աա 
¿SBSHSSS&S3SHSN2r7hSKSOSJSCSFS S;SSs!# (Մ 


¿SBS3SN#R#P#GO0FSKSOS3SNShS$&SK!V5, LOE*$SKL5M) !WSJItd, $,B?$9$.$k¢ (J 
¿SBSH;WSSS“S9!#%7%J%j%*Sr:nSkSNS,BgJOSHSSS&B>SKSb!S%2!<%`SNN. ¿(J 
¿SBS1S,>/!9[#KfSG<B:]S$SK:nSkCJ3, SN: Y$+$$@_Dj$, SDSiS$$H;WSSs*sSol#e 
(J 
(J 


Q 


éSBS*$:SO!SS3SNOFSNOLIt! J@oF. !S#N#P#CSHSN%3%_%e%K31!<S7%3g%s!$z 
¢$B3 9SGSN@83h!$%-ScSis/S?!<:n@. !KSTSISKS7$S\SCSFSbS&>/STOFS&rN} 2 
ESBSC$?2T}$, SSS$SH;WSSS*Sol#e (J 


¿SBS?S@!SS3SN#C#R#P#GSN#T#R#P#G2=SO;dSbBg; ?@.SGS9!#¢ (J 

ESB: ԵՆ ԱՆ ՆՆ, 

¿SBS?S@3(KNSŠrFIS` SNSHSIS$SSKSbIQSO$ 5S, S"SIS*S;Ssl#z (J 
¿SBSGSbO1KNF;S8ScSJSS%S7%J%j%S*SCSF:nSkSNS,FqS7SSSsS@ShSM!&!&!&!&!#¿ (J 

--MESSAGE FILE 22544 END: hoe yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000011html.html 


--MESSAGE FILE 22545 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000012htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG 

Date: Sat, 17 May 1997 02:27:56 +0900 


Net Yaroze newsgroups message dump.txt 


Organization: Japan 
Lines: 49 
Message-ID: <337C991C.2398A194@aix.or.jp> 
References: <51f1j0Shjm@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.98 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFDSGS9!#¿ (J 


¿SB39SNI=8=$JSISOSSSoSfSk%m!<%sIS tr a 
ESBSkKSISESH#SCS/ SI! <BSSNSHS&SKE. SkSOS1SGSISM! #2 (J 

¿ $B; e o S-SGS9S1IST!S39SrSjS"SkSKI=8=S9SkSKS"S$?¢ 
¿SBSCSF!S¿ (J 


> # ¿SBšSbSASmSs2<<jS$SKCNSiSJSS?MSN2HSJSISr:9S;SP!"¿ (J 
> # ¿SB7Y; !SJUSSS+Sr8FSPS1SFS7S S&!#¿ (J 


éSBS3SNO1HLL12HSXSNN) SAF~S4JSO>IN, S9SkSYS-S@SH;WSSS“*S9! #3 (J 
¿SBM)M3SO4JC1$GS9!#;¿ (J 


ESBIVSSSYSSSHSr:nSkSNS,BgGJQ! We (J 


ESBSKSISISSSGSOS3SSST%E! <S?SKSHSKSTSISIS*A8EG. Ar ԱԱ 
2 SBSG2?SHS+$* ՏԻՏՄՏ ( (SJSSS3SHSOSJSSSsSGS3S, 155- S&S9SkSH¿ (Մ 


ԵՏՔ VSS%Y%s%H$, CID4SKSISCSFLLGr$$SbSNSbLLE] $/$5$$S@S1SKSISk!We (J 


ESBSHSSS&I{:nMOQS,=PSFS-S*S9! #2 (J 

¿$B$3$1$0%3%s%T%e!<%?$, G8A.SISKSSSYSSEHSN<ON $rK-IYSKS9S1SP 

° SBSSSSSNSGS9S, 155- $1$0:G=iS$NLdBJSN!VSSSYSssHSr:nSkSNs, ee 
¿SBSHSSS&S3SHSN2r7hSKSOSJSCSFS S;Ss!#¿ (Մ 


¿SBS3SN#R#P#GOF$SK$SOS3SNSh$&$SK!V5, LOE*SKL5M} !WSJItJ,$,B2S9$.Sk¿ (J 
E SBSH; WSSS*°S9!#37%I%4%*Sr:nSkSNS, BgJOQSH$$S$&B>$K$b!$%S2!<%`S$NN.¿ (J 
¿$B$1$,>/!9[#Kf$G<B:]$K:n$kCJ3, $N:Y$+$$@_Dj$, SDSiSSSH; WSSS*S9! #2 (J 
(J 
(J 


tia Go O hi dior. !S#NRP#CSHSNS$S3%S_%Se%SK%š1!<%7%g%s!$;¿ 
¿$B39$SGS$SN@83h!$%-—-%c%i%/%?!<:n@.!K$JSISK$7$NS$SCSF$Sb$&>/S70FSrN) 
¿SBSCS?J)S$S,SSSSSH;WSSS“S9!# (J 


¿SBS?S@!SS3SN#C#R#P#GSN#T#R#P#G2=SO; d$bBg; ?@.SGS9!#¿ (J 
¿SB:G6aSNO1HL$K$$So$S1SFSSSk#R#P#GSO#R#P#GS8ScL5SS$SG$9!#¿ (J 
¿SBS?S@3(KNSrFIS`SNSH$SJSsSKSbJQSoSj$,S"$jS*S;Ss!#¿ (Մ 


ESBSGSbOLK\F; $8Sc$JS$S%7%J%j%*SCSF:nSkSNS,Fq$S7SSSsS@ShSM!&!&!&!&!# (J 


ae ! Lae SVR E A ՆԱ D qe il SU 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éESBS*5SSKF~SjSMSCSHSdSmSES<!*2q0ws [!1<3°S2!<%8¢E (J 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!1#512?818#6¿ (J 
¿SB9927M=DjF|!!!!!18512?1)1)¿ (J 
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—-MESSAGE FILE 22545 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000012htm1.html1 


--MESSAGE FILE 22546 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000013html1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1so0-2022-jp?B?GyRCJUTcLYCVRITwLLOdjJCOkXiO3JD8hIxsoSg==?= 
Date: Sun, 18 May 1997 00:18:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 
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Message-ID: <337DCC2C.15C3@mxa.meshnet.or.jp> 

References: <32F05B1A.12C7@mxa.meshnet.or.jp> <19970130184913moroha@ca.mbn.or.jp> ՀՅ 
2F1BE89.1825@ymg.urban.or.jp> <32F2DC44.47C0@mxa.meshnet.or.jp> <336F42EF.4B96@mxa.m 
eshnet.or.jp> <morohaS$ef3019970507234904@news1l.scei.co.jp> <3370BE91.683F@mxa.meshne 
t.or.jp> <moroha$ef3019970508204758@202.238.103.35> 

NNTP-Posting-Host: 210.132.183.220 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


ESB9uU: JSGS9! #373 3Q!<3/GCSS$$*S7S? #2 (J 


éSBA02s!"=tMUS5Ss$H; dSNEJ 9FSG? 9SK4X$ 9$k%S2!<%° SN$32 (J 
éSBSHSr$$$m$$$m=q$—-$*$7$2$, !"=tMUSS$s$NM=A[SIS*$j!"3 (J 
¿SBS+SJSj;wS?SbSNS, $9$SGSKS"Sj$2S7S?!#¿ (J 


¿SB%7%`%7%F%$#$Sr;OSa!"B?$/$N%7%`%7%j!<%:;$r:n$C$FS$Sk;ÁO(J 
£$B%*%/%7%9<RENST% > 3Q!<%/$, $=SNO1SD$G$9! #2 (J 
ESBSTSs$I%2!<% `S+3NS+SaSk$YS/I"AaB.I":#F|!"=)MU86¿ (J 
¿SBSK9T$-!"#T%>!<%s%_%SJ%_#6#FŠG4uK>>.Gd2A3J#9#8#04F#01_¿: (J 
¿SB$NSbSN$r@G9-$_#7#0#3#51_SGGc$CSF$-S$2$7$?!#¿ (J 
¿SB#W#I#N#9#5>e$GF0$-$2$9!#;¿ (J 


¿SB%$21<%` $NFbMF$O%S7%$`$7%FS#SNShS&$SK$AS:COTASrA*$S; (J 
¿$B?"J*$dF0J*$rG[CV$7!"<+A38x1`$r4IM}$7$F$$$/$H$$¿ (J 
¿SBS&@_DjS$GS9!#IDLZŠ$r?"Š$ (SkSHG/ ! 9BgG$-$/SISCSF@.LZ¢ (J 
(J 
(J 


ESBSKSISj$*$9!#Ap2VSb4D6-S, ShSSSH2sSjSKSISsSISSHK; 
¿$B?#$7$^ a a SNFOJ*SNS ($5$,K-IYS@SHSISsSTz 
ESBSSA}S$ (S*S9! #2 (J 
LSB! ! SASGSCSHAO !"Sd&*3"SiS7S, !"S&S8SCSESBSCA} 2#STSES (J 
ESBSTS*SS!#2"I*Sr?) SS9SSISISNSG! "SdS* SMS3SrBgNLSK¢ (J 
E $BGC$C$FJ|$C$?$H$3$m!"$"$C$H$$$8&4V$K%d%^%"%i%7$08:¿ (J 
¿SB>/S7S“S7S?!# (J 
2$B!!$3$N%2!<%* Sr$&$*$/SdASk$K$O!"SISNFOJ*$,2?$r?) ¢ (J 
éSBSYSFSSSkS+=OCNS 9SkI,MWS, S"S3!"M7SSSIS,Si!"FO?": (J 
¿S$BJ*$NCN<1$, ?H$K$D$/$H$$$&6K$a$F650iE*$J%=%U%H$G¿ (J 
ESBSO!#e (J 

E SBSQ%C%1!<%8$K%8%0%=!<%Q%:%k$N$*$^$1$, SDSSSFSS3 (J 
¿$BŠK$N$G!"018+#8:P0J>e$N;R6!$`$-$H; W$C$F$7$^$$$^; ( 
¿$B$9$, !"Bg?MSGSb=<J, 3Z$7$aSk%2!<%° SGS9! #2 (J 


ESBS3SN%7%° SQ!<% ԱՆՆ eee 
¿SBLdBjJSr07SC$?% (S3SmMS8St+SkS7SE%S_S1!<% He 
«581757 13° 3"% 3k !WSHS$SeSNSbS"$ 45% $7$?!#¿ (J 


2SBS*$?!"F|K\81HGS, $"$k$+$I$&$+$0$0$+$J$^$; $s$, ¿(J 
ESB! V%S%S (%m!<%95H!<% ene. C5:w! WSHSSS&ShHS&STIS=SUSHE (J 
2 SBSbS"SkS$hS&$GS9! #3 (J 


* name : Takashi Kurosaki 

E E E-Mail : kurosaki@mxa.meshnet.or.jp 
--MESSAGE FILE 22546 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000013html.html 


--MESSAGE FILE 22547 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000014html.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCJTcLYCVRITwlLLOdjJCQkXiOQ3UD8hI xsoQg==?= 

Date: Mon, 19 May 1997 20:16:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <moroha$ef3019970519201622@202.238.103.35> 

References: <32F05B1A.12C7@mxa.meshnet.or.jp> <19970130184913moroha@ca.mbn.or.jp> ՀՅ 
2F1BE89.1825@ymg.urban.or.jp> <32F2DC44.47C0@mxa.meshnet.or.jp> <336F42EF.4B96@mxa.m 
eshnet.or.jp> <morohaS$ef3019970507234904@newsl.scei.co.jp> <3370BE91.683F@mxa.meshne 
t.or.jp> <moroha$ef3019970508204758@202.238.103.35> <337DCC2C.15C3@mxa.meshnet.or. jp 
> 


Net Yaroze newsgroups message dump.txt Page 15086 
NNTP-Posting-Host: 202.217.1.68 
Mime-Version: 1.0 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


¿SB!!S ` S&L#SASCSQS IS"SCS?PSNS+!Dze (B 
¿SB!!SIS&Sb@SSNCfSHSS$S&SdSDSOL)CGSb7dS$bSJSS!J61>P!K!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢z$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


—-MESSAGE FILE 22547 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000014html1.html 


--MESSAGE FILE 22548 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000015html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG 

Date: Mon, 19 May 1997 19:57:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <morohaSef3019970519195704@202.238.103.35> 

References: <51f1j0Shjm@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.1.111 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S3Ss$SPSsSO!"L1C6S5S$Ss!"S=$7SFLx@%S5$Ss!#¿(Bfj) ¿SBSNS[S&SGSKS.SdS+SK;¿ (B 
¿SBSdSCSF$9i1SCS7ScSkJ)SGS9SM!#SOS8SaS*S7SF!"=tMUSHSSSSSS9!#¿ (B 


2$B!!85SNI8$,$:SSSVSsSD9ISSSNSG!"22?2sS+SKJ, $1$F!J;~4V2TS.SHSbSSSE&!Kz (B 
éESBSU%S) Sm! <Sr%]S9SHSTSFS_ShS&S+SH;WSSS*S9! #2 (B 
éESB!!SG!":#2sSOS*S:F, SNSHS3SmSXSN%U%) Sm! <SHSSS&S3SHSG! #2 (B 


>ESBS7$+$7$I$, SiLdBISOS"S$1$, %G%U%S'!%/%H%9%?%s%@!<%ISKSJSCS$SFS7S*$SCS?;vSGS9¿ 
>¿SBS=$&$$S&J*0U30GdS1SJS$+$C$?SHSSS&SNSbS"Sk$G$7SgS&S, 1" Հ (B 
>¿SBS=SNCfSGSb!"S7S+$71"S&%#%S6!<%I%Sj%#SO?7S7SSAXSr3+BsS7S$S“S7S?!#¿ (B 


¢$B! !SASgSCSHS?SHS (Տ, IRKf$GS9SM!#SISiS/S (S74 !<%:$r!V$0$$$?7$$F1$8; (B 
¿$B%$ ` S A À S"LdB3jSJSSSH;WSSS $98, I"#PH#EPS7S51<S:SO!"3 (B 
SB! VSISASAS+SHSS5 ( (SP; w$?Sh$&SJ%S2!1<%`!W$G$7S+$"Sj$“ $; $587! "8654820 (B 
¢ SBSUSISbAOH>SH8eH>SGSO0cS$C$?$2!<% Gh s P Ա, S#%:SN2?SHz (B 


¿SB;XDj)S7S2J)S,OCS,8+S (SFS—SdS9SSShS&SK;WSSSS9!# (B 
>¿$BS9SJSoSA!"ShS$S/SGS-S?J*SOSdSOSjJGdSlSkSHSSS&;vSN>ZL@SGS9!#¿ (B 


¿SB!!KNEv$SK$=$&$G$7$g$&$+!#¿ (B :-) 

¿SB!!SoS?$S7$SNM' ?MSKS$Sb!"¿ (B 
¿S$B!1!1V:G6aSNFE[S$SiSOKNJ*S$SrCN$i$JS$SSS$S+$Si!"56J*S$SGK-B-$7$SFSSSkSsS@!W (B 
¿SB$H<gD%$7$FŠ$$kLL;R$,$$$^$9$, ! "$*$= — S"SCSFSb!VK\Jd* !WSr<ug (B 
:SBS1F~ S1STSS?M4VSOS+SISISSSKSH;WSSS*S9! #2 (B 


Ա Աա ԱՆԱՆ: %s%7%e!<%%*!<%f!<%6!<$X$N¿ (BRPG: SBSHSSS&I*SNz (B 
>¢SB:F650i¢ (B(¢SB:FG'<1¢ (B) gSBS@SH46S8SFSSS*°S9! #2 (B 


ESB! !STS&!VE50i!WS9SkS+$, LABj$H$J$Jj$^$9!#650i=-$5$, SWSsSWSsS9SkSh¢ (B 
éSBS&STSDSNSGSO! "SISESASCSFSDSES*S/SSS-S*S;Ss!l#e (B 
ESB! !!VS"SI$?S,FI<TS$r2~=!$55; $?SSSNSJSi!"@b65S9SkSNSGSOSJIS/!"FI<Tz (B 
ՍԱՆՏ Տ ՏՐ ԿԱՒ 
ESBS@SCS?S+SI!) SASGSCSHSESm$*S$\S (! #2 (B 


2$B!!SHSjS"S($::#F | $O$3$38*SG! #2 (B 
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// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22548 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000015html.html 


--MESSAGE FILE 22549 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000016html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re 2: idea for new RPG 

Date: Thu, 22 May 1997 20:19:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 54 

Message-ID: <morohaS$ef3019970522201948@202.238.103.35> 

References: <51f1j0Shjm@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.1.22 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


S S E OE 
¿SBS 3sass SHSGS9!# (B 


> ¿$B$^$:¿ (BTRPG¿  SBSXSN2s5"$rLN;XS$S9!#; (B 


¿SB!!A02sSN%3Sa%ss*HSN7+$jJVS7SNShS&SKSJS3jSS9S, !"¿ (B 
ESB!VSISs$Jz(B TRPG E O ss De 
TRPG vs CRPG ;SBSHSSS&AHN) SGSOS"S*SjSKBgGSES+S_S9S.S*°S9!#3 (Թ 


>¿SBLrSr1iS8SkSHSSS&;vSrsW%1%SS%Sd!<SKSdSiS;Sk;v!# (B 
>¿$SBS9SJSoSA!"Bh;0<TE*$SJN)>1$K%SW%$1%S$%sd!<$r$*$/SNSGSOL5$/!"¿ (B 
>¢ SBS ISYSFSNH=CG$r<+J, $G9T$0$; $k! #¢ (B 


32! <SHSWS1SS% di<z (B 


¿SB!!S3SN>19g$N!V<+J, !WSOtWS1S$%d! <SGS9SM! #3-Sc%1iS/ 
d!<!WSNO) @~$r2!S9SN$Gz (B 


ESBSN@\ERS, $"$^$j$I$$>19g$K$b!V<+J, !aSWS1%S%d 
¿SBS7SgS&S+!#¿ (B 
# ESBS*S"9%S_SNLAOBIJSHSSSES5SSb$S7$%*S9S, !E¿ (B 


> ¿SB@$3&40Sr%j%"%kS$KJ] ee Հաա Ա Լիր _D3$rMO0US95k; ree 

>2 SBSbSASm$s$3$1$, 3h$+$5S1SM$P¢ =; SBI=SK=PSJS1$1$Pz ESBSISISTSSSOS1$GSOSJss! #2 (B 
Camb TONDO. ԹՐԱ $e Nes s NOME s j S rS too ae 
>2SBS*$G;v:Y$+SK@_Dj$9Sk! #¢ (B 


ESB! !!VS53S"Sk!WSHSO2?SGS7Sg$ES+!) TLSKS+SiS+SCSFSSSkKSOS1S8ScS"S5S%3z (B 
¢ SBS; $sS$h! #$?SHS ($P! "F; SrdbS$SFSSSkSH#5J, $K012s%b%S%9%? ! <SKAx6xS$93¢ (B 
ESBSkShS&SI@$3&SGS0!"S=Sb$=SbI8Le$r0] ; }$G$-$^$; $sShsM! #¢ (B 
ESB! !S"SkSSSO@oF.SKS*SS$SFSb%3I%$ SUSGFMS+S$1ShS$&$, ԵՁՏՇ0251Տ51ՏիՏճՏ,-Բչ (B 
¿SBSG7bS?Sl1ShS&S, !VS"SCS5S3; ` ՀԱԱ ՀԱԱ ՆԱՆԵ ԱԵԱ ԹԱՏ $; ss, 
¿SBDLSN?2M4VS$SHS$SS&SNSO¿ (B RPG ¿$B%$-%c%Si$SN$Sh$&$K%S?%USGSOS"$SjS$S%$;Ss!#; 
¿$B1!$3$S&$S$SC$Š?MWAGSKLNSr$DSV$kOJ>e$O!"!V%Sj%S"%Sk!WSHS$SO!V$=SN@$3&SK; (1 
¿SBS*S$S1Sk8=<B!W$H$SS$&$S3SH$SK$J$Si$6$k$r$ ($J$S$7!"$=$1$GS+S$*SoSJSSSH; (1 
¿SB;WS&SoS1SGS9!#SbšSASm$s<sHx014SS7S?N"@_DjS$r:nSkS$3SH<+BNSKSO; ?@.¢ ( 
ESBSGS9!#2 (B 


= 


տաա..ԹԹ 


ESB! !SG!"S3$CS+SiSOSAScSAScSG$9S,!"3 (Ց 


># ¿SB%š (St%!%s%2%5S*SSSHF1S8SGS9! #2 (B 

># zSBFSHVL\$N; vSOS+SJ$ j=EMWSGS$9! #2 (B 

># zSBS=SN@S36SNC£SGSWS1%S$%d! <$?SASOM7SVSHSSS&SNSK8=:_SNI*SOz (B 
># ¿SBAF; (SJT@S3&@_DjS,B?S9S.S*°S9! #2 (B 


258115 (%$t%!%s%2%j%*%s9%S-SGS9S+!1)¿ (B:-) 
29B!!% (StS !E*<jK! SHSSSE&SNSO!"3 (B 
¿SBIVSSS+SKSpDOUL#S,S"SJS=S&SJ%-!<%o!<%ISršASjSPSaSF5SSr0zS/!W(B 
¿SB<3K1SGS"SkSHSoS?S7SOH= CG$7$F$$$k$s$G$9$, !#z (8:-):-) 


2$B!!SGS0:#F |SOS3S1SG! #2 (B 
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// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22549 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000016html.html 


--MESSAGE FILE 22550 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000017html.htm1l 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: Re 2: idea for new RPG 

Date: 22 May 1997 15:08:34 GMT 

Organization: JI-SOFT 

Lines: 29 

Message-ID: <5minhiSblo@newsl.scei.co.jp> 

References: <51f£1j0$Shjm@newsl.scei.co.jp> <moroha$Sef3019970522201948@202.238.103.35> 
NNTP-Posting-Host: 133.205.83.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2$B!!L1C6!w?@8MBg$G$9! #3 (J 


2$B! !Lx@%; aSKBeSoSCS$F! "SASgSCSHJIdGB-Sr$P! #2 (J 


<news :morohaS$ef3019970522201948@202.238.103.35>... ¢SBSKSF: (J 
Moroha Otuki ¢:$BBg7n=tMU; (J <moroha@ca.mbn.or.jp> zSBBg7n@h@8@kS$o$/¢; (J 


E$B!!!V%j"%k!W$H$02?$G$7$g$&$+!) JL$K$+$i$+$C$F$$$k$0o$1$8$c$"$j$^¿ (J 
¿SBS;$SsSh!#$S?SHS ($P!"F; SrdbSSSFSSSkSH#5J, $K012s%b%S%9%?!<SKAx6xS$9¢ (J 
é SBSkSh$&SJI@$3&S$GSO! "$=$b$=$bJ8L@$r0]; }$G$-$^$; $s$h$M!#¿ (J 


2SB! ! 4pK\E*SK!"Si%s%@3° % (SSS+S&%SSHSOGS=| $9SkS=SESGSI9! #3 (J 


ESB! !S"SkSSSO@OF. SKS*SSSFSbSISSSUSGFMS+S51ShS$&S$, EaSG@ZSi$1$h$&$,=Fz (J 
¿SBSG7b$?S1$h$&S$, !VS"SCS5S4; °° SL!WS3SHSKILSK$+$0$ 4S$0$"$5S*°S;Ss!#lag (J 
éSBDLSN?M4VSHSSS&SNSOz (J RPG 2$B%-%cSiSNSHSESKS?PSUSGSOS"S5S*S; Ss! #3 (J 


éSB!!S3S3Sb!"CWL?=}Sr<uS1S1SP!VS"SCS5S4;° SL!IWS3SHSKSIJSkSsSGSO! իչ (J 
2SB!!:#EYIOSSSFS*S-S*S9!#2 (J 


éESBDT!!M5;V!!e (d(C) JI-TAN / JI-SOFT 
mailto: ji-tan@mtc.biglobe.ne.jp 


—-MESSAGE FILE 22550 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000017html.html 


--MESSAGE FILE 22551 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000018htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: idea for new RPG 

Date: Sat, 24 May 1997 05:00:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 77 

Message-ID: <3385F768.4BA4@nv.aif.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.34.179 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESB! !=iSaS*S7SF!"L1IC6S5Ss!#2.86SHSSSSS*SOl#: (J 

é5B! !#R#P#GSN; VSK4XS7SFSOL[SCSFSiS1SISSSNSG!"SASQGSCSH8}=PS7S7S*°S9! #2 (J 

581 !=iEj9FSUSsSGITHwS, ere $;$s!#SCSF8@SCSFSkS&SASK%a! <3kSG=PS7¢ 
ESBSAScSCS$?!"S4SaSsSIS5SS! #3 (J 


> ¢SBS*S:¢ (JTRPGZSBSXSN2s5"SrL\;XS9!#2 (J 


¿$B!!¿ (JTRPGzSBSK2s5"S$9SkSHSSS&SNSO! "OLSDSN<4jK!$@SH;WSSS*S9S, !"TaDLSN?MSO4JC1$Kz (J 
¢SBSOSDSSSFS-SFS/S1SISSSH; W$&$N$G4hD%$C$F2<$5$$!#650i$OFq$7$$!J¿ (J^^;) 


> ¿SBLr$r1iS8Sk$H$SS&;yvSršW%1%S%d!<SK$d$iS;Sk;v!# (J 
>¿SBS9SJSoSA!"Bh; 0<TE*$JN)>1$K%W%1%$%d!<$r$*$/$NŠGŠOL5$/!"¿ (J 
> 2SBS9SYSFSNH=CGSr<+J, $G9TSOS; Sk! #2 (J 


s ՕՆ %c%i%/%?!<$N@—-—3JSK1h$CS?9TFOSr%$W%S1SS%Sd!<$,A*G 
¿SBBrS9SkSHSSS&S3SHSGS9S+!) 

¿SB!!SDS*$S3j!"%S— ՀԱՅԿՆ ՆԱ: 3JSHS+!"?HJ,SHS+SSSCS?SbDSNS, 7hSaSiS1SF¢ (J 
ESBSSSF!"<+J, SNA[A|$9SkM>COSOSJSS! #2 (J 


¢$B!!S=S1SHSb!"01@ZSN2a5n$d>pJs$, SISS8ISNI, ?HSGS"Sk%-%C%i%/%?!<SrA° :n$9Sk¢ (J 
ESBS3SHSISS$GS7SgS&S+!) <t+dI,$, ;WSSTAS/KA81<TIwWSK! #2 (J 

¿$B!!Cm!'@-3J$d?HJ, !"2a5n$H$$$C$?Sb$NS, 55055557իտ85151ՏԲՏ55Մ55-Օ2215955Մ: (J 
ESBEE&SHSE!<SISISHESNS—SCSiIS/S2!<S_S?SSSTI%-SCSi$r; XSTSFSSS*SI!#SASAS3S7S$¢ (J 
°SB! 11 ISGSb! "BGH>SNSERES : SNF—¥CR1SOPM9) 55746582, $9Sk1 ISP IK IRs (J 


éSB!!S=S1SH!"9bEDSSSsSb8@SCSFS?S3SHSISSSGS9S, !"Lx@SS5SSSN8@SCSFSSSkKS2!<S* 3 (J 
ESBSHS+SI$ 4; wSFSSSkKSkKSISFSH#SCS/SI!<SSSHSSSE!"z (JTRPG: SBS r0U<1$7$?%Q%= 838592 1<8° 2 (J 
ESB! JO#P#HC! 1] #FH#XSKSDS"SCS?SHSESI5SS, $9$k!K$, S"SkSNSG; 2 9MSKS ISkKSHNISSSH;WSS¢ (J 
ESBS*SO!#FIS8ShHSESTIMS (J}SG:nSiS1SFS?SsSG! #2 (J 
2$B!!S$=SsSGNr;KSr=E; kS 9SkSHSNS3SHSGS$9S, !"<g?M8x!J<+d,$,A> :n$9$k%-%C%1%/%2?¢ (J 
2$B!<!KSOSISIDxXSN?MJ*SISsSGS7Sg$&S+! #2 (J 

$B! !Nc$ (SP! "<g?M8xSO01KA812HSdMCJ<S$GS$7$+SI$/! "Nr; K>eSN1F6ANOSOS [SHSsSISJz (J 
ESBSSSHS+! #2 (J 
2$B!!Sb$7!"Nr;KSK; DSkShS&SIBgI*S@SHS7$?7$i!"<+J, SNA*Br$7$?9TFOSKShHSCSF5/$-—¢ (J 
¿SBS$SkJ,4t$,62$m$7$S$?t$K$J$Sk$h$&$J5$$,$7$S2S9!#; (J 


¿$B!!Nc!!$b$7?.D9$,23694V$GIi$1$F$?$i!"$b$7K\G=; {SNJQSG; `S$SJSJS+SCS?SiEy!#¿ (J 


2581 !$3$3$*SG<g?M8x$, Nr; K>e=EMWSJ?2MJ* SKS ISkKSHSO; WS$S$*S$;SsS, !#S5"SkDxXEYSN%/¢ (J 
éSB%i% 9SKSISkKSHSIS&STSFSbd, 4t$,A}$ (Sk! #2 (J 

ESB! ! $GSbJ*81$N:G8eSNJ} $GNr; K>e=EMWSJ?7MJ* SKSTSkSSSQSCS?7Si! #S*SkKSAS (955654. (J 
é$B%S%0SK6a$$SNSG2?$HS+SIS$ j$=S&SI5$$,$78°S9$, !#¿ (J 


éSB! !S=S1SHSIS&STSFSbHS5SSKSISCS$ ?S$sS$G<ALd$5$; SF2<S5SS! #2 (J 

éSB! !Lx@SS5SSSN;WSE&!VS2!<%S* SN=*SoOSj!WSCSFS3SN%$2!<%* SN>19g!"2?SGS9S+!) 3 (J 
2SB! !SkSIZISS$@SH! "14857505 {Sal 47! GON IVONESEY INS15+8, 175" Sk01D30J>eSKSJ8x; J 
ESBSH!"<r>1$K2xS$7S2ST?MI*S, 8B=S1SF! #2 (J 
éSB!!!VLSCNSN@S3&SKITS3S&!* !WSHS+!V?@SKD) @oS9Sk!*!) !WSHS+8@SoOS1SkSsS$GS9S1¢ (J 
¿SBSIT!&!&!&!&!# (J 


¿SB!!%$@!1<%S!1<%9%?%j%*%s$_$?$SSK!"<+J,$GLNE*$r; ae $$9$k%2!<%* SJSs$G; (J 
¿SBS75gS&5+1) 170015, DLS 8SI$+$CS$?Si@bLESTS*S9!Ke (J 
ԱԱ ան Ո ԳԱԱ, G8eSKKb2&! JSb$7$/$OJ*81>eSNE (Lr! K$H$+$, -ՔՏԲՏ-ՏԲ|"ՏՀչ (J 
¿SBS15rE] S9SHS+!#¿ (J 

¿S$B!!11: (J 
> :$B<!SO@OF.$G$9! #2 (J 
¿SB!1S3S1SGS9Sh!"S3S1!*@oF.SKSDSSSF8@GSSS?S+SCS?5SSSGS9!##R#P#GSOS3%Ss%TS%Se!<¿ (J 
¿SB%?#R#P#GSO!V@oF.S,L?!WS,;OG$SJSs$G!#; (J 
ESB! !$GSb!"$3$3$*SGSG7k9==q$$$?$s$G!V@oF .SKSDS$S$F!WSO! "Kt 8eS [$1%1%9=q$+$; 2 (J 
ՀՏՅՏԲՏ/ՏՅԱՏՏՏՏ| Վ, (J 


բջ 


¿SB!!1!Sk%JSFS$#%C%S/%SI!<%Ss!!!!DL>N!'%k%J%SI%Ss!J%Sk%JP'!K¿ (J 


¿SB!!#A#R#TEDII#N#K$,=P$75?22h4|E*#R#P#G!#<+J, SNJ, ?HS, SUS! %Ss%?%8!<SN@GS3&SG¿ (J 

¿ $BKA81<T$K$IŞ$C$F!"<+J, $, 9%$S—SJShS&SK@8S-Sk%S2!<%` !#1QM:SKSJSkSbShS7!"SW%1l¿ (J 
E$BS\!<SSSKSITSkSbShS7!#0-E*SKSb!"?@MMSKS@SCSFSIS1Sk! #¢ (J 

¿$B!!<+J, SNC;1>SO!"<+J, $, KA81<TSKS$SJSk%7%_%ses1l!<%7%g%s%s2!<%`!#¿ (J 
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2SB!!#T#R#P#GS$r0UK<1$7SF :n$i$1$?! #Nr; KSOL5$$$1$1!"?"'! 9SH>pJs$O$"SkSNSGA[A| ¿(J 

2 SBS7SEM7SYSk! #%03iSUS#%SC%/SO4TAG! #! IS 73qG%\SSSHSHSSSE!#IKE (J 
éSB!!8=:_SNAk#9#5HGSGSOCO?*S@S1SG8=:_COSrI=< (S7SFSSSk!#; ~4VSN7P2aSbSjS"Sk! #3 (J 
ESBS?S@S7!"; }SAT*Sd@OF.SPSiSSS9!I"SOSSEBSGSESSNDIOS5SSO!"!)S, SD8/!#4 (B8SN#R#P (J 
éESBEGSK47S15??MSKSO:G=i?1SS! #MWNNSrS$DS$+SaSP!"8eSOF1S8;vSN7+SjIVS7! #2 (J 


éSB!!?'!9SH; 29MSKSTJSkSHS3S5mS, S"SkSH; WS&SNSG! "ShS+SCS?SiSdSkS3SHSr$*4+SaS7¢ (J 
ESBS*°S9!#Gc$&$3SHSO!) $G$9$, !#; (J 

—-MESSAGE FILE 22551 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000018html.html 


--MESSAGE FILE 22552 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000019հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: Re 2: idea for new RPG 

Date: Mon, 26 May 1997 00:09:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <morohaSef3019970526000936@news1.scei.co.jp> 

References: <51f£1j0$hjm@newsl.scei.co.jp> <morohaSef3019970522201948@202.238.103.35> 
<5minhiS$blo@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.145 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! !SISb!"=tMUSGS9! #2 (B 


aca 9 5 5 pp n ՆԱ Ե ¿SBSN¿ (B <SminhiSblo@newsl.scei.co.jp> ¿ 

BSN; 

Fen ԱԱ B 1997¢SBG/¢ (BO5¿$B7n¿ (822:2Տ58Բ | ։ (8(258Լ2: (B) 15¿$B;~¿ (808587, ¿ (834 
éSBIC: " ! " ¿ (B 

JI TAN" <4i-tan@mtc.biglobe.ne. jp>z$B$5$s$0=q$-$"$7$?! #2 (B 

>¢SB!!S"SkSSSO@OF.SKS*SSSFSbSI%SSUSGFMS+S1ShS$&S,EaSG@ZSi$1ShS&$,=F; (B 

>¿$BSG7bS?Sl1ShS&S, !VS"SCS5$5;° SL!WS3SHSKULSKS+SoSjJSOS"SjJS*“S;Ss!#Ia¿ (B 

>z SBDLSN?M4VSHSSSE&SNSOz2 (B RPG ¢SBS-ScSiSNShHS&SKS?PSUSGSOS"S5S*S; Ss! #5 (B 


ՀՌ 


>¢$B!!$3S3Sb!"CWL?=}Sr<uS1S1SP!VS"SCS5S4;°SL!WS3SHSKSISkSSSGSO! #¢ (B 
>2$B!!:#EYI9SSSFS*S-$*S9! #2 (B 


ESB! !$ ( (!<$H:"8m2r$, $S"$k$h$&$J$N$GJaB*$7$^$9$, !"So$?$7SN<gD%sS$HS7S a. B 
ESBIVIXS5S"Sk!YST?2M4VSHB@S&SdSDSOS [SHSSSISN2x2£S, CWL?=}SGS"Sk!We (B 
i SBSHSSS&S3SHSKSIS48° $9!#@ZSCS?SOSCS?SNMWAGSr<h$jF~ oa ՏԼՏՕՏԵՏՕՏԳՀ (B 
¿SBS3SN2f!9SNFyBNSG=hM)$9Sk;vS, S[SHSsSIIT2DG= SK$JSjJS $9! #¿ (B 

2B! ! SRECSHS] SSSSBHSASTSL INSU! <BA1<S/SiS9SAS+SI INXS] c ՐՈ ՅՆ 
ESB%@%a!<%8@) S$r<h$jF~S1$?; ~E@SGSbSO$Sd! X34 a" SkSGSISS ! YSHSSSES3SHSGS9! 42 (B 

2$B! !Hs>oSK4JC1SKMWLSS7S*S9SH!"3 (B 
¿$B!V?M4V$OKA81$9$k$h$&$K$O$G$-$F$$$I$$!W¿ (B 
¿SBSHSSS&S3SHSKSJS3jS S91#S7S+S71"S3S19GSOS*$b$7$m$/SJS99S+Si!1"SIS&SKS+ST7She (B 
¿SBS&S+!DSHSSS&S3SHSJSNSGS"Sj!"S=S$S1SrK:S1SF%Sj%"%Sk;V8—⁄-SKAvSkSHSoS1SNSoS+Sic (B 
¿SBSJSSSDSNS, $G$-$"$, SCSFS/SkS3SHSKSJSkSH; WSA S9!#¿ (B 


p 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22552 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000019html. html 


--MESSAGE FILE 22553 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000020htm1l.html1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?iso-2022-jp?B?GyRCRnxLXDhsJVslOyVRITwhSiUzJXM1SCVtITwlaSRHSjg7ekZ+Tk8kcikE 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Thu, 4 Jun 1998 10:05:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <615k3c$6015@chuka.playstation.co.uk> 

References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> <61 
3hv1S6o08@chuka.playstation.co.uk> <35756521.89CCB2A5@scee.sony.co.uk> <3575657B.52E1 
59F4@ndirect.co.uk> 

NNTP-Posting-Host: 195.108.62.29 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>James Russell wrote: 

>Well, I haven't been able to connect to the news.playstation.co.uk news 
>server for a few days now, until now of course. Maybe others have had 
>the seame problem. 

> 

>Herbs 


same here... 


Cas. 


—-MESSAGE FILE 2385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01088 


—-MESSAGE FILE 2386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001089 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tools 

Date: Thu, 04 Jun 1998 09:10:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35765676.DC83622E@compuserve. com> 

References: <6kql1l2tS$6o02@chuka.playstation.co.uk> <611d4fS605@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: 1d43-076.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Graeme Evans wrote: 


> 

> >Caligari Truespace version 1.04 is being given away on PC Plus this month 
> > July 1998). 

> 

> it says on the back that it works with win 95 and 3.1. have you tried it on 
> NT4? it kinda implies that it wont work. but anyone know for sure? 

> 

> gr 


I installed it on my NT 4.0 (service pack 3) machine at work & it appeared 
to work fine, I only played with it for about 20 mins or so but it behaved 
itself. One weird thing though, why are the title bar and menus on the 
bottom of the window? 


Cheers 


Nick (S) 


http://www.netyaroze-europe.com/~nslaven/ 
--MESSAGE FILE 2386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01089 
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qiUskTiVXJWO1SCU/JISQIVyUiJUM1VyQ3JUF 4kNyQ/ISMbKEo=?= 
Date: Mon, 26 May 1997 01:24:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <338867C7.4840@mxa.meshnet.or.jp> 
NNTP-Posting-Host: 210.132.183.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


ESB9u: jSGS9! #2 (Մ 

ESBSMSCSHSdSmS&S<Bh#22SSSSYSSSHSN4k2hItLgGSKDs= =P$7$?4k2h! VF|K\813[%C3Q!<¢ (J 
¿SB!J%3%s%SH%m!<%iSGJ8;zF—-NOSr!*!K!W!J¿ (JHOP000.LZH: SB! KSr<B8=$9SYS$/<+NOSGSWSmz (J 
2 SBSHS 23S SWE* SK: n$C$?3WsmS0%is> ¢ (JHOP100.LZHz SBSr%"s pT TG 
¿SB!!>1=3j$O¿ (J/forum/resource/planning/hop/ė SBSGS9! #2 (J 

éSBS"SCSWSm! <SISTS1SISSSHSNSGS&$*$/SS$SC$?S+SIS&S$+S0$+$jS*S;Ssl#e (J 

° SB<BSOS” S@!"4k2hSHSSS&S+!"DsOFSHSSS&S+! "MWK>SHSSS&CJ3, S A (J 
¿SB!<%i%`SGS5DOQS5S;SFSSS?S@S1S1SPS"SjS,S?SSSJSH9MS (SFSSS*S9! #2 (J 


* name : Takashi Kurosaki 

աթ. E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22553 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000020htm1. html 


--MESSAGE FILE 22554 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000021հետ1. հետւ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: idea for new RPG 

Date: Mon, 26 May 1997 02:48:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 102 

Message-ID: <33887B63.6E65@nv.aif.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESBS3SsSPSsSO!"L1C6S5$s! #S3SNA0SO! "FMA3SNSa! <%kS9SSS%S;SsSSGS7S?! #2 (J 
¿SB!!0J8e!"5$$rIU$1$^$9!#SC$F!"=q$+$J$1$1$P!"<+J, ՍՏ) $m! <SH%a!<%k$r=P$7$23 
ESB?F@ZSI?IMS@SCS?SNS+SI!Tz (U2 2 SB! (!K!#H?>TSN?'S, !&!&!&!&!#; (J 
¿S$B!!$G!"A0$N$1%9$NB3S-$G$9!#;¿ (J 


JI-TAN wrote: 


> ¿SB<!$OQoF.S$GS9!#;¿ (J 

Վ RPG; SBSKS$*S1Sk@oF. SNOU5ASr9OMS (D>S7S?SSSH;WSSS*S9! #3 (J 

— ¿ SBOBOWSI%iSs%@% % (ՏՎ: (JEZSBYSSHSO@OF . SNOLCVIUS1$rHs>o$K7Z$/S7SFS7S*S$SS$*$7¢ (J 
í 2 osos s Deere 2 

> ¿$BS+¿ (J? 


¿SB!1S-—SCSHLx@%S$S5SsSO!"S3SNShS&SK=qSSSFSkS3SHS+Si;!S9SkSH!"#R#P#GSN%2 !<%` ue 
¿S$SBE*SJItJ,!J@oF.$N3ZS$S75_ J) !K$rGS= $7!"<+J, $, $=S$N40@.$5$1$?@$3&$GG@8S- SESS; (J 
¿$B$/; v$K4n$S$r8+$$$@0$9%2!<%`$r:n$m$&$H$7$F$$$k!"$H; W$&$N$G!"$=$NJ}8~$GOC; (J 
¿$B$r?J$a$?$$$H;W$$$^$9!#!JOc$C$F$?$i!"$4$a$s$J$5$$!K¿ (J 


é$B!!Cm!':G=iSKCGSCSFS*S$—-S*S9S1ST!"S53"SkS5$rD15a$7$95 .$kSH%2!<%* $G$O$IJ$/¿ (J 
¿S$B$ŞJI$ŞJ$^$9!#2>A[BN83$r3Z7$7$` ŞSs$0ŞC$?ŞİJLŞG$Ş9ŞIŞI!#¿ (J 


> ¿$BK-IY$JI|3h%"%$%F%`$d!"I|3h<vJ8$0%-%c%i%/%?!<$N;`$H$$$&J*$r; (J 
> ¿$B7Z$/$7$F$7$^$$$^$7$7$, !"@QoF.$S,S"S*“*SjSKSbOBOWSJJ*SKS$SJSCSFSSSKkKSNSb;¿ (J 
> չՏ8Տ-ՏԱՕ10«5657ՏցՏ85 14: (J 
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> 

> -SBS=S1S£S (!"@oF.$N%$2!<%* C£ESGSNSE&S'SSSHSrSHSCSH= peas n s 
> ¿SB4pKNE*SK%Si%SsS@%`%(%s%+%S&%Ss%*HSO9TS$S$SSXS;Ss!# (J 

> ¿$B%$7%J%Sj%S*SNLNE*$,@oF.S@SCS$?SjS9SkSoS1S$SGS9!#; (J 


¿SB!!F;SrJbSSSFSSSFSb!"%b%ss%9%?!<S,=PSFS3S9JSS@GS3&SJSSSGS9SM!J>P!K!#¿ (J 


ESBS?S@!"S3SNT}K!SGSOSVSCSDS1K\HVS, 9ITSOSISFS7S*S&SH!"E (J 

S SBKNEvSK4JC15K5- SCS1LS/%S2?!<S,<:SOSISFSTS*SSS*S9! #3 (J 
éSBSHSCSF!"SWS1%S%d!<S$KSO<t+J, $,6/$/$ISk5!2q$rM?$ ($kI,MWS, $"SjS*S9!#2 (J 
¿SBSISNShS&SKS9SkS+$H$SS&$H!"39$NCf$K71N)=j$r@_$1$1$P¿ (JOKzSBSGS9! #2 (J 


V V V V 


¿$B!!!VCC$ (S$1SP6/S/SJSk!WSHSSSCSFSb!"%SH%1!<%K%s%0$7SFS=S$SN7k2L!J6ZFyS,SDS/!K¿ (J 
¿SBS,=PSkKSNSO#1%v7nS+S+SkSHSSSSS*S9S+Si!";—-4VSN35G0SOBg>fIWSGS7SgS&S+!)¿ (J 


¿SB!!A0SK>R2p$7$?%k%J%SF%#%/%I!<%s$O!"G=NO$,71N)=j$G$7$+>e$,$Si$J$+SCS?!"$D¿ 
ESB$^$j%7%J%j%*$K4X78$7$J$$%p%s%9%?!<!J%i%s%@%`%(%5%+%&%5%?!<!K$H@OF. Sr 

2 SBS3SHSNOUL#S, L5$+$CS$?SsSGS9! #2 (J 

ESB! !SGSb!"$3$1$8Sc! VF ($2$?J}$, F@S8ScS$s! WSF; VSKSISCSF!"7k6I :G? 7HGSGSO%"%S¢ (J 
2SBSF%° $/$1$2$4!"71N}$9SkSHS-%b%s%9%? ! <SH@OSCSF$?7T}$, 82N (S$, SSSSEYSNF@EGS, ¿(J 
ESBSDSSSES*S7S?2! #2 (J 


ESB!!! Bizs% 3 (SSS4+S5ESSSHSO4PK\E* SKSTSISSSHSSSES3SHSISNSG! "4X78SISSSNSGS9¢ 
ESBS, !#!1%2!<%S° !ISHSTSF3ZS7S°* ?2MS@SCS$?Si! "EvVA3S3S&SSSCS?2~@5SrK>S° eee 
éSB!!S=S1SG!"S3S&SSSCS?2~@5SrS9SkKSHSSS&S3SHSO! #SdSk?MS, SdSCSQSj4{B8SNS3%s¢ (J 
ESBSTSe! <3? !<#R#P#GSK4A7TS1S9$ .SFS?S; SSSISNSGS7SgS&S+! #2 (J 
¿SB!1S3SN%2!<%`SrSdSk?M$SXSNCmO0USG!V$3SN@GS3&!J%2!<%`!KS$O7/S,:#S“SG5_SCS-S?¿ 
ee ee Bees ee E oon s nsn 
2$BS,CmOUS7TSFSkSsSGS$95S, ! #2 (J 

ey Breet Geb Or Cele lee oe !ISH$7SEFM7SsS8SCS&SNS+SJI&I&I&1&1T (J 

ESB! !SdaSCSQ!":FE50iSGS7Sg$&S+!) 2 (J 

¿SB!!<+J,SJSiSK!<%S:SNJ)SKS"SoS; By cee iss Տ"ՏԵՏՇՔՑ՝ 6-Տոտ)| "ՏճՏտցՏԸչ (J 
¢SB$H13$CS$]S$SS1SILLGrS$JI}$,S$SSS!WSCSPF! #2 (J 

¿$B!!$G$b!"$3$1$8$c?7$?$JJ, Ln$N3+BsSKSIJSiSISSSNS+! #3 (J 


¿SB!!¿ (J 

¿SB!!<+J,$J$Ss$S+SO!"$3SN@$3&SN=; ?7MSO1'Ch?M$d6/2=?M4VSHS+! "M}M3IUS1SFSKSNSG3 (J 
2SB4 {B8SN#R#P#GS$_S?SSSKC; 4| 4VSG6/$/SISCSFSDNISSSs$GS9$, SM! #2 (J 

ESB! !SGSb!"!VS3SN@S3&SN=; ?MSO?@SN; RBO!WSESCS PSI LMHS Sal <SHSkS8SC%SSWS7SHS&~e (J 
ESBS, !";~B.#7#03-SmSGAv$m$&$, !"$3$1$O$3$1$G$=$N@$3&$G%j%"%k$G$7$g!#¿ (J 


> ~ESBS=S1SK4X0"S7SF!"S- Ն. }$N2sI|SKSDSSSFSGS9S, Ms 
> zSBApK\E*SK3U% 1383238! <z ԱԱ er «ԱՄԱՅ @%a!<%8$KŠhŠk¿ (J 
> S SB=} SNI=8=Sr9TS*S&SHOMS ( ro ota 


$B! !LLGrS$I=< ($@SH;WSS$%*S9S, !"?MBNSN=EMW4041SXSN2aEYSNBG7b!";M;hSNB;=}$Kg (J 
sn ԱՑԻ %$F%#!<$SOSdS$SCS$SQSjS$S"SkS$Ss$SGS$S7$Sg$&$+!)¿ (J 


¿$ŠB!!L?CfN(Dc2<!"0NFO0IT2DG=!":;F@8IT2DG=!":*E]Ey!9!1#¿ (J 


ESB! !SZ5ISkSFSH#!<S,2aS.SkKSH! "5gCOSN; ~$N5UE>$,Fq$7$/$J$j!"$8$0$j$8$0$j$$$?; (J 
ESBSVSiS1SkKSHSSS&!"@: ?@E*SKHS>OSKNIS/SISS$3$HS$,5/S$3SkSH;WSSS*S9S, !#¿ (J 


> ¢$B99SK!"=}SN>uBVSKSh$ j2sI|$N;~4VSO:YS+$/@ 32158: (J 
> zSBA4SFS, 01F | SGD>SCSFS7S*SE&ShSEST; v$0$7$^$;$s!#¿ (J 


éSB!!S3S1SbF1S8SISsSGS9S, !"Lx@SS5SSSN@S3&SN=; ?M$, HS>OSKIDEYSJOeENE5; =Q! J8=2 (J 
S SBBeSh$4Sb!KSd!"<#NEKbK!S, Ta5ZS7SFSSS1ISPIQSOSCSFS7$*SSS*S9SHSM! #T} JX$NDx¿ (J 
ESBEYS, SISNOLS+SOCNS4S$%*S;SsS1SI! #2 (J 


éSB!!:G8eSKSTS&STSFSbD5SSKSTSCS?SNSG! "Lx@SS5SSSN9MS (SFSSSk@S3ESN?M4VSO!"<4+2 (J 
¿$BJ, S?SASHIQSOSiSTS$S6/S5SN?PM4VSISNS+SI! #2 (J 


éSB!!2sEzNec!'¢ (J 
2 $B! !6/S5SOJQSoSiSTS$$1S1A40WKI8£SNKbK ! $rL50U<1$K; HSCSFSk! #2 (J 
$B! !BNFbS$K4s@8! {$r;tSCSFSk$+$i!"2sI|G=NOS, 9b$$!#! {SO9%S-STT}SGSSSSSGS9! #2 (J 


2£$B!!@_ Dj=E; KSHSS$&S3SHSISNSG!"$3$1$/SiSSSOT9ISSSFSDNISSSGS9SHSM!) չ (J 
¿SB!!KtS@SiS@SiSH2<<jS$SJJ8>OSr=q$SSFS7S7 SSS S7S?S, !"S4MF<OSNDx$r! #2 (J 


ESB! VS@SC$?Si!"=q$/S$I!* !WSCSF8@SOSTSSSGSM! ##R#P#GSCSFI9S/SH!"SDSS!#3 (J 


Net Yaroze newsgroups message dump.txt Page 15093 


—-MESSAGE FILE 22554 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000021html.html 


--MESSAGE FILE 22555 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000022htm1.html1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?ISO-2022-JP?B?GyRCRnxLXDhsJVslOyVRITwhSiUzJXM1SBsoQg==?= 
=?1SO-2022-JP?B?GyRCUWOhPCVpJECKODt 6Rn50TyRyISohSyROJVclLbSVIJIT81UBsoQg==?= 
=?1S0-2022-JP ?B?GyRCJVc1IiVDIVckNyReJDckPyE jGyhC?= 

Date: Tue, 27 May 1997 19:51:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <morohaSef3019970527195134@202.238.103.35> 

References: <338867C7.4840@mxa.meshnet.or.jp> 

NNTP-Posting-Host: 202.217.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


playstation.ny.resource.planning.discussion ¿$B$N¿ (B <338867C7.4840@mxa.meshnet.or.j 
p> ¿SBSN¿ (B 

¿S$SB5-;v$K$*$$$F¿ (B 1997¿$BG/¿ (B05¿$B7n¿ (B26; SBF|¿ (B(¿SB7n¿ (B) 01¢$B;~¢ (B24¿ $BJ, ¿ (B39 
¿SBIC:"!" (B 

kurosaki takashi <kurosaki@mxa.meshnet.or.jp>¢SBS5S$sSO=q$-S*S7S?!#¢ (B 

>¢$B!!>1= 4502 (B/forum/resource/planning/hop/¿$B$G$9!# (B 


2$B!!:rF|$3$1$r$_SF!"!VS"!"%Z!<%8SNT}$bS$+5S ($s$H$$$+$s$J!"$^$"; (B 
2SBLG@F | $G$$$$$+!WSHS+;WSCSFSSS?Si!":#F|$_$?Si=S@5S5S1SFS*S9SM! Rg (B 


¿S$B!!9u:j$5$s$+Eh$5$s$,=$@5S7$F$/SQ@$S5$CS?$Ss$GS7Sg$&S+!#$SIS&Sb (B 
ESBS9S_S*S;Ss!#¢ (B 


¿SB!!S"SH!"9u:j$95Ss$SK$*4jSS$SSJSsSGS9S,!"%G%#%1%/%H%jSNCfSK¿ (B 
hopl00.jis.txt ¿SBS$S_S?S$SSSJL>A0S$SG4JC1SJ2r@bS$SrCVSSSFSbSiS(SkSH!"¿ (B 
¿SBD>SKS$SNS$>S/?MSK?F@ZSGShSSSH;WSSS“S9!#¿ (B 


¿SB!!SGSO!"Shš$Sm$7$S/S*4j)SSS7S S9!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22555 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000022html1. html 


--MESSAGE FILE 22556 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000023html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re 3: idea for new RPG 

Date: Tue, 27 May 1997 20:04:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <morohaS$ef3019970527200433@202.238.103.35> 

References: <51f1j0Shjm@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


éSB!!S3SsSPSsSO!"=tMUSGS9! #2 (B 
¿SB!!:#2s$O%7%J%j%*$KSASDSoSk; (CL! #¢ (B 


>¢ESBS?SHS (SP; 09q; VSOS5S*S6S*SI?M4VS,=PSFS-S*S9S,!"3 (B 
>ESBCE?4SK?xS (Sk?MJ*SKOMSCSFU*815N8+S (J}SOS+SISJOCSCSFS-S*S9! #2 (Ց 
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¢$B!!:n<TSN; kKE@SKShSCSFSbS+S$JI$ jSNIQ2=$, $"$J$^$9!#;09q; V%M%?$G$O; (B 
£$B:G6aSGSO%b! <$K%S%0SN! VASE79RO) !WS, SUS+SIS+SSS+S7SFSSSKSNSGSO; (B 

é SBSIS$$+SH4 6S 8SkShS&SKSISJS*S7$2! #2 (8:-) 

ՀՈԱԿ he n<T$,F|K\?MSGSOSISS$+SiSHSSSESNS, BgS—SSShSESK; We (B 


ESBSSS*°S9!#F | K\?MSN=q$$$?; 09q; VSOSIS&Sb<vG{$,6/S9S.SFIE!Ez (B 


>¿SBS7S+S7!"Nr;KS$SOSIS3S+SiS_ShS&SHJQSoSiSJSS!# (B 


¿SB!!SoS?$7$O5-=R<TŠ$+SiFHN)S7S?!VL50u$NNr;K!WSHS$S$S&SDSNSOB8: 57:(8 
¿SBSJSSSHSSS&N)>1SrSHSCSFSSSkSsS$SGS9%$, 14: (B :-) 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢SBBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp Tf 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22556 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000023html.html 


--MESSAGE FILE 22557 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000024htm1l.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJVslQyVRITwhSiUzJXM1SBsoSg0KCQkKbJEI1LbSE8JIWk 
kROO403pGE£kK5PUHTHKIFLIJE41VyVtJUglPyUkGyhKDQoJCRskQiVXJSI1LOQyVXJDckXiQ3UD8hI xsoSg==?= 
Date: Wed, 28 May 1997 07:46:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <338B6446.5A90@mxa.meshnet.or.jp> 

References: <338867C7.4840@mxa.meshnet.or.jp> <morohaSef3019970527195134@202.238.103 
35> 

NNTP-Posting-Host: 133.205.49.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl16; I) 


é$B9u: J$G$9!#AaB. SUS) Sm! <S$r$$$?$@$—-S*STSES"S$Sj$, SHS&SASESSs*sol#e (J 


Moroha OtukigSBBg7n=tMU; (J wrote: 


> 2$B!!9u:5S5SsSt+EhS5S$sS, =S@5S7SFS/S@S5SCS?SSSGSTSgS&St+!#STSESbE (J 
> ¢SBS9S_S*S;Ss!#¢ (J 
> 


¿SB;dSOS“S@#H#T#MILJ8=qSdS[!<%`%SZ!<%8SHSSS&SbSNSr:nSCS?$S3SHS,S"SJS“S;SSSNSG!"¿ (J 
¿SBEhS5$s$, SdSCSFSSS?2S@SSS?SbDSNS@SH;WSSS*S9!1#S"SjS,SH$&S4S6SSS*S9!#¿ (J 
¿SBS3SN>1S$SGS*NiS$Sr?=$7>e$S2S-S9!#;¿ (J 


ESB! !S"SH9u: JSSSSSKS*4j5SSSISsSGS9S, !"%SG%#%1%/%SH%3jSNCfSK;¿ (J 
hop100.jis.txt ¿$B$_$?$$$JL>A0$G4JC1$J2r@b$rcCV$$$F$b$i$($k$H!"¿ (J 
éESBD>SKSNS>S/?MSK?FA@ZSGSHSSSH;WSSS*S9! #3 (J 


> 
> 
> 
> 


¿SB3N$+$K!"%@%&%s%m!<%IS7$F2rE`$9$kSNSOLLE]S$J: ee /535Շ5/5752Տ65156չ (J 
¿$B35MW$, J, $+$k$h$ &SISDSNSrIUS1$ ?$$$H;WS$$*sol#e (J 


ESBS8SDSO!"; dSOSWSmS0SiS* Sr3"SC2WSm! <SIS7S?2SNS, < i%$&%6$GSN$>$$S2?:]$N (J 
¿SBI=<(SN;EAHS_SHSSS&SNS, Sh$/SoS+SCSFSSSJSSSNSGS9!#¿ (J 

n S ԱԱ ns cee J%*$C%/$9SkSH¿ (J 
¿SB%$G%$#S1%/%H%SjS$SdSUS!%$S$SSskS$S_S$S?SSSJSDbSN$, 8+$1$2$S9$, ! "$G!<%?%US!%$$%SkS$Sr%/S3j%C%$ — ` 
¿SB%@%&%s%m!<%IS+;O$%“SCSFS7S S&SNSK!"#H#ET#M#LSr%$/%j%$C%/S9SkSH%S@%&%Ss%m!<%IS$SGS$SOSJS/¿ 
¿SBJ8=qS,I=<(S$5$1$2S9!#%V%i%S&%6SOSIS&Sd$CSFH= ԱՏՆ Os 

ESBSG!<% eye ԱՀ a ee ee 

¿$B$= 5 a ՍՀԱ» S?SSSH;WSSS*S9! #2 (J 

ISB>/S7; ~4V$r$/$0$5$$!#¿ (J 
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2 name : Takashi Kurosaki 

A oe E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22557 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000024html. html 


--MESSAGE FILE 22558 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000025html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJVslOyVRITwhSiUzJXM1SBsoSg==?= 
=?iso-2022-4jp?B?GyRCUWOhPCVpJEdKODt 6Rn5OTyRyISohSyROJVc1lbSVIJT81lJBsoSg==?= 
=?iso-2022-jp?B?GyRCIJVc1IiVDIVckNyReJDckPyE jGyhK?= 

Date: Wed, 28 May 1997 22:49:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <338C37F7.32F8@ppp.bekkoame.or.jp> 

References: <338867C7.4840@mxa.meshnet.or.jp> <morohaSef3019970527195134@202.238.103 

.35» <338B6446.5A90@mxa.meshnet.or.jp> 

NNTP-Posting-Host: 202.210.132.169 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


2$B9u:4$5$s¢ (J ¿SB%U%) <%i%`%j!<%@!<SNEh$G$9!#;¿(J 


ESBSIS&SHSUS) Sm! <CYSISFS9S_S$*S;Ss!#3 (J (%%; 


kurosaki takashi wrote: 
> 


E$B9u: jSG$9!#AaB. SUS) Sm! <Sr$$S?S@$—-S*STSFS"$ S$, SH$S&S4S6SSS“S9!#¿ (J 


> 
> 
> ¢$B; dSOS*S@#H#T#M#LI8=q$d% [!<%° SZ! <S8SHSSS&SHSNSrin$C$?S$3SHS,S$"SjS*S;SsSNSG!"2 (J 
> gSBEh$5$s$, SdSCSFSSS?S@SSS?SbSNS@SH;WSSS*S9!#S"SjJS, SHSES4SOSSS*S9!l #3 (J 
ESBS3%aSSSHSOS"S$s$I4 6S 8SGSh$m$ 7$SSG$7TSgG$&St!#!TS=SN$*Ss$*SGS9S, !Kz (J 

¿S$SBJQ99$, $S"Sk$h$&SG$7S?SiS$S*SCS7$cS$SCSF2<$5%$%!#¿ (J 


> ¢SB!!S"SH9u: JSSSsSKS*4jSSSTISSSGS9S, !"%SG%$#%1%/%SH%jSŠSNCfSK;¿ (J 

> hop100.jis.txt ¢SBS_S?SSSJL>AODSG4IC1SJ2r@bSrCVSSSFSbSiS (SkSH!"¢ (J 
> ~gSBD>SKSNS>S$/?MSK?F@ZSGSHSSSH;WSSS*S9! #3 (J 

> 


¿SB3NS+SK!"%@%&%s%m!<%IS7SF2rE`S9SkSNSOLLE]$SJ:n6HSJSNSG!"%/%j%C%/S7S?S@S1SG; (J 
2ESB35MW$, J, $+$k$h$ &SISDSNSr1IUS1$ ?$$$H;WS$$*Ssol#e (J 


VVVVVVVV 


¿SBS=S$S&SGS$9SM!#=tMUS5SsSNS*OCSNSHS*S$j2r@bS$Sb01=oSNJ)S,SSSSSGS9SM!#¿ (J 

2SBS*S?! "#H#TEM#LSrJY6/$5$1Sk$h$&$G$7$?Si 01EY! VF |K\81%[3C%Q!<<h$j07SS@bLEz (J 
; $B=q! We (J 
S SBSr:nSC$F$_Sk$NSb$$$$$+8b$7$18°S; $s$M! #z (J 


#¢SB=tMUS5Ss; v8eds 9pSKSISCSFS9S_S*S;Ss!#z (Մ՞՞չ 
¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿$BBg:e¿ (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

¿SB""1 ¿(J URL http://www.bekkoame.or.jp/~mtamaki/ 

--MESSAGE FILE 22558 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000025html.html 


--MESSAGE FILE 22559 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000026html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG 

Date: Thu, 29 May 1997 19:27:50 --800 

Organization: PlayStation Net Yarouze 

Lines: 91 

Message-ID: <morohaS$ef3019970529192750@202.238.103.35> 
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References: <51f1j0Shjm@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.217.1.118 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


2$B!!SISb!"=tMUSGS9! #2 (B 


># ¿SBS3S1SKSOSOSCS-S$SjS$S7S?M)M3$,$"$j$“$9!#¿ (B 

># չՏ88-: ՏԱՄ)ՀՕՏՇՏՕՆՆՏԵՑՀՎՏ (SFS7$*S&$@S1SKA [A |NOSGKdSaSkSNS, : ee 
># ¢gSBHs>oSKAF; ($G$9!#FCSK39SN?M4VSHSN2qOCSJSI!"2qOCSGSOS"S$4j$*$;Ss!#z (B 
># ¿$B$3$I$G$O$; $CS+$/$N%5%5"% SF S#SbHs>oSKGv$$I* SKSISCSFS7$°SS$8%*S93 (B 


¿$B!!CO?^$H2qOC$H$, 515550575, SkSN$+!"Sb$&01SD$0$+$4$*$;$s$,!1"3 (B 
ESB!IVS*°SCZWSKNOSrF~S1SkS/SiSSSTSi2qOC%G!<%?$r=<<B$5$; $k$Y$- oe 
egBSHSSSaS3GH9GSTFqSES+!) ) SHS9OSkKSH!VS*SCSWSIS7 ! WSHSSS&A*Br; hSbS"SjFASkz (B 
ESBS0$1SG8$7$g$&$+!) 


> 2 SBSWSmSCSWz (B = ¿SB%S%Y%Ss%SHSNN.S1l¿ (B 
é5B! !SWSmSCSWSCSFz (B plop? ¿SBSASgSCSHS*S8SaSKSoS+SsSJSSSGS9!#¿ (B(;_;) 


> 2 SBS=$3SKSW%1%$%d!<$,N) SAS (SJ$+SC$?>19g!"$=S3SKN) SD?MJI*S$r$3SASiS$Gz (B 
>¿SBMQO0US9SKkKI,MWS,S"SJS%S9!#S=S1S,¿ (BNPC¿SBSJSoS1SGS9S, !"S=$SN%7%J%j%*SK¿ (B 
>¿$B;22C$7$?¿ (BNPCzSBSNITFOSrSIS&S9SkSt+!"S*S?!"SWS1SSSda!<SOz (B 
>¿SB%$7%J%Sj%*?J9TCfSO2?SrS7SFSSSkSNS+!"SHSSS&;vS,F, SNDKSSSHS3SmSGS9!#¿ (B 


¿SB!!@NS_S?S"SAS1@=SN%7%J%jJ%S$*SGS3S&SSS&9=@.SNSdSDS,S"SCSF!"7k9=462?4S7; (1 
¿SB$S?$bSsSGS7$?!#4pKNE*$K$O;-4V@-SK1hSCSF$SSYSs%HS,G[CV$5$S1SFSSSF!"SW¿ ( 
¿SB%1%$%d!<$,<u$1SJS+SC$?% %C%7%g%s$O%i%$%P%š$k$ŠN#N#P#CS,<uSl1SkSHSSS&7A: ( 
¿SB$G$S9SM!#%šW%$1%S%d!<SO!V$=$10J30$N%$_%C%7%g%s!W$G3hF0S9S$Sk$h$&SKS95S15P¿ (1 
¿SBFCSKLdBjJSJSSSH;WSSS *S9S, 142 (B 
¿SB!!F1;-?J9TSN4X78>eSIS&SdSCSFSb<u$S1SiSlSJSSS_ ` ae 
¿SB$/$kSGS7Sg$&$, !"S=$1S0$=$1$GLdBjSIS$S$H; WSS$$*$9! #3 (B 


>é SBS 2$@1"%4%5%4% jSNM=D jD40BSGSO%W%1%$%d! ՀՏԱԱ)215751չ 
35 SBL5$/S$FSHNISS; V$K$J$C$F$7$^$7$^$9!#$3$1$G$03%2!<% e A 
>¿ ŞBAB3046$7$+46$8$J$$; vV$K$JŞC$F$7$^$$$+$M$^$; $s!#z (B 


¿SB!!>iCL%M%?$G$9$, !"; (B 

E E E E T 
ESBSHSSSESNS, $S"SjS*“S7S?!#S?SHS (SP¿ (B 

2$B!VKb2&$rE] $9SNSKEA@bSN7u$, 1,MW! We (B 
2 SBSHSSS&SNSGS"S1SP! "3+; O8e#1; ~4VSGS"S1SP30SS%8Sg%SSKSbSO0SCSF7USrC5$7!"z (B 
2 SBH2#0; ~4VSGS"S1LSPSIS<$+7uSr; }SC$?7E[S$, CGAVSKSIS 4! "#249; ~4VSKSISKSHF; ¿ (B 

2 SBSrdbSS$FSS$SkSH7USKSDS*SES—!"#2#9; ~4V#5H#0T, SKSTSKSHS7SS$1$r$-S$i$7$22 (B 

F SBKb2&S, SMS . STSGSCSFSOS6S0$6=P8~SSSFS-SFS/S1SkKSHSSSE&!D!D¢ (B 


¿SB!!SG!" (B 


>¿SBS9SYSFSN¿ (BNPC¿SBSK%sQOsisa!<%?Sr@_DjS7SFS[SHSsSISW%1l%sS%sd!<SH;¿ (B 
SS SBFIEYSNO7S$S$r9TS&! #2 (B (¿SB0c5SSOSW515 S$ d!<$,F0$+$9$+!"; (B 
>¿ SBS 3%s%T%Se!<%?!<S, FOS+S9S+SHSSS&S@S1¢ 


2$B!!$3$1$0; 2@.$G$9S, !"z (B 


># ¢SBSbSASm$sL@3N$J@—-30IUS1$O9TSOSI$$¢ (B(gSBI,MWS, L5$$¢ (B) ¿SBSN$G!"¿ (B 
># ¢SBSWS1%SSNEYSK; (BNPCzSBSNN) >1! "L>AOSISTSOJQS (SkShS&SKSISKSGS7TSgS&E! #2 (B 


¿SB1!15S3S1SO;?0.SGS-S S;Ss!#S3SN<)K!Sr$šHS$SCS?2>19g!"L@3NSJ8D@-Sr;)S?SJSS¿ ( 
¿SB#N#P#C$, !VGVSS !IWS$H8@$SoS1Sk7k2L$K=*So$k2DG=@-S,BgSGS9!#%-%c%i%/%?!<; ( 
2 $B<gF3$,NIS$$$+0-$$$+$09%$_SNLdBjS$b4XSo$CSFS$-$*$9S, !"!VC/!)$3$1!WSH8Q@z ( 
ESBSOS1SKShHS &ST#N#PHCS , BINLSKEP>1S9$k$h$ FSO! VS"1"S*S$2=P$d$, $C$? !WSH8Az ( 
¿SBSoS1$SkSh$&$J#N#P#CSN%$G!<%?$rN)$C$?J)$, <BS4$, B?SSSH;WSSS*S9! #2 (B 


B 
B 
B 
B 


>zSBK-IYSJI | 3h3"%SS3F%° $d! "I | 3h<vJI8$0%-%c%i%/%2!<SN;  SHSSSE&I*Sr3z (B 
>¢$B7Z$/$7SFS$7$*$$$*$782S, !"@oF.$, $"$*$ j$KSbOBOWSIJ* $KSISCSFSS$SkSNSb¢ (B 
>¢SBS=SN010xSGS7SgS&! #¢ (B 


2$B! !%U%S!%s%?%8!<70SOFCSKO [ ee B?S/MQOUSS5S1SFSSS*S9SM! #2 (B 
¿SBSG!"S3$SsSJS3SHSbSGS-SkSoS1SGS9!#¿ (B 


ՀՏ81ՄՏ8ՏՇՏ" | "GESS4sSCSF=bSG8eF, It$r$V$s23$k!Wz (B 


Page 15096 


Net Yaroze newsgroups message dump.txt Page 15097 


¿SB!V; `SLS$sS8Sc%$JSSS+!)S=Sl1!W (B 
¿SB!VS@SSS8SgS&SV!"#6S“SGS7S+%@%sa!<%8SOSGSJSSS+Si!W (B 


¿SB!V$7$c$Y$i$J$$$+!E$8$c$"$A$g$C$H$"!<$d$C$F$3!<$d$C$F!W; (B 
¿SB!VSbS&SNSmSNSmS@S1SI!W (B 

¿SB!VS$S8$ScS$S"!X<#NE!YSr$+S1$SFS2$S?2:G=i$+Ši!W (B 
¿SB!V$Ss$SJS3SHSdSCSFS?SiH/68S9SkS>!W (B 
¿SB!VS@SSS8SgS&SV!"1X@55$S!YSrS+S1SkS+Si!W (B 


¿SB<B:]S3S1SGSOJ8LQ@QSHS7SFSdSCSFSSS1SJSSShS&SJ5SSb!J61>P !K!#¿ (B 


>¿ $B! JN, !K¿ (B 
¿SB1!!S3SNS"SHSN@oF.$, $İ$_$ŞN$H$3$M$O!V% (Sk$SjJSC%/ !WE*$SJ46S8SGS9SM!#S"S1¿ (B 
¿SBSbSASgSC$SH%2%>SR$9%F%4#%C%/SJ%21<%`$G$7825, !E$7$+$7!"Nc$K$"$2$i$1l$k¿ (1 
2 SBSNS, !V$U%S!%$s%$?%8!<!J%9%?!<%/%i%USH!K!WSHSOSAS?8ESS!#; (8:-) 


ա 


ESB! !SGSOS3$sSISbSs$G! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22559 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000026html. html 


--MESSAGE FILE 22560 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000027html.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?ISO-2022-JP?B?GyRCQmc3bj10TVUDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1ISO-2022-JP?B?GyRCRnxLXDhsJVslOyVRITwhSiUzJXM1SBsoQg==?= 
=?1SO-2022-JP?B?GyRCUWOhPCVpJECKODt 6Rn5OTyRyISohSyROJVclbSVIJT81lJBsoQg==?2?= 
=? 1SO0-2022-JP ?B?GyRCJVc1IiVDIVckNyReJDckPyE jGyhC?= 

Date: Thu, 29 May 1997 20:48:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <moroha$ef3019970529204811@202.238.103.35> 

References: <338867C7.4840@mxa.meshnet.or.jp> <morohaSef3019970527195134@202.238.103 

.35> <338B6446.5A90@mxa.meshnet.or.jp> <338C37F7.32F8@ppp.bekkoame.or.jp> 

NNTP-Posting-Host: 202.217.1.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2SB!!SISb!"=tMUSGS9! #2 (B 


playstation.ny.resource.planning.discussion ¿SBSN¿ (B <338C37F7.32F8@ppp.bekkoame.or. 
jp> ¢SBSNz (B 

LSB5 IVSKS*SS$F; (B 1997¿$BG/¿ (8052587ոչ (B28¿$BF|¿ (B (¿$B?e¿ (B) 22:258:-չ (B49¿$BJ, ¿ (843 
>SBIC:"!"3 (B 
Motoji Shima <mtamaki@ppp.bekkoame.or.jp>¿SBS5SsSO=qS-$*S7S?!#¿ (B 

>¿ $B$=$&$G$9$M!#=tMU$5$s$N$*OC$N$H$*$j2r@b$b0l=o$NJ}$, $$$$$G$9$M!#¿ (B 

> $B$^$?!"#H#T#M#L$rJY6/$5$1$k$h$&$G$7$?$i01EY!VF |K\81%[%C%Q!<<h$jO7$$@CbL@ (B 
>¢SB=q!Wz (B 

>¿SBSr:nSCSFS_SkSNSbSSSSS+SbS7S1S“S;SSsSM!#¿ (8 


¿SŠB!!SHS9Sk$SH<!SOS[!<%`%Z!<%S88x3+SGS9SM!J>P !K!#¿ (B 


>#¿SB=LtMUS5Ss;v8eJs9p$K$J$SCSFS$S9S_$2*S$S;Ss!#¿ (8՞՞չ 


¿SB!1SSS(!"S4LBOGSrS*S+S1S7S“S7S?!#SIS&SbS"SjJS, SH$&S4S6SSS“S9!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22560 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000027html. html 
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--MESSAGE FILE 22561 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000028html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJVslQyVRITwhSiUzJXM1SBsoSg0OKCQkKbJEI1LbSE8IWk 
kROO403pGE£kK5PIUHTHKIFLIJE41VyVtJUglPyUkGyhKDQoJCRskQiVXJSI1LOQyVXJDckXiQ3UD8hI xsoSg==?= 
Date: Mon, 02 Jun 1997 02:12:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <3391AD88.26AB@mxa.meshnet.or.jp> 

References: <338867C7.4840@mxa.meshnet.or.jp> <morohaSef3019970527195134@202.238.103 
-35> <338B6446.5A90@mxa.meshnet.or.jp> <338C37F7.32F8@ppp.bekkoame.or.jp> <morohaSef 
3019970529204811@202.238.103.35> 

NNTP-Posting-Host: 210.132.183.172 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win16; I) 


ESB9u: jSGS9! #2 (Մ 

ESBAK2nSUS) ! <%$i%$ ` SNSiSSSVSiSISH#ESKSESESSSM! <SISTSIS/SFSDFOMFS, SoS+SkShS&SK¿ (J 
¿SBF|KN81% [%C3Q!<SN#H#T#M#LSKShS$k @bL@=q$-SrCV$-S$*$7$2! #3 (J 
éESB>1=jS0¢ (J 
http://wwwl.scei.co.jp/forum/resource/archive/planning/hop/index.html 
ESBSGS9O! #2 (J 

¿SB4k2h%SUS) !<%i%` SNS[!<%*SZ!<S8S+SiSO@.2LJ*! &H/I=SN:G?7>pJsSOS3SASi¢ (J 
2 SBSGSGS#%31%/ SHS ISHS, [=< (SSSLSKSNSGS=S3SN#h#O#PSHSSS&%GSH#ES1S/ SHS 5S rE (J 
¿SB%/%j%C%/S7$2$91#; (J 
ESBS3S6$S$/%_SKSHSSS&%S=SUSHSG: n$C$?$sSGS9S, !"J8>0$,2<<jSTISNSG!"3 (J 
¿SB2?Sr8@SCSFSSSkSNS+SoS+$iSJSSS+SDCNS1S2 9;SsS, !"S<SR8+SFS/S@S5SS!#¿ (J 


* name : Takashi Kurosaki 

Re E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22561 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000028html1. html 


--MESSAGE FILE 22562 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000029html. html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1SO0O-2022-JP?B?GyRCRnxLXDhsJUVslOyVRITwbKEI=?= 

Date: Mon, 02 Jun 1997 20:22:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <moroha$ef3019970602202236@202.238.103.35> 

NNTP-Posting-Host: 202.217.1.76 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! !>/STGASSSFS_S*S7S?!#S&!<S* !#S=S&S@SIS"! #2 (B 
£$B!!$3S&SSSCS 2FC<1SJF~NO%G%P%$%9SNK<hS$ 50 7SSSHSSSESNSOSITS+SIS+3 (B 
ESBFQS7SSSGS9SM! #2 (B 
¢$B!!9u: 3$5$s$0; (B Nif ¿$B$N¿ (B ID z$BSr$*; }SASNSOS:$G$9$+Si!"z (BFKEYBOARD 
¿$B!J$"$1!)¿ (B FNICOLA :S$BS@SCS?S+SJ!) SHSKS+S/%-!<%\!<SI4X78SNSU$%) ! <3 (B 

¿SB%Si%` !KSrSNS>SSSFS_SiS1SFSOSSS+S, SGS7Sg$&$+!#7k9=M-1WSJI>pJs$, ¿(B 
¿SŠB<jJSKSOSSSkSNSGSOSJSSS+SH;WSSS *S9!#; (1 


ա 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22562 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000029html. html 
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--MESSAGE FILE 22563 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000030htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJVslOyVRITwhSiUzJXM1SBsoSg==?= 
=?iso-2022-4p?B?GyRCJWOhPCVpJEdKODt 6Rn50TyRy ISohSyROJVc1bSVIJT81JBsoSg==?= 
=?iso-2022-jp?B?GyRCIJVc1IiVDIVckNyReJDckPyE jGyhK?= 

Date: Mon, 02 Jun 1997 23:33:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <3392D9A0.5D02@ppp.bekkoame.or. յք» 

References: <338867C7.4840@mxa.meshnet.or.jp> <morohaSef3019970527195134@202.238.103 

.35> <338B6446.5A90@mxa.meshnet.or.jp> <338C37F7.32F8@ppp.bekkoame.or.jp> <morohaSef 

3019970529204811@202.238.103.35> <3391AD88.26AB@mxa.meshnet.or. jp> 

NNTP-Posting-Host: 202.210.132.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


2 SBSUS) !<%i%`%j!<%@!<ŚNEh$G$9¢ (J 


kurosaki takashi wrote: 

> 

ESB9u: jJSGS9! #2 (J 

¿SB4k2h%sU%S) (ՀԼ SNSiSSSVSiSISHESKSESESSSM! <S ՀԱ ԹԵ ԱԳԱ So$+SkShS&S$K¢ (J 
¿SBF | K\81% [%C%Q!<SN#H#T#M#LSKSHS$k @bL@=q$-SrCV$-$*$7$?! #3 (J 

¿SB>1=3SO;¿ (J 
http://wwwl.scei.co.jp/forum/resource/archive/planning/hop/index.html 
ESBSGS9! #2 (J 


> 
> 
> 
> 
> 
> 


ESB8+S*S7$?!#==J, #ORKSGS9SM!#M_Sr$SS(SP#4SNS@%$&%s%m!<%I$r%H%C%$WŠK¿ (J 
¿SB;)SCSFS-$?J])$, $@%&%s%m!<%IS$,J,$+$jSdS9SSSHSSS&S/SiSSSGS9S+!#¿ (J 


éSBS=S1SH<B: | $K? (SCSFS_$*°$7$?!#:G=i%3%ssH%m! <SiSN%3\%?%s$,>/SISSSNSG; (J 
¿SBA` :n$, BgJO$+$J$ ! SH; WSCSFS$$ 2$NSG$9$,NIS$$GS9SM! #2 (J 
éSBSAS$CS$Q$ JZ2NLLSNS, 25551589) IWS, $9S4$/8zSSSF$*S9SM! ՎՀ (J 


éSB@bLe= -զտ-ՏԱՄ)ՏՕչ (J 
B4k2h:nIJSNO1MWSN3Z!<38SN! V$QS&%SsSm! <% ԱՐ s$r!V$9%?!<SH!IWSKIOS ($F¿ (J 
C SBS3SASiS$riI= < (S9SkShHS&SKIQIISTS*STSgS&S+!) 3 (J 


«թ 


¿SBEh¿ (Մ ¿SB4pFs¿(J (Motoji Shima) ¿SBBg:eç¿ (J (OSAKA) 

ESB"S!{¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

ESB"! (Մ URL http://www.bekkoame.or.jp/~mtamaki/ 

—-MESSAGE FILE 22563 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000030htm1.html 


--MESSAGE FILE 22564 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000031html.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: idea for new RPG<2nd Stage (1)> 

Date: 4 Jun 1997 16:39:59 GMT 

Organization: JI-SOFT 

Lines: 248 

Message-ID: <5n45ovSnvr@newsl.scei.co.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.83.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB! !SISb!"L1C6!w?@8MBgSGS9! #2 (J 
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ESB! !S*BTS?S;SSS?S7TS*STS?!#e (J 
$B! !85%M%?SN4k2h<TSGS"SkLx@%; aSh$ jSN%U%) Sm! <SrD:$$$?SNSG!"002<SKOZMOS732 (J 
ESBS*S9! #2 (J 


¿SB!t;aSO!":#SHSFSbK;S7SSS_S?SSSJSNSG!"¿ (J 
é$B!tSIS&$7$FSb%V%i%s%/SOHr$1$iS1$I$$s_ Տ Տանի, ( 
ESB! t$?S@SGS5S$ (Cg2p<T!J>.@8!KSr2pS7SFSSSKSNSK! #2 (J 


2$B!!>0!"K| 0108; z2=$1Ey$"$J$^$7$7$i!"$=$1$0; (JIMSINg SBSNSP%0$S, 860x$G$"$j!"¿ (J 
é$B!!855-; vSNITHWSGSOS"S$45$*S;Ss!#SGSOAaB. 14: (J 


ESBLx@%!w:eBgSGS9! #2 (J 
ESBS*S:!#=tMUSSSsSXSN%US%) Sm! <Sr$55$;SFD:S-S*S9! #2 (J 
>> >z¢SBS9STSOSA! "Sh$/SGS-$?T*SOSd$O$ JGdS1SkSHS$S&; VSN>ZLOSGS9! #2 (J 


>> ¿$B!!K\Ev$K$=$&$G$7$g$&$+!#¿ (J :-) 

>> ¢$B!!So$?S7SNM'?MSKSb! "3 (J 

>> ¢$B!!!V:G6aSNE[SiSOK\J*SrCNSiSIS$S$+Si!"56T*SGK~B-S7SFSSS$kS$sS@!We (J 
>> gSBSH<gD%$7SFSSSkKLL; R$, $$$*$9$, !"$*S=$i$/22S, S"SCSFSb! VK\J* !WSr<ug (J 
>> ¢gSBS1F~S1SISS?M4VSOS+SISjSSSkKSH;WSSS*S9! #3 (J 


¿$B$4$a$s$J$5$$!"JL$K:#KM$, 9M$ (SFSSSkI*S3S=K\I*SG!"3 (J 
ԱԱ ԱՈԱՆՑ ՏԱՐՐԵՐ rae, 

SB$S?S$S@!"¿( 

eSBs /319-8 ~S = SCS?PT*I"S"SkKSSSOSOSLSUSH#ES+SKSGLOSSI* 1": (T...ETC 
¿SBSHSSS&ShS&SJJ*SGSb!":n$SjShS&SKShSCSFSOGdSlSkSGS"SmS&SHSSS&¿ (J 
¿SB4uK>E*4QB, $_$?SSSJII*SGS9! #2 (J 


¿SB4k2h=qIwSKS$7S?SNSG!"S3S&S$S&J*S,I,MWSGS9SHSSS&<gD%Sr¿ (J 
¿SBGdA$I$k$+$i$H$$$&<gD%$KCV$-49$($?$@$1I$N; v$G$9!#¿ (J 


ESBSOS+SiM>TWSIT*SGSTS2SM!#S9S_S$°S;Ssl#e (J 


>> >¿SBLrSrl1liS8SkSHSSS&;vSr%sW%s1%SS%sd!<SKSdSiS;Sk;v!# (J 
>> >¿$BS9$SJSoSA!"Bh;0<TE*$JN)>1$K%$W$S1%$%d!<S$Sr$*S$S/SNSGSOL5$/! "¿ (J 
>> >¿SBS9SYSFSNH=CG$r<+J,SG9TSoS;Sk!#¿ (J 


>> ¿$B!!$3$N>19g$N!V<+J, !WSO%WS1%S% d!<$GS9SM! #8— SC%LS/%?!<SHEWS1SS% deels 
>> eSBSN@\EG@S, $"$^$j$J$$>19g$K$b!V<+J, !a%W%1%$%d!<!WŚNO)@~$r2!$9$N$G¿ (J 

>> ¿SBS7SgS&S+!#¿ (J 

>> # ¿SBS*S"9%S_SNLdBjJSHSSS&5SSbS7S2S9S, !E¿ (J 


éSBS&!<$s!"@\E@S, LOSSSHSS$&SNS0%-%c%i%/%?!<SH<+J, SN@8SSN) SAS, ¿(J 
¿SB0OcSSS9S.SKkKSHSSS&ShS&SJ;vSGS7SgS$&S+¿ (J? 


¿SBS=$&$$S&;vSJSiSW%1%$S$S%Sd!<SNA[ 1 Š VSKSIS4S*°S9! #3 (J 
ESBSD$*S5!"z (J"¿$B$3$&$$$&9TFO$r$H$k$O$: ete I" SBSHSSSEA[A|SG; )ՏՇՏԲչ (J 
¿SB%-%c%i%/%?!<$rF0$+$9$H$S$&;v$G$9!#; (J 


# ¢SBSbSASm$s$=$1$,B>?M$+$i8+SFSASgSCSHOcS&Ss$H0c$&$+¢ (J?¢ SBSH; WSCS$?SHS7SFSbz (J 
+ ¿SB%W%1%$%d!<$JS$SjJSNM)M3IUS1$,$JS5S1SFSSSkSoS1S$SGS9$+Si!"¿ (J 
# ¿SBLdBjJSJSSSHS7S“S9!# (J 


>> > ¿SB@S3&4QSr%j%"%SkSKJ] I e ԱՅՐԸ _Dj$rMQ0U$9$k; ee 
>> >zgSBSbSASm$s$3$1$, 3h$+$5S1SM$Pz ESBI=SK=PSJIS1S1$P¢ ESBSISISTSSSOS1SGSOSISS! # 
¿ (J 


>¿SBKbK!$NB8: $9$SkM)M3S$Sd!"$=$N@$3&$GSNJ*M)KI!IB'$+S$i$=$3SK=;$`?M!9$NJ82=;¿ (J 
>> >¿SBS*SG;v:YS+SK@ _DjS9Sk!#¿ (J 


>> ¿SB!!11V%jJ%"Sk!WSHS$SO2?2$SGS7SgS&S+!)JLSKS+SiS+SCSFSSSkSoS1S8ScS"SjS ¿ (J 

>> ¿$B$;$s$h!#$?$H$($P!"F;$rJb$$$F$$Šk$H#5J, $K0l2s%b%s%9%?!<$KAx6Xx$9; (J 

>> ¢eSBSkSh$&SJI@S$3&$GSO! "S=SbS=SbJI8L@Sr0] ; }$GS-$*S;$sSh$M! փ. (J 

>> ¢SB!!S"SkSSSO@oOF.SKS*SSSFSbSI%SSUSGFMS+S$1ShS&$, EaSG@Z$iSlSh$&$, =F; (J 

>> ¿S$BSG7bS?S1l1ShS&S, |/ՄՏ"ՏՇՏԵՏ):չ`ՏՆԼՈՏՅՏԱՏԵՄԼՏԵՏԻՏօՏյՏՕՏ"ՏյՏ՞Տչ Selija ( 

>> gSBDLSN?M4VSHSSS&SNSO2 (J RPG ¢$B%-SCSISNSHS &SKS?SUSGSOS"S4S*S;Ssl#z 
(J 
( 


>> ¿ŠB!1S3$&S$S$CS?MWAGSKLNSrSDSVSkOJ>eSO!"!V%j%"%Sk!W$HSO!V$=SN@0S3&SK;¿ 
>> ¿SBS*S1Sk8=<B!WSHS$SS&S3SHSKSJSiS6SkSrS$S (SJSSS7!"S=$1SGS$S+S*SoSJSSSH¿ 


Ս 
J 
( 
Ս 
J 
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—-MESSAGE FILE 2387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001090 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Thu, 04 Jun 1998 10:49:31 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <35766DAB.CB02143D@scee.sony.co.uk> 

References: <35743625.5ADD@livemedia.co.uk> <6llcv2S604@chuka.playstation.co.uk> <61 
3hv1S6o08@chuka.playstation.co.uk> <35756521.89CCB2A5@scee.sony.co.uk> <3575657B.52E1 
59F4@ndirect.co.uk> <615k3c$6o015@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


casaub wrote: 

> 

> >Well, I haven't been able to connect to the news.playstation.co.uk news 
> >server for a few days now, until now of course. Maybe others have had 
> >the seame problem. 


Sounds like the DNS only got updated recently then. 
-—-MESSAGE FILE 2387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01090 


-—-MESSAGE FILE 2388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001091 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux 

Date: Thu, 4 Jun 1998 11:51:43 +0200 

Organization: OMGIM Productions 

Lines: 24 

Message-ID: <615qom$6016@chuka.playstation.co.uk> 

References: <6kkkr8Slev1l5@chuka.playstation.co.uk> <slrn6émrvkg.4t2.tjs@indy1l6.cs.mon 
ash.edu.au> <356EB58C.944AB518@cobite. com> 

NNTP-Posting-Host: dialup109-2-12.swipnet.se 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Toby Sargeant wrote: 

>> 

>> anyway, yes, i've put together a pretty complete linux development 
environment. 


>> i've made a tar file of it all, which i'll send to interested parties 
(i'm 

>> assuming i'm doing nothing illegal here; if i am, please tell me). 

>> 

>> toby. 

> 

>Have you made, or come across, ports of the other tools like TimTool, 


>TimUtil, RSDTool, etc? I am interested if anyone has such a thing yet. 
>The lack of those tools is the only thing stopping me from using Linux 
>fulltime for my Yaroze work... 

> 
Couldn't we just mak our own Linux utils?.. I'm new to Linux but I guess 
programming (not for X) is about the same as programming in DJGPP 

in DOS.. That I do.. Why not try? We have the specs for the formats, 
I've already made a working (well... almost 70%) converter to .RSD.. 
Shouldn't be too much work, or??.. What do you think?.. 


// Anders 


—-MESSAGE FILE 2388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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>> ¢SB;WS&SoS1SGS9! #SbSASmSs<sHx014SS7S?N"@_DjSr:n$k$3SH<+BNSKSO; ?@.¢ (J 
>> ¿S$BSGS9!# (J 
>> 


2$B>/$7[#KESK=q$$SEFS7$*SCS$ 2ShH$ &$GS9!#S3S3SGSNz (I"ESBSjS" Ske (J"¿SBSO¿ (J 
2 SB8= oe r JS"SkKSGSOLSSSSDSb$ jSGS9! #2 (J 
¿SB%W%1%$%d!<$, ¿(J 

"e SBSIS"SjSFSHES, S"SkSH46$8SkS$3SHS, $G$-$k¿ (J" 

éSBSHS$$$&; v$K=E$-$rCV$$$F$$$^$9! #2 (J 


¿$B6qBNE*$K$$$ ($P!"$?$H$ ($P13$, L5$$$H$$$&; vV$G$OL5$/!"¿( 
erent ba Made hag a eo Po Ge eee ice ee 
(¿ŠBNc¿ (J :5851915652ՏԱՏՍՏ15ՇՏԱՏ21ՀՏՄՏՏՏԲՀԹՏՕԼ5ԻԼ) ! #32 (J 
éSBS1$18+$; J} SKSHSCSFK\EVSKS"SCSFSbS$*$+$7$/SISSSH;WS0$; SFSSSk! #2 (J) 


¿SBS$S"SkSSSO¿ (J 
¿SBL@SiS+SJL7=b$,L5SS¿(J=¿SBSS$SS/SiSXS3jS/SDSrSDS1ShS&SHS7SFSbG<F@SGS-SJSS¿ (J 
¿SBSHS+!#¿ (J 


>> ># ¿SB% (%$t%!%s%2%j%*%sSHF1S8SGS9!#¿(J 

>> ># ¿SBFSHVLNSN; í =EMWSGS9! #2 (J 

>> ># ¢SBS=SN@S3&SNCESGSWS1SSSd!<S?SASOM7SVSHSSS&SNSK8=:_SNJI*SOz (J 
>> ># ¿SBAF; (ST@S$3&@_D4$,B?S9S.S*°S9! #2 (J 


>> 

>> ¿SB!!%S(%St%!%Ss%2%j%*%s9%SS-SGS9S+!)¿ (J:-—) 

>> 55 ns ns On DOD 

>> ¿SB!V$$S$+$KSbOUL#S,$"S$Sj$=$&SJ%S-!<%o!<% oo Z l 
>> ¿S$SB<jK!S$GS$S"SkSHSoS?$S7SOH=CGS7S$SFSSSkSsSGS9S, 13: (7:-):-) 

>> 


¿SBKM$, $3$3$G% (St %!$r0zMQ$7$?SNSO<jK! SN; vSGSOL5$/!"3 (J 
¢ $B<g$K1i=PLLSN; v$G$9! #2 (J 


¿SBS$S?SHS (SPS (St%! SNCESK=PSFS/S$k9qO"735N¢ (JVTOLZ $B5!SISs$F¢ (J 
¿SBS ( s oe Sa sn mapas Nee NcoI AL մ 


¿E SBS=SN@S3&SKSOS*SkKSHSSS&SNSOSTS&SSS&S—-SCS+SISGSbDNISSS$SH; WSESNSGS9S, 1" Հ 
ESB2WS1%$%d!<$,F~ — oe Sr@0S (Sk$SHS$S$&OUL#$G%j%"%j%F%#ŠrKMSO¿ (J 
ESBHS>OSK=E;kS7SFSSS*S9!#¢ (J 


# 
¿ SBILSN8 @MUSG=q$/S$ISi¢ (J"¿ $BL5L7=b$G$"$k¿ (J (¿$B$K6a$$¿ (J) eSB; ve (J"ZzSBSHSSSCSFSbNISSS$S 
H;WSSS*S9!#¢ (J 


>> ¿$BJaB*$7$^$9$, !"SoS?S7SN<gDsSH$7$*S7SFSO!"3 (J 

>> ¿S$SB!V!X%j%"%$á¿ (J¿$B5a¿ (Ux¿ SBST?M4VSH8@S&SdSDS05 [SHSsSISN2x2£$, CWL?=}SGS"Sk!W 
ի (7 

» 

2 SBSHSSS&S3SHSKSIS4S*S9! #@ZSCS?SO0SCS ?SNMWAGS r<hS$ jF~S1S?STSi!"S=S1S0SbS032 (J 

i SBSdz (J 

S> SBS3$N2E£! 9$NFyBNSG=hM} $9$k; v$, $ [SH$S$IIT2DG=$K$J$j$^$9!#; (J 

>> 
2$B! ! SRECSHS] SSSSSHSAS+SLINS"1<S%!<S/SiS9SASt+SAIXS FS "SkKSGSISS !YSNSGSOSTz (J 
ESBS/!"3 (J 

5> L SB2@%a!<%80) $r<h$jF~$1$?; ~E@SGSbS0$d! X85 SU SKSGSIS$ !YSHSSS&S$3SHSGS9! #2 (J 
>> ¢$B!!Hs>o$K4JC1SKMWLS$7$*°S9SH!"2 (J 


>> é$B!V?M4VSOKA81$ 9$kShS&SKSOSGS-SFSSSJISS$!We (J 

>> 
¿SBSHSSS&S3SHSKSJSjJS*S91#S7S+S7!"S3S1SGSOS*SbS7$SmS/SJSSS+Si!"SIS&SKS+S7¿ (J 
ՀՏՑՏիչ (J 

>> 


eens eons p ԱՐ S1$rK:S1SF%5%S"%Sk; V8~SKAVSKSHSOS1SNSoS+t3¢ (J 
ESBSi¢ (J 

>> geSBSISSSbSNS, $G$-$"$, SCSFS/SkS$3SHSKSISKSH; WSSS*S9!l #3 (J 

>> 


¿$B$=$N<gD%$KO[O@$OA4$/$"$j$%$;$s!#¿ (J 


ESBS, @h$K=q$$$?Sh$S&SKKMSN; HS&%jIS"SkKSHSS$S&SNSO8=<BSNAPBPSHSSS&0UL#SGSO3¢ (J 
ՀՏՔՏ"5315՞5չ ԱՆՆ F~SkSNS, neu SJSSSH¿ (J 
¿SBSSSCSFSkKSNSGSbS"S3jS“*S;Ss!#¿ (U (¿SBS4ET9g<g5ASGS9SM¿ (J (“ ;;;) 
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¿SBJ8Cf$K=q$$$?Sh$&$K%$-%c%$i%/%?!<$O<+J,Š$NJ, ?HSHS7SF3 (J 

2 SBD j5AS7$?2$$SHIMS (5Բ555՞591 84 (J 

¢ SBS=SNA0DSS$G%-%c%i%/%?!<SNDKS_Sr<+J, SNJ*SHS7SF46S8SkSNSKz (J 
ESBSR&SC%HS] S$SSSHE@) SOK\EVSKS&$*S$/5!G=S7SFSSSkSGS7Sg$&St¢ (J? 


ESBS=SESSSE&STSISES SrOMS (S$?SSSH;WSCSFSSS*SOl#e (J 
# eSBSbDSASm$skK\Ev$K<+Jd, ŞKDK$_$, 5"SCSFS/SkSH$SSS&OUL#SGSOS"SjJS%S;Ss!#¿ (J 


>> >¢SBS?SHS (Տ5Ք:09զ:չՄՏ0Տ55Տ՞Տ6Տ՞ՏՄՉԱՅՄՏ, -ՔՏԲՏ-Տ՞Տ9Տ, !"¿ (J 
>> >¿$BCf?4$K?x$ (Sk ?MJ* SKOMSCSFUI* 81SN8+5 ( a ore 


>> ¢$B!!:n<TISN; kE@SKSHSCSFSbS+SJIS$ jSNIQ2=$, $"$J$^$9!#;09q; VM%?$G$O; (J 
>> ¿$B:G6a$G$O%b!<%K%s%0ŚN!VASE79RO) !WS, SUS+SIS+SSS$+S7SFSSSKSNSGSO3 (J 
>> 7 SBSJSSS+SH46$8SkShS&SKSIS 5S" $7$?!#¿ (J:-) 

>> ¢$B!!S"SN>h$4j$O:n<TS,F|K\?MSGSOSIS$$$+SiSHSSS&ESNS, Bg$-SSShS&SK; We (J 
>> ¿SBSSS Rega ա ` q$$$?; 09g; VSOSTS&Sb<vG{$,6/$9S.SFIE! Ee (J 


2 SBI&LESN<vVG { SGS9SM! #3NS$+SK!3!%!%3 (J 
2 $B4k 6H ?MSGSbB: 71$ 9Sk 27MSO9&L@STSSSF8ASE2MS, SSS*S9SHSNSM! #3 (J 


# ¢SB<B: ]Nr;K2HSN4QE@S$+Si9TS$/SHI&LE@SHSS$&?MSO799GSN?MI* SQS=SESGS9¢ (J 


>> >¿SBS7S+S7!"Nr;KS$OSTS3S+SiS_ShS&SHJQSoSiSJSS!#¿ (J 


>> 
>> 2$B!!$0$?$7S05-=R<TS$+SiFHN) $7$?!VL50uSNNr; ԱԱ ԱԱ ԱԱ Աաաա: _$7¿ (J 
>> ISBSJSSSHSSS&N) >1SrSHSCSFSSSkSsSG$9S, !# (JI :-) 


¿ $B; V<BSrJUBSY$kS$@S$1!"SHSS$&0UL#SK>eSN8@MUSO; HSCSFSSS*S9! #3 (J 


>> ># ¿SBS3S1SKSOSOSCS-SjJS7S?M)M3S,S"SJS S9!#; (J 

>> ># 

ee ԱՐԱ Հա ԱՆ 

>> ># ¢SBHs>oSKAF; ($G$9! #FCSK39SN?M4VSHSN2qgOCS$ISI ! "2qgOCSGSO$"S4S%S;Ss!#e (J 


>> ># ¢SBS3$1SGS0$; $CS+$/$N%S5%S"SjISFS#SbHs>oSKGVSSI* SKSISCSFS7$*°S$8%*S93 (J 
>> 

>> ¢$B!!CO?*SH2qOCSHS, SIS&SDSIS, $k$N$+!"$b$&01$D$0o$+$j$^$; $s$,!"¿ (J 

>> ESB! VS*SCSWSKNOSrF~S$1$k$/SiSSSTSi2qOC%SG! <%?Sr=<<BS5$; $kSYS-S@!We (J 


>> gSBSHSSS&S3SHSGS7Sg$&$+!) SHSISKSH! VS*SC2WSIS7 ! WSHSSS&A*Br; hSb$"$ jF@Skg (J 
>> ¿$B$o$1$G$7$g$&$+!)¿ (J 


2 SBS3$3SG$0CO?*$HS$S$&$NS0695ASG!"$?S&SS%°SCSWSN; v$r$5$7$F$$$^$9!#¿ (J 


ESB>pJs<}=8SNAjJ<jSHS7SFSND.SN?MS, S=$3SiSrJbS$SSS$FSSSkSHSSS&ShS&SJ;vSO¿ (J 
¿SBS7S?S/SJSSSHSSS&;vSr8@SSS?S+SCS?SNSGS9!#¿ (J 


>> >¿$B%W%$m%C%W; (J = ՀՏԹՏՏՏՄՏՏՏԱՏԱՎ.51. 


>> ¿SB!!%W%m%$C%WSCS$SF¿ (J plop? ¿SBSASgSCSHS*S8SaSKSoS+SsSJSSSGS9!# (J(; չ) 


¿SBMWSO¿ (JDM: SBS, MO0US9Sk%7%J%jJ%S*SN869FSN;vSGS9!#;¿ (J 


>> 

>> (e s ՏԱ | (JNPC¿ $B$K% — 2$r@_Dj)S7SFS[SHSs$SIsW%S1%S%sd!<SH¿ (J 
>> >2 SBF 1Ey$NO7$$$r9T$&! #2 (J ¿ $BOcS$$SO%W31% = d!<$,FOS+S9S4!"3 (J 

>> $5 SBS 3%s%T%e!<%?!<$, A es ss 

>> 

>> ¿SB!!1S3S1SO;?@.SGS9S,!"¿ (J 

>> 


>> ># ¿SBSbSASm$SsL@3NSJ@-3JIUS1S$SO9TSoSJSS¿(J(¿SBI,MW$S,L5S$S¿(J)¿SBSNSG!"¿ (J 
>> ># ¿SB%W%$1%$SNEYS$SK; (JNPC¿$BSNN)>1!"L>A0SJ$SISOJOS ($k$h$&$K$9$k$G$7$g$&!#¿ (J 


>> ¢$B!!$3$1S0; ?@.SGS—-S*S;Ss!#S3SN<jK!SrSHSC$?>19g!"L@3NSJ8D@-Sr; }S?SISS;¢ 
>> ¿SB#N#P#CS, !VGvSS!WSH8@So0S1Sk7k2LSK=*SoSk2DG=@-$, BGSG$9!#%-SCSiS/S?!<z 
>> ¢£SB<gF3$,NI$$$+0-$$$+S09%S_SNLdBjJSb4XSoSCSFS-S$*S9S,!"!VC/!)S3S1!WSH8G@¢ 
>> ¢gSBSoS1SkShS&SJ#N#P#CS, BQNLSKEP>1S9SkSHSFSO!VS"!"S*S?=PSdS,SCS?!WSH8@; 
>> zSBSoS1$k$hS$&ST#N#P#CSNSG! <%?SrN} $CS$?7T}$, <BS4$, B?SSSH;WSSS*S9! #3 (J 
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ESBNr; Kz (J (=2$B%-%c%S%Z!<%s¢ (J) ESBSNBG6ZSO7ThHS* SCSFSSSKSNSG!"S=S1SrE>$,$9?MJI*Sbz (J 


ESBSbSASm$s1,MWSILUSGS9S, !"S=SN?MSrz (JNPCz; SBSHSO8FSsS$GSS$S$%S;Ss! #3 (J 


ESBS"S/S*SG!"e (Մ"ՏՑՏԱՏԼՀՏՀՎ/ՀՏ, N) SDSYS—-N) >1$@SCS?SHS3Sm$KN) SDBeM} ?Mz (J" 
ESBSHSSS&OUL#FSGS9! #3 (J 


ESBS@S+Si!"EP>1L?MI*SNA4SFS, L>SISTSGS"Sk!"SHSSS&;VSGSOS"SIS*S;Ss!l#z (J 


>> ¢$B!!S3SNS"SHSN@oF.$,SiS_SNSHS3SmS$O!V% (Sk%$j%C%/ !WE*S$SJ46S$S8SGS9SM!#S"S1l¿ (J 
>> ESBSbDSASGSCSHS*S>SRS9SFSH#SCSE/SIS2!<%S° SGS7S?S, !ESTS+S7!"NcSKS"S2SiS1Sk¢ (J 


>> ¢SBSNS, !V%U%S!%S%3?%8!<!5%59%S?!<%/SiSUSH!K!WSHSOS*S?8ESS! #2 (J:-) 
>> 


¿SBSXSXSX¿ (IT (****) ESBCE3X@8SN; ~SKSASCSE!"S (SiSS46FO0S7S?SdSDSISbSsS$Gz (J 
ESBK: S1$i$Sl$ISsss$Gsosh! #2 (Մ 


¿SB@QoF.¿ (JZSBS7S9SF%S° SNS"SSSSSDS9Sk!"SHS+5v$7Sr8pS&!"SHS+SSS*SGSHSIS4SSSH;WSS$¢e (J 


ESBS*S9! #2 (J 


¿$B!!0J>e$G$9!#¿ (J 


éESBDT!!M5;V!!e (d(C) JI-TAN / JI-SOFT 
mailto: ji-tan@mtc.biglobe.ne.jp 


—-MESSAGE FILE 22564 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


Տտւօո/00000031հետ1.հետ1 


--MESSAGE FILE 22565 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000032htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: idea for new RPG<2nd Stage (2) > 

Date: 4 Jun 1997 16:40:01 GMT 

Organization: JI-SOFT 

Lines: 176 

Message-ID: <5n45p1Snvr@newsl.scei.co.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.83.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESB! !L1C6!w?@8MBgSGS9! #2 (J 


¿SBLx@%!w:eBg$GS9!#;¿ (J 
OGIHARA¿SB$S5$s$XSN%$U%S)%m!<S$GS9;¿ (J 


>> > ¿S$B<!S$OQoF.SGS9!#; (J 

>> > 

>> > RPG¿S$SBSKS$*$lS$Sk@oF.SNOUS5ASr9MS (D>$7$?2SSSH;WSSS*S9! #2 (J 
>> > 

>> > 


ESBOBOWSISiSSSA%S* 3 (SSS+S5E&SSSHSOROF. SNOLCVIUSISrHs>oSK7Z$/S7SFS7S*SSS*S73z ( 


>> > eSBS?!#2 (J 
>> > 


ESBS7S+$7!"%S-%SC%i%S/%S?2!<SNL?SNSdS$j<h$ j$r$3$sSISK7Z$/$7SFSDNISSSNSGS7SgS$&¢ ( 


>> > ¿$B$+¿ (J? 
>> 
>> 


¿SB!!S-⁄SCSHLx@%S5SsšSO!"S3SNShS&SK=qSSSFSkS3SHS+Si; !S9SKSH!"#R#P#GSN%2!<¿ (J 


¿SB%`¿ (J 
>> 
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2SBE*SJItJ, !J@oF.$N32Z$7$_J} !K$rGS=|$7!"<+J, $, $=$N40@.$5$1$270$3&$G8$-$F (J 
¿SBSS¿ (J 

>> 

SBS/; v$K4n$S$r8+$$$@$9%2 !<%° $r:n$m$&SHS7SPSSSk ! "SH; WS&SNSG! "S=$NI}8~$Ge (J 
SBOC; (J 

Oe feds E T ԿՈՅ Ա) tapesear en sil A a T TAN 

>> 


2$B%2!<% E*SJItJ, $rGS=|$9Sk$H8C$&$D$b$j$O$"$j$^$; $s$,!"¿ (J 
¿$B35$=$N$H$*$j$G$9!#¿ (J 


>> 

eae G=iSKCGSCS$SFS$S*S-S$S*S9S1SI!"%j%"%Sk$5SrDI5aS7$9S.SkSH%S2!<%`SGSOSJ;¿ (J 
SBS/¢ 

= 7 §890$59°$91#2>a [BNA3$r32878° $5$@SC$7$4TLSC$9S1SI! #2 (7 


>> 

>> 

>> > g$BK-LYSJI| 3h3"3$3F%° $d! "1 | 3h<vI8$0%-%c3i%/%2 !<SN; * ՏԱՏՏՏՏՄ«Տոչ (J 

>> > ¢SB7ZS/S7SFS7S°SSS*S7$25, !"@oF.$,$"S%*S jSKSbOBOWSJI* SKSISCSFSSSKSNSbz (J 
>> > ¿$B$=$NO010x$G$7$g$&!# (J 

>> > 

>> > ¢S$BS=S1S£S$ (!"@oF.$N%32!<%> C£SGSNSES'SSSHSrSbSCSH= gras $9!#¿ (J 

SSS ESB4PK\E*SKtisstes” %(SSSt+S&SSSHSOOTSSS*S; Ss! #3 (J 

>> > ¢gSBS7SISjS*SNL\E*S, @oF.S@SCS?SjS9ISkKSOS1SGS9! #3 (J 

>> 


>> ¿SB!!F;SrJbSSSFSSSFSb!"%b%s%9%?!<S$,=PS$SFS39JSSQ@GS3&SJSSSGS9SM!J>P!K!#¿ (J 


¿SB%b%$s%9%?!<$,=P$FS-SFSbNISSS$SGS$S9$, ! "S=SN%b%S8%9%?!<SOSISE&SSS&0U?2*SGz (J 
2 SBSWS1%S%d! <SK=18$54+S+SCSFS$/SkS+! "SHSSS&; VSbD4NMWSGS9ShSM! #2 (J 


ESBS*°S?!"SbSS8S9S2!<SOSTSESSSE@BI*SISNS +2 (J? ZSBSHS+! #2 (J 


¢ SB4pK\E* $K! "SH=q$$$?SNSOIGBE@_Dj$, L$H/C#SIT8LESASCS$2$5$7$?>19g$Kz (J 
¿SBLn@8F0J*SK9g$S&2DG=@-S$GS$S"SkSHS+!"SDS1$S1S1SFSSSk!"SH$S+SSSCS?S3SH¿ (J 
¿SBSrL5;kS$SGS-$9JSSSJ!"SH;WSCS?S+SiSGS9!#¿ (J 


é$BS=$1$G$b ! "KMSKSHSCSFS=$s$J;v$, IQHKSKS"Sk$bSN$SH$0; WS (S“S;SsS, !#¿ (J 


>> > g$BS?S@!"S3SNT}K!SGSOSVSCSDS1K\HVS, 9TSOS1SFS7S*S&SH!"E (J 

>> > ESBK\Ev$K4IC1$K%-%C%1i%/%?!<S,<:SoS1SFS7S*SSS*S9!l #3 (J 

>> > gSBShSCSF!"SWS1%3S%d!<SKSO<+d,$,6/$/$ISk5!2q$rM?S (SkI,MWS,S"S3jS*S9! #2 (J 
>> > eSBSISNSHS&SKS9SkS+SHSSS&SH! "Z39SNCFSK7TIN}=JSr@_$1S$1SP3 (JOKzSBSGS9! #2 (J 
>> 

>> 

é$B!!!VCCS (S1$P6/$/SISk!WSHSSSCSFSb!"SH31!<%K%SS0S7SFS=SN7K2L! J6ZFY$, $D¢ (J 
ESBS/!Kz (J 

>> 


ESBS, =PSKSNSO#1SV7nS+$+SkSHSSSSS$*S9S+Si!"; ~4VSN35GOSOBg>fIWSGS7S$g$&$+!) 2 (J 
>> 


ՀՏՔՏՀ-Տ3Տ5ՕՏՀ ԱՆ Ա ՆՄ AaS$!"SHS+SS$S$&@_DjSr$"SiS+S$8Saz (J 


ESBSDS1SHS/Ss$GS9Sh! #2 (J (¿SBS&!<Ss!"S4ET9g<g5A!#;¿ (J) 

>> 
¿$B!!AO$K>R2p$7$?%k%J%F%#%/%I!<%s$O!"G=NO$,71N}=j$G$7$+>e$,$i$J$+$C$?!"¿ (J 
>> 


¿SBSDS as J%Jj%*SK4X78S7SJSSsSb%ss%9%?!<!J%Si%Ss%@%`%(%s%$+%&%s%?!<!KSHQ@oF.¿ (J 
Թ-ի 
>> E zeae Ազա seine helio ag 


(¿SBCfN,¿ (J) 


>> 

¿SB!!<+J,SJSsS+SO!"S3SN@S3&SN=; 7MSO1'Ch?M$d6/2=?M4VSHS+ ! "M}M3IUSISFSKSNz (J 
>> ¢SBSG4{B8SN#R#P#GS_$?SSSKC; 4 | 4V$G6/$/SISCSFSbNISSS$s$G$9$, $M! #g (J 

>> 
CEC Ue aes Veer ewes ?MSO?@SN; RBO!WSESCS?Si!"#5% a!<%sH%k%8%c%s%W$7She (Մ 

>> ¢$BSéES,!";~B.#7#0%3-SmSGAvSm$&$, !"$3$1S0S3S1$GS$=SN@$3&SG6S5S"SkSGS7Sg! #2 (J 
>> 


¿SBSbšSA$SmS$Ss@h=R$7$?S$H$*$j!"$=$1$K4X$S7$SFSOA4S/LdBjSOS"$j$%$;Ss!# (J 
¿SBS?$@!"S$3$S3SGKM$, LABJSKS7$?SSSNSO%-%C%i%/%?!<SNDKS_Srz (J 
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¿SB%SW%1%$%d!<S$S,J,S+SA9gS (Sk$+¿ (J? SBSH$S$S&;vS$JSs$GS9!#¿ (J 


2 SBSSS$*S*SGSNJ}<0$G==J, $=$1$0$i$$46>p0\F~$GS—-$k ?MSOS=S1SGNISSS$sSG6S$9$, !"3 (J 
ESBS"S/S*SGSWS1SSSd!<SKz (JU"¿SB%m!<%k%$W%1%$; (J"Z SBSTSFS [ST7TSSSGS9S+Si!"3 (J 
ESBSWS1LSSSd!<$,SSS2?S?S*S1SISSSOSiS$%-SC%Si%S/%S?!<S,=}SrIiSCS?SiDK$_ $r46$8¢ (J 
: SBSkz (J 

TSBShS&5J%7%9%F%`Sr9MS (526551: WSCSFSNDSOFSI$S$G$9! #2 (J 


>> > ¿ SBS=$1SK4X0"S7SF! "%-%c%i%/%?!<SNBNNOSd=}$N2sI|SKSDSSSFSGS9S, !"3 (J 

>> > ¿SB4pKNE*$K%SUS!Ss%S?%8!<; (U(¿SB%9%?!<%/%i%SUSH¿ (J) ESBSNSHS&SK3FItSN%@%a! <S8SKShSk 
¿ (J 
>> > ¿SB=)S$SNI=8=Sr9TŠ*S&SH9MS (SFSSS*S9! #3 (J 

>> 

>> 

é5B! !LLGr$$I=< ($@SH;WS$S$*S9S, !"?MBNSN=EMW4041SXSN2aEYSNBG7b!";M;hSNB;=}¢ (J 
>> gSBSKBPSTSFSNSZSISkKSES#! <SOSASCSOSIS"SkKSSSGS7TSgS&St+!) 2 (J 

>> 

>> ¢SB!!L?C£N(Dc2<!"0\FOIT2ZDG=!":F@8IT2ZDG=!":*E] Ey! 9! #2 (J 

>> 


ESBSbSASmSs !"S"SISGSTSgG$El#e (Մ 


ESB! !SZ5ISkSFS#!<S,2aS.SkSH!"5gCOSN; “$SN5UF>$,Fq$7S/SJSj!"$8So$S3j$8S$So$j$$¿ (J 
>> ¿SBS?SVSiS1SkSHSSS&!"@:?@E*SKHs>oSKNIS/SJSSS3SHS,5/S3SkSH;WSSS*S9$, !#¿ (J 


¿SBS=S3SO%2!<%`%P%i%s%9SND4@O0Sr9TS(SPShSSSH;WSSS*S9!# (J 
¿ SBSGSbS"$s$*$ jLSCcSr$ 9$1$P$=S&SISKSNSHCW$7I} SISSSGSTSgGS&S1$SISM! #2 (J 


>> > 2$B99$K!"=}SN>uBVSKSh$j42sI | $N; ~4VSO:Y$+$/@_Dj$7$F¢ (J 
>> > gSBA4SFS, 01F|SGD>SCSFS7$*S&ShS$&ES7; vVSOS7$*$; $s! #2 (J 


>> 
¢$B8=Be$h$ jSb!K$d!"<#NEKbK!$, Ta5ZS7SFSSS1SPJQSoSCSFS78*S$S8*S9ShSM! փՄ7) IXe (J 
i SBSNz (J 

>> ¿$BDxEYS, $ISNOLS$+$OCN$4$*$; $s$1¢ (72585118: (J 


¢$B!!:G8eSKSIS&STSFSH5SSKSISCS?SNSG! "Lx@SS5SSSNOMS (SFSSSkK@S3ESN?M4VSO!"3 (J 
>> ¿$B<+J, $?SASHIQSOSiSTSS6/SSSN?M4VSISNS+SI! #2 (J 
>> 


¿SB$?SVSs¿ (JOGIHARA: $B$5$sSOKMSN=q$$$?%43"%kSHSSS&ItJd, $KH?1~$7$F¿ (J 
ESBS=S&S*SCSTSCSCSFSKSNS@SH; WSSS*S9S, !"KMSOSjIS"Sk$r8=<BSNAPBPSHSSS&0UL#E (J 

; SBSGz (J 

+ SB; HSCSFSS$$*S; Ss!#80MUS?SiS:SG2=S7LuSJS+SCS?5NSGS9S8, !"2 (J 

2SBSW31%$3d!<S, Տ-ՏԱՅՏՅԵՏԱ-: 2MSHS7SF=; $`; (J (=2$B46>p0\F~S$9Skz (J) gSBSNSK==J, $J>pJsŠr;¿ ( 
J 

258812 (SF$"$2!"S+SD$=$N46>p0\F~$, NdSa$F$7$* $o$J$$S$hS$&$K$9Sk; VSHS$$&e (J 

éSBOUL#SK; HSCSFSSS“*S9! #2 (J 


# ¿SB018@SG8@S&SJSi@:L)SGS"SkSHSSSCSFSbSSSSS+SpCNS1$ S;Ss¿ (J 


¿$B$?$H$ ($P¿ (JOGTHARA¿$B$5$s$OEF76u$N>k%$i%ST%$e%?$H$$$&%"%K%a:nIJ$r¿(J 

¿ $B8fMw$K$J$C$?$3$H$, $"$K$G$7$g$8&$+¿ (J? 

é $B$=$NCf$GZU%iSCWS?!<$H$$$&6u$rHt$V>h$jJ*$, =P$F$-$^$9$, !"¿ (J 
¿$B$S=$NF0$-$, SHSFSbD3jS"SkSG!"8=<BSKSGS—S=S&SH$S$$&:x3P$r5/$3$5$; $ŞF$/$1$^¿ (J 
¿S$B$9!#¿ (J 


éSBS*°S? ! "JI8CESGS ($t%$!%s%2%j%*%s$r0z$-9g$SSK=P$7S2S7$2?$S, !"¿ (J 
ESBS"SN:nIJSb39SNIA<LSJSIS, SHSFSHS5S"SkKSG! "8=<BSKS=SN>1SKSSSkShSESJT¢E (J 
é$B:x3P$r5/$3$59; $FS/$1S*$9l#e (J 


¿SBS=S&SSS&OUL#SN¿ (J"ESBSjo" Ske (J"ESBSGS9!#138,:.$8SCSFSISS!"3 (J 
¿SBS"SkS$SSSO8=<BSHA4S/F158SGS"Sk!"SHS+S=S$S&SSS&S3SHSGSOSJSSSsSGS9Sh!#¿ (Մ 


¿SBMWSO! "SW%$1%S%d!<$, $—%$c%i%/%?!<SK46>p0NF-4-$GS-Sk4D6-$r$SS+SK:nS$Sj>eS2Sk;¿e (J 
L¿SBS+¿ (J? 
S SBSHS$$&; VSTLGB40U<1$K; )SCSFS3SNS7%9%F%` SrOMS (SFS$$°S9! #e (J 


Net Yaroze newsgroups message dump.txt 


ESB! !SHS3S"S ($S:!"0J>e$G$9!#;¿ (J 
¿$B!!$G$O$G$O!#¿ (J 


¿$BDT!!M5;V!!¿ (J(C) JI-TAN / JI-SOFT 
mailto:ji-tan@mtc.biglobe.ne.jp 
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--MESSAGE FILE 22565 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000032html.html 


--MESSAGE FILE 22566 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000033html1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: idea for new RPG<2nd Stage (2)» 

Date: Fri, 06 Jun 1997 02:22:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 126 

Message-ID: <3396F5C3.5F1F@nv.aif.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> <5n45plSnvr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.34.33 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


2$B!!S3SsSPSs$O!"L1C6S5$s!"Lx@S$5Ss!#2.86$5GS9! #A02sSNSUS%) Sm! <S,MhSFS?SsSGz (J 


ESBCE?HS, S"SsS$*S5STSSS+Sb!) ST46A[E*ST0U8+S r=q$-S*S9!#3 (J 


JI-TAN wrote: 


> 2$B%2!<%  E*SJItJ, $rGS=|$9$k$H8R0$&$D$b$j$O$"$j$^$; $s$,!"¿(J 
> ¿$B35$=$N$H$*$j$G$9! #2 (J 


¿$B!!$3$1$rJ9$$$F0B?4$7$F!"%1%9$,=q$1$^ a WSCSFSkS3SHS, @5S7S/¢ 
¿SBEASoSCSFSJSSSHOCS, ?J$_ Տ՞Տչ Աաաա Ա 
éSB!!2a5nSN7P83>e!"61SS2a5nS, :#AI$k!#¿ (J 
¿SB!!SH8@SCSFSbS3S3:G6aS@Sl1SI!&!&!&!&!J!O!0!(!K!#!!¿ (J 


¿SB%$b%s%9%?!<$,=P$FS-SESbNTI$SSS$SGS9$, ! "S=SN%b%35%9%?!<SOSTS&SSS&0U?*SG2 (J 
¿SB%$W%1%SS$S%d!<SK=1$S$SS+S+SCSFS/SkS+!"SHSSS&;vSb4NMWSGS9ShSM!#¿ (J 


V V V V 


¿SBS“S?!"%$b%s%9%?!<SOSIS&SSS&@Q8J*SJSNS+¿ (U?2¿ SBSHS+!#¿ (J 


¿SB!!1%SU%S1%s%?%8!<SN@S3&S@SHSPSCS$S+S$Sj;WSCSFS?SsS$SG!"?M4VSrE[N1SKS$S7S?Sj!" (J 
¿$B?) NA$K$7$?$J$9$k$s$8$c$I$Ş$$+$I$!!<!#z (J 

ie ee US!%Ss%? 38!<$8$c$J$$$_ S?SSS@S+Si!"%Sb%s%9%?!<SO6'K=SG¿ (J 
ESB; (2)$SG!"8+SkSNSb4sSkSNSb7ySJ%SjJ%"%k!J%S"T"%Sa%3%_Iw!K%4%V%SjJ%SSSHS+S+SJS!!# (J 


¿SB!!SH!";WSCSFSSS?SsSGS9S, !#S=S&SSS( 2 l ո 0 ՅՐ 


¿SB<+J, SHSTSFSO3US% ! $8%2%8!<SKS7Sm! "%9%A!<%* «ՕՏՏՏ/ՏԵՏ7Տոն 0)5,57ՏՇՏՀՏ3չ: (J 
ESBSTSFSSS1SP!":F650iSO@. 8yS@SH;WSSS*S9! #3 (J 
2$B!!$?S@S7!"6aLSMhSd8=BeSHS+SNS*S@#CH#HRHP#GSHS7SF !"@SSKB?S/=PSFSSSISS$¢ (J 
2 SBI, Ln$G343"SkSKSdSk$H!":F650iSKSOSTSsSISSS+SI! #3 (J 
¿S$B!11V$3S1$O?7%8%c%$s%k$@!*!*!WŠ$ŠH$+%1%SšSe!<$5$1$=$&$G!#; (J 


> ¢SB4pK\E*SK!"SH=q$$$?SNSOIgBf@_Dj$, LSH/C#SIIJ8LES@SCS$?$ 5$7$?>19gSKz (J 
> ¿SBLn@8F0J*SK9g$S&2DG=@-SGS$S"SkSHS+!"SDS1S1S1SFSSSk!"SHS+S$SSCS?S3SH¿ (J 
> ¿SBSrL5;k$G$-$J$SSJ!"SH;WSCS$S?S+SiSGS9!#¿ (J 


¿SB!!>esHF158SG; WSSOcSCSFS9SSS*S;Ss!#SGSb!"SIS3SN@S$3&SK$7$mKA81<TS$,B8¢ (J 
¿SB:_S9SkQ@S3&SJSiSiSsS@%`%(%s%$+S&%$s%*HSOI,?NSGS7SgS&!# (J 

¿SB!l14m815, $"$k$+$i>&?M$,KA81<T$dMCJ<$r8[$C$F$/$1$k$s$@$+$i!#$+$J$j!"¿ (J 
¿SB#T#R#P#GF-SC$F$2AS9!J<:Ni!K!#8=Be!&6aLSMhSN>19gS@$H@$3&@_Dj$7$@$$SG:; (J 
ESBS7TSg$&St+!"S3S3SiTUSO! #2 (J 


¿SB!!S=S1SH!"%i%s%@%`%(%s%+%&%s%SHIwSN%7%J%SjJ%S*SbLLGrSSS+SJSH;WSSS S9!#; (J 
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éSB!!F;SrJbSSSFSSSFFMA3!"<cSSL<S$, !"8+Sk$+SiSKO—?MSK=1S0S1SFSSSk>1LLSK¢ (J 
éSBAx6x$9Sk!#$353SG! "=u$1$k$+=uS1SISSS+SNA*Br$, =PSk! #3 (J 

2$B!!!V1OM: SNL>SKS$+$1SFJ| SCSFS$*$15s ! WSHA*$S$=S&$G59S, | "<BSO=wSO<g?M8xz (J 
éSBSK<hSjF~SkS?SaSNE (J}S@SCS?SF5S9ISKkK! #3 (J 


ESB! !S3SN#T#REPHGSTS"SSSGS#HS"S, F~SCS?SQS=S3SSH#HREPHGS, $"$J$^$7$?!# (J 
ESBSASCSQOSj#TH#R#EP#GSK4X785782%2!<%* STSs$G$9S, !J>P!K!#¿ (J 


ESB! !S=!<SI%0!<SkSl#P#HC! !#T! u#ES=SUSHE (Մ 
ՀՏ8111(8)5, S=SNL>$Sb%:%P%Sj!"%S3%s%T%Se!<%?!&%F!<%SV%Sk%SH!<%S/#R#P#G!J>P !K;¿ (J 


¿SB!!%9!<%Q!<%SU%S!%_%3%sHGS$Sb=PSFS?SH;WSSS*S9S$S, !"<+J, S$S?9ASN4VSGSO7cCY#R¿ (J 
é SBP #GSHS 7SF>PSSOCSHS7SF81$570S$, S1SFS$S$*S9!#SbSASm$s%0%k!<SWHS#NHE4E ¢ (J 
¿SB=SSGS9!J>P !K!# (J 

¿SB!1C/S+CNS$SCS$SFSk?MSSS S9S+!)¿ (J 


> ESBS=$380$= eee ge ee eee AaS$$S!"SHS+SSS&@ DjS$Sr$"SiS+S8Sa¿ə (J 
> ¿SBSDS1SHS/SsSGS9Sh!#¿ (J (¿SBS&!<Ss!"$S4ET9g<g5A!#¿ (J) 


2SB! !=EMWSG$9Sh! "S4ET9g<g5ASO! #$7S+Sb!"S$=$1$r$=$1$i$7$/8+$; SkSNS, OSSNz (J 
2 SB8+S;=jSGS9S+SM! #% (St3!SSS255S*SSSGSO!"ShS/S>$3S3S*SGSH46?4S7S-S i! #2 (J 
2 SBSSSmSs$JOUL#$G!J61>P!K! #2 (J 


> eSBSbSASm$s@h=R$7$?7SHS*Sj!"S=S1SK4X$7SFSOA4S/LABJSOS"SjS*S;Ssl#e J 
> 2SBS?S@!"S3S3SGKMS, LdBjSK$7$?SS$N$0%-%c%1i%/%?!<SNDKS_Srz (J 
> ¿SB%SW%1%S%Sd!<$,J,S+SA9gS (SkS$+¢ (J? SBSHSSS&;VSISSSGS9! #2 (J 


¿SŠB!!LLGr$$$GS9SM!#<+J,SJSs$+SO%S2!<%` $K$h$C$F0c$&$s$G$95S, !"8e<TSNDKS_SKz 
2 SB46>p0\F~S7SISSI}$GS9!#:G6aSN%2!<%° SO! V4m5!SK4YSCSF!IW!"!V>!SD!WS3SHSrz 
¿ SBAODSSK%P%i%S%9SrSHSCSFSSSKSNSG! "SHSFSb46>p0\F~S7SFSSSF%2!<%° SGS-S*S; 2 
ESBSs!#3d$ j@ZSCSFSSSISSSH!"%$2!<%* SGS-SISSSGSISHSM! #SHSSSE&S+!"3d@ZSiS5$1z 
ESBSKSCSFSNS, <B>pSt+SJ! #2 (J 


(J 
(J 
(J 
(J 


éSB!!!VS=SsSISKDKSSSNS, 2D0SA[S@SCS?Si!"%S2!<%`SdšSaSmSh!*!WSCSF8@SoSlS=S&¿ (J 
ESBS@S7!#!VSGSbDES3&S$r5_S&SKSOB?>/SN5>@7SOSdS* F@SISS !W4hDSS1<g?M8xSCSF46¢ (J 
ESBS 8SG%S-Sc%iSrA> :nST7TSFSSSKSNSGS7SgS&S+! #2 (J 


2 SB! !C/SbOMS (SFSS$*S; $s$M!"$3$s$J;v!#$2$@!"!V%P%1%C%H$OSHŠb$+$/!"26$N% (չ (J 
¿S$SB%"%j%9$KSb<j$r>e$2Sd$,SC$?SJ!"5v$5$s!*!*!W$CSF46S8$G!"JLSNOUL#SG46>p¿ (J 
ESBO\F~S7SFSSS*S9S, !#¿ (J 


# ¿SB018@SG8@S&SJSi@:L)SGS"SkSHSSSCSFSbS$SSSSS+SpCNS1$ S;Ss¿ (J 


> 

> 

> ¿$B$?$H$ ($P; (JOGIHARA; $B$5$s$0E76u$N>k%i%T%e%?$H$$$&%"%K%a:nIJ$r; (J 
> ¿SB8fMw$K$JSCS?S3SHS,S"Sk$GS7$SgŠS&$+¿ (J? 
> 
> 
> 


¿SBS= SNCf$G%$U%si%$C%W%?!<SHS$SS$S&6uSrHt$V>h$jJ*S,=PSFS- S*$S9S,!"¿ (J 
¿SBS= eg $, SHSFSDSIS"SkSG!"8=<BSKSG$—S=S&SHS$S&: x3P8r5/$3858; $F$/$1$%z (J 
ZSB$9! #2 (J 


éSB!!SbSASmSs8+S$*°S75?!#S"SNI7005$@_Dj!#%9%H!<%j!<SGSISISrSHSCSFSbD%S2!<%*° SK; (J 
2$B; HS (S=$&$G7k9=; 29M$J$J$^$9!#SG$b=i4|$N#F#F$J$s$+$b%i%T%e%?$K1F6A$5$1$F¿ (J 
ESBSkSh$&$I5$$,S57SF!"<B: ] SK%M%?SG; HS&SHS1iSTSE% ?PSNLOJOS 8S cSIS/SF!"!V#FHFSN: (J 
£$B%0%/S5S8Sc$s!WSFSSSOS1S=S&!J>P!IK! #2 (J 


¿SB! !M>CLSGS95, !"<+J, $0%2!<%` SKS=SN@S3&SN@83h4 6Sr=P$7$ 2SSSISH; WSCSFS*S9! #2 (J 
2$B:RLq$rB<$K; }$A9~$° KA81<TSO! "MOS, :QSaSPNd$?$/S"S$7SiSoS1SkKID: 2E*; 3B<$d! #2 (J 
iSBE_$4$b$4$N=" HwSr$9SKKLSNHU=) SHS+! #3 (J 

2$B! !$=$3SK@8$-$k ?MSNB) SES+$$$r46S8SiS1S$k$h$&$I%2!<%° $GS9!#3 (J 


¿SB!!Lx@%S$5Ss$,SS$SS&%j%"SkS5SH;wSFSkSH;WSSS ՀԱՆ ՈՐՐ Ն F650i!WDx¢ (J 
¿SB6/S/SJS/!"01IwJQSoSCS?%US!%s%?%8!<SCSF46S8SGS9S, !#¿ (J 


OBE 2ISKS Le Poor 1"SsšASKM'USMSOBSSNS O%sd%*9%S-SG!"SSSDSb%SiST%Se%S?SN<vJ8Sr¿ (J 
ESB>'S (SFSSS*°S9!#S=SsSJIM'?MS, :n$k%-ScSiSNEZBESKSO%IS&S7S+SN; Q$, $"$k$s$G$7$g; (J 
ESBSE&! #3 (J 


> eSBMWSO! "SW%1%S3d!<S$, %-3c%i%/%?!<SK46>p0\F~SGS$-Sk4D6-Sr$$$+SK:n$ 4>e$2S$k¢ (J 
> ¿S$B$+¿ (J? 
> 2 SBSHSSS$&; vSrLdBj0U<1SK; }SCSFS3SN%7%9%F%* Sr9M$ (SFSSS*S9!#¢ (J 
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¿SB!!46>p0NF-=PMh$k%2!<%`$O!"%š@%s%8%g%s%%*%9%?!<!"%S&%#%6!<%I%j%#0JMh5WŠ7Š/¿ (J 
¿SBSdSCSFSJSSSsSG!"@'HsSHS$Sb4hD%SS$CS$SFS$/S@SS5SS!#¿ (J 
¿SB!!Kt2?S+;WSSSDSSS?Si%S1%9=qS$S-S*S9!#BLJ8SPS+S3jS@SCS?!JA4It!)!K5S$7S299%, !"¿ (J 
¿SBS3S1SKS$SF<:Ni!#¿ (J 


¿SB!!DI?-!!!11L1C6S$S5$sC#SN=qS$-J)S$S@SH<+J,SOS3S&SJSkSNS+SJ!"2.86!wEFDLBg!#;¿ (J 
¿SB!!F15-“SKS"S$Sk%“%SS%SJ!<SJBg3X!#Bg:eSN3X9;SH4VOcSoS1S?S3jJS9Sk!#¿ (J 
¿$B!!<+8J>R2p=q$$$F$J$$$s$G!"$3$$$DC/$J$s$@!) $H; W$C$F$?$i0-$$$s$G<+8J>R2p!#¿ (J 
ESBS"S!!I"S*S?PBLIUBS@! EG! EE El HE (J 

—-MESSAGE FILE 22566 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000033htm1.html 


--MESSAGE FILE 22567 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000034html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG<2nd Stage(1)> 

Date: Fri, 06 Jun 1997 05:21:44 +0900 

Organization: Japan 

Lines: 43 

Message-ID: <33971FD8.E64F50E1@aix.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> <5n45ovSnvr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.34.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3Ss$PSs$O!$9bEDSQ@S$GS9!#¿ (J 

¿SBCf4V; n83%i%C%7%e$b8eH>$KFMF~$7$?$NŠŚG$R$5$7$V$J$ŠK%K%e!<%9FI$S$@ŠS$G¿ (J 
¿SBSASgSCSHOCS,S:S1SFS?S3j!SOJAOSISJS?S+S,=q$SS?ShS&SJS3SHSr=qS$SSFS?Si (J 
ESBS4SaSsSIS5SSS! #3 (J 


> ¿$B$=$&$$$&;v$J$i%W%1%$%d!<$NA[A|NO$KOMB8$9$k; vSKSJSj$*S9! #2 (J 
> gSBSDS*S5!"2 (IJ"eSBS3S&SSS$& ITFOSTSHSkSOS : $@z (J"eSBSHSSSSA[A|SG; )ՏԸՇՏԲչ (J 
> ¢$B%-%C%1%/%?!<SrF0S+S9SHSSS&;VSGS9! #2 (J 


é$B$3$1$0!S$4IC1$=S&SK8+5S (SFOF30FqS7S$$SGS9Sh! #2 (J 
ESB!IS3S&SSS&9TFOSrSHSkKSOS:$@! ISH; WSCSFOTFOS7SHS&SHS7SFSb!$<B:] SKOTFOSGS-3 (J 
ESBLOS+SCS$?SISTSGSES, STISSSOS1SGS9! #2 (J 

ESBS ?SHS (SP! SSISCS+SN7zZI*$K?/F~S9SKSHSSS&S3SHSrIMS (SFS_S*S9! #2 (J 


¢ SBS3$3SGSN9TFOSGSWS1%$%Sd!<S$, %$%a!<38S7SFSSSKSNS, !JS"$/$*SGNcS (ՏՔՏ6Տ95, !K¿ (J 


ESB!!! !SIS"SrGKSCSF6/9TFMF~¢ (J 

éS5B!!!!Ak$+SiS$3$CS=$5?/F~¢ (J 

¿$B!!!!C02<?e0)$+$i?/F~¿ (J 

2$B!!!!20:,$N>eSN11FM$+$i?/F~¢ (J 
éSB!!!!Fs<jSKI,$+S1SFIRJ}$ON"8}$+SiGI<jSK?/F~S7SF!SSbS&IRJ} S$OI=$+SiS3SCS=; (J 


¿$B!!$jF<$k!#¿ (J 

ESBSESCS?SHSTS*S9Ol #3 (J 
ESBS3SNS$/S$iS$S$O:n@oSHS7SFIaDL! J$+!) !KSNO) @~S@SH;WSSS*S9! #2 (J 
£S$BS7S$+S7!SA0<T#4SDS0$%S ! SSSSSHS7SF: G8eSNO1LSDSr%3%s%T%e! <%2?#R#PHGSG<B8=S$9¢ (J 
ESBSKSNSOFGS7SS$H; WSSS*S9!#SDS%S 4! SSWS1SSSd!<S, STSKS+9TFOSrSQ! <SFS#SN%aSS¢ (J 
ESBSPSKDSOFSr$7SF!$<B9TS9SKSHSSS&S3SHSGS9! #3 (J 
£$B!!%3%s%T%e!<%?SK<+A38@81M} 2rG=NOS, L5SS8BSjLOM}S@SH; WSSS*S9! #2 (J 

ESB! !STS&SGSTSQGSE! #2 (J 


eSB 11111111 21118111 81111111 81111111 81111111 le Co 
¿SB!!1!1111111119pEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/-kazta-ta/youhei/index.html 
¿SŠB$*5SSKF-$jJ%$M%$C%SH$d$mS&S<!*2q0w%s[!<%S`%Z!<%8¿ (J 
¿SB%j%s%/=8$HS$SSS&SNSr:nSCSFS_S?!# (J 
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¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

—-MESSAGE FILE 22567 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000034html.html 


--MESSAGE FILE 22568 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000035html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG<2nd Stage (2) > 

Date: Fri, 06 Jun 1997 05:29:51 +0900 

Organization: Japan 

Lines: 38 

Message-ID: <339721BF.DE110C6F@aix.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> <5n45plSnvr@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.34.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


¿SB%b%s% 


9%2!<$, =P$F$-$F$ÞNIS$SG$9$, ! "S=SN%b%s%9%? ! <SOSTSESSS&0U?*$Gz (J 
¿SB%$W%*1%S% 


d!<S$K=1$$$+5+SCSFS/SkS$+!"SHSSS&; VSb4NMWSGS9SHSM! #2 (J 


¿SBS“S?!"Sb%s%9%?!<SOSIS&SSS&@8J*SJSNS+¿ (J? ¢ESBSHS+! #2 (J 


¿ SB4pK\E* SK! "SH=q$$$?SNSOIgBf£@_Dj$, LSH/C#STI8LES@SCS$?$5$7$?>19g$Kz (J 
¿SBLn@8F0J*SK9g$&2DG=@-S$GS$S"SkSHS+!"SDS191S1SFSSSk!"SHS+SSSCS?S3SH¿ (J 
¿SBSrL5;k$G$S-SJSSSJ!"SH;WSC$?S+SiSGS9!#¿ (Մ 


VVVVVVVV VV 


é$BS=$1$G$b ! "KMSKSHSCSFS=$s$J;v$, IOQHKSKS"SkSpSNSHSO;WS (S“S;SsS, !#¿ (J 


éESBSUSH!$:#;WSCS$?2$3SHSr$=SN$*$s$*=q$—-$*$9!#2dZISNS ISN; ZSOSTSFSIS$¢e (J 
é SBSN$G8eS$G5$$, JOSo$k$+$b$7$1$*$; $sSN$G$=$N; ~$05v$7$F2<$5$$!#¿ (J 


¿SB%sb%s%9%?!<!!la!!%SW%1%$%d!<S$K=1SCSFSŠ/Sk;¿ (J 


¢ SBSHS$$&?*<0SKSHS$iS$0$1$9S. $GSOL5$$$G6S$9S$+!) 3 (J 
ESBSISSSR% & (S8S34+%ESSSHS ISKSNSOF1S8 27M4VS@SCS2S5S9SkS0S1S@S7!$3 (J 

¿ SB8r>DSNM>COSHSSSESNSr:n$C$?T}$, ShHSj#THR#PH#GSIiST7S/SISKSH; WSSS*S9! #2 (J 
2SBS*$?!SCNE* @8L?BNSGSJ$/SFSb8GBNS$4$HS$K2 98 | $@$CS$?$456/K=S@SCS$?$4SHz (J 
2$B:9$, 7c$7$S$Q8S-T*$@SCSFSSSkSG$7Sqg$&S7!$ 2MAVSIS1S7SFSSSKFOI*!J395N3 (J 
2 SBS=SPSHS+SK!IKS, ՏՏՏԲՏԵՏՏՏՏՏՏՏՑՏՇՏՄՏՏՏՇՏ7ՏՉՏետՀ1)չ (Մ 


¿SB11111111111111111111111] 


sot at Ph teh E E a Pr Gg 
¿SB!!1!!1!1!11!19pbEDMNJ?!JSOSSSISkK!' 


S?S3SNS9S1!Ke (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éESBS*5SSKF~SjSMSCSHSdSmSES<!*2q0ws [!1<3°$2!<%8¢E (J 
¿SB%j%s%/=8SHSSS&SNSr:nSCSFS_S?!# (Մ 


¿SB:G=*99?7F|;-!!!!#5!?#1#9¿ (J 


a 
—-MESSAGE FILE 22568 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000035htm1.html 


--MESSAGE FILE 22569 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000036html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG<2nd Stage (2) > 

Date: Fri, 06 Jun 1997 05:40:18 +0900 
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Organization: Japan 
Lines: 55 
Message-ID: <33972432.1476B7FA@aix.or.jp> 


References: <51f1j0Shjm@newsl.scei.co.jp> <5n45plSnvr@newsl.scei.co.jp> <3396F5C3.5F 


1F@nv.aif.or.jp> 
NNTP-Posting-Host: 202.208.34.84 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 
X-Priority: 3 (Normal) 


> 2$B!!>eSHF1S8SG; WSSOCcSCSFS9SSS*S;Ss!#SGSb! "STS3SN@S3&SKS7SmMKA81<TS, B82 (J 
> ¢S$B:_S9Sk@S3&SISilcEc: (J_¢$B%° 3 (%SS+%S&SSSHSOL, ?\SGS7SgGS&! #3 (J 

> ¢$B!!4m81$,S"$k$+Si>&?MS, KA81<TSAMCU<S$r8 [SCSFS/S1SkS$s$@S+Sil#S+SIS5!"3 (J 
> ¢SBHT#R#P#GE~SCSFS*S9!J<:Ni!K!#8=Be! &6aLSMhHSN>19gS@SHE@S3&@_DISTSASSSG; (J 
> ¢eSBS7TSg$&S+!"S3$3SiTUSO! #2 (J 


ESBS=S1SOSIS&S+SI!)¢ 

Scie j| ae @S3&!KSKSbKA812HSHSSSNSOK<B: ]B8 R ԱՄ 
ESBOMS (SkSH!SI,$:S7Sb1,MWSHSO8ES ((ՏՄՏՏՏտՏտ8ՏՇՏՄՏՏՏԱՏՀՏՄ|) sbs Sj!$Ssb%s;¿ ( 
¿SB%9%?!<SHAx6xS$S9Sk$H$$S&S3SHOJ>eSN4m81$,S"SkSC$SFS3SH!#¿ (J 
¿SB!!S?SHS(SP!S?)NHFq!S?)CfFG!SIB5S!SSH%$1%SCSW!SLB;R!SEySGS9!#¿ (J 


¿SBS$SG$SbS$S3$SN$"$?$j$O%SM%?$, $DS—$Sk$HA4A34m81$H$$$&5$$,$7$SJSSS+Si7k61L1¿ (J 
¿SB%$i%s%$@%`%(%s%+%$&%s%$HSHS$SS$&7AS, 01HV3Z$7$F4m81$rM2$ (S$iS1$SkS$SH$SSS$S&¿ (J 
ESBS3SHSG:NMOSSS1SFSkSsS@SmS&SM! #2 (J 


¢$B! !LLGr$$$GS9SM! #<+J, $T$s$+$0%2!<%*> $K$h$C$FO0c$&$s$G$9$, !"8e<TSNDKS_$Kz (J 
£$B46>pO0\F~S$7SJIS$I}$G6$9!#:G6aSN%2!<%* SO! V4m5!SK4YSCSF!IW!"!V>!SD!WS3SHSrz (J 
é SBAODSSK%P%i%S% 9S rSHSCSFSSSKSNSG! "SHSFSb46>p0\F~S7SFSSSF%2!<%* ՏՇՏ-Տ՞Տ»չ (J 
ESBSs!#3d$ j@ZSCSFSSSISSSH!"%2!<% SGS-SISSSGS9SHSM! #SHSS$&$S+!"3d@ZSis$5sle (J 
ESBSKSCSFSNS, <B>pS$+SJI!#¢ (J 


VV V V V 


¿ $B; dSN>19gSODK$_$K46>p0\F~SOS7$*S$9!#S?S@!S:G6aSN%2!<%*> SO!VDKS/SISS!WSsSG3 (J 
ESBSO!#SDS*S5!S$2.86S5SsSb$*SCS7TScSCSFSkKDLS Jj: G6a$N%2!<%* SOSP%i%S%9S,S—-SCSAz (J 
ESBS ISHSCSFS"S3S*S9!#SD$*S 5! SCWL?=}$, $ [SHSsSISIS$$s$G$9!#S=S1SCSFSD$*$j$O¢g (J 
¿SBDKS/SOL5SSSCSFS3SHS8ScSJSSSGS9S+!)¿ (J 


> ԱՆԱԿ 25 ee ek ԱՆԵՆ G 
> ¿$B>'$($ŞF$$$^$9!#$=$s$JM'?M$, :n$k%-ScSiSNEZBESKSO%IS&S7S+SN; Q$, S"SkSsSGS7Sg;¿ (J 
> ¿SBS&!#¿ (J 


¢SBS3SNM' ?M$CSF;d$NS3S$SH!)<vJ8$CSF!V%$j!<%SF%iSHS$SP%$jJ%$?%S&%$k%$9!"%"%j%"%m%š9%SP%k%šM¿ (J 
¿SB%SH%j%S&%` !WSNS3SH!) ¿ (J 

> ¿$B!!46>p0\F~=PMh$k%2!<3%`$O!"% pate eo 1 N #%6!<%SI%Sj%#OJMh5WS7S/¿ (J 

> ¿SBSdSCSFSJSSSsSG!"@'HsSHSb4hDSSCSFS/S@S5SS!#¿ (J 


2$BS3$1SCSF46>p0\F~SHSSS&SNS4$J!) 2 (J 
2$B$3$1$0!V46>p0\F~SCSF2?!) !'W$C$F=j$^$G7!$j2<$2$J$$$HJ, $+$i$J$$$+!#; (J 


Հ58.1: L] ee 111217 KA ԱՆ 11 ԱԱ Ա ՀԱՅՆ 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!ldz (J 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éESBS*5SSKF~SjSMSCSHSdASMSES<! *2q0ws [!1<3°S2!<%8¢E (J 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!1#512?8189;¿ (J 
¿SB9927M=DjF|!!!!!1#5121)1)¿ (J 


—-MESSAGE FILE 22569 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


Տտւօո/00000036հեռ1.հետ1 


--MESSAGE FILE 22570 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000037html.html 
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01091 


—-MESSAGE FILE 2389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001092 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tools 

Date: Thu, 4 Jun 1998 11:08:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <615s5j$6017@chuka.playstation.co.uk> 

References: <6kq1l2tS$6o02@chuka.playstation.co.uk> <611d4fS605@chuka.playstation.co.uk 
> <35765676.DC83622E@compuserve.com> 

NNTP-Posting-Host: client84ec.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>I installed it on my NT 4.0 (service pack 3) machine at work & it appeared 
>to work fine, I only played with it for about 20 mins or so but it behaved 
>itself. One weird thing though, why are the title bar and menus on the 
>bottom of the window? 


>http://www.netyaroze-europe.com/~nslaven/ 

I think it's just the way its been programmed. 

I also have some more free stuff to tell people about 

Macromedia Extreme 3D was given away free with PC Format Issue71. 


Bob 
Robert Shand - bob@shand.globalnet.co.uk 


-—-MESSAGE FILE 2389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01092 


-—-MESSAGE FILE 2390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001093 

Path: chuka.playstation.co.uk!news 

From: bv163 <bvl63@city.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: London Based. 

Date: Thu, 04 Jun 1998 15:46:26 +0100 
Organization: City University 

Lines: 13 

Message-ID: <3576B342.B91@city.ac.uk> 
NNTP-Posting-Host: tongham.city.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


Any London Based [preferably West London based so that we can hook up. 
I'm not on the Internet at home.]yaroze programmers want to get severly 
drunk and make crap attempts at trying to program a demo which all your 
friends will laugh at because it's complete Sh*te. 


If you do give me a bell. 


Ring 0958 660 653 or 0181 960 9880 and ask for Aaron 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJVslQyVRITwhSiUzJXM1SBsoSgOKCQOkKbJEI1LbSE8IWk 
kROO403pGE£kK5PUHTHKIFLIJE41VyVtJUglPyUkGyhKDQoJCRskQiVXJSI1LOQyVXJDckXiQ3UD8hI xsoSg==?= 
Date: Fri, 06 Jun 1997 23:31:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 41 

Message-ID: <33981F45.529B@mxa.meshnet.or.jp> 

References: <338867C7.4840@mxa.meshnet.or.jp> <morohaSef3019970527195134@202.238.103 
.35> <338B6446.5A90@mxa.meshnet.or.jp> <338C37F7.32F8@ppp.bekkoame.or.jp> <morohaSef 
3019970529204811@202.238.103.35> <3391AD88.26AB@mxa.meshnet.or.jp> <3392D9A0.5D02@pp 
p.bekkoame.or.jp> 

NNTP-Posting-Host: 210.132.183.234 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


¿SB9u:3j$GS9!#; (J 
¿SBJV;v$S,CYS1SFS9S_S*S;Ss!# (J 
ESB; ~4VS, $I$+$I$+$H$1$J$/$F!#2?F |$b%M%C%H$K%"%/%; %9$G$-$J$$$H$-$,$"$J$^$9!# (J 


Motoji Shima wrote: 

> 

> ¿$B8+$^$7$7?!#==J, FOFKSGSISM! #M_SrSSS (SP#4SN%S@%S&SSSm!<SISrSHSCSWSK; (J 
> ESB; }SCSFS-$?I}$, $@%&%s%m!<%ISŠ,J,S+SJSdS9SSSHSSS&S/SiSSSGS9S+!#¿ (J 


2SBS=S&SGS9SM! #L@8eF | SNF | MKF | SKSOJQ99$7$?SS$H;WSSS$*S9! #3 (J 


ՀՏՏՏՀՏԼՏԱՀՑ: | $K? (SCSFS_$*°$7$2?!#:G=i%3%ssH%m! <SiSNZ\%3?% 
¿SBA`:n$,BgJQS+SJS!SH;WSCSFSSS?2SNSGS9S,NISSSGS9SMI!#¿ (J 
¿SBSdSCSOSjJ2hLLSN%$, SSSISN9) IWS, $9$4$/8zSSSFS*S9SM! #2 (J 


s$,>/SISSSNSGz (J 


VVVVV 


ESBS"SIS, ՏՔՏԵՏ4ՏՇՏՏՏ՞Տ9 He (J 


> ¿S$B@bL@=q$-$NJ)$O;¿ (J 
> ¢$B4k2h:nIJ$NO1MwSN%Z!<%8SN! VS@%&%s%m!<% ee S$r!VS9%?1<SHIWSKIQS ($F¿ (J 
> ¿$B$3$A$i$rI=<($9$k$h$&$KJIQ99$7$^$7$g$&$+!)¿ (J 


¿SBS“S@SASgSCSH!"%S[!<%`%Z!<%8SK<+?.S, SbSFSJSSSNSG!"SHS$SjJS$S"S (S$S:S3SNS*S*SGSb¿ (J 
¿S$B:nIJO01MwSN%$Z!<%8$K%$@%&%s%m!<%$I%N%$?%s$,$"$C$F!":G?27>pJsSOS3SASi$G!"; (hon 
ESBSr%/%5%C%/S9SKSH@DLESKITS/%Q%?!<% Sy Gerber ee del WSSS*SO!#S"I"SGSD! " չ ( 
éSBSOS8SaSF8+Sk?MSKSOS3SNS*S*SGSOIT?F@ZS+SI!) 112 (J 


2 SBAk2hZUS) !<%i%` SN>19g! "Si SSSVSiSjS#SHS j Sb4k2hS$rH/ 1=$ 9$k<jCISHSTSFSO!"S[!<3 (J 
2$B%Z!<%87A<0$NJ}$, SHSSSNS+SDCNS1SISSSNS$G! "B>SN4k2h$b3 [!<%*$Z!<%8Sr:n$k$h¢ (J 
2SBS$&SKSJS$1$P !">-MhE* SKSO$dS0$4!":nIJO1Mw$+$i$= A | !<%`5Z!<%8$K%j%s%/¿ (J 

2 SBSrD&S$k; use ԱՆ ԱՆՆ, WSSS*S9!#SaSO0S4!"SUS) 1ՀՏ19`531ՀՏՈՏԱՄ) 195.չ (J 

2 SB<h$407$$$O01G$$7$*S9! #2 (J 


* name : Takashi Kurosaki 

A NE E-Mail : kurosaki@mxa.meshnet.or.jp 
--MESSAGE FILE 22570 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000037html.html 


--MESSAGE FILE 22571 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000038html.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJVs1lQyVRITwWbKEo=?= 

Date: Sat, 07 Jun 1997 01:54:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 
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Message-ID: <339840A9.4B20@mxa.meshnet.or.jp> 
References: <moroha$ef3019970602202236@202.238.103.35> 
NNTP-Posting-Host: 210.132.183.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


Moroha Otukig$SBBg7n=tMU; (J wrote: 


> ¢SB!!9u: Jš5SssO¿ ( (J Nif ¿SBSN¿ (J ID ¿SBSrS*;)SASNSOS:SGS9S+Si!" ( Ար աաա 
:58175"Տ11):(7 FNICOLA zSBS@SCS?S4+$J!) SHSKS+$/%-!<%\!<% es ) 1<¿ (J 

HS ee a 6 SG$7$g$&$+!#7k9=M-1W$J>pJs$, ¿(J 
¿$B<J$K$O$$$k$N$G$O$J$$$+$H; W$$$^$9!#¿ (J 


V V V V 


¿SB=u8@S"SjS, ՏՈՏեՏ4ՏՇՏՏՏ՞Տ914չ (J 

¿SBAaB.!"SK%$USF%S#$SK8+S$K9TS$SCS$SFS$S-$2$7$S?2!#¿ (J 

¿SBS$K%šUSFS#$SKSO#5#5#00J>eSNSU%) !<%iS°>S,S"SCSF!"S=SN#1SDSN%US) !<$i%`$K$O==?t8D;¿ (J 
Աա ա ԱՆԱ ՓԱ Nn Gee O) 
¿SB$3SNCf$+Si!"I,MWSJ>pJsSr<h$j=P$9$SHS$S$&SNSO;d$NSh$&$J=i?4<TSŠSK$HS$CSF$O; ԲԳՏԱչ (J 
¿S$B5;$GS9!#;¿ (J 

¿SBSHSjS"S(S:!"¿ (J 

FJAMEA, FJAMES, FJAMEP, FKBOARD 

éSBSN;MSDSN%U%) ! <%S$i%`SrSASgSCSHS@S1SNS>S-S S7S?!#¿ (J 

¿SBIY;NDL$N?F; x: 7%U%HSrH/E8S5$;!"!VF|KN81F-2NOS3%$s%=!<%7%"%` !WSGSASCSFSSSkz (J 
NICOLA¿SBG[Ns%-!<%N!<%$ISHSSS&SNS, @9SSSKSGSFS—S$*S$9!#1IY;NDL7OSN%Q%=%3%3sDL?.¢ (J 
éSBS@S$+Siz (JNICOLA;: SBG [NSSKNOSrF~S1SFSkKSNSGS$7$g$&$+!"S=S1SHSbOLHVCmL\S5S1SFSS$Sk3 (J 
¢$B%—!<G[Ns$@S+SiSJTSNSGS7Sg$&S+!) 2 (J 


2$B3—!<%\!<S%ISNF|K\81G[NsSO! "S@SSSVA0S+Si @9SSSKBE5£S5S1SFSSSF!";a$,I9$$S?$3SHS, ¿(J 
¿SBSTSkRSNSO!"?7#J#I#S%S-!<%N!<%$H!"%SH%m%$s%-!<%N!<%$I!"#N#E#CSN#M<0%S-!<%N!<%ISGS9!#;¿ (J 


ESB: #SGSb@9SsSSKSSSmSSSm$J%S—-!<G[NsS,DsOFS5S1SFSSS*S9S, !"S?SVSs?eLL2<SGOLHVS [%SC%H¿ (J 
ZSBSI@OSS$S, 7+$49-S2SiS1SFSSSkKSNSO! "7HBSC<KvSNF~NOJ}K!$@SH; WS$$*S9!#3FSs%-!<S0Siz (J 
¿ SBSSSNBg$-S5SNAUCVSG! "9bB. SKF |K\81S$rF~NOS9SkI}K! ! #S1S&S7S$FSb$=$1$01, MWS@SH; d$Oz (J 
ESB; WSSS*S9!l #3 (J 


* name : Takashi Kurosaki 

ae E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22571 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000038htm1.html 


--MESSAGE FILE 22572 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000039html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ogihara <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: idea for new RPG<2nd Stage (2) > 

Date: Sun, 08 Jun 1997 01:35:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 128 

Message-ID: <33998DD4.6991@nv.aif.or.jp> 

References: <51f1j0Shjm@newsl.scei.co.jp> <5n45plSnvr@newsl.scei.co.jp> <3396F5C3.5F 
1F@nv.aif.or.jp> <33972432.1476B7FA@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.235 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESB! !S*SOSHSES4S OSSS*°S9!"9bEDSSSs!#2.86SGS9! #SFS9SHOUMASGSOSMS'!T!0!0! (IK! #2 (J 


ESB (Աաաա ayau amine 
Youhei TAKADA wrote: 
> 


ԱՆՆ, ՆՆ a 3 n0nyp a 
¿SB:_S9Sk@S3&SJSilcEc¿ (U_¿SBS`S (Ss%$+%&%s%SHSŠOI, ?\SGS7SgGS&! #3 (J 
¿S$B!!4m81$S,$"$k$+$i>&?M$S, KA81<T$dMCJU<$r8[SC$F$/S1Sk$sS@S+$i!#S+$JS3j!"¿ ( a 
C SBATHR#P #GF~ SCSFS*S9!JI<: ee =Be ! &6aLSMhS$N>19g$@SHES3&@_DISTSASSSG; (J 
ESBSTSQG$&St+!"S3S3SiTUSO! #2 (J 


V V V V V 
V V V V V 
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¿SBS=S1SOSIS&S+SJ!) 

¿ $B8=Be!J%W%1%$% 5 ae @$3&!KSKSbKA812HSHSSSNSOK<B: Se h 
¿SB9MS (SkSH!$1,$:$7$b1,MWSHSO8@S ( I sss sh eat) s. sbSsz ( 
£5B%9%?!<SHAx6x$ 9SkSHSSS&$3; (IF; S$BOJ>eSN4m81$, S"SkSCSFS3SH! #2 (J 
2$B!!$?SHS$ (SP!$?) NHFq!$?) C£FG! SIB5$!$%H%i%C%W! SLB; R!SEy$G$9! #2 (J 


V V V V V 


¿$B!!<3j87S7$$$GS9SM!&!&!&J8BNS, !J61>P!K!#S=S1SG7kO@SGS9S, ! "<+J, SNOMS (¿ (J 
ESBS@SH! "ՏՎԱՏԸՇՏՕՏ)5155505`5 (SSS+SESSSEHSOL,MWSASH; WSSS*S9! #3 (J 
¢$B! !M}M3SOKA81<TSNB8:_M}M3SGS$9!#¢ (J 


2$B!!$2$@$7!"$3$3SG$$$&KA81<TSO! VL$3+SNEZCOSrC5: wS9$k?M! JBgIR3$; ~Be$K¿ (J 
2 SB=PSFS$/$k$h$&SJKA81<T!K!WS$0=|$/! "O1HLSN%U%!3s%?%8!<SbS7$/SO6aLSMhSG3 (J 
£$B%i%S8S%JI!<SHS+8FSPSISFSSSk?MSr; X$S7S°S9!#SGSb! "A0<TSb>/S7TSO4X78S9SkS+! #3 (J 


ԵՏՔ !KA81<TSO6n$1=P$7SGSb10M: S$GSb85S0?M4V$G$ 9$+S$i!"?) oe ee 
2 $BGq$* $C$?$jJS$SHS*6b$r;HS$SC$F@83h$7%$ $91 "4pK\E*SKSGS$9$h! իչ (J 


ESB! !SGSO!"$* 6bSOSTS&STSFSSSKSNSGS7Sg$&S$+!) (J 


2581 !EzSO4JC1$G$9!#8 [MO<TSGS"Sk!"!JIS+SoSSSSL<$, $$5$k!KB<D9Sd! J8eSm0ESS! Ke (J 
¢SB>&2M! #SOSFSd! JIt2<$,Mj$j$ISS$!KO19GSN2&S$*$G$, KA81<TS, BeSo$ 4$K<uS1$kz (J 
¢$B4m81SNBe=~$HS7SFS$* 6bSrd'SSS$*S9!lL#S?SSSFSS@. 8yJs=7$G! #2 (J 
ՀՏ8 !$=S$&SGSbSIS+SCS?Si8EBeT8LESNOd@WSG$*Ju$rC5$7$?$j5!"IaDLSNOT+F/S$r$7¢ (J 
éESBS*S9!#7uSN2HDm65; U$d!"8IŞ$ŞjIt!#9T>&!"0e<T!"7}F.;N!"Ey!#¿ (J 
¿$B!!!! (J 

éSB!!!V4m81SNBe=~!WSNS?SaSKS*6bSrJ'S&Ss$GS9S+Si!"S=S1SISjSN4m81$,S=SN; (J 
¿SB@S$S3&$SKB8: $9$Sk$H;WSC$F4VOc$$$J$SS$S$SGS7SgS&!# (J 


¿$B!!$=$N!V4m81$NBe=~!W$, 9bFED$5$s$N8@$&!V?)NHFq!$?)CfFG!SIB5S$S!SSHSiSC (J 
¢SB%W! SLB; R! SEy!WS@S1SGSO! "KA81<TSNB8:_OU5ASOL5SSSH;WSSS*S9!#S53S1SGSO!"% 
2£$B1?$S20!"C58! 2HSH8FSSL>SrdQS ($?T}$,SSSS! #3 (J 

ESB! !S"S/S*SG!"SSS*S*SGSG%2!<%* SNKA81<TSHSSS$&8@MUSNOUL#S+S$i 9MS (SFSGS93 (J 
éSBSh! #! !KA812HSHKA81<TSNOcSSSHSSSES+! #3 (J 

ESB! !SASgsbSiSsS*SKC1?HD) $* KA812H!{!_"S""!l#e (J 
ESBI!!!!!ST%iS4%SsSKC1?HD) $* KA81<T!{!_"S""!#3 (J 


=~ 


J 


¿ $B! !=q$SSSFSFOUL#SOS+SsSJIS/SISCS?SsSG!"9-<-1q! J4dGH=qE9!K$r0z$/SH! #¢ (J 
2$B! !KA81!V4m81Sr$*$+S9S3SH!#@. 8ySN$?S7S+SGSISSS3SHSr$"S (SFS9ISkKS3SH! #!We (J 
éESBSHS"SjS*°S7S?!#KA81<TSHKA812HSKSDSSSFSO=qSSSFSJISS!J5c!K! #¢ (J 

PSB! lp (J 
¢$B!!S=S1S5GSbKA812HSGSbKA81<TSGSbLn@8SNFy?) =C! J6aLSMhSISiLSCN@8L?BN! Kz (J 

iE SBSADISSGmS . OLSOFMA3Ax6x$7SFSb$*$+$7$/SISSSGS7Sg$& ! #8=SK@>MNSGSbHF | K\ 2 (J 
éSBSGSbDISS$GmS . $O$h$/=PKW$7$?S=Sé&SGS9ST7! #2 (J 


v 


ESBSGSbS3S5N5"S$ 2S 4S0%M%?S, $D$-$k$HA4A34m81$H$$$6&5$$, $7$J$$$+$i7k6I¿ (J 
ESBSiSSSOS S$ (SSS+SESSSHSHSSSETAS, G ԿԱՆՈՒՄ (SiS1SkSHSSS&¢ (J 
> ¢gSBS3SHSG:NMOSSSISFSkSsS@SmS&SM! #2 (J 


v 


¿SB!1S%“S!!"S3S1SOF10US9SkS1SI!"<+J,SHS7SFSO!"FMA3!V?)CfFGSKSJS3JS*S7S?!W (J 
¿SBSHS+S$SSSoS1Sk#R#P#GSrS$SdSCSFS_S?SSSGS9!#%7%_%se%1!<%7%g%sSGSOS9SGSKBg;¿ (J 
¿SB9R35; . ԱՏԵՆ F3F~S7SFSF! "FMA3Bf£lwSHS+3M%:%_SKAxSCS?S45S7SFSISC3z (J 
ESBSF:SSC$?SIS!! #2 (J 

2SB!!SGSb!"A0=RSNC5: w<TSb6uA [ — L S ery 1SoS1$SFSk!&!&!&!#D9SSƏ9R;¿ (J 
¿SB3SSN@: ?@?j<e$,8+$;$?881F$JSNS+!#¿ (J 


¿ $B; dSN>19gSODK$_$K46>p0\F~SOS78*S9!#5?S@!$:G6aSN%2!<%* SO! VDKS/SISS!WSsSGz (J 
ESBS9!#SDS$%S5!S2.86S5SsSbS*SCS7SCSCSFSKDLS j : G6aSN%2!<%* SOSP%i%S8%9S, S-SCSAz (J 
ESBS ISHSCSES"SIS*SO!#SDS*SF5!SCWL?=}$, S$ [SHSSSISISS$s$G$9!#S=S1SCSFSDS*S$5S$O0¢ (J 
ESBDKS$/SOLSSSSCSFS3SHS8ScSISSSGS9S+!) 2 (J 


V V V V 


¿$B!!CWL?=)$P$C$+$j!J>P!K$@S1$I!"AIQ8!J2sI|!KKbK!$N@-G=$,NIS$S9$.SF$kŠ+;(J 
¿SB$i!"S=S$S&46S8SJSSSQS1S8Sc!&!&!&!&!J!0!0!(!K!#FCSK#F#F!#¿ (J 

¿$B!!!V<+J, !a%-%c%i%/%?!<!W$8$c$J$/$F!V<+J, !a%Q!<%F%#!<A4BN!W$G$_$F$k¿ (J 
ESBShHSM! #$b$7$/SO!"!V<t+d, SO@OSOSTS$; X4x41!WSHS+! #3 (J 


> ¢gSBS3SNM' ?MSCSF; dSNS3SH!) <vI8SCSF!V%S5!<SFSiSHSPS IS ?PSESKSIINS"SIS"SmSISPSKSME (J 
> ¿SB%SH%j%&%` !WSN$3SH!) ¢ (J 


ESB! !S"S1!I"So0S+$45$°S7$?!) 2Բ50887, SK3ZS7SSSGSM!"SbSNSNSLIL!#S"S1Sb!I"S2!<S° ՏԱՀ (J 
¿SB;2¿ (J 
¿SB9MSKSJS3S= S&SGS9SM!#¿ (J 
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> ¿S$B!!46>p0NF-=PMh$k%2!<%`$O!"%@%s%8%g%s%*%9%?!<!"%&%#%6!<%I%j%#OJMh5WS7%$/¿ (J 
> ¿SBSd$SCSF$JSSSs$SG!"@'HsSH$Sb4hD%$S$CSF$/S@S5S$S%S!#¿ (Մ 


ESBS3S1SCSF46>p0\F~SHSSSE&SNS+SJI!) 2 (J 
ESBS3S$1S0!V46>pO\F~SCSF2?!) !WSCSF=j$*SG7!$j2<S2SISSSHI,$+SiSISSSt+!#3 (J 


VV V V V 


¿SB!!1:FSS!"9-<-1qSh$j!#B>?MSN?4M)$d7]=Q:nI1JS*S?SO<+A3BP>]SNS&SASK!"<+J, <+?H;¿ (J 
¿SBSN¿ (J 
(SB465pSd@:?0SrEj<MS7SFS=S1SrD>0NX SKM)2r595k535H!#%j%C%W%9SNH-3X$N:,KN86M) 18 (J 


¿SB!!<+J,$, $=$3$GRQOSC$F$k46$8$N; V$G$9!#%P!<%A%C%k%j%"%j%F%#!<!"2>A[8=<B$C$F;¿ (J 
¿SBS3¿ (J 
¿SBSH$+$J!#%-$c%i%/%?!<$HF1BN2=$9Sk;v$@S+$i%1!<%7%s%0%2!<%`$d#3#DSN%S"$/%7%ga (J 
¿SB%s¿ (J 

¿S$SB%21<%`$r$d$C$SF$Sk$SH$=$&$ŠJSk$SN$+$SJOJS!!&!&!&!# (J 


ԵՏՔ !M>CLS$@S1SISP!<%A%cSOA* :n$7SFSk5$$,$7$5$/SF!"46>p0\F~SG$-$*$; Ss! #Sb$Cz (J 

: SBSH! "¢ (J 

S SB<+J, SGSASCSFSK5$S, S9Sk32!<%`=P$J$$$+$J!#; (J 
2$B!!8=<BSH2>A[$,J,$+$iSdI$/SISkSH: $$k$+S$i!"M*@) $9ŞKFO0$-$, S"Sk$S_S?$SSS@S1SI!"¿ (J 
:$B$I¿ (J 

 SBS&SISKSNS4+S0!8!6!6!G! #2 (J 


ԵՏՔ !A4A3K\ITSH4X78S ISS I8>O0SKSISCSFS7S*SC$?SsSG!":G8eSK! #2 (J 


ՀՏ: !ItOLS@%a!<%8@) $rF3F~S7SFSSSF!"S"SNSUSm! <%A%c!<SH$+$i8+Sk$H!"3;SOItd, 3; ¢ (J 
¿SBSr¿ (J 

2 SBSASKSNSGS7$q$E$+!) !J%, %s%H%1%C%H$d%0%j!<%V!"%V%1%9%H%W%1!<%H$J$I!K¿ (J 

ESB! !SASKSSS@SCS?2$11"7 K3PE*SKSOS$+$ JSS ISSSDSNSKS7$2$ [$&9, SSS$$GS7TSgSel#e (J 


¿SB!!SGSb!"ItOL3;SrItOL%Ss@%a!<%8SGSdSkSH6;SO7xSSS1SI!"F9SKF-S$SCS$S?9iS*=*SSSHS+¿ (J 
LSBSS¿ (J 

S SBS&QO; ` !J>P!K$, SG$S-SkSNS+SJ!#S=SsS5SSCS?3J9%59Sk@o;NSO6; SGBG7bSr<uS15kShSs: (J 
:$B$K¿ (J 

S SBS9SkS@SmSES+Si!"6; SK%@%a!<%8$, 9T$-$d595/595kSNS+5J1) (J 

ԵՏՔ 16: $NBQ5WCM$, 60$+SG! "J"SOL5=} SN>19gSOSTSE&SOSKSNS+!) 2 (J 


ESB! !SWS1%S%d! <SH$7SFSOGK<F@SNSS$S$+$I8$; ` SKI}! "B3=PSNShS&$JI5$8,$7$*°S9l#e (J 


¿$B!!¿ (J 
--MESSAGE FILE 22572 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000039html.html 


--MESSAGE FILE 22573 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000042html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?ISO-2022-JP?B?GyRCQmc3bjJ1l10TVUbKEI=2=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?ISO-2022-JP?B?GyRCRnxLXDhsJVslQyVRITwbKEI=?= 

Date: Tue, 24 Jun 1997 00:39:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <morohaSef3019970624003927@news1.scei.co.jp> 

References: <moroha$ef3019970602202236@202.238.103.35> <339840A9.4B20@mxa.meshnet.or 
.Յք» 

NNTP-Posting-Host: 202.217.31.148 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


$B! !STS&$b!"=tMUSG$9!#$9SCS$+$ JSSSKSISCSFS7$*°S$$$*°$7$2$,>/$7%US) sm! <Sr!#e (B 


playstation.ny.resource.planning.discussion ¿SŠBSN¿ (B <339840A9.4B20@mxa.meshnet.or. 4 
p> ¿SBSN (B 
¿S$SB5-;v$K$*$$$F; (B 1997¿SBG/¿ (8062չ587ոչ (B07; SBF|¿ (8(258Բ2: (B) 01¢$B;~¢ (B54¿$BJ, ¿ (801 
¿SBIC:"!" (B 

kurosaki takashi <kurosaki@mxa.meshnet.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 
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>FJAMEA, FJAMES, FJAMEP, FKBOARD 
> SBSN; MSDSN3U3) !<%i%` SrSASGSCSHS@S1SNS>S-S*S$7S7! #2 (B 

>zSBIY;NDLSN?F; X%7SUSHSrH/E8$5$; !"!VF|K\81F~NO%3%s%=!<%7%"%> !W$GSd$CSF$SSk; (B 
>NICOLA; SBG [Ns%—-!<%\!<%ISHSSS&SNS, @9SSSKSGSFS-S*S9!#1TY; NDL7OSN%Q%=%3%SDL?.¢ (B 
>: $B$@$+Siz (BNICOLA: $BG [NSSKNOSrF~S1$FSkSNSG$7S$gS$&$+! "S=S1SHSbOLHVCmL\S5S1SF$$Skz (B 
>¢$B%—-!<G[NsS$@$+SiSISNSGS7$g$&$+!) ¢ (B 


éS$B!!SHSSS&S+!"S"S=S3SOSbSHSHSHSK%S3%iSKSDSSSFOCS$S79gGS&%US) !<SiS* S@SCS?SNS,S@Ssz (B 
ESBS@SS3HDSS5S1SF!ESHSSSE&S3SHS@SCS?SOS:SGS9!#¢ (B 


>¢$BS—-!<%\!<S%ISNF|K\81G[NsSO! "S@SSSVA0S+Si@9SSSK8E5£S5S1SFSSSF!";d$,I9S$$?S3SHS, ¿(B 
>ESBS"SkKSNSO!"2?7#T#L#SS—!<S\!<SH!"SHSmMSSS—!<S\!<SI! "#N#EFCSN#MK<03—!<S\!<SISGSO! #2 (B 


é$B! IB>SKSb$ssm$$$m$H$"$j$*$9s, "SHS jS"s (S: (B 


<A HREF="http://www.vector.co. jp/authors/VA000964/index.htm" >zSBSYSs$<$s% (595"չ (B</ 
A> 


ESBSrSNS>SSSFS_SkSNS$, 5HSG$9!#SAST$_SK!";d$0; HS (SkSHS—-SO!VK1!\2V!WSr;HSCSFSSS*S9! #2 (B 
éSB2VG[NsSOS"S1SOS"S1SGSJI$+SJI$+7]=QE* SISHSNS@SH;WSCSFSSS*S9! #2 (B 


>¢SB:#SGSb@9SsSKSSSmSS$SmSJ%—!<G[Ns$,DsOFS5S1SFSSS%S9S, !"S?SVSs?eLL2<SGOLHV% [SCSHE ( 
>¢SBSJ@0SS$S,7+S39-S2SiS1SFSSSkSNSO!"7HBSC<KvSNF~NOJ}K!S@SH;WSSS*S9!#SFS3s%S—!<SOSi¢ ( 
>¿ SBSSSNBgS$-S5SNAUCVSG! "9bB. SKF |K\81$rF~NOS9SkI}K! ! #S1$&S7$FSb$=$1$01, MWS@SH; dSO3z (1 
>¢SB;WSSS*S9! #2 (B 


ww 


ա 


2$B!!So$j$H:G6a!"#1#6%-!<SGF|K\81F~NOSr$9SkSHSSS&C<Kv$, =P$^$7$?$M!#¿ (B 
2$B!!2a5n!"01HV46?4$7$?SNSO#1#08DSN3-! <SNS&SA!"228DS+SrF1; ~$K2!$9$3SHSGF|K\81$Nz (B 
¢$B8}=RI .5-$*S$GSGS-SFS7S*S&SHSSS&S—!<3\!<SISGS7S?!#S2S@!"S*S=SiS/#1#O8DF1;~S$K2! 2 (B 
ESBS; SkSHSSS&A0DSSKN) SCSFSSSKSH; WSOS1SKSNSG!": #2SSNShS&SIMOQESSK1~MQS 9SKSNSOF $73 (1 
¿SBSSSGS7SgS&S, !E¿ (B 


ա 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢S$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22573 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000042html. html 


--MESSAGE FILE 22574 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000043html.html1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kurosaki takashi <kurosaki@mxa.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?iso-2022-jp?B?GyRCPOY7WCU/JSQ1LVCVZJITAkT jt +QmUhKRsoSg==?= 

Date: Sat, 28 Jun 1997 20:31:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 49 

Message-ID: <33B4F610.1658@mxa.meshnet.or.jp> 

References: <moroha$ef3019970602202236@202.238.103.35> <339840A9.4B20@mxa.meshnet.or 
-jp> <moroha$ef3019970624003927@news1.scei.co.jp> 

NNTP-Posting-Host: 133.205.49.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Winl6; I) 


¿SB9u:3jSGS9!# (J 


Moroha Otuki¿$BBg7n=tMU¿ (J wrote: 


> <A HREF="http://www.vector.co.jp/authors/VA000964/index.htm" >¿SBSY$s$<$Ss%(%j%"¿ (J 
</A> 

> 

> ¿SBSrSNS>SSSFS_SkSNS, 5H$G$9! #SASJ$_SK!";d$0; H$ (S$kSH$-SO!VK1!\2V!WSr;HSCSFSS$*S9! #2 
(J 

> ¿SB2VG[NsSOS"S1SOS"S1SGSJS+SJS+7]=QE*SJSbSNS@SH;WSCSFSSS S9!#¿ (J 
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¿S$B>/$7$@$1%[!<%`%Z!<%88+$F$-$2$7$S?1# (J 
¿SBD6B?CJ%$7%U%SHJ)<0OBJ880HW!VIw!W$=$N8_49%$I%i%$$SP!VK1!WSH¿ (J 
¿SŠBCf;X%7%U%H$+S$ŠJG[Ns!V2V!W$G$9S$SM!#¿ (J 


> ¢$B!!$o0$4j$SH:G6a!"#1#6%-!<SGF| z (J{¢$B81F~NOSr$ 9SkSHSS$$&C<Kv$, =PS*$7$2SM! #2 

> SB! !2a5n! "O1HV462487S?7S5NSO#1 #08DSN% —!<SNS&SA!"22?8DS+SrF1; ՆԱՆՈ 0 1 ատն J 
> ¢SB8}=RI.5-S*SGSGS-SFS7S*°S&SHSSS&S—-!<3\!<SISGS7S2!#525@!"S*S=SiS/#1#08DF1; ~SK2!3 (J 
> Orne Er S One an Corse sy ՈՀ Sone p: p Nos 5) 
> ¿$B$$$G$7$g$&$, ! Ez (J 


¢SBS3SNJUSN>pJs$0O; dSO$"S*S jF~<jSGS-SFSSSISSSNSGS9! #32 (J 

ESBENFT#TSG!<%S?DL?. Ն ՏՏ T 7 1 Y 75 7 ԱՐԿ ՈՎ 
ESB!<S, #1#68DS_S?SSSGS9! #2 (J 
http://www.nttdata.co. jp/about/news/090508 html 
éSB!!S3S1SHSOJLSK! "TY;NDL$+Si%+%9%?SMSCSH7?%—!<S+!<% og cia H/I=$5$1SF¿ (J 
¿SB$SSF!"$3S1SOIY;NDL$N%S[!<%`%Z!<%8%$G5-;v$r8+$1%$2S9!#;¿ (J 

— G G ee Ան կոթի ee a 


es a tun tapa tai tapa uh tapi apa ee delay Yee opa h u hapi asun te t 2 al 
ESB?PF; XS?SSSTSSSOSN; ~Be!) ¢ (J 


2 SBSHS$3$m$G!":G6aF |K\81HGz (JWindowsCE ¿ $BEK : \SN7HBS%Q0%=%33%3sS, #2$DH/I=$5$1$^$7$?; (J 
ESBS, !"SSS:S1Sb#J#I#S=`5rS$N%-!<%SN!<%SISNShS&SGS9!#¿ (J 

E$B$3$1SiSN7HBS%0%3=%33%38S0! "4ySNL5$$>1=jSGSOSIS&$d$C$F%—-!<Sr$?$?S/SNSGS7Sg¢z (J 
ESBSES+!) z (J 


2 SB7HBS%Q%=% So ՎԱՆԱԿԱՆ DE X%?%5%S%s%0$H$SS&$3SHS,¿ (J 
¿$B9-$/9T$o$I$F$$$^$9!# (J 
¿SBN><j$G7HBS%SsQO%=%3%Ss$SrS7SCS+$jSH;)])SA!"#2KNSN?F;XS@$1SG%-!<$r$?$?S/SNSGS9!#; (J 


¿SBS=S&SSS ($P!"?F; XSG%-!<A`:nS9SkSHSSS&SNSOSF%S1%S%S2!<%` SN%3%Ss%*H%m!<%1SNA` ¿(J 
¿$B: ora ç ea $;$s$+!*!!$d$OSj!"4y$SNL5$$>1=j$G$O?F;X%?%S$S%T%$s%0¿ (J 
¿SBSK8BSjJS“S9!1#¿ (J 


* name : Takashi Kurosaki 

Bi oe E-Mail : kurosaki@mxa.meshnet.or. jp 
—-MESSAGE FILE 22574 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000043html.html 


--MESSAGE FILE 22575 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000044htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?GyRCPi41TSU/MGxCahsoQg==?= 

Date: Sat, 12 Jul 1997 16:43:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <morohaSef3019970712164345@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.149 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


é$B! !0-L4SNSh$&SJ01=54VSbShS&Sd$/2aS .5nS$j!"SSS/SiS+S7SNS .SdS$9S$S;~J, SHSJS3JS S7S?!#¿ ( 
¿SBSoS?S7$SNIt20SONdK<S, SUSSSbSs$G!"$ [SSSHSKE] $1$k$+SHS*SbSSS*S7TS?ShH!#S3SsSPSsSO! Mz ( 
ESB=tMUSGS9!#:#2SSOSASGSCSH>.%MS?SUSjSr! #2 (B 


B 
B 


LSB! !#3#D3"%/%7%Sqg%SS2!<% ¿(B 

2 SB! VSASE! <$V%[SC31!<!We (B 
2581 | 4pK\%3%s%; SWSHSO8GSES*SGSDSIS/% (%"*[5C%1!<SGS9!#; (B 

ESB! !SSSoSfSk% (S"S[SC31!<SHOCSESHS3SmMSO!"S2!<%> SUS#E!<SkSIS,1_E{ SNFDB&SKSISCSFSS$3 (B 
ESBSKSHSSS&E@SGSO! 8: (B 


2$B! !S=S7SF%b!<%IS, ; OSDS"SCSF!"S=S1S>$1!"z (B 


éESBHL!S8GDjS5S1S?SA%e! ՀՇՄՏԱԲԵԹԵՏԸՏ16515ՇՏ5 ԱԱ cry T 'KS, 3JSk%$?%SSW!#;kEQ¿ (B 
2 SBSOSASE! <SVSNCE?4<4$r1dD9$7$?30ItSKCVS/! #2 (B 
ESBHE2Z!SSiS1SCSHSNO\FOSKZASE! <3VS, SASACYSISFDI?0S9Sk%?SSSW! #; KE@SOZSAZSE! <SVSKCVS/! #3 (B 
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¿$B#3!sS%i%1%C% `-hr YY 7 2 J-Y Xl ea kE@SOSiz (B 
¿SB%1%C%HSŠSKCVŠ/!#¿ (B 


2 SBSHSSS$&S3SHSKS7$*S$9!#011~#28, $*4+SaSNSb!<SISG$9! #2 (B 


ESB! !S"SSSGS">!TISNS [SHSsSIO1LH/7] SNShHS&SIBeT*SGS9S, !"SA%SeE!<SVSrH>F) L@SKS7SFS=$3; (B 
ESBS+S$i8+5S ($KkGX7J$K$3$1Ś$P!"%8%'%C%H%3!<%9%?!<$G%2!<%` SrS7SFSSSkShHSESTFC<1SJI700; (B 
ESB5SSrS$rL#$o$ (SkKSNSHSNSKSISKSNSGSOSTSSS$+SH; WSSS*S9!"SOSS! #3 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


// 
—-MESSAGE FILE 22575 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000044html1. html 


--MESSAGE FILE 22576 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000045html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCP3tAOBSoSiAbJEI3PRsoS1lwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B? I kRpYWJsbyIbJETkTkKBoJESkIiRrJGIkThsoSi 4uLg==?= 
Date: 15 Jul 1997 22:44:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 39 

Message-ID: <01bc9170$57de91a0$SLocalHost @noobow> 

NNTP-Posting-Host: 202.213.133.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


2 SBS_SIS5Ss#P#C%2!<%> SN; (J"DIablo"¿$B$O0O$4B8$8$G$7$g$&$+!)¿ (J 


ESBS\$/S$0:G6aS"SN%2!<%> SrCNS4!"SdSCSFS_S?SNSGS9S, ¿(J 
éESBHS>OSK46F0S7S*S7S?! #2 (J 

¿SBSJSKS, S+SHSSS&SHS=SN%S2!<%* $O; (Jinternet 2 $BSG%5!<%SPSKz (J 
ESBSDSIS2SFSdS1SP!"@S3&SN?MSHO1=o0SK; (JPLAY; SB$S9SkS3SHS, ¿(J 
¿$B$G$-!"¿ (Jchat¿$B$J$I$GO"7H$r$H$j$J$, S$iSd$1$Pz (J 
ՆԱՆԱ ՈԱ ՀԱՆԱ 50568 ՆՑ 100011 


ESBS?SVSs!"S3S1SrFISsS@JI}SNS[SHSsSIS,¢ (J 
ESBSISKSr: #99SH; WSoS1SkKSHSO; WS&SNSGS7SQSE&S, !#¿ (J 


2S$BS\$/$0; OSaSFSN7P83 ! JS=SNAOSK#WHBSGSb>/ST746S8SFS?S1S1!Ke (J 

2 SBS@SCS?SNSG! "M>7WSK4674S7SFS7S*SS3 (J 
~5B$3$1$+S$iSO!"$_SsSIS"S"SSS&;v$rS9SkS$?SaSKz (Jinternet ¢SBSrMxMQ; (J 
¿SBS9SkS3SHSKSJSkSsS@SmS&SJS!!!SHS+¿ (J 
¿SBSSSm$s$JS?%SSWSNS"S"SSS&2>A[8=<BSG<R2q$rŠDS/SkSh$&S$SJS2!<%`$,¿ (J 
¿SB=PSFS-SF!"STISASIS+SHSSS&SH%2!<%`SHS$SSS&OHSGSOG<SaSiSlSJS/¿ (J 
ESBSISCSFS-SF!"S_SsSJ!J7k9=O01HLSN?MSb4*SaSF!Kz  (Unet;¿$B$H8=<B$N; (J 
¿SBFs=E@83hSr$9SkShS&SKSJSCS?SjJS9SkSsS@SmS&çSJS!¿ (J 
ESBSS$S$dz (Unet ¿SBSHSNFs=EFE@83hS$SOQNS+S$SiS$S"$CS$?S1SI¿ (g"DIablo"¿SBS,SdSCS?53$H$O¿ (J 
éSBSUSDS&SN?MSrS=SESSSEAS3ESKNZS—9~S* ge ra ~$,C4SCS$?¢ (մ 
S SBSHS$S&; v$, ՏԶՏ4ՏՏՏՅՏԱՏՄՏՏՏՅՏՈՏՃՏՄՏ| Հ 


ՀՏՑՏԱՏ՞Տ"ՏՏՏՈՏՏՏՈՏԻՉԵՏ (SESTS*SS$*S7T$?l#e (J 
¿SB$3S1SiSO!"SbS&8@$S8ES5S1SFSk;vSJSsSGS7SgS&S1SI¿ (J 
¿SBSNS/SOS"SN%2!<%`SKS$S9545S46F0$Sr$7SFS7S“SCS?SNSG (J 
ՀՏՔ-զտ-9-5 ՏոՖ55չ9Ի5552505-՞57521 84 (Մ 


ESBS=SsSG!"S$3S1S+SiSN%2!<%* SOS?SVSSS"SISKDI=>S7SF3 (J 
ESBSSS$m$sSJISbDSNS,=PSFS/SkSHS*SbDSESNSGSIS, !#¿ (J 
¿S$SB1JS"$1$r$d$CSF#P#SS,L/SKS*$bSASc$K8+$ (SFS7S*SE&:#F | (J 
ՀՏ8ՏՅՏԱՏ4ՏոՏՄՏՏՏԸՇՏ9Տ, !K¿ (J 


¿SBS_SJSSSsDL?.%2!<SCSFS3S1S+SiSISsSJSNS,=PSFS/SKSH;WSSS S9!)¿ (J 


¿SB%šL!<;¿ (J 
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—-MESSAGE FILE 22576 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


Տտւօո/00000045հետ1.հետ1 


--MESSAGE FILE 22577 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000046html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


From: "=?1ISO-2022-JP?B?GyRCP3tAOBsSoSiAbJEI3PRsoSlwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 


et.or.jp> 
Newsgroups: playstation.ny.resource.planning.discussion 
Subject: =?1ISO-2022-JP?B?GyRCJUTULUCUKJVALaORMPy41MiE8JWAbDKEo=?= 
Date: 15 Jul 1997 22:44:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 85 

Message-ID: <01bc9170$5ad98220SLocalHost @noobow> 
NNTP-Posting-Host: 202.213.133.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿ SBAOSN=q$-9~$_SKB3$SSFS$GS$9$, ¢ (J 
ESBE@SS8ES5SSISFSkS$+S$bH$7S$15%S; S58, !VS3S1S+SiSODL?.%2!<SGS7Sg$&!We 
ՀՏՔՏԱՏՏՏԵՏԱՏ, KMSN7TKO@SITSSSGS9! #3 (J 


ESBS$\$/$001$D$3$1$, =P$F$-$=$&$0$H9M$ (SFSSSKSNS, ¿ (J 
ESBS"SkSsSGS9S, !#$*°S"F1S870E}SISs$G$"$*S$52?27S7S/SISS$¢ (J 
¿SBSNSGS9S, !#¿ (J 


¿SB?M4VSSSDSN@GSSbS$SJSKS+SCSASeSH@oAhŠr;¿ (J 
¿SBS7SFS7S S&!#¿ (J 

¿ SB@oAhSO?M4VSNG@OF .K\G=$+$iS/SkKSbSNSG; (J 
¿SBC/SKSGSbS"SkSpSNS@S+SiSJS/SJSiSJSSS7¿ (J 
ee ere 
ESBS+SISIS"SKSH;WSSS*S9! 8: (J 

ESBIT6* 25SGSOS"SkKS1SI!"$2!<%> ՏԱ»ՇԾՏԱՏՀՏ1չ (J 

¿ $B2DG=$J$3$H$, $d$0$j%2!<%` :n$k$sS@SC$?Siz (J 
ESB4pK\S@SH; WSESNSG! #2 (J 


2$B!c%3%S%; SWSH! dz (J 


¿$B!2!2%5%P%$%P%k%2!<%`$r40A4$K:F8=$7$?$$!2!2; (J 


¿SBQ@QoAh$rHs>o$K%$j%"%k$K:F8=$7$2?%2!<%`¿ (J 
ZSBS-SlSb!"S+SJS3jS_ %/SmSJ2SHS3SmSGSN@0oS$Sr; (J 
¿SB%$3j%"%$k%$?%$%`#3#D%"$/%7%g%$s$GSd$k$SHS$SS$&SŠSbSN$G$9!#; (J 


¿SB%$W%1%$%d!<$O01lJbJ<$SGJ#?EŠSN?M4V$,=8$CSFSdSk; (J 
¿S$SB$=$1S$S>Sl1!"AQ@7b!">%2|!"FM7b!"DL?.$JS$ISKJ,$+Š$l1$F¿ (J 

eee ore SB! KSKShSkO" 7HSGSA! <3° BP93STSISG%2!<% > $r (7 
¿SB?JSaSFSSS/¿ (J 


¿SB!cBP>] !d¿ (J 
¿SB%$5%P%$$SP%k%2!<%%*!<$rCf?45$K; (J 
¿$B$=$1$K6=L#$, $"$K$1$I!"$dA$C$F$_$k$K$O;¿ (J 
¿ SBBg ?MS 2S TSSSHS$$&?2MS*SGz (J 


¢SBM_Sr8@S$ (SP: #$*SG4X78SNSIS+SCS?2MS, $3$1$r5!2q$Kz (J 
£SBS5%P%2!<SNS*SbS7SmS5SrCNS1SKSHSSSESOSiSSS*SGz3 (J 


¿SB!c%7%9%F%`9=@_.!d¿ (J 
¿$B!J%5!<%P$J$I!K¿ (J 


¿SB!&¿ (JINTERNET; SBSG$N;z (JMULTIPLAY; SBS, 4pK\$J$N$G%5!<%P>e$G%5!<%S%9$rDs6!; 
¿SB!&¿ (USER: $BSOS=SN35 ! <$P$K3"%/%; %9$7$FŠ=$N%5!<%S%9$r<u$1$k; (J 


2$B!&%5!<SPSO02] 6b37%9%F%S* Sr:NMQS$7:G=iSN#2#0; ~4VSOL5NASG; HMQ2DG=; 
é$B! &4pK\8@81S010812 (J 


Հա ՏԱՆՆ ՏԸ ՏՐ 0 ae 


£$B!&%2!<%> ՏՕ47ՏԵՏԻՏԱՏ"531ՀՏՄՏ,Տ"Տ)Հ(7.. 
¿S$BMWS$SO¿ (JWarBirds; $BSN%7%9%F%> SN; EMMSr$= —SNS* S*°S*°SMSk! #2 (J 


(J 


(J 
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(J 
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25B! &2nLL$0%5%P%2!<SN; kKE@SG! "#3#DSG7bDSAIGSE! #e (J 
¿Š$ŠB!&<+J, $N%] !<%: SAOLCVSKSHSCSFE ($+$iSN; kG'@-S$, 0cS&! T#3#DSGSAS1SPEVA3$+3 (J...¢$B!Kg ( 
J 
¿SB!&<+J, $N] !<%3:S0%-!<SG!"0\FOSOSF%s%-!<!">H= O\FOSOS*S&S9SGA* ing (J 
éSB!&CF4]SOJ*M}K!B'SK=>SCSFMnSASKkKS7!"CF4]Sd=FSN<oN* ՏՄՏՏՏէՏԵչջ (J 
éSB!!8=<BSNSbSNSr:F8=!"2 (J 
¿SB !&#1%2!<%S`FbSGSO4pKNSO#BR2%SA!<%S`SKJ,S+S1$Sk!# (J 

¿SB!&% -%c%s%Z!<%s%2!<%` SHSW% 1%S% ZY!<ZH%2!<%` S; $"$j!"¿ (J 

PSB! 13- SC%S%Z!<%S%2!<%S $O$_$s$J$,<+M3$K$D$J$0$3$H$, $G$-¿ (J 
¿$B!!012s;`$s$@0$i=*$0o$j!"¿ (J 

ESB! !SWSiSSSY!<SHS2!<%* SOCG4VS&SASG=8SCSFSHS+!"BTIG<<SG?MSrM6SCS$?S4¢ (J 
é$B!!S7SFSdSk>1=j!"!1I;°>S$s$@Si!ISHS+SN@) 8BSO<+M3¢ (J 

2$B! &%-%c%iSO#1z (Jaccount ¢$BSKSD$-#1$D!"; ‘$s$@SiF1L>$GI | 3h$5$;$FS$$/3 (J 


¿SB!&<+J, SNCeSkI~SKSb5$$r; HS (SkKMQSKA*Br2DG=! Jz (JFIELD; $B! "E78u! "Lr3d!Kz (J 
¢$B!&?MSOBGS$?$1$?Si!"!JIBGS?$1$?2U= JSdEY9gSSSKSh$C$SFSOLn@oIB1!SK¿ (J 

$B! P< 1!S7SFD>$;$k!"8=<B; ~4VSGSb#2=54VSH$+%-%c%iS, ; HS (SUS/SITSkK!Kz (J 
E$B!!%-%c%iSr: n$ jD>$5$MSP$I$i$IS$ ! ISd$CSQ$j$3$1$x$7$IS$$HA4A36 | [D% i; 
¿SB!!=P$SJ$S$S$7!"$3$&S9Sk$3SH$K$hS$SC$F8eJ);Y1gŠdDL?.!"AQ7bSJSISNLr3d$r;¿ (J 
¿SB!!SdSmS&SHS9Sk?MS, SGSFS/Sk!K¿ (J 

re 933%5"S,SSSkSGS7Sg$&!#!J22??ME]S7S?!"C/SrE]$7$?!"SISs$I%_SCS7%g%S¢ (J 
¿SBSr¿ (J 

¿SB!!$3$J$7$FMh$?$J$I!K¿ (J 


¿SBS7SCS+SjJ8=<BSr:F8=S7SFS*S1SP!"S"SHSO¿ (Juser¿SBS, $$S$m$$$m3Z$7$_J}$r8+SDS1$Fz (J 
¿SBS/S1S$SkSGS7SgS&¿ (J 


ESBS\$/SO!"S3SsSISNSr:nSCSFS_S?SSSGS9!*!1*3 (J 


¿SBEvA3S3SsSJSHS3SK=qS$S-9-$s$SGSbS=S1SOK>SaSJSSS@SmS&S1l1SI¿ (J 
¿SB6=L#SNS"SkJ)¿ (JreszSBBISCSFS*S9! #2 (J 


¿S$B%L!<¿ (J 


—-MESSAGE FILE 22577 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000046html. html 


--MESSAGE FILE 22578 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000047html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “o-mikita" <o-mikita@po.tama.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?UmU6ICJUEAaWFibG8iGyRCJE5AaCRLJCI kayRiJE4bKEouLi4=?= 
Date: 16 Jul 1997 14:29:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 59 

Message-ID: <01bc91f4$a3377660S4c088bcb@gateway2000.ns1.sphere.ad.jp> 
References: <01bc9170$57de91la0S$LocalHost @noobow> 

NNTP-Posting-Host: 203.139.8.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS_SJS5Ss#P#C%š2!<%` SN; (J"DIablo"¿$B$O0O$4B8$8$G$7$g$&$+!)¿ (J 


éESBS\S/S0:G6aS"SNS2!<% ՈՄԱ er S 

¿ $BHS>0$K46F0$7$^$7$?!#¿ (J 

¿SBSJSKS, $+$H$$$&$H$=$N3%2!<3` $O; (Jinternet¿$B$G%5!<%P$K¿ (J 
ESBSDSIS2SFSdS1SP!"@S3&SN?MSHO1=o0SK; (JPLAY¿ ae 52 
¿$B$G$-!"¿ (Jchatė$B$J$I$GO"7H$r$H$j$I$, $iSdS1$P2 

o sns l So$+$C$?S+SiSGS9! #2 (J 


ESBS ?SV$s!"S3S1SrFISs$@J}$N$ [SH$s$1$, 2 (J 
¿SBSJSKSr:#99SH;WSoSlSkSHSO;WS&SNSGS7SgSS&S, !#¿ (J 


¿SBS$SNS/SO;OSaSF$N7P83!J$=$NA0$SK#W#B$G$b>/$746$8$F$2?$1$SI!K¿ (J 
¿SBS$S@$CS$?S$SNSG!"M>7WS$SK4624$7$F$7$2$S¿ (J 
¿$B$3$1$+$i$O0O!"$_$s$IJ$"$"$$$&; v$r$9$k$?$a$K; (Jinternet¿¿S$BŠSrMxMQ;¿; (J 
¿SBS9Sk$3SHSKSJSkSsS@SmS$S&SJS!!!SHS+¿ (J 


VVVVVVVVVVVVVV VV 
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¿$B$$$m$s$J%?%$SW$N$"$"$$$8&2>A[8=<B$G<R2q$r$D$/$k$h$&$J%2!<%` $, ¿(J 
¿SB=PSFS-SF!"SISASiS+SHSSS&SH%2!<%`SHSSS&OHSGSOG<SaSiSlSJS/¿ (J 
ESBSISCSFS-SF!I"S Ss$J!J7kK9=01HLSN?MSb4*SaSF! Kz (Jnet¿SB$H8=<B$N; (J 
¿SBFs=EQ@83h$r$9$kš$hS&$KS$JSC$?S$SjS9$Sk$sS@$m$S&SJŠ!¿ ¿(J 
ESBSSSdz (Inet SBSH$NFs=E@83h$OQNS$S+S$SiS"S$C$?$1S$SI¿ (J"DIablo": $BS, $d$CS?$S3SHSO¿ (J 
¿SBSUSDS&SN?MS$Sr$=$&$SS&Q$3&$SKOz$-9-4$`66EOS$S7$r%2!<%`$,C4S$C$?¿ (J 
¿SBSHSSS&;vS,S9S4SSS3SHSJSsSQSmS&SJS!¿ (J 


¿SBSHS*S$S"SSSmSSSmSH9MS ($ŞF$7$^$$$^$7$?!#¿ (J 
¿SBS$S3S1SiSO!"SbS&8@SS8ESS5S1SFSk;vSJSsSGS7SqgS&S1lSTIc (J 
¿SBS$NS/SOS"SN%S2!<%`SKS$994SS46F0SrS7$SFS7S“SCS?SNSG (J 
¿ $B=q$-9~$_$r$5$; $ŞF$$$7$0$-$^$7$?!#¿ (Մ 


¿ $B$=$s$G!"$3$1$+$i$ŞN32!<%` SOS?SVSSS"SISKDI=>S7SF3 (J 
¿SBS$SSm$SsSJSbSNS,=PSFS/Sk$SHS*SbS&SNSGS9S, ! #2 (J 

2SB! JS"S1SrSdSCSF#P#SS, L/SKS$*SbSASCSK8+S (SFS7S*S&:#F | (Մ 
ՀՏ853ՏԱՏ4ՏոՏՄՏտՏՇՏ95, ! Kz (J 


VVVVVVVVVVVV VV VV VV V 


E$BS_SJS5$sDL?.%2!<SCSFS3$1$+SiSISsSISNS, =PSFS/SkSH;WSS$*S$9!) ¿(J 

> ¿$B%L!<¿ (J 

> 

ESBS3SSSKSASO! ##MH#LI#K#HIFTHASHS SS&SDSNSGS9!#$! TSGSH#S"SVSMLSBNB3!&!E!&2(T 
:SB!IKe (J 

s SBEP $SSDB2J, SM$C$Hšo!<% /BP1-$SKSJSKSNSGSOSJ$SS+SHS*Sb$SSAS91JS=SNS&; (J 
ESBSA!IK! #2 (J 

¿$B$J$<$J$i!"$=$1$,%2!<%` 6H3&$NBg$-$J$SH%1%s%IS$SKS$SJ$j$DSD$S"$k$+$i$GS$9;¿ (J 
¿SB!#¿ (J 

¿SB#P#SS, SOSCSHSSSCSOS$SGd$1$1$P!"$*$9$%*$ 9S=SN2DG=@-$, 9b$*SkSNSGSO! #2 (J 


v 


¿SB8D?ME*SK=PS$SFS-SFM_S7SS%S21<%S` SO!"!VS°S5!<SNS"SHS5S(E(J ESBEIFNG (I ¿SB#N#E#T!O¿ (J 
E$B$_$?$$$J%2!<%` SGS9!#STSsS+L50UL#SCS]SSSGS9S, !"$=$3$,%$%$!# (J 
¿SB%5!<%SP!<SK39S$Sr$DS$S/Sj!">&IJSr@_Dj$7SFS*S/!#E9HVSO>!<j$KSdSCSFS/S1l¿ (J 

ESBSk! #2 (J 

¿$BO1J}<+J, $0!"9%$-$J; ~4VSGKA81$7$?Sj30MMjSr<uS1S?S4jS9Sk! #2 (J 
éESBSbSASmS$s%Q!<SFS#!<SrAHSSSGSNSWS1%SSSb2DG=! փՏէլՏ5Տ5ՏՇՏՉՏիտետմ 61861616 (J 
¿SBS3S&SSS&L50UL#7O%P!<%A%c%$k@G$3S%$b%NS,$G$JSSS+SJS!!"¿(J 
¿SB$H!"$*$bS$S&:#F|$S3$N:"1#¿ (J 

// 

// OMO MIKITA 

// 

// o-mikita@po.tama.or.jp 

—-MESSAGE FILE 22578 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000047html. html 


--MESSAGE FILE 22579 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000048html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCP3tAOBSoSiAbJEI3PRsoSlwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?UmU6ICJUEaWFibG8iGyRCJE5AaCRLJCI kayRiJE4bKEouLi4=?= 

Date: 16 Jul 1997 16:15:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 51 

Message-ID: <01bc9202$96da2580SLocalHost @noobow> 

References: <01bc9170$57de9la0S$LocalHost@noobow> <01bc91f4$a3377660S4c088bcb@gateway 
2000.nsl1.sphere.ad.jp> 

NNTP-Posting-Host: 202.213.133.202 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


2 SBS3SsSASO; (JMIKITA¿$B$5$s¿ (J 


> ¿SBS3SsSKSASO!##M#I#K#I#T#ASHSSS&SDSNSGS9!#!JSG%S#%"%SV%mLSBN83!&!&!&¿ (J 
Diablo¿SBSSSSSGS9Sh!#¿ (JU <*13*1¿¿SBHGSHS+SGSb¿ (Jnet¿ $B$KF~$k$3$H$, $G$-$k$+$i; n$7$F$_ 
$F$b$$$$¿ (J 

¿$B$+$b¿ (J... 

¿$B$?$7$+$I$C$+$G; (Jdown: $B$G$-$k$O0$:$G$9!#¿ (J 
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3D Programmers, Artists , Musicians, anyone that knows how to access 

memory cards or do proper 3D explosions that don't cause GPU timeouts 

required. 

—-MESSAGE FILE 2390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01093 


—-MESSAGE FILE 2391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001094 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tools 

Date: 4 Jun 1998 19:19:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6l6rvh$6019@chuka.playstation.co.uk> 

References: <6kql2tS6o02@chuka.playstation.co.uk> <611d4fS605@chuka.playstation.co.uk 
> <35765676.DC83622E@compuserve.com> 

NNTP-Posting-Host: nl.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35765676.DC83622E@compuserve.com 


Nick Slaven <NickSlaven@compuserve.com> wrote: 

>Graeme Evans wrote: 

>> it behaved 

>itself. One weird thing though, why are the title bar and menus on the 
>bottom of the window? 

> 


Thats the default setting. You can move the menu to the top. Not sure about 
elsewhere. 


-—-MESSAGE FILE 2391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01094 


-—-MESSAGE FILE 2392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001095 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux 

Date: 05 Jun 1998 10:40:01 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Sender: thutton@TECH10 

Message-ID: <uglhk7kbi.fsf@cybec.com.au> 

References: <6kkkr8S$lev15@chuka.playstation.co.uk> 
<slrn6émrvkg.4t2.tjs@indyl6.cs.monash.edu.au> 
<356EB58C.944AB518@cobite.com> <615qom$6016@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


1) 


"Anders Clerwall" <omgim@swipnet.se> writes: 

> Couldn't we just mak our own Linux utils?.. I'm new to Linux but I guess 
> programming (not for X) is about the same as programming in DJGPP 

> in DOS.. That I do.. Why not try? We have the specs for the formats, 
> I've already made a working (well... almost 70%) converter to .RSD.. 
> Shouldn't be too much work, or??.. What do you think?.. 

Man, I personally don't have enough time. I've had the thing for 
nearly 6 months now and I still don't have anything resembling a game, 
just half finished library routines. Porting the existing tools would 
take a couple of nights, and I could find the time for that. 

Otherwise it's easier to boot up Win 95 (gulp) and use the provided 
tools for half an hour before returning from the Dark Side. 
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> ¿SŠB#P#S$SbB?J, SMSC%H%O! <%/BP1~SKSISKSNSGSOSISSS+SHS*SbSSS% š SNS&¿ (J 
ESBS&!<!<Ss!"SGSb7k61¢ (UUSER¿S$SBS$SNB?$/$O<+J, SNEEOCS, L5$$$+S$i2 (J 
¿$B87$7$$$s$8$c$I$$$+$J!#¿ (J 


¢ SB8D 2ME* SK=PSFS—SFM_$7$$32!<%* SO!"!VS*°34!<SNS"SH35% (¿ (J ¿SB#T#N¿j (J ¿SB#N#E#T!O¿ (J 
éESB$_$?$$$I%2!<%* $G$9!#$J$s$+L50UL#$C$]$$$G$9$, INSZ ՏՅՏ, ՏՏՀ (J 
éSB%5!<%SP!<SK39$SrSD$/$j!">&IISr@_DjSTSFS*S$/! #EQHVSO>!<jSKSASCSFS/S$1¢ (Մ 

ESBSk! #2 (J 

¿$BO1J}<+J, $0!"9%$-$J; ~4VSGKA8187$?S30MMjSr<uS1$?$4S$9Sk! #2 (J 
¿SB$b$SASm$s%Q!<%$F%#!<$rAHSs$GSNS$W%$1%$Sb2DG=!#$H$$SC$?$ShS&ŠJ!&!&!&!&¿ (J 
¿$B$3$S&$S$SS&L50UL#7O%SP!<%SASc%SkQS3&SbSN$, $G$J$$$+$J$!!";¿ (J 

SBS=S&S$G6S9Sh! #$\S/$bS=$&SSS$&SN$,=PSFS/S1SPSSSSSHSO;WSS$*S9! #2 (J 


Oo ՊՈՊ VV NV 


ESB! I$9S$$%°S;$s%S*°Sj!<SNS"SH%S 5% (SCSFSASCS?S3SHLOSSSNSG6UA[Srz (J 
¿SB=q$S$šSAScSSS $95, IK; (J 


éESBS=SsSG! "EISHS+SGSO<+J, SN$—%$c%$iSN%G%6%S$S%sSrGdSCSFSkSsSGS9Sh!#¿ (J 

i SBGCS&B&SNz (JUSER: SBSO! J<+J, SNMNI~$rA*$s$GGc$&463P$G! K$=$1$iSrGcS&! #3 (J 
ESBEISNI}S$r$d$k;z (JUSER; $B$O; vA0SK8x3+S5S1SFSk!"%-%Sc%Si% (SGS#S?SGE (J 
ESBSSSm$s$I%-Sc%iSr:n$CSFGdSk! #2 (J 

éSB2HSdIp4o! "SISs$GS$b:nS1SFGdS1SkSsSGS9! #3 (J 
¿SBEvA3S+SCS3SSSS%-%c%šiSr=qŠ/?MSNE9SOHKQ@9S9Sk!JS*S*;qKN<g5A<R2q!* !K¿ (J 


¿SBS=S$S1$HF1S8S/%@%s%s8%Sg%sH/7!20!J%S(%G%#%?$G%S@%s%8%g%sŠr:nSCSFŠ$k!K¿ (J 
¿SBSHS+SbS$SSSF!"¿ (J 

¢ SBS=SN303S383qgSSSNC58!8"Sr$%S$?¢ (JUSER: $B$oOGc$C$F6b$d%$"%$$%F%`$r=8$a$K9TŠ$/!#¿ (J 
¢$B%@3s%8%g%sH/7!20S0C58!8"S@S1SGS0!"610+S$K8+9gSoSTS$$+$i¢ (J 

SYSTEM: SBB&$+Si6bA, $J$ jB>SNFCE5$J$5$r5}<uS$5$1$k32 (J 


¿$B$=$s$G!"0 [@-$H=d$j2q$$7k:'$J$s$+$G$-$?$jé (J 
¿$B$=$3$G$O07k:'AjCL=j$_$?$$$J>&Gd$, $G$-$?$j (J 


ESBS*$*!"S&S) SIS"! <F1;NSNZG! <ZHSISS$+S$OS1SCSISISiS4SS$SNA] FSS@SCS?$ 42 (J 
éESBS=$ JSCSDS&$IS5S$*S8S$<+M3EY$, ՀԹՑ-59515Քչ (J 

ESBSHS s$GSb$T$/S$O$*S5$*S9$Sh!#e (J 

ie Տ251Տ5ՏՏՏՄչ (J 


¿SBSL!<¿ (J 


—-MESSAGE FILE 22579 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000048html.html 


--MESSAGE FILE 22580 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000049html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Katsuya Higuchi <bugbear@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: "Diablo"=?iso-2022-jp?B?GyRCJE5AaCRLJUCIkayRiJE4bKEouLi4=?= 

Date: Fri, 18 Jul 1997 22:29:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33CF6FB6.4AC4FC46@ga2.so-net.or.jp> 

References: <01bc9170$57de9la0S$LocalHost@noobow> <01bc91f4$a3377660S4c088bcb@gateway 
2000.nsl.sphere.ad.jp> <01bc9202596da2580SLocalHost @noobow> 

NNTP-Posting-Host: 210.132.188.7 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


SB?(@8¿ (J ¿$B7=; (J\zSBFsz (J wrote: 


éSBS=S1SHF1S8S/%@%SSS8%SgSSH/7!20! 5% (SGS#S?7SGSASSS8SGSSSr:NSCSFSkK!I Kz (J 
¿SBSHS+SbSSSF!"¿ (J 
¿SBS=SN%@%s%8%g%sSNC58!8"Sr$*$?;¿ (JUSERZ SBSOGCcSC$SF6bSd%S$"%S$S%SF%`Sr=8S$SaSK9TSŠ/!#;¿ (J 


V V V VO 
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Dungeon Keeper ¢SBSHSS$S$&%2!<%* SOS4B8CN¢ (J? 


Dungeon ;SBSN<gSKSJSCSF!"3 (JDungeon ¢SBSr7!Sj?TSsSG3HDSS7SFSSS—!"3 (J 
¿S$BS$S&$SmSDS/KA81<TŠ$rC!$-SNSaS$S7!" (J 

¿$B$5$i$KJL$N<g$, : n$CS$SFSSSk ¿ (J Dungeon ¿$B$K7!$j?J$a$F!"Q, I~$7$F$$$/¿ (J 
¿SBSHSSS$S&%S2!<%`Si1iS7SSSGS9!#;¿ (J 


¿SBSbSšSASm$s!"¿ (JInternet ¢SBSGBP@o2DG=S@S=S&SGS9O!#¢e (J 


¿SBSdS$SCS$SFS_S?$SSS1SI!"2K$S,SJSS!<¿ (J 


Bugbear 

¿SBHu8)¿ (J ¿SB>!Li (J 

bugbear@ga2.so-net.or.jp 

—-MESSAGE FILE 22580 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000049htm1. html 


--MESSAGE FILE 22581 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000050html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCP3tAOBsSoSiAbJEI3PRsoSlwbJEJGcxsoSg==?=" <xe7k-sgo@asahi-n 
et.or.jp> 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?UmU6ICJUEAaAWFibG8iGyRCJE5AaCRLJCI kayRiJE4bKEouLi4=?= 

Date: 19 Jul 1997 16:34:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <01bc93a4$892bcd00SLocalHost @noobow> 

References: <01bc9170S$57de91la0SLocalHost@noobow> <01bc91f£4$a3377660S4c088bcbh gateway 
2000.nsl.sphere.ad.jp> <01bc9202$96da2580SLocalHost@noobow> <33CF6FB6.4AC4FC46@ga2.s 
o-net.or.jp> 

NNTP-Posting-Host: 202.213.133.225 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


reszSBSIS&SbSGS9!#¢2 (J 


Dungeon Keeper :SBSHS$S$S$&%2!<%* SOS4B8CNz (J? 


Dungeon ¢$BSN<g$KSJSCSF!"; (JDungeon ¿SBS$r7!$j?JSsSG3HD%S7SFSSS-!" (J 
ESBS&$m$D$/KA81<TSrC!S$-SNSa$7!"3 (J 

ESBS5SiSKILSN<g$, : n$CS$SFSSSk (J Dungeon ¢SBSK7!$j?TSaSF!"@,I~S7SFSSS/¢ (J 
ESBSHSS$S$&%S2!<%° SiSTSSSGS9! #3 (J 


VVVVVVVV 


éSBSbSASmSs!"z (JInternet ¢~SBSGBP@o2DG=S@S=SESGS9! #3 (J 


¿SBS=S$SsSJ%2!<%`SbS"SkSsSGS9S+!#¿ (J 

¿$B$=$1$C$F7k9=%a%8%c!<$G$9!)¿ (J 

ESBCSSTSFS_ShS&! #2 (J 

i SBSASJS_$Kz (JDOS/Vz SBSGSbS&S4$-S*S9ShHSM!) ¿ (J 

ZSBSL!<z (J 

—-MESSAGE FILE 22581 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000050htm1. html 


--MESSAGE FILE 22582 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000051հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“kokurikoupa" <mukunasi@tama.or.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?is0-2022-jp?B?UmU6IBsSkOQiU1LJVALJCVQJWtETD8uJTIhPCVgGyhC ?= 
Date: Tue, 5 Aug 1997 14:10:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5s6ct5$2b3@newsl.scei.co.jp> 

References: <01bc9170$5ad98220$LocalHost @noobow> 

NNTP-Posting-Host: 203.139.10.210 
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Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


£$B!!%3%/%35%33!<SOSGS9! #2 (B 


ՀՏ8 1: (Blaboz SBSNJ} $G%M%$C%H%2!<%* SNOCBJ$, =PSFSSS$*S9! #3 (B 

¿SB;dS, :n$CS$?¢ (BEPf3; SBSHS=S$SNMxMQ%S1%SSV%SiSjJSr;HMQS9S1SP!"9u#P#SSH%S%ss%?!<%SM%C%H>eSN¿ 
(B 
¿SB%$=%1%SC%H%5!<%P$HDL?.$,2DG=S$GS$S9!#; (B 


¿SB!!1;d$SOF#97nKvSK8-$1$F4JC1SJSMSCSH%šSo!<%/BP@o%s2!<%`$r:n$CSFSSSkSHS3SmSGS9!#¿ (B 
¿SBF0:n4D6-¿ (B 

¿SB%5!<%SP!!111111#9#5S2S?2SOFfN#T#4!S#O!!#V#C!N!N!! (B 
¿SB!111%/SiS$Š%"%s%SH!!#9#5!N9u#P#SSGS9!#;¿ (B 
ESBS/SiSSSE"SSSHSNHIF5SS*°S7SSSGSWSMSOTSSEA! <SHE@\B3S9SISP!"7k2LE*SKIu#P#HSS, %$5%s%?; (B 
ESBSMSC%HE (B 
¿SBSKSDSJ$,SJS S9!# (B 


--MESSAGE FILE 22582 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000051html.html 


--MESSAGE FILE 22583 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000052html.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: moroha@ca.mbn.or.jp (Moroha Otuki =?1SO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCI1AjUyROTEBG£CRPJEkkQyRBJEAbKEI=?= 

Date: Sat, 20 Sep 1997 16:33:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <morohaSef3019970920163337@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.149 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! !SISb!"S$9SCS+$ jIBUS1$0S; SNSDSSSFS7S*SCS$?=tMUSGS9! #2 (B 


ESB! !#S#CHES+Si#P#S8~S1SN%3%_%C%/#C#DS, H/I=SKSIS5S*°STS?S5M! #2 (B 
£SBS3S1S0B><RS, !VS*SkSASaASGSH#ES"C<Kv ! WSHS7SFSN%2!<%°5!SrGdz (B 
ESBS 549~SbS&SHS7S?SNSKBPS7TSFHP#SSr!VS"S/S$*°SGSb%S2!<%° 5!SGS9!We (B 
ESBSHS7SFS-S?#S#CHESNT } 2KE>49SNBhO1LUbSGS"SkSH; dSO9MS (ՏԲՏՏչ (B 
ESBS*S9! #3 (B 

¿SB!!!!11!1111111V9qFbFsQ@QiK|BfTa5Z$rLN;X$9! W; (B 
¿SBS?SaSKSOSbSOSd%s2!<%`S@S1SGSO<j6p$,B-$jJSJSSSHSSS&#S#C#E¿ (B 
¿ SBSNH=CG$, $=S3SKSOS"SkSNSGS7SgS&! #2 ( 


ա 


2$B!!S7$+S7!"S3SNSF3$%/%*SU! "SOS 2S 7SFSISNSHS&SITK2LSKSJISkz (B 
¿SBS3SHSdSi!)¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22583 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000052html.html 


--MESSAGE FILE 22584 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000053html.htm1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 
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Newsgro 


Subject: 


Date: T 
Organiz 
Lines: 


Message- 


Referen 
Reply-T 
NNTP-Po 
Mime-Ve 


Content- 
Content- 
X-WWWns- 


X-Maile 


GSX-Rz$ 
éESB!!¢ 
s. 


ups: playstation.ny.resource.planning.discussion 

Re: =?iso-2022-jp?B?GyRCIlAjUyROTEBGfCRPJEkkOyRBJEAbKEo=?= 
ue, 30 Sep 1997 01:18:05 +0900 

ation: PlayStation Net Yarouze 

4 


T 


ID: <60okii$m9n@news1.scei.co.jp> 

ces: <moroha$ef3019970920163337@news1.scei.co.jp> 
o: kouzou@ymg.urban.or.jp 

sting-Host: 202.231.136.88 

rsion: 1.0 

Type: text/plain; charset=iso-2022-jp 
Transfer-Encoding: 7bit 

ID: <342FD4B5.4EB1@ymg.urban.or.jp> 

r: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


B$G$"$J$^$9!# (J 


(JPS SBS@S1SGSOSTSSSGS9S1S1!": aie gi (UWIRED¿SBSO%2!<%`4X78SN%M%?$GS9!#¿(J 
LL: BCL2qS, SASGSCSHSS%+%37S*S9!l #2 (J 


—-MESSAGE FILE 22584 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


Տտ1օո/0 


0000053html.html 


--MESSAGE FILE 22585 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion 
Path: c 


/00000054html1.htm1 
huka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 


From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 


Newsgro 
Subject: 
Date: T 
Organiz 
Lines: 
Message 
Referen 
p> 
NNTP-Po 
Mime-Ve 


Content- 


X-Posti 


¿$B!!$I 
¿SB!!#P 
¿SB!!#P 
¿SBSHS+= 

¿$B!!#D 


¿$B$3$H 
¿SB!!So 


¿SB$HS$ 
é$B$=$7 


¿SBQ@oN, 
¿S$B!!$5 


// Brav 


——MESSA 
ssion/0 


——MESSA 
cussion 
Path: c 
From: m 
Newsgro 


Subject: 


ups: playstation.ny.resource.planning.discussion 
Re: =?1SO-2022-JP?B?GyRCI1AJUyROTEBGfCRPJEkkQyRBJUEADKEI=?= 
ue, 07 Oct 1997 00:24:44 +0900 
ation: PlayStation Net Yarouze 
23 
—ID: <morohaSef3019971007002444@news1.scei.co.jp> 
ces: <morohaSef3019970920163337@newsl.scei.co.jp> <60okiiSm9n@newsl.scei.co.j 


sting-Host: 202.217.31.147 

rsion: 1.0 

Type: Text/Plain; charset=ISO-2022-JP 
ng-Software: WSNews 2.015beta 


Sb! "=tMUSGS9! #2 (B 
#SHG#D#i#a#b#l#oH/I=SK$JS3j$S%$57S?$M!#¿ (B 
#C%S&%S) SCSASN5—; VSGSO! VS3S1SGS*S?BP@0%1!<SV%kS, !D!W (B 
QSSSFS"S5S*°S7$2S, !"2L$?7S7SFK\EVSKS=S1S@S1SGS7Sg$&St! #2 (B 
#i#tatb#l#o$, !V<uS1$?!WBgS-SJMWAGS, — L 5 r mene 
¿SB!V$SMS$SC%$H%$o!<%/%SW%1%S2DG=$G$"$k!W¿(B 
SKS"SkSN5O4VOcSSSNL5SSSHS3SmSGS7SgS& l; (B 
S?S7SOS3SNS"SHID#i#a#b#l#oSNH/GdS$SKS"SoS;SF¿ (B 
¿S$SB!V#P#S%Sb%$G%$`H/Gd!W¿ (B 
¿SŠB!V#P#SSMS$CSH3+;O!W; (B 
S&<j$, BGS?S1SkSNSGSOSJSSS+SHSSS&6/SS5?$SSSrJzSSSFSSS*S9!#;¿ ( 
SF$=$1$0A0$K=q$$$?; (B 
¿SB!V#P#SSNC&%$2!<%$`5!2=!W;¿ (B 
SNO14DSISNSGSOSIS$$+$H; WSCSFSSSkSOS1SGS9SM! #2 (B 
S"!"SOS?ST7SFSIS&SJSJS S9SdSi!# (B 


ե) 


e Sir Robin ran away He bravely ran away away // 
Moroha Otuki ¢$BBg7n=tMU; (B // 

e-mail : resource@FL.scei.co.jp // 

moroha@ca.mbn.or.jp // 

http://plaza7.mbn.or. jp/~moroha/ // 


GE FILE 22585 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
0000054html. html 


GE FILE 22586 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
/00000055հետԼ. html 

huka.playstation.co.uk!newsl.scei.co.jp!usenet 

oroha@ca.mbn.or.jp (Moroha Otuki =?1SO-2022-JP?B?GyRCOmc3bj10TVUbKEI=?=) 

ups: playstation.ny.resource.planning.discussion 
=?ISO-2022-JP?B?GyRCPWk9VSU3JUolaiUqOVY6QhsoQg==?2= 


Net Yaroze newsgroups message dump.txt 


Date: Wed, 14 Jan 1998 00:02:56 +0900 
Organization: Alkaid.inc 

Lines: 46 

Message-ID: <19980114000256moroha@ca.mbn.or.jp> 
NNTP-Posting-Host: 202.217.31.153 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


¿SB!!SISb!"=tMUSGS9!#:rG/SO7k6IS5S$SNS$SjS$SCSOSJS7SN01G/SGS$7S?!#:#G/SO¿ (B 
é SBSbS& SAS gSCSHAN8~S—-SK9ITS3S&SHSSSES3SHSG!"!VS7TSISIS*OV:B!IWSTISISASC: 
éSBSFS$_$hS&S+$H;WSSS*S$9! #SHSSSCSFSb!"; dSbILSKSbSNSr=q$S$$FHSSr?) $Cz (B 
¢ SBSFSSSkSoOS1SGSbSISSSNSG! "SASCSHSPS+S 5 @bF@NOS, B-SjSISS!ESHSSSE&S032 (B 
¢£SBS1SG3F%-%9SHSr; HS&ES3SHSKS7S*°S9! #3 (B 


B 


ԲՆ 


2S5B!!SFS-S9SHSO! VIL: }JuEgG#l#4#4¢2 (B ¢$B%73IS5S*F~Lg!WSr;HMQS7S*S9!#S3S1¢ (B 
¿$B$rA*Br$7$?M}M3$0$$$/$D$+$"$J$^$9$, I"! VS*°S@<jSKF~Sk2DG=@-$, $"Sk!We (B 
éSBSH!VCx<TS$K<B@S$,S"Sk!WSN#2S$DS,Bg$—-SIMWOxSHSSS (SkSGS7SgS&! #¢ (B 


ESB! !SSSF!I"Cx<TS7S1!&SUS#!<SkSISKSHS1SP!"S*S:BhO1SKSJS9SYS—S3SHSO; (B 
ESB!V2?Sr=q$—-S$?SSSNS+SOSCS-$j5$5S; $k! WS3SHSG$9! #EVS?S JAOSNShHS&$GS$9¢ (B 
ESBS, !"<B$O$+$J$j$*$m$=$+$K$5$1$, $A$G$9!#Cx<T$O$3$1$r!V%F!<%^!W$H¿ (B 
2 SBBFSs$G$$$%S9!#S0$1$0$1$, LaDLSF! <S*SHS+SS$S$&SH!VSF!<%*S008SG6$9!Wz (B 
(B 
(B 


ESBSHS+S&SmSsSISHSNSKSJIS 4S, SASGS9IS, !"S3S3SGMW5aS5$S1SFSSSkSNSOSbSC¿ 
¢ SBSH6QBNE* SJSbSNS$GS$9! #$?SHS (SP! "!V1'ChASSK>h$jCY$1$70 [@12MSr; RSI¢ 
2 SBSb$,H/8+S7$F=u$1!"F (S2SkSNSr<jEAS&!WS$,2(B ET ¢SBSNSF!<%*S@S$=S&$GS$9! #3 (B 
éESBMWS9SkSKS3S3SG8ES&SF!<S*SHSO! VMWLSS9SKSHS3S&SSS&0C!WSHSSSES1SYz (1 
ESBSKSNSDSNSKSJIS4jS“°S9S+! #2 (B 


ա 


¿SB!!S7S+$7! "MWLSSHSSSCSFSbDS"S*Sj05=L$7$9$ .$k$H2?SNS3SHS@S+S0S$+Si¢ (B 
ESBSI$S/SIS5S*S9!#S [SHSSSTSNSTS1S*%SO!VS\ !<SS!8%S_!<SD!&%,!<Sk!WSGS9¢ (B 
2 SBSs$8S$c$$$*S$9S7SM! #$3SN>19gGSOSF ! <3*SOEP>1?MJ* SHOTFOSKSDSSSFSUS) !<; (B 
¿SB%$+%9S7$FS$$SJS/SFSOSJSiSJSSShS&$GS$S9!#S3SNJ)K!S$G4(B8S$SN:nIJS$SrSSS/¿ (B 


ESBSDS+J, @OSTSFS_S*S7SgSE! #3 (B 


2$B!!!VFb8~E*$J>/G/$,L5M} LpM} 5pBg%m%\SCSHSK>hS$; SiSlSFF£SNE (SH@oS&! #2 (B 
ESB@oSSSNS&SASKSDSSSK@S3&SOLGSVS, !">/G/SO7K612201SDIQSOSiS TSS! We (B 
¿SBSHS+!"¿ (B 
¿SB!!!VJ8L1@SrBeI=S9SkCKS$H<+A3SrBeI=S9Sk=wSŠ,=P2qS&!#J8LQ@SH<+A3SO1T;¿ (B 
¿$B$/BPN)$9$k$, !"7k6IS=SNBPN) $O2r>C$5$1$JS$$!W (B 

¿SBSHS+!FSJSSS@S+S3S&=qS/SHS9S4S/8eSm8-S-SGS9SM!#¿ (B 
¿SB!! VN) SAB’ $-SKH?BPS7SFS$$ ?CKSHS=SNNx?MS , $OSm%$&%$#!<%sSNLk$K;4;&¿ (B 
¿S$SB$5S1$k!#01G/8eSN%$O%šm%&%$#!<%sSNLk$KCK$ŠOAISC$FHH?M$?SASKI|=2$7Nx¿ (B 
¢ SB?MSHSHSbSKL=3&SKNON) $D! Wz (B 
¿SB$S3S$S1S$SOS3SJS$SSSQ@Q8+4$?%S%$G%*!J>P!K!#¿ (B 


¿$B!!$G$O!"<!2s$^$G$K$I$S$JOC$r:n$j$?$$$N$+!"SF!<%^$r9M$ ($F$*$/$H; (B 
ESBSTS*STSgS&!#e (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢zSBBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


--MESSAGE FILE 22586 END: net-yaroze-usenet/00000003-SCEI/ny/resource/plan 
ssion/00000055htm1.html 


--MESSAGE FILE 22587 START: net-yaroze-usenet/00000003-SCEI/ny/resource/pl 

cussion/00000056html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKE 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP ?B?GyRCPWk 9VSU3JUo LaiUqoVY 6QhsoQigyKTobJEIkSRsoQg==? 
=?1SO-2022-JP?B?GyRCJUHMkSk 9DJESkOSRrJUCSbDKEI=?= 

Date: Mon, 19 Jan 1998 00:12:59 +0900 

Organization: Alkaid.inc 

Lines: 48 

Message-ID: <19980119001259moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or. յք» 

NNTP-Posting-Host: 202.217.31.159 

Mime-Version: 1.0 


Page 15125 


ning/discu 


anning/dis 


I=?=) 


Net Yaroze newsgroups message dump.txt 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESB! !SISb!"=tMUSGS9! #2 (B 


2 $B! !A02s$N:G8eSK=q$$$?SHS*S4!":#2sS0!"z ( 
2$B!VSISs$JOCSK$9SkS$+! We (B 
¿SBSrS- SaSkSHS7SA STSGS&!L#S*S"227SGSHSSSSSHSS$S (SPSJSsSGSbSSSS¿ (B 
S SBSSSGS9S, |! "#R#PHGSN<GN. $0! J3*SKS"SNMM! 957ՀԺԵՏՏԵՏԵՏԻՏԻՏօ53: (B 
2SBS: !K7k61$03U3!%s SRP One ԱՀՆ 

éSBSG9T$-S*S9S+! #2 (B 


éSB!!S3SN!V<gN.$,%U%S!%3S%?%8!<SGS"Sk!WSHSSS&SNSKSbDSJS+SIS+S5; (B 
¿$B$m$$$m$H4^$` $H$3$m$, S"S$kShS&SK;WS$$S*S9S, !"S3SN9FSN<gBj$O; (B 
éSBS=SN<jSNI, @OSHSOOCSESNSGS"S*S5DI5a$7S°S;Ss! #2 (B 


¢$B!!%F%-S9%HSKShHS1SP!"3 (B 

ESB! !!VS"SIS?SN3F!<%*Sr9TFOSHEP>1?MJ*SKS7S\SCSF!"4JC1$JJI8>0; (B 
éSBSK$*SHSaSJI$5S$!We (B 
é SBSHSNS3SHSGS$9!#S"S*S5:YIt$*SGSS$-SIS$ j=qSSSFS7$*S&SHS=S1SKz (B 
¿$BJa$i$o$I$k$N$G!"$3$NCJ3, $GSOS"S$*S$4:Y$+$/S$O5-=RS$;$:!"#2!"3 (B 
é SB#3! "SNI8>OSKS*SHSaSk$3SHSrMS@h$7$*S9! ##4SD0T>eSKSISCSFSO; (B 
ESBSSS1SISSS$=S&SG$9! #2 (8:-) 


2$B! !$G$O<h$ 43] $+$4S*S7Sg$ESt!#e (B 
é$B!!!VN6S$r<:S$CSF8N6?SrDI$0$1$?N653;NS, !"=wEpPB1SHAHSSSGET; Tz (B 
¿SBSN4m5!$r5_S&!W (B 
¿SB!!SASgSCSHS"SS$SS*SSSJSHS3SmS,B?S$SGS9S, !"S=$sSJSKO-S/S"S3¿ (1 
¿SBS“S;S$sS+SM!#SGSb!"<BSNSHS3Sm;dS$SOS3SNOCS, $1S&55$&OCSK3$JSk¿ (I 
¿SBS+S@SSS?SSCNSCSFSSSkSNSG!"SASgSCS/Si%S"%s%US s. Աա. (1 

(l 

( 


¿SBSHSGSdšSaSFS*S-S*“S9!#SbšSASmSs!"CNSCSFSSSkSHSSS&SNSH<B:]SK¿ 
¿SB=q$S/SHS$SSS&SNSO!"S+SJSjOcS$S&S3SHSJSsSGS9S, !"S=S$S1SGSbM>7WSJ¿ 
¿SB@hF-4QSOSJSkS?S1L5S7SKS7SFS*S-S“S7SgS&!#; (B 


wW w w w w 


ESB! !SHSSS&SOS1SG!I"<!! #2 (B 

ESB! !!V<~00S+SiN. S5S1SFM&<TSKSJISCS$?>/G/S, !"@oSSSNKVSKME<TSGz (B 
ESBS"SkS3SHSr<NSFSk!W3 (B 

¢SBS=S&SG$ 95M! ESOSd$j4SN!V<+J,C5$7!WMWAGSbM-$4S=S&S@S7!"@S4Vz (B 
ESBSK; 3SHS"Sk$*<457Z%U% ! %8%?%8!<SHSb>/S$7$0: 9JL2=$G$-$= ee 
¿SB!!SHSSS&SoS1S$SG!"S3SSSDSG?JSaSFS_SKkKS3SHSKS7S“S7SgS&!#S3S1; 
¿S$B$O=jA'<h$C3]$+$jS$SG$9$+S$Si!";G8e$K:nS$Si$l$kOC$Š, S3SNDES ŠKI (P 

2 SBSk$+S0$* ՏՅՏՕՏՀՏ)Տ՞ՏչՏՏՏ, !"SH$SjS"S(S:;OSaS*“S7SgS&!# (B 


¿SB!!SGSO!"<!2sSO!V9=@.SKSDSSSF!WSGS9!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


Page 15126 


// 
—-MESSAGE FILE 22587 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000056html.htm1 


--MESSAGE FILE 22588 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000057html. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 


Newsgroups: playstation.ny.resource.planning.discussion 


Subject: Re: =?I1SO-2022-JP?B?GyRCPWk 9VSU3JUo LaiUqOVY 6QhsoQigzKTobJEI5PRsoQg==?= 


=? 1S0-2022-JP ?B?GyRCQC4kTj1FTVckNRsoQg==?= 
Date: Tue, 27 Jan 1998 00:10:23 +0900 
Organization: Alkaid.inc 
Lines: 33 
Message-ID: <19980127001023moroha@ca.mbn.or.jp> 


References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or.jp> 


NNTP-Posting-Host: 202.217.26.102 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESB! !SISb!"=tMUSGS9! #2 (B 


Net Yaroze newsgroups message dump.txt Page 15127 


2$B! !Bh;02sSO!V9=@.SN=EMWS5 ! WSKSDSSSFSGS9! #3 (B 


ESB! !ST7TSI!&SUS#E!<SkSISKSHS1SP!V9=@.$0%7%I%5IS* SNSDSCSHSb=EMWSIJMWAG | Wç (B 
ESBS@S=S&SGS9!#ShHSSS73IS5S* SKSOZ3N8GSHS7$?010"SN7° EX9TFOS, S"S3j!"S=S12 (B 
éSBSKSHSCSF%9SH!<%S4!<S0;0S*S5!"E83+S7!"S=S7SF2r7hSXSH8~S+S&!ESHSSS&; (B 
ESBSOS1SGS9! #2 (B 


25B!!9=@.SHSOMWS9SkS$K!V=PH/E@SH=*E@!WSr7hDjS9SkS3SHSGS$9!#L\E*COSNS"¢ 
éSBSFSbSI$/=PH/S9SkSISiSP!"S$=S1S3S=SIS3SKS$?$1$jSD$/$+$o$+SCS$?SbSNSG; 
ESBSOS"SjS*S;Ss!#S?2SHS (SP! "SOSCST!<% (SSSISKSTS?SSSNS+!"SPSCSI%S (SSSTE 
ESBSKS7S?S$SSNS+Sr!V=q$—-; OSaSFS+Si9MS (Sk! WSHSSSE&ESNSOS*S:SSSHSO;WSSS%*2 
¿SBS;SsS+!)¿ (B 


B 
B 
B 
B 


anana 


ESB! !$=$NB>$K%7%I!&%U%#!<%kK%I$O!V%7%J%j%*$G$O%9%H!<%j!<$r1GA|$G81$k!Wz (8 
éESBSHSD8aSCSFSSS*S9!#S=S1SKBPS7SF>.@bSO81S4SG?TS* ;vS,B?SSSH9IMS (SFSS; (B 
¿SBSkShS&SGS9!#¿ (B 
¿SB!1S$S7S+$7! "cBSNSHS3Sm>.Q@bSGS"S$CSF$b!V81$kSJ!"8+$S;ŠSm!WSN86B'SOKNMh;¿ (B 
ESBSOF1S8S3SHSGS9! #2 (B 
éSB!1011&!VHASHEBS , @OSCS? |WSHD. SN?M4VS, eae 
éSB!!Fs! &#ASH#BSN@oOF.%7!<% ԱԵԱ ` 
éESBSNSHSISASiS, Sh$jM-8zS@SH;WSSS*S9!) 


¢$B!!$=S1$GSO!"<!2s$*SGSKI*81SNH/C<SH7hCeSKSDSSSFOMS (SFS*$/S3SHSK$73z (B 
ESBS*S7SgS&! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22588 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000057html. html 


--MESSAGE FILE 22589 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000058html.htm1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 
Subject: =?1ISO-2022-JP?B?GyRCPWk9IVSU3JUolaiUqovVy 6QhsoQigOKTobJEIxRxsoQg==?= 
=? 1S0-2022-JP ?B?GyRCOXw1 SSVpJV4kT jJRwS1lw5PULkGyhC?= 
Date: Tue, 03 Feb 1998 20:35:53 +0900 
Organization: PlayStation Net Yarouze 
Lines: 50 
Message-ID: <morohaS$ef3019980203203553@202.238.103.35> 
References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or.jp> 
NNTP-Posting-Host: 202.217.1.109 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


2SB!!SISb!"=tMUSGS9! #2 (B 
¿SB11: 31 Si%*SN4pK\ 9=BS ! WSKSDSSSFSGS9! #2 (B 


ESB! !S3$S3SGSO!VS7SISIS*SNSQSISESSS> !WSHSSS&35G0$,Ds< (S5SS1S*S9! #3 (B 
¿SB%Q%i%S@%S%`SHSO%S7%J%jJ%S*S,STSNShS&SK?J9TS9SkS+SrI=8=S9S$SkS?SaSN;¿ (B 
¿SB%b%G% Gs 

4581 15-51501"չ ( 

ԱԱ ԱԱ ԱՆԱՆՅԱՆ _Dj!&3kF#!&2r7h! We (B 
_SBSHS$$68@MUSGS"$i$085$18°S9!#z (B 


é$B! !DL>o! "1G2hH$ND9S5$r#1#2#0, SGS"SkSHOMS (!"$3S$NO1J, $r01%Z!<%8z (B 
ESBSHS7$*$9! #<BSOS3$N%Z! <38SHSSSESNS, SISNS/SiSS$NJI8>O0$rA [DjS7SF¢ ( 
2 SBSSSKSNS$+ShS$/$0$+$4$*%S; $s! #F | K\SN47NiSK=>$ &SHS@SSS?2SS#2H#0#0T8E (1 
é SB; ZSHSSSC$2SHS3$mM$SG$7$SgSESt!#e (B 


ww 


2$B!!S=S7SF#1#2#0d, $rS3SN#3SDSKS$=S1$>$1!"#3#0!&#6#0! 6 #3#0SNHEN (չ (B 
¿$B$G3d$j$U$j$*$9!#$D$+*$j!"¿ (B 

30 60 30 

¿SBH/C< (B | ¿$BCf?4:(B | ¿$B7kKv¿ (B 
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«թ 


B>u67@_Dj¿(B | ¿$B3kF#¿ (B | ¿$B2r7h¿ (B 
i SBSHS$$83d$426S9$KSIS58" $9!#S5SiSK!"3z (B25¿$B!A¿ (827 :587, 1": (B 85;¿SB!A¿ (B90 ¿$BJ, $N 
=j¿ (B 
éESBSK%9%SH!<%j!<SNE>2SE@SGS"Sk! VSWSm%C%HS] SSSSSH!IWS, 3dSjEVSFSi;z (B 

¿SBS184 SO!#SbDS&O01LEYS7SD$3$/2?%<(S9SKSH! "3 (B 

30 60 30 

¿SBH/C<;¿ (B ESBCf?42 (B ¿SB7kKv¿ (B 

¿S$B>u67@_Dj3;¿ (B ¿SB3kF#;¿ (B ¿SB2r7h¿ (B 
Pnt1| Pnt2| 

ESBSHSIS4S*S9! #2 (B 


ESB! !S3SNSQ%iS@SS%3*° Sr:n@.$9SkS?SaSKH/CK<!"SWSmSCSH%S] SSSSSH#F1!I"SWe (B 
éSB%m%$C%H%] SSSSSH#2!"7kKvSrEvSFSOSaSFS_SkSHS7S*S7SgS&!#¢ (B 


¿SB!!S5SF!"%5%s%*W%k%9%H!<%j!<!JS%“S"S8S-SK%$?%S%SH%kSrS-SaSkSHS7S ¿ (B 
ESBS7Sg$&!KSNH/C<$02?SKS7SFS*S-S*S7SgS&S+!) :#SNSHS3SmS"S*°S5SSSS$_ (B 
2 SBOMS (S, Ib$+SPSISSSNSG!"!V<g?M8xSN=P@8 !W$+$i; OSaS*S7Sg$&St+!#e (B 
ESB! !$GSOSWSmSC%H%S] SSSSSH#1SO! ) SHSIS"S ($:$3$3SG! VME<TSKSISk!WSHz (B 
¿SBS7S“S7SgS&!#¿ (B 
¿Š$B!!<!$K$šW$m%$C%$H$]%$%s%š$H#2$GS9$,1"$3$3$G!VM&<T$GS"$k$3SH$K5?Ld:¿ (B 
ESBSrdz$/!WSKSTSFS*S-S*S9! #2 (B 
£$B!!S=S7SF7KKvSG! VM&<TSGS"SkS3SHSr<NSFSk ! WSHSSSE&S3SHSKSISIS*S9! #3 (B 
2S$B!!S*S@CE?PHS, SSSCSQOSITHS*SCSFSSS$*S;Ss$, !"S=S1SOS*SSS*SS9MS (Sk¿ (B 
ESBSHS7TS*S7SgSé&!#¢ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22589 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000058htm1.html 


--MESSAGE FILE 22590 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000059html. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCJTIhPCVgNGsyaCROS1w8QSFKJIV01MSVZJWskKyRpQzUkayFLGyhK?= 
Date: 5 Feb 1998 15:52:30 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 57 

Message-ID: <6bcn7uSm55@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.135.67.181 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿ $B=i$a$F=q$-9~$_$^$9!": (JTPM.COZSBSHSbS&S$7$*S$ol#e (J 


¿SB7HBS7?%]%9%H!JSSS“L?L>$7$S?!K!"%]%1%Y%kSNOCSGS9!#¿ (Մ 

¿SB%2!1<%` SHSOM7SSSGS"Sj!"SJS<S+G.CfS7SFS7S“S&SHS3SmS+SiS2!<%` SO (J 

2 SBSO$8S*Sk$hS&SI5$$,$7$°S9!#:#F | $0: G6aKMSNS*$0$4SGS$b?74B $, $0$2$7$$32 (J 
¿S$SB%]%1%Y%k$+$iG.Cf$NMWAGSr8+$h$&S+SJSH!#¿ (J 


ՀՏԹ9Ե9: @8SN4VSGSHS&SHS&S] SISYSKNSS1S, 2?<902=! #3 (J 
¿ SBKMSOSYSkKSN%3%_ E 7%g%s$N<h$jJ}$,$9$4$/9%$-$@0$C$?$N$G;DGO0!*¿ (J 


¿$B$J$+$J$+81$i$I$k$3$H$, ՏՄՏՏՏ, !"NOS (SPSS%S$s%SY!<%@!<%2!<%`Sd!"%$SISiS/%S (Sdz (J 
¿SB#P#H#SSJSIS, S0SdSkKSNSO! "! VB>SHSN%3%_%e%K31!<%7%g%SSNI}K! !WS,27S78/¢ (J 
éSBLLGr$$$+SiSKB>SJISiSTSSSH; WSE&!#SDS$*S5!":G=*E*SKSO9IDF@E@SrSHSk! "B>?MSHz (J 
é$BOCS9! "SHSSS&S3SHSISNSAS, ¿(J 

E SBSIS&SHSKSNS+! "SHSSSE&T}K!S, 2h4|E*SGLLGrS$$+SiG.CESOISKSNS@! #2 (J 

$B! J$3$3SG4*0c$SS7SFM_$7S$/SISSSNSO%k! <SkSNOCSr$7SFSSSKSNSGSOSISS! "SHSS$&S3$Hz (J 
éESB2?SbSISSSHS3SmSKSSSSSY!<%S@!<Ey$,<(S$7$?S3SH!"Sr>GE@SHS7S?SS!Kz (J 


2 SBOLHLE* SI%Y%kS0Oz (J12¿$BJ8; z$, 18=> |! #$+SDSFSOSF%1%a! JEL5~3F31%a%C%; !<%8!KŠ, ¿ (J 
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93 SBI8; zSHSSS&BGJQITIXS$SI%9%ZSC%/S$ASCS?7S, !"%b%G%k%A%'%s%88e$K; (J12¿$BJ8; zŠ, ¿ (J 
:SBI8=- SHSJSCS?!#S3SN¿ (J12¢SBI8; zSK%a%C%; !<S8Sr5MSaSkSNS, %] @S%s%HSGS"Sk! #2 (J 
ՀՏ878: zSOEEOCSNSW3C37%e% 5556: n@.!#:G=iSK;R2; !"<!$KJ12;$r;XDjS9Sk! #2 (J 

ety ԱԱ Ա NEL IGIa p y 055 eee eae Inston maa, 
ESBS&SOSISGS"Sk! #2 (J 

¿SB%$+%J¿ (J50¢5B2; SO6EDLSES, !"S"SkSUS! SYSCSHSd5—-9FSO2q<RSKSHSCSFOcSE! #S=SNI8; zë (J 
¿$BJQ49%^%H $5 %/%9S0%1%3%b32% SWSHSFS1SaS2?SSSWSKILS1Sk! #S133%bS, kee 
£5BS5!<SSS9SrS$O$8SaS?%M%/S9SHSOSTS<S+SFS1SaSNS*SHS5S/S9SGS"Sk! #3 (J 


ESBOLHLE*SI7A! "2 (J ¿$B%"%7%?%"%=%\!*%"%-%3; (J 


ESBI#?tSN?MSHSdS$ 4<h$4S$9SkS$?Sa<tJd, SNL>A0Srz (JID; SBSHS7SF:G8eSKS=S (Sk! #3 (J 
¿SBEAS (Տ2ՏՏՏՅՏԱՏ, BGNLSKS"S$kSHS—SKSO>JN, S9SkS3SHSbS"Sk! #2 (J 


ESBSISSSEGS*S3SFSEKSN!) S"S—E (J 


éSB!IVSISSSGE\SCSFSSSKSN!) 3"$-S3!WSN>JIN, TASGS"Sk!#S5SiSKz (J 


¿S$SB%7%1%s%A%&!*%*%o%?%i%M!*%" (J 


¿$B!V; n83Cf!*=*$0$C$?$i!JO"Mm$9$k!K%"%-%3!W$NN, SGS"Sk! #2 (2; $B2s$KJ, $1$F¿ (J 
S O O eee Ա Oden 

S SBS OS1SGS"Sk!#¢ (J 

¿$B$3$s$JD4;R$G$*8_$$!"J8;z$r$d$j<h$j$9$k!#¿ (J 

¢SBS0$?S+SiS SFSSS1SP!VEEOCS7$m$h! *!WSHSSSSS?S/SISkS, !"K\EVSKOCS9¢ (J 
éSBS3SHSOEEOCS 9SkS0S15G!"S=S1SHSO0CS&3ZS7S_$,B8:_S9SkS+Si!"SISNSGS"Sk! #2 (J 
ESBSHSCSF! "2: (JPHS: SBSKO\FOS7SFSS$/S3SHS0; DGO! *STSNSGS7S? ! #MWSOKOS—S?! "SHSSSE3 (J 
s SBS3SHSJSsS@SmSES1$1! #2 (J 


ESBHETHPHM! SHCHOZ (J ESBESHOFF HT: (J eSBHWHOFRHEKHS: (J ¿SB#1#9#9F#8: (U. ¿ SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 22590 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000059htm1. html 


--MESSAGE FILE 22591 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000060հետԼ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 7 Feb 1998 14:00:19 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 129 

Message-ID: <34dc66bepa577@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.226.28.132 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B չՏ8ՀՅՏՇՏ91 #2 (B 


# playstation.ny.program.event ¢$BS$+Si0\FOS7S*S7S?!#¢ (B 


In article <6bcf62Slqo@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>TPM.COzSBSGS9! #2 (B 

> 

>¢SB@1LgG30STSNSG<ALdSGS9S, ! "S2%N%` SHSOOTFO5, HOSNShS&SISDSNSGS9S+!) ¢(B 
>¢éSBKMSKSO; (BLIFE GAME; SBSJISNS$+SJ!) SHS$S&%S%a!<%S8S7S+SISSSNSGS9! #2 (B 


¿S$B;d$b@1Lg30$@$C$?$j$7$2$S9$, !#¿ (BY; 
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¿SB%2%N%` SKBPSOSK9OMS (J}$O!"Bg$-$/#2$D$"$J$^$9!#z (B 
1. ¿$B%2%N%`$,5!G=$r7hDj$9$k!#;¿ (B 
ւ SB3MF@$7$?5!G=! JIS"SkS$$0<:$C$?5!G=!KSKBP1~$9Sk>pJs$, %2%N%° >eSKz (B 


$ SB>hSCSFSSSkSHS75°S9! #! VOGEAIBSNOx; R!WSNS$3a!<%8SG59! #3 (B 


2. ¢~$B%2%N%* $O=14|CMS$r7hDj$9Sk! #2 (B 
¿SB%2%SN%` SOAUCV9=BSSN= ՀԱԱ ԱՆՆ S$9!#8eSOJLSN%Sk!<%SkSK= poe B 
éSBAUCVS, JQ2=S7SFSS$-S*S9!#S53SN>19g!"S2%N%* SO9=BSSNIQ2=SNz (B 
ESBS7$d$ 9$5Sr7hDISTSFSSSKSHOMS (SiS1$*S9! #2 (B 


Echo ¢SBSN>19gSO#1SKEv$?$4$°S$9$, !"=8CDSNJQ2=S$rDI$&$3SHSK<g4c$,$"Skz (B 
¿SBSNS$SG!"¿ (BSim Earth ¢$BSN%$%a!<%8SGS9! #3 (B 


ESB!IVS*S*S+S_D465!WSM%S?SGSb#2SNT7ASG%2%N%°S,;HS (S*S9!#SDS*S5!"3 (B 
~SB9=BSJQ2=SNS7Sd$9S5!a$*S*S+S_SNF,SNShS532 (B 

éESBSHSSS&9=?*S+SiG=NOSNO [SJ$k$*$*S+S_Sr:nSjJ=PST7TSFSSS1S*S9! #2 (B 

> $BS"%$+%G%_%C%/SJOCBISHS7SFSO! "KMSN78SCSFSSSkz (BMSX2$B%5!<%/%kSG!"¢ (B 

>: SBOdGEAE*2rK!Sr07SC$?4k2hS, :#7n9f$K:\$J$^$7$?!#08$-;D$k%k!<%šk$r!"¿ (B 

>¢ SB7hSaSFA*Br$7;DSC$?d*$,<!@SBeSK;DS74!"z (B10z SB@SBe8eSKSOSTIS&SISCSFSSSkS+!) ¢ (B 


>2¿SBSHSSS&SDSNSGS7S?!#NcS (SP!"S3%Ss%TSe!<3?!<$, :n@.$7S?D[Srows1s$%d!<$,A*BrS7!"e (B 
>¢SBS=S1SK4pSESSSFS3%s%T%e!<%2?!<S, :n@.!&!&!&:G=*E*SKSWS1SSSd! <SNOUSKINHSESHSNSK3z (B 
B 
B 


>eSBSISk! "SHSSS&ESDSN! #S3SN; ~!"SWS1SS%Sd!<S+SiSNA*BrS, @8S—;DSJSrOUL#ESISkSZO%1SGS9z 
>¢SBS+S$I$jFqQ$7$/!"2q0wSNS [SHSsSISKSHSCSF9bEYSJOCSKSISCSFS$*S9!TISbSCS?SSSISS!IK! #2 


anana 


éESBFMA3JQ0 [N (!"%2%N%`8r:5J}K!!"8r:5N($K$b$h$j$^$9$, ! "OdEAE*¿ (B 

(SBS"Sk%45J%:%` SG; (B10 ¿SBQSBeSG%2SNS $NFCC-$rF35--PS9SNSOSASJSŚC$HFq$7$$; (B 
¿SB$S+SbS7$1S2S;Ss!#TaDLSNS$7%_%e%1!<%7%g%sSGSO¿ (B 1000 չ5805855/51555՞Տ6չ (B 
2 SBDIS&MMSG$9! #5USKITOBD4J@-$, $2!<%* SHS7SF<uS1F~$1$i$1$k2DG=@-$b; (B 
¿SBS"Sk$SoS1SJSsSGS9S, ! #2 (B 


>> >¿$B".!VGZAv$7$J$$%1!<%9%2!<%` !We (B 

>> o ¢SB7h$*SCS?; ~4VSK%SQ%H%S+!<SdGrSP%SSS,=d2sS7SFSSSk3 (B 

>> o ¢gSBN"F;%*°SCsWSr6n; HS9Sk; (B 

>> gSBSHSSSESHS3SmS*SGSOOMS (S*S7S?! #2 (B 

>> ¿SBS*S?!"C1SKLNE*COSK9TS/!"SHSSS&S@S1SGSJS/!"%_%$C%7%g%sSrM?S ($k: (B 
>> ¢S$B!INc$ ($P!"J#?t$N%; !<%k%9@h$rK, LA$9$k!K$N$b$$$$$+$b!"¿ (B 

>> ¿$B$H;W$$$O$8$a$F$$$^$9!#¿ (B 


> $B$JŠk$[$I!#KM$O!"H"$NCf$N$9ŞY$F$ŠN<V$K9ƏTF05, HO$r;}$?$;$F!"7k2LE*$K; (B 
>¢$B5,B'@-S,=PSkS3SHSrA@SSS$?75+S5CS?S+SSS8SGS9!#S"SkOUL#!"<+J, SN<VSNOTFO; (B 
>¢SBSKSHSCSFSb! "A4BNSN8rDLSKI1F6AS, $G$k%+%s%8!"J, $+$j$d$9$/80$ ($P: (B 

>E $B%P%$%*: (B22 SBSN%6%CSTSSS0SGS9SM! #3 (B 


2 $B<+J, SNOTF0$,A}<jSKSb1F6ASrM?$ (SkSHSS$$&4QE@SO0; d$K$O$"$J$^$; $s$G$7$?!#¿ (B 
2 SBSISkS [SI! #Aj4X4X78@_DjSH<+M3EYSN3NJ]$, %-%D$=$&$G$9$1$I!"$3$NJ}$, ¿(B 
¢ $B8=<BL#$, =P$k5$$, $7$F$-$^$7$?!#¿ (B 


>> >¢SB".S*°SKSeS"SkS*SCSTSSS0E (B 

>ESBOcSSS$*S9!1<!#SasSSsSNn%s eee ee 
>¢SBSD$*$ i! "@S3&SNLBO) $d%@%sz8sgssSOSO$8$a$t+Si=PMNSFSSSE!"S=S1$Nz (B 
>¿SB96N, $K%*SCZWS r=q$/%S0%31SG! "S=S1SNS?SaSK9k2ZST%asbD"Sr;HS&SN$G$9! #2 (B 


ESBSOS+$ 5S*S7$2 l#e (8:-) 
ESBS£!<S6S, 3] S9OSHSSSCSHSGsasb$r:n$CSF!"SN!<SHSVSC% Ss SjIUS1SFSSS/¿ (B 
sn sn 55 %s%8%g%sSbS$SNSGS9S+!)¿ (B 


>> >¢SB".0-FAG@/<#2HSXSNF; ¿ (B 
>> 7 SBS$SSSGS96M! ss aps Տ-ՏՃՏՄՏ)յՏԱՏ9558):`Տ56Տ5951511"ՀՀՄ,Տ,չԲ9-ՏտՏճչ (B 
>> ¿SŠ$B%$M%?$,JsF;HVAH$GJ|1G$5$S1$FGIH6NO3X$K1F6A$rM2$ ($k$H$+!"5U$K¿ (B 

>> ¿SB%9%-%c%s%@%kSK4,S-9-S%*$1S?Si=54);oSN5-<TSKDISSS+S1S SoS5S1lSk¿ (B 

>> ¿SBS$SH$+!"%4%7%C%$WSr%$9%Q%S$S%$9SH$7$SFF- S1SkSHS*SbS7SmS/SJSk58S8, ՏյՏ՞Տ918. (B 
>> 25817081957225. Sk$+¢ (82:5818: (B 

- 


>¿ SBKMSHS7$FSO!":G6aSNIwD, SN$Sh$&SJM+S5@2$iS7E*SJ>:2ZSHS7SFSN%S (օՇ9:65659Տ5Օչ (B 
>¿SBSGS- $k$@$1GS=|$7!"6n$10z$-!4 ՏքՏտ՞Տյ221ՀՇ՝ IKSr=E;k$7$?SS! #2 (B 
>¿SB%sM%$?S$SOSSSD%3j!<% %/S9SKSNS+!"$$$/$iSGGCS&SNS+!"; } SCSPSKS3SHSNS 5% 9%/SK4XO"¿ (B 
>¿SBSTSFSIS&= hM} $9SKSNS4!"$M&?SHS7SFSNM_ 8ZEYSISI! #2 (B 
>¢ SB3M%?SKS7SFSb!"<+J, $N4X78$ 9$k@h@8SdGIH6 ! "E*GISTSISK? ($1$k>19g!"32 (B 
>2SB: #8eSb9MS (SFI, SF+f$1SJSSShS&SK%S3j!<% ՆԱ ԱՆՏ ee 
>¿SBSbSjJSG%sj!<% 2/S95KSNS+1"SHSSSç6nS1025- 5Ե32575 25556591 փ (B 
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Toby. 
-—-MESSAGE FILE 2392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01095 


—-MESSAGE FILE 2393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001096 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Public Profile List 

Date: Fri, 5 Jun 1998 08:34:50 +0200 

Organization: Debri Productions 

Lines: 61 

Message-ID: <1da5506.1703esj51f£5cON@al-—88-117.al1.nl> 
NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


First: 

Thanks everybody who already sent in their profiles. 

For everybody who doesn't know it yet, I try to keep up a public 
profilelist with Yaroze-members. This list is more like a adressbook 


with some info about members that sent in their profile. 


If you are looking for some coders... 
Just check the profilelist. 


If you are looking for designers... 
Just check the profilelist. 


If you are looking for members in your home-town... 
Just check the profilelist. 


Need some E-mail adresses or ICQ numbers? 
Just check the profilelist. 


Want to start a project with SCEE, SCEA and SCEI members? 
Just check the profilelist. 


Just started working on a project with other members that you don't even 
know? 
Just check the profilelist and maybe you know who you'r dealing with and 
what you can expect. 


No time to keep up a weppage with basic info on yourself? 
Just sent in your profile and sent in an update every now and then.. 


If you want your profile on the list (and it's not already on), just 
sent the next info to DEnnis (macsuppor@al.nl) 


- Name 

- Membername 

- Birthdate 

— Email <linked> 
- ICQ 
- Nationality 

- Home-town 

— Personal Page <linked> 

- NY page <linked> 

— Rate NY-page <number out of 10, how you rate your own page> 
- Rate Designing Skills <number out of 10» 

- Rate Coding Skills <number out of 10> 

— Specialisation 

- Projects 

— Extra Info 

- Member since 

- Hot 

- Not 
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> 
>¿SBSG!"%SS%Sa!<%S8SHS7SFSO!"SdSOSj@/<#SrN"SGF0S+S9BgJ*!"SHSSS&46S8SKS7S?2SSSGS9!#¿ (B 
>¿SB:BS3JjJSJS, S1iSKS7SF@S3&SrK]O.S9Sk!"S=$&SGS9SMS (?.3Z07$H$+!"5F@5=!7/SHSSSCS$?¢ (B 
>¿SBSHS3SmSGS9S+SM!JC/SbSoS+SiSsSJ!'A!K!#; (B 


¿S$B@/<#$bSNS$N>19g!"=nL1$H$N@NE@$r;DS$S7$FCV$+$JS$SSSH!"%$2!<%`$H$7$F¿ (B 
¿SB@.S3jN)SASKS/SSSNSGSOSJSSS+!"SHSSS&ITOBS,S"SjJ$SS9!# (B 

ԱԱ ՆԱ N sp O ՏՐ ԱՈ ae 
¿SBF |K\81$H$7$F!"ITE, Ev$JI=8=$G$7$?!#; (B 
¿$B$=$&$$$&$0$1$G!"JsF;4X78<T$X$NeH8}Na$H$+!"0U?^E*$J%j!<%/¿ 
¿SB!J%?%S1%3%_!KS$SH$S$SS&SNSb%$"%3j$SGS$S9!#JsF;Sb@/<#S$NF ; 6qSK5JS1S Sos suis 


>> >¿$B".Lr3d$r1i$8şkə 2!<%`¿ (B 


>> ¿SB!V%sW%i%SSI!JlaLr3dEY (B?¿$B!K!W$H$$$&%Q%i%a!<%?$,$"$k¿ (B RPG ¿SBSGS9SM!#;¿ (B 
>> ¿SBS&!<$s!"%9%?%s%I%S"%m%s%7%9%F%`SG<B8= 5 06 Ա Հ ԱԱ S S (Ee 

>> ¿SB%M%C%H%o!<%/8-S-SN4k2hSGS9SM!#¿ (B 

> 


>2¿SBSSSd!"S3S1SrSJSsSHS7SFSb%$9%?%s%I%"%m!<%sSGSdSkSHS3SmSKOUL#S, S"SkSH; a 
>2 SBSGS9!<!#S3SNLr3dSHSSS&SNSOSF! <$V%kKSH! <%/SGSOEVS 275 jJANSNS7%S9SF%° SG! "GE ( 

>¢ SBS=S1SrIT2DG=$I%9 S25ss15"smso>eSG<B8-s7shs£sds75v8788s95ks:51sK226+Š r (p 
>¿$B8+S$S?SSSNSGS9!#; (B 


¿S$SB$3S3SiJUSO!"8=:_$N%3%s%T%e!<%?¿(B RPG ¿Š$BS,JzŠ ( ՏԱՐԱՆՆ Ո $92 (B 
¿$B$1$I!"¿ (BTRPG¿$B$C$] |$/78h$eSHS7SESb! "IS 8=J}K!$, $I$$5$$, $7$^$9!#z (B 
¿$B?M9) L5G=$r; }$C$F$/$Kk!)!)z (B 


>> >¿$B".¿ (B2D¿ Ա: SsS7%eE!<SFS#SSS0E (B 


>> ¿S$B%m%C%/%*%sA`:nSKS$SO%S9%H%1l %9Sr465852535H5, SJSSSNSG!"¿ ( 

>> ¿SBSASgSCSHJ,S+SjS“S;Ss!#O1lFYSK%S[!<%_%s%0% ¿2 ՀԱՅ 25 Sk¿ (B 

>> ¿SB%SSa!<%8SGS7SgS&S+¿ (B? 

> 
> $B$3$1$b>e=R$7$?$h$&$K!"; (B3Dzg SBSN%m%C%/%*SsSrz (B2D:$B$K$7$F$I$S$J%:%1$,$G$-$k$+!) 
(B 

S | SBSH$$$6$3$H$G$91#%"% %U%?!<%P 1<%J!<SGSO!"1s$/S$NE ($, >. $5$/=8$^$C$F8+$ (ՏՃՏ258չ (B 
>¢$BSmSC%/%S*SS$069SSHOOOSN: wE (S$G%m%$C%/%*%sA`:n$,=*N;$7$2%S$S7$?$, !"¿ (8222585650չ (B 


>¿SBS=S&SOSSS-S “S; 3s1$93535N2rTh$, LLGLSSSSNSLOSS 27 +S rSpSCSPSSSKSH;WSCSF: (B 
>ESBSSS*S9l He (B 
>2$B!J%1%$%7% 51 <%:$0%<%S%6%9$NMMSJI8=" $r2hLLSNE (ŞNOLCV$^$GF0$+$9; (B 
>¿$B%S?%$kS5S$S,$"$j!"S$3$S1SOKMSNCfSGSOSSSS2r7h$G$SOSJSSSNSGS9!#!K¿ (B 


¿$B:wE (HOOOSKE ($,F~SCSFS—-$?; ~SN=hM} Sr$I$&$9$k$+$, LdBISGSISM! #¢ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22591 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000060htm1. html 


--MESSAGE FILE 22592 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000061html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?UmU6IBskQiUyJU41YCRLJEQkICRGGyhK?= 

Date: 10 Feb 1998 16:54:50 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 15 

Message-ID: <6bq0oq$822@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.135.67.168 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBItd, 1S9SGS9!#; 29MS*SGSK! #2 (Մ 


¿SBD+F|?7J9SN2J3X%K%e!<%9;o¿ (J SCIaS¿$B!J%5%$%"%9!K$H$$$&; (;oSN¿ (J 
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ESB9I-9p$r?7IISGB+S 2SNSG! "SPSSSHSkSr=qSS$$H$—-S$*S9!l#e (J 


2 $B! VS23N%° G@3X!W?7@S5*SN?) NHQ8; :$K8~$1$F; (J 


éSB!NSSSM! OA41v4pG [Ns2rFISJISG$S"SH¢ (J10¢SBG/¢ (J 
éSB!NBhO1@~8&5£<TSKI9S/!O2HC\!"2L<y!":4+Cn!"<yLZ!"5{N°!"9Z01¢ (J 

2 SBF | K\SKS"$CS$?8&5£SN%k!<%D¢ (J--z$B%2%N%°> 35GOSNCB@8S$HH/E8!J>.4X<#IW! Ke (J 
2 SBA4@80* SXSN@UGSSN<+3P$r!*z (J--; $BOdGEA; RSrA> :n$9$k!VNOM} !W! JEOJUMN! K¿ (J 


—-MESSAGE FILE 22592 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000061html. html 


--MESSAGE FILE 22593 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000062htm1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1ISO-2022-JP?B?GyRCJTIhHPCVgNGsyaCROS1w80QSFKJV01MRsoQg==?= 
=?1SO-2022-JP?B?GyRCUVklayQrJUG1DNSRrIUsbKEI=?= 

Date: Wed, 11 Feb 1998 16:36:01 +0900 

Organization: Alkaid.inc 

Lines: 34 

Message-ID: <19980211163601moroha@ca.mbn.or.jp> 

References: <6bcn7uS$m55@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.176 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


é$B!!SOS8SaS*S7SF!"z (BTPM.CO ¢SBS5S$s! #=tMUSHSSS&SHSNSGS9! #2 (B 


£$B!!$*O0CSO!"22S+SKG.CESTSFSSS/SNSO!":G=*E*SIL\I8$r<B8=S9Sk$?S$aSKz (B 
$B; H$o$1$k<4jCJ$, L\?7$7$$$3SHSb=EMWS IMWAGSGS"S$k! ESHM}2rS7SFShS$S$$G3 (B 
¿SBS7SgS&S+!#¿ (B 
¿S$SB!!1V%21<%` 4kK2HSNK\<A!WSHSSS&S?SSSHEKSKSISCSFSSS$*°S9S, !"$3S1S@S1l;¿ 
¿SBS@G$SH%21<%` SKSIS&E83+S7SFSS$S/SNS+SbS&SRSHSD8+5 (SISSSNSGS9S, !"B3¢ E 
ESBITS, S"SkSbSNSHOMS ($F$h$m$7$$$G$7$g$&$+!#¿ (B 


¿SB!!S$R$k$, $($C$F%]%1%Y%k$=$NŠbÞ$NŞŚNOC$K$J$J$^$9$, !"$ "$1$S@$1SOSd$C¿ (B 
¿SŠBS$S?$NSO!"E,Ev$ŠJBeBXIJ$, B>SKSIS+$CS$?SNSH! "OB2ZASGS"$CS?S3SHSb=EMW; ( 
ESBSIMWAGS@SCS?SH;WSSS*S9! #2 (B 

2S5B!!%]S1SYSk81SHS+SSSESNSO!"2t; zS7$+I=< (SGS-SIS+$C$?; ~4 | SKH/C#S72 (B 
éSBS?FH<+SN%33%_%eSKS1!<S7SgSs8@81SGS9ISHSM! #S=S15$, !"$+S3JTI=< ($,=PMh; (B 
éESBSkShS$&SKSIS$j4!"S5SiSKS02; @<S$, EAS (SiS1Sk7HBSSdz (B PHS ¿$B$K<h$C$FBe$o¿ (B 
ESBSiS1SFSS$/SNSO!"N.S1SHS7SFSOEVS 2S JAOSNSHS&SI5SSbHS$7$%S9! #3 (Թ 
$B! !2A3TLL$+$i8+SkSH! "Sa%$%s%Ff!<%6!<SGS"SCS?CFEIDE8SO4kK 6HBES+S$iS$93 (B 
éSBSkSH; YJ'3 [0J>eSK@_HwSKIiC4$r$+S1SkITNISF£!<%6!<S@SCS?ShS&SGS9! #3 (B 
¿$B$3$A$i$0$5$9$, SK7HBS$dz (B PHS ¿$B$G$OC<Kv$, $?$@SKSJISCSFSbDLOCNA<+BNz (B 
¢SBSO%] 31%Y%kSh$4$b$+SJ$ 45 9b2ASGS9ISM! #3 (B 


= 


¿SB!!%]%1%Y%k4, $-JV$7$N<JCI$H$7$F4k6HB&$, 9MS (SFSSSKSNSO! VHQMQSNH/ չ ( 
¢$B?.<TIiC4!WSNShS&SG6$9!#8=:_S$N<u?.<TIiC4@) $@SH! "01Dj00>e; HSoSJ$1¢ (B 
¢SBS1SPB; $r$9$k; vSKSJS$j!"%SZ%S%Si%S%SsSrD6$ (SUSS?M4VS, 3] $1 3YSKS=SNSb; (B 
ESBSNSrS$dSa$SF$7$*S$&! ԲՏԱՏՏՏեմ, (ՕՏ S=S3SKSOS"SkShS&$GS9! #2 (B 


ե) 


é$B!!S=S1SGSO!"S*S?!#¢ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22593 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000062html1. html 


--MESSAGE FILE 22594 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000063html.htm1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?I1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: Wed, 11 Feb 1998 17:03:01 +0900 

Organization: Alkaid.inc 

Lines: 71 

Message-ID: <19980211170301moroha@ca.mbn.or.jp> 


References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3 .FE2@246.ne. յք» 
<34CA9D86.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC 
7.CEAOE759@mth.biglobe.ne.jp> <34cb5cbhcpa321@base.minoru.isl.intec.co.jp> ՀՇՅք 


ՔԵՑՏցոծնոճթատ1.ՏՇ61.Շօ. յք» <34cf1002pa069@base.minoru.isl.intec.co.jp> 
<6ave3fS$6eh@newsl.scei.co.jp> <34d743f8pal71@base.minoru.isl.intec.co.jp> 
<6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 202.217.31.176 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


¿SB!!S3SsSPSsSO!">>KN¿ (B ¿$B<B$5$s!"¿ (BIPM.CO ¢$BS$5$s!#=tMUSHSSSE&SDSNSGS9S9! #2 (B 
¿SB!!A4It8+SFS soscgrdsskfosiscsogssSaNeG!*s39usssa5u67S, 29787. (B 
¿SBSFSSSkS3SHSOCNSjJS 2 9;SsSGS7S?!# (B (“ 
¿SB!!FbMFSrGD0.S7S- SCS2$081SGSOSISSSES9S, ! "SASGSCSHSASCEASCSGSDE | (B 
ESBF~S$1$5$; SFSbSiSss*sol#e (B 


playstation.ny.resource.planning.discussion ¿$B$N¿ (B <34dc66bepa577@base.minoru.isl. 
intec.co.jp> ¿SBSN; (B 
¿S$SB5-;v$K$*$$$F¿ (B 1998;SBG/¿ (B02¿$B7n¿ (B07¿$SBF|¿ (B(¿SBEZ¿ (B) 14¢$B;~¢ (B00¿$BJ, ¿ (819 
ՀՏ81Ը:" UZ (B 

Minoru Matsumoto¿$B$5$s$0=q$-$^$7$7? !#z (B 

>¢SBFMA3JQ0 [N(!"%S2%SN% ` 8r:5J}K!!"8r:5N(ŞK$b$h$j$^$9$, !"OdEAE*¢ (B 
> $B" %k%4%j%:%`$G¿ (810 ¿SBQ$BeSG%$2%N%`$NFC@-$SrF3$-=P$9SNSOSASgSC$HFqS7S5¿ (B 
>¿$B$+$b$7$1$^$; N —se%1!<%7%g%s$GSO¿(B 1000 ¿$B@C$Be$/$i$$$^$Ge ( 
>¢SBDIS&MMSGS9! #5USKITOBDjJ@-S, $2!<%° SHS7SF<uS1F~S$1S$i$1S$k2DG=@-Sb; (B 
>¿$B$"$k$o$1$J$s$G$9$, !#¿ (B 


w 


¿E $B! ! OdEASDSNSN%37%_%e%1!<%37%Sqg3S$O8=<BE*S+S1S&S+SOS*SSSES*SSSE!I"G ( Է: 
¿SBS+SJSJLLGrSSSbSNS, S"SJS“S9ShSM!#4s@8@8J*S,H/@8S7SF!"S5SiSKS=¿ 
I 55 0 S.S s a 55 s ols. (8 


>¿$B<+J, $N9TF0$, A3<3$K$b1F6ASrM?$ ($k$HS$$&4QERSO; dSKSO$"$ 4$*S; Ss$G$7$?! #3 (B 
>¿SBSJSkSISI!#Aj4X4X78@ _Dj$H<+M3EYSN3NJ]5,%-%DS=S$S&SG$9$1S$SI!"S3SNJ)Š,¿ (B 
> SB8=<BL#S,=PSk5SS,S7SFS-SAS7S213; (B 


¿S$B!!N)>1$SrJO$ (SFS_$F!V8rDL4I@)!W$NJ)$+$i8+$SF$_SkSH$$S&SN$ŠOSIS&ŠG;O (B 
¿SBS7SgS&S+!#¿ (B 


>2¿SBSoS+$SjS*S7S?!#¿ (8:-) 
>¢SBS£!<%6S,%] S9SHSSSCSHSGtatsbSr:nSCSF!I"SN!<SHSVSC% ce. Տ)1ՍՏ1ՏԲՏՏՏ/ (B 
— s n en E epee eter SSSB8SGSSSDSNSGS9S+!)¢(B 


ESB! !%@$s%8%qg%S%*%%9%?!<STSSS+SNS3Sm! "JISK%Sasb$Sr$7SFS*S-S?SSSH6/S$/¢ (B 
ESB46S8S?SbSNSGS9!#S*S"SMSCSHS0%C%/SISSS+SGSO<B8=S5S1SFSSSKSHSSS&¢ (B 
£SB8@S$J}$b=PMh$*$9S, 1Թչ (B 

SSB! 19255552: <3" C£$G<hSkShS$&$KS$9$k>19g!"$+$I$ jSNBg$-$5$N5-21G*BNz (B 
¢ SBS, 1,MWSKSISKSNSG! "2HDmMQ%2 !<%* 5! SKBP$9$k%Q%=%3%S%2!<%* ՏԱԽՏՕԼԹ-:չ (B 
2 SBSHS7SF; HS (SkSNSGSO!ESJSSSFOCSr5S75?SbSsSGS7S?!#:G6a5O2HDmMOSb5-¿ (B 
¿SB21MFNLS,BgS-S$S/SJSCSFS-SFSSSkKSNSG!"SASgSCSHFqS7SSSGS9S, 14: (B(^^;; 


>¿ŠSB@/<#Sb$SNS$N>19g!"=nL1$HSN@NE@$r;DS$S7SFCVS+$JSSSH!"$2!<%`$HS7SF¿ (B 

>¿SB@.SjJN)SASKS/SSSNSGSOSJSSS+!"SHSSS&ITOBS,S"SJS“S9!#¿ (B 
ee eres s 

> SBF |K\81SHS7SF! "ITE, EvSJI=8=$G$7$?! #2 (B 

>¢SBS=S&SSS&SoS1SG! "JIsF; 4X78<TSXSNeH8 } NaSHS+!"0U?*E*SI%S4!<%3/3¢ (B 

>£$B!J%?%1%3%_! KSHSSS&SNSbDS"SjSGS9!#ISF; Sb@/<#SNF; 6qSKS3JSJS$* PN 


£$B!!B?22?M?t8~$13Q!<%FS#!<%2!<%° ԱՆ. SHS$S*SjS=S$S&SJ5SS,S7 (B 
¿SBS$S“S$S9!#S9S4$mS/SG!"%+!<%ISrŠa$S/SCSF!E¿(B (^^; 

¿$B!!$=$NF; ee ee re G; SSSbDSNSKSJIS4S=S& i (B 
ESBSI5$S$,S7S*°$9! #2 (B 


ՆԱ E _SNS3%SsST%eE!<%?¢ (B RPG ¿$B$,Jz$( eee a $92 (B 
£SBS1SI!"z (BTRPG;SBSCS$] 1$/$78hS&SHS7$F Sb! "T= 8=J}K!$,$IS$5$8,$7$°S9! #2 (B 
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>¢$B?M9) L5G=Sr; }$C$F$/$k!)!)¿ (B 


ESB! !%-%c%i%/%?!<SN%-%C%i%/%?! <@-SHSSSESDSNSO! "SF! <SV%kKSH!<%/SKS*SS¢ 
¢ SBSFS$b7k9=Fq$7$SLdBjS@SH; WS$$^$9$, ! #Bg35SN>19g!"SWS13S%d!<SN@-3d!az 
ESBS- 


(B 
(B 
$C%1%/%5?!<SN@-3ISGS9S7!"S+SISjI87L) SKSWS1SSS9SkK?PM4VSGSHDSWS1LSSSd!<¢ (B 


éSBSNCN<1$H%-%c%i%/%?!<SNCN<1$r: .F1S9SkS3$SHSOShS/S"SjS*SOSM! Ք: (B 


>¿ $B 


:WE (HOOOSKE ($,F~SCSFS—$?; ~$N=hM}$r$I$&$9$k$+$, LdBJSGS9SM!#¿ (B 


¿SB!!A4It>!<j$SK%m$C%$/S9SkSHS$S&2#%9%/%m!<%k%"%/%7%g%s%2!<%`$,$"SCS?; (8 
¿SBSh$&$J!ES"1"SFS0%S6!<S$@$C$?$+SŠJ!)¿ (B 


¿$B! 


!$S=S1SGSO!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


Moroha Otuki ¿$BBg7n=tMU; (B // 
e-mail : resource@FL.scei.co.jp // 
: moroha@ca.mbn.or.jp // 


http://plaza7.mbn.or.jp/~moroha/ 


—-MESSAGE FILE 22594 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000063htm1.html 


--MESSAGE FILE 22595 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000064htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 


Subject: =?1IS0O-2022-JP?B?UmU6IBskOiUyITwlYDRrMmgkTkt cPEEhHSiVdJTE1LWSVrJCskaUM1UGSbKEo 
— 


=?ISO-2022-JP?B?GyRCIUsbKEo=?= 


Date: 11 Feb 1998 14:35:09 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 38 

Message-ID: <6bscutSšas6Q@newsl.scei.co.jp> 

References: <6bcn7uSm55@newsl.scei.co.jp> <19980211163601lmoroha@ca.mbn.or.jp> 
NNTP-Posting-Host: 210.135.67.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB=tMUS5$sSOS8SaS*S7SF!#:#8eSHSbSšShSmS7S/S*SMS,SS¿ (I ¿$B$7$^$9!#¿ (J 


ԵՏ) 


£$B!!$*OCSO!"22?S+SKG.C£ST7SFSSS/SNSO!":G=*E*SIL\I8$r<B8=$ 9SkS$ ?SaSKz (J 
¢$B; HSo0$1$k<jCJI$, L\?7$7S8$S3SHSb=EMWS IMWAGSGS"Sk!ESHM}2rS7SFShS$SSG3 (J 
ESBS7TSgS&St+! #2 (J 


¢£SBS@SH32!<%* SKSIS&E83+S7SFS$S/SNS$+SbS&SRSHSD8+5S (SIUSSSNSGS9S, ! "B3¿ (J 
¿SBJTS, S"SkSDSNSHOMS (SFShSmS7SSSGS7SgS&S+! #¢ (J 


> 
> 
> 
> ¿SB!!1V%2!<%` 4k2hHSNK\<A! WSHSSS&%2?SSSHSKSKSISCSFSS$S%S9S, !"$3$1S@0S1;¿ (J 
> 
> 


BS=S&SGS9SM! #$3SNI8>OSKS*SSSF!"C1SJSk%3%_%e%K31!<%7%g%SSNF; 6QSHS+!"3 (J 


¿SB=w;R9bQ@8SNI, 2\S"SSSFS ՏԱՏԻ "SHSOOCSCS ?4QK@SrDs< ($7$2$+SCS?SNSG$9! #3 (J 

¿ SB=tMUSSSs$NOC$KSb$"$4$*S7$2S, !"Lk4V$@$1%Y%k$, =8Cf$7$F8r495!$, ITB-$7$?¢ (J 
¿SBSHSSS&SNSb!"4k6HS,A[DJS7SFSSSJSS;HSoS1J)Sr$551SFSSS?SH$SS&S3SHSGS"Sj!"¿ (J 
¿ $B$=$b$=$ÞM7$S$H$$$&SN$O!"%$%1%.%e%i!<$,H/Q8$7$F=i$a$FK\J*$C$H8RQŞ (55918: (J 


¿$I 
¿ Š] 


BS 
881 


DS*$4!"4k2h<TSN<4jSNFbSGM7SPS1SFS$$kS&$ASO! "4k2h<TSN8B3&$,M7$S<jBESNz (J 
B3&SKSISCSFS7S*S&SNSGS9!#!TS3S15, :G6aSN%2!<%` SN798~SGS9SM! Ke (J 


¿SBSSS *SNSHS3SmB3JTSOM=DjS7SFS5SS S;SsS$, 1"SMS2S, S"SCSE5$$, 8~$$$?$iz (J 
¿ $B=q$/$3$H$K$7$F$$$^$9!#!JI$3$1$0%2!<%` SNK\<ASHOLCWS7SFSSSkSH;WSSS“S9!#!Ke (J 


> ~SBS"S1S@S1S0SdSC$?SNSO!"E, EvSJBeBXIJS, B>SKSJS+S5CS?S5NSH! "OB2ZASGS"SCS$?3 (J 
> ~SBS3SHSb=EMWSIMWAGS@SCS?SH;WSSS*S9! #2 (J 


¿SBS3S1SOH?OQS7S?SSSNSGS9S, !"S3SNO@K! SGSS$/SHSSSSSY!<%@!<%2!<3° ՏՇՏԵՏ (ՏԵչ (J 
¿SBE,EvSJ8d3ZS, SI$S+$C$?$+SiSOSd$C$?!"SHSSS&S3SHSGS7$g$&$+!) 2 (J 


¿$I 
¿$I 
¿$I 


B$=$S&$SSS&S3SHSrOQ$S8S2S$SSSNSGS$OSJS/!"KM$SOSOSd$SkS$S+$SiSKSOS=$1$JSjS$SN860x$,$"$j!" (J 
BS*S?!"S03dSkSHS=SNSJ$+SKFHFCSNCN7CSAM7$S5$, H/@8S95k!"SHSS$&S3SHSr¿ (J 
B8@SSS?SSSNSGS9!# (J 


¿SBSDS%“SjJ!"%2!<%` SNS"SSSGS"SHSO! "3 (URPG¿SBSHS+%S7%e!<%sF%#%s%0SHSSSCS?4(@.SNSDbSNSN¿ (J 
¿SBCfS+Si=&S&SNSGSOSJS/!"<R2qS+Si=&SCSFS/SkSbSNS@SH9MS (S$FSSS*S9!#S=SN01SD¿ (J 
¿SBSHS7SF:#2s%s]%1%Y%SkSr5sS2S?SNSGS9!#¿ (J 
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ESBETHP HEM! S#CHOG (I ¿SB#SH#O#F#T¿ (Մ ¿SB#W#O#R#K#S¿ (I չՏ8 14949488. ESBHFHEFB: (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 22595 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000064html. html 


--MESSAGE FILE 22596 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000065html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 11 Feb 1998 14:35:11 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1OQgGV09SS1IM=?= 

Lines: 34 

Message-ID: <é6bscuvSas6@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> 
<34CA9D86.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne. յք» <34CADEC 

7.CEAOE759@mth.biglobe.ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6af 

pb8Sgne@newsl.scei.co.jp> <34cf1002pa069@base.minoru.isl.intec.co. jp><6ave3fS$6eh@n 

ewsl.scei.co.jp> <34d743f8pal71@base.minoru.isl.intec.co.jp> <6bcf62Sl1qo@ 

newsl.scei.co.jp> <34dc66bepa577@base.minoru.isl.intec.co.jp> <19980211170301moroh 

a@ca.mbn.or. յք» 

NNTP-Posting-Host: 210.135.67.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9! #=tMUS5$s;O0SaS*S7SF!#e (J 


£SBQ/<#2H%2!<%* SKIUSSSF! #3 (J 

> ¢SB!!B??M?t8~S1%0O!<SFS#!<S2!<%° SHSTSFSISiS9SOS*SHS*S4S=S&SI5S$,5$7¢ ( 
> ¿$B$^$9!#$9$4$m$/$G!"%+!<%I$r$a$/$ŞC$F!E¿ (J (^^; 

> ¢$B!!S=SNF; SrA*SPSISS>19gSO!"S"SISYSstA%c!<?'S,G; SSSHSNSKSJSjS=SE&3 (J 
> ¿$B$I5$$,$7$^$9!#¿ (J 


$B! ՄՏՏՏ-ՏՄՏյՏՇՏՉՏ, !KS@SaSGS9! #SHSSSESNSO!"S3SN%39%1%C% ee er ee 
£$B!VLr3d%2!<%*> !WSHF1IMM! "SF!<%V%k%H! <%/SGSO2DG=S@S+SiSGS9! #3 (J 

2 SBS=S&SGSOSTIS/! "C1FHSWS1%S%d!<SKS3%s%T%E! <3?7%2!<% SHSTSFSWS1SSS5$; ShHS&SHz (J 
¿SBS7S?SHS-SK!VL5M)]SJSsS8ScSJSSS+!)!WSH:nSj<j$,46S8!";n9T:x8mS9SkS3SHSG; (J 
¿SBSJSKS+?7S7SS%2!1<%`@-S,@8S“S1SkSNSGSOSJSSS+!)SHSSS&SNS, ¿(J 
¿$B!V<B83E*:nIJ!W$N4k2h0U?^$G$9! #6 (J 
¿SB$3$N4k2hNh$K4X$7$F$O!"$"$/$^$G$b01?M$,F|K\$r1F$GA`$kD907$K$J$C$F;¿ (J 
¿$BA4EZ$r?6$J2s$9$N$, L\E*SISNSGS9! #2 (J 


2D: SB%mSC%/%*SSS7%E!<SFSHESSSOSKSDSSSF3 (J 
> ¿$B!!A4It>!<j$K%mM%C%/$9ŞK$H$Š$&2#%9% sm! <%k%"%/%7%g%s%2!<%`$,$"$CS$?;¿ (J 
> eSBShS&ST!IES"! "SFS0%6!<S@SCS?S4+SI!) 3 (J 


éSBSbS&SASGSCSHOU?*Sr$/SsSGS [S7TSSSGS9!#%SFS0%6!<SO!V% oe S ՅԱ 
¿SBE (SNJ}SKCFSr7bSD%7%9SF%°> SGS"SCSF!"Sm$C%/S*SSSHSOS"S-SiS+SKS2!<%° @-S, ¿(J 
ՀՏ8ՕՇՏՏՏ՞ SOL#SSS+SKSMSC%/%* SSSLSISPSAS/SAS jie. 8yS9S1SPOLLVBG?T! #<:GTS$9S1SP32 (J 
¿SBE (SN7cS$7$S967HSKS"S&! #S$3SNS935Sk$3S= $, sm$C%/%*%s%7%e!<%F% #%sS0S@SHKMSO; (J 
ESBOMS (S$ *S9!#!JS3SNERGQSGSb%S1%$%SU%S) !<%9%7%4!<%: SOKMSNOMS (SHSOSAS, . (J 
¿SBSh$C$F!"%$m%$C%/%S*%s$NS55; o 5 I KoE. WSCSFSSS*S9! #3 (J 


ESBETHP HEM! S#CHOG (U ¿SB#S#ORF#T; (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8;:¿ ¿SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 22596 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000065htm1.html 


--MESSAGE FILE 22597 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
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cussion/00000066html1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 11 Feb 1998 14:35:12 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 113 

Message-ID: <ébscv0Sas6@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
.ոճ. յք» <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.135.67.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.CO¿SBSGS9!1#SJSSS+OCS7SFSSSkSH%"%$%G%"S,SGSFS/SkSNSGS$S?SNS7$SSGS9!#¿ (J 


> ¿$B%2%N%`$,5!G=$r7hDj$9$k!#; (J 


> 2 SB3MF@$7$?5!G=!J$"Sk$$$0<:$C$?5!G=!KSKBP1~$9$k>pJs$, %2%N%`>e$K; (J 

> 2 SB>hSCSFSSSkSHS7$%S9! #! VOGEAIBSNOx; R!WSN%$%a!<%8SGS9! #32 (J 
ESB4X78SISSSGS9S, !"$3S1S0$*Sb$7Sm$$$G$9!*FCSK<:$C$?5!G=$,:\$;SiSl$SFSS$$k!"3 (J 
2 SBSHSSS&SNSOLLGrS$$! #Nc$ ($P!"%-%c%i%/%?$N%m%8%C%/$, ; HS&; HSOSTSSAXTBSIS/ 13 (J 
2 SBBGNL$K%a%b% j>eSKB8:_$9$k%$%a! <38SGS9SM! #SWS1SSSdSNSUSHS7S?4V0CSSSG!"3 (J 


¿SBI=SK$SGSFS-S?SjJS$S9Sk%S+%s%8!J%S<%S%&%9SNSU%S!%s%H%`!)!K¿ (J 


2$BS2%N%°> $0=i4 | CMSr7hDj$9Sk! #32 (J 
¿$B%2%N%` SOAUCV9=BSSN= ie $9!#8e$OJLSN%k!<%kS$K= + J 
¢ SBAUCVS, JQ2=$7$F$$$-$^$9!#$3$N>19g!"%2%N%` $O9=B$$NJQ2=$N¿ (J 
¿$B$7$d$9$5$r7hDj$7$F$$$kŠH9M$ ($i$1$^$9!#¿ (J 


> 
> 
> 
> 


¿S$B$3S1S3S$S=$,¿ (ULIFE GAME; $SBSGS9SM! #$?S@!"9=BSS, 8e$KJQ2=$9$kMWAG$O0c$$$^$9$, !# (J 
LIFE GAME; SBSGS$S$$ ($P!"<~S4jSK4vSDS"S1SP@8S-;DS$ 4! "4vSD0T>eLSK~$G; K4!"SHSSS&¢ (J 
ESB?tCMS, 2DIQ! "SHSSSES3SHSGSISM! #2 (J 


> eSB!VS*S*S$+S_D465!WSM%?SGSb#2SN7ASGS23N%S° $,; HS ($^$9!#$D$^$j!" (J 
> ¢$B9=BSJIQ2=$N$7$d$9$5!aS*$*$+S_SNF,$SNShS$5¢ (J 
> ~eSBSHS$$&9=?*S$+SiG=NOSN0 [SJU$k$*$*S$+$_Sr:n$j=PS7SFSSS1$*S9! #2 (J 


ESBF, SNShS5!"$,2?SrS5S9SNS+S, SM$C%/SKSISj$*°S$9SM! #<m$ jSNBP>] SHSTSk@8S-—J*¢ (J 

¢ SBSNFC@-! J9TF0%Q%?!<%s!"967bSKBPS$9SkKH?7b%Q0%?!<%s!"9TFOFC@-!J%9%T!<% ir] MNO! (9 
é SBSISISrCNSCSFSSSkS3SH!"S$*S?!"S=S1SrSI$&3hMO$9Sk$+$,F, SNShHS5SSHB8@S ($=$&¿ (J 
ESBSGS9S+!) 2 (J 


> 2$BFMA3JQO[N(!"%2%N%° 8r:5J}K! !"8r:5N ($KS$b$h$ j$*$9$, |"OdEAE*; (J 
> ¿SB%"%k%4%3j%:%` $Gz ( ae éSB@SBe$G%23N%° SNFC@-SrF3$-=P$ ISNSOSASGSCSHFQ$7$$¢ (J 
> ¿$B$+$0$7$1$^$;$s!#¿ (J 


¿SB$"$?$J$^S(SHS$S($P$"$?$J$^S (SGS9SM!A!#SASJS_SK!"NcSNDISN%*"%k%4%j%:% ` ¿(J 
¿SBSO! "%$W%1%S%dŠ$Š,A*SsS@D[Sr!"%3%s%$T%Se!<%?S$, !V7/SN5aSaSk%SG%6%S$S%sSOS3S1S+SM!) !We (J 
¿SBSH;n9T:x8mS7SF=PS7SFS/SKkKSNS, S+SoSSSSSGS9SMI!#¿ (J 


>> >¿$B".!VGZAv$7$J$$%1!<%9%2!<%` !W¿ (J 
>¿SBSJSkSISI!#KMSO!"H"SNCf$NS$9SYSFSN<VSK9TFO05,HOSr;)$?8;$F!"7k2LE*SK;¿ (J 
>¿$B5,B'@—-$,=P$Sk$3SH$SrAQSSS?$+SC$S?%+%$s%8$GS9!#$"SkOUL#!"<+J, $SN<V$N9TF0¿ (J 
>¿SBSKS$Sh$C$FSb!"A4BNSN8rDLSKIF6AS, SGSkS+$s%$81"J,S+5JSdS95/80@%(SP¿ (J 
>¿SB%$P%$S%*; (2; SBSN%6%C%T%s%0SGS9SM!#; (J 

(oe ԱԲԱՆ Aj<jSKSbD1F6ASrM?S (SkSHSSS$&4QE@S$0; dSKSOS"S5$*$;SsSGS7$?! #2 (J 
2 SBSISkS [ST! #Aj4X4X78@_DjSH<+M3EYSN3NJ] $, %-%D$=$&$G$9$1$I!"$3$NJ}$, ¿(J 

¿ $B8=<BL#$, =P$k5$$, $7$F$-$^$7$?!#¿ (J 


> 
> 
> 
> 
> 
> 
> 
> 


ESBSSS*S*SbSCS?SNSGS9S, !"KMSNOMS ($ŞF$$$k>uBV$H$O!"%2%N%` #2SGS9SM! #= i4|>uBVz _ 
¿$B!J<V$NOLCV!"9);v!"NA6b!"Cs<V>1$N?t!"%9!<%Q!<$NJDE9!K$J$I$r$-$a$F$*$$$F¿ (J 
ESBS"SHSO! "STS&1F6AS9SkKS+8+Sk!"SHSSSES3SHSNShHS&SGS9!#SDS*SF5!"AJ4X4X78SHS+2 (J 
¿SBƏ9MS (SAScSSSISSSiS7SS!IS3S*SCS?SbDSSSGSO!K!#S?S*°S?S*=BBZSTSFS?!*SHS+!I"3 (J 
ESBS"S=$39) ; vS7SFSkSiS7SS!"SHSSSCS$23+; OS%S ($N%j%5!<%A$d!"ESCfN) Տոճ5ՏԸՇՏ2չ (J 
ESBS3%3SSSSKSGEIOWSK! VS"S=S3SNE9SDSVS1S?SCSFSM!WSCSFI9SSS?Sj5S7TSFz (J 
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¿SBH=CG!J$GS$S-Sk$+$C!*!K$9Sk%$+%$s%85SGS9!#¿ (J 
s SBS= S&SGS9SM!"$5!<%S39% (SJS"SNEE8w7G< (HD$G!V$3$3=BBZ$7$F$k$h$J$"!"!"; (J 
éSB4X1[ $5$1$h$&$+ IWSHAJCLSOSK%+25%8S450! Է. (J 


¿SB%$2!<%`%*1<%P!<$, $I$$32!<%* SGS9SM! #; ~4V$K$7$^$7$g$&$+!#; (J 
2SB!Vz (732587, $"$=$5s$@$i%2!<%`%*!<%P!<!W$H$+!#; (J 


>> > ESB". 8° SKSES"SKS*SCSTSSBOE (J 

>L $BOCSSS^$9! <! #abS¥S INEZ! <s SNZHGKIKZZEILALDD"S, $" ŞkëS$a!<%8SGS9! He (J 
>¿$B$D$^$j!"@$3&$NLBO) $d%@%s%8%g%s$O$O$8$a$+$i=PMNh$F$$$F!"$=$I$N¿ (J 
>¿$B96N, $K3^SCSW$r=q$/%0%1$G!"$=$1$N$?$a$K9k2Z$J%a%ðbD" Sr; HSESNSGS9! #2 (J 


V V V V 


v 


ESBSE!<S6S,%] S9SHSSSCSHSGZasbSr:nSCSF!"SN!<SHSVSC% a SJIUSISFSSS/¢ 
> ESBSoS1SGS9SM! #SHSSSES3SHSO!"SASSS8SGSSSHSNSGS9IS+!) ¢ (J 


ESBSOSS!"SASSS8SGSSSHDSNSGS9! #>kSbSNSHSHSSS ($*°$9! #KMSOOBF#CiM: SN7zZC[¢ (J 
¿SBSH$+9%$S-$JSNSG!"9b$5$d!"?<$5$r46$68$iS1$k%$@%s%8%g%s$r:nS$C$F$_ 525518: (J 
¿SBS"$kOUL#!"¿ (J3D¿$B%1%s%@%j%s%0%a%bD"$,2#$KIU$/$N$+!*!*!*$9$4$$$>!*; (J 
¿$B!J$J$s$+%"% $G%"$, SGSF3ZS7S$!*!Ke (J 


> >> >¢SB".0-FAG@/<#2HSXSNF; ¢ (J 

> ¿SB@/<#SbS$NSN>19g!"=nL1SHS$SN@NEQ@Sr;DS7SFCV$+SJSSSH!"%2!<%`SHS7$SF¿ (J 

> ¿SB@.Sj)N)SASKS/SSSNSGSOSJSSS+!"SHSSS&ITOBS,S"$jS“S9!#¿ (J 

> ¿$B!V%4%7%C%W!W$H= oe Ն (J 

> ¢SBF|K\81SHS7$SF! "ITE, Ev$JI=8=$G$7$?!#¿ (J 

> ¢SBS=S&SSS&SOS1SG! "IsF; 4X78<TSXSNeEH8 }NaSHS+!"OQU?*E*SIS4!<S/¢ (J 

> ¢$B!I%?%1%3%_! KSHSSS&SNSb%"%SjSGS9!#ISF; $b@/<#$NF; 6qSKSIS 48" SOS+Silte (J 
¿SBS=$s$J%+%$s%8S$SGS9$M!#Ln5e!"; (JJ¿$SB%$j!<%0!"%*%j%s%T%C%/$SJ$sS+Sb;HS$(Sk!J!*!K¿ (J 


¿SBSsSGS9ShSM!JS&S&!"4m81S@!K!#¿ (J 


>> >¿$B".Lr3d$rli$8$k%2!<%`¿ (J 

> ¿SB$S3$3SiJUSO!"8=:;:_SN$3% SST%e!<%?: (J RPG ¢SB$,Jz$ ( Ea One eg oie $9: (J 
> չ5851511"չ (UTRPG¿$BSCŠ] |$/$78n$ESHS7SF 9b! "I= 8=J)K!$,SJSS5SS,S7S“S9!# (J 

> ¿$B?M9) L5G=$r; }$C$F$/$k!)!)¿ (J 


¿SBSJSsSHSSS&S+!"SdSCSFSOSSS1SJSSS3SHSbSW%1%SS%SdSOSGS-SFS7S S&!#S?S@!"¿ (J 
¿SBSJSsS$S+SdSCSFSOSSS1SJSSShS&SK%SW%1l%SSdS, eat. S&¿ (J¿SBShS&SK;F8-S1S?2SS!# (J 
¿SŠB?M4VSNNI?4SKAJ$ (SiS$S1$SkSb$SNSK$JSk5$$,$7$2$9!#; (J 

*SBHs>oSK; w$?S7%A%e% (!<%7%g%s$G$O¿ (JFCZSBHGS*%6! <SN%USiS$%S%0%*SSS, S=SNE (J 

¿ $B2DG=@-$r8+$; SFS/S15FSS52898, !"S"SNS*S*$GSO%M%?5N01SD$G407kS7SF$75" ՏՇՏԲ չ (J 
¿SBSSSkSNSG;29MSKSOSJSiSJSS5SS,S7S%S9!#¿ (J 


> >> >¿$B".¿ (J2Dz;SBSNSm%C%/%S*SSS7%E!<SFS#ESSS0E (J 
> ¿SB:wE (HOOOSKE ($,F~SCSFS$-$?; ~$N= AM} SrSTS&S$9SkS$+$, LABJSGSISM! #2 (J 


ՀՏԹՏՀՏեՏՄՏՏՏՇՏ91"Տ-Տ1Տ, LABJ$G$9!#$3$1$, $GS-S?SiE (SOSTSs$SGSbSSS$S$+Sb! #2 (J 
&SB=tMUS5SSSN%S1%9SKSb=q$—-S$*S7$?S,!"S9SPSAS/SmSC%/S*SSSTSISSSH<!SN= Bape 
2 SBE (SN7c$78$967b$r?) $i$&!"S=SN6 [D346S, =P$; $1SPz (DOK; SBSGS$9SM! #3 (J 


¿SB4X78$JSSSGS9$, !"%\%S?%s$r2!1$9$H! "2HLLSK=PSFSSS$kE (A4It $K>!<j$K%[!<%_%s%0¢ (J 
2 SBS9SKSHS+SM! #D7SMIVS9E ($, SSSkKSHS@Sa!<38S/SiSCSASCSE! #S<SsS<SSCFIDSFSISS3 (J 
¿SB%S21<%` SK$SJS$SjS$=S&!*¿ (J 


¿SB#RT#P#M!S#CH#O¿ (I ¿SB#SH#O#F#T¿ (Մ ¿SB#W#O#R#K#S¿ (Մ չՏ8 14949478. ¿SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 22597 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000066htm1. html 


--MESSAGE FILE 22598 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000067html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCJTIhPCVgNGsyaCROS1w8QRsoSi0tGyRCJDOKTiFKIzIhSxsoSg==?= 
Date: 12 Feb 1998 15:17:32 GMT 

Organization: TPM.CO SOFT WORKS 


Net Yaroze newsgroups message dump.txt 


Lines: 42 

Message-ID: <6bv3qcSe2h@newsl.scei.co 
References: <6bcn7u$m55@newsl.scei.co 
NNTP-Posting-Host: 210.135.67.92 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO 
Content-Transfer-Encoding: 8bit 


X-Newsreader: Microsoft Internet News 4.70.1161 


- Jp> 
-Jp> 


-2022-ՄՔ 


Page 15138 


¿ $BA02s%]%1%Y%k$G9T$0o$1$?4pK\E*$JM7$S$N%7%9%F%` $r>R2p$7$^$7$?$,!"¿ (J 


¿SB:#2sSOBQ8ESN%SW%m%S0%Si%S_%s%0SKSDSSSF 


¿ (J 


¿SBS5SF!"0JA0%W%m%0%Si%`F3j9F;oS,A4@9SGS"SCS?$S3SmSd!"%%*%S7%sSN%sa%sb%jS,BgS7SF¿ (J 


¿S$SBSJ$$$3SmS$K%$F!<%*$H$JSC$?$NSO!"¿ (J 


¿S$SB!V>/$SJ$SS%Sa%Sb%$j$G$SS$S+$KB.$S%SW%Sm%$O0%Si%S`$r$"$ _=P$9$+!)!W¿ (J 


ESBSGS7$?!#SDS%S4!"5!3#S5N@) 8B! IMFNL! &%9%T!<%I!KSr>h$41[$ (SF<B8=S7ShS$&SH¢ (J 


2 SBS 9ISkKS3SHSGE8S*S1ISKSHSNS, Տ"ՏյՏ՞Տ917 


¿ (J 


¿SB<R2qS$SG@8S-SFSSS/SNSOFqS7SSSGS9ShSM!#S@Sl1SbS,@.8yS9SkSoS1S$SGSOSJSS!#¿ (J 


¿$B$J$<$G$7$g$&$+!)¿ (J 
¿SB$=$1SOQ@.8yS9$k$?Sa$SN%Sk!<%$k$,J,$+Š3j 
¿SB%21<%`$H$SO$S=$&$S$C$?<R2q!JG@S3&!K$K 


FqSSS+SiSGS9!#¿ (J 
B8:_S9Sk%Sk!<%kS$rC1l=c2=$7!"AjBP4X78Sr¢ (J 


2 $BS/3m!<%:3"SCZWS7SF2r$—-$d$9$/$7$ ?SbSNSH8QAS ($^$9!#%2!<%`$H$OC1=c2=$, I, ?\$G; (J 
2SBS"$4!"$=$15, Bg=0SK<uS1F~$1S$iS$1SkMWAGSGS"SkSNSGS$9! #2 (J 


ESBOCSrS$bS$I$7$%S9!#S5SF!"5!3#5,CYS/SF%asb34$, SISSS3SHSO! "EVA3T#; (S$T%k!<%kSOz (J 
ESB5!3#SN39SZSCS/$r*!1<SP!<S7S*°S9!#=>SCSF!"S9SZSC%/S$K<}SaSk$?S$aSN:n6HSHS7SF¢ (J 
ESBSN!"9bB. 2=SNS?SaSNS"3k%435%:%° :n$3S, !"Sk!<SkSNC1=c2=Sr$b?T$aSk7k2L$Hz (J 


¿SBSJSCSFSSS?SH8@S (SkSNSGS9!#¿ (J 


¿SBS3S1SO!"¿ (JPSG¿$B2; 8; !J%SUS!%S %3%sSN2;8; !K$,;0=FEOB2;S7S+=PS;S:!U"2;?'Sb%$T%S3%ST%3¿ (J 
ESBSGS"SkS3SHSG! "SaSmSGS#!<S,=E;k$5$1$7798~SKS"SkS$3SH!"SaSb%j$,>/SIS$$?Saz (J 
¿SBJ9S+S$;Sk¿ (UBGM¿ SBS, A*SPS1SFSSS?S5S1SFSSS2798-S, S"Sk$S3SHSHSbF1S$8SGS9¿ (J 


¿SB!JSOS?S7SF2; 3ZE*SKAG@G2S1S7S+SCS?S+SOJLSGS9!K;¿ (J 


¿SB%Sk!<%k$H$SOQ)8BSGS9!#Q@)8BSNCfS$SGSSS+SK2VSr:iS+ŠS;ŠSkS+!)SGS9!#S$S=S$S&S$SSS&OUL#;¿ (J 
¿$B$SG$O!"%SM%C%$H$d$m$&$<$NSiSS$SSVS$SiSj!<$NITB-SOS"$kOUL#Bg;vSJS3SHS+SbS7S1$S2$;$s¿; (J 


¿SB!#¿ (J 


¿SB#T#P#M!S#C#O¿ (J ¿SB#Ss*ORF#T; (J ¿SB#WF#OfR#K#S¿ (J ¿$I 


e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co.jp/~chu023 


31 


B#1#9#9#8¿ (J.a SB#F#E#B;¿ (J 


--MESSAGE FILE 22598 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000067html.html 


--MESSAGE FILE 22599 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000068html. html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 


From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: =?1SO-2022-JP?B?GyRCJTIhPCVgNGsyaCROS1lw8QRsoQg==?= -- 


Date: 13 Feb 1998 13:53:46 GMT 
Organization: INTEC System Laboratory 
Lines: 14 


Inc. Ltd. 


Message-ID: <34e44el2pb878@base.minoru.isl.intec.co.jp> 
References: <6bcn7uSm55@newsl.scei.co.jp> <ébv3qcSe2h@newsl.scei.co.jp> 


NNTP-Posting-Host: 210.132.156.39 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO 
X-Newsreader: WinVN 0.99.73 PLO1 (x86 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 


-2022-JP 
32bit) 


Net Yaroze newsgroups message dump.txt Page 15139 


In article <6bv3qcSe2h@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
>¿SBSk!<%$kSHSOQ)8BSGS9!#@)8BSNCf$GS$SS+SK2V$r:iS+S;ŠSkS$S+1)SGS9!#S$S=S&SSS&OUL#E; (B 
>¿SBSGSO!"%SM%$C%$HŠdSmS&S<$NSiSSSV%$i%Sj!<Š$NITB-SOS"ŠkOUL#Bg;vSJS3SHS+SbS$S7$1$S25S;Ss¿ (B 
>¿SB!# (B 


¿SB$3SN8@MUS$Sr!"K?¿ (B M* ¢SB<RSKJ9S+$;$?SSSGS9! #3 (B^^; 
¿$B;d$O!"$SM%$C$SHSd$m$&S<$SNSiSS$S%$VS$SiS3SNB- S YUYU made 
¿SB:nSCSF%$M!"SHSSS&S3SHS@SH2r<aS7SF$SS*S9!# (B 
ՀՏՑՏՇՏԵՇ-ԱՊՕՏ,8-535755չ (B. 


ա 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22599 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000068htm1.html 


--MESSAGE FILE 22600 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000069html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1ISO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 14 Feb 1998 06:03:43 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 163 

Message-ID: <34e53163p1537@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.18 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BS$GS9!#; ( 


ե) 


# ¿$B$9$$$^$;$s!"JV; v$, CY$/$I$J$^$79$?!#¿ (B 


In article <6bscv0Sas6@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>TPM.COzSBSGS9!#STSSS+OCS7SFSSSkKSHS"SSSGS"S, SGSFS/SkKSNSGS?SNS7SSSGS9!#¢ (B 
> 
>> ¢$B%23N%°$,5!G=Sr7hDjS9Sk! #2 (B 
>> ¢ SB3MF@$7$75!G=!JIS"$k$$$0<:$C$?5!G=!KS$KBP1~$9$k>pJs$, %2%N%° >e$Kz (B 

>> éESB>hSCSFSSSkKSHS7S°S9!#!VOdEAIBSNOx; R!WSN%S%a!<%8SGS9!#¢ (B 

> 

cer ԻԱՆ S ԱԱ ԱԱ uso Ն $C$?5!G=S, :\$;SiS1SFS$sk!"¢ ( 
>¿SBSHSSS&SNSOLLGrSS!#NcS(SP!"%-%c%i%/%S?SN%$m%$8%C%S/S,;HS&;HŠoSJSS4X78SJS/!"¿ ( 
>¿ SBBGNLSK%a%b% j>eSKB8:_S9Sk%S%a!<S8SGS9ISM! #SWS1SSSASNSUSHS7S?4V0cSSSG!"¢ (B 
>¢ SBI=SKSGSFS-S?SjS9Sk%+%s %S8!J%S<%SS& S9SNSUS!Ss%*sHS`! ) !K¿ (B 


(B 
(B 


ESBSatsSGSkSNK!B'SGSb!"M%@*OdEASHS+! "Nt @* OdEASHS+S"SkS8ScSISSSGS9S+! #3 (Ք՞ ՞ 
éSB7A<ASO3MF@S7SK$/$/<:SSSdS9SSSNSG!"S3S1SrSIS&M*S ($k$+$,LdBj! #2 (1 
(¿SBS3SNS?SaSK%S2%N%`Sr8r:5S$S5%9;S?SjS9SkSoS1SGS9!K;¿ (B 


ա 


>> 2£$B%2%N%° $O=14|CMS$r7hDj$9Sk! #2 (B 
>> ¿SB%2%SN%` SOAUCV9=BSSN= ie $9!#8eSOSLSN% k!<%k$K= ar ՐՅԻ B 
>> ¿ $BAUCV$, JQ2=$7$F$$$-$^$9!#$3$N>19g!"%2%N%` $09=B$$NJQ2=$N; (B 

>> ¿$B$7$d$9$5$r7hDj$7$F$$$k$ŠH9M$ (SiS1S*S9! #3 ( 


w 


>; $B$3$1$3$=$,¿ (BLIFE GAME; SBSGS9SM! #S?S@!"9=BSS, 8e$KJIQ2=$9$kMWAG$O0c$$$^$9$, !#¢ (B 
>LIFE GAME¿$B$G$$$ ($P!"<~$jJ$K4v$D$"$1$PR@8$-;D$j!"4v$DO0J>eL$K~$G;`K4!"$H$$$&; (B 
>¢SB?tCM$, 2DJQ! "SHS$S&S3SHSGSISM! #2 (B 


ESBS3$3SG6SS$$&! "AuCVSO8DBNSKAHS_9~S*S1SFSSS$k0U; V7hDj5!G=SISISr; XS7SFSSS*S9! #¢ (1 
éESBSDS*Sj4!"8DBNSNOU; VSNJ}K!<+BNS, 3X=, SKSHSCSFIQ2=S7SFSS$/2aDxSrI=8=S7ShS&S$H (B 
¿SBSSS&SoS1SGS9!#¿ (B 
¿SB@oN, 7?%7%_%$e%1!<%7%g%s%2!<%`$KNc$ ($1SP!"Aj<j$N=PJ)$d!"<+J,$N2a5n$N6pŠN;¿ (B 
¿S$B?JSaJ)$,<!S$N01<jSN;W9MSKH?1GS5$1$Sk$h$&SJSDBSNSGS9!#!J<!$N01<j$G$OSJ$/!"¿ (B 
¿SB<!S$N01<j$r7hšSa$k;W9MSK1F6AŠrM2S (SkKE@SKCmOU! Kz (B 


ww 
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>> ¢SB!IVS*S*S+$ D465! WSM%?SGSb#2SN7ASGS23N%° $, ; HS (S*SO!#SDS*S5!"3 (B 
>> ¿$B9=B$JQ2=$N$7$d$9$5!a$*$*$+$_$NF, SNShS5z (B 

>> ¿SBSHSSS&9=?%“S+SiG=NOSNO[SJSkS*S*S+S_Sr:nSj=PS7SFSSS1S S9!#¿ (B 

> 
>i SBF, SN$h$5!"$,2?$r$5$S9SNS+S,SM%C%/SKSJS3JS2AS9SM!#<m$3jSNBP>] $H$JSk@8$-—J*¿ 
> 2 SBSNFC@-! J9TF0%0%?!<%s!"967bSKBPS 9SkH? 7b3Q%? !<3s! "9TFOFCR-!I%93T!<% ČTI NOK (B 
>i Ş$B$J$I$ŞrCN$C$F$$$k$3$H!"$^$?2!"$=$I$r$I$&3hMQ$9$k$+$,F, SNSh$5SH8@S (Տ-ՏճՀ (B 

>i $B$G$9$+!); (B 


¿SB9MS (SFSSS?SQ%Si%sSa!<%S?SO0T2<SNSDSNSGS9! #3 (B 

o 2~SB3MJ*SHSN5wN%SK1~$8$?2C8:B.J}K!$r7h$aS$k¢ (B 
¿SB$O$8$a$O$=$m$=$m$H6a$E$-!"5wWN%$, $D$^$C$?$i%@%C%7%e$7$FJa$^$($k!#¿ (B 

o ¢SB3Md*! "Cg4VSHSNOLCV4X78S+Si! "<td, $N8~$+$&J}3Q$r7h$a$k¿ (B 
éSBNYSjSKSSSkKCgG4VSHSN5wN%Sr:G>.SKS9Sk<m$4S, OLHV8ZN ($, 9bSSSHSSSES3SHSrz (B 
¿$B!VH/8+!W$5$; $k!#¿ (B 


¿SB3MJ*SNH?7bSO9MS ($F$$$^$; $s$, !"S=SNF0J*SJSjSK:GNISr?TS/S7SFF (S2ShS&SHS7S S9!#¿( 
2 SBSbSASm$s ! "FOU*SKSHSCSFF ($2J}$, 0 [SUSk$NS$G! "K\Ev$O<m$ j$N@oN, ՏԵՄՕՏ ($F$$$/I,MW$,¿ ( 
ESBS"SIS*SI!l#e (B 


ww 


ESBSTS+$7!1"S2!<S> @-Sr9bSa$k$ ?$aSK! "FOI*SKSHSk@oN, ՏԱՄՕ9950915օ0Տ: !"!VSISsS$I3MI*$Kz (B 
éSBSbDLMQS9$k%k!<SkSNH/8+!WSr$*S*S+S_ SNOTFO@ON, $SK$7ShS&SHIMS (ՏԲՏՏՏ՞Տ91 #2 (B 
¿SBEFCDjSN3MJ*S@S1SrDISCSFSSSkS*S*S+S_SO!"S=SN3MJ*SKSO6/SSS, |"8-505451575-օ8581"2 (B 
éSBS$$m$s$JI3MJI*$SrDISCSFSSSkS*S$*S+S_SO!"S*!<SkS*SSSFSH#SES, !"@lLLG2ZHSGSIS$<eS_$,¢ (B 
ESBS"Sk!"SHS$$&>ub67S$Srin$jS?SSSN$G$9!l#e (B 
ESBS=S$7SFI"S3S&S$SeS$$m$s$IFC@-Sr; }SD$*$*$+$_Sr$$$+$KAH$_9g$o$; $F<m$j$r@.8y$5$;$kz (B 
ESBStS, !"SWS1SSSd! <SNL\E*SN#1SDSGSbS"Sj5S*S9! #2 (B 


>> >> >¢SB".!VGZAVS7SI$SS%1!<%9%2!<%* !We (B 

>> >¢SBSISkS$[S$I!#KMSO! "H"SNCESNSIOSYSFSN<VSK9TFO5, HOSr; }$2?$;SF!"7k2LE*S$Kz (B 

>> >2¢$B5,B'@-S,=PSkS3SHSrA@SS$S$?S+SCS$?S+SSS8SGS9!#S"SkKOULE!"<+Jd, Coe (B 
>> >z¢SBSKShSCSFSb! "A4BNSN8rDLSK1F6AS, $G$k%+%S%8!"J,$+$58d89$/8@S (SP¿ 

>> >¢SBSP%S%*e (B22 SBSNS6%SCSTSSSO0SGSISM! #2 (B 

>> ¿$B<+J, SNITFOS,AJ<jSKSb1F6ASrM?5 (SkKSHSSS&4QE@SO; d$K$O$"$J$^$; $s$G$7$?!#¿ (B 
>> ¿ŞB$ŞJIŞK$[Ş$I!#Aj4X4X78Q_DJ$H<+M3EYŞ$N3NJ] $, $—%DS=S&SGS9S1SI!"S3SNJ)ŠS,¿ (B 

>> ¿$B8=<BL#$,=P$k5$$,$7$F$-$^$7$?!#¿ (B 


>i $B$$$^$*$b$C$?ŚNŠG$9$, ! "KMSNOMS ($F$$$k>UBV$H$O!"%2%N%`#2$G$9$M!#=i4 |>uBV¿ (B 
>¿SB!J<VSNOLCV!"9);v!"NAG6b!"Cs<V>1SN?t!"%9!<%Q!<SNJDE9!KSJSISrS-SaSFS*SSSF (B 
>i $B$"ŞH$ŞO!"$IŞ&1IF6A$9$k$+8+$k!"$ŞH$$Ş$Ş&$3ZIŞ$ŞHŞNŞhN$&$G$9!#$D$^$J!"AJ4X4X78$H$+¿; (B 
>¢SB9MS ($A$c$$$I$$$i$7$$!J$3$^Ş$C$?$b$s$G$9!K!#$7$^$?7$^=BBZ$7$F$?!*$H$+!"; (B 
>¢SBS"S=$39) ;vS7TSFSkSiS7SS!"SHSSSCS?3+;0S%*S (SN%jJS5!<%sASd!"ESCfN)SA4sSCS?¿ (B 
5 ee 6 Ր ԱՐ 

> $BH=CG!J$G$-$k$+$C!*!K$9$k%+%s%8$G$9!# (B 

>  $B$=$&$G$9$M!"%5!<%S%9% (%j%"$NEE8w7G< (HD$G!V$3$3=BBZ$7$F$k$h$J$"!"!"; (B 

>z2 $B4X1[$5$1$h$&$+!W$HAJCL$9$k%+%s%8$+$J!#¿ (B 


¿SB%$7%_%še%$1!<%7%g%sS$SK%$"%/%7%G%s%HŠrF-⁄-S$1$?N)>1$G$9SM!#;¿ (B 

ESB$?$@!"$"$^$J$3$NJ}8~$GAvV$C$F$7$^$&$H!"%7%_%e%l!<%7%g%s?'$,6/$/$J$J$9$.$F!"; (B 
¿$B%a%j%0%j$,<:$o$1$k4m81@-$,$"$J$^$9!#¿ (B 
¿SB; dSHS7SFSO!"!V8rDLOBA4 !WSNLLS$r6/D4$7$?SS$S$GS$9! #2 (B 


ESBSHSOSSS (!"S33s3SSKSNEIOWSK<~JUSN>u67S$rJ9$/!"SHSSS&H/A[SOS*SbS7SmS$SH;WSSS*S9! #2 (B 


> $B%2!<%`%*!<%P!<$, $J$$%2!<%`$G$9$M!#;~4V$K$7$^$7$g9g$&$+!#; (B 
ՀՀՏՑ ՄՀ (B3¿$BJ, $"$=$s$0$i%2!<%`%*!<%P!<!W$H$+!#¿ (B 


¿SB%]%S%Ss%SsHšSr2sSkJ)S, !"Sa%j%O%SjS,=PSkSH;WSSS S9!#; (B 


> 
>> >> >¿SB".%*%*K%$es"%k%*%C%T%s%0¿(B 
>> >ESBOcSSS*S9!<!#%aSSSSSN%S2!<%3* SN2Z#SKIOK2ZSTSaSbOD"S, S"SkSS%Sa!<S8SGS9! #2 (B 
>> >z¢SBSDS*Sj!"@S3&SNLBO) SdS@SSS8SqgSSSOSOS8SaS+Si=PMhSFSSSF!"S=S1SN¢ (B 
>> >¿SB96N, $K%*SCoWSr=q$/%o%1$G! "S=S1$N$?S$aSK9Ik2Z$JIsasbD"S$r;HS&SNSGS$9! #2 (B 
> 
>> gSB%£!<%6S, 5] S9SHSSSCSHSGSaSbS ri: nSCSF! "SN! <SHSVSC% /SKE=SjIUS13FSSS/¿O(B 
>> ¿SBSoS1SGS9SM!#SHSSS&S3SHSO!"S@%s%8%g%sSbSNSGS9S+!)¿ (B 
> 
>2SBSOSS!"S0S8S8SqgsSSHSNSGS9! #>kSbSNSHSHSSS ($*$9! #KMSOOBF#CiM: SN7zC[z (B 
>¿SBSHS+9%S$S-SJSNSG!"9b$5$d!"?<$5$r46$8$i$1$k%@%s%8%g%s$r:n$C$F$_$2$S!# ( 
>¢SBS"SkOUL#!"¢ (B3D2$B%1%S%@%jSSsS0%aSbD"S, 2#SKIUS/SNS+!*!*!*S9SA4SSS>!*3 
>¿SB!JSJSsS+%"%$%G%"S$S,SGSF3Z$7$S!*!K¿ (B 


(B 
(B 
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The list can be found here: 
http://www.al.nl/macsupport/debri/ 


Cheers DEnnis.. 
-—-MESSAGE FILE 2393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01096 


—-MESSAGE FILE 2394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001097 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Based. 

Date: 5 Jun 1998 11:06:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01bd9071$cébfba80Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <3576B342.B91@city.ac.uk> 

NNTP-Posting-Host: d3-s3-168-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


bv163 <bv1l63@city.ac.uk> wrote in article <3576B342.B91@city.ac.uk>... 
Any London Based [preferably West London based so that we can hook up. 
I'm not on the Internet at home.]yaroze programmers want to get severly 
drunk and make crap attempts at trying to program a demo which all your 
friends will laugh at because it's complete Sh*te. 


If you do give me a bell. 


Ring 0958 660 653 or 0181 960 9880 and ask for Aaron 
[ring within reasonable hours] 


3D Programmers, Artists , Musicians, anyone that knows how to access 
memory cards or do proper 3D explosions that don't cause GPU timeouts 
required. 


VVVVVVVVVVV VV 


Steve Dunn hangs around West London, so does Stuart Nolan (although he's 
writing a Novel 
somewhere in Bulgaria at the moment) & Che-Guevara. And me, of course.... 


(I work in Chiswick, but live in Brighton). 


Craig Graham 


—-MESSAGE FILE 2394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01097 


—-MESSAGE FILE 2395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001098 

Path: chuka.playstation.co.uk!news 

From: Andy <andy.thorn@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Bristol City 2 

Date: Fri, 05 Jun 1998 21:11:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <357850FC.3E9C@virgin.net> 
Reply-To: andy.thorn@virgin.net 
NNTP-Posting-Host: p53-crane-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN711-003 (Win95; I) 


No reply in Profiles so I'll try here... 


Any Yaroze users live in or near Bristol? If so, maybe we could meet up 
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ESBE=$ jIUS1S ?%asb$r4s$;=8SaSkSH! "#1SDSN7z2C[J*$,40@.$7SFSSSF!"z (B 

3D ¿$B$G$O$k$0$k2s$;$k$o$1$G$9$M!#¿ (B 

ESBSG! "JISN#1SD$r%/%5%C%/S9SkKSH! "S=SNJISKE=$ jIUS1$?>pJs$, $9%CSHI=< ($5$1Sk! #3 (B 
¿SB%S+%C%3SSSSSGS9SM!#¿ (BY_* 


>> >> >¢SB".0-FAG@/<#2HSXSNF; ¿ (B 
>> 2SB@/<#SbSNSN>19g! "=nL1SHSN@\EG@Sr; DSTSFCVS+SISSSH!"%2!<%* SHSTSF3 (B 

>> gSB@.$jN) SASKS/SSSNSGSOSIS$$+!"SHSSS&ITOBS, $"$J$^$9!#z (B 

>> ¢SB!VS4S7SCSW! WSH=q$S$$?SNSO! "S3SN@\E@SrOU?*S7TSFSSS?SsSGS9S,!"z (B 

>> ¢SBF|K\81SHS7SF! "ITE, EvVSJI=8=S$G$7$?! #2 (B 

>> ¿$B$=$&$$$&$0$1$G!"JsF;4X78<T$X$NeH8}Na$H$+!"0U?^E*$J%j!<%/¿ (B 

>> ¿$B!J%?%1%3%_!K$H$$$&$N$b%"%İ$G$9!#JsF;$b@/<#$NF; 6q$K$J$j$^$9$+$i!#¿ (B 


>i $B$=$s$J%+%s%8$G$9$M!#Ln5e!"¿ (872585) 1Հ501"9251556Ղ15ՇՏ/ՏՄՏՏՏԻՏԵ: ԷՏ (Sk! T!*!Ke (B 


>¿$SBSsSGS9Sh$SM!JS&S&!"4m81SQ@!K!# (8 


¿$B652J=qA*Dj!"Lt2A4p=` !"?7LtG'Dj!"ITF0; :GdGc!"3t<h$j0z$-$J$I$b; (B 
ESBS"S5S*S9Sh! #2 (8:-) 
2SBS"SH!"1x?&SdGXG$SO4pK\E* $K$"$4SGS$ 9ShSMz (B? 


>>> >¢SB".Lr3d$r1iS$8$k%2!<%°¢(B 


>> ¢SBS3$3SiJUSO!"8=:_SN%3%s%T%e!<%?¢(B RPG չՏ8Տ,Մ2Տ (SFSSSk8B3&SKSb4X78$7$%S9z¢ ( 


>> ¿SBS1$I!";¿ (BTRPG;$BSC$]$/S7ShS&SHS7SFSb!"I=8=J}K!$,$ISS5$$,$78*S9! #2 (B 
>> ¢$B?M9) L5G=$r; }SCSFS/$k!)!)¢(B 
> 
>¿$BSJSSSHS$SS&$S+!"Sd$CSFSOSSS1SJ$SSS3SH$Sb%$W%1%SS%dSOSGS-SF$7S S&!#S?S@!"¿ (B 
>2¿SBSJSSS+SdSCSFSOSSS1SJSSShS&SK%SW%1%S%SsdS, 46S8SFS7S*S&ShHS&SK; E8~S1S?7SS! #2 (B 
>¢ SB?M4VSNNI ?4SKAJS (SiS1SkSbDSNSKSISK5$5,S78*S9! #2 (B 


ESB! VSdASCSFSOSSS1SISS !WS3SHSrSIS&Sd$CSFSWS1SS$%d!<SKEAS ($kS$+!"!VSASCSFSO; (B 
ESBSSS1SISSS3SH!WSr<B9TS7S?2; ~!"SWS1SSS$d!<SKM?S (SkIF6ASOSISNDXEYS, !"@53N;¿ (B 
iE SBSIFbMFSO8+$; $IS$$*S*SKA[A|$5$; $kSh$&; E8~S1SkSNS, FqS7$$$=S6! #2 (B 


¿SBS"SH!"!IVSdSCSFSOSSS15JSS!W;vSNJ])S, 1" 1VSdSCSFSSSS!W;vSh$JSOSkS+SKB?SS¿ (B 
¿SB$OS:SJ$SNSG!"@)8B$5S1$?MFNL$NCfS$G!"2?$rA*Br$7SFS$SS$/S+$,LdBjJ$GS9SM!#;¿ (B 


>> >> >¿$B".¿ (B2D: SBS$N$Sm$SC%/%S*%s%7%Se!<%SF%#%s%S0¿ (B 

>> ¿SŠB:wF (HOOOSKE ($S, F~SCSFS$-$?; ~SN=hM}$rSIS&$9Sk$+$, LdBj3SGS9SM!#; (B 

> 

>¿$BS=S&SJSsSGS9!"S=S$1S, LdBjSGS9!#S3S1S,SGS-S?S1iE(SOSJSSSGSbSSSSS+Sb!#¿ (B 

>¢ SB=tMUS5SSSSN%1%9SKS$b=q$—-S$*S$7$?S,!"S9SPSdAS/%Sm%C%/S* SSS T7TSISSSH<!SN=V4VSKSO; (B 
>: SBE (SN7c$7$$967bSr?) $i$&!"S=SN6 [D%46$, =P$;$1SPz (BOK; SBSGS9SM! #2 (B 


¿SB%4%-%V%j!"Gh!"2c$GS$SbSSSSSoS1SQ@!J>P!K!#¿ (B 


>¿$B4X785SJ$$SGS9$, !"%\%?%s$r2!$9$H!"2hLL$K=P$F$$$kE (A4It$K>!<4j$K%3[!<%_%s30¢ (B 
>¢ SBS 9SkSHS+SM! #D7$MIVS9E ($, $$$k$H%@%a! <88$/SiSCSASCS&! #$<$S$<SSCFTDSFSIS$$¢ (B 
>¿SB%S2!<%`SKSJSjS=S$S&!*;¿ (B 


¿SBSSSd!"JVS7SNJVS 7SrMO0US9S1SP!J>P!K!"%21<%`SKSJUSkSH;WSSS*S9Sh!#¿ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22600 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000069html.htm1 


--MESSAGE FILE 22601 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000070htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.resource.planning.discussion 
Subject: Re: =?IS0-2022-JP?B?GyRCPEI 4M0UqgOm5 JShsoQg==?= 
Date: 14 Feb 1998 06:03:44 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 51 

Message-ID: <34e53163pa537@base.minoru.isl.intec.co.jp> 


References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> 


<34CA9D86.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.4p> <34CADEC 


7.CEAOE759@mth.biglobe.ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> 


<6af 


pb8Sgne@newsl.scei.co.jp> <34cf1002pa069@base.minoru.isl.intec.co.jp> <19980211170 


301moroha@ca.mbn.or. jp> 
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NNTP-Posting-Host: 210.132.156.18 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 

In article <19980211170301moroha@ca.mbn.or.jp>, moroha@ca.mbn.or.jp says... 

> 

>¿$B!!$3$s$P$s$O0!">>K\¿ (B ¿$B<B$5$s!"¿ (BTPM.CO ¢SBS5S$s! #=tMUSHSSS&SHDSNSGS9S9! #3 (B 


¿SBSIS&Sb!"S3SsSKSASO!#¿ (B 
ESBS7SIS5S*9V:B!"; 29MSKS5$; SFSDSiSCSFSS$*$9! #2 (8:-) 


ee ԱԱ eer eerie 
>¿SBS$SFSSSKS3SHSOCNSjJS“*S;SsSGS7S?!#¿ (B(%%; 
>2SB!!FbMF$rGD0. $7$- SCS2S081SGSOSISSSGS9S, | "SASGSCSHSASCSASCEESHs (B 
>¢SBF~$1$5$; $ŞF$b$i$$$^$9! # (B 
> 
>playstation.ny.resource.planning.discussion ¿SBSN¿ (B <34dc66bepa577@base.minoru.isl 
-intec.co.jp> ¿SBSN; (B 
>¢$B5-;vSKS*SSSF3¢ (B on SBG/¿ (802:587ոչ (B07¿ $BF|¿( B(¿SBEZ¿ (B) 14:58:-: (B00¿SBJ, ¿ (81 
9:SBIC:"!" (B 
SMinora Matsumoto¿$B$5$s$0=q$-$^$7$? ! #2 (B 
>>¢SBFMA3JQ00 [N (!"%2%N% ` 8r:5J}K!!"8r:5N(ŞK$b$h$j$^$9$, !"OdEAE*<¢ (B 
>> 2 SB" %k%4%j%:%`$G¿ (810 ¿$B@ŚBe$G%2%N%`$NFC@-$rF3$-=P$9$NŠO$A$JŠC$HFq$7$$;¿ (B 
>>¿ $ŞB$+$bD$7$1$^$; $s!#IaDL$N%7%_ sesl!<% 7%g%s$GSŠO¿ (B 1000 ¢SB@SBeS$/SiSSS*SG; (B 
>>¢SBDIS&MMSGS9!#5USKITOBDJ@-S, 32!<%* SHST7SF<uS1F~$1Si$1$k2DG=@-Sb; (B 
>>¿SBS"SkSoS1SJSsSGS9S, !#2 (B 
> 


>2SB! ! 0dEASbSNSN$7%_%e%1!<%7%g%sSO8= ԱՆԱ. 
>¿S$BS+S$SJSJLLGrSSSbSNS, Տ"Տ)Տ՞Տ9Տիտիլ | #4s@8@8I*$,H/A8S7SF!I"S5SSiSK$=; 
>¢SBS1SK4s@8$9Sk@8I*$,H/@8S7SF | ESHS+S0$9S4SSSISH; o ՏԱՆՅԱ: (5 


¿SBS3S3SiJUSO!"SIS&SSS&%Sb%sG%sk:nSjSr$9SkS$S+SKSb$ShSjS*S9SM!#¿ (B 


>>¿$B<+J, $N9TF0$, AJj<j$K$b1F6ASrM?2S (SkSHSSS&4QERSO; dSKSOS"S5S*%S; SsSGS7S2! #3 (B 
>>eSBSISkS [SI!#Aj4X4X78@_DjSH<+M3EYSN3NJ]$, %-%D$=$&$G$9$1$I!"$3$NJ}$, ¿(B 
>>¢SB8=<BL#$, =P$k5$$, S7SFS-S$*°S$7$?! #2 (B 

> 

>2SB!!N)>1$rJdQ$ (SFS$_SF!V8rDL41@) !WSNJ}$+Si8+SFS_SkSHSSS&SNSOSTS&S$Gz (B 
>ESBS7SgS&St+! #2 (B 


¿ $B; dSHS7SFSO!"@) 8B2<SGG!2?SK8zZN (SNShSS$; ~4VSN; HSSJ}Sr$9SkS+!"e (B 
éSBSHSSS&E@SK=EEG@SrCV$—-S$?S$SSH;WSCSFSSS*S9!#I=SNF;$,=BBZS7SFSS$k;~SK!"z (B 
ESBN"F; 3*$CSWSr6n; H$7$FDL$JH4$1$F$$$/2w46$rI=8=$7$?$$$s$G$9!#¿ (B 


>2$B! ! asb$r%2 !<%° C£SG<hS$k$h$&$K$9$k>19g! "$+$J$ j$NBg$—$5$N5-21G*BNg (B 
>¢SBS,1,MWSKSISkKSNSG! "2HDmMQ%2!<%* 5! SKBPS9$k%Q%=%3%S%2!<%* SNMSOLG@-¢ (B 

>: SBSHS7$F; HS (SkSNSGSO! ESJ$s$FOCSr$7$?Sb$s$G87$?! #:G6aSO2HDmMOSb5—< (B 

>¢$B21MFNLS, Bg$—-$/SISCSFS—SFSSSkSNSG! "SASgGSCSHFQ$7$S$GS$9S, 14: (B(“ °; ; 


¿SB%$a%$b$N%sa%$b%jCf$G$NI=8=J)K!$K$b$h$j$ ee ee Ske (B 
ESBI}K!SrS$HS1SP!"I,MWSIMFNLSOS: SCSH8:$45%S9! #3 (B 
S SBO; ~C£!"F|K\ 73S, ; HSCSFS$$$233! <313V3C%/OE9ESHOMS (U) SOF1S8$G$9! #2 (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22601 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000070html1. html 


--MESSAGE FILE 22602 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000071հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?UmU61IBskQjxCODNFK jpuSUobKEo=?= 

Date: 14 Feb 1998 16:04:01 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 126 

Message-ID: <6c4f9hSkic@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
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.D174D276@mth.bigl 


obe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADE 


Page 15143 


C7.CEAOE759@mth.biglobe 


-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 


4cf1002pa069@base. 
71@base.minoru.isl. 


minoru.isl.intec.co.jp> <6ave3f$S6eh@newsl.s 
intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> 


cei.co.jp> <34d743f8pal 
<34dc66bepa577@base.mi 


noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 


ntec.co.jp> 

NNTP-Posting-Host: 210.135.67.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM. CO; SBSGS9!A! #3 (J 


¿$B%a%b%j$K<:$C$?5!G=$, :\$; SiSLSFSS$k702 (J 

>> ¢$B%-%C%1i%/%2?SN%5M%S8%C%/S$, ; HS&; HSOSTSS4X78SIS/ |! "BGNLSK%a%b% j>eSKB8:_S9Skz (J 
>> ¢S$B%$%a!<%S8SGS9ISM! #3WS1SSSASNSUSHS7S?4V0cSSSGI=SKSGSFS-S$?Sj4S9Sk¢ (J 

> ESBtaSsSGSkSNK!B'SGSb!"M%@*OdEASHS+! "Nt @*OdEASHS+S"SkS8ScSISSSGS9S+! #3 (J*_*% 
> ~SB7A<ASO3MF@$7SK$/$/<:SSSdS9SSSNSG!"S3S1SrSIS&M*S ($k$+$,LdBi! #2 (J 

> (¿SBS3SNS?SaSK%2%SsN%`Sr8r:5%$5S$S;S?S3jS9SkSoS1SGS9!K;¿ (J 


¿SB%2%N%$`SN8r: S!"SH$SSS&SNSOGyA3SH$7SFSSSES %2!<%`SHS7SF; noe wee ¿(J 
ESBSIS&SWSMS0S1%> SOSKSNS+STSSSHS3SISSSsSSG6S9S, !"LLGr$=$&$G$9!#¿ (J 


¿SBSASgSCS$SH4X78SJSSSGS9S, !"¿ (J 

ESBSWsms0%is S7SFSF!"SPZOSCSFE (%-Sc%i$, $9S6$*S$8S/%S%+S 9FOS—-Sr$ ISkSHS-SCSF¢ (J 
Sgt ees os 6 cars Q eee oe ns Š 
éESBS@SH;WS&SSSGS9S, !"S"S1SrS2!<%S* SNSWS1SSS$d!<SKBN83555; SFS"S2S?SSSsSGS9! #3 (J 
ESBSDS*S$53WS13$S%Sd!<SNOU?*S7SISS4V0cS$ (S?A` :nSKSHSCSF!"5!13#SHS7SF!V@5$7S/SPS0Skz (J 
¿SŠB!W (J 

¿SB$C$SFS3$SHS$SGS9!#S$S=S1$, KMSJSJSN<:$o$1S$S?5-21!"$H$$S&$DSbSj$GS7S?!#; (J 


> ¿SBQ@oN, 7?2%$7%_%e%1!<%7%g%s%2!<%`SKNcS(S1SP!"AjJjJ<jSN=PJ)$d!"<+J,SN2a5nSN6pSNc (J 
> ¿S$B?JSaJ)$,<!SN01<jSN;W9MSKH?1G$5S1SkShS&SJSDSNS$SG$9!#!J<!SNOl<j$G$SOSJ$/!"¿ (J 
> ¿$B<!$N0l<j$r7h$a$k; W9M$K1F6A$rM?$ (SkE@SKCmOU! Ke (J 


ESBS391$0$h$/T, $+$jS*S9!#So$t$j$°$9$,FqGS7$$$s$G$9Sn$M! *<B8=S, !#z (J 


¢ $B<m$43*%*%+%_SNF, $N$h$5$N70;¿ (J 

> ¿SB9MS (SFSS$?%Q%i%a!<%3?SO0T2<SNSDSNSGS9! #3 (J 

> o £SB3MJ* SHSN5wN%SK1~$8$?2C8:B.J}K! Sr7hSaskz (J 
ESBSOS8SaSOS=Sm$=SmS$H6aSES—!"5wN%S, $SDS2$SC$?$Si%S@%C%7%e$7SFJaS $S (Sk! #2 (J 

o ¢SB3Md*! "Cg4VSHSNOLCV4X78S+S$i! "<td, $N8~$+$8&J}3Q$r7h$a$k¿ (J 

ESBNYS jSKSSSkKCgG4VSHSN5wNSSr:G>.SKS9Sk<m$4S, OLHV82ZN ($, 9bSSSHSSSES3SHSr3z (J 

2$B!VH/8+!WS5$; Sk! #2 (J 


¿SB5“SK%@%C%7%eS7SF@N6aS$7S?SiF (S2SiS1Sd$S9SS!"SHSSS&S3SHSr3X=,$5S;SkSCSFS3SHSG: (J 
¿SBS9¿ (J 

¿SBShSM!) S=$1$OSSSSSHS7SF!"NYSK$SSKCQ4VSHSN5wNS$r:G>.$KS9Sk<mSj$,$J$<¿ (J 
¿SB8ZN ($, $$$SSNS+FfSGS9SNSGS<SRSHSb!*¿ (J 


> ¿SBFCDJSN3MJ*$@S1l1$SrDISCSFSSSkS*S*S+S_SO!"S=SN3MJ*SKSO6/S$SS$, ! "B>S$SO¿ (J 
> ¿SBS$S+$iS$S7$S-%@%Sa!"S$SSSm$sSJ3MJ*SrDISCSFSSSkS$S*S$S*S$S+$_S$SO!"%S*!<%Sk%*%$S$SSFS#SQ@S, !"¿ (J 
> ¿SBR@G1Lg2HSGSJSS<eS_S$,S"Sk!"SH$SS&>u67$Sr:nSjS$S?SSSNSGS9!#¿ (J 


¿$B$3$1$03X=, $K$h$C$F%Q%i%a!<%?$,?<$/7!$i$1$?7$J$9$k$G$7$g$&$+$i!"2DG=$G$9$M!#¢ (J 


> >> >> >¢SB".!VGZAVSTSISSS1!<S9S2!<S*° IW (J 

> >¿SBSSS*“S*SbSCS?SNSGS9S, !"KM$NƏMŞ ( SFSSSŠk>uBVSHSO! "S 2%N%`#2SGS9SM!#= i 
>¢$B!J<VSNOLCV!"9) ;v!"NA6b!"Cs<V>1SN?t!"% ee Y SaSF$*SSSF¿ (J 

> >¢SBS"SHSO! "STS&1F6AS9SkS$+8+Sk! "SHSSSES3SHSNSHSESGS9! #3 (J 

> ¢£$B%7%_%Se%31!<S7%SqgSSSKS"S/S7SGSSSHSrF~$1S?N) >LSGSOSM! #3 (J 

> 

ESBS?S@!"S"S*SIS3SNT}8~SGAVSCSFS7S*S&SH!"S7%_%e%S1!<%37%g%S?'S,6/S/SISJSIS SFI": ( 

> £$B%a%j%0%45$,<:S0$1$k4m810-$, S"S5S*°S9! #3 (J 

> 2$B;dSHS7SFSO!"!V8rDLOBA4!WSNLLS$r6/D4$7$?SSSGS9! #3 (J 


éESBS=S&SGS9SM!";v8NSiS:AvSk!"SHSSS&ItJ, $O<iSCS$?JI}$,ShS5S2SGS9SM! #32 (J 
éSBS?S@! "KMSHS7SFSO%7%_%eS1!<S7Sg%SSSHSSS&%S+%S%+%5/SGSOSJS/!"A4BNSNFOS-S, 7h$*SCz (J 
¿SBSF¿ (J 

7 SBSS$SkS@S1SG! "S"SHSOSWS1SSSdSN4VEG! "2 (J 

¿SB!V¿ (J3¢SBCZL\SN?.9f5!SG2+?'@#AOSrH4S1SkKSH<!SNF'S_@Z$5$,%/%3j5"SGS-SkS<!W3 (J 
2 SBSHS$+%&%0%5$7 9gGSE&SHSESTS2!<%° SrA[A| S7SFSSS*S9!#SDS*S$5!"2rK! SO8D?MSNI6SaJT} gz (J 
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¿SB$G$$$m$s$J%k!<%H$, $"$k%+%s%8$G$9!#$?$@!">>KN$5$s$,$$SoSl$SkS$ShS$&SK; (J 
¿SB%]%S%s%SHS*SoSjJSKS9SkSH!"SSS+SK%S?%S%`C;S/S*“SoSkS+S,6%S (S=S&SGS9!#¿ (J 
¿SBSASJS_SK!"9);vS$H$+<V$SNOLCV$SH$+S$SO873JSK$S-SaSk$D$b$j$O$SJS$SSGS$9S$, ! #3 (J 


ESBS$S%;WSCS?SsSG$9S, !">>KN$5$s$N4k2h$G$7$?$M! 


>> >> >ESB".S°SKSES"SkKS*°SCSTSSS0E (J 


3D ¿$B$G$O$k$O$k2s$;$k$o$1$G$9$M!#;¿ (J 
ESBSG! "JISN#1SD$r%/%5%C%/S9SKSH! "S=SNJISKE=S 
éSBS+SCS3SSSSSGS9ISM! #2 (I^^ 


V V V V V V 


¿SB%+%$C%3%$%$$GS9Sh$M!#%2!<%`KNBNJ|$CSF%aSbD" $] 


"S3SL!#!IS"SASC!I<!Ke (J 


>¿SBS"SkKOUL#!"¿ (J3D¢$B%1%s%@%j%3S%S0%asbD"S, 2HSKIUS/SNS+!*!1*!1*S9S4SSS>1%*3 (J 
¿SBE=$jIU$1$?%a%Sb$r4s$;=8Sa$k$H!"#1$DSN7zC[J*$,40@.$7$FSS$E!)|U; (J 


3jIUS1$2>pJs$,%9%CSHI=<(S$5S1Sk!#¿(J 


ES/SjSKG.CE!#SSSSSIS"l#z (J 


¿SBS?$VSs!"%2!<%`KNBNSh$ jšW%$m%0%i%`BgJOSQ@$7%a%b%j$b?)$&%O%: !# (J 


¿S$SBL*OQ$G$9!#$?$Q@652J=q8!D3j$OQ$Be$rBTS$DI,MWS, $ 


> >> >> >¿$B".0-FAQ/<#2HSXSNF; ¿(J 

> >> ¿$B$=$&$$$&$0$1$G!"JsF;4X78<T$X$NeH8}Na$H$+!"0U?^E*$J%j!<%/¿ (J 

> >> ¿SB!J%?%1%S3%_!K$H$S$S&SNSb%$"%$j$GS9!#JsF;$b@/<#SNF;6q$K$JS3j$S2$9S+$Sil!#; (J 

> >¿$B$=$s$J%+%s%8$G$9$M!#Ln5e!"; (JJ $B%3j!<%0!"%$*%j%s%$T%$C%/$JS$SsS+$Sb;HS(S$k!J!*!K¿ (J 
> >¿S$SBS$SsSGS9ShSM!JS&S&!"4m81S@!K!#¿ (J 

> ¿S$B652J=qA*D3j!"Lt2A4p=`!"?7LtG'Dj!"ITF0;:GdGc!"3t<h$j0z$-$J$ISDb¿ (J 

> eSBS"SjS*S9Sh! #2 (J:-) 

> ¢SBS"SH!"1x?&SdGXGSSO4pK\E*SKS"S4SGS9ShHSMz (J? 


"SkKSNSG; 09q; VE*%9%1!<%k¿ (J 


ESBSN%S2!<%* SK2s$7$25}$,$S$SS+SI! #0&9q?4SN8~>e$/SiSS$GSO@/<#2HSO¢ (J 
ESBS&S$1878/SISSSH; WSSS*S9SNSG! "SISKS+MxE@S,1,MWSGSOSM!#S"SkSSS_@/<#7k<RSr¢ (J 
¿ SBMxMQS$ 9Sk$?S$aSNE@?t2TS.SHSSS&STSiT,MWSGS9S, 144 (J 

¿S$B1x?&$O4pKá¿ (J { ESBSG$9$S, !"$P$1$?;~SK$b$_>C$9T}K!Sb@oN, $K$7$?$S!#¿ (J 


>>> >¿$B".Lr3d$r1li$8$k%2!<%`¿ (J 


VVVVVVVV 


>eSBSISSSHSSSE&S+!"SASCSFSOSSS1ISISSS3SHSDSWS1S$SdASOSGS-SFST7S*SE!#S?SAINE (J 
>¢SBSISsS$+SdSCSFSOSSS1SISSSHSE&SKSWS1LSSSdS, 46S8SFS7S*S&ShHS&SK; E8~S1S?7SS! #3 (J 
>¢SB?M4VSNNI ?4SKAJS (SiS1SkSbDSNSKSISK5$8,S78°S9! #2 (J 


ESBIVSASCSESOSSS1SIS$ !WS3SHSr$IS&SdSCSFSWs15$%d! <SKEAS (Sk$+!"!VSd$CSFSO¢ (J 
éSBSS$1SIS$$3$H!WSr<B9TS7$?; ~!"SWS1SS%d! <SKM?S (Sk1F6ASOSISNDXEYS, !"@53Nz (J 
2 SBSJFDMF$08+$; SJ$S$$*$*SKA[A| $5$; $k$h$&; E8~$1Sk$NS, Fq$7$$$=S6&! #4 (J 


¢$BC1=c$K@55A$N53; NSHEpB1 ! "SFSJ%+%s%8SGSSSSSHC1=cSKOMS (SFS*S9! #3 (J 
ESB; &S720STSISAS1ISGS"SmS&SH; &SSSTS/SFSOSSS1SISS$7!"SO%s20STSi!"SOSSSN?77S7S$¢ (J 


2$B5; =OSKSO4X?4$r; }$ ?SIS/SFSOSISiSISSSHs+!#e (J 


ESBSO%IS, 8: SCSF; ` SKS=S&SGSb!"!V@>MN%O%S<-E5!W! #2 (J 


> >> >> >¢SB".¢ (J2D¢ESBSN%m%SC%/%3*SSS7%E!<SFSHSSS0E (J 

> >> ¢$B:wE (HOOOSKE ($,F~SCSFS$—-S$?;~SN=hM} SrSI$é&$9$k$+$, LdBISGSISM! #2 (J 

>> 

> >¢ESBS=S$&SISs$G$9!"S$=$1$, LdBJSGS9!#S3S1S,SGS-S?$9iE(SOSJSSSGSbSSSSS+Sb!#¿ (J 

> >¢SB=tMUS5SSSN%$1%9SKSb=q$-S*S$7S$?5S, !"S9SPSdAS/SmSC%/%3*SSS7TSISSSH<! SN=V4VSKSO¢ (J 
> >¢SBE(SN7cS$7S$S$967bSr?) $i$S&!"S=SN6[D%S46$,=P$;S1SPz  (UOK¿SBSGS9SM!#;¿ (J 

> 

> ¿SB%4%S-%V%Sj!"Gh!"2cS$GSbSSSSSoS1S@!J>P!K!#¿ (J 


ESBS=S1SOSRSIZS!A!*SGSbSmSC%/%3*S$SS7TS=S3STISCSFCC1) $SKSPS5SPS5SH=8CESSSISKSNSO; (J 


2SBS"SkOUL#%3%0$$! #2 (J 


>¿SB%S2!<%` SKSJSjJS=S$S&!*;¿ (J 


VVVVV 


ESBSSSd!"IVSTSNIVS7SrMQOUS9S1SP!I>PIK!I"S2!1<% 


>¢SB4X78SISSSGS9S, !"S\S?SsSr2!S9SH! "2HLLSK=PSFSSSKE (A4It$K>!<jSK%[!<%_%s%0¢ (J 
>i SBS ISkKSHS+SM! #D7SMJIVS9E ($, SSSkKSH%Q%a!<%8S/SiSCSASCSE&! #S<SSS<SSCF7DSFSISS¢ (J 


~SKSISKSH;WSSS*S9Sh! #2 (J 


éSBD7SMIVSk; ~$K<+J, SNS$SS?>1=jJSK%[!<%_%s%0S9SkSHSSSSS+SJ!#0U30SHSSSS4k2hSK; (J 


ESBSISKS+$b! #!I$<$s$<$s<B83E*S8ScSISSsIsul#! Ke 


(J 


—-MESSAGE FILE 22602 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000071html. html 


--MESSAGE FILE 22603 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000072htm1. html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 


‘usenet 
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Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP?B?UmU6IBskQiUyITwlYDRrMmgkTkt cPEEbKEogLS0=?= 

Date: 14 Feb 1998 16:04:48 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 2 

Message-ID: <6c4fb0Skic@newsl.scei.co.jp> 

References: <6bcn7uSm55@newsl.scei.co.jp> <ébv3qcSe2h@newsl.scei.co.jp> <34e44el12pb8 


78@base.mino 


ru.isl.intec.co. յք» 


NNTP-Posting-Host: 210.135.67.197 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 


Content-Tran 


X-Newsreader: 


sfer-Encoding: 8bit 
Microsoft Internet News 4.70.1161 


ESB; qQNA$b$?$j$I$$!a!a!a!#e (J 


--MESSAGE FILE 22603 END: 
ssion/00000072htm1. html 


net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


--MESSAGE FILE 22604 START: 
cussion/00000073html.html 


net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


Path: 


chuka.pl 


aystation.co.uk!newsl.scei.co.jp!usenet 


From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbKEI=?= 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCPWk 9VSU3JUolaiUqoVY 6QhsoQiglKTobJEI jNBsoQg==?= 
=?1SO-2022-JP?B?GyRCUVohPCU4JE5BRjZaJHIkRCQVIGSbDKEI=?= 

Mon, 16 Feb 1998 01:06:11 +0900 


) 


Date: 


Organization: 


Alkaid.inc 


Lines: 47 
Message-ID: 
References: 


<1998021601061imoroha@ca.mbn.or.jp> 
<19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 


<19980127001023moroha@ca.mbn.or.jp> <morohaS$ef3019980203203553@202.238. 
5> 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


202.217.26.162 


ESBSISb!"=tMUSGS9!#S5SF!":#2sSO! V#4SZ!<S8SNAF6ZSrSDS$S/Sk!WSGS9!#¢ (B 


¿SB!!SJS9SYS-;vSO! "SF!<%S%“Sr%ISiS“SHS7SFSN%S9SH!<%j!<SK9=@.S9SkS3SHS@S=S&SGS9!#¿ (B 
¿ $B! !6qBNE*$K$O!"%7%J%j **SN7kKv1"H/C<I"SWSm$CSHS]55%s%H41"SWSmSCSHS] šSSS%H427 (B 
SA DNRC rN I R o 5 48" $9!#S5WSmSC%HS] SSSSsSH#1 ! "SWSMSCSHS] SSSSSHE (B 


¿SB#2SKSDSSSFSOA02sSE; 2>HS7SFS/SQ@S5SS!#¿ (1 


թ 


¿$B!!$J$<AF6Z$r=q$+$IJ$/$F$O0$J 
¿$B$1$1$P!"B>$NC/$ÞbCN$j$0$7$J 


$i$J$$$+!"$=$1 


$O!X<+J, SN$9%SH!<%j!<$r<+J,S,CNS$iSJ; ( 


103.3 


SS!YS+SiSKB>SJSjJS S;Ss!#SJS<#4%Z!<%s8SJSNS+SHSSS&: ( 


¿SBSH!"MWS9SKkKSK!VS*S@%9%H!<%j!<SNS3SHSrShS/CN$iSJSS!WS+SiSGS9!#S3SNCJ3,SGSOS":¿ ( 
¿SBS%“Sj:YS+S/SJSj)S:S.SKSHSUSKS=S1SKSHSiSoS1$SFS7S S&62S$1$,S"SjS S9!#¿ (B 


¿SB!!SSSF!":n6HSKSHSjJS+S+SkSHS7S“S7SgS&!# (B 
¢$B!!$*S:S$0%9%H! <%4!<SNH/C<SNItd, $rH>%Z!<%8SK5-=RS 9SkKSHS3$m$+$i; OS*S5S*S9!#SHE 
ESBS3SmSG! "#452! <% a8SHS$$SESNSO$1SNS/$i S$$ND9S5SJ$S8GS7SqSES+ | HA02SS0#15 SZ!<%S8S,¢ 


wW w w 


¿SB#2#0#0;zS/SiSSSGSOSJSSS+SH 


=q$-$“*$7$?%, 1":\SCSFSSSkKNcJ8$r0zZzMQS7SFS_$%* es 


¿$ 


B!!!VLk!##1 


BESN<VS, !"$f$C$/$JK%$&$h$&$KDL$j$r?J$s$G$/$k!#<vV$O0O3Q0$r6J$,$j!"%i 


ESBSSSHSr>CS$9O!#SESKSESKSHBGS-SI%S*SUSH#S9! ESSSKSNAOSG;_$% Sk! #@ES+SGS"Sk!#15$/SGe 
éESB8SS,KJS (Sk! #%38%g!<SOL[SCS?S*S*!"1?E>@ISK:BSCSFSSSk! #NYSN@JSKSO! "#1 BfSNL5@~¢ 
éSBAw?.5!!#H* ՏՕՏՏՏԱՏ|1ՀՅՏՏԻԽՄՏԻ | "ՏԼՏՇՏ/5)Տ0ՏՏՏԱՏԱԵՏԸ2ՏՏՄՏԻ | "Մ: !SNL5@~SrK5<uS$9¢ 

éESBSk!#S=S1$+Si!"H*$O:BSCS?S*S*!"BTSD! We (B 

ESB! !#1#7#008; z$/SiSSS"S5S*S9OSMz (B (*%%;; ESB! #SHSSS&SOS1SG!"0T8e!"#1%Z!<%S8SrsS[S$\ 
(B 
¿$B#0J8; Z$H$7$FH=CG$9$k$3$H$K$7$^$9!#¿ (B 
¿$B!!K\Bj$KLa$j$^$9!#$^$: |! ">e$K=q$$$?7$h$&$K;O$^$J$N>1LL$rH>%Z!<%8$G5-=R$7$^$9!# 
ESB<!SNH>%SZ!<S8SGSWSmSCSH%] SSSSSH#1SX8~S+S&9TFOSr5—-=RS7S*°S91#<!SNH>SZ!<S8SGSWe ( 

ESBSm%CSH%] SSSSsH#1$r5—-=R$7S*%S9!#S=S7SF!"#15Z!<%S8S+S1SFBhFSKKSNITFOSr5—-=R$7$% 3 ( 

ESBS9!#<!SNH>%SZ!<S8SGSWSmSC%H%] SSSSSH#2Sr5—-=RS7$S*°S9!#S=S7SF: GBeSN#13Z!<S8SKBhz ( 
¿ $B; OKKSNFbMF$r5—-=R$7S$*S9!#S*SHSaSFS$_S*S7SgS$6&! #2 (B 


մ 
( 
# 
¿ (I 
( 
( 
(B 


5 = 


5 


5 


30 
¿SBH/C<; (B 
¿S$B>u67@_Dj3¿ (B 
Pntl| Pnt2| 


60 30 
¿SBCf?4; (B 


¿SB7kKv¿ (B 
¿SB3kF#¿ (B B 


¿SB2r7h; (1 


W = = ce: այ 


#4#0¿ 


¿l 
(B 
B 
(B 
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é$B!!7°C£SK2a$.$k;~4VSKS/SiSYSFBhO1LKKSN5-=R$, $+SJISjBg$-$/SHSiS1SFSSSkS3SHS, S02 (B 
ESBS+SkKSH; WSSS*S9! #2 (B 


2581 !$G$O!"$3$1$K=>$CSFAF 6Z$N:n@ . $x! E$ 9SkSNSOSASGSCS$H<! 2s$*$0$7$HS$$$&$3SHSKS5;z (B 
¿SBS;SFSpSiSSS*S9!# (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22604 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000073html1.html 


--MESSAGE FILE 22605 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000074html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JShsoQg==?= 

Date: 16 Feb 1998 14:21:44 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 153 

Message-ID: <34e8490dpd802@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <6c4f9hSkic@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>TPM.COz;SBSGS9!A! #3 (B 

> 

>¢SB%atb%jSK<:S$C$?5!G=$, :\$;SiS1SFSSSk70¢ (B 

(3 SBCE£N, ¿ (B) 

>¢SB%2%N%° SN8r:5!"SHSSS&SNSOGYA3SHS7SFSSSF%2!<%* SHS7SF; E>eS2$k$HS$-—2 (B 
>¢SBSTS&SWSms0Si%S* SISKSNS+STSSSHS3SISSSSSGS9S, !"LLGrS=S&SGS$9! #2 (B 


ESBS2SN%° SN8r:5SHSO! "TaDLSNOdGEASGS9! 4: (B 
¿ $B; RSON>?FSNO1J9}$+$1i5!G=C1OLSK!"%$i%Ss%@%° SKOGEA; RSrSb$iS&!"SHSSSES3SHSGS9! #2 (B 


>¿ SBSASgSCSH4X78SISSSG$9S,!"z (B 

>¢SBSWSm%0%1i%° S7TSFSF! "SPSOSCSFE (%-%SC%1i$, $9$6$^$8$/%$%+$9F0$-$r$9$k$H$-$C$F¿ (B 
>eESBS"SkS$8ScSISSSGS9OS+!#S"SISCSF!V5!3#SN; }SD5-21!WSCSF%+%S%8SGS*SSS7SS=VA4V; (B 
>¢SBS@SH;WS&SsSGS9S, !"S"S1Sr%2!<%> SNSWS1SS%d!<SKBN83$58; SFS"S2S?SSSsSGS9! #2 (B 

> SBSDS*S4SWS1SS%Sd!<SNOU?*S7SISS4V0CS (S$ ?A` :nSKSHSCSF!"5!3#SHS7SF!V@5S7S/%P%0Sk¢ (B 
>2SB!Wz (B 

>¢SBSCSFS3SHSG$9!#S=S1$, KMSJS jSN<:$0$1$?5-21!"SHSSS$&SDSbSjSGS7$?! #2 (B 


2 SBQ5E} SUN"S0%6S$GS9SM! #3 (B 


>> ¢SB@oN, 7?%7%_%e%1!<%7%g%s%2!<% SKNcS ($1$P!"Aj<jSN=PJ}$d!"<t+Jd, $N2a5n$N6p$N¿ (B 
>> ¿$B?JS$SaJ)$,<!$N01<j$N;W9M$KH?1G$5$1$k$h$&$JS$SbS$SN$G$9!#!J<!$N01<j$GS$OSJS$/!"¿ (B 
>> ¿$B<!$NOl<j$r7h$a$k; W9M$K1F6A$rM?$ (SKE@SKCmOU! Kz (B 

> 

>¿SBS3S1SOShS/J,S+SjJS“S9!#SoS+SjS*“S9S,FqS$S7SSSsSGS9ShSM!*<B8=$, ! #2 (B 


ՀՏՔՏ-ՏԵՏՄՏՏՏՇՏ91 #SbSGSk$N:in@. SKOLHLOGS, $I$/$FBgJQ!#¿ (B 


>¿SB<m$jJ%*%*%+%_SNF, SNShHS5SN7o¢ (B 
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>> gSBOMS (SFS$$?%Q%iSa! <%?S00T2<SNSbSNSGS9! #3 (B 

>> o 2 SB3MJ*SHSN5wN%SSK1~$8$22C8:B.0}K!Sr7h$aSkz (B 

>> é SBSO$ 8S aSO$=Sm$=Sm$ Hb6aSES— !"SwN%$, $D$*$C$?$is@SCs7Se$7$SFJa$*$ (Sk! #2 (B 
>> o ¢SB3MJI*! "Cg4VSHSNOLCV4X78$+Si !"<t+J, $N8~$+$8&J}3Q$r7h$a$k¿ (B 

>> ESBNYS jSKSSSKCgG4VSHSNSwNSSr:G>.$KS9Sk<m$4j$, OLHV8zZN ($, 9ԵՏՏՏԱԵՏՏՏԵՏՅՏԻԵՏԸ: (B 
>> ¿$B!VH/8+!W$5$; Sk! #2 (B 

> 

>¢SB5*°S$K%@SC%7%eS TSFR\6aS7$?2SiF (S25i1S1SdS9SS$!"SHSSS&S3SH$r3X=, $5$; SkSCSFS3SHSG; (B 
>¿ $B$9; (B 

S$ SBSHSM! ) $=$1$0$$$$$H$7$F !"NYSK$$$KCJ4V$H$ŞN5WN%$r:G>.Ş$K$9Şk<m$jS, $J$<; (B 

>i $B8ZN ($, $$S$SNS+Ff$GS9SN$GS<SR$HSb!*¿ (B 


¿SB!VS*S*S+S_Srl_7ASKG[CVS9SkKSH!WSHSSS&SNS, H4$1$F$^$7$?2!#¿ (B^^; 

¿SB3MJ*SOJqOOLVSN<eSSSHS3SmSK8-S+SCSFF ($2$^$9$, !"S=SNShSE&SIJ<eS_SrinSiSJ$$¢ (B 
¿SBG[CVSO!"3MJ*SrCf?4SHS7S?@5B?3Q7ASNG[CVSGS9!#¿ (B 
¿$B$Šb$A$m$s!"ESCf$K;3Ś$d@n$, S"SCS?Si0cSCSFS-S*S9S1ST! #3 (B 


>> ¿SBFCDJSN3MJ*S@S1SrDISCSFSSSkS*S*S+S_SO!"S=SN3MJ*SKSO6/SSS, !"B>$O¢ (B 

>> gSBS+$i$7$-S@%sa!"SSSmSsSI3MI*SrDISCSESSSkS*S*S+S_SOINS*!<SkS°SSSFSH#SAS, !"z (B 
>> ¿SB@1Lg2HSGSJSS<eS_S,S"TSk!"SHS$S$S&>u67S$Sr:nSj$?SSSNSGS9!#¿ (B 

> 


>¿ $B$3$1$03X=, SKShSCSFSQ%i%a!<3?S,2?<S/7!SiS1$?S$jSISkSG$7$g$&$+S$i!"2DG=SGSI9SM! #2 (B 
éSBS=S&SGS9!#S=S1SrSMSiSCSFS*S9! #2 (B 


>> >> >> >¢gSB".!VGZAvS7SISS%1!<%9%S2!<%S° (Ու (B 
(2 SBCEN, ¿ (B) 
>¢$BS?$@!"KMSHS7SFS0%7%_%e%1!<S7%g%sSH$$$&%+%s%+%/SGSOSIS/!"A4BNSNFOS-$, 7h$*$Cz¢ (B 
>¿SBSF¿ (B 
>¿SBSSSkKS@$1$SG!"S$S"SHS$SOSW%1%$%d$N4V$G!"¿ (B 

>¿SB!V¿ (B3g$BCZL\SN?.9£5!$G2+?'@#A0SrH4S1SkSH<!SNF'S_@2$45$,%/%55"SGS-Sk$<!We (B 
>: $B$H$+%&%0%5$79g$&$h$&$J%2!<%`$rA[A|$7$F$$$^$9!#$D$^$j!"2rK!$O8D?M$N96$aJ};¿ (B 
>i $B$G$$$m$s$JSk!<%H$, $"$k%+%s%8$G$9!#$7$0!">>K\$5$s$,$$$0o$I$k$h$8&$K; (B 
>£$B%] S$3stH$*So$jSK$ 9SkSH!"$$$+$K%?2%$%° C7 $/$*SoSk$+$, 63S (S=S&SGS9! #2 (B 
>¢SBSASJS_SK!"9) ; vSHS+<VSNOLCVSHS+S08730SKS—SaSkSDSbS jSOSISSSGS9S, !#¢(B 


éSB%k!<SHSr7h$a$kSDSbS$ jSOSTSSSsSGS9! #3] ee ce 
éSB<+M3!#?t3X$SG8@S&=d2s%; !<%k39S*°SSLAIBISNSP% 4% (!<S73qgSSSGS9! #2 (B 


>ESBSS$$*;WSCS$?$s$GS9$, !">>K\$5SSsSN4k2h$SG$7$?2$M!"S3S1!#!IS"SASc!<!Kz (B 


ESBSSS (ՏՏՏ (!"01?MSG9MS (9~SsSGSSSFSb<Q5MS*SCSFS7$*°S&SNSG! J>P!K!"SISsSISs¢ (B 
ESBSAScCSAScCSrF~S1$F2<S5$S$%°S; 18. (8:-) 


>> >> >> > $B".%^%K%e%"%k%^%C%T%s%0; (B 
>> >¢SBS"SkOUL#! "2 (B3D2$B%1%S%0%4%SS0%aSbD"S, 2HSKIUS/SNS+!*!*!1*S9S4SSS>!1*3 (B 

>> zSBE=SjIUS1S?%asb$r4s$; =8SaSk$SH! "#1SDSN7zZC[J*$, 40@.S7SFSSSF!"3 (B 

>> 3D ¢SBSG$O0S$kS0$k2s$; $SkSo$1$GS9SM! #2 (B 

>> ¢gSBSG! "JISN#1SD$r%/%5%3C%/S9SKSH! "S=SNJISKE=$ jIUS1S$?>pJs$, $9SCSHI=< ($5S1Sk! #2 (B 
>> ¿SB%+%$C%3SSSSSGS9SM!#¿ (BY_* 
> 

>i SB%+$C%3%$%$$GS9Sh$M!#%2!<%`KNBNJ|$CSF%aSbD"$ES/Sj$KG.Cf!#SS$SSSJS"!#; (B 
>i $B$?$V$s!"%2!<%`K\BN$h$jJ%W%m%0%i%`BgJQ$@$7%a%b%j$b?)$&%0%:!#z (B 


¢ SBSWSmS0%i%> $OSG! <%?F~=PNOR_7WS, BgJQŚJ$@SISRQSH;WS$$^$9!#9F%/%9%A%cSr; (B 
2 SBB7$ (Sk$NS$,B?d, !"OLHVBgJQSJISHS$ 35m! #3 (B 


> 

>> >> >> >2SB".0-FAG@/<#2HSXSNF; ¢ (8 

(2 SBCEN, ¢ (B) 

>¢SBL*ORSGS9!#$?$@6527=q8 !DJSOR@SBeSrBTSDI,MWS, S"SkSNSG; 09q; VE*%9% ea 
>¿SBSN%S2!<%`SK2sS7S?J]S,SSSSS+SJ!#0&9q?4SN8->eS/SiSSSGSOQ/<#2HSOc (B 


¿$B8!Dj$8$c$J$/$F!"A*DJ$G$9!#¢ (8:-) 
éSB6H<TSNA*BrSrN"S+SiAd* :nS9SkKSOS1SGS9! #3 (B 


>¿SB1x?&SO4p¿ (BK¿ $Ba\$G$9$, !"$P$1$?; ~SKSb$_>C$9J}K!Sb@ON, SK$S7S?SS!# (B 


¿SB%S21<%` $N@—3J>e!"3FMx8"S, SP31$?;~SK!"SbS$_>CS9J}K!S$rMQOUS9SkI,MWS, ¿(B 
ESBS"SIS*SISM! #2 (B 


>> >>> >¿$B". Lr3d$rli$8$k%2!<%`¿ (B 
>> >¿SBSJSSSHSSS&S+!"SdSCSFSOSSS1SJSSS3SHSb%sW%1%S%dS$OSGS-SFS7S“S&!#S?S@!"¿( 
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>> >¢SBSISsS+SdSCSFSOSSS1SISSSHSESKSWS1SSS0S, 46S8SFS7S*SEShHS&SK; E8~S1S?7SS! #3 (B 


>> >¢gSB?M4VSNNI ?4SKAJS (SiS1SkSbSNSKSISK5$$,578*°S9! #3 (B 

>> 

>> ¢SB!VSdSCSFSOSSS1SISS$ !WS3SHSrSISESASCSFSWS1SS%$d! <SKEAS (SkS+!"!VSASCSFSO; (B 
>> ° SBS$$1$55$53SH !WSr<B9TS7$?; ~!"SWS1SSSd!<SKM?S ( eae p ene 


>> ¢gSBSIFDMFSO8+5S; SUSSS*S*SKA[ ո|555չ $k$hS$&; E8~S1SkSNS,FQ$7$$$=S&! #2 (B 
> 
>¢$BC1l=c$K@55A$N53; NSHEpPB1! "SFSJ%+%s%8SGSSSSSHC1=cSKOMS (SFS*S9! #3 (B 
ee es SS20STSi!"SOSSSN?7S7S$¢ (B 
>¿SB5;=Q$KS$O4X?4Sr;]S?5SJS/SFSOSJSiSJSSSHS+!#¿ (B 
>¿SB%SOSi$,8:SCSF; `SKS=S&SGSb!"!V@>MN%SQOSs<-E5!W!#¿ (B 


¿SB?&6H!"Y]SNLLS+SiS 2 ASG ret ort n) Տ 17 
¢SBS=$7SF!"@) 8B$KMm$` 1%s%*SrSW%S1!<SdSKFMS-SDS1Sk! #¢ (B 
RPG 5 5 Աա ԱԱ-ին NPC ¿SBS$, ՏՎՏՇՏԲՏ-ՏԲԶԸԻ7ՄԻՏՏԲՏ)Տ՞ՏՏՏ՞Տ951511" (B 
ESBS"S ($F%W%1!<%d!<$NA*Br$KG$$;$k$0o$1$G$9$M!#¿ (B 


>> >> >> >¿$B".¿ (82: SBSN$Sm$SC%/%S*%s%7%Se!<%SF%#%sS0¿ (B 
>> >> ¢SB:wE (HOOOSKE (S,F~SCSFS—S?;~SN=hM}SrS$IS&$9$kS$+$, LdBJSGSISM! #¢ (B 
>> > 
>> >¿$B$=$&$J$s$G$9!"$=$1$, LdBjSGS9!#$3$15$, $G$—-S$?SiE (SOSTSsSGSb$$$$$+Sb! #2 (B 
>> >¢SB=tMUS5SSSSN%1%9SKSb=qS$—-S$*S7S?S, !"S9SPSAS/SmSC3/S*SSSTSISSSH<!SN= guerre 
>> >¢SBE(SN7cS$7$$967bSr?) SiS&!"S=SN6 [D%46$,=PS;S1$P¢ (BOK; SBSGS9SM! #2 (B 
>> 
>> ¿SB%4%-%V%j!"Gh!"2c$GSbSSSSSoS1S@!J>P!K!#¿ (B 
> 
>¿SBS=S1SOSRSI Sg ee ՈՅ» ՏՅՏՄՏՇՏԻՇՇ1) SK&PS5S3PS5SH=8CFS5S1SKSNSO; (B 
>¢eSBS"SkOUL#S3%0SS ! #2 (B 


SEGA ¢$B$N32CnC!$-%2!<% $H%4%—-%8%' SHSNz (B CM 2$B$,F, $r$h$.$C$?$b$s$G! #2 (B*_* 

éSB32CnC!$—-SOCnS, 2hLLSr2#@ZSkS@S1SN%, %Ss%7%e!<%F% #%s%0SK6aSS% %2!<%`SGS9S1SI!" (B 
¿S$B%m%C%/%*%s$N6[D%46$0!"32Cn$, ZHLLSKF~SCSFS-$?SH$—-SN6 [D%4 6SK; wS ?SbSNSKz (B 
ESBSISkS@Sm$&SH;WSCS?SNSGS9! #2 (B 


>> >¢SB4X78SISSSGS9S, !"S\%3?SsSr2!S9SH! "2hLLSK=PSFSSSkE (A4It$K>!<jSK%[!<% 
>> >¿SBS95k$SH$+SM!#D7SMJVS9E ( ($,SSSkSHs@%Sa!<%8S$S/SiSCSAScS&!#S<SsS<SsCF7bSFSJSS¿ (B 
>> >¿SB%s2!<%`SKSJSjJS=S&!*c (B 
>> 
>> eSBSSSd!"JIVSTSNIVS7TSrMQOUS9S1SP! J>P!K!"%2!<%* SKSISKSH; WSSS*S9Sh! #3 (B 
> 

>¢SBD7SMIVSk; ~SK<+J, SNSSS?>1= jSK%[!<%_SsSO0S9SkKSHSSSSS+SJ!#0U30SHSSSS4k2hSK; (B 
>i $B$J$k$+$þp!#!J$<$s$<$s<B83E*$8$c$J$$$J$"!#!K¿ (B 


ESBSAS IF ($2%30%?!<SsSrMQOUSTSFS*S/SoS1SG$9SM! #¢ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22605 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000074html. html 


--MESSAGE FILE 22606 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000075html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 19 Feb 1998 15:50:39 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 106 

Message-ID: <6chkcf$7vu@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> 

NNTP-Posting-Host: 210.135.67.119 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 
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TPM.COz SBSGS9! #%9%-!<z (J& i $B%*%j%s%T%C%/8+J*$GJV; VS, CYS1S*S7$?! #3 (J 
éSBBG2sE>$,Bg@cSGCf;_SGS7S?!#SHS([S[l#e (J 


> >¢SB%asb%jSK<:$C$?5!G=S,:\$;SiS1SFSSSk70¢ (J 
¿SB%2%N%` SN8r:5SHSO! "TaDLSNOGEASGS 9! #; RSON>?FSNO1J}$+S$iz (J 
> 2$B5!G=C1lOLSK!"%i%s%@%° SKOdEA; RSr$b$is&! "SHSSS&S3SHSGS9! #3 (J 


v 


¿SBSHSSS&S3SHSO!"NcS$ (SPS*3*S+%_SN<mS$ JSNOCSG8@S (SP! "@5B?3Q7ASr:nSmS&SH¿ (J 
¿SBS9Sk9TFOSrM%SQhS9SkSNS+!">c32J*SrHrS1SkSNSr=E;kS9SkSNS+! "BR>SN%$*%*%+% ¿ (J 

¢ SBSHSN>WFM2 sHrS$r=E; kS9SkSNS+! "SHSSS$CS$?9TFOSN=E; kSN; EJ} SbOdEAS9Sk!"3¢ (J 
¿SBSHSSS&;HSSJ)SbSGS-SkSH8@S (S*S9SHSM! #2 (J 

ESBSDS*S5!"; ` SsS@SjISTSF8r: 5S5S1SkKSNSGSOSJS/!">o0S$K8r:5$7!"S=SN7K2LSNI>2ASG; (J 
ESBF, $rNI$/$7$F$$$/$3$H$, SGS-S=S&SGSISM! #2 (J 


> >> >> >> >¿SB".!VGzZzAVS7SJSSS1!<%9%2!<%`!W¿ (J 

¿SB4X1[<+F0<VF; $rAvSCSFSSSF;WSCS?SNSGS9S, !"NcS (SPDI$$1 [$7<V@~SKO\SCS?S$ 42 (J 
ESBDL>o<V@~SKLa$C$?$jS9ISkFO:n! "SHSSS&SNSOS"SkKOUL#SG%8%?SkSGS9SHSM! #2 (Մ 

2 SB<VF; $+Si<VF; SXSNO\FOSK4X$7SFS0%U%!%8!<SKS9OSkKI,MWS, SUSS! #3 (J 
éESBSHSCSF!"<V@~JQ99SNS_SIJSi$:1&@%!":8@*%SK4XS7SFSO8GDjSKSTSFSSSSSNSGSO; (J 
ESBSISSS+SH;WS&SNSGS9!#!TSDS*S41?E>SN; EJ} SKShSk%_%9$,B8:_S7SISS!K!#¢ (J 
ESBSP!<SASCSUS!SSS?2?!<SN!"S*8_ SSSNSwNSSN35GOSHF1IS8SGS9!#!I%1%SP!<Sr%+%3%SSSH1&: 82 (J 
¿SBS$S9Sk$@$1$G6a4s$1$?$jN%$$1$?$3j$G$-S$k%S"S1!#!K¿ (J 
¿$BJQFOMWAG$H$7$F$O!"%9%T!<%IA`:n!"?J9TJ}8~7hDj!&CfCG$G$9!#¿ (J 
¿SB9bB.9_$3j$Sk$SH$-$O!":8%Q%C%I012!$7$G9_$j$1$ASc$&%SosS1$GS9!#; (J 


> >> >> >> >¿$B".%^%K%e%"%k%^%C%T%Ss%0; (J 
> >> >¢SBS"SkOUL#! "2g (J3Dz$B%1%s%0%j%S%0%asbD"$, 2Z#SKIUS/ 2 (J 


> ¢SB%W%sm%0%i%° $O%G!<%?F~=PNO@_7WS, r ԱՐՄ WSSS“°SO!#SPS/S9SASCSr3z (Մ 
> ¢SBB7$S (SkSNS,B?J, !"O1LHVBgJQSJSHS$35$m! #2 (J 


ESBMWSOJISrE=$jIUS1$?$5!"JISNS-ScSiSr:n$C$?$j5$, BGJOSCSFS3SHSGS9S+!)¢ (J 
éESBKMSHSTSFSO!"S“°SCSTSSSOSNH~S7S5Sr6%SSSS?SSItJ, SoS"SkSNSG!"NcS$ (SP!"3 (J 
ESBLISWSk! <SWSNS*SCSWSrSIS&1I=8=S9SKSNS+!) SHS+STST!I"S%!<% c ԱԱ Ա 
¿i SBSKOQSMS ?$S$s$G$9!#%S*!<%/SN:n$jJ}$G%*SCWwSN; EJ} $b%, %*i%SCSHJQS3jS mn O 


> >> >> >> >¿$B".0-FAQ/<#2H$X$NF;¿ (J 
¿$B8!Dj$8$c$J$/$F!"A*DJ$G$9!#6 (7:-) 
¿SB6H<TSŠNA*Br$rN"S$+S$ŠiA`:nS9SkS$SoS1SGS9!#;¿ (J 


Vv 


ESBSISkS [ST! #$=S1SOCNSi$JTS+$C$?!*S9SkSH! "650iE*SJD94|A* :n$GSOSJ$/!"C1$Kz (J 
ESBS 5SY!<SHSHSSS&S3SHSGSISM! #2 (J 


> >¢$B1x?&$O4pK\$G$9$, !"$P$1$2; ~SK$b$_>C$9J}K! Sb@ON, $K$7$?$$!#2 (J 
> 

> ¢$B%2!<%> SN@-30>e!"3FMx8"S, SP%$1$?;~SK!"SbS_>CS9T}K!SrMQOUS9SKI,MWS, ¿(J 
> eSBS"SjIS*SISM! #2 (J 


¿SB$S=S&SGS9SM!#81; !ŞN<j$, 1dSSSFS-S?Si<!!9<+;&SK8+S;S+S1S?Sj!# (J 


> >> >>> >¿SB"T. Lr3dSrliS8Sk%s2!<%s`¿ (J 

> >¿S$BC1=c$K@55ASN53;NSHEpB1!"$F$J%S+%s%8$G$S$S$SSHC1l=c$K9MS (SFS*S9! #2 (J 

> >¿SB;&S$720SJSiS@S1$GS"SmS&SH;&S$S5SJS/SFSOSSS1SJSSS7!"%SQ%s20SJ$1i!"%SQ%sSN?7%$7SS¿ (J 

> >2$B5;=QSKSO4X?4Sr; }$?STS/SFSOSTSISTSSSHS+! #3 (J 

> >¢$B%0%iS$,8:SCSF;  $K$=Sé&SG$b!"!V@>MNZ%O%s<-E5!W! #2 (J 

> 

> ¿$B?&6H!"Y]$NLL$+$i%-%c%i%/%?$K@)8B$r$+$1$k$0o$1$G$9$+!#¿ (J 

> ¢SBS=S7SF!"@) 8BSKMmS* $831%s%*Sr3Ww%1!<SdSKFMS—SDS1Sk! #2 (J 

> RPG ¿S$BS@SH!"S$3S&SSS&;-SO?7S7SS¿ (J NPC ¿$B$, Sd$SCSFS-SF2r7h$S7SFS7S SSS*S9S1SI!"¿ (J 
> ¿Š$B$"$ (SFSW%1!<%d!<SNA*BrSKGS$; SkSoS1SGS9SM! #3 (J 


éESBS=S&SGS9!#@S3&SHS7TSFSOAJH?S9Sk?&6HS,N>N) SOSkI,MW!"@: ?@E*SUS8S1SSS°SNe (J 
£SB%M%?!"SGS9SM! #NCSNSP%3?SUSi SSSISSSUSN; ՏԱ ոո ԱԱ ԱՐ (Gps կար 
¢SBS=S$1SrHH: a$K; H$&$3SHSOTLLGB J ! WSHSSSCSFS*°S7S$?SM! #:n$j5<jSN8+$; SkHH:a$,¢ (J 
¢$B<u$1<jB&SNHH: a$SK7RS, SkSH8@SOS1SkKSNSGS"S1SP7]=QSOB8:_SGS-SJSS!"SH! #3 (J 
ESBS3$3$G6%] SSSSSHSISNSO!"2?SrS+SCS3SSSSSH;WSE&S+!) 22?Sr0-SSSH;WSE&S+!"SITSSSGSO! #2 (J 
¿SBKMS,MQ0US9Sk%8%1%Ss%*$,<uS1l<jSN%s8%1%s%*SKSŠJSkS+!)SGS9SM!#S3S1SCSPS+S3jSOc (J 
¿SBCf9bR@G8SH@NEQSr;)Š$SDI,MWS,S"SkS$SNSG!"KMSN?&6H$rJOS ($kI, MW$,$"$j$=$&!&!&!#¿ (J 


ԱԱ ՆՏՐ ՈՏՆ U l Y 
¿SBSSS?%b%šsNSCSFS"SjJS S9!) 
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>> >> >> >¿$B".¿ (J2Dz SBSN%m%C%/%3*SSS7%E!<SFSESSSOE (J 

>> >> ¢S$B:wE (HOOOSKE ($,F~SCSFS-S?;~SN= AM} SrSIS&S9Śk$+$, LABJSGSISM! #2 (J 

>> > 

>> >¢SBS=S&SISs$G$9!"S=$1$, LdBISG$9!#$3$1$, $9G$-$S?$SiE(SOSJSSSGSbSSSSS+Sb!#¿ (J 


> ~$B32CnC!$-SOCnS$, 2hLL$r2#@ZSkS@S1SNS,%ss%7%e!<%F%#%s%0SK6aSS% Se ԱԱ 
> S SB3m3C%/%*SS5N6 | լք6546501"32Շոտ, ԱՐԱՅ» SCSFS-$ ?SHS—-SN6 [D234 6S$K; w$ ?SbSNSKz (J 
> ¿SBSJSkS@SmS&SH;WSCS?SNSGS9!#¿ (J 


¢ $BS=SNDLS$ j$G$9!*S"S$H!"E (SNDI2C=P8=$rBT$D6 [Gw$G$9SM! #$bS&01SDBTSD$+!) չ (J 
¿SB:#SSS/S+!)SHSSS&!# (J 


> >> 

>¿SB4X785JSSSGS98, !"%\%?%s$r2!$9$H!"2hLLŞK-P$F$$$KE (A4It$K>!<j$K%[!<%_%s%0; (J 

> >> 

> SBS 9SkSHS+SM! #D7SMIVS9E ($, $$$k$H%@%a!<%8S/$iSCSASCSE! #S<SS$<SSCFIbSFSIS$ 3 (J 
>> >¿S$SB%S21<%`SKSJSjJS=S&!*¿ (J 

>> 

>> eSBS$$d!"JIVS7SNIVS$7$rMQOU$ 9S1$P!J>P!K!"%2!<%* SKSIJSkSH;WSSS*S9Sh! #2 (J 

> 

>¢SBD7SMIVSk; ~$K<+J, SNS$$?>1=4S$K%[!<%_%S%0S9SKSHSSSSS+S5T! #0UZ0SHSSSS4k2hS8Kz (J 
> $B$J$k$+$b!#!J$<$s$<$s<B83E*$8$c$I$$$I$"!#!Kz (J 


VVVVVVVV 


ESBSdS IF (52505721 ՀՏՏՏԷԽՕՕՍչ (Jz SBS7SFS*S$/SoS1$G$9SM! #2 (J 


ESBSdSjF ($2! "SN3dSK$O7k9=%-SDSSFOS-SKSISkS+SJ!#FCSK!"; MoT SRE | $,S$S?>19gl1"¿ (J 
¿Š$ŠB;MJ)$+$i$N%$[!<%_%s%0$rF($2$k$N$O3QEYE*$KL5M)$G$7$g$&!#¿ (J 


¿SB#T#P#M!S#C#O:¿ (U ¿SB#SRORF#T; (J eSBHWHOFRHEKHS: (J ¿SŠB#1#9#9#8: (U. ¿SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 22606 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000075html.html 


--MESSAGE FILE 22607 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000076հետ1. հետւ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 21 Feb 1998 02:11:30 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 141 

Message-ID: <34ee354fpb228@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcf£f$7vu@newsl.scei.co. jp> 

NNTP-Posting-Host: 210.132.156.23 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <6chkcfS7vu@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
> 

>TPM.COzSBSGS9!#%9%-!<z (B&E $B5*%j%s%T%C%/8+I*$GJV; v$, CY$1$^$7$?!#¿ (B 

> SBBg2SE>$, Bg@cSGC£;_§GS$78?! #% H%[%[!#¿ (B 


¿SBF;S,:.SsSGSJSSSHSSS&1=$,S"SjJS%S7S?2$1SI!"S=S$S&SGS7S?S+¿ (B? 


>> >; $B%a%b%j$K<:$C$?5!G=$, :\$;$i$1$F$$$k70; (B 
>> ¢$B323N%° SN8r:5SHSO! "IaDLSNOGEASGS9! #; RSON>?FSNO1J}$+$iz (B 
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to swap ideas etc. 


Andy 
—-MESSAGE FILE 2395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01098 


-—-MESSAGE FILE 2396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001099 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sony clothes 

Date: Sat, 6 Jun 1998 00:47:20 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <lda6éfeh.lgoaf0rp6érilwmN@al-88-113.al.nl> 
NNTP-Posting-Host: 81-88-113.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I want to buy some of the sony clothes. Does anybody know where I can 
buy or order them? 


DEnnis.. 
—-MESSAGE FILE 2396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01099 


—-MESSAGE FILE 2397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001100 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Based. 

Date: Fri, 05 Jun 1998 23:53:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3578843b.498668@www.netyaroze-europe. com> 

References: <3576B342.B91@city.ac.uk> <01bd9071Sc6bfba80Sf30b0a0a@Angelal.intelligen 
t-group.com> 

NNTP-Posting-Host: th-eng06-241.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 5 Jun 1998 11:06:30 GMT, "Craig Graham" 

<c_graham@hinge.mistral.co.uk> wrote: 

>bv163 <bvl1l63@city.ac.uk> wrote in article <3576B342.B91@city.ac.uk>... 

>> Any London Based [preferably West London based so that we can hook up. 
>> I'm not on the Internet at home.]yaroze programmers want to get severly 
>> drunk and make crap attempts at trying to program a demo which all your 
>> friends will laugh at because it's complete Sh*te. 


I suppose I could say I lived in London, if I was prepared to lie and 
say I enjoyed it :) I suppose I do really. 
Im in Enfield, North London. No money to go out or eat or live with, 
so cahnces of meeting up are (shall we say) non-existant. Unless of 
course I actually get a job, but that would be pushing the realms of 
possiblity too far. I'd rather believe in lattice QCD theory to enable 
me to understand the make-up of quantum physics. Which I can't be 
bothered with either ! 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01100 


-—-MESSAGE FILE 2398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001101 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Based. 


Net Yaroze newsgroups message dump.txt Page 15151 


>> ¢$B5!G=C1OLSK!"%i%s%@%S* SKOGEA; RSrS$b$i$é!"SHSSS&S3SHSGS9! #2 (B 
> 
> i SBSHSSS&S3SHSO! "NcS$ (SPS*S*S+%_SN<mS J SNOCSG8E@S (SP! "@5B?3Q7ASr:n$mS$&$Hz (B 

>¢ SBSOSKOTFOSrMS@hS9SkKSNS+!">c327T*SrHrS1SkSNSr=E; ԵՆ, ¿ (B 
>¿ $B$H$N>WFM2sHr$r=E;k$9$k$N$+!"$H$$$C$?9TFO$N=E;k$N;EJ}$bO0OdEA$9$k!"; ( 

> 3 SBSHS$$6& ; HSSJ}$bSG$-Sk$H8@S ($*$9SHSM! Էչ (B 


ESBOLI~!"S@!<S&S#SSSNN) >1SrSHSkSDSb$ jSISs$G!"$?S/S5SsS"$kS23N%° SNS&SA!"2 (Թ 
éESBShSjShHSS3X=,$,S5GS-SkS23NS° $, @8S—-; DSk%S$%a!<%S8SGS9SM! #FMA3JQ0 [SGSb0cSCS?¿ (B 
éSB@-<ASN%23N%3°S,SGS—-S*S9S, !"8r:5$5$; SkSHSSSS>r7o0Sr9-SaSdS9SS@-<AS, ¿(B 
ee ee SNSSSS$*$*S+S_!WSr:nSk$NSKE, $7SFSSSkS@SmS&!"¿ (B 
¿ŠB$HM=A[$7$F$2$9!#¿ (B 


i SBSHSSSCSF$b!"<B: ] SKS=SESSS$&S*S*S4+8_$, SGS-SkSNSOz (B 200 չ58058օ5/51558օ5/5155չ (B 
¿SBSGS7$gS&S1$I!#¿ (B^^; 


>éSBSD$*$j4!"; ` S$s$@SjS7SF8r: 5$5S1SkSNSGSOSJ$/!">o$K8r:5$7!"S=SN7kK2LSNI>2ASG; (B 
>i SBF, SxNI$/$7SFS$$/$3$H$, $GS-$=$&SGS9ISM! #2 (B 


éESBS=S&SGS9!#3X=, 8SZ2ZLSNSUS#! <SISPSC%/SH! "@SBe8rBeSKShSkA* JLSN#2SDSN3z (B 
¿SB%U%#%k%?Sr9MŠ (SFS*S9! #2 (B 


>> >> >> >> >¿SB".!VGZAVS7SJSSS1!1<%9%2!<%`!W¿ (B 

>2SB4X1 [<+FO<VF; SrAvSCSFSSSF; WSCS?SNSGS95S, !"NcS (SPDIS$1 [$7<V@~SK0\SCS$?$ 42 (B 
>¿ SBDL>0<V@~SKLa$C$?$45S9SkFO:n! "SHSSSE&ESNSOS"SKOUL#ESG%8%?% eres (B 
>¢SB<VF;S+Si<VF; S$XSNO\FOSK4XS7SFSO%U%!%8!<SKS9SkI,MWS,SISS! #2 (B 
>¢SBSHSCSF!"<V@~JQ9ISNS_SJSiS:1&@%*!":8@*SK4XS7SFSO8GDISKSTSFSSSSSNSGSO; (B 
> SBSISSS+SH; WS&SNSGS9!#! JSDS*S51?7E>SN; EJ} $KShSk%_%95,B8:_S7SJSS!K! #3 (B 
>¢SBSP!<%A%C%US!%SS%3?!<SN!"S*8_ SSSNSwNSSN35GOSHF1S8SGS9!#!J%1%P!<Sr%+S3SSSH1E&: 82 (B 
>¿SB$9SkS@$1SG6a4sS$S1S$?$jJN%S$S1$2$jS$SG$-Sk%"%1!#!K¿ (B 
>¿SBJQFOMWAGSH$7$FSO!"%9%T!<%$IA`:n!1"?2?J9TJ)8-7hDj!&CfCGSG$9!#; (B 
>¿$SB9bB.9_$jSk$H$-SO!":8%Q%SC%I012!$7SG9_$jS$S1$SAScS&So%1SGS$S9!#; (B 


Oe Ն ՏՐՈ ՈՐՈՐ 
éSB<g4cSJISN$G!"; v8NSO5/S3S$5SISSSDSbSjSGSSS*S9! #2 (B 
ESBS=SESSSE&OUL#SGSO! "AV9TS1!<%sSSO8GDISKSTSFSHSSSSS+Sb! #3 (B 


>> >> >> >> >ZSB".S*°SKSeS"SkKS*°SCSTSSS0E (B 

>> >> >¢SBS"SkOUL#! "2 (B3Dz$B%1%s%@Sj4%sS0%aSbD"S, 2#SKIUS/ 3 (B 

> 

>> ¿SB%W%Sm%0%i%`SOSG!<%?F—-=PNOQ_7WŠ, ae WSSS*SO!#SFS/S9ZASCSr¢ (B 
>> ¢SBB7S (SkSNS,B?J, !"O1HVBgJQSJISHS35m! #2 (B 

> 

>¢ SBMWSOJISrE=$ jIUS1$?$4!"JISN%S-%Sc%iSr:n$C$?$4$, BGJOSCSFS3SHSGS9$+!) չ (B 
>¿ SBKMSHS7SFSO! "S*3CSTSS%0SNH~S7S5Sr6%SSS2?SSItJ, SbS"SkKSNSG!"NcS (SP!"z (B 
>¢SBLUSWSk ! <SWSNS*SCEWSrSIS&I=8=$9SkKSNS+!) SHS+SIST!"S*!<%/SDS/SjSbSWS1SSSdz (B 
>¢ SBSKOQSMS ?$$S$sSG$9!#%%*!<3/SN:n$j4J}$GS*SCSWSN; EJ} $b3, Si S$CSHIQS F$*S9S4+Si! #3 (B 


éSBMQOUS7$?J1; £$rE=$ JIUSLSkKSNSGSOSJIS/SF!"SISCSHS (SGS#%S2SrDS6!S9SkSsSGS9St+! Էչ (B 
ESBSHSSSE&S$3SHSO!"S$a%bS5S+!<SISKSHSkSG!<%?8r495! G=SISs$+Sb$*S$b$7S$m$=S&SGSISM! #2 (B 


>> >> >> >> >¢SB".0-FAG@/<#2HSXSNF; ¢ (B 
>> ¿$B8!Dj$8$c$J$/$F!"A*DJ$G$9!#¿ (8:-) 

>> ¢SB6H<TSNA*BrSrN"S+SiA* :n$9SkSOS1SGS$S9! #3 (B 

> 

>zSBSISkS [ST! #$=S1SOCNSiSTS+SCS$?!*S9SkSH!"650iE*SID94|A* :n$G$0$J$/!"C1$K¿ (B 
>2$BSjSY!<SHSHSSS&S3SHSGS9SM! #2 (B 


ESBSISY!<SHSIS3Sm$+!"N) GISIJ1x?&SGS9SM! #2 (B 
>> >¢$B1x?&SO4pK\$G$9$, !"SP$1$?;~SK$b$_>CS$9T}K!SbG@ON, $SK$7S?SS!# (B 


>> ¢$B%2!<%° SN@-30>e! "3FMx8"S,%P%1$5?;~SK!"Sb$_>CS9JT}K!SrMQOUS9SkI,MWS, ¿(B 
>> ¿SBS"SjS“S9SM!#¿ (B 


>¿$BS=S&SGS9SM!#81; !SN<j$, 1dSSSFS-S?Si<!!9<+;&SK8+S;S+S1S?S3j!#¿ (B 


¿SBS3SN>19g5O5USK%?% 19~$*S1$k4m81@-Sb$"$k$0$1$G! "<jB-SK$ 9$kLr ?7MSHSIS&IUS—9gGS&S+3 (B 
¿$B!JAJ<jJ$K$I$&%j%9%/$rIi$o$;$k$+!K$N6n$10z$-$bI, MW$G$7$g$&!#¿ (B 


>> >> >>> >¿$B".Lr3d$rli$8$k%2!<%`¿ (B 
¿SB!JCfN, !K¿ (B 
>¿SBS=S&SGS9!#@S3&SHS7SFSOAjJH?S9Sk?&6HS,N>N)S9SkI,MW!"@:?@E*SJS8%1%s%s“SN; (B 
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» SBSM%$?!"SGS9SM! #NCSNSP%? SUSI SSSISSSUSN; V7OSG! "5SK\2HS, 1Մ5Մ5Տ5ՍՏԸ: } SDS3SHSH; (B 
>¢SBS=S1SrHH:aSK; HS&$S3SHSOJLLGBJ ! WSHSSSCSFS“*S7S2SM! #:n$j3<jSN8+$; SkHH:aS, 2 (B 
>¢SB<u$1<jB&SNHH: aSK7R$, SkSH8@SoS1SkSNSGS"S1$P7]=QSOB8:_SGS-SJISS!"SH!#¢ (B 


¢ SBSHSO8@SCSFSb! "A*Br; h$O:n$j4< 4$,MQOUST7TSISIS1ISPSISiSTSSSNSG!"7k6I!"2n$4j<j¢e (B 
¢ SBB&SN>8SN>eSGSWS1!<SdSO9TFOS; S6SkSrF@SISSSGS7Sg$&! #2 (B 


2 SBS"! <SH%GS#%3s8%/SN%S2!<%* SNSHS&SK! "KDBG$I%Q%? !<3SSrMQOUS 9SkKSHSSS&<jSD$"S4$*S9¢ 
ESBS1SI!"Sd$CSQOS$j:n<TSNOU?*S7SISSSbSNSO=PSFS3SISSSNSGSO; (B? 
é$B!JI:n<T$,$DSIS$,$j$rGD0.$GS-SISSSHS$$&>ub6T7SO$S"SkSH;WSSS*S9S, !K¿ (B 


>¿$BS$S3S3SG%]%S%s%*HSJSNSO!"2?Sr%+%C%3%S%SSH;WS&S+!)2?SrO0-SSSH;WS&S+!"SJSSSGS9!#¿ (B 


¿SB!J9-SSO0UL#SG!K%US!SC%$7%g%sSrLdBjSKS9SkSJSi!"N.9TSr9MS ($kI,MWS, 3NS+SK; (B 
¿SBSTSkSH;WSS$SS*S9!#S3S3SiJUSO!":n$j<jSN@$3&4QS$,BgS-S/1F6AS9SkSHS3Sm!#¿ (B 


G s ՐՆ ՐԱՐ mae 
>¿SBSSS?%b*sNSCSFS"SjJS“S9!) 


ESBSUS!SCS7SQGSS!"2?MF;!"0-OU!"1'Ch?M! #S&!<Ss!"7nJBS_S@! #2 (B*%; 


>> >> >> >> >¿$B".¿ (B2D¢SBSNSm%C%3/%S*SSS7SE!<SES#SSS0E (B 

>> >> >> ¢$B:wE (HOOOSKE ($,F~SCSFS-$?;~SN= =hM} $r$T$6$98k$+$, LABJSGS9SM! #2 (B 

>> >> > 

>> >> >¿SBS=S$S&SJSSSGS9!"S=S1S,LdBjJSGS9!#S3S1S,SGS-S?SiE(SOSJSSSGSbSSSSS+Sb!#¿ (B 


>> ¿S$B32CnC!S-SOCnS,2hLLSr2#@ZSkS@S1SN%S,%s%7%e!<%SF%#%s%S0SK6aSS%2!<% as 
>> ¿SB%m%C%/%*%sSN6[D%46SO!"32CnS, 2hLLSKE~ S$SCS$SFS-$?SHS-SN6[D%S46SK;wS?SbSNSK; (B 
>> ¿SBSJSkS@SmS&SH;WSCS?SNSGS9!#¿ (B 


>¢ SBS=SNDLS$4$G6$9!*S"SH!"E ($NDI2C=P8=$rBT$D6[Gw$G$9$M!#$b$&01$DBT$D$+!)¿ (B 
>¿SB:#S$$/$+!)$ŞHS$$8!#z (B 


3D ¿$B=hM}$5$1$:$K%-%c%i%/%?$, =P$F$/$kJ, !"6[Gw46$,A}$7$=$&$G$9$M!#¿ (B 
ESBS_%5SS%k$, L?Cf$7$?; ~SNI=8=SbGI<jSKSGS-SkS7! #2 (B 


>> >> 
>>: SBAX78SISSSGS9S, !"S\S?%Ss$r2!S9SH! "2HLLSK=PSFSSSKE (A4It$K>!<j$K%[!<%_%s%0; (B 
>> >> 

>> 2 SBS OSKSHS+SM! #D7SMIVS9E ($, SSSkSHS@%a!<%8S/SiSCSASCSE!#S$<S$SS$<SSCF7bDSFSISS32 (B 
>> >> >¿$B%21<%`$K$J$j$=S$&!*¿(B 

>> >> 

>> >> ¿$B$$$d!"JV$7$NJV$7$rMQ0U$9$1$P!J>P!K!"%2!<%` SKSISKSH;WSS$S$*S9Sh! #2 (B 

>> > 

>> >¿$BD7$MJV$k; ~$K<+J, SNS$$?>1=jSK%[!<%_%s%0S9SkKSHSSSSS+ST! #OUZ0SHSSSS4k2hSK3 (B 
>> >¿$B$J$k$+$b!#!J$<$s$<$s<B83E*$8$c$J$$$J$"!#!K; (B 


>> ¢eSBSd$ iF ($2%0%?!<SsSrMQ0US7SFS*S/SoS1SGS9SM! #3 (B 


ՀՀՏՑՏԱՏՅՔ ($2! "SN3dSK$SO7k9=%-SDSSF0S-SKSISKS+SI!#FCSK!"; eee $, $$$?>19g!"; (B 
>¢$B;MJ}$+SiSN% [!<%_%s%0SrF (S2SkSNSO3QEYE* SKL5M}SGS7SgS&! #2 (B 


2 SBS=S&S+!"z (820 ¿$B$N>199g$0%]%"%s%+%1$NDJM}$, 8zSSSFS7$*°S&SNSQSCS?! #2 (BY; 
2 SBSGSO% A ԲՋ SrLLS/%5S"SN%\ ! <SIS9SHSTSFDS6!S7$*S9S+! #2 (8:-) 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 22607 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000076html1. html 


--MESSAGE FILE 22608 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000077html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?GyRCPWk9IVSU3TJUolaiUgqoVY 6QhsoQig2KTobJEJBRhsoQg==?= 
=?1SO-2022-JP?B?GyRCNloé6ébkAulIzIbKEI=?= 

Date: Mon, 23 Feb 1998 01:11:05 +0900 

Organization: Alkaid.inc 

Lines: 45 

Message-ID: <19980223011105moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or.jp> 
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<19980127001023moroha@ca.mbn.or. jp> <moroha$ef3019980203203553@202.238.103.3 
5> <19980216010611moroha@ca.mbn.or.jp> 


NNTP-Posting-Host: 


Mime-Version: 1.0 


202.217.26.112 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


2$B!!SISb!"=tMUSGS9! #2 (B 


é5B! !AO2sSN@k8@DLS4!":#2SsSO;MSY!<S8SNAFEZSK<jSrSDS1SFS_S*S7SgS&! #3 ( 


£$B!!$%S:=q$-=PS7SGS9SM! Ք: (B 
ESB! !S5SF!"SW3mSC3H%] 3$SssH#1SG! VM&<TSKSISk! WM=DjSG$S"Sk0J>e! "S=SNz 
éSBAOSKCVS1SkKSS%SYSSSHSO8BSiIS1SFSSS*S9!#SHSIS"S (S$: LSFq$SK! JL5Fq$9S.¢ 


2 SBSk5$$b$78" $9$, 


ESBS @$1$G$07]1$, LOSS$SN$G!"$3$3SGSRSHSRSMS$ jF~S1SKS$S3$SHSKS$7$“°S7Sg$&l#e 


= 


!KCB@8%7!<%SS+$i; OSaS*STSgGS&St!#S 2S @C8S*SISFS/Skz 


Sees 


ESBSTS&SSS&S3SHS+SH8QSESH!IEZ (B 


ESB! !#1!SM&<TSOCKSH7hS*SCSFSSSkz (B 
¿SB!V: 971981 * IWEHEGSOSISSSES/SCS59S ! #2 (B 


¿SBSSSd!": 


9JLSJSs$SGS9S1SISM¿ (B (^^; 


¿SB!!#2!SM&<T$N2H7OSOEAE)E*SKCK$7S+@85$ Տ1ՏՄՏՏչ (8 

ESB! VS=Ss$ISPSt+S$d!* !WSH8@SoSTSSShSé&SKz (B (^^; 
$B! !#3!%<g?M8xSOM&<TSN2H70SK=iSaSF@8S*S15?=wSN; ee 
$B! !#4!%<g?M8xSOM&<TSHSJISkS?SaCKSHS7SFOiSFSiS1Skz (B 


2$B!!$3SN<!SN%-%c 


¿SB<u$1S$,SSSSS+Si 
¿SBS-S*S7SgS&!# ( 


¿SB!!SGSO!";OSaS“S7SgS&S+!#¿ (B 


¿SB!!!V@PBSSjJSNIt2OSNHbSNAO!"I&LLSNCKS, S&SmS&SmS7SFSSSk!#HbSN8-S3¿ 
¿$B$&$+$i$O$&$a$-0<$, O3S1SF$/S$k! #CKSOSHS—S*S$4jN) $A;_$*$CSFSOHbDSN8~¢ 
2 $B$355$r8+DL$= S&SHS9SkS+SNShS&SK;k@-$rFjS2Sk!#ITOUSKS&SaS-@<S,;_ 2 
¿SBS_!"@VSsK7SN5cS-@<S, 6AS-FOSk!#HbS$S,3+S$S-!">PS_SrS&S+SYS?O7GLS,=P¿ 
¿SBSFS/Sk!#!XS*SaSGSH$S&S4S6$$S*S9!"855$$J=wSN;RS$GS9Sh!*!YCKSOEE7Db¿ 
¿SBSKBGS?S1S?S+SNShS&SKN)SASDS/S9!#!X=w!E=w! **P%+S$SJ!ES=SsS$SJ;vS$OS"¿ 


$1%/%?!<BSTASHSDS+SiS$_S$*S9S, !"S3S1$S@S1J#; (SIN) >1¢ ( 
ESBSHSbDSIS1SP!"S*SNS:S+Sid#; ($J@-3J$K$J$J$^$9$+$i!"?<$_$rM?$ (SkSH¢ ( 
¿SBSSS&E@S+Si9MS (SFSbM-Mx$G$9! #2 (B 

ESB! !S*°S"!"S3SESSS&0) @~SrA*Br$7$?SNSKSO! VSdSCSQS$j4<g?M8xS$,=wSNJ}S$, ¿ ( 


B 


ww 


ww 


!WSHS$+IT=c$J;WOGSHS"Sk$o$1$G$9$, !"S=S1SOCVSSSF$*¢ ( 


— 


¿SBSjJS ($JSS!DS=$sSJ;v$O5/$3%$CSFS$SOSSS1SJSS;vS@!D!Y!W¿ (B 


¿$B!!$A$g$C$H;Z?t%*!<%P!<$7$F$^$9$Me (B (^^; ¿$B$D$a$J$$$H$$$1$J$$$s$G$9¿ (B 


¿SBS, !"$S5$9NSiS;SFSbSiSSS S9!#;¿( 


w 


¿$B!!K\Ev$J$i$"$H#3KgH>=q$+$JI$/$ŞF$O$$$1$I$$$s$G$9$, !"$H$J$"$($::#z (B 
ESB2SSO$S3$3S*°SG! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


--MESSAGE FILE 22 


ssion/00000077html1 


-—-MESSAGE FILE 22 


608 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
.html 


609 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000078html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: =?1ISO-2022-JP?B?UmU61IBskQjxCODNFK jpuSUobKEo=?= 


Date: 23 Feb 1998 


20:34:42 GMT 


Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 


Lines: 27 


Message-ID: <6csmh2$l1d1@newsl.scei.co.jp> 
References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 


.D174D276@mth.bigl 


obe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 


-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 


4cf1002pa069@base. 
71@base.minoru.isl. 
noru.isl.intec.co. 


ntec.co.jp> <6c4f 


minoru.isl.intec.co.jp> <6ave3fS6eh@newsl.scei.co.jp> <34d743f8pal 
intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
յք» <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
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> <6chkcfS$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> 


NNTP-Posting-Host: 210.130.48.26 
Mime-Version: 1.0 


Content-Type: text/plain; charset=ISO-2022-JP 


Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Internet News 4 


JI-TAN;: SBSGS$9! #2 (J 
ESB2Z#S+SiS9SSS*S;Ss!l#e (J 


.70.1161 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 


<34ee354fpb228@base.minoru.isl.intec.co 


.Յք»... 


¿SB011-!"%@!<%&%#%sSNN)>1SrSHSkSDSbSjSJSsSG!"S?S/S5Ss$S"Sk%2%N%`SNS&SA!"¿ (J 
¿S$B$h$j$h$$3X=,$,$G$-$k%2%N%`$,@8$-;D$k%$$%a!<%8$G$9$M!#FMA3JQ0O[$G$bOc$C$?¿ (J 
¢$B@-<ASN%2%N%° $, $G$-$^$9$, !"8r:5$5$; SkSHS$$$>r7o0$r9-Sa$d$9$$e-<AS, ¿(J 
ESBS"SkSiST7TSSSNSG!"!VF,SNSSSSS*S*S+S_ !WSr:nSkSNSKE, $7$F$$$k$@$m$&!"; (J 


¿SBSHM=A[S7SFS7 S91#¿ (J 
------ 


¿SBSHS3SmSG! "%*%*%+%_SNG=NOSHS+9TF05,B'SO!"¿ (J 
¿SB%2%N%` SKSISNShS&SK%$*%C%$T%Ss%S0S5S1SkSsSGS7SgS&S+!)¿ (J 
¿SBS"SH!"I>2ASrSIS&S9SkS+SHSSS&SNSb!"7k9==EMW$GS9ShSM!#¿ (J 


Տ 
¿SBSASJS SK:#F|Ds-PS05CS?¿ (J (Z¿SBSOS ! ! D 


Dg (J) eSB! #2 (J 


Copyright 1998 (C) JI-TAN / JI-SOFT co 


.71ԷԳ. 


éESBI8@U!'DT!!M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 
[LEeSBS8S8SSSNIt20¢ (J] <http://www2k.meshnet.or.jp/~jisroom/> 


B<BSOB40@$G!"¢ (UGP ¿ SBSrMOSSS?S7SgSNSSDI@W%2!<%`Sr:nSC$SFS?S3jS9Sk (J (*%; 


—-MESSAGE FILE 22609 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


ssion/00000078html1l.htm1 


--MESSAGE FILE 22610 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


cussion/00000079html. html 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.resource.planning.discussion 


Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 


Date: 25 Feb 1998 13:17:25 GMT 


Organization: INTEC System Laboratory Inc. Ltd. 


Lines: 47 


Message-ID: <34f£41747pb699@base.minoru.isl.intec.co.jp> 
References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 


-D174D276@mth.biglobe.ne.jp> <34CAC527. 


B4D@246.ne.jp> <34CADEC7.CEAO! 


E759@mth.biglobe 


-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcf$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 


ldi@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.156.39 
Mime-Version: 1.0 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B չՏ8ՀՅՏՇՏ91 #2 (B 


In article <6csmh2S$ld1l@newsl.scei.co.jp>, 


> 
>JI-TAN; 58565918: (B 
>éSB2#S+SiS$9SS$*S;Ss!#¢ (B 


ESBSSS ($$$ (1 "SISsSISsFMSC9~SsSGSb$is (Sk4r$7$SSsGS9!l#e (B*_* 


>Minoru Matsumoto <minoru@isl.intec.co. 


յք» wrote in article 


><34ee354fpb228@base.minoru.isl.intec.co.jp>... 


ji-tan@mtc.biglobe.ne.jp says... 
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-Հ----- 

>| gS$BO11~!"S@!<S&S#SSSNN) >1SrSHSkSDSbSjSTSsSG!"$?S/S5SsS"$k%S23N%° SNSE&SA!"3 (B 
>| ¿$B$h$j$h$$3X=, $, $GS-Sk%2%N%° $, @8S-; DSkS$%a! <%8SGS9SM! #FMA3JQ0 [SGSbO0cSC$?z (B 
>| ¿SB@-<ASN%2%SN%`S,SGS-S*S9$S, !"8r:5$5$; SkSHSSS$$>r70$r9-SaSd$9$$@-<AS, ¿ (Թ 

>| ¿SBS"SkSiS7SSSNSG!"!VF, SNSSS$$*$*$+$_!WSr:nSk$NSKE, S7SFSSSkS@SmSš&!"¿ (B 

>| ¢gSBSHM=A[S7SFS*S9!#¢ (B 

--Հ----- 

- 

>¢SBSHS3SmSG!"%*%*%+%_SNG=NOSHS+9TF0O5,B'SO!"z (B 

>¢$BS2%N% > SKSISNShS&SKS°SCSTSSS0S5S1Sk$SSGS7Sg$&St+!) 2 (B 

¢ SB8=; ~E@SGSO%KSe! <Si sk SMSCSHSbSI$—-Sr:n$4!"S=SN3X=,5,B'S$r?J2=$5$; SFz (B 


ESBSSS/J}8~SrOMS (SFSSS*S9!#52S@!"STS&ESASCSFL\E* SHS 9SkKSMSCSHSO!<%/Srz (B 
ESB:n$k$+!"SIS&SASCSFSUSH#E! <SISPSC%/SrS$t+$1$k$+S, :#01$D$0o$+$C$F¿ (B 
ESBSSS*S;S$sl#e (8՞՞չ 


¿SB%21<%` SN<ASr: 81&S9SkItJU, SUISNSG!"?5=ESK7hSaSh$&SH;WSCSFSSS*S9! #2 (Ց 


>¢ESBS"SH!"I>2ASrSI$&$9SkS+SHSSSESNSb!"7kK9==EMWSGS 9SHSM! #2 (B 


¿SB<B$O%2!<%`%7%9%F%` SN<!SK=EMWSJItJ, 5050525)575՞5914. (B 
¿SBS=S7SF!"8=;-FE@SGSOSSSSI>2AJ)K!S,8+S$DS+SCSFSSSJSSILtJ,SGSb¿ (B 
¿SBS"SjS“S9!#¿ (B 


# ¿SB9u¿ (B PS ¿SBCfSG%$8%0%b%S%$T4X?tŠSrI>2AS9SkSoS1$SKSbSS$S+SsS7; (B... 


>#¿SB<BSOB4OQSG!"¿ (BGP E SBSrMO0SSS?S7SgSNSSDI@W%2!<%`Sr:nSCS$SFS?$SjS9Sk; (8(՞՞չ 
># L SB$A$JS_$K:#F|Ds=P$@$C$?; (B(¿SB$SOS!!DI!D; (B) g$B! #2 (B 


~SBS=S1S0$=S1S$0; (B...z¢SB! #2 (B 
2 SBS*Hh$1MMS$G$7$?! #2 (8:-) 


¿SB#27n¿ (B <minoru@isl.intec.co.jp> 
¿SB#37n¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


—-MESSAGE FILE 22610 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000079html.html 


--MESSAGE FILE 22611 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

Շստտւօո/00000080հետԼ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPWk9IVSU3JUolaiUqOVY 6QhsoQg==?= (6): 

Date: 25 Feb 1998 13:17:26 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 15 

Message-ID: <34f41747pc699@base.minoru.isl.intec.co.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. յք» <morohaS$ef3019980203203553@202.238.103.3 

5> <1998021601061llmoroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or. յք» 

NNTP-Posting-Host: 210.132.156.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¢SB<BSGS9! #2 (B 
# ¿SB40A4SK2#SdS3jSGS9¿ (Ք ^^; 
In article <19980223011105moroha@ca.mbn.or.jp>, moroha@ca.mbn.or.jp says... 


>ESB!I1S*S"!"S3S&S$S$80) @~SrA*Br$7$ ?SNSKSO! VSdSCS$QOS j<g?M8x$,=wSNJ}$,¢ (B 
>¢SB<u$1$,$$$$$+$i!WSHS$+IT=c$J;WOGSbS"SkSo$1$GS9$, !"S=S1SOCVSSSFS*; (B 


¿$ŠB;d$, $SW$1%$$7$?¿ (B RPG ¢S$BSOSI$S&$$$&Lu$+CK@-$, <g?M8x$NSbHSN$7$+SISSSNz (B 
ESBSGS9S, !"=w@-Sr<g?M8xSK$7$?¢ (B RPG ¢SBSO6=9TE*SKFQ$7S$SE@S,S"SkSsSGS7Sg$&$+3 (B? 
¿SB#27n¿ (B <minoru@isl.intec.co.jp> 

¿SB#37n¿ (B <minoru-m@rb3.so-net.or.jp> 

¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 
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—-MESSAGE FILE 22611 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000080htm1. html 


--MESSAGE FILE 22612 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000081html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 25 Feb 1998 17:35:23 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 55 

Message-ID: <6dlkorSrdk@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcfS7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.135.67.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COz SBSGS9!#CYS1S*S7S?7IA! #3 (J 


> ESBF;$,:.Ss$GSISSSH$$$al=$, $S"$jS*S7T$2$1$Tl"S=SEsGs7$2ste (J? 


¿SBSbS&¿ (J1¢SB=54VA0SKSISkSs$GS9SM! #%, Si 6uS—-SG$7$?!#D9ILn; TFOSOSASgSCS$H: ¿ (J 
 SBS7SFS4 $7825, 14926 | SOSCS7SHSSSESNSDS"EKSNSGEIS, |") V219b86S0%, 515, Sig (J 
ESBSG!"SjSUSHBTSASbDA4S/SIS7!*SSSA!IASHS+SCS?!#¢ (J 


>> >> >> >> >ZSB".S*°SKSeS"SkKS*°SCSTSSS0E (J 
>é SBKMSHS7SFSO!"%3*!<%/SDS/SjSHDSWS1SSSASKOQSMS ?SSSsSGS9!#z (Մ 
>2SB%*°!<%/SN:n$jI}SG%*SCSWSN; EJ} $b%, SiSCSHIQSFS*S9S+Si! #3 (J 


6 


- 
- 
- 
> 
> ¿$BMQ0U$7$?JI; fSrE=$ jJIUSISkKSNSGSOSJS/SF!"SISCSHS (SGS#S?SrDS6!S9SkSsSSGSIS+!#¢ (J 
> 

¿ 


SBSHSSS&S3SHSO!"SasbSjSt+!<SISKSHSkSG!<%S?8r495!G=SISs$+Sb$*SbS7$m$=SESGSISM! #2 (J 


ZSBS=$&SGS9SM! #2 (U3D¿ SBSNSasbD"$ISi SI SCSH% (SGSH#S?PSOLTMWS+$b$7$1$%$; $s! #S*!<%/SDS/$ Fz 
(J 

2 SBSOSISASi$+$HS$$&SHz (J2DzSBSGSN>19g$G!"¢ (J2DzS$BSN>19g$Hz (J3DE$BSN&P !<B8%g%S$SH$O!"A 
4$/JLSN (J 

¿SB%21<%` SKSJSj$=S&SGS9!#¿ (J 


> >> >> >>> >¿S$SB"). Lr3dSrliS8Sk%S2!<%`!#2?Sr%W%1%SSdSKFMS-SDS1SkS+!)¿ (J 
> ¢$B%US!SCS7%g%s!"?MF;!"0-OU!"1'Ch?M! #S&!<Ss!"7nJIBS_S@!#¢ (J%%; 


é$BNc$,M_$7$$$GS$9!A!#1'Ch?M$r1i$8$5$; SkSHSSS&SISiB?>/$Od, $+Sk$NSG$9S, !#¿ (J 
éSB!IS=SNI}K!O0@SG$$$/$ISi!"8SSHS+2DG=$G$ ISM! #3z$° I"SHS+% u 5. ¿2 J 
éSBF1D%$4$HS+! #0U; VSh$ jM%@h$ 9SkK\G=$KK] 0. $5$1$k%2!<%> SKSb$ISj$=S$&2 (J 

2 SBSG$9!T$3S1$bSd$CSFS$_$?SS$%F!<%*SISNSGS9IK!IKg (J 


> >> >> >> >> >¿$B".¿ (J2DzSBSN3m%C%/%3*3SS7%E!<SFS#SSS0¢ (J 

> ee ae eee or os SFOS- SKSJSkS+SJI#FCSKI"; MJ} $KE ($, $$$?>19g!"¿ (J 
> >¿$B;MJ}$+$i$N%[!<%_%s%0$rF (S2SkSNSO3QEYE* SKLSOM} SGS7SgS&! #2 (J 

> 

> ¿$B$=$&$+!"; (J2D zSBSN>19g$0%]%"%Ss%t+%1SND5M}$, 8zSSSFS7S*SESNSASCS?! #2 (I^^; 

> ¿SB$G$O% Cia SF%` SrLLS/%5S"SN%S\ !<SIS9SHSTSFDS6!S7S*S9OS+! 8: (J:-) 
¿$B%]%"%s%+%1$NDjM)$HSO!)¿ (J 


¿SBSASJS_SKS7!<%k% re sasana EET eee eC ner ae 


¿SB4vSDS+SN%9%1%C%IS, 6ՎԼՇՏՄՏԲՏ՞Տ91Մ74 (I^^; ¿SB81SkS3SHS,SbS&SJS5S2SJSNSG!#¿ (J 
¿SB!JS3SN!V<B83E*:nIJ!W%9%1%C%ISKSDbOdEAE*MWAGS, S"SkKSNSGS7SgS&S+SM!<!#!Kz (J 
£SBS=Sm$=S$m$"S$i$ P$SISMS2$Sr$$$3$ESt+SI!"SH;WSCSES*Sol#e (J 
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ESBETHP HEM! S#CHOG (I ¿SB#S#O#F#T; (J ¿SB#W#OFR#K#S¿ (J ¿SB#1#9#9#8¿ (JO. SB#F#E#B¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co.jp/~chu02331 


—-MESSAGE FILE 22612 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000081html. html 


--MESSAGE FILE 22613 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000082htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?ISO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 3 Mar 1998 16:24:30 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 77 

Message-ID: <34fc2bfbpa694@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcf$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6dlkor$ 
rdk@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.30 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 
# zSB2q<RSNN"SW%mS8%'%/%HSKS+S*S1SF5$$, SD$$$?S$iF|$, 7P$C$F$^$7$?¿ (B _o_ 


In article <6dlkorSrdk@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 

>> ¿SBF;%,:.SSSGSJSSSHSSS&1=S,S"SjJS“S7S?S1SI!"S=S&SGS7S?S+¿ (B? 

> 

>¿SBSb$&¿ (B1zSB=54VA0SKSISkSs$GS9SM! #%, Si6uS—-SG$7$?!#D9Ln; TFOSOSASgSCSH: .; (¿ (B 
>i $B$7$F$^$7$?$, ! #J2F | $@SCS$?SHSSSESNSHS"SkKSNSGS9S, !";V219b86$0%, i%, Sig (B 
>¢$BSG!"%jSUSHBTSASbDA4S/S$IS7!*SSSA!AShHS+$CS$?! #2 (B 


£$B1=SOK\Ev$@S$C$?$s$GS$9SM! #2 (8:-) 


>> >> >> >> >> >ESB".S*SKSES"SkKS*°SCSTESS0E (B 

>> >¢gSBKMSHS7SFSO!"%%*!<%/SDS/SjSbSWS1LSSSASKOQSMS?SSSSSGS9O!#¢ (B 
>> >¢SBS%!<%/SN:n$jI}$G%*SCSWSN; ED} $b%, %i%šC$HJQ$J$^$9$+$i!#¿ (B 
>> 

>> ¢gSBMQOUS7S?J1; ESrE=$ jIUSISKSNSGSOSJIS/SF!"SISCSHS (%G%#%?$rDs6!$9Sk$s$GS9$+!#; (B 
>> 
> 2 SBSHSSS&S3SHSO! "SasbS5St+! <SISKSHSKSG! <$?8r495!G=SISs$+Sb$* Sb$7$m$=S&SGSISM! #3 (B 
> 
>¢SBS=S&SGS9SM! #: (B3DzSBSN%aSbD"SISISISCSHS (SGS#S?PSOITMWS+SHS7S18%S; Ss!#%%!<%/SDS/$ 4 
; (B 
Z  SBSOSTSASIS+SHSSS&SHz (B2D¿SBSGSN>19gSG!"; (B2D¿ SBSN>19g5H¿; (B3D: SBSNSP ! <%8%g%sSHSO!" 
A4$/JL$N¿ (B 

>¿$B%S2!<%`SKSJSJS=S&SGS9!#¿ (B 


¿SB%sF%S$/%9%SAScŠ$ŠNH-$7$5Sr6%$&MWAGSbS$S"Sk$SH;WS&SN$G!"%SI%SC%H% (%$G%#%?¿ (B 
¿SBSbSIS-SOM_S$7SS5SS,S9SkSNSGS95, !#z (B 


¿S$B$"$H$O!"¿ (B3D ¿SB%$G!<%?$rD>46E*S$SKG[CV$G$-S$k;EAHS $r$IS&$Sd$C$SF:n$Sk$+¿ (B 
¿S$B$GS$9S$SM!#¿ (BLOGO չՏ8ՏՄՏՈՏԸՑ/Տ S$S?2$S$SK!"%V%m%$C%/S$SN7A>u$r$"$kDxEY7h$Ša$F$*$/$+!"¿ (B 
¿SB>1=j$KS$Sh$C$FG[CVS$G$S-Sk7ASr8GDj$9$Sk$+$7$SJSSSH!"<+M3EYS$S,$"S$Sj2a$.SF¿ (B 
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¿SB%Q!<%DG[CV$,Fq$7$555S$,$7$2$9!#¿ (B 


>> >> >> >>> >¿SB"). Lr3dSrlisS8sk%s2!<%s`!#2?Sr%sW%1l1%SSSdSKFMS-SDS1SkS+!)¿ 
>> 2$B%U%!C372q3s8!"2MF; !"QO-OU!"1'Ch?M! #S&!<Ss!"7nJBS_S@!#2 (B^^; 
> 
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(B 


>~SBNc$,M_$7$S$G$9!A!#1'Ch?MS$r1i$8$5$; SkSHSSS&SJSiB?>/S$OJ, $+SkSNSGS9S, !#¿ (B 


¢$B!V<+J, SHB>SrJ, $1SkSbSN!WSHS$$&9MS ($+SiJBSYSFS_S?SbSNSGS9! #2 (B 


>¿S$SB!JS=SNJ)K!OQGSGSSS/SJSi!"8SSHS+2DG=$GS9SM!#3zS` 


>¿SBF1D%SjJSHS+!#0U;VShSjM%s@hS9SkKNG=SKK]O.S5S1S$Sk%2!<%`SKSbSJSjS=S&¿ (B 
>¿SBSGS91JS3S1SbSdSCSFS_S?SS%SF!<%*“SJSNSGS9!KI!K¿ (B 


¢ SB<g?M8x$, 7M4VOJ30SNSF!<%*SO3N$+$K! "6= 5 ԱԱ 2 
ESBD+F | ?7T9SN3m%@SSSN33%3%mSGSOSTSSSGCS9S, !#z (B 


>> >> >> >> >> >2SB". 2 (828: SBSN%m%C%3/%*SSS7%SE!<SFSHSSS0E (B 


>> 5; SBSAS4F ($2! O: 


>> >¢$B;MJ}$+SiSN%[!<%_%sS0SrF (S2SkKSNSO3QEYE* SKL5SM}SGS7S$gS&! #2 (B 


"ՏԱՏՀ 5 a B 


reat er ae SFOS- SKSISKS+SI!#FCSK!";MJ} SKE ($, $$$2>19g! "2 (B 


>> 

>> ¿$B$=$&$+!"¿ (829 ¢SBSN>19g$0%] S"SSS+%S1SNDIM}S, 8zSSSFS7S*SESNS@SCS?! #6 (8՞՞չ 
>> ¿SBSGSOS ԱԼ Ո %$F%` SrLL%S/%j%"S$SNSN!<%J%9$H$S7SFDs6!$7$*$S9S+!#¿ (8:-) 

> 

>¿$SB%]%"%s%+%1SNDjM])SHSO!) 


¿SBJ?2S2$S/8@$&$H!"Cf?4IU6aSO30SK8—-$+$$!"$:S$SCSH30SGSOCf24$K8-$+Š&¿ (B 
2 SBO"B3E*SI>1$, $"$k>19g!"$I$3$+$K%0%k%0%k$H2s$k50F;$,$"$k!"$H$$Š&; (B 


ESBDIM}S$GS9! #2 (B 


ՀՏՔՏՇՏԵՏԻՏ / 9ԱՏ (SFS$_SkSH!"S$3SN>19gSO1_HDSG@S3&SrFsJ, SG$-Sk3; (B 


ESBS3SHSNJ}$,K\<AE*SGS7$?! #2 (B 


>¢ SBSASJ$_S$K%7!<%SkSISISsSFS3SHSOKMSO5VS75%S; Ss! #S?SVSs!ISISKS; $<%S%& 


ESBS@SHS7S?7$i!"3NS+SK%-SDS=S&SGS9! #2 (8:-) 


S9@SBe!K! #2 (B 


>¢SB4VSDS+SN%9S1SC%IS, @ALGS7TSFS*S9!Jz(B**; ¿SB81SkS3SHS,SbS&SJS5S2SJSNSG!#;¿ (B 
>¢SB!JIS3SN!V<B83E* :nIJ!W%9S1SC%ISKSbOdEAE*MWAGS, S"SkSNSGS7SgS&S+5M!<!#!Kz (B 
>ESBS=Sm$=Sm$"$i$ ?SIoMs?$rSS$3$eS+$I!"SH;WSCSFS*S$9!l#z (B 


ESBS*S"!"STSGSES, STSSSGSISM! #27S7SSS"SSSGS"SH7TKSSSDS$$ 2; ~$K$^$?; (B 
¿SB5DOQS9S1SPSSSSSGS7SgS&!# (B*_* 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


——MESSAGE FILE 22613 END: 


ssion/00000082html.html 


——MESSAGE FILE 22614 START: 


cussion/00000083html1.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 
Subject: =?ISO-2022-JP?B?UmU6IBskQjxCODNFKjpuSUobKEo=?= 
Date: 4 Mar 1998 16:53:25 GMT 

Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 


Lines: 40 


Message-ID: <6dk0u5Sk2p@newsl.scei.co.jp> 
References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 


.D174D276@mth.bigl 


obe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAO 


net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 


net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 


E759@mth.biglobe 


-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 


4cf1002pa069@base. 
l.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 


71@base.minoru.is 


minoru.isl.intec.co.jp> <6ave3fS6eh@newsl.scei.co. 


jp> <34d743f8pal 


noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcfS$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 


1ldl@newsl.scei.co. 
NNTP-Posting-Host: 


Mime-Version: 1.0 


յք» <34f41747pb699@base.minoru.isl.intec.co.jp> 
210.130.48.46 


Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Microsoft Internet News 4.70.1161 


JI-TAN; SBSGS$9! #32 (J 
¿ SBB40@8xD02q$N=" HwSr$7$FS$?$?SadV?.$, CYS1S*S7$?!#S9SSS%S; Ss! #3 (J 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 
<34f£41747pb699@base.minoru.isl.intec.co.jp>... 


éSB8=; ~E@SGSOSK%Se!<SiSkSMSCSHSbSIS—Sr:n$j!"S=SN3X=,5,B'Sr?J2=S$55$; SF: (J 
ESBSSS/JT}8~Sr9MS (SFSSS*S9!#S2S@!"STS&ESASCSFL\E* SHS OSkKSM$CSHSO!<3/Srze (J 
ESB:nSk$+!"STS&SASCSFSUS#E! <SISPSC%/SrS+S1SkS+5, :#01$D$0$+$C$F¿ (J 
ESBSSS*S;Ss!l#e (I^^; 


ESBS=S&SS5S (SP! "S&ESASN3X2TSKSb!"z (JINN+GAz SBSN8&5£SdSCSFSk=j$, $"$J$^$9!# (J 
NN; SBSG6I=45,B'$r3X=,$7!"3 (JUGA; SBSGBQGOhE*$J3X=, $r9TS$S&SHS$S&46S8SGS7SgS&S+!)¿ (J 


éSBSb$7$/SO<+8JAH 


ՉՏ2-ՏԱՄ) S$K6aSSSNS+SI! #2 (J 


¿SBS&!ASs!"S+$SJSjFqS$S7S=S&!D!D¿ (J (%%; 


¿SB<BSO%2!<%`%7% 


%$9%F%`SN<!$K=FMWSJItJ,$@SCS?$S3j$7SS9!#;¿ (J 


¿SBS$S=$7$F1"8=;-E@SGSOSSSSI>2AJ)K!1$,8+S$SDS+SCS$SFSSSJSSItJ,SGSb (J 
¿SB$"SjS“S9!#¿ (J 


¿$B7k6I!"2?$r:GBg2=$5$; $k$+!"$H$$$&$3$H$J$sS$G$7$g$&$1$I!"¿ (J 
¿ SBKMSN7P83S$+SiS9SkSH! "I>2A9°L\S, J#?t$"$k>l9g!"¿ (J 
¿$B6I=j:GE, 2rSKMnSASd$9SSSH;WSSS*S9!l #2 (J 

#¿SBNcS (SPJIS, $"SCS?$4S9SkSH!"7k9=Lq2p! 8: (J:-) 


2 SBS (SCSH! "$3SN32 


!<%`SO0i@.%2!<%`SJSsSG$7S?SCS1!)¿ (J 


¿SBS@SHS9SkSH!"6I=j:GE,2rS+SiC&=PS$S9SkS?SaSKSIS&3X=,S5%;SkS+!" (J 
¿SŠB!JSTS&SSS$S&65:`SrM?2$ (Sk$+!Kz (J 


¿SBSHSSS&SHS3SmŠS, 6 


¿SBSGSo!#¿ (J 


%2!<%` @-SNSRSHSDSKSJISKS+SbCNS1$%S;Ss! #3 (J 


Copyright 1998 (C) JI-TAN / JI-SOFT co.,ltd. 
¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


--MESSAGE FILE 22614 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000083html.html 


--MESSAGE FILE 22615 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000084htm1l. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 5 Mar 1998 14:45:20 GMT 


Organization: TPM 
Lines: 53 


.ՇՕ SOFT WORKS 


Message-ID: <6édmdq0Sn2f@newsl.scei.co.jp> 


References: <34A7 


B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 


.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 


4cf1002pa069@base. 


minoru.isl.intec.co.jp> <6ave3fS6eh@newsl.scei.co.jp> <34d743f8pal 


71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 


noru.isl.intec.co 


-jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 


ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcf$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6dlkor$ 


rdk@newsl1.scei.co 
NNTP-Posting-Host 
Mime-Version: 1.0 


.jp> <34fc2bfbpab694@base.minoru.isl.intec.co.jp> 
: 210.135.67.80 


Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


TPM.COzSBSGS9! #2 (J 
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> >> >> >> >> >> >ESB".S°SKSES"SkS*°*SCSTSSS0E (J 
> >> >¢SBKMSHS7SFSO!"%*!<%/SDS/SjSbSWS1SESSASKOQSMS?SSSSSGS9!#¢ (J 
> >> >¢$BS*!<%/SN:n$jI}SGS*SCSWSN; EJ} $b%, Si SCSHIOSIS*S9IS+Sil#e (J 


> ¢$B%F%/S9ZAScSNH~S$7$5$r6%S &MWAGSDS"SkS$H; WS&SNSG! "SI SC%HS (%$G%#%?¿ (J 
> ESBSHSIS—SOM_$7$$5$$, S9SkSNSGS$9S, 142 (J 


a a Ը, 

¿$B%; %s%9$, LA$o$1$k$H;22C$G$-$k?M$, 8BSiS1S=S$S&SGS9!#SISASiS+SHSSS&SH¿ (J 
2SB?t3XE*H~S7S5! "SrLd$$$?SSSNSG! J%m38SC%/E*ST!K! "SFS/%9SASC% ($G%$#%?SO; (J 

2SB2rA | EYSr$+$J$ jMn$HS 9SHSIS&S+S$T! "ՏԱՏ«ՏԵՏԸՏԲՏ"59149"1ՀՏ/Տ051555Օ96569595չ (J 
2SBSGS$-SkS, !"4dH) $OI=8=$G$-$J$$$/$i$$; (J ¿SB!#;WSSQZSCSF; (J2;SB?'SHS+!&!&!&!#¿ (J (Z; 


ESBS"SHSO!"2 (030 ¿$B%G!<%?$rD>46E*$KG[CV$G$-$k;EAH$_$r$I$&$d$C$F:n$k$+¿ (J 
ESBSGS9SM! #2 (JLOGO g$B%V%m%C%/$_$?SSSK!"SVSmSC%S/SN7A>uSr$"SkKDXEY7ThSaSFS$*$/S+!"3 (J 
¿SB>1=jS$SKShSCS$SFG[CV$GS-Sk7ASr8GDjS9SkS$S+S7SJSSSH!"<+M3EYS,S"Sj2aS.SF¿ (J 
¿$B%Q!<%DG[CV$, Fq$7$$5$$,$7$^$9!# (J 


¿ SBKM$H$7$F$OZF%H%J%9!"%3%i%`%9E*$JG[CV$N; 5 E S 
ESBSbSGSi!<$ [SIT<+M3EYSOSISSSH;WSSS*S9! #2 (J 


> >> >> >> >> >> > $B".¿ (J2Di$B$N%m%C%/%*%s%7%e!<%F%#%s%0; (J 
> >> ¢gSBS=Sé&S+!"e (J2D ԱՆ | %"%s%+%*1SNDjM]S, 8z555F35752 S&SNS@SCSŠ?!#¿ (I^^; 
> >> ¿SBSGSOS ա աԱ ՀՈ /B3S"SNS\!<STS9SHSTSFDS6!S7S*°S9S+! #3 (7:-) 


> ¢SBI?2$2$/8@S&ESH! "C£241U6aS030SK8~S$t$5!"S : SCSH30SGSOCE?24$K8~$+S83 (J 
> 2SBO"B3E*$J>1$, $"Sk>19g! "STS3S+$K303k%0%kSH2SSk50F; $, S"$k! "SHSS$S&3 (J 
> ¿SBDjM)SGS9!#;(J 


2SBS3S$N<jS$N650iSr<uS1SFSSSISSSNSGA[A|$, a aes 7%Sse!<%$F%#%Ss%S0¿ (J 
¿SBSN>19g!"SIS&EvSFSOSaS1SPSSSSSNSGS7SgS&S+!)¿ (J 


> ¿$B$G$b$h$/9M$ (SFS_SkSH!"S3SN>19g$O1_HDSGQ@$3&SrFsJ,SGS-Sk¿ (J 
> ¢SBS3SHSNJ}S,K\<AE*SGS7S?! #2 (J 


ESB!) !) TOONSJS?SSI* IS IK: (J 


>¿SBS=SmS=SmS$S"SiS?SJSMS?SrSSS3S&S+SJ!"SH;WSCSFS S9!#¿ (J 


ESBS*S"!"S7SgS&S, STSSSGSISM! #27 7S 7SSS"SSSGS"SHTKSSSDS$$2; ~SKS*S2¢ 
¿S$B5DOGS9$1$PSS$S$SSGS7$gS&!#¿ (I^_^ 


V V V V 


¿SBS$JSsSHSSS&S+!"S=SmS=SmF0S3S&!"SHSSS&46$S8SJSsSSGS9¿(J օ('')5 


¿SBRT#P#M!S#CHO¿ (J ¿SB#SH#O#F#T¿ (Մ ¿SB#W#O#fR#K#S¿ (J ¿SB#1#9#9#8¿ (J. SB#M#A#Y ¿ (J 
e-mail:tpmco@ma3.justnet.ne.jp 
url shttp://wwwl.scei.co. jp/~chu02331 


—-MESSAGE FILE 22615 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000084html. html 


--MESSAGE FILE 22616 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000085html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 6 Mar 1998 01:22:32 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 61 

Message-ID: <34ff4d0bpall8@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0E759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6eh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
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Date: 6 Jun 1998 07:43:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01bd911leS8228cbc0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3576B342.B91@city.ac.uk> <01bd9071S$c6bfba80SF30b0a0a@Angelal.intelligen 
t-group.com> 

NNTP-Posting-Host: d3-s10-175-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<01bd9071Sc6bfba80Sf30b0a0a@Angelal.intelligent-group.com>... 

> Steve Dunn hangs around West London, so does Stuart Nolan (although he's 
> writing a Novel 

> somewhere in Bulgaria at the moment) & Che-Guevara. And me, of course.... 
> 


Oh yeah, I forgot - Jose Commin's has one as well and tends to call round 
my office 

in Chiswick a bit....he's pretty good (did the 3D engine in Ocean's 
Robocop3) . 

Craig. 


—-MESSAGE FILE 2398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01101 


—-MESSAGE FILE 2399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001102 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


—-MESSAGE FILE 2399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01102 


-—-MESSAGE FILE 2400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001103 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.sound, scea.yaroze.programming.sound, scee.yaroze. 
freetalk.english,scea.yaroze.freetalk 

Subject: DMS v1.1.0 Released 

Date: Sat, 06 Jun 1998 16:18:40 -0700 

Organization: SCEA News Server 

Lines: 41 
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> <6chkcfS$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 
ldl@newsl.scei.co.jp> <34f41747pb699@base.minoru.isl.intec.co.jp> <6dk0u5$k2p@news1. 
scei.co.jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ¿SBSN>>KN¿ (B ¢SB<BSGS9! #2 (B 


In article <6dk0u5Sk2p@newsl.scei.co.jp>, ji-tan@mtc.biglobe.ne.jp says... 
> 

>JI-TAN; SBSG$9!#; (B 
>¢ SBB40@8xD02q$N=" HwSr$7SFS$?$?SadV?.$,CYS1S*S7S?!#S9SSS*°S;Ss! #3 (B 


¿SB#37nSGS9SM!#;¿ (8՞՞ 
2 SBS=$&S$$ (SP! "@N! "B>3X2TSNB40@H/I=2q$G! "%D3C%3%_SrF~S1SFS$Skz (B 
éSB1!@8S,SSS?SIS"! #2 (B 


>Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 
><34f£41747pb699@base.minoru.isl.intec.co.jp>... 


>| ¢SB8=; ~E@SGSO%K%e! <SiSkSMSCSHSbSTS—Sr:n$j!"S=SN3X=,5,B'Sr?J2=S$55$; SF: (B 
>| ¿$B$$$/J}8~$r9M$ (ՏԲՏՏՏ՞ $91#52S@! "S1$6SdASCSFL\E* SH$ 9$k3M3C% H%0!<%/Srz (B 
>| ¢SB:nSkS+!"STS&SdSCSFSUS#!<SISPSCS/Sr$t+S1$k$4+S$, :#O1SDSoS+S$SCSF¿ (B 
> 2 SBS$5°S; $s! #z (BAA; 


>+—-———— 
> 

>¿$BS=S$S&SSS(SP!"$S&SASN3X2J$SK$b!"¿ (BNN+GA¿SBSN8&5fSdSCSFSk=j$,$"$SjS$S2S9!#; (B 
>2NN¿SBSG61=j5,B'Sr3X=,S7!"¿ (BGAg SBSGBgOhE* $J3X=, Sr9TS&SHS$SSS&46S8SGS7SgS&S+!)¿ (B 


GA ¿SBSO¿ (B NN ¿SBSN99?7J)K!Sr@)8fS9SkShS&SKF/S+S;SkSDSbS3SGS9!#; (B 
¿SBSCSF!"3X=,5!9=$r¿(B NN ¿SBSKS9SkS+LSS@SK7hSaSFSSS*S;SsS1SI!#¿ (B 


>; $B$b$7$/$0<+8JAH?%2=$NJ}$K6a$$$N$+$J!#¿ (B 
>i $B$&!A$s!"$+$J$jFq$7$=$&!D!Dė (8(՞՞չ 


¿SB%21<%` SGS9S+Si!"S=S3SiTUSOSFS-SHESKS4S*S+S7S°S9! #2 (B 
S SBG: EYShS$jSO!"B.EYS$r=E;k$7S$°S9! #2 (B 


>| ¿$B<B$O%2!<%`%7%9%F%` SN<! SK=EMWSJItJ, Տ0ՏԸՏ253575-5918. (B 
>| ¿B$= pele Oe CS ԱԱ ԱԱ 8+SD$+SCSFSSSISSItJ, $G$bz (B 
>| ESBS"SjS*sol#e (B 


>gSB7k61!"2?$r:GBg2=$5$; $k$+!"$H$$$&$3$H$J$S$G$7$g$&$1$I!"¿ (B 
>¿ SBKMSN7P83$+SiS9SkSH!"I>2A9°L\S, J#?t$"$k>1l9g!"¿ (B 
>¿$B6I=j:GE, 2rSKMnSASd$9SSSH;WSSS*S9! #2 (8 


¿SB6I=j:GE,2rSKMnSASkSNSO!"4jJSCS?$jJS+SJSCS?SjJSGS9!#¿ (8:-) 
ZSBSHS8ScS+1"S*S*S+S_ S9SYSFS,F198>uBVSKSJSCSFSOs2!<%` $Kz (B 
¿SB$JSiSJSSSNSGS9!#¿ (B 


¿SBIaDLSN%7%_%e%1!<%7%g%s$G$O$3$&$S$&$3$SH$rKI;_$9$Sk$?S$SaS$K¿ (B 
¿SB>qMp$rF-$1$2?2$3j$7$S2$9$, !"5USK!"6I=j2r$N=8CDFb$G22$,$*S3Sk¿ (B 
ESBS+8+SFS$_ShS&SHSSSESOS1SGS9! #2 (B 


> SBS (SCSH!"S3SN%$2!<%`$O0i@.%2!<%`$JSsS$SG$7$?SC$1!)¿ (B 
>¿$SBSRGSH$S9SKSH!"6I=j:GE,2r$+$iC&=PS$S9Sk$?S$SaSK$IS&3X=,$5S;Š$k%$S+!"¿ (B 
>¿$B!JSIS&SS$S&65:`$rM?2$S (SkS+!K¿ (B 
>¿$SBSHSSS&SHS3$SmS$,%2!<%`@—$SNSRSH$DSKSJSkS+SpCN$1S2$;Ss!# (B 


E SBSHSSS&S3SHSISNSG! "J#?2tS*S*S+$_SrB7$ (SkS3SHSr9MS (SkSH!"¿ (B 
¢SB6I=j2r$+SiMFOWSKC&=P$ 9$kJI}K! SOMQOUS7SIS$2DG=@-$, 9ԵՏՏՏՇՏ9 18: (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


—-MESSAGE FILE 22616 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000085html.html 
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--MESSAGE FILE 22617 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000086html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?I1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 6 Mar 1998 01:22:33 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 59 

Message-ID: <34ff4d0bpb118@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcfS$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6dlkor$ 
rdk@newsl.scei.co.jp> <34fc2bfbpa694@base.minoru.isl.intec.co.jp> <édmdq0Sn2f@news1. 
scei.co.jp> 

NNTP-Posting-Host: 210.132.156.19 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 


In article <6dmdq0Sn2f@newsl.scei.co.jp>, tpmco@ma3.justnet.ne.jp says... 
>> >> >> >> >> >> >ESB".S*°SKSES"SkKS*°SCSTSSS0E (B 

> 2 SBS=S$3S8*SGSS$/SHSWS1SS%d0SNTiC4S, SASgSCSHS-—- SDSS$+$J!"SH;WS$S257S?1#; (B 
>2$B%; 5889S, LASOS1$k$H; 22CSGS-S$k?MS, 8BSiS1$=S&SGS9!#STSASIS+SHSSS&SHz (B 
>i SB?t3XE*H~S7S$5!"SrLdS$$?SSSNSG! J%m38SC%/E*STIK!"SFS/S9SASC% (SGSH#S?S02 (B 
a 6 5 Ն. SO!L#S*!<S/SOSISSSO%GS6%SSs¢ (B 
>¿SBSGS-SkS, !"4dH) SOI=8=SGS-SJSSS/SiSS¿ (B ¿SB!#;WSS@ZSCSF¿ (B2¿SB?'SHS+!&!& Talte (BUA 


7 7 


¿SBS=S&SSS&S3SHSJSi!"SDbSNSO9MS (MMSG!"?t%Q%?!<%SSSNSF%/S9SASCSYMQOUSTSF! "3 (B 
ESBS=$1$r9g@.$7SFII; £$r:nSCSFSbSiS&!"SHSSS&<jK!SbIMS (SiS1$*%S9! #2 (B 


>> zgSBS"SHSO!"3 (B3D ¢$B%G!<%?SrD>46E*SKG[CVSGS$-S$k; EAHS_SrSIS&Sd$CSF:nSk$+3 (B 
>> ¿$B$G$9$M!#¿ (BLOGO ¢SB%V%m%C%/$_S$?SSSK!"SVSmS3C%/SN7A>uSrS"SkDXEY7hSaSFS$*$/$+!" (B 
>> ¿$B>l=j$K$hNh$C$FG[CV$G$-$k7A$r8GDj$9$k$+$7$J$$$H!"<+M3EY$, $"$j2a$.$F;¿ (B 
>> ¿$B%Q!<%DG[CV$, Fq$7$$5$$,$7$^$9!#; (B 
> 
>; SBKMSHS7SFSOSF%H%45%9!"%S3%i1%> S9E*SIG[CVSN; EJ} Sr9MS$ (ՏԲՏՏՏ՞ՏՉՏԱՏՇԱ"չ (B 
>¿$B%b%G%i!<$[ SI<+M3EYSOSJSSSH; WSSS*S9! #2 (B 


éSBSISkS [SI!"%Q!<%D$r5, 302=$ 9Sk$SOS1$GS$9SM! #¢ (B 


>> >> >> >> >> >> >¿$B".¿ (B2D$B$N%M%C%/%*%s%7%e!<%F%#%s%0; (B 

>> >> ¿SBS=S&S+!"¿ (829 ¢SBSN>19g$0%] S"SsS+S1SNDIM}S, 82SSSFS7$" S&SNS@SCS?! #2 (8՞՞չ 
>> >> ¢SBSGSO% 5 %$ISK"S$SSF%S`SrLL%S$/%S3j%S"SN%N!<%SJS9SHS7SFDs6!S$S7S%S9S$S+!#; (8:-) 

> 
>> ¿SŠBJ?S?S/8@S&SH!"Cf2?4IU6aSO30$K8—-S+SS!"$:SCSH30SGSOCf?4SK8-S+S&¿ (B 
>> ¿$BO"B3E*$J>1$, S"Sk>19g!"SIS3S+SK%$OSk%O%SkSH2sSk50F;S,S"TSk!"SHSSS&¿ (B 
>> gSBDIM}$G$9! #2 (B 

> 
> SBS3S$N<jSN650iSr<uS1S$FSSSISSSNSGA[A|$, So$+SISSSNSGS9S, !"$3$N%7%e!<%F%#%s%0; (B 
>¿SBSN>19g!"SIS&EvSFSOSaS1SPSSSSSNSGS7SgS&S+!)¿ (B 


¿SBE (SKCFKkSrD%$SiS1lS?>19g$r9MS (SFSSS?SNSGS9S, !"E(SNCFSNS9ST!<% ia 
é$B50F; ԱԱ ee ee K~$?$5$1$5$$$3SHSKESCES$Gz (B 
z SB5$$ES- S°S7S? lie (B 


>> ¢SBSGSbShS/9MS (SFS_SkSH! "S3SN>19gSO1_HDSG@S3&SrFsJ, $G$-Skz (B 
>> ¢SBS3SHSNJ}$,K\<AE*SGS7S$?! #2 (B 

> 

>¿$B!)!) !ICN$J$?$$!*!*!Kz (B 


¿SB4JC1$J$3$H$G!"; (B2D¿ŚB$N>1l9g!"86ERQ$N2s$j$KJD$8$?6J@~$r=q$/$H!"; (B 
2 SB86E@S$+$i30SK?-SSSkKH>D>@~SOI, $:6J@~$H8r$osk!"$H$$$&ľ$3$H$G$9!#; (B 
3D 2SBS@SH!V>e2<!WSKF ($2$k$3$H$, 2DG=$G$"$kJ, !"3JCJ$KF ($2$d$9S$!#3 (B 
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>> >¿SBS=š$mS=SmS"SiS?SJ%SM%$?2SrSSS3$S&S+SJ!"SH;WSCSFS S9!#¿ (B 

>> 

>> ESBS*S"I"STSgGS&S, STISSSGSISM! #2? 7S 7SSS"SSSGS"SHTKSSSDS$$?; -SKS S? (B 
>> ESBSDORSISISPSSSSSG$7T$gséEl#e (8՞- ՞ 

> 

>¿SBSJSSsSHSSS&S+!"S=SmS=ŠmFO0S3S&!"SH$SS&468SJSsSGS9¿ (B o('')% 


ESBSr!"@) :nSKF~SjS*S9S+! #3 (B 
¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


—-MESSAGE FILE 22617 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000086html.html 


--MESSAGE FILE 22618 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000087html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?UmU6IBskQjxCODNFK jpuSUobKEo=?= 

Date: 6 Mar 1998 20:16:54 GMT 

Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 

Lines: 90 

Message-ID: <6dplijmSqsu@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <é6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcfS$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 
ldl@newsl.scei.co.jp> <34f41747pb699@base.minoru.isl.intec.co.jp> <6dk0u5$k2p@news1. 
scei.co.jp> <34ff4d0bpall8@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 210.130.48.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 
<34ff4d0bpal18@base.minoru.isl.intec.co.jp>... 


é SBSHSSS&S3SHSTSNSG! "J#2tS*S*S+$_SrB7S ($k$3$H$r9M$ (Sk$SH!"¿ (J 
éS$B6I=j2r$+SiMFOWSKC&=P$9$kI}K! SOMQOUS7SISS2DG=@-S$, IbS$S$GS9!#e (Մ 


¿SB6291S/!"S3S3SGSSS&6I=j)2rSHSSS&SNSO!"¿ (J 


(1) <34e53163p1537@base.minoru.isl.intec.co.jp> 


+ a a= 
¿SBFCDJSN3MJ*S@S1S$SrDISCSFSSSk$S*S*S+S_SO!"$=SN3MJ*S$SK$O6/SSS, !"B>$OS+SiS7$S-%S@Ssa!"¿ (J 
¿SBSSSmSsSJ3MJ*SrDISCSFSSSkS*S*S+S_SO!"S*!<%Sk%“%SSF%S#S@S, !"Q@Q1Lg2HSGSJSS<eS_S, ¿ (J 
¿SBS"$Sk!"S$SH$$$&>u67$r:n$j$?$S$SSNS$SGS9!# (J 

------ 


ESBSNS3SHSr; XS7SFSSSkSsSGS9SHSM!) չ (J 


éESBSG!"¢ (J 

(2) <34ee354fpb228@base.minoru.isl.intec.co.jp> 

+ en 
ESBO11~!"S@!<S&S#SSSNN) >1SrSHSkSDSb$jSISs$G!"$?S/S5Ss$"SkS29N%° SNSESAI": (J 
¢ SBSh$ j$h$$3X=, $, $GS-S$k%23N%° $, @8S—; DSk¥$%a! <S8SGS9SM! #FMA3IQ0 [SGSb0c$C$?¢ (J 
éSB@-<ASN%S23N%°S,SGS-S*S9S, !"8r:555S;SkSHSSSS>r70Sr9-SaSd$9SS@-<AS, ¿(J 
ESBS"SkSiSTSSSNSG!"!VF,SNSSSSS*S*S+S_!WSr:nS$k$NSKE, S7$FSSSkS@SmS$S&!"¿ (J 
éSBSHM=A[ST7SFS*S9! #2 (J 

+ — Հակ: առը Գարոն 


¿SBS3S3SGSSS&!VF, SNS$S$$!WSHSO!"!V8ZN (SNSH$$3X=,B'$r; }$D!We (J 
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¿SBSHSSS&M)2rSGšShSmS7SSSNSGS7SgS&S+!)¿ (J 


եյ 


¿SBS&!ASs!#SJSSSQS+%$SSa!<%8S,S"SsS*“SJM/S+SJSSSNSGS9S, !"¿ (J 
ESBNc$ ($P$*$*$+$_$,¿ (J100¿SBF, $$$k>19g!"z (J 

100¿SB8DSN¿ (INN: $B$H!"¿ (J100¿SB8DSN3X=,B'SrMQO0US9Sk!"¿ (J 
¿SBS$H$S$S&$3SHSG$9S+!)¿ (J 


¿$B$G!"¿ (J(1) ¿SBSO¿ (UNN¿ SBSN61I=j2rSNOCSG!"¢ ( ¿$B$SO¿ (UGA¿ SBSNOCSGS9ShSM! #3 (J 
¿SBS3S3SG!"3X=,B'Sr;¿ ( JGA; SBSG?J2= ՏՏՏչ ԱՈ: ea ae #1SDSJSiSP!" (J 
¿$B62$i$/; w$?$h$&$J3X=,B' $r; }$D$*$*$+$_$,9-$, SkKSH;WSSS*S9S, !"¿ 

¿SB!JŞD$^$J3X=,B' $K4X$7SFSb61= j2rSKMnSASk2DG=@-$, $"$k!Kz (J 
¿SBS=S$S1SOS=S1SG9=SoSJS$SHSSS&S3SHSGS7SgS&S+!# (J 


#¿ $BKM$O$?$V$s!"; (UNN¿ SBSN3X=, $, ?J$` SK=>SCSF!"A4S/3X=, $7$J$$3X=,B'S,¢2 (J 
#¿SB9-S,Sk$sS8S$ScSJSSS+SHM=A[S7S S9!#;¿ (J 
#2 SBFS=ESNOUL#SG61I=j2rSKMnSASKSHSSSES+!D!ID! #2 (J 


ESBS"SH!"2 (J 


¿SB!&F101SN¿ (ONNESBSKBPS7SF!"J#?tSN3X=, B'SrMQOUS7¢ (UGA¿SBSG?J2=¿ (J 
ESB! &T#?tSNe (INNESBSrMQOUS7!"S=S1SiSN9=BSSrz (UGA¿SBSG?J2=;¿ (J 


¿SBSHSSS&SNSOSh$S/J9S-$%S9S, !"¿ (J 


¿S$ŠB!&J#?tSN¿ 


~ 


JNN¿$B!\J#?t$N3X=,B'¿ (J 


2 SBSHSSS&SNSOS"S*SICNSISTSS$s$G$9$, !JIJY6/ITB-$G$9$$$^$; $s!K!"¿ (J 
é$B2a5n$K8&5£Nc$, $"$K$N$G$7$g$8&$+!)¿ (J 


¢SBD>46E*SKSO! "9=BSSNO [SJSkz (JNN: $B$N3X=,B' Sey RN 
fitness; $BSNDj5A! "SHSSS&SNS, STS s$H$35J555s5G595, 182 (J 
¿$B!J$D$^$j!V$h$j$h$$3X=, $, $G$-$k!W$N4p=`!K¿ (J 


¿SBNc$ (SPFCD3J3SN4D6-2<$G8zN (SNS$Sh$$3X=,B'!"S$SH$S$SS&SNS, S"SIF@SKSHSTSFSb! "3 (J 
¿SBS=S$S1$SrS$SAScS$SsSHI>2AS9SkSNSCSFSHSsSGSbSJS/FqS7SSMMSJ!DI!D!#¿ (J 


եյ 


ESBSE&!ASS!#STSESSSCS?SOSGZKSTSNS+%SSS°SSSAT, $+SSSIS/SISCSFS—-S°S7S? #2 (J 


¿SBSHSjJS"S (S:!"¿ (J 


¿SB!&3FS$S*S$S*S$+$_SOS=$1$>$S19TF05,B'S$SH3X=,B'!$r;)$D:¿ (J 
¿SŠB!&9TF05,B'$O¿ (NN SBSK!"3X=,B'S$Oz (JGAz SBSK%*SCSTSS8%0S5515k3 (J 


¿SBS$SH$$S&$3SHSOBgBNJ, $+$4$%S$7$2S, ! "¿ (J 
¿SB$Sb$&$SASg$CŠH6qBNE*$J$SSSa!<%$ I sz աաա աան 
#¿$B62$i$/3X=,B'$O0O!"4D6-$X$NE, 1~@-$N%"%J%m%8!<$H$SJ$JF@Sk$s$@SH;W$$$^$9$,!"¿ (J 
#2 SBS@SHS9OSkKSH! "2aIRSKE,1~$7$98. ԱԱ ՍՐՈՒՄ 
#: SBOLBNSISsSJS3SHSKSISKSNS+8+EVSbSDS+SISSSGS9¢ ՀՏ8»Ք: (J) ¢SB! #2 (J 


Copyright 1998 (C) JI-TAN / JI-SOFT co.,ltd. 
éESBI8@U!'DT!!M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 22618 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000087html. html 


--MESSAGE FILE 22619 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000088html.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?I1SO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 9 Mar 1998 13:36:20 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 105 

Message-ID: <3503ed72p4502@base.minoru.isl.intec.co.jp> 
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References: <34A7 


B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.bigl 


obe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 


-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 


4cf1002pa069@base. 
71@base.minoru.isl. 
noru.isl.intec.co. 


ntec.co.jp> <6c4f 
> <6chkcf$7vu@new 


ld1l@newsl.scei.co. 


minoru.isl.intec.co.jp> <6ave3f$S6eh@newsl.scei.co.jp> <34d743f8pal 
intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
յք» <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
sl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 
յք» <34f41747pb699@base.minoru.isl.intec.co.jp> <6dk0u5$k2p@news1. 


scei <6dpljm$qsu@newsl.scei.co. jp> 


NNTP-Posting-Host: 


Mime-Version: 1.0 


210.132.156.33 


Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ~SBSN>>K 


\¿ (B ¢SB<BSGS9! #2 (B 


In article <6dpljmSqsu@newsl.scei.co.jp>, ji-tan@mtc.biglobe.ne.jp says... 


>¿$B62$i$/!"$3$3$G$$$&6I=j2r$H$$$&$N$O!"; (B 


> 
>(1) <34e53163p15 


>| ¿SBFCDj$N3MJ*$ 
B 

>| ¿SBSSSmSsSJ3MJ 
>| ¿$B$"$k!"$H$$$ 


37@base.minoru.isl.intec.co.jp> 
@S1SrDISCSFSSSkS*S$S*S+S_SO!"S$S=S$N3MJ*SKS$SO6/SS$SS, !"B>$SOS+$SiS7S-%S@%a!";¿( 


*SrDISCSFSSSkS*S*S+S_ "S ee S°SSSESH#SAS, !"Q1Lg2HS$SGSJSS<eS_S, ¿ (B 
&>u67S$Sr:n$j$?S$SSSNSG$9!#; (B 


>¿SBSNS3SHSr;XS7SFSSSkSsSGS9ShSM!) 


¿SB$S=S$S&$GS$9!#¿ (B 


»:58561"չ (B 
> 


>(2) <34ee354fpb228@base.minoru.isl.intec.co.jp> 


>| ¿SB011-!"%@!<% 
é$BSh$ j$h$$3X= 
éSB@-<ASN%S23N% 


¿SBSHM=A[S7SFS 


>¿SBS3S3SGSSS&!VF, 
>i SBSHSSS&M} 2rSGSh$m$7SSSNSGS$7SqgS&S+!) ¢ ( 


2SBS=S&SGS9! #3 (B 
ՀՀՏ8Տե ՏՏ 14857555 


>¢~SBNcS$ (SPS*$*S+S_ 


>100zSB8DSN¢ (BNN¿ 
>¿SBSHSSS&S3SHSGS 


&SHESSSNN) ) >LSrSHSkSDSb$ jSI$s$G1"$2S/S5$sS"sks %2%N%` SNS&SA!"3 (B 
57 S$GS-Sk%2%N%° $, @8S-; DSk%$%a!<%8SGS9SM! #FMA3JQ0 | eee 
`$, $G$-$^$9$, !"8r: 5555: SkSHSS$$$>r70$r9-SaS$d$9$S$@-<AS, ¿(B 


ee Են SNSSSSS*S*S+S_!WSr:nSkSNSKE, S7$FSSSkS@SmS&!"¿ (B 


$9!#¿ (B 


SN$$SS$SS!WSHSO!"!V8zN(SNSh$$3X=,B'S$r;)Š$D!W (B 


w 


@$+%$%a!<38S,S"Ss$*SjIM/S+SISSSNSGS9S,!"3 (B 
$, Հ (B100¿$BF, $$$k>19g!"¿ (B 

SBSH!" (B100: $B8DSN3X=, B'$rMQOUS9Sk!"¢ (B 
9$+!)¿ (B 


NN ¿SBSO#18DSQGS1SGS9!JS?SVSs!K!#3X=,5,B'SO¿ (B 100 ¿SBDLSjMQ0US7S S9!#;¿ (B 


>¢SBSG!"z (8(1) ¿ŠBSO¿ (BNN¿SBS$N61=j2r$NOC$G!";(B(2)¿SBSO¿ (BGA SBS$NOC$GS9Sh$M!#; (B 


>¿ $B$3$3$G!"3X=,B' 


Sr¿ (BGA; $B$G?J2=$5$; $k$H$J$k$H!"; ( eee aa a ՈՒՆԸ 


>¿$B62$i$/; wS?$hSsSJ3x= ,B'S$Sr;)$DS*S*S+S_S,9-S, SkSH;WSSS ին Dmg 


»:5817505-5332-,8' 


$K4X$7$FSb61= j2r$KMn$A$k2DG=@-$, S"S$k! Kg (B 


ՀՀՏՑՏ-ՏԼ5ՕՏ 51569 


SoSJSSSHSSS&S3SHSGS7SgS&S+!# (B 


¿SBS"S"!I"4N24SJS3SHSrSSSSK:S1SFSSS“S7S?!#¿ (8՞՞չ 


GA 2 SBSKSh$k%23N3° 


SN?J02=S0!"%$2!<%* C£SKSO9TSOS: !"; VAOSK=hM}$7!"e (B 


¿ŠB%SG1<%?%Y!<%92=$7S2$9!#$2A$21"SG!<%?%Y!<%9SKSOSi%s%šQ0%`SKA*$sSQQSBeSN; (B 
¿SB%2%N%`$r3JG<$7$2$9!#?27$S7$$S*$*$S+$_SrF3F-$9Sk>19g!"$3$N%$G!<%?%Y!<%9S+Ši¿ (B 


¿$B!I$*$=$i$/%i%s 


%@%` S K!K%2%N%`Sr<h$j=PS7S2S9!#¿ (B 


¿$B3X=, B'SN<)B+SNLdB3j3SO!">r7oSrJQS$ ($F2?2s$+%7%_%e%l!<%7%g%s$rė (B 


բջ 


¿$B7+$jJV$; oa s Q%?!<SsSrF@SiS1SkSGSOSISS$+!"SHOBD>SKz (8 


; SBOMS ( (SFSSS*°S9! #2 (B 
# ¢SBM=A[$,JI$$5S1Sk2DG=@-SbS"S$4S°S9!#3 (BY; 
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¿SB$*$*S+$_SN9=@0.SK;HM0$7$2%2%N%`$N>pJs$r!"$IS&Sd$CSF%W%1%$%dSK8+S;Sk$+SO!"¿(B 
¿SB8!FSCfSGS9!#¿(B 


>#2SBKMSOS?SVSs!"z (BNN SBSN3X=, $, ?J$` SK=>SCSF!"A45/3X=, $7$JI$$3X=,B'S, ¿ (B 
>#zSB9-S,SkSsS$8ScSISS$+SHM=A[$7$°S$9! #2 (B 
>#2 SBF Ss=ESNOUL#SG6I=j2rSKMnSASKSHS$S&$+!D!D! #2 (B 


w 


R S&SGSOSM!#%37%_SeS1!<S7SqgSsS$GS2EN%° Sr=8SaSk>19g!"S3S15, ¢ ( 
£$B%3%0%SSHS3SmSGS9SM! #2 (B 


>¢$B!&F101$Nz (BNN: SBSKBPS$7SF!"J#?tSN3X=, B'$rMQ0U$7; (BGA; 5856272Հ-չ (B 
> $B!&J#?t$N: (BNN SBSrMQ0US7! "$=S1SiSN9=BSSrz (BGA¿$B$G?J2=; (B 


¿SBA0<TŠr9MS (Ş$F$$$^$9!#$ŞHSS$&Ş$N$Þ!"¿ (B 


>; $BD>46E*$K$O!"9=B$$N0[$J$k: (BNN: SBSN3X=, B'$Sr5R4QE*SKI>2ASG$-Skz (B 
>fitness¿$B$NDJ5A!"$H$$$&$N$, %T%s$H$3$J$$$s$G$9$, !#¿ (B 
>¿$B!J$D$^$j!V$h$j$h$$3X=, $, $G$-$k!W$N4p=` !Kz (B 


¢ SBSG; XE&$5$1$F$$ŠkDLŠj!"5R4QE*$JI>2A4p=`$r:n$k$N$, :$Fq$J$?$a$G$9!#; (B 


>¿ŠBNcS (SPFCD3SN4D6-2<$G8zN (SNSh$$3X=,B' ! "SHSSS&SNS, S"SIFASKSHS7TSFSb! "3 (B 
>¢SBS=S$1$rSAS$c$s$HI>2AS9SkKSNSCSFSHSsSGSbSJS/FqS7$SMMSJ!D!D! #¢ (B 
¿SB!JC£fN, !K¿ (B 
>2¿SBSHSjJS"S(S:!" (B 
> 


>; $B!&3F$*$*$+$_$0$=$1$>$19TF05, B'$H3X=,B'$r; }$D¿ (B 
>2$B!&9TFO5,B'SO; (BNN  SBS$SK! "3X=,B'$O¿ (BGA¿SBSK%š A *C%T%s%055515k;(B 
> 

>2 SBSHSSS&S3SHSOBgBNI, $+$j$^$7$?$, !"3 (B 
>¿SBSbS&SASgSCSH6qBNE*SJ%SSSa!<% C Աե աարի ան ավը 


éSB3MI*S$,$HS1$?>19gSO; 22CS7S?3FS*S*S+$_SKS\!<SIS9SrM?S (1"ՏԱոՏԼՏՄՏԻՏԸՏշ»1995Օ: (B 
¿SB%Z%J%Sk%F%#SrM?2S (SkI}8~SG9MS (SFSS$S“S9!#S3SNJ)K!SGSO!";22CS7S?S*S*S+S_SN4VSG!"¿ (B 
¿SB3MF@S9Sk3X=,5,B'!S$S, 6O<A2=S9SkSH;WSoSlSkS?Sa!"E,FEvSK=8CDSNJQ99SrS7ShS&SH;¿ (B 

+ SB; WSCSFS$$$*S9! #!ISD$*$4!"7251$+SiN%515254! "F~SCSF5-$2$4$78°S9!Kz (B 


>#2$B62$i$/3X=, B'SO!"4D6-SXSNE, 1~@-SNS"SI%m%8 ! <SHSTSIFASKSSS$@SH; WSSS*S9S, 1" (B 
>#¢SBS@SHS9SkKSH! "2aIRSKE, 1~$7S$9S.SF@dLG! "SH$+SS$S&>u67$b5/$3$C$?SjS9SkSSSGS9S+SM!)¢(B 
>#2z SBOIBNSISsSJIS3SHSKSIJSKSNS+8+EvSbSDS+SISSSGS$9; (B(zSB>Pz (B) ¢SB! #¢ (B 


ES$BSi%SSSUS2!<%* SGSOSTSSSNSG! "@dLGSO$S"S$4S*S;Ss!#z2 (B 
éESB2aIRSKE, 1~$7$?>19gS0! "0iSFI}$,S&S*S1S1SPS=SNF; SN@1lLgG2HSKSIJSkS7!"S=SESGSIS1S1SP3 (B 
ESBS\Ss$/SiSTSASaS*S*S+S_ SKSISCSFS7S*S&SH;WSSS*°S9! #2 (8:-) 


¿$B#37nCf¿ (B <minoru-m@rb3.so-net.or. յք» 
S SB#47n0J9_ ¿(B <minoru-m@rb3.so-net.ne.jp> 


--MESSAGE FILE 22619 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000088html.html 


--MESSAGE FILE 22620 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000089html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?UmU6IBskQjxCODNFKjpuSUobKEo=?= 

Date: 10 Mar 1998 06:47:06 GMT 

Organization: JI-SOFT (http://www2k.meshnet.or.jp/~jisroom/) 

Lines: 35 

Message-ID: <6e2nlaS8gl@newsl.scei.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEAOE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcf$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 
ldl@newsl.scei.co.jp> <34f41747pb699@base.minoru.isl.intec.co.jp> <6dk0u5$k2p@news1. 
scei <6dpljmSqsu@newsl.scei.co.jp> <3503ed72p4502@base.minoru.isl.intec.co.jp> 
NNTP-Posting-Host: 210.130.48.37 


Net Yaroze newsgroups message dump.txt Page 15167 


Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 
<3503ed72p4502@base.minoru.isl.intec.co.jp>... 


GA ¿S$B$KS$Sh$k%2%N%$`SN?J2=$O!"%2!<%` pores I"; vAOSK=hM}S$7!"3 (J 
ESBSG!<S2SY!<S$92=STS*°S9!#S*S2I"SG1<S727SY!<S$9SKSOSiSSSOS*> SKA*SSSARSBESN; (J 
u 688 5 65140 5 83 33 S 55 Tag Aes adi ca 50 
¿SB!JS*$=$iS/%si%s%@%`SK!K%2%N%$`$r<hS$Sj=P$7$S2S9!#¿ J 


¿$B3MJ*$, SH$1$?>19g$O;22C$7$?3F$*$*S+$_S$SK%$N!<%J%9SrM?S (! '$HS1SJ$S+S$CS?>19gSO¿ (J 
¿SB%Z%J%Sk%$F%#SrM?S (SkI}8~SGOMS (SFSSS*S9!#S3SNI}K!SGSO!"; 22C$S7$2$S*S*S+$_SN4VSG! "3 (J 
ESB3MF@$9$k3X=,5,B'S, 6Q0<A2=$9SkSH; WS0S1$k$?Sa! "E, EVSK=8CDSNIJQ99Sr$7S$ShSESHE (J 
¿SB;WSCSFSSS*S9!#!JSDS“SjJ!"72S1S+SiN%SS1S?SjJ!"F2$SCSFS-S?SJS792S9!K¿ (J 


ESBSSSoOSFSKO\LISGS9ISM! #2 (J 


éSBB?MM@-S$r0]; }$9Sk<jK!SHS7SFSO!"¢ BE Che SERES 1 (J 
dGA¿SBS_S?SSSNSbS"SkShS&SGS9S1SI!#¿ (J 
#¿SB;vA0SK@8@.S9SkSJSi!"J,;64D6-SG%4%j%S4%jSdSkSNS,AaSSS+Sb!#¿ (J:-) 
+ — x ZZ a= թրա 


s O a 5 ՎԱՅ (5 
¿$BM-MQ$J5!G=$N>C<: anes C issuu ՏՄՏ/ՏԵՏՄՏՏ|) 


Copyright 1998 (C) JI-TAN / JI-SOFT co.,ltd. 
¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 


—-MESSAGE FILE 22620 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000089htm1. html 


--MESSAGE FILE 22621 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

Շստտւօո/00000090հետԼ. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPWk9IVSU3JUolaiUqOVY 6QhsoQg==?= (6): 

Date: Tue, 10 Mar 1998 20:35:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <morohaS$ef3019980310203517@202.238.103.35> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. jp> <morohaS$ef3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> <34f 

41747pc699@base.minoru.isl.intec.co.jp> 

NNTP-Posting-Host: 202.217.1.42 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ESB! ISTSb!"=tMUSG$9!#S$9SCS$+$ 35551 S9SKSISCSFS7S*$$$*°$7$ 2S, !D¿ (B 


playstation.ny.resource.planning.discussion ¿$B$N¿ (B <34f41747pc699@base.minoru.isl. 
intec.co.jp> ¢SBSN; (B 

éSB5-;vSKS*SSSF3 (B 19982 SBG/2 (BO2z$B7n¢z (825Հ58Բ | չ (B (¿SB?e¿ (B) 13¿$B;~¿ (B17¿$BJ, ¿ (B26 
ՀՏ81ԸՇ:" iro (B 

Minoru Matsumoto; SBS$5S$sSO=q$-S*S7$?!#¢ (B 

>¿ $B; d$, SW31%S$7$?2 (B RPG ¢SBSOSIS&$$$&Lu$+CK@-S$, <g?7M8xSNSbSNS7S$+SISSSNz (B 
>¢SBSG$9S, !"=w@-Sr<g?M8x$K$7$?¢(B RPG ¢SBSO6=9TE*SKFg$7SSEG@S, $"$k$s$G$7$g$8&$+¿ (B? 
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¿SB!!%3%s%7%e!<%%“!<5!SGSNOCSG$9ShSM!#¿ (B 


¿ŠB!!#R#P#GSNMnSH$7;RSH$SG$b8@$&$YS-%i%SSSH%US!Ss%?%8!<$G$O!"01Dj0J>e$N%;%k¿ (B 
¿S$B$r$"$2$F$$$k%?%$%H%k$O=w@-<g?M8x$NJ)$,B?$$$H46$8$F$$$2$9!#<g?M8x$,=w@-—- 2 (B 
éESBSGSISS>19IgGSGSHSASSS?SST=; £5NS$31%9SHSN? ?SSCESK?X<NSCSFSSSKSNSOS*SMS (SASc¿ (B 
ESBSs$G!"<g?M8xSOOFSKE: $ (J*DXEYSKS*S+S1S5FSSSkSHSSS6&! #3 (8:-) 

ԵՏՔ !S"SH!"SQ%=%3%s TO#R#P HGS @SHSOS 5 SH=we-<g ?M8xSOB? SSSNSGSOSTSSSGS7SgS&S+! #3 (B 
¿SB!J3N?.SJS7! K (B 


ESB! !%33%s%7%e!<% “1<S@SH!I"!1VS*S)!1<SNS" SH 
éESBS"S1S,FbOMFS=SNS“*S“*SG!VS*S5IS*SNS"SHS 4 
ESBSGS7$g$&S$+!) SHS$SS&S+!"S=SbS=SbOCBISK 
ESB; WSSS*S9! #3 (B 


jö (!WSHS$SSS&S2!<%`S,S"TS3j)S eae 
RE DEST sn so 
L S a S l 


° 
5 
° 
5 


աաա 


éSB!!SASgSCSH9MS (S, S$S“SHS O O QR) er p A S 
¿SBBJSHSSSSSN$, S"SkSNS+SbS7S1S7 S;Ss!# (B 

¿SB!1#11%<g?M8xŠ, $W%1%$%d!<$NJ, 2HSGS"Sk! #2 (B 
¿SB!!#21!1%<g?M8xSOSW%s1l%S%Sd!<SHSOJLSNB8: _SGS"Sk!#¿ (B 

*SBSNFsSSDS %"%W%m!<%sASr9MS (S?SHS—!"<gS?Sk9XF~<TS, CKSGS"SkSHM=B, $S7SFSSS?Sic (B 
ESBHISNS"SWSm! <šSASG$O=wQ@-—<g?M8xSOA*BrS7SKSŠS/SSS+SH;WSoS1S“S9!#5USK!"#2SNS"¿ (B 
¿SB%SW%$ " ԻՐՈ» =w@-<g?M8x$NJ}$, !V<uS1S$rSHS$4Sd$ 98S !WSNSGSOSISSSGS7$g$&z (B 
ESBS+!#2 (B 


ESB! !S3SN70$SKSDSSSFSOSbS$&>/$79MS (SFS$_SkS$3SHS$SKS7$°S9!Ez (B 
$B! 1 Տ-Տ1Տ565Օ1 #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22621 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000090htm1. html 


--MESSAGE FILE 22622 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
Շստտւօո/00000091հետ1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1ISO-2022-JP?B?GyRCPEI 4M0UqOm5JUShsoQg==?= 

Date: 10 Mar 1998 13:45:39 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 48 

Message-ID: <350541lapa496@base.minoru.isl.intec.co.jp> 

References: <34A7B860.4DD81829@mxz.meshnet.or.jp> <34C680E3.FE2@246.ne.jp> <34CA9D86 
.D174D276@mth.biglobe.ne.jp> <34CAC527.B4D@246.ne.jp> <34CADEC7.CEA0OE759@mth.biglobe 
-ne.jp> <34cb5cbcpa321@base.minoru.isl.intec.co.jp> <6afpb8S$gne@newsl.scei.co.jp> ՀՅ 
4cf1002pa069@base.minoru.isl.intec.co.jp> <6ave3fSé6éeh@newsl.scei.co.jp> <34d743f8pal 
71@base.minoru.isl.intec.co.jp> <6bcf62Slqo@newsl.scei.co.jp> <34dc66bepa577@base.mi 
noru.isl.intec.co.jp> <6bscv0Sas6@newsl.scei.co.jp> <34e53163p1537@base.minoru.isl.i 
ntec.co.jp> <6c4f9hSkic@newsl.scei.co.jp> <34e8490dpd802@base.minoru.isl.intec.co.jp 
> <6chkcfS$7vu@newsl.scei.co.jp> <34ee354fpb228@base.minoru.isl.intec.co.jp> <6csmh2$ 
ldl@newsl.scei.co.jp> <34f41747pb699@base.minoru.isl.intec.co.jp> <6dk0u5$k2p@news1. 
scei <6e2nlaS$8gl@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <6e2nlaS8gl@newsl.scei.co.jp>, ji-tan@mtc.biglobe.ne.jp says... 
> 

>Minoru Matsumoto <minoru@isl.intec.co.jp> wrote in article 
><3503ed72p4502@base.minoru.isl.intec.co.jp>... 


>| GA Sees 2%N%` $N?J2= Oe E P eee 

>| ESBSG!<32?SY!<S92=S7TS*SO!#S*S?I"SG!<S2SY!<S39SKSOSi%SSA%S> SKA*SSSACSBESN; (B 

>| ¿SB%2%N%`Sr3JG<$752S9182757SSS*$*S+S SrF3F- ee TA 
>| ¿SB!JS*S=$iS/%i%Ss%@%`SK!K%2%N%`Sr<h$j=PS7S 2 S9!#¿ (B 
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> 
>ESBSISkKS[SI!#M}2rS7S*S7S?!#¢ (B 


éSBSG$b!"<BSO$3SN!V; vAO=hM} | WSHSSSESNS, 3/%; SOSNS@SCS?7SISTS*SI! #2 (B 
ESBS*S=SiS/!"S35356:n@.S9Sk%G!<%?SNIJ<AS, $2! <%* SN<ASr; YG[S7SF¢ (B 
ESBS7S*S&SH; WSSS*S9! #2 (B 


»------- 

>| ¿SB3MJ*$, SHS1$?>19g$0; 22CS7$?73FS*S*S+S_SK%\!<%I%9SrM?S (1 "ՏԱՏԼՏՄՏԻՏՇՏ2»219950չ (B 

>| gSBSZ%I%kSFS#SrM?5 (SkJ} 8~SGOMS (SFSSS*S9!#S3SNT}K!SGSO!";22CS7S?5*S*S+S_ ՏԱՃՄՏՇԼ"չ ( 
B 

>| ¢gSB3MF@$9$k3X=,5,B'S, 6Q<A2=$9Sk$H; WSo$1$k$?Sa!"E, EvSK=8CDSNJQ99Sr$7ShS$&$H3 (B 

>| zgSB;WSCSFSSS*S9!#!TSDS*S5!"72S1S+SiN%S1$2S5!"F~SCSFS-S?S45S7S%S9!Kz (B 

ef os = 

> 


>éSBSSSoS£SkO\LISGS9SM! #2 (B 

>¢SBB?MM@-Sr0]; }$9Sk<jK!SHS7SFSO!"¢ (Brarenessz$BSrDj5AS9SkSHS+!"¢ (B 
>dGAz SBS_S?SSSNSbS"SkShS&SGS9S1$1! #2 (B 

>#¿ $B; VAOSK@8@.S9SkSITSi!"J, ; 644D6-SG%4%4S455ISdSkSNS,AaSSS+Sb! #¢ (8:-) 


¿$BO\LI$rF3F~$7$?J}$, $0$+$j$d$9$$$H; WSCS?SNSH! "OiSF%2!<SJISNSG!"3¢ (B 
ESB0&CeS, $h$jM/S$-Sd$ 9SSSNSGSOSISS$+!"SH;WSCS?SNSHN>J}S$"S5S*S9! #2 (B;-) 


>¢eSBSdSd! #SbSASm$s>iCL$G$9Shz (8(՞՞չ 
># 2 SBM-MQ$J5!G=SN>C<: !D!DSHSS$& 0UL#SGSOR@dLGSH8@S$ (Տ575/ՏԵՏՄՏՏ|) Հ (B 


ESBS3S3SiJUSO!"3X=,5!9=SrS$I$&:n$k$+SKS$+SJISj1LF6AS5S1ISkKSHS35m; (1 
2 SBSG$9SM! #:F@8SHITOBDj@—SNFSN'GXH?$, I=8=$G$-$1$P<B$O; (B NN չ5856չ (B 
ESBSIS/SFSb9=SoSTSSSsS$G$9$,¢2(B...¢SB! #2 (B 


ա 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


—-MESSAGE FILE 22622 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000091html.html 


--MESSAGE FILE 22623 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000092htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?1SO-2022-JP?B?GyRCPWk9IVSU3JUolaiUqOVY 6QhsoQg==?= (6): 

Date: 10 Mar 1998 13:45:40 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 55 

Message-ID: <350541lapb496@base.minoru.isl.intec.co.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. jp> <morohaS$ef3019980203203553@202.238.103.3 

5> <1998021601061llmoroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> <34f 

41747pc699@base.minoru.isl.intec.co.jp> <morohaSef3019980310203517@202.238.103.35> 

NNTP-Posting-Host: 210.132.156.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


In article <moroha$ef3019980310203517@202.238.103.35>, moroha@ca.mbn.or.jp 

says... 

>>¿ $B; d$, SW%$1%SSS7S?; (B RPG ¿SBSOSIS&SSS&LuS+CK@-S,<g?M8xSNSbSNS7S+SJSSSN; (B 

>> $B$G$9$, !"=w@-$r<g?M8x$K$7$?¿ (B RPG ¿$B$O6=9TE*$KFq$7$$E0$, S"SkSsSGS7SgS&$+¢ (B? 
> 

>¢$B!!%3%s%7%e!<%3*!<5!SGSNOCSGS9SHSM! #2 (B 


ESBS=S&$GS9! #2 (8:-) 


>¢SB!!#R#P#GSNMnSHS7; RSHSGSH8ASESYS—-SiSSSHSUS!SS5?%8!<SGSO!"O01DJOJ>eSNS; Ske (B 
>¢SBSrS"S2SFSSS$k%?%SSHEkSO=we-<g ?M8xSNJ}$, B?SSSH46S8SFSSS*°S9!#<g?M8x$, -աՅ-չ (B 
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> 2 SBSGSUSS>19gGSGSHSASSS$?SSI=; FSNS$%iS9SHSN? 2 $SC£ESK?X<HSCSFSSSKSNSOS*SMS (SASCz (B 
>¢$BSs$G! "<g?M8xSOOFSKE: $ (J*DXEY$K$*$+S1SFSSSkSHSSS&! #2 (8:-) 


éSBSOSOSO!"S=S&S$$ (SPS=SESGSISM! He (B 


>ESBLIS"SHI"SQS=%535S TO#R#P HGS @SHSOS j SH=we—<g?M8x$0B?$$ SNSGSOSISSSGSTSgGS&St!#e (B 
>¿SB!J3N?.SJS7!K;¿ (B 


¿SB;dSbB?2SSSH;WSSS*“S9!#SIS&S7SFS=S$S1$,%3%s%7%Se!<%%*5!8- i ree 
¢$B<g?M8x$, CKSKSJSCSFS7S S&SNS+S:SCSH5?LdS@SCS?SsSGS9!#¿ (B 


l¿$BSDSKS$SO!"KA81<TSHS$S&N)>1S@SH!"CKSNJ)$, %7%J%j%*Sr=q$S-S$Sd$9$SSS$SN$+$J!"¿ (B 
ESBSHSSS&SNS,$"S5$°S9!#<R2QE*SK! "CK"*S5S9SiS&SDSN ! "=w"*=8S*SkSHSN! "3 (B 
¢ SBSHSSS$&%$%a!<%8S,G'CNS5SISFSSSk! JK\EVS+!) !* !KS3SHSbS"SKSNS+Sbz (B 
ESBCNS1$%S;$s!#2 (B 


ՀՏ8825/ՏԱ: (B RPG ¢$BSGSOCK$b=wSbEP>1$7$%*$9$, |! "=w@-SN%-%c%i%/%?S0<g?M8x$K; (B 
2 SBQ_DjS5$1SFS$$S$k%-%c3iS/S?SNId=u! "$"Sk$$SOT*81SN80Sr0.$k?MJ*$HS7SF3 (B 
i SBEP>1$9Sk$3SHS$, 05E] E*SKB?SSShS&SK; WSSS*S9! #2 (B 


>2$B!!%33%s%7%e! <S*!1<SQSH!I"!VS*S5!<SNS"SHS5% (IWSHSSS&%2!<%`$,$"$j$2$7S2$, ! "¿ (B 
>L $B$"$1$, FOMFS=SNS*S*SG!V%S*34S*SNS"SHS5% (1 WS@SC52Si2LS2S7SFSI$1$@S1GdS1$2¢ (B 
>2SBSGS7Sg$&$+!) SHSSS&S+!"S=Sb$= E SRS TSE n j ccs s S ions (8 
>¿SB;WSSS“S9!# (B 


¿SB3NS+SK!#¿ (B 
¢ SBKb=wSC; RSDSNSG$$$/>19g$0! "=w@-<g?M8x0J30$NA*Br; hSOSISS$SGS9SM! փ: (8- ՞ 


>¢$B!!SASgSCSH9MS ($,$*SHS*SCSFSSSISSSNSGS9S, ! "'$W$1%$%d! <SH<g?M8xSNSwNSSNLd; (B 
>¢SBBISHSSSE&SNS, S"SkSNS+SbS7S1S S;Ss!# (B 
>2$B!!#1!%<q?M8xS, 2W%1%S%d!<SNJ, ?HSGS"Sk! #3 (B 

»:Տ81 148215 š<g?M8xSO%W%1 %$%d!<S$SHSOJLSNB8:_SGS"Sk!#; (B 
>¿SBSNFSsSDSN%S"%W%m!<%sASr9MS (S?SHS—!"<g$S?Sk9XF~<TS, CKSGS"SkSHM=B,S7SFSSS?Sic (B 
>¿SB#1SN%S"%W%m! <ZASGSO=w@-<g?M8xSOA*Br$7SKS/SS$$+$H;WSo$1$*S$9!#5USK! "2585" չ (B 
>¢$BsWsm! <SASN>1 9g$O=w-<g?M8xSNJ}$, !V<u$1$r$HS3jSdS9$$S!WSNSG$OSJSSSGS7$SgS&;¿ (B 
>¢SBS+!#2 (B 


¿SBS&!<Ss!"%2!<%`%7%9%F%`SKSbShSk!"SHSSS&S3SHSGS9S+SMS (!#¿ (B 


¿SB#37nCf¿ (B <minoru-m@rb3.so-net.or.jp> 
¿SB#47n0J9_¿ (B <minoru-m@rb3.so-net.ne.jp> 


—-MESSAGE FILE 22623 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000092html1. html 


--MESSAGE FILE 22624 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000093html.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?GyRCPWkIVSU3TJUolaiUqoVY 6QhsoQig3KTobJEJBRhsoQg==?= 

=?1ISO-2022-JP?B?GyRCNlo6ébkAuGyhC?=3 

Date: Fri, 13 Mar 1998 01:06:22 +0900 

Organization: Alkaid.inc 

Lines: 48 

Message-ID: <19980313010622moroha@ca.mbn.or. յք» 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. յք» <morohaS$ef3019980203203553@202.238.103.3 

5> <19980216010611lmoroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 

NNTP-Posting-Host: 202.217.26.228 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


ESB! !S$3SsSP$sSo!"=tMUSGS$9!#=PMhS1SP#4%Z!<%8d, A4It=q$—>eS2SFS$+SiSKz (B 
¿SBS7S?2SSSHS3SmSGS9S, !"SJSSS+S&S+S&S+S7SFSSSkS&SASKSISSSISs;-4VSŠ, ¿ (B 
¿SB2aS.SnSCS$SFSSS/SNSG!"SHSjS"S (S:H>J, S891SHSSS&S3SHSG!#¿ (B 


¿SB!!1S%“S:SOSW%Sm%C%SH%S]%S%Ss%SH#1SK8-S+S&9TFOH>%Z!<%8SGS9SM!#;¿ (B 


¿SB!!SWSm$C%$H%$]%S%s%H#1S, VM&<TSKSJSk!WM= DjSGS7$?S+Si!"S=$3$*SGSKz (B 
¿SB5/S3SkSYS-%SSY%s%*HSrS$+S$S?S7SFS79S“SoSJS/SFSOSJSjS S;Ss!#%*!<%W%K¿ (B 
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Message-ID: <3579CE50.298AF844@jps.net> 

NNTP-Posting-Host: oak-port1507.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.sound:144 scea.yaroze.programm 
ing.sound:189 scee.yaroze.freetalk.english:1103 scea.yaroze.freetalk: 698 


Hello, 


That Yaroze MOD player thing that I was working on about 2 months 
ago is finally finished---well, sort of. You can grab it from: 


http://www. jps.net/tenchi/dms_110.zip 


For those who didn't see the other thread, DMS is an S3M player 
for the Yaroze which is a set of library routines that interpret 
its own file. It uses a frame-by-frame polling process and 
supports up to 16 channels of stereo sound with reverb capability. 
All this with very little CPU overhead. 


The dms_110.zip pack should contain: 


— DMSPlay (an example DMS player for NTSC) 
- DMS libraries 

- S2S S3M-to-DMS DOS conversion utility 

- VABtest (Yaroze VAB testing utility) 

- an example S3M file 

- documentation 


After downloading, please see the README.TXT file for instructions 
on compiling and converting files. 


DMS will not play your S3M exactly, but it's pretty close. The 
major things missing are pitch slides, portamento, and vibrato---I 
may eventually get around to fixing that. 


Thanks to everyone with their feedback. Please send me any 
comments you have. 


p.s. I've changed e-mail addresses to "tenchi@shell.jps.net", 
and my web pages will also be down until I get them 
transferred over from my old ISP... 


Mata ne, տ» Ss 
- e! wet tenchi@shell.jps.net pass 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) otek http://www. jps.net/tenchi 


-—-MESSAGE FILE 2400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01103 


—-MESSAGE FILE 2401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001104 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: WC soccer hype 

Date: Mon, 8 Jun 1998 06:42:40 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldaa3xe.1lb2allcyzopokN@al-—88-101.al.nl1> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Is there in the UK the same overdone hype as here in Holland? 

I get very anoyed with the stopid dutch that already are celebrating for 
the WC. We had a special FanClub-day for the dutch players. Isn't that 
Sick? They sing "we are the champions...." and the WC didn't even start. 
In some dutch magazines they wrote an article that the dutch are always 
great winners couse every team that won something the past period, has 1 
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¿SB%s%0$, =PQ8%7!<%SsSGS7S7S4+Si! "SHSIS"S ($:%W%m$C%$H%$]%S%s%SH#1$%SGSK; (B 
¿SB==:MS$S/SiSSSKSJSCSFSSSFS/S1SJSSSH:SS3jS S9!# (B 
$B! !S$5SiSKS3$3SG6%* ! <SW3K%s%0SGSNIC?FSN! VawS, @8S*S1SkSISIS"$45$ (S$J¿ (B 
ESBS$ !WSKSUS1SFS*$+SIS/SFSOSJSiSTISS$GS7Sg$&! #S3S&9MS (SkSHSOSGSKSJ¢ (B 
ESBS+SI$+$-SeS&S/SDSGS9S, !"$5$i$K8e$NE83+$r3Z$K$9$k$?$a$K<g?M8x$N; (B 
éSBMDSJS8$_SrEP>1$5$; $k$3$H$K$7$^$7$g$&$+!#¿ (B 
¢$B!!S3SNMDSJ$8$_$,<g?M8xSNHKL) SrCNSCSFSS$SkS$+SI1S&S$+SO0S*S@7hSaSISS¢ (B 
¢£SBS3SHSKS$7S$*S9! #SISASiSKS; ShHE83+$r:81&S9$k%-$C%$i%/%?!<SKSISkS3SH; (B 
ESBSGS7SgGS&! #2 (B 

ESB! !SGSO!"SHS3S+$+S5S*STSgGS&St+! #2 (B 


ESB! !!VIc?FSOR8S*S1S?75NS,=wSGS"SkS3SHSr1#$S7DLS9OTH?4SrS7SF!"HkL) Տո, 
i SBCNSKSDSNSN8 } $rSUS5S0 ! #<g?M8xSOCKSHS7SFOiSFSi$1! "SSSDSNF|S$+EA@bz 
ԱԵՒ ԱՂՈ ՈԱ: թ SN<jSKSHS 3! "M&<TSHSISKSNS@SH6E5S (515152: #<g?M8xSORS4Vz 
éESBSHSNG@\? (Sr6X$8SiS$1!"F1G/BeSNM' ?7MSHSFSJIS/@.D9S9SkS, !"S?S@O1L?PMSNe 
° SBNC30SH$7SFF }J1$NB) ;RSH7; DoSNSHSE&SKS9S4S9!#F}I1SNB) ; RSO<g?M8xSNz 
2 SBIC?F SKShSC$F$7$P$7$P<g?M8x5N?HS, SoSJSHS7SF?MA0SK=-PS5S1SkShS& SK; 
TSBSJSk!# W; (B 


բջ 


աատատաաթ 


ESB! !SHS5S"S (S:S3SsSJSHS3SmSGS7SgS&S+!#SGSO!"SW%m%C%H%]%S%Ss%H#1SX¿ 
2£SBSH8~$+$&SHS7$°$7Sg$&!#$3$35GEA@DSNIpb6q$r<jSKSHSk$ 3SHSK$7S*S9l#e 
ESBS7$+$7!"22S+S7SiSNM}M3$,S[$7SSSHS3SmSG$9SM! #<g?M8x$ ?SASN39S$,=12 
ESBSOSLSKS"$2$5$, S$SSS@-SGS7SgS&S+!#SGSOSHSjS"S ($:$=$NO) @~ $62!$7$F¢ (1 
¿SBS_SKkKSH$S7S*S7SgS&!#¿ (B 


¿S$B!!!V$"$kF|FMA3!"<g?M8x$?SASND.$,KbJ*$K=1So$1$Sk!#J<;N$?SAS,N)SA;¿ 
¿SB8-S+$&$, <! !9SHKbJ*SN2gSKS$+S$S+S3j;6S$SCS$SFSSS/!#<g?M8xSO<+J,Sb@oS*S&;¿ 
¿SBS$H$9Sk$, !"IC?F$K;_$a$i$1l!"F($2$k$h$&$K;X<($5$1$k!#<g?M8x$rF($,¿ 
¿SB$7$?8e!"Tc?F$bKbJ*$KN)SA8-$+$&$, !"NO5ZSP$:DISS5SMSaSiS1SFSSS/! #32 
é$B<g?M8x$02, SN>eSKTuS8SiS] LSESSS?EAGbSNIPOQqSN5SbSHSXSH9TS-!"S— SNNO¿ 
¿SBSr2rJ| S7$Sh$s$HS9Sk!#MDSJS85_ $O@) ;_S7Sh$&SHS9SkS, !"<g?M8xSOS$=S$1¢ 
¿S$B$Sr?6S3@Z$CS$SFEAQb$NIp6qŠSK<j$r3] Sl1Sk!#1W;(B 


¿SB!!SHS$SjJS (S"$S::#2sS$OS3S3S“SG!"SHSSS&S3SHSG!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢z$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


—-MESSAGE FILE 22624 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000093htm1.html 


--MESSAGE FILE 22625 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000094html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 

Subject: Re: =?ISO-2022-JP?B?GyRCPOY7WCU/JSQI1VCVzZJTAkT jt +QmUhKRsoQg==?= 

Date: Thu, 19 Mar 1998 20:13:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <morohaS$ef3019980319201340@202.238.103.35> 

References: <moroha$ef3019970602202236@202.238.103.35> <339840A9.4B20@mxa.meshnet.or 
-jp> <moroha$ef3019970624003927@news1.scei.co.jp> <33B4F610.1658@mxa.meshnet.or.jp> 
NNTP-Posting-Host: 202.217.1.136 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ԵՏՔ !SISb!"=tMUSGS9! #SASGSCSHS*SbS$7$m$SOC$r8+$+$1$?SNSG; 29MS*SG! #2 (B 


¿$B!!0J2<$0; (B<A HREF="http://www.watch.impress.co. jp/pc/docs/article/yajiuma/"> 
ESBEPHECSAS8SES*%SE%) SCSAZ (B</A>z SBS+SiSNOZMOQSGS9! #3 (B 


=== ԹԱՆ, here 

font color=red><b><b>;SBSF%s%—!<SG; (B50¢$B2; F~NO<B8=; (B</b></b></font><br> 

2$B!!2 (B13zSBF | $K9TSJ$0$1$?2 (B<a href="http://www.ipsj.or.jp/">z$B>pJs=hM} 3X2q2 (B</a 
> 
¿S$BBh¿ (B77¿$B2s%R%e!<%^%s%$%5s%?%U%'!<%98&5f2q$K$F!"F|K\¿ (BNCRZSBSN>.Ln>!9/; atre 
¿$B!VS$ %s% I<SKShSkF|KN81 LF~NO!]¢ (B50¿$B2; G[Ns$r<B8=!] !WSHSSS&8&5f@.2LSrH/¢ (B 

I SBI= $7S2!#$3S1SO!"¿ (81: Sa Bas ae cogs to) s a S OS 
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7!" (B 
éSB%m!<%*; zIQ49SNSHSESKe  (B2¿SBSDSN%S-!<S$rAH$Š_9gSoS;$Sk$3SHSGF-NOJ8;zŠ$r7hD3$9¿ (B 
¿SBSkSHS$SS&%7%9%F91145S3SNS7%9%F%`$*$NS (SKSNS, 4JC1SG!";R6!$G$b¿ (83:58Մ, DXEY: (B 
¿SBSN3X=, $G=,Fü@$G$—$kŠS[S+!"JQ498zN (Sb8=:_SN%m!<%%; zJQ4 9SHIOSOSAISTSSSHz (B 
2 SBSS$$&! #BNSNIT<+M3$J?MSKSbM-8z$@S, !"%Q%=%3%SF~NO%"%1%k%.!<N=GICMM$K¿ (B 
¿ $B$bM-8z$+$b!D!D!#¿ (B<p> 

==->-cut, here-=== 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢S$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22625 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000094html1. html 


--MESSAGE FILE 22626 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000095htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCPWk 9VSU3JUolaiUqoVy 6QhsoQig4KTobJEJBRhsoQg==?= 

=?1SO-2022-JP?B?GyRCNloébkAuGyhC ?=4 

Date: Fri, 20 Mar 1998 00:45:34 +0900 

Organization: Alkaid.inc 

Lines: 37 

Message-ID: <19980320004534moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. յք» <morohaS$ef3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 

NNTP-Posting-Host: 202.217.26.244 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


2$B!!SISb!"=tMUSG$9!#:#2sSGAF6Z:n@.$b; 0O2sL\S$G$9SM! #Ev=iSO012s$GA4It :Q$%S$; $kz (B 
¿SBSDSbSjJSQ@SCS?S3SHSr;WS&SH!"2?2?SH8@SCS?SbSNSdSi!#¿ (8(՞՞ ESB! He (B 


ESB! !SHS3SmSG!"S"SiS+S8Sa@k8@S7SFS*S-S*S9S, !"$3515+Si@h!"<B: ] SKOCSrAHS_N) SF¿ ( 
¢ SBSKCUSKSISCSF !"$381S*SGSK=q$$5$ ?AF6ZDLS$ jSKOCSr?T$SaSFS$$/SHSSS&T] >ZSOA4$/$73¢ ( 
ESBS*S; $s! #AF6Z$0CO?*!":G=*L\E*CO$X8~$+$&$ ?$aSN<j3] $+$ jSKS9$ . STISSSNSGS"SCSF¢ ( 
2$B!":nIJ$=SNSbSN$G$0$"$5$%S$; $s! #CO?*SK$+S$*°S1SF<B: ] SNEZCOSrdb$+SI$$SH$7$?S$ig ( 
¿$B!"$3$5s$J%P%+$JOC$O$"$J$^$; $s!D¿ (B 


wW w w 


= 


¿SB!!$GSO!"Cf4VItJ, SKSHS4S+S+SkKSHS7S°S7Sg$&!#z (B 


¿$B!!!V<g?M8x$OEAQb$NIp6q$NNO$r2rJ|$7KbJ*$rDI$$J'$&$, !"Ip6qSOK=Av$r$O$8$Sab. ¢ (B 
éSBSKSb!"S=S7SF<g?M8x<+?HSKSbB?BgGST%@Sa!<S8SrM?7S (Sk! #2ST#S7TS?<g?M8BxSOIc?FS+t; (B 
éESBSiD.Sr=PSI$S/SFSOSTSiSTSSSH@k9IPS5$1$k! #<g ?M8xSOIp6q$, K=Av$7S?SNSO<+J, SNNOç¿ (B 
(B 
(B 


ESBSG<! !9$H=1$$$/$kKbJ*$rE]$7$J$, $i! "<g?M8xSOBA@bSNIp6q$, @S3&SK$b$?$i$581$2¢ (1 
éSB>1=jSrL\;XS7SFN9SrS9Sk! #!We (B 


ա 


2$B! !SHSSS&S0$1$G; ~4VE*SKS$3S53$+Si@*°IVSTEG@! #BhFs%Q!<SHSXSHF~SCSFSS$S/S$0$15G6$93 (1 
ESB! #2 (B 


éSB!!!V9_NWSNCOSrL\; X$9<g?M8xSNA0SKKbJ*SNBeJ [<TSGS"Sk;m?MS,S"SiSoS1Sk!#;m?Mz ( 
2 SBSO<g?M8x$,K|$, O1L\E*COSKC) $jCeS$$?SHS7SFSb! "EA@DSNIp6qSNNOSrFRSkS3SHSOSGz ( 
¿SBS-SJSS!"SH8@S&!#SJS<SJSiS=S1SOS*A0S,;)SDSYS-SbSNSGSOSJSSSNS@S+Si!FESH!#<g; ( 
¿SB?M8xSO;m?M$rLdSSSDSa!"EA@DSNIp6qSOCKS,BSSSSkS?SaSKAOSiS1S?SbSNSGS"S3jJ!"=we ( 
¿SBSGS"$k<g?M8xS$SK$OS=$SN8"Mx$, L5SSSNS@SHE@K8AS9Sk! #<g?M8xSOE\S$jSKS*S+5; SF;m?Mz ( 
¿SBSrBGSAE]S9!#!W (B 


www 


ապ 


¿SB!!S5SF!"S3S3S+SiSSShSSSh%SW%m%C%SH%]%S%s%H#2SKSHSjJS+S+SkSHS7S“S7SgS&!DSH8G@¿ (B 
¿SBSSS?SSSHS3SmSGS9%S,!":#2sSOS3$1%$S“SG!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 
// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
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// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ // 

—-MESSAGE FILE 22626 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000095htm1.html 


--MESSAGE FILE 22627 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 
cussion/00000096html. html 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning.discussion 
Subject: =?1ISO-2022-JP?B?GyRCPWkIVSU3JUolaiUqovVy 6QhsoQig5KTobJEJBRhsoQg==?= 
=?1ISO-2022-JP?B?GyRCNloébkAuGyhC?=5 
Date: Sat, 11 Apr 1998 01:08:53 +0900 
Organization: Alkaid.inc 
Lines: 43 
Message-ID: <19980411010853moroha@ca.mbn.or. յք» 
References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. jp> <morohaS$ef3019980203203553@202.238.103.3 
5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 
<19980320004534moroha@ca.mbn.or.jp> 
NNTP-Posting-Host: 202.217.26.160 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


éSB!!STSb!"=tMUSGS9! #:G6aSOB>SNMQ; v$, SDS*SCSFSSSFSJS+SJIS+;~4VS,<hS1S%*S;Ss!#3 (Թ 
¿SBS3SND4;RS@SHSIS&SdSCSFSb=USNS&SASK:G8eS*SG9TS-S*S;SSSM!ESIS&S7S?SbSsS+!D (B 
¿SBSH$j$S"$ ($:%?%S%SH%k$rJQS$S (S$k$+$ŠJ¿ (B Հ ¿$B8e$m8~$-¿ (B 


2$B! !S=S1SGSOAF6Z:n@.!":#EY$3$=:G=*2s ! ESHS$$&$DSb$ j$G; OSaSkSH$7$*$7Sg$6!#;Dze (B 
2$B$4$0$"SH013Z!<%8H>SGS9SM! #; (B 


ESB! !SGSOS*S: SWsmSCSH%] SSSssH#Z2SNH>%3Z!<S8S+Si!l #2 (B 


¢$B!!!V9_NWSNCOSG<g?M8xSOEAG@bSNIp6qg$rCO>eSKSb$ ?$i$7$?<T! ] :G=iSNM&<TSK=P2qS&z ( 
éSB!#M&<TSO<g?M8xSKIp6q$0O! X8wSHOGSrJ, $+SDS?SaSK!YBSSiS1S?SNS@SH9PS2ZSKk! #!XESz ( 
£$B3&$,I,N%S5S1S5FSSSKSNSOT,A3SGS"S35!"M; 9gSOS"S4S (STSS! #=wSN@S3&SKA8BS*S1527S*z ( 
( 
( 


éSBSk! Wz (B 


ա 


¿SB!!SHS$SSS&SoS1SGS$S3S3S+$Si%S (S$s%G%#%s%0SK8-S+$CSFSJSQ@S194⁄S$SsS$GSS$SS/S3SHSKSJS3S 2 (1 
ESBSOSM! #2 (B 


2SB!!!V<g?M8xSOIp6q$N0zS—-EOS7$r5qH] 595: | #M&<TSO<g?M8x$K=1$$S$+S+SCSFS/Sk!#<gz (1 
2 SB?M8xSOIp6q$NNO$r2rJ | $7SFM&<TSKN) $A8~$+S$&$, ! "M&<TSO5USKIp6q$KD>@\@) 8£Sr5Z¢ ( 
ESBS\S7SF<g?M8xSN9TFOSrAKS* !#!XLSBLSI$S"S,$-S@!#S=S1S0$*S*S (SNS ?SaSKAOSi$1$?2¢ ( 
¢ SBSbSNSGSOSJSS$!Y!X0cS&! *$3S1S0$0$?S7SNSHDSNS@! *S@S1SKSbS0$?S5SIS$!*!YFs?MSNz ( 
éSBOU; VS, YI93$7! "Ip6qSOK=Av$r; OSa$k! #@OoSSSNCE!"<g?M8xSO=y ! 9SKDISSSMSaSiS1$F¢ ( 
ESBSSS/!#!We (B 
éSB!!!V@dBN@dL?SN<g?M8x! #S=S3SKS+SCSF=P2qSCS ?KbJ*SNBeJ [<TSN;m?MS, 8=S1Sk!#!X¢z 
¿SBS9SYSF$SOS5=bVSGS"$j!"Ip6qSOQ@S3&SrJ,S+SDS?SaSN8@SSLuSKS9S.SJSS!#SUS?S?SS@S¿ 
¿SB3&$Sr01$DSKS+S$S ($9$?$a$KIp6q$rGK2u$7$J$/$F$O$J$i$J$$!Y$H;m?M$O8@$&!#<9g?M8x¿ 
¿SBSO;m?MSN8@MUSKG<FQ@$OS$7$J$S$, ! 'Me<T$rF]$9J)K!$, Ip6qSNGK2u$SG$"SkS3SHSrCNS$ je 
¿$B!"Ip6q$rBG$A:U$/!W¿ (B 


wW w = w w 


աաա 


$B! Ո 1ՔՏԱՏ)յՏ"Տ(5:53ՏՏՏՄՏԱՏՅՏոՏՇՏ7ՏցՏաՏՒ #A4BNSrFI$_DLS$7$F$_SkS$H! "SbSRSH$D6Z; (B 
£$BS,DLSCSFSSSISS$7!"<g?M8xS$, @-3JE*SKS*S@<eSSSGS9SM! #S3SNJUSOK<!2s$+Si<jSrF~2 (B 
éSBSLSFSSS/SHSSS&S3SHSKS7S*°S7Sg$S&! #2 (B 


ESB! !S=S1SGSO!"$*s?!l#z (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22627 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000096htm1. html 
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--MESSAGE FILE 22628 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000097html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?GyRCPWkIVSU3JUolaiUqovVY 6QhsoQigxMCk 6GyRCRVADKEI=?= 
=?1ISO-2022-JP?B?GyRCPmw/TUogOm4kaiROIzRNVOFHJESKRCOKJEYDKEI=?=:1 

Date: Wed, 22 Apr 1998 00:24:42 +0900 

Organization: Alkaid.inc 

Lines: 53 

Message-ID: <19980422002442moroha@ca.mbn.or. յք» 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 


<19980127001023moroha@ca.mbn.or. jp> <moroha$ef3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 

<19980320004534moroha@ca.mbn.or.jp> <19980411010853moroha@ca.mbn.or.jp> 


NNTP-Posting-Host: 202.217.26.200 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESB! !STSb!"=tMUSGS9!#:#2sSO! XEP>1?MJ* :n$jSN#4MWAGSKSDSSSF!YSGS9! ##4MWAGSNS&SASOS1; (B 
ՀՏ8ՏԸՏ"Տ2Տ՞Տ9Տէլ |" չ (B 


ՀՏ87` E*M_5a!'!XEP>1?Md*S, !"%7%I%j%*SN?JE8SNC£SG! "<jSKF~S1!"C#@.5752SSSH; WSCSFSSSk¢ (B 
ESBSbSN! #!Y3 (B 
¿S$B9M$ (J}!'!XSDS*S4!"EP>1?2?MJI*SN@S3&4QSGS"Sk! #Sh$/SGS$-S?EP>12?MJ*SO>0SK! "L@3NSI@S3&¢ (B 
¿SB4QS$Sr;)$SA!"$=$1$rI=8=$9$k!#!Y (B 
¿$BJQ2=!'!1X$"$J$?$NEP>1?MJ*$O!"S7%J%SjJ%$S*S$NCf$GJQO2=$r7P83S9SkS@SmS&S+!#SbS77P83S9Sk; (B 
¿SBSJSi!"SISsSJJQ2=S@SmS&S+!#!Y¿ (B 
¿SBBVEY! '! XEP>1?MJ* SNBVEYSrCNSk$3SHSKSHSCSF ! "S=SN?M4VA| SKN) BN46$r; }$?$; $k$3SHS, $Gz (B 
ESBS-Sk!#!Y2 (B 


en ԱԱԿ 7 7 7 ՈՑ Մ ԱԿ ԱՈՒԿ ՑՆ JU Teamwear tony Cath 5 
¿SBS?SM!#¿ (B 
¿SB!!S$o$1$Si$,<g?M8xSOSSS*SQSKL>SJS7SN%4%Ss%$YSNSA$*S$SGS9!#S3$S3Si$G2?S+S$S9SF$S-SJL>A0$r¿ (B 
ESBSDSISFS"S2SkS3SHSKS7S“*S7SgS&! #3 (Թ 
ESB! !S5SF!"STS&SASCSFL>ANSrSDS18*S7SgS&St+!) $o$?$7$0;R6! Sr; }SCS?7P83SO0S"S5S%S;S5s5, Հ ( 
7SB!"S"SkOUL#SGS3$1S0; R6!SKL>A0SrSD$1SkSNSKISE (S$9SkBgJQSJT:n6HSGS9! #@SSNCESKSO%-Scz ( 
£$B%i%/%?!<SK<BSKOBOWSJL>A0Sr$D$1$k?M$?SA! INcSOS"S2S°S;Ss!KSbSSS*S9S, !"FI<TSK>PSC3z ( 
ESBSFS [$7$$>19g0I30S0! TS=S7SF!"S$?S$S, SSSO>PSCSFS/S1SJISSSbDSNSGS$9S, !KS"S"SSSCS?SdS$ jz ( 
é$BJ}SOHrS$1$kSYS—S@SH;WSSS*S9! #2 (B 
éSB!!SbSASm$s!"018+%9%FSm%?SSSWSK8+S; ՆԱ ՏՐ ss 5ՏՄՀ)յ8)ՏԵՏ"Տ5յ5՞, ( 
«58595, !"$d$0$4D>5e>! LiSNS լ [S&$,K>S*S7TSSSH;WSSS*S9!l #2 (B(%%; 


¿SB!!L>A0SN7hDjSGO1HVNIS/;HSoS1SkSNSOSdSCS$QSj!V<+J,SG9MS ($k! WS@SH;WSS$*S$9$,!"2M4Vz (B 
2 SBSNA [A| NOSHSS$&SNSO$+$J$ j8BSi$1$ ?S$bSNSTSNSG!"$3$1$1r2 ?K\ SbSdSCSFS$SkS$HS=SNS&SAST¢ (B 
¿SBSSSDSDbS3SSSDSbDbSIS3S+SG8+S?ShS&SJL>A0SPS+SjJSKSJSCS?9jJS7S S9!#¿ (B 


¿SB!!<B: SN!J$"S$Sk$S$S$SOAO:nCfSN!K?MJU*SNL>A0$Sr;HS$S&SH$SS&SN$, SRSHSDSN2rEzSGS9!#S"S*S52 (B 
ՀՏԹՏԵՏԻՏՁՏՄ: HSSI}$rS$9SkSH! "8"Mx4X785NS45 254875, H/@8$9Sk2DG=@-SbS$"S$5S*°S9S, !"$3$NJ}¿ (B 
¢SBK!$0%-%c%i%/%?!<:n@. SHSb$+SiSaSFS$+$JI$ jLrSKN) SDSNSG>R2p$r$7$FS*S$-S*S7SgS&! #SHSS3 (B 
ESBS&SoS1SG!"$%S: 2ML>; VE5$Sr$7$3S$s$GS/SkSHS7S$*S9! #3 (B 


éSB!!SG!"E,EvSK?ML>; VE5SSr3+SSSF;X:9ST7TS*SO!#S"S*SISKSaS8SC!<STL>ANSrOzZS—-EvSFS?Si!"3 (B 
ESBSASID>STS*STSGSE! #2 (B(^^; ESB<SHxShS/S=S$3S=S3SNL5L>?MSr0z$$$?$iT7PNr$rFI$_$*S9O!#S" 
$J$?¢(B 
éESBSN%-%C%1i%/%?!<S,S=SN7TPNrSrS$?SISCS?SHS7S?Si!"STSNShHS&EST?PM4VSKSISKSH; WSSS*S9!)S"3 (B 
2 SBSIS?$N%-%C%1%/%?2!<SNS [SE&S, !V8| !WSIS1SPILSK8@SES3SHSOS"S5S*S; $s!#$b$7$b!VGv!W$+;¿ (B 
S SBSCS$?SiS=SN7PNrSr3-c%i%/%?!<SKAHS_9~$s$G$7S*SS$S*S75g5&! #ShS JLYNOE* SKSISCSFS/$1¢ (B 
ESBSk$O$ :$G$9! #2 (B 
é$B!!S3SNI}K!SNI{<!E*SI%a%jSCSHSHS7SFSO! VL>AOSHS7SFO@5$7S$$ !WL>AOSr$DS1SiS1$kSHS$Sé&¢% (B 
ESBS3SHS,S"SjS*°S9!#SIS3S+SN>. @b2HS_S?SSSK%R&MSSS$SSKCKSNL>AOISrSDS1SkSHSESTS_SCSHSb; (B 
¿SBSJSSS“SMSrS$;S:SKS9S_S“S9!#¿ (B(%%; 
¿$B!!<j47$I$F$-$?$i; ~4V$*$h$S6u4VE*$K6a@l\$7$??M4V$NL>A0$r$^$<$"$0o$; T E 
ESB$I$P!"!V%*%j%8%J%k!W$G!V@5$7$$!WL>A0$r$D$1$i$I1$k$h$&$K$J$J$^$9!#¿ (B 


¿SB!!SGSOL>AO0Sr!ESH;WSSS*S7S?S,SHS)JS"S(S::#2sSOS3S3S*“SGSHSSS&S3SHSG!J61>P!K!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 
// Moroha Otuki ¿$BBg7n=tMU; (B // 
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// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22628 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000097html. html 


--MESSAGE FILE 22629 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000098html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?ISO-2022-JP?B?GyRCPWk 9VSU3JUolaiUqOVY 6QhsoQigxMSk 6GyRCRVAbKEI=?= 
=?1ISO-2022-JP ?B?GyRCPmw/TUogOm4kaiROIzRNVOFHJESKRCOKJEYDKEI=?=:2 

Date: Wed, 06 May 1998 22:32:06 +0900 

Organization: Alkaid.inc 

Lines: 61 

Message-ID: <19980506223206moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 


<19980127001023moroha@ca.mbn.or. jp> <moroha$ef£3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 

<19980320004534moroha@ca.mbn.or.jp> <19980411010853moroha@ca.mbn.or.jp> 


<19980422002442moroha@ca.mbn.or.jp> 
NNTP-Posting-Host: 202.217.26.125 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 


ESB! !SISb!"=tMUSGS9! #O"5YSGSASgGSCSH4VS, S"SSSFS7S*°SSS*°S7S2SM! #¢ (B 


2$B!!SGSO!"A02sSNH/8@SK=>SCSF<g?M8xSNL>A0Sr7hS$aSk$3SHSKS78*S7SgS&! #; QNASO; (B 
¿$B2OJUMxIW!&CfB<5A!!JT; (B 
¿$B?7HG! !@$3&?ML>;VE5z (B 
¿SBA)JdHG;¿ (B 
¿Š$BE1MNJT; (B 
¿$BE15~F2=PHG; (B 
éSBSr;HMQ$7$*$7$?! #2 (B 
é$B!!S5SF!"E,EvSK; qNASr3+S$S$FS$_S$?SHS3$m!"¢ (B 


ESBINS"!<SkSd!&SG!<St%!e¢(B Arya Deva 

¿SB!!!JOu¿ (B 172-270) 

2581 ! 4ALUSGSODSGL!"@;E7!#J) 65E/3X<T! #<gSJCx=q$K!V;MI40@!W!VI40@!W!VI4; 2061 Ոչ (B 
éSBS,S"S5!"!V;MI40@!WSNS_%5%S%39%/%jSCSH8608SNCGUIRS, ;DSCSFSSSk!#FbOMFSO! "SbSCz (B 
éESBSQSiB>@bSN9I67bHSK=*; OSTSFS*S4!"=t=jSrIWNr$7$?:]SbB>@bSN967HSKSDSHSa$?S$?Saz (B 
¿SB!"SDSSSK;&S5S1SFS7S“SCS?!#¿ (B 


¿SBSJSk?MJ*SK9TS-EvVS?SjJS*S7S?!#SITS&SdSiCKSNShS&SGS9S, !"2f£SiS,<g?M8xSO7zA0>e¿ (B 
¿SBCKSJSNSGLdBjJSJS7SGS9!1#SHSOSSS(!"!V%S"!<%k%d!WS@SHSIS&Sb4V1dSSS7S?246S8S,S9¿ (B 
B 
B 


ESBSKSNSGSDSaSF!VS"Sk%Sd!WSHSSS&; VSKSTS*STSgGS&S+!#SOS1SiS, S"SkZdSOSIS&SbH:G=ig ( 
¢ SBSKOMS ($F$ $$ ?$h$ jSbS@SSSVOMW COST?M4VSNShS$&SGS9$, !"$=$1$SOS=$1SGShS7SHS7S ¿ ( 
LSBS7SgS&!#¿ (B 

7 $B! !$3S3SGOFLrSNL>A0$b<gLr$K9g$0$; $F%$%S%I70SGB7$ (SkSYS-S+SHSSS&5?L1dS,H/G8; (B 
ESBS7$*°S9S, !"SHSIS"S (S: S3S@SoSiSJSSSHSSS&S3SHSKS7SFS*S-$“S7SgS&!# (B 


¿S$B1!$5$F1"$S$Sh$S$h!XEP>1?MJ*:n$j$N#4MWAGSK$DSS$SSF!YSKSHSjS+S+SkSHS7S2$S9!#SU;¿ (B 
¿SB$S?$S?SS#4MWAGSNS&SASoS1$r$"$2$“$9$H!"¿ (B 


¿S$B!!7`E*M_5a!'!XEP>1?MJ*$, ! "%$7%J%3j%*SN?JE8SNCf$G!"<j$KF-$1!"C#@.$7S2SSSH;W (B 
¿SBSCSFSSSkSDS$SN!#!Y¿ (B 
¿SB!!9M$ (J}!'!X$D$^$j!"EP>1?MJ*$N@S3&4Q$G$"Sk!#$h$/$G$-$?EP>1?MJ*$O>0$K!"LQ@; (B 


¿SB3NSJ@S3&4QS$r;)$A!"$=$1l$rI=8=$9$k!#!Y (B 
¿$B!!JQ2=!'!X$"$J$?$NEP>1?MJ*$O0!"%7%J%j%*$NCfÍŚGJQ2=$r7P83$9$k$@$m$&$+!#$b$7;: (B 
¿SB!!!!111117P83S9SkSJSi!"SISsSJJQ2=SQSmS&S+!#!Y¿ (B 


¿$B$3Ś$H$, $G$-$k!#!Y¿ (B 


ESBSHSISCSFSSS$*S9! #=gHV$K$&$a$F$$$-$^$7$g$8&!#¿ (B 
2$B!!L>A0!'S"Sk3dz (B 
¿$B!!7`E*M_5a!'M&<T$H$7$FŠN?H$NS"$+$7ŚrN)$F$k$3$H$rK>$s$G$Š$k!J8eH>$N$_!)!K¿ (B 
¿SB!!9M$ (J}!'<+J, $, A*$P$1$?M&<T$J$N$OEVA3$NŠ3$H$@¿ (B 
éSBOLHL?MSOS"SFSKSISiSTSS; (B 
¿SB=w$G$"$C$F$bM&<T$K$O$JŠ1$k!JCfHW0J9_!K¿ (B 
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2$B!!JQ2=!'@8S*S1IUS—-SN8"Mx$H; WSCSFSS$?SbSNSr<h$jLa$7$K$$$/$, !":G=*E*S$KS$=S1; (B 
ESBSrJd|4~$9$kz (B 
¿SB!!BVEY!'6/SS%W%i%S%I¿ (B 


¿SB!!1111!!!01HL?MSXSN7ZJN; (B 
¿$B!!!!!!!!<+@0b$r6J$2$J$$¿ (B 
¿$B11111111967bE*¿ (B 

¿SB1!1!11111S*#S3SjSCS]SS!) (B 


¿SB!1!S%“S:SOS3SsSJ46S8SGS7SgS&S+!#@hSK?JS`S&SASKS*S?<jSrF-S1SkSHS3SmSbšS"SkSG; (1 
¿SBS7SgS&S, !"SHSIS"S (S:SOS3S1SGShS7SHS7S“S9!# (B 


ա 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp Tf 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22629 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000098htm1.html 


--MESSAGE FILE 22630 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000099html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCPWk 9VSU3JUolaiUqoVY 6QhsoQigxMik 6GyRCP00bKEI=?= 

=?1SO0O-2022-JP ?B?GyRCSiokSzF 80VOkLSRyTT8kKCRrJuEskTxsoQg==?= 

Date: Wed, 20 May 1998 23:12:42 +0900 

Organization: Alkaid.inc 

Lines: 145 

Message-ID: <19980520231242moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. յք» <morohaS$ef3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 

<19980320004534moroha@ca.mbn.or.jp> <19980411010853moroha@ca.mbn.or.jp> 

<19980422002442moroha@ca.mbn.or.jp> <19980506223206moroha@ca.mbn.or.jp> 

NNTP-Posting-Host: 202.217.26.186 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


ԵՏՔ !STISb!"=tMUSGS9!#:#2sSOSSSm$$$m$"SCSFSASgSCSHOZMOSPS+SjSISs$G!"Cx:n8">ezZ (B 
éSBSNLGB4$,5/$-Sk5$G[$, $"$C$?>19g$K$O>C5n$7$%*$ ISNSGS=$ 3SNS$H$3$m$h$m$7$/!#z (B 


ESBSGS9! #2 (B 


é$B!!S5SF!"EP>1?MI*SN@-379$r:n$CSFSSS$/SKSOMM! 9SJI}K!S,$"S5S*°S9!#S=SNBeI=E*SJz (B 
é$BI}K!SHS7SF<h$ j>eS2SiS1SFSSSkSbSNSHS7SF!"3 (B 


¿$B#1!%EP>1?MJ*$N7PNr; (B 
ESBE2!%SD4::¢(B 
¿SB#3!s2qOC;¿ (B 


¿$B$, S"S2SiS1SFSS$$*S9! #=gHVSK9TS/SHS7S*S7Sg$&!#¢ (B 


¿$B#1!%EP>1?MJ*$N7PNr¿ (B 

¢$B!X!!7PNrSHSO!"S"SIS?SNEP>1?MJ*SN?M@8S$r! "CB@8S+Si%9%H!<%4!<S,;OS*Sk; ~E@S% 3 (1 
ESBSG$?SISCS?SHSNSGS"Sk! #2 (B 
éSB!!S=SN?MSOSIJSSSHSSSEL>ANS+! "STS3SGE8S*S1S?SNS+!#S3SN%$9SH!<%S4!<S,;OS*SkSHG ( 
ESBS—!"2?:PSISNS+! #1C?FSN?&6HSO2?S$+! #31 ?FSHEP>1 ?MJ* SHSN4X78SOSIS&S+!#7;Do0; Pz ( 
éSBKeSOSS$k$t+!"SRSHS4SC;RS$+!#!H9SS-SISDSN! ISH! H7yS$SSISbSN!1TS02?S+!#;RSISb; ~¢ ( 
ESBBeSOSTSsSIS@SCS?S+!#@-3TSO3HH/S+!"S$S$?$:Si9SS—-S+!"S*S8SaS+!"308~E*S+! "Fh (1 
ESB8~E*S+!D!D! #2 (B 
2 $B! !<qg?M8x$N@8 3hSKF~$49~$_SJS5SS$!#¢ (B 
£$B!!S3S1SiSN4X78S0!"%$7%I%4%*SNSIS+SNH> ! JH’ =w! KSNOTFOSKIF6ASrM?5S (!"H* ! JH Հաչ (B 
¢ $B! KSrIA<L$9$k%U%i%C%7%e%P%C%/Sd2qgOC$G; H$ (Sk! H=PMh; v! ISr$b$?SiS9S3SHSbS"Skz (B 
ESB! #!Y¢ (B 


ա 


ապա 
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ESB! !SHSSS&SOS1SG!"S*S: !"EP>1?MJ*SN?&6H! "8D?ME*SJ@83h!"; dE*SIJ@83hHSKSDSSSF!"¢ (B 
ESBH1!A#H2SZ!<S8SGS*SHSaSk$3SHSKSISjS*S9!#z (B 


¿SB#2!%SD4::¿ (B 
éSB!!D4::SO!"8=COD4: : $H; QNASKShSkD4: : SN#2SDSKSoOS1SiS1S“°S9! #¢ (B 


é$B!X!!8=COD4: :SGSO!"S"SIS?SO0U8+Sd;WA[!"46>p!"7P83!"SPSC%/S0SiS&SSSISHSISk: (B 


ESBSOSNSKSDSSSF!"?M! 9SKSS%Ss%?%S%e!<SOSk!#!Ye (B 

¿SB!!S?SHS(SP%S, $%=%jJ%s%s9%?%s%ISrIqBfSKS7S?OCSr=qS$S-S?SSSNSJS1i!"%, S=%SjJ%Ss%9%?%s¿ (B 
ESBSISKSMS ?C5$7SK9ITS/S3SHSKSIS4S°S9! #0 LHV4IC1SG3N<BSISNSO%, S=%j%$s%9%?%Ss%ISG; (B 
ESBSPSSSHSTSFS_SkS3SHSGS7SgSES+! #2 (8(՞՞) 

¢$B!!<+J, SGBN83SGS$-SISSS3SHSGS"S1SP!"!V@1Lg2H! WSK%S$%$S%2?%S%e! <S9SkKS3SHSKSIS 43 (B 
ESBS*S9!#!V@1lLg2H! WS, CN?7MSGSISS>19gGSKSO: G=iSK%$%S%?%S%e!<SrO?2; STSFSSSSS+?Rz ( 
¢ SBSM$Sm$HS$+<ALd9* L\$r$"$i$+$8$a$^ pice ՐՐ =q$SSFS"SCS?SjJS7S ¿ ( 


7SBS98, !"S= SNSXSsSO3F 27MSNNI<1SGH=CGS7S$FS$/S@S5SS$! #3 (B 


ESB!!<!S,;qNASKShSkD4: :$GS9! #2 (B 


é$B!X!!;qNASKShS$kD4: :$0!"?*=q4 [SdGnJ*4 [!"8&5£5!4X$+Si>pJsSrF@S$k$3SHSGS"Sk! #2 (B 
¿SB2?SKSDSSSFSGS"S1!1"%F1<%%S, Th$*$C$?$i!"2*%=q4 [SKITSCSF!"S=SN%F!<S*SKSDSSSF3 (B 
¿ $B=q$$$F$"$KK\$r8+$D$1$I$5$$!#!Yz (B 


¿SBI 1; qNASOSJ555h5J$OS"SCS?S[ [S&$,$:SCSHSSSSSH;WS$S$*S9S,!";qNASr@Qs_ oo 
BS5S$r8X$k$hS$&SJISUSkS*SSSOHrS1SkSYS—SQ@SH; WSCSFSSS*S9!#%Sf!<%6!<SO;qNAS, s 
¿SBSSSNSGSOSJS/ "595 %*$H!<%j!<Sr8+S?SSSNS@SHSSS&S3SHSrS*K:S1SJS/!#S“S"22?;vSbS[ 

¿SBSIS[ SISKSHSS$&$3SHSGS9SM! #2 (B 


ws 


¿$ŠB#3!%2qOC¿ (B 
¿S$B!X!!<!$O2qOC$SGS"$k!#$SIS3SNSo!<%/%7%g%C%$WSd%;%_%J!<$G$b!"!V$IS&$7S?2$Si!"2qe (B 
¿SBOCS, SbSCSHS&S*S/=qS1SkShS&SKSŠSJSkSGS7SgS&S+!WSH2?EYSbDb?RSMSiS1S$Sk!#S= pieces 
So ee n, 2 ( 
ESBSGSISS!WSH!"H* S$iSO8@S&! #S=S1SOR5S7SSI>2AS+SbS7S1SIS$! #2 (B 
2$B! !2qOCSNAO:n$K$O!"7P83$, SbSNSrS$$$&!#?tB?$/=q$SSFSS$/S&SASK! "Տ0ՏՏՏՈՏՏՏԻԱՅ2: (B 
éESBSK=q$1$kShS&SKSISk! #; dSO<u9V@8SK ! "=qS—; OSaS?SHS—SKSOS*S=SiS/!"#4#0 !A#6#02 (B 
£$B%Z!<%8S [SISNSRSIS$2qgOC$r=q$/S3SHSKSISkS@S$m$&SHOCS9!#S7S$+$7!"S=Ss$SIS3SHSO; (B 
(B 
(B 


ae 


¿SB5$SSKS7SJS/SFShSS!#S"SHSG!"SSS/SiSGSb=qS$-D>S$;SKSNSQ@S+Si!"SRSISS2qOCSGSbSH¿ 
¿SBSKS+S/=qS/ShS&SKS7SJS5SS!#Bh#19FSHSOSQ@SSS?SSSKS*SSSF!"S=SNDxEYSNSbSNSGS"¿ 
éSBSk! #2 (B 

Writing Is Rewriting. 

ESB! VCx:nSHSO!"?dZISGS"Sk!WSHSSSEZ3T8@SQSCSFS"Sk!#!Y2 (B 


¿S$SB1!!S3SN3J8@0S$O;v<B>eS3S$SN!V%7%I!&%U%S#!<%k%$ISN%$7%J%j%$*9V:B!WSNSF!<%<SHSS$S&SY; (B 
al aden ede ՐՆ 8@SS=P$752S3SHS+SOJ,S+S)JS%9;SsS,1"S"SAS3SASN:n2HF¿ (1 
¿SBLgSKS$SNSC$FSSS*S9!#¿ (5(՞՞չ 


ow 


é$B!X!!S[SHSSSISN?2MS, !"2qOCSHSOSJSSSG!"SIS&SSS&OUL#S, S"$k$+SHSSS&S3SHSIM} 2r¢ 
ESBSTSFSSSISS$?Sa!"2qOCSN<9I.SK<j4VSISk! #2qOCSr=E; k$7$9$ .SkSNSGS"Sk!#S$&S*SS$¢ 
¿S$B2qOC$, $7%I%43%* SNL? SHOMS ($F$$$k?M$O!"%7%J%j%*$r=q$-;O$a$F!"2qOC$,<+J, $, ; Wz 
2 SBSCSFSSS$?ShS&SKSSS+SISSSH! "ITOFSKSISCSFS/S$k!#$d$, $F!"H`$i$O<+J, $, :nIJ$=SNz 
éESBSbDSNSr8!1\$7!"I>2AS7! "HcH=E* SKSJUSCSFS/SkKSNSK5SSES/!#S=SN>uBVSrB3S1SFSSS$/¢ 
¿SBSH!"S*S=SiS/=q$S1SJS/SJSCSFSSS/S@SmS&!#S9SYSF!"<+J,SN2qOCS, K~B-S$K=q$1$J$$3 
¿SB$S3SHSK$3S@SoSkS;SSS@!#GO</S2SFSSSk!#!Y¿ (B 


(B 
(B 
(B 
(B 
(B 
(B 


w 


ESB! !2qOC$N= q$-J} $K=OC#S9SkSKSO! "AOSKSb=PSFSSSkShS&SKSRS$ ?S9$Si=q$/S3SH!#S$=S7¢ ( 
BSF?MS, SIS&OCS7TSFSSSkS$+S$rCm0US7SFI9S$/S3SHS@S=SESG6S9! #3 (I 
SSB! !S= ՏԵՏՏՏ ($P!"K?%2!<%` $NS$%s%9%HŠG=w@-$N$;$JŠU$N:G8e$KI,$:!V$o!W$r$D$1$F;¿ (B 
ESBSSSKSHSSS&SNS, $"$J$^$7$?!#<B:]$K=w@-$,$3$s$JOC$7J}$r$9$k$+$I$&$+$0!"$7$P; (B 

a EN A s L P n A OS, ¿SBSRSgSC$SHS7S?Si!"JOQOSoSj¿ (B 
é $B<TSN=w@-SHS$S$S$&@_DjS@SC$?SN$+SbH$7$1$%S;$s$, !D¿ (B(%%; (^^; 

ESB! !2qOC$, $&$*$/SSSCSFSSSKS+%SA%'SC%S/SISKS?SaSN4IC1SJI}K!SHS7SF!"O1EYFIS_>ez (B 

é SBS2SFS_SkS$3$HSr$*4+$a$7$*°S9!#@<SK=P$7SFSPS+SP$+S$7$/6A$/ShS&STISiSP!"S=$N2qz (B 
¿SBOCSOS-SCSHSPS+SPS+S7SSSGS-SJSNSGS7SgS&!#S*S"FIS_>eS2SKS/SSSbSNSbS"SkSHSO¿ (B 
¿SB;WS&SsSGS9S,¿ (B (՞՞չչ 


թ 


é$B!X!!2qOC$O2?$r$7!"S=SN5!G=SOSTISsS@SmS&$t!#z (B 
G ԱՆԱ ere O O O ay ee use nN ede 
éESBSd>pJsSrEAm}$9Sk! #2 (B 

¢$B! !Bh; 0O$K2qOCSO@-30$rI=8=$ 98k! #<g?M8x$O<+J, <+ ?HSKSDSSSFOCS9!#S5"SkSSSO!"B>z (B 
*SBSNEP>1 ?MJ*$, <g?M8x$SK$DSSSFOCS9!#%SX%Ss%j!<!&%8%'!<%`%:$O!"<+J, $G>HL@S$NM)OG; (B 
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ESBSHL>SES1S?M}O@Sr; } SCSFSS$S?!#S=SNM}O@SGSO!"<g?M8xSOB>S$NEP>1?MJd*$,<~S4Sr<hz 
¢$BS 54, $/NXSNCF£1{SKSSSF!"EP>1?MJ*S,<g?M8xSH2qOCS$r$+S$o0$9$?SSSK! "SASGSESTOES/¢ 
ESBSISCS?It2Z0SKLES+S 4SrEtS9ISHSESK! "<g?M8xSNS5S*S6S*SILLS, !H>HSiS7=PS5S1Sk!1¢ 
ESBSNSGS"Sk! #2qgOCSO! "8Q@MUSN8wSrEvSFSkS3SHSKSHSCSF! "@-37SNOLItS$rL@$is$+SKkKs$9Sk¢ 
ESBSNSGS"Sk! #¢ (B 

£$B! !Q@bL@SOS?SSSFSS!"2qOCSrSH$*S7SFOTSOS1Sk! #EP>1?MI*SO! "S9SH!<%5!<SN6ZSr@_z ( 
¿SBDJS9SkS?$SaSK!"22?$,5/S3SCS?$+SrOCS9!#$"S*“Sj@bL@S7S9S.Sk$H!"DDIeSJSDSNSKŠSJ; (1 
éSBSk!#<B:]SKSO! "@bL@SOS=$15 [SII,MWSGSOSJISS! #%9%H! <$4!<SN>U6TA@DLESr$9SkS@S12 (B 
ESBSG=<J, SGS"Sk!#!Y¢ (B 


= 


ա 


¢$B!X!!Bh;MSK! "2qOCSOEP>1?MJ*SN4X78S$r@_DjS$9$k!#<g?M8xSN9MS (Տ-ն Զ5752511"Տ" (B 
ESBSIS?$O2qg0CS$r; HSCSF%9SH!<34!<Sr?JE8$5$; !"BPN) S9Sk9MS (U) $r$DS/$3j!"%$ISi% “$r (B 
ESBE9$S j>eS2SFS£ES/S$3SHS,SGS-Sk!#¢ (B 
ESB! !2qOCSO$*$?!"9TFOSTr@bLESOSkK!#!Yz (B 


é$B!X! !2qOC$O$*$?!">1LLS$Sr$DSJISOSbSN$GSb$"Sk! #$"SI$ ?SOEP>1?MJ* SNSRSHS j$,2?$+¢ (B 
éSBSrOC$7SFSS$k>1LLS$r!"JLSNEP>1?Md*$, 2qOC$rB3$1$k?7$7$$>1LLSK@Z$ jBXS ($k$3$Hz (B 
¿$B$, $G$-$k!#!Yz (B 


ESB!X!!2qOCSO!"S"SIS?SNBFK\$r6 [L) SK7KSSIUS1! "Hs>oSK8z2LE*SJ1G2hSNF; 6qQSHSISkz (B 
ESBSNSGS"Sk!#S@S$, !"2qOCSOS*S?!"EP>1?MJ*SrH/E8S5S; SkSNSK; HS&S3SHSNSGS-SkB?S/3¢ (B 
¿SBSNF; 6qSNS&SASNSRSHSDSKS$9S.SISS! #2 (B 
é$B!!3XSs83jS/!&SSS5WS; SSSOS3SE=QSSSFSSSk!#EP>1L?IMI*Sr:n$k$?SaSKSO!"!VH* SiSrCN¢ 
ESBSkS3SHSr3X$SPSISIS1SPSISiSIS$!#S=S$7SF!"EP>1?MJ*SHCNS j 9gSSSKSISKSHSSS$&S3SN¢ 
¿SB%W%šm%; %9SOCY ! 9SHSTSF?2TS*S:!"9| SN@*S1SKSDSNSGS"Sk!#; d$05,B'SKS7$2$, $C$F!"; 
ESBE3SDSNSISiS*Sri:n$kS, !"$3S1SiS08_SSSK! "AF6ZSGSOSJIS/!"FCK<AS,$+SJI$ 40 [SISkS$b¢ 
éSBSNSGS"Sk!#;dSO!"S$*S:!"Bj:° $K<h$j5$+$+SkA0SK! "EP>1?MJ*$H5%<VN99TSNESCESGCNg 
ESBS5IGSSSKSISISTSISISPSISISTSSSHSE&SK46S8Sk! #$%S:CNSFIGSSSKSISZI"S"SIS3S15*3 
¿$B$7$c$Y$j$r$9$k!#$=$1$r; f$K=q$/SHS—-SKSO!"; dSOS9SGSK!"S"SiSfS$kS3SHSr$OSCS$-¢ 
ESBS5S5S; SFS*S5!"S*SkSG!I"%S [SFSkKSK#1S$u7N4VO1=0SK@83hS7SFSS$$ 2ShS&SK! "EP>1?MI*¢ 
ESBSNS3SHSrCNSCSFSSSKSNS@!#; dSO!"H* SiSN@-3ISN<gMWSJE@SbDSASGSCSHS7$ ?TTSbDS7$Cz 
¿$B$+$JGD0.$7$F$$$k!#!W!Y¿ (B 


աաաաաաատաա 


ESB! !SHSSSE&SOSISGDISSDISSOZMOS*S7S*°SSl#e (5(՞՞չ 
$B! !<!2sSOS3SNFDMFSK4pSESSSFNcJ8$r$$$/SD$+=qSSSFS_SkS3SHSKS7SFS*S$-S$*S9! #3 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22630 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000099htm1. html 


--MESSAGE FILE 22631 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000100htm1l.htm1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?I1SO-2022-JP ?B?GyRCPWk 9VSU3JUolaiUqoVYy 6QhsoQigxMyk 6GyRCP00bKEI=?= 

=?1SO-2022-JP?B?GyRCSiokSzF80VOkKLSRyTT8kKCRrJuEskTxsoQg==?= (2) 

Date: Sun, 14 Jun 1998 21:47:20 +0900 

Organization: Alkaid.inc 

Lines: 56 

Message-ID: <19980614214720moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. յք» <moroha$ef3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 

<19980320004534moroha@ca.mbn.or.jp> <19980411010853moroha@ca.mbn.or.jp> 

<19980422002442moroha@ca.mbn.or.jp> <19980506223206moroha@ca.mbn.or.jp> 

<19980520231242moroha@ca.mbn.or.jp> 

NNTP-Posting-Host: 202.217.26.148 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


2$B!!SISb!"=tMUSGS9! #A02sM=9pSI$*$4:#2s$0SP3C%/%9SH!<%45!<SNin@. $r$7$°S9! #2 (B 


ZSBL>AO!'3"Sk%dz (B 
ESB=P@8!'SOSkS7ScSN; Tz (B 
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¿SBG/Np! '#1#5:P¿ (B 
¿SB?&6H!'M&<T8+=, $$; (B 
¿SBIC?F$N?&6H!'M&<T!#<B@O7P83L5$7! #2 (B 
¿$BJ1?F!'%"%k%d=P@8;~$K;`K4!#; (B 
2$B7;Do;PKe! 'SJ$S$!#525@$77; DoOFLA3SNMDSJS$8$_$,S$S$Sk! #2 (B 
éSBIc?FSHEP>1?MJ*$N4X78! 'JB! #%"%k%d$, CKSGSISSS3SHSXSN<:K>Sr;~@*8+5; Sk! #2 (B 
éSBMDSJS8S_SHEP>1?MJ*SN4X78!'S"SkSdMZ0L!J>P!K! #3 (B 
ESB9SS-SISbDSN!'<+J,SN2H70! #<+Jd, !J>P!K!#M%SS1S?SbSNA4HL! #2 (B 
ESB y$SSISbSN! ' ՇԵՄ" | #Nt$CS$?SbSNA4HL! #¢ (B 
2SB;R6!;~Be!'S*S@;R6! !#2 (B(%%; gSBIC?FS,HkKL) $,O3S1SkSNSr62S1SFSSSkS$?Sa!"Hf3SE*3VN%SS5S 
1SFOiSC¢ (B 
ESBSFS-SFSSSk! #2 (B 
¿$BR-3J!'$-$^$8$a!) $S$/SiStP~K} !#$$$/SiS+967bE*! #2 (B 


2$B! !AOSK=q$$$?@-3J%7! <SHSHS+S$V$ 4$*$ 95M! #$+SVSCSFSSSk$/$; SKSAScCSSSHS&S$*SiSTSSSNSO!"S 
“E(B 
¿SBS@S-SASSSH9MS (SFS$SJSS>Z5rSGS9!#¿ (8(՞ 

Soe ea neki rape A S u omen cua Da SOS*S*S* SM@5H?BPSNQ@-30SKSJISCS 
Fe (B 
ESBSS$/SH;WSS$*S9! #2 (B 


¿SB#2!%SD4::¿ (B 
éSB!!D4::SO!"8=COD4: : $H; QNASKShSkD4: : SN#2SDSKSoOS1SiS1S“°S9! #2 (B 


ESB! !3US!%3S%?%38!<S@S7!"D4: :SOL5S7SHSSS&S3SHSG! #2 (8(՞՞չչ 
é$B!!SbSCSHSb!"#X#X1w%US ! 383?2%8 ! <SHSSSE&SHSNSr=q$/SNSGS"S1SP!"#X#XS, STSESSSESDSNS$+SOS 
_SBSASSSHG'<1$79F$*S/I, MNS, $"SKSH;NSS$"$9! #5391 SrBUSKSHLSSqGRIUS 14587 2?%38!<SH8FSPS1SKN 
eae ME eer Ce eee ere ere re eet Տ 
` Sehon a apaspa q 


¿SB#31%2qOC¿ (B 


¿SB!!SASgSCSHSPS+S72qOC%5%s%sW%skSGSb:nSCSFS_SkSHS7S“S7SgS&!# (B 


¿S$B1!!1V$8$c$"!"SRS$H$DM&<TMM$NJ*81$G$b=i$a$F$b$i$($k$+$J!W (B 
¿SB!!1VSJSsS@SS!"S=S$S1SO!#S=S&SSS&SNSO;m?MSN;E;vS$@Sm!#<+J, SNJ*81SrSYSiSYSiS7TScSYSkMé&< 
Te (B 
¿SBSJSsSFJ9SSS?S3SHSbSJSSSMI!W (B 
¿SB!!1VSSSdSSSd!#SSS/SiE7:MSNS3SNSoS?$7SGS$Sb!"S<$sS$S<S$Ss2?SN<j3]$+$Sj$SbL5$7$SKJ*81$rKB$.= 
P¿ (B 
¿SBS9S$SJS$SsS$SF$GS-$d$7S$SJS$SS!#SdSOSjJLJL)$SJJ9S-9-$_S$H$S$SS&SdSDS,=EMWSJSsSQ@$Sh!W (B 
¿SB!!!V$=$1$0C1$K7/$, !X<+>N!YE7:MS@SCSFS@S1SNS3SHS@Sm! #$\S/SNS3SHSJSiC/S@SCSFCNSCSFS 
ke (B 

ESBS5!#S\$/SKI9S/1I,MWSISSSFSISSS/SiSSSKSM! Wz (B 

ESB! !!V2?Sr8@S&SdSi! #STSi!"SOS?S7TSOS*SNSISNAO:nSN:MSKS“°S+S; SF!"9%3S-STShHS&SK!X7/SN! YT 
*: (B 

¿SB81SrDVSkSHS7ShS$&!#5SSSS+SM!) )!W¿ (B 

¿SB!!!V!ESdSaSFS*S3S&!#SoS+SCS?!"2?S$S,D0S$S-S2?SS!) !W¿ (B 


¿SB!!SJSsS@S+C;SSSGS9S, !"S"S“Sj1dSS1dSSSKSJSCSFSb22SJSNSG!":#2sSOS3S3S“SG!# (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


—-MESSAGE FILE 22631 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000100html1. html 


--MESSAGE FILE 22632 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/dis 

cussion/00000101html.htm1l 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 

Newsgroups: playstation.ny.resource.planning.discussion 

Subject: =?1ISO-2022-JP?B?GyRCPWkIVSU3JUolaiUqoVY 6QhsoQigxNCk 6GyRCUXQDKEI=?= 
=?ISO-2022-JP?B?GyRCJSM1OCV1JSIlayEmJUAlJCVKJV81LyU5GyhC?= 
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Date: Tue, 30 Jun 1998 00:56:40 +0900 

Organization: Alkaid.inc 

Lines: 107 

Message-ID: <19980630005640moroha@ca.mbn.or.jp> 

References: <19980114000256moroha@ca.mbn.or.jp> <19980119001259moroha@ca.mbn.or. յք» 
<19980127001023moroha@ca.mbn.or. յք» <morohaS$ef3019980203203553@202.238.103.3 

5> <19980216010611moroha@ca.mbn.or.jp> <19980223011105moroha@ca.mbn.or.jp> 
<19980313010622moroha@ca.mbn.or.jp> 

<19980320004534moroha@ca.mbn.or.jp> <19980411010853moroha@ca.mbn.or.jp> 

<19980422002442moroha@ca.mbn.or.jp> <19980506223206moroha@ca.mbn.or.jp> 

<19980520231242moroha@ca.mbn.or.jp> <19980614214720moroha@ca.mbn.or.jp> 

NNTP-Posting-Host: 202.217.26.172 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


éSB!!STSb!"=tMUSGS9!#%; SVSs$,CO5eSK$S$S$iS1$k; ~4VSbS"SHS0S:S$+!ESHSSS-SIS4S*G/3¢ (B 
ESBSHSISMS?!#SSSdaSOSdSO$d! #2 (B 

ESB! !ST7S+S7!":#SN;R6!S?SASCSF#2#0G/8eSK3; (B 
2S$B!!!VS"SN; ~SN%] S1%b%sSO!E!Wz (B 
¿SBSHS+81$9jS"S&SsSGS7SgS&S+SMS (!#S$S=S&SGS-SJSSSHS7S?SiS=S1SOS=S$S1SGIT9,SJShSŠS&¿ (B 
¿SBSJ!E!FE¿ (B 


¿SB!!:#2sSO!"!V%St%S#%S8%es"%k!&%@%S%SJ%_%$/%S9!!?MJ*SN308+$Sd2; 6(ASHSNAJ>h8z2L!WSGz (B 
¿SBS9!#:#2sSb0O0zMQD9SaSGS9!#¿ (8(՞՞չ 


ESB! 'S5SSFI"S7SI!&SUS#I<SkKS ee Oe ee FS1SSSHSS$¢ (B 
ESBS &%asGsHtS"SKISOUER* SGSOS TSS ShS$&SGS9! #2 (B 


£$B!X!!1G2h$0; k3PE*%asGs#s"!] 1] FOS/1GA|!] !]$G$"$41"87%I%4j%*SO1GA| $G81$i$1$kz (B 
¿SB%9%SH!<%j!<$G$"Sk!#Sh$/$GS-$?%7%J%3j Greg ԱԱ Աի 9%$H!<%j!<$r=q$/!#$@S+Si¿ (B 
¿$B!"; d$?$A80; f$N>e$N%$9%H!<% j1<Sr'H8+Sk!IS3SHS, $G$- SKSNSGS"SKI#!Y: (B 


¿$B!!01J}!"S$F%1%S$K4X$7$F$O!"¢ ( 
¿$B!X!!H` $i$O!"<+J, $, $I$&46$8$F$$$k$+$r!"1GA|$G$O$J$/!"8QMU$GIA<L$9$k!#%F%1l; (B 


ESBSSSr8+SF!"EP>L?MI*S, S$9%H!<%j!<Sr!HOCS7SF!ISSSkS+!"!IH8+S;SF!ISSSkS+Sr3NS+¿ (B 
ՀՏ8ՏՅՏՄՏ5ՏՏ | 817. (B 


E SBSH! "=RSYSFSSS*S9O!lL#S"SkKSSSO!"3 (B 


ES$B!X!!Sm3P!<SH! &S?S&SSSOSSSSS?7SSSE! <SNSTS+SG!"SFSE1LSESSOSES*$/=qS/$3SHSr655$ (չ (B 
ՀՏԹՏԲՏ /51 LSTSS!"S=S1S0<+d,$,2?$r8+SFSSSkS+SKSDSSSF= g$+$JS1S1$P$JSiSISSS2$aSGr B 
éSB!"S&S*S/=q$/SKSO!"!HLdBJ!ISKSDSSSF=qS+SJIS1S1SPSISiSTSSSH=RSYS?!#SFS1%3SSKz (B 
ESBSO! ">1LLLSNS53VSFS-%9SHSri:n$k5!2q$, STISSSNSGS"Sk! #353VSF%—-%9SHSO>LLLSKSO8=; (B 
ՀՏԲՏԼՏՄՏՏԼԵՄ, $G!"22?S,5/S3SCSFSSSkS+SHSSS&S3SHSGS"Sk!#SDS*°Sj5!"9MS (Sd46>p!"H=¿ (B 
B 
B 
B 


éSBCGSNShS&SK81SiS1SkSbDSNSHSSS&ShS4j!"$*$7$m8B1SiS1SISSSHSNSGS"Sk!#;dS?SASOC/¢ (1 
ESBSGSb! "81SCSFSSSkS3SHSH46S8SFSSSkS3SHS, L54X78Ş$G$"$k$h$&$J2qOC$K; o 
ESBSHS, S"SkS@SmS&!#50!<SFS#!<SG4X?4Sr; } SCS? ?7MSHOCS7; OSaSkSHS—!"<B:] !"S"SIS2?¢ 
¿SBS$O2?2SKSDSSSFOCS7SFSSSKSNS@SmS&!#!Y¿ (B 


— — — — — — — — 


¿SB8+S;SkS@S1SNSbSNS, L5SSS+Si81SkSNSQ@SHSSS&S3SHSKSJSJjS*S9S+!#S3S1SH!H81SkSJ;¿ ( 
¿$B!"8+$;$h!I$,4X78$7$F$/$k$0o$1$G$9$M!#$H$$$&$0o$1$G!"; (B 


w 


¿S$B!X!!$"$JS$S?2$O1GA | $G$ 9%H!<%j!<Sr81SCSFSSSkSNSGS"Sk!#S@S+Sil!"S"SJS?SNEP>12?M;¿ (B 
ISBJ*Sr; k3PE*SKI=8= S9$kS2?SASKSSSASPSSShSSJ]K!Sr8+SDS1SJS5S5!#1Y; (B 


¿$B$KLa$C$F$/$k$0o$1$G$9!#$G$02?$r$9$k$Y$-$+$H$$$ ($P!"; (B 
¿SB!X!!$"$J$?$NEP>1?MJ*$K$DŠ$Š$FŠN>pJs$r<($7$J$5$$!#!Y¿ (B 


¿$B!X!!@-3J$rL@$i$+$K$9$k$?$a$K8Z2LE*$J;k3PE*NO3X$H$02?$+!#¿ (B 
¿SB!!Bh01$OFyBNE*TA<L!#$"$J$?$O4J71i$SKEP>1?MJ*!J$, $C$7$J$7$?BN3J!"%A%'!<%s%9; 
ESBSb!<%S+!<!"#4#0BeA0H> ! KSGEP>1?MJ*SN2H! JBg$—-$/S$F9k2Z!K!"<V! JOU>"Sr6ESi$7$?¢ 
£$B:G?77?!K!"S"SkSSSOI~Au! J% (%1%, $8SH! KSrIA<LSGS-SkSOS: ! #6QBNE*SGSJS/SFShSS3 
£$B!"Bg$*$+SKIA<LS7SJ$5$5! #EP>1?MJ*SKSDSSSF!"#4SD00>eSNJ8>O0Sr=q$/1,MWSOSJSS?; 
¢S$B!"S?SHS ($P! "!HH` $0%/%m%* $H%, 31 39SGSGS-$?S"SQ! <SHSK=; $_! "JISK8=Be2h$r>~S$Cz 
¿SBSFSSSk!ISHSSS&ShS&SKIA<LS9Sk!#S"SkSSSO!"H` =wS0! H<qSNS"$k>~ S3SDS1SrS7S?ED; 
¢$SB<KIwSN4JAGSJI%"%Q!<%HSK=; SsSGSSSk! ISHSSS&IA<LSbSGS$-Sk! #$3S&SSS&IA<LSO! "EP¢ 
¢SB>1?MJ*SKSDSSSF; K3PE*SKCNSiSJS1S1SPSJSiSJSSS9SYSFSN>pJsSr; d3$S?$ASKEAS(Sk!#¿ 
¿$B!!$b$7!"EP>1?MJ*$, !"277?1"$"$k$$$O$S*$s$N$m$N<V$r1?E>$7$F$$SS$k>19g$KS$SO!"G/¿ 
éESB<OSd@=BS!"72!"?2'Sr8BDISTSISSSHSESKSTSISSSS!#S°S?!"N.9TSrDISCS?I~ AuSrs7$8Fe (1 
TSBSSSkSJSi!"22SrCeSFSSSkS+8BDJS75J5551 [$&$, Sh$S!#S=S1SO!"0aAu%sG%6%$%J!<Sd%s; ¢ 


ԱԱ ԳՈՐԱՆ 
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or more dutch players in it. And how "dutch" Ronaldo is. 

I'm dutch, but I think that my fellow dutch are totaly getting bananas 
over here. They all think that we are going to win. 

I'm dutch, but I don't think we even get to the quater-finales. 

And I also think that France makes a foul out off them selves. I never 
was to positive about France. But now it's even worse. The problems with 
the knifes, with the planes and with the tickets. 


I think they should all calm down a bit, and I do think that the British 
have a better change of winning. 


DEnnis.. 
—-MESSAGE FILE 2401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01104 


—-MESSAGE FILE 2402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001105 

Path: chuka.playstation.co.uk!news 

From: Byron@snsys.com (Byron Atkinson-Jones) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bristol City 2 

Date: Mon, 08 Jun 1998 07:26:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <357b91e4.874317@news.playstation.co.uk> 
References: <357850FC.3E9C@virgin.net> 
NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I don't live in Bristol but I do work there! 


On Fri, 05 Jun 1998 21:11:40 +0100, Andy <andy.thorn@virgin.net> 
wrote: 


>No reply in Profiles so I'll try here... 
> 
>Any Yaroze users live in or near Bristol? If so, maybe we could meet up 
>to swap ideas etc. 

> 

>Andy 


Byron Atkinson-Jones 
Senior Analyst Programmer 
SN Systems 


—-MESSAGE FILE 2402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01105 


-—-MESSAGE FILE 2403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001106 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: quiet 

Date: Mon, 08 Jun 1998 15:47:27 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <357c0741.45754130@news.scea.sony.com> 

References: <35743625.5ADD@livemedia.co.uk> 

NNTP-Posting-Host: client-—151-198-130-43.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Very quiet round here the last couple of days. Everyone busy coding I 
>guess ! 


I don't know what happened, but I am sure glad it got worked out. 
To see no new messages from you guys for over a week was sure odd. 
Now, off to those someodd 60 new messages... 
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ESBSCSH! &$GS3%1!<%?!<SKGSS; SFS*S-STS5SS!#!Y3 (B 


¿SB!!SHS3SmSG!"S3S3SGSO!V1G2h !WSHS$SSS&%SsaSG%s#%S"SN4X78>eS3S&SSS&=qS-J)S, y 
¿SBSSS“S9!#SGSb!"2?S+SK;wSFSSSkSH;WSSS*S;Ss!)SSSoSfSk%Si%sS%SsH%U%S!%ss%?%8!<%$,SA; (B 
ESBSGSE&STS3SSST46S8SKSISCSFSSS% ԱԱ e e rah ree a !" (B 
¿SB%$S%i1%S9%HSKShSCSFShS&SdS/22, S"SkSNS+J, STfSkSHSSS&!E¿ (B 
¿SB!1%S1i%SSSH%US!%Ss%?%8!<SOSRSgSCSHS7S?Si!V1G2hE*7]=Q!WSŠJSNS+SbS7S1S2S;SSSMS (¿ (B 
¿SB!#!JOcS$S&S$SH;WS&Sl1SI!K¿ (B 


¿SB!!S"Sk$SSSOS“S?!" (B 


¿SB!X!!!H<+J,S, 8+SFSSSkSbSNSr7hS7SF8@S&SJ!ISHSSS&!"4JC1S@S,8z2LE*SJ<jCJSKSh¿ (B 
ESBSCSF!";dS?SASOSF!<%*SN5, LOSr9-S2Sk$3SHS,SGS—-Sk!#!Y¢ (B 


é$B!!81SkSJI!"8+$S; Sh! #SO>oSKDLMQS 9SkKE4B' SHOMS ($FLABJL5$$$H; W$$$^$9!#¿ (B 
SB! 1S2SHS ( (SPS$iSSSHSUS!3S%2%8!<SOSSSiS9SHS1!<%3?!<SKB?S/Sr1liSCSFSSS%*S9S, 1"ՏԼ (1 
s SBS3SNGOSN9 | SHSDCNS1S$I$$ 2M4VSK?M5$3$31%9%HS1!<3?!<$, SD$/8+9~S_S0! "SOSTSOSGe ( 
¿SBDcSSSoS1SGS9S$S+Si!"J8>OS@S1SGSbSJSSsSHS+SdS$SCSFSSS1SkS@S1SNNOSrSDS1SFS*S/S3; (I 
( 
(] 


¿ SBSHSO@8B8SN2DG=@-Sr9bSa$FS/S1$*S9!#!XSSSSSSSisIsHsl! <3?! <SKS"$2S5S5$ ($9Sle 
¿SBSP!YSJSISHSSS&SNSGSOJuS/S8SKEvS?SkSNSrBTSDSNSHS?SSS7SFS+SoSjS*S;Ss!#S=S7¿ 
¿SBSFSbSASmSsS?$$SS,SSSOSTS?SiSJSSSoS1SGS9!#¿ (B(--; 


wW w w w w 


2ESB!X!!$"$IS?$N%9%H!<%4!<SKSOSI$s$J;k3PE*NO3X$, Lr$KN) $DS@$m$&$+!#1GA| SN4QEGz ( 
£SBS+Si!"EP>1?MI*SNOTFOSrSISNShS&SK; k3PE* SK9-S2SiS1$kS$+Sr9MS$ (STS5SS!#¢ (B 

2$B!!@-30SO9TFOSGS"Sk! #2 (B 
£$B!!22S,;HS(SF!"22?S,;HS ($JU$SS$S+$r!"%$9%SH!<%j!<$K81$i$;$JS$S5$S$S!#!Y (B 


= 


¿SB!!SHSSS&SoS1SGS3S1S,ST7SaSN%;%j%USGS9!#¿ (B 


¿SB!!!X@—-3JSO9TF0SGS"Sk!#!YSOS-SoSaSF=EMWSJ<(:6SGS9!#;¿ (B 
¿SB!!S"$k%S-%Sc%i%/%?!<$,FCDJSN>u67SKS*SSSFSISNShS&SJ9TFOSrSHSkS+!"S$HSSS&S3SH¿ (B 
¿SBS, S$S9SJUSoSAS=$N%-Sc%i%S/%?!<S$SN@-3J$GS9!#S?SHS(SP!"@V?.9fSrEOSkS+!"BTSDS+!E¿ (B 
¿SBS<SsS<SsOcSSS*S9ShSM!#S=S7SFSbSASmSs9TFO0SGS"SkS,SfS(SK!H81SiS:SK8+S;Sk!Ic (B 
¿SBSoS1$GS9!#;¿ (B 


¿SB!!S$SHS$S$&S$SoS1$G!"S3$3$SG%M%?KNSO!J9,SS$S!)!K!XBhO1lIt!&=`HwJT!!N;!YS$SGS9!#; (B 
éS$B! !GOSNS ?SaSKSbS&0LEYSM% ?K\ SNL>AOSrS"S2SFS*S$-S*°S9! #2 (B 

2$B!!!ZIL: }JuEg#l#4#4! !37%I%34%*F~Lg! |: (B 
ESBSGS9!#HG85@dHGS@SH;WSS$S*S9S,¢(B (^^; a SaSNK\20SK9TS1ISPS*S@<jSKF~SjS*S9! #2 (B 
?SB<B!] 1! "SDSS@hF | GO>1$N=qE9$G8+$+$1$% $7831 #2 (B 
¿$B!!$G!"$3$1$+$i!XBhFsIt!&<9I.JT!Y$,;O$^$k$0o$1$G$9$, !"$=$1$0$$$D$+5!2q$, $"; (B 
¿$B$C$?$i$H$$$&$H$3$m$G$9$+!#$G$O0!"H>G/4V$*$D$-$"$$$"$j$, SHSESASOSSS*S7S?! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢zS$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 

// : moroha@ca.mbn.or.jp // 

// http://plaza7.mbn.or.jp/~moroha/ 


—-MESSAGE FILE 22632 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/discu 
ssion/00000101html.html 


E AE AE FE FE FE FE AE AE E FE FE FEAE 
E AE EAE AE EAE FE EAE EEH H 


t EEE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork 


HTT E FE AE AE AE AE HEHE 


--MESSAGE FILE 22633 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 

nwork/00000001htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: WN(=?iso-2022-jp?B?GyRCMj4bKEoO=?=) : 
=?1so0o-2022-jp?B?W1FdGyRCJSOLYyVpJS81PxsoSg==?= 
=?1s0-2022-jp?B?GyRCJUE4 6biRgqSn0bKEo=?= 

Date: Sat, 05 Apr 1997 01:43:08 +0900 
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Organization: Japan 
Lines: 47 
Message-ID: <33452F9C.9B@aix.or.jp> 

References: <33412D5A.305A@aix.or.jp> <morohaSef3019970403181753@202.238.103.35> 
NNTP-Posting-Host: 202.208.34.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


> ¿$B!!L>A00J30$0$$$0$f$k!V8+$; $k!WMWAG$G$9M!#$*3(IA$-$5$s$@$H$?$V$s¿ (J 
> ¿SBS$S3SCSASNMWAGS+SiF-SCSFSSS/SsSGS7ib;¿ (I$¿$B!#¿ (J 


¿ $B; dSNM'?M! J3 (IA$-$5$s!) !KSOS=SNDLS$4SGS$9! #2 (J 

ESBSISASiS+SHSSSESHS*S: !V4i!WS+SiF~SCSFSSS-S*°S9!#SHSSSES+!S4iS7S+IASH3 (J 
ESBSISS!I>P!Ke (J 

2$B!VA4?HA|S$O!) !WSCSFJ9S/SH! VS@SCSF9bEDS, ?HD965$ (SFS/S1SISSSsS$@SbSs!We (J 
ESBSH; d$r$$$8$a$^$9!J>P!K¿ (J 


> ¢SB!!Hf3SE*4IC1SISd$ 55} SHS 7SFSO%S%a!<%8%3-%SC%i%/%S?!<SrS$-SaSF3 (J 
> ESB!Viviv!ivS_S$?SSSKS7SF!We (J 

> gSBSHSSSESNS, $"S$5$*S9S,!"J,Ln$, 6a$9$.$kS$Hz (J 

> ESB!IVSISKS3S1!"!viv!ivS=SNS*S*S8ScSs!We (J 

> ¢eSBSHS+SSSoS1SFGO</SKS5S1SFS7S*S&SNSG!"Cm0US, I1,MWSGS9! #3 (J:-) 


ESB: #S*°SG:nSCS?S-ScSiSN4iSOA4TItS$3S1SGS9!TI>P!Ke (J 
ESBS7S+Sb!SSRSISSS3SHSK! $32 (J 

ESB! VS3SSSDSOSMS' !SS"SISk72SM!We (J 

SB! VS3SSSDSbSISCSAS+SCSFSSS&SHS"S1SK72SM! We (J 
ESB!VS=S&S=SE&!SS3S1SOE57?7 E*SIS"SISK7?SM!We (J 
¿SBSH$S$S$SCS$SF%0%1i%SU%S#%C%+!<$r5c$+$;$k$7$%$D¿ (Մ(՞՞չ 


> ¿$B!!$[$+$N39%1%C%I$G$b<gD%$7$F$$$^$9$, !"%-%c%i%/%?!<$K1|9T$-$rM?$(¿ (J 
> ¿SB$SkS$S?$Sa$KSO%7%J%3j%*$GSOD>@N?($1$JSSSh$&SJS3SHSGSb7hSaSF$*S$SS?J)ŠS, (J 
> ¿SBSS$SSSSH;WSSS*S9!#¿ (J 


¿SBS$S=S&SJSs$GS9ShSMS'!#%—-%c%Si%S/%?SNN"@_Dj$, 7h$2$SCSFSSSkSH;WSoSL=3j3$G;¿ (J 
¿SB%S5%V%$7%SJ%jJ%*SHS+30FASNShS&SJSDSNS, SD$/$1$*S9S7SM! #2 (J 


> ¿SB!!%S-%c%m%C%SHSHS+%*%mSsSHS+%, SH!<SHS+%7%g%3SiSHS+!F!EFEc (J 


£$B2{$+S7SSSHS3SmSG$S0%_%Sk%S/!S$%S+%4+%*'!SS5SSS@!<SISISbD!I>P!Ke (J 
¿SB:G6a<B<L1G2hSK$JSCSFOCBjJSN%Sd%$DSGSOS/%Sk%(%Si!&%$G!&%SSkSJSSSFSNSbSSS?SJS!!# (J 


ՃԼՃՃՃՃՃՃՃՃ 


14111111 11111112 11111121 eae 
ՀՏ8111 111111 111 9bEDMNIT? !TSOSSSISk!'S?PS3SNS9S1!Ke (J 


ESBic!c!c;dSNS[!<%°S2Z2!<S8!d!d!ldz (J 
http://wwwl.scei.co. jp/~bns00250/index.htm 
c++Builder; $BSGSbIY6/$7$hS$&! J3NS+SASgSCSHA0SOz (JBC5zSBS@SCS$?SI$!!Kz (J 


¿SB:G=*99?7F|;-!!!!#21?#1#2¿ (J 

¿SB9927M=D3jF|!!!!1!#412?111)¿ (J 

--MESSAGE FILE 22633 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000001html.html 


--MESSAGE FILE 22634 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork/00000002htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: =?ISO-2022-JP?B?GyRCJUEkKkJiRiGyhC?= 

Date: Mon, 26 May 1997 00:24:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <morohaSef3019970526002443@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.31.145 
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Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


ՀՏ !S3SASiSO$*SbS$$C$-$ jJDdIBZ$7SFS$*S9SM! #$=$m$=S$m$*$?22?S+F0$-S*$7$gz (B 
ESBSE&S+! #2 (B 


2$B!!$°S$:$0%4%0%S%SjSHSSS&S$3SHSG!Dz (B 

2 $B! !S7SPS$i$/A0SKCg4V$&SASGSG=P$?0CBISK!"¢ (B 
2S5B!VNx06%7%_%e%31!<%37%Q%SSD%/!<Sk!We (B 

ESBSHSSSESNS, S"SIS*STS?! #2 (B 


é$B!!!VGd$1Sk$h$M! Wz (B 
2$B!!!VS&$s!"Gd$1$kGd$1$k! #$T$s$G%"%S9%—!<SO=PS$7SFS3SISS$sS@Sm$&$SM!) !We (B 


¿SBSHS+8@SCSFSSS?SsSSGS9S, !"KNEvSKGdS1SkSsSGS7SgS&S+!)¿ (B 
¿SB!!S$SoS?$7S$SO!V%SD%S/!<%Sk!W%7%j!<%:S,Bg%R%C%H$7S?$SCSFOCS$S7SOJ9S5S2;vŠS, ¿(B 


¿S$SB$SJS$S$SS$S7!"$=$b$=$b>&IJ% 25%; SWRHSKFGS, S"SkKSNSGSOSISSS+SH46S8SFS$Skz (B 
ESBSSSGS9S, IDSSS"!"STS&SGSTSgGSE&! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22634 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000002htm1. html 


--MESSAGE FILE 22635 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000003htm1.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkJiRiGyhK?= 

Date: Tue, 27 May 1997 04:10:41 +0900 

Organization: Japan 

Lines: 35 

Message-ID: <3389E031.246E1C40@aix.or.jp> 

References: <morohaSef3019970526002443@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¢SB!!S3SASiSOS*SbSSSCS-SjDAUBZS7TSFS*S9SM! #S=Sm$=Sm$%S$?22?S+FOS-S*S7$gz (J 
> ESBS&St+! #2 (J 


¢$B%M%?SHEXNOSH:, @-S, @ZS1SAScSCSF!J>P!Kz (J 
£$B!J:G6aFzLn$K$"SCSFSISS$;$$!) K\EVSNM}M3SOSRS$_S$D!K¢ (J 


> ¿S$B!!$o$?S7$SO!V%D%S/!<%k!W%$7%j!<%:$,Bg%$SR%C%H$7$?SCSFOCS7SOJ9SSS?;vSŠ, ¿(J 
> ¿SBSJSSS7!"S=Sb$= Sb>s1J%3%5%)SWSHSKFqS, $"$kSŠNSGS0SJSSS+SH46S8SFSSSk2 (J 
> ¿SBS$SsSGS$9S, !DS5S"!"SIS&SGS7SgS&!#¿ (J 


¿SB!V%$D%S/!<%$k!W%7%j!<%:SOGdS$S1$SFSSSkSH;WSSS*S9!#;¿ (J 
+: SBApK\E* SK9XGCAKSOSWEme0 ee et 5 ee SISKOLItCSNSWSm30¢ (J 
éESB%i%S*°DFMn<T!$$3$1;dSM!J>P!K!SSGS9! #2 (J 


ESBS?S@!$;dSNCNSj9IGSSSG; } SCSFSSSk?MSr8+SkSHSISASiS+SHSSS&SH!SZOZ0!<z (J 
¿SB%21<%`%U%j!<%/$NJ)!9$G!$F|!9%2!<%`$NHcI>$SrŠ7SFSSSk?MS,B?2655G591#¿ (J 
¿SB$A$?1$<+J,$G%2!<%`$,:n$1$k!*SH!SEXNOSH:,@—$HL4$r;)Š$D;R6!C#SKSb:; (J 
ESBGASISFSSSKSH;WSSS*S9! #3 (J 


¿SB>/SJS/SHSb!SS"S9S-!<SN%3%s%$F%9%SHSK1l-Jg$7$SFS$SSSk?MSOSDS/!<%SkS$r;)SCSF¿ (J 
2 SBSSSKSNSG! SSNSY#1K | K\SOGdS1SF$S$SkSGS7$g$6&! #2 (J 
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ee fet el le EaI 
¿SB!!111!1!1!!!119pEDMNJ?!J%SOSsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éESBS*5SSKF~SjSMSCSHSdSmMSES<! *2q0ws [!1<3°S2!<%8¢E (J 
£$B%53%S%/=8SHSSS&SNSr:nSCSFS_S?! #2 (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9;¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

--MESSAGE FILE 22635 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000003html.html 


--MESSAGE FILE 22636 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork/00000004htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?1SO-2022-JP?B?GyRCJEKKJiRiGyhC ?= 

Date: Tue, 27 May 1997 07:43:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <kamon$21c519970527074332@news1.scei.co.jp> 

References: <morohaSef3019970526002443@newsl.scei.co.jp> <3389E031.246F1C40@aix.or.j 
p> 

NNTP-Posting-Host: 210.136.1.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2$B!!$3SsSKSASO!"2CLgSG$9! #2 (B 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote: 


>> ¿S$B!!$o$?S7$O!V%$DS/!<%k!W%7%j!<%:$S,Bg%$R%$C%SH$7S?$CS$SFOC$7S$SOJ9$S$2;v$, ¿(B 
>> ¿SBSJSSS7!"S=Sb$S=Sb>&IJ%3%Ss%;%SW%HSKFqS,S"SkSNSGSOSJSSS+SH46S8SFSSSk¿ (B 
>> ¿SBSsSGS9S, !DS5$S"!"SIS&SGS7SgS&!#¿ (B 

> 

>¢$B!VSD%/!1<Sk!W37%34!<%:SOGdS1SFSSSkS$H;WSSS*S$9! #2 (B 

>¿ SB4pK\E* SKOXGCAXSOSWSMS0SiS* SHSOLOSNLSS$ 2MS$ ?SASG! SS*S1ISKOLItSNSWSmS0¢ (B 
>¢$BSi%S°DFMn<T!$$351;dSM!J>P!K!SSGS9! #2 (B 


25B! !0JA0SK%U%!%_DLSG! VGd$ j>e$2%1%s%-%S%0!WS, :\SCSFSSS*S7S$2S, !"!V#R#PHGE (B 
éSB%D%/!<%k#2 !WSO#2#0K|K\$ [SIGAS1SFS$$?$H;WSS$*S9!#S+SIS 5 2M5$S, S"SkShS$&z (B 
¿SBSGS9Sh!#¿ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 


—-MESSAGE FILE 22636 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000004htm1. html 


--MESSAGE FILE 22637 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000005html.htm1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?1SO-2022-JP?B?GyRCJEKkKJiRiGyhC ?= 

Date: Tue, 27 May 1997 19:58:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <moroha$ef3019970527195824@202.238.103.35> 

References: <morohaSef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.4j 
p> <kamon$21c519970527074332@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.1.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 
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é$B!!S3SsSPSsSO!"9bEDS5Ss!"2CLgGS5Ss!"=tMUSGS9! #2 (B 


playstation.ny.resource.planning.joinwork ¿SBSN¿ (B <kamon$21c519970527074332@news1.s 
cei.co.jp> ¿SBSN;¿ (B 

¿S$SB5-;v$K$*$$$F¿ (B 1997¿SBG/¿ (B05¿$B7n¿ (B27; SBF|¿ (B(¿S$SB2P; (B) 07¢$B;~¢ (84325874, ¿ (832 
z SET: UG (B 

Taro Kamonz $SBS5$s$0=q$-$*$7$?! #2 (B 

>Youhei TAKADA <kazta-ta@aix.or.jp> wrote: 


>> $B!V%D%/!<%k!W%7%j!<%:$OGd$1$F$$$k$H;W$$$^$9!#¿ (B 

>>¢ SB4pK\E* SK9XGCAXS$O0%W%mS0%i%*SHSOLOSNL5$$ 2MS$?SASG!SS$*S1SKOLItSNSWSmS02 (B 
>>2 SBSi%*DFMn<T!$$3$1;dSM!J>P!K!SSGS9! #32 (B 

> 


>¢SB!!0JA0SK%U%!%_DLSG! VGd$ j>e$2%i%s%-%5%0!WS, :\$C$F$$$^$7$?$, !"!VHER#P HG: (B 
>i SB%D%/!<%k#2!W$O#2#0K|K\$[SIGdA$1$F$$$?$H;W$$$^$9!#$+$I$j?M5$$, S"SkS$hS$ez (B 
>eSBSGS9Sh! #2 (B 


2$B!!7k9=SSSCSFSS$SkSs$G$9SM! #SHS 9SkSHC1$K! VFCSKOCBjSKSJSiSJ$$ !WS@S1SNS3$HS+! #2 (B 
¿SB!!%"%9%—-! <$N@=I1J$Q$+$iSUS!%S_DL0J30$G$O<h$j>e$2$K$/SS$S!?<hS$Sj>eS2S?2S/SJSSSH¿ (B 
¿SBS$SSS&;v>pSbS$+$iS`SNS+SJ!)¿ (B 


¿$B!!$7$+$7!"#2#0K|?M$b$N?M!9$, AO: n0UM_$KG3$S (SFSS$SkSHSO!E?.S$8S$iS1$s!J61>P!K! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22637 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000005htm1. html 


--MESSAGE FILE 22638 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000006htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkJiRiGyhK?= 

Date: Tue, 27 May 1997 23:00:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <338AE8DB.3230@ymg.urban.or.jp> 

References: <morohaSef3019970526002443@newsl.scei.co.jp> <3389E031.246F1C40@aix.or.j 
p> <kamon$21c519970527074332@news1.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.125 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Moroha Otuki ¢SBBg7n=tMU; (J wrote: 


> 2581 15754571 "4240. | 27MSbSN2M! 9$,AO:n0UM_SKG3$ (SFSSSkSHSO!E?.S$8SiS1$s!J61>P!K! #2 (J 


2581 !GcS$CS$FSO$_$?SbSNSN!"; ~4VS, $J$$$H$+$a$s$I$/$5$$$H$+MM!9$JM}M3$G¿ (J 
é5B!!:C@*S7SFS7$S*S&?MSHSSSkKSGSTSGS&SMz (J (%%; 


¿S$SB!!$=$S&$S$S&OUL#$GS$SO%SQ%$=%3%s$b;w$?$j$h$C$?$j$+!&!&!&!# (J 
--MESSAGE FILE 22638 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000006html.html 


--MESSAGE FILE 22639 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork/00000007htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?1SO-2022-JP?B?GyRCJEKkJiRiGyhC ?= 

Date: Tue, 27 May 1997 22:20:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 
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Message-ID: <redbug$ff8d19970527222032@news1.scei.co.jp> 

References: <morohaSef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.j 
p> <kamon$21c519970527074332@newsl.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35» 

NNTP-Posting-Host: 202.215.62.104 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.resource.planning.joinwork ¿SBSN;¿ (B 
<moroha$ef3019970527195824@202.238.103.35> ¿SBSN; (B 
¿SB5-;v$K$*SSSF¿ (B 1997/05/27/ 19:58 ¢SB:"!"3 (B 
Moroha Otuki ¢$BBg7n=tMUS5$sSO=q$-S*S7S?! #2 (B 


>2$B!!7k9=SSSCSFSSSkSSSGS9SM! #SHS 9OSKSHC1SK! VFCSKOCBjSKSISiSTSS !WS@SISNS3SHS+! #3 (B 
>¢SB!!S"S9%-!<SN@=1JI$@S$+$i%U% ! $_DLOJ30$G$0<h$ j>e$2SK$/$S$!?<h$j>e$2$7S/SISSSHz (B 

>2¿SBSSS&;v>pS$SbS+SiS`SNS+SJ!)¿ (B 
> 
>¿$B11S7$+$7!"#2#0OK|?MSbSN?2M!9$, AO:n0UM_$KG3S (SFSS$SkSHSO!E?.$8S$iS1$s!J61>P!K! #2 (B 


¿SB#R#P#G$SrGcS$SC$??2MSN27?3d5, :G8e$*$G6%/SjS"S7TSFSSSKSNS+CNS45$%S;Ss$,!1"3 (B 
¿SB%D%/!<%kS$rGc$CS??MS$G%2!<%`SrS$*S,S3jSJSJSKSb40@.S5S;SkS3SHSNSGS-S$??MSOçz (B 
¢ SBER#P#GSN>1 9gGSKHESYSFBGI } SK>/SISSSNSGSOSJTSSS+SH; WSSS*S9! #3 (B 


ESBS*!"S"SNA* :n@-S$8ScSM$'!#Sd$k5$SbB3$+Ss$o$Jd! #2 (B 
2 SBEM#S#XSKS"SCS$?!VSQSSSF !WSHSt! "#WHitntd#otwHsMOSNSDS/!<%kSJSi!"SbS&>/$7¢ (B 
¿SBS$$S1$=S&$GS9%$, !#¿ (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 22639 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000007htm1. html 


--MESSAGE FILE 22640 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000008htm1l. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkJiRiGyhK?= 

Date: Thu, 29 May 1997 02:20:30 +0900 

Organization: Japan 

Lines: 20 

Message-ID: <338C695E.C42F6D72@aix.or.jp> 

References: <morohaS$ef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.4j 
p> <kamon$21c519970527074332@news1.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35> <redbug$Sff£8d19970527222032@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.239 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¢gSBS*!"S"SNA* :n@-S8ScSMS'!#SdSk5SSbB3S+SsSoSJd! #¢ (J 


ESBSGS9S, ! SBhF12s#AS3%sSGH1H#O#0#0K | Sr<u>*$7$? :nIJ$O%9!<%US!%S%_MQz 
¿SB#R#P#GSDS/ !<%$k$@$C$?$7!SBh#22s$G$Sb!S#R#P#GSDS/!<%Sk#2SN:nIJS,>e¿ 
2 SBOLSKF~SCSFS$? ! J#22sL\SNJ} $O$"$*$ jCNSiSTS$ !KSNSr8+$k$H!SA* :n@-S,¢ 
2 $B0- Ա ԱԱ ,@-$, $"Sk?M$J$SiSS$/$iSGSb$G$-Sk$SH$$S&S3$H$GS7¿ 
ESBSGSE! #2 (J 


(J 
(J 
(J 
(J 


¿SB111111111111111111111111! 


] le 232 b] 51 3] las 
¿SB!!1!!11!11!!9DEDMNJ?!JSOSSSISK! 


S?S3SNS9S1!Ke (J 


-wW 


ESB! c!c!c;d$SN%[!<%S°S3Z!<S8!d!d!ldz (J 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿S$ŠB$*5SSKF-$jJ%$M%$C%SH$d$mS&S<!*2q0w%s[!<%`%Z!<%8;¿ (J 
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£$B%43%SS/=8SHSSSE&ESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!1118512814#9; (J 

¿SB9927M=D3jF|!!!!1!#5!12?1)!)¿ (J 

--MESSAGE FILE 22640 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000008html.html 


--MESSAGE FILE 22641 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork/00000009html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?1SO0-2022-JP?B?GyRCJEkkJiRiGyhC?= 

Date: Thu, 29 May 1997 20:07:11 --800 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <morohaSef3019970529200711@202.238.103.35> 

References: <morohaSef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.4j 
p> <kamon$21c519970527074332@news1.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35> <redbug$ff8d19970527222032@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.1.118 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


2SB!!SISb!"=tMUSGS9! #2 (B 


GSX-R wrote: 
>2$B!!GcSCSFSOS_S?SbSNSN!"; ~4VS, SJSSSH$S+SaSs$IS/S5%$SSHS+MM!9SJM)M3SG;¿ (B 
>2S$B!!:C@*S7SFS7S*S& 2MSbSSSkSGS7TSgGS&SMz (8(՞՞չ 


RedBug wrote: 
>ESBS*!"S"SNA* :n@-S8ScSMS'!#SdSk5SSbB3$+SsSoSJ! #2 (B 


ESB! !S&!<Ss!#S2SHS (SP! "#R#P#GS&SH#S6! <SISTSSSFSDSNS, S"SCSF!"<ALASKEZS (¿ (B 
ESBSFSSS/SH#R#P#GS, $G$-$"$, Sk'ESHS+SSS&SNSJSi40@.$5%$;Sk?M4VSOS?S/S5Ss¿ (B 
2 SBSGSkSGS7SgS$&S, !"OcSSSH8@S (SPS1iS9%NS95S, !V$XSNSX$NKb2& !W$+!V$YS1SYS1¿ (B 
¿$B9DDk!W$+$@$1$@!E$J$S$F$3$H$K$J$J$=$&$G$9$M$ (!#¿ (B 
¿$B!!$G$b?M!9$NAO:n0UM_$r; I7C$9$kM7$S$@$H$7$?$i$R$g$C$H$7$?$i!"; (B 

ESB! VS=S1SGSb$+$*SoSIS$ ! We (B 
ESBS+S$b$7$1$%°S;Ss!#z (B:-) 


2SB! !=i151<T8~S1SKSO#R#P#GS&SH#HSO!<SI!"CE5i1<TSKSOS*SCEWS&SH#HSE!<SISASASS2 (B 
ESBSBSQGSSEESHESE!<SI!"S=S1SGKOS—B-S$4SISS ?M4VSKSOSF%—-% ISHS (S$G%$#%?!J>P !K¿ (B 
2 SBSHSSSESNS, 3*!<Sk%SSS%0SSSNS03CH1 ! <S8SKSTSCSFSSSK3D ! <SkSHSSSESNSOST: (B 
ESBSsSISbSsSGS7Sg$&S$t+! #2 (8:-) 


éS$B!!S7S+S7!"KtJ9S—S@SHShS/So$+S$iSs! #01SDSOSiSSGcSCSFS_ShS&S$+!Ez (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22641 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000009htm1. html 


--MESSAGE FILE 22642 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkJiRiGyhK?= 

Date: Fri, 30 May 1997 18:53:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <338EA390.7C95@ymg.urban.or.jp> 

References: <morohaSef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.4j 
p> <kamon$21c519970527074332@news1.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35> <redbugSff£8d19970527222032@newsl.scei.co.jp> <morohaSef3019970529200711@202.23 
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8.103.35> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.65 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Moroha Otuki ¢SBBg7n=tMU; (J wrote: 


2S$B!!S&!<Ss!#S2SHS (SP! "#R#PHGSESH#S6! <SISTSSSFSDSNS, S"SCSF!"<ALASKEZS (չ (J 
ESBSFSSS/SH#R#P#GS, $G$-$"$, Sk !ESHS+SSS&SNSTJSi40@.$5$; $k?M4V$O$?$/$5$s¿ (J 
é SBSGSkSGS7Sg$&S, |"ՕՇՏՏՏԱՑԹՏ (ՏՔ51999459Տ, !VSXSNSXSNKb2&!WS+!VSYS1SYS132 (J 
éSB9DDk!WS+S@S1S@! ESISSSFS3SHSKSJISj4S=SESGSISMS (! #2 (J 


V V V V 


¿SB!!L>A0!JSH%$0%i%SU%S#%C%/!KS$S@S1lJQS (SiS1Sk!"SCSFSdASD$GS$9SM; (J (*%; 
¿$B!!M=DjD4OB#R#P#G$J$S$FC/$, :n$C$SF$bF1$8!J$&$So!"K=8@$@¿(J(“%;¿SŠSB!KS@S7¿ (J 
¿SB!!S=S1SGSbS+S*“SoSJSSSHSS$SS (SP9=SoSJSSSGS7SgS&SM¿ (JU (“ ; 

--MESSAGE FILE 22642 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000010html.html 


--MESSAGE FILE 22643 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork/00000011htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJEKkJiRiGyhK?= 

Date: Fri, 30 May 1997 23:30:53 +0900 

Organization: Japan 

Lines: 52 

Message-ID: <338EE49D.CCD5B467@aix.or.jp> 

References: <morohaSef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.j 
p> <kamon$21c519970527074332@news1.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35> <redbug$Sff8d19970527222032@newsl.scei.co.jp> <morohaSef3019970529200711@202.23 
8.103.35> <338EA390.7C95@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.208.35.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> 2581 11»ո017Տ850515Ս545ՇՏ5 / | KS@S1IOS (SiS1$k!"SCSFSdSDSGS9SMzg (J (*%; 
> ¢$B!!M=DjD4OBFR#P#GSISSSFC/S, :n$CSFSbF1$8!JS&So!"K=8@S@¢ (Մ(՞՞չ ESBIKSQAS7¢ (J 
> 2581 15-Տ1ՏՇՏԵՏԻՏ՞ՏՕՏՄՏՏՏԱՏՏՏ (SP9I=SoSIS$S$G$7$g$&SMz (J (*%; 


ES$BS?S@!SS3S1S5@SHS?S@!V<+J, $G@_DjIS7$? !WSHSSS&<+8JIK~B-S+!$3 (J 
ESB! VS3S&S$$&@_DjSG%/SjS"SGS—-Sk$+!) !WSHSSS&SHSESTSDSNS7$+¢ (J 
é SBSGS$-S$IS/SFIaDLSN?MSGSbSD$*SiSIS$SH;WSSS*S9! #2 (J 


ESBOCIQSOSCSF! Տ: (J 

E SBEP#SMQSN32!<%° SD! <%kSK%SO%S%8%qG%S%/%54% (S$%?!<SHSSSESNS, ¿(J 
ESBS"S$jS*S9!#O0BSSSNSG%D! <SkSHS$$ &SbSNSK? (SCSFS_S$?SSSNSJI$iz (J 
ESBS*S9S9SaSNOLK\SGS7SgSE! #2 (J 
ESBS&SASN6aS/SG?7IITSr#T#HOHOL_SGGcSSS*S7S? #2 (J 

¢ SBSHSCSFSbS$/$=%2!<SI%2!<% SGSO! #2 (J 
£$B!J22?$,$/S$=$+SHS$S$&SH!$%2!<%* ՏԱՆ :n@-S,NIS/SJISS!Ke (J 


2Տ81111 11111111 111111 11117 (ՄՀՀՀՀ-Հ 
¿SBS3SN%$=%U%SH$OSSSoSfSk#3#D#R#P#GSr:nSk%SD!<%skSGS9S, !S¿ (J 
ESBS (60 5ՇՏԷՏՇՏ-ՏԵՏԱՏՕՀ (J 
1ՏՔ1111555ՇՏ5Ա: (J 
¿SŠB!!!1!E($SN%9%F1<%2?%9¿ (J 
¿$B!!!!!!!!I#H#P¿ (J 
ՀՏ8111 111 11Բ05-7)2 (J 
ՀՏ8111 111 I IMP; O¢ (J 

ՀՏ8111 11111227 (J 

¿SB!!!!!!!!Eyc (J 
¿SB!!!!<+J,SN%S$9%F!1<%?%9¿ (J 
¿SB!1!11111%S1%SYSk%S"%SC%SWJ)<0¿ (J 
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¿$B!!!!!!!!Ey¿ (J 
¿SB!!!!KbK!SN% ($G%#%C%H¿ (J 
¿S$SB1!!1%"9SSFS` SN% (SGSH#SCSHz (J 


éSBSG!SSD!<SkSHS7SFSOSIS+SIS+SSSSSH;WSSS*S9!#¢ (J 
2$B!J$?$@S7!SA*> :n@-SONIS/SJISS!Kz (J 


£$B%2!<%* $r=i$a$F:n$k$H$-$N61$7$5$N!$¿ (J 
ESBS"SSSF%° !SKbK! SN@=:nSHSSSESNSr<B46S$ 9SKSNSKNISSSGS9! #3 (J 


¿SB%21<%`%7%9%F%`SOS/S:!J<:Ni!KSN6KS_SGS9!#;¿ (J 
eSB ee ee tatata G 
¿SB!!1111!1!1!!1119bpEDMNJ?!J%SO%SsSISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SŠB$*5SSKF-$jJ%$M%$C%SH$d$mS&S<!*2q0Ow%s[!<%`%Z!<%8¿ (J 
¿SB%j%s%/=8$HS$SSS&SN$Sr:nSCSF$S_$?2!# (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 

¿SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 

—-MESSAGE FILE 22643 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000011htm1. html 


--MESSAGE FILE 22644 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000012htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?1SO-2022-JP?B?GyRCJEKkJiRiGyhC ?= 

Date: Sat, 31 May 1997 12:05:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <redbug$ff8d19970531120528@news1.scei.co.jp> 

References: <morohaSef3019970526002443@news1.scei.co.jp> <3389E031.246E1C40@aix.or.4j 
p> <kamon$21c519970527074332@newsl.scei.co.jp> <morohaSef3019970527195824@202.238.10 
3.35> <redbug$Sff£8d19970527222032@newsl.scei.co.jp> <morohaSef3019970529200711@202.23 
8.103.35> 

NNTP-Posting-Host: 202.215.62.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.resource.planning.joinwork ¿SBSN;¿ (B 
<moroha$ef3019970529200711@202.238.103.35> ¿SBSN; (B 
¿$B5-; v$K$*$$$F¿ (B 1997/05/29/ 20:07 ¿$B:"!"¿ (B 
Moroha Otuki ¿$BBg7n=tMU$5$s$0=q$-$^$7$?!#¿ (B 


> $B!!$&!<$s!#$?$H$ (SP! "#R#P#GSESH#HSE!<SISTSSSFSDSNS, S"SCSF!"<ALASKEZS (¢ ( 
>¢SBSFSSS/SH#R#P HGS, ŞG$-$"$, Sk! ESHS+$$S&SNSISi40@.$5$; $k ?M4V$SO$?$/S5$s¢ ( 
>¢SBSGSkSGS7SgS$&S, !"OcSSSHBGAS (SPSiS9S\S9S, !VSXSNSXSNKD2&!WS+!VSYS1SYS1¢ ( 
>¿SB9DDk !WS+S@S1S@!ESJSSSF$S3SHSKS$SJSjJS=$&SGS9SMS (14: (B 
>¿$B!!SGSb?M!9SNAO:n0UM Sr;I7cS9SkM7SS$SQ@S$SHS7$?SiSR$gSCSH$7S$S?Si!"; (B 
> ¿$B!V$=$1$G$b$+$^$0o$I$$!W¿ (B 
>ESBSt+$b$7$1$*$;$sl#z (B:-) 


wW w w 


ESBIVSFS#SK!&ST!&SN!<S0!WSd! V2VSkKSHSS ! &S1SS!WSISTSb!"S"SkOUL#; W$?B8:_¿ (B 
¿SBS+SbS7S1S S;Ss!#¿ (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 22644 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000012htm1. html 


--MESSAGE FILE 22645 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000013htm1. html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 
Subject: =?1ISO-2022-JP?B?GyRCUC8kSSQrJUGw1MiE8 JWADKEI=?= 
Date: Tue, 24 Jun 1997 00:50:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <morohaSef3019970624005043@news1.scei.co.jp> 
NNTP-Posting-Host: 202.217.31.148 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta 


2$B!!SISESb!"=tMUSGS9! #2 (B 
¿SB!!A02s%j%O%S%jS, aa soe ԱԱ cr et 
2 SBS* $?SASGSCSHD. %M%? SUS jSrSdSCSF$_$*$9! #3 (B 


ESB! !S6SF!"Ev: #SNNX0&%37%_%e31!<S7SgSsSOS"S$S+SoSiS$i¢ 
éSB!VCKS, =wSr8} @bSSSFSSSk!Wz (Բ 
¿SB$o$1$G$9$, !"STS&Sb@SSNCESNN. $1$r8+SFSS$SkSH! "CKSHSSS&SNSOSIS$s; (B 
2 SBSISs=w$r8 } @b$ / SNSKHhS$1S$FS—SFSS$S$kShS$&$K8+S ($*$9! #MWS 9SkSKz (B 
¿SB!V8)@bS/SJSsSFSaSsSIS/S5S%$!#8)@b$+S1S?SS!W (B 
¿SB$H$$$&798-$,$0$s$0$s6/$/$J$C$F$-$SF$$S$kK$N$G$OSJ$$$+$H!#¿ (B 
¿SB!!%$%“%s%, !"%$"%SK%aS"S?SJSGSOS9SGSKS3SN798-SO6/S/=PSFS-SFSSSKkSh¿ (B 
ESBSE&SGS9S7T!"STSiS*SKSbHSISSSHSJIS/GH5Z57SFS-SFSSSkShS&SGS9! #2 (B 


¿SB!!$H$$$&$0$1$G!":#8e=P$F$-$=$&$J$b$N$NM=A[$G$9$, ¿ (B 
¿$B#11%S1VCK$N; RSN<g?M8x$, =wSN; R$K8}@b$+$1$^$/$k!W¿ (B 
¢SB#2!%!V=wSN; RSN<g?M8x$, L\EVSFSNCKSN; RSrMnSHS$9!Wz3 (B 
ESBSHSSS&SNS$,SIS+SIS+M-K>SISNSGSOSJISSS+SH! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢S$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


-—-MESSAGE FILE 22645 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000013htm1. html 


--MESSAGE FILE 22646 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000014htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJC8kSSOrJGw1lMiE8 JWAbKEo=?= 

Date: Wed, 25 Jun 1997 02:27:09 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <33B0036D.78855EB8@aix.or.jp> 

References: <morohaS$ef3019970624005043@news1.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESBS3SsSPS$s$O!S9bEDSGS9! #2 (J 


ESB! !SHSSS$&SoOS1SG!":#8e=PSFS—-S=Sé&SISbSNSNM=A[S$GS$9S, ¢ (J 
ESBH1!%!VCKSN; RSN<g?M8x$, =wSN; R$K8}@b$+$1$^$/$k!W¿ (J 
éSBH2!%!V=wSN; RSN<g?M8xS, L\EVSFSNCKSN; RSrMnS$HS9!We (J 

éESBSHSSS&SNS, STS+STS+M-K>SISNSGSOSTSSS+SH! #2 (J 


VV V V 


ESBHLHVSOSISCSHS/$, ՏՏՏ-Տ՞Տ9Տ, !S#2HVSOSdASOS jOCSE&SH;WSSS*S9!l #2 (J 
¿SB!d¿ (J 2$B!V8} @bS$/SISsSFSa$s$I$/S$5$$!#8} @bS+$1$2?$$!We (J 
¿SBSH;WS&SNSOCKS$@S1$SGSOLS5SSSH;WSSS*S9$,SIS&SGS7SgS&!)¿ (J 
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-Matt 


--MESSAGE FILE 2403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01106 


--MESSAGE FILE 2404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001107 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Interesting memory card fault 
Date: Tue, 09 Jun 1998 01:27:21 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <357C8169.9A5E5C0A@compuserve.com> 
NNTP-Posting-Host: 1d37-059.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I had something unusual happen on my playstation. One of my memory cards 
started to malfunction, unfortunatley it was one with all my Gran 
Turismo data on it :(, fortunately I managed to copy it before it went 
completely bertie :). 

Anyway the malfunction was weird, as the memory card seemed to completely 
cock up the controller readings, ie when switching on the playstation 
without a disk in it, it would keep flicking from the memory/cd selection 
screen to the memory card managment screen and back again as if the X 
were being tapped continually. 

This has got me thinking that the memory cards and controllers are all 
linked by one serial address and data bus, having now pulled apart my 
memory card, this appears to be true. 

This got me thinking about my dual shock pad, & how to get it to 

wobble, no I havent, but during experimentation with it I have noticed 
that the address returned for port 1 always points to physical memory 
location 0x8004EAEC, and port 2 always points to 0x8004EB10, this is 
slap bang in the middle of the system area. Does anyone know if these 
ports are memory mapped, or does the OS just stick the data at those 
addresses? 

This is probably no big deal, but these addresses are 36 bytes apart 
rather than 34 bytes as implied by p104 of the yellow book. So the 

final question is what do the extra 2 bytes do & will they make the 
multitap work, as they didn't make the shock pad wobble (admitedly 

I didn't try writing all 65535 combinations), or are they just padding? 


Nick S. 


http://www.netyaroze-europe.com/~nslaven/ 

I'm gonna update it soon honest! 

--MESSAGE FILE 2404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01107 


--MESSAGE FILE 2405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001108 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting memory card fault 

Date: 9 Jun 1998 01:04:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <slrn6np298.12g.tjs@indyl6.cs.monash.edu.au> 
References: <357C8169.9A5E5COA@compuserve. com> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Tue, 09 Jun 1998 01:27:21, Nick Slaven <NickSlaven@compuserve.com> wrote: 


Net Yaroze newsgroups message dump.txt Page 15191 


¿etti ef ff fp Op ef ef Pe Da DB PP Pe BP a G 


¿SB!c!c!c;dsNs[!<s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
2 SBS* 5SSKF~$4SMSC%HSd$m$ $<! *2q0ws [!<%°SZ!<38z (J 
£$B%43%S%S/=8SHSSSE&ESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!!#5!?#1#9¿ (J 

¿S$SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 

—-MESSAGE FILE 22646 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000014html.html 


--MESSAGE FILE 22647 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joi 
nwork/00000015htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?1SO-2022-JP?B?GyRCJC8kSSOrJGw1lMiE8 JWAbKEI=?= 

Date: Thu, 26 Jun 1997 19:47:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <moroha$ef3019970626194746@202.238.103.35> 

References: <morohaSef3019970624005043@news1.scei.co.jp> <33B0036D.78855EB8@aix.or.j 
p> 

NNTP-Posting-Host: 202.217.1.58 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


pA 


2SB!!SISb!"=tMUSGS9! #2 (B 


playstation.ny.resource.planning.joinwork ¿SBSN¿ (B <33B0036D.78855EB8@aix.or.jp> ¿$B 
¿S55-;vSKS*sssP¿(B 1997¿$BG/¿ (8062587ոչ (B25¿$BF |¿ (B (¿$B?e¿ (B) 02258:-չ (B27¿$BJ, ¿ (809 
eee ee <kazta-ta@aix.or.jp>zSBS5$s$O=q$-S*S7S?!#¢ (B 
>¿SB!d (B ¿SB!V8)@bS/SJSsSFSaSsSIS/S5SS!#8)@bS+S1S?SS!W (B 
Z SBSH;WSSSNSOCKSES15GSOL5558B;WS582598, ST8ç5G878g581) z (B 


¿SB!!$JS+$JS+87$7$SS96$aSGS9S$SM!#¿ (8:-) 

éSB!!S?S@!":G6aSNCK=wSN%Q%0!<HfSrS_SkSH!"S8S-SK¢ (B 
ESB!VBTSASISs$FSaSsSI$/S5S$!*96Sa96SaS8Sc$"!*!We (B 

¿SBŠH$$$&=w@-$, $G$F$/$k$N$O4VOc$$$J$$Š$H; W$$$^$9$, !# (8:-):-) 


2SB! !SHS3$m$G!"%2!<%* SNOCSG$OŞ$"$J$^$; $s$, !"#T#V%I%ið^!V%_%;%9%7%s%G%l%i!W¿ (B 
¿$B$, SJUS+SJS+SN?2M5SSQ@S=S&SGS9!#2r@b<TSKShSkSH!"¿ (B 

¿SB!V<g1XSOSHS$S-SaS-$S?S, SCSFSSSk!We (B 
ESBSNS@S=SESGS9!#S3SNSISiS*°<+BNSO!VBTSA!W70S_$?SSSGS9S, !":#8eSNE83+S0; (B 
éESBM=CGSr5v$7S%*S;Ss!J>P!K! #2 (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢S$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22647 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000015html. html 


--MESSAGE FILE 22648 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000016htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: =?iso-2022-jp?B?GyRCJC8kSSOrJGw1lMiE8 JWAbKEo=?= 

Date: Fri, 27 Jun 1997 03:32:54 +0900 

Organization: Japan 
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Lines: 32 
Message-ID: <33B2B5D6.BD4BB279@aix.or.jp> 

References: <morohaSef3019970624005043@news1.scei.co.jp> <33B0036D.78855EB8@aix.or.j 
p> <morohaSef3019970626194746@202.238.103.35> 

NNTP-Posting-Host: 202.208.35.229 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ESB! !ST$+$I$+87$7S$96SaSG$9SM! #2 (J:-) 
éSB!!S?S@!":G6aSNCK=wSN%Q%0!<HfSrS_SkSH!"S8S-SK¢ (J 

ESB! VBTSASISs$FSaSsSI$/S5S$!*96Sa96SaS8Sc$SU!*!We (J 
¿ (IF¢gSBS$$&=w@-$, SGSFS/SkSNSO4VOcSSSISSSH; W$$$^$9$, 14: (7:-):-) 


V V V V 


¿SB<BSO!S;dSNS9S0S=SPSKSSS?SJS7S%S91J>P !K¿ (J 
¿SBS$S?$@!$:#8=:_S3$S&$SSC$S?%S2!<%`$r$d$Sk?MC#$SC$FSSS&S$NSOS3$s$J%SQO%So!<$r<B:]5$K; (J 
E SBSbSCSFS*S9S+SM!) $G$b%2!<%` $NCf$@$+$i$3$&$$$C$?%Q0%0o!<$rH/4x$G$-$k$C$F$$; (J 
¿SB$&?MŠb$Š$k$G$7$g$&$M!#¿ (J 


> ¿$B!!$H$3$mMm$G!"%2!<%` ՏԱՕՇՏՇՏՕՏ"ՏյՏ՞Տ:ՏՏՏ, !"#TRV$SISiSA1V$S_S;%S9%7%s%G%1%i!W (J 
> ¢$BS,SIS+SIS+SN?M5$S@S=S$&SG$9! #2r@b<TSKShHSkSH!"¢ (J 

> ¿$B!V<gIX$O$H$-$a$-$?$, $CSFSSSk!Wz (J 

> ¢~SBSNS@S=S&SGS9!#S3SNS13i%*<+BNSO! VBTSA!W70S_S?SSSGS9S, !":#8eSNE83+S02 (J 

> ¿$BM=CG$r5v$7$^$;$s!J>P!K!#¿ (J 


ESBSE!<!<S$s!$:G6atFS13S$rA4$/8t+SFSISSSIS! ! ##1=54VSGSFS1LSSHVAHSr8t+SFSk; ~4V¢ (J 
ESBSCSFSSSESNS, !S#1; ~4V6/SG!SSSSDSb8+SkHVAHS, ! V#X%U%!%SSk!WSHSSSESNS, SJSsz (J 
ESBS@S+HaS7S$!#2 (J 


a fe a Po 11 ՐԻ EE ef E a Pe al eos cc 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
2 SBS* 5SSKF~$4SMSCZHSd$m$a$<! *2q0ws [!<%>SZ!<38z2 (J 
£$B%43%S%S/=8SHSSSE&ESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!!#5!?#1#9¿ (J 


ԼԶ 
—-MESSAGE FILE 22648 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000016htm1. html 


--MESSAGE FILE 22649 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000017htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Who is NEXT.... 

Date: Tue, 15 Jul 1997 19:39:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <moroha$ef3019970715193918@202.238.103.35> 

NNTP-Posting-Host: 202.217.1.81 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¢$B!!S$3Ss$P$s$O! "=tMUSGS9! #?MMMS+Si<ZS$ jSFS—$?3M%/%9%H%-%s%0Sr¢ (B 
ESBSASgGSmSCSHSASCSFSSS$?S5ST7TS*S9!#z (B 

«581 1521Հ5`4|4701Շ/4ՄԸՇքՈ»Շ/Տ՞ՏՇՏՄՏԻՏԱՏԸՏԲՏՏՏ՞Տ:Տտտ, !"$J$+$J$+; (B 
E SBN) GISTSP%$+%2!<!J>P!KSH8@SCSFSSSSSGS7SgS&! #2 (B 


¢$B!!S5SF!"$3SN%2!<%* SNGdS$ j$O6H3&=iSNBP@o%b! <3ISJSo$1$G$9$, 1". (B 
ESBSIS&S$bSk!<SkE*SKBP@OSO61STSSSNSGSOSISS$$+!) SH; WSoOS1SkItd,$,¢ (B 
¿SBS"SjS“S9!#¿ (B 


¿ŠB!!SW%1%$S%d!<%-%c%iF1;NSOD>@NSN2%$3j9g5$$,2DG=$JSNSGS9$, "96; (B 
¿SB7bB&$O967bNO6/2=$N<jCJ$,$"$k>e!"967b%$U%'%$%:SK2%53E]$7SFS7¿ (B 
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¿SBS“S&SHH?7bSbSJSSS?Sa!"4pKNE*SK96SaS?SbSNS$S, SASGSO! #2 (B 
$B! !6/$$A}<jSHSdS$C$ ?D>8e$G>CLW$ 7$FS$$kSH$-SI$i$ [$\3N<BSKE] $; 2 (B 
¿SBSFS7S“SSS S9!#SSSiSKE]S7S?AjJ<JSN%"%SS%SF%`SrC%*$$&S3SHS,SGS-Ske (B 
¿SBSHSSS&S*S*“S1S“SGSDS-S S9!E¿ (B 


¿SB!!SASc$Ss$H%2!<%`$r?JSaShS&SH;WS$SC$S?$i$W%1%$%d!<4VSND>Q0NSN2%¿ (B 
ՀՏ8Տ)9ց555Օ62: _SHS9SkS7S+L5SSShS&SK;WS (S*S9!#S“S"!"SJSsSGSbS"¿ (B 
¿SBSjJS"$JSGS5SCSQSjJ%S2!<%`S$S,?JS%“SJSSSH8@S&%sW%sl!<Sb;—-SKSOSSSSS+¿ (B 
¿SBSbS7$1$2$;$s$1$ISM!E!E; (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¢z$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22649 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000017htm1l. html 


--MESSAGE FILE 22650 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000018htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Arumonikoan" <sonyplay@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: mmmmm 
Date: 10 Aug 1997 01:22:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc9765$6ce3f0e0See9e84d2@default> 
NNTP-Posting-Host: 210.132.158.227 

X-Newsreader: Microsoft Internet News 4.70.1155 


mail ga okurenai 
—-MESSAGE FILE 22650 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000018htm1. html 


--MESSAGE FILE 22651 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000019htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Arumonikoan" <sonyplay@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.resource.planning. joinwork 
Subject: planning 

Date: 10 Aug 1997 01:22:19 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc9765$b3aa3a20See9e84d2@default> 
NNTP-Posting-Host: 210.132.158.227 

X-Newsreader: Microsoft Internet News 4.70.1155 


gainax 
—-MESSAGE FILE 22651 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000019htm1. html 


--MESSAGE FILE 22652 START: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/ joi 
nwork/00000020htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: moroha@ca.mbn.or.jp (Moroha Otuki =?1ISO-2022-JP?B?GyRCOmc3bj10TVUbDKEI=?=) 
Newsgroups: playstation.ny.resource.planning. joinwork 

Subject: Re: planning 

Date: Tue, 12 Aug 1997 19:51:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <moroha$ef3019970812195116@202.238.103.35> 

References: <01bc9765S$b3aa3a20$ee9e84d2@default> 

NNTP-Posting-Host: 202.217.1.38 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿SB!!S(!<SH!#SIS&SSS&>u67SQ@S+SoS+SjS“S;SsS, !"SJUSSSKS;Sh¿ (B IE ¢S$BSN@_Dj$,¢ (B 
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¿SBShS$SmS7S/SJSSShS&SGS9!#¿ (B 


// Brave Sir Robin ran away He bravely ran away away // 


// Moroha Otuki ¿$BBg7n=tMU; (B // 
// e-mail : resource@FL.scei.co.jp // 
// : moroha@ca.mbn.or.jp // 
// http://plaza7.mbn.or.jp/~moroha/ // 


—-MESSAGE FILE 22652 END: net-yaroze-usenet/00000003-SCEI/ny/resource/planning/joinw 
ork/00000020htm1. html 


— E AE AE FE FE AE FE AE AE E FE FE FEA 
E AE AE AE FE AE FE AE AE HEH 


E AE AE FE FE AE FE AE AE FE FE PH HE 
=E AE EAE AE EEE EH HE EH 


-EERE EE HEE HE HEH 
——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/sound 
——HHEEEEEEE EE HEH 


——HHEEEEEEE EE HEH 

—-START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freeta 
lk 

——HHEEEEEEE EE HEH 


—--MESSAGE FILE 22653 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freeta 
1k/00000001htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.sound.freetalk 

Subject: Re: scei=?ISO-2022-JP?B?GyRCUCskaTwrTTMkSzt IJEMkRiQkIJCQbDKEI=?= 
=?1S0-2022-JP ?B?GyRCNkpNXyQ3JCOkRyQ5GyhC?= 

Date: Wed, 16 Apr 1997 16:40:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <redbug$ff8d19970416164043@news1.scei.co.jp> 

References: <0Olbbff9eS3b665b20S97e3f4ca@m—-kamida2> 

NNTP-Posting-Host: 133.130.133.51 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.resource.sound.freetalk ¿SBSN;¿ (B 
<01bbff9eS3b665b20$S97e3f4ca@m-kamida2>¿SBSKS*SSSF¿ (B 

1997/01/11/ 09:05 ¢$B:"!"z (B"KAMI / ¿$B;f;3¿ (B ¿$BK~¿ (8" ¿$B$5$s$0=q$-$^$7$?!# (1 
>¿SBSbSCSHDs6!S7SFSSS?S@S1SkSHS"SjJS,S?2SSSGS9!# (B 
>SEZSBSN%S; SCSHSDS"SkSH4rS7SS!&!&! #2 (B 


ա 


ESBH267! TSGS7S$2S5CS$1 I KS"SCSWS5SSLSFS*S7S275M! #3 (B 
ESB: #8eA}$ (SkKSHSSSSSGS9S, !#¿ (B 
RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 22653 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freetalk 
/00000001htm1. html 


——MESSAGE FILE 22654 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freeta 
1k/00000002htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.resource.sound.freetalk 

Subject: =?iso-2022-jp?B?GyRCUD8kXiRLJE8 1LyVpJUMINyVDJS8kSiRZJEYkICQrdCwkRyQ5JCshKRs 
oSg==?= 

Date: Fri, 20 Jun 1997 20:22:51 +0900 

Organization: Japan 

Lines: 29 

Message-ID: <33AA680B.D1C4461@aix.or.jp> 
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NNTP-Posting-Host: 202.32.119.197 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 
X-Priority: 3 (Normal) 


LSBS3SsSPS$sSO!"9bEDSGS9! #2 (J 
ESBSS$-SIS5SGS9S, !"#67nN#2#2F | SK; dSNIb9; SN#O#B¿ (J 
¿SB%*!<%1%9%H%i$NDj4|1iAU2q$,$"$j$2$9!#¿ (J 
¿$B$*2KSGS7S?$i@'HsD0S$S-S$KMhS$SF2<S55SS!#¿ (J 


¿SB6JLN!'%Sa%s%G%k%9%>!<%s:n6J!!8r6A6GJBh#4HV!V%s$%?%Sj%" !W¿ (J 
¿SB!!11111SVSi!<%`%9:n6J!!!!!!!!8r6A6JBh#4HV;¿ (J 


¿SB>1=j!'l1H=.J82=%;%s%?!<!&%[!<%k¿ (J 
éESB9OTS—-J}!'5~@.1H=.2<<V! !FLJb#1#0J, ¿ (J 


¿SB!!!!!!!!1#J#R558M>h$j49$ (ElIp558M@-;¿ (J 
¿S$B!!!!1111111111H=.1X2<<V!!ELJb#1#0J, ¿(J 

ESB%AS1SC3H! '#5#0#01_2 (J 

ESBI!!!!!!!!ocm!'EvF|;d$H@\? ($G$-$1$P$?7$@7t$r; (J 
¿S$B!!!!111111111:98S7>e$2$%$9!K¿ (J 

¿SBY TEVET 3 tT bT] 344 yaa tiyptiryiiryutiyuitises 
¿S$B!!!1111111119bEDMNJ?!J%O%s%$I%Sk!'S?$3$NS9$1!K; (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 


¿ŠB:G=*99?7F|;-!!!!#51?#1#9¿ (J 

¿ŠB9927M=DjF|!!!!!!#5!121)!)¿ | (J 

--MESSAGE FILE 22654 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freetalk 
/00000002html.html 


——MESSAGE FILE 22655 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freeta 
1k/00000003html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.resource.sound.freetalk 

Subject: =?1ISO-2022-JP?B?GyRCJCQkXiRAJESDKEpCROObJEIkSCQrOHoyTDI7JCwkRCOxJGkkcyRKJCQ 
/TSRYGyhK?= 

Date: 9 Jul 1997 17:20:43 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 23 

Message-ID: <5q0h9b$83n@news1.scei.co.jp> 

NNTP-Posting-Host: 202.238.45.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB:G6a!V3+H/%SD!<%sk%šU%) !<%i%` !WFDSN%U%!%S%kS, 99? 7STSFS*STSE! "3 (J 
ESBS"!<3+SSSV! ISCSFSISSSISsSSGS7$g$&!) !KSNCESNe (J ¿$B#c#m#a#ge (J ¿SBSNCfSN; (J 
éESBes#ofutn#de (J չՏ8ԲԵՏԱՕՄ2ՀՏԱՏՏՏՏՇՈՏԵՏ, SA%g!<;HS (S*S9!*3 (J 


¿SB#s#e#q#pil#a#y!'#B#GR#M11iAUSNS5Ss%sW%k%W%m%0%Si%`;¿ (J 
ESB!IViv! S#m#i#d! WSHSSS&:9S7BXS (SUS!%SS$S%k$rMO0US9S1$P¿ (J 
¿SŠB<+J, SN60SrLD$i$;$k!#z (J 
¿SBSJS*!"!V!v!%S#m#i#d!WSO;THNSŠSN¿ (J ¿SB#M#TI#D#IS A !<%/SNIUSSSFSSSk¿ (J 
¿SB%=%U%SH!JKMSOSQ%$5SS#H#e#1l#l#o!*#m#u#s#i#c!J%sd%*sOSMI!K!KSG¿ (J 
¿SBSDS/S1S S9!#¿ (J 

¿SB#w#ña#ñvipil#a#ñy!'8z2L2;$rLD$Si$9%5%s%SW%Sk%W%m%0%i%`¿ (J 
éESB!IV!iv! StwHatv! WSHSSS&:9S7BXS (SU%S!%S%kSrMQO0US9S1SP¿ (J 
¿$B<+J, $GO?2; $7$?2; SrLD$i$; $k! #2 (J 
ESBSIS*!I"!V!iv! S#wHatv ! WSOA05-S7S$?ShS&S$I2; 3Z%=%U%H$G:n@.¿ (J 
éESBSGS-SkS3SHSbS"Sk!#KMSO!"z (JDOS/Vz SBSKIUBOS7TSFS-S?%5%&%SsS%S1¢ (J 
ESBS+!<SISNS=SUSH! V#CHr#etatt#li#vites (J ¿$B#Wła#v#e¿ (J ¿$B#S#t#u#d#i#o!W$G0O?2 


Net Yaroze newsgroups message dump.txt Page 15196 
PSTSES*SO! #2 (J 


£$B35%sS3WSk<+BNSNS=!<%9Sb: \SCSFSSSKSNSG2r@OS7SF! "ITL@SISESASO; (J 
¿ $B; HS ($=$&$JItJ, $r<h$j=P$7$F<+J, SN$SW%$m%š$0%i%S` SKS/SCSDSISKSHSSSSSGSTSgSE!#E (J 


TPM.CO mailto:tpmco@jsn.justnet.or.jp 


—-MESSAGE FILE 22655 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freetalk 
/00000003htm1. html 


—-MESSAGE FILE 22656 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freeta 
1k/00000004htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.resource.sound.freetalk 

Subject: =?iso-2022-jp?B?GyRCUD8kXiRLJE9AOCROMW1BVSRy IUoxaUFVMnEKTkBrRUEhSxsoQg==?= 
Date: Wed, 21 Jan 1998 00:36:24 +0900 

Organization: Japan 

Lines: 46 

Message-ID: <34C4C478.5FA94EBA@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.42 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SB1!S3SsSPSsSO!SS?S3SNS9S1S3SH9bED! !MNJ?SGS9!#¿ (B 


£$B!!$*%S?!SS3S53SK1iAU2ZqSN@kKEASr=g$+$; $55; SF2<S5SS! #3 (B 
é$B!!:#2s$0!SF~>1L5NA! JLS3NG'SGS$9$, !SS?SVSSL5NA!KSGS$9! #2 (B 
¢$B!!;daS0@5<0SJICDOWSGSOL5$/!$; ?=u!JCDM'!) !KSHS7SFSN; 22CSGS9! #2 (B 
¿S$ŠB!13Z4oSO%S3%s%$H%si%SP%9SGSGS 2 $9!#; (B 


¿$B!!0J2<!$FbMF¿ (B 
¿$B!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]!]ė (B 
¿SBBh#42s!!;T@n7]=QJ82==82q; (B 


i SBFOMF ! JSF!<%^!&%?%$%H%k!K¿ (B 
2$B! !IqgB£7]=Q8x1i! VOBSHMNSNM; 9g! SFOSH@ESNBPHE! Wz (B 


¿SBF |; ¿(B 
ESB! !#1#9#9#8G/#27n#141F | !J=K!??e!K; (B 
¿SB!!#1#3!'#3#0!A#1#6!'#0#0!J#1#5#0J, 18: (B 


¿SB>1=j¿ (B 
éS$B!!;T@n;TJ82=2q4[!!Bg%[!<%kz (B 
¿SB!!!J:G45s$j1X!!#J#RK\H,H(Fn8}!$5~@.H,H(Fn8}!K¿ (B 


¿SBFbMEFS$N9=@_.¿ (B 
¿S$B!!5N>kF;M: !!=U$N3$; (B 
£$B!!S3VSC%A!<SK! !!V%8%c%s%K%9%-SCS—!WShS5!V; dSNS*IcS5$s!Wz (B 


¿$B!!%$b!<%D%!%$k%H!!!V$SISs!&%8%g%$O%Ss%SK!W$Sh$j%$S8%Sg%$SP%Ss%SK$N%S;%S1%SJ!<%1;¿ (B 
¿SB!1%V%j%SF%Ss!!@D>/G/$SNS?SaSN4I893ZF-Lg;¿ (B 
¿$B!!%t%'%k%G%#!!!VDXI1!W$h$j!V4%GUSN2N!W: (B 
¿$B!!C/$S+$5$s!!BgCO$5$s$7$gŠ&¿ (B 

¿SB!!B1NwB@O: !!!V2V!W (B 


ESBE 1231533] Ee 11111111 11111111 T] UPS a Op 
¿SB0J>eSGS9!#¿ (B 
¿SBA4SFSN11iAUSK;22CS9SkSHSSS&SoS1SGSOL5SSSNSGCmO0U!J!)!KS,I,MWSGS9!#¿ (B 


ESB 3 ATT pe TAT Ee ee ee eB 
¿SB!!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿SB<BSO:YILSGS8SoS8So9927Cf;¿ (B 
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¿S$B:G=*99?7F|;-!!!1#181!121)!) (B 

¿$B99?7M=DjF|!!!!!1#1!?!)!)¿ (B 

--MESSAGE FILE 22656 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/freetalk 
/00000004htm1. html 


E AE AE FE FE AE ERT TT HEHE 
E AE AE E FE AE AE AE AE FE HH HE 


——HHEEEEEE EEE HHH 
——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons 


HTT E FE AE AE AE AE E FE HTH 


——MESSAGE FILE 22657 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: =?1S0-2022-JP?B?GyRCUWshPCVXQjBALSRHJF 4kQEc 6JHMkRyReJDkbKEo=?= 

Date: 26 Apr 1997 00:34:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 
Message-ID: <01bc51d9$0316a4e0SLocalHost@sat.ga2.so-net.or. յք» 
NNTP-Posting-Host: 210.132.190.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBHESHA#FT! SSGS9! #3 (J 


ESBAOSKSb=q$$S$?SsSGS9S, !"Sk!<SWBO@-S"SjSN2; 8; 5G!<S?SG:SSCSFSSS*S9O!l #3 (J 


éSB: #EYSOS7S+SkSYS—-%SD!<SkSrF~<j$7!"%Sk!<SWBO@-SrSDS1S?SDSbS4jSISsSSGS9S, 4 (J 
¿SBSdSCS$SOSj<B8=SGS$S-S S;Ss!# (J 


éESBSbDSHSN%Sk!<SWBO@-S, SAScSsSH@_DjJSGS-SFSJSSSNS+!"S=S1SHSbBO@-Dj5ASUS!¿ (J 
¿SB%S%Sk$, SUSCSFSJSSSN$S+!"S$OS?$“$?$=$10J30$K2?$+LdB3j$, S"SkKSNS+!"860xS9Si¢ (J 
ESB2rSiSL>uBV$G$9! #32 (J 


2SBS=$3$G6$*445SSSGCS9S, !"SISI$?$+%k!<%WBO@-IUS-SNz (J WAV zSBSb$7$/$0z (J AIFF ¿$B$r¿ (J 
é$B:n$1$kJ}!"C; SSSbSNSGSS$S$S$G6S$9S+Si!"E, EvSUSbSNSri:n@.$7$F%a!<%kSGAwSC3 (J 
¿SBSFSSS?S@S1SJSSSGS7SgS&S+!)¿ (J ESBS=S1SrSbSHSK860xSr9MS (S?SSSH;WSCSEFSSS*S9! #3 (J 


ESBS3SNLdBjS$r2r7h$7SIS$$3SHSKSOSIS&SKSbANSK?TSa$*$;Ss!#3 (J 
¿$B2?$N$*Ni$b$G$-$^$; $s$,¿ (J (^^; eESBSISKSHS>$h$m$7$/S$*45SSS7$*°S9¢ (J m(_ _)m 


t= y Z= Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 22657 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000001html.html 


——MESSAGE FILE 22658 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000002htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "GALAXY" <galaxy@shizuokanet.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: =?1ISO-2022-JP?B?UmU6IBskOQiVriITw1lVO0OIwOCOkRyReJEBHOiRzZJEckXiO5GyhK?= 
Date: 26 Apr 1997 10:45:05 GMT 

Organization: =?ISO-2022-JP?B?dGVhbSAbJEI2ZDJIPI1IMjJUCNJI1IJSSNUGyhK?= 

Lines: 75 

Message-ID: <5jsmbh$7nm@newsl.scei.co.jp> 

References: <01bc51d9$0316a4e0SLocalHost@sat.ga2.so-net.or.jp> 
NNTP-Posting-Host: 202.234.30.181 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


Net Yaroze newsgroups message dump.txt 


Galaxy;$ 


¿SB#W#a# 
¿SB;XD3S 


éSB;n$7$ 
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BSGS9! #2 (J 
vVSUS!SS%ke (J -> ESB%k!<SWBO@-M-SISN#V#HA#GIO4ISGSIS, !"SIS&$b<~GH?t$rze (J 
9Sk; «Տատ j2DG-$KSISKSHSESGS9! 817 


K<! SNShS&STTASGIQ4 9S TOTSCSES_SF2<S5SS! #3 (J 


AIFF2VAG -L -R 22050 -E *.WAV 


2SB!Vz (J-Rz$B!W0J9_SN?t; zSO#WHa#tvSUS!% 


éSB!I$3$ 
ԱՎԱՆ, 
¿ Š1 


¿SBS“S?! 
¿$B7A<0$ 


ՀՏՔՏՀՏԼՏ 
ՀՏՑ| 111 
VabHdr 


ProgAtr 


VagAtr 0 


¿9511111 
¿SBS3SN# 
¿SB!J#r# 
¿$B!]!] 


¿$B$=$1$ 
S SBSHS35 
¿$B2?8N$ 
é$BS,F~S 


ESBS*S?4 
¿SBS9SkS 
¿$B!J$3$ 


¿$B85%M% 
¿S$B4hDSS 


ey 11 


KERETI 


> SS3kSN<~GH?tSGS9! #3 (J 
N>19gSO#2#2#K#H#Z IKE (J 
ie ee 


pe ԱԱ 5 pa S N%sisk!W!V#1#6#b#i#t!WSN¿ (J 
GS"T"SŠSkI,MWS,S"SJjS*S9!#¿ (J 


+Si!"2>SN#D#E# 
el! 


F% l#e (J 

]! !] #D#E#F¿ (J 
form = 
ver 
id = 0 
fsize 
ps 
ts 
vs 


'VABp' 
0x7 


1 
1 
1 


0 
tones 
mvol 
mpan 


1 
127 
64 


0 
prior = 0 
mode 
vol = 
pan = 
center 


1 
= 6 


0 
27 
4 


72 


1]!'11]1!1)1111!)1]11])1]1]!')1]11!]11]!)1]11]!'])1]11)1]1]!)1)!]1]!11!]!]) ] (J 
D#E#FSGS9SH!"%$N%?%s$r#1FY2!$9$H$J$3j$C$O$J$7$K$J$S3jS2AS9!# (J 
cla#t3#1SGN% $9$HDd; _$9$kKJI*$K$I$J$^$I!Kz (J 
1!1]!1!11!1!1!1!1!1111!11!1]!1!1!1!11!11!11!11)11111111111111!1] Մ 


+Sil"#V#adgSr: oe: SkS$S@Sl1%$k!<%H%G%$#%$1%/%H%jSK6a$Š¿ (J 
m$G :n6H$ 9SkSHNTSSSG$9l#e (J 


+%3G%#%1%/SHS5SN1 | 2<SSSHS3SmSGIQO4 9S r$9SkSH! VSWSDSWSD ! WSHSNSS%:2 (J 
k2; $,-PMhSF$7$*$$$"$9z (J (2$B>Pe (J) 

0@.S7S?#VHatgGSUS!SS% ee ԱՆ k!<%WOLCVSrD4@0; (J 
H40@.FEYS,S$"S,Sk;v$,S"SjS*°S9!#¢ (J 

NJI}K! SKSDSSSFSO!"$3$3S5GS9SGSK>R2pS5S1SFS*S4S*S9SMz (7Մ(՞՞) gSB! Ke (J 


?!J¿ (7084) -SBA*SSSbBg; v$G$9$, !"$3S1SiSND4@0Sb40@.EYSKBg$-$/:nMQS7$*S9! #3 (J 
ՇՏԲ2ՀՏՏՏՏՀ (J (^_^) 


Net Yaroze newsgroups message dump.txt Page 15199 


¿$B!?!?!?¿ (JE-Mail galaxy@shizuokanet.or.jp 
¿SB!?!?12?¿ (J GEH00552@niftyserve.or.jp 


--MESSAGE FILE 22658 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000002htm1. html 


—--MESSAGE FILE 22659 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000003htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCI1IMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: =?ISO-2022-JP ?B?GyRCJWshPCVXQjBALTJyN2ghKiEpGyhK?= 

Date: 29 Apr 1997 00:46:53 GMT 

Organization: PlayStation Net Yarouze 

Lines: 41 

Message-ID: <01bc5436$355a2a80SLocalHost@sat.ga2.so-net.or. յք» 

References: <01bc51d9$0316a4e0SLocalHost@sat.ga2.so-net.or.jp> <5 jsmbh$7nm@news1l.sce 
i.co.jp> 

NNTP-Posting-Host: 210.132.190.97 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBHESHAHT ! SSGSO! #2 (J 
ESBSSS$m$$$m<B83$7$SFS_SF!"2?SHS+M}2rSG$—-S$*$7$?l#e (J 


ESBS*S:;dSN8m2r$, $"$C$F01?M$GLAdBj$r$d$d$3$7$/$7$F$?$s$G$9$, !"¿ (J 


ESBGH7Az (J ¿$B!A!A!A!A!A!A!A!A!A!A!A!A¿ (J 
ESB", ¿ (J ESB", ¿ (J 
ESBSk!<%W3+; 02 (J ¿SB=*N;¿ (J (¿$B%-!<%*%s$N4V!"3+; ae $r7+$jJV$9;¿ 
(2 SB%-!<%*SUSGSk ! <SW=*N; 0J9_SrLDS$i$9; 


¿SBS3SsSJ6q9gSKSGS-SkSH; W$CS$FS?9s$GS9Sh!#¿ (J 
(¿SBSIS&S7SFS+SHSSS&SH!";wS$S?$hS&SJS7% ae Sis ]S$D%5%&%s%ISV%$iS9%?!<ŠN¿ (J 
¿SB%S5%&%s%I%U%S)%s%SHS,S3SsSJ6q9gSJSsSGS9¿ (C) 


2 SB<B: ] $K$O%k!<3WSN3+; աան 5 5 $N8:B`$K4XS7SFSO;¿ (J 
def¿SB%U%!%S%k$J$Sj%$t%)%j%e!<%` ¿ŠSBIaDLSOS (%/%9%W%1%C%7%9g%s$G$9$+; (7) չ58575356չ (J 
¿SBS75F2<555S!"SHŠSSS&; ԱՅՆ ԱԱ 


> ¢SBeWHadvSUS!SSSkz (J -> ¿$B%k!<%WBOQ-M-SjSN#V#a#gJQ49SG$9$, !"STS&Sb<~GH?tSrz (J 
> 2$B;XDj$9Sk; VS$KSh$ j2DG=SKSISkSh$&$G$9! #3 (J 


¿SB2?8NS+!"S$S3$&$7$FJQ49SrS9SkSH2;$N3+;O; $K%N%$%:S,F-$3)$2$91#%k!<%W3+;O¿ (J 
ESBE@SrSPSSSI%4!<% (SGS#S?SGIQ9ISTSFSbH2~A1S5$15%S; Ss! #SCSFSSSES+!"2; SN3+¢ (J 
SSB; Օչ«ՏՄՏԱՏՇՏ i! ՀՅ15850411851555550595. 18.0 


> ¢$B2?78NS$+3G%#%1%/%HSFSNI1 | 2<SSSHS3SmM$GIQ4 9S r$ 9SkSH! V3WSDSWSD ! WSHSNSS%: 2 (J 
> ¢SBS,F~$k2;$,=PMASFS7$°SS$$%°S9¢ (J (¿SB>P¿ (J) 


¿SBSHSSS&;XE&S,S"$JS257S?S, | "Sk! <BHSGSbS$@SAaSG$7$?! #S=$39G 1" SPS$2I3 5 Խե 
ESBS (SGS#%S?SGSk | <SWSIS 7GH7AS r<j=q$-$G% k'<SWS"SJSKJ04959SkSH5SS89S6HSr; (J 
2$Bjn$_$?SH$3$m¢ (J ($B;  SLS[SILLE]2 (J (*%7) ESB! "$—-$1$$$I2; SGSI$*$+$D%k !<sWSrin$k; ve ( 
J 

ESBS, $G$-$^$7$?! #2 (J 


éSBS=Ss$JISo$1$G!"<j4V2KSO$+S+SkSbDSNSN! "SHSKS+S/Sd$jI}$,$,2rSCS$?S@S1SGz (J 
¢ SBSbBg<}30SGS$9! #$3S1SGSdSCSH2; 3ZSKSHS4S+S+S1S*°S9!#S5"S5S, ՏԱՏԵՏ4Տ56ՏՏՏ՞չ (J 
¿SBS7S?¿ (J m(_ )ո 


eh Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 22659 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000003html.html 


——MESSAGE FILE 22660 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000004html.html 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Mizukami" <miz—kam@hal.ac.jp> 

Newsgroups: playstation.ny.resource.sound.questions 
Subject: =?iso-2022-jp?B?GyRCJUklLaSVgJE4 jViNBIOI1LRyE8JT8 6bkAUJE5K£USHJESKRCQKJEYDKEO 
ԵՅԻ 

Date: Tue, 29 Apr 1997 12:02:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <336564BE.F4D@hal.ac.jp> 
NNTP-Posting-Host: 202.216.233.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS3SsSKSASO;2 (J ¿$B?e>e$G$9; (J 


¿SB%I%i%S`SN#V#A#B%G!<%?SN:n$jJ)$rŠS*S7S (SFS/S@S5SS! #2 (J 
ESBEM#L#D#ISNSISiS* SO!"#5@~IHSNCISKSHSCSF2;$, ՄՕՏՕՏՇՏԻՏՏՏ՞Տ9Տ, !"#P#SSGSOS=S33 (J 
é SBS rSISNShS$&SKSASCSFSSSkKSNS+Sh$/So$+SiSIS$SNSGS$9!#¢ (Մ 
¿SBSbS7!"SoS+SkJ]$S,SSS1iS7S?S1i!"S<SR65S (SFS/S@S5SS!#¿ (J 


Name : T.Mizukami 

E-Mail : miz-kamQhal.ac.jp 

—-MESSAGE FILE 22660 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000004htm1. html 


—-MESSAGE FILE 22661 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000005htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCI1IMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 


Subject: =?ISO-2022-JP?B?UmU6IBskQiVIJWk1LYCROI1Y JOSNCJUchPCU/Om5ALiROSn1ILISRLJEQbKEO 
=?= 


=?1SO-2022-JP?B?GyRCUCQkRhsoSg==?= 
Date: 30 Apr 1997 00:01:37 GMT 
Organization: PlayStation Net Yarouze 
Lines: 90 
Message-ID: <0lbc54f£9$07eb9200SLocalHost@sat.ga2.so-net.or. յք» 
References: <336564BE.F4D@hal.ac.jp> 
NNTP-Posting-Host: 210.132.190.224 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB#S#A#T!$SGS9! #2 (J 


> gSBHEM#I#D#FISNSIZi%S*> $O!"#5@~IHSNCISKShSCSF2; $, ՄՕՏՕՏՇՏԲՏՏՏ՞ՏՉՏ, !"#P#S$GSOS=$3;¿ (J 
> ¿SBSrSISNShS&SKSdSCSFSSSkSNS+Sh$S/SoS+SiSJSSSNSGS9¿ (J 


¿SB#P#SSN2;8;SO! "3FSWSm%$0%i%`$"$?$Sj:GBg#1#6SN2;?'Sr;)Š$ŠD;vS,=PMh$*$9¿ (J 
(¿SBS3SNJUSN;v$, %*$f!<%S6!<%:%,%S$SSI¿ (Մ P.77¿SBSKS"$j$*S9; (J) ESB! #2 (J 


¿SB6qBNE*SK$O¿ (J .def ¿SBSHSS$S$&BO@-Dj5A%SU%!%$$%k$G!"¿ (JVAG ¿$B$r¿ (J VAB ¢SBSKS*$HSaSk 
7~SKe (J 

¿$BS=5N26533,5S15r7hŠaSkSs$G$9$,!&!&!&5ASg5CSHSdSd535755SGS91#; (J 
¿SB$oS+$j$d$9$SSh$&$K!"%W%$m%0%i%`#OHVSK#2$DSN2;?'$rJ|$j9—-$`BO0@-Dj5ASU$ 


fine 
7 SBYSSkSLNCSKSHSCSFA@DLGS7$°S9! #S"SHSO?tS, A} $ (SFSHS6M} SOF1S8SGS9S+Si! #2 (J 
¿SB%S$f!<%6!<%S:%,%SSI¿ (J Ք.159 ¿$B$+$i¿(J Ք.161 zSBSHO1=0SK8+SF2<S5SS! #3 (J 


(J 


VabHdr 
form = 'VABp' 
ver = 0x7 
id = 0 
fsize = 0 
ps 
ts 


1 
2 
vs = 2 
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>This got me thinking about my dual shock pad, & how to get it to 
>wobble, no I havent, but during experimentation with it I have noticed 
>that the address returned for port 1 always points to physical memory 
>location Ox8004EAEC, and port 2 always points to 0x8004EB10, this is 
>slap bang in the middle of the system area. Does anyone know if these 
>ports are memory mapped, or does the OS just stick the data at those 
>addresses? 


On a yaroze maybe that's 'system' memory, but on a grey playstation it's 
only the first 64k. So no, it's not memory mapped. that's understandable 
really, seeing as the controllers are serial devices, and so they're pretty 
hard to memory map (or at least, more difficult than providing the standard 
serial registers). What I'd really like to know is whether the pads can 
generate an interrupt or whether they're polled. not of course that we'd 
ever be privvy to information like that, but it would be nice to have a 
keyboard attached to a controller port, and polled I/O would be a lot more 
cumbersome for something like that. 


toby. 
—-MESSAGE FILE 2405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01108 


—-MESSAGE FILE 2406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001109 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: LIBPC...you'll do the double take! 
Date: Tue, 09 Jun 1998 18:53:50 +0100 
Organization: The Hex Heroes 

Lines: 8 

Message-ID: <357D76AE.B95@writeme.com> 
NNTP-Posting-Host: at1l4-017.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hey, 


Have people checked out the 1Mb 'libpc.LZH' file in the SCEI/TEST 
download area?... 


Whoa! can someone explain what's going on here? 


James (~mrfrosty). 
—-MESSAGE FILE 2406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01109 


—-MESSAGE FILE 2407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001110 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting memory card fault 

Date: Tue, 9 Jun 1998 20:45:31 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6ljvt4$1297@chuka.playstation.co.uk> 

References: <357C8169.9A5E5COA@compuserve.com> <slrn6énp2g8.12g.tjs@indyl6.c 
edu.au> 
NNTP-Posting-Host: amf1141.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Toby Sargeant heeft geschreven in bericht 

>On Tue, 09 Jun 1998 01:27:21, Nick Slaven <NickSlaven@compuserve.com> 
wrote: 

>>This got me thinking about my dual shock pad, & how to get it to 
>>wobble, no I havent, but during experimentation with it I have noticed 
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glish/000 


english/0 


glish/000 


english/0 


s.monash. 
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ProgAtr 0 
tones = 2 
mvol 
mpan 


VagAtr 0 0 
prior = 0 


vsize 


¿SBS3S1SO!"¿ (UC4¿SB!"¿ (JC#4 ESBSKILSN2; Sr3d$jEVSFS$?NcSGS9! #2 (J 


VagAtr ¿$B$N$H$3$m$K¿ (J center ¢$BSHSSS$&9° L\S,S"S4S*S9S, !"$3$1SO%S5%s%W%j%s%0¿ (J 
&ESBS7$?2;5,S=SNS*S*SNSTSCSASGLDSKSEN! <SHSI%SSP!<Sr;XDISTSFSSS“*SO! #3 (J 


ESBS"SHSO; (J minzgSB!"z (Jmax ¿$B$G¿ (J ¿$B$=$N2; SrSISNHOOOS*SGLDS$i$9$+Sr; XDjJSTS*S9!#S3 
SNNc¿ (J 

> SBSGSO#1SDSNSN | <SHSd3SSP !<$KS7$+3dS JEVSFSFS*S; $s! #SbSASm$sI} $r<h$k;vSbz (J 
éSB2DG=SGS9S, | 'HO0OS,=ESJSCS?Si!&!&!&SIS&SJSkSsS@Sm!)¿ (J (^^; 


vag չՏՅՏԱՏՏՏԵՑ՝ LNS, "Հ (Jmkvab ¿S$BSG¿ (J VAB ¿SBSr:n@.S9Sk:]SN2?HVLNSN¿ (J VAG ¿$B$+$r; 
XDj¿ (J 
ESBSTSFSSS*S9! #3 (J 


ESBS&!ASS!"STS&SHRDLES, S*S:SSSIS!e(T (^^; ESB2r$j$*$9$+!) (Մ 

(SSO e Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 22661 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000005html.html 


——MESSAGE FILE 22662 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000006htm1. html 
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Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: "T.Mizukami" <miz—kam@hal.ac.jp> 
Newsgroups: playstation.ny.resource.sound.questions 


Subject: Re: =?iso-2022-jp?B?GyRCJUklLaSVgJE4 jJViNBIOI1LRyE8JUT8 6bkAUJE5SKfUShHIJESkKRBsSoSg= 
STS 


=?iso-2022-jp?B?GYRCJCQkRhsoSg==?= 
Date: Thu, 01 May 1997 19:07:10 +0900 
Organization: PlayStation Net Yarouze 
Lines: 34 
Message-ID: <33686B4E.468B@hal.ac.jp> 
References: <336564BE.F4D@hal.ac.jp> <01lbc54f£9S07eb9200SLocalHost@sat.ga2.so-net.or. 
jp> 
NNTP-Posting-Host: 202.216.233.140 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS_$:$+$_$8G6$92 (J 


> ¿SB$S3S1SO!"¿ (ՄՇ4:581" 2 (ՄՇՔ4 ¢ESBSKILSN2; Sr3d$jEVSFS?NcSGS9! #2 (J 

> 

> VagAtr ¿$B$N$H$3$m$K¿ (J center ¿S$SBS$SHSSS&9 L\$,$"$jS% oe ԱԱ ԱԱ Յա 

> ¿$B$7$?2; $, S=SNS*S$*SNSTSCZASGLDSK3N! <3HSI%SSP!<$r;XDISTSFSSS*S9! #3 (J 

> 

> ¿SBS"SHSO¿ (J mingSB!"z (Jmax ¿SBSG¿ (J ¿$B$=$N2; $r$I$NHO0O$^$GLD$i$9$+$r;XDj$7$^$9!# 
S3SNNc¿ (J 

> > SBSGSO#1 SDSN% SN!<SHSTSS%SP!<SKS7S+3dS jJEVSFSFS%*S$; Ce a t L (J 

> ¿$B2DG=$G$9$, !"HO0OS,=ESJSCS?Si!&!&!&SIS&SJSkSsS@Sm!)¿ (J (^^; 


> 

> vag ¿S$SBSH$SS$S&9 `LNS, !"¿ (Imkvab ¿$B$G¿ (J VAB z~$BSr:n@.$9Sk:]SN2?HVL\SNz (J VAG ¿$B$+$ 
r;XDj¿ (J 

> ¿SBS7SFSSS“S9!1#¿ (J 

> 


> ¿SBS&!ASs!"SIS&Sb@bL@S,S*S:SSSJS!¿ (I (^^; ¿$B2r$j$^$9$+!)¿ (J 
¿SBS9S$S$S“9;Ss!#SoS+$SjJS“S;SsSGS7S?!# (J 
¿SB%$5%s%*W%j%s%0$7$?<-GH?tŠKShSC$F!"#C#4$N%;%Ss%?!<%SN!<%HŠ,JQSoSkSHSSS&SNSO!"; ( բ 


¿ $B>e$N5-;v$r8+$FCN$J$^$7$?$, !"SSS*“S@SK2; SrC5S7EvSFSiS1lSJSS>uBVS, B3SSSFSSS ¿ ( 
¿SBS91#¿ (J 


¿SB#1#2SG#1%*%/%S?1<%VS"S, C re ane cyan h. 3ZSN4pACS+SiJSY6/S$7¢ 
¿$BSJSSSHS0SaSJSsSGS7SgS&S+!#¿ (J 


éSBLLE]$+$b$7$1$%*S;S$sS,!"SbS&>/ST>\STSS2r@bSrS*4jSSST7TS*°S9! #3 (J 


¿SBSASJS_ r! Sr#2#2!% s. ԱՏՆ 0 ՏԸ 
¿SB:nSCS?#V#A#B¿ (Մ ¿SB#D#e#s#i#g#n#e#rSG#V#A#B%SU%S!%SSSkSKJQ49S7SFSSS“S9!#¿ (J 
ՀՏՑՏՀ-ՏԼՏԻՏ11" 2 (մոնո, Աա ԱԱ =ESJSkKSH! "MS@h=g0LSN9bD$$2;5,LDSCSFSSS?ShS&SI5$¢ (J 
éSB$,KMS$OS7$* ՈՑ 


Name : T.Mizuakmi 

E-Maol : miz-kam@hal.ac.jp 

—-MESSAGE FILE 22662 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000006htm1. html 


—-MESSAGE FILE 22663 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000007htm1. html 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: "T.Mizukami" <miz—kam@hal.ac.jp> 

Newsgroups: playstation.ny.resource.sound.questions 


Subject: Re: =?iso-2022-jp?B?GyRCJUklLaSVgJE4 jJViNBIOI1LRyE8JUT8 6bkAUJE5KfUShHIJESkKRBsoSg= 
25255 


=?iso-2022-jp?B?GyRCJCQkRhsoSg==?2= 
Date: Thu, 01 May 1997 19:07:27 +0900 
Organization: PlayStation Net Yarouze 
Lines: 34 
Message-ID: <33686B5F.57FD@hal.ac.jp> 
References: <336564BE.F4D@hal.ac.jp> <0lbc54f9S07eb9200šSLocalHost@sat.ga2.so-net.or. 
jp> 
NNTP-Posting-Host: 202.216.233.140 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS_$:$+$_$G6$92 (J 


> ¿SB$S3S1SO!"¿  (UC4; SB!"  (UC#4 ¢ESBSKILSN2; Sr3dS$jEVSFS?NcSGS9! #2 (J 

> 

> VagAtr ¿$B$N$H$3$m$K¿ (J center ¿$B$H$$$&9 L\$,$"$Jj$^ ee ՍԱՐՈՆ 

> ¢$B$7$?2;$,S=SNS*S*SNSTSCSASGLDSK&N! <SH3TSS%SP!<Sr;XDISTSFSSS*S9! #3 (J 

> 

> ¢SBS"SHSO¢ (J mingSB!"¢ (Jmax ¿$B$G¿ (J ¢SBS=SN2;SrSISNHOOOS*SGLDSiS9S$+Sr;XDjS7S*°S9! # 
S3SNNc¿ (J 

> > SBSGSO#1SDSN% SN! <SHSI%S%SP!<SK$7S$+3d$ JEVSFSFS%S; e igh si ae t L (J 

> ¿$B2DG=$G$9$, !"HO0OS$S,=ESJSCS?Si!&!&!&SIS&SJSkSsS@Sm!)¿ (J (^^; 


> 

> vag ¿SBSHS$S$S$&9 LNS, !"¿ (Jmkvab ¿$B$G¿ (J VAB ¿$B$r:n@.$9$k:]$N2?HVL\$N¿ (J VAG ¿$B$+$ 
r;XDj¢ (J 

> ESBSTSESS$*S9l#e (J 

> 


> ¿SBS&!ASs!"SIS&Sb@bL@S,S%*S:SSSJS!¿ (I (^^; ¿$B2r$j$^$9$+!)¿ (J 
ՀՏԹՏՉՏՏՏ՞ՏչՏՏ | #SOSt+SI$S*S; $s$G$7$?! #2 (Մ 
éSB%5SS3W% j%SS0S7$ 2<~GH?t SKSHSCSF | "#CH#4SNS; SSB? !<3N!<SHS, JOSOSkKSHSSS&SNSO! "2 ( | 


ESB>eSN5-; VSr8+SFCNS5S*S7$2S, !"S$SS*“S@SK2;SrC5S7EvS$SFS1S1SJSS>uBVS,B3SSSFSSS ¿ ( 
¿SBS91#¿ (J 


¿SB#1#2SG#1%*%/%?!|<%VSŠ"S, s D 3ZSN4pACS+SiJdY6/$7¢ 
¿SBSJSSSHSQ@SaSJSSSGS7SgS&S+!# (J 


ESBLLE] $+$b$7$1$*$;$s$, !"SbS$S&>/S7>NS7SS2r@b$r$*4j)SSS7S%S9!#¿ (J 


— ՏԱՆՆ ee ee 
ESB:nSCS?#VHAHB: (J ESBHeDHed#stit¢génte#rSGHVHAFBSUS ! SSSKSKIQ4ISTSESSS*SO! #3 (J 
¿S$BS=$1$+$i!" (Jmin, Peon EUAN ORR! =ESISkSH! "MS@h=g0LSN9bS$$2;$, LDSCSFSSS$?ShS&S$I5$32 (J 
¿$BS, KM$OS7$ SA 


Name : T.Mizuakmi 

E-Maol : miz-kam@hal.ac.jp 

--MESSAGE FILE 22663 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000007html.html 


——MESSAGE FILE 22664 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000008html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCI1M3jQOSNUISUbKFEFo=2?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 


Subject: =?ISO-2022-JP?B?UmU6IBskQiVIJWk1YCROI1Y jJOSNCJUChPCU/Om5ALiROSn1ILISRLUJEQbKEO 
=?= 


=?1SO-2022-JP?B?GyRCUCQkRhsoSg==?= 
Date: 1 May 1997 15:39:17 GMT 
Organization: PlayStation Net Yarouze 
Lines: 80 
Message-ID: <01bc5645$33200580SLocalHost@sat.ga2.so-net.or. յք» 
References: <336564BE.F4D@hal.ac.jp> <01lbc54f£9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B5F.57FD@hal.ac.jp> 
NNTP-Posting-Host: 210.132.190.8 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


T.Mizukami <miz-kam@hal.ac.jp> wrote in article <33686B5F.57FD@hal.ac.jp>... 


> ¿SB#1#2SG#1%*%/%?!<%VS"S,SkSJSsSFS3SHSbCN$iSJS+S$SCS?$7!"2;3ZSN4pACS+$iJY6/S7¿ (J 
> ¿SB$JS$SSSHS@SaSJSSSGS7SgS&S+!#¿ (J 


¿SB#1%*%/%S?!<%VŠ, #1#2SHSSS&SNSO80HWSNGr80$H9u80$r?t$ (S1S$SP;k3PE*S$SK2rŠkSŠSH;¿ (J 
¿SB;WS$S*S9!# (J 
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¿SB2; 3ZSN4pACSHSSS&ShSj!"¿ (IMIDIeSBSKSDS$S$FSNCN<1$,B?>/1,MWSGS$9¢ (J (¿SBSH8@SCSFSb2; 3Z 
(J 

é 

° SBSN4pACGr2! 559 (SFS$*$+$I$191$Pz (IMIDIg$BS,M}2$79KS/$$$HS$SEBSLLSHS"$KSSSG$9S, ¢ (I 

¿SB!&!&!&¿ (J (՞՞չ) ESBl#e (J 


> ¿SBSASJS_ ԱԱ (7 Sr#2#2!% + Son ee 
> ¿SB:nSCS?#V#A#B¿ (J ¿SB#D#e#s#i#g#n#e#rSG#V#A#B%sU%S!%SS%SkSKJQ49S7SFSSS S9!# (J 


44.1KHz¿SB0J30SG%S5%s%W%j%s%s0S7S?2;%M%S?Sr;HS&SH%S;%ss%?!<%N!<%SHSN;;=P5S, SdSdS3¿ 
¿SBS7SSSiS7SSSGS9S,¿ (U (¿SBS3SNSK%Se!<%S9%0%k!<%WSKSbS=SN;v$K4XS9Sk=q$-9<-5S_S, ere 
¿SBS7S?¿ (J) z$B!";d$0z (722. 5MHz (¿SBB?J, 535150: (J22. 5KHzz SBSNBGSA4V0c$SSGS9SM¿ (J (^^;) 
ESBSN2; 3M%S?Sbe (J 

Vab Designer ¿$B$b;H$C$?; v$, SISSSNSG! "S$3SN<ALAUSKSOEZS ($iS1$%S;Ss!#¢ (J 


¿SBS=SsSJSoS1SJSNSG!"<XB-SJS,Si¿ (J (g$B<ALdSN<q; ] $H$0%:%1$°S9$,2 (J) SB!" ¿ (J44.1KHz ¿$ 
BSN#2SD32 (J 
L SBSN2; Sr1V86; OE*$J!WJ)K!SG315DSNSWSmS0515` SISSSP!<z (J (¢ESB3Z40SN; vSGS9¢ (J) ESBSK3dS jE 
v¿ (J 

7 SBSF$k2aDx$xr 6qBNE* SK=g$$$F$*$-$°$9!#$3$1$7$+2r$i$IS$SN$GCq (J (^^; 


ԵԱ 2 SBH2SDSNz (J 44.1KHz ¿$BSG%5%s%W%j%s%0$7$?¿ (Մ WAVzSBSUS!3S%kSrMQOUS9Sk! #5 
3S3SGSO¿ (J 

¿SB%SI1%Si%`SNOCS$,=PSFSSSkKSNSG%SPS9%SI%SiSr%5%Ss%W%j%s%0$7S?¿ (J bass.wav ¿SBSH¿ (J ¿SBS 
9 (g: 

ESBSMS"SrS5SSSWSISSSO0ST7S?¢ (J snare.wav ~SBSH2>DjS7S“*S9! #2 (J 


¿SB#2!%S¿ (JU ¿SBS3S1Sr¿ (J aiff2vag ¿$B$G¿ (J VAGZSBSUS!SSSkSKIQ49S7S*S9!#3 (IDOS ¿SBSG;¿ ( 
J Տ: ¿SBSr<B9T; (J 

¿SBS7SFSM%SCSHSdSmS&S<%S7%S9%F%`¿ (Մ (^^; ¿SBSr;HS (Sk>uBVSKS7SFS+Si!"3 (J 

aiff2vag bass.wav snare.wav 


éESBSHF~NO! #S3S51S5G; (J bass.vag¿$B!"¿ (Jsnare.vag ¢SBS,:nSiS1S*S9! #2 (J 


588319: (J ¿SBA02sSNJV;vŠGNcSK=P$7S?¿ (J DEF¿$B%U%!%$%kItJ, $r% (SGS#% PEySKS3%T!<S$7SF!" 
¿ (J 


rei.def ¿SBSHS7SFJ]B8!#L>A0SO22SGSbSSSSSsS$SG$9%, !"2>$SK$3S&S7SFS*S-S S9!#¿ (J 


¿SŠB#41%¿ (7 VAG¿$B%$US!%$%k$H¿ (J DEF¿$B%SU%!%$%k$r;H$C$P¿ (J VAB¿$B%U%!%$%k$r:n@.$7$^$9! 
#¿ (J 


mkvab -ք rei.def -o rei.vab bass.vag snare.vag 
ESBSHF~NO! #$3$1SG; (J rei.vab ¢$BS$, :n$i$1$^$9!#¿ (J 


¿SB#5!%S¿ (J VAB¿ co S6SSkSrz(J ¢~SBBO@-SF!<SVSkItz (J Մհ ¿SBSH¿ (J ¿SBGH7ASG!<%?It¿ (J v 
b :SBSKJ, STESS 5918; (J 


vabsplit rei.vab 


¿ $B$HF~NO!#$3$1$G¿ (J rei.vh ¿SBSH¿ (J rei.vb ¿$B$,:n$i$1$^$9!#¿ (J 


ESBHE!%S2 (I ¿$B%7!<%1%5s%9%=%U%H$G%9%?%Ss%@!<%I¿ (JIMIDI¿$B%U%!%$%k$r:n$j$^$9!#$^$:6J$NKA 
¿(J 

¿i SBE, SGSWSmS0%i1%° SI%stP!<#1Sr; XDJ$7$^ SO!#STS"SNSN2; 5 $9$,5$¿ (J 

ESBSKS7TSISSSGS/S@S5$SS$! #2 (IDEFZSB%US!S$Sk$Ge (J C4 ¿SBSO¿ (JU չ585Ք5951511": (JUC#4 ¿ 
SBSO%9SMS"SHz (J 

¿$B7h$a$?$N$G!"6J$N%G!<%?$K$O#4J, 2; Id$G¿ (J C4 ¿SBSH¿ (J C#4 ¿SBS$Sr8r8_S$SK2?EYS$S+F<¿ 


(J 
Eee eS CEO CEE ME նատի Iz (IMIDI zg $BSU%!3S% KTA<OSNEUS ( (J 
¿S$B%) !<%^%C%H#1$GJ]B8!#%U%!%$%kL>$02>$K; (Jrei. mid ESBSHSTSES*$—-S*Sol#e (J 


¿SB#7!%S¿ (I ¿SBS3S1Sr¿ (J SEQZSBSUS!SSSkKSKIQ49STS“*S9O! #3 (J 
smf2seq rei.mid 


éSBSHF~NO! #$3$1S5Gz (J rei.seq ¿$B$, :nSiS1$*S9! #2 (J 


¿SB#8!%$¿ (J ¿$B$3$1$^$G:n$C$?%G!<%?$r<B:]$K¿ (J PSzSB>eSGLDSi$7$*$9! #3 (J 


vabplay rei.seq rei.vh rei.vb 
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ESBSHF~NO! #SI%Ss!"SQ%SS!I"SISS!I"SQSS!"SHz (J ¿SBSP%S9%SI%S1SH%9%M%"S,8r8_SKLDSCS?¿ (J 
¿SB!&!&!&%O%S:¿ (J (^^; 


¿SB0J>e!"SdSjJ)S@Sl1Sr=qS$SSFS_S*S7S?1#SJS<S=S&SJSKSNS+SHSSS&QbL@S,01@ZS"S3¿ (J 
¿SBS“S;SSsSSNSG¿ (Մ (^^; ESBS=SNIUS, CNS 3S ?SSSHSSSE&SHS—SOS*S 2T9SSSF2<S5Ssl#e (J 


(C20) [> Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 22664 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000008htm1. հեռու 


—-MESSAGE FILE 22665 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000009htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.resource.sound.questions 
Subject: =?iso-2022-jp?Q?Re:_=1BSB%1%i%> SN#V#A#BSG! =3C%=3F :n@.SNJ}K! SKSDSSSF=1B=28 ?= 
=?1S0-2022-jp?Q?B?= 
Date: Fri, 2 May 1997 01:59:48 +0900 
Organization: PlayStation Net Yarouze 
Lines: 87 
Message-ID: <5kai5l1Sro9@newsl.scei.co.jp> 
References: <336564BE.F4D@hal.ac.jp> <01lbc54f£9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B4E.468B@hal.ac.jp> 
NNTP-Posting-Host: 202.212.26.169 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


éS$BS_$:$+$_S$5$s!"SOS8SaS*S7SF! #2 (B 
¿SB#H#i#r#o$G$9!#; (B 


¿SBR#S#A#T!%S$S5$sSN2r@b$7$S?#C#4!"#C!t#4S$K; (B 
¿ $BJL$N2; $r3d$jEv$F$k¿ (B 

¢ SBSHSSSES3SHSrS5S&SSS1 SUS) !<S1i%> SKS"SCSWSSSISFSSSkz (8 
éESBSASGSCSHS@S1%3mSC%S/! T#RHOHCHK! SHL#EZHH! KSKSFSASCSFSSS*S9! #3 (B 
ESBS3S1SKSO!"#V#HA#BEHDHe#SHi#¢g#Nte#r SUS ! SSSkKSOSSSCSTSGSKz; (B 

¢ SBF~SCSFSSSKSNSG! "O1EY8+SFS_SFS/S@S5SS! #3 (1 


ա 


¿SB#V#A#B#D#e#s!&!&$r3+$SSF¿ (B 
ESBSG!<%S?Sr8+SFSS$?S@S/SH: (B 


ESBEPHr#o#g#O! !!ltdtr#udm#l! !!&l&!l&E (B 


¿SBSHSJSCSFSSSkKItJ,S,S"SJjJS“S9!# (B 
¿SB$3$3SG!"#P#rio#g#O0Sr%š/%j%C%/S7SF%SH!<%s%j%9%$H%&%#%s%IS&$ro (B 
¿$B3+$/$Hz (B 


¿SB#0O!!#b#d#l1!!!&!&!&!&!&!!#6#0!!#0!!11#O01!!1#G#O!!!&!&; (B 
¿SB#1!!#s#n#e#r#e#1l!!!&!&!!#6#1!!#O0!!#6#1!!#1#2#7!!!&!&¿ (B 


¿SBSHSJSCSFSSSkSOS:SGS9!#; (1 
¿S$SBS3$1$O!"#C#40J2<$O%P%$9%I%i%`¿ B 


¿SB#C!t#40J>eSO%S9%SM%"%$ISi%`$,LDSk!"S$SH$$SS&Q@_D3j$G$9!#;¿ (B 
¿i $B>\$7$/=q$/$H!"%P%9%I%i%` $, 85$N2;DX$GLD$k$N$O;¿ (B 
¿SB#6#01a#C+#4¿ (B 

éSBSG!"2; SNLDSKHOOOSO! "#C#4S*SG! #2 (B 
ESBS9SMS"S1T%i%° SO85S5N2;DxS, !"#6#1!a#C!t#4SGz (B 
ESBLDSkHOOOSO! "#C!t#4S+Si>e5N2;DxSGS9! #2 (B 


ESBSIS* !"S5SSSWS5ISSS0<~GH?tSO#4#4 ! SELEKHHEZSGSIO! #3 (B 
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¿S$B!*!*CmOU!*!*¿ (B 
¿SBS$3$3ŚG$O#6#0!a#C#4$H$7$F$$$^$9$, ¿ (B 
éESB!"KMSN:nS$C$?¢ (B 
ESB%G!<%?>eSGSO#6#0 ! a#C#3SG2;$, @S53NSKLDSCSFSSS*S9! #3 (B 

£$BS7!<%1%s39S=SUSHSN@_Dj>eSTSNS+! "ՏոտցտՇտլտօտիտյտ՞ՏչՏՏՏ, !# (B 


ESB: .MpS9OSkKSNSG! "#6#0! a#C#H4SHS7TSFS*S-S*°S9!#: (B 


ՀՏ8ՏՅՏԱՏԱՏոՏ0515`Տ61"2 (B 
ESBECHA!UHCICH4!I"H#CH4 IHC! tH41&! G16 (B 


¿SBSH;¿ (B 
¿S$B$$$C$?%71<%1%s%9%G!<%?Š$r:nŠkŠH¿ (B 


¿SB%$I%Ss!"%?%s!"%I%s!"%?% See eee 
ESBSHSSS&SHSE&SK2;$,LDSIS*S9! #z (B 


¿SB#2#2!S#0F5#K#H#zSN>19g!"%;%s%S?!<%SN!<%SHSr#7#2!a#C#4SHS9SkSH; (B 
s SB@53NSKLDSKSOS: SGS9!#!TS@SCS?S+SI!"SASGSCSHITOB!K¢ (B 


>ESBSS$*S@SK2; ŞrC5$7Ev$F$i$1$J$$>uUBV$, B3SSSFSss*sol#e (B 


¢$BS3$N; vSKSDSSSFSO!"Sh$/$o$+$j$*$;$s$, 2 (B 
¢$BS_$:$+$_$5$s$0! "SISNSHS&$JI%$7!<31%8%9%G! <% ee x 
¿ŠB;H$C$F$$$kŠN$G$9$+1) ` eer 
¿$B$=$1$H$b;THN$N%G!<%?$G$9$+!) 
s NON S j Sag ՒՆ uy sss 
¿$B2;Dx$G3F<o%SI%i%`2;$,LDS$SC$SF$SSk$SN$+!"$G!<% a ԱՅՐ 
ESBSSS1ISISSSGSTSgG$&!#:#SO! "#GH#MG[NS$, OLHLE*$GS$9S, ! #2 (B 

2 SBS*%jS8STSKSNSDSNSN>19IGSO! "SG! <3?SrSISNSHS&SKIBSYS?S$SSNS+3 (B 
ESBSHSSS&S3SHSKG[NsS, :81&S5S1S*S9! #2 (B 


= 


e 


>i $B#1#2$G#1%*%/%?!<%V$"$, SkSJSsSFS3SHS$SbCN$i$J$S+SC$S?S7!"2;3Z$N4pAC$+$iJY6/S7¿ (B 
>2¿SBSJSSSHS@SaSJSSSGS7SgS&S+!#¿; (B 


ESBS=SsSIS3SHSISSSGS9!#ST!<SsSbCNSiSJS/SF2; 3ZSdSCSFSSSkE[S$bz (B 
ESBSSS*S9Sh!#S3S53SK!&!&!&26SNS3SHS+! #3 (8(՞՞:::: 


¢SB3NS+SKS"SkDxEYSNCN<1S01,MWSKSJISkS+SbS$7S18%S;S$s! #2 (B 
¢ SBSGSbBg>fIWSGS9Sh! #3 (B 
ESBS, SsSPSCSFS/S@S5SS! #2 (B 


¿SB!t@bpL@SKSŠšJSCSFSSSKS+SIS&S+?24G[!&!&!&!#¿ (B 


¿SB#H#i#r#o!J#H#i#r#ofylkulñk#i!!#N#a#k#a#yta#mka!K; (B 
hiro999@japan-net.or.jp 


--MESSAGE FILE 22665 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000009html.html 


——MESSAGE FILE 22666 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000010html1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.resource.sound.questions 
Subject: =?iso-2022-jp?Q?Re:_=1BSB%1%i%° SN#V#A#BSG ! =3CS=3F :n@.SNJ}K! SKSDSSSF=1B=28?= 
=?iso-2022-3jp?Q?B?= 
Date: Fri, 2 May 1997 01:59:48 +0900 
Organization: PlayStation Net Yarouze 
Lines: 87 
Message-ID: <5kai62SroaQnewsl.scei.co.jp> 
References: <336564BE.F4D@hal.ac.jp> <0lbc54f9S07eb9200šSLocalHost@sat.ga2.so-net.or. 
jp> <33686B4E.468B@hal.ac.jp> 
NNTP-Posting-Host: 202.212.26.169 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


2SBS_$:$+$_$5$s!"SOS8SaS*S7SF! #3; (B 
¿SB#H#i#r#oSGS91#; (B 


¿SB#SH#A#T!SS5SsSN2r@bS7S$S?#C#4!"#C!t#4SK; (B 
¿SBJLSN2; Sr3dSjEvVSFSk; (B 
¿SBSHSSS&S$S3SHSr%$5%&%SsSISU%S)!<%i%S`SK%$"%C%SW$S5S1SFSSSkKk¿O (B 
¿SBSASgSCSH$S@GS1%m%sC%s/!J#R#o#fc#k!%S#l#z#h!KSKSFSdSCSFSSS oo 
¿SBS3S1SKSO! "#V#A#B#D#e#s#i#g#n#e#r%sUs!%SS T ss ՆԱՆՈՐ 

¢ S$BF~SCSFSSSKSNSG! "O1EY8+SFS_SFS/S@S5S$! #2 (B 


¿SB#V#A#B#D#e#s!&!&$r3+$SSF¿ (B 
¿S$SB%S$G!<%?Sr8+SFSSS?2S@$/SH¿ (B 


¿SB#P#r#o#g#0!!!!#d#r#uñm#l!!!&!&!&¿ (B 
¿SBSHSJSCSFSSSkItJ,S,S"TSjJS“S9!# (B 


¿SB$S3S3SG!"#P#r#o#g#0$Sr%*/%j%SC%/S7SFSH!<%s%j%9%SH%&%#%s%SIS&Sr¿ (B 
¿SB3+S/SH¿ (B 


¿SB#O!!#b#d#l!!!&!&!&!&!&!!#6#O!!#O!!!!#O!l!!#6#RO!!!&!&¿ (B 
ISB#1!!#s#šn#e#šrše#l!!!s!&!!#681!!#01!!#681!!#4182871lls!&2 (B 


¿SBSH$SJSCS$SFS$SSSkS$SOS:$G$9!# (B 
¿SB$3$1SO!"#C#40J2<SOSP%9%SI%Si%` ` (Թ 


¿SB#C!t#40J>e$O%S9%M%"%$I%Si%S`$,LDSk!"$H$$$&Q@ Dj$GS$S9!#; (B 
¿SB>NS$7S/=q$/SH!"%$P%$9%SI%i%`$,85SN2;DxS$SGLDSKSN$O; (B 
¿SB#6#0!a#C#4; (B 

ESBSG!"2; SNLDSkKHOOOSO! "#C#4S°SG! #2 (B 

ESBS 9SMS"S1%Si%> SO85SN2; ee oe 
ESBLDSkHOOOSO! "#C!t#4$+Si>eSN2;DxSG$9! #2 (B 


ESBSIS* !"S5SSSWSISSSO0<~GH?tSO#4#4 ! SHLEKFH#EZSGSI! #2 (B 


éESB!*!*CmOU!*!*3 (B 

ESBS3S3SGSO#6#0! a#C#H4SHSTSFSSS*S95S, ¿(B 
é$B!"KMSN:n$C$?¢ (B 
ESB%G!<%?>eSGSO#6#O ! a#C#3SG2;$, @53NSKLDSCSFSSS*S9! #3 (B 
¢£$BS7!<%1%s%9%S=SUSHSN@_Dj>eSISNS$+! "SASGSCSHSOS+$4$*S;Ss$, !# (B 


ESB: .MpS9SKSNSG!"#6#0! a#tC#4SHS7SFS*S-S*S9!#z (B 


¿$B$3$SN%W%m%0%i%`$G!"¿ (B 
¿ŠSB#C#4!"#gC!thal"gCha!"kC!tha!&!&!& (B 


¿SBSH;¿ (B 
¿SB$S$CS?%71<%1%s%9%G!<%?$r:nŠkSŠH (B 


¿SŠB%$ISs!"%?%s!"%I%s!"%$?% ae 
¿SBSHSSS&ShS&SK2;S,LDSJS*S9!# (B 


¿SB#2#2!S#0OF5#K#H#zZzSN>19g!"%;%s%S?!<%SN!<%SHSr#7#2!a#C#4SHS9SkSH; (B 
¿SB@53NSKLDSkSOS:SGS9!#!JS@SCS?S+SJ!"SASgSCSHITOB!K¿ (B 


>¿SBSSS“SQ@SK2;SrC5S7EvSFSiS1SJSS>uBVS,B3SSSFSSS“S9!#¿ (B 


¿SBS3SN;vS$KS$DSSSFSO!"ShS$/SoS+$3jS$S $S;SsS,¿ (B 
¿S$SBS_S$S:$+S_S$S5$sSO!"SISNShS&$JS7!<%S1%s%9% — 

¿SBS HSCSESSSKSNSGSSST1)55S se ed eee Nebe Neen ՉԵԽ: (B 
¢SBS=$1SHSb; THNSNSG! <%?SGS9S+!) (8 

¿SBSbS7; THNSNSG! <% ?$rLD$is= s T tee ՏԱ ակա ա մարն 
£$B2;Dx$G3F<o%1%i% 2;$, LDSCSFSSSKSNS+!"%SG!<% ee 
2 SBS$$1$IS$$G$7Sg$6! F: #SO!"#G#MG[Ns$, OLHLE*SGS9S, ! #2 (B 
ee s A 5 t ՈՒՆ (B 
ESBSHSSS&S3SHSKG[NsS, :81&S5S1S*S9! #3 (B 
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>i $B#1#2$G#1%*%/%?!<%V$"$, SkSISSSFS$3SHSHCNSiSIS+$C$2$7!"2; 3ZSN4pAC$+$iJY6/$7z (B 
>¿SBSJSSSHS@SaSJSSSGS7SgS&S+!#¿ (B 


ESBS=SsSIS3SHSISSSGS9!#ST!<SsSbCNSiSIS/SF2; 3ZSdSCSFSSSkE[S$bz (B 
ESBSSS*S9Sh!#S3S53SK!&!&!&26SNS3SHS+! #3 (8(՞՞:::: 


¢SB3NS+SKS"SkDxXEYSNCN<1S01,MWSKSJISkS+SbS$7S18%S;Ss! #2 (B 
ESBSGSbBg>fIWS$GS$9$Sh! #2 (B 
ESBS, SsSPSCSFS/S@S5SS! #2 (B 


¿SB!t@pL@SKSšJSCSFSSSkKS+SIS&S+?24G[!&!&!&!#¿ (B 


i $BHH#i#r#o!J#H#i#r#o#y#u#k#i!!#N#a#kłały#a#m#a!Ke (B 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 22666 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000010html.html 


——MESSAGE FILE 22667 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000011htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Re: ¢$B%1%i%* SN#V#A#BSG!<%?:n@.SNI}K!SKSDSSS$F¢ (J¿¿$B'^¿ (JB 

Date: 1 May 1997 17:13:53 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5kajOhSrpa@newsl.scei.co.jp> 

References: <336564BE.F4D@hal.ac.jp> <Olbc54f9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B4E.468B@hal.ac.jp> <5kai5lSro9@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.212.26.179 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS4SaSsSJIS5SS!#%1%9S,%, SASC%S] S3SKSISCSESTS*SSS*°S7S?! #2 (J 
¢$BS*S*S1SKFS=EEPO?! #3 (J 

¿E $B$D$&FSEY$H#O#U#T#L#O#O#K$O; HSOSTSS!*3 (J 
éS$B?=S7TLUSISSSGS9! #2 (J 


¿SB#H#i#r#o!J#H#i#r#ofylkukk#i!!#N#a#k#a#y#a#mtia!K; (J 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 22667 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000011html1. html 


—-MESSAGE FILE 22668 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000012htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Re: ¢SB%1%i% SN#V#A#BSG!<%?:n@.SNI}K!SKSDSSSF3 (Jz¢SB'%¢ (JB 

Date: 1 May 1997 17:13:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5kaj0kSrpa@newsl.scei.co.jp> 

References: <336564BE.F4D@hal.ac.jp> <01lbc54f£9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B4E.468B@hal.ac.jp> <5kai5lSro9@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.212.26.179 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS4Sa$sS$SJS5$$!#%1%9$,%, SA%C%] S3SKSTSCSFSTS*SSS*°S7S?! #2 (J 
ESBS*S*S1SKFS=EEPO?! #¿ (J 
¿SBSbS&FsEYSH#O#U#T#L#O#O#KSO;HSoSJSS!*¿ (J 
¿S$B?=$7Lu$J$S$SG$9!#; (J 


¿SB#H#i#r#o!J#H#i#r#ofyiu#k#i!!#N#a#k#a#y#a#mti#a!K;ə (J 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 22668 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000012html.html 
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—--MESSAGE FILE 22669 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000013htm1. html 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Mizukami" <miz—kam@hal.ac.jp> 
Newsgroups: playstation.ny.resource.sound.questions 
Subject: Re: =?iso-2022-jp?B?GyRCJUklLaSVgJE4 jJViNBIOI1LRyE8JUT8 6bkAUJESKFUSHIJESKRCQKJEY 
bKEo=?=¢ 
=?1s0-2022-jp?B?GyRCJ1L4bKEpC?= 
Date: Fri, 02 May 1997 12:22:56 +0900 
Organization: PlayStation Net Yarouze 
Lines: 20 
Message-ID: <33695E10.62D2@hal.ac.jp> 
References: <336564BE.F4D@hal.ac.jp> <Olbc54f9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B4E.468B@hal.ac.jp> <5kai5lSro9@newsl.scei.co.jp> <5kajOkSrpa@newsl.scei.c 
o. jp> 
NNTP-Posting-Host: 202.216.233.144 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


ESBS_$:$+$_$G6$92 (J 


¿SBS4SaSsSJS5SS!#%S1%9S,%, SA%C%S] S3SKSISCSFSTS*SSS*°S7S? ! #2 (J 
¢$BS*S*S1SKFS=EEPO?! #3 (J 
éSBSDS&FSEYSH#O#UFTH#LFOHOHKSO; HSOSTSS!*3 (J 
é$B?=S7TLUSISSSGS9! #2 (J 


ESBS"Sd$“SKSNSOS3SASiSNI}$G!"KMS,$*°SAS$, SCSF#2ZDLF1$8I* $rAwSC$FS$7$°S$C$?SN$G$3¢ (J 
¿SBS&SSS&S3SHSKSJSCS?SsS8ScSJSSS+SH;WSSS*S9!#S4SaSsSJS5S$S!#¿ (J 


¿SB6J3$NSG!<%?$GS95, ! "KMSO3X9; $GF1$8%/%i%9SN#Y7/$KMj$s$G:n$CSFSb$i$$$*$7$?! #2 (J 
éESBH SO! "#Btatl#l#atdte#3$G6TSrin$j!"S1%33%s%] !<S6SGHSHM#F SUS) !<S*SCSH#ISKS3¢ (J 
2 SBSS%P ! <$HS7SFKMSKEO$7$F$/$1$*S7$?!#2;8;$O!"#S#C! ] #5#54M#k! ]-6$@SC$?SH; WS$z (J 
2585-5918: (7 


é$B:#!"H* $K:n$C$F$b$i$C$?6J$O!"%5%sWSk%W%m%0%i%` $G; HSCSFS$S$k2; 8; SGLDSi$7SF¢ (J 
ESBSSS*SOl#e (J 


Name : T.Mizukami 

E-Mail : miz-kam@hal.ac.jp 

—-MESSAGE FILE 22669 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000013htm1. html 


—-MESSAGE FILE 22670 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000014htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 


Subject: =?ISO-2022-JP?B?UmU6IBskOQiVIJWk1YCROI1Y JOSNCJUcChPCU/Om5ALiROSn1ILISRLUEQbKEO 
=?= 


=?1ISO-2022-JP?B?GyRCUCQkRhsoSg==?= 
Date: 2 May 1997 04:57:28 GMT 
Organization: PlayStation Net Yarouze 
Lines: 27 
Message-ID: <5kbs7oSib@newsl.scei.co.jp> 
References: <336564BE.F4D@hal.ac.jp> <01lbc54f£9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B4E.468B@hal.ac.jp> <5kaié62Sroa@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.147 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


ESBESHAFT! SSGSO9!l #2 (J 
Hiroyuki Nakayama <hiro999@japan-net.or.jp> wrote in article 


> ¿$B!*!*Cm0U!*!*; (J 
> ¿$B$3$3Ş$G$O#6#0!a#C#4$H$7$F$$$^$9$,¿ (J 


Net Yaroze newsgroups message dump.txt 


> 2$B!"KMSN:n$C$?¢ (J 
> ESB%G!<%?>eSGSO#6#0 ! a#tC#3$G2;$, @S53NSKLDSCSFSSS*S9! #2 (J 
> 2S$B%7!<%1%s%9%=SUSHSN@_Dj>eSTSNS+! "SASGSCSHSO0S+$4S%S;SsS, !#3 (J 


¿SB?=S7LuSJSSSGS9!#SbS7S+S7SFS3S1S,=t0-SN:,85S$S+Sb¿ (J (^^; 


¿SB%7!<%1%s%9%=%U%SH$KShS$C$F!"SN!<%H%$J%s%P!<#6#0$,#C#3SN>19g$H#C#4SN>19g; (J 
¿SBS,S"Sk$Ss$G$91#$-—$Ss$J;v$95C$+$j)K:S1SFP!"<+J, SN%$=%SUSHS,#6#01a#C#49JS$NSG¿ (J 


¿SB$=S$S&=q$9S$SFS7S7SSS“S7S?!#¿ (J 


ESBSASTS_SK#M#U#8 #OSNS* SKSES"SkKSLB+SKSH! "SN! <SHSISsoP!<#O#OSOHCH3ISHSISCE (J 
¿SBSFSSS*S7S?!1#3Z4osa!<%+!<$,S=$S&=qSSSFSkS$SsS$SGS9S$S+$Si!"S3SASISNI=5-SNS[S&¿ (J 


ESBS, OLHLE*SISsS@SH;WSS$*Sol#e (J 


iSBSFS_ $F2<$5$$!#¿ (J 


1 e= Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


¿SB: .Mp$r>7$/; v= ՆԱՅ» $*S;SsSGS7$?!#?e>eS5SsSb$3SNE@Sr$<SRZAZS'SC%/S7z ( 
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—-MESSAGE FILE 22670 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 


s/00000014html. html 


——MESSAGE FILE 22671 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 


ons/00000015htm1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.resource.sound. questions 


Subject: =?ISO-2022-JP?B?UmU6IBSkOQiVIJWk1LYCROI1Y jJOSNCJUchPCU/Om5ALiROSn1ILISRLJEQbKEO 


-7- 

=?1SO-2022-JP?B?GyRCUCQkRhsoSg==?= 
Date: 2 May 1997 11:39:21 GMT 
Organization: PlayStation Net Yarouze 
Lines: 40 
Message-ID: <5kcjp9$14j2@newsl.scei.co.jp> 


References: <336564BE.F4D@hal.ac.jp> <01lbc54f£9S07eb9200SLocalHost@sat.ga2.so-net.or. 
յք» <33686B4E.468B@hal.ac.jp> <5kai5lSro9@newsl.scei.co.jp> <5kajO0k$rpa@newsl.scei.c 


o.jp> <33695E10.62D2@hal.ac.jp> 
NNTP-Posting-Host: 202.212.26.177 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBHEHHitr#OSGSO! #2 (J 


¿SB6JSN%G!<%?S$GS9S, !"KMSO3X9; SGF1S8%/%i%S9SN#Y7/SKM3j3SsSSG: Աա իայն S7S?!# (J 
¿SBH`SO! "#B#a#l#l#a#d#e#3SG6JS$Sr:nSj!"%1%3%s%]!<%6SG#S#M#F%US) !<S*SCSH#FISKS3¢ (J 
¿SBS SSP! <bHS7SFRMSKEOS7SFS/31$°57S?! #2; 9; $0! "#S#C! ] #54#54MER! | -CSESCS2SH; NESE (J 


¿SB:#!"H`SK:nSCSFSbSiSCS?6JSO!"%5%s%W%k%W%m%0%Si%`SG;HSCSFSSSk2;8;SGLDSiS7T7SF¿ (J 


> 
> 
> 
> ESBS*Sol#e (J 
> 
> 
> 


ESBSSS*SO!#e (J 


ESBSHSSSES3SHSO!"Sm!<% a 8;SN%I%Si%S`G[NsS$Sr:F8=$7ShS&SH¿ (J 
¿SBS7SFSSSKSNSGS7SgS&S+!) 

{85-5 TSF S=SNG[NS$KƏJŠEShŠCSK! "18=' 25 8; 8G! RTSNETELE: $N2; 2" Sr; (J 
¿SB:9S7BXS (S$ ?SSSHSSSES3SHSGS9S+!) 

ESBS3S1SKSDSSSFSO! "KMSO%m! <$ s q na 8:5Օ:)ՏՇՏԲՏ»515: 4 
ESBGINSS, $oS+$SiSJSSSNSGSIS&S9S1SPShSSS+EzS( (51515755505918: (J 


é$BSGSb!":n$CSFSbSi$C$?6d$, !"18=" 2; 8; %G!<%?2; ?'G[NSS=S$NS*S*SISNSKz (J 

2 SBSASCSsSHLDSCSF$/$1S$J$$SHS$$S&$3SHSGS7$?7$i | "S*3 (31ՀԽոմ յտ, 0cS$S&SHS+¿ (Մ 
¿SBSbSHSbSHI8=`2;8;%P%s%/SNSJS+SK2;S,F-SCSFSSSJSS!"EySNc (J 

2$B2'!9SJ>r70$, IMS ($i$1$*$9!#$3S1SKSDS$$S$FSO! "3+H/&D ! <SkZUS) !<%i%` $Nz (J 


¿$B2; 8; S{S9SHSH6OTSG! <%?Sr8+HFSYSFS Sk! "SHSSS&T}K!SKSISCSFS7S*°SSS*S9! #3 (J 


ESBE53NSKLDSiS7S?SSSHSSS&ESNSGS"S1ISP!"6I0SG; HSOSISFSSSk2; ?'Sr¢z (J 
ESB:n$C$?JI}SKI9OSSSFS_Sk;vSr$S*S9S9Sa$ST$*S9!l#ze (J 

¿ SB$=$N8e$G!"6J%G!<%?$KE, $7522; 8; %G!<%?Sr<+Jd, $G:nSkSHSS$S&¢ (J 
ESBN.S1SKSIS4S*S9! #2 (J 


Net Yaroze newsgroups message dump.txt Page 1522 


>>that the address returned for port 1 always points to physical memory 
>>location Ox8004EAEC, and port 2 always points to 0x8004EB10, this is 
>>slap bang in the middle of the system area. Does anyone know if these 
>>ports are memory mapped, or does the OS just stick the data at those 
>>addresses? 

> 

>On a yaroze maybe that's 'system' memory, but on a grey playstation it's 
>only the first 64k. So no, it's not memory mapped. that's understandable 
>really, seeing as the controllers are serial devices, and so they're pretty 
>hard to memory map (or at least, more difficult than providing the standard 
>serial registers). What I'd really like to know is whether the pads can 
>generate an interrupt or whether they're polled. not of course that we'd 
>ever be privvy to information like that, but it would be nice to have a 
>keyboard attached to a controller port, and polled I/O would be a lot more 
>cumbersome for something like that. 

> 

>toby. 


As far as I know they are being polled (every Vertical Retrace), as implied 
by the Yaroze manual. There are some routines hooked to the VSync interrupt 
and reading the status of the joypads is one of these routines. 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 2407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01110 


—-MESSAGE FILE 2408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001111 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting memory card fault 

Date: Wed, 10 Jun 1998 00:31:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <357DC5E3.ED113875@compuserve. com> 

References: <357C8169.9A5E5C0OA@compuserve.com> <slrn6énp2g8.12g.tjs@indyl6.cs.monash. 
edu.au> 

NNTP-Posting-Host: 1d37-114.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Toby Sargeant wrote: 
> On a yaroze maybe that's 'system' memory, but on a grey playstation it's 
> only the first 64k. So no, it's not memory mapped. 


Hmm well thats that idea out the window then : ( 


> really, seeing as the controllers are serial devices, and so they're pretty 
> hard to memory map (or at least, more difficult than providing the standard 
> serial registers). 


well, the psion organiser range of computers works on a serial bus, 

all you see from a programming perspective is a memory address, the 

nitty gritty of getting the info down a serial address/data bus is handled 
by the hardware, I was thinking maybe the playstation was similar, it must 
be something like this as the memory cards are on the same interface, & they 
are addressable. 


What I'd really like to know is whether the pads can 

generate an interrupt or whether they're polled. not of course that we'd 
ever be privvy to information like that, but it would be nice to have a 
keyboard attached to a controller port, and polled I/O would be a lot more 
cumbersome for something like that. 


V V V V V V 
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éSBS*SCS?$/$NS*%jS8SISkG [NS$K$7$ ?SSSHSSS&SNSGS7$?Si¢ (J 
ESBESHA#T ! SSOSSSAKMSNAO=RSN2r@b$, Lr$KN) SDSH;WSS$$*S9S, ! #2 (J 


¿SB6J%G!<%?@) :nS$h$j!"2; SG!<%S?@) :nSNJI}$,SdSdS$3S7SSS3SHSO; (J 
¢SB3NS+SG$9!#K\5SSG<hS jAHSbS&SHS9OSkKSH! "S"SkKDXEYSNCNK<1S$b3 (J 
E$BI,MWSKSISCSFS/SkSGS7SgSE! #2 (J 


é SBSASI$_SKKMS, SIS &$d$C$F2; 3ZSr:nSCS$FSSSkSNS+!)SHSSS&SH!&!&!&¿ (J 
¿SB!VSASgSCSHS@GS1#R#o#c#k!WSN#R#e#a#d#m#eSrFISsSGS/S@S5%$SS!#!J!O!O0O!(!(!(!(! (¿ (J 


¿SB#H#i#r#o!!!J#H#i#r#oty#fu#ñk#i!!#N#a#k#a#y#a#mia!K; (J 
hiro999@japan-net.or.jp 


—-MESSAGE FILE 22671 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000015html.html 


—-MESSAGE FILE 22672 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000016htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sazanta" <net34539@asciinet.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 


Subject: =?ISO-2022-JP?B?UmU6IBskOQiVJIJWk1YCROI1Y JOSNCJUchPCU/Om5ALiROSn1ILISRLJEQbKEO 
=?= 


=?1SO-2022-JP?B?GyRCUCQkRhsoSg==?= 
Date: 5 May 1997 15:51:27 GMT 
Organization: PlayStation Net Yarouze 
Lines: 61 
Message-ID: <01bc5969$c58076e0SLocalHost@Wanjiro.threeweb.ad.jp> 
References: <336564BE.F4D@hal.ac.jp> 
NNTP-Posting-Host: 202.235.203.253 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBSIS&Sb!"S5S6SsS?SGS9!#¿ (J 


¿SB%I%i%`%-%C%HSN:nSjJ)$GS9$,!"4pKNXE*$K$O%N!<%H%j% %C%H$r;HMOS7$F¿(J 
éSB:in@.Sr9TSSs*sSol#e (J 


VABz SBSG!<%?S0!"SW%mS0%i%* SHSSSES+SFS43 4! <SG6HAZSISISFSSS*S9! #3 (J 

¢ SB4pK\E* SKSO! "#13W%Sm30%i% > FbSN#1#63H!<%sSO! "A4SFF1$82; ?'S$GE}01$7¢ (J 
ESBSFS*S/SNS, !"SoOS+S3SASIS/SISCSFSSS*S9! #2 (J 

ESBSDS*S5!"2 (J 


¿ŠB!!%W%m%0%i%`#1!!1!11D!!$T%"%N¿ (J 
¿ŠB!!%W%m%0%i%`#21!!111D!!$.%?1<¿ (J 
¿ŠB!!%W%m%0%i%`#3!!!1!1D!!$USk!<%H; (J 
¿ŠBI1111111111111111111111111SJ$SISUST¿ (J 


¿SBShSCS$SFS?SSS, SSSO!"#1%W%m 


S0%i1%° #13H!<SSSHSISCSFS7S*°SSS*S9! #3 (J 
é$B!J<BSO$3S1SCSF!"S9S4SS%aSb%j 
1 


j?) SSSISNSG$9S, !D! Ke (J 


ESBS7S+S7!"#P#SSN#S#PH#USKSO! "GH7A: F@8SNQ@) 885, 5Տ"Տ)յՏ՞Տ7ՏԲ "(Մ 
£$B!V85GH7ASN862; $+Si!]#3S*S/S2!'<SVIA!\#2S*S/S2!'<SVS*SGS7S+O5S7S/¢ (J 
¢$B!!GH7AS, :F@8S5$1SIS$!W! JHOOOSOSASGSCSHS&SkK3PS (!Kz (J 
¿SBSHSSS&S*7hS“SjS,STSkSNSGS9!#¿ (J 

ESBSTS"SNSN2; SNS; $s%$? ! <SN! <SHSr#6#0SKS7S?>19g! "#8#40J>eSN%SsN!<%sHŠr¿ (J 
¿SŠBC!S$S/SHGH7AS, 3TS"SNSGSIS/SISCSFS7S“°S&SNSGS9O! #2 (J 

ESBSHSCSF! "STS"SZNSN80HWA4SFSNHOOOSr! VS*SHSbSK!W%S5%] !<SHS7SHSESHS93 (J 
ESBSKSH! "#4SDS+#5SDSNSTS"SNSNGH7AS, SSSkKSNSGS9! #2 (J 

ESBS3S3SGSH!<%Ss$, 3hHLVS7S*S9! #2 (J 


note 

32 48 60 72 84 96 

¿SB!C¿ (J ¿SB!C¿ (J ¿$B!C¿ (Ժ----------- 
¿SB!C¿ (J tone 0 ¿SB!C¿ (J tone 1 ¿SB!C¿ (J tone 2 
¿$B!!%H!<%s#0!!!!!D!!85GH7A$, SN! <SH#4#8SN2; ՏՇ5:55521ՀՏԱԼՀՏՈՏ, #4#8¿ (J 
¿SB1!1111111111111111SNST%S"SN¿ (J 
¿SB111111111111111111SN!<%SH%j%S_SCSH!!#3#2!AT5#F9;¿ (J 
¿SB!!SH!<%Ss#1!!!!!D!!85GH7AS, SN! <SH#7T#2SN2; $G6%;%S%S?!<3N!<SHS, #7#2¢ (J 
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¿SB!1111111111111!1!!!1SN!<%SH%jJ%$_%SC%H!!#6#O0!A#8#3¿ (J 
é5B!!%SH!<Ss#2!!!!!D!!85GH7AS, SN! <SH#9#6SN2; S$GS;SSS?7!<SN!<SHS, #9#6¿ (J 
¿$B1111111111111111!1SN%ST%S"SN¿ (J 
¿SB!1111111111111!!!1!1SN!<%SH%j%_%C%SH!!#8#4!A#1#0#7¿ (J 


é$B!!!78S$:S1SNGH7ASb!"<~GH?t¢z (J44.1KHzzSBSN>19gSGS9!#!Kz (J 


ESBS3S&S7SFS*S/SH!"<+A3STSTS"SNSN2;$,=PSkShHS&SKSTSKSOSISISNSGS9! #3 (J 


ESBSH!"S3S3S*SGRbLESTSFS*SSSFSISSSISNSGS$ 9S, !"<B$O¿ (J VabDesizS$BSr;HSCSF¢ (Մ 
¢SBS*SiS1SkKSNSGS"S1SP!"#S#CHEMMS, Ds6!S5S1SFSSSkS53S2WSKSNz (J VABZSBSr!"3 (J 
VabDesiz SBSKFIS_9~S$*S;SF!"ZW3mS0%$i%° #1#2#7Sr; 2>HSOSKSNS, AaSSSH;W3 (J 
ESBSS$*S$92 (Մ(՞ ՞չ 


ESBSdSjI}SO!"#S#CHEMMSNDS6!S7SFSSSkz (JVHZ SBSH¢ (JVBzSBSr7k9gS7$F¢ (J VABZSB$r:n@.$7!"z 
(J 

VAB SBSrFIS_9~S* Sr<B9TS9SI1SP; (JVHZ SBS, <h$j9~SaSkShS&SKSISCSFSSS“*S9! #3 (J 

¿SB!J¿ (JVHE SBSH: (JVB $B$N7k9g$b¿ (J VabDesigSBSGITS (S*S9!Kz (J 

ESBSG!"S3S1SGCE?HS, 8+S1S*S9SNSG!"S8SCS/SjISH8&5£S7SFS_SF2<S5SS! #3 (J 


¿S$SB0J>e!"D9J8SK$J$j?=$7Lu$"$j$2$;Ss$GS$S7S?!1# (J 


PXHO04616@niftyserve.or.jp 
¿SB$5S6Ss$2¿ (J 


—-MESSAGE FILE 22672 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000016html.html 


——MESSAGE FILE 22673 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000017html1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Sazanta" <net34539@asciinet.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Vab Desiner;$B%5%]!<SHSN!<SHz (J 

Date: 5 May 1997 16:04:02 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <01bc596dS$c38df8e0SLocalHost@Wanjiro.threeweb.ad.jp> 
NNTP-Posting-Host: 202.235.203.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB!ZL>¿ (J ¿SB!!¿ (J ¿SB>N![!!¿ (JVab Designer 

¿SB!ZEP¿ (J ¿SBO?¿ (J ¢SBL>![!!¢  (Jvabde100.1zh 

¿SB!ZEP¿ (J ¿$BO?¿ (J ¢$B@h! [!!¢ (J/forum/resource/sound 
éSB!Z@) :n<TL>![!!$5S6Ss$?;(J PXHO4616@niftyserve.or.jp 
2581276:47ոթ| 111: (711997/ 5/ 5 

é$B!ZE>:\>r7o! [!!IT2D¢ (J 

éSB!2ZF0:n4D6-![!!¢(JWindows 95 


Vab Designer; SBSO; (J Windows; SB>eS$G; (J Vabz$B%U%!%SSkSN:n@.Sr9TSE&SHSNSG: (J 
¿SBS91#!J¿ (Jmkvab.exe¿$B$N¿ (J Windows: S$BHGSHOMS (SFSbSiSCSF9I=SSS%S;Ss!#!Ke (J 


Vab Designer ¿$B$O0O!"¿ (JVisual Basic;$BSG:n@.S5S1SFSSSkS$?Sa!"K\SW (J 
¿SB%$m%0%i%`SNB>SK%Si%Ss%?%S%S`%iSS%SV%SiSjS, I, MWSKSJSjJS *S9!#¿ (J 

¿$B$b$7¿ (J Vab Designer¿SBSr5/F0;-S$KI,MWSJSUS!%SS%Sk$,L5$SSHCmOUS$Sr<u;z (J 
¿SB$1S2S7S2$S1i!1"JLESSiSS%$?%S$S%S`Si%$S%SV%SiSj$rF-7<j$7$JS$S1S1SP$J$S3jS (J 
¿SBS;Ss!# (J 
¿SB%$i%s%?2%S%`%i%S%$V%$i%jSNF2<jJ)K!$OSS$m$SSmS"SjS2AS9$, !"@[:n$N¿ (J 
Timpack¿$B$K$ÞbF~$C$F$*$J$^$9$N$G!"$I$&$>$4MxMQ$/$0$5$$!# (J 


PXH04616@niftyserve.or.jp 
ESBS5$6$s$2¢ (J 


--MESSAGE FILE 22673 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000017html.html 


Net Yaroze newsgroups message dump.txt Page 15213 


——MESSAGE FILE 22674 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000018htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "T.Mizukami" <miz—kam@hal.ac.jp> 

Newsgroups: playstation.ny.resource.sound. questions 

Subject: Re: =?iso-2022-jp?B?GyRCJUklLaSVgJE4 jJViNBIOI1LRyE8JUT8 6bkAUJE5SKfUShHIJESkKRBsoSg= 
=?= 


=?1iso-2022-jp?B?GyRCUCQkRhsoSg==?= 
Date: Tue, 20 May 1997 18:35:27 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <3381705F.D2A@hal.ac.jp> 
References: <336564BE.F4D@hal.ac.jp> <01bc5969Sc58076e0SLocalHost@Wanjiro.threeweb.a 
d.jp> 
NNTP-Posting-Host: 202.216.233.134 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


éSBS_$:$+S_SGS9! #32 (J 
ESBIV; v$r=q$/$N$, CY$1$F$7$^$$$^$7$?!#$9$$$^$; Ss!#¿ (J 
¿ ŞB$=Ş$N8e% 55s W%j5s%0$7$?%I%i%` SN2;Sr!"#P#S>eESGLDSiISIS3SHSKE. 8yS7S*S7S?! #3 (J 


¿S$SB2;SO!"2HSK$"Sk#S#C!]#8#8#S#TSN%I%Si%`SN2;Sr%F!<%WŠ$KO?2;$7SF!"#4#41% L 
¿SB#zSG%5%s%W%j%Ss%0$7S%$7S?!#SdSCSHLDSiS9S3SH$,SGS-SFKNEvSKShS$+SCS?!#¿ (Մ 


Name : T.Mizukami 

E-Mail : miz-kamQhal.ac.jp 

—-MESSAGE FILE 22674 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
Տ/00000018հետ1. html 


——MESSAGE FILE 22675 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000019html1. html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.resource.sound.questions 
Subject: =?1s0-2022-jp?Q?=1BSBS5%Sstw%jSsS0%G! =3C%=3F=1B=2 8B? 
Date: Sat, 7 Jun 1997 13:01:06 -0700 
Organization: SCEA Net Yaroze News 
Lines: 13 
Message-ID: <5ncedb$ j6g1@scea> 
NNTP-Posting-Host: pm3c-32.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿SB%5%s%*W%$j%s%0%G!<%?$NCx:n8"$CSŠSF!"SIS&SJSCSFSSSkKSNSGS7SgS$&!)¿ (B 
é$BCx:n8"%U%4!<SN%G!<%?S09=S$S$°S;S5sS,!"; O er ene T լ51: 
¿SB%5%s%*$W%$j%Ss%0S9S$k>1l19g; (8(ՀՏ8ԱՇՏ (SP! "S9SMS"O01LH/SHS+%3Y!<S9SiSSSSSN% (o ss B)¿$B! 
"S=S1SiSNz (B 


¿SBS G!<%?$r;HMQS$9S$k:]SK$OLdBJ$O$J55SG$79gS5&S+!#¿ (B 
(¿SB%"%a%j%+S$G$SO¿(B)D.J.¿Š$BSO;THNS5$1$FSS$$k6JSNOlItS$rS$Sk!<%$W$K$7SF!"%,%s%,%sS$SK;H$CSF¿ 
(B 

ESBS*S9S, !"S 3S1SCSFSSSSSNS+SJS! !) 

(՞՞չ 


Kenshin 
kenshin@pacificnet.net 


—-MESSAGE FILE 22675 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000019htm1. html 
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--MESSAGE FILE 22676 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000020html1 html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJTULcyVXJWolcyUwJUchPCU/GyhK?= 
Date: Tue, 10 Jun 1997 00:48:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <339C25BA.446D@ppp.bekkoame.or. յք» 

References: <5ncedb$j6g1l@scea> 

NNTP-Posting-Host: 202.231.202.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


2 SBSUS) !<%i%`%j!<%Q!<SNEh$G$9;¿ (J 


Kenshin Fujiwara wrote: 

> 

> ¿SB%$5%s%sW%j%s%0%G!<%?SNCx:n8"SCSF!"T"SIS&SJSCSFSSSkSNSGS7SgS&!)¿ (J 

> ¢SBCx:n8"%U%j!<SN%G!<%?S09=SS$S$*°S;SsS,!"; THNSSSISFSSSk#CHDEYS+Si#1!"#2ICS[SIz 

> 2£$BS5%sSWS5%SS0S9Sk>19gz (J (ESBNcS (SP!"S9SMS"01LH/SHS+SY!<S9SiSSSSSN% e yes 
B!"S=S1SiSNz (J 

> ¿$B$%$ G!<%?$r;HMQS9Sk:]SKSOLdBjSOSJSSSGS7SgS&S+!#¿ (J 

> (¿S$B%"%a%j%+$G$O¿(J)D.J.¿SBSO;THNS561SFS$S$Sk6JSNOlIt$r%$k!<%W$K$7$F!"%,%s%,%s$K;H$C$ 
F¿ (J 

> gSBS*S9S,!"S3S1SCSFSSSSSNS$+$J$!!) 


> CS 


Ա 


ESBSIS&SISSSGSTSGSES+!) 7 dA$DCx:n8"$H$+>\$7$/CN$J$^S; $s$,$2?$7$+$K¢ (J 
$B; HSCSFS$*% S9ShSM!43"Sa4 3+SHF | K\$G$OCx:n8"K!$H$+0c$&$G$7$g$&$1$I; (J 
¿$B>/$J$/$H$ÞbCx: n8"<TSKS*; GSSSON) SFSFSSSkSH;WS&SSSGS95, | JS?SVSS K£ (J 
¿SBS$SG!"$=$3S$SG#O#K$SS?$SQ@$1$1$P$S$SSs$GS7SgS&SMI!#¿ (J 


¿SBSHS3S$Sm$GJX>h<ALd$7SFS7S A S&SNSGS9S,2;8;SJSsS+SOSIS&SJSSsSGS7SgS&SM!#; (J 
¿SB%m!<%iSs%SISN#S#C!]#8#8SHS+$Š"SkSsS$GS9$,$3S1Sb#V#A#GSŠSHS+SŠK; (J 
¿SBJQ49S9SkSNSbS“S:SSShS&SJ5$9$S, S9Sk!#SGSbS7SFS_S?SS!# (I(^^; 

Resource Forum Leader;$B!J; (Jshima Motoji¿$B!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! (Մ http://wwwl.scei.co.jp/~cfr00055/ 

—-MESSAGE FILE 22676 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000020html1. html 


—-MESSAGE FILE 22677 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000021htm1. html 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.resource.sound.questions 
Subject: =?iso0-2022-jp?Q?Re:_=1BSBS5%s%w%jSs%0%G! =3C%=3F=1B=2 8B? 
Date: Mon, 9 Jun 1997 12:28:24 -0700 
Organization: SCEA Net Yaroze News 
Lines: 21 
Message-ID: <5nhl6ép$ j6g4@scea> 
References: <5ncedbS$j6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: pm3a-18.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Motoji Shima wrote in article <339C25BA.446D@ppp.bekkoame.or.jp>. 

>¢ SBSHS$3$m$GIX>h<ALd$7$SFS7S*°S&SNSGS9S, 2; 8; $J$s$+SOSIS&SISSSGS7SgSESM! փ: (B 
>2SBSm!<SisssISN#S#C! | #848SHS+5"SkSs$G$9S, S3S1Sb#V#A#GSHS+SKz (B 
>¢$BIQ4 9S 9SkKSNSbDS*S:SSShHSESI5SSS, SISk! #SGSHOS7TSFS_S$?SS!#¢ (8(՞՞չ 


SC-88 zSBSISISN30It2; 8; $@SH%5%sSSW%S 4%S%S0S9Sk; ~SOSi SSSSF~NOS+SiSGSISSSH#P#CSK3: (B 
¿ $BEF~NO$G$-$^$; $s$, !"¿ (BSound Blaster AWE ¿S$BSŠJSISO¿ (B GS/GM ¿$B5,3J$N2;8;$r:G=i$C$+ 
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$iz(B 
Windows ¿$B$GD>@\FI$a$k7A<0$GJ]B8$7$F$"$J$^$9!#¿ (B 
ESBS3$1SCSF!"!V<+M3SK; HSCSF2<S$5$5 ! WSCSF8@SCSFSSSkShS&SISDSNSGS9SM! #3 (8(՞՞չ 

Strings ¢$B70$0%5%s%W%j%S%0S7SKS/SSSNSG!"8=:_SOD>@\z(B GS/GM ¢$BSN%U%S!%$%k$r¢ (8 VAG 
¿ SBSKIQ49$7SF; HSCSFSSS*S9!#¢ (B 

ՀՏ82: <ASO; (B(¢SB30It%isS%s$rDL$7SFSSSISSSNSG; (B) ESB8@S&S*SGSbSIS/D69bDIJ<ASGS9! #3 (B 
¢SB8D?ME*SKSO! V30It2; 8; $N%5%s%W%4%S%0; HMOSO#O#K ! WSGSOSTSSS+SH; WSSS*%S9! #3 (B 
ESBS=S&SGSIS1S1SP%$£!<%6!<S$02; 8; SN2?SKBPS7SFS* 6bSrJ'$CS$?; VSKSISKSNSGS7$g$&!) ¢ (B(T_T) 
(MIDI ¢$B%G!<%?:F@8@1MOSHS+!&!&!&z (B) 


Kenshin 
kenshin@pacificnet.net 


—-MESSAGE FILE 22677 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
Տ/00000021հետ1. html 


—-MESSAGE FILE 22678 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
օոտ/00000022հեռ1.հետԼ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.sound. questions 

Subject: Re: =?ISO-2022-JP?B?GyRCJTULcyVXJWolcyUwJUchPCU/GyhC?= 
Date: Tue, 10 Jun 1997 16:56:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <redbug$ff8d19970610165659@news1.scei.co.jp> 
References: <5ncedbS$j6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 133.130.133.15 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.resource.sound.questions ¿SBSN¿ (B <339C25BA.446D@ppp.bekkoame.or. յք» 
ՀՏՑՏԱչ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/06/10/ 00:48 ¿S$B:"!" (B 

Motoji Shima <mtamaki@ppp.bekkoame.or.jp>zSBS5SsSO=qS-S*S7S?!#¢2 (B 
>éSBSIS&$I$s$G$7$g$&S$+!) ;d$bCx:n8"SHS+>\$7$S/CNS5$*S;$s$,$?$7$+S$Kz¢ (B 

>: SB; HSCSFS*S9ShSM! 2" 3084 3+SHF |K\$GSOCx:n8"K! SHS+0cS&SGS7$g$&ES1S1¢ 
O SHP sns ՇՏՏՏՕԱ) SFSFSSSkSH;WS&SsS$GS9S, !JS?SVSs!K; ( = 
>2SBSG! "S=S3SGHOFKSSS 2S@S1S1SPSSSS$SsSG$7$gS&SM! #2 (B 
¿SB%"%a%j%S+$GSOCx:nJ*$K¿ (B Copyright ¢$BSHL@5-$7SISSSHCx:n8"S,H/@8S7SI$SSS=S&S$GS9S, |" 


: SBE 
¿SB$3SHS,-PMhSJSSIKSsS0S- S&SGS91FSIS3SGFISSSOSNS+SJ!) 3P$ ( (SFSJS5515114; (B 


¿S$BC/$S+3NG'$G$S-$k?M!"%SUS)%m!<$S/$SQ@S5$SS!#; (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 22678 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000022html1-html 


—-MESSAGE FILE 22679 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000023htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.sound. questions 

Subject: Re: =?iso-2022-jp?Q?Re:_=1BS$B%5%s%W%4j%Ss%0%G!=3C%=3F=1B=28B? 

Date: Tue, 10 Jun 1997 16:58:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <redbug$ff8d19970610165855@news1l.scei.co.jp> 

References: <5ncedbS$j6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> <5nhl6ép$j6g4@scea> 
NNTP-Posting-Host: 133.130.133.15 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
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X-Posting-Software: WSNews 2.017 


RedBug; $BSG$9! #2 (B 


playstation.ny.resource.sound.questions ¿$B$N¿ (B <5nhl6p$j6g4@scea> ¿SBSN; (B 

¿$B5-; v$K$*$$$F:¿ (B 1997/06/09/ 12:28 ¿$B:"!"¿ (B 

"Kenshin Fujiwara" <kenshin@pacificnet.net>z;SBS5S$sS$O=q$-S*S7S?!#¢(B 

>¢ $B8D?ME*$K$O!V30It2; 8; $N%5%S%W%j%s%0; HMOSO#O#K ! WSGSOSTSSS+SH; WSSS*S9! #3 (B 
>¢SBS=S&SGSIS1S1SP%F£!<%6!<SO2; 8; SN2?SKBPS7SFS*6bSrJ'SCS?;vSKSIJSkKSNSGS7SgS$6&!) ¢ (B(T_T) 
>(MIDI ¢SB%G!<%?:F@8@1MOSHS+!&!&!&@ (B) 


éESB30It! "FbIt$K4xXSo$i$:!"5[SS=P$7$?%SG!<%?SGSISS8BS jLdBISTSSSNSGSOSTSSSGS7Sg$&S+!) (B 
ESBFDIt2; 8; SHSiSSSSS"% aa S9S1SPLABIJSISSS+SH! #2 (B 
¿SB%$G%8%?%k%G!<%?SrIJ<ASrMnSHS7SFS3%Ss%*%$P!<%HS7S?>19gSOSIS&SJSsSGS7SgS&!)¿ (B 


z SBS* $:SSShS&SI58$,S$7S*S9S1sll#e (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 22679 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000023html1-.html 


—-MESSAGE FILE 22680 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000024htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJTULcyVXJWolcyUwJUchPCU/GyhK?= 

Date: Tue, 10 Jun 1997 22:42:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <339D59CA.37B9@ppp.bekkoame.or. յք» 

References: <5ncedbS$j6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> <5nhl6ép$j6g4@scea> 
<redbug$ff8d19970610165855@news1.scei.co. յք» 

NNTP-Posting-Host: 202.231.202.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


RedBug wrote: 

> 

> RedBug¿SBSGS9!#;¿ (J 
> 


ESBS3Ss$KSASO; (JRedBugz $B$5Ss! #2 (J 


> 

> -SB30It!"FbItSK4xXS$oS$iS$:!"5[S$S=P$7S?%G! <%?SGSISS8BS jLdBjSISSSNSGSOSTSSSGS7TSgS&S+4+!) ¢ 
(J 

> gSBFbIt2; 8; Sb%iS$%s%"S&SHSTDLS7SFO?2; S9SISPLAUBFSISSS+SH! #3 (J 

> 


ESBS&SS!"S=S&SGS9SM! #2; 8; SrMKXMOS7SF=P$7$?2; $G$I$/2; 8; <+BNSNFbDB! SNS"Sk%4%5%3:¢ (J 
SBS SKz (J 

7SBCx:n8"$, $"SkSHSS$S&S$3SHSGS9SM! #2 (J 

¿SB%$3%s%T%e!<%?SG805S495 (SkSH#CHP HUSNSMS8%C% /SKCx:n8"SOS"SkS, #C#P#USr; (J 
LSB;HSCS?SbSNSOS-SNS+S.SJSGSJSSSHSSS&S3SHSGS9SMI#SJSKkSISI!#¿ (J 


Resource Forum Leader;$B!J; (Jshima Motoji¿$B!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

SSE WJ (J http://wwwl.scei.co.jp/-cfr00055/ 

--MESSAGE FILE 22680 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000024html.htm1l 


——MESSAGE FILE 22681 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000025htm1. html 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
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Newsgroups: playstation.ny.resource.sound.questions 
Subject: =?iso0-2022-jp?Q?Re:_=1BSBS5%sSwW%jSs%0%SG! =3C%=3F=1B=2 8B? 
Date: Tue, 10 Jun 1997 10:19:24 -0700 
Organization: SCEA Net Yaroze News 
Lines: 27 
Message-ID: <5nk207$j6g5@scea> 
References: <5ncedbS$j6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> <redbug$ff8d199706 
10165659@news1.scei.co.jp> 
NNTP-Posting-Host: pm3a-3.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


SCEA ¿SBSN¿ (B Kenshin ¢SBSGS9! #2 (B 


RedBug wrote in article 
>¢$BS"%Sa%SjS+SGSOCx:nJ*SKz(B Copyright ¢~SBSHL@5-S$7SISSSHCx:n8"S,H/@8S7SISSS=S&S$GS9S, | 
ու (8 
>s SBF |K\$GSOL@5-$7$J$/$F$bCx:n8"$, H/@8$9Sk ! JSUSK! "S9SYSFSNCx:n8"$rd|4~$9S$k¢ (B 
>¿$BS3SHS,=PMhSJSS!KSsSQ@S=S&SGS9!#SIS3SGFISSSQSNS+SJ!)3PS(SFSJSSS1SI!# (B 
> 
>¿$SBC/$S+3NG'$GS-S$Sk?M!"%$U%S)%m!<S$S/$S@S5SS!# (l 


ա 


¿SBS=SNDLSjSGS9!#¿ (B 
¿S$SB%"%ša%j%+$SG$O¿(B Copyright (¿SŠBDL>N¿ (B (C) ¿$B%^!<%/¿ (8) 258525Տչ (B Copyleft ¿$B$r0U 
2“E*SKL@5-$79JSS8BSj!"¿ (B 

é SBIUBS$ 9$kCx:n8"SOH/@8$7$*$;$s!#z (B(¿SB>/$SJ$/$H$b%s=% 
LSBS7S+$7! "Sd$O$ jHyL/$J=4j$0Cx: nJ* SNMxMQSHS=SN%m38%3C%/! 7 
#2(B 
¿SB:G6aSN; (B Intel ¿$B$H¿ (B DEC ¿$B$NLABj$b$=$&$G$9$, !"Cx:nJ*$,7ASNS"S$Sk!VJ*!W$G$O$JS 
S$?SaSKz (B 

¿$B$5$i$K6-3&@~$r0z$/$N$,Fq$7$$$h$&$G$9! #2 (B 
¿$B$H$3$m$G!"Cx:n8"$,<+F0$KH/Q8$9$KkF|K\$G$O: (B PDS (Public Domain Software) ¿$B$N07$ 
$¿ (B 
2 SBSOSIS&SISCSFSSSKSNSGS7SgS&S+!) Հ (B 


'S"SKAXS7SFSOz (B) 
k%4%j%:%` SHSN6-36@~SGS9SM! 


ESBSISS$@$+%US) !<%i%` SNFOMFS+$i30S1SF$-$?5S$, 16161614: (Թ(՞՞չ ¿$B$9$$$^$;S$s!# (B 


Kenshin Fujiwara 


SCEA Net Yaroze 
Email: kenshin@pacificnet.net 


—-MESSAGE FILE 22681 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000025html.html 


——MESSAGE FILE 22682 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000026htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Re: =?iso0-2022-jp?Q?Re:_=1B$B%5%s%W%43%Ss%0%G!=3C%=3F=1B=28B? 

Date: Wed, 11 Jun 1997 10:44:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbug$ff8d19970611104443@news1.scei.co.jp> 

References: <5ncedbSj6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> <redbug$ff8d199706 
10165659@news1.scei.co.jp> <5nk207$ j6g5@scea> 

NNTP-Posting-Host: 133.130.133.12 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿$B$G$9!#¿ (B 


playstation.ny.resource.sound.questions ¿$B$N¿ (B <5nk207$j6g5@scea> ¿SBSN;¿ (B 
¿$B5-;v$K$*$$$F¿ (8 1997/06/10/ 10:19 ¢SB:"!"3 (B 
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"Kenshin Fujiwara" <kenshin@pacificnet.net>:;SBS5$s$O=q$-S*S7S?!#¢(B 
>SCEA ¿$B$N¿ (B Kenshin ¿$BS$GS9!#;¿ (8 


¿SBSIS&SbSGS9!#;¿ (B 

>¿S$B$HS3S$Sm$G!"Cx:n8"$,<+FO0$KH/@8S9S$SkF|KN$G$O; (B PDS (Public Domain Software) ¿$B$N07 
ՏՏՀ (B 
>¿SBSOSIS&SJSCSFSSSkSNSGS7SgS&S+!)¿ (B 


2$B!VCx:n8"<TSOBP>]Cx:nd*SK4X$9Sk8"MxSr01@ZMW5a$7SISS$!WS_S$?SSSJz (B 
ESBHIIT8SrS1S-SetsaSstHSKF~S1ISFSSSkS3SHS,B?SSSGS9SM! #2 (B 
2SB$3S1S,L5SSSHSSSDSGSb!J:GDc8BSN!KCx:n8"Sr9T;HSGS-S*S9S+Si!l#¢ (B 


> SBSISs$@$+%US%) !<%i%° SNFOMFS+Si30S1SFS-$75SS, 16161618: (B(%%; ¢gSBS9SSS%S;Ss! #3 (B 


£SBSU%S) Sm! <@h$r$I$3$KIQ9ISIS1SPS$$S$+$o$t+S$iSI$SsssG$3SNs*$*$s$$-$*$9z (8(՞՞չ) 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 


—-MESSAGE FILE 22682 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000026html.html 


——MESSAGE FILE 22683 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000027htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.resource.sound.questions 

Subject: Re: =?iso-2022-jp?B?GyRCJTULcyVXJWolcyUwJUchPCU/GyhK?= 

Date: Wed, 11 Jun 1997 23:48:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <339EBAAC.2710@ppp.bekkoame.or. յք» 

References: <5ncedbS$j6gl@scea> <339C25BA.446D@ppp.bekkoame.or.jp> <redbug$ff8d199706 
10165659@news1.scei.co.jp> <5nk207$ j6g5@scea> 

NNTP-Posting-Host: 202.231.199.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


Kenshin Fujiwara wrote: 


> ¿B$= SNDL$j$GS9!#¿(J 

> ¿$ŠB%"%a%j%+$GS$SO¿ (J Copyright (¿ŠBDL>N¿ (J (C) ¿$B%^!<%/¿ (J)¿$B5Z$S¿(J Copyleft ¿$B$r 
A U7AE*SKL05— $7$JSS8BSj!"2 (J 

> ¿$BIUBS$9$kCx:n8"$0H/08$7$^$; $s!#¿ (JU (¿SB>/SJS/SHSb%s=%SU%SH%&%'%"SK4XS7SŠSFSO¿ (J) 


éSB:G6a!"S3S&SSSCS?SHSESK;:  (UNetyarouze¿S BSG%s"%Ssa%j%+Sd%Sh!<%m%C%QSHSN8rN.S,=PSFS-S2?¿ 
SB>19g!"¿ (J 

¿spsja-1<s S9OSK4XSTSFSb>o0<1!JIK!IE*STI!KSNOCSS$S$+Si:#8e!"Cx:n8"SNSHSiSVEkKS, ՏՇՏԵՏՀ: (J 
¿$B$b¿ (J 

¿SBS7S1S“$;SsSM!#¿ (J 

z $BF | K\ SGSOCx: n8"SOOEL[SNN; 2r! #JF9QSGSOL@5-$, $J$1$1$P<+M3$K; HSCSFSSSSSH2r<az (J 

¢ SB3F%1%3-%e%aSs3F!<%7%g% s$b$3SASiS@SCS?SiF |K\SQS7! 43 (J 


¿SB@=:n<T%5%$%IS$SG%j%=!<%9!J#2#D!S#3#D!"S5%&%s%ISJSI!KS$SOLQ<(E*$KL@5-$9$k$h$&¿ (J 
ESBSKz (J 
ՀՏՔՏ353ՏոՏ, S1SkShS&SKS7SF<+1RS9SYS-SJSSSGS7SgS&SM!#;¿ (J 


¿SŠB#N#YA4BN¿ (J (SCEA, SCEE, SCEI) E E O ՈՆ S$[S7SSSHS3Sm$G$9SM! #2 (J 
SBS, 383121 S$%S5r35 | <SP | <BaSKSASGSCSHIOSSSFS_ Տ՞ՏՄՏՉՏՃՏՀ|) (J 

Resource Forum Leader;$B!J; (Jshima Motoji¿$B!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

ESB"! z (J http://wwwl.scei.co.jp/-cfr00055/ 

—-MESSAGE FILE 22683 END: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000027html1. html 
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——MESSAGE FILE 22684 START: net-yaroze-usenet/00000003-SCEI/ny/resource/sound/questi 
ons/00000028html1l-html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: BERO <bero@mxp.meshnet.or.jp> 

Newsgroups: playstation.ny.resource.sound. questions 

Subject: Re: =?iso-2022-jp?B?GyRCUWShPCVXQjBALTJyN2ghKiEpGyhK?= 

Date: Thu, 29 Jan 1998 19:08:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <34D0552A.7909@mxp.meshnet.or.jp> 

References: <01bc51d9$0316a4e0SLocalHost@sat.ga2.so-net.or.jp> <5 jsmbh$7nm@news1l.sce 
1.Շօ.յք» <01bc5436$355a2a80SLocalHost@sat.ga2.so-net.or.jp> 

NNTP-Posting-Host: 210.145.196.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; 1) 


¿SB#S#A#T!%¿ (J wrote: 


> ¿SB#W#a#v%$U%S!%S%k ¿(J -> ¿S$SB%k!<%WBOQ-M-Sj$SN#V#a#gJO49SG$9$, !"SIS&Sb<<GH?tŠr;¿ (J 
> ¿SB;XDjJS9Sk;v$K$h$j2DG=$K$ŠJSkShS&$G$91#; (J 


> 
> 
> 
> 
> ¢$B2?8NS+!"S3S&ST7SFIQ49Sr$9SkSH2; SN3+; O; ~SKEN%SS%S:S,F~S5S*SO!#Sk!<SW3+; 02 (J 
> ¿SBEQSr%P%SS%J%j!<% (SGS#S2?SGIQ9IISTSFSbH2~A1S5$1$°S$;Ss!#SCSFSSS$&S+!"2; SN3+¢ (J 
> ¢$B;0; ~SISNSG%k!<%SWSKSO4X78SISSS$sS$GS$9S, !#¿ (J 

> 

a 


SBSIS&SbSOS8SaS*S7SF!#¿ (J 


aiff2vagz$B$Oz (Jaiff, wav, ¿$B$Y$?%G!<%?$r07$($^$9$, !"¿ (J 
2 SBSY$?%G! <%?$0=c?hS$Jz (JPCMz SBSN$_$G<~GH?tEy$N>pJs$, ST$S$N$G0z?t$G; XDJS7$FS$d$k; Eg (J 
ESBMMSKSISCSFSSS*S9l#e (J 

ZESBSG! "A[A|SISNSGS9S, !"¿ (Jaiff2vagzg$BSO<~GH?t$r; XDjSISKSHSYS$?%G!<%?SHG'<1S7SF!"¢ (J 
wav ¢ SBSNSX3C3Q@z (J (z$B<~GH?t $d&G! <%?7A<0SN>pJsz (J) gSBEy$bz (UPCM¿ $B%G!<%?$H$7$FJQ49$5$ 
1!"$=$NIt¿ (J 

2$Bd, $, 3NSS$%: $KI9S3S (SkSNSG$O$J$$$G$7SgS&S+!#$Y$73G!<%?5r; (J -L -R 2:S$B<~GH?tz (J -Ez$ 
BSD¢z (J 

2 SBS—$GJQ49$7SFSdSkSHS/%4S"SIZG! <32S,$GS-S*S9! #2 (J 


bero@mxp.meshnet.or.jp 
—-MESSAGE FILE 22684 END: net-—yaroze-usenet/00000003-SCEI/ny/resource/sound/question 
s/00000028html1. html 


E AE EAE ETH EH HE EH 
HTT E FE AE AE TTT HEHE 


E AE AE FE FE AE AE AE AE FE THT HE 
E AE EAE AE EAE FE EAE EH 


E AE AE FE FE AE FE AE AE FE FE FE FEAE 
E AE AE E FE AE AE AE AE FE FE HEHE 


——HHEEEEEEE EE HHH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server 
EE AE TE AE AE FE AE FE E HE REESE 


t EEE SH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/announce 
t EEE HEH 


--MESSAGE FILE 22685 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
OOlhtml html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 
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Subject: Net Yaroze Server ->Yaroze Japan renewal !!! 
Date: Wed, 16 Apr 1997 16:18:40 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 7 

Message-ID: <33547D50.7A87@FL.scei.co.jp> 
NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


éSBSMSCSHSd$m$ &$<%5!<SPSN>pJs$, !Vz(JYaroze Japan;$B!WSHSSS&7ASG: (J 
ESB%j%K%e!<%"%k$5$1$^$7$?!#¿ (J 


ESBShSjShHS$>pIs$rDs6!$7SFSS$—-S$?SS$H;WSCSESSS$*S9O!l#e (J 
$B: #8eSHSb$44 | BT2<$5S$! #3 (J 


-- ¿SB%5!<%P%$9%?%C%U01F1¿ə (J 
--MESSAGE FILE 22685 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
lhtml.html 


--MESSAGE FILE 22686 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
002html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Network Business Project <ny-info@scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: =?iso-2022-jp?B?GyRCOmgjMTJzGyhKIBskQkVFN2IyJhsoSiAbJEIlTSVDJUgkZCRtJCYkPEJ 
nP14bKEo=?= 

Date: Tue, 22 Apr 1997 11:05:52 +0000 

Organization: Sony Computer Entertainment Inc. 

Lines: 13 

Message-ID: <335C9B7D.46D2@scei.co.jp> 

NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


(gSB3t¢é (J) gSB%asGS#S"S0!<%/S9S5SSH/9TSN! VEE7b2&!W<g:ESG! VBh#12s¢ (J 
ESBEE7TD2&2 (J ~SBSM%CSHSd$m$&$<Bg>* !WSHSS$&:nIJ%3%S%F%9%HS, 3+:ES52 (J 


ESBS1S*S9! #2 (J 
2ESB>\:YSO!"#57n#8F | H/Gd$N! VEE7b2&!W; f>eSKSF! #3 (J 


ESBS3S1S*°SGSKSMSCSHSdSmS$ &$<%5!<SPSXS4E9FD:SSS?:nIJSN2~NI¢ (J 
éESB:nIJSN1~Jg$b2D!#%2!<%* !"SD!<SkSK8BSiS :2qOw@lMOSWS1SSS9SF3 (J 
éSB!<%7%SgSSSGFO:n$S9Sk:nIJSJS$i!"1~Jg2DSGS9!#¢ (J 


¿SB3'MMSN; 22CSr$*BISASTSFS$$*solte (J 


¿ŠB#S#C#E#I¿ (J ¿SBS%SM%C%$H%šo!<%/4k2h<<; (J ¿SBCcC+¿ (J 
--MESSAGE FILE 22686 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
2html.html 


——MESSAGE FILE 22687 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
003html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: =?iso-2022-4jp?B?GyRCUTUhPCVQUJSI1LyU7JT1IVEc9JE4kKk 9NJFMbKEo=?= 

Date: Wed, 23 Apr 1997 23:23:43 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 14 

Message-ID: <335E1B6F.5CCF67BF@FL.scei.co.jp> 

NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; 1) 

X-Priority: 3 (Normal) 
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> toby. 

good question !! 

cheers 


Nick 


http://www.netyaroze-europe.com/~nslaven/ 
—-MESSAGE FILE 2408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01111 


—-MESSAGE FILE 2409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001112 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: LIBPC...you'll do the double take! 
Date: Wed, 10 Jun 1998 12:47:46 +0100 
Organization: The Hex Heroes 

Lines: 8 

Message-ID: <357E7262.48E1@writeme.com> 
References: <357D76AE.B95@writeme.com> 
NNTP-Posting-Host: at14-024.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Mmm, just to make sure you know what you're doing... 


LIBPC contains PC executables (not for Mac/Unix). 
The numeric keypad does stuff, as does ESC and SPACE. 


The mystery, eh? 


James (~mrfrosty) 
—-MESSAGE FILE 2409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01112 


--MESSAGE FILE 2410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001113 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LIBPC...you'll do the double take! 

Date: Wed, 10 Jun 1998 13:09:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <357E7773.5C9F@livemedia.co.uk> 

References: <357D76AE.B95@writeme.com> <357E7262.48E1@writeme.com> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


couldn't find it ??? probly me being stupid ... can you give the url.. 
cheers 
Charlie 


James Rutherford wrote: 
> 


> Mmm, just to make sure you know what you're doing... 
> 


> LIBPC contains PC executables (not for Mac/Unix). 
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> 


¢ SBSUS) !<%i%`2q5D<<%5!<%P¿ (J (NetNews ¿$B%5!<%P¿ (J) ¿$B$,AaD+%"%/%;%9ITG=$K$J$C$F$$$ 
^$7 (J 

¿SBS?¿ (J 

¿SB4|4VS, ?2£cF|4V$"$3!"2q0wSN$S_$J$5$2$K$OBgJOS4LBOGSr$*$+$1$7$287S2?!#; (J 


nce eso ean s (expire) ¢SBSNSF%S9%H1?MOSKS*S1Sk@_DjSKO1It8m; (J 
SBS3S, 

¿952 6528281 "5 %5!<%SP%W%m%s0%Si%$`$,%"%/%S;%9Sr<u$1IUS$S1S$SJSS>uBVSKSJSC$SFSSSAS7¿ 

¿SBS?!#¿ (J 


éSB8=:_SOAaD+S$KSJIS4jS*S7SFSb>e5-IT6q9g$S05/S$3SiSTS/STISCSES*SIS*SOI #6 (J 
ESBSIS&S>S4MxMO2<S5SS! #2 (J 

¿SBSM$C%$H$SdSm$&S<%5!<%P%9%?%C%U¿ (J 

server@FL.scei.co.jp 

--MESSAGE FILE 22687 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
3html.html 


--MESSAGE FILE 22688 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
004html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: =?iso-2022-jp?B?GyRCOm5JSiUzJXMl1RiU5JUgkTiQqQ04kaSQ7GyhK?= 

Date: Fri, 02 May 1997 16:18:22 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 45 

Message-ID: <3369953E.57A9EE18@FL.scei.co.jp> 

NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


2 SBinlJ%33s%F%9SHSNS*CNSi$; ¿(J 


1997 ¿$BG/¿ (J 4 ¿ŠB7n¿ (J 
28 ¿$BF|¿ (J 
(¿SB3t¿ (J) ¿SB$S=%SsK!<!&%3%s%T%Se!<%?% (%s%?%F%SSSsSa¿ (J 
ESBSSSHE (J 
¢ SBSMSCSHS0!<%/4ke (J 


¿SB2h<<;¿ (J 
¿SBGR¿ (J ¿$B7<¿ (J 
ESB; ~2<$^$9$^$98fFN4>; SNS3SHSHS* 4nSS?=S7>eS2S*S9! #3 (J 


ՀՏԹՏՅՏԱԲՆ | " (ՄԲհչ (J 1 :5825: (J ¢SBEE7b2&¢ (J 2 SB%M%C%H$d$m$&$<Bg>* ! WSHLCBGSC$? :nIJ% 
%s%$F%9%H¿ (Մ 
¿SBS, ¿ (J 
(¿ŠB3t; (J) ¿SBša%SG%$#%"%o!<%/%9H/9TŠ$ŠN!VEE7b2&!WJT=8It<g:ESG9T$oSl$k;v$H$SJ$3j$AS7¿ 
¿SBS?!#: (J 


¿SB>N:YS$SK$DS$S-$A 1997 ¿$BG/¿ (J 5 ¿SB7n¿(J 8 ¢SBF|H/GdS$Nz (7 (¿S$SB3t¿ (J) ¢$B%a 
$G%#%"%o!<%/%9H/9TŠN¿ (J 
¿SB!VEE7b2& !WŠK$F9pCNS,M=Dj$5$S1$F$*$j$2$9$,!"35N,FbMF$O0J2<$NM=D35SGS9!#; (J 


(1) gSBSMSCSHSdSmS$&$<%9%S?!<%?!<%-%C%H; HMOSN%S*%$5S8STSk:nIJSG! "2q0w@1MO; (J 
¿SBSN¿ (J 
2 SBSV%iSC%/%WS13$%93F ! <%7%g%sS$GFO:n$9SkSb$N! #2 (J 
¿SBS 8%c*%*s*%*kSOITLd!#%S s2!<%` $+S$i%D!<%kS$%* SG2D! #2 (J 
éS$B2a5n$KSM%CSHSd$m$ &$<%5!<SPSKEJIFS7$? :nIJ$r2~NI! &2~D{SISIS7$?S$bz (J 


2SBSb2D! փ: (J 
4) zSB8D?MSGSb3A!<%* $GSb; 22C2D! #2 (J 
5) ¿S$BDySa@Z$j$O¿(J 1997 չ586/: (J 9 ¿$B7nKv!#¿ (J 
6) ¢$B?3::7k2LH/I=$0!"z (71997 ee (J 12 ¿SB7n¿(J 8 ¢$BF|H/GdS$N! VEE7b2&! WSKSF 
a 
: 


) ¿$BM%=(:nIJ$K$O!">^6b!">^IJ$rB#Dh$NM=Dj!#¿ (J 
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ESBSDS-S*S7TSFSO!"3'MMSNS4; 22CSrS*BISASTSFS*SjS*°S9!#¢ (J 


ë ¿$B7I¿ (J 
¿SB6q¿ (J 


:58512-չ (J 
4 ¿SB7n¿ (J 16 ¿S$BF|$h$j!VšM$šCšH$d$m$&$S<!W%$5!<%P$r%j%K%e!<%"%k$7!"S$h$j2q0wŠN¿ (J 
éSB3'MMSNS4; 22CS,D:S1SkMMSKCWS7S*°S7S$?!#!VSM%C%HSdSmS&S<!W2qO0w@1MO%5!<SPz (J 
BSXSNz (J 
URL ¿S$BSO¿ (J http://www.scei.co.jp/Net/ ¢$B$+$i%j%s%/SrE=SCSFS*SjS*SOSNSG!"2 (J 
ESBS ISKSE!<S"SkKS5SS1S?SZ!<S8SrS"S/%S; SOSTSESSS?S@S—-S*S9SHSE!"245+SiS*BTSA; (J 
¿SBS7SFS*SjS“S9!#¿ (J 
--MESSAGE FILE 22688 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
4html.html 


O 
ՀՌ 


--MESSAGE FILE 22689 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
O005html html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: Re: =?iso-2022-jp?B?GyRCOm5JUSiUzZJXMLRiU5JUgkTidQqo04kaSQ7GyhK?= 

Date: Fri, 02 May 1997 16:32:26 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 27 

Message-ID: <3369988A.EDFFB86D@FL.scei.co.jp> 

References: <3369953E.57A9EE18@FL.scei.co.jp> 

NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


ESBS5!<SPSUS) !<%S1%`%jJ!<%@S+SiS"%JS&%$s%S9Sr9TSSS*S9!#; (J 


Server Forum Leader wrote: 
> ESB:nIJS3%S%FS9SHSNS*CNSiS; ¢ (J 


£ 1997 ¿SBG/¿ (J 4 ¿$B7n¿ (J 
(¿SB3t;¿ (J) SB%S=%K!<!&%3%Ss%T%e!<%?% (%S$s%?%SFSSSsSaS 


¿SB%SM%$C%H%So!<%/4k2h<<; (J 


:58072ՀԱ, !K¿ (J 


¿SB$3$NJ8>0$r3F<+$,F~2q; ~$KEPO?$5$1$^$7$?%a%$%k%"%I%1%9$K; (J 
¿SBAwIUS$$?$7$2$7$2$, | "FOS+$J$+$C$?%Sa%S$%Sk$b$$$/$SDS+$"$j$2$7$?!#¿ (J 


¿SB%sa%sSSk%S"%SI%S1%9Sr4%S` !"EPO?S5S1SFSSSk>pJsS$r992?7S9Sk:]%$KSO!" (J 


- ¿$B2q0w¿ (J ID :58:7: (71 ¿SB%P%$%H10?t;z¿ (J, ¿SŠB$SSoSfSkH>3Q1Q?t;z$GI=5-¿(J 


- ¿$B;aL>¿ (J (¿$B%O%s%I%šk$G$O<u$1IU$1$^$;$s¿ (J) 


¿$B$H!"99?77$7$?$$>pJs$r5-:\$7$?%a%$%k$r!"¿ (J 
éESBSM%CSH%0!<%/4k2h<<z (J ny-info@scei.co.jp ¿$B$^$G$4AwIU2<$5$$!#¿ (J 


¿SBSJS*!"%a%S%k%"%I%1%9SO¿(J 1 ¿SB%$P%$$%H1Q2?t;z¿ (U (¿SBSSSoSfSkH>3Q10O?t;z¿ (J) ¿SBSKSF 
¿ (J 
¿Š$ŠB$45-F<22<$5$S1#; (J 


-— ¿SB%5!<%P%U%)!<%i%`%j!<%@;(J 

¿SB%$M%$C%$H%So!<%/4k2h<<;¿ (J, SCEI 

server@FL.scei.co.jp 
--MESSAGE FILE 22689 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
Shtml. html 


--MESSAGE FILE 22690 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
0O006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 
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Newsgroups: playstation.ny.server.announce 
Subject: Announcement from Mr.K 

Date: Thu, 08 May 1997 16:23:11 +0900 
Organization: Sony Computer Entertainment Inc. 
Lines: 33 

Message-ID: <33717F5F.281FF323@FL.scei.co.jp> 
NNTP-Posting-Host: 202.238.100.98 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Mr.K ¿SBS5SsS+SiSN%S"%J%S&%s%9SrE>AwS7S S9!#;¿ (J 


-- 004 
¿SB%5!<%sP%U%) ! <%S$i%`%Sj!<%@;¿ (J 
server@FL.scei.co.jp 


ESBS3SsSKSASO! #2 (JMr.K ¿SBS3SH¿ (J ¿$BOB1J¿ (J ¿$BOB90$H?=$7$^$9!#¿ (J 


éESBHEATNSNSMSCSHSdSMS &S$<SjSKSe!<S"SkS+S$i!"3 (TJYaroze Japan Sacer 8:n@.¿ (J 
¿SB6HL3Sr;E;vŠSHS7SF#S#C#E#IShSj<uSl1SkS3SHSKSJSjS*S7S?!#¿ (J 


¿SB;dSNC4EvS9Sk6HL3SHCWS$S7S*S7SFSO!" 2 (078-626 Japan ¿SBSN%S[!<%`%Z!<%8:n@.A4HLSH;¿ (J 
ESBSIS3S*S9! #2 (JYaroze Japan E E 5 d1"0B1JS2SGS*LdSS9gSoz: (J 
¿SBS;S/S@S5%$S!#¿ (J 


¿SBS=S$S10J30SN#S#C#E#I%S*%SU%S#%7%c%kS$SJS4<ALd!"%SM%$C%SHS$SdSmS&S<S — ete 
¿SBS$S4<ALdSJSISO:#S*SGDLSJ#SF#C#EFISNJ)SXD>@NS*LdSS9gS$oS;S/S@S5SS!#¿ (J 


Yaroze Japan Te Gece ee ee ՈՑ" 
ESBS*S? 1 "2qOwSN3 'MMS+SiSNOU8+Sb; չ OSNFDMFSKSUS#!<SISP% oe s s s 
¿$BIt$G:n$j>e$2$kAm9g; (; o$r%3% ee eee ee S$S9!#¿ (J 


¿SB%[!<%`%Z!<%8$rDL$8$F!"$h$j2qO0wSN3'MMSK6aSSN)>1$S+SiSM%C%$HSd$mŠ&S<$r@9$3¿ (J 
¿$B>e$2$k$Y$/01@87|L?$, $S$P$J$^S9ŞN$G!"2?$H$>$h$m$7$/$N$[$I$*4J$$$$$7$7$^¿ (J 
585918: (J 


¿SB$J$*!"5^n17h$^$C$?; VSHSOSSS (!"%j%K%e!<%"%k$+$i$3$N%"%J%&%S%9ľ$,?tF|7P2aş (J 
¿$B$7$F$7$^$$!"@0?$K<:NiİCW$7$^$7$?!#¿ (J 


¿SBOB1J!!OB90¿ (J 

E-MAIL: yasunaga@t3.rim.or.jp 

--MESSAGE FILE 22690 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
6html. html 


--MESSAGE FILE 22691 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
007html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: =?iso-2022-jp?B?GyYRCJGQkbSQmJDwbKEo=?= Japan No.2 
=?iso-2022-jp?B?GyRCJE44eDMrGyhK?= 

Date: Thu, 15 May 1997 22:31:18 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 20 

Message-ID: <337B1026.28871B13@FL.scei.co.jp> 

NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿S$BSd$Sm$&S<¿ (J Japan No.2 ¿$B$r8x3+$$$?$7$^$7$?!#¿ (J 


2$BS$3$1$*°$G! VSM%CSHSd$m$&$<!W35 !<SPSO2qOw@1MO! "SHS$S&S3SHSGz (J 
2$B:G=iSN%Z!<%8S+Siz (J ID/2$B%0%9%0!<SISNF~NOSr1,MWSHS7S*S$7825, 1": (J 
ESB: #2sSNz (J No.2 z SBS+Si$0!"$S$/SDS+SN>pJs$0z (J 


Net Yaroze newsgroups message dump.txt Page 15224 
éSB2q0wSGSISSOLHLSNJ} ! 9Sb%3"%/%; S9SGS—SkSHSE&SKSIS{S*STS?#e (J 


ESBSDS*$4!":G=i$N3Z!<%8SGS02 (J _ID/¢$B%0%9%0! <%ISNF~NOSOg (J 
¿SBI,MWS"$jS*S;Ss!#¿ (J 


[¿SB8B¿ (Մ) gSBSHS$$&%*!<%/$, TUSSSFSSSkSbSNSO2q0O0wSN¿ (J ID/¿SB%Q%9%o!<%ISŠ,¿ (J 
¿SBI,MWSH$J$3jS $9!#¿ (J 


¿SBJT=8ILtS$+S1SOS*“S?JLFSS"%$J%S&%s%9S,S"T"SkSH;WSSS*S9S, !"¿ (J 
¿SBS3S1S“S$SGF1MM!"Sh$jNISS>pJs$rDs6!S$S7SFS$SSS-S*S9SNSG;¿ (J 
¿SBšShSmS$S7S/S*4jSSSSS?S7S-S9!# (J 


-- 004 

2$B%5!<SP3US) !<%i%`%j!<%@; (J 

server@fl.scei.co.jp 

--MESSAGE FILE 22691 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
Thtml.html 


--MESSAGE FILE 22692 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
O008html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: wwwl.scei.co.jp =?iso-2022- jp?B?GyRCJESIJVDZxOWcbKEI=?= 
Date: Thu, 26 Mar 1998 11:39:50 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 10 

Message-ID: <3519BFF6.12D7C4B8@FL.scei.co.jp> 
NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿$ŠB%51<%P%U%) !<%i%`%j!<%@$GS9!#; (B 


¿SB!V$M$C$SH$dSm$&$<!W$5!<%$P¿ (B (wwwl.scei.co.jp) 2$BS,8=:_2TFOS7SFS$$$%$;$s! #3 (B 
¿S$SB860xSOSG%$#%$9%/SNIT6q9g$K$hSjSbSN$G!"8=: I|51Cf$GS9!#; (B 


¿$B$^$?>u67$, Js9p=PMh<!Bh$*CN$i$; $$$7$7$^$9!#¿ (B 
¿ $B$4LBOG$r$*$+$1$7$F$*$J$^$9!#; (B 


-- ¿SB%5!<%P%SU%S) !<%i%`%Sj!<%s@¿ (B 

server@FL.scei.co.jp 
--MESSAGE FILE 22692 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
8html.html 


--MESSAGE FILE 22693 START: net-yaroze-usenet/00000003-SCEI/ny/server/announce/00000 
009html. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Server Forum Leader <server@FL.scei.co.jp> 

Newsgroups: playstation.ny.server.announce 

Subject: Re: wwwl.scei.co.jp =?iso-2022-jp?B?GyRCJESIJVDZxOWcbKEI=?= 
Date: Thu, 26 Mar 1998 14:18:31 +0900 

Organization: Sony Computer Entertainment Inc. 

Lines: 16 

Message-ID: <3519E527.68D43F9F@FL.scei.co.jp> 

References: <3519BFF6.12D7C4B8@FL.scei.co.jp> 

NNTP-Posting-Host: 202.238.100.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SB%5!<%SP%SUS) ! <%$i%`%3j!<%s@SGS9!#¿ (B 


Server Forum Leader wrote: 


> 

> ¿S$SB%$5!1<%$P%SU%)!<%i%`%j!<%@SGS9!#; (B 

> 

> ¿$B!V%M%C%H$d$mM$&$<!W%5!<%P¿ (B (wwwl.scei.co.jp) ¿$B$,8=:_2TF0$7$F$$$^$;$s!#¿ (8 
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> 2$B860x$0%G6%#%9%/SNIT6qQ9gSKShS$ jSbSNSG!"8=:_I|51C£SGS9! #2 (B 


¿ ŞBBJJQŞ$*BT$?$; $$$?7$7$^$7$?!#¿ (B 
¿SBK\F|¿(B 14:05 ¿$B:"$KI|51$$$27$7$^$7$?!#; (B 


¿SB2qOwSNJ) | 9SN3FSU%S! SSSkSKSOFCSK1F6ASOSISSSH; W$$$^$9$, !"3F<+S43NG'2<S5SS!#2 (B 


—— ¿SB%5!<%P%U%)!<%i%`%j!<%Q@¿ (B 

server@FL.scei.co.jp 
--MESSAGE FILE 22693 END: net-yaroze-usenet/00000003-SCEI/ny/server/announce/0000000 
9html.html 


=E AE EAE FE HEE HEE EH 
E AE EAE AE EAE FE EAE HEH 


-EREEREER EEREEEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/member 
——HHFEEEEE EHH HH 


HEHEHE EE HE HE HEH 

--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e 

——HHEEEREE EEE HEH 


EERE EAE EE EE EEEH EH 
——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce 


E AE AE AE FE AE AE AE AE FE HEHE 


--MESSAGE FILE 22694 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000001htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: Re: LowTec Update! 

Date: Tue, 15 Apr 1997 17:34:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <kamon$21c519970415173414@news1.scei.co.jp> 

References: <kamon$21c519970323165228@news1l.scei.co.jp> <kamon$21c519970410175248@ne 
wsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


LowTec¿$B:G?7:n$N3+H/Cf2hLL$r:\$;$^$7$?!*; (B 
¿SB8+$KMh$F$M!*; (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
—-MESSAGE FILE 22694 END: net-—yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000001html1. html 


--MESSAGE FILE 22695 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000002htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFBFRBsoSiAbDJEJPQkxpGyhK?= <dayon@msn.com> 
Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: =?iso-2022-jp?B?GyRCUVshPCVgJVohPCU40m4kaiReJDckPyE jGyhK?= 
Date: Fri, 04 Apr 1997 23:44:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <334513CF.28C0@msn.com> 

NNTP-Posting-Host: 202.224.201.174 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


ESBS3SSSKSASO@PEDSGS9! փ: (Մ 


ESBSSS*S*SG:nSm$& :n$m$&SH; WSCSFSSS?SNSGS$9$, ¢ (J 
ESBSNSSSNSSSKSJISCSFSS$2%[!<%> $Z!<S8SrSdSCSH:inSjS*S7S?!#2 (J 

2 SBHHH#BSNAG: ` Jg=8$H; dSN%2!<%* SW3mSUS#!<SkSISTS, $"$J$^$9!# (J 
¢ $BOCBjSNS"$$$=S&SII}$, $$$Si$7T$c$$$*$7$?S$i%a!<Sk$/S@S5SS!#z (J 


Kazunarilshida 

dayon@msn.com 
—-MESSAGE FILE 22695 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000002html1-html 


--MESSAGE FILE 22696 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000003htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / չ58:8:32(Մ ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: FATAL FANTASY VII¿Ş$B$N%Z!<%8=PMh$^$7$?; (J 

Date: 6 Apr 1997 16:27:53 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01bc42a6$fae139c0$0ebc84d2@------ > 

References: <01bbfalfSceed29c0S88e3f4ca@m-kamida2> <01bc137dsfb7dd9e0šaebc84d2@m-kam 
ida2> <01bc3d34$b04f1de0$45bd84d2@------ > 

NNTP-Posting-Host: 210.132.188.14 

X-Newsreader: Microsoft Internet News 4.70.1157 


FATAL FANTASY VIL¿$BBN83HG%$"%$C%$W$K$H$b$J$$!"¿ (J 
¿SB@1MQ%Z!<%8,SGS-S7S7S?!# (J 


ESB2HLL<L? ?SISTS"SCEWS5S1ISFSSS*S9O! #3 (J 


¿SBS<SR!"S*1[S7S/S@SS5SS!#¿ (J 


KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J 
m-kami@da2.so-net.or.jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 22696 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000003htm1.html 


--MESSAGE FILE 22697 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000004htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiQ4UDgkJCROSkxBcTtDRGo4eDMrGyhK?= 
Date: 21 Apr 1997 15:16:09 GMT 

Organization: JI-SOFT 

Lines: 28 

Message-ID: <01bc4e66$594a3f00S6d53cd85@ji-tan.mtc.biglobe.ne. յք» 
References: <Olbc25a7$c7ce8d60$3d51cd85@ji-tan.mxv.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.83.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2$B!!z (JBusyz$BL1C6!w?@8MBg!sS7SPSiS/SNS4$VS5$2SGS9! #3 (J 


2$B!!>.@8SNEE; RM9IX=; =j$, J0O99SKSJSC$?SNSGS*CN$iS;S7S S9!#¿ (J 


éSB51=;=j!'¢ (Jji-tan@mxv.meshnet.or.jp 
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¿$B?7=;=j!'¿ (Jji-tan@mtc.biglobe.ne.jp 


ESB! !>0!":#SNSHS3$m51=; =j$b011~M-8zSG$9S, !"JV?.$,CYS1$k2DG=@-$, $"$j$*S9¢ (J 
ESB! #2 (J 


é$B! !SASIS_SK!"3z (JHPZSBSN99?7SNJ}$O!D!D$9$_$°S$;$s!"KXSI<jSDS+$:$G6S$9¢ (J (ToT) $B! #2 (J 


ESB! t8&5£<<SN; E; vVSH="?&3hFOSGK; S7SSSNS@! #2 (J 


é$B!!#57n:"SKSOSISSSHS+S$ 9SkSDSbSjSGS9! #:#;CS/S*BTSASr!D!ID! #2 (J 


2 $B?@8MBg3X9) 3XIt>pdIsCNG=9) 3X2U#4G/ ! !Bm8s5£<<z (J (CS26) 258: 1: (JAT/CG¿$BHI; (J 
2SBDT!!M5;V!!z2 (d(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 
http://picasso.seg.kobe-u.ac.jp/~hiroshi/ 
http://wwwl.scei.co.jp/~chz02283/ ( for N.Y. members only ) 


—-MESSAGE FILE 22697 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000004htm1-.html 


--MESSAGE FILE 22698 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000005htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: Re: LowTec Update! 

Date: Thu, 08 May 1997 16:23:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <kamon$21c519970508162339@news1.scei.co.jp> 

References: <kamon$21c519970323165228@news1.scei.co.jp> <kamon$21c519970410175248@ne 
wsl.scei.co.jp> <kamon$21c519970415173414@news1.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.27 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


¿$B!!ZW%m%0%i%` 9V:BSK%3%3sSHsm! <SiF~NOSN=hM} J} K!Sr=q$—-S$*S$7$?!#¢ (B 


2$B!!%Q%C%I%G!<%?SNFIS$_9~$_J}K!S$@S1SGSJIS/!"2wE, $JA` :n@-SrDs6!$9$k%3%DS$KSD3 (B 
i SBSSSFSb=qSSSFSSS*S9! #3 (B 


éSB!!S<SR!"8+SKMHSFSM! *ç (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 


—-MESSAGE FILE 22698 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000005html1-.html 


--MESSAGE FILE 22699 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000006htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 
Subject: =?iso—-2022-jp?B?GyRCTFxGMhsoSg==?='s Eye Dome 
Date: Sun, 25 May 1997 02:16:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3387226C.49FA@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.138.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 
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ESB#H#PSr%j%K%e!<%"%k$7$^$7$?!#¿ (J 
£SBSASCSCSH! JH#N#Y 30SN$5!<3P!<SrMxMOS7SFSKSNSG! "MWCmOU! KSr3+@_$7$%*S7$25S, !"3 (J 
ESB8xG' #WHetb#c#h#a#tS, $G$-$?$NSG!"4{$SKL5MQSH$NOC$"$j!*!*!*!JN^!K¿ (J 


ESBS2!<%> $SN%"%S%G%#%"Sr>/S7:NS;SEFSkSNSG!"8+SFSbSiS (SKSHSE&SISTSSSGS9!l #2 (J 
¿SBS=SN>e2?$S+46A[SGSb!"S3S1SK%J%$W%i%SSSS?S@S1S1SP!"S3S1SKM%$SkShSmS3SSSOSJSSSGS9!#¿ (J 


http://wwwl.scei.co.jp/-brw01422/ 
—-MESSAGE FILE 22699 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000006htm1-.html 


--MESSAGE FILE 22700 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000007htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "KAMI / չ58:8:32(Մ ¿$BK~¿(J" <m-kami@da2.so-net.or.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: ¿$B7!=PJ*%;!<%k3+:ECf¿ (J 

Date: 25 May 1997 18:37:57 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5ma0u5$1lm4@newsl.scei.co.jp> 

References: <OlbbfalfS$ceed29c0$88e3f4ca@m-kamida2> <O1lbc137d$fb7dd9e0Saebc84d2@m-kam 
ida2> ՀՕԼ1ԵՇ31345Ե04814605455Ե484420------ > <01bc42a6$fae139c0$0ebc84d2@------ > 
NNTP-Posting-Host: 210.132.188.151 

X-Newsreader: Microsoft Internet News 4.70.1157 


KAMI's Roomze$B$r99?7S7S*°S7S?! #2 (J 
2SB7!$5=PS7I*S+Si!"S4%_S*SG!"T|=PS7S*S9! #3 (J 

éSBCMCISbK ! 30STSHSNS+S$i!"S?S@STSHSNS*SGS"SIS*SOSNSG! "2 (J 
¿SBSNS>SSSFS_SFS/S@S5SS!#¿ (J 

KAMI / ¿$B;f;3¿ (J ¿$BK~¿ (J 


m-kami@da2.so-net.or.jp 
http://wwwl.scei.co.jp/~ezm00028/ 


—-MESSAGE FILE 22700 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000007htm1.html 


--MESSAGE FILE 22701 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000008htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 
Subject: Re: =?iso-2022-jp?B?GyRCTFxGMhsoSg==?='s Eye Dome 
Date: Tue, 03 Jun 1997 13:27:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33939D40.45C2@ja2.so-net.or.jp> 

References: <3387226C.49FA@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.138.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


¢ SBEA8@HDSGS—S$*$7$?!<! #2 (J 
--MESSAGE FILE 22701 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000008htm1-. html 


--MESSAGE FILE 22702 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000009htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: Re: LowTec Update! 
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Date: Sat, 07 Jun 1997 23:09:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <kamon$21c519970607230921@news1.scei.co.jp> 

References: <kamon$21c519970323165228@news1.scei.co.jp> <kamon$21c519970410175248@ne 
wsl.scei.co.jp> <kamon$21c519970415173414@newsl.scei.co.jp> <kamon$21c51997050816233 
9@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.136.1.25 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


ա 


2 SBS3S$sSKSASO! "2CLg$G$9! #3 (I 


ESBIWSMS0SIS IOV: BSrS"SCSWSG!<ZSHSTS*S7S?!#¢e (B 
ESB: #2SSOI8= 2; 8; $r;HSC$?¢ (BSEQ: $BSU%S!SSSkSN1iAUJ}K!SGS9! #2 (B 


ESBSPS+#CHGSDIASSS 2SNSG8+SKMHSFSASGS&SASS! փ. (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
--MESSAGE FILE 22702 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000009htm1l-. html 


--MESSAGE FILE 22703 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000010htm1. html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: Re: =?iso-2022-jp?B?GyRCTFxGMhsoSidz?= Eye Dome 

Date: Wed, 18 Jun 1997 10:19:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33A737A8.1DE2@ja2.so-net.or.jp> 

References: <3387226C.49FA@ja2.so-net.or.jp> <33939D40.45C2@ja2.so-net.or.jp> 
Reply-To: ozawa-0@ja2.so-net.or.jp 

NNTP-Posting-Host: 210.132.138.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SB=ES+SCS$S?3(Sr7Z$S/S7S“S7S?!# (J 
-—-MESSAGE FILE 22703 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000010htm1-.html 


--MESSAGE FILE 22704 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000011htm1.html 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiQ4JDgkJICROSkxBcTk5PzcbKEo=?= 

Date: 30 Jun 1997 14:28:46 GMT 

Organization: JI-SOFT 

Lines: 21 

Message-ID: <5p8fquSpoi@newsl.scei.co.jp> 

References: <Olbc25a7$c7ce8d60$3d51cd85@ji-tan.mxv.meshnet.or.jp> <0lbc4e66$594a3f00 
$6d53cd85@ji-tan.mtc.biglobe.ne.jp> 

NNTP-Posting-Host: 133.205.81.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B!!S3Ss$KSASO! #2 (JJI-TAN: $BSG$9! #2 (J 


¿SB!!%[!<%S`%Z!<%8SrSASgSCSHS@S199?7S7S2S7S?!#¿ (J 
¿$B!!%2!<%` 2q<R$ŞNFbDj3MF@$r5-G0$7$F!J!)!K!"¿ (J 
$B! !="?63hF0F|;o0Sr:\$;SFS*S9! #2 (J 
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ESB! 15$$, 8~SS$?Si!l"8+SFSdASCSF2<S5$sl#e (J 


ESB!ItSHSSSCSFSb!"$3S1$Sr= Í ~E@SGSO! "zg ( 
LSBItS*SA<9L.CESTSNSQS1SIz 2) 


Copyright 1997 (C) JI-TAN / JI-SOFT co.,ltd. 
¿SBJ8@U!'DT! !M5; Ve (J <mailto:ji-tan@mtc.biglobe.ne.jp> 
[eSBS8S8SSSNIt20¢ (J] <http://www2k.meshnet.or.jp/~jisroom/> 


--MESSAGE FILE 22704 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000011html.html 


--MESSAGE FILE 22705 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 
e/announce/00000012htm1.html 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: =?iso-2022-jp?B?GyRCJVshPCVgJVohPCU4OTkK/NxsoQg==?= 

Date: Mon, 06 Oct 1997 00:05:18 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <3437ACAE. 9DOCA86F@aix.or.jp> 

Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.208.34.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


¿SB!1!S3SsSPSsSO!SS?S3SNS9S1S3SH9bEDMNJ?SGS9!#¿ (B 


COBIAN LIRR FZ) SESS 25 nus e B 
ESB! !:#2sSNL\ 6LSOSISsSHSSSCSFSb!V:GE, 2=<B83<<!W! #2 (B 
ESB! !#P#SSNSWSm%0%i%° $G!SF1S8=hM}$r$5$; SkSHS- ԱԱ ԱՆ 
2$B! !=q$/$NS$, :GSbSHSSSNS+SrD4$YS$kS$?SaSK:n$j$*$7$?! #2 (B 


ESB! !S?SVSs!S<!SN99?7S0S“*S?EVJ, @h$GS7Sg$&$1$1!$<B837k2L¢ (B 
¿$B!1$K$OSJ$S+$JS+0U30SJ$Sb$NS,$"$3jS2$7S?!# (B 
¿SB!!@'Hs01EY8+$FS$dSC$FS$S/S@$5$$SJ!#¿ (B 


58111111 11111111 1111 11111111 11111211 11111111 221212 aB 
¿SŠB!111118S2$3SNS9S1¿ (B(kazta-ta@aix.or. jp) 


ESB! c!c!c;dSN%[!<%°SZ!<S8!d!d!dz (B 
http://wwwl.scei.co. jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿$B:GE, 2=<B83<<Sr?7@_!#2 (B 


¿SB:G=*99?7F|;-!!!!#1#0!2?#5¿ (B 
¿$B99?7M=DJF|!!!!!!1#1#0!?!)!)¿(B 

--MESSAGE FILE 22705 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000012html.html 


--MESSAGE FILE 22706 START: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepag 

e/announce/00000013html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?iso-2022-jp?B?GyRCOmdAPklwGyhC?=" <takeshi_onishi@popl2.odn.ne.jp> 

Newsgroups: playstation.ny.server.member.homepage.announce 

Subject: =?iso-2022-jp?B?GyRCJVshPCVgJVohPCU4JE411iUvITslOSUrJSY1lcyU/ITwkSyREGyhC ?= 
=?iso-2022-jp?B?GyRCJCOkRhsoQg==?= 

Date: Sat, 18 Jul 1998 07:31:34 +0900 

Organization: =?iso-2022-jp?B?GyRCOmc6ZUInM1gbKEI=?= 

Lines: 9 

Message-ID: <600jv0$S613@newsl.scei.co.jp> 
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> The numeric keypad does stuff, as does ESC and SPACE. 

> 
> The mystery, eh? 
> 
> 


James (~mrfrosty) 
—-MESSAGE FILE 2410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01113 


—-MESSAGE FILE 2411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001114 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LIBPC...you'll do the double take! 

Date: Wed, 10 Jun 1998 13:42:36 +0100 

Organization: The Hex Heroes 

Lines: 13 
Message-ID: <357E7F3C.67DD@writeme.com> 

References: <357D76AE.B95@writeme.com> <357E7262.48E1@writeme.com> <357E7773.5C9F@1li 
vemedia.co.uk> 

NNTP-Posting-Host: at14-024.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Charlie wrote: 
couldn't find it ??? probly me being stupid ... can you give the url.. 


cheers 


VV NV V V V 


Charlie 
Can't remember the URL offhand. You can jump from the 
24C Section > reviews > (SCEI)/TEST 


link on my site (http://www.netyaroze-europe.com/~mrfrosty) 
—-MESSAGE FILE 2411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01114 


-—-MESSAGE FILE 2412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001115 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LIBPC...you'll do the double take! 
Date: Wed, 10 Jun 1998 14:37:24 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <357E8C14.2B83F810@scee.sony.co.uk> 
References: <357D76AE.B95@writeme.com> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Have people checked out the 1Mb 'libpc.LZH' file in the SCEI/TEST 
> download area?... 

> 

> Whoa! can someone explain what's going on here? 


Looks like someone has written their own PC libraries for the controller (not hard) 
and the GS 

graphics (bloody hard) libraries. 

It's not exactly the fastest thing in the world (even on my P2-266) but it's not bad 


—-MESSAGE FILE 2412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01115 
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NNTP-Posting-Host: 143.90.126.48 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB%[!<%`%SZ!<%8SN%"%/S;%9%+%&%s%S?!<SNIUS1J)$,SoS+$Sj$ *$S;Ss!# (B 
CGI¿SBSd%S+S&%s%S?!<SN#0!A#9S“SGSN¿ (Bgif ¿SBSNCVS->1=jSJSISKSDSSSF¿ (B 
ESB>\$7$/65S (SFS/S@S5SS!#¿ (B 
¿SBL>A0:¿ (B ¿SBBg@>Ip;¿ (B 


E-MAIL takeshi_onishi@pop12.odn.ne.jp 


—-MESSAGE FILE 22706 END: net-yaroze-usenet/00000003-SCEI/ny/server/member/homepage/ 
announce/00000013htm1.html 


HHP AE AE AE AE AE FE AEE HE EH 
E AE AE E FE AE AE AE AE FE FE HEHE 


E AE AE AE AE AE AE FE HEE EH 
E AE EAE AE THEE HEE HH 


E AE AE AE FE AE AE AE AE FE FE FE FEAE 
E AE EAE AE HEE HEE HH 


—-HHFEEEEEE HEHEHE 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/new 
——HHFEEEEEE HEHEHE 


——HHFEEEEEEEH EHH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum 
——HHFEEEEEE HEHEHE 


--MESSAGE FILE 22707 START: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/0000 
0001html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.server.new.forum 

Subject: Re: NG=?1ISO-2022-JP?B?GyRCJUWolOSVIGyhC?= 

Date: Sun, 27 Apr 1997 22:57:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <redbugSff8d19970427225708@news1.scei.co.jp> 

References: <01bc3931$421849c0$3253cd85@ji-tan.mxv.meshnet.or.jp> <redbug$ff8d199703 
28152553@newsl.scei.co.jp> <redbug$ff8d19970331115554@newsl.scei.co.jp> <Olbc3df1S0a 
6d9e20$4453cd85@ji-tan.mxv.meshnet.or.jp> 

NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug 25850591 8509) Sm!<CYS1$*$7$?! #2 (B 


playstation.ny.server.new.forum ¿SBSN;¿ (B 
<O1lbc3df1$0a6d9e20S4453cd85@ji-tan.mxv.meshnet.or.jp> ¿SBSN;¿ (B 
¿SB5-;v$K$*SSSF¿ (B 1997/03/31/ 16:35 ¢SB:"!"3 (B 
"JI-TAN" <ji-tan@mxv.meshnet.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>> ¿SBSASgSCSŠSHCYS15SL#SGS9!#;¿ (B 
>> ¢$B!V2q5D<<!WS=SNSbDSNSKSDSSSFSN@bDLESre@h$SK=qSS$SFS*S9! #2 (B 
>> ¿$BI,$:=q$-$^$9$N$G!"$b$&$7$P$i$/$*BT$A$r!#¿ (B 

>> ¢SB!ICYI.SN:n2H$+!"S*SNS1SO!K3z (B 
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> 
>ESB!!$*<j?tSr$*S+S1$7SFS9$_$*$;Ssl#z (B 
>2SB!!5SD9SKBTSAS*S9!J!) IK! #¢ (B 


ESB3FSK%e! <$9%0%k! <SWSKSDSSSF! "2q5D<<SKSDSSSF!"S*S9S9SaSNz (B 
ESB%K%e! <$9%=%USHz (B (WSNews; SBSG$9¢ (B) gSBSN@bLO@SKSDSSSF!&!&!&3 (B 
¿SB011-=q$-=*So$Sj$*$7S?!# (B 


éESB<!S0%*°%SI!<SHSSS&S+!"OEL[SNSk!<SkSHS+!"S=SE&SSSESDSNSr=qS3S&S+SH! #2 (B 
éSB<ALGSN; EJ} SHS+!"%°SkSA%S] S9SHSN; EJ} SHS+!&!&!&e (B 

é$B!tLdB $0! "=q$/E[$,Hs>o<1$—-SoS$*S jSISSSHSSS&S3SHSG!&!&!&SE&!<S* 18. (B 

Beginner's Forum Leader 

RedBug ¢SB%Sa!<%SkS"SIS1%9>C<:Cfz (B 

--MESSAGE FILE 22707 END: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/000000 
Olhtml.html 


--MESSAGE FILE 22708 START: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/0000 

0002html.html 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.server.new.forum 

Subject: =?1ISO-2022-JP?B?GyRCJUUSLZSE8JUTkIMCVrITwlVyROREkyQyRHJCObDKEI=?= 
=?1SO-2022-JP?B?GyRCUF4kOSEpGyhC ?= 

Date: Sun, 27 Apr 1997 23:04:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <redbug$ff8d19970427230444@news1.scei.co.jp> 

NNTP-Posting-Host: 202.217.106.47 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


RedBug ¿S$BSGS9!#¿ (B 


¿SB%SS%.%SJ!<%:SU%) |ՀՏ15՝`ՏՇՏ9Տ, !"=i?4<TSNJ)SN0U8+SJS7SK;¿ (B 
¿SB1?71DSGS-SkSbSN$G$JSSS3SHSOSISJS?$KSbS*SoS+S3SSS?S0@S1Sk;(B 
2SBS$3$HSH; WS$S*S9! #2 (B 


é$B%U%) !<%i%* @_N) SN: ] $K!"S3$N$"$?SjSKBPS$9SkG[N8$, 7g$1$Fz (B 
¿SBSSS?S3SHSO;dSNITCmOUSH$SS&S7S+S"SjS%S;SSs!# (B 


¿SBDI2CSNS*4jJSSSrS9SkSNSO?461S7SSSNSGS9S, 1" (B 
playstation.ny.beginners.request 
¿SBSHS$S&%0%k!<%W$rDI2C$7$F$O$b$i$($%*$;$s$G$7$Sg$S&S$S+!)¿ (B 


¿S$SB%F1<%%“$O!"%$S%.%J!<%:%SU%S) ! <S1i$S` $SKBP$9$k0U8+!&CmJ8;¿ (B 
¿SB!J!v!v$K$DSSSF=qS$S$S$?S[!<%`%Z!<%S8$rM_S7SS!KSN<uIUSH!"; (B 
¿SB%SU%) !<%i%`1?1D$K4X$9$KO0U8+8r49$G$9!# (B 


¿$B$48!F$$h$m$7$/$*4J$$$7$^$9! #z (B 

Beginner's Forum Leader 

RedBug ¿SB%sa!<%sk%"%I%1%S9>C<:Cf;ə (B 

--MESSAGE FILE 22708 END: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/000000 
O2html.html 


--MESSAGE FILE 22709 START: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/0000 
0003htm1. html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.server.new.forum 

Subject: ftp server new directory 

Date: 24 May 1997 03:15:18 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 
Lines: 18 

Message-ID: <5m5mg6Sg6v@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


ESBS4S&SGS9! #2 (B 
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Forum ¢$B?7@_SNOCSGSOSJSSSNSG$9$, !"$3$3$, OLHVSUS5SS0$7$$$+$H; WS&SNSGz (B 
ESBS3S3SK=P$7S“°S9! #2 (B 


ftp ¢SBSN%G%#%1%/%H%j9=@ . SKSDSSSFSISNSGS9S, !"¿ (B 
/forum/program/unixsoft 


2 SBSCSFSN:n$j$*$;$s$+z (B? 
# չՏՔՀԻՄ, SN:n$CS?SbSNSr$*$—-S$?SSSHSSSE&SNS, K\2; SISNSGS9$, ¢ (8:-) 


2 SB8=; ~E@SGSO! "K\ 66S5SsSN%Q%CSA01<0SH; ԳՏԱ: (B siocons for unix չ58505155575Հ: (B 
éESBS*S/SbSNS, STSSSGS9S1ST!";dSO:#8eSb; (B unix ¢SB8~S1S5Nz(B tool ¿S$BSHŠ+¿ (B document 
éSBSr:n$CSFS$$/SDSb$ jSTSNSG! "S=S&SSS&SGSH#S1S/SHS5S, S"SKSHHS>OSK4r$7$SSG6S9! #2 (B 
¿SBEOn4¿ (B ¿$B9d¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**%) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 22709 END: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/000000 
O3html.html 


——MESSAGE FILE 22710 START: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/0000 
0004html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.server.new.forum 

Subject: Re: ftp server new directory 

Date: Sun, 25 May 1997 07:21:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <yasunaga$1f£7219970525072118@news1.scei.co.jp> 
References: <5m5mg6Sg6v@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.36 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


ESBS3SsSKSASO!"S4S5&S5Ss!"z (BMr.KzSBSGS9! #2 (B 


>Forum ¢$B?7@_SNOCSGSOSJISSSNS$G$9$, !"$3$3$, OLHVSUS5SS0$7$$$+$H; WS&SNSGz (B 
>¿SBS3S3SK=PS7S S9!#¿ (B 

=e ¿SBSN%$G%S#%1%/SH%3j9=@.S$SKS$SDSSSFSJSNSGS9$, !"¿ (B 

4 /forum/program/unixsoft 

Z  SBSCSFSNin$j$$; 55542 (B? 


¿SB%$W%m%0%i%_%s%0%U%)!<%i%`SNOC$7SJSNS$SG!";dS,$*EzS($7$2S9!#¿ (B 
2 SBS=$&SGS$9SM!"$3$3$*SGz (BBSD¿ $SBS$N$D!<%$k$,=<<B$7$SF$-$FS2$9$NSG!"%G%$#%1%/%H%3j¿ (B 
¿SB$rJ,S1$2$7SgS&$+¿ (8(՞՞) ESB! #4 (B 


2ESBS5$C$=$/ :n$C$FS$*$—-$*$ 9SNSG!"S4MxMO$/S$@$5$$z¢ (B(**) 25814 (B 


program ¢SB%SU%) !<%$i%° S43!<%@!<z;(B Mr.K (չՏ80817: (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 22710 END: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/000000 
O4html html 


--MESSAGE FILE 22711 START: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/0000 
0005html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.server.new.forum 

Subject: Re: ftp server new directory 

Date: 26 May 1997 13:23:05 GMT 

Organization: Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 

Lines: 19 
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Message-ID: <5mc2rpSo4h@newsl.scei.co.jp> 

References: <5m5mg6S$g6v@newsl.scei.co.jp> 
<yasunaga$1f7219970525072118@newsl1.scei.co.jp> 

NNTP-Posting-Host: 133.15.192.120 

X-Newsreader: mnews [version 1.19PL2] 1996-01/26 (Fri) 


¿SBS3SsSPSsSO!"S4S&SGS9!#; (B 


<yasunaga$1f7219970525072118@news1.scei.co.jp>zSBSN5-; vSKS*SSSF3; (B 
yasunaga@t3.rim.or. jpzSBS5SsSO=qS-S*S7S?! #2 (B 


>¢SBS3$sSKSASO!"S$4S&S5$s!"2 (BMr. Kz $BSGS9! #2 (B 
SBN, ¿ (B 
7; SBs= S&SGS9SM!"S3S3S Mees ae: aig D!<%k$,=<<BS$7$FS-SFS*S9SNSG!"SG%#%1%/SH3j2 (B 

>ESBSrJd, $1$^$7$9$&$+¿ (B SB! #2 (B 
ee ee 


ESBS"SIS, SHSES4SOSSS*S9! #2 (B 
¿SBAaB.¿ (B sioconsl10.tgz ¿$B$r¿ (B put ¿$B$7$F$*$-$^$7$?!#¿ (8:-) 
¿SBEOn4;¿ (B ¿SB9d;¿ (B (Go Watanabe) go@cclub.tutcc.tut.ac.jp 
XMascot;$Bla5Z%-%c%s%Z!<%s<B;\Cfz(B(**%) http://cclub.tutcc.tut.ac.jp/xmascot/ 
--MESSAGE FILE 22711 END: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/000000 
O5html.html 


——MESSAGE FILE 22712 START: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/0000 
0006html.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.server.new.forum 

Subject: Memory Card Forum 

Date: Fri, 18 Jul 1997 13:06:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 37 

Message-ID: <redbug$ff8d19970718130632@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.43 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug; $BSGS$9! #2 (B 


¿SB%Sa%b%j!<%+!<%I%SU%S)!<%i%`!"$5$S$7$$8B$j$G$9$M!#¿ (B 
¿$B$G!"DsOF$I$N$G$9$, !"¿ (B 


¿$B8=:_$O%G!<%?$4$H$KH/Gd85$N5v2D$r<h$C$F$$$k$0o$1$G$9$, !"¿ (B 
ESBS3S1Sr%3=SUSHS 4SHSKSGS—-SISSSGS7Sg$&$+!)¢(B 


¿SBS?SHS(SP!":#EY=PSk!"!V%S+%Sk%SM!<%S8%O!<%SH!WSN?7:nSHS+!&!&!&¿ (B 
¿SB?7:n$,BLLNSGSb8ESSE[SHS+!&!&!&¿ (B 


¿SB!V1Vs$s+%$k%*sM!<%8%O!<SH!WSN%G!<%?SJSiSISsSISs%"%C%$WS7SF9=SoSJSS!W (B 
¿SBSJSISHSJSkSH!"2dA3G@9S3j>eS,SKSH;WS&SNSGS9S, !#¿ (B 


éSB4uK>%=SUSHSHS7SFSO! "2 (B 
2SB!&%S+SkKSM!<%8%0!<%H3 (B 
¿SB!&%N%$/S5!<%:%m!<%sI¿(B 
¿SB!&¿ (BDEPTH 
¿Š$ŠB!&%$@!<%S!<%9%?%3j%*%s; (B 
¿SB!&%/%i%S7%C%/%m!<%sI¿ (B 
¿SB!&#3#DS7S ed 7 S PD 
¿SBSJSISJSI!#¿ (B 


¿$B$= ` b ee Se S%G%"S,IbS+SVŠ+¿ (B 
¿SBSbS7S1SJSSSGS9S7!#¿ (B 


¿SBšSbSASmS$Ss!"%G!<%?SN2-BSSJSsSFSNSOSdSCSAScSSS1SJSSS3SHSHS7SFO7S&¿ ( 
éESBSY$—-$G$9$, !"$3$1$^ M%C%Hš$dSmS&S<!WSr8+Sk8BSj!"S"S*SjS=SN; ( 
¿SB?24G[SOSJS5S=S&SGS9!#¿ (B 


ww 
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ESBSIS&SGS7TSg$&S$4+!) S48! FSSrS*44SSS78*°S9!#!dz (BSCEI¿SBMM; (B 


éESBS*S?!"3'MMSNS40U8+SbS$*4s$;2<S5SS! Ի. (B 
Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 22712 END: net-yaroze-usenet/00000003-SCEI/ny/server/new/forum/000000 
O6html.html 


THT FE FE FE AE AE AE HHT HE 
E AE AE AE FE AE AE AE AE FE FE HEHE 


E AE AE FE FE AE FE AE AE FE FE HHH 
=E AE EAE AE EEE EH HE EH 


EERE E AE E HE EE E EH EH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/server/qa 
t HEHEHE 


--MESSAGE FILE 22713 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000001htm 
l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!moroha 
From: moroha@ca.mbn.or.jp (Moroha Otuki) 
Newsgroups: playstation.ny.server.qa 
Subject: Re: oo ugoita ugoita 
Date: 15 Apr 1997 09:54:23 GMT 
Organization: ALKAID.INC. 
Lines: 8 
Message-ID: <S5ivj8fSk3s@newsl.scei.co.jp> 
References: <5ipbb2Sck0@news1l.scei.co.jp> 
<3350903B.78DC@ppp.bekkoame.or.jp> <5isbtaS$g5g@newsl.scei.co.jp> <33 
51F125.442A@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.217.1.106 
In-Reply-To: GSX-R <kouzou@ymg.urban.or.jp>'s message of Mon, 14 Apr 1997 17:56:08 + 
0900 
X-Newsreader: gnspool [Version 1.36 beta Apr.1,1997 (DOS) | 


ESB! !STS&$d$isjSkK%e!<S"SkS, ;OS*$CS?S_$?SSSGS9SM! #SRSGSCSHS7SF3$30$Nz (B 
£$B%5!<%P!<SHD>7kSKSJISCS?SsSGS7Sg$&S$+!) ¢ (B 
ESB! !SGSb!"SUSi%S%981Sd%1SS%D81SG=q$+$15 ?SbSNSCSFFISaSJISSShHS&SI5SS$b!Dz (B 


// Brave Sir Robin ran away He bravely ran away away // 

// Moroha Otuki ¢z$BBg7n=tMU; (B // 

// http://plaza7.mbn.or.jp/~moroha/ // 

—-MESSAGE FILE 22713 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000001html1. 
html 


--MESSAGE FILE 22714 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000002htm 
l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: falcom@bekkoame.or.jp (falcom) 
Newsgroups: playstation.ny.server.ga 
Subject: Re: oo ugoita ugoita 
Date: 15 Apr 1997 11:18:41 GMT 
Organization: Net Yarouze! (SCEI) 
Lines: 20 
Message-ID: <5ivo6h$k78@newsl.scei.co.jp> 
References: <5ipbb2S$ck0@newsl.scei.co.jp> 
<3350903B.78DC@ppp.bekkoame.or.jp> <5isbtaS$g5g@newsl.scei.co.jp> <33 
51F125.442A@ymg.urban.or.jp> <5ivj8f$k3s@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.251.251.206 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
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¿$B!!¿ (Bfalcom: SBSHSbDS&S7S*S9! #3 (B 


Moroha Otuki ¿$B$5$s[)$/¿ (B... 

> 

>¢SB!!SIS&SdSiSjSK%e!<S"SkS, ;OS*SCS?S_S?SSSGSISM! #SRSGSCSHS7SF3$30SNz (B 
>¢S$BS5!<%SP!<SHD>7kSKSISC$?SsSGS7S$g$&S$t!) ¢(B 
>¿SB!!SGSb!"%U%SiSs%981Sd%sISSSD81SG=qS+S1S?SbSNSCSFFISaSJSSShS&SJ5SSb!D (B 
> 

éSB!!STSKSdSi!"SK%Se!<S9S0Sk!<SWS,A}S (SFS*SOSM! #2 (8(՞՞չչ 

¿$B!!¿ (Bscea¿SBSH¿ (Bsceez SBSHSSSESNS, 14: (B(“ °; ; 


¿SB!!D>7kSJSsSGS9S+SMS'¿ (B. (՞՞չչ 


é$B!!8@81SNLGBjSO! "STS&STSkKSsSGS7Sg$&SM! #2 (B(^^;; 


s/o ff: Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/_/ E_Mail_Address : falcom@bekkoame.or.jp Մ 77 
_/_/_/ Net Yarouze! ID : ayz00581 թ 7. 7 


—-MESSAGE FILE 22714 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000002html. 
html 


--MESSAGE FILE 22715 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000003htm 
l.html 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Motoji Shima <mtamaki@ppp.bekkoame.or.jp> 
Newsgroups: playstation.ny.server.ga 
Subject: Re: oo ugoita ugoita 
Date: Tue, 15 Apr 1997 23:38:29 +0900 
Organization: PlayStation Net Yarouze 
Lines: 19 
Message-ID: <335392E5.4DAD@ppp.bekkoame.or.jp> 
References: <S5ipbb2S$ck0@news1l.scei.co.jp> 
<3350903B.78DC@ppp.bekkoame.or.jp> <5isbtaS$g5g@newsl.scei.co 
.jp> <3351F125.442A@ymg.urban.or.jp> <S5ivj8f$k3s@newsl.scei.co.jp> <5ivo6h$k78@news1l 
.ՏՇՔ1.Շօ. յք» 
NNTP-Posting-Host: 202.210.132.105 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 
X-Mailer: Mozilla 3.0 (Win95; I) 


falcom wrote: 


x ¿$B!!¿ (Jfalcome $B$H$b$&$7$^$9!#¿ (J 

> ¢SB!!SISKSdSi!"SK%e!<S9SOSk!<SWS,A}S (SFS*SOSM! #3 (I(^^;; 
> ¿$B!!¿ (Jsceaz SBSH: (JIsceez SBSHSSS&SNS, ! #2 (Մ(՞՞չչ 

Í ¿SB!!D>7kS$SJSsS$SGS9S+SMS'¿ (J. (^^;; 

; £$B!!8@81SNLdBjSO!"STSESTSKSSSGS7TSgGS&SM! #2 (Մ(՞՞չ: 


ESBS=S&SGS9SMz (J eSBIFIGSHZ2S=#SN#N#GA} $ (SFS*S9OSM! #2 (J 
¿S$BS$S`$`$C!"%3!<%I%&%)!<%j%!Sd#3#D%S9%?%8%*SN#N#GS, ¿(J 
¿SB:G=iS$+$iS"S$SkS$CSFS3SHSOI8=`$GDs6!$5$1$FS$SSkSNS+S$SJS! 1) (J 


Resource Forum Leader;$B!JEh; (J ¿$B4p%K!K¿ (J 

¿SB"S!(¿(J NY E-mail mailto:resource@FL.scei.co.jp 

¿SB""! ¢ (J E-mail mailto:mtamaki@ppp.bekkoame.or.jp 

—-MESSAGE FILE 22715 END: net-—yaroze-usenet/00000003-SCEI/ny/server/qa/00000003html1. 
html 


--MESSAGE FILE 22716 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000004htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!go 

From: go@cclub.tutcc.tut.ac.jp (Go Watanabe) 

Newsgroups: playstation.ny.server.qa 


Net Yaroze n 


Subject: New 
Date: 15 Apr 


Organization: 


Lines: 44 

Message-ID: 

References: 
<335 
<5is 
<335 
<5iv 
<5iv 


NNTP-Posting- 
X-Newsreader: 


¿SBS4S&$GS9! 


<5ivo6h$k78@ 
falcom@bekko 


>¿$B!!¿ (8881 
> 
>Moroha Otuk 
>> 
>>¿SB!!SIS&S 
>>¢$B%5!<%P! 
>>¿ $B! !$G$b! 
>> 


¿SBS5SSS7SgS 
"playstation 


>¿SB!!SJSKSd 
>¿$B!!¿ (Bsce 


¿SBS3S1SrS_S 
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Newsgroups "scea" and "scee" (Re: oo ugoita ugoita) 
1997 17:28:19 GMT 
Computer Club, Toyohashi Univ. of Tech., Aichi, Japan 


<5j0drj$126@news1.scei.co.jp> 
<5ipbb2$ck0@news1.scei.co.jp> 
0903B.78DC@ppp.bekkoame.or.jp> 
bta$g5g@news1.scei.co.jp> 
1F125.442A@ymg.urban.or.jp> 
J8fSk3s@newsl.scei.co.jp> 
o6h$k78@news1.scei.co.jp> 

Host: 133.15.192.120 

mnews [version 1.19PL2] 1996-01/26 (Fri) 


# (B 


newsl.scei.co.jp>¿$BSN5-;v$KS$*SSSF¿ (B 
ame.or.jp¿$B$5$s$0=q$-$^$7$?!#¿ (B 


comé SBSHSbSESTS*S9!#¢ (B 


i ¿$B$5$s[)$/¿ (B 


d$ivjKze!<s" k$, ;O$^$C$?$_$?S$SGS9ŞM!#SR$JŞC$H$7$F3$30ŞNz (B 
<SHD> TkSKSISCS25SSG875gSES4!) 2 (B 
"SUSiSSS9IBISASIS$SDB1SG=q$+$1$ ?SbSNSCSFFISaSJS$$ShS$&S$I5$$b!Dz (B 


3$N5-; vSr$_SF!VS$ (!"SISsSNS3$HS@$mS& ! WSHS+; WSCSFS7S*SS$$*°S$7$23 (8(՞՞չ 
" ¿SB0J30SN5-;vš$rI=<($7SJSSShS&SKS$S7SFS?SDbSNSG (B 


$i!"%K%e!<%9%0%k!<%WŠ,A)$ (SFS*SOSM! #3 (B(%%;; 
az SBSH: (BsceezSBSHSSS&SNS, ! #3 (8(՞՞չչ 


FINS"SoOSFSF@_DjJSrJQ998S*S7$2¢ (8(՞՞չ 


z SB$* |<! "$5$m$5$m$G$- SES*S9SMS'!#STSKSNN, “SG87SG$6!#: G8eSNz (B a ¿SBSH¿(B e ¿SBSO;¿ (B 


America ¿SBS 
>¿ $B! !D>7k$J 


ESBS&!<Ss!"S 
¿$B3$30$+$i$ 


>2SB!!8@815N 


éESBS3SASiS+S$ 
¿SBSH;WSSS S 
¿ (B 

¿$BJQ99$9$1$ 


soc.cultur 


iso-8859-1 
# Q encoding 


ESBS"SASiSN? 
éESBEOJUE (B ¿ 
XMascot;$Bla 
—--MESSAGE FI 
html 


—--MESSAGE FI 
l.html 

Path: chuka. 
From: Youhei 
Newsgroups: 
Subject: Re: 
Date: Sat, 0 


Organization: 


Lines: 5 
Message-ID: 


# 
# ¿$B=i$a$Fz;: (B 
# 


H¿ (B Europe ¿S$BSG$7S$SgS&S+!# (B 


SsSGS9S+SMS'¿ (B. (՞՞չչ 


IS&SJSNSGS7$Sg$&!#G[AwS9SkSsS8Sc$SJSSSG$S7SgS&S+!#; (B 
@SHlsSS$SGS7SgS&S7¿ (B 


LdBjSO!"SIS&SJSkSsSGS7SgS&SM!#¿ (8(՞՞չչ 


iS"SASiSNSOTaDLSKShSaSk¢ ;¿ (B(¿SBOUL#S,SoS+SkŠ$ŠHSO8BSiSJSS¿ (B(*%;;) 
9Sh!#¢ (BNetscape ¢SBSHS+SJISiI=< (SN% (S$s%3!<%G%#%s%0SŠr¿ (B ee 8859-1 ¿SBSK 


PNISSS+S$H;WSSS*S9! #2 (B 


e.french ¿SBSHS$S+¿ (B soc.culture.german ¿$B$H$+$r$5$C$-¿ (B 
(^^; ¿SBS_SFS_S*S7S2?S, ¿ (B 

¿SBSrD>@N¿ (B 8bit¿$BSG$SDS+SCS$SFSk?MS, B2SSSh$&SGS9SM!#¿ (B 
¿SBSbSASiS[Si!#¿ (B 


M$OF|KN81SIS&$9Sk$s$GS7$Sg; (8... 


SBIdE ( (B (Go Watanabe) ՆՆ aS 
52%-%SC%S%Z!<%SS<B;\Cfz(B(*%*) http://cclub.tutcc.tut.ac.jp:1080/xmascot/ 
LE 22716 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000004htm1. 


LE 22717 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000005htm 


playstation.co.uk!newsl.scei.co.jp!usenet 

TAKADA <kazta-ta@aix.or.jp> 

playstation.ny.server.gqga 
=?iso-2022-jp?B?GyRCJSY1IyVrJTk/S4j1UQ2YhKRsoSg==?= 
5 Apr 1997 01:29:17 +0900 

Japan 


<33452C5D.30D9@aix.or. jp> 
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References: <33433E06.5F10@tokyo.dmlcyber.co.jp> <5i0hlbS$lbt@newsl.scei.co.jp> <redb 
ugSf££8d19970404093241@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.92 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


ՀՏՔՏՀՏՃՏՏՏ ($P;dSNM' 2115, #2=54VS [SIAOSK! V#L#B#M!ASN!WSHSSS&¢ (JImailgSBSNOCSrS$7SFS“*S7¢ (J 
ESBS? !l#e (J 


éSB!!!!9bEDMNJ?¢ (J 
—-MESSAGE FILE 22717 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000005html1. 
html 


--MESSAGE FILE 22718 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000006htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: "JI-TAN" <ji-tan@mtc.biglobe.ne.jp> 

Newsgroups: playstation.ny.program.beginner,playstation.ny.server.qa 

Subject: Change PassWord? 

Followup-To: playstation.ny.server.qa 

Date: 23 Apr 1997 17:15:06 GMT 

Organization: JI-SOFT 

Lines: 19 

Message-ID: <01bc5009$47fb23a0$4053cd85@ji-tan.mtc.biglobe.ne.jp> 

NNTP-Posting-Host: 133.205.83.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 

Xref: chuka.playstation.co.uk playstation.ny.program.beginner:25 playstation.ny.serv 
er.qa:6 


2SB!!SIS&Sb!I"L1IC6SGS9! #2 (J 


ESB! !SSS-SISjJSGS9S, ! 'SM%C%*$HS$dSmS&S<%5!<%SPSXSN%m%0%S%s%Q%s9%So!<%ISrJQ99S9;¿ (J 
¿SBSkJ)K!SOSJSSSNSGS7SgS&S+!)!!¿ (UTELNET¿SBSGSO¿ (JNo 


Shellz$BSHE\SiS1SFS7S*S&S7!D!ID! #2 (J 


¿SB!!S3S1$S+Si¿ (JHPZSBS, 8x3+$SKSI$SC$?$ 48 9SkSH!"<+J, $6%Q%9%0!<SISrdQ$ (SiSl$JI$$$Hz (J 
ESBSSS&SNSO!"SASGSCSHS*$ : SSMMSI5$$, ŞIŞKŞNŞG$Ş9Ş, !D!D!) ¿(J 


2 $B?@8MBg3X9) 3XIt>pdJsCNG=9) 3X2U#4G/ ! !Bm8s5£<<z (J (CS26) 258: 1: (JAT/CG¿$BHI; (J 
2SBDT!!M5;V!i!z¢ (d(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 


—-MESSAGE FILE 22718 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000006htm1. 
html 


--MESSAGE FILE 22719 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000007htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.server.ga 

Subject: Re: Change PassWord? 

Date: Sat, 26 Apr 1997 01:29:41 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <3360DBF5.399D5C23@aix.or.jp> 

References: <01bc5009$47fb23a0S4053cd85@ji-tan.mtc.biglobe.ne.jp> 
NNTP-Posting-Host: 202.208.35.164 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 15239 


Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


¿SBS3SsSPSsSO!S9bFEDSGS9!#¿ (J 


> ¢$B!!SSS-SISjSGS9S, ! 'SM$C%*HSdSmS&S$S<%5!<%SPSXSN%Sm%0%SS%ss%sQO%9%o!<%ISrJQ99S9;¿ 
> ¿SBSkJ)K!SOSJSSSNSGS7SgS&S+!)!!¿ (UTELNET¿SBSGSO¿ (JNo 


¿SB;dSb%sOQO%s9%so!<%ISrJQ99S7S2?SSSGS9!#;¿ (J 
E$B:#$°SG<+BpSGSN$_;HSCSFS?S+S$i$*$!Sh$t+$C$?S1$I!$$3$1$+$iso3x9; ee eee 
2 $B%9$ 9Sk$3SHSbS" $k $NSGSGS— S1SPIQHKS$SK%Q%9%o!<%ISOJQ99S$7S$?S$SSSGS9!#¿ (I 


¿SB!J%5!<%P!<4IM)<TŠ, ?.MOSGS-SJSS;d!#SHSSS&S+!S4IM)<T$,C/SJSNS+CNSiSJSS!K¿ (J 


58111111 1111 11111111 11111141 40] tt 11111111 l ria eg 
¿SB!!1111111!11!19bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¢$B8x3+HGSNS% [!<%°SZ2!<S8Sr?tSv7n$VS$ jSKII?PTSTS*S7S? !#E (J 
ESBSGSb!$9) ; vHOOOS, 9-$, SC$?$S@S1S@SCS?S3j!J>P !K¿ (J 


2$B:G=*992?7F|;~!!!!1#4!12#2#5!72<SNz (JURLZSB!Kz (J 

° $B9927M= DjJF|!!!1!1#4!?!!!)¿ (J 

--MESSAGE FILE 22719 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000007html. 
html 


--MESSAGE FILE 22720 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000008htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youichi Kondo <youichi_k@cap.bekkoame.or.jp> 

Newsgroups: playstation.ny.server.ga 

Subject: Re: Change PassWord? 

Date: Sun, 04 May 1997 10:16:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <336BE36F.3116@cap.bekkoame.or.jp> 

References: <01bc5009S$47fb23a0S4053cd85@ji-tan.mtc.biglobe.ne. յք» 
Reply-To: youichi_k@cap.bekkoame.or.jp 

NNTP-Posting-Host: 202.210.142.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 

To: JI-TAN <ji-tan@mtc.biglobe.ne.jp> 


JI-TAN wrote: 


¿$B!!$I$S&$Sb!"L1C6$SG$9!#; (J 
éSB!!SSS-SISjSGS9S, !"SMSCSHSdSmS$&$<%5!<SPSXSNSMS0SSSSSOS9SO!<SISrIQIISI; 
ESBSkI}K!SOSISSSNSGS7SgS&S4+!) !! 2 (JTELNET: SBSGSOz (JNo 


Shellz$BSHE\$iS1$F$78*S&$7!D!ID! #2 (J 


¿SB!1S3S1S$S+$i¿ (UHP¿$BS, 8x3+$K$JIS$C$?$j$9$k$H!"<+J, $SG%Q%9%o!<%I$rJQS(S$1iS1$SJSSSH¿O (J 
¿SBSSS&SNSO!"SASgSCSHS$S*S:SSMMSJ5SS, S$9SkSNSG$9$, !D!D!) ¿(J 


¿SB?@8MBg3X9) 3XIt>pJsCNG=9) 3X2U#4G/ ! !Bm8&5f<<;¿ (7 (CS26) ¿SB!!¿ (JAT/CG¿$BHI; (J 
¿SBDT!!M5;V!!¿ (d(C) JI-TAN / JI-SOFT 


mailto:ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 


VVVVVVVVVVVVVV VV VV 


¿SBSOS8SaS ST7SF!!Ssa%S,%3%s!!SGS9!#; (J 
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¿ $B; dSbF1$85?LdS$r; }SCSF3F%U%) !<%i%* $r$&$m$&$m$HC5:w$7$?7K2L!"¿ (J 


£$B%5!<%P%US) ! <S1i%`Fb$K%$"%$JS&%s%9$,$"S$3j$2$7S?!#¿ (J 
éSB8=:_$0!"%0Q%9%0!<%S1IIQ99SN%5!<%S%9SOL5$SSS=SESGS9! #2 (J 
¿$B$?$@$7!"6aF|!!%Q%9%0!<%IJQ99%5!<%S%9$N%Z!<%8$rDs6!M=Dj¿ (J 
ESBSH8@SE&S3SHSGS7S?! #2 (J 
¿SBAaS/BP1-S7SFS$SS?S@S-S?SSSGS9SM!#¿ (J 


Bye ae (Jyout ent — k@cap.bekkoame.or.jp 


—-MESSAGE FILE 22720 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000008html1. 
html 


--MESSAGE FILE 22721 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000009htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youichi Kondo <youichi_k@cap.bekkoame.or.jp> 

Newsgroups: playstation.ny.server.qa 

Subject: Re: Change PassWord? 

Date: Sun, 04 May 1997 10:55:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <336BEC80.7DD7@cap.bekkoame.or.jp> 

References: <01bc5009$47fb23a0$4053cd85@ji-tan.mtc.biglobe.ne.jp> 
Reply-To: youichi_k@cap.bekkoame.or.jp 

NNTP-Posting-Host: 202.210.142.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


JI-TAN wrote: 


¿$B!!$I$S&$Sb!"L1C6$G$9!#; (J 
éSB!!SSS-SISjSGS9S, !"SMSC% HšdšmS$&S<% 5! <%s$PS$SXSN%sm%s0%SS%Ss%sQO%s9%so!<%sISrJQ99S9¿ 
¿SBSkJ)K!S$OSJSSSNSGS7$SgS&S+!)!!¿ (UTELNET¿SBSGSO¿ (JNo 


She11z$BSHE\$iS1$F$7$" ՏեՏ 101014: (J 


é$B!!$3$1$+S$iz (JHP: $B$, 8x3+$K$JISCS$?$ j$9SkSH!"<+J, ՏՇՏՕՏ95օ1ՀԼՏԸՄՕՏ (S$Si$1$SJSSSH¿ (J 
ESBSSS&SNSO!"SASGSCSHS*$ : SSMMSI5$$, $9SkKSN$G$9$, !D!D!) (J 


2 $B?@8MBg3X9) 3XIt>pdIsCNG=9) 3X2U#4G/ ! !Bm8s5£<<z (7 (CS26) 258: 1: (JAT/CG¿$BHI; (J 
¿$BDT!!M5;V!!¿(J(C) JI-TAN / JI-SOFT 


mailto: ji-tan@mtc.biglobe.ne.jp 
http://www2k.meshnet.or.jp/~jisroom/ 


VVVVVVVVVVVV VV VV VV 


ESBSOS8Sa$*S7SF!!1%a%,S3%s!!SHSSSSS*S9l#e (J 


ԵՏՔ: dSbF1$85?LdSr; }$C$F%5!<%PFb$r$&$m$&$m$HC5$72s$C$?7k2L!"¿ (J 
¿SB%51<%PSUS) !<Sis> SKSE"SISESSSIS, S"SIS*STS?! #3 (Մ 


¿S$B8=:_$O!"%Q%S9%o!<%SIJQ99$N%5!<%S%9S$SOL5$SS=$&$GS9!#¿ (J 


¿S$SBS?$@$7!"GaF|!!$QO%9%o!<%TJQ99$N%Z!<%8ŠSrDs6!M=D3!!SH$NSŠ3SH!#; (J 
¿SB<j:]SNNISSBP1-Sr$*4jJS$SSS7S?SSSbSNSGS9SM!#¿ (J 


youichi_k@cap.bekkoame.or.jp 

¿$B%a%, %3%s (J 

_-MESSAGE FILE 22721 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000009html. 
html 
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—-MESSAGE FILE 2413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001116 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LIBPC...you'll do the double take! 

Date: 10 Jun 1998 18:16:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bd949bS98fe8260Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <357D76AE.B95@writeme.com> <357E7262.48E1@writeme.com> <357E7773.5C9F@1i 
vemedia.co.uk> <357E7F3C.67DD@writeme.com> 

NNTP-Posting-Host: d3-s44-209-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Rutherford <hexheroes@writeme.com> wrote in article 
<357E7F3C.67DD@writeme.com>... 
> Charlie wrote: 


>> 

> > couldn't find it ??? probly me being stupid ... can you give the url.. 
>> 

> > cheers 

>> 

> > Charlie 

> 

> Can't remember the URL offhand. You can jump from the 

> 

> 24C Section > reviews > (SCEI) /TEST 

> 

> link on my site (http://www.netyaroze-europe.com/~mrfrosty) 

> 

Pretty amazing - I wonder if the guy's gonna release the library? 
Craig. 


—-MESSAGE FILE 2413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01116 


-—-MESSAGE FILE 2414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001117 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Sony's grand experiment? 

Date: Wed, 10 Jun 1998 13:29:53 -0700 

Organization: Cisco Systems 

Lines: 30 

Message-ID: <357EECC1.97053769@jps.net> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-e-39-201.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1117 scea.yaroze.freetalk 
2713 


The Yaroze has been a great (albeit expensive) toy ever since I bought 
into this program in February. It kinda took me back to my roots, 
back when I used to sit up late at night with a manual of Tandy BASIC 
reading by the dull glow of the monitor in the after-bedtime hours. 

I have been going through some old paperwork in my closet and even 
found some ancient game designs, graphics, and musical scores written 
years ago. In short, it has been a cool experience so far. 


But. a 
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--MESSAGE FILE 22722 START: net-yaroze-usenet/00000003-SCEI/ny/server/gqa/00000010htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.server.ga 

Subject: Yaroze Japan=?1SO-2022-JP?B?GyRCJE411iVzJTEhPCVIGyhC?= 
Date: Sun, 18 May 1997 03:41:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <bo0wy$24b319970518034129@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.151 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


éSB!!¢(BYaroze Japan; SBSNBhF's9fSKSDSSSF%"%S%1!<%SHSrAwSmS&SHS7S?Si!"S=SNB>; (B 
¿ $B$NOU8+0J30$NItJ, $, J8; z2=S1>uBVSKSJISCS$?2hHLLS, =PSF!"!V%SU%S) !<%` SNz (B 
¿SBFbMFSr$b$&01EYAwSjD>$7S%$9$+!) !WSHI9OS+S1SFS7S*°SSS*°S7S?! #3 (B 


2$B!!S?$VSs!"EPO?<:GT$7$?; ~SN2hHLLS$@$H; WS&SNSG$9S, | "Ճ04) 9f$N; ~$O; (B 
ESBLAUBISIS/AwS1S?SNSG!"S3SASiSN@_DjSHSb; WS ($^$; $s!#$=$1$H$b2?$+; (B 
ESBS"SKSNSGS7SgS&S+!) ! #2 (B 


¿SB!t¿ (878-626 Japan; SBS, 011It8x3+$5S1$?SHS9SkSH2q0w% [!<%` 3Z!<S8SN8x3+2=; (B 


¿SBSb4VS$SbSJS/S+SJ!)¿ (B 
¿S$B!!FbF#!!l1Q0<y¿ (B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : cCQCcO0075@niftyserve.or.jp 


—-MESSAGE FILE 22722 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000010html1. 
html 


--MESSAGE FILE 22723 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000011htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.server.qa 

Subject: Re: Yaroze Japan=?ISO-2022-JP?B?GyRCJF411iVzJTEhPCVIGyhC?= 
Date: Sun, 18 May 1997 05:14:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <yasunaga$1f£7219970518051451@news1l.scei.co.jp> 
References: <bo0wy$24b319970518034129@news1.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.172 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


éESBS3SSSKSASO!"K=ORS5Ss! #2 (BMr. Kz SBSGS9! #2 (B 


>¿$B!!¿ (BYaroze Japan; SBSNBhFs9fSKSDSSSFS"%Ss%1!<SHSrAwSmS&SHS7S?Si!"S=SNB>; (B 
>¢ SBSNOU8+0J30SNItJ,S$,J8; z22=S1>uBVSKSJISCS?2hLLS, =PSF!"!V%U%) !<%` ՏԱ: (B 

>¢ SBFDMFSrSbSé&01lLEYAwS jD>$7S$*S9S+!) !WSHI9S+S1SFS7S*SSS*°S7S?!#¢ (B 

> 
>¢SB!!S?SVSs!"EPO?<:GT$7S$?; ~SN2hHLLS@SH; WS&SNSGS9S, !"AO4) 9FSN; ~SOz (B 
>¢ SBLdBjSI$/Aw$1$?SNS$G!"S$3SASiSN@_DjSHS$b; WS ($^$; $s!#$=$1$H$b2?$+; (B 
>¢SBS"SkKSNSGS7SgS&S+!) 17. (B 


ESBS"! "S=S&SGS7S?S+!#S3SASiSGLABJ$rD4: :$7$?SSSH;WSSS*S9!#D>SjIST7TSE@SS!"2 (B 
What's New gSBSKSFS*CNSi$; $$$?S7$*S9SNSG!">/! 9S*BTISAS/S@S5$$ !#z (B 


Yaroze Japan ¿S$BJT=8D9¿ (B program ¢SB%U%) !<%i%° $4!<%@!<z;(B Mr.K (¿SBOBl1J¿ (B ¢SBOB90¢ 
(B) 
Home address : ¢$B:k6L8)Bg5\;T5HLnD.; (B 
E-mail address : program@FL.scei.co.jp 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 22723 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000011html. 
html 
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--MESSAGE FILE 22724 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000012htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.server.qa 

Subject: Re: Yaroze =?iso-2022-jp?B?SmFwYW4bJEIkTiUiJXM1MSE8JUgbKEo=?= 
Date: Tue, 20 May 1997 02:51:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <33809307.5A4C@fa2.so-net.or.jp> 

References: <bo0Owy$24b319970518034129@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.170.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Hideki Naito(bo0wy) wrote: 

> 

> ¿$B!t¿ (JYaroze Japan¿$B$, 011t8x3+$551S$?SHS 9SkSH2q0w% [!<%* $Z!<%S8SN8x3+2=¢ (J 
> ¿SBSb4VS$SbSJ$/S+SJ!)¿ (J 


¿SB#Y#JS+S1i4V@QNE*SK8x3+S5$S1SkS3SHSOS"SkS+SbS7S1S S;SsS,!"¿ (J 
¿SBB?J, !"O1HL8x3+SOSISSSH;WSSS*S9Sh! #2 (Մ 


éSB8D?MSN#H#PSN5—-=RFOMF SNSAS%'SCS/SONLE* | "T*M}E*SKIT2DG=SGS7SgS&S+Si!l#z (Մ(՞՞) 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 22724 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000012html1. 
html 


--MESSAGE FILE 22725 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000013htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.server.qa 

Subject: Re: Yaroze Japan=?1SO0O-2022-JP?B?GyRCJE411iVzJTEhPCVIGyhC?= 

Date: Tue, 20 May 1997 21:07:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <bo0wy$24b319970520210723@news1.scei.co.jp> 

References: <bo0wy$24pb319970518034129@news1.scei.co.jp> <yasunaga$1f7219970518051451 
@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.162 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


Mr .KzSB$5Ss$O=q$-$*$7$?! #2 (B 
>i $B$"!"$=$&$G$7$?7$+!#$3$A$i$GLAdABj$rD4::$7$?7$$$H; W$$$^$9!#D>$J$7$0$$!"; (B 
>What's New ¿$B$K$F$*CN$i$;$$$?$7$^$9$N$G!">/!9$*BT$A$/$0$5$$!# (B 


¿$B!!K\F|:FEYD)@o$7$F$_$?=j!"Aw?.=PMh$^$7$? !#:G=*99?7$, ¿ (B20: $BF | $K¿ (B 


¿$B$ŞJIŞC$F$?$+$i!"$dA$C$Q$J2?$+$"$C$?$ŞN$+$J!) 1) !#¿ (B 
¿SB!!FbF#!!10Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 
¿$B!!¿ (B(Net Yaroze! : aza02223) Nifty : CQC00075@niftyserve.or.jp 


--MESSAGE FILE 22725 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000013html. 
html 


--MESSAGE FILE 22726 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000014htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy) ) 

Newsgroups: playstation.ny.server.ga 

Subject: Re: Yaroze Japan=?1SO-2022-JP?B?GyRCJE411iVzJTEhPCVIGyhC?= 
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Date: Tue, 20 May 1997 21:08:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <bo0wy$24b319970520210857@news1.scei.co.jp> 

References: <bo0Owy$24b319970518034129@news1.scei.co.jp> <33809307.5A4C@fa2.so-net.or 
.Յք» 

NNTP-Posting-Host: 202.247.160.162 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


KAZZY <kazzy168@fa2.so-net.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 
>¿SB#Y#JS+Si4VQ@QNEFE*SK8x3+$5$S1SkS3SHSOS"SkS+$SbS$S7S1S2$;SsS, !"¿ (B 
>¿$BB?J, !"01HL8x3+SOSISSSH; WSSS*S9Sh! #2 (B 
> 

>¢SB8D?MSN#H#PSN5-=RF DMF SNSA%'SCS/SONLE* ! "J*M}E*SKIT2DG=SGS7SgS&S+Sil#e (B 


ESB! !#Y#tatr#totzte! !#J0#atp#a#nAO4) 9FSNCCC+S5SSSN%S"%SS%1!<SHSASCS$?S+SHz (B 
éESB;WSSS*S9S, !"!V2q0w%S[!<%° SZ!<S8SKSDSSSF!"4uK><TSOO1LHL8x3+=PMhSk; (B 
éSBMMSKS9Sk; vSr8!FSS7SFSSSk!WSHS"SCS?SNSG$9! #2 (B 


£$B!!%SA%'%SC%/5! 9=SKSDSSSFSO! "3NS+SK5SSKSIS5$S*°S9S, 2 (B(%%; 


¢$B!!FbF#!!10<yz(B <-> ¿S$BK=0R; (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCO0075@niftyserve.or.jp 

—-MESSAGE FILE 22726 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000014html1. 
html 


--MESSAGE FILE 22727 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000015htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: bo0wy@t3.rim.or.jp (Hideki Naito (bo0wy)) 

Newsgroups: playstation.ny.server.qa 

Subject: Re: Yaroze Japan=?1SO0O-2022-JP?B?GyRCJE411iVzJTEhPCVIGyhC?= 

Date: Tue, 20 May 1997 21:13:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <bo0wy$24b319970520211316@news1.scei.co.jp> 

References: <bo0wy$24b319970518034129@newsl.scei.co.jp> <yasunaga$1f£7219970518051451 
@newsl.scei.co.jp> <bo0wy$24b319970520210723@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.160.162 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


¿$B!!¿ (BWhat's NewgSBSK=qS$SFS"$4$°S7$?2 (B(*%; ZSB! #2 (B 
ESBD4::!&=S$@5S5"S5$, SH$&$4$6$S$2$7$?!!!d!1%S9%?%SC%SU$SN$_$JS$S5$ ¿ (B 
¿$B!!FbF#!!1Q<y¿ (B <-> ¿SBK=0R;¿ (B E-mail : boOwy@t3.rim.or.jp 
éSB!!¢(B(Net Yaroze! : aza02223) Nifty : CQCcO0075@niftyserve.or.jp 


—-MESSAGE FILE 22727 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000015html. 
html 


--MESSAGE FILE 22728 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000016htm 
1.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.server.ga 

Subject: Re: Yaroze =?iso-2022-jp?B?SmFwYW4bJETkTiUiJXM1MSE8JUgbKEo=?= 

Date: Wed, 21 May 1997 05:01:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <3382032F.426@fa2.so-net.or.jp> 

References: <bo0Owy$24b319970518034129@news1.scei.co.jp> <33809307.5A4C@fa2.so-net.or 
.jp> <bo0wy$24b319970520210857@news1.scei.co.jp> 

NNTP-Posting-Host: 210.132.170.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 
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ESBS3SsSKSASO;2 (J ¿$BK=0R¿ (J ¿$B$5$s!J$G$$$$$N$+$J!)!K¿ (J kAZZY ¿$B$G$9!#¿ (J 


Hideki Naito(bo0wy) wrote: 
> 
> ¢$B!!%A%'%SC%/5! 9=SKSDSSSFSO!"3NS+SK5$SKSIS5$°S98,¢(JF(%%; 


ESBSGS9SM! #2 (J (*%) 
¿SB8D?MSNH=CGSKOQSMSKkSHSSSCS?SbSCSHSb>C6KE*SG3ZSJJ)K!SO<hSiSJSSSGS7SgS&SM!#¿ (J 
(°) 
¿SB>/SJS/SHSb2?2S+$7SiSN<hSj7hŠšaSO:nS$SiSlSkSH;WSSSAS9!#¿ (J 


¿SB8D?ME*SKSO30ILCSK#P#RS7S?SSS3SH$S, S"Sk?MSORY#JSNShS&SJ%S*SUS#%7%c%kSJ=3jSK8x¿ (J 
£$B3+%Z!<S8Sre (J 
¿SB:nSCSFSb$iSCSFS=$3SK#H#PSrEj9FS7SF8x3+S7SFSb$iS&S[S&$S, $$SSSNS$G$OSJSSS+SŠH¿ (J 
¿SB;WSSS“S9!#;¿ (J 
¿$B$3$1$@$H9%$->!<jJ$K99?7$0=PMh$^$; SsSNSGI, $:%A%'%C%/$G$-$^$9$7!"2q0w$b%d%P¿ (J 
ESBSSFOMFSO; (J 

¢SBK\MhSN#H#PSG=qS1SkSNSG! "8x3+SKSISCSF#H#PA4BNSN5-=RS, @) 8BS5S1SkShS4jSSSSSHz (J 
ESB; WSSS*S9! #2 (J 


NetYaroze Gamers'Forum Leader 
gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
- kAZZY.sPECTER - 
—-MESSAGE FILE 22728 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000016html. 
html 


--MESSAGE FILE 22729 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000017htm 
l.html 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-nara.ac.jp!shkit 

From: Shuichi Kitaguchi <shuuic-k@is.aist-nara.ac.jp> 
Newsgroups: playstation.ny.server.ga 

Subject: Librari's buf(about Memory Card) 

Date: 5 Aug 1997 11:00:16 GMT 

Organization: Nara Institute of Science and Technology. 
Lines: 42 

Message-ID: <5s7140S2goS$1@ryo4309.aist—nara.ac.jp> 
NNTP-Posting-Host: 163.221.154.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: mnews [version 1.20] 1996-12/08 (Sun) 


ESBS3SSSKSASO! "KL8}SGS9! #2 (B 


¢ SBS &SASNSA! <%> $N%a%$%s%W%m%0%i%^$+$i$3$&$$$&MWK>$,¿ (B 
ESBS"S3S*°S7S?SNSG! "BP1~Sr8!FSS7SFSS$?S@S15%S$; Ss$+3 (82 


éSB!!8=:_!"#97nKvDySa@ZS$jSNEETD#P#SSNS33SSF%9ISHSK8~SISF!"3 (B 
ESBHHFOFVHEFR:E (B ESBHERHAHCHIFN#FGSHSSS&S1!<%9%S2!<%3* Sr:nSCSFSSS*S9S,!"2 (B 
ESB%aSb%SIj!<S+!<ST4XO"SNZiSSSEVSISISNSPSOSGSMS*SCSFSSS*S9! #2 (B 
é5B!!:#2sSO!"#A#UFT#HO! ! FLHOFA#FD ! "#SHAFVHESTIUSIS?SSSNSG!"S3SNz (B 
ESBSPSOSOCWL?E*SGS9!#STSSSHS+D>S7SFSSS$?S@S—-S?SS! #2 (B 

ՀՏ !Kt!"S"SI%m%0S3%3ssHsm!<%Si!<SN?6F05!G=SKSDSSSFSb!"SGS-; (B 
ESBS1SPBP1~S$7$?SSSNSGS9! Ի. (B 


¿SB!!$G$-$I$P!"0J2<$N#2$D$r$J$s$H$+$7$F$[$7$$$G$9!#¿ (B 
ESB! !FCSK#1S$SrSJISsSH$+S7SFS/S@S5$S! #2 (1 


ա 


2 SBMWK> չ (B 
¿SB#1!$%a%b%j!<%+!<%T4XO"SN%$P%0S$SKS$DSSS$F¿(B 

¿$B!!¿ (Bfirstfile¿$B4X?t!"¿ (Bnextfile¿SB4X?tSKShSCSFF@SiSlSk>pJsS, |": (B 
¿E $BESCf$G%a%b%j!<%+!<%I$r:9$7BX$?>19g$G$b!"A0$N>pJs¿ (B 
ESBSrJIVSTSFS/SkKSNSG! "S=SN%$+!<SISNFOMFSr@53NSKCNSk;VvS, ¿ (B 
ESBSGS-S::SSk! #2 (B 
£$B!!$3S$1SrAa5*SKD>$7!"BP:vSr8x3+S7SFS[S7SS! #32 (B 


2 SBH2!3%3"SI%mS0%33s%HSm! <SiSKSDSSSFz (B 
2$B!!26F05!G=$r; HS (SkSh$&SK$7SF$[S7S$! #2 (B 
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ESBOJ>e! #2 (B 


// uzusio@sa 


Page 15245 


kuranet.or.jp 


// http://www.sakuranet.or.jp/~uzusio 


// 
) 


ESB: 4F#2 (B ¿SBCROB¿ (B (¿SBS&S:S7S*¿ (B 


éSB8=:_;d$,4 
¿SBS, S+SiS`S 


Shuich 

/ 
——MESSAGE FI 
html 


--MESSAGE FI 
l.html 

Path: chuka. 
From: Shuichi 
Newsgroups: 
Subject: Re: 
Date: 5 Aug 


Organization: 


Lines: 8 
Message-ID: 
References: 


NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


¿SBS4SaSsSJS 
¿SBSIS3SK9TS 
¿SBE, @ZSJS0 


Shuich 

/ 
——MESSAGE FI 
html 


——MESSAGE FI 
l.html 

Path: chuka. 
From: "FUKUN 
Newsgroups: 
Subject: 199 
Date: 18 Feb 


Organization: 


Lines: 9 
Message-ID: 


NNTP-Posting- 
X-Newsreader: 


i SBL5NA4 | 4ՄՏ, 
¿ $B$=$N8e$OM-NA$G1?MQ$5$I1$k$0o$1$G$9$+!) 
B7n$+$i=q$-9~ Sa5JS/SJSkSHSSSsSNSOS3SNS K%še!<% — $“S1SKSNSGS7SgS&S+!) 


6S 
¿SB9u#P#SSN7 


Taisuke Fuku 
http://sarie 


——MESSAGE FI 
html 


%k!<%WSKONF0$7SF%SUS) 


XM?S7SFSSSk%SW%m%0SsiS`Sb% oe 
NSG!"; dS+SiSbS$*4jSSS7$*so!l#z (B 


(B 


i Kitaguchi shuuic-k@is.aist-nara.ac.jp 
kit@Mew.org / shkit@gemini.bekkoame.or.jp 
LE 22729 END: net-yaroze-usenet/00000003- SCEI/ny/server/qa/00000017htm1. 


LE 22730 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000018htm 
laystation.co.uk!newsl.scei.co.jp!ryo4309.aist-nara.ac.jp!shkit 
Kitaguchi <shuuic-—k@is.aist-nara.ac.jp> 

laystation.ny.server.ga 

Librari's buf(about Memory Card) 

1997 11:13:04 GMT 

Nara Institute of Science and Technology. 


p 
i 


P 


<5s71s0$2q1$1@ryo4309.aist-nara.ac.jp> 
<5s7140S2go$1@ryo4309.aist-nara.ac.jp> 


Host: 163.221.154.158 

1.0 

text/plain; charset=ISO-2022-JP 
mnews [version 1.20] 1996-12/08 (Sun) 


5$$!"S3S3SK=q$/FOMFS8S$cSIS+SCS?ShS&SGSISM! #3 (B 
1SPSSSSSNS+ShS/SoS+$iSJSSSNSG!"SoS+SkJ)!"¿ (B 
%m!<4j$$SS*S9!#¿ (Bm(__)m 


i Kitaguchi shuuic-k@is.aist-nara.ac. jp 
kit@Mew.org / shkit@gemini.bekkoame.or.jp 
LE 22730 END: net-yaroze-usenet/00000003- SCEI/ny/server/qa/00000018htm. 


LE 22731 START: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000019htm 
playstation.co.uk!newsl.scei.co.jp!usenet 
O Taisuke" <uni@po.miyako.co.jp> 
playstation.ny.server.ga 
8/12¿SB0J9_SO!) ¿ (J 
1998 15:01:22 GMT 


PlayStation Net Yarouze 


<6cet42S4at@newsl.scei.co.jp> 

Host: 202.239.74.34 

Microsoft Internet News 4.70.1155 
1dD9S5S1S 2 S7S2S, !"¿ (J 

(J 

(J 
(J 


oS+$Si%=%K!<$O<jS$Sr0z$/SH$SS$S&S3SHSGS9S+!) 


no (uni@po.miyako.co. jp) 
1l.miyako.co. jp/~uni/ 


LE 22731 END: net-yaroze-usenet/00000003-SCEI/ny/server/qa/00000019htm1. 
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THT ERE ERT TT HHT HE 
HET AE TERETE HHH 


E AE AE AE FE EAE HEE EH 
E AE AE E FE AE AE AE AE FE FE FE THE 


HEHEHE EE EE HE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/test 
——HHEEEREE EEE HEH 


--MESSAGE FILE 22732 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000001html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Satoshi Tawa (SAT.)" <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 14 Apr 1997 17:52:06 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01lbc48fb$e7919440SLocalHost@sat.ga2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.190.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SB5WS7SVSjJSJSNSGSF%S9%SHSGS9!#¿ (J 
¿SB#M#S¿ (J Internet News ¿$B;H$C$F$k$1$IBg>fIW$G$7$g$&$+!)¿ (J 
¿SBS7SC$+$j@_D3jS7S?$DSbS3jSGS9$, !&!&!&¿ (J 


t= y“ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
--MESSAGE FILE 22732 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000001html.html 


--MESSAGE FILE 22733 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000002html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1SO-2022-JP?B?GyRCTG44fUduPVMbKEo=?=" <fwhj1291@mb.infoweb.or. յք» 
Newsgroups: playstation.ny.test 


Subject: =?1SO0-2022-JP?B?UmU6IE1TLULudGVybmV0TmV3cxskQiROOF 9EaiRySlEkKCRGJCskaSROGyh 
K?= 


=?ISO-2022-JP?B?GyRCJUY1OSVIGyhK?= 
Date: 14 Apr 1997 19:05:10 GMT 
Organization: PlayStation Net Yarouze 
Lines: 3 
Message-ID: <01bc4906$05301580$8c91dbca@fwhj1291.infoweb.or.jp> 
References: <5ij7s3$69k@newsl.scei.co.jp> <334F0029.5221@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.219.145.140 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS$S"SjS, ՏՔՏԵՏ4ՏՇՏՏՏ՞Տ9 1. (J 
¿SBS3S1SG0B?24S7SFEJ9FS9Sk;vS, SG$S—S“S9!# (J 


--MESSAGE FILE 22733 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000002html.html 


--MESSAGE FILE 22734 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000003html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 

Date: 15 Apr 1997 11:14:12 GMT 

Organization: Net Yarouze! (SCEI) 
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Lines: 20 

Message-ID: <5ivnu4Sk78@newsl.scei.co.jp> 

References: <3350CA8A.1C20@nv.aif.or.jp> <3350CB19.48C7@nv.aif.or.jp> <3350CCAB. 3E9E 
@nv.aif.or.jp> 

NNTP-Posting-Host: 202.251.251.206 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


é$B!!¢ (Bfalcomz; SBSGS9! #2 (B 


Ogihara Kenji ¿$B$5$s[)$/¿ (B... 

> 

>¿ $B$dA$C$H$-$^$7$?$M!#¿ (Bogiharaz$B7/!#2 (B 
>¢ESBS"S?S7Sc!"7/SrBTISCSFS?Sh! #2 (B 


> 

>¢ SBSM%CSH>eSGS$b$h$m$7$/S$M! #¢ (B 
> 

> 

>¢SB!!!!l#b#y! | 9DEDMNJ?¢ (B 


ESB! !S$3S1S0!"9bEDS5Ss$,$+SSS?SNS+SJI!)¢(B(%%;; 
¿SB!!PfSN5-;vSGS9SM!#¿ (8(՞՞չչ 


fff Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
Z 2-7 E_Mail_Address : falcom@bekkoame.or. jp ԱԵ 257 
2 7.77 Net Yarouze! ID : ayz00581 fafa} 


—-MESSAGE FILE 22734 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000003htm1-.html 


--MESSAGE FILE 22735 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000004html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 15 Apr 1997 23:17:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33538DE0.5COD@ymg.urban.or.jp> 

References: <01lbc48fb$e7919440SLocalHost@sat.ga2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Satoshi Tawa (SAT.) wrote: 

> 

> ESBSWS7SVS jISTSNSGSFS9SHSGS9O! #2 (J 

> ¿SB#M#S¿ (J Internet News ¿SB;HSCSFSkS1SIBg>fIWSGS7SgS&S+!)¿ (J 
> ¿SBS7SCS+Sj@_Dj$S7S?SDSbS3jSGS9S, !&!&!&¿ (J 


¿SB!!Bg>fIWS_S?SSSGS9!#¿ (J 
—-MESSAGE FILE 22735 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000004html.html 


--MESSAGE FILE 22736 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000005html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Ogihara Kenji <f7783053@nv.aif.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUS41LyRDISObKEo=?= 

Date: Tue, 15 Apr 1997 23:58:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33539781.321C@nv.aif.or.jp> 

References: <3350CA8A.1C20@nv.aif.or.jp> <3350CB19.48C7@nv.aif.or.jp> <3350CCAB. 3E9E 
@nv.aif.or.jp> <S5ivnu4$Sk78@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.34.230 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 

falcom wrote: 


> ¿SB!!S3S1SO!"9bEDS5SsS,S+SSS?SNS+SJ!)¿ (Ժ(՞՞չչ 
> 2$B!!F£SN5-; v$GS9SM! #2 (Մ(՞՞չչ 


¿SBS*S:SS!*B?=F?M3JSN01?MS,>!<jSK%S1%S9Sr!&!&!&!&¿ (J 


¿$B!!$I$S$F$M!#?M$N2H$G$d$k$+$i!"<+J, !J¿ (JOgihara Kenji)¿$B$,=q$$$F$k$3$H$K$I$C$F;¿ (J 
ՀՏՔՏԵՏՑՏՇՏՏ #2 (J 


éSB!!:#EYS+SiSOSdSaSFSM! #!!>.3X9; OJMHSNM'C#SN9ODEDS5Ss!%*3 (J 


2$B!!S$=S1SKS7SFSb!"SFS9SHS*SG! "SAScSSSHFIS* շիտ, SSS?SNS$+! #2 (J 


—-MESSAGE FILE 22736 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000005htm1l. html 


--MESSAGE FILE 22737 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000006html1.htm 


al; 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Satoshi Tawa (SAT.)" <sat@ga2.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 15 Apr 1997 17:26:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01lbc49c0$626b9f20SLocalHost@sat.ga2.so-net.or. յք» 
References: <Olbc48fbS$e7919440SLocalHost@sat.ga2.so-net.or.jp> <33538DE0.5COD@ymg.ur 
ban.or.jp> 

NNTP-Posting-Host: 210.132.190.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<33538DE0.5COD@ymg.urban.or.jp>... 


> ¿SB!!Bg>fIWS_S?SSSGS9!#¿ (J 


ESBSAS'SCS/S"SIS, SHSES4SOSSS*S93 (J (^^; 
2 SBSH8QSSSDSDSF%9SHS1%9SGS9! #2 (J 


(C20) [> Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 22737 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000006htm1. html 


--MESSAGE FILE 22738 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000007html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: Re: test 
Date: Wed, 16 Apr 1997 03:37:33 +0900 
Organization: PlayStation Net Yarouze 
Lines: 10 
Message-ID: <5 j0htd$19s@newsl.scei.co.jp> 
References: <5he54bSpc9@newsl.scei.co.jp> <5ilk70S$7uj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.161 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
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Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


test 


-—-MESSAGE FILE 22738 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000007html1. html 


--MESSAGE FILE 22739 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000008html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.test 

Subject: Re: =?IS0-2022-JP?B?GyRCJS41LyRDISobKEI=?= 

Date: 16 Apr 1997 09:30:54 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 20 

Message-ID: <5j268eSnb4@newsl.scei.co.jp> 

References: <3350CA8A.1C20@nv.aif.or.jp> <3350CB19.48C7@nv.aif.or.jp> <3350CCAB. 3E9E 
@nv.aif.or.jp> <S5ivnu4Sk78@newsl.scei.co.jp> <33539781.321C@nv.aif.or.jp> 
NNTP-Posting-Host: 202.244.231.114 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


falcom:;SBSH?=S7S*S9! #2 (B 


Ogihara Kenji ¢$BS$5$s[)$/z(B 

E E halaga ASE heen ba asa Kenji) ¢$B$, =q$$$FSkS$3SHSKSJSCSF¢ ( 
ՆԱՐ ՍՐԱՆ 

ԱԱ ԱՆԱՆՑ ՐՈՂԱ ՈԱ ՅՐՆ 


>¢$B!!S=S1SKS7SFSb!"SFS9SHS“*SG!"SAScCSSSHFIS* ?MS,SSS?SNS+!#¢ (B 


>2¿SB!!!!!111111!#bp#y!!!!!!SASgSCSH6CSSS?!!2.867r<#; (B 
¿SB1!S3S3SO!"SASgSCSHA0S ԱԱ Տ ՏՅ Ց (՞՞չչ 
ՀՏ81 101121": (BTEST; SBEJ9FSD%AZS'SCS/STSES"SIS*S9IS, 14: (8(՞՞չչ 

co Aay Handlename : falcom(Masakiyo Hirayama) _/_/_/ 

r Z: ae թ խուլ Address : falcom@bekkoame.or. jp effet 

_/_/_/ Net Yarouze! ID : ayz00581 ae 1 


-—-MESSAGE FILE 22739 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000008html1. html 


--MESSAGE FILE 22740 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000009html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJS41LyRDISobKEo=?= 

Date: Wed, 16 Apr 1997 19:01:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3354A36B.51F0@ymg.urban.or.jp> 

References: <3350CA8A.1C20@nv.aif.or.jp> <3350CB19.48C7@nv.aif.or.jp> <3350CCAB. 3E9E 
@nv.aif.or.jp> <S5ivnu4Sk78@newsl.scei.co.jp> <33539781.321C@nv.aif.or.jp> <54j268eSnb 
4@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 


Net Yaroze newsgroups message dump.txt 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
falcom wrote: 


> ¢£SB!!S$3$3S0!"SASgSCSHADS*SGSO!"$+SISIS"% ՏՐՈ Մ Մ(՞՞չչ 
> ¢$B!!01l1~!"z (UTEST¿ $BEj9FSHSAS'SCS/STSES"SFS*S9S, 18. (Մ(՞՞չ: 


2$B!!:G6a!"K\MhSNSF%9SHSKLASCS?SIS!SCSF46$8S8,S7S*S9SMz (J (¿SB>P¿ (J) 


ԵՏՔ !SHS+SSSSSDSD!"S"S$$$+S$o$is$:%As'SC%/STSFS*S9$,¢(I(%%; 


Page 15250 


—-MESSAGE FILE 22740 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000009htm1l. html 


--MESSAGE FILE 22741 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000010html1.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1S0-2022-JP?B?GyRCJS41LyRDISobKEI=?= 
Date: 16 Apr 1997 10:17:04 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 18 

Message-ID: <5 j28v0Snfb@newsl.scei.co.jp> 


4@newsl.scei.co.jp> <3354A36B.51F0@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.251.251.207 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


éSB!!¢ (Bfalcomz; SBS$GS9! #2 (B 


GSX-R ¿$B$5$s[)$/¿ (B 

> 
>2SB!!:G6a!"K\MhSNSF%9SHSKLaSCS$?SIS!SCSF46888,S7S*°S9SMz (B (¿SB>P¿ (B) 
> 

2$B!!S[SsSHSK!"S=S$&SGS9SM!#!J>P!Kz (B 


>¿SB!!SHS+SSSSSDSD!"S"SSS+SoSiS:SAS'%SC%$/S7SFS“S9S,¿ (8(՞՞չ 


ESB! !SI$<$+!"SAS'SCS/STSFSTS“SSS“°SISM! #2 (8(՞՞չչ 


ESB! t$3$3SN%U%Z) 3m! <BTSASr$JISsS$d$m$KSbSCSFSSS+SMSP! #2 (B(%%;; 
JaA Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
7 Z E_Mail_ Address : falcom@bekkoame.or. jp a i ae մ 
_/_/_/ Net Yarouze! ID : ayz00581 Հար ff 


References: <3350CA8A.1C20@nv.aif.or.jp> <3350CB19.48C7@nv.aif.or.jp> <3350CCAB.3E9E 
@nv.aif.or.jp> <S5ivnu4Sk78@newsl.scei.co.jp> <33539781.321C@nv.aif.or.jp> <54j268eSnb 


--MESSAGE FILE 22741 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000010htm1.html 


--MESSAGE FILE 22742 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000011html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Yasuo Higano" <yasuo@sf-—design.com> 
Newsgroups: playstation.ny.test 

Subject: =?1SO-2022-JP?B?VGVzdBskQiRGJDkkSCRHJDkhIxsoS1R1c3Q=?= 
Date: 16 Apr 1997 10:48:10 GMT 

Organization: Sofmap Future Design Inc. 

Lines: 5 

Message-ID: <5j2apaSnim@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.32.232.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Test 
ESBSFS9SH: (J 
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What about you? What have you done with the kit? What do you like 
about it? 


And the big question: what do you think of the Yaroze program in 
respect to Sony's efforts to bring a console within reach of the 
"bedroom programmer"? 


I find it interesting that we have almost no help except from other 
members, minimal tools for development, and the program still is 
divided among 3 factions (SCEA, SCEE, SCEI) rather than one whole 
group. But, we have formed international programming groups, 
engineered our own tools when there's a need, and have produced some 
pretty sweet games under our limitations. Was the hands-off 
approach part of the plan? 


- e! gar tenchi@shell.jps.net wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ers http://www. jps.net/tenchi 


vids ' ւ 


—-MESSAGE FILE 2414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01117 


—-MESSAGE FILE 2415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001118 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Wed, 10 Jun 1998 16:58:51 GMT 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <357eb94e.4179621@news.scea.sony.com> 

References: <357EECC1.97053769@jps.net> 

NNTP-Posting-Host: client-120-38.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1118 scea.yaroze.freetalk 
2715 


>What about you? What have you done with the kit? What do you like 
>about it? 


Well, I personally look at it as a self-education opportunity. I 
have studied the yaroze docs and sample programs, but am still 
learning the basics of game programming. I wish more people on my 
level would come around. 

I like it because it is a fixed target as a console, versus the PC. 


>And the big question: what do you think of the Yaroze program in 
>respect to Sony's efforts to bring a console within reach of the 
>"bedroom programmer"? 


I think it is an excellent idea, and have only a few 
disapointments. 


>I find it interesting that we have almost no help except from other 
>members, minimal tools for development, and the program still is 
>divided among 3 factions (SCEA, SCEE, SCEI) rather than one whole 
>group. But, we have formed international programming groups, 
>engineered our own tools when there's a need, and have produced some 
>pretty sweet games under our limitations. Was the hands-off 
>approach part of the plan? 


I believe the program was designed this way, i.e. to require 
minimal expense on the part of Sony to maintain the program. 
On the other hand, when the Sony staff does not follow through on 
certain commitments, i.e. when they said our auditorium classes would 
be every two weeks last August, and then it became after New Year's, 
etc... here it is June. And certain updates to tools have not been 
forthcoming, and questions go unanswered in the groups. 

My hats off to you Elliot, you take the time to answer lots of 
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Test 
¿SBS$SFS9SH¿ (J 


--MESSAGE FILE 22742 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000011htm1. html 


--MESSAGE FILE 22743 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000012html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "LEO" <sat@mxn.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCUFskcyRIJEs jJdCN1I3MjdBsoSg==?= 
Date: 16 Apr 1997 14:28:47 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01lbc4a72S08fda8e0$996acd85@0-tea.sat> 
NNTP-Posting-Host: 133.205.106.153 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBHeituts#t ! !#to#tetitntg! !#tntetwitstrtetatd! 32 (J 
—-MESSAGE FILE 22743 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000012html1-.html 


--MESSAGE FILE 22744 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000013htm1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJFskcyRIJEsjdCNLI3MjdBsoSg==?= 
Date: Thu, 17 Apr 1997 18:55:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <3355F372.71BD@ymg.urban.or.jp> 

References: <Olbc4a72S08fda8e0$996acd85@0-tea. sat> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


LEO wrote: 
> 
> ¢SBtjftu¢s#t! !#btetlit#nig! !#ntet#wistr#etatd! Sz (J 


éSB!!¢(JYou must go to... 


http://www.cup.com/negi/msin.html 
--MESSAGE FILE 22744 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000013htm1.html 


--MESSAGE FILE 22745 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000014html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: sada@nova.co.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 17 Apr 1997 10:30:45 GMT 

Organization: Nova Inc., Tokyo, Japan. 

Lines: 7 

Message-ID: <5j4u41$18j@news1.scei.co.jp> 
NNTP-Posting-Host: 202.13.7.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.3J 


¿SBS“S@F-⁄-2q$S7$ ?$PS$S+$j$G!"$d$C$ŠH¿ (B playstation.ny.test ¿SBS$SrFIS$S_=*$o$C$?$N$G!"¿ (B 
test ¿SBS5%9;SFSb$iSSS“S9!#¿ (B 
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¿SB2<Bg1`¿ (8 ¢$BDg42; (B e-mail¿$B!'¿ (B sada@nova.co.jp 
sada@xa2.so-net.or.jp 


—-MESSAGE FILE 22745 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000014html1l-. html 


--MESSAGE FILE 22746 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000015html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: sada@nova.co.jp (Sadahiro Shimoohzono) 
Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 17 Apr 1997 10:34:07 GMT 

Organization: Nova Inc., Tokyo, Japan. 

Lines: 11 

Message-ID: <5j4uavS$lag@newsl.scei.co.jp> 

References: <5734u41$18j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.13.7.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.37 


In article <5j4u41$18j@newsl.scei.co.jp>, sada@nova.co.jp says... 

> 

>2SBS*S@F~2qS7S?SPS+Sj5SG!"SdSCSHz (B playstation.ny.test zSBSrFIS_=*SoSCS?SNSG!"3 (B 
>test ¿SBS5S;SFSbSiSSS*S9!# (B 


¿S$SB%U%)%m!<S$N¿ (B test zSBSbS7SFS*S-S*S9! #2 (B 


¿SB2<Bg1`¿ (8 ¿$BDg42¿ (B e-mail¿$B!'¿ (B sada@nova.co.jp 
sada@xa2.so-net.or.jp 


—-MESSAGE FILE 22746 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000015html1l-. html 


--MESSAGE FILE 22747 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000016html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: test 
Date: Thu, 17 Apr 1997 23:53:00 +0900 
Organization: PlayStation Net Yarouze 
Lines: 13 
Message-ID: <5j5dga$2dl@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.167 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine Մ4.71.0544.0 


¿SBD4;RSK>hSCSF#I#E#4Sr%SS%Ss%9%SH!<%skS$7SFS7S SCS?!#;¿ (B 


¿SB@_DjSO!"S3S1SGBg>fIWSJSNSG$S7$g$&S+!&!&!&!#; (B 
2SBS3S$sSJISN; HS&SJ!*SHS+S$"S1SP!";XE&S7TSFS/S@S5SS$! #2 (B 


testzSBSGS9! #2 (B 


Hiroyuki Nakayama 
hiro999@japan-net.or.jp 


--MESSAGE FILE 22747 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000016htm1.html 


--MESSAGE FILE 22748 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000017html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: "=?ISO-2022-JP?B?GyRCRURDZiEhOHINOhsoSg==?="_ <isaon@hal.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 17 Apr 1997 18:57:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <01bc4b60$68279760S82e8d8ca@isaon.hal.ac.jp> 
NNTP-Posting-Host: 202.216.232.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ՕՕՕԾ 


—-MESSAGE FILE 22748 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000017html1l. html 


--MESSAGE FILE 22749 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000018html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Fri, 18 Apr 1997 19:20:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33574ACE.3CA7@ymg.urban.or.jp> 
References: <57j5dga$2dl@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hiroyuki Nakayama wrote: 

> ¿$BD4; RSK>hSCSFHI#FE#4S rSS$SSS9SH! <SkKSTSFSTS*SCS?! #3 (J 
> ¢~SB@_DjSO! "S3S1SGBg>fIWSISNSGS7TSgS&St!&!&!Gl#e (J 

> 2 SBS3SsSISN; HS&ST!*SHS+S"S1SP!";XE&STSFS/S@S5SS! #3 (J 


¿SB!!Bg>fIWSCS$]SSSGS9!# (J 
¿$B!!¿ (Jcharset="iso-2022-jp"zSBSCSFSNS, ՏճՏցՏՇՏԱ5ՏՏաՏՄՏյՏ՞Տ95, ¿(J 
¿SB!!SASgSCSHSoS+SjJS*S;Ss!# (J 


>X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿$ŠB!1S3SNSX%SC%@SO01BN;¿ (J (“; 
¿$B!1?7$?$SJLnK>SNSK$*SSS,¿ (U (¿S$SB>P¿ (J) 


¿SB!!S$S=$&$S$SS(SP!"¿ (JOLEZSBSNFC5vS$r; }SCSFSKSNSO; (IBM; SBSJSsS$S@S=S$&SG¿ (J (%%; 
—-MESSAGE FILE 22749 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000018html.html 


--MESSAGE FILE 22750 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000019html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCJGIkaiRqJHMjVxsoSg==?= <hiro01l@airnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJE8kOCRhHIJEYKTiVGJTk1SBsoSg==?= 

Date: Sat, 05 Apr 1997 03:59:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33454F88.3643@airnet.or.jp> 

References: <3343D223.45B4@airnet.or.jp> <redbug$Sff8d19970404093547@newsl.scei.co.jp 
> 

NNTP-Posting-Host: 210.159.67.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 
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¿SB#W#S#N#e#w#sSGSOBLLNSGS;S&S+!) (J 
2$B%* SUSGSNFI$_=q$-!6F|K\81A0Ds$G$9$7!"@_Dj$b$=$3$*SGLLE] $8$c$JI$+$C$?$Hz (J 
ESB; WSSS*S9!l #2 (J 


VV V V 


¿SB%1%9S$S"$j$, SH$&$4$6$S$2$9! #H#WHESHENHCHWHSSTSKSDSNSO! "STS3SGF~<j=PMhSkSNSGS7¢ (J 
¿SB$gS&S$+!)AKkK$SN<R8+$?S1$I$SJS+$CS?$7!&!&!&!J:#F|SOS*2V8+$G?1$C$OSi$CSF$4$9SN¿ (J 
¿SBSGJQSJJ8>OSQ@SCS?SiS4SaSsSJS5SS!K¿ (J 

—-MESSAGE FILE 22750 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000019html.html 


--MESSAGE FILE 22751 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000020html1.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "Masaki Igarashi" <masaki.50@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJSQlcyU/JU01QyVIJWEhPCVrJEckTkF3Py41RiU5JUgbKEo=?= 
Date: 5 Apr 1997 14:55:54 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5id5p5q$2mk@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.147.151 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


MS 2SB%$%S%?!<SMSC%H%a! <SkSGSNSFS9SHE (J 


¿$B8^==Mr; (J ¿SB@5<y¿ (J <e-mail> masaki.50@ppp.bekkoame.or.jp 
—-MESSAGE FILE 22751 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000020htm1. html 


--MESSAGE FILE 22752 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000021html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJE8kOCRhHIJEYKTiVGJUTk1SBsoQg==?= 

Date: Sun, 06 Apr 1997 17:27:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <redbug$Sff8d19970406172746@news1.scei.co.jp> 

References: <3343D223.45B4@airnet.or.jp> <redbugSff8d19970404093547@newsl.scei.co.jp 
> <33454F88.3643@airnet.or.jp> 

NNTP-Posting-Host: 210.130.243.122 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.test ¢SBSN; (B <33454F88.3643@airnet.or.jp> ¢SBSN; (B 
¿SB5-;v$K$*SSSF¿ (B 1997/04/05/ 03:59 ¢SB:"!"3 (B 
ESBSb$ 4S 5Ss#We (B <hiro0l@airnet.or. jp>zSBS5$sSO=q$-S*$7$?! #2 (B 
>~SBS1S9S"S5S,SHS&S4SESSS*SO!#F#EWHESHNHEHWHESSTSKSDSNSO! "SIS3SGF~<j=PMhSkSNSGS$7¢ (B 
>zSBSgS&S+!) AKSN<R8+$?S1SISIS+SCS?S7!6!&!&!T:#F | $SOS*2V8+SG?71SCSOSISCSFS*SISNG (1 
>¿$SBSGJQOSJJ8>OSQSCS?SiS4SaSsSJS5SS!K;¿ (B 


ա 


http://www.tcp-ip.or.jp/~n-okmt/wsnews.htm 
ESBSXSTS&S>! #3 (B 


WSNews z¢SBSrG'>ZS$,1,MWSI%K%e! <$9%5!<SP!J$3535_S$?SSST!KSGMxMQS9Sk>19gS0!"2 (B 
INI ¢SB%U%!%S%kSK@_DjSr=q$/1,MWS,$"SjS*°S9! #32 (B 


WSNews ¿$B$N¿ (B INI ¢SBSUS!SSSkSr4JC1SK@_DjS9ISkS?SaSN%D!<ZSkSOS3SASi! #2 (B 
http: //www.donk.ne. jp/~redbug/wsncust/index.html 


Beginner's Forum Leader 
RedBug redbug@donk.ne.jp 
—-MESSAGE FILE 22752 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000021html1~. html 
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--MESSAGE FILE 22753 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000022html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Makoto Okuzumi <okuzumi@fa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUECKWSRtGyhK?= 

Date: Mon, 07 Apr 1997 05:03:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <334801AE.2545@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.147.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESB! !SGSYSmS*°%S, $8SsSN#V#O#L!%#3SCSFH/GdS7SFS S9S+!#¿ (J 


¿SBCNSCSFS$SSKkK?MS, S$$2?$i65$ ($F$/$@$5$S!#¿ (J 
—-MESSAGE FILE 22753 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000022html.html 


--MESSAGE FILE 22754 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000023html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJECKWSRtGyhC ?= 

Date: Mon, 07 Apr 1997 12:01:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <yasunaga$1f£7219970407120143@news1.scei.co.jp> 
References: <334801AE.2545@fa2.so-net.or.jp> 
NNTP-Posting-Host: 202.247.160.103 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


>2SB!!SGSY$m%S*%, S83SSN#VH#HO#FL! S#3SCSFH/GdS7TSFS*S9S+! #3 (B 
> 
>¢SBCNSCSFSSSk?MS,SSS$?Si65S (SFS/S@S5SS!#¢ (B 


2$B; dSbH/Gd$ rBTSCSFSS$Sk$s$G$9$, !"$*$@8+3]$1$*$; $sSM! #2 (B 


vol.2 g$B$+Si#4%v7n$?SCSFSSSKSNSK; (8(՞՞ ¿SB!#¿ (B 


program, gamer ;SB%U%) !<%i%°%j!<%@!<z(B Mr.K (¢SBOB1J;(B ¿SBOB9O; (B) 

Home address : ¢$B:k6L8)Bg5\;T5HLnD.; (B 

E-mail address : program@FL.scei.co.jp 

yasunaga@t3.rim.or.jp 

VFB00713@niftyserve.or.jp 

—-MESSAGE FILE 22754 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000023html1-.html 


--MESSAGE FILE 22755 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000024html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJECKWSRtGyhK?= 

Date: Tue, 08 Apr 1997 17:48:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3348B4EF.7C15@ymg.urban.or.jp> 

References: <334801AE.2545@fa2.so-net.or.jp> <yasunaga$1f£7219970407120143@news1.scei 
-Cz p> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.73 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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Mr.K wrote: 
>2SB!!SGSYSm3*%, S8SSSN#VHO#FL! S#3SCSFH/GdS7TSFS*S9S+! #3 (J 
> 

>é SBCNSCSFSSS$k?MS,$$$?Si65S (SFS/S@S5SS$! #2 (J 


2$B; dSbH/Gd$rBT$CSFSS$$k$s$G$9$, !"$*$@8+3]$1$*S; ŞS$M!#z (J 


VVVVVVV A 


vol.2 ¢SBS+Si#4%v7n$ ?SCSFSSSKSNSK¢ (J (%%; ESB! #2 (J 


2$B!!$5$?!<Ss$Nz (JBASIC; SBSNH/GdS, #67nS$@S=S&SISs$Gz (J 
¿SB!!S=SNS3SmSK=PSkSs$S8ScSJSSSGS9S+SMS'!&!&!&!&!&!#¿ (J 
--MESSAGE FILE 22755 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000024html.html 


--MESSAGE FILE 22756 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000025html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Makoto Okuzumi <okuzumi@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEcCKWSRtGyhK?= 

Date: Tue, 08 Apr 1997 04:01:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3349449B.7681@fa2.so-net.or.jp> 

References: <334801AE.2545@fa2.so-net.or.jp> <yasunaga$1f7219970407120143@news1.scei 
.Շօ.յք» <3348B4EF.7C15@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.147.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


¿$B!!J, $4$j$^$7$?!#¿ (J 


¿SB!!SHS3SmSGS"SNKNSCSFSIS1S/SiSSGdS1SFSSSkSNS@SmS&S+!#¿ (J 
ESB#V#O#L!S#2$N$H$-$O!"E9$KL5$/$FCmJ8$7$?$N$@$, !"#1%v7n0J>e$+$+$C$?!#¿ (J 
¿SBS*S+$S2SG!"%"%s%1!<%HS$SOS, $S-SNDy$a@Z$j$, !"S9ISGSK@ZSISFS7S*SCSESSS?! #2 (J 


ESB! !SHS$3$m$G%5%? !<%sSY!<%$7%C%/SNM=D j2A3J$, >e$, $j$^$7$?$M!#¿ (J 
¿SB:SSkS$SJS"!"S*6bS$SJSSSNSK!#¿ (J 
--MESSAGE FILE 22756 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000025html.html 


--MESSAGE FILE 22757 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000026html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "H.Kuroki" <kuroki@bc.mbn.or.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST! 
Date: 18 Apr 1997 12:56:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <01lbc4bf7$2124dac0S$le0la8c0@Canadia.easyware-unet.ocn.ne.jp> 
NNTP-Posting-Host: 210.132.49.65 

X-Newsreader: Microsoft Internet News 4.70.1155 


XXX 


—-MESSAGE FILE 22757 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000026html1. html 


--MESSAGE FILE 22758 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000027html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "H.Kuroki" <kuroki@bc.mbn.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST! 

Date: 18 Apr 1997 12:59:59 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01lbc4bf7$98821b00Sle0la8c0@Canadia.easyware-unet.ocn.ne.jp> 
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References: <Olbc4bf7$2124dac0$le0la8c0@Canadia.easyware-unet.ocn.ne.jp> 
NNTP-Posting-Host: 210.132.49.65 
X-Newsreader: Microsoft Internet News 4.70.1155 


CCC 
—-MESSAGE FILE 22758 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000027htm1l. html 


--MESSAGE FILE 22759 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000028html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "LEO" <sat@mxn.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiRbJHMkSCRLI304ZSNzZI3QbKE0=?= 

Date: 18 Apr 1997 13:41:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <0Olbc4bfd$63b13c20$936acd85@sat .mxn.meshnet.or. յք» 

References: <Olbc4a72S08fda8e0$996acd85@0-tea.sat> <3355F372.71BD@ymg.urban.or. յք» 
NNTP-Posting-Host: 133.205.106.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<3355F372.71BD@ymg.urban.or.jp>... 
> LEO wrote: 


>> 

> > ¿SB#j#u#s#t!!#b#e#i#n#g!!#n#e#w#s#r#e#a#d!%s¿ (J 
> 

> 258112 (JUYou must go to... 

> 

> http://www.cup.com/negi/msin.html 

> 


¿SBS*@SOCSKSJS3jS S9!#;¿ (J 

¿SB#5F|A0$K%$-%C$H$,FOS$$?$NSG$9S, !"=1?2?4<TSISNSG2?SbS0$+Si$:S$*S?!"#23 (J 
¿SB#5#p#i#n!]#9#p#i#nS$SN%"%@%W%?SbGcS$SSSK9TS$S1S$SJSSSNSGSRSHS*S:#n#e#t#n¿ (J 
¿SB#e#w#sSN%; SCSFS#SSS0SrSH; WSCS?SNSGS9S, ! "SdSCSOSJSQ@SaSGS7S2?!)¿ (J 

¿SBS9S3S7S+S (SFS_S“S7S?!#S3S1SGSSSSSNS+SJ!)¿ (J 

—-MESSAGE FILE 22759 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000028html.html 


--MESSAGE FILE 22760 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000029html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJFskcyRIJEs jdCNLI3MjdBsoSg==?= 

Date: Fri, 18 Apr 1997 23:13:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33578188.44FE@ymg.urban.or.jp> 

References: <0Olbc4a72S08fda8e0$996acd85@0-tea.sat> <3355F372.71BD@ymg.urban.or.jp> Հ 
Olbc4bfd$63b13c20$936acd85@sat.mxn.meshnet.or. յք» 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


LEO wrote: 


ESBS*@SOCSKSIS5S*S9! #2 (J 

¿SB#5F|A0$K%$-%C$H$,FOS$$?$NSG$9S, !"=1?2?4<TSISNSG2?SbS0$+Si$:S$*S?!"#23 (J 
¿SB#5#p#i#n!]#9#p#i#nSN%"%@%W%?SbGcS$SSK9TS1SJSSSNSGSRSHS AS:#n#e#t#n;¿ (J 
¿SB#e#w#sSN%;%C%F%#%s%0SrSH;WSCS?SNSGS9S, !"Sd$SCSOSjJS@SaSGS7S?!)¿ (J 
¿SBS993S7S+S (SFS_S$*S7$?!#S3S1SGSSSSSN$+SJI!) ¿(J 


VV V V V 


¿SB!!SH$3jS"S($:S*SCS$S1!<SJShS&SGS9!#¿ (J 
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2$B!!¢ (J25pin-9ping $BS"SOSWS ?$rGc$o$1$kS$H$$$&$3SHSO! "#9#8SGSISM!) ¢ (J 
éSB!!#9#88GM-SNLdBjSNBP=hK! SJSs$+S$, SW%m%0%1i%_%S%0%U%) (ՀԼ STSISK; (J 
¿SB1!S"SjS“S9SsSG!"C5S7SFS_SFS*SSS?S[S&S, SHSSSH;WSSS*S9!#e (J 

—-MESSAGE FILE 22760 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000029html.html 


--MESSAGE FILE 22761 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000030html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: Re: test 
Date: Sat, 19 Apr 1997 00:03:44 +0900 
Organization: PlayStation Net Yarouze 
Lines: 30 
Message-ID: <5 j82gtS8vc@newsl.scei.co.jp> 
References: <5 j5dga$2dl@newsl.scei.co.jp> <33574ACE.3CA7@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.212.26.163 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


GSX-R wrote in article 
>¿$B!!Bg>fIW$C$]$$$G$9!#; (B 


ՀՏ8Տ"ՏյՏ, SHS&S4S6S$S*S9!#SASGSCSHOB?4S7$°S7$?! #2 (8(՞օ՞) 


>>X-MimeOLE: Produced By Microsoft MimeOLE Engine Մ4.71.0544.0 

> 

>¿SB!!S3SN%X%C%$@SO01BN¿ (B(^^; 

>¢$B!!27$?STLNK>SNSKS*S$SS,¢ (B(¢SB>P¢ (B) 

> 
>¿SB!!S=S&SSS(SP!"¿ (BOLEZSBSNFC5v$r; } SCSFSKSNSO¢ (BIBMZ SBS I$ s$@$=$&$Gz (5(՞՞չ 
> 


ESB: #$*SGSO0%a! <Sk!"SK%e!<S9TL! 9S@SCS?SHSNS, ¿(B 
2 $B: #EYSN#I#E#4SGS0¢ (B 
¿SB#O#u#t#l#ohotfk#E#xipir#e#s#sSHSSS&; (B 
¿$B%a!<%k$H%K%e!<%9$, ¿(B 

¿ $B99BN$7$?$b$N$K$J$J$^$7$?! #2 (B 


¿SB#O#u#t!&!&!&S$SNSP!<%8%g%s$rD4S$SYSFS_SkSH; (B 

¿$B!!¿ (Bcomct132.d11 4.71.0544.1 

¿$B!!¿ (Bole32.d11 4.71 

¿$B!!¿ (Briched32.dll 4.0 

éSB!!¢(Bmshtml.d1l 

4.71.0544.0 

ESBSHS+!#3739SF%S° 4X78S0! "S5SCSOSISTSNSG2?SNS3SHSIJSNS+!&!&!&!#¢ (B(%% 77; 


—-MESSAGE FILE 22761 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000030htm1. html 


--MESSAGE FILE 22762 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000031html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Sat, 19 Apr 1997 11:55:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <33583430.B3@ymg.urban.or.jp> 

References: <5 j5dga$2dl@newsl.scei.co.jp> <33574ACE.3CA7@ymg.urban.or.jp> <5j82gt$8v 
c@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.97 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 15259 


Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hiroyuki Nakayama wrote: 


> eSBHOFUFt! &!&!&SNSP!<S8Sqg%sSrD4SYSFS_SkSH3z (J 
> ¿$B!!¿ (ՄՇօոօե132.411 4.71.0544.1 

> 25811 (191632.411 4.71 

> ¢$B!!¢ (Jriched32.dll1 4.0 
> 
> 
> 


é$B!!¢(Jmshtml.dll 
4.71.0544.0 
¿SBSHS+!#%7%9%SF%` 4X78SO!"$5SCSQO$SjJSJSNSG2?SNS3SHSJSNS+!&!&!&!#  (U(“ ;;; 


¿SB!!S3S18+SF2?S$S+SoS+Sk?MSO!"S*S:SSSJSSSNSGBg>fIWSGS9¿ (J (*%; 


ESB! !S=S&SSS (SP!"z (IMSIE4.0z¢SBSSS1Sk$Hz (JOffice972 SBS, FOS+SIS/SISkKSHSSS$&3 (J 

Goi os Sk O; dSNM' ` rere set JMSIE4.0;$BS$0%$%s%9%H!<%k<+BNz (J 
¿SB!!SGS-SJS+SCS?SiS7SSSGS9S,¿ (J (“ °; 

¿SB!1!S“SQO1HLSN?MSKSOS9S9SaSiS1$*S;SSSM!#¿ (J 

--MESSAGE FILE 22762 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000031html.html 


--MESSAGE FILE 22763 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000032html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "LEO" <sat@mxn.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiRbJHMkSCRLI3042ZSNzZI3QbKE0=?= 

Date: 19 Apr 1997 16:19:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <Olbc4cdc$f8695520Sea6acd85@sat .mxn.meshnet.or. յք» 

References: <Olbc4a72S08fda8e0$996acd85@0-tea.sat> <3355F372.71BD@ymg.urban.or.jp> Հ 
Olbc4bfd$63b13c20$936acd85@sat.mxn.meshnet.or.jp> <33578188.44FE@ymg.urban.or.jp> 
NNTP-Posting-Host: 133.205.106.234 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SB!!¿ (J25pin-Iping$SBs"S@SWs ?S$rGcSoS1SkSHS$$S&S3SHSO!"#I#BSGSISM!) չ (J 
> ¢$B!!#9#88GM-SNLdBjS$NBP=hK! $J$s$+$, 2W%m%0%i%_%s%0%U%) !<%is- SgSTSKe (J 
> ESBLIS"SJS*S9SsSG!"C5OSTSFS_SFS*$$$2$ [$&$, Sh$SSSH;WSSS*S9!#¿ (J 


ESBS"S5S, SHS&S4SE6SSS*SO!#S*; !STSNSHSESFHIFBSGSO! He (J 

é SBS=SN$*$*S$GS$02?$b; HS (ՏՄՏՏՏՄՏՏՏԻ: WSCSFSbSS$$IS+$CS$ ?SNSGITOBSGS$$C8Qz (J 
ESBSSSGS9! #2 (J 

ee 5 BES+SCS?S+Si#9#8MOSNSiSSSVSISISbH3+2 (J 
ESBS1SIS+SCS?SNSG!":#!":G6aSN; (;o$K:\$C$F$?%D!<%k$G; n$7$F$$$^$9$, !&¿ (J 
¿$B!&!a!#e (J 

ESBSSSASOSAS SSDSKSISCS 25125 %stWek %SW%m%š0%i%S`$, <B9T$SGS-SkS$SNSdSi!# (J 
ESBSbSASmS S#L#EWSHSS%S%9%H! <SkKSGS-SFS*°S;Ss!J#T!S4T! (! Ke (J 


—-MESSAGE FILE 22763 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000032html1. html 


--MESSAGE FILE 22764 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000033htm1l.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJFskcyRIJEs jdCNLI3MjdBsoSg==?= 

Date: Mon, 21 Apr 1997 20:16:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <335B4C73.6D96@ymg.urban.or.jp> 

References: <Olbc4a72S08fda8e0$996acd85@0-tea.sat> <3355F372.71BD@ymg.urban.or.jp> Հ 
Olbc4bfd$63b13c20S$936acd85@sat.mxn.meshnet.or.jp> <33578188.44FE@ymg.urban.or.jp> ՀՕ 
lbc4cdc$f8695520Seabacd85@sat .mxn.meshnet.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.53 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


LEO wrote: 


> ~SBS=SN$*$*$G$02?$b; HS (SJUSSSJSsSSF;WSCSFSbSSSJS+SCS?SNSGITOBSGSSSCSOc (J 
> ESBS$$Gsol#e (J 


$B! !$=S$&SISs$G$9ShSM! #2 (J 
¢$B!!3+H/4D6-Sb#9#8MQSNSH: 9S7BXS$ ($J$$$H$$$1$J$$$7!"; (J 
£$B!!@\B3%$1!<%VSk$bIQ49%3%M%/%2?SrS+S*°S5STSSSHSSS1S%S;SsS7! #3 (J 


> zSBSDSSSGSK!"; }SCSFS22rE* SD! <%k$, 8ES+SCS?S+Si# 9FBMOSNSLSSSVSLSISH3+4E (J 
> ¢SBS1S0$+$CS$?SNSG!":#!":G6aSN; (; o$K: \SCSFS?%D!<3kS$G; n$7$F$$$^$9$, 1&2 (J 
> ¿ŠB!&!&!#; (J 


é$B!!:G6aSN; (;oSK: ԱՄԱՆ 3D!<SkSGS"S1SP!"2rE* ՏՇՏ-ՏՄՏՏ:ՄՏՕՀ (J 
Stren eee. S9!#¿ (J 

> ¿SBSSSdSOSdSSSDSKSJSCS?91%5%s%W%k%W%m%0%i%`%$, <B9TSGS-SkSNSdSi!# (J 
> ¿SBSbSASmSs#L#WSb%SS%s%9%SH!<%SkS$SGS-S$SFS$2S;SSs!J#T!S#T! (!K¿ (J 


¿$B!!¿ (ULW¿ SBSNSI%s%0%kSb! "JIQ49%3%M%/%2?5,SSSkSsSGS7S?SCS1! #2 (J 
¿SB!!:G6aSN#9#8SOShS/SoS+SiSJSSSNSG¿ (Մ(՞՞չ 


¿$B!!¿ (J9821Ap/As/Aez SBOJ8eSO0$<S$sS$<S$sS$oS+$4$%S;S$s¢ (J(¿SB>P¿ (J) 
éSB!!S&SASKS"SkSNSO; (JApz SBSGS9S, !"2a5n%=%U%S O ԱՅրնանՆ Տ9: (Մ(՞՞չ 
--MESSAGE FILE 22764 END: net-yaroze-usenet/00000003- coer ԱԱ T html 


--MESSAGE FILE 22765 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000034html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Thor MASUDA" <thor@wa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: gSBCK; 0==8%:P!*SFS9SHS@!*¢ 

Date: 21 Apr 1997 12:21:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <0Olbc4e4e$1d07fe50$5abb84d2@rapidfirel> 
NNTP-Posting-Host: 210.132.187.90 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB?M@8SO!S%.%c%s*sV%skS@!*!%S!%!% eo Ն ՊՐՆ ՂՅԱՆ" S?!%$%9%?!<%?!< 
—*C%*$H$rGc$C$F$75%“5C525NSG!S53515+4S15O!S!V?M08SO%2¿ 

¿SB!<% 5 ԱԱ: S2!A!K!WSHS+8@SCSF!SS Dice ics uya susan (SONS SHS coNS (SES 
Ssk!% 

5 9SHSGS9!S!S!SSASCSSSHEPO?SGS-$?S$+$JI!) (Մ 


oe 


—-MESSAGE FILE 22765 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000034html1. html 


--MESSAGE FILE 22766 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000035html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Thor MASUDA" <thor@wa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: ¢SBCK;0==8%*:P!*SFS9SHS@!*¢ 

Date: 21 Apr 1997 12:28:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <0Olbc4e4f£$215a7310S$5abb84d2@rapidfirel> 
References: <Olbc4e4e$1d07fe50$5abb84d2@rapidfirel> 
NNTP-Posting-Host: 210.132.187.90 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS*S*SC!S2~9TS, #1 #34278; zS@SCS?ISNSE@! SSASCSOS ISFS9ISHSOSASCSFS_SkKSDSNS@!S: #EYZ (J 


Net Yaroze newsgroups message dump.txt 


Page 1527 


questions in an exhaustive fashion. I will have plenty in time, and 


know I can rely on people like you to provide excellent 


-Matt 


answers. 


--MESSAGE FILE 2415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01118 


--MESSAGE FILE 2416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001119 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: LIBPC...you'll do the double take! 
Date: 11 Jun 1998 12:25:03 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Sender: thutton@TECH10 

Message-ID: <uhgls7k00.fsf@cybec.com.au> 


References: <357D76AE.B95@writeme.com> <357E8C14.2B83F810@scee.sony.co.uk> 


NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


James Russell <James_Russell@scee.sony.co.uk> writes: 


> Have people checked out the 1Mb 'libpc.LZH' file in 
> download area?... 

> 
> 


Whoa! can someone explain what's going on here? 


Looks like someone has written their own PC libraries 
and the GS 

graphics (bloody hard) libraries. 

It's not exactly the fastest thing in the world (even 


VV~VVVVVVV 


w 
Q 


This is quite amazing. On my P2-266 without DirectX or 
work), it's quite quick, I'd say 15-20 fps. 


Toby. 


the SCEI/TEST 


for the controller (not hard 


on my P2-266) but it's not b 


anything (at 


--MESSAGE FILE 2416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01119 


--MESSAGE FILE 2417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001120 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: "Steve Tolin" <titan@vianet.on.ca> 


Subject: Art site online. Will do work for Yarozers. 
Date: Wed, 10 Jun 1998 22:42:59 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6lnfba$fil3@scea> 

NNTP-Posting-Host: sud-tcsl-port13.vianet.on.ca 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:717 scee.yaroze.freetalk.english: 


1120 


This is a link to my brother's web site. He is an excellent artist in many 
formats. He is now concentrating on digital textures and is also starting 


to design model via 3DS Max. 


If someone needs something done he is willing to help out other Yarozers. 


He does most of the graphics stuff for me. His name is 
respond to any mail he is sent. 


Hope this helps anyone who needs artwork. 


http://w3.tyenet.com/paddle/ 


Brian and he will 
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2SBSO!$#7#6J8; zSK@_Dj$rD>$7SF$_$?$, !$$$$+$, SISDSNS@SmM$ESt!) !3!13!SS7$+S7!S$_S$s¢ (J 
2 SBSI<cSSSM!IS!IS!%3 (J 


Thor MASUDA <thor@wa2.so-net.or.jp> wrote in article 
<Olbc4e4eS$1d07fe50$5abb84d2@rapidfirel>... 


> 

> 

2SB?MG8SO!S%. Scs VZk$@!*!%!%!%$H$$$C$ŠF%.%c%s%V%k7O$+$iF($2$F@8$-$F$-$?!%%9%?¿ (J 
£$B!<%?!<%-SC%HSrGcSCSFS$7$*$C$?SNSG! $$3$1$+SiS0!$!V2MA8S0%22 (J 

> 

2$B!<%* $@!J$7$+Sb$/$=$2 !A!K! WSHS+8@SCSF!$32!<%* SW3m30Sis Ss%OSt+SiF (S2ShS&SHSt¢ (J 


¿SB9MS (SFSSSk!%¿ (J 
> ¿SBS3S1SO!SSF%9%SHSGS9!%!%!%SSASCSSSHEPO?$GS-$S?$+SJ!)¿ (J 


> 

> 

> 

—-MESSAGE FILE 22766 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000035html.html 
--MESSAGE FILE 22767 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000036html1.htm 
1 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Thor MASUDA" <thor@wa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: ¢SBCK;0==8%:P!*SFS9SHS@!*3 (J 

Date: 21 Apr 1997 12:35:34 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01bc4e50$120048d0S5abb84d2@rapidfirel> 
References: <Olbc4e4e$1d07fe50$5abb84d2@rapidfirel> <0lbc4e4f£$215a7310$5abb84d2@rapi 
dfirel> 

NNTP-Posting-Host: 210.132.187.90 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB!V%*0%Sk!<%WSKJV?. !WSGS-S?ST!S!S!SSTS&Sb:PSNS$; $$$+%3$%s%? !<SMSCZHSN$+S$iS$/$j$Kz (J 
¿SBSOABSS!%S!%S!% (J 

¿SBS&!A!A!S$S%Sa%$C%; !<%8$N#8#0!s0J>e$, 0zMOQ$Q@$H!V%Sk!<%SkOcH?!WSHS+%SK%še!<%9%j!<%@!<; (J 
¿SBSK8@SoS1S$SFS7S“SCS?!%¿ (J 

2 SBOZMQS7$?SNSO$*S$*S (S8$c$m$S&$, !%!%!%$H$$$&ľ$3$H$G!$0ZMQItJ, $r:o=|$7$F!%!%!%¿ (J 
¿SBSIS&SGS7SgS&S+!)¿ (J 


—-MESSAGE FILE 22767 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000036html.html 


--MESSAGE FILE 22768 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000037html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Thor MASUDA" <thor@wa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: ¢SBCK;0==8%:P!*SFS9SHS@!*3 (J 

Date: 21 Apr 1997 12:39:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01bc4e50$92422590S5abb84d2@rapidfirel> 

References: <Olbc4e4eS$1d07fe50S$5abb84d2@rapidfirel> <0lbc4e4f$215a7310S$5abb84d2@rapi 
dfirel> <01bc4e50$120048d0S$5abb84d2@rapidfirel> 

NNTP-Posting-Host: 210.132.187.90 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB%-%3j)$,$JS/SJS3)jS=$S&SJSNSG!SSbS&SdšaShS&!%¿ (Մ 
ESBSHS7S+S7SF!SFISSSGS7$*SCS$?SRSH!$5.=ESd; ~4V$r$"$j$, ŞHS&!%¿ (J 
¿SBS$S=$jS$SGSO!SSSS:S1S“S?!SSIS3S+SGS*2qSSS7S“S79gS&!%¿ (J 


¿SBCK#3#5:P!JSbS&S9S0!KS*S9S@SGS7S?!%S¿ (J 


—-MESSAGE FILE 22768 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000037html.html 


--MESSAGE FILE 22769 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000038html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "LEO" <sat@mxn.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskOQiRbJHMkSCRLI304ZSNzZI3QbKE0=?= 

Date: 21 Apr 1997 15:06:01 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <01bc4e64$d498al80Sec6acd85@sat .mxn.meshnet.or. յք» 

References: <Olbc4a72S08fda8e0$996acd85@0-tea.sat> <3355F372.71BD@ymg.urban.or.jp> Հ 
Olbc4bfd$63b13c20S$936acd85@sat.mxn.meshnet.or.jp> <33578188.44FE@ymg.urban.or.jp> ՀՕ 
lbc4cdc$f8695520Seabacd85@sat.mxn.meshnet.or.jp> <335B4C73.6D96@ymg.urban.or. յք» 
NNTP-Posting-Host: 133.205.106.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


E SBHLEWSN%SS%S%9%SH!<SkSOSGS-S*S7S?! #2 (J 

¿SBSSS*“#p#r#o#g#r#a#m!s ԱԱՀ ԱՆ 5 5 SASiSNJ)¿ (J 
¿$B$b$h$m$7$1$1$P65$ (SFS$S?S@S—-S?SSSNSGS9S, !#¿ (J 
ESBS=SsSSISOS1SG9IuU#PH#SSNI} SOOTS—SMS*SCSESSSKSNSGS9S, ! "#L#W#3#DSHSFSDb¿ (J 
¿$BS*SbS7$mSSSG$9!"S5SS- SIS jJSOS*SCSFS7S“°SCSFS*S9SH! #S*SES*SASASE! <SHz (J 
2 SBS SUSKSN: ՇՇքՏՄՏԱՏՇՏ9Տ, MS U SSS ee (J 
¿SBSmS/SCSPIKZ4P; SKS=S1SF9TSCSFS7S°S&SsSSGS9!#5SSESSS?Si!VS"S1SC!) 222 (J 
ESBS7ShHSESHSTSES?SsS@SCS$1!) nN 55 sole 
¿$B$3$1$+$i$b$h$m$7$/$*4J$$$7$^$9!#¿ (J 


sat@mxn.meshnet.or.jp 
<<LEO>> 
satoru suzuki 
NAGOYA 
—-MESSAGE FILE 22769 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000038html1.html 


--MESSAGE FILE 22770 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000039html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCQ0s7MD0 90F 4 6UCEqJUYLOSVIJEAhKhsoSg==?= 

Date: Tue, 22 Apr 1997 00:01:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <335B8162.4A51@ymg.urban.or.jp> 

References: <Olbc4e4e$1d07fe50$5abb84d2@rapidfirel> <Olbc4e4f£$215a7310$5abb84d2@rapi 
dfirel> <01lbc4e50$120048d0S5abb84d2@rapidfirel> <01lbc4e50$92422590S5abb84d2@rapidfir 
el> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.67 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Thor MASUDA wrote: 


> 

> ¢$B%-%5$,SI$/SI$jIS=S&STSNSG! SSb$&Sd$aSh$&!% 

> ¢SBSb$7$+S$7SF!SFISs$G$7$*S$CS$?%R%H!$5.=ESJ; ոջ") ԱՆՆ ¿ (J 
> ¿SBS=$3jSGSO!S$SSS:S1S%S?!S$SSIS3S+SGS*2qSSS7S*S7SgS&!% 


¿SB!!S"S$S"SC!*S*“S@5nSiSJSSSGS'!A¿ (Մ 
http://www.cup.com/negi/msin.html 


¿SB!!" SrFISsSG2<S5SS!A!# (J 
—-MESSAGE FILE 22770 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000039html.html 


--MESSAGE FILE 22771 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000040html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 
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Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJFskcyRIJEs jJdCNLI3MjdBsoSg==?= 

Date: Tue, 22 Apr 1997 17:33:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <335C77EF.5817@ymg.urban.or.jp> 

References: <Olbc4a72S08fda8e0$996acd85@0-tea.sat> <3355F372.71BD@ymg.urban.or.jp> Հ 
Olbc4bfd$63b13c20S$936acd85@sat.mxn.meshnet.or.jp> <33578188.44FE@ymg.urban.or.jp> ՀՕ 
lbc4cdc$f8695520Seabacd85@sat.mxn.meshnet.or.jp> <335B4C73.6D96@ymg.urban.or.jp> <01 
bc4e64$d498al 80Sec6acd85@sat .mxn.meshnet.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


LEO wrote: 

> 

E SBELFWSNS$%3S%9%SH!<SkSOSGS-S$*S7S?! #2 (J 

¿SBSSS*“#p#r#o#g#r#a#m!s E ԱՆԱՆ b SASiSNI} 32 (J 
éESBSbShSmS7S1S1S5P655 (SFSSS?S@S—-S?SSSNSGS9S, !# (J 


VV V 


ESB! !SS$d!<!"?=S7LUSISS$GS9S, #I#F8SGHNFYSASCSFSISSSNSGz (J 
2SB!!2?S,860xS+So0S+SiSISSSGS9! #3 (J 


¿SB!!SGSb!"2a5n%m%s0Sr8+S$Sk8BSj!"#9#8SGSN%SsH%SiSV%SkSG<ALdS7S?S3¿ (J 
éSB!!2r7h$S7SF;HSCSFSiSCS7ScSkI}SbS*SiS1SkSNSG!"¢ (J 
2$B!!%U%) Sm! <SrBTS$D$7$+SISSSGS9SMz (Մ(՞՞չ 


2$B!!;HMQ5!<oSJISISbS&>/S7>\S7S/=qSSSFS_SFSOSIS&S$G$7$g$&$+!)¢ (J 
¿SBIIS3NS+¿ ( (JWindows 95; SBSN; (JDOS; SBAk$+$i;HS&>19gSO!"¢ (J 
¿S$B!!$3%s%H%m!<%k% SOSMSKSGS 7% 8" SKENB. EY$re_Dj$7$F$*$+$J$$$H; (J 
¿SB!!S$SS1$SJS+SCS?SH;WSSS ՎԱՎԵ 


éESB!tS&SASO04s$;=8Saz (Մու 588 4951 !uzg (JDOS6.2¢SBSGSdSCSFS“*S9¢ (245 
--MESSAGE FILE 22771 END: net-yaroze- usenet. /00000003— I eet Poe Uo Oe oh Pate html 


--MESSAGE FILE 22772 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000041html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!fc21155 

From: fc21155@wing.ncc.u-tokai.ac.jp () 

Newsgroups: playstation.ny.test 

Subject: Test 
Date: 22 Apr 1997 09:05:34 GMT 

Organization: Tokai Univ. NUMAZU 

Lines: 7 

Message-ID: <5jhv0uSmrj@newsl.scei.co.jp> 
NNTP-Posting-Host: 150.7.244.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: gn [Version 1.35 Sep.1,1996 (Unix) | 


2 SBSF%9SHSGS9! "K\EVSKBg>fIW$+$J!) 


Ka. (Masakazu Kato) kato@fh.u-tokai.ac.jp 


--MESSAGE FILE 22772 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000041htm1. html 


--MESSAGE FILE 22773 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000042html1.htm 
Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!fc21155 

From: fc21155@wing.ncc.u-tokai.ac.jp (Masakazu KATO) 

Newsgroups: playstation.ny.test 

Subject: Re: Test 

Date: 22 Apr 1997 09:57:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 
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Message-ID: <5ji220Smvj@newsl.scei.co.jp> 

References: <5jhv0uSmrj@newsl.scei.co.jp> 

NNTP-Posting-Host: 150.7.244.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

In-Reply-To: fc21155@wing.ncc.u-tokai.ac.jp's message of 22 Apr 1997 09:05:34 GMT 
X-Newsreader: gn [Version 1.35 Sep.1,1996 (Unix) ] 


From article <5jhv0uSmrj@newsl.scei.co.jp> 
by fc21155@wing.ncc.u-tokai.ac.jp 


> 2SBSF%93HSGS9!"K\EvSKBg>fIWS+$J!) ¢ (B 


ESBSE&S*S/SSSCS?S_S?SS!E!E!&3(B 
¿SBLSFI=hM)S, Տ"ՏԵՏԱՏՇՔց7Մ0505151չ (B 
ESBS_SIS5$s59$S7S/S$*45SSS7S*°S9! #2 (B 


Ka. (Masakazu Kato) kato@fh.u-tokai.ac.jp 


—-MESSAGE FILE 22773 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000042html1. html 


--MESSAGE FILE 22774 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000043html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Thor MASUDA" <thor@wa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJGIkJjBsMnMLRiU5JUgkQCEqGyhK?= 
Date: 22 Apr 1997 21:03:03 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <5jj927Sofh@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.187.4 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


GSX-R wrote: 


>2¿SB!!S"S"$C!*S“S@5n$iSJSSSGS'!A¿ (Մ 
> 

> http://www.cup.com/negi/msin.html 
> 

>¿$B!!" SrFISsSG2<S5SS!A!# (J 


¿SBSCSHSSS&S3SHSG!S5SSr<hSjD>S7SF!S@_DjS$SrD>S7SF!S:FSFS9SH!%¿ (J 


¿SBS3SsSJSbSsS$G$SSS+S,SCS9S+!)!!S*@SOCSK$SJ$SjS%“S9!%S:#8eSHSbShSmS7S/!%¿(J 


—-MESSAGE FILE 22774 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000043html.html 


--MESSAGE FILE 22775 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000044html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!fc21155 
From: fc21155@wing.ncc.u-tokai.ac.jp (Masakazu KATO) 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUYLOSVIJEckORsoQg==?= 
Date: 23 Apr 1997 07:32:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5jkduj$q31@newsl.scei.co.jp> 
NNTP-Posting-Host: 150.7.244.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: gn [Version 1.35 Sep.1,1996 (Unix) | 
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ESB2LS?S7SF4A; z¿ (BSubject¢$BSOS3SN%a!<%i!<SG=PMASkSNS@SmS&$+!&!&!&E(B 


Ka. <Masakazu Kato> kato@fh.u-tokai.ac.jp 


—-MESSAGE FILE 22775 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000044htm1l-.html 


--MESSAGE FILE 22776 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000045html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCUGIkJjJBsMnM1RiU5JUgkOCEQqGyhK?= 
Date: Wed, 23 Apr 1997 20:33:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <335DF38E.3DBO0@ymg.urban.or.jp> 

References: <53j927Sofh@newsl1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Thor MASUDA wrote: 


> eSBSCSHSSS&S3SHSG!S5$Sr<h$jD>S7S$F!S@_DjSrD>S7SF!IS:FSFS9SH!S¢ (J 
> ¢SBS3SsSISbSsSG$$$+$,$C$9$+!) !!$*@SOCSKSISjS*S9!%S:#8eSHSbShSm$7$/!%3¢ (Մ 


¿SB1!S46(NOS"SjS,SHS&S4S6S$S“S9!c¿ (Մ(՞ ՞) 
ԵՏՔ !Sh$m$7$/$*4jSSS7$*S9l#e (J 
—-MESSAGE FILE 22776 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000045html. html 


--MESSAGE FILE 22777 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000046html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "¿SB4X8)¿ (J ¿SBOBCK¿ (J" <kst@hal.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: ¿SBSFS9SHSGS9;¿ (J 

Date: 23 Apr 1997 21:08:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc502a$2b030d00šS9ae9d8ca@----> 
NNTP-Posting-Host: 202.216.233.154 

X-Newsreader: Microsoft Internet News 4.70.1157 


é SBSFS$9SHS@Shz (J 
—-MESSAGE FILE 22777 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000046html1. html 


--MESSAGE FILE 22778 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000047html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEYkKOSRIJEckORSOSg==?= 

Date: Thu, 24 Apr 1997 17:32:40 +0900 

Organization: PlayStation Net Yarouze 


Lines: 7 
Message-ID: <335F1AA6.4F9D@ymg.urban.or.jp> 
References: <01bc502a$2b030d00$9ae9d8ca@----> 


Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB4X8)¿ (J ~SBOBCK: (J wrote: 
> 
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> ¿SBSFS9SHS@Sh¿ (J 
http://www.cup.com/negi/msin.html 


ESB! !$r8+$?8eSG!"DI;nSr$*4jS$$7$*$9z (I(^^; 
—-MESSAGE FILE 22778 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000047html.html 


--MESSAGE FILE 22779 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000048html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: testing 

Date: 24 Apr 1997 14:42:32 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc50be$1e7195e0$4680d2ca@Libretto20.ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.210.128.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


test 
—-MESSAGE FILE 22779 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000048html1l. html 


--MESSAGE FILE 22780 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000049html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: freak@qa2.so-net.or.jp (=?1SO-2022-JP?B?GyRCTmskciREJDEKPOctGyhC?=) 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUUYLOSVIGyhC ?= 

Date: Fri, 25 Apr 1997 00:16:42 +0900 

Organization: Freaks Factory 

Lines: 5 

Message-ID: <freak$93b819970425001642@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.225.15 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


2 SBSF%9%H% 9SHSHSHSHz (B 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 
—-MESSAGE FILE 22780 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000049html.html 


--MESSAGE FILE 22781 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000050html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: freak@qa2.so-net.or.jp (=?ISO-2022-JP?B?GyRCTmskciREJDEkPOctGyhC?=) 
Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Fri, 25 Apr 1997 00:17:29 +0900 

Organization: Freaks Factory 

Lines: 11 

Message-ID: <freak$93b819970425001729@news1.scei.co.jp> 

References: <4peeieShhq@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.225.15 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿SBSN¿ (B <4peeieShhq@newsl.scei.co.jp> ¿SBSN¿ (B 
¿SB5-;vŠK$*$SSF; (B 1996;$5BG/¿ (8062587ոչ (B09;SBF|¿ (B(¿SBF|¿ (8) 122$B;~z (803587, ¿ (B26 
¿$BIC:"!"; (B 
Toshikazu Munemasa¿$B$5$s$0=q$-$^$7$?!#¿ (B 
> This is a message header only. Add the following line to the 
> outbound\COMMANDS file to retrieve the full text of this message: 


Net Yaroze newsgroups message dump.txt 


> SENDME playstation.ny.test 40 


¿SB#r#e#sšSN%sF%9%H¿ (B 


¿SBNkSrSDS1S?G-¿ (B freak@qa2.so-net.or.jp 


Page 15267 


--MESSAGE FILE 22781 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000050html.html 


--MESSAGE FILE 22782 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000051html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?1ISO-2022-JP?B?GyRCNFg4fRsoSiAbJEJPOKNLGyhK?="_ <kst@hal.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskOiRGUDkkSCRHJDkbKEo=?= 

Date: 24 Apr 1997 19:44:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <01bc50e7$95c64e00S8ce9d8ca@----> 

References: <01bc502a$2b030d00S9ae9d8ca@--—-> <335F1AA6.4F9D@ymg.urban.or. 
NNTP-Posting-Host: 202.216.233.140 


Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<335F1AA6.4F9D@ymg.urban.or.jp>... 

> ¿SB4X8)¿ (J ¿$BOBCK¿ (J wrote: 

> 

> ¿SBSFS9SHS@Sh¿ (J 


http://www.cup.com/negi/msin.html 


VV NV V V V 


¿SB!!Sr8+S?8eSG!"DI;n$Sr$*4J)JS$SSS7S%S9¿(J(“”; 


¿$BN; 2r$7$^$7$?!#¿ (J 
¿$B$3$1$G$$$$$+$J!)¿ (J 


jp> 


--MESSAGE FILE 22782 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000051html.html 


--MESSAGE FILE 22783 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000052html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: falcom@bekkoame.or.jp (falcom) 


Newsgroups: playstation.ny.test 
Subject: Re: testing 

Date: 25 Apr 1997 02:05:20 GMT 
Organization: Net Yarouze! (SCEI) 
Lines: 13 
Message-ID: 
References: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; 
X-Newsreader: WinVN 0.99.7J PLO1 


<5jp3h0$312@news1l.scei.co.jp> 
<01lbc50be$1e7195e0$4680d2ca@Libretto20.ppp.bekkoame.or. յք» 
202.251.251.212 


charset=ISO-2022-JP 
(x86 32bit) 


éSB!!¢ (Bfalcom:; SBS$GS9! #2 (B 


¿SBS5Ss[)S/¿ (B... 


Brezza 
> 
>test 


ESB! !SbS7S+S7SF!"S$3S1S0!"¢ (BLib20¿;S$BS+SiSN%$F%S9%SHSGS9S+!)!J>P !K¿ (B 


/_// Handlename falcom(Masakiyo Hirayama) _/_/_/ 
_/_/ E_Mail_ Address falcom@bekkoame.or.jp aff} 
ՀՅ Net Yarouze! ID ayz00581 z 
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-—-MESSAGE FILE 22783 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000052html1.html 


--MESSAGE FILE 22784 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000053html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEYkKOSRIJEckORSOSg==?= 

Date: Fri, 25 Apr 1997 16:00:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <336056A9.371D@ymg.urban.or.jp> 

References: <01bc502a$2b030dqd00$9ae9d8ca@----> <335F1AA6.4F9D@ymg.urban.or.jp> ՀՕ1ԵՇ5 
0e7$95c64e00$8ce9d8ca@----> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB4X8)¿ (J ¿$BOBCK¿ (J wrote: 


> ¿$BN;2r$7$^$7$?!# (J 
> ¿SBS$S3S1SGSSSSS+SJ!)¿ (J 


¿SB!!D>SCSFSJSSShS&SGS9¿ (J (“ °; 
¿ $B! !$"$=$3$K$"$KBP=hK!$r$d$k$H!"¿ (J 


>Message-ID: <01bc50e7S95c64e00S8ce9d8ca@----> 


¿$B!!¿ (JIQE$B$+$i1&B&$, Հ (Iscei.co. jpzSBSKSI$kSOS:SISsS$GS9! #3 (J 
¿SB!!$b$7$/$SO!"¿ (Jhal.ac.jp¿$B!#¿ (J 
—-MESSAGE FILE 22784 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000053html.html 


--MESSAGE FILE 22785 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000054html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?ISO-2022-JP?B?GyRCNFg4fRsoSiAbJEJPQKNLGyhK?="_<kst@hal.ac.4jp> 


Newsgroups: playstation.ny.test 
Subject: =?1ISO-2022-JP?B?UmU6IBskOiRGUDkkSCRHJDkbKEo=?= 

Date: 25 Apr 1997 14:54:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <01bc5187S5e0ee300$SLocalHost@kst.hal.ac.jp> 

References: <01bc502a$2b030dqd00$9ae9d8ca@----> <335F1AA6.4F9D@ymg.urban.or.jp> ՀՕ1ԵՇ5 
0e7$95c64e00$8ce9d8ca@----> <336056A9.371D@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.216.233.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<336056A9.371D@ymg.urban.or.jp>... 
> ¿SB4X8)¿ (J ¿$BOBCK¿ (J wrote: 


> ¿$BN;2r$7$^$7$?!# (J 
> ¿SBS3S1SGSSSSS+SJ!) (J 


¿SB!!D>SC$SF$SJSSShS&SGS9¿ (Մ(՞՞չ 


ՀՏՏՏ"Հյ2ԵՏԻՏ1ՏԲՏ9Տ Տ՞ՏչՏտյ իչ (Մ 
¿$B:#EY$3$=$8&$^$/9T$/$+$IJ!)¿ (J 


--MESSAGE FILE 22785 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000054html.html 


Net Yaroze newsgroups message dump.txt Page 15269 


--MESSAGE FILE 22786 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000055html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEYkKOSRIJEckORSoOSg==?= 

Date: Sat, 26 Apr 1997 01:27:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <3360DB48.2B63@ymg.urban.or.jp> 

References: <0lbc502aš$2b030d00šS9ae9d8ca@----> <335F1AA6.4F9D@ymg.urban.or.jp> ՀՕ1ԵՇ5 
0e7$95c64e00$8ce9d8ca@----> <336056A9.371D@ymg.urban.or.jp> <01bc5187$5e0ee300$Local 
Host@kst.hal.ac.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB4X8)¿ (J ¿SBOBCK;¿ (J wrote: 


> ¿$B$*<j?t$+$1$F$9$_$^$; $s!#¿ (Մ 
> ¿$B:#EY$3$=$&$^$/9T$/$+$J!)¿ (J 


¿SB!!SS$SSCS$SFS*S9!#¿ (J 
¿SB!1!S*<j?tS+S1S“S7S?!#¿ (J 


¿SB!! (Jhal.ac. jpzSBSHSSS&$3SHSO!"S3%s%T%e! <%?AmM9IgG3X1° 2 (JHALZESBSNI}SGS9SM!) ¿ (J 
éSB!!¢ (JWindows;SBHG; (JMS-IE; SBSH; (JMS Internet Mail&News;SBSr;HSCSFSiSCS7ScSkJ}S§, ¢ ( 
J 
ESB! 1982979293 1 SSNS [I< S2!1<S8Sr658 (SFS"S2SF2<S5$$l#e (Մ 

—-MESSAGE FILE 22786 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000055html.html 


--MESSAGE FILE 22787 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000056html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!duiwk50!kouzou 
From: kouzou@ymg.urban.or.jp (K.Tamura) 

Newsgroups: playstation.ny.test 

Subject: NewsWatcher-J Test 

Date: Sat, 26 Apr 1997 02:04:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <kouzou-2604970204200001@duiwk50.ymg.urban.or.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18 (2.1.6) 


NewsWatcher-J; SBF3F~%F%9%SH¢ (B 


kouzou@ymg.urban.or.jp 
-—-MESSAGE FILE 22787 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000056html1.html 


--MESSAGE FILE 22788 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000057html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!duiwk50!kouzou 
From: kouzou@ymg.urban.or.jp (K.Tamura) 

Newsgroups: playstation.ny.test 

Subject: Re: NewsWatcher-J Test 

Date: Sat, 26 Apr 1997 02:08:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <kouzou-2604970208160001@duiwk50.ymg.urban.or.jp> 
References: <kouzou-2604970204200001@duiwk50.ymg.urban.or.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
X-Newsreader: NewsWatcher-J18 (2.1.6) 


In article <kouzou-2604970204200001@duiwk50.ymg.urban.or.jp>, 
kouzou@ymg.urban.or.jp (K.Tamura) wrote: 


NewsWatcher-J;SBF3F~%SF%S9%H3 (B 


> 
> 
> 
> kouzou@ymg.urban.or. jp 


¿$B!!$`$,$C¿ (8 


kouzou@ymg.urban.or.jp 
—-MESSAGE FILE 22788 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000057html. html 


--MESSAGE FILE 22789 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000058html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-JjJp?B?GyRCRWIzeRsoSiAbJEIOMjx5GyhK?= <kama@pluto.dti.ne.jp> 
Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Sat, 26 Apr 1997 04:01:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <3360FF7F.1F07@pluto.dti.ne.jp> 

Reply-To: kama@pluto.dti.ne.jp 

NNTP-Posting-Host: 203.181.70.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS3S1SGSSSSSN!) ¢ (J 


ESBEb3y2 (J ¿$B42<y¿ (J (Karakama Hiroki) 
mailto:kama@pluto.dti.ne.jp 
—-MESSAGE FILE 22789 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000058html-html 


--MESSAGE FILE 22790 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000059html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Hiroshi Goto" <goto-h@seagull.cs.uec.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: writing test 

Date: 26 Apr 1997 10:26:18 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5 js18a$71n@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.153.167.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBO-L>9bS$$; (JInternet News; $BSGSNSFS9SHSGS9¢ (J (*%0%; ESB! #e (J 
¿SBS*SjSc!#¿ (J 


- Hiroshi Goto goto-h@seagull.cs.uec.ac.jp 
-—-MESSAGE FILE 22790 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000059html. html 


--MESSAGE FILE 22791 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000060html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Hiroshi Goto" <goto-h@seagull.cs.uec.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: 26 Apr 1997 10:32:27 GMT 

Organization: PlayStation Net Yarouze 
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—-MESSAGE FILE 2417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01120 


—-MESSAGE FILE 2418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001121 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Thu, 11 Jun 1998 09:19:52 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldafsno.lau7mlmldimpq8N@al1-88-111.al.nl1> 

References: <357EECC1.97053769@jps.net> 

NNTP-Posting-Host: al-88-111.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1121 scea.yaroze.freetalk 
2718 


My Net Yaroze is one of my most imortant properties. And I can's even 
code. For me the membership is even as important as the black box 
itself. It gives me the change to get in contact with very skilled 
persons all around the world. It gives me the change to be part of teams 
to make projects I would never be able to do alone. It gives me a change 
to get the imense important change to get experiance. 

I'm all behind the black box. 

I'm even setting my friends to buy one to. 

I do think it's expensive, but not too expensive. The black box is 
rather exclusive and I think it should stay that way. 

But like I said, in my case...Net Yaroze is more "let's do it together" 
than black box. 

I would like some better support from sony if it was possible, in my 
case I'd like some RSD-tools for Mac. 


Greatings DEnnis.. 
-—-MESSAGE FILE 2418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01121 


—-MESSAGE FILE 2419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001122 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LIBPC...you'll do the double take! 

Date: Thu, 11 Jun 1998 13:43:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6lojdq$s982@chuka.playstation.co.uk> 

References: <357D76AE.B95@writeme.com> <357E8C14.2B83F810@scee.sony.co.uk> <uhg1ls7k0 
0.fsf@cybec.com.au> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Not probably as good as it could have been if they did use DirectX. They are 
just using WinG and doing all the hard work themselves. I also get around 
15-20 fps on my P2-333. 

I DO hope they release a usable library for us to use. It would be great for 
easier debugging and testing on the PC. 


JohntT 


Toby Hutton wrote in message ի 

>James Russell <James_Russell@scee.sony.co.uk> writes: 

> 

>> 

>> > Have people checked out the 1Mb 'libpc.LZH' file in the SCEI/TEST 
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Lines: 12 

Message-ID: <5 jsljr$7lv@newsl.scei.co.jp> 
References: <5jsl8a$71ln@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.153.167.105 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hiroshi Goto <goto-h@seagull.cs.uec.ac.jp> wrote in article 
<5jsl8a$71ln@newsl.scei.co.jp>... 


> ¢SBO-L>9b$$¢ (JInternet News; SBSGSN%F%9%HSGS92 (J (*0%; ZSB! #2 (J 
> ¿SBS*SjSc!#¿ (J 


¿SBSG!"%1%9SN%sF%S9%SH!"SH!#¿ (J 
¿SB$S=$SjSc!#¿ (J 


- Hiroshi Goto goto-h@seagull.cs.uec.ac.jp 


—-MESSAGE FILE 22791 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000060htm1-. html 


--MESSAGE FILE 22792 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000061html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Hiroshi Goto" <goto-h@seagull.cs.uec.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: 26 Apr 1997 10:38:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <5jslv3$7m4@newsl.scei.co.jp> 

References: <5jsl8a$71ln@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.153.167.105 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


This is test message in only English... 


- Hiroshi Goto 
-—-MESSAGE FILE 22792 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000061htm1l. html 


--MESSAGE FILE 22793 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000062html1.htm 


T 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCJF8kTk9CO2YbKEo=?=" <minowa@hellonet.or.jp> 
Newsgroups: playstation.ny.test 


Subject: =?1ISO0O-2022-JP?B?GyRCJEokcyOrISI5dSNOIIMkRyUyITwlYCRyOm4kazUkJCw1lLyQtJEobKEo 
=?= 
=?1SO-2022-JP?B?GyRCUCQbKEO=?= 
Date: 26 Apr 1997 14:01:55 GMT 
Organization: PlayStation Net Yarouze 
Lines: 9 
Message-ID: <01bc5249$a0976d60SLocalHost@default> 
NNTP-Posting-Host: 202.214.1.60 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB%s1%sY%k$,9b$SJ*Sr:n$S1SJSSSHSSS1SJSSShS&SJ59S,S9SkS1%SI!"¿ (J 
¿S$B$=$s$J$N4JC1S$KSO:n$1l1$JS$S7!&!&!&¿ (J 


¿SB$SGSb%s1%Y%kS$,9bSSJ*Sr:nSiSJSSSHS$SS1SJSSShS&SJ5SS, S9Sk ¿ (U¿%%%¿ 


é$BS$_$NOB; f¿ (J 
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-—-MESSAGE FILE 22793 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000062html1. html 


--MESSAGE FILE 22794 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000063html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Karakama <kama@pluto.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Sun, 27 Apr 1997 00:27:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33621EF6.3CB5@pluto.dti.ne.jp> 

Reply-To: kama@pluto.dti.ne.jp 

NNTP-Posting-Host: 203.181.70.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS*SiS!!*SFSOSHI*I*s (J 


ESBED3y¢ (J ¿SB42<y¿ (J (Karakama Hiroki) 
mailto:kama@pluto.dti.ne.jp 
-—-MESSAGE FILE 22794 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000063htm1. html 


--MESSAGE FILE 22795 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000064html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testing 

Date: 26 Apr 1997 15:35:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <01bc5255$f6e79080SLocalHost@Libretto20.ppp.bekkoame.or.jp> 

References: <0lbc50be$1e7195e0S4680d2ca@Libretto20.ppp.bekkoame.or.jp> <5jp3h0$312@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.200.44 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSIS&Sb? {86SGS9!wSYSC$3$"Saz (J 


falcom <falcom@bekkoame.or.jp> wrote in article 
<5jp3h0$312@newsl.scei.co.jp>... 

> ¿$B!!¿ (Jfalcom: SBSGS9!#¢ (J 

> 


ESB! !SbS7S+S7SF!"S3S1S0!"¢ (JLib20¢SBS+SiSNSFS9ISHSGS9S+!) !J>P!K¿ (J 


VV Vv 


ESBS5ISVSGS9! "SbSASm$s3+H/4D6-Sb%jSVSGS9! #2 (J 
¿SB#MRSHR#N#E#W#S;HSCSFSSS“S9S,Bg>fIWSGS7SgS&S+!)¿ (J 

¿SBSASHITOB!&!&!&¿ (J 

--MESSAGE FILE 22795 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000064html.html 


--MESSAGE FILE 22796 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000065html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Karakama <kama@pluto.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEokcyQOrISI5dSNOQI1IMkRyUyITwlYCRyOm4kazUkJCwlLyQtJEo 
bKEoO=?= 


=?iso-2022-jp?B?GyRCJCQbKEo=?= 
Date: Sun, 27 Apr 1997 00:37:24 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
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Message-ID: <33622134.29FC@pluto.dti.ne.jp> 
References: <01bc5249$a0976d60SLocalHost@default> 
Reply-To: kama@pluto.dti.ne.jp 

NNTP-Posting-Host: 203.181.70.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


¿SBS_SNOB; f; (J wrote: 


¿SB%1%Y%Sk$, 9b$$SJ*Sr:nSiSJSSSHSSS1SJSSShS&SJ5SS,S9SkS1SI!" (J 
¿SBS=$Ss$JSN4JC1SKSO:nS1l1$JSSS7!&!&!&¿ (J 


ՀՏՑՏՇՏԵՏԼՄ ԽՏ, 9ԵՏՏՄ"ՏԷ:ոՏ15ՏՄՏՏՏԱՏՏՏ1ՏՄՏՏՏՈՏՃՏՄՏՏՏ, S9Sk ¿ (U¿%%%¿ 


VV N VV V V 


é$B$_$NOB; f¿ (J 


¿SB<+J, SGM7SVS@S1SJSi!"JLSKS9S4S/SJS/SFSbNISSSsS8ScSJSS!)¿ (J 


ESBED3y¢ (J ¿$B42<y¿ (J (Karakama Hiroki) 
mailto:kama@pluto.dti.ne.jp 
—-MESSAGE FILE 22796 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000065html1l-.html 


--MESSAGE FILE 22797 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000066html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Karakama <kama@pluto.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Sun, 27 Apr 1997 00:44:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <336222F5.1A12@pluto.dti.ne.jp> 

Reply-To: kama@pluto.dti.ne.jp 

NNTP-Posting-Host: 203.181.70.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS*SiS! | *SPSOSHSAS! IRIEL KS (J 


ESBED3y¢ (J ¿$B42<y¿ (J (Karakama Hiroki) 
mailto:kama@pluto.dti.ne.jp 
—-MESSAGE FILE 22797 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000066html1. html 


--MESSAGE FILE 22798 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000067html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "T Kamo" <camlin@mxc.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Is it all right? 

Date: 27 Apr 1997 08:22:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <01bc52e3$4abebfc0$0efdcd85@camlin.mxc.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.253.14 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBS5SF!"¿ (JUMSIN¿SBSO0-$5S$S7S$FSSSJSSSGS7SgS&SM!)¿ (I(^^; 


// ¿$B$b$j$s¿(J camlin@mxc.meshnet.or.jp // 
—-MESSAGE FILE 22798 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000067html.html 
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--MESSAGE FILE 22799 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000068html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "T Kamo" <camlin@mxc.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Is it all right? 

Date: 27 Apr 1997 08:38:46 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <01bc52e5S80clbc60SS18fdcd85@camlin.mxc.meshnet.or.jp> 
References: <Olbc52e3S$4abebfc0$0efdcd85@camlin.mxc.meshnet.or.jp> 
NNTP-Posting-Host: 133.205.253.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


T Kamo <camlin@mxc.meshnet.or.jp> wrote in article 
<01bc52e3S4abebfc0šS0efdcd85@camlin.mxc.meshnet.or.jp>... 
> ¿$B$5$F!"¿ (UMSIN¿SBSO0-$5S7SFS$SSJSSSGS7SgS&SM!) (J (*%; 


¿SB%@%aS_S?SS¿ (U (T_T) 


—-MESSAGE FILE 22799 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000068html.html 


--MESSAGE FILE 22800 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000069html.htm 

1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJEokcyQOrISI5dSNOI1IMkRyUyITwlYBsoQg==?= 
=?1SO-2022-JP?B?GyRCJUHI 6biRrNSQkLDUVIJCOkSiQkGyhC?= 

Date: Sun, 27 Apr 1997 14:54:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <redbug$f£8d19970427145413@news1.scei.co.jp> 

References: <01bc5249$a0976d60$LocalHost@default> 

NNTP-Posting-Host: 202.217.106.37 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.test ¿SBSN¿ (B <01bc5249Sa0976d60SLocalHost@default> ¿$B$N¿ (B 
¿SB5-;v$KS$*SSSF ¿ (B 1997/04/26/ 14:01 ¿$B:"!"¿ (B 
";SBS_SNOB;fz2(B" <minowa@hellonet.or. jp>zS$BS5$s$O=q$-S$*S7$?! #2 (B 
>2SBSlsYsk$, 9bS SJ*Sr:nSiSJSSSHSSS1SJSSShS&SJ59S,S9SkS1SI!" (B 
>¿SBS=$sS$SJSN4JC1S$SKSO:n$l1$JSSS7!&!&!&¿ (B 

> 
>¿SBSGSb%$1%Y%k$,9bS$S$SJ*Sr:n$i$JSSSH$S$1$J$SS$Sh$&$J5S$,$9$k!&!&!&¿ (B 


¿SBSJS<!"S=S&SSS&5SS$S, SISKSNSGS7TSgGS&S+!&!&!&!) 2 (B 

2 $B; 29MS*SGSKS$*65$ ($/S@S5S$! #2 (B 

Beginner's Forum Leader 

RedBug ¢SB%Sa!<SkS"SIS1%S9>C<:Cfz (B 

—-MESSAGE FILE 22800 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000069htm1l. html 


--MESSAGE FILE 22801 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000070html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "T Kamo" <camlin@mxc.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Is it all right? 

Date: 27 Apr 1997 09:45:30 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5jv77q$Sb02@newsl.scei.co.jp> 

References: <0Olbc52e3S4abebfc0S0efdcd85@camlin.mxc.meshnet.or.jp> <01lbc52e5$80clbc60 
$18fdcd85@camlin.mxc.meshnet.or.jp> 

NNTP-Posting-Host: 133.205.253.173 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1157 


> ESBS@sa$_$?$$2 (J (T_T) 


¿SBS3S1SGSbS+SC;¿ (J 
¿$B$/!A¿ (U (¿S$BNA¿ (J) 


--MESSAGE FILE 22801 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000070html.html 


--MESSAGE FILE 22802 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000071html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "T Kamo" <camlin@mxc.meshnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Is it all right? 

Date: 27 Apr 1997 09:51:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <5jv7i4Sb0a@newsl.scei.co.jp> 

References: <Olbc52e3S$4abebfc0$0efdcd85@camlin.mxc.meshnet.or.jp> <Olbc52e5$80c1lbc60 
$18fdcd85@camlin.mxc.meshnet.or.jp> <5jv77qSb02@news1.scei.co.jp> 

NNTP-Posting-Host: 133.205.253.173 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


T Kamo <camlin@mxc.meshnet.or.jp> wrote in article 
<5jv77qSb02@newsl.scei.co.jp>... 

> 
> > gSBs@%a$_$?$$2 (J (T_T) 
> 

> չՏ85351Տ5ՇՏԵՏՀՏԸչ (J 


¿SBSr$C$H!"%1%S$8%9%SH%j$r$$S8$CSF; (JMessageIDz SBSr@8@.S7SISSShHS&SKSTSE!"3 (J 
¿$B$3$1$G¿ (JOK¿SB7/$SGS$S7SgS&SM¿ (J (“) 


ESBS5SF!"K\BISKO\S5S*S9S+! #2 (J 
éSBSb$%<BSOSSSm$S$SmI9S—$?SS$3SHS4S6SSS*°STSE! "2 (J 
ESBS (S$'SHS=S&SGS9SM! #SIS1S+SiSS$S$3S&S+ST3 (Մ(՞՞չ 
ESBS*S:SOS8SaSKS#IA!IA (J 
ESBS"!"S=SES@!I"S=SESSS (#b¿ (Ú 


NO CARRIER 


—-MESSAGE FILE 22802 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000071htm1l. html 


--MESSAGE FILE 22803 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000072html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Kawakubo Junzo <junzo@fsinet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUY1OSVIGyhK?= 

Date: Sun, 27 Apr 1997 22:07:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <33634F90.220C@fsinet.or.jp> 
NNTP-Posting-Host: 202.215.9.235 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


2 $B! V3M%CSHSd$m$& $<! WSKF~SC$ ?SNSOSSSSS, !"%0%=%3%s=i?4<T$N$?$a!"$J$S$K$b$G$-;¿ (J 
ESBSIS$!#e (J 

¿SB#G#N#USCSFSJSSS9S+!)¿ (J 
¿SB%$9%?2!<%?%—-%C%$HŠ$KIUBOSN#C8@81SO!"%USD!<$KGd$CS$SFSk#C8@81$SHS$SOOc$&$sSGS$S9S+!)¿ (J 
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¿SB#C8@081$r:G=i$+$i3X$V$KSO!"ITE,@Z$JSh$&$J5$$,$9Sk!&!&!&!# (J 
¿SB$d$CSO!"1!VS$SN!<%iS$s%SI#C!WSŠH$+Gc$C$?J)$,$$S$$Ss$GS7Sg$&S+!)¿ (J 
¿$B4k2h; VK>$J$s$G$9$, !"SIS3SiSXSsS*SGJY6/S9S1SPSSSSSsSGS7SgS&S+!)¿ (J 


¿SBSJSs$SKSbJ,S+Ss%$*%S$SiSGS9%$, !"$/S8S1S:SK4hDSSjS* S9!#ShSŠSmS7Se$&!# (J 
--MESSAGE FILE 22803 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000072html.html 


--MESSAGE FILE 22804 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000073html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?ISO-2022-JP?B?GyRCNFg4fRsoSiAbJEJPQKNLGyhK?="_<kst@hal.ac.jp> 


Newsgroups: playstation.ny.test 
Subject: =?ISO-2022-JP?B?UmU6IBskQiRGJDkkSCRHJDkbKEo=?= 

Date: 27 Apr 1997 15:35:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <01bc5320S$4e76d200S$93e9d8ca@kst .hal.ac.jp> 

References: <01bc502a$2b030dqd00$9ae9d8ca@----> <335F1AA6.4F9D@ymg.urban.or.jp> ՀՕ1ԵՇ5 
0e7$95c64e00$8ce9d8ca@l----> <336056A9.371D@ymg.urban.or.jp> <01bc5187$5e0ee300$SLocal 
Host@kst.hal.ac.jp> <3360DB48.2B63@ymg.urban.or.jp> 

NNTP-Posting-Host: 202.216.233.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<3360DB48.2B63@ymg.urban.or.jp>... 

> 

> ¢SB!!¢(Jhal.ac. Jp SBSH$$$S&S3SHSO!"%3%s%ST%Se!<%?Am9g3X1`¿ (JHALZ SBSNJ}SGS9SM!) ¿ (J 


¿SBSPS1SFSkSNS+!#0-SSS3SHSOSGS-SJSSSbSsS@!J>P!K¿ (J 


> ¿$B!!¿ (JWindows;SBHG; (JMS-IE;¿$B$H¿ (JMS Internet Mail&News¿SBS$Sr;HSCSFSiSCS7ScSkJ)])S, 
ý (J 
S ¿SB1!SSS“S7S?Si1"STSN%[!<%`%Z!<%8Sr65S (SFS"S2SF2<S5SS!#¿ (J 


¿SBSoS+S$SjS$S*S7S?!#¿ (J 
¿$B$3$s$4$H$b$h$m$7$/$M!#¿ (J 


¿SB4X8)¿ (J ¿SBOBCK; (J 
kst@hal.ac.jp 


-—-MESSAGE FILE 22804 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000073htm1. html 


--MESSAGE FILE 22805 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000074html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 

Date: Sun, 27 Apr 1997 23:33:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <redbug$f£8d19970427233356@news1.scei.co.jp> 
References: <33634F90.220C@fsinet.or.jp> 
NNTP-Posting-Host: 202.217.106.55 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


RedBug ¿$B$G$9!#¿ (B 


playstation.ny.test ¿SBSN¿ (B <33634F90.220C@fsinet.or.jp> ¢SBSN; (B 
¿SB5-;v$K$*SSSF¿ (B 1997/04/27/ 22:07 :58:" "28 
Kawakubo Junzo <junzo@fsinet.or.jp>zSBS5SsSO=qS-S*S7S?! #2 (B 
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>¿$B!VSMSCS L ne SCS?SNSOSSSSS, !"$SO%=%3%s=i?4<T$NŠ?$Ša!"$JS$SsSK$SbSG$-¿ (B 
>¿$BSJSS!#¿ (B 
>¿SB#G#N#USCSFSJSSS9S+!)¿ (B 
O T šUSD!<$SKGd$CS$F$k#C8@81$SHS$OOcS$&$sS$SGS9S+!)¿ (B 
>¿SB#C80@081Sr:G=iS+Si3XSVSKSO!"ITE, @ZSJShS&SJ5SS,S9Sk!&!&!&!# (B 


¿SB!V#C8G@81SG%W%sm 


m%0%si%`$r=qSŠ1$k$3SHSrAODsS$SHS7S?!W%-%C%$H$Q@$CS?ShS&SJO (B 
258555, S7S*S9!# (B 


>eSBSdSCSQ!"!V3\!<SiSssl#C!WSHS+GcSCS$?I}5$, soeavarGs /sgeeet!) (B 
DOS ¿$BMQ$K!"¿ (BLSI-C չ5853955055915, Տ"ՏԼՏՔ--Մ, SGS7SgS&! #2 (B 
¿ $B; n?) HGSCSFE>: \2D$G$7$?SC$1!) D4SY$FS*S-$% SOSM! 42 (B 


>¢$B4k2h; VK>$J$S$G$9$, !"SIS3SiSX$s$*SGIY6/S$9IS1SPSSSSSsSGS7$g$&S$t!) (B 


¿SB%W%m%0%i%*$S, 4k2h20S5$SsSK2!$S5S (SFS*SSSFM_ ss, a%sb%jS$SN35G0!W¿ (B 
¿SBSGSOSJSSSGS7SgS&S+!)O01HVSN4pKNSGS9S7!#¿ (B 

ISBSGSbI"% a%sb%jSKS$DSSSFBNSG3PS (Sk$SKSO!"01EYSO%S"S;%s%V%iSdSCS?S[SS&S, ¿(B 
¿SBKNEvS$SOSSSSSsS$GS9S1SISMS'!&!&!&¿ (B 


>¿SBSJSsSKSbJ, $+t$s%*%$%i$G$9$, !"$/$8$1$:$K4hD%$j$^$9!#$h$m$7$e$4!#z (B 
¿$B$3$A$i$3$=$h$m$7$/ !#$D$$$G$K!V%S%.%J!<%:%U%)!<%i%` !W$b!#¿ (B 

Beginner's Forum Leader 

RedBug ¢SB%Sa!<%SkS"SIS1%S9>C<:Cfz (B 

--MESSAGE FILE 22805 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000074html.html 


--MESSAGE FILE 22806 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000075html.htm 
ի 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testing 

Date: Mon, 28 Apr 1997 00:37:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <3363729D.5128@ymg.urban.or.jp> 

References: <Olbc50be$1e7195e0$4680d2ca@Libretto20.ppp.bekkoame.or.jp> <5 jp3h0$312@n 
ewsl.scei.co.jp> <01bc5255S$f6e79080SLocalHost@Libretto20.ppp.bekkoame.or. յք» 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Brezza wrote: 


> eSB%jSVSGS9!"SbSASmS$s3+H/4D6-Sb%jSVSGS9! #3 (J 
> ¢~SBEM#S#NHEFWHS ; HSCSFSSS$*S9S, B>FIW$G$7$9g$8&$+!)¿ (J 
> ¢SBSASHITOB! &!&!&z (J 


éSB! !AO02sSNSO%S*Ss=qS—-SG!":#2SSNSO%* SU=q$-SGS9SM!) ¢ (J 


ESB! !S?SVSsEVS?SCSFSKSH;WS&SsSGS9S, ¿6 (Մ(՞՞չ 
—-MESSAGE FILE 22806 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000075html.html 


--MESSAGE FILE 22807 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000076html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIGyhK?= 

Date: Mon, 28 Apr 1997 00:44:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 42 

Message-ID: <3363743E.A1A@ymg.urban.or.jp> 
References: <33634F90.220C@fsinet.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.68 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Kawakubo Junzo wrote: 

> 

> ¿SB!V%M%$C%SHSdSmS$S&S<!WSKF-SCS?SN$OSSSSS, !"$OQ%=%3%s=1?4<TSNS?Sa!"SJSSSKSbSGS-¿ (J 
> gSBSISS!#e (J 


ESB! !3 (SrIASSS?SFS"SSSGS#ES"Sr=PS7$ 2S jJ4k2h$r=P$7$?SjSOSTSESGSIS+!) g (J 


> ¿SB#G#N#USCSF$SJSsS9S+!)¿(J 


éSB!!¢(JGNU is Not UNIX.¿SBSNN, ՏՇՏ9չ (J (“ 
¿$B!!¿ (JUNIX:$B$ŠN4D6-$r!"%U%j!<%=%U%H%&% 
ESB! !0cSCS$?SiS9S_S*S;Ss!#e (J 


Ne 
Ա 


$" S$G<B8=$9$kCDBNS$G$7$?SC$1!) չ (J 


> 2£$B%9%?!<%?%-SCSHSKIUBOSN#C8A81S0! "SUSD! <SKGdSCSFSkK#C8@81SHSO0CSESSSGS9OSH+!) 2 (J 
éSB!!2?SrSbSCSFIaDLSHS9SkS+SKShSjS*S9! #3 (J 

> ¿SB#C8@81Sr:G=iS+S13XSVSKSO!"ITE,@ZSJShS&SJ5SS,S9Sk!&!&!&!# (J 

> gSBSASCSO!I"!VS\!<SiSsSI#C!WSHS+GcCS$C$?T}$, S$SSSSsSGSTSgS&St+!) 2 (T 
éSB!!#C8@81Sr3XSVSNSKOLHVE, @ZSISNSO! "SdSOSj4¢ (JUNIX:SB4D6-SGS7SgS&! #2 (J 


éSB!!:#!"OLHVMFOWSK<jSKF~Sj!">pJsSbK-IYSJISNSO; (JWindows; SBSN4D6-SJSNSGS9S, ¢ (J 
2$B! !=i?4<TSKS$9S9SaSiS1SkS$+SH8@S (SPSTS&S+SIS"!"SH! #3 (J 


¿SB!1;dSO¿ (JIDOSESBSG#C8@81SrSd$SC$?SNS, :G=iSG$9$,!"$3$1$%S?¢ (J80x86¢SBSKSYSCS?SjSN¢ (J 
¿SB!!L/SJ4D6-SG$9$S+SiSMS'!#¿ (J 


> ¢$B4k2h; VK>SJSs$G$9$, !"SIS3S1iSXSsS*“SGJY6/S9S1SPSSSSSsSGS7SgS&S+!)¿ (J 


ESB! !SIS&$$$&%2!<%> Sr:n$j$?$SSN$+?M$K@bLESG$—-SF!"2 (J 
é$B!!:YIt$*$GS$-SASs$H@_Dj$GS$—!":G8eS*SGSd$ jDL$; S1SPSSSSSH;WSSS*S9! #2 (J 
SB! !SIS3S*SGIY6/S$9S1SPSSSSSCSFR~SOSTS/!"; * SLS*SGIY6/SGS9! #3 (J 


> ¿SBSJSsSKSbJ,S+$s%*%S%iSGS9S,!"S/S8S1S:SK4hD%S$j$2S9!#ShSmS7SeS&!#¿ (J 


¿SB!!S,SsSPSjJS$S%S7SgS&¿ (Մ(՞՞)/ 
—-MESSAGE FILE 22807 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000076html.html 


--MESSAGE FILE 22808 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000077html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEYkKOSRIJEckORSOSg==?= 

Date: Mon, 28 Apr 1997 00:45:08 +0900 

Organization: PlayStation Net Yarouze 


Lines: 6 

Message-ID: <3363747F.49DBéymg.urban.or.jp> 

References: <01bc502a$2b030dqd00$9ae9d8ca@----> <335F1AA6.4F9D@ymg.urban.or.jp> ՀՕ1ԵՇ5 
0e7$95c64e00$8ce9d8ca@l----> <336056A9.371D@ymg.urban.or.jp> <01bc5187$5e0ee300$SLocal 


Host@kst.hal.ac.jp> <3360DB48.2B63@ymg.urban.or.jp> <01bc5320$4e76d200S93e9d8ca@kst. 
hal.ac.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB4X8)¿ (J ~SBOBCK: (J wrote: 
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> ¿SBSPS1SFSkSNS+!#0-SSS3SHSOSGS-SJSSSbSsSQ@!J>P!K¿ (J 
ESB! !Sa!l<SkS"S+S&SSSHSN! wSt+Sil&BéeSNF, SK¿ (JIwwweSBSrSDS1SF!"3 (J 


é$B!!SVSiS&S6SG8+S1SPO01LH/S$GS9¢ (J (%%; 
-—-MESSAGE FILE 22808 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000077html. html 


--MESSAGE FILE 22809 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000078html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.test 
Subject: Re: =?iso-2022-jp?B?GyRCJEokcyOrISI5dSNOQI1IMkRyUyITwlYCRyOm4kazUkJCwlLyQtJEo 
bKEO=?= 
=?iso-2022-jp?B?GyRCJCQbKEo=?= 
Date: Mon, 28 Apr 1997 00:46:31 +0900 
Organization: PlayStation Net Yarouze 
Lines: 18 
Message-ID: <336374D1.7EC4@ymg.urban.or.jp> 
References: <01bc5249S$a0976d60SLocalHost@default> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.68 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SBS_SNOB; f; (J wrote: 


> 

> ¿SB%1%SY%kS,9b$SJ*Sr:nSiSJSSSHSSS1SJSSShS&SJ5S$S,S9SkS1%SI!"¿ (J 

> ¿$BS=$s$JSN4JC1$SK$O:n$l$J$$S7!&!&!&¿; (J 

> 

> ¿SBSGSb%*1%SY%kS,9b$$J*Sr:nSiSJSSSHSSS1SJSSShS&SJ59$S,S9Sk¿ (ՄՀ 


¿$B!!5$$K$7$J$$5$$K$7$I$$!#¿ (J 
¿$B!!$d$j$?$$;v$r!"$d$j$?$$$h$&$K!"$d$1I$kHO0O$G$d$j$^$7$g$&!#¿ (J 


éSB!!@iNSSNF; $b0lJb$+$i!#¿ (J 


¿SB!1!1SDSSSG$SK$3SASiSNS[!<%`%Z!<%8$b$IS&$>¿ (J (^^; 


http://www.cup.com/negi/msin.html 
—-MESSAGE FILE 22809 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000078html1. html 


--MESSAGE FILE 22810 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000079html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: masaki.50@bekkoame.or.jp (Masaki Igarashi) 

Newsgroups: playstation.ny.test 

Subject: TEST 
Date: 27 Apr 1997 16:20:25 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <5jvuc9sclb@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.147.29 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 


TEST (WinVM) 


—-MESSAGE FILE 22810 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000079html.html 


--MESSAGE FILE 22811 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000080html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 
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Subject: Re: =?iso-2022-jp?B?GyRCJEokcyQOrISI5dSNOQIIMkRyUyITwlYCRyOm4kazUkJCwl1lLyQtJEo 
bKEO=?= 
=?i1s0-2022-jp?B?GyRCJCQbKEo=?= 
Date: Mon, 28 Apr 1997 01:27:06 +0900 
Organization: Japan 
Lines: 20 
Message-ID: <33637E5A.126E13D1@aix.or.jp> 
References: <01bc5249$a0976d60$LocalHost@default> 
NNTP-Posting-Host: 202.208.34.204 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 
X-Priority: 3 (Normal) 


> ¿SB%s1%Y%kS,9b$SSJ*Sr:nSiSJSSSHSSS1SJSSShS&SJ5SS,S9SkS1SI!" (J 


ESBS=SsSIS3SHL5S$S$SG6S9Sh! #3 (J 

é SBSASCSASCSJ; v$+SiS3SDS3SD9TS/3ZS7$S_SbS"Sj5S*S9! #3 (J 
2$BS$*S:S0! $2hLL>eSK@~Sr0z$$SF46F0S 9SkKSHS+S$S$S&:3:YSTj;v$+Siz (J 
ESBSOS8Sa$S?IT}$,SSSSSH;WSSS*S9!l #3 (Մ 

é5B! JIS=S1Sh$Sj@h$SK?TSa$JIS$;da!JI>P!K!Ke (J 


Pa) lf Se fl Gf th] b] rb] a fe 111111 11111111 21247 
¿SB!!11111111119bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co. jp/~bns00250/index.htm 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8x3+HGSN%s[!<%`%Z!<%8Sr?t%v7nSVSJSK99?27S7S*S7S?!#¿ (J 
¿SBSGSb!S9);vHO0OS, 9-$, SC$S?S@S1S@SCS?S3j!J>P !K¿ (J 


¿SB:G=*99?7F|;-1!!!#4!?#2#5!J2<SN¿ (JURLESB! Kz (J 
¿$B9927M=DjF|!!!!!1#4!2?1!111)¿ (J 
--MESSAGE FILE 22811 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000080html.html 


--MESSAGE FILE 22812 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000081html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: masaki.50@ppp.bekkoame.or.jp (Masaki Igarashi) 
Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Mon, 28 Apr 1997 03:10:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <masaki.50$f0e919970428031005@news1.scei.co.jp> 
NNTP-Posting-Host: 202.210.147.29 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


TEST by WS News 


Masaki Igarashi masaki.50@ppp.bekkoame.or. jp 
--MESSAGE FILE 22812 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000081htm1. html 


--MESSAGE FILE 22813 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000082html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: masaki.50@ppp.bekkoame.or.jp (Masaki Igarashi) 
Newsgroups: playstation.ny.test 

Subject: TEST 2 

Date: Mon, 28 Apr 1997 07:32:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <masaki.50$f0e919970428073230@news1.scei.co.jp> 
NNTP-Posting-Host: 202.210.147.33 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


Net Yaroze newsgroups message dump.txt Page 1529 


>> > download area?... 

>> > 

>> > Whoa! can someone explain what's going on here? 

>> 

>> Looks like someone has written their own PC libraries for the controller 
(not hard) and the GS 

>> graphics (bloody hard) libraries. 

>> It's not exactly the fastest thing in the world (even on my P2-266) but 
it's not bad. 

> 

>This is quite amazing. On my P2-266 without DirectX or anything (at 
>work), it's quite quick, I'd say 15-20 fps. 

>—— 

>Toby. 


--MESSAGE FILE 2419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01122 


-—-MESSAGE FILE 2420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001123 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 11 Jun 1998 07:28:59 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6loi2f$fil4@scea> 

References: <6kjrhqSlev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: d120.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:720 scee.yaroze.freetalk.dutch:14 
scee.yaroze.freetalk.english:1123 scee.yaroze.freetalk.german: 22 


Goto: 


http://www.therage.com/ 


Maurice Sibrandi wrote in message <6kjrhq$levl13@chuka.playstation.co.uk>... 
>Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
>Link. Preferably a online-store or post-order company. You can leave out 
>Datel, because I already checked them. 

> 

>Thanks! 

> 

>Maurice 

> 

> 

> 


-—-MESSAGE FILE 2420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01123 


—-MESSAGE FILE 2421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001124 

Path: chuka.playstation.co.uk!news 

From: Steve <SMR@cs.bham.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 
Date: Thu, 11 Jun 1998 14:11:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <357FD79C.105@cs.bham.ac.uk> 
References: <6kbkavS$hcal9@chuka.playstation.co.uk> 
NNTP-Posting-Host: dial5.bham.ac.uk 

Mime-Version: 1.0 
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TEST 2 by WS NEWS 


Masaki Igarashi masaki.50@ppp.bekkoame.or.jp 
--MESSAGE FILE 22813 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000082html1. html 


--MESSAGE FILE 22814 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000083html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: falcom@bekkoame.or.jp (falcom) 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 28 Apr 1997 01:32:04 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 14 

Message-ID: <5k0umkSdfk@newsl.scei.co.jp> 

References: <5jvuc9$clb@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.244.231.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿$B!!¿ (Bfalcomz;$SBSGS$9!#¢ (B 
Masaki Igarashi ¿SB$5Šs[)$/¿ (B 
> 
>TEST (WinVM) 
> 
WinVN¿$BS$SG$9SM!#¿ (8(՞՞չ 
¿SBI182SVSS!"—qS— AVOcSSS@SHSO;WSSS*S9S, 42 (B(“ ; ; 
ա. Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
af fa} E_Mail_Address : falcom@bekkoame.or. jp af She, 
/_// Net Yarouze! ID : ayz00581 EE 
--MESSAGE FILE 22814 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000083html.html 
--MESSAGE FILE 22815 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000084html.htm 
1 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: falcom@bekkoame.or.jp (falcom) 
Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 28 Apr 1997 02:05:35 GMT 

Organization: Net Yarouze! (SCEI) 

Lines: 17 

Message-ID: <5k101fSdfk@newsl.scei.co.jp> 
References: <5j4u41$18j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.244.231.91 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ՀՏ8 12 (Bfalcomz; $BSH?=S7S*S9!#¢ (B 


Sadahiro Shimoohzono ¿$B$5$s[)$/¿ (8 

> 

>¿SBSA$S@F⁄2qS7$?$SPS+S$S3SG!"S$SdSCSH¿ (B playstation.ny.test ¿$B$rFI$_=*$o$C$?$N$G!"¿ (B 
>test ¢SBS5S;SFSbSiSSS*S9! #2 (B 


¿$B!!¿ (BTest¿SBSN@)GFSGS9S+;¿ (B 
¿SB!!S*HhS1MMSGS9!#¿ (Bm(__)m 


¿SB!!S3S1SKI"NO?TS-S91"S,SsSPSCSFS/S@S5SSSM!yc (B 


/_// Handlename : falcom(Masakiyo Hirayama) _/_/_/ 
_/_/ E_Mail_Address : falcom@bekkoame.or. jp ye 
ՀՅ Net Yarouze! ID : ayz00581 z 


Net Yaroze newsgroups message dump.txt Page 15282 


—-MESSAGE FILE 22815 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000084html1. html 


--MESSAGE FILE 22816 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000085html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 2 

Date: Mon, 28 Apr 1997 09:44:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <redbug$ff8d19970428094435@news1l.scei.co.jp> 
References: <masaki.50$f0eC919970428073230@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.58 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.test ¿SBSN; (B 

<masaki.50Sf0e919970428073230@newsl.scei.co.jp>=¿$BSKS*SSSF¿ (B 
1997/04/28/ 07:32 :58:" 1" (BMasaki Igarashiz$B$5$s$O=qS$-$*S$7S?!#¢ (B 

>TEST 2 by WS NEWS 

ESBQ_DjSO#O#KS_S?SSSGS9!#z (B 


¿SBSbS7¿ (Bbeginner's Forum ¿SBS$SK;d$,=q$SS?E[Sr8+SF@_DjS$S5S1S?SNSGS7S?Si!" (B 
é SBEDLESGSO$+$ JSK$S/$+S$CS$ PE@SISIS* 65S (S$$?S@S1S1SPD{@5S7$*S$9! #2 (B 


RedBug 


—-MESSAGE FILE 22816 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000085html1l. html 


--MESSAGE FILE 22817 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000086html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "Goto-TA" <goto-h@seagull.cs.uec.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: 28 Apr 1997 07:34:19 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01lbc53a6$3b4c3d60$6aa79982@virgo> 
References: <5js18a$71n@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.153.167.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hiroshi Goto <goto-h@seagull.cs.uec.ac.jp> wrote in article 
<5jsl8aS$71ln@newsl.scei.co.jp>... 

> չ580-Լ»9ԵՏՏ: (JInternet NewszSBSGSN%F%9%SHSGS92 (J (*0%; ESB! #2 (J 

> ¿SBS*SjSc!#¿ (J 

> -- 

> — Hiroshi Goto goto-h@seagull.cs.uec.ac.jp 

> 

—-MESSAGE FILE 22817 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000086html1. html 


--MESSAGE FILE 22818 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000087html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Goto-TA" <goto-h@seagull.cs.uec.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: 28 Apr 1997 07:46:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 
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Message-ID: <01bc53a7$£2183d90$6aa79982@vVirgo> 
References: <5jsl8a$71ln@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.153.167.106 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hiroshi Goto <goto-h@seagull.cs.uec.ac.jp> wrote in article 
<5jsl8aS71ln@newsl.scei.co.jp>... 

> :580-Լ»9ԵՏՏչ: (JInternet News; SBSGSN%F%S9%HSGS9¢ (J (*0%; ¢SB! #2 (J 
> ¿S$SBS*SjSc!#;¿ (J 


NT¿SBS@SHSFS3S:SkSJ¿ (J (@_@) 
¿SBSFS#SC!*¿ (Մ 


—-MESSAGE FILE 22818 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000087html.html 


--MESSAGE FILE 22819 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000088html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: sada@nova.co.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 28 Apr 1997 08:07:50 GMT 

Organization: Nova Inc., Tokyo, Japan. 

Lines: 30 

Message-ID: <5kllsmSe9k@newsl.scei.co.jp> 

References: <57j4u41$18j@newsl.scei.co.jp> <5k101fšdfk@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.13.7.91 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.7J PL01 (x86 32bit) 


ESBS3SsSKSASO; (B falcom ¿$B$5$s!#2<Bg1`$G$9!#¢¿ (B 


In article <5k101f$dfk@news1.scei.co.jp>, falcom@bekkoame.or.jp says... 
> 

>¿$B!!¿ (Bfalcom $BSH?=S7S$*S9! #2 (B 

> 

>Sadahiro Shimoohzono ¿$B$5$s[)$/¿ (8... 

>> 

>>; $B$^$RQF~2q$7$?7$P$+$J$G!"$d$C$H¿ (8 playstation.ny.test ¿$B$rFI$_=*$o$C$?$N$G!"¿ (8 
>>test ¿SBS5S;SFSbSiSSS“S9!# (B 

> 

>¿$B!!¿ (BTest¿$B$NQ@)GF$G$9$+; (8... 

>2SB!!S*HhS1IMMSG$9! #2 (Bm(__)m 


Test ¿SBSJSNSK¿ (B Test ¢SBSGSJSS5-;vS,Bt; 3S"SkSNSG! "A4SFFISSSGS7S*°SSS*S7S?!#2 (B 
¿ $BHS>0$KHh$1$^$7$?!# (B 


>¢$B!!$3S1SK!"NO?TS-S$9!"S,SsSPSCSFS/S@S5SSSM! ye (B 


¿SBS“S@!"S3S1S+SiSGS9!#¿ (B 


ESB: #S$0$*S@!"2HSN%S 


“$7 %s$r%5 | <ZPSKTRS2$i$1$I$$S$s$G$9! #2 (B 
¿S$SB2q<R$+Si$7$+%"%/ 


s 
7 S9SGS-SISSSNSGS"S$*S$j3HFOSGS-$*S$;S$s!#e (B 


° 
5 
° 
5 


ESBSHSIS"S (Si !":#SOS*SKSES"SkSrFISSSGIY6/C£ESGS9! #2 (B 
¿SB2<Bg1`¿ (8 ¿$BDg42¿ (B e-mail¿$B!'¿ (B sada@nova.co.jp 


sada@xa2.so-net.or.jp 


—-MESSAGE FILE 22819 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000088html1l. html 


--MESSAGE FILE 22820 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000089html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 
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Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: Mon, 28 Apr 1997 18:31:52 +0900 
Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33646E86.1AD4@ymg.urban.or.jp> 
References: <5 jsl8a$7ln@newsl.scei.co.jp> <01bc53a7$f£2183d90$6aa79982@virgo> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.77 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Goto-TA wrote: 


> NTZSBS@SHSFS3$:$k$Jz (J (@_@) 
> ¿SBSFS#SC!*¿ (J 


¿SB!!¿ (UNT¿SBSN>19g!"%1%8%9%H%jSrSS$S8SkS7S+SJSSS_S?SSSGS9S,¿ (Մ(՞՞չ 
—-MESSAGE FILE 22820 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000089html.html 


--MESSAGE FILE 22821 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000090htm1.htm 

1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.test 

Subject: Re: =?ISO-2022-JP?B?GyRCJEokcyQrISIS5dSNQOIlMkRyUyITwlYBsoQg==?2= 
=?ISO-2022-JP?B?GyRCJHIG6biRrNSQkLDUvJCOkSiQkGyhC?= 

Date: Mon, 28 Apr 1997 02:10:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <kamon$21c519970428021022@news1.scei.co.jp> 

References: <01bc5249$a0976d60$LocalHost@default> <33637E5A.126E13D1@aix.or.jp> 

NNTP-Posting-Host: 210.136.1.10 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.015beta 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote: 
>¿SBS=SsSJS3SHL5S$SGS9Sh!#¿ (B 

>zSBSASCSAScSJ; vS+S$iS3SDS3SD9TS/3ZS7$_SbS"S4S*S9! #2 (B 
> $B$^$:$O!$2hLL>e$K@~$r0z$$$F46FO$9$k$H$+$$$6&:3:Y$J;v$+$iz (B 
>¿SBSOS8SaS?J)S,SSSSSH;WSSS“S9!# (B 
>¿$B!JS=S1ShSj@hSK?JSŠaSJSS;d!J>P !K!K;¿ (B 


¿SB!!S=S&S=S&!"S=S1SGS9ShSM!#¿ (B 

¿$B!!$=$1$, @Q$_=ESJSCSŠSFS@SsS@SsBgS-S/KDSiSsSGSSS/SsSGS9ShSM!#SSS-SJS3j¿ (B 

¿ $BBg$-$J$b$N$r:n$m$&$H$9$1$P!"@QABP$K%3%1$^$9; (B(¿SB7P83<TS$SO81Sk¿ (B) ¢SB! #¢ (B 
¿SB!VBgS-$SJ;vS$OSGS-$ $;SsS, !">.$5S$SS;v$+$i%3%SD%S3%SDSH¿ (B (byez S$B@>@n$—-—$h$7¿ (B) gSB! We (1 
(¿SB", 4X@>8BD43M%?2S+!) ¢ (B) 


ա 


http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 
Taro Kamon 
--MESSAGE FILE 22821 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000090htm1. html 


--MESSAGE FILE 22822 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000091html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testing 

Date: 28 Apr 1997 13:51:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 14 
Message-ID: <01bc5370$2cb17080SLocalHost@Libretto20.ppp.bekkoame.or. jp> 

References: <0Olbc50be$1e7195e0S4680d2ca@Libretto20.ppp.bekkoame.or.jp> <5jp3h0$312@n 
ewsl.scei.co.jp> <01bc5255Sf6e79080SLocalHost@Libretto20.ppp.bekkoame.or.jp> <336372 
9D.5128@ymg.urban.or.jp> 
NNTP-Posting-Host: 202.231.200.137 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


£$B?{86!wSYSCS3S"SaSGSO!#e (J 
GSX-R <kouzou@ymg.urban.or.jp> wrote in article 
<3363729D.5128@ymg.urban.or.jp>... 
> 
éSB! !AO02sSNSO%S*%Ss=qS—-SG!":#2SSNSO%* SU=q$-SGS9SM!) ¢ (J 


> 
> 
> ¿SB!!S?SVSSEvS?SCŠSFSkSH;WS&SsS$GS9S,¿ (I(^^; 
> 


¿SBSJS<SPS152SNS85c!*S“ SkSGCO2<SK%SH%s%*sM%sk7!SiSl1SFSk;ə (J 
S SB55J, SGS9!#%SF%-%9SHSG3+S1SPS0S+SkS+Sb!) 2 (J 

ESBAw? .; ~4VSH<u?.; ~4VSN: 9S@SmSé&S+!) (Մ 

ESBSGSOz (J 


—-MESSAGE FILE 22822 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000091htm1. html 


--MESSAGE FILE 22823 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000092html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testing 

Date: Mon, 28 Apr 1997 23:10:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <3364AFB4.65C@ymg.urban.or.jp> 

References: <Olbc50be$1e7195e0$4680d2ca@Libretto20.ppp.bekkoame.or.jp> <5 jp3h0$312@n 
ewsl.scei.co.jp> <01bc5255Sf6e79080SLocalHost@Libretto20.ppp.bekkoame.or.jp> <336372 
9D.5128@ymg.urban.or.jp> <01bc5370$2cb17080$LocalHost@Libretto20.ppp.bekkoame.or. յք» 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Brezza wrote: 


> zSBSIS<SPS1S?SNS8Sc! *S*SkSGCO2<SK%H%SSMSk7! SiS1SFSk¢ (J 
> ¿$B5SJ,$G$9!#%SF%S-S9%SHSG3+S1SPSoS+SkS+Sb!)¿ (J 


¿SB!!SUSUSUSUSU!#;¿ (J 

¿$B!!¿ (JBrezzaz $BS5Ss$ASNCO2<$*S$G!"; dSNAH?%S5Nz (JAZITO; $BS, ?-SSSFSSS$*S$93 2 SB>Pz (J) 
¿$B!!2H$N2<$"$?$J$G2x?M$r:n$C$F$$$^$9!#a (Մ(՞՞չ 

> ¢SBAw?.;~4VSH<u?.; ~4VSN: 9S@SmS&S$+!) 2 (J 

ՀՏ81 !Ez$ ($O; (JMessage-IDz SBSKS"S4S*°S9! #2 (J 

2$B! !NcSNz (JMSIN: SBBP: vSKS"SCS?!"$1%8%9%H%4SrdQS ($kJ)K!$GBP=h$7$J$$8B$j!" (J 


£$B!!%*SUSG= qS / SH: ( (JLocalHost¿$B$C$F$N$r$D$1$A$c$&$s$G$9!#¿ (J 
S SB! !$<$s$<$sBP=h$7$F$d$$>19gS0z (J@zSBSN1&B&SKSDSSSF5254579°S9! #e (J 


6 n ԱԱ pb ee 

¿$B!!¿ (UG; SBSN1&B&SK=PSFS?S3jSbS7S2S9!#; (J 

S o O ԱՅ: 2!WSNL>A0S@SH;WS&SSSGS9S, !# (J 

--MESSAGE FILE 22823 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000092html.html 


--MESSAGE FILE 22824 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000093html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kitahara" <kitahara@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 
Date: 28 Apr 1997 17:08:13 GMT 
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Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <01lbc53f£6$41c94160S4f9584d2@gx-pro6180> 
NNTP-Posting-Host: 210.132.149.79 

X-Newsreader: Microsoft Internet News 4.70.1155 


TEST TEST TEST 
ABCDEFG123!"#$%&' ()=~= 
ESBS"SSSES (S*#LHEZHSHAHFOHOHTHSHIE (J 


—-MESSAGE FILE 22824 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000093html1. html 


--MESSAGE FILE 22825 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000094html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "youichi takagi" <yochy@sa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test de gozaimasu 

Date: 29 Apr 1997 03:10:28 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <01bc544a$30d04580S508584d2@yochy.sa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2 SBSFS9SHSGS9! #2 (J 
¿SB011-$S$SmSSSmSJ5-;vS$Sr;29MSK@ D3jS7SFS_S*S7S?S, !"SoS+$S1iSJSSS3SHS,B?¿ (J 
¿SBSSSNSG¿ (J 

¿SBS@SaSbpSHSGSdSCSASCSSS*S9!#;¿ (J 


youichi takagi <yochy@sa2.so-net.or.jp> 
—-MESSAGE FILE 22825 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000094html.html 


--MESSAGE FILE 22826 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000095html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "youichi takagi" <yochy@sa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test de gozaimasu 

Date: 29 Apr 1997 03:54:01 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <01bc5450$323b5f80$518584d2@yochy.sa2.so-net.or.jp> 
References: <01bc544a$30d04580S$508584d2@yochy.sa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.133.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBSDSSSGSK¿ (J ¿SB#R#E¿ (J ¿SBSHS+SSS&SdSDSGS9!#¿ (J 
¿SBS3SsSJS$SsSGSSSSSNS+SJ!)¿ (J 

2$B3$%s%? ! <SMSCSHEy$O=i 2?4<TSISNSGSh$/H=$4$%S;Ss! #2 (J 

2 SBS3$1$GS$b011~%=SUSHS&S'S"5; =Q<T! JS2!1<%* S8ScSTSSSdSD! KSTSs$@St+S$ig (J 
E SB>PSCSASCSESHSM! #2 (J gSBSOSOSO!">PSCSFSh! #2 (J 


£$B2?S+LdB S$, $"S1SP!"STSIS?S+65S (SF2<S5SS! #2 (J 


youichi takagi <yochy@sa2.so-net.or.jp> 


—-MESSAGE FILE 22826 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000095html.html 


--MESSAGE FILE 22827 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000096html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 
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Newsgroups: playstation.ny.test 

Subject: Re: test de gozaimasu 

Date: Tue, 29 Apr 1997 17:35:05 +0900 
Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <3365B2B7.1C6@ymg.urban.or.jp> 
References: <01bc544a$30d04580S508584d2@yochy.sa2.so-net.or.jp> <01bc5450$323b5f80S5 
18584d2@yochy.sa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.108 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


youichi takagi wrote: 

> 

> ¿SBSDSSSGSK¿ (Մ ¿SB#R#E¿ (J ¿SBSHS+SSS&SdSDSGS9!#¿ (J 
> ¿SBS3SsSJSsSGSSSSSNS+SJ!)¿ (J 


¿SB!!Bg>fIWS_S?SSSGS9Sh!<;(J(““*) 


> ¿$SB%S$%Ss%S?!<%SM%SC%$SHEySO=i?4<T$SJSNSGShS/H=$3j$2S;Ss!#; (J 


¿$B!!;d$b;O$a$F#1G/$K$I$J$^$; $s (Մ(՞՞չ 
ESB! 1Տ5՞ՏՅՏՕՏՒՏ1ՏՄՏՏՏՅՏՈՏԵՏ"Տյտ՞Տ9Տ, !"STISSSHS+SISCSFS*S9! #2 (J 
—-MESSAGE FILE 22827 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000096html1. html 


--MESSAGE FILE 22828 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000097html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: Tue, 29 Apr 1997 17:36:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <3365B31C.D9B@ymg.urban.or.jp> 
References: <0O1lbc53f£6$41c94160S4f9584d2@gx-pro6180> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kitahara wrote: 

> 

TEST TEST TEST 
ABCDEFG123!"#S%6&!' ()=~= 

ESBS"SSSES (S*#L#EZHSF4HSHOFTHOHIG (Մ 


VV v 


http://www.cup.com/negi/msin. html 
ԵՏՔ !$r8+SFS/S@S5SSS*S7! #2 (J 


ՀՏ !SHS3SmSG!"S“°SSS3%SSsSTSE!<S?S4+2?2?S+SNL>A0Sre (J 

éSB!!¢ (JGX-PRO6180¢SBSKS7SFSSS“*S;SsS+!) 3 (J 

¿SB!!Ev$S?$SCSFS 2 S91)¿ (J 

--MESSAGE FILE 22828 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000097html.html 


--MESSAGE FILE 22829 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000098html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: masaki.50@ppp.bekkoame.or.jp (Masaki Igarashi) 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: Tue, 29 Apr 1997 17:46:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 
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Message-ID: <masaki.50$f0e919970429174638@news1.scei.co.jp> 

References: <5jvuc9$clb@newsl.scei.co.jp> <5k0OumkSdfk@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.145.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¢SBSN;(B <5kOumkSdfk@newsl.scei.co.jp> ¢SBSN; (B 

¿SB5-;vSKS*SSSF (B 1997¿$BG/¿ (804:587ոչ (B28¿$BF |¿ (B (¿SB7n¿ (B) Ol¿$B;~¿ (B32¿$BJ, ¿(B04 
ՀՏ81ԸՇ:" 1" (B 

falcomz$B$5$s$O=q$-S$*S$7$?! #2 (B 

>¿$B!!¿ (Bfalcomz;SBSGS9!#¢ (B 


> 

>Masaki Igarashi ¿$B$5$s[)$/¿ (B 
>> 

>>TEST (WinVM) 

>> 


> WinVN¿$B$G$9$M!#¿ (B (“ ; 
$2$B!1$2S8VSs! "=9q5— AVOcSSS@SHSO;WSSS*S9S, 142 (B(“ ; ; 
> 


2 SBSIS&Sb!"8*==Mr$G$9! #2 (B 

WinVN¢SBSGS9!#S$9S_S*S;Ss!#2 (B 

Internet News ¢$SBS+SiSN>h$j49S (SrC5S7SFSS$*°S9!#¢ (B 
ESBSGSb!"z (BWSNews ¿$B$G7h$^$j$+$J!#¿ (B 
¿$B$3$1$b!"¿ (BWSNews ¢$BSG=qSS$SFS*S9! #2 (B 


Masaki Igarashi <e-mail> masaki.50@ppp.bekkoame.or.jp 


—-MESSAGE FILE 22829 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000098html1. html 


--MESSAGE FILE 22830 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000099html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: masaki.50@ppp.bekkoame.or.jp (Masaki Igarashi) 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 2 

Date: Tue, 29 Apr 1997 17:50:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <masaki.50$f0e919970429175030@news1.scei.co.jp> 

References: <masaki.50$f0e919970428073230@news1.scei.co.jp> <redbug$Sff8d199704280944 
35@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.210.145.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN¿ (B <redbugSff8d19970428094435@newsl.scei.co.jp> ¿$B$N¿ (B 
¿SB5-;vSKS$*SSSF¿ (B 1997¿$BG/¿ (804:587ոչ (B28¿$BF |¿ (B (¿SB7n¿ (B) 092:Տ58:-: (B44¢ SBJ, ¿ (835 
¿SBIC:"!" (B 

RedBug¢ $B$5S$s$O=q$-$*S$7S?!#¢ (B 
>RedBug ¢SBSGS9! #2 (B 
> 
>playstation.ny.test ¢SBSN; (B 
><masaki.50$£0e919970428073230@news1.scei.co.jp>zSBSKS*SSSF3 (B 

> 1997/04/28/ 07:32 ¿$B:"!"¿ (BMasaki IgarashizS$B$5$sSO=q$-S*S7S?! #2 (B 
>>TEST 2 by WS NEWS 

>¢ESB@_DjISO#O#KS_S?SSSGSO! #3 (B 

> 
>¢SBSb$72 (Bbeginner's Forum ¿S$BSK;dS,=q$ šS?E[Sr8+SF@_DjS5S1S?SNSGS7S?Si!" (B 
>¿SB@bL@SGSoS+SjJSKS/S+SCS?EQSJSIS*65S (SSS?S@S1ISISPD{@5S7S*S9! #3 (B 


ESBSIS&Sb!"8*%==MrSGS9! #2 (B 
Internet News ;SBS+SiSN>hS$j349S (SrC5S7SF!"SSSmSSSm%K%e!<%3934!<S@!<Srz (B 
¿SB;nS7SFS_S“S7S?!#¿ ( 
RedBug¢ SBS5SsSN%[!<%° SZ!<%8;(B & ¢gSB@_DjSW%m%0%i%> SrMxMQS5S;SFSSS?S@S-S*S7S?! #3 (B 
¢SBAGD>S$K; (BRedBug; $BS5$s$N%[!<%> %Z!<%8SNSHS*S4jSK@ ՏՆ Տ 2 ՏՅ LTs (B 
¿ SBA4SFSNS0%k!<SWL>SN<u?.S$rS9SkSH! "S9SOSKH?1GS5S1SkSH>!<jSK;WSS9~SsSG; (B 


= 
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£$B;M61H, 61: (8(՞՞չ: 


ա 


ESBSGSb! "O1LEY@_Dj$S9SkKSH!"8eSO2wE, S$GS$9SM! #2 (1 
¿SB%-1<%+%9%?%%*%S%:SDb6/NOSGS9S7¿ (B 


Masaki Igarashi <e-mail> masaki.50@ppp.bekkoame.or.jp 


—-MESSAGE FILE 22830 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000099html.html 


--MESSAGE FILE 22831 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000100html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "youichi takagi" <yochy@sa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test de gozaimasu 

Date: 29 Apr 1997 10:48:21 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01bc548a$27c87580S3f8584d2@yochy.sa2.so-net.or.jp> 

References: <01bc544a$30d04580S508584d2@yochy.sa2.so-net.or.jp> <01bc5450$323b5f80S5 
18584d2@yochy.sa2.so-net.or.jp> <3365B2B7.1C6@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.133.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¢£$B%$%s%?!<%M%CSHEySO=i ?4<TSISNSGShS$/H=S58%S;Ss!#2 (J 


¿S$SB!!;d$b;OSaSF#1G/SKS$SJ$S3jS $; $s (JU (“ ; 
¿SB!1!S*“S@SoS+SiSJSSS3SHSbS"SJS%S9$, !"STSSSHS+SISCSFS*S9! #3 (J 


VV V V V 


¿SBSIS&SbS$S"SjS, SHS&SASOSSS*SOl#e (J 
¿SBS3S1S+SiSb22$S+S$S"SCS?$SiShSmS7S/S*4jSSS7S S9!#¿ (J 


youichi takagi <yochy@sa2.so-net.or.jp> 
—-MESSAGE FILE 22831 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000100html.html 


--MESSAGE FILE 22832 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000101html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "shayakawa" <shayakawa@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 29 Apr 1997 15:34:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <01bc54b2$81418d40$38508285@-------- > 
NNTP-Posting-Host: 133.130.80.56 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBOJAOSKOLEY@_DjS7$*S7S$2?S, !"S0!<S1%S/%4ISdS7S?SNSGF~S1D>S7SFSSS*S9!l #3 (J 
¿SBSAScSsSH@_Dj$SGSŠ-SFSŠkS+SJ!)¿ (J 
--MESSAGE FILE 22832 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000101html.html 


--MESSAGE FILE 22833 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000102html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Wed, 30 Apr 1997 01:41:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <336624A5.567A@ymg.urban.or.jp> 
References: <01bc54b2$81418d40$38508285@------—-— > 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


shayakawa wrote: 

> 

> ee ae ee ԱՈ I3/%$jSdS7S?SNSGF~S1ID>S7SFSSS*S9!#¢ (J 
> ¿SBSAScSsSHQ@_DjJSGS-SFSkS+SJ!)¿ (J 


¿$B!!¿ (UMessage-ID¿$BS$SN¿ (UQ ¿ S$SBSN1&B&$, ! "¿ (J-------- ¿SBSKSJSCSFS S9¿ (Մ(՞՞չ 
ISB112255535s5T5e | <% ?!JH>3Q!KSNS*S*SGS9SM!) 5 (J 


ՀՏ8 12 (Jhttp://www.cup.com/negi/msin.html 


é$B!!z(JMS-Internet News; $BSCSF!"z (UMessage-ID¿$BSO8+$ (Տ75ՏՏՏՏՇՏՄՏՉՏԵՏՀ 8: (J 
--MESSAGE FILE 22833 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000102htm1. html 


--MESSAGE FILE 22834 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000103html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Brezza" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testing 

Date: 29 Apr 1997 17:10:52 GMT 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <01bc5440$cdcdfbc0$LocalHost@Libretto20.ppp.bekkoame.or.jp> 

References: <Olbc50be$1e7195e0$4680d2ca@Libretto20.ppp.bekkoame.or.jp> <5jp3h0$312@n 

ewsl.scei.co.jp> <01bc5255Sf6e79080SLocalHost@Libretto20.ppp.bekkoame.or.jp> <336372 
9D.5128@ymg.urban.or.jp> <01bc5370$2cb17080SLocalHost@Libretto20.ppp.bekkoame.or. յք» 
<3364AFB4.65C@ymg.urban.or. յք» 

NNTP-Posting-Host: 202.231.201.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBSVSLSCSDS" !wSYSCS$3S"Sa$G$9z (J 


GSX-R <kouzou@ymg.urban.or.jp> wrote in article 

ee ՆՈՅՆ: 

> 2581) 1 ՏՍՏՍՏՍՏՍՏՍ #2 (J 

> ¿$B!!¿ (JBrezzaz $BS5$sSA$NCO2<S$*S$G!"; dSNAH?$$Nz (JAZITO¿$B$,?-$S$F$$$^$9; (Մ(2Տ58»Ք: (J 
) 
> ¢$B!!2HSN2<$"S$?S4SG2x?MSr:nSCSFSSS*S9!#3 (Մ(՞՞չ 


ESBHAFZH#I#T#HOSOMTSSS@S3SHSOS"S5S*S;SsS, #A#4$GCO2<; (J (¿SBE4; (J) ¿$BAH?%$r1?1D$7$?; (J 
¿SBS3¿ (J 
S SBSHSOS"$4$°S9!*!) ; dSN#H#PSOL@Si$+$JICO2<AH2%SG$9! #8$$ (S SJS55S2SN¿ (J 
¿i SBHH#PSbDCO2<AH?%S+SbDS7S1$%°S;$s!#%3S$%3S%5?!<SM%CSHS, $*G/4sS jSGSbSGS$— aa 
éESBSHS&$SKSISCS$?SiCO2<$+$is4%4% a att SmSPSSSA@SHSSS&SSSKS, SGS—z 


ESBSKSNSGS9! ISTSKSSSCSHSkSsS$8S$c$o$7!)!)!) 18. (J 
> 

> ¢SB!!Ez$ ($O: (JMessage-IDzSBSKS"SjS*S9! #3 (J 

> 

> 


¿SB!!NcSN¿ (UMSIN; SBBP: vSKS"SCS$?!"%S1%8%9%H%jSrdQS (SkJ}K! SGBP= " “O tee 
> ¿$B!!%*%U$G= qS /SH¿( (JLocalHost¿$B$C$F$N$r$D$1$A$c$&$s$G$9!#¿ (J 
¿$B!!$<$s$<$sBP= BhS7SPSJSS>19gŠO; ( (JIQ SBSN1&B&SKSDSSSFS2S3S7S“S9!#¿ (J 


ԵՏՔ !A4A3BP=hS$7SFSISSSH! "SISCS+SN@_Dj$K= Sereno 
ESB! !¢ (JQ SBSN1&B&SK=PSFS?S3jJSbS7S2S9!#;¿ (J 
ԱԱ ԿՆԱ ԱՆ ԱԱ ԱԿԱ WS&SSSGS9S, !# (J 


VVVVVV 


oo ee ` $;$s!*S3SN$S*°S*SG: 987; Y$ (ՏՄՏՏՏԱՏՄՏ1չ (J 
«58535846 035683915752555089: 


ESBHEP HS: (J 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I) 


JohnT wrote: 


Hi, I am posting this on freetalk because there never seems to be any 
replies to technical problems on the 'right' groups for them! 


Ok, today I wanted to do some work on my Yaroze after not doing anything for 
a number of weeks. Since I had used the Yaroze I have re-installed Windows 
98 on my computer. The problem is that when I run Siocons it 'sees' the 
Yaroze once then will not communicate with it even if I re-run Siocons. If I 
reset the Yaroze it does the same thing again. I have tried it on both my 
COM ports and the same thing happens. I even tried YarozeMaster which also 
worked before but seems to do the same as Siocons. Due to it almost working 
every time I reset the Yaroze (not resetting my PC though) I assume it has 
something to do with it and not the PC. Any ideas as to what is wrong? I 
really need to get it working with a new joint project coming up. 


Regards, 
JohntT 


VVVVVVVVVVVVV VV VV 


its not the memory settings of the dos window you're running through is 
it? 


Steve 
—-MESSAGE FILE 2421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01124 


-—-MESSAGE FILE 2422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001125 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Action Replay upload ? 

Date: Thu, 11 Jun 1998 14:21:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <357FD9F3.5F1B@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


is there an easy way of using the Action Replay to upload the executable 
to the Yaroze. I'm using Craigs library fine for all graphics and stuff, 
but its still a bit annoying having to upload the exe over the serial 
link - my exe is around 260k so it takes a while to upload. 


If theres no easy way then pretty convoluted way would be to have a very 


small exe running on the Yaroze which then loads the main executable 
accross the AR link and then executes it - not tried it though. 
Charlie 


—-MESSAGE FILE 2422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01125 


—-MESSAGE FILE 2423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001126 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Thu, 11 Jun 1998 16:52:03 +0100 

Organization: Sony Computer Entertainment Europe 
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ee ee ee 
¿$B%1%9$,Aa$$S$s$G¿ (J 
¿SBSASJS SKS3S1Sb%*%USGS9¢ 
--MESSAGE FILE 22834 END: Տե» yaroze-usenet/00000003-SCEI/ny/test/00000103html1. html 


--MESSAGE FILE 22835 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000104html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testing 

Date: Wed, 30 Apr 1997 17:42:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <336705ED.4261@ymg.urban.or.jp> 

References: <Olbc50be$1e7195e0$4680d2ca@Libretto20.ppp.bekkoame.or.jp> <5 jp3h0$312@n 

ewsl.scei.co.jp> <01bc5255Sf6e79080SLocalHost@Libretto20.ppp.bekkoame.or.jp> <336372 
9D.5128@ymg.urban.or.jp> <01bc5370$2cb17080SLocalHost@Libretto20.ppp.bekkoame.or. յք» 
<3364AFB4.65C@ymg.urban.or.jp> <01lbc5440$cdcdfbc0$LocalHost@Libretto20.ppp.bekkoame 
.ՕԷ.յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Brezza wrote: 


> ¿SB%1%8%9%H%jSO62SmS7S/SFSSS8S1S2S;Ss!*S3SNS*“S*“SG:9%S7;YS (SJSSSNSJSiz(J 
> ¿S$SB$3$N@_Dj$GB39TS$7S2SS$SGS9¿ (Մ 


¿SB!!%*%s=q$-S$S+%*%SU=q$-S+SoS+SCSF$S7S“S&S/SiSSSGS9¿ 
¿$B!!¿ (UNT4.0¿$BSN>1 ԱՆ Ն 0 5 a er Dye 


> GSX-R¿SBS$S5SsSO%S$F%S1%[!<%@%SSGS9S+!)¿ (J 
> ¢$B%1%9$,Aa$S$S$s$Gz (J 
> ¿SBSASJS_SKS3S1Sb%$*%SUSGS9¿ (J 


2$B!!>HS1J|BIF~SCSFS*S9! #2 (J 
ԱԱ ras S 7 S9S9SKS3SHSHB?SSSNSG! "2 (J 
SB! !EEOCBe@ ($$$G$9¢ ¿$B5c¿ (J) 
«MESSAGE FILE 22835 eee net-yaroze-usenet/00000003-SCEI/ny/test/00000104html1.html 


--MESSAGE FILE 22836 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000105html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Karakama <kama@pluto.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Thu, 01 May 1997 01:20:01 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33677131.5454@pluto.dti.ne.jp> 

Reply-To: kama@pluto.dti.ne.jp 

NNTP-Posting-Host: 203.181.70.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBSISs$+5-;v$,EJIFSSSISKSNSK!"; ~4V$,$+S+S$kSMz (J 
ESBEb3y2 (J ¿$B42<y¿ (J (Karakama Hiroki) 

mailto:kama@pluto.dti.ne.jp 

—-MESSAGE FILE 22836 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000105html1l-.html 


--MESSAGE FILE 22837 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000106html.htm 


Net Yaroze newsgroups message dump.txt Page 15292 


1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: Youhei Takada <96r838@white.cc.sci.toho-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: =?1s0-2022-jp?B?GyRCM1g50yOrJGkkTiVGIJTk1SCRHJDkbKEo=?= 
Date: Thu, 01 May 1997 12:33:28 -0700 

Organization: TOHO University 

Lines: 2 

Message-ID: <3368F008.2066@white.cc.sci.toho-u.ac.jp> 
Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.16.216.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


ESBIDEDSGS9! #2 (J 
ESBS ?S$VSs; ]$/8@SCSFSISSSGS7Sg$&¢ (J 
--MESSAGE FILE 22837 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000106html1. html 


--MESSAGE FILE 22838 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000107html.htm 
Լ 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: Youhei Takada <96r838@white.cc.sci.toho-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso0-2022-jp?B?GyRCM1g50yOrJGkkTiVGJTk1SCRHJDkbKEo=?= 
Date: Thu, 01 May 1997 12:35:07 -0700 

Organization: TOHO University 

Lines: 2 

Message-ID: <3368F06B.2C91@white.cc.sci.toho-u.ac.jp> 

Reply-To: 96r838@white.cc.sci.toho-u.ac.jp 

NNTP-Posting-Host: 202.16.216.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


ESBIDEDSGSO! 4. (J 
ESBS ?S$VS$s; ]$/8@SCSFSISSSGS7Sg$&¢ (J 
—-MESSAGE FILE 22838 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000107html1l. html 


--MESSAGE FILE 22839 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000108html.htm 
1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: Youhei Takada <96r838@white.cc.sci.toho-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCUGIkJjJBsRVk1LRiUS5JUgbKEo=?= 
Date: Thu, 01 May 1997 12:41:22 -0700 

Organization: TOHO University 

Lines: 5 

Message-ID: <3368F1E2.A94@white.cc.sci.toho-u.ac.jp> 
Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.16.216.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01Gold (WinNT; I) 


ESBSISé&$b!"@_Dj$, $h$/So$+Sissl#e (J 
¿SBAwSiS1SFSkSH;WS&SsSQ@S1SI!&!&!&!&!&!&!#¿ (J 


¿$B9DbEDMNJ 2 ¿ (J 
—-MESSAGE FILE 22839 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000108html.html 


--MESSAGE FILE 22840 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000109html.htm 
1 
Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 


From: Youhei Takada <96r838@white.cc.sci.toho-u.ac.jp> 
Newsgroups: playstation.ny.test 
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Subject: Re: =?iso-2022-jp?B?GyRCJGIkJjJBSRVkKLRiU5JUgbKEo=?= 
Date: Thu, 01 May 1997 12:42:30 -0700 

Organization: TOHO University 

Lines: 8 

Message-ID: <3368F226.59DF@white.cc.sci.toho-u.ac.jp> 
References: <3368F1E2.A94@white.cc.sci.toho-u.ac.jp> 
Reply-To: kazta-ta@aix.or.jp 

NNTP-Posting-Host: 202.16.216.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


Youhei Takada wrote: 
> 
ESBSIS&Sb!"@_Dj$, Sh$/S$oS+SiS$s!#e (J 


> 
> ¿SBAwSiSl1SFSkSH;WS&SsS@Sl1SI!&!&!&!&!&!&!# (J 
> 
> 


2 SBODEDMNJ? ¢ (J 


2$BS1S9SNSFS9%HSGS9! #2 (J 
—-MESSAGE FILE 22840 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000109htm1l. html 


--MESSAGE FILE 22841 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000110html.htm 
al; 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: "Goto-TA" <goto-h@seagull.cs.uec.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: 1 May 1997 05:14:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5k98rnSpup@newsl.scei.co.jp> 

References: <5jsl18a$71ln@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.153.167.106 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hiroshi Goto <goto-h@seagull.cs.uec.ac.jp> wrote in article 
<5jsl8a$71ln@newsl.scei.co.jp>... 

> ¿S$B0-L>9b$$¿ (JInternet News; SBSGSN%F%9%HSGS92 (J (*0%; zSB! #2 (J 
> ¿SBS*SjSc!#¿ (J 

> -- 

> — Hiroshi Goto goto-h@seagull.cs.uec.ac.jp 


éESBSG!"¢ (INTE SBSGSNSFS9SH! #3 (J 
ESBSOSE&SSSS2C8:SKSTSFS'!Azg (U(¿SBN ¿ (J) 


--MESSAGE FILE 22841 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000110htm1. html 


--MESSAGE FILE 22842 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000111html.htm 
als 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: writing test 

Date: Thu, 01 May 1997 18:57:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3368691C.458D@ymg.urban.or.jp> 

References: <5jsl8a$71ln@newsl.scei.co.jp> <5k98rnSpup@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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Goto-TA wrote: 


> ¿SBSG!"¿ (INTZSBSGSNSF%9%SH! #2 (J 
> ¿SBSbS&SS$SSS2C8:SKST7SFS'IA¿ (J (zSBN%2 (J) 


ԵՏՔ !S$&S*S/SSSCSFS*S9SSSG!"N*SrSUSSSFS/S@S5$$¢ (Մ(՞՞չ 
—-MESSAGE FILE 22842 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000111html1-.html 


--MESSAGE FILE 22843 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000112html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!co 
From: co@innocent.com 

Newsgroups: playstation.ny.test 

Subject: check 

Date: 1 May 1997 12:45:19 GMT 

Organization: Just personal 

Lines: 4 

Message-ID: <5ka38vSquj@newsl.scei.co.jp> 
NNTP-Posting-Host: 130.158.80.123 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: gn [Version 1.34 Mar.1,1996 (Unix) ] 


2$B! !Ej9FItd, $NFO:n%A%'%C%/z (B 


¿SBS3SZ$k¿ (B 
—-MESSAGE FILE 22843 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000112html.html 


--MESSAGE FILE 22844 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000113html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 


Subject: =?1ISO-2022-JP?B?GyRCUCIkbCRsGyhK?= 

Date: 1 May 1997 16:12:34 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <01bc5649$dccl7acO$LocalHost@sat.ga2.so-net.or. յք» 
NNTP-Posting-Host: 210.132.191.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBSa%C%$;!<%8¿ (JIDESBS, S*S+S7SSST!#S3S1SGSIS*S$CS$?S+!) 2 (J 


(ee) Le Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
--MESSAGE FILE 22844 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000113htm1.html 


--MESSAGE FILE 22845 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000114html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 


Subject: =?1ISO-2022-JP?B?UmU6IBskOQiQiJGwkbBsoSg==?= 
Date: 1 May 1997 16:22:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <5kag0iSrll@newsl.scei.co.jp> 
References: <0O1lbc5649$dccl7ac0O$LocalHost@sat.ga2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.191.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBESHAHT! 32 (J <sat@ga2.so-net.or.jp> wrote in article 


Net Yaroze newsgroups message dump.txt Page 15295 


<01bc5649S$dccl7acO$LocalHost@sat.ga2.so-net.or.jp>. 
> ¢$B%a%C%; !<%8¢ (UID; SBS, S*S+S7SSSJ13S3S1SGSJS*SCS2S+!) 
> 


ESBS*$@S@Saz (Մ (T-T) ¿SBS7S+SbJQSJSHS3SK=qS$S$SAScSCS?S7!#¿ (J 


)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 22845 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000114html-. html 


--MESSAGE FILE 22846 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000115html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: katsu@softwave.co.jp (¿ ¿°¿q) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 02 May 1997 01:31:25 +0900 

Organization: ¢}éec{¢Bzlibig 

Lines: 4 

Message-ID: <katsu$892b19970502013125@news1.scei.co.jp> 
NNTP-Posting-Host: 202.228.84.7 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.018 (UNREGISTERED) 


2 SBSF%9SHS@Sh! #2 (B 


¿$B4*J<1R¿ (B katsu@softwave.co.jp 
-—-MESSAGE FILE 22846 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000115html.html 


--MESSAGE FILE 22847 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000116html.htm 
1 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 

From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 1 May 1997 17:09:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5kainrSrpa@newsl.scei.co.jp> 

References: <5 j5dga$2dl@newsl.scei.co.jp> <33574ACE.3CA7@ymg.urban.or.jp> <5j82gtS8v 
c@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.212.26.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB#O#u#t#l#o#o#kSO;HS$(Ss!*;¿ (J 
¿SB#T#E#S#T¿ (J 


--MESSAGE FILE 22847 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000116html.html 


--MESSAGE FILE 22848 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000117html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “Hiroyuki Nakayama" <hiro999@japan-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 1 May 1997 17:19:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5kajb7Srpa@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.212.26.179 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 
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X-Newsreader: Microsoft Internet News 4.70.1161 
¿SBFs=EEPO?S5S$S1Sk!&!&!&!#¿ (J 


¿$B$J$<!)¿ (J 
¿SBSFS9SH!#¿ (J 


--MESSAGE FILE 22848 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000117html.html 


--MESSAGE FILE 22849 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000118html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCM1g50yOrJGkkTiVGJTkISCRHJIDkbKEo=?= 

Date: Fri, 02 May 1997 04:43:37 +0900 

Organization: Japan 

Lines: 9 

Message-ID: <3368F269.D14869B2@aix.or.jp> 

References: <3368F06B.2C91@white.cc.sci.toho-u.ac.jp> 

NNTP-Posting-Host: 202.208.35.210 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b3 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Youhei Takada wrote: 

> 

> ¢SBObEDSGS9! #3 (J 

> ¢SBS?SVSs;]$/8@SCSFSISSSGS7Sg$&¢ (J 


éSBS"$1!) 3X9; $GSOAW? . $GS—-SFSIS$$H; WSCS$ ?SNSKz (J 
ESBAwWSISFSk! #2 (J 


ESBSIS<S$@!) (J 
—-MESSAGE FILE 22849 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000118html1-. html 


--MESSAGE FILE 22850 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000119html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkbCRsGyhK?= 

Date: Fri, 02 May 1997 19:00:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <3369BB37.6435@ymg.urban.or.jp> 

References: <0O1lbc5649S$dccl7ac0O$LocalHost@sat.ga2.so-net.or.jp> <5kag0iS$rll@news1l.sce 
i.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!1%1%8%9%H%jSrS$SS8SiSJSS8BSjJ!"%*%s=qS$S-SH%*%SU=qS-SN6hJLS,SGS-S S9¿ (J (“ °; 


¿SB!!@ —D3j5S95157SFSS5SJ$S>19gsO!"% sšM%SCSHS%o!<% 5 Ց Լ _DIS7$2¢ 
¿SB!!<+J, SNSQS=S3SSSNL>ANS*SGSOS+S4S*S9!#e (J 
--MESSAGE FILE 22850 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000119html.html 


--MESSAGE FILE 22851 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000120html.htm 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 


Subject: =?ISO-2022-JP?B?UmU6IBskOiQiJGwkbBsoSg==?= 
Date: 2 May 1997 13:07:10 GMT 
Organization: PlayStation Net Yarouze 
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Lines: 12 

Message-ID: <5kcotuSlp2@newsl.scei.co.jp> 

References: <0O1lbc5649S$dccl7acO$LocalHost@sat.ga2.so-net.or.jp> <5kag0iS$rll@newsl.sce 
i.co.jp> <3369BB37.6435@ymg.urban.or.jp> 

NNTP-Posting-Host: 210.132.190.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


> ¿SB!!%S1%8%9%SH%jS$SrSSS8SiSJSS8BSjJ!"%*%s=q$-$SH%*%U=q$-SN6hJLS$,SGS-S*S9¿ (Մ(՞՞չ 


LocalHost z¢$BSCSF%d%DSGS9OSM! #¢ (J 
ESBSASCSH#M#SH#I#NSGSN%aASCS; !<%S8#I#DSN8+J)S,2rSCS?SSSGS9Sh (Մ (^^; 


¿SBS351S,%1%8%9%SH%j)JSrSSSBSC$S?7k2LSJSsSGS9SS, !"S*S@S*S+S7SSShS&SJ5SS, !#¿ (J 
¿SB$3S10J>eSOSIS&S7ShS&Sb$SJSSSsSGS9S+SM!#S3S1$SGLdBjJS$SJSSShS&SJSiNISSSsSGS$9S$, !#¿ (J 


i feo Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


--MESSAGE FILE 22851 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000120html.html 


--MESSAGE FILE 22852 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000121html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJCIkbCRsGyhK?= 

Date: Sat, 03 May 1997 09:23:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <336A8577.4CF0@ymg.urban.or.jp> 

References: <01bc5649S$dccl7ac0O$LocalHost@sat.ga2.so-net.or.jp> <5kag0iS$rll@news1l.sce 
1.Շօ.յք» <3369BB37.6435@ymg.urban.or.jp> <5kcotuSlp2@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB#S#A#T!%¿ (J wrote: 


> LocalHost ¿SBSCSF%d%sDSGS9SM!#¿ (J 
> ESBSASCSH#M#S#I#NSGSNSaA%SC%; !<S8#I#DSN8+J)S,2rSCS?SsSGS9Sh¿ (J (^^; 


¿SB!!S$S=$&S$GS9!#;¿ (J 
¿S$ŠB!1%1%8%S9%SH%jS$SrS$SS8$iSJSSBP:vSN>19g!"%*%USG=q$/SH¿ (ULocalHost¿Š$BS$HSSS&¿ (J 
¿$B!!J8; zNs$, I, $:=q$+$1$^$9!#¿ (J 


> ¿S$SBS3S1S,%1%8%9%H%jS$SrSSSBSCS?7k2LSJSsSGS9S, !"S*S@S*S+S7SSSHSESISSS, !#¿ (J 
> ¿SBS3S10J>eSOSIS&S7ShS&SbSJSSSsSGS9S+SM!#S3S1SGLdBJSJSSShS&SJSiNISSSSSGS9S, !#¿ (J 


¿SB!!@5S7SS¿ (UMessage-ID¿SBSHSO!":; (IQ SBSN1L&B&SKS=SN; (JUMessage¿SBSr%S%Ss%?!<%M%CSHSK¿ 
(J 
¿SB!!AwSjJ=PS7S?%5!<%SPL>!":8B&SOSJSSS+SOSAScCcSOSAScS7S2J8;zNsSKSJSjJS*S9SNSG¿ (J 
¿SB!!Bg>fIWSGS9!#;¿ (J 

--MESSAGE FILE 22852 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000121html.html 


--MESSAGE FILE 22853 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000122html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "chataro" <chataro@avisnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP ?B?GyRCJEYkOSRIGyhK?= 

Date: 4 May 1997 13:59:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 
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Message-ID: <01bc5893$ba072b00S20c8f7ca@chataro.nag.avisnet.or.jp> 
NNTP-Posting-Host: 202.247.200.32 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SBQ_Dj$rJQŠS (S?SNSGSFS9SH! #2 (J 
ESBSAScSSSHFISaSFS*S9S+!)¢ (J 
—-MESSAGE FILE 22853 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000122html1-.html 


--MESSAGE FILE 22854 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000123html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: zzr1100@da.mbn.or.jp (Z2ZR1100) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 05 May 1997 00:06:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <zzr1100$9f7019970505000620@news1.scei.co.jp> 
NNTP-Posting-Host: 133.1.48.3 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


This is test. 


¿SBOKF#!!M:01¿ (5 zzr1100@da.mbn.or.jp 
—-MESSAGE FILE 22854 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000123html.html 


--MESSAGE FILE 22855 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000124html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 4 May 1997 22:21:41 GMT 

Organization: =?ISO-2022-JP?B?GyRCOEQ/TRsoSg==?= 
Lines: 1 

Message-ID: <5k j251Sal7@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.171 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


test 
—-MESSAGE FILE 22855 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000124html1. html 


--MESSAGE FILE 22856 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000125html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 4 May 1997 22:22:20 GMT 

Organization: =?ISO-2022-JP?B?GyRCOEQ/TRsoSg==?= 
Lines: 1 

Message-ID: <5kj26sSal7@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.171 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


test 
—-MESSAGE FILE 22856 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000125html1l-html 
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--MESSAGE FILE 22857 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000126html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Katsuya Higuchi" <bugbear@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 4 May 1997 22:23:32 GMT 

Organization: =?ISO-2022-JP?B?GyRCOEQ/TRsoSg==?= 
Lines: 1 

Message-ID: <5kj294Salg@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.171 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB%F%9%H;¿ (J 
—-MESSAGE FILE 22857 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000126html1-. html 


--MESSAGE FILE 22858 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000127html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEYkOSRIGyhK?= 

Date: Mon, 05 May 1997 23:11:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <336DEA90.79DB@ymg.urban.or.jp> 

References: <0O1lbc5893Sba072b00S20c8f7ca@chataro.nag.avisnet.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


chataro wrote: 

> 

> ¢SB@_DjSrJQS (S?SNSGSFS9SH! #2 (J 
> ¿$B$A$c$s$HFI$a$F$^$9$+!)¿ (J 


é$B!!FISaSFS*S9SHIA: (J 
--MESSAGE FILE 22858 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000127html.html 


--MESSAGE FILE 22859 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000128html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUEgkJIJyQ5JEGbKEo=?= 

Date: Tue, 06 May 1997 09:17:46 +0900 

Organization: Shiga-u 

Lines: 7 

Message-ID: <336E78AA.1237@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSFSISHSTSSSGSO!#S9S S*S;Ssl#e (J 
ESB70L>$, !VSHS'SOSH!WSISNSO! "TaDLSKz (Jtestz$SBSH=q$-$?S/SIS+SCS?S@S1SGS9!#¢ (J 
¿$BGO</$+$3$$$D!) $H; W$0o$1$?J}!"$=$N$H$&$j$G$9!"$9$_$^$; $s!#a (J 


E-mail¿$B!'¿ (J u6002@ug.sue.shiga-u.ac.jp T.Ashida 
--MESSAGE FILE 22859 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000128html.html 
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--MESSAGE FILE 22860 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000129html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEgkJyQ5JEgbKEo=?= 
Date: Tue, 06 May 1997 09:20:25 +0900 

Organization: Shiga-u 

Lines: 11 

Message-ID: <336E7949.1AF8@ug.sue.shiga-u.ac.jp> 
References: <336E78AA.1237@ug.sue.shiga-u.ac. յք» 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


-Ashida wrote: 


ESBSFSISHSTISSSGS9!#S9S_S*S;Ssl#e (J 
ESB70L>$, !VSHS'S9SH!WSISNSO! "TaDLSKz (JUtest; $B$H=q$-$?$/$J$+$CS$S?$S@S1SGS9!# (J 
¢ SBGO</$+S$3SSSD!) $H;WS0$1$?T} !"S=SNSHSESISGS9!I"S9S S*S;Ss!#3 (J 


VVVVH 


¿S$B<+J, $G<+J, $K%U%) $m! <5-; vSr=qSSSFS$$*S9!#GO</SGS9SM! #3 (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp T.Ashida 
—-MESSAGE FILE 22860 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000129html. html 


--MESSAGE FILE 22861 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000130html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCPDpHVCEpGyhK?= 

Date: Tue, 06 May 1997 09:25:53 +0900 

Organization: Shiga-u 

Lines: 7 

Message-ID: <336E7A91.CF6@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBChS [$15-; vSrEJIFS7$S?2$i1<:GTS7TSFS7S*°SS$°S$7$?!#e (J 
¿SBSISJS?S+LBOGS+S1SFS7S“SSS“S7S?291iS9SS_S*S;Ss!#; (J 
¿SBSHSjJS"S (S9SaS2S:SK%sA%sc%Sl1%s%8!"SGSbS%“S?<:GTS7S?Si!&!&!&!&!&!&!&!#¿ (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp T.Ashida 
—-MESSAGE FILE 22861 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000130htm1. html 


--MESSAGE FILE 22862 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000131html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 06 May 1997 09:38:03 +0900 

Organization: Shiga-u 

Lines: 4 

Message-ID: <336E7D6B. 6DAA@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 
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Lines: 18 

Message-ID: <357FFD23.F5671FD5@scee.sony.co.uk> 
References: <357FD9F3.5F1B@livemedia.co.uk> 
NNTP-Posting-Host: camfw0l1.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


is there an easy way of using the Action Replay to upload the executable 
to the Yaroze. I'm using Craigs library fine for all graphics and stuff, 
but its still a bit annoying having to upload the exe over the serial 
link - my exe is around 260k so it takes a while to upload. 


V V V V 


You can find Action Replay replacement roms (it's flashable) at 
http://napalm.intelinet.com/ 


The two available, Caetla and Ez-O-Ray (read it backwards) Doth have 
PC programs to upload data and programs to the Yaroze. It's 
VERY fast. 


The only problem is that they run true EXE files, not the ECOFF files 
that the GNU compiler outputs. There is a converter available though. 


Cheers, 


James 
—-MESSAGE FILE 2423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01126 


-—-MESSAGE FILE 2424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001127 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Interesting memory card fault 
Date: Thu, 11 Jun 1998 17:27:11 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <3580055F.7B8F3F08@ndirect.co.uk> 
References: <357C8169.9A5E5COA@compuserve. com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-44.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nick Slaven wrote: 


I had something unusual happen on my playstation. One of my memory cards 
started to malfunction, unfortunatley it was one with all my Gran 

Turismo data on it :(, fortunately I managed to copy it before it went 
completely bertie :). 

Anyway the malfunction was weird, as the memory card seemed to completely 
cock up the controller readings, ie when switching on the playstation 
without a disk in it, it would keep flicking from the memory/cd selection 
screen to the memory card managment screen and back again as if the X 
were being tapped continually. 

This has got me thinking that the memory cards and controllers are all 
linked by one serial address and data bus, having now pulled apart my 
memory card, this appears to be true. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Yes, I beleive this is true. When connecting a multi-tap, the memory card 
has to be removed from it's normal slot (as the slot is obscured by the 
multi-tap's plug) and inserted into socket 1 on the multi-tap. This works 
for software (including the Yaroze libs) which doesn't even recognise the 
multi-tap. i.e. a memory card can be read/written to through a controller's 
socket! 
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¿SBS=SNS*S$SsS %¿ (ItestzSBSG$9! #2 (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp 
—-MESSAGE FILE 22862 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000131html1-.html 


--MESSAGE FILE 22863 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000132html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 06 May 1997 09:41:20 +0900 

Organization: Shiga-u 

Lines: 5 

Message-ID: <336E7E30.5530@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS=SNS*S$s$%¢ (JUtest;¿SBSGS9!#¿ (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp 
—-MESSAGE FILE 22863 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000132html1-.html 


--MESSAGE FILE 22864 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000133htm1l.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 06 May 1997 09:44:10 +0900 

Organization: Shiga-u 

Lines: 5 

Message-ID: <336E7EDA.38AB@ug.sue.shiga-u.ac.jp> 
NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBS=SNS*S$s$%¢ (ItestzSBSG$9! #2 (J 


E-Mail: u6002@ug.sue.shiga-u.ac.jp 
—-MESSAGE FILE 22864 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000133html1.html 


--MESSAGE FILE 22865 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000134html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEgkJyQ5JEgbKEo=?= 
Date: Tue, 06 May 1997 18:13:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <336EF646.245B@ymg.urban.or.jp> 
References: <336E78AA.1237@ug.sue.shiga-u.ac.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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-Ashida wrote: 


ESBSFSISHSISSSGS9O!#S9S_S*S;Ss!#2 (J 
2 SB70L>$, ! VSHS$'S9SH!WSISNSO! "IaDLSKz (Jtest¿$B$H=q$-$?$/$J$+$C$?$@$1$G$9!#¿ (J 


VVVH 


£SB!!S=SNOUSSSANIS7!*¢ (J 


> ~SBGO</$+$3S$SD!) $H;WSoS1$?J}!"S=SNSHS&SjISGSO!I"SOS_S*S;Ss!#2 (J 


¿SB!!Bg>fIWSGS9!#¿ (J 
—-MESSAGE FILE 22865 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000134html1-.html 


--MESSAGE FILE 22866 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000135html.htm 
1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 
From: "T.Ashida" <u6002@ug.sue.shiga-u.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCUF4kPxsoSnR1c3Q=?= 

Date: Wed, 07 May 1997 13:35:00 +0900 

Organization: Shiga-u 

Lines: 5 

Message-ID: <33700674.425F@ug.sue.shiga-u.ac.jp> 

Reply-To: u6002@ug.sue.shiga-u.ac.jp 

NNTP-Posting-Host: 133.102.220.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


E$BS*%S$?¢ (JItestzSBSGS9! #2 (J 


E-Mail: u6002@us.sue.shiga-u.ac.jp 
—-MESSAGE FILE 22866 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000135html1.html 


--MESSAGE FILE 22867 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000136html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: EATING! 

Date: 7 May 1997 14:04:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <0Olbc5Sade$f0da2900SLocalHost @hyakuka2> 
NNTP-Posting-Host: 202.229.177.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


SUSHI GEISHA FUJIYAMA 
¿SBS9S7¿ (J ¿$B7]<T¿ (J ESBIY;N; 32 (J 


ESBS"S!LESIS"!L#SFSOSFSO! 61861818: (J 
-—-MESSAGE FILE 22867 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000136html1. html 


--MESSAGE FILE 22868 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000137html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: EATING! 

Date: Wed, 07 May 1997 23:10:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33708D65.5E21@ymg.urban.or.jp> 
References: <OlbcSade$f0da2900SLocalHost @hyakuka2> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.89 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


YAKU wrote: 


> 

> SUSHI GEISHA FUJIYAMA 

> ¿S$BS9S7¿ (J ¿$B7]<T¿ (J ¿SBIY;N;3¿ (J 
> 

> ¿SBS"S!!&S!S"I#SFS9SFS9!&!&!&!#¿ (J 


¿$B!!¿ (JsceezSBSNz (Jtest¿ $B$G$dA$k$H<u$1$k$+$b$7$1$^$; $s (Մ(՞՞չ 


ESB! !S3SASiSbDSISES>! #2 (J 
http://www.cup.com/negi/msin.html 
—-MESSAGE FILE 22868 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000137html1l.html 


--MESSAGE FILE 22869 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000138html.htm 
Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: EATING! 

Date: 7 May 1997 15:07:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <0Olbc5Saf8$0cb04880SLocalHost @hyakuka2> 
References: <Olbc5Sade$f0da2900SLocalHost @hyakuka2> 
NNTP-Posting-Host: 202.229.177.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<OlbcSade$f0da2900SLocalHost@hyakuka2>... 

> SUSHI GEISHA FUJIYAMA 

¿SBS9S7¿ (J ¿$B7]<T¿ (J ¿SBIY;N;3¿ (J 


¿SBSTSII&SISTIRSFS9S9FPS9161&!I&l1#¿ (J 


VV V V 


¿SB$SASgSCSH$F%9%H;¿ (J 


--MESSAGE FILE 22869 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000138html.html 


--MESSAGE FILE 22870 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000139html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: 7 May 1997 15:11:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <0Olbc5Saf8$a8c05ee0$SLocalHost @hyakuka2> 
NNTP-Posting-Host: 202.229.177.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


TEST 
—-MESSAGE FILE 22870 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000139html.html 
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--MESSAGE FILE 22871 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000140html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 7 May 1997 15:18:29 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <Olbc5Saf9$5f4d76c0S$8bble5ca@hyaku.lyra.vega.or. յք» 
References: <OlbcSaf8Sa8c05ee0$LocalHost@hyakuka2> 
NNTP-Posting-Host: 202.229.177.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<Olbc5af8Sa8c05ee0$LocalHost@hyakuka2>... 

> TEST 

> 


TEST 
—-MESSAGE FILE 22871 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000140html1-. html 


--MESSAGE FILE 22872 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000141html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 7 May 1997 15:18:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01lbc5af9$791977c0S8bble5ca@hyaku.lyra.vega.or.jp> 
References: <Olbc5Saf8$a8c05ee0$LocalHost @hyakuka2> 
NNTP-Posting-Host: 202.229.177.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<Olbc5af8Sa8c05ee0$LocalHost@hyakuka2>... 

> TEST 

> 

TEST 

—-MESSAGE FILE 22872 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000141html1-.html 


--MESSAGE FILE 22873 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000142html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 7 May 1997 15:26:59 GMT 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <0OlbcSafa$c3b871le0S$8bble5ca@hyaku.lyra.vega.or.jp> 

References: <OlbcSaf8Sa8c05ee0$S$LocalHost@hyakuka2> <Olbc5af9$791977cO0OS8bble5ca@hyaku 
.lyra.vega.or.jp> 

NNTP-Posting-Host: 202.229.177.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 
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YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<Olbc5af9$791977cOS8bbleS5ca@hyaku.lyra.vega.or.jp>... 
> 


YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<Olbc5af8Sa8c05ee0$LocalHost@hyakuka2>... 

> TEST 

> 

TEST 


VV VV V V V 


¿SB%$*%s%i%$S$S%sSG=q$$S?$NSK%Sm!<%+%$k%$[%9%H$@$CS?!#;¿ (J 
¿S$BS=$Ss$JSbS$SNSŠSJSN!) չ (J 


éESBSUS%!<!"S*°S?; XE&S5SS1S?SNS@; (J (ToT) 
¿SB3X=, Շ-ԱՕՏ, $JSSSM; (J 
—-MESSAGE FILE 22873 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000142html.html 


--MESSAGE FILE 22874 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000143html.htm 
Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "YAKU" <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 7 May 1997 15:33:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <0OlbcSafb$b3c2a3e0$8bble5ca@hyaku.lyra.vega.or. յք» 

References: <0OlbcSaf8Sa8c05ee0$SLocalHost@hyakuka2> <01lbc5af9$791977c0OS8bble5ca@hyaku 
.lyra.vega.or.jp> 

NNTP-Posting-Host: 202.229.177.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<Olbc5af9$791977cOS8bbleS5ca@hyaku.lyra.vega.or.jp>... 
> 


YAKU <hyaku@ka2.so-net.or.jp> wrote in article 
<Olbc5af8Sa8c05ee0$LocalHost@hyakuka2>... 

> TEST 

> 

TEST 


VVVVVVV 


¿SBS"S1!)¿ (J 
ESBSbDS&OLEY#THEFS#HT? (J 
—-MESSAGE FILE 22874 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000143html.html 


--MESSAGE FILE 22875 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000144html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: Thu, 08 May 1997 13:15:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33715363.23F8@ymg.urban.or.jp> 

References: <0OlbcSaf8Sa8c05ee0$LocalHost@hyakuka2> <01lbcS5af9$791977cO0S8bble5ca@hyaku 
.lyra.vega.or.jp> <OlbcSafaSc3b871le0S8bble5ca@hyaku.lyra.vega.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.60 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


YAKU wrote: 


> ESB%*Ss%iSS$SsSG=qSSS?SNSKSm! <S+3k% [S9SHSASCS?! He (J 
> ~SBS=SsSJISbSNSJSN!) ¢ (J 


¿SB!!S"S“Sj5S$SSKS7SJSSS[S&S,SSSSSGS9¿ (Մ(՞՞չ 
—-MESSAGE FILE 22875 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000144html.html 


--MESSAGE FILE 22876 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000145html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: PXH04616@niftyserve.or.jp (Sazanta) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUQhPCVrS1lEkKKCQ/JCskaSVGJTk1SBsoQg==?= 
Date: Thu, 08 May 1997 23:55:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <PXH04616$33d919970508235506@news1.scei.co.jp> 
NNTP-Posting-Host: 202.235.203.236 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


internet news;$BS$,$*$+S7S/S$JISC$S?$+Si!"%SD!<%SkJIQS (S$?SNSG!"=q$-9~S_SFS9SHz (B 


Sazanta PXH04616@niftyserve.or.jp 
—-MESSAGE FILE 22876 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000145html1l-.html 


--MESSAGE FILE 22877 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000146html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: koiso <koiso@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUYLOSVIJEckORsoSg==?= 
Date: Fri, 09 May 1997 22:30:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <337326ED.39FD@ta2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.133.16 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (Win95; I) 


ESBS?S@SSS%2 (J ¿$BEP9;¿ (J ¢SB!J8m"*@5! &E VIF! KSNSGS9SHCFEE (J 
¿SBSAScCSsSHSDSSS?S+SJ!)¿ (J 


koiso@ta2.so-net.or.jp 
—-MESSAGE FILE 22877 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000146html1. html 


--MESSAGE FILE 22878 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000147html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: okabe@jomon.or.jp (OKABE Hiroyuki) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUYLOSVIQ2YDKEI=?= 

Date: Sun, 11 May 1997 02:13:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <okabe$ead219970511021340@news1.scei.co.jp> 
NNTP-Posting-Host: 202.225.130.103 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 
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ա 


ESBSHS$/SoO$+SiSISSSN$G!"SFS9SHSTSFS*S9! He (1 


OKABE Hiroyuki okabe@jomon.or.jp 
—-MESSAGE FILE 22878 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000147html-. html 


--MESSAGE FILE 22879 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000148html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: CommunicatorBeta4's Test 

Date: Sun, 11 May 1997 04:21:01 +0900 

Organization: Japan 

Lines: 6 

Message-ID: <3374CA9D.7ECO35FE@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.41 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Communicator; SBSN&BH4S, =PS?SNSG; (J 
2 SBOL1~SFS93H! #2 (J 


¿SBSJSsS+ShS$S/SJS+SCS?$SiS4;XE&2<S5SS!#¿ (J 


¿$B9DbEDMNJ 2 ¿ (J 
—-MESSAGE FILE 22879 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000148html.html 


--MESSAGE FILE 22880 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000149html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: CommunicatorBeta4's Test 

Date: Sun, 11 May 1997 04:23:46 +0900 

Organization: Japan 

Lines: 12 

Message-ID: <3374CB42.1D1B7A5@aix.or.jp> 

References: <3374CA9D.7ECO35FE@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.41 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Youhei TAKADA wrote: 


Communicator: SBSN&BH4S, =PS?SNSG; (J 
2 SBOL1~SF%93H! #2 (J 


¿SBSJSsS+ShS$S/SJS+SCS?$SiS4;XE&2<S5SS!#¿ (J 


VV VV V V V 


¿SB9DbEDMNJ 2 ¿ (J 


¿SBS1S9SN%SF%S9%HSGS9!#¿ (J 


¿Š$B9DbEDMNJ 2 ¿ (J 
--MESSAGE FILE 22880 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000149html.html 


--MESSAGE FILE 22881 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000150html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: CommunicatorBeta4's Test 

Date: Sun, 11 May 1997 04:45:55 +0900 

Organization: Japan 
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Lines: 15 
Message-ID: <3374D073.BCBC48D5@aix.or.jp> 

References: <3374CA9D.7ECO35FE@aix.or.jp> <3374CB42.1D1B7A5@aix.or.jp> 
NNTP-Posting-Host: 202.208.35.41 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SBC/$+!$¿ (JCommunicator;: $B&BF4$r; HSCSFSSSK?MSSS*S9S+!) 3 (J 


ESBSIS&S$b%3%s8%] !<%6!SSHSVSIiSES6SND4;RS, աՆ. 
¿$B2?$, $h$/$J$S$C$F!S%m!<%+%k%^%7!<%s>e$N#H#T#M#LS, ¿(J 
ESBFIS_9~SaS*S;Ss!#¢ (J 


E SB%V%i%&%6ŚG8+$k$H%$%a!<%8$H$7$FI=<($9$k$7!$; (J 
¿SB%3%s%$]!<%6$G8+$k$H!V$3$1SO#H#T#M#LS8ScSJSS!*!WŠH¿ (J 
E 


¿SBKh2s%St%!!<%s8%g%s%s"% ԱԱ a ՏՏՏԱՏՅՏՈՏ, ¿(J 
ISBA)S( (SFSSS/SH; WS&SNSO; ds@s1!) 


2 SBObDEDMNI? ¿ (J 
-—-MESSAGE FILE 22881 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000150html1-.html 


--MESSAGE FILE 22882 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000151html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: tcalling@osk2.threewebnet.or.jp (Kobayashi Katsuomi) 

Newsgroups: playstation.ny.test 

Subject: TEST 
Date: 11 May 1997 19:16:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5155v1S$3ta@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.201.52 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ESB! !SFS9SHSGSO! #3 (B 


/* Kobayashi Katsuomi ¿$B8ENS9n?C¿ (B 
E-Mail: tcalling@osk2.threewebnet.or.jp 
WWW : http://www.osk.threewebnet.or.jp/~tcalling 
X68030, IBM-PC/AT Compatible, NetYaroze KZA 


--MESSAGE FILE 22882 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000151html.html 


--MESSAGE FILE 22883 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000152html.htm 
als 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
From: tcalling@osk2.threewebnet.or.jp (Kobayashi Katsuomi) 
Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 11 May 1997 19:20:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <515665$3ta@newsl.scei.co.jp> 

References: <5155v1$3ta@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.201.52 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


In article <5155v1S3ta@newsl.scei.co.jp>, tcalling@osk2.threewebnet.or.jp 
says... 
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>¢SB!!SFS9SHSGS9O!#¢ (B 

2S$B! !3U%) 3m! <SNSFS9SHSGS9! #3 (B 

/* Kobayashi Katsuomi ¿$B8ENS9n?C¿ (B 
E-Mail: tcalling@osk2.threewebnet.or.jp 
WWW http://www.osk.threewebnet.or.jp/~tcalling 
X68030, IBM-PC/AT Compatible, NetYaroze * / 


——MESSAGE FILE 22883 END: 


——-MESSAGE FIL 
1 

Path: chuka.p 
From: thor@wa 
Newsgroups: p 
Subject: =?IS 
Date: 13 May 
Organization: 
Lines: 6 
Message-ID: < 
Reply-To: pfb 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


¿$B7k6I!$¿ (BW 
3SN#N#GSK@\B3 
¿SB$Shš&SHS95k 
¿SB%5!<%$P$+Si 
7 SBS= $3$G!$5$ 


--MESSAGE FIL 


--MESSAGE FIL 
1 

Path: chuka.p 
From: thor@wa 
Newsgroups: p 
Subject: test 
Date: 13 May 
Organization: 
Lines: 2 
Message-ID: < 
Reply-To: pfb 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


This is test 
——MESSAGE FIL 


—--MESSAGE FIL 
1 


net-yaroze-usenet/00000003-SCEI/ny/test/00000152html1l.html 


E 22884 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000153html.htm 
laystation.co.uk!newsl.scei.co.jp!usenet 

2.so-net.or.jp (Thor MASUDA) 

laystation.ny.test 

O-2022-JP ?B?GyRCI1cjaSNuI1YjTiRHJUYLOSVIGyhC ?= 

1997 05:03:37 GMT 

RapidFire Computer 


518sn9$8nl@newsl.scei.co.jp> 
01470@niftyserve.or.jp 


Host: 210.132.186.143 
1.0 
Text/Plain; charset=ISO-2022-JP 


WinVN 0.99.73 PLO1 (x86 32bit) 

indowsNT ¿SBSN¿ (B Windows Mail and News ¿SBSN¿ (B News reader ¿SBSO!SS3S 
$72 (B 
SHI$ | VFMA3= *N; $5S;SiS1S*°S7S$?!WSHSIJS>SN% 
@ZCGS7SFS7$% $& SHS &SKSISCSES7$%* SC$?!%¿ (B 
Sr<hSjD>S7SFOcS&%sK%se!<%9%j!<%@!<SšrF- A ԱՆ: FS9SHS@!% 


a%C%; !<S8SrSNS3S7SF!SSK%e!<S9¢ (B 


E 22884 FND: net-yaroze-usenet/00000003-SCEI/ny/test/00000153html.html 


E 22885 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000154html.htm 
laystation.co.uk!news1.scei.co.jp!usenet 

2.so-net.or.jp (Thor MASUDA) 

laystation.ny.test 

via WinVN 

1997 05:21:45 GMT 

RapidFire Computer 


518tp9$8nh@news1.scei.co.jp> 
01470@niftyserve.or.jp 


Host: 210.132.186.149 
1.0 
Text/Plain; charset=US-ASCII 


WinVN 0.99.77 PLO1 (x86 32bit) 
message another news-reader using... 


E 22885 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000154html.html 


E 22886 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000155html.htm 


Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: thor@wa2.so-net.or.jp (Thor MASUDA) 

Newsgroups: playstation.ny.test 

Subject: Re: =?ISO-2022-JP?B?GyRCI1cjaSNuI1YjTiRHJUY1OSVIGyhC?= 
Date: 13 May 1997 05:24:05 GMT 

Organization: RapidFire Computer 

Lines: 12 

Message-ID: <518tt1S8nh@newsl.scei.co.jp> 

References: <518sn9$8nl1@newsl1.scei.co.jp> 

Reply-To: pfb01470@niftyserve.or.jp 


NNTP-Posting- 


Host: 210.132.186.149 
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Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.73 PLO1 (x86 32bit) 


£SBSU%) Sm! <Sr$+S1SF$_Sk!SS&!A!IA!LAS@SSSV; HSS>!<j$, OcS&SNSGSIS1SkKS*SGSOSASCSH!%!1%!%z (B 


In article <518sn9S8nl@newsl.scei.co.jp>, thor@wa2.so-net.or.jp says... 

> 

>¢SB7k61!$¢ (BWindowsNT ¿SBSN¿ (B Windows Mail and News ¿$B$N¿ (B News reader ¿$B$0!$$3 
S3SN#N#GSK@\B3$7¢ (B 
>¢SBShS&SHS9SkSH!S!VFMA3=*N; $5$;$i$1$^$7$? !WSHSJIS>SN%a%C%; !<%8SrSNS3S7SF!SSK%se!<%9; ( 
B 
>2$BS5!<SP$+$i@ZCGS7SFS7S*S&SHSESKSISCSFS7$*SC$?!1%S2 (B 
>¢SBS=$3SG!S5SSr<hSjD>S7SFOcS&SK%Se!<S9S5!<S@!<SrF~<jSTSF!SSbDS&OLEYSFS9SHS@! S32 (B 
> 

> 


—-MESSAGE FILE 22886 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000155html-.html 


--MESSAGE FILE 22887 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000156html.htm 
Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 
From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCJUEEKZyRDJEhHGSCRQOEADKEI=?= 
Date: 15 May 1997 02:07:39 GMT 

Organization: Net Yarouze (SCE) 

Lines: 14 

Message-ID: <5ldr5b$f4n@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.140.55 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBSSS$d!"#3#c#h ! JHN#H#K650i!KSG!"Fz2'D54 | IXSCSFSSS5SNSASCSFS°S7SF: (B 


ESBS=S3S5G!"S"S9SiSCSFSSSE>/=wS, SGSFS/SK#SHPSISiS*SASCSFSkSsSGS9Sh! #3 (B 
ESBILSKFC; #$, @ (SSSoS1SGSIS/!"C1SK%SI%SiS%1i7° SISs$GS9S, !":G6a5SSKF~SCSFS*S9! #3 (B 
¢SBS3$N<jSNOCSO!"%*%?%/E*SISHS 3$m$G=PSFSDNIS5S=S&SISs$G6S9$, 1" :Շ6891Տ/ՏԱՏՕչ (B 


¿SB%3%3SH!"#N#I#F#T#YS/SiSSSK8:SCSFS7S%“SCS?S7!&!&!&¿ (B 


¿SBSIS3S+SK!"%S[!<%`%Z!<%83+S$SSSFSSSk?MSSSJSSSGS9S+!)¿ (B 


¿SBSSSd!"FHSj8@SJSSSGS9S1SISMI!&!&!&¿ (B(“ ;;;; 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 22887 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000156html.html 


--MESSAGE FILE 22888 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000157html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Sazanta" <PXH04616@niftyserve.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?GyRCJUY1OSVIGyhC?= 
Date: Fri, 16 May 1997 00:10:12 +0900 
Organization: PlayStation Net Yarouze 
Lines: 3 
Message-ID: <51f92pSh33j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.203.241 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


ESBSFSISHSGS9¢ (B 
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This got me thinking about my dual shock pad, & how to get it to 
wobble, no I havent, but during experimentation with it I have noticed 
that the address returned for port 1 always points to physical memory 
location O0x8004EAEC, and port 2 always points to 0x8004EB10, this is 
slap bang in the middle of the system area. Does anyone know if these 
ports are memory mapped, or does the OS just stick the data at those 
addresses? 

This is probably no big deal, but these addresses are 36 bytes apart 
rather than 34 bytes as implied by p104 of the yellow book. So the 
final question is what do the extra 2 bytes do & will they make the 
multitap work, as they didn't make the shock pad wobble (admittedly 

I didn't try writing all 65535 combinations), or are they just padding? 


VVVVVVVVVVV VV 


This got me thinking along similar lines also. If we can write to a memory 
card through the multi-tap (which is only connected via a controler port) 
then we are half way there. Now if only I could find out what the OS is 
actually doing to write to a memory card... Does anyone have a copy of the 
Yaroze libs source code? (only kidding) 


I think the addresses given above will vary depending on the libs used, and 
will probably differ from version to version. I think the data from the pads 
is copied to RAM at this location by the OS. 


—-MESSAGE FILE 2424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01127 


—-MESSAGE FILE 2425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001128 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Thu, 11 Jun 1998 18:49:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <358018A7.26DDE8E0@ndirect.co.uk> 

References: <357EECC1.97053769@jps.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-44.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1128 scea.yaroze.freetalk 
2721 


Elliott Lee wrote: 


The Yaroze has been a great (albeit expensive) toy ever since I bought 
into this program in February. It kinda took me back to my roots, 
back when I used to sit up late at night with a manual of Tandy BASIC 
reading by the dull glow of the monitor in the after-bedtime hours. 

I have been going through some old paperwork in my closet and even 
found some ancient game designs, graphics, and musical scores written 
years ago. Լո short, it has been a cool experience so far. 


But... 


What about you? What have you done with the kit? What do you like 
about it? 


VVVVVVVVVV VV 


I've had mine since March, and I haven't been able to spend much time on 
it at all. But, I have one 2D game nearing completion, and I'm just 
starting with 3D which seems reasonably straight forward. It's very easy 
to bash some code together and get stuff going, and I'm very inexperienced 
with C! Personally I'd like to be able to boot out the OS as access the 
hardware myself, but then I didn't expect that to be an option anyhow. 

New libs with bug fixes and added features would be nice, but I can also 
see why this would be difficult for Sony. Overall? The libs are good. 
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—-MESSAGE FILE 22888 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000157html. html 


--MESSAGE FILE 22889 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000158html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Sazanta" <PXH04616@niftyserve.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?UmU6IBskQiVGJTklSBsoQg==?2= 
Date: Fri, 16 May 1997 00:11:46 +0900 
Organization: PlayStation Net Yarouze 
Lines: 11 
Message-ID: <51f95nSh3j@newsl.scei.co.jp> 
References: <51f92pSh3j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.203.241 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Sazanta wrote in article <51f92pSh3j@newsl.scei.co.jp>... 
>¢SBSFS9SHSGS9¢ (B 


> 

> 

> 

¿SB%1%S9%S]%Ss%S9%SF%S9SH;¿ (B 

—-MESSAGE FILE 22889 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000158html.html 
--MESSAGE FILE 22890 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000159html.htm 
1 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sazanta" <PXH04616@niftyserve.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?UmU6IBskOiVGJUTk1SBsoQg==?= 
Date: Fri, 16 May 1997 00:13:54 +0900 
Organization: PlayStation Net Yarouze 
Lines: 14 
Message-ID: <51f£99nSh3j@newsl.scei.co.jp> 
References: <51f92pSh3j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.203.241 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Sazanta wrote in article <51f92pSh3 j@newsl.scei.co.jp>... 
>~SBSFS9SHSGS9¢ (B 

> 

> 

> 


¿SB%1%9%]%s%9%F%9%H;¿ (B 


¿SB$JSsS+J8;zSNBgS-S5%,0cS&SJ¿ (B 
¿SB!#¿ (B 


—-MESSAGE FILE 22890 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000159html.html 
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--MESSAGE FILE 22891 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000160html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: indy@try-net.or.jp (indy) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 16 May 1997 01:03:05 --300 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <indy$f92619970516010305@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.61.62 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBSF%9%HSG!IASO! #3 (B 
indy indy@try-net.or.jp 
—-MESSAGE FILE 22891 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000160htm1. html 


--MESSAGE FILE 22892 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000161html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Sazanta" <sazanta@oks2.threewebnet.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Internet News Test 

Date: 18 May 1997 07:25:58 GMT 

Organization: Tose 

Lines: 5 

Message-ID: <5lmau6éSpth@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.203.235 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


2SBSFS9%HSGS9! #2 (J 


sazanta@osk2.threewebnet.or.jp 
¿SBS5S6SsS2?¿ (J 


--MESSAGE FILE 22892 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000161html.html 


--MESSAGE FILE 22893 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000162html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Shigehiro Shimada <shigep@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCNEE7eiUzITwlSSQiJEMkRiRrJCskSiEpGyhK?= 
Date: Sun, 18 May 1997 18:19:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <337EC98E.4F12@fa2.so-net.or.jp> 

Reply-To: shigep@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.185.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2SBSF%9SHSGS9! #2 (J 
—-MESSAGE FILE 22893 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000162html1. html 


--MESSAGE FILE 22894 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000163html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Shigehiro Shimada <shigep@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUUYLOSVIIzIbKEo=?= 
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Date: Sun, 18 May 1997 18:21:05 +0900 
Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <337ECA01.7713@fa2.so-net.or.jp> 
Reply-To: shigep@fa2.so-net.or.jp 
NNTP-Posting-Host: 210.132.185.66 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2SBSFS9%HSGS9! #2 (J 
—-MESSAGE FILE 22894 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000163htm1. html 


--MESSAGE FILE 22895 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000164html.htm 
1 

Path: chuka.playstation.co.uk!news 

From: Michael Awosika <darklord@netcomuk.co.uk> 
Newsgroups: playstation.ny.test 

Subject: testy one two three 

Date: Sun, 18 May 1997 17:57:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 1 

Message-ID: <337F350C.4CD4@netcomuk.co.uk> 
NNTP-Posting-Host: 153.73.1.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


This is just to test the email from here is cold scotland .... 
—-MESSAGE FILE 22895 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000164html1. html 


--MESSAGE FILE 22896 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000165html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: TAKO'S <tako-s@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCI1LQJRSNTI1OkKQyO5ISMbKEo=?= 
Date: Tue, 20 May 1997 23:33:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <3381B657.7194@ba2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.163.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESB! !#THEFS#TSCS9! #2 (Մ 


¢$B!!$9!<SQ!<S$S$.$7!<HG#C8@81F~LgSbGc$C$?$7!"$5$F%5%US! 313s$9$GSbFIS* 3 (J 
¿SB$S+!%!%!% (J 

¿SB!!¿ (J 

LSB!IJ!ISISISTI5:£ (J 
¿SB8@1%19191919191919191%1919%1%191%1%19%1%1%19%1%1%!%!%1%!%!S1S!S!S! K: (J 
¿SB!1S&$SRS#%` ` $:S#R#$S>!$S1%1%S"SH$SOS3%3SH%$3%s%T%e!<%?!<% %e!<%8%C%/%^%, %8%s$,Mj¿ (J 
¿SBS3¿ (J 

¿SB!1$+$J!%1%!%$Ss$KS$ScQ@:?JS;SM$P!*!*¿ (J 

¿SB!!¿ (J 

ՀՏ 14 1ՑՈՂՑՈՈՂՅՎՂՎՅԱՈՂՎՂՑԳՎՈՎՂՅԾՂԿՈՂՎՅՈՄՅՂՑՌՈՂՎՂՈԱՂՈՂՅՈՈԱՅԱՈՈՄՅՂՅՑՈՀՒ Մ 


2SB! !BgDP! L#T#A#HK#O! GHS!I@/F;¢ (J 

¿$B!!¿ (Jtako-s@ba2.so-net.or.jpz$B!uzg (Jwww02.so-net.or.jp/~tako-s 

PSB a ee p a 5 J ait ey 2 (2. 

—-MESSAGE FILE 22896 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000165html.html 


--MESSAGE FILE 22897 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000166html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: TAKO'S <tako-s@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1QJRSNTI1OkQyO5ISMbKEo=?= 
Date: Tue, 20 May 1997 23:48:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <3381B9B2.374C@ba2.so-net.or.jp> 
References: <3381B657.7194@ba2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.163.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


TAKO'S wrote: 


> 

> ¢SB!!#THEFS#TSCS9O! #3 (J 

> 

> 2$B!!$9!<SQ!<SSS$.SJ7!<HG#C8@81F~Lg$bGc$C$?$7!"S5SF%5%U%!%1%s%9¢ (J 
> ESBSGSbFIS* $+!%!%!1%3 (J 

> ¿$B!!¿ (J 

> gSBITISISISLSSAISISISISISISISISISISISISISISISISISISISISISISI KY (Մ 
> 

> E$B!!$&$R$#%`%:$#$>!%!%!%$"$H$0%3%3$H%3%s%T%e!<%?!<%_%e!<%8%C4 (Մ 
> 

> ¿$B%/%%%,%8%s$,Mj$j$+$J!S$!S !S$s$SK$cQ@Q:?2J$S;$SMSP!*!*; (J 

> ¿$B!!¿ (J 


¿SB!!11;v8N%s1%S9!1%!%!%SD9S5D4@0SOS3SNS/S$SiSSS+SJS!!#O (J 


ESBT AA Se Te TSI 11111111 111 SI eso. 
2$B!!BgDP! T#T#A#K#O!GHS!I@/F; ¢ (J 
¿$B!!¿ (Jtako-s@ba2.so-net.or.jpz$B!uzg (Jwww02.so-net.or.jp/~tako-s 
ՀՏ. ee) ru ta t a toa t. See) be. Gd. 
—-MESSAGE FILE 22897 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000166html.html 


--MESSAGE FILE 22898 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000167html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?1ISO-2022-JP?B?GyRCRWw2PO0A401YbKEo=?=" <tpmco@jsn.justnet.or.jp> 


Newsgroups: playstation.ny.test 
Subject: test 
Date: 20 May 1997 22:19:36 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 2 

Message-ID: <01bc656b$79b5e0c0S$8b2deeca@-—------ u> 
NNTP-Posting-Host: 202.238.45.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


test 


—-MESSAGE FILE 22898 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000167html. html 


--MESSAGE FILE 22899 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000168html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Wed, 21 May 1997 21:01:12 +0900 

Organization: PlayStation Net Yarouze 


Lines: 7 
Message-ID: <3382E408.2D@ymg.urban.or.jp> 
References: <01bc656bS$79b5e0c0$8b2deeca@------- u> 


Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.95 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SBE162?@8;V¿ (J wrote: 
> 
> test 


http://www.cup.com/negi/msin.html 


¿SB!!SrSIS&S>¿ (J (“ °; 
—-MESSAGE FILE 22899 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000168html.html 


--MESSAGE FILE 22900 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000169html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Wed, 21 May 1997 11:59:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <redbug$f£8d19970521115918@news1.scei.co.jp> 
References: <indy$f92619970516010305@news1.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug ¿S$BSGS9!#¿ (B 


playstation.ny.test ¿SBSN; (B 

<indyšSf92619970516010305@newsl.scei.co.jp>¿SBSKS*SSSF¿ (B 
1997/05/16/ 01:03 ¿$B:"!" (Bindyz S$B$5$sSO=q$-S*S7S?! #2 (B 
>¢SB%FS9%HSG!IASO! #2 (B 

>——— 

>indy indy@try-net.or.jp 


¿SBF1$8%W%$m%P%š$%S$Q@S$GS9SM!#;¿ (B 
ESBS3S3SOLK#1#1; ~S*°SGS7S$+; HSSI*SKSISIS*S; Ss! #z (B 
2£$B%5%] !<%H$b:GDcS@$7! #2 (B 

ESBSDS/SES$/SWSmSPSSSQ1?SNL5$$; da! #2 (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
—-MESSAGE FILE 22900 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000169html1l. html 


--MESSAGE FILE 22901 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000170html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: hdly-nkgw@asahi-net.or.jp (danbo) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 23 May 1997 01:40:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <hdly-nkgw$56bd19970523014035@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.213.147.203 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


test 


danbo hdly-nkgw@asahi-net.or.jp 
—-MESSAGE FILE 22901 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000170htm1. html 


--MESSAGE FILE 22902 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000171html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: M2 <ozawa-O0@ja2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCTFxGMiROJUYLOSVIGyhK?= 
Date: Sun, 25 May 1997 01:49:12 +0900 
Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33871C08.38C8@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.138.19 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


ESBN}=, !"N}=, !#¿ (J 
¿SBS&$ S/SSS/S+SJ!# (J 
—-MESSAGE FILE 22902 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000171html.html 


--MESSAGE FILE 22903 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000172html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: MEDOU <ozawa-0@ja2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCTFxGMiROJUYLOSVIGyhK?= 
Date: Sun, 25 May 1997 01:54:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33871D36.2832@ja2.so-net.or.jp> 
References: <33871C08.38C8@ja2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.138.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; 1) 


¿SBS1SsS7$SeS&S1l1SsS7SeS&!#¿ (Մ 
—-MESSAGE FILE 22903 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000172html.html 


--MESSAGE FILE 22904 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000173html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCJSIILRsoSg==?= <akifumi@mx2.nisiq.net> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 27 May 1997 08:35:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <338A1E36.5B6E@mx2.nisiq.net> 

Reply-To: akifumi@mx2.nisiq.net 

NNTP-Posting-Host: 163.139.236.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


test 

test test 

2 SBSFS9SHz (J 

ESBC£LOF><J82 (J 

—-MESSAGE FILE 22904 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000173html-.html 


--MESSAGE FILE 22905 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000174html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-jJp?B?GyRCJSIlLRsoSg==?= <akifumi@mx2.nisiq.net> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 27 May 1997 08:39:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <338A1F3D.1DFF@mx2.nisiq.net> 
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References: <338A1E36.5B6E@mx2.nisiq.net> 
Reply-To: YRUO7640@niftyserve.or.jp 
NNTP-Posting-Host: 163.139.236.5 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


SB%"%—¿ (J wrote: 


test 

test test 

¿$B3 FS9SH¢ (J 

Po as (J 

¿SBP|KN812 ( 

—-MESSAGE e 22905 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000174html.html 


ՊՈ Կ Կ VO 


Vv 
os 


--MESSAGE FILE 22906 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000175html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: sgrsgr@da2.so-net.or.jp (Shigeru Masaki) 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Thu, 29 May 1997 00:56:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <sgrsgr$537919970529005627@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.160.95 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


test 


sgr (Shigeru Masaki sgrsgr@da2.so-net.or. jp) 


—-MESSAGE FILE 22906 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000175html.html 


--MESSAGE FILE 22907 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000176html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJCOkKZCE8ISQ1LRiU5JUgkQCRoISMkXiRDJD8kLyE jGyhK?= 

Date: Thu, 29 May 1997 02:23:52 +0900 

Organization: Japan 

Lines: 21 

Message-ID: <338C6A28.A1C6FO7B@aix.or.jp> 

NNTP-Posting-Host: 202.208.34.239 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


LSBSSSDSb! $3F%9%HSN; ~4|$K$J$k$H$3$3$K$+$-$3$`JJ$, ¿(J 
¿SBS“S@H4S1SJSS9bEDSGS9!#¿(J 


ESB: #F | SF%9% ՆԱԵ ae es ~$KS=SESGS9! #3 (J 
¿SB%SU!<%j% (JQ49SCSF2?S@!) 
ՀՏԹ»ՄՏ 9-Տ ԱՆ 0: անական Հետա ծ 


° 
5 
° 
Fa 


éESBOJ>e!S=qS—-9~S_SFS9SHz (J (^^; 


Be Vee T A T Teta Sve ee T E [a E 11212 
¿SB!!1111!1!1!1!11119pEDMNJ?!J%SO%Ss%SISk!'S?S3SNS9S1!K;¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
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2 SBS*5SSKF~$4SMSCSHSdSmS&S<! *2q0ws [!1<%° $Z!<382 (J 
£5B%3%S%S/=8SHSSS&SNSr:nSCSFS_S?!#2 (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9;¿ (J 
¿SB9927M=DjF|!!!!!1!#5!2?1)!)¿ (J 
—-MESSAGE FILE 22907 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000176html.html 


--MESSAGE FILE 22908 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000177html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "A.Kitazawa" <kitt@po.cnet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP ?B?GyRCJUYLOSVIGyhK?= 

Date: 29 May 1997 04:35:49 GMT 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <5mj135$3n4@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.227.3.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSFSISHE (J 
ESBETHE#S#TS (J 


—-MESSAGE FILE 22908 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000177html. html 


--MESSAGE FILE 22909 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000178html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "A.Kitazawa" <kitt@po.cnet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVGJUTk1SBsoSg==?= 
Date: 29 May 1997 13:16:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <5mjvio$413@newsl.scei.co.jp> 

References: <5mj135$3n4@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.227.3.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


> ¿SB%F%9%H;¿ (J 

> ¿SB#T#E#S#T; (J 
ESBSFSISHE (J 
¿SB#T#E#S#T¿ (J 


—-MESSAGE FILE 22909 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000178html.html 


--MESSAGE FILE 22910 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000179html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCUCQkZCE8ISQ1RiU5JUgkQCRoISMkXiRDUD8kLyE jGyhK?= 
Date: Fri, 30 May 1997 23:31:58 +0900 

Organization: Japan 

Lines: 15 

Message-ID: <338EE4DE.3BFO07D9B@aix.or.jp> 

References: <338C6A28.A1C6FO7B@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Net Yaroze newsgroups message dump.txt Page 15319 


2 SB7nMKF | $b3F39%H! #2 (J 
2 SB: #EYSOSiSWSiS9TO49! #3 (J 


1!111!1]!]!11!1]1!]!11!]!]!]!]!] (J 
¿SB!1!111!1!1!!!119pEDMNJ?!J%SO%SsSISk!'S?S3SNS9S1!K;¿ (J 


> 
> 

> 

> ¿SB!c!c!c;dsN%s[!<%`%zZ!<%8!d!d!d (J 

> http://wwwl.scei.co.jp/-bns00250/index.html 

> http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
> ¿SBS*5SSKF-S3JSM%SC%SHSdSmS&S<!*2q0w%s[!<%`%sZ!<%8;¿ (J 
> ¿SB%Sj%Ss%/=8S$SHSSS&SNSr:nSCSFS_S?!#¿ (J 

> 
> 
> 


2$B:G=*9927F|;~!!11#5!12#1#92 (J 
¿S$SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 
--MESSAGE FILE 22910 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000179html.html 


--MESSAGE FILE 22911 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000180html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: plus@sh.comminet.or.jp (Takeshi Shoji) 
Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP ?B?GyRCJEYkOSRIGyhC?= 

Date: 31 May 1997 02:56:47 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <5mo41fS$9q0@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.205.81.60 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


ESBSFSOSH!"SFSOSH!<!<!<!*¢ (B 


--MESSAGE FILE 22911 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000180htm1. html 


--MESSAGE FILE 22912 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000181html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!newsl.scei.co.jp!sakai 
From: sakai@mike (sakai) 

Newsgroups: playstation.ny.test 

Subject: testing post 

Followup-To: playstation.ny.test 

Date: 01 Jun 1997 12:30:22 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Distribution: local 

Message-ID: <SAKAT.97Jun01213022@mike> 

NNTP-Posting-Host: 202.224.37.78 


This is an English sentence, and 
¿SBS3SASiSO4A;z$G=q$$$?J8!#;¿ (B 


Mule (gnus) ¢$BS$GSG$-SkS+SJ!#¢ (B 
--MESSAGE FILE 22912 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000181htm1. html 


--MESSAGE FILE 22913 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000182html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-4jp?B?GyRCJCQkZCE8ISQ1RiU5JUgkQCRoISMkXiRDJD8kLyE jGyhK?= 
Date: Tue, 03 Jun 1997 00:36:57 +0900 

Organization: Japan 

Lines: 17 

Message-ID: <3392E899.99236D03@aix.or.jp> 

References: <338C6A28.A1C6FO7B@aix.or.jp> <338EE4DE.3BFO7D9B@aix.or.jp> 
NNTP-Posting-Host: 202.208.35.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 
X-Priority: 3 (Normal) 


ESBL@F | SO!S7W; ;5!5!9=O@SNSFS9SH! #2 (J 

é SBSISKS$d$i3d$ 49~$_SNSFS9SHSrS$ 9SkSHS+SSSCSFS?S1ST!S$¢2 (J 
¢SB2?SrSdSkSNS+ITL@! #2 (J 
¿SBLdBjSOLQ8eF|SN%S1%S]!<%$H!&!&!&!&!#; (J 


> > SB TEIA DEET 9] p] t] 0540 pA 39 4 Jati 203 

> > ¿SB!!!!!!11!1!11!9pEDMNJ?!JSOSs%SISk!'S?S3SNS9S1!K¿ (J 

> > 

> > ¿SB!c!c!c;dsN%s[!<%`%Z!<%s8!d!d!d (J 

> > http://wwwl.scei.co.jp/-bns00250/index.html 

> > http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

> > ¿SBS*5$$KF-$j%M$C%$HSŠd$mS&S<!*2q0w%š[!<%`%Z!<%8:; (J 

> > ¢$B%j%s%/=8SHSSS&SNSr:n$CSFS_S$?!#¢ (J 

> > 

> > g$B:G=*9927F|;~!! 1185! 2#1#9¢ (J 

> > ¿$B99?7M=DjF|!!!!!1#5!?!)!)¿(J 

--MESSAGE FILE 22913 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000182html.html 
--MESSAGE FILE 22914 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000183html.htm 
al; 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Koji Fukatsu <fukatsu@nagoya.caelum.co.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 03 Jun 1997 15:57:36 +0900 
Organization: Toyota Caelum Inc., 

Lines: 1 

Message-ID: <3393C060.61E4@nagoya.caelum.co.jp> 
Reply-To: fukatsu@nagoya.caelum.co.jp 
NNTP-Posting-Host: 202.248.35.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C (Win95; Լ) 


2 SBSFSFSFSFSF%9SH¢ (J 
--MESSAGE FILE 22914 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000183htm1.html 


--MESSAGE FILE 22915 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000184html.htm 
1 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?Q?SCEA_=1BSB$+$1i%=22%/%; %9$7$F$$$^$9=1B=28B?= 
Date: Tue, 3 Jun 1997 01:28:49 -0700 
Organization: SCEA Net Yaroze News 
Lines: 8 
Message-ID: <5n0kal1$7d013@scea> 
NNTP-Posting-Host: pm3b-33.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


¿SB8=:_¿ (B SCEA z:SBSN%K%e! <%9%35!<SPS+SiEJIFSTSFSSS“*S9! #2 (B 
ESBSISIS?S+:(B SCEI ¢SBSNJ}SGS3SN5-;vSrFISa$?Si!"%S1S9SrF~S1SFS*SSSF¢ (B 
¿$B2<$5$$!#¿ (B 


Kenshin 


—-MESSAGE FILE 22915 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000184htm1l. html 
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The documentation, whilst hard reading, gives the answer to 99% of my 
problems. The Net stuff is OK I guess, but I only really use the 
newsgroups. The tools, however, are very poor. TimTool and VabTool are 
vast improvements on what's supplied on the CD, but they are still very 
lacking. 


> And the big question: what do you think of the Yaroze program in 
> respect to Sony's efforts to bring a console within reach of the 
> "bedroom programmer"? 


It's a good attempt, but flawed. I started out as a bedroom programmer. 
10 years ago I was a professional games developer working on the Atari ST 
(I'm a 68000 programmer at heart). But there are many differences between 
how it was "in the old days" compared to now th the Yaroze. 


It used to be possible to be a bedroom coder and a proffesional at the 
same time. The bedroom coder and the proffessional had the same set of 
tools for development. Because of this there were more bedroom coders 
than there are now, and as a result, much greater support from 3rd parties 
with dev tools, utilities and information. There are many Yaroze owners 
who have the brains and skill to blow away the pros, but just don't have 
the tools to do the job. But it's also down to the fact that the PSX is a 
console and not a computer, and doesn't have the same immediate access. 
Now if the Yaroze was sold on the high-street... who knows. 


Here are some seggestions which would really help bring back the bedroom 
programmers: 


Full Pro Dev Kit. Every one of us would love to get our hands on it. 

Even better if we could buy it on the high-street. What are you scared of 
Sony? I know I'm just dreaming, but it is possible for Sony to protect 
themselves in the same way as they have done with the Yaroze. 


Let us burn our own CDs. Why not? Sony could still leave in the bit that 
checks for the Memory Card Key - distribution problem sorted. (Btw, it is 
actually possible to burn your own CD's if you have a hacker's 

mentallity. Everything you need is on the PSM cover disks. Please don't 
email me or ask me any questions on this subject, as I will not give any 
answers. I don't want to upset Sony any more than I probably have 
already. 


I find it interesting that we have almost no help except from other 
members, minimal tools for development, and the program still is 
divided among 3 factions (SCEA, SCEE, SCEI) rather than one whole 
group. But, we have formed international programming groups, 
engineered our own tools when there's a need, and have produced some 
pretty sweet games under our limitations. Was the hands-off 
approach part of the plan? 


> 
> 
> 
> 
> 
> 
> 
= 


I think it was part of the plan. And in my mind, probably the best way. 


I know I've said a lot here, but if is sparks of a debate, that's fine by 
me! 


Herbs 
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-—-MESSAGE FILE 2425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01128 


-—-MESSAGE FILE 2426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001129 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Major problem with my Yaroze! : ( 
Date: Thu, 11 Jun 1998 19:20:17 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 

Message-ID: <61p754Ss983@chuka.playstation.co.uk> 
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--MESSAGE FILE 22916 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000185html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?Q?SCEA_=1B$B$+$i%=22%/%; %9$7$F$$$^$9=1B=28B?= 
Date: Tue, 03 Jun 1997 18:37:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <redbug$ff8d19970603183710@news1.scei.co.jp> 

References: <5n0kal$7d013@scea> 

NNTP-Posting-Host: 133.130.133.28 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


RedBug;$BSG$9! #2 (B 


playstation.ny.test ¿SBSN; (B 
<5n0kal$7d013@scea>zSBSKS*SSSFz (B 

1997/06/03/ 01:28 :58:" 1": (B"Kenshin Fujiwara" <kenshin@pacificnet .net>z$B$5$sSO=q$ 
-$^$7$?!#¿ (B 
>¿$B8=:_¿ (B SCEA ¢SBSN%K%e!<%9%35!<SPS+SiEJIFSTSFSSS*SO!#: (B 
>2¿SBSISJS?S+ (B SCEI ¿$B$NJ}$G$3Ş$N5-;v$rFI$a$?$i!"%1%9$rF~$I$F$*$$$Fze (1 
>¢SB2<S5SS!#¢(B 
ESB8+S (SFS*S9! #2 (B 
¿SB%sa%C%;!<%8¿ (BIDE SBSN@_DjS,$*S:SSShnsS&$G$9! #2 (B 


ա 


SCEA ¢SBSNSM%CSHSd$m$&$<SKF~2qg$5S1$?7SNSGS7$g$&$+!) ¢ (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 22916 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000185html1l-.html 


--MESSAGE FILE 22917 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000186html.htm 
1 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kenshin Fujiwara" <kenshin@pacificnet.net> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?Q?Re:_SCEA_=1B$B$+$i%=22%/%; S9S7SFSS$*S9=1B=2 8B?= 
Date: Tue, 3 Jun 1997 04:02:27 -0700 
Organization: SCEA Net Yaroze News 
Lines: 13 
Message-ID: <5n0tap$7d014@scea> 
References: <5n0kal$7d013@scea> <redbug$Sff8d19970603183710@news1.scei.co.jp> 
NNTP-Posting-Host: pm3a-1.pacificnet.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


RedBug wrote in article 


> SB%a%C%; !<%8; (BID: SBSN@_Dj$,$%*S:SSShS&SGS9! #3 (B 
> 
>SCEA 2; SBSNSM%CSHSd$m$&$<SKF~2qS5S$1S?7SNSGS7SgS$&S+!) 2 (B 


SCEA ¢SBSN%5!<%PSr7PM3S7SFSSSkKSNSG! "3: (B Message ID ¿SBSO?.MjSGS-SkS+SIS&S+¿ (B 
¿SBJ,S+SjS“S;Ss!# (B 

¿SB8=:_%"%Sa%j%+!&%m%5%s%<%k%9SK=;$sSGSSSkSNSG!" ; (BSCEA ¿SBSN4I3mSGS9!#¿ (B 
(¿SBS3SN%5!<%SPSOF |KN81$SN¿ (B Net Yaroze ¢SB%K%e!<%9%30%k!<SWSbFISaSkSNSG4rS$7SS3 (B) 
(¿S$SB%9%?%C%USb?F@Z¿ (8(՞՞)) 


--MESSAGE FILE 22917 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000186html.html 


--MESSAGE FILE 22918 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000187html.htm 
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1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJCOkKZCE8ISQ1LRiUSJUgkQCRoISMkXiRDJD8kLyE jGyhK?= 
Date: Wed, 04 Jun 1997 01:58:57 +0900 

Organization: Japan 

Lines: 16 

Message-ID: <33944D51.BO7F96B8@aix.or.jp> 

References: <338C6A28.A1C6FO7B@aix.or.jp> <338EE4DE.3BFO7D9B@aix.or.jp> <3392E899.99 
236D03@aix.or.jp> 

NNTP-Posting-Host: 202.208.34.192 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Youhei TAKADA wrote: 


iSBSsSGSbSCSF! SL@F | $O?7t 3X$N%13] !<% 
ESBSbSASm$s!$$*S$@=*SoSCSFSI$$!!S$H! 


¿ge lf lf TAT 1111 t 1 tr] 3] rh] t 2] Fl ll a (g 
¿SB!1!11!1111111119pbpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
E $B$*5$$KF~$jJ%M%C%H$d$m$&$<!*2q0w%[!<%`%Z!<%8; (J 
¿$B%j%s%/=8$H$$$&$N$r:n$C$F$_$?!#¿ (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 
¿SB9927M=DjF|!!!!1!#5!2?1)!)¿ (J 
—-MESSAGE FILE 22918 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000187html.html 


--MESSAGE FILE 22919 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000188html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: SCEA =?iso-2022-jp?B?GyRCJUCskaSUiJS810OyU5IDckRiQkJF4kORsoSg==?= 
Date: Thu, 05 Jun 1997 00:34:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <33958AE6.4665@ymg.urban.or.jp> 

References: <5n0kal$7d013@scea> <redbugSff8d19970603183710@newsl1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.111 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> ¢$B%a%C%; !<%8z (UID; SBSN@_Dj$,$*S:S$SShS&SGS9! #3 (J 


éSB!!¢(JOutlook Express; SBSO; (JMessage-ID; SBSNLdGBJSO2r7h$S5S1SFSkSOS:SISsSG!"3 (J 
2$B!!z (USCEA¿ $BSN%5!<%PSNLGBjSGS7Sg$&!#¢ (J 


¿$B!!3$30$8$c¿ (JMSIE, MSIN, MSIM; SBSNLABJSOSTS&07SOS1ISFSKSNS+SJS! !#¿ (J 
ՀՏ81 1: (JWindowsNT; SBSNLdBj$O7k9=07S0S1SFSk$_S$?SSSG6S895S, !#¿ (J 
—-MESSAGE FILE 22919 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000188html1l. html 


--MESSAGE FILE 22920 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000189html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: teijyou@hal.ac.jp (teijyou) 

Newsgroups: playstation.ny.test 

Subject: test=?1SO-2022-JP?B?GyRCJEckORSoQg==?= 
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Date: Thu, 05 Jun 1997 02:01:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <teijyou$a0c219970605020110@news1.scei.co.jp> 
NNTP-Posting-Host: 202.216.233.147 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


éESBSFS9ISHSGS9¢ (B 


teijyou teijyou@hal.ac.jp 
--MESSAGE FILE 22920 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000189htm1. html 


--MESSAGE FILE 22921 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000190html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCUCQkZCE8ISQ1RiU5JUgkQCRoISMkXiRDUD8kLyE jGyhK?= 
Date: Fri, 06 Jun 1997 05:41:04 +0900 

Organization: Japan 

Lines: 14 

Message-ID: <33972460.3A3CC560@aix.or.jp> 

References: <338C6A28.A1C6FO7B@aix.or.jp> <338EE4DE.3BFO7D9B@aix.or.jp> <3392E899.99 
236D03@aix.or.jp> <33944D51.BO7F96B8@aix.or.jp> 

NNTP-Posting-Host: 202.208.34.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


2 $B<B83%1%] !<SH=*N; ! #2 (J 
¿SŠB8eSO7nMK$N%$F%9%SH$@S$1SQ@!#¿ (J 


eB sel Le te trotaspa ԻՆ ԻՎԱՆ ԼՈՆ pti te Sed 
¿SB!!1!1111111119bpEDMNJ?!JSOSSSISk!'S?S3SNS9S1!K¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éESBS*5SSKF~SjSMSCSHSdSmSE&S<! *2q0ws [!<3°S2!<%8¢E (J 
£$B%3%S%/=8SHSSSESNSr:nSCSFS_S?!#¢ (J 


¿SB:G=*99?7F|;-!!!!#5!?#1#9¿ (J 
¿SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 
--MESSAGE FILE 22921 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000190html.html 


--MESSAGE FILE 22922 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000191html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUY1OSVIGyhC?= 

Date: 8 Jun 1997 11:56:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5ne6lq$S6lp@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.106 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


2SBSF%9%HS@Sh! #2 (B 


COCOTTE cocotte@nk.rim.or.jp 


--MESSAGE FILE 22922 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000191html1. html 
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--MESSAGE FILE 22923 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000192html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: =?ISO-2022-JP?B?GyRCJUY1OSVIGyhC?= 

Date: 8 Jun 1997 13:53:15 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5nedgbS6v5@newsl.scei.co.jp> 

References: <5ne6lq$6lp@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.105 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


In article <5ne6lqS6lp@newsl.scei.co.jp>, cocotte@nk.rim.or.jp says... 
 ShaPRORASESHI paqa 

codons cocotte@nk.rim.or.jp 

Senile ales E A 


-—-MESSAGE FILE 22923 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000192html1. html 


--MESSAGE FILE 22924 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000193html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: ir4t—-hsgw@asahi-net.or.jp (Tsugutomo Hasegawa) 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 08 Jun 1997 23:46:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <ir4t—hsgw$89a519970608234635@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.213.141.7 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBSFSISHSGSIO! #2 (B 


Tsugutomo Hasegawa ir4t-hsgw@asahi-net.or.jp 
--MESSAGE FILE 22924 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000193htm1.html 


--MESSAGE FILE 22925 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000194html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: ir4t-hsowQasahi-net.or.jp (Tsugutomo Hasegawa) 
Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Sun, 08 Jun 1997 23:53:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <ir4t—hsgw$89a519970608235313@news1.scei.co.jp> 
References: <ir4t—hsgw$89a519970608234635@news1.scei.co.jp> 
NNTP-Posting-Host: 202.213.141.7 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¢SBSN;(B <ir4t—hsgwS$89a519970608234635@newsl.scei.co.jp> ¿SBSN; ( 
B 


¿S$SB5-;v$K$*$$$F¿ (B 1997:58Շ/: (B06¿$B7n¿ (B08;SBF|¿ (8(258Բ|: (B) 23¢$B;~¢ (B46z2$Bd, ¿ (835 
¿SBIC:"!" (B 
ՀՏ8չՎՏՕՀզտ-Տ՞Տ752142 (B 

>¢SBSFSOSHSGSO! #2 (B 

>——— 

>Tsugutomo Hasegawa ir4t-hsowQasahi-net.or.jp 
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ESBS*S?S*S?!"SUS) Sm! <SNSFSISHSGSY9¢ (B 


Tsugutomo Hasegawa ir4t-hsgw@asahi-net.or.jp 
—-MESSAGE FILE 22925 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000194html1l.html 


--MESSAGE FILE 22926 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000195html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJEYkRiRGJEYkOSQ5JDkkOSRIGyhK?= 
Date: Mon, 09 Jun 1997 18:35:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <339BCE5B.C76@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !S&S*S5$cl*e (J 
—-MESSAGE FILE 22926 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000195html.html 


--MESSAGE FILE 22927 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000196html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-4jp?B?GyRCJCQkZCE8ISQ1RiU5JUgkQCRoISMkXiRDJD8kLyE jGyhK?= 
Date: Tue, 10 Jun 1997 04:17:11 +0900 

Organization: Japan 

Lines: 15 

Message-ID: <339C56B7.87FA73D5@aix.or.jp> 

References: <338C6A28.A1C6FO7B@aix.or.jp> <338EE4DE.3BFO7D9B@aix.or.jp> <3392E899.99 
236D03@aix.or.jp> <33944D51.BO7F96B8@aix.or.jp> <33972460.3A3CC560@aix.or.jp> 
NNTP-Posting-Host: 202.208.35.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022- jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


¢ SBSF%9%H=54VL5;v!J!) 1K=*N; !*¿ (J 
éSBBeSo$ jS$K!SIw<YSRSS$$?!#3 (J 


1!]11!1]!]!11!11!]!11]!]!]!]!]!] (J 
¿SB!!1111!!!!!119pEDMNJ?!JSO%SsSISk!'S?S3SNS9S1!K;¿ (J 


> 
> 

> 

> ¢SBic!c!c;dSN%[!<%3°S2!<S8!d!d!dz (J 

> http://wwwl.scei.co.jp/-bns00250/index.html 

> http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
> ¿SBS*5$$KF-$j%$M%C%H$Šd$mS&S<!*2q0w%[!<%`%Z!<%8¿ (J 
> ¿$B%j%s%/=8$H$$$&$N$r:n$C$F$_$?!#¿ (J 

> 
> 
> 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 
¿SB9927M=D3jF|!!!!!1!#5!2?1)!)¿ (J 
—-MESSAGE FILE 22927 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000196html.html 


--MESSAGE FILE 22928 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000197html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: ¿$B%"%k%*%8%m¿ (J 

Date: 11 Jun 1997 16:40:28 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1 
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Message-ID: <01bc7685$b9394f40S942deeca@geruhie> 
NNTP-Posting-Host: 202.238.45.148 
X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB4]S Sk (J 
--MESSAGE FILE 22928 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000197html.html 


--MESSAGE FILE 22929 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000198html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 15 Jun 1997 01:11:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33A2C2A7.3A5F@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.102 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


tetetest 
1 


-MESSAGE FILE 22929 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000198html.html 


--MESSAGE FILE 22930 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000199html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Stdio-OMO" <h-morita@pol.infosphere.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCOZBMWkVEJESkaCRrJUYLOSVIGyhK?= 

Date: 15 Jun 1997 16:26:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc79a8S$c34cfb00$19318acb@gateway2000.ns1.sphere.ad.jp> 
NNTP-Posting-Host: 203.138.49.25 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1157 


¿SBSFS9SHSFS9SH!#¿ (J 
-—-MESSAGE FILE 22930 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000199html. html 


--MESSAGE FILE 22931 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000200html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Mon, 16 Jun 1997 09:34:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5o021lus$9 jf@newsl.scei.co.jp> 

References: <33A2C2A7.3A5F@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A48A22.4E61@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-R wrote: 
> 

> tetetest 
> ! 
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ESB! !SFS9SHz (J 
—-MESSAGE FILE 22931 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000200htm1. html 


--MESSAGE FILE 22932 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000201html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Mon, 16 Jun 1997 09:37:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <50223p$9jf@newsl.scei.co.jp> 

References: <33A2C2A7.3A5F@ymg.urban.or.jp> <5021lus$9jf@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33A48ACO0.69D9@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


GSX-R wrote: 


GSX-R wrote: 
> 

> tetetest 
> ! 


VV V V V V V 


¿SB!!SFS9SH¿ (J 


¿SB!!S=S&SSS&SoS1SG!"; (JNetscape Navigator¿$BSGSb@5S7$S¿(JMessage-ID¿SBSr¿ (J 
2$B!!SDS1S$SkI}K!$r<BA) S$7SFS_$°$7$?! #2 (J 
éSB!!>\S7SSSd$jIT}SO!"z (Jfj.news.readerzSBSKS"SjS*S9! #2 (J 


2SB!!z(J68K Mac¿$BHG$0%j%=!<%9$r=q$-49$ (SkS@S1! #2 (J 
¿$B!!¿ (JPowerMac; SBHGSO; (JHexEdit zSB$G=q$-—49S (14: (J 


¿SB!!¿ (JWindows: $BHG$b%3!<%I$r=q$—498 (SUSSSHSSS+SsS_S?SS!# (J 
—-MESSAGE FILE 22932 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000201html1-.html 


--MESSAGE FILE 22933 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000202html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 16 Jun 1997 20:12:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33A51F9F .AF6@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


test 
—-MESSAGE FILE 22933 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000202html1. html 


--MESSAGE FILE 22934 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000203html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: pro@ya2.so-net.or.jp (:1:5:0:Տ:-) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 16 Jun 1997 23:36:07 +0900 

Organization: PlayStation Net Yarouze 


Net Yaroze newsgroups message dump.txt Page 15328 


Lines: 4 

Message-ID: <pro$312c19970616233607@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.229.163 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


test 


¿SB2OB<! !M4<y¢ (B 
—-MESSAGE FILE 22934 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000203html.html 


--MESSAGE FILE 22935 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000204html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: pro@ya2.so-net.or.jp (:1:5:0:Տ:-) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 16 Jun 1997 23:36:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <pro$312c19970616233648@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.229.163 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


test 
¿SB2OB<! !M4<y¢ (B 
--MESSAGE FILE 22935 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000204html.html 


--MESSAGE FILE 22936 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000205html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: pro@ya2.so-net.or.jp (:1:5:0:Տ:-) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 16 Jun 1997 23:39:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <pro$312c19970616233912@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.229.163 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿SB%S$F%9%HSGS9;¿ (B 


¿SB2OB<! !M4<y¢ (B 
—-MESSAGE FILE 22936 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000205html.html 


--MESSAGE FILE 22937 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000206html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 17 Jun 1997 00:47:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <S5o3necSbg2@newsl.scei.co.jp> 

References: <33A51F9F .AF6@ymg.urban.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A56011.429B@ymg.urban.or.jp> 
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X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB$s$,$Cz (J 
—-MESSAGE FILE 22937 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000206html1-.html 


--MESSAGE FILE 22938 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000207html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 17 Jun 1997 00:48:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <5o03ngl$Sbg7@newsl.scei.co.jp> 

References: <33A51F9F.AF6@ymg.urban.or.jp> <S5o3necSbg2@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33A56057.10BC@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éSB!!S=S&SSS&SoS1SG!"¢ (JNetscape Navigator; SBSGSb¢; (J 
¿$B!!¿ (JMessage-ID; $B$r%5!<%PSKSD$1$55; Sk; v$, $GS-S*S9!#¢ (J 
—-MESSAGE FILE 22938 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000207html1. html 


--MESSAGE FILE 22939 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000208html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1is0-2022-jJp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Tue, 17 Jun 1997 07:36:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33A5BFD5.30C30CBD@tau.bekkoame.or. jp> 

NNTP-Posting-Host: 202.210.139.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


ESBSFS9SHSGS9! փ. (J 


ESBS"S"!"#P#tltaty#S#t tat #i#o#n#wHotr#l#d#twHitd#tes, 2uSLSFSTS*SCS?!#e (Մ 
¿$B:#F|=$M)$K=P$9M=DjS@$1$ISSSD$+$ (SCSF$/SkSNS@SmS&$+!) չ (J 


—-MESSAGE FILE 22939 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000208html1. html 


--MESSAGE FILE 22940 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000209htm1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCJUklaiVrGyhK?= <drill@tdc.bandai.co.jp> 
Newsgroups: playstation.ny.test 

Subject: =?i1so-2022-jp?B?GyRCJUYLOSVIGyhK?= 

Date: Wed, 18 Jun 1997 10:48:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33A73E58.7A6B@tdc.bandai.co.jp> 

NNTP-Posting-Host: 202.230.105.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESBSFSISHSGS9E (J 
—-MESSAGE FILE 22940 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000209html1. html 
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--MESSAGE FILE 22941 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000210html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOmc/ORSOSiADJEJNNDUxGyhK?= <terion@interlink.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?i1so-2022-jp?B?GyRCJUYLOSVIGyhK?= 

Date: Wed, 18 Jun 1997 16:58:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33A79513.1A37@interlink.or.jp> 

Reply-To: terion@interlink.or.jp 

NNTP-Posting-Host: 203.141.130.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


2SBSF%9SHSGS9! #2 (J 
--MESSAGE FILE 22941 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000210htm1. html 


--MESSAGE FILE 22942 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000211html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 
Date: Wed, 18 Jun 1997 22:45:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5o08p24Shq8@newsl1.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33A7E68B.3052@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> 

> ¢gSBSFSOSHSGSO! #2 (J 

> 

> gSBS"S"!I"#P#l#Faty#SHt Fatt #l#o#nHWHOFLH#LEAHWHIFdHES, ZUSLSFSTS“*SCS?! #2 (J 
> 2$B:#F |=$M}$K=P$9M=DjS@S1SISSSDS$+S (SCSFS/SKSNS@SmSESt!) (7 


¿SB!!SIS3S,2uS1S?SsSGS9S+!)¿ (J 
¿SB!!B.S/D>SkSHSSSSSGS9SM!#¿ (J 
--MESSAGE FILE 22942 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000211html.html 


--MESSAGE FILE 22943 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000212html.htm 
1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCRnxLXDhsJTULViU4ISc1LyVIJEoOLRiU5IUgbKEo=?= 
Date: Thu, 19 Jun 1997 11:57:46 +0900 

Organization: N/A 

Lines: 8 

Message-ID: <33A8A029.7528@crd.ynu.ac.jp> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


¿SB%N%/SO9uSSSNSN<A46$, SH$FSb9%S$-SGS9Sh!#¿ (J 
¿SB9uSSSNSOGrS$SSNSN=i4|%SP!<%8%g%sSr85SK:nSiSlSFSkSNS+SJ!)¿ (J 
¿SBS&SASKS"SkGrS$SSSNSH¿ (JDOPEN;¿SB%$NS?%sSN2!S7S2?463PS, SKSFSk! #2 (J 
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References: <6kbkavShcal9@chuka.playstation.co.uk> <357FD79C.105@cs.bham.ac.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Steve wrote in message <357FD79C.105@cs.bham.ac.uk>... 

>JohnT wrote: 

>> 

>> Hi, I am posting this on freetalk because there never seems to be any 

>> replies to technical problems on the 'right' groups for them! 

>> 

>> Ok, today I wanted to do some work on my Yaroze after not doing anything 
for 

>> a number of weeks. Since I had used the Yaroze I have re-installed 
Windows 

>> 98 on my computer. The problem is that when I run Siocons it 'sees' the 
>> Yaroze once then will not communicate with it even if I re-run Siocons. 
If I 

>> reset the Yaroze it does the same thing again. I have tried it on both my 
>> COM ports and the same thing happens. I even tried YarozeMaster which 
also 

>> worked before but seems to do the same as Siocons. Due to it almost 
working 

>> every time I reset the Yaroze (not resetting my PC though) I assume it 
has 

>> something to do with it and not the PC. Any ideas as to what is wrong? I 
>> really need to get it working with a new joint project coming up. 

>> 

>> Regards, 

>> JohntT 

> 

> 

>its not the memory settings of the dos window you're running through is 
>it? 


> 

Nope, it was not that. Actually I found the fault :) It was a loose 
connection in the back of the Yaroze, I.E. the plug was not pushed all the 
way in!! It had the data line from the Yaroze connected but not the line to 


the Yaroze which is why I got the symptoms I described! 
Thanks anyway for trying to help :) 


JohnT 


—-MESSAGE FILE 2426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01129 


—-MESSAGE FILE 2427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001130 

Path: chuka.playstation.co.uk!news 

From: "Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: [Q] How to remove the "Interlaced-Line"...? 

Date: Thu, 11 Jun 1998 21:08:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <61lp9uh$s984@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1024.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:357 scee.yaroze.freetalk.english 
21130 scee.yaroze.programming.2d_graphics:392 


Hi Folks, 


Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
annoying (dashed) line at the top of my screen. I use the 
GsSortClear-function to clear the screen before drawing and I set my Display 
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¿SB:G6aSNGrSSSNSHSOLQ@SiS+SKOcS&ShS&SJ!#¿ (J 
¿SB$=S&SSS (SP!"@DSSSNSbS"SkS$SsSGS9ShSM!#¿ (J 
¿SBF)L@SJSNSGSJSSS+SJ!<!#M S7SS!# (J 


¿SB7AS+SiF-Sk%SdSD!d%SMS.S7¿ (J 
—-MESSAGE FILE 22943 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000212html.html 


--MESSAGE FILE 22944 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000213html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJTULViU4ISclLyVIJEoOLRiUS5JUgbKEo=?= 
Date: Thu, 19 Jun 1997 20:06:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <50b424jSkij@newsl.scei.co.jp> 

References: <33A8A029.7528@crd.ynu.ac.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A9129A. 3A83@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg. wrote: 
> ¿SBF)L@SJSNSGSJSSS+SJ!<!#M_S7SS!# (J 


¿SB!!F)L@SJSNS[S7SSSGS9SM!<!#¿ (J 
¿$B!!7?<h$C$F:n$C$F$_$k$H$+; (U (“ ; 


¿SB!!8D?ME*SKSO!"6bGsE=SCS?; (UPS;$SBS, $[$76$SGS9!J; (UN64; SBSd¿ (USS;SBSG$b$SSSS1SI!K; ( 
J 
¿S$B!!0-<qL#S$Sh$N$&¿ (J (¿S$SB>P¿ (J) 

2$B! !NXEgEISjJSH$+!"AmI0SGSb2D!#;¿ (J 

--MESSAGE FILE 22944 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000213html.html 


--MESSAGE FILE 22945 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000214html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN3I1IzI7YEsOGyhK?= 

Date: Thu, 19 Jun 1997 20:07:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <5o0b44g$kij@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33A912D7.9F5@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


E$B!!S?S*SKS$7$+5/FOS7TSISS!"SCSFSNSOFQ57$G$9SM! #¢ (J 
éSB!!%2!<%*MOSKTaDLSN; (UPS; SBSrGcS&!"SCSF<jSbDS"SjS*SISME (J (*%; 
—-MESSAGE FILE 22945 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000214html1.html 


--MESSAGE FILE 22946 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000215html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “youichi takagi" <yochy@sa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCP1IkTT9NGyhK?= 

Date: 21 Jun 1997 08:13:16 GMT 

Organization: PlayStation Net Yarouze 
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Lines: 10 

Message-ID: <01bc7e1a$15694040S6dd684d2@yochy.sa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.214.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿ SBHSG=SNS$ (SLST!<S (S9SNS?S1SNS/Ss!"¿(J 
ESBEPHO#SS1%S801=0SKSASCSFS?9bDLZSGS9! #3 (J 
¿SB;dSb!V*sM%SC%*HSdSmS&S<!WSKF-4SJS*S7S?!#¿ (J 
¿SBO"MmS/S$@S5SS!#¿ (J 
¿S$B01=o$K$J$s$+S$Sd$j$2S7$gS$S&!#¿ (J 


e_mail:<yochy@sa2.so-net.or.jp> 


ESBSE!<Ss!"2ESIS, SiSTSSSISTSE"SSEGSHES"SO!#e (J 
—-MESSAGE FILE 22946 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000215html. html 


--MESSAGE FILE 22947 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000216html.htm 
Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-—nara.ac.jp!shkit 

From: Shuichi Kitaguchi <shuuic—-k@is.aist-—nara.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 
Date: 21 Jun 1997 12:39:39 GMT 

Organization: BEKKOAME//INTERNET 

Lines: 4 

Message-ID: <5o0gi2b$6a7$1@ryo4309.aist—nara.ac.jp> 
NNTP-Posting-Host: 163.221.154.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: mnews [version 1.20] 1996-12/08 (Sun) 


ա 


2SBS3$1$03F%9SHSGS9! #3 (1 


——==| Shuichi Kitaguchi : shuuic-k@is.aist-—nara.ac.jp |---- 
—-MESSAGE FILE 22947 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000216html.html 


--MESSAGE FILE 22948 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000217html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Neg <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJTU1LViU4dSc1LyVIJEoLRiUS5JUgbKEo=?= 
Date: Sat, 21 Jun 1997 21:48:48 +0900 

Organization: N/A 

Lines: 9 

Message-ID: <33ABCDB0.5C76@crd.ynu.ac.jp> 

References: <33A8A029.7528@crd.ynu.ac.jp> <50b424Skij@newsl.scei.co.jp> 
Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 210.132.212.46 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


GSX-R wrote: 


> ¢£SB!!8D?ME*SKSO! "6bGsSE=SCS$?¢ (UPS¿SBS, S[S7SSSGS9!J¿ (UN64¿ SBSd (JISSESBSGSbSSSSS1ST!K 
: (J 

Հ ¿SB110-<qL#ShSNS&;¿(J(¿SB>P¿ (J) 

> 2$B! !NXEGEISjSHS$+! "AmI0$G$b2D! #2 (J 


¿SBS&S ` $SINS=S1S8$c$"!"@[<T$OK<?EI$ j$CSD!<$3SHSGSRSHSD! #2 (J 


GSX-RzS$B$5$s$AGn; N2sSCSFS*S9SMS'! #2 (J 
—-MESSAGE FILE 22948 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000217html. html 


Net Yaroze ne 


--MESSAGE FIL 
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E 22949 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000218html.htm 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-nara.ac.jp!shkit 
From: Shuichi Kitaguchi <shuuic-k@is.aist-nara.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: 22 Jun 1997 15:12:18 GMT 

Organization: BEKKOAME//INTERNET 


Lines: 2 

Message-ID: < 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


this is test 
Shuichi 
—--MESSAGE FIL 


—-MESSAGE FIL 


50jfci$356S1@ryo4309.aist—-nara.ac.jp> 


Host: 163.221.154.158 

1.0 

text/plain; charset=US-ASCII 

mnews [version 1.20] 1996-12/08 (Sun) 
message. 

Kitaguchi shuuic-k@is.aist-—nara.ac. ==— 


jp 
E 22949 END: net-yaroze-—usenet/00000003- SCEI/ny/test/00000218htm1. html 


E 22950 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000219html.htm 


Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!ryo4309.aist-—nara.ac.jp!shkit 
From: Shuichi Kitaguchi <shuuic-k@is.aist-—nara.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: 22 Jun 1997 15:52:49 GMT 

Organization: BEKKOAME//INTERNET 


Lines: 3 

Message-ID: < 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


this is test 


Shuichi 
——-MESSAGE FIL 


--MESSAGE FIL 
1 

Path: chuka.p 
From: Shuichi 
Newsgroups: p 
Subject: test 
Date: 22 Jun 
Organization: 
Lines: 3 
Message-ID: < 
NNTP-Posting- 
Mime-Version: 
Content-Type: 
X-Newsreader: 


¿SBS3S1SOSFS9 


Shuichi 


——MESSAGE FILE 22951 END: 


——MESSAGE FILE 22952 START: 


T 

Path: 
From: hotei@k 
Newsgroups: 
Subject: =?IS 
Date: Mon, 23 
Organization: 
Lines: 3 

Message-ID: 


chuka.p 


p 


5ojhoh$187Sl1@ryo4309.aist-nara.ac.jp> 


Host: 163.221.154.158 

see: charset=US-ASCII 

mnews [version 1.20] 1996-12/08 (Sun) 

post. 

Kitaguchi shuuic-k@is.aist-nara.ac. = 


jp |== 
E 22950 END: net-yaroze-usenet/00000003- SCEI/ny/test/00000219html. html 


E 22951 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000220html.htm 
co.uk!newsl.scei.co.jp!ryo4309.aist-nara.ac.jp!shkit 
<shuuic-k@is.aist-nara.ac.jp> 

ny.test 


laystation. 
Kitaguchi 
laystation. 


1997 16:02:48 GMT 
Nara Institute of Science and Technology. 


5ojib8$1k7$1@ryo0o4309.aist-nara.ac.jp> 


Host: 163.221.154.158 

ae aon charset=ISO-2022-JP 

mnews [version 1.20] 1996-12/08 (Sun) 
SHSGS9! #2 (Ց 

Kitaguchi shuuic-k@is.aist-nara.ac.jp |-Հ-- 


net-yaroze-usenet/00000003-SCEI/ny/test/00000220html1.html 


net-yaroze-usenet/00000003-SCEI/ny/test/00000221html1l.htm 


laystation.co.uk!newsl.scei.co.jp!usenet 
h.rim.or.jp (¢z2U) 
laystation.ny.test 

O-2022-JP ?B?GyRCI30jZSNz130bK 
Jun 1997 01:46:54 +0900 
PlayStation Net Yarouze 


<19970623014654hotei@kh.rim.or.jp> 
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NNTP-Posting-Host: 202.247.136.55 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 (UNREGISTERED) 


ESBSFSISHSGSI! #2 (B 
¿ŞBI[B^¿ (B hotei@kh.rim.or.jp 
--MESSAGE FILE 22952 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000221html.html 


--MESSAGE FILE 22953 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000222html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: hotei@kh.rim.or.jp (=?ISO-2022-JP?B?GyRCSVtCXhsoQg==2=) 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJGIkJjBsRVk1RiU5JUgkRyQ5ISMbKEI=?= 
Date: Mon, 23 Jun 1997 02:46:15 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <19970623024615hotei@kh.rim.or.jp> 
NNTP-Posting-Host: 202.247.136.108 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 (UNREGISTERED) 


ESBSFSISHSGS9!#SISE&SGSTSGS&é (B 


¿$BI[B^¿ (B hotei@kh.rim.or.jp 
—-MESSAGE FILE 22953 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000222html.html 


--MESSAGE FILE 22954 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000223html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: hotei@kh.rim.or.jp (=?ISO-2022-JP?B?GyRCSVtCXhsoQg==?2=) 

Newsgroups: playstation.ny.test 

Subject: Re: =?I1S0-2022-JP?B?GyRCUGIkJjJBsSRVk1RiU5JUgkRyQ5ISMbKEI=?= 

Date: Mon, 23 Jun 1997 03:06:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <1997062303063lhotei@kh.rim.or.jp> 

References: <19970623024615hotei@kh.rim.or.jp> 

NNTP-Posting-Host: 202.247.136.74 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 (UNREGISTERED) 


playstation.ny.test ¿SBSN¿ (B <19970623024615hotei@kh.rim.or.jp> ¿SBSN; (B 
¿SB5-;vSKS*SSSFe (B 1997¿$BG/¿ (B06¿$B7n¿ (B23; $BF|¿ (B (¿SB7n;¿ (B) 02:58:-: (B46¿$BJ, ¿ (815 
BSBIECs haB 

¿ SB; dSO=q$-$*$7$?!#z2 (B 

>ESBSFSISHSGS9!#SIS&SGS7TSgS&¢e (B 

>——— 
>¿$BI[B^¿ (B hotei@kh.rim.or.jp 

———¿SBS&S S/SSS-S S7S?!#; (B 

¿SBI[B%“¿ (B hotei@kh.rim.or.jp 

—-MESSAGE FILE 22954 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000223html.html 


--MESSAGE FILE 22955 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000224html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: hotei@kh.rim.or.jp (=?ISO-2022-JP?B?GyRCSVtCXhsoQg==2=) 
Newsgroups: playstation.ny.test 

Subject: Re: =?ISO-2022-JP?B?GyRCI3Q3ZSNzI3QbKEI=?= 

Date: Mon, 23 Jun 1997 03:19:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <19970623031952hotei@kh.rim.or.jp> 

References: <19970623014654hotei@kh.rim.or.jp> 
NNTP-Posting-Host: 202.247.136.51 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 (UNREGISTERED) 


playstation.ny.test ¿SBSN¿ (B <19970623014654hotei@kh.rim.or.jp> ¢SBSN;z (B 
éSB5-;vSKS*SSSF3 (B 19972 $BG/2 (8062587ոչ (823Հ58Բ | չ (8 (¿SB7n;¿ (B) 01:58:-: (846587, ¢ (854 
éESBIC:"!"3 (B 

¿ $B; dSO=qg$-S*S7S$?! #2 (B 

>i $B$h$&$d$/$&$^$/%U%)%m!<$G$-$^$7$?!#¿ (B 

--MESSAGE FILE 22955 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000224html.html 


--MESSAGE FILE 22956 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000225html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCP1IkTT9INGyhK?= 

Date: Mon, 23 Jun 1997 14:06:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 
Message-ID: <50l10frS3cu@newsl.scei.co.jp> 

References: <0Olbc7el1a$15694040S 6dd684d2@yochy.sa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33AE0446.1268@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


youichi takagi wrote: 


¿ $BHSG=$N$ ($L$T!<$ (S9SNS?S1SNS/Ss!"¢ (J 

¢ SBEP#O#S%$1%801=0SKSdASCSFS$? 9bLZSG$9! #3 (J 

¿ $B; d$b!V%M%C%H$d$m$&$<!W$KF~$J$^$7$?!#¿ (J 
¿SBO"MmS/SQ@S5$S!# (J 
¿$BOl=0$K$J$s$+$qd$j$^$7$g$&!#¿ (J 


e_mail:<yochy@sa2.so-net.or.jp> 


VVVVVVVVVV 


¿SBS&!1<Ss!"2fSJS,S1%J%$%9SJ%S"%S%G%S#%"S@!#¿ (J 


¿SB!!¿ (Utest; $B$OFI$Ss$G$k?M>/$J$S$SH;W$S$*S$S9Sh (Մ(՞՞չ 
—-MESSAGE FILE 22956 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000225html.html 


--MESSAGE FILE 22957 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000226html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRnxLXDhsJTULViU4ISclLyVIJEoOLRiUS5JUgbKEo=?= 

Date: Mon, 23 Jun 1997 14:09:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 16 
Message-ID: <50101nS$3cu@newsl.scei.co.jp> 

References: <33A8A029.7528@crd.ynu.ac.jp> <50b424jSkij@newsl.scei.co.jp> <33ABCDBO.5C 
76@crd.ynu.ac. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AE0502.334F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg wrote: 
> ¿SBS&S`SS!"S=$1S8ScS"!"@[<TSO<?EISJSCSD!<S3SHSGSRSHSD!#¿ (J 


é5B!!@1>r4zSKS9SkSHS+SbShS5S2S5GS9! #2 (J 
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> GSX-R SB$5$s$AGn;N2s$CSFS*S9SMS'! #2 (J 


é$B!!2sSCSFS*S$9; (J (¿SB>P¿ (J) 


2$B!!$=$&$$S (SP!"!VSISCSASNNAM} %7%q! <!WSKGn; NS, =P$?SiS7SSSGS9SM! #2 (J 
2$B! !CNSCSFS?Si@dBP8+$?5NSKz (7 (25856: (J) 


2SB! !SI$s$GS$b!V38%g%0!WSHSO!V:G9b! *!|WSHSSSSOUL#FSiS7SSSGS9! #2 (J 
ESB! !S9SkSHSd%/SkSHSNS"S1SO4Z9q81STSNS@SmS&S+!*!) (Մ 
—-MESSAGE FILE 22957 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000226html1. html 


--MESSAGE FILE 22958 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000227html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?i1so0o-2022-jp?B?GyRCRIJEKOCQVJUYLOSVIJECkKOSE jGyhK?= 
Date: Mon, 23 Jun 1997 16:07:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33AE20C9.7FB4@fa2.so-net.or.jp> 

Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


¿SB%`%8%s7/S$SN#C#MSO22?2<oN` S"SkSSSGS9S+5M!) ¢ (J 
—-MESSAGE FILE 22958 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000227html. html 


--MESSAGE FILE 22959 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000228html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRIJEKOCOQVIUYLOSVIJECkOSE JGyhK?= 
Date: Mon, 23 Jun 1997 16:13:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33AE220D.8DC@fa2.so-net.or.jp> 

References: <33AE20C9.7FB4@fa2.so-net.or.jp> 

Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.8 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


KODA1 wrote: 
> 


> ¢$BS°38%s7/SN#C#MSO2?<oN* S"$kSs$GS9$+SM!) ¢ (J 
¿SBSdSCSOSjJSF%9%SHSr8+Sk?MSJSsSFSSSJSSSGS9ShSM!S!S!S¿ (J 


¿SB%F%9%H#O#K!*!*; (J 
--MESSAGE FILE 22959 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000228html.html 


--MESSAGE FILE 22960 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000229html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Mon, 23 Jun 1997 17:26:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 
Message-ID: <5olc7cS$3pk@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl1.scei.co.jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.76 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AE3337.4F89@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


>¿SBB.S/SFSbMh=5S$SH;WSCSFSSS?SNSGO[>oSKS$S&S1$7SSSGS9!##v!J!O#o!0!K#v¿ (J 


25811: (UPS: SBS$SN=$M) $07k9=SOSdSS$S$GS9ShSM! #2 (J 
¿SB!!;d$NM'C#SNSUSD!<SN¿ (UPS¿$BS, 2uS1S$S?;—-Š$b;WSCSFS$S?$ShSjAaS/SF¿ (J 
ESB! | 6ՇՏՏՏ2Տ5ՅՏԱՏ, Տ"Տ)յՏ՞Տ92 (J (¿SB>P¿ (J) 


¿SB!t; (INY;$B%5!<%PSNBP1~SbAa$/SISiSsS+SNS&! #2 (J 


>GSX-R¿SBS$5$Ss6rCTJ9SSSFS/S1SFS"SjS, SHS &S4$ 6$$$*$7$?!#NeS_SKSISJS*S7$? !#e (J 


ESB! !!VIV?. !WS\%?%sS@SH%a!<SkSKSIS5S*S9SSSG!"3 (J 

ESB! !!VSUS) Sm! <!WS\S?2?SsSr2!ST7TSFS/S@S5SS!#e (J 
¿SB!!0U?%“S7SFS=S&S5S1SFS?SsSGS7S?S1iS9S_S*S;Ss¿ (U (“ ”; 

—-MESSAGE FILE 22960 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000229html.html 


--MESSAGE FILE 22961 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000230html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRIJEKOCOQVJIUYLOSVIJECkOSE JGyhK?= 

Date: Mon, 23 Jun 1997 17:28:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 
Message-ID: <5olca4S$3pk@newsl.scei.co.jp> 

References: <33AE20C9.7FB4@fa2.so-net.or.jp> <33AE220D.8DC@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AE338F.5A06@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


KODA1 wrote: 


KODA1 wrote: 
> 
> ¿SB%`%8%s7/SN#C#MSO2?<oN` S"SkSsS$GS9S+5M!) ¢ (J 


¿SBSdSCSOSJSF%9%SHSr8+Sk?MSJSsSFSSSJSSSGS9ShSM!S!S!S¿ (J 


VVVVVVVV 


¿SB%$F%9%H#O#K!*!*¿ (J 


¿SB!!8+SFS“S9S1SI¿ (J (“ °; 


¿SB!11'Ch?MSNSdSDSGS9ShSM!#2?<oN` S"SkSsS@Sm!) ¢ (J 

¿SBI ISDSSS bjb" S S28SSSKIWS* I<SSL<SKS$STSES[I<%"` $Z!<%S8SKEPO?S7SFS/S1S1S8P3¢ (J 

ESB! !SSSSSNSKz (J (“ °; 

—-MESSAGE FILE 22961 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000230html.html 


--MESSAGE FILE 22962 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000231html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRIJEKOCOQVJIUYLOSVIJECkOSE JGyhK?= 

Date: Mon, 23 Jun 1997 19:11:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <33AE4AC6.7785@fa2.so-net.or.jp> 
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References: <33AE20C9.7FB4@fa2.so-net.or.jp> <33AE220D.8DC@fa2.so-net.or.jp> <5o0lca4 
S3pk@news1.scei.co.jp> 

Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


GSX-R wrote: 
> 


¿$B$O$8$a$^$7$F!"; (JGSX-RzSBS5$s! #2 (J 
¿SB#K#O#D#A#11JS3S@SSSA!KSGS9!#¿ (J 


> gSB!!8+SFS*S9S1ST¢ (J (%%; 


¿SB%SF%9%HS“SG8+SFSSSiS7ScSkSHSO!*¿ (J 


> ¢$B!!1'Ch?MSNSdSDSGS$9ShHSM! #2?<oN S"SkSsS$@Sm!)¢ (J 
¿SBJ!12,SGSO!"0J2<SN#4<oN` S$r3NG'S7S*°S7S?! #2 (J 


¿SB7k:'<0%P!<%8%g%šs!JS"SSSDSN2GS5$Ss!"222M!)!!2P@12?M!#!K¿ (J 
2SBF1%3%s%P!<%83g%s!J: #EYSNF1%3%sSNA3<35!"222M!) ! !=w@—?M!#!K¿ (J 
¿SB8BDj%b%$G%k%P!<%8%g%s!J%$J%$%-SNE#C#SNSOSm$GS#!#%m%45S, %+%C%3%$%$!*!K (J 
¿SB?K%P!<%8%g%s!J:G6a!"9x$,DK$/$C$F$5!#!!6b@1$N?K$,8z$/$i$7$$$h!#!K¿ (J 


> ¿$B!!%5%5%,%j%"$_$7$$$K!"%`1!<%S!<$K$7$F%[!<%`%Z!<%8$KEPO?$7$F$/$1$1$P; (J 
> ¢SB!!SSSSSNSKz (I(^^; 


¿SBS$S3S1SOSSSSSGS9SM!*¿ (J 
2 SBS<SRSHSD8BD4SbSGSkKSP !<383qg%s$,M_$7$$!*3 (J 
—-MESSAGE FILE 22962 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000231htm1l.html 


--MESSAGE FILE 22963 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000232html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRIJEKOCOQVIUYLOSVIJECkOSE JGyhK?= 

Date: Mon, 23 Jun 1997 22:35:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 
Message-ID: <5o0lu9tS$4bd@newsl1.scei.co.jp> 

References: <33AE20C9.7FB4@fa2.so-net.or.jp> <33AE220D.8DC@fa2.so-net.or.jp> <5o0lca4 
S3pk@newsl1.scei.co.jp> <33AE4AC6.7785@fa2.so-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33AE7B87.C1B@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


KODA1 wrote: 


> ESBSFS9SH$*SG8+SFSS$Si$7T$c$k$H$O!*z (J 


2 SB! ! OJAOSOSbSCSHSF%9SHS&S*SCZASC!<S, $$$^$7$?$, (J (¿ŠSB>P¿ (J) 
é5B!!:#S08:SCSFSkShHSESGS9! #2 (Մ 


¿S$BJ12,SGSO!"0J2<SN#4<oN` Sr3NG'S7S*°S7S?! #2 (J 


¿ŠB7k:'<0%P!<%8%g%s!JS"$S$DSN2GS5Ss!"222?M!)!12P@01?M!#!K;¿ (J 

2 SBF1%3%s%P! <%83g%s!J: #EYSNF1%3%SSNAj}<j!"222M!) ! !=w@-?M!#!Ke (J 

2 SB8BDjSDSGSkKSP ! <38Sq%s ! ISTSSS-SN#CHMSNSOSMSGSH ! #3MS4S, %+%C%3%$%$!*!K; (J 
2 SB?KSP ! <%8%g%s!J:G6a!"9x$,DKS$/SCSFS5!#! ! 6bD@1SN?KS, 8z$/SiS7$S$Sh!#!Ke (J 


V V V V V V 
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ESB! !!VS;S$sS@S_SD$*%2!<%° SP! <%8%q%s!WSOSASCSFS%S; $s$+!) ¢ (J 


ESB! !!V?KSP!<S8%g%s !WSOL=2&@1SGSO!) !JS"SN@1J] 818z$+SISSSh!"SCSFSdASD! Ke (J 


> ~SBS<SRSHSb8BDj%bSGSk%P!<%S8%3g%s$,M_S7SS!*3 (J 


ESB! IS[!<S° SZ!<S8S"SkS+SISES+SO3NG'STSFS*°S;$s¢ (Մ(՞՞չ 
—-MESSAGE FILE 22963 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000232html1 html 


--MESSAGE FILE 22964 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000233html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCJUs1LLSUOJUWs1VRsoSg==?= 
Date: 23 Jun 1997 16:49:28 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1 

Message-ID: <S5om9eoS4qv@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.137 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B4] 6b<+E><V% [3$3N% [SS3N%[%S2 (J 
—-MESSAGE FILE 22964 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000233html-.html 


--MESSAGE FILE 22965 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000234html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: akabori <akabori@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: t 

Date: Tue, 24 Jun 1997 22:40:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33AFCE3B.19F3@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


test 
-—-MESSAGE FILE 22965 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000234html1. html 


--MESSAGE FILE 22966 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000235html.htm 
1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso—-2022-jp?B?GyRCJUYLOSVIGyhK?= 

Date: Wed, 25 Jun 1997 05:23:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33B02CA6.24395688@tau.bekkoame.or.jp> 

NNTP-Posting-Host: 202.210.131.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


2 SBSFS9SH#1¢ (J 


—-MESSAGE FILE 22966 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000235html1l-.html 
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--MESSAGE FILE 22967 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000236html.htm 
1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?i1so-2022-jp?B?GyRCJUUYLOSVIIzIbKEo=?= 

Date: Wed, 25 Jun 1997 05:30:32 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33B02E68.34D374A6@tau.bekkoame.or.jp> 

NNTP-Posting-Host: 202.210.131.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


2 SBSFS9SH#22 (J 


—-MESSAGE FILE 22967 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000236html1.html 


--MESSAGE FILE 22968 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000237html.htm 
1 

Path: chuka.playstation.co.uk!scea!newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Wed, 25 Jun 1997 05:32:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33BO2ECB.7885AD12@tau.bekkoame.or.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or. jp> 

NNTP-Posting-Host: 202.210.131.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


what wrote: 
> ¿SB%SF%9%SH#2¿ (J 
ESB! !S3S1S+!)¢ (J 


—-MESSAGE FILE 22968 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000237html. html 


--MESSAGE FILE 22969 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000238html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Wed, 25 Jun 1997 05:46:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33B03241.D6A55E99@tau.bekkoame.or.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 

> 25811 17772. !W\%?%sS@SH%a! <SkKSKSIS{S*S9SSSG!I"3 (J 

> ¢SB!!!VSU%S) Sm! <!WS\S?SsSr2!STSFS/S@S5SS! #3 (J 

> ¢$B!!0U?*S7SFS=S&S5S1SFS?SS$G$7$?SiS$9$_S$*$;S$s¢(J(%%; 


ESBS2!*%a!l<skSKSISCSFSS$?SNSGS9S+!*3 (J 


Net Yaroze newsgroups message dump.txt Page 1535 
Buffers to respectively (0,0) and (512,0). Am I missing something here...? 
Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 2427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01130 


—-MESSAGE FILE 2428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001131 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: [Q] How to remove the "Interlaced-Line"...? 

Date: Thu, 11 Jun 1998 21:08:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6lpa8a$s985@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1178.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:358 scee.yaroze.freetalk.english 
21131 scee.yaroze.programming.2d_graphics:393 


Hi Folks, 


Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
annoying (dashed) line at the top of my screen. I use the 
GsSortClear-function to clear the screen before drawing and I set my Display 
Buffers to respectively (0,0) and (512,0). Am I missing something here...? 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 2428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01131 


-—-MESSAGE FILE 2429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001132 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: 11 Jun 1998 23:13:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <01bd958e$4e2b5800Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> 
NNTP-Posting-Host: d3-s1-166-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<357FFD23.F5671FD5@scee.sony.co.uk>... 

> > is there an easy way of using the Action Replay to upload the 
executable 

> > to the Yaroze. I'm using Craigs library fine for all graphics and 
stuff, 


Good. 


> You can find Action Replay replacement roms (it's flashable) at 
> http://napalm.intelinet.com/ 


Oops. Don't think you should even mention that these exist here. 
Sony don't approve of the replacment ROM's in the least, and are 
liable to come down heavy on anyone proved to be using them. 
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¿SB$9S$$2$;Ss$GS7S$S?!*!*¿ (J 
¿$B1Q81$,NI$/J,$+$i$J$$$/$;$K1Q81HG$N%$M%$9%1$J$s$+;H$C$F$$$k$+$i¿ (J 
¿SB4VOcS ($F$7$^$$$^$7$?! #2 (Մ 


—-MESSAGE FILE 22969 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000238html1l.html 


--MESSAGE FILE 22970 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000239html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Wed, 25 Jun 1997 21:18:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5or2imSa9v@newsl.scei.co.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B10CA2.254F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
what wrote: 


> zSBSFS9SH#22 (J 


VVVVVV 


¿SB!!S3S1S+!)¿ (J 


¿$ŠB!1$3$1SG$9¿ (U (¿$B>P¿ (J) 
—-MESSAGE FILE 22970 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000239html.html 


--MESSAGE FILE 22971 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000240html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Wed, 25 Jun 1997 21:20:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5S5or2laSa9v@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B10CF6.21D7@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


ESBS2!*%a!<SkSKSISCSFSSS?SNSGS9S+!*3 (J 

¿SBS9$$5$2S;Ss$GS7$?!*!*¿ (J 

£$B1081$,NI$/J,$+S$iSJIS$$/$; $K1Q81HG$N%M%9%1$J$s$+; HSCSFSSSkS$+Sig¢ (J 
¿SB4VOcS (SFSTS*SSS*S7S 2! #2 (J 


V V V V 


2$B!!F|K\81HGSG$b$?$*SKS"$5S*S9SMz (J (*%; 


2$B!!!VIV?. !WS\%?SSSNT}$,2!$7$d$9SSSbSsSIS!!#3 (J 
ESB! !S"S$aSjS+S8Sc%a! <SkSNI}S,M%S@h=gOL9ODSSSsSSGS7TSgGS&S+SM! Ք, (J 
—-MESSAGE FILE 22971 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000240htm1-. html 


Net Yaroze newsgroups message dump.txt 


—-MESSAGE FILE 22972 START: 


1 
Path: chuka.p 
From: <unfo_n 
Newsgroups: p 
Subject: test 
Date: 25 Jun 
Organization: 
Lines: 3 
Message-ID: 


NNTP-Posting-Host: 


X-Newsreader: 


5577-test 


ic@qa2.so-net 


00 
1997 15:24:28 


laystation.co. 
.ՕԷ.յք» 
laystation.ny. 


Page 15342 


net-yaroze-usenet/00000003-SCEI/ny/test/00000241html.htm 
uk!newsl.scei.co.jp!usenet 
test 


GMT 


PlayStation Net Yarouze 


<01bc7da8$d1889c20$4ab584d2@unfo-nic.so-net.or. jp> 
210.132. 


180.18 


Microsoft Internet News 4.70.1155 


—-MESSAGE FILE 22972 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000241html1 html 


--MESSAGE FILE 22973 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000242html.htm 


1 


Path: chuka.p 


laystation.co. 


uk!newsl.scei.co.jp!usenet 


From: KODA1 <kodal@fa2.so-net.or.jp> 


Newsgroups: 
Subject: 


p 


laystation.ny. 
=?iso-2022-jp?B?GyRCJUYLOSVIISkbKEo=?= 


test 


Date: Thu, 26 Jun 1997 14:30:55 +0900 
Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <33B1FE8F.268B@éfa2.so-net.or.jp> 
Reply-To: kodal@fa2.so-net.or.jp 
NNTP-Posting-Host: 210.132.160.87 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 


Content-Trans 


fer-Encoding: 


7bit 


X-Mailer: Mozilla 3.01 [ja] (Win95; I) 

2SBSFS9%HSGS9! #2 (J 

¿SB#O#K!)¿ (J 

—-MESSAGE FILE 22973 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000242html.html 


--MESSAGE FILE 22974 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000243html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: KODA1 <kodal@fa2.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIISkbKEo=?= 
Date: Thu, 26 Jun 1997 14:32:46 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33B1FEFE.7095@fa2.so-net.or.jp> 
References: <33BI1FE8F.268B@fa2.so-net.or.jp> 
Reply-To: kodal@fa2.so-net.or.jp 


NNTP-Posting-Host: 210.132.160.87 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 


X-Mailer: Mozilla 3.01 [ja] 


charset=iso-2022-jp 

7bit 
(Win95; I) 

KODA1 wrote: 

> 

> ESBSFSOISHSGSO! #2 (J 

> ¿SB#O#K!) ¢ (J 


ESBHOHK! *2 (J 
—-MESSAGE FILE 22974 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000243html1l-.html 


--MESSAGE FILE 22975 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000244html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: radheeth@fa2.so-net.or.jp (Luno) 
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Newsgroups: playstation.ny.test 

Subject: =?1ISO0O-2022-JP?B?GyRCRWo5RiQ5UGskOyO5JUYLOSVIJEMkORSoQg==?= 
Date: Thu, 26 Jun 1997 15:17:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <radheeth$89ad19970626151737@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.144.111 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.018 (UNREGISTERED) 


97/06/26 

ESBS*S1SOSOSPS?S/SCS9! #¢ (1 
¿SB%$W%j%s%S?¿ (BMI-5102; SBGc$*S&$H$7$?$i:_8KSIS7TSCS9O! #2 (B 
¿SB% (SWS3=%SMjS~ SCSO9SASCSSSHIJSr$=SmS (SFS/S1!#¢ (B 


ա 


Luno radheeth@fa2.so-net.or.jp 
—-MESSAGE FILE 22975 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000244html1l. html 


--MESSAGE FILE 22976 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000245html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCRWo5SRiO5JGskQyO5JUYLOSVIJEMkORSoSg==?= 
Date: Thu, 26 Jun 1997 20:59:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <S5otlrbS$d89@newsl.scei.co.jp> 

References: <radheeth$89ad19970626151737@news1l.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B259B7.6222@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Luno wrote: 
> 97/06/26 
> eSBS*S1SOSOSPS?S/SCS9O!#¢ (J 


¿SB!!S*SbS$SSSCS$S-SjJSOSPS?SSSF2<$S5SS!#¿ (J 


> ¿SB%SW%j%s%?¿ (JMJ-510¿$SBGcS*S&SH$7S?Si:_8KSJS7SCS9!#¿ (J 
> ¿S$B%S (SW%=%sMj$`SCS9SAScŠsSHIJSrS=$SmŠ(SFS/S1!#¿ (J 


j 
W 
2$B!!F|K\SNz (JEPSON: $B$O; (JMacg SBMO$N%9%-ScSISISiSSSPSHS+$r% [1 <%° $Z!<S8SKe (J 
ՀՏ !CVSSSFS/S1SSSNSG7TyS$¢ (J (¿SB>P¿ (J) 


ESB! !S"SaSjS+SN;e (JEPSON; SBSHS+%h!<%SmSCSOSNSKSOS"SkKSNSK!*!*!*3 (J 
—-MESSAGE FILE 22976 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000245html-. html 


--MESSAGE FILE 22977 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000246html.htm 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "GSX-R (K.Tamura)" <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.test 


Subject: test 

Date: Thu, 26 Jun 1997 22:24:39 +0900 
Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33B26D95.A2B89571@ymg.urban.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp; x-mac-type="54455854"; x-mac-creator= 
"4D4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 (Macintosh; I; PPC) 


Net Yaroze newsgroups message dump.txt Page 15344 
X-Priority: 3 (Normal) 


Netscape Communicator 4.01 for PowerMacintosh¢SBSNSF%S9SH! #¢ (J 


-—-MESSAGE FILE 22977 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000246html1l.html 


--MESSAGE FILE 22978 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000247html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: akabori <akabori@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: t 

Date: Fri, 27 Jun 1997 03:05:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33B2AF50.6261@ka2.so-net.or.jp> 
References: <33AFCE3B.19F3@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.149.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


akabori wrote: 

> 

> test 

7 SBSbS&012s3F%9%H3 (J 

-—-MESSAGE FILE 22978 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000247html. html 


--MESSAGE FILE 22979 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000248html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCJUs1LLSUOJUWs1VRsoSg==?= 
Date: 26 Jun 1997 18:51:08 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1 

Message-ID: <S5oudmsSe4a@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


RE ¢SBSFS9SHSGS9S, !&!&!&l#z(T 
—-MESSAGE FILE 22979 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000248html1l. html 


--MESSAGE FILE 22980 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000249html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@jsn.justnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiVLJUSOILNCVrJVUbDKEo=?= 
Date: 26 Jun 1997 18:53:24 GMT 

Organization: =?ISO-2022-JP?B?VFBNLKNPIFNPR1LOQgGV09SS1IM=?= 
Lines: 1 

Message-ID: <S5oudr4Se4a@newsl.scei.co.jp> 

References: <5om9eo0S4qv@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.238.45.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


RE ¿SBSN%$F%S9%H$bS$&01EY;¿ (J 
—-MESSAGE FILE 22980 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000249html.html 
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--MESSAGE FILE 22981 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000250html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Fri, 27 Jun 1997 08:04:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@news1.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 
> ¿SB!!S3S1SGS9¿ (J (¿SB>P¿ (J) 
ESBSES*!"S3SsSTSHS3SmSKS*SG!*3 (J 


—-MESSAGE FILE 22981 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000250htm1l. html 


--MESSAGE FILE 22982 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000251html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: radheeth@fa2.so-net.or.jp (Luno) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCRWo5SRiO5JGskQyO5JUY1LOSVIJEMkORsoQg==?= 

Date: Thu, 26 Jun 1997 15:35:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <radheeth$89ad19970626153519@news1.scei.co.jp> 

References: <radheeth$89ad19970626151737@newsl1.scei.co.jp> 

NNTP-Posting-Host: 210.132.144.129 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.018 (UNREGISTERED) 


playstation.ny.test ¿SBSN;¿ (B 
¿SB5-;vSKS*SSSF (B 1997¿SBG/¿ (B06;$B7n¿ (826258Ք | չ (B (¿SBLZ¿ (B) 152$B; ~¢ (B17¿$BJ, ¿ (837 
ՀՏԼԸ:" "(8 

¿ $B; dSO=qg$-S*S7S$?! #2 (B 

> ¢ S$B%W%j%s%?¿ (BMJ-510¿$BGc$*$&$H$7$?$i:_8K$J$7$C$9!#; (8 

>¢ $B% (SWS=SsMjS* SCS9SAScSsSHIJSr$=SmS ($F$/$1!#¿ (B 


¿SBS*“S";DG0!#S*SCSŠ[SCS[!# (B 


Luno radheeth@fa2.so-net.or.jp 
—-MESSAGE FILE 22982 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000251html.html 


--MESSAGE FILE 22983 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000252html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "yoshida" <yoshidaQucs-hiroshima.ac.jJp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 27 Jun 1997 12:56:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc82f8Sc7d979b0S212b8dd2@dyna650tune> 
NNTP-Posting-Host: 210.141.43.33 

X-Newsreader: Microsoft Internet News 4.70.1155 


test 
—-MESSAGE FILE 22983 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000252html1 html 
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--MESSAGE FILE 22984 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000253html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Kawaguchi <igamaru@u-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-4jp?B?GyRCIO0I jRyYRLJUEQKICRGJE4 8QUxkJECkOSE jGyhK?= 
Date: Fri, 27 Jun 1997 23:28:39 +0900 

Organization: u-net 

Lines: 24 

Message-ID: <33B3CE17.2ABC@u-net.or.jp> 

NNTP-Posting-Host: 203.138.210.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿$B!!$I$&$b=i$a$^$7$F; (Jigamaruz$BSH$b$&$7S$*S9! #2 (J 
¿$B!!¿ (J 
¿S$SB!!$J$SsS$S+$d$SmS$S&$<SN%$5%s%W%$k%$W%m%$0%i%`S$r2r@O;¿ (J 
¿SB!!S9Sk;vSKShS$SCS$SF!"JY6/S59;SFSSS?S@SSSFSSS*“S9!#¿ (J 
¿SB!!1J%=!1<%9SN8x3+S$S"SjS, SHSES4S6SSS*S9!Ke (J 
¿S$B!!AaB.S=$N%$SW%m%$0%i%`$K;H$oS$1l$F$$S?L?NaSK4XS9; (J 
¿$B!!$k<ALd$J$s$G$9$, !"#B#GL?Na$K$D$$$F$G$9!#¿ (J 


¿$B!!<ALA$NBP>] SHSJSkSWSmS0%i%° SO#M#O! T#TISSNe (J 
¿$B!!FOJ*$,F0$/$d$D!K$G$9$, !"S=S3SG!"#C#HE#FL#EL: (J 
£$B!!Sr@_DjS7SF! "#M#A#PSrAHSsSSG!"#B#GSG; XDj!"2 (J 
¿SB!!S9SkS$SsS@SmS&SJS!!<SHSSS&463PSOSQ@SSS?SS¿ (J 
ESB! !SoS+SCS?SNSGS9S, ! 'RMRA#PSN#i#n#d#e#xSK;¿ (J 
ՀՏ8 !SDSSSFShS$/SoS+SiSISSSNSGS9! #2 (J 


LSB! ! 6QBNE*SK%5%sSWskSGSO! "#B#GS, OLLLAPS6SNShHSESTz (J 
ԵՏՔ !GX7ISKSISCSFSSS$*S9S, !"S=S1$Sr!"S"SkOLCVSKg (J 
2$B!!@PSr!"5SSrIA2ZH$7$?SSSHS—-SKSIS&S9IS1SPSSSSSsS$G; (J 
¿SB!!S7SgS&S+!)¿ (J 


¿SB!!S=S$S1SGSOShSmS7$/S*4j)SSSSS?S7S%S9!#¿ (J 


e-mail:igamaru@u-net.or.jp 
—-MESSAGE FILE 22984 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000253html. html 


--MESSAGE FILE 22985 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000254html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Sat, 28 Jun 1997 06:47:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <33B434F7.A471151D@tau.bekkoame.or.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.210.134.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¿$B!!%"%a%j%+$8$c%a!<%k$NJ}$, M%@h=g0L9b$$$s$G$7$g$&$+$M!#¿ (J 


ESBS" Sab jS+ 2MSOS*$*S$ ESCSOSTSHS3$m$, $"$k$+$i!":Y$+$$$H$3$m$^$G$O5$$K$7$F$$$J; (J 
¿SBSSSN¿ (J 
¿SBS+SbS$S7$91%$%9;SsSM!#!!¿ (J 
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--MESSAGE FILE 22985 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000254html1l html 


--MESSAGE FILE 22986 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000255html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: "=?ISO-2022-JP?B?GyRCI1M3jQOSNUISUbKEo=2?=" <sat@ga2.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJCokZCEpGyhK?= 
Date: 28 Jun 1997 03:36:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <5p20r7S$ii2@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.219 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SBS5SCS-SN5-;v$,EJ9FSGS-SFSJSSS>¿ (J 


t "y = Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 22986 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000255html.html 


--MESSAGE FILE 22987 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000256html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "=?1ISO-2022-JP?B?GyRCIIMJOSNUISUbKEo=?=" <sat@ga2.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?UmU6IBskOiQqJGOhKRsoSg==?= 
Date: 28 Jun 1997 03:43:36 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5p2198Sij1@newsl.scei.co.jp> 
References: <5p20r7$ii2@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.225 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¿SBS5SCS-SN5-;vS$,EjJ9FSGS-SFSJSSS>¿ (J 


£$B22?S,0-$+SC$?SsS@Smz (J 


(42%) fe Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 22987 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000256html1l. html 


--MESSAGE FILE 22988 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000257html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 29 Jun 1997 17:03:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33B616E7.90@niftyserve.or.jp> 
NNTP-Posting-Host: 203.139.230.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


test by krd 
—-MESSAGE FILE 22988 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000257html.html 
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--MESSAGE FILE 22989 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000258html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: krd <CQD00245@niftyserve.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test by krd 

Date: Sun, 29 Jun 1997 17:09:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33B61841.4DC8@niftyserve.or.jp> 
NNTP-Posting-Host: 203.139.230.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


ESBSFSOSH! #2 (J 


krd (Yousuke Kuroda) 
CQD00245@niftyserve.or.jp 
—-MESSAGE FILE 22989 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000258html. html 


--MESSAGE FILE 22990 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000259html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-4jp?B?GyRCIOI jRyRLJEQKIJCRGJE 4 8QUxkJECkOSE jGyhK?= 
Date: Mon, 30 Jun 1997 20:30:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <5p85kjSpcj@newsl.scei.co.jp> 

References: <33B3CE17.2ABC@u-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B798E3.22DF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Kawaguchi wrote: 
> ¿$B!!$I$&$b=i$a$^$7$F; (Jigamaruz SBSHSbS&$78*S9! #2 (J 


ESB! !SISbSISb; (UGSX-R¿SBSGS9!#¿ (J 
> ¿SB!!SJSsS+SdSmS&S<SN%$5%Ss%*sW%k%W%m%0%i%s`Sr2r@O¿ (J 


¿SB!!S9Sk;vSKShSCSF!"JY6/S5S;SFSSS?S@SSSFSSS*S9!#¿ (J 
> ¿SB!!!J%=!<%9SN8x3+S"SjS, SHS&S4S6SSS S9!K¿ (J 


v 


¿SB!!S&SoSC!#;29MSKS5SS1SFSkJ)S, KNAEvSKSSSk$SHSO;WS$SS*S;SsSGS7S?¿ (I (^^; 
2SB!!S"SNFOJI*S, FOS/S@S1SNSdASDSKS0%?%3ST%P%0S, SS$S/SDS+@x$s$GSSSkSNSG:; (J 
2 $B! !5$SrIUS1SFS$/$@$5$$!#011~F0$/SNSGS$*S$9S*S9LG2p$G$9¢ (I (^^; 
¿SB!!E_SNS/SsSAS[SU%-%c%s%Z!<%s$GSOD>SCS$SFS$SkSOS:SGS9SNSG¿ (Մ(՞՞չ 


> 2$B!! 6gBNE*SK%5%s2W3k$GSO! "#B#GS, OLLLAP8 6SNShS&S$Tz (J 

> 2$B!!GX7I$KSISCSF$$$*$9$, |"$=$1$r!"S$"SkOLCV$Kg (J 

> ¿SB!!@PSr!"5SSrIA2hS7S?SSSHS-SKSIS&S9S1SPSSSSSsSSG: (J 

> ¿$B!!$7$g$&$+!)¿ (J 

¿$B!!$(!<$C$H!";¿ (Jogdi $B$H$$$&: (մս Տտիօքեւչ5Տ817: (Junsigned shortz;$B!K$G!"%a%b%j$r3NJ]$ 
T$F$ke (J 

LSB! !SHS3S, S"$KSH; ՈՏՏՏՏ917525Մ554 (Jmain.ce$BSNz (J334 $B9TL\ !K! #$=$N3NJ] $7$ ?7NNOHSK!" 
2 (7 

ZSB! 1E, EVSK%; SkHV9f ! ISHS 5$"$ (S: SISs$GSbS$SSSSNSG! KSr=q$$$F$_SF2<$58$! #2 (J 
£S$B!!STS&$$S$&86M} SUSNS+$0$+SKkSH;WSSS*S9O! #2 (J 

Հ581 12 (Jmain.cg$B$Nz (J3352$B9TL\$Nz (Jbzeroz $BSG! "A4 It #0SKS$7SFS$$k$N$GAp8 6 $KSISCSES$$$ 
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A“S9!#¿ (J 
¿SB!!5?LdSJSIS"SjJS*“S7S?SiSJSSsSGSbJ9SSSF2<S5SS!#¿ (J 


¢$B!!=hM}A4BNSO! "B_SNS/SsSAS [SU%-%C%S%Z!<%SSSNI}$,B?>/S*SHSDSKSISCSFS*S9! #3 (J 
ESB! !S?S@S7S3SCSASKSO#BHEGS, SUSSSS$GS9S,¢ (Մ(՞՞չ 
ESB! !<!SNSSSYSSSHSKSOSDS&SASGSCSHS*S7SIS=!<S9Sr=PSTS*SISSSG! Իւ (J 


ESB! tSSS$+$s!#SSSYSssHANS7S+SISKSHSASCSFSISS; v$, SPS1SPS1S STE (Մ(՞՞չ 
—-MESSAGE FILE 22990 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000259html. html 


--MESSAGE FILE 22991 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000260html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Mon, 30 Jun 1997 20:31:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5p85mjSpcj@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B79923.5990@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> ¿SB%"%a%j%+?MSOS*S*S6$SCSOSJSHS3SmS$,S"S$kS+S$Si!":YS+SSSH$S3Sm$*SGSO5$SSK$S7SFSSSJ¿ (J 
> ¿SBSSSNz (Մ 
> ESBStS$b$7$1$*S;$ssM!l#!le (J 


¿SB!!$$$d!<!"S$GS$Sb: [H=B?$S$9qS@S=SESGSIST2 (J (“ j; 
—-MESSAGE FILE 22991 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000260html.html 


--MESSAGE FILE 22992 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000261html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Mon, 30 Jun 1997 20:38:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5p8625Spcj@newsl.scei.co.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B79A94.7C59@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> ¿SBS&S*!"S3SsSJSHS3SmSKS*SG!*;¿ (J 
¿SB!!0JA0!";dsNS[!<%$`%Z!<%8SO!" (J 


¿$B!1!: (UNY¿ SB<+BN$N5?L1dE@$d¿ (JUNY ¿ SB4k2h<<$KBP$S9SkENS3jSHS$S&S+SJSsSHS$S&S+!" (J 
¿S$B!!$=$&S$$CSŠ?Sb$SNSN8G$S2$S3$GS7$?¿ (JU (¿SB>P¿ (J) 
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ESB!t:G6aF~SCS?2q0wS5SsSb!";wS?ShS&SI46S8S$r; } SCSFSk; v$, SoS+SCS?SsSG;¿ (J 
ESB! tS"SJIS, SA<+J, SN<gD%SO4V0cSCSFSIS+SCS ?2SNS@SIS!SHS+D4; RS3SSSFS*S9! #3 (J 


¿$ŠB!!1$=$N$*$+$2$+!"%+%&%s%H?t$,2q0w%[!<%`%Z!<%8$H$7$F$O#2#0#0#0D6¿ (I(^^; 
¿$B!!$5$9$, $K:#$0?-$S$IJI$/$I$J$^$7$?7$, !#¿ (J 


ESBI!IS[!<%3° 3Z!<S8SCSFOLJ}DLOTSISNS, 5$$K$$$i$J$/$F!";¿ (JWebChatz$BS$d7G< (HD; (J 
258115 525557ՄՏԵՏԱՏ, 2q0w% [!<%> $Z!<38SKS [ s s po saya, 
2$B!!%a!<%k$85c9-$/$_SsSJSHOCSGS- 905557 | "DL>O$Ng (News, SBSG¥m! <t+$k$JoC$r¿ (g 
ESB! | SOSKSNSbSASGSCSHS"S1S+STSH! #2 (J 


2581 15Հ- ԱԱ ՆՆԵ ey $N%$[!<%`%$Z!<%8$+$Si%j%s%/$rE=$C$ŠF¿(J 
¿$B1101;-4|@jNN$7$F$7$2$C$?$So$1S$G$9; (7(՞՞չ 


¿SŠB!!<+J,SNS[!<%`%Z!<%8SOA4A3992?7S7S$F$JS$SSSNSG!"$$S*ASQ@SKSj%s%/SŠ,¿ (J 

ESB! !DSSiS1SFS*S9O!#S*°S"s (JUNY ¿SB4k2h<<SbSJSKSb8GSCSFS3SJSSSNSG!"S3SNS“S “SK; (J 
¿$B!!$7$F$*$/$D$b$I$G$9$, ¿ (I(^^; 

--MESSAGE FILE 22992 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000261html.html 


--MESSAGE FILE 22993 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000262html.htm 
1 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Kawaguchi <igamaru@u-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIOI jJRyRLJEQKJCRGJE4 8QUxkJECkOSE jGyhK?= 
Date: Mon, 30 Jun 1997 23:43:25 +0900 

Organization: u-net 

Lines: 37 

Message-ID: <33B7C60D.793A@u-net.or. յք» 

References: <33B3CE17.2ABC@u-net.or.jp> <5p85kjSpcj@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.138.210.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESB! !!1S1S9S"S5S, SHS&S4SESSS*SO!#I Ie (J 

ESB! !!!e (J 

> ¿SB!!S&SoSC!#;29MSKS5S1SFSkJ)S,KNEvSKSSSkSHSO;WSSS*S;SsSGS7S?; (Մ(՞՞չ 

> G O oe 

> ¿SB115S$rIUS$15SF$/S0$5SS!1#011- FOS/SNSGS$*S$9S*S9LQ2p$G$9¢ O 

> ¿$B!!E_$N$/$s$A$[$U%-%c%s%Z!<%s$G$OD>$C$F$k$O$: ԱԱ S 258111 ւշ (7 
ESB! 111: (Jkamez SBS5$sSN%=!<%9SbS*S*SSSK; 29MSKS5S; greaszeesserssh* Տ9Տ, Ime 


¿$B!!!!#B#G=hM}$NSW%m%0%i%` SO! "=i1SaSFS*L\SKS+S+SkSbSNSGS7S?! #2 (J 
ESBI!!!s*% $?1NS°SkSAS239%/SN= hM} $bM}2r$G$-$^$;$s$,!"; ԱԱ ԱԶԱՆ 
¿SŠB!1112?7A/$SJ%S$"%$k%4%S3j%:%` SG! "G>L#A9Sr;I7c$S7SFS/S1S%S7S?!#¿ (J 


¿SB!!112q0wSKSJSCSFS+Si01G/SbS?$SDSNSGS9S, !"SJSKSbSGS-SJSS>uBVSG!"¿ (J 

ee Սր ee Տ ՏՈՐ 
!!!1SN86M)SJSIS,8x3+S5S1SFSSSk!"%Z!<%8Sr8+3XS7SFS=SmS=Sm;¿ (Մ 

¿SB!!11SJSsS+SdSmS&S<SHSSS&S3SHSGJY6/SrS$S7=PS7S?SNSGS9S, !"¿ (J 
տ 


¿SB1!111S%“$S@S“S@AOESB?FqSJShS$S&S$SGS9!#; (J 

> ¿SB!!S( To ՆԱՆ (Jbgd¿SBSHSSS&¿ (Ju_short;$B!Jz (Junsigned short;$SB!KSG!"Sa%b%jSr3NJI 
]S7SFSk¢ ( 

> pest Guo SSBB E NEON GC Bite dial tensa as EC Se NGO 
1": (J 


> ¿SB!!E,Ev$K%$; SkHV9f!J$H$jS"$ (S$: SISs$GSbSSSSSNSG!KSr=qSSSFS_SF2<S5SS!#¢ (J 

> ¿SB!!SIS&SSS&86M)SJSNS+SoS+SkSH;WSSS S9!#; (J 

> ¿$B!!¿ (Umain.c¿SBSN¿ (00335; SB9TLNSN¿ (Jbzeroz SBSG! "A4It#O0SKS7SFSSSKSNSGApP8 6SKSISCSFS 
SS*°S9!#3 (J 

> LSB! | 52LASTST$"$4$°S7$2$i STSs$GSbI9SSSF2<$58$! #2 (J 


$B!!! !AaB. ;n$7$F$_$*$9!#z (Jbzerog $BSN2r@b$0%5 ! ՀՏՔՏՍՏ) ! <$1%` SNSIS3$GS5$1SFS$$k¢ (J 
ESB! !!!SsS@Sm$é&!)!)!)e(T 

> 

> 2$B!!=hM}A4BNSO!"E_SNS/SSSAS [$SU%-%c%8%Z!<%SSNJ}$,B?>/S*SHSbDSKSISCSFS*S9! #3 (J 

> ¢SB!!S?S@S7S3SCSASKSO#BHEGS, ՏՄՏՏՏտՏՇՏցՏ, 4 (Մ(՞՞չ 

> SAB! 1c! oss 5 n | <8 9$r=P$7$^$9$5$G!# (J 


2$B!!!!4|BTS7SFS$$$*S9!"S, SsSPSCSFS/SQS5SS!#3 (J 
ESB! !!!S*%S?!"SASg$/SASg$/<ALdS5S; SFSSS?S@S-S*S9! #3 (J 
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> The two available, Caetla and Ez-O-Ray (read it backwards) both have 
> PC programs to upload data and programs to the Yaroze. It's 
> VERY fast. 


You lose the source debugger if you go this route - and the Codewarrior 
debugger is very good. 


> James 


My view is that you shouldn't use the replacement ROM's. I think Sony 
agree with me there.... 


Craig. 

(who wrote the ARS library mentioned in the first message - don't make Sony 

force me to withdraw it....) 

—-MESSAGE FILE 2429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01132 


-—-MESSAGE FILE 2430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001133 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting memory card fault 

Date: Fri, 12 Jun 1998 01:21:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35807482.254011A5@compuserve. com> 

References: <357C8169.9A5E5COA@compuserve.com> <3580055F.7B8F3F08@ndirect.co.uk> 
NNTP-Posting-Host: 1d36-170.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 


Yes, I beleive this is true. When connecting a multi-tap, the memory card 
has to be removed from it's normal slot (as the slot is obscured by the 
multi-tap's plug) and inserted into socket 1 on the multi-tap. This works 
for software (including the Yaroze libs) which doesn't even recognise the 
multi-tap. i.e. a memory card can be read/written to through a controller's 
socket! 


Well I never realised that, never seen a multitap close up, but this proves that 
it is some kind of serial bus. How many slots are there on the multitap? 
Something I also noticed was that the memory card has a crystal oscilator 

on the printed circuit board, kinda weird as you would have thought the clock 
pulses would be generated by the playstation. 


> This got me thinking along similar lines also. If we can write to a memory 
> card through the multi-tap (which is only connected via a controler port) 

> then we are half way there. Now if only I could find out what the OS is 
> 
> 


actually doing to write to a memory card... Does anyone have a copy of the 
Yaroze libs source code? (only kidding) 


Hmmm, you use file I/O to access the memory cards, so the actual code that 
writes 

to them is well hidden! Maybe there is a file I/O device that can talk to the 
multitap 

and the shock pad? 


> I think the addresses given above will vary depending on the libs used, and 

> will probably differ from version to version. I think the data from the pads 
> is copied to RAM at this location by the OS. 

I have a feeling that the real addresses of all the hardware bits & bobs 

are below the magic 0x80000000 address. 


Nick 
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¿SB!!!!: (J 
—-MESSAGE FILE 22993 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000262html.html 


--MESSAGE FILE 22994 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000263html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIOI jRyRLJEQKICRGJE4 8QUxkJECkOSE jGyhK?= 

Date: Tue, 01 Jul 1997 19:20:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 48 
Message-ID: <5palsgq$scl@newsl.scei.co.jp> 

References: <33B3CE17.2ABC@u-net.or.jp> <5p85kjSpcj@newsl.scei.co.jp> <33B7C60D.793A 
@u-net.or. jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B8D9E9.4FB4@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Kawaguchi wrote: 


> 25811114 (dkamez SBS5$sSN%=!<S9SbS*S$*SSSK; 29MSKS5S; SFSSS?S@SSSFSS$*S9S,1"2 (J 
> ¢SB!!!!#BEG=hM} SNSWSmS03iS* SO! "=iSaSFS*L\SKS+S5+SkKSbDSNSGS7$?! #2 (J 
£$B!!SD!<%kSUS%) !<%Si%$`$NSiSSSVSiS3jSK!"¿ (IBG.LZH¢$B! JS@SC$?S$+ST!) IKSHSSSE&¢ (J 


ՀՏՑ 12 (JBGzZ$B;HSCS?S5%sswsk$, S"SjS*S9Sh! #¢ (J 


> 2gSB!!!!S*S?!1"S*Sk%A%?%9%/SN=hM} SbM} 2r$SG$-S$*S;SsS,!"; dSKSHSCSFSOz (J 
> ESB! !!!2?7A/SIS"Sk%S4%4%:%°> SG! "G>L#AISr; L7CSTSFS/S1S°S7S?! #2 (J 


¢$B!!!VE_SNS/SsSAS [$SU%-%c%8%Z!<%s!WSNSASDSNJ}$, $0$+$j$d$9$/¿ (J 
¿SB!!=q$S+S1SFSkS_S?SSSGS9¿ (Մ(՞՞չ 


¿SB!!:G=iSOOUL#ITL@S+SbS$S7S$S1S7 S;SsS, !"M}2r$7$F$7$^$ (SPS$$*S*SGSNI}K!$G¢ (J 
¿SB!1%2!<%`:nS$Sk5%$%$S,S79JS/SJ93S S9!#¿ (J 


¿SB!!SbSC$SH%*%7SJ5-=RK!SbS"SkSOS:SJSsSSGS9%, !"C/$b8+$;$2$,$5$*S;$s2 (J 
¿SB!!S+S$S1SMS'%=!<%9SO¿ (I (“%;¿SB!&!&!&!#¿ (J 


> ¿SB!!!!2q0wSKSJSCSFS+Si01G/SbS?SDSNS$GS9$, !"STSKSDSGS-SISS>UBVSG!"2 (J 
> ¿$B!!!!:G6aSK$J$SCSF$Sh$&$Sd$/!"%5%s%SW%k$N2r@b$d$i!"$d$d38S3$7$$IA2h¿ (J 

> ¿$B!!!!$N86M}$J$IŠ,8x3+$5$1$F$$$k!"%Z!<%8$r8+3X$7$F$=$m$=$m; (J 

> ¿$B!!!!$J$s$+$d$m$&$<$H$$$&$3$H$GJY6/$r$7=P$7$?7$ŞN$G$9$, !"¿ (J 

> gSB!I!!!S*S@S*S@ADESB?FQSIShS&SGS9! #2 (J 


¿$B!!; d$b2q0w$K$J$C$F#1G/0J>e$?$A$^$7$?¿ (J (^^; 
£$B!!SG$b%m%/$I; v$d$C$F$^$;$s!#¿ (Jnews¿$B$X$NEJ9F?t$O$+$J$JB?$$$G$9$,¿ (Մ(՞՞չ 


> ¿$B!!!!AaB.;n$7$F$_$^$9!#¿ (Jbzerog $BSN2r@b$0%5 !<SPSUS) !<%i%` SNSTS3SGS5S1SFS$$kz (J 
> ¿SB11!!!$sS@SmS&!)!)!)¿ (J 


¿SB!!SD!<Sk%US) !<%Si%S`FDbSN%S"%J%S&%s%9MQ¿ (JUnews¿SBSGS"Sk!" (J 
éSB!!¢ (Jplaystation.ny.tool.announce; SBSNSIS3S+SK2r@bS,S"SjS*S9! #3 (J 
£$B!!?7SP!<S8SgSSSNSiSSSVSiSjISrSOSE&SSSm!<SISTSISSSH; HS (S*S$;Ss!l#e (J 


<32F6A145.140B@f£l.scei.co.jp> 
éSB!!",S=SN5-;vSNz (JMessage-ID;$B$,$3S1SGS9!#¢: (JNetscape Navigator; SBSr$*;HSSSJISi¢z (J 
¿SB11%/%3J3%SC%S/S9S1S$SP5-;vŠ,I=<(S$5$1$SkSOS:SGS9!# (J 


> ¿$B!!!!4|BT$7$F$$$^$9!"$, SsSPSCSFS/SQS5SS$! #2 (J 
> ¢gSB!!!!1$S*S?!"SASg$/SASg$/<ALdS$5$; SFSSS?$@S-S*S9! #2 (J 
> ¿SB!!!!:#8eSHSbShSmS7S/S*4jSSS7S“S9!#¿ (J 
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> 

> ¿SB!!!!¿ (J 

—-MESSAGE FILE 22994 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000263html.html 
--MESSAGE FILE 22995 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000264html.htm 
1 


Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-4jp?B?GyRCIOI jRyRLJEQKIJCRGJE 4 8QUxkJECkOSE jGyhK?= 
Date: Tue, 01 Jul 1997 19:26:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <5pam8iSscg@newsl.scei.co.jp> 

References: <33B3CE17.2ABC@u-net.or.jp> <5p85kjSpcj@newsl.scei.co.jp> <33B7C60D.793A 
@u-net.or.jp> <5palsq$scl@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33B8DB62.C32@ymg.urban.or. յք» 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


<32F6A145.140B@f1.scei.co.jp> 


¿SB!!S"SjSc!)¿ (J 

¿SB1!14VO0cS$SCSFSkS_S$?$$SG%/%j%C%/S7SFSb=PS$ $; Ss!#; (J 

ԵՏՔ 1595 Տ՞ՏչՏտչ (Մ(՞՞չ 

—-MESSAGE FILE 22995 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000264html1l-. html 


--MESSAGE FILE 22996 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000265html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Kawaguchi <igamaru@u-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIOI jRyRLJUEQKICRGJE 4 8QUxkJECkOSE jGyhK?= 

Date: Tue, 01 Jul 1997 23:58:38 +0900 

Organization: u-net 

Lines: 40 

Message-ID: <33B91B1E.4F2E@u-net.or.jp> 

References: <33B3CE17.2ABC@u-net.or.jp> <5p85kjSpcj@newsl.scei.co.jp> <33B7C60D.793A 
@u-net.or.jp> <5palsq$scl@newsl.scei.co.jp> 

NNTP-Posting-Host: 203.138.210.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I) 


ESB!III!SES*S/!I"S*°SCSWSNI=< ($,SGS-S*S7S?! #2 (J 
éESB!!!!¢ (Jmemcpy¿$B!J¿ (Jbgd, &map[0] [0], (40*30)); 
¿SBSGS$S1$2S7S?!#!1¿ (J 


> ¿SB!!SD!<%k%US) !<%1%` SNSiSS%SV%i%jJSK!"¿ (UBG.LZH¿SB!JSQ@SCS?S+SJ!) !KSHSSS&¿ (J 
> ¢SB!!¢ (UBBG¿ SB; HSC$S?%5%s%W%k$,S"SjJS*S9Sh!#¿ (J 


¿SBMnSHS7SK9TSCSFMhS S9!#;¿ (J 


> ¿$ŠB!!!VE_S$SN$/SsSAS[S$SUS-%Sc%$s%Z!<%s!WSNSdSDSNJ)$,SoS+$SjS$SdS9S/; (J 
> ¿S$SB!!=q$S+S$S1SFSkS_S?SSSGS9¿ (U (%%; 


¿$B!!!!E_$N$/$s$A$[$U$NL>A0$K$D$$$F5?Ld$r; }$D$N$O;d$0$1$G$7$g$&$+!)¿ (J 


> ¢$B!!:G=iSOOUL#ITL@S+$b$7$1$%$;$s$, !"M)2r$S7$SFS7S%“S (SPSSS“S“SGSNJ)K!SG (J 

> ¿SB!!%S2!<%`:nSk5S$,S7SJS/SJSJS S9!#¿ (J 

> 2SB!!SbSCSH%*%7$I5-=RK! SbS"SkSOS:SI$s$GS9S, 1"Շ/ՏԵՑԻՏ:525,535՞5:55չ (J 

> ¿SB!!$+$SiSM$S'%$=!<%9SO¿(J(“%;¿SB!&!&!&!#; (J 

> ¿S$SB!!!!$=$&$GS9ShSM!"=i?4<T$O!J;d$r4*SaSF!K%*!<%@%j%s%0%F!<%V%kSŠJS$sSF!"¿ (J 
¿S$B1!11%3%US1%1%s%9S@0@S1$8$cS$SoSlSoS+$s$JS$SS+Si!"$?2$/S5$s$N%=!<%9$+$i;¿(J 


¿$B!!!!5[<}$5$;$F$b$i$o$J$$$H!"; H$ ($^$; $s$+$i!# (Մ 
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ESB!!! !#S#C#E#1$5$s$, Sb$SCSH!"S5%ssWSk$rDs6!$7SFS$/S1SISSSH!"3 (J 
29B!!!!135%&%SSISNIUO?S 8ScSISKSbHSGS—$*$; $s$t+Sil#e (J 


> ¿$B!!;d$b2q0w$K$J$C$F#1G/0J>e$?$A$^$7$?; (Մ(՞՞չ 
> 2SB!!SGS$b3m%/Sd; vVSASCSFS*S;Ss!#¢ ( ue ne wen ¿aoaaa Q (Շ՞» 


ESB! !!!S=S$eSGS9SM!"2 (InewszSBSGSh$/8+S*S9!##GHS#EX! ]#RSSSsSre (J 
¿S$B!!!1: (J 

> ¿SB!ISDI<Sk$Uš)!<%i$`Fp$N%"$J%š&%s%9MQ;¿(Jnews¿$B$GS"SkI"¿(J 

> 25811: (JgUplaystation.ny.tool.announce¿$B$N$I$S3$+$K2r@b$,$"$j%$* oe 
> 25811275 SP!<S8SGSSSNSIiSSSEVSISISLSASESSSM! <SISTSISSSH; HS (Տ՞ՏչՏՏ Ու (J 

> <32F6A145.140B@fl.scei.co.jp> 
> 
(J 


éSB!!",S=SN5-;vSNz (JMessage-ID;$BS$,$3S1SGS9!#¢ (JNetscape Navigator; $BS$r$*;HSSSJISi¢ 


> 2$B!!1%/%3SC%/S9S1SP5-;v$, I=< (S5S1$k$0$ : $G$9! #2 (J 
> gSB!!!!S4?F@ZSKS"$5$, SHS&S4S 6$SS*S9!l#e (J 
¿SB!!11S3S1SbMnSHS7SK9TS+S;SFSSS?S@S-S*S9!#¿ (Մ 


¿SB!!!!!!!1: (J 
--MESSAGE FILE 22996 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000265html.html 


--MESSAGE FILE 22997 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000266html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIOI jRyRLJUEQKICRGJE 4 8QUxkJECkOSE jGyhK?= 

Date: Wed, 02 Jul 1997 01:03:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <5pb9vjSt4v@newsl.scei.co.jp> 

References: <33B3CE17.2ABC@u-net.or.jp> <5p85kj$pcj@newsl.scei.co.jp> <33B7C60D.793A 
@u-net.or.jp> <5palsq$scl@newsl.scei.co.jp> <33B91B1E.4F2E@u-net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33B92A42.7BDF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Kawaguchi wrote: 

> ¢eSB!!!!S&S*S/!I"S°SCSWSNI=< ($,SGS-S*S7S?! #2 (J 

> 25811115 (Մոտոշք 5817: (Jbgd, &émap[0] [0], (40*30)); 
> ¿SBSGSSS1S“S7S?!#!1!¿ (J 


¿SB!1SGS-$“S7S?S+!#ShS+SCS?ShS+SCS?¿ (Մ(՞՞) 


> ¢SBMnSHS7SK9TSCSFMhS*S9! #3 (J 
¿SB!!B>SK$SbSS$SmSSSm%5%s%sW%kS"SjJS%*S9$sSG!"7k9=3ZS7SaS*S9!#;¿ (J 
¿SB!!SbpSCSHS"SkSHSSSSSJS!SHSO;dSb;WSSS*S9S, !#¿ (J 

> ¿SB!!!!F_SNS/SsSAS[SUSNL>A0SK$DSSS$SF5?Ld$r;)$DSNSO;dS@S1$GS7$gŠ&S+!)¿ (J 


¿SB!!Bg@*SSSkSH;WSSS*S9¿ (Մ(՞՞չ 


> ¿SB!!!1S=S$S&SGS9ShSM!"=i?4<TSO!J;dS$Sr4“SaSF!K%*!<%@%)j Ն Ր J 
> ¿SB!!!1%3%US!S1 sat 95051 $85c$0S1F0$+9=5I955+91 1757975598508 S$=!<S9S+Si¢ (J 

> ¿SB!!!!5[<)S5S;SFSbSiSoSJSSSH!";HS(S“S;SSS+Si!# (J 

> ¿SB!!!!!JKN?MSNSdSk5SSbS"SkSGS7$gS&S,!"1"1"IK¿ (J 


¿SB!1;dSN>19g!"M)2rS7SFSkS$S+SIS&S+2xS7SSSbSNSb7k9=S$S"S$SjS2S9¿ (J (“ °; 
¿SB!!E,EvSKS$SdS$SCSFS_SF!"FO0S1SPNIS7!*SH$SSS&SoS1$SGS7SF¿ (Մ(՞՞չ 


<news://32F6A145.140BQ@fl.scei.co.jp> 
—-MESSAGE FILE 22997 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000266html.html 


Net Yaroze newsgroups message dump.txt Page 15354 


--MESSAGE FILE 22998 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000267html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Thu, 03 Jul 1997 07:28:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <33BAD5FF.48DD91EE@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44gSkij@newsl.scei.co.jp> <5o0lc7cS$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mjSpcj@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¿SB!!SSSd!<!"SGSb: [H=B?SS9qS@GS=$&SGS9S7¿ (Մ(՞՞չ 


¿SBSSS/SiSJSsSGSb;HSS>!<j)$,0-S$SSS+SiSCSFAJS (SiS1SAScS&S3SHSOSJSSSGS7SgS&!#¿ (J 


ESBS"SN9QSG: [H=$, B2$SSN$SO0-FAJ[8n;NSK?)SSJ#SKS5S1SFSSSk$S+SiSGS7SgS&SM!#!!¿ (J 
¿ SB#T#B#SF |MK?<LK$N!V#C#B#S%I%-%e%a%s%H!W$r8+$F$k$H$=$&;W$$$^$9!#¿ (J 


--MESSAGE FILE 22998 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000267html.html 


--MESSAGE FILE 22999 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000268html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Thu, 03 Jul 1997 08:48:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <33BAE8E1.7B1D8E03@tau.bekkoame.or.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
cj@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.207 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


ESB! IS[!<%° $Z!<S8SCSFO1LIJ}DLOTSISNS, 5SSKSSSiSTS/SF!"3 (JWebChat ¢$B$d7G< (HD¿ (J 
ESB! ԼՏ ՏՉՏՏՏՄՏԵՏԱՏ, 2q0w% [!<%° %Z!<%S8SKS[$S7S+SCS$S?SsSGS9Sh!#¿ (J 
2$B!!%a!<%k$8$c9-S/S_SsSTISHOCSGS—SJISS$$7!"DL>o0$Nz (UNews¿$ BS$SG%m! <%$+%k$JOCSr¿ (J 
¿SB!!S 9Sk$SNSb$SASg$C$H%"%1$+$J$SH!#¿ (J 


V V V V V 


2SB7G< (HD$F!"J,$+$j0WS/SF$SSSSG$9ShSM!#$šKSe!<%9%0%k!<%WSh$j=qS-9-$_OWSSSh$& (J 
ZSBSI5$$,$78*S9! #2 (J 


> ¢$B!!<+J,$N%[!<%* 3Z!<%S8S0A4A399?7S7SFSISSSNSG! "SSS*S@SKS5SS3/S,E(T 
> ¢SB!!DSSiS1SFS*S9!#S*S"; (INY;SB4k2h<<SbSISKSb8 @SCSFS3SISSSNSG! "S3SNS*S“*SKz (J 
> ¢$B!!S7SFS*$/SDSbSj$G$9$,¢(J(%%; 


¿ SBJILSKGK2u3hF0$7SFSSSkSoS1S8ScSISSS7!"TBEGSSSOSTSSSGSTSgGS&! #2 (J 
ESBS3SNS*S“*!VSFS9SHSN<g! WSHS7SFS,SsSPSCSF2<S5SS!#¢ (J 


—-MESSAGE FILE 22999 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000268html1l-.html 
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--MESSAGE FILE 23000 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000269html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Toshiaki Imai" <imai@quest-kk.co.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?dGVzdCAbJEI1LRiU5JUghITtuODMbKEo=?= 
Date: 4 Jul 1997 10:57:43 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <5pikv7S8nb@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.133.28.115 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2SBS3$1S0!"SF39SHSGS9!#2 (J 


Toshiaki Imai (imai@tokyo.email.ne. jp) 


—-MESSAGE FILE 23000 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000269html1l. html 


--MESSAGE FILE 23001 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000270html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "tomyzoo" <tomyzoo@yk.rim.or.jp> 

Newsgroups: playstation.ny.test 

Subject: ¿SBSFS9SH¿ (J 

Date: 6 Jul 1997 04:40:05 GMT 
Organization: PlayStation Net Yarouze 
Lines: 10 

Message-ID: <5pn77j5Se7u@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.134.35 


X-Newsreader: Microsoft Internet News 4.70.1161 

ESBSaSC%; !<%8#I#DŚNSF$9$H!"!"!"; (J 

E$B%23S$%° %/%i%SS7S9SN2 (J*.DA¿SB$r¿ (J* .wav¿ $B$KL>AOSrJOS (SkSH#BHGHEMS , J9S1S*S91" I"; (J 
¿SBSGSDI" "š"$W%j%11<%7%g%s$N4XO"TU$1SG¿;(J*.DA¿SB$r¿ (Implay32.exez $BSKS$7$F$bz (J 
¿SBS (Si! <SKSISCSFS7$*S$$$*%S$92 (J (WinNT4.0 workstation SP2) 

¿SB2?SGSGS7SgS&SM! "INI ոչ (J 


tomyzoo@yk.rim.or.jp 


—-MESSAGE FILE 23001 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000270htm1. html 


--MESSAGE FILE 23002 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000271html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Takeo Tsunaki" <hk01_tlc@yo.rim.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Test of TAKE-O 

Date: 6 Jul 1997 09:49:57 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <0Olbc8a3d$15a7£c20$9587£7ca@hkO1l-tle> 
NNTP-Posting-Host: 202.247.135.149 

X-Newsreader: Microsoft Internet News 4.70.1157 


1997/7/6 
£$B:#G/SNz (J6¢$B7n! IMWS9SkSK!"@h7n!K!"F~2q$7$?SPS+Sj4SN! "9KLZ3YIW; (J (ehh03295) zSBSG$ 
9!# (J 


¿SBAw?.%F%9%HSrSŠ7SFSSS“S9¿ (J... 
--MESSAGE FILE 23002 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000271html.html 


--MESSAGE FILE 23003 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000272html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
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From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: Test of TAKE-O 

Date: Sun, 06 Jul 1997 20:18:12 +0900 
Organization: PlayStation Net Yarouze 

Lines: 16 

Message-ID: <redbug$ff£8d19970706201812@news1.scei.co.jp> 
References: <0Olbc8a3d$15a7£c20$9587£7ca@hk01l-tlc> 
NNTP-Posting-Host: 202.215.109.113 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.test ¿SBSN¿ (B <01bc8a3d$15a7fc20$9587f7ca@hk01-tlc> ¿$B$N¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/07/06/ 09:49 ¿$B:"!" (B 
"Takeo Tsunaki" <hk01_tlc@yo.rim.or.jp>¢$BS5$s$O=q$—-S*S7$?!#¢ (B 

>1997/7/6 

> ¿ŠB:#G/SN¿ (B6¿SB7n!JMWS9$k$SK!"Qh7n!K!"P<2q$7$?$SPS$S+$3jSN!"9Z<LZ3YIW¿ (8 (օհհ03295) ¢$BSG 
S9!#¿ (B 
> 
> ¿SBAw?.%SF%$9SHŠSrS7SFSSS*S9¿ (B... 


Internet News :;SB$rS*;HSSSNShS&SGS9S,!"e (B 
¿SB%$S%.%$J!<%:%U%) ! <ši%` $SNQbL@$r$4MwS/$Q@S5$S!#; (B 


http://wwwl.scei.co.jp/forum/News/ 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
-—-MESSAGE FILE 23003 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000272html1l. html 


--MESSAGE FILE 23004 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000273html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJEQkIJCRLUGOkOyRGJCOkPyVGJTkK1SDO1NFYbKEo=?= 

Date: Sun, 06 Jul 1997 23:23:52 +0900 

Organization: Japan 

Lines: 18 

Message-ID: <33BFAA78.34AEDB9@aix.or.jp> 

NNTP-Posting-Host: 202.208.35.104 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


2SBS3Ss$P$s$0! S9bEDSGS$9! փ (J 


ESBS*S?SASCSFS-S*S7$2!#S5F39SH=54V! #2 (J 
¿SBS3SNS;SSSGS7SP$Si$S/SOSASHSbSK%$O%=%3%s$K$5SoSl1S=S&SKSJSS!#¿ (J 
¿$BHa$7$$$+$JHa$7$$$+$J!#¿ (J 

¿SBSH$j$"$ ($:$O!$LEF|SN%1%] !<%H$r=q$->e$2$J$/$F$O!#¿ (J 


CSBA 51: Pe) AT A TE ETAT a b] a EEE EET ETT 
¿$B!!!!!!!!9pÞEDMNJ?¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www1.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 

éESBS*5SSKF~SjSM%SC% e nt aa ՅՈՆ 
SSBS} %s%/=8$H$$$&$N$r:n$C$F$_$?!#¿ (J 


¿$B:G=*99?77F|;~!!!1#5!12#1#9; (J 
¿$B99?7M=DJF|!!!!!1!1#5!?!)!)¿ (J 
--MESSAGE FILE 23004 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000273html.html 


--MESSAGE FILE 23005 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000274html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Mon, 07 Jul 1997 03:26:57 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5poo8q$fog@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <S5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mjSpcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE36E.4894@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> -SBS"SN9QSG: [H=$, B?$$SNSO0-FAJ [8n; NSK?) $$J*S$KS5S1S$FS$$Sk$+S$iSGS7S$gS&SM!#!!3 (J 
> ¢SBHT#BESF |MK?<LKkSN! V#CHBHESS1%-%e%aSs%H |! WSr8tSFSkKSHS=S6;WSSS*S9!#E (J 


¿$B!!$J$s$+$NFCHV$G8+$^$7$?$, !"¿ (J 
ESB! !JT[8n;NSN?t$b@ ($/B?S$S=S&SGSISM! #2 (J 
—-MESSAGE FILE 23005 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000274html.html 


--MESSAGE FILE 23006 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000275html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-4jp?B?GyRCJEQkJCRLUGQkQyRGJCOkPyVGJTk1SD01NFYbKEo=?= 
Date: Mon, 07 Jul 1997 03:28:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5pooarSfog@newsl.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE3AE.5ADF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> ¢SBS*S?SdSCSFS-S*S7S?!#SFS9SH=54V! #2 (J 
> ¿$B$3$N$; $$SGS7SP$i$/SOS$*SHSbSK%Q%=%3%SSKS$5$0S1S=S&SKSISS! #3 (J 
> ¿$BHa$7$$$+$JHa$7$$$+$J!#¿ (J 


2$B!!S"SC!"SF%9%H2&MMSNEP>1$@!*z (J 


> ESBSHSj$"S$ ($:$O!SL@F|$N%13] !<%H$r=q$->e$2SI$/SFSO! #3 (J 


¿SB!!S,SsSPSCSFS/S@S5SS!#¿ (J 
ESB! !; dSOSHS5S"S ($2 2?28%S93 (J (^^; 
—-MESSAGE FILE 23006 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000275html.html 


--MESSAGE FILE 23007 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000276html.htm 
1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 
Date: Mon, 07 Jul 1997 03:30:54 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 14 

Message-ID: <5poog7S$fog@newsl.scei.co.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
cj@newsl.scei.co.jp> <33BAE8E1.7B1D8E03@tau.bekkoame.or. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33BFE45A.5267@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> ¢SB7G<(HDSF!"J, ` heen rae gee e!<%9%0%k!<%WShS j=q$-9~S$_OWSSShS&2 (J 
> ¿SBSJ5S$9,S7S S9!#¿ (J 


¿SB!!NcSN?@8MSN;v7oSJS$SsS+SG!"SSSmSsSJSHS3SN7G<(HDS$S,@9S$Sj>e$,S$SCSFS*S9SM¿ (Մ(՞՞չ 
¿SB!!<BL>S$HS+<L??$%*$GS"SkS7!&!&!&!# (J 


> ¿SBJLSKGK2u3hF0S7SFSSSkSoS1$S8ScSJS$S$7!"J86gS$S$S$SoSJSSSGS7SogSŠS&!# (J 
> ¢SBS35NS$*S*! VSF%9ZHSN<g!WSHS7SFS, Ss$PSCSF2<S$58S$! #3 (J 


¿SB!!SIS&SJSSSGS9S+SMS (!#H?1~SOSIS/SFSb%A%S'SC% 1 ՅՅ ՏՉՏՏՏՄՏՏՏՕչ (J 
258115 %i%C%/%j%9%HSŠSKSO:NSCSFSkS+SbS7S1S S;Ss¿ (J ; 
--MESSAGE FILE 23007 END: net-yaroze- GS SCEI/ny/test/00000276html.html 


--MESSAGE FILE 23008 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000277html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 07 Jul 1997 18:05:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <radheeth$89ad19970707180541@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.239.156 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


Hi! bakeratta ¢SBSPS$1$iSCS$?2 (B 


LUNO radheeth@fa2.so-net.or.jp 
—-MESSAGE FILE 23008 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000277html. html 


--MESSAGE FILE 23009 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000278html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 07 Jul 1997 21:34:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <yasunaga$1f£7219970707213435@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.247.160.98 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


¿SBSFS9SH;¿ (B 


program ¿S$B%U%S)!<%Si%`%j!<%$@!<; (B Mr.K (¿$BOB1J¿ (B ¿SBOB90O;¿ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
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-—-MESSAGE FILE 23009 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000278html. html 


--MESSAGE FILE 23010 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000279html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: radheeth@fa2.so-net.or.jp (LUNO) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 08 Jul 1997 05:18:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5prijqa$28b@newsl.scei.co.jp> 

References: <radheeth$89ad19970707180541@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.229.216 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


¿ $B; dSO=q$-S*S7$?! #2 (B 
>Hi! bakeratta ¿SBSPS1SiSCS?¿ (B 


follow test 


LUNO radheeth@fa2.so-net.or.jp 
—-MESSAGE FILE 23010 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000279html1l.html 


--MESSAGE FILE 23011 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000280html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Mon, 07 Jul 1997 22:50:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <redbug$ff8d19970707225007@news1.scei.co.jp> 
References: <yasunaga$1f£7219970707213435@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.114 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.test ¿SBSN¿ (B <yasunaga$1f£7219970707213435@newsl.scei.co.jp> ¢SBSN¢ (B 
¿SB5-;v$K$*SSSF¿ (B 1997/07/07/ 21:34 :58:" "28 

Mr .Kz$B$5$s$O=qS-S*S7$?! #2 (B 

>¢ESBSFS9SH; (B 


WSNews ¢$BSO!"¢(B2.020 ¢$BS@SH!"; (BIE4.0 ¢SBSN5—-; vSN%?%S%H&Sk$, 2=$1$I$/SISjJS*S9SH! #¢ ( 
B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23011 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000280htm1. html 


--MESSAGE FILE 23012 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000281html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Suguru Oota <s1052018@u-aizu.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Wed, 09 Jul 1997 01:37:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33C26CC5.41C67EA6@u-aizu.ac. յք» 
NNTP-Posting-Host: 163.143.44.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 


Net Yaroze newsgroups message dump.txt Page 15360 


Content-Transfer-Encoding: 8bit 
X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 4.1.4 sun4m) 


test 


AcAA f¥;ESuguru OotaiË 

2AAAACI Ø ¥3¥6¥O¥A;U¥: TY'O3GES ս3ԿծԿՇՕԿձլաա Կլարա լս Նծ3522Բ16- 
s1052018@u-aizu.ac.jp ի 
http://www.u-aizu.ac. jp/~s1052018/ ('©»dAe;E 


—-MESSAGE FILE 23012 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000281html-.html 


--MESSAGE FILE 23013 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000282html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Suguru Oota <s1052018@u-aizu.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Wed, 09 Jul 1997 01:39:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33C26D2E.167EBOE7@u-aizu.ac.jp> 
NNTP-Posting-Host: 163.143.44.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 4.1.4 sun4m) 


testteest 
-- testtest 


AcAA f¥;ESuguru OotaiË 

2ñAAAç30@ ¥3¥6¥O¥A;U¥2 TY'O2GES ¥2 ¥O6¥O¥A; M¥zZ¥T[W¥E¥ լս Նծ3522Բ16- 
s1052018@u-aizu.ac.jp ի 
http://www.u-aizu.ac. jp/~s1052018/ (:0»5Ճ»լի 


--MESSAGE FILE 23013 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000282html1.html 


--MESSAGE FILE 23014 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000283html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Wed, 09 Jul 1997 07:45:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33C2C322.DA2B27D@tau.bekkoame.or.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
cj@newsl.scei.co.jp> <33BAE8E1.7B1D8E03@tau.bekkoame.or.jp> <5poog7Sfog@newsl.scei.c 
o. jp> 

NNTP-Posting-Host: 202.210.139.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¢S$B!!NcSN?@8MSN; v70SJSSS+SG!"SSSmSsSISHS3SN7GK< (HDS, @9Sj>eS, SCSFS*S9SM: (J (*%%; 
> 

> ¢£$B!!<BL>SHS+<L??S*SGS"SkS7T!&!&!&! #2 (J 

> 

¿SB%;%, SNEA8@HDSGSMSCSHISS7S, <L??SK%SI%S%S/DSSCSFSSSF8+SFST7TS*SSS“*S7S?! #3 (J 
ESBS*!"H* SH4XS0$ 4 9gSSSKSISk$3SHSOSTISSSGS7TSg$&S+Si!"; dSOSTSESGSHSSSSSNSGS9¢ (J 
LSBS, !"¿ (J 
(SBS"S1S@S15NA(S.Sr5/S3S7S?2E[SNLLSr8+SF5_52555HSSS&5S;)SASbJ,S+SiSJS/Sb5J55¿ (J 
ESBSGS9! #2 (J 
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http://www.netyaroze-europe.com/~nslaven/ 
—-MESSAGE FILE 2430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01133 


—-MESSAGE FILE 2431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001134 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: 12 Jun 1998 03:28:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn60183f.6ss.tjs@indy1l6.cs.monash.edu.au> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958eS$4e2b5800Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On 11 Jun 1998 23:13:23 GMT, Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 
>You lose the source debugger if you go this route - and the Codewarrior 
>debugger is very good. 


I don't see any reason why this should be true. all you need is something 
on the playstation side that talks the same protocol as hss.exe and gdb 
just over the AR link, rather than the serial cable. Once I finally get 
my comms link card, I'm going to make this my first order of business. 


As to using the Action Replay with the replacement ROMS, I can't see 
what's wrong. Development using pirated yaroze kits or (maybe) reverse 
engineered hardware information is wrong, but I don't remember anything 
in what I signed that said 'thou shalt not use alternative download 
methods.', which is all that it's been suggested that anyone use them for. 


toby. 
—-MESSAGE FILE 2431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01134 


—-MESSAGE FILE 2432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001135 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Fri, 12 Jun 1998 02:29:24 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <358091d9.12244996@news.scea.sony.com> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958eS$4e2b5800Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: client-—151-198-130-35.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

I was just reading about MAME and software ROMS. At least I now 
know that MAME is an arcade game emulator... 

Of course, to me, ROM is read-only memory... What is a software 
ROM? What is a visual ROM? 

In addition, is it unethical to use them because it is a piece of 
software that a company should be getting profits and royalties from 
the sale of? 

Thank you, 

Matt 


-—-MESSAGE FILE 2432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01135 
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—-MESSAGE FILE 23014 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000283html1. html 


--MESSAGE FILE 23015 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000284html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0o-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Wed, 09 Jul 1997 08:02:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33C2C6FB.B22623E9@tau.bekkoame.or.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <S5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> 

NNTP-Posting-Host: 202.210.139.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¿$B!!$J$s$+$NFCHV$G8+$^$7$?$, !"¿ (J 
> 2SB!!I[8n;NSN?t$b@ ($/B?S$$=S&SGS9SM! Ք: (J 


¿SB;JK!;n83SHS+Fq$7S/SJSSSNSGS7SgS&S+!)¿ (J 
¿$B4X78$"$J$^$; $s$, !":G6a%"%j$, 2?/F~STSFMNS*S9!#STS<S+S3SNA0SO%-—!<%\!<SISN>eg (J 


¿SBSK;¿ (J 
¿SB#3#0ST$-S/Si$SSS?2S+$CSFSSS$F!"Q@QDS6S$SaS*$7S$S?!#¿ (J 


--MESSAGE FILE 23015 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000284html.html 


--MESSAGE FILE 23016 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000285html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: Re: =?I1S0-2022-JP?B?GyRCI1AjUyN3IzI7YEsOGyhC?= 

Date: 9 Jul 1997 05:25:47 GMT 

Organization: Net Yarouze (SCE) 

Lines: 14 

Message-ID: <5pv7crS6pt@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1l. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> 

NNTP-Posting-Host: 202.247.139.133 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>¢SB4X78S"S5S°S;SsS,!":G6as"S5S, 2?/F~S7TSFMNS*S9!#STS<S+S$3SNA0SO%-—!<%\!<SISN>ez; (B 
>2SBSKz (B 
>¢SBE3S#OSTS-S/SiSSS$2S+SCSFSSSF!I"@DS6SaS*S$7$?! #2 (B 
> 


Cee .....«..« 
777777 7 


¿S$B2?2$+$3SNS7$?SNSG$9S+!)¿ (B 
2$B2?SKS7SFSb!"S$>SCSHS7S*S9SM! #ILSK5BS, /7ՏՏՏՇՏՕՏ"ՏյՏՐ՞ՏչՏ5Տ, !"HsF|>oE*$Jz (B 
¿$B; VSKS>SCSHS7S*S9O! #3 (B 

ESBSISs$+!"S3S$1S_S$F!"<+J, SNS-!<%\!<%IA]=|S7SFS?S5S7SF!#!J>P!Kz (B 


¿SB#K#B#O;¿ (B 
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-—-MESSAGE FILE 23016 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000285html-.html 


--MESSAGE FILE 23017 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000286html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: nhs50669@hal.ac.jp (shinji sato) 

Newsgroups: playstation.ny.test 

Subject: testl 
Date: Wed, 09 Jul 1997 23:41:13 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <nhs50669$12a019970709234113@news1.scei.co.jp> 
NNTP-Posting-Host: 202.216.233.134 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBS3SSSKSASO! #=i1EJ9FSGS9! #2 (B 
ESBSSS*S*SGSQ0%=S3%SSNIY6/SrS7SFS3SIS+SCS?SNSGz (B 
ESB: #!"61S7Ss$G$*S$9! #2 (B 


shinji sato nhs50669@hal.ac.jp 
—-MESSAGE FILE 23017 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000286html1-. html 


--MESSAGE FILE 23018 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000287html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: nhs50669@hal.ac.jp (shinji sato) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Thu, 10 Jul 1997 00:03:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <nhs50669$12a019970710000329@news1.scei.co.jp> 
NNTP-Posting-Host: 202.216.233.134 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


test 
shinji sato nhs50669@hal.ac.jp 
—-MESSAGE FILE 23018 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000287html. html 


--MESSAGE FILE 23019 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000288html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Thu, 10 Jul 1997 00:19:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5q0ae8S$80u@newsl.scei.co. jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33C3AC1D.3C3F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
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> ¢$B;IK!;n83SHS+Fq$7S/SISSSNSGS$7$g$&$+!) (J 


¿SB114JC1$SGSOSJSSSHSO;WSSS*S9$,¿ (Ժ(՞՞չ 


> ` ae eae $;$s$,!":G6as"S5S, ?/F~ST7SFMhS*S9!#STS<S+S3SNA0SO%—-!<%\!<SISN>e¢ (J 
> ¿SBSK; (J 
> ¢gSBH3#OSTS—S/SiSSS?S+SCSFSSSF!"@DS$6SaS*S7S?! #2 (J 


£$B! !0JA0!"S*3s%7%g%sSN#33, SK= ԱԱ ne S7S?!# (J 
¿$B!!It20$NBgA] }=|$r8757Simh$u$ /$J$48" SIGE ԱԱՀ oe Ի 
--MESSAGE FILE 23019 END: sta neu ect) 5 5 ey Pent erp re er ee ենն 


--MESSAGE FILE 23020 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000289html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testl 

Date: Thu, 10 Jul 1997 00:21:42 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5q0ahg$80u@newsl.scei.co.jp> 

References: <nhs50669$12a019970709234113@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33C3AC84.4D92@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


shinji sato wrote: 


> 2 SBSSS$*°S*SG%Q0%=S3%SSNIY6/SrS$7SFS3SIS+SCS?SNSGz (J 
> ¿$B:#!"61$7$s$G$^$9!#¿ (Մ 


ESB! 1ՏՏՏ՞Տ՞ՏՇՄՄՇ/Տ7ՏԲՏԲՏԵՇԼՏ7ՏՏ:ՄՏՕՏ"ՏյՏ՞Տ9չ (Մ(՞՞չ 
ESB! !5p?MSNS$—S*SOS1SG!"S3SmS 3SmIQSoOSk@S3&SGS9IS+SIiSMS (18181818 186182 (J 
—-MESSAGE FILE 23020 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000289html. html 


--MESSAGE FILE 23021 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000290html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Thu, 10 Jul 1997 00:22:26 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5q0aisS$80u@newsl.scei.co.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
cj@newsl.scei.co.jp> <33BAE8E1.7B1D8E03@tau.bekkoame.or.jp> <5poog7Sfog@newsl.scei.c 
o.jp> <33C2C322.DA2B27D@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33C3ACBO.6864@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> ¢£$B%;%, SNEA8@HDSGSMSC%SH9ISS7S, <L??SK%I%S%S/DSSCSFSSSF8+SFST7S*SSS*S7S?! #3 (J 
éSB!!S= ee (HDS,DYS1$?$+01; ~Dd;_SKSJISCS$?¢ 


88115. S?SSSGS9SM! #2 (J 
—-MESSAGE FILE 23021 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000290html1 html 
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--MESSAGE FILE 23022 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000291html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEQkICRLIGQkQyRGJCOkPyVGJTk1SDO01NFYbDKEo=?= 

Date: Thu, 10 Jul 1997 04:07:04 +0900 

Organization: Japan 

Lines: 29 

Message-ID: <33C3E158.9CBCD9DI@aix.or. յք» 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


¿SB!!S3SsS$SPSsSO!S3X9; SNSF%S9SHS, 6aSES/SHSF%9SHSK=q$—-9~$_SrS$9Sk; (J 


¢SB%F%9%H2&MM! J>P! KSNObEDSGS9! #2 (J 
ESB! 1117 (JGSX-Rz SBS5$s$9SFS-SJL>A0Sr$"$45$,SHS&!*2 (Մ(՞՞) 
¢$B!!:#7nSNM=Dj4S0<!$NDLS$34!$¢ (J 
ESB!!!!#77n#1#1F | 115151 !<SHDy$a@Z$ 42 (J 
¿S$ŠB!!!111!1!#1#4F|!!%1%]!<%HDySaQ@Z$3j;¿ (J 
¿S$SB!!1!!11!#1#6F|!!1SFS9%SH¿ (J 
¿$B!!!!!!!!#1#7F|!!SEFE%9%H!v#2¿ (J 
¿$B!!!!!!!!#1#8F|!!SEF%9%H!v#2¿ (J 
¿SB!!!1!111#g2#2F |! !SF%S9%SH!v#2¿ (J 
¿S$SB!!1!!111#2#4F|!1SFS9SH¿ (J 
¿SB!!!1!111#g2#8F |! !SF%S9%SH!v#3¿ (J 
¿S$SB!!1!!11!#3#1F|!!SFS9SH¿ (J 


¿SB!1$US%1!#%X%S! <$@!#; (J 

2$B!!3F%9%HS, S"SkSNSCSF! #¢ (J 
éSB!!2q<R6PSaS@SHSISSSGS9SHSM!) ¢ (J 
¿$B!!!J7h;;A0SF%9%H$H$+!&!&!&$"$C$?$i7y$@!#!K; (J 


ES BATITA IA TETIT 1111 Fn Cf A a So Fa al aS a 


ESBic!c!c;dSNS[!<%3°S2Z!<S8!d!d!ldz (J 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB8=:_%F%9%H=54V!J7n4V!) !Kz (J 


¿S$B:G=*992?7F|;—!!!!#51281#9; (J 
—-MESSAGE FILE 23022 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000291html.html 


--MESSAGE FILE 23023 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000292html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUTkLUSU3USohKRsoSg==?= 
Date: Thu, 10 Jul 1997 11:34:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33C44A43.5E54@fa2.so-net.or.jp> 
Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


¿SB%9%Q%7%*!*¿ (J 
—-MESSAGE FILE 23023 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000292html.html 


--MESSAGE FILE 23024 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000293html.htm 
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1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJTkLUSU3JSohKRsoSg==?= 
Date: Thu, 10 Jul 1997 11:36:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33C44A9B.651D@fa2.so-net.or.jp> 
References: <33C44A43.5E54@fa2.so-net.or.jp> 
Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 


KODA1 wrote: 


> 

> չ5859505795»1»չ (J 

¿SB%$OSsSs%S5%S`SN!<%:¿ (J 

--MESSAGE FILE 23024 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000293html.html 
--MESSAGE FILE 23025 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000294html.htm 
al; 


Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEQkICRLIGQkQyRGJCOkPyVGJTk1SDO1NFYbDKEo=?= 
Date: Fri, 11 Jul 1997 01:28:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <5q32qk$blj@newsl.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.74 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33C50DA9.7D7A@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 

> 

> ¿$B!!$3$s$P$s$O0!$3X9; SNSFS9SHS, 6aSES/SHSFS9SHSK=qS—9~S$_SrS$9Sk¢ (J 
> ¢-SBSFS9SH2&MM! J>P!KSNObDEDSGS9! #2 (J 

> 25811117 (JUGSX-R¿$SBS5SsS9SFS-SJL>A0O0SrS$S"SjS,SHS&!*¿ (Մ(՞՞) 


ESB! !L>AOSO!VSF%S9SH2&!WSG! "MMSO7I>5SGS9¢ (J (*%; 


> ¢$B!!SFS9%HS, S"SkSNSCSF! #2 (J 
> 2$B!!2q<R6PSaS@SHSISSSGS9ShSM!) ¿(J 
> ¿SB!!!J7h;;A0%SF%9%SHSHS+!&!&!&S"SCS?S1i7ySQ!#!K¿ (J 


¿S$SB1!!2<<j$9Sk$HKhF|$, $F%9%HSN$hS&$JSDBSNS$S+$bS7$1S2$;$s$,¿ (Մ(՞՞չ 
--MESSAGE FILE 23025 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000294html.html 


--MESSAGE FILE 23026 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000295html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Fri, 11 Jul 1997 06:28:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33C5540C.A35E8D29@tau.bekkoame.or. յք» 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
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cj@newsl.scei.co.jp> <33BAE8E1.7B1D8E03@tau.bekkoame.or.jp> <5poog7Sfog@newsl.scei.c 
O.jp> <33C2C322.DA2B27D@tau.bekkoame.or.jp> <5q0ais$80u@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.131.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> 2$B!!S=SSSDSNS*S+S2SG!"S+SIS47G< (HD$, DY$1$?$+01; ~Dd;_$KSJIS$C$?¢ (J 
> ¢SB!!S_S?SSSGS9SM! ՔՀ (J 


S ԱԱ ԳԱԱ 5 անա Orne ay ame 55 n ern a 
$BS/$NS, 

SBF io SGLSNASGAJCISKSGS- SkSasG#S"SGSIS+SiSM! #S"SOSFS:A{$,$:L5; k$9$k$7$+$T2 (J 
SBSSSNG 

S ` ic PSM § Se SBI SS Suis GROIN E WOO ԱԵԱ Is IS TN A 


¿SBS+S (SCSFL\N) SCSFS7S*SCS?S5S9SkSSSGSISHSM! #2 (J 
¿$B!!¿ (J 


—-MESSAGE FILE 23026 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000295html.html 


--MESSAGE FILE 23027 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000296html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Fri, 11 Jul 1997 07:28:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33C561FE.794FC7A5@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44gSkij@newsl.scei.co.jp> <5o0lc7cS$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <5Spv7crS6pt@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.131.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


kbo wrote: 
> ¢$B2?S+S3S$\S7S?SNSGS9S+!) 2 (J 
LSBSSS (!"FC$K2?$+$3$\$7$?5-21$0$J$$$G$9! #SGSbA] =| SbS7SFSSSISSSGS9! #2 (J 


> gSBSI$s$t+!"$3$1$_SF!"<+J, $N%-!<%\!<SIA]=|S7SFS?S5S7SF!#!I>P! Kz (J 

> 

ESBS—-!<3\!<% ԱՐ =| $9$1$$$$SNS+Sh$/$0$4Si$IS$$CS9! 8: (I J ¿SBSdSOS3j¿ (J 
¿SB%6%N%sSH?e@v$SSGS9S+!)¿ (Մ(՞ ՞)Չ 


—-MESSAGE FILE 23027 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000296html1l.html 


--MESSAGE FILE 23028 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000297html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Fri, 11 Jul 1997 07:38:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <33C56451.C35D9FA9@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
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85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <S5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <5qd0ae8S80u@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.131.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¿$B!!0JA0!"%^%s%7%g%s$N#33, $K=;$s$G$$$?7$3$m!"; w$?$h$&$J7P83$r$7$^$7$?!#¿ (J 
> ¿$B!!It20$NBgA]=| & 


:$B!!¿ (J 

S SBA] =|$7$?$4Mh$d$/STSCS$?SNSG$9S+! *$&!<$° !"S=$ESSSESHSNS+! #7 ASOSBSTSVSA; 559: (J 
> SBS3SH; (J 

S SBSTS+9MS (SFS$$*S; $s$G$7$2! #H2>IST$SIS/SASC! Է: (J 


—-MESSAGE FILE 23028 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000297html. html 


--MESSAGE FILE 23029 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000298html.htm 

Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?I1S0-2022-JP?B?GyRCJEQkICRLIGQkQyRGJICOkPyVGUTk1SBsoQg==?= 
=?1SO-2022-JP?B?GyRCPTU0OVhsoQg==?= 

Date: Fri, 11 Jul 1997 10:03:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <redbug$ff8d19970711100327@news1.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 

CD9D9@aix.or.jp> <5q32qkS$blj@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN; (B 
<5q32qk$blj@news1.scei.co.jp>¿$B$K$*$$$F¿ (B 
1997/07/11/ 01:28 ¢$B:"!"3 (BGSX-R <kouzou@ymg.urban.or. jp>z¢$B$5S$s$O=q$-$*S$7S?!#¢ (B 


>> ¿$B!!SF%9%H$, S"SkSNSCSF! #3 (B 

>> 2SB!!2q<R6PSaS@SHSISSSGS9SHSM!) չ (8 
>> ¢SB!!!J7h; ; AOSFS9SHSHS+!&!&!aS"SCS?Si7TyS@Q!#!Ke (B 

> 
>2$B!!2<<jS9SkSHKhF |$, $F%9SHSNShS&STSbSNS+$b$7$1$%$; $s$,¢(B(%%; 


¿$BITDj4|SKK, $1$k!VH/Cm<g$NET9g!WSCSFE[S, 7y$G$9$M! #¢ (B 
ESBSSS-SISjZHSK5"S1SIS/SISCS?S4!#z (B 
éESBSSSDH4BGSASF%9SHSASIS1$kS+! "A4A3S0$+SiSTSS>uBV!"S+ST! #2 (B 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
--MESSAGE FILE 23029 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000298html. html 


--MESSAGE FILE 23030 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000299html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "=?1ISO-2022-JP?B?GyRCOjJRGIyEhPzVGcxsoSg==?=" <nhs50669@hal.ac.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: testl 

Date: 11 Jul 1997 10:50:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <0Olbc8de8$3e7£7200S9ae9d8ca@pc—9821xt13.hal.ac.jp> 

References: <nhs50669$12a019970709234113@news1.scei.co.jp> <5q0ahg$80u@newsl.scei.co 
. jp> 

NNTP-Posting-Host: 202.216.233.154 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-2022-JP 


Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1155 


GSX-R wrote ¿SŠB! (¿ (J 


> ¿$B!!$$$^$^$GJY6/$7$F$F$b61$7$$; v$O$"$J$^$9; 
> ¿$B!!5p?M$N$-$^ S Հ a ՀԱՅՆ ce) (!&!&!&!&!&!#; (J 
> 


ESB5p?MSN; X$ 9OUL#S, Ln5eSN$S=S1S@SH;WSSO1=VG:SsSGS7S*SSS*°S7S?2!T!0!0¢ (J 
ESBSDSSSF9ITS/SKSO>oOSKIY6/SGS9SM! #2 (J 


—-MESSAGE FILE 23030 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000299html.html 


--MESSAGE FILE 23031 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000300html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "Neg." <daisybell@crd.ynu.ac.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJCOkPyQt JD8kLSQ/JE4kcxsoSkxX?= 
Date: Fri, 11 Jul 1997 21:00:08 +0000 

Organization: N/A 

Lines: 12 

Message-ID: <33C69ED4.7407@crd.ynu.ac.jp> 

Reply-To: daisybell@crd.ynu.ac.jp 

NNTP-Posting-Host: 202.230.243.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


LW4¿$B$, SdSCSHSASCSFS-S*S7$?27!1#S0S"SSl#e (J 
MAc SBHGSN; (J5.0z¢SBSr2q<RSG; HSCSFSSSKSNSGSASgSCSAz (04; SBS@SHz (J 


ESBSDSiSSS1ST!"3z (JMaczSBSN; (J5.0¢ SBShS4S0S<Ss$<SS0BD4S7SFS7!"% 5%/%5%/SISNSG: (J 
¿Š$ŠB!J¿ (UMAC¿SBHGSN¿ (75.0: SBSOS9502 (JUTypel;$BS$S($i$!$r5/$3%$7$d$,$k!K¿ (J 
S SBS J%$%9$G$"Sj!"¿ (JSCETZSBS5SsS"S45S,SHS&!#5iSt!#z (J 


¿SBS=S&SSS(SP!">eLn1XSKSGS+S!SS¿(JPS¿SBSNS]S9S525!1S,;usCS$SFM-SjJS“S9!#¿ (J 
¿SBSQSiSQ!<SHSPS$SsSGS/!<S,BNA`S7SFS“S9!#NISSSJS!!#¿ (J 


¿S$SBS*“S$S@!"SJS$SsS$SSb$JSSS[S&%`$Z%$%8¿ 
http://wwwl.scei.co.jp/-cdy03243/ 
--MESSAGE FILE 23031 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000300html.html 


--MESSAGE FILE 23032 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000301html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Satoshi Tawa (SAT.)" <sat@ga2.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCOkYLICVzZJTkISCE8JWskLD51PGokLyRKJEMKPxsoSg==?= 
Date: 11 Jul 1997 22:05:48 GMT 

Organization: SATisFACTORY 

Lines: 8 

Message-ID: <0lbc8e46$06702900SLocalHost@sat.ga2.so-net.or. յք» 
NNTP-Posting-Host: 210.132.191.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$BS=$sSJLuSG%$F%9%H!#; (J 


¿SB%$S%s%9%H!<%kS$9S1SI!v#22f%$S,4D6-3ZSKSJSiS:!#S8SCSH%7%9%F%`%W%m%Q%F%#!<¿ (J 
¿SBSr8+S$Sk!#S"S"SCI"#I#R#OS,SJSS¿ (J (^^; 
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Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23032 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000301htm1-.html 


--MESSAGE FILE 23033 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000302html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: UEYAMA Satoshi <mocona@tky.threewebnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUEOKOSOxJEtKUSQoOJUD8kTiRHJUYLOSVIGyhK?= 
Date: Sat, 12 Jul 1997 12:39:02 +0900 

Organization: 3web user 

Lines: 5 

Message-ID: <33C6FC56.20E3@tky.threewebnet.or.jp> 
NNTP-Posting-Host: 202.235.214.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SBS=!<SSS (SP ¿ (J Netscape Navigator (z;SBSHSf!<S+;(J Netscape News) ¢SBSKS7SFS$+S$i¢ (J 

2 SBS] S9SHS7SFSSSISSSNSGSF%93H! #2 (J 

ՀՏԹՏԵՏ (ՏԱՏՀ (J%zSBFESNCG8I*0&9%2H3 (J 

http://wwwl.scei.co.jp/~ekb01823/ 

—-MESSAGE FILE 23033 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000302htm1-. html 


--MESSAGE FILE 23034 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000303htm1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: arop@ka2.so-net.or.jp (maeda tomoko) 

Newsgroups: playstation.ny.test 

Subject: a test 

Date: Sat, 12 Jul 1997 12:42:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <arop$fe5519970712124225@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.180.90 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


test. 

ESBS&!<Ss!"S3S1SGSSSSSNS+SJI! #2 (B 

maeda tomoko arop@ka2.so-net.or.jp 

—-MESSAGE FILE 23034 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000303htm1.html 


--MESSAGE FILE 23035 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000304html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskQjJpGJSQlcyU5JUghPCVrJCw+ZTxqJC8kSiRDJD8bKEo=?2= 
Date: 12 Jul 1997 06:33:42 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5q78g6Sgpb@newsl.scei.co.jp> 

References: <01bc8e46$06702900SLocalHost@sat.ga2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.190.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Satoshi Tawa (SAT.) <sat@ga2.so-net.or.jp> wrote in article 
<01bc8e46$06702900SLocalHost@sat.ga2.so-net.or.jp>... 


ESBDISS#I#DSO] SF+S7SS!#S3S1SGS*SCS1!<!) e (J 
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Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23035 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000304htm1l. html 


--MESSAGE FILE 23036 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000305html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskQjpGJSQlcyU5JUghPCVrJCw+ZTxqJC8kSiRDJD8bKEo=?= 
Date: 12 Jul 1997 06:40:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5q78s9Sgpp@newsl.scei.co.jp> 

References: <0Olbc8e46$06702900SLocalHost@sat.ga2.so-net.or.jp> <5q78g6Sgpb@newsl1.sce 
i.co.jp> 

NNTP-Posting-Host: 210.132.191.31 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


SAT. <sat@ga2.so-net.or.jp> wrote in article 
<5q78g6Sgpb@newsl.scei.co.jp>... 


¿SBShSCS7Sc!#¿ (J 


Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23036 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000305html.html 


--MESSAGE FILE 23037 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000306html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: =?iso-2022-jp?B?GyRCOFZLWRsoSg==?= <akabori@ka2.so-net.or. jp> 
Newsgroups: playstation.ny.test 


Subject: a test 

Date: Sun, 13 Jul 1997 08:53:12 +0900 
Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33C818E8.5DB1@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


test 
—-MESSAGE FILE 23037 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000306html1. html 


--MESSAGE FILE 23038 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000307html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: arop@ka2.so-net.or.jp (maeda tomoko) 

Newsgroups: playstation.ny.test 

Subject: Re: a test 

Date: Sat, 12 Jul 1997 12:57:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <arop$fe5519970712125710@news1.scei.co.jp> 
References: <arop$fe5519970712124225@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.181.171 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


ESBS*!"SGS-SFSk!"SGS-SFSk! #2 (B 
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-—-MESSAGE FILE 2433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001136 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Fri, 12 Jun 1998 08:55:02 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 13 

Message-ID: <3580DED6.D61FCBF3@micronetics.com> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958eS$4e2b5800Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Craig Graham wrote: 
> 


Oops. Don't think you should even mention that these exist here. 
Sony don't approve of the replacment ROM's in the least, and are 
liable to come down heavy on anyone proved to be using them. 


V V V V V 


Why? Sony know they exist. I believe they even use them to capture 
screen shots with an action replay themselves.. 


Jim 
--MESSAGE FILE 2433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01136 


--MESSAGE FILE 2434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001137 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: Re: [Q] How to remove the "Interlaced-Line"...? 

Date: Fri, 12 Jun 1998 08:58:40 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <3580DFBO0.FBD40D4A@scee.sony.co.uk> 

References: <61p9uhS$s984@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw0l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:359 scee.yaroze.freetalk.english 
21137 scee.yaroze.programming.2d_graphics:394 


Jan-Lieuwe Koopmans wrote: 


> 

> Whenever I switch to interlaced mode (512x480 to be exactly) I get this 

> annoying (dashed) line at the top of my screen. I use the 

> GsSortClear-function to clear the screen before drawing and I set my Display 
> Buffers to respectively (0,0) and (512,0). Am I missing something here...? 


In Interlaced mode, the display buffers should be set to the _same_ 
address. The GPU will automatically 'skip' every other line when drawing 
in interlaced mode, so it doesn't matter that the two buffers are interleaved. 


Cheers, 


James 
—-MESSAGE FILE 2434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01137 
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maeda tomoko arop@ka2.so-net.or.jp 
—-MESSAGE FILE 23038 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000307htm1. html 


--MESSAGE FILE 23039 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000308html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 
Subject: test 
Date: 14 Jul 1997 10:38:39 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bc9043$2d139d40Sefcb84d2@althea> 
NNTP-Posting-Host: 210.132.203.239 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢$B;nS7SKEj9FSGS9! #3 (J 
ESBS*S7S*SS$! #2 (J 
éSBS=S&S£S&>1=jSGSISHSM!) 53532 (J 


/_/__/ / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 
/ / Z ՀՔ fh [of 
—-MESSAGE FILE 23039 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000308html1.html 


--MESSAGE FILE 23040 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000309html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 15 Jul 1997 09:31:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <redbug$f£8d19970715093116@news1.scei.co.jp> 
References: <01bc9043$2d139d40Sefcb84d2@althea> 
NNTP-Posting-Host: 133.130.133.16 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN; (B 
<01bc9043$2d139d40Sefcb84d2@althea>:SBSKS*SSSF; (B 

1997/07/14/ 10:38 258:" 1" (Bt_hibinoz$BS$5$s$O=q$-S$*S7$?! #2 (B 
>¢$B;nS7SKEJIFSGS9! #2 (B 
>2¿$BS*S7S SS!# (B 
>¿SBS=S&SfS&>1=jSGS9ShSM!)S3S3¿ (B 
¿SBSbSASmS$SsS=$&S$SSS&>1=jSGS9!#;¿ (B 
¿SBSG!"S3SASiSrS4MwS/S@S5SSSJ!#¿ (B 


http://wwwl.scei.co.jp/forum/beginners/News/ 


Net Yaroze! Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23040 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000309html.html 


--MESSAGE FILE 23041 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000310html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Tue, 15 Jul 1997 15:14:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 
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Message-ID: <19970715151449yasunaga@t3.rim.or.jp> 

References: <yasunaga$1f£7219970707213435@newsl.scei.co.jp> 
<redbug$f£8d19970707225007@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.161.13 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


éESBS3SsSSKSASO!"; (BRedBug¿SBS5Ss!"¿ (BMr.KzSBSGS9!#¢ (B 


>WSNews 258501" (82.020 ¢S$BS@SH!"z (BIE4.0 ¿SBSN5-;v$N%?%S%H%$k$,2=S1$SJS/SJS3S2S9Sh!#; 
(B 


ESBS"SIS, SHSESASESSS*S7S2!#S5SCS=$/S"SCEWSG! <ZHS7$°S7$2! #2 (B 


program ;SB%SU%) !<%i%° S4!<%@!<z;(B Mr.K (¿$BOB1J¿ė (B ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
--MESSAGE FILE 23041 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000310htm1. html 


--MESSAGE FILE 23042 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000311html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJCOkPyQtJUD8kLSQ/JE4kcxsoSkxX?= 
Date: Tue, 15 Jul 1997 17:12:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5S5qfbk5Sq3s@newsl.scei.co.jp> 

References: <33C69ED4.7407@crd.ynu.ac. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CB30DB.38EA@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Neg. wrote: 


> ¿SBSDSiSSS1$SI!"¿ (JMaczSBSN;z (J5.0zSBSh$ jSO0$<S$sS$<SsOBDJ$S7SF$7!"%$5%/%5%/SISNSG; (J 
> ¿$B!J¿ (JMAczSBHGSN; (J5.0¢SBSO$9S$0¢ (JTypelz$BS ($i$!$r5/$3S7S$dS,Sk!Kz (J 


¿$B!!¿ (JMacOS7.6.xz$BSGS9SM!) ¢ (J 

ESB! ! 3dS jEVSF%a%b% j$rA} $d$; $P$"SkDxEY2r7h$7$*$9S8, ¿(J 

2$B! !<BAuSasb%j$, >/SISSSHSISESTSHSESH!I ELE! EEE (T(%%; 

—-MESSAGE FILE 23042 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000311htm1l-.html 


--MESSAGE FILE 23043 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000312html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Tue, 15 Jul 1997 17:13:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5qfbn2Sq3s@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7Եւե 
X-WWWns-ID: <33CB3138.1BD0@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> ESBS-!<3\!<% Bae =|$9$1S$$$$N$+$h$/$0$+$i$I$$$C$9! He (J ¿SBSdSOS je (J 
> ¿SB%6%NSsSH?e@vS$SSSGS9S+!)¿ (Մ(՞ ՞)Չ 


2SB!!SPSiS;SkSHS3SOA4ItSPSiS7!"30AuUSH%S—!<SHSCSWS@S1Sr@v:*SGz (JJavaJava 
ESB! 1 67ՏՏՏ՞ՏՉՀ (J (¿SB>P (J) 


2$B!!%-!<SHSCSWSO! "SRSCSQS1SP<hS1S*S9! #2 (J 

ESB! !S?S@S7SGSC$+S$S%-!<!I%9%Z!<%9Sdz (JSHIFT; SBSJSI!KSO!";Y; } 6b6q$, SDSSSFSkS$s$Gz (J 
ESB! !S*SbSSSCS-SjSASkSH2uS1$*S9! #2 (J 

—-MESSAGE FILE 23043 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000312html1-.html 


--MESSAGE FILE 23044 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000313html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCJUSOhPCVIJUM1VyROOQOV09IFBSoSg==?= 

Date: 15 Jul 1997 09:32:21 GMT 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5qfg35$q95@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mjSpcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <Spv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.190.229 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ESBS-!<3\!<% ee =|$9$1$$SSSN$+$h$/$o$+$i$SJ$$SCS9!#; (J չ58545053չ (J 
> ¿SB%6%N%sSH?e@vS$SS$GS9S+!)¿ (Ժ(՞ ՞)Չշ 


¿SB!!SPSiS;SkSHS3SOA4ILtSPSiS7!"30AuSH%-!<%H%C%WS$S@SlSr@v:*SG¿ (JJavaJava 
ESB! !@v$$$*$9¢ (J (¿SB>P (J) 


V V V V V 


2 SBSP$iS$7$2%-! <SOR@VBUSMSCSHSKF~S$1SF@VBuS5 ! SG@VS&SHNISSS=SESGS9Sh! #2 (J 
ՀՏՔ8:ՎՏՕՏՎԱՏՇՏՉ:ՄՏ"ՏյՏ՞Տ:չՏ52 (Մ (^^; 


2 SBS=SESSSdALSSQSKS—!<%\ !<SIA] =| $782; VSTSSSd! #CESG; RZOSHS, 5051505157ՏԹչ (J 
ՀՏՔՏՄՏ-ՏՇԱԼՏՏՏՏՏՕՇՏՉՏ, !#z (J 


Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23044 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000313html1.html 


--MESSAGE FILE 23045 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000314html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 15 Jul 1997 13:20:34 GMT 

Organization: Playstation Net Yarouze 

Lines: 50 

Message-ID: <5qftf2Sqme@newsl.scei.co.jp> 
References: <01bc9043$2d139d40Sefcb84d2@althea> <redbug$ff8d19970715093116@news1.sce 
i1.co.jp> 

NNTP-Posting-Host: 210.132.203.236 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
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Content-Transfer-Encoding: 8bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


RedBug <redbug@donk.ne.jp> wrote in article 
<redbug$f£8d19970715093116@newsl.scei.co.jp>... 
> ¢SBSG!"S3SASiSrS4MwS/S@S5SSST! #3 (J 


http://wwwl.scei.co.jp/forum/beginners/News/ 
Net Yaroze! Beginner's Forum Leader 


RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 


VV VV V VV 


¿SB%1%9SIS&SbS"SjS$, SHSES4SESSS*SO!#SGSH!"S=S1SiSNSZ!<S8S0¢ (J 
¿ SBKMSN#L#A#NG \B3SNS°S7SSSGSO#M#HeCHSHSHatgte#lL#D;: (J 
ESBSr2r7h$G$-SISSSN$G! "0T2<SNShSE&SKSISFS*S9! #2 (J 


Message-ID: <01bc9043$2d139d40Sefcb84d2@althea> 


ԵՏՏ ՏՏ». (J @ gSBSNS"SHSKSDS/S1SI!"S3S1SCSFOLOUSTS"S1%1%9S4+SI5!!) 3 (J 
ESBSG!"%1%8%9SHSjSSS8SCSFS_S*S7S?SNSG!"SK%e!<%9%5!<%SP$,¢ (J 

2 $BSD$1$F$/$1$J$$$+SJ$"!) $H$+4|BTS7SF$*$9S, !"2 (J 

ESBAWSCSFS_S*S9! #2 (J 


¿SB:#F|$O¿ (J 


i SBF |K\81%X%C%@!<SKSDSSSFz (J 
http://www.cup.com/negi/jheader. html 


Microsoft Internet Mail & News; $SBSKSDSSSFSN;d8+¢ (J 
http://www.niji.or.jp/home/metu/msin. html 


Microsoft Internet Newsz$B!JF|K\81HG! K$r; H$C$F$$$k?M$X; (J 
http://www.cup.com/negi/msin.html 


ESBSr8+SFES*SSSIS*STS$S2S, !"$^$0!"$IŞK$+2~A1$G$-$^$9$+!)¿ (J 
Windows95 ¢SBSdS$i!"%S%s%?!<%SM%SCSH&K%e! <S9SdSiSKSO; (J 
¿SBABSSSNSG!"GO</SJS3SHSdSkS+SbS7S1S S;Ss!#¿ (J 
¿SBA0SO¿ (J mnews ¿$B$D$+$C$F$?$b$s$@0$+$i$3$N%=%U%H¿ (J 
¿SBSIS3SG!"@ _DjS7SFShSSSNSdSi!)¿ (J 


Content-Transfer-Encoding: 8bit 


¿SBS3S1SCSF=PS9A0SK¿ (J 8 ¿SBSr¿ (J 7 ¿SBSKS+S(S?SiSIS&SJSk¿ (J 
¿SBSsSGS7SgS&S+!)¿ (J 


ԱՐ ՄԲ, / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ /— / 7-7-77 


—-MESSAGE FILE 23045 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000314html.html 


--MESSAGE FILE 23046 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000315html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 15 Jul 1997 13:37:54 GMT 

Organization: Playstation Net Yarouze 

Lines: 48 

Message-ID: <5qfufiSqmeQ@newsl.scei.co.jp> 
References: <01bc9043$2d139d40Sefcb84d2@althea> <redbug$ff8d19970715093116@news1.sce 
i.co.jp> <S5qftf2Sqme@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.236 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
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¿SB<+8J%1%S9$GS9; (J 


einsiedler (t_hibino) <einsidle@cb3.so-net.or.jp> wrote in 
article <5qftf2Sqme@newsl.scei.co.jp>... 


ESBS3SN>eSNz (J wrote wrote in article 
¿SBSCSFSIS&SdSCSFS+%S9%?%“%S%S:S9SkSNS+SJ!)¿ (J 
ESBS=S$1S0S | ՏՇՏԱՏՏՏՔ |" չ (J 


Content-Transfer-Encoding: 8bit 


ESBS3S1SCSF=PS$9A0SKE (J 8 gSBSrz(J 7 ¿SBSKS+S(S?SiSIS&SJSk¿ (J 
¿SBSs$SG$7SgS&S+!)¿ (J 


V V V V 


¿SB>e5-$NS3S$SH$, [#KES@SCS?SNSG! "SASGSCSHDI2ZC!"S"Ss%I!"S1%S9SN<B83C£z (J 
¿SB0J2<SNShS&SJ5-;vS$SrS_SDS1S?SNSGS9S, !"S3SsSJN"5;SCSF4m81SGS7SgS&¿ (J 
¿SBS+SM1)¿ (J 


> 

¿$B!!¿ (UWindows¿SBS$N¿ (Jsystem; $SB%G%#%1%/SHSjISKS"Skz (Jmailnews.dll¿$B$NFbIt$r=q$-49$ ( 
¿ (J 

¿SBSkS$S3S$SHSG!"¿ (J 

> 

¿SBNcSN¿ (J"8bit"¿$BLABj$r2sHr$9$k;n$_$G$9!#%P%$%J%j%(%G%#%?$G; (U"7bit"¿SBSHSSS&¿ (J 
¿$BJ8; zNs$r¿ (J 


> 

ESBC5SS7!"S=S1Sr¢ (J"8bit"ZSBSK! "S=SN?t==SPSSSH8eSKS"Ske (J"8bit"¿$B$r¿ (J"7bit"¿$B$K$9$ 
ke (J 

ESBS3SHSG!"E (J 

> 


¢SB<B: ] LGB}SHS7SF<BMQ>eLdB SJI$/¢ (J"7Tbit"z SBSNSX%CS@!<Sr@8@.S9SkS3SHS, $GS-¢ (J 
ESBS*S9! #2 (J 

> 
> 
£$B!!M}6~SO4JC1! #2 (J7bitzSBSNSbSNSrz (J8bitz$BSGs ($8%3!<SIS7TSFSbBg>fIWS@SmSé$7!"Z (J 
¿SB8=<BSK; (J 

> 
8bitzSBSGG[?.S5S1SFSSSkSbSNSOB?$/SISSSNSG!"¢ (J8biteSBSrz (J7bitz$B$G% (65531Հ2157: (J 
i SBSFSb¢ (J 

> 2 SBBGH> SOBg>fIWS@SmS&SHSSS6! #2 (JSbit 2 SBSH=qSSSFS"SkSNSOz (JInternet 

News zSBS@S1SGS7$g$&! #2 (J 


¿SBS=S1SH!"S3SNShS&SKS+SCSFSKOzMQS7SFSDSSSSSNS+SJ!)¿ (J 


7 / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ Z= fT 


—-MESSAGE FILE 23046 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000315html.html 


--MESSAGE FILE 23047 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000316html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "=?ISO-2022-JP?B?GyRCJF8kTk9CO2YbKEo=?=" <minowaQhellonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 
Date: 15 Jul 1997 13:40:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <01bc9124S08f42740SLocalHost@default> 
NNTP-Posting-Host: 202.214.1.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


éESBB>SN?MSO! "EE7b2&SN%S=%1SK8-S1SF2?S+:nSCSFSkSNS+SJ!) (J 
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¢$B:G=iSN: "SO! "@~SrI=< ($7$2S54!"%b%G6%5%S%0S7S?7SNSrF0$+$7$?S4S7SF4 6FOS7TSFS?SNSKz (J 
ESB: #S0! "A4A3SSS8Sk5$$S,S*S-SISS!#!I<+I, SGSbIT;W5D; (J 


—-MESSAGE FILE 23047 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000316html1. html 


--MESSAGE FILE 23048 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000317html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 15 Jul 1997 14:05:20 GMT 

Organization: Playstation Net Yarouze 

Lines: 26 

Message-ID: <5qg030Sqq7@newsl.scei.co.jp> 
References: <01bc9043$2d139d40Sefcb84d2@althea> <redbug$ff8d19970715093116@news1l.sce 
i.co.jp> <S5qftf2Sqme@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.225 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS*S?!I"K<+8IS159¢ (I ¿$B%"%s%I¿ (Մ ¿SB<B83¿ (J 
7$B3Z$7$_SKFISSSGSk2M! "$4Sa$s$IS58$! #2 (J 


einsiedler (t_hibino) <einsidle@cb3.so-net.or.jp> wrote in 

article <sqftf2$qme@news1. scei.co.jp>. 

> ESBS*S7SsL>¢(J @ ¿SBSNS"$H$K$DS/S1SI!"S3$1$C$F010USJ%"% I%1%9S+SJS!!)¿ (J 
> ¿SBSG!"%1%8%9%sH%jS$SS8SCSFS_S*S7S?SNSG!"%SK%e!<%S9%S5!<%PS, ¿(J 

> ¿$B$D$1$F$/$1$JI$$$+$I$"!)$H$+4|BT$7$F$^$9$, !"¿ (J 


¿SBSdSCSQ$S3jJSXSsSJ¿ (J 
> Message-ID: <5qfufiSqme@news1.scei.co.jp> 


¿SBS8ScS"SSSdS@SJS"T"!I#:#SOSIS&SJSCSFSkSsSQ@SmS&!#¿ (J 


Content-Transfer-Encoding: 8bit 


¿SBS3S1SCSF=PS9A0SK¿(J 8 ¿$B$r¿ (I 7 ¿SBSKS$S+S (5251515նՏՄՏեչ (J 
¿SBSsSGS7SgS&S+!)¿ (J 


V V V V 


¿SBS=SN<B83S$SGS9!#;Y>cSGSFS?SiKNEvSKS4SaSsS$SJS5SS!# (J 


/ 7. 7 / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ | == le i A 


—-MESSAGE FILE 23048 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000317html. html 


--MESSAGE FILE 23049 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000318html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 15 Jul 1997 14:17:32 GMT 

Organization: Playstation Net Yarouze 

Lines: 19 

Message-ID: <01lbc912a$d361lfec0$c5cbh84d2@einsidle.cb3.so-net.or.jp> 
References: <01bc9043$2d139d40Sefcb84d2@althea> <redbug$ff8d19970715093116@newsl.sce 
1.Շօ.յք» <S5qftf2Sqme@newsl.scei.co.jp> <5qg030Sqq7@news1l.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler (t_hibino) <einsidle@cb3.so-net.or.jp> wrote in 
article <5qg030Sqq7@news1l.scei.co.jp>... 
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> ¿SBS%“S?!"<+8J%1%9;¿(J ¿$B%"%s%I¿ (J ¿SB<B83¿ (J 
> ¿S$B3Z$7S_SKFISs$SGSk?M!"S4Sa$sS$SJS5$S!#¿ (J 


¢ SBK\EvSK! "KMSNSF%9%HSN5-; vSO! "SbS&FIS_HtS$PS7SFS$/SQS5$S$! #3 (J 


> > Content-Transfer-Encoding: 8bit 
> > ¢eSBS3S1SCSF=PS$9A0SKz (J 8 ¿$B$r (J 7 ¿SBSKS+S (S$?91SIS&SJSkSsSGS7SgS&S+!)¿ (J 
> ~SBS=SN<B83SGS9! #; Y>cSGSFS?SiK\EvSKS4SaSsSJS5$$!#¢ (J 


¿SB$3SsSIS3S=S$C!"¿(J 
# ¿SBS5$CS-SO%S;!<%VS7SoS9S1S$SFS*S7S?!#¿ (Մ(՞-՞չչ 


Մ. fe / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ Z; ՄԵՐ AE AN 


—-MESSAGE FILE 23049 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000318html.html 


--MESSAGE FILE 23050 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000319html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 15 Jul 1997 14:23:14 GMT 

Organization: Playstation Net Yarouze 

Lines: 23 

Message-ID: <0Olbc912b$ba9cf100S$c5cbh84d2@einsidle.cb3.so-net.or.jp> 

References: <01bc9043$2d139d40Sefcb84d2@althea> <redbug$ff8d19970715093116@news1.sce 
1.Շօ.յք» <S5qftf2Sqme@newsl.scei.co.jp> <5qg030Sqq7@newsl.scei.co.jp> <Olbc912a$d361f 
ec0S$c5cb84d2@einsidle.cb3.so-net.or.jp> 

NNTP-Posting-Host: 210.132.203.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler (t_hibino) <einsidle@cb3.so-net.or.jp> wrote in 
article 
<O1lbc912aS$d361fecO0Sc5Scb84d2@einsidle.cb3.so-net.or.jp>... 


¿SB%sa%C%;!<%8#I#D!"D9SSSN%$%dS@S+Si!"SdSCSQ¿ (J 
ESBSK%e!<39%5!<SPSKSDSISFSbSiS&S3SHSKS7S*S9! #3 (J 


> > > Content-Transfer-Encoding: 8bit 
> > > ¿$B$3$1$C$F=P$9A0$K; (J 8 ¿S$B$r¿(J 7 ¿$B$K$+$($?$i$I$&$J$k$s$G$7$g$&$+!)¿ (J 
> > ¢~SBS=SN<B83SGS9!#; Y>cSGSFS$?SiK\EvSKS4SaSsSIS5S$!#¢ (J 


Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSASCS$?!*0cK!2~BS$@. 8y¢ (J 
ESBFISa$*$9S$+!"S$_SJIS5$s!)¢ (J 


hat Տր / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 


/ | a a ՎԵ 


—-MESSAGE FILE 23050 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000319htm1l. html 


--MESSAGE FILE 23051 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000320html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 
Subject: test of new post 

Date: 15 Jul 1997 14:31:41 GMT 
Organization: Playstation Net Yarouze 
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Lines: 9 

Message-ID: <5qglkd$qsl@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.211 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


MessageID ¢S$B$0%5!<%PSKSDS1SFSbSiSCSFSkS+SJ!) ¢ (J 
ESB%1%-Se%aSsSHS$ ($s$3!<$G$#$s$0 (J ¿$B$O$I$&$+$IJ!)¿ (J 
¿SBJ8;z2=$1SHS+!"IT6q9gS"SkS+$?!"65S(S/S@$S5!<SS!#¿ (J 


¿SBSHSSSCSFSbS$S=SN>19gS$SOFISaSJSSS+!#¿ (U (“ °; ; 


/ es A / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 
Z / 7 e ee 
—-MESSAGE FILE 23051 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000320html.html 


--MESSAGE FILE 23052 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000321html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJSOhHPCVIJUMIVyROOV09IfBsoSg==?= 

Date: Wed, 16 Jul 1997 05:27:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33CBDD2B. 646F6925@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <S5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <Spv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <5qfg35S$q95@news1. 
scei.co.jp> 

NNTP-Posting-Host: 202.210.134.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


SAT. wrote: 


> ¿$B$=$&$$$dL$$@$KZ-!<%\!<%IA]=|$7$?;v$J$$$d!#Cf$G;R%0%b$,%0%i%o%i$7$F; (J 
> ¿$B$I$-$CNI$$$s$G$9$, !#¢ (J 

> 

2SBA[A|$7$?S$iD;H)$,N) SAS*$7$?!#$3S&$$$&0CSOG<NCSK:GE, S$GS9SM! #2 (J (*_*); 


-—-MESSAGE FILE 23052 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000321htm1.html 


--MESSAGE FILE 23053 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000322html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Wed, 16 Jul 1997 08:10:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33CC0366.BCA48103@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.134.74 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 
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X-Priority: 3 (Normal) 

GSX-R wrote: 

> 2$B!!%-!<SHSCSWSO! "SRSCSQS1SP<hS1S%S9! #3 (J 


> ¿$B!!$?$0$7$G$C$+$$%-!<!J%9%Z!<%9$d¿ (JSHIFT; $BSJSI!KSO!";Y; } 6b6q$, SDSSSFSkS$s$G3 (J 
> ESB! !S*SbS$$C$—-SjSd$k$H2usl1$*sol#e (J 


:$B!!¿ (J 

S SB< 4 SGSRSCSOSCSFBg>fIWSISNSGS9S+!) @1MQ5! 6q$, SSSKSNS+SH; WSCSFS*S782! #2 (J 
2SBS—-!<%\!<%IA]=|$7SFS_Sh$&$+$J!"%-!<SHSCSWS, 3d$1SAScSC$?$j$9SkSH$SF%s%7%g%s¿ (J 
¿SB2<S, SJS=S&S$S@S1SI!#FO0SSSFSSSk%sW%$m%0%i%S`SOLdB3jS, SJUSS8BS3JSSS8SKSJSH8Q@QS&S7!"¿ (J 


¿SBSdSCSOQOSjSdšaShS&S+SJ!#¿ (J 


—-MESSAGE FILE 23053 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000322html.html 


--MESSAGE FILE 23054 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000323html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Wed, 16 Jul 1997 19:55:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5qi9hsS$3q@newsl.scei.co.jp> 

References: <01bc9043$2d139d40Sefcb84d2@althea> <redbug$ff8d19970715093116@news1.sce 
1.Շօ.յք» <S5qftf2Sqme@newsl.scei.co.jp> <5qg030Sqq7@newsl.scei.co.jp> <01bc912a$d361f 
ec0S$c5Scb84d2@einsidle.cb3.so-net.or.jp> <01lbc912bSba9cf100Sc5cb84d2@einsidle.cb3.so- 
net.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CCA892.2A68@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


einsiedler (t_hibino) wrote: 


> zSBSd$CS$?!*0cK!2~BS@. 8yz (J 
> -SBFISa$*$9S+!"S_S$IS5$s!)¢ (J 


éS5B!!S&SASGSOFISaSFS*S9!l #3 (J 


éSB!!SASJS_SKS&SASNSO!"2~BS; (JNetscape Navigator; SBSGS9¢ (J(*%; 
—-MESSAGE FILE 23054 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000323html1.html 


--MESSAGE FILE 23055 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000324html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: testl 

Date: Wed, 16 Jul 1997 19:56:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5qi9jnS$3q@newsl.scei.co.jp> 

References: <nhs50669$12a019970709234113@news1l.scei.co.jp> <S5qd0ahg$80u@newsl.scei.co 
.jp> <Olbc8de8$3e7£7200$9ae9d8ca@pc—9821xt13.hal.ac.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CCA8CE.42FF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


éESB:4F#!!?5Fs¢ (J wrote: 
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> ~SBSDSSSF9OTS/SKSO>oSKIY6/S$GS$9SM! #2 (J 


ESB! !SDSSSFOTSCSFSSSS$S+SIS&S+G:S* SHSNSHS"SjS*S9STSMz (7(՞՞չ 
—-MESSAGE FILE 23055 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000324html1 html 


--MESSAGE FILE 23056 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000325html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0o-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Wed, 16 Jul 1997 19:57:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <5qi9lbS3q@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <5qd0ae8S80u@newsl.scei.co.jp> <33 
C56451.C35D9FA9@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CCA901.7915@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> gSBA]=|$7$?SiMhSIS/SISCS?SNSGS9S+!*SE!<S* | "S=SESSSESHSNS+! #; d$O5B$r$V$A;&$9; (J 
> ¿SBS3SH;¿ (J 
> ¿SBS7S+9MS (SFS$$*°S;$s$G$7$?!#H?>TS7TSIS/SASc! #2 (J 


2$B!!#3%u7n$/$i$$A]=|$7SFS$*$; $s$GS7$?2S$N$Gz (J (%%; 
—-MESSAGE FILE 23056 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000325html1l-.html 


--MESSAGE FILE 23057 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000326html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Wed, 16 Jul 1997 19:58:30 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5qi9noS3q@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CCA94E.52EF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> ¢SB<jJSGSRSCSOSCSFBg>fIWSIJSNSGS9S+!) @1MO5!6q$,SSSkKSNS+SH;WSCSFS“*S7S?! #2 (J 


ESB! !S9SSSCSASNSQ!<SDSK! "SOS*SCSFSSSkS@S1ISTSNSGSRSCSOS1SP<hS1$*S9! #2 (J 
¿SB!!ShS[SIOBJ*SGSJSS8BSJBg>fIWSGS7SgS&!#¿ (J 


Net Yaroze newsgroups message dump.txt Page 1539 


-—-MESSAGE FILE 2435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001138 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Fri, 12 Jun 1998 09:17:10 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <3580E406.CCCOB558@scee.sony.co.uk> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958eS$4e2b5800Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 
James Russell <James_Russell@scee.sony.co.uk> wrote in article 


> You can find Action Replay replacement roms (it's flashable) at 
> http://napalm.intelinet.com/ 


Oops. Don't think you should even mention that these exist here. 
Sony don't approve of the replacment ROM's in the least, and are 
liable to come down heavy on anyone proved to be using them. 


VVVVVVVV 


Check my email address. :0) 


> My view is that you shouldn't use the replacement ROM's. I think Sony 
> agree with me there.... 


Sony do _not_ support the AR. So if you've got a problem with your 
AR, we can't help you. But that's different from saying that we 
don't approve of its use. We neither recommend using it or not using it. 


Cheers, 


James 
—-MESSAGE FILE 2435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01138 


--MESSAGE FILE 2436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001139 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Software roms 

Date: Fri, 12 Jun 1998 09:26:47 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <3580E647.B472F665@scee.sony.co.uk> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800Sf30b0a0a@Angelal.intelligent-group.com> <358091d9.12244996@news.scea. 
sony.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Matthew Hulett wrote: 


> 
> Hello, 

> I was just reading about MAME and software ROMS. At least I now 

> know that MAME is an arcade game emulator... 

> Of course, to me, ROM is read-only memory... What is a software 

> ROM? What is a visual ROM? 

The nomenclature isn't exactly standard, so at a guess I'd say a software 
ROM is just a PC file containing the contents of a ROM chip. 
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—-MESSAGE FILE 23057 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000326html1. html 


--MESSAGE FILE 23058 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000327html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Thu, 17 Jul 1997 07:53:31 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <33CD50EB.71F97@tau.bekkoame.or.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <S5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9no$3q@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¢£SB!!S9SSSCSASNSQ!<SDSK!"SOS*SCSFSSSkS@SISTSNSGSRSCSQS1SP<hS1S*S9! #3 (J 
> ¢SB!!ShS [SIOBI*SGSISS8BSjBg>fIWSGS7SgS&!#¢ (J 


¿$B!!¿ (J 

ESBEGHAFTHEFWHAFY#Z#O#OFOSNSVSLSSSIIJ! J!) 1KSTSNSGBgG>fIWS+SI! #2 (J 
ESBS3SN%—!<%\!<S1;HSS>!<jS,0-SSSGS9!#S9S00zZSC$+$+$k$7!"S7SUSHS—!<S$, S=SUSHE*¢ (J 
¿$B!J!)!K¿ (J 

¿$B$K2!$7$?7$^$^$N>UBV$K$J$C$?$J$7$F4qL/$J?6$kIq$$$r$7$^$9!#¿ (J 


>2$B!!#3%u7n$/S$iS$SA]=|S7SFS*S; Ss$GS7S?SNSGz (Մ(՞՞չ 

2 SBSHS$$&$3$HSO#1%u7nSKOLEYS/$i$$A]=| $r$9Sk$CSFS$3SHSGS9$+! #; dSO#PHCSrGcSCSF¢g (J 
s ` | esos cnene se die TE casa asa nka qapay aka նաւն աաա 
s ` 30ՏՈՅՀՏԻՏ 9389588Ե515-8918589,5-939/5195508:451».5590Շոծչ  3ՀՏՈ549, 15: (Մ 
ԱԱ ԱՆ Ա ԱՆՐ ԱՐԱ T E E րր a eects 


éSBSA$C$ ?$NSGS5BSN; ` 3<S$SOS"SkSH;WSSS*S9¿ (J (T_T) 


—-MESSAGE FILE 23058 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000327html.html 


--MESSAGE FILE 23059 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000328html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re:=?iso-2022-4p?B?GyRCJEQkICRLUIGQkQyRGICOkPyVGITk1SBsoSiAbJEI 9NTRWGyhK?= 
Date: Fri, 18 Jul 1997 01:56:04 +0900 

Organization: Japan 

Lines: 33 

Message-ID: <33CE4EA4.7050AC73@aix.or.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooar$fog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» 

NNTP-Posting-Host: 202.208.35.90 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¢$BITD34|$KK, $1$k!VH/Cm<g$NET9g!WSCSFE[$, 7y$GS9SM! #2 (J 
> ¢eSBSSS-SISj2ZHSK5"S1SIS/SISCS?S4! #2 (Մ 
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> ¿SBSSSDH4BGSASFS9%SHSdSiS1SkS+!"A4A3SoS+$1iSJSS>uBV!"S+SJ!#¿ (J 


ESBSE&!+!&!&!&S3S1S087S7S=SE!#e (J 
¿SBSdSCSOSjJ3X@8SCSFSHSFSbSiS/SASsSJSsSGS9SM!#¿ (J 


ESB: #SO7ySSST#S65<xSNIY6/Sr4hDSS4S*°S9! #2 (J 


ESBS3SN#S65<xSOS* SAScS/SAScSG!$¢ (J 

£$B!!!!%Q%=%3%s? (SCSFHIG/H>3 (J 

ESB! !!!#C8@81Sr=, $C$F#1G/H>¢ (J 

¿$B!!!!¿ (JUnix¿SBSK? (SCSFH>G/¢ (J 

éSBSN?M4V! J2£5, 3X20SNLS#73d!*!*!KSKBPS7SF32 (J 

ESB! VSsS$8Sc!S$S3SN4X?tSNZ03i SUS rMh=5$*SGSKS3SsSTSe! <3 ?7SGSWIMS0S1S_SS%0¢ (J 
ESB! !S7SF!SSWSjSssHS"SESHS7SFS1%] !<SHDS=PS7SF! #8@81S0SISsS$GSbSSS$SSh! #!We (J 


éESBSHSSS&!S; > 7: @k9pSrH/$7$*°S7$?!#7k2LSOSHSSS&SH! S3X2TSN#63d6/S$,SHS"Sk¢ (J 
ESB?PMSN%S1%] !<SHSN!VS3ST!<!WSr<+J, SN%1%] !<SHSHS7SFDS=PS7S*°S7S?!#¢ (J 


¿SB1111111111111111]111]111]J111J1J1J1J13J1J13J1J1J1J13J1J1]J¿ (J 
ISB!1!!I19DEDMNJ2;¿ (J 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/-kazta-ta/youhei/index.html 
¿SB8=:_;n83S7*SCS?S@SJS+!*¿ (J 


¿SB:G=*99?7F|;-!!!!#5!?#1#9¿ (J 
¿SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 
--MESSAGE FILE 23059 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000328html.html 


--MESSAGE FILE 23060 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000329html.htm 
1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Kouichi Nishida" <kouichi@mail.netwave.or.jp> 
Newsgroups: playstation.ny.test 
Subject: test 
Date: Fri, 18 Jul 1997 02:46:04 -0000 
Organization: PlayStation Net Yarouze 
Lines: 9 
Message-ID: <5qlim01S$3r4@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.50.40 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


test 

éESB@>ED!!9L01¢ (B 

éESB0&1I2Bg3X!!:°NA9) 3X@196¢ (B M2 

homepage http://www.netwave.or.jp/~kouichi 

mail kouichi@en2.ehime-u.ac. jp 
kouichi@mail.netwave.or.jp 
n_kouichi@jsn.justnet.or.jp 


—-MESSAGE FILE 23060 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000329html. html 


--MESSAGE FILE 23061 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000330html.htm 

Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJEQkKJCRLJGOkQyRGJCOkPyVGJUTk1SBsoQg==?= 
=?1SO-2022-JP?B?GyRCPTU0VhsoQg==?= 

Date: Fri, 18 Jul 1997 02:05:19 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 36 

Message-ID: <redbug$ff8d19970718020519@news1.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qkS$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> 

NNTP-Posting-Host: 202.215.109.111 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.test ¿SBSN¿ (B <33CE4EA4.7050AC73@aix.or.jp> ¢SBSN; (B 
¿SB5-;v$K$*SSSF¿ (B 1997/07/18/ 01:56 ¢SB:"!"3 (B 
Youhei TAKADA <kazta-ta@aix.or. jp>¢SB$5$s$0=q$-$*$7$?!#z (B 


>¿SBS3SN#S65<xS$SOS`SAScS/SAScSG!S¿ (B 

>¿$SB!!11SQ%=%3%s?(SCSF#1G/H>¿ (B 

ՀՀ581 11 1#C8081Sr=,SCŠF#1G/H>¿ (B 

>¿$B!!!!¿ (BUnix¿ SBSK? (SCSFH>G/; (B 

>¿SBSN?M4V!J2fS, 3X2JSNLs#73d!*!*!KSKBPS7SF¿ (B 

> 

>2¿SB!VSsS8Sc!SS3SN4X?tSN%$0%isSUSrMh=5S%“$SGSK%3%Ss%T%Se!<%?SG%W%m%0%i%S_%s%s0¿ (B 
>¿$SB!!S7SF1S%SW%$jJSSSH%"%&%H$7SF%S1%]!<%HDs= PS75F1#8081SOSJSsSGSbSSSSSh!#lW; (B 
> 

>2¿SBSHSSS&!S;`7:@k9pS$rH/S7S ee ee 
>¢SB?MSN%S1%]!<SHSN!V%S3%ST!<!WSr<+J, SN$1%]!<SHSHS7SFDS=PS7S$*S7S?!#2 (B 


¿SBS3SNDxEYSJSiS+SoSSSSSGS9!#SOSS!#¿ (B 
¿ $B; dSNS$$?Bg3X$GSO! "F~3XAa! 9SN3X@8SKS"St+S&SSSHM?S ($F |" չ (B 
¿SB#1=54VLN$K%m%0%$%s%m%0%*%U!"#2=5LN$K%a!<%k!"#3= SL\S+S14C869NcoxsH! #2 (B 
ESBSG!"=5012sSN<x6HSr#1#2=5Sd$CS$ ?SHS3SmSG!"!V4X?tSNS0sisUSriI=< ($;$h! Wz (B 
¿SBSCSFSJSb$SsS$GS7S?!#¿ (B 


¿SBEvA3SGS-SkSOS:SbSJS/!"S_SsSJCNSCSFSk?MSNSrS$S&SDS7SFS S7S?S, !#¿ (B 


¿SBSG!"S“SHSbDSK% (SGS#S?2?SH=qS1SISS!"SMSCSHSK%e!<S9SHDFISaSTSSO"CES, |" չ.( 
é$B!V>pJs9) 3X! WSNB46H8&5f$KCe<jS7SFSSS/SNSr8+SF!"!VS3S4ScS@SaS@!WSHz ( 
¢ SBBG3X$r35%\ $CSFSQ%=% 33837 SGSCSZWSASWSMSPSS3ASGSPSSSHS7!"!VSMSCSHS$dz (1 
éSBSmS&$<!WSK<sFMSC9~S$_!"5$S,SDSS$?SiBg3X$dS$aSF2q<ROwSKSJ$j!"8=:_SK¢ ( 
¿SB;jSkSoS1$SGS9!#¿ (B 


¿SB9b9; @Q8SN$_$s$J!">pJsSNJY6/S9$Sk$JSiBg3XS$SO?5=ESKA*$N$&SMI!#;¿ (B 
¢SBB>SN2ITL\SGSbSSSCS7SgSGS7SgSES1ST! #3X2TL>SKS@S*S5S1STSSSHSE&SK! #3 (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23061 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000330htm1. html 


--MESSAGE FILE 23062 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000331html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: einsidle@cb3.so-net.or.jp (einsiedler) 
Newsgroups: playstation.ny.test 

Subject: Re: test of new post 

Date: 18 Jul 1997 14:34:39 GMT 

Organization: Net Yarouze 

Lines: 17 

Message-ID: <5qnutvS6gv@newsl.scei.co.jp> 

References: <5qglkd$qsl@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.228 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


¿SB<+8J%S1%9SGS9!#¿ (B 


15 Jul 1997 14:31:41 GMT :58:"ՏԱ: (B einsiedler t_hibino ¿$B$5$s¿ (B 
einsidle@cb3.so-net.or.jp )¿SBSN5-;v¿ (B <S5qglkd$qsl@newsl.scei.co.jp> ¿SBSKShS1SP!"; 
(B 

> 

>¿SBSHSSSCSFSbS=S$SN>19gS$SOFISaSJSSS+!#¿ (8(՞՞չչ 
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WinVn ;SBSGSOFISa$k$+SJ! #2 (B 


¿SBS3SN5-;vSO:#SSSSS+S2SsSJ@_DjJSGS9!#¿ (Btest ¿SBSJSNSGS4SaSsSJS5SS!#¿ (B 


| ie ր / / einsiedler _/ 


einsidle@cb3.so-net.or.jp 
is / /: my ae S 


—-MESSAGE FILE 23062 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000331html1.html 


--MESSAGE FILE 23063 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000332html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler (t_hibino)" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 
Subject: Re: test 

Date: 18 Jul 1997 14:48:14 GMT 
Organization: Playstation Net Yarouze 
Lines: 17 
Message-ID: <5qnvneS6haQnewsl.scei.co.jp> 
References: <5qlm01$3r4@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.228 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


ՀՏՔՏՕՏՑՏՅՏ՞Տ7ՏՔ "2 (J 
einsiedler;$B!"S$GS9! #2 (J 


¿ $BB>?M$N5-; vSG%U%) $m! <SNz (J test gSBS7SFS*S9! #2 (J 
# ESBSSSDS*SGz (Մ test ¿SBSPSCS+SdSCSFSkSsS@S+!)¿ (J 
# ESBSISNSK%e! <3935!<SA!<S,SSSSSsSGS9S+SMS'2 (J 
# NetScape ¿$B$d¿ (J mnews չՏ8ՏՇՏԵՏՏՏՏՏՀՏՄՏ|չ (J 
# ESBSHSSSSSDSD!"z (JIM & IN ¢SBSJISsSSF;HSCSFSk! #2 (J 


¿ SBSHS$3Sm$G@>ED$5$s ! "SbSNQ@ ($$%°%7%S; HSCSFS*S9SM! #3 (J 
¿SB#B#S#D%Sa%$$%s$G$9$+!)$d$C$O$j¿ (J 


/_/__/ / / einsiedler _/ 
einsidle@cb3.so-net.or.jp 
/ / (ome ee E 


—-MESSAGE FILE 23063 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000332html1.html 


--MESSAGE FILE 23064 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000333html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Sat, 19 Jul 1997 00:56:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5qo3va$6lo@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <S5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <5Spv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 
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X-WWWns-ID: <33CF9241.6075@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


¢ SBEGHAFTHEFWHAFY #240 #OFOSNSVSISSSIIT!T!) IKSISNSGBg>fIWS+SI! #3 (J 
ESBS3SN%—!<%3\!<S1;HSS>!<jS,0-S$SGS9!#S9S00zSC$+$+$k$7!"S7SUSHS—!<S$, S=SUSHE* ¿ (Մ 

ՀՏ) !Ke (J 

2 SBSK2!$7$2S*$*SN>uBVSKSISC$?$4$7SF4qL/$I?6$kIg$$$r$7$*S9! #3 (J 


V V V V 


¿SB!!S&SASN%SQ!<%DSh$;$"$DSa¿ (JUAT¿SB8_495!$N%-!<%N!<%I!"¿ (J 

éSB! !Gc$C$?Ev; ~!J#4G/A0!K$O!"$=$1$^$G; HSCSFSS$?7#9#8SN51%—!<%\!<SISKHESYSFe (J 
ESB! IS"S*S$j$ShS/SIS$$I$! SH; WSCSFS*S7$?!#e (J 

ESB! !47$1$2$; S$Sb$"$5$*S9S, !":G6aS$SO5$9$SK$JSiSJS/SJ$3jJS2S7S?!#¿ (J 


¿SB!!%$Q%=%3%s%7%g%C%$WSG!":#SN%S-!<%$N!<%SI?(SkSH7ySKS$SJS3jS*S9SM¿ (J (%%; 


> >¢$B!!#3%u7n$/SiSSA]=|S7SFS*S; Ss$GS7S2SNSGz (Մ(՞՞չ 
> ¢SBSHSSS&S3SHSO#1Su7NSKOLEYS/SiSSA] Tole so. ` 1 կոմի d$o#P#C$rGc$CSŠF; (J 


¿SB!!$$$d!"It20<+BN$,$-$?$JS$S9S$S.$?$Ss$G$9¿ (J (%%; 
«MESSAGE FILE 23064 END: net-yaroze- as SCEI/ny/test/00000333html.html 


--MESSAGE FILE 23065 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000334html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEQkKJCRLJGOkQyRGJCOkPyVGUTk1SBsoSiAbJEI 9INTRWGyhK?= 

Date: Sat, 19 Jul 1997 00:58:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5qo42vS6lo@newsl.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33CF92B5.2435@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> ¢SB!VSsS8Sc!SS3SN4X?tSNSOSiSUSrMh=5S*SGSKS3%Ss%T%E! ՀԵՉՏՇՏՈՏՈՏ0515 ՏՕ (J 
> ¢S$B!!S7SF!S%W%j%s%H%"S&SHS7SF%1%] !<%SHDS=PS7SF! #8@81S0STSsSGSbSSSSSh! #!We (J 


2$B! !$TSeS$sB@SNF|K\81z (BBASIC¿$BS8$cS@$aSG$7Sg$S&S+!)¿ (Մ(՞՞չ 


> ¢SBSHSSS&!S;°>7:@k9pSrH/S7S*°S7S?!#7kK2LSOSHSSS&SH! S3X2TSN#63d6/S,SHS"Skz (J 
> ¢S$B?MSN%1%] !<SHSN!V%S3%ST!<!WSr<t+J, $N%1%] !<SHSHS7SFDS=PS7S°S7S$2?! #2 (J 


éSB!!SGS-Sk?MS, #1?MSSS1SPO0cS&SsSGS9SHSM! #¢ (J 
ESB! !$<S$s$<$sSSSI$t+SC$?S$iSlISé&SISk$sse@s$me (Մ(՞՞չ 
—-MESSAGE FILE 23065 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000334htm1l.html 


--MESSAGE FILE 23066 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000335html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso0-2022-jp?B?GyRCSzskNyOkGyhK?= 

Date: Sat, 19 Jul 1997 01:07:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 356 

Message-ID: <5qo4ja$6lo@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
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NNTP-Posting-Host: 202.231.136.91 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 189E78DD149A" 
X-WWWns-ID: <33CF94B3.44C7@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


This is a multi-part message in MIME format. 


189E78DD149A 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


ESB! !Bg7?#2NXSNLH5vSOSHS jSKSSSCSFSKS7!"3 (J 
¿SB!!B?>/SOO+F/SbS7SFSkS7!" (J 
é5B!!; (L3$, ; 3SNShS&SKS"SkS7!&!&!&!# (J 


2SB! !SHS+SSSS$SDSD!"S3$s$d; vSbSdSCSFS*S9! #2 (J 
25811: (UPS: SB$N$W%m%0%i%_%s%0!"K:S1$2SJS!!# (J 


¿$B!!$7$C$+$7!"; (JUMac  $BSNSW%$m%$0%i%_%s%0$N;qNA$SC$F$"$2$j$J$S$$JSŠ!!&!&!&!#¿ (J 
2$B!!¢(JInside Mac CD-ROM; $BSNF|K\81HG=PSJISS$+SJI! #2 (J 
£$B!!=PS?SHS7TSFSb! "SbHSE#IBE (JCRTZ SBSISSSHSASGSCSH?ISSSI! Ք: (J 


189E78DD149A 

Content-Type: image/gif; x-mac-type="47494666"; x-mac-creator="474B4F4E"; name="NAZO 
.GIF" 

—-MESSAGE FILE 23066 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000335html.html 


--MESSAGE FILE 23067 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000336html.htm 
ի 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re:=?iso-2022-jp?B?GyRCJVclLbSUWIWk1XyVzZJITAkKSDNYOTSbKEo=?= 

Date: Sat, 19 Jul 1997 02:13:59 +0900 

Organization: Japan 

Lines: 17 

Message-ID: <33CFA457.145C9050@aix.or.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qkS$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$ff8d19970718020519@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.208.34.192 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿SBS3SNDxEYSJSiS+SoSSSSSGS9!#SOSS!#¿ (J 


¿SBA4A32DO&S/SJSSSGS9!#¿ (J 
¢SB<BSO!S#C8@81Sr=, $C$?; -$K HSCS?%=SUSHSOz (BLSIC86¿SB;n?)HDSG: (J 
ESBS0Si SUS#ESCS/SrI=< (SGS-SISSSs$G$9! #2 (J 


ESBIISK8AS&SH! S#C8A81S r=, $CS$?SHS—SN4D6-SOz (UMS-DOS¿$BSG!S:#SO¿ (J 
LINUX: SB! G!G!&! Gel #2 (J 


ESBI9OSK! V#C8@81SrdY6/$7$? !WSNOUL#Sr2r@OS9SkSH!$!VC/$+$, 2 (J 
2 SB:n$SC$?#C8@81SN3WSmS0Sis* SrO\S9TY6/$r$7$?!#!WSHSISCSE: (J 
ESBSSSF!I&!Gl&!&l#z (J 


ESBSWSms0SiS_%S%S08@81Sr65S (SFSS$k3X9; SrB46HS7$S?3X@8SG!S¢ (J 

éSB<B: ] $K%W%m%0%i%_%s%0$, $GS-Sk!J<x6HSrM} 2rS7SFSSSk!K?Mz (J 

ESBS, #83dSr1 [S$ (SFSS$$k3X9; !J@1Lg3X9; $r4^$` !KSCSFSISNS/SiSS¢ (J 
ESBS"SKSNS+SJ!) SH; WSCS?S4S9Sk! #2 (J 

—-MESSAGE FILE 23067 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000336html1.html 


--MESSAGE FILE 23068 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000337html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "“=?1ISO-2022-JP?B?GyRCOWJIKhsoSiAbJEIybTkwGyhK?="_ <zekc0057@wwwl.scei.co.jp> 


Net Yaroze newsgroups message dump.txt Page 15387 


Newsgroups: playstation.ny.test 

Subject: fds 

Date: 18 Jul 1997 21:06:18 GMT 

Organization: =?ISO-2022-JP?B?GyRCUTM1SiV£M308MDUxPF IbKEo=?= 
Lines: 2 

Message-ID: <0lbc93bdSale6f0e0$S460114ac@shiori> 
NNTP-Posting-Host: 210.157.17.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


23 


-—-MESSAGE FILE 23068 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000337html1.html 


--MESSAGE FILE 23069 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000338html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: fds 

Date: Sat, 19 Jul 1997 10:01:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <redbug$ff8d19970719100133@news1.scei.co.jp> 
References: <Olbc93bdS$ale6f0e0$460114ac@shiori> 
NNTP-Posting-Host: 133.130.133.44 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN;¿ (B 
<01bc93bdšale6f0e0S4601l4ac@shiori>¿Š$BSKS*SSSF¿ (B 


1997/07/18/ 21:06 չ5Թ8:" Լ": (B"¿$B9bH*¿ (B ¿$B2m90;¿ (B" 
<zekc0057@wwwl.scei.co. jp>¢SBS5SsSO=qS-S*S$7S?!#¢ (B 
>23 


¿SBSHSJS"S (S:Sa%SC%; !<%8¿ (BID; SBSKSDSSSF!&!&!&¿ (B 
http://wwwl.scei.co.jp/forum/beginners/News/ 
¿SB;2>HS7SF2<S$S5SŠS!# (B 


¿$B$7$+S7!"L/$SJ%a!<%k%"%I%1%95SGS9$MŠ' #¿ (B 
¿SB2q0wSOS3S3$K%a!<%k%$"%$I%1%9;)S$SCS$SF$J$SSsSGS9$S1$I!&!&!&¿ (B 
¿ŠB1J%U%) !<%i%`%j!<%@!<$N%a!<%k%"%I%1%9SOS"$j$2$9S, 1"; (B 

2 SBAWSi$1$?%a!<%kSO<B: ] SKSOJLSNS"%1%1%9SXE>AwS5$1SFS$S$$*S9!Kz (B 


¿SB1Q;z¿ (B4z¢SB7e!\?t; ze (BA¿SB7eSN (BID; SB$O; dSNCNSk8BS$ JSIJSSSNSGS9S, !&!&!&¿ (B 
¿SBO0JAOSK$Sb$=$&$S$SS&¿ (BIDE SBSG$S"%s%1!<%SHŠKEz$ (Si$S1$S?J)$, $*%*$SiS1S2S7$S?S7!#¿ (B 


ESBSXSCSASN!Ve (BOrganization:¿$B!W$, !V¿ (BPlayStation Net Yarouze¿SB!WS$8ScSJSS¿ (B 
¿$B5-;v$b$0$8$a$F8+$^$9!#!J; A$NCN$k8B$J$G$O!K¿ (B 


2 SBSbS$7$4+$7$FSa! <3+!<S5$s$K$b$3$3$, 8+$ (Sk$h$ &SKSISCS$?S$CSF; ve (B 
¿SBSJSsS$SGS7SgS&S+!) (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23069 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000338html1.html 


--MESSAGE FILE 23070 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000339html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwJWk1XyVzJTAkSDNYOTSbKEO=?= 

Date: Sat, 19 Jul 1997 19:09:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5qq40k$93m@newsl1.scei.co.jp> 
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References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D0926B.2EB9@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> ~SBA4A32D0&$/SISSSGS9! #2 (J 
> 2 SB<BSO!S#C8@81Sr=, $C$?; ~SK; HSCS?%=%USHSOzg (JLSIC86¿ $B; n?) HDSG¢ (J 


> gSB%0%iSUS#SC%/SrI=< (SGS-SISSSSSGS9! #3 (J 
ESB! !<+A0SGS0Si SUS#SC%/%K!<SASS=qS/S+!"S0SiSUz (TLIO; SBSr8FSVSk!<SA%S :nSiSTISSSH3: (J 


ESB! !=qS1S%°S;SsSMz (J (*%; ¢$B! !S=S1SH;n?) HGSO;g (Jsmall¢SBSbSGSkS@S1SGS7$S?SCS$1!) 62 (J 
-—-MESSAGE FILE 23070 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000339html1. html 


--MESSAGE FILE 23071 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000340html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: fds 

Date: Sat, 19 Jul 1997 19:10:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5qq424S93m@newsl.scei.co.jp> 

References: <Olbc93bdS$ale6f0e0$460114ac@shiori> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D0929A.26Beymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SBƏ9bH*¿ (J ¿SB2m90¿ (J wrote: 
> 
> 23 


¿SB!!SKSSS$S5$s!*!*!*!*; (J 
ESB! !SKSSS5SsSISSS@SM!*!) 2 (J 
—-MESSAGE FILE 23071 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000340htm1. html 


--MESSAGE FILE 23072 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000342html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Mon, 21 Jul 1997 13:26:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33D2E4E3.7F4A6A0F@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <S5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9no$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$6lo@newsl.scei.co. jp> 

NNTP-Posting-Host: 202.210.131.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
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X-Priority: 3 (Normal) 
éSBS—-!<%\!<SISK5BSNS?S+SCSFSSS?M}M3$,I5,S+S 5S°S7S?!#NIS/9MS (S1SP$3S1S+!"2?S+3 (J 
ESBSr$3$\S$9St+$/SiS$S$7S+!"S—-!1<3\!<SISK5BS, $?S$+SkS$3SHSISSSF!I"S"S45 (2 (J 
éESBSIS+SCS?SNSK! "LUE@SKSISCSFSSS“*S7S?! #3 (J 

ESBSSSFSISKS, 860xS@SCS?SNSGS7Sg$&S+!) @52r$0:G8eSK! #2 (J 

GSX-R wrote: 


£$B!!S&SASN%Q!<%DShS$; S"SDSaz (JATZSB8_495!SN%S-!<S\!<SI!"3 (J 
ԵՏՏ !Gc$C$?Ev; ~! J#4G/A0 !KSO!"S=S1S*SG; HSCSFSSS$?#9#8SN51%—!<%\!<SISKHFSYSFe (J 


ESB! IS"S*S$j$ShS/SISS$I$! SH; WSCSFS*S7$?!#e (J 
¿$B!!47$1$?$; $$Sb$"$j$*S$9$, !":G6aSOSSSKSISi$IS/SISjS*S7$2!#e (Մ 


Ը" VVVVVV VV 


SBS%-!<%\!<%1IS0; HSSSISISFSSSKSNS, OLHVSGS9SM! #3 (J 


2SBS—!<%\!<SIA]=|$7SFS_$*$7$?!#%-!<SHSCZWSO! "SOS: S9SNSHS5SDS1SkI}$, ¿(J 
ESBFqQS7SSSGS9SM! ##3#0 !A#4#0T, $/$i$$$+$+$j$^$7$?!"01G/$K012s$/$i$$$J$i¿ (J 
¿SBSdSCSFSbSSSSS/SiSSSN<j4VSGS9SM!#¿ (J 


ESBS—-!<%\!<SISK5BS,$?S+SCSFSSS?M}M3!'¢ (J 
¿SB$h$/M7$SS$SKS/Sk1ySC;R!"LESC;RS$,%S<%j!<$H$+?)$YS$SFP!"SY%?2%YS?$SKS$J$SC$?<3j$G;¿ (J 
¿SB? (SCSFSSS?SNSGS752?!#¢ (JU (T_T) 


—-MESSAGE FILE 23072 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000342html.html 


--MESSAGE FILE 23073 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000343html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kara" <kara@mxr.meshnet.or.jp> 


Newsgroups: playstation.ny.test 
Subject: test 
Date: 21 Jul 1997 10:38:27 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bc95c1$c0a38560$5d74cd85@default> 
NNTP-Posting-Host: 133.205.116.93 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB%F%9%HSG$91#; (J 
--MESSAGE FILE 23073 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000343html.html 


--MESSAGE FILE 23074 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000344html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwWIJWk1XyVzJITAkSDNYOTSbKEo=?= 

Date: Tue, 22 Jul 1997 01:12:54 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <33D38A86.9458019D@aix.or. յք» 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@news1l.scei.co.jp> 

NNTP-Posting-Host: 202.208.35.205 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿$B!!<+A0$G%0%i%U%#%C%/%k!<%A%s=q$/$+!"%0%i%U;¿ (JLIO¿$B$r8F$V%k!<%A%s:n$i$J$$$H; (J 
> ¿$B!!=q$1$^$; $s$Mg (J (^^; ¿$B!!$=$1$H;n?)HG$O; (Jsmall:$B%b%G%k$@$1$G$7$?$C$1!)¿ (J 


¿SBSOSS!#;n?2)HDSO¿ (Jsmallz$B%b%G%kS$@S1SGS9! #3 (J 
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éSBSASJ$_SK!$%1%] !<SHSNOCSKhLa$ j$*$9S, !$%1%] !<SHSN%3%T!<SCSFSSS&SNSO!SS_SsS$J¢ (J 
¿$BK??M$N%1%] !<SHSrK\EVSKS=SNS*Ss8°%3%T!<S7SFI=; £$@$1<+J, $G=q$SSFDs=P$7$*S7¢ (J 
ESBS? !#2 (J 


é$BS"$/S$*$G?dB, $G$9$, !$$&SASN3X9; SGSOJ8>OS r3W% jSSSHS"S& SHS ISKS3SHS5S (S$b$GS$-¿ (J 
¿SBSJSS?MS, SSS=S&SGS9!#¿ (J 


¿e Bf. uti] t TEE 11111111 Pta tota rat nb iarra Gg 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
ESB8=:_;n83S*SCS?SeASIS+!*3 (J 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 
¿SB9927M=D3jF|!!!!1!#5!12?1)!)¿ (J 
—-MESSAGE FILE 23074 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000344html.html 


--MESSAGE FILE 23075 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000345html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCJEokayRbJEkhI xsoQg==?= 
Date: Wed, 23 Jul 1997 15:21:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <19970723152147beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.145.168.109 
X-Posting-Software: WSNews 2.01 


ESBSFSOSH!I GLENELG HE (B 


http://www.bekkoame.or.jp/~koke/program.htm 


ESBSXS'!<!"S*SVS8S'S/SHSOISSCSFS3SESSSE;VSASCS?SSSAS!! #2 (B 
ESBS3S1SGSb$S&0B?4S@! #2 (B 


2$B:G6az (B scanf ¿S$BS$r3PS ($?=i?4<T; (B 
beru@fa2.so-net.or.jp 
—-MESSAGE FILE 23075 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000345html-.html 


--MESSAGE FILE 23076 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000346html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJEokayRbJEKhIxsoQg==?= 

Date: Wed, 23 Jul 1997 16:09:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 


Net Yaroze newsgroups message dump.txt Page 1540 


I'm not sure what a visual ROM is, but a flash ROM is like a normal ROM, 
but you can change its contents whenever you feel like it and it will 
remain like that even after power-off. 


> In addition, is it unethical to use them because it is a piece of 
> software that a company should be getting profits and royalties from 
> the sale of? 


Yes, it is. Especially since some companies are now releasing their 

old titles (retrogaming is _big_ fad) on platforms such as the PSX 

and PC. They'll lose money because of these emulators. The emulators 
themselves aren't illegal, but having a copy of the game ROM is when you 
don't own the game ROM. 


However, some companies don't care. Many Sinclair Spectrum programmers 
have stated that they don't mind their programs/roms being freely 
distributed, almost 17 years after they first came out. 


Cheers, 


James 
—-MESSAGE FILE 2436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01139 


-—-MESSAGE FILE 2437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001140 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Fri, 12 Jun 1998 10:51:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6lqq55$s986@chuka.playstation.co.uk> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:722 scee.yaroze.freetalk.dutch:15 
scee.yaroze.freetalk.english:1140 scee.yaroze.freetalk.german: 23 


I ordered mine from directly from Datel. Works great! 


—-MESSAGE FILE 2437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01140 


—-MESSAGE FILE 2438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001141 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: 12 Jun 1998 09:49:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <01bd95e7$375456a0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800Sf30b0a0a@Angelal.intelligent-group.com> <3580E406.CCCOB558@scee.sony. 
co.uk> 

NNTP-Posting-Host: d3-s16-181-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<3580E406.CCCOB558@scee.sony.co.uk>... 
> Check my email address. :0) 
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Message-ID: <redbug$ff8d19970723160935@news1.scei.co.jp> 
References: <19970723152147beru@fa2.so-net.or.jp> 
NNTP-Posting-Host: 133.130.133.36 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¢SBSN; (B 
<19970723152147beru@fa2.so-net.or.jp>¢SBSKS*SSSFz (B 


1997/07/23/ 15:21 ¢$B:"!"¢ (Bkatuzg $SB$5$sSO=q$-S$*$7$?! #2 (B 
>http://www.bekkoame.or.jp/~koke/program.htm 
> 
> ¿SBSXS'!<1"%*%V%8 ՍԱՅՐ SCSFS3S&SSS&;vS@SCS?SsS@S!!#¿ (B 


>¿$BS$3$91S$SGSbS&0B2?4S@!#¿ (B 


¿SB8+SFS-S%$7$S?!#S9S$S5$%2S8S/ODSsSGSkSh$&SJ!&!&!&¿ (B 


¿SB%/%i%S9SN7Q>5SJSISN%$*SV%S8%'S/%H;X8-8@81%$rM)2rS9SkS$SJSi!" (B 
DOS¿S$SB>e$G%SW%m%0%i%`=qS/Sh$3j$b¿ (BWindows;S$BSd¢ (Meo SBPNSASESIE (B 
¿SB%S$S%s8%e%s"%k4D6-SG=qSSS?J)S, H)SG46S8SdS9SSSGS7SgS&!#¿ (B 
DOS¿SB>eS@SHSIS&S7SFSb!"9=BS2=%W%m%0%i%_%s%<s0OSH;¿ (B 

I SBS X5V %8%'% /%$H;X8-%W%m%0%i%_%s%0SHSN6-3&@<5,¿ (B 


¿SBS"SSS*“SSSKSJSjJS, SA! TSK; WS (Sk! KSISNSG! #2 (B 


¿SB;d$O¿ (B C++ Builder; S$BS$r?dAé! Է: (B 
ESB! ISHS$$&$+!"B>SNz (BC++¿ SBSr;HSCS?S3SHS, SJSS!K¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23076 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000346html1. html 


--MESSAGE FILE 23077 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000347html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: masaki.50@ppp.bekkoame.or.jp (Masaki Igarashi) 
Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Wed, 23 Jul 1997 19:00:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <19970723190011masaki.50@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.210.147.147 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


WSNews 2 SBSN%P!<%8%Sqg%3SSrD4SYSkS?SaSKAwS jS oo 
ESBS£!<%6!<EPO?S9SkKSH3NG'SGS-SISSSNS+SJ!) չ (B 


Masaki Igarashi <e-mail> masaki.50@ppp.bekkoame.or.jp 
—-MESSAGE FILE 23077 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000347html. html 


--MESSAGE FILE 23078 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000348html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEokayRbJEKhIxsoSg==?= 

Date: Wed, 23 Jul 1997 19:11:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 
Message-ID: <5r41kj$13v@newsl1.scei.co.jp> 
References: <19970723152147beru@fa2.so-net.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7Եւե 
X-WWWns-ID: <33D5D8EB.10D9@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


katu wrote: 


> http://www.bekkoame.or.jp/~koke/program.htm 
> ESBSXS'!<!"S*SVS8S'S/SHSOISSCSFS3SESSSE;VSASCS?SSSAS! !#e (J 
> ¢~SBS3S1SGSbS&0B?4S@! #¢ (J 


¿ŠB!!$*$*SC!#LNS+SiS&sSm$3$,MnSASkSh$&$J%[!<%`%Z1<%8!*; (J (¿SB>P¿ (J) 
ESB! !AG@2$7$—:H3*3V%S8%'%/%HSO9Se (J (¿SB>P¿ (J) 
—-MESSAGE FILE 23078 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000348html.html 


--MESSAGE FILE 23079 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000349html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Wed, 23 Jul 1997 19:14:55 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 
Message-ID: <5r41q6$13v@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <S5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33D5D99E.53E9@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 

> 2 $B%-!<%\!<%1ISO; HSSSISISFSSSKSNS, OLHVSGS9SM! #2 (J 
£$B!!SdSCSQ47S1SGS9S+SMS'! #3 (J 

ESB! !$G$b:#$NOB$$%^%7%s$N%-!<%\!<%I$@$1$047$1$?7$/$J$$¿ (J (%%; 


> 2SB%-!<%\!<SIA]=|$7SFS_$*$75?!#%-!<SHSCSWSO! "SOS: S9SNShS$4SD$1SkI}$, ¿(J 
> ¿SBFqS7SSSGS9SM!##3#0!A#4#0J,S/S1iSSS+S+SJjJS%S7S?!"01G/SK012s%$S/SiSSSJSic (J 
> ~SBSASCSFSbDSSSSS/SiSSSN<j4VSGS9SM! #2 (J 


2$B! !S&SASbG/S$K2?2sS+SdSCSFS*S9! #3 (J 
¿$B!!¿ (JMaczSBOJ30SONd6xS5S1SFS%S93 (Մ(՞՞չ 


> ¢$B%—-!<%\!<SISK5BS,$?S+SCSFSSS?M}M3!'3 (J 
> gSBShS/M7SSSKS$/Sk1ly$C;R!"LESC; RS, $<%4!<SHS+?) SYSF!I"SY%?SY%?SKSISCS?<4SGz (J 
> ¿$B? (SCSFS$$?SNSG$7$?! #2 (J (T_T) 


ESB! !S&So!<!l#ze (J 
ESB! !1%S-!<S\!<SIS+%P!<SrGcSoS1$F$0O!)¢ (J 


ESB! !¢ (JATZ$B8_495!SN>19g!"%S—-!<%\!<SISN<oN* Տ/525/555ՏՏ"Տյ5՞Տ95,2(Մ 
ՀՏ8115՞ՏՏՏՄԱՀՏՄՏՎՏԵՏՈՏԱՏԻՏՔ|ՀՏՄՏՏՏտՏՅՏՈՏԵՏՄ 6 161618: (J 
—-MESSAGE FILE 23079 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000349html.html 


--MESSAGE FILE 23080 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000351html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 
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Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: Wed, 23 Jul 1997 20:35:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <redbug$f£8d19970723203512@news1.scei.co.jp> 
References: <19970723190011masaki.50@ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.215.109.120 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.test ¢SBSN;(B <19970723190011masaki.50@ppp.bekkoame.or.jp> ¿SBSN;¿ (B 
¿SB5-;v$K$*SSSF¿ (B 1997/07/23/ 19:00 ¿$B:"!" (B 
Masaki Igarashiz$B$5$s$0O=q$-$*S7$?! #2 (B 
>WSNews 2 SBSNSP!<%8%g%sS$rD4$YSk$ ?SaSKAwS jS*S9! #2 (B 
>¢SBS£!<%6!<EPO?S9SkSH3NG'SGS-SJISSSNS+S$J!) ¢ (B 


WSNews; SBSN%a%K%e! <SNCESN!VEXSkKSW!W! JT#ISDS@S11&BE&SKS"Sk!KS+Si¢ (B 
ESB!IVSP!<%8%g%s>pJs !WSrA*SYSP8+S$k$3$H$,$G$-$*s9sSh! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23080 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000351html.html 


--MESSAGE FILE 23081 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000352html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kouichi <ny-info@scei.co.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Thu, 24 Jul 1997 23:59:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33D76DBF.5AE5@scei.co.jp> 

Reply-To: iemura@interlink.or.jp 

NNTP-Posting-Host: 203.141.132.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; I) 


ESBS?S@SSS*°SFSOSHCEZ (J 
—-MESSAGE FILE 23081 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000352html1-. html 


--MESSAGE FILE 23082 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000353html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kouichi <ny-info@scei.co.jp> 

Newsgroups: playstation.ny.test 

Subject: (=?iso-2022-jp?B?GyRCTDVCahsoSg==?2=) 

Date: Fri, 25 Jul 1997 00:00:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 72 

Message-ID: <33D76DF1.24BA@scei.co.jp> 

Reply-To: iemura@interlink.or.jp 

NNTP-Posting-Host: 203.141.132.76 

Mime-Version: 1.0 

Content-Type: multipart/digest; boundary=" 77FO054DC2DBE" 
X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 

Content-—Disposition: inline 


This is a multi-part message in MIME format. 


77F054DC2DBE 


Path: newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 
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Date: Thu, 03 Jul 1997 08:48:50 +0900 

Organization: PlayStation Net Yarouze 

Message-ID: <33BAE8E1.7B1D8E03@tau.bekkoame.or. յք» 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
cj@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.207 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


2$B!!%[!<%> %Z!<%8SCSFO1I}DLITSISNS, 5$$K$$$i$J$/$F!"; (JWebChat 2 SBSd7G< (HDz (J 
éESB!!S_ S?SSSTSHSNS, 2q0w%S[!<%°SZ!<%S8SKS[S7S+SCS?SsSGS9Sh! ի, (J 
2$B!!%a!<%k$8S$c9-S/S_SsSISHOCSGS—-SJISS$$7!"DL>o0$N¢ (JNews 2 $B$G%m!<%+SkSJIOCSr¢ (J 
ESB! ! SOSkKSNSDSASGSCSHS"S1S+SISH! #2 (J 


> 
> 
> 
> 


> 
¿$B7G< (HDSF!"J, $+$j0WS/SFSSS$SGS9SHSM! #SK%e ! <$9%0Sk! ՀՀՏՈՏիՏ)-զտ-9-Տ ՕԱՏՏՏԻհՏաչ (J 
ESBSI5S$,$7$*$9! #2 (J 


> ¢$B!!<+d,SN%[!<%* $Z!<%8S0A4A399?7S7SFSISSSNSG! "SS$S*SQSK%4%S%/S,¢2(T 
> ¢SB!!IDSSiSISFS*S9O!#S*°S"s (JUNY ¿ SB4k2h<<SbSISKSb8B@SCSFS3SISSSNSG! "S3SNS*S“*SK3z (J 
> ¿$B!!$7$F$*$/$D$b$j$G$9$,¿ (J(^^; 


¿ SBJLSKGK2u3hF0$7SFSSSkSoS1S8ScSISSS7!"TBEGSSSOSTSSSGSTSgGS&! #2 (J 
ESBS3SNS*S*!VSFS9SHSN<g!WSHS7SFS,SsSPSCSF2<S5SS!#¢ (J 


77F054DC2DBE 


Path: newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIIzIbKEo=?= 

Date: Thu, 03 Jul 1997 08:48:50 +0900 

Organization: PlayStation Net Yarouze 

Message-ID: <33BAE8E1.7B1D8E03@tau.bekkoame.or.jp> 

References: <33B02E68.34D374A6@tau.bekkoame.or.jp> <33BO2ECB.7885AD12@tau.bekkoame.o 
r.jp> <5or2imSa9v@newsl.scei.co.jp> <33B2F58F.5EAFBB27@tau.bekkoame.or.jp> <5p8625Sp 
cj@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.207 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> gSB!I!IS[!<%° $Z!<S8SCSFOLJ}DLOTSISNS, 5SSKSSSiSITS/SF!"3 (JWebChat ;SBSd7G< (HD¢ (J 
> 258115 Տ2ՏՏՏՄՏԵՏԱՏ, 2q0w%S[!<%`%SZ!<%8SKS[S7S+SCS?SsSGS9Sh!#¿ (J 

> ¢SB!!%a!<%kS8Sc9-S/S$_SsSJISHOCSGS-SJISSS7!"DL>oSNz (JNews; SBSG%m!<%+SkSJOCSr¢ (J 
> ~SB!!S9SkKSNSbDSASGSCSHS"ZS1S+SISH! #2 (J 
> 
é 
é 


SB7G< (HDSF!"J, $+Sj0WS/SFSSSSSGS9SHSM! #%KSe! <¥9%0%k!<SWShS j=qS-9~S_OWSSShS&z (J 
$B$J5$$,$7$2$9!#¿ (J 


> ¿SB!!<+J,SNS[!<%`%Z!<%8SOA4A39927$S7SFSJSSSNSG!"SSS*S@SK%$Sj%Ss%/S,¿ (J 
> ¿SB!!D%SS1S1SFS*S9!#S*S"¿ (UNY¿SB4k2h<<SbSJSKSb8@SCSFS3SJSSSNSG!"S3SNS S SK; (J 
> ¿SB!!S7$FS*#S/SDSbS3jSGS9S,¿ (Մ(՞՞չ 


¿ SBILSKGK2u3hF0$7SFSSSkSoS1S8ScSISSS7!"T8EGSSSOSTSSSGSTSgGS&! #2 (J 
ESBS3SNS*S“*!VSFS9SHSN<g! WSHS7SFS,SsSPSCSF2<S5SS!#¢ (J 


77E054DC2DBE-— 


—-MESSAGE FILE 23082 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000353html.html 


--MESSAGE FILE 23083 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000354html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: (=?iso-2022-jp?B?GyRCTDVCahsoSg==?=) 
Date: Fri, 25 Jul 1997 21:05:45 +0900 
Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <5ra5lvSre0@newsl.scei.co.jp> 
References: <33D76DF1.24BA@scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.109 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33D89697.2B06@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!SJSsS+@_Dj$,S*S+S7S/SJSSSGS9S+!)¿ (J 
—-MESSAGE FILE 23083 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000354html.html 


--MESSAGE FILE 23084 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000355html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Sat, 26 Jul 1997 07:53:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <33D92E63.21308AB8@tau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44gSkij@newsl.scei.co.jp> <5olc7cS$3pk@news1.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <S5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <Spv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.22 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> z2SB!!SdSCSQ47S1SGS9S+SMS'!#3 (J 
> ¢SB!!SG$b:#SNOBS$3*°%73S$N3—!<3\!<SI$@S1$047$1$2$/SI$$¢ (T(%%; 
> 


> 
¿SB%-!<%N!<%I$,;HSSSESiS/SJSSSH!"J*B-S$SjS$SJSSSHSSS&?MSO<BSOS1SCS3S&B?SSSHSSS&¿ (J 
¢SBD4::7k2L$, S"SkSHS+SJISSSHS+!JB2?d,SISS!0!0! (1K! #2 (J 

¢ SBEP#CSNCF ?HSOSISSSISS?02=S7SFSSS*S9S, !"%—-!<%\!<%I$O$"$^$jJQSo$j$^S; SSSM! #3 (J 


> ¿SB!!S&So!<!#¿ (J 

> ¿SB!!%-!<%$N!<%$I%S+%$P!<$rGcSo$l$FSO!)¿ (J 

> 

> ¿$B!!¿ (JAT:$B8_495!SN>19g!"%-!<%\!<SISN<oN’ Տ,Տ2Տ/Տ5ՏՏՏ"ՏյՏ՞-Տ9Տ,2 (J 
> ¢$B!!1%S°SS%I!<SISASD$SQSHS+SP!<SISSSsSASmSEST!ElELEI HE (J 

ESB! !¢ (J 


ESBS—!<3\!<S1S+SP!<SO#X#6#84#KSr; HMOSTSFSSS?SHS-—SK; HSCSFSSS*S7S82S, 1" (J 
éSBSASGSCSHS8ScS*SG$7S?!T$?S7S+SK%—!<%\!<SISOS—-S1SSSIS*S* IT] SFS*S7S?S, !K!l #2 (J 
ESBS ISCSASK$7$m!"; R6! BP: vSNS ?SaSKSSSASSSAS"SSSFS° ՏԷՇՇՏՇՏԻՏՏՏ251Տ5-Տ)յՏ ՏՄՏՏՏՕչ (J 
LSBS9!#; (J 

S SB, R6! SO#LFE#DSISTSN! V8wS4SbSN!W! "!V3\%2%sSbSN!WS, BJ9%$-$G$9$+$i$M!#; (J 


--MESSAGE FILE 23084 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000355html.html 


--MESSAGE FILE 23085 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000356html.htm 
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1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: =?iso-2022-jp?B?GyRCOFZLWIFROOObKEo=?= <akabori@ka2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: a test 

Date: Sat, 26 Jul 1997 10:28:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <33D952C2.3C31@ka2.so-net.or.jp> 
References: <33C818E8.5DB1@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


¿SB@VKY¿ (J wrote: 

> 

> test 

¿SBShS/SoS+SsSJSS¿ (J 

--MESSAGE FILE 23085 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000356html.html 


--MESSAGE FILE 23086 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000357html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: =?iso-2022-jJp?B?GyRCQFZLWTFROOobKEo=?= <akabori@ka2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: a test 

Date: Sat, 26 Jul 1997 10:33:50 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <33D953FE.12E7@ka2.so-net.or.jp> 

References: <33C818E8.5DB1@ka2.so-net.or.jp> <33D952C2.3C31@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.139 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; 1) 


éESB@VKY10; Je (J wrote: 


¿SB@VKY¿ (J wrote: 

> 

> test 

¿SBShS/SoS+SŠsSJSS¿ (J 

¿SBS%“S@S$ShS$/SoS+SsSJSS¿ (J 

—-MESSAGE FILE 23086 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000357html.html 


> 
> 
> 
> 


v 


--MESSAGE FILE 23087 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000358html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Tomonori Sugishita" <t-s-sck@xa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJFYkOSRIJEokTiRoITwhPCE8GyhK?= 
Date: 29 Jul 1997 12:39:12 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bc9clb$ff6e4cc0S838d84d2G@t-s-sckxa2> 
NNTP-Posting-Host: 210.132.141.131 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSFS9SHSFS9SH: (J 
¿SB$"1!1<!"$"1<!<!<1"$?$@$$S$ASK%$e!<%S9=qŠ-9-$_SN$SF%9%SHCf!&!&!&¿ (J 


¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
¿$B!1¿ (J 

¿SB?y2<! !CR5, !JU#S#C#K!K¿ (J 

t-s-sck@xa2.so-net.or.jp 
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¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
--MESSAGE FILE 23087 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000358html.html 


--MESSAGE FILE 23088 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000359html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SCK" <t-s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskQiRGJDkkSCRKJE4kaCE8ITwhPBsoSg==2= 
Date: 29 Jul 1997 15:05:44 GMT 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <0Olbc9c30$6af5f£b00$a08d84d2@166.so-net.or. յք» 
References: <Olbc9¥clb$ff6e4cc0$838d84d2@t—s—sckxa2> 
NNTP-Posting-Host: 210.132.141.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Tomonori Sugishita <t-—s-sck@xa2.so-net.or.jp> wrote in article 
<Olbc9¥clbS$ff6e4cc0$838d84d2@t—-s-sckxa2>... 

> ¿SBSFS9SHSFS9SH;¿ (Մ 

> gSBSMI<KIMSMI<I<!<!"S?S@SSS*°SK%e! <$9=qS$-9~S_SNSFSOSHCE! EI! E183 (J 

> 

> 
¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
¿$B!1!1!1!1!1¿ (J 

> ¿$B!1¿ (J 

> ¿SB?y2<! !CR5, !JI#S#C#K!K¿ (J 

> t-s-sck@xa2.so-net.or.jp 

> 

> 
¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
¿$B!1!1!1!1!1!1¿ (J 

> 

¿$B%1%9$KD)@o!*!*; (J 

¿SB7k2LSOSSS+$K!*!*!*1!*: (J 

¿SBS&!<Ss!"SIS&SGS7SgS&!)¿ (J 
¿SB#8#0!s0J>eSJ$Ss$SH$+S+SsSH$+$GSk!<%kOcH?$F%Sa%sC%;!<%S8$,=PS?!&!&!&¿¿ (J 
¿SBS&SaSFSdSk!<!<!<!<!1<!<!<!<!<!<!<!<!<!<!<; (J 

¿SBSHSjSc!*¿ (J 


—-MESSAGE FILE 23088 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000359html.html 


--MESSAGE FILE 23089 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000360html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJEYKOSRIJEokTiRoITwhPCE8GyhC?= 
Date: Wed, 30 Jul 1997 00:03:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <redbug$ff8d19970730000351@news1.scei.co.jp> 
References: <Olbc9¥clbS$ff6e4cc0$838d84d2@t—s—sckxa2> 
NNTP-Posting-Host: 202.215.109.123 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 


playstation.ny.test ¿SBSN¿ (B <0Olbc9¥clbSff6e4cc0$838d84d2@t—-s-sckxa2> ¿SBSN;¿ (B 
¿$B5-; v$K$*$$$F¿ (B 1997/07/29/ 12:39 ¿$B:"!"¿ (B 
"Tomonori Sugishita" <t-—s-sck@xa2.so-net.or.jp>z¢SBS5$sS$O=q$-S*S7S?!#¢(B 
>¿SBSFS9SHSFS9SH¿ (B 
>ZeSBSU!IKIMSMUI <I <1 <!1"S2S@SSS*SKSe! <$9=qS-9~S_SNSFS9SHCE!&!&!&3 (B 


http://wwwl.scei.co.jp/forum/beginners/News/ 
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ESBSrS4Mw$/S@S5SS! #2 (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23089 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000360htm1. html 


--MESSAGE FILE 23090 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000361html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SCK" <t-s-sck@xa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UMU6IBSkQiRGJDkkSCRKJE4kaCE8ITwhPBSsoSg==?= 
Date: 29 Jul 1997 15:09:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <0Olbc9c30$fb882c60$a08d84d2@166.so-net.or. յք» 
References: <Olbc9¥clbS$ff6e4cc0$838d84d2@t—s—sckxa2> 
NNTP-Posting-Host: 210.132.141.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Tomonori Sugishita <t-—s-sck@xa2.so-net.or.jp> wrote in article 
<Olbc9¥clb$ff6e4cc0$838d84d2et-—s-sckxa2>... 

> ¢SBSFSOSHSFS9SH: (J 

> ESBSNI<INSUMI<1<!<!"S?S@SSS*°SK%SE!<S9=qS—9~S_SNSFSOSHCE!E&!&!&E(T 
> 

> 
ESBILILILILILILILILILIDILILIDIDTILI DIT IETI TIL ITI TIT e a ESL DE EA tii D N E EA (7 
ESBILI1T!1!1!1¢ (Մ 

> ¿SB!1¿ (J 

> ¿SB?y2<! !CR5, !JI#S#C#K!K¿ (J 

> t-s-sck@xa2.so-net.or.jp 

> 

> 
¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
¿$B!1!1!1!1!1!1¿ (J 

> 

¿SB%1%9SKD)@o!*!*1!J%S1!($S8ScSJSSSh!&!&!&!K¿ (J 
ESBS&S*S/SSSCSFSKSH+SI!<!<!l<l<3 (J 

¿SBSIS$S&S+$J!<!<!<!<!<!<!<!<¿; (J 

¿SB%$F%9%SHSGN)=, S7$SF! "<! SO%SW%Sm%0%i%`!&%Si%SNSKEjJ9FS$@!*!1*!+*!*¿ (J 
ESBS=S1SGSO! #2 (J 


ESBSHSG!*I RI HI AIALAL HL RL RTARTA LAL RL RL RL AL AIRS (J 


¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
¿$B!1!1!1!1¿ (J 

¿SB?y2<! !CR5, !JI#S#C#K!K¿ (J 

t-s-sck@xa2.so-net.or.jp 


¿$B!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1!1¿ (J 
¿$B!1!1!1!1¿ (J 


--MESSAGE FILE 23090 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000361html.html 


--MESSAGE FILE 23091 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000362html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!news!not-for-mail 

From: matutakaQosk0.attnet.or.jp (Yuichi MATSUTAKA) 

Newsgroups: playstation.ny.test 

Subject: TEST 
Followup-To: playstation.ny.test 

Date: 29 Jul 1997 16:46:07 GMT 

Organization: OSAKA Japan 

Lines: 4 

Message-ID: <5rléofSbam$1@kylyn.attnet.or.jp> 
NNTP-Posting-Host: 165.76.116.170 
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Mime-Version: 1.0 (generated by tm-edit 7.106) 
Content-Type: text/plain; charset=ISO-2022-JP 


¿SBS3S1SOSF%S9%SH5-;vSGS9!#;¿ (B 


matutaka@osk0O.attnet.or.jp 
-—-MESSAGE FILE 23091 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000362html1. html 


--MESSAGE FILE 23092 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000363html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!news!not-—for-mail 

From: matutaka@osk0O.attnet.or.jp (Yuichi MATSUTAKA) 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Followup-To: playstation.ny.test 

Date: 29 Jul 1997 17:15:55 GMT 

Organization: OSAKA Japan 

Lines: 5 

Message-ID: <5rl8phS$clk@newsl.scei.co.jp> 

References: <5rl6ofSbam$1l@kylyn.attnet.or.jp> 

NNTP-Posting-Host: 165.76.117.62 

Mime-Version: 1.0 (generated by tm-edit 7.106) 

Content-Type: text/plain; charset=ISO-2022-JP 

In-reply-to: matutaka@osk0O.attnet.or.jp's message օք 30 Jul 1997 01:46:07 +0900 


¿SBMES7SS¿ (BMessage-IDz$B$, =S@5S5S1SFSSSkKS+SNSFS9SH! #2 (B 


matutaka@osk0O.attnet.or.jp 
—-MESSAGE FILE 23092 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000363html1. html 


--MESSAGE FILE 23093 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000364html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: mocona@tky.threewebnet.or.jp (UEYAMA Satoshi) 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?JEokcyQrJCYkXiQvdICQkKyRKJCQ=?= 
Date: 29 Jul 1997 18:14:57 GMT 

Organization: 3web user 

Lines: 3 

Message-ID: <5rlbvlSc6a@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.235.214.49 

X-Newsreader: mocona 1.0-alphal 


ՀՏ8511ՀՏԵՄՕՏ6:չ (B 


ՀՏ82":3 (B ¿SB8g;J!sFfSN@8J*0&9%2H;¿ (B 
—-MESSAGE FILE 23093 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000364html.html 


--MESSAGE FILE 23094 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000365html.htm 
1 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "Mukunasi Kentarou" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.test 
Subject: test 
Date: Wed, 30 Jul 1997 21:18:00 +0900 
Organization: PlayStation Net Yarouze 
Lines: 3 
Message-ID: <5rnbmpSedn@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


IE4. 0; SBSKIUSSSFS-$?J*SGAw?.C£! #2 (B 


Net Yaroze newsgroups message dump.txt Page 15400 


—-MESSAGE FILE 23094 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000365html-.html 


--MESSAGE FILE 23095 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000366html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Mukunasi Kentarou" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?GyRCUGIkJjJBsMnM1RiUS5JUgbKEI=?= 
Date: Wed, 30 Jul 1997 21:21:27 +0900 
Organization: PlayStation Net Yarouze 
Lines: 4 
Message-ID: <5rnbt7Sedr@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


¿$BAw$1$?$+$J!)¿ (B 


--MESSAGE FILE 23095 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000366html.html 


--MESSAGE FILE 23096 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000367html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kokurikoupa" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?GyRCJEYkOSRIJDOkTiMyGyhC?= 
Date: Thu, 31 Jul 1997 22:10:29 +0900 
Organization: PlayStation Net Yarouze 
Lines: 4 
Message-ID: <5rq355$hm1@news1.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine V4.71.1008.3 


ESBSFS9SHSE@Shz (B 


—-MESSAGE FILE 23096 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000367html. html 


--MESSAGE FILE 23097 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000368html.htm 
als 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “kokurikoupa" <mukunasi@tama.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?i1so-2022-jp?B?GyRCJUEYkOSRIGyhC?= 
Date: Thu, 31 Jul 1997 22:15:41 +0900 
Organization: PlayStation Net Yarouze 
Lines: 6 
Message-ID: <5rq3etShma@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.139.10.210 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1008.4 
X-MimeOle: Produced By Microsoft MimeOLE Engine Մ4.71.1008.3 


Net Yaroze newsgroups message dump.txt 
Then check with your boss..... 


> Sony do _not_ support the AR. So if you've got a problem with your 
> AR, we can't help you. But that's different from saying that we 
> don't approve of its use. We neither recommend using it or not using it. 


Sony's official line (you should know this already James - shame on you) 
is that they do not approve of any third party development systems, which 
is in effect what you get from a re-flashed Action Replay. 


Ask Datel themselves about the DDX - basically a pumped up AR made 
specifically as development hardware. Sony forced Datel to withdraw them, 
and as you are at Sony, I suggest you check out the thread in 
scee.dev.freetalk 

(pro developer news group, sorry you cann't all read it) and read Paul 
Holman's 

comments on the subject - basically using hardware in that way violates the 


developer agreement. 


Also, ask Gil at SN Systems about the CartDev system (same sort of thing) 
that 
they developed - it got canned on Sony's orders as well. 


The problem with the re-flash ROM's is that at least one of them is ripped 
off from 
the Datel DDX, and allows you to use the full Psy-Q DOS debugger by 
pretending 

to be an H2000 dev card (a pro dev system for those who don't know), and 
infact the 

archive contains a ripped off copy of PsyQ. 


> James 


Sony may not be to worried about a few hackers using a ripped of dev 
system, but 

they'll come down like a ton of bricks on anyone who's supposed to be 
licensed who 

uses one. 


And yes, I would be the first to admit that Sony should have used the AR 
approach 
in the first place instead of using the Serial port. They didn't though, 
and we should live 

with it (and if anyone doesn't, they should consider not admitting it in 
these news groups 

as Sony are quite entitled to invoke the clause in your license that makes 
you give the 

access card back). 


Craig. 

(trying to be helpful in a subtle sort of way) 

—-MESSAGE FILE 2438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01141 


—-MESSAGE FILE 2439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001142 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: controller inadequacies 

Date: Fri, 12 Jun 1998 11:23:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3581018A.5F2D@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Page 1541 


glish/000 


english/0 
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ESB! !SFS9SHSGSO! #3 (B 


¿SB%3%/%j%$3!<%Q¿(B <mukunasi@tama.or.jp> 


—-MESSAGE FILE 23097 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000368html1l-.html 


--MESSAGE FILE 23098 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000369html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwWIJWk1XyVzZITAkSDNYOTSbKEo=?= 

Date: Fri, 01 Aug 1997 00:05:47 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <5rq9rdShsq@newsl.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooar$fog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
.3Ք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33EQA9C4.6D76@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> 2 SBSASIS_SK!$%1%] !<%HSNOCSKLa$4j$°$98, !$%1%] !<SHSNS3%T!<SCSFSSSESNSO!SS SsSJz (J 
> ¢S$BK??MSN%$1%] !<SHSrK\EvVSKS=SNS“*Ss$°%3%T!<S7SFI=; £$@$1<+d, ՏՇ-զտտտբքտ-ՔՏ75՞Տ57: (J 
> ESBS?! #2 (J 


¿SB!!S$S=$S1SGLdBjJSJS+S$CS?Ss$GS9S+SMS'¿ (J (%%; 
¿SB!!@n@8SNS[S&SbS"S-—SiSaSFSkSNS+SJ!#¿ (J 


> ¿$B$"$/$^$G?dB, 56595, !SS&SASN3X9; $G$SOJ8>OSr%W%$jJ%s%H%"%&%H$9SkS$S3$HS$S5S (ՏԵՏՇՏ-չ (J 
> ¿SBSJSS?MS,SSS=S&SGS9!#¿ (J 


ESB! !S*SC$?S/S5S08CS$?; VSISS 2M! "SCSFSNSOS=SsSISbSsSGS7SgS ESM! #3 (J 
2 $B! ! 3X9; $G$d$C$F$F$b!"6=L#$J$$?M$K$ŠH$C$F$OC1$J$k$+%$j%-%e%i%`$G$9$7!#¿ (J 


¿SB!!$+$J$jA0$K=q$$$?!"; (JATzZ$B8_495! !uzg (JPC-9801; SBMOSN%i%$%s%k!<SA%S$, ¿(J 


ՀՏ81 1: (JHDD:SBS+Si=PSFMhS$*S$7$?!#%/SjSCSTSS%0SDSDSSSFS*S9S7!"S=S1STSjISKB.SSSCS9! #2 (J 
ՀՏ ! #V#GHASNS1%8%39% 2?SDSDSDSSSFSkKS7!"#9#8HGSO;g (JGRCG¢ SB; HSCSFS*S9! #2 (J 

ESB! !%3"S; Ss$VSiSG=qSSSFS"S5S*S9S, ! "$9%?%C%/EOS7HGSb$"$k$s$G#CS+$iS$SGSb;¿ (J 

¿$B!!; H$ (SkSGS7SgS&!#SSSk?MSSS*S9!) !#¿ (J 

ESB! !S"!I"#9#8HGSOS; %_%0Si SUS#SCS/MOSNSHS"S5S*S9¢ (J (¿$B>P¿ (J) 

ESB! !%; S_SOSiSUSHESCS/SCSFSOS+SSSIS$ 2MB?SSSASMSESTE (J (%%; 


-—-MESSAGE FILE 23098 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000369html1l. html 


--MESSAGE FILE 23099 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000370html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Fri, 01 Aug 1997 00:08:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <5rqal7Shsq@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
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85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <S5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9no$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3vaS6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.126 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33EQAA7D.2212@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> g$B%—-!<%\!<SIS,;HSSSESIS/SISSSH! "JI*B-SjSISSSHSS$S&?MSO<BSOS1SCS3S&B?SSSHSSS&¢ (J 
> ¿SBD4::T7k2LS,S"SRSHS+SJSSSHS+!JB?2J,SJSS!O!O!(!K!#¿ (J 


ESB! !3Q%=%3%sS$r=i SaSFGc$& 7M$KSO! "NI$70-$7$NH=CGSOSD$-$*$; Ss$bSsSM! #3 (J 
2$B!!S=$69MS (Sk$H3a!<%+!<SCSF<Y0-S@SNSE!&!&!&SHS+;WSSS*S9! #3 (J 


> ¢$B;R6!SO#LFE#DSISISN! V8wSjSbDSN!W!"!V3\S?SsSbSN!WS, BGISS-SGS9S+SiSM! #2 (J 


é$B! !L\1#$7SH1InSOSDSoSGS9SYSF2r7h! *SCSFSoOS1SKSOS$$-$%*$;Ss$Mz (Մ(՞՞չ 
--MESSAGE FILE 23099 END: net-yaroze-usenet/00000003- Ler do east A T html 


--MESSAGE FILE 23100 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000371html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJCQkQSQqJCY1RiU5JUgbKEo=?= 

Date: Fri, 01 Aug 1997 05:46:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <33E0F994.D74CFE4B@tau.bekkoame.or.jp> 

NNTP-Posting-Host: 202.210.134.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


¿SB@=1IJHG¿ (JNetscapeCommunicator4.0z$BSrF~<jST7TS?SNSG!"SFS9ISHSTS“*S9! #3 (J 
éESBSWS1%35% j!<% 9HGSr%s"%ss%sSSs s 93H! <SkS7SFS+$i@= IJHGSr%S%s%9% H!<SkS7S?SNz (J 
ESBSGS9S, !":#SNSHS3SmLOBILSS/FOSSSFSS$%*S9!#EVvS?S$ JAOSNS3SHSISNSGS9S, ¢ (J 
ESBS [SCSHSTS*SO! #3 (J 

¿SB!!¿ (J 


--MESSAGE FILE 23100 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000371html.html 


--MESSAGE FILE 23101 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000372html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJCOkQSOqJCYLRiU5SJUgbKEo=?= 

Date: Fri, 01 Aug 1997 05:56:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <33E0FC05.AAEFB4D10@tau.bekkoame.or.jp> 

References: <33E0F994.D74CFE4B@tau.bekkoame.or.jp> 

NNTP-Posting-Host: 202.210.134.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 
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what wrote: 


¿SB@=1IJHG¿ (JNetscapeCommunicator4.0¢$BSrF~<jST7TS?SNSG!"SFS9ISHSTS“*S9! #3 (J 
¿SB%SW%1%3jJ%3j!<%s9HGSr%$"%s%S%Ss%9%SH!<%kS7SFS+Si@=IJHGS$Sr%$%s%$9%H!<%kS7S?SN¿ (J 
ESBSGS9S, !":#SNSHS3SmLOBILSS/FOSSSFSS$*S9! #EvS?S JAOSNS3SHSISNSGS$9S, ¿(J 

2 SBS [SCSHS7$*S9! #32 (J 

¿SB!!¿ (J 


VVVVYV 


¿SBS*S*!"S5S9S,S$GS9SM!"SM%9%S1!#!J<+8J%S1%9¿ (Մ(՞ ՞):) 
¿SB!!¿ (J 


--MESSAGE FILE 23101 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000372html.html 


--MESSAGE FILE 23102 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000373html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwIJWk1XyVzJITAkSDNYOTSbKEo=?= 

Date: Fri, 01 Aug 1997 06:13:47 +0900 

Organization: Japan 

Lines: 14 

Message-ID: <33E1000B.BFAE823F@aix.or.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$ff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
-jJp> <Srq9rd$Shsq@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.208.35.82 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ¿SB!!%;%_ %0%i%sUS#%C%/SCSFSoS+Ss$SJSS?MB?SSS@SmS&SJ¿ (Մ(՞՞չ 


¿S$B;d$b$oS+$j$%*S;Ss!#SIS&$$SCS?$bSNSG$9S+$S=$1SO!)¿ (J 


ESBE JA r] tl] Jt] fe a JP a tJ] 43 tb 1242 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBSd$C$H;n83=*N; ¢ (Մ(՞՞) 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 
¿SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 
--MESSAGE FILE 23102 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000373html.html 


--MESSAGE FILE 23103 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000374html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwWIJWk1XyVzJITAkKSDNYOTSbKEo=?= 

Date: Fri, 01 Aug 1997 23:10:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <5rsqvkS$kq5@newsl.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qkS$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
-jJp> <5Srq9rdShsq@newsl.scei.co.jp> <33E1000B.BFAE823F@aix.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <33E1EE49.7BO00@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 

> 

> > gSB!I!S;3_ ԱՆՆ Ն ^; 
> ¿$B;d$b$o$+$j$^$;$s!#ŞI$Ş&Ş$$$C$?$ŞÞ$ŞNŞGŞ$9$+$=$1$0!) 


¿SB!!; (JPC-80012$B$+$i<u$170$, s S ss SDD S CRONE 


ISB!!4J0W%0%i%U%#%C%/51!G-= SGS9! #2 (J 


2SB! !#9#8SNSF%-%9SH2HLLSODL> 02g (J80*252 $Bd8; zSGS9ShSM! #2 (J 
7 SB! 1$3$1$r3h%342J, 3m! "%?%F#4J, 3mSGz (J160*100¢SBSISC%H! "SHSSS&SOS1SGS9! #2 (J 


ESB! !2'SO#B2' FHS (ՖՐՏ9Տ, 1" S" SHE j%S%e ! <BHE (JVRAMZ SBSNMFNLSH%O ! <%1$Nj EMMSNS ? $a (J 
é5B!!!V#1%-%C%1%/%?!<Fb#1?'!WS+SD!VSFS-S9SH#ELIOTS"S?S5?2'0CSSS, #2#02SS*°SG!IWe (J 


é$B!!SHSISCSFSSS*S9!#!JEASOSCSFSk<+?.SIS7¢ (J (¿SB>P¿ (J) 258182 (J 


ԱՕ ՅՐՆ ՐՐ s 
é$B!!$&S$*S/;HS&SHH~L#S7SS5!G=$G6S7$?! #2 (J 

£$B!!%0%i%U%S#%C%/2hHLLSHSOFHN) $7SFSSSkKSNSG!"S?SHS ($PGX7J$K3($rI=<($5$;$F¿ (J 
¢$B!!S*SSSF!"S=SN>eSr5pBg$JJ8; 257395 /% ee Տ՞ s 05. 
¿$B!!¿ (U8086;$B$Sd¿ (JV302SB%*°%S7%SSGSD9bB. SKO7S (S*S9! #3 (J 


--MESSAGE FILE 23103 END: net- ci sale y FE Taran mu ou աան 


--MESSAGE FILE 23104 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000375html.htm 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 
Date: Sat, 02 Aug 1997 08:06:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <33E26COB.3F87C2EA@tau.bekkoame.or. յք» 


References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 


C561FE.794FC7A5@tau.bekkoame.or.jp> <5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366. 


BCA48103 


@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 


> 
NNTP-Posting-Host: 202.210.134.161 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


GSX-R wrote:¿¿SB!! (J 
> ¿$B!!L\1#$7$H1n$0$D$o$G$9$YSF2r7h!*$C$F$0o$1$K$O0$$$-$^$;$s$M¿ (7(՞՞: 
¿SB!!!1: (J 


¿SBS=SNSH$&Sj!"SGSb%K%e!<%9SGS$O%?%s%9SKF-S1S$SFS7S*“S&ShS&SJ?FSbDb;¿ (J 
ZSBS$S$kS$_$?$$$GS$9SM! #z (J 


&SBS7$+$7!";R6!SN9Z4q?4SKSO05E] $5$1$%°S9! #SASGSCSHS&SiSdS*S7TSSS/SiSSSGS9! #2 (J 


¿SB9%4q?4SHSO>CHq$9SkSbDSNSJSNSGS7SgS&S+!#¿ (J 
¿SEL La (J 


—-MESSAGE FILE 23104 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000375html.html 


--MESSAGE FILE 23105 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000376html.htm 


1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: kouichi <ny-info@scei.co.jp> 
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Newsgroups: playstation.ny.test 

Subject: this is test 

Date: Sat, 02 Aug 1997 17:40:06 +0900 
Organization: PlayStation Net Yarouze 
Lines: 1 

Message-ID: <33E2F266.7AC6@scei.co.jp> 
Reply-To: iemura@interlink.or.jp 
NNTP-Posting-Host: 203.141.132.81 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESBS 3S1SO%FS9SHSGS9!#S&S*S/$*S/S1SkS+ST!) 2 (J 
—-MESSAGE FILE 23105 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000376html1.html 


--MESSAGE FILE 23106 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000377html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: akabori <akabori@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUY1OSVIQ2YkRyQ5ISIbKEo=?2?= 
Date: Sun, 03 Aug 1997 08:42:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <33E3C5D2.604A@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


ESBSFSISHSASeESESGSO! #e (J 
—-MESSAGE FILE 23106 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000377html.html 


--MESSAGE FILE 23107 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000378html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: akabori <akabori@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUY1OSVIQ2YkRyQ5ISIbKEO=?= 
Date: Sun, 03 Aug 1997 08:45:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <33E3C687.1544@ka2.so-net.or.jp> 

References: <33E3C5D2.604A@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


> 

> ~SBSFS9ISHSASeS&SGS9! #2 (J 

éSB%U%) $m! ՀՇքՏՇՏ9: (J 

—-MESSAGE FILE 23107 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000378html. html 


--MESSAGE FILE 23108 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000379html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: akabori <akabori@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIO2ZYkRyOQ5ISIbKEo=?= 

Date: Sun, 03 Aug 1997 08:48:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33E3C737.49A6@ka2.so-net.or.jp> 

References: <33E3C5D2.604A@ka2.so-net.or.jp> <33E3C687.1544@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.135 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


> 
>> 
> > ¢SBSFS9SHSASeSESGS9! #2 (J 
> 


éSB%U%) $m! ՀՇքՏՇՏ9: (J 
ESBSFS9SH: (J 
-—-MESSAGE FILE 23108 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000379html. html 


--MESSAGE FILE 23109 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000380html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: akabori <akabori@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJUYLOSVIO2ZYkRyOQ5ISIbKEo=?= 

Date: Sun, 03 Aug 1997 08:49:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33E3C772.297D@ka2.so-net.or.jp> 

References: <33E3C5D2.604A@ka2.so-net.or.jp> <33E3C687.1544@ka2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.224.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


> 
>> 
> > ¿SB%SF%9%SHSASeS&$GS9!#; (J 

> ¿S$B%U%)%m!<Cf$GS9;¿ (J 

test. 

—-MESSAGE FILE 23109 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000380html.html 


--MESSAGE FILE 23110 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000381html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP?B?GyRCM1g50yROMnhDTCMzGyhC?= 

Date: 4 Aug 1997 16:58:02 GMT 

Organization: Net Yarouze (SCE) 

Lines: 19 

Message-ID: <5s51lmq$19@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.200 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


¿SB2FSO8=:_1G2h#4KNS_S?2SHS3SmSGS9!#¿ (B 


¿SB%m%9%H!"% (StS! !"SHSNSN$1!"3X9; SN2xCL#3! #2 (B 
2$BSm% 9SHSr=|$/B>#3K\SO9%S-SGS"S1SP! "K~B-SSS/SH;WSSS*S9! #2 (B 


éSBSIS+SGSb3X9; SN2xCL$O! "SaSAScNISSSCS9! #3 (B 

¿$B519;<K$H$+$G$O$J$/$F8=BeIw$JGX7J$, !"SISm%13m!ASHS7$?%_S9%F%4!<46!J!) !K¿ (B 
ESBSrSJ$/S7TSFS7S*SCSFSSSKSNS, ;DGOSG$9S, !"OC!"S+%asi! "JT=8SHK~B-SGS-S*S9O! #2 (B 
ESBS"!<!"1G2hS@$!SCSF46S8! #2 (B 
2 SB?MBNLO7 ?SONIS$4 6$8SGSFS*S$9!*%] !<3:$, $a$A$c%+%C%3%$%$!*!*; (B 


2 $B4|BT46$, $JS$$+SiSGS7$gS&$+! #$3Ss$QS1INIS/SF!"S3SNI>2ASCSFSNS, $J$s$+¿ (B 
¢$B8D?ME*SKG<F@SS%+%sSSGS9!#SOSS!#2 (B 
ESBS?S*S?S*6uSSSFSS$?S@S1SISs$GS7$g$&$t!) ¢(B 


¿SB#K#B#O¿ (B 
--MESSAGE FILE 23110 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000381html.html 
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--MESSAGE FILE 23111 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000382html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJVclbSUwWIJWk1XyVzZJITAkKSDNYOTSbKEI=?= 

Date: Tue, 05 Aug 1997 09:26:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <redbugSff8d19970805092609@news1.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
-jJp> <Srq9rd$Shsq@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.45 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN; (B 
<5rq9rd$hsq@newsl.scei.co.jp>¿SBS$SK$*SSSF¿ (B 
1997/08/01/ 00:05 ¢$B:"!"z (BGSX-R <kouzouQ@ymg.urban.or.jp>¿$B$5$sSO=q$-$*$7S?!# (B 
>> ¿$B$"$/$^$G?dB, $G$9$, !S$S&SASN3X9; $SSG$OJ8>OSr%$W%$j%Ss%$H%S"%$&%H$S9S$Sk$3SH$S5S (ՏԵՏՇՏ-չ (B 
>> gSBSISS?MS, S$$=S&SGS9! #2 (B 
> 
>¢SB!!$*$C$?$/$5$0$C$?;v$IS$?M! "SCSFSNSOS=SsSJISbSs$GS7$g$&$M! #2 (B 
>¢S$B!!3X9; SGSASCSFSFSb! "6=L#SISS 7MSKSHSCSFSOC1SISk%S+%4%—-SeES1%S° SGSOST! #2 (B 


¿ $B; ASNDLSCSFS$ ?Bg3X!J011~9qN) !K$N9) 3XItEE5S$>pJs9) 3X2J$N>19g$b!"¢ (B 
éSBHAG/ SKS ISCSFSDS (SGS#S 2799S i$m$ /$K; H$ (SISS$h$e$JO"Cf£$, >pIs%3!<s9SNnz (B 
¿SBB46H8&5fSKSDSSSFSSS-S*S9!#¿; (B 


¿SBS*S*“S1SK>pJs%3!<%S9SHSSSCSFSbEF5$S!"EE;RSN<x6HS, H>J, OJ>eS@S7! #2 (B 


ESBF~3X$7$FH>G/S$b$;$:!"S3$1Si$N; v<B$, H=L@$7$?SNSG!"SPS+SPS$+$7$/¢ (B 
¢ SBSUSCSFBG3X$r35%\ SCSF3Q%=33SS8S7SGSCEWSASWSMSPSSSESGSPSSSHSPS+S 43 (B 
ESBSTSES“*S7$?! #2 (B 


¿SBSG!"5SS$, SDSSS?91i:#SNShS&SKSJSCSFSSS?SHSSS&SoS1SGS9!#¿ (B 


¿SB9bp9;@8SN3'S5Ss!"Bg3XA*SSSO?5=FESKSM!#¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23111 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000382html.html 


--MESSAGE FILE 23112 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000383html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1S0-2022-JP?B?GyRCM1g50yROMnhDTCMzGyhC?= 

Date: Tue, 05 Aug 1997 09:33:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 34 

Message-ID: <redbug$ff8d19970805093316@news1.scei.co.jp> 

References: <5s51lmq$19@newsl.scei.co.jp> 

NNTP-Posting-Host: 133.130.133.45 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN;¿ (B 
<5s51mq$l9@newsl.scei.co.jp>¿$BS$SKS$S*$SSF¿ (B 
1997/08/04/ 16:58 :58:" 1": (Bkboz S$BS5$sSO=q$-S*S7$?! #2 (1 


ա 


>2SBoms9sH!"% (StS! 1"ՏԵՏԱՏԱՏ11"329, SN2xCL#3! #¢ (B 
> ¢ $B%m%9SHSr=|$/B>#3K\$09%$—S$GS"S1SP ! "K~B-S$$$/SH;WS$$*S9! #2 (B 
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éESB8+SKITSCS?SNSO!VSDSNSNS1!WS@S1! #2 (B 
¢SBM' 27MSHO1=o0$K% (%t%!8+$kM=Dj$G$7$?$, !";d$,2q<R5"SjSNz (B 

ESBS9SSSD; QSASCS?PS3SHS+Si!"!VSSS-S$?S/SISS !WSHSESESrS3SMSF3; (B 
ESB! VSbSNSNS1!WSKSIS5S*S7S?! #2 (B 


ESB! VSs$8S5c:#EY!"01=0SK! VSHS-%a%b!W8+SK9TS/!) S=SN3I9%SG! Wz (B 
¿SBS$SH$+8@$o$1$?$1$I!"$=$1$@$1$O;`$s$G$b%Sd%s@!#$"$l$r=wSŠSN;RSH;¿Q (B 
¿SB01=oS$SK8+$kJ)$@SJSsSFAv>SCOS:S+S$S7SS!#: (B 


>¢ SBSJS+$G$b3X9; SN2xCL$O! "SaSAScCNISSSCS9! #2 (B 

>2$B519; <KSHS+SGSOSJ$/SF8=BelwSJGX7J$, !"%I%m%$SISm!ASH$7$?%_%$9%SF%S3j3!<46!J!) !Kz (B 
>zSBSrSJIS/ST7TSFS7S*SCSFSSSKSNS, ;DGOSG$9S$, !"OC!"%+%a%si!"JT=8SHK~B-SGS-S*S9! #2 (B 
>ESBS"!<!"1G2hS@S!SCSF46S8! #2 (B 

>z SB?MBNLO7 ?SONISS46S8SGSFS*%S9!*%] !<%:5, SaASASCS+SCS3SSSS!*!1%3 (B 


¿SB3X9;SN3,CJ%7%j!<%:SO8+S2S3SHSJSSSsSGS9! #3 (B 


>¿SBSJSCSHS/SSS+SJSSSNS, !"S*5RSN?t !*¿ (B 


ESBS=$&$=S$&!"!VSHSNSNS111!WSOLK8+SKSNS, $*4+Sa! #2 (B 
¿SBCk4VSO;R6!O"S1S$,B?S/SF!"1JS7S+Sb:#2sS$SNSO>.S$5S$SS;R6!SKSO¿ (B 
¿SBSASHSoS+S$SjJSESiSSS+Sb!KS&SKS5SSSiS7SSSNSG!#¿ (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23112 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000383html1.html 


--MESSAGE FILE 23113 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000384html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Tue, 05 Aug 1997 20:50:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <5s7490S$31s@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44gSkij@newsl.scei.co.jp> <5o0lc7cS$3pk@news1.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mjSpcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5Spoo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <5Spv7crS6épt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 
> <33E26COB. 3F87C2EA@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33E7138D.7C6C@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> ¿SBS=SNSHS$S&Sj!"SGSb%SK%Se!<%9SGSO%S?%s%9SKF-S1SFS7S“S&ShS&SJ?FSbe (J 
> ¿SBSSSkS_S?SSSGS9SM!#¿ (J 


¿$B!!; R6!$N:"!"0-$$;v$r$7$?$i2!F~$KF~$1$i$1$?$j$7$^$7$?$, ¿ (J (°°; 
¿SB!!:G=iSOI]S+SCS?S1SI!"47S1SAScS&SsSGS9ShSM!#¿ (J 


> ¢$BS7$+$7!";R6!SN9%4q?4SKSO05E] $5$18%S9! #SASGSCSHS&SAISAS*S7SSS/SiSSSGS9! #2 (J 
> ~SB9%4q?4SHSO>CHgS  ISKSHSNSISNSGS7SgSES+! #2 (J 


¿SB!122;v$b1"47$S1SFS/SkSH?7A/S5%9,$9JS/SJSkSsS$S8ScSJSSSGS7SgS&S+!# (J 
¿SB1!2?2SKSGSbSNSaS$SjJS$3S_S$SCS$SOSJS7SGSbLdBjS$S"SjS=$&SGS9S$7; (Մ(՞՞չ 
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—-MESSAGE FILE 23113 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000384html1. html 


--MESSAGE FILE 23114 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000385html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCM1g50yROMnhDTCMzGyhK?= 
Date: Tue, 05 Aug 1997 20:57:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <5s74n3$31s@newsl.scei.co.jp> 

References: <5s51lmq$19@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33E71539.2526@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


> ¢S$BSmS9SH!"% (StS! ! "SHSNSNS1!"3X9; SN2xCL#3! #32 (J 
> 2$B%m%9%HSr=| $/B>#3K\$09%$-SGS"S1SP !"K~B-SS$$/SH;WSSS*S9! #3 (J 


é$B! !COT}$GSO!"S@SSS$?SS#2K\N) SFSGSASCSFS*S9SSSG!"2 (J 
¿SB!!#1KNJ, SNNA6bSG#2:nI1J8+S$SiS1S2 S9!#¿ (J 


¿SB!tE15-$SJSISGSCSŠS+SSET;TSO#1KNN)SF!"SCSFSNSrCN$C$?;—$O6CS-S%S7S?¿ (U (^^; 


¿SB!!S$S=$1SOS*SSSHSSSF!"K?1G2h4[SO!VSbSNSNS1!N%S (ՏԵ !WSJSoS1SGS9!#¿ (J 
¿SB!139CfSdF;O)S>SSSKE=SCSFS"Sk%]%9%?!<SO! "EVA3S=SN#2 :nIJSNS, ¿ (J 
ESB! !JBSYSFE=SCSFS"SjS*S9l #2 (J 


ESB! !%3-ScSCSAS3%ST!<S,!"!V@8S—Sm!WSH!VS_S$sSJ;*>Ss$8ScS$ (SPSSSSSNSK! We (J 


£$B!!=iSaSF8+$?; ~SIS<S+>PSCSFS7S*SSS“°S7S? ԱԳ (J 
ESB! !M}M3SOSSS*S@SKSOS+S4S%S;Ssz (J(¿SŠB>P¿ (J) 


¿SB!!SASJS_SK!"SISCSASb8+SFS S;Ss¿ (Մ(՞՞չ 
--MESSAGE FILE 23114 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000385html1.html 


--MESSAGE FILE 23115 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000386html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Tue, 05 Aug 1997 20:58:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5s74p2S$31s@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.85 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33E71578.45Beymg.urban.or. յք» 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kouichi wrote: 
> 


> ¢SBS3S1SOSFS9SHSGS9!#S&$*S/$*S/S1SkS$+SI!) 2 (J 


éSB! !AwS1SFS*S9S1SI!"SIS<Sa!l<SkS"S+%S&SSSHS, ¿(J 


éSB!!¢(JIny-info@scei.co.jp 


ESB! !SISs$GS9St+!) 14. (J 
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--MESSAGE FILE 23115 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000386html1.html 


--MESSAGE FILE 23116 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000387html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: 5 Aug 1997 14:12:33 GMT 

Organization: Playstation Net Yarouze 

Lines: 10 

Message-ID: <5s7cchS$3ap@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.218 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 2SB! !AwS1SFS*S9S1SI!"SIS<Sa! <SkS"S4+SESSSHS, 2 (J 
> 258112 (Iny-info@scei.co.jp 
> ¿SB!!SJSsSGS9S+!)!#¿ (J 


kouichi ¢SB;aSN@5BNSO!)¢ (J 
¿SBSOS?S$S7SF!"H`SO¿ (J scei ¢SBSN2s$7<TSJISNS+!)¢ (J 


¿$B$=$7$F!"$3$N¿ (J this is test ¿SBSNLNE*$O!)¿ (J 


# ZSBS&SOS!!"S4%_ Sr=qSSSFS7$*°SCS$?! #2 (J 
—-MESSAGE FILE 23116 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000387html. html 


--MESSAGE FILE 23117 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000388html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwWIJWk1XyVzZJITAkSDNYOTSbKEoO=?= 

Date: Wed, 06 Aug 1997 00:34:43 +0900 

Organization: Japan 

Lines: 33 

Message-ID: <33E74813.F9E81B62@aix.or.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <SpooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$ff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
-jp> <5Srq9rdShsq@newsl.scei.co.jp> <redbug$Sff8d19970805092609@news1.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


> ~SBS*S$*S1S$K>pJs%3!<S9SHSSSCSFSbDEESS ! "EE; RSN<x6HS$,H>J, 0J>es@s7!#;¿ (J 


ZSBS&SASO! S>pIs2TSHSSS&EL>SN?t3X2TSGS9! #2 (J 
2 SBSLSNSSS1! SSiSWSiS9!SSU! <3 5% (1$3*SkS3SUSTSSSFSHSNSKNOS, F~SCSFS*S9! #3 (J 


¿$BI,=$$, 018ՄՏ0Տ՞Տ1Տ5ՄՏՏՀՀՇՔչ (J 
2SBI,=SA*Br! JF|K\81E*$KJQ!KSOIaDL$+LLGr$/SJIS$! #32 (J 
ESBA*BrSOLLGr$$$+LLGr$/SIsSs!#e (J 


ESBShHS&SO!SSDS*SsSISSSns, $[SHSsSISH! #2 (J 


> ¢$B9b9; @8SN3'S$5$s!"Bg3XA*$SSO?5=ESKSM! #2 (J 


2SBS*$0$j$SNOCSrJ9$/8BS4S@SH!$!V>pJs!WSHS+!VS3Ss%T%e! <3? !WSHS+SSS$&¢ (J 
Zi SBL>A0S, $D$/3X9; SOSIS&SHDLLGr$/SISSSHSNS,B?S=$&S$GS9! #SISASIS+SHSS3 (J 
2SBS&S$H!$!V$=SsSISbSs$0<+J, $GJY6/$7$J!W$H$$$C$?J7005$$,B?$/!$$+$D;¿ (J 
2 SB<x6HSHS$S$$&L>SNO-KbS, FH3XSNK8$25$rS$7SFS$/$1$*S9! #3 (J 


Net Yaroze newsgroups message dump.txt Page 1542 
Hi, 
bit of a general point... 


how do people tackle the problem of finding directions accurately when 
the player is using a joypad. I'll try to explain ... when using 
keyboard or joystick, its very easy to exactly point UP or DOWN-LEFT 
etc, whereas with a joypad, you press UP, and half the time you wobble 
between UP and UP-LEFT and UP-RIGHT.. or is it just me ??? 

I guess the popular games eg driving games etc. don't have the problem 
since they only use LEFT and RIGHT on the actual cross controller. 
anyones thoughts would be useful... 


Charlie 
--MESSAGE FILE 2439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01142 


--MESSAGE FILE 2440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001143 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Fri, 12 Jun 1998 11:51:58 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <3581084E.1599CFA4@scee.sony.co.uk> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800SFf30b0a0a@Angelal.intelligent-group.com> <3580E406.CCCOB558@scee.sony. 
co.uk> <01bd95e7$375456a0Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: camfw0l1.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 

> 

> is that they do not approve of any third party development systems, which 
> is in effect what you get from a re-flashed Action Replay. 


You don't get a development system with a re-flashed AR (well, not with 
Caetla or Ez-o-ray). This is because you don't get the tools, libraries 
or documentation. Sony _would_ come down like a ton of bricks on anyone 
using illegal copies of these. 


And using an AR may invalidate your warranty because it is not an 
officially licensed product. 


Cheers, 


James 
—-MESSAGE FILE 2440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01143 


-—-MESSAGE FILE 2441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001144 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: controller inadequacies 

Date: Fri, 12 Jun 1998 17:05:32 +0100 
Organization: The Hex Heroes 

Lines: 25 

Message-ID: <358151CC.194C@writeme.com> 
References: <3581018A.5F2D@livemedia.co.uk> 
NNTP-Posting-Host: at14-017.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 
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¢ SBA1LLG3X9; SbS"S*$4S$$SS1=SO$S-StSTISSSTIE&IEIEIEIELEI HE (J 

2 SBSASCSQS$ jBG3XSO<qL#SN@8I* 3X2T$rA* SYSPShS+S$CS$?7S$4+SI!) SH; WS&: HF | 53, (J 
:SBSN:"!#2 (J 

SBS?S@ ! SBg3XSGF@$ 2M! 2MSrOMS (SkSHSASCSO$ J>pJsSGShS+SCS2S+SJ!)¿ (J 


Pgs eo fa 10] a 111111 11414111 11111111 11414711 11111711 tane 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBSd$C$H;n83=*N; չ (J (“°”) 


¿SB:G=*99?7F|;—-!!!!#512?#1#9¿ (J 
¿SB9927M=DjF|!!!!!1!#5!2?1)!)¿ (J 
—-MESSAGE FILE 23117 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000388html.html 


--MESSAGE FILE 23118 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000389html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Wed, 06 Aug 1997 07:57:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <33E7AFF5.B3C4B04Bétau.bekkoame.or. յք» 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mjSpcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9no$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 
> <33E26COB. 3F87C2EA@tau.bekkoame.or.jp> <5s7490S$31s@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.131.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¿$B!!¿ (J 

> 

> ¢SB!!;R6!SN:"!"0-SS; vSr$7$?Si2!F~SKF~S1SiS1S?S457S*°S7$25,¢ (JT (%%; 
> 2$B!!:G=iSOI]$+S$CS$?S1SI!"47S1SAScS&SSSGS9SHSM! #3 (J 

> ¿$B!!¿ (J 

> ¿$B!!¿ (J 


¿$B2?$b5/$-$^$; $s$+$i$M!#$G$b!"$3$1$,860x$GJD=j62I]>I$H$+$K$J$A$C$C$&?M$b$$$k$N$+$b¢ 
(J 

ESBS7S1$°S; SsSM!#e (J 

¿$B!!¿ (J 


> ¿SB1!2?;v$b!"47S1SFS/SkSH?7A/S5$,$JS/SJSkSs$S8Sc$JSSSGS7SgS&S+!#¿ (J 
> ¿$B!!2?SKS$SGSbSNSaS$SjS$S3$_SC$O$SJS7$SGSbLdBjS"$j$S=S&$GS9S$S7¿ (Մ(՞՞չ 


SBiL Ig (J 

¿ $BOJAO$KBN83$7$?$b$N$K9%4q?4$, SJS/SISKSNSOS7S$g$&$, STSSSKSTSFSb! "LSCNSNSHDSNSKz (J 
¿SBBPS7SFSb9%S4q24S, SJS/SJSCSFS-SFSSSkShS&SJ59S$S,S7S%S;SSS+!# (J 

¿SB!!¿ (J 

¿SB!!¿ (J 


--MESSAGE FILE 23118 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000389html.html 


--MESSAGE FILE 23119 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000390html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskOiVXJWOLMCVpJV81cyUWwJEgzWDk7GyhK?= 

Date: 6 Aug 1997 08:54:21 GMT 

Organization: Playstation Net Yarouze 

Lines: 33 

Message-ID: <5s9e3tS$5os@newsl.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
.յք» <5Srq9rdShsq@newsl.scei.co.jp> <redbug$Sff8d19970805092609@newsl.scei.co.jp> <33E 
74813.F9R81B62@aix.or.jp> 

NNTP-Posting-Host: 210.132.203.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¢$BSGS9!#SOS8SaS*S7SF!"KMSb3X@8SGS9S,!"3 (J 


Youhei TAKADA <kazta-ta@aix.or.jp> wrote in article 
<33E74813.F9E81B62@aix.or.jp>... 

> ¿SBS&SASO!S>pJs2JSHSSS&L>SN?t3X2JSGS9!#¿ (J 
¿SB%S$b*sN%$SSI!SSiSW%iS9!S%SU!<%j%S(!S$S%S%*“Sk%3SUSJSSsSFSDSNSKNOS, ¿(J 
ESBEF~SCSFS“*S9! #3 (J 


2581, -ՏՏ, OLHVSDS*SiSJSS<x6Hz (J 
¿ SBI, =$A*Br!JF |K\81E*$KJQ!K$OIaDL$+LLGr$/$J$$!#¿ (J 
¿ $BA*Br$OLLGr$$$+LLGr$/$IJ$$!#¿ (J 


VVVVVV 


¿SBSIS3SGSbA*BrI,=$S,S"SkSsSGS9SMI!I#A*BrSN%$U%SjS7SFC10L?tSŠr¿ (J 
ESB?t$ (SkSHI,=$$J$SsS$SGS9!#¿ (Մ 


2$B014|$Kz(J 2 ¿$BC10L30$7$F$$$$SN$K!"A*Br#1652J$N:G>.C10L?t$, ¿(J 
2.5 ESBS@SHS+!#e (I ¿SBSRSHSDSb30S;SsS8Sc%$JSSS+!*!*¿ (J 


> ¢SBS&SH!$!VS=SsSISbSsSO<+J, $GJY6/$7$J!W$H$$$C$?J7005$$,B?$/!$$+$D;¿ (J 
> 2 SB<x6HSHSSS&L>SNO-KbS, FH3XSNK8S$2S$rS7SFS/S1S*S9! #3 (J 


ESBEVS?S3SGS9!#S&SASGSb! #2 (J 
2$B:G?7SN=q@R$/S$iS$$?*%=q4 [SKS [S7SSSGS9! #2 (J 


> ¿SB$?S$S@!S$Bg3XSGF@S?M'?MSr9M$ ($k$H$d$C$Q$j>pJs$G$h$+$C$?$+$J!)¿ (J 


ESBSISSSHSbDSSS (S *S;Ss!#¿ (J 
¿SB$&SASOSS%s%?!<%M%$CSHL5NASHS$S&MxEQG@S,$"S$SjS$S%$9%$, !"¿ (J 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 23119 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000390html1.html 


--MESSAGE FILE 23120 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000391html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Wed, 06 Aug 1997 23:48:37 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5sa339$6j5@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <S5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
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> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 
> <33E26COB. 3F87C2EA@tau.bekkoame.or.jp> <5s7490S$31s@newsl.scei.co.jp> <33E7AFF5.B3C 
4B04B@tau.bekkoame.or. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33E88ECO.4900@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> ~SBOJAOSKBN83$7S$?SbSNSK9%4q?4S, $J$/SISkKSNSOS7S$g$&$, STISSSKSTSFSb! "LSCNSNSDSNSKz (J 
> ¢~SBBPS7SFSb9%4q?4S, SJS/SJSCSFS-SFSSSkShS&SJ5SS$S,S7S%S;SsS+!# (J 


é$B!!$&!<$s!"9%4q?4<+BNS, SIS/SISCSFS-SFSSSkSsS8ScSIS/SF!"3 (J 

¿$B!!; E; vS$d3X6HSdS=SNB>S$S$SmSSSm$SKDISOS1SF!"?'!99MS (SkM>M5S, ¢ (J 
¿SB!!SJS/SJSCSFSSSkS@S1S8ScSJSSSGS7SgS&S+!#¿ (J 

¿SB!!: (J 

«MESSAGE FILE 23120 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000391htm1. html 


--MESSAGE FILE 23121 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000392html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Wed, 06 Aug 1997 23:50:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <5sa38c$6j5@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33E88F3B.578C@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


einsiedler wrote: 


> kouichi ¢$B;aSN@5BNSO!)¢ (J 
> ¿SBSOS?S7SF!"H`SO¿ (J scei ¢SBSN2sS$7<TSJISNS+!) 2 (J 


ESB! 1S ?$V$s@_Dj%_S9S@SHSO;WSSS*S9S,¢(T(*%; 


> ¿$B$=$7$F!"$3$N¿ (J this is test zSBSNL\E*SO!)¢ (J 


é$SB!!S=SmS=SmL5K!<TSXSN=M@6S, ;OS*SkKSNSGSO!*!) 2 (J 
--MESSAGE FILE 23121 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000392htm1. html 


--MESSAGE FILE 23122 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000393html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: HP=?1ISO-2022-JP?B?GyRCOm5ALhSoQg==?= 

Date: Thu, 07 Aug 1997 01:55:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <redbug$ff£8d19970807015522@news1.scei.co.jp> 
NNTP-Posting-Host: 202.215.109.115 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 
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ReBug ¢SBSGS9! #2 (B 
¿SB%S%.%SJ!<%S:%SU%) ! <SiS` SN3Z!<S8Sr=qSSSFSSSFI"S"S“*SjSKSbDSDSiSS! #2 (B 
¿SBSbSHSbSH%W%$m%0%i%*SJSNSG!J:#SGSbS=S&S@S1SI!K!"%=!<%S9$SrS-S1SS¿ (B 


éESBSK=q$—-S?SSS$sSGS9Sh!#!TSoS+Sk?M!"SSSkSHSM!) !K¿ (B 


¿SBSG!"¿ (BHTML ¿SBSrS57S3S75S3SH%asbD"SG=q$SSF92$sS@S1$I!J%SP%+!K!"SDSSSK¿ (B 
¿SBBOS (SiSlSI$/SI$jS*$7$? lite ( 


wo 


ESB%=!<S9SN8+S ?L\SISSSFSDS&SISESASCSESSSSSd! #2 (B 
ESB: #EYS+Siz (B Netscape Composer ¿SBSG=qS3S&!#¿ (B 
¿$B99?74V3V$rC; $/$9$k$[$&$, Bg; vS@!#S&Ss!"S-SCSHS=S&S@! #2 (B 


2 SBS=$&S=S& !"6e=#%*%UŠb$d$j$?$$Šh$M$'!#6e=#!";38}$"$?$jJ$N?M!"; (B 
2 SBSISNS/$i$$$$$k$NSG$7Sq56$+!) ) !JSTSTSH8@SCSFS_Sk%FS9SH! Kz (B 
Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23122 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000393html.html 


--MESSAGE FILE 23123 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000394html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: KODA1 <kodal@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?SFAbJEI6bkAuGyhK?= 

Date: Thu, 07 Aug 1997 09:40:23 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <33E91977.BF0@fa2.so-net.or.jp> 

References: <redbug$ff8d19970807015522@news1.scei.co.jp> 
Reply-To: kodal@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.160.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


¿SBSOS8SaS*ST7SF!"#K#O#D#A#1!JS3%@%SSA!KSGS9!#;¿ (J 


> ¿SBSbSHSbSH%W%m%s0%i%*SJSNSG!J:#SGSbS=S&SQ@S1SI!K!I"%=!<%S9%rS$-S1%$9%9¿ (Մ 
> ¿SBSK=qS-S?SS$SSsSGS9Sh!#!JSoS+Sk?M!"SSSkShSM!) !K¿ (J 


£$B?&6HSWSmS0SiS*STSNSGShHS/SoS+S4S*S9!l#z (J 
¿$B%=!<%9$,1x$$SS$SH8e$G61$7$`$+$i!D!#;¿ (J 


> ¿SBS=$&S=S&!"6e=#%*%USbS$SdSjS?SSShSMS'!#6e=#!"¿ (UR¿SB8)$"S?SJSN?2MI!"¿ (J 
> ¿SBSISNS/S1SSSSSkSNSGS7SgS&S+!)!JSJSISH8@SCS$SFS_Sk%F%$9%SH!K¿ (J 


¿$B$<$R!"$d$j$?$$$C$9$M!A!#¿ (J 
¿$BJ!2, SK$O>/SJS/SHSb#4?M$SS*S9Sh!#¿ (J 
--MESSAGE FILE 23123 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000394html.html 


--MESSAGE FILE 23124 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000395html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJVclbSUwIJWk1XyVzITAkSDNYOTSbKEoO=?= 

Date: Fri, 08 Aug 1997 02:33:02 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <33EA06CE.ACO5BDC@aix.or.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qkS$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
-jp> <5Srq9rdShsq@newsl.scei.co.jp> <redbugSff8d19970805092609@newsl.scei.co.jp> <33E 
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74813.F9E81B62@aix.or.jp> <5s9e3t$5os@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.164 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


> ¢SBEVS?SjSGS9!#S&SASGSb! #2 (J 
> 2$B:G?7$N=q@R$/S$iS$$?*%=q4 [SKS [S7SSSGS9! #2 (J 


2 SBS&SASNSPS"SS$7n$K#1: }$/$i$$$0274) $,F~SjS*S9l#e (J 


> 

> > ¢$BS?$@!SBg3X$GF@$?M' ?MSr9MS ($k$H$d$C$Q$j>pJs$G$h$+$C$?$+$J!)¿ (J 
> 

> ESBSISsSHSb$$$ ($*S;Ssl#e (J 

> ¿SB$&SASOSS%Ss%?!<%M%C%$HL5NASHSSS&MxEQ@S,$"Sj$S%$9$, !"¿ (J 


¿SBS&SASN>19g3X9; SG%$$S%s%?!<%M%SC%H$dSkSH!SE>AwB.FYS, #2%$1%?SKSJSKSN (J 
2$BS,DAS7S$$/SiSSE>AwWB.EYS, CYSSSGS9! #3 (J 


¿$B1]111111111)1]111)J1)1]1]J1)1J1J1]1J1]J1J1J1]J1]J1J1]1]11l2 (J 
¿ŠB11111!19bEDMNJ?¿ (J 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBSd$C$H;n83=*N; չ (Մ(՞՞) 


¿SB:G=*99?7F|;-!!!!#5!?#1#9¿ (J 
¿SB9927M=DjF|!!!!!1!#5!2?1)!)¿ (J 
--MESSAGE FILE 23124 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000395html1.html 


--MESSAGE FILE 23125 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000396html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Fri, 08 Aug 1997 08:12:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <33EA566F.6990DFAER@tau.bekkoame.or.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <Spv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9noS$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 
> <33E26COB.3F87C2EA@tau.bekkoame.or.jp> <5s7490S$31s@newsl.scei.co.jp> <33E7AFF5.B3C 
4B04B@tau.bekkoame.or.jp> <5sa339$6j5@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.131.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


GSX-R wrote: 
¿$B!!¿ (J 


2$B!!1$8&!<$s!"9%4q?4<+BNS, SJS/SJSCSFS-SFSSSkSsS8ScSJS/SF!"a (J 
¿SB!!1;E;vSd3X6HSd$S=SNB>SSSmSSSmSKDISoSlSE!"?'!99MS (SkKM>M5S, ¿(J 
¿SB!!SJS/SJSCSFSSSkS@S$1S8Sc$JSSSGS7SgS&S+!#¿ (J 

¿SB!!¿ (J 


VV NV V V V 


¿SB!!!1: (J 
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ESBS ?$7$+S$K!"?24SKM>M5S, ՏՄՏ/ՏՄՏԵՏԱՏՏՏՈՏՏՏՈՏՄ46»քՏ, $I$/SI$j$*$9Sn$M! #2 (J 
¿$B$G$b!"; R6!$K$b$=$s$I$K?4$NM>M5$, S"SkKSHSO; WS (SIUS$$G$9l#e (J 


¿$B!J9%4q?4!!!] !!<jJ4V$N%9%H%1I%9!K!!$, SWSiS9SKSISISPITFOSr5/S3$7!"3 (J 

S SBS*S$3d%9SKSIS1$P8+AwSkSH2>D4$9$kSH!"; R6! SOLLE] 57653588, 7yS55J3dSK; (J 
¿SBSJSsS$SGSbS7S?S, $k$N$09%4q?4$, Bg$—-S$$$+SiSG!"Bg?MSO;R6!ShSjJSOLLE]$/$5$$¢ (J 
¿SB$3SHSGSbSdS1SkSNSK!"9TFO0Sr5/S3S5%$9JSSSNSO9%4q?4S$S,>.S5SSS+SiSH9MS (SiS1$*S9!#¿ (J 


¿SB<:GTSr62S1S$SJSS?4SdSJSsSGSbM7SSSH9MS ($i$1$k?4$, 9% ee 
7 SBSASO$ 498 4զ24Տ508: ՆՐԱՑ /shsnsGsosasssGsTsqsest!te 13 
¿$B!!¿ (J 


—-MESSAGE FILE 23125 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000396html.html 


--MESSAGE FILE 23126 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000397html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Fri, 08 Aug 1997 22:54:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 36 

Message-ID: <5sf815Schq@newsl.scei.co.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crS6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9no$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 
> <33E26COB. 3F87C2EA@tau.bekkoame.or.jp> <5s7490S$31s@newsl.scei.co.jp> <33E7AFF5.B3C 
4B04B@tau.bekkoame.or.jp> <5sa339$6j5@newsl.scei.co.jp> <33EA566F.6990DFAE@tau.bekko 
ame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33EB24FA.47ED@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> ¿SBS?S7S+SK!"?4SKM>M5S, SJS/SJSkSHSSSmSSSmSJ46>pS, $SJS/$SJSjJS S9ShSM!#¿ (J 
> ¿$B$G$b!";R6!$K$b$=$s$J$K?4$NM>M5$, S"SkSHSO; WS ($J$$SGS$9!#; (J 


¿SB!!;R61$SO!JS?$SV$ŠsBg?MSHS$SOOcSCS$?0UL#S$SG!KM>M5$, $J$$$+$i$3$=!"; (J 
ԵՏՏ !SISSSKSGSbAVSCSFS7S*S&SsS8ScSISSSGSTSgGS&St! #2 (J 


¿SB!J9%4q?4!!!]!!<j4V$N%9%H%1%9!K!!$, SWHiS9SKSISISPOTFOSr5/S$387!"3 (J 
£S$BS*SS%I%9SKSISISP8+AwSkSH2>Dj$9SkSH!";R6!SOLLE] $J$3SHS, yas o ՈՄ 
éSBSISs$G$b$7$ 2S, $k$N$09%4q?4$, Bg$-S$$$+$iS$G!"Bg?M$O; R6!$h$jSOLLE] $/$5$$¢ (J 

é SBS 3SHSGSbSdS1SKSNSK! "9TFOSr5/S$3S5SISSSNS09%4q?4S,>.S5$SS+SiSHIMS (SiS1$*S9! #2 (J 


V V V V 


¿SB!!:G6a!"S3SN<0SKšASgSCSHEvSFSOS“Sk>uBVSK4YSCSFS7 S9¿ (U (¿SB>P¿ (J) 

¢$B! !Bg7?#2NXLH5v$r<h$CSFS7$*S$$$*°S7$?! #<j4VSNS9SHS1S9SO>.S$5S$+$CS?SGS9! #2 (J 
¿SB!!65=,$b3Z$7$S+SCS$?S7!#¿ (J 
¿SB!!<h$C$?Si>h$jS?$S/SJSkSbSs$SG!"%P%$%/20S*“SoSCSFB(7hS7$SFS$7S“$S$SS%S7S2?¿ ^; 
2$B!tBg7?#2NX! "FCSKSUM"F~%4%SC%?!<S*°S7SSSO: #!"@ (SS%?%“ITB-Sr5/S$S3S7SFS%S9!#¿ (J 


2$B!!7@Ls$7$?S=SNF | SNHU!"; YJ'SN; v$GL2$1$^$; $s$G$7$2¢ (J (¿SB>P¿ (J) 
ESB! !:#SGSbSASGSCSHSSSKSISCSFSSS*S9l#e (J 


2$B!!9%4q?4SOK~$75; SFS*S9S, !"S9%H%1%9S*SGIZS (Sk>uBVSKSISCSFS*S$93 (J (“ ; 
2$B! !$ASJ$_SKL@F|G<<VS$GS9! #3 (J 
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> ¿SB<:GT$Sr62$1$J$S?4SdSJSsSGSbM7SSSH9MS ($i$1$k?4$, 9%4q?4S@SHS7$?S$i¢g (J 
> ESBSd$0$ j9%4qg?4$08 : SCSFS$$/SbSNSGSOSIS$$G$7$g$EStl#e (Մ 


¿SB!!S&!<S$Ss!"8:SCSFSSS/SHSSS&ShS$SjSO!"E7GiSKS+S1SFShSj=ESSJ)SK¿ (J 
¿SB1!79SSSFSSSkSsS@!&!&!&SH;WSSS?SSSGS9¿ (J (%%; 


¿SB!!¿ (J 
--MESSAGE FILE 23126 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000397html.html 


--MESSAGE FILE 23127 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000398html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?SFAbDJEI 6bkAuGyhK?= 

Date: Fri, 08 Aug 1997 22:58:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <5sf8tbSchq@newsl.scei.co.jp> 

References: <redbug$ff8d19970807015522@news1.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33EB2600.B13@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 


> ¢SBSbSHSbSHSWSmS0%iS*STSNSG! J: #SGSDS=S&S@AS1SI!IK!"S=!<%9Sr$-$1$53 (J 
> ¿$B$K=q$-$?$$$s$G$9$h!#!J$o$+$k?M!"$$$k$h$M!)!K¿ (J 


ESB! !85SWSmS0SiS*SGS9S, |" 2 (JHTML; SBSO5SSKS7$?; vSJISSSGS9¢ (J (*%; 
ESB! !S?SVSs!":G=i$+Sis[ ԱՅԼ: 28: n@.%D!<%Sk!Jz (JAdobe ben eae 
¿SB!!;HSCSFSkS;SSSGS9¿ (Մ(՞՞չ 


> ¿SBS=$&S=S&!"6e=#%*%USbSdSjS?SSShSMS'!#6e=#!";38)S$S"S?SjSN?2M!"¿ (J 
> ¿SBSISNS/S1iSSSSSkSNSGS7SgS&S+!)!JSJSISH8Q@SCSFS_SkSF%S9SH!K¿ (J 


¿SB!!¿ (URedBug¿SBS5SsSO6e=#SGS7S?S+!#¿ (J 
¿SB!!;dSO;38)8)$NE1SNJ)$GS9¿ (Մ(՞՞չ 


2$B!!z (UGSX-R1100¿5BS, ! j'L@F|G<<V!JBfIwMhSFSk¿(J(;_ ;)¿SBIKSJSsSGI!"¿ (J 
2SB!!SdSkSISi9bB. Sr$P$S!<Ss$H; HSCSFITS-$*S93 (Մ(՞՞չ 


¿SB!!S&SASN6aS/SKSbS&SRSHS+S?SSSiSCS7ScSCS?SsSGS9S,!":G6a¿ (ՄոճատչՏՔ8Տ6ՏՕչ (J 
¿SB!!8+S+$S1SFS S;Ss!&!&!&!#¿ (J 
—-MESSAGE FILE 23127 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000398html.html 


--MESSAGE FILE 23128 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000399html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: GSX-R <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso0-2022-jp?B?GyRCJUCshI jZidJCwkTSOQnISYhJiEmGyhK?= 
Date: Fri, 08 Aug 1997 22:59:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <5sf8unSchq@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33EB262D.13C9@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 
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2$B!!ST$Ss$HS+:nSiSM$P!";°SLSk¢ (J (¿SB>P¿ (J) 
-—-MESSAGE FILE 23128 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000399html. html 


--MESSAGE FILE 23129 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000400html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: HP=?1ISO-2022-JP?B?GyRCOmSALhsoQg==?= 

Date: Sat, 09 Aug 1997 00:25:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <redbug$ff£8d19970809002502@news1.scei.co.jp> 

References: <redbugSff8d19970807015522@newsl.scei.co.jp> <S5sf8tbSchq@newsl.scei.co.j 
p> 

NNTP-Posting-Host: 202.215.109.115 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 


playstation.ny.test ¿SBSN¿ (B <5sf8tbSchq@newsl.scei.co.jp> ¿SBSN;¿ (B 
¿$B5-;v$K$*$$$F¿ (B 1997/08/08/ 22:58 ¢SB:"!"3 (B 
GSX-R <kouzouĝymg.urban.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>> ¿SBS=S&S$S=S&!"6e=#%*%sUSbSdSjS?SSShSMS'!#6e=#!";38)S"S?SJSN?2M!"¿ (B 
>> gSBSISNS/SiSSSSSKSNSGS7SgS&S+!) !TSTSISH8@SCSFS_Sk%SF%S9%H!Kz (B 

> 

>¢$B!!¢ (BRedBugz$B$5$sSOb6e=#SGS7S2?S+! #2 (B 

>¢SB!!;d$0;38}8) SNEISNJ}SGS92 (8(՞՞չ 


¢SB6e=#SN@>SN2LSF!"D9: 4SGS9!#¢ (B 


>¿ $B! !¿ (BGSX-R1100¿$B$, ! "L@F|G<<V! JBEIwMhSFSk; (B(;_;) ¢$B!K$J$s$G!"3 (B 
>2SB! !SdSkSJISi9bB.Sr$P$S!<Ss$H; HSCSFITS-$*S9; (8(՞՞չ 


¿SBD9:jJSKSOB>SKC/S+SSSkSsSGS7SgS&S+!)¿ (B 
¿S$BS*“S$S@#1?MSH$7SFJ9$5$S2S3$SHL5S$S$$sSGS9$,!&!&!&¿ (B 


¿SBSdSkSJS$SiJ!12,;TS+KL6e=#;TSGS7SgS&SM!#¿ (B 
¿SBB>SK!"!VSdS$kS$SJSi9TS/1*!WSCSF?M!"SSS S9!)¿ (B 


Beginner's Forum Leader 
RedBug redbug@winter.try-net.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23129 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000400html.html 


--MESSAGE FILE 23130 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000401html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1S0-2022-JP?B?GyRCM1g50yROMnhDTCMzGyhC?= 

Date: 8 Aug 1997 17:05:45 GMT 

Organization: Net Yarouze (SCE) 

Lines: 25 

Message-ID: <5sfj319Scve@newsl.scei.co.jp> 

References: <5s5lmq$19@newsl.scei.co.jp> <redbug$Sff8d19970805093316@newsl1.scei.co.jp 
> 
NNTP-Posting-Host: 202.247.139.39 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBS3SsSPSsSo!A! #2 (B 


>¢ESB!VSs$8Sc: #EY! "01=0SK! VSHS-%a%b!W8+SK9TS/!) S=SN3709%SG! Wz (B 
>¿$SBSHS+8@So$1S?S1$I!"$=S$S1S@$1SO;`$sSG$b%d%s@!#S$"$lSr=wŠN;R$H;¿ (B 
>¢SBO1=0$K8+SkI}S@SISSSFAV>SCOQS:S+S7SS! #2 (B 
éESBSHS-SaSbSCSF!"S2!<%° SNFOMFSHF1IS8SISNSGS7SgS&S$+!)¢(B 
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¿$B!J%2!<%` $dSC$?; v$J$$$s$G$9$, !K¿ (B 
¿SBSJ$Ss$+!"Gd$1S$SF$?%S2!<%`$K$+$3$DS1$F!"S$?$Ss$KNx0O&!J!)!K1G2h$K; (B 
ESBS7S2?S@S1!"S_$?SSSI%S$%a!<%S8S,S"SkSNSGS9S, !&!&!&¿ (B 


>¿$B3X9;$N3,CJ%$7%j!<%:S$SO8+$?$3SHSJSSSsSGS9!# (B 
¿SBS*S7SS!# (B 
ESBSHS+8@SSSDSD!"; dSISSS+FOMFK:S1SFS*°S9! ##T#VSG8+$ 2?S0$ :SISs$GS9S, !&!&!&¿ (B 


>2$BS=$6S=S6!"!VSbSNSNS111!WSOLK8+SkSNS, $*4+Sa! #¢ (B 
>¢SBCk4V$0; R6!0"S1S$,B?S/SF!I"!IS7S+Sb: #2sSNSO>.$5$$;R6!SKSO¢ (B 
> SBSASHSOS+S jSESiSSS+Sb!KS&SkS5SSSiSTSSSNSG! #2 (B 
¢$B;R6!SOS&SkSSSSSGS93M! #2 (B 
ESBSGSb!"S$3S1SP$C$+SOS7Sg$&$, SUSSSNSG! "3 (BRedBugz SBS5SsSN8@S&SHS*S3j¿ (B 
éSBLkK$, $SSSSS$GS$7SgS&SM! #2 (B 
ESBSASJS_SK!";d$0;R6!SO0>/S75SSKSISkKDxEYSGS9! #3 (B 


¿SB#K#B#O¿ (B 
—-MESSAGE FILE 23130 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000401html.html 


--MESSAGE FILE 23131 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000402html1.htm 
Լ 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: Re: =?I1S0-2022-JP?B?GyRCM1g50yROMnhDTCMzGyhC?= 

Date: 8 Aug 1997 17:05:46 GMT 

Organization: Net Yarouze (SCE) 

Lines: 26 

Message-ID: <5sfjlaScve@newsl.scei.co.jp> 

References: <5s51mq$19@newsl.scei.co.jp> <5s74n3S$31ls@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.39 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBS3SSSPSsSSoO!A!##K#BHOSGS I! #2 (B 


>¢SB!!COT}SGSO!"S@S$S?SS#2K\N) SFSGSASCSFS*S9SSSG!"z (B 
>¢$B!!#1K\J, SNNA6bDSG#2 :nIJ8+SiS1$*°S9! #2 (B 
> 
>2SB!ItE15~SISISGSCS+SSET; TSO#1K\N) SF! "SCSFSNSrCNSC$?; ~$06C$-$^$7$?; (8(՞՞չ 
¿$B; dA$OCOJ} $, #2K\N) SFSH! "COJ}=P?HSNM'C#SKI9SSS?;~!"6CS-S*S7S?!#!T>P!Ke (B 
éSBSGSb: k6LSNBg5\$H$+$O: G6aSO#IK\S_S?SSSISSSGS9S, !&!&!&!TSTS"8+SF!K; (B 


>2$B!!%-ScSCSAS33T!<S,!"!VQ8S—S$m!WSH!VS_Ss$J; > $s$8$c$ (SPSSSSSNSK!We (B 
LSBSI%S%9SGS9! #S=SN1G2h4[!*z (B 


>¿SB!!SASJS_ SK!"SISCSASb8+SFS $; $s (8(՞՞չ 

ESBS*S!IINS"S pan c S rea ՀՏՐ ՏԵՏ515- $; $s$, !"9%$-$IJ}$7$+¿ (B 
ESB8+S1SISSSH;WSSS*S9! #3 (B 

¿$B1J3($, S@%aSCSF ?MSHS"SK%alwSN8£ETIgG<g5ASCSFSNS, S@%Sa$J?M!#SGSDS3SN;¿ (B 
¿SB#2:n$O!"S$SHSb$SKOCSO8fET9g<g5AS$SGSOSJS$$SGS9S,!&!&!&!K¿ (B 


2SBSG! "2xCL#38+SkS$7$+!*2 (B 


ESBSDSSSGSK!"=K!*Fz?':FJ|Aw!*!*!ISd$CS$?!Az (B!^o^v¿$B!K¿ (B 
£SB$3$1SG!"SDSSSK#10C$, 8+S1SkSS!A!*!I*!T5c!Kz (B 
ESBSASKST#N#H#K ! * : GBES*SGIUSSSESSS-S*S9! #3 (B 


¿SB#K#B#O;¿ (B 


—-MESSAGE FILE 23131 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000402html.html 


--MESSAGE FILE 23132 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000403html.htm 
al; 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUCo9UCQrduDEDKEI=?= 
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Date: 8 Aug 1997 17:05:47 GMT 

Organization: Net Yarouze (SCE) 

Lines: 11 

Message-ID: <5sfjlbScve@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.139.39 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 
X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


ESBS?SVSs!"OKFES*SGS*=PS$+S1SGS9! #2 (B 


¿SBS$S7SPSiS/!"%3%Ss%T%e!<%?!<SK?(S1$SJSSSH;WS&SH!";DG0$GSOS"SjS S$S9S, !#¿ (B 
¿SB$39&SSS&SHS-S@S1!"Sp%$P%S%i!<SKSJSJS?2SSSGS9S, 1"7k9=9bS$SS7!"S&!<Ss!#¿ (B 


¿SBSHSjJ$"$ (S: !"FEO0Lk$"S1SK<VS$SG9TŠ/SSsSG!";`$sS$SGS?SiS*JLS1SGS9!#;¿ (B 
¿$ŠB!J1?2E>$SO!"<c432>L12$H$SC$?M'C#$GS$9S,!&!&!&$Sd$@SJS!¿ (B^^; ¿$B!K¿ (B 
ESBSGSo! #2 (B 


¿SB#K#B#O:¿ (B 
--MESSAGE FILE 23132 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000403html.html 


--MESSAGE FILE 23133 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000404html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test test test why 

Date: 8 Aug 1997 17:49:43 GMT 

Organization: Playstation Net Yarouze 

Lines: 7 

Message-ID: <5sfm7nS$d3a@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.224 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB%7%9%F%` ITOBDJSISNSGSFS9SHz (J 


ESBS"! <!"#1#6; ~4VS5!<SPSK7ySOS1SFS?! #2 (J 
éSBSIS<#M#S@=1I$, TRS, SiSTS+$C$?SN!"$3$1$,=M@5ST$N!) Հ (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 


—-MESSAGE FILE 23133 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000404html1. html 


--MESSAGE FILE 23134 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000405html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Mon, 11 Aug 1997 08:19:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <33EE4C66.C587F121@tau.bekkoame.or.jp> 

References: <33A5BFD5.30C30CBD@tau.bekkoame.or.jp> <5o08p24Shq8@newsl.scei.co.jp> <50 
b44g$kij@newsl.scei.co.jp> <S5olc7c$3pk@newsl.scei.co.jp> <33B03241.D6A55E99@tau.bekk 
oame.or.jp> <5or2laSa9v@newsl.scei.co.jp> <33B434F7.A471151D@tau.bekkoame.or.jp> <5p 
85mj$pcj@newsl.scei.co.jp> <33BAD5FF.48DD91EE@tau.bekkoame.or.jp> <5poo8q$fog@news1. 
scei.co.jp> <33C2C6FB.B22623E9@tau.bekkoame.or.jp> <S5pv7crSé6pt@newsl.scei.co.jp> <33 
C561FE.794FC7A5@tau.bekkoame.or.jp> <S5qfbn2Sq3s@newsl.scei.co.jp> <33CC0366.BCA48103 
@tau.bekkoame.or.jp> <5qi9no$3q@newsl.scei.co.jp> <33CD50EB.71F97@tau.bekkoame.or.jp 
> <5qo3va$S6lo@newsl.scei.co.jp> <33D2E4E3.7F4A6A0F@tau.bekkoame.or.jp> <5r41q6$13v@n 
ewsl.scei.co.jp> <33D92E63.21308AB8@tau.bekkoame.or.jp> <5rqal7Shsq@news1.scei.co.jp 
> <33E26COB. 3F87C2EA@tau.bekkoame.or.jp> <5s7490S$31s@newsl.scei.co.jp> <33E7AFF5.B3C 
4B04B@tau.bekkoame.or.jp> <5sa339S$6j5@newsl.scei.co.jp> <33EA566F.6990DFAE@tau.bekko 
ame.or.jp> <5sf815Schq@news1.scei.co.jp> 

NNTP-Posting-Host: 202.210.139.167 
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Charlie wrote: 


> how do people tackle the problem of finding directions accurately when 
> the player is using a joypad. 


Joypad 'wobble' has never, ever been a problem to me - maybe when I'm 
old and a little infirm, but not yet. 


I think when you're actually playing a game, rather than trying to debug 
the controller routine, you won't notice this kind of thing at all. In 
some ways there's a kind of feedback loop between the screen and your 
reactions - if you see your character slowly gliding one way, then 
you'll act to correct it very quickly. 


If the 'wobble' thing turns out to be a major concern for you, then you 
can hack some sort of debounce routine which only registers 'move left' 
if you've pressed PAD_LEFT for five program cycles or something. I'd not 
recommend this, though as you _will_ lose some sense of responsiveness 
in your game. 


Analogue controllers, however, are a completely different kettle of 
fish. Wobble and zero-calibration are big issues here - and lightgun 
wobble is also something fairly major to think about. 


James (~mrfrosty) 
—-MESSAGE FILE 2441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01144 


—-MESSAGE FILE 2442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001145 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: 12 Jun 1998 16:16:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <01bd961dS$44b25dc0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800SFf30b0a0a@Angelal.intelligent-group.com> <3580E406.CCCOB558@scee.sony. 
co.uk> <01bd95e7$375456a0Sf30b0a0a@Angelal.intelligent-—group.com> <3581084E.1599CFA4 
@scee.sony.co.uk> 

NNTP-Posting-Host: d2-s5-108-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<3581084E.1599CFA4@scee.sony.co.uk>... 

> Craig Graham wrote: 

>> 

> > is that they do not approve of any third party development systems, 
which 

> is in effect what you get from a re-flashed Action Replay. 


You don't get a development system with a re-flashed AR (well, not with 
Caetla or Ez-o-ray). This is because you don't get the tools, libraries 
or documentation. Sony _would_ come down like a ton of bricks on anyone 


> 
> 
> 
> 
> 
> using illegal copies of these. 


You haven't seen Ez-O-Ray v1.91 have you? The archive EZODEV contains the 
re-flash 

and a TSR that emulates the H2000 psybios, and a copy of the PsyQ dos 
debugger. 


The TSR is actually a rip-off of Datel's DDX TSR, (one of the reasons DDX 
was 
canned, along with CartDev). 


Also, although we aren't allowed to quote what's said in the scee.dev.* 
groups, the 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


GSX-R wrote: 


> ¢$B!!;R6!SO!IS?SVSsBg?MSHSO0cSCS ?0UL#SG! KM>M5$, SJSSS+$iS3S=!" (J 
> ¿SB!!SJSsSKSGSbAvSCSFS7S*S&SsS8ScSJSSSGS7SgS&S+!# (J 
> ¿$B!!¿ (J 


¿SBS`S`!)MnSACeS-$, SISSSHSSSES3SHSGSIS+! #2 (J 
¿$B!!¿ (J 


> ¿SB!!:G6a!"S3SN<0SKSASgSCS$HEvSFSOS*Sk>uBVSK4YSCS$SFS 2 S9¿(J(¿SB>P¿ (J) 
¿$B!!Bg7?#2NXLH5v$r<h$C$F$7$^$$$^$7$?!#<j4V$N%9%H%1%9$0>.$5$+$C$?$G$9! #2 (J 
¿S$SB!165=,$b3Z$7$+$C$?$7!#¿ (J 


Vv 


éSB<j4VSd610+<+BNS, 3Z$7$_SKIQSOSkSHS—-$,S"SjS*S9SHSM! #2 (J 


> ¿$B!!¿ (J 

> 

> ¿$B!!$&!<$s!"8:$C$F$$$/$H$$$&$h$jJ$O!"E7Giİ$K$+$1$F$h$j=E$$J}$K¿ (J 
> 2$B!!79SSSFSSSkSsS@!&!&!&SH;WSSS?SSSGS92 (J (^^; 

> 

> ¿$B!!¿ (J 

¿SB!!!!: (J 


é SBAJBPE*SK8 : $k$+!"@dBPE*S$K8 : $k$+SCSFS3SHSGS7SgS&St! #2 (J 

2 $B; d$b8 : $k01J} $GSOSJ$/Jd=<$5$1SF$$$/SbSNS@SHS$O; WSCSFSS$*$9!#?7S7SS@S3&SKg (J 
¿SB?($1$?SHS-!"CN$1SJS+$C$?$3SH$Sr7P83S7S?SH$-$JSISK>/$7$ESDJd=<$5$1SFSSS/¿(J 
¿SB%š$%a!<%8SG$9!#;¿ (J 

ESB! !¢ (J 


—-MESSAGE FILE 23134 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000405html-.html 


--MESSAGE FILE 23135 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000406html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Y.Nakanishi" <yoshi_kz@da2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test test 

Date: Mon, 11 Aug 1997 21:27:39 -0700 

Organization: ??? 

Lines: 4 

Message-ID: <33EFE63B.336Béda2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.168.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


2 SBSF%9%H=q$-9~S_SGS9!#2 (J 

ESBHELEZHESHAHOHOH THO HIG (J 

abcdefg 

ESBSASCSSSHS+S1SFSkS+S$I!) 2 (J 

—-MESSAGE FILE 23135 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000406html1. html 


--MESSAGE FILE 23136 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000407html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Y.Nakanishi" <yoshi_kz@da2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: test test 

Date: Mon, 11 Aug 1997 21:32:22 -0700 

Organization: ??? 

Lines: 8 

Message-ID: <33EFE756.25DA@da2.so-net.or.jp> 
References: <33EFE63B.336B@da2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.168.93 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (WinNT; 1) 


-Nakanishi wrote: 


ESBSF%9ISH=qS—-9~S_SGS9! #3 (J 

ESBHLHEZHESHAHOHOH THO HIS (J 

abcdefg 

ESBSASCSSSHS+S1SFSkS+SJ!)¢ (J 

¿SB<+J, <+?HSG8fIV; Vl #2 (J 

ESBSISSS+SASQGSCSHSFS1ISKSIS!!S!1%1%2 (J 

—-MESSAGE FILE 23136 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000407html1. html 


VV V V V < 


--MESSAGE FILE 23137 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000408html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Y.Nakanishi" <yoshi_kz@da2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test test 

Date: Mon, 11 Aug 1997 21:37:08 -0700 

Organization: ??? 

Lines: 13 

Message-ID: <33EFE874.2B18@da2.so-net.or.jp> 

References: <33EFE63B.336B@da2.so-net.or.jp> <33EFE756.25DA@da2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.168.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


-Nakanishi wrote: 
-Nakanishi wrote: 


ESBSF%S9SH=q$—-9~S_SGS9! #2 (J 

ESBHLHEZHESHAHOHOH THO HIS (J 

abcdefg 

ESBSASCSSSHS+S1SFSkKS+SI!) 2 (J 

¿SB<+J, <+?HSG8fIV; Vl #2 (J 

ESBSISSS+SASQGSCSHSFS1ISKSIS!!S!1S133 (J 

BS3SN%a%C%; !<S8SOSISNS/SiSS;DSCSFSKSNS@SmS&S+!) ¢ (J 

SBS ISs$t¢ (Ul¿SB=54VS0SiS$;DSCSFSSS=S&SJ!%!Ss!%¿ (J 

¿SBSdS$CSQSjJ%SO%:SS¿ (J 

—-MESSAGE FILE 23137 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000408htm1l. html 


V V V V V < 


n 


Ը" ՇԸ ՊՈ ՎՊ Կ Պ VV VV EK 


--MESSAGE FILE 23138 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000409html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Y.Nakanishi" <yoshi_kz@da2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: testtest 

Date: Mon, 11 Aug 1997 21:47:18 -0700 

Organization: ??? 

Lines: 1 

Message-ID: <33EFEAD6.382F@da2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.168.93 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


ESBSFSISHSGSISSE (J 
—-MESSAGE FILE 23138 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000409htm1l. html 


--MESSAGE FILE 23139 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000410html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 
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Subject: Re: =?1SO-2022-JP?B?GyRCJVclbSUwWIJWk1XyVzZJITAKSDNYOTSbKEI=?= 

Date: Tue, 12 Aug 1997 09:15:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <redbug$Sff8d19970812091529@news1.scei.co.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <S5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 
CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
.յք» <5Srq9rdShsq@newsl.scei.co.jp> <redbug$Sff8d19970805092609@newsl.scei.co.jp> <33E 
74813.F9E81B62@aix.or.jp> <5s9e3tS$5os@newsl.scei.co.jp> <33EA06CE.ACO5BDC@aix.or.jp> 
NNTP-Posting-Host: 133.130.133.54 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¢SBSN; (B 
<33EA06CE.ACO5BDC@aix.or. jp>zSBSK$*SSSF3 (B 

1997/08/08/ 02:33 :58:" 1" (BYouhei TAKADA <kazta-ta@aix.or.jp>z$BS$5$sS0O=q$-S$*S7$?!# 
¿ (B 


>> ¿$B$J$S$H$b$$$($^$;$s!#¿ (B 
>> ~SBS&SA$SO%$%S%? !<SMSCSHLSNASHSSS&MXE@S,$"S5S*S9S, !"; (B 

> 

>2 SBS &SASN>19g3X9; $G%$%S%?!<%MSC%HSASKSH! SE>AWB.EYS, #2%1%?$K$JŠK$N¿ (B 
>: SBS, DAS7S$$/SiSSE>AWB.EYS,CYSSSGS9! #; (B 


¿$BB?J, SIS3SNBg3XS$GSbF1S8SGSOSISSSGS7Sg$&$+!) 2 (B 
¿$B!J7D1~$N¿ (BSFC¿$SBSHS+$OB.$=$&$SJ5S$S$, $S9$SkS1$I!cJP8+!K; (B 


¿SBBg3X7OSN¿ (B SINET ¿SBS$SH!"$=SNB>SN%$M%C%H%o!<%/SHSNQ@NB3EQ@SO!"¿ (B 
SINET ¿$B$+$i$NMW5a$r$5$P$-$-$1$k$[$IBg$-$/$"$J$^$; ŞS$ŞN$G!#¿ (B 


¿$B=) ՏԱ: (B NSPIXP3 (¿$BBg:e¿ (B) ¿$B$N;n831?MQ!"G/Kv$K2, ;3$K$G$-$k¿ (8 ¿$BHs>&MQ¿ (BIXP 
LSBS, ¿ (B 

° SBSHSbSKz (B SINET ¿SBSH@NB3$5$1$1$P!"@>F|KN$N$H%iSU%S#%$C%/SNJ, !"Ii2Y$, ¿(B 
¿$BB?>/$J$J$H$b7Z8:$5$I$kK$H$O; W$$$^$9$, 181616: (B 
é$B!JI>FS1@PSK?e! "SCSF5$$, S7SISSSGSbSI$$! Kz (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23139 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000410htm1. html 


--MESSAGE FILE 23140 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000411html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJVclbSUWIJWk1XyVzZJITAKSDNYOTSbKEI=?= 

Date: Tue, 12 Aug 1997 14:07:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <19970812140716beru@fa2.so-net.or.jp> 

References: <33BFAA78.34AEDB9@aix.or.jp> <5pooarSfog@newsl.scei.co.jp> <33C3E158.9CB 

CD9D9@aix.or.jp> <5q32qk$blj@newsl.scei.co.jp> <redbug$ff8d19970711100327@news1.scei 
.Շօ.յք» <33CE4EA4.7050AC73@aix.or.jp> <redbug$Sff8d19970718020519@newsl.scei.co.jp> Հ 
33CFA457.145C9050@aix.or.jp> <5qq40k$93m@newsl.scei.co.jp> <33D38A86.9458019D@aix.or 
.յք» <5Srq9rdShsq@newsl.scei.co.jp> <redbug$Sff8d19970805092609@newsl.scei.co.jp> <33E 
74813.F9E81B62@aix.or.jp> <5s9e3tS$5os@newsl.scei.co.jp> <33EA06CE.ACO5BDC@aix.or.jp> 
<redbug$f£8d19970812091529@news1.scei.co.jp> 

NNTP-Posting-Host: 210.145.168.109 

X-Posting-Software: WSNews 2.01 


¿S$SB%+%$DS$SG$9!#; (B 


> 

>>> ¿SBSJSSSHSbSSS(S*S;Ss!# (B 
>>> ¿SBS&SASOSSSs%S?!<%SM%$C%$SHL5NASHSSS&MxEQ$,S"$3j$S*$S9$, 1" (B 

>> 

>>2¢ SBS&SASN>19g3X9; SG%S%3S%3?!<SMSCSHSASKSH! SE>AWB.EYS, #2%1%?SKSŠJSKSN (B 
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>>; SBS,DAS7S$$/SiSSE>AWB.EYS, CYSSS$GS9! #3 (B 
> 

>2SBB?J, SIS3SNBg3X$GSbF1S 8SGSOSISSSGS7SgS&S+!) 2 (B 
>2SB!J7D1~SNz (BSFC;SBSHS+SOB.$=S&S$I5$$, $9$kS1$1!cUP8+!Kz (B 
> 


¿ SBKMSNDLSCSFS$$$kBg3X$02<N. SNS [S&STSNSG!">eN. SHS+SN: .$_6q9g$b (B 
2 $B4X78$7SF$-$=S&SG6$9! #$"SH7RSO@hSN>1=4SKShS$CSFH?1~B. EY! &2S@~B.EY; (B 
¿SBS, 7cJQ$7$^$9!#%9%H%1%9N/$^$k$s$G3X9; $GSOSb$&$d$4$%$;S$s!IB?2T, 1K! #2 (B 


OCN: SBSbBg3X$NS$H; wS ?ShS&ST46S8S@AS1S1!TS"S=S38*SGSRSIS/SOSTISSS, ! Kz (B 
éSBOQ\B3; ~4V$r5$$K$7$J$/$F$$$$$V$5s%9%H%1%9$,8:$J$^9$7$?!#$G$bCk4V;: (B 

25B;HS&SNSO2F5Y$_S/SiSSS+!&!&!G! #2 (B 
—-MESSAGE FILE 23140 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000411html1. html 


--MESSAGE FILE 23141 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000412html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test test 

Date: Tue, 12 Aug 1997 23:15:12 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <33F06FFO.6F95C159@aix.or.jp> 

References: <33EFE63B.336Béda2.so-net.or.jp> <33EFE756.25DA@da2.so-net.or.jp> <33EFE 
874.2B18@da2.so-net.or. jp> 

NNTP-Posting-Host: 202.208.34.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


> ¢~SBS3SN%a%C%; !<S8SOSISNS/S$iS$S$;DSCSFSKSNS@SmS&St+!) ¢ (J 
> ¿$B$IJ$s$+: (J1z¢$B=54VS0SiS$$; DSCSFSSS=SESITISISIS3 (J 
> չՏ8ՏԱՏՇՏՕՏ)505:Տ5Տ: (J 


ZESBONSO! $$: SCSH; DSCSFS$*S$7S$2S, 1$:#$O:o=|$9$SkShS&SK; (J 
¿SB$7$?SsSGS7$g$&S+!)¿ (J 


¿SBSbS7!S@NSNS*SsS*S@SHS:SCSH;DS3S*S9!J>P !K¿ (J 


ESBS_Ss$JI!$<+8IZ1S9SNSF%9ISHSOSTSFS*S9S7!SS$=SsSISK; (J 
¿SBCOS:S+S7S, SkS3SHSGSOL5S$SSSsSGSOSJSSSGS7SgS&S+!) (J 


Pgs b] A TETA EET 11411111 basta Pr a aE bayan G 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
éSBSd$C$H;n83=*N; ¢ (Մ(՞՞) 


¿SB:G=*99?7F|;-—!!!!#5!?#1#9¿ (J 
¿S$SB9927M=D3jF|!!!!!1!#5!12?1)!)¿ (J 
——MESSAGE FILE 23141 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000412html.html 


--MESSAGE FILE 23142 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000413html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: test test test why 

Date: 12 Aug 1997 23:43:53 GMT 

Organization: Playstation Net Yarouze 

Lines: 4 

Message-ID: <5sqsfp$q05@newsl.scei.co.jp> 

References: <5sfm7n$d3a@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.233 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B: #4F | $b3F%9%HS7SFOBA43NG' ! #2 (J 
¿$B5-;v%U%!%$$%k>C$S7$2?$iSJ$*$CS?!#; (J 


_ ` einsiedler _ einsidle@cb3.so-net.or.j)jp — _ 
--MESSAGE FILE 23142 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000413htm1.html 


--MESSAGE FILE 23143 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000414html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Makoto Okuzumi <okuzumi@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCI00jQSNWI OEKSyREJCQkRiFKMmhBfCFLGyhK?= 
Date: Thu, 14 Aug 1997 05:06:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <33F213C4.4349@fa2.so-net.or.jp> 

Reply-To: okuzumi@fa2.so-net.or.jp 

NNTP-Posting-Host: 210.132.147.108 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


2$B! !#JT#A#V#ASG2h~ | =hM} 4XO"SNS"SWS1SCSHSr:n@.$7$?SSSN$G$9$, !"FIS_9~Ss$@2hA|¢ (Մ 

2 SBSUS!SS3kSNz (J 

ESBSSSCSHEG! <3? !TS?SHS (SP! "#ASHSSS&SUS!SSSKSNZ#S+Si#5!S>eS+Si#3HVL\SN?'SG! <3 (J 
¿$B%?$rJV$95$J; (J 

¿SBSI!KSN<hF@SN;EJ]S,J,S+SJSS;SS!# (J 
¿SB11S%“$2?$SOS"%$W%1%SC%SHSNS9%/%j!<%Ss>eSN#X:BI8!"#R#Y:BI8S$Sr;XDjS7$S?$i!"?'%G!<%?Šr¿ (J 
¿SBJVS9!"AX?t¿ (J 

¿SBSd%$/%i%S9SOSJSSSGS7SgS&S+!)¿ (J 

—-MESSAGE FILE 23143 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000414html.html 


--MESSAGE FILE 23144 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000415html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Minoru Matsumoto <minoru@isl.intec.co.jp> 
Newsgroups: playstation.ny.test 

Subject: Test Article 

Date: Thu, 14 Aug 1997 08:34:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <33F2448B.7E8C@isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.98 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


This is a test article. 
E $BF |K\81SKShS$k%F%9%HEJ9FSGS9! #2 (J 


The first step. 
¿SB$O$8$a$N#1Jb¿ (J... 
--MESSAGE FILE 23144 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000415html.html 


--MESSAGE FILE 23145 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000416html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Minoru Matsumoto <minoru@isl.intec.co.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Test Article 

Date: Thu, 14 Aug 1997 17:47:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 
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Message-ID: <33F2C630.444F@isl.intec.co.jp> 
References: <33F2448B.7E8C@isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.98 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Minoru Matsumoto wrote: 
> 


This is a test article. 
¿SBF |K\81S$KShSk%F%9%HEJ9FSGS9! #2 (J 


The first step. 
¿S$BSOS8$aSN#lJb¿ (J... 


V V V V V 


¿$B%3j%W%i%$SSN%$F%$9%SH!#¿ (J 
PC ¢SBSN;~7WS$, 68SCSFSSS*S7S?! #2 (J 


< minoru@isl.intec.co.jp > 
—-MESSAGE FILE 23145 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000416htm1l. html 


--MESSAGE FILE 23146 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000417html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kouichi <iemuraQinterlink.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Sat, 16 Aug 1997 01:56:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 60 

Message-ID: <33F48A28.2BF5@interlink.or.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$6 j5@newsl.scei.co.jp> 

NNTP-Posting-Host: 203.141.132.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESBSOS8SaS*S7SF! ##GHSH#X! J#RSSSs!"Ftetitntstitetdtl#e#rS5Ss!#S\S$/S, tktotuti#tcs (J 
i SBEhHFiSGS9! ##t#e#s#t$7SHSSSF7TK2ZLST8+SKSNK: SISFSSS?SNSG!"S$?S*%S2?S*4V0CS (ՏԲՇՃչ (J 
¿SBSSSFS_SkSH!"SJSsS+SSSmSsSJS3SHS,=qSSSFS"SkSNSGSSSCS/SjS7S%S7S?!#S=$3S$GS ¿ (J 
¿SBS$S:!"<ALd!JS@SH;WS&!KSKEzS (S$S*S$S9!#; (J 


GSX-R wrote: 
> 


> einsiedler wrote: 


> > kouichi ¿SB;AaSNQ5BNSO!)¿ (J 


¿SBCySaSFS$S?S*6bS$SrS[SHSsSISDS+S$SCSF%SQ%=%3%sSH!"9u#P#SSrGcS$CS$?Cf3X¿ (U2¿SBG/QG8SG¿ (J 
¿SBS91#¿ (J 


> > ¿SBSOS?S7SF!"H`SO¿ (Մ scei ¢SBSN2SS7<TSJISNS+!) ¢ (J 


¿SB$S=SsSJS?SSS=S&SJSDSNSGSOSJS/!"S3SN2F5YS_SK#C8@81Sr>/$7SGS$bM)2r$7!">-Mh¿ (J 
¿SB@dBPSK$_SsS$JSrS"$CSHSSSo¿(J ¿$B$;$k$h$&$J%2!<%`$r:n$k$?$aJY6/Cf$N!J2F5Y$_$, $J: (J 
¿SBS/SJSCS$FS$-SFS"S;SCSFSSSk!KSbS$NS$GS9!#¿ (Մ 


> ¿SB!!S?SVSs@_Dj%_%9S@SHSO;WSSS% S9S,¿ (U (“ °; 
¿SBSOSCS-SjJSSSCSF!"S2S@SNQ@_Dj%_%9SGS9!#A4A35SS:SSSFSSSJS+SCS?SNSG!"65S (ՏԻչ (J 


¿SBSSS?2S2S@SSSFS"S$SjS, SH$&S4S6$$S2S9!#!JSGSbS*S@SASc$SsSHSJSCSFSSSkS+SoS+$jS$S ¿ (J 
ՀՏՔՏ:ՏՏ Ու (J 


> > ¢SBS=S7SF!"S3SNz (J this is test ¢$BSNL\E*SO!)¢(d 


ESB7OL>SNSD$1J7}$, $o$+SiSTIS+SCS?SNSG!":G6aSdSCSH3P$ (SF$-$?1081$G%+%C%3Sh$/¢ (J 
éSBSD$1$?SDSb$4SISNSG$9S,!"Z(T ¿SBSb$7SDS1J)$, 4VO0CSCSFSSS$?Si$9$_$*S;S$s!#>\S7$/65¢ (J 
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¿SBS (SFS/$@S5S$!#!ISTSKSV$s=i?4<TSISbSsS$G! Kz (J 


> ¢SB!!S=Sm$=SmL5K!<TSXSN=M@6$, ;OS*SkSNSGSO!*!) ¢ (J 


¿SBSJSsS+ShS/0UL#S,J,S+SiSJSSSNSGEzS (S1S1S2AS;Ss!#SIS&SSSSOUL#SJSsSGS7Sg¿ (J 
¿SBS&!)¿ (J 
ISB1JS9S8SA5; SsFI2rNOS,SJ$/SF IK; (J 


éSB:G8eSK!d!dz(J ¿SBSDSSSGSHSSSCS?S1SJSSSGS9S, !"SISN#F#O#R#U#MSK8@SCS?S1SSSSS+So¿c (J 
¿SBS+SiSJSS<ALdS, S"SkKSNSG! "3 (J 

{gBSbs7$hS#SC875i! JSOS4SCS754 1K6SS 1 SFSbSiS ($JS$S$G$7Sg$&$S+!)$*43j¿ (J 
¿SBSSS7S 59142 (J 


¿SB<ALd!O#M#r!% s SD$/$i$1$?!N#t#v#k!O!J#t#i#m!2#f#i#l#e$r#T#V$K$&$De (J 
e SUSH!IKSNg (J ¿SŠB#T#IFRM!2#f#fi#l#eSN#P#SSXSN#D#o#wi#nSNS7S+¿ (J 
2 SBS 2$r$*$78 (ՏԻՏ/Տ0555518: (J 
¿SBSoS+SiSJSSSHS3SmSO!";HMQOQG@bLQ@SN; (J 


oe 


) DOS2$B%*°S7%SSN%3%S%=!<SkShS$ jJI=< ($7$?SSSUS!SSSkKL>SrF~NO! #2 (J 


ESBSNOUL#SGS 9! #SGS-SkS@S$1!">\$7$/65S (SFS$SS?2S@S1SKSH9,SSSGS9!%¿ (J 


ESBSGSO!"$3$1$+Si$?$/$5$s<ALd$ 9Sk$H; WS$$*$9$, !"$_SsSJSrS"SCS$SHSSSoS;Skue (J 
¿SB%=%U%H$r!$$DS/S1SkSŠShŠ&¿ (J ¢ SBSKSJSk$*SGS, $s$PSk$D$b$ jSISNSG! JSH!"1s$9$.3 (J 
ESBSk!&!&!G!*!*!1KS4; XF3SNS [SISh$m$7$/S*4jSSS7S*S9! #2 (J 
—-MESSAGE FILE 23146 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000417html. html 


--MESSAGE FILE 23147 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000418html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: sawada <denjiro@ppp01.infopepper.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUYLOSVIJEckORsoSg==?= 
Date: Sat, 16 Aug 1997 12:15:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <33F51B69.42EA@ppp01.infopepper.or.jp> 
Reply-To: denjiro@ppp01l.infopepper.or.jp 
NNTP-Posting-Host: 203.139.231.7 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold [ja] (Win95; I) 


ESBS"SSS&S ($*3 (J 

¿SB#1#2#3#4#5¿ (J 

aiueo 

—-MESSAGE FILE 23147 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000418html.html 


--MESSAGE FILE 23148 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000419html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: 16 Aug 1997 20:35:40 GMT 

Organization: Playstation Net Yarouze 

Lines: 86 

Message-ID: <5t52us$877@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$67j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> 
NNTP-Posting-Host: 210.132.203.225 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#¿ (J 
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kouichi <iemura@interlink.or.jp> 

wrote in article <33F48A28.2BF5@interlink.or.jp> 

> ¿SBSOS8SaS*ST7SF!##G#S#X!] J#RSSSs! "Hefitntstitefdtltedrs5 $s! #2 (J 
> ¢SBS\S/S,#k#o#udti#c#h#FiSGs 9! #z (Մ 


ՀՏՔՏՕՏՑՏՅՏ՞Տ7ՏՔ չ (J 


> 2$BS=$s$J$?$S$$=S&SISbSNSGSOSJS/!"S3SN2F5Y$_SK#C8@81$r>/$7$GSbM} 2x3 (J 
> ¿SB$7!">-Mh@dBP$K$_SsSJSr$"$CSHS$SSo¿(J ¿SBS;$Sk$h$&S$SJ%2!<%`$r:nS$k$Š?ŠaJY; (J 
> ¢SB6/C£SN! J2F5Y$_S,SJI$/SISCSFS-SFS"S; SCSFSSSk!KSbDSNSGS9! #2 (J 


¢SB=iSaSFSNSWSm%0%1%_%S%0S05$ 9gSHSdSk5$S@S=SESGS9! #3 (J 
ESBM'C#S, 8@SCSFS*$7$?!#KMSOSAS*SAS*@. 8yS9SkSbSN:nS1$PS$d$k5$$, ¢ (J 
¢~SB=PSFS-SFSdS1Sk!"SH;WSCSFS*S9S, !&!&¿ (J 


> 
ESBSOSCS-SjISSSCSF!I"S?S@SN@_Dj%_%9SG$S9!#A4A35SS:SSSFSSSIS+SCS?SNSG!"3E (J 
ՀՏՔ65Տ (SF¿ (J 

> 

¿SBSSS?S?S@SSSFS"SjS, SH$&S4S6SSS2S9!#!JSGSbS*SQ@SAScSsSHSJSCSFSSSkS+¿ (J 
2 SBS0$+$4$%¢ (J 

> ¿SBS;Ss!# (J 


éSBD>SCSFS*S9Sh! #$-SCSHAG?MSNKMSNL\S$KSO;¢ (J ¿S$B!c¿ (J ¿$B$U$77j$+!)¿ (J 


> ¢S$B!!S=Sm$=SmL5K!<TSXSN=M@6$,;OS*SkSNSGSO!*!) ¢ (J 


> 
> 
> ESBSISs$+$h$/OUL#S, J, $+SiSISSSNSGEZS$ ($i$1$%*S$;S$s!#¢ (J 

> gSBSIS&SSS&OULFESITSSSGS7SgS$&!) 17595ՏՏ՞Տ:ՏՏԲ12-ԱՎՕՏ, SJS/SF!Ke (J 
¢ SBSF%9%H5-; vSK%U%) 3m! <SDS1SKSNS, L5K!$J$s$G$7$g$&!#¿(J 


> £SB:G8eSK!d!dz (J 
¿SBSDSSSGSHSSSCS?SiSJSSSGS9S, |!"SISN#FHO#RFUFMSKBESCS?SISSSS$S$+$02 (J 
> ¿$B$+$i$J$$<ALd$, $"$K$N$G!"¿ (J 


¿SŠB$S3S&SSS&S$SHS$S-S3S=!"¿ (Jny.liberty Sr en (J gqa.beginners.netyarouze 
ESBSXEJ9IFSTS*S7TSg$&!#SGSOSHSM!dC/$+¢ (J 


ԱԱ ԱԱ ia s#K$5$s$,$D$/$i$1$?!N#t#v#k!O!J#t#i#m!2#f#i#l#e$r#T (J 
SB#VSKS&SD¿ (J 

¿$B$9%=%U%H!KŠN¿ (J 

SB#T#T#R#M!2#f#i#l#R#eSN#P#SSXSN#D#o#w#nSNS$7S+;¿ (J 

ESBS?Sr$*S7S ($F$/$0$5$$!# (J 


¿SB$S3S1SO!"¿ (Jny.program.beginner 
ESBSHS+S$S$S$1S$P!"@=:n<TK\?MS,EzS (SFS/S1S=S&! #2 (J 
¿SBSJSsS;S"T"S=S3SN!"%U%)!<%i%`%j!<%@!<SGS9¿ (J ¿SB#M#r¿(J gSBEKSSSs! #2 (J 


éSBSH$3SmSG!"S$3SNz (J test ¿$B$N%j!<%@!<$OC/$J$s$G$7$g$&!)¿ (J 


> ) DOSZ$BS*°S7SSSN%S3%SSS=!<SkShS$ JI=< (S7S?SSSUS!SSSEkKL>SrF~NO! #2 (J 


2 SBSiSSSVSiSjSNz (Itest 2 $SBSCSFSSS&SHS$3SNz (J t£213.1zh 
¿SBSCSFSNSr%@%S&%s%m!<%IS7SF!" (J 

ESBS (%/%9SWSm!<SiSt+Siz (J tf2.exe 
¿SBSr<B9TS7!"S$S=S3SN%S3%s%=!<%kSŠGBGSFSHSSS&¿ (J 
¿SBS3$HSGS75gS& 18: n$7SFS$*S$;$s$, !&!&S*S=SiS/¿ 


> 
¿SBSNOUL#SGS91!#SGS-SkS@S1!">NS7S/65S (SFSSS?S@S1SKkKSH9,SSSGS9!%¿ (J 


¿SBS4SaSs$SJS5S$S!#K;S7SSSNSG!">NS7S/;nS;S S;Ss!#¿ (J 
¿SBSdSk5S$SrIp4oSK<+NOSGSdS$CSFS/S@S5SS!#¿ (J 
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ESBSGSO!"$3$1$+$i$?$/S$5$s<ALd$ 9$k$H; WS$S$*S9S,!"S_SsSJI$r¢ (J 
¿SB$"SCSH$$SSoS;Sk%=%U%SH$r!$SDS/S1Sk$hS&S$K$JSk$*SGS,S$sSP¿ (J 
¿SBSkKSDSbSjSJSNSG!JSH!"1sS9S.Sk!&!&!&!*!*!KS4;XF3SNS[STI¿ (J 
¿$B$h$m$7$/$*4j$$$7$^$9! #2 (J 


¿SBS<SR!"@(SSSN:nSCS$FS/SQG@S5SS!#¿ (Մ 
¿SB%$P%$7%P%$7<ALdS7>oO"SKSJSkSNS, Sh$šmS7SSS+SH!&!&SGSO¿ (J 


einsiedler ` einsidle@cb3.so-net.or.jp — _ 
http://wwwl.scei.co.jp/-ahs03099/ 
--MESSAGE FILE 23148 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000419html.html 


--MESSAGE FILE 23149 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000420html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re:=?iso-2022-Jp?B?GyRCIlAjJUyN3IzI7YEs0GyhK?= 
Date: Mon, 18 Aug 1997 01:26:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <5t78tvSanc@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33F72618.1634@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> ¿SBS`$`!)MnSACeS-S,SJSSSHSSS&S3SHSGS9S+!#¿ (J 


2$B!!2?; VSKS$b<|So$S1SFSISS$+$i! "SH; WSCSFS*S9! #2 (J 


> ~SB<j4V$d610+<+BNS, 3Z$7$_SKIJQSoOSkSHS—-$,S"SjS*S9SHSM! #2 (J 


¿SB!!S"SJS“S9SM!<!#¿ (J 
¿SB!!SGSb$bS&<+F0<V3X9;SKSO9TS-S?$/SJSSSGS9¿ (U (¿SB>P¿ (J) 


¢ SBAJBPE*SK8:Sk$+! "@dBPE*SK8 : Sk$+SCSFS3SHSGS7Sg$&S+! #3 (J 

¿ $B; Մ ՏԵՑ:55017)56Տ50Տ57Տ/ՄԺ-ՀՏ5Տ1ՏԲՏՏՏ/ՏԵՏԱՏԱՏԱՏՕչ WSCSFSSS*S9!#27S7$$@S3&SKe (J 
¿$B? ($1$?SHS$—!"CNSi$J$+$C$?$3SHSr7P83$7$?SH$-SISISK>/$7SESDJd=<S$5S1SF$$$/32 (J 
ESBS$%a!<%8SGS9! #2 (J 


V V V V 


¿SB!!8:Sk01J)S@SHSdSCSOHaS7SSSGS9ShSM!#¿ (J 
¿SB!!>oSK2?9+?7S79SSSbSNSKD)@oS7SFSSS-S?SSSGS9!#¿ (J 


¿SB!tS$SbS&SASgSCSH;-4VSH6bS,S[S7SSSJS!!&!&!&SCSF!"¿ (J 
¿SB!t;R6!S@SCS?SiS3S&SSS&;vSO9MS (SJUSSS@SmS&SJ¿ (J (“ °; 
—-MESSAGE FILE 23149 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000420html.html 


--MESSAGE FILE 23150 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000421html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCM1lg5OyROMnhDTCMzGyhK?= 

Date: Mon, 18 Aug 1997 01:30:05 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <5t795mSanc@newsl.scei.co.jp> 

References: <5s5lmq$19@newsl.scei.co.jp> <5s74n3$31ls@newsl.scei.co.jp> <5sfjla$cve@n 
ewsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 
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NNTP-Posting-Host: 202.231.136.79 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33F72708.5FE2@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


> 2$B;d$OCOJ}$, #2K\N) SFSH!"COJ}=P 27HSNM'C#SKI9$$S$?; ~!"6CS-S*S7S?!#!T>P!IKz (J 
> ¿$B$G$b:k6L$NBg5\$H$+$0:G6a$O#1K\$_$?$$$J$s$G$9$, !&!&!&!J$T$"8+$F!K; (J 


4581 189515ՇՏՔՇ0Մ)5Մ5556995չ (Մ(՞՞չ 
ESB! !#3!A#42S9TS-S*S7$2S, !"?MSNB?S5SKO5E] $SS1SCSQSISTSGS7$? ! #2 (J 


> >¢$B!!%S-Sc%CSAS3%T!<S,!"!V@8S—-Sm!WSH!VS_SsS$J;° $s$8$c$ (SPSSSSSNSK!We (J 
> ¿SB%SJ%S%9SGS9!#S=SN1G2h4[!*;¿ (J 


ESB! !S3SN#2SDSN%]39%3?!<SrdBSYSFE=SiSJS/SFSb!&!&!&SH!":#SO;WSSS*S9¢ (J (%%; 


ESBS*S!!I"S"SKSaSGSIS+Si!"B1IES, S"Sk$t+Sb$7$1$°S;$s$, !"9%S-SJJ)S7S+¿ (J 
ESB8+S1SISSSH;WSSS*S9! #2 (Մ 
éS$B!J3(S,%@SaSCSF?MSHS"SKSalwSN8fETIGQ<gGSASCSFSNS, $@%aSTJT?M! #SGSHS3SNze (J 
¢SB#2 :n$SO! "SHSbSKOCSO8 FET 9Ig<g5ASGSOSISSSGS9S, 16161618: (J 


V V V V 


¿SB!!1G2hSO!"¿ (J 

¿SŠB!11VS&S*$*S$S*1*S3S1$O8+SMSP!*!WSH;WSC$?;—S+!" (J 
¿SB!1S?S%“S?S%“*%S?%@SG8+S1SkS+SGSJSSSH8+SK9TS-S“S;SSs¿ (J(%%; 

--MESSAGE FILE 23150 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000421html.html 


--MESSAGE FILE 23151 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000422html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?SFAbDJEI 6bkAuGyhK?= 

Date: Mon, 18 Aug 1997 01:34:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5t79d9Sanc@newsl.scei.co.jp> 

References: <redbugSff8d19970807015522@newsl.scei.co.jp> <S5sf8tbSchq@newsl.scei.co.j 
p> <redbug$ff£8d19970809002502@news1.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33F727FA.24E@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> zg SB6e=#SN@>SN2LSF!"D9:4SGS9! #2 (J 


¿SB!!D9:3jSHSSS(SP!&!&!&!# (J 

¿SB!!?tG/A0!"FMA3%+%9%F%1S, ?)SSS?S/SJSCSF!"S+%S9%SF%SiSJSiD9:3j$@!*SH¿(J 
E$B!!$$$&$3$H$G!"M'C#$H#2?M$7$F9ÞpbB.; H$C$FD9:jJ$^$GD>9T$7$?; v$, $"$J$^$9 (7Մ(՞՞չ 
2$B!!;.S$&SISs?) SYSF!"S+39SFSiSHSS!<SISmGc$CSF!"<VSNCESGLKSr$"S+S$7S?Siz (J 
¿SB!!S“SoSj$, 909; @8S@SiS1!&!&!&S=SE!"DL3XO) SK<V;_SaSF?2SFS?SsSGS9! #2 (J 


> gSBSd$k$J$iJd!2,;TS$+KL6e=#; TSGSTSgGS&SM! #2 (J 
> ¿$BB>$K!"!V$dAŞk$J$i9T$/!*!W$C$F?M!"$$$^$9!)¿ (J 


éSB!!¢(Jplaystation.ny.program.eventzSBSK=qSSSFS_SkS7S+!*¢ (J 
--MESSAGE FILE 23151 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000422html.html 


--MESSAGE FILE 23152 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000423html.htm 
1 
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gist of it was if anyone is caught using the libs and compilers on anything 
apart from 

the dev kit they got from Sony they are in trouble - even if they have a 
dev kit (I include a 

yaroze here as well). 


> James 
Craig. 


—-MESSAGE FILE 2442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01145 


-—-MESSAGE FILE 2443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001146 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Fri, 12 Jun 1998 16:13:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35815177.1061924@www.netyaroze-europe. com> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> 
NNTP-Posting-Host: stu-dialup11.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1146 scea.yaroze.freetalk 
2724 


On Thu, 11 Jun 1998 18:49:27 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


>Full Pro Dev Kit. Every one of us would love to get our hands on it. 
>Even better if we could buy it on the high-street. What are you scared of 
>Sony? I know I'm just dreaming, but it is possible for Sony to protect 
>themselves in the same way as they have done with the Yaroze. 


I dont know. Maybe im in a minority here (I usually am) but couldnt 
care less about the full dev kit. For a variety of reasons I think I 
wouldnt benefit, and others wouldnt particularly either. 


1) if anyone complains about the difference in power and speed between 
yarozes + full libs my initial opinion is to tell them to shut up. On 
the scee site there are probably only a handful of demos that could 
use the extra speed. And I dont include my games in them. When we all 
start pushing the yaroze to the limit then maybe there could possibly 
be justification in asking for the full libs :) 


2) burning our own cds. My personal opinion is why bother? To give 
demos to friends? to sell? Great, now I can burn 100s of cds, and give 
them away, and now i can not get any appreciation from another 100 
people! but are you asking for a cd burner to be included with the 
yaroze package? If so, the price goes up dramatically, and less people 
buy it. If not, those with less money feel like they are getting a raw 
deal after having already spent a fair bit of money. 


what I think we do miss out on is in the smaller things - lack of 
multitap support etc.etc. (personally i dont even rate loss of cd 
loading as a problem, there are easy workarounds for many things) 


I dont agree that giving people on here who are just as (and maybe 
more) talented than proff. games programmers would let us compete. We 
can't as ultimately we do it on the side and on our owns. The way to 
create professional looking games is to work in a close, communicative 
group. And thats down to ստ :) 


Robert Swan 

ԷՏ108 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2443 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01146 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test test 

Date: Mon, 18 Aug 1997 01:35:24 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <5t79fgSanc@newsl.scei.co.jp> 

References: <33EFE63B.336B@éda2.so-net.or.jp> <33EFE756.25DA@da2.so-net.or.jp> <33EFE 
874.2B18@da2.so-net.or.jp> <33F06FF0.6F95C159@aix.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33F72847.315F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 


> zSBQNSO!$$:$CS$H;DSCSF$*$7$2$, 1$S:#$O:o=|$9$kS$Sh$&$K; (J 
> ¿SBS7S?SsSSGS7SgS&S+!)¿ (J 


¿SB!!@NSN$*S*SGS9!#¿ (J 
2581 !:0=|$9$kSh$&$KS$7Sh$&$+ | ASCSFOCSO=P$*$7$2S, !"$=$1$C$-$j$G$9; (J (E$B>P¢ (J) 


¿SB!t$3SsŠJSsSPSCS+$S7!&!&!&!&!&!#: (J 
--MESSAGE FILE 23152 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000423html.html 


--MESSAGE FILE 23153 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000424html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Mon, 18 Aug 1997 01:41:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5t79qrSanc@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$67j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.79 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33F729B2.3587@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kouichi wrote: 


> ¿SBCySaSFS$S?S*6bS$SrS$[SHSsSISDS+S$SCSF%SQ%=%3%sSH!"9u#P#SSrGcS$CS$?Cf3X¿ (U2¿SBG/QG@8SG¿ (J 
> ¿$B$9!#¿ (J 


¿$B!!$"$"$C!#z (J 


SB>P¢ (J) 
7%s$G$7$?$, 1"03Z$79+SCS?SJS!!#¿ (J 


¿$B!!=i$a$F$NSW%m%0%i%` $O!" $d$C$Q5$9g$$$G$9: (J (¿SB>P¿ (J) 
¿SB!!<jK!SKSHSiSoS1S:!"015SSKO1KN:nS$Sj>eS2S$SFS+Si:YICSK6FSCS?S[S&S,SSSSSGS9!# (J 


¿SB!!SHSOSSS(!"S$S-SJSJO1KNSCSFSNSbS$S-SDSSSGS7SgS$S&S+Si!" (J 
¿SB!!%5%s%sW%kSd2q0OwDs6!SN%=!<%9Sr2-BSS9SkS3SHS+Si;OSaSFSOSIS&SGS7SgS&S+!#!!¿ (J 


¿SB!!%$V%$iS&%6SN@_DjSO!"S&S*S/SSSCSFSkShS&SGS9!#¿ (J 


¿S$SB!!$,$sSP$CSFS$S/$S@S5$S!#¿ (J 
—-MESSAGE FILE 23153 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000424html.html 


--MESSAGE FILE 23154 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000425html.htm 


Net Yaroze newsgroups message dump.txt Page 15432 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: HP=?1SO0-2022-JP?B?GyRCOm5ALhsoQg==?= 

Date: Mon, 18 Aug 1997 10:28:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <redbugSff8d19970818102838@news1.scei.co.jp> 

References: <redbug$ff8d19970807015522@news1.scei.co.jp> <5sf8tb$chq@newsl.scei.co.j 
p> <redbugSff£8d19970809002502@newsl.scei.co.jp> <5t79d9Sanc@newsl.scei.co.jp> 
NNTP-Posting-Host: 133.130.133.35 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN; (B 
<5t79d9$anc@news1.scei.co.jp>¿$B$K$*$$$F¿ (B 

1997/08/18/ 01:34 ¿$B:"!" (B"K.Tamura" <kouzou@ymg.urban.or. jp>z$BS5$s$O=q$-$*S$7$?! 
# (B 


>> ¿SB6e=#SN@>SN2L$F!"D9:3jS$SG$9!#;¿ (B 

> 

>¿$B!!D9:JSHSSS(SP!&!&!&!#¿ (B 

>¢SB!!?tG/A0!"FMA3%+%9SF%iS,?) $S$$?S/SISCSE!"S+S9SFSiSJSiD9: jS@!*SHz (B 
>2SB!!SSSE&S3SHSG! "M'C#SH#2?MS7SF9bB. ; H$C$FD9:jJ$^$GD>9T$7$?; v$, $"$J$^$9; (8(՞՞չ 


ESBS+S9SFSi?) SYSkKSTSi!N"!VSOSTSCS3!WS,SSSSSGS9! #2 (B 

pea ihe S?SAS, ?) SYSkS+S9SFSiGCS&;~SK!"S?SSSFSS!VSOS7TSCS3!WSr¢ (B 
ESBGCSSS*SO! #3 (B 

éSB!VSO$7SCS$3! WSCSFSNSOMWS 9SkSKSO%SSSGSSS (SP<*SNItJ, !#S"SsSJ8GS/SJSSS1SI!# (B 
ESBLis, G; $SSaSJTSNS@!#>FS-S"S,SCS?3+%39SFSiSNC<S$r@Z$ jMnSHS7SF!";D$4Sr¢ (B 
BS-S1SSSKH"5MSaS7SF!"4Q8wEZ; :SGGdSCSFSkSoS1SJSsSG!"S"S%* eee 
S SBSRS= $+SKSPSiGd$jS5S1SFSkS$s$G$9! #E9SNS+%&%S%?!<SKSOL5$/SFSb!"MjSaSP3 
¿$B=P$7$FGdA$C$F$/$1$?$jJ$M!#CMCJ$OH"5M$a$5$1$?IJ$NH>3[0J2<!#; (B 


«թ 


>¢SB!!; .S$&SIS$s?) SYSF!I"S+S9SFSISHSS!<% S ee 
>¿$B!!$^$o$j$, 969; @8S@SiS1!&!&!&S=SE!"DL3XO) SK<V;_SaSF?2SFS?SsSGS9! #2 (B 


ESB; .S&SISSSHSSS (SP! "S"SN%SI%SS%, !<SOSCSHSN; .S&STSSSNL#HSCSF! "3 (B 
¿SB@dBPJQSQSH;WS&Ss$SQ@S1SISJS!!&!&!&¿ (B 


>> gSBSdSkSISid!2, ; TS+KL6e=#; TSGS7TSGS&SM! #3 (B 

>> gSBB>SK!"!VSd$kSJI$i9T$/!*!WSCSF?M!"S$$*S$9!) 2 (B 
> 

>¿SB!!¿ (Bplaystation.ny.program.event:$BSK=q$S$SFS$_S$kS$7$+!*¢ (B 


ESB=qSSSFS_S*°S9! #2 (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23154 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000425html.html 


--MESSAGE FILE 23155 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000426html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kouichi <iemura@interlink.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Mon, 18 Aug 1997 13:40:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <33F7D229.48E0@interlink.or.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$67j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> <5t79qr 
Sanc@news1.scei.co.jp> 

NNTP-Posting-Host: 203.141.132.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 
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K.Tamura wrote: 


> ¿SB!!$"$"$C!#¿ (J 
> g$B!!;d$,C£3X#2G/@8$N; ~Sb$=$&SG$7$2¢ (J (¿SB>P¿ (J) 
> ¢SB!!:#SHSOS/SiSYSHSNSKSISiSTSSTO<eSI%*S7%SSGS7$25, 1"3Z87$+$CS?$JS!!#; (J 


ESBSI!"S9S4SS!*!*S=SNS3SmSOS*SCH#HWHIFNHEDHEOFWHESHIESS, SG$F$$$I$+$C$?$s$G$7$g (J 
ESBS&!) (Մ 
Z5BS\$/SISs$+! "#WHIENADFOFWESSGSHSb$?SD$SSFSSSKSNSK! &1E! 62 (J 


> ¢SB!!=iSaSFSNSWSms0Sis~ SO! "SdASCSQ5$9IgGS$$G$9¢ (J (¿$B>P¿ (J) 


¿SB$SdSCS$SQOSjJS=S&$JSGS7SgS&SM!#5S9gS$SJSsSGS9SM¿ (J (¿SB>P¿ (J) 


2$B!!<jK!SKSHSiSO$1$: !"O15$$KO1K\ :n$j>eS2$F$+$i:YItSK6ESCS$?$ [$&S, $ŞŞ$$ŞG$9!# (J 


¿SB!!SHSOSSS(!"S$S-SJSJO1KNSCSFSNSbS-SDSS$SSGS7SgS&S+Si!" (J 


> 
> 
> 
> ¿SB!!%s5%s%*W%kSd2qOwDs6!SN%S=!<%9Sr2-BSS9SkS3SHS+Si;OSaSFSOSIS&SGS7SgS&S+!#!!1¿ (J 


¿SBSdSmS&SH;WSCSFSSSkSsSGS9S$,¿ (J ¿SBM)2r$GS-SJS$SSSSItJ,S,S?2S/S5$sS"SCSF¿ (J 
ESB! IS"S"!"SISSSFSASDS@!*!*!Ke (J 


> ¿SB!!S,SsSPSCSFS/SG@SS5SS!#¿ (J 


¿SBS"SC!"S"SjS,SHS&S4S6SSS“S9!#S,SSSPS3j)S*S9!# (J 
--MESSAGE FILE 23155 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000426html.html 


--MESSAGE FILE 23156 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000427html.htm 
il; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: kouichi <iemura@interlink.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Mon, 18 Aug 1997 13:40:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 

Message-ID: <33F7D230.70CD@interlink.or.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$6j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> <5t52us 
$877@news1.scei.co.jp> 

NNTP-Posting-Host: 203.141.132.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; I) 


einsiedler wrote: 
> ¢SB=iSaSFSNSW3ms0%i%_%3SS0SO5S9GSHSASK5SS@S=SESGSO! #3 (J 


ESBSOSS!#Sd$k5$$"$4$*S9!*!ISGSb5; -ՕՏ, SHSbSISCSFSSSISS!Kz (J 


> z¢SBKMSOSAS*SAS*@. 8yS9SkKSbSN:nS$1$P$d$k5$$,=PSFS-SF3¢ (J 
> ~-SBSdS$1$k!"SH;WSCSFS*S9S, !&!&¿ (J 


¿ SBS=SNSHS&SGS9! #ST$3$+SNZU%) !<%i%`$G!I¿ (Jhello worldz$B!ISHS$$$&J8;z$rz (J 
¢ SBET#VSKI=< ($5$; $k%W%m%0%i%`$r8+$D$I$F2hLL$KJƏ; z$, $&$D$C$?$H$-$0¢ (J 
¿SB46F097S7S7971493S&SSS&SHS3S+SiSdSk5S$S,=PSFS/SkSs$GS7SgS&SM!#¿ (J 


> ¿SBS3S&SSS&SHS-S3S=!"¿(Jny.liberty ¿$B$H$+!"¿ (J qa.beginners.netyarouze 
> ¢~SBSXEJIFS7S*S7SgS&! #SGS9SHSM! dC/$+2 (J 


ESBS=SE&SASCS?2SSSGSIS+!#S"SIS, SHS&SA4SESSS*SIl#e (J 

> ¢~SBS<SR!"@ (SSSN:nSCSFS/S@S5S$! #2 (J 

ESBSOSSSC!#S, SSSPSIS*SO! #2 (J 

—-MESSAGE FILE 23156 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000427htm1l. html 


--MESSAGE FILE 23157 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000428html.htm 
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1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: 18 Aug 1997 07:29:38 GMT 

Organization: Playstation Net Yarouze 

Lines: 76 

Message-ID: <5t8t12Scpu@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cch$3ap@new 
sl.scei.co.jp> <5sa38c$6j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> <5t79qr 
Sanc@newsl.scei.co.jp> <33F7D229.48E0@interlink.or.jp> 

NNTP-Posting-Host: 210.132.203.224 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¿SBSGS9!#;¿ (J 


kouichi <iemura@interlink.or.jp> wrote 

> K.Tamura wrote: 

>> ESBI!IS"S"SC! #2 (J 

>> gSB!!;d$,Cf£3X#2G/@85N; ~$Şb$=$&$G$7$?; (J (¿SB>P¿ (J) 

>> 
¿SB!!:#SHSOS/SiSYSbSNSKSJSiSJSSIO<eSJ%$%*%S7%sS$SGS7S?S, !"3Z$S7S+SCS?SJS!¿ (J 
¿SB!#¿ (J 


From ¿$B$N$H$3JQ$($?$s$G$9$+!)¿ (J K.Tamura ¿$BS8$cS$SJS$Ss$+JOSGS9Sh (J ¿SB!d¿ (J 
GSX-R ¿$B$5$s¿ (J 


¢ SBKMSO#M#S#X#2!\S4SC$?STS! !#e (J 

2 SBHFHM2; 8; SHSUSMSCST!<S1ISiSS3VS, SDS$S?Ss$GS9Sh!*!*3 (J 
ZSBSSSdS$!!"#BHAFSH#HIFCSGSaSb% jD>@\=qS/%"%; S8SVSi!) 2 (J 

2 SBSASk0J30$0%2!<%* SASCSFS*$7$?! #2 (J 


> ESBS\S/SISsS+!"#WHIENEDHOFWHES SGSDSDS 2 SDSSSFSSSKSNSK!I Gh! hE (J 


ESBS*S@S3%8ST%SE!<%3?!<7OSN>pIs$d%=SUSHSb>/SIS+SCS$?S+Si#D#O#SEYSN: (J 
¿$B$[$&$,¿ (J windows ¢$BSh$j=PMh$k$3SH>/SJISSJ, !"3ZSKF~S1$?S+Sb! #2 (J 


¢SBS=$1$K8@8170SNF~Lg; (;oSb:#Sh$jS"SCS?ShS&SJ!)¿ (J 


>> ¢$B!!<jK!SKSHSiS$o$1$:!"015$$KO1K\ :n$j>e$2$FS+S$i: YItSK6ESCS$?¢ (J 
>> ¿SBS[S&S,S99SSSGS9!#¿ (J 

>> ¿$B!!%5%s%W%k$d2q0wDs6!$N%=!<%9$r2~B$$9$k$3$H$+$i;O$a$F$O$I; (J 

>> ¿SBS$&SGS7SgS&S+!#!!¿ (J 

> 

> ¿SBSd$mS$&SH;WSCSF$S$$kSsSG$9S,; (J ¿SBM)2r$SG$S-$JSSSSItJ,S,$?$/S5$s$"SC$F¿ (J 


¿SBKM$b:G=i$O0UL#ITLQ@$P$+$j$G$7$?!#$@$C$FB>?M$N$D$/$C$?%7%9%F%`$G¿ (J 
¿$BB>?M$N%i%$%V%i%j;H$&ľ$s$G$9$+$i!"EvA3$H$$$($PEVA3!#¿ (J 

2 SBKMSO#S#O#N#YHGSN#GHECHCSAHM#AFKHFESNS* %SKšSe%"%kS$Sr4|BTS$7$FS2$1$T; (J 
ESB7kK6L#C8@81SKSDSSSFSN2r@bK\ S$b$I$+$C$? !#=i?4<T$K$O$-$D$9$.$+!)¿ (J 


ESBSdS$O$ j2~BSSO$ ?SaSKSISIS*S9!#STSESISKSHFOSSSFE! "STS&$9SkSHz (J 
ESBBLL\SISNS+!"S=SN6—-3&SrS5S*ShSESNS, SSSASPS$S8z2LE*! փ. (J 
ESBFOSSS$?$+SiSSSS$d!"S@SHKMSNShS&SKBLL\ SJE [SKSISCSFS7S“*SSS*S9l #3 (J 


ESBSOS8SaSNSESASO! "SWSmS0Si% > Sr: Y@ZSISKS7TSF2r@OS9SkKSHSSSS32 (J 
ESBSGS7Sg$&! #O0LEYSK8+S$kHO0OS, $*$*S—SSSH!": .MpS7SFS7S*S&S35SH¢ (J 
éESBS,S"SjS*°S9!#NcS (SP!"6KC<S9S.SkKNCSGS9S,!"E (J 


main() { 
//aSB!&1!&!&!&!&=i4|2=It¿(J 
while(1){ 
//aSB!&!&!&!&!&%k!<%šWIt¿ə (J 
} 
} 


¿SBSHSSS&%SW%Sm%0%i%`SQ@$CS?Si#3SDSKJ,2rSŠ7T7SŠF¿ (J 
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static void syokika(); 
static void roop(); 
main() { 
syokika(); 
while(1) roop(); 
} 


static void syokika ( 


) í 
//aSB!&!&!&!&! 


&!&=i4|2=It;¿(J 
} 


static void roop() { 
//aSB!&!&!&!&!&!&%k!<%WItuə (J 


) 


¿SB:G8e$K!"%$W%$m%0%Si%_%s%0S$SO3X9; $G3XSV$3SHSOM-8z$G$JS$SSSNSG; (J 
(2 $BS"S$*S4<BA) E*SGSIS$S$+!"JPSCSFSkz (J) ¿SB8D?MSGS$SdSkS$S7$S+$SJSSSGS9!# (J 


einsiedler ` einsidle@cb3.so-net.or.jp __ 


—-MESSAGE FILE 23157 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000428html1l. html 


--MESSAGE FILE 23158 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000429html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Tue, 19 Aug 1997 01:12:38 +0900 

Organization: Japan 

Lines: 19 

Message-ID: <33F87476.C2FB0112@aix.or.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$6j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> <5t79qr 
Sanc@news1.scei.co.jp> <33F7D229.48E0@interlink.or.jp> <5t8t12Scpu@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.35.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


> ¢SBS=S1SK8@8170SNF~Lg; (;oSb:#ShSjS"SCS?ShS&SJ!)¿ (J 


éESB@NSOB?S+SCS?SGS9ISM! #2 (J 

ESBSY!<%*°%S, $H$+$O$$$^$@7r:_$G$9$, $I$&$b%2!<%` SN5-;v$,2(T 
ESBA}S (S?ShS&SK46S8SkS7! #3 (J 

ESBSWSmS0Si%> $, #GHUFIE*SKSISCSF; (; oSG>R2pS7SESiSSSHSSSE&SN3z (J 
ESBSbS"SkSGS7TSgSESISISM! #3 (J 


Pe) fee fe pe fn ff ETA A 11111111 baa b 2.07 


ESBic!c!c;dSNS[!<%°S2Z!<S8!d!d!ldz (J 

http://wwwl.scei.co. jp/~bns00250/index.html 
http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
¿SB;WS&SH!"#3%sv7n%s[!<%`%Z!<%8Sr99?7S7SFSJS+SCS?!J (J^^; 


¿SB:G=*99?7F|;—-!!!!#812?#1#9¿ (J 
¿SB9927M=D3jF|!!!!1!#912?1)!)¿ (J 
--MESSAGE FILE 23158 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000429html.html 


--MESSAGE FILE 23159 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000430html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3IzI7YEsOGyhK?= 

Date: Tue, 19 Aug 1997 08:06:20 +0900 
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Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <33F8D56C.FAEA83D7@tau.bekkoame.or. յք» 
References: <5t78tvSanc@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.139.170 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¢$B!!2?;vSKSb<|SoS1SFSISSS+S$i!"SH;WSCSFS*S9! #3 (J 
> ¿$B!!¿ (J 


¿SB$JSk$S[$TI!#5USKBg?MSOMM!9SJ$7S,S$i$_SK<|SoS1$FS$$F$USC%$H%šSo!<%$/$S,=FES/SJSCSF$SSKkKSN$G; 
(J 
ESBS9SM! #2 (J 


> ¿SB!!SGSbSbS$S&<+F0<V3X9;$SKSO9TS-S?S/SJSSSGS9¿ (J (¿SB>P¿ (J) 
> ¿$B!!¿ (J 


¿SŠB;d$OLH5v$r;)$C$FS$$JSSSNSGS$S$S:S1SO<+F0<V3X9; $K9T$+$JSSSH%S@%a$SJSs$@S$SmS&$J!#$SGSDb8D¿ 
(J 
2 SB?ME* SK$O<+FOA* =D$N5; =O$K4|BTS7SFSSS$*S9! #3 (J 

¿SBLH5v$, $J$/SFSb<+2HMO<VSKSNS1SkShHSESKSISISPSSSSSIT!"SH! #3 (J 


> ¢£$B!!8:SkO01T}S@SHSdSCSQHaSTSSSGS9OSHSM! #¢ (J 
> £$B!!>o0$K2?$+?7S7$SSbSNSKD) @oS7SEFSSS$-S2?$S$Gso9l#e (J 
> ¿$B!!¿ (J 


éSBS=S&SGS9SM! #07$19~SsSGSS$Sk>19gS8ScSISSSGS$9!ISH<+J, SK8@SSI9S+S;S$k!K!!¢(J TIT 
ՀՏՑ 11 (Ժ(՞ ՞) 


/2Տ8112 (J v¿$B!!¿ (J ? 


¿SB!!!1!11111: (J ! 
¿$B!!¿ (J 
¿$B!!¿ (J 


--MESSAGE FILE 23159 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000430html.html 


--MESSAGE FILE 23160 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000431html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: Re: =?IS0-2022-JP?B?GyRCM1g50yROMnhDTCMzGyhC?= 

Date: 20 Aug 1997 12:34:00 GMT 

Organization: Net Yarouze (SCE) 

Lines: 20 

Message-ID: <5teo7o$ jf5@newsl.scei.co.jp> 

References: <5s5lmq$19@newsl.scei.co.jp> <5s74n3$31ls@newsl.scei.co.jp> <5sfjla$cve@n 
ewsl.scei.co.jp> <5t795mSanc@news1.scei.co.jp> 

NNTP-Posting-Host: 202.247.139.164 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


K.Tamura wrote: 
>¿$B!!Bg5NSCSFCOJ)SŠSJSSSGS9S+¿ (8(՞՞չ 
>¿$B!!#3!A#42s9T$-$^$7$?$, !"?2MSNB?S5SKO5E] SSSISCSQSIJSTSGS7$S?! #2 (B 


2SBS&!<$s!"S=S&S+!"COT} SHS*SGSO8RSOSTSSSGS9S+SM! #3 (B 

2SBSIS&$b! "E15~!"Bg:e!"; 3KZEySJSISNET; TOJ30$0! "COJ} $H; WSCSFS7$*SCSFSSS*S9! #3 (B 

2 SBSGSb!":k6LSCSFE15~$N$9$06a$/$@$7!"Bg5\$CSF?744@~DdS*$k$+$i%G%+%SSGS9SHSM! #2 (B 
2 SBS=SUS* SCSWS"SkKS7!#! JAX78SIS$SI%S¢ (B^^; ¢ SBSGSbIXMx! Kz (B 

2 SBSASJ$_$K!"2M9~S_SOE15~#2#36hFbJUBS_! #2 (B 
¿ŠSBI<-AuSbE15-$h$jGI<j$S@$C$?$+SJS!!#¿ (B 


ՀՏՑՇԱՏ)99ց5Տ5Տ, !"Bg5N6aJUSK=; $S$G$$$F!"1G2h$, ¿ (B2¿SBKNN) S$FESJSsS@ShSH8@SCSFS?;vS,¿ (B 
¿SBS"SCS?SNSG!"Bg5NS, SGSFS-$?$4$7$?$s$@SH$O;WS$$*$9$, !"SdSOSjF, ՏԱՇքՏՇՏՕչ (B 


Net Yaroze newsgroups message dump.txt Page 15437 


¿S$BCOJ)$H$$$&?'$,<c43;D$3j$2$9!#¿ (B 

é $BE15~S$K=; $s$GS$$$k$+$i$+$b$7$1$%*S$; Ss! #2 (B 

é$B@n: JSKCN?MS, =; $s$G$$$?$s$G$9S, !"$=$N; ~SbCOJ}SH8@SCS$?Si!"S"S$=$3S, ¿ (B 
¿SBCOJ)SGS9S+SH8@SoS1S2?25SS,S9Sk!# (B 


¿SB#K#B#O;¿ (B 


—-MESSAGE FILE 23160 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000431html.html 


--MESSAGE FILE 23161 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000432html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3IzI7YEsOGyhK?= 

Date: Wed, 20 Aug 1997 21:54:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <5tepllSjgp@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33FAE90E.190F@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 


> 2$B;dSOLH5vSr; } SCSFSSSISSSNSGSSS$ :$1S$0<+F0<V3X9; SKOTS+SISSSHSASaSTSSSESMSEST! #SGSb8 
ռչ (J 

> ; SB2ME*SK$0<+F OA’ =D$N5;=Q8K4 |BTS7$F$$$°S9! #2 (J 

> ¢-SBLH5vS$, $0$/SFSb<+2HMO<VSKSNS1SkSHSESKSISISPSSSSST!I"SH! #3 (J 


£$B!!9b9; $r=P$F$9$0!"86IULH5v$r<h$j$K9T$-$^$7$?$, IT9g3JSG$7S?¿ (Մ(՞՞չ 


2SB!!$=$1$+Si<+F0<VSNLH5v$r<h$ j$K<+F0<V3X9; $K9T$-$0$8$a$^$7$?$,¿ (J 
¿SB!!$9$S4S/61DK$G$7S?!#SaSs$SIS/S5$/SF!&!&!&¿ (Մ(՞՞չ 


¿$B!!$=$1$+$i#1G/8e!"Cf77#2NX!J:#$OIaDL#2NX!K$r<h$j$K9T$-$^$7$?$,¿ (J 
ESB! !#1=54VSG<hSCSFS7S*SSS*°S7$?!#e (J 
ESB! !:#S065=, ; ~4V$,A}S (SFSkSSSG#1=54VSGSOLS5M} 565918: (J 


oO 
ՀՌ 
= 


!Bg7?#2NXSOQh 7n<hSjS 2 S7S2?S7!#¿ (J 


¿SB!!$5$F!"<1S$SO2?$@S$SmŠ&!)¿ (7(՞՞չ 
! !1Bg7?<+FO0<VSCSFSNSb<BMQE*S@S7S"SkKOUL#32Z$7$=S&SG895,!"3 (J 
¿SB!!#5%H%s<VS@$7%$JS!!#¿ (J 


O 
Ut 
ա 


¿SB!!>.7?ASGu<hSCSFSb!"ASSJSsSFGcSoSJSSS@SmS&S7¿ (Մ(՞՞չ 
¿SŠB!!Ht9T5!$OQ(S$S/6bS$S+$+$kS7!&!&!&!# (J 
—-MESSAGE FILE 23161 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000432html.html 


--MESSAGE FILE 23162 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000433html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0o-2022-jp?B?GyRCM1g50yROMnhDTCMzGyhK?= 

Date: Wed, 20 Aug 1997 21:58:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <5teptmSijgp@newsl.scei.co.jp> 

References: <5s51mq$19@newsl.scei.co.jp> <5s74n3S$31s@newsl.scei.co.jp> <5sfjla$cve@n 
ewsl.scei.co.jp> <5t795mSanc@newsl.scei.co.jp> <5teo7o$jf5@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or. jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
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Content-Transfer-Encoding: 7bit 
X-WWWns-ID: <33FAEA10.6C86@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kbo wrote: 


> ~-SBSASJS_SK!"?M9~S_SOE15~#2#3 6hFbJBS_ ee 
> ¢~SBI~AuSbE15~ShS$jGI<jS@SCS$?S+$I$! 18: (J 


¿$B!!; d$, :G8eSK4XE1J)LLSK9TSCS?SNSO#2G/SbA0SKSJS3jS S9S+Si!" (J 
¿SB!!Sb$SCSHGI<jSKS$SJSCSFSkS$SsSGS7SgS&SM!#¿ (J 
¿S$B!!Cc?'SG6bH1SN=wSN;RSDbBgNLSKA)S (SFSkSsS@SmS&SJS!!#¿ (J 


2$B! !9-Eg$H$+9T$/S$H!"$=$3$*$GG1<jSGSOSTIS$$bSNsng (J 
ESB! !;wS?Sh$&$+$C$3$&$r$7$?9b9; @8SHSt+A}$ (SFS*S9!#z (J 
SB! !CEESH>C<SJSS5G545 ( SCSF7iS/SISSSHSSS&S+SISSSHSSSES+e (J (¿SB>P (J) 


ESB! !S"S"!"E15~9TS-S?SSSIS! l#e (J 
--MESSAGE FILE 23162 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000433html1.html 


--MESSAGE FILE 23163 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000434html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?SFAbDJEI 6bkAuGyhK?= 

Date: Wed, 20 Aug 1997 22:01:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5teq30$jgp@newsl.scei.co.jp> 

References: <redbug$ff8d19970807015522@news1.scei.co.jp> <5sf8tb$chq@newsl.scei.co.j 
p> <redbugSff£8d19970809002502@newsl.scei.co.jp> <5t79d9Sanc@newsl.scei.co.jp> <redbu 
g$f££8d19970818102838@newsl.scei.co.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <33FAEABA.580E@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


RedBug wrote: 
> ESBS+S9SF%S1?) SYSkSISi!"!VSOS7TSCS3!WS, S$SSSsGsol#e (J 
¿SB! !Mp@ZS$jSKS5$1$?S+S9SFSiSrGd$CSFSkEIS, $"$J$^ ee J 


ESB! !S@SSS?SS;wS?ShS&STSHSNSO?) $Y$?; v$, $"$J$^$9! #2 (J 
é$B!!:#EYSOD9: JSNSKD) @oS7SFS_S?SSSHS3Sm! #2 (J 


> 2SB; .S&SISsSHSSS (SP! "S"SN%5%s%, !<SO%CSHSN; .ՏեՏԼՏՏՏԱՆՔՏՇՏԲ |" չ (J 
> ¿SBR@dBPJQSQGSH;WScSsS$S@S1$ISJS!!&!&!&¿ (J 


¿SB!!E9SNL>A0SOK:S1S24S7S2S, !"SSSC$S7SgSK9TSCS?M'C#SKSDS1SiS1SF9TSCS?E9SN;¿ (J 
ESB!!; .S&SISsSO4ESaSNL#IUSISGS*SISm$$$?3PS ($,S"S4S*°S9! #3 (J 


ESB! !S"SHSO!&!&!&SP$ISIS3!<SiSTSKSDSNSr<+FOHNGd5!SGGcSCSFO{SsS@Si!E!&!&E(T(%%; 
—-MESSAGE FILE 23163 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000434html1. html 


--MESSAGE FILE 23164 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000435html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Wed, 20 Aug 1997 22:09:14 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <5teqgs$jgp@newsl.scei.co.jp> 
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References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cchS$3ap@new 
sl.scei.co.jp> <5sa38c$6j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> <5t79qr 
Sanc@newsl.scei.co.jp> <33F7D229.48E0@interlink.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33FAEC77.2D35@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


kouichi wrote: 


> gSBS9I!I"S9S4SS!*!1*S=SNS3SmSOS*S@#WHIENHDHEOHWHESHIESS, SGSFSSSIS+SCS$?Ss$GS7$ ge (J 
> ¿SBS&!)¿ (J 


¿Š$B1!¿ (JWindows¿$B$I$3$m$+; (JDOS;¿$B$,=PS?SPS+$3jJ$GS7S?; (J (^^; 
¿S$SB!!F|KN$G$O¿ (JBASIC¿$B%^%7%s$, Cf?4$G$7$?! #2 (J 


> ¢SBS\S/SISsSt+!"#WHIFNED#O#WHSSGSDSDS ?SDSSSFSSSKSNSK!&!&!&@ (J 


éESB!I!S(!<!"@SSNC£BGH>SN?MSO8m2rS7SFS*S9S,!"3 (JWindows;SBSOFQS7SSSbSNSJSsSGS9! #3 (J 
¿$B!!B?>/$0%^%7$G$9$, ¢ (JMacintoshz $BSbFqg$7SSSbSNSGS9!#SO0SS! #2 (J 

¿i $B! ! FCSKSW3mS0%i%_%s%0S0!"z (JDOSz SBSdS=S1OJAOSHHESYSKSH@ ($/LLE] $K$J$J$^$7$?!#¿ (J 
¿SB!!S?S/S5SsSNJ#; (STS*S*°*S8STISSSr>'S (SUSSSHSISKSbSGS$—-SIS/SISCSFS7S*SCS$?¢ (J 

ESB! !SsSGS9S+Si!l#; (J 


2$B!!!V4IC1LSKSISCS?SH$$$0$1$kz (JWindows:$B$, ; HS ($JS$!W"*!V26$0%@%a$+$b!&!&!&!Wg (J 


$B! !SCSF;v$SO$*!<$C$?$/SISSSNSGOB?4S$7S$FS/S@S5$$!#e (J 


> ¿SBSdSmS&SH;WSCSFSSSkSsSGS9%$,¿ (J eSBM}2r$G$-SISsssiItJ,$,$?$/S$5sss"$CsFe (J 
> ¿SB!JST)TS"I"SJSSSF$SdSDSQ@!*!*!K¿ (J 


¿SB!!M)2rS$GS-SJSSSHS3SmSO!"S"SHS“SoS7SKS9SkS+C/S+SKJ9S-S*S7SgS&!#¿ (J 
¿SB!!S=S1$S+!"!VS3S&SdSkSHSIS&S+SJ!)!WSHE, EvSKSASCSFS_SF!"S@SaSISiS$*$2¢ (J 
¿SB!!O0c$S&<jSr9MS (ISKSNSbShSSSGS9!#¿ (J 


¿SB1!012s$G@.8y$7$J$/SFŠ$Sb$SS$SS$Ss$G$9$+$i!#%SH%SiSSl!lusS(%Si!<$N7+$jJV$7SG (J 
¿$B!!AO$K?J$S$G9T$-$^$7$g$4&!#7QB3$ONO$G$9!#¿ (J 


¿SB!!;dSNShS&SKCGB3S9SkSH!"SmS/SJ;vSKSJSjJSS;Ss!#SSSdS[SSsSSHSK¿ (J (%%; 
—-MESSAGE FILE 23164 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000435html.html 


--MESSAGE FILE 23165 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000436html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: this is test 

Date: Wed, 20 Aug 1997 22:22:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 51 

Message-ID: <5ter9mSijgp@newsl.scei.co.jp> 

References: <33E2F266.7AC6@scei.co.jp> <5s74p2S31s@newsl.scei.co.jp> <5s7cch$3ap@new 
sl.scei.co.jp> <5sa38c$6j5@newsl.scei.co.jp> <33F48A28.2BF5@interlink.or.jp> <5t79qr 
Sanc@news1l.scei.co.jp> <33F7D229.48E0@interlink.or.jp> <5t8t1l2Scpu@newsl.scei.co.jp> 
Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33FAEF90.5182@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


einsiedler wrote: 


> From ¿$B$N$H$3JQ$($?$s$G$9$+!)¿ (J K.Tamura :$BS8Sc$J$s$+JQSG$9Shz (J z¢SB!dz (J 
> GSX-R ¢SBS5Ss¢ (J 
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2$B!!z¢ (JGSX-R1100; $B%a! <%4%S%0% 45% 9SHSKF~SC$?$sSG6$9¢ (Մ(՞՞չ 
¿SB!!>h$j=P$7$FF |$, @u$$$d$D$, %P%$%/L>$=$N$^$^ aG 
ESB! !S*%S:SSS+SIS"SH; WSSS*STSFS=SNS*S*SGS$9¢ (I (^^; 


¿SBKM$SO#M#S#X#2!NS+SCS?$JS!!# (J 

¿SB#F#M2; 8; SHSUSMSCST! <SISiS$SVS, SDSS$?SsSGS9Sh!*!*3 (J 
ESBSSSdS! |! "#BHAFSH#I#CSGSaASDSjD>@\= L ae )¿ (J 

Z $BSd$k0J030$0%2!<%* SdSCSFS*S7S2?! #3 (J 


V V V V 


2$B!!;d$0:G=iSKGc$C$?$NS$0z (JPC-6001mk22 58565752: (7(258»Ք: (J) 

25B!!2;@<9g@.5!G=Ek: \SGS7ScSYSkS$sS$GS$9Sh!*z (7 (¿SB>P¿ (J) 

2SB!!?tSu7n8eSK! "2N$65!G=Ek: \SGSUSm3CST!<S, SD$$$22 (J66012 SBS, =P$?SHS-S$0z (J 
8B! !5c$— $^97$?$, l#z (J 


¿SB!!Ev;~$O!"?F$KGC$C$FLC$&$H$O02?; v$@!*ŞC$F?M$b$$$^$7$?7$M!#¿ (J 
¿SB!!#I!?#OSN2<SNS[S&SGOQAhS7SFS?S3J3S7SF¿ (J (¿SB>P¿ (J) 


LSB! !Gc$&$*SGSOEE5$20S$K9TSCSFSDSDSSSFS*$7S27S5MS'!&!&!&3 (J (¿SplsssnNs (d) 
¿SB!!01HV9%$-$@$C$?SNSO!"¿(JMZ-2000¿SBSH¿ (JX1zSBSGS9SM! #2 (J 


> ¿SBS=S1SK8@817OSNF-Lg9; (;oSb:#Sh$jS$S"SCS?ShS&SJ!)¿ (J 


¿SB!!1:#SNKNSO;H$S2sS$7S,8zS+SJS+SC$S?$SJSGSDS*SsSJSSSGS9SM!#¿ (J 
¿SB!!7k6I!"@N$d$C$F$?;v$r:#SN%7%9%F%` $SK:NS;S?S@S1S_S2$SSJKN$SP$+$3jS@S7!#¿ (J 


¿SB! ! @NSNK\SOK\EVSKLr$K$ ?SA$* SOSM! #2 (J 

ESB! !S7S9SFS°S,S75SSWSkKSESCS?S*S+S2SG!"@bLE@S, ATTISGSOS+$ 15459551 HE (J 
2$B!!$?S@! "Ev; ~SN%*°37%S5N; ae ae #SNS7S9SF%S° SG@8S+S; SISSSNSG; (J 
ԵՏՏ 1Հ124ՀՂՆՏԵՏՕ: H$ (ՏՄՏՏՏՇՏՉՏ, Հ (J (^^; 


> ¢~SBSd$O$j2~BSSOS?SaSKSISjS*°S9!#STISESISKSHFOSSSF!"STS&S9SkKSH¢ (J 
> ¢~SBBLL\SJSNS+!"S=SN6—-3&SrS5S*ShS&SNS, SSSASPSS8zZ2LE*! Էչ (J 
> ¢SBFOSS$S?S+SiSSSSSd!"S@SHKMSNShS&SKBLL\SJE[SKSISCSFS7S*SSS*S9! #2 (J 


ESB! !2~BSSO4pK\SGS9SM! փ. (J 
ESB! !S5S3sSWSkSNS"SN!V%3\!<%SkS,A}S (SkSdSD!WSr2~BSS7SF3¢ (J 
ESB! !!VSQSCSIA* :n$GS\!<SkSrF0S+S; Sk3WSm30%i%S* !WSKSOSkSHS+ShS5S$2SGS9SM! #3 (J 


¿SB!1!1:G=iSO!"F0S$S2S$S+SiSSSSSd!"SGSbSSSSSH;WSSS*S9Sh!#¿ (J 
¿SB!!SdSCSFS/S&SASK;HSSJ)SbSoS+SCSFS/SkKSGS7SgS&S7!#¿ (J 


¿SB!!SSSDS“SGSbE, EVS@SH!";dSNShS&SK%sQ@Q%Ssa?M4VSKSJSCSFS7S SSS S9S,¿ (Մ(՞՞չ 
—-MESSAGE FILE 23165 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000436html.html 


--MESSAGE FILE 23166 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000437html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Thu, 21 Aug 1997 07:57:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <33FB7676.AA343132@tau.bekkoame.or.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSijgp@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.139.25 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¿$B!!9bp9; $r=P$F$9$0!"86IULH5v$r<h$j$K9T$-$^$7$?$, IT9g3JSGS7S2¿ (Մ(՞՞չ 
> 
> ¢£$B!!S$=$1$+Si<+F0<VSNLH5v$r<h$ jSK<+F0<V3X9; $K9T$-$0$8$a$^$7$?$,¿ (J 
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-—-MESSAGE FILE 2444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001147 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulation Ethics 

Date: Fri, 12 Jun 1998 18:08:44 +0100 

Organization: The Hex Heroes 

Lines: 95 

Message-ID: <3581609C.4E91@writeme.com> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800Sf30b0a0a@Angelal.intelligent-group.com> <358091d9.12244996@news.scea. 
sony.com> <3580E647.B472F665@scee.sony.co.uk> 

NNTP-Posting-Host: at14-017.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


րը 


James Russell wrote: 


> In addition, is it unethical to use them because it is a piece of 
> software that a company should be getting profits and royalties from 
> the sale of? 


Yes, it is. Especially since some companies are now releasing their 
old titles (retrogaming is _big_ fad) on platforms such as the PSX 
and PC. They'll lose money because of these emulators. The emulators 
themselves aren't illegal, but having a copy of the game ROM is when 
you don't own the game ROM. 


MM N MN NEN YM 


Off on a bit of a tangent, I'm quite prepared to take this opportunity 
to stand up for certain emulators and roms you can get hold of. 


MAME is a truly wonderful emulator - it brings many happy memories back 
to me from my countless trips to Brighton pier (armed with a pocket-full 
of 10p pieces). Without MAME, these games would be lost for me - and 
there are many games I wouldn't have played had it not been for the 
arcade emulators. 


Where are these old machines now? 

Sadly, I'd guess that most have been broken up to make new machines or 
are rotting in warehouses (I read an article in our local paper about an 
aquaintance of mine who had got his hands on 'one of the last five'* 
cockpit Star Wars machines). I haven't been to the arcades for ages, but 
I'd guess that most of your old classics have been pushed off the side 
of the pier to make room for today's silicon wonders. 


* (I don't for a moment believe that there are this few, but I know 
there aren't that many, either). 


So is anybody losing revenue? 

Not much, I'd guess - jeez, now that I've gotten good at the old 
classics, I'd be more likely to shove my money into them if I ever saw 
the original cabinets. 

There's also that rare breed, the machine collector. All power to him - 
there's something special about having the real thing in your living 
room and he won't begrudge you the emulator [I'm very proud to own a 
cabinet myself]. 


As for the retrogames 'fad', companies really shouldn't rest on their 
back-catalogues - and it shows a real lack of effort from the 
caSh-greedy underbelly when this happens... 


Okay, so you have the intellectual property (say Space Invaders). You 
have two options: 

Option 1: You can cash in and release the Space Invaders directly onto 
the PlayStation. It's easy, it's cheap and you can work the game-geeks 
up into a lather by saying that you're running the original code. 
Option 2: You can take your intellectual property, lace it with all the 
tweaks and hooks that the game community has learnt since 1982 and 
release an updated version. Jeff Minter's Tempest updates are a classic 
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> ¿SB!!S9S4S/61DKS$SGS7S?!#SaSsSIS/S5%9/SF!&!&!&¿ (J (“ °; 

> 

> ¿$B!!$=$1$+$i#1G/8e!"Cf7?#2NX!J:#$OIaDL#2NX!K$r<h$j$K9T$-$^$7$?$, ¿(J 
> ¿$B!!=54V$G<h$C$F$7$^$$$^$7$?!#¿ (J 

> ¿$B!!:#$065=,;~4V$,A}$($F$k$s$G#1=54V$G$OL5M}$G$9!#¢ (J 


> 

> ¿$B!!Bg7?#2NX$O@h7n<h$j$^$7$?$7!# (J 

> 

> ¿$B!!$5$F!"<!$02?$@0$m$&!)¿(JI(^^; 

> 2§B! 1Bg7? <+FO<VSC§F SNS<BMOE* $057" SKOULESS75~ $&S$GS9$,!"¿ (J 
> ¿$B!!#5%H%s<V$@$7$J$!!#¿ (J 

> ¿$B!!¿ (J 

é SBLH5V<hF@S*SKS"SGS9S+!) ¢(T(*_*) ESB! le (J 


> չ58».72ո5ՇսՀԻՏԸՇՏԲՏԵԼ"ՊՏՏՄՏՏՏԲՇՇՏՕՏՄՏՏՏՈՏՈՏԵՏ7: (U (“ j; 
> ¿SB!!Hc9T5!S$OQ($/6bS+$+SkS7!&!&!&!#; (J 


¿$SB%8%'%$C%H%P%SS%/1J$3SsSJL>A0$S@$CS?S1$J!)!K$d%$Sb!<%?%N!<%$H$K;¿ (J 
¿SB>h$1Sk$s$SGS9$Sh$SM!"#45i>.7?A%SGu!#Fn9q$H$+SKM7$SSSK9TS$SCS?$HS-¿ (J 
¿SBLrS$KN)$SAS$S=$&!#¿ (J 


¿SB<VS$SdsPSS$SS/Sb%sQO%s=%S3%s$Sb%si%Ss%sK%s%0%3%S9%H%$,9b$S$S$+$SiBgJOSG$9ShSM!#;¿ (J 
¿SB!!¿ (J 
¿$B!!¿ (J 


--MESSAGE FILE 23166 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000437html.html 


--MESSAGE FILE 23167 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000438html.htm 
il; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or. յք» 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Sat, 23 Aug 1997 16:04:17 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <5tm28tSrq3@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSijgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or. յք» 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <33FE8B70.4566@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 

> ¢~SBLH5v<hF@Ss*SKS"SGS9S+!)¢(JT(*%_%) ESB! le(d 
¿SB!!S=S&SSS&SoS1SGSOSJSSSGS9S, !"<nhS1SkSbSNSO<hSj$S?SSSJSH (Մ(՞՞չ 
> ¢SBS8S'SCSHSP%S%S/!TS3SSSTL>ANS@SCS?S1ST!) !KSdSb!<S?S\!<SHSKe (J 


> ¿$B>h$1$k$s$G$9$h$M!"#45i>.7?A%Gu!#Fn9q$H$+$KM7$S$K9T$C$?$H$-; (J 
> ¿$BLr$KN)$A$=$86!#¿ (J 


¿$B!1%S8%'%C%$H%9%-!<$O!"%+%o%5%-$NEPO?>&I8$@$=$&$G$9$M!#;¿ (J 
¿SB!!Fn9qSKM7SSSK9TS/S*6bSOSJSSS7!"SdSCSQASSOSQ%9S+SJ¿ (I (^^; 


> 2 SB<V$d3P%$%/$bS0%=%33SSb%iSSSK%S30%3%9SHS, 9b$$$4+SiBGIOSGS9SHSM! փ: (J 


¢$B!!<VSd%P%3$%/SO@0HWS 7STSSSHL?SKS+$+S$o$ jS*S9STSM! #2 (J 
2$B! !S3Q%=S3SSSO1LTBt$r8@SoSIS1$1$P$=S$1$J$ j$K; H$ ($^$9$, 2 (J (%%; 
—-MESSAGE FILE 23167 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000438html. html 


--MESSAGE FILE 23168 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000439html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 
Newsgroups: playstation.ny.test 
Subject: =?ISO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 
Date: 25 Aug 1997 14:40:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5ts5gvS4vj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.73 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


WinVN zSBSGSNSF%9%HSG!<S$9! #2 (B 
iS$BF|K\81$,=PS$k$+$J!) չ (B 


COCOTTE (ckv00356) cocotte@nk.rim.or.jp 


—-MESSAGE FILE 23168 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000439html1. html 


--MESSAGE FILE 23169 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000440html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 

Date: 25 Aug 1997 14:46:10 GMT 

Organization: PlayStation Net Yarouze 

Lines: 17 

Message-ID: <5ts5riS4vj@newsl.scei.co.jp> 

References: <5ts5gvS$4vj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.73 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


ՀՏԹՏՍՏ) 3m! <S"SCSWSNSFS9SHSGS9! #3 (B 


In article <5ts5gvS4vj@newsl.scei.co.jp>, cocotte@nk.rim.or.jp says... 
> 

>WinVN zSBSGSN%F%9%HSG!<S9! #2 (B 
>¢S$BF|K\81$,=PS$k$+$J!) (8 

> 

>—— 

>COCOTTE (ckv00356) cocotte@nk.rim.or.jp 
> 


ESBSAScSsSH=PMh$?$C%9!#ShS+SCS$?ShHS+S$CS?! #2 (B 
¿SBS$S7SCS+S3jS7S?2J8>OS,=PMhS1SP¿ (B ...program.profile ¢SBSKEJIFST7S*S9! #¢ (1 


ա 


COCOTTE (ckv00356) cocotte@nk.rim.or.jp 


—-MESSAGE FILE 23169 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000440htm1. html 


--MESSAGE FILE 23170 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000441html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 

Date: 25 Aug 1997 15:29:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5ts8ck$53h@newsl.scei.co.jp> 

References: <5ts5gvS$4vj@newsl.scei.co.jp> <5ts5riS4vj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.73 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 
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>¿SBS7SCS+SJjS7S?J8>OS, =PMhS1SP¿ (B ...program.profile ¿$B$KEJ9F$7$^$9!#¿ (B 


¿SBSs!)¿ (B 


COCOTTE cocotte@nk.rim.or.jp 


--MESSAGE FILE 23170 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000441html.html 


--MESSAGE FILE 23171 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000442html.htm 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 

Date: 25 Aug 1997 15:47:56 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <5ts9fc$541@newsl.scei.co.jp> 

References: <5ts5gvS4vj@newsl.scei.co.jp> <5ts5riS4vj@newsl.scei.co.jp> <5ts8ck$53h@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.176.73 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 


X-Newsreader: 


WinVN 0.99.7J 


(x86 32bit) 


>> $B$7$C$+$J$7$?J8>0$, =PMh$1$P; (B 
>¿SBSs!)¿ (B 


...program.profile ¿$B$KEJ9F$7$^$9!#¢¿ (B 


ESBS*S+S7SSSGS9SM!D!#STS+SIS+5-; VSK8=S1SISSSGS9! #3 (B 
test ~SBSKSO8=S1S?SNSK!#2?$+4V0cS$ (S?SNS@Sm$&S$+!) ¢ (B 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 23171 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000442html1l html 


--MESSAGE FILE 23172 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000443html.htm 
1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUYLOSVIIzZIbDKEI=?= 

Date: 25 Aug 1997 15:49:25 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 
Message-ID: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: Text/Plain; 
X-Newsreader: WinVN 0.99.77 


<5ts9i5$541@newsl.scei.co.jp> 
202.247.176.73 


charset=ISO-2022-JP 
(x86 32bit) 


ESBSDS&OLEYSFS9%SHSGS9! #2 (B 
cocotte@nk.rim.or.jp 
http://wwwl.scei.co.jp/~ckv00356/ 


—-MESSAGE FILE 23172 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000443html1l. html 


--MESSAGE FILE 23173 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000444html.htm 


1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: =?ISO-2022-JP?B?GyRCJUY1OSVIIzIbKEI=?= 
Date: 25 Aug 1997 15:51:17 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <5ts911$541@newsl.scei.co.jp> 

References: <5ts9i5$541@newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.247.176.73 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


>ESBSbDS&OLEYSFS9ISHSGSO! #2 (B 


ESBSAScSSSH=PSkKSNSK!D!#SIS&S7SF!) ¢(B 


cocotte@nk.rim.or.jp 


—-MESSAGE FILE 23173 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000444html html 


--MESSAGE FILE 23174 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000446html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Shusuke Tsunoo <tunoo@qa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 26 Aug 1997 01:40:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <3401B588.74E9@qa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.234.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


test 
—-MESSAGE FILE 23174 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000446html1. html 


--MESSAGE FILE 23175 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000448html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Wed, 27 Aug 1997 08:48:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <34036B53.C9593640@tau.bekkoame.or. յք» 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> 

NNTP-Posting-Host: 202.210.131.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¿SB!!S=S&SSS&SoS1SGSOSJSSSGS9S, !"<hS1$kSbSN$O<h$ j$?$$SISHe (Մ(՞՞չ 
> ¿$B!!¿ (J 


éSBA08~$-SGS9SM!"SISsS$+; dASbLH5vM_$7$/S$I$j$°$7$?!#!J1F6AS5SS1SdASISSSsSGSISHSM! Kg (J 


> ¢$B!!%8%'SC%HS9%-!<SO!"S+%0%5%-SNEPO?>&18S@S=SESGSISM! #3 (J 
> ¿S$B!!Fn9q$KM7$SS$K9TS$S/$*6bS$O$JSSS7!"SdS$SC$OA%SSO%$OS9S+$J¿ (Մ(՞՞չ 
> ¿$B!!¿ (J 


ESBASSO6b; )SASNF; 3ZSGS9SM!#!!¿ (J 


> ¿$B!!<V$d 


P%$%/SO@OHWS7SISSSHL?SKS+S$+S0$58S*°S9S75M! #3 (J 
> :581 1505-9359 


3SSSOLTBt$r8@SoSI$1$1SP$=$1$I$ j$K; HS (Տ՞Տ95, Հ (ՄԺ(՞՞չ 


AP lo 


¿SBS=S&S$SGS9SM!#%Q%=%3%sSN;v8NSG;  SL?MSOSaSCS?SKSSS*S;SsS+SiSM! #2 (J 
ESBLTBt$+$b$7$1$°S;Ss$, !"S=Sm$=Sm#P#CSr3Qto!<S"SCSWS7S?SSSGS9! #2 (J 
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¿$B8=:_; HMQCf$Ne (UGateway2000¿$BSOç (J 
¿SŠB#C#PHU!!#P#e#n#t#iitu#m#l#2#0#MEH#z¿ (J 
¿SB%šašb%j3!!#3#28#M!J#R#8#MEBRAKN ! K¿ (J 
¿SB%S%$G%*SN!<%I!!!t#9!!#M#o#r#t#ii#okfn#7#7#1; (J 
¿SB#4GNB.#C#D!]#R#O#M; (J 
¿SBSHSS$S$&%S9%SZ%C%/SGSŠ9!#8=>uSGSŠSŠbFCSKLdBjS$SOSJS$SSSsSGS9$,saSb%$jS+Si¿ (J 
iSBHEC#D! ] #REO#MS*SGA4SFSQ%0! <3"SC3WS7S2S5SSGS9SM! #3 (J 

¿SB!!¿ (J 


¿SB%$G%9%S/%H%C%SW%$Q%S=%3%s$FS$JSSSG%SN!<%$H%$QO%=%3%Ss$_$?S$SSSKS9%3j!<%SW5!G=$,$DSS$SSF¿ (J 
¿S$SB$$SJ$SS$SNSG$7SgS&$+!#EE8;#O#N!J%9%j!<%W2r=|!KSG$9$0;H$ ($?SiTXMxS@SHz (J 
¿SB;WS&S$SNS$GS9S, !#¿ (J 

¿$B!!¿ (J 


--MESSAGE FILE 23175 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000448html.html 


--MESSAGE FILE 23176 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000449html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: yarouze japan news group 

Date: 27 Aug 1997 14:27:45 GMT 

Organization: Playstation Net Yarouze 

Lines: 10 

Message-ID: <5uldh1Sb0t@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.236 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2585351515022-հ 5152 (J 


news://news1.scei.co.jp/playstation.ny.yj.freetalk 


news://news1.scei.co.jp/playstation.ny.yj.announce 


E SBSHSSSCSFS_Sk%FS9SHz (J (ZSBS"$"3X9; SN$F%$9%H$b6aS$5¿ (J) 


einsiedler __ einsidle@cb3.so-net.or.jp __ 


-—-MESSAGE FILE 23176 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000449html html 


--MESSAGE FILE 23177 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000450html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Wed, 27 Aug 1997 23:41:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 43 

Message-ID: <5uleilSblj@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.64 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34043C9B.4950@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> ¢~SBA08~S-SGS9SM!"SISs$+; dSbLH5vM_$7S/SI$S4S*S7$?!#!J1F6AS5S1SdS 9SSSsSGS9SHSM! Ke (J 


ESB! !SHS5S"S ($: 1 "SP%$$%/SNLH5v$SJSsS$S+S$SIS&SGS9S$S+; (Մ(՞՞չ 
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> ¿SBS=S$S&SGS9SM!#%SQ%S=%3%sSN;v8NSG;  SL?MSOSaSC$?SK$$$°S; SsStSisM! #e (J 


¿S$B!!$&!<$s!"%Q%=%3%s$G;`$L$H$7$2?$i22?2$,$"$k$G$7$g$&$M!#¿ (J 
2$B!! 46EESHS+$GS9S+SM! #3 (J 


ESBLTBt$+$b$7$1$%S;Ss$, !"S=SmS=Sm#P#CSrSQ%O!<S"SCSWS7S?SSSGSI! #2 (J 


¿$B8=:_; HMQCf$Ne (JGateway20002¢SBS0¢ (J 

ee ee ՐՆ 

ESB%asbSj!1#3#2HM! THOHMHE4AK\ !K¿ (J 
¿SB%S%G%*%N!<%I!!!t#9!!#M#o#r#t#i#ot#n#7#7#1¿ (J 

° SBH4G\B.#CHD! ] #R¥OHMe (J 

ESBSHSSS$&%9%Z%C%/SGS9!#8=>uSGSbFCSKLAGBjSOSTSS$s$G$9S, %a%šb%j$+$i¿ (J 

¿SB#C#D!]#R#O#MS ASGA4S$SFSQSo!<%$"%C%SWS$7$S?SSSGS9SM!#¿ (J 


VVVVVVVVV 


ESB! ! S&SASHDSQ%O!<B"SCBWS7$29$2 (Մ(՞՞չ 
25811 (JPentium 100MHz 

Se aie (8M*2+4M*2) 

258112 (gDiamond Stealth64 

¿SB!!¿ (JSBzSB@\B3SNG\B. ¢ (JCD-ROM 


ESB! !1SGS9S+Sizg (U (¿SB>P¿ (J) 


¿$B!!¿ (JSoundBlaster;$SBS$O¢ ( Hey ee (JSCST¢SB%+!<SISO;z (73000:581 5057: (J 
éSB!!¢ (JHDD¢SBSOA4ItC£8EIU; (J (¿SB>P¿ (J) 

> ¿SB%G%9%/%H%C%W%Q%=%3%s$FSJSsSG%$N!<%H%Q%=%3%sS$_S?S$SK%9%3j!<%W5!G=S, ՆԵՅ 
> ՀՏ8ՏՏՏՄՏՏՏԱՏՕՏ7ՏցՏետէ #EE8; #OFN! J$9%4!<SW2r=| !KSGS9S0; HS (S?SiTXMxS@SH (J 

> ¢SB;WS&ESNSGS9S, !#¿ (J 

¿SB!!¿ (JPCIZSBSY!<%9SNz (JPowerMacintosh¢ SBSKSOSDSSSFS*S9¢ (Մ(՞՞չ 


ESB! !M'C#SsSHS3SNz (J7200¢SBSOB ( : BSK%9%4 1 <3W2r=|$G5/FOSTS4 $3182 19 


¢S$B! !S&SASNz (J6100¢ SBSK$0%9%4!<SWSOSDSSSFS*S;Ss!&!&!E1G1 El #e (J 
--MESSAGE FILE 23177 END: ae yaroze-usenet/00000003-SCEI/ny/test/00000450html. html 


--MESSAGE FILE 23178 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000451html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!kbo 

From: kbo@kt.rim.or.jp (kbo) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1S0-2022-JP?B?GyRCI1AjUyN3IzI7YEsOGyhC?= 

Date: 27 Aug 1997 17:00:36 GMT 

Organization: Net Yarouze (SCE) 

Lines: 11 

Message-ID: <5ulmfkSbc0@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> 
NNTP-Posting-Host: 202.247.139.109 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.34 Mar.1,1996 (DOS32) | 


>2SB!!2(B(*_*) 
>/¿$B!!¿ (B v¿$B!!¿ (B ? 
>¿$B!!!!!!!!!!s (B ! 


¿SB%J%S%9!*¿ (B 


ESB!t%4%_SISsSG!"J9S-N.S7SFS/S@S5$S!#¢ (B 
¿SB#K#B#O:¿ (B 


--MESSAGE FILE 23178 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000451html.html 


--MESSAGE FILE 23179 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000452html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3IzI7YEsOGyhK?= 

Date: Thu, 28 Aug 1997 08:04:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 35 

Message-ID: <3404B26A.EDEOBC16@tau.bekkoame.or.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.134.156 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


K.Tamura wrote: 


> 2SB!!SHS5S"S (S$: ! "0%PSSS/SNLH5v$JSsS$S+SIS&$SGS9S+¿ (U (%%; 
> ¿$B!!¿ (J 
> ¿$B!!¿ (J 


¿$B?HJ, >ZL@=qBe$o$ jSK<h$m$ &$+SH; WSCS?S3SHSO$S"$4$*S$7$?S, !">hSkSNSOSASGSCSHT] S$$SsS$Gz (J 
ESBSO!#IC?FS,%9%/!<%?!<SG; V8NSCSFF~1!S7S?S3SHSd¢ (J 
¢$B;R6!SNS3S$m$_$?%P%$%/5N; V8NS, 4X78S 7SFSSSKSNS+SbS7$18%S;Ss!#¢ (J 


> ¿$B!!$&!<$s!"%Q%=%3%s$G; ` $L$H$7$?$i2?$, S"SkSGS7SgS&SM! #2 (J 
> ¢$B!!46EESHS+SGS9S+SM! #2 (J 

> ¿$B!!¿ (J 

> ¿$B!!¿ (J 


¿$B; d$, @N6PSaSFSS$?2q<RSG: nSCSFS$S?SN! <%$H%SQ%=%3SSSOSPSCSFS4!<S,GZH/$7$2?SHS+SGLdB SK; 
(J 
¿SBSJSCS?S3SHS,S"SjJS“S7S?!# (J 

¿SB!JSbS&EFE];:S7S“S7S?2SNSGS40B?24Sr¿ (Մ(՞ ՞չչ: ) 


¿$B!!¿ (J 

> ¿$B!!¿ (JSoundBlaster;$BS0O; (JProzgSB$@S7!"3 (JSCSIz$B%S+!<%ISO;¢ (J3000¿SB1_S@S7¿ (J 
> ¿SB!!: (HDD; SBSOA4ItCf8EIJ¿(J(¿SB>P¿ (J) 

> ¿$B!!¿ (J 

> ¿SB!!¿ (J 


¿SBCf8E#H#D#DSOSASgSC$SHS3SoSS$GS9SM!#>CLWIJSQ@S7!#¿ (J 


> ¿SB!!¿ (JPCIzSB%Y!<%9S5Nz (JPowerMacintoshz SBSKSOSDSSSFS*S$93 (7(՞՞: 
> 2SB!!M'C#S$sSHS3SNz (J7200¢ $BSOB (: BSK%9%4!<SW2r=|$G5/FOS7S*S9! #3 (J 
> ¿$B!!¿ (J 


¿SBSDSSSFSSSkSNSbS"SkSsSGS9SM!"SSSSSJS!!#5/F09S,B.S/SJS1SPSASgSCSHS7S?S3SH¿ (J 
¿SBSGS$Sb!"%SQ%=%3%sSr;HS (SkShS&SKSISkKSSS@S1IST! #2 (J 
¿$B!!¿ (J 


—-MESSAGE FILE 23179 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000452html.html 


--MESSAGE FILE 23180 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000453html.htm 
Է 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Shinpei Azuma <p_suke@mxz.meshnet.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJEYkOSRIJEAkaBsoSg==?= 
Date: Fri, 29 Aug 1997 07:04:39 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <3405F5F7.50E3@mxz.meshnet.or. յք» 
NNTP-Posting-Host: 133.205.180.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


Net Yaroze newsgroups message dump.txt 
ESBS=S1SGSOSFS9SHSr3+;OS7S*S9l #3 (J 
http://wwwl.scei.co.jp/~ahg00132/ 


PV eT A LEA A s A TA A EIS CT 


p_suke@mxz.meshnet.or.jp 
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—-MESSAGE FILE 23180 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000453html. html 


--MESSAGE FILE 23181 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000454html.htm 


T 
Path: 
From: Shinpei 
Newsgroups: 
Subject: Re: 
Date: Fri, 29 Aug 1997 07:07:28 +0900 
Organization: PlayStation Net Yarouze 
Lines: 12 
Message-ID: 
References: 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 3.0 [ja] 


playstation.ny.test 


<3405F6A0.DE5@mxz.meshnet.or.jp> 
<3405F5F7.50E3@mxz.meshnet.or.jp> 
133.205.180.100 


charset=iso-2022-jp 
Toit 
(Win95; 


1) 
Shinpei Azuma wrote: 
ESBS=S1SGSOSFS9SHSr3+;OS7S*S9l #3 (J 
http://wwwl.scei.co.jp/~ahg00132/ 


PA of AAA BL Pa A oh 22.27 


p_suke@mxz.meshnet.or.jp 


VV V V V V V 


ok 
/ 7/7 7/7 7/7 77-77-7777. / 


p_suke@mxz.meshnet.or.jp 


=?iso-2022-jp?B?GyRCJEYkKOSRIJEAka!l 


chuka.playstation.co.uk!news1.scei.co.jp!usenet 
Azuma <p_suke@mxz.meshnet.or.jp> 


BSOSg==?= 


—-MESSAGE FILE 23181 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000454html html 


--MESSAGE FILE 23182 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000455html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 


Subject: Re: =?is0-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 
Date: Fri, 29 Aug 1997 07:50:35 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <340600BB.E28D702Beétau.bekkoame.or. յք» 
References: 


lmfkSbc0@news1.scei.co. յք» 
NNTP-Posting-Host: 202.210.139.6 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.01 [ja] 
X-Priority: 3 (Normal) 


charset=iso-2022-jp 
Toit 


(Win95; I) 


kbo wrote: 


¿SB%J%SS%S9!*; (J 
¿SB!!¿ (J 


<5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5u 


¿SB3(SNS3SHSGS9S+!)K9;RS$S,S:S1SFS7S“SCS?$S&S (!"BNSb@Z$1S$SFS7S SSS*S7S?!1#¿ (J 


éSB!!¢ (J TTT 
¿SB!!¿ (g (“_°) 
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/1 v L? 
¿$B!!¿ (Jl ¿SB!! (J 1! 
¿SB!!¿ (JB~~~B! 


¿SBL140@.!#¿ (J 
¿SB!!¿ (J 


--MESSAGE FILE 23182 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000455html.html 


--MESSAGE FILE 23183 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000456html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?1SO-2022-JP?B?UmU6IBskOQiRGJDkkSCRAJGgbKEo=?= 
Date: 29 Aug 1997 01:16:53 GMT 

Organization: Playstation Net Yarouze 

Lines: 5 

Message-ID: <5u57u5$fj5@newsl.scei.co.jp> 

References: <3405F5F7.50E3@mxz.meshnet.or.jp> 
NNTP-Posting-Host: 210.132.203.226 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBS*Sd$8%S9S1 SSS SCSF2?!) 2 (J 
¿SBS"SN#C#M!&!&SO!"#C#MSN9-9pSK5S9gF-SCSFSJSSShS&SJ!&!&¿ (J 


einsiedler _ einsidle@cb3.so-net.or.jp __ 


--MESSAGE FILE 23183 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000456html.html 


--MESSAGE FILE 23184 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000457html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: datom <datom@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: hn.test 

Date: Sun, 31 Aug 1997 20:38:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <340957B5.5E8B551C@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.202.7 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 448914258DF523C64B872250" 
X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


448914258DF523C64B872250 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


hn.testz$B$r;WSS=PS7S*°S9!#!TS&SkKSE&Sk!IKe (J 


ESBSGSb!"EEOCBeS, 9bSSSCSI! #2 (J 
ESB! 12 (J 


(¢SB51¢ (J:avenger or Hell_Diver) 
ESB! !¢ (J 


448914258DF523C64B872250 
Content-Type: text/html; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


<HTML> 
<FONT SIZE=+2>hn.testz$B$r;WSS=PS7S*°S9!#!TS&SkSESk!Kz (J</FONT><FONT SIZE=+2></FONT> 


<P><FONT SIZE=+2>;$BS$GS$b! "EEOCBe$, 9b$$$C$9!#¢ (J</FONT> 
<BR><FONT SIZE=+2></FONT>&nbsp; <FONT SIZE=+2></FONT> 
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<P><FONT SIZE=+2>(¢SB51z(J:avenger or Hell_Diver) </FONT> 
<BR><FONT SIZE=+2></FONT>é&nbsp; </HTML> 


448914258DF523C64B872250-- 


--MESSAGE FILE 23184 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000457html. html 


--MESSAGE FILE 23185 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000458html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: datom <datom@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: hn.test 

Date: Sun, 31 Aug 1997 20:39:40 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <340957FC.EF93D55F@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.202.7 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


hn.test ¿$B$r;W$$=P$7$^$9!#¿ (J 
¿$B!!¿ (J 


—-MESSAGE FILE 23185 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000458html.html 


--MESSAGE FILE 23186 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000459html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: datom <datom@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: hn.test 

Date: Sun, 31 Aug 1997 20:41:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <3409585E.848FC1B8@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.202.7 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


hn.testz$BSr;WSS=PSOSNSGS7S?! #2 (J 
¿$B!!¿ (J 
¿$B!!¿ (J 


—-MESSAGE FILE 23186 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000459html.html 


--MESSAGE FILE 23187 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000460html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: datom <datom@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 31 Aug 1997 20:43:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <340958CE. 9ACO583E@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.202.7 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


Net Yaroze newsgroups message dump.txt 


example of how this can be done very well. Frogger 3D is an example of 
going about this in all the wrong ways. [I look forward to Virus 2K and 
Sentinel] 


If (say) Namco were to accuse me of stealing from them for playing 
PacMan on my PC rather than buying their compilation - then they ought 
to put the effort in to make me want to buy it. Sure, if their museum 
series updated on the originals in an intelligent way, I'd probably get 
really into them - but they don't. They're unashamed cash-ins. Half of 
the 'classics' presented are weak and the 3D interfaces are shoddy 
attempts at evoking nostalgia. However, I'm sorely tempted by the Bubble 
Bobble collection - it's a well programmed attempt of two solid games at 
a reasonable price, just a shame they didn't include Parasol Stars and 
the recent BB update. 


I have a different reason for feeling happy with using PC-Engine 
emulators. With undoubtedly boundless wisdom, NEC decided not to release 
any of the fantastic PCE hardware in Europe. Sure, I could have imported 
at substantial cost but IMHO, if they weren't prepared to put faith into 
the market here, then I've no sympathy at all for them. End of story. 


Lastly (this has been too much of a rant already), as games developers, 
we are very justified in using these emulators to push the state of the 
industry. There are many games from a long time ago that do a lot of 
things right. We can learn from these (and also their mistakes) and push 
our games along lines of evolution which simply fizzled out for no good 
reason. 

I've no great problem in revealing that 'Snowball Fight' was based on an 
old Atari game called 'Food Fight' (available on MAME). It's by no means 
a copy, it uses some of the great ideas presented in that game - but 
also enough of my own to be justified. That was an example of a clever 
game theme which just failed to thrive throughout time. Very little 
(nothing?) is original - it becomes a question of how you mix things. 


If you're in any doubt about how these ideas can be successfully 
rehashed, I'd estimate that good retro examples can be found for at 
least 12 of the 19 Edge compo entries (that's a conservative estimate). 


Hmm, gone on too long already... 
Does anybody disagree? 


James (~mrfrosty) 
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—-MESSAGE FILE 2444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01147 


—-MESSAGE FILE 2445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001148 

Path: chuka.playstation.co.uk!news 

From: "Graham" <nospam@com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sony's repair policy 

Date: Fri, 12 Jun 1998 18:19:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6lrnsf$s9812@chuka.playstation.co.uk> 
NNTP-Posting-Host: nmisystems.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I dont know if this has been discussed here before, but I'm 
currently going through the "painful" process of getting my 
Yaroze system repaired. 


Not long after I got it, the left controller itself developed a 
problem whereby it wouldnt go left. It was a fault with 
the controller itself, the Yaroze PSX worked fine. 


I went through the correct procedure to get it returned, by 
filling out the form etc, but the INSISTED that they have 
the ENTIRE unit back!!! 


They promised it would be back within 48hours. It was due 
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hn.testz$BSr;WSS=PS9SNSGS7S?! #2 (J 
¿$B!!¿ (J 


—-MESSAGE FILE 23187 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000460html.html 


--MESSAGE FILE 23188 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000461html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: datom <datom@ta2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?i1so-2022-jp?B?GyRCJUUYLOSVIGyhK?= 

Date: Sun, 31 Aug 1997 20:47:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <340959CF.A65A76A7@ta2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.202.7 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


£$B%4%b! <SH%GSP%SC%, !<$N; H$$J}$,NI$/$o$+$j$^$;$s!#¿(J 
¿$B2?J} $+: (Jmail¿$B$K$F$*65$(2<$5$$!#¿ (J 
¿$B!!¿ (J 


datom. 
¿$B!!¿ (J 


--MESSAGE FILE 23188 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000461html.html 


--MESSAGE FILE 23189 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000462html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Mon, 01 Sep 1997 02:34:33 +0900 

Organization: PlayStation Net Yarouze 

Lines: 33 

Message-ID: <5uca68Sncec@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSijgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28t$rq3@news1l. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <S5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.121 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3409AB25.39CF@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> 2$B;R6!SNS3Sm$_$?%P%$%/5N; V8NS, 4X78S7SFSSSKSNS+SbS7$15%S;Ss! #3 (J 
£$B!!%3P%S%/5N; V8NSNG@ (SSSNSr8+SkSH!&!&!&S[SsSCSHI]$SSSGS9SM! #3 (J 


ESB! !;d$0:8@%<VSK4, $-9~$^$I$?; v$, Ş"$J$^$9! #2 (J 
é$B!!SbS&#7G/SbA0 !"?7<VSGGcCSCSF#3Su7NL\SGS7$2¢ (I(^^; 


> $B; dS, @N6PSaSFSS$$?2q<RSG:nS$CSFSS$$?3N! <$H3Q%=%3%SSOSPSC%FS4!<S$,GZH/$7$?SHS+SGLdB S$ 
Ke (J 

> ¿SBSJSCS?S3SHS,S"SjJS S7S?!# (J 

> ¿SB!JSbS&E];:S7S* S7S?2SNSGS40B?4Sr¿ (Մ(՞ ՞չչ: ) 


¿SB!!$S&SRS$Sc¿ (J (“; 
¿SŠB!1S=S&S$SSS(SP!"#C#R#TSbFbGz$CS$SFSNS, $"$k$s$G$9$h$M!#¿ (J 
ESB! !STS&STSkKSSSGSTSgGSES+! #2 (J 
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> 2 SBCESEFH#D#DSOSASGSCSHS3S0S$SSGS9SM! #>CLWIITS@S7! #2 (J 


¿$B!!¿ (JPowerMac;: $BSKSO?71IJSNz (JISCSI¿$B$r$D$1$F$^$9; (7Մ(՞՞չ 


> ¿SBSDSSSFSSSkSNSbS"SkSsSGS9SM!"SSSSSJS!!#5/F0S5S,B.S/SJS1SPSASgSCSHS7S?S3SH¿ (J 
> ¿SBSGSb!"%SQ%$=%3%sSr;HS(SkShS&SKSJSkSsS@Sl1SI!#¿ (J 


ESB! !$=$NEQ@ !"QNSN#8%S%C%H5!$SO$h$+$C$?$G$9$M!#¿ (J 
¿SB!1;d$O¿ (JMZ;$BSdz (JX1¢ $BSr; HSCSFS?SNS$G!"%9%$%CZA01H/S$CSFSOS1$KSOSS$-$%*$; S$sSG$7$275 
r! (J 


¿SB!!¿ (JPowerMac9600/350¢ SBSHS+SKz (JSoftWindows;SBSrFMSC9~SsSG!"3 (J 
2$B!!1%934!<SWSb!<ST!us?!<S\SV!<S9SHSr; HS (SPS [S\O01L=VSGz ( See ere ($*S$9S,¢ (J 


--MESSAGE FILE 23189 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000462html.html 


--MESSAGE FILE 23190 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000463html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Thu, 04 Sep 1997 08:08:10 +0900 

Organization: PlayStation Net Yarouze 

Lines: 32 

Message-ID: <340DEDD9.342A3553@tau.bekkoame.or. յք» 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.210.134.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


‘N 


.Tamura wrote: 


> ¿$B!!SP%$%/$N; v8NSNG@ (SSSNSr8+SkSH! &!&!&S[SsSCSHI]SSSGS9SM! #3 (J 
> 

> ¢$B!!;d$0:8@*<VSK4, $-9~$^$1$?; v$, $"$J$^$9!# (J 

> ¢S$B!!SbS&#7G/SbA0!"27<VSGGcCSCSF#3%u7NL\SG$7$2¢ (J (%%; 

> ¿$B!!¿ (J 

> ¿$B!!¿ (J 


¿SBI]SSSGS9SM!#%S; !|<SUSF%S#!<%ISi%SSSVS, Bg@ZSGS9SM!#¿ (J 
¿$B!!¿ (J 


> ¿SB!!S&SRSc¿ (J(%%; 

> ¿SB!!S=S&SSS ( sp nhognbrgnebecscsrsus, S"SkSsSGS9SHSM! #2 (J 
> ¿SB!!SIS&SJSkSsSGS7SgS&S+!#¿ (J 

> ¿$B!!¿ (J 

> ¿SB!! (J 


2585 S1!<%6!<SGF,Sr4SDLS5S1SFS7S*SSS°S9!#! TS &S=SG$S9¢ (U ^_^ $B!K#C#R#T$O>\$7$/$OCN$J$^$ 


ESBS, !"SQS=S3%sSb4m815$, SSSCSQOSSSGS9SM!#;¿ (J 


¿$B!!¿ (J 
> 258112 (JPowerMac;SBSKSO?7IJSN; (JSCSIzSBSrSDS1SFS*S9¢ ՀԱԽ 
> ¿$B!!¿ (J 


¿SB#H#D#DSH8@$S (SP@hF | ! "#H#D#DSrS$VSCSHSPS7SFS7S*SSS*S7$2! #3 (J 

i SBSPSSSHAHSNS3%8ST Be! <B?7SASCS?PSNSG! "S*S@SHS+SCS?PSNSGSIS, 18: (Մ (՞ ՞չչչ 
£S$BS9%S-SCSSSGSHSIS LOTRI Զ11ՀՏ, ԱՆԱՆ 0 

é SBSSS8SCSFSS$?Si!"SUS) !<S°SCSHSHD#FHD#EL#ESH#KSDSGS—SIS/SISCSFz (J 
ESBS7S*SSS*S78?! #S3PSSSH@HSK2?2?$4+$*=uS1SD!<SkS, S"S1SPSHS+SCS?7SNSGS9S, ! #2 (J 
¿$B!!¿ (J 


Net Yaroze newsgroups message dump.txt Page 15453 


-—-MESSAGE FILE 23190 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000463htm1l. html 


--MESSAGE FILE 23191 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000464html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Thu, 04 Sep 1997 22:06:28 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <5umbvh$644@newsl1.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSijgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28t$rq3@newsl. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <S5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.124 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340EB24F.3EC1@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 
> gSBI]SSSGS9SM! #%; !<SUSFS#!<SISiSSSVS, BG@ZSGSOSM! #3 (J 


¿$B!!<+J, $, OBA412E>S7SFSESb!VSbSiSS;v8N1!WSHS+S"SjS“S9S+SiSMS'!&!&!&!#¿ (J 
ՀՏ8115-535՞56915/Տ81256Տ95, Հ (Ժ(՞՞չ 


- ee ae ide Ա ԱՏԱՆԱ KO K “_:SB!IK#CHRHETSO>\$7$/SOCNS5$ 
^$; $s 
> . eee %3%s$b4m81$, $S$CSOS$$GS9SM! Hz (J 


é5B! !EE<'GHSHS+=PSFS“*S9SbSsSSM! #2 (J 


> ¿SB#H#D#DSH8@$ (ՏՔճհիթ| !"#H#D#DSr$VSCSHSPS7SFS7$*SSS*S782! #2 (J 
> ~SBSPSSSH@hSNS3%ssT%e! <%?S@SCS?PSNSG! "S*S@SHS+SCS?SNSGS9S, !#¿ (I (՞ ՞չչչ 


¿S$B!!<+J, SN%*%7%s$@$H5c$-S$?S/SJSJ$SA$S9Sh$M!#¿ (J 
> ¿SB%9%-%c%s%$G%#%9%/Cf$K%(%i!<S$,H/G8$7ŠF!"#H#D#DS+Si5/F0S$S7$JS/SJ$j!"¿ (J 


> zSBSSS8SCSFSSS?Si!"SUS) !<S*SCSHSH#EFHDHELHS#KSHSGS-SIS/SISCSF3z (J 
> gSBS7S*°SSS*S7S?!#SPSSSH@hHSK2?$+S8*=u$1SD!<SkS, S"S1SPShS+SCS?SNSGS9S, 18. (J 


ՀՏ8 12 (Jscandiskz$BCf£S$K% (%i!<$,5/$-S?Si!"SbS&S$S$8SiS$ :SK@8S-SFSk%G! <%?S@S1S$G$bz (J 
PSB! 1 2P%C%/3"% %W$7$?$[ F $SSSSGS9!#2 2EYSbSdASCSFSKSHITNI%; $/%25,A}S$ (Ska (J 

SSB! !$@$1SKSd8C$2$4$75" S9SNSG!&!&!&!# (J 

—-MESSAGE FILE 23191 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000464html.html 


--MESSAGE FILE 23192 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000465html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Fri, 05 Sep 1997 07:56:38 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <340F3CA5.17515D1@tau.bekkoame.or.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <S5uleilSblj@newsl.scei.co.jp> <34 
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04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@news1.scei.co.jp> 

NNTP-Posting-Host: 202.210.139.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¿$B!!<+J,$, OBA41?2E>$7$SF$SFSb!VSbSiSS;v8N!WSHS+S"SjS*S9S+SiSMS'!&!&!&!#¿ (J 
> ¿S$SB!!S$S=$3$“S$G9T$/SH1?$GS9$,¿ (Մ(՞՞չ 

> ¿$B!!¿ (J 

> ¿$B!!¿ (J 


ESBSVSDS1SiS$1$?SHS—-SP%3$%/SOKI8£NO!J!) !K$,Dc$/$=S&SGSISsSGSOSHSM! #!!¢ (J 


> ¢£SB! !EE<'GHSHS+=PSFS“*S9SbSSSM! #2 (J 
> ¿$B!!¿ (J 
> ¿$B!!¿ (J 


¿$BJ, 2r$9$k$H; X$K7j$, $"$/$+$i5$$rIU$1$m$H$$$0$1$?7$3$H$, $"$J$^$9!#2?7$+$"$V$J$$ItIJ$G: 
(J 
¿SBSbF-S$CS$SFS$SSSkSsS$SGS7SgS&S+!#¿ (J 


¿$B!!¿ (J 

> ¿S$B!!<+J, $N$2%7%s$@SH5c$-$?$/S$SJS3$SS9ShSM!#¿ (J 

> ¿$B!!¿ (J 

> ¿$B!!¿ (J 

P S$s$GS$7$*S&$+Sb$7$1$%S; $s! #5=!<S9SHS+SDSPSCS/S"SC TS Y PU Ն 
¿S$SB!K!"%"%$W%j%1!<% sss a H!<%kS7D>S9SJISSSF5$8, 2 (J 

¿$B1s$/$I$Jj$^$9!# (J 

¿$B!!¿ (J 

> ¿$B!!¿ (JUscandisk¿SBCf$K%(%i!<$,5/$-S?%$i!"Sb$&$$S$8%$i$:SK@8$-SF$Sk%$G!<%?$@$1$G$b¿ (J 
> cB (pace n, 3WS7$28 [ i SSSSSGS9!#2?EYSbSdSCSFSKSHITNI%S; %/%2S,A}5 (Ske (J 

> ZSB! 1505158575Ը5253575Ր SOSNSG!E!&!1E! #2 (J 


ESBS=S&SGS9SM! "SVSCSHSSS@D>8eS0! "SUSMSCST!<$+$i5/FOS9S1SPSO! <SISGS#SIS/SNE (Մ 
¿SBCf?HSO8+S1S?SNSGB?J, 3G! <%?Sr5 [S$S=P$ 9S 3SHSO2ZDG=S@SCS?SH;WSSS*SO9! #e (J 


¿SBSGS$Sb!";H$S$SOS8$a$?$P$+$j$@$C$?$N$G:n@.$7$?%SG!<% ՆՆ ` 
¿SBIT9,CfSN9, $$$GS7$?!#SGSb; ԳՏԱ: HMOS9Sk%3%s%T%e!<%?S, SIS/STISCSFSTS*SCS?2¢ 

° SBSNSG!"S7SP5iS/%P%S%HSOS*5YS_ 66059187 (J (T_T) 

ESB! !¢ (J 


—-MESSAGE FILE 23192 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000465html-.html 


--MESSAGE FILE 23193 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000466html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIlAjJUyN3IzI7YFEs0GyhK?= 

Date: Fri, 05 Sep 1997 20:54:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <5uos57S90d@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
. Jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.149 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <340FF306.3B27@ymg.urban.or.jp> 


Net Yaroze newsgroups message dump.txt Page 15455 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4jS*S9! #3 (J 


what wrote: 
> ¢~SBSVSDS1SiS1S?SHS-%SP%3S%/SOKI8£NO! J!) !K$,Dc$/S=S&SGSISsSGS9SHSM! #!!3 (J 


éSB!!DcSS$Sb2?Sb!"D>7bSGS9S+SiSMS'3 (J (%%; 
¿$B!!E>E] SOLHS1SJI$$$7!"$*S:L5= eee $^ $; $s!#¿ (J 


¿SB!1S3SJSSSQSOCNSjJ9gSS5,1&D>;v8NSK9g$S!"S&SASIS3SmS, SASGSCSHS$:$1$2$i2 (J 
Z$B!1SK%e!<%O!<SUSKSISKSHS$3$m$G$7$?¢ (J (¿$B>P¿ (J) 


2$B!!;d$SO%P3S%/>hSkSHS—SO2FSGSbDIBSCeMOSG! "%0%m!<%V$SbS-SASSSHSOSaSFS*S9I! #2 (J 


¢$B!!:G6a! "H>B5H>%:%\%s¢ (J(¿S$B>P¿ ESBSGS"Sasj ՏԻՏՏՏ4 ( JSRzSBS$dz ( Saget yan ee mee 
ESBI!SS"S ԱԱ ԱԱԿ cece 993 '<S$VSG%_SK%9S+SN%M% (SAScŠs¿ (J 
¿SŠB!!>hS$S;SF$?$S3j!&!&!&!#SbS7%S3%S1$?SiHa7`$,BTSCSFSk$Sh!#; (J 


> ¿$BJ,2r$9$k$H;X$K7j$,$"$/$+$i5$$rIU$1$m$H$$$0$1$?7$3$H$, $"$J$^$9!#2?7$+$"$V$J$$ItIJ$ 
Ge (J 
> e SBSDF~SCSFSSSkSSSGS7SGSES+! #2 (J 


ESB! !S&!<Ss!"S1!<%6!<8w@~SGSb=PS$kSsS$GS$7SgS&S+!l#e (J 
ՀՏ8 12 (JCDzSBSHS+SNSTSC%/S"SCEWSO%S1!<%6!<5!40SGS9S, !"S=SsSTSK6/NOS8ScSIS+SCS?ShSE¢E (J 
oo 


> gSBSb$&!"229~Ss$GS7$*S&S+Sb$7$1$°S; $s! #3=!<%9$H$+$b%P%C%/%"%CSW$7$F$JI$$$7!JI$7$m$hz 
(J 

> ¿SB K! "%"%W %3j%$1!<% Ար s$r01$+Si%3S%s%9% H!<%k$7D>S$9SJISSSF5S$, ¿(J 

> ¿$B1s$/$I$J$^$9!# (J 


ZSB!!S&SASOSSS*S@SKz (JWindowsz$B4D6-$rI|51$5$;SFS*S;Ss!#z (J 
ESB! !Sb!<!"SaSsSI$/S5S/SFz (I (^^; 


> 2 SBIT9, C£SN9, $$$G$7$?!#S5GSb; ԳՏԱ: HMOS9Sk33%s%T%E!<%?S, SIUS/STSCSFS7TS*SCS$2¢ (J 
> ¢SBSNSG!"S7SPSiS/%SPSSSHSOS*5YS_SGS$9!#2 (J (T_T) 


2$B!!1I|51SOB>SN?MSN; E; v$J$s$G$9$+!)¿ (J 
—-MESSAGE FILE 23193 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000466html1-. html 


--MESSAGE FILE 23194 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000467html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 6 Sep 1997 15:45:17 GMT 

Organization: Playstation Net Yarouze 

Lines: 5 

Message-ID: <5urtqdSchv@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


test 


einsiedler __ einsidle@cb3.so-net.or.jp 


—-MESSAGE FILE 23194 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000467html1. html 


--MESSAGE FILE 23195 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000468html.htm 
1 


Net Yaroze newsgroups message dump.txt 


Path: chuka.pl 
From: "“einsied 


aystation.co.uk!newsl.scei.co.jp!usenet 
ler" <einsidle@cb3.so-net.or.jp> 


Newsgroups: playstation.ny.test 

Subject: what is game 

Followup-To: playstation.ny.nan_yaro.liberty 
Date: 6 Sep 1997 16:06:14 GMT 

Organization: Playstation Net Yarouze 

Lines: 21 
Message-ID: <5urvimScju@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.212 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¢S$BSGS9!#%FS9%HEJIFSGSI! #3 (J 


éSB3'MMSKSHSCSF%2!<%* SHSO2?SGS7Sg$S&S$+! #KMSND4: :SGSO¢ (J 
¿SBS3SN#N#GSOLS#480#0L1>SNJ)S,%"%/%;%97P83S"SjSJSOS: !# (J 
¿SBS*2KSJSiS*1-S (2<S5S%!#¿ (J 


¿SB;-BeSH$SH$bS$SK%$2!<%`5!$b5;=Q$b?JJb$7!":#$GSO#1%$DSN¿ (J 
éSBI82=Sr7AG. $9SkKSDSNSGS"Sk!"S$H;WSCSFSS$S*S9!#¢ (J 
¢SBO1?MSG50SkS$H! "$d$k5$$, J (S+STSSSNSG! "#N#YSK; 2$58%32 (J 
ESBS7$?!#S=S1SK: #; ~SNS2!<%S° Sr8+SFSSSkSH#3#DSGHBEGHEMG (J 
ESBS, $+SCS3$hH$/SISSSH:n$C$?<+d,$,<d$7$/SISkSJ$! 14 (J 

¢ SBSHSSS&ESNSbDS"SCSF! "#P#SS0: G9IbSN4D6-SGS9SM! #3 (J 
¿S$SBS"SH$O;-4V$@S$S1$GS9S$S+Š!!&!&!&¿ (J 


¿SB!JL5G=$JKM$K$O!"; ~4VS$ 9SiL5BLSISNS+SbCNS1$%S;Ss!#!Kz (J 


éESBKM! J3X@8! KSFS9SHAO! JOLLKDRS1!Kz (J= ¿SBGr;f6F;kSN7:¿ (J 


ESBS3$1!"SFS9ISHSISNSGSSSKS$7SIS$$G2<$5$$l#e (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 


Լ 


Page 15456 


Հ 
—-MESSAGE FILE 23195 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000468html. html 


--MESSAGE FILE 23196 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000469html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 


Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 


Date: Mon, 08 Sep 1997 08:02:51 +0900 
Organization: PlayStation Net Yarouze 

Lines: 40 

Message-ID: <3413329B.73860DE5@tau.bekkoame.or. յք» 


References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 


.յք» <S5uos57$90d@news1l.scei.co.jp> 
NNTP-Posting-Host: 202.210.139.23 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¿$B!!¿ (JGSX-RzSBSGS"S5S*S9!#3 (J 
> ¿$B!!¿ (J 


> ¢$B!!;dSO%P%$%/>hSkSHS—SO2FSGSbD9B5CeMOSG!"%0%m!<SVSbS-SASsSHSOSaSFS*S9! #2 (J 


v 


¿SB!!¿ (J 


¿SB=k$S=S$S&SGS9SM!#¿ (T(*_*7 ¿SB!l¿ (J 


> ¿ŠB!!:G6a!"H>B5H>%$:%N%s¿(J(¿ŠB>P¿; (J) ¿SBSG%$"ša%j%+%s$d; (USR:SBSd; (JTWe SBSK>h$SC$FSk¿ 


Net Yaroze newsgroups message dump.txt Page 15457 


(J 

> ¢SB!!S"SsSAScSSB?SSSJIS!!#8eSmSKSEN! <%9%S4!<SVSG%_SK%9S+SNSM% (SAScSŠs¿ (J 
> ¢SB!!>hS;SFS?Sj!&!&!&!#Sb$73351S?SiHa7> $,BISCSFSkSh! #¢ (J 

> ¿SB!! (J 

> ¿$B!!¿ (J 


éSBS-SCSHKI6q! J!) !K$rGcS$&6bS$, $SJSSSsSGS7SgS&!#!! (J 


ESB! 12 (J 

> ~SB!!S&!<$s!"S1!<%6!<8w@~SGSb=PSkSsSGS7SgSé&S+! #3 (J 

> ¿$B!!¿ (JCD; SBSHS+SN3TSC%/S"SCSWSOS1!<%6!<5! 408689, ! "$=$sSJSK6/NOS8ScSJS+$CS?ShSS&; 
(J 

> ¢SBSI! #2 (J 

> ¿$B!!¿ (J 

> ¿$B!!¿ (J 


¿SB#C#DSOJ, 2r$7$FS$b62$/$I$5$=$&SG$ 95M! #$d$CSQ$ jEEOSSNLGBIS+ST!#! $e (J 


> ¢$B! !S&SASOSSS*S@SKz (JWindows;$B4D6-$rI | 51$5$; $F$*$;$s!#¢ (J 
ESB! !Sb!<!"SaSsSI$/S5S/SFz (Մ(՞՞չ 
¿$B!!¿ (J 


Vv 


éSBSaSsSI$/S5SSSGS9SHSM! #3$%3sS9SH! <SkSCSF;~4VS+S+SkS7!#!13 (J 


> ¿$B!!I|51$0OB>$N?M$N;E;v$J$s$G$9$+!)¿ (J 


¢ SB=SM} $K=P$7$?$s$G$9!#$b$7$+$7$F=$M}$K=P$; SPS"SN#H#D#DSr: F@8SGS-SkSNz (J 
¢SBS@$m$&S$+!) Տ-ՏԵՏՏՏ ($P¥m!<SUS) !<S*SCSHSHS+SSS$E%=SUSHS, S"SCS?SHSESTE (J 
¿SB5SSbS9SkSJ!#¿ (J 

¿SB!!¿ (J 


--MESSAGE FILE 23196 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000469html.html 


--MESSAGE FILE 23197 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000470html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Masaaki Satou <mas-—s@a-m-i.co.jp> 

Newsgroups: playstation.ny.test 

Subject: test!test!test! 

Date: Mon, 08 Sep 1997 20:12:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <3413DD94.4B83@a-m-i.co. յք» 

Reply-To: mas-s@a-m-i.co.jp 

NNTP-Posting-Host: 202.218.105.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; 68K) 


¿SBSFS9SHSGSsSS, SJ¿ (J 
—-MESSAGE FILE 23197 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000470html.html 


--MESSAGE FILE 23198 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000471html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: redbug@donk.ne.jp (RedBug) 

Newsgroups: playstation.ny.test 

Subject: Re: =?I1S0-2022-JP?B?GyRCI1AjUyN3IzI7YEsOGyhC?= 

Date: Tue, 09 Sep 1997 11:07:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 28 

Message-ID: <redbug$ff8d19970909110716@news1.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSijgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28t$rq3@news1l. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
.յք» <5uos57$90d@newsl.scei.co.jp> <3413329B.73860DE5@tau.bekkoame.or.jp> 
NNTP-Posting-Host: 133.130.133.31 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.017 (UNREGISTERED) 


playstation.ny.test ¿SBSN; (B 
<3413329B.73860DE5@tau.bekkoame.or.jp>¿SBSKS*SSSF¿ (B 
1997/09/08/ 08:02 ¿$B:"!"¿ (Bwhat <what@tau.bekkoame.or.jp>¿$B$5$s$0=q$-$^$7$?!#¿ (B 


>> ¢$B!!S&!<S$s!"$1!<%6!<8w@~SGSb=PSkSsS$G$7SgS&S$+!#z (B 

>> ¿$B!!¿ (BCDZSBSHS+SNST%SC%/%S"SCSWSO%1!<%6!<5!40$G$9S, !"$=$s$J$K6/NO$8$c$J$+$C$?$h$& 
¿ (B 

>> ¿$B$J!#¿ (B 

>> ¿$B!!¿ (B 
>> ¿$B!!¿ (B 
> 

> SBHECHDSOJ, 2r$7SFSb62$/SIS5$=S&SGS9SM! #SdSCSQOS jJEEOSSNLGBIS+ST!#!!3 (B 


éSBL\SNC£SK%S1!<%6!<S,F~SkSHSASPS=S&SGSOS"S5S*S9S, !"¿ (B 
¿$B$%*$:$=$s$J$3$H$K$O$SJ$i$J$$$G$7$g$&!# (B 


>> 2SB! !S&SASOSSS*S@SKz (BWindows¿$B4D6-SrI|51$5$;$F$28;Ss!#; (B 
>> ¿$B!!$b!<!"$a$s$I$/$5$/$F (B(%%; 

>> ¿$B!!¿ (B 

> 
>¿SBSaSsSIS/S5$S$$SSGS9ShSM!#%S%s%9%H!<%k$C$F;-4VŠ$+Š$S+Š$SkS7!#! 1 (B 


CD-R ¿SB$K<+J, $N4D6-$r!"%$%s%9%H!<%k%=%U%H$4$H>F$-9~$s$G$7$^$&z (B 
¿SBSH$SS&J)K1$,$"$3j$2$S91#$S"$HSOSG!<%?$r¿(BMO¿$BS+SiI|3hS5$;SkS@S$1!#¿ (B 
¿SB!JS3SN¿ (BCD ¿$B$r:n$k$N$,$^$?BgJQ$J$s$G$9$, $M$'!Kz (B 


Net Yarouze! Beginner's Forum Leader 
RedBug redbug@fsinet.or.jp 
beginners@FL.scei.co.jp 
—-MESSAGE FILE 23198 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000471html.html 


--MESSAGE FILE 23199 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000472html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: KAWAKAMI Naoki <knao@kw.netlaputa.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 10 Sep 1997 00:37:32 +0900 

Organization: NETLAPUTA dial-up user. 

Lines: 1 

Message-ID: <5v3qm9S$lq2@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.208.194.241 
Mime-Version: 1.0 (generated by tm-edit 7.105) 
Content-Type: text/plain; charset=ISO-2022-JP 
X-Newsreader: Gnus v5.4.32/Emacs 19.34 


¿SB%F%9%H;¿ (B 
—-MESSAGE FILE 23199 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000472html.html 


--MESSAGE FILE 23200 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000473html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: KAWAKAMI Naoki <knao@kw.netlaputa.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCUVULKSVtITwkTiVGJTk1ISBsoQg==?= (Re: test) 
Date: 10 Sep 1997 00:43:00 +0900 

Organization: NETLAPUTA dial-up user. 

Lines: 5 

Message-ID: <5v3r0eS$lq2@newsl.scei.co.jp> 

References: <5v3qm9$lq2@newsl1.scei.co.jp> 

NNTP-Posting-Host: 202.208.194.241 

Mime-Version: 1.0 (generated by tm-edit 7.105) 

Content-Type: text/plain; charset=ISO-2022-JP 

X-Newsreader: Gnus v5.4.32/Emacs 19.34 


KAWAKAMI Naoki <knao@kw.netlaputa.or.jp> writes: 


> ¿SB%F%9%H;¿ (B 
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2 SBSU%) Sm! <SN3F393H3 (B 
—-MESSAGE FILE 23200 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000473html1-.html 


--MESSAGE FILE 23201 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000474html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Wed, 10 Sep 1997 19:52:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <5v5ucmSocd@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <S5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
.յք» <5uos57$90d@newsl.scei.co.jp> <3413329B.73860DE5@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34167BF3.7264@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 


what wrote: 


> ¢SB=kS=S&SGS9ISM! #2 (J (*%_%;7 ESB! !¢ (J 


£$B!!%9%T!<%I=PS7SFS1SP!"??2FSGSb$=$ &=k$/SOSTSSSGS9Sh! Ք: (J 
¢$B! !=BBZSKSOS*SkSH; ` SKS*S9¢ (J (¿$B>P¿ (J) 
£$B!!FCSK!"6uNd! "L}Nd% (3s%8%s<VSO! #3 (J 

> ¢~SBS-SCSHKI6q!J!) !KSrGcS&6b$, $I$$$s$G$7$g$&!#!!¿ (J 


¿SB!!SUSQ@SsCeSG>hS1S$S?S[S&S,5$93Z$SGS9S+Si!"¿ (J 
¿SB!!5S;)SOSoS+SiSsSGSbSJSSSGS9!#¿ (J 


ESB! !SGSb#3#0G/A0SHSO0cSE&STSIS! !&!&! &SCSFS*S@A8S*S1ISFS*S;S$s$,¢(I(%%; 


> ¿SB#C#DSOJ,2r$Š7SFSb62S$S/SJS5$S=$&SGS9SM!#SdSCSOSJEEOS5SNLdB3jJS+SJ!#!!¿ (J 


¿S$B!!$?$7S$S+¿ (JCD; SBSN>19g!"M-8z<MDx5wN%2 (J (¿$B>P¿ (J) SBS, #1%; %SSADXEYS@SCS?SH;WSSS*S 
9!# (J 


> ¿SBSšSaSsSIS/S5$$SGS9ShSM!#%S%SsS9%SH!<%kS$SCSŠF;-4VS+S+Š$SkS7!#!!¿ (J 


éSB!!¢ (UTIMUTIL.EXE¿SBSr;HS&I,MWS, $"$K$N$G¿ (J 
¿SB!!S$S=SmS=SmSSSs%S9%SH!<%kS7SJSSSH!&!&!&!#¿ (J 
¿$B!!¿ (JWindows3.1¢SBS@S1SKS7SHS3S&! #2 (J 


> ¢SB=$M} $K=P$7$?$s$G$9!#Sb$7$+$7SF=S$M} $K=P$; SPS"SN#H#D#DS xr: FA8SGS—SkSNz (J 
> ZSBS@SmS&S+!) $=S&S$S (SP¥m! ՀՍՏ) !<3*SCSHSHS+S$$ES=ZUSHS, $"$C$?$h$&SJ; (J 
> ESBSSSbS9SkSI! #2 (J 


é5B!!om!<S1SYSk%SU%) !<S*°SCS?SO!"B8ESSS*S6!<%S\!<SISOz (JBIOS2 SBSG; }SCSFS?S$ 42 (J 
ESB! !S7S*°S9SHSM! #3=SUSHSGSASCSFS/S1SkSdSDSOSI$3$G<jSKF~SkSsS$GS7SgS&! #2 (J 
—-MESSAGE FILE 23201 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000474html. html 


--MESSAGE FILE 23202 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000475html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: Lotus one two three 

Date: Wed, 10 Sep 1997 19:53:53 +0900 
Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <5v5ueqSocd@newsl.scei.co.jp> 
References: <337F350C.4CD4@netcomuk.co.uk> 
Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.114 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34167C39.5227@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Michael Awosika wrote: 
> 


> This is just to test the email from here is cold scotland 


éSB!!¢(Jjapan 
—-MESSAGE FILE 23202 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000475html. html 


--MESSAGE FILE 23203 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000476html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: =?iso-2022-Jjp?B?GyRCQjw+ZTwhTTobKEo=?= <ebisuł@ceres.dti.ne.jp> 
Newsgroups: playstation.ny.test 

Subject: Tsugio 

Date: Tue, 23 Sep 1997 01:09:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <34269820.7888@ceres.dti.ne.jp> 

NNTP-Posting-Host: 202.216.230.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; I) 


¿SB=iSaSFS$S@S+SiSF%S9%SHS7SHS3SC¿ (J 
--MESSAGE FILE 23203 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000476html.html 


--MESSAGE FILE 23204 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000477html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Tsugio <ebisu@ceres.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUYLOSVIGyhK?= 

Date: Tue, 23 Sep 1997 01:58:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <3426A3AE.7C3F@ceres.dti.ne.jp> 

NNTP-Posting-Host: 202.216.230.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


ESBSFSISHSFS9ISHE (J! ! 
¿SB%S$FS9SH%SF%S9SH¿ (J! ! 
¿SB%SFS9SH%SF%S9SH¿¿ (J! ! 
¿SB%SFS9SH%SF%S9SH¿¿ (J! ! 
¿SB%SFS9SH%SF%S9SH¿¿ (J! ! 
¿SB%SFS9SH%SF%S9SH¿¿ (J! ! 
¿SB%SFS9SHSF%S9SH¿ (J! ! 
¿SB%SFS9SH%SF%S9SH¿¿ (J! ! 
--MESSAGE FILE 23204 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000477html.html 


--MESSAGE FILE 23205 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000478html.htm 
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to be picked up on the Monday but wasnt until Thursday, and 
now a WEEK LATER, it STILL IS NOT BACK!!! 


What kind of service is this? I am SERIOUSLY considering 
returning the whole unit for a full refund. 


Has anyone else had any kind of problem or know of where I 
can complain further? I'm not letting this pass without them 
knowing how hacked off I am (not that I guess it'll make much 
difference). 


Graham 


—-MESSAGE FILE 2445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01148 


—-MESSAGE FILE 2446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001149 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony's repair policy 

Date: Fri, 12 Jun 1998 19:52:53 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35817905.5D577A41@ndirect.co.uk> 
References: <6lrnsf$s9812@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-57.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Graham <nospam@com> 


Graham wrote: 


I dont know if this has been discussed here before, but I'm 
currently going through the "painful" process of getting my 
Yaroze system repaired. 


Not long after I got it, the left controller itself developed a 
problem whereby it wouldnt go left. It was a fault with 
the controller itself, the Yaroze PSX worked fine. 


I went through the correct procedure to get it returned, by 
filling out the form etc, but the INSISTED that they have 
the ENTIRE unit back!!! 


They promised it would be back within 48hours. It was due 
to be picked up on the Monday but wasnt until Thursday, and 
now a WEEK LATER, it STILL IS NOT BACK!!! 


What kind of service is this? I am SERIOUSLY considering 
returning the whole unit for a full refund. 


Has anyone else had any kind of problem or know of where I 
can complain further? I'm not letting this pass without them 
knowing how hacked off I am (not that I guess it'll make much 
difference). 


VVVVVVVVVVVVVVV VV VV VV VV VV 


Graham 


I had a problem with my Grey PSX, and Sony sent a courier round with a 

new (well, re-conditioned) PSX, who also took away my dead one. In this 
case they replaced the whole lot, and not just the faulty part. I guess 
this is a Sony policy. But if Sony promise 48hrs and it's now been over 
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1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Lib20(Sugawara)" <tit@ppp.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 23 Sep 1997 06:01:37 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <0Olbcc70f£$7a033a40SLocalHost@Libretto20.ppp.bekkoame.or.jp> 
NNTP-Posting-Host: 202.210.128.87 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¢ $B: G6aJQSISNSGSFS9SHE (J 
—-MESSAGE FILE 23205 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000478html. html 


--MESSAGE FILE 23206 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000479html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Shusuke Tsunoo" <tunoo@qa2.so-net.or-jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 23 Sep 1997 08:04:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bcc7f7$2b7d1b00$10ea84d2@tunooqa2> 
NNTP-Posting-Host: 210.132.234.16 

X-Newsreader: Microsoft Internet News 4.70.1157 


test 
—-MESSAGE FILE 23206 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000479html.html 


--MESSAGE FILE 23207 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000480html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: BOW2 <hyaku@ka2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJECkKOSEQJECkKOSEgGyhK ?= 

Date: Wed, 24 Sep 1997 05:09:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <3428220C.2243E0D6@ka2.so-net.or.jp> 

NNTP-Posting-Host: 202.229.177.130 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; 1) 

X-Priority: 3 (Normal) 


¿S$B4VOc$S$S!*!*¿(J 
¿SBSFS9SFS9¿ (J 


¿SBSISISISNS[¿ (J 


--MESSAGE FILE 23207 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000480html.html 


--MESSAGE FILE 23208 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000481html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0o-2022-jp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Wed, 24 Sep 1997 17:49:00 +0900 

Organization: PlayStation Net Yarouze 

Lines: 18 

Message-ID: <60akcoS6to@newsl.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
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scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <SumbvhS$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
.յք» <5uos57$90d@newsl.scei.co.jp> <3413329B.73860DE5@tau.bekkoame.or.jp> <5v5ucmSoc 
d@newsl.scei.co.jp> <34187B40.74D4D20D@tau.bekkoame.or.jp> <5vb7u5$la2@newsl.scei.co 
.յք» <341DBC04.87573020@tau.bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3428D3F9.2D59@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"Sj4S*S9! #3 (J 
what wrote: 
> ESBM7SVSISi: #SNS&SASGSISM! #3 (J 


$B! ! 9bSSGcSSI*$9SkSNSb: #SNS&SASGS9SM¿ (JU (“ ; 


> ¿SBSSSSSGS9SM!"S (S"SPSC%/IUS—-SNI~! #S$GSb! "STSN=V4VH/FOS9SKSNSGS7S$g$&!) !!le(d 


¿SB!!%[!<%S`%SZ!<%8Sb65S (SFSHSiSCS?SsSGS9S, !"8+SkAOSK#U#R#LS LK: S1S*S7S 2?! #2 (J 
é$B!!S?SVSs!"2?S+%; 38%5!<SH7TRSSSG!"SPS3S%S/SK>W7bS, $+S+SCS?SiH/FOSISKSNSGSO! #¢ (J 


> ¢SBD6@\6a@oSrSS$SIS* SNSGS9S+!) #C#DSr%U%S5S9SS! <SNSHS&SKEFS2$527T}$, 6/S=SE! #2 (T(*_*) 


ESB! !%_3N%U%S9%—!<N3;RSrSPSiS*S$SFS*S—-S*S9¢ (Մ(չՏ8»Ք: (J) 
—-MESSAGE FILE 23208 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000481htm1l.html 


--MESSAGE FILE 23209 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000482html1.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!newsl.scei.co 
. Jp! root 
From: root@paprika.noc.intec.co.jp (Charlie &) 
Newsgroups: playstation.ny.test 

Subject: gnus posting test 

Date: 25 Sep 1997 11:44:28 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 
Distribution: all 
Message-ID: <ROOT.97Sep25204428@paprika.noc.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.3 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<B$GS9!#¿ (B 


gnus 2S$B$+SiSNEJIFSFS9SHSGS9! #2 (B 
# ¿SB=tHLSN;v>p$G!"¿ (Bwin95 ¿$B$+$i8+$i$1$J$/$J$C$F$7$^$C$?; (B... 


<minoru@isl.intec.co.jp> 
-—-MESSAGE FILE 23209 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000482html1. html 


--MESSAGE FILE 23210 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000483html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!newsl.scei.co 
-jp!minoru 
From: minoru@paprika.isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.test 

Subject: Re: gnus posting test 

Date: 25 Sep 1997 11:57:55 GMT 

Organization: INTEC Systems Laboratory inc. Ltd., Toyama, Japan 
Lines: 6 

Distribution: all 

Message-ID: <MINORU.97Sep25205755@paprika.isl.intec.co.jp> 
References: <ROOT.97Sep25204428@paprika.noc.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.3 
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In-reply-to: root@paprika.noc.intec.co.jp's message of 25 Sep 1997 11:44:28 GMT 


cqz03222 ¿$B$N>>K\¿ (B ¿$B<B$G$9!#¿ (B 


¿SBS5SCS-%SF%9SHEjJ9FS7S2; SN (B From ¢SBS,4V0cSCSFSSS“*S7S?! #2 (B 
¿SB:#EYSO!)¿ (B 


<minoru@isl.intec.co.jp> 
—-MESSAGE FILE 23210 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000483html1.html 


--MESSAGE FILE 23211 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000484html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!newsl.scei.co 
-jp!minoru 
From: minoru@isl.intec.co.jp (Minoru Matsumoto) 
Newsgroups: playstation.ny.test 

Subject: test 
Date: 25 Sep 1997 12:03:46 GMT 

Organization: INTEC Systems Laboratory inc. Ltd., Toyama, Japan 
Lines: 7 

Distribution: local 

Message-ID: <MINORU.97Sep25210346@paprika.isl.intec.co.jp> 
NNTP-Posting-Host: 202.226.28.3 


cqz03222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 


ESBS*SQSTSaSSSSL>S, S*S+S7SSSGS9SM! #3 (B 
--MESSAGE FILE 23211 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000484html1l.html 


--MESSAGE FILE 23212 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000485html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Yasushi Hashimoto <yasushi@scc-kk.co.jp> 

Newsgroups: playstation.ny.test 

Subject: Writing Test 

Date: Fri, 26 Sep 1997 15:20:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <342B5422.5D1B@scc-kk.co.jp> 

NNTP-Posting-Host: 203.137.182.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


2 $B=q$-9~$_%F%9ZHCESGS9! #2 (J 
-—-MESSAGE FILE 23212 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000485html.html 


--MESSAGE FILE 23213 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000486html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI1AJUyN31IzI7YEsOGyhK?= 

Date: Sat, 27 Sep 1997 08:07:22 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <342C4029.8EDFBB6@tau.bekkoame.or.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
.յք» <5uos57$90d@newsl.scei.co.jp> <3413329B.73860DE5@tau.bekkoame.or.jp> <5v5ucmSoc 
d@newsl.scei.co.jp> <34187B40.74D4D20D@tau.bekkoame.or.jp> <5vb7u5$la2@newsl.scei.co 
.յք» <341DBC04.87573020@tau.bekkoame.or.jp> <60akcoS6to@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.210.134.86 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¢S$B!!9bSSGcSSI*S9SkKSNSb: #SNS&SASGS ISM; (J (%%; 
> ¿$B!!¿ (J 
> ¿$B!!¿ (J 


éESBS=S&SCS9SM!"<VSHS+2HSHS+!"2HB2S SsSJISG; HS&SbSNSJSi4?7°S5S1SkSNSGS7SgS&S, !"<qL#ŞNE 
(J 
ESBSHSNSOSIS+$IS$+Gc$ ($IŞ$$S$ŞG$7$g$&ŞM!#¿ (J 

ESBS*G/6LS r<t+M3$K; HSoS7SFSbSiS ($I$+$C$?;R6!$N:"$r; W$$=P$7$^$9!#¿ (J 
¿$B!!¿ (J 


> ¿SB!!%S[!<%`%Z!<%8Sb65S (SFSbSiSCS?SsSGS9S, !"8+SkAOSK#U#R#LSrK:S1S*°S7S?! #2 (J 

> ¿SB!!S$S?SVSs!"2?2$S+%;%s%S5!<SH7RS$$SG!"%P%SS%S/SK>W7bS,$+S$S+SCS?SiH/FOS9SkS$SNSGSO!#¿ (J 
> ¿$B!!¿ (J 

> ¿$B!!¿ (J 


¿ $BCOLL$H$N>WFM$KHw$ ($k$ ?SaSNSbSNSJSsS$G$7$g$&$M! ) COLLS$KC!$-IUS1SiS1SFS$+SiH/FOS7SFSb¢ 
(J 
ESBCYSSS7!"SdSCSQSjSP3$%S/SN>W7bSrSAS'SCS/SISKSNS+! Էչ (J 


ESB! !¢ (J 
ESB! !e(J 
> ¢$B!!%_%N%US9%—!<N3; R$r$P$i$^$$$F$*$-$^$9; (J (¿SB>P¿ (J) 


¿SBS&!"SIS&Sb:G6a2<N!S.S_S@SH;WSCS?SiS3S1S,860xS+!#!JIw<YS@Sm!K; (J 
¿SB!!¿ (J 


2SBGHF | $N%Q%=%3%sSN=SM} BeSO#5K | 1_6a$/S$+S$+SCSFS7S*SSS*S7S$2! #3 (J 
¿SB%$O!<%$I%SG%#%9%/$r8r49$7$?$@$1$JSN$SK¿ (J (T_T) ¢$B! #2 (J 
¿SB$fSk$;$s!"#N!(#C%$5!<%S%$9%;%s%?!<!*; (J 

¿SB!!¿ (J 


--MESSAGE FILE 23213 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000486html.html 


--MESSAGE FILE 23214 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000487html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP ?B?GyRCJEYkOSRIGyhK?= 

Date: 27 Sep 1997 00:56:33 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <60h1k1Sevj@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.191.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2 SB5W! 9SNSFS9SH! #2 (J 


(*‘-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 23214 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000487html. html 


--MESSAGE FILE 23215 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000488html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Tsugio <ebisu@ceres.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1s0-2022-jp?B?GyRCJUYLOSVIISI1LRiU5JUgbKEo=?= 

Date: Sat, 27 Sep 1997 12:35:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <342C7F17.DEE@ceres.dti.ne.jp> 

NNTP-Posting-Host: 202.216.230.77 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja]C-KIT (Win95; 1) 


2 SBSF%9%HSG$93 (J 
—-MESSAGE FILE 23215 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000488html. html 


--MESSAGE FILE 23216 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000489html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jJp?B?GyRCI1AJUyN3I1zI7YEsOGyhK?= 

Date: Sat, 27 Sep 1997 21:54:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 22 

Message-ID: <60ivth$g44@newsl1.scei.co.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <S5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68$ncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
.յք» <5uos57$90d@newsl.scei.co.jp> <3413329B.73860DE5@tau.bekkoame.or.jp> <S5v5ucmSoc 
d@newsl.scei.co.jp> <34187B40.74D4D20D@tau.bekkoame.or.jp> <5vb7u5$la2@newsl.scei.co 
-jp> <341DBC04.87573020@tau.bekkoame.or.jp> <60akcoS6to@newsl.scei.co.jp> <342C4029. 
8EDFBB6@tau. bekkoame.or.jp> 

Reply-To: kouzou@ymg.urban.or.jp 

NNTP-Posting-Host: 202.231.136.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <342D0212.6608@ymg.urban.or.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


what wrote: 

> ¢~SBS=S&SCS9SM!"<VSHS+2HSHS+!"2HB2S_ SsSJISG; HS&SDSNSIJSi4?7*°S5SISKSNSGS7SgSE&S, !"<qL#$ 
Ng (J 

> ¿SBSbSNSOSJS+SJS+GcS (SISSSsSG$7$g$&$M! #2 (J 


¿SB!!SPSS%S/SJSsS+S@SH!"GcSCSFSb>h$;SFSbSiS(S$JS+SCS?SjS9SkShS&SGS9¿ (JT (¿SB>P¿ (J) 


> ~SBCOLLSHSN>WFMSKHwS ($k$?SaSNSbSNSISSSGS7Sg$&SM! ) COLLSKC! $S-IUS1SiS1S$F$+SiH/FOST7SFS 
be (J 
> eSBCY$$$7!"$d$C$05J%P%S%/SN>WTbŠr%A%'%C%/$9$K$N$+!#; (J 


4581 !<g$KCOLL$G$7$g$&SM! #z (J 
2$B!!A4<4j$, BG7?3H%i%C%/SHS+S@SH! "SSS+SK% (&"šP%C%0%9!<%DSrCeSFSSSFSb; (J 
2$B!!S$@SaS=S&SGCS9! #4 (J 


> ¢SB@hF | $N%Q%=33%s$N=$M} BeSO#5K|1_ ԱԱ $$$^$7$?! #2 (J 
> ¿SB%SO!<%SI%SG%S#%9%/Sr8r49S7S?S@S1SJSNSK¿ (J(T_T)¿$B!# (J 
> ¿SBSfSkS;Ss!"#N!(#C%5!<%S%9%;%s%?!<!*;¿ (J 


¿SB!12?¿ (JMB SBSN¿ (UHDD¿ SBSGS9S+!)¿ (J 
éSB!!¢ (J2GB¿SBSHS7SFSb!"7k9=9)DBS+S$S+S$SCSFS=S&SGS9SM;¿ (7(՞՞չ 
—-MESSAGE FILE 23216 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000489html.html 


--MESSAGE FILE 23217 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000490html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJCokXiQxJTMhPCVKITwbKEo=?= 

Date: Sat, 27 Sep 1997 21:55:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 82 

Message-ID: <60ivviSg44@newsl.scei.co.jp> 
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Reply-To: kouzou@ymg.urban.or.jp 
NNTP-Posting-Host: 202.231.136.59 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <342D0253.77AF@ymg.urban.or.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!!12KSJ?MSO4X?t%S]SSSSS?SNS ee HS&J)<0SK;¿ (J 
SSB! !D>S7SFM7SsSG$/S@S5852 (J ¿SB>P¿ (J) 
¿$B!!¿ (JatanzgSBSN% Ale o eC Ga ԱՐԱՆ 


int GetAngle( long dx, long dy ) { 
unsigned int index = 0; 


int angle; 
int distance; 


if ( dx == ) í 
if (dy < O ){ 
return (192); 


return (64); 


if ( dx < 0 ){ 
return (128); 


return (0); 


if (dy <0 ){ 


index |= 4; 
dy = - dy; 
} 
if ( dx < 0 ){ 
index |= 2; 
dx = -dx; 
} 
if ( dx < dy ) index |= 1; 
switch ( index ) { 
case 0:{ 
angle = atan_tbl[ (dy<<8)/dx ]; 
(02 Ff. 
break 
} 
case 1:{ 
angle = 64 - atan_tbl[ (dx<<8)/dy ]; 
/* 1 */ 
break 
} 
case 2:{ 
angle = 128 - atan_tbl[ (dy<<8)/dx |: 
[RAB TY: 
break 
} 
case 3:{ 
angle = 64 + atan_tbl[ (dx<<8)/dy ]; 
ER 22%. 
break 
} 
case 4:{ 
angle = 256 - atan_tbl[ (dy<<8)/dx |: 
LRT ORS 
break 
} 
case 5:{ 


192 + atan_tbl[ (dx<<8)/dy ]; 


i) 
թ) 
Q 

= 
Փ 
վ 
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/* 6 A 
break; 
} 
case 6:{ 
angle = 128 + atan_tbl[ (dy<<8)/dx ]; 
/" 4 */ 
break; 
} 
case 7:{ 
angle = 192 - atan_tbl[ (dx<<8)/dy ]; 
[ROS AES: 
break; 
} 
} 
return ( angle ); 


} 
—-MESSAGE FILE 23217 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000490html1 html 


--MESSAGE FILE 23218 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000491html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "Shusuke Tsunoo" <tunoo@qa2.so-net.or-jp> 

Newsgroups: playstation.ny.test 

Subject: test2 
Date: 28 Sep 1997 14:04:57 GMT 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <01bccc17S60cea200Sc9ea84d2@tunooqa2> 
NNTP-Posting-Host: 210.132.234.201 

X-Newsreader: Microsoft Internet News 4.70.1157 


test2 
Shusuke Tsunoo tunoo@qa2.so-net.or.jp 
--MESSAGE FILE 23218 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000491html.html 


--MESSAGE FILE 23219 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000492html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: what <what@tau.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso0-2022-jp?B?GyRCI1AJUyN31zI7YEsOGyhK?= 

Date: Mon, 29 Sep 1997 08:10:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <342EE3CA.83679B3F@tau.bekkoame.or.jp> 

References: <5t78tvSanc@newsl.scei.co.jp> <33F8D56C.FAEA83D7@tau.bekkoame.or.jp> <5t 
epllSjgp@newsl.scei.co.jp> <33FB7676.AA343132@tau.bekkoame.or.jp> <5tm28tSrq3@news1. 
scei.co.jp> <34036B53.C9593640@tau.bekkoame.or.jp> <5uleilSblj@newsl.scei.co.jp> <34 
04B26A.EDEOBC16@tau.bekkoame.or.jp> <5uca68Sncc@newsl.scei.co.jp> <340DEDD9.342A3553 
@tau.bekkoame.or.jp> <Sumbvh$644@newsl.scei.co.jp> <340F3CA5.17515D1@tau.bekkoame.or 
.յք» <5uos57$90d@newsl.scei.co.jp> <3413329B.73860DE5@tau.bekkoame.or.jp> <5v5ucmSoc 
d@newsl.scei.co.jp> <34187B40.74D4D20D@tau.bekkoame.or.jp> <5vb7u5$la2@newsl.scei.co 
.յք» <341DBC04.87573020@tau.bekkoame.or.jp> <60akcoS6to@newsl.scei.co.jp> <342C4029. 
8EDFBB6@tau.bekkoame.or.jp> <60ivth$g44@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.210.139.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 

X-Priority: 3 (Normal) 


K.Tamura wrote: 


> ¢SB!!%P%3$%/STISSS+S@SH! "GcSCSFSb>hS$; ՏԲՏԵՏ15 (STS+S$CS?SjSISkShHS&SGS9z (J (¿SB>P¿ (J) 
:$B!!¿ (J 
88112 (J 


Vv 


¿SB; ~4VSb<+M3$K; HS ($J$/$J$k$s$G$9$h$M!"$3$1$, !#!!3 (J 
ESB! !e (J 
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> ¿$B!!¿ (J 

> 

Հ ¢SB!!<gSKCOLLSGS7SgS&SM! #3 (J 

> ¿$B!!AJj<j$, Bg7?SHSi%C%/SHS+SQSH! "SSS+SK% (3"SP$CS0S9!<SDS rCeSFSSSFSbz (J 
> gSB!!S@SaS=S&SGS9! #2 (J 

> ¿$B!!¿ (J 

> ¿SB!! (J 


¿SBBg72%H%i%C%/$SH$+S$SOSGS+S/SF62$SSSGS9SM!#$H%šis$C%/SGS"$1S@S1$SNGwNOS,S"SkSsS@S+Si!"$, 
(J 


¿S$B%s%@%`$G$b% (%$t%!%s%2%j%*%s$G$b5pBg$JSaS+$,<B:]SK;¿ (J 
ESBS"SCS?SiSIGWNOSGS7TSgGSESM! #3 (J 

¿SB!!¿ (J 

¿SB!!¿ (J 


> ¿$B!!2?¿ (JMB $B$N¿ (UHDD¿SBSGS9S+!)¿ (J 
> ¿$B!!¿ (U2GB¿SBSHS7$SFSb!"7k9=9) DBS+S+S$SCSFS=S&S$SGS9SM;¿ (J (*%; 


¿SB#11%S#6#G#BSGS9!#01=54V0J>e$+$+S$CS$?$S7!#8r49$SJSi<+J,$GS7S?S$SNSK!#;¿ (J 
¿$B!!¿ (J 


—-MESSAGE FILE 23219 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000492html.html 


--MESSAGE FILE 23220 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000493html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: beru@fa2.so-net.or.jp (katu) 

Newsgroups: playstation.ny.test 

Subject: tikamiti 

Date: Mon, 29 Sep 1997 22:16:58 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <19970929221658beru@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.145.168.109 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.020 


¿SBSFS9SH;¿ (B 
¿SB%SF%S9SH¿ (B 


ma-n. Hit TabKey to proceed to next form. 


¿SB%S+%D;¿ (B 
email:beru@fa2.so-net.or.jp 
homepage:http://wwwl.scei.co.jp/~b jw00717 
—-MESSAGE FILE 23220 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000493html.html 


--MESSAGE FILE 23221 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000494html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 30 Sep 1997 00:31:54 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <342FC9EA.8DB7D764@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


test,NetscapeCommunicator 
¿$B!!¿ (J 
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¿SB!!!!111111111111: (Մ gamer@FL.scei.co.jp 
¿$B!!!!!!!!!!¿ (J kazzyl68@fa2.so-net.or.jp 
¿SB!!1!!111111111111112 (J - kAZZY.sPECTER - 
¿SB!!¿ (J 


--MESSAGE FILE 23221 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000494html.html 


--MESSAGE FILE 23222 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000495html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy1l68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test2 

Date: Tue, 30 Sep 1997 00:34:44 +0900 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <342FCA93.13CEADEB@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


test,NC 

222 

ՀՏ 111111: (Մ NetYaroze Gamers'Forum Leader 
¿$B!111111111111111¿ (JU gamer@FL.scei.co.jp 
¿$B!!!!!!!!!!¿ (J kazzyl68@fa2.so-net.or.jp 
¿SB!!1!!111111111111112 (J - kAZZY.sPECTER - 
¿SB!!¿ (J 


--MESSAGE FILE 23222 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000495html.html 


--MESSAGE FILE 23223 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000496html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test2 

Date: Tue, 30 Sep 1997 00:40:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <342FCBFB.DB6FC218@fa2.so-net.or.jp> 

References: <342FCA93.13CEADEB@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


kAZZY wrote: 


SDJsisei) )' ($#]dskd?:FJFKJ## () ffdszs, sdfjdf45) ) #SWEQTSDVD=0t4ss 
faaaaaaaat4584) (R) #(S$Aa]A~ER=e;$B!!!!3¢(J ERI#0) 034 
(՞՞չչ 

> test,NC 

> 727237 

> 

> -- 

> ¿$B!!!!!!¿ (Մ NetYaroze Gamers'Forum Leader 

> ¿SB!!!1!11111111!!!!!; (J gamer@FL.scei.co.jp 

> ¿$B!!!!!!!!!!¿ (Մ kazzyl68@fa2.so-net.or.jp 

> ¿SB!!!!111111111111112 (J - kAZZY.sPECTER - 
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> ¿$B!!¿ (J 

¿SB!!!!: (J 

¿$B!!!!!!¿ (J NetYaroze Gamers'Forum Leader 
¿SB!!!!111111111111: (Մ gamer@FL.scei.co.jp 
¿$B!!!!!!!!!!¿ (J kazzyl68@fa2.so-net.or.jp 
¿SB!!1!!111111111111112 (J - kAZZY.sPECTER - 
¿$B!!¿ (J 


--MESSAGE FILE 23223 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000496html.html 


--MESSAGE FILE 23224 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000497html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test - Alfa . Tango - 

Date: Tue, 30 Sep 1997 00:44:11 +0900 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <342FCCCB.81AC72BD@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; I) 
X-Priority: 3 (Normal) 


SH) $,ADSD#E;df:]{ AADFW30r/;:d(Eid; (՞՞չ:: 


dfsdf () RFEj|dffdsv) ()D(F¿$B!!!!¿ (J SDFOI S234e)F)ED;/. 
test, 

¿$B!!!!!!¿ (Մ NetYaroze Gamers'Forum Leader 
¿SB!!!!111111111111: (Մ gamer@FL.scei.co.jp 
¿$B!!!!!!!!!!¿ (J kazzyl68@fa2.so-net.or.jp 
¿SB!!!!11111111111111: (J - kAZZY.sPECTER - 

ESB! !¢ (J 


--MESSAGE FILE 23224 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000497html. html 


--MESSAGE FILE 23225 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000498html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test - Bravo . Tango - 

Date: Tue, 30 Sep 1997 00:46:27 +0900 

Organization: PlayStation Net Yarouze 

Lines: 25 

Message-ID: <342FCD53.EBCAD471@fa2.so-net.or.jp> 

References: <342FCCCB. 81AC72BD@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [ja] (Win95; Լ) 
X-Priority: 3 (Normal) 


kAZZY wrote: 


TEST, , 

> $H)$,ADSD#E;df£:]{ AADFW30r/;:d(Eid; (*%;;; 

> dfsdf () RFE}|dffdsv) ()D(F¿$B!!!!¿ (J SDFOI S234e)F)ED;/. 
> 

> test, 

> 
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a week, then I'd get on the phone and hound them until you get it back - 
and working! 

IMHO you'll probably have a harder time getting a refund then you will 
getting a new machine. And surely you don't want to give up your Yaroze 
for good? I love the Yaroze so much, I'm thinking about buying the 
company! :) 


Herbs 


—-MESSAGE FILE 2446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01149 


—-MESSAGE FILE 2447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001150 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: Re: [Q] How to remove the "Interlaced-Line"...? 

Date: Fri, 12 Jun 1998 21:33:36 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6lrvqc$s9813@chuka.playstation.co.uk> 

References: <6l1p9uhS$s984@chuka.playstation.co.uk> <3580DFB0.FBD40D4A@scee.sony.co.uk 
> 
NNTP-Posting-Host: amf1186.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:360 scee.yaroze.freetalk.english 
21150 scee.yaroze.programming.2d_graphics:395 


>> Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
>> annoying (dashed) line at the top of my screen. I use the 

>> GsSortClear-function to clear the screen before drawing and I set my 
Display 

>> Buffers to respectively (0,0) and (512,0). Am I missing something 
here...? 

> 

>In Interlaced mode, the display buffers should be set to the _same_ 
>address. The GPU will automatically 'skip"' every other line when drawing 
>in interlaced mode, so it doesn't matter that the two buffers are 
interleaved. 

> 

>Cheers, 

> 

>James 


Thanx! That did the job... 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 2447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01150 


—-MESSAGE FILE 2448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001151 

Path: chuka.playstation.co.uk!news 

From: philg <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Anyone entering the GDUK competition? 
Date: Fri, 12 Jun 1998 21:02:39 +0100 
Organization: philg@easynet.co.uk 

Lines: 22 

Message-ID: <35818955.7815668@easynet.co.uk> 
Reply-To: philg@easynet.co.uk 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 
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> -- 

> ¿$B!!!!!!¿ (J NetYaroze Gamers'Forum Leader 

> ¿SB!!!!111111111!111: (Մ gamer@FL.scei.co.jp 

> ¿$B!!!!!!!!!!¿ (Մ kazzyl68@fa2.so-net.or.jp 

> 2581 11111111 111111 1117 (Մ - kKAZZY.sPECTER - 

> ¿$B!!¿ (J 

ESB! 1112 (J 

¿$B!!!!!!¿ (Մ NetYaroze Gamers'Forum Leader 

ՀՏՏ 11111111 11 Ո Ո 1117 (Մ gamer@FL.scei.co.jp 

¿SB!!!!1!!111: (J kazzyl68@fa2.so-net.or.jp 

¿SB!111111111111111!!; (Մ - kAZZY.SPECTER - 

¿SB!!¿ (J 

--MESSAGE FILE 23225 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000498html.html 
--MESSAGE FILE 23226 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000499html.htm 
1 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: kAZZY <kazzy168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test - Bravo . Tango - 

Date: Tue, 30 Sep 1997 00:48:20 +0900 

Organization: PlayStation Net Yarouze 

Lines: 453 

Message-ID: <342FCDC4.5EA7F8E6@fa2.so-net.or.jp> 

References: <342FCCCB.81AC72BD@fa2.so-net.or.jp> <342FCD53.EBCAD471@fa2.so-net.or.jp 
> 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" C5628ECODFCCB165E3695B60" 
X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


This is a multi-part message in MIME format. 
C562 8ECODFCCB165E3695B60 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
Content-Transfer-Encoding: 7bit 


kAZZY wrote: 


> kAZZY wrote: 

> 

> TEST 7, 

> 

> > $H)$,ADSD#E;df:]{ AADFW30r/;:d(Eid; (**%;;; 
>> dfsdf () RFE}|dffdsv) ()D(F¿$B!!!!¿ (J SDFOI S234e)F)ED;/. 
>> 

> > test, 

>> 

> > -- 

> > ¿$B!!!!!!¿ (J NetYaroze Gamers'Forum Leader 
> > 2:58: 11 11111111 11117 (J gamer@FL.scei.co.jp 
> > ¿SB!!!!!!1!11: (Մ kazzyl68@fa2.so-net.or.jp 
> > ¿$B!!1111111111111111: (J - kAZZY.sPECTER - 
> > ¿$B!!¿ (J 

> 

> :581 1112 (J 

> 

> <= 

> ¿$B!!!!!!¿ (J NetYaroze Gamers'Forum Leader 

> 25811111 1 11111111 117 (Մ gamer@FL.scei.co.jp 

> 25811111 111112 (Մ kazzyl68@fa2.so-net.or.jp 

> 2581 11111111 111111 1117 (Մ - kKAZZY.sPECTER - 

> 258112 (Մ 


ESB! 111 (J 
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¿SB!!!!111111111111: (Մ gamer@FL.scei.co.jp 
¿$B!!!!!!!!!!¿ (J kazzyl68@fa2.so-net.or.jp 
¿SB!!1!!111111111111112 (J - kAZZY.sPECTER - 
ESB! 1: (J 


C5628ECODFCCB165E3695B60 
Content-Type: image/gif; name="seal_mark_p.gif" 
—-MESSAGE FILE 23226 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000499html. html 


--MESSAGE FILE 23227 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000500html.htm 
als 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: kAZZY <kazzyl168@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test - Delta . Tango - 

Date: Tue, 30 Sep 1997 01:02:52 +0900 

Organization: PlayStation Net Yarouze 

Lines: 73 

Message-ID: <342FD12C.5969CA82@fa2.so-net.or.jp> 

References: <342FCCCB.81AC72BD@fa2.so-net.or.jp> <342FCD53.EBCAD471@fa2.so-net.or.jp 
> <342FCDC4.5EA7F8E6@fa2.so-net.or. յք» 

NNTP-Posting-Host: 210.132.170.40 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" F750035D06100C6C706E1B74" 
X-Mailer: Mozilla 4.01 [ja] (Win95; I) 

X-Priority: 3 (Normal) 


F750035D06100C6C706E1B74 
Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


kAZZY wrote: 
ESBSFS9SH!"SFSOSH!"SFS9SH! "SFS9SH¢ (J 


ESBS8% 
E$BS8% 
* 3SB%O% 


C%/¿ (J 
s¿ (J 
s%D¿ (J 
¿$B!!¿ (J 


1. ¿S$SB?MSN@S$S$N@8$-71$rS$9$9$3j3¿ (J 
2. ¿SBITT?SJ0-9T; 0Kf;¿ (J 
3. ¿SB=9$SIbQ$$N54$rB`<#$F$/S1$Sh$&FR<!O:!JOc$&$CSF¿Á(J!!¿S$B!K; (J 


¿SB#F#i#n¿ (J 


¿$B!!!!!!¿ (J NetYaroze Gamers'Forum Leader 
¿$B!!!1!!11111111111¿ (J gamer@FL.scei.co. jp 
¿$B!!!!!!!!!!¿ (J kazzyl68@fa2.so-net.or.jp 
¿SB!!1!!111111111111112 (J - kAZZY.sPECTER - 
¿SB!!¿ (J 


F750035D06100C6C706E1B74 
Content-Type: text/html; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 


<HTML> 

kAZZY wrote: 

<BR>2SBSFS9SH!"3 (J<B>zSBSFS9SH!"3z (J<I>zSBSFS9SH!"z (J<U>zSBSFS9SH; (J</U></I></B> 
<BR> 

<HR WIDTH="100%"> 

<UL> 

<LI> 

E$BS8%SC%C%/z (ՄՀ/ՆԼ» 


<LI> 
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¿SB%$8%c%s¿ (J</LI> 


<LI> 

ESB%O%SSs%Dz (J</LI> 

</UL> 

&nbsp; 

<OL> 

<LI> 
ESB?2MSN@SSNQ@8S-71Sr$9S$9S54¢ (J</LI> 


<LI> 
ESBITT?$J0-9T; OK£z (J</LI> 


<LI> 
éESB=9SSTb@SSN54SrB° <#SFS/S1ShS&FR<!0:!J0cS&SCSFe (J! !¢SB!Kze (J</LI> 
</OL> 


HR WIDTH="100%"> 
BR>¿SB#F#i#n;¿ (J 


= 
ԵՍ 
Vv 
| 
| 


BR>¿$B!!!!!!¿ (J NetYaroze Gamers'Forum Leader 
Ց8Ք»:5811 11111111 111111: (J gamer@FL.scei.co.jp 
ՏՔ»:5811 11111111 (J kazzyl68@fa2.so-net.or.jp 
ԹՔ»:581111 1111 117111 117111 (Մ - kAZZY.sPECTER - 
BR>¢$B!!¢ (J</HTML> 


AAAAAAAA 


F750035D06100C6C706E1B74-- 


--MESSAGE FILE 23227 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000500htm1. html 


--MESSAGE FILE 23228 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000501html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!sada 

From: sada@so-net.or.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: 4 Oct 1997 08:21:19 GMT 

Organization: Nova 

Lines: 2 

Message-ID: <614u9vS6uf@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.210.77 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


test 


—-MESSAGE FILE 23228 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000501html1l. html 


--MESSAGE FILE 23229 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000502html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!sada 

From: sada@so-net.or.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 4 Oct 1997 08:39:43 GMT 

Organization: NY 

Lines: 11 

Message-ID: <614vcfS6up@newsl.scei.co.jp> 

References: <614u9vS$6uf@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.210.147 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


¿SBJV?. SN%$F%9%H¿ (B 
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In article <614u9vS6uf@newsl.scei.co.jp>, sada@so-net.or.jp says... 
> 


>test 


ESBSHS3SmS$G!"3 (Btest ¿$B$H¿ (B test-int zSBSNOcSSSCSF!) չ (8 
ESBSISASiSGSbSF%9SHe (BOK: SB!) չ (B 


¿SB2<Bg1`¿(B ¿SBDg42¿ (B (sada@xa2.so-net.or. jp) 
—-MESSAGE FILE 23229 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000502html.html 


--MESSAGE FILE 23230 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000503htm1l.htm 
als 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "Kikkawa" <kk@ro.bekkoame.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test test 

Date: 7 Oct 1997 15:26:41 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <0Olbcd332$a033b4e0Sb8c8e7ca@kohji> 

NNTP-Posting-Host: 202.231.200.184 

X-Newsreader: Microsoft Internet News 4.70.1157 


test test 
-—-MESSAGE FILE 23230 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000503html1.html 


--MESSAGE FILE 23231 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000504html.htm 
il; 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Teacherl <e_negi@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCUGgkbSQ3JUC 8bKEo=?= 

Date: Wed, 08 Oct 1997 01:09:03 +0900 

Organization: gamelab 

Lines: 2 

Message-ID: <343A5E9E.239A@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.204.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; Լ) 


¿SB=iSaSFEj9FS7S2S9!#¿ (J 
¿SB$3$1$+$i!"$h$m$7$/$*4J$$$7$^$9!#¿ (J 
--MESSAGE FILE 23231 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000504html.html 


--MESSAGE FILE 23232 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000505html.htm 
1 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: Teacherl <e_negi@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-JjJp?B?GyRCJGgkbSQ3JC8bKEo=?= 

Date: Wed, 08 Oct 1997 01:16:35 +0900 

Organization: gamelab 

Lines: 6 

Message-ID: <343A6063.4E58@fa2.so-net.or.jp> 

References: <343A5E9E.239A@fa2.so-net.or.jp> 

NNTP-Posting-Host: 210.132.204.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [ja] (Win95; I) 


Teacherl wrote: 

> 

> ¢S$B=iSaSFEJIFSTS*SO!#e (J 

> ¿$B$3$I1$+$i!"$h$m$7$/$*4j$$$7$^$9!#¿ (J 
¿ $B; d$3$=ShSm$7S/3 (J 

ESBSF%9SHz (Jok 
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-—-MESSAGE FILE 23232 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000505html-.html 


--MESSAGE FILE 23233 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000506html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Y.Takahata" <takahata@akina.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: 7 Jan 1998 05:25:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01bd1b29Sf4696980S013618ac@takahata.akina.ne.jp> 
NNTP-Posting-Host: 210.160.38.54 

X-Newsreader: Microsoft Internet News 4.70.1155 


test 
—-MESSAGE FILE 23233 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000506html1.html 


--MESSAGE FILE 23234 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000507html.htm 


T 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCJUSIISSVKJXMbKEI=?=" <stone-61@pp.iij4u.or.jp> 
Newsgroups: playstation.ny.test 


Subject: =?iso-2022-jp?B?GyRCJUEYkOSRIGyhC?= 
Date: Thu, 8 Jan 1998 04:58:44 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 
Message-ID: <690n4dSqso@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.56.5 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¢SBN*S,$3$\S1SISSMMSK; (B 


—-MESSAGE FILE 23234 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000507html. html 


--MESSAGE FILE 23235 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000508html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCJUSIISSVKJXMbKEI=?=" <stone-61@pp.iij4u.or.jp> 
Newsgroups: playstation.ny.test 


Subject: =?iso-2022-jp?B?GyRCJUEYkOSRIGyhC?= 
Date: Thu, 8 Jan 1998 06:03:37 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 
Message-ID: <690qteSr06@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.56.5 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBSFSOISHSCS9¢ (B 


-—-MESSAGE FILE 23235 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000508html. html 


--MESSAGE FILE 23236 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000509html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Thu, 08 Jan 1998 22:03:07 +0900 
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Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <34B4CE8A.13C7616@fa2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.170.15 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [ja] (Win95; Լ) 


NC4.04zSBSGSN3F%9%H! #2 (B 


ESBSSS$d$!!":#F | SOCHS+SSF|SGS7$?! #2 (B 
2$B1+$09_SCSFS?S1SI1SHS$1!<%I!<SGHOFKSGS7S?!#! Jz (B**  SB!K;¿ (B 


| a (ae EE EE ԽԱՆ Ն ԱՆ Թա ԸՆ ՅՆ: 27:22 AE E EE AE AE E E AEE 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 


E-Mail : gamer@FL.scei.co.jp 
: kazzylé68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 


FA ALA A A A A AA OS od A A A SA A I AS 7-7 Մ 


—-MESSAGE FILE 23236 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000509html1 html 


--MESSAGE FILE 23237 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000510html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 09 Jan 1998 21:15:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <34B614F2.429917AC@mth.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.180.116 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; 1) 


test 


—-MESSAGE FILE 23237 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000510html1. html 


--MESSAGE FILE 23238 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000511html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: katagiri@ga2.so-net.or.jp (TEK) 

Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP ?B?GyRCUDMkMyRDJEYbKEI=?=... 

Date: Thu, 08 Jan 1998 05:58:52 +0900 

Organization: WEGMAN 

Lines: 23 

Message-ID: <katagiri$b59f19980108055852@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.201.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.015beta (UNREGISTERED) 


¿SBS3S3SCSF%SF%9%SHSGS9ShSM¿ (B... 


¿SBR#1#9#9#6!?#6!?2#2#8SKF-2qS7S?SPS+Sj ¿ (B(¿SB>P¿ (B) ¿SBSN#T#E#KS3SHJR6MSGS9; (B 


¢SBC/$+01=0SK?M@8SN$F%9%HSdS45$%*$;$s!) 2 (B 
¿$B011~!"$A!<$` ՏՕՃԱՏՏՏՇՏ՞Տ9չ (B 
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ESBN}=, $G:n$C$?0iSFSbSNz (B (¿$B$H$F$b$*$3$, $^$7$/$F%2!<%` SHSO8FSYSJSS¿ (B) Տ8ՏՇՏ9Տ, !"¿ 
(B 

¢SBEE7b2&$K:nIJ$b=P$7$*% sree 

2 SBS [SHSs$I1%b%8% a 7SBSb$7$F$$$I$/$F | "SHSF$bIMSKGOR+S; $i$1$*$;$sz (B 

¿ $B$=$1$G$b=P$7$^$7$?; 

5 ae a ԱՔ ԱԼ 

¿SB%21<%` $N?@MM65$ ($F2<$5$$; (B 


¿$B$=$1$H!"J!2, ¿ (B (¿$B$?$0$7!"KL6e= ՆՆ ՄՈՐՈ B) ՀՏԹ6ՅՄՍՏԱՄ) | "ՏՏՏ1Տ5ՇՏ7ՏՇՏՏտ՞Տ91) 
ՀՏ8ՏՏՏ1507ՏՇՏՏՏ՞752511"ՄՄ7ՄՏՈՏԻՉՀՏՏՏՏՀ (B 


¿$B0J>e!"%4%_$G$7$?; (B... 


Name : TEK (on WEGMAN) 
Mail : katagiri@ga2.so-net.or.jp 
Work : ¢SBSW!A¢ (B 


—-MESSAGE FILE 23238 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000511html-.html 


--MESSAGE FILE 23239 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000512html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: sara <sara@lares.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 16 Jan 1998 01:31:09 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <34BE39CD.9876F5D@lares.dti.ne.jp> 
NNTP-Posting-Host: 210.159.144.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


test 


¿SBS5S1S5Si¿ (B 


mail : sara@lares.dti.ne.jp 


--MESSAGE FILE 23239 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000512html.html 


--MESSAGE FILE 23240 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000513html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: sara <saraQlares.dti.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 16 Jan 1998 01:32:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <34BE3A08.79AE2602@lares.dti.ne.jp> 
NNTP-Posting-Host: 210.159.144.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


test 


¿SBS5S1S5Si¿ (B 


mail : sara@lares.dti.ne.jp 


—-MESSAGE FILE 23240 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000513html.html 
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--MESSAGE FILE 23241 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000514html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCUF4kPyQrJUGgkQyRGNDYkOCROJUY1LOSVIGyhC?= 
Date: Sat, 17 Jan 1998 23:51:20 +0900 

Organization: Japan 

Lines: 31 

Message-ID: <34C0C568.3ABE8D89@geocities.com> 

Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SBS3$Ss$SPSsS$SO!S$S%$F%$9%H2&S3$HS$S?S3$NS$S9S1$GS$9!#¿ (B 
2$B:#G/$b! $%F%9%HSN; ~4|$, 6aSESSSFS-S*S7S$?! #2 (B 
éSBBgG3X@8S0: #G/EY : G8eSNSFS9SH! #3 (B 

2 SBOD#E3!SCEH3!S>.#6SOF~;n! #2 (B 

2 SBB>SN3X@8S5SsSNSF%9SHSOSHS ESAS GSCSHEhS+SI!) չ (B 


2$BS*$?!S=USN>pJs=hM} ; n83$N4 j=q$N<ulU4 | 4VS$GS9! #2 (B 
2 $B<u83$5$1S8k$+$?$04 j=qSN=P$7K:$1SKCmMOUS7S*S7SgS&! #2 (B 
¿SB;dSO0JA0#22sS[SISGS3S1SrSdSjS S7S? ¿ (B(%%; 
¿SB$SASJ$_$K;d$O=U$SK%$W%Sm%$Q%$/%7%g%s% (%$s%$8%K%"$r<u83M=Dj$G$9!#; (B 
¿SB$3$SJSS$S$@S$SN=)$K<u83$7$?%M$C%$H%šo!<%/%9%Z%7%c%j%9%H$O$bSH$b; (B 
¿ SBSH<u$+$k2DG=@-$, L5$+$C$?S1S1!S:#2sSN#P#ESOSASGSCSHSO¢ (B 
¿SB8+9~$_$"$JSG!$@h7n$+$iJY6/Cf$G$9!#; (B 

¿E SBŠ=$N$^$ (SKBg3X$NJ} SNJY6/Sr$7$mSHS$SC$?$+SsS8SGS9! #2 (B 


¿$BBg3X$N; n83$0! $; (B1/19¿$B$N7P:Q3X$r:G=i$K!$¿ (B2/2¿ SB$N@~7A%7%9%F%` #22 (B 
E SB$^$G$+$J$JŠX%S!<$J%9%1%8%e!<%k$G9=@.$5$I$F$$$^$9!#; (B 


¿SB!J;n83$S,6aS$S$S!!!C!!;n83Cf!KSN3X@8SNS_SJS5Ss!SS,SsSPSj$*S7SgS&!# (B 


ESB Y 1: 3.1 t] 41. 1 10] 3] 1033032339 J3] 32 (B 
¿SB%SF%S9%SH2&!!S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESB! c!c!c;d$N%[!<%°S32Z!<S8!d!d!dz(B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 

2 $B<B$0% [!<%° $Z!<%85N: Y$+SSSH$3$m$, HyL/SKS$+SoSCSF$?$5$9Sk! #2 (B 


¿$B:G=*99?7F|;~!!!!#1#1!?!)!)¿ (B 
¿$B99?7M=DjJF|!!!!!1#1!?!)!)¿ (B 
--MESSAGE FILE 23241 END: net-yaroze-usenet/00000003-SCFI/ny/test/00000514html.html 


--MESSAGE FILE 23242 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000515html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?UmU6IBskQiReJD8kKyROJEMkKRjJO2IDgkTiVGJTk1ISBsoSg==?= 
Date: 17 Jan 1998 16:14:03 GMT 

Organization: Playstation Net Yarouze 

Lines: 12 

Message-ID: <69qlcbSp98@newsl.scei.co.jp> 

References: <34C0C568.3ABE8D89@geocities.com> 

NNTP-Posting-Host: 210.132.203.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


einsiedler ¢S$BSG$9!#%SF%9%H! "SHJOSSSFEJIFSGSO! #2 (J 


Youhei TAKADA wrote 
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> ¢SBBg3X$N;n83$0!$z (J1/19zSBSN7P :Q03X$r:G=i$K! $3 (J2/2zSBSN@~7AS7%9SF%° #2¢ (J 
> ¿$B$^$G$+$J$J%X%S!<$J%9%1%8%e!<%k$G9=@.$5$1$F$$$^$9!#¿ (J 


¿SBKMSb¿ (J 1 ¿$B=54V$G¿ (J 10 ¿SB652JS"SkS=S&S$G!";&S5%$1S=S&SGS9!#;¿ (J 
1 ՀՏՑԲ| չ (Մ 3 ¿SB$DSb;¿ (Մ 4 zSBSDSb%F%9%HS, S"SCS?S4S7SF!"K:$1SC$] SSSNSGz (J 
ESBCO9vVSr$_$*S$9!#SGSbAa$S/=*SoSkSNSO!"SSSSS$+Sb! իչ (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 


--MESSAGE FILE 23242 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000515html1. html 


--MESSAGE FILE 23243 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000516html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Soluze" <soluze@sannet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: gSBSFSO9SH!IAS"!IAS"! #2 (J 

Date: 19 Jan 1998 14:26:47 GMT 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <0O1lbd24e5Sff6d3620Sd005d8ca@DS00640> 
NNTP-Posting-Host: 202.216.5.208 

X-Newsreader: Microsoft Internet News 4.70.1157 


ESBS3SSSAScC!IA!*¢ (J 
ESBSFS9SHSGS9! #2 (J 


¿$B$7$+$7!"K\6H$NG<4 |$, 6aSSSH!&!&!&!IMh7n!Ke (J 
éSB@: ?@E*ITOBS, =1$C$F$-$^$9!#$"!ASb!A$@$a$Q@!A!*!*; (J 


¿$B$F$9$1$F$/$1!*¿ (J 


ESBSSSCS=!"S3SNS*S“°LKF ($2S$GSb!&!&!&SSSdAS*SFShz 6$-SCSH%dSDS, IB5SSK!&!&!&!&¿ (J 
ESBSISSSES*SSS*SS!">iCLSKS$7SASc!A#5@#S/%3.$, S7SCELSKSISCSFSIS+SCS?S 5! #2 (J 


¿SB7k6I11"%"%[SJ;VSr9MS (Sk$/SiS$$$I$i!"S5SSCS5$H; E; v$r$9$k; v$,Mx8}SGS"SC$?$j$S7$%2 (J 
¿SBS91#¿ (J 


¿SBS3SsSIS+Si!"%3%3SK5S@2SiS7SK=qS$S-9-Sb$S&S+SJS!!# (J 


é SBSIS&S7TSFHASSSCSH! &S°SSS3SSSISSSFSNS,B8:_S9SkSSS@!A!*3 (J 
ESBHOLA#HFS*SGS7S$+?t$ (91S1SJSSS8ScSJSSS+!*¿ (Մ(- -չչ 

2 SBS3SN3"3; S3s3VSi ! "SK! <Sb3K3C3/$, $-SDSSShS$s¢ (J (*_%;; 
ESBSISS$+%Q%:SkKS7SFSkShSs! #50%: SkK61<jSTSNSK! *3 (J 
¿SB%sa%b%j$, 16161618. (J 


ESBSSSF!":#F | SOS3SNSXSsS$G4*J[S7SFSd$m$EStSI! #3 (J 
ZESBSGSOSGSO! *¿ (J 

PS:2$B:G6aS*S?L5E (SKSISjS=SESGI] SS! #2 (J 
2SB9SLZ¢ (J 


—-MESSAGE FILE 23243 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000516html. html 


--MESSAGE FILE 23244 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000517html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 21 Jan 1998 15:07:36 GMT 

Organization: Playstation NetYaroze 

Lines: 8 

Message-ID: <6a52voS3qq@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.215 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 
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¿SB@2S1SF6u¿ (J 
¿SBGr$$%U%)%k%@;¿ (J 


¿SBSH$S+=q$$SF$S_S$k%F%9%H¿ (J 


einsiedler einsidle@cb3.so-net.or.jp — _ 


--MESSAGE FILE 23244 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000517html. html 


--MESSAGE FILE 23245 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000518html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 21 Jan 1998 15:12:26 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 1 

Message-ID: <6a538q$3r0@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.221 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿SB;u$,$$$?SS!A¿ (J 
—-MESSAGE FILE 23245 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000518html.html 


--MESSAGE FILE 23246 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000519html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: Mikio Kamada <gc5060@i.bekkoame.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 23 Jan 1998 16:02:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <34C8406C.8C597D62@i.bekkoame.or.jp> 
NNTP-Posting-Host: 202.210.128.72 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBSISs$tJd, $1$0$+$s$JI$$;z$,$?S/$5Ss! #2 (B 


—-MESSAGE FILE 23246 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000519html1l. html 


--MESSAGE FILE 23247 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000520html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Kazuhiko Ito" <complex@kk.ij4u.or.jp> 
Newsgroups: playstation.ny.test 
Subject: test 
Date: Sat, 24 Jan 1998 20:04:34 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 
Message-ID: <6aci8sScpv@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.58.29 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


test 
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Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Hello all 


I usually hang out on the .beginners list and ask daft questions. 
Haven't been much use to anyone yet apart from posting some notes on 
getting started with using the Mac for Yaroze development. 


Anyway, after being a Yaroze member for about 5 weeks I'm thinking about 
getting down and doing something more than getting that first sprite on 
the screen. So I was going to use the GDUK competition to give me some 
incentive. I haven't got a hope of getting anywhere, but at least it'll 
get me off my ass. 


Is anyone else working on anything for the competition? 

Maybe some of us can do a joint entry. I'm also going to be doing the 
Net Yaroze short course at Middlesex University at the end of July - 
anyone else going to be there? 

Cheers 

Phil 


—-MESSAGE FILE 2448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01151 


—-MESSAGE FILE 2449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001152 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <david.white@cubic.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Fri, 12 Jun 1998 13:55:35 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <358195C7.41C6@cubic.com> 

References: <357EECC1.97053769@jps.net> 

NNTP-Posting-Host: onyx0.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1152 scea.yaroze.freetalk 
S125 


I remember when the Play Station was begining to appear in California. I 
had started developing HolliDance for my Power Mac and was disapointed 
with the frame rate I was getting. I figured that the Play Station would 
be a good alternative, but didn't have any hope of ever porting 
HolliDance to it. 


Then I heard about the Net Yaroze program. It was as if Sony had read my 
mind. I was, however, concerned about available memory. I checked with 
some Play Station programers and they were doubtful that my Holli model 
would fit in the Play Station's memory. I decided to take the chance 
anyway. Besides, it would be cool to program a game console. 


Things actually turned out well. Not only was I able to fit my complete 
model into the Net Yaroze, I also achieved my origional goal of 12 
frames/sec (4 times faster than my Mac!). My only disapointment is with 
the quality of the rendering. Having true z-buffering and perspective 
corrected textures would have been nice. As I understand, though, the 
pro developers face the same limitations, so I wouldn't have benifited 
from their SDK. 


Overall, I am pleased with the Net Yaroze program. I especially like the 
fact that Net Yarozes are multi-format (PAL and NTSC) systems as I live 
in both worlds. 
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--MESSAGE FILE 23247 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000520html1. html 


--MESSAGE FILE 23248 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000521html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 25 Jan 1998 03:10:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <6aeaed$f50@newsl.scei.co.jp> 

References: <34BE39CD.9876F5D@lares.dti.ne.jp> 
NNTP-Posting-Host: 202.247.176.102 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


2 SBSFS9SH! #3 (B 


—-MESSAGE FILE 23248 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000521html-.html 


--MESSAGE FILE 23249 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000522html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 25 Jan 1998 15:49:24 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 2 

Message-ID: <éafmu4Sgkt@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.66 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


£$B%7%3!<5; 8&SNGrLZ3X; a$O0$5$9S,S@!*5W! 9SK;U>"SN1FSr8+$?5S$,S7S?!#¢ (J 


—-MESSAGE FILE 23249 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000522html1 html 


--MESSAGE FILE 23250 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000523html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: xe7k-sgo@asahi-net.or.jp 

Newsgroups: playstation.ny.test 

Subject: =?i1so-2022-jp?B?GyRCJUEYkOSRIGyhK?= 

Date: Mon, 26 Jan 1998 02:11:34 -0800 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <34CC6156.5A89@asahi-net.or.jp> 
NNTP-Posting-Host: 202.229.117.39 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; I; 16bit) 


ESBSFS9SH¢ (J 
—-MESSAGE FILE 23250 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000523html.html 


--MESSAGE FILE 23251 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000524html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Psuke <p_suke@mth.biglobe.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-4jp?B?GyRCJTM1cyVGJTk1SCRLNTIkKCRGJCQka0p9JFghI xsoQg==?= 

Date: Tue, 27 Jan 1998 23:28:25 +0900 

Organization: PlayStation Net Yarouze 
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Lines: 9 

Message-ID: <34CDEF0O7.B8B7C969@mth.biglobe.ne.jp> 
NNTP-Posting-Host: 133.205.180.129 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; Լ) 


ESBSIS&$b!<z (BPsukez $B$GS$9! #2 (B 


ESBS3SSSF%ISHSK525S (SFSSSkI} 2 (B 
playstation.ny.program.event 

éSBSN2qg5D<<Sr8+SF2<S5SS$!#3 (B 
éESB8=:_>.:Y¥9)C£SGS9!#$4;22CS/SAS5SS! #3 (B 


Psuke 


—-MESSAGE FILE 23251 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000524html1 html 


--MESSAGE FILE 23252 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000525html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 27 Jan 1998 14:59:35 GMT 

Organization: PlayStation Net Yarouze 

Lines: 11 

Message-ID: <6aksonSnd7@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.45 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.77 (x86 32bit) 


playstation.ny.forumleader.discuss 

éESBSHSSS&2 (B NewsGroup չ58Տ, 01MwSKI=< (S$5S1SkSNSGS$S9S, 1" 2 (B 
¿SB3+S3S&SHS9SkSH!VB8:_S7S“S;SS!WSHS+8@SoSlSF!"¿(B 
ESBCES, 8+$18*S;Ss!#SIS<!) 2 (B 


ESBSHSSS&SFS9%H! #2 (B 


cocotte@nk.rim.or.jp 
# 2 SBAOSKS3SNOCBj=PSFS?ShS&SI5$SbS9SkSIS"!D! #3 (B 


—-MESSAGE FILE 23252 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000525html-html 


--MESSAGE FILE 23253 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000526html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 27 Jan 1998 17:38:37 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 2 

Message-ID: <6al62tSnkk@newsl.scei.co.jp> 

References: <6akson$nd7@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


It's Staff Only 


--MESSAGE FILE 23253 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000526html1l-.html 


--MESSAGE FILE 23254 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000527html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?GyRCJUYLOSVIGyhC ?= 
Date: Wed, 28 Jan 1998 15:34:18 +0900 
Organization: PlayStation Net Yarouze 
Lines: 7 
Message-ID: <é6amjvuSpm0@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.4 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ՏՔՏԱՎՏՎՏ357ՏՏՏ» |": (BOutlook 


(՞-՞)/- Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23254 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000527html.html 


--MESSAGE FILE 23255 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000528html.htm 
1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?GyRCUCIkaSEpGyhC ?= 
Date: Wed, 28 Jan 1998 15:38:08 +0900 
Organization: PlayStation Net Yarouze 
Lines: 7 
Message-ID: <é6amk3gSpm5@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.4 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBSXSSSISHS3SK9TS/SsS8ScSISS!*3 (B 


(*‘-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23255 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000528html. html 


--MESSAGE FILE 23256 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000529html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?UmU6IBskOiQiJGkhKRsoQg==?= 
Date: Wed, 28 Jan 1998 15:39:36 +0900 
Organization: PlayStation Net Yarouze 
Lines: 7 
Message-ID: <é6amk5oSpmb@newsl.scei.co.jp> 
References: <6amk3g$pm5@newsl1.scei.co.jp> 
NNTP-Posting-Host: 210.132.191.4 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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ESBSh$CS$7S$c! #¢ (B 


(*-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 


—-MESSAGE FILE 23256 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000529html html 


--MESSAGE FILE 23257 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000531html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 28 Jan 1998 15:38:26 GMT 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <é6anjdiSqkk@newsl.scei.co.jp> 

References: <6akson$nd7@newsl.scei.co.jp> <6al62tSnkk@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 (x86 32bit) 


¿ SBN; 2rSGS9!#¢ (BThanx! 
—-MESSAGE FILE 23257 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000531html1-.html 


--MESSAGE FILE 23258 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000532html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 28 Jan 1998 15:41:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <6anjilSqkk@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.247.176.71 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Newsreader: WinVN 0.99.7J (x86 32bit) 


2SB:#SNz (B PS ¿SBSN¿ (8 3D ¢$B3*%V%8%'%/%HSUS!SSSkK7A<0!Vz (BHMD:SB!WSCSF!"3 (B 
TMD ¿$B$H$I$&0c$&$s$G$9$+!); (B 


ESBSHSSS&!"EzS ($,MhS=S&ESKSISSSFS9SH! #2 (B 


—-MESSAGE FILE 23258 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000532html1.html 


--MESSAGE FILE 23259 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000533html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: cocotte@nk.rim.or.jp (COCOTTE) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 28 Jan 1998 15:50:46 GMT 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <é6ank4mS$qna@newsl.scei.co.jp> 

References: <6akson$nd7@newsl.scei.co.jp> <6al62t$Snkk@newsl.scei.co.jp> <6anjdi$qkk@ 
newsl.scei.co.jp> 

NNTP-Posting-Host: 202.247.176.71 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.73 (x86 32bit) 


ESBS"!"SéSASNz (B News Reader 2: S$BS@SH%U%) Sm! <%S"SCSWSN>1=4S8, 2US1SF! "3 (B 
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¿SB!V¿ (BHMD :S$BSJISsSAS$cS$i!WSK!VN; 2r!WSHSSS&IT5SSL#SISDSJIS, SJSKSTSCS?! #2 (B 
Subject: ¿SBJOQOS(S1SPNIS+SCS?S+!D!#;¿ (B 


ESBSHSSS&8e2y: .S8SjISTSFSISH! #2 (B 


—-MESSAGE FILE 23259 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000533html.html 


--MESSAGE FILE 23260 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000534html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "minowasi" <minowaQhellonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: ¿$B%2!<%`Gc$cC$?; (J 

Date: 29 Jan 1998 12:57:01 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <01bd2cb4$850d03c0SLocalHost @minowa> 
NNTP-Posting-Host: 202.214.1.61 

X-Newsreader: Microsoft Internet News 4.70.1155 


BIOHAZARD; SB#2!"z (JTOMBRAIDER;: SB42! "SPS9SHS"%* | ՀՏՄչ (J 
2 SBSP%9SHS"%> !<SVSO! "AaB. #42M3/%43"S752!#! THEFAHSH#HYSG3 (J 


—-MESSAGE FILE 23260 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000534html1l.html 


--MESSAGE FILE 23261 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000535html.htm 
il; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: yasunaga@t3.rim.or.jp (Mr.K) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Thu, 29 Jan 1998 23:23:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <19980129232349vyasunaga@t3.rim.or.jp> 
References: <6akson$nd7@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.162.207.2 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.020 


éESBS3SSSKSASO!"¢ (BCOCOTTE; $B$5$s!"¿ (BMr.KzSBSGS9!#¢ (B 
>playstation.ny.forumleader.discuss 

>¿SBSHSSS&¿ (B NewsGroup ¢SBS$, 01Mw$KI=< ($5S1SkSNSGS$9S, !"¿ (B 
>¢$B3+$3S$&SHS9SkSH!VB8:_$7$%*S$;Ss!WSHS+8@SoS1SF!"¢ (B 
>¿S$BCf$S,8+$1S 2 9;Ss!#SJS<!)¿ (B 


¿SBL>AOSNDLS$S3jSJSNSGS9S, !"%U%)!<%i%`%j!<%@!<QIMQŞ$N2q5D<<$G$9!#¢ (B 


¿ SBFCSKHKL) SNOC$7S$r$7SFSkSHSSS$&SOS1SGSOSTSSSs$G$9S1SISM; (B(^^; ¿$B!#¿ (B 


program ¿S$B%US%S)!<%i%S`%j!<%s@!<;(B Mr.K (չՏ80817: (8 ¢SBOB90¢ (B) 
E-mail address : program@FL.scei.co.jp 
yasunaga@t3.rim.or.jp 
VFB00713@niftyserve.or.jp 
—-MESSAGE FILE 23261 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000535html-.html 


--MESSAGE FILE 23262 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000536html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 29 Jan 1998 14:49:33 GMT 
Organization: TPM.CO SOFT WORKS 

Lines: 1 

Message-ID: <6aq4ttSer@newsl.scei.co.jp> 
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NNTP-Posting-Host: 210.135.67.176 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$BS$@$1$+%1%8%?!<%R!<%m!<GdSCSF3z (J 
--MESSAGE FILE 23262 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000536html1l. html 


--MESSAGE FILE 23263 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000537html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "minowasi" <minowa@hellonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: ¿SB#G#T;¿ (J 

Date: 30 Jan 1998 13:49:31 GMT 

Organization: PlayStation Net Yarouze 

Lines: 29 

Message-ID: <01bd2d82S7bffc500SLocalHost @minowa> 
NNTP-Posting-Host: 202.214.1.59 

X-Newsreader: Microsoft Internet News 4.70.1155 


¿SB%0%i%s%D!<%j%9%bSN%SjJ%W%1%SS%SG!<%?Šr¿ (J 
¿SBS3S3SK%"%C%WS7SFS_Sk%$F%9%H¿ (J 


é$BS$_$NOB; f¿ (J 


--MESSAGE FILE 23263 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000537html.html 


--MESSAGE FILE 23264 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000538html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCOiNHLyYRiO0QkOT1qIzEjMSV2N2 4bKEo=?= 
Date: Tue, 03 Feb 1998 02:01:36 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <6éb4ucnScsq@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.136.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <34D5FBCE.1F67@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9O!#: (J 
ESB! !SHS{S"S ($:@8S-SFSSS*S9l #2 (I 


2 $B! !G/KvG/; OSOIw<YSRSSSF; > $s$G$?$4!"3P%$%/$S, 2uS1$?$4!"3 (J 
¿SB!!¿ (JMacz$B$, #5SBESKA}S ($?$j$7$*$7$2S, !"S"SSS+SoSiS:IOK3SGS9!#¿ (J 


2$B!!SHS3$mSG: #! "#N#YSGN. 9ITSCSFSSSKSNSOSISSSG$9$+!) ¢ (JT (¿SB>P¿ (J) 
2$B!!%5!<SPSOSSSDS+SiM-NA2=SGS9S+!) 2 (J 
¿$B!!$a$s$I$/$5$$$N$GB>$N: (Jnews¿$B$rFI$`5$$,$7$^$; $s (Մ(՞՞չ 
E$B!!;d$0$3$8&$$$8&; v$r>/$7$E$D$d$C$F$$$^$9! #3 (J 


http://www.ymg.urban.ne.jp/home/kouzou/Mac/Archive/98-02-02.sit.hqx 
¿SB",8=>u!#Ls¿(J200KB¿SB!#¿ (JKT7.5.3¿$B0J>e$N; (JPPCz$BEk:\z (JMacz$BMQ! #¿ (J 


¿SB;HMQ5!<oL@5-$N>e!":8>eSN?t;zŠr%ša!<%k$7$FS$$?2$Q@S1$Sk$SHS&$1$7S$S!#; (J 
ESC¿$B%-!<$G=*N;!": (J2, 4, 6,8¿$B$b$7$/$0%+!<%=%k%-!<5Z$S%7%U%H%-!<!#¿ (J 


CodeWarrior PR2¿$BF |K\81HG!"Aa$/Mh$J$$$+$J!A!#¿ (J 


--MESSAGE FILE 23264 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000538html.html 
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--MESSAGE FILE 23265 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000539html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCI0cjVBsoSg==?= 

Date: Tue, 03 Feb 1998 02:03:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <6éb4vafScsq@newsl.scei.co.jp> 

References: <Olbd2d82S7bffc500$LocalHost @minowa> 
NNTP-Posting-Host: 202.231.136.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34D5FC4F.5F09@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"SjS*S9!#: (J 


minowasi wrote: 
> ¢$B%0%1%S%D!<SjISISDSNSISWSLSSSG!<S?Sre (J 
> -SBS3S3SKS"SC3WS7SFS_SkSPFS93H3 (J 


é5B!!;dSN9ug (JPSzSBSO! "DoS$K<hSiS1SF¢ (JIGT~SB@1MQ5!SKS5S1SAScSCSFS*S9! #2 (J 


—-MESSAGE FILE 23265 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000539html.html 


--MESSAGE FILE 23266 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000540html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?RE9PTRskQiROJTOhPCU5GyhK?= 
Date: Tue, 03 Feb 1998 02:22:48 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <6b4vhqScv2@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.128 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <34D600C4.1E7@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ftp://ftp.idsoftware.com/idstuff/source/doomsrc.zip 
éSB!!¢ (JLinux,$BMQ! #2 (J 


—-MESSAGE FILE 23266 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000540html1. html 


--MESSAGE FILE 23267 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000541html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: “einsiedler" <einsidle@cb3.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: 3 Feb 1998 08:12:01 GMT 

Organization: Playstation NetYaroze 

Lines: 10 

Message-ID: <éb6jghSevm@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.219 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Microsoft Internet News 4.70.1161 


1280 x 1024 ¿$B$G¿ (J 24 bpp ¿SBSKS7S2SSSJ¿ (J 
-install ¢$Bs*sWs7%g%s ! "SbS&=*SoSjSKS7$h!<z (J 


Net Yaroze newsgroups message dump.txt Page 15488 


¿$B$G$b!"¿ (J32 bpp ¢SBSrA@S$é&SHz (J 8MB ¿$B$b$$$k$J!<¿ (J 


2SBS3$1S03F%9SHSGS9! #3 (J 


= einsiedler __ einsidle@cb3.so-net.or.jp __ 


-—-MESSAGE FILE 23267 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000541html1l.html 


--MESSAGE FILE 23268 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000542html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: einsidle@cb3.so-net.or.jp 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 06 Feb 1998 15:48:51 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <34DAB253.7D8A51A3@cb3.so-net.or.jp> 
NNTP-Posting-Host: 210.132.203.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (X11; I; Linux 2.0.30 i486) 


This is test. 


_ __ einsiedler __ einsidle@cbh3.so-net.or.jp — _ 
—-MESSAGE FILE 23268 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000542html1-html 


--MESSAGE FILE 23269 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000543html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 
From: "vimcemt" <takeya@jomon.or.jp> 
Newsgroups: playstation.ny.test 
Subject: test 
Date: Wed, 11 Feb 1998 20:49:15 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 
Message-ID: <6bs3h0Sai0@newsl.scei.co.jp> 
NNTP-Posting-Host: 203.136.42.174 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 


testzSBSJISN¢ (B 


—-MESSAGE FILE 23269 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000543html1l. html 


--MESSAGE FILE 23270 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000544html.htm 
als 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "skywing" <skywing@sb3.sonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?I1SO-2022-JP?B?GyRCJUY LOSVIGyhK?= 

Date: 12 Feb 1998 18:45:09 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <01bd37e5$13dc8720$95a184d2@skywing.so-net.or.jp> 
NNTP-Posting-Host: 210.132.161.149 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSFS9SHSCSC3 (J 
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-—-MESSAGE FILE 23270 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000544html1l. html 


--MESSAGE FILE 23271 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000545html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.test 

Subject: ¿SBEj9F%SF%9%H!JFHS$38@!K;¿ (J 

Date: 12 Feb 1998 19:35:11 GMT 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <01bd37ecš$18ec70c0S60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


¿$BL4$r5a$a$FMh$?CO$, ! "'<B$O9SNC$H$7$?ET;TŠ$N;D3<$K$7$+8+$ (Տ7ՏՏ Ք: (J 
éSBBG@<S$r=P$7SF8FSSSGSO8+S$kS1S1S1I!"$3S@S%S,EzS (SkS@S1! #2 (J 
¿SBSHS3SmSIS3SmSK;DSCS??M19S, !"M=8@<TSNMMSKC/SHSOSJS7SKRISSSFSSSk!#¢ (J 


ESBS&!<!<!<!<$s!"A[A|SHSN%.%cBCSWS, $"S$jS9S.S?7SNSO3NS$+$@S1S1$I!"COF; 2 (J 
¿SBSK<+J, SNB-85$+Si9LS$; $P!"2?$+25Sr=PS9SH? .S8S*S7SgSE! #3 (J 


Se iii tray ] etna ean Ն ովա» 1?4<TSN¿ (JCatfish 
--MESSAGE FILE 23271 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000545html1. html 


--MESSAGE FILE 23272 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000546html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: fwiy8302@mb.infoweb.ne.jp (¿9¿ 422) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 13 Feb 1998 12:49:02 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <19980213124902fwiy8302@mb.infoweb.ne.jp> 
NNTP-Posting-Host: 202.219.162.110 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.022 (UNREGISTERED) 


ESBS3SsSKSASo! #2 (B 
¿SBSASgSCSH!"%F%9%HS5S;SFSbSiSSS“S9!#¿ (B 

¿SB5H86¿ (B ¿SBN4¿ (B fwiy8302@mb.infoweb.ne.jp 

u FILE 5. END: net-yaroze-usenet/00000003-SCEI/ny/test/00000546html.html 


--MESSAGE FILE 23273 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000547html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: kamon@mail.web-hyogo.or.jp (Taro Kamon) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCRWo5SRiVGJTkK1ISCFKRkgkajJhAIUSbKEI=?= 
Date: Sat, 14 Feb 1998 00:40:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 24 

Message-ID: <19980214004008kamon@mail.web-hyogo.or.jp> 

References: <Olbd37ec$18ec70c0OS60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 210.136.1.32 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.022 


¿SBSIS&Sb!S 2CLgSGS9!#FHS3j8@SK%S1%S9IUS1SFS9S_S 2 S;Ss!#¿ (B 


"Catfish" <catfish@trot.co.jp> wrote: 

>¿S$SBL4Sr5aSaSFMh$?COS, !"<BSO9SNCSHS7$?ET; TSN; D3<S$K$7$4+8+5 (SJSS!# (B 

>¿ $BBg@<$r=P$7$F8F$s$G$O08+$k$1$I$I!"$3$0$^$,Ez$($k$0$1!#¿ (B 

>i $B$H$3$m$I$3$m$K;D$C$??M!9$, !"M=8@<TSNMMSKC/SHSOSJS7SKRISSSFSSSk! #2 (B 
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ESBSIS+SIS+1TSSI=8=SGS9SM!IA!#S+SCS3SSSS!#;mE*S$G; dE*SG; JE, $J; XE&! #2 (B 
¿SBSGSbS$S*$!!$SS[SCS$S?$i$+$7$G2?$b$J$S$s$@$1$I!S5U$SK8@$ (5Ք705743Հ05, ¢ (B 
¿SBSJS$S+Si$S3$3$O<+M3SGS9Sh!#Sd$j$?$SJ|Bj!#KMSOS=S&;WSŠS&!#¿ (B 


#PlayStation;$B=iz (B(?) ~SBSNz (B18; SB6X%=%USH: nSCSASCSCS$ ? PMSbSSSkS$7z (B(¿SB>P¿ (B) 


>E$BS&!<!<!<!<Ss!"A[A|SHSN%.%CSCEWS, $"Sj$9$.$?SN$O3N$+$0$1$1$I!"COF;¿ (B 
>¢SBSK<+J, SNB-85$+Si9LS; $P!"22?$+2jSr=PS$9SH? .$8S“°S7SgSE&! #2 (B 


¿ŠB:G=iSN¿ (BPlayStationz $B$N%"!<%-%F%/%A%ScSrGD0.$9$k$*SG$, !SKNEv$KBgJOSQSH;¿ (B 
¿SB;WS&SsSGS9S1SI!SS,SsSPSCSF$/S@S5S$S!#S$S"SH!S;qNASO2q0w%SZ!<%8SHS+SŠN; (B 
ESBSSSm$sSISH$S3SmSKMnNSASFS*S9SSSG!SC5S7SFS_SFS/S@S5$S!#¢ (B 
http://www.age.ne.jp/x/kamon/ 
kamon@mail.web-hyogo.or.jp 

Taro Kamon 
—-MESSAGE FILE 23273 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000547html. html 


--MESSAGE FILE 23274 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000548html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Osamu Chida" <chida@technoage.co.jp> 
Newsgroups: playstation.ny.test 

Subject: test mail 

Date: 14 Feb 1998 00:51:24 GMT 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <0lbcd077$94fc0040S4c8cdbca@kyoko> 
NNTP-Posting-Host: 202.219.140.152 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3SN%a!<ZSkSOSFS9OSHSGSO! #3 (J 
¿SB#o#s#a#m#u; (J ¿SB#c#h#i#di#a¿ (J 
—-MESSAGE FILE 23274 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000548html. html 


--MESSAGE FILE 23275 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000549html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCRWoSRiVGJTkKISCFKRkgka jhAIUSDKEI=?= 

Date: 14 Feb 1998 03:37:40 GMT 

Organization: IIJ4u user 

Lines: 11 

Message-ID: <6c33i4Sjal@newsl.scei.co.jp> 

References: <Olbd37ec$18ec70c0OS$60elflca@dns.trot.co.jp> <19980214004008kamon@mail.we 
b-hyogo.or. jp> 

NNTP-Posting-Host: 210.130.72.26 

X-Newsreader: mocona 1.0-alphal.5 


# ¢SBE,EVSJI%0%k!<%WSISSSsSGz (B test ¿$B$GB3$1$A$c$$$^$9!#¿ (B 


> 2SBS"SH!$; qNASO2q0w%Z!<%8SHS+SNz (B 
> ¢SBSSSmSsSJISHS3SmSKMnSASFS“*S9Ss$G!SC5S7SFS_SFS/S@S5SS! փ: (B 


£$B%5!<SA% (SSS8SSSDS1SFS [S7TSSSGS9SHSM! #$SSSS+S2SSA}5$ (SFS-S?SsSG! "A4Itz (B 
¿S$B2sS$Sk$oS1S$SK$b$SSS+$JS/SJSCSFS $9S+Si!#¿ (B 


¿SB?";3 ; (B ¿SB8g;J¿ (BS; SBFfSN@8J*0&9%2HR; (B 
http://wwwl.scei.co.jp/-ekb01823/ 
--MESSAGE FILE 23275 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000549html.html 


--MESSAGE FILE 23276 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000550html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "TPM.CO" <tpmco@ma3.justnet.ne.jp> 

Newsgroups: playstation.ny.test A 

Subject: Re: A61E¥E¥1¥Eh;,BEEx6 À Ë 
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David 

<http://www.scea.sony.com/net/yaroze/pages/dwhite.html> 

—-MESSAGE FILE 2449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01152 


—-MESSAGE FILE 2450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001153 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: 12 Jun 1998 23:19:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <0Olbdlfb8$bd8fbfc0$973e63c3@default> 
References: <35818955.7815668@easynet.co.uk> 
NNTP-Posting-Host: host5-99-62-151.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Phil, 
Yup I'm plan on entering the compo with my racing game which hopefully by 
then 
will look like a racing game(still haven't heard from anybody wanting to do 
some 
cool models though). 

Also it looks like the game will be a joint effort but that bit's a big 
secret ;) 


The Middlesex uni thing looks like it will be a success wot with Rob Swan 
doing 

some (maybe all) of the stuff :) 

Pete. 


philg <philg@easynet.co.uk> wrote in article 
<35818955.7815668@easynet.co.uk>... 
> Hello all 


I usually hang out on the .beginners list and ask daft questions. 
Haven't been much use to anyone yet apart from posting some notes on 
getting started with using the Mac for Yaroze development. 


Anyway, after being a Yaroze member for about 5 weeks I'm thinking about 
getting down and doing something more than getting that first sprite on 
the screen. So I was going to use the GDUK competition to give me some 
incentive. I haven't got a hope of getting anywhere, but at least it'll 
get me off my ass. 


Is anyone else working on anything for the competition? 

Maybe some of us can do a joint entry. I'm also going to be doing the 
Net Yaroze short course at Middlesex University at the end of July - 
anyone else going to be there? 


Cheers 


Phil 


VVVVVVVVVVVVVVV NP, NP VP, NP VV V 


--MESSAGE FILE 2450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01153 


—-MESSAGE FILE 2451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001154 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sat, 13 Jun 1998 00:22:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Date: 14 Feb 1998 16:09:35 GMT 

Organization: TPM.CO SOFT WORKS 

Lines: 2 

Message-ID: <6c4fjvSkic@newsl.scei.co.jp> 
References: <Olbd37ec$18ec70c0S60elflca@dns.trot.co.jp> <19980214004008kamon@mail.we 
b-hyogo.or.jp> <6c33i4$jal@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.135.67.197 

Mime-Version: 1.0 

Content-Type: text/plain 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


JAROa Ï03-3541-2811aÇa! ; RMD; Ë 
--MESSAGE FILE 23276 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000550html.html 


--MESSAGE FILE 23277 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000551html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: ¢SBEJIFSF%9%SH! JFHS{8@!Ke (J 

Date: 14 Feb 1998 19:22:08 GMT 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <01bd397cS$8e5e13e0$60elflca@dns.trot.co.jp> 

References: <Olbd37ec$18ec70c0S60elflca@dns.trot.co.jp> <19980214004008kamon@mail.we 
b-hyogo.or. jp> 

NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢SB;mE*SG; dE*$G; jE,$JI;XE&! #2 (J 


¿SB8@MUM7SSSGJVS7SFD:S1SkSJSsSF!"SdSCSH?MSK2qS (52557, $G$9!J>P!K¿ (J 


> 2$B:G=iSNz (JPlayStation; $BSN%"!<%-%F%/%A%CSrGD0.$9$k$* ee s 
ԵՏՏ: WS&SSSGS9S1ST!$$,SsSPSCSFS/S@S5SS!#S"SH!$; qNASO2q0w%Z!<S8SHS+SNz (J 
¿SBSSSmSsSJSHS3SmSKMnSASFS S9SsSG!SC5S7SFS_SFS/S@S5SS!#¿ (J 


v 


v 


¿SB%O!<%T9=BSSO!"#T#V%2!<%`5!SH8@S&ShSj%$Q%=%S3%sS]%$SS_S?SSSGS9S7!"F0:nSŠr¿ (J 
¿SBM)2rS9SkSNSOFqS7S/L5SSSNSGS9S, !"#O#S2 (J(?) ¿SBS en QNAS, E@:_S7SFS78*SCS8F3z (J 
ESBSSS?S5!"SG!<%S?SN2C9) ) $D! <tkSbstEvs 2561855557! 2 (J 

2 SBS*SHS$*SCSFMnSASFSKSH4r$7S$$$s$G$9S1$1$1¢ (J. (`_“;;; 


> 2$B%5!<SA% (%$s%S8%sS$SDS1$FS[S7SSSGSOShSM!#SSSSS+S2SsA)S (SF$S-—$?$sS$SG!"A4IL¿ (J 
> gSB2sSkS$o$1$KSb$$$tS$JIS/SISCSFS*S9S+Sil#e (J 


¿SBC/S+%SS$S%s%G%C%/%S9%[!<%`%Z!<%8SO:nSCS$SFS$SiSCS$S7ScS$SiSJSSSsSGS9S+!)¿ (J 


¿SB$=$&$S=$&KMSb!"#N#YSNCfSKS[!<%`%$Z1<%8$rN)ŠSAS"$2S2$SSNSG$9$, !"EPO?4X78¢ (J 
“o nspa p once p ա sp) ph o 
SBS9ShS) ! #32 

en ԶԲ 95 ՆԱՆ A Ce TT ՀԱՆԱ E ore %e!<%9$K; (J 
£$B%4%_SrN.S9SNSOSDSiS$$7!IGz>P!Kz (J 


ESBSUSS!"SoS+SiSI$$; VS@SiS1SN!"K|G/=i?4<TSNz (J Catfish ¿$B$G$7$?!#¿ (J 
ՀՏ8 11111111 111111 11111111 11177771 77117171 1 117 (J eMail: catfish@trot.co.jp 
«MESSAGE FILE 23277 END: net-yaroze- usenet /00000003-SCEI/ny/test /00000551html .-html 


--MESSAGE FILE 23278 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000552html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?UmU6IBskOkVqOUY1LRiUS5JUghSkZIJGo4QCFLGyhC?= 

Date: Sun, 15 Feb 1998 13:27:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <6c5r8 jSmi7@newsl.scei.co.jp> 

References: <Olbd37ec$18ec70c0S60elflca@dns.trot.co.jp> <19980214004008kamon@mail.we 
b-hyogo.or.jp> <01bd397c$8e5e13e0S$60elflca@dns.trot.co.jp> 
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NNTP-Posting-Host: 210.132.190.229 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


ESBSISbD!"#S#A#T! SSGS9! #2 (B 


>> ¢SB;mE*SG; dE*SG; jE, SJ; XE& ! #2 (B 


¿SB?9¿ (B ¿SBGn;L¿ (B ¢SBSN!V;mE*; dE*S8%c%C%/!WSr;WSS=PS$7S*°S7$?!#SCSFS=SsSJ; v$O¢ (B 
¿SBSIS&SGSbNISSSsSGS9¿ (B (^^; 


— s 9*`pa My YY 2 7 -, ZY 7-7 YY O E 
¿SBS9ShS) !#¿ (B 


éESBFCSKEPO?S7SJI$/SFSb!":nSkS@S1SJISi>!<jSK:n$1S*S9Sh! #2 (B 
¿SB;d$sO¿ (B FTP; $BSCSFSh$/2rSCSFSISSSNSGE, ԲՄՏՄՏԱՏ)Մ)ՏՇՏՉՏ, !&!&!&$JS$Ss$S+4V0c$CSF¿ (B 
ESBS?SiFMSC9~SsS$GS/S@S5SSSM; (B ¿$B!d%F%9%?!<$N3'$5$s¿ (B (^^; 


2$B$*$:2(B FTP ¿$B$G¿ (B wwwl.scei.co.jp ¿$B$b$7$/$0: (B ftpl.scei.co.jp ¿$B$K7R$.$^$9 
Lk (8 

¿SB$ISCSAS,Q52rS+$OCNS3$25;$sS,!"SISCSASG$b7k2LSOF1$85G$9!#$=S75?$i;¿(B ID 
¿SBSH%$SQ%9%o!<%IS$SrJ9$$S$SFS/SkKSNSG¿ (B(¿S$SB2?$1S+$N¿ (B FTP¿$SB%S$=%SU%H$r;H$&$JS$Si!"S3$1$iSO;¿ ( 
B 
¿SB7RSOA0SK@ Dj$7$F$*$/SH3Z$GS9SM¿(B)¿SBF-NOS9$k$H!"<+J, SN@1MQ%GS#%1%/SH%S5SKz (B 
¿SŠBF-$1$2$9!#$3$N%$G%$#%$1%/%H%j$O¿ (B 122585, $=SN$*$*L>AOSKSISCSFSKSNSG!"8+$?Siz¢ (B 
¿SB2rSkS$SH;WS$SSS S9!#¿ (B 


¿SBS=S$S7$?$iS3SN2<S$SK¿ (B public_html ¿SBSHSSS$S&SG%S#%$1%/%SH%S3jS,S"T"SCS$SF!"S3SNCfSK;¿ (B 
¿SB%S[!<%S`%sZ!<%S8SN%SG!<%?SrF-⁄-S1SkShS&SKSJSCSFSAS9!#SIS&SdSiSH%SC%SW%Z!<%8SO (B 
index.html ¿S$BS$SHS$S$S$S&L>A0$SKS9SkS$SNS, Th$*SjSNSHSESGS9! #2 (B 


ESBS3S&S7SFAw?.$7$?¢ (B "¿SBS"$JS?SN¿ (BID/public_html/index.html" ¿$B$,!"¿ (B 
"http://wwwl.scei.co.jp/-¿$BS"SJS?SN¿ (BID" ¢SBSGSV%i%&%S:SGS-Sk!"SHS*S!¢ (B 
¿SBS=S&SSS&;EAHS_SiS7SSSGS9!# (B 


¿$B8e$O$*LrN) ԱՑԻ 8$r:n$C$FSd$m$&S$S<%S8%c%O%s$d%K%še!<%9; (B (¿SBS=$1MOSNS0%k; (B 
¿SB!<%W$,$"$k¿ (ARS ps ԱՐԱ ՄՅ ՏԱ». ԼԵԶ0Տ»չ (B 
pos 2 iss s: eo E E s o on ost |p (8 


(*-*)/~ Satoshi Tawa (SAT.) sat@ga2.so-net.or.jp 
—-MESSAGE FILE 23278 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000552html html 


--MESSAGE FILE 23279 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000553html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: ¿SBFjJ9F%SF%S9%SH!JFHS38Q!K¿ (J 

Date: 15 Feb 1998 15:35:14 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01bd3a26S0cd9a3c0$60elflca@dns.trot.co.jp> 

References: <Olbd37ec$18ec70c0S$60elflca@dns.trot.co.jp> <19980214004008kamon@mail.we 
b-hyogo.or.jp> <01bd397c$8e5e13e0S60elflca@dns.trot.co.jp> <6c5r8j$Smi7@newsl.scei.co 
.յք» 

NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢SBFCSKEPO?$7SJ$/SFSb!":nSkS$@S1SJISi>!<jSK:nS1S*S9Sh! #3 (J 


ESBS ($C!) !!>!<jSK:nSCSASCSCSFNIS+SCS$?Ss$G$9S$+!) (Մ )/ 
ESBSEI<!<!<!<Ss!"L\S+SiNZS, ԱԱ S ate 
¿$B=j$SJ$sSG$9SMS' !JGz>P ! K¿ (J 
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—-MESSAGE FILE 23279 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000553html. html 


--MESSAGE FILE 23280 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000554html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "minowasi" <minowaQhellonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 
Date: 16 Feb 1998 14:45:00 GMT 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <01bd3ae8$89e74260SLocalHost @minowa> 
NNTP-Posting-Host: 202.214.1.52 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBS3$3S$CSF!"K\EVSK#S#CHESN?MSOFISSSGSISSSN!) ¢ (J 
ESBFISSSGSKS+SIS&S+!"3NG'=PMh$kJI}K!SCSFLSSSSNS+SJ!) ¢ (J 


¢SB<ALGSHS+MWK>S$K! "JV; vSr=q$+SISSM}M3SCSF2?!)¢ (J 


—-MESSAGE FILE 23280 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000554html-. html 


--MESSAGE FILE 23281 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000555html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "T.Nomura" <tnomura@mail.chabashira.co.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCI1QjJRSNTI1QObK 
Date: Tue, 17 Feb 1998 01:18:08 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 

Message-ID: <34E866C0.8D3B7D58@mail.chabashira.co.jp> 
NNTP-Posting-Host: 202.247.52.65 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [ja] (Win95; I) 


Gl 


IERE 


ESBSFS9%H! "SFSOSH!"SF!<S9SHz (B 


—-MESSAGE FILE 23281 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000555html-.html 


--MESSAGE FILE 23282 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000556html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: O@goo.club.or.jp (saizo) 

Newsgroups: playstation.ny.test 

Subject: =?1ISO-2022-JP?B?GyRCMnEwdzUsTHNKUTK5REXDTiQtJUD8kaxsoQg==?= 
Date: Tue, 17 Feb 1998 19:32:04 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <199802171932040@goo.club.or.jp> 

NNTP-Posting-Host: 210.132.144.204 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.026 


éSBIlu=qSGMhS$*S7S?!#¢ (Bsony;$B$+SiSN2q0w5, LSJQ99DLCN! #¢ (B 


saizo http://wwwl.scei.co.jp/~dqb00718/ 
—-MESSAGE FILE 23282 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000556html html 


--MESSAGE FILE 23283 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000557html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: mocona@ss.iij4u.or.jp (UEYAMA Satoshi) 
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Newsgroups: playstation.ny.test 

Subject: Re: =?1ISO-2022-JP?B?GyRCMnEwdzUsTHNKUTK5REXDTiQtUD8kaxsoQg==?= 
Date: 17 Feb 1998 12:21:00 GMT 

Organization: IIJ4u user 

Lines: 16 

Message-ID: <6cbvbcSmj@newsl.scei.co.jp> 

References: <199802171932040@goo.club.or.jp> 

NNTP-Posting-Host: 210.130.72.145 

X-Newsreader: mocona 1.0-alphal.5 


> ¢~$Blu=q$GMh$*$7$?!#é (Bsonyg$B$+$i$N2q0w5, LsJQ99DLCN! #¢ (B 


2 $B; dSNSH$3$m$K$bK\F | E~CeS7SFS$$*$7$?!#[) $/1"z (B 


1) ¢$B2q0w1?1D%5!<%PSGSN3hF0; (B 
2) S ŠBL5NA4 | 4V ( B 98 ¿$BG/¿ (B 12 չ587ոտ՞Տ561429:չ (B 
3) 98 ¿$BG/#77n0J9_ Crees I<SI%$S*%$s%j!<2=¿ (B 


¿SBS$SHS$SNS3$HS$SGS9$, !Dz (B 


¿SBMW$9SkSK!";v<B>e¿ (B SCEI ¿SB$SOSM%$C%$HSd$Sm$&S<S+SiE1B`!"$CSŠF$3S$HSGS9$ShSMI!"¿ (B 
¿SBS3S1!#¿ (B 


¿SB?";3 ; (B ¿SB8g;J¿ (BS ¿ SBFfSN@8J*0&9%2H; (B 
http://wwwl.scei.co.jp/-ekb01823/ 
--MESSAGE FILE 23283 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000557html.html 


--MESSAGE FILE 23284 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000558html.htm 
ի 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: ¢SB2q0w5, LSUQ99DLCNS—S$?Sk3 (J 

Date: 17 Feb 1998 15:45:05 GMT 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <01lbd3bb9Sbe5e94e0S60elflca@dns.trot.co.jp> 

References: <199802171932040@goo.club.or.jp> <6cbvbcSmj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 2) ¿$BL5NA4|4V¿ (J 98 ¿$BG/¿(J 12 ¿$B7n$^$G1dD9; (J 
> 3) 98 ԱԱ C Pa ss n I<%SI%*%s%j!<2=;(J 


¿SBS3S1SCSF!"KMSŠSNSHS3SmSKSOS“*SQ@MhSFSJSSSNSGS9S, !"¿ (J 
¿SB%M%$C%$H$d$m$&$<G/FbGO0; _$C$F805&; vSJSSSG59S+SMS' Í) ¿ (J 
¿SBSE l <Ss} "$ASC$HSASJ;OSa$7$PS+SISISNŞK! "H>G/SNL? (J 
oe hat seve a 


«MESSAGE FILE 23284 END: net-yaroze- Gee oonan0 = SCEI/ny/test/00000558htm1. html 


--MESSAGE FILE 23285 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000559html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCMnEwdzUsTHNKUTkK5REXDTiQtJD8kaxsoQg==?= 
Date: Wed, 18 Feb 1998 00:43:11 +0900 

Organization: Japan 

Lines: 24 

Message-ID: <34E9BOOF.AOESTF4C@geocities.com> 

References: <199802171932040@goo.club.or.jp> <6cbvbcSmj@newsl.scei.co.jp> 
Reply-To: t_youhei@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.88 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SBS?S3SNS9S1SGS9!#¿ (B 
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2 SBS&SASKSb: $F | $-S*S7$?! #2 (B 


> 1) ¢g$B2q0w1?1D%5!<SPSGSN3hF0¢ (B 
> 2) ¿SBL5NA4|4V¿ (B 98 :586/: (8 12 ¢$B7n$*$G1dD9¢ (B 
> 3) 98 ¿S$BG/#77n0J9_!"%$5!<%P$N%$j!<%$IS*%$s%j!<2=¿ (B 


¿SB#1!K!"#2!KSOSoS+SjJS“S9!#¿ (B 
¿SBS?S@!"#3!KSNOUL#S,ShS/SoS+$SiSJSSSsSGS9%1SI¿ (B 
¿S$BS3$1$CSFS$SIS&SSS&OUL#SGS9S+!)¿ (B 

¿S$B<+J, S$SNS[!<%` $Z!<%8$, :nS1$IS/SISKSCSFS3SHSGS7$g$&$+!) ¢ (B 


ee] AEE tti] t fel t F] 3 tau sa] ta (B 
¿SB!!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d (B 
http://wwwl.scei.co.jp/-bns00250/index.html 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿$B:GE, 2=<B83<<#1#2$r:n@.!#¿ (B 


¿ $B:G=*99?7F|;~!!!!1#2!?7#1#2¿ (B 
¿$B99?7M=DjJF|!!!!!1#2!?!)!)¿ (B 
¿$B!]!]!J]!]!]!]!]!J]J!]!]!J!]!J]J!]!]!]!]!]!]!]!]!]!]!]!]!]¿(B 

--MESSAGE FILE 23285 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000559html.html 


--MESSAGE FILE 23286 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000560html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: O@goo.club.or.jp (saizo) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1SO-2022-JP?B?GyRCMnEwdzUsTHNKUTK5RExXDTiQtUD8kaxsoQg==?= 

Date: Wed, 18 Feb 1998 01:08:45 +0900 

Organization: PlayStation Net Yarouze 

Lines: 19 

Message-ID: <199802180108450@goo.club.or.jp> 

References: <199802171932040@goo.club.or.jp> <6cbvbc$mj@newsl.scei.co.jp> <34E 
9BOOF .AOE57F4C@geocities.com> 

NNTP-Posting-Host: 210.132.239.4 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Posting-Software: WSNews 2.026 


Youhei TAKADA <t_youhei@geocities.com> wrote: 
>> 1) ¢$B2q0w1?1D%5!<%PSGSN3hF0¢ (B 
>> 2) ¿$BL5NA4|4V¿ (B 98 ¿SBG/¿(B 12 z$B7n$*$G1dD9z (B 

>> 3) 98 ¿$BG/#77n0J9_!"%$5!<%P$N%j!<%I%*%s%j!<2=¿ (B 

> 

>eESBHIIK!I"#2!KSOSOS+S4S*°S9! #3 (B 
>¿SBS?S@!"#3!KSNOUL#S,ShS/SoS+SiSJSSSsSGS9S1SI;¿ (B 
>2SBS3S1SCSFSIS&SSS&OUL#FSGSIS+!) ¢ (B 

>¿$B<+J, SN$ [! <S`%Z!<%S8%$, :nS1SJIS/STSKSCSFS3SHSGS7SgS&ES+!) 2 (B 


¿SB%[!<%`%Z!<%8S$S@S1S$S8ScSJS/SF!"¿ (BNetnews; $B$b=q$-9~$_¿ (B 
¿SBS$SGS-SJ$S/SJ$Sk$s$8$c$J$S$G$9$+;¿ (B? 
SCEI;$B$0%5!<%P1?1DS$r$d$aS$k!"SCSFS3SHS@SH;WSSS*S9! #3 (B 


ESBS"SHS3SNJ8=q$KSO!"z (B98¿SBG/¿ (B3z¢$B7n$G?75, 2q0wJg=8Sr=*N; S9SKSCSF¢ (1 
ESBS"SIS*STS?! #2 (B 


ա 


saizo http://wwwl.scei.co. jp/~dqb00718/ 
—-MESSAGE FILE 23286 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000560html1. html 


--MESSAGE FILE 23287 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000561html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: “einsiedler" <einsidle@cb3.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 17 Feb 1998 19:01:13 GMT 
Organization: Playstation NetYaroze 
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Lines: 6 

Message-ID: <6ccmppSlhb@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.203.215 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


éESB=*SoSkAOSK! "3 (J 
test 
¿SBS7SFS*S3S&!#¿ (J 


_ einsiedler http://wwwl.scei.co.jp/-ahs03099/ _ 


--MESSAGE FILE 23287 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000561html.html 


--MESSAGE FILE 23288 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000562html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 

From: "izumi" <izm@ma2.seikyou.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-4jp?B?UmU6IBskQjJxMHc1 LExzS1E50URMQ04kLSQ/JGsSbKEI=?= 

Date: Wed, 18 Feb 1998 07:22:03 +0900 

Organization: PlayStation Net Yarouze 


Lines: 20 
Message-ID: <6cd2tfSluc@newsl.scei.co.jp> 
References: <199802171932040@goo.club.or.jp> <6cbvbc$mj@newsl.scei.co.jp> <34E 


9BOOF .AOE5STF4C@geocities.com> <199802180108450@goo.club.or. յք» 
NNTP-Posting-Host: 202.33.46.1 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>¿SBS[!<%`%Z!<%8$S@S1S8Sc$JS/SF!"¿ (BNetnews; SBSb=q$-9~$_¢ (B 
>¢ $B$G$-$J$/$J$k$s$8$c$J$$$G$9$+; (B? 
>SCEIz2$B$0%5!<%P1?1DSrSdSaSk! "SCSFS3SHS@SH; WSSS*°S9! #3 (B 


ESBS (SC!Dz (BNetNews¿ SBSbS$dSaSk$sS$GS7Sg$&S$t¢ (B 
¿S$BM#01$N>pJs8r49$N>1$J$N$K;¿ (B 

2 SBS; SaSFS$3$3$@$1$0; DS7SFM_$7$+$CS$?SNSKSJ$!¢ (B 
>z¢SBS"SHS3SNJ8=q$KSO!"z (B98¿SBG/¿ (B3z¢$B7n$G?75, 2q0wJg=8Sr=*N; S9SkKSCSF3 (B 
>ESBS"SIS*S7S2! #2 (B 


¿ $BK\3JE*$KGQ; _$K8~$+$C$F$^$9$M (B 
ESBS&S$&S$%!D@dK>S$@S!¢ (B 


éESBSSS:S_¢(B(izm@ma2.seikyou.ne. jp) 


--MESSAGE FILE 23288 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000562html.html 


--MESSAGE FILE 23289 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000563html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "minowasi" <minowaQhellonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: ¿SB2qOw5,LsJQ99DLCNS-S?Sk¿ (J 

Date: 18 Feb 1998 11:05:48 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01lbd3c5b$f£59030c0SLocalHost @minowa> 

References: <199802171932040@goo.club.or.jp> <6cbvbcSmj@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.59 

X-Newsreader: Microsoft Internet News 4.70.1155 
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> ¿SBMWS9SkSK!";v<B>e¿ (J SCEI gSBSOSMSCSHSd$Sm$&$<S$+SiE1B° !"SCSFS3SHSGS9SHSM!"¢ (J 
> ¿SBS3S1!#¿ (J 


¿SB$S=S&SSS&;vS_S?SSSGS9SM: (J 


éSB2q0wJg=8S$bDy@ZSk$_S$?SSS@S1SI!"7k6I!"2q0wSCSF2? ?MSOSiSSSISs$@$m!) ¿(J 


é$BS$_$NOB; f¿ (J 


—-MESSAGE FILE 23289 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000563html1l.html 


--MESSAGE FILE 23290 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000564html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: minoru@isl.intec.co.jp (Minoru Matsumoto) 

Newsgroups: playstation.ny.test 

Subject: Re: =?1ISO-2022-JP?B?GyRCMnEwdzUsTHNKUTK5REXxDTiQtUD8kaxsoQg==?= 
Date: 18 Feb 1998 11:23:28 GMT 

Organization: INTEC System Laboratory Inc. Ltd. 

Lines: 27 

Message-ID: <34eac23ep5710@base.minoru.isl.intec.co.jp> 

References: <199802171932040@goo.club.or.jp> <6cbhvbcS$mj@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.156.25 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 


Շզ203222 ¿$B$N>>K\¿ (B ¿SB<BSGS9!#¿ (B 


In article <6cbvbcSmj@newsl.scei.co.jp>, mocona@ss.iij4u.or.jp says... 
> 
>> ¢~SBlu=q$GMh$*$7$?!#2 (Bsony¿$B$+$i$N2q0w5, LsJO99DLCN!#;¿ (B 


¿ SBM9IX%] S9SHSr$h$/8+$ ?$SiSOS5SS*$CSFS$*$7$?2! #2 (B 


> 

>¿ $B; dSNSHS3Sm$KSbK\F | E~CeS7SFSSS*S7S$?!#[)$/!"2 (B 
> 

>1) ¢$B2q0w1?1D%5!<%SPSGSN3hFO0; (B 

>2) ¢SBL5NA4|4Vz(B 98 ¿$BG/¿(B 12 ¢$B7n$*$G1dD9; (B 
>3) 98 ¿$BG/#77Nn0J9_!"%5!<%P$N%Jj!<%I%*%5s%j!<2=; (B 
> 

>¢ SBSHSNS3SHSGS$9$, !D¿ (B 

> 
>¿SBMWS9Sk$K!";v<B>e¿ (B SCEI zg SBSOSM%CSHSd$mS$&S<S+SiE1B* !"SCSFS3SHSGS9ShHSM! " չ (B 
>¢ESBS3S1!#¢ (B 


(1), (2) ¿$B$O$H$b$+$/!"¿ (B(3) ¿$B$O1F6A$,Bg$-$$$H;W$&$s$G$9$, !" (B 
¿SBS+SsS8SsSNM)M3S,=qSS$SFSJSS¿ (B... ¿SB!#¿ (B 

(1) ¢SB$b8=>uSGSIS&$dSCSFHs2q0wSH8rn.$7Sm! "SH8QS&SSSGS7$SgS$&S$+¢ (B? 
¿SBS&!<Ss!#SbS&>/S7!"@?0US,M_S7SS5SS, S9SkSNSO;dS$S@S1S@SmS&S+¿(B...¿SB!#¿ (B 


<minoru@isl.intec.co.jp> 


—-MESSAGE FILE 23290 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000564html-.html 


--MESSAGE FILE 23291 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000565html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: Wed, 18 Feb 1998 20:34:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <6ceha2S3nr@newsl.scei.co.jp> 

References: <01bd3ae8$89e74260$LocalHost@minowa> 
NNTP-Posting-Host: 202.231.136.112 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34EAC751.1827@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JGSX-RzSBSGS"S4S*S9!#3 (J 

minowasi wrote: 

> 

> ¢$BS3S3SCSF! "K\EVSK#S#CHESN?MSOFISSSGSISSSN!) ¢ (J 


¢$B!!0JA0!"CcC+$5$s$,Ej9FS7SFS?;v$,S"S5S*°S7825, !Ag (J 
2$B!!S"S1S0;2 (JfreetalkzSBS@SC$?$+SJI!) 2 (J 


¿$B!!>1=j$O$H$b$+$/!"$=$&$$$8&; v$, $"$J$^$7$?!#¿ (J 
¿SB!tS$S=S&SSS (SP; (JU004¿SBSHSSS&J)SbSSSiSCS$S7ScSSS$S2S7S?!#S*855SSGS9S+!)¿ (I(^^; 


> ¿SBFISs$GSk$S+$IS&$+!"3NG'=PMh$kJ)K!$C$FL5SS$SNS+$J!)¿ (J 
> ¢S$B<ALGSHS+MWK>SK! "JV; vSr=q$+SISSM}M3$CSF2?!) 2 (J 


¿SB!!=qS-=PS$95SH%$-%jS,SJS/SJSkS+SiSGS7SgS&!#; (J 


—-MESSAGE FILE 23291 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000565html.html 


--MESSAGE FILE 23292 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000566html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUDMkTk 9DOmokTxsoSg==?= 

Date: Wed, 18 Feb 1998 20:36:37 +0900 

Organization: PlayStation Net Yarouze 


Lines: 2 

Message-ID: <6ceha4S$3nr@newsl.scei.co.jp> 

References: <199802171932040@goo.club.or.jp> <6cbvbc$mj@newsl.scei.co.jp> <34E 
9BOOF .AOES7F4C@geocities.com> <199802180108450@goo.club.or.jp> <6cd2tfS$luc@newsl.sce 
i.co.jp> 


NNTP-Posting-Host: 202.231.136.112 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34EAC7BD.1D62@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (Jtest¿$B$G$J$/$F!";¿ (Jyj.freetalkz$BS$"$?S 5SGSd848%*S;SsS+!)2 (J 


—-MESSAGE FILE 23292 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000566html1. html 


--MESSAGE FILE 23293 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000567html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCN3pAX0UqJEckSiQkTONCaiRHJTQhPBsoSg==?2= 
Date: Wed, 18 Feb 1998 21:22:07 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <6cejuh$3to@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.136.112 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <34EAD25E.3A93@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


~SB%5!<%P1?1DSKSDSSSFSN7z@_E*SJOCBjSO!"3 (J 
éESBSHSJS"S(S:¢ (Jplaystation.ny.yj.freetalkzSBSK!*!*!*¢ (J 
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ՀՏՏՏ-ՏԵՏՏՏԵՏՕՏ1ՏՇԱ" չ (JIGSX-R¿$B$G$"$J$^$9!#¿ (J 


2 SBOFFb=4j$Nz (J (1) ¿$B$K$h$k$H!">/$J$/$H$b2q0w5, LSSNHOOOFDSGBP303hF0$, ¢ (J 
éESBSGS-SkShS&SKSISkSOS1SGS9SHSM! #2 (J 


¿SBSH!"SSS&S3SHSO!"¿ (INY SBSOSTS&SSS&SDSNSGS"SCS$2$+$r!"30SK=qS1$k$H¢ (J 
¿SBSSS&S3SHSGSOSJS+SmS&S+SH¿ (Մ(՞՞չչչչ: 
¿SBK=AvS$7$9%$.Sk$HHpknCf=)SGAJ$S ($i$1$+$M$^$; $s$, ¿(J (¿SB>P¿ (J) 


--MESSAGE FILE 23293 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000567html.html 


--MESSAGE FILE 23294 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000568html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Catfish" <catfish@trot.co.jp> 

Newsgroups: playstation.ny.test 

Subject: ¢$B%8%c%s%/%a!<%k!K!!:rF|F;$rdb$SSFS$Sk$Hz (J... 
Date: 18 Feb 1998 20:31:20 GMT 

Organization: PlayStation Net Yarouze 

Lines: 12 

Message-ID: <01lbd3caa$e10749a0S60elflca@dns.trot.co.jp> 
NNTP-Posting-Host: 202.241.225.96 

X-Newsreader: Microsoft Internet News 4.70.1161 


2$B:rF | K?=jSNKkD%IU6aSrdubS$$FSSS$kSH%"%_%e!<%:%ass%H7OSN2MS$, չ (J... 


ESBHA!VS=SK!<S, $M$CSHSdSmS&S<SNSS%Ss%?!<%M%SC%SH3hFOSdSaSkSsS@SCSF!W (J 
ESBHB! VS (SC!) SGSDB>SNSHS3$m$G%5!<%PN) $A>e$2$kOC$7$, $"$k$s$G$7$9g!) !We (J 


éSBSISTSHOCS5S1SFS$Sk?MS, ՏՏՏ՞Տ7Տ2Տ, !"; v$N??56$, J, ՏԻՏ1ՏՄՏՏՏԱՏՇՏՏՏԸՏՏՏ / Հ (J 
¿$B%a!<%k$H$7$FFI$s$G$/$0$5$$!# (J 
¿SB0OxS_SK!"%“%8SGJ9S-S+S8SCS?OCS7SJSNSG!";WSSSCS-S3jJ9S-<*SrN)SFS?SNSO¿ (J 
ՀՏՔՑՑՏՃՏ՞ՏՇՏԵՏ"ՏյՏ՞ՏչՏտտ, !"S3S10J>eSN;vSOSoS+S$jJS S;SSSGS7S?!J>P !K¿ (J 


2 SBS7S$+$7!"; E; v35%\$C$F2?=h$K9T$C$F$?$+%P%1%P%l (J (՞ A; ;; 
¿SB!!!II11I1I11IIIlIIIIIIIlIIIIIIIIIIIIIlIIlIlIIIlIlIIlIlIllIIK|G/=1?4<TSŠN;ç (J Catfish 
—-MESSAGE FILE 23294 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000568html.html 


--MESSAGE FILE 23295 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000569html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "minowasi" <minowaQhellonet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: TEST 

Date: 21 Feb 1998 00:15:21 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bd3e5c$0c07e800$LocalHost@minowa> 

References: <01bd3ae8$89e74260$LocalHost@minowa> <6ceha2$3nr@news1.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.61 

X-Newsreader: Microsoft Internet News 4.70.1155 


> > ¢$B<ALGSHS+MWK>S$K! "JV; vSr=q$+SISSM}M3SCSF2?!)¢(J 
> 
> ¿SB!!=q$-=P$9S$SH%-%j$, SJS/SJSkS+SiSGS7SgS&!#¿ (J 


¿SBSGSb!"5;=QE*SJ<ALdSKFEzS(S?Sj!"46A[Sr=qS$SSS?S3j)SHS+¿ (J 
¿SBR@Q6KE*$J%$5%]!<%H$r$7SFS1SP!":#SN>u67$K$JSCSFS$JS+$SCS$S?5%$$,$7S2%S9;¿ (J 


--MESSAGE FILE 23295 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000569html.html 


--MESSAGE FILE 23296 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000570html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!sada 

From: sada@xa2.so-net.or.jp (Sadahiro Shimoohzono) 

Newsgroups: playstation.ny.test 

Subject: test 
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Date: 22 Feb 1998 13:09:08 GMT 
Organization: NY 

Lines: 4 

Message-ID: <6cp81kSh78@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.210.233 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-2022-JP 

X-Newsreader: WinVN 0.99.77 PLO1 (x86 32bit) 

X-Newsreader: gnspool [Version 1.36 alpha Feb.14,1997 (Windows) ] 


test 


¿SB2<Bg1`¿(B ¿SBDg42¿ (B (sada@xa2.so-net.or. jp) 
--MESSAGE FILE 23296 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000570html.html 


--MESSAGE FILE 23297 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000571html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "Takatoshi Suenaga" <taka-s2@wa2.so-net.or.jp> 
Newsgroups: playstation.ny.test 

Subject: gSBSFS9SH¢ (J 

Date: 22 Feb 1998 13:26:04 GMT 

Organization: PlayStation Net Yarouze 

Lines: 1 

Message-ID: <01lbd3f94Sbaec4d00$94d884d2@taka-s2wa2> 
NNTP-Posting-Host: 210.132.216.148 

X-Newsreader: Microsoft Internet News 4.70.1155 


ESBSFS9SH: (J 
-—-MESSAGE FILE 23297 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000571html. html 


--MESSAGE FILE 23298 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000572html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "Taka.s" <taka-s2@wa2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: ¿SBSFS9SH¿ (J 

Date: 22 Feb 1998 13:28:50 GMT 

Organization: PlayStation Net Yarouze 

Lines: 7 

Message-ID: <01bd3£95$1d454d80S$94d884d2@taka-s2wa2> 
References: <Olbd3f£94Sbaec4d00$94d884d2@taka-s2wa2> 
NNTP-Posting-Host: 210.132.216.148 

X-Newsreader: Microsoft Internet News 4.70.1155 


Takatoshi Suenaga <taka-s2@wa2.so-net.or.jp> wrote in article 
<O01lbd3f£94Sbaec4d00$94d884d2@taka-s2wa2>... 

> ¿SBSFS9SH¿ (J 

> 

¿$B%$F%9%H$G$9¿ (J 

—-MESSAGE FILE 23298 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000572html.html 


--MESSAGE FILE 23299 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000573html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 
Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCQZEkSiRrJUYLOSVIGyg=?= 
Date: 22 Feb 1998 14:56:42 GMT 

Organization: IIJ4u user 

Lines: 5 

Message-ID: <6cpebaShgf@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.72.45 

X-Newsreader: JavaMilk 1.0alphal 


2 SBSKSe!<S$ISK%e! <39% 4! <SQSTSNSGSFS%9SHz (B 
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Message-ID: <3581c646.25374761@www.netyaroze-europe. com> 

References: <35818955.7815668@easynet.co.uk> <01lbd1lfb8Sbd8fbfc0$973e63c3@default> 
NNTP-Posting-Host: th-engl0-056.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 12 Jun 1998 23:19:58 GMT, "Peter Dollochan" 
<Peter.Dollochan@btinternet.com> wrote: 


>Hi Phil, 
>Yup I'm plan on entering the compo with my racing game which hopefully by 
>then 

>will look like a racing game(still haven't heard from anybody wanting to do 
>some 
>cool models though). 

>Also it looks like the game will be a joint effort but that bit's a big 
>secret ;) 


>The Middlesex uni thing looks like it will be a success wot with Rob Swan 
>doing 

>some (maybe all) of the stuff :) 

> 

>Pete. 


Hey! Don't give my brother a bigger ego than he has already! 


Barry Swan aka Gerbil 
—-MESSAGE FILE 2451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01154 


—-MESSAGE FILE 2452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001155 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 
Date: Sat, 13 Jun 1998 00:23:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <3581c57£.1876507@news.playstation.co.uk> 
References: <35818955.7815668@easynet.co.uk> 
NNTP-Posting-Host: 194.168.235.153 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 12 Jun 1998 21:02:39 +0100, philg <philg@easynet.co.uk> wrote: 


>Hello all 
> 
>I usually hang out on the .beginners list and ask daft questions. 
>Haven't been much use to anyone yet apart from posting some notes on 
>getting started with using the Mac for Yaroze development. 

> 

>Anyway, after being a Yaroze member for about 5 weeks I'm thinking about 
>getting down and doing something more than getting that first sprite on 
>the screen. So I was going to use the GDUK competition to give me some 
>incentive. I haven't got a hope of getting anywhere, but at least it'll 
>get me off my ass. 

> 

>Is anyone else working on anything for the competition? 

> 

>Maybe some of us can do a joint entry. I'm also going to be doing the 
>Net Yaroze short course at Middlesex University at the end of July - 
>anyone else going to be there? 

> 

>Cheers 

> 

>Phil 

> 


I might possibly be entering it if I can get my 3D collision detection 
sorted out by August ! I have a 3D shoot-em-up which is 40% complete. 
Either that or if my next game project which is some sort of tile 
based scroller is ready I might enter that. ( I'm definitely not 
entering my Space Invaders clone which would have no chance but can be 
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¿SB?";3¿ (B ¿SB8g;J¿ (BS;SBFfS$SN@8J*0&9%2HR;¿ (B 
http://wwwl.scei.co.jp/-ekb01823/ 
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—-MESSAGE FILE 23299 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000573html.html 


--MESSAGE FILE 23300 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000574html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: UEYAMA Satoshi <mocona@ss.iij4u.or.jp> 
Newsgroups: playstation.ny.test 

Subject: Re: =?ISO-2022-JP?B?GyRCOzZEKSiRrJUY1LOSVIGyhC?= 
Date: 25 Feb 1998 09:23:42 GMT 

Organization: IIJ4u user 

Lines: 10 

Message-ID: <6d0nuuSqfr@newsl.scei.co.jp> 

References: <6cpebaShgf@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.130.72.27 

Mime-Version: 1.0 

Content-Transfer-Encoding: 7bit 

X-Newsreader: JavaMilk 1.0alphal.2 


In article <6cpebaShgf@newsl.scei.co.jp> 
UEYAMA Satoshi <mocona@ss.iij4u.or.jp> writes: 
> ¢SBSKSe!<SI%K%e!<39%4!<S@STSNSGSF39%H3 (B 


ESBSIS+SIS+SKSP%0S,B?$+SCS?SNSG: FEYSFS9%H! #2 (B 


¿SB?";3¿ (B ¿SB8g;J¿ (BS ;SBFfS$SN@8J*0&9%2HR;¿ (B 
http://wwwl.scei.co.jp/~ekb01823/ 


—-MESSAGE FILE 23300 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000574html. html 


--MESSAGE FILE 23301 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000575html.htm 


1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 


From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.test 


Date: Sat, 28 Feb 1998 01:57:42 +0900 
Organization: Japan 

Lines: 64 

Message-ID: <34F6F086.51743FDD@geocities.com> 
Reply-To: t_youhei@twosoft.office.ne.jp 
NNTP-Posting-Host: 202.224.160.98 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


¿SBS?S3SNS95$51$GS9!#SSSA1"SHS$SFS$SbSOSiSo$S?$, SOSDSOSD<QS (SFS*S9! #3 (B 


¿SBšSASgSCS$SH!";dSN6rCT$rJ9SSSFS/S@S5SS!#¿ (B 


2$B<BSO!";dD94 | SN3P%S%HSHS7SFSHS"SKDEED! (S$K$ "$k8DJL;XF3=NSN; (B 
¿SB%$P%*$S%*sH$r;OSaS?Ss$G$9!#; (B 


= 


¿SB:G=i!"<x6HŠ$rŠIS&SŠSS&IwSK?JSaSkSNS+BNSG46S8$kS?SaSK<x6HIw; ( 
¿$B7I$N8+3X$r6/MW$5$1$^$7$?!#46A[J8!J!)!K$H$$$&2]BJIU$-$G!#¿ (B 
¿$B$3$1$, !"7W#3; ~4V! #2 (B 


¿SBSGSb!"S3S1SrSdS$SCS?8e!"; (B 


2$B!!!VS3SNJI, SNS*5kNASOSGSJISS$S$+S$i!Wz (B 


ESBSH8@SOS1S*S7S?! #2 (B 
ESBS; $C$+$/D94 | SGSHSCSFS/S1SkSs$@S+SiS*S!!"S,S*SsS9SkS+z (B 
¿SBSH!"S3S3SO2fK)!#¿ (B 


¿S$B$SG!"<BA)8&=S$S$H$SS$S&ŠSJSN<B:] SN<X6HSNSESISDSAS, ;O$^$J$^$7$?!#¿ (B 


2$B:G=iSN<x6HS$@$1S$0#1%3%*%01 2MSN#2%3%°SG$7$2S, !"FSF|L\$+S$iS$0¢ (B 


Subject: =?i1so-2022-jp?B?GyRCUEBEKZyRDJEg2ckNUJHJKOSQKJEYkLyRAJDUKJBsoQg==?= 
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¢ SBH1%S3%°#2 2?M0J>eF1; ~$KS&S1SbSAS*S7S$2! #3 (B 
¿SB8&=SSOL>SPS+SjSG!"<B:]SK65S(J)Sr65S (ՏԲՏԵՏ15ՇՏ2ՏԱՏՕՏ [Ss$Nz (B 
ESBHL#O0T, $/SiSSSG!"8eSOS9SYSFS*S+S5515*S7S27! #3 (B 


ESBS ?$@!"; ~4VBSS, SASGSSSHCY$/!"2HS$K5"$k; ~4V$, $"$^$j$K$b: (B 
¿SBCYS/SJS$9jJS9S.SF:SSk!JSASgSSSHSoS, Տ՞Տ՞ՏՔՏՏՏՃՏԱՏՕՏՀՏՏՏՈՀ (B 
¿SBSSSF!KSH8@SCS?Si!"S=S&S9SkSHS&SASGSOF/S1SJSSSH8@SoS1S?!# (B 


¿SBS=SN>1SO!"S*S!S,SSSPSCSFS_SkSH8@SCS?SbSNSN!"ESCfSG¿ (B 
¿$B$D$i$/$J$C$F$d$a$k$h$j$O!":#$d$a$?IJI}$, $$SSSSJSH;WSS (B 
éSBEEOCSG! "S$dS$aS$*S9SHSS$SCS?! #2 (B 


ESBS=S7$?Si!l"2 (B 


en meee neers 
SSB!!! ւմիֆթտ/51575588: Sšk!W (B 


¿SBSHSNS3SH!#¿ (B 


ա 


LSBS=S1SG!"<!SN<x6H$r65$ ($^$7$?!#$3$NF | ՏՕՀՀՁ9Տ, $$$^$; $5$G$7$?! #2 (J 
éESBS=S1SG!"<x6HS,=*SoSkSH! "32 (B 


ESB! !!VSISs$G$b!"8&=SCESN5SKNASOL5SSSCSFSh! Wz (B 


¿SBSHSSS&!"EA8@S,EAS(S1iS1S“S7S?!# (B 


¿SB!!S*SS$*SS!"SUS6$S1SkSJSh!*¿ (B 
¿$B!!$b$A$m$s5c$-?2F~$j$0$7$^$;$s!#¿ (B 

¿$B!!$?$H$ (!"$3$C$A$, B; $r$7$F$bB; 32$rM?$ ($F$"$2$^$9!#z (B 
¿$B!!3P89g$7$F$m$h$P$C$-$c$m!<!<!<!*!*z (B 


ՀՏՑ| | Աաաա Ա ՈՆԱ 5 Աաաա ՊՈՆ 
¿SB!1!!!11S?S3SNS9S1¿ (B(t_youhei@twosoft.office.ne. jp) 


ESBic!c!c;dSN%S[!<%°S2Z!<S8!d!d!dz (B 
http://wwwl.scei.co.jp/~bns00250/index.html 
http://www.amy.hi-ho.ne. jp/~kz-takada/youhei/ 


2$B8=:_!"8x3+HGSNJ}$, $A$c$/$A$c$/$H99?7Cf;¿ (B 
¿SB:G=*99?7F|;-!!!1#g#212?4#1#2¿ (B 
Sn DjF|!!!111#2!21)!) (B 


ESB LPL 54] r)1] 51124) Pe eT eee) ee) ee E 
-—-MESSAGE FILE 23301 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000575html. html 


--MESSAGE FILE 23302 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000576html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: AOI <QYRO5006@nifty.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Tue, 17 Mar 1998 03:19:07 +0900 

Organization: nasi 

Lines: 1 

Message-ID: <350D6D1B.3338@nifty.ne.jp> 
NNTP-Posting-Host: 202.248.14.113 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB%$F%9%HSG$91#; (J 
--MESSAGE FILE 23302 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000576html.html 


--MESSAGE FILE 23303 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000577html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: AOI <QYRO5006@nifty.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCUCokKhsoSg==?= 

Date: Tue, 17 Mar 1998 03:25:16 +0900 
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Organization: nasi 

Lines: 1 

Message-ID: <350D6E8C.1835@nifty.ne.jp> 
NNTP-Posting-Host: 202.248.14.113 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.011 [ja] (Win95; Լ) 


¿SB%F%9%HSG$91#; (J 
—-MESSAGE FILE 23303 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000577html. html 


--MESSAGE FILE 23304 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000578html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "731" <risk@isnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Test 
Date: 16 Mar 1998 20:03:52 GMT 

Organization: none 

Lines: 2 

Message-ID: <01bd5114$e85014c0$98088dd2@ jun-fujisawa> 
NNTP-Posting-Host: 210.141.8.152 

X-Newsreader: Microsoft Internet News 4.70.1161 


ESBSSS$*S5$iS$G$9$, *sF%9%SHSGS9!#¿ (J 


--MESSAGE FILE 23304 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000578html.html 


--MESSAGE FILE 23305 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000579html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "731" <risk@isnet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Test 

Date: 16 Mar 1998 20:05:56 GMT 

Organization: none 

Lines: 6 

Message-ID: <01bd5115Sff13e960$98088dd2@jun-fujisawa> 
References: <01bd5114$e85014c0$98088dd2@jun-fujisawa> 
NNTP-Posting-Host: 210.141.8.152 

X-Newsreader: Microsoft Internet News 4.70.1161 


> ¢S$BS$$*S5SiSGS9S, SFS9SHSGS9!#z (J 
> 
¢$B%1%9SNSDS$1$+$?S0S3S1SGSSSSSN$+S$I!) Հ (J 


—-MESSAGE FILE 23305 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000579html. html 


--MESSAGE FILE 23306 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000580html.htm 


1 

Path: chuka.playstation.co.uk!news 
From: "jack" <jackh@freenet .uk.com> 
Newsgroups: playstation.ny.test 


Subject: test 

Date: Fri, 20 Mar 1998 10:47:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6eth3t$15r34@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.164.183.160 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


just a test file. 


—-MESSAGE FILE 23306 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000580html1. html 
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--MESSAGE FILE 23307 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000581html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!tadanori 

From: tadanori@fa2.so-net.or.jp (tadanori tezuka) 

Newsgroups: playstation.ny.test 

Subject: test 
Date: 20 Mar 1998 16:43:33 GMT 

Organization: so-net 

Lines: 1 

Message-ID: <6eu6blSbgl@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.200.80 

X-Newsreader: mnews [version 1.21] 1997-12/23 (Tue) 
X-Newsreader: gnspool [Version 1.35 Sep.1,1996 (DOS32) | 


test 
—-MESSAGE FILE 23307 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000581html. html 


--MESSAGE FILE 23308 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000582html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: giw@vc-net.or.jp (¿⁄¿@¿ L Í) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJF4kJCQvVvJEYkOSRIGyhC?= 
Date: Sat, 28 Mar 1998 07:56:40 +0000 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <19980328075640giw@vc-net.or.jp> 
NNTP-Posting-Host: 202.215.20.101 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.026 (UNREGISTERED) 


¿$B%$F%9%H=q$-9-$_$G$9¿ (8(՞՞)/ 
¿SB$?$+$.So¿ (B giw@vc-net.or.jp 
--MESSAGE FILE 23308 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000582html.html 


--MESSAGE FILE 23309 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000583html.htm 


1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "=?iso-2022-jp?B?GyRCJU0LOyYVIJGOkbSQmIDwWbKEI=?=" <Ichiyama_Shinji@msn.com> 
Newsgroups: playstation.ny.test 


Subject: test 
Date: Tue, 31 Mar 1998 19:29:40 +0900 
Organization: PlayStation Net Yarouze 
Lines: 2 
Message-ID: <6fqgu0Sikf@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.195.209 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


test 


—-MESSAGE FILE 23309 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000583html.html 


--MESSAGE FILE 23310 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000584html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "Susumu Nara" <s_nara@mse.biglobe.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Tue, 31 Mar 1998 21:38:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <6éfqomeSirt@newsl.scei.co.jp> 
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NNTP-Posting-Host: 202.219.24.49 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


¢SB=q$-9~$_SF%9SHz (B 


S.N 


--MESSAGE FILE 23310 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000584html.html 


--MESSAGE FILE 23311 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000585html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Kazuhide Eshima <KAZUHIDE_ESHIMA@msn.com> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Sat, 04 Apr 1998 11:08:29 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <3525961C.1944A6B6@msn.com> 
NNTP-Posting-Host: 210.130.110.38 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


test 


—-MESSAGE FILE 23311 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000585html-.html 


--MESSAGE FILE 23312 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000586html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Kazuhide Eshima <KAZUHIDE_ESHIMA@msn.com> 
Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Sat, 04 Apr 1998 11:15:16 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <352597B3.61B9C48B@msn. com> 

References: <3525961C.1944A6B6@msn.com> 
NNTP-Posting-Host: 210.130.110.38 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Kazuhide Eshima wrote: 
> test 
¢ SBH22sL\ SNE 9FSGS 93K%Se! <3 9SKSDSSSFSO!"#77n$*$G=qS-9~$_2DG=$G; ԷՏ ($kS$i$7z (B 


ESBSS!"3 (B 
ESBS3SN%SK%e! <S9SrCNSCSFSSS$k?MSOSSSkS+SIS! !#z (B 


¿ $B" (>\:YSO002<SN%Z!<%8; 2>H; (B 
> http://www.scei.co.jp/Net/announce/980216b.html 
--MESSAGE FILE 23312 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000586html.html 


--MESSAGE FILE 23313 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000587html.htm 
1 
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Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: suzu@aya.or.jp (suzu) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 10 Apr 1998 20:19:51 +0900 
Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <19980410201951suzu@aya.or.jp> 
NNTP-Posting-Host: 210.175.108.191 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.026 (UNREGISTERED) 


testzSBSGS9! #2 (B 


¿SBNk</¿ (B ¿SB=SO:¿ (B suzu@aya.or.jp 
--MESSAGE FILE 23313 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000587html.html 


--MESSAGE FILE 23314 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000588html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!l!usenet 
From: suzu@aya.or.jp (suzu) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 10 Apr 1998 20:34:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <19980410203403suzu@aya.or.jp> 
NNTP-Posting-Host: 210.175.108.143 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.026 (UNREGISTERED) 


test¿$B$G$9; (B 


suzu suzu@aya.or.jp 
--MESSAGE FILE 23314 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000588html.html 


--MESSAGE FILE 23315 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000589html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: suzu@aya.or.jp (suzu) 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Fri, 10 Apr 1998 20:40:01 +0900 
Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <19980410204001suzu@aya.or.jp> 
References: <19980410203403suzu@aya.or.jp> 
NNTP-Posting-Host: 210.175.108.143 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-2022-JP 
X-Posting-Software: WSNews 2.026 (UNREGISTERED) 


playstation.ny.test ¿SBSN¿ (B <19980410203403suzu@aya.or.jp> ¢SBSN; (B 

2$B5-; vSKS*SSSFz (B 19982586/: (B04¢$B7n¢ (810258Բ| ¢ (B(¿SB6b¿ (B) 20¿$B;~¿ (834584, ¿ (803 
¿SBIC:"!" (B 

¿ $B; d$O=q$-$*$7$?!#2 (B 

>test;¿$BSGS9;¿ (B 

>——— 

>suzu suzu@aya.or.jp 

suzu suzu@aya.or.jp 

—-MESSAGE FILE 23315 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000589html.html 


--MESSAGE FILE 23316 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000590html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Kazushige Watanabe <kazu-wat@ba2.so-net.or.jp> 

Newsgroups: playstation.ny.test 
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Subject: test 

Date: Fri, 17 Apr 1998 00:18:55 +0900 
Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <3536215F.D50E2488@ba2.so-net.or.jp> 
NNTP-Posting-Host: 210.132.142.18 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


test 


—-MESSAGE FILE 23316 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000590html1l. html 


--MESSAGE FILE 23317 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000591html.htm 
1 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: playstation.ny.test 

Subject: tetetest...yep!!!! 

Date: 13 May 1998 20:09:15 GMT 

Organization: INFONIE 

Lines: 1 

Message-ID: <0Olbd7e8bS4f494e00Sf175f2c3@leader> 
NNTP-Posting-Host: ppp-92-162.infonie.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


abeguedouflish abeguedouflash 
—-MESSAGE FILE 23317 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000591html.html 


--MESSAGE FILE 23318 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000592html.htm 
1 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "daido shoji" <daido@bigfoot.com> 
Newsgroups: playstation.ny.test 
Subject: test 
Date: Sat, 6 Jun 1998 05:08:29 +0900 
Organization: PlayStation Net Yarouze 
Lines: 5 
Message-ID: <619jioSqr4@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.89 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Test 


daido@bigfoot.com daido shoji 


—-MESSAGE FILE 23318 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000592html.html 


--MESSAGE FILE 23319 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000593html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "daido shoji" <daido@bigfoot.com> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Mon, 8 Jun 1998 03:54:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 
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Message-ID: <6leol6S$3fj@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.32 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


test 


daido@bigfoot.com 


-—-MESSAGE FILE 23319 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000593html.html 


--MESSAGE FILE 23320 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000594html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "daido shoji" <daido@bigfoot.com> 
Newsgroups: playstation.ny.test 
Subject: test2 
Date: Mon, 8 Jun 1998 04:02:48 +0900 
Organization: PlayStation Net Yarouze 
Lines: 5 
Message-ID: <6leofv$3gl@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.32 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


test2 


daido@bigfoot.com daido shoji 


—-MESSAGE FILE 23320 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000594html. html 


--MESSAGE FILE 23321 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000595html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "daido shoji" <daido@bigfoot.com> 
Newsgroups: playstation.ny.test 
Subject: test3 
Date: Mon, 8 Jun 1998 04:04:55 +0900 
Organization: PlayStation Net Yarouze 
Lines: 5 
Message-ID: <6leoj9$3g9@news1.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.32 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


test3 


daido@bigfoot.com daido shoji 


--MESSAGE FILE 23321 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000595html. html 


--MESSAGE FILE 23322 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000596html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "daido shoji" <daido@bigfoot.com> 
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Newsgroups: playstation.ny.test 
Subject: test5 
Date: Mon, 8 Jun 1998 04:12:58 +0900 
Organization: PlayStation Net Yarouze 
Lines: 5 
Message-ID: <6lep2eS3gg@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.226.75 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


test5 


daido@bigfoot.com daido shoji 


—-MESSAGE FILE 23322 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000596html. html 


--MESSAGE FILE 23323 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000597html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "Michiro Sano" <michiro.sano@nifty.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Test 
Date: 13 Jun 1998 14:58:16 GMT 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <0lbd96da$6el2ba80Sbel8dbca@michiro.sano.nifty.ne.jp> 
NNTP-Posting-Host: 202.219.24.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Test 
Michiro Sano (michiro.sano@nifty.ne. jp) 
—-MESSAGE FILE 23323 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000597html. html 


--MESSAGE FILE 23324 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000598html.htm 
i 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "michiro" <michiro.sano@nifty.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Test 
Date: 13 Jun 1998 15:02:07 GMT 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <0Olbd96da$f7c28800Sbel18dbca@michiro.sano.nifty.ne.jp> 
NNTP-Posting-Host: 202.219.24.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Test2 


michiro (michiro.sano@nifty.ne. jp) 
—-MESSAGE FILE 23324 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000598html. html 


--MESSAGE FILE 23325 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000599html.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "michiro" <michiro.sano@nifty.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Test 
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Date: 13 Jun 1998 15:02:46 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <01lbd96dbS0f017580Sbel18dbca@michiro.sano.nifty.ne.jp> 
References: <Olbd96da$f7c28800S$bel8dbca@michiro.sano.nifty.ne.jp> 
NNTP-Posting-Host: 202.219.24.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Test 


michiro (michiro.sano@nifty.ne. jp) 


michiro <michiro.sano@nifty.ne.jp> wrote in article 
<O1lbd96daS$f7c28800Sbel8dbca@michiro.sano.nifty.ne.jp>... 

> Test2 

> -- 

> michiro (michiro.sano@nifty.ne. jp) 

> 

—-MESSAGE FILE 23325 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000599html html 


--MESSAGE FILE 23326 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000600html1.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "michiro" <michiro.sano@nifty.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: Test 

Date: 13 Jun 1998 15:04:34 GMT 

Organization: PlayStation Net Yarouze 

Lines: 10 

Message-ID: <0Olbd96dbS$4f60f380Sbel8dbca@michiro.sano.nifty.ne.jp> 
References: <Olbd96da$f7c28800$bel8dbca@michiro.sano.nifty.ne.jp> 
NNTP-Posting-Host: 202.219.24.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-2022-JP 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


Test2 


michiro (michiro.sano@nifty.ne. jp) 


michiro <michiro.sano@nifty.ne.jp> wrote in article 
<O1lbd96daS$f7c28800Sbel8dbca@michiro.sano.nifty.ne.jp>... 

> Test2 

> -- 

> michiro (michiro.sano@nifty.ne. jp) 

> 

—-MESSAGE FILE 23326 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000600htm1. html 


--MESSAGE FILE 23327 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000601html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!NewsWatcher-Jluser 
From: meu@lares.dti.ne.jp (Hiroyuki Kaneko-KIN) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 21 Jun 1998 01:24:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 4 

Message-ID: <meu-2106980124590001@news1.scei.co.jp> 
NNTP-Posting-Host: 203.181.76.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18.4 (2.1.6) 


This is test. 


KkKKKKKK Kin from Tokyo KkKKKKK 
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found including source on my web page 
http://www.netyaroze-europe.com/~rcutting ) 


Richard. 


—-MESSAGE FILE 2452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01155 


—-MESSAGE FILE 2453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001156 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Fri, 12 Jun 1998 21:13:52 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <358199be.19884327@news.scea.sony.com> 

References: <35818955.7815668@easynet.co.uk> <Olbdlfb8Sbd8fbfc0$973e63c3@default> 
NNTP-Posting-Host: 151.198.184.24 

X-Newsreader: Forte Free Agent 1.11/32.235 


>(still haven't heard from anybody wanting to do 
>some 
>cool models though). 


This was posted in our freetalk section justr the other day, if you 
care to take the initiative: 


>This is a link to my brother's web site. He is an excellent artist in many 
>formats. He is now concentrating on digital textures and is also starting 
>to design model via 3DS Max. 


>If someone needs something done he is willing to help out other Yarozers. 
>He does most of the graphics stuff for me. His name is Brian and he will 
>respond to any mail he is sent. 


>Hope this helps anyone who needs artwork. 
>http://w3.tyenet.com/paddle/ 

Cheers. 

-Matt 


--MESSAGE FILE 2453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01156 


--MESSAGE FILE 2454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001157 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: 13 Jun 1998 06:32:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd1ff5S2574c4a0S2a3263c3@default> 

References: <35818955.7815668@easynet.co.uk> <01bd1fb8$bd8fbfc0$973e63c3@default> ՀՅ 
581c646.25374761@www.netyaroze-europe.com> 

NNTP-Posting-Host: host5-99-50-42.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


hey if he's doing the stuff the ego things a personal problem ;) 
Pete. 
Barry Stuart Swan <burrowinggerbil@hotmail.com> wrote in article 


<3581c646.25374761@www.netyaroze-europe.com>... 
> 
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-—-MESSAGE FILE 23327 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000601htm1-.html 


--MESSAGE FILE 23328 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000602html1.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!NewsWatcher-Jluser 
From: meu@lares.dti.ne.jp (KIN) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 21 Jun 1998 01:32:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <meu-2106980132560001@news1.scei.co.jp> 
NNTP-Posting-Host: 203.181.76.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18.4 (2.1.6) 


test 
fa af safe ef ՆԽ ff af, fe fe ջար, 
Kin from Tokyo 
(ff ff eh of ef ff ff 


—-MESSAGE FILE 23328 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000602htm1. html 


--MESSAGE FILE 23329 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000603html1.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!NewsWatcher-J!user 
From: meu@lares.dti.ne.jp (KIN) 

Newsgroups: playstation.ny.test 

Subject: test 

Date: Sun, 21 Jun 1998 01:50:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <meu-2106980150060001@news1.scei.co.jp> 
NNTP-Posting-Host: 203.181.76.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18.4 (2.1.6) 


test 


Մատի «ԱՅ fe fe fff ff ff 
Kin from Tokyo 
Z= “AC fe Ye ef Pf af Sf es fe =" 
—-MESSAGE FILE 23329 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000603htm1.html 


--MESSAGE FILE 23330 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000604html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!NewsWatcher-Jluser 
From: meu@lares.dti.ne.jp (KIN) 

Newsgroups: playstation.ny.test 

Subject: Re: test5 

Date: Sun, 21 Jun 1998 01:53:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <meu-2106980153080001@news1.scei.co.jp> 

References: <6lep2eS$3gg@newsl.scei.co.jp> 

NNTP-Posting-Host: 203.181.76.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18.4 (2.1.6) 


In article <6lep2eS3gg@newsl.scei.co.jp>, "daido shoji" 
<daido@bigfoot.com> wrote: 


> test5 
> 
> -- 
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> daido@bigfoot.com daido shoji 


ESBSUS) Sm! <MOSNSF%9SHS5S; SFSbSiSS$*S9¢ (B 


Fed ff] ff ff tf eff «/2-1 
Kin from Tokyo 
[ee fe ff ff ff Sf fe ՈՒ fe 
—-MESSAGE FILE 23330 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000604html1. html 


--MESSAGE FILE 23331 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000605html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!NewsWatcher-Jluser 
From: meu@lares.dti.ne.jp (KIN) 

Newsgroups: playstation.ny.test 

Subject: =?ISO-2022-JP?B?GyRCJUYLOSVIGyhC ?= 

Date: Sun, 21 Jun 1998 01:57:08 +0900 

Organization: PlayStation Net Yarouze 

Lines: 6 

Message-ID: <meu-2106980157090001@news1.scei.co.jp> 
NNTP-Posting-Host: 203.181.76.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

X-Newsreader: NewsWatcher-J18.4 (2.1.6) 


2 SBSF%9SHz (B 


Z= Z y fff ff fpf Sf A 
Kin from Tokyo 
fi Հւ «Ր ffs ff ff ff 
--MESSAGE FILE 23331 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000605html1-.html 


--MESSAGE FILE 23332 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000606html.htm 

1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-4jp?B?GyRCJEQkICRLRzA0aiROOXULYSViJWohPCUrITwl1SSRyJTI1QxsoQg==?= 
=?1so-2022-jp?B?GyRCJUUghKhsoQg==?= 

Date: Tue, 23 Jun 1998 01:23:32 +0900 

Organization: Japan 

Lines: 22 

Message-ID: <358E8504.7460DBO05@geocities.com> 

Reply-To: t_youhei@geocities.com 

NNTP-Posting-Host: 202.224.160.57 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ESBS+SIS jANS+SiS*EISGGASCSFSSSkKSNSOCNSCSFSSS$?SsS@S1$I1¢z (B 
¿$B$D$$$K9u%a%b%j!<%+!<%I$rGc$$$^$7$?!#¿ (B 


ESBS3S1SG9u#P#SSOS*SCS/Sm$/Sm$G$9!Jz (8՞՞) 


ESBH2G/A0! TS@SCS1!KSN4uK>$, SASCSHS+SISCS?SCSF46$8SGS9! #2 (B 


¢$BSH!"=q$—-9~$_SN%F%9%H!J>P!Kz (B 


eSB ur 4:36 a] 33.0 ey 0] 334 ee yd eB 
¿SB!!1!!111S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
2 SBB40@=P$5$I$+$C$2S+SiN1G/$GS$9!J>P!Kz (B 


¿SB:G=*99?7F|;-!!!!#6!?#2#0¿ (B 
¿$B99?7M=DjF|/!!!!!!#6!?!)!)¿ (B 
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—-MESSAGE FILE 23332 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000606html1. html 


--MESSAGE FILE 23333 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000607html.htm 

1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jJp?B?GyRCJEQkJCRLRzZAQ0aiROOXU1YSViJWohPCUrITwlSSRyGyhC?= 
=?iso-2022-jp?B?GyRCJTI1LQyVIISobKEI=?= 

Date: Thu, 25 Jun 1998 05:06:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 30 

Message-ID: <35915C3D.676FF/7CE@fa2.so-net.ne.jp> 

References: <358E8504.7460DB05@geocities.com> 

NNTP-Posting-Host: 210.132.170.200 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


E $B$*5W$7$V$J$G$9!"$?$3$N$9$1$5$s!#¿ (B ¿$B#k¿ (BAZZYzSBSGS9! #2 (B 
Youhei TAKADA wrote: 


¿SBS+SJSjA0S+$SiS*E9SGGdSCSFSSSKkKSNSOCNSCSFSSS?SsS@S1SI¿ (B 
¿$B$D$$$K9u%a%b%j!<%+!<%I$rGc$$$^$7$?!#¿ (B 


¿SBS$S3S1SG9u#P#SSOS*SCS/SmS/SmSGS9!J¿ (8՞՞) 


¿SB#2G/A0!J$S@SCS$1!KSN4uK>$, SdSCSHS+SISCS?SCSF46S8SGS9! #2 (B 


VVVVVVVV 


ESBSH!"=q$-9~S$_SNSFS9SH!J>P!Kz (B 


LSB; dSbGc$$$*$7$?Sh!#; (B 
2 SB$d$C$Q$j9u$K$O9u$, S$$S$G$9$M!#!J!10!0; (B 


¿SB%G%e%"%k%7%g%C%/Sd%M%8%3%sS$Sb9u$,=PS?S3SHSGS9S7S3SN:]%0%S1!<;¿ (B 
E SBSOM" ?MSKSGSDGd50575F5 3%s%*H%m!<%siSbA4It9uSGE)01S7S“S7SgS&!#¿ (B(^^ 


FA AD ob of of A AD AD A 7 AT Sd OS 2 ար քո od քի քրի 7) 
Written by kAZZY. 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or. ea 
PostPet : kazzy@postpet.so-net.or. 
AE ԱՆ AI A EL A A oad AT e /27-7-7-7-7-7-7-7-7-7-7 


—-MESSAGE FILE 23333 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000607htm1l~. html 


--MESSAGE FILE 23334 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000608html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: TAO <t-yoko@pa2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEQkKJCRLRzZA0NaiROOXULYSViJWohPCUrITwlSSRyGyhK?= 
=?iso-2022-jp?B?GyRCJTI1QyVIISobKEo=?= 

Date: Fri, 26 Jun 1998 13:11:19 +0900 

Organization: PlayStation Net Yarouze 

Lines: 26 

Message-ID: <35931F67.2DBC@pa2.so-net.ne.jp> 

References: <358E8504.7460DB05@geocities.com> <35915C3D.676FF7CE@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.172.225 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; I) 
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Youhei TAKADA wrote: 

> ¿SBS+SJSjA0S+SiS*E9SGGdSCSFSSSkKSNSOCNSCSFSSS?SsS@S1SI¿(J 
> ¿SBSDSSSK9usasb%j!<%+!<%sISrGcS$S* S7S?!#¿ (J 

> 

> ¢SBS3S1SG9u#P#SSOS*SCS/Sm$/S$m$G$9!T¢ (I^^) 


V V V V V 


kAZZY.Data wrote: 
> ¢$B;dSbGc$$$*S7$?Sh! #2 (J 


> ¿SBSdSCSQSj9uSKSO9uS$,SSSSSGS9SM!#!J!O!O0¿ (J 

> 

> ¿$B%sG%Se%s"%Sk%7%g%C%/$d%SMS8%S3%ssSb9uS,=PS?S3SHSGS9S7S3SN:]%0%1!<; ա 

> oSBSOM' OMSKSGSHGd5087SF% 3%s%H3m!<SiSbA4It 9uUSGE}01$7$% S7SgS& 182 ( Մ(՞՞ 
ՀՏ: dSbGc$$$*S7$?!#%asb%Sj!1<S+!<SISK?7723M%8% SIr OTT %e%"%k¿ (J 


¿SB%S7%g%C% ZS0S1SGS91#s"sl!"SGSb!"S"SN9u#P#SSNB)? ($346$, SIS$$N$,$5¢ (J 
ESBSSSTS$!T!O!0! (2 (J 


ESBSGSOS*$?!*2 (J 


e SB P 55] e] eee Test aha Cd 
Toru Yokokura ¢SB!J2#AR! !EO!Ke (J 
t-yoko@pa2.so-net.ne.jp 


ՀՏ 111117185111111 11111212 1111 TEGI 
—-MESSAGE FILE 23334 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000608html1. html 


--MESSAGE FILE 23335 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000609html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Hiroyuki Takahashi <kyu-ri@ba2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?i1so-2022-jp?B?GyRCIOY jaSNyI2UjRyNMJE41LRiFdJV4bKEo=?= 
Date: Mon, 29 Jun 1998 02:52:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 15 

Message-ID: <359682D2.4D4B@ba2.so-net.ne. յք» 

NNTP-Posting-Host: 210.132.213.204 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (OS/2; I) 


2$B!!S"SkF|!!FMA3!!%7%3I%5%*JQSo$4¢ (J 


ՀՏ81152Ճ115`Տբ-158 11275, $N; EMM; (J 
¿$B!!C/$+$, !!;D6HSCSF!!SdSiSMSPSJSiSL¿ (J 
¿$B!!DI2C$N2hA|!!%sIA$+$M$P$J$i$L¿ (J 
¿S$B!!3+H/%sA!]%S`S$S,Bg%$T%$SsSA; (J 


¿SB!'!G<4|$r!!G<4|$r!!<i$kSNSQ@;¿ (J 
ESB! !SUS!SS3d!]!!SUS!SSSd!]!!#FH#idr#e#GHL<jSKF~S1SFe (J 


2581 !JQSo$1!*!!IQSoS1!*!!%b%GSkKv4 | $N8_495!2 (J 
—-MESSAGE FILE 23335 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000609htm1. html 


--MESSAGE FILE 23336 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000610htm1l.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIOYjJaSNyI2UjRyNMJE41RiFdJV4bKEoO=?= 

Date: Tue, 30 Jun 1998 23:36:25 +0900 

Organization: PlayStation Net Yarouze 

Lines: 21 
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Message-ID: <6natrp$d8j@newsl.scei.co.jp> 
References: <359682D2.4D4Be@ba2.so-net.ne.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3598F7E2.2979@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hiroyuki Takahashi wrote: 
2SB!!S"SkF|!!FMA3!!%7%I%45%*JQSoS$4¢ (J 
¿SB!!sSA!]%`Sr=1S&!!2?75, $N; EMM; (J 


¿$B!!C/$+$, !!;D6HSCSF!!SdSiSMSPSJSiSL¿ (J 


¿$B!!DI2C$N2hA|!!%sIA$+$M$P$J$i$L¿ (J 


¿SB!!3+H/SA!]%`S$S,Bg%STSSSA;¿ (J 


2$B!!G<4|$r!!G<4|Sr!!<iSkSNS@z (J 


¿SB!1%U%S!%SS%Sd!]!!SUS!%SS%Sd!]! !#F#i#r#e#G#L<j)S$SKF-S1SF¿ (J 


VVVVVVVVVVVVVV VV 


$B! !JQSo$1!*!!IQSoS1!*!!%b%GSkKv4 | $N8_495!2 (J 


2$B!!LLGr$$¢ (J (¢$B>P¢ (J) 
—-MESSAGE FILE 23336 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000610htm1. html 


--MESSAGE FILE 23337 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000611html.htm 

1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEQkICRLRzA0aiROOXULYSVidWohPCUrITwlSSRyGyhK?= 
=?iso-2022-jp?B?GyRCJTI1QyVIISobKEo=?= 

Date: Tue, 30 Jun 1998 23:37:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 23 

Message-ID: <6nau80$d8j@newsl.scei.co.jp> 

References: <358E8504.7460DBO5@geocities.com> <35915C3D.676FF7CE@fa2.so-net.ne.jp> Հ 

35931F67.2DBC@pa2.so-net.ne. յք» 

NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <3598F82E.6041@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


TAO wrote: 

> 

> > Youhei TAKADA wrote: 

> > > ¢gSBS+SJISjJANS+SiS*EISGGdUSCSFSSSkKSNSOCNSCSFSSS?SsS@S1ST¢ (J 

> > > ¿$B$D$$$K9u%a%b%j!<%+!<%IŠrGc$$$^$7$?!#¿ (J 

>>> 

> > > ¢eSBS3S1$G9u#P#SSOS*SCS/S$m$/S$m$G$9!JTz (I^^) 

> 

> kAZZY.Data wrote: 

> > ¿SB;dSbGcSSS*S7S?Sh!#¿ (J 

> > ¿SBSdS$SCSOSj9uSKSO9uS$,SSSSSGS9SM!#!J!0!0¿ (J 

>> 

> > ¿S$B%S$G%e%"%Sk%7%g%C%/Sd%sMS8%S3%sSb9u$,=PS?S3SH$SGS9S7S3SN:]%0%S1!<;¿ (J 

> > ¿SBSOM'?MSKSGSbGd5QS7SF%S3%Ss%*H%m!<%iSbA4It9uSGE)01S7S*S7SgS&!# (Մ(՞՞ 
> 

> ¢$B;dSbGcSSS$*S7S?!#SaSb%Sj4!<S+!<SISK?77?2?SMS8%S3%S!#S"SHSO!"SGSeES"Skze (J 
> £SBS7%gSC%S/SAS1SGS9I!#S"S!I"SGSD!I"S"SNOU#P#HSSNH) ? (53465ՏՄՏՏՏԱՏ,Տ5Հ (J 
> ESBSSSTSS!T!0!0! (2 (J 


ESB! !S"S"SSS&46S8SKEISISKEINAS, S"SkSsSGS9S,!"3 (J 
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¿SB!!S&S$*“S$S/9u¿ (IPSESBSHF1S8SKSISkS+SOITL@S$GS$9¢ (J (*%; 


—-MESSAGE FILE 23337 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000611htm1.html 


--MESSAGE FILE 23338 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000612html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Tue, 30 Jun 1998 23:55:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 2 

Message-ID: <6naun5$d8j@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <3598FC6B.18A6@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


é5B!!:G8eSNSFS9SHSGS9O! #2 (J 


—-MESSAGE FILE 23338 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000612html1-.html 


--MESSAGE FILE 23339 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000613html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: TAO <t-yoko@pa2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Wed, 01 Jul 1998 03:05:49 +0900 

Organization: PlayStation Net Yarouze 

Lines: 9 

Message-ID: <359928FD.746E@pa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.172.199 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; 1) 


¿SB!!1S“S@S+S1SkS+SJ!#¿ (J 
¿SB1]1111111111111111111!111!1111!1!1¿ (J 
Toru Yokokura ¢SB!J2#AR! !EO!Ke (J 
t-yoko@pa2.so-net.ne.jp 


2eB ԱՆՆԱ ee tua hi aed 
--MESSAGE FILE 23339 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000613html.html 


--MESSAGE FILE 23340 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000614html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: Hiroyuki Takahashi <kyu-ri@ba2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCIOYjaSNy1I2UjRyNMJE41RiFdJV4bKEo=?= 

Date: Wed, 01 Jul 1998 03:24:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 38 

Message-ID: <35992D7B.1E36@ba2.so-net.ne.jp> 

References: <359682D2.4D4B@ba2.so-net.ne.jp> <6natrp$d8j@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.139.129.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [ja] (OS/2; I) 


Net Yaroze newsgroups message dump.txt 


K.Tamura wrote: 
> 
> Hiroyuki Takahashi wrote: 


Page 15517 


¿SB!!%U%S!%SsS%Sd!]!!SUS!%SS%Sd!]! !#F#i#r#e#G#L<j)S$SKF-S1SF¿ (J 


¿$B!!JQ$0o$1!*!!JQ$0$1!*!!%b%G%kKv4|$N8_495!¿ (J 


> > 

> > ¢SB!!S"SkF|!!FMA3!!%7%I%45%*dIQSOS 42 (J 
> > 

> > ¢SB!!SA!]%° Sr=1S&!!275,SN; EMM; (J 

> > 

> > ¢$B!!C/$+$,!!;D6HSCSF! !SdSiSMSPSISiSLe (J 
> > 

> > ¢$B!!DI2CSN2hA| !!%sIAS+SMSPSISiSLz (J 

> > 

> > ¢$B!!3+H/%A!]%°$,BgSTSSSAz (J 

> > 

> > ¢$B!!G<4|$r!!G<4|$r!!<iSkSNS@z (J 

> > 

> > 

> > 

> > 

> 

> 


£$B!!LLGr$$¢z (J (z$B>Pz (J) 


éSB!!B>SN%SU%) !]SiS°S,;WSSSNS [$+@ES+SISOSjSK!"SIS<S$+%$3%S3SOSASSSASS; (J 
éSBSH=qg$-9~S_$,S"Sk!&!&!&!JO1>P!Ke (J 


ESB! !S5S"!ASFS5!]%P$,=q$-9~SaSJ$/STISk$7!"S=Sm$= ae aay 1 
¿$B$3$1$+$i$da$C$H!I; Os“ Sk! ISCSFS+!#%0%3/%0%/!&%>%/%S>%/S9SKS<!#¢ (J 
ESB! &!&!&2FIw<Y$+3I!)¢ (J 


P.S. 


¿ $B! !:G8e$K=q$-9~$` $N$OC/$+$IJ!)!!¿ (J 


/* Hiroyuki Takahashi <kyu-ri@ba2.so-net.ne.jp> */ 
[* ¿SB9b669GG7;¿ (J * / 
—-MESSAGE FILE 23340 END: net-—yaroze-usenet/00000003-SCEI/ny/test/00000614html1. html 


--MESSAGE FILE 23341 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000615html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "kAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 


Subject: test 
Date: Wed, 01 Jul 1998 11:36:54 +0900 
Organization: PlayStation Net Yarouze 


Lines: 14 

Message-ID: <3599A0C6.AC849BFC@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.215 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


ESBS @SaSbSHSFS9SHz (B! 


(2 fst | AP fh Math fd he FAD fed A 2 n A 25 Z eff 2 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne. E 
PostPet : kazzy@postpet.so-net.ne. 
ASAE AEP NS 2 LIL SA AEA ef g. VA N ek E ME IN O a ME EY oe 


—-MESSAGE FILE 23341 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000615html-.html 
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--MESSAGE FILE 23342 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000616html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 
Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Wed, 01 Jul 1998 14:59:12 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <3599D030.93EDC705@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.199 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


TEST 


| pi eM ԱՆՐ ԱՐԱՆ ԲՅԱ pny ՈՑ AE BE E E AE) E (ՐՆ A pO fella eed A E aly EN E Հի ԽԱ «Բի, 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or.jp 
PostPet : kazzy@postpet.so-net.or.jp 
V Ay Ay / SS / SS SS SS I 1 I I 1 SS 1 1 


—-MESSAGE FILE 23342 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000616htm1. html 


--MESSAGE FILE 23343 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000617html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "“kAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Wed, 01 Jul 1998 22:58:03 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <359A406A.3FD75C9A@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


¿SBK:S1SFSkSsS8Sc!)¿ (B 


bf ԱԲՈՆ SE PO of ff fh Sy տն eras ան Sf E a տի a Bf, Sf of Ey) 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.or. es 
PostPet : kazzy@postpet.so-net.or. 
K t fT K h fe ies fa = fee x. 7 ED AD AD ff TE ff oT. 


—-MESSAGE FILE 23343 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000617html. html 


--MESSAGE FILE 23344 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000618html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "SAT." <sat@ga2.so-net.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUFIkZyRDJEgkNyRGGyhC ?= 

Date: Thu, 2 Jul 1998 00:54:04 +0900 
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Organization: PlayStation Net Yarouze 
Lines: 7 
Message-ID: <6ndmdc$gl17@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.139.217.83 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB$S“S@=q$1S?SjS9SKSNS+S!¿ (812 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 23344 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000618html.html 


--MESSAGE FILE 23345 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000619html.htm 
Լ 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: Youhei TAKADA <t_youhei@geocities.com> 
Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJFIkZyRDJEgkNyRGGyhC ?= 
Date: Thu, 02 Jul 1998 01:05:03 +0900 

Organization: Japan 

Lines: 25 

Message-ID: <359A5E2F.9C537E63@geocities.com> 
References: <6ndmdc$gl7@newsl.scei.co.jp> 

Reply-To: tako@twosoft.office.ne.jp 

NNTP-Posting-Host: 202.224.160.173 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


¿SB$S=S&SJSsSGS9!#S*SQ@S+S1lSkSsSGS9Sh!#¿ (B 


ESBSHS3SmSG!"S$_SISSSsSOSMSCSHSd$m$ &$<4X78SN3hFOSr$I$3$Gz (B 
ESBSISSSCSESSSKSNSGS9S+!) 2 (B 


éSBAX78SISSS1S1I¢ (B 
¿SB%$[!<%`%SZ!<%8S$Sr<+J,$G:nSj$?$$>19g¿; (Bhypermartz SBSCSFSS$$&SHS3$m$, SHSFS$b; (B 
ESBS*S$9S9Sa!l #2 (Bfree: SBSGHL#O#MOL! JEZ#MS@SCS?SCS1$+$I!) !K;HS ($F!"$5$i$K¿ (B 
CGI 2 $BS$*$G; ԷՏ (SAScS&S+SiS9S4S$! #2 (B 


http://www.hypermart .net/index2.html 


Հ81111 11511111 Sa ISI EEFE AAS 1111 21211111 der) 41212111 el eC 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿$BB4ORQ=P$5$J$+$C$?$+$iN1G/$G$9!J>P!K (B 


¿$B:G=*99?7F|;~!!!!#6!?7?#2#0z (B 
¿$B99?7M=DjF|/!!!!!1#6!?!)!)¿ (B 
Հաա ԱԱ hpa RST EEDIT EET E ee Pel Pt sl ԱՆ ՄԱՄԱՆ ԱՆՆԱ ԱՄԱՆ ՈԱ EB 


--MESSAGE FILE 23345 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000619html.html 


--MESSAGE FILE 23346 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000620html.htm 
ili 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?is0o-2022-jp?B?GyRCUFIkZyRDJEgkNyRGGyhK?= 
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Date: Fri, 03 Jul 1998 22:32:35 +0900 
Organization: PlayStation Net Yarouze 

Lines: 27 

Message-ID: <6nimujSmas@newsl.scei.co.jp> 
References: <6ndmdc$gl7@newsl.scei.co.jp> <359A5E2F.9C537E63@geocities.com> 
NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <359CDD52.71DB@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Youhei TAKADA wrote: 
ESBS=SE&STSSSGSO!#S*°SES+S1SkSsSGS9Sh! #3 (Մ 


é SBSHS$3S$m$G!"$_SIS5$sSOSMSCZHSd$m$ &$<4X78SN3hF0Sr$1$3$G¢e (J 
éSBSISSSCSFSSSKSNSGS9S+!) ¿(J 


éSBAX78SISSS1ST¢ (J 
¿SB%[!<%`%Z!<%8$r<+J,$G:n$j$?$S>19g¿ (Thypermart ¢ SBSCSFSSS&SH$3$m$, SHSFSbz (J 
ESBS*S9S9Sa!l#z (Ufree; $B$G#1#0#MOL!J#3#M$0$C$?$C$1$+$J!) !K; HS (SFI"S5SiSKe (J 
CGI zg SBS*$G; H$ (SASCS&S+SiS9S4SS!#¿ (J 


http://www. hypermart.net/index2.html 


eS] 1. tt] t] eee Pe ee ey eee 5 ba tas 6 
¿SB!1!!111S?S3SNS9S1¿ (JU (tc _youhei@geocities.com) 


¿SB!c!c!c;dsN%s[!<%`%sZ!<%s8!d!d!d¿ (J 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
¿$BB4ORQ=P$5$J$+$C$?$+$iN1G/$G$9!J>P!K; (J 


¿$B:G=*99?7F|;~!!!!#6!7#2#0z (J 
¿$B99?7M=DjF|!!!!!1#6!?!)!)¿(J 
ERR Ad PITENEE ey) ae Eee eh EI TTAN 


¿SB!!S599S, SKSbS&S@SšaS+SJ!)¿ (J 


VVVVVVVVVVVVVVV VV MCA VV NN 


—-MESSAGE FILE 23346 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000620htm1-. html 


--MESSAGE FILE 23347 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000621html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJFIkZyRDJE9kNyRGGyhK?= 

Date: Fri, 03 Jul 1998 22:36:34 +0900 

Organization: PlayStation Net Yarouze 

Lines: 5 

Message-ID: <6ningiSmas@newsl.scei.co.jp> 

References: <6ndmdc$gl7@newsl.scei.co.jp> <359A5E2F.9C537E63@geocities.com> <6nimuj$ 
mas@newsl.scei.co.jp> 

NNTP-Posting-Host: 202.231.136.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <359CDE40.5BCD@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿SB!1S2S2SC!#S*S@=qSlSk¿(J(¿SB>P¿ (J) 
¿SB1!%j!<%sI%S*%s%j!<2=SOB.96SGSdSkSH;WSCSFS?SNSK¿ (J (“ ; 
¿SB!!S5S9$, SO%M%$C%SH$dSmS&S<!":G8eSN:G8eS*SG%%*%$%Z!<%9SGS9SM!#¿ (J 


—-MESSAGE FILE 23347 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000621html.html 


--MESSAGE FILE 23348 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000622html1.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <t_youhei@geocities.com> 
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Hey! Don't give my brother a bigger ego than he has already! 


Barry Swan aka Gerbil 


V V V V 


--MESSAGE FILE 2454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01157 


—-MESSAGE FILE 2455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001158 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 
Date: Sat, 13 Jun 1998 10:39:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <358248ED.B0501523@compuserve. com> 
References: <35818955.7815668@easynet.co.uk> 
NNTP-Posting-Host: 1d17-045.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


philg wrote: 


Hello all 


I usually hang out on the .beginners list and ask daft questions. 
Haven't been much use to anyone yet apart from posting some notes on 
getting started with using the Mac for Yaroze development. 


Anyway, after being a Yaroze member for about 5 weeks I'm thinking about 
getting down and doing something more than getting that first sprite on 
the screen. So I was going to use the GDUK competition to give me some 
incentive. I haven't got a hope of getting anywhere, but at least it'll 
get me off my ass. 


Is anyone else working on anything for the competition? 
Maybe some of us can do a joint entry. I'm also going to be doing the 
Net Yaroze short course at Middlesex University at the end of July - 


anyone else going to be there? 


Cheers 


VVVVVVVVVVVVVV VV VV VV VV 


Phil 


I've had my yaroze since March & all I've produced so far is a pong clone 

& a half finished version of a game that I wrote a few years ago, I don't seem 
to have as much spare time as I had anticipated : ( 

Still, if things go to plan I hopefully will be entering a 3d sports sim, 

but theres only 11 weeks, & I've got a stack of stuff to do yet! 

We will see. 


As for Middlessex Uni summer course, sounds interesting, does anyone know if you 
can buy the course notes separately? 


Cheers 


Nick 


http://www.netyaroze-europe.com/~nslaven/ 
—-MESSAGE FILE 2455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01158 


—-MESSAGE FILE 2456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001159 
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Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCUGIkJj1xJCO5fiRhHJEokICROJUCSkSiEpGyhC?= 
Date: Fri, 03 Jul 1998 01:44:15 +0900 
Organization: Japan 

Lines: 15 

Message-ID: <359BB8DF.956515E7@geocities.com> 
Reply-To: tako@twosoft.office.ne.jp 
NNTP-Posting-Host: 202.224.160.165 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


¿SBS+SJ!)¿ (B 


eSB 4] 4313934] 13 u 333] tJ] 2434421133 eB 
¿SB!1!!111S?S3SNS9S1¿ (B(t_youhei@geocities.com) 


¿SB!c!c!c;dsNs[!<%s`%szZ!<%s8!d!d!d¿ (B 
http://www.amy.hi-ho.ne.jp/~kz-takada/youhei/ 
2 SBB40@=P$5$I$+$C$2S+SiN1G/$GS$9!J>P!Kz (B 


¿SB:G=*99?7F|;-!!!!#6!?#2#0¿ (B 


ay x 
ՀՏ h. jn i t a Pi ipt D] ny p] tipa pa taa aa ia ai Piatu e a (B 
—-MESSAGE FILE 23348 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000622html.html 


--MESSAGE FILE 23349 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000623html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: TAO <t-yoko@pa2.so-net.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCJEQKJCRLRzA0aiROOXULYSVidWohPCUrITw1SSRyGyhK?= 
=?iso-2022-jp?B?GyRCJTI1QyVIISobKEo=?= 

Date: Sat, 04 Jul 1998 03:15:18 +0900 

Organization: PlayStation Net Yarouze 

Lines: 20 

Message-ID: <359D1FB6.6B1C@pa2.so-net.ne. յք» 

References: <358E8504.7460DB05@geocities.com> <35915C3D.676FF7CE@fa2.so-net.ne.jp> Հ 
35931F67.2DBC@pa2.so-net.ne.jp> <6nau80$d8j@newsl.scei.co.jp> 

NNTP-Posting-Host: 210.132.172.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 [ja] (Win95; Լ) 


K.Tamura wrote: 


> £SB;dSbGc$$$*$7$?!#%asbSj!<S+!<SISK?7¢ (J*¢ESBSMS8S3SsS!#S"SHSO!"SG%eS"Skze (J 
> ¢~S$BS7Sg%SC%/SAS1SGS9I!#S"S!!"SGSb!"S"SN9U#PH#SSNH) ? ($346$,SISSSNS,$5¢ (J 
> gSBSSS7SS!T!0!0! (¢ (J 


ESB! !S"S"SSS&46S8SKEISISKEINAS, S"SkSsSGS9S,!"3 (J 
¿$B!!$&$^$/9u: (JPSzSBSHFIS8SKSISkKS+SOITL@SGS9¢ (7Մ(՞՞չ 


V V V V V V 


ESBS=SSSJEINAS, S"ŠkSsSGS9S+!#CNSiSJS+SCS?SGS9!#;¿ (J 
¿SB2HSN9usMs8!"%o!<%k%I%9%?%8%"%`#2SGSMS8S3jS9S.SF!"SUSKScSUSKScSKSJSC¿ (J 
¿SBSFS7S7 SSS $79?!#¿ (JWIPEOUT XL¿SBS,SJSsS@S+SdS$jJSKS/S/SJS3)SS7S?!#, (J 


581111 11111 eT eee eT tar) yta Cd 
Toru Yokokura ¢SB!J2#AR! !EO!Ke (J 
t-yoko@pa2.so-net.ne.jp 


ՀՏ 11111718111112 11111212 1111 decd 
—-MESSAGE FILE 23349 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000623html1-.html 
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--MESSAGE FILE 23350 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000624html.htm 
1 
Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "SAT." <sat@ga2.so-net.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso0-2022-jp?B?UmU6IBskOQiRiJDckKyQ3JEYbDKEI=?= 
Date: Sat, 4 Jul 1998 15:12:19 +0900 
Organization: PlayStation Net Yarouze 
Lines: 36 
Message-ID: <6nkhf2Sojr@newsl.scei.co.jp> 
References: <6ndmdc$gl7@newsl.scei.co.jp> <359A5E2F.9C537E63@geocities.com> 
NNTP-Posting-Host: 210.139.216.145 
Mime-Version: 1.0 
Content-Type: text/plain; 
charset="iso-2022-jp" 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


2 SBESHAHT! SSGS9! #2 (B 
2$B: #F | SORZMKF | $@$+SiS$*S@3S$%1SkS$GS7$g$&3 (B (^^; 


Youhei TAKADA ¿$B$5$s!'¿ (B 
>¢SBSHS3SmSG!"S$_STIS5SsSOSMSCSHSdSmS &$<4X78SN3hFO0SrSIS3SG; (B 
>¢ SBSISSSCSFSSSkKSNSGS9S+!) 2 (B 


$B; dSN8=:_SN5rE@SO%a!<%5%S%0%5S9SHSGS9! #2 2EYS+>R2pPS5S1SFS%S9S, ¢ Մ 
ESBO11~=q$SSH$-S$*S9!#6=L#SNS"SkI}SOS3SASi$*SG! #2 (B 


ա 


Reversible Reaction 
http://members.xoom.com/reversible/ 


YAROUZE-ML 
http: //www3.justnet.ne.jp/~pisu/playstation/psml.html 


¿SBB>SKSbS"S$SkS$S+SbS7$S1S“ S;SsS,!";dS,;22CS$S5%;SFSbSiSCSFSkSbSNç (B 
¿SBS7S+SoS+SjJS*$;SsSNSGS"S7S+SiS:!# (B 


>¿S$SB%šS[!<%S`%Z!<%S8$r<+J,S$SG:n$j$?$S$S>19g; (Bhypermart 2; $BSCSFSSS&SHS$3SmS, $H$F$b¿ (B 
>¿SBS*S9S9Sa!#¿ (Bfree SBSG#1#O0#MOL!J#3#MSQ@QSCS?S$SCS$Š1S+SJ!)!K;HŠS(SF!"S5Si$K¿ (B 
>CGI¿$B$^$G; H$ (SASCS&S+SiS9S4SS!# (B 


CGI SBSOSTS&$@S$4+$0$+555%S; $s$, "Հ (BXOOM: $B$H$$$&$H$3$m$b¿ (B free¿$B$G¿ (B 11MB¿ $B; H$ ( 
; (8 

S SB$^$9!1#5+5J5J%*%9%9%a$J46$8!#; (B 
http://xoom.com/home/ 


¿$B$b$A$m$s; dSbMxMOS5S; SFSbSiSCSFS*S9!#@kEA@KEA; (B (^^; 
http://members.xoom.com/sat23/ 


Satoshi Tawa (SAT.) E-mail: sat@ga2.so-net.ne.jp 


—-MESSAGE FILE 23350 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000624html1-. html 


--MESSAGE FILE 23351 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000625html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?iso-2022-jp?B?GyRCJUCokaiRjJEMbDKEo=?= 

Date: Sat, 04 Jul 1998 20:26:53 +0900 

Organization: PlayStation Net Yarouze 

Lines: 11 
Message-ID: <6nl3vnSp3d@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.85 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
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X-WWWns-ID: <359E1173.2495@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


ESB! !S*S@9TS1ISKS+S$I!) !#¿ (J 


éSB!!¢(JPentium II/266MHz¿ $B!u$=$NB>$r%2%C%H$7$^$7$?!#¿ (J 

¿SB!1%“%6!<S$SO¿ (JKN-97X2 $B! #2 (JDIMM; SB! v#1!"z (JSIMM: SB! v#4!"STSsSGSb%S*%3S%\ !<SISHSSS&¢z 
(J 

ESB! !AG@2SiST7SSSdSDz (JU (¿SB>P¿ (J) gSB! #S&S0!"z (JUSBz SBS*SGSDSSSFSdASSSN! #3 (J 


ԱԱ ԱՅ oe oe SBS+t¢ ( JMilleniums $BSrF~$1Skz (7(258»Ք. (J) 


¿$B!!$G$b¿ (JATX:$B%1!<%9$, SISSSNSGAHSa$*$;S$s¢ (J (¢$B>P¢ (J) 
¿$B!!$5!<$F!"; (SLinux: SBSrF~$1SkS+!6!&!&$=$1SHSb:#5Nz (JDOS:$B3^% SsSr$3$$$D$Gz (J 
¿SB!!CV$-49$ (SkS+!A!#z (786 OSzSBSrF~S1SkKSNSbSSSSS+SJI!) l#z (J 


—-MESSAGE FILE 23351 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000625html1l. html 


--MESSAGE FILE 23352 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000626html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "kAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 
Newsgroups: playstation.ny.test 

Subject: TEST 

Date: Mon, 06 Jul 1998 19:23:21 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <35A0A598.1CO0C550A@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.172 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; I) 


TEST 


FEA A LATE AIO AP IAS OFA ID Ph OT od hoof AI Dee A St ND 2. 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://www02.u-page.so-net.or.jp/fa2/kazzy168/ 
http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne. E 
PostPet : kazzy@postpet.so-net.ne. 
VEL DS PED ef EEL AT fic FEV. a PASSA I E ա AE E 1 EA 


--MESSAGE FILE 23352 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000626html.html 


--MESSAGE FILE 23353 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000627html.htm 
1 

Path: chuka.playstation.co.uk!newsl1.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: =?1is0-2022-jp?B?GyRCJUF4kQD1UJDEkayEpGyhK?= 
Date: Tue, 07 Jul 1998 22:13:06 +0900 

Organization: PlayStation Net Yarouze 

Lines: 8 

Message-ID: <6nt7b7S4mo@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <35A21EE0.3348@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


Hi, 


I'm Troy from England...... Proud Yaroze owner..... how are you? 
Your message is still on the SCEE news groups.......... 
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ESB! !SHSSS&%a!<¥kSrSbSiS$S*S7S?! #2 (J 
ՀՏ81 1: (JSCEE;SBSNz (Jnews¿$B$, $_$1$k$h$&$K$J$C$?:"!"%7%c%1$G=q$$$?$+$i$G$7$g$&!#¿ (J 


—-MESSAGE FILE 23353 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000627html.html 


--MESSAGE FILE 23354 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000628html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 
From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCUF4kQD1LUJDEkayEpGyhK?= 
Date: Tue, 07 Jul 1998 22:14:59 +0900 

Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <6nt7enS4mo@newsl.scei.co.jp> 

References: <6nt7b7S4mo@news1.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <35A21F51.57@ymg.urban.ne.jp> 

X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


. Tamura wrote: 
Hi, 


I'm Troy from England...... Proud Yaroze owner..... how are you? 
Your message is still on the SCEE news groups.......... 


¿SB!!S$SH$$SS$S&%ša!<%k$r$b$i$$$%*$7S?!1#¿ (J 
¿$B!!¿ (USCEF¿ SBSN¿ (Jnews¿$B$,$_$1$k$h$&$K$J$C$?:"!"%7%c%1$G=q$$$?$+$i$G$7$g$&!#¿ (J 


VV V NV V V V VR 


¿SB!!S&So!<!"S*“S@=qS1$kS>S*¿(J(¿SB>P¿ (J) 


—-MESSAGE FILE 23354 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000628html.html 


--MESSAGE FILE 23355 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000629html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: SCEE 
Date: Tue, 07 Jul 1998 22:30:16 +0900 
Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <6nt8b8S4mo@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.70 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7Եւե 

X-WWWns-ID: <35A222E3.686@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


¿$B!!¿ (JSCEEZSBSN%5!<%P$, SGS-S?SHS-SK!"S"S=S35Nz (Jtest zSBSKS7$?E49FSKz (J 
ԵՏՔ 1519) sm! <$, SDSSSFS$$?¢ (U (¿SB>P¿ (J) 


—-MESSAGE FILE 23355 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000629htm1l. html 


--MESSAGE FILE 23356 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000630html.htm 
1 

Path: chuka.playstation.co.uk!news1.scei.co.jp!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: SCEE 
Date: Thu, 09 Jul 1998 21:10:33 +0900 
Organization: PlayStation Net Yarouze 
Lines: 6 

Message-ID: <6o02cdpSagm@newsl.scei.co.jp> 
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References: <6nt8b8S4mo@newsl1.scei.co.jp> 
NNTP-Posting-Host: 202.231.136.99 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <35A4B32F.64E@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!SSS*S@SK7OB3C£z (J (¿SB>P¿ (J) 


2$B!!A3<3$0!"z (JYZF-R1z SBSK>hSCSFSSS$kKLOMM! #2 (J 
¿ŠB!!¿ (JYZF-R1z SBSHSSS&SNSO! "@hSN3Sb!<%?!<%7%qg%&SG%dS*S0$, H/I=$7$2¢ (J 
45811: (J1000ccz SBSN%9!<%Q!<%9%] !<3D!#! ! 4GAg=ENL¿ (J170kgz SBBESKS7S$F2 (J150psz$B! #2 (J 


—-MESSAGE FILE 23356 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000630htm1. html 


--MESSAGE FILE 23357 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000631html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "T.Shimomura" <redbug@fsinet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: =?is0-2022-jp?B?GyRCNFYkSz1lnJEMkPyEmISYhJhsoQg==?= 
Date: Fri, 10 Jul 1998 08:02:43 +0900 

Organization: PlayStation Net Yarouze 

Lines: 31 

Message-ID: <35A54C13.7D66DF3D@fsinet.or.jp> 
NNTP-Posting-Host: 202.215.109.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


RedBug ¢SBSGS9! #2 (B 

ESBS: SSSVSSSHD9SS4VS4L5:; BASTSFS*Sj5S*°S7S?!#¢ (B 
ESBSSSISS4VSK?tB?$/SNS4LBOGSr$*$+$1$7$?2SGS"Sm$&SH;WSSS*S9!#24S+SiS*OMSSS$$?¢ (B 
¿SBS7S“S9!#¿ (B 


¿SBEbFM$G$95S, !"K\BISKF~SjS*S9! #2 (B 

¿$B;d;v$J$, S11!"S3SN=) SKSO<+BpS$K@1MQ@~!\%5!<%SP!<SN4D6-$,=PMh$"S,Sj5S*°S9! #2 (B 
¿SB8=: %MSC%$HŠdŠmS&S<SKS*S$SSSFSJS*#3hF0S5$1$FSSSkJ)!9$SXSNDsOFSGS$9S, |": (B 
¿SBEvJ)$N%S5!<%P!<$r$*;HSSSKSJSjS2S;SsS+!)¿ (B 


OCN $B% (S333N%_!<!\z (BWindowsNT4 ¢$B%5!<%P!<#1BfSN4D6-SGS9S, !"#F#T#P5 !G=SK7G< (HD! "3 (B 
CGI¿$B$D$-2q0w¿ (BWEB 

ESBS/SiSSSODs6!S$GS—-SkSbSNSH;WSSS*S9!#¢ (B 

é$B!J%5!<%P!<SOz (BLinux or FreeBSD; SBSKSJSk$+SbS$7S515%S;Ss!Kz (B 
¿SB<BF02q0w?t$+Si9MS (SF!"$3SN5, LOSG2?$HS+1?1DSG$-SkSNSGSOSJ$S$+SH9MS ($F$$$^; (B 
ESBS9! #2 (B 


¿$B;DG0$J$, $iL54|8BS+SDL5NASG! "SHSOS$$$+SISS$+Sb$7$1$%S$; $s! #3 (1 
ESBS3SNS"$?SjSOS*S@@S5D>8ESCSFLS8!IFSSNS*S*SGS9! #2 (B 


ա 


2 SBSWS$7$V$ jSK$3$N%S5!<SP!<$K%"%S/%; 39$S7$ ?2SNSG!"B>SKF1MMSNOCS, ?JSs$GS$$k$N$+$bz (B 
¿$B$7$1$^$; $s!#¿ (B 
¿ $B$=$N>19g$0%a!<%k$K$F$*CN$i$;D:$-$^$9$H9, $S$G$9! #2 (B 


ESBS5SF!"3'MMSKS*; GSSS7S?SSSNSO#1SD! #2 (B 
éSBEVI}$N%5!<%P!<S$r$*;HSSSSS$?S@S1S*S9S+!) SCSFSSSE&ES3SHSGSI! Ի. (B 


ESBS* IV; VSO%a!<SKSKSFS*BISAS7S*S9! #2 (B 
ESBOJ2Z<SNS"STS1S9S*SGSISES>! #2 (B 
redbug@ops.dti.ne.jp 


—-MESSAGE FILE 23357 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000631html1.html 


--MESSAGE FILE 23358 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000632html1.htm 
al; 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: "T.Shimomura" <redbug@fsinet.or.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCNFYkKSz1nJEMkPyEmISYhJhsoQg==?= 


Net Yaroze newsgroups message dump.txt Page 15526 


Date: Fri, 10 Jul 1998 23:49:54 +0900 
Organization: PlayStation Net Yarouze 

Lines: 13 

Message-ID: <35A62A12.2EE9B20B@fsinet.or.jp> 
References: <35A54C13.7D66DF3D@fsinet.or.jp> 
NNTP-Posting-Host: 202.215.109.122 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


¿SBDI5-S$GS9!#;¿ ¿(B 
T.Shimomura wrote: 


> ¿SBS*JV;vSO%Sa!<%SkSKSFS*BTSAS7S serene 
> չ58072ՀՏԱՏ"5151595"ՏՇՏԼՏԵՏ» 14: (B 
> redbug@ops.dti.ne.jp 


dti ~SBSN%a!<%k%5!<%PSND4;RS,$ISsS+JIQSGS9!#¢ (B 

¿SBD:SSS?S rare igi act S$:IV;VS7S$*°S9SNSG! "IV; vS,SISS>19gSO:FEY%a! <SkS$rS*=P$7¢ 
ESBS/S@S5S$! #2 (B 

S SBS3$38N35!<%P$, ;_$*$C$?8eSGS$b! "Sa! <SkD: $1$1$PS$T$s$H$+$I$4$*S9SNSG! He (B 


—-MESSAGE FILE 23358 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000632htm1. html 


--MESSAGE FILE 23359 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000633html.htm 
1 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "kKAZZY.Data" <kazzyl68@fa2.so-net.ne.jp> 
Newsgroups: playstation.ny.test 

Subject: test980715 

Date: Wed, 15 Jul 1998 00:04:56 +0900 

Organization: PlayStation Net Yarouze 

Lines: 14 

Message-ID: <35AB7397.C4E9F593@fa2.so-net.ne.jp> 
NNTP-Posting-Host: 210.132.170.224 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [ja] (Win95; Լ) 


test 


CSET eI PS CLI AES ա Ո Ա A I EY LSS LET A EE Ն Ո PL Efe, 
Written by kAZZY.Data (NetYaroze Gamers'Forum Leader) 


HomePage : http://www02.u-page.so-net.or.jp/fa2/kazzy168/ 
http://wwwl.scei.co.jp/~eha00545/ 
E-Mail : gamer@FL.scei.co.jp 
kazzyl68@fa2.so-net.ne. ie 
PostPet : kazzy@postpet.so-net.ne. 
V 7.-7.-7/-7-7.-7/.-/7/-7-7-7-7/-7.-7-7.-7-Մ7 ո V / / / /_ / / / / 


—-MESSAGE FILE 23359 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000633html.html 


--MESSAGE FILE 23360 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000634html.htm 
1 

Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 

From: "K.Tamura" <kouzou@ymg.urban.ne.jp> 

Newsgroups: playstation.ny.test 

Subject: Re: =?iso-2022-jp?B?GyRCNFYkSzlnJEMkPyEmISYhJhsoSg==?= 

Date: Wed, 15 Jul 1998 17:02:41 +0900 

Organization: PlayStation Net Yarouze 

Lines: 3 

Message-ID: <6o0ho5j$sb3@newsl.scei.co.jp> 

References: <35A54C13.7D66DF3D@fsinet.or.jp> <35A62A12.2EE9B20B@fsinet.or.jp> 
NNTP-Posting-Host: 202.231.136.169 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-WWWns-ID: <35AC621A.50D@ymg.urban.ne.jp> 
X-Mailer: Mozilla 3.01 [ja] (Macintosh; I; PPC) 


2$B!!2L$?$7$F222MS/SiSS$!"$*$@S$3$3Sr8+SKMHSFSkS$s$GS9S+SMS'!6!16!&3(T(%%; 
Z$B!!:G@94|SKSO=ES/SFS?S*SiSTS+SCS?SNSK! #2 (J 


—-MESSAGE FILE 23360 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000634html1. html 


--MESSAGE FILE 23361 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000635html.htm 
1 
Path: chuka.playstation.co.uk!newsl.scei.co.jpl!usenet 
From: "minowasi" <minowaQhellonet.or.jp> 
Newsgroups: playstation.ny.test 
Subject: =?iso-2022-jp?B?GyRCJVshPCVgJVohPCU4GyhC?= 
Date: Wed, 15 Jul 1998 19:44:31 +0900 
Organization: PlayStation Net Yarouze 
Lines: 10 
Message-ID: <6o0ilng$sl18@newsl.scei.co.jp> 
NNTP-Posting-Host: 202.214.1.63 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


¿SB$r:nSCSF#2%v7nS0$Si$$S$S?SC$?$1S$SI!"%+S&%s%?!<$,#1#31&!&!&!&!&¿ (B 
¿SŠBC/S+8+ŠKMhS$SF!<!J>P¿ (B 


¢$B>1=jSOHkL) ¢ (8(՞՞չ 


ՀՏ8Տ ՏԱՕՑ: f¿ (B 


--MESSAGE FILE 23361 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000635html.html 


--MESSAGE FILE 23362 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000636html.htm 
1 

Path: chuka.playstation.co.uk!news 

From: simon chrich <simonc@theplanet.net> 
Newsgroups: playstation.ny.test 

Subject: test 

Date: Fri, 06 Aug 1999 13:22:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <37AAD370.38A2A1A5@theplanet.net> 
NNTP-Posting-Host: gate-isdn.admin.theplanet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


test 


—-MESSAGE FILE 23362 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000636html1. html 


--MESSAGE FILE 23363 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000637html.htm 
Լ 

Path: chuka.playstation.co.uk!news 

From: simon chrich <simonc@theplanet.net> 

Newsgroups: playstation.ny.test 

Subject: rubbish 

Date: Fri, 06 Aug 1999 13:22:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 
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Message-ID: <37AAD38E.D5A0A1D7@theplanet.net> 
NNTP-Posting-Host: gate-isdn.admin.theplanet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


rutyuerte 


—-MESSAGE FILE 23363 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000637html. html 


--MESSAGE FILE 23364 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000638html.htm 
1 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: playstation.ny.test 

Subject: test 

Date: 10 Feb 2002 23:54:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <01c1b28d$6599ddc0$1190933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-5-144-17.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


sailor mars 


—-MESSAGE FILE 23364 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000638html1l.html 


--MESSAGE FILE 23365 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000639html.htm 
1 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: 8 Mar 2002 19:32:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <0Olclc6d7$32cf4fc0$a488933e@pal—s—omnibook> 
References: <01c1b28d$6599ddc0$1190933e@pal-—s-—omnibook> 
NNTP-Posting-—Host: nas-—cbv-—3-136-164.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Sailor mercury 


—-MESSAGE FILE 23365 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000639html1l. html 


--MESSAGE FILE 23366 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000640html1.htm 
1 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Wed, 12 Jan 2005 20:12:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <cs3u0iSe7el@www.netyaroze-europe.com> 

References: <01clb28dS6599ddc0S1190933e@pal-s-omnibook> <Olclc6d7$32cf4fc0$a488933e@ 
pal-s-omnibook> 

NNTP-Posting-Host: charlebourg-6-81-56-41-107.fbx.proxad.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 

X-Accept-Language: en-us, en 

In-Reply-To: <0Olclc6d7$32cf4fc0$a488933e@pal—s—omnibook> 


sailor venus 
—-MESSAGE FILE 23366 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000640htm1-. html 
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--MESSAGE FILE 23367 START: net-yaroze-usenet/00000003-SCEI/ny/test/00000641html.htm 
1 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: playstation.ny.test 

Subject: Re: test 

Date: Thu, 17 Nov 2005 14:40:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <dlil7oSjod3@www.netyaroze-europe. com> 

References: <01c1b28d$6599ddc0$1190933e@pal-—s-omnibook> <Olclc6d7$32cf4fc0$a488933e@ 
pal-s-omnibook> <cs3u0iSe7el@www.netyaroze-europe. com> 

NNTP-Posting-Host: amarseille-153-1-23-105.w86-194.abo.wanadoo.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 

X-Accept—-Language: en-us, en 

In-Reply-To: <cs3u0iSe7el@www.netyaroze-europe. com> 


sailor saturn 
—-MESSAGE FILE 23367 END: net-yaroze-usenet/00000003-SCEI/ny/test/00000641htm1-. html 


E AE AE AE FE HEE HEE EH 
E AE EAE AE EAE FE AEE HE EH 


——HHPEEREEEE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/test-int 
t EEE HEE 


--MESSAGE FILE 23368 START: net-yaroze-usenet/00000003-SCEI/ny/test-—int/00000001html1 
.html 

Path: chuka.playstation.co.uk!news 

From: David Friscia <david@sc.trinakria.it> 
Newsgroups: playstation.ny.test-int 

Subject: help me 

Date: Fri, 02 Oct 1998 19:55:54 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <361513AA.2D5720A@sc.trinakria.it> 
NNTP-Posting-Host: m5-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 


i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 

please contact me by e-mail at : hunter@sc.trinakria.it 

thx 


—-MESSAGE FILE 23368 END: net-yaroze-usenet/00000003-SCEI/ny/test-—int/00000001html.h 
tml 


E AE AE AE AE RHEE HEE EH 
E AE AE AE AE AE FE AE AE FE FE HEH 


——HHFEEEEEEEH EHH 
--START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/tool 
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——HHEEEEEEE EE HEH 
——HHEEEEEEE EE HEH 


——START USENET FOLDER: net-yaroze-usenet/00000003-SCEI/ny/tool/announce 
t RHEE 


--MESSAGE FILE 23369 START: net-yaroze-usenet/00000003-SCEI/ny/tool/announce/0000000 
lhtml.html 

Path: chuka.playstation.co.uk!news 

From: David Friscia <david@sc.trinakria.it> 
Newsgroups: playstation.ny.tool.announce 
Subject: help me 

Date: Fri, 02 Oct 1998 19:57:34 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <3615140E.B077D971@sc.trinakria.it> 
NNTP-Posting-Host: m5-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 23369 END: net-—yaroze-usenet/00000003-SCEI/ny/tool/announce/00000001h 
tml.html 


HHH EAE EEE EH HE EH 
E AE EAE AE EEE HEE EH 


E AE EAE FE EAE FE AEE E HEH 
E AE AE AE AE AE AE AE AE FE FE HEHE 


E AE EAE AE AE AE FE EH HE EH 
E AE AE AE AE AE AE AE AE FE HHH 


AE AE AE AE FE AE AE FE AEE HE EH 
E AE AE E FE AE AE AE AE FE FE HEHE 


FE AE AE FE FEAE FE AEE FE EHE E 
FE FEAE FE FEAE FE AEE FE EHE E H 
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Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: 13 Jun 1998 09:53:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01bd2011$3c39dd80$9d3963c3@default> 
References: <35818955.7815668@easynet.co.uk> <0lbd1lfb8Sbd8fbfc0$973e63c3@default> ՀՅ 
58199be.19884327@news.scea.sony.com> 

NNTP-Posting-Host: host5-99-57-157.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Matt, 

That would be scea 'fraid the compos only open to UK 
scee members or UK residents. But the sketches on 
your brothers site are wicked 


Pete. 
Matthew Hulett <matth@bellatlantic.net> wrote in article 


<358199be.19884327@news.scea.sony.com>... 
> >(still haven't heard from anybody wanting to do 


> >some 

> >cool models though). 

> 

> This was posted in our freetalk section justr the other day, if you 
> care to take the initiative: 

> 

> >This is a link to my brother's web site. He is an excellent artist in 
many 

> >formats. He is now concentrating on digital textures and is also 
starting 

> >to design model via 3DS Max. 

> 


> >If someone needs something done he is willing to help out other 
Yarozers. 

> >He does most of the graphics stuff for me. His name is Brian and he 
will 

> >respond to any mail he is sent. 


> 

> 

> >Hope this helps anyone who needs artwork. 
> 

> >http://w3.tyenet.com/paddle/ 
> 

> Cheers. 

> 

> -Matt 

> 

> 


—-MESSAGE FILE 2456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01159 


—-MESSAGE FILE 2457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001160 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: 13 Jun 1998 09:59:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <6kjrhqSlevl3@chuka.playstation.co.uk> <6loi2fSfil4@scea> <6lqq55$s986@c 

huka.playstation.co.uk> 

NNTP-Posting-Host: dl-s16-57-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:727 scee.yaroze.freetalk.dutch:16 
scee.yaroze.freetalk.english:1160 scee.yaroze.freetalk.german: 24 
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Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6lqq55$s986@chuka.playstation.co.uk>... 
> I ordered mine from directly from Datel. Works great! 


Hey Maurice, when does Yaroze Master get proper ARS fileserver support? And 
who's gonna 
go a serial version of the lib? 


Craig. 
-—-MESSAGE FILE 2457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01160 


—-MESSAGE FILE 2458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001161 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory Cards: Could that person who ..... 
Date: Sat, 13 Jun 1998 11:32:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3582553E.90394C28@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Could that person who put a snippet of code onto 
the newsgroups, for writing to memory cards, 
please put it up again. 


I remember that the post was off-topic to the 
original subject and I can't find it now that I want it. 
Augh!!! 


Thanks. 


jc 


--MESSAGE FILE 2458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01161 


--MESSAGE FILE 2459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001162 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory Cards: Could that person who ..... 
Date: Sat, 13 Jun 1998 12:46:58 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <358266B2.384F143E@scee.sony.co.uk> 
References: <3582553E.90394C28@chowfam.demon.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Chow wrote: 


Could that person who put a snippet of code onto 
the newsgroups, for writing to memory cards, 
please put it up again. 


I remember that the post was off-topic to the 
original subject and I can't find it now that I want it. 


VV VV V V V 
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For reasons I can't fathom, it's under scee.yaroze.profile 
under the title: Re: memory card (follow the "What the f**k?" thread). 


Cheers, 


James 
—-MESSAGE FILE 2459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01162 


—-MESSAGE FILE 2460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001163 

Path: chuka.playstation.co.uk!news 

From: philg <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Sat, 13 Jun 1998 16:28:07 +0100 

Organization: philg@easynet.co.uk 

Lines: 50 

Message-ID: <35829A83.A5D32AD2@easynet.co.uk> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1163 scea.yaroze.freetalk 
2728 


Robert Swan wrote: 


On Thu, 11 Jun 1998 18:49:27 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


>Full Pro Dev Kit. Every one of us would love to get our hands on it. 
>Even better if we could buy it on the high-street. What are you scared of 
>Sony? I know I'm just dreaming, but it is possible for Sony to protect 
>themselves in the same way as they have done with the Yaroze. 


I dont know. Maybe im in a minority here (I usually am) but couldnt 
care less about the full dev kit. For a variety of reasons I think I 
wouldnt benefit, and others wouldnt particularly either. 


VVVVVVVVV VV 


I agree. The license prevents people from distributing Yaroze games 
commercially anyway, so there's not much point in being able to burn CDs or 
having the pro development kit. 


10 Reasons why the Yaroze is the ZX Spectrum for the 90s: 


It's black 
It hooks up to your TV set. 
It has an awkward way of transferring data to it. 
It's quite straightforward to code for (well, for simple sprite based 
stuff anyway) 

5) It's pretty cheap (the Spectrum was £125 in 1982, which must be the 
equivalent to £349 in today's money) 

6) Bedroom coders are producing some great stuff with it. 

7) It's getting people jobs in the games industry. 

8) But most people are just using it to play commercial games on. 


ՇաԽ Տ 


—-anyone want to add two more to this to make 10?! 
10 Reasons why the Yaroze *isn't* the ZX Spectrum for the 90s: 
1) It doesn't have rubber keys. 


2) It doesn't overheat and melt. 
3) You can't buy it in Dixons. 
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4) You can't sell your games. 

5) There's no third party books or documentation (other than from other 
members) 

6) There's no magazines devoted to it (No 'Your Sinclair' or 'Sinclair 
User") 


——anyone want to add 4 more to this to make 10?! 
Phil 


—-MESSAGE FILE 2460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01163 


-—-MESSAGE FILE 2461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001164 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sat, 13 Jun 1998 15:51:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35829ed4.636019@www.netyaroze-europe.com> 

References: <35818955.7815668@easynet.co.uk> <358248ED.B0501523@compuserve. com> 
NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 13 Jun 1998 10:39:57 +0100, Nick Slaven 
<NickSlaven@compuserve.com> wrote: 


>As for Middlessex Uni summer course, sounds interesting, does anyone know if you 
>can buy the course notes separately? 


Having remote courses + selling the course notes are being considered 
at the moment. The main priority is getting all the stuff (mostly 
annoying admin) prepared for the course. After that we should be able 
to fulfill other people's requests... 


having said that, if there are any particular problems you are having, 
I dont mind helping via email (if you wanted to get started earlier 
for gduk) bearing in mind that I cant give extensive answers at the 
mo. 


Robert Swan 

rsl108@mdx.ac.uk 

http: //www.netyaroze-europe.com/~middex2 personal site 

http: //www.mdx.cs.mdx.ac.uk/cg/shortcourse course details etc. 
any inquiries about the course and you can email either me or peter 
passmore (his email at the web site) 


hi to the few people from yaroze I know are going already - 
thats DEnnis + phil 
—-MESSAGE FILE 2461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01164 


—-MESSAGE FILE 2462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001165 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 
Date: Sat, 13 Jun 1998 16:17:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3582a525.2252422@www.netyaroze-europe. com> 
References: <35818955.7815668@easynet.co.uk> 
NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Oh yeah. 111 also be entering GDuk. Quite what with im not sure. 


Net Yaroze newsgroups message dump.txt Page 1558 


theres one of three ideas ive got but obviously no time to do more 
than one (if that!) 


choices are 

continuation of my race game thing (got a lot of ideas) 

adventure game like zelda in 3d (like terra incognita but without the 
blocky style of graphics) 

or 2d shoot em up. 


Id like to do the zelda one, but obviously you have to do extensive 
level design + stuff that might take for ever. 


Robert Swan 
—-MESSAGE FILE 2462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01165 


—-MESSAGE FILE 2463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001166 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sat, 13 Jun 1998 13:41:14 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <35828122.57115273@news.scea.sony.com> 

References: <35818955.7815668@easynet.co.uk> <0Olbd1lfb8Sbd8fbfc0$973e63c3@default> ՀՅ 
58199be.19884327@news.scea.sony.com> <01bd2011$3c39dd80S$9d3963c3@default> 
NNTP-Posting-Host: client-120-96.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Hi Matt, 

>That would be scea 'fraid the compos only open to UK 
>scee members or UK residents. But the sketches on 
>your brothers site are wicked 


Ooops... It's actually Steve Tolin's brother. You can't take 
artwork from just anyone and use it in your game? That's too bad. 


—Matt 
--MESSAGE FILE 2463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01166 


—-MESSAGE FILE 2464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001167 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sat, 13 Jun 1998 20:49:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3582e588.1330492@news.playstation.co.uk> 

References: <35818955.7815668@easynet.co.uk> <Olbdlfb8Sbd8fbfc0$973e63c3@default> ՀՅ 
58199be.19884327@news.scea.sony.com> <01bd2011S$3c39dd80S9d3963c3@default> <35828122. 
57115273@news.scea.sony.com> 

NNTP-Posting-Host: p56-prion-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 13 Jun 1998 13:41:14 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


>>Hi Matt, 

>>That would be scea 'fraid the compos only open to UK 

>>scee members or UK residents. But the sketches on 

>>your brothers site are wicked 

> 

> Ooops... It's actually Steve Tolin's brother. You can't take 
>artwork from just anyone and use it in your game? That's too bad. 
> 

>-Matt 
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I don't see why you can't take artwork from someone else and use it in 
your game, as long as you have their permission. At the end of the 
day if it's going to cause a problem then just don't tell anyone and 
split the prize between you ! 


-—-MESSAGE FILE 2464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01167 


—-MESSAGE FILE 2465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001168 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: 14 Jun 1998 00:48:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bd208eS44cd6c00Sd4e6abc3@default> 

References: <35818955.7815668@easynet.co.uk> <0Olbd1lfb8Sbd8fbfc0$973e63c3@default> ՀՅ 
58199be.19884327@news.scea.sony.com> <01bd2011$3c39dd80S9d3963c3@default> <35828122. 
57115273@news.scea.sony.com> <3582e588.1330492@news.playstation.co.uk> 
NNTP-Posting-Host: 195.171.230.212 

X-Newsreader: Microsoft Internet News 4.70.1161 


Here's why, coz I'm crap at art and if a company asked for other examples 
just how long would the dodge stand up. 

It's great for the compo but I would like a job in the industry and knowing 
my luck would get caught out big style :) 

Pete. 


> I don't see why you can't take artwork from someone else and use it in 

> your game, as long as you have their permission. At the end of the 

> day if it's going to cause a problem then just don't tell anyone and 

> split the prize between you ! 

> 

> 

—-MESSAGE FILE 2465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01168 


-—-MESSAGE FILE 2466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001169 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Nick <porcino@home. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Sat, 13 Jun 1998 23:29:59 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35836DE5.11F0@home.com> 

References: <3561da91.821128@news.playstation.co.uk> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


After the kids go to sleep - 9pm and on... 
Current play list - 


if (bad mood) 

{ Requiem by Mozart | the choral version of Night on Bald Mountain |FSOL 
Dead Cities | Skinny Puppy 

} 

else if (burned out) 

{ Wipeout XL soundtrack | crap 80's pop like Duran Duran :-Ք } 

else if (good mood) 

{ Vivaldi | Albinoni | Eurythmics 1984 | Chemical Brothers | Henry 
Mancini | 1930s big band stuff } 
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To paraphrase Zaphod - if my listening tastes were any more unhip, my 
bum would fall off! 


-nick 
--MESSAGE FILE 2466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01169 


--MESSAGE FILE 2467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001170 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Nick <porcino@home.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 10 reasons dynamic tmds are cool 

Date: Sat, 13 Jun 1998 23:37:30 -0700 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <35836FA8.D9B@home. com> 

References: <356b3f8e.10068715@www.playstation.co.uk> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Is the reason your loads are so much faster that the model data is 

generated by your source code, or have you got something more 

complicated happening like a compressed format or an adaptive 

subdivision approach? 

—-MESSAGE FILE 2467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01170 


-—-MESSAGE FILE 2468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001171 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Sun, 14 Jun 1998 10:42:36 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldal87r.1lcn7cwtlimf57kiN@al-88-127.al1l.nl> 

References: <357EECC1.97053769@jps.net> <358195C7.41C6@cubic.com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1171 scea.yaroze.freetalk 
2129) 


David White <david.white@cubic.com> wrote: 


> I remember when the Play Station was begining to appear in California. I 
> had started developing HolliDance for my Power Mac and was disapointed 

> with the frame rate I was getting. I figured that the Play Station would 
> be a good alternative, but didn't have any hope of ever porting 

> HolliDance to it. 

> 

I think that Hollidance for mac is rather impressive, I just could not 

get the NY-version to work properly yet.. 

Like I mailed you about, I had a kind of similar project in mind for a 
wile. 


DEnnis.. 
—-MESSAGE FILE 2468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01171 


—-MESSAGE FILE 2469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001172 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 
Date: Sun, 14 Jun 1998 10:42:41 +0200 

Organization: Debri Productions 

Lines: 22 

Message-ID: <ldal8dg.wl5wrlle60ec0N@al-—88-127.a1.nl> 
References: <35818955.7815668@easynet.co.uk> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


philg <philg@easynet.co.uk> wrote: 


Hello all 


I usually hang out on the .beginners list and ask daft questions. 
Haven't been much use to anyone yet apart from posting some notes on 
getting started with using the Mac for Yaroze development. 


VOM NN 


Me too, I don't say much, but read it all 

> Is anyone else working on anything for the competition? 

If I was British... 

> Maybe some of us can do a joint entry. I'm also going to be doing the 
> Net Yaroze short course at Middlesex University at the end of July - 


> anyone else going to be there? 


A joint entry is maybe an option for none-british members. 
I also signed in for the Middlesex Short course. I won't mis it!! 


Gr. DEnnis.. 
--MESSAGE FILE 2469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01172 


--MESSAGE FILE 2470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001173 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sun, 14 Jun 1998 10:42:57 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldal83j5.bluympwev4i2NQal-88-127.al.n1l1> 

References: <35818955.7815668@easynet.co.uk> <01bd1fb8$bd8fbfc0$973e63c3@default> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote: 


Hi Phil, 
Yup I'm plan on entering the compo with my racing game which hopefully by 
then 

will look like a racing game(still haven't heard from anybody wanting to do 
some 
cool models though). 


VV NV V V V 


Fuhm... thanks for calling me nobody! I'm working on models for you 
right now!! And you would sent me the game, and I still don't have it. 
I'm still am hoping to find it in my mailbox soon. 


DEnnis.. 
--MESSAGE FILE 2470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01173 


—-MESSAGE FILE 2471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001174 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sun, 14 Jun 1998 10:43:05 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldal8rg.5ri40mljwnlixN@al-—-88-127.al1l.nl1> 

References: <35818955.7815668@easynet.co.uk> <358248ED.B0501523@compuserve.com> <358 
29ed4.636019@www.netyaroze-europe. com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> hi to the few people from yaroze I know are going already - 
> thats DEnnis + phil 


Thanks, Hi back :-) 


DEnnis 
—-MESSAGE FILE 2471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01174 


-—-MESSAGE FILE 2472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001175 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: weekly icq-chat 

Date: Sun, 14 Jun 1998 10:43:14 +0200 

Organization: Debri Productions 

Lines: 5 

Message-ID: <ldalzhb. 4m4laxqyzkaiN@al-88-127.al.nl1> 
NNTP-Posting-Host: 81-88-127.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Every week we have an icq-chat on saturday 22:00 (european time, UK-time 
is 21:00). If you want to join, just do. Subjects mostly are Net Yaroze, 
problems, new games etc. 


DEnnis.. 
—-MESSAGE FILE 2472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01175 


—-MESSAGE FILE 2473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001176 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 10 reasons dynamic tmds are cool 

Date: Sun, 14 Jun 1998 08:26:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <358387dd.250965@www.netyaroze-europe. com> 

References: <356b3f8e.10068715@www.playstation.co.uk> <35836FA8.D9B@home.com> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 13 Jun 1998 23:37:30 -0700, Nick <porcino@home.com> wrote: 


>Is the reason your loads are so much faster that the model data is 
>generated by your source code, or have you got something more 
>complicated happening like a compressed format or an adaptive 
>subdivision approach? 


model data is generated by source code. This is a lot faster - ie, im 
creating around 55 models in memory at the start of the game which is 
hardly noticeable. Try loading 55 in through siocons :) 


If all of your 55 models were completely different there would be less 
of a case for it. As mine are all from mathematicagl formula (to get 
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the smooth corners on my race game) it makes sense to define them like 
this. Some of the models are more unique, (and therefore might take 
up more memory in source code than a simple tmd might) but 1) because 
I dont have a modeller at home, and 2) while memory isnt a problem i 
prefer the speed of dynamic tmds I do it that way. 


If you download my race game 2 demo, and look at the file 
l_track.c 
then you will see the code to create all but a few of the models (for 
instance the car is a tmd, and the tunnel entrance is in a nother 
file) 


If youre interested in using dynamic tmds and prefer my method to the 
ones supplied by everyone else, email me and ill help you use my code. 
I will do it eventually anyway, but ive got other stuff to do as well. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


1563 


-—-MESSAGE FILE 2473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01176 


—-MESSAGE FILE 2474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001177 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: 14 Jun 1998 09:31:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <01bd20d7$636590e0$a63663c3@default> 


References: <35818955.7815668@easynet.co.uk> <0Olbd1lfb8Sbd8fbfc0$973e63c3@default> <1 


dal8435.bluympwev4i2N@al-88-127.al1l.nl> 
NNTP-Posting-Host: host5-99-54-166.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


As explained further up in this thread and at the competition site for 
which i told 

you the address and when I told you on ICQ the competition is for UK 
residents etc 

sure you can do models for the game but seeing as how this thread was all 
to do 

with the GDUK I thought you would have caught on. As far as sending you the 
game 

is concerned funny that I explained that the code died and you'd get it as 
soon as... 


Pete. 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<1da18j5.bluympwev4i2N@al-88-127.al.nl>... 

> Peter Dollochan <Peter.Dollochan@btinternet.com> wrote: 
> 
> > Hi Phil, 
> > Yup I'm plan on entering the compo with my racing game which hopefully 


> > will look like a racing game(still haven't heard from anybody wanting 


> > some 
> cool models though). 


Euhm... thanks for calling me nobody! I'm working on models for you 
right now!! And you would sent me the game, and I still don't have it. 
I'm still am hoping to find it in my mailbox soon. 


DEnnis.. 


—-MESSAGE FILE 2474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01177 
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-—-MESSAGE FILE 2475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001178 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: 14 Jun 1998 09:58:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0l1lbd977a$b9ef1660Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <ldalzhb. 4m4laxqyzkaiN@al-88-127.al.nl1> 

NNTP-Posting-Host: dl-s7-48-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldalzhb.4m4laxqyzkaiN@al-88-127.al.nl>... 

> Every week we have an icq-chat on saturday 22:00 (european time, UK-time 
> is 21:00). If you want to join, just do. Subjects mostly are Net Yaroze, 
> problems, new games etc. 


Saturday at 9pm is a bit of a daft time to do it - anyone with a life is 
out at the pub 
at that time ;) 


> DEnnis.. 


Craig. 
-—-MESSAGE FILE 2475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01178 


—-MESSAGE FILE 2476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001179 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Sun, 14 Jun 1998 15:31:19 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldamdmr.1ltyjladlpngqpduN@al1-88-100.a1l.nl1> 

References: <ldalzhb.4m4laxqyzkaiN@al-88-127.al.nl> <01lbd977aSb9ef1660Sf30b0a0a@Ange 
lal.intelligent-group.com> 

NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Saturday at 9pm is a bit of a daft time to do it - anyone with a life is 
out at the pub 
at that time ;) 


noticed that some of my Ny-friends are online every week at that time. 


> 
> 
> 
> 
I 
Have a better day/time? 


And about that "anybody with a life" In Holland you so out at 23:30, if 
your early. Pubs are open here till 5:00 or 6:00. I think thats more 
like a life. 


DEnnis.. 
-—-MESSAGE FILE 2476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01179 


—-MESSAGE FILE 2477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001180 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Sun, 14 Jun 1998 15:44:09 +0200 
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Organization: Debri Productions 

Lines: 16 

Message-ID: <ldamecn.1iz0vslin6énfwgN@al-88-100.al.nl1> 

References: <ldalzhb.4m4laxqyzkaiN@al-88-127.al.nl> <0O1lbd977aSb9ef1660Sf30b0a0a@Ange 
lal.intelligent-group.com> <ldamdmr.1ltyjladlpngqpduN@al1-88-100.a1l.nl> 
NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> Saturday at 9pm is a bit of a daft time to do it - anyone with a life is 
> out at the pub 

> at that time ;) 

> 

I noticed that some of my Ny-friends are online every week at that time. 
Have a better day/time? 


And about that "anybody with a life" In Holland you go out at 23:30, if 
your early. Pubs are open here till 5:00 or 6:00. I think thats more 
like a life. 


VVVVVVVVVV VV 


DEnnis.. 


PS. I don't mean it in a bad way :-) 
—-MESSAGE FILE 2477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01180 


—-MESSAGE FILE 2478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001181 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Sun, 14 Jun 1998 16:04:15 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3583£390.54341737@news.scea.sony.com> 

References: <ldalzhb.4m4laxqyzkaiN@al-88-127.al.nl> <Olbd977aS$b9ef1660Sf30b0a0a@Ange 
lal.intelligent-—group.com> 

NNTP-Posting-Host: client—151-198-130-92.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Saturday at 9pm is a bit of a daft time to do it - anyone with a life is 
>out at the pub 
>at that time ;) 


And I was starting to respect you as a hardcore gamer... [BG] 
Gamers have no life! :-)) 


—Matt, who is going to fill out Dennis' profile mailing so he stops 
spamming me twice per week. 


P.S.- Just joshing you guys, don't get hostile on me! 
—-MESSAGE FILE 2478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01181 


—-MESSAGE FILE 2479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001182 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: Sun, 14 Jun 1998 23:03:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35845349.341047@news.playstation.co.uk> 

References: <35818955.7815668@easynet.co.uk> <0lbd1lfb8Sbd8fbfc0$973e63c3@default> ՀՅ 
58199be.19884327@news.scea.sony.com> <01bd2011S$3c39dd80S9d3963c3@default> <35828122. 
57115273@news.scea.sony.com> <3582e588.1330492@news.playstation.co.uk> <01bd208e$44c 
d6c00S$d4e6abc3@default> 
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NNTP-Posting-Host: p29-guillemot-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 14 Jun 1998 00:48:30 GMT, "Peter Dollochan" 
<Peter.Dollochan@btinternet.com> wrote: 


>Here's why, coz I'm crap at art and if a company asked for other examples 
>just how long would the dodge stand up. 

>It's great for the compo but I would like a job in the industry and knowing 
>my luck would get caught out big style :) 

>Pete. 

> 

>> I don't see why you can't take artwork from someone else and use it in 
>> your game, as long as you have their permission. At the end of the 

>> day if it's going to cause a problem then just don't tell anyone and 

>> split the prize between you ! 

>> 

>> 


What do you want a job in the industry as though ? If it's as a 
programmer then you don't need the artistic skills as any decent games 
company now has teams of dedicated artists and animators thereby 
allowing us programmer types not to have to bother with that arty 
stuff anymore ! My artist is a crap programmer and similarly I ama 
crap artist, unless you are exceptionally talented you rarely get 
someone who has both skills so if you are going for a programmers job 
in a games company then they will want proof that you can program. Not 
that you can draw. 


—-MESSAGE FILE 2479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01182 


—-MESSAGE FILE 2480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001183 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Mon, 15 Jun 1998 06:59:17 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldamytx.lednvdnli5rbwliN@al-88-129.al.nl1> 

References: <ldalzhb.4m4laxqyzkaiN@al-—88-127.al.nl> <01bd977aSb9ef1660Sf30b0a0a@Ange 
lal.intelligent-group.com> <3583f390.54341737@news.scea.sony.com> 

NNTP-Posting-Host: al-88-129.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


> -Matt, who is going to fill out Dennis' profile mailing so he stops 
> spamming me twice per week. 


hehehe, you are not the only one that thinks like this.. I think, and I 
hope. 


DEnnis "the spammer" 
—-MESSAGE FILE 2480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01183 


—-MESSAGE FILE 2481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001184 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Action Replay Cartridge 

Date: Mon, 15 Jun 1998 12:06:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6m2rnm$9bv2@chuka.playstation.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> <6loi2fS$fil4@scea> <6lqq55Ss986@c 
huka.playstation.co.uk> <01bd96b1Sb30b9360Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: ois.orion.nl 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:730 scee.yaroze.freetalk.english: 
1184 


The Windows 95 version is ready as we speak. The NT version will be ready 
this week. I'm not using Steve's code, but I'm gonna use another driver that 
allows normal _inp and _outp under NT!!!! (Sorry Steve!). 


I tried some serial comm's but all I encountered were problems. Maybe 
someone else can help? 


I also added a new bload function. It will allocate the right amount of 
memory needed for the file, aborts if not enough memory is available. I did 
this because I like to be in control of my memory. No wild loading to 
hard-coded addresses (what if an artists decided the texture should be 64x64 
iso 16x16). 


Are you using YarozeMaster? 


—-MESSAGE FILE 2481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01184 


-—-MESSAGE FILE 2482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001185 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Action Replay Cartridge 

Date: Mon, 15 Jun 1998 11:29:31 +0100 

Organization: Intelligent Research 

Lines: 28 

Message-ID: <3584F78B.9CC90DB1@hinge.mistral.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> <6loi2fS$fil4@scea> <6lqq55Ss986@c 
huka.playstation.co.uk> <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-group.com> Հ 
6m2rnm$ 9bv2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:731 scee.yaroze.freetalk.english: 
1185 


Maurice Sibrandi wrote: 

> The Windows 95 version is ready as we speak. The NT version will be ready 

> this week. I'm not using Steve's code, but I'm gonna use another driver that 
> allows normal _inp and _outp under NT!!!! (Sorry Steve!). 


Any chance of seeing the '95 version (I don't use NT). 


> I tried some serial comm's but all I encountered were problems. Maybe 
> someone else can help? 


I did a serial comms base RSD / TMD viewer...I'll have a look for the source. 


> I also added a new bload function. It will allocate the right amount of 

> memory needed for the file, aborts if not enough memory is available. I did 
> this because I like to be in control of my memory. No wild loading to 

> hard-coded addresses (what if an artists decided the texture should be 64x64 
> iso 16x16). 


I always use malloc() & open/read/close anyway... 
> Are you using YarozeMaster? 


I use the old version for looking at other peoples demos....don't use the newone 
‘coz I use CodeWarrior for development.... 
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—-MESSAGE FILE 2482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01185 


—-MESSAGE FILE 2483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001186 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Action Replay Cartridge 

Date: Mon, 15 Jun 1998 13:28:44 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6m30gs$9bv3@chuka.playstation.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> <6loi2fS$fil4@scea> <6lqq55Ss986@c 
huka.playstation.co.uk> <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-group.com> Հ 
6m2rnm$ 9bv2@chuka.playstation.co.uk> <3584F78B.9CC90DB1@hinge.mistral.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:732 scee.yaroze.freetalk.english: 
1186 


>Any chance of seeing the '95 version (I don't use NT). 
I'll send it to you via e-mail. 


>I did a serial comms base RSD / TMD viewer...I'll have a look for the 
source. 


I'm waiting... 
>I always use malloc() & open/read/close anyway... 
OK, but you don't know the filesize until after the load. 


>I use the old version for looking at other peoples demos....don't use the 
newone 
>'coz I use CodeWarrior for development.... 


I tried CW. The debugger is handy, but I find the IDE a bit frustrating. It 
took the windows out of windows. 


Watch your mail.... 


—-MESSAGE FILE 2483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01186 


—-MESSAGE FILE 2484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001187 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Mon, 15 Jun 1998 14:04:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6m32jg$9bv5@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I (try to) program from 20:00 till 00:00 or when my girlfriends says it's 
time of bed (earlier or later, both possible). Mostly the tv is turned on 
with MTV or the dutch version TMF (the music factory). When the radio/cd is 
on I prefer the Smashing Pumpkins, Garbage, K's choice, Sugar Ray, Weezer, 
NoFX, etc, etc. 
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—-MESSAGE FILE 2484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01187 


—-MESSAGE FILE 2485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001188 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Analogue Joystick question. 


Date: Mon, 15 Jun 1998 16:42:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 


Message-ID: <358540F8.A596BD45@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 


եռ 


Content-Type: text/plain; charset=x-user-defined 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
I'm really asking this question, because I don't actually 


own an analogue joystick. 
Instead I've got the analogue controller which supports 
the joystick functionality. 


On the controller we have use of the directional pad 
and 2 joysticks. 

I went to look at some joysticks today, but there 
doesn't to any buttons on them which represent the 
directional pad and they all seem to have only 1 
central joystick. 


Can someone explain to me then how a joystick emulates 
the directional pad and double joysticks on an 
analogue controller. 


Thanks. 


jc 


--MESSAGE FILE 2485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01188 


--MESSAGE FILE 2486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001189 


Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone entering the GDUK competition? 

Date: 15 Jun 1998 16:42:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01lbd21dcSb0d1c0a0S$0e3963c3@default> 

References: <35818955.7815668@easynet.co.uk> <0lbd1lfb8Sbd8fbfc0$973e63c3@default> ՀՅ 


58199be.19884327@news.scea.sony.com> <01bd2011$3c39dd80S9d3963c3@default> <35828122. 
57115273@news.scea.sony.com> <3582e588.1330492@news.playstation.co.uk> <01bd208e$44c 
d6c00S$d4e6abc3@default> <35845349.341047@news.playstation.co.uk> 

NNTP-Posting-Host: host5-99-57-14.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


ok then point taken :) 


However as a manager (not in games obviously) if someone puts 


something in a CV then it 
really annoys me and this 


turns out they told a 


little porky that 


feeling is not a personal quirk but 


you will find it goes for just about everybody. 
The game submitted will be a sort of CV so I would be telling 
that little porky wouldn't I and I wouldn't want to annoy myself 
now would I :) 
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Pete. 


What do you want a job in the industry as though ? If it's as a 
programmer then you don't need the artistic skills as any decent games 
company now has teams of dedicated artists and animators thereby 
allowing us programmer types not to have to bother with that arty 
stuff anymore ! My artist is a crap programmer and similarly I ama 
crap artist, unless you are exceptionally talented you rarely get 
someone who has both skills so if you are going for a programmers job 
in a games company then they will want proof that you can program. Not 
that you can draw. 


VVVVVVVVV VV 


—-MESSAGE FILE 2486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01189 


-—-MESSAGE FILE 2487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001190 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Analogue Joystick question. 

Date: Tue, 16 Jun 1998 17:18:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <35869AE6.C5D74EDD@ndirect.co.uk> 
References: <358540F8.A596BD45@chowfam.demon.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-04.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Chow wrote: 


> I'm really asking this question, because I don't actually 
> own an analogue joystick. 

> Instead I've got the analogue controller which supports 
> the joystick functionality. 

> 

> On the controller we have use of the directional pad 

> and 2 joysticks. 

> I went to look at some joysticks today, but there 

> doesn't to any buttons on them which represent the 

> directional pad and they all seem to have only 1 

> central joystick. 

> 

> Can someone explain to me then how a joystick emulates 
> the directional pad and double joysticks on an 

> analogue controller. 

> 

> Thanks. 

> -- 

> jc 

Hmm... 


I don't know what analog joysticks you're looking at, but they sound a 
bit crap to me. The official Sony analog joystick has 2 sticks, but I 
don't think they have a directional pad. When the LED (on your analog 
pad) is green, it's emulating this joystick, and I don't think the 
direction pad is used. There is documentation on the SCEE Yaroze site 
which explains the button assignments of the various standard 
peripherals. 


But, anyhow... In answer to your question, I don't see how a joystick 
with only 1 stick can be compatible. I suggest staying well clear of 
such devices and stick to your analog controller. 
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Herbs 


—-MESSAGE FILE 2487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01190 


—-MESSAGE FILE 2488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001191 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: web ring 

Date: Tue, 16 Jun 1998 21:16:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3586e02b.7199772@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup16.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


ok, ive almost sorted out my work load (except gduk stuff about to 
start of course (cries)) so Im going to get to work with the web ring 
for beginners. 


I'll be trawling through web pages + stuff and possibly mail a few 
people to see if they want to join, but also if you want to mail me, 
iid be more than grateful, i'b de ecstatic. No, ecstatics not the word 
for it. Cautiously euphoric, shall we say. 


For stuff about it, take a look at my web page (not that I know how 
much longer 111 have a yaroze, as after the course it goes back to 
peter) 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01191 


—-MESSAGE FILE 2489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001192 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Wed, 17 Jun 1998 00:49:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6m70a9S9bv9@chuka.playstation.co.uk> 
References: <ldalzhb. 4m4laxqyzkaiN@a1l-88-127.al.nl1> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


I would also like to set up some regular meeting times for members of the 
ICQ Net Yaroze Interest Group ( http://groups.icq.com/group.asp?no=17896 ) 


Anyone have any preferences for times? ICQ me on 9461567. 


JohnT 


—-MESSAGE FILE 2489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01192 


—-MESSAGE FILE 2490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001193 


Net Yaroze newsgroups message dump.txt Page 1572 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Wed, 17 Jun 1998 00:14:00 GMT 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <358709ab.10138768@news.scea.sony.com> 

References: <3561da91.821128@news.playstation.co.uk> <6k1731S4p22@chuka.playstation. 
co.uk> <35642306.E111D62D@hinge.mistral.co.uk> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Tangerine Dream, anyone? Appropriately repetative but catchy, 
drilling you through the monotony... 


Jamin 


On Thu, 21 May 1998 13:50:14 +0100, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>JohnT wrote: 

> 

>> I seem to be odd compared to the stuff I have read on this thread! I prefer 
>> to code at the weekend if I feel like it as I spend almost all week coding 
>> at work for other people. But what makes me odd is my listening preferences. 
>> I prefer soothing music that keeps my calm for coding. Stuff like Jean 

>> Michel Jare or Mike Oldfield. Sometimes I do listen to music from the 80's 
>> or my collection of Bond Movie Themes! Sad ain't I? ;) 

>> 

> 

>Jarre is a bit pants, but Mike Oldfield is a class act - "Songs Of Distant 
>Earth"and "Ommadawn" are fantastic. 

> 

>Craig. 

> 

> 

>> JohntT 

> 

> 

> 


—-MESSAGE FILE 2490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01193 


—-MESSAGE FILE 2491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001194 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Wed, 17 Jun 1998 21:27:02 -0700 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35889716.F514472C@sinclair.net> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1194 scea.yaroze.freetalk 
:740 


Robert Swan wrote: 


> I dont know. Maybe im in a minority here (I usually am) but couldnt 
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care less about the full dev kit. For a variety of reasons I think I 
wouldnt benefit, and others wouldnt particularly either. 


1) if anyone complains about the difference in power and speed between 
yarozes + full libs my initial opinion is to tell them to shut up. On 
the scee site there are probably only a handful of demos that could 
use the extra speed. And I dont include my games in them. When we all 
start pushing the yaroze to the limit then maybe there could possibly 
be justification in asking for the full libs :) 


VVVVVVV VV 


Most of us don't really care about the power or speed of the 
professional systems, we care about the missing functions and 
documentation. Such as, programming the multitap, or the full docs on 
mime model animation (I think thats what mime is). It's rather hard to 
push the Yaroze to the limit when many of its abilities are completely 
undocumented. 


2) burning our own cds. My personal opinion is why bother? To give 
demos to friends? to sell? Great, now I can burn 100s of cds, and give 
them away, and now i can not get any appreciation from another 100 
people! but are you asking for a cd burner to be included with the 
yaroze package? If so, the price goes up dramatically, and less people 
buy it. If not, those with less money feel like they are getting a raw 
deal after having already spent a fair bit of money. 


VVVVVVV 


Burning CD's wouldn't allow friends to play our games (unless they had 
Yaroze's too!). For a while I looked for a way to burn CD's for it, not 
for piracy, but so I could make my RPG as I have it in my dreams. Less 
than 2 MB is not nearly enough for what I want to do; I would need a CD 
to load different bits and pieces, new graphics and sounds, new worlds. 
I finally found a possible workaround, the Pro-Action Replay; there are 
libs for transferring data back and forth written by other Yaroze 
members. This ability makes it so a CD isn't needed. 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
—=UÚDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 2491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01194 


--MESSAGE FILE 2492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001195 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Wed, 17 Jun 1998 21:53:27 -0700 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35889D47.4191228D@sinclair.net> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800Sf30b0a0a@Angelal.intelligent-group.com> <3580E406.CCCOB558@scee.sony. 
co.uk> <01bd95e7$375456a0Sf30b0a0a@Angelal.intelligent-group.com> <3581084E.1599CFA4 
@scee.sony.co.uk> <01bd961d$44b25dc0$f30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Uploading through the AR isn't perfect, anyways - I had flashed mine, 
and quite often the textures in my games would be messed up - usually, 
it looks as if the textures are just gone. So I eventualy flashed back 
the original rom. I do plan on using the ARS libs though (the ones that 
let you treat the ARS as a CD-ROM, so you can load data onto the Yaroze 
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real-time). The increased space will be so very useful to my RPG. 
Craig Graham wrote: 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<3581084E.1599CFA4@scee.sony.co.uk>... 
> Craig Graham wrote: 
>> 
> > is that they do not approve of any third party development systems, 
which 

> is in effect what you get from a re-flashed Action Replay. 


> 

> 

> You don't get a development system with a re-flashed AR (well, not with 
> Caetla or Ez-o-ray). This is because you don't get the tools, libraries 
> or documentation. Sony _would_ come down like a ton of bricks on anyone 
> using illegal copies of these. 


You haven't seen Ez-O-Ray v1.91 have you? The archive EZODEV contains the 
re-flash 

and a TSR that emulates the H2000 psybios, and a copy of the PsyQ dos 
debugger. 


The TSR is actually a rip-off of Datel's DDX TSR, (one of the reasons DDX 
was 
canned, along with CartDev). 


Also, although we aren't allowed to quote what's said in the scee.dev.* 
groups, the 

gist of it was if anyone is caught using the libs and compilers on anything 
apart from 

the dev kit they got from Sony they are in trouble - even if they have a 
dev kit (I include a 

yaroze here as well). 


> James 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Craig. 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01195 


—-MESSAGE FILE 2493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001196 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Wed, 17 Jun 1998 21:58:23 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <35889E6F.F1713F7@sinclair.net> 

References: <ldalzhb.4m4laxqyzkaiN@al-—88-127.al.nl1> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


How do you join? I use ICQ, but only for its basic use of messaging / 
paging people one on one. BTW, if you didn't know, us SCEA members have 
a weekly chat at the same time (relatively speaking - 21:00 Eastern US 
Time), but in a room on the SCEA site that unfortunately can't be 
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accessed in SCEE. 


DEnnis Brinkhuis wrote: 


> 

> Every week we have an icq-chat on saturday 22:00 (european time, UK-time 
> is 21:00). If you want to join, just do. Subjects mostly are Net Yaroze, 
> problems, new games etc. 

> 

> DEnnis.. 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 2493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01196 


-—-MESSAGE FILE 2494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001197 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Space Invaders '91 hunt 

Date: Thu, 18 Jun 1998 18:34:27 +0100 
Organization: The Hex Heroes 

Lines: 27 

Message-ID: <35894FA3.44D7@writeme.com> 
NNTP-Posting-Host: at1l4-017.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hey all, 
Muchos credit to anyone who can help me with this... 


I'm searching for an arcade game I played in a travel lodge once. 
It was like Space Invaders with super graphical/gameplay twiddles. 


Basically, these guys marched down the screen and you shot at ‘em. The 
crunch came when you left yourself with four or five of the same type at 
the end of the level - They all swarmed together and became the 
mothership from hell. 


I particularly remember these little green aliens (red hearts?) which 
razed you with a lethal laser if you didn't hit them dead centre. Nasty 
little blighters... 


I'm positive this wasn't Super Space Invaders (the one with the cows) 
and it certainly wasn't any of the black/white/coloured plastic efforts. 
I'm fairly sure it was called something like "Space Invaders 'xx". 


Virtual-twinkie to the arcade-head who can verify that it existed. 
Virtual-subservience to anyone who can tell me that it's emulated 
somewhere. 


Cheers, 


James (~mrfrosty). 
—-MESSAGE FILE 2494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01197 


—-MESSAGE FILE 2495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001198 
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Path: chuka.playstation.co.uk!news 

From: "Arnaud Lemaire" <arnaud.lemaire@epita.fr> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Message pour des francais 

Date: 18 Jun 1998 17:36:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <01lbd9adf$b2e6da20$112c05a3@lemair_a> 
NNTP-Posting-Host: 163.5.44.17 

X-Newsreader: Microsoft Internet News 4.70.1155 


first of all i want to apologize for my intrusion on the english freetalk 


, 

this message is for french people only 

Voila ci vous etes francais mais que vous boudez le site francais et bien 
c'est pas gentil du tout pour les autres camarades.en effet j'essais de 
racoler un peut de monde 

en esperant que nous ne soyons pas que cing francais a avoir acces a une 
yaroze 

(sinon quel bide commercial de la part de Sony). 


1576 


—-MESSAGE FILE 2495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01198 


-—-MESSAGE FILE 2496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001199 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Sony's grand experiment? 

Date: Thu, 18 Jun 1998 19:16:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3589596F.6CAF2868@ndirect.co.uk> 


References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 


1061924@www.netyaroze-europe.com> <35889716.F514472C@sinclair.net> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1199 scea.yaroze.freetalk 


2742 
Hi all. 


Don't get me wrong, I wasn't knocking the Yaroze really. It's just that 
there are times when I wish I could get my hands on the full dev kit, but it 
appears that I may be in the minority here. Am I the only one who'd like to 
get some use out of the compression engine? Or more control over the 
GTE/GPU? Wouldn't it be nice to be able to chuck single polygons (or 
primitives) at the screen without resorting to TMDs? 


As for the CD burning thing... 

My Yaroze is tucked away in a small room with my PC and music equipment. 
It's an ideal working environment, but not the best "playing" environment. 
My living room, however, is home to my grey PSX, huge Trinitron TV, hi-fi 
and most importantly the sofas. Burning my own CDs would allow me to 
transport my game, whether it be to the room downstairs, or round to a 
mates. But that's not the biggest reason. I'd like to get some FMV into my 
games. Anyone else with me on this? 


Herbs 


—-MESSAGE FILE 2496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01199 


—-MESSAGE FILE 2497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001200 
Path: chuka.playstation.co.uk!news 
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From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay upload ? 

Date: Thu, 18 Jun 1998 19:34:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35895DB2.A119C588@ndirect.co.uk> 

References: <357FD9F3.5F1B@livemedia.co.uk> <357FFD23.F5671FD5@scee.sony.co.uk> <01b 
d958e$4e2b5800Sf30b0a0a@Angelal.intelligent-group.com> <3580E406.CCCOB558@scee.sony. 
co.uk> <01bd95e7$375456a0Sf30b0a0a@Angelal.intelligent-group.com> <3581084E.1599CFA4 
@scee.sony.co.uk> <01bd961d$44b25dc0S$f30b0a0a@Angelal.intelligent-group.com> <35889D 
47.4191228D@sinclair.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 


Uploading through the AR isn't perfect, anyways - I had flashed mine, 
and quite often the textures in my games would be messed up - usually, 
it looks as if the textures are just gone. So I eventualy flashed back 
the original rom. I do plan on using the ARS libs though (the ones that 
let you treat the ARS as a CD-ROM, so you can load data onto the Yaroze 
real-time). The increased space will be so very useful to my RPG. 


VV VV V V V 


BTW. CodeWarrior lets you load data from your PC's hard disk within your Yaroze 
code. It solves the space problem. The down side is that it uses the serial 
link, so it's slow. But it's legal as far as Sony are concerned. 


Herbs 


—-MESSAGE FILE 2497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01200 


-—-MESSAGE FILE 2498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001201 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Space Invaders '91 hunt 

Date: Thu, 18 Jun 1998 19:54:26 +0100 

Organization: Backroom Software Ltd. 

Lines: 36 

Message-ID: <6mbo07Skhql@chuka.playstation.co.uk> 
References: <35894FA3.44D7@writeme.com> 
NNTP-Posting-Host: usera806.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Shot in the dark, 
Galaxians? 


Steve 


James Rutherford wrote in message <35894FA3.44D7@writeme.com>... 
>Hey all, 

> 

>Muchos credit to anyone who can help me with this... 

> 

>I'm searching for an arcade game I played in a travel lodge once. 
>It was like Space Invaders with super graphical/gameplay twiddles. 
> 
>Basically, these guys marched down the screen and you shot at ‘em. The 
>crunch came when you left yourself with four or five of the same type at 
>the end of the level - They all swarmed together and became the 
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>mothership from hell. 

> 

>I particularly remember these little green aliens (red hearts?) which 
>razed you with a lethal laser if you didn't hit them dead centre. Nasty 
>little blighters... 

> 

>I'm positive this wasn't Super Space Invaders (the one with the cows) 
>and it certainly wasn't any of the black/white/coloured plastic efforts. 
>I'm fairly sure it was called something like "Space Invaders 'xx". 

> 

>Virtual-twinkie to the arcade-head who can verify that it existed. 
>Virtual-subservience to anyone who can tell me that it's emulated 
>somewhere. 

> 

>Cheers, 

> 

>James (~mrfrosty). 

> 


-—-MESSAGE FILE 2498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01201 


-—-MESSAGE FILE 2499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001202 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Space Invaders '91 hunt 

Date: Fri, 19 Jun 1998 09:49:57 -0400 

Organization: SCEA News Server 

Lines: 1289 

Message-ID: <358A6C85.34B23089@cobite.com> 

References: <35894FA3.44D7@writeme.com> 

NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" CFE0645A51E63213ECB9FDDE" 
X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 


This is a multi-part message in MIME format. 
CFE0645A51E63213ECB9FDDE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


James Rutherford wrote: 
Hey all, 
Muchos credit to anyone who can help me with this... 


I'm searching for an arcade game I played in a travel lodge once. 
It was like Space Invaders with super graphical/gameplay twiddles. 


Basically, these guys marched down the screen and you shot at 'em. The 
crunch came when you left yourself with four or five of the same type at 
the end of the level - They all swarmed together and became the 
mothership from hell. 


I particularly remember these little green aliens (red hearts?) which 
razed you with a lethal laser if you didn't hit them dead centre. Nasty 
little blighters... 


I'm positive this wasn't Super Space Invaders (the one with the cows) 
and it certainly wasn't any of the black/white/coloured plastic efforts. 
I'm fairly sure it was called something like "Space Invaders 'xx". 


Virtual-twinkie to the arcade-head who can verify that it existed. 
Virtual-subservience to anyone who can tell me that it's emulated 
somewhere. 


Cheers, 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 
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> James (~mrfrosty). 


I think you're talking about Super Space Invaders 91 - MAME runs this, I 
have included a snapshot taken from MAME. 


Craig 


CFE0645A51E63213ECB9FDDE 

Content-Type: image/jpeg; name="ssi-snap000. jpg" 

—-MESSAGE FILE 2499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01202 


—-MESSAGE FILE 2500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001203 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Space Invaders '91 hunt 

Date: Fri, 19 Jun 1998 16:53:16 +0100 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <358A896C. 5AA4@writeme.com> 

References: <35894FA3.44D7@writeme.com> <6mbo07Skhql@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-004.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Steve Dunn wrote: 

> 

> Shot in the dark, 
> Galaxians? 


Mmm, very big shot in the dark ;) 
I'm almost positive it was a 'Space Invaders" sequel. 
And it definitely had these mothership conglomerate thingies. 


James (~mrfrosty). 
—-MESSAGE FILE 2500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01203 


-—-MESSAGE FILE 2501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001204 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Space Invaders '91 hunt 

Date: Fri, 19 Jun 1998 16:55:55 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <358A8A0B.5110@writeme.com> 

References: <35894FA3.44D7@writeme.com> <358A6C85.34B23089@cobite.com> 
NNTP-Posting-Host: at14-004.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Craig Venz wrote: 


> I think you're talking about Super Space Invaders 91 - MAME runs 
> this, I have included a snapshot taken from MAME. 


Nice picture - but I'm afraid that's not right. 
This game I'm on about had pretty coloured aliens and no cow bonus 
rounds... 


Ta anyway, 


James (~mrfrosty). 
—-MESSAGE FILE 2501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01204 


—-MESSAGE FILE 2502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001205 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Space Invaders '91 hunt 

Date: Fri, 19 Jun 1998 21:14:47 +0100 

Organization: philg@easynet.co.uk 

Lines: 40 

Message-ID: <358AC6B5.E9DBF156@easynet.co.uk> 

References: <35894FA3.44D7@writeme.com> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


James Rutherford wrote: 
Hey all, 
Muchos credit to anyone who can help me with this... 


I'm searching for an arcade game I played in a travel lodge once. 
It was like Space Invaders with super graphical/gameplay twiddles. 


Basically, these guys marched down the screen and you shot at 'em. The 
crunch came when you left yourself with four or five of the same type at 
the end of the level - They all swarmed together and became the 
mothership from hell. 


I particularly remember these little green aliens (red hearts?) which 
razed you with a lethal laser if you didn't hit them dead centre. Nasty 
little blighters... 


I'm positive this wasn't Super Space Invaders (the one with the cows) 
and it certainly wasn't any of the black/white/coloured plastic efforts. 
I'm fairly sure it was called something like "Space Invaders 'xx". 


Virtual-twinkie to the arcade-head who can verify that it existed. 
Virtual-subservience to anyone who can tell me that it's emulated 
somewhere. 


VVVVVVVVVVVVVV VV VV VV VV ՎՊ 


The Space Invaders '91 I remember definitely had the cows. I'm certain 
about this because they've got it at the Odeon in Muswell Hill (London)! We 
also used to have it in our common room at college 


Phil 


PS: Anyone remember a side-scroller shoot-em-up called 'Air Buster'? Kind 
of like a Scramble/R-Types kind of game, great graphics and music. Never 
saw it anywhere else apart from the college common room and once in an 
arcade in Leicester Square about 5 years ago. 


—-MESSAGE FILE 2502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01205 


—-MESSAGE FILE 2503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001206 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 

Date: Sat, 20 Jun 1998 04:29:14 +0200 
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Organization: Debri Productions 

Lines: 8 

Message-ID: <ldawm8b.dt206plijdiiyN@al-—88-120.al.nl1> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> <35889716.F514472C@sinclair.net> <3589596F.6CAF286 
8@ndirect.co.uk> 

NNTP-Posting-Host: al-88-120.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1206 scea.yaroze.freetalk 
2749 


> I'd like to get some FMV into my 
> games. Anyone else with me on this? 
> 


Yes, me! There is now way to do it by uploading it at this speed. 


I think that sony should collect all the best work and put it ona 

blackdisk. Than sell it in shops for a price like maybe 10 pounds. 

—-MESSAGE FILE 2503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01206 


—-MESSAGE FILE 2504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001207 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weekly icq-chat 

Date: Sat, 20 Jun 1998 04:29:18 +0200 

Organization: Debri Productions 

Lines: 29 

Message-ID: <ldawmjn.dbg2e9esfa68N@al—88-120.al1.nl1> 

References: <ldalzhb. 4m4laxqyzkaiN@al-88-127.al.nl> <35889ER6F.F1713F7@sinclair.net> 
NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Joshua Meeds <dreamer@sinclair.net> wrote: 


How do you join? I use ICQ, but only for its basic use of messaging / 
paging people one on one. BTW, if you didn't know, us SCEA members have 
a weekly chat at the same time (relatively speaking - 21:00 Eastern ՍՏ 
Time), but in a room on the SCEA site that unfortunately can't be 
accessed in SCEE. 


V V V V V 


Joining. 

Every week about the same members are online. Sometimes there are also 
some coders from the industry and so it's also a nice way to get some 
contacts in the industry. It starts by one or maybe 2 NY-members opening 
a chat. All others on their list are invited in or ask for a chat. All 
members that join in later can be added to the running chat. 

The great thing about ICQ is that there is nu US or europe limit. I 
noticed that fridaynight and saturdaynight are popular for chats. They 
start between 22.00 and 24.00 hours central European time. So in the UK 
that will be 21.00 and 23.00 hours and if I'm not mistaken the "general 
time-difference with the US is about 6 hours, so that makes it for 
US-members between 16.00 and 18.00 hours. Don't pick me on this if I'm 
mistaken. 


Remember that sometimes we have a chat with 8 members, other times it's 
just 2. To be sure you have some members on your list, go to my Public 
Profile List to get some numbers: 


http://www.netyaroze-europe.com/~madmac 


Greatings DEnnis.. 
—-MESSAGE FILE 2504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01207 


—-MESSAGE FILE 2505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001208 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Joshua Meeds <dreamer@sinclair.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Air Buster 

Date: Fri, 19 Jun 1998 20:46:23 -0700 
Organization: SCEA News Server 

Lines: 24 

Message-ID: <358B308F.2DB3B3B8@sinclair.net> 
References: <35894FA3.44D7@writeme.com> <358AC6B5.E9DBF156@easynet.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I believe there was a shooter game for Turbografx-16 (P.C. Engine) 


called Air Buster; also for Sega Genesis (Megadrive). Could be the same 
thing... 

Philip Gooch wrote: 

> 

> 

> PS: Anyone remember a side-scroller shoot-em-up called 'Air Buster'? Kind 
> of like a Scramble/R-Types kind of game, great graphics and music. Never 
> saw it anywhere else apart from the college common room and once in an 

> arcade in Leicester Square about 5 years ago. 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 2505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01208 


-—-MESSAGE FILE 2506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001209 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Middlesex University Net Yaroze Short Course 
Date: Sat, 20 Jun 1998 15:00:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6mgfh1lSkhq3@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hello! 

Just wondering if any one out there is going to the Middlesex 
University Net Yaroze Short Course this summer? I signed up last week and 
am waiting for my confirmation to come through. 

John 


—-MESSAGE FILE 2506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01209 


—-MESSAGE FILE 2507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001210 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 
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Date: Sat, 20 Jun 1998 17:27:36 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldaxmid.1k3eflnd1l5laeN@[194.151.88.141]> 
References: <6mgfhlSkhq3@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


John Whitmore <john@jwhit.demon.co.uk> wrote: 


> Hello! 

> Just wondering if any one out there is going to the Middlesex 

> University Net Yaroze Short Course this summer? I signed up last week and 
> am waiting for my confirmation to come through. 

> John 


I signed in and I'm waiting for the confirmation too. 


DEnnis.. 
-—-MESSAGE FILE 2507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01210 


—-MESSAGE FILE 2508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001211 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sat, 20 Jun 1998 15:23:54 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <358C367A.3D432E0@shell.jps.net> 

References: <6mgfhlSkhq3@chuka.playstation.co.uk> <ldaxmid.1k3eflnd1l5laeN@[194.151.8 
8.141]> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: oak-port641.jps.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


Out of curiosity, what is the course curriculum going to be? Is it 
an introduction to it, or is it real hard-core programming? Signing 
up for a course and finding out it's all just review really sucks. 
Are they going to let you guys play with a nice development system--- 
i.e. fast PC, good 3D packages, pro sound editors, etc. 


DEnnis Brinkhuis wrote: 


> 
> John Whitmore <john@jwhit.demon.co.uk> wrote: 
> 
> > Hello! 
> > Just wondering if any one out there is going to the Middlesex 
> > University Net Yaroze Short Course this summer? I signed up last week and 
> > am waiting for my confirmation to come through. 
>> John 
> 
> I signed in and I'm waiting for the confirmation too. 
> 
> DEnnis.. 
Mata ne, wis lets 
- e! pan tenchi@shell.jps.net Mes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) eae http://www. jps.net/tenchi 


—-MESSAGE FILE 2508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01211 


-—-MESSAGE FILE 2509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001212 
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Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Sat, 20 Jun 1998 23:59:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <358c4cb3.2412705@www.netyaroze-europe. com> 

References: <3561da91.821128@news.playstation.co.uk> <6k1731S4p22@chuka.playstation. 
co.uk> <35642306.E111D62D@hinge.mistral.co.uk> <358709ab.10138768@news.scea.sony.com 
> 
NNTP-Posting-Host: th-eng08-123.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 17 Jun 1998 00:14:00 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


>Tangerine Dream, anyone? Appropriately repetative but catchy, 
>drilling you through the monotony... 

> 

> 


Tangerine Dream? Didn't they do the soundtrack to that classic but 
often ignored film Legend with Tim Curry as the best devil ever? 


Barry Swan 
-—-MESSAGE FILE 2509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01212 


--MESSAGE FILE 2510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001213 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sat, 20 Jun 1998 23:49:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <358c48c0.7776116@www.netyaroze-europe. com> 

References: <6mgfhlS$khq3@chuka.playstation.co.uk> <ldaxmid.1k3eflnd15laeN@[194.151.8 
8.141]> <358C367A.3D432E0@shell.jps.net> 

NNTP-Posting-Host: th-eng07-033.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 20 Jun 1998 15:23:54 -0700, Elliott Lee <tenchi@shell.jps.net> 
wrote: 


>Out of curiosity, what is the course curriculum going to be? Is it 
>an introduction to it, or is it real hard-core programming? Signing 
>up for a course and finding out it's all just review really sucks. 
>Are they going to let you guys play with a nice development system--- 
>i.e. fast PC, good 3D packages, pro sound editors, etc. 


the course is one week long, and we are expecting people with no 
experience up to people who now C better than we do (which may not be 
so hard!) For this we are supplying libraries meaning that if required 
all knowledge of the yaroze can be ignored. For those who are a bit 
more advanced there is the opportunity to mess around with 3d Studio 
Max and some ok computers - a room full of 166-200 Mhz pentiums. THe 
emphasis for the course is getting some applications running in a very 
short time - which may mean some of the less advanced students 
spending less time on graphics and sound. (As it is, sound will not be 
heavily promoted- there isnt the time to mess around with it to any 
degree of complexity, a bank of sounds will be included for those 
without their own sound effects) 


The course will be aiming to get everyone to a certain level, but 
those who wish to go ahead and mess around are free to do so as well. 


Who knows, If the situations arise, you may find only one person doing 
three rendering, in which case they'll have all the computers to 
themselves :) 
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For more details, visit 
http://www.cs.mdx.ac.uk/cg/shortcourse/ 


Personally, i'd rather only be helping fully proficient yaroze users 
as their results could be really interesting, but hey, thats life. 
Maybe I can steer some of the students in that direction and 111 be 
well pleased 


Robert Swan 

rsl108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01213 


—-MESSAGE FILE 2511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001214 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sun, 21 Jun 1998 18:56:24 +0100 

Organization: philg@easynet.co.uk 

Lines: 17 

Message-ID: <358D4943.92AR64A6@easynet.co.uk> 

References: <6mgfhlSkhq3@chuka.playstation.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


John Whitmore wrote: 


> Hello! 

> Just wondering if any one out there is going to the Middlesex 

> University Net Yaroze Short Course this summer? I signed up last week and 
> am waiting for my confirmation to come through. 

> John 


Hi John 


I'm going along. Haven't had any confirmation through yet, though I signed up 
and paid about 3 weeks ago! 


Phil 


—-MESSAGE FILE 2511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01214 


-—-MESSAGE FILE 2512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001215 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Air Buster 

Date: Sun, 21 Jun 1998 18:59:09 +0100 

Organization: philg@easynet.co.uk 

Lines: 15 

Message-ID: <358D49E7.B6A4C444@easynet.co.uk> 

References: <35894FA3.44D7@writeme.com> <358AC6B5.E9DBF156@easynet.co.uk> <358B308F. 
2DB3B3B8@sinclair.net> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
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4F5353" 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Joshua Meeds wrote: 


> I believe there was a shooter game for Turbografx-16 (P.C. Engine) 

> called Air Buster; also for Sega Genesis (Megadrive). Could be the same 
> thing... 

> 


Aha. Must look out for it. I've got a Megadrive emulator knocking around 
somewhere on my hard drive. 
Hopefully it will also turn up with the next release of MAME. 


Phil 


-—-MESSAGE FILE 2512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01215 


—-MESSAGE FILE 2513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001216 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Mon, 22 Jun 1998 02:32:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <358DB42C.7C98@mdx.ac.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
NNTP-Posting-Host: dyn059-017.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Philip Gooch wrote: 


> 

> John Whitmore wrote: 

> 

> > Hello! 

> > Just wondering if any one out there is going to the Middlesex 

> > University Net Yaroze Short Course this summer? I signed up last week and 
> > am waiting for my confirmation to come through. 

>> John 

> 

> Hi John 

> 

> I'm going along. Haven't had any confirmation through yet, though I signed up 
> and paid about 3 weeks ago! 

> 

> Phil 

Hi Guys, 


Just to let you know your confirmations should be coming through soon. 
It's dealt with by our commercial unit, MUSL, not me but I know they are 
on the case after their own fashion. There are only a few places left so 
the course should be going ahead, and you are all registered. If you 
haven't paid though, we may have a problem when we exceed the 30 places 
if new people want to pay when they register 


Re Elliot's question above. The range of eligible people enquiring has 
been wide, from a 16 year old US coder to a producer at a large games 
company. I intend to try and cater for the range of ability by providing 
a set of functions which are easy to use and hide much of the 
complexity, but I will also provide a more detailed commentary about 
functions so more able people can get into the nitty gritty if they want 
to. Either way there should be significant documentation and examples 
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that should be of use after the course. Much of the documentation should 
go out (hopefully) 2 weeks before the course so I'm hoping people will 
hit the ground running. The basic intention is to produce a 2D and a 3D 
demo in the week working in teams. We won't cover sound other than 
simple sfx as we don't have the kit at this site. We have 15 copies of 
3DS max but we will not spend too long on this as we will have to 
concentrate on the Yaroze. 


The basic idea is to get people up and running quickly, as was the 
intention of my 3d tutorial which seems to have helped many people 
(though there are problems with it I know!) 


One other thing, anybody intending to enter the GDUK competition don't 
forget you have to register by the end of the month. 


Cheers, 
Peter. 
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—-MESSAGE FILE 2513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01216 


—-MESSAGE FILE 2514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001217 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 
Date: Mon, 22 Jun 1998 13:19:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <6mli7uSkhq5@chuka.playstation.co.uk> 


8.141]> 
NNTP-Posting-Host: client13fa.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I have also signed in, and I'm waiting for the confirmation too. 
is anyone staying in the Uni accomodation? 


Paul Bircham [Doodle]. 


References: <6mgfhlSkhq3@chuka.playstation.co.uk> <ldaxmid.1k3ef1ind15laeN@[194.151.8 


-—-MESSAGE FILE 2514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01217 


—-MESSAGE FILE 2515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001218 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Better than sliced bread! 

Date: Mon, 22 Jun 1998 13:56:33 +0100 
Organization: The Hex Heroes 

Lines: 10 

Message-ID: <358E5481.28D6@writeme.com> 
NNTP-Posting-Host: gfs0-078.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi, 
Strange request, I know, but all will soon become clear... 


Visit my homepage at 5pm (GMT) on Wednesday (24th June) to be part of 
something really special. 


James (~mrfrosty). 
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Don't be shy - don't miss out! 
—-MESSAGE FILE 2515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01218 


—-MESSAGE FILE 2516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001219 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 

Date: Mon, 22 Jun 1998 14:53:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <6mlnfgSkhq6@chuka.playstation.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


In the office we get stuck with '80s stuff mainly, as that is the lead's 
choice, but when I use my Yaroze I usually just leave the TV on as 
background noise. Nothing quite like a Saturday afternoon with Kirk and 
Scotty getting over excited because the warp nacelle is going to explode or 
something.... I usually work best at night though, between 10PM and 4AM, 
but I can't spare the time of late. 


Mike. 


—-MESSAGE FILE 2516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01219 


—-MESSAGE FILE 2517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001220 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Mon, 22 Jun 1998 18:30:26 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldblfdc.ug67liv20s94N@al1-88-119.al.nl1> 

References: <6mgfhlS$khq3@chuka.playstation.co.uk> <ldaxmid.1k3eflnd1l5laeN@[194.151.8 
8.141]> <6mli7uSkhgq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-119.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 
I have also signed in, and I'm waiting for the confirmation too. 


> 
> 
> is anyone staying in the Uni accomodation? 
> 


Maybe me, depends on the costs. 


DEnnis.. 
—-MESSAGE FILE 2517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01220 


-—-MESSAGE FILE 2518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001221 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Mon, 22 Jun 1998 15:11:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6mm5jsSkhq9@chuka.playstation.co.uk> 
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References: <6mgfhlS$khq3@chuka.playstation.co.uk> <ldaxmid.1k3eflnd15laeN@[194.151.8 
8.141]> <6mli7uSkhgq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>is anyone staying in the Uni accomodation? 
>Paul Bircham [Doodle]. 
> 


I should be, I am phoning them up tomorrow to sort it out, it has to be the 
cheapest option for the area! Think I might be getting it for the Friday 


(possibly Saturday) night as well....so we could all go out for a drink or 
ten if you want!! 
John 


—-MESSAGE FILE 2518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01221 


—-MESSAGE FILE 2519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001222 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Mon, 22 Jun 1998 20:48:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <358ec2c2.5148322@news.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 22 Jun 1998 02:32:28 +0100, Peter Passmore 
<p.passmore@mdx.ac.uk> wrote: 


<snip> 

>simple sfx as we don't have the kit at this site. We have 15 copies of 
>3DS max but we will not spend too long on this as we will have to 
>concentrate on the Yaroze. 

> 

when did this happen? have all the machines been sorted out with 

dingle dongles :) ? 


>One other thing, anybody intending to enter the GDUK competition don't 
>forget you have to register by the end of the month. 


oh.. yeah.. there's a net catagoery now. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

-—-MESSAGE FILE 2519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01222 


—-MESSAGE FILE 2520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001223 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 
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Date: Mon, 22 Jun 1998 20:49:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <358fc31b.5237691@news.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Hey do we get ECTS tickets this year? I went last time, it was really 

good since there where not kiddies sourround the Nintendo stand and 

running about getting on your nerves. 

/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 2520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01223 


—-MESSAGE FILE 2521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001224 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Mon, 22 Jun 1998 22:00:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6mmgk5Senml@chuka.playstation.co.uk> 

References: <6mgfhlS$khq3@chuka.playstation.co.uk> <ldaxmid.1k3eflnd1l5laeN@[194.151.8 
8.141]> <6mli7uSkhg5@chuka.playstation.co.uk> <6mm5jsSkhq9@chuka.playstation.co.uk> 
NNTP-Posting-Host: client1249.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


John Whitmore wrote in message <6mm5jsS$khq9@chuka.playstation.co.uk>... 
>I should be, I am phoning them up tomorrow to sort it out, it has to be the 
>cheapest option for the area! Think I might be getting it for the Friday 


>(possibly Saturday) night as well....so we could all go out for a drink or 
>ten if you want!! 

>John 

> 

> 


Well thats what I will be doing if I get a place, and as for going out for 
one (Actually ten or so) drinks sounds great 


Paul Bircham [Doodle] 


—-MESSAGE FILE 2521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01224 


—-MESSAGE FILE 2522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001225 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Mon, 22 Jun 1998 21:27:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <358ecbba.3534973@www.netyaroze-europe. com> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialupll.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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On Mon, 22 Jun 1998 20:48:21 GMT, alan@alanyuen.demon.co.uk (Alan 
Yuen) wrote: 


>>simple sfx as we don't have the kit at this site. We have 15 copies of 
>>3DS max but we will not spend too long on this as we will have to 
>>concentrate on the Yaroze. 

>> 

>when did this happen? have all the machines been sorted out with 
>dingle dongles :) ? 


dont you ever got to uni and check? Hang on, Im a hypocrite. btw, 
England just lost so Im a bit sad. 


I would be glad to meet up for a drink after the course whenever. 
Seeing as I actually live close enough by I can arrange the pub and 
the time if you want. Maybe the time isnt a problem though, if 
everyone goes after the course one evening.. If you think me finding a 
pub + stuff is a good idea, let me know. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 2522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01225 


—-MESSAGE FILE 2523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001226 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 00:07:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6mmolbSenm2@chuka.playstation.co.uk> 
References: <358E5481.28D6@writeme.com> 
NNTP-Posting-Host: client84ea.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Visit my homepage at 5pm (GMT) on Wednesday (24th June) to be part of 
>something really special. 
> 
Can you make it an hour later, so we get cheaper phone calls. 


Cheers 


Bob 
bob@shand.globalnet.co.uk 


-—-MESSAGE FILE 2523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01226 


—-MESSAGE FILE 2524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001227 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Better than sliced bread! 
Date: 23 Jun 1998 10:03:22 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Sender: thutton@TECH10 

Message-ID: <upvgl2ddh.fsf@cybec.com.au> 
References: <358E5481.28D6@writeme.com> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
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James Rutherford <hexheroes@writeme.com> writes: 


> 

> Hi, 
> 

> Strange request, I know, but all will soon become clear... 

> 

> Visit my homepage at 5pm (GMT) on Wednesday (24th June) to be part of 
> something really special. 

> 


I would, but it'll be around 3am here. Damn, suppose I'll have to 

have a really special time of my own. 

Toby. 

—-MESSAGE FILE 2524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01227 


—-MESSAGE FILE 2525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001228 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: This is interesting. 

Date: 23 Jun 1998 10:08:47 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Sender: thutton@TECH10 

Message-ID: <uogvl2d4g.fsf@cybec.com.au> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


I read this on the web yesterday at a general gaming site... 
"Sony Calls For Hopefuls 


Playstation: Sony Computer Entertainment Japan 

has made a request for ambitious Yaroze 
developers. Funds and offices are on offer to full 
teams who can come up with the goods." 


Does anyone know what this deal is? Are the SCEI members being 
offered *money* to develop Yaroze apps? Or are they getting real 
dev. kits? Or what? 


Toby. 
—-MESSAGE FILE 2525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01228 


—-MESSAGE FILE 2526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001229 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Interesting prospect. 

Date: 23 Jun 1998 10:10:01 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Sender: thutton@TECH10 

Message-ID: <un2b52d2e.fsf@cybec.com.au> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


I read this on the web yesterday at a general gaming site... 
"Sony Calls For Hopefuls 
Playstation: Sony Computer Entertainment Japan 


has made a request for ambitious Yaroze 
developers. Funds and offices are on offer to full 
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teams who can come up with the goods." 


Does anyone know what this deal is? Are the SCEI members being 

offered *money* to develop Yaroze apps? Or are they getting real 

dev. kits? Or what? 

Toby. 

-—-MESSAGE FILE 2526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01229 


—-MESSAGE FILE 2527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001230 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 08:45:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6mnmdnSenm3@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe. com> 

NNTP-Posting-Host: client1322.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message 

Z= susta 

>I would be glad to meet up for a drink after the course whenever. 
>Seeing as I actually live close enough by I can arrange the pub and 
>the time if you want. Maybe the time isnt a problem though, if 


>everyone goes after the course one evening.. If you think me finding a 
>pub + stuff is a good idea, let me know. 
> 


>Robert Swan 

>rs108@mdx.ac.uk 

>http://www.netyaroze-europe.com/~middex2 

> 

Seeing as you know the area it would probably be better if you made a list 
of places that are worth going, and then we could choose when we get down 
there 


Paul [Doodle] 


--MESSAGE FILE 2527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01230 


--MESSAGE FILE 2528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001231 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 11:08:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6mnupr$enm4@chuka.playstation.co.uk> 

References: <6mgfhlS$khq3@chuka.playstation.co.uk> <358D4943.92AR64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> 

NNTP-Posting-Host: client12£5.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I might not be able to go on this short course as the accomodation at Wood 
Green is fully booked up for that time : ( 
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I am going to try and find somewhere but it doesnt look good : ( 


Paul [Doodle] 


—-MESSAGE FILE 2528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01231 


—-MESSAGE FILE 2529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001232 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 11:13:06 +0100 

Organization: Backroom Software Ltd. 

Lines: 19 

Message-ID: <6mnvb1Senm5@chuka.playstation.co.uk> 

References: <6mgfhlSkhq3@chuka.playstation.co.uk> <358D4943. 92AR64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: usera206.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Theres thousands upon thousands of B&Bs around London, all within easy reach 
of Wood Green via the tube and the North London line. 


Steve 


Paul Bircham wrote in message <6mnuprSenm4@chuka.playstation.co.uk>... 


> 

>I might not be able to go on this short course as the accomodation at Wood 
>Green is fully booked up for that time : ( 

> 

>I am going to try and find somewhere but it doesnt look good : ( 

> 

>Paul [Doodle] 

> 

> 


-—-MESSAGE FILE 2529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01232 


—-MESSAGE FILE 2530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001233 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 14:05:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6mo961Senm6@chuka.playstation.co.uk> 

References: <6mgfhlSkhq3@chuka.playstation.co.uk> <358D4943.92AFR64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> 

NNTP-Posting-Host: client14d4.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I am going to try and find a cheap B&B (its got to be cheap im a student), I 
should be able to find a B&B, but if anyone has a telephone number of a B&B 
near Wood Green, I really would be grateful if you could tell me there 
number. 
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Paul [Doodle] :-) 


—-MESSAGE FILE 2530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01233 


—-MESSAGE FILE 2531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001234 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 14:55:42 +0100 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <358FB3DE.1262@writeme.com> 

References: <358E5481.28D6@writeme.com> <6mmolbSenm2@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Shand wrote: 
> Can you make it an hour later, so we get cheaper phone calls. 


Um, sorry about that - I don't feel I can change the time now that I've 
given it a days worth of hyping. 


Don't worry, you'll miss the beginning, but I guarantee there'll be 
another chance... 


James (~mrfrosty) 
—-MESSAGE FILE 2531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01234 


—-MESSAGE FILE 2532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001235 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 14:56:33 +0100 

Organization: The Hex Heroes 

Lines: 8 

Message-ID: <358FB411.6C53@writeme.com> 

References: <358E5481.28D6@writeme.com> <upvgl2ddh.fsf@cybec.com.au> 
NNTP-Posting-Host: at14-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Toby Hutton wrote: 


> I would, but it'll be around 3am here. Damn, suppose I'll have to 
> have a really special time of my own. 


That can be arranged - all will become clear... 


James (~mrfrosty) 
—-MESSAGE FILE 2532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01235 


—-MESSAGE FILE 2533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001236 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lemont@esdev.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting prospect. 

Date: Tue, 23 Jun 1998 11:25:52 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6moiub$loul@scea> 

References: <un2b52d2e.fsf@cybec.com.au> 
NNTP-Posting-Host: gapc27.BINA.COM 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


what web site was this? 

Toby Hutton wrote in message 

>I read this on the web yesterday at a general gaming site... 
> 

>"Sony Calls For Hopefuls 


> Playstation: Sony Computer Entertainment Japan 

> has made a request for ambitious Yaroze 

> developers. Funds and offices are on offer to full 
> teams who can come up with the goods." 

> 


>Does anyone know what this deal is? Are the SCEI members being 
>offered *money* to develop Yaroze apps? Or are they getting real 
>dev. kits? Or what? 

>—— 

>Toby. 


--MESSAGE FILE 2533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01236 


—-MESSAGE FILE 2534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001237 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 16:59:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <358fdecd.483193@www.netyaroze-europe.com> 

References: <358E5481.28D6@writeme.com> <upvgl2ddh.fsf@cybec.com.au> <358FB411.6C53@ 
writeme.com> 

NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


well, im on at the earliest i could be, at 6.45. whats happened? I 
cant see any change : ( 


Robert Swan 

Im hoping youve got the 4 player adaptor to work :) 

—-MESSAGE FILE 2534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01237 


-—-MESSAGE FILE 2535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001238 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Nice ARS for Windows NT 

Date: Tue, 23 Jun 1998 18:59:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6mosodSenm7@chuka.playstation.co.uk> 

NNTP-Posting-Host: p4l-osterich-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:368 scee.yaroze.freetalk.english 
21238 scee.yaroze.problems.pc:102 
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Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
having trouble starting Nice ARS by Steve Dunn. When I start-up my system I 
get the following message in the event log :- 


The GenPort service failed to start due to the following error: 
The specified service is disabled and cannot be started. 


I know my PC-Comms link is working and it is set to address 0x320 but I 
can't seem to get it to work. I don't think I have any other hardware items 
conflicting with the base IO port. Is there anyone out there that can help 
because I don't know much about the way NT works. 


Cheers, 


James 


—-MESSAGE FILE 2535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01238 


—-MESSAGE FILE 2536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001239 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit .demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 19:45:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6motgiSenm8@chuka.playstation.co.uk> 

References: <6mgfhlS$khq3@chuka.playstation.co.uk> <358D4943. 92AR64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I am going to try and find a cheap B&B (its got to be cheap im a student), 
1 

>should be able to find a B&B, but if anyone has a telephone number of a B&B 
>near Wood Green, I really would be grateful if you could tell me there 
>number. 


Me too please, i phoned up today but it's fully booked all over campus (is 


I would appreciate the cheap factor as well as I am a student 
BAS Ors: 22.2» here's hoping, 


-—-MESSAGE FILE 2536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01239 


—-MESSAGE FILE 2537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001240 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 19:59:21 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6motucSenm9@chuka.playstation.co.uk> 

References: <358E5481.28D6@writeme.com> <upvgl2ddh.fsf@cybec.com.au> <358FB411.6C53@ 
writeme.com> <358fdecd.483193@www.netyaroze-europe.com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Try tomorrow Rob ;) 
JohnT 


Robert Swan wrote in message <358fdecd.483193@www.netyaroze-europe.com>... 
>well, im on at the earliest i could be, at 6.45. whats happened? I 

>cant see any change :( 

> 

>Robert Swan 

>Im hoping youve got the 4 player adaptor to work :) 


-—-MESSAGE FILE 2537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01240 


—-MESSAGE FILE 2538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001241 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 20:01:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6moulsSenml0@chuka.playstation.co.uk> 

References: <358E5481.28D6@writeme.com> <6mmolbSenm2@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I will still be at work at 5pm! :( How about 6:30pm? 
I suppose if my boss is not in I could make it for 5pm but he says he will 
be in due to a meeting! :( 


JohnT 


Robert Shand wrote in message <6mmolbSenm2@chuka.playstation.co.uk>... 
> 

>>Visit my homepage at 5pm (GMT) on Wednesday (24th June) to be part of 
>>something really special. 
>> 
>Can you make it an hour later, so we get cheaper phone calls. 
> 

>Cheers 

> 

>Bob 

>bob@shand.globalnet.co.uk 

> 

> 

> 


—-MESSAGE FILE 2538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01241 


—-MESSAGE FILE 2539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001242 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 19:45:59 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6movlfSenm12@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I am going to try and find a cheap B&B (its got to be cheap im a student), 
ի 

>should be able to find a B&B, but if anyone has a telephone number of a B&B 
>near Wood Green, I really would be grateful if you could tell me there 
>number. 


Me too please, i phoned up today but it's fully booked all over campus (is 


I would appreciate the cheap factor as well as I am a student 
also...... here's hoping, 


—-MESSAGE FILE 2539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01242 


—-MESSAGE FILE 2540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001243 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Tue, 23 Jun 1998 21:17:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6mp2ftSenm13@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <6movlfSenm12@chuka.playstation.co.uk> 

NNTP-Posting-Host: client87e8.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


John Whitmore wrote in message 
>Me too please, i phoned up today but it's fully booked all over campus (is 


>I would appreciate the cheap factor as well as I am a student 
Pa liS Onis aes here's hoping, 


I contacted Peter Passmore to see if he knew of a local cheap B&B, he said 
he was looking into it and would let me know what he finds out, John if you 
find a place let me know and if I get any info I will let you know 


Thanks 


Paul [Doodle] 


—-MESSAGE FILE 2540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01243 
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--MESSAGE FILE 2541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001244 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 21:28:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6mp341Senm14@chuka.playstation.co.uk> 

References: <358E5481.28D6@writeme.com> <upvgl2ddh.fsf@cybec.com.au> <358FB411.6C53@ 
writeme.com> <358fdecd.483193@www.netyaroze-europe.com> <6motucSenm9@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: client87e8.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


looks like I will still be at work still I have internet access so it wont 
hurt if I take a look, or will it? 


Anyway its not as if hes going to fire me, im doing him the job for cheap, 
seeing as he is a friend (Sorting out the companys network some idiot has 
managed to completely screw up the files on the main server, shouldnt be too 
hard to fix) 


I will be there 


Paul [Doodle] 


—-MESSAGE FILE 2541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01244 


-—-MESSAGE FILE 2542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001245 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 23 Jun 1998 22:30:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <é6mp6juSenm15@chuka.playstation.co.uk> 
References: <358fc31b.5237691@news.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Phone up the ECTS people and tell them you are with such and such a company 


(just make one up). It worked for me last year, I got a ticket from Sony 
but had two friends who wanted to come. They said they were from Dixons, 
even got away with saying they worked in the warehouse :) Got two tickets, 


filled 'em in and took them to the door, and that was it. Maybe see you 
there again, hopefully SN systems will be around with the company credit 
card again for free booze at the pub :) 


Mike Enoch. 


Alan Yuen wrote in message <358fc31b.5237691@news.playstation.co.uk>... 
>Hey do we get ECTS tickets this year? I went last time, it was really 
>good since there where not kiddies sourround the Nintendo stand and 
>running about getting on your nerves. 

>/\/\/\/\/\ (0.0) 

>Yep Luen (Alan) Yuen 

>alan@alanyuen.demon.co.uk 

>http://www.netyaroze-europe/~alanyuen/ 


—-MESSAGE FILE 2542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01245 
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-—-MESSAGE FILE 2543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001246 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Tue, 23 Jun 1998 21:43:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3590213a.633434@www.netyaroze-europe.com> 

References: <358E5481.28D6@writeme.com> <upvgl2ddh.fsf@cybec.com.au> <358FB411.6C53@ 
writeme.com> <358fdecd.483193@www.netyaroze-europe.com> <6motucSenm9@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: stu-dialup1l1.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 23 Jun 1998 19:59:21 +0100, "JohnT" 
<johnt@nettech.demon.co.uk> wrote: 


>Try tomorrow Rob ;) 
> 


>JohntT 


ok, im a gibbering fool. 
Mind you, some guy on icq said tomorrow yesterday, and seeing as i 
dont keep track of the dayts its not my fault, blah blah blah :) 


Rob 
—-MESSAGE FILE 2543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01246 


—-MESSAGE FILE 2544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001247 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 23 Jun 1998 23:36:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6mpahlSenml6@chuka.playstation.co.uk> 

References: <358fc31b.5237691@news.playstation.co.uk> <6mp6juSenm15@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well, failing that you could always pay your way in..... I shudder at the 
thought of it. £25 last year unless you had a ticket I think. 


Mike. 


—-MESSAGE FILE 2544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01247 


—-MESSAGE FILE 2545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001248 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Interesting prospect. 

Date: Tue, 23 Jun 1998 18:49:18 -0400 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <6mpah9$2282@scea> 

References: <un2b52d2e.fsf@cybec.com.au> <6moiubSloul@scea> 
NNTP-Posting-Host: sud-tcsl-port15.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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I seen this on www.fgnonline.com 


Check the archives for June 19th. 


Lemont Washington wrote in message <é6moiubSloul@scea>... 

>what web site was this? 

>Toby Hutton wrote in message 

>>I read this on the web yesterday at a general gaming site... 

>> 

>>"Sony Calls For Hopefuls 

>> 

>> Playstation: Sony Computer Entertainment Japan 

>> has made a request for ambitious Yaroze 

>> developers. Funds and offices are on offer to full 

>> teams who can come up with the goods." 

>> 

>>Does anyone know what this deal is? Are the SCEI members being 
>>offered *money* to develop Yaroze apps? Or are they getting real 
>>dev. kits? Or what? 


—-MESSAGE FILE 2545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01248 


—-MESSAGE FILE 2546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001249 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Wed, 24 Jun 1998 08:32:41 +0200 

Organization: Debri Productions 

Lines: 53 

Message-ID: <ldb4b8n.2ucs251lo8dlwyN@al-—88-118.al.nl1> 

References: <6mgfhlSkhq3@chuka.playstation.co.uk> <358D4943.92AR64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvb1lSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> I am going to try and find a cheap B&B (its got to be cheap im a student), I 
> should be able to find a B&B, but if anyone has a telephone number of a B&B 
> near Wood Green, I really would be grateful if you could tell me there 

> number. 

> 

> Paul [Doodle] :-) 


Hi I'm going to and I already asked Phil (who also is going and lives in 
London) for some info on places to stay. I got this info from him: 


Here are some Youth Hostels that you might want to check out in London: 


St. Pancras International: (44 171) 388 9998 
This one is near Kings Cross Station, which is a few tube stops on the 
Picadilly line to Middlesex University at Bounds Green 


Oxford St: (44 171) 734 1618 
Again, easy to reach Middlesex from here (Victoria Line to Finsbury Park 
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then Picadilly line to Bounds Green) 

Carter Lane (in the City of London - commercial area, near St Paul's 
cathedral) 

(44 171) 236 4965 

All of these are about 20 pounds per night. 

There's a YMCA near where I live. I'll find out how much that costs in 
the next few days and let you know. I'll also find out about guest 
houses. 


Cheers 


Phil 


I'm thankfull that he took the time to sort this out. I hope I can stay 
in a guesthouse, but I'll have to see what it will be. 


I also think it could be great fun meeting after the course, why just 
one night? I would like more something of every night ;op 

And would it not be fun to have look at SCEE? SInce there are a lot of 
NY-members comming maybe we can arange somthing to get an insight view 
at the SCEE building. If I'm not mistaken it's situated at golden 
square. I don't know if there is a lot to see, but if there is, I would 
love to see it. 


Cheers DEnnis.. 
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—-MESSAGE FILE 2546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01249 


—-MESSAGE FILE 2547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001250 

Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Better than sliced bread! 
Date: Wed, 24 Jun 1998 08:32:44 +0200 
Organization: Debri Productions 

Lines: 18 

Message-ID: <ldb4baqg.pcpqf1k7b800N@al1-88-118.al1.nl1> 
References: <358E5481.28D6@writeme.com> 
NNTP-Posting-Host: 81-88-118.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 
Hi, 
Strange request, I know, but all will soon become clear... 


Visit my homepage at 5pm (GMT) on Wednesday (24th June) to be part of 
something really special. 


James (~mrfrosty). 


VVVVVVVVVV 


Don't be shy - don't miss out! 

Why not put your URL with it, thats more easy to find you. No problem 
for me, but maybe for others. 

So what is it going to be? Webcam? 


DEnnis.. 


—-MESSAGE FILE 2547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01250 


—-MESSAGE FILE 2548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001251 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 24 Jun 1998 08:32:46 +0200 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldb4bug.576wyp161lg54aN@al-—88-118.al.nl1> 

References: <358fc31b.5237691@news.playstation.co.uk> <6mp6juSenm15@chuka.playstatio 
n.co.uk> <6mpahl$enml6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I can gat a free ticket and I will come. I heard tht last year was 
great, but what is it actualy? As far as I know it will be somewhere 
during september in London. But what is the precise date and what stands 
ECTS for (Entertainment Consumer Technology Show???) 
And maybe we can meet up then.. 


DEnnis.. 
—-MESSAGE FILE 2548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01251 


—-MESSAGE FILE 2549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001252 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BlackDisk with NY-projects 

Date: Wed, 24 Jun 1998 08:32:51 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <ldb4cbk.swy7hk1k2n062N@al1-—88-118.al.nl1> 
NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I heard that SCEE developed a blackCD with only NY-projects on it. Does 
anybody know more about this disk and how I can get it? 


Greatings DEnnis.. 
—-MESSAGE FILE 2549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01252 


-—-MESSAGE FILE 2550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001253 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Wed, 24 Jun 1998 09:17:48 +0100 

Organization: Backroom Software Ltd. 

Lines: 40 

Message-ID: <6mqcutSenm17@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera022.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:369 scee.yaroze.freetalk.english 
21253 scee.yaroze.problems.pc:103 


I'd need to look at the registry file you merged into your registry. 

If you like, you can be a 'guinea pig' for the new version that supports all 
of the datel commands as well as being a file server. The new commands 
enable you to; 

send a byte 

send a word 

send a file 

reflash the AR (with the Datel ROM of course :) 

view registers 

view memory 

etc. 
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etc. 
Let me know if you are(or anyone else) is interested. 


Steve 
James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 
> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 


>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
ի 
>get the following message in the event log :- 


> 

> The GenPort service failed to start due to the following error: 

> The specified service is disabled and cannot be started. 

> 

> I know my PC-Comms link is working and it is set to address 0x320 but I 


>can't seem to get it to work. I don't think I have any other hardware items 
>conflicting with the base IO port. Is there anyone out there that can help 
>because I don't know much about the way NT works. 

> 

> 

>Cheers, 

> 

> 

> 

>James 

> 

> 

> 


—-MESSAGE FILE 2550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01253 


—-MESSAGE FILE 2551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001254 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Wed, 24 Jun 1998 11:38:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <6mql0nSenm18@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251o8dlwyN@al1-88-118.al1.nl1> 

NNTP-Posting-Host: client8781.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>Hi I'm going to and I already asked Phil (who also is going and lives in 
>London) for some info on places to stay. I got this info from him: 

ՀԵ 23 

>Cheers 

> 

>Phil 

> 
> 
> 
>I'm thankfull that he took the time to sort this out. I hope I can stay 
>in a guesthouse, but I'll have to see what it will be. 

> 

>I also think it could be great fun meeting after the course, why just 
>one night? I would like more something of every night ;op 

>And would it not be fun to have look at SCEE? SInce there are a lot of 
>NY-members comming maybe we can arange somthing to get an insight view 
>at the SCEE building. If I'm not mistaken it's situated at golden 
>square. I don't know if there is a lot to see, but if there is, I would 
>love to see it. 
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> 
>Cheers DEnnis.. 


Thanks for the information, and I dont see a problem with meeting up most or 
every night we are there. As for going to see SCEE I wouldnt think it would 
be a problem seeing as we are NY owners, how could they refuse? 


Maybe instead of us all staying at different hostels etc, we could find a 
place were a group of us could stay, we might even get a discount for a 
group, if anyone wants to start a group with me let me know, it would make 
it alot easier to get together each night. 


If you are intrested in the above you can post a message here or contact me 
at 


nygroup@doodlek.globalnet.co.uk 


Paul [Doodle] 


-—-MESSAGE FILE 2551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01254 


-—-MESSAGE FILE 2552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001255 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Wed, 24 Jun 1998 12:56:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6mqpr7Senm19@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvb1lSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-88-118.al.nl> <6mql0nSenm18@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hello again, 

I would be interested in sorting out a group, I would however prefer to 
stay in a guesthouse and as for going to SCEE it sounds like a great idea. 
I think we need to write an official letter to someone there so we can sort 
it out, they seem a pretty friendly lot so I can't really see any problems 
with it. 
As for accommodation if a group of us all stayed at the same place it would 
make going out a lot easier!! And if we found a place with TV's I will bring 
my N64 + Yaroze down and we can get some multi-player going at the early 
hours of the morning - typical student style!!! 


John 


—-MESSAGE FILE 2552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01255 


—-MESSAGE FILE 2553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001256 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Wed, 24 Jun 1998 16:06:00 +0200 

Organization: OMGIM Productions 

Lines: 9 

Message-ID: <6mrl5vSenm20@chuka.playstation.co.uk> 
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References: 


<ldb4cbk.swy7hk1k2n062N@a1-—88-118.al.nl1> 


NNTP-Posting-Host: dialup109-10-9.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I heard that SCEE developed a blackCD with only NY-projects on it. Does 
>anybody know more about this disk and how I can get it? 

No.. but I just have to say one thing.. SCEE isn't all that good at keeping 
the members up2date on what's up.. 

They ought to update their page some more too.. But that's just my opinion! 


> 


>Greatings DEnnis.. 


—-MESSAGE FILE 2553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01256 


—-MESSAGE FILE 2554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001257 


Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
Middlesex University Net Yaroze Short Course 


Date: Wed, 24 Jun 1998 16:31:08 +0200 
Organization: Debri Productions 


Lines: 14 
Message-ID: 
References: 


<1db4x22.41y7sp119114wN@al-88-116.al.nl> 
<émgfhlS$khq3@chuka.playstation.co.uk> <358D4943.92AE64A6@easynet.co.uk> 


<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 


tion.co.uk> 
-co.uk> 


<1ldb4b8n.2ucs251lo8dlwyN@al-88-118.al.nl> <6mql0OnSenm18@chuka.playstation 


NNTP-Posting-Host: 81-88-116.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


group, if 


at 


VVVVVVV VV 


Great idea!! 


DEnnis.. 


Maybe instead of us all staying at different hostels etc, we could finda 
place were a group of us could stay, we might even get a discount for a 


anyone wants to start a group with me let me know, it would make 


it alot easier to get together each night. 


If you are intrested in the above you can post a message here or contact me 


-—-MESSAGE FILE 2554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01257 


—-MESSAGE FILE 2555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001258 


Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
Middlesex University Net Yaroze Short Course 


Date: Wed, 24 Jun 1998 16:31:11 +0200 
Organization: Debri Productions 


Lines: 19 
Message-ID: 
References: 


<ldb4yoy.lgaphlitdai9uN@a1l-88-116.al.nl> 
<émgfhliS$khq3@chuka.playstation.co.uk> <358D4943.92AE64A6@easynet.co.uk> 


<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 


tion.co.uk> 


<1ldb4b8n.2ucs251lo8dlwyN@al-88-118.al.nl> <6mql0OnSenm18@chuka.playstation 


.co.uk> <émgqpr7Senm19@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-116.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 
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John Whitmore <john@jwhit.demon.co.uk> wrote: 


> Hello again, 

> I would be interested in sorting out a group, I would however prefer to 
> stay in a guesthouse and as for going to SCEE it sounds like a great idea. 
> I think we need to write an official letter to someone there so we can sort 
> it out, they seem a pretty friendly lot so I can't really see any problems 
> with it. 

> As for accommodation if a group of us all stayed at the same place it would 
> make going out a lot easier!! And if we found a place with TV's I will bring 
> my N64 + Yaroze down and we can get some multi-player going at the early 

> hours of the morning - typical student style!!! 

> 

> John 


COOL, count me in!! 


DEnnis.. 
-—-MESSAGE FILE 2555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01258 


—-MESSAGE FILE 2556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001259 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <colin_hughes@playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Wed, 24 Jun 1998 15:30:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6mr2q8Senm21@chuka.playstation.co.uk> 

References: <ldb4cbk.swy7hk1k2n062N@al-88-118.al.nl> <6mrl5vSenm20@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The black disc was only sent to Edge competition and fame game entrants... 
I only made a few samples ) 
Sorry, 


Colin. 


Anders Clerwall wrote in message <6mrl5vSenm20@chuka.playstation.co.uk>... 
>>I heard that SCEE developed a blackCD with only NY-projects on it. Does 
>>anybody know more about this disk and how I can get it? 

>No.. but I just have to say one thing.. SCEE isn't all that good at keeping 
>the members up2date on what's up.. 

>They ought to update their page some more too.. But that's just my opinion! 
>> 

>>Greatings DEnnis.. 

> 

> 


—-MESSAGE FILE 2556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01259 


--MESSAGE FILE 2557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001260 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Wed, 24 Jun 1998 16:48:22 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35911FC6.484D@writeme.com> 

References: <358E5481.28D6@writeme.com> <ldb4bqg.pcpqf1k7b800N@al-—88-118.al1l.nl1> 
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NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> Why not put your URL with it, thats more easy to find you. No problem 
> for me, but maybe for others. 


http://www.netyaroze-europe.com/~mrfrosty 
> So what is it going to be? Webcam? 
Nope... 


James (~mrfrosty) 
—-MESSAGE FILE 2557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01260 


—-MESSAGE FILE 2558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001261 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The Net Yaroze chatroom! 

Date: Wed, 24 Jun 1998 16:58:20 +0100 
Organization: The Hex Heroes 

Lines: 12 

Message-ID: <3591221A.D45@writeme.com> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Don't be shy - come and join in! 


Login on the hour (for 5/10 mins to see if anyone's around) 

Scheduled chat sessions arranged. 

Set up your own chat times/auditorium topics by posting date and time 
into the scee->event newsgroup. 


Have fun! 
http://www.netyaroze-europe.com/~mrfrosty 


James (~mrfrosty) 
—-MESSAGE FILE 2558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01261 


—-MESSAGE FILE 2559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001262 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The Net Yaroze chatroom! 

Date: Wed, 24 Jun 1998 17:57:06 +0100 
Organization: The Hex Heroes 

Lines: 13 

Message-ID: <35912FE2.2886@writeme.com> 
References: <3591221A.D45@writeme.com> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Thanks to everyone that joined today! 
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Sorry to anybody who had problems... 

(I know Lars did - and I guess there were others) 

Unfortunately - the chat room is administered off site, so I can't do 
anything about any problems you have. 


You might want to check the FAQ @ http://www.parachat.com/ 
(I skim-read something about a fixable java-bug in Netscape) 


Cheers, 


James (~mrfrosty) 
—-MESSAGE FILE 2559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01262 


-—-MESSAGE FILE 2560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001263 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 
Subject: Re: Nice ARS for Windows NT 

Date: Wed, 24 Jun 1998 18:29:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 71 
Message-ID: <6mrd8aSenm22@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenm1l7@chuka.playstation.co 
.uk> 
NNTP-Posting-Host: p09-swan-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:370 scee.yaroze.freetalk.english 
21263 scee.yaroze.problems.pc:104 


Please find attached copy of the genport.reg file that I used, I have 
changed the I0PortCount because I believe my SB32 card uses IO port 330. 

If you need a willing 'guinea pig', look no further!! I would be glad to 
help you. 


Cheers, 


James 


Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>I'd need to look at the registry file you merged into your registry. 

>If you like, you can be a 'guinea pig' for the new version that supports 
all 

>of the datel commands as well as being a file server. The new commands 
>enable you to; 

>send a byte 

>send a word 

>send a file 

>reflash the AR (with the Datel ROM of course :) 

>view registers 

>view memory 

>etc. 

>etc. 

>Let me know if you are(or anyone else) is interested. 

> 

>Steve 

>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 

>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
>I 

>>get the following message in the event log :- 


>> 

>> The GenPort service failed to start due to the following error: 

>> The specified service is disabled and cannot be started. 

>> 

>> I know my PC-Comms link is working and it is set to address 0x320 but 
I 


>>can't seem to get it to work. I don't think I have any other hardware 
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items 

>>conflicting with the base IO port. Is there anyone out there that can help 
>>because I don't know much about the way NT works. 
>> 

>> 

>>Cheers, 

>> 

>> 

>> 

>>James 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 2560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01263 


—-MESSAGE FILE 2561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001264 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Net Yaroze chatroom! 

Date: Wed, 24 Jun 1998 20:42:04 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldb574e.1lpnw5eslof4iccN@al1-88-131.al.nl1> 

References: <3591221A.D45@writeme.com> <35912FE2.2886@writeme.com> 
NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 

Thanks to everyone that joined today! 

Sorry to anybody who had problems... 

(I know Lars did - and I guess there were others) 

Unfortunately - the chat room is administered off site, so I can't do 
anything about any problems you have. 


You might want to check the FAQ @ http://www.parachat.com/ 
(I skim-read something about a fixable java-bug in Netscape) 


Cheers, 


VVVVVVVVVVV VV 


James (~mrfrosty) 


Your idea is fun, but I don't think it will work. 

I tried to join but I had trouble to. And I think that ICQ is a better 

option at the moment. I also think that you should put the times there 

for different countries. 

—-MESSAGE FILE 2561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01264 


—-MESSAGE FILE 2562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001265 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Net Yaroze chatroom! 

Date: Wed, 24 Jun 1998 21:27:34 +0100 

Organization: Backroom Software Ltd. 

Lines: 33 

Message-ID: <6mrnn8Senm23@chuka.playstation.co.uk> 

References: <3591221A.D45@writeme.com> <35912FE2.2886@writeme.com> <ldb574e.lpnw5es1 
of4iccN@al1-88-131.al.nl1> 

NNTP-Posting-Host: usera807.uk.uudial.com 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


All these methods are rather slow compared to IRC. 

But it's a good idea if you're behind a firewall with all the interesting 
ports disabled. 

Theres a group on IRC called #yaroze for anyone interested. It's mostly 
rather empty with most people being on #psxdev 


Steve 


DEnnis Brinkhuis wrote in message 
<ldb574e.1lpnw5eslof4iccN@al-88-131.al.nl>... 

>James Rutherford <hexheroes@writeme.com> wrote: 

> 

>> Thanks to everyone that joined today! 

>> 

>> Sorry to anybody who had problems... 

>> (I know Lars did - and I guess there were others) 

>> Unfortunately - the chat room is administered off site, so I can't do 
>> anything about any problems you have. 

>> 

>> You might want to check the FAQ @ http://www.parachat.com/ 

>> (I skim-read something about a fixable java-bug in Netscape) 

>> 

>> Cheers, 

>> 

>> James (~mrfrosty) 

> 

> 

>Your idea is fun, but I don't think it will work. 

>I tried to join but I had trouble to. And I think that ICQ is a better 
>option at the moment. I also think that you should put the times there 
>for different countries. 


-—-MESSAGE FILE 2562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01265 


—-MESSAGE FILE 2563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001266 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 24 Jun 1998 21:05:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <359169cf.3591474@news.playstation.co.uk> 

References: <358fc31b.5237691@news.playstation.co.uk> <6mp6juSenm15@chuka.playstatio 
n.co.uk> <6mpahl$enml6@chuka.playstation.co.uk> <ldb4bug.576wyp161g54aN@al—88-118.al 
-nl> 
Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: alanyuen.demon.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Last year, the tickets where all over the place, where you qued up i 
think. great big stacks of them. dunno about this year. 

Is Sony going to send up tickets again I wonder. 

It'll be a great day out. 


On Wed, 24 Jun 1998 08:32:46 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>I can gat a free ticket and I will come. I heard tht last year was 
>great, but what is it actualy? As far as I know it will be somewhere 
>during september in London. But what is the precise date and what stands 
>ECTS for (Entertainment Consumer Technology Show???) 
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>And maybe we can meet up then.. 
> 
>DEnnis.. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

-—-MESSAGE FILE 2563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01266 


—-MESSAGE FILE 2564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001267 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Net Yaroze chatroom! 

Date: 25 Jun 1998 10:46:47 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Sender: thutton@TECH10 

Message-ID: <u67hq1lf60.fsf@cybec.com.au> 

References: <3591221A.D45@writeme.com> <35912FE2.2886@writeme.com> 
<ldb574e.1pnw5eslof4iccN@a1l-88-131.al.nl> 
<6mrnn8S$enm23@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Steve Dunn" <steve@backroom.tm> writes: 


All these methods are rather slow compared to IRC. 

But it's a good idea if you're behind a firewall with all the interesting 
ports disabled. 

Theres a group on IRC called #yaroze for anyone interested. It's mostly 
rather empty with most people being on #psxdev 


VVVVVVV 


I'm behind a firewall (at work) and it didn't work, as it was trying 
to connect to the chat host on port 8900. Not much point trying to 
connect from work anyway, as you're all asleep. Might try from home, 
late at night... 


Never really got into IRC, it's kinda dull. 

Toby. 

—-MESSAGE FILE 2564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01267 


—-MESSAGE FILE 2565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001268 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Thu, 25 Jun 1998 08:42:04 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <1db67q0.lgvejskfoo54wN@al-—88-103.al.nl> 

References: <ldb4cbk.swy7hk1k2n062N@al-88-118.al.nl> <6mrl5vSenm20@chuka.playstation 
-co.uk> <6mr2q8Senm21@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Colin Hughes <colin_hughes@playstation.sony.com> wrote: 


> The black disc was only sent to Edge competition and fame game entrants... 
> I only made a few samples ) 

> Sorry, 
> 
> 


COLIN: 
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> 
I want one, I want one, I want one..... 
Please..... Can't you arange something? We are thinking and asking for 


such a disk for a wile now. 


DEnnis.. (madmac) 
—-MESSAGE FILE 2565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01268 


—-MESSAGE FILE 2566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001269 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Net Yaroze chatroom! 

Date: Thu, 25 Jun 1998 08:42:08 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <1ldb67x8.1lsak5cyddptnkN@al-88-103.al.nl1> 

References: <3591221A.D45@writeme.com> <35912FE2.2886@writeme.com> <ldb574e.lpnw5es1 
of 4iccN@al-88-131.al.nl> <6mrnn8Senm23@chuka.playstation.co.uk> <u67hqlf60.fsf@cybec 
.com.au> 

NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> 
> Never really got into IRC, it's kinda dull. 


I agree, but I will try to get it running in a couple of days. #pxsdev 
and #netyaroze sounds good.. 


DEnnis.. 
—-MESSAGE FILE 2566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01269 


—-MESSAGE FILE 2567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001270 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Thu, 25 Jun 1998 09:45:03 +0100 

Organization: Backroom Software Ltd. 

Lines: 296 

Message-ID: <6mt2uiSenm24@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
-uk> <6mrd8aSenm22@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera670.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:371 scee.yaroze.freetalk.english 
21270 scee.yaroze.problems.pc:105 


This should do it, follow the instructions below on the included file. 
Don't forget to change the port number in the registry after. 


Steve 


In order for Windows NT to access I/O ports, a device driver is necessary 
(which is not normally included). The driver takes two parameters - the 
base port, and the number of addresses. For example, the default might be 
port 300h for 10h addresses. 


To install the driver, be logged on with administrator privileges and copy 
genport.sys to your %SystemRoot%\system32\drivers directory. Next, you must 
create certain registry entries. 
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File-Run-REGEDT32 (or Start-Run if using the new Shell). 

You should see four windows open on within REGEDT32. 

Select the window titled HKEY_LOCAL_MACHINE on Local Machine. 

Next you will double-click on a number of "keys" to expand down a tree: 
First double-click on SYSTEM, then CurrentControlSet, and then Services. 
Now use the Edit menu and select Add Key. 

In the dialog box, type GenPort and then press the enter key (or OK). 
Next, scroll down using the down-arrow key until GenPort is highlighted. 
Now use the Registry menu and select Restore... 

Enter the filename genport.REG for the default. 

After pressing the enter key (or OK), you will get a warning popup. 

If you are sure that you had highlighted (selected) GenPort, press Yes. 


If you need to specify a different base port, it is fairly easy to follow 
the above steps, then double-click on GenPort, double-click on Parameters, 
then double-click on the line to the right which says IoPortAddress. You can 
then enter a new value (in hex) and press the enter key (or OK). 


Finally, use the Registry menu and select Exit. 


Now shutdown/reboot the machine, and the device driver should automatically 
start (watch for any error). 


To verify that the driver installed/started correctly is to use Control 
Panel-—Devices, and scroll down to the entry for GenPort (which should say 
Started Automatic). You can use the Startup button to disable the driver if 
necessary at some future point. 


James Banks wrote in message <6mrd8aSenm22@chuka.playstation.co.uk>... 


> Please find attached copy of the genport.reg file that I used, I have 
>changed the I0PortCount because I believe my 5832 card uses IO port 330. 
> If you need a willing 'guinea pig', look no further!! I would be glad 
to 

>help you. 

> 

>Cheers, 

> 

> 

>James 

> 


>Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>>I'd need to look at the registry file you merged into your registry. 
>>If you like, you can be a 'guinea pig' for the new version that supports 
>all 

>>of the datel commands as well as being a file server. The new commands 
>>enable you to; 

>>send a byte 

>>send a word 

>>send a file 

>>reflash the AR (with the Datel ROM of course :) 

>>view registers 

>>view memory 


>>etc. 

>>etc. 

>>Let me know if you are(or anyone else) is interested. 

>> 

>>Steve 

>>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 
>>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>>having trouble starting Nice ARS by Steve Dunn. When I start-up my 
system 

>>I 

>>>get the following message in the event log :- 

>>> 

>>> The GenPort service failed to start due to the following error: 

>>> The specified service is disabled and cannot be started. 

>>> 

>>> I know my PC-Comms link is working and it is set to address 0x320 but 
>I 


>>>can't seem to get it to work. I don't think I have any other hardware 
>items 
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>>>conflicting with the base IO port. Is there anyone out there that can 
help 

>>>because I don't know much about the way NT works. 
>>> 

>>> 

>>>Cheers, 

>>> 

>>> 

>>> 

>>>James 

>>> 

>>> 

>>> 


—-MESSAGE FILE 2567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01270 


-—-MESSAGE FILE 2568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001271 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Thu, 25 Jun 1998 11:12:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6mt7ktSenm25@chuka.playstation.co.uk> 

References: <358fc31b.5237691@news.playstation.co.uk> <6mp6juSenm15@chuka.playstatio 
n.co.uk> <6mpahlSenml6@chuka.playstation.co.uk> <ldb4bug.576wyp161g54aN@al-—88-118.al 
.ոլ» <359169cf.3591474@news.playstation.co.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


They probably will, wasn't it just a month or so before though when they 
announced it last year? You've probably jumped the gun a bit :) 


You can always use my previous posted method of getting a ticket though if 
they don't send them out. And you are right, they did have stacks of them 
last time at the door. 


Mike. 


Alan Yuen wrote in message <359169cf.3591474@news.playstation.co.uk>... 
>Last year, the tickets where all over the place, where you qued up i 
>think. great big stacks of them. dunno about this year. 

>Is Sony going to send up tickets again I wonder. 

>It'll be a great day out. 


-—-MESSAGE FILE 2568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01271 


-—-MESSAGE FILE 2569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001272 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pe 

Subject: Re: Nice ARS for Windows NT 

Date: Thu, 25 Jun 1998 19:22:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6mu4mcSq6cl@chuka.playstation.co.uk> 
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References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
-uk> <6mrd8aSenm22@chuka.playstation.co.uk> <6mt2uiSenm24@chuka.playstation.co.uk> 
NNTP-Posting-Host: p42-grackle-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:372 scee.yaroze.freetalk.english 
21272 scee.yaroze.problems.pc:106 


Cheers, works like a dream !! 


James 


Steve Dunn wrote in message <6mt2uiSenm24@chuka.playstation.co.uk>... 
>This should do it, follow the instructions below on the included file. 
>Don't forget to change the port number in the registry after. 

> 

>Steve 

> 

> 

> 


>James Banks wrote in message <6mrd8aSenm22@chuka.playstation.co.uk>... 


>> Please find attached copy of the genport.reg file that I used, I have 
>>changed the I0OPortCount because I believe my 5832 card uses IO port 330. 
>> If you need a willing 'guinea pig', look no further!! I would be glad 
>to 

>>help you. 

>> 

>>Cheers, 

>> 

>> 

>>James 

>> 


>>Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>>>I'd need to look at the registry file you merged into your registry. 
>>>If you like, you can be a 'guinea pig' for the new version that supports 
>>all 

>>>of the datel commands as well as being a file server. The new commands 
>>>enable you to; 

>>>send a byte 

>>>send a word 

>>>send a file 

>>>reflash the AR (with the Datel ROM of course :) 

>>>view registers 

>>>view memory 

>>>etc. 

>>>etc. 

>>>Let me know if you are(or anyone else) is interested. 

>>> 

>>>Steve 

>> 

>> 

>> 

> 

> 

> 


—-MESSAGE FILE 2569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01272 


-—-MESSAGE FILE 2570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001273 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Better than sliced bread! 

Date: Thu, 25 Jun 1998 21:45:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6mucsqS$q6c2@chuka.playstation.co.uk> 
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References: <358E5481.28D6@writeme.com> <upvgl2ddh.fsf@cybec.com.au> <358FB411.6C53@ 
writeme.com> <358fdecd.483193@www.netyaroze-europe.com> <6motucSenm9@chuka.playstati 
on.co.uk> <3590213a.633434@www.netyaroze-europe. com> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Excuses, excuses!! 
JohntT 


Robert Swan wrote in message <3590213a.633434@www.netyaroze-europe.com>... 
>On Tue, 23 Jun 1998 19:59:21 +0100, "JohnT" 
><johnt@nettech.demon.co.uk> wrote: 

> 

>>Try tomorrow Rob ;) 

>> 

>>JohnT 

> 

>ok, im a gibbering fool. 

>Mind you, some guy on icq said tomorrow yesterday, and seeing as i 
>dont keep track of the dayts its not my fault, blah blah blah :) 

> 

>Rob 


--MESSAGE FILE 2570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01273 


—-MESSAGE FILE 2571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001274 

Path: chuka.playstation.co.uk!news 

From: "markus.kassulke" <markus.kassulke@intcom.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Help needed... 

Date: Fri, 26 Jun 1998 17:13:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3593BA86.8B2D775F@intcom. de> 

Reply-To: markus.kassulke@intcom.de 

NNTP-Posting-Host: dialin-21.intcom.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi there! 


Are there any guys outthere, who are able to doa 
yaroze-development job for me? The job is paid... 
I need e.g.: 

- graphical menu-system 

- file-support 


You get details, when you contact me under the following e-mail: 

Markus .Kassulke@intcom.de 

Please feel free to contact me! 

Markus 

--MESSAGE FILE 2571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01274 


-—-MESSAGE FILE 2572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001275 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: The Net Yaroze chatroom! 

Date: Wed, 24 Jun 1998 22:22:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <6n0prgSq6c3@chuka.playstation.co.uk> 

References: <3591221A.D45@writeme.com> <35912FE2.2886@writeme.com> <ldb574e.lpnw5es1 
of4iccN@al-—88-131.al.nl> <6mrnn8Senm23@chuka.playstation.co.uk> 

NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Okay .. you say there is an IRC channel but which server 
is it on ? 


D. 


Steve Dunn wrote in message <6mrnn8Senm23@chuka.playstation.co.uk>... 
>All these methods are rather slow compared to IRC. 

>But it's a good idea if you're behind a firewall with all the interesting 
>ports disabled. 

>Theres a group on IRC called #yaroze for anyone interested. It's mostly 
>rather empty with most people being on #psxdev 

> 

>Steve 

> 

>DEnnis Brinkhuis wrote in message 
><1db574e.1lpnw5eslof4iccN@al-88-131.al.nl>... 

>>James Rutherford <hexheroes@writeme.com> wrote: 

>> 

>>> Thanks to everyone that joined today! 

>>> 

>>> Sorry to anybody who had problems... 

>>> (I know Lars did - and I guess there were others) 

>>> Unfortunately - the chat room is administered off site, so I can't do 
>>> anything about any problems you have. 

>>> 

>>> You might want to check the FAQ @ http://www.parachat.com/ 

>>> (I skim-read something about a fixable java-bug in Netscape) 

>>> 

>>> Cheers, 

>>> 

>>> James (~mrfrosty) 

>> 

>> 

>>Your idea is fun, but I don't think it will work. 

>>I tried to join but I had trouble to. And I think that ICQ is a better 
>>option at the moment. I also think that you should put the times there 
>>for different countries. 

> 

> 


-—-MESSAGE FILE 2572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
OL275 


—-MESSAGE FILE 2573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001276 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 27 Jun 1998 01:02:20 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <1ldb990v.vhtaxhz830puN@al-—88-126.al.nl1> 

References: <358fc31b.5237691@news.playstation.co.uk> <6mp6juSenm15@chuka.playstatio 
n.co.uk> <6mpahlSenm1l6@chuka.playstation.co.uk> <ldb4bug.576wyp161g54aN@al-88-118.al 
.ոլ» <359169cf.3591474@news.playstation.co.uk> <6mt7ktSenm25@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 
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Is there a URL for the ECTS? Or does anybody have tha mailadres to mail 
to to get some tickets? 


DEnnis.. 
—-MESSAGE FILE 2573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01276 


—-MESSAGE FILE 2574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001277 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze parallel transfer cable 

Date: Sat, 20 Jun 1998 21:49:46 +0100 

Organization: The PC Shop 

Lines: 6623 

Message-ID: <358C206A.55EE419@infotrade.co.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: 194.74.241.41 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 5557 9AFBOB7BBF 9BC8207DD1" 
X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


This is a multi-part message in MIME format. 
5557 9AFBOB7BBF 9BC8207DD1 
Content-Type: text/plain; charset=iso-8859-1 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 
Content-Transfer-Encoding: 8bit 


How would you like a yaroze parallel cable? 
So would I! 


I have been trying to put together the information for doing this but as far as buil 
ding it is concerned I am afraid my electronics no-how is just 
not up to it. :( 


But rather than let a good idea go down I am posting the information that may be of 
use to someone willing to give it a go. I have had a talk with 

"someone' on the net who HAS built one for the playstation but is not willing to pa 
ss on the diagram. 


Here is the yaroze parallel diagram in Postscript (Use Ghostscript to view & Print) 
attached. 


Here is his comments... 


You can connect the PSX with any computer parallel port. But don't forget, the PSX-P 
IO it not really a parallel port, it’s a 

memory port. The PSX-PIO is designed for direct connection with memory-chips (i.e. F 
lashROMs) 

For use it as parallel port, you must insert a Latch-Register (i.e.74x245) between t 
he data bus. 

The circuit could be similar to laplink parallel cable. 


Here is some suggested transfer code. 


The software is easy: 
(its ripped from ez-o-ray) 


, 


;lese ein Zeichen und schreibe r4 


1£00015c lbu r2,$10(r24) ¿Status 

1£000160 nop 

1£000164 andi r2,r2,#$1 

18000168 beq r2,r0,$1f00015c ;kein Zeichen da 
1f00016c nop 

18000170 1Ես Է2, Տ0 (225) ;lese Zeichen 


1£000174 jr r31 
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1£000178 sb 


Է4, Տ8 (r25) 


;schreibe Zeichen 


Page 


Ա 


;lese ein Zeichen und schreibe es zurück 


1800017Շ lbu 
18000180 nop 
18000184 andi 
18000188 beq 
1£00018c nop 
18000190 lbu 
18000194 jr 

1£000198 sb 


r2,$10(r24) 


Է2,Է2, 151 


r2,r0,$1f£00017c 


r2,$0(r25) 


rol 


E2; $8 (r25) 


; Status 


;lese Zeichen 


չսոզ schreibe gleiches Zeichen 


;kein Zeichen da, 


zurück 


; 
;get short 


Ա 


, 


Ա 


18000196 addu Է4, Է31, Է0 
18000180 jal $1£00017c 
1£0001a4 nop 

18000188 jal $1f£00017c 
1£000lac 511 r3,r2,#8 
1£0001b0 jr r4 
1f0001b4 or r2% T273 
;get int 

1f0001b8 addu t5 331 Է0 
1f0001bc jal $1f00019c 
18000160 nop 

18000164 jal $1£00019c 
18000168 511 Է6, ԷԶ, 16 
1£f0001lcc jr r5 
1£0001d0 or r2,r2,r6 
;write short 

1£0001d4 addu Է5, Է31, Է0 
18000148 addu ԷՅ, Է4, EQ 
18000142 jal $1£00015c 
18000160 srl r4,r4, #8 
1£0001e4 addu r4,r3,r0 
1f£0001e8 j S1f00015c 
1f000lec addu Է31Է5, 70 
;write int 

1£0001f0 addu r6,r31,r0 
18000184 addu r7,xr4,r0 
18000188 jal $1£0001d4 
1£0001fc srl r4,r4, #16 
1£000200 addu Է4, Ը7, Է0 
18000204 j $1£0001d8 
1£000208 addu r5,r6,r0 
; get short width ack 
1£00020c addu Է4, Է0, ro ;r4 = 0 
1£000210 addu r5 131: x0 
1£000214 jal $1£00015c ;get char and write 1 
1£000218 addiu r4,r4,#S1 
1£00021c 511 r1,r2,#8 
18000220 jal $1£00015c ;get char and write 2 
18000224 addiu r4,r4,#S1 
18000228 jr r5 


1621 
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1£00022c or £2, 22, 1 


, 


; get int width ack 


1£000230 addu r6,r31,r0 


1£000234 jal $1£00020c 
1£000238 nop 

18000236 jal $1£000210 
18000240 511 r7,r2,#16 
18000244 jr r6 
1£000248 or C2, F2 T 


; 
; put_string( char *pD ) 
; write a string to host 


1£00024c addu r6,r31,r0 

1£000250 addu r5,r4,r0 

1£000254 jal Տ1800015Շ ;get char and write 
18000258 lbu Է4,Տ0 (r5) 

1£00025c nop 

18000260 bne r4,r0,$1£000254 

1£000264 addiu r5,r5,#$1 

1f000268 jr r6 

1f00026c addu ԷՅ1, Է6, ro 


, 


; put_block( char "ք, int size ) 


18000270 addu r7,r31,ro0 
1f000274 beq r5,r0,$1£000294 
1£000278 addu r6,r4,r0 
1£00027c addu F 5 S: EG 
18000280 addiu r5,r5,#Sffff 
18000284 jal S1f00015c 
18000288 lbu Է4,Տ0 (r6) 
1£00028c bne r6,r5,$1£000284 
1£000290 addiu r6,r6,#$1 
1£000294 jr r7 

1f000298 addu r31,r7,xr0 


, 


; get_block( char "ք, int size ); 


1£00029c addu r7,xr31,xr0 
1£0002a0 beg r5,r0,$1£0002c4 
1£0002a4 addu r6,r4,r0 
1£0002a8 addu £5,-65;L6 
1f0002ac addu Է4, Է0, Է0 
180002Ե0 jal $1£00015c 
1f0002b4 addiu r6,r6,#S1 
1£0002b8 sb r2,SfffF (r6) 
1£0002bc bne r6,r5,$1£0002b0 
18000260 addiu r4,r4,#S1 
18000264 jr Gl 

1£0002c8 addu E31 ry £0 

I hope this info helps somebody or is just generally interesting 


All the best. 
Ian T. 


P.S. this is all the info I have folks to email me for more I am afraid will be in v 
ane. :0( 
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5557 9AFBOB7BBF9BC8207DD1 

Content-Type: application/postscript; name="psx-digital-out.ps" 
Content-Transfer-Encoding: 7bit 

Content—Disposition: inline; filename="psx-digital-out.ps" 


S-Adobe-1.0 


P 

T 
Creator: EAGLE 

Pages: 1 

BoundingBox: 0 0 752 514 
E 


% Coordinate transfer: 


/EU { 254 div 0.072 mul } def 
/inch { 72 mul } def 


96 


Linestyle: 


1 setlinecap 
1 setlinejoin 


96 


Drawing functions: 


/1 { 5 draw a line 
/lw exch def 
/y2 exch def 
/x2 exch def 
/yl exch def 
/x1 exch def 


xl EU yl EU moveto 
x2 EU y2 EU lineto 
lw EU setlinewidth 
stroke 
} def 


/n { 5 draw a hole 

/d exch def 

/y exch def 

/x exch def 

d 0 gt { 
newpath 
x EU y EU d 2 div EU 0 360 arc 
currentgray dup 
1 exch sub setgray 
Ped: 
setgray 
} if 

} def 


/b { % draw a bar 
/y2 exch def 
/x2 exch def 
/Ճ1 exch def 
/21 exch def 
newpath 
«1 EU yl EU moveto 
x2 EU yl EU lineto 
x2 EU y2 EU lineto 
xl EU 72 EU lineto 
closepath 
fill 
} def 


/c { 5 draw a circle 
/lw exch def 
/rd exch def 
/y exch def 
/x exch def 
newpath 
lw EU setlinewidth 
x EU y EU rd EU 0 360 arc 


itle: EAGLE Drawing C:\Programme\EAGLE\designs\psx-digital-out. 


sch 
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stroke 
} def 


/a { 5 draw an arc 
/ae exch def 
/as exch def 
/lw exch def 
/rd exch def 
/y exch def 
/x exch def 
lw rd 2 mul gt { 
/rd rd lw 2 div add 2 div 
/lw rd 2 mul def 
} if 
currentlinecap currentlinejo 
0 setlinecap 0 setlinejoin 
newpath 
lw EU setlinewidth 
x EU y EU rd EU as ae arc 
stroke 
setlinejoin setlinecap 
} def 


/s { % draw a square with a ho 
/di exch def 
/da exch def 
/y exch def 
/2 exch def 
newpath 


x da 2 div sub EU y da 2 div sub EU moveto 


da EU 0 EU rlineto 

0 EU da EU rlineto 

da neg EU 0 EU rlineto 
closepath 

EIFE 

x y di h 

) deft 


/p { % draw a pie with a hole 
/di exch def 
/da exch def 
/y exch def 
/x exch def 
newpath 
x EU y EU da 2 div EU 0 360 
fill 
x y dih 
} deft 


/edge { 0.20710678119 mul } def 


/o ( 5 draw an octagon with a 

/di exch def 

/dy exch def 

/dx exch def 

/y exch def 

/x exch def 

newpath 

dx dy ge { 

x dx 2 div sub EU 

dx dy sub 2 div sub dy 
dx dy sub 2 div add dy 
dx 2 div add EU 
dx 2 div add EU 
dx dy sub 2 div add dy 
dx dy sub 2 div sub dy 
dx 2 div sub EU 
if 
y lt ( 
dx edge add E 
dx 2 div add E 
dx 2 div add E 


dx 


aac 


xx X X O, — X X X X KX 


def 


in 


le 


arc 


hole 


edge 
edge 


edge 
edge 


sub 


add 1 


add 
sub 


y dy 2 div add EU 
y dy dx sub 2 div add dx edge 
y dy dx sub 2 div sub dx edge 
dx edge add EU y dy 2 div sub EU 


KKKKKKKK 


edge 
2 div 
2 div 
edge 
edge 
2 div 
2 div 
edge 


add 
add 
add 
add 
sub 
sub 
sub 
sub 


add 
sub 


moveto 
lineto 
lineto 


lineto 
lineto 


էմ էմ էմ էմ էմ E3 էվ էպ 
ՇՇՇԿԳՕԹՕ0ԾԳԳՅԳ 


EU 
EU 


lineto 
lineto 
lineto 


moveto 
lineto 
lineto 
lineto 
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x dx edge sub EU y dy 2 div sub EU lineto 
x dx 2 div sub EU y dy dx sub 2 div sub dx edge sub EU lineto 
x dx 2 div sub EU y dy dx sub 2 div add dx edge add EU lineto 
x dx edge sub EU y dy 2 div add EU lineto 
J Lf 

closepath 

fill 

x y dih 

) def 


% the real drawing size: 


/MinDrawX 0 EU def 
/MinDrawY 0 EU def 
/MaxDrawX 2651391 EU def 
/MaxDrawY 1813247 EU def 


° 


% the usable page size: 


/LeftMargin 0.25 inch def % change these if drawing gets clipped! 
/BotMargin 0.25 inch def 

/PageWidth 7.7500 inch def 

/PageHeight 11.0000 inch def 


° 


% are we going to rotate?: 


/RotateDrawing 1 0 ne def 


° 


% Media size functions: 


/AbortMessage { % Show a message in a box and stop printing 
/h 100 def 
/Courier findfont 12 scalefont setfont 
mediawidth pagemargin sub h 1 setpage 
newpath 
0 0 moveto 
0 h rlineto 
mediawidth pagemargin sub 0 rlineto 
0 h neg rlineto 
closepath 
5 setlinewidth 
stroke 
newpath 50 60 moveto (ERROR: Jobsize exceeds physical printing area!) show 
newpath 50 40 moveto ( Job has been aborted!) show 
showpage 
stop 
} def 


/SelectPage { % Select the page identified by Row and Column 
/Column exch def 
/Row exch def 


° 


% the actually exposed area (if the machine knows these parameters!): 


/DrawX MaxDrawX MinDrawX sub def 
/DrawY MaxDrawY MinDrawY sub def 
statusdict /setpage known 
statusdict /mediawidth known and 
statusdict /medialength known and 
statusdict /pagemargin known and ( 
% this is for machines that can tell the media size: 
statusdict begin 
/MediaW mediawidth pagemargin sub def 
DrawX DrawY ge { 
DrawX MediaW le DrawY medialenoth le and ( 
MediaW DrawY 1 setpage 
MediaW DrawX sub 2 div 0 translate 
Fd 
DrawY MediaW le DrawX medialength le and { 
MediaW DrawX 0 setpage 
0 MediaW DrawY sub 2 div translate 
}{ 
AbortMessage 
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° 
T 


MinDrawX neg MinDrawY neg translate 


o 
5 


1 
1 


} 


° 


) ifelse 
) ifelse 


}{ 


DrawY MediaW le DrawX medialength le and { 


MediaW DrawX 0 setpage 
0 MediaW DrawY sub 2 div 


}{ 


translate 


DrawX MediaW le DrawY medialength le and { 


MediaW DrawY 1 setpage 


MediaW DrawX sub 2 div 0 translate 


Ft 
AbortMessage 
} ifelse 
} ifelse 
} ifelse 
end 


statusdict /setpage known { 
statusdict begin 
RotateDrawing { 


this is for machines that can NOT tell the media size: 


LeftMargin PageHeight add BotMargin DrawY add 


}{ 


BotMargin DrawY add LeftMargin DrawX add 


} ifelse 
0 setpage 
end 
} if 
% set clipping boundary: 
newpath 
LeftMargin BotMargin moveto 
0 PageHeight rlineto 
PageWidth 0 rlineto 
0 PageHeight neg rlineto 
closepath 
clip 
% set the origin: 
LeftMargin BotMargin translate 
RotateDrawing { 
0 PageHeight translate 
-90 rotate 


PageHeight Column mul neg PageWidth Row mul neg translate 


}{ 


PageWidth Column mul neg PageHeight Row mul neg translate 


} ifelse 
} ifelse 


move the lower left corner of the drawing to the origin: 


Linestyle: 


setlinecap 
setlinejoin 


def 


% TheDrawing 


gsave 0 0 SelectPage 


28502 
28502 
22654 
21892 


6 1224826 285026 1241095 1524 1 


6 1241095 290449 1235672 1524 14 1 


64 1071664 2189264 1071664 1524 
64 1071664 2189264 1173264 1524 


showpage grestore 


55579AFB0B7BBF9BC8207DD1-- 
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--MESSAGE FILE 2574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01277 


--MESSAGE FILE 2575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00012 


78 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Net Yaroze chatroom! 

Date: Sat, 27 Jun 1998 09:48:29 +0100 

Organization: Backroom Software Ltd. 

Lines: 49 

Message-ID: <6n2bsuS$q6c9@chuka.playstation.co.uk> 

References: <3591221A.D45@writeme.com> <35912FE2.2886@writeme.com> <ldb574e.lpnw5es1 
of 4iccN@al-88-131.al.nl> <6mrnn8Senm23@chuka.playstation.co.uk> <6n0prgSq6c3@chuka.p 
laystation.co.uk> 

NNTP-Posting-Host: usera654.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I use Efnet: EU, UK, Demon 


Steve 


D Smethurst wrote in message <6n0prg$q6c3@chuka.playstation.co.uk>... 


>Okay .. you say there is an IRC channel but which server 
>is it on ? 

> 

>D. 

> 


>Steve Dunn wrote in message <6mrnn8Senm23@chuka.playstation.co.uk>... 
>>All these methods are rather slow compared to IRC. 

>>But it's a good idea if you're behind a firewall with all the interesting 
>>ports disabled. 

>>Theres a group on IRC called #yaroze for anyone interested. It's mostly 
>>rather empty with most people being on #psxdev 

>> 

>>Steve 

>> 

>>DEnnis Brinkhuis wrote in message 
>><1db574e.1lpnw5eslof4iccN@al-88-131.al.nl>... 

>>>James Rutherford <hexheroes@writeme.com> wrote: 

>>> 

>>>> Thanks to everyone that joined today! 

>>>> 

>>>> Sorry to anybody who had problems... 

>>>> (I know Lars did - and I guess there were others) 

>>>> Unfortunately - the chat room is administered off site, so I can't do 
>>>> anything about any problems you have. 

>>>> 

>>>> You might want to check the FAQ @ http://www.parachat.com/ 

>>>> (I skim-read something about a fixable java-bug in Netscape) 

>>>> 

>>>> Cheers, 

>>>> 

>>>> James (~mrfrosty) 

>>> 

>>> 

>>>Your idea is fun, but I don't think it will work. 

>>>I tried to join but I had trouble to. And I think that ICQ is a better 
>>>option at the moment. I also think that you should put the times there 
>>>for different countries. 

>> 

>> 

> 

> 


-—-MESSAGE FILE 2575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01278 


—-MESSAGE FILE 2576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001279 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: ECTS 

Date: Sat, 27 Jun 1998 09:50:46 +0100 

Organization: Backroom Software Ltd. 

Lines: 9 

Message-ID: <6n2c11Sq6cl0@chuka.playstation.co.uk> 

References: <358fc31b.5237691@news.playstation.co.uk> <6mp6juSenm15@chuka.playstatio 
n.co.uk> <6mpahlSenm1l6@chuka.playstation.co.uk> <ldb4bug.576wyp161g54aN@al-88-118.al 
enl> <359169cf.3591474@news.playstation.co.uk> <6mt7ktSenm25@chuka.playstation.co.uk 
> <ldb990v.vhtaxhz830puN@al1l-88-126.al.nl> 

NNTP-Posting-Host: usera654.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


www.ects.com :) 


DEnnis Brinkhuis wrote in message <1db990v.vhtaxhz830puN@al-88-126.al.nl>... 
>Is there a URL for the ECTS? Or does anybody have tha mailadres to mail 
>to to get some tickets? 

> 


>DEnnis.. 


—-MESSAGE FILE 2576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01279 


—-MESSAGE FILE 2577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001280 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Sat, 27 Jun 1998 22:30:43 +0100 

Organization: Backroom Software Ltd. 

Lines: 48 

Message-ID: <6n30i3$q6cll1l@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: usera221.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:376 scee.yaroze.freetalk.english 
21280 scee.yaroze.problems.pc:107 


V2 Beta is now up at http://www.netyaroze-europe.com/~steved/ 


Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>I'd need to look at the registry file you merged into your registry. 

>If you like, you can be a 'guinea pig' for the new version that supports 
all 

>of the datel commands as well as being a file server. The new commands 
>enable you to; 

>send a byte 

>send a word 

>send a file 

>reflash the AR (with the Datel ROM of course :) 

>view registers 

>view memory 

>etc. 

>etc. 

>Let me know if you are(or anyone else) is interested. 

> 

>Steve 

>James Banks wrote in message <6mosod$enm7@chuka.playstation.co.uk>... 

>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
>I 

>>get the following message in the event log :- 


>> 
>> The GenPort service failed to start due to the following error: 
>> The specified service is disabled and cannot be started. 


>> 
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>> I know my PC-Comms link is working and it is set to address 0x320 but 
I 

>>can't seem to get it to work. I don't think I have any other hardware 
items 

>>conflicting with the base IO port. Is there anyone out there that can help 
>>because I don't know much about the way NT works. 

>> 

>> 

>>Cheers, 

>> 

>> 

>> 

>>James 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 2577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01280 


—-MESSAGE FILE 2578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001281 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.event, scee.yaroze.event, sce 
e.yaroze.freetalk.english 

Subject: Nice 'ARS' for Windows 

Date: Sat, 27 Jun 1998 22:35:35 +0100 

Organization: Backroom Software Ltd. 

Lines: 3 

Message-ID: <6n30r3S$q6cl3@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera221.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:778 scea.yaroze.programming.event 
:1 scee.yaroze.event:44 scee.yaroze.freetalk.english:1281 


v2.0 Beta is now up at http://www.netyaroze-europe.com/~steved/ 


-—-MESSAGE FILE 2578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01281 


—-MESSAGE FILE 2579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001283 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Parallel Port Conector? 

Date: Mon, 22 Jun 1998 15:58:09 +0100 

Organization: The PC Shop 

Lines: 6 

Message-ID: <358E7100.B479E683@infotrade.co.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr123.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hmmm, I may give it a go after all. 


Does any body know of any other peripheral that connects to the parallel port (Apart 
from the AR)? 


Ian T. 
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-—-MESSAGE FILE 2579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01283 


-—-MESSAGE FILE 2580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001284 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Closing date for Games Developer UK '98 Comeptition 

Date: Mon, 29 Jun 1998 12:52:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6n7ul3$q6cl6@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.announce:60 scee.yaroze.freetalk.english:1 
284 


Please note that Monday 29th and Tuesday 30th June 1998 are the last days 
you can register your entry(s) into the 'Best Net Yaroze Game' Category 
within the GDUK '98 Competition. Registrations received after 30th June 
will not be accepted. 


Please forward your registration by e-mail to info@gduk.co.uk or call 0800 
7315300. GDUK will then forward an information pack and Registration Form 
to you by post. Please note that the Competition is open to all UK 
residents. 


For more information please see http://www.gduk.co.uk/ 


Don't forget to let us here at SCEE know if you are entering the Competition 
by mailing PS_Yaroze@playstation.sony.com but remember to e-mail GDUK 
first! 


Thanks! 
Sarah 


-—-MESSAGE FILE 2580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01284 


—-MESSAGE FILE 2581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001285 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: 3D sucks, sprites rule 

Date: Mon, 29 Jun 1998 14:18:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <35979427.1E01015C@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


There's a fun discussion on scea.freetalk that started out about 
Nintendo's new system due for release in 2000 that inevitably 
degenerated into an N64 vs Playstation, and then developed into Mac vs 
PC and 'mine is better than yours'. 


Well, I'm not going to beat around the bush. I was in HMV Oxford St on 
Saturday and stood transfixed watching a demo running of a new game 
called Alundra. It had beautful sprites, beautiful animation and looked 
so superb. And it made me realise - 3D sucks, sprites rule. 


Fact is, polygons will always look like polygons. I saw some screenshots 
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of Unreal in Edge and, you know, not bad, but not a curve in sight! Just 
lots of straight lines - the monsters looked like they had been cut out 
from the back of a Cornflakes packet with shears. 


And these first-person PoV games make me feel sick and dizzy. Maybe it's 
also the lack of curves that does it - it could be a Feng Shui thing. I 
was playing Goldeneye on a friend's N64 recently and I had to have a few 
spliffs to get rid of the migraine and nausea it induced. 


I'm hoping the tide will turn soon, to either a more organic 3D using 
voxels or back to the 2D world that got us into games in the first 
place. But please, no more polygons! 


Anyone else have any views on this? 
Phil 


—-MESSAGE FILE 2581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01285 


—-MESSAGE FILE 2582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001286 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: 29 Jun 1998 13:46:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01bda364$0499fe60Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35979427.1E01015C@easynet.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Philip Gooch <philg@easynet.co.uk> wrote in article 
<35979427.1E01015C@easynet.co.uk>... 

> I'm hoping the tide will turn soon, to either a more organic 3D using 
> voxels or back to the 2D world that got us into games in the first 

> place. But please, no more polygons! 


> Anyone else have any views on this? 


Maybe one of the hardware vendors will take a real flyer and implement a 
spline render 

engine in hardware - not as hard to do as you might think. Then you'd see 
some really 

organic 3D, without a lot of the problems associated with the current batch 
of polygon 

render engines.... 


> Phil 
Craig. 


—-MESSAGE FILE 2582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01286 


—-MESSAGE FILE 2583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001287 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Mon, 29 Jun 1998 15:49:38 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 11 

Message-ID: <3597A982.26E0D643@scee.sony.co.uk> 
References: <35979427.1E01015C@easynet.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Philip Gooch wrote: 
> 
> And it made me realise - 3D sucks, sprites rule. 


I'd have to agree in some respects. Crash Bandicoot is an awesome looking 
game that you couldn't make without 3D, but it's incredibly annoying when 
you're running into the screen and can't tell whether you're over the safe 
land or the unsafe water due to the perspective. 


I think a lot of essentially 2D games are 3D-ised just to make them look 
more impressive, but it doesn't always follow that gameplay is better. 
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—-MESSAGE FILE 2583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01287 


-—-MESSAGE FILE 2584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001288 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Mon, 29 Jun 1998 15:51:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <3597b591.15575942@news.playstation.co.uk> 
References: <35979427.1E01015C@easynet.co.uk> 
NNTP-Posting-Host: p60-rosella-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 29 Jun 1998 14:18:31 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>There's a fun discussion on scea.freetalk that started out about 
>Nintendo's new system due for release in 2000 that inevitably 
>degenerated into an N64 vs Playstation, and then developed into Mac vs 
>PC and 'mine is better than yours’. 

> 

>Well, I'm not going to beat around the bush. I was in HMV Oxford St on 
>Saturday and stood transfixed watching a demo running of a new game 


>called Alundra. It had beautful sprites, beautiful animation and looked 
>so superb. And it made me realise - 3D sucks, sprites rule. 

> 

>Fact is, polygons will always look like polygons. I saw some screenshots 


>of Unreal in Edge and, you know, not bad, but not a curve in sight! Just 
>lots of straight lines - the monsters looked like they had been cut out 
>from the back of a Cornflakes packet with shears. 

> 


People should just give up trying to produce realistic environments 
using polygons. It's ok if you have loads of computer hardware at 
your disposal and are writing flight sims for the MOD or something but 
for a games console or PC it's just not possible. I have friends who 
produce computer animation for films and even they complain about the 
time it takes a single frame to render and they're using high end 


graphics workstations. Lets face it, a Playstation doesn't have a 
chance unless you use so much depth cueing that you can only see 2 ft 
in front of you ( or the game is set at night.... ). 


>And these first-person PoV games make me feel sick and dizzy. Maybe it's 
>also the lack of curves that does it - it could be a Feng Shui thing. I 
>was playing Goldeneye on a friend's N64 recently and I had to have a few 
>spliffs to get rid of the migraine and nausea it induced. 

> 


Heh heh. I usually need a few spliffs BEFORE I can get anywhere on 
most video games...I will admit though a lot of 3D games do make me 
feel sick after playing for too long, maybe along with the games 
charts they should have the top 10 vomit inducing games that you 
should avoid. 
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>I'm hoping the tide will turn soon, to either a more organic 3D using 
>voxels or back to the 2D world that got us into games in the first 
>place. But please, no more polygons! 

> 


>Anyone else have any views on this? 
> 

>Phil 

> 


—-MESSAGE FILE 2584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01288 


—-MESSAGE FILE 2585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001289 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Mon, 29 Jun 1998 13:12:25 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <6n8h1fS4nb1@scea> 

References: <35979427.1E01015C@easynet.co.uk> 

NNTP-Posting-Host: sud-tcsl-port44.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've already played through Alundra (about 40 hours) If you have a chance, 
get this game and give it a whirl. It will definitely take you back to the 
glory days of videogames. 


Steve Tolin 


>Well, I'm not going to beat around the bush. I was in HMV Oxford St on 
>Saturday and stood transfixed watching a demo running of a new game 
>called Alundra. It had beautful sprites, beautiful animation and looked 
>so superb. And it made me realise - 3D sucks, sprites rule. 


-—-MESSAGE FILE 2585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01289 


—-MESSAGE FILE 2586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001290 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.event, scee.yaroze.event, sce 
e.yaroze.freetalk.english 

Subject: Re: Nice 'ARS' for Windows 

Date: Mon, 29 Jun 1998 19:08:02 +0100 

Organization: Backroom Software Ltd. 

Lines: 17 

Message-ID: <6n8le6Ssub4@chuka.playstation.co.uk> 

References: <6n30r3$q6cl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera630.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:782 scea.yaroze.programming.event 
:2 scee.yaroze.event:46 scee.yaroze.freetalk.english:1290 


Some problems were found running this on 95. There is now a tiny patch to 
make everything function as normal. 

Check out the patch and instructions at the bottom of 
http://www.netyaroze-europe.com/~steved/nice_ars_for_windows_nt.htm 


Sorry to anyone who it failed to work for and who now hate me with a passion 
! :) 
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Steve 


Steve Dunn wrote in message <6n30r3$q6cl13@chuka.playstation.co.uk>... 
>V2.0 Beta is now up at http://www.netyaroze-europe.com/~steved/ 

> 

> 


—-MESSAGE FILE 2586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01290 


-—-MESSAGE FILE 2587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001291 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PAL -» NTSC? 

Date: Mon, 29 Jun 1998 18:51:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6n8ntgS$sub5@chuka.playstation.co.uk> 

References: <35609566.307AC@netmagic.net> <6js80tS4p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p38-starling-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Are the pictures from the hauppage WinTV pc cards using both PAL and NTSC 
signals in full color ?? How does it connect to the playstation ?? I am 
currently sending the signal from the playstation to my video which is then 
sent to my TV, this results in black and white for NTSC programs. Could the 
WinTV card be the answer to my problem ?? Will it work with NT 4.0 ?? 


Cheers, 


James 


West wrote in message <6 js80tS4p3@chuka.playstation.co.uk>... 

>Elliott Lee <tenchi@netmagic.net> wrote: 

>>Heya, 

>> 

>>Short of buying an international TV, does anyone know how to convert 
>>PAL signals to NTSC? I'd love to be able to see/play PAL-native 
>>programs... :) 

>> 

> 

>the pal version of hauppage WinTV pc cards accepts PAL and NTSC signals 
>(dispite the boxes saying their pal only). 

> 


—-MESSAGE FILE 2587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01291 


—-MESSAGE FILE 2588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001292 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesX.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Mon, 29 Jun 1998 21:43:37 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 25 

Message-ID: <3597FC78.FEA69D5F@reality-—bytesX.demon.co.uk> 
References: <35979427.1E01015C@easynet.co.uk> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Hi Philip. 


Have to agree with your comments about 3d games making you feel sick, I get 
this when playing Quake II, It's probably motion sickness brought on by you 
brain telling you your moving but you ears saying you aren't. kind of 
opposite to what hapens when you get car sick. 

I think that a games playability is not at all related to whether it is 
a polygon jobbie or a sprite one. Look at the likes of R.Type or the bitmap 
brothers' Xenon, both excellent and very adictive games. My current Yaroze 
project is a 2d sprite em up, with animated sprites, and it's easy to 
program as well, you don't have to worry about whether the hardware will 
keep up or anything. If you want a look at it, its at 


http://www.netyaroze-europe.com/~gunhead 
It is in developmet at the moment and has a long way to go yet. 
See Yah 


Kevin. 


° 


p.s. wish I could afford to spliff սք 5) 
Remove 'X' from address to Email me. 


—-MESSAGE FILE 2588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01292 


-—-MESSAGE FILE 2589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001293 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Mon, 29 Jun 1998 21:43:52 GMT 

Organization: Reichardt Informatik AG 

Lines: 47 

Message-ID: <359e0a8a.18159271@news.playstation.co.uk> 
References: <6n71cl1S$4at1l@scea> 

NNTP-Posting-Host: empty176.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 29 Jun 1998 03:28:13 GMT, in scea.yaroze.announce, 
jaminl@psu.edu (Jamin Frederick) wrote: 


> ) Is there any way to read from a CD other than the Yaroze boot disk, and is 
> it allowed? 

> ) Can I run yaroze programs on a regular playstation? Do I still need to 

> download? 


Any black PlayStation disc can be read on the Net Yaroze. On a regular 
gray PlayStation that has the copy protection removed by a MOD chip, any 
CD-ROM XA Mode2 with a ISO09660 compatible file system and proper boot 
blocks can be read, including CD-R's. 


It is possible to create a bootable CD-R that runs any Net Yaroze 
program including the possibility to load data files from that disc ona 
regular gray PlayStation without copy protection. The procedure isn't 
terribly complicated, I've done it. The description would make an 
interesting part of your FAQ. I'd even like to write it. 


But since it requires extracting the runtime library and the boot blocks 
from the original boot disc and copying this data to a CD-R, it might be 
a violation of the license agreement we signed. I'm not sure whether 
it's already illegal to do this for personal use (to save downloading 
time during development). But certainly Sony doesn't want these CD-R's 
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be disclosed to third parties (as would be the case if I gave a copy of 
my latest demo to a friend, who is not a Net Yaroze member). 


So what will happen if we include this information in the FAQ? Will Sony 
expel misbehaving members? There is already a lively underground scene 
of people developing for Net Yaroze with Action Replay modules and 
pirated compilers. It's kind of sad if a legitimate Net Yaroze member 
has to search underground sources for documentation for his platform. 


I think there is no harm done if a Net Yaroze member writes his large 
data files to a CD-R to save downloading time. We could agree that it is 
unethical to disclose such material to any non-member but that strictly 
personal use is tolerated. 


What is Sony's policy for dealing with this situation? 
Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
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—-MESSAGE FILE 2589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01293 


—-MESSAGE FILE 2590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001294 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 01:05:56 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldberjk.loy4wdi55nyqwN@al-88-120.a1l.nl> 


References: <35979427.1E01015C@easynet.co.uk> <3597FC78.FEA69D5F@reality—bytesxX.demo 


n.co.uk> 
NNTP-Posting-Host: al—-88-120.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered for 31 days) 


I agree on the Quake opinion. I still can't imagine that PC users think 

that that looks good. I think the graphics must be adjusted to the type 

of game. THe 3D in Gran Turismo is perfect, for race-games 3D is great, 

no 2D can take it up to 3D with racinggames. And I prefer the 3D version 
of streetfighter over the 2D version. It's just about the skills of the 

person who makes the game. 


DEnnis.. 


-—-MESSAGE FILE 2590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01294 


—-MESSAGE FILE 2591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001295 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 3D sucks, sprites rule 

Date: 29 Jun 1998 23:53:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <memo.19980630004553.58823G@jmhannan.compulink.co.uk> 
References: <35979427.1E01015C@easynet.co.uk> 
Reply-To: jmhannan@cix.co.uk 
NNTP-Posting-Host: dyna21-09.compulink.co.uk 


I think that 2D games offer something completely 
different to 3D games. 


You can see everything around you. So for example 
you can be completely surrounded and get out of it 
with a clever move. With 3D your vision is very 
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restricted, so you always have a big blind area 
where you can get clobbered. 


So the nature of the game has to be different. 


I enjoy the realism of 3D games - which is there despite 
the polygons - and that means I'm less inclined to play 
the 2D ones, even though the gameplay might be more 
interesting and addictive. Eventually, this fascination 
may fade - as does my interest in less realistic 3D games. 


I think there is plenty of room for gameplay in 3D games, 
but it means thinking of new gameplay appropriate for 
the first person perspective (or 2nd/3rd). 


Jeff Hannan 


P.S.Why not check out my demo, for different gameplay. 
But get your vomit bag ready - not a curve in sight! 


http://www.netyaroze-europe.com/~jmhannan 


—-MESSAGE FILE 2591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01295 


—-MESSAGE FILE 2592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001296 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 3D sucks, sprites rule 

Date: 30 Jun 1998 11:10:58 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Sender: thutton@TECH10 

Message-ID: <uu353elst.fsf@cybec.com.au> 
References: <35979427.1E01015C@easynet.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


Philip Gooch <philg@easynet.co.uk> writes: 


Well, I'm not going to beat around the bush. I was in HMV Oxford St on 
Saturday and stood transfixed watching a demo running of a new game 
called Alundra. It had beautful sprites, beautiful animation and looked 
so superb. And it made me realise - 3D sucks, sprites rule. 


Eep, I saw this and thought 'Troll', but here I am replying anyway..! 
You're generalising, of course. 2D and 3D both have their place: 


2D: Some platformers, eg. Abe's Oddyssey is one of the best titles I've 
played. 


Realtime strategy, eg. C&C, Warcraft are perfect in 2D, 3D would 
just slow things down and confuse the gameplay. 


3D: Fighters, eg. Tekken, Tobal, Bushido Blade all kick the 2D 
fighters in the butt, in *my* opinion. 


Racers, eg. Gran Turismo. Say no more. 


Then there are genres that 2D or 3D can be as good as each other. 
RPGs and Platformers - Abe was great but so is Gex 3D; Alundra looks 
superb and so did FF7. 


Actually FF7 and MDK, two fantastic games, use both 2D and 3D 

*together* extensively. 

Toby (who was writing a completely 3D game, but is thinking maybe some 

2D elements should be introduced...) 

—-MESSAGE FILE 2592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01296 
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—-MESSAGE FILE 2593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001297 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Mon, 29 Jun 1998 20:33:49 -0700 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35985C9D.9811922Bésinclair.net> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Wow, what a way to start an argument - but here's my take on the issue. 


2D and 3D both have their place - one doesn't "suck" over the other, 
they are just different. It's like saying that RPG's suck, shooters 
rule - they are totally different. Լո the end, it's the gameplay that 
matters. Mario 64 created a whole new genre, and could not have been 
done in 2D. And try to imagine Castlevania, Symphony of the Night in 
3D...ugh. Final Fantasy VII uses both 2D and 3D for great effect - 2D 
so that they could use wonderful art in towns, and 3D so that they could 
have a more realistic outdoor world with multiple camera angles (and do 
cool things with the fights). 


BTW, I own Unreal, and you can put it into a "curve" mode that does a 
real good job of hiding the polygons. But you don't want to ever play 
the game without a 3D accelerator. 


> 
> Realtime strategy, eg. C&C, Warcraft are perfect in 2D, 3D would 
> just slow things down and confuse the gameplay. 


You should try Myth - it is 3D, the 3D makes it more realistic, adds to 
the strategy required, and doesn't slow things down a bit. 


- Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01297 


-—-MESSAGE FILE 2594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001298 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 01:05:22 -0400 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <6n9qpo$5381@scea> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@a@sinclair.net> 

NNTP-Posting-Host: sud-tcsl-port14.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Well, well, well... Although SOTN is simply a phenominal game in 2D.. I 
wouldn't diss Castlevania 64 in the least. That game will set a new 
standard.. just remember everything that is being done for Metal Gear 
Solid will be done better for Castlevania 64.. in beautilful 3D... 


Definitely a game that deserves a 3D incarnation.. 


Steve Tolin 


>2D and 3D both have their place - one doesn't "suck" over the other, 
>they are just different. It's like saying that RPG's suck, shooters 
>rule - they are totally different. In the end, it's the gameplay that 
>matters. Mario 64 created a whole new genre, and could not have been 
>done in 2D. And try to imagine Castlevania, Symphony of the Night in 
>3D...ugh. Final Fantasy VII uses both 2D and 3D for great effect - 2D 
>so that they could use wonderful art in towns, and 3D so that they could 
>have a more realistic outdoor world with multiple camera angles (and do 
>cool things with the fights). 

> 


—-MESSAGE FILE 2594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01298 


—-MESSAGE FILE 2595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001299 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 01:43:14 GMT 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <35983f30.89235794@news.scea.sony.com> 

References: <35979427.1E01015C@easynet.co.uk> 

NNTP-Posting-Host: client-119-39.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>There's a fun discussion on scea.freetalk that started out about 
>Nintendo's new system due for release in 2000 that inevitably 
>degenerated into an N64 vs Playstation, and then developed into Mac vs 
>PC and 'mine is better than yours’. 


Neener, neener, mine is better than yours! [BG] Hey, if more N64 
owners took the time to add their two-cents, it could've stayed on 
topic. Younger gamers don't seem to remember days when platforms stuck 
around for more than 3 years, and the hardware was continually being 
exploited to a deeper degree. N64 will never come close to realizing 
it's potential. 


>Well, I'm not going to beat around the bush. I was in HMV Oxford St on 
>Saturday and stood transfixed watching a demo running of a new game 
>called Alundra. It had beautful sprites, beautiful animation and looked 
>so superb. And it made me realise - 3D sucks, sprites rule. 


am enjoying Tomb Raider II a great deal. Each has it's advantages 
and disadvantages. The thing about 3D action that bugs me most is that 
aiming your weapons is either automatic, or practically impossible. 
Or, limited 3D, as in Doom. 


>Fact is, polygons will always look like polygons. I saw some screenshots 
>of Unreal in Edge and, you know, not bad, but not a curve in sight! Just 
>lots of straight lines - the monsters looked like they had been cut out 
>from the back of a Cornflakes packet with shears. 


Heh-heh... you could mix your sprites into a 3D polygon world. 


>And these first-person PoV games make me feel sick and dizzy. Maybe it's 
>also the lack of curves that does it - it could be a Feng Shui thing. I 
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>was playing Goldeneye on a friend's N64 recently and I had to have a few 
>spliffs to get rid of the migraine and nausea it induced. 


I am from DEAland, I can't speak about spliffs! [BG] 
>I'm hoping the tide will turn soon, to either a more organic 3D using 


>voxels or back to the 2D world that got us into games in the first 
>place. But please, no more polygons! 


Well, have you ever checked out ellipses? They have an interesting 
look to them, albeit I have only seen screenshots, and have not played 
a game with an ellipsoidal engine. 

I believe that technology and processor advancements will bring you 
a better experience in the future. There is a 3D modeler advancement 
called 'smooth skin', I believe, which can make polygon characters 
look very real and get rid of the hard lines associated with polygons. 
I was reading about the potential next type of 3D engine in a Next-Gen 
article that refered to games approaching the quality of the animation 
in the movie "Toy Story', but I can't find it... This will come in the 
generation after Dreamcast/PSX II/ N128 (or whatever). 

I wish you grew up on Pong, Tic Tac Toe, and Zork the way I did, 
you wouldn't be so fussy. 


—Matt, who thinks younger gamers are spoiled! 


—-MESSAGE FILE 2595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01299 


—-MESSAGE FILE 2596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001300 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The Net Yaroze chatroom! 

Date: Tue, 30 Jun 1998 06:45:20 GMT 
Organization: Reichardt Informatik AG 

Lines: 21 

Message-ID: <359888b9.953200@news.reichardt.ch> 
References: <3591221A.D45@writeme.com> 
NNTP-Posting-Host: empty222.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Wed, 24 Jun 1998 16:58:20 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 


> Don't be shy - come and join in! 


If I load your page using Netscape Navigator 4.03 (Java and JavaScript 
enabled), I get the following error: 


http: //www.netyaroze-europe.com/~mrfrosty/chat/index-.html 


Applet ParaChat can't start: class ParaChat got a security violation: 
security. Could not resolve IP for host memberchat.xoom.co 


I'm behind a company firewall, is this a problem? 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

-—-MESSAGE FILE 2596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01300 


—-MESSAGE FILE 2597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001301 
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Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 10:30:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <3598B04E.D8578BlA@easynet.co.uk> 
References: <35979427.1E01015C@easynet.co.uk> <35983f30.89235794@news.scea.sony.com> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Matthew Hulett wrote: 


> I wish you grew up on Pong, Tic Tac Toe, and Zork the way I did, 
> you wouldn't be so fussy. 
> 


Cheeky sod - I did! That's why I dislike 3D polygon games and love the old 
sprite-based games. 


> -Matt, who thinks younger gamers are spoiled! 
I agree with you there. 


Phil 


—-MESSAGE FILE 2597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01301 


—-MESSAGE FILE 2598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001302 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 10:33:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3598B105.3C47C48A@easynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <6n8h1fS4nbl1@scea> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Tolin wrote: 


> I've already played through Alundra (about 40 hours) If you have a chance, 
> get this game and give it a whirl. It will definitely take you back to the 
> glory days of videogames. 


It does look wonderful. Hopefully it will be released over here soon. 
Phil 


—-MESSAGE FILE 2598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01302 


—-MESSAGE FILE 2599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001303 
Path: chuka.playstation.co.uk!news 
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From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 10:35:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <3598B15A.6659F536@easynet.co.uk> 
References: <35979427.1E01015C@easynet.co.uk> <3597FC78.FEA69D5F@reality—bytesxX.demo 
n.co.uk> 

NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Kevin wrote: 


My current Yaroze 

project is a 2d sprite em up, with animated sprites, and it's easy to 
program as well, you don't have to worry about whether the hardware will 
keep up or anything. If you want a look at it, its at 


http://www.netyaroze-europe.com/~gunhead 


> 
> 
> 
> 
> 
> 
> 
> It is in developmet at the moment and has a long way to go yet. 
> 


What you've done so far looks great. Love the scrolling backdrops! 
Phil 


—-MESSAGE FILE 2599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01303 


-—-MESSAGE FILE 2600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001304 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 10:37:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3598B1E4.F3E27C7D@easynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <memo.19980630004553.58823G@jmhannan.c 
ompulink.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jeff Hannan wrote: 


> P.S.Why not check out my demo, for different gameplay. 
> But get your vomit bag ready - not a curve in sight! 
> 
> 


http://www.netyaroze-europe.com/~jmhannan 

Impressive demo Jeff - very claustrophic. Not really my thing though. 
I'm not sure which made me feel worse - the 3D or the psychedelic 
textures! 


Phil 


—-MESSAGE FILE 2600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01304 
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--MESSAGE FILE 2601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001305 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 10:47:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3598B42A.4F72E5C1l@easynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Toby Hutton wrote: 


> Eep, Լ saw this and thought 'Troll', but here I am replying anyway..! 


> You're generalising, of course. 2D and 3D both have their place: 
> 
Of course. I like to make sweeping generalisations - you have to get people's 


backs up to get a discussion going! 


I don't agree about Gex 3D - in fact I don't like 3D platformers at all, 
because as someone said earlier, it's a real pain trying to figure out your 
aligment, and in the end all your doing is just running and jumping and 
picking things up. This is much better done in 2D I believe. 


I agree about Gran Turismo - racing sims are where 3D comes into its own. 


In terms of gameplay though, things haven't really moved on since the great 
arcade games of the early 80s or the classic ZX Spectrum games. All the work 
has gone into the graphics and 'level design' (level design being just 
reworking the combination of moving platforms, lava pools, and a few 
strategically placed switches to open hidden doors for each 'level'). 


Phil 


—-MESSAGE FILE 2601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01305 


—-MESSAGE FILE 2602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001306 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 11:06:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3598B8AE.B023E782@easynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo0$5381@scea> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Tolin wrote: 


> Well, well, well... Although SOTN is simply a phenominal game in 2D.. I 
> wouldn't diss Castlevania 64 in the least. That game will set a new 
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> standard.. just remember everything that is being done for Metal Gear 
> Solid will be done better for Castlevania 64.. in beautilful 3D... 

> 
> Definitely a game that deserves a 3D incarnation.. 


I think this is the problem these days. Great 2D games are being given the 3D 
treatment but it adds nothing to the gameplay. Even Edge magazine, who are 
always bemoaning the lack of decent gameplay in 3D games, nonetheless 
continually argue for 'updating' classic 80s games for the 90s, which means 
take a great 2D game and ruin it by making it a 3D polygon affair. 


3D sells because of the initial wow factor, and that's the problem because the 
gameplay can't usually live up to the promise of the graphics. The problem is 
because the graphics are almost always done first, and the game bolted on 
after - 'we've got this great graphics engine, now lets think of a game' or 
"that's a cool/cute/sexy character - let's make a game where the player can 
make him/her run and jump all over the place'. 


But that's just my opinion. I'd just rather play Zork or The Hobbit than Tomb 
Raider! 


Phil 


—-MESSAGE FILE 2602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01306 


—-MESSAGE FILE 2603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001307 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 11:51:20 +0100 

Organization: DMA Design Ltd 

Lines: 17 

Message-ID: <3598C328.3ADBédma-—design. com> 

References: <35979427.1E01015C@easynet.co.uk> <6n8h1fS4nbl@scea> <3598B105.3C47C48AG@ 
easynet.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Philip Gooch wrote: 


> glory days of videogames. 


> 

> Steve Tolin wrote: 

> 

> > I've already played through Alundra (about 40 hours) If you have a chance, 
> > get this game and give it a whirl. It will definitely take you back to the 
> 

> 

> 


It does look wonderful. Hopefully it will be released over here soon. 


It's available in the shops now in the UK. Got a PAL release about a 
week or two ago. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01307 


—-MESSAGE FILE 2604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001308 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 
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Date: Tue, 30 Jun 1998 12:59:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <3598D331.C33C9DC2@easynet.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Daniel Hartmeier wrote: 


Any black PlayStation disc can be read on the Net Yaroze. On a regular 
gray PlayStation that has the copy protection removed by a MOD chip, any 
CD-ROM XA Mode2 with a 1509660 compatible file system and proper boot 
blocks can be read, including CD-R's. 


It is possible to create a bootable CD-R that runs any Net Yaroze 
program including the possibility to load data files from that disc ona 
regular gray PlayStation without copy protection. The procedure isn't 
terribly complicated, I've done it. The description would make an 
interesting part of your FAQ. I'd even like to write it. 


But since it requires extracting the runtime library and the boot blocks 
from the original boot disc and copying this data to a CD-R, it might be 
a violation of the license agreement we signed. I'm not sure whether 
it's already illegal to do this for personal use (to save downloading 
time during development). But certainly Sony doesn't want these CD-R's 
be disclosed to third parties (as would be the case if I gave a copy of 
my latest demo to a friend, who is not a Net Yaroze member). 


VVVVVVVVVVVVVV VV VV 


Wouldn't it be possible to boot up the Yaroze from the boot CD, then take the CD 
out and put in your CD-R containing all the game data and graphics. Then use 
CdReadFile(...) etc to load in data off the CD-R. Haven't tried this - would it 
work? 


Alternatively, if you have Codewarrior, you can use the MWDebugIO.lib functions to 
load in graphics and whatever from the PC/Mac at run-time, as and when required. 
That way, Net Yaroze members could produce and distribute much larger games. This 
definitely works if the data is on the host machine's hard drive - haven't tried 
using the Codewarrior functions to read from the computer's CD drive yet. 


Phil 


—-MESSAGE FILE 2604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01308 


-—-MESSAGE FILE 2605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001309 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 12:52:31 GMT 

Organization: Reichardt Informatik AG 

Lines: 35 

Message-ID: <3599db5a.22105475@news.reichardt.ch> 

References: <6n71lclS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> 

NNTP-Posting-Host: empty174.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Tue, 30 Jun 1998 12:59:46 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


> Wouldn't it be possible to boot up the Yaroze from the boot CD, then take the CD 
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> out and put in your CD-R containing all the game data and graphics. Then use 
> CdReadFile(...) etc to load in data off the CD-R. Haven't tried this - would it 
> work? 


An unmodified black PlayStation will only read from black discs due to 
the copy protection. You could boot a gray PlayStation with MOD chip 
from the original boot discs (access card required), download your 
executable using siocons. While the program is running, you can change 
the discs. The gray PlayStation can then read from CD-R (of suitable 
format) and your executable may load any data files using CdReadFile(). 


Alternatively, if you have Codewarrior, you can use the MWDebugIO.lib functions to 
load in graphics and whatever from the PC/Mac at run-time, as and when required. 
That way, Net Yaroze members could produce and distribute much larger games. This 
definitely works if the data is on the host machine's hard drive - haven't tried 
using the Codewarrior functions to read from the computer's CD drive yet. 


VV V V V 


First of all, not all members are working with CodeWarrior. They would 
not be able to run your program. 


And since the transfer is done using serial communication, the transfer 
rate is limited to 115200 bps which is about 14 kB/s. This can be 
terribly slow if your program uses large data files. Loading from disc 
is way faster: AFAIK, the drive does more than 200 kB/s. 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

--MESSAGE FILE 2605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01309 


--MESSAGE FILE 2606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001310 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 08:00:59 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35989a97.17232182@news.scea.sony.com> 

References: <35979427.1E01015C@easynet.co.uk> <35983f30.89235794@news.scea.sony.com> 
<3598B04E.D8578BlA@easynet.co.uk> 

NNTP-Posting-Host: client-119-25.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Cheeky sod - I did! That's why I dislike 3D polygon games and love the old 
>sprite-based games. 


I have been called a lot of things in my life, but cheeky sod? [BG] 
Well hey, to each his own, there are a dozen great compos of the ole' 
classics, go for it. I enjoy a good bout of Pac Man my self from time 
to time... And I have all the Zorks on my PC, I just can't bring my 
self not to have them around. 


-Matt 


--MESSAGE FILE 2606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01310 


--MESSAGE FILE 2607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001311 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: 30 Jun 1998 13:47:30 GMT 


Net Yaroze newsgroups message dump.txt 


Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <01bda42d$58752e00Sf30b0a0a@Angelal.intelligent-—group.com> 
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References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 


C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> 
NNTP-Posting-Host: d2-s32-135-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Daniel Hartmeier <daniel@reichardt.ch> wrote in article 
<3599db5a.22105475@news.reichardt.ch>... 

> On Tue, 30 Jun 1998 12:59:46 +0100, Philip Gooch <philg@easynet.co.uk> 
> wrote: 

> 

> > Wouldn't it be possible to boot up the Yaroze from the boot CD, then 
take the CD 

> > out and put in your CD-R containing all the game data and graphics. 
Then use 


> > CdReadFile(...) etc to load in data off the CD-R. Haven't tried this 
would it 

> > work? 

> 

> An unmodified black PlayStation will only read from black discs due to 
> the copy protection. You could boot a gray PlayStation with MOD chip 

> from the original boot discs (access card required), download your 

> executable using siocons. While the program is running, you can change 
> the discs. The gray PlayStation can then read from CD-R (of suitable 

> format) and your executable may load any data files using CdReadFile(). 


Blue tack. You can swap the CD in a Yaroze after it's booted without 
chipping it 
if it doesn't notice you swapped CD's on it. 


Craig. 


—-MESSAGE FILE 2607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01311 


-—-MESSAGE FILE 2608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001312 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 14:25:25 GMT 

Organization: Reichardt Informatik AG 

Lines: 16 

Message-ID: <3599f452.28497607@news.reichardt.ch> 


References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <01bda42d$58752e00S£f£30 


b0Oa0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: empty223.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On 30 Jun 1998 13:47:30 GMT, "Craig Graham" 
<c_graham@hinge.mistral.co.uk> wrote: 


> Blue tack. You can swap the CD in a Yaroze after it's booted without chipping it 


> if it doesn't notice you swapped CD's on it. 


If it doesn't notice a disc change, when does it read the new table of 
contents? If the TOC of the new disc is not read, how can CdSearchFile() 
succeed? Have you actually tried this? 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 


Net Yaroze newsgroups message dump.txt Page 1648 


—-MESSAGE FILE 2608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01312 


—-MESSAGE FILE 2609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001313 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: 30 Jun 1998 15:44:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01lbda43dSaf477ca0S$f30b0a0a@Angelal.intelligent-group.com> 

References: <6n71clS4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <01bda42d$58752e00S£f30 
bOa0a@Angelal.intelligent-group.com> <3599f452.28497607@news.reichardt.ch> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Daniel Hartmeier <daniel@reichardt.ch> wrote in article 
<3599f452.28497607@news.reichardt.ch>... 

> On 30 Jun 1998 13:47:30 GMT, "Craig Graham" 

> <c_graham@hinge.mistral.co.uk> wrote: 

> 

> > Blue tack. You can swap the CD in a Yaroze after it's booted without 
chipping it 


> > if it doesn't notice you swapped CD's on it. 

> 

> If it doesn't notice a disc change, when does it read the new table of 
> contents? If the TOC of the new disc is not read, how can CdSearchFile() 
> succeed? Have you actually tried this? 


No. I use ARS to load files from the PC on the fly - it's cheaper than 
burning 

CD's all the time (and quicker to). I've got a feeling that CdSearchFile() 
re-reads the 

TOC though... 


Craig. 


—-MESSAGE FILE 2609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01313 


—-MESSAGE FILE 2610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001314 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 17:01:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35990BCB.576C9429@easynet.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Daniel Hartmeier wrote: 


> > Alternatively, if you have Codewarrior, you can use the MWDebugIO.lib functions 
to 
> > load in graphics and whatever from the PC/Mac at run-time, as and when required 


> > That way, Net Yaroze members could produce and distribute much larger games. Thi 
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> definitely works if the data is on the host machine's hard drive - haven't tried 
> using the Codewarrior functions to read from the computer's CD drive yet. 


First of all, not all members are working with CodeWarrior. They would 
not be able to run your program. 


VV V V V VO 


Hang on, are you saying that if I create a Yaroze executable with Codewarrior and ma 


use of MWopen(...), MWread(...), then anyone trying to run this without having 
Codewarrior on their PC/Mac won't be able to run it? 


That's completely wrong. All anyone who wanted to run the executable would need to d 
° 

would be to make sure they remain connected to the PC via the serial link while play 
ing 
the game. 


Phil 


—-MESSAGE FILE 2610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01314 


--MESSAGE FILE 2611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001315 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 17:27:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35991205.4332EFDC@ndirect.co.uk> 

References: <6n71lclS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-39.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Philip Gooch wrote: 


> Hang on, are you saying that if I create a Yaroze executable with Codewarrior and 
make 


> use of MWopen(...), MWread(...), then anyone trying to run this without having 
> Codewarrior on their PC/Mac won't be able to run it? 
> 


> That's completely wrong. All anyone who wanted to run the executable would need to 
do 

> would be to make sure they remain connected to the PC via the serial link while pl 

aying 

> the game. 


Have you tried it? I use CW, and when I tried to run the executable from siocons th 
e file 
access didn't work. Do you not need PSComUtil to use MWbload() etc? 


Herbs 


-—-MESSAGE FILE 2611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01315 
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—-MESSAGE FILE 2612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001316 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 16:47:27 GMT 

Organization: Reichardt Informatik AG 

Lines: 26 

Message-ID: <3599158b.2586248@news.playstation.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> 

NNTP-Posting-Host: empty218.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Tue, 30 Jun 1998 17:01:15 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


> Hang on, are you saying that if I create a Yaroze executable with Codewarrior and 
make 

> use of MWopen(...), MWread(...), then anyone trying to run this without having 

> Codewarrior on their PC/Mac won't be able to run it? 


Yes, exactly. 


> That's completely wrong. All anyone who wanted to run the executable would need to 
do 

> would be to make sure they remain connected to the PC via the serial link while pl 

aying 

> the game. 


If CodeWarrior's PSComUtil is not running on their PC, where will your 
program get the data from? You are not going to spread copies of 
PSComUtil, are you? ;-) 


I don't know what happens if SIOCONS is running on the PC, but I don't 
think that it will handle all requests from a CodeWarrior program. 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 2612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01316 


-—-MESSAGE FILE 2613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001317 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 16:59:51 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <359951C7.82043C48@mail.datasys.net> 

References: <6n71clS4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <01bda42d$58752e00Sf30 
bOa0a@Angelal.intelligent-group.com> <3599f452.28497607@news.reichardt.ch> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-4.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Daniel Hartmeier wrote: 
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> If it doesn't notice a disc change, when does it read the new table of 
> contents? If the TOC of the new disc is not read, how can CdSearchFile() 
> succeed? Have you actually tried this? 


I've tried it and it worked perfectly. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 2613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01317 


-—-MESSAGE FILE 2614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001318 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 23:54:07 +0100 

Organization: philg@easynet.co.uk 

Lines: 24 

Message-ID: <35996C8A.E080D423@easynet.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Daniel Hartmeier wrote: 


If CodeWarrior's PSComUtil is not running on their PC, where will your 
program get the data from? You are not going to spread copies of 
PSComUtil, are you? ;-) 


I don't know what happens if SIOCONS is running on the PC, but I don't 
think that it will handle all requests from a CodeWarrior program. 


VVVVVVVV 


Sorry Daniel, you're absolutely correct. The Codewarrior manual states that 'SIOCONS 
does 
not understand the executable file format used by Codewarrior' 


Bugger. So even if I don't make use of MWDebugIO, I'm still limited to distributing 
my 

executables to members with Codewarrior, or I have to recompile using the GNU compil 
er so 

others can use it. 


There must be a solution to this. 

Phil 

—-MESSAGE FILE 2614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01318 


—-MESSAGE FILE 2615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001319 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Wed, 1 Jul 1998 01:31:54 +0100 

Organization: Backroom Software Ltd. 

Lines: 49 

Message-ID: <6nc0alSsub8@chuka.playstation.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> 
NNTP-Posting-Host: usera868.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>Sorry Daniel, you're absolutely correct. The Codewarrior manual states that 
"SIOCONS does 

>not understand the executable file format used by Codewarrior' 

> 

It must understand the important bits, since if you download the little 
"scrolly.exe' demo (38K) from my page, built with code-warrior, and run a 
simple little 'auto' script for SIOCONS, all works fine. 

The little 'auto' file looks like this 


load load scrolly.exe 
go 


get scrolly.exe at 
http://www.netyaroze-europe.com/~steved/ftp/demos/scrolly.exe and see if 
your SIOCONS works. 


Steve 


Philip Gooch wrote in message <35996C8A.E080D423@easynet.co.uk>... 
> 


> 
>Daniel Hartmeier wrote: 


>> If CodeWarrior's PSComUtil is not running on their PC, where will your 
>> program get the data from? You are not going to spread copies of 
>> PSComUtil, are you? ;-) 


>> 

>> I don't know what happens if SIOCONS is running on the PC, but I don't 
>> think that it will handle all requests from a CodeWarrior program. 

> 


>Sorry Daniel, you're absolutely correct. The Codewarrior manual states that 
"SIOCONS does 

>not understand the executable file format used by Codewarrior' 

> 

>Bugger. So even if I don't make use of MWDebugIO, I'm still limited to 
distributing my 

>executables to members with Codewarrior, or I have to recompile using the 
GNU compiler so 

>others can use it. 

> 

>There must be a solution to this. 

> 

>Phil 

> 


—-MESSAGE FILE 2615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01319 


-—-MESSAGE FILE 2616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001320 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Net Yaroze chatroom! 

Date: 01 Jul 1998 11:59:20 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Sender: thutton@TECH10 

Message-ID: <uk95y501z.fsf@cybec.com.au> 

References: <3591221A.D45@writeme.com> <359888b9.953200@news.reichardt.ch> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


daniel@reichardt.ch (Daniel Hartmeier) writes: 

On Wed, 24 Jun 1998 16:58:20 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 

> Don't be shy - come and join in! 


If I load your page using Netscape Navigator 4.03 (Java and JavaScript 
enabled), I get the following error: 


http: //www.netyaroze-europe.com/~mrfrosty/chat/index-.html 


Applet ParaChat can't start: class ParaChat got a security violation: 
security. Could not resolve IP for host memberchat.xoom.co 


VVVVVVVVVVVVV VV 


I'm behind a company firewall, is this a problem? 


Being behind firewall shouldn't prevent you from being able to resolve 
the IP for a hostname unless it's an extremely strict firewall, but it 
most likely will prevent you from connecting to the chat site anyway. 


If you have a proxy machine, or SOCKS server outside the firewall you 
may be able to get it going though I wouldn't have a clue where to 
Startins 


Toby. 
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—-MESSAGE FILE 2616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01320 


—-MESSAGE FILE 2617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001321 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Tue, 30 Jun 1998 22:01:51 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <3599988F .A49F882D@mail.datasys.net> 


References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 


uk> <6ncOalSsub8@chuka.playstation.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-4.r7.ncbldw.InfoAve.Net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Steve Dunn wrote: 
> load load scrolly.exe 
> go 


ջ 
"load load scrolly.exe"? I use the command "LOCAL load <filename>". 


I've never seen "load load". Did you make a typo, or is that what you 
really got? 
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"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 2617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01321 


—-MESSAGE FILE 2618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001322 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Tue, 30 Jun 1998 21:26:37 -0700 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <3599BA7D.6AA6945D@sinclair.net> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Philip Gooch wrote: 


> 

> Steve Tolin wrote: 

> 

> > Well, well, well... Although SOTN is simply a phenominal game in 2D.. I 
> > wouldn't diss Castlevania 64 in the least. That game will set a new 

> > standard.. just remember everything that is being done for Metal Gear 

> > Solid will be done better for Castlevania 64.. in beautilful 3D... 

>> 

> > Definitely a game that deserves a 3D incarnation.. 


I'm waiting to play it before I pass judgement on that. But here you 
are contradicting what you say below - this is adding 3d to a 2d game 
just because it can be done. 


> I think this is the problem these days. Great 2D games are being given the 3D 
> treatment but it adds nothing to the gameplay. Even Edge magazine, who are 

> always bemoaning the lack of decent gameplay in 3D games, nonetheless 

> continually argue for 'updating' classic 80s games for the 90s, which means 

> take a great 2D game and ruin it by making it a 3D polygon affair. 


3D can definitely add to the gameplay - just look at Mario 64. It took 
a 2D game and made it into a new classic. And then there are games 
designed around 3d - those can be great. Tomb Raider is a good example 
of this - it makes full use of 3D to create a new, fun type of game. It 
was a game in which they said "we've got this great game forming, now 
let's add a cool, sexy character"; they almost literally said that. 

What they said was "If you are looking at someone's bum for a long time, 
might as well make it a good looking bum." ^_^ 


3D games are just like 2D games, they can be good, or they can be bad. 


Depends on the designers, programmers, musicians - all that. And that's 
us. It's our job to make them into good games. 
> 


> But that's just my opinion. I'd just rather play Zork or The Hobbit than Tomb 
> Raider! 


Uh, the Hobbit? Like, for SNES?! The game sucked! Zork, however, is 
cool enough. But now you are getting into another realm - maybe 
graphics suck, text rules! If 3D sucks, then 2D can't be any good 
either. Too advanced, too much freedom. 
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= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01322 


—-MESSAGE FILE 2619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001323 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Wed, 01 Jul 1998 06:32:20 GMT 

Organization: Reichardt Informatik AG 

Lines: 25 

Message-ID: <3599d64e.1739921@news.reichardt.ch> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> 

NNTP-Posting-Host: empty200.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Tue, 30 Jun 1998 23:54:07 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


> Sorry Daniel, you're absolutely correct. The Codewarrior manual states that 'SIOCO 
NS does 
> not understand the executable file format used by Codewarrior' 


It doesn't have to understand it, it just has to download the file. 
Maybe the GNU debugger (does such a thing exist?) will not work properly 
with CodeWarrior executables, I never tried that. But CodeWarrior 
creates regular PSX-EXE files. 


> Bugger. So even if I don't make use of MWDebugIO, I'm still limited to distributin 
g my 

> executables to members with Codewarrior, or I have to recompile using the GNU comp 
iler so 

> others can use it. 


You can download and run CodeWarrior executables with SIOCONS. Just 
don't use the MWDebugIO functions, as they will fail if PSComUtil is not 
running on the PC. 


Regards, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 2619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01323 


-—-MESSAGE FILE 2620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001324 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: The Net Yaroze chatroom! 

Date: Wed, 01 Jul 1998 07:02:28 GMT 
Organization: Reichardt Informatik AG 

Lines: 30 

Message-ID: <359adb23.2976419@news.reichardt.ch> 
References: <3591221A.D45@writeme.com> <359888b9.953200@news.reichardt.ch> <uk95y5o1 
z.fsf@cybec.com.au> 

NNTP-Posting-Host: empty200.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On 01 Jul 1998 11:59:20 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
> Being behind firewall shouldn't prevent you from being able to resolve 


> the IP for a hostname unless it's an extremely strict firewall, but it 
> most likely will prevent you from connecting to the chat site anyway. 


Well, that firewall is as strict as I tell it to be :-) 


> If you have a proxy machine, or SOCKS server outside the firewall you 
> may be able to get it going though I wouldn't have a clue where to 
> start... 


Now I get into that chat screen, but after entering my name and pressing 
Connect Now, I get this: 


Trying TCP connection to memberchat.xoom.com: 8900 

TCP Connection failed 

Disconnected: 

Could not connect to server memberchat.xoom.com: 8900 
Sorry, network connection failed. Please try again later. 


The request never even shows up in the list of my connections, so it 
can't possible succeed. I think that java script isn't perfect. 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

-—-MESSAGE FILE 2620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01324 


-—-MESSAGE FILE 2621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001325 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Yaroze Dev FAQ 

Date: Wed, 1 Jul 1998 08:54:24 +0100 

Organization: Backroom Software Ltd. 

Lines: 26 

Message-ID: <6ncq7nSsubl0@chuka.playstation.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <6ncOalSsub8@chuka.playstation.co.uk> <3599988F.A49F882D@mail.datasys.net> 
NNTP-Posting-Host: usera970.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


sorry, it's a typ-oh! 
Steve 


Darco wrote in message <3599988F .A49F882D@mail.datasys.net>... 
>Steve Dunn wrote: 

>> load load scrolly.exe 

>> go 
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> 

>? 

> 

>"load load scrolly.exe"? I use the command "LOCAL load <filename>". 
>I've never seen "load load". Did you make a typo, or is that what you 
>really got? 

> 

>—— 

>'Darco 

>darco@NOSPAM@bigfoot.com 

> 

>(Replace "@NOSPAM@" with an "@" to email me) 

> 

>UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
>Voria: http://www.datasys.net/users/stu/rquat/voria 

>PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


—-MESSAGE FILE 2621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01325 


—-MESSAGE FILE 2622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001326 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Wed, 01 Jul 1998 09:03:24 +0100 

Organization: DMA Design Ltd 

Lines: 15 

Message-ID: <3599ED4C.45D@dma-—design.com> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> <3599BA 
7D.6AA6945D@sinclair.net> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Joshua Meeds wrote: 


> 

> Uh, the Hobbit? Like, for SNES?! The game sucked! Zork, however, is 
> cool enough. But now you are getting into another realm - maybe 

> graphics suck, text rules! If 3D sucks, then 2D can't be any good 

> either. Too advanced, too much freedom. 


That'll be The Hobbit for the Spectrum, a text adventure :-) One of the 
most revered games in the UK IMO. Ahead of its time in scope & design, 
let down by the technology at the time. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 2622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01326 


—-MESSAGE FILE 2623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001327 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 1 Jul 1998 08:59:46 +0100 

Organization: Backroom Software Ltd. 

Lines: 46 

Message-ID: <6ncqhpSsub11@chuka.playstation.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
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ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> 

NNTP-Posting-Host: usera970.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


With reference to previous threads regarding the 'bare minimum' tools 
support for the Yaroze. 

Most tools are still ina 'beta' state, with little or no updates. Perhaps 
the source to these tools could be released so members can do a bit of DIY 
work, as it looks at the moment like were not going to get ANY updates to 
the tools available. 

Anyone else share this opinion? 

I'd certainly be prepared to help 'better' the current tools available. 
Perhaps an SIOCONS variant that understood the MW file serving protocol. 
This shouldn't be too difficult, and would certainly 'unite' the great 
divide between Metrowerks and GNU users. 


Steve 


Daniel Hartmeier wrote in message <3599d64e.1739921@news.reichardt.ch>... 
>On Tue, 30 Jun 1998 23:54:07 +0100, Philip Gooch <philg@easynet.co.uk> 
>wrote: 

> 

>> Sorry Daniel, you're absolutely correct. The Codewarrior manual states 
that 'SIOCONS does 

>> not understand the executable file format used by Codewarrior' 

> 

>It doesn't have to understand it, it just has to download the file. 
>Maybe the GNU debugger (does such a thing exist?) will not work properly 
>with CodeWarrior executables, I never tried that. But CodeWarrior 
>creates regular PSX-EXE files. 

> 

>> Bugger. So even if I don't make use of MWDebugIO, I'm still limited to 
distributing my 

>> executables to members with Codewarrior, or I have to recompile using the 
GNU compiler so 

>> others can use it. 

> 

>You can download and run CodeWarrior executables with SIOCONS. Just 
>don't use the MWDebugIO functions, as they will fail if PSComUtil is not 
>running on the PC. 

> 

>Regards, 

>—— 

>Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 

> 

>"The woods are lovely, dark and deep. But I have promises to keep, 

>And lines to code before I sleep, And lines to code before I sleep." 


—-MESSAGE FILE 2623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01327 


—-MESSAGE FILE 2624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001328 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 01 Jul 1998 11:14:01 +0100 

Organization: Intelligent Research 

Lines: 39 

Message-ID: <359A0BE9.D5382E24@hinge.mistral.co.uk> 

References: <6n71lclS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 


X-Mailer: 


Mozilla 4.03 [en] (Win95; I) 


Steve Dunn wrote: 


support 


VVVVVV 


Yeah, the 
matter. 


With reference to previous threads regarding the 'bare minimum' tools 


for the Yaroze. 


Most tools are still ina 'beta' state, with little or no updates. Perhaps 
the source to these tools could be released so members can do a bit of DIY 
work, as it looks at the moment like were not going to get ANY updates to 
the tools available. 


source for RsdTool would have been a big help. And TIMtoolfor that 


> Anyone else share this opinion? 
> I'd certainly be prepared to help 'better' the current tools available. 


There's a 


> Perhaps 


few people doing just that (you and me amongst them Steve). 


an SIOCONS variant that understood the MW file serving protocol. 


You can actually download the source for SIOCONS. You can also downloadthe 
source for the Yaroze version of GDB - I did, when I was thinking about 

doing a new debugger - don't have the time though, and got wrapped up in 
RsdAnim anyway (BTW. did you try building that new source I sent you? It 

won't build correctly 'coz I forgot to send you the new version of my Direct3D 
Texture interface library). 


> This shouldn't be too difficult, and would certainly 'unite' the great 
> divide between Metrowerks and GNU users. 


ARS works 
the great 
own cable 


> Steve 
> 


Craig. 


—-MESSAGE 
01328 


—-MESSAGE 
0001329 


with GNU you know Steve, just got to evangelise a bit moreto convert 
unwashed masses of Yaroze users - maybe I need my 
show ;) 


FILE 2624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


FILE 2625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 


Date: Wed, 


01 Jul 1998 12:40:42 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 27 


Message-ID: <359A203A.58123CABGeasynet.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


X-Mailer: 


Mozilla 4.05 [en] (Win95; I) 


Steve Dunn wrote: 


> With reference to previous threads regarding the 'bare minimum' tools 


> support 


for the Yaroze. 


> Most tools are still in a 'beta' state, with little or no updates. Perhaps 


Net Yaroze newsgroups message dump.txt Page 1660 


the source to these tools could be released so members can do a bit of DIY 
work, as it looks at the moment like were not going to get ANY updates to 
the tools available. 

Anyone else share this opinion? 

I'd certainly be prepared to help 'better' the current tools available. 
Perhaps an SIOCONS variant that understood the MW file serving protocol. 
This shouldn't be too difficult, and would certainly 'unite' the great 
divide between Metrowerks and GNU users. 


VVVVVVVV V 


This is definitely what's needed. If SIOCONS supported the on-the-fly data 
loading available with the Metrowerks libraries this would be great. 


On a related note, if I produce a game that makes use of MWDebugIO.lib, and I 
want to enter it for Sony's monthly cover CD competition, what can I do? Would I 
need to use the _DEBUG_IO switch to activate the standard OS open(), read() etc 
functions for the CD version? 


Phil 


-—-MESSAGE FILE 2625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01329 


-—-MESSAGE FILE 2626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001330 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Wed, 01 Jul 1998 12:52:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <359A22FB.D3FDCCA7@easynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> <3599BA 
7D. 6AA6945D@sinclair.net> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Joshua Meeds wrote: 


I'm waiting to play it before I pass judgement on that. But here you 
are contradicting what you say below - this is adding 3d to a 2d game 
just because it can be done. 


> Philip Gooch wrote: 

>> 

> > Steve Tolin wrote: 

>> 

> > > Well, well, well... Although SOTN is simply a phenominal game in 2D.. I 
> > > wouldn't diss Castlevania 64 in the least. That game will set a new 

> > > standard.. just remember everything that is being done for Metal Gear 
> > > Solid will be done better for Castlevania 64.. in beautilful 3D... 
>>> 

> > > Definitely a game that deserves a 3D incarnation.. 

> 

> 

> 

> 


No contradiction - the first bit was Steve, the bit below (not repeated here) was 
my reply 


Uh, the Hobbit? Like, for SNES?! The game sucked! Zork, however, is 
cool enough. But now you are getting into another realm - maybe 
graphics suck, text rules! If 3D sucks, then 2D can't be any good 
either. Too advanced, too much freedom. 


V N S AN 


Can't comment on the SNES version. The ZX Spectrum version was fantastic. In the 
UK, it was the adventure game against which all others were judged, for some time. 
Minimal graphics, but perfect because, combined with the text, they evoked an 
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atmosphere. 


Graphics only suck if they're only there to hide lack of gameplay. Games like 
Rascal and Gex3D come to my mind here - running, jumping and picking up power ups 
is boring whether its done in 3D or 2D. 


Phil 


-—-MESSAGE FILE 2626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01330 


-—-MESSAGE FILE 2627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001331 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Wed, 01 Jul 1998 12:59:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <359A24AE. 9BD2B264@easynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> <3599BA 
7D.6AA6945D@sinclair.net> <3599ED4C.45D@dma-design. com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Brian Baird wrote: 


Joshua Meeds wrote: 

> 

> Uh, the Hobbit? Like, for SNES?! The game sucked! Zork, however, is 
> cool enough. But now you are getting into another realm - maybe 

> graphics suck, text rules! If 3D sucks, then 2D can't be any good 

> either. Too advanced, too much freedom. 


That'll be The Hobbit for the Spectrum, a text adventure :-) One of the 
most revered games in the UK IMO. Ahead of its time in scope & design, 
let down by the technology at the time. 


VVVVVVVV VV 


Even now, people are still finding out weird things you can do in the 
Hobbit. Mainly they were bugs, but often hilarious ones (like killing 
Elrond, carrying him to the goblin's crack and throwing his body at the 
goblins when they appeared, or telling Thorin to climb into the chest and 
then shutting him in it, and then returning later to let him out, only to 
find a pile of bones). Because it was a text adventure you could do this - 
it would be hard to have a graphics engine which allowed the character such 
a degree of freedom. 


And GTA is so successful because you put the emphasis on gameplay rather 
than the graphics. 

Remember Skool Daze? It was in a way like the Spectrum forerunner of GTA - 
simple graphics, but the gameplay was great - you could just about do 
whatever you want. The fun was discovering all the little things you could 
do which had nothing to do with the overall objectives of the game. 


Cheers 
Phil 


—-MESSAGE FILE 2627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01331 


—-MESSAGE FILE 2628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001332 
Path: chuka.playstation.co.uk!news 
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From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 1 Jul 1998 13:00:26 +0100 

Organization: Backroom Software Ltd. 

Lines: 56 

Message-ID: <6nd815Ssub12@chuka.playstation.co.uk> 

References: <6n71lclS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> <359 
A203A.58123CAB@easynet.co.uk> 
NNTP-Posting-Host: userk355.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>On a related note, if I produce a game that makes use օք MWDebugIO.lib, and 
1 

>want to enter it for Sony's monthly cover CD competition, what can I do? 
Would I 

>need to use the _DEBUG_IO switch to activate the standard OS open(), read() 
etc 

>functions for the CD version? 

> 

Bearing in mind SIOCONS can load CW exes, I'd suggest just before releasing 
your code, to incorporate all files that need loading as static data in your 
source. Theres a tool 'bin2hex' that will do this. Օք course, if your 
files exceed the amount of memory, you're stuffed. 

bin2hex is available at http://www.netyaroze-europe.com/~steved To run it, 
just give it a name of a file, like alien.tim and stream the output toa 
filename of your choice, then simply include that filename in your build. 
You can stream any amount of data into one source file. 


Steve 


Philip Gooch wrote in message <359A203A.58123CAB@easynet.co.uk>... 

> 

> 

>Steve Dunn wrote: 

> 

>> With reference to previous threads regarding the 'bare minimum' tools 

>> support for the Yaroze. 

>> Most tools are still in a 'beta' state, with little or no updates. 
Perhaps 

>> the source to these tools could be released so members can do a bit of 
DIY 

>> work, as it looks at the moment like were not going to get ANY updates to 
>> the tools available. 

>> Anyone else share this opinion? 

>> I'd certainly be prepared to help 'better' the current tools available. 
>> Perhaps an SIOCONS variant that understood the MW file serving protocol. 
>> This shouldn't be too difficult, and would certainly 'unite' the great 

>> divide between Metrowerks and GNU users. 

>> 

> 

>This is definitely what's needed. If SIOCONS supported the on-the-fly data 
>loading available with the Metrowerks libraries this would be great. 
> 
>On a related note, if I produce a game that makes use օք MWDebugIO.lib, and 
1 
>want to enter it for Sony's monthly cover CD competition, what can I do? 
Would I 

>need to use the _DEBUG_IO switch to activate the standard OS open(), read() 
etc 

>functions for the CD version? 

> 

>Phil 

> 


—-MESSAGE FILE 2628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01332 


—-MESSAGE FILE 2629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001333 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 01 Jul 1998 14:47:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <359A3DFD.403AB4Bl1@easynet.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> <359 
A203A.58123CAB@easynet.co.uk> <6nd815Ssub12@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Dunn wrote: 


> 

Bearing in mind SIOCONS can load CW exes, I'd suggest just before releasing 
your code, to incorporate all files that need loading as static data in your 
source. Theres a tool 'bin2hex' that will do this. Օք course, if your 
files exceed the amount of memory, you're stuffed. 

bin2hex is available at http://www.netyaroze-europe.com/~steved To run it, 
just give it a name of a file, like alien.tim and stream the output toa 
filename of your choice, then simply include that filename in your build. 
You can stream any amount of data into one source file. 


VVVVVVVVV VV 


Like in the test program at the back of the Start Up guide, where all their ball 
TIM data is stored in ball.c (although they separated the texture from the clut 
data)? Though they stored their data in an array - is this what I would need to 
do? 


This is a great idea though. Thanks Steve. 


Phil 


-—-MESSAGE FILE 2629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01333 


-—-MESSAGE FILE 2630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001334 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 01 Jul 1998 14:52:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <359A3F13.5AD1DE2D@easynet.co.uk> 

References: <6n71lclS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> <359 
A203A.58123CAB@easynet.co.uk> <6nd815Ssub12@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Dunn wrote: 


> 

>On a related note, if I produce a game that makes use of MWDebugIO.lib, and 
1 

>want to enter it for Sony's monthly cover CD competition, what can I do? 
Would I 

>need to use the _DEBUG_IO switch to activate the standard OS open(), read() 
etc 

>functions for the CD version? 

> 

Bearing in mind SIOCONS can load CW exes, I'd suggest just before releasing 
your code, to incorporate all files that need loading as static data in your 
source. Theres a tool 'bin2hex' that will do this. Օք course, if your 
files exceed the amount of memory, you're stuffed. 

bin2hex is available at http://www.netyaroze-europe.com/~steved To run it, 
just give it a name of a file, like alien.tim and stream the output to a 
filename of your choice, then simply include that filename in your build. 
You can stream any amount of data into one source file. 


VVVVVVVVVVVVV VV VV 


Steve - ignore my previous post. This works like a charm. Would you be willing 
to release the source code so that I can produce a Mac version (I assume it's 
written in standard C?) 


Phil 


—-MESSAGE FILE 2630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01334 


—-MESSAGE FILE 2631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001335 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 1 Jul 1998 14:56:40 +0100 

Organization: Backroom Software Ltd. 

Lines: 105 
Message-ID: <6ndffbSsub13@chuka.playstation.co.uk> 

References: <6n71lclS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
նք» <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> <359 
A203A.58123CAB@easynet.co.uk> <6nd815Ssub12@chuka.playstation.co.uk> <359A3F13.5AD1D 
E2D@easynet.co.uk> 

NNTP-Posting-Host: userk480.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


#include <stdlib.h> 
#include <stdio.h> 
#include <string.h> 


void usage( ) ; 
char* pFilename ; 
void main(int argc, char* argv[]) 


{ 


FILE* fpIn 


վ 
Z 
q 
a 
ra 


char* pMem 


վ 
Z 
G 
Է" 
Է' 


if (argc < 2 ) 
usage (); 
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pFilename = argv[1l; 

int nWidth = argv[2] ? atoi(argv[2]) : 10 ; 
if(!(fpIn = fopen(pFilename, "rb") ) ) 

{ 

printf("Cannot open input file!\n"); 

exit (1); 

} 


fseek( fpIn, 0, SEEK_END ) ; 


long 15126 = ftell( fpIn ) ; 

fseek( fpIn, 0, SEEK_SET ) ; 

pMem = (char*)malloc( 1Size ) ; 

if ( (long)fread( pMem, sizeof(char), 15126, fpIn ) != 15126 ) 


{ 


printf("file error !\n" ) 


exit( 1) ; 
} 
printf ("unsigned char data[] = {") ; 
for ( long 1 = 0 : 1 Հ 1Size p 1++ ) 
{ 
if ( 1 5 nWidth == 0) 
printf("\n" ) ; 
printf ("0x%02x", * (unsigned char*) (pMem+1) ) ; 
if ( 1 != 1Size-1 ) 
printf (r ) + 
PEINCE(T TOR? 


} 
printf("\n};\n") ; 
fclose( քթլո ) ; 


} 


void usage (void) 
{ 
printf( "bin2hex by Steve Dunn\n"); 
printf( "Converts binary files to hex text\n" 
"for inclusion in source files.\n\n"); 
printf( "USAGE: bin2hex file [width=10] [>> outfile]\n\n" ) ; 
exit (1); 
) 


Philip Gooch wrote in message <359A3F13.5AD1DE2DQeasynet.co.uk>... 

> 

> 

>Steve Dunn wrote: 

> 

>> > 

>> >On a related note, if I produce a game that makes use of MWDebugIO.lib, 
and 

>> I 

>> >want to enter it for Sony's monthly cover CD competition, what can I do? 
>> Would I 

>> >need to use the _DEBUG_IO switch to activate the standard OS open(), 
read () 

>> etc 

>> >functions for the CD version? 

>> > 

>> Bearing in mind SIOCONS can load CW exes, I'd suggest just before 
releasing 
>> your code, to incorporate all files that need loading as static data in 
your 

>> source. Theres a tool 'bin2hex' that will do this. Օք course, if your 
>> files exceed the amount of memory, you're stuffed. 

>> bin2hex is available at http://www.netyaroze-europe.com/~steved To run 
rty 
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>> just give it a name of a file, like alien.tim and stream the output to a 
>> filename of your choice, then simply include that filename in your build. 
>> You can stream any amount of data into one source file. 

> 

>Steve - ignore my previous post. This works like a charm. Would you be 
willing 

>to release the source code so that I can produce a Mac version (I assume 
it's 

>written in standard C?) 

> 

>Phil 

> 


-—-MESSAGE FILE 2631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01335 


-—-MESSAGE FILE 2632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001336 

Path: chuka.playstation.co.uk!news 

From: "Troy Horton" <oi93@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone Yaroze coders from Nottingham? 

Date: Wed, 1 Jul 1998 18:03:47 +0100 

Organization: Core Design Ltd 

Lines: 6 

Message-ID: <6ndqd8Ssub15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.70.108.2 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Any Yaroze coders in Nottingham? 


Mail me. 
troy@core-design.com 


—-MESSAGE FILE 2632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01336 


-—-MESSAGE FILE 2633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001337 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tool Support (was Re: New Yaroze Dev FAQ) 

Date: Wed, 01 Jul 1998 21:31:08 +0100 

Organization: The PC Shop 

Lines: 13 

Message-ID: <359A9C8C.2296ED2Béinfotrade.co.uk> 

References: <6n71clS$4atl@scea> <359e0a8a.18159271@news.playstation.co.uk> <3598D331. 
C33C9DC2@easynet.co.uk> <3599db5a.22105475@news.reichardt.ch> <35990BCB.576C9429@eas 
ynet.co.uk> <3599158b.2586248@news.playstation.co.uk> <35996C8A.E080D423@easynet.co. 
uk> <3599d64e.1739921@news.reichardt.ch> <6ncqhpSsub11@chuka.playstation.co.uk> <359 
AOBE9.D5382E24@hinge.mistral.co.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: 194.74.241.104 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Craig Graham wrote: 


> Yeah, the source for RsdTool would have been a big help. And TIMtoolfor that 
> matter. 
> 


Is Sony still out there. It has been a LONG time since I have seen any updates to ma 
in web page and even the odd reply from a Sony engineer in the 
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news messages has died off lately. 

HELLO! Sony are you out there! 

Ian T. (Alias Victor Meldrew) :0[ 


-—-MESSAGE FILE 2633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01337 


—-MESSAGE FILE 2634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001338 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Wed, 1 Jul 1998 22:17:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <6ne9lgSsub16@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al—-88-118.al.nl> <6mql0nSenm18@chuka.playstation 
-co.uk> <1db4x22.41y7sp119114wN@al-88-116.al.nl> 

NNTP-Posting-Host: client834d.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi 


I am trying to get a group of people to stay at the same place, currently 
there is me, Dennis Brinkhuis, and John Whitmore in this group, we are still 
looking for a place but a hostal is on the cards but the problem is it is 
for 4 people. 


It will cost £23.30 per night, we are thinking of getting it from the 26th 
to the lst, erm, its one room that will be shared by the group, and it 
includes breakfast. 


So we really need one other person, so if you are interested please contact 
me by emailing me at 


nygroup@doodlek.globalnet.co.uk 
Thanks 


Paul 


—-MESSAGE FILE 2634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01338 


—-MESSAGE FILE 2635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001339 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Thu, 02 Jul 1998 02:35:06 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <359B544A. 60@dial.pipex.com> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> 
NNTP-Posting-Host: usern576.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 
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Philip Gooch wrote: 

Steve Tolin wrote: 

Well, well, well... Although SOTN is simply a phenominal game in 2D.. I 
wouldn't diss Castlevania 64 in the least. That game will set a new 


standard.. just remember everything that is being done for Metal Gear 
Solid will be done better for Castlevania 64.. in beautilful 3D... 


VV V V V V 


Definitely a game that deserves a 3D incarnation.. 


I think this is the problem these days. Great 2D games are being given the 3D 
treatment but it adds nothing to the gameplay. Even Edge magazine, who are 
always bemoaning the lack of decent gameplay in 3D games, nonetheless 
continually argue for 'updating' classic 80s games for the 90s, which means 
take a great 2D game and ruin it by making it a 3D polygon affair. 


3D sells because of the initial wow factor, and that's the problem because the 
gameplay can't usually live up to the promise of the graphics. The problem is 
because the graphics are almost always done first, and the game bolted on 
after - 'we've got this great graphics engine, now lets think of a game' or 
"that's a cool/cute/sexy character - let's make a game where the player can 
make him/her run and jump all over the place'. 


VVVVVVVVVVVVVV VV VV VV VV VV 


But that's just my opinion. I'd just rather play Zork or The Hobbit 
Gandalf enters... 
> than Tomb Raider! 


> 
> Phil 


Gandalf leaves! 
—-MESSAGE FILE 2635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01339 


—-MESSAGE FILE 2636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001340 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Thu, 02 Jul 1998 12:43:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <359B7272.F001933Béeasynet.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
.9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> <359B54 
4A.60@dial.pipex.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Chris Chadwick wrote: 


>> 

> > But that's just my opinion. I'd just rather play Zork or The Hobbit 
> 

> Gandalf enters... 

> 

> > than Tomb Raider! 

>> 

> > Phil 

> 

> 


Gandalf leaves! 


Thorin sits down and starts singing about gold... 
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OK the 'AnimAction' feature was a pretty ropy, but still a great game. 
Does nostalgia suck? Probably. 


-—-MESSAGE FILE 2636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01340 


—-MESSAGE FILE 2637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001341 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Thu, 02 Jul 1998 23:17:35 +0100 

Organization: philg@easynet.co.uk 

Lines: 30 

Message-ID: <359CO6FB.468FC16Beeasynet.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-88-118.al.nl> <6mql0nSenm18@chuka.playstation 
.co.uk> <ldb4x22.41ly7sp119114wN@al-88-116.al.nl> <6ne9lgS$sub1l6@chuka.playstation.co. 
uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Paul Bircham wrote: 


> Hi 

> 

> I am trying to get a group of people to stay at the same place, currently 

> there is me, Dennis Brinkhuis, and John Whitmore in this group, we are still 
> looking for a place but a hostal is on the cards but the problem is it is 

> for 4 people. 

> 

> It will cost £23.30 per night, we are thinking of getting it from the 26th 
> to the 1st, erm, its one room that will be shared by the group, and it 

> includes breakfast. 

> 

> So we really need one other person, so if you are interested please contact 
> me by emailing me at 

> 

> nygroup@doodlek.globalnet.co.uk 

> 

> Thanks 

> 

> Paul 


Somewhere else you could try is 
Asis Budget Accommodation, Grays Inn Road, near Kings Cross 
0171 833 9400 


Phil 


--MESSAGE FILE 2637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01341 


—-MESSAGE FILE 2638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001342 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Sean Kennedy" <skennedy@bconnex.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony's grand experiment? 
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Date: 2 Jul 1998 21:28:21 GMT 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <01lbda601$6dca6240$3332d68e@Hackbert.humberc.on.ca> 

References: <357EECC1.97053769@jps.net> <358018A7.26DDE8E0@ndirect.co.uk> <35815177. 
1061924@www.netyaroze-europe.com> <35889716.F514472C@sinclair.net> <3589596F.6CAF286 
8@ndirect.co.uk> <ldawm8b.dt206plijdiiyN@al1-—88-120.al.nl1> 

NNTP-Posting-Host: 142.214.50.51 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1342 scea.yaroze.freetalk 
2796 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldawm8b.dt206plijdiiyN@al-88-120.al.nl>... 

> > I'd like to get some FMV into my 

> games. Anyone else with me on this? 

> 


Yes, me! There is now way to do it by uploading it at this speed. 


> 
> 
> 
> 
> 
> I think that sony should collect all the best work and put it ona 

> blackdisk. Than sell it in shops for a price like maybe 10 pounds. 

> 

Look for the upcoming edition of Playstation Underground. 

This PSX CD based magzine is distributed to those with a PSX {GREY} system 
and the demos and captures and Interveiws are all done in A: FMV, B: PSX 


demo mode code. {libps.a} or C: Live TMD 3D model generator with audio 
track. 


FMV in games. Stay tuned. This may be a demand option that may have to 
enhanced to those members of Yaroze. {Licenced In-line assember module 
call. with a fixed name. Directory structures would be the differentiator} 
This way FMV would not be a hackable item. But one that Yaroze members 
could burn their own Gold CD's with FMV movies on it and the DL code 
modules from Codewarrior live debug environment. 


Note: The probable reason Sony did not wish to have FMV in the first place 
was due to the WebCT filespace constraints. Who wants a 34MB file on the 
Web trying to DL over a 28.8, I DON'T THINK SO... Simpler & cheaper to send 
via smail in CD format. 


Now that most of the Yaroze members have ISP webspace already. Those who 

wish to could make material available. [Use MPEG] that plays on the PC/MAC 

and then play the game on the PSX. Great way to demo.. 

-sean 

--MESSAGE FILE 2638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01342 


--MESSAGE FILE 2639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001343 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Thu, 02 Jul 1998 23:29:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 210 

Message-ID: <359c1725.19716887@www.netyaroze-europe. com> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-—88-118.al.nl> <6mql0nSenm18@chuka.playstation 
.co.uk> <ldb4x22.41ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sub1l6@chuka.playstation.co. 
նք» <359CO6FB.468FC1é6B@easynet.co.uk> 

NNTP-Posting-Host: th-eng09-223.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi just a long post with any info that might help any of you. You seem 
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to have got yourself sorted, so its all a bit late, maybe. One of the 
things that I would ask poiltiely is whether you would want to 
communicate with some of the other non-yaroze members travelling and 


staying in london, so as to give more of a group feeling and whatever. 


Im specifically thinking of one of the other people coming from 
overseas (France). Ive emailed him the info below, but I don't know 
whether hes done anything about it yet. It might be nice if you all 
communicated and he could stay at the same place as you, if not the 
same room! 

The guy is called Karl Sigiscar, and his email is 
ksigiscar@in-visio.fr 


Some addresses and phone numbers for accommodation 


What follows is a list of accommodation found from various 
sources. They are either based in central london, or a few 

are around north london, closer to the location of the course. 
The information is provided as is; hopefuly everything on here 
is correct and they would have rooms for the time of the course, 
but you never know! 


In most cases the international phone codes are given, but for 
anyone who isn't sure, you can convert an international number to 
english by removing the (+44) from the start and replacing it 
with a (0) and vica versa. 


If anyone particularly wants me to check about travel for them 
(ie, although Ive checked most of the sites on a map of london and 
they look accessible, it doesn't gaurantee bus routes and so on) 


YOUTH HOSTEL ACCOMMODATION 


For non YHA / IYHF members you can join at the YHA Adventure 
Shop, 14 Southampton Street, Covent Garden, WC2 (Tel: 0171 836 
1036) @ Covent Garden Tube 

alcohol and smoking prohibited 

male/female segregated dormitories 

advance booking usually required (always in Summer) 


City of London YH 
36 Carter Lane, EC4 
Tel: 0171 236 4965 / Fax 0171 236 7681 
Opposite St Paul's Cathedral. 4-5 bed dorms. 200 beds. (from 
£14) 
St Paul's Tube 


Earl's Court YH 
38 Bolton Gardens, SW5 
Tel: 0171 373 7083 / Fax 0171 835 2034 

Superior to most private hostel accommodation in vibrant 
Earl's Court 

area. 4-16 bed dorms. Kitchen. Breakfast included. Budget 
evening 

meals. Garden. (£17) 
Earl's Court Tube 


Hampstead Heath YH 
4 Wellgarth Rd, NW11 
Tel: 0181 458 9054 / Fax 0181 209 0546 
Big, next to Hampstead Heath park with it's panoramic city 
view. 3-6 
bed dorms. (£14) 
Golders Green Tube 


Highgate Village YH 
84 Highgate West Hill, N6 
Tel: 0181 340 1831 / Fax 0181 341 0376 
In chic and arty Highgate Village. Long walk from tube so bus 
it! 4-16 
bed dorms. (£12) 
Archway Tube or BUS 214 from King's Cross 
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Holland House YH 
Holland Walk, W8 
Tel: 0171 937 0748 / Fax 0171 376 0667 
Good location in wooded Holland Park. Convenient for West End 


& 

City and next door to Notting Hill, Kensington & Chelsea. 
Kitchen & 

cheap restaurant. Lots of school groups! (£17) 

Holland Park or High Street Kensington Tube 


Oxford Street YH 
14 Noel Street, W1 
Tel: 0171 734 1618 / Fax 0171 734 1657 
West End location ensures busy all-year round. 2-4 bed rooms. 
90 
beds. (£17) 
Oxford Circus or Tottenham Court Road Tube 


Rotherhithe YH 
Island Yard, Salter Rd, SE16 
Tel: 0171 232 2114 / Fax 0171 237 2919 
London's biggest hostel. Dead Docklands location but within 


20-30 

mins tube ride of central attractions. 2-10 bed dorms. (from 
£14) 

Rotherhithe Tube 


The following are not youth hostels (YH) 


Martel Guest House 

27 The Ridgeway, Golders Green, London, NW11 8QP 
Tel: +44 181-455-1802 Fax: +44 181 455-4200 
email: pmartel@netcomuk.co.uk 


Hillbrow Hotel 
48-49 Princes Sq, Bayswater W2 4PX 
Tel: 0171 792 2269 
From 35.00 ukp per night. Rooms include colour TV and fridge. 
Includes full 
English breakfast. 


Rasool Court Hotel 
19-21 Penywern Road, Earls Court, London SW5 
Tel: 0171 373 8900 
From 19.00 ukp per night. Colour TV. Most with private 
showers. 


Ramsees Hotel 
33-36 Hogarth Road, Earls Court, London SW5 
Tel: 0171 370 1445 
From 19.00 ukp per night. All rooms witk colour TVs (incl sky 
and sports) and 
direct dialling phones. 


Sim Lodge 
33 Pepys Road, New Cross Gate, London SE14 5SA 
Tel: 0171 652 1111 
From 25.00 ukp per week ! Base for students and backpackers. 


The West Two Hotel 
22-23 Kensington Gardens Square, London W2 
Tel: 0171 221 9171 
Dormitory Rooms. Daily from 7.00 ukp. Weekly from 42.00 ukp. 
Single, double. 
triple and quad rooms available as well. Lounge with Sky TV. 


White House Hotel 

12 Earls Court Square, London SW5 

Tel: 0171 373 5913 

From 14.00 ukp per day. Includes breakfast. 


Caledonian International Backpackers Hostel 
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54-58 Caledonian Rd, Kings Cross, London N1 

Tel: 0171 837 1779 

From 10.00 daily, 60.00 weekly. Breakfast provided. Common 
room, kitchen, 

left luggage, hot shower. 


Mrs B Connolly 
71 Berkshire Gardens, Palmers Green N13 6AA 
Tel: +44 181-888 5573 
TV in all rooms, Garden, Telephone 
1 Single, 1 Double/Twin 
Nearest Underground station: Wood Green 
Nearest railway station: Palmers Green 


Sylvia and Roger Hall 

1 Chinnery Close, Enfield EN1 4AX 

Tel: +44 181-363 3887 

TV in all rooms, Tea and coffee making facilities, Children 


welcome, 
On site car parking, Garden, Ground floor bedrooms, Telephone. 
1 Single, 3 Double/Twin 
Nearest Underground station: Oakwood 
Nearest railway station: Enfield Town 


Aunt Katies 
950, Great Cambridge Road, Enfield 
Tel: +44 181-366 7700 
Tea and coffee making facilities, Ground floor bedrooms, 
On site car parking, Telephone. 
1 Single, 2 Double/Twin 
Nearest Underground station: Oakwood (4 miles) 
Nearest railway station: Turkey Street (Quarter of a mile) 


Parklands Walk Guest House 

12 Hornsey Rise Gardens, London N19 3PR 

tel: 0171 263 3228 / fax: 0171 263 3965 
email: parkwalk@monomark.demon.co.uk 
Archway tube (Northern Line) is 7-10 minutes walk, or a 2 
minute bus ride from the end of the street. Finsbury Park 
is a 5 minute bus ride, or the 91 bus goes from the end of 
the street all the way into central London. 


INTERNATIONAL STUDENTS HOUSE 

229 Great Portland Street, London, W1N 5HD 

For ¿short-term accommodation, contact reservations. 

Tel: 0171 631 8300 / Fax: 0171 631 8315 / http://www.ish.org.uk 
International Students House is a unique centre open 365 
days a year, providing social, welfare and accommodation 
facilities for British and international students in 
London. 

Tube - Great Portland St, Regents Park, Warren Street 
Bus - Airbus (A2), C2, 18, 27, 30, 135 
BR - Euston, Kings Cross, St Pancras 
Rooms are in corridors. All rooms have a washbasin, with 
showers and toilets in the corridors. 
Room cost per week (valid until Sept 98): 


Single £89.10 for first four weeks, £80.50 thereafter 
Twin £69.20 for first four weeks, £63 thereafter 
Treble £48.90 for first four weeks, £45 thereafter 
Dormitory £35.25 for first four weeks, £30.10 thereafter 


-—-MESSAGE FILE 2639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01343 


—-MESSAGE FILE 2640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001344 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 
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Date: Fri, 3 Jul 1998 11:52:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6nid4f$60113@chuka.playstation.co.uk> 
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References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 


<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.p 


laystation.co.uk> <358ecbba.353497 


3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 


-playstation.co.uk> <6mnvblSenm5@chuka.playstation. 
l> <6mql0nSenm18@chuka.playstation 


tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@a1-88-118.al.n 


co.uk> <6mo961Senm6@chuka.playsta 


.co.uk> <ldb4x22.41ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sub1l6@chuka.playstation.co. 
նէ» <359C0O6FB.468FC16B@easynet.co.uk> <359c1725.19716887@www.netyaroze-europe. com> 


NNTP-Posting-Host: client87ea.globalnet.co.uk 


X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi 


Regarding what Roberst Swan said; 


I have no problems, and would enjoy communicating with yaroze members and 


non-yaroze members that are going on the course. 


As for the person in France, Peter Passmore told me about him and asked if I 
could send him any information about where our group is staying, which I 


sent to him yesterday. 


If any person on the group would be interested in meeting up at the end of 
the day I am sure that DEnnis, John (Who are staying at the same place as 


me) would be interested in meeting up, we can sort 


this out when we all meet 


up on the monday, or maybe meet up somewhere on the sunday? 


Paul [Doodle] 


PS 


I have not had any reply from Karl yet about joining our group. 


-—-MESSAGE FILE 2640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01344 


—-MESSAGE FILE 2641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001345 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Demos and companies 

Date: 3 Jul 1998 13:49:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 


Message-ID: <memo.19980703144142 .33183A@jmhannan.compulink.co.uk> 


Reply-To: jmhannan@cix.co.uk 
NNTP-Posting-Host: dyna20-03.compulink.co.uk 


I'm currently looking for work. I am about 
to start contacting games companies, and I 
want them to have a go on my Yaroze demo. 


My question is - Can PSX developers automatically 
access the Yaroze site? i.e. by virtue of them 
having the full development kit. 


If not, am I allowed to send them the files? 
I assume they can run them on their development 
systems. 


Jeff Hannan 


-—-MESSAGE FILE 2641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01345 


Net Yaroze newsgroups message dump.txt Page 1675 


—-MESSAGE FILE 2642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001346 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: Fri, 03 Jul 1998 17:08:48 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 
Message-ID: <359D0210.87A73BF2@scee.sony.co.uk> 

References: <memo.19980703144142.33183A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: camfw0l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


T 


Jeff Hannan wrote: 

> 

> My question is - Can PSX developers automatically 
> access the Yaroze site? i.e. by virtue of them 

> having the full development kit. 


No, you have to have a Yaroze to enter the site/newsgroups. 


> If not, am I allowed to send them the files? 
> I assume they can run them on their development systems. 


They'll have to do some minor conversions - mainly expanding the 
#include <libps.h> to include all the pad, Gs, sound libraries, etc. 
Let them know that, because most won't know what libps.h contains. 


To make it easy on them, put all your Controller Pad stuff in one 
easy to read section, because they'll have to change some function 
calls there. 


And change your SIOCONS script so that it says 'pqbload' instead of 
"local load’. 


Cheers, 

James 

==James_Russell@scee.sony.co.uk +44 (171) 447-1626 
==Developer Support Engineer - Sony Computer Entertainment Europe 
"Nietzsche is dead." --ՇօՎ. 


—-MESSAGE FILE 2642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01346 


—-MESSAGE FILE 2643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001347 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Fri, 03 Jul 1998 22:08:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <359d5540.551541@www.netyaroze-europe. com> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-—88-118.al.nl> <6mql0nSenm18@chuka.playstation 
.co.uk> <ldb4x22.41ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sub1l6@chuka.playstation.co. 
uk> <359CO6FB.468FC16B@easynet.co.uk> <359c1725.19716887@www.netyaroze-europe.com> < 
6nid4f$60113@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en131-045.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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On Fri, 3 Jul 1998 11:52:11 +0100, "Paul Bircham" 
<yaroze@doodlek.globalnet.co.uk> wrote: 


>I have no problems, and would enjoy communicating with yaroze members and 
>non-yaroze members that are going on the course. 


hopefully communication between people on the course should sort 
itself out. Trust me :) 


>As for the person in France, Peter Passmore told me about him and asked if I 
>could send him any information about where our group is staying, which I 
>sent to him yesterday. 


Hopefully he'll reply to you soon. He emailed me after receiving my 
stuff, so I know he is active. btw, I read your email to Peter over 
his shoulder today - you say you are staying in (trying to remember) 
kent hill, 15 mins from bounds green? Could you give me the info for 
that place, as obviously it would be a lot neater to get anyone 
looking for a place to stay all close together. Sorts out travel and 
stuff as well, and hopefully means people can share ideas at night 
instead of drinking and going out! Also, I can sort out bus routes and 
stuff for you. 


>If any person on the group would be interested in meeting up at the end of 
>the day I am sure that DEnnis, John (Who are staying at the same place as 
>me) would be interested in meeting up, we can sort this out when we all meet 
>up on the monday, or maybe meet up somewhere on the sunday? 


When I find out where you are I can scout pubs. Know a few in wood 
green but you may be staying in the opposite direction. Blimey, I hope 
Im not sick of you lot at the end of the day otherwise 111 be drinking 
on my own! 


Robert 

rs108@mdx.ac.uk 

—-MESSAGE FILE 2643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01347 


—-MESSAGE FILE 2644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001348 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Limited Edition Net Yaroze Disc 

Date: 4 Jul 1998 10:18:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <memo.19980704111102.48919B@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-13.compulink.co.uk 


I've just received a questionnaire, which I'm sure 
you will all receive. It says you can win a limited 
edition disc with net yaroze games on. 


Is this an old disc, or have we a chance to get our 
own games on it? If so, how? 


Jeff Hannan 


—-MESSAGE FILE 2644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01348 


—-MESSAGE FILE 2645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001349 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Sat, 04 Jul 1998 12:04:05 -0700 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 18 

Message-ID: <359E7CA5.BC8@dial.pipex.com> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: userm538.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Jeff Hannan wrote: 


I've just received a questionnaire, which I'm sure 
you will all receive. It says you can win a limited 
edition disc with net yaroze games on. 


Is this an old disc, or have we a chance to get our 
own games on it? If so, how? 


VVVVVVVVV 


Jeff Hannan 


I think this is probably the same disc as all entrants 

to the Fame Game and EDGE/anniversary competitions have 
already received. It simply contains all the compo entries 
plus a few others, including some of the better Japanese 
efforts. 


-Chris 
--MESSAGE FILE 2645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01349 


--MESSAGE FILE 2646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001350 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Game / Demo Competition.... 

Date: Sat, 4 Jul 1998 09:53:34 -0500 

Organization: SCEA News Server 

Lines: 13 
Message-ID: <6n1f6k$6102@scea> 

NNTP-Posting-Host: d104.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:76 scea.yaroze.freetalk:797 scee. 
yaroze.beginners:389 scee.yaroze.freetalk.english:1350 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 
Regards, 


Jeff (aka Zark Wizard) / Nemesis 


—-MESSAGE FILE 2646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01350 


—-MESSAGE FILE 2647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001351 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone Yaroze coders from Nottingham? 

Date: Sun, 5 Jul 1998 11:00:12 +0200 

Organization: Debri Productions 
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Lines: 11 

Message-ID: <ldbl71p.svt44319ttfvaN@al—-88-110.al.nl> 
References: <6ndqd8S$sub15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-110.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered for 36 days) 


Troy Horton <oi93@dial.pipex.com> wrote: 
Any Yaroze coders in Nottingham? 


> 
> 
> Mail me. 

> troy@core-design.com 

Have a look at my profile-list, you can see the home-towns of 32 
members. 


Greatings DEnnis.. 
—-MESSAGE FILE 2647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01351 


—-MESSAGE FILE 2648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001352 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Sun, 05 Jul 1998 15:35:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <359F8F4D. 6ABF@virgin.net> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk> 
Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p52-parmigan-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


Jeff Hannan wrote: 


I've just received a questionnaire, which I'm sure 
you will all receive. It says you can win a limited 
edition disc with net yaroze games on. 


Is this an old disc, or have we a chance to get our 
own games on it? If so, how? 


VVVVVVVV V 


Jeff Hannan 
I recievfed it as well, although I only just recieved my Yaroze. 
I tried to fax it back, but the fax number seems to be a voice line. 


I suppose it's still on the level ?? 
-—-MESSAGE FILE 2648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01352 


—-MESSAGE FILE 2649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001353 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: 5 Jul 1998 15:59:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <memo.19980705165130.435A@jmhannan.compulink.co.uk> 
References: <359D0210.87A73BF2@scee.sony.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna24-03.compulink.co.uk 
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In article <359D0210.87A73BF2@scee.sony.co.uk>, 
James_Russell@scee.sony.co.uk (James Russell) wrote: 


> They'll have to do some minor conversions - mainly expanding the 
> #include <libps.h> to include all the pad, Gs, sound libraries, etc. 
> Let them know that, because most won't know what libps.h contains. 


Just to clarify one thing. Can they only run the executables if they 
have a Yaroze and the boot disc? 


Jeff 


--MESSAGE FILE 2649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01353 


—-MESSAGE FILE 2650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001354 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: 06 Jul 1998 10:52:16 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Sender: thutton@TECH10 

Message-ID: <uyau7aji7.fsf@cybec.com.au> 

References: <memo.19980703144142.33183A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


jmhannan@cix.co.uk (Jeff Hannan) writes: 


I'm currently looking for work. I am about 
to start contacting games companies, and I 
want them to have a go on my Yaroze demo. 


My question is - Can PSX developers automatically 
access the Yaroze site? i.e. by virtue of them 
having the full development kit. 


If not, am I allowed to send them the files? 
I assume they can run them on their development 
systems. 


VVVVVVVVVV VV 


If it turns out to be too much of a fiddle in the end, trying to get a 
version of your project that is guarenteed to run on a pro dev kit, 
you may want to consider just plugging your Yaroze into your VCR, 
showing off all the best bits and sending in a tape, which anyone can 
see. 


That's probably what I'll do if ever I wish to join a games company. 


Toby. 
—-MESSAGE FILE 2650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01354 


—-MESSAGE FILE 2651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001355 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: Mon, 06 Jul 1998 09:21:36 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <35A08910.204616B0@scee.sony.co.uk> 

References: <359D0210.87A73BF2@scee.sony.co.uk> <memo.19980705165130.435A@jmhannan.c 
ompulink.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jeff Hannan wrote: 

> 

> Just to clarify one thing. Can they only run the executables if they 
> have a Yaroze and the boot disc? 


They can run pure PSX executables (as generated by CodeWarrior). Unless 
they do some code changes they won't be able to handle codewarriors dynamic 
data loading functions though. 


The simplest thing to do is to actually make a videotape (as someone else 

here suggested). If that gets you an interview, take your Yaroze along with you. :0) 
The differences between the proper Dev Kit and the Yaroze aren't that great, but 
you'll save yourself (and any potential employers) a lot of time by just 

sending a video. 


Cheers, 

James 

==James_Russell@scee.sony.co.uk +44 (171) 447-1626 
==Developer Support Engineer - Sony Computer Entertainment Europe 


Al's Vet & Taxidermy: Either way, you get your dog back. 
—-MESSAGE FILE 2651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01355 


-—-MESSAGE FILE 2652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001356 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 10:42:09 -0700 

Organization: Cisco Systems 

Lines: 48 
Message-ID: <35A10C71.E193D187@jps.net> 

References: <6nl1f6k$6102@scea> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:77 scea.yaroze.freetalk:798 scee. 
yaroze.beginners:390 scee.yaroze.freetalk.english:1356 


Cool. Some notes: 


— some kind of disclaimer statiting that this is not an 
officialed contest from the SCE[A|E|I]. 


— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 

- have an NTSC mode if it originates from a PAL system. 

- have a title screen or ending credits text 
listing at least one contact address (e-mail) 

- adhere to the Yaroze membership guidelines 
(i.e. no profanity, racism, sexist comments, 
nudity etc.); basic courtesy to other members 
worldwide. 
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- copyright disclaimer stating that Yaroze and the Playstation 
are Sony stuff and that the programs entered in this compo 
are copyright their respectful authors. Also, that entries 


are being run at the risk of the members' machines---e.g. 
no one will be responsible for damage to their equipment 
due to bad refresh rates. Of course, there would be a penalty 


if someone enters a virus or something. 


Jeff Lawton wrote: 


I have decided to start a Game / Demo competition... It is for anyone / 
group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
site: 


http://yaroze-world.org 
If you are interested in joining let me know. 


Regards, 


VVVVVVVVVV VV 


Jeff (aka Zark Wizard) / Nemesis 


Mata ne, ae etal 

- e! sat tenchi@shell.jps.net ae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) + š http://www.jps.net/tenchi 


—-MESSAGE FILE 2652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01356 


-—-MESSAGE FILE 2653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001357 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: David White <david.white@cubic.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 11:08:46 -0700 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <35A112AE.446B@cubic.com> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: onyxl.corp.cubic.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SC-SGI (X11; I; IRIX 5.3 IP19) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:78 scea.yaroze.freetalk:799 scee. 
yaroze.beginners:391 scee.yaroze.freetalk.english:1357 


Elliott Lee wrote: 
> 


Cool. Some notes: 
— requirements for entries. something like: 


All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 


VVVVVVV VV 


That would lock out all Macintosh developers! 


David 
—-MESSAGE FILE 2653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01357 


—-MESSAGE FILE 2654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001358 


Net Yaroze newsgroups message dump.txt Page 1682 


Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Game / Demo Competition.... 
Date: Mon, 06 Jul 1998 23:03:43 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 
Message-ID: <35al157c7.862833@www.netyaroze-europe. com> 
References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 
NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


One thing Id like to take the opportunity to mention here, is that 
please please make any games both PAL and NTSC. Im so depressed from 
looking at black and white american + japanese stuff. There have been 
various discussions among some of us European members how best to 
include the facility to change from one to the other, and the easiest 
suggestion to implement is that when running the program the game does 
an initial check on the pad, if its pressing (for example) L1 + R1 
then it runs in PAL else in NTSC (or vica versa for us). You dont have 
to change any other bit of code as ours will happily run at 320x240 
res (in fact its what i use for my demos) 


Ok, so i dont do it myself, but i include source code + instructions 
in the readme.txt which line to change in what file. 


Go on, give us colour :) 


Robert Swan 

rsl108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01358 


-—-MESSAGE FILE 2655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001359 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 16:26:45 -0700 

Organization: Cisco Systems 

Lines: 26 
Message-ID: <35A15D35.E5068B36@jps.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:79 scea.yaroze.freetalk:800 scee. 
yaroze.beginners:394 scee.yaroze.freetalk.english:1359 


David White wrote: 
> Elliott Lee wrote: 


> > Cool. Some notes: 

>> — requirements for entries. something like: 

>> All games and demos must: 

>> — be executables that can be loaded with the 
>> provided Yaroze utilities (e.g. SIOCONS). It 
>> doesn't matter what you used to create it, but 
>> it must be run-able for all. 

> 

> That would lock out all Macintosh developers! 

> 

> David 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 
be sharable with other people. For instance, you shouldn't develop 
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something that streams data from your PC/Mac via a tool like an AR. 
What is the highest common denominator we have? 


Mata ne, Sete աեր 

- e! sate tenchi@shell.jps.net tas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) +. http://www.jps.net/tenchi 


1683 


—-MESSAGE FILE 2655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01359 


—-MESSAGE FILE 2656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001360 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Game / Demo Competition.... 
Date: 7 Jul 1998 00:20:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 
Message-ID: <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> 


References: <6n1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 


aroze-europe. com> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 
X-Newsreader: slrn (0.9.5.1 UNIX) 


On Mon, 06 Jul 1998 23:03:43 GMT, Robert Swan <rsl08@mdx.ac.uk> wrote: 
> [snip] You dont have 

>to change any other bit of code as ours will happily run at 320x240 
>res (in fact its what i use for my demos) 


Where happily is suitably defined to not include framerate considerations. : ( 
I think there are also much bigger problems with NTSC playstations displaying 
PAL. typically. I don't think there's any _good_ way around this problem. It 

might even be best to just judge it on a system that can display NTSC and PAL 
equally well. 


toby. [stupid bloody NTSC...] 


—-MESSAGE FILE 2656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01360 


-—-MESSAGE FILE 2657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001361 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 21:19:04 -0700 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35A1A1B8.F2BEE57@shell.jps.net> 


References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 


aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indy1l6.cs.monash.edu.au> 
NNTP-Posting-Host: svalliap-isdnl.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Well, if you design for the NTSC systems, you should have little 
problems with frame rate. NTSC also uses lower resolution. So, 

if you spec your games out to run at 50 fps with 320x240 res you 

should be fine. In the beginning of the program, just have a text-only 
menu or something that allows you to select NTSC or PAL outright. 


_ e? 


Toby Sargeant wrote: 
> 


> On Mon, 06 Jul 1998 23:03:43 GMT, Robert Swan <rsl108@mdx.ac.uk> wrote: 


Net Yaroze newsgroups message dump.txt Page 1684 


> [snip] You dont have 
>to change any other bit of code as ours will happily run at 320x240 
>res (in fact its what i use for my demos) 


> 

> 

> 

> 

> Where happily is suitably defined to not include framerate considerations. : ( 
> I think there are also much bigger problems with NTSC playstations displaying 
> 
> 
> 
> 
> 


PAL. typically. I don't think there's any _good_ way around this problem. It 
might even be best to just judge it on a system that can display NTSC and PAL 
equally well. 


toby. [stupid bloody NTSC...] 


Mata ne, F fists 
- e! £ got tenchi@shell.jps.net Deg 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) EA http://www. jps.net/tenchi 


—-MESSAGE FILE 2657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01361 


—-MESSAGE FILE 2658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001362 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 06 Jul 1998 21:51:55 -0700 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <35A1A96B.F0109586@sinclair.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
11l.jps.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


The big problem I'm sure a lot of NTSC people (like me) have is they 
have no PAL compatible TV, so not only do they not have experience 
programming for PAL, they have no way of testing on it. At least you 
PAL guys get a B/W NTSC picture so you can sort of see if it is working 
or not. 


Elliott Lee wrote: 


Well, if you design for the NTSC systems, you should have little 


problems with frame rate. NTSC also uses lower resolution. So, 
if you spec your games out to run at 50 fps with 320x240 res you 
should be fine. In the beginning of the program, just have a text-only 


menu or something that allows you to select NTSC or PAL outright. 

= e 2 

Toby Sargeant wrote: 

On Mon, 06 Jul 1998 23:03:43 GMT, Robert Swan <rs108@mdx.ac.uk> wrote: 
> [snip] You dont have 


>to change any other bit of code as ours will happily run at 320x240 
>res (in fact its what i use for my demos) 


Where happily is suitably defined to not include framerate considerations. :( 
I think there are also much bigger problems with NTSC playstations displaying 
PAL. typically. I don't think there's any _good_ way around this problem. It 

might even be best to just judge it on a system that can display NTSC and PAL 
equally well. 


VVVVVVVVVVV VV 


toby. [stupid bloody NTSC...] 


VVVVVVVVVVVVVVV VV VV VV VV VV 
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> Mata ne, 


>-e! 131 tenchi@shell.jps.net igs 
> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

> (Tenchikun) Bris http://www. jps.net/tenchi 

> vids tid 


_ Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
--MESSAGE FILE 2658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01362 


--MESSAGE FILE 2659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001363 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: 7 Jul 1998 06:36:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <slrn6éq3gfa.cov.tjs@indy1l6.cs.monash.edu.au> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <35A1A96B.F0109586@sinclair.net> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Mon, 06 Jul 1998 21:51:55 -0700, Joshua Meeds <dreamer@sinclair.net> wrote: 
>The big problem I'm sure a lot of NTSC people (like me) have is they 

>have no PAL compatible TV, so not only do they not have experience 
>programming for PAL, they have no way of testing on it. At least you 

>PAL guys get a B/W NTSC picture so you can sort of see if it is working 

>or not. 


Only if you happen to have an NTSC capable TV/Monitor. That's an interesting 
question, really. Why is it that many PAL TVs are NTSC capable, but almost 
no NTSC TVs are PAL capable? 


toby. 
—-MESSAGE FILE 2659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01363 


—-MESSAGE FILE 2660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001364 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: 7 Jul 1998 06:44:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <slrn6q3gu6.cov.tjs@indy16.cs.monash.edu.au> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
11l.jps.net> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Mon, 06 Jul 1998 21:19:04 -0700, Elliott Lee <tenchi@shell.jps.net> wrote: 
>Well, if you design for the NTSC systems, you should have little 

>problems with frame rate. NTSC also uses lower resolution. So, 

>if you spec your games out to run at 50 fps with 320x240 res you 

>should be fine. In the beginning of the program, just have a text-only 
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>menu or something that allows you to select NTSC or PAL outright. 

> 

>= €? 


I don't understand that.. I thought NTSC was 60fps, and PAL was 50fps. That's 


what I remember from c64 and amiga days... (for an example of just how badly 
NTSC/PAL _can_ screw things up, try watching a PAL C64 game/demo that really 
pushes the hardware on an NTSC C64 or vice versa... *shudder*) 


Regardless, there's also the problem of music playback. Maybe this isn't 
a problem with .seq files, but isn't it a problem with .s3m files? And if we're 
going to use your s3m player... well... 


toby. 
—-MESSAGE FILE 2660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01364 


-—-MESSAGE FILE 2661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001365 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 7 Jul 1998 10:48:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <6nsqu5$rq85@chuka.playstation.co.uk> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <35A1A96B.F0109586@sinclair.net> <slrn6q3gfa.cov.tjs@indyl16.cs.monash.ed 
u.au> 
NNTP-Posting-Host: client83ed.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Toby Sargeant wrote in message ... 

>On Mon, 06 Jul 1998 21:51:55 -0700, Joshua Meeds <dreamer@sinclair.net> 
wrote: 
>>The big problem I'm sure a lot of NTSC people (like me) have is they 
>>have no PAL compatible TV, so not only do they not have experience 
>>programming for PAL, they have no way of testing on it. At least you 
>>PAL guys get a B/W NTSC picture so you can sort of see if it is working 
>>or not. 

> 

>Only if you happen to have an NTSC capable TV/Monitor. That's an 
interesting 

>question, really. Why is it that many PAL TVs are NTSC capable, but almost 
>no NTSC TVs are PAL capable? 

> 

>toby. 


PAL TVs are capable of NTSC modes because it is easy to adapt the way the TV 
draws the screen to display the NTSC sizes, but a NTSC TV doesnt have the 
same number of vertical lines as PAL TVs, so it cant display a PAL picture, 
and thats my theory on why there are PAL/NTSC TVs, and why there isnt any 
NTSC/PAL TVs. 


I dont know if this is right, but it sounds right! 


Paul [Doodle] 


—-MESSAGE FILE 2661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01365 


-—-MESSAGE FILE 2662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001366 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 07 Jul 1998 11:50:45 -0700 

Organization: Cisco Systems 

Lines: 37 

Message-ID: <35A26E05.C75A60AF@ jps.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <slrn6q3gu6.cov.tjs@indy16.cs.monash.edu.au> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


If you use the S3M player (DMS), then you can adjust settings on the 
fly. The call to the init function DMSInit() accepts a paramter to 
specify the framerate of your video refresh. That gets popped into 

a structure which can be modified at any time. :P Theoretically, 
there should be no problem except that files will play back at slightly 
different speeds (0 bpm - 10 bpm difference, I think). 


= “ei! 
Toby Sargeant wrote: 


On Mon, 06 Jul 1998 21:19:04 -0700, Elliott Lee <tenchi@shell.jps.net> wrote: 
>Well, if you design for the NTSC systems, you should have little 

>problems with frame rate. NTSC also uses lower resolution. So, 

>if you spec your games out to run at 50 fps with 320x240 res you 

>should be fine. In the beginning of the program, just have a text-only 
>menu or something that allows you to select NTSC or PAL outright. 

> 


Հ- e? 


I don't understand that.. I thought NTSC was 60fps, and PAL was 50fps. That's 
what I remember from c64 and amiga days... (for an example of just how badly 
NTSC/PAL _can_ screw things up, try watching a PAL C64 game/demo that really 
pushes the hardware on an NTSC C64 or vice versa... *shudder*) 


Regardless, there's also the problem of music playback. Maybe this isn't 
a problem with .seq files, but isn't it a problem with .s3m files? And if we're 
going to use your s3m player... well... 


VVVVVVVVVVVV VV VV VV VV 


toby. 


Mata ne, ead «Հաա 
- e! 1 tenchi@shell.jps.net mas 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

(Tenchikun) 5e http://www. jps.net/tenchi 


—-MESSAGE FILE 2662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01366 


-—-MESSAGE FILE 2663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001367 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: 7 Jul 1998 22:39:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <slrn6q58t9.due.tjs@indy1l6.cs.monash.edu.au> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <slrn6q3gu6.cov.tjs@indyl6.cs.monash.edu.au> <35A26E05.C75A60AF@jps.net> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 
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On Tue, 07 Jul 1998 11:50:45 -0700, Elliott Lee <tenchi@jps.net> wrote: 

>If you use the S3M player (DMS), then you can adjust settings on the 

>fly. The call to the init function DMSInit() accepts a paramter to 
>specify the framerate of your video refresh. That gets popped into 

>a structure which can be modified at any time. :P Theoretically, 

>there should be no problem except that files will play back at slightly 
>different speeds (0 bpm - 10 bpm difference, I think). 

> 

>- e! 

Which will be noticable. The amiga had the same problem, which is why 

the protracker format introduced CIA timing, which was refresh rate 
independent. Even if .s3m files use some form of refresh rate independent 
timing, the lack of timer resolution provided by the vertical refresh 
interrupt will mean that the tempo will be messed up enough on some modules 
that you'll notice it. What we _really_ need is a way to trigger a callback 
from a root counter. Surely this can be done in hardware at least. 


Please Sony, provide us with an object file to do this... 


toby. 
—-MESSAGE FILE 2663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01367 


-—-MESSAGE FILE 2664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001368 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Tue, 07 Jul 1998 19:26:32 -0500 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <35A2BCB8.3462C182@mw.3com.com> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:804 scee.yaroze.freetalk.dutch:17 
scee.yaroze.freetalk.english:1368 scee.yaroze.freetalk.german:26 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 


Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 
PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


"Game Sharks"? 
Can I use the ARS type Yaroze software with a "Shark Link" rather than the 


"Comms Card"??? What is the difference between ARS and "Nice ARS"? 
Are there other fast-download solutions along these lines? 
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Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 
these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 
EdF 


--MESSAGE FILE 2664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01368 


--MESSAGE FILE 2665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001369 

Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 07 Jul 1998 22:49:56 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <skennedy-—0707982249560001@pro1-147.barrie.connex.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
<35A15D35.E5068B36@jps.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:80 scea.yaroze.freetalk:806 scee. 
yaroze.beginners:395 scee.yaroze.freetalk.english:1369 


In article <35A15D35.E5068B36@jps.net>, tenchi@jps.net wrote: 


Special arrangements can be made for Mac developers who must use the 
CodeWarrior suite. What I meant was that whatever you produce must 

be sharable with other people. For instance, you shouldn't develop 

something that streams data from your PC/Mac via a tool like an AR. 

What is the highest common denominator we have? 


> David White wrote: 

> > Elliott Lee wrote: 

> > > Cool. Some notes: 

> > > — requirements for entries. something like: 

> > > All games and demos must: 

> > > - be executables that can be loaded with the 

> > > provided Yaroze utilities (e.g. SIOCONS). It 
>>> doesn't matter what you used to create it, but 
>>> it must be run-able for all. 

> > That would lock out all Macintosh developers! 

> > David 

> 

> 

> 

> 

> 

> 


Yes, that is a good point, But I have also been dev'ing PSX apps and using 
SIOCONS {USING SOFTPC... ;) } to DL and test the code. This really does 
well for those who want good speed. 


It does mean that if you are a Mac Developer {I am, I also do WIN32 DX5 
and GB..} that you do need the requirement of using a Power Macintosh. 

I found out {Much to the annoyance of J. Sumner @ Metrowerks...} that to 
do any "REAL" work on Yaroze, I needed a powermac. I finally got one. 

Hi Joel... :) 


FYI, I also got the GCC under MkLinux {Powermac} to host yaroze technology. 

Trouble is, I need to build a SIOCONS for MkLinux.. 

Anybody at Sony got the source??? All I need is the Binary Downloader.. BLOAD 
component. 

—-MESSAGE FILE 2665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01369 


—-MESSAGE FILE 2666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001370 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: “Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 7 Jul 1998 21:50:26 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <6numah$7mk7@scea> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 

NNTP-Posting-Host: d1l01.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:81 scea.yaroze.freetalk:807 scee. 
yaroze.beginners:396 scee.yaroze.freetalk.english:1370 


Great point... 1:11 add exectly that to the site. 
Regards, 
Zark / Nemesis 


http://yaroze-world.org 


—-MESSAGE FILE 2666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01370 


—-MESSAGE FILE 2667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001371 

Path: chuka.playstation.co.uk!scea!prol1-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock, Tidbits and trips... 

Date: Wed, 08 Jul 1998 00:18:04 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 67 

Message-ID: <skennedy—0807980018040001@pro1-147.barrie.connex.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEEF@ndirect.co.uk> Հ 
3558372F .B4A015F9@mail.datasys.net> <uhg2v/xxc.fsf@cybec.com.au> <355B4FE6.1F2BEDE7@ 
mail.datasys.net> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1371 scea.yaroze.freetalk 
2815 


Nah, I prefer the way they've done it, with two *types* of vibration. 
If I'm driving along a bumpy track in a crappy C class car in Gran 
Turismo then I'll get the slow vibration from the larger motor. But 
if I scrape the wall or get nudged by another car I get a quicker 
vibration from the smaller motor. This is great, and is what enhances 
gameplay. 


V V V V V V 
V V VV V V 


Well, kids. Lets chat this one up shall we? 
Three kinds of "Shock/Force Feedback" technologies out there: 
In no particular order of good or bad... 


#1 Nintendo "Rumble Pak" (TM Nintendo) a programmable insert S/FF device 
that connects to the N64 Penguin controller. Pendulum Inertial device. 
Nominal shock effect, good rumble and shake, power hungry when used as a 
motor emulator. 


#2 The Microsoft Sidewinder{TM} Force Feedback Pro. 

IMHO: THE BEST S/FF JOYSTICK ON THE PLANET. 

If I could devise a PSX to MIDI Digital Extreme translator, Boy OH BOY! 
This joystick is the best. Using dual actuated Quaternion drive 
mechanisims this Joystick gives 3D Force Feedback a new name. 

Essentially the same controller used on the Airbus A320, this is worth the 
$150+ just to play. 


#3 Sony Analog Dual Shock. Listed as Item #7 instead of #5 {5 is the 
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classic dual analog gamepad. I have one, and I don't feel I need the buy 
the #7 when I cannot code for it right now.} 


Dual shock uses on of the oldest S/FF tricks in the book. In fact Atari 
still had a Patent issued in the US for it, until SEGA Japan brought in 
the Prior Art 

[Since "SErvice GAmes" was an American company in the beginning] 
information Sony had to issue the dual analog controller Without the Dual 
shock feature till the patent thing was solved. The trick is as follows: 


2 unbalanced Vibrator motor mounts. One large [Low Freq resonator] and one 
small [High freq resonator] both rotating at same speed produces no 
harmonics: no differential movement: only a motor emulator. {And very 
efficient too!) 

Put the motors out of sync [PWM of drive controllers] and a variety of 
effects can be had. Large moves fast,small moves slow: Slow Wah,Wha effect 
rolling between two hands. Small moves fast, large moves slow, Walking 
quickly effect. 


Now the piaze-de-resistance! : Large moves at 50%, small alternates 
between 48% and 52% {it is actually a heck of a lot less, but details are 
details..} 


Effect is an alternation of hammer like movements that affect left hand 
first, then effect hits the right hand. Literally this is the effect 
called the "Washing Machine Effect" History has it that in WW2 seaplanes 
that ran with 2 or 4 engines were extremely effective at distressing sides 
when the pilot ran one of the engines slower than the other, the result 
was a sound of a loud washing machine agitating back & forth. 


Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


V V V V 


Hmm. how conveinent the above gets said... 


However, it would be nice to have an interface routine "In-Line" that 
could give us basic access to the Dual shock. 
-sean 
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--MESSAGE FILE 2667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01371 


--MESSAGE FILE 2668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001372 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Tue, 07 Jul 1998 21:23:07 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35A2F42B.59625FEB@sinclair.net> 


References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 


aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2! 


ll.jps.net> <slrn6q3gu6é.cov.tjs@indy16.cs.monash.edu.au> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


That's the case - PAL is higher resolution, 512 lines instead of 480. 
Because of this, it takes longer to draw the screen, thus PAL only goes 
at 50 Hz instead of 60 Hz. If you write your game to go at 50 Hz and 
the lower resolution of NTSC, you'll have the least of both worlds, so 
the game will work on both systems. 


Toby Sargeant wrote: 
> 
> 


BEE57@she 


> I don't understand that.. I thought NTSC was 60fps, and PAL was 50fps. That's 
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> what I remember from c64 and amiga days... (for an example of just how badly 

> NTSC/PAL _can_ screw things up, try watching a PAL C64 game/demo that really 

> pushes the hardware on an NTSC C64 or vice versa... *shudder*) 

> 

> Regardless, there's also the problem of music playback. Maybe this isn't 

> a problem with .seq files, but isn't it a problem with .s3m files? And if we're 
> going to use your s3m player... well... 

> 

> toby. 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
--MESSAGE FILE 2668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01372 


--MESSAGE FILE 2669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001373 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch,scee.yaroze.freetalk.eng 
lish,scee.yaroze.freetalk.german 

Subject: Re: Clearing some confusion 

Date: Tue, 07 Jul 1998 21:40:24 -0700 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <35A2F838.1EE593B@ésinclair.net> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <35A2BCB8.3462C182@mw.3com.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:816 scee.yaroze.freetalk.dutch:18 
scee.yaroze.freetalk.english:1373 scee.yaroze.freetalk.german:27 


I can clear some confusion - I remember a device, I think was for SNES 
(maybe NES) called the "Action Replay". It allowed you to save any game 
at any point in the game, and then reload it at that point, whether it 
had battery backup or not. I'm not sure, but it could be related to the 
"Pro Action Replay" by Datel. 


Datel made the Pro Action Replay, for sale in Europe and Japan. For US 
distribution, they licensed it to InterAct. It is exactly the same 
device, but with different codes in it (for US versions of games). It 
does work with Datel's CommsLink card for the PAR. 


This is my knowledge. 
Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 
PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 
PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 


VVVVVVVVVVVVVV VV 
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of "InterAct". Why then are both (all three? Maybe more?) companies selling 
"Game Sharks"? 

Can I use the ARS type Yaroze software with a "Shark Link" rather than the 


"Comms Card"??? What is the difference between ARS and "Nice ARS"? 
Are there other fast-download solutions along these lines? 


"good" or "bad" (whatever those might mean!) Whats the company line on 
these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


> 

> 

> 

> 

> 

> 

> 

> 

> Can anyone from Sony comment on whether these products are considered 

> 

> 

> 

> 

> 

> area, that would be very cool! Please help clear this confusion up for me!!! 
> 
> 


EdF 


_ Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
013473 


-—-MESSAGE FILE 2670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001374 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: 8 Jul 1998 06:44:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <slrn6q659t.f2n.tjs@indy1l6.cs.monash.edu.au> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a1l57c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <slrn6éq3gu6é.cov.tjs@indyl6.cs.monash.edu.au> <35A2F42B.59625FEB@sinclair 
.net> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Tue, 07 Jul 1998 21:23:07 -0700, Joshua Meeds <dreamer@sinclair.net> wrote: 
>That's the case - PAL is higher resolution, 512 lines instead of 480. 


[576, acutally, at full overscan, for PAL. don't know the figure for NTSC] 


>Because of this, it takes longer to draw the screen, thus PAL only goes 
>at 50 Hz instead of 60 Hz. If you write your game to go at 50 Hz and 
>the lower resolution of NTSC, you'll have the least of both worlds, so 
>the game will work on both systems. 


Seems like the best solution would be to write your game for (a virtual) 300Hz 
display, and only display every 5th or 6th frame. Otherwise, to convert 60Hz 
to 50Hz, you have to skip an update every 6th frame, which is likely to be 
really gross. 


toby. 
—-MESSAGE FILE 2670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01374 


-—-MESSAGE FILE 2671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001375 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: 8 Jul 1998 08:21:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <memo.19980708091358.4495B@jmhannan.compulink.co.uk> 
References: <35A08910.204616B0@scee.sony.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna24-11.compulink.co.uk 


In article <35A08910.204616B0@scee.sony.co.uk>, 
James_Russell@scee.sony.co.uk (James Russell) wrote: 


They can run pure PSX executables (as generated by CodeWarrior). Unless 
they do some code changes they won't be able to handle codewarriors dyna 
mic 

data loading functions though. 


Vo W N N 


My program doesn't have dynamic loading so that isn't an issue. 


But is there no way I can supply an executable file that will 
run on their system? 


A video seems like an expensive and time consuming method, I want 
to contact a lot of companies. 


Jeff 


—-MESSAGE FILE 2671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01375 


-—-MESSAGE FILE 2672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001376 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: Wed, 08 Jul 1998 11:13:28 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <35A34648.3F515593@scee.sony.co.uk> 

References: <35A08910.204616B0@scee.sony.co.uk> <memo.19980708091358.4495B@jmhannan. 
compulink.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jeff Hannan wrote: 
> 

> But is there no way I can supply an executable file that will 
> run on their system? 


Codewarrior creates an executable in a format that a full developer can understand, 
but the GNU compiler doesn't. 


Not 100% sure if this would work, but you could compile everything to object 
files and they could link and run it. That way you don't have to send them the 
source. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


(((((This tagline in Stereo where available))))) 
—-MESSAGE FILE 2672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01376 
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-—-MESSAGE FILE 2673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001377 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: 8 Jul 1998 17:11:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <memo.19980708180342.28453A@jmhannan.compulink.co.uk> 
References: <35A34648.3F515593@scee.sony.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna24-06.compulink.co.uk 


> Codewarrior creates an executable in a format that a full developer can 
> understand, 

> but the GNU compiler doesn't. 

> 

> Not 100% sure if this would work, but you could compile everything to ob 
> ject 

> files and they could link and run it. That way you don't have to send th 
> em the 

> source. 

> 


Thanks, I'll try that. I'll post a message here to let everyone 
know if it worked. 


Jeff 


--MESSAGE FILE 2673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01377 


—-MESSAGE FILE 2674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001378 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: Thu, 09 Jul 1998 17:15:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35A4EC99.895817DF@easynet.co.uk> 

References: <35A08910.204616B0@scee.sony.co.uk> <memo.19980708091358.4495B@jmhannan. 
compulink.co.uk> <35A34648.3F515593@scee.sony.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


Jeff Hannan wrote: 
> 

> But is there no way I can supply an executable file that will 
> run on their system? 


VV NV V V V 


Codewarrior creates an executable in a format that a full developer can understand 
but the GNU compiler doesn't. 

Not 100% sure if this would work, but you could compile everything to object 

files and they could link and run it. That way you don't have to send them the 


source. 


Cheers, 


VVVVVVVV VS 


James 
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I'm getting confused, but it's an old chestnut. Is there a problem running Codewarri 
or 

executables on a Yaroze that is using SIOCONS to download executables? Everyone seem 
s 

to be saying something different (see earlier discussion on New Net Yaroze Dev FAQ) 


I give up! 
Phil 


--MESSAGE FILE 2674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01378 


--MESSAGE FILE 2675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001379 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Thu, 09 Jul 1998 17:18:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35A4ED6E.COFEDFB1@easynet.co.uk> 

References: <memo.19980704111102.48919B@jJmhannan.compulink.co.uk> <359F8F4D.6ABF@vir 
gin.net> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Pankaj Gautama wrote: 


> Jeff Hannan wrote: 

>> 

> > I've just received a questionnaire, which I'm sure 

> > you will all receive. It says you can win a limited 

> > edition disc with net yaroze games on. 

>> 

> > Is this an old disc, or have we a chance to get our 

> > own games on it? If so, how? 

>> 

> > Jeff Hannan 

> 

> I recievfed it as well, although I only just recieved my Yaroze. 
> 

> I tried to fax it back, but the fax number seems to be a voice line. 
> 

> I suppose it's still on the level ?? 


Got my black disk in the post yesterday (must have been quick off the 
mark in getting my questionnaire back to SCEE) 


There's 52 games and demos on the CD. Most of the Edge competition 
entries are on there, plus lots of other stuff. There's some amazing 
Japanese stuff (enough to want to make you give up and go home, 
frankly), plus a superb 3D beat-em-up set in a stone circle by a Spanish 
team. 


Seems the best stuff is coming from outside of the UK at the moment. 
Shame. 


Phil 
—-MESSAGE FILE 2675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01379 


—-MESSAGE FILE 2676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001380 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demos and companies 

Date: Thu, 09 Jul 1998 18:24:19 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <35A4FCC3.9EF5D3FF@scee.sony.co.uk> 

References: <35A08910.204616B0@scee.sony.co.uk> <memo.19980708091358.4495B@jmhannan. 
compulink.co.uk> <35A34648.3F515593@scee.sony.co.uk> <35A4EC99.895817DF@easynet.co.u 
k> 

NNTP-Posting-Host: camfw0l1.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Philip Gooch wrote: 

> I'm getting confused, but it's an old chestnut. Is there a problem running Codewar 
ՆՏ pana on a Yaroze that is using SIOCONS to download executables? Everyone se 
ee be saying something different (see earlier discussion on New Net Yaroze Dev FAQ 


) 


SIOCONS can understand both GNU-compiler EXEs and CodeWarrior EXEs, but does not sup 
port dynamic 


uploading/downloading via the Codewarrior MW_read/write() functions. 
Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Why do they put Braille dots on the keypad of the drive-up ATM? 
—-MESSAGE FILE 2676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01380 


-—-MESSAGE FILE 2677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001381 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.beginners, scee.yar 
oze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Thu, 09 Jul 1998 14:55:48 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35A51234.B26BE66C@mail.datasys.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35A112AE.446B@cubic.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:82 scea.yaroze.freetalk:821 scee. 
yaroze.beginners:399 scee.yaroze.freetalk.english:1381 


David White wrote: 


> 

> Elliott Lee wrote: 

>> 

> > Cool. Some notes: 

>> 

>> — requirements for entries. something like: 
>> 
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All games and demos must: 

- be executables that can be loaded with the 
provided Yaroze utilities (e.g. SIOCONS). It 
doesn't matter what you used to create it, but 
it must be run-able for all. 


VV V V V V V 
V V V V V 


That would lock out all Macintosh developers! 


As long as you run your PSE file through the PlayStation postlinker 
and turn it inso the PS-X format (extension PXE), then it loads fine 
in SIOCONS. This is what I've been doing. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 2677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01381 


-—-MESSAGE FILE 2678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001382 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock, Tidbits and trips... 

Date: Thu, 09 Jul 1998 15:00:43 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35A5135B.A206345D@mail.datasys.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEE@ndirect.co.uk> Հ 
3558372F .B4A015F9@mail.datasys.net> <uhg2v7/xxc.fsf@cybec.com.au> <355B4FE6.1F2BEDE7@ 
mail.datasys.net> <skennedy—0807980018040001@pro1-147.barrie.connex.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-16.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1382 scea.yaroze.freetalk 
2823 


Sean Kennedy wrote: 


Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


VV VV V V V 
V V V V 


Hmm. how conveinent the above gets said... 


Now what's that supose to mean? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 2678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01382 


—-MESSAGE FILE 2679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001383 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Thu, 09 Jul 1998 16:01:48 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35A521AC.24F6FB7@mail.datasys.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <slrn6éq3gu6é.cov.tjs@indyl6.cs.monash.edu.au> <35A2F42B.59625FEB@sinclair 
-net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-6.rl.ncbldw.InfoAve.Net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 

> 

> That's the case - PAL is higher resolution, 512 lines instead of 480. 

> Because of this, it takes longer to draw the screen, thus PAL only goes 
> at 50 Hz instead of 60 Hz. 


ACTUALLY, senoir e 260s aie) us NTSC runs at 60 Hz because back when the video 
format was being written, the power ran at 60Hz as it does today; Not 
because it can update the screen quicker. So to make things simpler 
and to make the TV's cost less, they Synced the refresh rate with the 
AC power Hz. I assume the same thing for PAL TV's but I'm not sure. 
Ok, none of that information makes a damned bit of difference if you 
are programing for NTSC/PAL, but I just thought you might want to 
know... :) 


> If you write your game to go at 50 Hz and 
> the lower resolution of NTSC, you'll have the least of both worlds, so 
> the game will work on both systems. 


Ok, great. Now how am I going to sync my game at 50 Hz? :) 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

--MESSAGE FILE 2679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01383 


—-MESSAGE FILE 2680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001384 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Thu, 09 Jul 1998 16:03:26 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35A5220E.BEDCBE7E@mail.datasys.net> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <slrn6éq3gué.cov.tjs@indyl6.cs.monash.edu.au> <35A2F42B.59625FEB@sinclair 
-net> <slrn6q659t.f2n.tjs@indyl6.cs.monash.edu.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-6.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Toby Sargeant wrote: 
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> 

> Seems like the best solution would be to write your game for (a virtual) 300Hz 
> display, and only display every 5th or 6th frame. Otherwise, to convert 60Hz 

> to 50Hz, you have to skip an update every 6th frame, which is likely to be 

> really gross. 


Ok, that makes sense. Theoreticly, how would I implement this? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 2680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01384 


-—-MESSAGE FILE 2681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001385 
Path: chuka.playstation.co.uk!news 


From: richard.cutting@virgin.net (Richard Cutting) 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Limited Edition Net Yaroze Disc 
Date: Fri, 10 Jul 1998 00:03:32 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 


Message-ID: <35a559fa.299837@news.playstation.co. 


References: <memo.19980704111102.48919B@jmhannan 
gin.net> <35A4ED6E.COFEDFB1@easynet.co.uk> 
NNTP-Posting-Host: p57-pigeon-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 09 Jul 1998 17:18:54 +0100, Philip Gooch 
wrote: 


uk> 
-compulink.co.uk> <359F8F4D. 6ABF@vir 


<philg@easynet.co.uk> 


> 

> 

>Pankaj Gautama wrote: 

> 

>> Jeff Hannan wrote: 

>> > 

>> > I've just received a questionnaire, which I'm sure 
>> > you will all receive. It says you can win a limited 
>> > edition disc with net yaroze games on. 

>> > 

>> > Is this an old disc, or have we a chance to get our 
>> > own games on it? If so, how? 

>> > 

>> > Jeff Hannan 

>> 


>> I recievfed it as well, although I only just recieved my Yaroze. 


>> 


>> I tried to fax it back, but the fax number seems to be a voice line. 


>> 

>> I suppose it's still on the level ?? 

> 

> Got my black disk in the post yesterday (must 
>mark in getting my questionnaire back to SCEE) 
> 


have been quick off the 


>There's 52 games and demos on the CD. Most of the Edge competition 


>entries are on there, plus lots of other stuff. 
>Japanese stuff (enough to want to make you give 


There's some amazing 
up and go home, 


>frankly), plus a superb 3D beat-em-up set in a stone circle by a Spanish 


>team. 
> 


>Seems the best stuff is coming from outside of the UK at the moment. 


>Shame. 
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> 
>Phil 
> 


Got mine today, and I only posted my questionnaire off on Tuesday. 
Begs the question, are there 200 Net Yaroze developers in the UK ??? 


Richard. 
-—-MESSAGE FILE 2681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01385 


-—-MESSAGE FILE 2682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001386 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Fri, 10 Jul 1998 01:35:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35A561CA.97B96221@compuserve.com> 

References: <memo.19980704111102.48919B@jJmhannan.compulink.co.uk> <359F8F4D.6ABF@vir 
gin.net> <35A4ED6E.COFEDFB1@easynet.co.uk> <35a559fa.299837@news.playstation.co.uk> 
NNTP-Posting-Host: 1d06-254.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Richard Cutting wrote: 


> 

> Got mine today, and I only posted my questionnaire off on Tuesday. 

> Begs the question, are there 200 Net Yaroze developers in the UK ??? 
> 

> Richard. 


If sony set up a homepage directory for each yaroze bought then they've 
sold about 1500 in SCEE teritories as this is how about many directories 
there are in the root of the ftp site, tho' theres quite a few "bulk buys" 
by universities in there. 

However I do remember reading in PSM that they had sold between 

3000 & 4000 units. 


Nick (s) 
—-MESSAGE FILE 2682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01386 


—-MESSAGE FILE 2683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001387 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: 10 Jul 1998 10:50:28 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Sender: thutton@TECH10 

Message-ID: <ud8be5y23.fsf@cybec.com.au> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> 
<35a157c7.862833@www.netyaroze-europe. com> 
<slrn6q2qf7.bc6.tjs@indyl6.cs.monash.edu.au> 
<35A1A1B8.F2BEE57@shell.jps.net> 
<slrn6q3gu6é.cov.tjs@indyl6.cs.monash.edu.au> 
<35A2F42B.59625FEB@sinclair.net> <35A521AC.24F6FB7@mail.datasys.net> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Darco <rquat@mail.datasys.net> writes: 


>. ACTUALLY 23 ik bons Հան hae NTSC runs at 60 Hz because back when the video 
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> format was being written, the power ran at 60Hz as it does today; Not 


Aha! That makes sense. The Australian power is at 50Hz, and we use 
PAL. 


> If you write your game to go at 50 Hz and 
> the lower resolution of NTSC, you'll have the least of both worlds, so 
> the game will work on both systems. 


VV V V V 


Ok, great. Now how am I going to sync my game at 50 Hz? :) 


I think you really have to choose one, and make an effort to support 
the other, but trying to fully support both would be more painful than 
it's worth. 


Now I understand why it takes so long for an NTSC game to be 

"converted' to PAL, and vice-versa. I always thought it should be 

some initialisation code changes and a recompile, but depending on how 

you approached things in the first place, it can be quite complicated. 

Toby. 

—-MESSAGE FILE 2683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01387 


—-MESSAGE FILE 2684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001388 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: 10 Jul 1998 03:02:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <slrn6éqb11f.1g5.tjs@indy16.cs.monash.edu.au> 

References: <6nl1f6k$6102@scea> <35A10C71.E193D187@jps.net> <35a157c7.862833@www.nety 
aroze-europe.com> <slrn6éq2qf7.bc6.tjs@indyl6.cs.monash.edu.au> <35A1A1B8.F2BEE57@she 
ll.jps.net> <slrn6éq3gu6.cov.tjs@indyl6.cs.monash.edu.au> <35A2F42B.59625FEB@sinclair 
-net> <slrn6q659t.f2n.tjs@indyl6.cs.monash.edu.au> <35A5220E.BEDCBE7E@mail.datasys.n 
et> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 
X-Newsreader: slrn (0.9.5.1 UNIX) 


On Thu, 09 Jul 1998 16:03:26 -0400, Darco <rquat@mail.datasys.net> wrote: 
>Toby Sargeant wrote: 


>> Seems like the best solution would be to write your game for (a virtual) 300Hz 
>> display, and only display every 5th or 6th frame. Otherwise, to convert 60Hz 
>> to 50Hz, you have to skip an update every 6th frame, which is likely to be 

>> really gross. 


>Ok, that makes sense. Theoreticly, how would I implement this? 


The easiest way is if we had a callback keyed off an root counter. then you 
just set that root counter to generate callbacks at 300Hz, and do the 
internal game updates in the 300Hz callback, and do all the graphics in 

the 50/60Hz vertical refresh callback. This is the easy way out, however, 
and not the most efficient way, as it basically puts 5-6 times the 
computational load on the cpu. Implementing it efficiently is difficult. 


(Oh, to do it without root counter callbacks, you'd just have the same function, 
and call it either 5 times, or 6 times, after the vertical refresh display 
code completes) 


toby. 
—-MESSAGE FILE 2684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01388 


-—-MESSAGE FILE 2685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001389 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Gals needed for Yaroze developement 
Date: 10 Jul 1998 20:56:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 74 

Message-ID: <0lbdac44$a04b87a0S$38e4abc3@default> 
NNTP-Posting-Host: 195.171.228.56 

X-Newsreader: Microsoft Internet News 4.70.1162 


EMAG DESIGN 
Director: Mr Tanvir Khan 


NET YAROZE PROJECT 

Emag Design (ED) looking for cool gals for coding, art, music, graphics, 
etc on the Net Yaroze because ED realizes they are very much 
underepresented in the computer games industry, but also ED believes they 
are more creative and passionate in general than their male counterparts. 
ED wants to create the best games ever to be known and to do that it needs 
the best people. 


If you are confident that you are the best then EMAIL me Tanvir Khan the 
artist/musician and also the director and be with by far the best, Emag 
Design. 


Requirements: * Talent, no qualifications necessary. 
* Hard working, young, very ambitious. 
* Must be in the South East area. Around London, Berkshire. 


If you're interested please email me with details as soon as possible, 
around three or four members required. 2bad@lineone.net. 
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—-MESSAGE FILE 2685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01389 


—-MESSAGE FILE 2686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001390 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Gals needed for Yaroze developement 
Date: Sat, 11 Jul 1998 01:33:30 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <35a6c0a4.246854@www.netyaroze-europe.com> 
References: <01lbdac44$a04b87a0S38e4abc3@default> 
NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


are gals women? dont think there are any active as far as i know. I 
wont mention my cross dressing ever again (oops, damn Ive done it 
again). I think im passionate though :) 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 2686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01390 


—-MESSAGE FILE 2687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001391 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetak,scee.yaroze.freetalk.english 
Subject: Compiling Utilites List 

Date: Sat, 11 Jul 1998 08:52:27 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35a726c2.53921695@news.scea.sony.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.announce: 83 scee.yaroze.freetalk.english:1 
391 


Hello fellow yaroze members! Well I am trying to do something useful 

and though af a great Idea I think we should have a list of all the 

utilities that members have made. So if you have a useful program for 

the Net Yaroze E-Mail me at dajudge@home.com and let me know where I 

can get the utility and what it is used for so I can catagorize it! 

Thanks for your help 

Michael Klucher 

—-MESSAGE FILE 2687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01391 


—-MESSAGE FILE 2688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001392 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Compiling Utilites List 
Date: Sat, 11 Jul 1998 08:53:34 GMT 
Organization: SCEA News Server 
Lines: 7 
Message-ID: <35aa2803.54242226@news.scea.sony.com> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Transfer-Encoding: 7bit 


Content-T 
X-Newsreader: Forte Agent 1.5/32.451 


Hello fellow yaroze members! Well I am trying to do something useful 

and though af a great Idea I think we should have a list of all the 

utilities that members have made. So if you have a useful program for 

the Net Yaroze E-Mail me at dajudge@home.com and let me know where I 

can get the utility and what it is used for so I can catagorize it! 

Thanks for your help 

Michael Klucher 

—-MESSAGE FILE 2688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01392 


—-MESSAGE FILE 2689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001393 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D sucks, sprites rule 

Date: Sun, 12 Jul 1998 15:43:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6oahtf$n304@chuka.playstation.co.uk> 

References: <35979427.1E01015C@easynet.co.uk> <uu353elst.fsf@cybec.com.au> <35985C9D 
-9811922B@sinclair.net> <6n9qpo$5381@scea> <3598B8AE.B023E782@easynet.co.uk> <359B54 
4A.60@dial.pipex.com> <359B7272.F001933B@easynet.co.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Thorin sits down and starts singing about gold... 
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Ah, but does anyone remember the classic piss take "Bored of the Rings"? It 
went something like this: 


You are caught inside a tree... 
>Drink ale 

You throw up. 

>Fart 


You are freed from the tree! 
You see Legoland and Grandad. 


—-MESSAGE FILE 2689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01393 


-—-MESSAGE FILE 2690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001394 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 
Date: Sun, 12 Jul 1998 17:55:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <6oapqk$n305@chuka.playstation.co.uk> 
References: <Olbdac44$a04b87a0$38e4abc3@default> 
NNTP-Posting-Host: 195.2.132.4 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>NET YAROZE PROJECT 


>Emag Design (ED) looking for cool gals for coding, art, music, 
graphics, 
>etc on the Net Yaroze because ED realizes they are very much 


>underepresented in the computer games industry, but also ED believes 
they 

>are more creative and passionate in general than their male 
counterparts. 

>ED wants to create the best games ever to be known and to do that it 
needs 

>the best people. 


Actually, although these generalisations are true, in a population 
sample of even about 100 people the sex differences are distinctly 
overshadowed by personal differences between individuals. So, for a team 
of 4-5 it is a rather dubious argument! As for "underrepresented", 


well... I know NOTHING about it but I get the impression from the names 
of people enrolled in CS and IT courses at my uni that girls aren't 
exactly breaking down the doors to get into software design... Good luck 
tho'! 


>Requirements: * Talent, no qualifications necessary. 


Obviously talent is very important :-) More important than 
qualifications, too! 


>* Hard working, young, very ambitious. 


Young, huh? Ambitious, huh? *Exactly* what sort of titles are you 
developing, mate? ;-) 


>If you're interested please email me with details as soon as possible, 
>around three or four members required. 2bad@lineone.net. 
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Three or four members required? I guess it's going to be one of *those* 

kinds of deals :-) 

Nick "smileys all over the place!" F 

Disclaimer: I am not a sexist git. Nor am I some sad, jakey code nerd 


with "nudie girl" playing cards for company. I just thought this was 
quite an amusing post... 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


—-MESSAGE FILE 2690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01394 


—-MESSAGE FILE 2691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001395 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Sun, 12 Jul 1998 21:22:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <35a92834.670023@www.netyaroze-europe. com> 

References: <Olbdac44S$a04b87a0S$38e4abc3@default> <6o0apgqk$n305@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: stu-dialup2.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 12 Jul 1998 17:55:36 +0100, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


>Actually, although these generalisations are true, in a population 
>sample of even about 100 people the sex differences are distinctly 
>overshadowed by personal differences between individuals. So, for a team 
>of 4-5 it is a rather dubious argument! As for "underrepresented", 


>well... I know NOTHING about it but I get the impression from the names 
>of people enrolled in CS and IT courses at my uni that girls aren't 
>exactly breaking down the doors to get into software design... Good luck 
>tho!'! 


Hey there are more women on my computing course than Ive ever met in 
real life before. 


Two. 

>Obviously talent is very important :-) More important than 
>qualifications, too! 

> 

>>* Hard working, young, very ambitious. 

> 


>Young, huh? Ambitious, huh? *Exactly* what sort of titles are you 
>developing, mate? ;-) 


I was hoping to develop a card game with nude women on the back. 
Obviously, the aim of the game is to deal the deck out flat on the 
ground and simply stare at the backs for 4-5 hours. 


>Three or four members required? I guess it's going to be one of *those* 
>kinds of deals :-) 


What deals are these? Are the rest of us missing out on it? 


>Nick "smileys all over the place!" F 
> 
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>Disclaimer: I am not a sexist git. Nor am I some sad, jakey code nerd 
>with "nudie girl" playing cards for company. I just thought this was 
>quite an amusing post... 


Can you at least let me know where I can get the cards from? They 
should give me the company i crave 


Robert Swan 

rsl108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01395 


-—-MESSAGE FILE 2692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001396 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Mon, 13 Jul 1998 02:54:30 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <35A9D955.32D9A549@sinclair.net> 

References: <Olbdac44S$a04b87a0S$38e4abc3@default> <6o0apqk$n305@chuka.playstation.co.u 
k> <35a92834.670023@www.netyaroze-europe. com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Wow, I guess this proves that freetalk really means freetalk :) 

Robert Swan wrote: 

I was hoping to develop a card game with nude women on the back. 
Obviously, the aim of the game is to deal the deck out flat on the 
ground and simply stare at the backs for 4-5 hours. 

>Disclaimer: I am not a sexist git. Nor am I some sad, jakey code nerd 


>with "nudie girl" playing cards for company. I just thought this was 
>quite an amusing post... 


Can you at least let me know where I can get the cards from? They 
should give me the company i crave 


VVVVVVVVVV VV 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01396 


--MESSAGE FILE 2693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001397 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Gals needed for Yaroze developement 
Date: Mon, 13 Jul 1998 14:17:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 

Message-ID: <35AA08E4. 9DEEF5SA8@easynet.co.uk> 
References: <Olbdac44$a04b87a0$38e4abc3@default> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


H 


VVVVVVVVVVVVVVV MN NN YN MNN M MNOM N MY NO MO 


Khan wrote: 


EMAG DESIGN 
Director: Mr Tanvir Khan 


NET YAROZE PROJECT 


Emag Design (ED) looking for cool gals for coding, art, music, 
graphics, 
etc on the Net Yaroze because ED realizes they are very much 


underepresented in the computer games industry, but also ED believes 
they 

are more creative and passionate in general than their male 
counterparts. 

ED wants to create the best games ever to be known and to do that it 
needs 

the best people. 


If you are confident that you are the best then EMAIL me Tanvir Khan 
the 

artist/musician and also the director and be with by far the best, 
Emag 

Design. 


Requirements: * Talent, no qualifications necessary. 
* Hard working, young, very ambitious. 
* Must be in the South East area. Around London, Berkshire. 


If you're interested please email me with details as soon as possible, 


around three or four members required. 2bad@lineone.net. 


Is this for real, or is this guy just trying to pick up some chicks? 


Phil 
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--MESSAGE FILE 2693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01397 


--MESSAGE FILE 2694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001398 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 
Date: Mon, 13 Jul 1998 19:01:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <35aa58c3.242380@news.playstation.co.uk> 
References: <0l1bdac44šSa04b87a0S38e4abc3@default> <35AA08E4.  9DEEF5A8@easynet.co.uk> 
NNTP-Posting-Host: p51-finch-gui.tch.virgin.net 
X- 


Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 13 Jul 1998 14:17:24 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


> 
> 


>T Khan wrote: 


> 
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>> 
>> EMAG DESIGN 
>> Director: Mr Tanvir Khan 


>> 

>> 

>> 

>> NET YAROZE PROJECT 

>> Emag Design (ED) looking for cool gals for coding, art, music, 


>> graphics, 
>> etc on the Net Yaroze because ED realizes they are very much 

>> underepresented in the computer games industry, but also ED believes 
>> they 

>> are more creative and passionate in general than their male 

>> counterparts. 

>> ED wants to create the best games ever to be known and to do that it 
>> needs 

>> the best people. 

>> 

>> If you are confident that you are the best then EMAIL me Tanvir Khan 
>> the 

>> artist/musician and also the director and be with by far the best, 
>> Emag 

>> Design. 

>> 

>> Requirements: * Talent, no qualifications necessary. 

>> * Hard working, young, very ambitious. 

>> * Must be in the South East area. Around London, Berkshire. 

>> 

>> 

>> 

>> 

>> If you're interested please email me with details as soon as possible, 
>> around three or four members required. 2bad@lineone.net. 

> 

>Is this for real, or is this guy just trying to pick up some chicks? 

> 

>Phil 

> 


I can think of far easier ways to pick up chicks than attempting to 
find the tiny majority that can program a Yaroze !!!! Virtually any 
pub on a Friday/Saturday night for starters....Hey, I wonder if that 
would work as a chatup line 'Excuse me, but have you got a Net Yaroze 
?'..maybe not... 


1709 


—-MESSAGE FILE 2694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01398 


—-MESSAGE FILE 2695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001399 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: George Bains’ hidden game 

Date: Mon, 13 Jul 1998 21:48:36 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <35aa801b.2442575@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup11.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


just 'licky' enough to have read the screen shot on george bains web 
page. Can I say that it's probably the only time a computer magazine 
has made me laugh out loud? I remember when George said he wasnted to 
"hide' starfighter on the playstation coverdisk. Little did he realise 
the reviews for it probably meant it wasnt worth the effort! 


This now leads me to ask Sony to have another competition: not only 
have the best demo on a coverdisk, but also the biggest pile of 
rubbish can be hidden month!! 
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bye! 
(ive got loads to submit :)" 


Robert Swan 
rsl108@mdx.ac.uk 


—-MESSAGE FILE 2695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01399 


—-MESSAGE FILE 2696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001400 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Tue, 14 Jul 1998 00:42:42 +0100 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldc4qt7.1x6ai001b74074N@al1-88-106.al.n1> 

References: <Olbdac44S$a04b87a0S$38e4abc3@default> <6o0apgqk$n305@chuka.playstation.co.u 
k> <35a92834.670023@www.netyaroze-europe. com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> 

> I was hoping to develop a card game with nude women on the back. 

> Obviously, the aim of the game is to deal the deck out flat on the 
> ground and simply stare at the backs for 4-5 hours. 

Cool!!! Join me in for this game!! 

DEnnis.. 


—-MESSAGE FILE 2696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01400 


—-MESSAGE FILE 2697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001401 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Tue, 14 Jul 1998 00:43:08 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldc4qv6é.lmaasse21cv9kN@al-—88-106.a1.nl1> 

References: <Olbdac44S$a04b87a0S38e4abc3@default> <35AA08E4.  9DEEF5A8@easynet.co.uk> < 
35aa58c3.242380@news.playstation.co.uk> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


would work as a chatup line 'Excuse me, but have you got a Net Yaroze 
?"..maybe not... 


> >Is this for real, or is this guy just trying to pick up some chicks? 
>> 

> >Phil 

>> 

> 

> I can think of far easier ways to pick up chicks than attempting to 

> find the tiny majority that can program a Yaroze !!!! Virtually any 
> pub on a Friday/Saturday night for starters....Hey, I wonder if that 
> 

> 


I go with Phil, 
This sounds like complete bullocks. And who would not like to work with 
female coleges, but picking by gender is complete shit!! 


DEnnis.. 
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—-MESSAGE FILE 2697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01401 


—-MESSAGE FILE 2698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001402 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Tue, 14 Jul 1998 09:37:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6of5df$Sn308@chuka.playstation.co.uk> 

References: <Olbdac44S$a04b87a0S38e4abc3@default> <35AA08E4.  9DEEF5A8@easynet.co.uk> < 
35aa58c3.242380@news.playstation.co.uk> <ldc4qv6é.lmaasse21lcv9kN@al-88-106.a1l.nl1> 
NNTP-Posting-Host: client851ld.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>I go with Phil, 

>This sounds like complete bullocks. And who would not like to work with 
>female coleges, but picking by gender is complete shit!! 

> 

>DEnnis.. 


I will have to go with DEnnis and Phil, picking by gender is complete 
bollocks. 


If it is to meet females then you should try clubbing it is easy to pick up 
females at clubs, at lot easier than trying to find one that codes for the 
NY. 


Paul [Doodle] 


—-MESSAGE FILE 2698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01402 


-—-MESSAGE FILE 2699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001403 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Tue, 14 Jul 1998 09:48:14 +0100 

Organization: I wish! 

Lines: 29 

Message-ID: <35AB1B4E.4BO0C@mdx.ac.uk> 

References: <Olbdac44$a04b87a0$38e4abc3@default> <35AA08E4.9DEEF5A8@easynet.co.uk> Հ 
35aa58c3.242380@news.playstation.co.uk> <ldc4qv6é.lmaasse21lcv9kN@al-88-106.al.nl> <6o 
f£5df£$n308@chuka.playstation.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Paul Bircham wrote: 


I will have to go with DEnnis and Phil, picking by gender is complete 
bollocks. 


If it is to meet females then you should try clubbing it is easy to pick up 
females at clubs, at lot easier than trying to find one that codes for the 
NY. 


Paul [Doodle] 


Sorry to disagree with you, but everyone knows that using computers is a 
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great way of meeting women and chatting them up. In my defence I quote 
the great events in the infamous 'Year of the computer chat up, 1996' 
when no less than three men successfully got women in the net to agree 
to meet up in real life. History took a further astounding gasp when one 
of those that turned up actually was female. So thanks to this amazing 
piece of skill by that one guy, the odds of pulling a female on the net 
is reduced greatly to only 1 in 1,000,000,000,000. Truly good odds that 
invigorate net blokes everywhere, despite the 'barren' years of 1988, 
1989, 1990, 1991, 1992, 1993, 1994, 1995, 1997, and (so far) 1998. Bear 
in mind that Mystic Meg predicts a woman will react in a lukewarm manner 
to someone in 1999, so there is still all to play for. 


I rest my case. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


1712 


—-MESSAGE FILE 2699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01403 


-—-MESSAGE FILE 2700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001404 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 
Date: Tue, 14 Jul 1998 13:26:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6éofion$n3010@chuka.playstation.co.uk> 


f£5df£$n308@chuka.playstation.co.uk> <35AB1B4E.4B0C@mdx.ac.uk> 
NNTP-Posting-Host: client87be.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message <35AB1B4E.4B0C@mdx.ac.uk>... 

>Sorry to disagree with you, but everyone knows that using computers is a 
>great way of meeting women and chatting them up. In my defence I quote 
>the great events in the infamous 'Year of the computer chat up, 1996' 
>when no less than three men successfully got women in the net to agree 
>to meet up in real life. History took a further astounding gasp when one 
>of those that turned up actually was female. So thanks to this amazing 
>piece of skill by that one guy, the odds of pulling a female on the net 
>is reduced greatly to only 1 in 1,000,000,000,000. Truly good odds that 
>invigorate net blokes everywhere, despite the 'barren' years of 1988, 
>1989, 1990, 1991, 1992, 1993, 1994, 1995, 1997, and (so far) 1998. Bear 
>in mind that Mystic Meg predicts a woman will react in a lukewarm manner 


>to someone in 1999, so there is still all to play for. 
> 

>I rest my case. 

> 


OK, with those odds I think I will stay in on a Friday night and see if I 
can pull someone on the net. As you have said its all to play for come 1999. 


Still lukewarm response, you dont get that at clubs, its usually sod off or 
full on (if you know what I mean) 


I think I will go out on Friday nights, but maybe take a laptop (with modem) 
with me every Friday night, just in case! 


Paul 


References: <Olbdac44S$a04b87a0S38e4abc3@default> <35AA08E4.  9DEEF5A8@easynet.co.uk> Հ 
35aa58c3.242380@news.playstation.co.uk> <ldc4qv6é.lmaasse21lcv9kN@al-88-106.al.nl> <6o 


—-MESSAGE FILE 2700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01404 


—-MESSAGE FILE 2701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001405 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Matthew Hulett 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Tue, 14 Jul 1998 08:38:37 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35ab17c4.24383525@news.scea.sony.com> 

References: <Olbdac44$a04b87a0$38e4abc3@default> <35AA08E4. 9DEEF5A8@easynet.co.uk> Հ 
35aa58c3.242380@news.playstation.co.uk> <ldc4qv6é.lmaasse21lcv9kN@al-88-106.al.nl> <6o 
f£5df£$n308@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-119-2.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Darn guys, just rip 'em a new one while you are at it! [LOL] 

I find the idea to be straightforward. To write a great game, you must 
enjoy the game you are programming. In general, men and women 

like a different type of game (generalization). So, if you wish to tap 
the undiscovered market of potential female gamers with games that 
appeal to women, then it is wise to use female programmers. 

I say go with it. If females get into gaming, then the business will 
grow exponentially and there will be a bigger pie for us to enjoy. 


-Matt 
--MESSAGE FILE 2701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01405 


--MESSAGE FILE 2702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001406 

Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Output on SGI 

Date: Tue, 14 Jul 1998 16:47:28 +0200 
Organization: CREATRON GmbH 

Lines: 7 

Message-ID: <35AB6F80.BEB1001D@creatron.de> 
NNTP-Posting-Host: 193.30.95.254 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


I have access to an Օ2 (SGI), so I connected the Playstation on the 
composite-input. 

It works fine for the startup-screen, but then I get only a black screen 
while the audio works. 

Does anybody know, what the problem is? 


Eric 
--MESSAGE FILE 2702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01406 


--MESSAGE FILE 2703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001407 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Output on SGI 

Date: Tue, 14 Jul 1998 16:48:21 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 14 

Message-ID: <35AB7DC5.556192BC@scee.sony.co.uk> 
References: <35AB6F80.BEB1001D@creatron.de> 
NNTP-Posting-Host: camfw0l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Eric Bleinagel wrote: 
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> 

> I have access to an Օ2 (SGI), so I connected the Playstation on the composite-inpu 

Ë; 

> It works fine for the startup-screen, but then I get only a black screen while the 
audio works. 

> Does anybody know, what the problem is? 


I've had mine going on an Indy through the composite input - maybe it's getting out 
of sync. I guess 

you are using 'capture' to see the result? Try plugging it in after the PSX has star 
ted up. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Fuzzy Wuzzy wasn't fuzzy, was he? 
—-MESSAGE FILE 2703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01407 


—-MESSAGE FILE 2704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001408 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bains' hidden game 

Date: Wed, 15 Jul 1998 08:19:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35AC581F.2B26@saqnet.co.uk> 

References: <35aa801b.2442575@www.netyaroze-europe. com> 
NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Robert Swan wrote: 

> 

> This now leads me to ask Sony to have another competition: not only 
> have the best demo on a coverdisk, but also the biggest pile of 

> rubbish can be hidden month!! 


May I nominate my contender Amateur Wars, to be found on my HP. As every 
day goes by, I think of stuff I could have added/changed to make it 
better... 


A bit of code by a complete novice who can't program for toffee - it 
doesn't get much better (read: worse) than that??? 


Later, 


Nick (~rookiel) 
—-MESSAGE FILE 2704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01408 


-—-MESSAGE FILE 2705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001409 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 

Date: Wed, 15 Jul 1998 10:46:11 +0100 

Organization: I wish! 

Lines: 16 

Message-ID: <35AC7A63.2B37@mdx.ac.uk> 

References: <Olbdac44S$a04b87a0S$38e4abc3@default> <6o0apqk$n305@chuka.playstation.co.u 
k> <35a92834.670023@www.netyaroze-europe.com> <ldc4qt7.1x6ai001b74074N@al-—88-106.al1. 
ու» 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 


> 

>> 

> > I was hoping to develop a card game with nude women on the back. 

> > Obviously, the aim of the game is to deal the deck out flat on the 
> > ground and simply stare at the backs for 4-5 hours. 

> 

> Cool!!! Join me in for this game!! 

> 

> DEnnis.. 


you mean you want me to put a nude picture of you on the back of one of 
the cards? Um, carry on like that and you might find your place on the 
course mysteriously vanished ! :P 


Rob (not really) (who only has time for frivolous posts these days) 
-—-MESSAGE FILE 2705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01409 


-—-MESSAGE FILE 2706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001410 

Path: chuka.playstation.co.uk!news 

From: Eric Bleinagel <bleinagel@creatron.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Output on SGI 

Date: Wed, 15 Jul 1998 12:17:05 +0200 

Organization: CREATRON GmbH 

Lines: 19 

Message-ID: <35AC81A1.43338261@creatron.de> 

References: <35AB6F80.BEB1001D@creatron.de> <35AB7DC5.556192BC@scee.sony.co.uk> 
NNTP-Posting-Host: 193.30.95.254 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


I’ve tried it on an Indy and hey, it works! Maybe something wrong with 
the video options on the 02 - doesn’t matter to me... 


James Russell schrieb: 

> 

> Eric Bleinagel wrote: 

>> 

> > I have access to an Օ2 (SGI), so I connected the Playstation on the composite-in 
put. 

> > It works fine for the startup-screen, but then I get only a black screen while t 
he audio works. 

> > Does anybody know, what the problem is? 

> 

> I've had mine going on an Indy through the composite input - maybe it's getting ou 
t of sync. I guess 

> you are using 'capture' to see the result? Try plugging it in after the PSX has st 
arted up. 


> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> Fuzzy Wuzzy wasn't fuzzy, was he? 


-—-MESSAGE FILE 2706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01410 


-—-MESSAGE FILE 2707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001411 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Had enough... 

Date: Wed, 15 Jul 1998 13:49:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35ACA54E.576A195A@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I dunno... 
I'm thinking of ditching my Yaroze. 


I'm finding it such a struggle just to do the basics (display sprites, 
switch between different offset values and texture pages, program the 
joypad). Other people's code runs fine, and I understand it pretty well, 
but when I try and write my own stuff, nothing works! Most of the time 
I'm just trying to rejig standard code into more manageable chunks (like 
breaking stuff up into functions) but it all seems to fall apart as soon 
as I start tinkering. 


I hope I get something out of the Middlesex course in a couple of weeks. 
Otherwise, I'll have to hand the machine over to the RSPCP (Royal 
Society for the Prevention of Cruelty to Playstations) 


Depressed 
Phil 


—-MESSAGE FILE 2707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01411 


-—-MESSAGE FILE 2708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001412 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough... 

Date: Wed, 15 Jul 1998 14:12:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <60i9rmSofpl@chuka.playstation.co.uk> 
References: <35ACA54E.576A195A@easynet.co.uk> 
NNTP-Posting-Host: client87d5.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Philip Gooch wrote in message 

>I dunno... 

> 

>I'm thinking of ditching my Yaroze. 

> 

>I'm finding it such a struggle just to do the basics (display sprites, 
>switch between different offset values and texture pages, program the 
>joypad). Other people's code runs fine, and I understand it pretty well, 
>but when I try and write my own stuff, nothing works! Most of the time 
>I'm just trying to rejig standard code into more manageable chunks (like 
>breaking stuff up into functions) but it all seems to fall apart as soon 
>as I start tinkering. 

> 

>I hope I get something out of the Middlesex course in a couple of weeks. 
>Otherwise, I'll have to hand the machine over to the RSPCP (Royal 
>Society for the Prevention of Cruelty to Playstations) 

> 

>Depressed 

> 

>Phil 

> 
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Hi 


I am all so going on the middlesex course (see ya there), it all can't be 
that bad! can it? 


Just stick with it and it should all fall into place, I have had problems 
with putting stuff into functions but with a little time I have managed to 
get things up and running. 


Hopefully you will get alot out of the short course. 


Paul [Doodle] 


-—-MESSAGE FILE 2708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01412 


-—-MESSAGE FILE 2709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001413 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough... 

Date: Wed, 15 Jul 1998 16:35:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35ACCC23.E6AF3495@easynet.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <60i9rmSofpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> >I hope I get something out of the Middlesex course in a couple of weeks. 
> >Otherwise, I'll have to hand the machine over to the RSPCP (Royal 

> >Society for the Prevention of Cruelty to Playstations) 

>> 

> >Depressed 

>> 

> >Phil 

>> 

> 

> Hi 

> 

> I am all so going on the middlesex course (see ya there), it all can't be 
> that bad! can it? 


It's pretty bad. My code is pretty much identical to the tuturial stuff from 
Sony (tuto0.c etc) and Ira Rainey's sprite demo code, but I've split it up 


into functions like InitGraphics(), InitSprite() etc. Doesn't work now! 
Compiles and builds fine but bombs out when I run it. Was up till 4.30 am 
trying to crack it - gave up in the end. 


I suppose I'll just have to go back to copying chunks of code and not worrying 
too much about how it works. Would be nice to be able to split stuff up into 
functions rather than having everything in main() though. 


I've posted source code on 2d_graphics and .beginners if you want to have a 
look. Maybe you can tell what's wrong with it! 


Cheers 


Phil 


—-MESSAGE FILE 2709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01413 


—-MESSAGE FILE 2710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001415 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough... 

Date: Wed, 15 Jul 1998 18:06:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6o0inifSofp2@chuka.playstation.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <60i9rmSofpl@chuka.playstation.co.uk> 
<35ACCC23.E6AF3495@easynet.co.uk> 

NNTP-Posting-Host: client848e.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi 

If you want you can send me your source code, the one you have split up into 

functions and let me have a look, Im no expert but I will see if I can find 

the problem, you probably have just made a slight error and can't see it for 

looking 

if you want to send me the source code send it to 
code@doodlek.globalnet.co.uk 


if I can help sort out a few problems I will 


Paul [Doodle] 


Philip Gooch wrote in message 

>It's pretty bad. My code is pretty much identical to the tuturial stuff 
from 

>Sony (tuto0.c etc) and Ira Rainey's sprite demo code, but I've split it սք 


>into functions like InitGraphics(), InitSprite() etc. Doesn't work now! 
>Compiles and builds fine but bombs out when I run it. Was up till 4.30 am 
>trying to crack it - gave up in the end. 

> 

>I suppose I'll just have to go back to copying chunks of code and not 
worrying 


>too much about how it works. Would be nice to be able to split stuff up 
into 

>functions rather than having everything in main() though. 

> 

>I've posted source code on 2d_graphics and .beginners if you want to have a 
>look. Maybe you can tell what's wrong with it! 

> 

>Cheers 

> 

>Phil 

> 

> 


—-MESSAGE FILE 2710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01415 


-—-MESSAGE FILE 2711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001416 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough... 

Date: 15 Jul 1998 18:46:58 GMT 

Organization: SCEE 

Lines: 39 

Message-ID: <0OlbdafbcSeb493d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 
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References: <35ACA54E.576A195A@easynet.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Philip, 


Still depressed? I decided to release another example from my tutorial 
today. 

It will load two sprites and check for collision dectection also. It's 
just the 

basics so people don't get confused. The code is very small. I don't have 
docs 

for it yet but the code is well documented. Good-luck. 


Regards, 
George@SCEE 
Philip Gooch <philg@easynet.co.uk> wrote in article 


<35ACA54E.576A195A@easynet.co.uk>... 
> I dunno... 


> 

> I'm thinking of ditching my Yaroze. 

> 

> I'm finding it such a struggle just to do the basics (display sprites, 

> switch between different offset values and texture pages, program the 

> joypad). Other people's code runs fine, and I understand it pretty well, 
> but when I try and write my own stuff, nothing works! Most of the time 

> I'm just trying to rejig standard code into more manageable chunks (like 
> breaking stuff up into functions) but it all seems to fall apart as soon 
> as I start tinkering. 

> 

> I hope I get something out of the Middlesex course in a couple of weeks. 
> Otherwise, I'll have to hand the machine over to the RSPCP (Royal 

> Society for the Prevention of Cruelty to Playstations) 

> 

> Depressed 

> 

> Phil 

> 

> 
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-—-MESSAGE FILE 2711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01416 


-—-MESSAGE FILE 2712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001417 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gals needed for Yaroze developement 
Date: Wed, 15 Jul 1998 21:07:04 +0100 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldc7m8i.llgqff8s1j2uxa8N@al-—88-104.al.nl> 


References: <Olbdac44S$a04b87a0S$38e4abc3@default> <6o0apgqk$n305@chuka.playstation. 


co.u 


k> <35a92834.670023@www.netyaroze-europe.com> <ldc4qt7.1x6ai001b74074N@al-—88-106.a1. 


nl> <35AC7A63.2B37@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> DEnnis Brinkhuis wrote: 

>> 

>>> 

> > > I was hoping to develop a card game with nude women on the back. 

> > > Obviously, the aim of the game is to deal the deck out flat on the 
> > > ground and simply stare at the backs for 4-5 hours. 

>> 

> > Cool!!! Join me in for this game!! 
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>> 

> > DEnnis.. 

> 

> you mean you want me to put a nude picture of you on the back of one of 
> the cards? Um, carry on like that and you might find your place on the 
> course mysteriously vanished ! :P 


I do hope this is a joke...<swalow>... ;-) 


But if I remember well, you are de cross-dressing guy who wears dresses 
now and then. And If you want to put my picture on it, you need extremly 
wide cards. And believe me, the game won't have any change of becomming 
a succes with my pict on it. If I was goodlooking, I would not be into 
computers, remember.. :-) 


Cheers DEnnis.. 
—-MESSAGE FILE 2712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01417 


-—-MESSAGE FILE 2713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001418 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Wed, 15 Jul 1998 23:39:58 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 29 

Message-ID: <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


George Bain wrote: 
Hi Philip, 


Still depressed? I decided to release another example from my tutorial 
today. 

It will load two sprites and check for collision dectection also. It's 
just the 

basics so people don't get confused. The code is very small. I don't have 
docs 

for it yet but the code is well documented. Good-luck. 


Regards, 


VVVVVVVVVVV VV 


George@SCEE 


Thanks to the wonderful Nick and Herbs I'm now back on track. Thanks for the 
encouragement George. 


Generally, I don't get confused but it's the lower level stuff - like what's 
going on in the hardware - that does my head in. Maybe I should accept things 
more and not ask -why- too much! 

Cheers 


Phil 


-—-MESSAGE FILE 2713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01418 
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-—-MESSAGE FILE 2714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001419 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Thu, 16 Jul 1998 13:36:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6oks5gSofp4@chuka.playstation.co.uk> 

References: <memo.19980704111102.48919B@jJmhannan.compulink.co.uk> <359F8F4D.6ABF@vir 
gin.net> <35A4ED6E.COFEDFB1@easynet.co.uk> <35a559fa.299837@news.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Richard Cutting wrote in message <35a559fa.299837@news.playstation.co.uk>... 
>On Thu, 09 Jul 1998 17:18:54 +0100, Philip Gooch <philg@easynet.co.uk> 
>wrote: 


> 

>> 

>> 

>>Pankaj Gautama wrote: 

>> 

>>> Jeff Hannan wrote: 

>>> > 

>>> > I've just received a questionnaire, which I'm sure 
>>> > you will all receive. It says you can win a limited 
>>> > edition disc with net yaroze games on. 

>>> > 

>>> > Is this an old disc, or have we a chance to get our 
>>> > own games on it? If so, how? 

>>> > 

>>> > Jeff Hannan 

>>> 


>>> I recievfed it as well, although I only just recieved my Yaroze. 

>>> 

>>> I tried to fax it back, but the fax number seems to be a voice line. 
>>> 

>>> I suppose it's still on the level ?? 

>> 

>> Got my black disk in the post yesterday (must have been quick off the 
>>mark in getting my questionnaire back to SCEE) 
>> 

>>There's 52 games and demos on the CD. Most of the Edge competition 
>>entries are on there, plus lots of other stuff. There's some amazing 
>>Japanese stuff (enough to want to make you give up and go home, 
>>frankly), plus a superb 3D beat-em-up set in a stone circle by a Spanish 
>>team. 

>> 

>>Seems the best stuff is coming from outside of the UK at the moment. 
>>Shame. 

>> 

>>Phil 

>> 

> 

>Got mine today, and I only posted my questionnaire off on Tuesday. 

>Begs the question, are there 200 Net Yaroze developers in the UK ??? 

> 
>Richard. 

They must be on a 'first come, first served' basis as I received a CD just 
two days after sending in the questionnaire. 


JohnT 


--MESSAGE FILE 2714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01419 


—-MESSAGE FILE 2715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001420 
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Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: NY demos page... 

Date: Thu, 16 Jul 1998 17:35:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 94 
Message-ID: <6olefqSofp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.36 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi everyone, 


As some of you may know from the NY newsgroups, I am setting up a 
page to list new demos. At the moment, the attached text file is more or 
less the form I plan on using for submissions. Could you please take a 
look at it and tell me what you think? I don't want to go adding many 
more categories as I think it already covers the most important stuff, 
but if anyone has any good ideas (or hates some of it) please let me 
know! 


The page will be text-based - NO graphics - which means v. quick 
loading times and will enable you to download those demos with minimum 
trouble! Of course, with all this going on you can forget about me 
getting my GDUK entry in on time ;-) 


Please DON'T mail me your latest demo details just yet - I want to 
give myself a 24 hour period for your feedback on the prototype before I 
put the final pages up Friday night. Check my NY homepage (listed below) 
or the SAQnet mirror Saturday or late Friday evening for the official 
v1.0 form... 


Thanks, 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


—-MESSAGE FILE 2715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01420 


—-MESSAGE FILE 2716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001421 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.problems.pc;,scee.yaroze.freetalk.english 
Subject: Producing CDs to use on Playstation 

Date: Thu, 16 Jul 1998 22:52:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35AE760E.5BB8@virgin.net> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p08-crane-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


I was wondering if it was possible to put a yaroze demo onto a CD so I 
can show my friends on their PSXs?? 


Sorry, I should say possible without professional services being 

requested ie can I use my PC/Yaroze/CD-Writer?? 

—-MESSAGE FILE 2716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01421 
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--MESSAGE FILE 2717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001422 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.problems.pc 

Subject: Producing CDs to use on Playstation 

Date: Thu, 16 Jul 1998 22:55:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35AE76BA.4CB2@virgin.net> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p08-crane-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1422 scee.yaroze.problems 
.թ6:119 


I was wondering if it was possible to put a yaroze demo onto a CD Տօ I 
can show my friends on their PSXs?? 


Sorry, I should say possible without professional services being 

requested ie can I use my PC/Yaroze/CD-Writer?? 

—-MESSAGE FILE 2717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01422 


—-MESSAGE FILE 2718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001423 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Fri, 17 Jul 1998 00:23:02 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35AEFBD6.2432@dial.pipex.com> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> 

NNTP-Posting-Host: userb061.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Philip Gooch wrote: 


Phos 

> Maybe I should accept things more and not ask -why- too much! 
> 

NEVER stop asking why! 111111 ;) 

-Chris 


--MESSAGE FILE 2718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01423 


--MESSAGE FILE 2719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001424 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: 17 Jul 1998 10:25:00 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Sender: thutton@TECH10 

Message-ID: <usokinx2b.fsf@cybec.com.au> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk> 
<359F8F4D.6ABF@virgin.net> <35A4ED6E.COFEDFB1@easynet.co.uk> 
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<35a559fa.299837@news.playstation.co.uk> 
<6o0ks5gS$ofp4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


"JohnT" <johnt@nettech.demon.co.uk> writes: 

> 

Richard Cutting wrote in message <35a559fa.299837@news.playstation.co.uk>... 
>On Thu, 09 Jul 1998 17:18:54 +0100, Philip Gooch <philg@easynet.co.uk> 
>wrote: 

>>Pankaj Gautama wrote: 

>>> Jeff Hannan wrote: 


>>> > 

>>> > I've just received a questionnaire, which I'm sure 
>>> > you will all receive. ԼԵ says you can win a limited 
>>> > edition disc with net yaroze games on. 

>>> > 

>>> > Is this an old disc, or have we a chance to get our 
>>> > own games on it? If so, how? 

>>> > 

>>> > Jeff Hannan 

>>> 


>>> I recievfed it as well, although I only just recieved my Yaroze. 

>>> I tried to fax it back, but the fax number seems to be a voice line. 
>>> I suppose it's still on the level ?? 

>> 

>> Got my black disk in the post yesterday (must have been quick off the 
>>mark in getting my questionnaire back to SCEE) 

>> 

>>There's 52 games and demos on the CD. Most of the Edge competition 
>>entries are on there, plus lots of other stuff. There's some amazing 
>>Japanese stuff (enough to want to make you give up and go home, 
>>frankly), plus a superb 3D beat-em-up set in a stone circle by a Spanish 
>>team. 

>> 

>>Seems the best stuff is coming from outside of the UK at the moment. 
>>Shame. 

>> 

>>Phil 

>> 

> 

>Got mine today, and I only posted my questionnaire off on Tuesday. 

>Begs the question, are there 200 Net Yaroze developers in the UK ??? 

> 

>Richard. 

They must be on a 'first come, first served' basis as I received a CD just 
two days after sending in the questionnaire. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


I just received the questionnaire in the mail yesterday, the 16th of 
July, one day after the 'deadline' for eligibility for the Yaroze CD. 
That's what you get for living on the other side of the world. 


don't know if I should bother sending it back, as it'll take forever 
and probably cost me a bunch. 


եռ 


Toby. 
—-MESSAGE FILE 2719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01424 


—-MESSAGE FILE 2720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001425 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Fri, 17 Jul 1998 08:13:53 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <éomu6hSofpl2@chuka.playstation.co.uk> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><60 
ksSgSofp4@chuka.playstation.co.uk> <usoklnx2b.fsf@cybec.com.au> 
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NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi Toby, 


Hmm. In retrospect the questionnaire should have been posted on the site 
as well as mailed out. 


(I knew Sarah choose snail-mail to ensure that people without access could 
be included). 


Sarah's on hols, but I'll ensure that extra discs are set aside for 
Australia and Newzealand. 


Paul 


Toby Hutton wrote in message 

> 

>I just received the questionnaire in the mail yesterday, the 16th of 
>July, one day after the 'deadline' for eligibility for the Yaroze CD. 
>That's what you get for living on the other side of the world. 

> 

>I don't know if I should bother sending it back, as it'll take forever 
>and probably cost me a bunch. 

>—— 

>Toby. 


—-MESSAGE FILE 2720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01425 


—-MESSAGE FILE 2721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001426 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Fri, 17 Jul 1998 09:30:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35AFOBA7.7C33@saqnet.co.uk> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><60 
ks5gSofp4@chuka.playstation.co.uk> <usokinx2b.fsf@cybec.com.au> <6omu6hSofpl2@chuka. 
playstation.co.uk> 

NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Paul Holman wrote: 
Hi Toby, 


Hmm. In retrospect the questionnaire should have been posted on the site 
as well as mailed out. 


(I knew Sarah choose snail-mail to ensure that people without access could 
be included). 


Sarah's on hols, but I'll ensure that extra discs are set aside for 
Australia and Newzealand. 


VVVVVVVVVVV VV 


Paul 


I never even got a questionnaire, and I live in Blighty :-( And those NY 
disks are v. cool (I managed to see Mr Frosty's) it's a shame that there 
wasn't an option for us to buy them... 


Which worries me - am I not on the SCEE mailing list or summat? 
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Nick 
-—-MESSAGE FILE 2721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01426 


—-MESSAGE FILE 2722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001427 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Fri, 17 Jul 1998 10:53:58 +0100 

Organization: DMA Design Ltd 

Lines: 24 

Message-ID: <35AF1F36.3576@dma-—design. com> 

References: <memo.19980704111102.48919B@jJmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><60 
ks5gSofp4@chuka.playstation.co.uk> <usokinx2b.fsf@cybec.com.au> <6omu6hSofpl2@chuka. 
playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Paul Holman wrote: 
Hi Toby, 


Hmm. In retrospect the questionnaire should have been posted on the site 
as well as mailed out. 


(I knew Sarah choose snail-mail to ensure that people without access could 
be included). 


Sarah's on hols, but I'll ensure that extra discs are set aside for 
Australia and Newzealand. 


VVVVVVVVV VV 


Hi, 


I just received my questionairre yesterday as well, and I'm in Scotland. 
No chance of Yaroze disk then? :-/ 


It's hard to qualify if you don't get the entry form in time :-/ 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01427 


-—-MESSAGE FILE 2723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001428 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: 17 Jul 1998 10:54:47 GMT 

Organization: SCEE 

Lines: 40 

Message-ID: <01lbdb10dS$5laleea0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><60 
ks5gSofp4@chuka.playstation.co.uk> <usoklnx2b.fsf@cybec.com.au> <6omu6hSofpl2@chuka. 
playstation.co.uk> <35AF1F36.3576@dma-design.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Brian, 
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You can also fax us the questionairre. Surely DMA Design has a fax 
machine... 


Regards, 


George@SCEE 


Brian Baird <brian@dma-design.com> wrote in article 
<35AF1F36.3576@dma-design.com>... 

> Paul Holman wrote: 

>> 

> > Hi Toby, 

>> 

> > Hmm. In retrospect the questionnaire should have been posted on the 
site 

> > as well as mailed out. 

>> 

> > (I knew Sarah choose snail-mail to ensure that people without access 


> be included). 


> 
> Sarah's on hols, but I'll ensure that extra discs are set aside for 
> Australia and Newzealand. 


Hi, 


I just received my questionairre yesterday as well, and I'm in Scotland. 
No chance of Yaroze disk then? :-/ 


It's hard to qualify if you don't get the entry form in time :-/ 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 2723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01428 


—-MESSAGE FILE 2724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001429 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Fri, 17 Jul 1998 14:27:35 +0100 

Organization: DMA Design Ltd 

Lines: 14 

Message-ID: <35AF5147.4C58@dma-design.com> 

References: <memo.19980704111102.48919B@jJmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><60 
ks5gSofp4@chuka.playstation.co.uk> <usoklinx2b.fsf@cybec.com.au> <6omu6hSofpl2@chuka. 
playstation.co.uk> <35AF1F36.3576@dma-design.com> <Olbdb10d$5laleea0$f2e832a2@gbain. 
wav.scee.sony.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


George Bain wrote: 
> 
Hi Brian, 


You can also fax us the questionairre. Surely DMA Design has a fax 


> 
> 
> 
> machine... 
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Yes it does :-) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01429 


—-MESSAGE FILE 2725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001430 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 
Subject: Re: Producing CDs to use on Playstation 

Date: Fri, 17 Jul 1998 14:39:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <35AF5419.6ACB73F6@ndirect.co.uk> 

References: <35AE760E.5BB8@virgin.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-53.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Pankaj Gautama wrote: 


> I was wondering if it was possible to put a yaroze demo onto a CD so I 
> can show my friends on their PSXs?? 


It is not meant to be possible, and Sony would not be happy about it. Of 
course, anything is possible, but it's a lot of messing about. There are 
really two problems. 


Is Bypassing the usual console program (which your Yaroze boots into) 
to load your program and data from the CD rather than the serial link. A 
PSX program exists which does this, and is located on Yaroze demo disks 
and PSM cover disks. However, it will take some severe hacking of the 
configuation files found on such disks to get it to work with your 
program. Sony obviously have a utility to do this, and have specs for the 
config file formats, but this is not available to us. Such hacking would 
be reverse engineering, and would be in violation of your Yaroze license. 


2 Getting past the PSX copy protection. This again will take some 
hacking, and you'd need rip the copy protection sectors from a bootable 
PSX CD. Most CD writing software won't let you do this. Without this, 
the PSX won't even see your CD! Again, this would be in violation of your 
Yaroze license. 


So, even if you're up to it, it's a lot of effort, you'll probably scrap 
50 or so CD-Rs in the process, and you'll be likely to get into all sorts 
of trouble with Sony. 


Maybe Sony would consider providing us with tools for making our own CDs. 
If we had boot disk (similar to the exising Yaroze boot disk) which loads 
the libraries and checks for the key card, and then requests that you 
insert a data disk (the data disk being a CD-R), then it would be 
possible. And Sony would not need to worry about us distributing to 
non-members, ‘cos the CD-R would not be usable without the boot disk and 
key card. 


What do you think Sony? Or is there still the problem of copy protection 


code which will need to be written to the CD-R before the PSX will read 
it? 


Herbs 
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--MESSAGE FILE 2725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01430 


—-MESSAGE FILE 2726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001431 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Fri, 17 Jul 1998 14:42:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35AF54DF.121225D8@ndirect.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-53.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Philip Gooch wrote: 


Thanks to the wonderful Nick and Herbs I'm now back on track. Thanks for the 
encouragement George. 


Generally, I don't get confused but it's the lower level stuff - like what's 
going on in the hardware - that does my head in. Maybe I should accept things 
more and not ask -why- too much! 


VVVVVVV 


It's always best to understand why. So keep asking! 


Herbs 


—-MESSAGE FILE 2726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01431 


-—-MESSAGE FILE 2727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001432 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Anyone for Director? 

Date: Fri, 17 Jul 1998 16:06:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <35AF686E.3BAAD61@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Do any Yaroze members use Macromedia Director? I'm working on a 
Director-based utility for assembling tile-based Yaroze games and 
wondered if anyone would be interested in using it. 


Basically it would allow you to do all your screen layouts visually in 
Director and would export the layout data as an array. The array format 
I use looks like this: 


u_short mapData = {GRASSY+H7+V5, ROCKY+H2+V1,...... } 


where the first 3 bits are the in-tpage vertical offset of the tile, the 
next three are the in-tpage horizontal offset of the tile, and the next 
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5 are the tpage ID number, i.e. 


ան 


/ \ \ 
/ \ \ tpage vertical offset 
tpageID \ tpage horiz offset 


0000000000000000 


and GRASSY, ROCKY are constants representing particular texture pages, 
and HO--7, Մ0--7 are constants for horiz and vertical offsets from 0 to 
7 (which you would multiply by 32, say, to get your texture page offset 
in pixels, depending on the size of your tile) 


Would save a lot of typing! 


It would have to make some assumptions about the way you've put together 
your TIM files (i.e. that you've placed your tiles into TIMs in the same 
order as they appear in Director's Cast window), but it should still 

prove useful 


Phil 


—-MESSAGE FILE 2727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01432 


—-MESSAGE FILE 2728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001433 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Fri, 17 Jul 1998 16:54:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <35AF73B9.9088AB94@ndirect.co.uk> 
References: <3506f145.5827417@news.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-19.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I've just joined ICQ! 


My ICQ# is 15731348 


Herbs 


—-MESSAGE FILE 2728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01433 


-—-MESSAGE FILE 2729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001434 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: ICQ # 

Date: Fri, 17 Jul 1998 16:55:24 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <35AF73EC.717D92F9@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-19.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Just downloaded ICQ. 
My ICQ# is 15731348. 


Herbs 


—-MESSAGE FILE 2729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01434 


--MESSAGE FILE 2730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001436 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Fri, 17 Jul 1998 17:49:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35AF8086.7879@virgin.net> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><6o0 
ks5gSofp4@chuka.playstation.co.uk> <usoklnx2b.fsf@cybec.com.au> <6omu6hSofpl2@chuka. 
playstation.co.uk> <35AF1F36.3576@dma-design.com> <Olbdb10d$5laleea0S$f2e832a2@gbain. 
wav.scee.sony.co.uk> <35AF5147.4C58@dma-design.com> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p31l-siskin-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


Brian Baird wrote: 


George Bain wrote: 
> 


Hi Brian, 


You can also fax us the questionairre. Surely DMA Design has a fax 


> 
> 
> 
> machine... 


Yes it does :-) 


Brian @ DMA 


VVVVVVVVVVV VV VV 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


The FAX was a no go for me - first time I tried to send the 
questionnaire back, all I got was an answering machine. 


Second time I tried, there was no pickup at all!! 


Maybe Sarah took the Fax machine on hols with her ?? 
—-MESSAGE FILE 2730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01436 


—-MESSAGE FILE 2731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001437 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 
Subject: Re: Producing CDs to use on Playstation 

Date: Fri, 17 Jul 1998 19:12:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35AF9412.F3375B9A@compuserve. com> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> 
NNTP-Posting-Host: 1d43-099.lon.compuserve.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 

> Maybe Sony would consider providing us with tools for making our own CDs. 
If we had boot disk (similar to the exising Yaroze boot disk) which loads 
the libraries and checks for the key card, and then requests that you 
insert a data disk (the data disk being a CD-R), then it would be 
possible. And Sony would not need to worry about us distributing to 
non-members, ‘cos the CD-R would not be usable without the boot disk and 
key card. 


VVVVVYV 


Now thats what I call a good idea! 


How about it SONY! 


Nick (S) 


1732 


—-MESSAGE FILE 2731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01437 


--MESSAGE FILE 2732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001438 
Path: chuka.playstation.co.uk!news 
From: "Nick Ferguson" <nickf@saqnet.co.uk> 


Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 


Subject: New Member Demos 

Date: Fri, 17 Jul 1998 21:24:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6o0obuvSofp15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.53 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: chuka.playstation.co.uk scee.yaroze.announce:64 scee.yaroze.freetalk.english:1 


438 scee.yaroze.mydemos:229 

It's here! 

Please get vaguely into it! 

The New Member Demos hub is now online at the following sites: 
http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 
http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 

Please check it out, get what it's all about and bookmark it! Then, when 
you next have something new to post, let me know about it using the form 


on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
Now, if only I could get in touch with those pesky SCEI lads... 


Nick F 


PS This idea won't die. I really, really *will* keep this site updated! 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


—-MESSAGE FILE 2732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01438 
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--MESSAGE FILE 2733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001439 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: What's the point of CodeWarrior ?? 

Date: Fri, 17 Jul 1998 22:41:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35AFC525.5495@virgin.net> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p39-pigeon-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:429 scee.yaroze.freetalk.english 
21439 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


If any of you know of anything decent that CodeWarrior CAN do, then 

please let me know, cos I just don't get it! 

—-MESSAGE FILE 2733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01439 


—-MESSAGE FILE 2734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001440 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sat, 18 Jul 1998 09:29:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6opmgnSofpl7@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> 

NNTP-Posting-Host: userm622.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:430 scee.yaroze.freetalk.english 
21440 


>What a pile of cack! There's nothing there that I can't do from DOS. 
>Granted, I have coding experience and am familiar with makefiles, 
>projects and also change control, but to fork out £90 for a glorified 
>(bad) editor, with a Yaroze comms program only marginally easier to use 
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>than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
>bad grammar ո' all). 
> 


The only reason I see for using CodeWarrior is the debugger, which beats the 
GNU one hands down. The rest of the system ranges between merely acceptable 
and downright incompetent. 


>Unfortunately, I think there's a two week return period for CodeWarrior, 
>hence, even though I don't use this product, there's no way for me to 
>get my money back! 

> 


I thought it was thirty days? 


>Let this be a warning for those who're thinking of buying it - the IDE's 
>a bit crap and the only reason to get it is if you can't suss out 
>makefiles. 

> 


Hmm, ok that's another good reason in CWs favour. I can suss out makefiles, 
and have used them for many years, but they're a major pain in the bum... A 
project system is much simpler. 


Mark 


—-MESSAGE FILE 2734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01440 


-—-MESSAGE FILE 2735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001441 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: 18 Jul 1998 11:26:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0O1lbdb23eS$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35AFC525.5495@virgin.net> <6opmgnSofp1l7@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s5-46-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:431 scee.yaroze.freetalk.english 
:1441 


I'll return to this one later in the weekend - anyone familiar with me will 
be looking forward to this..... 


Craig. 


—-MESSAGE FILE 2735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01441 


-—-MESSAGE FILE 2736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001442 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sat, 18 Jul 1998 12:28:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6oql0fSofp18@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> ՀՕ1ԵԳԵ 
23e$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: usern564.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:432 scee.yaroze.freetalk.english 
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Can't wait ;-) 

Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
Olbdb23eS8ca54600Sf30b0a0a@Angelal.intelligent-group.com... 

> 

>I'll return to this one later in the weekend - anyone familiar with me will 
>be looking forward to this..... 

> 

>Craig. 

> 


—-MESSAGE FILE 2736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01442 


—-MESSAGE FILE 2737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001443 


Path: 
From: 


chuka.playstation.co.uk!news 
"Craig Graham" <c_graham@hinge.mistral.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Anyone near Guildford? 


Date: 


18 Jul 1998 12:22:23 GMT 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <0Olbdb246$6a2c87c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35AF7863.1D3DC34C@ndirect.co.uk> 
NNTP-Posting-Host: dl-s3-44-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I live in Brighton....but work in Chiswick (so I go past Guildford on the 
way to my 

current job)... 

- but I'm very expensive ;) 


Craig Graham. 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35AF7863.1D3DC34C@ndirect.co.uk>... 
> Is there anyone out there who lives anywhere near Guildford? 


Next question? 
Is there anyone who lives near Guildford who needs a job? 


I'll explain. I'm a Company Director with 1/3 share in the company. 
We've been in business 7-8 years. Until now, our computer system was 
designed, built, programmed and maintained by myself. It's getting to 
the point where it's too much work for 1 person, and I need an assistant 
programmer. 


I don't want to give too much information at this stage. I will say 
that it isn't games related, but it is an unusual business and we pay 
and treat our staff well. 


Just thought this might be a good place to start looking. 


Herbs 


VVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 2737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01443 


—-MESSAGE FILE 2738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001444 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 
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Date: 18 Jul 1998 12:30:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01bdb247590c08480Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35AF9412.F 
3375B9A@compuserve.com> 
NNTP-Posting-Host: dl-s3-44-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Slaven <NickSlaven@compuserve.com> wrote in article 
<35AF9412.F3375B9A@compuserve.com>... 

> Alex Herbert wrote: 

> > Maybe Sony would consider providing us with tools for making our own 
CDs. 

> > If we had boot disk (similar to the exising Yaroze boot disk) which 
loads 

> > the libraries and checks for the key card, and then requests that you 
> insert a data disk (the data disk being a CD-R), then it would be 

> possible. And Sony would not need to worry about us distributing to 
> non-members, 'cos the CD-R would not be usable without the boot disk 
d 
> 


> 
> 
> 
an 
> key card. 
> 

> 


Now thats what I call a good idea! 


That'll not happen, as it would make it possible to then call CdReadExec to 
run a pirate. 


Of course you can do the same thing anyway with an Action Replay, a 
bootable CD and a bit of 
bluetack.... 


Craig. 


—-MESSAGE FILE 2738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01444 


—-MESSAGE FILE 2739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001445 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sat, 18 Jul 1998 15:01:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35b0b6b7.4285356@www.netyaroze-europe. com> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-—-88-118.al.nl> <6mql0nSenm18@chuka.playstation 
-co.uk> <ldb4x22.4ly7sp119114wN@al-—88-116.al.nl> <6ne9lg$sublé6@chuka.playstation.co. 
uk> <359CO6FB.468FC16B@easynet.co.uk> <359c1725.19716887@www.netyaroze-europe.com> Հ 
6nid4f£$60113@chuka.playstation.co.uk> <359d5540.551541@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup11.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


There is a compiled demo of the 2d game that is covered in the course. 
I put it up mainly for the 3 who are coming on the course (DB, JW, PG) 
so they can see what stuff can be acheived, although in no way are you 
forced to do a game similar to it. 111 pass out source and stuff to 
you guys if you want it, but it will only be a repeat of what is in 
the course notes. 


there isnt a link from my webpage, so the correct url is... 
http://www.netyaroze-europe.com/~middex2/ftp/2ddemo.zip 
I think its possible to make the demo jump to 2 frames, but thats my 


fault because I used a gradient background instead of a bgmap, and i 
wondered how many bullets i could give the player 


Net Yaroze newsgroups message dump.txt Page 1737 


Robert Swan 
rsl08@mdx.ac.uk 


—-MESSAGE FILE 2739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01445 


—-MESSAGE FILE 2740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001446 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Sat, 18 Jul 1998 18:25:51 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 15 

Message-ID: <35BODA9E.698C7610@nospam.easynet.co.uk> 

References: <6o0o0buvSofp15@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:65 scee.yaroze.freetalk.english:1 
446 scee.yaroze.mydemos:231 


Nick Ferguson wrote: 


> ",..despite all that's happened, there are still 
> some people with a sense of humour!" 


That's from Dawn of the Dead isn't it?! 
Phil 


PS. I'm working on a demo, which I'll let you have soon (maybe in a week or 
two) 


—-MESSAGE FILE 2740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01446 


—-MESSAGE FILE 2741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001447 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Sat, 18 Jul 1998 18:30:47 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 35 

Message-ID: <35BODBC5.17120DA7@nospam.easynet.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
-co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Alex Herbert wrote: 
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> Philip Gooch wrote: 

> 

> > Thanks to the wonderful Nick and Herbs I'm now back on track. Thanks for the 
> > encouragement George. 

>> 

> > Generally, I don't get confused but it's the lower level stuff - like what's 
> > going on in the hardware - that does my head in. Maybe I should accept things 
> > more and not ask -why- too much! 

>> 

> 

> It's always best to understand why. So keep asking! 

> 

> Herbs 


OK, here's one: some time ago you posted a solution to removing the black border 
that you get when you set the screen mode to PAL (you only get 240 vertical lines, 
even if you specified your screen height as 256). You said you need to set the 
DISPENV.screen.h to 256. 


But why does it need to be defined as 'extern'? I.e. you said you need to do 
extern DISPENV GsDISPENV 


I don't make any of my other structures (e.g. GSSPRITE, GsIMAGE and GsOT_TAG) 
extern, so why does GsDISPENV need to be extern? 


Cheers 


Phil 


-—-MESSAGE FILE 2741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01447 


-—-MESSAGE FILE 2742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001448 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 

Date: Sat, 18 Jul 1998 18:35:06 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 16 

Message-ID: <35BODCC8.8DEDFFA4@nospam.easynet.co.uk> 

References: <35AE760E.5BB8@virgin.net> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Pankaj Gautama wrote: 


I was wondering if it was possible to put a yaroze demo onto a CD so I 
can show my friends on their PSXs?? 


> 
> 
> 
> Sorry, I should say possible without professional services being 

> requested ie can I use my PC/Yaroze/CD-Writer?? 

This question gets asked every couple of weeks by someone ;) There's 
lots of discussion of this (including ways it could be done) in some 
earlier posts. Check them out! 


Phil 


—-MESSAGE FILE 2742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01448 
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-—-MESSAGE FILE 2743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001449 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sat, 18 Jul 1998 18:51:15 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 59 

Message-ID: <35BOE08F.4E160699@nospam.easynet.co.uk> 

References: <35AFC525.5495@virgin.net> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:433 scee.yaroze.freetalk.english 
21449 


Pankaj Gautama wrote: 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


If any of you know of anything decent that CodeWarrior CAN do, then 
please let me know, cos I just don't get it! 


VVVVVVVVVVVVVVV VV VV VV VV VV V VV 


NOO! Not this one again! You either love Codewarrior or hate it. I've 
never used anything else, because I've got a Mac, but here are a few things 
that are pretty good about it. 


1) Compiling programs with multiple targets is a doddle - if you want to 
compile multiple versions of your code, say your trying out different 
things and you want to test the effects, this is easy. You can add all the 
different versions of your code to a project and quickly choose which ones 
to compile. 

2) Similarly, it's easy to compile Debug and Optimised (with 4 levels of 
optimisation) versions of your code 

3) Markers: if you want to quickly go to a particular point in your code, 
you can add a marker. Great for long and untidy source code! 

4) Pop-up menus so you can quickly jump to all your functions. 

5) Pop up menus so you can quickly open up your header files (great if 
you've forgotten what you've called or defined something as 

6) Clicking and holding on a variable will let you jump to its definition 
7) Colour syntax highlighting 
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8) Being able to dynamically download data from the host computer - great 
if you want to write games with lots of levels and graphics (downside is 
you need PsComUtil to run them) 


That'll do for starters 
Phil 


-—-MESSAGE FILE 2743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01449 


—-MESSAGE FILE 2744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001450 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Sat, 18 Jul 1998 21:05:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <6oqv6s$4601@chuka.playstation.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
-co.uk> <35BODBC5.17120DA7@nospam.easynet.co.uk> 

NNTP-Posting-Host: client8785.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Philip Gooch wrote in message 

>OK, here's one: some time ago you posted a solution to removing the black 
border 

>that you get when you set the screen mode to PAL (you only get 240 vertical 
lines, 

Pde ve 

>But why does it need to be defined as ‘extern'? I.e. you said you need to 
do 

>extern DISPENV GsDISPENV 

>I don't make any of my other structures (e.g. GSSPRITE, GsIMAGE and 
GsOT_TAG) 

>extern, so why does GsDISPENV need to be extern? 

> 

>Cheers 

> 

>Phil 


Hi 


the question wasnt aimed at me but, I will try to answer the question 


extern is used because unlike GsSPRITE and so on this variable (GsDISPENV) 
is not defined by you, your program, it is defined elsewhere, I think it is 
the variable that is used in <libps.h> (I am not sure about this, I think 
its used by the NY to hold screen info, like height etc...). 


GsDISPENV is a system variable and declaring it an extern in your program 
tells the compiler not to create space for this variable but to use the 
space allocated by its previous declaration, so that any alterations to it 
will affect the program that uses it. 


If you dont declare it as an extern, when your program is compiled, the 
variable will only be used by your program and will not be used by libps.h, 
so you wont really be altering the display environment. 


I know this isn't that clear Im tired I have been working all day (8:00am 
til 8:00pm, not wise) so if anyone else can explain it better im sure they 
will 


Paul [Doodle] 


—-MESSAGE FILE 2744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01450 
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-—-MESSAGE FILE 2745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001451 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sat, 18 Jul 1998 21:09:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6oqvf3$4602@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-—88-118.al.nl> <6mql0nSenm18@chuka.playstation 
.co.uk> <ldb4x22.41ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sub1l6@chuka.playstation.co. 
uk> <359CO6FB.468FC16Béeasynet.co.uk> <359c1725.19716887@www.netyaroze-europe.com> < 
6nid4f£$60113@chuka.playstation.co.uk> <359d5540.551541@www.netyaroze-europe.com> <35 
bOb6b7.4285356@www.netyaroze-europe. com> 

NNTP-Posting-Host: client14c2.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message 
>I put it up mainly for the 3 who are coming on the course (DB, JW, PG) 


Hello, what about me? Im going on the course, at least I think I am. 
I've had the course notes sent, and have organised a small group to go. 


>so they can see what stuff can be acheived, although in no way are you 


>Robert Swan 
>rsl08@mdx.ac.uk 
> 


Paul Bircham [Doodle] 


—-MESSAGE FILE 2745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01451 


-—-MESSAGE FILE 2746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001452 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sat, 18 Jul 1998 23:14:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35b12c05.1345241@www.netyaroze-europe. com> 

References: <6mgfhlS$khq3@chuka.playstation.co.uk> <358D4943.92AR64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al-88-118.al.nl> <6mql0nSenm18@chuka.playstation 
.co.uk> <ldb4x22.4ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sublé6@chuka.playstation.co. 
uk> <359CO6FB.468FC16B@easynet.co.uk> <359c1725.19716887@www.netyaroze-europe.com> < 
6nid4f$60113@chuka.playstation.co.uk> <359d5540.551541@www.netyaroze-europe.com> <35 
bOb6b7.4285356@www.netyaroze-europe.com> <6oqvf3$4602@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en132-155.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 18 Jul 1998 21:09:08 +0100, "Paul Bircham" 
<yaroze@doodlek.globalnet.co.uk> wrote: 


>Hello, what about me? Im going on the course, at least I think I am. 
>I've had the course notes sent, and have organised a small group to go. 
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Oops, my apologies, i confused myself by being lazy and only putting 
initials down. I put down PB, then thought id made a mistake and 
corrected it to DB :) as it turns out there may around more yaroze 
members going, but I guess we'll find out on the day 


Rob 
—-MESSAGE FILE 2746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01452 


—-MESSAGE FILE 2747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001453 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Sun, 19 Jul 1998 02:08:51 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 38 

Message-ID: <35B14721.827A1F83@nospam.easynet.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
.co.uk> <35BODBC5.17120DA7@nospam.easynet.co.uk> <6oqv6s$4601@chuka.playstation.co.u 
k> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Paul Bircham wrote: 


Hi 
the question wasnt aimed at me but, I will try to answer the question 


extern is used because unlike GsSPRITE and so on this variable (GsDISPENV) 
is not defined by you, your program, it is defined elsewhere, I think it is 
the variable that is used in <libps.h> (I am not sure about this, I think 
its used by the NY to hold screen info, like height etc...). 


GsDISPENV is a system variable and declaring it an extern in your program 
tells the compiler not to create space for this variable but to use the 
space allocated by its previous declaration, so that any alterations to it 
will affect the program that uses it. 


If you dont declare it as an extern, when your program is compiled, the 
variable will only be used by your program and will not be used by libps.h, 
so you wont really be altering the display environment. 


I know this isn't that clear Im tired I have been working all day (8:00am 
til 8:00pm, not wise) so if anyone else can explain it better im sure they 
will 


VVVVVVVVVVVVVVV VV VV VV VV VV 


Paul [Doodle] 
Ah I think I get it. Thanks 


Are you sure you need to be doing this Yaroze course - you seem to have it all 
sussed already! 


Phil 


—-MESSAGE FILE 2747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01453 
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-—-MESSAGE FILE 2748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001454 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sun, 19 Jul 1998 02:42:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <35B14EEA.60974A67@ndirect.co.uk> 

References: <35AFC525.5495@virgin.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:435 scee.yaroze.freetalk.english 
21454 


Pankaj Gautama wrote: 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


VVVVVVVVVVVVV VV VV 


Yes, CW is a little rough round the edges to say the least. 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


If any of you know of anything decent that CodeWarrior CAN do, then 
please let me know, cos I just don't get it! 


VVVVVVVVVV VV 


I like the fact that I can compile and run my code with a single button 
press. I like the way the compiler points to erronous code in an editor 
window so it can be corrected there and then. But the main reason I stick 
with CW is the dynamic loading - load a TIM, copy to VRAM, load next TIM at 
same location etc etc. Saves a hell of a lot of memory. Now I have it, I 
can't live without it! 


Herbs 


—-MESSAGE FILE 2748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01454 


—-MESSAGE FILE 2749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001455 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 

Date: Sun, 19 Jul 1998 02:52:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35B1516D.2722FF5@ndirect.co.uk> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35AF9412.F 
3375B9A@compuserve.com> <01bdb247$90c08480Sf30b0a0a@Angelal.intelligent-—group.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> That'll not happen, as it would make it possible to then call CdReadExec to 
> run a pirate. 


As you say below, we can already do this if we want with a bootable CD and a 
bit of bluetack!I don't really see this as an issue. The method I suggested 
would not allow us to do any more than we can already. It would just allow ստ 
to load data from a CD-R instead of the PC. What difference would it make to 
Sony whether I lug a laptop, Yaroze boot disk and key card round to a mate's 
house, or take a CD-R, boot disk and key card? 


> Of course you can do the same thing anyway with an Action Replay, a 
> bootable CD and a bit of 

> bluetack.... 

> 

> Craig. 

Herbs 


—-MESSAGE FILE 2749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01455 


-—-MESSAGE FILE 2750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001456 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone near Guildford? 

Date: Sun, 19 Jul 1998 03:22:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35B1584A.17416F17@ndirect.co.uk> 

References: <35AF7863.1D3DC34C@ndirect.co.uk> <Olbdb246$6a2c87c0Sf30b0a0a@Angelal.in 
telligent-group.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


I live in Brighton....but work in Chiswick (so I go past Guildford on the 
way to my 

current job)... 

- but I'm very expensive ;) 


V V V V 
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I'm sure that's very true... You certainly seem to know your stuff! 


Herbs 


—-MESSAGE FILE 2750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01456 


—-MESSAGE FILE 2751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001457 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Sun, 19 Jul 1998 11:19:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6o0sh75$4603@chuka.playstation.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
.co.uk> <35BODBC5.17120DA7@nospam.easynet.co.uk> <6oqv6s$4601@chuka.playstation.co.u 
k> <35B14721.827A1F83@nospam.easynet.co.uk> 

NNTP-Posting-Host: client83a3.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Philip Gooch wrote 

>Ah I think I get it. Thanks 

> 

>Are you sure you need to be doing this Yaroze course - you seem to have it 
all 

>sussed already! 

> 

>Phil 

> 

Thanks but, in fact I understand most of the NY, mainly the 2D graphics 
side, but I also know a bit about doing 3D on the NY, I have gone on the 
course to basically meet NY members and have a whole week to program for the 
NY, if I stay at home I will just go out and work in the day, and when I get 
back in the last thing on my mind is coding for the NY. 


Its same as when Im at Uni, when I get back in I have been working on 
computers all day, well part of the day and I cant face sitting down and 
coding. 


See Ya Soon 


Paul [Doodle] 


—-MESSAGE FILE 2751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01457 


—-MESSAGE FILE 2752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001458 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Middlesex University Net Yaroze Short Course 

Date: Sun, 19 Jul 1998 11:21:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6oshbj$4604@chuka.playstation.co.uk> 

References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 
<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.playstation.co.uk> <358ecbba.353497 
3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 
-playstation.co.uk> <6mnvblSenm5@chuka.playstation.co.uk> <6mo961Senm6@chuka.playsta 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@al—-88-118.al.nl> <6mql0nSenm18@chuka.playstation 
.co.uk> <ldb4x22.4ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sublé6@chuka.playstation.co. 
uk> <359CO6FB.468FC16Beeasynet.co.uk> <359c1725.19716887@www.netyaroze-europe.com> < 
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6nid4f£$60113@chuka.playstation.co.uk> <359d5540.551541@www.netyaroze-europe.com> <35 
bOb6b7.4285356@www.netyaroze-europe.com> <6oqvf3S$4602@chuka.playstation.co.uk> <35b1 
2c05.1345241@www.netyaroze-europe. com> 

NNTP-Posting-Host: client83a3.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message >Oops, my apologies, i confused myself by being 
lazy and only putting 
>initials down. I put down PB, then thought id made a mistake and 


>corrected it to DB :) as it turns out there may around more yaroze 
>members going, but I guess we'll find out on the day 

> 

>Rob 


Thats all right, I will forgive you, hehehe 
Its only one week to go know, can't wait 


Paul [Doodle] 


-—-MESSAGE FILE 2752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01458 


—-MESSAGE FILE 2753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001459 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: 19 Jul 1998 10:41:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <memo.19980719113335.29027A@jmhannan.compulink.co.uk> 
References: <35AFC525.5495@virgin.net> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna22-16.compulink.co.uk 


> What a pile of cack! There's nothing there that I can't do from DOS. 
I think CodeWarrior is excellent, and I wouldn't touch DOS with 


a bargepole. Its IDE is better than Microsoft Developer Studio 
(£very high) and Borland Builder (f£about the same) for PCs. 


The main thing that seems crap is that when you maximise a window, 
it seems to screw up - so don't do that. 


Otherwise, you can find whatever section of code you want almost 
straight away, and divide up your window into different panes. 


Have you tried reading the manual? Yes, its a pain, but you will 
be rewarded. 


Jeff 


—-MESSAGE FILE 2753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01459 


-—-MESSAGE FILE 2754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001460 

Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesX.demon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sun, 19 Jul 1998 11:49:51 +0100 

Organization: Reality-Bytes Coding Group 

Lines: 13 

Message-ID: <35B1CF4F.C5FD7847@reality-—bytesxX.demon.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> ՀՕԼԵՎԵ 
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23e$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: reality-bytes.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:436 scee.yaroze.freetalk.english 
:1460 


Looking forward to it man. 
Kevin 


Craig Graham wrote: 


> I'll return to this one later in the weekend - anyone familiar with me will 
> be looking forward to this..... 

> 

> Craig. 


—-MESSAGE FILE 2754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01460 


-—-MESSAGE FILE 2755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001461 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: 19 Jul 1998 12:12:59 GMT 

Organization: SCEE 

Lines: 21 

Message-ID: <0Olbdb2aaS9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35AFC525.5495@virgin.net> <memo.19980719113335.29027A@jmhannan.compulin 
k.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jeff Hannan <jmhannan@cix.co.uk> wrote in article 

<memo .19980719113335.29027A@jmhannan.compulink.co.uk>... 

> > What a pile of cack! There's nothing there that I can't do from DOS. 
> 

> I think CodeWarrior is excellent, and I wouldn't touch DOS with 

> a bargepole. 


Rather DOS then Win95.. 


> Its IDE is better than Microsoft Developer Studio 
> (£very high) and Borland Builder (fabout the same) for PCs. 
> 


Some beg to differ... 
Regards, 
George@SCEE 


—-MESSAGE FILE 2755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01461 


—-MESSAGE FILE 2756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001462 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: 19 Jul 1998 12:14:13 GMT 
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Organization: SCEE 

Lines: 21 

Message-ID: <0Olbdb2aaSca25c7e0$f2e832a2@gbain.wav.scee.sony.co.uk> 

References: <memo.19980704111102.48919B@jmhannan.compulink.co.uk><359F8F4D. 6ABF@virg 
in.net> <35A4ED6E.COFEDFB1@easynet.co.uk><35a559fa.299837@news.playstation.co.uk><60 
ks5gSofp4@chuka.playstation.co.uk> <usoklnx2b.fsf@cybec.com.au> <6omu6hSofpl2@chuka. 
playstation.co.uk> <35AF1F36.3576@dma-design.com> <01lbdb10d$5laleea0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <35AF5147.4C58@dma-design.com> <35AF8086.7879@virgin.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Pankaj, 
Our fax machine is VERY busy. Keep trying. 


Regards, 


George@SCEE 


Pankaj Gautama <pankaj.gautama@virgin.net> wrote in article 
<35AF8086.7879@virgin.net>... 


The FAX was a no go for me - first time I tried to send the 
questionnaire back, all I got was an answering machine. 


Second time I tried, there was no pickup at all!! 


Maybe Sarah took the Fax machine on hols with her ?? 


VV V VV V V 


—-MESSAGE FILE 2756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01462 


-—-MESSAGE FILE 2757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001463 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Sun, 19 Jul 1998 16:12:40 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35B20CE6.84D8438F@nospam.easynet.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
.co.uk> <35BODBC5.17120DA7@nospam.easynet.co.uk> <6oqv6s$4601@chuka.playstation.co.u 
k> <35B14721.827A1F83@nospam.easynet.co.uk> <6o0sh75$4603@chuka.playstation.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Paul Bircham wrote: 


Philip Gooch wrote 

>Ah I think I get it. Thanks 

> 

>Are you sure you need to be doing this Yaroze course - you seem to have it 
all 

>sussed already! 

> 

>Phil 

> 

Thanks but, in fact I understand most of the NY, mainly the 2D graphics 
side, but I also know a bit about doing 3D on the NY, I have gone on the 


VVVVVVVVV VV 
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course to basically meet NY members and have a whole week to program for the 
NY, if I stay at home I will just go out and work in the day, and when I get 
back in the last thing on my mind is coding for the NY. 


Its same as when Im at Uni, when I get back in I have been working on 
computers all day, well part of the day and I cant face sitting down and 
coding. 


See Ya Soon 


VVVVVVVVV VV 


Paul [Doodle] 


Yeah, I know what you mean. I do IT support and a bit of VB development at 
work and I rarely switch on the Yaroze on a weekday evening. I hope to get more 
done in the week long course than I would at home in four weeks. 


Phil 


—-MESSAGE FILE 2757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01463 


—-MESSAGE FILE 2758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001464 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Sun, 19 Jul 1998 18:14:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <60t912S4605@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> <memo.19980719113335.29027A@jmhannan.compulin 
k.co.uk> <Olbdb2aa$ 9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: userl1916.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 


>> Its IDE is better than Microsoft Developer Studio 
>> (£very high) and Borland Builder (fabout the same) for PCs. 


>> 

> 

>Some beg to differ... 

> 

Yeah, like me... Although I do stick up for CW on occasion, I can't on this 


point. The IDE is a total pile of plop. Absolutely awful. The editor is the 
worst I've ever used. 


Mark 


—-MESSAGE FILE 2758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01464 


-—-MESSAGE FILE 2759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001465 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone for Director? 

Date: Sun, 19 Jul 1998 21:33:00 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldcdxsu.3psglslp66yqsN@al-—88-104.a1l.nl1> 
References: <35AF686E.3BAAD61@easynet.co.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Philip Gooch <philg@easynet.co.uk> wrote: 
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> Do any Yaroze members use Macromedia Director? I'm working on a 
> Director-based utility for assembling tile-based Yaroze games and 
> wondered if anyone would be interested in using it. 


I use director a lot!!! And I would be helped a lot with something like 
that. Make it shareware and I'll pay you for it!! 


It would have to make some assumptions about the way you've put together 
your TIM files (i.e. that you've placed your tiles into TIMs in the same 
order as they appear in Director's Cast window), but it should still 

prove useful 


VV V V V V 


Very useful!!! 


Cheers DEnnis.. 
—-MESSAGE FILE 2759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01465 


—-MESSAGE FILE 2760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001466 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 
Subject: Re: Producing CDs to use on Playstation 

Date: Sun, 19 Jul 1998 20:32:27 -0700 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <35B2BA4B.3867A13E@sinclair.net> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Sony wouldn't do this - from what I understand, there are three reasons 
they don't let us write our own CD's. First off is the simple reason, 
it would allow piracy. Second, this would make the Yaroze too close to 
a full development kit, thus causing problems with developers who 
probably paid excess of $20,000 for theirs. And third, people would 
start writing their games for CD (I know I would), making games that 
other members couldn't download and check out, thus defeating the 
purpose of the "Net" part of Net Yaroze. 


Alex Herbert wrote: 

> 

Maybe Sony would consider providing us with tools for making our own CDs. 
If we had boot disk (similar to the exising Yaroze boot disk) which loads 
the libraries and checks for the key card, and then requests that you 
insert a data disk (the data disk being a CD-R), then it would be 
possible. And Sony would not need to worry about us distributing to 
non-members, ‘cos the CD-R would not be usable without the boot disk and 
key card. 


What do you think Sony? Or is there still the problem of copy protection 
code which will need to be written to the CD-R before the PSX will read 
it? 


VVVVVVVVVVV VV 


Herbs 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
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—-MESSAGE FILE 2760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01466 


—-MESSAGE FILE 2761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001467 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: What's the point of CodeWarrior ?? 
Date: 20 Jul 1998 08:09:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 47 


Message-ID: <memo.19980720090139.37215A@jmhannan.compulink.co.uk> 
References: <Olbdb2aa$9ddaf980$f2e832a2@gbain.wav.scee.sony.co.uk> 


Reply-To: jmhannan@cix.co.uk 
NNTP-Posting-Host: dyna22-10.compulink.co.uk 


In article <0lbdb2aaS9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk>, George_Bain@Plays 


tation.sony.com (George Bain) wrote: 


> > Its IDE is better than Microsoft Developer Studio 

> > (£very high) and Borland Builder (fabout the same) for PCs. 
>> 

> 

> Some beg to differ... 

> 


The only criticism of CW I have seen in this thread is - 
What is it that people want to do that they can't do? 
What is it that annoys them? 


My main concern is to move around the code quickly. 
CW v2: 
Good - Moving to any function ina file 

Moving to a header file 

Moving to a definition - browser 

Having multiple panes on the same file. 


Bad - Moving between files 
Can't open two windows on one file. 


MDS v4: (not the most recent) 
Good - Multiple panes and multiple windows on one file. 
Browser 


Bad - Moving between files (if you have a large project, 
theres too many files to list in one window.) 
Moving to a header file 
No moving to function 


Borland Builder 


Mit. is- ՇԷՅթ'. 


because 


Good - Moving between files (brilliant - up to about 8 files) 


Bad - Can't have multiple panes 
Multiple windows implemented poorly 


Moving to a header file irritating with no multiple panes 


No moving to function 


So there you have it, CodeWarrior wins hands down. I edit PC 
code in CodeWarrior, then build it using Builder (its not Windows 
stuff, so to be fair, Builder may not be that appropriate an application). 


Jeff 


—-MESSAGE FILE 2761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01467 


—-MESSAGE FILE 2762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001468 
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Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Anyone for Director? 

Date: Mon, 20 Jul 1998 12:41:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 


Message-ID: <35B32D05.49DB8B18@easynet.co.uk> 
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References: <35AF686E.3BAAD61@easynet.co.uk> <ldcdxsu.3psglslp66yqsN@al-88-104.al.nl 


> 

NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


v 


prove useful 


VV V V V V 


Very useful!!! 


VVVVVVVVVVVVVVV SPO AU MN 


Cheers DEnnis.. 


You'd still need to do some coding though DEnnis! 


Philip Gooch <philg@easynet.co.uk> wrote: 


> Do any Yaroze members use Macromedia Director? I'm working on a 
Director-based utility for assembling tile-based Yaroze games and 
> wondered if anyone would be interested in using it. 


I use director a lot!!! And I would be helped a lot with something like 
that. Make it shareware and I'll pay you for it!! 


It would have to make some assumptions about the way you've put together 
your TIM files (i.e. that you've placed your tiles into TIMs in the same 
order as they appear in Director's Cast window), but it should still 


:) 


All it would do is generate the array information for the tile map. 


See you next week! 


Phil 


—-MESSAGE FILE 2762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01468 


—-MESSAGE FILE 2763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001469 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: Middlesex University Net Yaroze Short Course 


Date: Mon, 20 Jul 1998 13:55:52 +0100 
Organization: Debri Productions 
Lines: 4 


Message-ID: <ldcfnxc.grlive2atn7b4N@al1-—88-104.al.nl1> 
References: <6mgfhl$khq3@chuka.playstation.co.uk> <358D4943.92AF64A6@easynet.co.uk> 


<358DB42C.7C98@mdx.ac.uk> <358ec2c2.5148322@news.pl 


Laystation.co.uk> <358ecbba.353497 


3@www.netyaroze-europe.com> <6mnmdnSenm3@chuka.playstation.co.uk> <6mnuprSenm4@chuka 


-playstation.co.uk> <6mnvblSenm5@chuka.playstation. 
tion.co.uk> <ldb4b8n.2ucs251lo8dlwyN@a1-88-118.al1.n] 


co.uk> <6mo961Senm6@chuka.playsta 
լ» <6mql0OnSenm18@chuka.playstation 


.co.uk> <ldb4x22.41ly7sp119114wN@al-88-116.al.nl> <6ne9lg$sub1l6@chuka.playstation.co. 
uk> <359CO6FB.468FC16Béeasynet.co.uk> <359c1725.19716887@www.netyaroze-europe.com> < 
6nid4f£$60113@chuka.playstation.co.uk> <359d5540.551541@www.netyaroze-europe.com> <35 
bOb6b7.4285356@www.netyaroze-europe.com> <6oqvf3S4602@chuka.playstation.co.uk> <35bl 
2c05.1345241@www.netyaroze-europe.com> <6oshbj$4604@chuka.playstation.co.uk> 


NNTP-Posting-Host: 81-88-104.81.ոլ 
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X-Newsreader: MacSOUP 2.3 (unregistered) 


I'm comming over on the 24th, are there any members that I can meet on 
the 24th? 


DEnnis.. 
—-MESSAGE FILE 2763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01469 


—-MESSAGE FILE 2764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001470 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone for Director? 

Date: Mon, 20 Jul 1998 13:59:18 +0100 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldcgxea.1ltwlzdg50s130N@al-—88-104.a1.nl1> 

References: <35AF686E.3BAAD61@easynet.co.uk> <ldcdxsu.3psglslp66yqsN@al-—88-104.al.nl 
> <35B32D05.49DB8B18@easynet.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> You'd still need to do some coding though DEnnis! :) 
> All it would do is generate the array information for the tile map. 


I know, but I work with other coders and when I make a tiled map, I also 
need to give the array information (I wan't to do as much as possible) 


> See you next week! 
Sure do! I'm looking forward to it! 


DEnnis.. 
—-MESSAGE FILE 2764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01470 


—-MESSAGE FILE 2765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001471 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 14:06:58 +0100 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldcgxn6.0a0j4kwjv7r4N@al-88-104.al.nl1> 

References: <35AFC525.5495@virgin.net> <memo.19980719113335.29027A@jmhannan.compulin 
k.co.uk> <Olbdb2aa$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> 

> Rather DOS then Win95.. 

> 

> 

Rather Mac than PC (but just not lets get into the shit again) 


DEnnis.. 
—-MESSAGE FILE 2765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01471 


—-MESSAGE FILE 2766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001472 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 14:06:59 +0100 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldcgxrb.6679qale7slggN@al-—88-104.a1l.nl> 

References: <35AFC525.5495@virgin.net> <memo.19980719113335.29027A@jmhannan.compulin 
k.co.uk> <Olbdb2aa$9%ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090139 
.37215A@ jmhannan.compulink.co.uk> 

NNTP-Posting-Host: al—-88-104.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Jeff Hannan <jmhannan@cix.co.uk> wrote: 


> The only criticism of CW I have seen in this thread is - 'it is crap'. 


yeah... without knowing, the bloke who started this article gave CW a 
great impression. I 'use' it also.... 


Cheers DEnnis.. 
-—-MESSAGE FILE 2766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01472 


—-MESSAGE FILE 2767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001473 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 13:11:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35B333EC.8A54C30C@easynet.co.uk> 

References: <35AFC525.5495@virgin.net> <memo.19980719113335.29027A@jmhannan.compulin 
k.co.uk> <Olbdb2aa$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <ldcgxn6.oa0j4kwjv7r 
4N@al-88-104.a1.nl> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


Rather Mac than PC (but just not lets get into the shit again) 


> George Bain <George_Bain@Playstation.sony.com> wrote: 
> 

> 

>> 

> > Rather DOS then Win95.. 

>> 

>> 

> 

> 

> 


DEnnis.. 
Well, there's three things about Windows 95 I love and wish my Mac could 


1) Alt-tab between applications - even when a dialog box is open in one 
of the apps 

2) Copy and paste files from one location to another (I hate juggling 
with multiple, overlapping windows on the Mac) 

3) Alt-key keyboard shortcuts for every menu item (I rarely use the 
mouse when using Win 95 and its so much faster) 


Phil 
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—-MESSAGE FILE 2767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01473 


—-MESSAGE FILE 2768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001474 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 13:17:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35B33557.10D7DA9D@easynet.co.uk> 

References: <0Olbdb2aaS9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090 
139.37215A@jmhannan.compulink.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jeff Hannan wrote: 


> In article <0lbdb2aaS9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk>, George_Bain@Pla 
ystation.sony.com (George Bain) wrote: 


> 

> > > Its IDE is better than Microsoft Developer Studio 

> > > (£very high) and Borland Builder (fabout the same) for PCs. 

>>> 

>> 

> > Some beg to differ... 

>> 

> The only criticism օք CW I have seen in this thread is - 'it 15 crap'. 
> What is it that people want to do that they can't do? 

> What is it that annoys them? 


My thoughts exactly. Everyone says 'The IDE sucks' etc but NOBODY SAYS WHY!!! I thin 
k the IDE definitely does not suck, for 
the reasons I outlined earlier. 


*Everyone* who uses/likes Codewarrior comes up with at least half a dozen reasons wh 
y they use it and like it. And *nobody* 

who says it is crap can come up with *one good reason* why! I think it's just 'cos t 
hey can't be arsed to spend a bit of 

time getting to know it. 


This thread will surface again in a few weeks, I bet! 
Phil 


—-MESSAGE FILE 2768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01474 


—-MESSAGE FILE 2769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001475 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Plagiarism... 

Date: Mon, 20 Jul 1998 15:30:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <35B35498.6FCD@saqnet.co.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 
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Hiya all, 


I suppose most of you will have checked out the 'Plagiarism' bit in 
the members homepages section of the WWW site (if not, do so now). Now, 
I don't have anything to do with it - aside from the fact the tutorial 
will prove Մ. handy for my GDUK entry :-) - but I do have one opinion 
which I think is a fair one... 

Why is it that whenever something like this happens, people feel the 
need to shout about it from the rooftops? George - couldn't you have 
mailed Paul privately and discussed the matter via e-mail between 
yourselves? Certainly, it would be a bit more mature than screaming and 
pointing the finger in front of everyone (which is *exactly* what you 
did). And as a SCEE employee, as opposed to a regular member, you must 
appreciate that is NOT acceptable behaviour :-( 

Now, I don't want to contribute to some little feud by forcing George 
to justify his right to indignation, but to me the situation is very 
difficult. I've barely mastered the art of displaying sprites, but after 
scouring numerous sprite tutorials I have to admit they all say pretty 
much the same thing (in many cases, almost exactly the same thing)! Is 
it really so unlikely that 2 people's routines for a fairly simple task 
should be so alike? 


Personally, I don't think that any member would do anything so dumb 
as to post another person's code and pretend it was their own. It isn't 
exactly the most amazing, intricate bit of work on the site, is it? 
George - I'm really looking forward to your tutorial and you can bet 
—-MESSAGE FILE 2769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01475 


—-MESSAGE FILE 2770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001476 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: 20 Jul 1998 15:49:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <0Olbdb3f5$ba7178c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35B35498.6FCD@saqnet.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<35B35498.6FCD@saqnet.co.uk>... 
> Hiya all, 


I suppose most of you will have checked out the 'Plagiarism' bit in 
the members homepages section of the WWW site (if not, do so now). Now, 
I don't have anything to do with it - aside from the fact the tutorial 
will prove v. handy for my GDUK entry :-) - but I do have one opinion 
which I think is a fair one... 


> 
> 
> 
> 
> 
> 


Also, I would point out that any code released on the Yaroze is released in 
the knowledge 

that it will be used & shared & modified endlessly by the other members. 
Most code is based 

on the work of someone else - either cut pasted or included as a whole 
file. I know of at least 

one demo on the US site that includes the RsdAnim library. I don't know if 
my name was mentioned 

- I don't care. This is a hobby, and to be honest an SCEE tech support 
geezer should know better. 


Does George honestly think that Colin Hughes (SCEE's Mr Optimisation) get's 
creditted 

in every comercial game he's helped out? Does Colin care? (he may wish to 
comment on this) 

And this isn't in the same league. Do comercial games give credit to the 
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glish/000 


english/0 
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reams SCEA/SCEI/SCEE sample 
code that they can rip off and use directly? I doubt it very much.... 


> Nick F 


Summary: If credit is due, you can give it. If you've cribbed a little bit 
of code 

from somewhere, well that's just the way it goes. Personally, I don't 
care...but that's 

just me. 


Craig. 


—-MESSAGE FILE 2770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01476 


-—-MESSAGE FILE 2771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001477 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Mon, 20 Jul 1998 17:07:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 
Message-ID: <35B36B5B.5529B919@easynet.co.uk> 
References: <35B35498.6FCD@saqnet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Ferguson wrote: 


Hiya all, 


> 

> 

> I suppose most of you will have checked out the 'Plagiarism' bit in 
> the members homepages section of the WWW site (if not, do so now). Now, 
> I don't have anything to do with it - aside from the fact the tutorial 
> will prove v. handy for my GDUK entry :-) - but I do have one opinion 

> which I think is a fair one... 

> Why is it that whenever something like this happens, people feel the 
> need to shout about it from the rooftops? George - couldn't you have 

> mailed Paul privately and discussed the matter via e-mail between 

> yourselves? Certainly, it would be a bit more mature than screaming and 
> pointing the finger in front of everyone (which is *exactly* what you 

> did). And as a SCEE employee, as opposed to a regular member, you must 
> appreciate that is NOT acceptable behaviour :-( 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Now, I don't want to contribute to some little feud by forcing George 
to justify his right to indignation, but to me the situation is very 
difficult. I've barely mastered the art of displaying sprites, but after 
scouring numerous sprite tutorials I have to admit they all say pretty 
much the same thing (in many cases, almost exactly the same thing)! Is 
it really so unlikely that 2 people's routines for a fairly simple task 
should be so alike? 


Personally, I don't think that any member would do anything so dumb 
as to post another person's code and pretend it was their own. It isn't 
exactly the most amazing, intricate bit of work on the site, is it? 
George - I'm really looking forward to your tutorial and you can bet 
-—-MESSAGE FILE 2771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01477 


-—-MESSAGE FILE 2772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001478 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
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Subject: Re: What's the point of CodeWarrior ?? 
Date: Mon, 20 Jul 1998 12:17:35 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35b33531.13470355@news.scea.sony.com> 
References: <35AFC525.5495@virgin.net> <6opmgnSofpl7@chuka.playstation.co.uk> ՀՕԼԵՎԵ 
23e$8ca54600Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: client-119-1.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:439 scee.yaroze.freetalk.english 
21478 


>I'll return to this one later in the weekend - anyone familiar with me will 
>be looking forward to this..... 


Phew, I thought you went soft on us! [BG] 
-Matt 


--MESSAGE FILE 2772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01478 


--MESSAGE FILE 2773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001479 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Mon, 20 Jul 1998 13:02:05 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35b33cd8.15429511@news.scea.sony.com> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcS$eb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> 

NNTP-Posting-Host: client-119-1.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I am glad you have regained your strength. You appear to be advancing 
just fine to me. When I started, I couldn't even run Win. '95. I just 
finished my first book on game programming. And still, when I study 
yaroze code, my brain sometimes aches. I just took a few weeks off, to 
get away and refresh my self, and I feel rejuvenated again. I even 
formated my hard drive and reloaded my software, just to clean house. 
Slow and steady progress, you know you will get where you want to go. 
People go to tech school for four years to master games programming, I 
think the term 'hobby' can be a bit misleading. A number of members 
seem to have even given up. I think that's unfortunate. I intend to 
keep plugging away, learning new things everyday until I get where I 
want to go. 

The only sad thing about my little vacation was that I lost all the 
original messages from the groups going back to the start of the 
program when I formated my hard drive. [sob] 

If you ever feel buggered again, just take a break. Your brain can 
only absorb so much in a given time. 


—Matt, who apologizes for being so touchy-feely! 
-—-MESSAGE FILE 2773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01479 


-—-MESSAGE FILE 2774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001480 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Mon, 20 Jul 1998 18:40:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <6ovvgf$S4608@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <35B36B5B.5529B919@easynet.co.uk> 
NNTP-Posting-Host: client87cf.globalnet.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, Yes I am Paul 


G Bain has e-mailed me about this and I have e-mailed him back, 


As for me copying his work I have to say that I havent, I know this is my 
word against his, but at the end of the day I am not that bothered about it. 


I would just like to say that when I noticed on the 2D newsgroup that some 
members where asking about how to use Շտ86, I had already done a program 
that displays three GsBGs (this was meant to turn into a 2D beat-em-up, one 
bg being the ground which could then scroll independently of the other 
backgrounds), I decided to do a short program that would show how to set up 
one GsBG. This program only took me five minutes as it was just a cut and 
paste job with slight alterations as I was using a 256*256 tim file, and 
everything was based on that. I have just checked G Bains GsBG program and 
there are some striking resemblance in variable names but as I have been 
taught to use variable names that identify what the variable is, which Im 
sure George doe's. I can't prove that its my work and people will just have 
to judge for themselves but if people have to think twice before putting 
source code on there site to aid other members its only going to end up 
taking a valuable source of help away from members. 


As for the netscape problem, I will try and sort it out as I only have 
access to Netscape at Uni, I will install it on my machine and will post a 
message here when I get it running, thanks for telling me about this problem 
so that I can know try and fix it. 


Thanks 


Paul 


Philip Gooch wrote in message 

>Can't comment as Paul's page always seems to be broken when I visit it : ( 
> (Netscape 4.04 Mac and PC - the HTML source looks a bit dodgy to me - 
>missing end tags etc) 

> 

>Anyway, I think you can only claim plagiarism if someone has used exactly 
>the same variable names and structure. Otherwise, for something like 
>displaying a GsBG or a GSSPRITE, one person's code is going to look pretty 
>similar to another's. 

> 

>George should post both his and Paul's code together and let us decide. 

> 
>When I finally get around putting my Web site up (you never know, I might 
do 

>it tonight), any source code I post can be used freely, with or without 
>credit. Plagiarise as much as you like. Why? well 

>1) Most of it will be so simple and basic a 10 year old could work it out! 
>2) Seriously, unless you've written a new way of doing something that 
hasn't 
>been done before, how can you really claim authorship of your code? Most 
>people will have picked up stuff from the manuals, the demo program at the 
>back of the Startup guide, the tutorials, the Codewarrior game code, game 
>programming books in general etc that very little of it will really be 100% 
>all their own work anyway. Most game processes - tiling sprites, collision 
>detection, scrolling routines etc have all been worked out long ago. We're 
>not talking copyrightable processes here! 

> 

>Storm in a teacup 

> 

>Phil 

> 

> 


-—-MESSAGE FILE 2774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01480 
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—-MESSAGE FILE 2775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001481 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 18:47:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6ovvu9S4609@chuka.playstation.co.uk> 

References: <Olbdb2aaS$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090 
139.37215A@jmhannan.compulink.co.uk> <35B33557.10D7DA9D@easynet.co.uk> 
NNTP-Posting-Host: userm015.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 


>My thoughts exactly. Everyone says 'The IDE sucks' etc but NOBODY SAYS 
WHY!!! I think the IDE definitely does not suck, for 

>the reasons I outlined earlier. 

> 

OK, first of all, I would never say "The IDE sucks" because it's a horrid 


Americanism ;-) 


The editor is TERRIBLE. Can't mark a column of text. No keystroke macros. 
Can't search & replace over a marked block. 


The project manager is OK. Actually quite good, if I'm being honest. 


Window update is slow and messy. 


The debugger is useful, but utterly untrustworthy when it comes to 
displaying variables. The amount of time I've wasted because CW is telling 
me that variables have incorrect values, when they don't really, amounts 
to... well, lots. 


>*Everyone* who uses/likes Codewarrior comes up with at least half a dozen 
reasons why they use it and like it. And *nobody* 

>who says it is crap can come up with *one good reason* why! I think it's 
just 'cos they can't be arsed to spend a bit of 

>time getting to know it. 

> 


Several reasons have been put forward as to why it's not very good, but you 
don't consider them good reasons. 


Just for the record, I'm sort of on the fence with CW, I use it, because 
frankly programming using DOS tools is a pain, and belongs to the dark ages. 


Mark 


—-MESSAGE FILE 2775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01481 


—-MESSAGE FILE 2776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001482 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 18:46:10 +0100 

Organization: Intelligent Research 

Lines: 93 

Message-ID: <35B38262.186E232A@hinge.mistral.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofp1l7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:440 scee.yaroze.freetalk.english 
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**** Craig yawns, flexs his muscles, bares his teeth a little and rips into 
**w*** this topic yet again...wish folks read up the old posts on this subject. 


Mark Wilson wrote: 
> >What a pile of cack! 
Cack? Where's your evidance? 
>There's nothing there that I can't do from DOS. 


Dead code stripping & call tree analysis. 

Optimisation that works. 

Understandable inline assembler syntax. 

FileServer (though my view on this is mixed, I prefer ARS for it's speed). 
GUI Debugger. 

IDE that isn't (contrary to popular myth) as bad as all that. 

C++. 

Generates full on playstation EXE format (for those who want that). 


> >Granted, I have coding experience and am familiar with makefiles, 


Not much obviously ;) 


> >projects and also change control, but to fork out £90 for a glorified 
> >(bad) editor, with a Yaroze comms program only marginally easier to use 


The yaroze version editor is buggy, yes. They sorted the IDE out on thePro 
version about 6monthes ago, no more dodgy characters and stuff. 

Perhaps if enough people mail them they'll do an IDE update for the 

yaroze compiler that provides the same fixes. 


> >than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
> >bad grammar an' all). 


The comms program also includes their fileserver code. 


I suggest you check out what the ProDev version (which isn't that far 
ahead of the Yaroze one) costs. The differance is measured in thousands. 
And Metrowerks aren't overcharging for it in context. Several companys 
charge much more than that: 


eg. Microtec 68000 dev tools for embedded systems: 

£1000 for the C compiler + assembler 

£1000 for the C++ compiler (requires the C/assembler package) 

£1500 for the debugger (and you have to port the monitor program yourself 
which is a bugger even for experienced 68K experts) 


> The only reason I see for using CodeWarrior is the debugger, which beats the 
> GNU one hands down. The rest of the system ranges between merely acceptable 
> and downright incompetent. 


The debugger is a big step beyond the GNU one. The rest of the systemis actually 
rather good. The compiler itself is very fast compared to GNU, 

and the code browsing stuff is excellent (better in many respects than the 
Microsoft IDE). 


>Unfortunately, I think there's a two week return period for CodeWarrior, 
>hence, even though I don't use this product, there's no way for me to 
>get my money back! 

> 


I thought it was thirty days? 


>Let this be a warning for those who're thinking of buying it - the IDE's 
>a bit crap and the only reason to get it is if you can't suss out 
>makefiles. 


VVVVVVVVVV 
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Or you want a much better dev system than the GNU compiler. 
Hmm, ok that's another good reason in CWs favour. I can suss out makefiles, 


and have used them for many years, but they're a major pain in the bum... A 
project system is much simpler. 


V V V V 


I could go on, but my view's are on record already - I notice that mostpeople 
who complain that the IDE is holding them back (and one guy 

blamed the whole fact he couldn't code on a yaroze on the IDE not 

working the same as VC++), tend to De the same people who don't 

produce or release anything. Or do anything else but whine on and on 

about CW being crap. It's cheap - stop being so wet and get on with it. 


> Mark 


Craig. 
(fed up of whinges on this subject - why not whinge at the lack of a fileserver 
that works via serial for GNU instead?) 


—-MESSAGE FILE 2776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01482 


—-MESSAGE FILE 2777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001483 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 19:25:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <6p0260S46010@chuka.playstation.co.uk> 

References: <35AFC525.5495@virgin.net> <6opmgnSofp17@chuka.playstation.co.uk> <35B38 
262.186E232A@hinge.mistral.co.uk> 

NNTP-Posting-Host: userl1842.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0518.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:441 scee.yaroze.freetalk.english 
21483 


>Mark Wilson wrote: 

> 

>> >What a pile of cack! 
> 


Um, don't think I did say that actually... 


>The yaroze version editor is buggy, yes. They sorted the IDE out on thePro 
>version about 6monthes ago, no more dodgy characters and stuff. 

>Perhaps if enough people mail them they'll do an IDE update for the 
>yaroze compiler that provides the same fixes. 

> 


Or if enough people moan here... 


>I suggest you check out what the ProDev version (which isn't that far 
>ahead of the Yaroze one) costs. The differance is measured in thousands. 
>And Metrowerks aren't overcharging for it in context. Several companys 
>charge much more than that: 

> 


I agree that CW is a bargain at £90. 


>eg. Microtec 68000 dev tools for embedded systems: 

>£1000 for the C compiler + assembler 

>£1000 for the C++ compiler (requires the C/assembler package) 

>£1500 for the debugger (and you have to port the monitor program yourself 
>which is a bugger even for experienced 68K experts) 

> 
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And the Microtec compiler is a bit smelly, GNU is better. 


> 

>> The only reason I see for using CodeWarrior is the debugger, which beats 
the 

>> GNU one hands down. The rest of the system ranges between merely 
acceptable 

>> and downright incompetent. 

> 

>The debugger is a big step beyond the GNU one. The rest of the systemis 
actually 

>rather good. The compiler itself is very fast compared to GNU, 

>and the code browsing stuff is excellent (better in many respects than the 
>Microsoft IDE). 

> 

> 

Ah, now this *is* a reply to something I said. I was probably a bit cruel... 
should have said "good to buggy" 


>(fed up of whinges on this subject - why not whinge at the lack of a 
fileserver 
>that works via serial for GNU instead?) 


OK... Why oh why isn't there a GNU fileserver? 


I'm fed up of these CW arguments as well, as I can never decide which side 
I'm on +=) 


Mark 


—-MESSAGE FILE 2777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01483 


-—-MESSAGE FILE 2778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001484 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 21:09:50 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldch7w4.4xlo6a9zgzo0N@al-88-100.a1l.nl1> 

References: <35AFC525.5495@virgin.net> <memo.19980719113335.29027A@jmhannan.compulin 
k.co.uk> <Olbdb2aa$9%ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <ldcgxn6.oa0j4kwjv7r 
4N@al-88-104.al.nl> <35B333EC. 8A54C30C@easynet.co.uk> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> 

> Well, there's three things about Windows 95 I love and wish my Mac could 
> do: 

> 1) Alt-tab between applications - even when a dialog box is open in one 
> of the apps 

> 2) Copy and paste files from one location to another (I hate juggling 

> with multiple, overlapping windows on the Mac) 

> 3) Alt-key keyboard shortcuts for every menu item (I rarely use the 

> mouse when using Win 95 and its so much faster) 

I agree! 

DEnnis. 


—-MESSAGE FILE 2778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01484 


—-MESSAGE FILE 2779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001485 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.problems.pc 
Subject: Re: Producing CDs to use on Playstation 

Date: Mon, 20 Jul 1998 21:09:54 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldch7y9.lihnm0y11h877kN@a1-88-100.al.n1> 
References: <35AE76BA.4CB2@virgin.net> 

NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1485 scee.yaroze.problems 
-pc:126 


Pankaj Gautama <pankaj.gautama@virgin.net> wrote: 


I was wondering if it was possible to put a yaroze demo onto a CD so I 
can show my friends on their PSXs?? 


> 
> 
> 
> Sorry, I should say possible without professional services being 

> requested ie can I use my PC/Yaroze/CD-Writer?? 

No, it's not possible (legaly). This question rises every couple of 
months. You can use a golddisk and a chipped PSX as I heard, but I never 
tried that myself. To get games on a CD you can enter the Fame Game 
contest. It means that if you 'win' your game will be put ona 
cover-disk of a magazine. 


cheers DEnnis.. 
—-MESSAGE FILE 2779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01485 


—-MESSAGE FILE 2780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001486 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Mon, 20 Jul 1998 21:09:57 +0100 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ldch86o0.t7aetgj2iah8N@al—-88-100.al.nl1> 

References: <6o0obuvSofp15@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-100.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:67 scee.yaroze.freetalk.english:1 
486 scee.yaroze.mydemos:232 


Make a small banner-like of image of your demo's list. I will put it 
(linked to your page) on my page. 


DEnnis.. 


It's here! 

Please get vaguely into it! 

The New Member Demos hub is now online at the following sites: 
http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 
http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 

Please check it out, get what it's all about and bookmark it! Then, when 
you next have something new to post, let me know about it using the form 


on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
Now, if only I could get in touch with those pesky SCEI lads... 


VVVVVVVVVVVVVV VV 


Nick F 
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PS This idea won't die. I really, really *will* keep this site updated! 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",...despite all that's happened, there are still 

some people with a sense of humour!" 

—-MESSAGE FILE 2780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01486 


VVVVVVV VV 


-—-MESSAGE FILE 2781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001487 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Mon, 20 Jul 1998 21:10:02 +0100 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldch8jj.116k2u5e98xkrN@al-—88-100.a1l.nl1> 
References: <35B35498.6FCD@saqnet.co.uk> 
NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


You got me curious. What happened? 
DEnnis.. 
Hiya all, 


I suppose most of you will have checked out the 'Plagiarism' bit in 
the members homepages section of the WWW site (if not, do so now). Now, 
I don't have anything to do with it - aside from the fact the tutorial 
will prove v. handy for my GDUK entry :-) - but I do have one opinion 
which I think is a fair one... 

Why is it that whenever something like this happens, people feel the 
need to shout about it from the rooftops? George - couldn't you have 
mailed Paul privately and discussed the matter via e-mail between 
yourselves? Certainly, it would be a bit more mature than screaming and 
pointing the finger in front of everyone (which is *exactly* what you 
did). And as a SCEE employee, as opposed to a regular member, you must 
appreciate that is NOT acceptable behaviour :-( 

Now, I don't want to contribute to some little feud by forcing George 
to justify his right to indignation, but to me the situation is very 
difficult. I've barely mastered the art of displaying sprites, but after 
scouring numerous sprite tutorials I have to admit they all say pretty 
much the same thing (in many cases, almost exactly the same thing)! Is 
it really so unlikely that 2 people's routines for a fairly simple task 
should be so alike? 


Personally, I don't think that any member would do anything so dumb 
as to post another person's code and pretend it was their own. It isn't 
exactly the most amazing, intricate bit of work on the site, is it? 
George - I'm really looking forward to your tutorial and you can bet 
-—-MESSAGE FILE 2781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01487 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


--MESSAGE FILE 2782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001488 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Mon, 20 Jul 1998 19:59:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6p042i$46011@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <35B36B5B.5529B919@easynet.co.uk> <6ovvgf$4 
608@chuka.playstation.co.uk> 
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NNTP-Posting-Host: client87b5.globalnet.co.uk 


X-Newsreader: 


X-MimeOLE: 


Hi, again 


Page 1766 


Microsoft Outlook Express 4.71.1712.3 


Produced By Microsoft MimeOLE V4.71.1712.3 


made a few alterations to my page, like take out the tables, the page should 
load with netscape know (it took me two times to get it to load) the 


pictures are not displayed but the 
isn't really much to it but your wel 


it I wont be labeling you as a plagiarisor 


Paul 


PS 


If you still cant get into my site sorry, 
couple of minutes, I will look at my html code 


Bg Viewer can know be downloaded, there 
lcome to look at it and if you use any of 


I wrote the html code ina 


and sort it out. 


—-MESSAGE FILE 2782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01488 


—-MESSAGE FILE 2783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001489 


Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 


Newsgroups: 


Subject: 


"scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 


Re: Producing CDs to use on Playstation 


Date: Mon, 20 
Organization: 
Lines: 17 


Message-ID: 
References: 


Jul 1998 21:10:07 +0100 
Debri Productions 


867A13E@sinclair.net> 
NNTP-Posting-Host: al-88-100.al.nl 
X-Newsreader: 


MacSOUP 2.3 (unregistered) 


Joshua Meeds <dreamer@sinclair.net> wrote: 


it woul 


they don't 


Sony wouldn't do this - 


d all 


<ldch8mu.1108tez7ajxisN@al-—88-100.al.nl> 
<35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35B2BA4B.3 


from what I understand, there are three reasons 
let us write our own CD's. First 


off is the simple reason, 


ow piracy. Second, this would make the Yaroze too close to 


a full 


devel 


probabl 


VVVVVVVV V 


start writing their games for CD 
other members couldn't download and check out, thus defeating the 
purpose of the "Net" part of Net Yaroze. 


lopment kit, thus causing problems with developers who 
ly paid excess of $20,000 for theirs. 


I agree with your point, but I don't think the 
means Internet. As far as I know it's a part of the name (Japaneze 


word). 


DEnnis.. 


And third, people would 


(I know I would), making games that 


"Net ' from Net Yaroze 


—-MESSAGE FILE 2783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01489 


—-MESSAGE FILE 2784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001490 


Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 


Newsgroups: 


Subject: 


scee.yaroze.freetalk.english 


Re: Limited Edition Net Yaroze Disc 


Date: Mon, 20 
Organization: 


Lines: 8 


Message-ID: 
References: 


Jul 1998 21:10:12 +0100 
Debri Productions 


gin.net> <35A4ED6E.COFEDFB1@easynet.co.uk> 
NNTP-Posting-Host: al-88-100.al.nl 
X-Newsreader: 


MacSOUP 2.3 (unregistered) 


<ldch8sx.m8g0qxk3r04jN@a1l-88-100.a1l.nl1> 
<memo.19980704111102.48919B@jmhannan.compulink.co.uk> <359F8F4D. 6ABF@vir 
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> Seems the best stuff is coming from outside of the UK at the moment. 
> Shame. 
> 


Agree, Airbob is nice and the wipeout-clone too! 


DEnnis.. 
—-MESSAGE FILE 2784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01490 


—-MESSAGE FILE 2785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001491 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Limited Edition Net Yaroze Disc 

Date: Mon, 20 Jul 1998 21:10:15 +0100 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldch8w2.11lsco801lwiepg5N@al-88-100.a1l.nl> 

References: <memo.19980704111102.48919B@jJmhannan.compulink.co.uk> <359F8F4D.6ABF@vir 
gin.net> <35A4ED6E.COFEDFB1@easynet.co.uk> <35a559fa.299837@news.playstation.co.uk> 
<6o0ks5gS$ofp4@chuka.playstation.co.uk> <usokinx2b.fsf@cybec.com.au> <6omu6hSofp12@chu 
ka.playstation.co.uk> <35AFOBA7.7C33@saqnet.co.uk> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> I never even got a questionnaire, and I live in Blighty :-( And those NY 
> disks are v. cool (I managed to see Mr Frosty's) it's a shame that there 
> wasn't an option for us to buy them... 

> 

> Which worries me - am I not on the SCEE mailing list or summat? 

> 


I was afraid that I would get it a week later (post to Holland sometimes 


takes a week). So I mailed to Sarah that I was afraid that I would miss 
my chance, so we worked it out and now I have one too. Sorry to say for 
all who doesn't have it, it's great!!! I would have paid at least a 


tenner for this CD. It gives a clear shot on the possebilities of the 
NY. 


DEnnis.. 
—-MESSAGE FILE 2785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01491 


—-MESSAGE FILE 2786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001492 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Mon, 20 Jul 1998 21:10:19 +0100 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldch93s.13vttmd9fk6éswN@al-—88-100.a1l.nl> 

References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
uk> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 
> I've just joined ICQ! 
> 

> My ICQ# is 15731348 

> 
> 
> 


Herbs 
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If you want nummbers from other members, have a look at my profilelist. 
http://www.netyaroze-europe.com/~madmac 


DEnnis.. 
—-MESSAGE FILE 2786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01492 


—-MESSAGE FILE 2787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001493 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough... 

Date: Mon, 20 Jul 1998 21:10:21 +0100 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldch97t.sdrollrx5midN@al1-88-100.a1l.nl1> 
References: <35ACA54E.576A195A@easynet.co.uk> 
NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I can't code a thing, but the black box is one of the best things that 
ever happenend to me!! 


DEnnis.. 
I dunno... 
I'm thinking of ditching my Yaroze. 


> 
> 

> 

> 

> I'm finding it such a struggle just to do the basics (display sprites, 

> switch between different offset values and texture pages, program the 

> joypad). Other people's code runs fine, and I understand it pretty well, 
> but when I try and write my own stuff, nothing works! Most of the time 

> I'm just trying to rejig standard code into more manageable chunks (like 
> breaking stuff up into functions) but it all seems to fall apart as soon 
> 
> 
> 
> 
> 
> 
> 
> 
> 


as I start tinkering. 


I hope I get something out of the Middlesex course in a couple of weeks. 
Otherwise, I'll have to hand the machine over to the RSPCP (Royal 
Society for the Prevention of Cruelty to Playstations) 


Depressed 


Phil 
—-MESSAGE FILE 2787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01493 


—-MESSAGE FILE 2788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001494 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 20:07:25 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 35 

Message-ID: <35B3956B.BFC61CE9@nospam.easynet.co.uk> 

References: <Olbdb2aaS$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090 
139.37215A@jmhannan.compulink.co.uk> <35B33557.10D7DA9D@easynet.co.uk> <6o0vvu9$4609@ 
chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 
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Mark Wilson wrote: 


> >My thoughts exactly. Everyone says 'The IDE sucks' etc but NOBODY SAYS 

> WHY!!! I think the IDE definitely does not suck, for 

> >the reasons I outlined earlier. 

>> 

> 

> OK, first of all, I would never say "The IDE sucks" because it's a horrid 

> Americanism ;-) 

> 

> The editor is TERRIBLE. Can't mark a column of text. No keystroke macros. 

> Can't search & replace over a marked block. 

That's two reasons. I don't think these make it a terrible editor. What about 
balancing your curly brackets and your parentheses for you - or being able to 


double click on a curly bracket to select the whole section - quite useful I 
find. 


> The project manager is OK. Actually quite good, if I'm being honest. 
> 


> Window update is slow and messy. 
Hmm. sometimes. The Mac version is better than the Win 95 one. 


The debugger is useful, but utterly untrustworthy when it comes to 
displaying variables. The amount of time I've wasted because CW is telling 
me that variables have incorrect values, when they don't really, amounts 
COs 2 WET, Loess 


Are you sure its CW that's at fault, or is it your code ;) 
Phil 


—-MESSAGE FILE 2788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01494 


—-MESSAGE FILE 2789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001495 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Mon, 20 Jul 1998 20:15:30 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 19 

Message-ID: <35B3974E. 9E531AEF@nospam.easynet.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcS$eb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35b33cd8.15429511@news.sc 
ea.sony.com> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Matthew Hulett wrote: 


> If you ever feel buggered again, just take a break. 
Gumpf! 
> ... can 


> only absorb so much in a given time. 


phnaar phnaar! 
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> 
> -Matt, who apologizes for being so touchy-feely! 

Phil, who apologises for being Finbar Saunders 


—-MESSAGE FILE 2789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01495 


—-MESSAGE FILE 2790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001496 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Mon, 20 Jul 1998 20:23:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35B39948.557@manc.u-net.com> 

References: <35B35498.6FCD@saqnet.co.uk> <35B36B5B.5529B919@easynet.co.uk> <6ovvgf$4 
608@chuka.playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Paul Bircham wrote: 

> G Bain has e-mailed me about this and I have e-mailed him back, 
> As for me copying his work I have to say that I havent, I know 
> this is my word against his, but at the end of the day I am not 
> that bothered about it. 


Sorry Paul but I looked at your code and George's examplel4 code 
and there are very many similarities -- too many for coincidence. 


The damning evidence to me is LINE 220 of your main.c 


}// end InitMAP 


Your function is actually called InitMap. Note the case? Guess 

what George called his initmap func -- yep InitMAP. Also George 

has an //end FUNCTION comment at the end of ALL of his functions 

but you chose to do it only for IntCells and InitMap, why? (with a typo 
on InitMap?) Coincidence? Mmmm. I'd like to believe you Paul but I 
have to sympathise with George on this as even though it is a small 
and trivial demo all you had to do was put 'based on code by 

George Bain' at the top to avoid this sorry afair. I hope no-one rips 
off my code as I release all my source, and would be very pissed off 
if it got looted. 

Own up and apologise Paul or we need to hear more from the Defense.. 


Jim (P.I. but with no Ferrari) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01496 


—-MESSAGE FILE 2791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001497 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 12:57:38 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <6p06vaScv95@scea> 

References: <Olbdb2aaS$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090 
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139.37215A@jmhannan.compulink.co.uk> <35B33557.10D7DA9D@easynet.co.uk> <6o0vvu9$4609@ 
chuka.playstation.co.uk> <35B3956B.BFC61CE9@nospam.easynet.co.uk> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


<CodeWarrior love/hate session omitted> 


Well, from what I've read in this thread, everybody wants Codewright 
(http://www.premia.com/). This is the worlds best editor! It does almost 
everything I've seen people whining about. The only thing you won't be able 
to do is have a GUI debugger, but you can set it up to manage and build your 
projects. 


Check it out. Not sure what the $$$ is since my company thankfully 
purchases all my dev tools for me... 


-Steve 


Steve Spiller 

C/C++ Developer 
ConnexT, Inc. 
http://www.connext.com 
ICQ# 15056972 


"The dumber people think you are, the more surprised they're going to be 
when you kill them." -- William Clayton 


-—-MESSAGE FILE 2791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01497 


—-MESSAGE FILE 2792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001498 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Mon, 20 Jul 1998 21:45:56 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35b3ba2e.440957208@news.scea.sony.com> 

References: <6o0o0buvSofp15@chuka.playstation.co.uk> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.announce:68 scee.yaroze.freetalk.english:1 
498 scee.yaroze.mydemos:233 


This is a great idea. It would be nice to go to one page to reference 
all the demos instead of having to jump around web sites all the time. 
I'll put a link on the FAQ. 


Jamin 


On Fri, 17 Jul 1998 21:24:50 +0100, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


>It's here! 

> 

>Please get vaguely into it! 

> 

>The New Member Demos hub is now online at the following sites: 
> 

>http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 

> 
>http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 
> 
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>Please check it out, get what it's all about and bookmark it! Then, when 
>you next have something new to post, let me know about it using the form 
>on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
>Now, if only I could get in touch with those pesky SCEI lads... 

> 

>Nick F 

> 

>PS This idea won't die. I really, really *will* keep this site updated! 
> 
>http://www.saqnet.co.uk/users/nickf 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 
>ICQ #9464742 


>"...despite all that's happened, there are still 
>some people with a sense of humour!" 

> 

> 

> 

> 


-—-MESSAGE FILE 2792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01498 


-—-MESSAGE FILE 2793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001499 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Mon, 20 Jul 1998 23:08:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6p0f8b$46012@chuka.playstation.co.uk> 

References: <Olbdb2aaS$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090 
139.37215A@jmhannan.compulink.co.uk> <35B33557.10D7DA9D@easynet.co.uk> <6o0vvu9$4609@ 
chuka.playstation.co.uk> <35B3956B.BFC61CE9@nospam.easynet.co.uk> 

NNTP-Posting-Host: userm443.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 5.00.0518.4 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0518.4 


>That's two reasons. I don't think these make it a terrible editor. What 
about 


>balancing your curly brackets and your parentheses for you - or being able 
to 
>double click on a curly bracket to select the whole section - quite useful 


1 

>find. 

> 

Hmm, didn't know about the last thing, sounds quite good. 


>Are you sure its CW that's at fault, or is it your code ;) 
> 


Bit of both usually! :-) 


—-MESSAGE FILE 2793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01499 


—-MESSAGE FILE 2794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001500 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: 21 Jul 1998 18:29:57 +1000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Sender: thutton@TECH10 

Message-ID: <uiukr7gje.fsf@cybec.com.au> 

References: <35AFC525.5495@virgin.net> <6opmgnSofp17@chuka.playstation.co.uk> 
<35B38262.186E232A@hinge.mistral.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:442 scee.yaroze.freetalk.english 

21500 


Craig Graham <c_graham@hinge.mistral.co.uk> writes: 

> > The only reason I see for using CodeWarrior is the debugger, which beats the 
> > GNU one hands down. The rest of the system ranges between merely acceptable 

> > and downright incompetent. 

> 

> The debugger is a big step beyond the GNU one. The rest of the systemis actually 


I didn't buy CodeWarrior because a) I'm very familiar with GNU and b) 
I don't run Windows. So I'm curious about the CW debugger, since 
everyone seems to rave about it. 


I currently use gdb within emacs, giving me full source code debugging 
capabilities rather than the line oriented 'plain' gdb. Could someone 
compare the CW debugger with gdb running in, say, DDD or xxgdb? Is it 
*just* the interface that people don't like about gdb? 


Thanks, 


Toby. 
-—-MESSAGE FILE 2794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01500 


—-MESSAGE FILE 2795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001501 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Tue, 21 Jul 1998 09:46:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6p1kh7$46014@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <35B36B5B.5529B919@easynet.co.uk> <6ovvgf$4 
608@chuka.playstation.co.uk> <35B39948.557@manc.u-net.com> 

NNTP-Posting-Host: client87£3.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 


I have noticed that and it is part of my comments from the program (the 2D 
platformer) I copied it from, but I do see how people could see it was a 
copy, but at the end of the day I dont really think it is that the program 
is that great. 


Paul 


James Shaughnessy wrote in message <35B39948.557@manc.u->Sorry Paul but I 
looked at your code and George's examplel4 code 


>and there are very many similarities -- too many for coincidence. 
>The damning evidence to me is LINE 220 of your main.c 

> 

>}// end InitMAP 

> 

>Your function is actually called InitMap. Note the case? Guess 
>what George called his initmap func -- yep InitMAP. Also George 


>has an //end FUNCTION comment at the end of ALL of his functions 

>but you chose to do it only for IntCells and InitMap, why? (with a typo 
>on InitMap?) Coincidence? Mmmm. I'd like to believe you Paul but I 
>have to sympathise with George on this as even though it is a small 
>and trivial demo all you had to do was put 'based on code by 
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>George Bain' at the top to avoid this sorry afair. 1 hope no-one rips 
>off my code as I release all my source, and would be very pissed off 
>if it got looted. 

>Own up and apologise Paul or we need to hear more from the Defense.. 

> 

>Jim (P.I. but with no Ferrari) 


>—— 

> 

>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


—-MESSAGE FILE 2795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01501 


—-MESSAGE FILE 2796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001502 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Tue, 21 Jul 1998 10:24:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6plmqa$46015@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <ldch8jj.116k2u5e98xkrN@al-—88-100.al1.nl1> 
NNTP-Posting-Host: client14d4.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 


When I just thought that it wasn't worth the effort to make source code 
available to net yaroze members, I recieved an e-mail from another member 
(I'll with hold is name, because I don't know if he would want me to show 
it) this member actually found my demos to be of some help (I think it was 
the sprite demos, which seeing as how many are available for displaying a 
sprite, I wasn't expecting anyone to use it) 


I have now decided that I will continue to put up source to some of my 
programs and frankly I wont be bothered if people claim its there work if it 
helps someone then that can only be better for NY members, can't it? 


OK then, one of the questions he asked me was on sprite sizes, I told him 
the largest sprite that can be displayed using a single GsSPRITE was 
256*256, but this is what im not sure about, so any help on this would be 
great. 


I then told him that the largest sprite that can be done if you wanted to 


use scaling, rotation etc.. (With GsSortSprite()) would be an image the size 
of a texture page (64*256) I am not sure about this as I remember reading 
somewhere that there was a limitation of the GsSortSprite() in that it could 


only hanlde images of a certain size, and any size over that would have to 
use GsSortFastSprite(). 


If anyone can clear this up, I would be grateful. 

PS 

You may have noticed I said the largest sprite that can be displayed using a 
Single GsSPRITE is 256*256, well my next demo will be a program that 


displays a 320*256 tim file using two GsSPRITEs. 
This should take me a couple of days at most. 


Paul [Doodle] 


-—-MESSAGE FILE 2796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01502 
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-—-MESSAGE FILE 2797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001503 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Tue, 21 Jul 1998 10:34:34 +0100 

Organization: Intelligent Research 

Lines: 22 

Message-ID: <35B460AA.FB34A232@hinge.mistral.co.uk> 

References: <Olbdb2aaS$9ddaf980Sf2e832a2@gbain.wav.scee.sony.co.uk> <memo.19980720090 
139.37215A@jmhannan.compulink.co.uk> <35B33557.10D7DA9D@easynet.co.uk> <6o0vvu9$4609@ 
chuka.playstation.co.uk> <35B3956B.BFC61CE9@nospam.easynet.co.uk> <ép06vaScv95@scea> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Steve Spiller wrote: 


> Well, from what I've read in this thread, everybody wants Codewright 
> (http://www.premia.com/). This is the worlds best editor! It does almost 


I've got Codewright. I use it for my 8051 projects. Nice, but the code 
browserisn't as good as the one in CodeWarrior.... 


> Check it out. Not sure what the SSS is since my company thankfully 
> purchases all my dev tools for me... 


It costs a lot more just for the editor than CodeWarrior does for the wholething 
(several time more). 


> -Steve 


Craig. 


—-MESSAGE FILE 2797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01503 


—-MESSAGE FILE 2798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001504 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... (and big sprites) 

Date: 21 Jul 1998 11:07:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01bdb497$67285600Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35B35498.6FCD@saqnet.co.uk> <ldch8jj.116k2u5e98xkrN@al—-88-100.al.nl> ՀՇ 
plmga$46015@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote in article 
<6plmqa$46015@chuka.playstation.co.uk>... 

> You may have noticed I said the largest sprite that can be displayed 
using a 

> single GSSPRITE is 256*256, well my next demo will be a program that 
> displays a 320*256 tim file using two GsSPRITEs. 

> This should take me a couple of days at most. 


// Display arbitrary width 256 colour image with multiple sprites 
// - only works if you left-align the image to a tpage boundary 
void SortBigSprite256(GsSPRITE "Տ, GsOT *ot, unsigned short pri) 
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{ // preserve the original tpage and width 
unsigned short original_tpage=s-—>tpage; 
unsigned short original_width=s->w; 
register short w=(short)s->w; 


// Segment and display by texture page 
Տ-»ա-128: 
do{ 


// test for last bit of image (can remove if your image it a multipl 
e of 
128 in width) 

if (w<128) s->w=w; 

// sort image segment 

GsSortFastSprite(s,ot,pri); 

w-=128; 

s->tpagett; // next tpage... 

} while (w>0); 


// restore the original tpage and width 
s->tpage=original_tpage; 
s->w=original_width; 


} 
> Paul [Doodle] 


Craig. 

(I probably ripped this off, I expect...anyone want to claim it? Honestly?) 
—-MESSAGE FILE 2798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01504 


-—-MESSAGE FILE 2799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001505 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Gs_Sprite sizes 

Date: Tue, 21 Jul 1998 12:23:51 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <35B47A47.1C4F7F22@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Sprites can be a maximum of 256 * 256. It's important to distinguish between the REN 

DERED width (the 

width you see on the screen) and the DATA width (the width of the image in VRAM). If 
you're using a 

15-bit TIM, the rendered width is the same as the data width. For an 8 bit TIM, the 
rendered width 

is double the width of the data width, because the data is compressed into half the 
space. And fora 
4 bit tim, the rendered width is 4 times the size of the data width, for similar rea 
sons. 


The size of a texture page is always 256x256 _rendered_ pixels, but in terms of VRAM 
this might mean 
256, 128 or 64 VRAM words (16 bits each) depending on whether you're using 15bit, 8b 
it or 4bit tims. 


When you're specifying UV coords, it's in rendered pixels, not VRAM words. Thus the 
maximum UV 
coords you can specify are always 255,255, and the smallest is 0,0. If you want tod 
isplay something 

bigger, you'll have to split it up into more than one sprite. 


Cheers, 


James 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Biggest Oxymoron: MICROSOFT WORKS 
—-MESSAGE FILE 2799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01505 


—-MESSAGE FILE 2800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001506 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Gs_Sprite sizes 

Date: Tue, 21 Jul 1998 12:24:04 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <35B47A54.A6126CE0@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Sprites can be a maximum of 256 * 256. It's important to distinguish between the REN 

DERED width (the 

width you see on the screen) and the DATA width (the width of the image in VRAM). If 
you're using a 

15-bit TIM, the rendered width is the same as the data width. For an 8 bit TIM, the 
rendered width 

is double the width of the data width, because the data is compressed into half the 
space. And fora 
4 bit tim, the rendered width is 4 times the size of the data width, for similar rea 
sons. 


The size of a texture page is always 256x256 _rendered_ pixels, but in terms of VRAM 
this might mean 
256, 128 or 64 VRAM words (16 bits each) depending on whether you're using 15bit, 8b 
it or 4bit tims. 


When you're specifying UV coords, it's in rendered pixels, not VRAM words. Thus the 
maximum UV 
coords you can specify are always 255,255, and the smallest is 0,0. If you want tod 
isplay something 

bigger, you'll have to split it up into more than one sprite. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Biggest Oxymoron: MICROSOFT WORKS 
—-MESSAGE FILE 2800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01506 


--MESSAGE FILE 2801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001507 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite sizes (was Plagiarism...) 

Date: Tue, 21 Jul 1998 12:29:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35B47BB5.1109@manc.u-net.com> 

References: <35B35498.6FCD@saqnet.co.uk> <ldch8jj.116k2u5e98xkrN@al-—88-100.al.nl> ՀՇ 
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plmga$46015@chuka.playstation.co.uk> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I then told him that the largest sprite that can be done if you 
wanted to use scaling, rotation etc.. (With GsSortSprite()) would be 
an image the size of a texture page (64*256) I am not sure about this 
as I remember reading somewhere that there was a limitation of the 
GsSortSprite() in that it could only hanlde images of a certain size, 
and any size over that would have to use GsSortFastSprite(). 


> 
> 
> 
> 
> 
> 


Sprites can most definitely be upto 256x256, be them 4 or 8 bit 

clut, or 15 bit direct, and be them registered with SortSprite or 
SortFastSprite. 

In Gravitation my title is enlarged to 16384 (ONE<<2) in the pixellated 
intro scroll and that is made up of two 15-bit direct sprites (one 
being 184 pixels wide when sized ONE), both GsSortSprite'd. 

I think problems occur in rotating large sprites (a major reason 

for not GsSortFAST'ing in the first place) but I guess that's 

to do with insufficient packet space, not a size limitation. 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01507 


-—-MESSAGE FILE 2802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001508 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Tue, 21 Jul 1998 14:11:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35B49364.B6065559@ndirect.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
.co.uk> <35BODBC5.17120DA7@nospam.easynet.co.uk> <6o0qv6s$4601@chuka.playstation.co.u 
k> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-35.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Paul Bircham wrote: 

Hi 

the question wasnt aimed at me but, I will try to answer the question 
extern is used because unlike GsSPRITE and so on this variable (GsDISPENV) 
is not defined by you, your program, it is defined elsewhere, I think it is 


the variable that is used in <libps.h> (I am not sure about this, I think 
its used by the NY to hold screen info, like height etc...). 


GsDISPENV is a system variable and declaring it an extern in your program 
tells the compiler not to create space for this variable but to use the 
space allocated by its previous declaration, so that any alterations to it 
will affect the program that uses it. 


VVVVVVVVVVV VV 
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If you dont declare it as an extern, when your program is compiled, the 
variable will only be used by your program and will not be used by libps.h, 
so you wont really be altering the display environment. 


I know this isn't that clear Im tired I have been working all day (8:00am 
til 8:00pm, not wise) so if anyone else can explain it better im sure they 
will 


VVVVVVV VV 


Spot on Paul. I couldn't have explained it better myself. :) 


Herbs 


—-MESSAGE FILE 2802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01508 


-—-MESSAGE FILE 2803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001509 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Tue, 21 Jul 1998 15:45:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6p29kh$46016@chuka.playstation.co.uk> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35AF54DF.121225D8@ndirect 
.co.uk> <35BODBC5.17120DA7@nospam.easynet.co.uk> <6o0qv6s$4601@chuka.playstation.co.u 
k> <35B49364.B6065559@ndirect.co.uk> 

NNTP-Posting-Host: client8531.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Alex Herbert wrote in message 


>Spot on Paul. I couldn't have explained it better myself. :) 
> 

>Herbs 

> 


Thanks 


Paul [Doodle] 


—-MESSAGE FILE 2803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01509 


—-MESSAGE FILE 2804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001510 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Tue, 21 Jul 1998 17:58:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <35b4d4f£0.1141862@news.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <Olbdb3f£5$ba7178c0$f30b0a0a@Angelal.intelli 
gent-group.com> 

NNTP-Posting-Host: p40-buzzard-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 20 Jul 1998 15:49:55 GMT, "Craig Graham" 
<c_graham@hinge.mistral.co.uk> wrote: 


> 
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> 

>Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
><35B35498.6FCD@saqnet.co.uk>... 

>> Hiya all, 

>> 

>> I suppose most of you will have checked out the 'Plagiarism' bit in 
>> the members homepages section of the WWW site (if not, do so now). Now, 
>> I don't have anything to do with it - aside from the fact the tutorial 


>> will prove v. handy for my GDUK entry :-) - but I do have one opinion 
>> which I think is a fair one... 
> 


>Also, I would point out that any code released on the Yaroze is released in 
>the knowledge 

>that it will be used & shared & modified endlessly by the other members. 
>Most code is based 

>on the work of someone else - either cut pasted or included as a whole 
>file. I know of at least 

>one demo on the US site that includes the RsdAnim library. I don't know if 
>my name was mentioned 

>- I don't care. This is a hobby, and to be honest an SCEE tech support 
>geezer should know better. 

> 

>Does George honestly think that Colin Hughes (SCEE's Mr Optimisation) get's 
>creditted 

>in every comercial game he's helped out? Does Colin care? (he may wish to 
>comment on this) 

>And this isn't in the same league. Do comercial games give credit to the 
>reams SCEA/SCEI/SCEE sample 

>code that they can rip off and use directly? I doubt it very much.... 

> 

>> Nick F 

> 

>Summary: If credit is due, you can give it. If you've cribbed a little bit 
>of code 

>from somewhere, well that's just the way it goes. Personally, I don't 
>care...but that's 

>just me. 

> 

>Craig. 

> 


Just to stick in my tuppence worth. It seems to me that a large amount 
of the code that we write on the Yaroze will be pretty much identical 

no matter who writes it. A large amount will be in no way considered 

original, initialising GsSPRITES and GsBG's and the like. I mean it's 

easier to cut and paste a bit of code from someone elses program to do 
this than type it all out yourself. 


I agree that if you use somebody elses library in it's entirety then 
you should acknowledge that person. Or if you blatently nick a cool 
visual effect or something that someones programmed without crediting 
them ( i.e. something original ) then it would be wrong. But for 
something this trivial there is a danger of making people paranoid and 
stop posting their code which surely is the whole point of this 
project anyway. Unless I had looked at some of the code that I have, 
I would never have got as far as I have today ! 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 2804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01510 


-—-MESSAGE FILE 2805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001511 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Tue, 21 Jul 1998 19:38:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
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Message-ID: <6p2n61$46017@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <Olbdb3f5$ba7178c0$Sf30b0a0a@Angelal.intelli 
gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> 

NNTP-Posting-Host: client839c.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 


I agree with u, for instance I recently recieved some notes from middlesex 
Uni for the short course I will be attending and there where a couple of 
good ideas using GsBOXF and GSGLINE to create some good effects and if I 
where to use them I would credit them as the source of the idea as they use 
there own library that keeps the working out of what there functions do 
behind closed doors as it where, but they are not to difficult to figure 
out. 


I agree that worrying if releasing source code that does something so simple 
as demonstrate the use of the sony library functions, then many members are 
going to find a valuable resource of information disapear. 


Paul 


Richard Cutting wrote.... 

>Just to stick in my tuppence worth. It seems to me that a large amount 
>of the code that we write on the Yaroze will be pretty much identical 
>no matter who writes it. A large amount will be in no way considered 
>original, initialising GSSPRITES and GsBG's and the like. I mean it's 
>easier to cut and paste a bit of code from someone elses program to do 
>this than type it all out yourself. 

> 

>I agree that if you use somebody elses library in it's entirety then 
>you should acknowledge that person. Or if you blatently nick a cool 
>visual effect or something that someones programmed without crediting 
>them ( i.e. something original ) then it would be wrong. But for 
>something this trivial there is a danger of making people paranoid and 
>stop posting their code which surely is the whole point of this 
>project anyway. Unless I had looked at some of the code that I have, 
>I would never have got as far as I have today ! 

> 

>Richard. 

>http://www.netyaroze-europe.com/~rcutting 

> 


-—-MESSAGE FILE 2805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01511 


-—-MESSAGE FILE 2806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001512 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 

Date: Tue, 21 Jul 1998 14:27:02 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35B4DD76.17145A13@mail.datasys.net> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35AF9412.F 
3375B9A@compuserve.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nick Slaven wrote: 

> 

> Alex Herbert wrote: 

> > Maybe Sony would consider providing us with tools for making our own CDs. 
> > If we had boot disk (similar to the exising Yaroze boot disk) which loads 
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the libraries and checks for the key card, and then requests that you 
insert a data disk (the data disk being a CD-R), then it would be 
possible. And Sony would not need to worry about us distributing to 
non-members, 'Շօտ the CD-R would not be usable without the boot disk and 
key card. 


V V V V V 


Now thats what I call a good idea! 


VVVVVVV VV 


How about it SONY! 


While that's a good idea, I don't think that it will be possible. I 
believe that the playstation checks for the copy protection scheme 

every time that the cover switch is pressed in, which is what will 

happen when you swap the disks. If there is no copy protection than 
all you can do is spool redbook audio off of the CD. 


*sigh* 


I don't think that it will be possible. Great idea though. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

--MESSAGE FILE 2806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01512 


—-MESSAGE FILE 2807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001513 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 

Date: Tue, 21 Jul 1998 14:28:38 -0400 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <35B4DDD6.7995D05C@mail.datasys.net> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35B2BA4B.3 
867A13E@sinclair.net> <ldch8mu.1108tez7ajxisN@al-—88-100.al.nl1> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


Joshua Meeds <dreamer@sinclair.net> wrote: 


Sony wouldn't do this - from what I understand, there are three reasons 
they don't let us write our own CD's. First off is the simple reason, 
it would allow piracy. Second, this would make the Yaroze too close to 
a full development kit, thus causing problems with developers who 
probably paid excess of $20,000 for theirs. And third, people would 
start writing their games for CD (I know I would), making games that 
other members couldn't download and check out, thus defeating the 
purpose of the "Net" part of Net Yaroze. 


VVVVVVVVV 


I agree with your point, but I don't think the 'Net' from Net Yaroze 
means Internet. As far as I know it's a part of the name (Japaneze 
word). 


VVVVVVVVVVVVVV VV 


From what I understand, the "Net" part does refer to the internet. The 
only japanese word is Yaroze. But I could be wrong. 
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"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

—-MESSAGE FILE 2807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01513 


—-MESSAGE FILE 2808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001514 

Path: chuka.playstation.co.uk!news 

From: peter black <peter.black@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: What's the point of CodeWarrior ?? 

Date: Tue, 21 Jul 1998 20:22:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35B4EA76.150E@virgin.net> 

References: <35AFC525.5495@virgin.net> 

Reply-To: peter.black@virgin.net 

NNTP-Posting-Host: p01l-skua-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:443 scee.yaroze.freetalk.english 
21514 


Pankaj Gautama wrote: 


At the time of purchasing my Yaroze, I also opted for CodeWarrior at the 
awfully decent £90 ;-). 


I unpacked the Yaroze, read the startup guide and proceeded to look at 
some demos, compiling and editing from the wonderful DOS prompt. 


This worked fine. 


Two weeks later (I only do stuff on the Yaroze at Weekends), I thought I 
should try out CodeWarrior. 


What a pile of cack! There's nothing there that I can't do from DOS. 
Granted, I have coding experience and am familiar with makefiles, 
projects and also change control, but to fork out £90 for a glorified 
(bad) editor, with a Yaroze comms program only marginally easier to use 
than SIOCONS, I feel is a complete waste. (sorry for the long sentence - 
bad grammar an' all). 


Unfortunately, I think there's a two week return period for CodeWarrior, 
hence, even though I don't use this product, there's no way for me to 
get my money back! 


Let this be a warning for those who're thinking of buying it - the IDE's 
a bit crap and the only reason to get it is if you can't suss out 
makefiles. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


If any of you know of anything decent that CodeWarrior CAN do, then 
> please let me know, cos I just don't get it! 

as a complete beginner 

all i can say is that codewarrior is absolutly brilliant 

i have little idea of how DOS works and had majour problems getting 
the sound tools to work 


codewarrior has made learning c++ real pleasure 

having all my silly misstakes pointed out 

and being able to watch programs run a line at a time has 
been a real revelation 
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codewarrior is great 


yours peter black 


-—-MESSAGE FILE 2808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01514 


—-MESSAGE FILE 2809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001515 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ARS 2.0 with Gnu 

Date: Tue, 21 Jul 1998 23:56:50 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35B58D32.2A241BA6@sinclair.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hey, has anyone successfully used Craig Grahm's ARS 2.0 with Gnu C? Any 
tips on getting it to compile? I thought I followed the DOC file exact, 
but when I compile just using one command I get this: 


Infinity.c:88: undefined reference to `cg_bload' 
Infinity.c:88: relocation truncated to fit: JMPADDR cg_bload 


Do I have to specially link the ARS lib in? If so, how? The docs show 
to add a couple things to the GCC line, but I still get the messages. 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01515 


—-MESSAGE FILE 2810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001516 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ARS 2.0 with Gnu 

Date: 22 Jul 1998 08:26:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbdb54a$280ba0e0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35B58D32.2A241BA6@sinclair.net> 

NNTP-Posting-Host: d3-s32-197-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Joshua Meeds <dreamer@sinclair.net> wrote in article 
<35B58D32.2A241BA6@sinclair.net>... 

> Hey, has anyone successfully used Craig Grahm's ARS 2.0 with Gnu C? Any 
tips on getting it to compile? I thought I followed the DOC file exact, 
but when I compile just using one command I get this: 


Infinity.c:88: undefined reference to `cg_bload' 
Infinity.c:88: relocation truncated to fit: JMPADDR cg_bload 


V V V V V 
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Don't use cg_bload. It doesn't work. Use open/read/close instead. 


> Do I have to specially link the ARS lib in? If so, how? The docs show 
> to add a couple things to the GCC line, but I still get the messages. 


How exactly are you compiling (exact command line to GCC)? 
You have to put "libar.a" in your libs directory (where "libps.a" is), and 
use the switchs: 


gcc —-DAR_DEBUG main.c -lar 


The "-lar" switch will link in the lib for you. 
> - Joshua Meeds 
Craig. 


—-MESSAGE FILE 2810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01516 


—-MESSAGE FILE 2811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001517 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Had enough...NOT!!! 

Date: Wed, 22 Jul 1998 04:08:47 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35b565a8.156970681@news.scea.sony.com> 

References: <35ACA54E.576A195A@easynet.co.uk> <OlbdafbcSeb493d80$f2e832a2@gbain.wav. 
scee.sony.co.uk> <35AD2FB8.3B6C7CF1@nospam.easynet.co.uk> <35b33cd8.15429511@news.sc 
ea.sony.com> <35B3974E. 9E531AEF@nospam.easynet.co.uk> 

NNTP-Posting-Host: client-—151-198-130-8.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>> If you ever feel buggered again, just take a break. 
> 

>Gumpf | 

> 

>> ... can 

>> only absorb so much in a given time. 

> 

>phnaar phnaar! 

> 

>> 

> 

>> -Matt, who apologizes for being so touchy-feely! 
> 

> Phil, who apologises for being Finbar Saunders 


Cheeky sod. [BG] 


-Matt 


--MESSAGE FILE 2811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01517 


--MESSAGE FILE 2812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001518 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 

Date: Wed, 22 Jul 1998 15:43:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35B5FA80.11BA0BC1@ndirect.co.uk> 
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References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35B2BA4B.3 
867A13E@sinclair.net> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 


> Sony wouldn't do this - from what I understand, there are three reasons 
> they don't let us write our own CD's. First off is the simple reason, 
> it would allow piracy. 


I don't agree. Especially if the boot libs could read an ISO disk without copy 
protection, and the load address was fixed at 0x8090000. I think the memory 
resident Yaroze libs would get in the way of any commecial titles loading. 
(This would only work if the copy protection is in software. If it's hardware 
and can't be overidden by software, then that's a different matter.) Which 
brings me to a question. Can anyone explain why Sony gave us CdReadExec()? I 
can't see any way in which we can use it. 


Second, this would make the Yaroze too close to 

a full development kit, thus causing problems with developers who 
probably paid excess of $20,000 for theirs. And third, people would 
start writing their games for CD (I know I would), making games that 
other members couldn't download and check out, thus defeating the 
purpose of the "Net" part of Net Yaroze. 


VV V V V V V 


Two very valid points, and probably the main reasons that we shouldn't be able 
to write our own CDs. It would be a shame to destroy the Net part of Yaroze. 
I've changed my mind. I don't want to write my own CDs any more. I now think 
it's better this way. :) 


Herbs 


—-MESSAGE FILE 2812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01518 


—-MESSAGE FILE 2813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001519 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: "scee.yaroze.problems.pc;",scee.yaroze.freetalk.english 

Subject: Re: Producing CDs to use on Playstation 

Date: Wed, 22 Jul 1998 21:43:32 +0100 

Organization: Debri Productions 

Lines: 15 
Message-ID: <1dc1516.89kzvs135iy2cN@al-—88-123.al.nl1> 

References: <35AE760E.5BB8@virgin.net> <35AF5419.6ACB73F6@ndirect.co.uk> <35B2BA4B.3 
867A13E@sinclair.net> <ldch8mu.1108tez7ajxisN@al-—88-100.al.nl> <35B4DDD6.7995D05C@ma 
il.datasys.net> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I agree with your point, but I don't think the 'Net' from Net Yaroze 
means Internet. As far as I know it's a part of the name (Japaneze 
word). 


V V V V 


From what I understand, the "Net" part does refer to the internet. The 
only japanese word is Yaroze. But I could be wrong. 


VVVVVVVV 


Yep, sorry I was wrong. I spoke to a japanise guy and he said the same. 
Sorry, my mistake. 
I'll try not to be a wise guy again չ-) 
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DEnnis.. 
—-MESSAGE FILE 2813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01519 


—-MESSAGE FILE 2814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001520 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Wed, 22 Jul 1998 23:09:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <6p5nv9Sbaqpl@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <Olbdb3f5$ba7178c0$f30b0a0a@Angelal.intelli 
gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Richard Cutting wrote in message 
<35b4d4f0.1141862@news.playstation.co.uk>... 

>On 20 Jul 1998 15:49:55 GMT, "Craig Graham" 
><c_graham@hinge.mistral.co.uk> wrote: 

> 

>> 

>> 

>>Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
>><35B35498.6FCD@saqnet.co.uk>... 

>>> Hiya all, 

>>> 

>>> I suppose most of you will have checked out the 'Plagiarism' bit in 
>>> the members homepages section of the WWW site (if not, do so now). Now, 
>>> I don't have anything to do with it - aside from the fact the tutorial 


>>> will prove v. handy for my GDUK entry :-) - but I do have one opinion 
>>> which I think is a fair one... 
>> 


>>Also, I would point out that any code released on the Yaroze is released 
in 
>>the knowledge 

>>that it will be used & shared & modified endlessly by the other members. 
>>Most code is based 

>>on the work of someone else - either cut pasted or included as a whole 
>>file. I know of at least 

>>one demo on the US site that includes the RsdAnim library. I don't know if 
>>my name was mentioned 

>>- I don't care. This is a hobby, and to be honest an SCEE tech support 
>>geezer should know better. 

>> 

>>Does George honestly think that Colin Hughes (SCEE's Mr Optimisation) 
get's 

>>creditted 

>>in every comercial game he's helped out? Does Colin care? (he may wish to 
>>comment on this) 

>>And this isn't in the same league. Do comercial games give credit to the 
>>reams SCEA/SCEI/SCEE sample 

>>code that they can rip off and use directly? I doubt it very much.... 

>> 

>>> Nick F 

>> 

>>Summary: If credit is due, you can give it. If you've cribbed a little bit 
>>of code 

>>from somewhere, well that's just the way it goes. Personally, I don't 
>>care...but that's 

>>just me. 

>> 

>>Craig. 

>> 

> 

>Just to stick in my tuppence worth. It seems to me that a large amount 

>of the code that we write on the Yaroze will be pretty much identical 
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>no matter who writes it. A large amount will be in no way considered 
>original, initialising GSSPRITES and GsBG's and the like. I mean it's 
>easier to cut and paste a bit of code from someone elses program to do 
>this than type it all out yourself. 

> 

>I agree that if you use somebody elses library in it's entirety then 
>you should acknowledge that person. Or if you blatently nick a cool 
>visual effect or something that someones programmed without crediting 
>them ( i.e. something original ) then it would be wrong. But for 
>something this trivial there is a danger of making people paranoid and 
>stop posting their code which surely is the whole point of this 
>project anyway. Unless I had looked at some of the code that I have, 
>I would never have got as far as I have today ! 

> 


Let's face it, in the games programming industry there is hardly anything so 
original that you can say it has only been done by you. I have a set of 
functions laughably put together as a library which I have released on my 
Net Yaroze pages. The full source is included because I thought it would be 
helpful to beginners to see how I did it and maybe they would choose to use 
my 'library' or decide to write their own based on what they learnt from 
mine. I would be pleased if they did credit me if they choose to use my code 
directly but I don't really give a damn as I did release it 'publicly' for 
all and sundry to view/copy/chop-up! If George did not want his code 
plagiarised by other members then he should not have released the source. 
But, as his program was meant as an example, he should have expected 
plagiarism. 


Just my views. I'm sure they are shared by many others :) 


JohnT 


—-MESSAGE FILE 2814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01520 


—-MESSAGE FILE 2815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0001521 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: 23 Jul 1998 11:13:09 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Sender: thutton@TECH10 

Message-ID: <uemvdbc9m.fsf@cybec.com.au> 

References: <35B35498.6FCD@saqnet.co.uk> 
<01lbdb3f£5$ba7178c0Sf£30b0a0a@Angelal.intelligent-—group.com> 
<35b4d4f0.1141862@news.playstation.co.uk> 
<6p5nv9Sbqpl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"JohnT" <johnt@nettech.demon.co.uk> writes: 

> 

Let's face it, in the games programming industry there is hardly anything so 
original that you can say it has only been done by you. I have a set of 
functions laughably put together as a library which I have released on my 
Net Yaroze pages. The full source is included because I thought it would be 
helpful to beginners to see how I did it and maybe they would choose to use 
my 'library' or decide to write their own based on what they learnt from 
mine. I would be pleased if they did credit me if they choose to use my code 
directly but I don't really give a damn as I did release it 'publicly' for 
all and sundry to view/copy/chop-up! If George did not want his code 
plagiarised by other members then he should not have released the source. 
But, as his program was meant as an example, he should have expected 
plagiarism. 


VVVVVVVVVV VV 


That's riduculous. No-one should expect plagiarism. I agree with 
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George in this issue, although I haven't had a look at the code for 
myself. 


George's main complaint is that he believes that Paul copied his code 
*and then claimed it as his own*. Paul then goes on to request that 

if you use the code in your own productions to credit *him*, which is 
rich considering he is allegedly failing to credit George. 


Basically, you shouldn't just steal other people's code without giving 
credit, and you definitely shouldn't steal code and ask credit for 
work that isn't your own. That's why the GPL and BSD licences exist. 


Toby. 


1789 


—-MESSAGE FILE 2815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01521 


—-MESSAGE FILE 2816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001522 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ARS 2.0 with Gnu 

Date: Wed, 22 Jul 1998 22:28:21 -0700 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35B6C9F5.B1EC5F4D@sinclair.net> 


References: <35B58D32.2A241BA6@sinclair.net> <0Olbdb54aS280ba0e0Sf30b0a0a@Angelal. 


elligent-group.com> 

NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 
> 
> 


> Don't use cg_bload. It doesn't work. Use open/read/close instead. 
> 
Ah, thanks for the tip. 


> Do I have to specially link the ARS lib in? If so, how? The docs show 
> to add a couple things to the GCC line, but I still get the messages. 


How exactly are you compiling (exact command line to GCC)? 
You have to put "libar.a" in your libs directory (where "libps.a" is), and 
use the switchs: 


gcc -DAR_DEBUG main.c -lar 


The "-lar" switch will link in the lib for you. 


VVVVVVVVV VV 


I am putting those switches in, and libar.a is in the libs directory. 


Right now (I restarted the program from scratch), I am only using two 
functions, cg_fsinit() and cg_shutdown(), doing printf's in between 
(plus some graphic stuff that isn't related). No matter how I set 
things up, I get this: 


Infinity.c:80: undefined reference to `cg_shutdown' 
Infinity.c:80: relocation truncated to fit: JMPADDR cg_shutdown 


If I do a #define AR_DEBUG, I also get: 


Infinity.c:27: undefined reference to `Շց քտնուն' 
Infinity.c:27: relocation truncated to fit: JMPADDR cg_fsinit 


If I don't do a #define AR_DEBUG, and I remark out the cg_shutdown(), it 
compiles with no errors. 


int 
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Any ideas? 


Thanks, 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01522 


-—-MESSAGE FILE 2817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001523 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ARS 2.0 with Gnu 

Date: 23 Jul 1998 08:17:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 319 

Message-ID: <01bdb61250351c900Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35B58D32.2A241BA6@sinclair.net> <Olbdb54a$280ba0e0S$f30b0a0a@Angelal.int 
elligent-group.com> <35B6C9F5.B1EC5F4D@sinclair.net> 

NNTP-Posting-Host: d3-s4-169-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Joshua Meeds <dreamer@sinclair.net> wrote in article 
<35B6C9F5.BIEC5SF4D@sinclair.net>... 

> Right now (I restarted the program from scratch), I am only using two 
functions, cg_fsinit() and cg_shutdown(), doing printf's in between 
(plus some graphic stuff that isn't related). No matter how I set 
things up, I get this: 


Infinity.c:80: undefined reference to `cg_shutdown' 
Infinity.c:80: relocation truncated to fit: JMPADDR cg_shutdown 


VV NV V V V 


Have you tried compiling the test program that came in the archive 
(it's in the test_ars directory)? 
When I just did a test build of it using: 

gcc -DAR_DEBUG main.c -lar 


It compiled & linked with no errors, and ran as well.... 

I've attatched the files that I used...these definitely compile. 
> - Joshua Meeds 

Craig Graham. 


--MESSAGE FILE 2817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01523 


--MESSAGE FILE 2818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001524 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rs108@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Thu, 23 Jul 1998 13:52:39 +0100 

Organization: I wish! 

Lines: 53 

Message-ID: <35B73217.7281@mdx.ac.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <Olbdb3f5$ba7178c0$f30b0a0a@Angelal.intelli 
gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> <6p2n61$46017@chuka.playst 
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ation.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I wasn't going to comment, but i will now: 

As far as i'm concerned, the yaroze thing is based around courtesy and 
helping one another. There isn't any really original code, and to be 
honest, Almost everything I've done has been cribbed from somewhere or 
another. The problem being that how far do you take these things. In my 
3d coloured box routine it was from seeing a similar thing by James 
Rutherford, who himself copied it from James Shaugnessy, who himself now 
is including 3d coloured box routines. In some cases there is only one 
way of doing things. I would like to get a thank you from someone using 
my stuff, and so far either noone really uses my stuff or only 3 people 
can be bothered to thank me. Its a shame getting a thank you is so 
surprising. 


With regards the specific case of plagiarism that started this off, I do 
have an opinion on it, but by giving it I wold merely by letting this 
thing carry on, so I wont give it. I must admit, saying 'compare the two 
programs' made me shudder as it merely gets other yaroze members 
involved. 


I wish everyone would share code, and its only in certain cases things 
might be kept apart (eg competitions) but even then its hard to justify. 
I may be out here on my own but people who keep stuff to themselves 
plain piss me off. Knowledge doesn't equal power on the yaroze. I mean, 
why not give the source to the Second Offence demo? (for example) There 
isn't anything there that isn't easy for me to replicate, but it just 
means other users may not have access to something they want to do... 
(sigh) Also, everyone should use a) nickfs demo announcement and b) 
madmac's profile page. Go on, its not much effort and these people 
deserve some credit for their effort :) 


aul Bircham wrote: 

I agree with u, for instance I recently recieved some notes from middlesex 
Uni for the short course I will be attending and there where a couple of 
good ideas using GsBOXF and GSGLINE to create some good effects and if I 
where to use them I would credit them as the source of the idea as they use 
there own library that keeps the working out of what there functions do 
behind closed doors as it where, but they are not to difficult to figure 
out. 


V V V V V V V rJ 


You dont have to credit ideas and routines from the course as they are 
so general. Plus, the gline thing was inspired by James Rutherford, and 
the fading boxf trick is standard issue. The bgedit program that you can 
use on the yaroze is by James Shaugnessy, who has kindly let us use it. 
There is a different issue with the course notes, and that covers the 
copyright because the notes are based in an academic environment, and 
other universities could just lift the notes and use them for 
themselves, which author copyright helps prevent. (but some unis are 
using the mdx studd anyway:( )Otherwise copyright has no place on the 
yaroze. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 2818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01524 


—-MESSAGE FILE 2819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001525 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Thu, 23 Jul 1998 18:36:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
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Message-ID: 
References: 


<6p7sb5S$bqp2@chuka.playstation.co.uk> 
<35B35498.6FCD@saqnet.co.uk> <01lbdb3f£5$ba7178c0Sf30b0a0a@Angelal.intelli 


gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> <6p2n61$46017@chuka.playst 


ation.co.uk> <35B73217.7281@mdx.ac.uk> 
NNTP-Posting-Host: client87ec.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote 

>You dont have to credit ideas and routines from the course as they are 
>so general. Plus, the gline thing was inspired by James Rutherford, and 
>the fading boxf trick is standard issue. The bgedit program that you can 
>use on the yaroze is by James Shaugnessy, who has kindly let us use it. 
>There is a different issue with the course notes, and that covers the 
>copyright because the notes are based in an academic environment, and 
>other universities could just lift the notes and use them for 
>themselves, which author copyright helps prevent. (but some unis are 
>using the mdx studd anyway: ( )Otherwise copyright has no place on the 
>yaroze. 


OK, I wasn't sure about some of the effects in the notes, if I used them I 
would at least put a note on my page saying that the info for doing the 
effects was learnt from Middlesex Uni, if only once just to say thanks to u 
for setting up the course and offering it to net yaroze members, as for the 
course notes they wouldn't be much use to many people as you use a library 
of functions that you and Peter created (Im not sure who created it 
actually), and I see your point that other Unis rather than do there own 
notes would take yours as I have recently looked at the 3D tutorial on your 


website and 


I found it very useful for 3D stuff, thanks. 


The BgEdit program, I will have a look at it, hopefully it will be easier to 


create maps, 


and hopefully it will be less time consuming, I was going to do 


a program that allowed you to create a map, but had no idea how to get it 
from the yaroze, back to the PC. 


Can't wait to go on the course, just a couple more days 


Paul [Doodle] 


—-MESSAGE FILE 2819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01525 


—-MESSAGE FILE 2820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001526 


Path: chuka.playstation.co.uk!news 
From: "T Khan" <2bad@lineone.net> 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: coding help 
Date: 23 Jul 1998 17:57:56 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 23 
Message-ID: 


<O1lbdb66c$5c6fdcc0$9a3363c3@default> 


NNTP-Posting-Host: host5-99-51-154.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 


model 


gradually gain speed (accelerate) and slow down. I use the MovelImage 


command. 


And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


Net Yaroze newsgroups message dump.txt Page 1793 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


—-MESSAGE FILE 2820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01526 


—-MESSAGE FILE 2821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001527 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: 23 Jul 1998 18:09:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0lbdb66d$f99f5060S$9a3363c3@default> 

References: <ldb4cbk.swy7hk1k2n062N@al-88-118.al.nl> <6mrl5vSenm20@chuka.playstation 
.co.uk> <6mr2q8Senm21@chuka.playstation.co.uk> <ldb67q0.lgvejskfoo54wN@al-—88-103.al1. 
ու» 

NNTP-Posting-Host: host5-99-51-154.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<1ldb67q0.1lgvejskfoo54wN@al-88-103.al.nl>... 
> Colin Hughes <colin_hughes@playstation.sony.com> wrote: 


>> 
I want one, I want one, I want one..... 
Please..... Can't you arange something? We are thinking and asking for 


such a disk for a wile now. 


DEnnis.. (madmac) 


HV VV V V V V 


' ve got one! 


Tanvir Khan 
--MESSAGE FILE 2821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01527 


--MESSAGE FILE 2822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001528 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 

Date: Thu, 23 Jul 1998 20:47:49 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 50 

Message-ID: <35B79363.9484CD6C@nospam.easynet.co.uk> 

References: <Olbdb66cS$5c6fdcc0$9a3363c3@default> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


T Khan wrote: 


> Hi, 
> 
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Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


VVVVVVVVVVVV VV VV VV V 


Is this the same T Khan of EMAG Design, who was looking for 'gals' for Yaroze 
development? I'm not a gal, but I can probably help you. I'm going to post 
full source to my top-down scrolling game, which also has music, to my web 
site very soon. Just as soon as I get my Web page up. But as my girlfriend is 
just back from New Zealand and I haven't seen her for 4 weeks it might not be 
that soon ;) You will be able to download the code from there. It has code for 
accelerating and braking the car, although it is pretty basic. 


To program the Yaroze you really need to know C, and you need to know a bit 
about the mechanics of game programming. A great book that helped me was 
‘Tricks of the Mac game programming gurus'. You should get a copy - there's 
loads of sample code which you can apply in a Yaroze environment. 


Also look at the members' Web sites - there's plenty of stuff for downloading 
there. Also check out the 2D tuturial stuff (tuto0.c - tuto9.c) that comes օո 
the Codewarrior CD but is also available from the main Yaroze web site (see 
the demos section) 


Best wishes 


Phil 


—-MESSAGE FILE 2822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01528 


—-MESSAGE FILE 2823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001529 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: coding help 

Date: Thu, 23 Jul 1998 22:08:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35B7A657.5C97@manc.u-net.com> 
References: <Olbdb66c$5c6fdcc0$9a3363c3@default> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Khan wrote: 
Can anyone help me? I don't now anything about c programing or 
graphics. I need some serious help. Is there any help on the website 
which I can download or something. 


VVVH 


Get "The C Programming Language (ANSI C)" by Brian W. Kernighan and 
Dennis M. Ritchie. (Prentice-Hall) ISBN 0-13-110362-8 
This is the BIBLE of C books and will get you going. 
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There's LOADS of help around on the newsgroups (a lot of questions 
will have already been answered on relevant NGs) you just have to 
put a bit of effort in a go through it all, learning as you go. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 2823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01529 


—-MESSAGE FILE 2824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001530 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Thu, 23 Jul 1998 22:17:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6p89a8Sbaqp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.34 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hiya all, 


No, not a plug for the demo announcement page (on ~rookiel, yadda, 
yadda) but a question that has been bugging me for a few weeks... 


Is there any way for us Yarozers to get into ECTS this year? I 
visited the website (www.ects.com) and I have already registered as a 


journo due to my status as Associate Editor of N64 Gazetta - "the 
premier British N64 online fanzine" (this IS a plug). Well, I reckon I 
deserve to get in on that basis alone :-) but I think that being a 


Yaroze member also lends all of ստ a certain ‘industry credibility" and 
I was wondering if Sony could use its not-inconsiderable influence to 
get tickets for those of us who wish to go? I know this is maybe being a 
bit cheeky, but what the hell! Please, nice SCEE Yaroze people (Sarah, 
Paul and George), can we go to ECTS??? 


Nick F 


PS I know you can buy tickets for 25 quid a pop but sod that on top of a 
train fare to London from Edinburgh... 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


—-MESSAGE FILE 2824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01530 


—-MESSAGE FILE 2825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001531 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: We're all going to die... 

Date: Thu, 23 Jul 1998 22:45:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <6p8eqmSbaqp4@chuka.playstation.co.uk> 
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NNTP-Posting-Host: modem028.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hey again, 


Believe it or not, I got sent 'Banjo-Kazooie' for the N64 today 
(fresh from the US of A). Aaah, what a game :-) Anyway, I found some օք 
the "warnings" on the packaging amusing, and I thought you lot might 
too... 


FOLLOW THESE PRECAUTIONS WHENEVER USING VIDEO GAMES: 


And another gem in the maintenance section... 


+ For the best TV picture quality, use only the RF switch sold by 
Nintendo 


Wow! I'm glad I'm playing my spanking new 64-bit wonder-game on a 
14-inch portable via an RF cable (with my bedroom light fully on). 
Still, I'm getting a bit drowsy so I'll have a snooze and get my 
flatmates to check I haven't died in my sleep after playing for 3 hours 
without a break... live life on the edge, that's my motto! 


If I don't make it through the night, please keep my demo page going. My 
membername is rookiel, my password is *gurgle*, *splutter*, <inaudible 
murmur>... 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 
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—-MESSAGE FILE 2825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01531 


—-MESSAGE FILE 2826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001532 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: 24 Jul 1998 11:25:12 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Sender: thutton@TECH10 

Message-ID: <uhg08avlz.fsf@cybec.com.au> 

References: <35B35498.6FCD@saqnet.co.uk> 
<O01lbdb3£5$ba7178c0$f30b0a0a@Angelal.intelligent-—group.com> 
<35b4d4f0.1141862@news.playstation.co.uk> 
<6p2n61$46017@chuka.playstation.co.uk> <35B73217.7281@mdx.ac.uk> 

NNTP-Posting-Host: TECH10.mel.cybec.com.au 

X-Newsreader: Gnus v5.3/Emacs 19.34 


Most of what I'll say here applies to software development in general, 
not just Yaroze programming. 


It's not an issue of whether or not to share code (of course it's 
great if you give out your code, that's how other people can learn!) 
but more an issue of giving credit where it is due. 


You don't have to give credit for ideas, unless they're patented I 
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suppose. But if you're using someone else's code and they requested 
that you credit them, or that you allow the modified code to also be 
freely available, or whatever, then you should respect their request. 


If you're going to release your code, and you want to protect it, 
perhaps try reading the GPL (http://www.gnu.org/copyleft/gpl.html) and 
see if it suits you. It suits a lot of other people. A similar, but 
less restrictive licence is the BSD licence. 


For most people though, in the case of Yaroze code in particular, just 
releasing your code to the public domain (ie. *anyone* can use it for 
*anything*) is the easiest option and probably the best for code that 
is simple and the most obvious way to use the Yaroze libraries (as in 
a tutorial). 


Well, that's how I sees it. 

Toby. 

—-MESSAGE FILE 2826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01532 


—-MESSAGE FILE 2827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001533 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: We're all going to die... 

Date: Fri, 24 Jul 1998 02:49:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <35B7E83E.58D1@manc.u-net.com> 
References: <6p8eqmSbqp4@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Yeah, those warnings need to be heeded seriously. I was playing 
Goldeneye as near as FOUR FEET away from my 14" TV when my girlfriend 
came back (with light refreshments), who subsequently dimmed the lights 
to "Low". SUDDENLY my eyes rolled upwards (like experiencing 12-G in 
one of those Air-Force centrifuges) and I began "blacking out". 
Amazingly she knew what to do, having been on a six week intensive 
"Safe Nintendo-Gaming" course. She restored the lighting to "Lakeside 
Shopping Centre" and I regained conciousness. Phew, THAT was close. 
You live and learn. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01533 


—-MESSAGE FILE 2828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001534 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Thu, 23 Jul 1998 22:24:32 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35B81A90.1EE564E6@sinclair.net> 

References: <ldb4cbk.swy7hk1k2n062N@a1-88-118.a1.nl1> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You know, I bet if they made a CD like this with ALL projects, SCEE and 
SCEA, they could sell it to Yaroze members for like, $15 a piece. Just 
an idea, I know I would buy one... 


DEnnis Brinkhuis wrote: 


> 

> I heard that SCEE developed a blackCD with only NY-projects on it. Does 
> anybody know more about this disk and how I can get it? 

> 

> Greatings DEnnis.. 


ո Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01534 


—-MESSAGE FILE 2829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001535 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Fri, 24 Jul 1998 08:30:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35B83821.7224@saqnet.co.uk> 

References: <ldb4cbk.swy7hk1k2n062N@al1l-—88-118.al.nl> <6mri5vSenm20@chuka.playstation 
.co.uk> <6mr2q8Senm21@chuka.playstation.co.uk> <ldb67q0.lgvejskfoo54wN@al-88-103.al1. 
nl> <Olbdb66d$f£99f5060$9a3363c3@default> 

NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> > Please..... Can't you arange something? We are thinking and asking for 
> > such a disk for a wile now. 

>> 

> > DEnnis.. (madmac) 

>> 

> I' ve got one! 

> 

> Tanvir Khan 


Me too! Oh, happy days. I can't wait to get home from work and play 
Snowball Fight, Revolution etc etc on a big 28-inch TV. Woo-hoo! 


Nick F 
—-MESSAGE FILE 2829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01535 


—-MESSAGE FILE 2830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001536 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ARS 2.0 with Gnu 

Date: Fri, 24 Jul 1998 00:33:28 -0700 

Organization: SCEA News Server 

Lines: 43 
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Message-ID: <35B838C8.83A587AC@sinclair.net> 

References: <35B58D32.2A241BA6@sinclair.net> <Olbdb54a$280ba0e0$f30b0a0a@Angelal.int 
elligent-group.com> <35B6C9F5.B1EC5F4D@sinclair.net> <01bdb612$0351c900Sf30b0a0a@Ang 
elal.intelligent-group.com> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Um... I don't understand, I compiled your things, it worked. I then 
compiled my things, no changes, and it worked. Gofig... 8+{D 


In any case, thanks! Not just for the help in getting it working, but 
the great tools/libs you are making. RSDAnim finally opened up the 
world of animated models, and ARS just made it so my RPG can be just as 
cool as I originally imagined. Unfortunately, that means that those 
without Pro Action Replays won't see the full splendor of my game, but 
I'll try to make a version for them (a version without the 24-bit color 
high-res title screen, for example). 


BIW, ever tried to malloc 900K? It don't work. Gotta split that title 
screen up :) 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
—=UÚDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


Craig Graham wrote: 


> 

> Have you tried compiling the test program that came in the archive 
> (it's in the test_ars directory)? 

> When I just did a test build of it using: 

> gcc -DAR_DEBUG main.c -lar 

> 

> It compiled & linked with no errors, and ran as well.... 

> 

> I've attatched the files that I used...these definitely compile. 
> 

> > — Joshua Meeds 

> 

> Craig Graham. 


—-MESSAGE FILE 2830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01536 


-—-MESSAGE FILE 2831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001537 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ARS 2.0 with Gnu 

Date: 24 Jul 1998 07:57:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <01bdb6d8$6a321460Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35B58D32.2A241BA6@sinclair.net> <0lbdb54a$280ba0e0Sf30b0a0a@Angelal.int 
elligent-group.com> <35B6C9F5.B1EC5F4D@sinclair.net> <01bdb612$0351c900Sf30b0a0a@Ang 
elal.intelligent-group.com> <35B838C8.83A587AC@sinclair.net> 

NNTP-Posting-Host: dl-s5-46-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Joshua Meeds <dreamer@sinclair.net> wrote in article 
<35B838C8.83A587AC@sinclair.net>... 


> Um... I don't understand, I compiled your things, it worked. I then 
> compiled my things, no changes, and it worked. Gofig... 8+{D 
Congrats.... 


> In any case, thanks! Not just for the help in getting it working, but 
> the great tools/libs you are making. RSDAnim finally opened up the 
> world of animated models, and ARS just made it so my RPG can be just as 


Wait 'til you see the bones animation system in v1.4 (working now, just 
messing 

with the interface to make it a bit easier to attatch bits of the model to 
the skeleton). 


cool as I originally imagined. Unfortunately, that means that those 
without Pro Action Replays won't see the full splendor of my game, but 
I'll try to make a version for them (a version without the 24-bit color 
high-res title screen, for example). 


V V V V 


Sigh...Sony should have done the Yaroze that way... 


> BTW, ever tried to malloc 900K? It don't work. Gotta split that title 
> screen up :) 


It does from CodeWarrior - it has an include file that sets up the heap & 
stuff 
for you for maximum space.... 


> - Joshua Meeds 
Craig. 


—-MESSAGE FILE 2831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01537 


-—-MESSAGE FILE 2832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001538 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: 24 Jul 1998 08:02:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01lbdb6d9$161252e0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <6p89a8Sbaqp3@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s5-46-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6p8 9a8Sbqp3@chuka.playstation.co.uk>... 


> Is there any way for us Yarozers to get into ECTS this year? I 

> visited the website (www.ects.com) and I have already registered as a 

> journo due to my status as Associate Editor of N64 Gazetta - "the 

> premier British N64 online fanzine" (this IS a plug). Well, I reckon I 

> deserve to get in on that basis alone :-) but I think that being a 

> Yaroze member also lends all of us a certain ‘industry credibility" and 
> I was wondering if Sony could use its not-inconsiderable influence to 

> get tickets for those of us who wish to go? I know this is maybe being a 
> bit cheeky, but what the hell! Please, nice SCEE Yaroze people (Sarah, 

> Paul and George), can we go to ECTS??? 


Phone them on the morning complaining that your tickets didn't turn up 
(they always lose some registrations) - they'll give you a code word to 
quote 

at the on - the door registration desk, and they let you in for nothing at 
the 

door (just make up a company name). I was tea boy for Shit Software a year 
or so back... 
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> Nick F 
Craig. 


—-MESSAGE FILE 2832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01538 


-—-MESSAGE FILE 2833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001539 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 

Date: 24 Jul 1998 08:13:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01lbdb6da$995433c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <Olbdb6é6c$5c6fdcc0$9a3363c3@default> <35B7A657.5C97@manc.u-net.com> 
NNTP-Posting-Host: dl-s5-46-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<35B7A657.5C97@manc.u-net.com>... 

> T Khan wrote: 

> Can anyone help me? I don't now anything about c programing or 

> graphics. I need some serious help. Is there any help on the website 
> which I can download or something. 


Get "The C Programming Language (ANSI C)" by Brian W. Kernighan and 
Dennis M. Ritchie. (Prentice-Hall) ISBN 0-13-110362-8 

This is the BIBLE of C books and will get you going. 

There's LOADS of help around on the newsgroups (a lot of questions 
will have already been answered on relevant NGs) you just have to 
put a bit of effort in a go through it all, learning as you go. 


VVVVVVVVVV 


And a copy of Foley & Van Dam for the graphics guru bit.... 
> Jim 
Craig. 


—-MESSAGE FILE 2833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01539 


-—-MESSAGE FILE 2834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001540 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Fri, 24 Jul 1998 10:32:25 +0100 

Organization: I wish! 

Lines: 8 

Message-ID: <35B854A9.4F9D@mdx.ac.uk> 

References: <ldb4cbk.swy7hk1k2n062N@a1l-88-118.al.nl> <6mrl5vSenm20@chuka.playstation 
.co.uk> <6mr2q8Senm21@chuka.playstation.co.uk> <ldb67q0.lgvejskfoo54wN@al-—88-103.al1. 
nl> <Olbdb66dSf99f5060$9a3363c3@default> <35B83821.7224@saqnet.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Nick Ferguson wrote: 
> Me too! Oh, happy days. I can't wait to get home from work and play 
> Snowball Fight, Revolution etc etc on a big 28-inch TV. Woo-hoo! 


Sorry Nick, but you must be mad to go home and play revolution on large 
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tv. Playing it at all is a bad sign : ( 


Rob 
—-MESSAGE FILE 2834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01540 


—-MESSAGE FILE 2835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001541 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: We're all going to die... 

Date: Fri, 24 Jul 1998 10:38:00 +0100 

Organization: I wish! 

Lines: 10 

Message-ID: <35B855F8.5F7A@mdx.ac.uk> 

References: <6p8eqmSbqp4@chuka.playstation.co.uk> <35B7E83E.58D1@manc.u-net.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I notice these warnings are only concerned with visual problems. What 
about all those poor 10 year olds playing away on their n64 froma 
distance of 10 metres, on a handheld tv at the top of a lighthouse? 
According to Nintendo, they are safe, but where is the warning about 
setting up a speaker system like those used at Glastonbury to transmit 
the sound 2 miles away being placed only inches from the boys head? I 
mean, they want you to avoid epilepsy, but deafness seems to be 
acceptable. Wait till some American sues over it... 


Rob 
—-MESSAGE FILE 2835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01541 


—-MESSAGE FILE 2836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001542 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 24 Jul 1998 11:58:32 +0100 

Organization: Backroom Software Ltd. 

Lines: 41 

Message-ID: <6p9pkeSbqp5@chuka.playstation.co.uk> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: usera346.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>door (just make up a company name). I was tea boy for Shit Software a year 
>or so back... 


Shit Software? Has Peter Smith come back as Marketing Director !? :) 
I knew it would all go downhill when I left. 


Steve 


Craig Graham wrote in message 
<01bdb6d9$161252e0Sf30b0a0a@Angelal.intelligent-group.com>... 
> 

>Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
><6p89a8Sbqp3@chuka.playstation.co.uk>... 
>> Is there any way for us Yarozers to get into ECTS this year? I 

>> visited the website (www.ects.com) and I have already registered as a 
>> journo due to my status as Associate Editor of N64 Gazetta - "the 
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>> premier British N64 online fanzine" (this IS a plug). Well, I reckon I 
>> deserve to get in on that basis alone :-) but I think that being a 

>> Yaroze member also lends all օք us a certain ‘industry credibility" and 
>> I was wondering if Sony could use its not-inconsiderable influence to 

>> get tickets for those of us who wish to go? I know this is maybe being a 


>> bit cheeky, but what the hell! Please, nice SCEE Yaroze people (Sarah, 
>> Paul and George), can we go to ECTS??? 

> 

>Phone them on the morning complaining that your tickets didn't turn up 
>(they always lose some registrations) - they'll give you a code word to 
>quote 


>at the on - the door registration desk, and they let you in for nothing at 
>the 


>door (just make up a company name). I was tea boy for Shit Software a year 
>or so back... 

> 

>> Nick F 

> 

>Craig. 

> 


—-MESSAGE FILE 2836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01542 


-—-MESSAGE FILE 2837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001543 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 24 Jul 1998 13:05:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35B87884.155B@saqnet.co.uk> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
1.intelligent-—group.com> 

NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Craig Graham wrote: 


Phone them on the morning complaining that your tickets didn't turn up 
(they always lose some registrations) - they'll give you a code word to 
quote 


at the on - the door registration desk, and they let you in for nothing at 
the 

door (just make up a company name). I was tea boy for Shit Software a year 
or so back... 


VV VV V V V 


All well and good, but I'd really rather know for sure if I can get in 
or not - it makes me feel better about booking APEX BR tickets etc etc. 
Besides, hasn't anyone from SCEE got anything to say on the matter...? 


Thanks for the tip, though! Allegedly, they're going to be really tight 
this year - that sees to be the word on the uk.games.video.playstation 
newsgroup. 


Nick 
—-MESSAGE FILE 2837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01543 


—-MESSAGE FILE 2838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001544 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 

Date: Fri, 24 Jul 1998 15:14:26 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 73 

Message-ID: <35B896C2.E91E784F@ndirect.co.uk> 
References: <Olbdb66c$5c6fdcc0$9a3363c3@default> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-21.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


T Khan wrote: 
Hi, 
Can anyone help me? I don't now anything about c programing or graphics. I 


need some serious help. Is there any help on the website which I can 
download or something. 


V V V V V 


If you don't know anything about C or graphics, then you've got a lot to 

learn. The Yaroze kit is intended for people who have at least a grounding in 
C and some knowledge of graphics. Maybe the Yaroze is a little adventurous for 
you. But if you're serious, and stop wanting to play "backups" then we'll help 
you as much as we can. You tell us what you can't do, but you don't tell us 
what you can. Can you program at all? If so, what language(s)? If you can 
program, then we should be able to put things in some kind of perspective which 
you'd understand. 


Also I am working on car model movement, and I need to know how to make the 
model 

gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 


VVVV 


The basic way to create movement in 2D is as follows: 


You have your objects coordinates x and y, yes? Each frame, you should adda 
velocity_x and velocity_y to x and y respectively. This will get the object 
moving at a fixed speed. Remember, adding a negative velocity will move the 
object in the opposite direction. OK, now if you add acceleration_x, and 
acceleration_y to your velocities in the same way, the effect of acceleration 
is achieved. The acceleration variable should be modified as appropriate for 
the movement type. BTW, MoveImage() is not the best function to use for game 
objects. GsSortSprite() is better. 


> And how would you straighten the car (after a bend) once it has been 
> leaning? I use the 'Rotate' command to make it lean but it just seems to 
> carry on leaning more and more. 


Which Rotate command is this? To rotate your object you should have an angle 
variable, and a single acceleration variable. From these you can obtain an 
acceleration_x and y by using sin() and cos(). (How are you with trig?). By 
adding and subtracting to the angle, you'll rotate the acceleration. The angle 
can also be used to show the correct orientation of the object with 
GsSortSprite(). 


All this will provide a frictionless world, which is not right for a driving 
game. Simple friction can be acheived by accelerating the velocities towards 
0. 


> How do you put sound in a game, e.g music, sound effects to the car? 


By usng the sound and music functions within the library. You'll need some 
data, (such as a MIDI file) and probably some WAVs if you don't want to use the 
included GM sound data. Convert this data using the tools provided, and 
implement using the sound functions as described in the manuals. 


> The manuals hardly explain this stuff. 


The manuals explain everything. It can be hard to find what you want, but 
everything is there. (The only exception I can think of is dynamic TMD 
creation/modification, for which info can be found on this site.) However, 


they won't teach you to program C. They assume you already can! 


1804 
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> Are there any downloadable tool wich make programming easier? 


C is your tool. If you want something simpler, then the Yaroze is not for you. 
You could view other peoples code to be tools for making programming easier, 
but you still need to be able to program C to understand. 


As I say, we'll help you, but we need to know how much you know and understand 
already. 


Herbs 


—-MESSAGE FILE 2838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01544 


—-MESSAGE FILE 2839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001545 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: We're all going to die... 

Date: Fri, 24 Jul 1998 18:51:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6pahm6Sbaqp7@chuka.playstation.co.uk> 
References: <6p8eqmSbqp4@chuka.playstation.co.uk> 
NNTP-Posting-Host: client8531.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>FOLLOW THESE PRECAUTIONS WHENEVER USING VIDEO GAMES: 

> 

>+ Play video games on the smallest available television screen 
>+ Do not play if you are tired or need sleep 

>+ Always play in a well lit room 

>+ Be sure to take a 10-15 minute break every hour while playing 
> 
>Wow! I'm glad I'm playing my spanking new 64-bit wonder-game on a 
>14-inch portable via an RF cable (with my bedroom light fully on). 
>Still, I'm getting a bit drowsy so I'll have a snooze and get my 
>flatmates to check I haven't died in my sleep after playing for 3 hours 
>without a break... live life on the edge, that's my motto! 

> 


I always thought that having a sly w**k made you blind and stunted your 
growth. But know I realize it's playing computer games <g>. All that 
wasted time. 


I'm just going to dim the lights in my room now. <g> 


Bob 


-—-MESSAGE FILE 2839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01545 


—-MESSAGE FILE 2840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001546 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
Subject: Sound and Music tutorial 

Date: Fri, 24 Jul 1998 19:05:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6paik6éSbaqp8@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl87-penguin-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scee.yaroze.beginners:452 scee.yaroze.freetalk.english 
21546 


Does anyone know if anyone has compiled a 'definitive' tutorial for 
playing sound and music on the Yaroze ?? I have been concentrating mainly on 
the graphics side without even thinking of sounds or music. 


Cheers, 


James 


—-MESSAGE FILE 2840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01546 


-—-MESSAGE FILE 2841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001547 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: siocons ERRORS! 

Date: 24 Jul 1998 19:29:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <0Olbdb742$57£76ec0$d92e63c3@default> 
NNTP-Posting-Host: host5-99-46-217.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Please help, 


I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


Tanvir Khan 
Email: 2bad@lineone.net 


I hope nothings faulty. 


—-MESSAGE FILE 2841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01547 


—-MESSAGE FILE 2842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001548 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: books recommend 

Date: 24 Jul 1998 20:27:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01lbdb74a$703004e0Sd92e63c3@default> 
NNTP-Posting-Host: host5-99-46-217.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


Tanvir Khan 
2bad@lineone.net 


—-MESSAGE FILE 2842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01548 


—-MESSAGE FILE 2843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001549 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: books recommend 

Date: Fri, 24 Jul 1998 21:32:02 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35B8EF42.46B9@manc.u-net.com> 
References: <Olbdb74a$703004e0$d92e63c3@default> 
NNTP-Posting—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


T Khan wrote: 
> Please recommend good C programming and Graphics books, 
> Would any do or the one written in the manual? 


Do you even bother reading replies to your messages? 

See my reply (Re:coding help) on this ng for the best C book. 

I suggest you do bother reading Alex Herberts big message for you 
regarding coding (on the same thread.) 

Then read the books! 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01549 


—-MESSAGE FILE 2844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001550 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 

Date: Fri, 24 Jul 1998 22:31:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6paukjSbaqp9@chuka.playstation.co.uk> 

References: <Olbdb66cS$5c6fdcc0$9a3363c3@default> <35B896C2.E91E784F@ndirect.co.uk> 
NNTP-Posting-Host: modem111.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>As I say, we'll help you, but we need to know how much you know and 
understand 

>already. 

> 

>Herbs 


Herbs is right - it sounds as if you've jumped in at the deep end.... 
just like me! Four months ago I knew probably as much as you about game 
programming, but I've slowly got the hang of it! I was such a dunce, I 
learnt C from C for Dummies Vols 1 & 2, then brushed up on some more 
complex stuff in Kelley & Pohl's A Guide To C (actually, I'm still doing 
this!). C isn't too hard to learn - and that is from someone with almost 
no programming experience and minimal maths (which will f*** me up 
royally in the future, I'm sure!) Don't buy any books if you can't 
understand the first few chapters - that was almost my mistake :-) 


Do what I did. And try reading my Yaroze diary, which might give you an 
idea of the speed of my progress. You'll need to be fairly dedicated, 


Net Yaroze newsgroups message dump.txt Page 1808 
and serious about wanting to write games. 5 months ago, I was dabbling 

with the idea of working in the games industry. Now, it's all I want to 

do... 

MTFBWY! 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 2844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01550 


—-MESSAGE FILE 2845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001551 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: books recommend 

Date: Fri, 24 Jul 1998 22:33:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6paukkSbqp10@chuka.playstation.co.uk> 

References: <Olbdb74a$703004e0S$d92e63c3@default> <35B8EF42.46B9@manc.u-net.com> 
NNTP-Posting-Host: modem111.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


There is a list of books that are recommended reading on the SCEE public 
Yaroze site. I never read any of them, though :-) "Elementary Linear 
Algebra" - I leafed thru that today *shudder*. God, I wish I'd started 
this 4 years ago before 3D got big in games! 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 2845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01551 


—-MESSAGE FILE 2846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001552 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: Fri, 24 Jul 1998 22:08:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35b9059c.1309456@news.playstation.co.uk> 

References: <6paik6S$bqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: p32-tern-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:455 scee.yaroze.freetalk.english 
21552 


On Fri, 24 Jul 1998 19:05:50 +0100, "James Banks" 
<james.banks@virgin.net> wrote: 
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> 

> Does anyone know if anyone has compiled a 'definitive' tutorial for 
>playing sound and music on the Yaroze ?? I have been concentrating mainly on 
>the graphics side without even thinking of sounds or music. 

> 

> 

>Cheers, 

> 

> 

> 

>James 

> 

> 


I've stuck a quick and dirty tutorial on my web page which details my 
experiences in this area ( under the Help button ), but I haven't gone 
into anything in particular detail. 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 2846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01552 


—-MESSAGE FILE 2847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001553 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 24 Jul 1998 22:18:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35b90797.1817036@news.playstation.co.uk> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
l.intelligent-group.com> <35B87884.155B@saqnet.co.uk> 

NNTP-Posting-Host: p32-tern-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 24 Jul 1998 13:05:24 +0100, Nick Ferguson <nickf@saqnet.co.uk> 
wrote: 


>Craig Graham wrote: 

>> Phone them on the morning complaining that your tickets didn't turn up 

>> (they always lose some registrations) - they'll give you a code word to 

>> quote 

>> at the on - the door registration desk, and they let you in for nothing at 
>> the 


>> door (just make up a company name). I was tea boy for Shit Software a year 
>> or so back... 
> 


>All well and good, but I'd really rather know for sure if I can get in 

>or not - it makes me feel better about booking APEX BR tickets etc etc. 
>Besides, hasn't anyone from SCEE got anything to say on the matter...? 

> 

>Thanks for the tip, though! Allegedly, they're going to be really tight 
>this year - that sees to be the word on the uk.games.video.playstation 

>newsgroup. 

> 

>Nick 


If you don't work for a company then just fill in the registration 
form with any old made up company name and your home address. 
Otherwise just register with the company that you work for. My company 
does banking software but there not to know ! I usually get some free 
tickets sent about now but nothings turned up. I'll register and see 
what I get if I get any extras I'm glad to pass them on to anyone who 
wants them. 


Richard. 


—-MESSAGE FILE 2847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01553 


—-MESSAGE FILE 2848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001554 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 25 Jul 1998 01:52:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35B92C4C.A3F@virgin.net> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
l.intelligent-group.com> <35B87884.155B@saqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: pl6-raven-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; I) 


Richard Cutting wrote: 


If you don't work for a company then just fill in the registration 
form with any old made up company name and your home address. 
Otherwise just register with the company that you work for. My company 
does banking software but there not to know ! I usually get some free 
tickets sent about now but nothings turned up. I'll register and see 
what I get if I get any extras I'm glad to pass them on to anyone who 
wants them. 


VVVVVVVVVV 


Richard. 


How do you a registration form then ? I'm sure we'd all like one of 
those. 


Otherwise - yep, I'll have a ticket if it's going! 
—-MESSAGE FILE 2848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01554 


-—-MESSAGE FILE 2849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001555 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: 25 Jul 1998 09:25:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <0Olbdb7ad$cclcb2e0$f30b0a0a@Angelal.intelligent-—group.com> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
l.intelligent-group.com> <35B87884.155B@saqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> <35B92C4C .A3F@virgin.net> 

NNTP-Posting-Host: d3-s42-207-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Pankaj Gautama <pankaj.gautama@virgin.net> wrote in article 
<35B92C4C .A3F@virgin.net>... 
> Richard Cutting wrote: 


> 
> 
> How do you a registration form then ? I'm sure we'd all like one of 

> those. 

Find someone who's got one (they come in 2's), photocopy it and fax it to 
them.... 
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> Otherwise - yep, I'll have a ticket if it's going! 
Craig. 


—-MESSAGE FILE 2849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01555 


—-MESSAGE FILE 2850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001556 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: 25 Jul 1998 11:53:28 GMT 

Organization: SCEE 

Lines: 30 

Message-ID: <0Olbdb75eSfd867c20Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6paik6Sbqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:456 scee.yaroze.freetalk.english 
21556 


Hi James, 


Yes, I have but it won't be realeased for another few weeks. 
Hold tight....I won't disapoint you. 


Regards, 


George@SCEE 


James Banks <james.banks@virgin.net> wrote in article 
<6paik6éSbqp8@chuka.playstation.co.uk>... 

> 

> Does anyone know if anyone has compiled a 'definitive' tutorial for 

> playing sound and music on the Yaroze ?? I have been concentrating mainly 
on 

> the graphics side without even thinking of sounds or music. 


v 


Cheers, 


James 


VVVVVVVVV 


-—-MESSAGE FILE 2850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01556 


—-MESSAGE FILE 2851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001557 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Plagiarism... 

Date: Sat, 25 Jul 1998 14:11:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <35B9D96B.7BA1E77@enterprise.net> 
References: <35B35498.6FCD@saqnet.co.uk> 
NNTP-Posting-Host: max04-227.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Am I the only one finding this all rather pathetic? 

Maybe I've missed the point, but surely the main philosophy behind Net 
Yaroze is the sharing of code and ideas. It's give and take. Nobody 
really cares about a few lines of code going astray here and there. Do 
they? This kind of thing happens all the time in commercial companies 
but it's all swings and roundabouts. People just don't have the time or 
inclination to so small minded. 


BTW, all code on my homepage is free for anyone to use however they 

like! 

-—-MESSAGE FILE 2851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01557 


—-MESSAGE FILE 2852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001558 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: books recommend 

Date: 25 Jul 1998 21:19:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <01lbdb81a$d1766660Sb7e2abc3@default> 
References: <01bdb74a$703004e0Sd92e63c3@default> 
NNTP-Posting-Host: 195.171.226.183 

X-Newsreader: Microsoft Internet News 4.70.1162 


T Khan <2bad@lineone.net> wrote in article 
<01bdb74a$703004e0Sd92e63c3@default>... 
> Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


HV V V V 


"ve looked through some 'C' books and notice they all teach you the 
'scanf' function which does not seem to work on the Yaroze. Why is this and 
what can be done about it? Are there other functions which don't work on 
the Yaroze? If so what can be done instead. 


> Tanvir Khan 

> 2bad@lineone.net 

> 

> 

--MESSAGE FILE 2852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01558 


—-MESSAGE FILE 2853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001559 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: books recommend 

Date: Sun, 26 Jul 1998 00:43:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35BA6D96.A8328A7F@enterprise.net> 

References: <0Olbdb74a$703004e0Sd92e63c3@default> <01bdb81a$d1766660Sb7e2abc3@default 
> 

NNTP-Posting-Host: max03-180.enterprise.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Yes, some standard C functions are not present in the Yaroze libs. 
If memory serves, 'scanf' is a functions which reads input from the 
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keyboard. Obviously, the PSX has no keyboard so functions like 'fflush' 
are not available either. There are probably other functions missing 
too, in which case you'll have to write your own. Additionally things 
like 'sin', 'cos' etc. work so mind-numbingly slowly that there use is 
limited to say the least. Use look-up tables instead! 


Khan wrote: 


T Khan <2bad@lineone.net> wrote in article 
<O01bdb74a$703004e0Sd92e63c3@default>... 
Hi, 


v 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


H Կ V V V 


've looked through some 'C' books and notice they all teach you the 
'scanf' function which does not seem to work on the Yaroze. Why is this and 
what can be done about it? Are there other functions which don't work on 
the Yaroze? If so what can be done instead. 


> Tanvir Khan 

> 2bad@lineone.net 

> 

> 

-—-MESSAGE FILE 2853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01559 


VVVVVVVVVVVVVV VV VA 


—-MESSAGE FILE 2854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001560 

Path: chuka.playstation.co.uk!news 

From: Մայք <ykjf@deakin.edu.au> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: SGI to Net yaroze 

Date: Mon, 27 Jul 1998 20:15:07 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <35BC532B.95F7111F@deakin.edu.au> 
NNTP-Posting-Host: 203.101.12.239 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi 
Does any one know any program I can use to tranfer the file from SGI to 
Net yaroze. 


Thank you very much. 


James FU 
ykjf@deakin.edu.au 


—-MESSAGE FILE 2854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01560 


—-MESSAGE FILE 2855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001561 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SGI to Net yaroze 

Date: Tue, 28 Jul 1998 17:25:27 +0100 

Organization: Intelligent Research 

Lines: 18 

Message-ID: <35BDFB77.7FFD79E7@hinge.mistral.co.uk> 
References: <35BC532B.95F7111F@deakin.edu.au> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; I) 


ykjf wrote: 


> Hi 
> Does any one know any program I can use to tranfer the file from SGI to 
> Net yaroze. 


Yes and no. The source for SIOCONS is available somewhere in the depthsof 
the crapply linked Japanese mirror. Also source for a Unix version, which 
should rebuild for SGI pretty easy. 


Or do you want to transfer models from Alias? In that case, try getting 
to DXF first.... 


> James FU 


Craig. 


—-MESSAGE FILE 2855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01561 


—-MESSAGE FILE 2856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001562 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: I've moved house...who do I tell at SCEE? 
Date: Wed, 29 Jul 1998 16:37:44 +0100 

Organization: Intelligent Research 

Lines: 9 

Message-ID: <35BF41C7.A1E57706@hinge.mistral.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


As the subject says, I've moved house (actually, about 8 months ago), 
and I think I've missed a couple of mail-outs from the Yaroze 
program.... 


So, who do I mail with my new address? 


Craig Graham. 
(now living in Brighton if anyone's close) 


—-MESSAGE FILE 2856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01562 


—-MESSAGE FILE 2857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001563 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Ball movement on a breakout game 

Date: Wed, 29 Jul 1998 19:08:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6pnohoS3uel15@chuka.playstation.co.uk> 

NNTP-Posting-Host: p24-grebe-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:466 scee.yaroze.freetalk.english 
21563 


Hi, I'm working on my first real Yaroze project which will hopefully be 
a Breakout style game. I haven't got a clue how to model the correct ball 
movements, can anyone point me in the right direction ?? 
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Cheers, 


James 


—-MESSAGE FILE 2857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01563 


—-MESSAGE FILE 2858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001564 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Ball movement on a breakout game 

Date: 29 Jul 1998 19:26:52 GMT 

Organization: SCEE 

Lines: 26 

Message-ID: <01lbdbac3$129537c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6pnoho$3uel15@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:468 scee.yaroze.freetalk.english 
21564 


Hi James, 


I did a Breakout style game for the PC but it wasn't that great. BUT Mario 
Perdue 
did a great Net Yaroze version that you can find on the SCEA website. 


Regards, 


Gl 


George@SCEI 


James Banks <net.yaroze@virgin.net> wrote in article 
<6pnoho$3uel5@chuka.playstation.co.uk>... 

> Hi, I'm working on my first real Yaroze project which will hopefully 
be 

> a Breakout style game. I haven't got a clue how to model the correct ball 
> movements, can anyone point me in the right direction ?? 

> 


Cheers, 


James 


VVVVVVVV V 


-—-MESSAGE FILE 2858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01564 


—-MESSAGE FILE 2859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001565 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
Subject: Re: Ball movement on a breakout game 

Date: Wed, 29 Jul 1998 19:33:54 GMT 

Organization: L4 Software 

Lines: 22 

Message-ID: <35bf78cb.16550359@205.149.189.29> 

References: <6pnoho$3uel15@chuka.playstation.co.uk> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:470 scee.yaroze.freetalk.english 
21565 


If you look at my WalZ demo in the North American web site, you'll see 
how ball movement is done. WalZ is s breakout style game where the 
bricks move. 


Mario 


On Wed, 29 Jul 1998 19:08:13 +0100, "James Banks" 
<net.yaroze@virgin.net> wrote: 


> Hi, I'm working on my first real Yaroze project which will hopefully be 
>a Breakout style game. I haven't got a clue how to model the correct ball 
>movements, can anyone point me in the right direction ?? 

> 

> 

>Cheers, 

> 

> 

>James 

> 

> 


—-MESSAGE FILE 2859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01565 


-—-MESSAGE FILE 2860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001566 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I've moved house...who do I tell at SCEE? 
Date: Thu, 30 Jul 1998 10:26:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6ppe2nS$3uel7@chuka.playstation.co.uk> 
References: <35BF41C7.A1E57706@hinge.mistral.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


When I moved I just phoned the number on the letterhead of one the 
leaflets/books I had from them in the past. I managed to sort it out with 
them like that. 


Mike. 


Craig Graham wrote in message <35BF41C7.A1E57706@hinge.mistral.co.uk>... 
>As the subject says, I've moved house (actually, about 8 months ago), 
>and I think I've missed a couple of mail-outs from the Yaroze 
>program.... 

> 

>So, who do I mail with my new address? 

> 

>Craig Graham. 

>(now living in Brighton if anyone's close) 

> 


—-MESSAGE FILE 2860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01566 


—-MESSAGE FILE 2861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001567 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Yaroze & Atari 

Date: Thu, 30 Jul 1998 12:17:35 +0100 
Organization: DMA Design Ltd 

Lines: 10 

Message-ID: <35C0564F.6DBD@dma-design. com> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 


Just out of sheer curiousity, I wondered if anyone is working on tools 
to program the Yaroze using an Atari ST/Falcon? I know there's people 
working on Amiga tools... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01567 


-—-MESSAGE FILE 2862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001568 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Atari 

Date: 30 Jul 1998 11:24:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbdbbac$556b3420Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35C0564F.6DBD@dma-design. com> 

NNTP-Posting-Host: d3-s44-209-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Brian Baird <brian@dma-design.com> wrote in article 
<35C0564F.6DBD@dma-design.com>... 


> Hi, 

> 

> Just out of sheer curiousity, I wondered if anyone is working on tools 
> to program the Yaroze using an Atari ST/Falcon? I know there's people 
> working on Amiga tools... 


I would probably have done it at one time (I'm the guy who re-wrote GEM 
from scratch (XaAES)), but....well, don't use the falcon anymore.... 


> Brian @ DMA 


Craig. 


—-MESSAGE FILE 2862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01568 


—-MESSAGE FILE 2863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001569 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Atari 

Date: Thu, 30 Jul 1998 17:34:50 +0100 

Organization: DMA Design Ltd 

Lines: 14 

Message-ID: <35COAO0AA. 64AC@dma-design.com> 

References: <35C0564F.6DBD@dma-design.com> <01lbdbbac$556b3420Sf30b0a0a@Angelal.intel 
ligent-—group.com> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Craig Graham wrote: 


> 

> I would probably have done it at one time (I'm the guy who re-wrote GEM 
> from scratch (XaAES)), but....well, don't use the falcon anymore.... 

> 

> > Brian @ DMA 


Ahhh... Fair enough. Just got one Falcon doing precious little wondered 
if I could have used it for something. Ah well. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
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—-MESSAGE FILE 2863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01569 


—-MESSAGE FILE 2864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001570 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Voria 

Date: Thu, 30 Jul 1998 21:00:34 -0400 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <35C11732.B7730616@mail.datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1570 scea.yaroze.freetalk 


:840 


Is anyone moderately interested in joining a programing group? My 
programing group, Voria, currently has only 2 members(!); an artist(A 
damned good artist I might add), and a programer(who is me). 


The thing that is so frustrating is that I don't like programing 
alone! Would anyone like to join up and work on the AotD project? 
(AOTD Standing for Avenger of the Damned) 


If you want to know more info about the group, or the game just ask in 
this thread. 


AotD is a small tile-based role-playing game. The storyline is very 
fluid, so if you have any storyline ideas that you are itching to get 
out then we can easily change the storyline around. 


The basic storyline goes like this: This guy goes off to fight a war, 
and when he gets back his town is destroyed and his wife and kid are 
dead. There are a few people there still alive, including someone 
basically in his same situation. They team up to go fight the evil 
king that destroyed their town. But the evil kingdom is on another 
continent... blahblahblah. 


I know, it blows goats, but I did leave out alot of stuff, like the 
guy getting stung by some exotic insect and melting down into a 
bubbling puddle of green goo. This isn't one of the storylines that 
I'm super proud of. The omnicon storyline is what we're proud of. But 
the omnicon project doesn't start until AotD is finished. 


Omnicon will be awesome. But it'll never happen unless I get some 
programers to help take off some of the load from my shoulders. 
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Anyone want to join up? Just email me. If you have any questions, just 
ask them in the thread. 


The homepage addy is http://www.datasys.net/users/stu/rquat/voria 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01570 


—-MESSAGE FILE 2865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001571 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Thu, 30 Jul 1998 23:44:00 -0400 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <35C13D80.8B4BB88F@mail.datasys.net> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Toby Hutton wrote: 

> They don't seem to say anything about the PDA thing. What's with it, 
> exactly? Is it supposed to be like the rumoured PSX PDA? Did they 
> throw it in at the last minute when they heard of Sony's plan? 


Um, I think it was the other way around man. :P 


> Oh, and it runs Windows CE. And I swore I'd never purchase a MS 
> product ever. What to do, what to do? 


That pisses me off as well. It sucks - One օք the reasons that I'm 
getting involved in the game console market is to GET AWAY from 
microsoft!!! And now they invade the dreamcast?!?! ARGH! 

"Darco 


darco@NOSPAM@bigfoot.com 
(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01571 


—-MESSAGE FILE 2866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001572 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Thu, 30 Jul 1998 23:46:38 -0400 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35C13E1E.4A99D280@mail.datasys.net> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> 
<356A77BD.596@dma-design.com> <356a4d1f.24746116@news.scea.sony.com> 
<356A8BBD.5DD9@dma-design.com> <u3edwzh5i.fsf@cybec.com.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Toby Hutton wrote: 


Brian Baird <brian@dma-design.com> writes: 


I read today that 'Dreamcast' will be used in Japan, though Sega 
haven't decided whether it'll definitely be the US or PAL name. I 
don't like it, myself. 


> 

> 

> 

>> 

> > Matthew Hulett wrote: 

>>> 

>>> What is a PDA? I am aware the name Katana is to be dropped, is 

> > > Dreamcast the final product name? If so, i think Katana had more bite 
> > > and style... 

>> 

> > "Personal Data Assistant" - it's the little memory card/gameboy/virtua 
> > pet thingy that plugs into the DC controller. Sega are pitching it as a 
> > "VMS". 

>> 

> > I think Dreamcast will be the final name... Look for SoA/SoE pushing it 
> > as the Sega DC though... Katana was pretty crap as well, but I'd gotten 
> > used to it. Personally, I don't think the name matters though. 

> 

> 

> 

> 

> 

> 


Toby. 


Remember how gay "PlayStation" sounded when most of us heard it? Now 
look at all us! We are PlayStation junkies. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01572 


--MESSAGE FILE 2867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001573 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 00:05:41 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35C14295.8D5EF12A@mail.datasys.net> 
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Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1573 scea.yaroze.freetalk 
2841 


Just out of curosity, will we as Net Yaroze members have the privilage 
to be able to develop for the Sony PDA units that will be coming out 
next year? Perhaps a special compiler to write the programs for the 
PDA? Will the PDA have it's own "file system" like the memory cards? 


If it is even possible to develop for the PDA using the current yaroze 
libraries, will sony let us use the PDA compilers so that we can write 
our own PDA software to use? 


Speaking of libraries... Is there any chance in heck that there will 
ever be a library upgrade? Perhaps Sony could make the new libraries, 
and mail all the Net Yaroze members the new black and gold library 
CDs, and call the new library something like libps2 or something so 


that it doesn't get confused with the older library. Perhaps even make 
the black disc "smart" so that it knows if it's being sent a program 
made with the "new" libraries, or a program that needs the "old" 
libraries to operate properly. Net yaroze members have been begging 
Sony for something like this for months. While I am content with the 
current libraries, they do leave something to be desired as far as new 
prepherals go. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01573 


—-MESSAGE FILE 2868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001574 

Path: chuka.playstation.co.uk!news 

From: "casaub" <casaub@webscore.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Fri, 31 Jul 1998 10:26:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6pruk1$Sfvf6@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <35B9D96B.7BA1LE77@enterprise.net> 
NNTP-Posting-Host: 195.108.62.29 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Ben James wrote in message <35B9D96B.7BA1E77@enterprise.net>... 

>Am I the only one finding this all rather pathetic? 

>Maybe I've missed the point, but surely the main philosophy behind Net 
>Yaroze is the sharing of code and ideas. It's give and take. Nobody 
>really cares about a few lines of code going astray here and there. Do 
>they? This kind of thing happens all the time in commercial companies 
>but it's all swings and roundabouts. People just don't have the time or 
>inclination to so small minded. 

> 

>BIW, all code on my homepage is free for anyone to use however they 
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>like! 


Seems I am not the only one finding this all rather pathetic. 

Maybe I've missed the point like Ben too, but surely the main philosophy 
behind NetYaroze is the sharing of code and ideas. It's give and take. 
Nobody really cares about a few lines of code going astray here and there. 
Do they? This kind of thing happens all the time in commercial companies 
but it's all swings and roundabouts. People just don't have the time or 
inclination to so small minded. 


couldn't agree with you more Ben ; ) 


—-MESSAGE FILE 2868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01574 


—-MESSAGE FILE 2869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001575 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 09:14:11 +0100 

Organization: I wish! 

Lines: 11 

Message-ID: <35C17CD3.7D29@mdx.ac.uk> 

References: <35C14295.8D5EF12A@mail.datasys.net> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1575 scea.yaroze.freetalk 
2842 


Darco wrote: 

> Speaking of libraries... Is there any chance in heck that there will 
> ever be a library upgrade? Perhaps Sony could make the new libraries, 
> and mail all the Net Yaroze members the new black and gold library 
SUC ines 


It would be nice to think they'd do it (I will always want the multi tap 
stuff) but I dont think they ever will. Call me a pessimist if you want, 
and, er, you'd be right! 


Rob Swan 
—-MESSAGE FILE 2869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01575 


—-MESSAGE FILE 2870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001576 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 09:45:37 +0100 

Organization: Backroom Software Ltd. 

Lines: 19 

Message-ID: <6ps0fuSfvf7@chuka.playstation.co.uk> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> 
NNTP-Posting-Host: usera829.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1576 scea.yaroze.freetalk 
2843 


I'm not a pessimist, I'm a realistic optimist ! :) 
Would be nice to have a 'patch' for the dual shock though. 


Steve 
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Robert Swan wrote in message <35C17CD3.7D29@mdx.ac.uk>... 

>Darco wrote: 

>> Speaking of libraries... Is there any chance in heck that there will 
>> ever be a library upgrade? Perhaps Sony could make the new libraries, 
>> and mail all the Net Yaroze members the new black and gold library 
>etc... 
> 

>It would be nice to think they'd do it (I will always want the multi tap 
>stuff) but I dont think they ever will. Call me a pessimist if you want, 
>and, er, you'd be right! 

> 

>Rob Swan 


-—-MESSAGE FILE 2870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01576 


—-MESSAGE FILE 2871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001577 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Kula World 

Date: Fri, 31 Jul 1998 14:39:52 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <35C1C928.DE9C596E@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-24.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Has anyone else got Kula World yet? If you haven't seen it yet, check 
it out. It's so simple, so clean and smooth, and so do-able on the 
Yaroze. It also happens to be a fantastic game - if only I'd thought օք 
Teds 


Herbs 
(who has no connection with Kula World apart from the fact that I bought 
a copy and have had my brain well and truly twisted.) 


--MESSAGE FILE 2871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01577 


--MESSAGE FILE 2872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001578 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Atari 

Date: Fri, 31 Jul 1998 17:19:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35C1EEA4.59C8F977@ndirect.co.uk> 

References: <35C0564F.6DBD@dma-design.com> <01lbdbbac$556b3420Sf30b0a0a@Angelal.intel 
ligent-—group.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-55.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 
> I would probably have done it at one time (I'm the guy who re-wrote GEM 


> from scratch (XaAES)), but....well, don't use the falcon anymore.... 
> 
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What on earth possessed you to do that? OK, I know GEM was nastily 
programmed (after all, I have the source code for the original ST ROM 
version), but that was a bit of an extreme measure wasn't it? 


Herbs 


—-MESSAGE FILE 2872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01578 


—-MESSAGE FILE 2873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001579 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Atari 

Date: 31 Jul 1998 18:08:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <Olbdbcad$e8877£00S2be4b8c3@Angelal.intelligent-—group.com> 

References: <35C0564F.6DBD@dma-design.com> <0lbdbbac$556b3420Sf30b0a0a@Angelal.intel 
ligent-group.com> <35C1EEA4.59C8F977@ndirect.co.uk> 

NNTP-Posting-Host: dl-s2-43-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35C1EEA4 .59C8F977@ndirect.co.uk>... 
> Craig Graham wrote: 


> I would probably have done it at one time (I'm the guy who re-wrote GEM 
> from scratch (XaAES)), but....well, don't use the falcon anymore.... 
> 


What on earth possessed you to do that? OK, I know GEM was nastily 
programmed (after all, I have the source code for the original ST ROM 
version), but that was a bit of an extreme measure wasn't it? 


VVVVVVVV 


I like a challenge ;) 
> Herbs 
Craig. 


—-MESSAGE FILE 2873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01579 


—-MESSAGE FILE 2874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001580 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 17:30:54 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35C2378E.EB2E8329@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> Հճքտ0քստք 
vf7@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1580 scea.yaroze.freetalk 
2844 


Steve Dunn wrote: 
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> 

> I'm not a pessimist, I'm a realistic optimist | :) 

> Would be nice to have a 'patch' for the dual shock though. 
> 


I can live without dual-shock compatability, but the possibilities of 
being able to develop for the PDA unit are endless! That's what I'd 
really enjoy using. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01580 


-—-MESSAGE FILE 2875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001581 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 18:03:03 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35C23F17.7A5977D9@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> Հճքտ0քստք 
vf7@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1581 scea.yaroze.freetalk 
2845 


Just for the heck of it, let's list some of the possibilities of the 
Sony PDA unit... If you think of one add it to this thread. Don't 
forget about the Infered port on the PDA when coming up with ideas. 
Here are a few. 


* Tamagachi-like setup, where you can download a character and mature 
it without the main unit. This was the main idea for the PDA I guess, 
and I believe that SquareSoft is using this idea for the Chocobo 
system in FF8. 


* PDA Prize games. Let's say you beat a level, or whatever... A prize 
could be "winning" a PDA game that you can play on the PDA. Perhaps 
when you beat that game you can stick it back in the game console and 
earn gold points or something. 


Any more ideas? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAM@" with an "@" to email me) 
UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 


Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
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"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01581 


-—-MESSAGE FILE 2876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001582 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze chat... 

Date: Sat, 1 Aug 1998 00:55:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6ptlhhS$fvf9@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem036.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi everyone, 


In a desperate attempt to keep James Rutherford's chat page going, I 


will be logged onto it from about lpm on Sunday afternoon. So at least 
there'll be one other person to talk to! Go on - it's your chance to 
grill me over my mysterious GDUK entries (see my homepage) and chat 
about games 'n stuff (coz I like that). I should be there for sure, tho' 


Windows 98 has kind of messed up my PC, but I don't care as South Park 
was funny tonight so that cheered me up... 


CU Sunday at lpm (GMT, of course - maybe we should do a later time for 
our transatlantic friends..?) 


Log onto CHAT-Yaroze from www.netyaroze-europe.com/~mrfrosty 
(feel free to start a thread) 


must stop typing now and go to bed....(installing '98 on a Friday night? 
What a losebag...) 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 2876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01582 


—-MESSAGE FILE 2877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001583 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sat, 01 Aug 1998 00:55:20 -0400 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <35C29FB8.981DEB38@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> Հճքտ0քստք 
vf7@chuka.playstation.co.uk> <35C23F17.7A5977D9@mail.datasys.net> <35C29C2D.988F8377 
@sinclair.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1583 scea.yaroze.freetalk 
2847 


Joshua Meeds wrote: 

> OK, a real idea: make a role-playing game, concentrate all the Psx's 
graphics and memory on one part, to make that part real cool, and do the 
rest on the PDA. As an example, if you wanted the world to be as real 
as possible and the storyline parts really cool, you could do those on 
the Psx, using the PDA for the fights. Or vice/versa. 


> 
> 
> 
> 


Sounds intresting - But seems too dependant on the PDA unit. But if 
the PDA unit were bunbled with such a game then the dependence 
wouldn't be a problem. This idea could be expanded though... Could you 
explain a little bit more? 


> More weirdness: The PDA's would allow a type of game that couldn't be 
> done on Psx before: Battleship! You place all your ships on the PDA, so 
> the other guy can't see, then duke it out! 


Whoah... Cool! I never thought of that. Not sure how well the screen 
resolution can handle something like that, but that's an intresting 
idea... 


Another idea that I got: Not really an Idea, but a modification of an 
idea: With the tamagachi idea thing. You could use the IR link to 
"mate" two creatures to come up with a new creature. If you did set up 
a system like this, then most likely then you would have a system set 
up where you could have more than one creature on a PDA at a time. 


There's got to be more uses for the PDA... Tetris would probably port 
well to the PDA, as well as several popular card games. (Poker, 
blackjack, etc...) 


The remote control thing was an intresting idea that I wouldn't mind 


looking further into - for once we could create the ULTIMATE universal 
remote control! Have one remote to do your sterio, TV, VCR, or 
whatever... We could program it to automaticly turn on or turn of the 
TV, or do something more useful - like program when you want the VCR 
to turn on and start recording and on what channel... An 
easy-to-program VCR!!! Just program the times on the playstation, send 
it to the PDA, and leave the pda in the room pointed at the VCR... 
Neat, eh? 

"Darco 


darco@NOSPAM@bigfoot.com 
(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

—-MESSAGE FILE 2877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01583 


-—-MESSAGE FILE 2878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001584 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Fri, 31 Jul 1998 21:40:13 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35C29C2D. 988F8377@sinclair.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> <6ps0OfuSf 
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vf7@chuka.playstation.co.uk> <35C23F17.7A5977D9@mail.datasys.net> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1584 scea.yaroze.freetalk 
2848 


Darco wrote: 


> 
> Just for the heck of it, let's list some of the possibilities of the 
> Sony PDA unit... If you think of one add it to this thread. Don't 


> forget about the Infered port on the PDA when coming up with ideas. 


OK, how about more practical: Program its infrared port to act as a 
remote control so you can turn on your TV/VCR stuff and set it to show 
Psx :) 


OK, a real idea: make a role-playing game, concentrate all the Psx's 
graphics and memory on one part, to make that part real cool, and do the 
rest on the PDA. As an example, if you wanted the world to be as real 
as possible and the storyline parts really cool, you could do those on 
the Psx, using the PDA for the fights. Or vice/versa. 


More weirdness: The PDA's would allow a type of game that couldn't be 
done on Psx before: Battleship! You place all your ships on the PDA, so 
the other guy can't see, then duke it out! 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 2878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01584 


—-MESSAGE FILE 2879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001585 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Sat, 01 Aug 1998 00:40:05 -0400 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <35C29C25.2A58B497@mail.datasys.net> 

References: <35B35498.6FCD@saqnet.co.uk> <35B9D96B.7BA1LE77@enterprise.net> <6pruk1$f 
vfé6é@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-9.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


casaub wrote: 


Ben James wrote in message <35B9D96B.7BA1E77@enterprise.net>... 
>Am I the only one finding this all rather pathetic? 

>Maybe I've missed the point, but surely the main philosophy behind Net 
>Yaroze is the sharing of code and ideas. It's give and take. Nobody 
>really cares about a few lines of code going astray here and there. Do 
>they? This kind of thing happens all the time in commercial companies 
>but it's all swings and roundabouts. People just don't have the time or 
>inclination to so small minded. 

> 


VVVVVVVV VV 
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> >BTW, all code on my homepage is free for anyone to use however they 

> >like! 

> 

> Seems I am not the only one finding this all rather pathetic. 

> Maybe I've missed the point like Ben too, but surely the main philosophy 
> behind NetYaroze is the sharing of code and ideas. It's give and take. 
> Nobody really cares about a few lines of code going astray here and there. 
> Do they? This kind of thing happens all the time in commercial companies 
> but it's all swings and roundabouts. People just don't have the time or 
> inclination to so small minded. 

> 

> couldn't agree with you more Ben ; ) 

LOL!!! 

"Darco 


darco@NOSPAM@bigfoot.com 
(Replace "@NOSPAM@" with an "@" to email me) 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

-—-MESSAGE FILE 2879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01585 


-—-MESSAGE FILE 2880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001586 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sat, 1 Aug 1998 12:14:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <6putiéSfvf10@chuka.playstation.co.uk> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> 
NNTP-Posting-Host: client84b0.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1586 scea.yaroze.freetalk 
2849 


> 

>It would be nice to think they'd do it (I will always want the multi tap 
>stuff) but I dont think they ever will. Call me a pessimist if you want, 
>and, er, you'd be right! 


I would have to agree, after meeting Robert I can say he is a pessimist, but 
I will have to agree with him, I don't think we will be able to develop for 
the PDA units (shame). 


> 
>Rob Swan 


Paul (doodle) 


—-MESSAGE FILE 2880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01586 


—-MESSAGE FILE 2881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001587 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
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Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sat, 01 Aug 1998 13:32:42 -0400 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <35C3513A.B19B0501@mail.datasys.net> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35C17CD3.7D29@mdx.ac.uk> <6putiéSf 
vf£10@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-5.r2.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1587 scea.yaroze.freetalk 
:850 


Paul Bircham wrote: 


> 

>It would be nice to think they'd do it (I will always want the multi tap 
>stuff) but I dont think they ever will. Call me a pessimist if you want, 
>and, er, you'd be right! 


I would have to agree, after meeting Robert I can say he is a pessimist, but 
I will have to agree with him, I don't think we will be able to develop for 
the PDA units (shame). 


VVVVVVV VV 


Theoreticly, we could work around the limitations of the library by 
writing our own drivers and stuff in ASM that communicate directly 
with the hardware. We'd have to go to the hacker sites to get the 
required information needed. 


Who's willing to look into this with me? 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
p 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

--MESSAGE FILE 2881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01587 


--MESSAGE FILE 2882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001588 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sun, 2 Aug 1998 01:46:44 +0100 

Organization: Debri Productions 

Lines: 3 

Message-ID: <1dd40dn.ea4tem345k13N@al1-88-110.al1.nl1> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
1l.intelligent-group.com> <35B87884.155B@saqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> <35B92C4C.A3F@virgin.net> <Olbdb7ad$cclcb2e0$f30b0a0a@Angelal.intelligen 
t-group.com> 

NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Maybe Sarah can arange some for us.. 


DEnnis.. 
—-MESSAGE FILE 2882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01588 
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—-MESSAGE FILE 2883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001589 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Kula World 

Date: Sun, 2 Aug 1998 01:46:46 +0100 

Organization: Debri Productions 

Lines: 22 

Message-ID: <1ldd40fk.1jnoagilgplrbcN@al1-88-110.al.nl1> 
References: <35C1C928.DE9C596E@ndirect.co.uk> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


Has anyone else got Kula World yet? If you haven't seen it yet, check 
it out. It's so simple, so clean and smooth, and so do-able on the 
Yaroze. It also happens to be a fantastic game - if only I'd thought օք 
Ate tes 


Herbs 
(who has no connection with Kula World apart from the fact that I bought 
a copy and have had my brain well and truly twisted.) 


VVVVVVVV 


My idea, I already made a concept. I wanted to make a clone with Team 
Nemesis, but I had very little time the last months. The clone was just 
a concept so nobody started on it yet. 

I just simplifised the game a bit in my concept by putting 45 degree 
angles in there (not only cubes but also prismas). A 90 degree angle 
could not be made. This way the coding would be more simple. 


If you want to know more on my concept (with 3D-screenshots) let me know 
and mail me. 


DEnnis.. 
—-MESSAGE FILE 2883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01589 


—-MESSAGE FILE 2884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001590 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Sun, 2 Aug 1998 01:46:48 +0100 

Organization: Debri Productions 

Lines: 10 

Message-ID: <1dd40xv.12nybgb15t110tN@al-—88-110.al.nl> 

References: <35B35498.6FCD@saqnet.co.uk> <0Olbdb3f5$ba7178cO$f30b0a0a@Angelal.intelli 
gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> <6p2n61$46017@chuka.playst 
ation.co.uk> <35B73217.7281@mdx.ac.uk> <6p7sb5S$bqp2@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Can't wait to go on the course, just a couple more days 
> 


The course was great and I was glad to be part of it (as far as they 
noticed me, I'm a silent type ;-) 
I was very pleased to meet you all in person and now I can have a face 
in mind with some of you... 


DEnnis... 
—-MESSAGE FILE 2884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01590 


—-MESSAGE FILE 2885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001591 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 

Date: Sun, 2 Aug 1998 01:47:00 +0100 

Organization: Debri Productions 

Lines: 28 

Message-ID: <1dd415q.3tlsbfltbrtg3N@al-—88-110.al.nl> 
References: <35B35498.6FCD@saqnet.co.uk> <35B9D96B.7BALE77@enterprise.net> <6pruk1$f 
vf6é@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


casaub <casaub@webscore.nl> wrote: 


Ben James wrote in message <35B9D96B.7BA1E77@enterprise.net>... 

>Am I the only one finding this all rather pathetic? 

>Maybe I've missed the point, but surely the main philosophy behind Net 
>Yaroze is the sharing of code and ideas. It's give and take. Nobody 
>really cares about a few lines of code going astray here and there. Do 
>they? This kind of thing happens all the time in commercial companies 
>but it's all swings and roundabouts. People just don't have the time or 
>inclination to so small minded. 

> 

>BIW, all code on my homepage is free for anyone to use however they 
>like! 


Seems I am not the only one finding this all rather pathetic. 

Maybe I've missed the point like Ben too, but surely the main philosophy 
behind NetYaroze is the sharing of code and ideas. It's give and take. 
Nobody really cares about a few lines of code going astray here and there. 
Do they? This kind of thing happens all the time in commercial companies 
but it's all swings and roundabouts. People just don't have the time or 
inclination to so small minded. 


VVVVVVVVVVVVV VV VV VV VV 


couldn't agree with you more Ben ; ) 


helemaal mee eens mate :-) 


DEnnis... 
—-MESSAGE FILE 2885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01591 


—-MESSAGE FILE 2886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001592 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Sun, 2 Aug 1998 01:47:05 +0100 

Organization: Debri Productions 

Lines: 3 

Message-ID: <1dd416x.1lcqaclz4vkpc1N@al1-—88-110.al.nl1> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Windows CE in a games-console SUCK!! 


DEnnis... 
—-MESSAGE FILE 2886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01592 


-—-MESSAGE FILE 2887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001593 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons ERRORS! 

Date: Sun, 2 Aug 1998 01:47:07 +0100 

Organization: Debri Productions 

Lines: 22 

Message-ID: <1dd418w.la4q3azdwn115N@al-88-110.a1.nl1> 
References: <Olbdb742S57f£76ec0S$d92e63c3@default> 
NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Please help, 


I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors օո the TV screen. It just does not WORK. Please 
help. 


VVVVVVVV 


WELL, MAYBE YOU WILL TAKE A BIT LONGER TO BECOME THE TOP-BANANA IN THE 
GAMES IMPERIUM. ANY GALS OUT THERE TO HELP HIM? 


THE FFFFFFFFFFFFFFF STANDS FOR THE F*-WORD ;-) 
DEnnis.. 
> Tanvir Khan 


> Email: 2bad@lineone.net 
> 


> I hope nothings faulty. 


1833 


-—-MESSAGE FILE 2887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01593 


—-MESSAGE FILE 2888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001594 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
Subject: Re: Sound and Music tutorial 

Date: Sun, 2 Aug 1998 01:47:11 +0100 

Organization: Debri Productions 

Lines: 4 

Message-ID: <ldd4ldg.kluccsxdqpjxN@al-88-110.al.nl1> 


References: <6paik6Sbqp8@chuka.playstation.co.uk> <35b9059c.1309456@news.playstation 


-co.uk> 
NNTP-Posting-Host: al-88-110.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Xref: chuka.playstation.co.uk scee.yaroze.beginners:479 scee.yaroze.freetalk.english 


21594 


I have a profile-list, nick has a demo-list. Anybody for a 
tutorial-list?? 


DEnnis.. 


—-MESSAGE FILE 2888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01594 


—-MESSAGE FILE 2889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001595 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BlackDisk with NY-projects 

Date: Sun, 2 Aug 1998 01:47:36 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldd3zkn.lyjpkkal6o073maN@al-88-110.al.nl1> 


References: <ldb4cbk.swy7hk1k2n062N@a1l-88-118.al.nl> <6mrl5vSenm20@chuka.playstation 
.co.uk> <6mr2q8Senm21@chuka.playstation.co.uk> <ldb67q0.lgvejskfoo54wN@al-—88-103.al1. 
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nl> <Olbdb66d$f99f5060$9a3363c3@default> 
NNTP-Posting-Host: al-88-110.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<1ldb67q0.1lgvejskfoo54wN@al-88-103.al.nl>... 

> Colin Hughes <colin_hughes@playstation.sony.com> wrote: 

>> 

I want one, I want one, I want one..... 

Please..... Can't you arange something? We are thinking and asking for 
such a disk for a wile now. 


DEnnis.. (madmac) 


HVVVVVV Vv 


' ve got one! 


VVVVVVVVVVV VV 


Tanvir Khan 
Me too now, hehehe.. AND I GOT A SUPER SHIRT! !!!}!!!! A real NY-Polo!!!!! 


DEnnis.. 
-—-MESSAGE FILE 2889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01595 


—-MESSAGE FILE 2890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001596 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: books recommend 

Date: Sun, 2 Aug 1998 01:47:38 +0100 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldd3zpt.lojzm611lilran3N@al-—88-110.al.nl> 
References: <0O1lbdb74a$703004e0$d92e63c3@default> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


VV V V 


Keep your yes on the manuals by other members and so: 
Keep an eye on: 


- Peter PAssmore 

- Robert Swan 

- George Bain 

- Ira rainey 

= eles 

—-MESSAGE FILE 2890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01596 


--MESSAGE FILE 2891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001597 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 

Date: Sun, 2 Aug 1998 01:47:40 +0100 

Organization: Debri Productions 

Lines: 30 

Message-ID: <1dd3zx0.otaegga3007N@al-—88-110.al.nl1> 
References: <Olbdb66cS$5c6fdcc0$9a3363c3@default> 
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NNTP-Posting-Host: al-88-110.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 


> Hi, 

> 

> Can anyone help me? I don't now anything about c programing or graphics. I 
> need some serious help. Is there any help on the website which I can 

> download or something. 

HAHAHAHAHAAHA 

LOLOLOLOLOO 

HEHEHEHEHE 

I CAN'T STOP HELP ME...... HAHAHAHA. 


MY GOD, I WAS BAD TOO WHEN I STARTED. I'M STILL BAD BUT I'M BEING 
ACTIVE. AND I DO THINK THAT EVEN I COULD HELP YOU A LITTLE. AND THAT 
MEANS A LOT! !!! 


BUT SERIOUS NOW.... (HEHEHEHE) 


I DO THINK THAT YOU REALY REALY WANT (SPICY) TO... 

SO YOU SHOULD BE ABLE TO GET ON WITH STUFF. 

THE BEST HELP I CAN GIVE YOU NOW, AND I THINK A LOT OF THE OTHER MEMBERS 
AGREE, IS GET IN THE MIDDLESEX COURSE!!!! IT'S GOOD AND IT WILL SAVE YOU 
A LOT OF TIME. YOU ARE IN A CLASS FOR 5 DAYS WITH AROUND 30 OTHER 
WELL-WILLING CODERS AROUND YOU. FOR MORE INFO TAKE A LOOK ON MY PAGE ON 
MONDAY. THERE WILL BE A PAGE ON THIS COURSE (MY PERSONAL JOURNAL) AND 
THERE WILL BE A SIMILAR COURSE IN A COUPLE OF WEEKS... 


DEnnis... 
—-MESSAGE FILE 2891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01597 


—-MESSAGE FILE 2892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001598 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sun, 2 Aug 1998 01:47:43 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <1dd40b3.rrlclultwixv0ON@al-88-110.al.nl1> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Phone them on the morning complaining that your tickets didn't turn up 

> (they always lose some registrations) - they'll give you a code word to 

> quote 

> at the on - the door registration desk, and they let you in for nothing at 
> the 

> door (just make up a company name). I was tea boy for Shit Software a year 
> or so back... 


Shit Software... they probably make great shit??? 
չ-) 

DEnnis.. 

> > Nick F 

> 

> Craig. 


—-MESSAGE FILE 2892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01598 
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—-MESSAGE FILE 2893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001599 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze chat... 

Date: Sun, 2 Aug 1998 11:06:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6qldg5Sfvf11l@chuka.playstation.co.uk> 
References: <6ptlhhS$fvf9@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


1PM? But Babylon 5 is օո TV!! 


Mike. 


—-MESSAGE FILE 2893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01599 


—-MESSAGE FILE 2894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001600 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sun, 2 Aug 1998 11:40:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6qlg2d$fvf12@chuka.playstation.co.uk> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
l.intelligent-group.com> <35B87884.155B@ésaqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> <35B92C4C.A3F@virgin.net> <Olbdb7ad$cclcb2e0$f30b0a0a@Angelal.intelligen 
t-group.com> <1ldd40dn.ea4tem345k13N@al1-—88-110.al1.nl1> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Maybe Sarah can arange some for us.. 
> 


>DEnnis.. 


Another bit of bugging (or is that buggering???!!) by DEnnis to Sarah 
and we get what he wants....... 
See you all there! 

John 


—-MESSAGE FILE 2894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01600 


—-MESSAGE FILE 2895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001601 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Sun, 2 Aug 1998 11:41:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6qlg2eSfvf13@chuka.playstation.co.uk> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> 
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NNTP-Posting-Host: jwhit.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Windows CE in a games-console SUCK!! 
> 
>DEnnis... 


now where's that (Ctrl-Alt-Del) button?..... 


—-MESSAGE FILE 2895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01601 


—-MESSAGE FILE 2896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001602 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 
Date: Sun, 2 Aug 1998 11:50:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 
Message-ID: <6qlgaqSfvf14@chuka.playstation.co.uk> 

References: <Olbdb66cS$5c6fdcc0$9a3363c3@default> <1dd3zx0.otaegga3007N@al-—88-110.al. 
ու» 

NNTP-Posting-Host: client87aa.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote 

> AND I THINK A LOT OF THE OTHER MEMBERS 

>AGREE, IS GET IN THE MIDDLESEX COURSE!!!! IT'S GOOD AND IT WILL SAVE YOU 
>A LOT OF TIME. YOU ARE IN A CLASS FOR 5 DAYS WITH AROUND 30 OTHER 
>WELL-WILLING CODERS AROUND YOU. FOR MORE INFO TAKE A LOOK ON MY PAGE ON 
>MONDAY. THERE WILL BE A PAGE ON THIS COURSE (MY PERSONAL JOURNAL) AND 
>THERE WILL BE A SIMILAR COURSE IN A COUPLE OF WEEKS... 

> 

> 

>DEnnis... 


YES I AGREE, I WAS ON THE COURSE WITH DEnnis AND THE COURSE IS GREAT, IF YOU 
CAN, YOU SHOULD GO ON THE COURSE, ITS FUN AND YOU WILL LEARN ALOT AND IT 
WILL BE A GREAT HELP. 


Paul [doodle] 


PS 
DEnnis whats with all the capitals? 


-—-MESSAGE FILE 2896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01602 


-—-MESSAGE FILE 2897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001603 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 
Date: Sun, 2 Aug 1998 11:54:03 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 
Message-ID: <6qlgguS$fvf15@chuka.playstation.co.uk> 

References: <6p89a8Sbaqp3@chuka.playstation.co.uk> <01bdb6d9$161252e0Sf30b0a0a@Angela 
l.intelligent-group.com> <35B87884.155B@saqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> <35B92C4C.A3F@virgin.net> <Olbdb7ad$cclcb2e0$f30b0a0a@Angelal.intelligen 
t-group.com> <ldd40dn.ea4tem345k13N@al—88-110.al.nl> <6qlg2d$fvf1l2@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: client87aa.globalnet.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


John Whitmore wrote in message 
>>Maybe Sarah can arange some for us.. 


>> 

>>DEnnis.. 

> 

> Another bit of bugging (or is that buggering???!!) by DEnnis to Sarah 


>and we get what he wants....... 
>See you all there! 
> John 


hehehehe, if anyone can get tickets for us it will be DEnnis, after all he 
is an expert in bugging (or buggering?) people to get what he wants. 


See Ya There! 


Paul [doodle] 


—-MESSAGE FILE 2897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01603 


—-MESSAGE FILE 2898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001604 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Plagiarism... 
Date: Sun, 2 Aug 1998 11:57:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 
Message-ID: <6éqlgnnSfvf1l6@chuka.playstation.co.uk> 

References: <35B35498.6FCD@saqnet.co.uk> <Olbdb3f5$ba7178c0O$f30b0a0a@Angelal.intelli 
gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> <6p2n61$46017@chuka.playst 
ation.co.uk> <35B73217.7281@mdx.ac.uk> <6p7sb5S$bqp2@chuka.playstation.co.uk> <1ldd40x 
v.1l2nybgb15t110tN@al-—88-110.al.nl> 

NNTP-Posting-Host: client87aa.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 


>The course was great and I was glad to be part of it (as far as they 
>noticed me, I'm a silent type ;-) 


You the silent type! hahahahahaha 


>I was very pleased to meet you all in person and now I can have a face 
>in mind with some of you... 


hopefully you will remeber me, and as for that project I e-mailed you about, 
yeah I would work with the other Paul, do you have his e-mail address? 

> 

>DEnnis... 


Paul [doodle] 


—-MESSAGE FILE 2898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01604 


-—-MESSAGE FILE 2899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001605 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: S*ga Dreamc*st 

Date: Sun, 2 Aug 1998 11:59:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <6qlgqk$fvf17@chuka.playstation.co.uk> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u38edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> 

NNTP-Posting-Host: client87aa.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Danm! A system error, AARRRRGGHHHH!!!!!! 


Paul [doodle] 


—-MESSAGE FILE 2899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01605 


—-MESSAGE FILE 2900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001606 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons ERRORS! 
Date: Sun, 2 Aug 1998 12:01:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <6qlgupSfvf18@chuka.playstation.co.uk> 

References: <Olbdb742S57£76ec0$d92e63c3@default> <1dd418w.la4q3azdwnl1l15N@al-88-110.a 
1.nl> 

NNTP-Posting-Host: client87aa.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>WELL, MAYBE YOU WILL TAKE A BIT LONGER TO BECOME THE TOP-BANANA IN THE 
>GAMES IMPERIUM. ANY GALS OUT THERE TO HELP HIM? 

> 

>THE FFFFFFFFFFFFFFF STANDS FOR THE F*-WORD :-) 

> 


NOT THAT DEnnis EVER USES THE WORD. 


>DEnnis.. 
> 


Paul [doodle] 


—-MESSAGE FILE 2900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01606 


—-MESSAGE FILE 2901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001607 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Sony PDA Dev/Library upgrades 

Date: Sun, 02 Aug 1998 11:33:30 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <35c44dfc.12062224@news.scea.sony.com> 

References: <35C14295.8D5EF12A@mail.datasys.net> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1607 scea.yaroze.freetalk 
2851 


Personally I would like to do something like this, Develop an RPG but 
the kicker is you must first raise you hero on the PDA and like one of 
those digimon things, depending on how you raise you warrior will 
setermine his destiny (Uses magic, brute force, something like that) 


—-MESSAGE FILE 2901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01607 


-—-MESSAGE FILE 2902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001608 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze chat... 

Date: Sun, 2 Aug 1998 13:09:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6qlkv7Sfvf19@chuka.playstation.co.uk> 
References: <6ptlhhS$fvf9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.45 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Right! Sodding Xoom page won't connect me so I'll be on channel Yaroze 
on DALnet. Anybody? I'll stick around for a while, OK? 


Nick 


—-MESSAGE FILE 2902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01608 


-—-MESSAGE FILE 2903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001609 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Problem with my NY CD!! 

Date: Sun, 2 Aug 1998 13:15:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6q1193Sfvf20@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


I think one of my brat brothers has put a scratch in my NY CD! It still 
works ok for booting the machine and to run NY demos/games. But at least one 
of the standard data files will not load! 

For example, my game uses "\DATA\SOUND\STDO.VH;1" and 
"\DATA\SOUND\STDO.VB;1" to be able to play the SEQ file I use but the game 
just sits in the loop trying to read one of the files. 

BTW I have not changed the source since it worked! (Well, except for the bug 
I am trying to find!) 


Is it possible to get a replacement CD? 


JohnT 


—-MESSAGE FILE 2903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01609 


Net Yaroze newsgroups message dump.txt Page 1841 


T 


--MESSAGE FILE 2904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001610 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: About the short course. 

Date: Sun, 02 Aug 1998 15:34:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <35C47902.1490@mdx.ac.uk> 
NNTP-Posting-Host: staff-dialupl.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


The first short course went really well and the feedback was very 
positive. The week was supposed to start at 9:30 on Monday but everybody 
arrived en masse at 9:15 and got straight onto the kit. The week ended 
on Friday at 8 o'clock with a marathon 5 player multitapped Micro 
Machines 3 session using the data projector (12 feet x 12 feet image). 
I'm glad to say the Middlesex man (Robert Swan I mean) came out ahead. 
DEnis will be putting up some web pages which might cover the bits 
between Monday and Friday. BTW DEnis is not a regular guy, more like a 
primal force. When we met him he told us about all the people he had 
buggered which seemed to include most of SCEE from the MD down, and the 
BBC. The range of people seemed improbable. However it turned out that 
what he meant was bugged not buggered, and it was just a temporarilly 
worrying speech anomaly of his which I hope we managed to correct. 


What made the course was the enthusiasm and creativity of all the people 
attending, working in groups turned out well, and we all learnt a lot. 
Half of the people attending were already Yaroze members and it was 
great to meet everybody and put faces to names. It was also 
international, we had Sam Gharabally come over from the US, DEnis from 
Holland, Karl Sigiscar from France, and John Tynan and Alan Colohan from 
Ireland. It was also surprising to see the number of MAC and CW users. 
It was amazing how far people got just over a few days and I look 
forward to seeing the completed projects. 


A few people were asking about a follow on course which I may try to 
organise but don't hold your breath. Depending on demand we may try to 
organise one more intro course for September (& I think there are still 
a few places for August 17th). 


Anyway it was a fun week, and all power to you guys. 


Peter. 
--MESSAGE FILE 2904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01610 


--MESSAGE FILE 2905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001611 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons ERRORS! 

Date: Sun, 02 Aug 1998 20:07:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <35c4c66f.41718382@news.playstation.co.uk> 

References: <01bdb742$57f76ec0$qd92e63c3@default> <ldd418w.la4q3azdwnll5NQal-88-110.a 
1.nl> 

NNTP-Posting-Host: pl5-honeyeater-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 2 Aug 1998 01:47:07 +0100, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>T Khan <2bad@lineone.net> wrote: 
> 


>> Please help, 
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>> 

>> I suddenly have a problem. I cannot load anything onto the Yaroze from 
>> siocons. 

>> whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
>> FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
>> help. 

>> 

> 

>WELL, MAYBE YOU WILL TAKE A BIT LONGER TO BECOME THE TOP-BANANA IN THE 
>GAMES IMPERIUM. ANY GALS OUT THERE TO HELP HIM? 

> 
>THE FFFFFFFFFFFFFFEF STANDS FOR THE F*-WORD :-) 
> 
>DEnnis.. 

> 

>> Tanvir Khan 

>> Email: 2bad@lineone.net 
>> 

>> I hope nothings faulty. 


I'd like to thank DEnis for his replies, god I've had a shitty week 
and reading them has cheered me up no end ! 


Richard. 
http://www.netyaroze-europe.com/~rcutting 
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—-MESSAGE FILE 2905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01611 


--MESSAGE FILE 2906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001612 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About the short course. 

Date: Sun, 2 Aug 1998 21:49:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <6q2jccSfvf22@chuka.playstation.co.uk> 
References: <35C47902.1490@mdx.ac.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I would have loved to have attended myself but my work had me too busy : ( 
Is it possible to get hold of the course material without having to attend? 
JohnT 


Peter Passmore wrote in message <35C47902.1490@mdx.ac.uk>... 

>The first short course went really well and the feedback was very 
>positive. The week was supposed to start at 9:30 on Monday but everybody 
>arrived en masse at 9:15 and got straight onto the kit. The week ended 
>on Friday at 8 o'clock with a marathon 5 player multitapped Micro 
>Machines 3 session using the data projector (12 feet x 12 feet image). 
>I'm glad to say the Middlesex man (Robert Swan I mean) came out ahead. 
>DEnis will be putting up some web pages which might cover the bits 
>between Monday and Friday. BTW DEnis is not a regular guy, more like a 
>primal force. When we met him he told us about all the people he had 
>buggered which seemed to include most of SCEE from the MD down, and the 
>BBC. The range of people seemed improbable. However it turned out that 
>what he meant was bugged not buggered, and it was just a temporarilly 
>worrying speech anomaly of his which I hope we managed to correct. 

> 

>What made the course was the enthusiasm and creativity of all the people 
>attending, working in groups turned out well, and we all learnt a lot. 
>Half of the people attending were already Yaroze members and it was 
>great to meet everybody and put faces to names. It was also 
>international, we had Sam Gharabally come over from the US, DEnis from 
>Holland, Karl Sigiscar from France, and John Tynan and Alan Colohan from 
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>Ireland. It was also surprising to see the number of MAC and CW users. 
>It was amazing how far people got just over a few days and I look 
>forward to seeing the completed projects. 

> 

>A few people were asking about a follow on course which I may try to 
>organise but don't hold your breath. Depending on demand we may try to 
>organise one more intro course for September (& I think there are still 
>a few places for August 17th). 

> 

>Anyway it was a fun week, and all power to you guys. 

> 

>Peter. 


—-MESSAGE FILE 2906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01612 


—-MESSAGE FILE 2907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001613 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 2 Aug 1998 23:14:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <slrn6s9sm4.nlv.tjs@indy1l6.cs.monash.edu.au> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Sun, 2 Aug 1998 11:41:56 +0100, John Whitmore <john@jwhit.demon.co.uk> wrote: 
>>Windows CE in a games-console SUCK!! 


>> 

>>DEnnis... 

> 

> now where's that (Ctrl-Alt-—Del) button?..... 
> 


Just to be playing devil's advocate for a bit, there are some reasonably good 
reasons why consoles should run windows CE, or at least export the 
Win32/DirectX style APIs. The fact is that the number of programmers that 

are familiar with those APIs means that there is more change that the console 
will be supported by 3rd party developers, and that the rate and quality 

of game releases will be higher. 


Of course there is a point at the end of the curve where programmers need 
direct hardware access to squeeze the last few cycles out of a machine, and, 
I would imagine, the DreamCast can be programmed in this manner too. 


The other thing is that being much smaller than Windows 95/NT, Windows CE is 
likely to be much more compact and stable. It doesn't have to try to do things 
like memory management and controlling 16/32 bit intel code. It also doesn't 
have to support a wide range of hardware configurations. For these reasons, 


[ think it's more likely that the console will crash as a result of user code 
than system code. 


I personally would have preferred to see Posix and OpenGL APIs, or even 
something approximating the Amiga kernel, but then personal preference is 
a perverse thing. 


The bigger issue with the DreamCast is its rather strange choice of thes 
PowerVR chipset for its rendering engine. While I'm sure that this is 
because Sega has used it in plenty of arcade games and hence has a slew 

of programmers that know it, and the potential for many arcade conversions, 
it really doesn't change the fact that 3d technology has moved on. 


Toby. 
—-MESSAGE FILE 2907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01613 
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-—-MESSAGE FILE 2908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001614 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Mon, 03 Aug 1998 09:11:35 +0100 

Organization: DMA Design Ltd 

Lines: 22 

Message-ID: <35C570B7.18DE@dma-design.com> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy16.cs.monash.edu.au> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Toby Sargeant wrote: 

> 

> Of course there is a point at the end of the curve where programmers need 

> direct hardware access to squeeze the last few cycles out of a machine, and, 
> I would imagine, the DreamCast can be programmed in this manner too. 


It can. There's two ways of developing on the Dreamcast - using Sega's 
own low-level API or the DirectX-like WinCE. 


The bigger issue with the DreamCast is its rather strange choice of thes 
PowerVR chipset for its rendering engine. While I'm sure that this is 
because Sega has used it in plenty of arcade games and hence has a slew 

of programmers that know it, and the potential for many arcade conversions, 
it really doesn't change the fact that 3d technology has moved on. 


N A OMO Z SP 


It uses the next generation of PowerVR technology which is *damn* 
nice... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 2908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01614 


—-MESSAGE FILE 2909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001615 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: About the short course. 

Date: Mon, 03 Aug 1998 14:34:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <35C5BC6A.DC701A38@easynet.co.uk> 
References: <35C47902.1490@mdx.ac.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This really was a great course. I got a lot out of the 3D stuff - something 
I thought I would never get into. When I get around to it I will put up 
demos of what I did over the 5 days on my Web site. 


I'm going to carry on working on my 2D 'Spyhunter' game but I think my next 
game will be a 3D effort. Hopefully a bit better than the little-blue-pixie 
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bashing game I developed during the course! 
The only thing is I'm not sure I can post the source code for the 3D stuff I 


did last week as many of the functions were written specifically for the 
course by Rob and Peter - do you have any problems with this guys? 


Phil 


—-MESSAGE FILE 2909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01615 


—-MESSAGE FILE 2910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001616 

Path: chuka.playstation.co.uk!news 

From: tisa <tisa@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: test - please ignore 

Date: Mon, 03 Aug 1998 16:45:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <35C5DB1E.EFBO2CCA@aol.com> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


test - please ignore 


—-MESSAGE FILE 2910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01616 


—-MESSAGE FILE 2911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001617 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 3 Aug 1998 22:43:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <slrn6éscf7p.qfh.tjs@indy1l6.cs.monash.edu.au> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy1l6.cs.monash.edu.au> <35C570B7.18DE@dma-design. com> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Mon, 03 Aug 1998 09:11:35 +0100, Brian Baird <brian@dma-design.com> wrote: 
>It uses the next generation of PowerVR technology which is *damn* 
>nice... 


How does that compare, though, with the next generation of 3dfx and Nvida 
technology? 


I'd like to know what we can expect from Sony and Nintendo in reply to 
the Dreamcast... 


Toby. 
-—-MESSAGE FILE 2911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01617 


-—-MESSAGE FILE 2912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001618 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About the short course. 
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Date: Tue, 04 Aug 1998 00:20:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35C645C2.44B4@mdx.ac.uk> 

References: <35C47902.1490@mdx.ac.uk> <6q2jccSfvf22@chuka.playstation.co.uk> 
NNTP-Posting-Host: staff-dialup6é.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


JohnT wrote: 

> 

> I would have loved to have attended myself but my work had me too busy : ( 

> 

> Is it possible to get hold of the course material without having to attend? 


Hi John, 


I tried to post from work today but our new server is playing up. I 
think I said something like we will release our 'far from perfect" code 
and documentation in a couple of weeks. The code will be freely 
distributed electronically, but in passing it covers James S's great 
BGedit and some other odd bits which you should acknowledge should you 
use them. We will probably distribute the notes (150 pages) at the same 
time in printed form which we will make some (modest) charge for. 


Peter. 
—-MESSAGE FILE 2912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01618 


—-MESSAGE FILE 2913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001619 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About the short course. 

Date: Tue, 04 Aug 1998 00:22:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35C6463C.366A@mdx.ac.uk> 

References: <35C47902.1490@mdx.ac.uk> <35C5BC6A.DC701A38@easynet.co.uk> 
NNTP-Posting-Host: staff-dialup6é.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Hi Phil, 
I was good to meet you... 
>I'm going to carry on working on my 2D 'Spyhunter' game but I think my next 


> game will be a 3D effort. Hopefully a bit better than the little-blue-pixie 
> bashing game I developed during the course! 


I liked both of them! 


> The only thing is I'm not sure I can post the source code for the 3D stuff I 
> did last week as many of the functions were written specifically for the 
> course by Rob and Peter - do you have any problems with this guys? 


No problem. 


Peter. 
-—-MESSAGE FILE 2913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01619 


—-MESSAGE FILE 2914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001620 
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Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: About the short course. 
Date: Tue, 4 Aug 1998 10:09:46 +0100 
Organization: Debri Productions 

Lines: 28 

Message-ID: <ldd8anw.28hyw63ftyugN@[194.151.88.144]> 
References: <35C47902.1490@mdx.ac.uk> 
NNTP-Posting-Host: 194.151.88.144 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Peter Passmore <p.passmore@mdx.ac.uk> wrote: 


The first short course went really well and the feedback was very 
positive. The week was supposed to start at 9:30 on Monday but everybody 
arrived en masse at 9:15 and got straight onto the kit. The week ended 
on Friday at 8 o'clock with a marathon 5 player multitapped Micro 
Machines 3 session using the data projector (12 feet x 12 feet image). 
I'm glad to say the Middlesex man (Robert Swan I mean) came out ahead. 
DEnis will be putting up some web pages which might cover the bits 
between Monday and Friday. BIW DEnis is not a regular guy, more like a 
primal force. When we met him he told us about all the people he had 
buggered which seemed to include most of SCEE from the MD down, and the 
BBC. The range of people seemed improbable. However it turned out that 
what he meant was bugged not buggered, and it was just a temporarilly 
worrying speech anomaly of his which I hope we managed to correct. 


VVVVVVVVVVVV VV 


Thanks Peter, 
You totally unmasked me. Now everybody knows what type of geezer I am.. 
չ-) 


Hope to see you again and thanks for an educative and fun-time.... 


DEnnis.. 
—-MESSAGE FILE 2914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01620 


—-MESSAGE FILE 2915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001621 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: coding help 

Date: Tue, 4 Aug 1998 10:10:01 +0100 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldd8arl.3f54jqlwn23cwN@[194.151.88.144]> 

References: <Olbdb66cS$5c6fdcc0$9a3363c3@default> <1dd3zx0.otaegga3007N@al-8 
nl> <6qlgaq$fvf1l4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> DEnnis Brinkhuis wrote 

> > AND I THINK A LOT OF THE OTHER MEMBERS 

> >AGREE, IS GET IN THE MIDDLESEX COURSE!!!! IT'S GOOD AND IT WILL SAVE YOU 
> >A LOT OF TIME. YOU ARE IN A CLASS FOR 5 DAYS WITH AROUND 30 OTHER 

> >WELL-WILLING CODERS AROUND YOU. FOR MORE INFO TAKE A LOOK ON MY PAGE ON 
> >MONDAY. THERE WILL BE A PAGE ON THIS COURSE (MY PERSONAL JOURNAL) AND 

> >THERE WILL BE A SIMILAR COURSE IN A COUPLE OF WEEKS... 

>> 

>> 

> >DEnnis... 

> 

> 


YES I AGREE, I WAS ON THE COURSE WITH DEnnis AND THE COURSE IS GREAT, IF 
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glish/000 


english/0 


8-110.81. 


YOU 


Net Yaroze newsgroups message dump.txt Page 1848 


CAN, YOU SHOULD GO ON THE COURSE, ITS FUN AND YOU WILL LEARN ALOT AND IT 
WILL BE A GREAT HELP. 


Paul [doodle] 


PS 


VVVVVVV 


DEnnis whats with all the capitals? 


The capitals show better diference between the 'old text' and my 'new 
text' 


hehehe 


Nice meeting you Paul.... 
-—-MESSAGE FILE 2915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01621 


—-MESSAGE FILE 2916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001622 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 4 Aug 1998 10:10:09 +0100 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldd8aub.la06qow1232bn8N@[194.151.88.144]> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
1l.intelligent-group.com> <35B87884.155B@ésaqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> <35B92C4C.A3F@virgin.net> <Olbdb7ad$cclcb2e0$f30b0a0a@Angelal.intelligen 
t-group.com> <ldd40dn.ea4tem345k13N@al—88-110.al.nl> <6qlg2d$fvf12@chuka.playstation 
.co.uk> <6qlggu$fvf15@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> John Whitmore wrote in message 

> >>Maybe Sarah can arange some for us.. 

> >> 

> >>DEnnis.. 

>> 

>> Another bit of bugging (or is that buggering???!!) by DEnnis to Sarah 
> >and we get what he wants....... 

> >See you all there! 

>> John 

> 

> 

> hehehehe, if anyone can get tickets for us it will be DEnnis, after all he 
> is an expert in bugging (or buggering?) people to get what he wants. 

> 

> See Ya There! 

> 

> Paul [doodle] 


AAAAAAAAAAAAbhhhhhhhhrrrrrrgggggg stop it! @!!@#se@s 


I know the difference now!!! LOLOLOLOL 

You all are destroying my image!!! hehehehe 
See ya.... 

DEnnis.. 


-—-MESSAGE FILE 2916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01622 


--MESSAGE FILE 2917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001623 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Plagiarism... 

Date: Tue, 4 Aug 1998 10:10:17 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldd8axz.1p84tc91lwj7zz7N@[194.151.88.144]> 

References: <35B35498.6FCD@saqnet.co.uk> <Olbdb3£5$ba7178c0O$f30b0a0a@Angelal.intelli 
gent-group.com> <35b4d4f0.1141862@news.playstation.co.uk> <6p2n61$46017@chuka.playst 
ation.co.uk> <35B73217.7281@mdx.ac.uk> <6p7sb5S$bqp2@chuka.playstation.co.uk> <1ldd40x 
v.12nybgb15t110tN@al-—88-110.al.nl> <6qlgnnSfvf16@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> 

> hopefully you will remeber me, and as for that project I e-mailed you about, 
> yeah I would work with the other Paul, do you have his e-mail address? 

>> 

> >DEnnis... 

> 

> Paul [doodle] 

I can't forget (in my worst nightmare ;-) But I think a lot of you will 


see me in your worst nightmares too ;-) 

Yes I have the other paul's E-mail too and I will mail him today or 
tomorew. He is getting a NY too. I love teaming up and I think we could 
be a great team... 


I'll keep you informed.. 


DEnnis.. 
—-MESSAGE FILE 2917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01623 


-—-MESSAGE FILE 2918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001624 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Tue, 4 Aug 1998 10:10:26 +0100 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldd8b27.qs6xynlorfkhoN@[194.151.88.144]> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


John Whitmore <john@jwhit.demon.co.uk> wrote: 


> >Windows CE in a games-console SUCK!! 
>> 

> >DEnnis... 
> 

> 


now where's that (Ctrl-Alt-Del) button?..... 


Hehehehe, don't get your arm in a sling (remember win-songs?) 


DEnnis.. 
—-MESSAGE FILE 2918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01624 


-—-MESSAGE FILE 2919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001625 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Tue, 4 Aug 1998 10:10:31 +0100 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldd8b3f.llvqvst1d3q62fN@[194.151.88.144]> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <6qlgqk$fvf17@chuka. 
playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> Danm! A system error, AARRRRGGHHHH!!!!!! 
> 
> Paul [doodle] 


Please reboot DOS.... 


DEnnis.. 
—-MESSAGE FILE 2919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01625 


—-MESSAGE FILE 2920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001626 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Tue, 4 Aug 1998 10:10:40 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldd8b4y.lg330a4lggvfzhn@[194.151.88.144]> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eS$fvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy16.cs.monash.edu.au> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> >>Windows CE in a games-console SUCK!! 

> >> 

> >>DEnnis... 

>> 

>> now where's that (Ctrl-Alt-Del) button?..... 

>> 

> Just to be playing devil's advocate for a bit, there are some reasonably good 
> reasons why consoles should run windows CE, or at least export the 

> Win32/DirectX style APIs. 

NEVER! 11111 If there is any MS-shit on that console.. It will be doomed. 


I won't buy it then. I buy a games-console to escape from Windows... 
Billy-boy is spreading his stuff all over... 

At the airport I even saw MS-toys?!?!?! A computerized Barney-bear from 
MS. Now I understand the Barney-blaster games.. 


DEnnis.. 
—-MESSAGE FILE 2920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01626 


—-MESSAGE FILE 2921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001627 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: siocons ERRORS! 

Date: Tue, 4 Aug 1998 10:10:47 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldd8bb4.ldqp2aelzzd8vN@[194.151.88.144]> 

References: <Olbdb742S57£76ec0$d92e63c3@default> <1dd418w.la4q3azdwnl15N@al-88-110.a 
l.nl> <6qlgupS$fvf18@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> DEnnis Brinkhuis wrote in message 

> >WELL, MAYBE YOU WILL TAKE A BIT LONGER TO BECOME THE TOP-BANANA IN THE 
> >GAMES IMPERIUM. ANY GALS OUT THERE TO HELP HIM? 
>> 

> >THE FFFFFFFFFFFFFFF STANDS FOR THE F*-WORD ;-) 
>> 

> 

> NOT THAT DEnnis EVER USES THE WORD. 

> 

> >DEnnis.. 

>> 

> 


Paul [doodle] 


Me??? NEVER!!! hehehehe 


DEnnis.. 
—-MESSAGE FILE 2921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01627 


-—-MESSAGE FILE 2922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001628 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons ERRORS! 

Date: Tue, 4 Aug 1998 10:10:49 +0100 

Organization: Debri Productions 

Lines: 40 

Message-ID: <ldd8bds.uolitllpjwlckN@[194.151.88.144]> 

References: <Olbdb742$57£76ec0S$d92e63c3@default> <1dd418w.la4q3azdwnl15N@al-—-88-110.a 
1.nl> <35c4c66f.41718382@news.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Richard Cutting <richard.cutting@virgin.net> wrote: 


On Sun, 2 Aug 1998 01:47:07 +0100, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>T Khan <2bad@lineone.net> wrote: 
>> Please help, 


>> I suddenly have a problem. I cannot load anything onto the Yaroze from 
>> siocons. 

>> whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
>> FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


>WELL, MAYBE YOU WILL TAKE A BIT LONGER TO BECOME THE TOP-BANANA IN THE 
>GAMES IMPERIUM. ANY GALS OUT THERE TO HELP HIM? 

> 

>THE FFFFFFFFFFFFFFF STANDS FOR THE F*-WORD ;-) 

> 

>DEnnis.. 

> 

>> Tanvir Khan 

>> Email: 2bad@lineone.net 


VVVVVVVVVVVVVVV VV VV VV VV 
Vv 
v 
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> >> 

> >> I hope nothings faulty. 

> 

> I'd like to thank DEnis for his replies, god I've had a shitty week 
> and reading them has cheered me up no end ! 

> 

> Richard. 

> http://www.netyaroze-europe.com/~rcutting 

hehehe, thanks.... but I was just to stop BUGGING this fellow... It's 


only so tempting and he's so easy... 


DEnnis.. 
—-MESSAGE FILE 2922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01628 


-—-MESSAGE FILE 2923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001629 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test - please ignore 

Date: Tue, 4 Aug 1998 10:10:51 +0100 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldd8bgc.vayzgtlyypevtN@[194.151.88.144]> 
References: <35C5DB1E.EFBO2CCA@aol.com> 
NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 (unregistered) 


tisa <tisa@aol.com> wrote: 


> test - please ignore 
Sorry, I never ignore anything. Thats what I'm like... 


DEnnis.. 
—-MESSAGE FILE 2923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01629 


-—-MESSAGE FILE 2924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001630 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test - please ignore 

Date: Tue, 04 Aug 1998 16:45:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35C72C88.A5FOE942@ndirect.co.uk> 

References: <35C5DB1E.EFBO2CCA@aol.com> <ldd8bgc.vayzgtlyypevtN@ [194.151.88.144]> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-52.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Should have known DEnnis would reply to this. 


Herbs 


—-MESSAGE FILE 2924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01630 


—-MESSAGE FILE 2925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001631 
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Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 4 Aug 1998 23:30:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <slrn6ésf6c5.lo.tjs@indyl6.cs.monash.edu.au> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1ldd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy16.cs.monash.edu.au> <ldd8b4y.1g330a4lggvfzhN@[194.151.88.144]> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Tue, 4 Aug 1998 10:10:40 +0100, DEnnis Brinkhuis <macsuppor@al.nl> wrote: 
> 

>NEVER! !!!!! If there is any MS-shit on that console.. It will be doomed. 

>I won't buy it then. I buy a games-console to escape from Windows... 
>Billy-boy is spreading his stuff all over... 

>At the airport I even saw MS-toys?!?!?! A computerized Barney-bear from 
>MS. Now I understand the Barney-blaster games.. 


I'm afraid you're wrong. I don't like the fact that Microsoft are gaining 
a monopoly in so many places either, but the fact remains that: 


a) of all the console manufacturers, sega has been the only one to step up 
to the plate with a new piece of hardware (maybe that's just a function 
of how crappy the saturn was...) 

b) adding OS development time to hardware development time means that the 
time-to-market of a console would (at a guess) be more than doubled. Of 
_course_ companies will like the option of choosing off the shelf OS 
solutions. It's a pity that the choice has been Microsoft's offering, 
though. 


You also haven't considered the fact that although the APIs are the same, 
it's probable that the underlying code, and probably the design is very 
different in windows CE to that in Windows 95. Microsoft do have good 
programmers. The problem is not that, it's the fact that on large projects 
like Windows 95, the code base has reached critical mass, and the 
management has fallen apart, allowing bugs to creep in unnoticed. 


Each version of Windows CE has to support only 1 set of hardware, and doesn't 
have to provide anything tricky in terms of OS design. I have much more faith 
in the stability of CE than I have in that of 95/NT. 


<wishlist> 


Having said that, there are a few things that I think could have been better. 
Rather than sticking with a hitachi processor, i would have liked to have seen 
a mid - high end MIPS, PPC or Alpha processor. I guess this is a hangover 

from the saturn in some ways (which might also be a hangover from arcade 
machines). I don't know whether the dual CPU approach of the saturn was a 

good idea. Multi threading tends to confuse developers, and introduce all 
kinds of subtle bugs. On the other hand, it's a good way to get better 
performance for less cost. In the balance, a multi CPU with less powerful 
CPUs wins in my book. 


Operating system? QNX. Beats Windows CE hands down. Is stable, _small_, 
and it is a realtime OS. AFAIK, Windows CE offers none of those things. 
Having a low level API is all well and good, but having to then go and 
rewrite the simple and intelligent functionality that Windows CE provides 
without keeping the cruft that you don't want seems stupid. A microkernel 
approach makes everything so much more modular. 


Memory management. I think it was a minor crime for sony to rip out the MMU 
from the Playstation. While it can be argued that it's meant to be a console, 
not a computer, I think the savings that the developers make when it comes to 
crushing bugs more than offset the small additional hardware cost. 


—-MESSAGE FILE 2925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01631 
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—-MESSAGE FILE 2926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001632 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About the short course. 

Date: Tue, 04 Aug 1998 23:09:27 -0700 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <35C7F717.56E0B93D@sinclair.net> 

References: <35C47902.1490@mdx.ac.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Um, short course? This is the first I've heard of it. Sounds like it 
was interesting and usefull... 


Peter Passmore wrote: 


The first short course went really well and the feedback was very 
positive. The week was supposed to start at 9:30 on Monday but everybody 
arrived en masse at 9:15 and got straight onto the kit. The week ended 
on Friday at 8 o'clock with a marathon 5 player multitapped Micro 
Machines 3 session using the data projector (12 feet x 12 feet image). 
I'm glad to say the Middlesex man (Robert Swan I mean) came out ahead. 
DEnis will be putting up some web pages which might cover the bits 
between Monday and Friday. BIW DEnis is not a regular guy, more like a 
primal force. When we met him he told us about all the people he had 
buggered which seemed to include most of SCEE from the MD down, and the 
BBC. The range of people seemed improbable. However it turned out that 
what he meant was bugged not buggered, and it was just a temporarilly 
worrying speech anomaly of his which I hope we managed to correct. 


What made the course was the enthusiasm and creativity of all the people 
attending, working in groups turned out well, and we all learnt a lot. 
Half of the people attending were already Yaroze members and it was 
great to meet everybody and put faces to names. It was also 
international, we had Sam Gharabally come over from the US, DEnis from 
Holland, Karl Sigiscar from France, and John Tynan and Alan Colohan from 
Ireland. It was also surprising to see the number of MAC and CW users. 
It was amazing how far people got just over a few days and I look 
forward to seeing the completed projects. 


A few people were asking about a follow on course which I may try to 
organise but don't hold your breath. Depending on demand we may try to 
organise one more intro course for September (& I think there are still 
a few places for August 17th). 


Anyway it was a fun week, and all power to you guys. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Peter. 


ո Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 2926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01632 


—-MESSAGE FILE 2927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001633 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test - please ignore 

Date: Wed, 5 Aug 1998 09:26:35 +0100 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldd9bc0.lhulrfuzsszb4N@al-88-130.al.nl> 

References: <35C5DBIE.EFBO2CCA@aol.com> <ldd8bgc.vayzgtlyypevtN@[194.151.88.144]> ՀՅ 
5C72C88 .A5SFOR9I42@ndirect.co.uk> 
NNTP-Posting-Host: al-88-130.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> Should have known DEnnis would reply to this. 
> 


> Herbs 
hehehehe.... 


DEnnis.. 
—-MESSAGE FILE 2927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01633 


-—-MESSAGE FILE 2928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001634 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Wed, 5 Aug 1998 10:46:39 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldda7py.kyne24j0b18sN@al1-88-108.a1.nl1> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indyl6.cs.monash.edu.au> <ldd8b4y.1lg330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indy16.cs.monash.edu.au> 

NNTP-Posting-Host: 81-88-108.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Toby Sargeant <tjs@cs.monash.edu.au> wrote: 


Can anyone say 'console that you can port Linux/NetBSD to?'... :) 


</wishlist> 


VVVVVV 


Toby. 


That was an intresting piece of text you wrote. I'm not into all the 
systems and stuff, but I do know that I just would like MS out of the 
games industry. I know the Windows CE from handheld and PDA-systems. 

I also had in mind to use unix for conection. Unix is a 'free' system 
and is very stable. It is also very flexible to adjust and I think it 
would be better than Wce. 

I also agree that I would prefer another processor like the PPC or maybe 
even the fast new G3. 


DEnnis.. 
—-MESSAGE FILE 2928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01634 


-—-MESSAGE FILE 2929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001635 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Wed, 05 Aug 1998 10:46:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 99 

Message-ID: <35C829EA.55EFA3B1@scee.sony.co.uk> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indyl6.cs.monash.edu.au> <ldd8b4y.1lg330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indy16.cs.monash.edu.au> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Toby Sargeant wrote: 


b) adding OS development time to hardware development time means that the 
time-to-market of a console would (at a guess) be more than doubled. Of 
_course_ companies will like the option of choosing off the shelf OS 
solutions. It's a pity that the choice has been Microsoft's offering, 
though. 


VVVVVV 


From what I've heard, MS Windows CE is actually very good. You're forgetting that th 
e _main_ reason 

why people hate Windows is because it crashes alot. That's because there's millions 
of lines of 

code, dating to way back when, some 16 bit, some 32, lots of horrible legacy code. W 
indows CE was 

created from scratch, and hence its a very stable system. 


However, I think Sega are missing the point somewhat. Initially, DC games will use D 
irectX because 

it's a standard and easy to port from the PC. But to get the full power out of a con 
sole, you have 

to go low-level. You can't do that anymore on a PC, because you have to write driver 
s for every 

video card around, which is why DirectX exists in the first place. But with a standa 
rd platform like 

the DC, programmers will drop to low level to get more speed. There's no question ab 
out them doing 

that eventually, because if you spend that extra time, you can get a much better loo 

king game. Once 

one company does it, it will be the standard, and everyone else will have to drop to 
low level to 
compete. So DirectX will go out the door very quickly. It will only be useful for PC 
developers 

wanting to port games. 


> The problem is not that, it's the fact that on large projects 
> like Windows 95, the code base has reached critical mass, and the 
> management has fallen apart, allowing bugs to creep in unnoticed. 


No, I think we noticed them alright... :0) 

> <wishlist> 

> 

> Having said that, there are a few things that I think could have been better. 
> Rather than sticking with a hitachi processor, i would have liked to have seen 
> a mid - high end MIPS, PPC or Alpha processor. 


The cost of such processors is large in comparison with the rest of the console. Rem 
ember that they 

have to churn out millions of these CPUs _and_ make them cheap enough to put into a 
home console in 

the first place. I would want to see a 1Ghz PPC or a 400 PII in PSX2, but nobody wan 
ts to pay £600 

for a console! :0) 
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> I don't know whether the dual CPU approach of the saturn was a 

> good idea. Multi threading tends to confuse developers, and introduce all 

> kinds of subtle bugs. On the other hand, it's a good way to get better 

> performance for less cost. In the balance, a multi CPU with less powerful 

> CPUs wins in my book. 

Programming for multi-CPUs _efficiently_ is at least twice as hard as normal coding. 
And the 

complications with the system bus are massive. For instance, there are problems with 


cache 

inconsistency between processors. All of these are solvable, of course, but getting 
200% power out 

of 2 CPUs is almost impossible and very difficult to design. From what Colin tells m 
e, most Saturn 

programmers used the second CPU like a GPU - it just sat there waiting for commands 
in a queue and 

processed them whenever they arrived. That's not efficient, but it's easy to program 


The other thing about multi-CPUs is that they're only good when you want to do many 


independent 

things at once. If you consider that CPU time spent on sound/controller/CD is almost 
negligible, 

then the rest of the time is divided into Pre-Scene Creation (like doing all the phy 
sics 

calculations in Gran Turismo), Scene Creation (creating the polygons) and Scene Draw 


ing (drawing 

them). Since Scene Creation can't be done in parallel with Pre-Scene Creation (with 
the exception of 

some games, and assuming you haven't got enough memory for triple buffering), and Sc 
ene Drawing is 

done by the GPU anyway, then multi-CPUs aren't going to help in most cases. 


> Operating system? QNX. Beats Windows CE hands down. Is stable, _small_, 
> and it is a realtime OS. AFAIK, Windows CE offers none of those things. 


Yeah, QNX rocks. However, as I recall, it's only available on Intel CPUs, or at leas 
t CPUs with a 

proper MMU. For speed and cost reasons, I don't think Next-Next-Gen systems will be 
either Intel or 

have a MMU. ՕԱ: was designed for real-time work, like controlling industrial machine 
s. In 

comparison, a console OS is really an just an API to the hardware. It only handles i 
nterrupts and 

system calls to hide the effects possible changes in the ROMs and other hardware fro 
m developers. I 

don't consider the PSX libraries to be a true OS, which QNX is. 


> Memory management. I think it was a minor crime for sony to rip out the MMU 
> from the Playstation. 


Why do you need an MMU? You're only running one program. Multi-threading is still po 
ssible. Set up 

of the MMU registers takes extra time and is potentially buggy (ever written a DPMI 

stub?). It 

marginally slows down the chip. It requires more silicon, which ups the cost of the 

chip. In any 

event, its unlikely that programmers and debuggers would use it much. 


> Peripherals and connectors. Why not be the first console to be easily 
> connected to an SVGA monitor? if the PoverVR is rendering at 1600x1200 for 
> HDTV, then surely it'd be pretty simple to provide SVGA output. 


The minimum res for the DC is supposed to be 640x480 (although I doubt that is _is_ 
the minimum). So 

to view it on an SVGA screen would be great! But I remember seeing Amiga games on th 
e old 1084 

monitors (which were slightly better than a TV) and seeing the same game on a PC - g 
raphics actually 

looked smoother and better on the 1084/TV because, well, TVs are terrible. Everythin 
g was too 

sharp-edged on the PC. But that's just a personal opinion. 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Where there's a will, I want to be in it. 


—-MESSAGE FILE 2929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01635 


——MESSAGE FILE 2930 START: net-yaroze-usenet/00000001- 


0001636 
Path: chuka.playstation.co.uk!news 


SCEE/yaroze/freetalk/english/0 


From: "George Bain" <George_Bain@Playstation.sony.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Bugs ( was Re: S*ga Dreamc*st) 
Date: 5 Aug 1998 10:08:19 GMT 
Organization: SCEE 

Lines: 18 


Message-ID: <0Olbdbfe0S09b3cdc0S$f2e832a2@gbain.wav.scee.sony.co.uk> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy16.cs.monash.edu.au> <ldd8b4y.1g330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 


js@indy1l6.cs.monash.edu.au> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Toby, 


More like the problem being people installing pirate beta copies of Win95. 
Then again most of the problems occur when you install another piece of 
software. When the software crashes people automatically blame Win95... 


was it a Win95 bug or the software's bug....hmmmmm. 


Lets face it, there 


are tonnes of crap software for Win95 that can cause your system to crash. 


George 


Toby Sargeant <tjs@cs.monash.edu.au> wrote in article 
<slrn6sf6c5.lo.tjs@indyl6.cs.monash.edu.au>... 


> The problem is not that, it's the fact that on large projects 


> like Windows 95, the code base has reached critical 
> management has fallen apart, allowing bugs to creep 


mass, and the 
in unnoticed. 


—-MESSAGE FILE 2930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01636 


--MESSAGE FILE 2931 START: net-yaroze-usenet/00000001- 


0001637 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 5 Aug 1998 11:30:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 138 

Message-ID: <01lbdc063Sd0e4e900Sf30b0a0a@Angelal.intel 


SCEE/yaroze/freetalk/english/0 


ligent-group.com> 


References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 


> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E. 4A99D280@mai 


l.datasys.net> <1ldd416x.lcqaclz 


4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy16.cs.monash.edu.au> <ldd8b4y.1lg330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indyl6.cs.monash.edu.au> <35C829EA.55EFA3B1@scee.sony.co.uk> 


NNTP-Posting-Host: d2-s8-102-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 
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James Russell <James_Russell@scee.sony.co.uk> wrote in article 

<35C829EA. 55EFA3B1@scee.sony.co.uk>... 

> Toby Sargeant wrote: 

>> 

> > b) adding OS development time to hardware development time means that 


> > time-to-market of a console would (at a guess) be more than doubled. 
Օք 

> > _course_ companies will like the option of choosing off the shelf OS 
>> solutions. It's a pity that the choice has been Microsoft's 
offering, 

>> though. 

> 


> From what I've heard, MS Windows CE is actually very good. You're 
forgetting that the _main_ reason 

> why people hate Windows is because it crashes alot. That's because 
there's millions of lines of 

> code, dating to way back when, some 16 bit, some 32, lots of horrible 
legacy code. Windows CE was 

> created from scratch, and hence its a very stable system. 


CE has more in common with the NT core than the Win95 core (but that 
doesn't make it the be all 
and end all). 


> However, I think Sega are missing the point somewhat. Initially, DC games 
will use DirectX because 

> it's a standard and easy to port from the PC. But to get the full power 
out of a console, you have 


I'd be interested to see how it works in practise (Direct3D is a real arse 
compared to your average 
console API (eg. everyone around here's favourite GS API). 


> to go low-level. You can't do that anymore on a PC, because you have to 
write drivers for every 

> video card around, which is why DirectX exists in the first place. But 
with a standard platform like 

> the DC, programmers will drop to low level to get more speed. There's no 
question about them doing 

> that eventually, because if you spend that extra time, you can get a much 
better looking game. Once 

> one company does it, it will be the standard, and everyone else will have 
to drop to low level to 
> compete. So DirectX will go out the door very quickly. It will only be 
useful for PC developers 

> wanting to port games. 


So you'll see a lot of ports. They'll replace the models with higher poly 
count versions, and rebuild for 

a quick port. Some may be critical of that approach, saying it gets them 
nothing beyond the PC version, 

but your average loaded gaming PC is 10 times the cost of a console, so 
it's same game to different market 

at no cost - good move from Sega. 


Console developers won't bother to use DirectX as it takes longer to code 
for than other API's anyway 

(apart from N64). Hopefully the Sega lower level API will be better than 
Saturn's was.... 


> > Having said that, there are a few things that I think could have been 
better. 

> > Rather than sticking with a hitachi processor, i would have liked to 
have seen 

> > a mid - high end MIPS, PPC or Alpha processor. 

> 

> The cost of such processors is large in comparison with the rest of the 
console. Remember that they 

> have to churn out millions of these CPUs _and_ make them cheap enough to 
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put into a home console in 

> the first place. I would want to see a 1Ghz PPC or a 400 PII in PSX2, but 
nobody wants to pay £600 

> for a console! :0) 


The voices of people who've never programed hitatchi processors - I've done 
load of hitatchi assembler, 
and the chips are very quick and very fast in practise. And cheap.... 


> > I don't know whether the dual CPU approach of the saturn was a 

> > good idea. Multi threading tends to confuse developers, and introduce 
all 
> > kinds of subtle bugs. On the other hand, it's a good way to get better 
> > performance for less cost. In the balance, a multi CPU with less 


powerful 

> > CPUs wins in my book. 

> 

> Programming for multi-CPUs _efficiently_ is at least twice as hard as 


normal coding. And the 

> complications with the system bus are massive. For instance, there are 
problems with cache 

> inconsistency between processors. All of these are solvable, of course, 
but getting 200% power out 

> of 2 CPUs is almost impossible and very difficult to design. From what 
Colin tells me, most Saturn 

> programmers used the second CPU like a GPU - it just sat there waiting 
for commands in a queue and 

> processed them whenever they arrived. That's not efficient, but it's easy 
to program. 


That's a lazy aproach. The TWIV box had 3 processors (68K, Hitatchi H8/334, 
custom Graphics Processor), 

and by treating the stuff in a Unixy sort of way (seperate programs sending 
messages and signals) it was 

possible to get a lot done in parallel, without really trying. 


> The other thing about multi-CPUs is that they're only good when you want 
to do many independent 


> things at once. If you consider that CPU time spent on 
sound/controller/CD is almost negligible, 
> then the rest of the time is divided into Pre-Scene Creation (like doing 


all the physics 
> calculations in Gran Turismo), Scene Creation (creating the polygons) and 
Scene Drawing (drawing 

> them). Since Scene Creation can't be done in parallel with Pre-Scene 
Creation (with the exception of 

> some games, and assuming you haven't got enough memory for triple 
buffering), and Scene Drawing is 

> done by the GPU anyway, then multi-CPUs aren't going to help in most 
cases. 


You can segment space to allow several CPU's/GPU's to work on the same 
scene (that's how Sega's new 
arcade system works). You do a quick clip to find which polygons lie in 
which zones, then split off 
to work on each zone independantly. Also, Pre-Scene for on frame can be 
done in parallel with Scene Creation 

for the previous frame, which is done in parallel with the actual scene 
drawing of the frame before that... 


> Cheers, 
> 


> James 

Craig. 

—-MESSAGE FILE 2931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01637 


—-MESSAGE FILE 2932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001638 
Path: chuka.playstation.co.uk!news 


Page 1860 


glish/000 


english/0 
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From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 05 Aug 1998 13:58:11 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35C856E3.6C3C@writeme.com> 

References: <6p89a8Sbqp3@chuka.playstation.co.uk> <01lbdb6d9$161252e0Sf30b0a0a@Angela 
l.intelligent-group.com> <35B87884.155B@saqnet.co.uk> <35b90797.1817036@news.playsta 
tion.co.uk> <35B92C4C.A3F@virgin.net> <Olbdb7ad$cclcb2e0$f30b0a0a@Angelal.intelligen 
t-group.com> <ldd40dn.ea4tem345k13N@al—88-110.al.nl> <6qlg2dS$fvf1l2@chuka.playstation 
.co.uk> <6qlggu$fvf1l5@chuka.playstation.co.uk> <ldd8aub.la06qow1232bn8N@[194.151.88. 
144]> 
NNTP-Posting-Host: atl4-021.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> You all are destroying my image!!! hehehehe 


Destroying? 
Adding to? 
All the same thing innit really. 


James ; ) 
—-MESSAGE FILE 2932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01638 


—-MESSAGE FILE 2933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001639 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Sound and Music tutorial 

Date: Wed, 05 Aug 1998 14:06:26 +0100 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35C858D2.6EE7@writeme.com> 

References: <6paikéSbqp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: at1l4-021.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:489 scee.yaroze.freetalk.english 
21639 


James Banks wrote: 


> Does anyone know if anyone has compiled a 'definitive' tutorial for 
> playing sound and music on the Yaroze ?? I have been concentrating 
> mainly on the graphics side without even thinking of sounds or music. 


Sound systems do seem to be the least well documented area. You can gain 
a little from the sound document available at: 


http: //www.netyaroze-europe.com/yaroze_scea/docs/index. html 


Although it does cover quite a lot of irrelevant material (CD sound), it 
does have a couple of useful SFX tips. 


James (~mrfrosty) 
—-MESSAGE FILE 2933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01639 


—-MESSAGE FILE 2934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001640 
Path: chuka.playstation.co.uk!news 
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From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: S*ga Dreamc*st 

Date: Wed, 05 Aug 1998 14:37:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 75 

Message-ID: <35C86017.363C@127.0.0.1> 
References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <35C13D80.8B4B 
B88F@mail.datasys.net> 

NNTP-Posting-Host: 194.202.250.13 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Its no use, I feel compelled to stick my oar in here.. 


lets start with the basics, I hate MS and I think Windows 2222 
is rubbish.. but enough of the irrational hatred.. 


DEnnis Brinkhuis wrote: 
> 


> Windows CE in a games-console SUCK!! 


I agree, I certainly wont be having a dreamcast 


some one wrote something along the lines of: 

> WinCE is smaller than 95/NT and is therefore likely to be 

> more stable 

I'm sorry I think this is wrong, we (work) gto hold of one of those 

new Cassiopea thingies, with WinCE 2.0 (oooh the thrills), and within 
hours of being turned on we had it showing a nice little box complaining 
that an application had caused a memory fault etc... good old windows 


on the other hand, Ive never seen an App/ the OS crash on my Psion 3c, 
which 
has been running for 2 years now... 


some one else reckoned that: 
>WinCE is written from scratch... 


Now I really doubt it, but I dont know for sure... I just know the way 
MS works 
and also: 
>Win95 code base has reached critical mass ...bugs have gone unnoticed 


while this is certainly true, I bet a fair few bugs _do_ get noticed, 
just 

no one at MS dare fix them in case they cause even bigger bugs 
elsewhere. 


barney the dinosaur (alt.purple.dinosaur.die.die.die) 

Now I would really love to go work at the division of MS in charge of 
this 

(no, no stop laughing...) and put in an easter egg in the software.... 


I can just see it now "Mummy, Mummy, Barney told me to &Š*£ right off 
you $%£% *SSES*E*" 
oooh the law suits would be great ;) 


anyway enough MS bashing, get back on topic. 


I can see the plus points of having the DirectX API on a console, and 
this was 

probably the deciding factor (that, and maybe the huge Bank of Gates 
cheque) 

I mean it would make porting a whole lot simpler (maybe) but I think a 
much simler 

API that maps directly onto the hardware would be a whole lot more 
useful, I bet to 
start with the DirectX API is used exclusively unitl about 12 months 
down the line 

developers get fed up of the Sega blue-screening, and being generally 
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slow, and start 
to hit the hardware. 


anyway, hope I havent offended anyone.. except of course BG 
tin, 
Majik 


oh yes, for anyone thats interested there will be a new verison 
of PS-ZX out soon, and its a _little_ bit faster 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 2934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01640 


—-MESSAGE FILE 2935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001641 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Advice needed! 

Date: Wed, 05 Aug 1998 15:00:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35C8656E.EC8288B0@nospam.easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Trying to decide what career path to take/attempt. 


I currently work in IT Support. I do a little bit of programming (VB, 
Perl, Omnimark/SGML). Am bored at work. Have been teaching myself C over 
the last 6 months. Got into the Yaroze about 3 months ago, though have 
only started writing stuff for it in the last couple of weeks. 


I've got a place on a MSc in Multimedia, part time, 2 days a week. 
Course is mainly Java, with Director, HTML, Javascript, Object-oriented 
design, Interactive Systems design etc. I'm going to be working the 
other 3 days. 


Trouble is, what I really want to do is games. I can't make up my mind 
whether to do this MSs (which is 2 years long and could be out of date 
by the time I finish it) or concentrate on the Yaroze and games 
programming in general and try and get a job in the games industry. Or 
should I try and do both? 


Anyone have any useful advice? 
Phil 


—-MESSAGE FILE 2935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01641 


—-MESSAGE FILE 2936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001642 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Wed, 05 Aug 1998 16:40:07 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <35C87CD7.C91278E8@scee.sony.co.uk> 
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References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy16.cs.monash.edu.au> <ldd8b4y.1g330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indy1l6.cs.monash.edu.au> <35C829EA.55EFA3B1@scee.sony.co.uk> <0Olbdc063Sd0e4e900SFf 
30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Craig Graham wrote: 

> 

> The voices of people who've never programed hitatchi processors - I've done 

> load of hitatchi assembler, and the chips are very quick and very fast in practise 
And cheap... 


Colin tells me that rumour has it Hitachi haven't managed to break the 130 Mhz limit 
, something 

to do with a bad batch of silicon. They were hoping to have the problem fixed by the 
time the DC 
came out... 


> You can segment space to allow several CPU's/GPU's to work on the same scene (that 
'Տ how Sega's 

> new arcade system works). You do a quick clip to find which polygons lie in which 
zones, then 
> split off to work on each zone independantly. 


Having seen Daytona 2, all I can say is that it works really really well! 


> Also, Pre-Scene for on frame can be done in parallel with Scene Creation for the p 
revious 
> frame, which is done in parallel with the actual scene drawing of the frame before 
that... 


Yeah, that's sort of what I meant by triple buffering. I used that on the Amiga: The 
CPU was 

drawing up one screen, while another was being displayed, and the blitter was cleari 
ng the next. 

On the PSX, I guess that's roughly what we do anyway - CPU creates frame X, GPU is d 
rawing 

frame X-1, screen is displaying frame X-2. 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Where there's a will, I want to be in it. 
—-MESSAGE FILE 2936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01642 


—-MESSAGE FILE 2937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001643 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 05 Aug 1998 16:51:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35C87F66.BE4CA2D5@enterprise.net> 
References: <35C8656E.EC8288B0@nospam.easynet.co.uk> 
NNTP-Posting-Host: max04-206.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


In my experience, games companies don't really care much for academic 
qualifications. It's ability they're looking for. I spent 3 months 
learning how to use the Yaroze and coded 3 games in that time. I made a 
video of them and sent that with my CV to one company which has since 
offered me a job writing Playstion games. If you're enthausiastic and 
really want to make good games, you shouldn't have any major problems! 


Phil Gooch wrote: 
Trying to decide what career path to take/attempt. 


I currently work in IT Support. I do a little bit of programming (VB, 
Perl, Omnimark/SGML). Am bored at work. Have been teaching myself C over 
the last 6 months. Got into the Yaroze about 3 months ago, though have 
only started writing stuff for it in the last couple of weeks. 


I've got a place on a MSc in Multimedia, part time, 2 days a week. 
Course is mainly Java, with Director, HTML, Javascript, Object-oriented 
design, Interactive Systems design etc. I'm going to be working the 
other 3 days. 


Trouble is, what I really want to do is games. I can't make up my mind 
whether to do this MSs (which is 2 years long and could be out of date 
by the time I finish it) or concentrate on the Yaroze and games 
programming in general and try and get a job in the games industry. Or 
should I try and do both? 


Anyone have any useful advice? 


VVVVVVVVVVVVVVVV VV VV VV 


Phil 
--MESSAGE FILE 2937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01643 


—-MESSAGE FILE 2938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001644 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 05 Aug 1998 17:15:29 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 52 

Message-ID: <35C88521.2DCE3E9@scee.sony.co.uk> 
References: <35C8656E.EC8288BO0@nospam.easynet.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


Phil Gooch wrote: 
> 


> Anyone have any useful advice? 


Well, the best advice I ever heard was "Find a job you love, and you'll never work a 
gain for the 

rest of your life." which is certainly true (but it doesn't mean I don't do any work 
here at Sony! 

2:0) ). Most people dream of doing their hobby for a living, so if you program the Y 
aroze for fun, 

imagine doing it and getting PAID for it too! 


There's about 5 or 6 professional PSX developers on this site, and I'm sure they'd c 
oncur the 
following: 
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The Bad News about the games industry: 
o Remuneration (i.e, pay) isn't fantastic _in_comparison_ to some of the job 
s you can 
get in IT. Not everyone will be creating the next Tomb Raider. On th 
e other hand, 
you can get £100/hr programming Lotus Notes, but your life will suck 
for 8 hours 
every weekday. 
o You can spend years honing your skills on a platform (say, Saturn) which d 
ies a 
horrible (and not very lingering) death. 


The Good News about the games industry: 
o The job is intellectually stimulating and challenging. You're always learn 


ing 
something new. That's something many IT jobs don't offer. 
o You get the chance of worldwide fame! 
o The demand for programmers is huge. 


The fact is, you'll probably be working in the computer industry for the rest of you 
r working life. 

Once you learn one language or skill, its very simple to pick up another. So by lear 
ning C, you can 

pick up C++ and Java very easily. From there its a simple step to Visual Basic and m 
any other 

languages. Similarly, once you learn Yaroze and the 3D concepts that go with it, it' 
s very easy to 

pick up Saturn & Nintendo operating systems, because they're all quite similar in ma 
ny respects. It 

all snowballs after a while. Once you've hit a ‘critical mass' of knowledge about co 
mputers and 

operating systems, you'll find that it's very very easy to learn new systems, so don 
'Է worry about 
painting yourself into a niche career. Having good low-level knowledge of computers 

is even better, 

because knowing those fundamentals in turn increases your knowledge of how OS's, lan 
guages and 

applications work. 


As for the degree, some employers consider it gives you a lot of credibility. Not on 
ly does it mean 

that you know the fundamentals, it also shows that you can stick out 3/4 years at un 
iversity, which 

many people don't/can't. I would say that most people who went to university believe 
that most of 

what they were taught was out of date and impractical, but that it did give them a g 
ood grounding in 

the fundamentals of the software engineering process and the linear algebra required 
for 3D work. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Where there's a will, I want to be in it. 
—-MESSAGE FILE 2938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01644 


-—-MESSAGE FILE 2939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001645 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 05 Aug 1998 17:17:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35C88590.C86BA3BD@nospam.easynet.co.uk> 
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References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C87F66.BE4CA2D5@enterprise.n 
et> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Ben James wrote: 


In my experience, games companies don't really care much for academic 
qualifications. It's ability they're looking for. I spent 3 months 
learning how to use the Yaroze and coded 3 games in that time. I made a 
video of them and sent that with my CV to one company which has since 
offered me a job writing Playstion games. If you're enthausiastic and 
really want to make good games, you shouldn't have any major problems! 


V V V V V V 


I'd have to write something as good as Psychon first! 

I suppose I'm wondering whether to hedge my bets and do the MSc in case I 
can't cut it as a games programmer, so at least I can get a job doing 
corporate Web sites, rather than being stuck writing crappy VB utilities. 


Well, I've got to decide pretty soon! 


Phil 


—-MESSAGE FILE 2939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01645 


—-MESSAGE FILE 2940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001646 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 05 Aug 1998 17:25:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35C88780.94270C08@nospam.easynet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


> As for the degree, some employers consider it gives you a lot of credibility. Not 

only does it mean 

> that you know the fundamentals, it also shows that you can stick out 3/4 years at 

university, which 

> many people don't/can't. I would say that most people who went to university belie 

ve that most of 

> what they were taught was out of date and impractical, but that it did give them a 
good grounding in 

> the fundamentals of the software engineering process and the linear algebra requir 

ed for 3D work. 

> 

> Cheers, 

> 

> James 


I've already got a non-computing first degree which did contain maths and physics, a 
nd I've got 2 maths 
A levels, but I've forgotten most of that! I was hoping that the MSc would give me t 
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he credibility to 

get a wider range of jobs. Until recently I wanted to get into the 'multimedia indus 
try', if there is 

still such a thing, but all the agencies want commercial experience or a recent mult 
imedia graduate. 


Now I'm not so sure. The people I've met in the games industry seem like a really ni 
ce bunch of people, 
but people I know in the multimedia/numeeja industry have mostly been arrogant c***s 


I suppose I'm a traditionalist and still think that 'you've got to get your qualific 
ations before anyone 
will take you seriously'! 


Cheers 


Phil 


—-MESSAGE FILE 2940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01646 


—-MESSAGE FILE 2941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001647 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Wed, 5 Aug 1998 09:04:37 -0700 

Organization: SCEA News Server 

Lines: 118 

Message-ID: <6q9v97Sii03@scea> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <35C13D80.8B4B 
B88F@mail.datasys.net> <35C86017.363C@127.0.0.1> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ok, ok, I just have to comment on some of this... 


Majik wrote in message <35C86017.363C@127.0.0.1>... 

>Its no use, I feel compelled to stick my oar in here.. 

> 

>lets start with the basics, I hate MS and I think Windows XXXX 
>is rubbish.. but enough օք the irrational hatred.. 


> 

>DEnnis Brinkhuis wrote: 

>> 

>> Windows CE in a games-console SUCK!! 
> 


>I agree, I certainly wont be having a dreamcast 


That's just plain foolish. You mean to tell me that you won't be buying a 
console simply because you don't like who wrote the OS? That's like the 
state of Texas' education board dropping all their Disney stock simply 
because they didn't like the "loose morals" of the movies that a 
sub-division was creating. 


>some one wrote something along the lines of: 

>> WinCE is smaller than 95/NT and is therefore likely to be 

>> more stable 

>I'm sorry I think this is wrong, we (work) gto hold of one of those 

>new Cassiopea thingies, with WinCE 2.0 (oooh the thrills), and within 
>hours of being turned on we had it showing a nice little box complaining 
>that an application had caused a memory fault etc... good old windows 

> 


Oh, so when you try to dereference a NULL pointer, it's the OS's fault for 
telling you that you did? It seems to me that I'd like my OS to tell me 
that an application has faulted. Remember, even though the apps may be 


Net Yaroze newsgroups message 


shipped with the OS, 


>on 


the other hand, 


>which 


>has been running for 2 years 


> 


>some one el 
>>WinCE is 


>Now I really doubt it, 


>MS 


> 


Well, 


works 


they are 


Ive never 


now... 


lse reckoned that: 
written from scratch... 


dump. txt 


not one and the same. 


but I dont know for sure... 


was completely written from scratch. 


most stable OS that Microsoft has ever written. 
the CPU it will be running on, 


>and also: 


>>Win95 code base has reached critical mass 
>while this is certainly true, 


>just 
>no one at MS dare fix them in case they cause even bigger bugs 
>elsewhere. 


> 


I'll agree with you there, 


we've got until 


>I can see the plus points of having the DirectX API on a console, 


NTC 


>this was 


>probably the deciding factor 


>cheque) 


>I mean it would make porting a whole lot simpler 


>much simler 


>API that maps directly onto the hardware woul 
>useful, 
>start with the DirectX API is used exclusive] 


I bet to 


>down the line 
>developers get fed up of the Sega blue-screening, 


>slow, 


>to 
> 


As a Microsoft API, 
run into a bug with the API. 
as a developer, 
PC and easily port it to another platform. 


fault. 


>anyway, 


> 


Nope, 
about things simply 
what I would fear... 
technology from Sun 


and start 
hit the hardware. 


Also, 


no offence, I 


SH3, 


95 needs to die a horrible death, but it's all 
is released... 


(that, 


Sega Dreamcast: 


Majik - Owner/Curator օք the Sinc] 


http://mudhole.spodnet.uk.com/~majik/ 


to .2% faster! And 
>ttfn, 

> 

>Majik 

> 

>oh yes, for anyone 
>of PS-ZX out soon, 
> 

>—— 

>—— 

--- Spod in a suitcase - 
>—— 

>—— 


Steve Spiller 


I may get flamed just for saying this, 
CE group at Microsoft and shipped version 1.0. 


R4100, 


but... 


etc. 


ld be 


y unitl 


(maybe) 


seen an App/ the OS crash on my Psion 3c, 


I just know the way 


I worked in the Windows 
I can say that the codebase 
It is the single smallest, 
Each version is tuned for 


...Եսցտ have gone unnoticed 
I bet a fair few bugs _do_ get noticed, 


and 


and maybe the huge Bank of Gates 


but I think a 


a whole lot more 


about 12 months 


DirectX is overly complex, 


hope I havent offended anyone.. 


Bah! 


and its a _little_ bit faster 


but very stable. 
Anytime I get an access violation, 
I love the idea that I can write a game on my 


and being generally 


except of course BG 


just see a lot of people making negative assumptions 
because the name Microsoft is attached. 
Build your games in Java! 
enables us to interpret your overly abstracted code up 
you can run it anywhere!! 


thats interested there will be a new verison 


lair Microcomputer Museum 


Have Compil 


ler, 


will travel ' 


I've never 
it's my 


Page 1869 


fastest and 


Let me tell you 
New JIT 
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C/C++ Developer 
ConnexT, Inc. 
http://www.connext.com 
ICQ# 15056972 


"The dumber people think you are, the more surprised they're going to be 
when you kill them." -- William Clayton 


—-MESSAGE FILE 2941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01647 


—-MESSAGE FILE 2942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001648 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test please ignore 

Date: Tue, 4 Aug 1998 19:49:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6qaamm$7vo4@chuka.playstation.co.uk> 

References: <35C5DB1E.EFBO2CCA@aol.com> <ldd8bgc.vayzgtlyypevtN@[194.151.88.144]> ՀՅ 
5C72C88 .A5SFOER9I42@ndirect.co.uk> 

NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <35C72C88 .A5FOE942@ndirect.co.uk>... 
>Should have known DEnnis would reply to this. 

> 

>Herbs 


This could be the point where some of us 


A) Get very worried 

or 

B) show ourselves as being the silly and fun loving people 
we are 


Which are you ? 
D. 


(b) 


—-MESSAGE FILE 2942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01648 


—-MESSAGE FILE 2943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001649 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS this year 

Date: Tue, 4 Aug 1998 20:03:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6qaamnS$7vo5@chuka.playstation.co.uk> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo all, 


just an enquiring mind wanting to know (and also to drag the 
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ECTS debate to the place where I can see it without having to 
search) who is going to ECTS this year and what day. 


Though this second one is more liable to be the sunday =) 


Anyway .. I will be going and was wondering if people want to 
meet up (so I can put faces to some names), go for a beer, 
discuss things yaroze etc etc etc 


Only small problem is the fact that I am meeting some other 
people there (uni friends etc) .... but hey , they love a bit of 
fun aswell. 


Anyway 


D. 


-—-MESSAGE FILE 2943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01649 


—-MESSAGE FILE 2944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001650 

Path: chuka.playstation.co.uk!news 

From: "Mike Beard" <michaelbeard@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Sun, 2 Aug 1998 09:09:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <6qac4h$7vo6@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
uk> <35C88780.94270C08@nospam.easynet.co.uk> 

NNTP-Posting-Host: mfs2-dnbqw-161.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Phil Gooch wrote in message <35C88780.94270C08@nospam.easynet.co.uk>... 


>I've already got a non-computing first degree which did contain maths and 
physics, and I've got 2 maths 

>A levels, but I've forgotten most of that! I was hoping that the MSc would 
give me the credibility to 

>get a wider range of jobs. Until recently I wanted to get into the 
"multimedia industry', if there is 

>still such a thing, but all the agencies want commercial experience or a 
recent multimedia graduate. 

> 

>Now I'm not so sure. The people I've met in the games industry seem like a 
really nice bunch of people, 

>but people I know in the multimedia/numeeja industry have mostly been 
arrogant c***s. 

> 

>I suppose I'm a traditionalist and still think that 'you've got to get your 
qualifications before anyone 

>will take you seriously'! 

> 

>Cheers 

> 
>Phil 
> 
Just to confirm what James was saying about employers, being of IT Managment 
myself (yawn) when looking for 'The right candidate' Enthusiasum holds a lot 
ground, you can tell when interviewing someone whether or not they are into 
it for real or just because the job title sounds good. Next on the list 
would be to have evidence of competance, any qualifications are the 
demonstrative ablilty to cope with learning and application. I guess game 
demo's are also that. 

I am also aiming to get into games programming ind. soon, one of the things 
mentioned by the guys from scee at the Middx course(Cheers Peter & Robert) 
was that if you can write a cool demo which uses tricky programming areas ie 
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overcoming scaling while rotating, this will be seen in a positive light. 

I've realised I've missed the creative programming aspect and doing business 
programs seems tame by comparison. 


Long live creativity and all its fruits!! 


Mike Beard 


—-MESSAGE FILE 2944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01650 


—-MESSAGE FILE 2945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001651 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 05 Aug 1998 21:59:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <35C8C7C6.567A@mdx.ac.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> 
NNTP-Posting-Host: staff-dialup3.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Hi Phil, 


Sorry I didn't get back to you earlier but let me answer here. The MSc 
you're thinking of is a conversion MSc aimed at people outside of IT to 
enable them to get into it, which it does very well and the students off 
the course don't have trouble getting work. Being computer literate and 
a programmer you could pick up most of this stuff anyway but it's a 
question of time. Multimedia is an area that has been much hyped and web 
stuff can be good fun but it's dangerous as you can end up being a web 
master (more usually a web slave). Having said that multiplayer web 
based games are a growth area and I have been contacted by developers 
looking for people to work on such systems. Generally it's a good idea 
to decide what you want to do first and then go for it. Otherwise you 
can end up digging yourself a hole and falling into it, eg: like people 
who get secretarial skills whilst they decide what to do and never 
manage to get out of being a secretary... 


The good point of the MSc is (of course!) that you can optionally take 
some of my 3rd year graphics modules which are highly relevant. However 
many Universities will let you register for individual modules so there 
is no need to follow a degree programme if you know what you what you 
want to do. 


The games industry is moving more towards wanting people with degrees 
but the right portfolio will open any door and you already have an 
encouraging start on that... Also the computer entertainment/graphics 
industry is growing, and it not just games, in the recent documentary 
"the computer that ate hollywood' the guy from cinesite made the 
significant point that 80% of some comtemporary film budgets can be 
given over to the special effects... 


So my advice is work on the portfolio, if you want to take the odd 
module here and there it's probably a good idea, in your case you could 
probably get to the same job destinations as the MSc would provide under 
your own steam (especially in two years!), but you need to have time to 
develop your game work. One observation that strikes me though is that 
people can get much further if they collaborate as I think was shown by 
the short course. It's much harder to do virtually, than meeting people 
in the flesh, but the Yaroze setup (and DEnnis!) try to encourage this. 


Peter. 
—-MESSAGE FILE 2945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01651 
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-—-MESSAGE FILE 2946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001652 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 5 Aug 1998 22:10:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6qahpj$7vo8@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
uk> <35C88780.94270C08@nospam.easynet.co.uk> 

NNTP-Posting-Host: pll-cormorant-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I purchased a Yaroze to try to get into the games industry but the ever 
winding path of life has ended up with me starting university in September 
to study for a BSc in Computer Science, hopefully with Artificial 
Intelligence as a specialised subject. I am hoping this will allow me to 
further enhance my knowledge of programming and hopefully allow me to 
develop my skills using the Yaroze system. I think I look upon it as you do, 
I need more qualifications before I feel confident to even start looking for 
a job in the games industry. 


Cheers, 


James 


Phil Gooch wrote in message <35C88780.94270C08@nospam.easynet.co.uk>... 
>James Russell wrote: 

> 

>> As for the degree, some employers consider it gives you a lot of 
credibility. Not only does it mean 

>> that you know the fundamentals, it also shows that you can stick out 3/4 
years at university, which 

>> many people don't/can't. I would say that most people who went to 
university believe that most of 

>> what they were taught was out of date and impractical, but that it did 
give them a good grounding in 

>> the fundamentals of the software engineering process and the linear 
algebra required for 3D work. 

>> 

>> Cheers, 

>> 

>> James 

> 

>I've already got a non-computing first degree which did contain maths and 
physics, and I've got 2 maths 

>A levels, but I've forgotten most of that! I was hoping that the MSc would 
give me the credibility to 

>get a wider range of jobs. Until recently I wanted to get into the 
"multimedia industry', if there is 

>still such a thing, but all the agencies want commercial experience or a 
recent multimedia graduate. 

> 
>Now I'm not so sure. The people I've met in the games industry seem like a 
really nice bunch of people, 

>but people I know in the multimedia/numeeja industry have mostly been 
arrogant c***s. 

> 

>I suppose I'm a traditionalist and still think that 'you've got to get your 
qualifications before anyone 

>will take you seriously'! 

> 

>Cheers 

> 

>Phil 
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—-MESSAGE FILE 2946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01652 


-—-MESSAGE FILE 2947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001653 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS this year 

Date: Thu, 6 Aug 1998 00:12:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6qap5bS$7vo9@chuka.playstation.co.uk> 
References: <6qaamn$7vo5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.46 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>just an enquiring mind wanting to know (and also to drag the 
>ECTS debate to the place where I can see it without having to 
>search) who is going to ECTS this year and what day. 


> 

>Though this second one is more liable to be the sunday = 

> 

>Anyway .. I will be going and was wondering if people want to 


>meet up (so I can put faces to some names), go for a beer, 
>discuss things yaroze etc etc etc 


I plan on going for sure, as long as I get a ticket from Sony :-) I 
finish my summer job the Friday before (a coincidence - not!) and so 
I'll be staying in London for 3-4 days and hopefully get to go to ECTS 
for all 3 days, unless I get sick of it (unlikely). I was also a bit 
cheeky and registered for tickets to the interactive awards ceremony on 
Monday night... 


I like meeting people - and working with children and animals ;-) - 
esp. in a situation like ECTS (fellow gameheads - great!) and after a 
fun meet with Peter Dollochan, Scott Campbell, James Rutherford and 


Graeme Evans in Edinburgh in June I'm all for meeting the rest of you. 
God knows, it'll be worth going if only to see what DEnnis is like in RL 
(after hearing the short course reports)... 

Yaroze piss-up ahoy? If anyone laughs at my GDUK entry I'll punch 
‘em! 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 2947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01653 


—-MESSAGE FILE 2948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001654 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 00:17:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <6qap8q$7vol0@chuka.playstation.co.uk> 
References: <35C8656E.EC8288BO0@nospam.easynet.co.uk> 
NNTP-Posting-Host: 195.2.150.46 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 


Net Yaroze newsgroups message dump.txt 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


-- Hey all, 


My problem is that I've only got one year at university left until I 
graduate into the big bad world. Now, a 2:1 in Psychology (MA Hons) 
from Edinburgh Uni might prove I have a brain, but I'm concerned that it 
isn't really a CS-like enough degree to get me into programming (1 
should have done a 'Mr Frosty' and stuck some AI on there!). Although 
what I want to do is really more game design/producing (or even 
journalism) I have really enjoyed the Yaroze programming I've done so 
far (I'm averaging from 2pm-10pm on my GDUK entry with minimum breaks 
for food, water, bog, etc) and my driving goal is to get better. Alas, 
at the moment I see my university work as *interfering* with what I'm 
really interested in (Yaroze/games stuff). Bugger. On the other hand, I 
didn't exactly do the obvious A-levels (English, Economics, Politics and 
Geography) or degree course. Oh. When I get into 3D sometime round Xmas, 
I'm concerned that my maths will let me down etc etc 

I guess the one thing I have going is that I'm dead keen. I also 
*do* actually know a shedload about games and game design plus I can 
articulate vaguely intelligently about them. I suppose everyone can fall 
into the trap of freaking out about their lack of formal qualifications, 
but one of the things I learnt about hiring and firing this year (I had 
to hire some people as part of my summer job) was that the CV is one 
thing, but meeting people in RL totally changes your impression of who's 
right for the job. If you get to theinterview stage, I suspect that even 
someone like me could have a good chance! 

I'd like to think that the industry has a place for someone like 
me - I suspect I'll never get good enough to be a great programmer, 
although that sure as hell won't stop me from trying! I'm also not much 
of an artist or musician either. So, what *am* I good for? Good point! 
I'm rather hoping that there's a place for me as a co-ordinator. It's 
not a matter of being in charge, but just making sure everything ties 
together. That's what I'd like. I imagine being a games journo for a 
decent mag and getting all the benefits of working in the industry 
(without having to shell out for them) would be good, too :-) At the end 
of the day, if I could work on a game as awesome and important as (say) 
Rare's Goldeneye or Street Fighter II and know I'd had significant 
creative input and was significantly responsible for the whole thing 
coming about, I'd die happy... 


Erp! That was all a bit private. Oh, what the heck... think of this 
as a bonus diary entry 


Nick "after a few pints" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


Page 


1875 


—-MESSAGE FILE 2948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01654 


—-MESSAGE FILE 2949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001655 

Path: chuka.playstation.co.uk!news 

From: "Jon Watson" <jonwat@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 02:06:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <6qavml1$7voll@chuka.playstation.co.uk> 


References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 


-co.uk> 
NNTP-Posting-Host: client849b.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 


Net Yaroze newsgroups message dump.txt Page 1876 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Just to add my two penneth..... 


I started at Gremlin Interactive just after my degree course in computer 
science...... I'm currently working on Actua Soccer 3 (PSx)..... 

What I must say is this - while taking a degree in a computer related 
subject will help, it is by no means a panacea. Most of my technical skills 
come from way before my uni course and most of what I learnt at Uni was 
totally unsuitable....the best way to get into programming is simply to 
tinker, tinker and tinker some more until you get to the point where you can 
say, do a front end. From there, you have most օք the skills necessary - 
chuck in a bit of 3d for good measure and hey presto! If you still can't 
hack it, you might be able to get into the creative side of things - games 
designing perhaps. If you aint creative, you might wanna try for a 
producers job (which is a coordinator with some technical and 'people' 
skills...... ) If that aint yer bag, just to get a foot in the door, go for 
a job in QA - it can lead to greater things........ 


L8r, 
Jonny Watson 


Nick Ferguson wrote in message <6qap8qS7vol0@chuka.playstation.co.uk>... 
> 

>-- Hey all, 

> 

> My problem is that I've only got one year at university left until I 
>graduate into the big bad world. Now, a 2:1 in Psychology (MA Hons) 
>from Edinburgh Uni might prove I have a brain, but I'm concerned that it 
>isn't really a CS-like enough degree to get me into programming (1 
>should have done a 'Mr Frosty' and stuck some AI on there!). Although 
>what I want to do is really more game design/producing (or even 
>journalism) I have really enjoyed the Yaroze programming I've done so 
>far (I'm averaging from 2pm-10pm on my GDUK entry with minimum breaks 
>for food, water, bog, etc) and my driving goal is to get better. Alas, 
>at the moment I see my university work as *interfering* with what I'm 
>really interested in (Yaroze/games stuff). Bugger. On the other hand, I 
>didn't exactly do the obvious A-levels (English, Economics, Politics and 
>Geography) or degree course. Oh. When I get into 3D sometime round Xmas, 
>I'm concerned that my maths will let me down etc etc 

> I guess the one thing I have going is that I'm dead keen. I also 
>*do* actually know a shedload about games and game design plus I can 
>articulate vaguely intelligently about them. I suppose everyone can fall 
>into the trap of freaking out about their lack of formal qualifications, 
>but one of the things I learnt about hiring and firing this year (I had 
>to hire some people as part of my summer job) was that the CV is one 
>thing, but meeting people in RL totally changes your impression of who's 
>right for the job. If you get to theinterview stage, I suspect that even 
>someone like me could have a good chance! 

> I'd like to think that the industry has a place for someone like 

>me - I suspect I'll never get good enough to be a great programmer, 
>although that sure as hell won't stop me from trying! I'm also not much 
>of an artist or musician either. So, what *am* I good for? Good point! 
>I'm rather hoping that there's a place for me as a co-ordinator. It's 
>not a matter of being in charge, but just making sure everything ties 
>together. That's what I'd like. I imagine being a games journo for a 
>decent mag and getting all the benefits of working in the industry 
>(without having to shell out for them) would be good, too :-) At the end 
>of the day, if I could work on a game as awesome and important as (say) 
>Rare's Goldeneye or Street Fighter II and know I'd had significant 
>creative input and was significantly responsible for the whole thing 
>coming about, I'd die happy... 


> 

> Erp! That was all a bit private. Oh, what the heck... think of this 
>as a bonus diary entry 

> 

>Nick "after a few pints" F 

> 


>http://www.sagqnet.co.uk/users/nickf 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 
>ICQ #9464742 

>"Why don't we just wait here a while, 
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>see what happens..?" 
> 
> 


—-MESSAGE FILE 2949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01655 


——MESSAGE FILE 2950 START 
0001656 


: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: S*ga Dreamc*st 


Date: 6 Aug 1998 01:34:47 
Organization: PlayStation 
Lines: 103 


GMT 
Net Yaroze (SCEE) 


Message-ID: <slrn6si21f.5gd.tjs@indy16.cs.monash.edu.au> 
References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 


dma-design.com> <356a4d1f 


.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 


> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indyl16.cs.monash.edu.au> <ldd8b4y.1lg330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indyl6.cs.monash.edu.au> <35C829EA.55EFA3B1@scee.sony.co.uk> 


NNTP-Posting-Host: indy16 
Mime-Version: 1.0 
Content-Type: text/plain; 


Content-Transfer-Encoding: 


X-Newsreader: slrn (0.9.5 


On Wed, 05 Aug 1998 10:46 
>From what I've heard, MS 
he _main_ reason 


-cS.monash.edu.au 


charset=iso-8859-1 
8bit 
.1 UNIX) 


:18 +0100, James Russell wrote: 
Windows CE is actually very good. You're forgetting that t 


>why people hate Windows is because it crashes alot. That's because there's millions 


of lines of 
>code, dating to way back 
Windows CE was 


when, some 16 bit, some 32, lots of horrible legacy code. 


>created from scratch, and hence its a very stable system. 


This was my point about the one redeeming feature of Windows CE over 
Windows 95, and the single reason that I'd be prepared to put up with it. 


<snip> 
>compete. So DirectX will 
C developers 

>wanting to port games. 


I doubt it. The Dreamcast 
the lazy things that they 


go out the door very quickly. It will only be useful for P 


will likely be fast enough that programmers, being 
are won't optimize for optimization's sake. People 


will stop using DirectX either because they don't like it, or because they 
don't like relying on other people's code. If it doesn't have to support lots 
of different hardware, the DirectX implementation can be very fast indeed, 

so it's just a matter of what APIs are supported. 


>> The problem is not that, it's the fact that on large projects 
>> like Windows 95, the code base has reached critical mass, and the 
>> management has fallen apart, allowing bugs to creep in unnoticed. 


> 


>No, I think we noticed them alright... :0) 


Unnoticed by the programmers and testers. Probably mostly unreproducible by 
the users. They're the nasty bugs. 


>The cost of such processors is large in comparison with the rest of the console. Re 


member that they 


>have to churn out millions of these CPUs _and_ make them cheap enough to put into a 


home console in 

>the first place. I would 
nts to pay £600 

>for a console! :0) 


want to see a 1Ghz PPC or a 400 PII in PSX2, but nobody wa 


The N64 manages to provide a decent MIPS processor. I'm not talking about 
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400 MHz P-IIs, or 1GHz PPCs (which would slaughter 400 MHz P-IIs, but that's 
another story). I'm more looking at the R[45]000 range processors. Something 
with an equivalent clock speed but with a better name than Hitachi. 


>Programming for multi-CPUs _efficiently_ is at least twice as hard as normal coding 
And the 
>complications with the system bus are massive. For instance, there are problems wit 


h cache 

>inconsistency between processors. All of these are solvable, of course, but getting 
200% power out 

>of 2 CPUs is almost impossible and very difficult to design. From what Colin tells 

me, most Saturn 

>programmers used the second CPU like a GPU - it just sat there waiting for commands 
in a queue and 

>processed them whenever they arrived. That's not efficient, but it's easy to progra 

m. 


Sure. But the point is that price is roughly exponential in terms of power, so 
by providing 2 CPUs of lesser power, you can get an approximately 1 generation 
jump for less than the comparable price. It's not all that hard to get good 
use out of a dual cpu system; you just need to think a little more, and have 
good OS support. BeOS demonstrates that. 


>The other thing about multi-CPUs is that they're only good when you want to do many 
independent 

>things at once. If you consider that CPU time spent on sound/controller/CD is almos 

t negligible, 


>then the rest of the time is divided into Pre-Scene Creation (like doing all the ph 
ysics 
>calculations in Gran Turismo), Scene Creation (creating the polygons) and Scene Dra 


wing (drawing 

>them). Since Scene Creation can't be done in parallel with Pre-Scene Creation (with 
the exception of 

>some games, and assuming you haven't got enough memory for triple buffering), and S 
cene Drawing is 

>done by the GPU anyway, then multi-CPUs aren't going to help in most cases. 


Lies. All lies. Scene creation occurs as fast as possible into a circual buffer 
of potential scenes as fast as it can. A separate thread waits for at least 

one complete scene and then renders the most recent scene into polygons in a 
second circular buffer. The third thread takes the most recently rendered 
polygon scene, and then displays it. Thus, scene creation may be a frame or 

so ahead of scene display, but the user won't feel it. 


Apart from this, there's obvious parallelism to be exploited by dividing the 
track up into sections, and parallelising the car physics of cars that are 
in different sections. 


I think if you put your mind to it, you'll find that there's parallelism to 
be had in a _lot_ of 3d games, and even in some 2d ones. [I'm hard pressed to 
find parallelism in tetris, though...] 


>Yeah, QNX rocks. However, as I recall, it's only available on Intel CPUs, or at lea 
st CPUs with a 

>proper MMU. For speed and cost reasons, I don't think Next-—Next-Gen systems will be 
either Intel or 

>have a MMU. ONX was designed for real-time work, like controlling industrial machin 
es. In 

>comparison, a console OS is really an just an API to the hardware. It only handles 
interrupts and 

>system calls to hide the effects possible changes in the ROMs and other hardware fr 
om developers. I 

>don't consider the PSX libraries to be a true OS, which QNX is. 


http: //www.qnx.com/hotnews/pr/junl_98-mips.html 


QNX now supports MIPS, PPC. 


My point stands. By providing a little extra support in the OS (and lets face 
it, memory is sufficiently cheap these days, that that's viable), you take 

a lot of load off the programmers. QNX _is_ designed for realtime work. All 
the better for use in a multi cpu system that has tight constriants on when 
things must be done. 
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>Why do you need an MMU? You're only running one program. Multi-threading is still p 
ossible. Set up 

>of the MMU registers takes extra time and is potentially buggy (ever written a DPMI 
stub?). It 
>marginally slows down the chip. It requires more silicon, which ups the cost of the 
chip. In any 
>event, its unlikely that programmers and debuggers would use it much. 


Again, it's a matter of OS support. An MMU is useful if you've got the 
support for it already there. There's no reason why a game has to be a single 
process, and in fact, there's no reason why the OS has to be a single process 
either. 


Toby. 
—-MESSAGE FILE 2950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01656 


-—-MESSAGE FILE 2951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001657 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bugs ( was Re: S*ga Dreamc*st) 

Date: 6 Aug 1998 01:43:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <slrn6si2is.5gd.tjs@indyl6.cs.monash.edu.au> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indyl6.cs.monash.edu.au> <ldd8b4y.1g330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indy1l6.cs.monash.edu.au> <Olbdbfe0S09b3cdc0$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On 5 Aug 1998 10:08:19 GMT, George Bain wrote: 
> 


> 

>Hi Toby, 

> 

>More like the problem being people installing pirate beta copies of Win95. 
>Then again most of the problems occur when you install another piece of 
>software. When the software crashes people automatically blame Win95... 


Blame software crashes on software; blame operating system crashes on the 
operating system. No operating system should (except in vary rare cases) 
allow a program to crash, hang, subvert, spindle, fold or mutilate it 

in any way that isn't intended. The fact that both 95 and NT bluescreen 
regularly for me (and believe me, this is not either a> my fault or b> 
because of any piracy on my part) and the fact that I've managed to crash 
unix boxes fewer times than i have fingers peaks volumes as far as I'm 
concerned. 


>was it a Win95 bug or the software's bug....hmmmmm. Lets face it, there 
>are tonnes of crap software for Win95 that can cause your system to crash. 


Exactly. The big miracle here is that Windows users will put up with it. 
Unix users using crap software get coredumps. Windows users get to reboot. 


>George 


Toby. 
—-MESSAGE FILE 2951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01657 


-—-MESSAGE FILE 2952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001658 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 6 Aug 1998 01:55:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <slrn6si38u.5gd.tjs@indy1l6.cs.monash.edu.au> 


References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <35C13D80. 8! 


B88F@mail.datasys.net> <35C86017.363C@127.0.0.1> <6q9v97Sii03@scea> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 
X-Newsreader: slrn (0.9.5.1 UNIX) 


On Wed, 5 Aug 1998 09:04:37 -0700, Steve Spiller <steve@microdot.com> wrote: 
> 

>Oh, so when you try to dereference a NULL pointer, it's the OS's fault for 
>telling you that you did? It seems to me that I'd like my OS to tell me 
>that an application has faulted. Remember, even though the apps may be 
>shipped with the OS, they are not one and the same. 


IMHO, it's the OS's fault if it _doesn't_ tell you it did. :) 


>I'll agree with you there, 95 needs to die a horrible death, but it's all 
>we've got until NTC is released... 


All we've got? *cough* Umm... No... [Even if NT looked like it would end up 
being stable, we're not living in an OS monoculture yet] 


>Nope, no offence, I just see a lot of people making negative assumptions 
>about things simply because the name Microsoft is attached. Let me tell you 


>what I would fear... Sega Dreamcast: Build your games in Java! New JIT 
>technology from Sun enables us to interpret your overly abstracted code up 
>to .2% faster! And you can run it anywhere!! Bah! 


No, I think a lot of people are making negative assumptions based upon 
prejudices that have come about from prior Microsoft experiences. 


As to writing games in Java, there are two points to make: 


1) You _could_ do it. All you need is a compiler that compiles to native code 
rather than bytecodes. In fact, I'd be prepared to bet that a properly 
optimized Java compiler could be just as fast as a good C++ compiler, 
given the amount of C++ cruft that it's got rid of. 


2) This is a case of using the right tools for the right job. Java bytecodes 
are a good tool, but lets face it, noone tries to carve stone with a pencil, 
or write with a chisel... 


Toby. 


B4B 


—-MESSAGE FILE 2952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01658 


—-MESSAGE FILE 2953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001659 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bugs ( was Re: S*ga Dreamc*st) 

Date: 6 Aug 1998 07:13:45 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <0lbdc0a6éSlee6fac0S$f2e832a2@gbain.wav.scee.sony.co.uk> 


References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indy1l6.cs.monash.edu.au> <ldd8b4y.1g330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indy16.cs.monash.edu.au> <Olbdbfe0S09b3cdc0$f2e832a2@gbain.wav.scee.sony.co.uk> < 


slrn6si2is.5gd.tjs@indy1l6.cs.monash.edu.au> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
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I've never used Unix before...I wouldn't know. 
P.S. VMS anyone :) 


George 


Toby Sargeant <tjs@cs.monash.edu.au> wrote in article 
<slrn6si2is.5gd.tjs@indyl6.cs.monash.edu.au>... 


>I've managed to crash 
> unix boxes fewer times than i have fingers peaks volumes as far as I'm 
> concerned. 


> Exactly. The big miracle here is that Windows users will put up with it. 
> Unix users using crap software get coredumps. Windows users get to 
reboot. 

> 

>George 


> 
> 
> Toby. 

> 

—-MESSAGE FILE 2953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01659 


—-MESSAGE FILE 2954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001660 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test - please ignore 

Date: Thu, 6 Aug 1998 09:30:22 +0100 

Organization: Debri Productions 

Lines: 24 

Message-ID: <lddbh13.ldmtxbda79b6iN@al-88-134.a1.nl1> 

References: <35C5DBIE.EFBO2CCA@aol.com> <ldd8bgc.vayzgtlyypevtN@[194.151.88.144]> ՀՅ 
5C72C88 .A5FOE942@ndirect.co.uk> <éqaamm$7vo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-134.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


D Smethurst <dave@ulthwe.demon.co.uk> wrote: 


> Alex Herbert wrote in message <35C72C88.A5FOE942@ndirect.co.uk>... 
> >Should have known DEnnis would reply to this. 

>> 

> >Herbs 

> 

> This could be the point where some of us 

> 

> A) Get very worried 

> or 

> B) show ourselves as being the silly and fun loving people 
> we are 

> 

> Which are you ? 

> 

> ն. 

> 

> (b) 


I'm going for B, but I can imagine that some members (one in special) 
don't think I'm funny when I reply on their (or his) articles. 


DEnnis.. 
—-MESSAGE FILE 2954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01660 


-—-MESSAGE FILE 2955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001661 
Path: chuka.playstation.co.uk!news 
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From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Thu, 06 Aug 1998 10:33:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 102 

Message-ID: <35C9787F.3CD3A9AA@sScee.sony.co.uk> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indyl6.cs.monash.edu.au> <ldd8b4y.1g330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indyl6.cs.monash.edu.au> <35C829EA.55EFA3B1@scee.sony.co.uk> <slrn6si21f.5gd.tjs@ 
indy16.cs.monash.edu.au> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Toby Sargeant wrote: 
> 
> >compete. So DirectX will go out the door very quickly. It will only be useful for 
PC developers 
>wanting to port games. 


I doubt it. The Dreamcast will likely be fast enough that programmers, being 
the lazy things that they are won't optimize for optimization's sake. 


V V V V 


I've never ever seen a games computer that was "fast enough". :O) In the first coupl 
e of years, 

people will use the DirectX API because its simpler than going low level. But toward 
s the middle and 

end of the product lifecycle, programmers will be wanting to push the limits of the 
platform to 

compete with other games doing the same, and DirectX will go out the window. 


> Unnoticed by the programmers and testers. Probably mostly unreproducible by 
> the users. They're the nasty bugs. 


Actually, I use 95 and I find it very stable. It has a couple of very annoying thing 

s wrong with it, 

like freezing the entire system when you try to access a shortcut to a network drive 
(and it stays 

that way for 3 minutes if that computer is inactive). But as for system crashes, I g 

et very few. 

Still, that's beside the point. 


In my experience, DirectX has a few very nasty bugs in it, and that's just when writ 
ing a relatively 

small app like RSDAnim or RSDTool. If you're a programmer developing for DC, you eit 
her have to 

workaround those bugs, or just dump the API in favour of your own. If the bugs are t 
oo numerous in 

DirectX, then people will favour their own. But since I've never programmed a full g 
ame in DirectX 

then I'm not in a position to justify that! 


> The N64 manages to provide a decent MIPS processor. 
And the N64 is consquently higher in price than the Playstation, although that's pro 


bably not just 
because the processor is faster. 


> Sure. But the point is that price is roughly exponential in terms of power, so 
> by providing 2 CPUs of lesser power, you can get an approximately 1 generation 
> jump for less than the comparable price. 


That may be true, but the system architecture of such a system is very complex, and 
subsequently 

difficult to program _efficiently_ (emphasis on _efficiently_). Since most OS's take 
care of this 
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for you, most people don't notice the problems underneath. The OS handles the mutexe 
s (or whatever) 

and allocating threads to different processors. Doing this at _maximum_efficiency_ i 
s not a trivial 

problem for an OS, since it's dependent on the application. It's not hard to get _go 
od_ use out of a 

multi-CPU system, but it is hard to get the _best_ use out of it. 


Lies. All lies. Scene creation occurs as fast as possible into a circual buffer 
of potential scenes as fast as it can. A separate thread waits for at least 

one complete scene and then renders the most recent scene into polygons in a 
second circular buffer. The third thread takes the most recently rendered 
polygon scene, and then displays it. Thus, scene creation may be a frame or 

so ahead of scene display, but the user won't feel it. 


VV V V V V 


That's what I meant by "assuming you haven't got the memory for triple buffering". I 
n order to do 

what you suggest above, you'd have to have 2 sets of 2 buffers: The first is the fir 
st double buffer 

for the data necessary for scene creation, the 2nd is the double buffer of polygon d 
ata. Those 

memory requirements are a Big Deal to console programmers. It's also a specious argu 

ment, because 

although the CPUs are busy 100% of the time, you still get the same result as a 3 st 
ep pipeline (Pre 

Scene Creation -> Scene Creation -> Polygon Drawing). Some scenes created will have 
to be thrown 

away because they are no longer the most recent, and therefore you're not using your 
processors to 

100% efficiency, even though they're busy all the time. 


If you look at the way the PSX generally does it, you'll see what I mean. The CPU cr 
eates frame X, 

while the GPU is busy drawing frame X-1 and displaying frame X-2. The CPU, because o 
f memory 

restrictions, can't start creating the next frame yet because the GPU is using that 

part fo the 

buffer, so the CPU has to wait, twiddling its thumbs until the GPU is finished befor 
e continuing. If 

it had more than one buffer (i.e. a ring buffer), the CPU could continue, and the GP 
U would start on 

the most recently completed frame when it finished. But therein lies the rub - if th 
e CPU is 

_generally_ faster at completing its task than the GPU, then the GPU will be throwin 
g frames away, 

so time and memory was wasted (not that you'd get that time back in other ways, thou 
gh). If the CPU 

is _generally_ slower at filling the buffer than the GPU, then the GPU will be the o 
ne twiddling its 

thumbs anyway because it can't get ahead of the CPU in the ring buffer. And if they' 
re _generally_ 

working in step, then there's no point in having a ring buffer beyond the size of tw 
o, which is what 

we had to start with. 


The trick with PSX programming is to start creating the polygons for the scene as so 

on as the packet 

buffer becomes free (which occurs when the GPU has finished with it). But this means 
that your 

pre-scene should have already completed by then, so the favoured method is to start 

pre-scene 

creation as soon as you've finished scene creation (which starts at the beginning of 
a frame). 


> I think if you put your mind to it, you'll find that there's parallelism to 
> be had in a _lot_ of 3d games, and even in some 2d ones. [I'm hard pressed to 
> find parallelism in tetris, though...] 


When you complete a line and you're shifting the blocks down, that could be parallel 
ised. :0) 
Yes, there are some things that could be parallelised very easily. 


> Again, it's a matter of OS support. An MMU is useful if you've got the 
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> support for it already there. There's no reason why a game has to be a single 
> process, and in fact, there's no reason why the OS has to be a single process 
> either. 


Why do you need an MMU for multi-tasking? The Amiga didn't have one, and neither did 
the Mac. You 

need an MMU for memory _protection_, and <opinion> I don't believe that's important 
enough to 

developers </opinion> to warrant adding the extra silicon in for it. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Don't judge a book by its movie. 
—-MESSAGE FILE 2955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01661 


—-MESSAGE FILE 2956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001662 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS this year 

Date: Thu, 06 Aug 1998 10:28:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <35C97739.44CF@livemedia.co.uk> 
References: <6qaamn$7vo5@chuka.playstation.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'll be there - initially on the Sunday, but possibly Monday too if 
theres anything worth staying for... 


Haven't touched my Yaroze for ages now though... funny that - many 
people here seem the same, I get short spells when I do loads on it, and 
then work builds up or whatever, and you don't touch it for weeks 


hmm 


Charlie 
—-MESSAGE FILE 2956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01662 


-—-MESSAGE FILE 2957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001663 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: Thu, 06 Aug 1998 10:41:16 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <35C97A3C.97737053@scee.sony.co.uk> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <35C13D80.8B4B 
B88F@mail.datasys.net> <35C86017.363C@127.0.0.1> <6q9v97Sii03@scea> <slrn6si38u.5gd. 
tjs@indy16.cs.monash.edu.au> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 


Net Yaroze newsgroups message dump.txt Page 1885 
X-Accept—-Language: en 


Toby Sargeant wrote: 


> 

> 1) You _could_ do it. All you need is a compiler that compiles to native code 
> rather than bytecodes. In fact, I'd be prepared to bet that a properly 

> optimized Java compiler could be just as fast as a good C++ compiler, 

> given the amount of C++ cruft that it's got rid of. 


Check out some of the java demos at hornet.org - you'll need a decent PC to see the 
full effect, but 
they are quite stunning in terms of the cool 3D effects they've acheived. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Don't judge a book by its movie. 
—-MESSAGE FILE 2957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01663 


—-MESSAGE FILE 2958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001664 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test - please ignore 
Date: Thu, 6 Aug 1998 11:36:14 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <6qc0vg$7vol2@chuka.playstation.co.uk> 

References: <35C5DB1E.EFBO2CCA@aol.com> <ldd8bgc.vayzgtlyypevtN@[194.151.88.144]> <3 
5C72C88 .A5FOR942@ndirect.co.uk> <6qaamm$7vo4@chuka.playstation.co.uk> <lddbh13.ldmtx 
bda79b6iN@al-88-134.al.nl> 

NNTP-Posting-Host: client14e9.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>> This could be the point where some of us 

>> 

>> A) Get very worried 

>> or 

>> B) show ourselves as being the silly and fun loving people 
>> we are 

>> 

>> Which are you ? 

>> 

>> ը, 

>> 

>> (b) 

> 

>I'm going for B, but I can imagine that some members (one in special) 
>don't think I'm funny when I reply on their (or his) articles. 
> 

>DEnnis.. 


I would go for B as well, 


Paul [doodle] 


—-MESSAGE FILE 2958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01664 


-—-MESSAGE FILE 2959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001665 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 
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Date: Thu, 06 Aug 1998 13:58:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35C9A881.63C38AE0@nospam.easynet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C8C7C6.567A@mdx.ac.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Peter Passmore wrote: 


> 
snip 


So my advice is work on the portfolio, if you want to take the odd 
module here and there it's probably a good idea, in your case you could 
probably get to the same job destinations as the MSc would provide under 
your own steam (especially in two years!), but you need to have time to 
develop your game work. One observation that strikes me though is that 
people can get much further if they collaborate as I think was shown by 
the short course. It's much harder to do virtually, than meeting people 
in the flesh, but the Yaroze setup (and DEnnis!) try to encourage this. 


VVVVVVVVVV 


Peter. 

Thanks for the advice Peter. This is pretty much what I was thinking - 
concentrate on the game development and take the odd course/module as and 
when. 


Well, I'll let everyone know when I've made a final decision! 


Phil 


1886 


—-MESSAGE FILE 2959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01665 


-—-MESSAGE FILE 2960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001666 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 17:13:10 +0100 

Organization: Debri Productions 

Lines: 38 

Message-ID: <lddcjin.3fljy5lowdgluN@al-88-104.a1l.nl> 
References: <35C8656E.EC8288B0@nospam.easynet.co.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Phil Gooch <philg@nospam.easynet.co.uk> wrote: 
Trying to decide what career path to take/attempt. 


I currently work in IT Support. I do a little bit of programming (VB, 
Perl, Omnimark/SGML). Am bored at work. Have been teaching myself C over 
the last 6 months. Got into the Yaroze about 3 months ago, though have 
only started writing stuff for it in the last couple of weeks. 


I've got a place on a MSc in Multimedia, part time, 2 days a week. 
Course is mainly Java, with Director, HTML, Javascript, Object-oriented 
design, Interactive Systems design etc. I'm going to be working the 
other 3 days. 


Trouble is, what I really want to do is games. I can't make up my mind 
whether to do this MSs (which is 2 years long and could be out of date 
by the time I finish it) or concentrate on the Yaroze and games 


VVVVVVVVVVV VV VV 
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> programming in general and try and get a job in the games industry. Or 
> should I try and do both? 

> 

> Anyone have any useful advice? 

> 

> Phil 


This looks like me!!!!! 


I'm doing a fulltime study Interaction Design (wich looks a lot like 
your study as you describe it) and in 2 years I'm supposed to have a 
MA-degree. But I'm totally fed up with this study. I want to get into 
the games-industry as well. Not as a porgrammer, but as a (games) 
designer. I think that the Net Yaroze is a much better study for me than 
my daytime study. 

At this moment I still don't know if I will get on with school the next 
year or not. When I look in the advertisement-section in Edge I see more 
requests on experiance than on a degree. 


DEnnis... 
-—-MESSAGE FILE 2960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01666 


-—-MESSAGE FILE 2961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001667 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 17:13:12 +0100 

Organization: Debri Productions 

Lines: 11 

Message-ID: <lddcjxj.bo7arlrx3yv4N@al1-88-104.al.nl1> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C87F66.BE4CA2D5@enterprise.n 
et> <35C88590.C86BA3BD@nospam.easynet.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Phil Gooch <philg@nospam.easynet.co.uk> wrote: 


> Well, I've got to decide pretty soon! 
> 
> Phil 


Me too!!! 


DEnnis.. 
—-MESSAGE FILE 2961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01667 


-—-MESSAGE FILE 2962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001668 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 17:13:17 +0100 

Organization: Debri Productions 

Lines: 16 

Message-ID: <lddcjy4.n4ssslly6elmyN@al-88-104.a1.nl> 

References: <35C8656E.EC8288BO0@nospam.easynet.co.uk> <35C87F66.BE4CA2D5@enterprise.n 
et> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Ben James <elvis@enterprise.net> wrote: 


> In my experience, games companies don't really care much for academic 
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> qualifications. It's ability they're looking for. I spent 3 months 
> learning how to use the Yaroze and coded 3 games in that time. 


3 games in 3 months is impressive if they are that good that they 
offered you a job! 


> If you're enthausiastic and really want to make good games, 
> you shouldn't have any major problems! 


I am enthausiastic I suppose, but for a designer it's much more of a 
problem. 


DEnnis.. 
-—-MESSAGE FILE 2962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01668 


—-MESSAGE FILE 2963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001669 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 17:13:19 +0100 

Organization: Debri Productions 

Lines: 74 

Message-ID: <lddck26.ynzmt2nhihvdN@al1-88-104.al.nl1> 

References: <35C8656E.EC8288BO0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
uk> 

NNTP-Posting-Host: al—-88-104.al.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


> Well, the best advice I ever heard was "Find a job you love, and you'll 
> never work again for the rest of your life." which is certainly true 

> (but it doesn't mean I don't do any work here at Sony!:0) ). 

> Most people dream of doing their hobby for a 

> living, so if you program the Yaroze for fun, 

> imagine doing it and getting PAID for it too! 

Easy said for you, you already work at sony ;-) Any job-offers for 


games-—designers or analists? ;-) 


There's about 5 or 6 professional PSX developers on this site, 
and I'm sure they'd concur the following: 


The Bad News about the games industry: 
o Remuneration (i.e, pay) isn't fantastic _in_comparison_ to some of the jobs 
you can get in IT. Not everyone will be creating the next Tomb Raider. 
On the other hand, you can get £100/hr programming Lotus Notes, but your 
life will suck for 8 hours every weekday. 


VVVVVVVVV 


Total agreement! 


> o You can spend years honing your skills on a platform (say, Saturn) 


> which dies a horrible (and not very lingering) death. 

Woops... when does the PSX II hit the shops?? Dreamcast is getting close 
and for you being a SCEE-employee... ;-) (Not that I think the DC will 
make it) 


> The Good News about the games industry: 

> o The job is intellectually stimulating and challenging. You're always 
> learning something new. That's something many IT jobs don't offer. 
> 
> 


o You get the chance of worldwide fame! 
o The demand for programmers is huge. 


Well, that last point doesn't count for me (although I do have an 
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original Programmer shirt ;-) And I personally think that the big demand 
realy counts for the best! Some companies put an advert in Edge every 
month but only occasionally hire a new programmer. When they do, they 
just want to be sure that they really have the best programmers and we 
can't all be the best. 


The fact is, you'll probably be working in the computer industry for 

the rest of your working life. Once you learn one language or skill, 

its very simple to pick up another. So by learning C, you can pick up 

C++ and Java very easily. From there its a simple step to Visual Basic 
and many other languages. Similarly, once you learn Yaroze and the 

3D concepts that go with it, it's very easy to pick up Saturn & Nintendo 
operating systems, because they're all quite similar in many respects. It 
all snowballs after a while. Once you've hit a ‘critical mass' of 
knowledge about computers and operating systems, you'll find that it's 
very very easy to learn new systems, so don't worry about painting 
yourself into a niche career. Having good low-level knowledge of 
computers is even better, because knowing those fundamentals 

in turn increases your knowledge of how OS's, languages and applications work. 


VVVVVVVVVVV VV 


D 


littile more info for the few designers under us... please.. 


As for the degree, some employers consider it gives you a lot of credibility. 
Not only does it mean that you know the fundamentals, it also shows that you 
can stick out 3/4 years at university, which many people don't/can't. I would 
say that most people who went to university believe that most of what they 
were taught was out of date and impractical, but that it did give them a good 
grounding in the fundamentals of the software engineering process and the 
linear algebra required for 3D work. 


VVVVVVV 


In Holland a degree will get you better paid for the job. Only there is 
just very little gamesindustry in Holland, so I probably won't find my 
luck in Holland.. 


Later DEnnis.. 
—-MESSAGE FILE 2963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01669 


—-MESSAGE FILE 2964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001670 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 17:13:23 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <lddcleu.hb45aw113w51mN@al-88-104.a1.nl> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
uk> <35C88780.94270C08@nospam.easynet.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Phil Gooch <philg@nospam.easynet.co.uk> wrote: 


> Now I'm not so sure. The people I've met in the games industry seem like a 
> really nice bunch of people, but people I know in the multimedia/numeeja 
> industry have mostly been arrogant c***s, 


What is c***s?? cocks???? 


I'm in the multimedia-stuff myself. In Holland its just to commercial. 
It's all about money and there is no fun at all. I must say that the 
games-—industry indeed attrackts a sertain kind of people and those are 
more my kind than the MultiMedia-blokes.. 


> I suppose I'm a traditionalist and still think that 'you've got to get 
> your qualifications before anyone will take you seriously'! 


Thats the way I'm thinking too. I'm very insecure to get a job in the 
industry... 
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Cheers DEnnis.. 


—-MESSAGE FILE 2964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01670 


—-MESSAGE FILE 2965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001671 


Path: chuka.playstation.co.uk!macsuppor 
(DEnnis Brinkhuis) 


From: macsuppor@al.nl 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Advice needed! 
Date: Thu, 6 Aug 1998 17:13:25 +0100 
Organization: Debri Productions 


Lines: 22 


Message-ID: <lddclw9.1bj2jq9lgtedqfN@al-88-104.a1l.nl> 
References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C8C7C6.567A@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 


X-Newsreader: MacSOUP 2.3 


(unregistered) 


Peter Passmore <p.passmore@mdx.ac.uk> wrote: 


Hi Phil, 


technical bla bla... 


VVVVVVVVVVVV VV 


Peter. 


So my advice is work on the portfolio, if you want to take the odd 
module here and there it's probably a good idea, in your case you could 
probably get to the same job destinations as the MSc would provide under 
your own steam (especially in two years!), but you need to have time to 
develop your game work. One observation that strikes me though is that 
people can get much further if they collaborate as I think was shown by 
the short course. It's much harder to do virtually, than meeting people 
in the flesh, but the Yaroze setup (and DEnnis!) try to encourage this. 


Does this also apply for the designers under us? 


DEnnis.. 


PS. It's nice to see my name turn up all around. Great for my image ;-) 
-—-MESSAGE FILE 2965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01671 


—-MESSAGE FILE 2966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001672 


Path: chuka.playstation.co.uk!macsuppor 


From: macsuppor@al.nl 


Lines: 73 


(DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Advice needed! 
Date: Thu, 6 Aug 1998 17:13:28 +0100 
Organization: Debri Productions 


Message-ID: <lddcm3v.spxugm8k630qN@al1-88-104.al.nl1> 


References: <35C8656E.! 
-co.uk> 


EC8288!1 


BO@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 


NNTP-Posting-Host: 81-88-104.81.ոլ 


X-Newsreader: MacSOUP 2.3 


(unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> at the moment I see my university work as *interfering* with what I'm 
(Yaroze/games stuff). Bugger. 


> really interested in 


Same here! My school is not aimed enough at games and I got the 
impression that without school I could get faster and better in the 
games industry. I don't want anymore HTML and f£***** MultiMedia!!!!!! 


I want the real thing; 


GAMES 


> I guess the one thing I have going is that I'm dead keen. I also 
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> *do* actually know a shedload about games and game design plus I can 
> articulate vaguely intelligently about them. 


Dead keen??? In Holland that would sound a little arogant. I must admit 
that you have a great nolidge on games and stuff, but you are overdoing 
your own convidence I think.. 


> If you get to theinterview stage, I suspect that even 
> someone like me could have a good chance! 


Maybe, but first get to that stage!! 


> I'd like to think that the industry has a place for someone like 
> me - I suspect I'll never get good enough to be a great programmer, 
> although that sure as hell won't stop me from trying! 


Think what you like but I do think you should be carefull with your... 
overwelming selfesteem. 
I'm not a programmer either, but thats not the job I'm looking for. And 
I think (and hope) that making up your mind on what job you realy want 
is a big help. 


> I'm also not much 
> of an artist or musician either. So, what *am* I good for? Good point! 


I can do graphics, but thats not what I realy realy want... 


> I'm rather hoping that there's a place for me as a co-ordinator. It's 
> not a matter of being in charge, but just making sure everything ties 
> together. That's what I'd like. 


Me too, but these kind of jobs are merely taken by employers that have 
years of experiance. I want to become a gamesdesigner, but 9 out of 10 
gamesdesigners have been a coder or a graphics artist in the industry 
for years. 


> I imagine being a games journo for a 
> decent mag and getting all the benefits of working in the industry 
> (without having to shell out for them) would be good, too :-) 


If you want to be a games-journalist (and I do think you would be a 
great one), try EDGE. Thats the only magazine thats worth working for I 
think. My impression on games journalists are that they are the mischief 
wannabies.. 


At the end 

of the day, if I could work on a game as awesome and important as (say) 
Rare's Goldeneye or Street Fighter II and know I'd had significant 
creative input and was significantly responsible for the whole thing 
coming about, I'd die happy... 


VVVVYV 


Your smart-talk should get you a fine job :-) 


> Erp! That was all a bit private. Oh, what the heck... think of this 
> as a bonus diary entry 


And I like your sense of humor... 


Cheers DEnnis.. 
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—-MESSAGE FILE 2966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01672 


—-MESSAGE FILE 2967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001673 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ECTS this year 

Date: Thu, 6 Aug 1998 16:31:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <6qci2s$ldgl@chuka.playstation.co.uk> 
References: <6qaamn$7vo5@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I think I'll get time off work and go. Not sure which day, though I think 
there was actually a better show on the Monday last time, rather than the 
Sunday that most of us went to..... 


Mike. 


—-MESSAGE FILE 2967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01673 


—-MESSAGE FILE 2968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001674 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: S*ga Dreamc*st 

Date: 6 Aug 1998 15:36:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <0Olbdcl4f$5c65e240Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3569980E.51FC@saqnet.co.uk> <u90np8wne.fsf@cybec.com.au> <356A77BD.596@ 
dma-design.com> <356a4d1f.24746116@news.scea.sony.com> <356A8BBD.5DD9@dma-design.com 
> <u3edwzh5i.fsf@cybec.com.au> <35C13E1E.4A99D280@mail.datasys.net> <1dd416x.1lcqaclz 
4vkpc1N@al-88-110.al.nl> <6qlg2eSfvf13@chuka.playstation.co.uk> <slrn6s9sm4.nlv.tjs@ 
indyl6.cs.monash.edu.au> <ldd8b4y.1lg330a4lggvfzhN@[194.151.88.144]> <slrn6ésf6c5.lo.t 
js@indyl6.cs.monash.edu.au> <35C829EA.55EFA3B1@scee.sony.co.uk> <slrn6si21f.5gd.tjs@ 
indyl16.cs.monash.edu.au> <35C9787F.3CD3A9AA@scee.sony.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<35C9787F.3CD3A9AA@Scee.sony.co.uk>... 

> > Again, it's a matter of OS support. An MMU is useful if you've got the 
> > support for it already there. There's no reason why a game has to be a 
single 

> > process, and in fact, there's no reason why the OS has to be a single 
process 

> > either. 

> 

> Why do you need an MMU for multi-tasking? The Amiga didn't have one, and 
neither did the Mac. You 

> need an MMU for memory _protection_, and <opinion> I don't believe that's 
important enough to 

> developers </opinion> to warrant adding the extra silicon in for it. 


The Atari ST didn't have one either, and that has two versions of Unix 
available on it (very stable as well). 

MMU's are used to do 3 things (generally): 

1) Process isolation. Stop one process stomping on another process' memory. 
Not a truly good thing 

in a game where you want performance over technical elegance (overheads 
incurred by task swapping 
are quite large if you're swapping fast enough to load balance correctly). 
2) Virtual memory. Page table management for VM, not really applicable 
without a fast writable storage 

device. 
3) Make a non-contiguous address space appear as a linear space. Not 
obvious, but it actually helps 

make hardware cheaper if you can just take a single address line as a 
device select to a single chip. 
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You'll get a funny memory map though, so you can use the MMU to make it 
look linear to the programmer. 


I only mention 3 because I was asked the question in a job interview and 
didn't know 3 (the guy interviewing 
was a real Uni. Prof type egghead, who lectured me about it afterwards). 


> James 
Craig. 


—-MESSAGE FILE 2968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01674 


—-MESSAGE FILE 2969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001675 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Nick F "hobbled" by DEnnis!!!! 

Date: Thu, 06 Aug 1998 16:40:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 

Message-ID: <35C9CE58.1FB@saqnet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
.co.uk> <lddcm3v.spxugm8k630qN@al1-88-104.al.nl1> 

NNTP-Posting-Host: at14-022.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> I guess the one thing I have going is that I'm dead keen. I also 
> *do* actually know a shedload about games and game design plus I can 
> articulate vaguely intelligently about them. 


Dead keen??? In Holland that would sound a little arogant. I must admit 
that you have a great nolidge on games and stuff, but you are overdoing 
your own convidence I think.. 


VVVVVVVVV VV 


I don't think being *keen* sounds arrogant, but I do think going on 
about how much I know about games and game design does, in retrospect. 
Especially when I haven't written a proper game yet, and my GDUK entry 
might turn out to be crap after all my careful (!) planning. Oh well... 
I'd rather have too much confidence than too little, but I think I 
should keep it to myself a bit more, yes. 


> I'd like to think that the industry has a place for someone like 
> me - I suspect I'll never get good enough to be a great programmer, 
> although that sure as hell won't stop me from trying! 


VV NV V V V 


Think what you like but I do think you should be carefull with your... 
overwelming selfesteem. 


Erp! Nick's ego dwarfs even the big bad meteor in Armageddon, I fear :-/ 
I'm not that bad, honest. And I sure as hell won't be stopped from 
trying! Trust DEnnis to cut me to size! 


> I'm rather hoping that there's a place for me as a co-ordinator. It's 
> not a matter of being in charge, but just making sure everything ties 
> together. That's what I'd like. 


Me too, but these kind of jobs are merely taken by employers that have 
years of experiance. I want to become a gamesdesigner, but 9 out of 10 
gamesdesigners have been a coder or a graphics artist in the industry 
for years. 


VVVVVVVV 
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Yep - I realise that, so that's why I decided to learn programming. 
After all, the idea of some guy just out of uni turning up at Aardvark 
Swift or the doorstep of DMA saying "I wanna be a game designer" seems 
comical to me now. Heh heh heh... 


> I imagine being a games journo for a 
> decent mag and getting all the benefits of working in the industry 
> (without having to shell out for them) would be good, too :-) 


If you want to be a games-journalist (and I do think you would be a 
great one), try EDGE. Thats the only magazine thats worth working for I 
think. My impression on games journalists are that they are the mischief 
wannabies.. 


VVVVVVVV 


Well, I'd be OK working on a magazine like EDGE, but I just feel that 
being a 'critic' is what you do when you can't actually excel at what 
you enjoy doing. It's the same with movies - I used to want to work in 
the film industry, but since university I've found "interactive 
entertainment" to be much more creative, adventurous and generally more 
interesting. I still love movies, tho'.... 


At the end 

of the day, if I could work on a game as awesome and important as (say) 
Rare's Goldeneye or Street Fighter II and know I'd had significant 
creative input and was significantly responsible for the whole thing 
coming about, I'd die happy... 


VV V V V V V 
V V V V V 


Your smart-talk should get you a fine job ;-) 


Hardy har! :-) Mmmm, bullshit has always been a commidity I've had an 
excess of, un/fortunately(?) And the thing is, I don't think I *would* 
be happy if I made one great game, because I'd have to make another, 
better one. And then another, etc etc 


Mmm. Sorry, guys. I rather regret posting my previous mail - I hope 
people don't think I fancy myself too much. At the end of the day [I 
really only do my website/yaroze diary/NG posts a fair bit Decause I 
enjoy being a Yarozer so much. I've also had a lot of mail from people 
who've seen my public site and are now getting Yarozes (allegedly), 
which also makes me feel good. I also get mail from people wanting 
copies of Yaroze demos, controller libs etc (to whom I say "f*** off" - 
what do you think that stands for, DEnnis..?!?) To be honest, the fact 
that there are so many NY members who deserve to have much bigger heads 
than me (and don't) is exceedingly humbling. I suppose I'd like to be 
thought of as like the Duracell bunny (keeps going....and going..and 
going etc) - not particularly fast or sexy, but never going to run out 
of steam either (hang on, that's a crap analogy). And hopefully 1'11 
still be around in 5-10 years! 


Hah! Having said that I'll probably give up trying to get into games 
after a year and become a Chartered Accountant or something :-) Look me 
up when the rest of you are writing games, and I'll do your taxes real 
cheap... 


Cheers, 
Nick F 


—-MESSAGE FILE 2969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01675 


-—-MESSAGE FILE 2970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001676 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: 6 Aug 1998 15:42:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <01bdc150$34894e00Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C8C7C6.567A@mdx.ac.uk> <35C9 
A881. 63C38AE0@nospam.easynet.co.uk> 
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NNTP-Posting-Host: 194.131.235.3 
X-Newsreader: Microsoft Internet News 4.70.1155 


Phil Gooch <philg@nospam.easynet.co.uk> wrote in article 
<35C9A881.63C38AE0@nospam.easynet.co.uk>... 

> Thanks for the advice Peter. This is pretty much what I was thinking - 
> concentrate on the game development and take the odd course/module as and 
> when. 

> 

> Well, I'll let everyone know when I've made a final decision! 

Having done this already, I'll comment.... 


I did my masters 3 years ago (Microelectronics & Software Engineering), and 
really 
it's not done me any good except that my Mum was impressed... 


I got the job I've got now on the basis of me being able to program 68K 
assembler, 

(which I learnt before I went to Uni in the first place), and no-one I've 
spoken to in 

the industry has the slightest interest in whether someone has a masters or 
not. 


In the end I was glad I did it but only for the extra year of fantasy land 
while I studied 
it, and the letters after the name (MEng, for anyone interested). 


> Phil 


Craig Graham. MEng. 

(Master Of Engineering) 

—-MESSAGE FILE 2970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01676 


—-MESSAGE FILE 2971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001677 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 06 Aug 1998 16:53:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35C9D15D.4947@manc.u-net.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee 
նէ» <35C88780.94270C08@nospam.easynet.co.uk> <lddcleu.hb45aw113w51lmN@al-88- 
> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> What is c***s?? cocks???? 


Aahhh, those days of innocence ;-) 
"Jumpers for goalposts, grazed knees and 'Wham' bars. Isn't it?" 


I'm pretty sure the word in question has made it over to the 
Netherlands, DEnnis! 


Jim 


PS. Och! Suit you, sir! 


James Shaughnessy james@manc.u-net.com 
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glish/000 


english/0 


.sony.co. 
104.81.ո1 
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http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01677 


-—-MESSAGE FILE 2972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001678 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Thu, 06 Aug 1998 17:15:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35C9D6AB.12CC@manc.u-net.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 

> Mmm. Sorry, guys. I rather regret posting my previous mail - I hope 
> people don't think I fancy myself too much. At the end of the day I 
> really only do my website/yaroze diary/NG posts a fair bit because I 
> enjoy being a Yarozer so much. 


Not at all Nick. The only impression I got from your message 

was that you have utmost enthusiasm for learning the art, no 
arrogance at all. I think DEnnis just has trouble sometimes with 
understanding English (I don't just mean your spelling DEn!) 

and how subtle expressions can change the context entirely. 


You are like me perhaps in the respect that we can often become 
over-enthusiastic about something, and can maybe appear 
conceited/egotistical to someone who doesn't quite get where 

your coming from. In my opinion (BIG HEAD BIG HEAD ;)) enthusiasm 
is THE MOST important attribute (+ (1<<27) sorry, C on the brain :)) 
when it comes to being the best at what you do. 

The best example here I can think of is why Michael Schumacher is 
accepted as being the best Fl driver: He LOVES to race, and LOVES 
to win, just that bit more than all the others. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01678 


—-MESSAGE FILE 2973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001679 

Path: chuka.playstation.co.uk!news 

From: "David Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 18:22:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 145 

Message-ID: <6qcor8Sldg2@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
uk> 

NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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James Russell wrote in message <35C88521.2DCE3E9@scee.sony.co.uk>... 

>Phil Gooch wrote: 

>Well, the best advice I ever heard was "Find a job you love, and you'll 
never work again for the 

>rest of your life." which is certainly true (but it doesn't mean I don't do 
any work here at Sony! 

>:0) ). Most people dream of doing their hobby for a living, so if you 
program the Yaroze for fun, 

>imagine doing it and getting PAID for it too! 


Damn ... that would be nice. Then there are those people who are employed to 


play 
games all day long ! 


>There's about 5 or 6 professional PSX developers on this site, and I'm sure 
they'd concur the 
>following: 


Urm .. where .. I can't see any ;P 


>The Bad News about the games industry: 
> o Remuneration (i.e, pay) isn't fantastic _in_comparison_ to some of the 
jobs you can 

> get in IT. Not everyone will be creating the next Tomb Raider. On the 
other hand, 

> you can get £100/hr programming Lotus Notes, but your life will suck for 8 
hours 

> every weekday. 


it's not too bad , slightly more than my last job but having only been out 
of Uni 
for a year and this being my second job I don't think it's too bad. 


> o You can spend years honing your skills on a platform (say, Saturn) which 
dies a 
> horrible (and not very lingering) death. 


True, but if you understand the basics of what you are doing on the platform 
(3D/2D wise) 

then transfering to a new one shouldn't be too hard. 

Considering this though I am broadening my skills in all areas - Glide, 
DirectDraw, PSX 

(yaroze & professional) and I am just getting into learning OpenGL ... and 
maybe someday 

I might force myself to look at D3D ... but having had a glimpse over DX6 it 
looks alot 

better than 5 did ! 


>The Good News about the games industry: 

> o The job is intellectually stimulating and challenging. You're always 
learning 

> something new. That's something many IT jobs don't offer. 


True .. I was stuck in my old job doing the same thing day in day out for 
over 
3 months to track 1 ... yes 1... bug down , that in the end turned out to 
be a 


problem with the dev system & API layer we were using !! 
> o You get the chance of worldwide fame! 


Errm ... yeah 


> o The demand for programmers is huge. 


Definately ! 


>The fact is, you'll probably be working in the computer industry for the 
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rest of your working life. 
Yup .. I hope so ! 


>Once you learn one language or skill, its very simple to pick up another. 
So by learning C, you can 

>pick up C++ and Java very easily. From there its a simple step to Visual 
Basic and many other 

>languages. Similarly, once you learn Yaroze and the 3D concepts that go 
with it, it's very easy to 

>pick up Saturn & Nintendo operating systems, because they're all quite 
similar in many respects. It 

>all snowballs after a while. Once you've hit a ‘critical mass' of knowledge 
about computers and 

>operating systems, you'll find that it's very very easy to learn new 
systems, so don't worry about 
>painting yourself into a niche career. Having good low-level knowledge of 
computers is even better, 

>because knowing those fundamentals in turn increases your knowledge of how 
OS's, languages and 

>applications work. 


I think most of this depends on the ease of picking up a language quickly. 
The learning curve from C-C++ can be steep if you don't get the fundamentals 
of OO. but once you are there it does seem to make sense. 

Looking at the current trend of programming and languages I think it is 

hard not to get away from OO being involved somewhere down the line. 

Java - hmmm ... having done C++ the transition to this was easy - learnt the 
core 

of the language in less than 5 hours ! (helping someone else to do coursework 
=) ) 


>As for the degree, some employers consider it gives you a lot of 
credibility. Not only does it mean 

>that you know the fundamentals, it also shows that you can stick out 3/4 
years at university, which 

>many people don't/can't. I would say that most people who went to 
university believe that most of 

>what they were taught was out of date and impractical, but that it did give 
them a good grounding in 

>the fundamentals of the software engineering process and the linear algebra 
required for 3D work. 


I think more people are giving the credibility aspect of the degree to the 
fact 

that you stick going to university for 3/4 years than what you actually get 
at the end of it all. There are alot of people _going_ to university for the 
first 

year but have a look at the figures of the people who graduate and you'll 
probably 
find there are alot less - the course I did there were 48 of us in the first 
year, this was 

down to about 30 by the second and by the start of the 4th there were 22 of 
us, of which 

20 people got degrees, the last 2 got passes - less than 50% of the people 
starting 

made it to the end ! 


Anyway ..less of that, most of the stuff I was taught at uni I haven't 
really found that 

usefull so far , besides the bucket load of OO stuff we were fed, and the 
whole 

software engineering lifecycle stuff (as James said). 


D. 


dave@ulthwe.demon.co.uk 
ICQ: 244386 


—-MESSAGE FILE 2973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01679 
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-—-MESSAGE FILE 2974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001680 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 20:09:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6qcevlh$ldg3@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C87F66.BE4CA2D5@enterprise.n 
et> <lddcjy4.n4ssslly6elmyN@al-88-104.a1l.nl> 

NNTP-Posting-Host: client8790.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>I am enthausiastic I suppose, but for a designer it's much more of a 
>problem. 

> 

>DEnnis.. 


DEnnis enthausiastic, er, thats putting it mildly, hehehe 


Paul [doodle] 


-—-MESSAGE FILE 2974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01680 


—-MESSAGE FILE 2975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001681 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Thu, 6 Aug 1998 23:26:59 +0100 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldddlsk.oiihdq72qdywN@al-88-122.al1l.nl1> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C87F66.BE4CA2D5@enterprise.n 
et> <lddcjy4.n4ssslly6elmyN@al-88-104.al.nl> <6qcevlh$ldg3@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


DEnnis Brinkhuis wrote in message 

>I am enthausiastic I suppose, but for a designer it's much more of a 
>problem. 

> 

>DEnnis.. 


DEnnis enthausiastic, er, thats putting it mildly, hehehe 


VVVVVVV VV 


Paul [doodle] 

Paul, I'll hire you as my personal image-maker :-) 
Cheers.. 

DEnnis.. 


-—-MESSAGE FILE 2975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01681 


—-MESSAGE FILE 2976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001682 
Path: chuka.playstation.co.uk!macsuppor 


Net Yaroze newsgroups message dump.txt Page 1900 


From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Thu, 6 Aug 1998 23:27:01 +0100 

Organization: Debri Productions 

Lines: 44 

Message-ID: <lddd2a5.14ta732dribnkN@al-—88-122.a1.nl> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6éqap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> 

NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


Nick Ferguson wrote: 

> Mmm. Sorry, guys. I rather regret posting my previous mail - I hope 
people don't think I fancy myself too much. At the end of the day I 
really only do my website/yaroze diary/NG posts a fair bit because I 
enjoy being a Yarozer so much. 


Vv v v 


Not at all Nick. The only impression I got from your message 

was that you have utmost enthusiasm for learning the art, no 
arrogance at all. I think DEnnis just has trouble sometimes with 
understanding English (I don't just mean your spelling DEn!) 

and how subtle expressions can change the context entirely. 


VVVVVVVVV VV 


Maybe your right Jim, I do need to translate it all and sometimes 
impressions may be taken wrong by me. Trust me, I do think that 
enthusiasm is great. And the memberst that met me at the course can tell 
you that I realy am enthusiastic myself. 
Only in Holland we mean with enthusiasm something like going for your 
goal and do that with 120%. Realy wanting something and trying to give 
it all to get there. 

Bigheaded in Holland is thinking that you already did it and that you 
achieved your goal. 

Don't think I'm taking out on Nick. I see him as one of my friends wich 
whom I can have great discussions. He's critic, has humor and it's 
always fun to chat with him. See, when I give him a compliment it's 
different than giving yourself a tap on the back. But I know Nick didn't 
mean to pat his own back. 


> You are like me perhaps in the respect that we can often become 

> over-enthusiastic about something, and can maybe appear 

> conceited/egotistical to someone who doesn't quite get where 

> your coming from. In my opinion (BIG HEAD BIG HEAD ;)) enthusiasm 
> is THE MOST important attribute (+ (1<<27) sorry, C on the brain :)) 
> when it comes to being the best at what you do. 

> The best example here I can think of is why Michael Schumacher is 

> accepted as being the best Fl driver: He LOVES to race, and LOVES 
> to win, just that bit more than all the others. 

> 


Believe me, I'm over-enthusiastictoo sometimes, but that isn't the 
issue. And I don't think that Michael Schumacher is a good comparison. 
Michael Schumacher already made his way to the top, and we didn't (yet). 


Cheers DEnnis.. 
—-MESSAGE FILE 2976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01682 


—-MESSAGE FILE 2977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001683 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Middlesex Short Course 

Date: Thu, 6 Aug 1998 23:27:04 +0100 

Organization: Debri Productions 

Lines: 12 

Message-ID: <lddd4ye.hime5wluk81oN@al1-88-122.a1.nl1> 
NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 
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I put a small journal online to get an impression on the short course. I 
also took lot's of photo's and there is even a quicktimeVR from the 
classroom. 


http://www.al.nl/macsupport/debri/ 
or 


http://com.to/debri 


Cheers DEnnis.... 
—-MESSAGE FILE 2977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01683 


—-MESSAGE FILE 2978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001684 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Thu, 6 Aug 1998 23:32:46 +0100 

Organization: Debri Productions 

Lines: 7 

Message-ID: <lddd55w.cr5802t fa540N@al-88-122.a1.nl1> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—-88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.a1l.nl1> 

NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


PS. what is hobbled?!?!?! 


I better hope it's positive but I suppose it's not. and if it's not, you 
didn't get my point! I'm not putting Nick down!!! I'm just being honest 
and Nick understands so what's the problem? 


DEnnis... 
—-MESSAGE FILE 2978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01684 


-—-MESSAGE FILE 2979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001685 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Fri, 7 Aug 1998 00:23:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6qdeo6Sldg4@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6éqap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <1lddd2a5.14ta732dribnkN@al-—88-122.al.nl> <lddd55w.cr5802tfa54 
ON@al-88-122.a1.n1> 

NNTP-Posting-Host: modem022.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>PS. what is hobbled?!?!?! 


Did you ever see the Stephen King movie "Misery"? It was on TV in the UK 
a few weekends ago, and features a horrible scene where Kathy Bates 
"hobbles" James Caan by smashing his ankles with a sledgehammer so he 
can't run away.... (horrible!) 


>I better hope it's positive but I suppose it's not. and if it's not, 
you 
>didn't get my point! I'm not putting Nick down!!! I'm just being honest 
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>and Nick understands so what's the problem? 


Yeah, I understand! Besides, people often get the wrong idea about 
me — I try to please everyone but end up pleasing no-one etc (sob 
story...) I reckon that getting any feedback from people is good, even 
(especially?) if it makes you think twice about what you thought before. 


Anyway, thanks James and DEnnis for being nice about me! I guess I 
*am* enthusiastic. God, I'm cheerful for some reason - it might be coz I 
just went to see the new Bruce Willis movie "Armageddon" which I thought 
was really good; certainly the best 'big summer movie' so far, despite 
generous helpings of American cheese - no offence SCEA people! 


Later (unless we get hit by an asteroid!), 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


--MESSAGE FILE 2979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01685 


-—-MESSAGE FILE 2980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001686 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "kibbled" by DEnnis!?! 

Date: Fri, 07 Aug 1998 02:29:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35CA5861.FF5@manc.u-net.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl> <lddd55w.cr58o02tfa54 
ON@al-88-122.al1.n1> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> PS. what is hobbled?!?!?! 

> I better hope it's positive but I suppose it's not. and if it's not, 
> you didn't get my point! I'm not putting Nick down!!! I'm just being 
> honest and Nick understands so what's the problem? 


Er, no problem DEnnis -- it wasn't my expression! Relax on the 
defensiveness :) It was Nick talking in the third person who 
said it, and as he rightly says it is about some SERIOUS ankle 
snapping. "I'm your number one fan." Classic sound-bite there. 


Q: Here's an easy one for the film buffs amongst us: 

"Too bad she won't live. But then again, who does." 

And for ten bonus points and a severe hobbling: 

"Would you like me to seduce you, is that what you want." 
(and no not the George Michael tune which sampled it) 


Jim 
PS. What's the difference between George Michael and a microwave 
oven? A microwave stops when you open the door. 


James Shaughnessy james@manc.u-net.com 
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http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01686 


—-MESSAGE FILE 2981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001687 

Path: chuka.playstation.co.uk!news 

From: "David Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "kibbled" by DEnnis!?! 

Date: Fri, 7 Aug 1998 09:23:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6qedk1lS$ldg8@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr5802tfa54 
ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> 

NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Shaughnessy wrote in message <35CA5861.FF5@manc.u-net.com>... 
>DEnnis Brinkhuis wrote: 


>Q: Here's an easy one for the film buffs amongst us: 
>"Too bad she won't live. But then again, who does." 
Gah ... errrm .... dunno Aliens 3 ? prolly not 


>And for ten bonus points and a severe hobbling: 

>"Would you like me to seduce you, is that what you want." 

>(and no not the George Michael tune which sampled it) 

Going out on a wild branch here: Seven Of Nine in Star Trek Voyager to 
Ensign Kim ? 


D. 
dave@ulthwe.demon.co.uk 
ICQ: 244386 


—-MESSAGE FILE 2981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01687 


—-MESSAGE FILE 2982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001688 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <casaub@cable.a2000.nl1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS this year 

Date: Fri, 7 Aug 1998 10:35:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6qee8q$ldgl0@chuka.playstation.co.uk> 
References: <6qaamn$7vo5@chuka.playstation.co.uk> 
NNTP-Posting-Host: nodelc33.a2000.n1 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Can count me in 8 ) 

Maybe it is an idea to meet where they are 
demonstrating Yaroze games? If they are 
showing any that is. 


Cas. 
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-—-MESSAGE FILE 2982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01688 


—-MESSAGE FILE 2983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001689 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "kibbled" by DEnnis!?! 

Date: Fri, 07 Aug 1998 10:02:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <35CAC29B.ED18A387@nospam.easynet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr5802tfa54 
ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Shaughnessy wrote: 

> snapping. "I'm your number one fan." Classic sound-bite there. 
From 'Misery' 

> 


> Q: Here's an easy one for the film buffs amongst us: 
> "Too bad she won't live. But then again, who does." 


Too easy. Bladerunner 
And for ten bonus points and a severe hobbling: 


"Would you like me to seduce you, is that what you want." 
(and no not the George Michael tune which sampled it) 


V V V V 


Hmm. Dunno. Stepford Wives? Westworld? 

> Jim 

> PS. What's the difference between George Michael and a microwave 
> oven? A microwave stops when you open the door. 


Nice one! Hadn't heard that one before! 


Sod GDUK. Let's turn this thread into a competition for the best George 
Michael jokes and who-can-guess-the-lines-—from-the-film 


Phil 


—-MESSAGE FILE 2983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01689 


-—-MESSAGE FILE 2984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001690 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Fri, 07 Aug 1998 10:13:43 +0100 

Organization: DMA Design Ltd 

Lines: 51 

Message-ID: <35CAC547.7DE5@dma-—design.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
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-co.uk> <lddcm3v.spxugm8k630qN@al1l-88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 


> 

> Yep - I realise that, so that's why I decided to learn programming. 

> After all, the idea of some guy just out of uni turning up at Aardvark 
> Swift or the doorstep of DMA saying "I wanna be a game designer" seems 
> comical to me now. Heh heh heh... 


I'm going to let people into a little secret: there are no games design 
jobs, not as far as I've seen. It's level design jobs that are out there 
for the taking - you won't have free reign over a game, but you *will* 
be able to get your ideas heard. 


I've got a friend who has been hunting around for a "games design" job 
for over two years to get in - with a CS degree. You have near zero 
chance of getting a straight 'game designer' job. Go for testing & work 
your way up, go for level design & work your way up. 


Well, I'd be OK working on a magazine like EDGE, but I just feel that 
being a 'critic' is what you do when you can't actually excel at what 
you enjoy doing. It's the same with movies - I used to want to work in 
the film industry, but since university I've found "interactive 
entertainment" to be much more creative, adventurous and generally more 
interesting. I still love movies, tho'.... 


VV NV V V V 


D 


lot of the producers + designers that are around the UK industry *are* 
ex-journos from the 80's & early 90's - our "Creative Design" boss is 
Gary Penn, ex-ZZAP! 


Mmm. Sorry, guys. I rather regret posting my previous mail - I hope 
people don't think I fancy myself too much. At the end of the day I 
really only do my website/yaroze diary/NG posts a fair bit because I 
enjoy being a Yarozer so much. I've also had a lot of mail from people 
who've seen my public site and are now getting Yarozes (allegedly), 
which also makes me feel good. I also get mail from people wanting 
copies of Yaroze demos, controller libs etc (to whom I say "f*** off" - 
what do you think that stands for, DEnnis..?!?) To be honest, the fact 
that there are so many NY members who deserve to have much bigger heads 
than me (and don't) is exceedingly humbling. I suppose I'd like to be 
thought of as like the Duracell bunny (keeps going....and going..and 
going etc) - not particularly fast or sexy, but never going to run out 
of steam either (hang on, that's a crap analogy). And hopefully 1'11 
still be around in 5-10 years! 


VVVVVVVVVVVV VV 


I *love* your diary, Nick. It's true to life & reminds me of the 
struggles & desires I went through to try to get into the industry. 


Brian @ DMA 


[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 
—-MESSAGE FILE 2984 END: net-yaroze-—usenet/00000001-SCEE/yaroze/freetalk/en 
01690 


—-MESSAGE FILE 2985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001691 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS this year 

Date: 7 Aug 1998 10:38:03 GMT 

Organization: SCEE 

Lines: 30 

Message-ID: <01lbdcl8aS540elaa0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
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glish/000 


english/0 
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References: <6qaamn$7vo5@chuka.playstation.co.uk> <6qee8q$ldg1l0@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


You should be checking "scee.yaroze.announce" for the latest 

news. Yes, SCEE will be at ECTS and yes there will be a 

Net Yaroze booth. We will also be showcasing the best of 

Net Yaroze games/demos from Japan, Europe, and North America 

at the show. To submit your demo for the Europe Showcase disk 
just announce it on "scee.yaroze.mydemos" and will check it out to 
see if it's superb. Good-luck with your games/demos. 


Regards 


George@SCEE 


Casaub <casaub@cable.a2000.n1> wrote in article 
<6qee8qSldgl0@chuka.playstation.co.uk>... 
> Can count me in 8 ) 


Maybe it is an idea to meet where they are 
demonstrating Yaroze games? If they are 
showing any that is. 


Cas. 


VVVVVVV VV 


—-MESSAGE FILE 2985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01691 


—-MESSAGE FILE 2986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001692 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film 'Yaroze" with Barry Norman 

Date: Fri, 07 Aug 1998 11:47:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35CADB28.25FC@manc.u-net.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr58o02tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Phil Gooch wrote: 


> James Shaughnessy wrote: 
> > And for ten bonus points and a severe hobbling: 
> > "Would you like me to seduce you, is that what you want?" 


> Hmm. Dunno. Stepford Wives? Westworld? 


Mais no. I'll give youz all a clue to the infamous film quote: 
it was Anne Bankroft in a CLASSIC sixties film. 


Here's one from another utterly classic (British) movie: 
"Oh no, we've ran out of wine, what are we going to do?" 
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And one for TV viewer type people: (not a film) 
"They're professionals. They know what they're doing, they take 
their time, they GET THE JOB DONE." 


> Sod GDUK. Let's turn this thread into a competition for the best 
> George Michael jokes and who-can-guess-the-lines-—from-the-film 


Hehe yeah, let's get our priorities right! OH GOD there's not 
long left! NURSE! No more quotes/jokes from me. Probably. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01692 


—-MESSAGE FILE 2987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001693 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Fri, 07 Aug 1998 12:57:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35CAEB96.5B1IFC222@nospam.easynet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6éqap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35CAC54 
7.7DE5@dma-design.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Brian Baird wrote: 


I'm going to let people into a little secret: there are no games design 
jobs, not as far as I've seen. It's level design jobs that are out there 
for the taking - you won't have free reign over a game, but you *will* 
be able to get your ideas heard. 


I've got a friend who has been hunting around for a "games design" job 
for over two years to get in - with a CS degree. You have near zero 
chance of getting a straight 'game designer' job. Go for testing & work 
your way up, go for level design & work your way up. 


VVVVVVVVVVV VV 


Rare are currently advertising for Games Designers, and have been for the 
last few months! 


Phil 


—-MESSAGE FILE 2987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01693 


-—-MESSAGE FILE 2988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001694 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 1908 


Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Fri, 07 Aug 1998 14:01:14 +0100 

Organization: DMA Design Ltd 

Lines: 11 

Message-ID: <35CAFA9A.372A@dma-—design.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35CAC54 
7.7DE5@dma-design.com> <35CAEB96.5B1FC222@nospam.easynet.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


1) 


Phil Gooch wrote: 

> 

> Rare are currently advertising for Games Designers, and have been for the 
> last few months! 


And what are the requirements for the position? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 2988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01694 


—-MESSAGE FILE 2989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001695 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GDUK 

Date: Fri, 07 Aug 1998 13:14:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35cafdb2.4160359@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-en138-152.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Not learning from other posts and stuff, Ive just put up a another 
general query here... 


Who is working on stuff for gduk? what aree you doing and how is it 
going? 


So far Ive seen one demo of someone's demo (soory cant remember whose) 
but you control a foot that stamps on things in the garden. Ah, how 
playing it took me back to my long-lost childhood years. My father 
used to try to stamp on my head (kidding!) 111 start the ball 


rolling... 

Im doing an adventure game with the usual dodgy script (although 
hopefully mine will be a bit humerous :)). Idea is that you wander 
over landscapes created from dynamic tmds with fixed cameras that pan 
to follow you. The camera work is a bit like in resident evil (if you 


can imagine that) except the camera follows you around, but when you 
get into a fight it jumps up above you (no ff7 cut scenes, but then, i 
dont like it so much (dont start on me, people) ) 


Ive spent four days trying to write my level editor (even bought a 
mouse specially for it), and given up and am using a cheap method 
(which works brilliantly). Once I can program in the cameras, 
entrances, exits, objects and characters, all I need to do is add the 
player and then im nearly 1 percent complete : ( 


Should get some demos or screenshots up soon, as if nothing else, Im 
proud of the landscapes which take up minimal memory and are extremely 
easily edited and adjusted (sort of). 
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Bye, 


Robert Swan 

rs108@mdx.ac.uk 

—-MESSAGE FILE 2989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01695 


—-MESSAGE FILE 2990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001696 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Fri, 07 Aug 1998 15:17:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35CBOC73.49FADD2E@nospam.easynet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35CAC54 
7.7DE5@dma-design.com> <35CAEB96.5B1FC222@nospam.easynet.co.uk> <35CAFA9A.372A@dma-d 
esign.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Brian Baird wrote: 


Phil Gooch wrote: 
> 


> Rare are currently advertising for Games Designers, and have been for the 
> last few months! 


And what are the requirements for the position? 


Brian @ DMA 


VVVVVVVVV VV 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
This is from their Web site 


"Games Designers: 

Requiring a thorough knowledge of the home gaming scene along with the ability 
to express ideas well both verbally and on paper. Previous experience 
advantageous.' 


Doesn't sound too restrictive! 
Phil 


—-MESSAGE FILE 2990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01696 


—-MESSAGE FILE 2991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001697 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Fri, 07 Aug 1998 16:44:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35CB20CE.13FD3E66@nospam.easynet.co.uk> 
References: <35cafdb2.4160359@www.netyaroze-europe.com> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Barry Stuart Swan wrote: 


VV NV V V V 


Not learning from other posts and stuff, Ive just put up a another 
general query here... 


Who is working on stuff for gduk? what aree you doing and how is it 
going? 


Not going too well. Haven't touched what was/is going to De my entry (now 
a joint one with Duncan Bellamy as we did some work on it together during 
the course) for over a week because of work, but I'm hoping to get a lot 


done 


over the weekend. 


It won't be finished for the compo, but I'll still enter it I think. 
Should have enough done to make it a reasonable demo showing most of the 
elements of the game. 


Real 


ly need to be working on it full time but unfortunately I have to 


work... 


Phil 


—-MESSAGE FILE 2991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01697 


—-MESSAGE FILE 2992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001698 
Path: chuka.playstation.co.uk!news 


From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 
Date: Fri, 7 Aug 1998 18:12:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 
Message-ID: <6éqfci4$ldgl1l@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C87F66.BE4CA2D5@enterprise.n 
et> <lddcjy4.n4ssslly6elmyN@al-88-104.a1l.nl> <6qcevlh$ldg3@chuka.playstation.co.uk> < 
ldddl1sk.oiihdq72qdywN@al-88-122.al.nl> 

NNTP-Posting-Host: client8381.globalnet.co.uk 


X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 


>> >I am enthausiastic I suppose, but for a designer it's much more of a 
>> >problem. 


>> > 


>> >DEnnis.. 


>> 


>> DEnnis enthausiastic, er, thats putting it mildly, hehehe 


>> 


>> Paul [doodle] 


> 


>Paul, I'll hire you as my personal image-maker ;-) 


> 


>Cheers.. 


> 


>DEnnis.. 


OK, consider me hired, but can you afford me? 


Paul 


—-MESSAGE FILE 2992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01698 
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—-MESSAGE FILE 2993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001699 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Fri, 07 Aug 1998 18:34:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35CB3A8D.D2BC8EC7@ndirect.co.uk> 
References: <35cafdb2.4160359@www.netyaroze-europe.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-43.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Barry Stuart Swan wrote: 


> Who is working on stuff for gduk? what aree you doing and how is it 
> going? 


I'm working on something, but I doubt that I'll have it anywhere near 
completion in time. It's a cross between Paradroid (Andrew Breybrook's 
classic on the C64) and Spindizzy (another C64 classic). On the one hand 
it's going very well. It's running at 640x512, and it looks very clean 
and very smooth. On the other hand, there's still a lot more to put into 
the environment, and the processing time is fast running out. I really 
hope that I don't have to drop the frame speed (and hence resolution). 


Herbs 


-—-MESSAGE FILE 2993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01699 


—-MESSAGE FILE 2994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001700 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS registration... 

Date: Fri, 7 Aug 1998 19:25:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6éqfhcg$ldg13@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.34 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


So, who's received their registration forms for ECTS yet? I haven't, but 
I don't want to find out everyone else got theirs on Monday, or 
something :-) 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 2994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01700 


—-MESSAGE FILE 2995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001701 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film 'Yaroze" with Barry Norman 

Date: Fri, 7 Aug 1998 19:29:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <6éqfhch$ldg14@chuka.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr5802tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> 

NNTP-Posting-Host: 195.2.150.34 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>> James Shaughnessy wrote: 
>> > And for ten bonus points and a severe hobbling: 
>> > "Would you like me to seduce you, is that what you want?" 


> 

>> Hmm. Dunno. Stepford Wives? Westworld? 

> 

>Mais no. I'll give youz all a clue to the infamous film quote: 


>it was Anne Bankroft in a CLASSIC sixties film. 


Easy, "The Graduate" 


>Here's one from another utterly classic (British) movie: 
>"Oh no, we've ran out of wine, what are we going to do?" 


"Classic"? Are we talking Ealing Comedy here, or Merchant Ivory (not 
British I know) territory..? 


>And one for TV viewer type people: (not a film) 


>"They're professionals. They know what they're doing, they take 
>their time, they GET THE JOB DONE." 


Erm, the A-Team? Who Dares Wins? The Professionals? (not a TV-watcher) 
Could be anything. 
Talking of which, anyone know where my sig line comes from..? :-) 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 2995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01701 


—-MESSAGE FILE 2996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001702 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film 'Yaroze" with Barry Norman 

Date: Fri, 07 Aug 1998 22:09:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35CB6D13.5279AE31@compuserve. com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
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B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr58o02tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net .com> 

NNTP-Posting-Host: lon-dnbsg-018.gbr.compuserve.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 
Phil Gooch wrote: 
> James Shaughnessy wrote: 


> And for ten bonus points and a severe hobbling: 
> > "Would you like me to seduce you, is that what you want?" 


v 


> Hmm. Dunno. Stepford Wives? Westworld? 


Mais no. I'll give youz all a clue to the infamous film quote: 
it was Anne Bankroft in a CLASSIC sixties film. 


VVVVVVVVV VV 


> 
hey, hey, Mrs Robinson Jesus loves you more than you will know, wo, ho ho ho 
hey, hey hey hey, 

nah nah nah nah nah nah nahnaha 

doo dood do doo do ddoo 


ahem 


Haven't got a clue, mate 


> Here's one from another utterly classic (British) movie: 
> "Oh no, we've ran out of wine, what are we going to do?" 


Jilly Goulden on "Food & Drink" ? 


> And one for TV viewer type people: (not a film) 
> "They're professionals. They know what they're doing, they take 
> their time, they GET THE JOB DONE." 


The professionals ??? 
heres another 


"Now thats clever!" 


Nick (S) 


—-MESSAGE FILE 2996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01702 


—-MESSAGE FILE 2997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001703 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film 'Yaroze" with Barry Norman 

Date: Fri, 07 Aug 1998 22:19:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35CB6F4D.43221E5A@compuserve.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-—88-122.al.nl1> <lddd55w.cr58o02tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <6qfhch$ldgl14@chuka.playstation.co.uk> 
NNTP-Posting-Host: lon-dnbsg-018.gbr.compuserve.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Nick Ferguson wrote: 


> 

> Talking of which, anyone know where my sig line comes from..? :-) 
> 

> "Why don't we just wait here a while, 

> see what happens..?" 


Too easy - The thing 
Nick 


"I'm Afraid I can't let you do that Dave" 
-—-MESSAGE FILE 2997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01703 


—-MESSAGE FILE 2998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001704 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film Spoonerism" with Narry Borman 

Date: Sat, 08 Aug 1998 01:33:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35CB9CF2.1057@manc.u-net.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr58o02tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Slaven wrote: 

> hey, hey, Mrs Robinson Jesus loves you more than you will know, wo, 
> ho ho ho hey, hey hey hey, nah nah nah nah nah nah nahnaha 

> doo dood do doo do ddoo ahem. Haven't got a clue, mate 


That's some good singin'! [voice of Chief Wiggum] 

reckon I AM 'The number one fan' of "The Simpons" which did the 
best take on The Graduate of them all (beating even Waynes World 2's) 
It was about Grampa and Marge's mom, to "The Sound of Silence": 
"Hello Grampa my old friend, 

your busy day is at an eeeend. 

Your exploits have been sad and booooring, 

They tell a tale that's worth ignooooring. 

The words of your story, will echo down the rest-home haaaall. 
"Cause no-one at all.., can stand the soooound...... of Grampa." 


Լ REALLY do watch too much Simpsons.. 


v 


> Here's one from another utterly classic (British) movie: 
> "Oh no, we've ran out of wine, what are we going to do?" 
> Jilly Goulden on "Food & Drink" ? 


v 


Top answer, good work my friend!! 


Clue to all: Think of an old Jaguar and an ingenious trick to avoid 
failing the brethalizer test. "GET IN THE BACK OF THE VAN!" 


Jim "I may have partaken in some 'Bacardi Limon' tonight and am 
slightly charged and have been known to sing in such a situation" S 


PS "I like stories." Not a question, but it is Homer of course. 
Talking of Homer... (oh GOD here he goes again) another song springs 
to mind (episode involving the voice of Michelle Pffieffiefeffer): 
"Oh Margey, you came and you brought me a turkey, 


Net Yaroze newsgroups message dump.txt Page 1915 


On my vacation away from workey. m 
"The only thing I'm going to be using this ped for is eating, 
sleeping, and maybe building a little fort. SSeS) 2) aap A 


OK DEFINITELY NO MORE QUOTES. IN YOUR FACE SPACE COYOTE! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 2998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01704 


—-MESSAGE FILE 2999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001705 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film 'Yaroze" with Barry Norman 

Date: Sat, 08 Aug 1998 09:48:19 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 24 

Message-ID: <35CC10D1.23D754F6@nospam.easynet.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-—88-122.al.nl1> <lddd55w.cr58o02tfa54 
ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <6qfhch$ldgl14@chuka.playstation.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Nick Ferguson wrote: 
Talking of which, anyone know where my sig line comes from..? :-) 


Nick 


> 
> 
> 
> 
> http://www.saqnet.co.uk/users/nickf 

> http://www.n6é4gazetta.com 

> http://www.netyaroze-europe.com/~rookiel 

> ICQ #9464742 

> "Why don't we just wait here a while, 

> see what happens..?" 

I'll hazard a guess that it's from John Carpenter's remake of The Thing, 
the last line in the film before the credits roll. 


I can see your a bit of a fan of classic 70's/80's horror Nick. 


Phil 
(who has no sig)! 


—-MESSAGE FILE 2999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01705 


—-MESSAGE FILE 3000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001706 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Sat, 8 Aug 1998 10:38:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <6qh6a7$ldg15@chuka.playstation.co.uk> 
References: <6qfhcg$ldg13@chuka.playstation.co.uk> 
NNTP-Posting-Host: client828c.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Nick Ferguson wrote in message 


Page 1916 


>So, who's received their registration forms for ECTS yet? I haven't, but 
>I don't want to find out everyone else got theirs on Monday, or 


>something :-) 
> 
>Nick F 


I haven't received my registration form yet! 


Paul 


—-MESSAGE FILE 3000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01706 


—-MESSAGE FILE 3001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001707 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film Spoonerism" with Narry Borman 
Date: Sat, 8 Aug 1998 11:55:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6qhc6m$ldg1l6@chuka.playstation.co.uk> 


References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 


-co.uk> <lddcm3v.spxugm8k630qN@al1-88-104.al.nl> <35C9C 


E58.1FB@saqnet.co.uk> <35C9D6A 


B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr58o02tfa54 


ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 


057@manc.u-net.com> 

NNTP-Posting-Host: 195.2.132.43 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>> > Here's one from another utterly classic (British) 


movie: 


>> > "Oh no, we've ran out of wine, what are we going to do?" 


>> Jilly Goulden on "Food & Drink" ? 
> 

>Top answer, good work my friend!! 

> 


>Clue to all: Think of an old Jaguar and an ingenious trick to avoid 


>failing the brethalizer test. "GET IN THE BACK OF THE 


Of course! "Withnail and I"!!! Durrrr (can't believe I 
favourite bits are the Monty scenes... 


"I can't find the rosemary!" 
"Perhaps we can find it...together." 
" 


"Are you a sponge... or a stone..? 


and the immortal "Look at the size of the fucker!" (or 


VAN!" 


missed it). My 


summat) Did you 


see Bruce Robinson on that Ruby Wax dinner chat show thing 2 weeks ago - 


he was quite funny. :-) 


Yep, W&I - one of the funniest films ever! And well done everyone who 


got my sig - guess I'll just have to change it again 


Nick 


http://www.saqnet.co.uk/users/nickf 


£=. | 
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http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 3001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01707 


—-MESSAGE FILE 3002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001708 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film Spoonerism" with Narry Borman 

Date: Sat, 08 Aug 1998 13:00:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35CC3DC3.3C06@manc.u-net.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr58o02tfa54 
ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 
057@manc.u-net.com> <6qhc6m$ldg1l6@chuka.playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 


> Of course! "Withnail and I"!!! Durrrr (can't believe I missed it). 
> My favourite bits are the Monty scenes... 
> Yep, W&I - one of the funniest films ever! 


It sure is a genuine classic. Anyone not seen it just HAS to check it 
out!! 


> ..see Bruce Robinson on that Ruby Wax dinner chat show thing 2 weeks 
> ago - he was quite funny. :-) 


Yeah I did -- he sure made use out օք the language freedom and 
excellent lack of a need for being Politically Correct! 

[for those reading who don't know he wrote/produced Withnail and I] 
Carrie Fisher sure took a wrong turning somewhere. Ruby Wax is such 
a star though -- so sharp. Did you see "Ruby meets.. OJ Simpson"? 

I was real disappointed to see the chat show was so short lived. 
Dear Points Of View.... 


Funny how C4 and BBC2 happily allow the F word after the watershed, 
but censor the C word. (yes, COCK DEnnis HAHA:) -- sorry I gotta let 
that one go..) 


Anyway, I'm off for a "Camberwell Carrot" 
Later! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 3002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01708 


—-MESSAGE FILE 3003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001709 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: ECTS registration... 

Date: Sat, 8 Aug 1998 13:35:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 
Message-ID: <6éqhgps$ldg17@chuka.playstation.co.uk> 
References: <6qfhcg$ldg13@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Nope, I ain't got mine either and i sent that e-mail off about a week ago 
nOW......-. I hope I get it soon!! 


—-MESSAGE FILE 3003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01709 


T 


--MESSAGE FILE 3004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001710 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Sat, 08 Aug 1998 17:57:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35CC8389.B66D9260@compuserve.com> 

References: <6qfhcg$1dg13@chuka.playstation.co.uk> <6qhgps$1dg17@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 1d38-208.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


John Whitmore wrote: 


> 

> Nope, I ain't got mine either and i sent that e-mail off about a week ago 
SNOW nle e s I hope I get it soon!! 

> John 


Why not invent a company & register on the official ECTS site (WWW.ECTS.COM)? 
Perhaps we could all use the same name, "Yaroze"? (pretty uninspired I know!) 


Nick 


--MESSAGE FILE 3004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01710 


--MESSAGE FILE 3005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001711 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film Spoonerism" with Narry Borman 

Date: Sat, 08 Aug 1998 18:05:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35CC8566.3B6431B2@compuserve.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr58o02tfa54 
ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 
057@manc.u-net.com> 

NNTP-Posting-Host: 1d38-208.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


> I reckon I AM 'The number one fan' of "The Simpons" which did the 
> best take on The Graduate of them all 


The worst one has to be in KingPin, yeeuck! anyone whos seen it knows what I 
mean, 

pretty hilarious tho'. 

Other favourite film ripoffs in the Simpsons, The Shining & Vertigo. 

Classic 


Nick 


—-MESSAGE FILE 3005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01711 


—-MESSAGE FILE 3006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001712 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 
Date: Sat, 8 Aug 1998 18:08:11 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 
Message-ID: <6qi0mb$ldg18@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6qhgps$ldg17@chuka.playstation.c 
o.uk> <35CC8389.B66D9260@compuserve. com> 

NNTP-Posting-Host: client84ba.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Nick Slaven wrote in message 

>Why not invent a company & register on the official ECTS site 
(WWW.ECTS.COM) ? 

>Perhaps we could all use the same name, "Yaroze"? (pretty uninspired I 
know!) 

> 

> 

>Nick 


Good idea, but I think they would know that Yaroze wasn't a company or would 
they? 


Paul 


--MESSAGE FILE 3006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01712 


--MESSAGE FILE 3007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001713 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Film Spoonerism" with Narry Borman 

Date: Sat, 08 Aug 1998 17:44:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35cc8dc2.14781701@news.playstation.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-—88-122.al.nl1> <lddd55w.cr58o02tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 
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057@manc.u-net.com> <6qhc6m$ldgl1l6@chuka.playstation.co.uk> <35CC3DC3.3C06@manc.u-net 
. com> 

NNTP-Posting-Host: pl9-finch-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 08 Aug 1998 13:00:03 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>Nick Ferguson wrote: 


>> Of course! "Withnail and I"!!! Durrrr (can't believe I missed it). 
>> My favourite bits are the Monty scenes... 

>> Yep, W&I - one of the funniest films ever! 

> 


>It sure is a genuine classic. Anyone not seen it just HAS to check it 
>out!! 
> 


I agree, who can ever forget 'Danny' and 'Presuming Ed'. One of the 
classic British films of all time. 


Richard 
http://www.netyaroze-europe.com/~rcutting 


( Who also watches far too much Simpsons ! ... Don't ya just love 
"Ralph' ... 'Thats where I saw the Leprachaun....He told me to burn 
things'. ) 


—-MESSAGE FILE 3007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01.713 


—-MESSAGE FILE 3008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001714 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SCEA 

Date: Sat, 8 Aug 1998 15:05:43 -0500 

Organization: Ryu-Ki Software 

Lines: 19 

Message-ID: <6qib7h$ldg19@chuka.playstation.co.uk> 
NNTP-Posting-Host: 171-234-44.ipt.aol.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hey all, 


has anyone noticed how dead the SCEA site had been. I am from California 
and I always check the SCEE site first because it is updated rather 
frequently. It is dissapointing that SCEE allows its members to attennd 
trade shows and support game competitions. Then on top of that you guys 
have the University, which has held a class in game development on the 
Yaroze! The grass is greener on the other side of the world! Keep it up 
guys, I am slowely adding my part. 


Speaking of, I am developing a 3d level editor and in about 3 months will 
need testers...email me if you are interested. 


Nathan Miller 
Ryu-Ki Software 
kiryu@aol.com 


—-MESSAGE FILE 3008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01714 


-—-MESSAGE FILE 3009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001715 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scee.yaroze.freetalk.english 

Subject: A bit of ECTS excitement... 

Date: Sat, 8 Aug 1998 23:19:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6qij29Sldg22@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.15 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The following is taken from www.gamasutra.com. I'd heard rumours but I 
guess it's now official... 


Yeeee-haaaa!!! (read on) 


This year's ECTS is to be honoured by a royal visit. Not Prince Harry 
looking for a few freebies for his PlayStation, but a much greater 
stranger to British soil. As unlikely as such an event might have seemed 
even just a year or so ago his royal genius-ship Shigeru Miyamoto will 
be making be the long haul to promote Zelda 64 in London. This is 
actually as good as proof as any before it that Nintendo is 
finally(after about 10 years) taking Europe seriously as a viable 
marketplace, worthy of respect and the odd product release. Even with 
the appearance of Miyamoto-san, Nintendo is still acting a little foggy 
when it comes to promising Zelda 64's pre-Christmas European release. 
Still at least this'll put another feather in ECTS' cap and further 
ensure that it is seen as by far the premier trade event in Europe. You 
can judge for yourself on 6-8 of September, tickets for which are 
already available by phoning +44 (0)1203 426 466. 


Nick "excited" F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 
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—-MESSAGE FILE 3009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01715 


—-MESSAGE FILE 3010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001716 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The Itchy and Scratchy Show 

Date: Sun, 09 Aug 1998 00:03:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 338 

Message-ID: <35CCD94D.2965@manc.u-net.com> 


References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl1> <lddd55w.cr5802tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 
057@manc.u-net.com> <6qhc6m$ldgl1l6@chuka.playstation.co.uk> <35CC3DC3.3C06@manc.u-net 


-com> <35cc8dc2.14781701@news.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" TAF 89936CB9" 
X-Mailer: Mozilla 3.0 (Win95; I) 


This is a multi-part message in MIME format. 


TAF 89936CB9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Richard Cutting wrote: 


> ( Who also watches far too much Simpsons ! ... Don't ya just love 

> 'Ralph' ... 'Thats where I saw the Leprachaun....He told me to burn 
> things'. ) 

Yeah, Ralphy's a star. "My cat's breath smells of cat-food." 


I love that show waay too much. No, that's just not enough.. 


You seen the 4-player Simpsons arcade game where they run about 
just hitting eveything? Imagine a platformer like Mario 64 but 
with Homer and all the characters in fluid 3D -- someone do the 
TMDs and I'll write the game! 

I wrote to Springfield directly and asked Homer J if he could help 
me with the project, sending him some Yaroze documentation, and all 
I got in return was this photo taken by Marge (see attached) 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


"I've assumed the form of somebody you'd recognise, Sir Isaac Newton." 
"Sir Isahoohoo?" 


TAF 89936CB9 
Content-Type: image/gif; name="homerpsx.gif" 


1922 


—-MESSAGE FILE 3010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01716 


-—-MESSAGE FILE 3011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001717 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ECTS registration... 

Date: Sun, 09 Aug 1998 02:34:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <35CCFCB6.A6159B3C@compuserve. com> 


References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6qhgps$ldg17@chuka.playstation.c 


o.uk> <35CC8389.B66D9260@compuserve.com> <6qi0mb$ldg18@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d52-190.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


aul Bircham wrote: 


Nick Slaven wrote in message 

>Why not invent a company & register on the official ECTS site 
(WWW.ECTS.COM) ? 

>Perhaps we could all use the same name, "Yaroze"? (pretty uninspired I 
know!) 

> 

> 

>Nick 


Good idea, but I think they would know that Yaroze wasn't a company or would 
they? 


VVVVVVVVV VV VI 


I'm in two minds - 


A) I'm hoping that ECTS would recognise that we Yaroze people are not 
your average game player. Lets face it any one who shells out 450 sheets 
(more for those guys who bought before feb) for a Yaroze must be pretty 
serious about games. 


B) If its anything like other trade shows I've been to, then they really 
don't seem to care what you put on the registration card. 
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Nick 


—-MESSAGE FILE 3011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01717 


—-MESSAGE FILE 3012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001718 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: 9 Aug 1998 09:33:46 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01bdc1la6$03893ee0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35cafdb2.4160359@www.netyaroze-europe.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi burrowinggerbil, 

Your brother has you hooked on dynamic tmds! 

Your game sounds good..hope it's as good as your 

shooter demo. Waiting to buy a pc for home to code 

a new game....sometime next century : ( 

P.S. Please have a name for your game..not Race or Race 2 :) 
George@SCEE 


Barry Stuart Swan <burrowinggerbil@hotmail.com> wrote in article 
<35cafdb2.4160359@www.netyaroze-europe.com>... 


Im doing an adventure game with the usual dodgy script (although 
hopefully mine will be a bit humerous :)). Idea is that you wander 
over landscapes created from dynamic tmds with fixed cameras that pan 
to follow you. The camera work is a bit like in resident evil (if you 


can imagine that) except the camera follows you around, but when you 
get into a fight it jumps up above you (no ff7 cut scenes, but then, i 
dont like it so much (dont start on me, people) ) 


Ive spent four days trying to write my level editor (even bought a 
mouse specially for it), and given up and am using a cheap method 
(which works brilliantly). Once I can program in the cameras, 
entrances, exits, objects and characters, all I need to do is add the 
player and then im nearly 1 percent complete : ( 


Should get some demos or screenshots up soon, as if nothing else, Im 
proud of the landscapes which take up minimal memory and are extremely 
easily edited and adjusted (sort of). 


VVVVVVVVVVVVV VV NON 


-—-MESSAGE FILE 3012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01718 


—-MESSAGE FILE 3013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001719 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: 9 Aug 1998 09:40:06 GMT 

Organization: SCEE 

Lines: 29 

Message-ID: <01bdc316$1d92d1le0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6qfhcg$ldg13@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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HI there, 


The ECTS show isn't until another 30 days.... If you replied to the 


announcement 


on "scee.yaroze.announce" a form will be sent out to you. 


Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6éqfhcg$ldg1l3@chuka.playstation.co.uk>... 


> So, who's received their registration forms for ECTS yet? I haven't, but 


something :-) 


Nick F 


http://www.n64gazetta.com 
ICQ #9464742 


see what happens..?" 


VVVVVVVVVVVV VV 


I don't want to find out everyone else got theirs on Monday, or 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 


"Why don't we just wait here a while, 


—-MESSAGE FILE 3013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01719 


—-MESSAGE FILE 3014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001720 


Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Itchy and Scratchy Show 

Date: Sun, 9 Aug 1998 11:39:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <6qju8uSldg23@chuka.playstation.co.uk> 


References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-—88-122.al.nl1> <lddd55w.cr58o02tfa54 
ONQal-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 


057@manc.u-net.com> <6qhc6mSldo1 
-com> <35cc8dc2.14781701@news.p]l 


l6@chuka.playstation.co.uk> <35CC3DC3.3C06@manc.u-net 
laystation.co.uk> <35CCD94D.2965@manc.u-net.com> 


NNTP-Posting-Host: client8363.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James Shaughnessy wrote in message 

>You seen the 4-player Simpsons arcade game where they run about 
>just hitting eveything? Imagine a platformer like Mario 64 but 
>with Homer and all the characters in fluid 3D -- someone do the 
>TMDs and I'll write the game! 

>I wrote to Springfield directly and asked Homer J if he could help 
>me with the project, sending him some Yaroze documentation, and all 
>I got in return was this photo taken by Marge (see attached) 

>Jim 


Yeah, I've played the arcade game, ahhh, the time spent on that, I like your 
idea for a game but what about copyright, I suppose you could use characters 
similar to them? I would love to help you but I'm not a graphics artist so 
I'm crap at 3D, and thats putting it mildly, hehehe. 


Love the picture 
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Paul 


—-MESSAGE FILE 3014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01720 


—-MESSAGE FILE 3015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001721 


Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Sun, 9 Aug 1998 11:43:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6qjug7S$ldg24@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6qhgps$ldg17@chuka.playstation.c 


o.uk> <35CC8389.B66D9260@compuserve.com> <6qidmb$ldg18@chuka.playstation.co.uk> <35C 
CFCB6.A6159B3C@compuserve. com> 

NNTP-Posting-Host: client8363.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Nick Slaven wrote in message 
>I'm in two minds 
> 

>A) I'm hoping that ECTS would recognise that we Yaroze people are not 
>your average game player. Lets face it any one who shells out 450 sheets 
>(more for those guys who bought before feb) for a Yaroze must be pretty 
>serious about games. 

> 


Yeah I hope they would, its not exactly a small investment is it? I would 
hope that they do see Yaroze members are serious about games 


>B) If its anything like other trade shows I've been to, then they really 
>don't seem to care what you put on the registration card. 
> 


Yeah good point, they don't really bother with the registration cards. 


>Nick 
> 


Paul 


-—-MESSAGE FILE 3015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01721 


—-MESSAGE FILE 3016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001722 


Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Sun, 9 Aug 1998 11:44:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6qjui3$ldg25@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <0O1lbdc316$1d92d1e0Sf2e832a2@gbain 


-wav.scee.sony.co.uk> 
NNTP-Posting-Host: client8363.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


George Bain wrote in message 
>The ECTS show isn't until another 30 days.... 
>announcement 


If you replied to the 
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>on "scee.yaroze.announce" a form will be sent out to you. 
> 

>Regards, 

> 

>George@SCEE 


Thanks for the info. I guess we can only wait and see. 


Paul 


--MESSAGE FILE 3016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01722 


—-MESSAGE FILE 3017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001723 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Today we Kill, Tomorrow we Die" with Troy Mclure 

Date: Mon, 10 Aug 1998 09:18:52 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <35CEACEC.4E35794F@scee.sony.co.uk> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-—88-122.al.nl> <lddd55w.cr58o02tfa54 
0Ա081-88-122.81.ուլ» <35CA5861.FF5@manc.u-net.com> <35CAC29B.ED18A387@nospam.easynet. 
co.uk> <35CADB28.25FC@manc.u-net.com> <35CB6D13.5279AE31@compuserve.com> <35CB9CF2.1 
057@manc.u-net.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


James Shaughnessy wrote: 
> 


> I reckon I AM 'The number one fan' of "The Simpons". 


Not unless you were the guy who was sad enough to buy all 3 Simpsons albums (cough). 
Oh dear. I've 
said too much. I'm changing my name to Miguel Sanchez. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Beam me up Scotty! Her boyfriend's at the door! 
-—-MESSAGE FILE 3017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01723 


-—-MESSAGE FILE 3018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001724 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Story of job search 

Date: 10 Aug 1998 08:30:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <memo.19980810092206.19723A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna26-13.compulink.co.uk 


Hi, 


I have spent the last couple of months looking for a job in the games 
industry. I have written the story of this search and put it on my site. 


Net Yaroze newsgroups message dump.txt Page 
http://www.netyaroze-europe.com/~jmhannan/ftp/jobstory.txt 


I hope those of you who are thinking of trying to get into the industry 
will find it useful. I haven't gone as far as to tell you the questions 
asked by particular companies, but I've given a general idea of what to 
expect. 


If any of you have further questions or things you want me to comment on, 
just let me know. 


The text file doesn't seem to have put in the line breaks, so you may want 
to load it into a decent editor. If you have a problem downloading it, 
let me know quickly so I can sort it out. 


Jeff Hannan 


1927 


—-MESSAGE FILE 3018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01724 


—-MESSAGE FILE 3019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001725 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Story of job search 

Date: Mon, 10 Aug 1998 10:47:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35CEC19B.38871870@nospam.easynet.co.uk> 
References: <memo.19980810092206.19723A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks Jeff. It was a very interesting and useful read. One thing that strikes 
me is that it is possible to write a pretty good game, at least on the Yaroze, 
without knowing too much about 'what's going on under the hood' with the 
hardware, because the libraries do so much for you. This also means that you 
don't actually need to know everything there is to know about programming to 
write a reasonable game on the Yaroze. 


Which makes me wonder, if I write a couple of good demos on the Yaroze, how 
much will that actually prepare me for any interviews I might get? I've got no 
low-level PC programming experience, though I have written some odd bits and 
pieces for the Mac. So will the Yaroze experience be enough, or should I try 
writing some stuff for the other platforms before going for any jobs? 


Phil 
Jeff Hannan wrote: 
Hi, 


I have spent the last couple of months looking for a job in the games 
industry. I have written the story of this search and put it on my site. 


http: //www.netyaroze-europe.com/~jmhannan/ftp/jobstory.txt 


I hope those of you who are thinking of trying to get into the industry 
will find it useful. I haven't gone as far as to tell you the questions 
asked by particular companies, but I've given a general idea of what to 
expect. 


If any of you have further questions or things you want me to comment on, 
just let me know. 


The text file doesn't seem to have put in the line breaks, so you may want 
to load it into a decent editor. If you have a problem downloading it, 
let me know quickly so I can sort it out. 


VVVVVVVVVVVVVVV VV VV 
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> Jeff Hannan 


—-MESSAGE FILE 3019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
OLT2Z5 


—-MESSAGE FILE 3020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001726 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Story of job search 

Date: Mon, 10 Aug 1998 11:19:42 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <35CEC93E.3ADC33A8@scee.sony.co.uk> 

References: <memo.19980810092206.19723A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


A couple of comments: 


° Professional developers don't generally know much about Yarozes and the way 
they work. 

Your demos _WILL_ run on a dev kit, with some minor alterations. Check out t 
he FAQ 

(http://www.netyaroze-europe.com/yaroze/newmembers/yarfaq.htm) for more deta 
ils: 
° C++ isn't a big thing on the console itself, but some companies use it for t 


heir in-house 

tools or special parts of the game. Unfortunately, it's not always enough to 
understand 

object orientation - they'll ask you about the details of instantiating virt 
ual 

destructors in multiply-inherited base class templates too. :0) 


> The text file doesn't seem to have put in the line breaks, so you may want 
> to load it into a decent editor. 


Rename it to jobstory.htm or jobstory.html and put this at the top of the page: 
<HTML> 

and put <P> at the end of every paragraph (not line). That should solve the problem 
with the line 


breaks. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Beam me up Scotty! Her boyfriend's at the door! 
—-MESSAGE FILE 3020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01726 


—-MESSAGE FILE 3021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001727 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Mon, 10 Aug 1998 16:19:50 -0700 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <35CF8016.1284@dial.pipex.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
նէ» <35C88780.94270C08@nospam.easynet.co.uk> <lddcleu.hb45aw113w51lmN@al-88-104.al.nl 
> 

NNTP-Posting-Host: userm786.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


DEnnis Brinkhuis wrote: 

> 

> What is c***s?? cocks???? 
> 


No, I think it refers to people from Scunthorpe, or something! :) 
(No flames please! Only joking, anyone from said location!) 


-Chris 
--MESSAGE FILE 3021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01727 


--MESSAGE FILE 3022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001728 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Story of job search 

Date: Mon, 10 Aug 1998 16:18:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35CFOF3F.7B1C@saqnet.co.uk> 

References: <memo.19980810092206.19723A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: at14-035.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Jeff Hannan wrote: 
Hi, 


I have spent the last couple of months looking for a job in the games 
industry. I have written the story of this search and put it on my site. 


http://www.netyaroze-europe.com/~jmhannan/ftp/jobstory.txt 


I hope those of you who are thinking of trying to get into the industry 
will find it useful. I haven't gone as far as to tell you the questions 
asked by particular companies, but I've given a general idea of what to 
expect. 


VVVVVVVVVV VV 


Thanks Jeff - it was really interesting! Now I'm totally freaked out by 
the idea of an interview, although it's good to see the different 
tactics different companies use; I *wish* I knew which interview was for 


each company..! It seems to me that getting NY stuff to work on a dev. 
system isn't as easy as it might be - I haven't tried myself (durrr), 
but I guess James' FAQ covers most stuff... - still, it's all the more 


reason to try and get your demo on one of Sony's black PS discs! 

Interesting that you applied to Rare and they were swift to reply. Was 
this a "please go away"-type reply or did they offer you an interview or 
recommend an agency? Only asking because working for Rare would be a 
dream come true for me and *any* info would be appreciated :-) 


Thanks for taking the time to write that up! If you do decide to go for 
the job you were offered, be sure to write up your experience of 
starting professional games development in a few months time (aah, if 
only I could put something like that in my diary)! I think all the 
members would love that. 
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Cheers, 


Nick F 
—-MESSAGE FILE 3022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01728 


-—-MESSAGE FILE 3023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001729 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A bit of ECTS excitement... 

Date: Mon, 10 Aug 1998 18:39:10 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35CF303E.4DE6@writeme.com> 

References: <6qij29Sldg22@chuka.playstation.co.uk> 

NNTP-Posting-Host: atl4-m37.publab.ed.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Nick Ferguson wrote: 


> ...This is actually as good as proof as any before it that Nintendo is 
> finally(after about 10 years) taking Europe seriously as a viable 
> marketplace, worthy of respect and the odd product release... 


My guess is that that's only the case because the N64 isn't doing quite 
as well as it should in its home country. 


Just don't expect them to do you any favours, eh? 


James (~mrfrosty) 
—-MESSAGE FILE 3023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01729 


—-MESSAGE FILE 3024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001730 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Story of job search 

Date: 10 Aug 1998 22:00:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <memo.19980810225300.30747A@jmhannan.compulink.co.uk> 
References: <35CEC93E.3ADC33A8@scee.sony.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna24-12.compulink.co.uk 


In article <35CEC93E.3ADC33A8@scee.sony.co.uk>, 
James_Russell@scee.sony.co.uk (James Russell) wrote: 


>tools or special parts of the game. Unfortunately, it's not always enough 
>to understand object orientation - they'll ask you about the details of 
>instantiating virtual destructors in multiply-inherited base class 
>templates too. :0) 


I was asked a question very similar to that, and it really stumped me. 
I wonder whether using all these tricks was appropriate in a game, where 
speed is important, as I'm not sure of their processing cost. 


Jeff 


--MESSAGE FILE 3024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01730 
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--MESSAGE FILE 3025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001731 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A bit of ECTS excitement... 

Date: Tue, 11 Aug 1998 02:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6qo5n8$814j2@chuka.playstation.co.uk> 

References: <6qij29$ldg22@chuka.playstation.co.uk> <35CF303E.4DE6@writeme. com> 
NNTP-Posting-Host: 195.2.150.43 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <35CF303E.4DE6@writeme.com>... 
>Nick Ferguson wrote: 


>> ...This is actually as good as proof as any before it that Nintendo 


>> finally(after about 10 years) taking Europe seriously as a viable 
>> marketplace, worthy of respect and the odd product release... 


>My guess is that that's only the case because the N64 isn't doing quite 
>as well as it should in its home country. 

> 

>Just don't expect them to do you any favours, eh? 


Cynic! Probably true, tho' Apparently, sales of F-Zero dropped 500% 
after the first week - not because it's crap but because what happened 
was all the N64 owners immediately bought it and then there was no-one 
else left ..! Not a happy story for NCL, but then if the (relative) 
failure of the N64 teaches them some humility so much the better. Nobody 
wants to see Nintendo broken, though.... 

If Perfect Dark and Zelda are being demo'd at ECTS, I reckon 
there'll be some PS owning Yarozers (hang on that's all of us) buying 
N64s not soon after... 


Nick "no (well, minimal) system bias" F 


PS YEs I did write this at 2:00am. Bloody addictive WWW..... 


-—-MESSAGE FILE 3025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01731 


—-MESSAGE FILE 3026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001732 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Story of job search 

Date: Tue, 11 Aug 1998 09:54:10 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <35D006B2.C47FE608@scee.sony.co.uk> 

References: <35CEC93E.3ADC33A8@scee.sony.co.uk> <memo.19980810225300.30747A@jmhannan 
.compulink.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Jeff Hannan wrote: 

> 

> In article <35CEC93E.3ADC33A8@scee.sony.co.uk>, 

> James_Russell@scee.sony.co.uk (James Russell) wrote: 
> 
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>tools or special parts of the game. Unfortunately, it's not always enough 
>to understand object orientation - they'll ask you about the details of 
>instantiating virtual destructors in multiply-inherited base class 
>templates too. :0) 


I was asked a question very similar to that, and it really stumped me. 
I wonder whether using all these tricks was appropriate in a game, where 
speed is important, as I'm not sure of their processing cost. 


VVVVVVVV 


Well, like I said, they won't always use it in a game, but they might need it in too 
ls and utilities 

written to help export and mung animations, sound, images, etc. Don't fall into the 
trap of thinking 

C++ is slower because it's more complex. This is a recurring subject in the violent 
and 

profanity-filled flame wars on the USENET language groups. C++ takes up more memory, 
that's a fact, 

but it's much more convenient to program, and is just as fast (and faster in some re 
spects) as 

performing the same functionality in C. Mind you, memory is just as valuable a resou 
rce as CPU time, 

which is why most programmers use C for their games. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


One Chicken to bring them all and in the darkness bind them. 
-—-MESSAGE FILE 3026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01732 


-—-MESSAGE FILE 3027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001733 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A bit of ECTS excitement... 

Date: Tue, 11 Aug 1998 10:12:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6qp2dk$817j4@chuka.playstation.co.uk> 

References: <6qij29$ldg22@chuka.playstation.co.uk> <35CF303E.4DE6@writeme.com> <6qo5 
n8$81452@chuka.playstation.co.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> If Perfect Dark and Zelda are being demo'd at ECTS, I reckon 
>there'll be some PS owning Yarozers (hang on that's all of us) buying 
>N64s not soon after... 
> 

I own an N64 and although it does tend to sit at the back of the 
cupboard (unless big multiplayer sessions are taking place), with titles 
like Zelda coming out soon I think it might soon deserve a permanent place 
next to my TV. Having said that it will all depend on how long it takes me 
to complete Zelda....... 


John Whitmore 
/~jwhitmor 


-—-MESSAGE FILE 3027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01733 


—-MESSAGE FILE 3028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001734 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: AT: SCEE. Faulty CD. Please help. 
Date: 11 Aug 1998 14:04:04 GMT 

Organization: Network Technology 

Lines: 17 

Message-ID: <0Olbdc530$e5cf6bc0$7fa74bc2@coco> 
NNTP-Posting-Host: nettech.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 


I think one of my brat brothers has put a scratch in my NY CD! It still 
works ok for booting the machine and to run NY demos/games. But at least 
one 

of the standard data files will not load! 

For example, my game uses "NDATANSOUNDNSTDO.VH;1" and 
"\DATA\SOUND\STDO.VB;1" to be able to play the SEQ file I use but the game 
just sits in the loop trying to read one of the files. 

BTW I have not changed the source since it worked! (Well, except for the 
bug 

I am trying to find!) 


Is it possible to get a replacement CD? 
JohnT 


—-MESSAGE FILE 3028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01734 


—-MESSAGE FILE 3029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001735 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AT: SCEE. Faulty CD. Please help. 

Date: Tue, 11 Aug 1998 15:53:28 +0100 

Organization: The Hex Heroes 

Lines: 16 

Message-ID: <35D05AE8.2724@writeme.com> 
References: <0Olbdc530Se5cf6bc0$7fa74bc2@coco> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


JohnT wrote: 


> BTW I have not changed the source since it worked! (Well, except for 
> the bug I am trying to find!) 


Have you tried other people's source just to make _absolutely_ sure? 
Find a game with music (I guarantee that Snowball Fight uses these 
files) - and try that out... 


> Is it possible to get a replacement CD? 
I should imagine SCEE will be able to sort you out for a nominal charge 


+ postage - you'll probably have to send back your present disk first, 
leaving you frankly a bit Yaroze-less. 


James (~mrfrosty). 
-—-MESSAGE FILE 3029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01735 


—-MESSAGE FILE 3030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001736 
Path: chuka.playstation.co.uk!news 
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From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Snowball Fight on Color Game Boy? 

Date: Tue, 11 Aug 1998 19:36:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6qq304$817j5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modeml17.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Right Jimbo! 

What is the story with SBF on the Color Game Boy? Are you 
hype-mongering or have you received some sort of official notice of 
interest from a publisher? You flukey git.... 


If you don't know what I'm on about take a peek at ~mrfrosty on SCEE. 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 3030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01736 


—-MESSAGE FILE 3031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001737 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: Wed, 12 Aug 1998 15:33:35 +0100 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <35D1A7BF.3498@writeme.com> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <35C88521.2DCE3E9@scee.sony.co. 
նէ» <35C88780.94270CO08@nospam.easynet.co.uk> <lddcleu.hb45aw113w51lmN@al-88-104.al.nl 
> 
NNTP-Posting-Host: atl4-017.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> > industry have mostly been arrogant c***s. 
> 


> What is c***s?? cocks???? 


No, I think it means 'cakes', abreviated form of 'fruitcakes' - slang 
for people who are off their r***ers. 


James (~mrfrosty) 
—-MESSAGE FILE 3031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01737 


—-MESSAGE FILE 3032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001738 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Snowball Fight on Color Game Boy? 

Date: Wed, 12 Aug 1998 15:37:37 +0100 
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Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35D1A8B1.1A32@writeme.com> 
References: <6qq304$8145@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-017.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Nick Ferguson wrote: 


> What is the story with SBF on the Color Game Boy? Are you 
> hype-mongering or have you received some sort of official notice of 
> interest from a publisher? You flukey git.... 


Well, it could be a hoax (tho' it ain't April 1st). 


Check out the title of the page - 'The Rumour-Mill'. That's all it is, 
a rumour. Make of it what you will չօ) 


James (~mrfrosty) 
—-MESSAGE FILE 3032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01738 


-—-MESSAGE FILE 3033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001739 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Snowball Fight on Color Game Boy? 

Date: 12 Aug 1998 15:19:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <0lbdc603$£b739720S$230b0a0a@Angelal.intelligent-—group.com> 
References: <6qq304$817j5@chuka.playstation.co.uk> <35D1A8B1.1A32@writeme.com> 
NNTP-Posting-Host: d3-s19-175-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Rutherford <hexheroes@writeme.com> wrote in article 
<35D1A8B1.1A32@writeme.com>... 
> Nick Ferguson wrote: 


> What is the story with SBF on the Color Game Boy? Are you 
> hype-mongering or have you received some sort of official notice of 
> interest from a publisher? You flukey git.... 


Well, it could be a hoax (tho' it ain't April 1st). 


Check out the title of the page - 'The Rumour-Mill'. That's all it is, 
a rumour. Make of it what you will չօ) 


VVVVVVV VV 


Although, anyone who wanted to feed the rumour would have spotted the PD 
Game Boy devkit 
on: 


http://freespace.virgin.net/stephen.blanksby/index-.htm 

> James (~mrfrosty) 

Craig. 

eae FILE 3033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
17 


—-MESSAGE FILE 3034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001740 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Fancy a job? 

Date: Wed, 12 Aug 1998 17:11:15 +0100 
Organization: The Hex Heroes 

Lines: 11 

Message-ID: <35D1BEA3.1733@writeme.com> 
NNTP-Posting-Host: at14-017.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


T 


reckon more people read the homepages than the newsgroups, but I 


thought I'd post this here anyway, just in case... 


Chris Butler from Pixelogic is looking for Playstation programmers 
(seems like mostly front-end stuff, but could be a nice foothold). 


You can learn more from my page: 


http://www.netyaroze-europe.com/~mrfrosty 


James (~mrfrosty) 
--MESSAGE FILE 3034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01740 
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--MESSAGE FILE 3035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001741 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "hobbled" by DEnnis!!!! 

Date: Wed, 12 Aug 1998 23:23:15 +0200 

Organization: Debri Productions 

Lines: 36 

Message-ID: <lddo46y. jp6jq2nvumnkN@al-88-126.al1.nl1> 


> 
> 
> 
> 
> 
> 
> 


Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


>PS. what is hobbled?!?!?! 


Did you ever see the Stephen King movie "Misery"? It was on TV in the UK 
a few weekends ago, and features a horrible scene where Kathy Bates 
"hobbles" James Caan by smashing his ankles with a sledgehammer so he 
can't run away.... (horrible!) 


Coincidence! !!!!!!1!!! When we were on course we saw that part in the 
hotel and I even explained what was going to happen, I didn't know the 
movie, I didn't know it was S. Kings but I only knew that part. 


VVVVVVVVVVVV VV 


>I better hope it's positive but I suppose it's not. and if it's not, 
you 

>didn't get my point! I'm not putting Nick down!!! I'm just being honest 
>and Nick understands so what's the problem? 


Yeah, I understand! Besides, people often get the wrong idea about 
me - I try to please everyone but end up pleasing no-one etc (sob 
story...) I reckon that getting any feedback from people is good, even 
(especially?) if it makes you think twice about what you thought before. 


Anyway, thanks James and DEnnis for being nice about me! I guess I 
*am* enthusiastic. God, I'm cheerful for some reason - it might be coz I 
just went to see the new Bruce Willis movie "Armageddon" which I thought 


References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6éqap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1-88-104.al.nl> <35C9CI 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-—88-122.al.nl1> <lddd55w.cr58o02tfa54 
ON@al-88-122.al.nl> <6qdeo6S$ldg4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X- 


E58.1FB@saqnet.co.uk> <35C9D6A 
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> was really good; certainly the best 'big summer movie' so far, despite 
> generous helpings of American cheese - no offence SCEA people! 
> 


See, "hobbled" is the wrong word for this situation! 


DEnnis.. 
—-MESSAGE FILE 3035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01741 


-—-MESSAGE FILE 3036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001742 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F "kibbled" by DEnnis!?! 

Date: Wed, 12 Aug 1998 23:23:17 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <1lddo4h9.1048a3fo41ls0OvN@al-—88-126.a1.nl1> 

References: <35C8656E.EC8288B0@nospam.easynet.co.uk> <6qap8q$7vol0@chuka.playstation 
-co.uk> <lddcm3v.spxugm8k630qN@al1l-—88-104.al.nl> <35C9CE58.1FB@saqnet.co.uk> <35C9D6A 
B.12CC@manc.u-net.com> <lddd2a5.14ta732dribnkN@al-88-122.al.nl> <lddd55w.cr58o02tfa54 
ON@al-88-122.al.nl> <35CA5861.FF5@manc.u-net.com> 

NNTP-Posting-Host: al-88-126.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


> DEnnis Brinkhuis wrote: 

> > PS. what is hobbled?!?!?! 

> > I better hope it's positive but I suppose it's not. and if it's not, 
> > you didn't get my point! I'm not putting Nick down!!! I'm just being 
> > honest and Nick understands so what's the problem? 

> 

> Er, no problem DEnnis -- it wasn't my expression! Relax on the 

> defensiveness :) It was Nick talking in the third person who 

> said it, and as he rightly says it is about some SERIOUS ankle 

> snapping. "I'm your number one fan." Classic sound-bite there. 


Ok, sorry for the defensiveness. It's just that I don't want to get a 
bad name like some over here. I'm very dedicated in the complete 
NY-scene as you may have noticed and I just don't want to be in an 
action as we've seen before now (where some argue in public) 


Cheers, 


DEnnis... 
—-MESSAGE FILE 3036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01742 


—-MESSAGE FILE 3037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001743 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Mon, 10 Aug 1998 02:38:12 GMT 

Organization: SCEA News Server 

Lines: 54 

Message-ID: <35ce5bc6.17015644@news.scea.sony.com> 

References: <35C14295.8D5EF12A@mail.datasys.net> 

NNTP-Posting-Host: user-37kb5ge.dialup.mindspring.com 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1743 scea.yaroze.freetalk 
7853 


Hello, 

If everyone would like an update to the Yaroze libraries and would 
like to get Sony supporting us again. I would suggest everyone send an 
email to J. Patton j_patton@playstation.sony.com. As far as I know, he 
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is still the head of the yaroze project at SCEA. Everyone send him an 
email letting him know that WE support Sony and the Yaroze program and 
that they should be supporting us. 

The few tools that were provided haven't been updated in months, 
the libraries, although very usefull, would be much better with an 
update. Dual Shock support, Multitap and 3D Primitives would be a good 
start to the update. 


Thanks, 
Jason Jones 
A loyal Yaroze Member 


On Fri, 31 Jul 1998 00:05:41 -0400, Darco <rquat@mail.datasys.net> 
wrote: 


>Just out of curosity, will we as Net Yaroze members have the privilage 
>to be able to develop for the Sony PDA units that will be coming out 
>next year? Perhaps a special compiler to write the programs for the 
>PDA? Will the PDA have it's own "file system" like the memory cards? 

> 

>If it is even possible to develop for the PDA using the current yaroze 


>libraries, will sony let us use the PDA compilers so that we can write 
>our own PDA software to use? 

> 

>Speaking of libraries... Is there any chance in heck that there will 
>ever be a library upgrade? Perhaps Sony could make the new libraries, 
>and mail all the Net Yaroze members the new black and gold library 
>CDs, and call the new library something like libps2 or something so 


>that it doesn't get confused with the older library. Perhaps even make 
>the black disc "smart" so that it knows if it's being sent a program 
>made with the "new" libraries, or a program that needs the "old" 
>libraries to operate properly. Net yaroze members have been begging 
>Sony for something like this for months. While I am content with the 
>current libraries, they do leave something to be desired as far as new 
>prepherals go. 


> 

>—— 

>'Darco 

>darco@NOSPAM@bigfoot.com 

> 

>(Replace "@NOSPAM@" with an "@" to email me) 

> 

>UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
>Voria: http://www.datasys.net/users/stu/rquat/voria 
>PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 
> 


>"Writing for a penny a word is ridiculous. If a man really wants to 
> make a million dollars, the best way would be to start his own 
> religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 


-—-MESSAGE FILE 3037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01743 


—-MESSAGE FILE 3038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001744 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Advice needed! 

Date: 13 Aug 1998 09:57:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <memo.19980813104955.29823C@jmhannan.compulink.co.uk> 
References: <lddcleu.hb45aw113w51lmN@al1-88-104.al.nl1> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-12.compulink.co.uk 


> industry have mostly been arrogant c***s, 


> 
> 
> What is c***s?? cocks???? 
> 
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I think he means 'clogs'. Apparently, its some kind of Dutch shoe. 
Jeff 


--MESSAGE FILE 3038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01744 


--MESSAGE FILE 3039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001745 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Thu, 13 Aug 1998 13:13:56 +0100 

Organization: I wish! 

Lines: 34 

Message-ID: <35D2D884.7172@mdx.ac.uk> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <0O1lbdc1la6$03893ee0Sf2e832a2@ 
gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


George Bain wrote: 

> 

> Hi burrowinggerbil, 

> 

> Your brother has you hooked on dynamic tmds! 

> Your game sounds good..hope it's as good as your 

> shooter demo. Waiting to buy a pc for home to code 

> a new game....sometime next century : ( 

> 

> P.S. Please have a name for your game..not Race or Race 2 :) 

> 

> George@SCEE 

(ROBERT SWAN speaking...) 

Hmmm... a bit of an apology here. I used my brothers news group reader, 
not noticing it was putting stuff up in his name. Hes not hooked on 
dynamic tmds (at least he wasnt until he saw what Ive been doing :)) So, 
lets get this straight... Its _MY_ game we're talking about! (not really 
annoyed!). 


In the true tradition of my attempting to take the piss out of people, 
and them not noticing, I will now be calling my adventure game 
‘Adventure Game'. Its true, Ive got the title screen for it in mind 
already :) I can't be arsed to think up 'exciting' and 'hip' and 
"flared" (sorry) names for a game. 


Speaking of my demo, check out scee.mydemos or whatever later this 
afternoon. I would love peoples comments on my early demo :) 

And to whoever said that you've only got two weeks left, I did what I 
did in under a week (I spent ages messing around with a level editor 
which i dropped after 3 days :( ) 


Robert Swan 

rs108@mdx.ac.uk 

—-MESSAGE FILE 3039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01745 


—-MESSAGE FILE 3040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001746 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Thu, 13 Aug 1998 13:33:56 +0100 

Organization: I wish! 

Lines: 23 
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Message-ID: <35D2DD34.609D@mdx.ac.uk> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Nathan Miller wrote: 


> 

> Hey all, 

> 

> has anyone noticed how dead the SCEA site had been. I am from California 
> and I always check the SCEE site first... 


Unfortunate as it seems the SCEE site is up to nothing much these days. 
Im not sure how many members there are in SCEA but the geographical 
spread is smaller here, and maybe living closer makes us percieve we 
have more in common (or something like that). Having said that, there 
was a time when the SCEE newsgroups were quiet as well... but owing to 
certain people talking about nothing much we kind of got to know each 
other and once the shyness wears off people feel quite happy to chat 
away, sometimes even with some stuff relating to the Yaroze. I say all 
this as I really hope that is what is keeping the SCEA members away from 
the newsgroups 'shyness' and that they will get over it. A worse thought 
is that there is a black hole that has swallowed everyone over there. 


Keep working though :) 


Robert Swan 

rs108@mdx.ac.uk 

-—-MESSAGE FILE 3040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01746 


—-MESSAGE FILE 3041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001747 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: 13 Aug 1998 14:53:36 GMT 

Organization: SCEE 

Lines: 19 

Message-ID: <01lbdc666Sa520dc80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <01bdc1a6$03893ee0Sf2e832a2@ 
gbain.wav.scee.sony.co.uk> <35D2D884.7172@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Robert, 
Your a sad puppy! Star Fighter 3D ..... hmmm 3D this 3D that.. 


I see a new game in the works.... 


George 


Robert Swan <rsl08@mdx.ac.uk> wrote in article <35D2D884.7172@mdx.ac.uk>... 
In the true tradition of my attempting to take the piss out of people, 
and them not noticing, I will now be calling my adventure game 

‘Adventure Game'. Its true, Ive got the title screen for it in mind 
already :) I can't be arsed to think up 'exciting' and 'hip' and 

"flared' (sorry) names for a game. 

Robert Swan 

rs108@mdx.ac.uk 


VVVVVVVV 


—-MESSAGE FILE 3041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01747 
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-—-MESSAGE FILE 3042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001748 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Thu, 13 Aug 1998 16:28:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35D30630.5CBA7067@ndirect.co.uk> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <35CB3A8D.D2BC8EC7@ndirect.c 
o.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-54.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Oh poo! 


I guess I won't be entering GDUK after all. It's all gone horribly wrong. 
Now if someone has a DoubleClock_R3000() function then I may be OK. Anyone? 


Well, this was my first 3D attempt and GsSortObject4() is just TOO SLOW. 
Time for a re-think, but not enough time to write a mega-game. Ho hum. 


Herbs 


(One of these days I'll put a web page together so everyone can see what I've 
been up too.) 


-—-MESSAGE FILE 3042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01748 


—-MESSAGE FILE 3043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001749 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: 13 Aug 1998 16:55:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <0lbdc6da$7ad21380$230b0a0a@Angelal.intelligent-—group.com> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <35CB3A8D.D2BC8EC7@ndirect.c 
o.uk> <35D30630.5CBA7067@ndirect.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35D30630.5CBA7067@ndirect.co.uk>... 

> Oh poo! 

> 

> I guess I won't be entering GDUK after all. It's all gone horribly 
wrong. 

> Now if someone has a DoubleClock_R3000() function then I may be OK. 
Anyone? 


Been done. It's a hardware mod, and may break your PSX (your code will 
certainly 
not work anywhere else). 


> Well, this was my first 3D attempt and GsSortObject4() is just TOO SLOW. 
> Time for a re-think, but not enough time to write a mega-game. Ho hum. 


You'll probably find that your model is just to big ;). 
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Seriously, how many polys are you trying to throw around? You should be 
able to get 
a reasonable poly count with Gs functions. 


> Herbs 

> 

> (One of these days I'll put a web page together so everyone can see what 
I've 

> been up too.) 


Craig. 


—-MESSAGE FILE 3043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01749 


—-MESSAGE FILE 3044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001750 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Thu, 13 Aug 1998 18:39:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35D324DE.F45E47F7@ndirect.co.uk> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <35CB3A8D.D2BC8EC7@ndirect.c 
o.uk> <35D30630.5CBA7067@ndirect.co.uk> <0lbdcéda$7ad21380S230b0a0a@Angelal.intellig 
ent-—group.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-54.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35D30630.5CBA7067@ndirect.co.uk>... 

> Oh poo! 

> 

> I guess I won't be entering GDUK after all. It's all gone horribly 
wrong. 


> Now if someone has a DoubleClock_R3000() function then I may be OK. 
Anyone? 


Been done. It's a hardware mod, and may break your PSX (your code will 
certainly 
not work anywhere else). 


VVVVVVVVVV VV 


Not quite what I was looking for. :) 


> Well, this was my first 3D attempt and GsSortObject4() is just TOO SLOW. 
> Time for a re-think, but not enough time to write a mega-game. Ho hum. 


You'll probably find that your model is just to big ;). 


Seriously, how many polys are you trying to throw around? You should be 
able to get 
a reasonable poly count with Gs functions. 


VVVVVVVV 


Hmm, well I hadn't counted until you asked. I assumed that it would be the 
number of verices and normals which would slow the code down most rather than 
the number of polys. Anyhow the GPU isn't even breaking into a sweat.Well the 
number of poly's is variable. My game objects are all<=20 polys (as I'm using 
Icosohedrons and spinning top type polyhedra). The landscape is made of 
meshes of no more than 120 polys, of which up to 16 are drawn at any one 

time. And there's some other effects stuff which only takes a couple of 
Hsyncs. Օհ, and a few sprites. 
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But the current number of polys per second is approx 110,000. Is that bad? 


Herbs 


—-MESSAGE FILE 3044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01750 


—-MESSAGE FILE 3045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001751 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Fancy a job? 

Date: Thu, 13 Aug 1998 18:45:53 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <35D32650.4CC93C42@ndirect.co.uk> 
References: <35D1BEA3.1733@writeme.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-54.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Rutherford wrote: 


> Chris Butler from Pixelogic is looking for Playstation programmers 


Hey, that name rings a bell! Where do I know Chris Butler from? Did he 
write Space Harrier on the C-64, or... 1 don't know. My memory's not 
good, but I know that name. 


Herbs 


—-MESSAGE FILE 3045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01751 


—-MESSAGE FILE 3046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001752 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Thu, 13 Aug 1998 19:02:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6qv9o0s$n7i5@chuka.playstation.co.uk> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> 
NNTP-Posting-Host: client83cb.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message 

>Unfortunate as it seems the SCEE site is up to nothing much these >days... 
> 

>is that there is a black hole that has swallowed everyone over there. 

> 

>Keep working though :) 


I agree with you, but not about the black hole, hehe 


You would think with free local calls over there the groups would be very 
active, maybe they have all come to the SCEE group? 
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Who could blame them if they have, with the stuff we get up to (or is that 
the stuff DEnnis gets up to?) 


Robert, I will check out your demo (adventure game, only you would use that 
name) and see what I can find wrong with it 


Paul 


—-MESSAGE FILE 3046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01752 


—-MESSAGE FILE 3047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001753 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Thu, 13 Aug 1998 18:56:26 +0100 

Organization: I wish! 

Lines: 8 

Message-ID: <35D328CA.24A9@mdx.ac.uk> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <35CB3A8D.D2BC8EC7@ndirect.c 
o.uk> <35D30630.5CBA7067@ndirect.co.uk> <0Olbdc6da$7ad21380S230b0a0a@Angelal.intellig 
ent-group.com> <35D324DE.F45E47F7@ndirect.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 
> But the current number of polys per second is approx 110,000. Is that bad? 


mines doing approx. 93612.63736264 per second. Id rather have your 
figure, but then I am using the most expensive primitive type : ( 


Robert Swan 
—-MESSAGE FILE 3047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01753 


-—-MESSAGE FILE 3048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001754 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Fancy a job? 

Date: Thu, 13 Aug 1998 14:56:49 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35D336F1.61D77235@cobite.com> 

References: <35D1BEA3.1733@writeme.com> <35D32650.4CC93C42@ndirect.co.uk> 
NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.0.33 1586) 


Alex Herbert wrote: 


> 

> James Rutherford wrote: 

> 

> > Chris Butler from Pixelogic is looking for Playstation programmers 

> 

> Hey, that name rings a bell! Where do I know Chris Butler from? Did he 
> write Space Harrier on the C-64, or... I don't know. My memory's not 

> good, but I know that name. 

> 

> Herbs 
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Digging up my memory for useless trivia, I believe Chris Butler had his 
name on a few C64 games like Ghosts'n'Goblins, Thunderblade, 
Commando(?)... some others too, can't remember which. 


Craig 
-—-MESSAGE FILE 3048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01754 


—-MESSAGE FILE 3049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001755 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Profilelist 

Date: Thu, 13 Aug 1998 22:15:33 +0200 

Organization: Debri Productions 

Lines: 42 

Message-ID: <lddq0gg.lgx2ddyvxfbeoN@al-88-138.al.nl> 
NNTP-Posting-Host: al—-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Hai All, 


My profile-list now counts 45 members and I hope it will keep expanding. 
There is now also the oppertunity to add an image. 
I Already have pictures of: 


— DEnnis (myself) 
- Roberet Swan 

- Nick F 

— Paul Bircham 


I would like pictures of the members already on the list. With images 
you can have an picture in mind so you have a cleu who your dealing 
(speaking) with. 

If you don't have your profile on my list, please mail me the info or 
ask for a 'mail-form'. If you attach a picture, please sent a JPG-file. 
Name the picture after your membername. So in my case (membername = 
madmac) it's "madmac.jpg". 

Anyhow... My page can be found at: 

http://www.al.nl/macsupport/debri 

or 

http://come.to/debri 

or 

http://debri.ml.org 


or 


http://www.netyaroze-europe.com 


Cheers DEnnis... 


PS. The course-page has been updated... 
—-MESSAGE FILE 3049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01755 


-—-MESSAGE FILE 3050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001756 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Thu, 13 Aug 1998 22:54:16 GMT 

Organization: L4 Software 

Lines: 34 

Message-ID: <35d36de3.11611896@205.149.189.29> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> 
NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


The SCEA newsgroups are not used as much as they used to be before we 
started having weekly chats in the Auditorium Lobby. These are held 
every Saturday night at 9:00PM EST. If you've got sccess to the SCEA 
site, feel free to join us. 


Mario 


On Thu, 13 Aug 1998 13:33:56 +0100, Robert Swan <rs1l08@mdx.ac.uk> 
wrote: 


>Nathan Miller wrote: 

>> 

>> Hey all, 

>> 

>> has anyone noticed how dead the SCEA site had been. I am from California 
>> and I always check the SCEE site first... 

> 

>Unfortunate as it seems the SCEE site is up to nothing much these days. 
>Im not sure how many members there are in SCEA but the geographical 
>spread is smaller here, and maybe living closer makes us percieve we 
>have more in common (or something like that). Having said that, there 
>was a time when the SCEE newsgroups were quiet as well... but owing to 
>certain people talking about nothing much we kind of got to know each 
>other and once the shyness wears off people feel quite happy to chat 
>away, sometimes even with some stuff relating to the Yaroze. I say all 
>this as I really hope that is what is keeping the SCEA members away from 
>the newsgroups 'shyness' and that they will get over it. A worse thought 
>is that there is a black hole that has swallowed everyone over there. 

> 

>Keep working though :) 

> 

>Robert Swan 

>rsl08@mdx.ac.uk 


-—-MESSAGE FILE 3050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01756 


—-MESSAGE FILE 3051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001757 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Fri, 14 Aug 1998 10:11:44 +0200 

Organization: Debri Productions 

Lines: 42 

Message-ID: <lddqwiu.1b898esjilnp4wN@al-—88-109.al.nl1> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> 
NNTP-Posting-Host: al-88-109.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> Nathan Miller wrote: 

>> 

> > Hey all, 

>> 

> > has anyone noticed how dead the SCEA site had been. I am from California 
> > and I always check the SCEE site first... 
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Unfortunate as it seems the SCEE site is up to nothing much these days. 
Im not sure how many members there are in SCEA but the geographical 
spread is smaller here, and maybe living closer makes us percieve we 
have more in common (or something like that). Having said that, there 
was a time when the SCEE newsgroups were quiet as well... but owing to 
certain people talking about nothing much we kind of got to know each 
other and once the shyness wears off people feel quite happy to chat 
away, sometimes even with some stuff relating to the Yaroze. I say all 
this as I really hope that is what is keeping the SCEA members away from 
the newsgroups 'shyness' and that they will get over it. A worse thought 
is that there is a black hole that has swallowed everyone over there. 


Keep working though :) 


Robert Swan 
rsl108@mdx.ac.uk 


VVVVVVVVVVVVV VV VV 


I think it does have a geographical corse, but it's not the spread, I 
think. Remember that it's summer and that that is not the best time to 
spent indoors. That counts for players and developers. I think that the 
summer temeratures are lower in the european countries. The UK has far 
most NY-members in europe and the general temerature over there (I 
suppose) is much lower than the general temperature in the US. 

Next to that it's correct that we have a sertain atmosphere. I got a lot 
of friends from the Net Yaroze-scene (and I hope they feel the same 
about me too). I live in Holland (and we have very little Games 
Industry) and the NY-membership is a great oppertunity to get a little 
closer to the UK-industry (I hope). 


Cheers DEnnis... 


PS. to all americans... Just get into the European scene and join our 
news-groups, my profilelist and the mailinglist. 


1947 


—-MESSAGE FILE 3051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01757 


—-MESSAGE FILE 3052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001758 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Fri, 14 Aug 1998 10:11:49 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <lddqxjv.gmogea5b7x5sN@al1-88-109.al.nl1> 


References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <6qv9o0s 


S$n7i5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-109.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


Robert Swan wrote in message 

>Unfortunate as it seems the SCEE site is up to nothing much these >days... 
> 

>is that there is a black hole that has swallowed everyone over there. 

> 


>Keep working though :) 
I agree with you, but not about the black hole, hehe 


You would think with free local calls over there the groups would be very 
active, maybe they have all come to the SCEE group? 


Who could blame them if they have, with the stuff we get up to (or is that 
the stuff DEnnis gets up to?) 


VVVVVVVVVVV VV VV 


Paul is right!!!! You don't have a me!!! չ-) 
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DEnnis... 


—-MESSAGE FILE 3052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01758 


-—-MESSAGE FILE 3053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001759 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: 14 Aug 1998 08:21:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbdc75b$d716£800S$230b0a0a@Angelal.intelligent-—group.com> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <35d36d 
63.116118966205.149.189.29» 
NNTP-Posting-Host: dl-s9-41-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Mario Perdue <mperdue@l4software.com> wrote in article 
<35d36de3.11611896@205.149.189.29>... 

> The SCEA newsgroups are not used as much as they used to be before we 
started having weekly chats in the Auditorium Lobby. These are held 
every Saturday night at 9:00PM EST. If you've got sccess to the SCEA 
site, feel free to join us. 


VVVV AZ 


Mario 


SCEA doesn't give us access to their WWW site (US members get access to 
the SCEE one though). 


Craig. 


-—-MESSAGE FILE 3053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01759 


-—-MESSAGE FILE 3054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001760 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK 

Date: Fri, 14 Aug 1998 09:36:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35D3F6F3.FE86C331@nospam.easynet.co.uk> 

References: <35cafdb2.4160359@www.netyaroze-europe.com> <35CB3A8D.D2BC8EC7@ndirect.c 
o.uk> <35D30630.5CBA7067@ndirect.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 
Oh poo! 


I guess I won't be entering GDUK after all. It's all gone horribly wrong. 
Now if someone has a DoubleClock_R3000() function then I may be OK. Anyone? 


Well, this was my first 3D attempt and GsSortObject4() is just TOO SLOW. 
Time for a re-think, but not enough time to write a mega-game. Ho hum. 


VVVVVVVV V 


Herbs 
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> 
> (One of these days I'll put a web page together so everyone can see what I've 
> been up too.) 


Probably won't have my entry ready in time either. Now, why isn't there a 
government scheme that will pay us to write Yaroze games rather than having to go 
to work 5 days a week? 


Herbs, I'm glad I'm not the only one who hasn't got round to putting up a web 
page yet. But I hope to rectify that soon, so people can see what I've been doing 
too. 


Phil 


—-MESSAGE FILE 3054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01760 


—-MESSAGE FILE 3055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001761 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Fri, 14 Aug 1998 11:24:50 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <lddr0zg.10g7gvululk5kON@al-88-115.a1l.nl> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <35d36d 
e3.11611896@205.149.189.29> <0lbdc75bS$d716f800S230b0a0a@Angelal.intelligent-—group.co 
m> 
NNTP-Posting-Host: 81-88-115.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


Mario Perdue <mperdue@l4software.com> wrote in article 
<35d36de3.11611896@205.149.189.29>... 

The SCEA newsgroups are not used as much as they used to be before we 
> started having weekly chats in the Auditorium Lobby. These are held 

> every Saturday night at 9:00PM EST. If you've got sccess to the SCEA 
> site, feel free to join us. 
> 
> 


v 


Mario 


SCEA doesn't give us access to their WWW site (US members get access to 
the SCEE one though). 


VVVVVVVVVVV VV 


Craig. 


Not treu, I have been on the SCEA sites. But I like the SCEE sites 
better! 


DEnnis.. 
—-MESSAGE FILE 3055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01761 


—-MESSAGE FILE 3056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001762 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: 14 Aug 1998 10:10:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <01lbdc76b$14c19160$230b0a0a@Angelal.intelligent-—group.com> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <35d36d 
e3.11611896@205.149.189.29> <01lbdc75bS$d716f800S230b0a0a@Angelal.intelligent-—group.co 
m> <lddr0zg.10g7gvululk5kON@al-88-115.al.nl1> 

NNTP-Posting-Host: d3-s6-162-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<lddr0zg.10g7gvululk5kO0ON@al-88-115.al.nl>... 
> Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


Mario Perdue <mperdue@l4software.com> wrote in article 
<35d36de3.11611896@205.149.189.29>... 
> The SCEA newsgroups are not used as much as they used to be before we 


> started having weekly chats in the Auditorium Lobby. These are held 
> every Saturday night at 9:00PM EST. If you've got sccess to the SCEA 
> site, feel free to join us. 

> 

> Mario 


SCEA doesn't give us access to their WWW site (US members get access to 
the SCEE one though). 


VVVVVVVVVVV VV 


Craig. 


Not treu, I have been on the SCEA sites. But I like the SCEE sites 
better! 


VVVVVVVVVVVVVVV VV 


Really? Not just the mirrors that SCEE keeps of SCEA/SCEI ? 
> DEnnis.. 
Craig. 


—-MESSAGE FILE 3056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01762 


—-MESSAGE FILE 3057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001763 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Missing tools! 

Date: Fri, 14 Aug 1998 11:13:14 +0100 
Organization: The PC Shop 

Lines: 17 

Message-ID: <35D40DBA.DE41D437@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr337.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 

I am trying to find theses tools 

Rsdcat v1.06 

Rsdlink v3.72 

Tmdsort v1.25 

The 'Whats New' section of the main home page says that they are in the 3D tools sec 
tion. Where? I can't see them (Apart form an old version of 

Tmdsort.) 

Can any body help? 

Thanks in advance, 


Tan 


—-MESSAGE FILE 3057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01763 
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-—-MESSAGE FILE 3058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001764 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 11:53:39 +0100 
Organization: DMA Design Ltd 

Lines: 9 

Message-ID: <35D41733.7685@dma-design. com> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Did everyone that returned the recent survey get one of those shiny 
black Yaroze demo CDs? 


I faxed my survey back to Sony, but have yet to receive any CD.. :-/ 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01764 


-—-MESSAGE FILE 3059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001765 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Missing tools! 

Date: 14 Aug 1998 11:15:52 GMT 

Organization: SCEE 

Lines: 33 

Message-ID: <01bdc711$6857d500Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35D40DBA.DE41D437@infotrade.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


As previously announced on "scee.yaroze.announce" the web site is 
going under some changes. Please be patience. Thanks. 


The Net Yaroze Team 


Ian Thompson <A2595042@infotrade.co.uk> wrote in article 
<35D40DBA.DE41D437@infotrade.co.uk>... 
> Hi, 


I am trying to find theses tools 
Rsdcat v1.06 


Rsdlink v3.72 
Tmdsort v1.25 


> 
> 
> 
> 
> 
> 
> 
> The 'Whats New' section of the main home page says that they are in the 
3D tools section. Where? I can't see them (Apart form an old version of 

> Tmdsort.) 

> 

> Can any body help? 

> 

> 


Thanks in advance, 
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> 

> Ian 

> 

> 

—-MESSAGE FILE 3059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01765 


—-MESSAGE FILE 3060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001766 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 13:38:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35D42FB2.6467C27E@nospam.easynet.co.uk> 
References: <35D41733.7685@dma-design. com> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Brian Baird wrote: 


Did everyone that returned the recent survey get one of those shiny 
black Yaroze demo CDs? 


I faxed my survey back to Sony, but have yet to receive any CD.. :-/ 


Brian @ DMA 


VVVVVVV VV 


[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 
Yeah, but you're a pro developer, so you don't get one :) 
Phil 


-—-MESSAGE FILE 3060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01766 


—-MESSAGE FILE 3061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001767 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 13:46:06 +0100 

Organization: DMA Design Ltd 

Lines: 15 

Message-ID: <35D4318E.4F57@dma-design.com> 

References: <35D41733.7685@dma-design.com> <35D42FB2.6467C27E@nospam.easynet.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Phil Gooch wrote: 


Did everyone that returned the recent survey get one of those shiny 
black Yaroze demo CDs? 


V V V V 


I faxed my survey back to Sony, but have yet to receive any CD.. :-/ 


VV VV V V V 


Yeah, but you're a pro developer, so you don't get one :) 
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:-) Pwease, pwetty pwease! 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01767 


—-MESSAGE FILE 3062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001768 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Fancy a job? 

Date: Fri, 14 Aug 1998 13:52:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35D4331F.7ED446D@ndirect.co.uk> 

References: <35D1BEA3.1733@writeme.com> <35D32650.4CC93C42@ndirect.co.uk> <35D336F1. 
61D77235@cobite. com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Venz wrote: 


> Digging up my memory for useless trivia, I believe Chris Butler had his 
> name on a few C64 games like Ghosts'n'Goblins, Thunderblade, 
> Commando(?)... some others too, can't remember which. 


Ah, thats right! I never saw Thnderblade tho. 


Herbs 


—-MESSAGE FILE 3062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01768 


-—-MESSAGE FILE 3063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001769 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Gduk enquiry 

Date: Fri, 14 Aug 1998 14:09:13 +0100 
Organization: I wish! 

Lines: 18 

Message-ID: <35D436F9.61E4@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


general query 'bout gduk stuff. 


What is happening? I mean, we obviously have to put up our entries on 
our home pages, which is fine, but what about the documentation that I 
intend to give with it? I dont want to send that to the place myself, Id 
rather send it to sony to make sure it arrives together (especially 
necessary if sony are judging the yaroze stuff on their own site). 


This leads to the question of - if sony are judging it at their own 
location, how is it going to be compared to everyone elses stuff being 
judged in Scotland when it comes to the 'Overall best game' category?? 
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Robert Swan 
rsl108@mdx.ac.uk 


hope everyone is working well for gduk. I do think we are lucky to have 

all this motivation :) at least I do some work then (well, start it 

anyway) 

—-MESSAGE FILE 3063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01769 


—-MESSAGE FILE 3064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001770 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Gduk enquiry 

Date: Fri, 14 Aug 1998 15:28:03 +0100 
Organization: The Hex Heroes 

Lines: 34 

Message-ID: <35D44973.278B@writeme.com> 
References: <35D436F9.61E4@mdx.ac.uk> 
NNTP-Posting-Host: at14-016.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


As far as I understand (and as was expressed elsewhere), Sony would cut 
a disk to send off to the competition judges. I was going to send my 
docs, and entry form to the judges directly. 


I also don't know how all the categories will be compared, in my 
opinion, offering just one prize in each category (game, sound, music, 
etc...) is a mistake - and comparing each for the final big prize is an 
‘apples' and 'pears' job. 


I also suspect that 'best Yaroze game' will way overshadow 'best (PC) 
game', but I guess we'll have to wait and see... 


James (~mrfrosty) 
Robert Swan wrote: 
general query 'bout gduk stuff. 


What is happening? I mean, we obviously have to put up our entries on 
our home pages, which is fine, but what about the documentation that I 
intend to give with it? I dont want to send that to the place myself, Id 
rather send it to sony to make sure it arrives together (especially 
necessary if sony are judging the yaroze stuff on their own site). 


This leads to the question of - if sony are judging it at their own 
location, how is it going to be compared to everyone elses stuff being 
judged in Scotland when it comes to the 'Overall best game' category?? 


Robert Swan 
rs108@mdx.ac.uk 


hope everyone is working well for gduk. I do think we are lucky to have 

all this motivation :) at least I do some work then (well, start it 

anyway) 

—-MESSAGE FILE 3064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01770 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 3065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001771 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Fri, 14 Aug 1998 17:36:53 +0200 

Organization: Debri Productions 
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Lines: 21 

Message-ID: <lddr6éeh.llyafez10ja25iN@al-88-117.al.nl> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <35d36d 
e3.11611896@205.149.189.29> <01lbdc75bS$d716f800S230b0a0a@Angelal.intelligent-group.co 
m> <lddr0zg.1l0g7gvululk5kON@al-—88-115.al.nl> <01lbdc76b$14c19160S$230b0a0a@Angelal.int 
elligent-group.com> 

NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> > > SCEA doesn't give us access to their WWW site (US members get access to 
> > > the SCEE one though). 

>>> 

> > > Craig. 

>> 

> > Not treu, I have been on the SCEA sites. But I like the SCEE sites 
> > better! 

> 

> Really? Not just the mirrors that SCEE keeps of SCEA/SCEI ? 

> 

> > DEnnis.. 

Hmmm, could be a mirrored page.... But I'm possitive I saw some SCEA 


pages. This is a good question for the James Russel Q&A I suppose.... 


DEnnis... 


> Craig. 
-—-MESSAGE FILE 3065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01771 


—-MESSAGE FILE 3066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001772 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 17:36:57 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <lddr6éhe.cjnu6éz6r0lhcN@al-88-117.al.nl1> 
References: <35D41733.7685@dma-design. com> 
NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Brian Baird <brian@dma-design.com> wrote: 


> Did everyone that returned the recent survey get one of those shiny 
> black Yaroze demo CDs? 

Վ I faxed my survey back to Sony, but have yet to receive any CD.. :-/ 
Yeah I did!!!!! 

It's super!!!!! Better not mis that CD ;-) 


(hehehehe, I know I rub it in ;-) 


DEnnis.. 
—-MESSAGE FILE 3066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01772 


—-MESSAGE FILE 3067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001773 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Fri, 14 Aug 1998 19:10:06 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <35D47D7E.FAE@saqnet.co.uk> 
NNTP-Posting-Host: at14-044.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hiya all, 


Only those of you who bothered to listen to my RealAudio diary entry 
will fully appreciate my keenness for getting to ECTS, so in the event 
that the bods at Sony think I'm being an impatient and annoying twerp, I 
apologise... 

One of my friends who registered on the ECTS website got his pass 
yesterday, and on the uk.games.video.playstation newsgroup there's a big 
long wanky thread about how all the regulars there have their passes 
already. Just out of curiosity, when can the Yarozers who requested an 
ECTS ticket expect to get theirs? Just that I'm not buying a train/plane 
ticket until I know for sure that I'm getting to the show, and if it 
takes much longer I'm going to miss the cheap fares and be forced to 
spend an extra £30 or so... :-/ 

Is there any indication of when we'll get tickets? Alternately, can 
someone from Sony reassure me that I've got one and then I can run out 
and sort out the transport side of things..? 


Thanks for listening to a whiny, paranoid games nut, :-) 


Nick "Cartman" F ("Yeah, i wanna ECTS pass!!") 

(~rookiel) 

-—-MESSAGE FILE 3067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01773 


-—-MESSAGE FILE 3068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001774 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 19:17:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rlvlaSea92@chuka.playstation.co.uk> 

References: <35D41733.7685@dma-design.com> <lddréhe.cjnu6ézé6r0lhcN@al-88-117.al.nl> 
NNTP-Posting-Host: client157b.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 


>It's super!!!!! Better not mis that CD չ:-) 
> (hehehehe, I know I rub it in ;-) 

> 

> 

>DEnnis.. 


Yes, but how did you get yours DEnnis, hehehe, 


Paul 


—-MESSAGE FILE 3068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01774 


—-MESSAGE FILE 3069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001775 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 1957 


Subject: Re: SCEA 

Date: Fri, 14 Aug 1998 19:24:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6rlvelSea93@chuka.playstation.co.uk> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <35d36d 
e3.11611896@205.149.189.29> <01lbdc75bS$d716f800S230b0a0a@Angelal.intelligent-—group.co 
m> <lddr0zg.1l0g7gvululk5kON@al-88-115.al.nl> <01lbdc76b$14c19160S230b0a0a@Angelal.int 
elligent-group.com> <lddr6eh.1lyafez10ja25iN@al-88-117.al.nl1> 

NNTP-Posting-Host: client157b.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>Hmmm, could be a mirrored page.... But I'm possitive I saw some SCEA 
>pages. This is a good question for the James Russel Q&A I suppose.... 
> 

>DEnnis... 

> 


DEnnis, I think your on about the mirrored site, as far as I know we don't 
have direct access to there site we only have access to a mirrored version, 
I'm not sure how often the mirror is updated 


Paul 


—-MESSAGE FILE 3069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01775 


-—-MESSAGE FILE 3070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001776 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 20:50:43 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <lddrqqw.1lfwefq2lkpyqu8N@al1-88-140.al.nl1> 

References: <35D41733.7685@dma-design.com> <lddréhe.cjnu6z6r0lhcN@al-88-117.al.nl> < 
6rivlaSea92@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


Yes, but how did you get yours DEnnis, hehehe, 


> DEnnis Brinkhuis wrote in message 
> 

> >It's super!!!!! Better not mis that CD ;-) 
> > (hehehehe, I know I rub it in ;-) 
>> 

>> 

> >DEnnis.. 

> 

> 

> 

> 


Paul 


In Holland we have a say that goes like this: 
"If there is a will, there is a way" 


It means something like: There is always a way to get it if you realy 
want it. 


hehehe 


Cheers.. 
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DEnnis.. 
—-MESSAGE FILE 3070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01776 


—-MESSAGE FILE 3071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001777 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 14 Aug 1998 20:50:47 +0200 
Organization: Debri Productions 

Lines: 29 

Message-ID: <lddratq.9027u736n40N@al1l—88-140.a1l.nl1> 
References: <35D47D7E.FAE@saqnet.co.uk> 
NNTP-Posting-Host: al-88-140.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 
Hiya all, 


> 
> 
> Only those of you who bothered to listen to my RealAudio diary entry 

> will fully appreciate my keenness for getting to ECTS, so in the event 

> that the bods at Sony think I'm being an impatient and annoying twerp, I 
> apologise... 

> One of my friends who registered on the ECTS website got his pass 

> yesterday, and on the uk.games.video.playstation newsgroup there's a big 
> long wanky thread about how all the regulars there have their passes 

> already. Just out of curiosity, when can the Yarozers who requested an 

> ECTS ticket expect to get theirs? Just that I'm not buying a train/plane 
> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 


ticket until I know for sure that I'm getting to the show, and if it 
takes much longer I'm going to miss the cheap fares and be forced to 
spend an extra30 or so... :-/ 

Is there any indication of when we'll get tickets? Alternately, can 
someone from Sony reassure me that I've got one and then I can run out 
and sort out the transport side of things..? 


Thanks for listening to a whiny, paranoid games nut, :-) 


Nick "Cartman" F ("Yeah, i wanna ECTS pass!!") 
(~rookiel) 


Hehehehe, I got my card!!! I'm in!! 


See ya DEnnis... 
—-MESSAGE FILE 3071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01777 


--MESSAGE FILE 3072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001778 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 19:44:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35D48594.39738618@ndirect.co.uk> 

References: <35D41733.7685@dma-design.com> <lddréhe.cjnu6z6r0lhcN@al-88-117.al.nl1> < 
6rivlaSea92@chuka.playstation.co.uk> <lddrqqw.lfwefq2lkpyqu8N@al-88-140.al.nl1> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 
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In Holland we have a say that goes like this: 


> 
> 
> "If there is a will, there is a way" 

> 

Yes, we have the same saying. There is an ancient Chinese saying which 
goes... 


"Be wary of man with two capitals in name" 
Herbs ;) 


--MESSAGE FILE 3072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01778 


—-MESSAGE FILE 3073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001779 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 14 Aug 1998 19:42:25 +0100 

Organization: I wish! 

Lines: 8 

Message-ID: <35D48511.3508@mdx.ac.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-—88-140.al.nl> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 

> Hehehehe, I got my card!!! I'm in!! 
> 

> See ya DEnnis... 


I say, "subtlety is not his name" 


Rob :) 
—-MESSAGE FILE 3073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01779 


-—-MESSAGE FILE 3074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001780 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Fri, 14 Aug 1998 14:16:48 -0700 

Organization: Cisco Systems 

Lines: 38 

Message-ID: <35D4A940.8453603E@jps.net> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D2DD34.609D@mdx.ac.uk> <35d36d 
e3.11611896@205.149.189.29> <01lbdc75bS$d716f800S230b0a0a@Angelal.intelligent-—group.co 
m> <lddr0zg.10g7gvululk5kON@al-88-115.al.nl1> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-249.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Well, if you _can_ get to SCEA sites, then you should be able to get 
to: 


http://www.scea.sony.com/net/yaroze/pages/ 


If you can't, then you're looking at the mirrored SCEA pages. 
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- e! 


DEnnis Brinkhuis wrote: 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


Mario Perdue <mperdueQl4software.com> wrote in article 
<35d36de3.11611896@205.149.189.29>... 
> The SCEA newsgroups are not used as much as they used to be before we 


> started having weekly chats in the Auditorium Lobby. These are held 
> every Saturday night at 9:00PM EST. If you've got sccess to the SCEA 
> site, feel free to join us. 

> 

> Mario 


SCEA doesn't give us access to their WWW site (US members get access to 
the SCEE one though). 


VVVVVVVVVVV VV 


Craig. 


Not treu, I have been on the SCEA sites. But I like the SCEE sites 
better! 


VVVVVVVVVVVVVVV VV VV VV 


DEnnis.. 

Mata ne, ist Հոտ 

- e! see tenchi@shell.jps.net ss 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ot http://www. jps.net/tenchi 


—-MESSAGE FILE 3074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01780 


—-MESSAGE FILE 3075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001781 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Fri, 14 Aug 1998 23:08:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6r2cigSea94@chuka.playstation.co.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> 

NNTP-Posting-Host: 195.2.150.61 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message <35D48511.3508@mdx.ac.uk>... 
>DEnnis Brinkhuis wrote: 


>> Hehehehe, I got my card!!! I'm in!! 

>> 

>> See ya DEnnis... 

> 

>I say, "subtlety is not his name" 

> 

>Rob :) 

Yeah - watch out DEnnis - if I don't have a ticket I'm going to lie in 
wait for you outside the door, looking for the guy on the NY polo shirt, 
and mug you for your pass!!! Kick ass! 


Nick "psycho" F 


PS Thanks for posting your picture, D - it'll make it easier :-) 
PPS Nice 3D in your adventure game Rob. I'll just quickly delete my 
entry and try again... :-/ 


http://www.saqnet.co.uk/users/nickf 
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http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


-—-MESSAGE FILE 3075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01781 


—-MESSAGE FILE 3076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001782 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Fri, 14 Aug 1998 23:14:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35D4B6B8.3487@manc.u-net.com> 

References: <35D41733.7685@dma-design.com> <lddr6éhe.cjnu6z6r0lhcN@al-88-117.al.nl> < 
6rivlaSea92@chuka.playstation.co.uk> <lddraqqw.lfwefq2lkpyqu8N@a1l-—88-140.al.nl1> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> In Holland we have a say that goes like this: 
> "If there is a will, there is a way" 


Obviously it wasn't until after the mid-eighties that this expression 
spread out from Rotterdam by a Dutch explorer (looking for Sweden), 
who came across an Ikea store near Margate, Essex, and hence pioneered 
this very phrase. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01782 


—-MESSAGE FILE 3077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001783 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Sat, 15 Aug 1998 00:11:05 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35D53489.159A@dial.pipex.com> 

References: <35D41733.7685@dma-design.com> <35D42FB2.6467C27E@nospam.easynet.co.uk> 
<35D4318E.4F57@dma-design.com> 

NNTP-Posting-Host: usero970.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Brian Baird wrote: 


> 

> Phil Gooch wrote: 

>> 

> > > Did everyone that returned the recent survey get one of those shiny 
> > > black Yaroze demo CDs? 

>>> 

> > > I faxed my survey back to Sony, but have yet to receive any CD.. :-/ 
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> 
> Yeah, but you're a pro developer, so you don't get one :) 


:-) Pwease, pwetty pwease! 


Brian @ DMA 


VVVVVVVV V 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


Pro developer so you don't get one? Why? 
Anyway, I have a spare one - if you want it, drop me a line and I'll 
pop it in the post to you for no (extra) charge :) 


Cheers, 


-Chris 
--MESSAGE FILE 3077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01783 


--MESSAGE FILE 3078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001784 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 15 Aug 1998 01:51:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6r2m57Sea95@chuka.playstation.co.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-—88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> 

NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <6r2cigSea94@chuka.playstation.co.uk>... 
>Robert Swan wrote in message <35D48511.3508@mdx.ac.uk>... 

>>DEnnis Brinkhuis wrote: 

>>> Hehehehe, I got my card!!! I'm in!! 

>>> 

>>> See ya DEnnis... 

>>I say, "subtlety is not his name" 


>Yeah - watch out DEnnis - if I don't have a ticket I'm going to lie in 
>wait for you outside the door, looking for the guy on the NY polo shirt, 
>and mug you for your pass!!! Kick ass! 

> 

>Nick "psycho" F 

> 

>PS Thanks for posting your picture, D - it'll make it easier :-) 


>PPS Nice 3D in your adventure game Rob. I'll just quickly delete my 
>entry and try again... :-/ 


Well, my ticket arrived via work today =) 
So I'm in ... time/place ? 
I am going on the sunday so what about at the sony display at about lpm ? 


D. 


dave@ulthwe.demon.co.uk 


—-MESSAGE FILE 3078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01784 


—-MESSAGE FILE 3079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001785 


Net Yaroze newsgroups message dump.txt Page 1963 


Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Sat, 15 Aug 1998 09:46:33 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldds36u.8e0888552pdgN@al-—88-131.al.nl1> 

References: <35D41733.7685@dma-design.com> <lddr6éhe.cjnu6z6r0lhcN@al-88-117.al.nl> < 
6rivlaSea92@chuka.playstation.co.uk> <lddrqqw.lfwefq21lkpyqu8N@al-—88-140.al.nl> <35D4 
8594.39738618@ndirect.co.uk> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


DEnnis Brinkhuis wrote: 


> In Holland we have a say that goes like this: 
> 

> "If there is a will, there is a way" 

> 


Yes, we have the same saying. There is an ancient Chinese saying which 
goes... 


Be wary of man with two capitals in name" 


VVVVVVVVVVVV VV 


Herbs ;) 
LOL!!! 


I always liked Chinese stuff. To bad that the you can't see the 2 
capitals in Chinese signs 


DEnnis.. 
—-MESSAGE FILE 3079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01785 


—-MESSAGE FILE 3080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001786 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 15 Aug 1998 11:25:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6r3011Sea96@chuka.playstation.co.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@a1l-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: 195.2.150.2 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 
>Well, my ticket arrived via work today =) 
>So I'm in ... time/place ? 


>I am going on the sunday so what about at the sony display at about lpm 
Չշ 

> 

Hee hee! Looks like DEnnis is safe for now! My 'press registration' as 
Associate Editor of N64 Gazetta came thru, so I now have a *press* pass 


for the show. A license to ask industry bods annoying questions, and 
maybe get longer goes than everyone else on Metal Gear Solid/Zelda...? 


Who knows? Maybe I'll get into the press box for the Awards ceremony 
Sunday night? Anyway, I reckon lpm by the Sony stand (looks like a big 
stand, tho') is a good call - gives everyone time to look around the 
place and get that hyperness out their system. What say we meet at the 


Net Yaroze newsgroups message dump.txt Page 1964 


NY demonstration area, where they'll be showing everyone the games done 
so far..? 


Nick "can't believe he's going!!!" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01786 


—-MESSAGE FILE 3081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001787 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 15 Aug 1998 14:33:26 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <lddsrto.1lq8uefmpgrzn4N@al-—88-104.al.nl> 

References: <35D47D7E.FAER@saqnet.co.uk> <lddraqtq.9027u736n40N@al—-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Ok, for all NY-members, let's meet everyday at 13.00 hours at the sony 
stand/desk or at the NY-display. I think I'll be there every day. 


DEnnis.. 

> 

> Well, my ticket arrived via work today =) 

> So I'm in ... time/place ? 

> I am going on the sunday so what about at the sony display at about lpm ? 
> 

> D. 

> -- 

> dave@ulthwe.demon.co.uk 


-—-MESSAGE FILE 3081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01787 


—-MESSAGE FILE 3082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001788 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Sat, 15 Aug 1998 14:33:27 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <lddsslo.  je7dwyik029sN@al-88-104.al1.nl1> 

References: <35D41733.7685@dma-design.com> <35D42FB2.6467C27E@nospam.easynet.co.uk> 
<35D4318E.4F57@dma-design.com> <35D53489.159A@dial.pipex.com> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Chris Chadwick <xjk18@dial.pipex.com> wrote: 

> re my own, not DMA's, yadda, yadda, yadda ] 

> 

> Pro developer so you don't get one? Why? 

> Anyway, I have a spare one - if you want it, drop me a line and I'll 
> 

> 

> 


pop it in the post to you for no (extra) charge :) 


Cheers, 
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> 
> -Chris 


How did you get 2??? 


DEnnis.. 
—-MESSAGE FILE 3082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01788 


—-MESSAGE FILE 3083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001789 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 15 Aug 1998 18:13:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6r4fjnSea98@chuka.playstation.co.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> <lddsrto.1lq8uefmpqrzn4N@al-—88-104.al.nl1> 

NNTP-Posting-Host: client8759.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>Ok, for all NY-members, let's meet everyday at 13.00 hours at the sony 
>stand/desk or at the NY-display. I think I'll be there every day. 

> 

>DEnnis.. 


I would love to DEnnis but I haven't got a ticket yet, hopefully I will get 
one soon, but I am up for meeting at 13:00 hours, where r u planning on 
staying while your in London? 


Paul 


-—-MESSAGE FILE 3083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01789 


—-MESSAGE FILE 3084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001790 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sat, 15 Aug 1998 22:44:05 +0200 

Organization: Debri Productions 

Lines: 22 

Message-ID: <lddtkyg.lsyu7xe314g40N@[194.151.88.141]> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> <lddsrto.lq8uefmpqrzn4N@al-—88-104.al.nl> <6r4fjn$ea98@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


DEnnis Brinkhuis wrote in message 

>Ok, for all NY-members, let's meet everyday at 13.00 hours at the sony 
>stand/desk or at the NY-display. I think I'll be there every day. 

> 

>DEnnis.. 


> 
> 
> 
> 
> 
> 
> 
> 


I would love to DEnnis but I haven't got a ticket yet, hopefully I will get 


Net Yaroze newsgroups message dump.txt Page 1966 


> one soon, but I am up for meeting at 13:00 hours, where r u planning on 
> staying while your in London? 

> 

> Paul 


Still don't know where I stay. Maybe kent hall. 
I think I'll be able to get more tickets and if so, you can get one. 
But don't pinch me on that one, I'm not sure yet. 


DEnnis 


PS. Anybody else who wants to meet up?? 
—-MESSAGE FILE 3084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01790 


—-MESSAGE FILE 3085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001791 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disks & Survey 

Date: Sat, 15 Aug 1998 23:31:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6r5203Sea99@chuka.playstation.co.uk> 

References: <35D41733.7685@dma-design.com> <35D42FB2.6467C27E@nospam.easynet.co.uk> 

<35D4318E.4F57@dma-design.com> <35D53489.159A@dial.pipex.com> <lddsslo.je7dwyik029sN 
@al-88-104.a1l.n1> 

NNTP-Posting-Host: 195.2.150.52 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<lddsslo.je7dwyik029sN@al-88-104.al.nl>... 

>Chris Chadwick <x jk18@dial.pipex.com> wrote: 

>> Anyway, I have a spare one - if you want it, drop me a line and I'll 
>> pop it in the post to you for no (extra) charge :) 
>> 

>> Cheers, 

>> 

>> -Chris 

> 

>How did you get 2??? 

> 

>DEnnis.. 


I think that the EDGE compo people got one as a little "reward" for 
their hard work, and then they 

also got another when they returned the questionnaire... I know this coz 
Mr Frosty got 2 and was going to give me one if I never got one. Nice 
boy that he is... 


(I got one) 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01791 


—-MESSAGE FILE 3086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001792 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: ECTS 

Date: Sun, 16 Aug 1998 10:30:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6r68t8Sea910@chuka.playstation.co.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> <lddsrto.lq8uefmpqrzn4N@al-—88-104.al.nl> <6r4fjn$ea98@chuka.playstation 
-co.uk> <lddtkyg.1lsyu7xe314g40N@[194.151.88.141]> 

NNTP-Posting-Host: client85le.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>Still don't know where I stay. Maybe kent hall. 

>I think I'll be able to get more tickets and if so, you can get one. 
>But don't pinch me on that one, I'm not sure yet. 

> 

>DEnnis 

> 

>PS. Anybody else who wants to meet up?? 


If u can get more tickets let me know, don't worry I wont hold u to it, as 
for staying at Kent Hall if I do get a ticket thats where Im going to stay, 
its cheap after all. 


Paul 


—-MESSAGE FILE 3086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01792 


—-MESSAGE FILE 3087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001793 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sun, 16 Aug 1998 15:17:41 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <lddv12n.1lpxe1x916v47deN@al1-88-109.al.n1> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> <lddsrto.lq8uefmpqrzn4N@al-—88-104.al.nl> <6r4fjn$ea98@chuka.playstation 
.co.uk> <lddtkyg.1lsyu7xe314g40N@[194.151.88.141]> <6r68t8$ea910@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: al-88-109.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


If u can get more tickets let me know, don't worry I wont hold u to it, as 
for staying at Kent Hall if I do get a ticket thats where Im going to stay, 
its cheap after all. 


VVVVYV 


Paul 
And they have TV! 


DEnnis.. 
—-MESSAGE FILE 3087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01793 


—-MESSAGE FILE 3088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001794 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sun, 16 Aug 1998 17:10:52 +0100 


Net Yaroze newsgroups message dump.txt Page 1968 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6r70b2Sea911@chuka.playstation.co.uk> 

References: <35D47D7E.FAE@saqnet.co.uk> <lddraqtq.9027u736n40N@al-88-140.al.nl> <35D4 
8511.3508@mdx.ac.uk> <6r2cigSea94@chuka.playstation.co.uk> <6r2m57Sea95@chuka.playst 
ation.co.uk> <lddsrto.lq8uefmpqrzn4N@al-—88-104.al.nl> <6r4fjn$ea98@chuka.playstation 
.co.uk> <lddtkyg.lsyu7xe314g40N@[194.151.88.141]> <6r68t8Sea910@chuka.playstation.co 
-uk> <lddv12n.1lpxe1x916v47deN@a1l-88-109.al.nl> 

NNTP-Posting-Host: clientl4cd.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 
>And they have Tv! 

> 

>DEnnis.. 


hehehehe, micro machines, still it wont be the same after the game at 
Middlesex Uni, on the projector, now that was fun, still couldn't make out 
the track on the boat races. 


Paul 


-—-MESSAGE FILE 3088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01794 


—-MESSAGE FILE 3089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001795 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Still no SCEE access... 

Date: Mon, 17 Aug 1998 07:39:56 -0400 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <35D8168C.F3D3BEA9@bigfoot .com> 

NNTP-Posting-Host: 212.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1795 scea.yaroze.freetalk 
2857 


Hmmm... 


I still do not have SCEE access, and it's been around 6 months. I'm sure 
that there has to be other people who are having the same problem, and I 
am starting to wonder if it's just me going crazy. 


I mean... Jeez. I assume that there are quite a few other people having 
a similar problem. 


I remember someone from SCEE reading up on my problem and then emailed 
me asking me for me login and my password, but... Email is such an 
insecure medium that I do not feel comfortable giving out my password 
over it. I've sent 2 or 3 emails to this person, but I never got a 
reply, and I still don't have SCEE access. (I told him my login, and 
asked him if he could contact SCEA and get my password from them 
instead) 


*sigh* 


I really hate to keep nagging, buging, and complaining... What can I do? 
What should I do? I mean, is there something that I've been overlooking, 
some form I may have been sent or something that I must have looked over 
or something like that? 


'Darco 
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—-MESSAGE FILE 3089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01795 


-—-MESSAGE FILE 3090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001796 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: new look for SCEE site 

Date: Mon, 17 Aug 1998 18:15:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6r9o0foSea912@chuka.playstation.co.uk> 
NNTP-Posting-Host: client83f6.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Looks like the new SCEE site is up and running, it has a new look, and I 
would have to say that I'm not too keen on the new look, maybe it will grow 
on me. 


I have had trouble downloading the 3d tools, maybe this is just because the 
site isn't fully up and running, I will try in a couple of days to see if it 
works. 


Paul 


—-MESSAGE FILE 3090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01796 


—-MESSAGE FILE 3091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001797 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Mon, 17 Aug 1998 19:07:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6r9rleSea913@chuka.playstation.co.uk> 
References: <6r90foSea912@chuka.playstation.co.uk> 
NNTP-Posting-Host: client87d1.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Paul Bircham wrote in message <6r9ofoSea912@chuka.playstation.co.uk>... 
>Looks like the new SCEE site is up and running, it has a new look, and I 
>would have to say that I'm not too keen on the new look, maybe it will grow 
>on me. 

> 


Same here, maybe it will or maybe it won't, lets see.>I have had trouble 
downloading the 3d tools, maybe this is just because the 

>site isn't fully up and running, I will try in a couple of days to see if 
it 

>works. 


It appears as if none of the yaroze ftp directory is setup yet. I can't 
wait to have a look at the tutorials. 


Bob 
bob@shand.globalnet.co.uk 


> 
>Paul 
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VV V V 


--MESSAGE FILE 3091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01797 


—-MESSAGE FILE 3092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001798 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Mon, 17 Aug 1998 15:46:48 -0400 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <35D888A8.A1764F2A@bigfoot .com> 

References: <6r90foSea912@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Paul Bircham wrote: 


> Looks like the new SCEE site is up and running, it has a new look, and I 

> would have to say that I'm not too keen on the new look, maybe it will grow 
> on me. 

> 

> I have had trouble downloading the 3d tools, maybe this is just because the 
> site isn't fully up and running, I will try in a couple of days to see if it 
> works. 

Do'h!!!111111111!1111111111!111111!! 

:—) 

'Darco 


--MESSAGE FILE 3092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01798 


--MESSAGE FILE 3093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001799 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Mon, 17 Aug 1998 17:00:43 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35D899FB.2105F7A7@bigfoot .com> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.dialup.datasys.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nathan Miller wrote: 


Hey all, 


has anyone noticed how dead the SCEA site had been. I am from California 
and I always check the SCEE site first because it is updated rather 
frequently. It is dissapointing that SCEE allows its members to attennd 
trade shows and support game competitions. Then on top of that you guys 


V V V V V V 
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> have the University, which has held a class in game development on the 

> Yaroze! The grass is greener on the other side of the world! Keep it սք 
> guys, I am slowely adding my part. 

> 

The SCEA site IS dull. Extremely dull. It's partly dull because most of the 
SCEA members are sleepers - which is hard to imagine that someone would pay 
$750 for something and then not use it to it's potential. If there were more 


active members, there'd actually be something to update. But there's probably 
a reason for this. 


SCEE has GDUK. And that's a big incentive... I'd love to enter GDUK. Well, 
I'd also love to even have access the SCEE site, but that's a whole nother 
gripe that I'm not about to get into again. (Yall are probably tired of 
hearing me gripe about that anyway, sorry) 


...I wonder... if... I came up with a simple-to-implement, easy-to-update, 
and visualy-pleasing web site design if they might consider it... OR maybe 
they are already working on this fabled site, and that's why the current one 
isn't getting updated often. 


> Speaking of, I am developing a 3d level editor and in about 3 months will 
> need testers...email me if you are interested. 


Interested. I'll email you. 


--MESSAGE FILE 3093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01799 


—-MESSAGE FILE 3094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001800 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: 17 Aug 1998 22:34:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <0Olbdca2e$854c04e0$230b0a0a@Angelal.intelligent-—group.com> 
References: <6r90foSea912@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s42-136-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote in article 
<6r90foSea912@chuka.playstation.co.uk>... 

> Looks like the new SCEE site is up and running, it has a new look, and I 
> would have to say that I'm not too keen on the new look, maybe it will 
grow 

> on me. 

> 

> I have had trouble downloading the 3d tools, maybe this is just because 
the 

> site isn't fully up and running, I will try in a couple of days to see if 
it 

> works. 


And Home Page Registration isn't working anymore either.... 

> Paul 

Craig. 

Ա aie FILE 3094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
1. 


-—-MESSAGE FILE 3095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001802 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: new look for SCEE site 

Date: Tue, 18 Aug 1998 01:55:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <35D8D11D.2F8E9BC8@enterprise.net> 
References: <6r90foSea912@chuka.playstation.co.uk> 
NNTP-Posting-Host: max02-118.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hmm, it should be good when it all works. It's much less clunky to use 

than before. Although, they've definitely put most of the emphasis on 

functionality. I guess filling those questionnaires in a few months back 

must have had some effect after all. 

—-MESSAGE FILE 3095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01802 


—-MESSAGE FILE 3096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001803 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Tue, 18 Aug 1998 08:54:23 +0100 

Organization: I wish! 

Lines: 38 

Message-ID: <35D9332F.4D48@mdx.ac.uk> 

References: <6qib7hS$ldg19@chuka.playstation.co.uk> <35D899FB.2105F7A7@bigfoot.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Darco wrote: 

> The SCEA site IS dull. Extremely dull. It's partly dull because most of the 
SCEA members are sleepers - which is hard to imagine that someone would pay 
$750 for something and then not use it to it's potential. If there were more 
active members, there'd actually be something to update. But there's probably 
a reason for this. 


> 
> 
> 
> 


One of the things about running the short course is that so far on both 
course nearly half (or more) of the people own yarozes, of which a 
startling majority have had them ages and never approached them for more 
than a brief 'kickaround'. As usual the reasons are that its hard to 
start with etc, etc but everyone on the course does progress fairly 
rapidly, so if there are others out there reading this still put off 
attempting to code, for gods sake try :) 


SCEE has GDUK. And that's a big incentive... I'd love to enter GDUK. Well, 
I'd also love to even have access the SCEE site, but that's a whole nother 
gripe that I'm not about to get into again. (Yall are probably tired of 
hearing me gripe about that anyway, sorry) 


V V V V 


Gduk is an incentive, but then again me and others have been doing stuff 
anyway, and even when we're not we still talk (a load of rubbish). 
Seriously guys, whoever should sort out his access to SCEE should sort 
out his access to SCEE, it has been a while. 


...I wonder... if... I came up with a simple-to-implement, easy-to-update, 
and visualy-pleasing web site design if they might consider it... OR maybe 
they are already working on this fabled site, and that's why the current one 
isn't getting updated often. 


> 
> 
> 
>: 


I actually quite like the layout of the SCEA site as its simple and 
relatively cool looking. I also did like the old SCEE one in terms of 
looks, but it was a crappy mess. What I wont do (and I hope noone else 
really does) is complain about anything to do with the new SCEE web 
site, considering we have had hundreds of chances to give them ideas and 
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suggestions before :) 


Rob 
—-MESSAGE FILE 3096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01803 


-—-MESSAGE FILE 3097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001804 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Tue, 18 Aug 1998 12:11:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6rbnio$12el@chuka.playstation.co.uk> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D899FB.2105F7A7@bigfoot.com> Հ 
35D9332F.4D48@mdx.ac.uk> 

NNTP-Posting-Host: client849e.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message 

>I actually quite like the layout of the SCEA site as its simple and 
>relatively cool looking. I also did like the old SCEE one in terms of 
>looks, but it was a crappy mess. What I wont do (and I hope noone else 
>really does) is complain about anything to do with the new SCEE web 
>site, considering we have had hundreds of chances to give them ideas and 
>suggestions before :) 

> 

>Rob 


I think the only thing I would complain about with the new site is if there 
are any broken links, missing files etc.. but not about the layout as we 
have had the chance to convey our ideas with the questionaire, and it would 
be hard to produce a site that every member would like due to peoples 
different taste's. 


Paul 


—-MESSAGE FILE 3097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01804 


—-MESSAGE FILE 3098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001805 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Tue, 18 Aug 1998 19:22:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35D9C661.6AEB2C2@ndirect.co.uk> 
References: <6r90foSea912@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-50.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Paul Bircham wrote: 


Looks like the new SCEE site is up and running, it has a new look, and I 
would have to say that I'm not too keen on the new look, maybe it will grow 
on me. 


I have had trouble downloading the 3d tools, maybe this is just because the 
site isn't fully up and running, I will try in a couple of days to see if it 


V V V V V V 
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> works. 
> 


I've had no trouble downloading the tools, so maybe that's fixed now. The 
Members Pages section seems to be a bit messed up. The list of ALL members 
seems a little nuts with lots of duplication, and loads of "Paul"s at the top օք 
the list. Dodgy CGI script? 


Herbs 


-—-MESSAGE FILE 3098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01805 


—-MESSAGE FILE 3099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001806 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Tue, 18 Aug 1998 19:32:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6rchbq$12e5@chuka.playstation.co.uk> 

References: <6r90foSea912@chuka.playstation.co.uk> <35D9C661.6AEB2C2@ndirect.co.uk> 
NNTP-Posting-Host: client84a6.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Alex Herbert wrote in message 

>I've had no trouble downloading the tools, so maybe that's fixed now. The 
>Members Pages section seems to be a bit messed up. The list of ALL members 
>seems a little nuts with lots of duplication, and loads of "Paul"s at the 
top of 

>the list. Dodgy CGI script? 

> 

>Herbs 


Yeah, looks like most of the site is up and runnig now, as for the list of 
ALL members it was like that before, and it probably is dodgy CGI script 


Paul 


—-MESSAGE FILE 3099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01806 


—-MESSAGE FILE 3100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001807 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <0lbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 
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We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


LO PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 

daytime telephone number 

Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


1975 


—-MESSAGE FILE 3100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01807 


—-MESSAGE FILE 3101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001808 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Tue, 18 Aug 1998 20:23:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <6rcke8$12e6@chuka.playstation.co.uk> 


References: <6qfhcg$ldg13@chuka.playstation.co.uk> <01lbdc316$1d92d1e0Sf2e832a2@gbain 


.wav.scee.sony.co.uk> <6qjui3Sldg25@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Thanks for the info. I guess we can only wait and see. 
> 


>Paul 


Well, I've waited and I'm getting anxious, but I still haven't seen. 


Any one at Sony: 
Is there any way of confirming that we will be sent a ticket? 
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John 


-—-MESSAGE FILE 3101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01808 


—-MESSAGE FILE 3102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001809 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: SCEE Tutorial is now posted. 

Date: Tue, 18 Aug 1998 14:42:44 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <6rcgsp$g11@scea> 

NNTP-Posting-Host: sud-tcsl-port44.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:859 scee.yaroze.freetalk.english: 
1809 


SCEE has now posted that tutorial documentation that George Bain has been 
promising for a while. 
I guess this means lots of reading tonight. 


By the way I like the new look of the SCEE site. Very functional. 


Steve Tolin 


—-MESSAGE FILE 3102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01809 


—-MESSAGE FILE 3103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001810 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Tue, 18 Aug 1998 20:38:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6rcl18i$l2e7@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <01lbdc316$1d92d1e0Sf2e832a2@gbain 
.wav.scee.sony.co.uk> <6qjui3S$ldg25@chuka.playstation.co.uk> <6rcke8$12e6@chuka.play 
station.co.uk> 
NNTP-Posting-Host: client129f.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


John Whitmore wrote in message 

>Well, I've waited and I'm getting anxious, but I still haven't seen. 
> 

>Any one at Sony: 
> Is there any way of confirming that we will be sent a ticket? 


> 

> John 

> 

I still haven't got a ticket yet, I would like to know if a ticket will be 
sent out to me so that I can sort out travelling arrangements and so on. 


Paul 


—-MESSAGE FILE 3103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01810 


—-MESSAGE FILE 3104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001811 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: 18 Aug 1998 19:52:12 GMT 

Organization: SCEE 

Lines: 22 

Message-ID: <01lbdca7e$4742eba0S$f2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rcgsp$g11@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:860 scee.yaroze.freetalk.english: 
1811 


Hi Steve, 


Not much reading yet. Next week :) Take a look 
at all the example programs that are done already. 


Regards, 
George@SCEE 


Steve Tolin <titan@vianet.on.ca> wrote in article <6rcgsp$gll@scea>... 

SCEE has now posted that tutorial documentation that George Bain has been 
promising for a while. 

I guess this means lots of reading tonight. 


By the way I like the new look of the SCEE site. Very functional. 


Steve Tolin 


VVVVVVVVVV VV 


—-MESSAGE FILE 3104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01811 


-—-MESSAGE FILE 3105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001812 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit .demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Tue, 18 Aug 1998 20:56:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rcme9$12e8@chuka.playstation.co.uk> 

References: <6rcgsp$gll@scea> <Olbdca7e$4742eba0$f2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:861 scee.yaroze.freetalk.english: 
1812 


>Not much reading yet. Next week :) Take a look 
>at all the example programs that are done already. 
> 
>Regards, 
> 
>George@SCEE 
And what an impressive bunch of demos at that. You have made up for all 


the "bad support for Yaroze members" arguments! 
Cheers, 
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John 


—-MESSAGE FILE 3105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01812 


—-MESSAGE FILE 3106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001813 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01813 


--MESSAGE FILE 3107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001814 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 01:50:02 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <lddz6vf.179bg891k04996N@a1l-88-128.a1.nl1> 
References: <6r90foSea912@chuka.playstation.co.uk> 
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NNTP-P 
X-News 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


Look 


My god it has become worse.... 


osting-Host: al-88-128.al.nl 
reader: MacSOUP 2.3 (unregistered) 


Page 


s like the new SCEE site is up and running, it has a new look, and I 


no good. Let's be honest, 


> 

> would have to say that I'm not too keen on the new look, maybe it will grow 

> on me. 

> 

> I have had trouble downloading the 3d tools, maybe this is just because the 

> site isn't fully up and running, I will try in a couple of days to see if it 
> works. 

> 

> Paul 


do you all like 


it? I know my page is crap but I don't think this page looks better than 
d one. I think that I could make a better looking site than this. 


the ol 


DEnnis 


1979 


-—-MESSAGE FILE 3107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01814 


—-MESSAGE FILE 3108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


000181 
Path: 
From: 
Newsgr 
Subjec 
Date: 
Organi 
Lines: 


Message-ID: 


Refere 
NNTP-P 
X-News 
Xref: 
2862 


Darco 


5 
chuka.playstation.co.uk!macsuppor 
macsuppor@al.nl (DEnnis Brinkhuis) 


oups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 


t: Re: Still no SCEE access... 
Wed, 19 Aug 1998 01:50:04 +0200 
zation: Debri Productions 

17 


neces: <35D8168C.F3D3BEA9@bigfoot.com> 
osting-Host: al-88-128.al.nl 
reader: MacSOUP 2.3 (unregistered) 


<1ddz72k.wg9n2xlbw60cgN@al-88-128.al.nl> 


chuka.playstation.co.uk scee.yaroze.freetalk.english:1815 scea.yaroze.freetalk 


<darco@bigfoot.com> wrote: 


What can I do? 


> *sigh* 

> 

> I really hate to keep nagging, buging, and complaining... 

> What should I do? 

KEEP bugging!!!! it always works!!! TRUST ME! 

I got my ticket from the ects-site, I suppose this needed less 
bugging... and it worked!! 

> 'Darco 

> darco@bigfoot.com 

DEnnis.. 


—-MESSAGE FILE 3108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01815 


—-MESSAGE FILE 3109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


000181 
Path: 
From: 
Newsgr 
Subjec 
Date: 
Organi 
Lines: 


6 

chuka.playstation.co.uk!news 

Ben James <elvis@enterprise.net> 

oups: scee.yaroze.freetalk.english 

t: Re: new look for SCEE site 

Wed, 19 Aug 1998 01:01:36 +0100 
zation: PlayStation Net Yaroze (SCEE) 
10 


Message-ID: <35DA15E0.FA383153@enterprise.net> 
neces: <6r90fo$ea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1-88-12 


Refere 
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8.al.nl> 

NNTP-Posting-Host: pppl16.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> My god it has become worse.... no good. Let's be honest, do you all like 
> it? I know my page is crap but I don't think this page looks better than 
> the old one. I think that I could make a better looking site than this. 
> What is happening????? 

> 

> DEnnis... 


It may look cack but it's alot easier to find what you need. The 

immaculate collection is an infinitely cool idea. I would say that 

though, wouldn't I... hehe! 

—-MESSAGE FILE 3109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01816 


—-MESSAGE FILE 3110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001817 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 01:31:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35DA1CEF.699C@manc.u-net.com> 

References: <6r90foSea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@al—88-12 
8.al.nl> <35DA15E0.FA383153@enterprise.net> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ben James wrote: 

> It may look cack but it's alot easier to find what you need. The 

> immaculate collection is an infinitely cool idea. I would say that 
> though, wouldn't I... hehe! 


Yeah, cool for us guys who are in it! 

Unfortunately in my case the version of Grav there is v1.1 FameGame 
(v1.2 been out for ages and v1.3 coming very soon) and the zip is 
twice as big as it should be -- some erronous .FPC (1 MEG unzipped!) 
file crept in there too, so a newcomer would be better off getting 
redirected to my page. (for the multisync fully optimised versions) 


I much prefer the new look -- the black backgroud is much kinder 
to the old mince pies than the max brighness white bg before. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01817 


—-MESSAGE FILE 3111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001818 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: 19 Aug 1998 07:38:32 GMT 

Organization: SCEE 

Lines: 34 
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Message-ID: <0Olbdcae0Sf62d7060Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6r90foS$ea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1-88-12 
8.al.nl> <35DA15E0.FA383153@enterprise.net> <35DA1CEF.699C@manc.u-net.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi James, 


I knew that this could have been a problem with some of the demos. 
For all those games listed in "The Immaculate Collection" and are not 
the current versions simply e-mail me the lastest. 


Regards, 
George@SCEE 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<35DA1CEF.699C@manc.u-net.com>... 

> Ben James wrote: 

> It may look cack but it's alot easier to find what you need. The 

> immaculate collection is an infinitely cool idea. I would say that 
> though, wouldn't I... hehe! 


Yeah, cool for us guys who are in it! 

Unfortunately in my case the version of Grav there is v1.1 FameGame 
(v1.2 been out for ages and v1.3 coming very soon) and the zip is 
twice as big as it should be -- some erronous .FPC (1 MEG unzipped!) 
file crept in there too, so a newcomer would be better off getting 
redirected to my page. (for the multisync fully optimised versions) 


I much prefer the new look -- the black backgroud is much kinder 
to the old mince pies than the max brighness white bg before. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVVV VV VV VV 


-—-MESSAGE FILE 3111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01818 


--MESSAGE FILE 3112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001819 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 
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Ե.Տ. Gotta 


Regards, 


George@SCEE 


love "cutt and past" 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


FTP 


following 


VVVVVVVVVVV VV 


Nick F 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 


>site - please include a Read me file. Then mail to advise at the 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


—-MESSAGE FILE 3112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01819 


—-MESSAGE FILE 3113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001820 


Path: chuka.playstation.co.uk!news 
From: "George Bain" <George_Bain@Playstation.sony.com> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
new look for SCEE site 


Date: 19 Aug 1998 08:13:49 GMT 
Organization: SCEE 


Lines: 38 
Message-ID: 
References: 
8.al.nl> 


Hi DEnnis, 


P.S. Looks 
Regards, 


George@SCEE 


<OlbdcaeS5S$e3ac8de0$f2e832a2@gbain.wav.scee.sony.co.uk> 
<6r90fo$ea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1-88-12 


NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Name one file that you can't easily find. 


can aways be deceiving.... 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 


<lddz6évf.179bg891k04996N@a1l-88-128.al.nl>... 
> Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> 


> > Looks like the new SCEE site is up and running, it has a new look, and 


I 


> > would have to say that I'm not too keen on the new look, maybe it will 


grow 
> > on me. 
>> 


> > I have had trouble downloading the 3d tools, maybe this is just because 


the 


> > site isn't fully up and running, I will try in a couple of days to see 


LE it 
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> works. 

> Paul 

My god it has become worse.... no good. Let's be honest, do you all like 


it? I know my page is crap but I don't think this page looks better than 
the old one. I think that I could make a better looking site than this. 


DEnnis... 


VVVVVVVVV VV 


—-MESSAGE FILE 3113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01820 


—-MESSAGE FILE 3114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001821 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Wed, 19 Aug 1998 10:46:03 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <lde0O71b.8yj52pct0tfuN@al-88-126.al.nl1> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <0Olbdc316$1d92d1e0Sf2e832a2@gbain 
.wav.scee.sony.co.uk> <6qjui3S$ldg25@chuka.playstation.co.uk> <6rcke8$12e6@chuka.play 
station.co.uk> <6rcl8i$12e7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-126.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


John Whitmore wrote in message 

>Well, I've waited and I'm getting anxious, but I still haven't seen. 
> 

>Any one at Sony: 
> Is there any way of confirming that we will be sent a ticket? 


John 


I still haven't got a ticket yet, I would like to know if a ticket will be 
sent out to me so that I can sort out travelling arrangements and so on. 


VVVVVVVVVVV VV 
Vv v v 


Paul 


Why don't you order a ticket from the site to? It worked perfectly fine 
for me too.. 


DEnnis.. 
--MESSAGE FILE 3114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01821 


--MESSAGE FILE 3115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001822 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 10:46:06 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <lde07ni.lxvmashg3aa80NQal-88-126.al.nl> 

References: <6rcgspš$gll@scea> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:863 scee.yaroze.freetalk.english: 
1822 


Steve Tolin <titan@vianet.on.ca> wrote: 
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> By the way I like the new look of the SCEE site. Very functional. 
> 
> Steve Tolin 


What???? you like it?? I think it looks awfull. Maybe it is functional 
but I think it looks crap (sorry for the ones who made it)... 

I think it looks rather fast-done and unprofessional. I know it doesn't 
have to be something functional but I realy don't like it. 


DEnnis... 
Am I alone with this opinion? 


-—-MESSAGE FILE 3115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01822 


—-MESSAGE FILE 3116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001823 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 10:55:30 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <lde08nc.lqpi43hqpokxrN@al-88-126.a1l.nl> 

References: <6r90foSea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1l-—88-12 
8.al.nl> <OlbdcaeS5Se3ac8de0$f2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hi DEnnis, 

> 

> Name one file that you can't easily find. 
> 

> P.S. Looks can aways be deceiving.... 

> 

> Regards, 

> 

> George@SCEE 

> 


Yes, navigation and structure is improved a lot. Thats right. But 
looks.... 


Cheers, 


DEnnis. 
—-MESSAGE FILE 3116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01823 


—-MESSAGE FILE 3117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001824 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 09:35:53 +0100 

Organization: I wish! 

Lines: 13 

Message-ID: <35DA8E69.5154@mdx.ac.uk> 

References: <6r90foSea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1l-—88-12 
8.al.nl> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 
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DEnnis Brinkhuis wrote: 

> My god it has become worse.... no good. Let's be honest, do you all like 
> it? I know my page is crap but I don't think this page looks better than 
> the old one. I think that I could make a better looking site than this. 
> 


I personally think my web page and George's personal ones are the best 
in the whole wide world, honestly. Anyway, what I am surprised is that 
(cough) one of my demos got in the immaculate collection. I have a 
feeling its some sort of payment for me partly getting him and james a 
couple of afternoons off from Sony to come visit us :) 


Rob 
-—-MESSAGE FILE 3117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01824 


—-MESSAGE FILE 3118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001825 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 09:37:15 +0100 

Organization: I wish! 

Lines: 9 

Message-ID: <35DA8EBB.2E34@mdx.ac.uk> 

References: <6r90foS$ea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1l-—88-12 
8.al.nl> <Olbdcae5Se3ac8de0$f2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


George Bain wrote: 
> Name one file that you can't easily find. 


The file that has all the direct phone numbers of you and all the other 
people directly or indirectly related to the Yaroze so we can phone you 
up night and day for technical support and ects tickets 


Rob 
—-MESSAGE FILE 3118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01825 


—-MESSAGE FILE 3119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001826 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Sony ECTS Party! 

Date: Wed, 19 Aug 1998 10:18:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6re4mg$12e10@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As you will have seen from George's posting to Announce yesterday, we are 
giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
will be held in central London on Monday 7th September. The SCEE party is 
renowned for being the best ECTS party to attend and tickets are extremely 
hard to come by! If you would like your game or demo to go on the ECTS disc 
which will be seen by thousands of ECTS attendees, including top European 
games journalists, leading game industry representatives and of course, 
other Net Yaroze members get programming! As you will see, we have also 
extended the deadline to Tuesday lst September. So all you have to do is 
post your code to your public FTP site - including a Read me file. Then mail 
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to advise at the following address 


Eos PS_Yaroze@playstation.sony.com 
Subject: ECTS games/demos 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards 
Sarah 


-—-MESSAGE FILE 3119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01826 


—-MESSAGE FILE 3120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001827 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Wed, 19 Aug 1998 10:54:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6re7e6$12e15@chuka.playstation.co.uk> 
References: <6re4mg$12e10@chuka.playstation.co.uk> 
NNTP-Posting-Host: client837b.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Sarah Bennett wrote in message 

>As you will have seen from George's posting to Announce yesterday, we are 
>giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
>will be held in central London on Monday 7th September. The SCEE party is 
>renowned for being the best ECTS party to attend and tickets are extremely 
>hard to come by! If you would like your game or demo to go on the ECTS 
disc 

>which will be seen by thousands of ECTS attendees, including top European 
>games journalists, leading game industry representatives and of course, 


>other Net Yaroze members get programming! As you wil see, we have also 
>extended the deadline to Tuesday lst September. So all you have to do is 
>post your code to your public FTP site - including a Read me file. Then 
mail 

>to advise at the following address 

> 

>To: PS_Yaroze@playstation.sony.com 

>Subject: ECTS games/demos 

> 


>your name 

>name of your game/demo 

>daytime telephone number 

> 

>Please remember to include the title screen which can be found on the Net 
>Yaroze Members site in Tools / Development area / Filename demodisc.zip 

> 

> 

>Regards 

>Sarah 


Seeing as there are 5 tickets what happens if the demo is produced by more 
than one person, if its good enough will it just recieve one ticket? 


Paul 
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-—-MESSAGE FILE 3120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01827 


—-MESSAGE FILE 3121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001828 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 10:58:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6re7k6$12e16@chuka.playstation.co.uk> 

References: <6r90foSea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1l-—88-12 
8.al.nl> <Olbdcae5Se3ac8de0S$f2e832a2@gbain.wav.scee.sony.co.uk> <35DA8EBB.2E34@mdx.a 
c.uk> 
NNTP-Posting-Host: client837b.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message 

>George Bain wrote: 

>> Name one file that you can't easily find. 

> 

> 

>The file that has all the direct phone numbers of you and all the other 
>people directly or indirectly related to the Yaroze so we can phone you 
>up night and day for technical support and ects tickets 

> 

>Rob 


hehehehehehe 


Paul 


-—-MESSAGE FILE 3121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01828 


-—-MESSAGE FILE 3122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001829 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 11:05:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6re826$12e17@chuka.playstation.co.uk> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl1> 
NNTP-Posting-Host: client837b.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:864 scee.yaroze.freetalk.english: 
1829 


DEnnis Brinkhuis wrote in message 

>What ???? you like it?? I think it looks awfull. Maybe it is functional 
>but I think it looks crap (sorry for the ones who made it)... 

>I think it looks rather fast-done and unprofessional. I know it doesn't 
>have to be something functional but I realy don't like it. 

> 

>DEnnis... 

> 

>Am I alone with this opinion? 


No, I'm not keen on the site, yes its functional (which lets face it is what 
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we want), but I have to agree with DEnnis, as it doesn't look like much 
effort went into the presentation, looks like they spent all there time on 
the workings of the site, which is alot better than having a good looking 
site that you just can't use, or is it? I think it is, the people who did 
this new site deserve a pat on the back for making it easy to use, maybe 
know they can work on some new graphics to fit in with the new style. 


Paul 


—-MESSAGE FILE 3122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01829 


—-MESSAGE FILE 3123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001830 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 14:15:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35DAD002.7E20F4E5@ndirect.co.uk> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al—88-126.al.nl> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-13.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:865 scee.yaroze.freetalk.english: 
1830 


DEnnis Brinkhuis wrote: 


What???? you like it?? I think it looks awfull. Maybe it is functional 
but I think it looks crap (sorry for the ones who made it)... 

I think it looks rather fast-done and unprofessional. I know it doesn't 
have to be something functional but I realy don't like it. 


VV V V V 


If I had to describe the new site in one word, it would be UGLY. 


Yep, it's functional, and for that the authors should be congratulated. 
But, just bacause a site is quick and easy to use, it does not neccessarily 
follow that it should be ugly. Black background with cyan/yellow text? 
Things have moved on a bit since teletext! 


No, but seriously, it is an improvement - just doesn't do too much for 
Sony's image. 


Herbs 


--MESSAGE FILE 3123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01830 


—-MESSAGE FILE 3124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001831 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 12:20:34 -0400 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <6resr8$g15@scea> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-88-126.al.nl> <35DAD002.7E2 
OF 4E5@ndirect.co.uk> 
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NNTP-Posting-Host: sud-tcsl-port7.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:866 scee.yaroze.freetalk.english: 
1831 


Wow... you guys REALLY don't like that much... 
Touchy subject I guess. 


Steve Tolin 


Alex Herbert wrote in message <35DAD002.7E20F4E5@ndirect.co.uk>... 

> 

> 

>DEnnis Brinkhuis wrote: 

> 

>> What???? you like it?? I think it looks awfull. Maybe it is functional 
>> but I think it looks crap (sorry for the ones who made it)... 

>> I think it looks rather fast-done and unprofessional. I know it doesn't 
>> have to be something functional but I realy don't like it. 

>> 

> 

>If I had to describe the new site in one word, it would be UGLY. 

> 

>Yep, it's functional, and for that the authors should be congratulated. 
>But, just bacause a site is quick and easy to use, it does not neccessarily 
>follow that it should be ugly. Black background with cyan/yellow text? 
>Things have moved on a bit since teletext! 

> 

>No, but seriously, it is an improvement - just doesn't do too much for 
>Sony's image. 

> 

>Herbs 

> 

> 


—-MESSAGE FILE 3124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01831 


-—-MESSAGE FILE 3125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001832 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Wed, 19 Aug 1998 20:51:22 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <lde0nx5.1lgql60v12c3jfiN@al-88-115.al.nl> 

References: <6r90foSea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1l-—88-12 
8.al.nl> <Olbdcae5Se3ac8de0$f2e832a2@gbain.wav.scee.sony.co.uk> <35DA8EBB.2E34@mdx.a 
c.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> George Bain wrote: 

> > Name one file that you can't easily find. 

> 

> 

> The file that has all the direct phone numbers of you and all the other 
> people directly or indirectly related to the Yaroze so we can phone you 
> up night and day for technical support and ects tickets 

> 

> Rob 


yeaaahhh, so I can start bugging live in realtime...... 77) 
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DEnnis.. 
—-MESSAGE FILE 3125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01832 


—-MESSAGE FILE 3126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001833 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 20:51:27 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <lde006z.11p3u6nwn6u20oN@al-88-115.al.nl> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-88-126.al.nl> <35DAD002.7E2 
OF 4E5@ndirect.co.uk> 

NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:867 scee.yaroze.freetalk.english: 
1833 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > What???? you like it?? I think it looks awfull. Maybe it is functional 
> > but I think it looks crap (sorry for the ones who made it)... 

> > I think it looks rather fast-done and unprofessional. I know it doesn't 
> > have to be something functional but I realy don't like it. 

>> 

> 

> If I had to describe the new site in one word, it would be UGLY. 

> 

> Yep, it's functional, and for that the authors should be congratulated. 

> But, just bacause a site is quick and easy to use, it does not neccessarily 
> follow that it should be ugly. Black background with cyan/yellow text? 

> Things have moved on a bit since teletext! 

> 

> No, but seriously, it is an improvement - just doesn't do too much for 

> Sony's image. 

> 

> Herbs 


You said it all! I totally agree! 


DEnnis.. 
—-MESSAGE FILE 3126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01833 


—-MESSAGE FILE 3127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001834 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Wed, 19 Aug 1998 20:51:34 +0200 

Organization: Debri Productions 

Lines: 42 

Message-ID: <lde009a.159d2anahtkuN@al-88-115.al.nl1> 

References: <6re4mg$12e10@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-115.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Sarah Bennett <Sarah_bennett@Playstation.sony.com> wrote: 


As you will have seen from George's posting to Announce yesterday, we are 
giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
will be held in central London on Monday 7th September. The SCEE party is 
renowned for being the best ECTS party to attend and tickets are extremely 
hard to come by! If you would like your game or demo to go on the ECTS disc 


V V V V V 
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> which will be seen by thousands of ECTS attendees, including top European 
> games journalists, leading game industry representatives and of course, 

> other Net Yaroze members get programming! As you will see, we have also 
> extended the deadline to Tuesday lst September. So all you have to do is 
> post your code to your public FTP site - including a Read me file. Then mail 
> to advise at the following address 

> 

> To: PS_Yaroze@playstation.sony.com 

> Subject: ECTS games/demos 

> 

> your name 

> name of your game/demo 

> daytime telephone number 

> 

> Please remember to include the title screen which can be found on the Net 
> Yaroze Members site in Tools / Development area / Filename demodisc.zip 

> 

> 

> Regards 

> Sarah 

Hmmm, the SCEE boys at the course said you are goodlooking. Will you be 


there? I would like to have a glimpse of you so I know who the most 
loved (and only) woman in the world of European Net Yaroze is. 

And I noticed that there is no other way to get the tickets? So all 
"beginners" are out? And all the 'non-coders' to.... տուք ;-( 

My hard got broken by the only woman within ENY. 

But be carefull Sarah, there is a (disguised) member around desperate 
seeking for girls, and since your the only one around..... 


Cheers, 


DEnnis "always waching my back" madmac.... hehehe 


-—-MESSAGE FILE 3127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01834 


—-MESSAGE FILE 3128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001835 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: SCEE Tutorial is now posted. 

Date: Wed, 19 Aug 1998 21:02:17 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldel0qy.15yl2dwloedny4N@al1-88-115.al.nl> 


References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl> <35DAD002.7! 


OF4E5@ndirect.co.uk> <6resr8$g15@scea> 
NNTP-Posting-Host: 194.151.88.142 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:868 scee.yaroze.freetalk.english: 


1835 


Steve Tolin <titan@vianet.on.ca> wrote: 


Wow... you guys REALLY don't like that much... 
Touchy subject I guess. 


Steve Tolin 


V V V V V V 


nope, not at all. I only noticed that being honest is no problem over 
here. So I just say what I think. I like comments about my page too so I 
can improve it. Like I just put the profile-list in alphabetical order 
course I had some comments about that. 


DEnnis.. 


—-MESSAGE FILE 3128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01835 
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—-MESSAGE FILE 3129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001836 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Wed, 19 Aug 1998 21:17:18 +0100 

Organization: Backroom Software Ltd. 

Lines: 53 

Message-ID: <6rfc6t$12e19@chuka.playstation.co.uk> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> 

NNTP-Posting-Host: userl741.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>My hard got broken by the only woman within ENY. 
Is that a typo? I do sympathise if it's not ;O 


DEnnis Brinkhuis wrote in message <lde0o09a.159d2anahtkuN@al-88-115.al.nl>... 
>Sarah Bennett <Sarah_bennett@Playstation.sony.com> wrote: 

> 

>> As you will have seen from George's posting to Announce yesterday, we are 
>> giving away 5 x tickets to the Sony Computer Entertainment ECTS Party 
which 
>> will be held in central London on Monday 7th September. The SCEE party 
is 

>> renowned for being the best ECTS party to attend and tickets are 
extremely 

>> hard to come by! If you would like your game or demo to go on the ECTS 
disc 

>> which will be seen by thousands of ECTS attendees, including top European 
>> games journalists, leading game industry representatives and of course, 


>> other Net Yaroze members get programming! As you will see, we have also 
>> extended the deadline to Tuesday lst September. So all you have to do is 
>> post your code to your public FTP site - including a Read me file. Then 
mail 

>> to advise at the following address 

>> 

>> To: PS_Yaroze@playstation.sony.com 

>> Subject: ECTS games/demos 

>> 


>> your name 

>> name of your game/demo 

>> daytime telephone number 

>> 

>> Please remember to include the title screen which can be found on the Net 
>> Yaroze Members site in Tools / Development area / Filename demodisc.zip 


>> Regards 
>> Sarah 


>Hmmm, the SCEE boys at the course said you are goodlooking. Will you be 
>there? I would like to have a glimpse of you so I know who the most 
>loved (and only) woman in the world of European Net Yaroze is. 

>And I noticed that there is no other way to get the tickets? So all 
>"beginners" are out? And all the 'non-coders' to.... տուք ;-( 

>My hard got broken by the only woman within ENY. 

>But be carefull Sarah, there is a (disguised) member around desperate 
>seeking for girls, and since your the only one around..... 

> 

> 

>Cheers, 

> 

>DEnnis "always waching my back" madmac.... hehehe 


—-MESSAGE FILE 3129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01836 
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—-MESSAGE FILE 3130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001837 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Still no SCEE access... 

Date: Wed, 19 Aug 1998 16:29:59 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35DB35C7.CDB709D6@bigfoot .com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
NNTP-Posting-Host: 295.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1837 scea.yaroze.freetalk 
2869 


DEnnis Brinkhuis wrote: 


> Darco <darco@bigfoot.com> wrote: 

> 

> > *sigh* 

>> 

> > I really hate to keep nagging, buging, and complaining... What can I do? 
> > What should I do? 

> 

> KEEP bugging!!!! it always works!!! TRUST ME! 

> I got my ticket from the ects-site, I suppose this needed less 

> bugging... and it worked!! 

> 

Well, no need to bug anymore... I'm working something out now and hopefuly 
I'll have access in a week or two. *crosses fingers* 

"Darco 


-—-MESSAGE FILE 3130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01837 


-—-MESSAGE FILE 3131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001838 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Zelda Online??? 

Date: Wed, 19 Aug 1998 18:13:30 -0400 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6rfhi2$g17@scea> 

NNTP-Posting-Host: sud-tcsl-port4.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:870 scee.yaroze.freetalk.english: 
1838 


Everybody remembers Zelda 3: A Link to the Past on the Super Nintendo 
right??? 


Somebody has written an online multiplayer version of the game (a la Ultima 
Online)...called GRAAL 


It seems pretty neat... just thought I'd share....it can be found at.. 
see you online.. 


http://www.cyberjoueur.com/English/graal.html 


Later 
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Steve Tolin 


—-MESSAGE FILE 3131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01838 


—-MESSAGE FILE 3132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001839 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 20 Aug 1998 01:43:41 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <35DBE1BD.4E52@dial.pipex.com> 

References: <6r90foSea912@chuka.playstation.co.uk> <lddz6vf.179bg891k04996N@a1-—88-12 
8.al.nl> <35DA15E0.FA383153@enterprise.net> <35DA1CEF.699C@manc.u-net.com> 
NNTP-Posting-Host: userm778.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Shaughnessy wrote: 


> 

> Ben James wrote: 

> > It may look cack but it's alot easier to find what you need. The 

> > immaculate collection is an infinitely cool idea. I would say that 
> > though, wouldn't I... hehe! 

> 

> Yeah, cool for us guys who are in it! 

> Unfortunately in my case the version of Grav there is vl.1 FameGame 

> (v1.2 been out for ages and v1.3 coming very soon) and the zip is 

> twice as big as it should be -- some erronous .FPC (1 MEG unzipped!) 


Just checked out my demo on the site and it also has a mysterious 
(large) .FPC file in there. I think it's the result of some 'hacking' 
process as when I looked at the file in a text viewer, I found some 
snippets of source code in there... funny thing is, I havent released 
the source code yet... <spooky SFX> 


Anyway, for anyone interested, the Blitter Boy demo on the new site is 

a new, pre-GDUK version I put together for SCEE with pickups, new weapons 
(well, two so far), 20 (easy) levels, bonus multiplier antics and full SFX. 
Hear all six babes crying together and you'll wish I'd never bothered 

to put SFX in after 811 :) 


Cheers, 


-Chris 
--MESSAGE FILE 3132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01839 


--MESSAGE FILE 3133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001840 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 20 Aug 1998 02:38:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35DB7E1B.5FA4@manc.u-net.com> 

References: <6r9ofo$ea912@chuka.playstation.co.uk> <lddz6vf.1l79bg891k04996NQal-88-12 
8.al.nl> <35DA15E0.FA383153@enterprise.net> <35DA1CEF.699C@manc.u-net.com> <35DBE1BD 
-4E52@dial.pipex.com> 

NNTP-Posting-—Host: manc.u-net.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Chris Chadwick wrote: 

> Just checked out my demo on the site and it also has a mysterious 
> (large) .FPC file in there. I think it's the result of some 'hacking' 
> process as when I looked at the file in a text viewer, I found some 

> snippets of source code in there... funny thing is, I havent released 
> the source code yet... <spooky SFX> 

The source will have come from when you STRIPed your executable, 

junk off your HD gets filled into the unused areas of the file, 

often source code or dissasembly type stuff (seeing as this is 

most recently handled.) 

The STRIP command should really fill unused bytes with NULLs, 

more so for compactness when zipping, than revealing the depths 

of your inner soul from your HD :) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


1995 


-—-MESSAGE FILE 3133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01840 


—-MESSAGE FILE 3134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001841 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.freetalk.english 
Subject: Controlling the PAD... 

Date: Thu, 20 Aug 1998 01:20:25 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6rgb76$g19@scea> 

NNTP-Posting-Host: sud-tcsl-port8.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:405 scee.yaroze.fr 


eetalk.english:1841 
I don't know if anyone has asked this yet.... 
How would you register a double tap on the d-pad??? 


Let's say holding down on pad makes character duck 
if (PadStatus&PADdown) 
{ 
// printf ("You just pressed the D-PAD: DOWN\n"); 
AnimateDucking(); 


} 


What would have to go in here??? 


if (PadStatusg* ***KKKKKKKK KK KKK KK ) 


{ 
// printf("You just pressed the D-PAD: DOWN\n"); 
AnimateCrouch (); 


} 


—-MESSAGE FILE 3134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01841 


—-MESSAGE FILE 3135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001842 

Path: chuka.playstation.co.uk!news 

From: "David Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Controlling the PAD... 

Date: Thu, 20 Aug 1998 09:29:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6rgmt1$12e20@chuka.playstation.co.uk> 

References: <6rgb76$g19@scea> 

NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:406 scee.yaroze.fr 
eetalk.english:1842 


Steve Tolin wrote in message <6rgb76$g19@scea>... 
>I don't know if anyone has asked this yet.... 


> 

>How would you register a double tap on the d-pad??? 

> 

>Let's say holding down on pad makes character duck 

> if (PadStatus&PADdown) 

> { 

>// printf("You just pressed the D-PAD: DOWN\n"); 
> AnimateDucking(); 

> } 

> 

> 

>What would have to go in here??? 

> 

> ԼԲ (PadStatusgx* ԻԻ») 

- { 

>// printf("You just pressed the D-PAD: DOWN\n"); 
> AnimateCrouch (); 

> } 


I think the only way you would be able to do this is by having a 
timer - 
i.e. 


static short iTimer=0; 
static short iLast=-1; 


if( PadStatus&PADdown) 
{ 
printf("You just pressed the D-PAD: DOWN\n"); 
if( iLast == -1 ) 
{ 
iLast = iTimer; 
printf("First press\n"); 
} 
else 
{ 
// take it that we want it to be pressed twice within 5 updates 
// you will have to alter this according to how fast you need to do 
// the double press 
if( iTimer - iLast Հ 5 ) 
{ 


AnimateCrouch (); 


iTimer = 0; 
iLast = -1; 
} 
} 
} 
if( iLast != -1 ) iTimer++; 


This should help. If not just drop me an email 


D. 
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dave@ulthwe.demon.co.uk 
ICQ: 244386 
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—-MESSAGE FILE 3135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01842 


-—-MESSAGE FILE 3136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001843 
Path: chuka.playstation.co.uk!news 
From: "Paul Holman" <Paul_Holman@scee.sony.co.uk> 
Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Stats-—Man 
Date: Thu, 20 Aug 1998 09:33:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <6rgno6$12e21@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-8859-1" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: chuka.playstation.co.uk scee.yaroze.announce:97 scee.yaroze.freetalk.english:1 


843 


FYI, we've run a few stats on the usage of the site. 


Looks interesting - at least a quarter of possible Members access the site at least 


once a week. It will be interesting to see if 
the new improved interface helps. 


Incidentally, for those discussing the site - our goal was for ease of 
downloads. Another issue we faced is the vast 

range of browsers used to access the site, which meant that the lowest 
nator had to be used (and even then those using 

Palm Pilot ones may have a few problems). Interesting to compare to 
onal" site whereby 70% used IE 4 or above, and 

almost all the rest used the latest versions of Netscape Navigaor.... 


Anyway, here's the top 15 files downloaded in the last month, congrats 
1 


/-c_graham/ftp/rsdaniml_4.zip 
/~c_graham/ftp/pgirl.zip 
/~shaughnj/ftp/bgedit.zip 
/yaroze/ftp/scee/tutor/chapl.zip 
/~c_graham/ftp/rsdanim_lib.zip 
/~jwhitmor/ftp/escapevll.zip 
/~middex2/ftp/gdukl.zip 
/yaroze/ftp/scee/tutor/chap4.zip 
/~MADMARK/ftp/AirlockP.zip 

10: /~middx_uni/ftp/tutorial.zip 

11: /yaroze/ftp/utils/graphic/timtool/timtool.zip 
12: /yaroze/ftp/scee/tutor/chap8.zip 
13: /~deruiter/ym.zip 

=: /yaroze/ftp/scee/tutor/chap3.zip 
15: /~deanmc/ftp/gdukl.zip 

=: /~shaughnj/ftp/connect4.zip 


NO OO —] OA Q1 i Q N = 


use and quick 
common denomi 


our "professi 


to "c_graham" 


--MESSAGE FILE 3136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01843 


--MESSAGE FILE 3137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001844 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 
Subject: Re: Still no SCEE access... 
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Date: Thu, 20 Aug 1998 11:43:09 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldelbin.13jgotlyhlyz6N@al-—88-117.al.nl1> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot .com> 

NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1844 scea.yaroze.freetalk 
2871 


Darco <darco@bigfoot.com> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > Darco <darco@bigfoot.com> wrote: 

>> 

> > > *sigh* 

>>> 

> > > I really hate to keep nagging, buging, and complaining... What can I do? 
> > > What should I do? 

>> 

> > KEEP bugging!!!! it always works!!! TRUST ME! 

> > I got my ticket from the ects-site, I suppose this needed less 

> > bugging... and it worked!! 

>> 

> 

> Well, no need to bug anymore... I'm working something out now and hopefuly 
> I'll have access in a week or two. *crosses fingers* 

> 

> 'Darco 


succes!! I hope to meet you at the ECTS. 
—-MESSAGE FILE 3137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01844 


—-MESSAGE FILE 3138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001845 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Thu, 20 Aug 1998 11:13:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rgt75$12e22@chuka.playstation.co.uk> 
References: <6qfhcg$ldg13@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 

Ok so the date is 20th August 1998, right? Well lucky me i received my 
registration form today and quickly scanning through in excitement I noticed 
one vital problem...... REGIDTER DEADLINE 317ս17 1998. 

Don't don't get me wrong, I think time travel is possible but I don't 
think that it is possible to take registration forms back with 
you... (extreme amounts of sarcasm). Well any way, at least I can still get 
in with the form I will just have to queue and may be have to pay 
£25...ouch! 

Any one get an idea what went wrong or what i should do? 

Cheers, 
John 


-—-MESSAGE FILE 3138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01845 


—-MESSAGE FILE 3139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001846 
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Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 11:16:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6rgt77$12e23@chuka.playstation.co.uk> 
References: <6rgno6$12e21@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:98 scee.yaroze.freetalk.english:1 
846 


>1: /~c_graham/ftp/rsdaniml_4.zip 
>2: /~c_graham/ftp/pgirl.zip 

>3: /~shaughnj/ftp/bgedit.zip 

>4: /yaroze/ftp/scee/tutor/chapl.zip 
>5: /~c_graham/ftp/rsdanim_lib.zip 
>6: /~jwhitmor/ftp/escapevll.zip 

>7: /~middex2/ftp/gdukl.zip 

>8: /yaroze/ftp/scee/tutor/chap4.zip 
>9: /~MADMARK/ftp/AirlockP.zip 

>10: /~middx_uni/ftp/tutorial.zip 


Wow, 
I'm like totally impressed...6th position, 2nd highest 
game..... cheers Sony you've just made my day (along with the fact I'm going 
out with my girlfriend for a drink!!!).... 


John 


John Whitmore 
/jwhitmor 


—-MESSAGE FILE 3139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01846 


-—-MESSAGE FILE 3140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001847 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 11:18:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6rgta6$12e24@chuka.playstation.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:99 scee.yaroze.freetalk.english:1 
847 


> Wow, 
> I'm like totally impressed...6th position, 2nd highest 
>game..... cheers Sony you've just made my day (along with the fact I'm going 


>out with my girlfriend for a drink!!!).... 


Sorry that should say EX girlfriend...... hmmmmm 
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John 


>John Whitmore 
>/jwhitmor 


> 


—-MESSAGE FILE 3140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01847 


—-MESSAGE FILE 3141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001848 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS Tickets 

Date: Thu, 20 Aug 1998 12:26:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6rh0im$12e25@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I still have a number of ECTS registration forms for free entrance to ECTS. 
If you would like one, please e-mail your 


full name 
full postal address 
daytime telephone number 


To: PS_Yaroze@playstation.sony.com 
Subject: ECTS 


and I will post them out to you asap. 


To all those Members who have received their registration forms, please note 
that the registration form means free entrance, even though the deadline was 
31 July. So, either post them off or register on the day! 


Regards 
Sarah Bennett 
Net Yaroze Project Manager 


—-MESSAGE FILE 3141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01848 


-—-MESSAGE FILE 3142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001849 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 12:38:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35DCOA9A.B33C3F0F@easynet.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> <6rgta6$12e24@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:100 scee.yaroze.freetalk.english: 
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1849 


John Whitmore wrote: 


>> Wow, 

>> I'm like totally impressed...6th position, 2nd highest 

> >game..... cheers Sony you've just made my day (along with the fact I'm going 
> >out with my girlfriend for a drink!!!).... 

> 

> Sorry that should say EX girlfriend...... hmmmmm 


Such are the sacrifices of being a coder. 


I've pacified my partner by buying her lots of presents (books, CDs, Spanish 
language courses) in an attempt to gain some time to do my GDUK entry. 
Unfortunately we go away on holiday on Monday, so I've now got only 3 days left. 


Oh well, here's looking forward to GDUK '99 


Phil 


-—-MESSAGE FILE 3142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01849 


—-MESSAGE FILE 3143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001850 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Thu, 20 Aug 1998 13:39:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6rh5f0$d241@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> 
NNTP-Posting-Host: client8492.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


John Whitmore wrote in message 
>Hi, 

> Ok so the date is 20th August 1998, right? Well lucky me i received my 
>registration form today and quickly scanning through in excitement I 
noticed 

>one vital problem...... REGIDTER DEADLINE 3lJuly 1998. 

> Don't don't get me wrong, I think time travel is possible but I don't 
>think that it is possible to take registration forms back with 

>you... (extreme amounts of sarcasm). Well any way, at least I can still get 
>in with the form I will just have to queue and may be have to pay 
>£25...ouch! 


> Any one get an idea what went wrong or what i should do? 
> Cheers, 
> John 


I got my registration form today, and noticed that Sarah has said that its 
still possible to register, the question I have what answers do you fill in, 
such as question A) What Is Your Organisations Main Area Of Activity? C) 
What Is Your Position? 

As far as I know i'm not in an organisation and I dont have a job position. 
Hopefully I will get a ticket and see every member whos going there. 


Paul 


—-MESSAGE FILE 3143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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01850 


—-MESSAGE FILE 3144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001851 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Thu, 20 Aug 1998 13:43:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6rh5n5$d24j2@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> <6rh5f0$d24j1@chuka.playstation.co.uk> 

NNTP-Posting-Host: client8492.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Well just heard from Sarah, who gives the advice "Just make something up" 


fair enough, thanks for the info, I'll just make something up and send my 
registration now. 


Thanks again 


Paul 


—-MESSAGE FILE 3144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01851 


—-MESSAGE FILE 3145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001852 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Thu, 20 Aug 1998 13:52:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6rh66c$d243@chuka.playstation.co.uk> 

References: <6qfhcg$ldg1l3@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> <6rh5f0$d2j1@chuka.playstation.co.uk> <6rh5n5$d24j2@chuka.playstation.co.uk> 
NNTP-Posting-Host: client8492.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Well I have just registered on there site, under the company name Doodle 
Design 


Well, I was told to make something up, I wasn't told to be creative, hehe 


Paul [Doodle] 


—-MESSAGE FILE 3145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01852 


—-MESSAGE FILE 3146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001853 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 14:10:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35DC2056.C75DDB3A@hinge.mistral.co.uk> 
References: <6rgno6$12e21@chuka.playstation.co.uk> 
NNTP-Posting-Host: d1l-s3-35-telehouse.mistral.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:103 scee.yaroze.freetalk.english: 
1853 


Paul Holman wrote: 


> Palm Pilot ones may have a few problems). Interesting to compare to our "profes 
sional" site whereby 70% used IE 4 or above, and 
> almost all the rest used the latest versions of Netscape Navigaor.... 


The pro-site does look load's prettier - obviously not done by George(or by me eithe 
r, I must have one of the crappest looking pages on 

SCEE), 

but the new-look pro pages take forever to load (the old one was better). 


> Anyway, here's the top 15 files downloaded in the last month, congrats to "c_graha 
m" | 

> 
> 1: /~c_graham/ftp/rsdaniml1_4.zip 


Do I win a prize for that ? A Gran Turismo compatible steering wheelwould go down ni 
cely ;) 


> 2: /~c_graham/ftp/pgirl.zip 


I ripped that file from the Japan mirror and put my girfriends face on it(she'll be 
overjoyed at her new - found fame...). 


> 3: /~shaughnj/ftp/bgedit.zip 
> 4: /yaroze/ftp/scee/tutor/chapl.zip 
> 5: /~c_graham/ftp/rsdanim_lib.zip 


And I'll be right սք there next month as well 'coz of the releaseof RsdANIM v1.5, Rs 
ԲԱԼԸ lib v2 & the forthcoming Action Replay 

model & animation preview plugin for RsdANIM - Mario W. can back me 

up on how much people will want this one :) 


Oh yeah - and I'll be finally putting a nice game demo using RsdANIM 
animations up there RSN as well ;) 


Craig. 


—-MESSAGE FILE 3146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01853 


—-MESSAGE FILE 3147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001854 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 14:13:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35DC20F4.E5B6A259@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 
NNTP-Posting-Host: dl-s3-35-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:104 scee.yaroze.freetalk.english: 
1854 
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Craig Graham wrote: 


> > Anyway, here's the top 15 files downloaded in the last month, congrats to "c_gra 
ham" ! 

>> 

> > 1: /~c_graham/ftp/rsdanim1_4.zip 

> 

> Do I win a prize for that ? A Gran Turismo compatible steering wheelwould go down 
nicely ;) 


Even better - how about a couple of tickets to the Sony ECTS party? 


Craig. 


—-MESSAGE FILE 3147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01854 


-—-MESSAGE FILE 3148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001855 

Path: chuka.playstation.co.uk!scea!camsg001.camb.scee.sony.co.uk!camsg001.camb.scee. 
sony.co.uk! localnews.wav.scee.sony.co.uk!not-—for-mail 

From: "Paul Holman, SCEE" <Paul_Holman@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 16:05:33 +0100 

Organization: Sony Computer Entertainment Europe (Waverley House) 

Lines: 15 

Message-ID: <6rhdpaStpj$1@localnews.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: publicweb.wav.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:105 scee.yaroze.freetalk.english: 
1855 


Hi Craig, 
Yes, the pro site was able to be built with lots of nice Java. 


Although this is out of context, it shouldn't be slower - the actual 
"footprint" of the site (in terms of bytes that need to be downloaded) was 


cut dramatically. The only thing I can think of is that you have a very 
fast line, but a very slow speed client ? Take this to the pro' groups.... 
Paul 


PS I can see it now, people downloading their file a few thousand times to 
bump up the hits... but I can think of a way it might work. 


—-MESSAGE FILE 3148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01855 


—-MESSAGE FILE 3149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001856 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 19:08:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6rhp90$d27j4@chuka.playstation.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> <6rgta6$12e24@chuka.playstation.co.uk> <35DCOA9A.B33C3F0F@easynet.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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>Such are the sacrifices of being a coder. 


I wonder how many people in the computer games industry actually are 
married with kids? 
i reckon about 2!!! 
John 


—-MESSAGE FILE 3149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01856 


—-MESSAGE FILE 3150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001857 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats—Man 

Date: 20 Aug 1998 18:26:05 GMT 

Organization: SCEE 

Lines: 18 

Message-ID: <01lbdcc04S$9a0b28c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:106 scee.yaroze.freetalk.english: 
1857 


Hi there, 
This I have to see.... 


George 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35DC2056.C75DDB3A@hinge.mistral.co.uk>... 


> Oh yeah - and I'll be finally putting a nice game demo using RsdANIM 
> animations up there RSN as well ;) 
> 


> Craig. 
> 
> 
> 
> 


—-MESSAGE FILE 3150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01857 


—-MESSAGE FILE 3151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001858 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: 20 Aug 1998 18:26:27 GMT 

Organization: SCEE 

Lines: 26 

Message-ID: <0lbdcc04Sa67bab20Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <35DC20F4.E5B6A259@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:107 scee.yaroze.freetalk.english: 
1858 


Hi there, 


Dream a little more... 
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George 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35DC20F4.E5B6A259@hinge.mistral.co.uk>... 

> 

> 

> Craig Graham wrote: 

> 

> > > Anyway, here's the top 15 files downloaded in the last month, 
congrats to "c_graham" ! 

>>> 

> > > 1: /~c_graham/ftp/rsdanim1_4.zip 

>> 

> > Do I win a prize for that ? A Gran Turismo compatible steering 
wheelwould go down nicely ;) 


Even better - how about a couple of tickets to the Sony ECTS party? 


Craig. 


VVVVVVV 


—-MESSAGE FILE 3151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01858 


—-MESSAGE FILE 3152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001859 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: FREE AT LAST 

Date: Thu, 20 Aug 1998 20:41:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6rhu9v$d24j5@chuka.playstation.co.uk> 
NNTP-Posting-Host: client849c.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Hi all, 
Sorry this is kind of a crap message but 


I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology and 
Virual Environments at Abertay-Dundee Uni hurrah | 


To all those who have passed and all those awaiting results good luck/well 
done. 


Bob 
Robert Shand - bob@shand.globalnet.co.uk 


PS - Sorry about the pissed spelling mistakes 


Hic! 


# 


—-MESSAGE FILE 3152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01859 


—-MESSAGE FILE 3153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001860 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stats—Man 

Date: Thu, 20 Aug 1998 21:49:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 44 

Message-ID: <35DC8BE5.6D99@manc.u-net.com> 
References: <6rgno6$12e21@chuka.playstation.co.uk> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


The interesting thing about the list is that chap2.zip isn't even 
on there. Maybe most people got chapterl and thought 

"Hey, I think I'm ready for chapter 4 now." and some went straight 
to chap8, BOOM! 

It's like when you see TV ratings and say Monday's Eastenders 

gets twice as many viewers as Thursday. I mean, why would 

you only watch it on Mondays? Well if you're an Eastenders fan 
there's no telling what you'd do. Jump straight into chapter 8 
probably. (Insult to Eastenders fans INTENDED ;) 


I was wondering what kind of figures we are talking about with 
these stats -- (cynical mode) I can't help thinking some people 
WILL actually keep reloading their files now knowing they get 
counted! Maybe I could train a monkey to do it for me 


Clearly though, the BEST position to be is third, or joint-15th. 
85) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


Paul Holman wrote: 

Anyway, here's the top 15 files downloaded in the last month, 
congrats to "c_graham" | 

: /~c_graham/ftp/rsdaniml_4.zip 
/~c_graham/ftp/pgirl.zip 
/~shaughnj/ftp/bgedit.zip 
/yaroze/ftp/scee/tutor/chapl.zip 
/~c_graham/ftp/rsdanim_lib.zip 
/~jwhitmor/ftp/escapevll.zip 
/~middex2/ftp/gdukl.zip 
/yaroze/ftp/scee/tutor/chap4.zip 
/~MADMARK/ftp/AirlockP.zip 

10: /~middx_uni/ftp/tutorial.zip 

11: /yaroze/ftp/utils/graphic/timtool/timtool.zip 
12: /yaroze/ftp/scee/tutor/chap8.zip 

13: /~deruiter/ym.zip 

=: /yaroze/ftp/scee/tutor/chap3.zip 

15: /~deanmc/ftp/gduk1l.zip 

=: /~shaughnj/ftp/connect4.zip 

—-MESSAGE FILE 3153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01860 


NO OO —] ON Q i QQ N = 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 3154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001861 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 20:56:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35dc8abb.334957@news.playstation.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <6rgt77$12e23@chuka.playstation.c 
o.uk> <6rgta6$12e24@chuka.playstation.co.uk> <35DCOA9A.B33C3F0F@easynet.co.uk> 
NNTP-Posting-Host: p45-francolin-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.announce:108 scee.yaroze.freetalk.english: 
1861 
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On Thu, 20 Aug 1998 12:38:02 +0100, Phil Gooch <philg@easynet.co.uk> 
wrote: 


> 

> 

>John Whitmore wrote: 

> 

>> > Wow, 

>> > I'm like totally impressed...6th position, 2nd highest 
>> >game..... cheers Sony you've just made my day (along with the fact I'm going 
>> >out with my girlfriend for a drink!!!).... 

>> 

>> Sorry that should say EX girlfriend...... hmmmmm 

> 

>Such are the sacrifices of being a coder. 

> 


>I've pacified my partner by buying her lots of presents (books, CDs, Spanish 
>language courses) in an attempt to gain some time to do my GDUK entry. 
>Unfortunately we go away on holiday on Monday, so I've now got only 3 days left. 
> 

>Oh well, here's looking forward to GDUK '99 

> 

>Phil 

> 

> 


I get no grief from mine at all no matter how long I spend coding at 
night....mind you she does live in RusSsia..... 


Richard 


—-MESSAGE FILE 3154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01861 


—-MESSAGE FILE 3155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001862 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Thu, 20 Aug 1998 20:56:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35dc8b62.501476@news.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> <6rh5f0$d24j1@chuka.playstation.co.uk> <6rh5n5$d2j2@chuka.playstation.co.uk> <6 
rh66c$d243@chuka.playstation.co.uk> 

NNTP-Posting-Host: p45-francolin-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 20 Aug 1998 13:52:03 +0100, "Paul Bircham" 
<yaroze@doodlek.globalnet.co.uk> wrote: 


>Well I have just registered on there site, under the company name Doodle 
>Design 
> 


>Well, I was told to make something up, I wasn't told to be creative, hehe 


>Paul [Doodle] 


After all I bet nobody really reads it, someone just types it straight 
into a computer. Just means you'll get loads of junk mail addressed 
to 'Doodle Design'. 


Richard. 


—-MESSAGE FILE 3155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01862 
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-—-MESSAGE FILE 3156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001863 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Thu, 20 Aug 1998 22:42:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35DC982F.E3200F19@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <6rhdpaStpj$1@localnews.wav.scee.sony.co.uk> 

NNTP-Posting-Host: dl-s43-75-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:109 scee.yaroze.freetalk.english: 
1863 


Paul Holman, SCEE wrote: 


> fast line, but a very slow speed client ? Take this to the pro' groups.... 
Sorry I mentioned it here - althought, you did mention it first.... 

> Paul 

> 

> PS I can see it now, people downloading their file a few thousand times to 
> bump up the hits... but I can think of a way it might work. 


Hmmm.. I'd feel offended if I was that way inclined... 


Craig. 


—-MESSAGE FILE 3156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01863 


—-MESSAGE FILE 3157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001864 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats—Man 

Date: Thu, 20 Aug 1998 22:46:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35DC9932.1E1B81C@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <Olbdcc04$9a0b28c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: dl-s43-75-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:110 scee.yaroze.freetalk.english: 
1864 


George Bain wrote: 


> Hi there, 

> 

> This I have to see.... 

> 

Ye of little faith....get Mark_Breugelmans to show you the logobeckRsdANIM 


animations I mailled him (on PSX if he's got it setup) 
- they appear in the game :) 


> George 


Net Yaroze newsgroups message dump.txt Page 2010 


Craig. 


—-MESSAGE FILE 3157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01864 


—-MESSAGE FILE 3158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001865 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Controlling the PAD... 

Date: Thu, 20 Aug 1998 15:35:35 -0700 

Organization: Cisco Systems 

Lines: 138 

Message-ID: <35DCA4B7.23251261@jps.net> 

References: <6rgb76$g19@scea> <6rgmt1$12e20@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:407 scee.yaroze.fr 
eetalk.english:1865 


That would work, although you need to have a flag to note that the 
down direction was released. The reason is that it would appear you 
are using the PadStatus buffer and masking it for the PADdown bit. 
Thus, your code will initiate the timer on the first frame that Down 
is pressed and then the next frame the down direction will still be 
pressed so it will fall through to the else condition. 


It may be more efficient to set up a general queue of events which 
tracks the last 16 or so pad direction presses. That way you could 
know when the down was first pressed then released and check to see 
if a second down/release occurred so many frames afterward. This 
could also extend to fighting games where you would want to track 
the combos of your character. 


For instance, the following (without regard to timing) could provide 
you with the history of pad directional presses for the past 16 

pad events. To check to see if the down was pressed twice, then you 
could check to see if currently the down direction bit is set and that 
somewhere in the history the down was released once and pressed at 
least once before that. If you wanted to check to see if someone did 
a fireball motion (down, down-right, right), you could walk back up 
the queue checking the down and right bits to see if they were set 

in that order. Etc. etc... 


#define PAD_EVENT_LEN 16 
#define PAD_EVENT_MASK (PADdown|PADup|PADleft |PADright) 
u_long PadStatusQ[PAD_EVENT_LEN],PadStatusLast; 


# Call when you need to init 

void InitPadQ( void ) 

{ 

int p; 

for( p=0; p<PAD_EVENT_LEN; p++ ) 
{ PadStatusQ[p]=0; } 

PadStatusLast=0; 


# Support function for PadPoll() 
sub PadAddEvent ( u_long padstat ) 
{ 

int p; 
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# push all events down 
for( p=0; p<(PAD_EVENT_LEN-1); pt+ ) 
PadStatusQ[p]=PadStatusQ[pt1]; 


PadStatusQ[PAD_EVENT_LEN-1] = padstat; 


# Call each video frame after reading the pad 
void PadPoll( u_long current_pad_stat ) 

{ 

# Mask out all bits except the directions.... 
current_pad_stat &= PAD_EVENT_MASK 


# Any change? 
if( current_pad_stat == PadStatusLast ) 
return; 


# Record the new changes... 
PadAddEvent (current_pad_stat); 
PadStatusLast=current_pad_stat; 
} 

- e! 


David Smethurst wrote: 


Steve Tolin wrote in message <6rgb76$g19@scea>... 
>I don't know if anyone has asked this yet.... 


> 

>How would you register a double tap on the d-pad??? 

> 

>Let's say holding down on pad makes character duck 

> if (PadStatus&PADdown) 

> { 

>// printf("You just pressed the D-PAD: DOWN\n"); 
> AnimateDucking(); 

> } 

> 

> 

>What would have to go in here??? 

> 

> if (PadStatús kr ErErEk EKEKA EEKE KERK) 

> { 

>// printf ("You just pressed the D-PAD: DOWN\n"); 
> AnimateCrouch (); 

> } 


I think the only way you would be able to do this is by having a 
timer - 
i.e. 


static short iTimer=0; 
static short iLast=-1; 


if ( PadStatus&PADdown) 
{ 
printf ("You just pressed the D-PAD: DOWN\n"); 
if ( iLast == -1 ) 
{ 
iLast = iTimer; 
printf ("First press\n"); 
} 
else 
{ 
// take it that we want it to be pressed twice within 5 updates 
// you will have to alter this according to how fast you need to do 
// the double press 
if( iTimer - iLast Հ 5 ) 
{ 
AnimateCrouch (); 
iTimer = 0; 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> iLast = -1; 

> } 

> } 

> ) 

> 

> if( ilast != -1 ) iTimer++; 

> 

> This should help. If not just drop me an email 

> 

> D. 

> -- 

> dave@ulthwe.demon.co.uk 

> ICQ: 244386 

Mata ne, thd . 

- e! Mere tenchi@shell.jps.net wee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) an http://www. jps.net/tenchi 


' ւ vid 


-—-MESSAGE FILE 3158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01865 


-—-MESSAGE FILE 3159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001866 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Solid Snake Makes Games with Net Yaroze?? 

Date: Thu, 20 Aug 1998 22:55:18 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6rin3c$g114@scea> 

NNTP-Posting-Host: sud-tcsl-port48.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:872 scee.yaroze.freetalk.english: 
1866 


There are a couple of recently released shots from Metal Gear Solid that 
show a Net Yaroze System in the game... 


We'll if Solid Snake is trying to make games on Yaroze I guess I should 


actually finish a game or something... enjoy.. 


http://media.psmonline.com/media/news/image/mgsaug9. jpg 
http://media.psmonline.com/media/news/image/mgsaug13.jpg 


Steve Tolin 
(who will hopefully finish the project he is working on soon) 


--MESSAGE FILE 3159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01866 


--MESSAGE FILE 3160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001867 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: 21 Aug 1998 07:32:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <memo.19980821082427.54391A@jmhannan.compulink.co.uk> 
References: <6rhu9v$d2j5@chuka.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna20-14.compulink.co.uk 
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> 

> I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology 
> and 

> Virual Environments at Abertay-Dundee Uni hurrah | 

> 


I went to Dundee University, and I really enjoyed it. The only problem is 
that they show Sportscene instead of Match Of The Day, you can't 
understand the locals and they have a Massive inferiority complex against 
the English. 


But ironically, that only adds to the enjoyment. 


Having said that, when applying for jobs, I gave the City of Discovery a 
wide berth - (but that was really due to me not wanting to 'start again' 
in somewhere I already knew.) 


Jeff 


P.S. Assuming you are English, you can also enjoy a ritual caning of the 
Jocks at rugby, which wasn't the case when I was there. 


--MESSAGE FILE 3160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01867 


--MESSAGE FILE 3161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001868 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: 21 Aug 1998 07:32:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <memo.19980821082429.54391B@jmhannan.compulink.co.uk> 
References: <Olbdcae0$f62d7060Sf2e832a2@gbain.wav.scee.sony.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna20-14.compulink.co.uk 


I'm honoured to be in there. 


After GDUK though, I'm sure we will see a new generation of Yaroze games 
that will sweep aside the current crop. It would be good to keep a 
pre-GDUK immaculate collection link, so that people could see how the 
Yaroze games have progressed. 


In fact, I think it would be good to have say a bi-annual state of Yaroze 
list for that very reason, you could see how things move on. 


Jeff 


--MESSAGE FILE 3161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01868 


--MESSAGE FILE 3162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001869 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Fri, 21 Aug 1998 08:36:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6rj87d$d2j6@chuka.playstation.co.uk> 

References: <6rhu9v$d2j5@chuka.playstation.co.uk> <memo.19980821082427.54391A@jmhann 
an.compulink.co.uk> 

NNTP-Posting-Host: client82b6.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 
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Cheers for the advice 
Bob 


Only slightly hung over with a bad case of the squits from a balti :-( 

Jeff Hannan wrote in message 

>> 

>> I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology 
>> and 

>> Virual Environments at Abertay-Dundee Uni hurrah | 

>> 

> 

>I went to Dundee University, and I really enjoyed it. The only problem is 
>that they show Sportscene instead of Match Of The Day, you can't 
>understand the locals and they have a Massive inferiority complex against 
>the English. 

> 

>But ironically, that only adds to the enjoyment. 

> 
>Having said that, when applying for jobs, I gave the City of Discovery a 
>wide berth - (but that was really due to me not wanting to 'start again' 
>in somewhere I already knew.) 

> 

>Jeff 

> 

>P.S. Assuming you are English, you can also enjoy a ritual caning of the 
>Jocks at rugby, which wasn't the case when I was there. 

> 

> 


—-MESSAGE FILE 3162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01869 


—-MESSAGE FILE 3163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001870 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Fri, 21 Aug 1998 09:08:24 +0100 
Organization: DMA Design Ltd 

Lines: 17 

Message-ID: <35DD2AF8.1CB2@dma-design.com> 
References: <6rhu9v$d245@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Shand wrote: 


Hi all, 


I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology and 


> 

> 

> 

> Sorry this is kind of a crap message but 

> 

> 

> Virual Environments at Abertay-Dundee Uni hurrah | 


Congratulations!!! Welcome to Dundee - it's a dump :) I have a friend 
about to start the MSc of that course. Cool - another Yarozer in Dundee 


>) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01870 
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—-MESSAGE FILE 3164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001871 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Fri, 21 Aug 1998 09:09:53 +0100 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <35DD2B51.54E9@dma-design.com> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <memo.19980821082427.54391A@jmhann 
an.compulink.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Jeff Hannan wrote: 

> 

I went to Dundee University, and I really enjoyed it. The only problem is 
that they show Sportscene instead of Match Of The Day, you can't 
understand the locals and they have a Massive inferiority complex against 
the English. 


> 
> 
> 
> 


You betcha. 


> Having said that, when applying for jobs, I gave the City of Discovery a 
> wide berth - (but that was really due to me not wanting to 'start again' 
> in somewhere I already knew.) 


If you want to work in games, you've got DMA Design & Visual Sciences 
both in the Dundee Technology Park, and Codemasters have a N64 team just 
across the Tay in Cooper Angus. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01871 


—-MESSAGE FILE 3165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001872 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Fri, 21 Aug 1998 10:26:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6rjeh7$d247@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> <6rh5f0$d231@chuka.playstation.co.uk> <6rh5n5$d2j2@chuka.playstation.co.uk> <6 
rh66c$d2j43@chuka.playstation.co.uk> <35dc8b62.501476@news.playstation.co.uk> 
NNTP-Posting-Host: client8296.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Richard Cutting wrote in message 


>After all I bet nobody really reads it, someone just types it straight 
>into a computer. Just means you'll get loads of junk mail addressed 
>to 'Doodle Design’. 

> 

>Richard. 

> 


Wells, thats no problem, I addressed it to my parents house, so seeing as I 
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move into my own house in September for Uni the junk mail shouldn't be a 
problem at least not for me, hehehehe 


Paul 


-—-MESSAGE FILE 3165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01872 


—-MESSAGE FILE 3166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001873 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Thu, 20 Aug 1998 23:50:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rjj8q$d2j8@chuka.playstation.co.uk> 
References: <6rhu9v$d245@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology 
and 
>Virual Environments at Abertay-Dundee Uni hurrah | 


Congratulations , I've got a few friends who got their A-Level results 
today and, well, lets put it this way they are fast a sleep right 


HOW Հան on a street corner!! It seems that the relief of getting into 
Uni. is expressed by getting very very drunk....... personally I can't 
remember that much about it my self....hmmmm!! 

John 


—-MESSAGE FILE 3166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01873 


—-MESSAGE FILE 3167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001874 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: Fri, 21 Aug 1998 14:58:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35DD7D14.52642737@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Is this true? 
This was posted to the .codewarrior newsgroup: 


Hi Alex! 


To my experience CW does not seem to be that official. Because I got 
words from Sony, 

that they could not consider a game of mine wrote with CW for the demo 
disc, 

until I rewrite it for GCC. There seems to be a principle difference in 
the executable format 

between GCC and CW what makes trouble to their wrapper program they are 
using on the demo disc. 

Christoph Luerig 
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I can understand this if you are making use of MWDebugI0O.1lib but 
otherwise, this rules out a lot of people from entering competitions 
(including me). Apparently it is a problem with the difference between 
the executable file formats produced by GCC and Codewarrior. 


George - any comments? 


Phil 


-—-MESSAGE FILE 3167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01874 


—-MESSAGE FILE 3168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001875 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS* .com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 09:07:59 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6rjulg$lgqhl@scea> 

NNTP-Posting-Host: d122.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:89 scea.yaroze.beginners:253 scea 
-yaroze.freetalk:874 scee.yaroze.freetalk.english:1875 


I would like to propose that we move our chat sessions to 


http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
room would allow the SCEE members to join the chat sessions, although it 
would be rather late.. I have no idea how many coders sleep. (Me not being 


one of them) 


I also think that this is a better chat room.. Once you set it to Float. 
Let me know what you guys think. 


BTW the chat room was originally set up by Mr Frosty, I just thought I would 
open it to all, considering that there are quite a few SCEA guys that don't 
have access to the SCEE server. 


Regards, 


Jeff Lawton (aka Zark Wizard) / Nemesis 


—-MESSAGE FILE 3168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01875 


—-MESSAGE FILE 3169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001876 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: Fri, 21 Aug 1998 15:55:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <35DD8A59.A1271E85@ndirect.co.uk> 

References: <35DD7D14.52642737@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-38.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Phil Gooch wrote: 


Is this true? 
This was posted to the .codewarrior newsgroup: 


Hi Alex! 


To my experience CW does not seem to be that official. Because I got 
words from Sony, 

that they could not consider a game of mine wrote with CW for the demo 
disc, 

until I rewrite it for GCC. There seems to be a principle difference in 
the executable format 

between GCC and CW what makes trouble to their wrapper program they are 
using on the demo disc. 

Christoph Luerig 


I can understand this if you are making use of MWDebugI0O.lib but 
otherwise, this rules out a lot of people from entering competitions 
(including me). Apparently it is a problem with the difference between 
the executable file formats produced by GCC and Codewarrior. 


George - any comments? 


VVVVVVVVVVVVVV VV VV VV VV 


This doesn't sound good at all. When I ordered my Net Yaroze I was told 
that it wouldn't make any difference whether I used CW or GNU - just 
personal preference. I hope Sony are going to stick to this. I use 
MWDebugIO big time, but it would only take 10 mins to change the code to 
load the files from CD. I'm already a bit miffed that users without CW 
won't be able to run my code, but if getting my stuff onto demo disks is 
ruled out because of CW then I won't be a happy bunny at all. Are Sony 
likely to admit that I would have been better off buying an AR and doing my 
dynamic loading that way rather than using CW? (MWDebugIO is the main 
reason I use CW.) 


Anyway, I don't like to keep banging on about this as I'm generally very 
happy with Sony and the Net Yaroze project, but these things need to be 
resolved. 


Herbs 


—-MESSAGE FILE 3169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01876 


-—-MESSAGE FILE 3170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001877 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: 21 Aug 1998 15:21:40 GMT 

Organization: SCEE 

Lines: 48 

Message-ID: <0Olbdccb3$fe2e4760Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


The problem occurs when CW programs loads stuff in and out (MWDebugIO ..1 
guess). 

Anyhow, the way our launcher program works is by reading a packed file and 
then 
running an "auto" file in that packed file. It's that simple. But if you 
are using MWDebugI0O 
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then there will be problems unless you change all your code to read your 
files off a CD. 
So people doing the above method will have problems. But those CW owners 
not 

using that method won't be effected. I can only recall one game that I had 
problems with 

when trying to use our launcher program. 1 think it was Pandora's 
Box....Anyways I'm 

sure MWDebugIO is really cool and it's rather unfortunate that it doesn't 
work with 

our launcher program. 


Regards, 


George@SCEE 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35DD8A59.A1271E85@ndirect.co.uk>... 


> This doesn't sound good at all. When I ordered my Net Yaroze I was told 
> that it wouldn't make any difference whether I used CW or GNU - just 

> personal preference. I hope Sony are going to stick to this. I use 

> MWDebugIO big time, but it would only take 10 mins to change the code to 
> load the files from CD. I'm already a bit miffed that users without CW 
> won't be able to run my code, but if getting my stuff onto demo disks is 
> ruled out because of CW then I won't be a happy bunny at all. Are Sony 
> likely to admit that I would have been better off buying an AR and doing 
my 

> dynamic loading that way rather than using CW? (MWDebugIO is the main 

> reason I use CW.) 

> 

> Anyway, I don't like to keep banging on about this as I'm generally very 
> happy with Sony and the Net Yaroze project, but these things need to be 
> resolved. 

> 

> Herbs 

> 

> 

> 


—-MESSAGE FILE 3170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
01877 


—-MESSAGE FILE 3171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0001878 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Square Root 

Date: Fri, 21 Aug 1998 16:24:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <35DD914A.BBA25235@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-38.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


OK, I know that using square roots is best avoided, and in most cases 
they can be. But sometimes they just can't be avoided. I decided that 
using floating point was not the way to go, but I've never seen a square 
root algorithm before, so this is what I came up with. 


u_short sq_root(u_long n) { 
u_short a=0x8000; 
u_short b=0; 
u_short c; 


while(a) { 
c=a|b; 
if (c*c<=n) 
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b=c; 
a=a>>1; 
} 
return (b); 


} 


It works fine, but does anyone know a better way to find the sqaure root 
of any u_long? 


Herbs 


—-MESSAGE FILE 3171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01878 


—-MESSAGE FILE 3172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001879 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Square Root 

Date: Fri, 21 Aug 1998 16:43:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <35DD95B2.E5467C24@easynet.co.uk> 
References: <35DD914A.BBA25235@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 


OK, I know that using square roots is best avoided, and in most cases 
they can be. But sometimes they just can't be avoided. I decided that 
using floating point was not the way to go, but I've never seen a square 
root algorithm before, so this is what I came up with. 


u_short sq_root(u_long n) { 
u_short a=0x8000; 
u_short b=0; 
u_short c; 


while(a) { 
c=a |b; 
if (c*c<=n) 
b=c; 
a=a>>1; 
} 
return (b); 


} 


It works fine, but does anyone know a better way to find the sqaure root 
of any u_long? 


VVVVVVVVVVVVVVV VV VV VV VV 


Herbs 

I seem to remember from A level maths that there's a summation expression 
(e.g. 1 + a/n + a/n2...etc) for approximating square root. Can't remember 
what it is, but any standard textbook should have it. 

Phil 


-—-MESSAGE FILE 3172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01879 
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-—-MESSAGE FILE 3173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001880 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-—compiled games for demo disc/GDUK? 
Date: Fri, 21 Aug 1998 16:39:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <35DD94C7.FC29DBEB@ndirect.co.uk> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> ՀՕ1Ե 
dcecb3$fe2e4760S$ f2e832a2@gbain.wav.scee.sony.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-38.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


George Bain wrote: 
Hi there, 


The problem occurs when CW programs loads stuff in and out (MWDebugIO ..1 
guess). 

Anyhow, the way our launcher program works is by reading a packed file and 
then 
running an "auto" file in that packed file. It's that simple. But if you 
are using MWDebugI0O 

then there will be problems unless you change all your code to read your 
files off a CD. 
So people doing the above method will have problems. But those CW owners 
not 

using that method won't be effected. I can only recall one game that I had 
problems with 

when trying to use our launcher program. 1 think it was Pandora's 
Box....Anyways I'm 

sure MWDebugIO is really cool and it's rather unfortunate that it doesn't 
work with 

our launcher program. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


No, that's fine. As long as we all know that we need to do a different build 
which reads the files from CD using the standard libs rather than MWDebugIO, 
that's not a problem. I assumed this would be the case anyway. Maybe this 
information should be in the FAQ. 


Right, now for the next question. Hows about Sony getting permission from 
Metroworks to distribute PSComUtil on the Yaroze members site? Metroworks 
won't even answer my e-mails on this. If this could be arranged then it would 
help us all out. 


Thanks for the help George. 
Herbs 


--MESSAGE FILE 3173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01880 


--MESSAGE FILE 3174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001881 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Square Root 

Date: Fri, 21 Aug 1998 17:06:54 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 29 

Message-ID: <35DD9B1E.3FEAA1E5@scee.sony.co.uk> 
References: <35DD914A.BBA25235@ndirect.co.uk> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


> It works fine, but does anyone know a better way to find the square root 
> of any u_long? 


From the graphics algorithms FAQ... 


void sqrt (u_long square) { 
16ոց 1, Sy Ե. 27 


r = 0չ 
z = square; 
for(t = 0x40000000; t; t >>=2) í 
Տ = r + t; 
if(s <= square) { 
square -Հ s; 
r= Տ + t; 


r >>= 1; 
} 


return r; 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


When their numbers dwindled from 50 to 8, the dwarfs began to suspect "Hungry" 
—-MESSAGE FILE 3174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01881 


—-MESSAGE FILE 3175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001882 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Square Root 

Date: Fri, 21 Aug 1998 18:11:57 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 

Message-ID: <35DDB86D.64EF@livemedia.co.uk> 
References: <35DD914A.BBA25235@ndirect.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I use a lookup table from 0-65535, and for values over that, a 
combination of shifts and un-shifts. Its very quick, and the loss in 
accuracy (for numbers>65535) isn't as much as you'd think. If you didn't 
want to waste so much memory you could always adjust it for 0-4095 or 
0-8191 etc. again with a further loss of accuracy for bigger numbers. 


code below 
cheers 


Charlie 


u_long cc_calcsqrt(u_long a) { 
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// if bigger than 65535 
if(a & Oxffff0000) í 
u_long cnt=0; 


do { 
a = a >> 2; 
cntt++t+; 
} while(a & Oxffff0000); 


return(cc_sqrt[a] << cnt); 
} else { 
return (cc_sqrt[a]); 


} 
} 
Alex Herbert wrote: 
OK, I know that using square roots is best avoided, and in most cases 
they can be. But sometimes they just can't be avoided. I decided that 


using floating point was not the way to go, but I've never seen a square 
root algorithm before, so this is what I came up with. 


u_short sq_root(u_long n) { 
u_short a=0x8000; 
u_short b=0; 
u_short c; 


while(a) { 


return (b); 


} 


It works fine, but does anyone know a better way to find the sqaure root 
of any u_long? 


VVVVVVVVVVVVVV VV VV VV VV VV 


Herbs 
—-MESSAGE FILE 3175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01882 


—-MESSAGE FILE 3176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001883 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: Fri, 21 Aug 1998 18:21:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35DDAC88.35928FBC@hinge.mistral.co.uk> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> <01b 
dcecb3$fe2e4760S f£2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: dl-s11-43-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 


> sure MWDebugIO is really cool and it's rather unfortunate that it doesn't 
> work with 
> our launcher program. 


If MWDebugIO is used properly, you can simply turn off the IO redirectionon the 
CDROM by not calling MWRedirect() or something. 
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We've used it on a comercial project, and taking out that line will pull 
the files from CD instead (using the standard open/read/close) - if you've 
remembered to only read multiples of 2048 as file sizes). Only problem 
there is directory structures, as yaroze folks cann't easily test it.... 


> Regards, 
> 
> George@SCEE 


Craig. 


—-MESSAGE FILE 3176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01883 


—-MESSAGE FILE 3177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001884 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Square Root 

Date: Fri, 21 Aug 1998 18:25:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <35DDAD74.CBCD107B@hinge.mistral.co.uk> 

References: <35DD914A.BBA25235@ndirect.co.uk> <35DD9BI1E.3FEAA1LE5@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s11-—43-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alternatively, if all you want is the length of a vector, 
the manhattan distance approximation: 


inline short manhatan_distance (register unsigned short a, 
register unsigned short b, 
register unsigned short c) 

{ 


register short t; 


if (a<b) // a is > b 
{ 
t=a; 
a=b; 
b=t; 
} 
if (b<c) // b is > cC 
{ 
t=b; 
b=c; 
c=t; 
} 
if (a<b) Fra ASO SD 
{ 
t=a; 
a=b; 
b=t; 
} 
// t=a + (b>>2) + (c>>2); // faster lower accuracy 
t=a + ((11*b)>>5) + (c>>2); // slower, more accurate 


—-MESSAGE FILE 3177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01884 
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-—-MESSAGE FILE 3178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001885 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@Compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Square Root 

Date: Fri, 21 Aug 1998 18:23:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <6rkb09$d2j11@chuka.playstation.co.uk> 

References: <35DD914A.BBA25235@ndirect.co.uk> <35DD9B1E.3FEAA1LE5@scee.sony.co.uk> 
NNTP-Posting-Host: mfs2-dnbqy-166.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Russell wrote in message <35DD9B1E.3FEAA1E5@scee.sony.co.uk>... 
>> It works fine, but does anyone know a better way to find the square root 
>> of any u_long? 


Well heres one I rolled meself, I doubt if its better, haven't got time to 
check at the mo 


u_long ISqrt(u_long X) 
{ 
int bitmax, Step=0; 


u_long V1,V2=0; 


// get 1st estimate 

for (bitmax=0, V1=X; V1!=0; bitmax+t) 
V1>>=1; 

V1=X>> (bitmax>>1); 


// iterative approximation (takes about 4 steps, "Step" is for unequal 
values of V1é&V2) 
while ((V1!=V2) && (Step++<10) ) 


{ 
V2=X/V1; 
V1=(V14+V2) >>1; 
} 

return V1; 


} 


The iteractive approximation is out of Schaums Basic Maths, the 1st estimate 
is something I thought up myself & was rather proud of until I discovered 
some very 

Similar lst aproximations at 
http://www.best.com/~mxmora/umpg/UMPG_II_Mathé&Algorithms.html 


cheers 


Nick (S) 


—-MESSAGE FILE 3178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01885 


--MESSAGE FILE 3179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001886 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Square Root 

Date: Fri, 21 Aug 1998 19:31:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <35DDBCF8.BO18AE1E@ndirect.co.uk> 

References: <35DD914A.BBA25235@ndirect.co.uk> <35DD9BI1E.3FEAAIE5@scee.sony.co.uk> ՀՅ 
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5DDAD74.CBCD107B@hinge.mistral.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-59.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> Alternatively, if all you want is the length of a vector, 
> the manhattan distance approximation: 

> 

> inline short manhatan_distance (register unsigned short a, 


> register unsigned short b, 
> register unsigned short c) 
> í 

> register short t; 

> 

> if (a<b) // a is > b 

> 

> t=a; 

> a=b; 

> b=t; 

> 

> 

> if (b<c) //bis>e 

> 

> t=b; 

> b=c; 

> c=t; 

> 4 

> 

> if (a<b) //ais>b 

> í 

> t=a; 

> a=b; 

> b=t; 

> ) 

> 

> // t=a + (b>>2) + (c>>2); // faster lower accuracy 
> t=a + ((11*b)>>5) + (c>>2); // slower, more accurate 
> 

> return t; 

> ) 


Thanks for that Craig. Not what I was looking for, but I think I'll 
find this very useful. 


Herbs 


—-MESSAGE FILE 3179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01886 


—-MESSAGE FILE 3180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001887 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: Fri, 21 Aug 1998 19:42:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35DDBFA4.A3B699C0@ndirect.co.uk> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> ՀՕ1Ե 
dcecb3$fe2e4760Sf2e832a2@gbain.wav.scee.sony.co.uk> <35DDAC88.35928FBC@hinge.mistral. 
co.uk> 

Reply-To: aherbert@ndirect.co.uk 
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NNTP-Posting-Host: dialin2-59.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


George Bain wrote: 


> sure MWDebugIO is really cool and it's rather unfortunate that it doesn't 
> work with 
> our launcher program. 


If MWDebugIO is used properly, you can simply turn off the IO redirectionon the 
CDROM by not calling MWRedirect() or something. 


VVVVVVVV 


But MWDebugIO doesn't seem to work properly. MWbload() certainly didn't work 
without redirection when I last tried it, so I'd rather leave out MWDebugIO if it's 
going to disk. 


We've used it on a comercial project, and taking out that line will pull 
the files from CD instead (using the standard open/read/close) - if you've 
remembered to only read multiples of 2048 as file sizes). Only problem 
there is directory structures, as yaroze folks cann't easily test it.... 


V V V V 


Really? Oh, I'll try the open/read/close method then. 


Herbs 


—-MESSAGE FILE 3180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01887 


—-MESSAGE FILE 3181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001888 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Fri, 21 Aug 1998 16:11:14 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35DDD462.6803D51F@bigfoot.com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <lddz72k.wg9n2xlbw60cgN@al-—88-128.al.nl1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbin.13jgotlyhlyzé6éN@al-—88-117.al.nl> 
NNTP-Posting-Host: 88.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:875 scee.yaroze.freetalk.english: 
1888 


DEnnis Brinkhuis wrote: 
> succes!! I hope to meet you at the ECTS. 


Sorry... I could only work in going to E3 this year, and that was only because I 
happened to live near Atlanta.. It woulda been cool to go to ECTS, but there would 
be no way to work it in with a new school year and all. I gota keep those math and 
physics grades up so I can goto DigiPen Institute of Technology and then do what I 
love for a living. *crosses fingers* 


'Darco 


--MESSAGE FILE 3181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01888 


Net Yaroze newsgroups message dump.txt Page 2028 


-—-MESSAGE FILE 3182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001889 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Fri, 21 Aug 1998 16:14:40 -0400 

Organization: SCEA News Server 

Lines: 17 
Message-ID: <35DDD530.3E070299@bigfoot .com> 

References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: 88.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:91 scea.yaroze.beginners:254 scea 
-yaroze.freetalk:876 scee.yaroze.freetalk.english:1889 


Jeff Lawton wrote: 


> 

> I would like to propose that we move our chat sessions to 

> 

> http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
> room would allow the SCEE members to join the chat sessions, although it 

> would be rather late.. I have no idea how many coders sleep. (Me not being 
> 


one of them) 


Cool. I'll check it out tonight. I haven't attended any saturday night 
yaroze chat yet, mainly because by the time I remember, it's 11:00pm! 


> BTW the chat room was originally set up by Mr Frosty, I just thought I would 
> open it to all, considering that there are quite a few SCEA guys that don't 
> have access to the SCEE server. 


Heh. Yeah. 
-—-MESSAGE FILE 3182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01889 


—-MESSAGE FILE 3183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001890 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Fri, 21 Aug 1998 14:50:51 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <6rkpiiSlqh4@scea> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-—88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyzé6éN@al1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:877 scee.yaroze.freetalk.english: 
1890 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

> 

>'Darco 


I kept wondering why this DigiPen Institute kept sounding familiar when I 
see people post about wanting to go there... It turns out it's about 2 
blocks from my apartment. Right next to Nintendo and in between the 
Microsoft campuses. Heh. 
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So, if anyone ends up going there, give me a ring and we'll go for beers!! 


I love living in the technology hub of the NorthWest. :) 


-Steve 


--MESSAGE FILE 3183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01890 


--MESSAGE FILE 3184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001891 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: No Miyamoto... 

Date: Fri, 21 Aug 1998 21:00:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <6rl0an$d2j13@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.4 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Continuing in my role as provider of "Unofficial Miyamoto Updates on 
ECTS" the following heartbreaking news was posted on FGN today... 


"Sources say Shigeru Miyamoto has cancelled a planned visit to London to 
promote Zelda 64. Nintendogs creative genius was due to appear at ECTS 
in London on September 6th. But European sources say he wonzgt be making 
the trip. Nintendogs US chief Howard Lincoln will be there, as part of 
Nintendogs renewed effort to make an impression in Europe. Already, some 
cynics are suggesting Miyamoto has been forced to cancel in order to get 
Zelda out on time. Nothing is more crucial to Nintendogs future than the 
appearance of Zelda in 1998. A slip to 1999 could be catastrophic" 


www.fgnonline.com 


Nooooo! Balls. I'm still going down, though, I *suppose*... 
(to ECTS, that is. I don't love Nintendo *that* much) 


Nick 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01891 


—-MESSAGE FILE 3185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001892 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Fri, 21 Aug 1998 22:24:40 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: ՀՇԷ191ո51զի6605Շ68» 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-—88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyzé6éN@a1l-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port19.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:878 scee.yaroze.freetalk.english: 
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1892 

Have you applied to DigiPen yet??? 

Earlier this year I got accepted at DigiPen in Vancouver and was ready to 

move. Then they decided that they were going full tilt with the new start 


up facility in Redmond and all the Vancouver teachers were needed in 
Redmond. 


I have since been invited to attend in Redmond with one small clause.. I 
have to wait for a student VISA.. 


The school did not register with immigration early enough to be allowed 
"foreign" students.. 


Ahhh well.... that's just me ramblin' on about how upset I am that I still 
have to work for a while and live where it snows all the time... Damn I 
hate this place... 


Steve Tolin 
Ե.Տ. 
(I'll move anywhere to get away right now.) 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 
>DEnnis Brinkhuis wrote: 


> 

>> succes!!! I hope to meet you at the ECTS. 

> 

>Sorry... I could only work in going to E3 this year, and that was only 


because I 

>happened to live near Atlanta.. It woulda been cool to go to ECTS, but 
there would 

>be no way to work it in with a new school year and all. I gota keep those 
math and 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

>love for a living. *crosses fingers* 

> 

>'Darco 

> 


> 
> 


-—-MESSAGE FILE 3185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01892 


—-MESSAGE FILE 3186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001893 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Sat, 22 Aug 1998 13:24:57 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <35DEFEE9. 9C64F79Bebigfoot .com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <1lddz72k.wg9n2xlbw60cgN@al-88-128.al.n1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyzé6éN@al1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> <6rkpiiSlqh4@scea> 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:879 scee.yaroze.freetalk.english: 
1893 


Steve Spiller wrote: 
> 


> Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 
> >physics grades up so I can goto DigiPen Institute of Technology and then do 
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what I 
> 


>"Darco 


I kept wondering why this DigiPen Institute kept sounding familiar when I 
see people post about wanting to go there... It turns out it's about 2 
blocks from my apartment. Right next to Nintendo and in between the 
Microsoft campuses. Heh. 


VVVVVVVV 


Sure thing man! That's really cool, you live 2 blocks away from the 
coolest school in the world! 


> I love living in the technology hub of the NorthWest. :) 


Punk. :) 


"Darco 
—-MESSAGE FILE 3186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01893 


-—-MESSAGE FILE 3187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001894 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Still no SCEE access... 

Date: Sat, 22 Aug 1998 13:26:04 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35DEFF2C.E9141C89@bigfoot.com> 

References: <35D8168C.F3D3BEA9@bigfoot.com> <lddz72k.wg9n2xlbw60cgN@al-—88-128.al.nl1> 
<35DB35C7.CDB709D6@bigfoot.com> <ldelbln.13jgotlyhlyz6éN@a1-88-117.al.nl> <35DDD462. 
6803D51F@bigfoot.com> <6rkpiiSlqh4@scea> 

NNTP-Posting-Host: 97.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:880 scee.yaroze.freetalk.english: 
1894 


Steve Spiller wrote: 


Darco wrote in message <35DDD462.6803D51F@bigfoot.com>... 

>physics grades up so I can goto DigiPen Institute of Technology and then do 
what I 

> 

>'Darco 


I kept wondering why this DigiPen Institute kept sounding familiar when I 
see people post about wanting to go there... It turns out it's about 2 
blocks from my apartment. Right next to Nintendo and in between the 
Microsoft campuses. Heh. 


So, if anyone ends up going there, give me a ring and we'll go for beers!! 


I love living in the technology hub of the NorthWest. :) 


VVVVVVVVVVVVV VV VV 


-Steve 
--MESSAGE FILE 3187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01894 


--MESSAGE FILE 3188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001895 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 22 Aug 1998 20:03:04 GMT 

Organization: L4 Software 
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Lines: 27 

Message-ID: <35df239e.1564110@205.149.189.29> 

References: <6rjulg$lqhl@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:92 scea.yaroze.beginners:255 scea 
.yaroze.freetalk:881 scee.yaroze.freetalk.english:1895 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
<jlawton@jadetech*NOSPAMERS*.com> wrote: 


>I would like to propose that we move our chat sessions to 


> 

>http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>room would allow the SCEE members to join the chat sessions, although it 
>would be rather late.. I have no idea how many coders sleep. (Me not being 
>one of them) 

> 

>I also think that this is a better chat room.. Once you set it to Float. 
>Let me know what you guys think. 

> 


>BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>open it to all, considering that there are quite a few SCEA guys that don't 
>have access to the SCEE server. 

> 

>Regards, 

> 

>Jeff Lawton (aka Zark Wizard) / Nemesis 

> 


—-MESSAGE FILE 3188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01895 


-—-MESSAGE FILE 3189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001896 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: Sat, 22 Aug 1998 22:00:35 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <35DF77C3.188387C0@bigfoot .com> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> 
NNTP-Posting-Host: 308.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Alex Herbert wrote: 

> I'm already a bit miffed that users without CW 

> won't be able to run my code, but if getting my stuff onto demo disks is 
> ruled out because of CW then I won't be a happy bunny at all. 


I've compiled programs under Code Warrior and run the files sucessfuly 
using SIOCONS. It works fine. Just make sure you run your programs 
through the "PlayStation Postlinker" first. Then it spits out a PS-X 
file which siocons can read just fine. 


"Darco 
—-MESSAGE FILE 3189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01896 
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-—-MESSAGE FILE 3190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001897 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 
Date: Sat, 22 Aug 1998 22:04:33 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35DF78B1.88CCCBD6@bigfoot .com> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> ՀՕ1Ե 
dcecb3$fe2e4760Sf2e832a2@gbain.wav.scee.sony.co.uk> <35DD94C7.FC29DBEB@ndirect.co.uk> 
NNTP-Posting-Host: 308.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Alex Herbert wrote: 

> Right, now for the next question. Hows about Sony getting permission from 

> Metroworks to distribute PSComUtil on the Yaroze members site? Metroworks 

> won't even answer my e-mails on this. If this could be arranged then it would 
> help us all out. 


The only advantage that this would have is the ability for files to be 
sent from the hard drive to the yaroze while the program is running. 
(You can run codewarrior compiled programs with siocons) Do you really 
need that the IO functions? 


"Darco 
—-MESSAGE FILE 3190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01897 


-—-MESSAGE FILE 3191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001898 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Sun, 23 Aug 1998 16:54:50 +1200 

Organization: Sidhe Interactive 
Lines: 21 

Message-ID: <6ro6so$d24j17@chuka.playstation.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: pl8-max6.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.announce:122 scee.yaroze.freetalk.english: 
1898 


Craig Graham wrote in message <35DC2056.C75DDB3A@hinge.mistral.co.uk>... 
>Paul Holman wrote: 
>And I'll be right up there next month as well 'coz of the releaseof RsdANIM 
v1.5, RSdANIM_lib v2 & the forthcoming Action Replay 

>model & animation preview plugin for RsdANIM - Mario W. can back me 

>up on how much people will want this one :) 


Hmmm, realtime PSX preview mode via AR controllable from the PC - yeah, I 
think people around here will be pretty keen :) 


With the rate Craig is adding features expect RSDAnim to be at the top of 
the downloads list for a while. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 
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—-MESSAGE FILE 3191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01898 


—-MESSAGE FILE 3192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001899 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: 23 Aug 1998 09:42:00 GMT 

Organization: SCEE 

Lines: 31 

Message-ID: <01lbdcel6$f27072e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <6ro6so$d2j17@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:123 scee.yaroze.freetalk.english: 
1899 


Hi there, 
Maybe, but expect RSDAnim to go through alot of virus checkers first.... 
George 


Mario Wynands <mario@sidhe.co.nz> wrote in article 
<6ro6so$d2j17@chuka.playstation.co.uk>... 

> Craig Graham wrote in message <35DC2056.C75DDB3A@hinge.mistral.co.uk>... 
> >Paul Holman wrote: 
> >And I'll be right up there next month as well 'coz of the releaseof 
RsdANIM 

> v1.5, RsdANIM_lib v2 & the forthcoming Action Replay 

>model & animation preview plugin for RsdANIM - Mario W. can back me 
>up on how much people will want this one :) 


Hmmm, realtime PSX preview mode via AR controllable from the PC - yeah, I 
think people around here will be pretty keen :) 


With the rate Craig is adding features expect RSDAnim to be at the top of 
the downloads list for a while. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


VVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 3192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01899 


—-MESSAGE FILE 3193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001900 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Stats-—Man 

Date: Sun, 23 Aug 1998 13:28:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35E00AEC.83D5B21A@hinge.mistral.co.uk> 

References: <6rgno6$12e21@chuka.playstation.co.uk> <35DC2056.C75DDB3A@hinge.mistral. 
co.uk> <6ro6so$d2j17@chuka.playstation.co.uk> <Olbdcel6S$f27072e0Sf2e832a2@gbain.wav. 
scee.sony.co.uk> 

NNTP-Posting-Host: d3-s7-163-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:126 scee.yaroze.freetalk.english: 
1900 

George Bain wrote: 

> Hi there, 

> 

> Maybe, but expect RSDAnim to go through alot of virus checkers first.... 

(sticks tongue out, blows rasberry) 

> George 

Craig. 


—-MESSAGE FILE 3193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01900 


—-MESSAGE FILE 3194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001901 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Sun, 23 Aug 1998 14:36:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6rp51lq$3602@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm in Dundee too, if you look out your work window, and bounce your vision 
off several reflective surfaces, you'll see me beavering away over at Visual 
Sciences :) Crap shops in Dundee, aren't they? 


Mike. 


>Congratulations!!! Welcome to Dundee - it's a dump :) I have a friend 
>about to start the MSc of that course. Cool - another Yarozer in Dundee 
>:) 


>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 3194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01901 


—-MESSAGE FILE 3195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001902 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Sun, 23 Aug 1998 16:03:16 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <lde81t1.lgya5onlgiipfyN@al-88-113.al.nl> 
References: <6rhu9v$d27j5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-113.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Shand <shand@globalnet.co.uk> wrote: 
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> Hi all, 

> 

> Sorry this is kind of a crap message but 

> 

> I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology and 
> Virual Environments at Abertay-Dundee Uni hurrah | 

> 

> To all those who have passed and all those awaiting results good luck/well 
> done. 

> 

> Bob 

> Robert Shand - bob@shand.globalnet.co.uk 

> 

> PS - Sorry about the pissed spelling mistakes 

> 

> Hic! 

> # 

Congratulations... 

DEnnis.. 


-—-MESSAGE FILE 3195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01902 


—-MESSAGE FILE 3196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001903 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: WorldMaker Program Update 

Date: Sun, 23 Aug 1998 11:16:52 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6rpfar$3605@chuka.playstation.co.uk> 
NNTP-Posting-Host: 167-27-206.ipt.aol.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is just to let everyone know about the update of my WorldMaker program 
(3D level editor). The specs are finished and it is currently importing PSX 
3D file formats (TMD and RSD). I have decided on using OpenGL only with 
GLUT (a OS independant windowing system built on top of OpenGL). This means 
that you will be able to run WorldMaker in Windows 95/NT, OS2, SGI, and 
Linux. 

I am also bumping up the release date because I do not have to deal with 
Windows specific code. I am giving myself a liberal 4 months, with Alphas 
and Betas to be tested within that time. That should give me enough time to 
code the PS side of things too! 

If you haven't heard, WorldMaker will support the following: 


1) 3D Terrain- defines where the player and other game characters can walk 
and where they cannot walk. Also provides solid ground flaging. 


2) Objects- location, labeling, definition, and condition/effect of objects 
in the 3d world. 


3) Characters- location and definition of both enemies and friends alike. 
Includes strength (hp) and other attribute definition. 


4) Scenes- Still thinking of whether or not I will impliment this feature, 
it will import a TOD animation and allow for a scene (like in FF7) to be 
played out to watch using the games 3D engine. I have a lot of cool ideas 
for this one, but I don't know if everyone will be able to use it, unless I 
code a TOD exporter from some 3D program (I have been thinking about it). 


5) I also have been thinking about defining a spline path for the camera, I 
have no reason to use it as I believe my cameras will be based off of the 
characters position, but it might be useful to someone else. 


Anyway, have to get coding.... 


If you have any suggestions or comments, post them or email me at: 
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KIRYU@aol.com 


Nathan Miller 
Ryu Ki Software 


—-MESSAGE FILE 3196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01903 


—-MESSAGE FILE 3197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001904 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WorldMaker Program Update 

Date: 23 Aug 1998 16:58:19 GMT 

Organization: SCEE 

Lines: 11 

Message-ID: <01lbdce53$e639d880Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6rpfar$3605@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


May the force be with you young Skywalker. 
George 


Nathan Miller <kiryu@aol.com> wrote in article 
<6rpfar$3605@chuka.playstation.co.uk>... 


> I am also bumping up the release date because I do not have to deal with 

> Windows specific code. I am giving myself a liberal 4 months, with 

Alphas 

> and Betas to be tested within that time. 

-—-MESSAGE FILE 3197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01904 


—-MESSAGE FILE 3198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001905 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: SCEE Tutorial is now posted. 

Date: 23 Aug 1998 17:01:44 GMT 

Organization: SCEE 

Lines: 15 

Message-ID: <01lbdce54$60707780Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6rcgsp$gll@scea> <lde07ni.1lxvmashg3aa80N@al-—88-126.al.nl> <35DAD002.7E2 
OF4E5@ndirect.co.uk> <6resr8$g15@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:884 scee.yaroze.freetalk.english: 
1905 


Hi Steve, 

I think it's a European thing. Oh Canada baby! 

George 

Steve Tolin <titan@vianet.on.ca> wrote in article <6resr8$gl5@scea>... 


> Wow... you guys REALLY don't like that much... 
> 


Touchy subject I guess. 


> 
> 
> Steve Tolin 
> 
> 


—-MESSAGE FILE 3198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01905 
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—-MESSAGE FILE 3199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001906 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GDUK: 7 days and counting 

Date: Sun, 23 Aug 1998 20:52:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp323.enterprise.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Dear, oh dear. My games only about 30% finished! How's everyone else who's 
entering getting on? Better than me I hope! 


-—-MESSAGE FILE 3199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01906 


-—-MESSAGE FILE 3200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001907 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Sun, 23 Aug 1998 20:11:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35e07730.858716@news.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> <6rh5f0$d2j1@chuka.playstation.co.uk> <6rh5n5$d2j2@chuka.playstation.co.uk> <6 
rh66c$d243@chuka.playstation.co.uk> <35dc8b62.501476@news.playstation.co.uk> <6rjeh7 
$d2j7@chuka.playstation.co.uk> 

NNTP-Posting-Host: p56-duck-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 21 Aug 1998 10:26:37 +0100, "Paul Bircham" 
<yaroze@doodlek.globalnet.co.uk> wrote: 


> 

>Richard Cutting wrote in message 

>>After all I bet nobody really reads it, someone just types it straight 
>>into a computer. Just means you'll get loads of junk mail addressed 
>>to 'Doodle Design’. 

>> 

>>Richard. 

>> 

> 

>Wells, thats no problem, I addressed it to my parents house, so seeing as I 
>move into my own house in September for Uni the junk mail shouldn't be a 
>problem at least not for me, hehehehe 

> 

>Paul 

> 

> 


Heh heh. I once had a friend who registered his job title as 'Chief 
Bastard' he got a nice badge with it on and everything..... 


—-MESSAGE FILE 3200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01907 


—-MESSAGE FILE 3201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001908 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: Sun, 23 Aug 1998 20:15:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35e077ca.1012641@news.playstation.co.uk> 
References: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-Host: p56-duck-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 23 Aug 1998 20:52:22 +0100, "Ben James" <elvis@enterprise.net> 
wrote: 


>Dear, oh dear. My games only about 30% finished! How's everyone else who's 
>entering getting on? Better than me I hope! 

> 

> 


Currently awaiting on artwork and even then I don't know if I'm going 
to enter it....hopefully I'll get it in time to enter it for the ECTS 
thingy at least...... 


Richard 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 3201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01908 


—-MESSAGE FILE 3202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001909 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS registration... 

Date: Sun, 23 Aug 1998 22:05:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rq08i$3607@chuka.playstation.co.uk> 

References: <6qfhcg$ldg13@chuka.playstation.co.uk> <6rgt75$12e22@chuka.playstation.c 
o.uk> <6rh5f0$d2j1@chuka.playstation.co.uk> <6rh5n5$d2j2@chuka.playstation.co.uk> <6 
rh66c$d243@chuka.playstation.co.uk> <35dc8b62.501476@news.playstation.co.uk> <6rjeh7 
$d2j37@chuka.playstation.co.uk> <35e07730.858716@news.playstation.co.uk> 
NNTP-Posting-Host: client852d.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Richard Cutting wrote in message 
>Heh heh. I once had a friend who registered his job title as 'Chief 
Bastard’ he got a nice badge with it on and everything..... 


>] 
> 
> 


Hehehe, yes but did he wear his badge? 
It just shows that they don't read the forms 


Paul 


--MESSAGE FILE 3202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01909 


—-MESSAGE FILE 3203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001910 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: Sun, 23 Aug 1998 22:00:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <6rq0o0g$3609@chuka.playstation.co.uk> 
References: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d29-063.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ben James wrote in message <6rprt8$3606@chuka.playstation.co.uk>... 
>Dear, oh dear. My games only about 30% finished! How's everyone else who's 
>entering getting on? Better than me I hope! 


Nyyyayaaayayaaya - ditto, may end up being a paper only entry, 
I find it helps to count the hours, about 170 left. 


cheers 


Nick S 


—-MESSAGE FILE 3203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01910 


-—-MESSAGE FILE 3204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001911 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: fedeedw@charlie.cns.iit.edu (Ed Federmeyer) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Sun, 23 Aug 1998 20:58:03 GMT 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35e08214.583875025@charlie.cns.iit.edu> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D899FB.2105F7A7@bigfoot.com> Հ 
35D9332F .4D48@mdx.ac.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 18 Aug 1998 08:54:23 +0100, Robert Swan <rs1l08@mdx.ac.uk> 
wrote: 


>> SCEE has GDUK. And that's a big incentive... I'd love to enter GDUK. Well, 
>> I'd also love to even have access the SCEE site, but that's a whole nother 
>> gripe that I'm not about to get into again. (Yall are probably tired of 

>> hearing me gripe about that anyway, sorry) 


> 
>Gduk is an incentive, but then again me and others have been doing stuff 
>anyway, and even when we're not we still talk (a load of rubbish). 


>Seriously guys, whoever should sort out his access to SCEE should sort 
>out his access to SCEE, it has been a while. 


I can't understate the importance of this kind of creative outlet 
enough! I have a choice of programming for the Yaroze and having a 
few people see my stuff, or the PC, where I can send .ZIP files to all 
my friends and coworkers, and put it on my (non-Yaroze) web site for 
thousands of people to try. Which one do you think provides a bigger 
incentive? 


(Having said that, the incentive of being the only person I know 
personally that can program the PlayStation is also very cool! :-) 
But even that wears thin after awhile. 


I just brought my Yaroze to work the other day to show off my stuff, 
and it was awsome to see people actually playing and enjoing my games. 
But it was a really big pain in the *&%@# to setup (find the time, not 
be intrusive on the "real" work, etc.) Luckily where I work is very 
cool about this kind of thing, but I imagine alot of place won't stand 
for "goofing off" like that. 


Anyway, after many months of non-Yaroze projects, (and enjoying the 
Summer by the way!) what kicked me into gear was a chance to get my 
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stuff on the ECTS'98 demo disc. Even if it doesn't get on there, just 
having a chance to get my stuff out there was well worth it. 


I really wish SCEA members had a "Fame Game" (or we could enter the 
SCEE Fame Game") to shoot for. Man, if only I had 12 chances a year 
to get on a real PSX disc!!!! Granted, a "Fame Game" like 


opportinity was never promised to us, and I can see not creating a 
whole seperate SCEA "fame game" for various reasons, but I don't see a 
good reason for SCEA and SCEI members to be excluded from the SCEE 
"Fame Game". 


Ed Federmeyer 


—-MESSAGE FILE 3204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01911 


—-MESSAGE FILE 3205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001912 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: Mon, 24 Aug 1998 00:01:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6rq71m$36010@chuka.playstation.co.uk> 
References: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-—Host: modem030.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ben James wrote in message <6rprt8$3606@chuka.playstation.co.uk>... 
>Dear, oh dear. My games only about 30% finished! How's everyone else 
who's 

>entering getting on? Better than me I hope! 

> 

Well, my game will *probably* get more or less finished - I'm less sure 
about the front end, but I really want to get the SFX in. For what it's 
worth, anyway :-) I don't think it'll be walking off with any prizes, 
but I hope it entertains people for at least 5 minutes and shows how 
much I've learnt in 6 months. Bloody hell, I've spent sooo long in the 
last 3 weeks writing it... it'd better be 1/2 decent. :-) 


Good luck to everyone else. I bet we'll all be more prepared for GDUK 
99, eh? (Nick ponders a 3D entry...) 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01912 


—-MESSAGE FILE 3206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001913 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: 24 Aug 1998 00:34:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <Olbdcef6S64f38700S026f6f6ftwo> 

References: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.171.236.29 
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X-Newsreader: Microsoft Internet News 4.70.1161 


heh heh 

I thought I was doing well but thought I would play the 
game for a bit... oh boy what a lot to do :) 

Pete. 


|| Death is a non-maskable interrupt | | 
-—-MESSAGE FILE 3206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01913 


—-MESSAGE FILE 3207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001914 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 

Date: Mon, 24 Aug 1998 11:30:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35E140C8.6EBO012F@ndirect.co.uk> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> ՀՕ1Ե 
decb3$fe2e4760Sf2e832a2@gbain.wav.scee.sony.co.uk> <35DD94C7.FC29DBEB@ndirect.co.uk> 
<35DF78B1.88CCCBD6@bigfoot .com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Darco wrote: 


Alex Herbert wrote: 

> Right, now for the next question. Hows about Sony getting permission from 

> Metroworks to distribute PSComUtil on the Yaroze members site? Metroworks 

> won't even answer my e-mails on this. If this could be arranged then it would 
> help us all out. 


The only advantage that this would have is the ability for files to be 
sent from the hard drive to the yaroze while the program is running. 


VV V N V VV V 


Which all my programs do. 


> (You can run codewarrior compiled programs with siocons) Do you really 
> need that the IO functions? 


Yep. The MwWDebugIO stuff is very useful. 
Herbs 


--MESSAGE FILE 3207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01914 


—-MESSAGE FILE 3208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001915 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: Mon, 24 Aug 1998 11:51:35 +0100 
Organization: I wish! 

Lines: 13 

Message-ID: <35E145B7.3C9F@mdx.ac.uk> 

References: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Ben James wrote: 

> 

> Dear, oh dear. My games only about 30% finished! How's everyone else who's 
> entering getting on? Better than me I hope! 


Well, mine's going just a bit slower, but maybe that's because Ive got 
so much other stuff on as well. Was hoping to get a new version up today 
with animated main character, weather effects and other people you can 
talk to... but we'll see. As for sound effects, title screen, world map, 
decent storyline, decent graphics, gameplay, well there just may not be 
time to include them 


Rob 
—-MESSAGE FILE 3208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01915 


—-MESSAGE FILE 3209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001916 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: 24 Aug 1998 11:35:59 GMT 

Organization: SCEE 

Lines: 13 

Message-ID: <0Olbdcef0S0a5bc060Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6rprt8$3606@chuka.playstation.co.uk> <35E145B7.3C9F@mdx.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Rob, 

Cool, another Swan technical demo...ha! :) 

George 

Robert Swan <rsl108@mdx.ac.uk> wrote in article <35E145B7.3C9F@mdx.ac.uk>... 
As for sound effects, title screen, world map, 


decent storyline, decent graphics, gameplay, well there just may not be 
time to include them 


> 
> 
> 
> 
> Rob 

> 

—-MESSAGE FILE 3209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01916 


—-MESSAGE FILE 3210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001917 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 


Subject: (no subject) 
Date: Mon, 24 Aug 1998 13:09:32 +0100 
Organization: I wish! 


Lines: 34 
Message-ID: <35E157FC.4682@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 
CC: GDUK, and, marking, and, stuff 


There are five main catagories in GDUK being marked by the team in 
Scotland: 

best computer game 

best computer generated artwork/animation 

best audio 


Net Yaroze newsgroups message dump.txt 


best game design 
best game utility 


and one being marked by sony (from what I got from George) 
best yaroze game 


which have the best entries all put forward for the overall title: 
best UK game developer '98 


My intuition says that entries on the yaroze get put onto a black cd 
which are 

then sent to the judges in Scotland for them to judge against the other 
entries in the same category. What worries me is that when I spoke to 
George he kind of gave 

me the impression that none were going to Scotland, which would be 
bizarre and 

not good (seeing as Im entering both best yaroze + best computer game 
categories) 


Id just like to know exactly what is happening, and Ive put the request 
for clarification up here so anyone else wondering can find out too. 


Entry for the yaroze category is by email to Sony, and entry to the 
other categories is by sending off forms to Scotland, but this means 
Scotland wont get any information regarding any good games in the yaroze 
category which they might have wanted to consider for the best UK 
developer title? How does this all work? 


Robert Swan 
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—-MESSAGE FILE 3210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01917 


—-MESSAGE FILE 3211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001918 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: GDUK and marking and registration 
Date: Mon, 24 Aug 1998 13:09:42 +0100 
Organization: I wish! 

Lines: 34 

Message-ID: <35E15806.6118@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


There are five main catagories in GDUK being marked by the team in 
Scotland: 

best computer game 

best computer generated artwork/animation 

best audio 

best game design 

best game utility 


and one being marked by sony (from what I got from George) 
best yaroze game 


which have the best entries all put forward for the overall title: 
best UK game developer '98 


My intuition says that entries on the yaroze get put onto a black cd 
which are 

then sent to the judges in Scotland for them to judge against the other 
entries in the same category. What worries me is that when I spoke to 
George he kind of gave 

me the impression that none were going to Scotland, which would be 
bizarre and 

not good (seeing as Im entering both best yaroze + best computer game 
categories) 
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Id just like to know exactly what is happening, and Ive put the request 
for clarification up here so anyone else wondering can find out too. 


Entry for the yaroze category is by email to Sony, and entry to the 
other categories is by sending off forms to Scotland, but this means 
Scotland wont get any information regarding any good games in the yaroze 
category which they might have wanted to consider for the best UK 
developer title? How does this all work? 


Robert Swan 
—-MESSAGE FILE 3211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01918 


—-MESSAGE FILE 3212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001919 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GDUK Competition 

Date: Mon, 24 Aug 1998 13:55:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6rrn85$36011@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To clear up any confusion regarding submission to the GDUK Competition I 
refer to my posting to anounce on of 10/6/98 


In addition to the GDUK Rules and Regs, please note the following additions 


1. Participants into 'The Best Net Yaroze Game' Category must be registered 
SCEE UK Net Yaroze Members. 

2. Net Yaroze entries should be placed on the Member's Home Page by 31st 
August 1998 which is the Competition closing date. SCEE will arrange for 
all Net Yaroze entries to be put onto gold disc which will then be submitted 
to GDUK for judging purposes. 

3. Entrants into 'The Best Net Yaroze Game' Category should indicate this 
clearly on the GDUK registration form and entrants should also e-mail their 
intention to enter the competition to Net Yaroze administration at SCEE 
PS_Yaroze@playstation.sony.com 


If anyone has any further queries please let me know 
Regards 


Sarah Bennett 
Net Yaroze Project Manager 


—-MESSAGE FILE 3212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01919 


—-MESSAGE FILE 3213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001920 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK and marking and registration 

Date: 24 Aug 1998 13:42:40 GMT 

Organization: SCEE 

Lines: 27 

Message-ID: <0OlbdcefdS$42b2be20Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35E15806.6118@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Robert, 
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I think we got mixed up. I thought I was talking about ECTS entries. 
Please read Sarah's post about GDUK entries. 


Regards, 


Gl 


George@SCEI 


Robert Swan <rsl08@mdx.ac.uk> wrote in article <35E15806.6118@mdx.ac.uk>... 


> and one being marked by sony (from what I got from George) 
> best yaroze game 


My intuition says that entries on the yaroze get put onto a black cd 
which are 


entries in the same category. What worries me is that when I spoke to 
George he kind of gave 

me the impression that none were going to Scotland, which would be 
bizarre and 

not good (seeing as Im entering both best yaroze + best computer game 
categories) 


VVVVVVVVV 


> Robert Swan 
> 


then sent to the judges in Scotland for them to judge against the other 
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-—-MESSAGE FILE 3213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01920 


—-MESSAGE FILE 3214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001921 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: new look for SCEE site 

Date: Mon, 24 Aug 1998 16:20:27 +0100 
Organization: The Hex Heroes 

Lines: 46 

Message-ID: <35E184BB.6663@writeme.com> 
References: <6r90foSea912@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-033.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Paul Bircham wrote: 


> Looks like the new SCEE site is up and running, it has a new look, and 


> I would have to say that I'm not too keen on the new look, maybe it 
> will grow on me. 


Mmm, I go on holiday for a week - and look what happens... 


For the record, I think the 'new look' website is pretty shoddy. Yep, 
things are easier to find, but I reckon this could have been altered a 
little more subtley. Anybody fancy a straw poll? 


If I could make a few humble suggestions: 


Include text links for each section on the main page, instead of (but 
certainly as well as) the image map - this will make the site more 
accessible to everybody (yep, maybe even palm-pilot owners, Paul!). 
The additional benefit is that you have a visible indication of which 
bits you've visited already. 


Bring back the 'news last updated' date marker. 
Have someone spell check the pages ;op 


If possible, reconfigure the home pages listing system - maybe keep a 
continually updating html file on the Sony Server for quicker access. 


The CGI script is becoming very slow (certainly from where I'm sitting). 
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Alternatively, split up the script so that only the pages registered in 
the last month are displayed (the full list being accessible at the 
click of a button). 


Change the games top-ten so that it's no longer a numbered list 
(everyone has different favourite games - ordering them is a pretty 
pointless exercise). Don't limit the list to ten games, this is also 
very restrictive. Alternatively, implement a voting system - each member 
having a vote a month, or something. 


Either way, link directly to the member's page, rather than keeping a 
dodgy copy on the list page. This will ensure that hit-—whore members 
don't get narky about losing visitors and the latest (best) version of 
their game will be the only one available. 


Bring back the staff list - 'Lewis, Colin - Technical Queeries' was 
always good for a chuckle. 


James (mrfrosty) 
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-—-MESSAGE FILE 3214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01921 


—-MESSAGE FILE 3215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001922 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Sony ECTS Party! 

Date: Mon, 24 Aug 1998 16:26:49 +0100 
Organization: The Hex Heroes 

Lines: 24 

Message-ID: <35E18639.28CD@writeme.com> 


References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-—88- 


al.nl> 

NNTP-Posting-Host: at14-033.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> Hmmm, the SCEE boys at the course said you are goodlooking. Will you 
> be there? I would like to have a glimpse of you so I know who the most 
> loved (and only) woman in the world of European Net Yaroze is. 

> And I noticed that there is no other way to get the tickets? So all 

> "beginners" are out? And all the 'non-coders' to.... տուք ;-( 

> My hard got broken by the only woman within ENY. 

> But be carefull Sarah, there is a (disguised) member around desperate 
> seeking for girls, and since your the only one around..... 

> 

> Cheers, 

> 

> DEnnis "always waching my back" madmac.... hehehe 


Been at the bottle again DEnnis? 


If it excites you, as far as I know, Sarah isn't the only woman with ENY 
(12 jeez). Contain yourself - There are at least three of 'em to bug in 
Sony HQ Soho. 


Sorry girls - BIg BAd DEnnis is on your case... 


James. 


115» 


—-MESSAGE FILE 3215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01922 


-—-MESSAGE FILE 3216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001923 
Path: chuka.playstation.co.uk!news 
From: James Rutherford <hexheroes@writeme.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 
Date: Mon, 24 Aug 1998 16:47:33 +0100 
Organization: The Hex Heroes 

Lines: 17 

Message-ID: <35E18B15.2332@writeme.com> 
References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> 
NNTP-Posting-Host: at14-033.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Mario Perdue wrote: 
> 
> The problem with having the chat in a public area is you would have to 
> restrict your discussions. 

> 

> Mario 


Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 
there are any SCEA members who would like to host the Chat-—Room on a 
secure page, then I'd feel a bit happier about it - indeed, I'd be 
fairly happy for anyone to post the code on their secure page, if I 
could be persuaded which of the two chat-rooms I've registered for (Chat 
Planet, Xoom) is the better option. Suggestions? 


James (mrfrosty) 
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-—-MESSAGE FILE 3216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01923 


—-MESSAGE FILE 3217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001924 
Path: chuka.playstation.co.uk!news 
From: James Rutherford <hexheroes@writeme.com> 


Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 


Subject: Re: SCEA regular chat sessions 9pm EST 
Date: Mon, 24 Aug 1998 16:50:30 +0100 
Organization: The Hex Heroes 

Lines: 17 

Message-ID: <35E18BC6.6CDF@writeme.com> 
References: <6rjulg$lqhl@scea> <35df£239e.1564110@205.149.189.29> 
NNTP-Posting-Host: at14-033.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Xref: chuka.playstation.co.uk scea.yaroze.beginners:256 scea.yaroze.freetalk:886 sce 


e.yaroze.freetalk.english:1924 


Mario Perdue wrote: 
> 
> The problem with having the chat in a public area is you would have to 
> restrict your discussions. 

> 

> Mario 


Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 
there are any SCEA members who would like to host the Chat-Room on a 
secure page, then I'd feel a bit happier about it - indeed, I'd be 
fairly happy for anyone to post the code on their secure page, if I 
could be persuaded which of the two chat-rooms I've registered for (Chat 
Planet, Xoom) is the better option. Suggestions? 


James (mrfrosty) 


—-MESSAGE FILE 3217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01924 
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-—-MESSAGE FILE 3218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001925 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 16:51:47 +0100 

Organization: The Hex Heroes 

Lines: 4 

Message-ID: <35E18C13.4398@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme . com> 

NNTP-Posting-Host: at14-033.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:257 scea.yaroze.freetalk:887 sce 
e.yaroze.freetalk.english:1925 


As a side issue, why can't I post to scea.announce, like the rest of 
this thread (hrmmph!) 


James. 
--MESSAGE FILE 3218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01925 


--MESSAGE FILE 3219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001926 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: Mon, 24 Aug 1998 16:56:18 +0100 
Organization: The Hex Heroes 

Lines: 18 

Message-ID: <35E18D22.31CE@writeme.com> 
References: <6rprt8$3606@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-033.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Ben James wrote: 


> Dear, oh dear. My games only about 30% finished! How's everyone else 
> who's entering getting on? Better than me I hope! 


Mmm, well I was working on some jazzy 3D game - got fairly far, but 
decided to ditch in favour of an old favourite of mine. 


I've rewritten SBF from scratch - and am working on the options screens 
at the moment. Hopefully they'll be as good fun to play with as the game 
(ahem!). 


Sleepless nights permitting, should debut okay at GDUK. 


My guess is that a couple of very secretive people will pull something 
out at the last minute, like the Edge compo. Are you there, guys? 


James. 
—-MESSAGE FILE 3219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01926 


-—-MESSAGE FILE 3220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001927 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: FREE AT LAST 

Date: Mon, 24 Aug 1998 17:36:46 +0100 
Organization: DMA Design Ltd 

Lines: 16 

Message-ID: <35E1969E.BDO0@dma-design. com> 
References: <6rhu9v$d27j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <6r 
p51q$3602@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Enoch wrote: 

> 

> I'm in Dundee too, if you look out your work window, and bounce your vision 
> off several reflective surfaces, you'll see me beavering away over at Visual 
> Sciences :) Crap shops in Dundee, aren't they? 


Heheh, I know the Visual Science office well :) What bugs me most about 
the shops in Dundee is the fact they just don't realise people work 
later than 5:30pm and work on Bank Holidays too. Grrrr. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01927 


—-MESSAGE FILE 3221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001928 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: 24 Aug 1998 20:24:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bdcf9csš8f08ac40S026f6f6f@two> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme . com> 

NNTP-Posting-Host: 195.171.230.83 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:258 scea.yaroze.freetalk:888 sce 
e.yaroze.freetalk.english:1928 


Sorry James I'm a bit confused does this mean that the chat room isn't 
accessible by anyone, it's just -heavenly body- dropped by during a 
discussion the other night ? 


Pete. 


|| Death is a non-maskable interrupt || 


Mmm, this is why I kept the Java access code on a secure server - Whilst 
I approve of getting as many people into it as possible, I don't think a 
public page is suitable (hence why I didn't put it on one myself). If 


James (mrfrosty) 


VVVVVVV 


-—-MESSAGE FILE 3221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01928 


-—-MESSAGE FILE 3222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001929 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Mon, 24 Aug 1998 21:54:54 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <35ele0ff.34276498@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <35E18C13.4398@writeme.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:259 scea.yaroze.freetalk:889 sce 
e.yaroze.freetalk.english:1929 


Good question. I thought it was an open message base like all the 
others. I'll look into it. 


Mario 


On Mon, 24 Aug 1998 16:51:47 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 


>As a side issue, why can't I post to scea.announce, like the rest of 
>this thread (hrmmph!) 

> 

>James. 


—-MESSAGE FILE 3222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01929 


-—-MESSAGE FILE 3223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001930 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Tue, 25 Aug 1998 00:34:08 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldeaevt .n5d81flu0edw6N@al-—88-136.al.nl> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-—88-115. 
al.nl> <35E18639.28CD@writeme.com> 
NNTP-Posting-Host: al-88-136.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> Been at the bottle again DEnnis? 

> 

> If it excites you, as far as I know, Sarah isn't the only woman with ENY 
> (!? jeez). Contain yourself - There are at least three of ‘em to bug in 
> Sony HQ Soho. 

> 

> Sorry girls - BIg BAd DEnnis is on your case... 

> 

> James. 

Hehehehehe, yeahhhhh i'm on to the NY girls ... hehehehehehe... 


Who was the bloke in the dress again? 
DEnnis... 


-—-MESSAGE FILE 3223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01930 


—-MESSAGE FILE 3224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 2052 


0001931 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Sony PDA Dev/Library upgrades 

Date: Mon, 24 Aug 1998 18:49:01 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35E1EDDD.2851BCC9@bigfoot.com> 

References: <35C14295.8D5EF12A@mail.datasys.net> <35ce5bc6.17015644@news.scea.sony.c 
om> 

NNTP-Posting-Host: 236.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1931 scea.yaroze.freetalk 
:890 


Jason Jones wrote: 


Hello, 

If everyone would like an update to the Yaroze libraries and would 
like to get Sony supporting us again. I would suggest everyone send an 
email to J. Patton j_patton@playstation.sony.com. As far as I know, he 
is still the head of the yaroze project at SCEA. Everyone send him an 
email letting him know that WE support Sony and the Yaroze program and 
that they should be supporting us. 


VVVVVVV VY 


Unfortunately I believe that the only people who are even capable of 
making an update are at SCEI. : ( 


"darco 
—-MESSAGE FILE 3224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01931 


—-MESSAGE FILE 3225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001932 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Mon, 24 Aug 1998 23:15:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35e1f346.18474755@news.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <memo.19980821082427.54391A@jmhann 
an.compulink.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On 21 Aug 1998 07:32:29 GMT, jJmhannan@cix.co.uk (Jeff Hannan) wrote: 


>> 

>> I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology 
>> and 
>> Virual Environments at Abertay-Dundee Uni hurrah | 

>> 

> 

>I went to Dundee University, and I really enjoyed it. The only problem is 
>that they show Sportscene instead of Match Of The Day, you can't 
>understand the locals and they have a Massive inferiority complex against 
>the English. 


You mean not the Abertay Dundee? there two uni's in the dundee area, 
the university of dundee and abertay dundee. 
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/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01932 


—-MESSAGE FILE 3226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001933 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Mon, 24 Aug 1998 23:16:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35e3f410.18676865@news.playstation.co.uk> 

References: <6rhu9v$d245@chuka.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


oh dear another one. i am going to abertay i think. 


On Thu, 20 Aug 1998 20:41:27 +0100, "Robert Shand" 
<shand@globalnet.co.uk> wrote: 


>Hi all, 

> 

>Sorry this is kind of a crap message but 

> 

>I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology and 
>Virual Environments at Abertay-Dundee Uni hurrah | 

> 
>To all those who have passed and all those awaiting results good luck/well 
>done. 

> 

>Bob 

>Robert Shand - bob@shand.globalnet.co.uk 

> 

>PS - Sorry about the pissed spelling mistakes 

> 

>Hic! 

># 

> 

> 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01933 


—-MESSAGE FILE 3227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001934 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Mon, 24 Aug 1998 23:17:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35e4f460.18756029@news.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


oh dear! how many? that 2 so far i have counted from the news group. 
what do you mean dump? you got to be joking, i am going to spend a 
long time there. 


On Fri, 21 Aug 1998 09:08:24 +0100, Brian Baird <brian@dma-design.com> 
wrote: 


>Robert Shand wrote: 

>> 

>> Hi all, 

>> 

>> Sorry this is kind of a crap message but 

>> 

>> I'VE FINBISHED MY 'A' LEVELS - I'm going to do Computer games Technology and 
>> Virual Environments at Abertay-Dundee Uni hurrah | 


> 

>Congratulations!!! Welcome to Dundee - it's a dump :) I have a friend 
>about to start the MSc of that course. Cool - another Yarozer in Dundee 
>:) 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01934 


-—-MESSAGE FILE 3228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001935 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK: 7 days and counting 

Date: Tue, 25 Aug 1998 02:39:37 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <35E28659.202A@dial.pipex.com> 

References: <6rprt8$3606@chuka.playstation.co.uk> <35E18D22.31CE@writeme.com> 
NNTP-Posting-Host: userm616.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Rutherford wrote: 
> 
> My guess is that a couple of very secretive people will pull something 
> out at the last minute, like the Edge compo. Are you there, guys? 

> 


Er, well... my Edge compo entry IS my GDUK entry (the shame of it!), 
new, improved version, of course. 


-Chris 
--MESSAGE FILE 3228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01935 


--MESSAGE FILE 3229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001936 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <xjk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA 

Date: Tue, 25 Aug 1998 02:45:39 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <35E287C3.6659@dial.pipex.com> 

References: <6qib7h$ldg19@chuka.playstation.co.uk> <35D899FB.2105F7A7@bigfoot.com> Հ 
35D9332F.4D48@mdx.ac.uk> <35e08214.583875025@charlie.cns.iit.edu> 

NNTP-Posting-Host: userm616.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Ed Federmeyer wrote: 


I really wish SCEA members had a "Fame Game" (or we could enter the 
SCEE Fame Game") to shoot for. Man, if only I had 12 chances a year 
to get on a real PSX disc!!!! Granted, a "Fame Game" like 


opportinity was never promised to us, and I can see not creating a 
whole seperate SCEA "fame game" for various reasons, but I don't see a 
good reason for SCEA and SCEI members to be excluded from the SCEE 
"Fame Game". 


VVVVVVVVV 


I'm not sure what the REAL rules are about the Fame Game disks as I seem 
to remember one of them featured 'Terra Incognita' (or whatever) which I 
think was exclusively developed by SCEI member. Go figure (as they say) 


-Chris 
--MESSAGE FILE 3229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01936 


--MESSAGE FILE 3230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001937 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Tue, 25 Aug 1998 10:01:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6rtual$pdo3@chuka.playstation.co.uk> 

References: <6rhu9v$d2j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The night life sucks, and depending where you live, all the buildings are a 
bit drab, made of some gray stone and really high. Supposedly it gets more 
sun than some southern resorts(!), if you believe the travel brochures that 
is. :) Oh, and they call roundabouts "circles" for some reason. Bear that 
in mind when you ask for directions, as there are loads of "circles" in 
Dundee, so everywhere is "Past the circle, go left, straight on to the third 
circle after the traffic lights...." 


But who cares about all that (apart from the night life...)? As a student 
no doubt you'll spend most of your stay drunk, and the rest studying! 


Mike. 


—-MESSAGE FILE 3230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01937 


-—-MESSAGE FILE 3231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001938 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Tue, 25 Aug 1998 11:38:41 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldebbhe.rcqwz7qw3um8N@al1-88-119.al.nl1> 
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References: <6r90foSea912@chuka.playstation.co.uk> <35E184BB.6663@writeme.com> 
NNTP-Posting-Host: 81-88-119.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


another sugestion for the new page. Is it possible to make a public vote 
section? 

Something like a page where we can vote for games and decide ourselves 
wich are the best games. 

Something like a list with registered games. You can point a game out 
and give it a grade. The page will show howmany votes are registed for 
that game, the total amount of points for this game and the Overall 
grade. 

Also an option to add new games. 


It's maybe a bit ambitous, but I think it would be a good and fair 
addition that would update itself just like the home-page section. 


DEnnis... 


2056 


—-MESSAGE FILE 3231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01938 


—-MESSAGE FILE 3232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001939 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-—design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: FREE AT LAST 

Date: Tue, 25 Aug 1998 11:05:02 +0100 
Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <35E28C4E.4B82@dma-—design.com> 


References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 


e4f460.18756029@news.playstation.co.uk> <6rtualSpdo3@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Enoch wrote: 


> 

> The night life sucks, and depending where you live, all the buildings are a 
> bit drab, made of some gray stone and really high. Supposedly it gets more 
> sun than some southern resorts(!), if you believe the travel brochures that 
> is. :) Oh, and they call roundabouts "circles" for some reason. Bear that 
> in mind when you ask for directions, as there are loads of "circles" in 

> Dundee, so everywhere is "Past the circle, go left, straight on to the third 
> circle after the traffic lights...." 


Hehhe. I didn't mean to scare people off Dundee :) It's got a very large 
student population, a rather large amount of pubs, a fair smattering of 
restaurants etc, a total lack of decent game shops, rain, rain & more 
rain. 


And it's got DMA too - always a plus :) 


Brian @ DMA 


[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 3232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01939 


—-MESSAGE FILE 3233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001940 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Sony ECTS Party! 

Date: Tue, 25 Aug 1998 15:33:20 +0100 
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Organization: The Hex Heroes 

Lines: 8 

Message-ID: <35E2CB30.75C9@writeme.com> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-—88-136.al.nl> 
NNTP-Posting-Host: at15-020.publab.ed.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> Hehehehehe, yeahhhhh i'm on to the NY girls ... hehehehehehe... 
> Who was the bloke in the dress again? 


Ahem, I think that was Rob Swan - hands off, DEn... 


James. 
—-MESSAGE FILE 3233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01940 


—-MESSAGE FILE 3234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001941 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Chat Room consensus 

Date: Tue, 25 Aug 1998 15:55:45 +0100 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <35E2D071.65FD@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9c$8f08ac40S026f6f6fetwo> 

NNTP-Posting-Host: at15-020.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:260 scea.yaroze.freetalk:891 sce 
e.yaroze.freetalk.english:1941 


Peter Dollochan wrote: 


> Sorry James I'm a bit confused does this mean that the chat room isn't 
> accessible by anyone, it's just -heavenly body- dropped by during a 
> discussion the other night ? 


Yep, the Chat Room /is/ accessible to anyone, which is why I wanted to 
keep the Java code away from public pages. The Xoom chat-room (the one 
that used to be the main one) was my personal favourite and seemed to be 
pretty secure. The Chat-Planet organisation (currently hosting the 
available chat room) has the dubious advantage that members from other 
chat-rooms are able to duck in on yours if there is someone in there. 
Perhaps fairly predictably, most of the other frequently visited chat 
pages concern Busty Brenda's house of Sin and other such niceties - 
though I'm not entirely sure whether "heavenly body' would get off on 
Chat-Yaroze... 


The Xoom Chatroom, I believe, is not advertised publicly and not 
accessible publicly without the relevant bit of Java code. Did people 
have a problem with the Xoom one, but not the Earthweb one? If not, I'd 
like to bring that back and keep it away from public servers. 


James. 
—-MESSAGE FILE 3234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01941 


—-MESSAGE FILE 3235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001942 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS CARDS!!! 

Date: Tue, 25 Aug 1998 17:42:14 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldebm5z.3hc6q592031sN@al1-88-130.a1l.nl1> 
NNTP-Posting-Host: 81-88-130.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I'm hunting for those ECTS cards now for a wile and I tried to get them 
from every souce I have. I now have 2 cards registrated on my name. For 
the rest I got lots of brochures.... I chuck most of them in the bin. 
Now I just started reading this and I noticed that the little form on 
thise brochures is also an free entry card. I never payed attention to 
it and I had in mind thet the form had to be sent in or be faxed, thats 
also what the form tells. But... there is also the option to bring the 
filled in form to the ECTS. In that case you do need to get in the que 
at the show (wich can be loooong). Anyhow, I still have about 9 forms. 

I have 2 cards for direct access (with my name on them) and I could sent 
the other 7 out for them who want them. Notice that if you have the 
large brochure (that comes with the personalized cards) also has 2 forms 
on it. So.... a personized card gets you in the easy way without que, 
the forms get you in for free, but do expect a que. If you have a form 
but not a personal ticket, try to fax, mail or register at the site to 
avoid the que. 


For all Net Yaroze-members..... 

Shall we meet at the sony-stand every day at 13.00 hours? That way we 
can meet eachother in person. The sonystand is supposed to be large, so 
we'll be at the Net Yaroze section. Maybe sony can even make a special 
Net Yaroze meetingpoint for us... that would be a good idea.... 

And please try to sent in a picture of you to put with the profiles on 
my profile-list. This way you can recognize some of the members (maybe). 
If your profile is not on the list, please sent me your profile with a 
jpg-picture (name the picture after your membername) 


ok... 


hope to meet you all at the ECTS... 


DEnnis.... 


Page 2058 


—-MESSAGE FILE 3235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01942 


—-MESSAGE FILE 3236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001943 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Tue, 25 Aug 1998 17:48:51 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldebvzl.liigbbil2bjy4gN@al1-88-130.al.nl1> 


0.75C9@writeme.com> 
NNTP-Posting-Host: al-88-130.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


C 


DEnnis Brinkhuis wrote: 


> Hehehehehe, yeahhhhh i'm on to the NY girls ... hehehehehehe... 
> Who was the bloke in the dress again? 


V V V V V V 


Ahem, I think that was Rob Swan - hands off, DEn... 


References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81fludedw6N@al-—88-136.al.nl> <35E2CB3 
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> 
> James. 
Oh... eugh.... better not... 


Too bad that girls are such a toutchy subject. And about that bit I 
wrote wile I was drunk, don't always take me serious! 


Hope Lara Croft will be on the ECTS.... 
just kidding. 


DEnnis... 
—-MESSAGE FILE 3236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01943 


—-MESSAGE FILE 3237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001944 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Tue, 25 Aug 1998 17:53:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35E2EC14.1B0A@england.com> 

References: <ldebm5z.3hc6q592031sN@a1-88-130.al.nl> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 

> 

> Shall we meet at the sony-stand every day at 13.00 hours? That way we 
> can meet eachother in person. 


Scary thought... 


I'm booked to be in the area anyway, so I might try and sneak in. Don't 
let that put anybody else off though =) 


> The sonystand is supposed to be large, so 
> we'll be at the Net Yaroze section. Maybe sony can even make a special 
> Net Yaroze meetingpoint for us... that would be a good idea.... 


-and maybe some sandwiches, and T-shirts. How about it? 
> And please try to sent in a picture of you to put with the profiles on 


my profile-list. This way you can recognize some of the members 
(maybe). 


Vv 


It sounds like most of you would be pretty difficult to miss. I'll be on 
the look-out for a lecher, a cross-dresser, a short fat guy with frizzy 
hair and someone with white hair and long teeth. 


Should be interesting.. 

=) 

Rob. 

-—-MESSAGE FILE 3237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01944 


—-MESSAGE FILE 3238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001945 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: RsdANIM - no more releases : ( 

Date: Tue, 25 Aug 1998 17:55:49 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <35E2EC95.FA63D55Behinge.mistral.co.uk> 


NNTP-Posting-Host: d2-s20-114-telehouse.mistral.co.uk 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1945 scee.yaroze.announce 
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Unfortunately, I've just lost my nice cosy day job (embedded systems), 
so I'll have to put a lot of my time into finding, getting into & making 


a good show of, a new job. 


SOs e I'm afraid as of now I'll be stopping all work on RsdANIM, 


ARS and the nice game demo I was intending to release. 


the forseable future...... 
Sorry, but I gotta pay the rent.... 


Craig Graham. 
(this, on top of the virus - good grief...) 


-—-MESSAGE FILE 3238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01945 


-—-MESSAGE FILE 3239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001946 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 
Date: Tue, 25 Aug 1998 18:00:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6ruqquS$pdo8@chuka.playstation.co.uk> 


References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> <35 


e4f460.18756029@news.playstation.co.uk> 
NNTP-Posting-Host: client83bd.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


This is for 


Sorry I haven't said much lately, kind of forgot about this thread :-). 


Something to with a hang over (I think.) 
I far as I can gather 


Brian Baird - Works with DMA 
Michael Enoch - Works with Visual Sciences 


Alan Yuen - Is going to Abertay- Dundee to to the CGTVE course (this year?) 


So here is the main bit of the message 


1 How much involvement have both DMA and Visual Sciences got with the 


CGTVE course at Abertay-—Dundee? 


2) Erm.. I arrive for the 22nd of Sep, so when shall we all meet up in one 
of the many pubs before going onto a crap club, having a balti and 


regretting it in the morning? 
Talk to you soon 
Bob 


bob@shand.globalnet.co.uk 


Page 2060 
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--MESSAGE FILE 3239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01946 


—-MESSAGE FILE 3240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001947 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Chat Room consensus 

Date: 25 Aug 1998 18:21:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <01bdd054S5998b10a0SO026f6f6fetwo> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9cS8f08ac40S026f6f6f@two> <35E2D071.65FD@writeme.com> 
NNTP-Posting-Host: host5-99-44-26.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:261 scea.yaroze.freetalk:892 sce 
e.yaroze.freetalk.english:1947 


Hi James, 


The only prob was most of the names (common ones) were 
already being used(so you had probs logging on) but if you 
put your proper name in the description field when logging 
on the info was just a click away so i suppose... 

bring back the old one :) 


Pete. 


|| Death is a non-maskable interrupt | | 


James Rutherford <hexheroes@writeme.com> wrote in article 
<35E2D071.65FD@writeme.com>... 
> Peter Dollochan wrote: 


> Sorry James I'm a bit confused does this mean that the chat room isn't 
> accessible by anyone, it's just -heavenly body- dropped by during a 
> discussion the other night ? 


Yep, the Chat Room /is/ accessible to anyone, which is why I wanted to 
keep the Java code away from public pages. The Xoom chat-room (the one 
that used to be the main one) was my personal favourite and seemed to be 
pretty secure. The Chat-Planet organisation (currently hosting the 
available chat room) has the dubious advantage that members from other 
chat-rooms are able to duck in on yours if there is someone in there. 
Perhaps fairly predictably, most of the other frequently visited chat 
pages concern Busty Brenda's house of Sin and other such niceties - 
though I'm not entirely sure whether "heavenly body' would get off on 
Chat-Yaroze... 


The Xoom Chatroom, I believe, is not advertised publicly and not 
accessible publicly without the relevant bit of Java code. Did people 
have a problem with the Xoom one, but not the Earthweb one? If not, I'd 
like to bring that back and keep it away from public servers. 


James. 


VVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 3240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01947 


—-MESSAGE FILE 3241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001948 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Tue, 25 Aug 1998 22:15:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 


Net Yaroze newsgroups message dump.txt Page 2062 


Message-ID: <6rv613S$pdo9@chuka.playstation.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> 

NNTP-Posting-Host: p301-106.ppp.get2net.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1948 scee.yaroze.announce 
2130 


Hi Craig, 


Sad to hear.... (Anyway, I think you'll have lots of job opportunities with 
your capabilities, tough!) 


You've previously talked about releasing the source for RSDANIM.-> 

I think it'll be good idea at this point to release it, as there's still 
many bugs and improvements to be made, someone might want to continue 
updating it! 


Furthermore: good luck finding a new job! 


org sys 

ld hl,message 

. loop 

ld a, (ու) 

inc hl 

ora 

ret z 

call sys_printchar 

jr loop 

-message db "You're one cool guy!",0 


Regards, 


Carlos Pieterse 


-—-MESSAGE FILE 3241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01948 


-—-MESSAGE FILE 3242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001949 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Tue, 25 Aug 1998 21:24:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6rv6éb4Spdol0@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6rtualSpdo3@chuka.playstation.co.uk> <35E28 
C4E. 4B82@dma-—design.com> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


He's right, Dundee isn't that bad :) 
Everyone should come! Hehehe 
Mike. 


>Hehhe. I didn't mean to scare people off Dundee :) It's got a very large 
>student population, a rather large amount of pubs, a fair smattering of 
>restaurants etc, a total lack of decent game shops, rain, rain & more 
>rain. 

> 

>And it's got DMA too - always a plus :) 

> 

>—— 
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>Brian @ DMA 
> 
>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 3242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01949 


-—-MESSAGE FILE 3243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001950 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: 26 Aug 1998 07:46:38 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <01bdd062S$49255e00Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35E2EC95.FA63D55Behinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1950 scee.yaroze.announce 
131 


Hi there, 


Lets hope it had nothing to do with infecting dozens of people with a virus 


: ( 
George 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<35E2EC95.FA63D55B@hinge.mistral.co.uk>... 

> Unfortunately, I've just lost my nice cosy day job (embedded systems), 
so I'll have to put a lot of my time into finding, getting into & making 


a good show of, a new job. 


ՏԾ pi I'm afraid as of now I'll be stopping all work on RsdANIM, 
ARS and the nice game demo I was intending to release. This is for 
the forseable future...... 


Sorry, but I gotta pay the rent.... 


Craig Graham. 
(this, on top of the virus - good grief...) 


VVVVVVVVVVVV VV V 


—-MESSAGE FILE 3243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01950 


—-MESSAGE FILE 3244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001951 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Wed, 26 Aug 1998 10:16:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35E3D26A.14EF@saqnet.co.uk> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@a1-88-130.al.nl1> 

NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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DEnnis Brinkhuis wrote: 

> 

> Hope Lara Croft will be on the ECTS.... 

> 

Of course she will. Core are showing Tomb Raider III, so she'll be 
there, on the screen, as usual... 


Oh. You didn't mean that sad model (whoever it is now) who pretends to 
be Lara in real life, did you..? 


չ-) 


Nick F 
—-MESSAGE FILE 3244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01951 


—-MESSAGE FILE 3245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001952 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Wed, 26 Aug 1998 10:35:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35E3D6F5.69EF9079@hinge.mistral.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> <01lbdd062S$49255e00$f2e832a2@gbai 
n.wav.scee.sony.co.uk> 

NNTP-Posting-Host: d3-s47-203-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1952 scee.yaroze.announce 
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George Bain wrote: 


> Hi there, 

> 

> Lets hope it had nothing to do with infecting dozens of people with a virus 
> :( 

George - can you lay off the virus bit. The fact that my name is plasteredall 


over the SCEE yaroze site (and implied on the ProDev site as well) is 
gonna make it hard enough to get another job as it is. 


And no, it's got bugger all to do with the virus - most of my work is in 
embedded systems, I only coded Playstation stuff for fun, and a bit of 

pro stuff just for the challenge (I didn't even get payed from the last PSX 
project I worked on). 


> George 


Craig. 


—-MESSAGE FILE 3245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01952 


-—-MESSAGE FILE 3246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001953 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Wed, 26 Aug 1998 10:55:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6s0lqoSpdoll@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> <35 
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e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


1) Hmm, not sure which course/s we have involvement with, but I know we have 
some involvement with Abertay Uni. They're doing some sort of AI research I 
think for one thing. Oh, and we've had some student types sat in the corner 
doing something for a while. 


2) No idea, whenever you want as long as we kick Fl out the door by then, 
I've been doing 80 hour weeks for about 3 months or more. Probably going to 
stay that way until we're done. 


Mike. 

>1) How much involvement have both DMA and Visual Sciences got with the 
>CGTVE course at Abertay-—Dundee? 

> 


>2) Erm.. I arrive for the 22nd of Sep, so when shall we all meet up in one 
>of the many pubs before going onto a crap club, having a balti and 
>regretting it in the morning? 


-—-MESSAGE FILE 3246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01953 


-—-MESSAGE FILE 3247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001954 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Wed, 26 Aug 1998 13:47:40 +0100 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35E403EC.71FC@writeme.com> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81fludedw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@a1-88-130.al.nl1> 

NNTP-Posting-Host: at15-072.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> Too bad that girls are such a toutchy subject. And about that bit I 
> wrote wile I was drunk, don't always take me serious! 


Relax DEnnis, I could never take you seriously ;) 
But I was right about the bottle, eh?? 


Girls? Touchy subject? 

You're worse than Dominik 'geezer' Diamond! 

(Sorry, I guess that won't mean much to you unless you got GamesMaster 
on Dutch TV). 


James. 
—-MESSAGE FILE 3247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01954 


—-MESSAGE FILE 3248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001955 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Chat Room consensus 
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Date: Wed, 26 Aug 1998 13:51:13 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35E404C1.3D4F@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E18BC6.6CDF@writ 
eme.com> <Olbdcf9cS8f08ac40S026f6f6f@two> <35E2D071.65FD@writeme.com> <01bdd054$998b 
10a0S026f6f6f@two> 

NNTP-Posting-Host: at15-072.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:262 scea.yaroze.freetalk:893 sce 
e.yaroze.freetalk.english:1955 


Peter Dollochan wrote: 
> bring back the old one :) 


I'm with that - anybody else. 
Views on chat times? 
Suggestions? 


James. 
-—-MESSAGE FILE 3248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01955 


—-MESSAGE FILE 3249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001956 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Wed, 26 Aug 1998 13:57:43 +0100 

Organization: The Hex Heroes 

Lines: 14 

Message-ID: <35E40647.49F1@writeme.com> 

References: <ldebm5z.3hc6q592031sN@al-—88-130.al.nl> <35E2EC14.1B0OA@england.com> 
NNTP-Posting-Host: at15-072.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Ryan wrote: 


> It sounds like most of you would be pretty difficult to miss. I'll be 
> on the look-out for a lecher, a cross-dresser, a short fat guy with 
> frizzy hair and someone with white hair and long teeth. 


I'll be the one in the Snowball Fight promo T-Shirt - the good-looking 
one in case there are two (hey, I'm just kidding, Nick :p ) 


Either that, or I'll come as polygon-reduction man (anybody else with 
that T-shirt going?) 


James. 
James. 
—-MESSAGE FILE 3249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01956 


—-MESSAGE FILE 3250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001957 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Wed, 26 Aug 1998 13:58:44 +0100 

Organization: The Hex Heroes 

Lines: 8 

Message-ID: <35E40684.4FEC@writeme.com> 
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References: 


<ldebm5z .3hc6q592031sN@al-88-130.al.nl> <35E2EC14.1B0A@england.com> <35E 
40647.49F1@writeme.com> 


NNTP-Posting-Host: at15-072.publab.ed.ac.uk 


Mime-Version: 


1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 3.03 (Win95; I) 


James Rutherford wrote: 


> 
> 
> 


Crikey, 


ames. 
ames. 


գ. 


twice!! 
-—-MESSAGE FILE 3250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01957 


I hope that's the last time I'm stupid enough to sign my name 


-—-MESSAGE FILE 3251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001958 


Path: 


chuka.playstation.co.uk!news 


From: Brian Baird <brian@dma-design.com> 


Newsgroups: 
Subject: 


scee. 
Re: Meet you in the pub ( was FREE AT LAST) 


yaroze.freetalk.english 


Date: Wed, 26 Aug 1998 17:08:28 +0100 


Organization: 


Lines: 37 


Message-ID: 
References: 


DMA Design Ltd 


<35E432FC.EBC@dma-—design.com> 
<6rhu9v$d245@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 


e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> 


Reply-To: 


brian@dma-design.com 


NNTP-Posting-Host: 195.153.133.80 


Mime-Version: 


1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
Mailer: Mozilla 3.0 (Win95; I) 


X- 


Robert Shand wrote: 


WAN MN NU NOVO MN N: 


Sorry I haven't said much lately, kind of forgot about this thread :-). 
Something to with a hang over (I think.) 


I far as I can 


gather 


Brian Baird - Works with DMA 
Michael Enoch - Works with Visual Sciences 


Alan Yuen - Is 


Add Martin Goode 
has a Yaroze but 


> 
> 
> 
> 


So here is the 


going to Abertay- Dundee to to the CGTVE course (this year?) 


to that list - an artist on the team I'm on at DMA. He 
doesn't participate in the newsgroups. 


main bit of the message 


1 How much involvement have both DMA and Visual Sciences got with the 
CGTVE course at Abertay-—Dundee? 


DMA allegedly had some involvement in its setting up, but I dunno how 
much. As for during the actual course, not a lot I don't think. We do 
have an ex-programmer working as a lecturer there - I think he handles 
the Yaroze & the C/C++. 


> 


Heheh. 


2) Erm.. I arrive for the 22nd of Sep, so when shall we all meet up in one 
> of the many pubs before going onto a crap club, having a balti and 
> regretting it in the morning? 


notice/thought. 
Michael - the joys of working on a project that isn't due out this 
Chrimbo :) No ECTS rush either for a change... 


I'm sure something could be arranged with a bit of 
I'm kinda lucky to *not* be in crunch mode unlike 


Net Yaroze newsgroups message dump.txt Page 2068 
Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01958 


—-MESSAGE FILE 3252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001959 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: 26 Aug 1998 17:01:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <memo.19980826175316.5827A@jmhannan.compulink.co.uk> 
References: <35e1f346.18474755@news.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna23-07.compulink.co.uk 


> You mean not the Abertay Dundee? there two uni's in the dundee area, 
> the university of dundee and abertay dundee. 
> 


The University of Dundee. 
Jeff 


—-MESSAGE FILE 3252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01959 


—-MESSAGE FILE 3253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001960 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Wed, 26 Aug 1998 22:08:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <6sl1tl1$ckrl@chuka.playstation.co.uk> 

References: <6rhu9v$d2j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> <6s0lq 
o$pdoll@chuka.playstation.co.uk> 

NNTP-Posting-Host: client828c.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


>2) No idea, whenever you want as long as we kick Fl out the door by then, 
>I've been doing 80 hour weeks for about 3 months or more. Probably going 
to 

>stay that way until we're done. 


Shit. And I WANT to go into this industry :-) 


At least the money is good. This money IS good isn't it? 
> 

>Mike. 

> 


—-MESSAGE FILE 3253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01960 


—-MESSAGE FILE 3254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001961 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Wed, 26 Aug 1998 22:08:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6sltmeSckr2@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqqu$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> 

NNTP-Posting-Host: client828c.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


I'll be in contact about the pub then. Any clues as to the project you are 
working on? 


>Heheh. I'm sure something could be arranged with a bit of 
>notice/thought. I'm kinda lucky to *not* be in crunch mode unlike 
>Michael - the joys of working on a project that isn't due out this 
>Chrimbo :) No ECTS rush either for a change... 

> 

>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


--MESSAGE FILE 3254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01961 


--MESSAGE FILE 3255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001962 

Path: chuka.playstation.co.uk!news 

From: Steve <SMR@cs.bham.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: GDUK and Codewarrior 

Date: Wed, 26 Aug 1998 22:53:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35E483E0.A649BB75@cs.bham.ac.uk> 
NNTP-Posting-Host: diall7.bham.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Sorry to drag this up again. 


I've been compiling my game with code warrior. But it runs fine through 
siocons. 

in fact I've never tried it with pscomutil. Does this mean it will be 
okay as a GDUK entry? or do I have to rebuild it with gcc? 


I'll upload the codewarrior version to my page. if it turns out this is 
no good will someone please e-mail me. 


Cheers 


Steve Randerson 
(user Id = bobbins) 


—-MESSAGE FILE 3255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01962 


—-MESSAGE FILE 3256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001963 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK and Codewarrior 

Date: Wed, 26 Aug 1998 23:07:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 2070 


Lines: 5 

Message-ID: <6s20vdSckr3@chuka.playstation.co.uk> 
References: <35E483E0.A649BB75@cs.bham.ac.uk> 
NNTP-Posting-Host: ppp334.enterprise.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As far as I know, Codewarrior compiled programs are ok provided you don't 
use the non-standard IO functions for using your computers file system. That 
is, functions in MWDebugIO.lib. Can somebody verify this as correct?? 


—-MESSAGE FILE 3256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01963 


—-MESSAGE FILE 3257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001964 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Thu, 27 Aug 1998 00:01:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6s244vSckr4@chuka.playstation.co.uk> 

References: <6rhu9v$d27j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> <6s0lq 
o$pdoll@chuka.playstation.co.uk> <6sltl1$ckri@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well, it all depends on your perspective really. I'd rather be doing this 
than a normal job, no matter the hours. But you do have to be careful, a 
few weeks back I completely burnt out, woke up with a migraine, which got 


worse all day until I couldn't stand up without nearly blacking out. That 
was really dumb and I've been trying to cut back a bit regardless of the 
deadlines. You've gotta sleep sometime. 


The money? Hmm, well, getting paid to do something you want to do means the 
money is always going to be pretty good. :) But again it depends on your 
perspective, I've done so many hours recently I probably get paid less 
hourly than the cleaning lady. I don't get overtime pay, but I hear the 
bonus will be good... Hopefully the next project will have a more forgiving 
schedule. 


Don't get me wrong, I love my job, but when it switches from something you 
just want to do, to being something you HAVE to do as well, that's when the 
money does start to matter and you have to make sure you get a life too. 
It's all too easy for people to take advantage of you because it's something 
you like to do. 


God, what a pessimist eh? I've gone too long without drink and a good 
laugh. I'd recommend a job in the games industry to anyone. Try your 
damndest to get in, anywhere you can, and then when you get good, try real 
hard to find a decent company that thinks of its employees as well as the 
deadlines. Or start your own :) 


Well, it's getting late, rant over, back to work..... 
Mike. 


"HIIII-HOOOOOO!!! HIIII-HOOOOOOO!!'! 
Hi-Ho! Hi-Ho! 
It's off to work we go..." 


Robert Shand wrote in message <6sltl1lSckrl@chuka.playstation.co.uk>... 

>>2) No idea, whenever you want as long as we kick Fl out the door by then, 
>>I've been doing 80 hour weeks for about 3 months or more. Probably going 
>to 

>>stay that way until we're done. 

> 
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>Shit. And I WANT to go into this industry :-) 

> 

>At least the money is good. This money IS good isn't it? 
>> 

>>Mike. 

>> 

> 

> 

> 


-—-MESSAGE FILE 3257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01964 


—-MESSAGE FILE 3258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001965 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 04:04:58 +0200 

Organization: Debri Productions 

Lines: 25 

Message-ID: <ldedzch.1ltpunfrnkw58uN@al-88-139.al.nl> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
. com> 

NNTP-Posting-Host: 81-88-139.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


> Too bad that girls are such a toutchy subject. And about that bit I 
> wrote wile I was drunk, don't always take me serious! 


Relax DEnnis, I could never take you seriously ;) 


But I was right about the bottle, eh?? 


HVVVVVVV VV 


hats my friends.... 


Girls? Touchy subject? 

You're worse than Dominik 'geezer' Diamond! 

(Sorry, I guess that won't mean much to you unless you got GamesMaster 
on Dutch TV). 


V V V V 


Nope, I don't know gamemasters, is it any good? 
I do have the complete BOTTOM colection, wich isn't well known over 
here. 


DEnnis.. 

DEnnis.. ;-) 

--MESSAGE FILE 3258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01965 


--MESSAGE FILE 3259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001966 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK and Codewarrior 

Date: 27 Aug 1998 08:06:16 GMT 

Organization: SCEE 

Lines: 15 

Message-ID: <01bdd12e$373a2460Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35E483E0.A649BB75@cs.bham.ac.uk> <6s20vdSckr3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
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X-Newsreader: Microsoft Internet News 4.70.1155 

Hi there, 

Sounds right to me... 

George 


Ben James <elvis@enterprise.net> wrote in article 
<6és20vdSckr3@chuka.playstation.co.uk>... 

> As far as I know, Codewarrior compiled programs are ok provided you don't 
> use the non-standard IO functions for using your computers file system. 
That 

> is, functions in MWDebugIO.lib. Can somebody verify this as correct?? 

> 

> 

> 

—-MESSAGE FILE 3259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01966 


-—-MESSAGE FILE 3260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001967 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK and Codewarrior 

Date: 27 Aug 1998 08:07:02 GMT 

Organization: SCEE 

Lines: 24 

Message-ID: <01bdd12e$52a22220Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35E483E0.A649BB75@cs.bham.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Steve, 

If your program works with SIOCONS then there will be NO problems. 
George 

Steve <SMR@cs.bham.ac.uk> wrote in article 


<35E483E0.A649BB75@cs.bham.ac.uk>... 
> Sorry to drag this up again. 


I've been compiling my game with code warrior. But it runs fine through 
siocons. 

in fact I've never tried it with pscomutil. Does this mean it will be 
okay as a GDUK entry? or do I have to rebuild it with gcc? 


I'll upload the codewarrior version to my page. if it turns out this is 
no good will someone please e-mail me. 


Cheers 


Steve Randerson 
(user Id = bobbins) 


VVVVVVVVVVVV VV V 


—-MESSAGE FILE 3260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01967 


—-MESSAGE FILE 3261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001968 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Thu, 27 Aug 1998 09:35:45 +0100 

Organization: DMA Design Ltd 

Lines: 13 

Message-ID: <35E51A61.4D2@dma-—design. com> 
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References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Shand wrote: 

> 

> I'll be in contact about the pub then. Any clues as to the project you are 
> working on? 


It could possibly be a sequel to a highly successful PC game. But I 
couldn't possibly say for sure :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01968 


—-MESSAGE FILE 3262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001969 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: IMPORTANT calling all GDUK Competitors 

Date: Thu, 27 Aug 1998 12:11:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6s3eaiSckr5@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


GDUK 98 Competition 


For all you hard working Net Yaroze Members who are entering into the GDUK 
98 Competition you may have realised that you only have a few programming 
days left until the submission date! 


I will be collating entries for all Categories within GDUK 98 created on a 
Yaroze and will burn a gold disc for each category which I will then forward 
to Scottish Enterprise for judging. 


In order that we receive all entries by the Competition closing date please 
read the following carefully 


x Zip up your game and e-mail 
To: PS_Yaroze@playstation.sony.com 
Subject: GDUK 98 Entry 
Please include a contact telephone number for Tuesday 1st September. 


K Code must arrive at SCEE on Monday 31st August. 


K Fax or e-mail your GDUK 98 Submission Form(s) to Sarah Bennett at 
0171-390 4324 or 
To: PS_Yaroze@playstation.sony.com 
Subject: GDUK Submission Forms 
by Monday 31st August so that we are able to sort the competition 
entries into categories and 
burn the relevant discs. 


* You look through the GDUK rules once again on their site 
http://www.gduk.co.uk/html/first.html 


In addition to this it would be a good idea to check out the new Technical 
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Requirements Checklist document at 
http://www.netyaroze-europe.com/yaroze/docs/yartrcl0.htm and see if your 
game complies with these requirements. 


FYI, If you have any questions, I can be contacted today, Friday and Tuesday 
on 0171-447 1649. I look forward to seeing your entries! 


Regards 
Sarah Bennett 
Net Yaroze Project Manager 


-—-MESSAGE FILE 3262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01969 


—-MESSAGE FILE 3263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001970 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Thu, 27 Aug 1998 12:30:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6s3g0jSckr7@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 
gn.com> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I know! I know! :) I'd probably be breaking someone's NDA though so I won't 
mention GTA 2 at all.... D'oh! 

Hehehehe 

Mike. 


>It could possibly be a sequel to a highly successful PC game. But I 
>couldn't possibly say for sure :) 
> 


>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 3263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01970 


—-MESSAGE FILE 3264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001971 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GDUK Entries IMPORTANT 

Date: Thu, 27 Aug 1998 13:02:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6s3h9hS$ckr9@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To clear up any confusion, Submission forms for entry into the GDUK 
Competition must be sent to GDUK '98 and copies forwarded to myself at Sony. 
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Regards 
Sarah 


—-MESSAGE FILE 3264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01971 


-—-MESSAGE FILE 3265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001972 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 12:49:35 +0100 

Organization: I wish! 

Lines: 10 

Message-ID: <35E547CF.3467@mdx.ac.uk> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81fludedw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1tpunfrnkw58uN@al-88-139.al.nl> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Hmm, I'm Lara Croft only at weekends, so you may be in luck, or you may 
not. Regarding Dominik Daimond, to know him you either have to know 
Gamesmaster the program, or just think of any other annoying, smug, 
arrogant unfunny idiot :) 


I promise not to come in a dress... 
rubber cat suits might be better 


Rob 
—-MESSAGE FILE 3265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01972 


—-MESSAGE FILE 3266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001973 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 27 Aug 1998 12:52:36 +0100 

Organization: I wish! 

Lines: 16 

Message-ID: <35E54884.3072@mdx.ac.uk> 

References: <6r90foSea912@chuka.playstation.co.uk> <35E184BB.6663@writeme.com> ՀԼՎՇԵ 
bhe.rcqwz7qw3um8N@al-88-119.al.nl> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 

> It's maybe a bit ambitous, but I think it would be a good and fair 
> addition that would update itself just like the home-page section. 
> 

> DEnnis... 


hmm, this isnt really a response to you DEnnis (hi, btw, long time no 
direct communication, but 111 be bringing you some stuff at ECTS), but 
it does seem amusing that most of the suggestions for updates to the web 
site come after it has been done. I remember there being a post on the 
announce web page ages ago, asking for our ideas for the web site, and 
as fasr as I remember there wasnt one reply... 
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Just pointing out some small-scale irony, as Im in the mood for irony :) 


Rob 


—-MESSAGE FILE 3266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01973 


—-MESSAGE FILE 3267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001974 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ECTS CARDS!!! 

Date: Thu, 27 Aug 1998 12:54:13 +0100 
Organization: I wish! 

Lines: 10 

Message-ID: <35E548E5.65ED@mdx.ac.uk> 


References: <ldebm5z.3hc6q592031sN@al1-88-130.al.nl> <35E2EC14.1B0A@england.com> <35E 


40647.49F1@writeme.com> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Rutherford wrote: 
> Either that, or I'll come as polygon-reduction man (anybody else with 
> that T-shirt going?) 


I left my Tshirt behind at Sony when we got them, and it was only half 
accidentally. 

Hopefully Ill be going in the Tshirt which has a girlfriend attached. 
But its ok, Ive already warned her what most of us are like. 


Rob 


—-MESSAGE FILE 3267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


01974 


—-MESSAGE FILE 3268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0001975 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 27 Aug 1998 13:53:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <35E556C7.2CB7@manc.u-net.com> 

References: <6r90foSea912@chuka.playstation.co.uk> <35E184BB.6663@writeme.com> 
bhe.rcqwz7qw3um8N@al-88-119.al.nl> <35E54884.3072@mdx.ac.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Swan wrote: 

> site come after it has been done. I remember there being a post on the 
> announce web page ages ago, asking for our ideas for the web site, and 
> as fasr as I remember there wasnt one reply... 


Indeed! But then maybe everyone was using psychic powers to convey 
their ideas :) As I say I think I'm the only one who likes the new one 
(funny how fashionable it is to criticise things official -- remember 


what people thought of the name "PlayStation" at first? Now it's cool) 


1: Black backgounds are much preferable to me on VDUs. I don't 
how anyone can prefer reading a full-bright white screen. 
2: Also the members' listing now has full Yaroze colouring -- black 


bg, 1t.blue text as in the OPEN button. I felt I had to add the 
POWER button green myself.. No-one else see it that way? 


<ldeb 


Net Yaroze newsgroups message dump.txt Page 2077 


3: No-more huge space wasting frames -- we don't all have 17" monitors 
with 8Mb video cards to get a nice 1024x hi-res display. 

4: Loads MUCH quicker and extremely easy to navigate. The simplistic 
Family tree structure keeps everything immediately understandable 
No arsing around with loads of fancy buttons and icons which you 
hardy use anyway 

5: Shot-gun twelve tins of Stella Artois. 

6: Repeat 5 as necessary. 

7: Oh, wrong list... 


As for the ideas of a monthly voting system for a Top 10. Nice idea 
in theory but I really think there'd be only be 5~10 people who'd 
regularly bother voting after the initial buzz wore off (just like 
with updating your homepage). Anyone disagree? 


> Just pointing out some small-scale irony, as Im in the mood for irony 
Then I have a couple of shirts that need doing. Oh... 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 3268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01975 


—-MESSAGE FILE 3269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001976 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK Entries IMPORTANT 

Date: 27 Aug 1998 13:50:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01bdd1c1$11319f80S026f6f6fetwo> 

References: <6s3h9hSckr9@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-62-9.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


eeekk ! 

first i've heard of this 

prolly a dumb Q but whats the address ? I've sort of misplaced 
all the guff from you guys/gals. 


Pete. 


Sarah Bennett <Sarah_bennett@Playstation.sony.com> wrote in article 
<6s3h9hS$ckr9@chuka.playstation.co.uk>... 

> To clear up any confusion, Submission forms for entry into the GDUK 

> Competition must be sent to GDUK '98 and copies forwarded to myself at 


—-MESSAGE FILE 3269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01976 


—-MESSAGE FILE 3270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001977 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK Entries IMPORTANT 

Date: 27 Aug 1998 13:58:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 27 

Message-ID: <01bdd1c2$1c0b38c0$026f6f6f@two> 

References: <6s3h9hSckr9@chuka.playstation.co.uk> <01bdd1c1$11319f80S026f6f6fetwo> 
NNTP-Posting-Host: host5-99-62-9.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


heh heh 
It was a dumb Question it's on the web site (DOH) 


Pete. 
Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in article 


<O01bdd1c1$11319f80S026f6f6f@two>... 
> eeekk ! 


> first i've heard of this 

> prolly a dumb Q but whats the address ? I've sort of misplaced 

> all the guff from you guys/gals. 

> 

> Pete. 

> 

> 

> Sarah Bennett <Sarah_bennett@Playstation.sony.com> wrote in article 

> <6s3h9h$ckr9@chuka.playstation.co.uk>... 

> > To clear up any confusion, Submission forms for entry into the GDUK 
> > Competition must be sent to GDUK '98 and copies forwarded to myself at 
> Sony 

>> 

> > Regards 

> > Sarah 

>> 

>> 

>> 

> 


—-MESSAGE FILE 3270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
019717 


--MESSAGE FILE 3271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001978 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 14:57:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6s300tS$ckr10@chuka.playstation.co.uk> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81fludedw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1tpunfrnkw58uN@al-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> 
NNTP-Posting-Host: host5-99-63-160.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Robert Swan wrote in message <35E547CF.346/7@mdx.ac.uk>... 
> 


>I promise not to come in a dress... 


> 
>Rob 


Hmmm.. it's a shame a certain president could keep that very same promise... 
p=) 
r 


Sorry - but we had to have at least one Clinton joke on freetalk! 
Mike 


mjhatfield at msn dot com 


—-MESSAGE FILE 3271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01978 
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-—-MESSAGE FILE 3272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001979 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 27 Aug 1998 15:49:44 +0100 

Organization: The Hex Heroes 

Lines: 14 

Message-ID: <35E57208.1C58@writeme.com> 

References: <6r90foS$ea912@chuka.playstation.co.uk> <35E184BB.6663@writeme.com> ՀԼՎՇԵ 
bhe.rcqwz7qw3um8N@al-88-119.al.nl> <35E54884.3072@mdx.ac.uk> 

NNTP-Posting-Host: at15-016.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 


> I remember there being a post on the 
> announce web page ages ago, asking for our ideas for the web site, and 
> as fasr as I remember there wasnt one reply... 


WRONG! 


I remember starting a post including some of my suggestions and 
encouraging more discussion. It wasn't a long thread, but it was there. 


(Just to set you straight, Rob ;) ) 


James. 
—-MESSAGE FILE 3272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01979 


-—-MESSAGE FILE 3273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001980 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 15:53:13 +0100 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <35E572D9.46F9@writeme.com> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1tpunfrnkw58uN@al-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> 
NNTP-Posting-Host: at15-016.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 


> Regarding Dominik Daimond, to know him you either have to know 
> Gamesmaster the program, or just think of any other annoying, smug, 
> arrogant unfunny idiot :) 


Before anyone gets the wrong idea, the reference to Dominik Diamond was 
in honour of him being the undisputed king of double-entendre (cough). 


James. 


-—-MESSAGE FILE 3273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01980 


—-MESSAGE FILE 3274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001981 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 27 Aug 1998 16:30:11 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35E57B83.197B@mdx.ac.uk> 

References: <6r90foSea912@chuka.playstation.co.uk> <35E184BB.6663@writeme.com> ՀԼՎՇԵ 
bhe.rcqwz7qw3um8N@al-88-119.al.nl> <35E54884.3072@mdx.ac.uk> <35E57208.1C58@writeme. 
com> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Rutherford wrote: 

> I remember starting a post including some of my suggestions and 

> encouraging more discussion. It wasn't a long thread, but it was there. 
> 

> (Just to set you straight, Rob ;) ) 


Ok, just relying on my own memory which isn't up to scratch (grovel 
grovel). I 

dont seem to be able to check on the older messages on the newsgroups as 
well, (maybe my browser). 


Rob 

something small in the pipeline is that maybe you'll recognise some of 

the graphics in my gduk game entry (cough, shallow game demo). 

—-MESSAGE FILE 3274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01981 


--MESSAGE FILE 3275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001982 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK Entries IMPORTANT 

Date: Thu, 27 Aug 1998 18:27:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35E5971C.B9B@manc.u-net.com> 

References: <6s3h9hS$ckr9@chuka.playstation.co.uk> <Olbdd1c1$11319f80S026f6f6fetwo> Հ 
015Վ416225160Ե386050268686ք6Եաօ» 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Peter Dollochan wrote: 
> heh heh It was a dumb Question it's on the web site (DOH) 


Did you not get the information pack from them, as I didn't? 

I printed out the form from the web and sent it to them 

today (with the game's README.TXT .. dunno if I was supposed 

to...) We have to email it to ps_yaroze too. Er, mmm what 

like just type out the fields manually? OK then. So like, how 

do I sign it?? :) 

I feel a bit stupid and in the dark not getting said pack, like, if 
you had to call the file anything specific (everyone seems to have 
opted for GDUK1.ZIP). 1 got in touch with them about not getting 
the supposedly fancy glossy document and they told me to just get the 
info from the web so there you go. No problemo. Good job I have 

a printer :) 


Just unsure about emailing Sony the submission form.. anyone? 
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Cheers, 
Jim (also feeling like I'm asking dumb questions) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01982 


—-MESSAGE FILE 3276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001983 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Thu, 27 Aug 1998 18:52:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6s46itSckril@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqqu$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 
gn.com> 

NNTP-Posting-Host: client878d.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


WHAT ANOTHER LEMMINGS SEQUEL? 
He he he 
Bob 


>It could possibly be a sequel to a highly successful PC game. But I 
>couldn't possibly say for sure :) 

> 

> 

>—— 

>Brian @ DMA 

> 


--MESSAGE FILE 3276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01983 


—-MESSAGE FILE 3277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001984 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Thu, 27 Aug 1998 18:54:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6s46luSckr12@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqqu$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 
gn.com> <6s3g0j$ckr7@chuka.playstation.co.uk> 

NNTP-Posting-Host: client878d.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Yeah but GTA was highly sucessful on the PSX also, so it must be a PC only 
game. Or am I being stupid :-) 


Bob 


Net Yaroze newsgroups message dump.txt Page 2082 


Michael Enoch wrote in message <6s3g0j$ckr7@chuka.playstation.co.uk>... 
>I know! I know! :) I'd probably be breaking someone's NDA though so I 
won't 

>mention GTA 2 at all.... D'oh! 

> 

>Hehehehe 

> 

>Mike. 

> 

>>It could possibly be a sequel to a highly successful PC game. But I 
>>couldn't possibly say for sure :) 

>> 


»»-- 

>>Brian @ DMA 

>> 

>>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 
> 

> 


—-MESSAGE FILE 3277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01984 


-—-MESSAGE FILE 3278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001985 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Thu, 27 Aug 1998 21:17:43 +0200 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldefr94.1lhm20ku184kkwoN@al-88-129.al.nl> 

References: <ldebm5z.3hc6q592031sN@al-88-130.al.nl> <35E2EC14.1B0A@england.com> <35E 
40647.49F1@writeme.com> <35E548E5.65ED@mdx.ac.uk> 

NNTP-Posting-Host: 81-88-129.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl08@mdx.ac.uk> wrote: 


> James Rutherford wrote: 

> > Either that, or I'll come as polygon-reduction man (anybody else with 
> > that T-shirt going?) 

> 

> I left my Tshirt behind at Sony when we got them, and it was only half 
> accidentally. 

> Hopefully Ill be going in the Tshirt which has a girlfriend attached. 
> But its ok, Ive already warned her what most of us are like. 

> 

> Rob 

Hehehehe, what most of us are like... hehehehe 


I hope for you that your new gf doesn't have roots in the red light 
district in Amsterdam ... չ-) 


hehehehe 
I can better hold my big mouth.. Otherwise they will find a boy stangled 
with a Middlesex T-shirt around his neck in one of the bins behind the 


ECTS... ~) 


Cheers Robert, please bring my shirt (and polo) and I'll get you a 
lager.. 


DEnnis... 


-—-MESSAGE FILE 3278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01985 


—-MESSAGE FILE 3279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0001986 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new look for SCEE site 

Date: Thu, 27 Aug 1998 21:17:46 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldefrgg.lexmrtazbh11cN@al-88-129.a1l.nl> 

References: <6r90foSea912@chuka.playstation.co.uk> <35E184BB.6663@writeme.com> ՀԼՎՇԵ 
bhe.rcqwz7qw3um8N@al-88-119.al.nl> <35E54884.3072@mdx.ac.uk> 

NNTP-Posting-Host: 81-88-129.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


The thing about a webpage is.. that is never finished. It will need 
updates all the time. So I think that the page builders could write down 
some tips now from the newsgroups to use for later updates. 

By the way, nice speaking to you to again in direct. 

This feels much more comfortable since I must always look up to you when 
we spoke in person. Even when you sit you probably are bigger than me. 
I'm looking forward to the goodies and there are some things I want to 
show you to. 

By the way, did you see the text-adjustment on the course-page? Where 
the glasses part was before? 


Hope to meet you at the ECTS.. 


DEnnis... 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> > It's maybe a bit ambitous, but I think it would be a good and fair 

> > addition that would update itself just like the home-page section. 

>> 

> > DEnnis... 

> 

> hmm, this isnt really a response to you DEnnis (hi, btw, long time no 

> direct communication, but Ill be bringing you some stuff at ECTS), but 
> it does seem amusing that most of the suggestions for updates to the web 
> site come after it has been done. I remember there being a post on the 
> announce web page ages ago, asking for our ideas for the web site, and 
> as fasr as I remember there wasnt one reply... 

> 

> Just pointing out some small-scale irony, as Im in the mood for irony :) 
> 

> Rob 


—-MESSAGE FILE 3279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01986 


—-MESSAGE FILE 3280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001987 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 21:17:49 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldefs01.1lfzneltibsblfN@al-—88-129.a1l.nl> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
-com> <ldedzch.1ltpunfrnkw58uN@al—-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> <35E572D9.4 
6F 9@writeme.com> 

NNTP-Posting-Host: 81-88-129.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 
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> Robert Swan wrote: 

> 

> > Regarding Dominik Daimond, to know him you either have to know 

> > Gamesmaster the program, or just think of any other annoying, smug, 

> > arrogant unfunny idiot :) 

> 

> Before anyone gets the wrong idea, the reference to Dominik Diamond was 
> in honour of him being the undisputed king of double-entendre (cough). 
> 

> James. 


Darn! I wanna see this bloke, when is he on and on what channel? 
-—-MESSAGE FILE 3280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01987 


—-MESSAGE FILE 3281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001988 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 21:17:51 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ldefs10.slkqyf184h5zgN@al-—88-129.al.nl1> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1tpunfrnkw58uN@al-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> <6s300tSckr 
10@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-129.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Mike Hatfield <mjhatfield@msn.com> wrote: 


Robert Swan wrote in message <35E547CF.346/7@mdx.ac.uk>... 
> 

>I promise not to come in a dress... 

> 

>Rob 


Hmmm.. it's a shame a certain president could keep that very same promise... 
չ-) 
r 


Sorry - but we had to have at least one Clinton joke on freetalk! 


Mike 
mjhatfield at msn dot com 


VVVVVVVVVVVV VV 


Yeah not much clinton here.... 


Anyhow, the dress-idea is not so bad. If all the NY-members would come 
in dress, we could easely see who is a NY-member and who is not... Hmmm 


DEnnis... 


PS. I don't think they make cat-suits in your size. The amound of rubber 

needed for your size could also be used to make a set of weels.... fora 

boeing 747... heheheh... ;-) 

—-MESSAGE FILE 3281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01988 


—-MESSAGE FILE 3282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001989 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Thu, 27 Aug 1998 22:25:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <6s4islSckr14@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 
gn.com> <6s3g0jS$ckr7@chuka.playstation.co.uk> <6és46luS$ckrl1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Feel free to think it's Lemmings 3/4/5/6 if you really want... 


I'm pretty sure I'm right. I'll make sure by asking someone in the know 
tomorrow, so I don't make a fool of myself needlessly :) 


That's the odd thing about the games industry, the magazines make out like 
there are loads of secrets, but people know other people all over the place. 
News travels between companies quite often. I think the only people who 
don't really know much are the magazines... 


Mike. 


Robert Shand wrote in message <6s46luSckrl2@chuka.playstation.co.uk>... 
>Yeah but GTA was highly sucessful on the PSX also, so it must be a PC only 
>game. Or am I being stupid :-) 

> 

>Bob 

> 


—-MESSAGE FILE 3282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01989 


—-MESSAGE FILE 3283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001990 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Black Disc Documentation 

Date: Fri, 28 Aug 1998 02:08:47 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldeg81lr.17nvwb57myzbeN@al-88-105.al.nl> 
NNTP-Posting-Host: al-88-105.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Hi All, 


I started with some documentation on the games on the black disc. 
To see a preview, download the pdf-file at this location: 


http://www.al.nl/macsupport/debri/FTP/ 


Cheers.... 


DEnnis.. 
—-MESSAGE FILE 3283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01990 


—-MESSAGE FILE 3284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001991 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Fri, 28 Aug 1998 09:13:25 +0100 

Organization: DMA Design Ltd 

Lines: 25 

Message-ID: <35E666A5.433D@dma-—design.com> 
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References: 
648460.1875 
2FC.EBC@dma 
gn.com> <6s 

<6s4isl$ck 
Reply-To: b 


<6rhu9v$d245@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
6029@news.playstation.co.uk> <6ruqquSpdo8@chuka.playstation.co.uk> <35E43 
-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 
3g0jSckr7@chuka.playstation.co.uk> <6s46luSckrl12@chuka.playstation.co.uk> 
rl4@chuka.playstation.co.uk> 

rian@dma-design.com 


NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: M 


Michael Eno 
> 


> Feel free 


ozilla 3.0 (Win95; 1) 
ch wrote: 


to think it's Lemmings 3/4/5/6 if you really want... 


Heheh. DMA are no longer involved *at all* with Lemmings et al. 
I'm pretty sure I'm right. I'll make sure by asking someone in the know 
tomorrow, so I don't make a fool of myself needlessly :) 


there are 


VVVVVVV 


don't rea 
Pretty true 
let on... I 
they *defin 


And yep, it 


That's the odd thing about the games industry, the magazines make out like 


loads of secrets, but people know other people all over the place. 


News travels between companies quite often. I think the only people who 


lly know much are the magazines... 

. I think the mags tend to know a lot too, they just don't 
've got mates that work at one or two of the big PC mags & 
itely* know a lot more than they print... 


is GTA2 I'd be working on... If it officially existed... 


Which, technically, it doesn't yet... :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


—--MESSAGE F 
01991 


—--MESSAGE F 
0001992 
Path: chuka 
From: "Robe 
Newsgroups: 
Subject: Re 
Date: Fri, 


ILE 3284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


ILE 3285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


-playstation.co.uk!news 

rt Shand" <shand@globalnet.co.uk> 
scee.yaroze.freetalk.english 

: Meet you in the pub ( was FREE AT LAST) 

28 Aug 1998 11:59:02 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 23 
Message-ID: 
References: 
e4f460.1875 
2FC.EBC@dma 
gn.com> <6s 
<6s4isl$ck 


<6s62n8Sckrl16@chuka.playstation.co.uk> 
<6rhu9v$d245@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
6029@news.playstation.co.uk> <6ruqquSpdo8@chuka.playstation.co.uk> <35E43 
-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 
3g0jSckr7@chuka.playstation.co.uk> <6s46luSckrl12@chuka.playstation.co.uk> 
rl4@chuka.playstation.co.uk> 


NNTP-Posting-Host: client8799.globalnet.co.uk 


X-Newsreade 


r: Microsoft Outlook Express 4.72.3007.0 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Michael Enoch wrote in message <6s4isl$ckrl4@chuka.playstation.co.uk>... 
>Feel free to think it's Lemmings 3/4/5/6 if you really want... 
> 


Only kidding. I was trying to be funny, oh well. 


>I'm pretty sure I'm right. I'll make sure by asking someone in the know 
>tomorrow, so I don't make a fool of myself needlessly :) 
> 


>That's the odd thing about the games industry, the magazines make out like 


Net Yaroze newsgroups message dump.txt Page 2087 


>there are loads of secrets, but people know other people all over the 
place. 
>News travels between companies quite often. I think the only people who 
>don't really know much are the magazines... 

> 

>Mike. 

> 


—-MESSAGE FILE 3285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01992 


-—-MESSAGE FILE 3286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001993 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Thu, 27 Aug 1998 23:55:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6s68sbSckr18@chuka.playstation.co.uk> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1ltpunfrnkw58uN@al-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> <35E572D9.4 
6F9@writeme.com> 

NNTP-Posting-Host: 195.2.132.61 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <35E572D9.46F9@writeme.com>... 
>Robert Swan wrote: 
> 
>> Regarding Dominik Daimond, to know him you either have to know 
>> Gamesmaster the program, or just think of any other annoying, smug, 
>> arrogant unfunny idiot :) 
> 
>Before anyone gets the wrong idea, the reference to Dominik Diamond was 
>in honour of him being the undisputed king of double-entendre (cough). 
> 

I though Dominic Diamond was always quite funny. Guess the fact that 
I am referring to him in the past tense indicates how much my opinion 
counts, tho'... 

I think that the infamous (and hilarious) Dave Perry Mario 64 
‘incident' was probably the highlight of the entire show's history. Heh 
heh heh... 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01993 


-—-MESSAGE FILE 3287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001994 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Fri, 28 Aug 1998 13:58:43 +0100 

Organization: DMA Design Ltd 

Lines: 20 

Message-ID: <35E6A983.72E4@dma-—design.com> 
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References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81fludedw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1ltpunfrnkw58uN@al—-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> <35E572D9.4 
6F9@writeme.com> <6s68sbSckr18@chuka.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 


I though Dominic Diamond was always quite funny. Guess the fact that 
I am referring to him in the past tense indicates how much my opinion 
counts, tho'... 

I think that the infamous (and hilarious) Dave Perry Mario 64 
‘incident' was probably the highlight of the entire show's history. Heh 
heh heh... 


VV V V V V V 


I dont' mind ol' Dominic at all. Funny, witty & very irreverent. As for 
that incident, rumour has it Mr.Bandana *still* thinks he was set up 
over it & has a large chip on his shoulder as a result. He's the editor 
of a new PSX mag due in the shops any time now - it's gonna have a demo 
disk every month AND be a whole pound cheaper than OPSM. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 3287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01994 


-—-MESSAGE FILE 3288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001995 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bandanna Boy 

Date: Fri, 28 Aug 1998 15:22:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35E6BD39.35E9@manc.u-net.com> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81flud0edw6N@al-88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1tpunfrnkw58uN@al—-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> <35E572D9.4 
6F9@writeme.com> <6s68sbSckr18@chuka.playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I've always found Dominik Diamond (or is it "Choke Chicken") to 

be highly amusing -- come on Rob [Swan] tell me you've NEVER laughed 
at it! I know it's utter toilet/risque/sexist humour but, well 
we are BLOKES after all. Immature, yes. Funny, indeed. Maybe its 
the risque bit that makes it so funny -- being on TV at 6pm with 
humour like Viz, come on lighten up! 


Nick Ferguson wrote: 
> I think that the infamous (and hilarious) Dave Perry Mario 64 
> "'incident' was probably the highlight of the entire show's history. 


You know I never knew what happened there, I missed that one and 

none of my mates saw it either, so spell it out please Nick! 

(as payment :) I can tell you what's in that briefcase in Pulp Fiction, 
assuming you don't already know ("is that what I think it is?")) 
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I know to say "they didn't get along" is an understatement, I seem 

to remember he metions him in the OPSM (#29 back page). A typical 

quote combining the double-entendre with sexism (for the benefit of 
DEnnis who's unfamiliar with his "work") 


OPSM: "Would you change the show [GamesMaster] in any way?" 

DD: "Like many things in life it could be longer. 
We only scratch the surface with reviews, and with more time 
we could work in even more fit birds." 


Pure genius 8-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 3288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01995 


—-MESSAGE FILE 3289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001996 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Fri, 28 Aug 1998 18:25:54 +0200 

Organization: Debri Productions 

Lines: 34 

Message-ID: <ldegxhz.1jd4ojhl4wfkgiN@al-88-100.a1l.nl1> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-—design.com> <35 

e4f460.18756029@news.playstation.co.uk> <6ruqqu$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 

gn.com> <6s3g0jS$ckr7@chuka.playstation.co.uk> <6s46luSckrl1l2@chuka.playstation.co.uk> 
<6s4isl$ckrl14@chuka.playstation.co.uk> <35E666A5.433D@dma-design.com> 

NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Brian Baird <brian@dma-design.com> wrote: 


Michael Enoch wrote: 
> 


> 
> 
> > Feel free to think it's Lemmings 3/4/5/6 if you really want... 
> 
> 


Heheh. DMA are no longer involved *at all* with Lemmings et al. 


This conversation is getting rather interesting... 
Lemmings is done, but GTA rules! 


I'm pretty sure I'm right. I'll make sure by asking someone in the know 
tomorrow, so I don't make a fool of myself needlessly :) 


That's the odd thing about the games industry, the magazines make out like 
there are loads of secrets, but people know other people all over the place. 
News travels between companies quite often. I think the only people who 
don't really know much are the magazines... 


VV VV V V V 


Pretty true. I think the mags tend to know a lot too, they just don't 
let on... I've got mates that work at one or two of the big PC mags & 
they *definitely* know a lot more than they print... 


VVVVVVVVV VV 


I noticed that a lot op people behind the magazines are the wannabe's. 
Like people that wanted to be in the industry, but never pushed 
themselves to realy make it. 

But for them are the contacts with the companies as important as for the 
game-campanies themself. So there must be a good relationship between 
the mags and the industry. 


> And yep, it is GTA2 I'd be working on... If it officially existed... 
> Which, technically, it doesn't yet... :) 
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Yes, cooool GTA2... 3D.. 
—-MESSAGE FILE 3289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01996 


—-MESSAGE FILE 3290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001997 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Fri, 28 Aug 1998 18:41:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <6s6qbpSckr19@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 

e4f460.18756029@news.playstation.co.uk> <6ruqqu$pdo8@chuka.playstation.co.uk> <35E43 
2FC.EBC@dma-design.com> <6sltmeSckr2@chuka.playstation.co.uk> <35E51A61.4D2@dma-desi 

gn.com> <6s3g0jS$ckr7@chuka.playstation.co.uk> <6s46luSckrl1l2@chuka.playstation.co.uk> 
<6s4isl$ckrl14@chuka.playstation.co.uk> <35E666A5.433D@dma-design.com> 

NNTP-Posting-Host: client84b3.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Brian Baird wrote in message <35E666A5.433D@dma-design.com>... 
>Michael Enoch wrote: 

>> 

>> Feel free to think it's Lemmings 3/4/5/6 if you really want... 
> 

>Heheh. DMA are no longer involved *at all* with Lemmings et al. 


Good. I'm fed up with those little blue *~'>*%£. ԼԵ was a great idea but 
enough is enough. 


> 

>> I'm pretty sure I'm right. I'll make sure by asking someone in the know 
>> tomorrow, so I don't make a fool of myself needlessly :) 

>> 


>> That's the odd thing about the games industry, the magazines make out 
like 

>> there are loads of secrets, but people know other people all over the 
place. 
>> News travels between companies quite often. I think the only people who 
>> don't really know much are the magazines... 

> 

>Pretty true. I think the mags tend to know a lot too, they just don't 

>let on... I've got mates that work at one or two of the big PC mags & 
>they *definitely* know a lot more than they print... 


If you think about it, it's in both the games companies and the magazines 
interest to "spread the word" about a game. Depending on how much they are 
allowed to say. It's good coverage for a new game and nothing helps sell a 
mag more than a great headline ( expect the coverdisc). 


> 

>And yep, it is GTA2 I'd be working on... If it officially existed... 
>Which, technically, it doesn't yet... :) 

> 


How is it going to be different from the origional? The nature of the game 
(origional) suggests to me that you can only create new missions. Is the 
game getting a rewrite, with a change in total goals, or are you going to 
release the sequel with different missions only? 


I also remember hearing somewhere ( PC Format?) that the sequel was under a 
working title of GBH, true or not? If so does mean that you are moving away 
from the cars just to the violence. He he he. 


Bob 
>—— 


>Brian @ DMA 
> 
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>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 3290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01997 


—-MESSAGE FILE 3291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001998 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Black Disc Documentation 

Date: Fri, 28 Aug 1998 09:12:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6s6r3d$ckr20@chuka.playstation.co.uk> 
References: <ldeg81r.17nvwb57myzbeN@al-—88-105.al.nl> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I started with some documentation on the games on the black disc. 
>To see a preview, download the pdf-file at this location: 


PDF - file, now why does that not surprise me? 
John 


—-MESSAGE FILE 3291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01998 


—-MESSAGE FILE 3292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0001999 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 
Date: Sat, 29 Aug 1998 03:41:31 +0200 
Organization: Debri Productions 
Lines: 43 
Message-ID: <ldec2d1.lajznefr81lp7yN@al-—88-129.al.nl1> 

References: <ldebm5z.3hc6q592031sN@al—88-130.al.nl> <35E2EC14.1B0OA@england.com> 
NNTP-Posting-Host: 81-88-129.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Ryan <sol.campbell@england.com> wrote: 


DEnnis Brinkhuis wrote: 

> 

> Shall we meet at the sony-stand every day at 13.00 hours? That way we 
> can meet eachother in person. 


VV NV V V V 


Scary thought... 


wait untill you see me in person... 


> I'm booked to be in the area anyway, so I might try and sneak in. Don't 
> let that put anybody else off though =) 

> 

> > The sonystand is supposed to be large, so 

> > we'll be at the Net Yaroze section. Maybe sony can even make a special 
> > Net Yaroze meetingpoint for us... that would be a good idea.... 

> 

> ..and maybe some sandwiches, and T-shirts. How about it? 

yeah... t-shirts!!!! I already got an original NY poloshirt from sony 


> > And please try to sent in a picture of you to put with the profiles on 
> > my profile-list. This way you can recognize some of the members 
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> (maybe). 


the look-out for a lecher, a cross-dresser, a short fat guy with frizzy 


> 
> 
> It sounds like most of you would be pretty difficult to miss. I'll be on 
> 
> hair and someone with white hair and long teeth. 


What is a lecher? 

Th cross-dresser can't be missed just look for the one with the longest 
ponytail. And he's this big that you can't miss him. And if there are 
hookers around (dutch in special) he will be the guy that gets in 
trouble with them. 

I suppose I'm the short fat one 

Still don't forget to take a look at the images with the profiles. 


> Should be interesting.. 
you got that right mattey 


DEnnis.. 
—-MESSAGE FILE 3292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
01999 


-—-MESSAGE FILE 3293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002000 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: More ECTS intrigue! 

Date: Sat, 29 Aug 1998 13:53:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6s8tmgSckr27@chuka.playstation.co.uk> 
NNTP-Posting-—Host: modem050.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>ECTS is Europe's biggest computer game show which is held annually in 
>London. This year Net Yaroze will have a bigger presence than ever! 
Come 

>along to the massive PlayStation stand where you can see some of the 
latest 

>Net Yaroze games, meet Net Yaroze Members from all over the world, talk 
to 

>the Sony Net Yaroze experts and find out how you can make your own 
>PlayStation games on Net Yaroze. We have plenty in store including the 
>first showing of the brand new Yaroze Web site and a an amazing 
>announcement | 


Hmmmm, an "amazing announcement"...I wonder what that could be?!?! And 
is this "brand new" website the one we've been using for the last week, 
or something else? Intriguing... 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


-—-MESSAGE FILE 3293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02000 


—-MESSAGE FILE 3294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002001 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Black Disc Documentation 

Date: Sat, 29 Aug 1998 17:09:07 +0200 
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Organization: Debri Productions 

Lines: 16 

Message-ID: <1ldei303.gpxu7lutfg5uN@al-88-134.al.nl1> 

References: <ldeg8lr.17nvwb57myzbeN@al—88-105.al.nl> <6s6r3d$ckr20@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


John Whitmore <john@jwhit.demon.co.uk> wrote: 


> >I started with some documentation on the games on the black disc. 
> >To see a preview, download the pdf-file at this location: 


> 

> PDF - file, now why does that not surprise me? 
> John 

Hehehe, great format... multi-platform ;-) 


Did you see the doc-file? 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 3294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02001 


—-MESSAGE FILE 3295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002002 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Sat, 29 Aug 1998 19:56:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6s9iugSckr28@chuka.playstation.co.uk> 
References: <6s8tmgSckr27@chuka.playstation.co.uk> 
NNTP-Posting-Host: client87b9.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Nick Ferguson wrote in message 

>Hmmmm, an “amazing announcement"...I wonder what that could be?!?! And 
>is this "brand new" website the one we've been using for the last week, 
>or something else? Intriguing... 

> 

>Nick F 


Yes, what could this announcement be? It won't be long until we find out, I 
think I can wait until then, as for the new website, it must be the one we 
have been using, shouldn't it? 


Paul 


—-MESSAGE FILE 3295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02002 


--MESSAGE FILE 3296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002003 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 
Subject: Re: RSdANIM - no more releases : ( 

Date: Sat, 29 Aug 1998 20:19:05 +0100 

Organization: The PC Shop 

Lines: 26 

Message-ID: <35E85429.3DE93EC4@infotrade.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> 
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Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr239.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2003 scee.yaroze.announce 
2140 


Sorry to see you go Craig, 

Thanks for all the hard work on RSDAnim & ARS. 
Best of luck in the future. 

Ian 

Craig Graham wrote: 


Unfortunately, I've just lost my nice cosy day job (embedded systems), 
so I'll have to put a lot of my time into finding, getting into & making 


a good show of, a new job. 


SG... Հնար» I'm afraid as of now I'll be stopping all work on RSdANIM, 
ARS and the nice game demo I was intending to release. This is for 
the forseable future...... 


Sorry, but I gotta pay the rent.... 


Craig Graham. 
(this, on top of the virus - good grief...) 


VVVVVVVVVVV VV 


-—-MESSAGE FILE 3296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02003 


—-MESSAGE FILE 3297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002004 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <support@accelerationsw.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 14:28:58 +0000 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <35E8102A.B8746DB2@accelerationsw. com> 

References: <6rjulg$lqhl@scea> <35d£239e.1564110@205.149.189.29> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:95 scea.yaroze.beginners:263 scea 
.yaroze.freetalk:894 scee.yaroze.freetalk.english:2004 


Plus, having a new area will just confuse people and make less SCEA 
people show up (and few enough show up as it is). We should stick to 
the auditorium because it has been done that way always (both these 
reasons are why we never moved it to a real IRC chat room, which is much 
more user friendly than the auditorium). 


Mario Perdue wrote: 


The problem with having the chat in a public area is you would have to 
restrict your discussions. 


Mario 


VVVVVVV 


On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 
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> <jlawton@jadetech*NOSPAMERS*.com> wrote: 

> 

> >I would like to propose that we move our chat sessions to 

>> 

> >http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
> >room would allow the SCEE members to join the chat sessions, although it 

> >would be rather late.. I have no idea how many coders sleep. (Me not being 
> >one of them) 

>> 

> >I also think that this is a better chat room.. Once you set it to Float. 

> >Let me know what you guys think. 

>> 

> >BTW the chat room was originally set up by Mr Frosty, I just thought I would 
> >open it to all, considering that there are quite a few SCEA guys that don't 
> >have access to the SCEE server. 

>> 

> >Regards, 

>> 

> >Jeff Lawton (aka Zark Wizard) / Nemesis 

>> 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
—=UÚDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
--MESSAGE FILE 3297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02004 


--MESSAGE FILE 3298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002005 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <support@accelerationsw.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Amazing Wish List 

Date: Sat, 29 Aug 1998 14:47:45 +0000 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <35E81491.1C7A39A4@accelerationsw.com> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hey, let's start a wish list for that "amazing announcement". My wish: 


SCEE and SCEA are going to start the program SCEI has had for a while, 
the one where Yaroze programming groups can go professional, funded by 
Sony, in Sony offices, making games to be published by Sony (if you 
didn't know, the game "Devil Dice" came from a former SCEI Yaroze 
group). 


Wouldn't THAT be amazing enough? It would sure inspire me to get 
cracking on finishing my games ;) 


Nick Ferguson wrote: 


>...We have plenty in store including the 
>first showing of the brand new Yaroze Web site and a an amazing 
>announcement | 


Hmmmm, an "amazing announcement"...I wonder what that could be?!?! And 
is this "brand new" website the one we've been using for the last week, 
or something else? Intriguing... 


VV V NV VV V V 
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> 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 3298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02005 


—-MESSAGE FILE 3299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002006 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Sun, 30 Aug 1998 00:37:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35E890A3.43D9@manc.u-net.com> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <6s9iug$ckr28@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Paul Bircham wrote: 

> Yes, what could this announcement be? It won't be long until we find 
> out, I think I can wait until then, as for the new website, it must 
> be the one we have been using, shouldn't it? 


No, it refers to the public Yaroze site I would assume, as in the 
one all the people at ECTS would access (public/trade bods). That 
explains why there's not been any updates there for a while -- I 
believe Laura was working on the new one if my memory serves me 
correct? Anyhoo, you obviously have no choice about waiting for the 
big announcement so we'll all just have to wait and see won't we... 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02006 


-—-MESSAGE FILE 3300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002007 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Sat, 29 Aug 1998 23:11:01 GMT 

Organization: L4 Software 

Lines: 46 

Message-ID: <35e88a2c.13761044@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.announce:96 scea.yaroze.beginners:264 scea 
-yaroze.freetalk:895 scee.yaroze.freetalk.english:2007 


Also, we should have a new version of the Auditorium running soon 
(Peter is working on it) which will give us new options for chatting. 


Stay tuned, 


Mario 


On Sat, 29 Aug 1998 14:28:58 +0000, Joshua Meeds 
<support@accelerationsw.com> wrote: 


>Plus, having a new area will just confuse people and make less SCEA 
>people show up (and few enough show up as it is). We should stick to 
>the auditorium because it has been done that way always (both these 
>reasons are why we never moved it to a real IRC chat room, which is much 
>more user friendly than the auditorium). 

> 

>Mario Perdue wrote: 

>> 

>> The problem with having the chat in a public area is you would have to 
>> restrict your discussions. 


>> 

>> Mario 

>> 

>> On Fri, 21 Aug 1998 09:07:59 -0500, "Jeff Lawton" 

>> <jlawton@jadetech*NOSPAMERS*.com> wrote: 

>> 

>> >I would like to propose that we move our chat sessions to 

>> > 

>> >http://yaroze-world.org/html/chat_room.html on Sat nights at 9pm EST.. This 
>> >room would allow the SCEE members to join the chat sessions, although it 

>> >would be rather late.. I have no idea how many coders sleep. (Me not being 
>> >one of them) 

>> > 

>> >I also think that this is a better chat room.. Once you set it to Float. 

>> >Let me know what you guys think. 

>> > 


>> >BTW the chat room was originally set up by Mr Frosty, I just thought I would 
>> >open it to all, considering that there are quite a few SCEA guys that don't 
>> >have access to the SCEE server. 

>> > 

>> >Regards, 

>> > 

>> >Jeff Lawton (aka Zark Wizard) / Nemesis 

>> > 


—-MESSAGE FILE 3300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02007 


—-MESSAGE FILE 3301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002008 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Got a GDUK entry? READ THIS! 

Date: Sun, 30 Aug 1998 10:12:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <6sb58uSkuvl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.2.150.9 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:141 scee.yaroze.freetalk.english: 
2008 scee.yaroze.mydemos:247 


Hiya all, 
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Seeing as the next 48 hours should see a glut of GDUK and ECTS demos 
making an appearance, I just wanted to remind people that when they put 
their demos on-line, could they PLEASE notify me so I can put a note of 
it on my Member Demo's list? I've noticed a few games have already gone 
up on *.mydemos (Pushy IIb, the rolling ball game) without me being 
mailed about it :-( 

Now, I'm not some demo-regulation facist (oh no I'm not!) but if 
people aren't going to mail me the details of their demos I can't see 
the point in maintaining the site - after all, if I don't get 
notification of demos, people are going to spend time browsing around 
the ng, website etc to try and find them which is what my page is meant 
to prevent. I hoped to provide a COMPREHENSIVE list of all SCEE and SCEA 
demos, which I know I currently don't because the aforementioned games 
(and maybe more?) are missing. I've covered a few demos 'manually' after 
I found them (Grav 1.3, ECTS version of Blitter Boy) but I can't be 
arsed making a habit of it! I realise some people might feel that it 
isn't worth mailing me if they have just released an early beta or small 
update, but the whole point of the site is to provide links to ALL the 
Yaroze demos on one handy page, and if people start making exceptions 
then it rather defeats the point... 


C'mon people - do you want a Member Demo's page or don't you? Those of 
you who have NO IDEA what I'm talking about (where have you been?) visit 
my NY page below... - remember to use the form provided to submit 
details of the demos... 


http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 


Cheers for listening to this rant - I hope I'm mega-busy with updates 
over the next few days!!! 


Nick "only happy when it rains" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


--MESSAGE FILE 3301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02008 


-—-MESSAGE FILE 3302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002009 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony ECTS Party! 

Date: Sun, 30 Aug 1998 10:17:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6sb5c8Skuv2@chuka.playstation.co.uk> 

References: <6re4mg$12e10@chuka.playstation.co.uk> <lde009a.159d2anahtkuN@al-88-115. 
al.nl> <35E18639.28CD@writeme.com> <ldeaevt .n5d81fludedw6N@al-—88-136.al.nl> <35E2CB3 
0.75C9@writeme.com> <ldebvzl.liigbbil2bjy4gN@al-88-130.al.nl> <35E403EC.71FC@writeme 
.com> <ldedzch.1ltpunfrnkw58uN@al—-88-139.al.nl> <35E547CF.3467@mdx.ac.uk> <35E572D9.4 
6F9@writeme.com> <6s68sbSckr18@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.2.150.9 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Visit this link ( to the wonderful UK: Resistance website) to hear that 
hilarious event in all its (RealAudio) glory... 


http://www. jona.demon.co.uk/saturn/davesulk.htm 
Nick "RealAudio nut" F 
PS Brian - I know (?) you're not working on Body Harvest, but I hada 


listen to some of the music from it (an 8 minute RealAudio file) and it 
*sounds* absolutely brilliant!!! Now, have they managed to up the 
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frame rate since E3..? ;-) 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02009 


—-MESSAGE FILE 3303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002010 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Sun, 30 Aug 1998 11:52:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6sbav8Skuv3@chuka.playstation.co.uk> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <6s9iug$ckr28@chuka.playstation.c 
o.uk> <35E890A3.43D9@manc.u-net.com> 

NNTP-Posting-Host: client14d7.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James Shaughnessy wrote in message 

>No, it refers to the public Yaroze site I would assume, as in the 
>one all the people at ECTS would access (public/trade bods). That 
>explains why there's not been any updates there for a while -- I 
>believe Laura was working on the new one if my memory serves me 
>correct? 


Yeah, makes more sense that it would be a public site, maybe with a section 
about the net yaroze that members could send pictures of there games too, so 
that developers can see what kind of stuff is being created by net yaroze 
members, or is this wishful thinking? 


> Anyhoo, you obviously have no choice about waiting for the 
>big announcement so we'll all just have to wait and see won't we... 
> 


No I don't, but still it's not long now, just hope I don't miss the 
announcement, I hope I get to see Spyro the Dragon, I hear it's pretty good, 
at least visually. 


Paul 


-—-MESSAGE FILE 3303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02010 


—-MESSAGE FILE 3304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002011 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Sun, 30 Aug 1998 14:31:53 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldejqmz.lulap451q0g24iN@al-88-108.a1l.nl1> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <6s9iug$ckr28@chuka.playstation.c 
o.uk> 
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NNTP-Posting-Host: al-88-108.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


Nick Ferguson wrote in message 

>Hmmmm, an “amazing announcement"...I wonder what that could be?!?! And 
>is this "brand new" website the one we've been using for the last week, 
>or something else? Intriguing... 

> 

>Nick F 


Yes, what could this announcement be? It won't be long until we find out, I 
think I can wait until then, as for the new website, it must be the one we 
have been using, shouldn't it? 


VVVVVVVVVV VV 


Paul 


Maybe the big anouncement is the Fact that they will ask me to work for 


SCEE!!!! Heheheheh oeps, not... that would probably be a diapointment. 
Maybe they will acnoledge the development of PSX2.... and Net Yaroze 2 
Cheers, 

DEnnis.. 


—-MESSAGE FILE 3304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02011 


—-MESSAGE FILE 3305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002012 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Sun, 30 Aug 1998 14:54:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6sb13j3Skuv4@chuka.playstation.co.uk> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <6s9iug$ckr28@chuka.playstation.c 
o.uk> <ldejqmz.lulap451q0g24iN@al-88-108.al.nl> 

NNTP-Posting-Host: client82b4.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 
>Maybe the big anouncement is the Fact that they will ask me to work for 
>SCEE!!!! Heheheheh oeps, not... that would probably be a >diapointment. 


hehehehe, I somehow don't think that will be the announcement 


> 
>Maybe they will acnoledge the development of PSX2.... and Net >Yaroze 2 


We can hope, I heard that Sony might be announce the PSX2, so it might be 
this then again it might not, hope there will be a net yaroze 2, I don't 
want to fork out for a PSX2 then find out a net yaroze 2 will be available. 


> 
>Cheers, 
> 
>DEnnis.. 
PAul 


Ooops, I'm starting to do two capitals now. 
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-—-MESSAGE FILE 3305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02012 


—-MESSAGE FILE 3306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002013 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: DEnnis BUGGER 

Date: 30 Aug 1998 17:17:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <0Olbdcb9eS0b6ff5c0$2de5abc3@2badlineone.net> 
NNTP-Posting-Host: 195.171.229.45 

X-Newsreader: Microsoft Internet News 4.70.1162 


Hey DEniss, 
You think your bugging me huh!? 


Well let me tel you something the reason I'm so easy to bug (in your case) 
is because I haven't got time for guys like you. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 3306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02013 


—-MESSAGE FILE 3307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002014 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis isn't a BUGGER 

Date: Sun, 30 Aug 1998 19:10:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6sc4khSkuv5@chuka.playstation.co.uk> 
References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: client839c.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


T Khan <2bad@lineone.net> wrote in message 

>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 

> 

>Tanvir Khan 


Looks like DEnnis has offended someone, hmm? 


I know DEnnis and he's a good laugh, u just have to take what DEnnis says 
with a pinch of salt, that's to say DEnnis isn't a person who will be 
subtle, but is this the T Khan from the post "Gals needed for Yaroze 
developement", hahah, nothing more to say really! 


Paul 


-—-MESSAGE FILE 3307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02014 
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—-MESSAGE FILE 3308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002015 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Sun, 30 Aug 1998 20:14:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6sc8faSkuv7@chuka.playstation.co.uk> 
References: <Olbdcb9eS0b6ff£5c0$2de5abc3@2badlineone.net> 
NNTP-Posting-—Host: modem051.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


T Khan <2bad@lineone.net> wrote in message 
<Olbdcb9eS0bE6fF5c0S$2de5abc3@2badlineone.net>... 

>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your 
case) 

>is because I haven't got time for guys like you. 


Wow! It's as if David Mamet wrote the dialogue.... just like the 
Untouchables!!! 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02015 


-—-MESSAGE FILE 3309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002016 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Is there something wrong with the server 

Date: 30 Aug 1998 19:22:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01lbdd44aSeabc0160S026f6f6fetwo> 
NNTP-Posting-Host: 195.171.232.222 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi all, 

just trying to upload my ects/gduk entry to my homepage 
and well it just dont work.... 

Never had any problems before :) 


Pete. 
-—-MESSAGE FILE 3309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02016 


—-MESSAGE FILE 3310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002017 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Sun, 30 Aug 1998 23:36:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 19 

Message-ID: <35E9D3DB.831AF72E@hinge.mistral.co.uk> 
References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: d2-s34-128-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


T Khan wrote: 
Hey DEniss, 
You think your bugging me huh!? 


Well let me tel you something the reason I'm so easy to bug (in your case) 
is because I haven't got time for guys like you. 


VVVVVV 


And to think I called off the offensive on this guy..... 
> Tanvir Khan 
Open season guys, eat him for lunch.... 


Craig. 
(why oh why don't some people learn from their mistakes) 


—-MESSAGE FILE 3310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02017 


—-MESSAGE FILE 3311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002018 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is there something wrong with the server 
Date: 31 Aug 1998 00:31:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bdd476S02cd99a0SO026f6f6ftwo> 

References: <Olbdd44aS$eabc0160S026f6f6f@two> 
NNTP-Posting-Host: host5-99-51-80.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


hmmm, 
It works now .......... 
Pete. 


—-MESSAGE FILE 3311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02018 


—-MESSAGE FILE 3312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002019 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Sun, 30 Aug 1998 21:03:12 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35E9F650.25B08177@bigfoot .com> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <6s9iug$ckr28@chuka.playstation.c 
o.uk> <35E890A3.43D9@manc.u-net.com> <6sbav8$kuv3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 258.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 
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Paul Bircham wrote: 

> No I don't, but still it's not long now, just hope I don't miss the 

> announcement, I hope I get to see Spyro the Dragon, I hear it's pretty good, 
> at least visually. 


Spyro is a very nice game... I got to see it at E3 and I was very 
impressed. The Spyro setup was interesting, and oddly enough the one 
thing that made an impression on me was the squishy floor that they had 
layed out. :) 


"Darco 
-—-MESSAGE FILE 3312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02019 


—-MESSAGE FILE 3313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002020 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <jun@cable.a2000.n1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TK BUGGER 

Date: Mon, 31 Aug 1998 08:06:00 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6sdef2Skuv8@chuka.playstation.co.uk> 
References: <Olbdcb9eS0b6f£5c0$2de5abc3@2badlineone.net> 
NNTP-Posting-Host: nodel1c33.a2000.n1 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 


You haven't got time for DEnnis.. still you post this msg for him. Knowing 
ppl 

are going to respond and that you will have to make time reading the 
responses. 


Seems like you set fire and then say you don't want to draw attention. 


> 
>Tanvir Khan 
>EMAG DESIGN 


Come give us a taste of your quality. If you want to start flaming threads.. 
am sure there must be an alt.flame.group out there.. this just isn't the 
place. 


Jun. 


"Whoa... where is the fire?" 


—-MESSAGE FILE 3313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02020 


—-MESSAGE FILE 3314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002021 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 02:27:13 GMT 

Organization: SCEA News Server 
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Lines: 17 

Message-ID: <35ea088d.334555168@news.scea.sony.com> 
References: <Olbdcb9eS0b6ff£5c0$2de5abc3@2badlineone.net> 
NNTP-Posting-Host: client-—151-198-130-30.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hey, Tanvir, do us all a favor and send Dennis some hate-email next 
time, o.k.? I have plenty of reading to catch up on without this 
flaming material that is remarkably rare in yaroze world. Poor form. 


—Matt, who cannot believe how chit-chatty you europeans were this 
summer, phew! 


>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 

> 

>Tanvir Khan 

>EMAG DESIGN 

> 

>2bad@lineone.net 


—-MESSAGE FILE 3314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02021 


—-MESSAGE FILE 3315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002022 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Mon, 31 Aug 1998 11:15:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6sdt51Skuv9@chuka.playstation.co.uk> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <6s9iug$ckr28@chuka.playstation.c 
o.uk> <35E890A3.43D9@manc.u-net.com> <6sbav8Skuv3@chuka.playstation.co.uk> <35E9F650 
-25B08177@bigfoot .com> 

NNTP-Posting-Host: client8499.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Darco wrote in message 

>Spyro is a very nice game... I got to see it at E3 and I was very 
>impressed. The Spyro setup was interesting, and oddly enough the one 
>thing that made an impression on me was the squishy floor that they had 
>layed out. :) 

> 

>'Darco 


Hope we get a squishy floor, sounds like fun, hehehe 


Paul 


—-MESSAGE FILE 3315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02022 


—-MESSAGE FILE 3316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002023 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TK BUGGER 

Date: Mon, 31 Aug 1998 11:59:28 +0100 

Organization: The PC Shop 

Lines: 17 

Message-ID: <35EA8210.172D1C37@infotrade.co.uk> 

References: <Olbdcb9eSOb6ff5c0S2de5abc3@2badlineone.net> <6sdef2Skuv8@chuka.playstat 
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ion.co.uk> 

Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr337.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Casaub wrote: 


>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 


V V V V V V 


The newsgroups are not for (stupid) personal messages. 
It's as simple as that. 
Ian 


--MESSAGE FILE 3316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02023 


--MESSAGE FILE 3317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002024 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 21:17:01 +0200 

Organization: Debri Productions 

Lines: 66 

Message-ID: <lden83z.hm2i5tlis26miN@al-88-100.a1.nl1> 
References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hey DEniss, 
You think your bugging me huh!? 


Well let me tel you something the reason I'm so easy to bug (in your case) 
is because I haven't got time for guys like you. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVVV VV 


2bad@lineone.net 


Hahahaha, NOT!!! 
Remember you started this again, not me!! So no merci thistime. 


Noooooooo-way wat you say! You are easy to bug becourse you come up with 
stopid articles! Acting like you will be the re-incarnation of Peter 
Molineux (who is not even dead yet) and afterwards begging for some info 
course you don't have any idea of whats going on in the business. Not 
that I'm the best around, but hey.. I don't act like it. And I'm not 
looking for girls, and making up a pittyfull excuse that girls would be 
much better! 

And you not having time??? what are you doing then? Coding a 
GT-beater?.. finishing primary school?.. 

You know what your problem is? The Net Yaroze project is about helping 
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each other. We need each other, and this is not helping you with that I 
suppose. I already stoped this discussion (or bugging as you see it). 
But starting this again was not a good idea I suppose. 

And IF you would not have time for me, you would never have written this 
article. I think it was a bad idea, but have it your way... 


DEnnis (The big bad bugger, only if your name is Tanvir Khan) 


-—-MESSAGE FILE 3317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02024 


-—-MESSAGE FILE 3318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002025 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 20:24:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35EAF870.5620E166@ndirect.co.uk> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <lden83z.hm2i5t1lis26miN@al-— 
88-100.al.nl> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Wasn't this the guy who: 


Posted for help on playing "backup" games? 

Wants to put together an all girl programming group? 
Claims to be God of the games software industry? 
Wants to know how to do collision detection? 

Wants to know how to do backgrounds? 

Eats bullshit for lunch? 


0 Oo o o 


Ok, so now I'm stirring the pot a little. But if this guy wants any help and 
wants to maintain any credibility he has left, then he ought to learn from his 
mistakes and stop being such a prat. I don't have any problems with a bit of 
harmless banter (at least DEnnis is funny), but this is getting silly. 
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Herbs 


—-MESSAGE FILE 3318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02025 


—-MESSAGE FILE 3319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002026 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis isn't a BUGGER 

Date: Mon, 31 Aug 1998 21:45:30 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <lden9w5.1ndhn76a8ivk1N@al—88-100.al.nl1> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <6sc4khSkuv5@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 


> T Khan <2bad@lineone.net> wrote in message 

> >Hey DEniss, 

>> 

> >You think your bugging me huh!? 

>> 

> >Well let me tel you something the reason I'm so easy to bug (in your case) 
> >is because I haven't got time for guys like you. 

>> 

> >Tanvir Khan 

> 

> 

> Looks like DEnnis has offended someone, hmm? 

> 

> I know DEnnis and he's a good laugh, u just have to take what DEnnis says 
> with a pinch of salt, that's to say DEnnis isn't a person who will be 
> subtle, but is this the T Khan from the post "Gals needed for Yaroze 
> developement", hahah, nothing more to say really! 

> 

> Paul 

Thank you Paul, My dear friend Paul... (looking forward to Kent Hall) 
DEnnis... 


—-MESSAGE FILE 3319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02026 


—-MESSAGE FILE 3320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002027 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 21:45:32 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldenalm. ff j5gqlqaghfé6éN@al-—88-100.al1l.nl> 

References: <Olbdcb9eS0b6ff5c0$2de5abc3@2badlineone.net> <35ea088d.334555168@news.sc 
ea.sony.com> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> Hey, Tanvir, do us all a favor and send Dennis some hate-email next 
> time, o.k.? I have plenty of reading to catch up on without this 
> flaming material that is remarkably rare in yaroze world. Poor form. 
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—Matt, who cannot believe how chit-chatty you europeans were this 
summer, phew! 


V V V V 


TOTALLY AGREE, you bug others now and make a fool out of your self. 
But, please don't give him any idea's. He knows I put them here anyway 
if they are bad. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 3320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02027 


--MESSAGE FILE 3321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002028 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 21:45:34 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldena58.13i2wfwlji7a4uN@al1-88-100.al.nl1> 

References: <Olbdcb9eSO0b6ff5c0S2de5abc3@2badlineone.net> <6sc8faSkuv7@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> T Khan <2bad@lineone.net> wrote in message 

> <Olbdcb9eS0bb6fE5c0$S2ded5abc3@2badlineone.net>... 

> >Hey DEniss, 

>> 

> >You think your bugging me huh!? 

>> 

> >Well let me tel you something the reason I'm so easy to bug (in your 
> case) 

> >is because I haven't got time for guys like you. 

> 
> 
> 
> 
> 


Wow! It's as if David Mamet wrote the dialogue.... just like the 
Untouchables!!! 


Yeahhh.. ufh.. He's the best, I getting scared... ;-) 


CHeers DEnnis.. 
-—-MESSAGE FILE 3321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02028 


-—-MESSAGE FILE 3322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002029 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 21:45:35 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <ldena7d.15skhmlluouk1lrN@al-88-100.a1l.nl1> 

References: <Olbdcb9eS0b6ff5c0$2de5abc3@2badlineone.net> <35E9D3DB. 831AF72E@hinge.mi 
stral.co.uk> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> T Khan wrote: 
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Hey DEniss, 
You think your bugging me huh!? 


Well let me tel you something the reason I'm so easy to bug (in your case) 
is because I haven't got time for guys like you. 


VVVVVVV VV 
VV V V V V 


And to think I called off the offensive on this guy..... 
Yep, I didn't start this one.. 


> > Tanvir Khan 
> 
> Open season guys, eat him for lunch.... 


Yeahhhhh, and don't stop...;-) 


> Craig. 
> (why oh why don't some people learn from their mistakes) 


I think this guy likes it to get trouble. Not social.. 


Thanks Craig.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02029 


—-MESSAGE FILE 3323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002030 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TK BUGGER 

Date: Mon, 31 Aug 1998 21:45:37 +0200 

Organization: Debri Productions 

Lines: 40 

Message-ID: <ldenai5.1lv25bsmkx11jiN@al-—88-100.al.nl1> 

References: <0Olbdcb9eSO0b6ff5c0S2de5abc3@2badlineone.net> <é6sdef2Skuv8@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Casaub <jun@cable.a2000.n1l> wrote: 


>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 


You haven't got time for DEnnis.. still you post this msg for him. Knowing 
ppl 

are going to respond and that you will have to make time reading the 
responses. 


Seems like you set fire and then say you don't want to draw attention. 


> 
>Tanvir Khan 
>EMAG DESIGN 


Come give us a taste of your quality. If you want to start flaming threads.. 
am sure there must be an alt.flame.group out there.. this just isn't the 
place. 


VVVVVVVVVVVVVVV VV VV VV VV 
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> Jun. 
> -- 
> "Whoa... where is the fire?" 


Bedankt Jun, maar je had wel iets meer voor me op mogen komen hoor. Die 
knakker vraagt erom. Ik weet best dat deze newsgroup daar niet voor is, 
maar doe het dan als vriendendienst չ-) 

Spreken we nog een keer af? Heb je nu met Formula nog wel tijd voor de 
SPC-game? 


Groeten DEnnis.. 


(nu krijgen we natuurlijk antwoord dat dit een engelse freetalk is net 

niet de nederlandse) 

—-MESSAGE FILE 3323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02030 


—-MESSAGE FILE 3324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002031 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TK BUGGER 

Date: Mon, 31 Aug 1998 21:45:40 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldenanz.16dturk1lka6z7bN@al1-88-100.al.nl1> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <6sdef2Skuv8@chuka.playstat 
ion.co.uk> <35EA8210.172D1C37@infotrade.co.uk> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Ian Thompson <A2595042@infotrade.co.uk> wrote: 
Casaub wrote: 


>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 


VV V V V V 


The newsgroups are not for (stupid) personal messages. 


It's as simple as that. 


VVVVVVVVVVVV VV 


Tan 


You know who to blame... 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 3324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02031 


-—-MESSAGE FILE 3325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002032 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 21:48:55 +0200 

Organization: Debri Productions 

Lines: 30 

Message-ID: <ldenb63.1lcidamalrxx4e4N@al1-88-100.al.nl> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <lden83z.hm2i5t1lis26miN@al-— 
88-100.81.ուլ» <35EAF870.5620E166@ndirect.co.uk> 
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NNTP-Posting-Host: 81-88-124.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> Wasn't this the guy who: 

> 

> a. Posted for help on playing "backup" games? 

> b. Wants to put together an all girl programming group? 

> Cx Claims to be God of the games software industry? 

> d. Wants to know how to do collision detection? 

> ë; Wants to know how to do backgrounds? 

sof; Eats bullshit for lunch? 

> 

> Ok, so now I'm stirring the pot a little. But if this guy wants any help and 
> wants to maintain any credibility he has left, then he ought to learn from his 
> mistakes and stop being such a prat. I don't have any problems with a bit of 
> harmless banter (at least DEnnis is funny), but this is getting silly. 

> 

> 

> Herbs 


Thaaaank You Herbs... 


I'm thinking I'm the odd guy here, but your little index got me on track 
again. It was him, not me.. 
Thanx.. 


Cheers, 


DEnnis... 
-—-MESSAGE FILE 3325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02032 


-—-MESSAGE FILE 3326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002033 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 22:43:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6sf5f8Skuvl0@chuka.playstation.co.uk> 

References: <Olbdcb9eS0b6ff£5c0$2de5abc3@2badlineone.net> <lden83z.hm2i5tlis26miN@al- 
88-100.al.nl> <35EAF870.5620E166@ndirect.co.uk> <ldenb63.1lcidamalrxx4e4N@al-88-100.a 
1.nl> 

NNTP-Posting-Host: client1511.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>I'm thinking I'm the odd guy here, but your little index got me on track 
>again. It was him, not me.. 

>Thanx.. 

> 

> 

>Cheers, 

> 

>DEnnis... 


No it wasn't u DEnnis, just looking at what post's he's put up, it was 
always going to end with people taking the p!?s. 


Paul 


—-MESSAGE FILE 3326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02033 
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-—-MESSAGE FILE 3327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002034 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis isn't a BUGGER 

Date: Mon, 31 Aug 1998 22:44:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6sf5jjSkuv1l1l@chuka.playstation.co.uk> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <6sc4khS$kuv5@chuka.playstat 
ion.co.uk> <lden9w5.1ndhn76a8ivk1N@al1l-—88-100.a1l.nl1> 

NNTP-Posting-Host: client1511.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>Thank you Paul, My dear friend Paul... (looking forward to Kent Hall) 
> 

>DEnnis... 


Your welcome, and what fun we will have this time at Kent Hall, 
See Ya 


Paul 


—-MESSAGE FILE 3327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02034 


—-MESSAGE FILE 3328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002035 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Mon, 31 Aug 1998 22:46:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6sf5lg$kuv1l2@chuka.playstation.co.uk> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <lden83z.hm2i5tlis26miN@al— 
88-100.al.nl> 

NNTP-Posting-Host: client1511.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 


I had to go a long way down your message to see this, I almost missed it, so 
I thought I would just point it out, hehe 


Paul 


—-MESSAGE FILE 3328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02035 


—-MESSAGE FILE 3329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002036 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Mon, 31 Aug 1998 22:04:57 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <35ebldd6.40955070@news.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqquS$pdo8@chuka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


huh? what? pub? whats going on? wasnt following too well. To add more 
to the spice, i did the Middlesex BSc Applied Computing course with 
the playstation content. 


On Tue, 25 Aug 1998 18:00:31 +0100, "Robert Shand" 
<shand@globalnet.co.uk> wrote: 


>Sorry I haven't said much lately, kind of forgot about this thread :-). 
>Something to with a hang over (I think.) 

> 

>I far as I can gather 

> 

>Brian Baird - Works with DMA 

>Michael Enoch - Works with Visual Sciences 

>Alan Yuen - Is going to Abertay- Dundee to to the CGTIVE course (this year?) 
> 

>So here is the main bit of the message 


> 

>1) How much involvement have both DMA and Visual Sciences got with the 
>CGTVE course at Abertay-—Dundee? 

> 


>2) Erm.. I arrive for the 22nd of Sep, so when shall we all meet up in one 
>of the many pubs before going onto a crap club, having a balti and 
>regretting it in the morning? 

> 

>Talk to you soon 

> 

>Bob 

> 

>bob@shand.globalnet.co.uk 

> 


> 
> 
> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

-—-MESSAGE FILE 3329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02036 


—-MESSAGE FILE 3330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002037 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Mon, 31 Aug 1998 22:07:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35ecle77.41116933@news.playstation.co.uk> 

References: <ldebm5z.3hc6q592031sN@al-88-130.al.nl> <35E2EC14.1B0A@england.com> <35E 
40647.49F1@writeme.com> <35E548E5. 65ED@mdx.ac.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 
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what? girlfriend? is this the one from MDX? did you score? 


On Thu, 27 Aug 1998 12:54:13 +0100, Robert Swan <rs1l08@mdx.ac.uk> 
wrote: 


>James Rutherford wrote: 

>> Either that, or I'll come as polygon-reduction man (anybody else with 
>> that T-shirt going?) 
> 

>I left my Tshirt behind at Sony when we got them, and it was only half 
>accidentally. 


>Hopefully 111 be going in the Tshirt which has a girlfriend attached. 
>But its ok, Ive already warned her what most of us are like. 

> 

>Rob 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02037 


—-MESSAGE FILE 3331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002038 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Mon, 31 Aug 1998 22:12:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35ed1f£90.41397796@news.playstation.co.uk> 

References: <35e1f346.18474755@news.playstation.co.uk> <memo.19980826175316.5827A@ jm 
hannan.compulink.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


I take it that uni of dundee is outside of the city, campus uni's are 
different from city uni's in the fact that there's more parties. am i 
correct? 


On 26 Aug 1998 17:01:31 GMT, jmhannan@cix.co.uk (Jeff Hannan) wrote: 


>> You mean not the Abertay Dundee? there two uni's in the dundee area, 
>> the university of dundee and abertay dundee. 

>> 

> 

>The University of Dundee. 

> 

>Jeff 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

--MESSAGE FILE 3331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02038 


—-MESSAGE FILE 3332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002039 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: Mon, 31 Aug 1998 23:45:26 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35EB2786.6039@manc.u-net.com> 

References: <35e1f346.18474755@news.playstation.co.uk> <memo.19980826175316.5827A@ jm 
hannan.compulink.co.uk> <35ed1f£90.41397796@news.playstation.co.uk> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alan Yuen wrote: 

> I take it that uni of dundee is outside of the city, campus uni's are 
> different from city uni's in the fact that there's more parties. am i 
> correct? 


They all call themselves 'campus' Universities as it sounds nice and 
hoity and traditional like having a latin motto. But I think you're 
right -- a city uni like Manchester University has the whole of the 
city centre to support it for nightlife, so yes an out-of-town one 
would require more 'in-house' functions and would have less townies 
crashing the farty student feel to the place. But the quality 

of the nightlife purely depends on the individual uni really so your 
best reading the Student Book to get an idea of a place (and to 

see the alumni and all important male:female ratio ;)) 

But then if you have enough gross-weight of export lager you can 
have a 'partay' anywhere, even in a barn in Wigan. On your own. 

8--) 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02039 


-—-MESSAGE FILE 3333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002040 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: 31 Aug 1998 22:54:01 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <slrn6umao5.id.tjs@longford.cs.monash.edu.au> 

References: <35E2EC95.FA63D55B@ehinge.mistral.co.uk> <01bdd062S49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> <35E3D6F5.69EF9079@hinge.mistral.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2040 scee.yaroze.announce 
:144 


On Wed, 26 Aug 1998 10:35:49 +0100, Craig Graham wrote: 

>George Bain wrote: 

> 

>> Hi there, 

>> 

>> Lets hope it had nothing to do with infecting dozens of people with a virus 
>> 3 ( 

> 

>George - can you lay off the virus bit. The fact that my name is plasteredall 
>over the SCEE yaroze site (and implied on the ProDev site as well) is 

>gonna make it hard enough to get another job as it is. 

> 

>And no, it's got bugger all to do with the virus - most of my work is in 
>embedded systems, I only coded Playstation stuff for fun, and a bit of 

>pro stuff just for the challenge (I didn't even get payed from the last PSX 
>project I worked on). 

> 

I don't really know where to follow up on this... There are too many 
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threads to cope with... :) Anyway, one final bit of information which (if 
it's true, and the source is reasonably reliable) proves completely that 
Craig can't be held responsible: 


"EA has released free demos of its latest Wing Commander game. Of course, 
the demo included the recently dreaded win95.CIH virus..." 


Toby. [mmm... that's one insidious virus...] 
—-MESSAGE FILE 3333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02040 


—-MESSAGE FILE 3334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002041 

Path: chuka.playstation.co.uk!news 

From: "James bond" <now3d@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Denis Talks FAR TOO MUCH 

Date: 1 Sep 1998 00:30:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <0Olbdd53f£$c01ca2c0$3e71d4d4@hislordship> 
NNTP-Posting-Host: now3d.easynet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 


Denis should have his mac keyboard confiscated if he is going to talk all 


—-MESSAGE FILE 3334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02041 


—-MESSAGE FILE 3335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002042 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Tue, 01 Sep 1998 03:45:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35EB51A6.1C26@mundivia.es> 

References: <0Olbdcb9eSO0b6ff5c0S$2de5abc3@2badlineone.net> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: ninfovia75.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Khan wrote: 
Hey DEniss, 
You think your bugging me huh!? 


Well let me tel you something the reason I'm so easy to bug (in your case) 
is because I haven't got time for guys like you. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVVVV VV A 


2bad@lineone.net 


Really do you think this is the place to say that ? 
Javier Ventoso. 
Take it easy, ok? 


—-MESSAGE FILE 3335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02042 
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-—-MESSAGE FILE 3336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002043 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Agencies... 

Date: Tue, 01 Sep 1998 06:52:47 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <35EB7D9F.7D37@mundivia.es> 
Reply-To: javier0003@mundivia.es 
NNTP-Posting-Host: infol19555181234.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Hi all!, 


I'm looking for a job programming games, and I'd 
like to get the address of any good agency in 
England. 


Can you help me? 
Thanx in advance! 


Javi. 
—-MESSAGE FILE 3336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02043 


—-MESSAGE FILE 3337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002044 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <jun@cable.a2000.n1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Tue, 1 Sep 1998 08:36:05 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6sg4jeSkuvl6@chuka.playstation.co.uk> 
References: <35EB7D9F.7D37@mundivia.es> 
NNTP-Posting-Host: nodelc33.a2000.n1 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Javier Ventoso wrote in message <35EB7D9F.7D37@mundivia.es>... 
>Hi all!, 

> 
>I'm looking for a job programming games, and I'd 
>like to get the address of any good agency in 
>England. 

> 

>Can you help me? 

> 

>Thanx in advance! 

> 

>Javi. 


HI Javi, 


A good friend of mine has had good experience with 
Aardvark Swift Consulting Ltd. You can find them 
in the Edge or at http://www.ardswift.co.uk 


cheers and good luck, 
Jun. (Casaub) 
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—-MESSAGE FILE 3337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02044 


-—-MESSAGE FILE 3338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002045 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <jun@cable.a2000.nl1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 08:54:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6sg5miSkuv17@chuka.playstation.co.uk> 
References: <Olbdd53f$c01ca2c0$3e71d4d4@hislordship> 
NNTP-Posting-Host: nodelc33.a2000.n1 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James bond wrote in message <Olbdd53f$c0lca2c0$3e71d4d4@hislordship>... 
>Denis should have his mac keyboard confiscated if he is going to talk all 


> 

tsk, tsk... If you are having problems with his enthousiasm and think he 
should 

mail more and post less... IMHU I think that you should set the example 
yourself 

and mail him instead of starting a new thread, or at least address him 


personally instead of in the 3rd person. 


Jun. (Casaub) 


"judge not, lest ye be not judged yourself" 


--MESSAGE FILE 3338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02045 


—-MESSAGE FILE 3339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002046 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 01 Sep 1998 02:22:56 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35eb58a9.85106064@news.scea.sony.com> 

References: <Olbdd53f$c01ca2c0$3e71d4d4@hislordship> 
NNTP-Posting-Host: client-151-198-130-106.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Denis should have his mac keyboard confiscated if he is going to talk all 


Y'know, why don't you just ignore his entries if they bother you so 
much? I think most people find Dennis to be friendly and entertaining. 
I cannot for the life of me comprehend why you would be rude to 
someone who has never acted in an unfriendly fashion. 


It is too bad SCEA doesn't have more people like Dennis around. 


It is so wondeful to return from a fun, although humid, summer, to 
read this friggin' junk in the yaroze groups. This reminds me of that 
post in the profile section from a guy who said we were all weird, and 
his girlfriend had dumped him and he was going to go buy some porn... 
very bizarre. 


—Matt, who wonders how Dennis made enemies this summer... [grin] 


-—-MESSAGE FILE 3339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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02046 


—-MESSAGE FILE 3340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002047 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What happend to Gil Jaysmith? 

Date: Tue, 01 Sep 1998 02:27:25 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <35eb5b3e.85767185@news.scea.sony.com> 
NNTP-Posting-Host: client-151-198-130-106.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Just wondering, he was a good poster who worked for SN Systems, he 
said he had just gotten a yaroze, and then he just disapeared. He was 
a friendly guy, I hope nothing bad happened... 


—Matt 
--MESSAGE FILE 3340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02047 


--MESSAGE FILE 3341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002048 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Tue, 01 Sep 1998 08:38:54 +0100 

Organization: I wish! 

Lines: 13 
Message-ID: <35EBA48E.1867@mdx.ac.uk> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <35ea088d.334555168@news.sc 
ea.sony.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Matthew Hulett wrote: 

> 

> Hey, Tanvir, do us all a favor and send Dennis some hate-email next 
> time, o.k.? I have plenty of reading to catch up on without this 

> flaming material that is remarkably rare in yaroze world. Poor form. 


I agree on this one. Im gonna start swearing if I hear more of this 
stuff. I think everyone reading the newsgroups already knows what 
everyone else thinks. 


Except for me cause Im so sweet and kind 


Rob 
—-MESSAGE FILE 3341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02048 


—-MESSAGE FILE 3342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002049 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Agencies... 

Date: Tue, 01 Sep 1998 08:42:05 +0100 
Organization: I wish! 

Lines: 15 

Message-ID: <35EBA54D.F8B@mdx.ac.uk> 
References: <35EB7D9F.7D37@mundivia.es> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Javier Ventoso wrote: 


Hi all!, 


I'm looking for a job programming games, and I'd 
like to get the address of any good agency in 
England. 


VV V V V V 


Cant tihnk of addresses of top of my head, but try searching on the web 
for these: 


Answers Recruitment, and 
Pelican consultants (I think!) 


Rob 
—-MESSAGE FILE 3342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02049 


—-MESSAGE FILE 3343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002050 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 10:18:07 +0200 

Organization: Debri Productions 

Lines: 41 

Message-ID: <ldeo9bx.1xdt 6mn3t1xfiN@al-—88-107.a1l.nl> 

References: <Olbdd53f$c0Olca2c0$3e71d4d4@hislordship> <35eb58a9.85106064@news.scea.so 
ny . com> 

NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


>Denis should have his mac keyboard confiscated if he is going to talk all 


Y'know, why don't you just ignore his entries if they bother you so 
much? I think most people find Dennis to be friendly and entertaining. 
I cannot for the life of me comprehend why you would be rude to 
someone who has never acted in an unfriendly fashion. 


It is too bad SCEA doesn't have more people like Dennis around. 


It is so wondeful to return from a fun, although humid, summer, to 
read this friggin' junk in the yaroze groups. This reminds me of that 
post in the profile section from a guy who said we were all weird, and 
his girlfriend had dumped him and he was going to go buy some porn... 
very bizarre. 


VVVVVVVVVVVVV VV VV 


—Matt, who wonders how Dennis made enemies this summer... [grin] 


Aint the Net Yaroze scene great!!!! 
I love it!! 


I have a great plan! Let's all come to the ECTS and start a great fight 
in front of it. On the one side the DS (DEnnis-supporters) and on the 
other side the AD (ANti-deNNISSES). 

Yeah... lat's make it a great BOTTOM-like fight with shouting bad names 
as they do in Hammersmith; utte utte utte, uhm uhm uhm... bottom! 
(little note for SCEE... I shall not were my faforite Polo-shirt ;-) 

At this moment I feel very save. This Bond, James bond..guy is in the US 
and probably won't show, and I think I stand a lot stronger against Khan 
who is not the most adored person around I suppose.. 


(Note for people like Khan and Bond...James Bond... : NO FIGHT, I'M 
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MAKING FUN! !!!) 


Hehehehe 


DEnnis.. 
-—-MESSAGE FILE 3343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02050 


—-MESSAGE FILE 3344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002051 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 10:18:11 +0200 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldeo9mv.m62qhrdbu5z4NQal-88-107.al.n1> 

References: <Olbdd53fS$c0Olca2c0$3e71d4d4@hislordship> <6sg5miS$kuvl1l7@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Casaub <jun@cable.a2000.n1> wrote: 


> James bond wrote in message <Olbdd53fS$c0Olca2c0$3e71d4d4@hislordship>... 
> >Denis should have his mac keyboard confiscated if he is going to talk all 
> >the time! 1 11111 

>> 

> 

> tsk, tsk... If you are having problems with his enthousiasm and think he 
> should 

> mail more and post less... IMHU I think that you should set the example 
> yourself 

> and mail him instead of starting a new thread, or at least address him 

> personally instead of in the 3rd person. 

> 

> Jun. (Casaub) 

> -- 

> "judge not, lest ye be not judged yourself" 

Until now I don't have problems with it... But to be serious (for a very 


short time) I totally agree.. 
Cheers, 


DEnnis... 


PS. Hey, James... You should hear me rattle Live in person, it's even 

worse! 

—-MESSAGE FILE 3344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02051 


-—-MESSAGE FILE 3345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002052 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Tue, 1 Sep 1998 10:18:15 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldeo9qv.icxaatrliqulg2mN@al-88-107.a1l.nl> 

References: <Olbdcb9eS0b6ff5c0S$2de5abc3@2badlineone.net> <lden83z.hm2i5tlis26miN@al— 
88-100.81.ու» <6sf5lg$kuvl1l2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-107.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Bircham <yaroze@doodlek.globalnet.co.uk> wrote: 
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DEnnis Brinkhuis wrote in message 
> ç 
> Dork. sas as 


I had to go a long way down your message to see this, I almost missed it, so 
I thought I would just point it out, hehe 


VVVVVVVV 


Paul 


I wanted to be honest, but don't trow it in the face.. 
My name is not Khan you see չ-) 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02052 


—-MESSAGE FILE 3346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002053 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Tue, 1 Sep 1998 10:18:22 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <ldeo9u9.j8mlolsh5ul9NQal-88-107.al.n1l1> 

References: <ldebm5z.3hc6q592031sN@al-—88-130.al.nl> <35E2EC14.1B0A@england.com> <35E 
40647.49F1@writeme.com> <35E548E5.65ED@mdx.ac.uk> <35ecle77.41116933@news.playstatio 
n.co.uk> 

NNTP-Posting-Host: 81-88-107.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


(for the insiders) Not in Amsterdam I suppose ;-) 
I'll quit on that one now... 


Robert, will you be at the Sony (NY) stand at 13.00 hour one day? 
Cheers, 


DEnnis.. 


Alan Yuen <alan@alanyuen.demon.co.uk> wrote: 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02053 


> what? girlfriend? is this the one from MDX? did you score? 

> 

> On Thu, 27 Aug 1998 12:54:13 +0100, Robert Swan <rs1l08@mdx.ac.uk> 

> wrote: 

> 

> >James Rutherford wrote: 

> >> Either that, or I'll come as polygon-reduction man (anybody else with 
> >> that T-shirt going?) 

>> 

> >I left my Tshirt behind at Sony when we got them, and it was only half 
> >accidentally. 

> >Hopefully 111 be going in the Tshirt which has a girlfriend attached. 
> >But its ok, Ive already warned her what most of us are like. 

>> 

> >Rob 

> 

> 

> 

> 

> 
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—-MESSAGE FILE 3347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002054 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 12:18:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
Message-ID: <6sgl7bSkuv19@chuka.playstation.co.uk> 

References: <Olbdd53fS$c0Olca2c0$3e71d4d4@hislordship> <35eb58a9.85106064@news.scea.so 
ny.com> <ldeo9bx.1xdt émn3t1xfiN@al-88-107.al.nl> 

NNTP-Posting-Host: client8533.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 
>Aint the Net Yaroze scene great!!!! 
>I love it!! 

> 


Yes the net yaroze scene is great!!!! 


>I have a great plan! Let's all come to the ECTS and start a great fight 
>in front of it. On the one side the DS (DEnnis-supporters) and on the 
>other side the AD (ANti-deNNISSES). 


OK, I'm on the side of AD, hehehe, NOT!!! I'm a DS, 


>Yeah... lat's make it a great BOTTOM-like fight with shouting bad names 
>as they do in Hammersmith; utte utte utte, uhm uhm uhm... bottom! 
>(little note for SCEE... I shall not were my faforite Polo-shirt ;-) 

>At this moment I feel very save. This Bond, James bond..guy is in the US 
>and probably won't show, and I think I stand a lot stronger against Khan 
>who is not the most adored person around I suppose.. 

> 

>(Note for people like Khan and Bond...James Bond... : NO FIGHT, I'M 
>MAKING FUN! !!!) 

> 

>Hehehehe 

> 

> 

>DEnnis.. 


About DEnnis posting too much, what? I thought this was a freetalk newsgroup 
and as I can remember there isn't a limit of the number of post's a member 
can, well, post. 


As someone else has wrote if you don't like DEnnis (I can't understand why 
not, he's a great bloke, a good laugh, I think most people at the net yaroze 
short course liked him), and don't like his post's don't read them, as for 
me I find his post to be a good laugh, and many people will agree with me in 
saying that DEnnis should continue posting using his style of humor, arrrhh, 
that's what it is, well might be, people are taking what DEnnis says the 
wrong way. 


Paul 


—-MESSAGE FILE 3347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02054 


—-MESSAGE FILE 3348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002055 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 12:20:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
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Message-ID: <6sglaaSkuv20@chuka.playstation.co.uk> 

References: <Olbdd53f$c0lca2c0$3e71d4d4@hislordship> <6sg5miS$kuvl17@chuka.playstation 
-co.uk> <ldeo9mv.m62ghrdbu5z4N@al1-88-107.al.nl1> 

NNTP-Posting-Host: client8533.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 

>Until now I don't have problems with it... But to be serious (for a very 
>short time) I totally agree.. 

> 

>Cheers, 

> 

>DEnnis... 

> 

> 

>PS. Hey, James... You should hear me rattle Live in person, it's even 
>worse! 


Trust me he is, hahahah, JUST KIDDING 


Paul 


—-MESSAGE FILE 3348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02055 


—-MESSAGE FILE 3349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002056 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Tue, 1 Sep 1998 12:23:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6sglk1$kuv21@chuka.playstation.co.uk> 
References: <Olbdcb9eS0b6f£5c0$2de5abc3@2badlineone.net> 
Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 
NNTP-Posting-Host: 195.171.229.148 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


T Khan wrote... 

>Hey DEniss, 

> 

>You think your bugging me huh!? 

> 

>Well let me tel you something the reason I'm so easy to bug (in your case) 
>is because I haven't got time for guys like you. 
> 

>Tanvir Khan 

>EMAG DESIGN 

> 

>2bad@lineone.net 


Hey, nice attitude (not). 


Try this: find a Net Yaroze brochure and re-read the part about the "aim and 
spirit" of Net Yaroze and see if that truly applies to your public message 
to DEnnis. 


As an aside, you might want to browse the Member Rules area: 
http: //www.netyaroze-europe.com/yaroze/newmembers/terms.htm 
paying particular attention to 2(iv) and, to a lesser extent, 6(iii). 


If anyone personifies the "aim and spirit" of Net Yaroze, it's DEnnis. 
No-one is forcing you to read his messages, so set up a filter in Outlook 
Express if you're that offended by him. 
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Please don't spoil these newsgroups for the rest of us, who are enjoying the 
community that has built up here. 


Mike (who admits he lurks rather more than he participates!) 
mjhatfield at msn dot com 


—-MESSAGE FILE 3349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02056 


—-MESSAGE FILE 3350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002057 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Tue, 01 Sep 1998 13:00:50 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35EBE1F2.2B9A@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> 

NNTP-Posting-Host: at15-043.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:265 scea.yaroze.freetalk:896 sce 
e.yaroze.freetalk.english:2057 


Joshua Meeds wrote: 


> Plus, having a new area will just confuse people and make less SCEA 
> people show up (and few enough show up as it is). 


Can SCEE Yarozites access the auditorium? 
I've never been able to... 


James. 
—-MESSAGE FILE 3350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02057 


-—-MESSAGE FILE 3351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002058 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Tue, 01 Sep 1998 13:05:47 +0100 
Organization: The Hex Heroes 

Lines: 13 

Message-ID: <35EBE31B.996@writeme.com> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> 
NNTP-Posting-Host: at15-043.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Nick Ferguson wrote: 


>...first showing of the brand new Yaroze Web site and a an amazing 
> >announcement! 

> 

> Hmmmm, an "amazing announcement"...I wonder what that could 

> be?!?! 


I've scooped it! 
It's the new special edition creamy-grey coloured yaroze - doesn't THAT 
get you salivating, eh? 
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James. 
—-MESSAGE FILE 3351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02058 


—-MESSAGE FILE 3352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002059 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Tue, 01 Sep 1998 13:15:08 +0100 

Organization: The Hex Heroes 

Lines: 11 
Message-ID: <35EBE54C.28B0@writeme.com> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: at15-043.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


T Khan wrote: 


> 
> 
> 


Is it possible to have people ejected from the programme? 
Just wondering ;0) 


James. 
—-MESSAGE FILE 3352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02059 


-—-MESSAGE FILE 3353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002060 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS CARDS!!! 

Date: Tue, 01 Sep 1998 13:17:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35EBE5E6.60B6@england. com> 

References: <ldebm5z.3hc6q592031sN@al-88-130.al.nl> <35E2EC14.1B0A@england.com> <lde 
c2d1.lajznefr81lp7yN@al-88-129.al.nl> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 


> I suppose I'm the short fat one 
> Still don't forget to take a look at the images with the profiles. 


I'll probably be wearing a 'Thomas the Tank Engine' T-Shirt, a grimy 
pair of glasses, and a dog-end tucked behind one ear. I'll look 
disturbingly like that Videofit picture you saw on CrimeWatch the other 
week. 


> 
> What is a lecher? 


Oh, right. Sorry about that.. 


Oxford Concise Dictionary (9th Edition): 
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Lecher: n. a lecherous man; a debauchee. [Middle English via Old French 
lecheor etc., from lechier ‘live in debauchery or gluttony', from 
Frankish: related to lick] 


I don't think anyone ever expects a straight answer on freetalk. 

=) 

Rob. 

—-MESSAGE FILE 3353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02060 


—-MESSAGE FILE 3354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002061 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Tue, 01 Sep 1998 15:07:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35EBF1AD.ED1@mundivia.es> 

References: <35EB7D9F.7D37@mundivia.es> <6sg4jeSkuvl6@chuka.playstation.co.uk> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181112.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Casaub wrote: 
HI Javi, 


A good friend of mine has had good experience with 
Aardvark Swift Consulting Ltd. You can find them 
in the Edge or at http://www.ardswift.co.uk 


cheers and good luck, 
Jun. (Casaub) 


VVVVVVVV 


Hi Jun, 
Thanks very much! 
Cheers. 


Javi. 
—-MESSAGE FILE 3354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02061 


—-MESSAGE FILE 3355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002062 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Tue, 01 Sep 1998 15:09:13 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35EBF1F9.78DD@mundivia.es> 

References: <35EB7D9F.7D37@mundivia.es> <35EBA54D.F8B@mdx.ac.uk> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181112.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Robert Swan wrote: 

> Cant tihnk of addresses of top of my head, but try searching on the web 
> for these: 

> 


Net Yaroze newsgroups message dump.txt Page 2129 


> Answers Recruitment, and 

> Pelican consultants (I think!) 
> 

> Rob 

Hi Rob, 


I'll try it :), thanks very much! 
Cheers. 


Javi. 
-—-MESSAGE FILE 3355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02062 


—-MESSAGE FILE 3356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002063 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEnnis BUGGER 

Date: Tue, 1 Sep 1998 18:37:56 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldeoaev.1lxmu3xelkt j484N@al1l-88-130.al.n1> 

References: <Olbdcb9eS0b6ff5c0S2de5abc3@2badlineone.net> <35ea088d.334555168@news.sc 
ea.sony.com> <35EBA48E.1867@mdx.ac.uk> 

NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


Matthew Hulett wrote: 
> 
> Hey, Tanvir, do us all a favor and send Dennis some hate-email next 


> time, o.k.? I have plenty of reading to catch up on without this 
> flaming material that is remarkably rare in yaroze world. Poor form. 


I agree on this one. Im gonna start swearing if I hear more of this 
stuff. I think everyone reading the newsgroups already knows what 
everyone else thinks. 


VVVVVVV VV 


Agree, but I would like to see you swear Swanny Man... 


> Except for me cause Im so sweet and kind 
Yeah, and so motherly... in your deress չ-) 
> Rob 


Cheers, 


(Guess who...) 
—-MESSAGE FILE 3356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02063 


—-MESSAGE FILE 3357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002064 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Tue, 1 Sep 1998 18:38:05 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldeoahq.ht2vufvmbmj7N@al1-88-130.al.nl1> 
References: <35EB7D9F.7D37@mundivia.es> 
NNTP-Posting-Host: 81-88-130.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 
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Javier Ventoso <javier0003@mundivia.es> wrote: 


Hi all!, 


I'm looking for a job programming games, and I'd 
like to get the address of any good agency in 
England. 


Can you help me? 


Thanx in advance! 


VVVVVVVVV VV 


Javi. 


Come to the ECTS, there is a stand for job-employment. 


DEnnis.. 
—-MESSAGE FILE 3357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02064 


—-MESSAGE FILE 3358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002065 

Path: chuka.playstation.co.uk!news 

From: “Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Meet you in the pub ( was FREE AT LAST) 

Date: Tue, 1 Sep 1998 14:03:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <6sh9j4Skuv23@chuka.playstation.co.uk> 

References: <6rhu9v$d24j5@chuka.playstation.co.uk> <35DD2AF8.1CB2@dma-design.com> <35 
e4f460.18756029@news.playstation.co.uk> <6ruqqu$pdo8@chuka.playstation.co.uk> ՀՅՏՇԵԼ 
ddé.40955070@news.playstation.co.uk> 

NNTP-Posting-Host: client8793.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 


Alan Yuen wrote in message <35ebldd6.40955070@news.playstation.co.uk>... 
>huh? what? pub? whats going on? wasnt following too well. To add more 
>to the spice, i did the Middlesex BSc Applied Computing course with 
>the playstation content. 

> 


Nothing has been arranged about the pub yet. 
So are you doing the CGTVE course? If so when are you going? 


Bob 
bob@shand.globalnet.co.uk 


—-MESSAGE FILE 3358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02065 


—-MESSAGE FILE 3359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002066 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 18:16:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <é6shaslSkuv24@chuka.playstation.co.uk> 
References: <Olbdd53f£$c0lca2c0$3e71d4d4@hislordship> 
NNTP-Posting-Host: 195.2.132.17 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
James bond wrote in message <Olbdd53fS$c0Olca2c0$3e71d4d4@hislordship>... 


>Denis should have his mac keyboard confiscated if he is going to talk 
all 


Not a surprising candidate to support Mr T Khan - that is, if this is 
the same "James Bond" that posted in 'uk.games.video.playstation' this 
weekend wanting "Tools to convert Quake to Playstation - not Yaroze" 
(direct quote) 


But you have a Yaroze???? WTF? Anyway, the utility to change quake.exe 
to quake.pxe is on my page ;-) 


Yours confused, 
Nick F 


PS Can't wait to see Quake running :-) 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 
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—-MESSAGE FILE 3359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02066 


—-MESSAGE FILE 3360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002067 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Official ECTS-goer list... 

Date: Tue, 1 Sep 1998 18:27:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.132.17 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Right, well now that the 'excitement' (read: mass, unbridled, 
last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
that if you're planning on going, reply to this thread with your name, 
the days you plan on attending, and the NUMBER ONE GAME you desperately 
want to see there! 


So, here's my details: 

Nick Ferguson (~rookiel) 

Sunday, Monday, Tuesday (and Wednesday, if anyone's about) 

and (cheesy idea this) the game I'm most looking forward to seeing is 
Zelda, with Metal Gear Solid a close second :-) 


Remember everyone will be meeting at lpm by the NY stand - SCEE have 
those freebies ready! 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 2132 


02067 


—-MESSAGE FILE 3361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002068 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Tue, 01 Sep 1998 19:26:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35EC2E29.E92@mundivia.es> 

References: <35EB7D9F.7D37@mundivia.es> <ldeoahq.ht2vufvmbmj7N@al-—88-130.al.nl1> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181166.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


DEnnis Brinkhuis wrote: 
> 


> Come to the ECTS, there is a stand for job-employment. 
> 


> DEnnis.. 


That's a good idea, I'd like to go to the ECTS, 
but I can't ; (( 


Thanks for your reply. 


Javi. 
—-MESSAGE FILE 3361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02068 


-—-MESSAGE FILE 3362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002069 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Tue, 1 Sep 1998 20:37:58 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldeplay.llc5Srzgkjq4sN@al1-88-126.al1.nl1> 

References: <Olbdd53f$c0Olca2c0$3e71d4d4@hislordship> <6shasl$kuv24@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


James bond wrote in message <Olbdd53fS$c0Olca2c0$3e71d4d4@hislordship>... 
>Denis should have his mac keyboard confiscated if he is going to talk 
all 


Not a surprising candidate to support Mr T Khan - that is, if this is 
the same "James Bond" that posted in 'uk.games.video.playstation' this 
weekend wanting "Tools to convert Quake to Playstation - not Yaroze" 
(direct quote) 


But you have a Yaroze???? WTF? Anyway, the utility to change quake.exe 
to quake.pxe is on my page ;-) 


VVVVVVVVVVV VV 


Hey, I had a little chat with him and he does not have a Yaroze. A 
friend of him does. He prefers "underground development" as he told me 
in the chat. So that should clear things up.. 
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See Ya, 


DEnnis... 
—-MESSAGE FILE 3362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02069 


-—-MESSAGE FILE 3363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002070 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Tue, 1 Sep 1998 20:07:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <6shgmlSkuv27@chuka.playstation.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm929.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Nick Ferguson wrote in message <6shas2Skuv25@chuka.playstation.co.uk>... 
>Right, well now that the 'excitement' (read: mass, unbridled, 
>last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
>that if you're planning on going, reply to this thread with your name, 
>the days you plan on attending, and the NUMBER ONE GAME you desperately 
>want to see there! 

> 


OK, here's mine... 


Mike Hatfield (~hatfield, but there's nothing on my homepage yet) 
Sunday only (can't get time off work!!) 

PlayStation: Metal Gear Solid 

N64: Zelda (I'll be *very* surprised if they've got a playable version) 
PC: Apache Havoc looks cool 


See you there at 1:00pm - I'm the one with the half-bleached hair (don't 
ask!!) 


Cheers, 
Mike 


—-MESSAGE FILE 3363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02070 


-—-MESSAGE FILE 3364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002073 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Herbs - Tuesday (maybe) 

Date: Tue, 01 Sep 1998 20:10:21 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35EC469D. 92C189BD@ndirect.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-01.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nick Ferguson wrote: 
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Right, well now that the 'excitement' (read: mass, unbridled, 
last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
that if you're planning on going, reply to this thread with your name, 
the days you plan on attending, and the NUMBER ONE GAME you desperately 
want to see there! 


VVVVVV 


I hope to go on Tuesday. Looking forward to Metal Gear Solid - does it 
really live up to the hype? 


Herbs 
(Alex Herbert) 


—-MESSAGE FILE 3364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02073 


—-MESSAGE FILE 3365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002074 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FREE AT LAST 

Date: 1 Sep 1998 20:51:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <memo.19980901214329.9409E@jmhannan.compulink.co.uk> 
References: <35ed1f90.41397796@news.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-02.compulink.co.uk 


In article <35ed1f90.41397796@news.playstation.co.uk>, 
alan@alanyuen.demon.co.uk (Alan Yuen) wrote: 


I take it that uni of dundee is outside of the city, campus uni's are 
different from city uni's in the fact that there's more parties. am i 
correct? 


V V V V V 


Its very close to the centre, but mostly within a small campus area. I 
used to walk there from my humble student flat in Gellatly St., next to 
the Cinema. 


Jeff 


—-MESSAGE FILE 3365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02074 


—-MESSAGE FILE 3366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002075 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 1 Sep 1998 20:51:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <memo.19980901214331.9409F@jmhannan.compulink.co.uk> 
References: <35EB7D9F.7D37@mundivia.es> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-02.compulink.co.uk 


Buy Edge magazine, if you get it where you are. There are several 
agencies advertising in there. 


Jeff 


—-MESSAGE FILE 3366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 2135 


02075 


—-MESSAGE FILE 3367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002076 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Tue, 01 Sep 1998 22:52:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <35EC5EA8.308D@mundivia.es> 

References: <35EB7D9F.7D37@mundivia.es> <memo.19980901214331.9409F@jmhannan.compulin 
k.co.uk> 

Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: ninfovial36.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Jeff Hannan wrote: 


> 

> Buy Edge magazine, if you get it where you are. There are several 
> agencies advertising in there. 

> 

> Jeff 


Yes, I know it but I can't get it here, in Spain ; ( 


Javi. 
-—-MESSAGE FILE 3367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02076 


-—-MESSAGE FILE 3368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002077 

Path: chuka.playstation.co.uk!news 

From: "James bond" <now3d@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: 1 Sep 1998 21:45:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdd5f£1$8b87a840$3e71d4d4@lordship> 
References: <Olbdd53f£$c0lca2c0$3e71d4d4@hislordship> 
NNTP-Posting-Host: now3d.easynet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 


I did not realise that I was meesing with a raw nerve, I will be at ECTS 
for the fight though.... Not really I am sure denis is a nice bloke, I 
spoke to him on icq. 


I thought people liked humerous jokes thats why I added the mac bit and 


If any one is interested I going to try and get the info for the multitap 
some how 
more info in alt.games.sony.yaroze hopefully...... 


c'ya 


—-MESSAGE FILE 3368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02077 


-—-MESSAGE FILE 3369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002078 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Official ECTS-goer list... 

Date: Tue, 01 Sep 1998 23:22:54 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 28 

Message-ID: <35EC73B8.B5FFB41@nospam.easynet.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Nick Ferguson wrote: 


Right, well now that the 'excitement' (read: mass, unbridled, 
last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
that if you're planning on going, reply to this thread with your name, 
the days you plan on attending, and the NUMBER ONE GAME you desperately 
want to see there! 


V V VV V V 


Phil Gooch 
Going on Sunday. 
Looking forward to seeing Metal Gear Solid and Silent Hill 


Just got back from holiday in Sweden. Had a great time, but unfortunately 
unable to finish my GDUK entry before I went. 


Good luck to everyone who entered. See y'all at the Sony stand at lpm 
Sunday. 


PS I *will* put up a web site soon so you can see my ex-GDUK 
entry-in-progress, plus other stuff. Will probably happen around 28th 
September when I go to working part time (I hate creating Web pages, but 
at least then I'll have the time/inclination to do one) 


Phil 


—-MESSAGE FILE 3369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02078 


—-MESSAGE FILE 3370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002079 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 2 Sep 1998 02:11:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <6si8a1$16j2@chuka.playstation.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6shgml$kuv27@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 195.2.150.4 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>N64: Zelda (I'll be *very* surprised if they've got a playable version) 


Why? There have been playable versions since Spaceworld '97 (at least) 
and the game is due out in Japan and the US November 23rd! I think it's 
safe to say there'll be a playable (albeit Japanese) version... Maybe 
there'll be some cool N freebies!!! I also hope to see Body Harvest, 
Perfect Dark and Turok 2 :-) 


>See you there at 1:00pm - I'm the one with the half-bleached hair 
(don't 
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>ask!!) 


Eh? OK, I'm asking! Just to get there before DEnnis does...! 


Nick F 


-—-MESSAGE FILE 3370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02079 


--MESSAGE FILE 3371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002080 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Herbs - Tuesday (maybe) 

Date: Wed, 2 Sep 1998 02:13:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6si8a3$16j3@chuka.playstation.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35EC469D.92C189BD@ndirect.co.uk> 
NNTP-Posting-Host: 195.2.150.4 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I hope to go on Tuesday. Looking forward to Metal Gear Solid - does it 
>really live up to the hype? 


Apparently so - the Japanese games bible Famitsu awarded it 37/40 
(that's 4 seperate reviewers' scores of 10/10, 9/10, 9/10 and 9/10)!!! 
These guys are not known for handing out high marks for no reason - the 
only game I know to get more is Mario 64 (38/40). For me, this news is 
enough to justify buying the Jap version as soon as it's out - language 
problems be damned!!! 


Nick F 


—-MESSAGE FILE 3371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02080 


-—-MESSAGE FILE 3372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002081 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Wed, 2 Sep 1998 02:52:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6si8hr$167j4@chuka.playstation.co.uk> 

References: <35EB7D9F.7D37@mundivia.es> <memo.19980901214331.9409F@jmhannan.compulin 
k.co.uk> <35EC5EA8.308D@mundivia.es> 

NNTP-Posting-Host: 195.2.150.4 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Javier Ventoso wrote in message <35EC5EA8.308D@mundivia.es>... 

>Jeff Hannan wrote: 

>> 

>> Buy Edge magazine, if you get it where you are. There are several 
>> agencies advertising in there. 

>> 

>> Jeff 

> 


>Yes, I know it but I can't get it here, in Spain ; ( 


If you live in/nr Barcelona, they had EDGE in the big Virgin Megastore 
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there when I was backpacking last summer! I'm sure it's the same in most 
big cities! 


Nick 


—-MESSAGE FILE 3372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02081 


—-MESSAGE FILE 3373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002082 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 2 Sep 1998 04:12:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <slrn6uphpl.i71.tjs@longford.cs.monash.edu.au> 
References: <35EB7D9F.7D37@mundivia.es> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 01 Sep 1998 06:52:47 +0200, Javier Ventoso wrote: 
>Hi all!, 

> 
>I'm looking for a job programming games, and I'd 
>like to get the address of any good agency in 
>England. 


On a somewhat related note, in about 18-24 months, my wife and I intend to 
move to England for about a year (or more, depending on what it's like). 
One of the big reasons is the fact that Australia offers very little in the 
way of good games companies. Does anyone know what the likelihood is that 
I'll be able to get employment, and what I should do now, and when I arrive 
to try and do so? 


By that time, I intend to have completed my masters in computing, and I also 
have a BSc and a BComp hons, as well as 2 years industry experience (although 
not in the gaming industry). 


All thoughts and opinions would be really useful. 
Thanks, 


Toby. [presupposing that Y2K doesn't get us all...] 
-—-MESSAGE FILE 3373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02082 


—-MESSAGE FILE 3374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002083 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 08:09:00 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35ECFDIC.44A5@livemedia.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Charles Chapman (~charlie) 

Monday, (possibly Sunday too) 
I can't really say I'm desperately looking forward to seeing any one 
game really. Zelda should be cool 
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Charlie 
Nick Ferguson wrote: 


Right, well now that the 'excitement' (read: mass, unbridled, 
last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
that if you're planning on going, reply to this thread with your name, 
the days you plan on attending, and the NUMBER ONE GAME you desperately 
want to see there! 


So, here's my details: 

Nick Ferguson (~rookiel) 

Sunday, Monday, Tuesday (and Wednesday, if anyone's about) 

and (cheesy idea this) the game I'm most looking forward to seeing is 
Zelda, with Metal Gear Solid a close second :-) 


Remember everyone will be meeting at lpm by the NY stand - SCEE have 
those freebies ready! 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

"That's impossible! Even for a computer..." 

—-MESSAGE FILE 3374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02083 


VVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 3375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002084 

Path: chuka.playstation.co.uk!news 

From: "David Smethurst" <dave@ulthwe.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 2 Sep 1998 09:24:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6sivcc$16 j5@chuka.playstation.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <6shas2Skuv25@chuka.playstation.co.uk>... 
>Nick Ferguson (~rookiel) 

>Sunday, Monday, Tuesday (and Wednesday, if anyone's about) 

>and (cheesy idea this) the game I'm most looking forward to seeing is 
>Zelda, with Metal Gear Solid a close second :-) 

> 

>Remember everyone will be meeting at lpm by the NY stand - SCEE have 
>those freebies ready! 


Right, I'll be there: 


Dave Smethurst (~ULTHWE - not much ... am working on things though) 
Sunday 
PSX: Metal Gear Solid 

PC: Heavy Gear 2 & Diablo II (if blizzard are there!) 


D. 
dave@ulthwe.demon.co.uk 


ICQ: 244386 


—-MESSAGE FILE 3375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02084 
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-—-MESSAGE FILE 3376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002085 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 2 Sep 1998 12:47:13 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldeq2tf.oxnxwllb0oci2N@al-88-137.al.nl> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6shgml$kuv27@chuka.playstation.c 
o.uk> <6si8a1$16j2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-137.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Eh? OK, I'm asking! Just to get there before DEnnis does...! 


VVVV 


Nick F 


Why?? ;-) 


Deas 
—-MESSAGE FILE 3376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02085 


—-MESSAGE FILE 3377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002086 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 07:37:13 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35ED2DE9.88A554CA@bigfoot.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6shgmlSkuv27@chuka.playstation.c 
o.uk> <6si8a1$1642@chuka.playstation.co.uk> 

NNTP-Posting-Host: 306.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nick Ferguson wrote: 
>N64: Zelda (I'll be *very* surprised if they've got a playable version) 


Why? There have been playable versions since Spaceworld '97 (at least) 
and the game is due out in Japan and the US November 23rd! I think it's 
safe to say there'll be a playable (albeit Japanese) version... Maybe 
there'll be some cool N freebies!!! I also hope to see Body Harvest, 
Perfect Dark and Turok 2 :-) 


VVVVVVVV 


There was a playable (English, not japanesse) version of Zelda 64 at E3 
this year, and I had the pleasure of playing it. That is one sweet 
game... I'm sure that there will be a playable version of Zelda 64 at 
ECTS, as well as a Color GameBoy you can drool over. 


Hey, don't forget while you are over there to grab up some extra ETCS 
cd's to send to some of us guys in the states who can't go. 
Pleeeeeeeeeeeese? ;) 


"Darco 
—-MESSAGE FILE 3377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02086 
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-—-MESSAGE FILE 3378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002087 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 13:44:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35ED3DA1.63A8@england. com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nick Ferguson wrote: 


> 

> I propose that if you're 

> planning on going, reply to this thread with your name, the days 
> you plan on attending, and the NUMBER ONE GAME you desperately 

> want to see there! 

ok then: 


Robert Ryan (~throwbak) 

Sunday 

Probably most interested in Zelda 64, but I'm mostly looking to have a 
laugh and (try) to scoop up some freebies. Oh, and I'll be taking a look 
at the Vm labs stand to see if they've got any new stuff on Project X. 
Maybe have a couple of pints, a kebab, and a fight in the car park. Any 
takers? =) 


Rob. 
—-MESSAGE FILE 3378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02087 


-—-MESSAGE FILE 3379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002088 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Wed, 02 Sep 1998 13:37:46 +0100 

Organization: I wish! 

Lines: 9 
Message-ID: <35ED3C1A.1745@mdx.ac.uk> 

References: <Olbdd53f$c0lca2c0$3e71d4d4@hislordship> <01lbdd5f1$8b87a840$3e71d4d4@lor 


dship> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Come on Sony, has this person got official access to these newsgroups? 
Track em down and disable the password, it would only add to the fun of 
these threads/ newsgroups... 


I dont have a thing against hackers, let em do it the hard way, but they 
can sod off these groups, seeing as everyone (well, everyone but me and 
dennis) paid for them! 


Rob 
--MESSAGE FILE 3379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02088 
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—-MESSAGE FILE 3380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002089 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 13:38:52 +0100 
Organization: I wish! 

Lines: 5 

Message-ID: <35ED3C5C.B46@mdx.ac.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


> Robert Swan (~middex2) 
> Dont know when : ( 
> Most looking forward to wondering around like an idiot 


Rob 
—-MESSAGE FILE 3380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02089 


-—-MESSAGE FILE 3381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002090 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 2 Sep 1998 14:13:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <6sjgfv$16j6@chuka.playstation.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6shgml$kuv27@chuka.playstation.c 
o.uk> <6si8a1$1642@chuka.playstation.co.uk> 

Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 

NNTP-Posting-Host: host5-99-62-58.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Nick Ferguson wrote in message <6si8a1l$16j2@chuka.playstation.co.uk>... 
>>N64: Zelda (I'll be *very* surprised if they've got a playable version) 
> 

>Why? There have been playable versions since Spaceworld '97 (at least) 
>and the game is due out in Japan and the US November 23rd! I think it's 
>safe to say there'll be a playable (albeit Japanese) version... Maybe 
>there'll be some cool N freebies!!! I also hope to see Body Harvest, 
>Perfect Dark and Turok 2 :-) 


Yeah - I think you're right with the Japanese version, I guess I was 
thinking westernised one (or maybe I just wasn't thinking!!) 


Turok 2! - forgot about that one too... the screenshots in Edge a month or 
so back looked promising, as did the ones for FF VIII - wonder if we'll 
catch a glimpse of that? 


>>See you there at 1:00pm - I'm the one with the half-bleached hair 
>>(don't ask!!) 

> 

>Eh? OK, I'm asking! Just to get there before DEnnis does...! 


Short version: six of us disappeared for 40 minutes halfway through our 
company's summer party to bleach our hair and get changed into DJ's. It 
sounded like a good idea at the time and, yes, a certain amount of alcohol 
*might* have swayed the decision! It's still amazing how many of the middle 
management simply *didn't notice*!! :-) 


>Nick F 


Mike 
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mjhatfield at msn dot com 


—-MESSAGE FILE 3381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02090 


-—-MESSAGE FILE 3382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002091 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Denis Talks FAR TOO MUCH 

Date: Wed, 2 Sep 1998 15:36:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6sj16h$164j7@chuka.playstation.co.uk> 

References: <Olbdd53f$c0lca2c0$3e71d4d4@hislordship> <0lbdd5f1$8b87a840$3e71d4d4@lor 
dship> <35ED3C1A.1745@mdx.ac.uk> 

NNTP-Posting-Host: client8282.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Robert Swan wrote in message 

>Come on Sony, has this person got official access to these newsgroups? 
>Track em down and disable the password, it would only add to the fun of 
>these threads/ newsgroups... 

> 

>I dont have a thing against hackers, let em do it the hard way, but they 
>can sod off these groups, seeing as everyone (well, everyone but me and 
>dennis) paid for them! 

> 

>Rob 


I agree with your points, if there not a member then should they have access 
to the newsgroups, I thought they where for members, as for you (Rob) and 
DEnnis, you deserve access to the groups as you both add to the groups, not 
posting stupid post like "DEnnis BUGGER", not mentioning any names. 


Paul 


-—-MESSAGE FILE 3382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02091 


—-MESSAGE FILE 3383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002092 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Access to newsgroups 

Date: Wed, 02 Sep 1998 16:23:21 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <35ED62E9.9BE1IDEEO@scee.sony.co.uk> 

References: <Olbdd53fS$c0Olca2c0$3e71d4d4@hislordship> <0Olbdd5f1$8b87a840$3e71d4d4@lor 
dship> <35ED3C1A.1745@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Robert Swan wrote: 
> 


> Come on Sony, has this person got official access to these newsgroups? 


No, he has not. We have rectified the problem. [Hint: Keep your login and password s 
ecret!] 
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> I dont have a thing against hackers, 
I do. 


> let em do it the hard way, but they 
> can sod off these groups, seeing as everyone paid for them! 


Damn straight. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Department of Redundancy Department 
—-MESSAGE FILE 3383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02092 


—-MESSAGE FILE 3384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002093 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Wed, 2 Sep 1998 19:19:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6sk28p$164j9@chuka.playstation.co.uk> 

References: <35E2EC95.FA63D55B@hinge.mistral.co.uk> <01bdd062S$49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> <35E3D6F5.69EF9079@hinge.mistral.co.uk> <slrn6umao5.id.tjs@lo 
ngford.cs.monash.edu.au> 

NNTP-Posting-Host: p36-thrush-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2110.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2093 scee.yaroze.announce 
2145 


Toby Sargeant wrote in message ... 

>On Wed, 26 Aug 1998 10:35:49 +0100, Craig Graham wrote: 

>>George Bain wrote: 

>> 

>>> Hi there, 

>>> 

>>> Lets hope it had nothing to do with infecting dozens of people with a 
virus 


>>> :( 

>> 

>>George - can you lay off the virus bit. The fact that my name is 
plasteredall 


>>over the SCEE yaroze site (and implied on the ProDev site as well) is 
>>gonna make it hard enough to get another job as it is. 

>> 

>Anyway, one final bit of information which (if 

>it's true, and the source is reasonably reliable) proves completely that 
>Craig can't be held responsible: 

> 
>"EA has released free demos of its latest Wing Commander game. Of course, 
> the demo included the recently dreaded win95.CIH virus..." 

> 

>Toby. [mmm... that's one insidious virus...] 


Too bloody true, I think the Yaroze neighbourhood will miss Craig's 
RSDAnim program and the new version of ARS that was going to be released. 
Craig you will definitely be missed !! 


Cheers for the excellent programs, 
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James 


—-MESSAGE FILE 3384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02093 


—-MESSAGE FILE 3385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002094 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Wed, 02 Sep 1998 19:25:52 +0100 

Organization: The Hex Heroes 

Lines: 18 

Message-ID: <35ED8DBO0.51A3@writeme.com> 

References: <35EB7D9F.7D37@mundivia.es> <slrn6uphpl.i71.tjs@longford.cs.monash.edu.a 
u> 

NNTP-Posting-Host: at15-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Toby Sargeant wrote: 


> Does anyone know what the likelihood is that I'll be able to get 
> employment, and what I should do now, and when I arrive 
> to try and do so? 


Sorry Toby, I haven't a clue what your chances are, but you seem to me 
to be extremely 'keyed in' - I'm very impressed by your technical 
newsgroup postings. 


My advice is to get some kind of solid demo running to show people 
(I know for a fact that I'd be very keen to see what you could do). 
— Are you one of these guys who hasn't enough time in the day? 


[sorry for not getting back to you from your last mail - I will soon!] 


James (~mrfrosty) 

(well, I'd employ you, anyway...) 

-—-MESSAGE FILE 3385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02094 


—-MESSAGE FILE 3386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002095 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 19:31:22 +0100 

Organization: The Hex Heroes 

Lines: 8 

Message-ID: <35ED8EFA.43D5@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3DA1.63A8@england. com> 
NNTP-Posting-Host: at15-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Ryan wrote: 
> ...and a fight in the car park. Any takers? =) 
Yeah, come on, tough guy... you just name the time. 


Big Bad ~mrfrosty. 
(Odds on DEnnis will set up the sweepstakes) ;0) 
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—-MESSAGE FILE 3386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02095 


—-MESSAGE FILE 3387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002096 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 19:35:55 +0100 
Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35ED900B.6762@writeme.com> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: at15-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


James Rutherford (~mrfrosty) 


Saturday (I get in about llam - anyone else around?), 
Sunday, 

Monday, 

Tuesday. 


I'm really looking forward to seeing the bright lights and gilted 
streets of London... 


> Remember everyone will be meeting at lpm by the NY stand - SCEE have 
> those freebies ready! 


Yeah, make mine one of those fluffy bugs you used to get from parties 

when you were a kid. 

—-MESSAGE FILE 3387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02096 


T 


--MESSAGE FILE 3388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002097 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 2 Sep 1998 20:37:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <6sk6pj$16j10@chuka.playstation.co.uk> 
References: <6shas2$kuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mike Enoch, maybe... 
Sunday, Monday and Tuesday (if any). 
Zelda! 


I might not manage to go, bloody deadlines are REALLY tight, and I have no 
transport... 


Mike. 


—-MESSAGE FILE 3388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02097 


—-MESSAGE FILE 3389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002098 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 21:01:36 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 29 

Message-ID: <35EDA416.3F55600A@nospam. easynet.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


James Rutherford wrote: 


> James Rutherford (~mrfrosty) 

> 

> Saturday (I get in about llam - anyone else around?), 
> Sunday, 

> Monday, 

> Tuesday. 


Saturday? I thought ECTS only ran from Sunday to Tuesday. You'll be in an 
empty hall at Olympia James! 


> I'm really looking forward to seeing the bright lights and gilted 
> streets of London... 
> 


Hmm. Don't get your expectations too high. I've just spent a week in 
Stockholm, and that *is* a nice city. I think I want to live there 
permanently. Coming back to London last night I thought: what am I doing 
living in this s***hole?! 


Stockholm, Lisbon, Edinburgh - give me any of those over London any day! 
Cheers 
Phil 


—-MESSAGE FILE 3389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02098 


—-MESSAGE FILE 3390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002099 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Wed, 02 Sep 1998 21:52:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <35EDAFFF.71FD@virgin.net> 

References: <6shas2Skuv25@chuka.playstation.co.uk> 
Reply-To: pankaj.gautama@virgin.net 
NNTP-Posting-Host: p23-hornbill-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


Nick Ferguson wrote: 


Right, well now that the 'excitement' (read: mass, unbridled, 
last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
that if you're planning on going, reply to this thread with your name, 
the days you plan on attending, and the NUMBER ONE GAME you desperately 
want to see there! 


V V V V V V 
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> 

> So, here's my details: 

> 

> Nick Ferguson (~rookiel) 

> Sunday, Monday, Tuesday (and Wednesday, if anyone's about) 

> and (cheesy idea this) the game I'm most looking forward to seeing is 
> Zelda, with Metal Gear Solid a close second :-) 

> 

> Remember everyone will be meeting at lpm by the NY stand - SCEE have 
> those freebies ready! 

> 

> Nick F 

> 

> http://www.saqnet.co.uk/users/nickf 

> http://www.n64gazetta.com 

> http://www.netyaroze-europe.com/~rookiel 

> ICQ #9464742 

> "That's impossible! Even for a computer..." 

Pankaj (Jak) Gautama [~pankaj - absolutely bugger all on there] 
Sunday 


Want to see Turbo Street Blade Beta Fighter Super Plus, but if that 
ain't there I'll settle for MGS, a few freebies and a polaroid of DEnnis 
and Tanvir sorting it out! 


ICQ #9071923 
—-MESSAGE FILE 3390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02099 


—-MESSAGE FILE 3391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002100 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Access to newsgroups 
Date: Wed, 2 Sep 1998 22:09:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <6skc93$16j11@chuka.playstation.co.uk> 

References: <Olbdd53fSc0Olca2c0$3e71d4d4@hislordship> <01lbdd5f1$8b87a840$3e71d4d4@lor 
dship> <35ED3C1A.1745@mdx.ac.uk> <35ED62E9.9BEIDEEO@scee.sony.co.uk> 
NNTP-Posting-Host: client835d.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James Russell wrote in message 

>No, he has not. We have rectified the problem. [Hint: Keep your login and 
password secret! | 

> 


Always good advice! 


>> I dont have a thing against hackers, 
> 

>I do. 

> 


And so do I 


>> let em do it the hard way, but they 

>> can sod off these groups, seeing as everyone paid for them! 
> 

>Damn straight. 

> 

>Cheers, 

> 

>James 

> 

>—— 


Well Done James 


Net Yaroze newsgroups message dump.txt Page 2149 


—-MESSAGE FILE 3391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02100 


—-MESSAGE FILE 3392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002101 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Wed, 2 Sep 1998 22:14:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <6skciu$16j12@chuka.playstation.co.uk> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <35EBE31B.996@writeme.com> 
NNTP-Posting-—Host: modem014.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <35EBE31B.996@writeme.com>... 

>I've scooped it! 

>It's the new special edition creamy-grey coloured yaroze - doesn't THAT 
>get you salivating, eh? 


I've got a grey Yaroze - it's called a chipped PS. 
Ooops. Maybe I shouldn't have said that.... 


Nick F 


—-MESSAGE FILE 3392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02101 


—-MESSAGE FILE 3393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002102 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Wed, 02 Sep 1998 22:25:16 GMT 

Organization: L4 Software 

Lines: 26 

Message-ID: <35edc3b5.31150231@205.149.189.29> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> <35EBE1F2.2B9A@writeme.com> 

NNTP-Posting-Host: firewall.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:266 scea.yaroze.freetalk:899 sce 
e.yaroze.freetalk.english:2102 


James, 


No, you can't at this time. For whatever reason (probably speed), SCEE 
maintains a mirror of the North American site instead of just letting 
you come in directly like we do to theirs. 


I'll talk to the guys here and see if there's anything that can be 
done. I'd like to see some of you guys participating in our chats. Of 
course, we might have to shift the time about a bit to accommodate 
you, but, if we can get you access, that's not a problem. 


Mario 


On Tue, 01 Sep 1998 13:00:50 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 
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>Joshua Meeds wrote: 

> 

>> Plus, having a new area will just confuse people and make less SCEA 
>> people show up (and few enough show up as it is). 

> 

>Can SCEE Yarozites access the auditorium? 

>I've never been able to... 

> 

>James. 


—-MESSAGE FILE 3393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02102 


—-MESSAGE FILE 3394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002103 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 2 Sep 1998 23:39:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <slrn6urm4t.kéd.tjs@longford.cs.monash.edu.au> 

References: <35EB7D9F.7D37@mundivia.es> <slrn6uphpl.i71.tjs@longford.cs.monash.edu.a 
u> <35ED8DB0.51A3@writeme.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 02 Sep 1998 19:25:52 +0100, James Rutherford wrote: 
>- Are you one of these guys who hasn't enough time in the day? 


A full time masters and a part time job tend to make it difficult. I certainly 
intend to produce some complete code at some stage; hopefully sooner, rather 
than later. It's very difficult to get motivated to force myself to make 

time, though, because the yaroze community in Australia is so spread out. 

I only know (of) 2 other Australian yaroze members. UK'ns have a much better 
deal. 


Toby. 
—-MESSAGE FILE 3394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02103 


-—-MESSAGE FILE 3395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0002104 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 03 Sep 1998 10:54:32 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Sender: thutton@TECH10 

Message-ID: <uvhn6édnhz.fsf@cybec.com.au> 

References: <35EB7D9F.7D37@mundivia.es> 
<slrn6uphpl1.i71.tjs@longford.cs.monash.edu.au> <35ED8DBO0.51A3@writeme.com> 
<slrn6urm4t.k6d.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 


On Wed, 02 Sep 1998 19:25:52 +0100, James Rutherford wrote: 
>- Are you one of these guys who hasn't enough time in the day? 


intend to produce some complete code at some stage; hopefully sooner, rather 
than later. It's very difficult to get motivated to force myself to make 
time, though, because the yaroze community in Australia is so spread out. 
I only know (of) 2 other Australian yaroze members. UK'ns have a much better 


> 

> 

> 

> 

> A full time masters and a part time job tend to make it difficult. I certainly 
> 

> 

> 

> 
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> deal. 


I know of at least 5 Australian members (including myself), 4 in 
Melbourne and 1 in Sydney. There must be more though. 


I work full time as a software developer now and will be thinking 
about moving on to a new job in a year or so. I know there aren't 
many game developers in Australia and they tend to keep a low profile 
(except for Beam/Melbourne House) but I think it will be possible to 
get a non-PC games programming job when I want to, locally. 


I have a friend who works here with me at Vet Anti-virus who had a job 
converting PC games to PSX (hey, it's a start) before he came here. 
Unfortunately they threw him in the deep end, he couldn't cope and 
he's now our Q/A guy. 


I don't know, I think there's plenty of opportunity wherever you look 

(here or O.S.) if you obviously have talent. 

Toby. 

-—-MESSAGE FILE 3395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02104 


—-MESSAGE FILE 3396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002105 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Controler Prepheral Management 

Date: Wed, 02 Sep 1998 20:45:46 -0400 

Organization: SCEA News Server 

Lines: 26 
Message-ID: <35EDE6BA. 8D8EA6E9@bigfoot .com> 
NNTP-Posting-Host: 459.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Just out of curiosity, how do you all go about controller peripheral 
management? I'm asking because I just want to see how other people have 
tackled the problem. 


So how do you handle this? Do you do it like most of the sony demos do, 
by just having a separate macro for each button and just ANDing that 
against the raw controller data? Or maybe you use a form of bitmapping? 


It seems like allot of demos don't even look at what type of controller 
is hooked up - but every commercial game I've seen does. 

Example: In most Net Yaroze games, it doesn't matter if I have my Dual 
Shock pad in analog or digital mode, the game doesn't care - all the 
buttons work and function correctly because the button bit positions 
haven't changed. (Of course, The analog sticks are ignored in any game 
that doesn't support them) 


Now on a commercial game, the second I press the "ANALOG" button on a 
game that doesn't support analog mode, the controller ceases to respond 
to any buttons I press. In some commercial games, when I press the 
analog button or remove the controller the game instantly goes into 
"pause" mode. So commercial games must handle the controller peripherals 
much differently than most of the yaroze games. 


Any ideas or theories on the best way to go about this? 


"Darco 
—-MESSAGE FILE 3396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02105 


—-MESSAGE FILE 3397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002106 
Path: chuka.playstation.co.uk!tjs 
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From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 3 Sep 1998 01:50:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn6urtrh.ou5.tjs@longford.cs.monash.edu.au> 

References: <35EB7D9F.7D37@mundivia.es> <slrn6uphpl.i71.tjs@longford.cs.monash.edu.a 
u> <35ED8DBO0.51A3@writeme.com> <slrnéurm4t.k6éd.tjs@longford.cs.monash.edu.au> <uvhn6 
dnhz.fsf@cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 03 Sep 1998 10:54:32 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>tjs@cs.monash.edu.au (Toby Sargeant) writes: 

>I know of at least 5 Australian members (including myself), 4 in 
>Melbourne and 1 in Sydney. There must be more though. 


Really? Apart from you, I haven't spoken to any Melbourne based Yaroze members. 


>I work full time as a software developer now and will be thinking 
>about moving on to a new job in a year or so. I know there aren't 
>many game developers in Australia and they tend to keep a low profile 
>(except for Beam/Melbourne House) but I think it will be possible to 
>get a non-PC games programming job when I want to, locally. 


Yep; Beam are about the only largish games company in Melbourne. Up until 
recently, however, they had a pretty low profile, and reports from people 
who've worked there suggest that they treat their employees badly. 


>I don't know, I think there's plenty of opportunity wherever you look 
>(here or O.S.) if you obviously have talent. 


Agreed. I could get a good job in Melbourne, but the liklihood is that it would 
be doing something other than games programming. This, coupled with the fact 
that England seems to produce many more quality games than Australia does, and 
the fact that I have a desire to travel anyway leads me to the conclusion that 
my plan is not a bad one. Ideally I'd like to start up my own company, but I 
acknowledge that that's a really difficult thing to do, and that, given my 

lack of business accumen, I'd be likely to go under really quickly. 


Toby. 
—-MESSAGE FILE 3397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02106 


—-MESSAGE FILE 3398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002107 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Has Metrowerks stopped suporting Net Yaroze? 

Date: Wed, 02 Sep 1998 21:48:46 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <35EDF57E.8F580554@bigfoot .com> 

NNTP-Posting-Host: 459.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Just for kicks, a few minutes ago I went to the metrowerks site to read 
up on what they had to say about their "Targeting Net Yaroze" version of 
CodeWarrior. I was shocked when I went to the playstation section, and 
found Net Yaroze nowhere to be mentioned! I only saw the commercial 
developers version. I KNOW that the "Targeting Net Yaroze" version of 
codewarrior has been featured on their site, I've seen it and been there 
before. Now it's gone. 


Anyone know what's up with this? Has Metrowerks dumped us? 


'Darco 
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--MESSAGE FILE 3398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02107 


—-MESSAGE FILE 3399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002108 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 09:42:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35EE5693.13B3@england.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3DA1.63A8@england.com> <35ED 
8EFA.43D5@writeme.com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 


Big Bad ~mrfrosty. 
(Odds on DEnnis will set up the sweepstakes) ;0) 


: Robert Ryan wrote: 

_ > ...and a fight in the car park. Any takers? =) 

Վ Yeah, come on, tough guy... you just name the time. 
: 

> 


OK. lpm at the Sony stand. I'll be the one waving a broken cresta bottle 
shouting "Come on you puffs!!!" =). 


BTW. DEnnis; if you're taking bets, I'll have 50 on James to win. 


Rob. 
—-MESSAGE FILE 3399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02108 


-—-MESSAGE FILE 3400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002109 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controler Prepheral Management 

Date: 3 Sep 1998 09:25:11 GMT 

Organization: SCEE 

Lines: 40 

Message-ID: <01lbdd6b9S862afd20Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35EDE6BA. 8D8EA6E9@bigfoot.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
Check out my "Peripherals Tester" example of my tutorial. 


Regards, 


George@SCEE 


Darco <darco@bigfoot.com> wrote in article 

<35EDE6BA. 8D8EA6E9@bigfoot.com>... 

> Just out of curiosity, how do you all go about controller peripheral 

> management? I'm asking because I just want to see how other people have 
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tackled the problem. 


So how do you handle this? Do you do it like most of the sony demos do, 


by just having a separate macro for each button and just ANDing that 
against the raw controller data? Or maybe you use a form of bitmapping? 


It seems like allot of demos don't even look at what type of controller 


is hooked up - but every commercial game I've seen does. 


Example: In most Net Yaroze games, it doesn't matter if I have my Dual 


Shock pad in analog or digital mode, the game doesn't care - all the 
buttons work and function correctly because the button bit positions 
haven't changed. (Of course, The analog sticks are ignored in any game 


Now on a commercial game, the second I press the "ANALOG" button on a 


game that doesn't support analog mode, the controller ceases to respond 
to any buttons I press. In some commercial games, when I press the 
analog button or remove the controller the game instantly goes into 
"pause" mode. So commercial games must handle the controller peripherals 
much differently than most of the yaroze games. 


Any ideas or theories on the best way to go about this? 


'Darco 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> that doesn't support them) 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


-—-MESSAGE FILE 3400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02109 


—-MESSAGE FILE 3401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002110 


Path: 


chuka.playstation.co.uk!macsuppor 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Official ECTS-goer list... 


Date: 


Thu, 3 Sep 1998 12:22:13 +0200 


Organization: Debri Productions 


Lines: 


19 


Message-ID: <lderxcb.thyxhpef0u9eN@al-88-137.al1.nl1> 
References: <6shas2$kuv25@chuka.playstation.co.uk> <35EDAFFF.71FD@virgin.net> 


NNTP-Posting-Host: 81-88-137.81.ոլ 


X-Newsreader: MacSOUP 2.3 (unregistered) 


VVVVVVVV 


Pankaj (Jak) Gautama [~pankaj - absolutely bugger all on there] 
Sunday 

Want to see Turbo Street Blade Beta Fighter Super Plus, but if that 
ain't there I'll settle for MGS, a few freebies and a polaroid of DEnnis 
and Tanvir sorting it out! 


ICQ #9071923 


AAAANhhhh... TSBBFSP, I was also waiting for that!! 
I shall put on a huge smile for your polaroid while ki... hugging (NOT) 
Tanvir... 


Cheers, love to meet you.. 


DEnnis.. 
—-MESSAGE FILE 3401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02110 


—-MESSAGE FILE 3402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002111 


Path: 


chuka.playstation.co.uk!macsuppor 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Official ECTS-goer list... 


Date: 


Thu, 3 Sep 1998 12:22:16 +0200 
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Organization: Debri Productions 

Lines: 30 

Message-ID: <lderx j9.1slsjctliapqgwN@al1-88-137.al.nl1> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-137.81.ու 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Hi .. I'm DEnnis and I will be there (what a suprise this is..) 

I'll be there all 3 days, from dust to down.. 

I'll be wearing a black Net Yaroze Polo with "PROGRAMMER" on the back. 
This is the shirt I got from SCEE. Maybe I'll make a shirt with a nice 
DEnnis logo on it... In that case, you can't miss me. 

I'll be there for: 


- the big announcement 

- meeting you guys 

- fighting the big khan man.... (joking again) 

— beating up Bond,...James Bond (joking again) 

— complaining at Nintendo about the bad linkup between GB pocket 
- Having a look at Sarah (if see will be there) 

- Have a chat with George Bain and James Russel 

- Meeting Peter Molyneux 

— Taking a look at the cGameBoy 

- Meeting up with course friends (including Paul and Paul) 

- Zelda 

- MGS 

- FF 1634 (although its not my tipe of game) 

- having a look at PSX2 

- Telling SEGA that Dreamcast will be doomed if they use MSwindowsCE. 
- and more... 


I think I'll need 3 days, don't you think. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02111 


—-MESSAGE FILE 3403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002112 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: SCEA regular chat sessions 9pm EST 

Date: Thu, 03 Sep 1998 14:58:45 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35EEA094.143C@writeme.com> 

References: <6rjulg$lqhl@scea> <35df239e.1564110@205.149.189.29> <35E8102A.B8746DB2@ 
accelerationsw.com> <35EBE1F2.2B9A@writeme.com> <35edc3b5.31150231@205.149.189.29> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:267 scea.yaroze.freetalk:900 sce 
e.yaroze.freetalk.english:2112 


Mario Perdue wrote: 


I'll talk to the guys here and see if there's anything that can be 
done. I'd like to see some of you guys participating in our chats. Of 
course, we might have to shift the time about a bit to accommodate 
you, but, if we can get you access, that's not a problem. 


VVVYV 


Cheers Mario, 
That'd be great if you can pull it off. 


James. 
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—-MESSAGE FILE 3403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02112 


—-MESSAGE FILE 3404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002113 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 15:04:36 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35EEA1F4.45CD@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> 

NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Philip Gooch wrote: 


> > Saturday (I get in about llam - anyone else around?), 
> > Sunday, 


> Saturday? I thought ECTS only ran from Sunday to Tuesday. You'll be in > an empty 
hall at Olympia James! 


Erm, I meant I'd be around in London from llam on Saturday if anybody 
else will be - then again, I guess I /could/ try sneaking in a back 
window while they're setting stuff up, hmmm... 


James. 
—-MESSAGE FILE 3404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02113 


—-MESSAGE FILE 3405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002114 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 15:07:15 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <35EEA293.557D@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3DA1.63A8@england.com> <35ED 
8EFA.43D5@writeme.com> <35EE5693.13B3@england.com> 

NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Ryan wrote: 


> OK. lpm at the Sony stand. I'll be the one waving a broken cresta 
> bottle shouting "Come on you puffs!!!" =). 


Cresta - the drink of champions. 
(Make a mental note to eat my weetabix). 


> BIW. DEnnis; if you're taking bets, I'll have 50 on James to win. 


I'll take 50 on James diving behind the nearest Playstation Pod until 

security arrives. 

-—-MESSAGE FILE 3405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02114 


Net Yaroze newsgroups message dump.txt Page 2157 


—-MESSAGE FILE 3406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002115 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 15:11:35 +0100 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35EEA397.65F2@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <lderxj9.1lslsjctliapqgwN@al1l-88-13 
7.al.nl> 

NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> I'll be there for: 


> — complaining at Nintendo about the bad linkup between GB pocket 
> — Telling SEGA that Dreamcast will be doomed if they use MSwindowsCE. 


Jeez, these big companies have /NO/ idea what they're letting themselves 
in for. Ear-ache from the Brinkmeister - Good luck to ya, DEnnis! 


> — Having a look at Sarah (if see will be there) 
I think she was going to be before she read this ;o) 


James (~mrfrosty) 
—-MESSAGE FILE 3406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02115 


—-MESSAGE FILE 3407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002116 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 15:14:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35EEA45F.64BC@england. com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> <35EEA1F4.45CD@writeme.com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 
Philip Gooch wrote: 


> > Saturday (I get in about llam - anyone else around?), 
> > Sunday, 


> Saturday? I thought ECTS only ran from Sunday to Tuesday. You'll be in > an empt 
hall at Olympia James! 


Erm, I meant I'd be around in London from llam on Saturday if anybody 
else will be - then again, I guess I /could/ try sneaking in a back 
window while they're setting stuff up, hmmm... 


VVVVKVVVVV VV 


I'm going off the subject a bit, but if you're taking a trip up to 
London, you should take a look at CEX Retro on Whitfield Street. It's a 
sort of shop/museum place with a load of obsolete hardware (and a pretty 
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good selection of JAMMAsS). Just saying that 'cos you seem to be a closet 
retro nut (or is that one of the other James'eses?). 


Sorry if this looks like a plug. By reading this message, 5p has just 
been donated to a blind dogs home etc etc. 


Rob. 
—-MESSAGE FILE 3407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02116 


—-MESSAGE FILE 3408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002117 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Controler Prepheral Management 
Date: Thu, 03 Sep 1998 15:15:52 +0100 
Organization: The Hex Heroes 

Lines: 13 

Message-ID: <35EEA498.2FF2@writeme.com> 
References: <35EDE6BA. 8D8EA6E9@bigfoot.com> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Darco wrote: 
> Any ideas or theories on the best way to go about this? 


I've put heaps of work into my new FControl library 

(pretty much version 1.6-and-a-half). It's pretty well documented, and I 
was (will) try to get it out in the next couple of days - [I know I've 
said that for a while, but I've just hit upon another new idea]. 


Thanks to everyone who has helped me with it and sorry to anyone who is 
waiting for it! 


James (~mrfrosty) 
—-MESSAGE FILE 3408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02117 


-—-MESSAGE FILE 3409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002118 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 15:21:16 +0100 

Organization: The Hex Heroes 

Lines: 21 

Message-ID: <35EEA5DC.7205@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> <35EEA1F4.45CD@writeme.com> <35EEA45F.64BC@engla 
nd.com> 

NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Ryan wrote: 


I'm going off the subject a bit, but if you're taking a trip up to 

London, you should take a look at CEX Retro on Whitfield Street. It's 

sort of shop/museum place with a load of obsolete hardware (and a 

pretty good selection of JAMMAsS). Just saying that 'cos you seem to be > a closet 
retro nut (or is that one of the other James'eses?). 


> 
> 
> 
> 


Less of the closet, if you don't mind. I came out a long time ago. 
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That sounds pretty much hardware heaven to me - my mate's got a JAMMA 

cabinet, but mine's a Gauntlet set - not /too/ compatible with anything 

but errr... Gauntlet 2. 


Is anybody up for a saunter down there on Saturday? 


> Sorry if this looks like a plug. By reading this message, 5p has just 
> been donated to a blind dogs home etc etc. 


And by reading this, 5p has just been stolen from one of those platic 
doggie collection boxes - heh heh heh... (cough, splutter) 


James. 
—-MESSAGE FILE 3409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02118 


—-MESSAGE FILE 3410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002119 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 03 Sep 1998 15:30:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35EEA821.B434B451@ndirect.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3C5C.B46@mdx.ac.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-15.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


> > Robert Swan (~middex2) 
> > Dont know when : ( 
> > Most looking forward to wondering around like an idiot 


Hey! That's my job! 


Herbs 


—-MESSAGE FILE 3410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02119 


-—-MESSAGE FILE 3411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002120 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Question for the C experts 

Date: Thu, 03 Sep 1998 16:43:01 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <35EEB905. 940C6E98@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-15.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


T 


In my days of 68000 programming, I used to make tables of sub-routine 
addresses so I could jump to them using an index - a bit like the old 
ON..GOSUB.. in BASIC. 
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I'm now using: 


switch(f) { 
case 0: 
function0o (); 
break; 
case 1: 
functionl (); 
break; 


ete. etc. 


} 
which is not very efficient, especially if there are >20 functions. 
Is there any way I can hold a table of pointers to the functions and 


call them using an index? If so, could someone give me an example of 
the declarations required, and the call itself. 


Thanx. 


Herbs 


—-MESSAGE FILE 3411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02120 


—-MESSAGE FILE 3412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002121 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anorak Outing 

Date: Thu, 03 Sep 1998 18:03:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35EECBC9.17C9@england. com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> <35EEA1F4.45CD@writeme.com> <35EEA45F.64BC@engla 
nd.com> <35EEA5DC.7205@writeme.com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 


> 

> Robert Ryan wrote: 

> 

> > I'm going off the subject a bit, but if you're taking a trip up to 
> > London, you should take a look at CEX Retro on Whitfield Street. 


> Is anybody up for a saunter down there on Saturday? 


I'm off up there anyway, so I don't mind tagging along. Anyone else want 
to sign up? It'll probably be a trip up to CEX Retro, then a slight 
detour to Sexy Sadies Wank-Mag Emporium in Soho, followed by a major 
ruck as we argue C64 Vs Speccie ;7). 


Probably best to meet up at Oxford Circus (sort of central, and easy to 
find). If anyone can suggest a better meeting place, a suitable meeting 
time, or where I can go shove all this retro stuff; then that would be 
nice =). 


... just another quick plug: 


http://www.arrgh.co.uk 


(hint: the discussion list is a real freakshow.. sometimes) 
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Rob (the spod). 
—-MESSAGE FILE 3412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02121 


-—-MESSAGE FILE 3413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002122 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for the C experts 

Date: Thu, 03 Sep 1998 18:11:19 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <35EECDB7.334B8EB5@scee.sony.co.uk> 
References: <35EEB905. 940C6E98@ndirect.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Alex Herbert wrote: 
> 


> Is there any way I can hold a table of pointers to the functions and 
> call them using an index? 
Always a tricky one. Assuming your functions are all "void functionName(void)" then: 


void (*funcIndex[]) (void) = { function0O, functionl, function2 }; 


void (*func) (void); 


func = funcIndex [myIndex]; 

func (); 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A poor man's holodeck: A tab of acid and a glass of water. 
—-MESSAGE FILE 3413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02122 


—-MESSAGE FILE 3414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002123 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 3 Sep 1998 17:23:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <6smjhe$16j14@chuka.playstation.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


At last, got my pass today!! (nothing like leaving it till the last minute 
eh?) 


well, here are my stats: 


John Whitmore (~jwhitmor) 
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Sunday Definitely (possibly Monday + Tuesday if i can find some 
accommodation) 

obviously Zelda, MGS blah blah...... i'm rally just going to meet some people 
and get some contacts and info. 

And well of course, as many freebies as I can put my hands on! 


Also looking forward to seeing course buddies (Dennis, paul, phil 
CEC Cit hea Z š ) 


Well, see you all there! 
John 


—-MESSAGE FILE 3414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02123 


—-MESSAGE FILE 3415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002124 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: To DEniss and everyone 

Date: Thu, 03 Sep 1998 18:45:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <35eee3a1.5783979@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-45-14.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi DEniss (and everyone), 


I never started. I wrote in as a reply to your message in which you 
said I am easy to bug, and I wonder why you and everyone found it 
offensive, it didn't contain anything offensive only the word bugger 
which hardly is offensive. The mail I had to put up from you and your 
supporters was what you call more than offensive don't you think? 


Here is a mail I had to put up with. I answerd to it for everyone to 
read and be clear about. 


(This wasn't from you but you agreed to it), 
{Wasn't this the guy who: 
a. Posted for help on playing "backup" games? 


Yes I did post fo help on playing backups and I realise it was a 
mistake ( why doesn't everyone forget that now?). 


Ե. Wants to put together an all girl programming group? 


Not true, I aimed for anyone, but I didn't include the guys in the 
advert as I thought it (so so so so) obvious. 
Come on SILLY people! 


ë, Claims to be God of the games software industry? 


NO NO NO, I didn't claim to be the KING of the games industry (where 
did that come from?). I just hope to be the BEST in the future, which 
still is my aim. EMAG DESIGN is what I call my wannabe company which 
only includes me at the moment. I didn't know it will disturb people. 
I'm just a beguinner at coding, you guys are far ahead of me. Whats 
the PROBLEM with that. 


d. Wants to know how to do collision detection? 
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Yes! 

e. Wants to know how to do backgrounds? 

Yes! 

i Eats bullshit for lunch? 

EXCUSE ME !!! I wil NOT take abuse like THIS (I hope I don't have 


explain why). 


Ok, so now I'm stirring the pot a little. But if this guy wants any 
help and 

wants to maintain any credibility he has left, then he ought to learn 
from his 

mistakes and stop being such a prat. I don't have any problems with a 
bit of 

harmless banter (at least DEnnis is funny), but this is getting silly. 


PRAT ? (I think not). 
Herbs} 


don't get it, I hardly write in much and still you guys formed a 
silly character in your minds about me. I'm not like you think. OK. 


I hope this clearifies things as I want to be a good member in 
everyones books OK. 


am willing to comprimiseand I want COMPRIMISING replies from you 
DEniss and everyone else as well. So no more HATE MAIL. 


Thanks 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


--MESSAGE FILE 3415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02124 


--MESSAGE FILE 3416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002125 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Thu, 3 Sep 1998 18:56:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6smklf$16j15@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


From the recent postings to the Newsgroups, I see that most of you will be 
meeting up at the Yaroze stand at 1:00pm - is this each day I ask myself? 


I look forward to meeting you all there and I hope that you enjoy the show! 


Regards 
Sarah Bennett 
Net Yaroze Project Manager 


—-MESSAGE FILE 3416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02125 


-—-MESSAGE FILE 3417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002126 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has Metrowerks stopped suporting Net Yaroze? 
Date: Thu, 3 Sep 1998 18:46:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6sm18k$16j16@chuka.playstation.co.uk> 
References: <35EDF57E.8F580554@bigfoot.com> 
NNTP-Posting-Host: 195.147.14.242 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Same thing happened when I looked. I tried replacing CWPS with CWNY in the 
URL when looking at the pro version but my connection died. I hope they 
haven't, I keep getting graphics errors in the IDE. I would consider the 
program incomplete in terms of the IDE/GUI 


So whats happened? George any comments? 


Bob 
bob@shand.globalnet.co.uk 


Darco wrote in message <35EDF57E. 8F580554@bigfoot.com>... 

>Just for kicks, a few minutes ago I went to the metrowerks site to read 
>up on what they had to say about their "Targeting Net Yaroze" version of 
>CodeWarrior. I was shocked when I went to the playstation section, and 
>found Net Yaroze nowhere to be mentioned! I only saw the commercial 
>developers version. I KNOW that the "Targeting Net Yaroze" version of 
>codewarrior has been featured on their site, I've seen it and been there 
>before. Now it's gone. 

> 

>Anyone know what's up with this? Has Metrowerks dumped us? 

> 

>'Darco 


—-MESSAGE FILE 3417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
02126 


—-MESSAGE FILE 3418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0002127 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 3 Sep 1998 20:28:35 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldesmtk.ah8sduplph4gN@al1-—88-133.al.nl1> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3DA1.63A8@england.c 
8EFA.43D5@writeme.com> <35EE5693.13B3@england.com> <35EEA293.557D@writeme.c 
NNTP-Posting-Host: al-88-133.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> BIW. DEnnis; if you're taking bets, I'll have 50 on James to win. 


I'll take 50 on James diving behind the nearest Playstation Pod until 
security arrives. 


V V V V 


I should have SCEE on my side, since I'm an offical member. If the 
Bond-bloke twice my size, I'll just let R Swan loose on him.. (he 3 
times my size).. 


DEnnis.. 
—-MESSAGE FILE 3418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
02127 


—-MESSAGE FILE 3419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0002128 
Path: chuka.playstation.co.uk!news 
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glish/000 


english/0 


om> <35ED 
om> 


glish/000 


english/0 
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From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Thu, 03 Sep 1998 20:54:54 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35EEE5SFE.6372@mundivia.es> 

References: <35EB7D9F.7D37@mundivia.es> <memo.19980901214331.9409F@jmhannan.compulin 
k.co.uk> <35EC5EA8.308D@mundivia.es> <6si8hr$16j4@chuka.playstation.co.uk> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181189.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Nick Ferguson wrote: 


> 

> If you live in/nr Barcelona, they had EDGE in the big Virgin Megastore 

> there when I was backpacking last summer! I'm sure it's the same in most 
> big cities! 

> 

> Nick 


Yes!, you're right, I've got it. 
Thanx. 


Javi. 
—-MESSAGE FILE 3419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02128 


—-MESSAGE FILE 3420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002129 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 
Date: Thu, 3 Sep 1998 21:18:01 +0200 
Organization: Debri Productions 
Lines: 19 
Message-ID: <ldesrll1.19p5e4veqlwn2N@al-88-133.al.nl> 
References: <6smk1f£$16j15@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-103.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Sarah Bennett <Sarah_bennett@Playstation.sony.com> wrote: 


> From the recent postings to the Newsgroups, I see that most of you will be 
> meeting up at the Yaroze stand at 1:00pm - is this each day I ask myself? 


Yes it is, at least for me it is. Some members come one day and I don't 
want to miss anybody. 


> I look forward to meeting you all there and I hope that you enjoy the show! 
Does that also count for me? ;-) 


Pleased to hear that you will also be there. 
See you in a few days.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02129 


—-MESSAGE FILE 3421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002130 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 


Subject: 

Organizat 
Lines: 18 
Message-I 


NNTP-Post 


before. 


Anyone 


VVVVVVVVV VV 


'Darco 


That woul 


DEnnis.. 


Newsgroups: scee.yaroze.freetalk.english 


Re: Has Metrowerks stopped suporting Net Yaroze? 


Date: Thu, 3 Sep 1998 21:18:03 +0200 


ion: Debri Productions 


D: <ldesrr4.c6xhgflm6jdfkN@al-—88-133.al.nl1> 


References: <35EDF57E. 8F580554@bigfoot.com> 


ing-Host: al-88-103.al.nl 


X-Newsreader: MacSOUP 2.3 (unregistered) 
Darco <darco@bigfoot.com> wrote: 


Just for kicks, a few minutes ago I went to the metrowerks site to read 
up on what they had to say about their "Targeting Net Yaroze" version of 
CodeWarrior. I was shocked when I went to the playstation section, and 
found Net Yaroze nowhere to be mentioned! I only saw the commercial 
developers version. I KNOW that the "Targeting Net Yaroze" version of 
codewarrior has been featured on their site, I've seen it and been there 


Now it's gone. 


know what's up with this? Has Metrowerks dumped us? 


d be bad... real bad.. Disaster for mac—users.. 


—-MESSAGE FILE 3421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02130 


—-MESSAGE FILE 3422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002131 


Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 


Subject: 


Organizat 
Lines: 11 
Message-I 


o.uk> 
NNTP-Post 
X-Newsrea 


Sorry to 
Maybe he 
And where 


DEnnis.. 


> Also lo 
SSCS s Aint. 


> Wel 


—-MESSAGE 
02131 


—--MESSAGE 
0002132 

Path: chu 
From: mac 


Newsgroups: scee.yaroze.freetalk.english 


Re: Official ECTS-goer list... 


Date: Thu, 3 Sep 1998 21:18:05 +0200 


ion: Debri Productions 


ք: <ldesru8.cm0y7dun732N@al-88-133.al.nl> 


References: <6shas2Skuv25@chuka.playstation.co.uk> <6ésmjhe$16j14@chuka.playstation.c 


ing-Host: al-88-103.al.nl 
der: MacSOUP 2.3 (unregistered) 


say, Paul Bircham won't come. He had a wellpayed speed-job. 
will give his ticket away.. 
do you stay John? 


oking forward to seeing course buddies (Dennis, paul, phil 


1, see you all there! 
John 
FILE 3422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


FILE 3423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


ka.playstation.co.uk!macsuppor 
suppor@al.nl (DEnnis Brinkhuis) 


Newsgroups: scee.yaroze.freetalk.english 


Subject: 

Date: Thu 
Organizat 
Lines: 16 
Message-I 


Re: To DEniss and everyone 

, 3 Sep 1998 21:18:06 +0200 

ion: Debri Productions 

4 

D: <ldesry6.lhfuxlolwuztxpN@al1-88-133.al.nl1> 
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References: <35eee3al1.5783979@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-103.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Khan <2bad@lineone.net> wrote: 
Hi DEniss (and everyone), 


I never started. I wrote in as a reply to your message in which you 
said I am easy to bug, and I wonder why you and everyone found it 
offensive, it didn't contain anything offensive only the word bugger 
which hardly is offensive. The mail I had to put up from you and your 
supporters was what you call more than offensive don't you think? 


VV V V V V V 


The discussion was closed for several weeks now, as far as I knew. I 
think you replied on a very old message. 

But don't start to act as beeing the nice guy now. I remember that the 
first bad name mentioned in this complete discussion was your "Fools!", 
and that is offensive. And I don't want to bug you (well actualy I do) 
but I just want to put you with your feet back on the ground. 


Here is a mail I had to put up with. I answerd to it for everyone to 
read and be clear about. 


(This wasn't from you but you agreed to it), 
{Wasn't this the guy who: 
a. Posted for help on playing "backup" games? 


Yes I did post fo help on playing backups and I realise it was a 
mistake ( why doesn't everyone forget that now?). 


VVVVVVVVV VV 


Mistake 1 


Ե. Wants to put together an all girl programming group? 


> 
> 
> Not true, I aimed for anyone, but I didn't include the guys in the 
> advert as I thought it (so so so so) obvious. 

> Come on SILLY people! 

What? We silly, take a look in the mirror. If you put something else in 
your article than what you mean, don't give us the blaim. So consider 
this: 


Mistake 2 

> Շ. Claims to be God of the games software industry? 

> 

> NO NO NO, I didn't claim to be the KING of the games industry (where 

> did that come from?). I just hope to be the BEST in the future, which 
> still is my aim. EMAG DESIGN is what I call my wannabe company which 

> only includes me at the moment. I didn't know it will disturb people. 
> I'm just a beguinner at coding, you guys are far ahead of me. Whats 

> the PROBLEM with that. 


Ok, lets look for that one again.. I got it::: 


-- FOOLS! Is that all what your minds can think about? 
-- Wait until two or three years when EMAG DESIGN will 
—— be world renowned for its revolutionary games 

-- and your pathetic remarks will haunt your mind. 

-- WE SHALL THEN SEE WHO IS LAUGHING. 


(This was taken from a mail YOU sent!!!) 
So it came from YOU!! 


Mistake 3 


> di. Wants to know how to do collision detection? 
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> Yes! 


That is no problem to ask, it just became a problem becourse you first 
started with these type of messages and mails. You sent the mail before 
you asked the questions. With this big mouth in your mail, you should be 
able to work things out yourself don't you think? There is no problem 
with help, that is what the project is ment to be. It's just your 
altitude! 


> e. Wants to know how to do backgrounds? 
> 
> Yes! 


Same here, see text above.. 


> f. Eats bullshit for lunch? 

> 

> EXCUSE ME !!! I wil NOT take abuse like THIS (I hope I don't have 
> explain why). 


YES YOU WILL!! What do you want to do? The mistakes above... well, ok. 
can happen. But now you started this discussion again and that is a BIG 
BIG BIG 


Mistake 4. 

> Ok, so now I'm stirring the pot a little. 

> But if this guy wants any help and 

> wants to maintain any credibility he has left, 
> then he ought to learn from his 

> mistakes and stop being such a prat. 

> I don't have any problems with a bit of 

> harmless banter (at least DEnnis is funny), 
> but this is getting silly. 

> 

> PRAT ? (I think not). 

> Herbs} 


Do you want a pubic vote for that? I vote "YES"! 


> I don't get it, I hardly write in much and still you guys formed a 
> silly character in your minds about me. I'm not like you think. OK. 


NO way, It's you that formed this silly character in our minds about 
you. And if you are not like we think, well prove it. And start being a 
funny character with some sense in your head. 


> I hope this clearifies things as I want to be a good member in 
> everyones books OK. 


We all want that, and don't think we want to put somebody out, we all 
paid for the black box (well... most of us) and we all deserve some 
credit. It's just that you spilled a lot of credit with some not so 
clever messages. 


> I am willing to comprimiseand I want COMPRIMISING replies from you 
> DEniss and everyone else as well. So no more HATE MAIL. 


Get lost!!! I don't think you are in the possition to say "I WANT". I'm 
not even in that possition, and here I never will be. You can ASK, (like 
we all do) in a friendly way. You are the first one in the newsgroups 
with this attitude problem I suppose. And if you are a good guy... Show 
a bit of your social side, if you have that somewhere lost in that empty 
skull of you. Should not be hard to find if it's there. Not much places 
to hide in that big empty space in your head. (sorry for being 
offensive) 


> Thanks 


Don't thank in front for something you're not getting (at least not from 
me) 
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So after heving red this mail, I consider this as... let's count... 

MISTAKE 5!!! 

GET THE POINT!!! 


> Tanvir Khan 
> EMAG DESIGN 


Mr. Nahk Rivnat 
ngised GAME 


> 2bad@lineone.net 


Suitable mailadress... 2bad.. for you! 
PS. 
May I just give a little advice.. just say: "sorry, I was a prat and I 


just want this all to stop, lets start over again". As far as I'm 

concered that would stop this thing (again). That could be your first 

step on building some credit again. 

—-MESSAGE FILE 3423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02132 


—-MESSAGE FILE 3424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002133 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for the C experts 

Date: Thu, 3 Sep 1998 20:20:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6smqal$16 j17@chuka.playstation.co.uk> 

References: <35EEB905.940C6E98@ndirect.co.uk> <35EECDB7.334B8EB5@scee.sony.co.uk> 
NNTP-Posting-Host: mfs2-dnbqy-245.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Russell wrote in message <35EECDB7.334B8EB5@scee.sony.co.uk>... 
>Always a tricky one. Assuming your functions are all "void 
functionName(void)" then: 


> 

>void (*funcIndex[]) (void) = { functionO, functionl, function2 }; 
> 

>void (*func) (void); 

>func = funcIndex[myIndex] ; 

>func(); 


or alternatively 


(funcIndex [myIndex]) (); 


Nick S 


—-MESSAGE FILE 3424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02133 


—-MESSAGE FILE 3425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002134 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Thu, 3 Sep 1998 20:34:41 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6smr1i$16j18@chuka.playstation.co.uk> 
References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
=132. al l> 
NNTP-Posting-Host: client82ba.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 


X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


OK, this thing has gone far enough, I agree with DEnnis alot of the stuff 
you have posted can be considered as asking fo it, maybe if you just said 
sorry for all the misunderstanding in the past, and try and be more careful 
with your post's and not do two post's the same, such as the one that asked 
if any members could suggest books to read, fair enough post but posting it 
a second time after people had already answered your post is not on, and be 
more careful with your post's titles, you might mean something but all we 
can see is what you wrote not what you thought. 


Paul 


—-MESSAGE FILE 3425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02134 


—-MESSAGE FILE 3426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002135 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE will not consider Codewarrior-compiled games for demo disc/GDUK? 

Date: Thu, 03 Sep 1998 14:29:18 -0500 

Organization: Metrowerks 

Lines: 34 

Message-ID: <sumner-ya02408000R0309981429180001@news.scea.sony.com> 

References: <35DD7D14.52642737@easynet.co.uk> <35DD8A59.A1271E85@ndirect.co.uk> ՀՕ1Ե 

decb3$fe2e4760Sf2e832a2@gbain.wav.scee.sony.co.uk> <35DD94C7.FC29DBEB@ndirect.co.uk> 
<35DF78B1.88CCCBD6@bigfoot.com> <35E140C8.6EBO012F@ndirect.co.uk> 

NNTP-Posting-Host: mtwks142.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


We'd like to be able to distribute PSComUtil more widely. However, there 
are some licensing issues with the code as it currently exists. We're 
planning a re-write this fall that will take care of it and then I think we 
can put it up publically. 


-Joel 


In article <35E140C8.6EB0012F@ndirect.co.uk>, aherbert@ndirect.co.uk wrote: 


>Darco wrote: 

> 

>> Alex Herbert wrote: 

>> > Right, now for the next question. Hows about Sony getting permission from 
>> > Metroworks to distribute PSComUtil on the Yaroze members site? Metroworks 


>> > won't even answer my e-mails on this. If this could be arranged then 
it would 

>> > help us all out. 

>> 


>> The only advantage that this would have is the ability for files to be 
>> sent from the hard drive to the yaroze while the program is running. 

> 
>Which all my programs do. 

> 

>> (You can run codewarrior compiled programs with siocons) Do you really 
>> need that the IO functions? 

> 

>Yep. The MWDebugIO stuff is very useful. 

> 
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>Herbs 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 3426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02135 


-—-MESSAGE FILE 3427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002136 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has Metrowerks stopped suporting Net Yaroze? 

Date: Thu, 03 Sep 1998 14:30:26 -0500 

Organization: Metrowerks 

Lines: 37 

Message-ID: <sumner-ya02408000R0309981430260001@news.scea.sony.com> 

References: <35EDF57E.8F580554@bigfoot.com> <6sm18k$16j16@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks142.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi there, 

Just wanted to say that there's nothing devious afoot. Our web guys 
rearranged the site and Net Yaroze seems to have disappeared. We're fixing 
that now. More news in a few days. 


-Joel 


In article <6sm18k$16j16@chuka.playstation.co.uk>, "Robert Shand" 
<shand@globalnet.co.uk> wrote: 


>Same thing happened when I looked. I tried replacing CWPS with CWNY in the 
>URL when looking at the pro version but my connection died. I hope they 
>haven't, I keep getting graphics errors in the IDE. I would consider the 
>program incomplete in terms of the IDE/GUI 

> 

>So whats happened? George any comments? 

> 

>Bob 

>bob@shand.globalnet.co.uk 

> 


>Darco wrote in message <35EDF57E.8F580554@bigfoot.com>... 

>>Just for kicks, a few minutes ago I went to the metrowerks site to read 
>>up on what they had to say about their "Targeting Net Yaroze" version of 
>>CodeWarrior. I was shocked when I went to the playstation section, and 
>>found Net Yaroze nowhere to be mentioned! I only saw the commercial 
>>developers version. I KNOW that the "Targeting Net Yaroze" version of 
>>codewarrior has been featured on their site, I've seen it and been there 
>>before. Now it's gone. 

>> 

>>Anyone know what's up with this? Has Metrowerks dumped us? 

>> 

>>'Darco 


PlayStation Development Tools Dude 

Metrowerks 

-—-MESSAGE FILE 3427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02136 


—-MESSAGE FILE 3428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002137 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 
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Date: Thu, 03 Sep 1998 20:39:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35eefaec.3245594@news.playstation.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl9-grebe-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 1 Sep 1998 18:27:55 +0100, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


>Right, well now that the 'excitement' (read: mass, unbridled, 
>last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
>that if you're planning on going, reply to this thread with your name, 
>the days you plan on attending, and the NUMBER ONE GAME you desperately 
>want to see there! 


I'm planning to skive off of work on Tuesday ( well there will be 
computers at this show so it's sort of relevant... ) 


I want to see Turok 2 or Perfect Dark on N64, nothing on that Sony 
pile of junk........... 


I'll make the Yaroze stand for lpm and then probably the bar for the 
rest of the afternoon after that..... 


Richard. 
http://www.netyaroze-europe.com/~rcutting 
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—-MESSAGE FILE 3428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02137 


—-MESSAGE FILE 3429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002138 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for the C experts 

Date: Thu, 03 Sep 1998 23:26:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <35EF1786.52A90D88@hinge.mistral.co.uk> 


1) 


smgal$16j17@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.184.228.42 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Slaven wrote: 


> James Russell wrote in message <35EECDB7.334B8EB5@scee.sony.co.uk>... 
> >Always a tricky one. Assuming your functions are all "void 

> functionName (void)" then: 

>> 

> >void (*funcIndex[]) (void) = { functionO, functionl, function2 }; 
>> 

> >void (*func) (void); 

> >func = funcIndex [myIndex] ; 

> >func(); 

> 

> or alternatively 

> 

> 


I alway's like to define explicit function pointer types to make things a 
bit more 
readable: 


References: <35EEB905. 940C6E98@ndirect.co.uk> <35EECDB7.334B8EB5@scee.sony.co.uk> ՀՇ 
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typedef void (*FUNCTION_POINTER_V_V) (void); 
FUNCTION_POINTER_V_V my_function_array[]={fn0,fnl,fn2}; 


main () 
{ 
(my_function_arrayl[n]) (); 


} 
> Nick S 


Craig. 


—-MESSAGE FILE 3429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02138 


-—-MESSAGE FILE 3430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002139 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CodeWarrior w/ Win98 

Date: Thu, 03 Sep 1998 18:50:11 -0400 

Organization: SCEA News Server 

Lines: 18 
Message-ID: <35EF1D23.CD7B6C72@bigfoot.com> 

References: <35EDF57E. 8F580554@bigfoot.com> <6sml18k$16j16@chuka.playstation.co.uk> Հ 
sumner-ya02408000R0309981430260001@news.scea.sony.com> 

NNTP-Posting-Host: 289.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Joel Sumner wrote: 


> 

> Hi there, 

> Just wanted to say that there's nothing devious afoot. Our web guys 

> rearranged the site and Net Yaroze seems to have disappeared. We're fixing 
> that now. More news in a few days. 


Cool. One more thing though. While I was at the site, I kept seeing 
everywhere how the current versions of codewarrior aren't compatable 
with Windows 98... 


I'm running Windows 98 on this system, and I've been using codewarrior 
for net yaroze for some time now, I haven't noticed any out of the 
ordinary bugs from using it with windows 98. What is this 'bug' that 
keeps codewarrior from being compatable with Win98, because it seems to 
be running fine on my machine... 


"Darco 
—-MESSAGE FILE 3430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02139 


—-MESSAGE FILE 3431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002140 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Thu, 3 Sep 1998 23:52:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6snapc$16j19@chuka.playstation.co.uk> 

References: <35EB7D9F.7D37@mundivia.es> <memo.19980901214331.9409F@jmhannan.compulin 
k.co.uk> <35EC5EA8.308D@mundivia.es> <6si8hr$16j4@chuka.playstation.co.uk> <35EEE5FE 
-6372@mundivia.es> 

NNTP-Posting-Host: 195.2.150.56 
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X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Javier Ventoso wrote in message <35EEE5FE.6372@mundivia.es>... 
>Nick Ferguson wrote: 

>> 

>> If you live in/nr Barcelona, they had EDGE in the big Virgin 
Megastore 

>> there when I was backpacking last summer! I'm sure it's the same in 
most 

>> big cities! 

>> 

>> Nick 

> 

>Yes!, you're right, I've got it. 


God, that makes me feel really weird inside! It's a small world, innit? 


Nick F 


—-MESSAGE FILE 3431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02140 


—-MESSAGE FILE 3432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002141 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: If the IRA stopped fighting, so can we! 
Date: Fri, 4 Sep 1998 01:02:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 233 

Message-ID: <6snapf$16j20@chuka.playstation.co.uk> 
References: <35eee3al1.5783979@news.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.56 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I never started. I wrote in as a reply to your message in which you 
>said I am easy to bug, and I wonder why you and everyone found it 
>offensive, it didn't contain anything offensive only the word bugger 
>which hardly is offensive. The mail I had to put up from you and your 
>supporters was what you call more than offensive don't you think? 


The word "bugger" is kinda offensive, actually - certainly in the 
context you used it. I mean, putting a subject line proclaiming 
(somewhat illiterately) that "DENNIS bugger" is, what? Meant to be 
friendly, or cheeky? Try using 'smileys' when you want to do something 
like that - but I think you weren't really trying to be funny, were you? 


>Here is a mail I had to put up with. I answerd to it for everyone to 
>read and be clear about. 


"Put up with"? Tanvir - that is so rich. The nonsensical crap you post 
on the newsgroups drives everyone nuts! 

>(This wasn't from you but you agreed to it), 

*Everyone* (almost) agrees with it. Mmmm, maybe there's a reason for 
that? 

>Yes I did post fo help on playing backups and I realise it was a 


>mistake ( why doesn't everyone forget that now?). 


Because posting about backups on an *official* SCE newsgroups smacks of 
one of two things - either immense stupidity or someone trying to be 
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"cool" by saying - hey! - outrageous things to get people's attention... 
I think people have let that slide - it's the more recent stuff that 
gets us annoyed. 


>b. Wants to put together an all girl programming group? 

>Not true, I aimed for anyone, but I didn't include the guys in the 
>advert as I thought it (so so so so) obvious. 

>Come on SILLY people! 


"SILLY" people? Wow, you're really ingratiating yourself to fellow 
Yarozers, aren't you? Anyway, your post was certainly extremely funny 
and for a while I was pretty convinced that "Tanvir Khan" was something 
somebody made up (maybe even DEnnis) to give everyone a laugh. But no - 
you really exist. Sad fact: hardly any girls own a Yaroze - if any - 
which is a reflection on the social culture that surrounds the game 
industry, not to mention the ailing-but-still-about British academic 
tradition of blokes doing the science stuff, and girlies doing English 


lit and history... (hey, wait a minute - "1" did English Lit!?!) 
>c. Claims to be God of the games software industry? 
> 


>NO NO NO, I didn't claim to be the KING of the games industry (where 
>did that come from?). 


ROTFLOL. Well, not really but by God you are Տօօօօօ... I don't know!?! 
Do you really not understand what your posts sound like? I'm sorry, but 
your posts *sound* like you think the sun shines out your ass and that 
even though you acknowledge people here are better coders than you, YOU 
are the guy who has what it takes to kick ass in the industry. Well, 
nobody likes a bullshitter - and Tanvir - you spout some amazing crap, 
you know? 


>I just hope to be the BEST in the future, which 
>still is my aim. 


And it's a good aim - I think that is everyone here's aim, so you should 
be getting on with people. As far as I can tell, there is no rivalry 
here really - some people are good at some stuff, others are better at 
other stuff. Personally, I could be a much better coder (well, I could 
be much better at everything but that deficiency leaps out at me now) 
but then I like to think that I'm coming along OK and my diary, and the 
member demos hub, are my little contributions to the NY community... 


>EMAG DESIGN is what I call my wannabe company which 

>only includes me at the moment. I didn't know it will disturb people. 
>I'm just a beguinner at coding, you guys are far ahead of me. Whats 
>the PROBLEM with that. 


Nowt wrong with that in itself - Mr Frosty has been brandishing his 
wares under the moniker "The Hex Heroes", which is his wannabe company 
(hey I tried to join but he wouldn't let me)! I'm a beginner (well, 
novice now I suppose) at coding too, but when I first joined the ngs I 
didn't post stuff like "Nick F's Game Design Co is the COOOLEST in the 
world and make the best games with me!". No - I lurked a bit - reading 
messages and getting on with C and stuff in my own time, posting or 
mailing people when I needed help. I started the Yaroze Diary actually 
before I got a NY, and since then I have had a lot of mail both from NY 
people saying how much they like it and from non-members wanting to 
learn more about games programming and asking how I'm getting on. Which 
is nice. I seem to remember starting a thread on "favourite games" - 
purely because I was getting fed up of not understanding half the posts 
here!!! But I didn't mouth off, and I didn't become annoying by posting 
the same message 3 times in different (irrelevant) groups and then 
ignore the replys. ie. I seem to remember sending you some advice about 
learning C, but a few days later you posted the same message that I 
replied to again!?!? I mean, WTF? 


>d. Wants to know how to do collision detection? 
> 


>Yes! 
>e. Wants to know how to do backgrounds? 
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>Yes! 


You know what? I wanted to learn how to do these things too only about 2 
months ago. You know what I did? I went online, searched the ngs, the 
member's site and even (gasp) some non-Yaroze sites and got the relevant 
info/ideas. Then I fucking sat and stared at them for many hours till 
they made sense. Oh yeah - looking at other people's source helps, too. 
Of course, if you don't know any C then that isn't much help... 


>EXCUSE ME !!! I wil NOT take abuse like THIS (I hope I don't have 
>explain why). 


Nobody likes to eat humble pie, and to be honest I think some people are 
being a little rough on you. But come on! Just stop with this attitude 
and admit a few things.... I mean, can you PLEASE just admit.. 


1) Your early posts sounded a wee bit arrogant (I'm being nice here) and 
were annoyingly vague and sounded a bit like someone who wanted other 
people to do the hard work for him. 


2) Your early posts were stuck all over the ngs with no regard for 
subject matter 


3) You have an AOL-ish habit of GOING INTO CAPS and over-using 
!!!lexclamation-marks!!! which is JuST tHE SoRt OF tHinG PeOple taKe THe 
PiSS OuT oF AfTEr BeING On-LinE FoR a FEW YeaRs... 


Just think for one moment: everyone else has taken issue with certain 
elements of your behaviour. To be fair, a few people also take issue 
with elements of DEnnis' behaviour which I have to say is justified to 
an extent - you're like kids goading each other on. But, at the end of 
the day, DEnnis is right - you really just need to start over. 


>PRAT ? (I think not). 


I'm not a prat, either but if I'd written what you've written in your 
mails I wouldn't be surprised if people thought I was one. I mean, you 
probably think I'm a prat for writing this, don't you? But if you want 
other people to NOT think you're a prat, don't write "I'm not a prat" - 
just don't behave like one... 


>I don't get it, I hardly write in much and still you guys formed a 
>silly character in your minds about me. I'm not like you think. OK. 
>I hope this clearifies things as I want to be a good member in 
>everyones books OK. 


Do you want to know my character portrayal that exists in my head about 
you? And I'm sure it's wrong (because everyone I meet in RL turns out to 
be different than I had imagined - I'm sure DEnnis is really a shy, 
bookish type) - but I imagine you to be a slightly spoiled 14-15 year 
old who got his NY due to pester power and flashing mommy and daddy a 
few pages of EDGE showing how good programmers salaries can get. Then, 
you get the thing and realise you just bought the World's Most Expensive 
Chipped Playstation and have to figure out how to use it. Sure, the guys 
at school think you're "da bomb" ("Tanvir has a Yazoo and he's gonna 
write Playstation games!!!!") but in your heart of hearts you're 
thinking. Whoah? What do I do now? So, you decide to project a confident 
front on the scene and come up with the intriguing idea of an all-gal NY 
team (hey - we'd all love that!) and post asking for some help. After 
all - what could be better than being the designer and getting all 
us/them programmer types to do all the dirty (read: hard) work..? You 
come up with an idea, they do it. And you get a game made! 

NERRRRR! Wrong answer! I know - I'm probably way out (Tanvir is 
married with 2 kids and lives in Stevenage, I just know it) but that is 
the impression I get from your mails. Just, tone it *down* a little. And 
realise that the only way you are going to get any games made is by 
knuckling down to some hard work (because , you know, it *is* work) by 
learning C and cracking on with the demos and examples and tutorials and 
stuff. You're really lucky - George Bain's NY tutorial stuff is really, 
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really crackingly helpful and I wish I'd had it when I was just starting 
out. Hey - it's still useful to me - but I've found my learning curve 
(so far) has been exponential. Jesus, just looking at the amateur wars 
source makes me wanna puke. 


>I am willing to comprimiseand I want COMPRIMISING replies from you 
>DEniss and everyone else as well. So no more HATE MAIL. 
OK - here's my compromise. I will not write or say or think any more bad 


things about you IF you stop posting stuff that says/ indicates/ hints/ 
suggests you have the slightest clue about what makes a great game. I 
don't care, frankly. As I'm finding out, you can have the world's 
greatest idea on paper and just *completely* arse it up. And, as Brian 
Baird so helpfully pointed out, there are no jobs for "game designers" 
as such - sure as hell not at entry level, anyway. You are going to have 
to get good at something vaguely technical - preferably involving some 
programming - to make any positive impact on the NY scene. So, you want 
to be the greatest game designer/programmer huh? Well so do I and if you 
don't mind me saying it I'm way ahead of you - I am getting a grip on C, 
I have written 1 hemi-demi-semi decent 'game' and I don't have any 
illusions that I am not definitely in the bottom 5% of NY members 
ability-wise. So here's my personal challenge - in 6 months, can you 
learn C and churn out a first effort at a game? Ideally, one that kicks 
Mud N Blood's ass into orbit (shouldn't be hard)..? If you do that, then 
I will stop imagining you to be some whiny teen and give you some proper 
respect. Till then, I'll be polite and stick up for you - to the extent 
that I'm asking DEnnis (I know you're reading this D - and probably 
loving it) to lay off you too, and everyone else on the group. C'mon 
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-—-MESSAGE FILE 3432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02141 


—-MESSAGE FILE 3433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002142 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: To Tanvir and everyone 

Date: Fri, 04 Sep 1998 01:06:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <35EF2F19.58C6é@manc.u-net.com> 
-133.al.nl> <6smr1i$16j18@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


That's one mammoth sentence Paul, I almost passed out reading it! 
But a good point all the same :-) 


Yes indeed Tanvir I think you'll find people just lost patience 

with you -- partly for repeating the same post days after people 
already answered it for you (what Paul said) - they don't want thanks 
(especially not Ng replies saying just "Thanks" arrg!) but at least 
READ THEM; and partly for sounding amusingly arrogant about your 
one-man band! 


You ask questions that are so vague or general they can't possibly be 
answered anyway -- so look at all the demo files on SCEEs site, 

read George's new tutorials and do a bit of 'leg work" yourself. 

Just like we all did when we first got here. 


But let's all put it down to experience folks though, eh? ;) 
(not wanting to sound too patronisingly teacher-like) 


Jim (Who clearly must be one of those imbiciles who has to move their 
mouth and softly whisper when they read ;) 


References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.lhfuxlolwuztxpN@al-88 


Net Yaroze newsgroups message dump.txt Page 2178 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02142 


—-MESSAGE FILE 3434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002143 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If Frank Bruno stopped fighting, so can we! 

Date: Fri, 04 Sep 1998 01:44:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35EF37F4.166E@manc.u-net.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 

>3) [Tanvir,] you have an AOL-ish habit of GOING INTO CAPS and over- 
>using !!!!exclamation-marks!!! which is JuST tHE SoRt OF tHinG PeOple 
>taKe THe PiSS OuT oF AfTEr BeING On-LinE FoR a FEW YeaRs... 


I'm probably being really dumb and naive in the ways of the "Leccy 
Abacus" (er, I mean computer) but I don't get this AOL thing. I see 
messages from people saying stuff like "mmm he must be an AOL member.." 
I JUST DON'T GET IT! Oh yeah the caps thing, right ;) But what's the 
full story? (morning glory etc.) AOL is an ISP isn't it? 


Jim "To start press any key. Where's the 'any' key?" 
(A Simpsons gag there, obviously) 


PS. ՒՒՒԷՒԻԷՒԼԷԻԷՒԷՒԷԷՒՒՒԼՒԼՒԷՒՒՒՒԼԷՒԷՒԼԷԷՒԷԼՒԷՒԼԷՒՒԼԷՒԷՒԼԷ ԷՒԼԷՒՒՒԼ ԷԷ ՒԼ Ւ Ւ Ւ Լլ 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02143 


—-MESSAGE FILE 3435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002144 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Fri, 04 Sep 1998 03:14:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35EF4CF7.6268@manc.u-net.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.lhfuxlolwuztxpN@al1-88 
-133.al.nl1> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> Not much places to hide in that big empty space 
> in your head. (sorry for being offensive) 
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A classic! 


I vote it as one of DEnnis' All Time Great quotes! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02144 


—-MESSAGE FILE 3436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0002145 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 04 Sep 1998 14:58:10 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Sender: thutton@TECH10 

Message-ID: <uzpcgcw4d.fsf@cybec.com.au> 

References: <35EB7D9F.7D37@mundivia.es> 
<slrn6éuphpl1.i71.tjs@longford.cs.monash.edu.au> <35ED8DB0.51A3@writeme.com> 
<slrn6éurm4t .k6d.tjs@longford.cs.monash.edu.au> 
<uvhné6édnhz.fsf@cybec.com.au> 
<slrn6urtrh.ou5.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 


On 03 Sep 1998 10:54:32 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>tjs@cs.monash.edu.au (Toby Sargeant) writes: 

>I know of at least 5 Australian members (including myself), 4 in 
>Melbourne and 1 in Sydney. There must be more though. 


VV VV V V V 


Really? Apart from you, I haven't spoken to any Melbourne based Yaroze members. 


I had an email from a guy called Yan Kit James Fu who's at Deakin and 
is trying to hook his Yaroze up to an O2! Also, there's a friend of a 
friend, Simon Bullen, I met briefly last year who works and lives 
around St. Kilda. 1 live in Prahran now, and you're in Ormond? Plus 
the guy in Sydney is called Regan Russell who registered his page a 
while ago. 


>I work full time as a software developer now and will be thinking 
>about moving on to a new job in a year or so. I know there aren't 
>many game developers in Australia and they tend to keep a low profile 
>(except for Beam/Melbourne House) but I think it will be possible to 
>get a non-PC games programming job when I want to, locally. 


Yep; Beam are about the only largish games company in Melbourne. Up until 
recently, however, they had a pretty low profile, and reports from people 
who've worked there suggest that they treat their employees badly. 


VVVVVVVVVV 


Recently a guy left us here and went to Beam. He wasn't a 
particularly good programmer (we spent weeks going over his code 
fixing it up after he left) and now he's a project manager at Beam. 
That's one reason why I wouldn't want to work there; I haven't heard 
anything about poor treatment... 


>I don't know, I think there's plenty of opportunity wherever you look 
>(here or O.S.) if you obviously have talent. 


Agreed. I could get a good job in Melbourne, but the liklihood is that it would 
be doing something other than games programming. This, coupled with the fact 


V V V V V V 
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that England seems to produce many more quality games than Australia does, and 
the fact that I have a desire to travel anyway leads me to the conclusion that 
my plan is not a bad one. Ideally I'd like to start up my own company, but I 
acknowledge that that's a really difficult thing to do, and that, given my 
lack of business accumen, I'd be likely to go under really quickly. 


VVVVYV 


It's surprising to discover sometimes who actually does the work on 


titles - you hear more about publishers rather than developers, but 
you're right. If you wanted to go England anyway then you'd be able 
to find a job over there just as easily or easier than here. I don't 


know how visas work these days in England. I think it used to be a 
bit easier. 


Hell, I was thinking of moving over there in a year or so with my 
girlfriend. But then we broke up, ha. Maybe I still will. 


Toby. 
—-MESSAGE FILE 3436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02145 


—-MESSAGE FILE 3437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002146 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: 4 Sep 1998 05:52:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <slrn6uv0co.t19.tjs@longford.cs.monash.edu.au> 

References: <35EB7D9F.7D37@mundivia.es> <slrn6uphpl.i71.tjs@longford.cs.monash.edu.a 
u> <35ED8DB0.51A3@writeme.com> <slrn6urm4t.k6d.tjs@longford.cs.monash.edu.au> Հսմհոծ 
dnhz.fsf@cybec.com.au> <slrn6urtrh.ou5.tjs@longford.cs.monash.edu.au> <uzpcgcw4d.fsf 
@cybec.com.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On 04 Sep 1998 14:58:10 +1000, Toby Hutton <thutton@cybec.com.au> wrote: 
>tjs@cs.monash.edu.au (Toby Sargeant) writes: 

>I had an email from a guy called Yan Kit James Fu who's at Deakin and 
>is trying to hook his Yaroze սք to an 02! Also, there's a friend of a 


Good, if you can get one... 


>friend, Simon Bullen, I met briefly last year who works and lives 
>around St. Kilda. 1 live in Prahran now, and you're in Ormond? Plus 
>the guy in Sydney is called Regan Russell who registered his page a 
>while ago. 


I'm not in Ormond any more... Selby now. 


>It's surprising to discover sometimes who actually does the work on 


>titles - you hear more about publishers rather than developers, but 
>you're right. If you wanted to go England anyway then you'd be able 
>to find a job over there just as easily or easier than here. I don't 


>know how visas work these days in England. I think it used to be a 
>bit easier. 


Yeah, I'd noticed that. More and more games seem to be developed by 'small' 
companies and then published by other larger ones. Almost sounds like 
outsourcing's hit the games industry too. 


The rules make it reasonably easy for people >27 years old, I believe. 
I was actually born in England while my mother was teaching over there, 
so AFAIK, I'm eligible for a UK'n passport, which should mean no problems. 


Toby. 
—-MESSAGE FILE 3437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02146 


—-MESSAGE FILE 3438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002147 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Fri, 4 Sep 1998 10:17:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6sobgk$6661@chuka.playstation.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> <6smjhe$164314@chuka.playstation.c 
o.uk> <ldesru8.cm0y7dun732N@al—-88-133.al.nl> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>And where do you stay John? 
>DEnnis.. 


well, due to the late arrival of my pass i have not had time to plan 


this. I think I shall come down on Sunday morning (nice and early!) go to 
the show and then try and find my self a hotel to stay in for the next 2/3 
nights..... shouldn't be too hard, the only problem will be the cost!! 


I really want to be able to go to all 3 days so if i can't find any 
where to stay I will have to keep driving up and down from the midlands 


every day!....I think it ill be worth it! 
See you soon, 
John 


—-MESSAGE FILE 3438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02147 


—-MESSAGE FILE 3439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002148 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To Tanvir and everyone 

Date: Fri, 4 Sep 1998 11:36:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6sofsp$6662@chuka.playstation.co.uk> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.al.nl> <6smr1i$16j18@chuka.playstation.co.uk> <35EF2F19.58C6@manc.u-net.com> 
NNTP-Posting-Host: client82ad.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


James Shaughnessy wrote in message 
>That's one mammoth sentence Paul, I almost passed out reading it! 
>But a good point all the same :-) 


Sorry for the mammoth sentence, it was late and I wasn't really 
concentrating, I had already done a load of e-mails, and you make a good 
point about his posts being too vague, and that he should try and do some 
leg work himself, now I'm all for helping members out but I would expect the 
member to at least try and do some things for themselves. 


Paul 


—-MESSAGE FILE 3439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02148 


—-MESSAGE FILE 3440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002149 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 


Net Yaroze newsgroups message dump.txt Page 2182 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If Frank Bruno stopped fighting, so can we! 
Date: Fri, 04 Sep 1998 07:16:01 -0400 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <35EFCBF1.241FFB16@bigfoot.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> <35EF37F4.166E@manc.u-net.com> 
NNTP-Posting-Host: 144.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


mes Shaughnessy wrote: 


Ja 
> 
> Nick Ferguson wrote: 

> >3) [Tanvir,] you have an AOL-ish habit of GOING INTO CAPS and over- 

> >using !!!!exclamation-marks!!! which is JuST tHE SoRt OF tHinG PeOple 
> >taKe THe PiSS OuT oF AfTEr BeING On-LinE FoR a FEW YeaRs... 

> 

> 

> 

> 

> 


I'm probably being really dumb and naive in the ways of the "Leccy 
Abacus" (er, I mean computer) but I don't get this AOL thing. I see 
messages from people saying stuff like "mmm he must be an AOL member..." 
I JUST DON'T GET IT! Oh yeah the caps thing, right ;) 


Heh, don't worry man. All caps is acceptable when you use it correctly. 
You aren't an aoler. :) 


> But what's the 


> full story? (morning glory etc.) AOL is an ISP isn't it? 
Well... Yes and No. AOL is an online service that stands for "America 
OnLine". It's different than an ISP because you need to have an AOL 


client program to use it. From AOL you can get news, stock quotes, etc. 
without really getting on the internet. In fact, AOL didn't originally 
give access to the internet. AOL is not a true ISP. Internet access was 
sketchily added to the client which gives marginal performance to 
winsock programs. 


The slight malice towards AOLers has to do with a stereotypical attitude 
of the typical AOLer. Most people think of AOLers as non-technical 
people who just want to easily get on the internet, 25 and up. Also, 
another typical AOLer is the young teenager who knows absolutely nothing 
about netiquite or proper self expression. I MEAN, THIS HAPPENS ALOT. 
ANNOYING ISN'T IT? sO dOES tHIS bECAUSE wHEN tHEY tYPE, tHEY 100K aT tHE 
KEYBOARD aND nOT tHE SCREEN wHEN tHEY cCHAT. 


The AOL Stereotype is something that you want to avoid... At all costs. 


"Darco 
-—-MESSAGE FILE 3440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02149 


-—-MESSAGE FILE 3441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002150 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Fri, 04 Sep 1998 13:01:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <35EFD687.7ED0@england. com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3DA1.63A8@england.com> <35ED 
8EFA.43D5@writeme.com> <35EE5693.13B3@england.com> <35EEA293.557D@writeme.com> <ldes 
mtk.ah8sduplph4gN@al1-88-133.al.nl> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt 


X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 


> 

> James Rutherford <hexheroes@writeme.com> wrote: 

> 

> > > BIW. DEnnis; if you're taking bets, I'll have 50 on James to win. 
>> 

> > I'll take 50 on James diving behind the nearest Playstation Pod until 
> > security arrives. 

> 

> I should have SCEE on my side, since I'm an offical member. If the 

> Bond-bloke twice my size, I'll just let R Swan loose on him.. (he 3 

> times my size).. 

> 

> DEnnis.. 


That was me referring to James R, and James R referring to himself in 
third person (I think..). Not that any of us are the violent type of 
course =). 


Does this mean you won't be taking bets? 
Rob. 


(will settle for getting a couple of pints, a kebab, and violently sick 
in the car park instead) 


Page 2183 


—-MESSAGE FILE 3441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02150 


—-MESSAGE FILE 3442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002151 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If Frank Bruno stopped fighting, so can we! 
Date: Fri, 04 Sep 1998 13:09:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35EFD87F.5D0@saqnet.co.uk> 


References: <35eee3a1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 


n.co.uk> <35EF37F4.166E@manc.u-net.com> <35EFCBF1.241FFB16@bigfoot.com> 
NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> The AOL Stereotype is something that you want to avoid... At all costs. 


Want to avoid perpetuating it, or avoid meeting it? Or both? Actually, 
when I use the term AOLer I don't actually mean people who use AOL - I'm 
just using it as an all-purpose term of abuse for people with no concept 
of netiquette (as you described). Sorry to any AOLers out there! 


Don't worry Jim - you're no AOLer. Just a pervert.... չ-) 
Nick F 
PS IT *is* a stereotype, but there is a kernel of truth there - and 


these people do exist, trust me. Esp. on IRC... 


—-MESSAGE FILE 3442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02151 


—-MESSAGE FILE 3443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002152 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Question for the C experts 
Date: Fri, 04 Sep 1998 13:30:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 52 

Message-ID: <35EFDD7D. 6A5038F6@easynet.co.uk> 
References: <35EEB905. 940C6E98@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 


In my days of 68000 programming, I used to make tables of sub-routine 
addresses so I could jump to them using an index - a bit like the old 
ON..GOSUB.. in BASIC. 


I'm now using: 


switch(f) { 
case 0: 
function0o(); 
break; 
case 1: 
functionl (); 
break; 


Etc... CEC: 


} 


which is not very efficient, especially if there are >20 functions. 


Is there any way I can hold a table of pointers to the functions and 
call them using an index? If so, could someone give me an example of 
the declarations required, and the call itself. 


Thanx. 


VVVVVVVVVVNVVVV VV VV VV VV VV VV 


Herbs 


Blimey! Here's a question I can answer! Tho' I dare say you've had a few 
better replies by now. 

For a simple group of functions that take no arguments and return no 
value, you set up an array of pointers to functions: 


void (*menu[NUM_MENUS]) (void) = {menul, menu2, menu3...} // up to 
NUM MENUS 


then you call your selected function by doing: 
(*menu[i]) (); 


This will call the i-th function in the array. 


Cheers 


Phil 


--MESSAGE FILE 3443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02152 


—-MESSAGE FILE 3444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002153 

Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Official ECTS-goer list... 
Date: Fri, 4 Sep 1998 17:53:06 +0200 
Organization: Debri Productions 
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Lines: 24 

Message-ID: <ldeuc5So.let8qaylahcou8N@al-88-126.al1l.nl> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6smjhe$16414@chuka.playstation.c 
o.uk> <ldesru8.cm0y7dun732N@al—88-133.al.nl> <6sobgk$6661@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


John Whitmore <john@jwhit.demon.co.uk> wrote: 


>And where do you stay John? 
>DEnnis.. 


well, due to the late arrival of my pass i have not had time to plan 
this. I think I shall come down on Sunday morning (nice and early!) go to 
the show and then try and find my self a hotel to stay in for the next 2/3 
nights..... shouldn't be too hard, the only problem will be the cost!! 

I really want to be able to go to all 3 days so if i can't find any 
where to stay I will have to keep driving up and down from the midlands 
every day!....I think it ill be worth it! 

See you soon, 

John 


VVVVVVVVVVV VV 


Paul Bircham canselled his reservation to go with us in 1 room. Please 
join us! Ask Paul to arrange it. He has all the info. He's a great 
chap!! 


Please join us! 


DEnnis.. 
—-MESSAGE FILE 3444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02153 


—-MESSAGE FILE 3445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002154 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If the IRA stopped fighting, so can we! 

Date: Fri, 4 Sep 1998 17:53:09 +0200 

Organization: Debri Productions 

Lines: 164 

Message-ID: <ldeudi8.186lefe5zysu8N@al-—88-126.al.nl1> 

References: <35eee3al.5783979@news.playstation.co.uk> <é6snapf$16j20@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


"SILLY" people? Wow, you're really ingratiating yourself to fellow 
Yarozers, aren't you? Anyway, your post was certainly extremely funny 
and for a while I was pretty convinced that "Tanvir Khan" was something 
somebody made up (maybe even DEnnis) to give everyone a laugh. 


V V V V 


Even I would not take that risk. 


> But no - 

> you really exist. Sad fact: hardly any girls own a Yaroze - if any - 

> which is a reflection on the social culture that surrounds the game 

> industry, not to mention the ailing-but-still-about British academic 

> tradition of blokes doing the science stuff, and girlies doing English 
> lit and history... (hey, wait a minute - *I* did English Lit!?!) 


If you want girls, try the school for fashion and clothing, like I 
did... Great girls! Just my Girl was not much charmed of it. 


> ROTFLOL. Well, not really but by God you are sooooo... I don't know!?! 
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Do you really not understand what your posts sound like? I'm sorry, but 
your posts *sound* like you think the sun shines out your ass and that 
even though you acknowledge people here are better coders than you, YOU 
are the guy who has what it takes to kick ass in the industry. 


V V V V 


Yes, "Sun shines out your ass"! Just don't make it thunder over there.. 
And what do you mean with "YOU are the guy who has what it takes to kick 
ass in the industry"???? A bad attitude? 


> >I just hope to be the BEST in the future, which 
> >still is my aim. 


Well you had about the worst start I could have imagined.. 


>EMAG DESIGN is what I call my wannabe company which 

>only includes me at the moment. I didn't know it will disturb people. 
>I'm just a beguinner at coding, you guys are far ahead of me. Whats 
>the PROBLEM with that. 


V V V V 


One of the things that makes the european NY scene so great is that we 
all have similar intrests and aims. So your not special or so, we are 
all the same... All wannebe gamebuilders. 


> Nobody likes to eat humble pie, and to be honest I think some people are 
> being a little rough on you. But come on! Just stop with this attitude 
> and admit a few things.... I mean, can you PLEASE just admit.. 


Hey Nick, are you starting to beg to this Dbloke? And we a little hard on 
him? What did he expect? 


Just think for one moment: everyone else has taken issue with certain 
elements of your behaviour. To be fair, a few people also take issue 
with elements of DEnnis' behaviour which I have to say is justified to 
an extent - you're like kids goading each other on. But, at the end of 
the day, DEnnis is right - you really just need to start over. 


VV V V V 


Believe me, I didn't start it but I did stop one time and I offered to 
stop again. But he's just begging for it. And what did you expect from 
me Nick? I had never bad intentions. He did a lot of work to get me this 
far. 


> But if you want 
> other people to NOT think you're a prat, don't write "I'm not a prat" - 
> just don't behave like one... 


Magic words... 


Do you want to know my character portrayal that exists in my head about 
you? And I'm sure it's wrong (because everyone I meet in RL turns out to 
be different than I had imagined - I'm sure DEnnis is really a shy, 
bookish type) 


VVVVV 


HAHAHAHAHAHAHHAHAHAH you'll be disapointed HAHAHAHAHAH, Me Shy?!?!? 
HEHEHEHEHEHEHEH NOT!! 


- but I imagine you to be a slightly spoiled 14-15 year 

old who got his NY due to pester power and flashing mommy and daddy a 
few pages of EDGE showing how good programmers salaries can get. Then, 
you get the thing and realise you just bought the World's Most Expensive 
Chipped Playstation and have to figure out how to use it. Sure, the guys 
at school think you're "da bomb" ("Tanvir has a Yazoo and he's gonna 
write Playstation games!!!!") but in your heart of hearts you're 
thinking. Whoah? What do I do now? So, you decide to project a confident 
front on the scene and come up with the intriguing idea of an all-gal NY 


VVVVVVV VV 
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team (hey - we'd all love that!) and post asking for some help. After 
all - what could be better than being the designer and getting all 
us/them programmer types to do all the dirty (read: hard) work..? You 
come up with an idea, they do it. And you get a game made! 

NERRRRR! Wrong answer! I know - I'm probably way out (Tanvir is 
married with 2 kids and lives in Stevenage, I just know it) but that is 
the impression I get from your mails. Just, tone it *down* a little. And 
realise that the only way you are going to get any games made is by 
knuckling down to some hard work (because , you know, it *is* work) by 
learning C and cracking on with the demos and examples and tutorials and 
stuff. You're really lucky - George Bain's NY tutorial stuff is really, 
really crackingly helpful and I wish I'd had it when I was just starting 
out. Hey - it's still useful to me - but I've found my learning curve 
(so far) has been exponential. Jesus, just looking at the amateur wars 
source makes me wanna puke. 


VVVVVVVVVVV VV VV 


Great text again Nick! I'll recoment you to EDGE at the ECTS!!! 

To cut the crap one last time, what about a profile for my profile-list 
Khan? So we all get a bit of a grip on who you realy are.. 

I think this is a nice gesture from my side.. 


A question: what the hell is a prat? A spolied prat is like a spoiled 
little boy?? I do know what a prick is. 


>I am willing to comprimiseand I want COMPRIMISING replies from you 
>DEniss and everyone else as well. So no more HATE MAIL. 


OK - here's my compromise. I will not write or say or think any more bad 
things about you IF you stop posting stuff that says/ indicates/ hints/ 
suggests you have the slightest clue about what makes a great game. I 
don't care, frankly. As I'm finding out, you can have the world's 
greatest idea on paper and just *completely* arse it up. And, as Brian 
Baird so helpfully pointed out, there are no jobs for "game designers" 
as such - sure as hell not at entry level, anyway. You are going to have 
to get good at something vaguely technical - preferably involving some 
programming - to make any positive impact on the NY scene. So, you want 
to be the greatest game designer/programmer huh? Well so do I and if you 
don't mind me saying it I'm way ahead of you - I am getting a grip on C, 
I have written 1 hemi-demi-semi decent 'game' and I don't have any 
illusions that I am not definitely in the bottom 5% of NY members 
ability-wise. So here's my personal challenge - in 6 months, can you 
learn C and churn out a first effort at a game? Ideally, one that kicks 
Mud N Blood's ass into orbit (shouldn't be hard)..? If you do that, then 
I will stop imagining you to be some whiny teen and give you some proper 
respect. Till then, I'll be polite and stick up for you - to the extent 
that I'm asking DEnnis (I know you're reading this D - and probably 
loving it) 


VVVVVVVVVVVVVV VV VV VV VV VV 


Your dam right I love it!! 


> to lay off you too, and everyone else on the group. C'mon 
—-MESSAGE FILE 3445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02154 


-—-MESSAGE FILE 3446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002155 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anorak Outing 

Date: Fri, 04 Sep 1998 17:43:31 +0100 

Organization: The Hex Heroes 

Lines: 20 

Message-ID: <35F018B3.7B06@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> <35EEA1F4.45CD@writeme.com> <35EEA45F.64BC@engla 
nd.com> <35EEA5DC.7205@writeme.com> <35EECBC9.17C9@england.com> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Ryan wrote: 
> Is anybody up for a saunter down there on Saturday? 


> 
> 
> I'm off up there anyway, so I don't mind tagging along. Anyone else 

> want to sign up? 

DF gore ME) 

> Probably best to meet up at Oxford Circus (sort of central, and easy 
> to find). If anyone can suggest a better meeting place, a suitable 

> meeting time, or where I can go shove all this retro stuff; then that 
> would be nice =). 

This is (probably) my last check of the newsgroups before ECTS, so I'll 
say I'll be at Oxford Circus (sort of large and hard to find people 
at???) at 2pm on Saturday. If anyone can make it to join me for then 
then that'd be fab, otherwise I'll use my ingenuity in getting lost 
around London. I'll be the nervous looking one with the big camo-green 
rucksac. 


James. 
—-MESSAGE FILE 3446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02155 


—-MESSAGE FILE 3447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002156 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anorak Outing 

Date: Fri, 04 Sep 1998 17:58:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35F01C22.1E70@england. com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> <35EEA1F4.45CD@writeme.com> <35EEA45F.64BC@engla 
nd.com> <35EEA5DC.7205@writeme.com> <35EECBC9.17C9@england.com> <35F018B3.7B06@write 
me .com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 
Robert Ryan wrote: 
> Is anybody up for a saunter down there on Saturday? 


I'm off up there anyway, so I don't mind tagging along. Anyone else 
want to sign up? 

Հանա ԻՍ 

Probably best to meet up at Oxford Circus (sort of central, and easy 
to find). If anyone can suggest a better meeting place, a suitable 
meeting time, or where I can go shove all this retro stuff; then that 
would be nice =). 


VVVVVVVV V 


This is (probably) my last check of the newsgroups before ECTS, so I'll 
say I'll be at Oxford Circus (sort of large and hard to find people 
at???) at 2pm on Saturday. If anyone can make it to join me for then 
then that'd be fab, otherwise I'll use my ingenuity in getting lost 
around London. I'll be the nervous looking one with the big camo-green 
rucksac. 


VVVVVVVVVVVVVVV VV VV VV 


James. 


This is my last check of the groups as well. I'm off home in a bit, and 
I haven't paid my dial-up bills lately. 
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I'm on my way south of the river on Saturday (on serious drin.. I mean 
"business'), so I was planning to stop off there about two-ish as well. 
I'll be the one in the scruffy checked shirt and Jack Daniels T-shirt 
(trying to bum change off passers by). Probably easier to find people 
hanging round the big red sign that says ‘Oxford Circus'. I'll probably 
have a black jacket on and be carrying a 'Head' rucksack. 


Rob. 
—-MESSAGE FILE 3447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02156 


—-MESSAGE FILE 3448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002157 

Path: chuka.playstation.co.uk!news 

From: "Paul Bircham" <yaroze@doodlek.globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If the IRA stopped fighting, so can we! 

Date: Fri, 4 Sep 1998 18:12:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6sp72v$6663@chuka.playstation.co.uk> 

References: <35eee3al1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> <ldeudi8.186lefe5zysu8N@al-—88-126.al.nl> 

NNTP-Posting-Host: client837e.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Nick Ferguson <nickf@saqnet.co.uk> wrote: 

>> Do you want to know my character portrayal that exists in my head about 
>> you? And I'm sure it's wrong (because everyone I meet in RL turns out to 
>> be different than I had imagined - I'm sure DEnnis is really a shy, 

>> bookish type) 


Trust me, DEnnis isn't shy. 


I'm happy to have DEnnis as a friend, and if you meet DEnnis in RL he's easy 
to get on with, BUT DEnnis is by no means shy! 


Paul 


—-MESSAGE FILE 3448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
O2157 


—-MESSAGE FILE 3449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002158 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If the IRA stopped fighting, so can we! 

Date: Fri, 04 Sep 1998 18:19:30 +0100 

Organization: The Hex Heroes 

Lines: 21 

Message-ID: <35F02122.2C5C@writeme.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> <ldeudi8.186lefe5zysu8N@al-88-126.al.nl> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Right, let's keep the peace guys - 


How about this little deal: 


DEnnis, stop stirring the pot - okay, I know (we all know) how unkeen 
you are on Tanvir. He's lost all of your respect - granted. 
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Don't reply to his newsgroup posts if they irritate you, I figure 
they'll irritate everyone else just the same and 'stooping' to the same 
level isn't the way forward (it's just a cute way of clogging the 
newsgroups). 


Tanvir, please take some of Nick's (albiet lengthy) advice - read it 
again from 1/4 of the way down if you want to avoid Nick's contribution 
to the pot stirring ;0). Be very careful about how you present yourself 
to everybody - it's quite obvious that several people have rightly or 
wrongly (fingers away from that post button, DEnnis!) got the hump - 
which rightly or wrongly leaves you with ground to cover. Put your back 
into crafting some shiny C (anyone can do it, but it /does/ take work) 
and make sure the next NG post you make is well considered. 


James (~mrfrosty). 
—-MESSAGE FILE 3449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02158 


-—-MESSAGE FILE 3450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002159 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Fri, 04 Sep 1998 18:25:19 +0100 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35F0227F.66FB@writeme.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.lhfuxlolwuztxpN@al1-88 
-133.al.nl1> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> աւն 
> There is no problem with help, that is what the project is ment to be. 
> It's just your altitude! 


Sorry about this DEnnis - 


I think it's very rude to take the mick out of people's 
spelling/translation mistakes (especially since my Dutch isn't quite the 
B's knees yet), but this one's a gem! 


(Tanvir Kahn, stilt-wearer? hmmm...) 


James. 
-—-MESSAGE FILE 3450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02159 


—-MESSAGE FILE 3451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002160 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Fri, 04 Sep 1998 18:29:39 +0100 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <35F02383.602C@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> 
NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 
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James Rutherford wrote: 


> I'm really looking forward to seeing the bright lights and gilted 
> streets of London... 


Scrub that - I've just recieved my ECTS pack and my breath is now baited 
for 'Oscar dives into a lake', apparently the headlining act. 


Crimony. 


James. 
—-MESSAGE FILE 3451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02160 


—-MESSAGE FILE 3452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002161 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anorak Outing 

Date: Fri, 04 Sep 1998 18:31:02 +0100 

Organization: The Hex Heroes 

Lines: 5 

Message-ID: <35F023D6.7A9C@writeme.com> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED900B.6762@writeme.com> <35ED 
A416.3F55600A@nospam.easynet.co.uk> <35EEA1F4.45CD@writeme.com> <35EEA45F.64BC@engla 
nd.com> <35EEA5DC.7205@writeme.com> <35EECBC9.17C9@england.com> <35F018B3.7B06@write 
me.com> <35F01C22.1E70@england. com> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


If anyone else is up for it, be there at 2pm sharpish on Saturday. 
S'gonna be my gaming Mecca! 


James. 
—-MESSAGE FILE 3452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02161 


—-MESSAGE FILE 3453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002162 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Fri, 04 Sep 1998 18:46:42 +0100 

Organization: The Hex Heroes 

Lines: 7 

Message-ID: <35F02782.55B0@writeme.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.lhfuxlolwuztxpN@al1-88 
-133.81.ոլ» <35F0227F.66FB@writeme.com> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


James Rutherford wrote: 

> (Tanvir Kahn, stilt-wearer? hmmm...) 

(or should that have been Khan?? - oh the irony!) 
James. 


—-MESSAGE FILE 3453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02162 


Net Yaroze newsgroups message dump.txt Page 2192 


—-MESSAGE FILE 3454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002163 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If the IRA stopped fighting, so can we! 

Date: Fri, 4 Sep 1998 18:49:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6sp9b0S6664@chuka.playstation.co.uk> 

References: <35eee3al1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: 1d29-026.lon.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <6snapf$16j20@chuka.playstation.co.uk>... 
> > your posts *sound* like you think the sun shines out your ass 


hmmm a golden Ass, I don't think he ever said anything about 
owning one of these, Donkey maybe, but not an Ass, 


Anyway, lets cut this guy some slack, he'll come round eventually... 


Nick S 


—-MESSAGE FILE 3454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02163 


—-MESSAGE FILE 3455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002164 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: I'm Back 

Date: Fri, 04 Sep 1998 18:55:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35f0376d.7510773@news.playstation.co.uk> 
NNTP-Posting-Host: 195.171.225.121 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi DEniss and everyone, 


I would just like to say that I think we should forget the past and I 
will make a fresh start. So is it ok for all of us to be friendly? 


Thanks Nick Ferguson for your post, by the way I am 19 years old and 
haven' t achieved any form of education. I didn't take my GCSEs due to 
some crisis. 

I dont want to move back to the past, I want to move forward and work 
together. 

If thats ok? 

When does ECTS start? As I may attend to meet DEnnis and everyone. 


How old are you guys anyway? 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


—-MESSAGE FILE 3455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02164 
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—-MESSAGE FILE 3456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002165 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Fri, 04 Sep 1998 19:05:48 +0100 

Organization: The Hex Heroes 

Lines: 22 

Message-ID: <35F02BFC.4FFA@writeme.com> 

References: <35f0376d.7510773@news.playstation.co.uk> 
NNTP-Posting-Host: at15-013.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Khan wrote: 
Hi DEniss and everyone, 


I would just like to say that I think we should forget the past and I 
will make a fresh start. So is it ok for all of us to be friendly? 


V V V V 


Magic, just like the end of a care-bears movie ;o) 
(just a tip, DEnnis has two n's one Տ - just so you know) 


> When does ECTS start? As I may attend to meet DEnnis and everyone. 


Erm, you'll have to be sharpish - it starts on Sunday (you'll be able to 
get in provided you have a preregistration form... you have got one, 
haven't you...) 


> How old are you guys anyway? 

Young enough that my joints still work, but not old enough to know 
better... (check out the profiles Newsgroup for info on people - and 
dare I say, DEnnis' memberlist). 


James. 
—-MESSAGE FILE 3456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02165 


--MESSAGE FILE 3457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002166 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If Frank Bruno stopped fighting, so can we! 

Date: Fri, 4 Sep 1998 13:24:13 -0400 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <6sp77eS7er4@scea> 

References: <35eee3a1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> <35EF37F4.166E@manc.u-net.com> 

NNTP-Posting-Host: sud-tcsl-port41.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Aren't you Europeans suppose to be proud of your former England born 
Heavyweight champion??? 


—-MESSAGE FILE 3457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02166 


—-MESSAGE FILE 3458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002167 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More ECTS intrigue! 

Date: Fri, 4 Sep 1998 13:31:06 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6sp7kd$7er5@scea> 

References: <6s8tmg$ckr27@chuka.playstation.co.uk> <35EBE31B.996@writeme.com> <6skci 
u$163j12@chuka.playstation.co.uk> 

NNTP-Posting-Host: sud-tcsl-port41.vianet.on.ca 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I kinda know this guy who's got crates of them.... we'll I don't actually 
know him but I'm sure he's on the internet... 


www.Idon'tactuallywanttopayformygamesbecausedeveloppersdon'tdeserveanymoney. 
com 


Yeah , that's it ... I think... 


Nick Ferguson wrote in message <6skciu$16j12@chuka.playstation.co.uk>... 
>James Rutherford wrote in message <35EBE31B.996@writeme.com>... 

>>I've scooped it! 

>>It's the new special edition creamy-grey coloured yaroze - doesn't THAT 
>>get you salivating, eh? 

> 

> 

>I've got a grey Yaroze - it's called a chipped PS. 

> 

>Ooops. Maybe I shouldn't have said that.... 

> 

>Nick F 

> 

> 


—-MESSAGE FILE 3458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02167 


—-MESSAGE FILE 3459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002168 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Total Soccer - the first classic Yaroze game? 

Date: Fri, 04 Sep 1998 20:36:36 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 10 

Message-ID: <35F04142.F7146CFE@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 


(http: //www.netyaroze-europe.com/~charlie) 

Who else thinks it's the best Yaroze game so far? 
Nice one Charlie! 

Phil 


—-MESSAGE FILE 3459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02168 
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—-MESSAGE FILE 3460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002169 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Fri, 4 Sep 1998 16:41:59 -0400 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <6spiq6S$7er6@scea> 

References: <35f0376d.7510773@news.playstation.co.uk> 
NNTP-Posting-Host: sud-tcsl-port21.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This sounds pretty genuine.... 
It was funny for a while but now its gone.... 


Ahh well... more Simpsons... 


Khan <2bad@lineone.net> wrote in message 
<35£0376d.7510773@news.playstation.co.uk>... 

>Hi DEniss and everyone, 

> 

>I would just like to say that I think we should forget the past and I 
>will make a fresh start. So is it ok for all of us to be friendly? 

> 

>Thanks Nick Ferguson for your post, by the way I am 19 years old and 
>haven' t achieved any form of education. I didn't take my GCSEs due to 
>some crisis. 

> 

>I dont want to move back to the past, I want to move forward and work 
>together. 

>If thats ok? 

> 

>When does ECTS start? As I may attend to meet DEnnis and everyone. 

> 

>How old are you guys anyway? 

> 

>Tanvir Khan 

>EMAG DESIGN 

> 

>2bad@lineone.net 

> 


—-MESSAGE FILE 3460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02169 


—-MESSAGE FILE 3461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002170 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Fri, 4 Sep 1998 16:48:11 -0400 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <6spj5q$7er8@scea> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35eefaec.3245594@news.playstatio 
n.co.uk> 

NNTP-Posting-Host: sud-tcsl-port21.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I doubt that you will find Perfect Dark at the show.... 


Rare just made an announcement that they don't want anyone stealing there 
creative advancements.. 
Turok 2 though.... If there was one game other that Zelda than I want to 
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own right now it's Turok 2.. I need a flamethrower right now... 

Richard Cutting wrote in message 
<35eefaec.3245594@news.playstation.co.uk>... 

>On Tue, 1 Sep 1998 18:27:55 +0100, "Nick Ferguson" 

><nickf@saqnet.co.uk> wrote: 

> 

>>Right, well now that the 'excitement' (read: mass, unbridled, 
>>last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
>>that if you're planning on going, reply to this thread with your name, 
>>the days you plan on attending, and the NUMBER ONE GAME you desperately 
>>want to see there! 

> 

>I'm planning to skive off of work on Tuesday ( well there will be 
>computers at this show so it's sort of relevant... ) 

> 

>I want to see Turok 2 or Perfect Dark on N64, nothing on that Sony 

>pile of junk........... 

> 
>I'll make the Yaroze stand for lpm and then probably the bar for the 
>rest of the afternoon after that..... 

> 

>Richard. 

>http://www.netyaroze-europe.com/~rcutting 

> 


—-MESSAGE FILE 3461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02170 


—-MESSAGE FILE 3462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002171 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 

Date: Fri, 04 Sep 1998 17:12:07 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <35F057A7.FF811E7A@bigfoot .com> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> 
NNTP-Posting-Host: 144.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


Philip Gooch wrote: 


Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 


(http: //www.netyaroze-europe.com/~charlie) 


Who else thinks it's the best Yaroze game so far? 


VVVVVVVV 


Nice one Charlie! 


I have to say that that soccer game was VERY impressive... Very well 
designed. Another interesting fact is that the game is a port! 


It is one of the most well designed net yaroze games I've seen yet. 
Here's my list of really cool profesional looking games I've seen for 
net yaroze. You probably don't care, but I'm gona tell you anyway, so 
there! NAA! :) 


Total Soccer 
Hover Racing 
Terra Incognita - You have to love the english translation... 


Um... I can't think of anymore. There are alot of really cool games that 
I've played, but those 3 just ooze perfection. 
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Total Soccer is awesome. Excelent Job Charlie! 


"Darco 
—-MESSAGE FILE 3462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02171 


-—-MESSAGE FILE 3463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002172 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Fri, 4 Sep 1998 19:52:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6spnsp$6666@chuka.playstation.co.uk> 
References: <35f0376d.7510773@news.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.21 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I dont want to move back to the past, I want to move forward and work 
>together. 
>If thats ok? 


Course it's OK! Welcome to the fold - you'll be rolling up your trouser 
leg and chanting latin hymns with the rest of us in no time! Mola-ram, 
suda-ram etc (it's Indy II of course!!!) 


>How old are you guys anyway? 


21, which makes me 2 yrs older than you. Statistically, this means 
you'll live longer than me - unless, of course, you smoke, in which case 
I'll be playing bowls whilst you push up the daisies! Cheery thoughts, 
huh? :-) 


Nick F 


PS Turn up on the door of ECTS in London, and blag your way in. 
Apparently it isn't too hard... but don't quote me on that. The safe way 
would be to get hold of a registration form, but I think you've left 
that a bit late... 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02172 


—-MESSAGE FILE 3464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002173 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Fri, 04 Sep 1998 23:42:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35f078b2.805415@news.playstation.co.uk> 
References: <35f0376d.7510773@news.playstation.co.uk> 
NNTP-Posting-Host: p05-shank-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 04 Sep 1998 18:55:36 GMT, 2bad@lineone.net (Khan) wrote: 
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>Thanks Nick Ferguson for your post, by the way I am 19 years old and 
>haven' t achieved any form of education. I didn't take my GCSEs due to 
>some crisis. 

> 


Don't worry about not taking your GCSE's, I did sod all at school but 
now I earn large amounts of cash in the city for writing C programs. 
You've just got to be prepared to start at the bottom and work up ! 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 3464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02173 


—-MESSAGE FILE 3465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002174 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Sat, 5 Sep 1998 07:09:56 +0200 

Organization: Debri Productions 

Lines: 27 
Message-ID: <ldeutui.18n0c2841019gN@al-—88-127.al.nl1> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.81.ոլ» <35F0227F.66FB@writeme.com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> DEnnis Brinkhuis wrote: 

> 

Հովան 

> > There is no problem with help, that is what the project is ment to be. 
> > It's just your altitude! 

> 

> Sorry about this DEnnis - 

> 

> I think it's very rude to take the mick out of people's 

> spelling/translation mistakes (especially since my Dutch isn't quite the 
> B's knees yet), but this one's a gem! 

> 

> (Tanvir Kahn, stilt-wearer? hmmm...) 

> 

> James. 


So I see, It's not an odd mistake if you know that I'm bussy with 
presentations and stuff for FreeFall for the last week. It takes days 
and nights and I still need to translate it all. 

Thanks for your nice reply.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02174 


-—-MESSAGE FILE 3466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002175 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Sat, 5 Sep 1998 07:09:58 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldeuu0u. 3e2evkr4ulhcN@al-88-127.al1.nl1> 
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References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.81.ոլ» <35F0227F.66FB@writeme.com> <35F02782.55B0@writeme.com> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 
James Rutherford wrote: 
> (Tanvir Kahn, stilt-wearer? hmmm...) 


> 
> 
> 
> 
> (or should that have been Khan?? - oh the irony!) 
> 

> 


James. 


Heheheheheheh, this line-up is funny... 


DEnnis.. 
—-MESSAGE FILE 3466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02175 


—-MESSAGE FILE 3467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002176 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If the IRA stopped fighting, so can we! 

Date: Sat, 5 Sep 1998 07:10:00 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldeuufc.16mpskmlvvgy48N@al1-88-127.al.n1> 

References: <35eee3al1.5783979@news.playstation.co.uk> <6snapf$16j20@chuka.playstatio 
n.co.uk> <ldeudi8.186lefe5zysu8N@al-88-126.al.nl> <35F02122.2C5C@writeme.com> 
NNTP-Posting-Host: 81-88-127.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> Right, let's keep the peace guys - 
> 


Sorry had to reply again... 

It's all fine with me. If Tanvir comes to the ECTS, I'll even buy hima 
drink :-) 

I only showed my opinion but I don't have hard feelings. 


Ok.. 


DEnnis.. 
—-MESSAGE FILE 3467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02176 


—-MESSAGE FILE 3468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002177 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Sat, 5 Sep 1998 07:10:06 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <ldeuuox.leOwkxjtlqnxjN@al-—88-127.al.nl1> 
References: <35f0376d.7510773@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Khan <2bad@lineone.net> wrote: 


> Hi DEniss and everyone, 
> 


> I would just like to say that I think we should forget the past and I 
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> 


will make a fresh start. So is it ok for all of us to be friendly? 


Hi Khan-man.. 


Great idea (could be mine ;-).. 


> 
> 
> 


I dont want to move back to the past, I want to move forward and work 
together. 
If thats ok? 


that is what this NY project is all about.. 


> 


When does ECTS start? As I may attend to meet DEnnis and everyone. 


It starts sunday and will go on till Tuesday. I'll be there all 3 days 
and we all meet up every day at the Sony (NY) stand at 13.00. 


> 


How old are you guys anyway? 


Take a look at my profilelist. You can even get a look at some of our 
faces. Sent me your profile to so I can add you to the list. 
(my membername is: madmac) 


DEnn the man... 
—-MESSAGE FILE 3468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02177 


—-MESSAGE FILE 3469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002178 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Sat, 5 Sep 1998 07:10:11 +0200 

Organization: Debri Productions 

Lines: 31 

Message-ID: <ldeuv28.1bh4rllbrbg5sN@al1-88-127.al.nl1> 

References: <35f0376d.7510773@news.playstation.co.uk> <35FO2BFC.4FFA@writeme.com> 
NNTP-Posting-Host: al-88-127.al.nl 


X- 


Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


VVVVVVVVV 


Khan wrote: 
Hi DEniss and everyone, 


I would just like to say that I think we should forget the past and I 
will make a fresh start. So is it ok for all of us to be friendly? 


VV V V 


Magic, just like the end of a care-bears movie ;o) 
(just a tip, DEnnis has two n's one Տ - just so you know) 


Hehehehe, shall I start again on this ;-) 


> 
> 
> 
> 
> 


H 


VVVYV 


> When does ECTS start? As I may attend to meet DEnnis and everyone. 


Erm, you'll have to be sharpish - it starts on Sunday (you'll be able to 
get in provided you have a preregistration form... you have got one, 
haven't you...) 


have 2 so that should not be a problem. 


> How old are you guys anyway? 

Young enough that my joints still work, but not old enough to know 
better... (check out the profiles Newsgroup for info on people - and 
dare I say, DEnnis' memberlist). 


Well thank you James for not prefering my list. I'll change your age on 
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DEnnis.. 
—-MESSAGE FILE 3469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02178 


-—-MESSAGE FILE 3470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002179 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 
Date: Sat, 5 Sep 1998 11:09:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6sr2r9S6667@chuka.playstation.co.uk> 
References: <35F04142.F7146CFE@nospam.easynet.co.uk> 
NNTP-Posting-Host: client87d2.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


I have to agree. Great game. Charlie try talking to Senisi, try and get 
them to put it on there new footi game as a bonus. You never know you may 
get some money. 


Bob 


Philip Gooch wrote in message <35F04142.F7146CFE@nospam.easynet.co.uk>... 
>Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 
> 
> (http: //www.netyaroze-europe.com/~charlie) 

> 

>Who else thinks it's the best Yaroze game so far? 
> 

>Nice one Charlie! 

> 

>Phil 

> 


—-MESSAGE FILE 3470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02179 


-—-MESSAGE FILE 3471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002180 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 

Date: Sat, 05 Sep 1998 11:32:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35F11345.51C@manc.u-net.com> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> <6sr2r9$6667@chuka.playstation. 
co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Shand wrote: 
> I have to agree. Great game. Charlie try talking to Senisi, try and 
> get them to put it on there new footi game as a bonus. You never know 


It seemed to me to be more like Kick Off 2 (which I much prefer over 
Sensi although I'm a minority with this I think) 

Shame it only uses 240 lines though :( How about a full PAL update? 
(Just for me, pretty please :)) 

Utterly professional work Charlie (although that's stating the 
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obvious a bit -- TYS is just *too* good :) 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02180 


-—-MESSAGE FILE 3472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002181 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Sat, 05 Sep 1998 11:48:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35F11707.2B58@manc.u-net.com> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy (~shaughnj) 

Monday and Tuesday (missing Sunday when Damon Hill, Eddie Jordan 
and Johnny Herbert will be there D'OH :-( 
#1 Game to see: originally 'twould have to be Zelda, although I'm 
prolly just a victim of the hype-mongery (like my anticipation of GT) 
Want to see 'em all though ( inc. Tomb Raider 3 and the 

new Fl game on the N64 (jeez it can't be any worse than Fl Pole 
Position 64 - uch I'm gonna HURL...) 
But mainly I want look at the back of people's heads standing on 
my toes trying to get a gorp of some 'main attraction' and fill a 
TESCO carrierbag with cra, er, freebies. 


I will *also* be wandering around looking like a lost kid ina 
supermarket but on the Monday look out for me (probably) in a bright 
yellow Ferrari polo t-shirt (covered in a stylish yet casual form 


of jacket possibly). Օհ, I might wear pants and footwear too. 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02181 


-—-MESSAGE FILE 3473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002182 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 
Date: Sat, 05 Sep 1998 11:50:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35F12598.4AB9@livemedia.co.uk> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Hi Philip, 

cheers ! 

I've never hidden the fact that TS Yaroze is a conversion of an original 

Windows 95 game (which I wrote), which people can now actually buy 

(online only at the mo) ... however this has all started to happen 

fairly recently, and the Yaroze conversion was started well before that, 


and as for making a living out of it ... well not yet ... ie I'm still 
coding screensavers and multimedia for a living ! 


I started the Yaroze version mainly as a project in my spare time to get 
to know it, and it remains the only thing I've done on the Yaroze. It 
doesn't push the Yaroze much, and as such the graphics side of it 
probably isn't particulary well coded, but it runs pretty well ... its 
great to work on a platform where everyone is the same, and if it runs 
well on one machine then it runs well on all of them, which is the 
biggest pig with PC coding.... 


cheers 


Charlie 


Philip Gooch wrote: 


> 

> Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 
> 

> (http://www.netyaroze-europe.com/~charlie) 

> 

> Who else thinks it's the best Yaroze game so far? 

> 

> Nice one Charlie! 

> 

> Phil 


—-MESSAGE FILE 3473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02182 


—-MESSAGE FILE 3474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002183 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Sat, 05 Sep 1998 11:56:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <35F126D8.28BE@livemedia.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35F11707.2B58@manc.u-net.com> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


looks like Sunday is the day all the celebs are there, Michael Owen will 
also be there promoting WLS99 for Eidos or something.. 


James Shaughnessy wrote: 

> 

> James Shaughnessy (~shaughnj) 

> Monday and Tuesday (missing Sunday when Damon Hill, Eddie Jordan 
> and Johnny Herbert will be there D'OH :-( 


—-MESSAGE FILE 3474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02183 


—-MESSAGE FILE 3475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002184 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 
Date: Sat, 05 Sep 1998 11:59:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35F127A0.65C6@livemedia.co.uk> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> <6sr2r9$6667@chuka.playstation. 
co.uk> <35F11345.51C@manc.u-net.com> 

Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


yep .. Kick Off ... always was much better than Sensi, sensi was easier 
though which is probably why more people liked it.. 

A full PAL version shouldn't be a problem... though you can get it to 
run in full screen NTSC... by pressing CIRCLE when its loading, at which 
point it muns at 60 fps... which is the same speed as the original PC 
version. 

Charlie 

> 

> It seemed to me to be more like Kick Off 2 (which I much prefer over 
> Sensi although I'm a minority with this I think) 

> Shame it only uses 240 lines though :( How about a full PAL update? 
> (Just for me, pretty please :)) 


—-MESSAGE FILE 3475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02184 


—-MESSAGE FILE 3476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002185 

Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Here At Last!! 

Date: Sat, 5 Sep 1998 13:02:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6sr9b6S6668@chuka.playstation.co.uk> 
NNTP-Posting-Host: p22-nighthawk-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi All 


My Name is Derrick Bailey (derrickb) and I have only just received my net 
yaroze system (well last week Friday!) so I would be classed as a newbie to 
this shores, I was actually on the 1st Middlesex University Course back in 
August (Hi to Rob,DEnnis, Trev, Manny and the rest!) so have a little head 
start on the system. Anyway I will be attending ECTS on Sunday and hope to 
meet other course attendees and others there. 


SeeYa 


Del. 


—-MESSAGE FILE 3476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02185 


—-MESSAGE FILE 3477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002186 
Path: chuka.playstation.co.uk!news 
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From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 
Date: Sat, 5 Sep 1998 13:28:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6sraq5$6669@chuka.playstation.co.uk> 
References: <35F04142.F7146CFE@nospam.easynet.co.uk> 
NNTP-Posting-Host: p22-nighthawk-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yep! so far from what I have D/L it is TopClass !! 


Philip Gooch wrote in message <35F04142.F7146CFE@nospam.easynet.co.uk>... 
>Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 
> 
> (http: //www.netyaroze-europe.com/~charlie) 

> 

>Who else thinks it's the best Yaroze game so far? 
> 

>Nice one Charlie! 

> 

>Phil 

> 


—-MESSAGE FILE 3477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02186 


T 


--MESSAGE FILE 3478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002187 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 
Date: Sat, 05 Sep 1998 13:40:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <35F13F3C.64D5@livemedia.co.uk> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Philip Gooch wrote: 
> 


> Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 
one quick note... its not a GDUK entry.. 


Charlie 
—-MESSAGE FILE 3478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02187 


—-MESSAGE FILE 3479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002188 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 

Date: 5 Sep 1998 13:11:20 GMT 

Organization: SCEE 

Lines: 12 

Message-ID: <01lbdd86b$7de371c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> <35F13F3C.64D5@livemedia.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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A sigh of relief for Robert Swan ...... he slowly begins to take in air. 
George 


Charlie <charlie@livemedia.co.uk> wrote in article 
<35F13F3C.64D5@livemedia.co.uk>... 


> one quick note... its not a GDUK entry.. 

> 

> Charlie 

> 

—-MESSAGE FILE 3479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02188 


—-MESSAGE FILE 3480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002189 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Sat, 5 Sep 1998 15:50:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6srj49$66610@chuka.playstation.co.uk> 

References: <35EB7D9F.7D37@mundivia.es> <6sg4jeSkuvl6@chuka.playstation.co.uk> <35EB 
F1AD.ED1@mundivia.es> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yep, go for Aardvark, they got me 2 interviews in 2 months, which got me a 
job, the other 5 agencies I had working for me gave no response, hell, I 
didn't tell them I got a job and they STILL haven't contacted me one year 
on. 


Best of luck to you, and keep at it! 


Mike. 


—-MESSAGE FILE 3480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02189 


—-MESSAGE FILE 3481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002190 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Here At Last!! 

Date: Sat, 5 Sep 1998 15:58:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6srjkv$66611@chuka.playstation.co.uk> 
References: <6sr9b6$6668@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Del, welcome to the newsgroups! I almost mistook you for the other Del, 
a guy on here last year. Anyone know what happened to him? And what 
happened to Alex as well? Anyone? 


Mike. 


Del wrote in message <6sr9b6S6668@chuka.playstation.co.uk>... 

> Hi All 

> 

>My Name is Derrick Bailey (derrickb) and I have only just received my net 
>yaroze system (well last week Friday!) so I would be classed as a newbie to 
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>this shores, I was actually on the 1st Middlesex University Course back in 
>August (Hi to Rob,DEnnis, Trev, Manny and the rest!) so have a little head 
>start on the system. Anyway I will be attending ECTS on Sunday and hope to 
>meet other course attendees and others there. 

> 

>SeeYa 

> 

> 

>Del. 

> 

> 

> 


—-MESSAGE FILE 3481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02190 


—-MESSAGE FILE 3482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002191 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Sat, 5 Sep 1998 16:03:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6srjt1$66612@chuka.playstation.co.uk> 

References: <35f0376d.7510773@news.playstation.co.uk> <35f078b2.805415@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yep, I got my GCSEs but I skipped college and uni and just taught myself 
C/C++ and a little assembler. One Net Yaroze and 2-3 years later and I have 
a job. You've just got to want it really bad, that's all. 


Mike. 


Richard Cutting wrote in message <35f078b2.805415@news.playstation.co.uk>... 
>On Fri, 04 Sep 1998 18:55:36 GMT, 2bad@lineone.net (Khan) wrote: 

> 

> 

>>Thanks Nick Ferguson for your post, by the way I am 19 years old and 
>>haven' t achieved any form of education. I didn't take my GCSEs due to 
>>some crisis. 

>> 

> 

>Don't worry about not taking your GCSE's, I did sod all at school but 
>now I earn large amounts of cash in the city for writing C programs. 
>You've just got to be prepared to start at the bottom and work up ! 

> 

>Richard. 

>http://www.netyaroze-europe.com/~rcutting 

> 


—-MESSAGE FILE 3482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02191 


-—-MESSAGE FILE 3483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002192 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Sat, 5 Sep 1998 16:05:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <6srk1q$66613@chuka.playstation.co.uk> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6sk6pj$164j10@chuka.playstation.c 
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o.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Damn, I won't be there, too much work. Everyone have a drink for me..... 


Mike. 


—-MESSAGE FILE 3483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02192 


—-MESSAGE FILE 3484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002193 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happend to Gil Jaysmith? 

Date: Sat, 5 Sep 1998 16:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6srkaq$66614@chuka.playstation.co.uk> 
References: <35eb5b3e.85767185@news.scea.sony.com> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I think he bought us all free drinks at last years ECTS.... Could 
always mail SN Systems I suppose and ask them. 


Mike. 


—-MESSAGE FILE 3484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02193 


—-MESSAGE FILE 3485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002194 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Sat, 05 Sep 1998 16:12:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35F154CE.1525CCC7@hinge.mistral.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
NNTP-Posting-Host: d2-s6-100-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I'll be at ECTS on the Monday, with one or two of the guys I used to work 
with 
on PSX stuff. 


I'll be wearing the "Intelligent Video Games Ltd" badge, I'm short broad, 
have a beard and a blond pony tail. If anyone spots me, feel free to say 
հւ... 


Craig Graham. 


(ARS, RsSdANIM) 


-—-MESSAGE FILE 3485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02194 
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—-MESSAGE FILE 3486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002195 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: RsdANIM - no more releases : ( 

Date: Sat, 5 Sep 1998 17:42:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 
Message-ID: <6srpm7$66615@chuka.playstation.co.uk> 

References: <35E2EC95.FA63D55B@ehinge.mistral.co.uk> <01bdd062S$49255e00Sf2e832a2@gbai 
n.wav.scee.sony.co.uk> <35E3D6F5.69EF9079@hinge.mistral.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2195 scee.yaroze.announce 
2146 


George's comment was totally uncalled for! The whole sorry point of viruses 
is that they get spread by 'carriers'. Craig is just an unwitting carrier 
and victim of the mindless prats who create the viruses. 


JohnT 


Craig Graham wrote in message <35E3D6F5.69EF9079@hinge.mistral.co.uk>... 
>George Bain wrote: 

> 

>> Hi there, 

>> 

>> Lets hope it had nothing to do with infecting dozens of people with a 
virus 


>> :( 

> 

>George - can you lay off the virus bit. The fact that my name is 
plasteredall 


>over the SCEE yaroze site (and implied on the ProDev site as well) is 
>gonna make it hard enough to get another job as it is. 

> 

>And no, it's got bugger all to do with the virus - most of my work is in 
>embedded systems, I only coded Playstation stuff for fun, and a bit of 
>pro stuff just for the challenge (I didn't even get payed from the last PSX 
>project I worked on). 

> 

>> George 

> 

>Craig. 

> 

> 


—-MESSAGE FILE 3486 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02195 


—-MESSAGE FILE 3487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002196 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Here At Last!! 

Date: Sat, 5 Sep 1998 11:55:28 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6srmcf$7v92@scea> 

References: <6sr9b6$6668@chuka.playstation.co.uk> 
NNTP-Posting-Host: sud-tcsl-port42.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Welcome to the program... 


May you keep your sanity as long as you can.... 
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Del wrote in message <6sr9b6S6668@chuka.playstation.co.uk>... 


> Hi All 

> 

>My Name is Derrick Bailey (derrickb) and I have only just received my net 
>yaroze system (well last week Friday!) so I would be classed as a newbie to 


>this shores, I was actually on the 1st Middlesex University Course back in 
>August (Hi to Rob,DEnnis, Trev, Manny and the rest!) so have a little head 
>start on the system. Anyway I will be attending ECTS on Sunday and hope to 
>meet other course attendees and others there. 

> 

>SeeYa 

> 

> 

>Del. 

> 

> 

> 


—-MESSAGE FILE 3487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02196 


—-MESSAGE FILE 3488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002197 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 

Date: Sat, 05 Sep 1998 12:49:24 -0400 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <35F16B94.D924307F@bigfoot.com> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> <35F12598.4AB9@livemedia.co.uk> 
NNTP-Posting-Host: 67.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Charlie wrote: 


> 

> Hi Philip, 

> 

> cheers ! 

> 

> I've never hidden the fact that TS Yaroze is a conversion of an original 
> Windows 95 game (which I wrote), which people can now actually buy 

> (online only at the mo) ... however this has all started to happen 

> fairly recently, and the Yaroze conversion was started well before that, 
> and as for making a living out of it ... well not yet ... ie I'm still 
> 


coding screensavers and multimedia for a living ! 


The fact that it's a port makes it better in my eyes. I haven't played 
the win95 version, but this is a great game! I can't imagine porting 
something written for 95 to PlayStation without starting the project off 
knowing it's going to be ported to several platforms. 


v 


I started the Yaroze version mainly as a project in my spare time to get 
to know it, and it remains the only thing I've done on the Yaroze. It 
doesn't push the Yaroze much, and as such the graphics side of it 
probably isn't particulary well coded, but it runs pretty well ... its 
great to work on a platform where everyone is the same, and if it runs 
well on one machine then it runs well on all of them, which is the 
biggest pig with PC coding.... 


V V V V V V 


I have to say that the game is great! There are a few things I'd like to 
see though if you release an updated version... 


1) The ability to put the computer aginst the computer. I'm not sure 
about anyone else, but I find it amusing to watch the computer play 
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aginst itself... It's even funner if you have 2 different types of AI 
and you want to find out which one is the best. 


2) All the stats moved from the far outer edges of the screen further 
into the screen by about 30 pixels for the top and bottom, and about 10 
from the sides. The only way I can see the who's winning is to use my 
computer monitor which can view the entire video signal. 


I see this game as one of the best net yaroze games around, if not the 
best. 


Great Job! 


"Darco 
—-MESSAGE FILE 3488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02197 


-—-MESSAGE FILE 3489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002198 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Agencies... 

Date: Sat, 05 Sep 1998 21:21:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35F18F44.4D9A@mundivia.es> 

References: <35EB7D9F.7D37@mundivia.es> <6sg4jeSkuvl6@chuka.playstation.co.uk> <35EB 
F1AD.ED1@mundivia.es> <6srj49$66610@chuka.playstation.co.uk> 

Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181115.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Michael Enoch wrote: 


> 

> Yep, go for Aardvark, they got me 2 interviews in 2 months, which got me a 
> job, the other 5 agencies I had working for me gave no response, hell, I 

> didn't tell them I got a job and they STILL haven't contacted me one year 
> on. 

> 

> Best of luck to you, and keep at it! 

> 

> Mike. 

Hi Mike, 


Thanks very much for your advice!, I'll contact to Aardvark. 
Saludos! 


Javi. 
—-MESSAGE FILE 3489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02198 


—-MESSAGE FILE 3490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002199 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Sat, 05 Sep 1998 22:52:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <35f1c09a.5677113@news.playstation.co.uk> 
References: <6shas2Skuv25@chuka.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: alanyuen.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Me, Alan Yuen (~alanyuen) 
ermm dunno what compay, i will make one up. 
going sunday, if its really good i will go again on monday. 


On Tue, 1 Sep 1998 18:27:55 +0100, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


>Right, well now that the 'excitement' (read: mass, unbridled, 
>last-minute PANIC) of GDUK is over, who's all going to ECTS? I propose 
>that if you're planning on going, reply to this thread with your name, 
>the days you plan on attending, and the NUMBER ONE GAME you desperately 
>want to see there! 


> 

>So, here's my details: 

> 

>Nick Ferguson (~rookiel) 


>Sunday, Monday, Tuesday (and Wednesday, if anyone's about) 

>and (cheesy idea this) the game I'm most looking forward to seeing is 
>Zelda, with Metal Gear Solid a close second :-) 

> 

>Remember everyone will be meeting at lpm by the NY stand - SCEE have 
>those freebies ready! 

> 

>Nick F 

> 
>http://www.sagqnet.co.uk/users/nickf 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 
>ICQ #9464742 

>"That's impossible! Even for a computer..." 
> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 
alan@alanyuen.demon.co.uk 
http://www.netyaroze-europe/~alanyuen/ 
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—-MESSAGE FILE 3490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02199 


-—-MESSAGE FILE 3491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002200 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: ECTS - impressions 

Date: Sun, 06 Sep 1998 18:07:09 +0100 
Organization: philg@nospam.easynet.co.uk 

Lines: 31 

Message-ID: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 


4F5353" 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Just got back from ECTS (Sunday). Thought I'd let people know what I 
thought. 


Good to meet Rob, John, Mike and DEnnis again, although was only 
briefly, before we all went our separate ways to check out the rest of 
the show (and Rob went home, probably to placate his girlfriend ;) ) 


As computer trade shows go, the crowd was the expected mix of suits, 
geeks and glamorous women. 


Net Yaroze newsgroups message dump.txt 


I haven't been to ECTS before, but expected a few more freebies. Got 
hold of the Sony Press Pack (double-CD, haven't checked it out yet) 
because my badge said 'Press' on it (they didn't seem to want to give 
them to anyone else) but that was about it on the free stuff front. 


Most of the games on show all looked the same to me (lots of 3D action 
adventure games in the Tomb Raider mould, and lots of 'kiddie' games) 
However, was impressed by: Outcast (beautiful voxel-driven 3D engine), 
Zelda, Silent Hill, and most of the games on the Gremlin stand (can't 
remember their names apart from Body Harvest, but there was this really 
nice looking third-person 3D adventure set in a dungeon that had great 
lighting effects). Couldn't get to see Metal Gear Solid as there was 
always a huge queue to get into the heavily fortified Konami stand. 


Shame Sega weren't there demoing Dreamcast. 


Anyway, worth attending for a couple of hours but I can't imagine 
spending all three days there! 


Phil 
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—-MESSAGE FILE 3491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02200 


—-MESSAGE FILE 3492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002201 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Sun, 6 Sep 1998 21:27:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <6surbe$66617@chuka.playstation.co.uk> 
References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 
NNTP-Posting-Host: 1d21-016.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Go on then what was the amazing anouncement ?? 


Nick S 


—-MESSAGE FILE 3492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02201 


—-MESSAGE FILE 3493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002203 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 
Date: Sun, 6 Sep 1998 21:37:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6sus01$66620@chuka.playstation.co.uk> 


References: <35F04142.F7146CFE@nospam.easynet.co.uk> <35F057A7.FF811E7A@bigfoot.com> 


NNTP-Posting-Host: mfs2-dnbqy-241.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Darco wrote in message <35F057A7.FF811E7A@bigfoot.com>... 
>I have to say that that soccer game was VERY impressive... Very well 
>designed. Another interesting fact is that the game is a port! 


Its a blinder Charlie !! 


Nick S 
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-—-MESSAGE FILE 3493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02203 


—-MESSAGE FILE 3494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002204 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Sun, 06 Sep 1998 21:32:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <35f2fe7e.5395818@news.playstation.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


I was walking around, checking out the freebies as well. You should 
ask DEnnis about them, he got loads of them. And then there the free 
coffee stand at the S3 bit. The best bit of the show for me was 
meeting the people, the best game I thought was MechWarrior 3. 

I am going again tomorrow, to take in more of the stuff. I noticed a 
missing E.A., Bullfrog, Fraxis, Sega and some more other I cant think 
of at the time. 


On Sun, 06 Sep 1998 18:07:09 +0100, Philip Gooch 
<philg@nospam.easynet.co.uk> wrote: 


>Just got back from ECTS (Sunday). Thought I'd let people know what I 
>thought. 

> 

>Good to meet Rob, John, Mike and DEnnis again, although was only 
>briefly, before we all went our separate ways to check out the rest of 
>the show (and Rob went home, probably to placate his girlfriend ;) ) 

> 

>As computer trade shows go, the crowd was the expected mix of suits, 
>geeks and glamorous women. 

> 

>I haven't been to ECTS before, but expected a few more freebies. Got 
>hold of the Sony Press Pack (double-CD, haven't checked it out yet) 
>because my badge said 'Press' on it (they didn't seem to want to give 
>them to anyone else) but that was about it on the free stuff front. 

> 

>Most of the games on show all looked the same to me (lots of 3D action 
>adventure games in the Tomb Raider mould, and lots of 'kiddie' games) 
>However, was impressed by: Outcast (beautiful voxel-driven 3D engine), 
>Zelda, Silent Hill, and most of the games on the Gremlin stand (can't 
>remember their names apart from Body Harvest, but there was this really 
>nice looking third-person 3D adventure set in a dungeon that had great 
>lighting effects). Couldn't get to see Metal Gear Solid as there was 
>always a huge queue to get into the heavily fortified Konami stand. 

> 

>Shame Sega weren't there demoing Dreamcast. 

> 

>Anyway, worth attending for a couple of hours but I can't imagine 
>spending all three days there! 

> 

>Phil 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02204 
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-—-MESSAGE FILE 3495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002205 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Sun, 06 Sep 1998 21:34:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35f3ffa9.5694418@news.playstation.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
-co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


I think that the Nindeado boss was suppose to come to say something 
about something. Probbaly about the Zelda or DDrive. 


On Sun, 6 Sep 1998 21:27:08 +0100, "Nick Slaven" 
<NickSlaven@compuserve.com> wrote: 


>Go on then what was the amazing anouncement ?? 
> 

>Nick S 

> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 3495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02205 


—-MESSAGE FILE 3496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002206 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Mon, 07 Sep 1998 09:44:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35F39CDE.F3227C26@easynet.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Slaven wrote: 


> Go on then what was the amazing anouncement ?? 
> 
> Nick S 


Well, Sony have reduced the price of the Yaroze to £229. I don't know 
if that was their amazing announcement or not. Nothing about Playstation 
II, unless they're saving that for Monday or Tuesday. 


Phil 


—-MESSAGE FILE 3496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02206 
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-—-MESSAGE FILE 3497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002207 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Mon, 7 Sep 1998 15:59:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 304 

Message-ID: <6t0shcSbgel@chuka.playstation.co.uk> 
References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 
Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 
NNTP-Posting-Host: host5-99-63-143.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Philip Gooch wrote in message <35F2C138.6D3E12E9@nospam.easynet.co.uk>... 


>si] 
>As computer trade shows go, the crowd was the expected mix of suits, 
>geeks and glamorous women. 


And if you couldn't go, check out the attachment... 8-P 


> E 
>Shame Sega weren't there demoing Dreamcast. 


Apparently they were holding private sessions in a nearby building. I guess 
they don't feel the time is right to show demos yet, after all it is going 
to be ~14 months before it's released here! 


>Phil 


I have to agree with Alan's comment - the best bit of the day was putting 
real faces to the warped minds behind the newsgroup messages... 


Mike 
mjhatfield at msn dot com 


--MESSAGE FILE 3497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02207 


--MESSAGE FILE 3498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002208 

Path: chuka.playstation.co.uk!news 

From: "David Smethurst" <dave@ulthwe.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Tue, 8 Sep 1998 09:59:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <6t2rmnSbge3@chuka.playstation.co.uk> 
References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 
NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Philip Gooch wrote in message <35F2C138.6D3E12E9@nospam.easynet.co.uk>... 


>I haven't been to ECTS before, but expected a few more freebies. Got 
>hold of the Sony Press Pack (double-CD, haven't checked it out yet) 
>because my badge said 'Press' on it (they didn't seem to want to give 
>them to anyone else) but that was about it on the free stuff front. 


Was a bit of a shame that. Had hoped for more from sony, especially for the 
yarozers ... managed to get hold of the Winter 98 demo disc, I think I am 
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going 

to put in my pre-order for Metal Gear Solid right now !! BTW what did people 
thing of Medevil ? - I think it looks like quite a good game with an 
original twist. 


>Most of the games on show all looked the same to me (lots of 3D action 
>adventure games in the Tomb Raider mould, and lots of 'kiddie"' games) 
>However, was impressed by: Outcast (beautiful voxel-driven 3D engine), 
>Zelda, Silent Hill, and most of the games on the Gremlin stand (can't 
>remember their names apart from Body Harvest, but there was this really 
>nice looking third-person 3D adventure set in a dungeon that had great 
>lighting effects). Couldn't get to see Metal Gear Solid as there was 
>always a huge queue to get into the heavily fortified Konami stand. 


*xahem* =) 

<plug time> 

The game you are probably thinking of is Blade - it is indeed a third person 
adventure game, think there are about 4 characters to choose from. Very big, 
lots 

of stuff ... etc etc - no I'm not working on it 

</plug time> 


>Shame Sega weren't there demoing Dreamcast. 


Bit of a shame really. I just hope this isn't a show of their commitment to 
the 
European market 


>Anyway, worth attending for a couple of hours but I can't imagine 
>spending all three days there! 


Indeed. Compared to last years show this was very poor. Alot of the games 
around were very similar , alot of Tomb Raider & quake/Unreal style games, 
though I must say Klingon: Honor Guard looked quite good. I was dissapointed 
by the no show of EA - Origin (come on ... we want to see the new Ultima) 
and 

Activision - was really hoping to get a peek at Heavy Gear 2 !! 


Looks like were going to have a dull winter for games ! 


D. 
dave@ulthwe.demon.co.uk 
ICQ: 244386 


—-MESSAGE FILE 3498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02208 


—-MESSAGE FILE 3499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002209 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Tue, 08 Sep 1998 13:54:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <35F5291A.7669@england. com> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Phew! 
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I only showed up on Sunday. Could anyone who stayed the distance let us 
know if we missed anything? 


I joined in the rush for the freebies they were chucking out at the 
Eidos and Playstation stands. I managed to get away with about 5 copies 
of the winter '98 demos disk (unintentionally; they all fell into my bag 
and I never noticed), a Lara Croft deck of cards, a Playstation mug, a 
couple of copies of the Carmageddon 2 demo (only zombies this time), a 
couple of bags, a Tekken 3 calendar, a Lara Croft postcard, a Yaroze 
pen, a playstation pen, a few sweeties and a load of bruises. I also 
caught a brief glimpse of Michael Owen at the Eidos stand. 


The Vm Labs stand was closed off to the public. I was hoping to swipe a 
Project X prototype =) (and maybe get a glimpse of Mr Minter). 


It was also my first opportunity to see some of the GDUK entries. It's 
clear that none of you were exaggerating; the demos were all absolutely 
amazing. A few updated classics with a couple of brand new games. Sony 
have got to give us the opportunity of getting one of these disks. Total 
Soccer Yaroze on it's own is worth at least a tenner of anyones money. 


It was great meeting up with some of you guys. Nice to see Rob(Swan) and 
the Teapot guy again (sorry; not you Herbs. Another teapot guy (not some 


sort of camp double entendre by the way). I'm sure someone knows what I 
mean). Also got to meet Mr Rutherford on Saturday (then brag to all my 
mates that I met Mr Frosty in person). It was also nice to see DEnnis 


(of course), Nick F, Scott C (who I managed to thank for the beginners 
tutorials), the guys from Mobius, and a load of others. I think I was 
the only one there who didn't have a demo to their name yet. 


I was supposed to be meeting some of my mates for a trip to the Filthy 
Truth sponsored piss-up on Blythe Street to see if we could blag some 
free drinks. We got seperated though, so I ended up wandering round like 
a lost soul for most of the afternoon. 


Most of it was pretty much what I was expecting. Zelda and MGS were both 
what I was anticipating (all the more reason to get them), and Sony's 
"Big Announcement' was kind of a dissapointment. I also had a few tries 
at Medieval and Klenoa (and added both to my shopping list). Other than 
that, I spent a rather unhealthy amount of time trying to ogle the 
dancing girls at the Akklaim stand. 


Just a quick notice: 
I've taken other people's advice, and posted up what I've got working 
so far (just to show that I haven't just been scratching my arse for the 
last 3 months). It's called Virtua Chicken. The current demo has a very 
low release number. It's only 15k, and I wouldn't recommend downloading 
it unless: 


a) You fancy a laugh, or; 

b) You're feeling so out-classed by the GDUK entries that you need to 
see a rubbish demo to get your confidence back (in which case, I 
sympathise). 


It's sort of a game, only without gameplay, collision detection, 
scrolling, or a chicken for that matter. 


On second thoughts: don't download it. It's really embarrasing. 


=) 

Rob. 

-—-MESSAGE FILE 3499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02209 


—-MESSAGE FILE 3500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002210 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Total Soccer - the first classic Yaroze game? 

Date: Tue, 08 Sep 1998 12:00:51 -0700 

Organization: Cisco Systems 
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Lines: 27 

Message-ID: <35F57EE3.112A107F@jps.net> 

References: <35F04142.F7146CFE@nospam.easynet.co.uk> 
Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Just to add to this, I downloaded it and ran it this weekend (yes I 
now have Sony TV monitor that does PAL or NTSC). It is very 
professional in all respects. Extremely well done! 


- 6) 


թ.Տ. Thank you for including the auto dribble. 
p-p.s. It would have placed very well in GDUK. ^_^ 


Philip Gooch wrote: 


> 

> Anyone who hasn't yet checked out Charlie's GDUK entry should do so now. 

> 

> (http://www.netyaroze-europe.com/~charlie) 

> 

> Who else thinks it's the best Yaroze game so far? 

> 

> Nice one Charlie! 

> 

> Phil 

Mata ne, Pedals ays 

- e! seek tenchi@shell.jps.net Ter 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) = http://www. jps.net/tenchi 


-—-MESSAGE FILE 3500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02210 


—-MESSAGE FILE 3501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002211 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Tue, 08 Sep 1998 19:47:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35f58915.6037087@news.playstation.co.uk> 
References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 
NNTP-Posting-Host: p58-canary-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 06 Sep 1998 18:07:09 +0100, Philip Gooch 
<philg@nospam.easynet.co.uk> wrote: 


>I haven't been to ECTS before, but expected a few more freebies. Got 
>hold of the Sony Press Pack (double-CD, haven't checked it out yet) 
>because my badge said 'Press' on it (they didn't seem to want to give 
>them to anyone else) but that was about it on the free stuff front. 

> 


I will probably be outcast as a traitor for saying this, but I gota 
very nice Nintendo polo shirt ! 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 3501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02211 
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-—-MESSAGE FILE 3502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002212 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Tue, 08 Sep 1998 22:53:35 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 9 

Message-ID: <35F5A75D.1B2836EC@nospam.easynet.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


I wouldn't mind one of those Winter '98 demo CD's if you've got one going spare, 
Rob. 


Cheers 
Phil 


-—-MESSAGE FILE 3502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02212 


-—-MESSAGE FILE 3503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002213 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone want a Sony Playstation Press Pack? 

Date: Tue, 08 Sep 1998 22:58:13 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 14 

Message-ID: <35F5A873.2189AB10@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


I picked one up at ECTS - two CD's plus a very nice glossy brochure. 


Just realised that the CD's aren't playable, but are full of screen 
shots of up-and-coming games plus some screenshots of the 'best of Net 
Yaroze' 


Will send it to the first person who emails me. However, I would prefer 
to swap it for a Winter '98 demo CD if anyone has got one going spare. 


Cheers 


Phil (who seems to have missed all the ECTS freebies apart from the one 
he doesn't want!) 


-—-MESSAGE FILE 3503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02213 


—-MESSAGE FILE 3504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002214 
Path: chuka.playstation.co.uk!news 
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From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want a Sony Playstation Press Pack? 
Date: Tue, 8 Sep 1998 23:21:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6t4ajoSbge6@chuka.playstation.co.uk> 
References: <35F5A873.2189AB10@nospam.easynet.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


yep i will have it! 
and...i've got a spare winter games disk, but i would rather give it to one 
of my mates if you can get one from Rob!!! 


cheers john 


—-MESSAGE FILE 3504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02214 


—-MESSAGE FILE 3505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002215 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want a Sony Playstation Press Pack? 

Date: Wed, 09 Sep 1998 09:37:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35F63E47.59E4A01D@easynet.co.uk> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


John Whitmore wrote: 


yep i will have it! 
and...i've got a spare winter games disk, but i would rather give it to one 
of my mates if you can get one from Rob!!! 


ԺՊ ՊՊԿՊԿ 


cheers john 


OK John, it's yours. Email me (philg@easynet.co.uk) your address and I'll post 
it to you.Would appreciate the winter games disk, but fair enough if someone 
else has already claimed it. 


How did you find Monday and Tuesday at ECTS? Any luck getting a job? 


Phil 


—-MESSAGE FILE 3505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02215 


—-MESSAGE FILE 3506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002216 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS freebies 

Date: Wed, 09 Sep 1998 09:57:57 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35F64315.6E2F@england.com> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoS$bge6@chuka.playstation. 
co.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


John Whitmore wrote: 


yep i will have it! 
and...i've got a spare winter games disk, but i would rather give it to one 
of my mates if you can get one from Rob!!! 


VV V V V V 


cheers john 


Darn! No worries. I probably couldn't have used it anyway. 

I've only got 4 Winter 98 demo CDs left. One of my mates walked off with 
the other one. 

I can probably sneak these out with the office post, so if anyone wants 
one, just send me a postal address, and follow this thread up with a 
message saying "Me me me me me!!!" so everyone else can see how many 
have been claimed. I can definately offer at least three of them. I've 
got them with me now, so they'll be in the post by the end of the day. 


The disk itself has playable demos of Medieval, Tekken 3, Gran Turismo 
and Kula World. It also has video demos of Crash Bandicoot 3, MGS and 
Spice World. Most of this stuff has already been on cover disks, so 
no-ones really missing out on much. 


It's first come first serve at the moment, and Phils' already put in his 
request. Any other takers? 


Rob. 
--MESSAGE FILE 3506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02216 


--MESSAGE FILE 3507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002217 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Wed, 9 Sep 1998 14:19:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6t5verSbge9@chuka.playstation.co.uk> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoS$bge6@chuka.playstation. 
co.uk> <35F64315. 6E2F@england. com> 

Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 

NNTP-Posting-Host: host5-99-63-161.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


"Me me me me me!!!" 
Cheers Rob! 
Mike 


mjhatfield at email dot msn dot com 


—-MESSAGE FILE 3507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02217 


—-MESSAGE FILE 3508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002218 
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Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Wed, 9 Sep 1998 14:24:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6t5vojSbgel0@chuka.playstation.co.uk> 
References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35f58915.6037087@news.playstat 
ion.co.uk> 

Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 
NNTP-Posting-Host: host5-99-63-161.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Richard Cutting wrote in message 
<35£58915.6037087@news.playstation.co.uk>... 

> 

>I will probably be outcast as a traitor for saying this, but I got a 
>very nice Nintendo polo shirt ! 

> 

>Richard. 

>http://www.netyaroze-europe.com/~rcutting 


Nah - anything that helps Nintendo to go out of business must be good! չ-) 


Anyone else get a beanbag Intel Bunny Man? You were supposed to drive a 
lego truck around by remote camera control to win one, but somehow one just 
"fell" out of the bucket into my bag... 


Mike 
mjhatfield at email dot msn dot com 


-—-MESSAGE FILE 3508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02218 


—-MESSAGE FILE 3509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002219 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Wed, 09 Sep 1998 15:40:30 +0100 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <35F6935E.6890@writeme.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.al.nl> <35F0227F.66FB@writeme.com> <ldeutui.18n0c2841019gN@al-88-127.al.nl> 
NNTP-Posting-Host: at15-027.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> So I see, It's not an odd mistake if you know that I'm bussy with 
> presentations and stuff for FreeFall for the last week. It takes days 
> and nights and I still need to translate it all. 


And very professional it looked too - I was impressed! 
How far did you get with selling it? 


James. 
-—-MESSAGE FILE 3509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02219 


—-MESSAGE FILE 3510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002220 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: I'm Back 

Date: Wed, 09 Sep 1998 15:44:20 +0100 
Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35F69444.41E1@writeme.com> 
References: <35f0376d.7510773@news.playstation.co.uk> <35FO2BFC.4FFA@writeme.com> <1 
deuv28.1bh4rllbrbg5sN@a1-88-127.al.n1> 
NNTP-Posting-Host: at15-027.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> (check out the profiles Newsgroup for info on people - and 
> dare I say, DEnnis' memberlist). 


Well thank you James for not prefering my list. I'll change your age 


> 
> 
> 
> 
> on the list to 68! ;-) 


Did I imply which one I preferred? 
Nope - and I'm not gonna ;op 


BIW, tramping around all three days of ECTS has made me /feel/ a 
spritely 68. 


James. 
—-MESSAGE FILE 3510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02220 


-—-MESSAGE FILE 3511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002221 

Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 9 Sep 1998 15:43:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6té6é4aq$Sbgell@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl9-seedeater-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:518 scee.yaroze.freetalk.english 
1222) 


Hi 


Is anybody successfully using / setup any of the above mentioned, I'm a new 
yaroze member and after the comments I've seen posted regarding Code Warrior 
I decided not to purchase it. So I would like to either BCv4.52 (Which I 
have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, preferably 
not in that order :-) I just want an IDE that allows me to Code / Make or 
Compile without the major hassles I'm having at the moment (I suppose 
doesn't everyone!). 


Hope someone can help me. 
Cheers 


Derrick Bailey -- aka --- Del. 


—-MESSAGE FILE 3511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02221 
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--MESSAGE FILE 3512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002222 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Deep breath... 

Date: Wed, 09 Sep 1998 15:52:11 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35F6961B.5D41@writeme.com> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
-co.uk> <35F39CDE.F3227C26@easynet.co.uk> 

NNTP-Posting-Host: at15-027.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Phil Gooch wrote: 


> Well, Sony have reduced the price of the Yaroze to £229. I don't know 
> if that was their amazing announcement or not. Nothing about 
> Playstation II, unless they're saving that for Monday or Tuesday. 


Yep, the announcement was the price drop and the new public website. 


James. 
—-MESSAGE FILE 3512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02222 


-—-MESSAGE FILE 3513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002223 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want a Sony Playstation Press Pack? 
Date: Wed, 09 Sep 1998 15:59:53 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35F697E9.6516@writeme.com> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> 
NNTP-Posting-Host: at15-027.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Philip Gooch wrote: 


> Just realised that the CD's aren't playable, but are full of screen 
> shots of up-and-coming games plus some screenshots of the 'best of Net 
> Yaroze' 


Are those disks PC disks?? (doh! No wonder the Yaroze wouldn't take 'em) 


James. 
—-MESSAGE FILE 3513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02223 


—-MESSAGE FILE 3514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002224 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Thanks! 

Date: Wed, 09 Sep 1998 16:11:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <35F69AAB.CC6E93FD@ndirect.co.uk> 

References: <35EEB905.940C6E98@ndirect.co.uk> <35EFDD7D. 6A5038F6@easynet.co.uk> 
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Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0O-05.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Thanks guys! I get it now. Sorted! 
Herbs 


—-MESSAGE FILE 3514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02224 


—-MESSAGE FILE 3515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002225 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To Tanvir and everyone 

Date: Wed, 09 Sep 1998 16:19:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35F69C71.86B196A9@ndirect.co.uk> 

References: <35eee3al.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.81.ուլ» <6smr1i$16j18@chuka.playstation.co.uk> <35EF2F19.58C6@manc.u-net.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-05.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


> they don't want thanks 
> (especially not Ng replies saying just "Thanks" arrg!) 


I like to post replies saying thanks when people have really helped me 
out. I'm just that kind of guy. 


Herbs 


-—-MESSAGE FILE 3515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02225 


—-MESSAGE FILE 3516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002226 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Here At Last!! 

Date: Wed, 09 Sep 1998 16:58:27 +0100 
Organization: I wish! 

Lines: 9 

Message-ID: <35F6A5A3.3EFF@mdx.ac.uk> 

References: <6sr9b6$6668@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Del wrote: 
> Hi All 


Hi there as well, it was nice seeing you again at ECTS. I managed to not 
see much of anyone there, and it wasn't even deliberate (well, it was on 
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the Sunday!). This is where we find out how much the course did prepare 
you for the yaroze !! 


Rob 
—-MESSAGE FILE 3516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02226 


—-MESSAGE FILE 3517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002227 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Wed, 09 Sep 1998 17:01:18 +0100 

Organization: I wish! 

Lines: 9 

Message-ID: <35F6A64E.EBA@mdx.ac.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
.co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Rutherford wrote: 
> Yep, the announcement was the price drop and the new public website. 


Im glad you told me, seeing as I missed it completely. Im all for 
suppoerting Sony, but the price drop and the public web page are so 
completely irrelevant to us its funny. A nice announcement for us would 
be arranging the public chat so we all could join in... 


Rob 
-—-MESSAGE FILE 3517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02227 


—-MESSAGE FILE 3518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002228 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 09 Sep 1998 17:13:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35F6A93D.284940A6@ndirect.co.uk> 

References: <6t64aq$bgell@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-05.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:519 scee.yaroze.freetalk.english 
[2228 


Del wrote: 
Hi 


Is anybody successfully using / setup any of the above mentioned, I'm a new 
yaroze member and after the comments I've seen posted regarding Code Warrior 
I decided not to purchase it. So I would like to either BCv4.52 (Which I 
have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, preferably 
not in that order :-) I just want an IDE that allows me to Code / Make or 
Compile without the major hassles I'm having at the moment (I suppose 
doesn't everyone!). 


VVVVVVVV VV 
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> Hope someone can help me. 
> 


Can't help you with those IDEs 'cos I don't use them. I'm a CodeWarrior user 


and I like it. It does feel a little alien to start with, but once you know it, 
it's actually very good. It does exactly what you're asking for - and then 
some. 

Herbs 


—-MESSAGE FILE 3518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02228 


-—-MESSAGE FILE 3519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002229 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS and other round ups 

Date: Wed, 09 Sep 1998 17:12:06 +0100 

Organization: I wish! 

Lines: 50 
Message-ID: <35F6A8D6.485@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


111 stick all my stuff in here in one go, as I don't want to clog up 
newsgroup with 5+ responses... 


ECTS - hmm, I must admit I get annoyed being around the majority of 
people who turn up to these events. So its trade only (for what its 
worth), just means we get only 18 year old+ idiots as opposed to idiots 
from all the age ranges! I mean, I wanted to have a go on Zelda, but it 
was full, came back nearly an hour later, same people playing it. I 
could have just ripped the sodding controllers from them, but why I 
should bother at all I don't know. I got no freebies as I'm not too 
interested in them, but I did win a radio controlled car (which maybe 
with James S's joystick prize can be the basis of our own yaroze compo). 


I made two mistakes regarding ECTS: 

one) I had to leave the Sony party on Monday night in the middle of 
Pulp's songs which made me SO angry its unbelievable. I wasnt chased 
out, I just had something to do the next day. Free drink + free food at 
a large party for the first time ever for me, and I have to leave early. 
Pulp being there just made it the whole thing a nightmare :) Loved what 
I did see though. 

two) turn up on Tuesday at 4.15 thinking the show shut at 6, but oh no 
it shuts at 4. Silly idiot that I am :) Meant I missed out on giving my 
phone number to all the nice women there. 


It was funny meeting all the yaroze owners, and what I'd like to say to 
everyone is 'Put up your darn source code'. Noone cares if its rubbish, 
they simply won't look. If its good then cool, maybe people will learn 
something. Putting up source code is a gesture to show how open and warm 
and lovely you are, so do it! 


Anyway, more specific - 

With total soccer, are the players 3d models or just rotated and scaled 
sprites? Im hoping they are 3d models, and Im asking if its possible to 
have access to the models, as they are probably some of the better 
quality ones around, and it would be nice to use them. 


As for me panicking over total soccer being entered into gduk, its true 
- its got some decent AI which is what is missing from just about every 
other program on the yaroze. Would be interesting for you to talk about 
how it was done... 


Cant think of anything else at the moment, 
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Rob (111 go back to my full name now that Robert Ryan is about (hi!) 
Robert Swan 
http://www.netyaroze-europe.com/~middex2 


Oh yeah, thanks for the numerous emails regarding adventure game - its 
cool getting contact like that. I should even be able to respond in full 
tomorrow, wow! 
—-MESSAGE FILE 3519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02229 


-—-MESSAGE FILE 3520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002230 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 09 Sep 1998 17:34:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35F6AE31.1463B3AA@easynet.co.uk> 

References: <6té64aq$bgell@chuka.playstation.co.uk> <35F6A93D.284940A6@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:520 scee.yaroze.freetalk.english 
22230 


Alex Herbert wrote: 
Del wrote: 
Hi 


Is anybody successfully using / setup any of the above mentioned, I'm a new 
yaroze member and after the comments I've seen posted regarding Code Warrior 
I decided not to purchase it. So I would like to either BCv4.52 (Which I 
have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, preferably 
not in that order :-) I just want an IDE that allows me to Code / Make or 
Compile without the major hassles I'm having at the moment (I suppose 
doesn't everyone!). 


Hope someone can help me. 


VVVVVVVVVV VV 


Can't help you with those IDEs 'cos I don't use them. I'm a CodeWarrior user 


VVVVVVVVVVVVV VV VV VV VV 


and I like it. It does feel a little alien to start with, but once you know it, 
it's actually very good. It does exactly what you're asking for - and then 
some. 

Herbs 


Don't want to get into another Codewarrior flame war, but I'd recommend using 
Codewarrior over Borland any day. We used Borland as the IDE on the Yaroze short 
course, remember - didn't you find it a pain? I did. 


If you go back over the posts/rants about Codewarrior I think you'll find more 
people in favour of it that against it. Craig Graham uses it and he knows what he's 
talking about, so it must be OK! 

Phil 


BTW Del - how are you getting on with the Yaroze? Didn't you and your group do that 
2-d shoot-em-up during the course? That was pretty good. 


—-MESSAGE FILE 3520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02230 
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—-MESSAGE FILE 3521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002231 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Consoles are dead! 

Date: 9 Sep 1998 17:22:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-01.compulink.co.uk 


To me the most hilarious thing about ETCS is the people who are touting 
the end of the console era. 


There was Datamonitor, who reckon that over the next few years PC Game 
sales will outstrip that of consoles. And Intel, who are proclaiming that 
games consoles are history, and that PCs are the future. 


That makes me laugh. Ha ha ha ha ha ha, oh, ha ha ha ha ha, oh god, ha ha 
ha ha ha ha , or dearie me, oh dear, oh. Sorry. 


I've played most of these PC games. Most are a bit short on gameplay, 
they just say 'Missing DLL, would you like us to overwrite your system 
files - Quit Y/Y?' 


I don't know whether they are saying it to wind us up, or whether they are 
so full of themselves they actually believe it. 


Jeff 


--MESSAGE FILE 3521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02231 


--MESSAGE FILE 3522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002232 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and other round ups 

Date: Wed, 09 Sep 1998 18:31:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35F6BB61.D5@england. com> 

References: <35F6A8D6.485@mdx.ac.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Robert Swan wrote: 

> 

> Rob (111 go back to my full name now that Robert Ryan is about (hi!) 
> Robert Swan 


Dang! Sorry. I'm not sure whether it's less polite for me clogging the 
groups up or stealing your name. I'll stick to something a bit more 
descriptive in future. How about ROb?? I know better than to poll you 
lot for a suitable name; that would be asking for trouble =). 


Adventure? Didn't that used to be a Sinclair port of 'Collosal Cave'? 
Either way, it's pretty amazing, (sorry I can't be more specific. The 
bit where that guy did that thing was cool etc.). Best of luck with 


Net Yaroze newsgroups message dump.txt Page 2231 
GDUK. 
Throktar: God of Lettuce 


aka. Rob Ryan. 
—-MESSAGE FILE 3522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02232 


—-MESSAGE FILE 3523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002233 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ECTS and other round ups 

Date: Wed, 09 Sep 1998 19:40:33 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <35F6D9B1.5BE0@livemedia.co.uk> 
References: <35F6A8D6.485@mdx.ac.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Fl ss 


I agree on ECTS - the UK games press seem to hype it up as a cool 
event.. then you go and want to escape after a few of hours. 

However it was cool to put faces to (some) names ... and I DID like the 
TVs the Yaroze demos were showing On ... My crappy old saisho TV just 
can't compare... 


onto TS then ... it is fully 3d, the only sprites are the pitch, which 
is scaled. You can notice the 3d by zooming close in (R2 or R1 ??), and 
pausing it (SELECT). The main thing I'm chuffed with on the Yaroze 
version is the small martrix trick (probably not that clever really) 
which I used to do the shadows.. since they are all cast in real time 
from the players. 

The players are proper 3d models, though are optimized for overhead 
view... so viewing from other angles would show a very 'non-solid' 
player. The original Win95 version used ‘ellipses' which are implemented 
on the PSX by circles texture mapped to rectangular polys. The original 
Win95 version also had 3D replays... If anyones interested you can 
download a demo of the orignal Win95 version at 


http://www. livemedia.co.uk/ts/tsdem132.zip 
cheers 


Charlie 
—-MESSAGE FILE 3523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02233 


—-MESSAGE FILE 3524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002234 

Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 

Date: Wed, 9 Sep 1998 19:49:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6t6ikqSpf51@chuka.playstation.co.uk> 

References: <6t64aqSbgell@chuka.playstation.co.uk> <35F6A93D.284940A6@ndirect.co.uk> 
<35F6AE31.1463B3AA@easynet.co.uk> 

NNTP-Posting-Host: p59-thrush-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:521 scee.yaroze.freetalk.english 
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22234 


I suppose Borland IDE was a pain on the course because it wasn't setup 
properly, I.e, it didn't have the GCC compiler linked to it (Which I believe 
is possible). As for the Shootem Up, nothing until I get this Damn Editor / 
Compiler setup how I want it!! (I'm a bit fussy that way :-) ). So what are 
you working Phil? anything interesting?. 


Phil Gooch wrote in message <35F6AE31.1463B3AA@easynet.co.uk>... 

> 

> 

>Alex Herbert wrote: 

> 

>> Del wrote: 

>> 

>> > Hi 

>> > 

>> > Is anybody successfully using / setup any օք the above mentioned, I'ma 
new 

>> > yaroze member and after the comments I've seen posted regarding Code 
Warrior 

>> > I decided not to purchase it. So I would like to either BCv4.52 (Which 
I 

>> > have) CWv4.0 (Which I can possibly steal/borrow/beg from work!, 


preferably 

>> > not in that order :-) I just want an IDE that allows me to Code / Make 
or 

>> > Compile without the major hassles I'm having at the moment (I suppose 
>> > doesn't everyone!). 

>> > 

>> > Hope someone can help me. 

>> > 

>> 


>> Can't help you with those IDEs 'cos I don't use them. I'm a CodeWarrior 
user 

>> and I like it. It does feel a little alien to start with, but once you 
know it, 
>> it's actually very good. It does exactly what you're asking for - and 
then 

>> some. 

>> 

>> Herbs 

> 

>Don't want to get into another Codewarrior flame war, but I'd recommend 
using 

>Codewarrior over Borland any day. We used Borland as the IDE on the Yaroze 
short 

>course, remember - didn't you find it a pain? I did. 

> 

>If you go back over the posts/rants about Codewarrior I think you'll find 
more 

>people in favour of it that against it. Craig Graham uses it and he knows 
what he's 

>talking about, so it must be OK! 

> 

>Phil 

> 

>BIW Del - how are you getting on with the Yaroze? Didn't you and your group 
do that 

>2-d shoot-em-up during the course? That was pretty good. 

> 

> 


—-MESSAGE FILE 3524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02234 


—-MESSAGE FILE 3525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002235 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Consoles are dead! 


Date: 


Wed, 09 Sep 1998 21:06:05 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 


36 


Message-ID: <35F6DFAD.5F6C@manc.u-net.com> 
References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> 


Reply- 


To: james@manc.u-net.com 


NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Jeff Hannan wrote: 
> "Missing DLL, would you like us to overwrite your system files - 
> Quit Y/Y?' 


Haha too right, love that quit y/y part! 

The main thing is that writing really sloppy unoptimised code pays 
the people who make new 3D fx cards, and those same 3D fx cards are 
what make people choose the PC over consoles (obviously those who 
also have money to burn). Look at Quake and Tomb Raider -- both run 
really well on my (now) humble unaccelerated P133, but if some 
monkeys were paid to write the SAME games now, you'd all of a sudden 
need a MONSTER BASTARD FX card. I'm doing my best not to conform 
by only buying PSX and N64 games, although PC TOCA2 and Formula 1 just 
looked too good in super slick hires at ECTS.. 

I mean I went out to buy BustAMove3 as a gift for someone who has 

a DX2/66 thinking "Jesus surely THAT game will run on it." Guess 


what, 


(the nearest I could find was Puzzle Bobble) and you wouldn't 


BELIEVE what the minimum and recommended system is. OK DX2s are dead 
but I mean those who produce these feeble PC efforts COME ON HAVE SOME 


PRIDE! 


And if that MEDIA JACKARSE (lots of nice opinions here) buys Man U 


I vow 


never to watch another game. GOD I only have Sky for the 


daily fix of The Simpsons (who did an excellent urine-take of BILL 
GATES) These monopoly/world domination seekers Murdoch and Gates -- I 
mean just HOW bullied were these guys at school??! Textbook 


psychology isn't it?! Nothing wrong with ambition but these guys take 
the Jammy Dodger. 


Yes, I feel better now. 


Jim, getting a couple of things off his chestal area, 


James 


Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02235 


—-MESSAGE FILE 3526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002236 


Path: 


chuka.playstation.co.uk!news 


From: Philip Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
Subject: Re: Using NY with Borland C++ v4.52 or Codewright v4.0 


Date: 


Wed, 09 Sep 1998 22:48:44 +0100 


Organization: philg@nospam.easynet.co.uk 


Lines: 


16 


Message-ID: <35F6F7B9.196802CF@nospam.easynet.co.uk> 
References: <6té6é4aq$bgell@chuka.playstation.co.uk> <35F6A93D.284940A6@ndirect.co.uk> 
<35F6AE31.1463B3AA@easynet.co.uk> <6t6ikq$pf51@chuka.playstation.co.uk> 


Reply- 


To: philg@nospam.easynet.co.uk 


NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Xref: 


chuka.playstation.co.uk scee.yaroze.beginners:522 scee.yaroze.freetalk.english 
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22236 


Del wrote: 


I suppose Borland IDE was a pain on the course because it wasn't setup 
properly, I.e, it didn't have the GCC compiler linked to it (Which I believe 
is possible). As for the Shootem Up, nothing until I get this Damn Editor / 
Compiler setup how I want it!! (I'm a bit fussy that way :-) ). So what are 


> 
> 
> 
> 
> you working Phil? anything interesting?. 
> 


Nothing much really. Still struggling on with my 2D Spyhunter game which hasn't 
progressed much since the course. Oh well. 


Phil 


—-MESSAGE FILE 3526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02236 


—-MESSAGE FILE 3527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002237 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'm Back 

Date: Thu, 10 Sep 1998 04:17:47 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldf4axl.rg56pzpfsg26N@al—88-140.al.nl1> 

References: <35f0376d.7510773@news.playstation.co.uk> <35FO2BFC.4FFA@writeme.com> <1 
deuv28.1bh4rllbrbg5sN@al-88-127.al.nl> <35F69444.41E1@writeme.com> 
NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


James Rutherford <hexheroes@writeme.com> wrote: 


> BIW, tramping around all three days of ECTS has made me /feel/ a 
> spritely 68. 


I totally agree! I am a wrack and I'm proud of it! 

I do want to say sorry to all off you I didn't speak to personally. I 
was rather impressed with the amound of members turning up at 13.00 on 
sunday. Thanks for that and I'm glad to have had a look at you all 
personally. I do need to say sorry for not having the time to heva a 
personal chat with some of you,m although I was looking forward to that. 
I hope to see you all again in a wile.. 


Cheers, 
DEnnis (half dead after ECTS) 


-—-MESSAGE FILE 3527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02237 


—-MESSAGE FILE 3528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002238 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Thu, 10 Sep 1998 04:17:49 +0200 

Organization: Debri Productions 

Lines: 30 

Message-ID: <ldf4b6u. 8ki3kn13tsvcwN@al-—88-140.al.nl> 

References: <35eee3a1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.81.ոլ» <35F0227F.66FB@writeme.com> <ldeutui.18n0c2841019gN@al-88-127.al.n1l> <35 
F6935E.6890@writeme. com> 

NNTP-Posting-Host: 81-88-140.81.ոլ 
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James Rutherford <hexheroes@writeme.com> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > So I see, It's not an odd mistake if you know that I'm bussy with 

> > presentations and stuff for FreeFall for the last week. It takes days 
> > and nights and I still need to translate it all. 

> 

> And very professional it looked too - I was impressed! 

> How far did you get with selling it? 

> 

> James. 


This is ever so cool! I wish ECTS was 4 times a year! 

As far as FreeFall goes.. Thanks for the compliment. 

There is a development team that is willing to start on the development. 
They had some appointments and I joint at some of them. The publishers 
were all very positive about my idea but wanted to see a coded demo that 
shows the 3D capabilities of the development team. I spoke with somebody 
at SONY (backstage at the ECTS) and that was ever so cool. He realy 
liked the idea, and some publishes said that this was the first really 
original idea they got during the ECTS. There was one guy that said it 
was the best concept he saw in 6 months. So I can say that the idea is 
aproved. As far as the rest goes, I would love to keep you (all) 
informed if you would like. 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 3528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02238 


-—-MESSAGE FILE 3529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002239 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 04:17:51 +0200 

Organization: Debri Productions 

Lines: 182 

Message-ID: <ldf4biz.izov1312c4moeN@al-88-140.a1l.nl> 
References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> 
NNTP-Posting-Host: al—-88-140.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Philip Gooch <philg@nospam.easynet.co.uk> wrote: 


> Just got back from ECTS (Sunday). Thought I'd let people know what I 
> thought. 


I'll just do that to.. 


> Good to meet Rob, John, Mike and DEnnis again, although was only 
> briefly, before we all went our separate ways to check out the rest of 
> the show (and Rob went home, probably to placate his girlfriend ;) ) 


I was glad to meet them all to (some again). And I must say I was 
impressed with Rob's girlfriend, she was very lovely. Sorry I emarest 
you my friend :-). 


> As computer trade shows go, the crowd was the expected mix of suits, 
> geeks and glamorous women. 


I just expected geeks and suits, but my oh my... GIRLS!!!! Playmates and 
also the suit-girls were fine. Cumba Ya!! I took lot's of pictures of 
wich I will make a internetpage so you all can have an inpression of my 
visit to heaven! 
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> I haven't been to ECTS before, but expected a few more freebies. Got 
> hold of the Sony Press Pack (double-CD, haven't checked it out yet) 

> because my badge said 'Press' on it (they didn't seem to want to give 
> them to anyone else) but that was about it on the free stuff front. 


I myself, as being masterbugger... cracked my back on al the freebees I 
got (over 20kg on freebees) 


I got several T-shirts: 

- Nintendo 64 (polo) 

— Sony (drogon game) 

- Eidos (warzone) 

— Outcast 

- Game 1 

- Ubi soft 

- 3Dlabs 

- V-rally 

- EDGE (not free.. a fiver for T-shirt, video and magazine) 


Over 50 CD's 

5 Mousemats 

5 Key rings 

Puzzle games 

A large Intel anneversity book 
PICTURES WITH MODELS!!! 

Bags 

Pins 

folders 

candy 

pins (sony, psy, etc.) 

a Military flashlight 

Sony Playstation Mug 

Sony Playstation glas 

Sony Playstation Baseball cap 
Tekken3 Tatoos 

toy rugbyball 
Project X stairwalker 

Lara Croft Playing cards 
Deathtrap Dungeon card game 
Toy car 

etc. 


But then again, I've been 3 days.. 


Most of the games on show all looked the same to me (lots of 3D action 
adventure games in the Tomb Raider mould, and lots of 'kiddie' games) 
However, was impressed by: Outcast (beautiful voxel-driven 3D engine), 
Zelda, Silent Hill, and most of the games on the Gremlin stand (can't 
remember their names apart from Body Harvest, but there was this really 
nice looking third-person 3D adventure set in a dungeon that had great 
lighting effects). Couldn't get to see Metal Gear Solid as there was 
always a huge queue to get into the heavily fortified Konami stand. 


VVVVVVVV 


LEGO: 

I was impressed with Lego. Virtual Lego looked impressive and also the 
other projects were nice. I took 4 different mousepads from LEGO and 2 
keyholders. 


SONY: 

The Sony stand was greatly designed (better then the NY-member sony-site 
չ-) but far to HOT!! There was a top on the stand that kept the heat in. 
I was impressed with Coolboarders3 and I liked Testdrive5 (a bit similar 
to GT). There was a nice girl with a great set of legs showing 
Testdrive. There was one girl in special I liked but I didn't had time 
to speak toi much to her. And I missed her on the.... SONY PARTY!! I've 
been there!!! on the end of the day monday there were tickets left and I 
got a tip from a kind person ;-) that I could be lucky if I had a try. 
And I got myself a ticket. And my god what a party it was. I can't 
explain it if you didn't see it yourself. It was HUGE!!!! SUPER!! Thanks 
Sony (SCEE)! 

I was also pleased to meet Sarah Bennett in person. I must say the 
impression I had on her was rather like she realy was. The entrance of 
the Sony stand was too small. The freebees were nice but hard to get. A 
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great looking girl gave me a nice T-shirt on the last day, I think it 
was the last T-shirt. 

My compliments on the girls SCEE! They looked very nice, some in 
special. I also liked to see George Bain and James Russel again. I also 
met Kerry, but I had the odd impression I already met her...hmm odd. She 
was nice too! The NY-part was a little too small for all the members at 
sunday at 13.00. That was great. I did also find out that the price was 
dropped again of the NY-system. I didn't like this since I know some 
members that just bought the NY and payed over a 100 pounds more! Some 
of them felt realy bad about that, and I agree with them. Although I did 
know that there was going to be a new reduction, they only said that 
this would only apply for students, and that's not treu. 

I think the new PSX2 is comming and that that the reason is for the 
pricedrop. But than again.. The big anouncement was not much 
interesting, as far as I know. I was a bit disapointment in that. I did 
like the fact that I had a meeting backstage with SCEE about FreeFall. 


NINTENDO: 
Sorry Nick, but they sucked! The ColorGameBoy looked bad and the colors 
were far from bright. The game they presented on it was a dull 
shanghai-clone. I'll stick to my GBpocket and I will niot buy the 
ColorGB for sure! For ther rest there were crappy games at Nintendo. 
Zeldo was good, but only 2 years late. Snowboarding 1080 could not 
compete with Coolboarders2, not even beginning about Coolboarders3. And 
the girls in the Nintendo stand looked worse than al the other girls 
(athough the competition was super). The prepresentation of Nintendo 
showed 2 nice games, the follow-up of golden eye and another game. They 
did look impressive. And the polo-shirts Nintendo gave away were very 
nice, but for the rest fery few free bee's 


> Shame Sega weren't there demoing Dreamcast. 


I don't trust sega, why did they hold back on the ECTS? Just like 
Project X (they only had a closed stand). 


> Anyway, worth attending for a couple of hours but I can't imagine 
> spending all three days there! 


I can, I could stay for 2 weeks if possible. I wished I could take some 
of the promogirls home. 


PROMOGIRLS: 

BEST 

Eidos had hired some super models. I had 2 faforites. First was the 
blond with the orange shirt (I would kill my Mac for her!). She was my 
total first of all. We had a little chat and it's not possible to not 
fall in love with her. The second was the nice lara-lookalike with the 


white top and pants. There were 2 of them and I prefered the bigger one. 


FIRST RUNNER UP 

Above in the Micropose Hall was a stand with a racing-game with some 
girls in red pitsstop-suits. There was one with dark hair and bautifull 
bleu eyes. She was my second best. She was nice and I also had a chat 
with her. She was rather large. 


SECOND RUNNER UP 

Airracer (type of joypad controller wheel) had a team of very well 
wrapped up girls in skintight red suits. I have some need pictures of 
them with and without me. They were super sexy. And I had one on my lap 
and kissing me :-ք 


THIRT RUNNER UP 

There were 2 girls from Carmageddon in SM-like outfits, very nice! (not 
the Wild 9 girls) I have several pictures with them too and the one with 
the long blond hair was also very friendly. 


FOURTH RUNNER UP 


The nurse girl, I don't know with what stand she belonged, but she was 
also well shaped 


FIFT RUNNER UP 
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At 3Dfx stood a girl with a yellow T-shirt. She was young and a bit 
skinny but had a must-see-smile. 


POO PRICE 
The Girls from Wild Nine (plastic SM dresses) looked like mothers (OLD) 
and were not nice at all! I shucked their pictures away. 


Now you can all start a discussion about how oversexed I am... 
I just want to let the ones know what they missed if they did not go. 


DEnnis.. 
—-MESSAGE FILE 3529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02239 


—-MESSAGE FILE 3530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002240 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 04:17:56 +0200 

Organization: Debri Productions 

Lines: 5 

Message-ID: <1df4f£11.1pmnllgv09ta5N@al—88-140.al.nl> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6tOshcS$bgel@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: al-88-140.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Mike Hatfield <mjhatfield@msn.com> wrote: 
Thanks, I didn't had this one.. 


DEnnis.. 
—-MESSAGE FILE 3530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02240 


—-MESSAGE FILE 3531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002241 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 04:17:57 +0200 

Organization: Debri Productions 

Lines: 45 

Message-ID: ՀԼՎ484821.11ա30704866ք78081-88-140.81.ո1» 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6t2rmnS$bge3@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


David Smethurst <dave@ulthwe.demon.co.uk> wrote: 
> Was a bit of a shame that. Had hoped for more from sony, especially for the 
> yarozers 


They had a lot of stuff but it was hard to get (you should have bugged 
them) I agree that they could have done something special for us. 


> to put in my pre-order for Metal Gear Solid right now !! BTW what did people 
> thing of Medevil ? - I think it looks like quite a good game with an 
> original twist. 


Moh, not my type of game. I did get a sticker of Medevil wich can be put 
on your PSX or NY (NOWAY in my case) 
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>Shame Sega weren't there demoing Dreamcast. 


Bit of a shame really. I just hope this isn't a show of their commitment to 
the European market 


VVVVYV 


H 


don't trust Sega... 


> >Anyway, worth attending for a couple of hours but I can't imagine 

> >spending all three days there! 

> 

> Indeed. Compared to last years show this was very poor. Alot of the games 

> around were very similar , alot of Tomb Raider & quake/Unreal style games, 

> though I must say Klingon: Honor Guard looked quite good. I was dissapointed 
> by the no show of EA - Origin (come on ... we want to see the new Ultima) 

> and 

> 


Activision - was really hoping to get a peek at Heavy Gear 2 !! 


EA was not there, some of their sister comps. were. I heard there were 
better and more promo-girls last year to, is that corect? I liked the 
fact that there were not too many original games. It gave a better shot 
for my FreeFall-game. 


> Looks like were going to have a dull winter for games ! 
I always have my pictures.. 


DEnnis... 
—-MESSAGE FILE 3531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02241 


—-MESSAGE FILE 3532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002242 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 04:17:59 +0200 

Organization: Debri Productions 

Lines: 56 

Message-ID: <ldf4fef.lgqrrimikjkbcsN@al-—88-140.al.nl> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> 
NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Robert Ryan <sol.campbell@england.com> wrote: 


I joined in the rush for the freebies they were chucking out at the 
Eidos and Playstation stands. I managed to get away with about 5 copies 
of the winter '98 demos disk (unintentionally; they all fell into my bag 
and I never noticed), a Lara Croft deck of cards, a Playstation mug, a 
couple of copies of the Carmageddon 2 demo (only zombies this time), a 
couple of bags, a Tekken 3 calendar, a Lara Croft postcard, a Yaroze 
pen, a playstation pen, a few sweeties and a load of bruises. I also 
caught a brief glimpse of Michael Owen at the Eidos stand. 


> 
> 
> 
> 
> 
> 
> 
> 


I have it all too, but what is bruises? And yeah right, CD's falling 
accidently in your bag... 


> The Vm Labs stand was closed off to the public. I was hoping to swipe a 
> Project X prototype =) (and maybe get a glimpse of Mr Minter). 


I did went in there and got even some gimmicks.. 


It was also my first opportunity to see some of the GDUK entries. It's 
clear that none of you were exaggerating; the demos were all absolutely 
amazing. A few updated classics with a couple of brand new games. Sony 
have got to give us the opportunity of getting one of these disks. Total 
Soccer Yaroze on it's own is worth at least a tenner of anyones money. 


VVVVYV 


I agree, the total soccer is super! Give that man a job SCEE!! 
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> It was great meeting up with some of you guys. Nice to see Rob(Swan) and 
> the Teapot guy again (sorry; not you Herbs. Another teapot guy (not some 
> sort of camp double entendre by the way). I'm sure someone knows what I 
> mean). Also got to meet Mr Rutherford on Saturday (then brag to all my 

> mates that I met Mr Frosty in person). It was also nice to see DEnnis 

> (of course) 


Same here! 


>, Nick F, Scott C (who I managed to thank for the beginners 
> tutorials), the guys from Mobius, and a load of others. I think I was 
> the only one there who didn't have a demo to their name yet. 


Yeah, the mobius bloke! I was impressed by his 21 game. It was cool to 
see him in person too! 


Most of it was pretty much what I was expecting. Zelda and MGS were both 
what I was anticipating (all the more reason to get them), and Sony's 
"Big Announcement' was kind of a dissapointment. I also had a few tries 
at Medieval and Klenoa (and added both to my shopping list). Other than 
that, I spent a rather unhealthy amount of time trying to ogle the 
dancing girls at the Akklaim stand. 


VVVVVV 


There were better girls around, believe me. I consider myself a 
specialist on the ECTS promogirls now :-) 
[just kidding for the ones that don't get it] 


Later DEnnis 
—-MESSAGE FILE 3532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02242 


—-MESSAGE FILE 3533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002243 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 04:18:02 +0200 

Organization: Debri Productions 

Lines: 31 

Message-ID: <ldf4fql.v4ylcv7kfo6bN@al-88-140.al.nl1> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35f58915.6037087@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Richard Cutting <richard.cutting@virgin.net> wrote: 


> On Sun, 06 Sep 1998 18:07:09 +0100, Philip Gooch 

> <philg@nospam.easynet.co.uk> wrote: 

> 

> 

> >I haven't been to ECTS before, but expected a few more freebies. Got 
> >hold of the Sony Press Pack (double-CD, haven't checked it out yet) 
> >because my badge said 'Press' on it (they didn't seem to want to give 
> >them to anyone else) but that was about it on the free stuff front. 
>> 

> 

> I will probably be outcast as a traitor for saying this, but I got a 
> very nice Nintendo polo shirt ! 

> 

I'll be the party pooper again, these are my shirts: 


- Nintendo 64 (polo) 
— Sony (drogon game) 
Eidos (warzone) 
Outcast 

- Game 1 

- Ubi soft 

3Dlabs 
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- V-rally 
- EDGE (not free.. a fiver for T-shirt, video and magazine) 


That makes 9 shirts in 3 days.. 


DEnnis.. 
-—-MESSAGE FILE 3533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02243 


—-MESSAGE FILE 3534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002244 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 04:18:04 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldf4fun.bqssvqns7rkcN@al1l-88-140.al1.nl1> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35f58915.6037087@news.playstat 
ion.co.uk> <6t5vojSbgel0@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Mike Hatfield <mjhatfield@msn.com> wrote: 
Nah - anything that helps Nintendo to go out of business must be good! չ-) 
Anyone else get a beanbag Intel Bunny Man? You were supposed to drive a 


lego truck around by remote camera control to win one, but somehow one just 
"fell" out of the bucket into my bag... 


V ALA S AV 


I hope it broke it's neck during the fall. I pressed a pen trough one of 
the heads of these beanbagpuppets and put it back. Kill Intel was my 
message! It did gave me an idea about the innings of the Intelman 
head... just as I suspected...not much.. 


DEnnis.. 
—-MESSAGE FILE 3534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02244 


—-MESSAGE FILE 3535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002245 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Thu, 10 Sep 1998 04:18:06 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldf4g0u.lpybqnila6év0otN@al-88-140.al.nl> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
-co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBAG@ 
mdx.ac.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> James Rutherford wrote: 

> > Yep, the announcement was the price drop and the new public website. 
> 

I don't like either of them. I never go to the public site, what do I 
need to do there? And the pricedrop makes some of us feel like fools for 
paying over 100 pounds more 2 weeks ago for a NY. 


DEnnis.. 
—-MESSAGE FILE 3535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02245 
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T 


--MESSAGE FILE 3536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002246 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 04:18:07 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ldf4g7h.lbq67u4ldtpv5uNQ@Qal-88-140.al.n1> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Jeff Hannan <jmhannan@cix.co.uk> wrote: 


> To me the most hilarious thing about ETCS is the people who are touting 
> the end of the console era. 


Want to hear one of their other toutings? What about the death of Apple 
a few years ago? As far as I know Apple is more a live than ever! 


> There was Datamonitor, who reckon that over the next few years PC Game 
> sales will outstrip that of consoles. And Intel, who are proclaiming that 
> games consoles are history, and that PCs are the future. 


As far as I saw, Sony had the biggest stand (Playstation) and the 
biggest party and the biggest gains.. 


> That makes me laugh. Ha ha ha ha ha ha, oh, ha ha ha ha ha, oh god, ha ha 
> ha ha ha ha , or dearie me, oh dear, oh. Sorry. 


It makes me puke, but Intel always makes me puke...puke, puke!! 
> I've played most of these PC games. Most are a bit short on gameplay, 


> they just say 'Missing DLL, would you like us to overwrite your system 
> files - Quit Y/yY?' 


I also wander if the Dreamcast will have a "control-alt-delete" combo on 
it's joypad for the WindowsCE. 


> I don't know whether they are saying it to wind us up, or whether they are 
> so full of themselves they actually believe it. 


It's Intel, that explains a lot. 


DEnnis.. 
—-MESSAGE FILE 3536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02246 


—-MESSAGE FILE 3537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002247 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and other round ups 

Date: Thu, 10 Sep 1998 04:18:10 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldf4gij.1lvrgt3sluy4lqbN@al1-88-140.al.nl1> 
References: <35F6A8D6.485@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


I made two mistakes regarding ECTS: 

one) I had to leave the Sony party on Monday night in the middle of 
Pulp's songs which made me SO angry its unbelievable. I wasnt chased 
out, I just had something to do the next day. Free drink + free food at 
a large party for the first time ever for me, and I have to leave early. 


V V V V V 
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Pulp being there just made it the whole thing a nightmare :) Loved what 
I did see though. 

two) turn up on Tuesday at 4.15 thinking the show shut at 6, but oh no 

it shuts at 4. Silly idiot that I am :) Meant I missed out on giving my 
phone number to all the nice women there. 


V V V V V V 


The party was great. I had some games with a super-girl who came with 
ELSPA. We played Point Blanc several times and I wished I had her 
phonenumber. She was rather smal and wearing a pink shirt (as far as I 
could see). Her name was Kaylee and she was so fine! I had a great chat 
with her. 

Didn't want to miss the party for anything. I stayed till 3.00 when it 
was finished. I was at my hotel at about 4.00 in the morning. 


DEnnis.. 
—-MESSAGE FILE 3537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02247 


—-MESSAGE FILE 3538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002248 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Thu, 10 Sep 1998 04:18:12 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldf4gpm. lhueopwlxba2aeN@al-88-140.al.nl> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <6sk6pj$164j10@chuka.playstation.c 
o.uk> <6srk1q$66613@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Michael Enoch <Michael.Enoch@vissci.com> wrote: 


> Damn, I won't be there, too much work. Everyone have a drink for me..... 
> 
> Mike. 


I did at the Sony party, and I took the glass home. It had the 
Playstation logo on it! 


DEnnis.. (sssst, I'm not sure if this was alowed) 
--MESSAGE FILE 3538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02248 


-—-MESSAGE FILE 3539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002249 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Here At Last!! 

Date: Thu, 10 Sep 1998 10:32:58 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldf4y2j.1s7f£9owls4c740N@al-—88-100.a1.n1l> 
References: <6sr9b6$6668@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered for 34 days) 


Del <derrick.b@virgin.net> wrote: 
Hi Del, 


I remember you, nice you also joint our NY clan. Glad you also turned 
into the Newsgroups. Its a great medium. 


Cheers DEnnis.. 


PS. can you sent me your profile to put on my profilelist? 
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> Hi All 

> 

> My Name is Derrick Bailey (derrickb) and I have only just received my net 
> yaroze system (well last week Friday!) so I would be classed as a newbie to 
> this shores, I was actually on the 1st Middlesex University Course back in 
> August (Hi to Rob,DEnnis, Trev, Manny and the rest!) so have a little head 
> start on the system. Anyway I will be attending ECTS on Sunday and hope to 
> meet other course attendees and others there. 

> 

> SeeYa 

> 

> 

> Del. 


-—-MESSAGE FILE 3539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02249 


—-MESSAGE FILE 3540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002250 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 09:30:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35F78E11.FAB4C944@easynet.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <ldf4biz.izov1312c4moeN@al-88-1 
40.al.nl> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


> lot of dubious comments about the ECTS 'babes"! 
> 


DEnnis, c'mon. You're going to give us lot a bad name. Rather amusing 
though. Glad you had a good time. 


Phil 


—-MESSAGE FILE 3540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02250 


-—-MESSAGE FILE 3541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002251 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 10 Sep 1998 11:23:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35F7A88A.F1A0A6B7@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2251 scea.yaroze.freetalk 
2909 


Hi all 


I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 
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as I really want to be able to run all the Yaroze tools. Currently I'm 
running Softwindows 95 on my old 6100 - barely usable, but it works. 


If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
for one of those, otherwise I will have to sell out... I'll still keep 
my old Mac but try and get a cheapo PC for the Yaroze stuff. 


Let's not start a Mac vs PC flame war, but helpful suggestions 
appreciated. 


Cheers 
Phil 


-—-MESSAGE FILE 3541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02251 


—-MESSAGE FILE 3542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002252 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 07:56:31 -0400 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <35F7BE6F. 34BAF48E@bigfoot.com> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Jeff Hannan wrote: 

> 

> To me the most hilarious thing about ETCS is the people who are touting 
> the end of the console era. 


That is funny. 


> There was Datamonitor, who reckon that over the next few years PC Game 
> sales will outstrip that of consoles. And Intel, who are proclaiming that 
> games consoles are history, and that PCs are the future. 


Fools. They think they can change the way things are by just closing 
their eyes. I don't see why they are doing it though, who cares? PC's 
will never go out of date. Why do they have to proclaim the end of 
consoles? 


> I've played most of these PC games. Most are a bit short on gameplay, 
> they just say 'Missing DLL, would you like us to overwrite your system 
> files = Quit Y/yY?' 


That raises a good and legitimate argument about concoles... You can't 
screw anything up. They are idiot proof. The best example is of Final 

Fantasy 7. Great game, on playstation or PC, but I hear it's a pain to 
get working correctly on PC. The instalation system sucks I hear. Ona 
console - nothing to install. 


Game consoles were ALWAYS plug-n-play, and now plug-n-play is a big buzz 
word in the PC scene. Give me a break. USB is a good start, but consoles 
had the idea nailed decades ago. 


Plus you can tweek a console to hell to make a game look better, but you 
can't do that to a PC because they are all different--a quick speed-up 
on one computer could send another crashing to a blue screen of death. 
Or worse, your computer turn off. (HAH! So much for those advances 
software power management systems) It's happened to me. Pisses me off. 
Working a way, then BLAM. Computer turns OFF, monitor goes into power 
saving mode. (OFF. All fans stop and all lights turn off. I have to 
press the power button to get it back on) 
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Plus programers seem to like programing for consoles more than PC's 
because of the technical support from the hardware developer... It's all 
game oriented; hardware and technical support. 


Game companies will rise and fall, but game consoles will never die. At 
least not in the forseeable future. The ease of use, combined with the 
faster development and more rugged piracy protection make consoles 
around for a long time. (Nintendo is in trouble though...) 


Anyone who thinks differently is deluding themselves. 


I know it might be a taboo to talk about it here, but I'll be purchasing 
a Dreamcast system the day it comes out in the states. I've looked 
through the hardware specs, and it looks very impressive. Check out the 
Next Generation article if you are able -- you might only be able to get 
it in the states. 


"Darco 
-—-MESSAGE FILE 3542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02252 


—-MESSAGE FILE 3543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002253 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 13:16:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35F7C310.BB90296C@easynet.co.uk> 

References: <memo.19980909181344.27359A@jJmhannan.compulink.co.uk> <35F7BE6F.34BAF48E 
@bigfoot.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Darco wrote: 


That raises a good and legitimate argument about concoles... You can't 
screw anything up. They are idiot proof. The best example is of Final 

Fantasy 7. Great game, on playstation or PC, but I hear it's a pain to 
get working correctly on PC. The instalation system sucks I hear. On a 
console - nothing to install. 


Game consoles were ALWAYS plug-n-play, and now plug-n-play is a big buzz 
word in the PC scene. Give me a break. USB is a good start, but consoles 
had the idea nailed decades ago. 


VVVVVVVV VV 


How about the iMac - as plug and play as a console with the power of a PC. And 
then some. Shame there's so few games out for it! 


Phil 


—-MESSAGE FILE 3543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02253 


—-MESSAGE FILE 3544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002254 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 14:51:18 +0100 

Organization: I wish! 
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Lines: 13 

Message-ID: <35F7D956.53AA@mdx.ac.uk> 

References: <memo.19980909181344.27359A@jJmhannan.compulink.co.uk> <ldf4g7h.1bq67u41d 
tpv5uN@al-88-140.al.nl> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 
> Want to hear one of their other toutings? What about the death of Apple 
> a few years ago? As far as I know Apple is more a live than ever! 


Ive not got anything against the Mac, but they are not more alive than 
ever (at least in terms of the company and not the user community). They 
have been losing money for the past couple of years. Supposedly the iMac 
will be do them good service (i hope). 


Ive got nowt against Macs, but people do get rather overzealous in their 
defence :) 


Rob :P 
—-MESSAGE FILE 3544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02254 


—-MESSAGE FILE 3545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002255 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 16:22:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <35F7EECE.248B@england. com> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> <ld 
f4fef.1lqrrimikjkbcsN@al-88-140.al.nl1> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 


Robert Ryan <sol.campbell@england.com> wrote: 


> couple of bags, a Tekken 3 calendar, a Lara Croft postcard, a Yaroze 
> pen, a playstation pen, a few sweeties and a load of bruises. 


I have it all too, but what is bruises? And yeah right, CD's falling 
accidently in your bag... 


VVVVVVVV 


Bruises are what you get when you get when you throw yourself in with an 
angry mob chasing playstation goodies (or when you insult DEnnis on the 
groups =). As for CD's ‘accidentally' falling into my bag; it was the 
same when I 'accidentally' smacked some kid over the head about a dozen 
times to get his playstation mug :օ 


> The Vm Labs stand was closed off to the public. I was hoping to swipe a 
> Project X prototype =) (and maybe get a glimpse of Mr Minter). 


I did went in there and got even some gimmicks.. 


VVVVYV 


You did?? You lucky bastard! What'd you get? 


that, I spent a rather unhealthy amount of time trying to ogle the 
dancing girls at the Akklaim stand. 


Vv 
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> There were better girls around, believe me. I consider myself a 
> specialist on the ECTS promogirls now ;-) 
> [just kidding for the ones that don't get it] 


But were the other ladies turning cartwheels and doing the splits? It's 
probably better to avoid discussing the physical assets of the promo 
girls (but we have to mention them at least once =). 


DEnnis; I'm glad to see that you and Tanvir have finally kissed and made 
up. This is great. Everyone's best mates again. I'm so happy, I could 
cry.. (*sniff) 


I'm looking forward to seeing the pictures =) 


Rob Ryan. 
—-MESSAGE FILE 3545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02255 


-—-MESSAGE FILE 3546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002256 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 10 Sep 1998 22:13:32 +0200 

Organization: Debri Productions 

Lines: 40 

Message-ID: <ldf5swh.1s66irvd8v97qN@al-—88-118.al.nl1> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2256 scea.yaroze.freetalk 
911 


Phil Gooch <philg@easynet.co.uk> wrote: 

> Hi all 

Hi my friend, 

> I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 


> as I really want to be able to run all the Yaroze tools. Currently I'm 
> running Softwindows 95 on my old 6100 - barely usable, but it works. 


6100, a classic but trustable. I used to have one of those, only I 
swapped it for the 8500av I still own. 


> If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
> for one of those, otherwise I will have to sell out... I'll still keep 
> my old Mac but try and get a cheapo PC for the Yaroze stuff. 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. And as far as I know, RealPC should beat VirtualPC2 in speed. So 
don't buy a PC if you can have them both. And to be clear, VPC works 
fine on my PB1400 166 (604e) and on my PPC 8500av 120 (604). 


> Let's not start a Mac vs PC flame war, but helpful suggestions 
> appreciated. 


Good Idea, let's not. Only you better put this question in the 
mac—newsgroup next time. And check out Paul's memberpage, he 15 
dedicating it to "Mac - Yaroze" development. With questions you can also 
turn to Ira Rainey (~shadow) who was the first mac-yaroze expert I met. 


Cheers, 


DEnnis.. 


> Cheers 


Net Yaroze newsgroups message dump.txt Page 2249 


> 

> Phil 

—-MESSAGE FILE 3546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02256 


—-MESSAGE FILE 3547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002257 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 22:13:37 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldf5tc7.95059711lqu1l8gN@al-—88-118.a1l.nl> 

References: <memo.19980909181344.27359A@jJmhannan.compulink.co.uk> <ldf4g7h.1bq67u41d 
tpv5uN@al-88-140.al.nl> <35F7D956.53AA@mdx.ac.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> > Want to hear one of their other toutings? What about the death of Apple 
> > a few years ago? As far as I know Apple is more a live than ever! 

> 

> Ive not got anything against the Mac, but they are not more alive than 

> ever (at least in terms of the company and not the user community). They 
> have been losing money for the past couple of years. Supposedly the iMac 
> will be do them good service (i hope). 

> 

> Ive got nowt against Macs, but people do get rather overzealous in their 
> defence :) 

> 

> Rob :P 


just lets not start this discussion again. But can you tell me what 
Toutings are? 


DEnnis.. :L) 
—-MESSAGE FILE 3547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02257 


—-MESSAGE FILE 3548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002258 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 22:13:41 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldf5tgt.nmo31lfltkd2nqN@al-88-118.al.nl> 

References: <memo.19980909181344.27359A@jJmhannan.compulink.co.uk> <35F7BE6F.34BAF48E 
@bigfoot.com> <35F7C310.BB90296C@easynet.co.uk> 

NNTP-Posting-Host: al-88-118.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


Phil Gooch <philg@easynet.co.uk> wrote: 


How about the iMac - as plug and play as a console with the power of a PC. And 
then some. Shame there's so few games out for it! 


V V V V 


Games companies are turning towards Mac again. They think it is a great 
medium for home-users and gamers that want to do multi-player games. I 

like mac but didn't believe it. I checked some sources I have and found 
out that it is true. After TombRaider there will get more and more games 
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for the mac. We'll just have to see. I trust Apple with the iMac and I 
hope it will be succesfull. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02258 


—-MESSAGE FILE 3549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002259 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 22:13:45 +0200 

Organization: Debri Productions 

Lines: 52 

Message-ID: <ldf5tpu.396034t14h2dN@al1-88-118.a1l.nl1> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> ՀԼՎ 
f4fef.1lqrrimikjkbcsN@al-88-140.al.nl> <35F7EECE.248B@england.com> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


Robert Ryan <sol.campbell@england.com> wrote: 


Bruises are what you get when you get when you throw yourself in with an 
angry mob chasing playstation goodies (or when you insult DEnnis on the 
groups =). As for CD's ‘accidentally' falling into my bag; it was the 
same when I 'accidentally' smacked some kid over the head about a dozen 
times to get his playstation mug :օ 


VV V V V 


So you had a great time. I just hit on a great looking Playstation girl 
to get the mug.... and it worked! 


> The Vm Labs stand was closed off to the public. I was hoping to swipe a 
> Project X prototype =) (and maybe get a glimpse of Mr Minter). 


I did went in there and got even some gimmicks.. 


VVVVVVV 
V V V V V 


You did?? You lucky bastard! What'd you get? 


Stopid stuff like a stairswalker (or how do you call that thing) pens 
and a very bad impression on the system. 


> that, I spent a rather unhealthy amount of time trying to ogle the 
> dancing girls at the Akklaim stand. 


There were better girls around, believe me. I consider myself a 
specialist on the ECTS promogirls now :-) 
[just kidding for the ones that don't get it] 


VV NV V V V 


But were the other ladies turning cartwheels and doing the splits? It's 
probably better to avoid discussing the physical assets of the promo 
girls (but we have to mention them at least once =). 


VVVVVVVV VV 


I shall put my promogirls pics on the net, you'll all be astonished, 
believe me! 


> DEnnis; I'm glad to see that you and Tanvir have finally kissed and made 
> up. This is great. Everyone's best mates again. I'm so happy, I could 
> cry.. (*sniff) 


I'm now looking for other people to bug, anybody interested? 


> I'm looking forward to seeing the pictures =) 
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Mee to, every ten minutes when I take a look at them.. 
(promogirls-pictures) 


DEnnis... 
—-MESSAGE FILE 3549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02259 


—-MESSAGE FILE 3550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002260 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Thu, 10 Sep 1998 22:13:50 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1df5u24.1lgqkv7hglnyvrjaN@al-88-118.al.nl1> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <ldf4biz.izov1312c4moeN@al-88-1 
40.al.nl> <35F78E11.FAB4C944@easynet.co.uk> 

NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


Phil Gooch <philg@easynet.co.uk> wrote: 


> DEnnis Brinkhuis wrote: 

> 

> > lot of dubious comments about the ECTS 'babes'"! 

>> 

> 

> DEnnis, c'mon. You're going to give us lot a bad name. Rather amusing 
> though. Glad you had a good time. 

> 

> Phil 

Good time??? I was in bloody heaven!!! I saw the light! (and the babes!) 
Sorry for getting a bad name around here... although I do expect this to 


stay within the walls օք our NY-scene ;-) 


DEnnis.. 
—-MESSAGE FILE 3550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02260 


—-MESSAGE FILE 3551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002261 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tonesNOSPAMMING@mcmail .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Thu, 10 Sep 1998 21:22:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35F8351B.5FF7@mcmail.com> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
.co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBA@ 
mdx.ac.uk> <ldf4g0u.lpybqnila6v0otN@al-88-140.a1.nl> 

Reply-To: caz.tonesNOSPAMMING@mcmail.com 

NNTP-Posting-Host: asnl6-202.mcmail.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01C-IDv3b (Win95; 1) 


DEnnis wrote 

> I don't like either of them. I never go to the public site, what do I 

> need to do there? And the pricedrop makes some of us feel like fools for 
> paying over 100 pounds more 2 weeks ago for a NY. 


Hi DEnnis, 
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I got mine two weeks ago, paying £450 for 'The Kit' and Codewarrior - 
and being on a tight budget anyway makes it that bit more painful :) 


Still, thats the way it goes sometimes : ( 
Cheers, 


Tones 
-—-MESSAGE FILE 3551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02261 


—-MESSAGE FILE 3552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002262 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 10 Sep 1998 21:36:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <memo.19980910222801.42155D@jmhannan.compulink.co.uk> 
References: <ldf4g7h.1lbq67u4ldtpv5uN@al1-88-140.al.nl1> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-07.compulink.co.uk 


In article <ldf4g7h.1lbq67u4ldtpv5uN@al-88-140.al.nl>, macsuppor@al.nl 
(DEnnis Brinkhuis) wrote: 


> I also wander if the Dreamcast will have a "control-alt-—delete" combo on 
> it's joypad for the WindowsCE. 


Maybe not, but rumours can be started. From now on, its official news. 
ut) 


Jeff 
--MESSAGE FILE 3552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02262 


--MESSAGE FILE 3553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002263 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 17:05:53 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35F83F31.E725710B@bigfoot.com> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <35F7BE6F.34BAF48E 
@bigfoot.com> <35F7C310.BB90296C@easynet.co.uk> 

NNTP-Posting-Host: 65.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Phil Gooch wrote: 

> 

> How about the iMac - as plug and play as a console with the power of a PC. And 
> then some. Shame there's so few games out for it! 


The iMac is neato... But, even though it packs quite a punch for such a 
low cost system, it still costs hundreds more than a console. 


The whole idea behind consoles is that they cost less than computers, 
but they can provide graphics quality at or above most common PC setups. 
Believe it or not, most computers can't do what the N64 can do, or for 
that matter even what the playstation can do. 


Sure, if you get a new pentium 450 w/128 megs of ram, a dual voo-doo 2 
graphics setup and a Turtle Beach Montego PCI A3D sound card it'll beat 
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the stew out of any game console on the market and certainly most of the 
arcade systems. But most people have something similar to a pentium 200 
with 32 megs of ram and maybe a modest 3D accelerator card. 


Consoles allow you to get top-notch graphics capability for a low cost. 
That is why consoles will always be around. 


"Darco 
--MESSAGE FILE 3553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02263 


—-MESSAGE FILE 3554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002264 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Thu, 10 Sep 1998 23:30:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 
Message-ID: <6t9julSpf54@chuka.playstation.co.uk> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jeff Hannan wrote in message 

>To me the most hilarious thing about ETCS is the people who are touting 
>the end of the console era. 

> 

>There was Datamonitor, who reckon that over the next few years PC Game 
>sales will outstrip that of consoles. And Intel, who are proclaiming that 
>games consoles are history, and that PCs are the future. 

> 

>That makes me laugh. Ha ha ha ha ha ha, oh, ha ha ha ha ha, oh god, ha ha 
>ha ha ha ha , or dearie me, oh dear, oh. Sorry. 

> 

>I've played most of these PC games. Most are a bit short on gameplay, 
>they just say 'Missing DLL, would you like us to overwrite your system 
>files - Quit Y/Y?' 

> 

>I don't know whether they are saying it to wind us up, or whether they are 
>so full of themselves they actually believe it. 

> 

>Jeff 

> 

Now, I am not saying that consoles are going to die out, far from it! 
However I am going to contest what you say about PC games. If most PC games 
give you some errors then YOU must be doing something wrong. I know my PC 
inside out and no games give me the sort of problems you are hinting at even 
when I install them using the standard options that you should also use. As 
for saying that most are short of gameplay, true, but the same goes for 
console games. Plus, most of the console games currently available are also 
available on the PC. Ok, you might need 3D hardware but now most new PC's 
come with 3D hardware installed as standard. Competition is pushing the 
prices lower all the time, not something that can be said for consoles 
(well, granted they have their prices low to start with!! ;) 


Nuff said :) 


JohnT 


--MESSAGE FILE 3554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02264 


—-MESSAGE FILE 3555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002265 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Fri, 11 Sep 1998 00:58:54 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldf622s.1lsnqa6e4zfxbcN@al-—88-105.al.nl> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
.co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBA@ 
mdx.ac.uk> <ldf4g0u.1lpybqnila6v0otN@al-88-140.al.nl> <35F8351B.5FF7@mcmail.com> 
NNTP-Posting-Host: 81-88-105.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


Tones <caz.tonesNOSPAMMING@mcmail.com> wrote: 


> DEnnis wrote 

> > I don't like either of them. I never go to the public site, what do I 
> > need to do there? And the pricedrop makes some of us feel like fools for 
> > paying over 100 pounds more 2 weeks ago for a NY. 

> 

> Hi DEnnis, 

> 

> I got mine two weeks ago, paying 450 for 'The Kit' and Codewarrior - 

> and being on a tight budget anyway makes it that bit more painful :) 

> 

> Still, thats the way it goes sometimes : ( 

> 

> Cheers, 

> 

> Tones 


I think that sony should do at least a little refund. The difference is 
realy much. Not that it hurts me, but I just feel sorry for you. 
I don't think its fair. 


DEnnis.. 
—-MESSAGE FILE 3555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02265 


—-MESSAGE FILE 3556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002266 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Fri, 11 Sep 1998 00:56:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6t9pe6éSpf55@chuka.playstation.co.uk> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9julSpf54@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: mfs2-dnbqw-137.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


JohnT wrote in message <6t9julSpf54@chuka.playstation.co.uk>... 

>Now, I am not saying that consoles are going to die out, far from it! 
>However I am going to contest what you say about PC games. If most PC games 
>give you some errors then YOU must be doing something wrong. I know my PC 
>inside out and no games give me the sort of problems you are hinting at 
even 

>when I install them using the standard options that you should also use. 


This is the whole problem with PCs, users have to learn too much, any user 
should be able to operate a PC without learning (most people simply 
haven't got the time & therefore rely on the programmers to do a good job) 
ie intuitive. 
How would you feel about your VCR if you had to retune your TV everytime you 
got a new video tape, you'ld probably not use it (lets face it the majority 
of the population can't even program a VCR, hence video Plus ,so what hope 
have they got with a PC when their game gives them some cryptic error 
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message). 

Gaming is entertainment, if your average punter has to learn the inner 
workings of the machine that is supposed to entertain them, then in my 

mind some of that entertainment is lost. 

I think that the PC vs console arguments are missing the point, the real aim 
is a broader audience for games, if this turns out to be a console, Mac or a 
more friendly PC (that plugs into your spanking new digital TV) then so be 
ԼԵ» 


Cheers 


Nick S 
(who enjoys games on PCs & consoles) 


—-MESSAGE FILE 3556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02266 


—-MESSAGE FILE 3557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002267 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Fri, 11 Sep 1998 09:11:00 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <ldf62sq.lwrstwmb6zse8N@al-—88-119.al.nl> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9julSpf54@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: 81-88-119.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 35 days) 


JohnT <johnt@nettech.demon.co.uk> wrote: 


Now, I am not saying that consoles are going to die out, far from it! 
However I am going to contest what you say about PC games. If most PC games 
give you some errors then YOU must be doing something wrong. I know my PC 
inside out and no games give me the sort of problems you are hinting at even 
when I install them using the standard options that you should also use. As 
for saying that most are short of gameplay, true, but the same goes for 
console games. Plus, most of the console games currently available are also 
available on the PC. Ok, you might need 3D hardware but now most new PC's 
come with 3D hardware installed as standard. Competition is pushing the 
prices lower all the time, not something that can be said for consoles 
(well, granted they have their prices low to start with!! ;) 


VVVVVVVVV VV 


Sorry I don't agree. If you never worked with a PC and you just try to 
get it to work normally you do get errors and that is coursed by the 
system that is bad designed. And your lack off knowlidge. But you should 
be able to play a game with out computerknowledge. I see my Mac and my 
NY as different systems. If I play a game, I don't want my nose pushed 
on the glass of the monitor and I just prefer a big screen (TV) ona 
bigger distance and a easy chair in stead of my deskchair. I also like 
games like Time-crises and Point Blank. They are no good for PC. And 
it's great that a game looks the same on all systems in case of a 
console. A PC is so personal and it can look so different on different 
systems. 


> Nuff said :) 
Me too 
DEnnis.. 


—-MESSAGE FILE 3557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02267 


—-MESSAGE FILE 3558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002268 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: 11 Sep 1998 07:44:10 GMT 

Organization: SCEE 

Lines: 20 

Message-ID: <0Olbddcf4$e276a840Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
.co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBAG@ 
mdx.ac.uk> <ldf4g0u.lpybqnila6év0otN@al-88-140.a1l.nl> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
You won your Net Yaroze!! You didn't even pay for it!! 
George 


*views are my own not Sony's..blah! blah! blah!* 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldf4g0u.lpybqnilaév0otN@al-88-140.al.nl>... 


I don't like either of them. I never go to the public site, what do I 
need to do there? And the pricedrop makes some of us feel like fools for 
paying over 100 pounds more 2 weeks ago for a NY. 


> 
> 
> 
> 
> DEnnis.. 

> 

—-MESSAGE FILE 3558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02268 


—-MESSAGE FILE 3559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002269 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 11 Sep 1998 09:47:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35F8E3AB.E53428BBéeasynet.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-88-118.al.n 
1» 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2269 scea.yaroze.freetalk 
2913 


DEnnis Brinkhuis wrote: 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. 


V V V V 


He must have some serious cash to have one of those! I don't think my budget 

will stretch that far, but it's good to know that an PC emulator running on a 
Mac can thrash a Pentium II. I'll probably go for a G3/266 - they can be had 

for less that £1000 now. 
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> 

> 

> Good Idea, let's not. Only you better put this question in the 
> mac-newsgroup next time. And check out Paul's memberpage, he is 
> dedicating it to "Mac - Yaroze" development. 


I checked out his page - it's as empty as mine! Great to know I'm not the only 
lazy one around around here. 


So when are you in London next DEnnis - the Apple Expo in November? 
Cheers 


Phil 


—-MESSAGE FILE 3559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02269 


-—-MESSAGE FILE 3560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002270 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Fri, 11 Sep 1998 09:57:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6taosgSpf56@chuka.playstation.co.uk> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> 

Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 

NNTP-Posting-Host: host5-99-63-142.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Mike Hatfield wrote in message <6t5verSbge9@chuka.playstation.co.uk>... 
>"Me me me me me!!!" 

> 

>Cheers Rob! 

> 

>Mike 

>mjhatfield at email dot msn dot com 


At the risk of looking like I'm talking to myself.... 


Got the CD last night - thanks Rob. 


—-MESSAGE FILE 3560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02270 


-—-MESSAGE FILE 3561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002271 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Fri, 11 Sep 1998 10:33:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35F8EE58.3B45@england. com> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 (Win95; I) 


Mike Hatfield wrote: 


> 

> Mike Hatfield wrote in message <6t5verSbge9@chuka.playstation.co.uk>... 
> >"Me me me me me!!!" 

>> 

> >Cheers Rob! 

>> 

> >Mike 

> >mjhatfield at email dot msn dot com 

> 

> At the risk of looking like I'm talking to myself.... 
> 

> Got the CD last night - thanks Rob. 


That was quick.. Sorry I didn't reply to anyone; just that the free mail 
service I was using managed to delete all my old messages for me (and 
I'd run out of anything even mildly amusing to say =). I sent off yours 
and Phils' disks on Tuesday. 

There's still another CD up for grabs if anyone wants it. If it's not 
claimed by the end of the day, I'm sure it'll find a good home. I'd 
prefer someone claimed it though: I get a kick out of charging personal 
post to the company =). 


Rob Ryan. 
—-MESSAGE FILE 3561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02271 


-—-MESSAGE FILE 3562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002272 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Yaroze Homepage 

Date: Fri, 11 Sep 1998 12:03:37 +0100 
Organization: DMA Design Ltd 

Lines: 11 

Message-ID: <35F90389.7DEF@dma-—design. com> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Sony, would it be possible to add a 'recent changes' page to the Yaroze 
pages? On the main homepage, it says when it was last updated but gives 
no clue as to what has actually *changed*. 


It'd just aid navigation... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02272 


-—-MESSAGE FILE 3563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002273 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 11 Sep 1998 12:34:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <ldf5vdd.  940ixvdr9ugmN@th-pm05-04.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 


Net Yaroze newsgroups message dump.txt Page 2259 


1» 

NNTP-Posting-Host: th-pm05-04.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2273 scea.yaroze.freetalk 
2915 


—-MESSAGE FILE 3563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02273 


—-MESSAGE FILE 3564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002274 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 11 Sep 1998 12:30:11 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35F909C3.1753@mdx.ac.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2274 scea.yaroze.freetalk 
2916 


DEnnis Brinkhuis wrote: 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. 


VVVVVV 
V V V V 


Hmm, dont take the speed of the machines on the course to be standard. 
For some unknown reason they run well below their specs, and Im not sure 
why. I have this 

dubious feeling it may well be because of the terrible hard drives. I 
mean, my P75 (course ones were P166+mmx) runs 3 times faster than them 
on most apps. 


Rob 
—-MESSAGE FILE 3564 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02274 


—-MESSAGE FILE 3565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002275 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Fri, 11 Sep 1998 16:17:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <1df78i6.n8yctva9ycowN@th-pm05-04.ndirect.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
.co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBA@ 
mdx.ac.uk> <ldf4g0u.lpybqnila6év0otN@al-—88-140.al1.nl> 

NNTP-Posting-Host: th-pm05-03.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 
Robert Swan <rsl108@mdx.ac.uk> wrote: 


> > Yep, the announcement was the price drop and the new public website. 


> 
> 
> > James Rutherford wrote: 
> 
>> 
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> I don't like either of them. I never go to the public site, what do I 

> need to do there? And the pricedrop makes some of us feel like fools for 
> paying over 100 pounds more 2 weeks ago for a NY. 

> 

> DEnnis.. 


People like me you mean!!! 


Chee Fai (also on the Middlesex course in July) has not bought his yet. 
He has just moved into a new house and has other things to do. He said 
at the time that he would wait about a month. 


Either he knew something that I didn't (and he damn well should've told 
me, seeing as I've known him since 6yrs old!) or it's one ENORMOUS 
coincidence. 


Then again, he's a jammy b****, he always manages to sell something, 

just before the retail price drops, etc.... 

—-MESSAGE FILE 3565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02275 


—-MESSAGE FILE 3566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002276 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Fri, 11 Sep 1998 16:17:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <1ldf78mz.1rlx53vldectd2N@th-pm05-04 .ndirect.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
.co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBAG@ 
mdx.ac.uk> <ldf4g0u.lpybqnila6v0otN@al-88-140.al.nl> <Olbddcf4$e276a840Sf£2e832a20gba 
in.wav.scee.sony.co.uk> 

NNTP-Posting-Host: th-pm05-03.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hi there, 

> 

> You won your Net Yaroze!! You didn't even pay for it!! 

> 

> George 

> 

> *views are my own not Sony's..blah! blah! blah!* 

> 

> 

> 

> DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 

> <ldf4g0u.lpybqnila6v0otN@al-88-140.al.nl>... 

> 

> > I don't like either of them. I never go to the public site, what do I 
> > need to do there? And the pricedrop makes some of us feel like fools for 
> > paying over 100 pounds more 2 weeks ago for a NY. 

>> 

> > DEnnis.. 

>> 


DEnnis is acting as 'ambassador' to the rest of us. Even though he did 
get his for 'free' (worked very hard for it I think), he realises the 
impact of the situation, whether it happened to him or not. 


It's called compassion...;-) 


—-MESSAGE FILE 3566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02276 


—-MESSAGE FILE 3567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002277 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Fri, 11 Sep 1998 16:17:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <ldf78ym. 86aapklcjpkydN@th-pm05-04.ndirect.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> ՀԼՎ 
f4fef.1lqrrimikjkbcsN@al-88-140.al.nl> <35F7EECE.248B@england.com> <ldf5tpu.396034t14 
h2dN@al-88-118.al.nl> 

NNTP-Posting-Host: th-pm05-03.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


Robert Ryan <sol.campbell@england.com> wrote: 


Bruises are what you get when you get when you throw yourself in with an 
angry mob chasing playstation goodies (or when you insult DEnnis on the 
groups =). As for CD's ‘accidentally' falling into my bag; it was the 
same when I 'accidentally' smacked some kid over the head about a dozen 
times to get his playstation mug :օ 


VV V V V 


So you had a great time. I just hit on a great looking Playstation girl 
to get the mug.... and it worked! 


> The Vm Labs stand was closed off to the public. I was hoping to swipe a 
> Project X prototype =) (and maybe get a glimpse of Mr Minter). 


I did went in there and got even some gimmicks.. 


VV NV V V V V 
V V V V V 


You did?? You lucky bastard! What'd you get? 


Stopid stuff like a stairswalker (or how do you call that thing) pens 
and a very bad impression on the system. 


> that, I spent a rather unhealthy amount of time trying to ogle the 
> dancing girls at the Akklaim stand. 


There were better girls around, believe me. I consider myself a 
specialist on the ECTS promogirls now :-) 
[just kidding for the ones that don't get it] 


V V V V V V 


But were the other ladies turning cartwheels and doing the splits? It's 
probably better to avoid discussing the physical assets of the promo 
girls (but we have to mention them at least once =). 


VVVVVVVV VV 


I shall put my promogirls pics on the net, you'll all be astonished, 
believe me! 


> DEnnis; I'm glad to see that you and Tanvir have finally kissed and made 
> up. This is great. Everyone's best mates again. I'm so happy, I could 

> cry.. (*sniff) 

I'm now looking for other people to bug, anybody interested? 


> I'm looking forward to seeing the pictures =) 


Mee to, every ten minutes when I take a look at them.. 
(promogirls-pictures) 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> 

> DEnnis... 

—-MESSAGE FILE 3567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02277 
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—-MESSAGE FILE 3568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002278 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Fri, 11 Sep 1998 16:17:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <1df78zj.17cvj3wyydugqeN@th-pm05-04.ndirect.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> ՀԼՎ 
f4fef.1lqrrimikjkbcsN@al-88-140.al.nl> <35F7EECE.248B@england.com> <ldf5tpu.396034t14 
h2dN@al-88-118.al.n1> 

NNTP-Posting-Host: th-pm05-03.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> 
> Stopid stuff like a stairswalker (or how do you call that thing) pens 
> and a very bad impression on the system. 


It was called a 'Slinky' at one time (yeeeeaaarrs ago, I had one, a 


metal one, that used to go down steps on its own... only it didn't) 

> 

> 

>> > > that, I spent a rather unhealthy amount of time trying to ogle the 
> > > > dancing girls at the Akklaim stand. 

>>> 

> > > There were better girls around, believe me. I consider myself a 
> > > specialist on the ECTS promogirls now ;-) 

> > > [just kidding for the ones that don't get it] 

>> 

> 

> I shall put my promogirls pics on the net, you'll all be astonished, 
> believe me! 

> 

Don't forget the one of the catsuit girl on your lap D!! If you don't 


put it up, I have a copy and I will..!!! 


Paul 
-—-MESSAGE FILE 3568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02278 


—-MESSAGE FILE 3569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002279 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Fri, 11 Sep 1998 16:17:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <1df793t.1lforwyul4o3klkN@th-pm05-04.ndirect.co.uk> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35f58915.6037087@news.playstat 
ion.co.uk> <6t5vojSbgel0@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm05-03.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


Mike Hatfield <mjhatfield@msn.com> wrote: 


> Anyone else get a beanbag Intel Bunny Man? You were supposed to drive a 

> lego truck around by remote camera control to win one, but somehow one just 
> "fell" out of the bucket into my bag... 

> 

One thing seems common regarding the Yaroze members 'beano' to ECTS this 
year: a lot of stuff was 'falling' into people's bags. 
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What were you doing, walking around with the bag open?!!! 


Most if the stuff I got was donated by DEnnis, who seemed to have at 
least two of everything (thanks D!) 


Paul 
—-MESSAGE FILE 3569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02279 


-—-MESSAGE FILE 3570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002280 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 

Date: Fri, 11 Sep 1998 18:17:53 +0100 

Organization: The Hex Heroes 

Lines: 9 
Message-ID: <35F95B41.63BE@writeme.com> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.1lhfuxlolwuztxpN@al-88 
-133.81.ոլ» <35F0227F.66FB@writeme.com> <ldeutui.18n0c2841019gN@a1l-88-127.al.n1l> <35 
F6935E.6890@writeme.com> <ldf4b6u.8ki3kn13tsvcwN@al-88-140.al.nl> 

NNTP-Posting-Host: at15-030.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> This is ever so cool! I wish ECTS was 4 times a year! 
I'm sure if you bug them enough... 
70) 


James. 
—-MESSAGE FILE 3570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02280 


--MESSAGE FILE 3571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002281 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Fri, 11 Sep 1998 18:20:42 +0100 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35F95BEA.5056@writeme.com> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
-co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBAG@ 
mdx.ac.uk> <ldf4g0u.lpybqnila6v0otN@al-88-140.al.nl> <1df£78i6.n8yctva9ycowN@th-pm05- 
04.ndirect.co.uk> 

NNTP-Posting-Host: at15-030.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Paul Harvey wrote: 


> Then again, he's a jammy b****, he always manages to sell something, 
> just before the retail price drops, etc.... 


I'd stick around with that guy, he sounds like he's firmly tapped into 
the ether... 


James. 
—-MESSAGE FILE 3571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02281 
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-—-MESSAGE FILE 3572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002282 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Fri, 11 Sep 1998 18:23:05 +0100 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <35F95C79.6B38@writeme.com> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> <ld 
f4fef.1lqrrimikjkbcsN@al-88-140.al.nl> <35F7EECE.248B@england.com> <ldf5tpu.396034t14 
h2dN@al-88-118.al.nl> <ldf78zj.17cvj3wyydugeN@th-pm05-04.ndirect.co.uk> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Paul Harvey wrote: 


> Stopid stuff like a stairswalker (or how do you call that thing) 
> pens and a very bad impression on the system. 


It was called a 'Slinky' at one time (yeeeeaaarrs ago, I had one, a 


> 
> 
> 
> 
> metal one, that used to go down steps on its own... only it didn't) 


It all clicks into place - I thought DEnnis meant a zimmer-frame... ;) 


James. 
-—-MESSAGE FILE 3572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02282 


—-MESSAGE FILE 3573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002283 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze Homepage 

Date: Fri, 11 Sep 1998 18:30:25 +0100 
Organization: The Hex Heroes 

Lines: 8 

Message-ID: <35F95E1F.2342@writeme.com> 
References: <35F90389.7DEF@dma-design.com> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Brian Baird wrote: 


> Sony, would it be possible to add a 'recent changes' page to the 
> Yaroze pages? 


Seconded! 
James. 


—-MESSAGE FILE 3573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02283 


—-MESSAGE FILE 3574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002284 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 11 Sep 1998 17:36:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 2265 


Lines: 9 

Message-ID: <memo.19980911182813.56315A@jmhannan.compulink.co.uk> 
References: <35F6DFAD.5F6C@manc.u-net.com> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-04.compulink.co.uk 


In article <35F6DFAD.5F6C@manc.u-net.com>, james@manc.u-net.com (James 
Shaughnessy) wrote: 


> Jim, getting a couple of things off his chestal area, 
I find that being able to talk to you guys about it helps me cope. 
Jeff 


—-MESSAGE FILE 3574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02284 


—-MESSAGE FILE 3575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002285 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The Flibraries, yo ho ho! 

Date: Fri, 11 Sep 1998 19:18:47 +0100 
Organization: The Hex Heroes 

Lines: 29 

Message-ID: <35F96987.15DB@writeme.com> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Chipper, Sailor! 


Yaroze cadet searching for a rubber ring? 
Admiral seeking someone to sweep the deck? 


Treat your vessel with some respect - install the ever bouyant 
Flibraries for a smoother sea-crossing. 


Standard pad, analogue pad and joystick, NeGcon, mouse, GunCon-45 and 
helm (*) are fully supported in the new FControl. Up-periscope with 
FScreen to make sure your port-hole is ever clean (w/ 256, 512 line 
patches) and um... avoid blackbeard with FLogic. 


Get your ship seaworthy in less time than it takes to walk the plank 
with the Yaroze template - a powerful, flexible start for your 
applications. 


Full ship-logs are included. 
Don't be a land-lubber, 


X marks the spot for [FLIBS1_0.ZIP] @ 
http://www.netyaroze-europe.com/~mrfrosty/ 
(at least give it a try, eh?) 


James (~mrfrosty) 
[who is quite obviously desperate to publicise but not to cross-post] 


(*) currently not sea-worthy. 
—-MESSAGE FILE 3575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02285 


—-MESSAGE FILE 3576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002286 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yaroze Homepage 

Date: Fri, 11 Sep 1998 21:35:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6tclnhSpf57@chuka.playstation.co.uk> 

References: <35F90389.7DEF@dma-design.com> <35F95E1F.2342@writeme.com> 
NNTP-Posting-Host: lon-dnbsi-239.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <35F95E1F.2342@writeme.com>... 
>Seconded! 


Thirded! 
Has anyone found out exactly what is new ? 
Cheers 


Nick S 


—-MESSAGE FILE 3576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02286 


—-MESSAGE FILE 3577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002287 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: I got Metal Gear Solid!!! (premium pack) 
Date: Sat, 12 Sep 1998 23:11:06 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6te361$4512@chuka.playstation.co.uk> 
NNTP-Posting-Host: 202.82.241.84 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


Well, those of you at ECTS who might have been keen enough to queue for a 
glimpse of Metal Gear Solid will perhaps be happy to hear that, yes, it IS 
absolutely incredible and plays as good as it looks! I don't give a toss 
that it's all in Japanese (well, maybe a little bit) - that's the price you 
pay for getting the 'Premium Pack' with a t-shirt, art book, dog tags 
(*exactly* like the ECTS freebie ones), music CD and bizarre free postcards, 
All for the princely sum of fifty quid, most likely the UK RRP come January. 
Get the US import (21/10/98) as soon as you can - after all, what's the 
point in owning The World's Most Expensive Chipped Playstation (tm) 
otherwise...? 


(happy smile) 


Nick F 

ps Oh yeah, I'm in Hong Kong just now - that's why it was so cheap. Yours 
for 100 quid at Computer Exchange - if they can find you one (there's stacks 
here) :-) 


pps Sorry to be a gloating w***er, but I'm just so chuffed. 
ppps Those of you who know how much I creamed over Goldeneye will be amazed 


to hear me suggest that MGS might well be even better...! 


—-MESSAGE FILE 3577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02287 
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--MESSAGE FILE 3578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002288 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.freetalk.english 

Subject: My first upload! 

Date: Sat, 12 Sep 1998 16:51:37 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35FA9886.3D546A0D@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:288 scee.yaroze.freetalk.english:2 
288 


Well, hardly worth waiting for but here it is: 
http: //www.netyaroze-europe.com/~pgooch/ftp/pixies.zip 


It's a 3D effort based on Peter Passmore and Robert Swan's tutorial 
source code. You drive around a forest shooting irritating blue pixies 
that have a habit of running around and trying to bash up your car. 
Source code included (for what it's worth!). Has music (a bit of Bach) 
and sound effects. 


Has lots of problems - not least the really bad slowdowns that I can't 
figure out, or the sound that is supposed to play when you shoot a 
pixie, but doesn't. Anyway, check it out. It's unfinished - you can't 
win, and you can't die. 


Usual direction keys plus: X - forward, O reverse, R1 fire, L1 switch 
views. 


It was written in 2 days during the Yaroze short course I attended at 
the end of July at Middlesex Uni. Haven't touched it since then - have 
been working on my 2D game that I will upload soon. 


"Pixies' is actually the first 'game' I've ever written, unless you 
count my Shockwave version of the Lords of Midnight, which I never 
finished - story օք my life - anyway, you can check that out too, if 
you're a ZX Spectrum fan, at 


http: //easyweb.easynet.co.uk/~philg 
Cheers 
Phil 


-—-MESSAGE FILE 3578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02288 


—-MESSAGE FILE 3579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002289 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I got Metal Gear Solid!!! (premium pack) 

Date: Sat, 12 Sep 1998 22:11:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <6teo09e$4513@chuka.playstation.co.uk> 
References: <6te361$4512@chuka.playstation.co.uk> 
NNTP-Posting-Host: client13aa.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 
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>pps Sorry to be a gloating w***er, but I'm just so chuffed. 
> 


No you're aren't. You lucky b*%£!*d. 


Bob 
bob@shand.globalnet.co.uk 


—-MESSAGE FILE 3579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02289 


—-MESSAGE FILE 3580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002290 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Can't we all just get along? 

Date: Sat, 12 Sep 1998 14:42:48 +0000 

Organization: SCEA News Server 

Lines: 65 

Message-ID: <35FA8868.B953699@sinclair.net> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


The platform a game is on doesn't make a difference - the game is all 
that matters. When I am playing a game, I don't think about the fact 
that I am playing it on a Psx, PC, Virtual Boy, Mac, or Vic-20. I think 
about the game. Tetris running on a $10,000 PC wouldn't be any more fun 
than it would be on an Atari 2600 


I have owned at some point or other the majority of gaming platforms out 
there since 1980, and each has their own qualities and problems. But 
the majority of problems come from programmers, not platforms. Yes, 
PC's have a bad reputation for game crashes and stuff, but that's 
because of all the different possible configurations - it was the 
programmer's fault that their game couldn't work around that, not the 
system's. And PC games aren't the only ones that can have problems - 
anyone remember the 5 points in the original Castlevania where the game 
could lock up? Heck, I've seen Alundra lock up with a black screen a 
couple times. 


From a programmer's point of view, PC's and consoles each have their own 
good points and bad points. If you write for a console, you are 
guaranteed that what you see on your console will be what everyone sees 
on their own machine - not something that can be said about PC. But 
PC's can be far less limiting that consoles - the old 2D RPG I started 
working on on PC that I am now working on in 3D on Psx was written to 
use a 4MB array that carried essentially a static graphic of the current 
area, so scrolling was done just by changing which area was drawn to the 
screen. Try doing that on a console! These are just a couple examples. 


In any case, my point is, if it has games to play, then it is good. 
Heck, I had a lot of fun playing Snakes on my friend's Cel-Phone. We 
should argue about games, not the systems they are on. 

Or I could just be rambling.... 


Jeff Hannan wrote: 


To me the most hilarious thing about ETCS is the people who are touting 
the end of the console era. 


There was Datamonitor, who reckon that over the next few years PC Game 
sales will outstrip that of consoles. And Intel, who are proclaiming that 
games consoles are history, and that PCs are the future. 


VVVVVVVV 
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That makes me laugh. Ha ha ha ha ha ha, oh, ha ha ha ha ha, oh god, ha ha 
ha ha ha ha , or dearie me, oh dear, oh. Sorry. 


I've played most of these PC games. Most are a bit short on gameplay, 
they just say 'Missing DLL, would you like us to overwrite your system 
files - Quit Y/Y?' 


I don't know whether they are saying it to wind us up, or whether they are 
so full of themselves they actually believe it. 


VVVVVVVVV VV 


Jeff 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 3580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02290 


—-MESSAGE FILE 3581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002291 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Official ECTS-goer list... 

Date: Sun, 13 Sep 1998 17:12:59 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldes53d.c69pgm111jwntN@al-88-101.al.nl> 

References: <6shas2Skuv25@chuka.playstation.co.uk> <35ED3DA1.63A8@england.com> <35ED 
8EFA.43D5@writeme.com> <35EE5693.13B3@england.com> 

NNTP-Posting-Host: al-88-101l.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Ryan <sol.campbell@england.com> wrote: 


> BIW. DEnnis; if you're taking bets, I'll have 50 on James to win. 
> 


> Rob. 


I'll have 50 on him too, his name is Bond,...James Bond. And he always 
wins. 


DEnnis... 
—-MESSAGE FILE 3581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02291 


—-MESSAGE FILE 3582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002292 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Sun, 13 Sep 1998 18:12:32 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldfb1d5.8qri6é7lhpquceN@al-—88-101.al.nl> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> 

NNTP-Posting-Host: 81-88-101.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2292 scea.yaroze.freetalk 
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Phil Gooch <philg@easynet.co.uk> wrote: 


> So when are you in London next DEnnis - the Apple Expo in November? 
Maybe, I hope so. I'll just need to see if my budget will strech this.. 
Cheers, 


DEnnis 
—-MESSAGE FILE 3582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02292 


—-MESSAGE FILE 3583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002293 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Sun, 13 Sep 1998 18:12:33 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldfb1f1.7ct28flvyesaoN@al—88-101.al.nl1> 

References: <35F7A88A.F1AQ0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> <35F909C3.1753@mdx.ac.uk> 

NNTP-Posting-Host: 81-88-101.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2293 scea.yaroze.freetalk 
2920 


Robert Swan <rsl08@mdx.ac.uk> wrote: 


> Hmm, dont take the speed of the machines on the course to be standard. 
> For some unknown reason they run well below their specs, and Im not sure 
> why. 


> Rob 


The PC blokes always show of with the speed.. but in most cases it's 
like this. 


But I don't want to put PC's down. They did the job, so it's fine with 
me. 


DEnnis 
—-MESSAGE FILE 3583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02293 


—-MESSAGE FILE 3584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002294 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Deep breath... 

Date: Sun, 13 Sep 1998 18:12:35 +0200 

Organization: Debri Productions 

Lines: 29 

Message-ID: <ldfbin4.14ekp271u5r0eN@al-—88-101.al.nl1> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <6surbe$66617@chuka.playstation 
-co.uk> <35F39CDE.F3227C26@easynet.co.uk> <35F6961B.5D41@writeme.com> <35F6A64E.EBAG@ 
mdx.ac.uk> <ldf4g0u.lpybqnila6v0otN@al-—88-140.al.nl> <Olbddcf4$e276a840Sf2e832a20gba 
in.wav.scee.sony.co.uk> <ldf78mz.1r1x53vldectd2N@th-pm05-04.ndirect.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 


Net Yaroze newsgroups message dump.txt Page 2271 


> 

> 

> DEnnis is acting as 'ambassador' to the rest of ստ. Even though he did 
> get his for 'free' (worked very hard for it I think), he realises the 
> impact of the situation, whether it happened to him or not. 

> 

> It's called compassion...;-—) 


That's right! The project I did to win me my NY, took me about a week 
(fulltime) so it was not that free!! 

Next to that, I need to work with others since I can't code myself. So I 
feel rather commited to others. And I just don't think it's fair. We all 
know that prices drop very fast, that is no problem for me. But I think 
that they could have let known that there would be such a big pricedrop. 
At the course they mentioned a student discount. Well, some of my new 
friends bought the NY at the high price since the discount would not 
apply to them as not being student. Now.. about 2 weeks later they see 
that they could have had the discount course it's not only for students. 
And more than 100 pounds differents is very much!! 


(but you know this of course, this is just for all the others) 


Cheers DEnnis.. 
—-MESSAGE FILE 3584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02294 


—-MESSAGE FILE 3585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002295 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Sun, 13 Sep 1998 18:12:37 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: ՀԼ48Ե278.1842018151ոտ318681-88-101.81.ուլ» 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35f58915.6037087@news.playstat 
ion.co.uk> <6t5vojSbgel0@chuka.playstation.co.uk> <1df793t.1lforwyul4o3k1kN@th-pm05-0 
4.ndirect.co.uk> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 


v 


Mike Hatfield <mjhatfield@msn.com> wrote: 


> One thing seems common regarding the Yaroze members 'beano' to ECTS this 
> year: a lot of stuff was 'falling' into people's bags. 

> 

> What were you doing, walking around with the bag open?!!! 

Noooo, I was just using my tiny bit of charme I have.. 


> Most of the stuff I got was donated by DEnnis, who seemed to have at 
> least two of everything (Lthanks D!) 


Always my friend ;-) 


DEnnis.. 
--MESSAGE FILE 3585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02295 


--MESSAGE FILE 3586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002296 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To DEniss and everyone 
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Date: Sun, 13 Sep 1998 18:12:39 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldfb3dd.ah8nx49o0xzbiN@al-88-101.al1.nl1> 

References: <35eee3al1.5783979@news.playstation.co.uk> <ldesry6.lhfuxlolwuztxpN@al-88 
-133.81.ոլ» <35F0227F.66FB@writeme.com> <ldeutui.18n0c2841019gN@a1l-88-127.al.n1l> <35 
F6935E.6890@writeme.com> <ldf4b6u.8ki3kn13tsvcwN@al-88-140.al.nl> <35F95B41.63BE@wri 
teme .com> 

NNTP-Posting-Host: al-88-101.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


> This is ever so cool! I wish ECTS was 4 times a year! 


> 
> 
> 
> 
> I'm sure if you bug them enough... 

> 

I would love to do that, but I'm just afrait that they will ban me from 
the upcomming shows.. 


DEnnis.. 
—-MESSAGE FILE 3586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02296 


—-MESSAGE FILE 3587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002297 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: TestCard() issue 

Date: Sun, 13 Sep 1998 14:37:38 -0400 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35FC10F2.3841CEE6@bigfoot.com> 

NNTP-Posting-Host: 419.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2297 scea.yaroze.freetalk 
2924 


I'm posting this message in the freetalk area because I don't think that 
many people read the codewarrior newsgroup. I had a few responses to 
that post, but the issue is still unresolved. So here it goes. 


Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 

main () 

int slot0, Տ1օԵ1չ 
printf("Memory Card Test\n"); 


slot0 


=~ 


long) TestCard( (long) 0); 


slotl 


=~ 


long) TestCard((long)1); 


printf("Slot 0: %d\nSlot 1: %d\n\n",slot0,slotl); 
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} 
-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 
Doesn't matter what card is in the slot. Even without a card. Crash. 
Burn. Die. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (BTW, New memory cards return 4, and the access card returns 0) 


In the other newsgroup someone tested my code and confirmed that it 
crashes the yaroze when compiled with codewarrior. This would seem to be 
a serious problem... I'm suprised that no one has run into it before. 


"Darco 
—-MESSAGE FILE 3587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02297 


—-MESSAGE FILE 3588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002298 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Mon, 14 Sep 1998 08:30:57 +0200 

Organization: Debri Productions 

Lines: 31 

Message-ID: <ldf6pq0.lbsg86rmvmdogN@al-88-108.a1l.nl> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9julSpf54@chuka 
-playstation.co.uk> <6t9pe6Spf55@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-108.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 38 days) 


Nick Slaven <NickSlaven@compuserve.com> wrote: 


JohnT wrote in message <6t9julSpf54@chuka.playstation.co.uk>... 

>Now, I am not saying that consoles are going to die out, far from it! 
>However I am going to contest what you say about PC games. If most PC games 
>give you some errors then YOU must be doing something wrong. I know my PC 
>inside out and no games give me the sort of problems you are hinting at 
even 

>when I install them using the standard options that you should also use. 


This is the whole problem with PCs, users have to learn too much, any user 
should be able to operate a PC without learning (most people simply 
haven't got the time & therefore rely on the programmers to do a good job) 
ie intuitive. 
How would you feel about your VCR if you had to retune your TV everytime you 
got a new video tape, you'ld probably not use it (lets face it the majority 
of the population can't even program a VCR, hence video Plus ,so what hope 
have they got with a PC when their game gives them some cryptic error 
message). 

Gaming is entertainment, if your average punter has to learn the inner 
workings of the machine that is supposed to entertain them, then in my 

mind some of that entertainment is lost. 

I think that the PC vs console arguments are missing the point, the real aim 
is a broader audience for games, if this turns out to be a console, Mac ora 
more friendly PC (that plugs into your spanking new digital TV) then so be 
it. 


VVVVVVVVVVVVV VV VV VV VV VV VV 


I totally agree! 


DEnnis.. 
—-MESSAGE FILE 3588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02298 
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-—-MESSAGE FILE 3589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002299 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Mon, 14 Sep 1998 07:28:39 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 2 

Message-ID: <35FCB797.CDC37B68@wyrddreams.demon.co.uk> 

References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
նէ» <ldch93s.13vttmd9fk6swN@al-88-100.al.nl> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


I'm online for now, though I don't know how long it'll last. ICQ# 

17834893 

—-MESSAGE FILE 3589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02299 


-—-MESSAGE FILE 3590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002300 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage 

Date: Mon, 14 Sep 1998 10:39:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ldf8r04.ny027nlbhqn7vN@th-pm05-00.ndirect.co.uk> 

References: <35F90389.7DEF@dma-design.com> <35F95E1F.2342@writeme.com> <6tclnhS$pf57@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm05-00.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


Nick Slaven <NickSlaven@compuserve.com> wrote: 

James Rutherford wrote in message <35F95E1F.2342@writeme.com>... 
>Seconded! 

Thirded! 

Has anyone found out exactly what is new ? 


Cheers 


VVVVVVVVV VV 


Nick S 


Fourthed!!! The date shown only indicates major changes to the site I 

guess, but folk update their home page more often, and perhaps ther'1ll 

be news updates and stuff. 

—-MESSAGE FILE 3590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02300 


-—-MESSAGE FILE 3591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002301 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 14 Sep 1998 10:39:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <ldf8r4h.lau2euuclzlé6égN@th-pm05-00.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 
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1» 

NNTP-Posting-Host: th-pm05-00.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2301 scea.yaroze.freetalk 
2926 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


Phil Gooch <philg@easynet.co.uk> wrote: 

> Hi all 

Hi my friend, 

> I'm thinking of upgrading to a new Mac. Actually I'm tempted to get a PC 


> as I really want to be able to run all the Yaroze tools. Currently I'm 
> running Softwindows 95 on my old 6100 - barely usable, but it works. 


6100, a classic but trustable. I used to have one of those, only I 
swapped it for the 8500av I still own. 


> If either VPC or Softwindows run at a reasonable speed on a G3 I'll go 
> for one of those, otherwise I will have to sell out... I'll still keep 
> my old Mac but try and get a cheapo PC for the Yaroze stuff. 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. And as far as I know, RealPC should beat VirtualPC2 in speed. So 
don't buy a PC if you can have them both. And to be clear, VPC works 
fine on my PB1400 166 (604e) and on my PPC 8500av 120 (604). 


> Let's not start a Mac vs PC flame war, but helpful suggestions 
> appreciated. 


Good Idea, let's not. Only you better put this question in the 
mac—newsgroup next time. And check out Paul's memberpage, he 15 
dedicating it to "Mac - Yaroze" development. With questions you can also 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


turn to Ira Rainey (~shadow) who was the first mac-yaroze expert I met. 
Cheers, 

> 

You don't need the top-of-the-range G3 to get usable PC emulation (but 

it helps!!). I assume you want to primarily code Yaroze using 


CodeWarrior in the Mac environment (or why else would you get a Mac 
right?) 


If this is the case, any G3 will be more than adequate. (Probably not 
the iMac at the moment because it doesn't have the serial port you need. 
If you're willing to wait a little while, someone will produce a 
USB->serial adaptor that should be ok, then the iMac will be the perfect 
Mac for coding. 


If you're too keen to buy one, you can use any existing PC monitor, and 
just get a G3 CPU/keyboard/mouse combo. 


I use a mac 233Mhz 604e processor at home for coding the Yaroze, and 
have to go into Virtual PC occasionally, just to sort out my TIMs in 
TimTool. It's fast enough for that occasional visit. Any G3 would be far 
better than this. 


Any more questions, please ask.. 


My site should be up by the end of this weekend. It's a little bare 
right now, but I have plans for the future...! 


Paul 
-—-MESSAGE FILE 3591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02301 


—-MESSAGE FILE 3592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002302 
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Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 14 Sep 1998 10:39:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ldfbe9c.frig0ir9m78wN@th-pm05-00.ndirect.co.uk> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—-88-118.al.n 
l> <35F8E3AB.E53428BB@easynet.co.uk> <35F909C3.1753@mdx.ac.uk> 

NNTP-Posting-Host: th-pm05-00.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2302 scea.yaroze.freetalk 
2927 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


DEnnis Brinkhuis wrote: 


At the course I met Paul Harvey (~macpaul). He uses one of the best G3 
powerbooks around. He had it running with Virtual PC 2 and that worked 
at least as good as the Pentium II's on the Middlesex course. I was 
amazed. 


VV NV V V V 
V V V V 


Hmm, dont take the speed of the machines on the course to be standard. 
For some unknown reason they run well below their specs, and Im not sure 
why. I have this 

dubious feeling it may well be because of the terrible hard drives. I 
mean, my P75 (course ones were P166+mmx) runs 3 times faster than them 
on most apps. 


VVVVVVVVVVVVV VV 


Rob 


My G3 mac (292Mhz) is definitely quick, even running a PC emulator. I 
personally don't think it was as quick as the machines on the course, 
but it seems faster than my 75Mhz Pentium machine. 


At the end of the day though, who's fastest doesn't really matter. I use 
the emulator on a 604e PPC Mac (233Mhz) at home, and, while not nearly 
as fast as the G3, it still runs emulation at a useable rate (certainly 
for things like using Tim Tool and the like). 


Any G3 Mac would perform handsomely for most general use (even using it 
for word processing or any other 'standard' windows package). I have 
even tried running 3D Studio Max on the G3 and its useable. 


Paul 


By the way, my site is now up, although in Beta form (~macpaul) 
—-MESSAGE FILE 3592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02302 


—-MESSAGE FILE 3593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002303 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: I'm Back 

Date: Mon, 14 Sep 1998 10:40:01 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 
Message-ID: <ldfbf31.1fxqj3mlpnvreoN@th-pm05-00.ndirect.co.uk> 

References: <35f0376d.7510773@news.playstation.co.uk> <35f078b2.805415@news.playstat 
ion.co.uk> <6srjt1$66612@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm05-00.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


Michael Enoch <Michael.Enoch@vissci.com> wrote: 


> Yep, I got my GCSEs but I skipped college and uni and just taught myself 
> C/C++ and a little assembler. One Net Yaroze and 2-3 years later and I have 
> a job. You've just got to want it really bad, that's all. 
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> 

>> 

> >Don't worry about not taking your GCSE's, I did sod all at school but 
> >now I earn large amounts of cash in the city for writing C programs. 
> >You've just got to be prepared to start at the bottom and work up ! 
>> 

> >Richard. 

> >http://www.netyaroze-europe.com/~rcutting 

>> 


Well, I got minimal O-levels (before GCSE's!), infact, they wouldn't 
even let me into the computer class at school!! 


Now look at me.... still NOT got a job in gaming! (well, I've only had a 
few weeks to be familiar with the Yaroze, so that's my excuse) 


Paul 
—-MESSAGE FILE 3593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02303 


—-MESSAGE FILE 3594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002304 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS - impressions 

Date: Mon, 14 Sep 1998 15:18:08 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldfc7sc.lukqk0248joswN@al-—88-106.a1l.nl> 

References: <35F2C138.6D3E12E9@nospam.easynet.co.uk> <35F5291A.7669@england.com> ՀԼՎ 
f4fef.1lqrrimikjkbcsN@al-88-140.al.nl> <35F7EECE.248B@england.com> <ldf5tpu.396034t14 
h2dN@al-88-118.al.nl> <1ldf£78zj.17cvj3wyyduqeN@th-pm05-04.ndirect.co.uk> 
NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 39 days) 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 


> 
Don't forget the one of the catsuit girl on your lap D!! If you don't 
put it up, I have a copy and I will..!!! 


VVV WV 


I'll put them all online, so you all can have a realy good look at them 
25) 
r 


heheheheh 


DEnnis.. 
—-MESSAGE FILE 3594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02304 


—-MESSAGE FILE 3595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002305 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Mon, 14 Sep 1998 15:18:10 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ldfc802.y48huqlwolb40N@al-88-106.a1.nl1> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> 

NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 39 days) 


Robert Ryan <sol.campbell@england.com> wrote: 
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Yes I want it!!! I noticed that I have it all, only not the NY-cd from 
sony. I do have the Winter-CD, but not the one with the soccer-game on 
it. Maybe you care for a swap? 


DEnnis.. 


Mike Hatfield wrote: 


Mike Hatfield wrote in message <6t5verSbge9@chuka.playstation.co.uk>... 
>"Me me me me me!!!" 

> 

>Cheers Rob! 

> 

>Mike 

>mjhatfield at email dot msn dot com 


At the risk of looking like I'm talking to myself.... 


VVVVVVVVVV VV 


Got the CD last night - thanks Rob. 


That was quick.. Sorry I didn't reply to anyone; just that the free mail 
service I was using managed to delete all my old messages for me (and 
I'd run out of anything even mildly amusing to say =). I sent off yours 
and Phils' disks on Tuesday. 

There's still another CD up for grabs if anyone wants it. If it's not 
claimed by the end of the day, I'm sure it'll find a good home. I'd 
prefer someone claimed it though: I get a kick out of charging personal 
post to the company =). 


VVVVVVVVVVVVVVVV VV VV VV VV 


Rob Ryan. 
—-MESSAGE FILE 3595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02305 


—-MESSAGE FILE 3596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002306 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I got Metal Gear Solid!!! (premium pack) 
Date: Mon, 14 Sep 1998 15:18:13 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldfc831.led9sh02c4losN@al-88-106.a1.nl1> 
References: <6te361$4512@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 39 days) 


I didn't wanted to wait in the que for MGS, so I played it at the Sony 
Party! 
The sequel of Golden Eye is less impresive than Golden Eye itself, as 
far as I can tell from now. I saw the demo from Perfect Dark and I was 
less impressed than I woould have thought. 

I hope the gameplay will do the job. 


DEnnis.. 
—-MESSAGE FILE 3596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02306 


-—-MESSAGE FILE 3597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002307 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage 

Date: Mon, 14 Sep 1998 15:26:43 +0100 

Organization: The Hex Heroes 

Lines: 7 

Message-ID: <35FD27A3.4C23@writeme.com> 

References: <35F90389.7DEF@dma-design.com> <35F95E1F.2342@writeme.com> <6tclnhS$pf57@ 
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chuka.playstation.co.uk> 

NNTP-Posting-Host: atl4-m09.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Nick Slaven wrote: 
> Has anyone found out exactly what is new ? 
It's the 'Immaculate Collection' - for anyone who blinked... 


James. 
--MESSAGE FILE 3597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02307 


—-MESSAGE FILE 3598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002308 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Mon, 14 Sep 1998 15:34:32 +0100 

Organization: I wish! 

Lines: 11 

Message-ID: <35FD2978.6754@mdx.ac.uk> 

References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
նէ» <ldch93s.13vttmd9fk6swN@al-88-100.al.nl> <35FCB797.CDC37B68@wyrddreams.demon.co. 
uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Tait wrote: 

> 

> I'm online for now, though I don't know how long it'll last. ICQ# 
> 17834893 


Cool, now I have a half decent way of contacting you. Hope everything is 
going ok for you, 


Robert Swan 


PS I miss ICQ (sob) 
—-MESSAGE FILE 3598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02308 


—-MESSAGE FILE 3599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002309 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The Gravitation Championship 

Date: Mon, 14 Sep 1998 15:44:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <35FD2BD6.785@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Want to win a Digital PC Joystick OR a Sony PSX Analog Pad? 

PLUS other great prizes courtesy of fellow members? 

Then enter the Gravitation Championship -- now on! 

I'd like at least 20 final submissions by the closing date which 
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is currently set as 3lst October, so get practicing and you 

could not only win some goodies but be crowned the Grav World 
Champion! 

Everyone is welcome to enter, especially novices -- don't forget 
you are playing against other novices (you don't need to be 
anywhere near the Hall Of Fame or my record times, the championship 
tables will show the top-20 times for each course, and points are 
scored for being in the top 6) 

Please let me know by email if you will be entering. Don't 

forget, you can submit times *as often as you wish* so PLEASE don't 
worry about submitting early, crap attempts -- you can always 
improve on them at any time. 


See the page for full info and the latest championship standings: 
http://www.netyaroze-europe.com/~shaughnj/gravcomp.htm 
Jim 


PS There is likely to be a "loser prize" for the worst effort 
too, so enter especially if you think you're the crappest! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02309 


-—-MESSAGE FILE 3600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002310 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hi 

Date: Mon, 14 Sep 1998 17:27:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <35fd520f.9096278@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-69.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hey DEnniss, 
Long time no see! 


Tanvir Khan 
EMAG DESIGN 
2bad@lineone.net 
—-MESSAGE FILE 3600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02310 


—-MESSAGE FILE 3601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002311 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: To Darco 

Date: Mon, 14 Sep 1998 17:55:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35fd5803.10620430@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-228-253 .btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 
Cheers fo email. 


Tanvir Khan 
EMAG DESIGN 


Net Yaroze newsgroups message dump.txt Page 2281 


2bad@lineone.net 


—-MESSAGE FILE 3601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02311 


—-MESSAGE FILE 3602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002312 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Mon, 14 Sep 1998 18:51:56 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <35FD49AC.7FA76186@augsburg.baynet .de> 

References: <35FC10F2.3841CEE6@bigfoot.com> 

NNTP-Posting-Host: 195.37.223.32 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2312 scea.yaroze.freetalk 
: 928 


Darco schrieb: 


I'm posting this message in the freetalk area because I don't think that 
many people read the codewarrior newsgroup. I had a few responses to 
that post, but the issue is still unresolved. So here it goes. 


Has anyone had any problems using TestCard() in CodeWarrior? 


I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 


#include <libps.h> 
main () 
{ 
int slot0, Տ1օԵ1չ 


printf ("Memory Card Test\n"); 


slot0O = (long) TestCard( (long) 0); 
slotl = (long) TestCard((long)1); 
printf("Slot 0: %Sd\nSlot 1: %d\n\n",slot0,slotl); 


} 
-- END OF CODE -- 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 
Doesn't matter what card is in the slot. Even without a card. Crash. 
Burn. Die. 


I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 


Then I compiled this same exact program in GCC and it works like a 
charm. (811, New memory cards return 4, and the access card returns 0) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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In the other newsgroup someone tested my code and confirmed that it 
crashes the yaroze when compiled with codewarrior. This would seem to be 
a serious problem... I'm suprised that no one has run into it before. 


V V V V V V 


'Darco 


You're not the only one with that problem. I have the same problem with 
CodeWarrior. 
Unfortunately i don't no any solutions. 


Maybe, Metrowerks knows an answer to this problem. 


'Andy 


--MESSAGE FILE 3602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02312 


--MESSAGE FILE 3603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002313 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 14 Sep 1998 17:23:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <memo.19980914181508.32157A@jmhannan.compulink.co.uk> 
References: <1ldf62sq.lwrstwmb6zse8NQal-88-119.al.n1> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-11.compulink.co.uk 


> Sorry I don't agree. If you never worked with a PC and you just try to 
> get it to work normally you do get errors and that is coursed by the 
> system that is bad designed. 


Its something that hardly seems to get mentioned, but the system is very 
badly designed. 

Maybe you can't blame Microsoft (for once), in that they've just given 
people/software the freedom to use the machine. What gets me is that you 
have millions of files, many of which pop up in places like the root 
directory. How you are supposed to know what belongs where and what is 
useful god only knows. 

If I were God, or Gates, I would have two top directories - Programs, and 
Personal Data. Software goes in programs, and Personal Data contains all 
user data and setup information. The user only needs to backup their 
Personal Data folder (and perhaps you could be prohibited from backing up 
your program directory, because you should have the original disks.) 


Jeff 


--MESSAGE FILE 3603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02313 


--MESSAGE FILE 3604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002314 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't we all just get along? 

Date: 14 Sep 1998 17:23:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <memo.19980914181511.32157B@jmhannan.compulink.co.uk> 

References: <35FA8868.B953699@sinclair.net> 

Reply-To: jmhannan@cix.co.uk 
NNTP-Posting-Host: dyna21-11.compulink.co.uk 


I'm not saying that PCs don't have a place. They do, especially for games 
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that are suited to the PC like flight simulators and strategy games. 


But the PC is designed, physically, for people to do work on. It can't 
double up as a communal television. Also, it is designed now for 
multitasking, which is incompatible with game playing. 


Already, by making PCs come as standard with 3D cards and SuperWoofer 
speakers is giving many people something they don't want or need. 


I think people should get more for their thousand pounds than a super 
powerful machine that they don't know how to make use of. Consoles 
perform a specific task, so people know what they are getting for their 
money. 


Jeff 


--MESSAGE FILE 3604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02314 


--MESSAGE FILE 3605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002315 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 14 Sep 1998 17:23:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <memo.19980914181511.32157C@jmhannan.compulink.co.uk> 
References: <6t9julSpf54@chuka.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna21-11.compulink.co.uk 


In article <6t9julSpf54@chuka.playstation.co.uk>, 
johnt@nettech.demon.co.uk (JohnT) wrote: 


> As for saying that most are short of gameplay 
Only games you can't install. 


Jeff 


--MESSAGE FILE 3605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02315 


--MESSAGE FILE 3606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002316 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To Darco 

Date: Mon, 14 Sep 1998 19:02:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35FD5A34.221F@manc.u-net.com> 

References: <35fd5803.10620430@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I wonder, why didn't you just thank him personally with an email? 
Why don't you just buy a telephone auto-dialer and let the whole 
country know of your gratitude? 


Tanvir Khan wrote: 
> 
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Hi, 
Cheers fo email. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVV 


2bad@lineone.net 
—-MESSAGE FILE 3606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02316 


-—-MESSAGE FILE 3607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002317 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To Darco 

Date: Mon, 14 Sep 1998 16:52:31 -0400 

Organization: SCEA News Server 

Lines: 20 
Message-ID: <35FD820F.7B5DEB36@bigfoot.com> 

References: <35fd5803.10620430@news.playstation.co.uk> <35FD5A34.221F@manc.u-net.com 
> 

NNTP-Posting-Host: 253.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Shaughnessy wrote: 

> 

> I wonder, why didn't you just thank him personally with an email? 
> Why don't you just buy a telephone auto-dialer and let the whole 
> country know of your gratitude? 


Heh. Go easy on him man. He just doesn't quite understand newsgroups and 
what's proper and stuff... He'll catch on in due time. 


Kahn: Read up on your netiqute. Try not to post any messages targeted at 
one person on a newsgroup. For example, thanking me for an email should 
have been sent directly to me rather than on the newsgroup -- no one 
knew what the heck you are talking about except me. Same goes for if you 
dissagree with someone else's post. You email them, don't post your 
gripes on the newsgroup. I'll email you more on this later. 


And to anyone else reading this message, please don't bash Tranvir 
further for this post. Just remember that we were all newbies once. 


"Darco 
—-MESSAGE FILE 3607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02317 


—-MESSAGE FILE 3608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002318 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't we all just get along? 

Date: Mon, 14 Sep 1998 21:58:31 +0000 

Organization: SCEA News Server 

Lines: 40 
Message-ID: <35FD9187.2DF54CC1@sinclair.net> 

References: <35FA8868.B953699@sinclair.net> <memo.19980914181511.32157B@jmhannan.com 
pulink.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jeff Hannan wrote: 
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> But the PC is designed, physically, for people to do work on. It can't 
> double up as a communal television. Also, it is designed now for 
> multitasking, which is incompatible with game playing. 


Uh...huh? I don't get that about a communal television...neither can 
consoles. Both can hook up to televisions, however. And multitasking 
incompatible with game playing?!! How many times have you wished you 
could write your game to truly be doing 2 things at once? More than 2? 
In fact, game consoles have been multitasking for years now. You send a 
graphics processor command, and while waiting for it to draw, you can 
send the sound processor a command, and then do some core engine code 
waiting for both graphics and sound to start. 


And for the end user, Multitasking is useful, too - I have, in the past, 
been playing a game on PC while downloading a web page about the game at 
the same time. 


Believe it or not, modern computers are mainly sold as game machines - 
albeit expensive ones. Today games are the #1 selling apps for 
computers, selling far more than anything else, except the operating 
systems themselves. Yes, they can do far more, and can be upgraded, 
that is why they cost so much. Pc's definitely have their place in the 
game world, as do consoles. Personally, I'll take both. You won't find 
Might and Magic VI, Ultima IX, or Everquest on Console (though Everquest 
on Dreamcast would be a cool move, don't you think), and you won't find 
Castlevania, Metal Gear, FFVII (oh, wait... :) on PC. 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 3608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02318 


—-MESSAGE FILE 3609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002319 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Mon, 14 Sep 1998 22:04:59 +0000 

Organization: SCEA News Server 

Lines: 32 
Message-ID: <35FD930B.539B44AF@sinclair.net> 

References: <ldf62sq.lwrstwmb6zse8N@al-88-119.al.nl> <memo.19980914181508.32157A@jmh 
annan.compulink.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Actually, PC's are made that way. You have two sections, one called 
Program Files, and everything else. Most software installs into Program 
Files by default. But the main thing is, you don't need to know what 
any of those files do. Modern games just require you to put the CD in 


the drive - it will automatically come up with a menu, with the top 
choice being to Play the game, or Install it if it isn't already 
installed. 


Jeff Hannan wrote: 

>...What gets me is that you 

> have millions of files, many of which pop up in places like the root 

> directory. How you are supposed to know what belongs where and what is 
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useful god only knows. 

If I were God, or Gates, I would have two top directories - Programs, and 
Personal Data. Software goes in programs, and Personal Data contains all 
user data and setup information. The user only needs to backup their 
Personal Data folder (and perhaps you could be prohibited from backing up 
your program directory, because you should have the original disks.) 


VVVVVVVV 


Jeff 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
—=UÚDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 3609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02319 


—-MESSAGE FILE 3610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002320 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 

Date: Tue, 15 Sep 1998 10:31:30 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldfdc6c.1r5653y2zswhkN@al-88-115.al.nl> 
References: <35fd520f.9096278@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-115.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Tanvir Khan <2bad@lineone.net> wrote: 


> Hey DEnniss, 
> 
> Long time no see! 


Hello Sir, 


To bad you were not around on the ECTS. I'd like to meet you. Did you 
already get around with the system? 


Cheers, 
DEnnis.. 


—-MESSAGE FILE 3610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02320 


-—-MESSAGE FILE 3611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002321 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: To Darco 

Date: Tue, 15 Sep 1998 10:31:32 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldfdcpm.1in7px6émlazo0aoN@al-88-115.a1l.nl> 

References: <35fd5803.10620430@news.playstation.co.uk> <35FD5A34.221F@manc.u-net.com 
> 
NNTP-Posting-Host: al-88-115.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 
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> I wonder, why didn't you just thank him personally with an email? 

> Why don't you just buy a telephone auto-dialer and let the whole 

> country know of your gratitude? 

> 

I think he wants to make up and show that he can be a good bloke. Better 
just use the newsgroups for "real" conversations. That way you're not 
irritating others. 

Not that I'm in the position to tell something like this.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02321 


—-MESSAGE FILE 3612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002322 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Tue, 15 Sep 1998 11:12:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35FE3D9D.431C@england. com> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.al.nl> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Robert Ryan <sol.campbell@england.com> wrote: 

Yes I want it!!! I noticed that I have it all, only not the NY-cd from 
sony. I do have the Winter-CD, but not the one with the soccer-game on 
it. Maybe you care for a swap? 


DEnnis.. 


VVVVVVV VV 


I don't think anyone has one of the ECTS 98 Yaroze demos disks (apart 
from Sony), I think that's the one you mean. I only had the Winter 98 
releases, but these are all gone now, including my own personal copy. 
While we're on the subject; who thinks we should have the opportunity of 
getting a copy of the ECTS 98 Yaroze disk? The one with all the GDUK 
entries and TSY. I know we've covered this subject before, but it would 
be good to hear if anyone else has any ideas of how they could be made 
available. 


Rob Ryan. 
—-MESSAGE FILE 3612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02322 


—-MESSAGE FILE 3613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002323 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 07:52:06 -0400 

Organization: SCEA News Server 

Lines: 53 


Net Yaroze newsgroups message dump.txt 


Message-ID: <35FE54E6. 85E323A8@bigfoot .com> 
NNTP-Posting-Host: 255.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 
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Xref: chuka.playstation.co.uk scea.yaroze.announce:99 scea.yaroze.beginners:271 scea 


.yaroze.freetalk:930 scee.yaroze.freetalk.english:2323 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


= Ի ԻԳ AG OO 0 O x ÇO IS: > 


N = O — — — — — — — — — 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


'Darco 


--MESSAGE FILE 3613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02323 


—-MESSAGE FILE 3614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002324 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Darco's Newbie Tutorials 
Date: Tue, 15 Sep 1998 14:11:34 +0100 


Net Yaroze newsgroups message dump.txt 


Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <35FE6786.427E4D0C@easynet.co.uk> 
References: <35FE54E6. 85E323A8@bigfoot.com> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Sounds ambitious! 


Good luck with it. You should charge for it though - in fact, I think that 


most of us here would pay you if it helps get 


the copy and paste guys on 


the right track. I get the impression that for some of us, replying to 
certain posts is like banging your head against a brick wall. 


Phil 
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—-MESSAGE FILE 3614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02324 


—-MESSAGE FILE 3615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002325 
Path: chuka.playstation.co.uk!news 
From: Alex Herbert <aherbert@ndirect.co.uk> 


Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 


Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 14:28:46 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 71 
Message-ID: <35FE6B8E.DB23BO00D@ndirect.co.uk> 
References: <35FE54E6. 85E323A8@bigfoot.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-20.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Xref: chuka.playstation.co.uk scea.yaroze.beginners:272 scee.yaroze.freetalk.english 


22325 


Darco wrote: 


V V V V 


Good move. 


Heck, I might even run spell check on it. ;) 
Nearly every PlayStation term will be hyper 


to look it up. Just click on it. 


VVVVVVVV 


Also a good move. 


tel me. 


1) Hardware diagrams and explanations 


VVVVVVVV VV 


I'll be writing a newbie tutorial (A tutorial for newbies) so that 
newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 


linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


2) The PlayStation address space (An explanation of) 
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) Memory Management 

) A Glossary 

) Using GCC effectively 

) Using CodeWarrior effectively 

) How to use MAKE 

) Ordering tables 

) Logical code layout (Tips for making readable and modular code) 
0) Your first yaroze program 

1) An explanation of VRAM 

2) Working with VRAM 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


VVVVVVVVVVVVVV VV VV VV VV VV 


H 


m in total agreement. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


V V V V V V 


'Darco 


Collision detection seems to be a tricky area for the newbies. Not so much 
the detection itself, but what to do when a collision has been detected. 


Herbs 


--MESSAGE FILE 3615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02325 


--MESSAGE FILE 3616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002326 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 14:36:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35FE6D43.E9944616@ndirect.co.uk> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6786.427E4D0C@easynet.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-20.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Phil Gooch wrote: 
Sounds ambitious! 


Good luck with it. You should charge for it though - in fact, I think that 
most of us here would pay you if it helps get the copy and paste guys on 
the right track. I get the impression that for some of us, replying to 
certain posts is like banging your head against a brick wall. 


V V V V V V 
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> 
> Phil 


Yeah, tell me about it! I do my best to help, but sometimes the questions are 
too broad and you get the feeling that they're asking you to write the game 
for them. 


Herbs 


—-MESSAGE FILE 3616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02326 


-—-MESSAGE FILE 3617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002327 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 15:05:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35FE7411.D55A7BD4@easynet.co.uk> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:273 scee.yaroze.freetalk.english 
22327 


Alex Herbert wrote: 


Collision detection seems to be a tricky area for the newbies. Not so much 
the detection itself, but what to do when a collision has been detected. 


V V V V V V 


That's me, that is. It's funny how you get a mental block about some things. In 
my 2D game I knocked out the scrolling algorithm, car physics (acceleration, 
braking, reversing, turning, skidding, terrain resistance) in no time, but the 
collision stuff just has me stumped. I've got the car's collision rect rotating 
correctly with the car (2D matrix transforms), so in principle I can do almost 
pixel perfect collisions, but my collision routine just won't do the business 
(car sticks to boundary, car gets stuck in a collision loop, back and forth, 
car drives over boundary etc). 


Phil 


--MESSAGE FILE 3617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02327 


—-MESSAGE FILE 3618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002328 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Tue, 15 Sep 1998 17:10:00 +0100 

Organization: The Hex Heroes 

Lines: 21 

Message-ID: <6tm3gqSefu2@chuka.playstation.co.uk> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.81.ոլ» <35FE3D9D.431C@england.com> 
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NNTP-Posting-Host: atl4-m26.publab.ed.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>While we're on the subject; who thinks we should have the 

> opportunity of getting a copy of the ECTS 98 Yaroze disk? The one 

> with all the GDUK entries and TSY. I know we've covered this 

> subject before, but it would be good to hear if anyone else has any > 
ideas of how they could be made available. 


Mmm, would be nice, wouldn't it?... 


..-But it's pretty much not going to happen - I was speaking to Colin about 
pressing disks at ECTS and you probably wouldn't believe how expensive it is 
to do. The last disk (the one with the EDGE entries on) was a 'special 
project' - and a fantastic idea it was too (gratefully received, I might 
add), but it's just not going to be a regular feature. 


All in all, a bit of a shame, I reckon having your game pressed onto a black 
disk is a /very/ nice incentive for finishing games. Does anyone reckon OPSM 
might like to put a collection of 25 or so onto one of their coverdisks? 


James (~mrfrosty). 


—-MESSAGE FILE 3618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02328 


—-MESSAGE FILE 3619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002329 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 17:50:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35FE9AE9.5F49EFCD@ndirect.co.uk> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> <35FE7 
411.D55A7BD4@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-09.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:274 scee.yaroze.freetalk.english 
22329 


Phil Gooch wrote: 


Alex Herbert wrote: 

> 

> 

> Collision detection seems to be a tricky area for the newbies. Not so much 
> the detection itself, but what to do when a collision has been detected. 

> 

> 


That's me, that is. It's funny how you get a mental block about some things. In 
my 2D game I knocked out the scrolling algorithm, car physics (acceleration, 
braking, reversing, turning, skidding, terrain resistance) in no time, but the 
collision stuff just has me stumped. I've got the car's collision rect rotating 
correctly with the car (2D matrix transforms), so in principle I can do almost 
pixel perfect collisions, but my collision routine just won't do the business 
(car sticks to boundary, car gets stuck in a collision loop, back and forth, 
car drives over boundary etc). 


VVVVVVVVVVVVV VV VV VV 


Phil 
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Try undoing the movement which caused the collision, and these problems usually go 
away. Maybe I should explain that better. For a 2D example, lets assume you have 
the co-ords of the object (x and y) and it's velocities (vx and vy). Now, if each 
frame you are adding vx to x, and vy to y, then as soon as you detect a collision, 
you could subtract vx from x and, vy from y. This effectively means that the 
collision never happened, and the problems you are talking about don't happen. 
(Make sure you do this before your matrix transforms etc.) It's not necessarily 
the best way to do things, but it is a simple fix which I've used numerous times in 
the past. 


Herbs 


—-MESSAGE FILE 3619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02329 


-—-MESSAGE FILE 3620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002330 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Tue, 15 Sep 1998 20:49:15 +0200 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldfen4k.5c923q3cgjvsN@al—88-136.al.nl1> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.81.ոլ» <35FE3D9D.431C@england. com> 

NNTP-Posting-Host: 81-88-136.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 40 days) 


Robert Ryan <sol.campbell@england.com> wrote: 


> I don't think anyone has one of the ECTS 98 Yaroze demos disks (apart 

> from Sony), I think that's the one you mean. I only had the Winter 98 

> releases, but these are all gone now, including my own personal copy. 

> While we're on the subject; who thinks we should have the opportunity of 
> getting a copy of the ECTS 98 Yaroze disk? The one with all the GDUK 

> entries and TSY. I know we've covered this subject before, but it would 
> be good to hear if anyone else has any ideas of how they could be made 

> available. 

> 

> Rob Ryan. 


I already have the Winter 98 CD. But I had in mind that there would be a 
second black disc or a CD with some yaroze and some commercial games. 
Too bad. 


Thanks anyhow.. 


So my question to Sony, when will there be a second edition black disk 
and what do I need to do to get a front-sheet in there designed by me? 
I would like to design the box! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02330 


—-MESSAGE FILE 3621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002331 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 
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Subject: Re: Darco's Newbie Tutorials 

Date: Tue, 15 Sep 1998 13:32:26 -0700 

Organization: Bwahaha 

Lines: 35 

Message-ID: <35FECEDA. 919F3373@shell.jps.net> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> <35FE7 
411.D55A7BD4@easynet.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:276 scee.yaroze.freetalk.english 
22331 


If that bounding box is giving you major problems, do a single-point 
collision detection for now. Check only the center of the object 

to see if it collided with something. If you get that working, it's 
pretty easy to extend that to N number of points... 


-e! 
hil Gooch wrote: 
Alex Herbert wrote: 
> 
> 
> Collision detection seems to be a tricky area for the newbies. Not so much 
> the detection itself, but what to do when a collision has been detected. 
> 
> 


That's me, that is. It's funny how you get a mental block about some things. In 
my 2D game I knocked out the scrolling algorithm, car physics (acceleration, 
braking, reversing, turning, skidding, terrain resistance) in no time, but the 
collision stuff just has me stumped. I've got the car's collision rect rotating 
correctly with the car (2D matrix transforms), so in principle I can do almost 
pixel perfect collisions, but my collision routine just won't do the business 
(car sticks to boundary, car gets stuck in a collision loop, back and forth, 
car drives over boundary etc). 


VVVVVVVVVVVVV VV VV VV VID 


Phil 

Mata ne, Հաք 

- e! sock tenchi@shell.jps.net ԱԻ-Ի 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Է http://www. jps.net/tenchi 


—-MESSAGE FILE 3621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02331 


—-MESSAGE FILE 3622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002332 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Tue, 15 Sep 1998 22:35:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ldff4xx.7k7ecrl4agqismN@th-pm05-19.ndirect.co.uk> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoS$bge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.81.ուլ» <35FE3D9D.431C@england.com> <ldfen4k.5c923q3cgjvsN@al-88-136.al.nl> 
NNTP-Posting-Host: th-pm05-19.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 
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> 

> So my question to Sony, when will there be a second edition black disk 
> and what do I need to do to get a front-sheet in there designed by me? 
> I would like to design the box! 

> 

> Cheers, 

> 

> DEnnis.. 


And so you should, judging by the work I have seen you do so far!! 
—-MESSAGE FILE 3622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02332 


—-MESSAGE FILE 3623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002333 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 15 Sep 1998 22:00:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <memo.19980915225150.45277A@jmhannan.compulink.co.uk> 
References: <35FD930B.539B44AF@sinclair.net> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna23-12.compulink.co.uk 


In article <35FD930B.539B44AF@sinclair.net>, dreamer@sinclair.net (Joshua 
Meeds) wrote: 


> Actually, PC's are made that way. You have two sections, one called 

> Program Files, and everything else. Most software installs into Program 
> Files by default. But the main thing is, you don't need to know what 

> any of those files do. Modern games just require you to put the CD in 

> the drive - it will automatically come up with a menu, with the top 

> choice being to Play the game, or Install it if it isn't already 

> installed. 

> 


Unfortuately most software developers don't realise that, and store user 
data down amongst the Program Files directory - which makes it a bloody 
pain when you need to access it. I'm talking about software in general 
rather than just games. I think with games, user data is usually stored 
efficiently. 


Jeff 


--MESSAGE FILE 3623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02333 


—-MESSAGE FILE 3624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002334 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't we all just get along? 

Date: 15 Sep 1998 22:00:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <memo.19980915225155.45277B@jmhannan.compulink.co.uk> 
References: <35FD9187.2DF54CC1@sinclair.net> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna23-12.compulink.co.uk 


In article <35FD9187.2DF54CC1l@sinclair.net>, dreamer@sinclair.net (Joshua 
Meeds) wrote: 


> Uh...-huh? I don't get that about a communal television...neither can 
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> consoles. Both can hook up to televisions, however. 


Most people I know with consoles have them in the main lounge, hooked up 
to the communal TV. I suppose you could have a device coming off a PC in 
another room which has joypads and a TV connection. I haven't seen it 
yet, but it doesn't seem to me to be a difficult thing to construct. Its 
still somewhat cumbersome though. 


>In fact, game consoles have been multitasking for years now. You send a 
>graphics processor command, and while waiting for it to draw, you can 
>send the sound processor a command, and then do some core engine code 
>waiting for both graphics and sound to start. 

Not that kind of multitasking, I mean running more than one program. 


>And for the end user, Multitasking is useful, too - I have, in the past, 
>been playing a game on PC while downloading a web page about the game at 
>the same time. 

Then the game obviously isn't stretching the limits of your machine. Yet 
someone who bought a PC three months before you wouldn't be able to run 
the game at all. 


The PC, at this moment in time, looks good. But only because the 
Playstation technology is old and Nintendo's stubbornness has stunted the 
success of its own superb machine. The PC is great if you have the 
disposable income and the know how. 


Jeff 


--MESSAGE FILE 3624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02334 


—-MESSAGE FILE 3625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002335 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Wed, 16 Sep 1998 01:11:33 +0200 

Organization: Debri Productions 

Lines: 25 

Message-ID: <ldfewwz.1s7vv5d1ldq7022N@al1-88-122.al1.nl1> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoS$bge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.al.nl> <35FE3D9D.431C@england.com> <6tm3gqS$efu2@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


Mmm, would be nice, wouldn't it?... 


..But it's pretty much not going to happen - I was speaking to Colin about 
pressing disks at ECTS and you probably wouldn't believe how expensive it is 
to do. The last disk (the one with the EDGE entries on) was a 'special 
project' - and a fantastic idea it was too (gratefully received, I might 
add), but it's just not going to be a regular feature. 


All in all, a bit of a shame, I reckon having your game pressed onto a black 
disk is a /very/ nice incentive for finishing games. Does anyone reckon OPSM 
might like to put a collection of 25 or so onto one of their coverdisks? 


VVVVVVVVVV VV 
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> James (~mrfrosty). 


Again.. what about payment, I'd love to pay 10 pounds for the CD. It's 
fair if they charge us for the disc. It would be great if they would 
sell the disks on their site. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02335 


—-MESSAGE FILE 3626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002336 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Wed, 16 Sep 1998 13:52:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35FFB49E.93D790B@ndirect.co.uk> 

References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoSbge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.al.nl> <35FE3D9D.431C@england.com> <6tm3gqSefu2@chuka.playstation.co.uk> <ldfew 
wz.1s7vv5d1dq7022N@al-88-122.al1l.nl1> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-34.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


> Again.. what about payment, I'd love to pay 10 pounds for the CD. It's 

> fair if they charge us for the disc. It would be great if they would 

> sell the disks on their site. 

> 

> Cheers, 

> 

> DEnnis.. 

Yeah, I agree. I think £10 would be a very reasonable price to pay, but I'm sure 


DEnnis will get one for free some how. :) 


Herbs 


—-MESSAGE FILE 3626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02336 


—-MESSAGE FILE 3627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002337 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 16 Sep 1998 14:46:38 GMT 

Organization: Network Technology 

Lines: 53 

Message-ID: <0Olbdel80$c8feb0c0$7fa74bc2@coco> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9jul$pf54@chuka 
-playstation.co.uk> <6t9pe6Spf55@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Nick Slaven <NickSlaven@compuserve.com> wrote in article 

<6t 9pe6Spf55@chuka.playstation.co.uk>... 

> 

> JohnT wrote in message <6t9julSpf54@chuka.playstation.co.uk>... 

> >Now, I am not saying that consoles are going to die out, far from it! 
> >However I am going to contest what you say about PC games. If most PC 
games 

> >give you some errors then YOU must be doing something wrong. I know my 
PC 


v 


>inside out and no games give me the sort of problems you are hinting at 
even 
>when I install them using the standard options that you should also use. 


This is the whole problem with PCs, users have to learn too much, any 
user 

> should be able to operate a PC without learning (most people simply 

> haven't got the time & therefore rely on the programmers to do a good 
job) 

> ie intuitive. 

> How would you feel about your VCR if you had to retune your TV everytime 
you 

> got a new video tape, you'ld probably not use it (lets face it the 
majority 

> of the population can't even program a VCR, hence video Plus ,so what 
hope 

have they got with a PC when their game gives them some cryptic error 
message). 

Gaming is entertainment, if your average punter has to learn the inner 
workings of the machine that is supposed to entertain them, then in my 
mind some of that entertainment is lost. 

I think that the PC vs console arguments are missing the point, the real 


is a broader audience for games, if this turns out to be a console, Mac 
ra 
ore friendly PC (that plugs into your spanking new digital TV) then so 


Tt. 
Cheers 


Nick S 
(who enjoys games on PCs & consoles) 


VVVVVVVOVOVDAVVV VV V 
3 


This is why there are plenty of PC centers which are there to do the 
upgrades for you at a fair price. That's if you don't buy a PC with all the 
good stuff inside it already!! A good Windows 95 based game will install 
and run without any hassles even for those people who are total novices. 
These days you don't need to be a computer geek to own a PC. 


JohnT 


——MESSAGE FILE 3627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
02337 


——MESSAGE FILE 3628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0002338 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: 16 Sep 1998 15:03:55 GMT 

Organization: Network Technology 

Lines: 68 

Message-ID: <0lbde183$16502b40$7fa74bc2@coco> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9julSp 
-playstation.co.uk> <ldf62sq.1lwrstwmb6zse8N@al-—88-119.al.nl> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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glish/000 


english/0 


£54@chuka 
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DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 

<ldf62sq.1lwrstwmb6ézse8N@al-—88-119.al.nl>... 

> JohnT <johnt@nettech.demon.co.uk> wrote: 

> 

> > Now, I am not saying that consoles are going to die out, far from it! 

> > However I am going to contest what you say about PC games. If most PC 

games 

> > give you some errors then YOU must be doing something wrong. I know my 

PC 

> > inside out and no games give me the sort of problems you are hinting at 

even 

> > when I install them using the standard options that you should also 

use. As 

> > for saying that most are short of gameplay, true, but the same goes for 

> > console games. Plus, most of the console games currently available are 

also 

> > available on the PC. Ok, you might need 3D hardware but now most new 

PGs 

> > come with 3D hardware installed as standard. Competition is pushing the 
> prices lower all the time, not something that can be said for consoles 
> (well, granted they have their prices low to start with!! ;) 


> 

> 

> 

> Sorry I don't agree. If you never worked with a PC and you just try to 
> get it to work normally you do get errors and that is coursed by the 

> system that is bad designed. And your lack off knowlidge. But you should 
> be able to play a game with out computerknowledge. I see my Mac and my 
> NY as different systems. If I play a game, I don't want my nose pushed 
> on the glass of the monitor and I just prefer a big screen (TV) ona 

> bigger distance and a easy chair in stead of my deskchair. I also like 
> games like Time-crises and Point Blank. They are no good for PC. And 

> it's great that a game looks the same on all systems in case of a 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
1 


console. A PC is so personal and it can look so different on different 
systems. 


> Nuff said :) 
Me too 
DEnnis.. 


had never worked with PC before I started (well, everyone has to start, 
we are not born with PC knowledge! ;) but I never had major problems, well 
except for faulty hardware which where isolated instances. But, I know I am 
in the minority on that point. However, as I have been saying, if you buy a 
ready made system with the OS ready installed from a reliable source then 
you should have no troubles at all. If you do get troubles then there are 
PC centers that can help you out. And before you start saying "If the PC 
was so good, why do you need the PC centers?" no machine is perfect and PC 
centers have come about because there are more PC users than any other 
machine and the majority of them are beginners and do need help when things 
go wrong. 
Also, games like Time Crisis can be played on a PC better because you have 
the choice of getting a light gun or not! Granted, using a mouse pointer is 
not the same but you are not tied to having to purchase and extra device 
just to play the one or two games for that device (yep I know the gun comes 
with Time Crisis) 


Anyway, this is my last word on this thread as I do hate these threads 
which pointlessly compare two different types of machine. But as much as I 
hate that I also hate people forcing their views on others based on their 
isolated experiences. My views acknowledge the pitfalls as well as the 
benefits of the PC. 


JohnT 


-—-MESSAGE FILE 3628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02338 


—-MESSAGE FILE 3629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002339 

Path: chuka.playstation.co.uk!news 

From: philg <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Wed, 16 Sep 1998 17:18:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35FFE4C6.5319CD2C@easynet.co.uk> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9jul$Spf54@chuka 
-playstation.co.uk> <6t9pe6Spf55@chuka.playstation.co.uk> <Olbdel80S$c8feb0c0S7fa74bc 
2@coco> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


JohnT wrote: 


> This is why there are plenty of PC centers which are there to do the 

> upgrades for you at a fair price. That's if you don't buy a PC with all the 
> good stuff inside it already!! A good Windows 95 based game will install 

> and run without any hassles even for those people who are total novices. 

> These days you don't need to be a computer geek to own a PC. 

> 

> JohnT 


Only true if you want to run brand new games. Have you ever tried installing 
or running older DOS games under Win 95 or 98 (worse under 98)? 


Some time ago I and a friend set up and installed some games on some computers 
for use by residents at a hostel for the homeless. There was one brand new PC 
running Windows 95 and two second-hand 7-year-old Apple Mac IIci machines. 


The Macs had had their hard disks wiped, so during the course of the evening I 
installed System software on both machines, tweaked them for maximum 
performance and installed a whole load of games on them. A lot of the games 
were shareware efforts. Some of the games dated back to 1993, others were brand 
new. All ran flawlessly without problems on the Macs. 


Meanwhile, during the course of the evening, my friend tackled the PC. Now this 
guy sets up PCs and NT networks for a living, yet by the end of the evening he 
had failed to get one game working on the PC. He spent most of the time 
struggling with getting Windows 95 to recognise the CD-ROM drive. He gave up in 


the end. 


Now, the PC at the hostel is always switched off. The Macs are in constant use 
and haven't needed any attention since I set them up over a year ago. 


Draw your own conclusions. 
Phil 


—-MESSAGE FILE 3629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02339 


—-MESSAGE FILE 3630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002340 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Lightguns 

Date: Wed, 16 Sep 1998 18:18:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6tos65Sefu5@chuka.playstation.co.uk> 
NNTP-Posting-Host: client13b3.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2340 scea.yaroze.freetalk 
2931 


Hi all, 


I know there are a few Lightguns on the market, only some of which we can 
program for with the Yaroze. Of the products on the market which can we 
program for and which is cheapest ( for a poor student)? 


If you own a lightgun that can be programmed for and would like to test a 
game for me in a couple of weeks then please mail me personally. If you are 
a NTSC user don't worry I'll make a build for you. 


Thanks to all those who respond. 


Cheers 
Robert Shand 
bob@shand.globalnet.co.uk 


—-MESSAGE FILE 3630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02340 


—-MESSAGE FILE 3631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002341 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: 16 Sep 1998 18:04:25 GMT 

Organization: SCEE 

Lines: 37 

Message-ID: <01lbde139S6b3a24c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6tos65Sefu5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2341 scea.yaroze.freetalk 
: 932 


Hi there, 

Check out the Net Yaroze Tutorial that I put together. 
It's on the members site under "docs" and "game demos". 
You can only use the Namco Guncon lightgun with the 
Net Yaroze since it doesn't need any drivers. 


Regards, 


George@SCEE 


Robert Shand <shand@globalnet.co.uk> wrote in article 
<6tos65Sefu5@chuka.playstation.co.uk>... 


> Hi all, 

> 

> I know there are a few Lightguns on the market, only some of which we can 
> program for with the Yaroze. Of the products on the market which can we 
> program for and which is cheapest ( for a poor student)? 

> 

> If you own a lightgun that can be programmed for and would like to test a 
> game for me in a couple of weeks then please mail me personally. If you 
are 

> a NTSC user don't worry I'll make a build for you. 

> 

> Thanks to all those who respond. 

> 

> Cheers 

> Robert Shand 
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> bob@shand.globalnet.co.uk 
> 
> 
> 
> 
> 


-—-MESSAGE FILE 3631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02341 


—-MESSAGE FILE 3632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002342 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Consoles are dead! 

Date: Wed, 16 Sep 1998 23:27:13 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ldfgpzc.19rlumco4480N@al1-88-113.al1.nl1> 

References: <memo.19980909181344.27359A@jmhannan.compulink.co.uk> <6t9jul$pf54@chuka 
-playstation.co.uk> <ldf62sq.lwrstwmb6zse8N@al—88-119.al.nl> <0O1lbde183$16502b40S7fa7 
4bc2@coco> 

NNTP-Posting-Host: 81-88-113.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


JohnT <johnt@nettech.demon.co.uk> wrote: 


Also, games like Time Crisis can be played on a PC better because you have 
the choice of getting a light gun or not! Granted, using a mouse pointer is 
not the same but you are not tied to having to purchase and extra device 
just to play the one or two games for that device (yep I know the gun comes 
with Time Crisis) 


V V V V V 


Your wrong here, Time Crisis is also sold without gun, and as far as I 
know you can even play it with a joypad. And PC-gungames are rare and 
not alwais comatible. And finaly, most gamers have bigger TV-screens 
than PC-screens. I can't even imagine myself sitting behind my computer 
screen at 1 meter distance. There is not much space in my computer 
corner, like in most computer rooms / corners. 


Anyway, this is my last word on this thread as I do hate these threads 
which pointlessly compare two different types of machine. But as much as I 
hate that I also hate people forcing their views on others based on their 
isolated experiences. My views acknowledge the pitfalls as well as the 
benefits of the PC. 


V V VV V V 


I'm not forcing my view to others, I just show my view. I'm glad others 
do the same, sometimes my view changes after hearing somebody else's 
opinion. I think these types of discussions lead to inovation. But that 
is my opinion. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 3632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02342 


--MESSAGE FILE 3633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002343 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS freebies 

Date: Wed, 16 Sep 1998 23:27:15 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldfgqf4.1sj8wu6lwo2Zow0N@al-88-113.al.nl> 
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References: <35F5A873.2189AB10@nospam.easynet.co.uk> <6t4ajoS$bge6@chuka.playstation. 
co.uk> <35F64315.6E2F@england.com> <6t5verSbge9@chuka.playstation.co.uk> <6taosg$pf5 
6@chuka.playstation.co.uk> <35F8EE58.3B45@england.com> <ldfc802.y48huqlwolb40N@al1-88 
-106.81.ու» <35FE3D9D.431C@england.com> <6tm3gqSefu2@chuka.playstation.co.uk> <ldfew 


wz.1s7vv5d1dq7022N@al-88-122.al.nl> <35FFB49E.93D790B@ndirect.co.uk> 
NNTP-Posting-Host: 81-88-113.81.ոլ 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 


> 

> Yeah, I agree. I think £10 would be a very reasonable price to pay, 
> but I'm sure DEnnis will get one for free some how. :) 

> 

> Herbs 


I need to be carefull, my imago is already flushed. Next year everybody 
will hide the freebies at the ECTS when I arrive... 


I just hope sony will react to the payment idea. 


Cheers, 


DEnnis.. 


—-MESSAGE FILE 3633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02343 


—-MESSAGE FILE 3634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002344 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Lightguns 

Date: Thu, 17 Sep 1998 01:01:11 +0200 

Organization: Debri Productions 

Lines: 38 

Message-ID: <ldfh2u4.1lvtwglikmgm08N@al-—88-113.al.nl1> 


References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 


wav.scee.sony.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2344 scea.yaroze.freetalk 


2933 


George Bain <George_Bain@Playstation.sony.com> wrote: 
Hi there, 


> 

> 

> Check out the Net Yaroze Tutorial that I put together. 
> It's on the members site under "docs" and "game demos". 
> You can only use the Namco Guncon lightgun with the 

> Net Yaroze since it doesn't need any drivers. 
> 
> 
> 
> 
> 


Regards, 


George@SCEE 


Yes!! Cool, I'm working with some friends now on a Pang-clone and it 
would be great if we can build in a gun-mode. Is it possible to connect 
two guns at the same time? Like on the 2 player arcade version of Point 
Blanc. 

I would like the next options in our game: 


1 player 
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* joypad - joypad 
* joypad - gun 
* gun - gun 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02344 


-—-MESSAGE FILE 3635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002345 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Wed, 16 Sep 1998 19:57:05 -0400 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36005051.ABEEBO58@bigfoot.com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.1lvtwglikmgm08N@al-88-113.al.nl> 

NNTP-Posting-Host: 74.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2345 scea.yaroze.freetalk 
2934 


DEnnis Brinkhuis wrote: 


> 

> 1 player 

> W = ay pean ly «ան 

> * joypad 

> * gun 

> 

> 2 players 

> Va a ae ly Վաղը ey 

> * joypad - joypad 
> * joypad - gun 
> * gun - gun 

> 


Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 


Or you could just be the badass and make a one player mode in which you 
have two guns... :) 


"Darco 
—-MESSAGE FILE 3635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02345 


—-MESSAGE FILE 3636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002346 

Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
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Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Wed, 16 Sep 1998 22:52:51 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 47 

Message-ID: <skennedy-1609982252510001@prol1-145.barrie.connex.net> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al1l-88-118.al.n 
1» <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2346 scea.yaroze.freetalk 
2.935 


My G3 mac (292Mhz) is definitely quick, even running a PC emulator. I 
personally don't think it was as quick as the machines on the course, 
but it seems faster than my 75Mhz Pentium machine. 

At the end of the day though, who's fastest doesn't really matter. I use 
the emulator on a 604e PPC Mac (233Mhz) at home, and, while not nearly 
as fast as the G3, it still runs emulation at a useable rate (certainly 
for things like using Tim Tool and the like). 


Any G3 Mac would perform handsomely for most general use (even using it 
for word processing or any other 'standard' windows package). I have 
even tried running 3D Studio Max on the G3 and its useable. 


VVVVVVVVV VV 


Ohh Yes, And finding the parallel port for the "DONGLE" must have been fun... 


Well, That is if it was "Dongled..." 


I have a G3 266 desktop that I did a quck test of MkLinux on with the Gcc 
tool I ported over for PSX, Including an intel EMU to use with the serial 
port. 

{I tried recompiling the serial routines and ended up breaking my code, so 
I will have to start from Scratch again, SIGH. } 


MkLinux on the G3 is definitly the way to go. 


GCC is nice & fast. 
Its Free. 


And you can run your web-server without even being there... 

And finally it is robust. 

AND you can develop for other game platforms. 

Me I'm doing some GameBoy dev work in addition to the Yaroze, and it 


happens to work nicely; till my serial stuff broke. now I have to use 
MINICOM Ick. 


I haven't tried VPC yet, I don't really have to, I have DELL OptiPlex GX1 
systems where I work along with the G3 so I really don't have to worry 


about the Intel thing. Till I get home. Oh Yes, My good old trusty 
6100/60 
MmmmMmm Warmm Fuzzies... MMMmmMMMmmmmm.... 


Anyone know Where I can get an NTSC grabber for 6100 cheap? My Commodore 
1702 is too much VDT content for my office. {I use it with my VCR...} 


-sean 
--MESSAGE FILE 3636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02346 


--MESSAGE FILE 3637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002347 

Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Wed, 16 Sep 1998 23:08:28 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 70 

Message-ID: <skennedy-1609982308280001@prol1-145.barrie.connex.net> 
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References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> 
NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2347 scea.yaroze.freetalk 
2936 


I'm posting this message in the freetalk area because I don't think that 
many people read the codewarrior newsgroup. I had a few responses to 
that post, but the issue is still unresolved. So here it goes. 

Has anyone had any problems using TestCard() in CodeWarrior? 

I just recently bought a new memory card (Hey, it was a black memory 
card. I just HAD to have it to match my black playstation. :) and I 
wanted to find out how a new, unformatted card behaved. So I write this 
really small program: (No this isn't my programing style, I just wrote 
it quickly to see how it works) 


-- START OF CODE -- 
e bits here deleted, see before... -sean 
-- END OF CODE -- 


° 


I tried to run it in CodeWarrior... And my playstation ALWAYS chokes on 
the TestCard routine. Always. No visible error. It just locks up. Blam. 
Doesn't matter what card is in the slot. Even without a card. Crash. 
Burn. Die. 

I can't get it to work. No matter what I do. I tried changing alot of 
target information, but it didn't seem to help. 

Then I compiled this same exact program in GCC and it works like a 
charm. (BTW, New memory cards return 4, and the access card returns 0) 
ep, and a GCC code or CodeWarrior code bit Will Work. 


VVVVVVVVVVQaVVV VPV VV VV VV 


KVVVVVVVVVVaAVVV VV VV VV VV 


Except while in the Debugger. 

When Codewarrior is used for downloading code, they envoke the run-time 
debugger at startup communcation, watch the NTSC console, then look at the 
terminal window and try running the debugger from there. HEH, have a Nice 
Day.... 


THIS DEBUGGER SHOULD NOT BE USED THIS WAY. 

As it turned out I ran into a similar problem when I was testing some 
context RTOS code the I compiled using CodeWarrior, In the debugger it 
crashed. 

in SIOCONS, it worked. 


Here's a quick todo. Compile the app into a floppy, go into the CW 
preferences and look up where the code segment is located to. 


Take floppy to COMMAND.COM and run SIOCONS, BLOAD the file to the same 
address and run it from the terminal console. 


It should work. AND it was compiled on Codewarrior! not GCC! 


Now I have to figure out how to update my dev environment from GCC Net 
Yaroze MkLinux from Gcc to EGCS, -Sigh-. 


-sean 
> > In the other newsgroup someone tested my code and confirmed that it 

> > crashes the yaroze when compiled with codewarrior. This would seem to be 
> > a serious problem... I'm suprised that no one has run into it before. 

> > 'Darco 

> You're not the only one with that problem. I have the same problem with 
> CodeWarrior. 

> Unfortunately i don't no any solutions. 

> Maybe, Metrowerks knows an answer to this problem. 


They do, I don't know if Joel Sumner has been able to make any changes in 
regards to this, since those who wish to try their hand at Assembler are 
pretty well cooked in the CW IDE environment. Hence my deviation to GCC 
running on MkLinux. 


On PC's having a program like Z-Term would be really cool. And modifying 
Z-Term for MacOS to do PSX terminal stuff would be super cool. 
BLOAD support from a Mac Terminal program would benefit us all. 
And we can make our own breakpoints CTRL-Z? anyone. Anyone? 
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-sean 
--MESSAGE FILE 3637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02347 


--MESSAGE FILE 3638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002348 

Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Wed, 16 Sep 1998 23:14:46 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 28 

Message-ID: <skennedy-1609982314460001@pro1-145.barrie.connex.net> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot .com> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2348 scea.yaroze.freetalk 
7930) 


> 1 player 
> is) tah tit i lilt, 
> * joypad 
> * gun 

> 2 players 
> Se բամ Արա == c a= 


> * joypad - joypad 

> * joypad - gun 

> * gun - gun 

Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 

Or you could just be the badass and make a one player mode in which you 
have two guns... :) 

"Darco 


VVVVVVVVVVVVVV VV 


Hmm, I'm beginning to like this. 


Use an outside bound rect detection in the Video On one of the guns when 

the trigger is held down for more than three firings. The other gun can be 
used for shooting a target. It would be slow when a firing solution would 
be needed, but a great way for lurking, or for moving from place to place. 


Name the game after the TV show "Brooklyn South" You are the Cop bneing 
Sniped at. 


-sean 
--MESSAGE FILE 3638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02348 


--MESSAGE FILE 3639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002349 

Path: chuka.playstation.co.uk!scea!prol-145.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Wed, 16 Sep 1998 23:36:16 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 72 

Message-ID: <skennedy-1609982336170001@prol1-145.barrie.connex.net> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: prol-145.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.announce:101 scea.yaroze.beginners:278 sce 
a.yaroze.freetalk:938 scee.yaroze.freetalk.english:2349 


Darco Wrote: 
> I'll be writing a newbie tutorial (A tutorial for newbies) so that 
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newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


The tutorial will be in HTML format, will be fully illistrated(Screen 
shots, flow charts, etc.), and of course will include example code. 
Heck, I might even run spell check on it. ;) 


Nearly every PlayStation term will be hyper linked to it's definition in 
the glossary so if you don't understand a word you there's no excuse not 
to look it up. Just click on it. 


I'll start work on it this weekend. Here is a list of what's going to be 
on it when I'm finished. There's probably going to be allot more on 
there. If you can think of anything else that needs to be in there, just 
tell me. 


Now, Eventually I'll have this organized into a very orderly outline 
that you will see from the title screen. But for now it's just a jumble: 


Hardware diagrams and explanations 

The PlayStation address space (An explanation of) 
Memory Management 

A Glossary 

Using GCC effectively 

Using CodeWarrior effectively 

How to use MAKE 

Ordering tables 

Logical code layout (Tips for making readable and modular code) 
) Your first yaroze program 

) An explanation of VRAM 

) Working with VRAM 


Ւ Ի դ '՛ ՕՓՓ-ՀՎԺՃ(ՈԱԻՍԹԽԹԻԹԾԲ 


N a O — — — — — — — — — 


Blah blah blah... There allot more than I can think of but i have to be 
at school in 15 minutes. 


The reason I'm writing this is because I don't think that there are any 
tutorials out there that really teach something. No offense to George 
Bain or anyone, I've used those tutorials and learned allot from them. 
But just giving a newbie code isn't going to make them learn anything. 
Without an explanation, they'll just cut and paste code and then ask why 
it doesn't work. This tutorial will have more explanation than code. 


Perhaps I should give all the example code in pascal to force them to 
re-write it themselves. :) That is the best way I've seen to learn 
something; to re-write it. 


I'm not going to do that though, that's too mean to those who don't have 
a sure footing in C. 


But anyway, any input would be greatly appreciated. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


'Darco 


Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


Email me at kennedy@moe.acad.humberc.on.ca I'd like to try this. 


-sean 
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--MESSAGE FILE 3639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02349 
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-—-MESSAGE FILE 3640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002350 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Action Replay 

Date: Thu, 17 Sep 1998 09:02:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6tqc3bSefu6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi boys and girls, 


How many of you are using an Action Replay cartridge for uploading gfx/data 
in stead of siocons? 


Maurice 


—-MESSAGE FILE 3640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02350 


—-MESSAGE FILE 3641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002351 
Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Fire Xplorer 

Date: Thu, 17 Sep 1998 08:41:55 +0100 
Organization: The PC Shop 

Lines: 8 

Message-ID: <3600BD43.10747614@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr301.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 
Anybody seen the Fire Xplorer? 


It seems to be the equivalent of the AR except it's £30 and it plugs directly into t 
he parallel port. 


Tan 


—-MESSAGE FILE 3641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02351 


—-MESSAGE FILE 3642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002352 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 04:05:12 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36008975.34692581@news.scea.sony.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> 

NNTP-Posting-Host: client-—151-198-130-80.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.announce:102 scea.yaroze.beginners:279 sce 
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Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 
good deal of time working with sample code to get up to speed. 


Just some ideas... 
-Matt 


--MESSAGE FILE 3642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02352 


—-MESSAGE FILE 3643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002353 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: 17 Sep 1998 08:15:32 GMT 

Organization: SCEE 

Lines: 23 

Message-ID: <0lbdelb0SSe61bfc0S$f2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al-88-113.al.nl> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2353 scea.yaroze.freetalk 
2940 


Hi there, 

Sure, why not. I even have the Code Warrior code completed 
of my tutorial....just for Mac users like you. 

Regards, 

George@SCEE 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldfh2u4.1lvtwglikmgm08N@a1-88-113.al.nl>... 

> Yes!! Cool, I'm working with some friends now on a Pang-clone and it 
would be great if we can build in a gun-mode. Is it possible to connect 
two guns at the same time? Like on the 2 player arcade version of Point 
Blanc. 

I would like the next options in our game: 


> 
> 
> 
> 


--MESSAGE FILE 3643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02353 


—-MESSAGE FILE 3644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002354 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 
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Date: 17 Sep 1998 08:17:53 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <0Olbdelb0Sble4d6a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot .com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2354 scea.yaroze.freetalk 
2941 


Hi there, 

Yes, it is a very cool idea. I heard it from someone here 2 months ago and 
I wanted 

to do a demo. I just never had the time! I would like to see someone put 
together 


a game using this technique. 

George 

Darco <darco@bigfoot.com> wrote in article 
<36005051.ABEEBO58@bigfoot.com>... 

Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 


or something. Change weapons, all sorts of cool stuff... 


Or you could just be the badass and make a one player mode in which you 
have two guns... :) 


'Darco 


VVVVVVVVVV 


—-MESSAGE FILE 3644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02354 


—-MESSAGE FILE 3645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002355 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Thu, 17 Sep 1998 09:54:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3600CE30.98A32F71@easynet.co.uk> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> < 
skennedy-1609982308280001@pro1-145.barrie.connex.net> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2355 scea.yaroze.freetalk 
2942 


Sean Kennedy wrote: 
Yep, and a GCC code or CodeWarrior code bit Will Work. 


Except while in the Debugger. 

When Codewarrior is used for downloading code, they envoke the run-time 
debugger at startup communcation, watch the NTSC console, then look at the 
terminal window and try running the debugger from there. HEH, have a Nice 
Day.... 


VVVVVVVV 
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> THIS DEBUGGER SHOULD NOT BE USED THIS WAY. 


When I tried TestCard() in Codewarrior it crashed the PSX and I wasn't using the 
debugger. So it must be a PSComUtil issue, if the compiled code runs OK from 
SIOCONS. 


Unfortunately i don't no any solutions. 
Maybe, Metrowerks knows an answer to this problem. 


> > In the other newsgroup someone tested my code and confirmed that it 

> > crashes the yaroze when compiled with codewarrior. This would seem to be 
> > a serious problem... I'm suprised that no one has run into it before. 

> > 'Darco 

> You're not the only one with that problem. I have the same problem with 
> CodeWarrior. 

> 

> 


They do, I don't know if Joel Sumner has been able to make any changes in 
regards to this, since those who wish to try their hand at Assembler are 
pretty well cooked in the CW IDE environment. Hence my deviation to GCC 
running on MkLinux. 


VVVVVVVVVVVV VV 


I haven't tried any assembler yet, but I'm pretty sure the CW docs show you how 
to do it within the IDE. Why do you say ‘your're cooked' if you want to do 
assembler within CW? 


Phil 


—-MESSAGE FILE 3645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02355 


—-MESSAGE FILE 3646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002356 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Thu, 17 Sep 1998 09:59:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <ldfhvkt.1lxenurn11300jkN@th-pm05-31.ndirect.co.uk> 

References: <35F7A88A.F1AQ0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—88-118.al.n 
l> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@pro1-145.barrie.connex.net> 
NNTP-Posting-Host: th-pm05-31.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2356 scea.yaroze.freetalk 
2943 


Sean Kennedy <skennedy@bconnex.net> wrote: 


My G3 mac (292Mhz) is definitely quick, even running a PC emulator. I 
personally don't think it was as quick as the machines on the course, 
but it seems faster than my 75Mhz Pentium machine. 

At the end of the day though, who's fastest doesn't really matter. I use 
the emulator on a 604e PPC Mac (233Mhz) at home, and, while not nearly 
as fast as the G3, it still runs emulation at a useable rate (certainly 
for things like using Tim Tool and the like). 


Any G3 Mac would perform handsomely for most general use (even using it 
for word processing or any other 'standard' windows package). I have 
even tried running 3D Studio Max on the G3 and its useable. 


VVVVVVVVV VV 


Ohh Yes, And finding the parallel port for the "DONGLE" must have been fun... 


Well, That is if it was "Dongled..." 


I have a G3 266 desktop that I did a quck test of MkLinux on with the Gcc 
tool I ported over for PSX, Including an intel EMU to use with the serial 
port. 

{I tried recompiling the serial routines and ended up breaking my code, so 
> I will have to start from Scratch again, SIGH.} 


VVVVVVVVVVVVVV VV VV VV 
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VVVVVVVVVVVVVV VV VV VV VV VV VV 


MkLinux on the G3 is definitly the way to go. 


GCC is nice & fast. 
Its Free. 


And you can run your web-server without even being there... 

And finally it is robust. 

AND you can develop for other game platforms. 

Me I'm doing some GameBoy dev work in addition to the Yaroze, and it 


happens to work nicely; till my serial stuff broke. now I have to use 
MINICOM Ick. 


I haven't tried VPC yet, I don't really have to, I have DELL OptiPlex GX1 
systems where I work along with the G3 so I really don't have to worry 


about the Intel thing. Till I get home. Օհ Yes, My good old trusty 
6100/60 
MmmmMmm Warmm Fuzzies... MMMmmMMMmmmmm.... 


Anyone know Where I can get an NTSC grabber for 6100 cheap? My Commodore 
1702 is too much VDT content for my office. (1 use it with my ՄՇՔ...) 


San 


The point of my post was to illustrate the possibility of operating a 
Windows environment on a Mac. Anyone with sense would buy a PC to run 
Windows and a Mac to run MacOS. 


I 


have VirtualPC installed on my Mac to do the 'occasional' things in 


Windows. A prime example of this is using the PC-only tools for Yaroze 
development. I can quickly load up Windows, do the thing, then quit it. 


Mentionind 3D Studio Mac was again used to illustrate the point that 

Virtual PC runs quite quickly on a G3 Mac; any 3D package requires a lot 
of processing power, which is why I cited 3D Studio. I don't personally 
use this package as I don't like it/know it very well.. and I don't have 


a 


PC! I prefer to use Cinema 4D on the Mac. 
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--MESSAGE FILE 3646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02356 


--MESSAGE FILE 3647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002357 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Resident Knievel 

Date: Thu, 17 Sep 1998 10:14:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3600D305.DC52DBED@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 
Xref: 
2944 


Mailer: Mozilla 4.05 [en] (Win95; I) 


Some time ago I had an idea for a spoof game, after seeing Team Fatal's 
Fatal Fantasy. 


In Resident Knievel, poor old Evel Knievel's apartment block has been 
overrun by zombies. Evel has to fight his way out using any means 
possible, and solve a number of puzzles to find out who is behind it. 
Could it be his arch rival, Eddie Kidd? 


Evel escapes on his trusty bike, but unfortunately it quickly runs out 
of power, and so has to be regularly recharged by finding red plastic 
dynamos that, when revved up by frantically turning the white plastic 


chuka.playstation.co.uk scee.yaroze.freetalk.english:2357 scea.yaroze.freetalk 
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winder on the side, send Evel zooming off onto the next level. 


Imagine my surprise last night when I finally got round to watching last 
Friday's episode of South Park which I'd taped. 

In it, South Park is overrun by zombies, but who comes to the rescue? 
None other than Chef, dressed as, you guessed, it, Evel Knievel! 


Weird eh. 

Just thought I'd share that with you all. 
Cheers 

Phil 


—-MESSAGE FILE 3647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02357 


-—-MESSAGE FILE 3648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002358 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay 

Date: Thu, 17 Sep 1998 07:16:00 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3600EF70.92CAA139@bigfoot .com> 

References: <6tqc3bSefu6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 271.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


Maurice Sibrandi wrote: 

> 

> How many of you are using an Action Replay cartridge for uploading gfx/data 
> in stead of siocons? 
> 


I am. I've found it an extremely useful debugging and development tool 
-- even if you don't re-flash it. The newer Action Replays/GameSharks 
allow you to view the frame buffer and sent the information to the 
computer with a PC Comms link. Perfect screen shots that take 3 seconds 
to download and you can start playing right where you left off. 


If you want to be able to upload and download, you need to reflash. You 
can upload and download information from the PlayStation memory without 
reflashing, but it is way too much trouble than it's worth. (You can't 

do it through the command line) 


You should also know that using an Action Replay/GameShark (AR/GS) with 
or without a comms link could void your warranty. However, the 
likelihood of the AR/GS causing any damage to your PlayStation is 
minimal. 


I've found it to be an invaluble development tool. 
"Darco 


—-MESSAGE FILE 3648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02358 


—-MESSAGE FILE 3649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002359 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Fire Xplorer 

Date: Thu, 17 Sep 1998 07:19:22 -0400 

Organization: SCEA News Server 
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Lines: 11 

Message-ID: <3600F03A.523C61C7@bigfoot.com> 
References: <3600BD43.10747614@infotrade.co.uk> 
NNTP-Posting-Host: 271.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Ian Thompson wrote: 


Hi, 


Page 2315 


It seems to be the equivalent of the AR except it's £30 and it plugs > directly in 


> 
> 
> 
> Anybody seen the Fire Xplorer? 
> 
> 
t 


o the parallel port. 
Do tell. Does it look like the AR? Is there a web page? 


'Darco 


--MESSAGE FILE 3649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02359 


--MESSAGE FILE 3650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002360 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Come and have a go if you think you're hard enough 
Date: Thu, 17 Sep 1998 16:07:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <360125C3.5B2E@england.com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Just thought I'd brag about the fact that I'm scooping up practically 
all the course records on the Grav Championship. I won't give anything 
away; but there will be some pretty cool prizes on offer (aside from the 
other ones mentioned) if enough people sign up to make it competitive. 


If you're at all interested in trying to beat my times (and stop me 
acting smug), then get Grav 3.1 and the demo recorder, and submit your 
times and demo recordings to ~shaughnj. Anyone submitting a time of 
under 10 minutes would be able to make it onto the leaderboard, and be 
in line for one of the prizes. At the moment; the times don't even have 
to be particularly good to be in the running. 


I'd suggest you read the small print as well; just in case I missed 
something. 


Come on you sissys! I'll take ya' all on etc etc. 


Rob 'BoneCrusher' Ryan. 


—-MESSAGE FILE 3650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02360 


—-MESSAGE FILE 3651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002361 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 
Date: Thu, 17 Sep 1998 20:16:01 +0200 

Organization: Debri Productions 

Lines: 13 
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Message-ID: ՀԼՎ81ո27. 17ոզ1ս170զ6օ88081-88-111.81.ո1» 

References: <35F7A88A.FI1AQOA6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-—88-118.al.n 
l> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@pro1-145.barrie.connex.net> Հ 
ldfhvkt .1lxenurn11300jkN@th-pm05-31.ndirect.co.uk> 

NNTP-Posting-Host: al-88-l11ll.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2361 scea.yaroze.freetalk 
2945 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 


Mentionind 3D Studio Mac was again used to illustrate the point that 
Virtual PC runs quite quickly on a G3 Mac; any 3D package requires a lot 
of processing power, which is why I cited 3D Studio. I don't personally 
use this package as I don't like it/know it very well.. and I don't have 
a PC! I prefer to use Cinema 4D on the Mac. 


V V V V V 


I use Cinema4D XL too, but I'm also working with Lightwave 5.6 now. I 
must say that Cinema till now has my vote. 


DEnnis.. 
—-MESSAGE FILE 3651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02361 


--MESSAGE FILE 3652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002362 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 17 Sep 1998 20:16:03 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldfim9a.lloocftlfhisOON@al-88-111.al.nl> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al-88-113.al.nl> <Olbdelb0S$5e61bfc0Sf2e 
832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: al-88-11ll.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2362 scea.yaroze.freetalk 
2946 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Hi there, 

> 

> Sure, why not. I even have the Code Warrior code completed 
> of my tutorial....just for Mac users like you. 

> 

> Regards, 

> 

> George@SCEE 

> 

> 

You're great thanks!! Do you know if there are already other gungames 


availeble for NY? 


DEnnis.. 
—-MESSAGE FILE 3652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02362 


—-MESSAGE FILE 3653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002363 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 

Date: Thu, 17 Sep 1998 20:16:04 +0200 
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Organization: Debri Productions 

Lines: 25 

Message-ID: <ldfimhq.17c2blxt3dq0yN@al-—88-111.al.nl1> 
References: <360125C3.5B2E@england.com> 
NNTP-Posting-Host: al-88-11ll.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Ryan <sol.campbell@england.com> wrote: 


Just thought I'd brag about the fact that I'm scooping up practically 
all the course records on the Grav Championship. I won't give anything 
away; but there will be some pretty cool prizes on offer (aside from the 
other ones mentioned) if enough people sign up to make it competitive. 


If you're at all interested in trying to beat my times (and stop me 
acting smug), then get Grav 3.1 and the demo recorder, and submit your 
times and demo recordings to ~shaughnj. Anyone submitting a time of 
under 10 minutes would be able to make it onto the leaderboard, and be 
in line for one of the prizes. At the moment; the times don't even have 
to be particularly good to be in the running. 


I'd suggest you read the small print as well; just in case I missed 
something. 


Come on you sissys! I'll take ya' all on etc etc. 


VVVVVVVVVVVVVV VV VV 


Rob 'BoneCrusher' Ryan. 


I wan't to enter, how can I prove my score? 


DEnnis.. 
—-MESSAGE FILE 3653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02363 


—-MESSAGE FILE 3654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002364 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 17 Sep 1998 19:52:28 +0100 

Organization: The Hex Heroes 

Lines: 34 

Message-ID: <36015A6C.31AE@writeme.com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> 

NNTP-Posting-Host: atl4-m07.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2364 scea.yaroze.freetalk 
2947 


Since were in a promoting mood - 

(sheesh, any opportunity for me, eh?..) 

The FLibs package has full GunCon45 support (as I understand, the only 
accessible lightgun type). Calibration routines are /better/ than the 
commercial titles (you can go back and read that again in film-overdub 


voice). 


Get busy kid and download it from my page: 
(http: //www.netyaroze-europe.com/~mrfrosty) . 


Includes full example routines and documentation. 
Also includes yaroze template, other contr... (fades out gracefully...) 


Rob- the official GunCon is a really nice piece of kit - I'd go for that 
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if I were you. 


James (~mrfrosty) 


George Bain wrote: 


> Hi there, 

> 

> Check out the Net Yaroze Tutorial that I put together. 
> It's on the members site under "docs" and "game demos". 
> You can only use the Namco Guncon lightgun with the 

> Net Yaroze since it doesn't need any drivers. 

> 

> Regards, 

> 

> George@SCEE 


-—-MESSAGE FILE 3654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02364 


—-MESSAGE FILE 3655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002365 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Thu, 17 Sep 1998 21:38:21 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 12 

Message-ID: <3601733D.AAD30D8C@wyrddreams.demon.co.uk> 

References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
նէ» <ldch93s.13vttmd9fk6swN@al-88-100.al.nl> <35FCB797.CDC37B68@wyrddreams.demon.co. 
uk> <35FD2978.6754@mdx.ac.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


In that case you (and who knows, maybe some of the rest of this crew) 
will be pleased to hear that I managed to twist my dad's arm and get him 
to shell out for the full year's subscription, in return for a couple of 
web pages. He's great, my dad, you can always negotiate with him. 


Robert Swan wrote: 
Cool, now I have a half decent way of contacting you. Hope everything is 
going ok for you, 


Robert Swan 


V V V V V V 


PS I miss ICQ (sob) 
--MESSAGE FILE 3655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02365 


--MESSAGE FILE 3656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002366 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Resident Knievel 

Date: Sat, 12 Sep 1998 14:14:48 -0700 

Organization: none 

Lines: 32 

Message-ID: <35FAE448.1825@earthlink.net> 

References: <3600D305.DC52DBED@easynet.co.uk> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool011-max1.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2366 scea.yaroze.freetalk 
2948 


Phil Gooch wrote: 


Some time ago I had an idea for a spoof game, after seeing Team Fatal's 
Fatal Fantasy. 


In Resident Knievel, poor old Evel Knievel's apartment block has been 
overrun by zombies. Evel has to fight his way out using any means 
possible, and solve a number of puzzles to find out who is behind it. 
Could it be his arch rival, Eddie Kidd? 


Evel escapes on his trusty bike, but unfortunately it quickly runs out 
of power, and so has to be regularly recharged by finding red plastic 
dynamos that, when revved up by frantically turning the white plastic 
winder on the side, send Evel zooming off onto the next level. 


Imagine my surprise last night when I finally got round to watching last 
Friday's episode of South Park which I'd taped. 

In it, South Park is overrun by zombies, but who comes to the rescue? 
None other than Chef, dressed as, you guessed, it, Evel Knievel! 


Weird eh. 
Just thought I'd share that with you all. 


Cheers 


VVVVVVVVVVVVVVV VV VV VV VV VV 


> Phil 

hey phil how were you able to see the fatal fantasy game? I downloaded 

it from it and it was a zip file but then it gives me an error message 

and I can not even see what is inside of the zip it says something about 

not being able to open it ut you can change by clicking on something do 

you know any way to fix this problem? 

—-MESSAGE FILE 3656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02366 


—-MESSAGE FILE 3657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002367 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Resident Knievel 

Date: Sat, 12 Sep 1998 14:14:56 -0700 

Organization: none 

Lines: 33 

Message-ID: <35FAE450.34D4@earthlink.net> 

References: <3600D305.DC52DBED@easynet.co.uk> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool011-max1.ds6-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2367 scea.yaroze.freetalk 
2949 


Phil Gooch wrote: 


Some time ago I had an idea for a spoof game, after seeing Team Fatal's 
Fatal Fantasy. 


In Resident Knievel, poor old Evel Knievel's apartment block has been 
overrun by zombies. Evel has to fight his way out using any means 
possible, and solve a number of puzzles to find out who is behind it. 
Could it be his arch rival, Eddie Kidd? 


Evel escapes on his trusty bike, but unfortunately it quickly runs out 
of power, and so has to be regularly recharged by finding red plastic 
dynamos that, when revved up by frantically turning the white plastic 
winder on the side, send Evel zooming off onto the next level. 


VVVVVVVVVVV VV 
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> 

> Imagine my surprise last night when I finally got round to watching last 
> Friday's episode of South Park which I'd taped. 

> In it, South Park is overrun by zombies, but who comes to the rescue? 
> None other than Chef, dressed as, you guessed, it, Evel Knievel! 

> 

> Weird eh. 

> 

> Just thought I'd share that with you all. 

> 

> Cheers 

> 

> Phil 


hey phil how were you able to see the fatal fantasy game? I downloaded 

it from it and it was a zip file but then it gives me an error message 

and I can not even see what is inside of the zip it says something about 

not being able to open it ut you can change by clicking on something do 

you know any way to fix this problem? 

chris Ramirez 

—-MESSAGE FILE 3657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02367 


—-MESSAGE FILE 3658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002368 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Fri, 18 Sep 1998 01:49:10 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 10 

Message-ID: <3601AE06.DB29876D@wyrddreams.demon.co.uk> 
References: <35FE54E6. 85E323A8@bigfoot.com> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


Good plan Darco. I was wondering of your bit on using Make would 
include anything about writing Makefiles. 


Darco wrote: 
I'll be writing a newbie tutorial (A tutorial for newbies) so that 


newbies like Chris Ramirez and Tranvir Khan can learn faster. I'm 
modeling it after the type of tutorial that I learn best from. 


VV NV V NV V 


But anyway, any input would be greatly appreciated. 
--MESSAGE FILE 3658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02368 


--MESSAGE FILE 3659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002369 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 20:49:04 -0400 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3601AE00.5COEO5CO@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy-1609982336170001@pro1-145.barr 
ie.connex.net> 

NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

To: Sean Kennedy <skennedy@bconnex.net> 
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Xref: chuka.playstation.co.uk scea.yaroze.announce:103 scea.yaroze.beginners:280 sce 
a.yaroze.freetalk:950 scee.yaroze.freetalk.english:2369 


Sean Kennedy wrote: 

Hey, Here is great opportunity for a Prime time Freeware type publication. 
These things are time consuming efforts if they get that way, {MkLInux 
took Three Years.} but don't sweat the small stuff. 


Look at it from the perspective of doing little bits at a time. 
Kind of like doing assembler. 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VVVVVVVVVVV VV VV 


*Darco reads and re-reads the above text with a look of bewilderment օո 
his face* 


"Darco 
—-MESSAGE FILE 3659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02369 


—-MESSAGE FILE 3660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002370 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.beginners, scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 20:50:22 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3601AE4E.CC051107@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <35FE6B8E.DB23B00D@ndirect.co.uk> 
NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:281 scee.yaroze.freetalk.english 
22370 


Alex Herbert wrote: 

> 

> Collision detection seems to be a tricky area for the newbies. Not so much 
> the detection itself, but what to do when a collision has been detected. 

> 


Yeah, that's a good idea. I'll add that to the list. 


"Darco 
—-MESSAGE FILE 3660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02370 


—-MESSAGE FILE 3661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002371 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.beginners, scea.yaroze.freetalk, scee.yar 
oze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Thu, 17 Sep 1998 21:01:04 -0400 
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Organization: SCEA News Server 

Lines: 36 

Message-ID: <3601BO0D0.6FE514C5@bigfoot.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <36008975.34692581@news.scea.sony.com> 
NNTP-Posting-Host: 326.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:104 scea.yaroze.beginners:282 sce 
a.yaroze.freetalk:951 scee.yaroze.freetalk.english:2371 


Matthew Hulett wrote: 

> 

Excellent idea Darco. I would appreciate it. George actually intends 
to write an instructional analysis to go with his code, but once he 

got started he realized what an enormous task he was undertaking. I 

think he will finish it in time, when he gets a PC for his home. 


> 
> 
> 
> 


Ahh... Ok, that's cool. 


Perhaps you might write a tutorial to go with his code, or you might 
team up with him to do a team effort to put out the defintive yaroze 
tutorial. I would greatly appreciate such a work to bridge the gap 
between PC and yaroze programming. It would save beginner programmers 
a lot of time. And you would receive much praise. The Sony docs 

were written for advanced programmers, a beginner will have to spend a 
good deal of time working with sample code to get up to speed. 


VVVVVVVV 


Not sure about teaming up with someone. I'll write a few tutorials and 
see how everything works out...Who knows what this could turn into in 
time? A cooperative effort might be possible in the future. 


I'll be starting work on the tutorial this weekend, simply because I 
don't have any time to do it during the week. (Gadda keep my grades up 
for DigiPen, now don't I?) I'll be releasing it in sections... As I 
finish a lesson I'll post it on my web space. 


Thanks everyone for the input. I'll try to make the actual tutorial live 
up to your hopes. I already have a motif setup, and this weekend the 
real drafting begins. After I get the first lesson up, I'll try to post 
a new lesson or two every week until most everything is covered. (Or 
until I get too tired to keep it up) This will be a learning experience 
for me as well, as this will force me to cover and research nearly all 
aspects of the PlayStation. So... Here we go. 


"Darco 
—-MESSAGE FILE 3661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02371 


-—-MESSAGE FILE 3662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002372 

Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TestCard() issue 

Date: Thu, 17 Sep 1998 22:09:59 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 81 

Message-ID: <skennedy-1709982209590001@prol1-173.barrie.connex.net> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> Հ 
skennedy-1609982308280001@pro1-145.barrie.connex.net> <3600CE30.98A32F71@easynet.co. 
uk> 

NNTP-Posting-Host: prol-173.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2372 scea.yaroze.freetalk 
2952 


In article <3600CE30.98A32F71@easynet.co.uk>, Phil Gooch 
<philg@easynet.co.uk> wrote: 

> > Yep, and a GCC code or CodeWarrior code bit Will Work. 
> > Except while in the Debugger. 
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When Codewarrior is used for downloading code, they envoke the run-time 
debugger at startup communcation, watch the NTSC console, then look at the 
terminal window and try running the debugger from there. HEH, have a Nice 
Day.... 

THIS DEBUGGER SHOULD NOT BE USED THIS WAY. 


WAY NO OMO N 
V V V V V 


I was Illustrating here a flaw in the CW IDE environment in its use of the 
HSS.EXE application on the Net Yaroze PSX Disk. 

I personally have a low opinion of the first generation of PsCommUtil. 

The Second Generation is a bit better in that it can interpret batch 
files, but the real goal should have been a Zterm Interface to the 
terminal window on the PSX_NY in the first place, that would make it 
consistent with the GNU programmers working on Intel. 


HSS.EXE is what PsCommUtil uses to do the data transfer to the PSX_NY when 
you are doing development work. HSS.EXE has its own binary transfer 
mechanism. 


HSS.EXE is used in conjunction with GDB {Gnu DeBugger} outside of SIOCONS. 
It is a SECOND application that runs real-time above your code, and it had 
severe performance penalties. All debuggers have this really, it only is 
good for single stepping through problematic portions of your code. 


SIOCONS however has the binary file loader [BLOAD] protocol built into it. 
once BLOAD has finished you are back to the terminal screen {or PSX_NY 
Command Line Monitor} and you can run your code. 


> When I tried TestCard() in Codewarrior it crashed the PSX and I wasn't 
usingv the 

> debugger. So it must be a PSComUtil issue, if the compiled code runs OK from 
> SIOCONS. 


Again, the real point of the exersise is NOT to use PsCommUtil, its 
dependence on HSS.EXE makes it a moot point. HSS.EXE may or may not sit on 
top of where the monitor has the testcard() library code. 


Unfortunately i don't no any solutions. 
Maybe, Metrowerks knows an answer to this problem. 


> > In the other newsgroup someone tested my code and confirmed that it 

> > crashes the yaroze when compiled with codewarrior. This would seem to be 
> > a serious problem... I'm suprised that no one has run into it before. 

> > 'Darco 

> You're not the only one with that problem. I have the same problem with 
> CodeWarrior. 

> 

> 


They do, I don't know if Joel Sumner has been able to make any changes in 
regards to this, since those who wish to try their hand at Assembler are 
pretty well cooked in the CW IDE environment. Hence my deviation to GCC 
running on MkLinux. 


VVVVVVVVVVV VV 
VVVVVVVVVVV VV 


> I haven't tried any assembler yet, but I'm pretty sure the CW docs show 
you how 

> to do it within the IDE. Why do you say ‘your're cooked' if you want to do 
> assembler within CW? 

> Phil 


Actually I apologise for the wrong point given for that context of reference. 
You are able to do Assembler in CW. But the point of doing a code snippet 

in Assembler is to go past a hurdle in performance that coding using a Lib 
reference my impose on you. 
Because of the CW IDE dependence on PsCommUtil {Mac Yarozers will attest} 
the use of HSS.EXE directly interferes with the operation of Real-time-OS 
code portions due to its intrusive nature in the application. 


Again, I found that using a SIOCONS session to DL the code to the PSX_NY 
and going back to Zterm on my Mac was the best way of prototyping my code 
without interference by HSS.EXE. It means having to dedicate a PC to doing 
this, or compiling a code snippet to add BLOAD to a terminal program in 
MkLinux. Or putting up with the impact of the HSS.EXE when you are testing 
code. 


Real-Time is the reality of modern game technology coding from a technical 
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point of view, but it does not effect the end result of a superb design 
philosophy in a game. Great games are the ones we play all the time. 


-sean 
--MESSAGE FILE 3662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02372 


-—-MESSAGE FILE 3663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002373 

Path: chuka.playstation.co.uk!scea!prol-173.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Analog Pad w/Dual Shock, Tidbits and trips... 

Date: Thu, 17 Sep 1998 22:17:44 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 18 

Message-ID: <skennedy-1709982217450001@pro1-173.barrie.connex.net> 

References: <35521D7E.D42C3393@mail.datasys.net> <3557B2D4.BFB9DAEE@ndirect.co.uk> Հ 
3558372F .B4A015F9@mail.datasys.net> <uhg2v7/xxc.fsf@cybec.com.au> <355B4FE6.1F2BEDE7@ 
mail.datasys.net> <skennedy—0807980018040001@pro1-147.barrie.connex.net> <35A5135B.A 
206345D@mail.datasys.net> 

NNTP-Posting-Host: prol-173.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2373 scea.yaroze.freetalk 
£953 


n article <35A5135B.A206345D@mail.datasys.net>, darco@bigfoot.com wrote: 
Now that I think about it you're right. The hard caseing of the 
controler will make it difficult to make one side vibrate and the 
other to not. You are right, It makes sense now. Good example by the 
way, otherwise I would still have not understood. 


I 
> 
> 
> 
> 


V V V V 
VV V V 


> > Hmm. how conveinent the above gets said... 


> Now what's that suppose to mean? 

> 'Darco 

I was meaning how productive an Illustration of a difficult Human 
Interface Device component really is to understand.. 


Besides the only thing I was poking fun at was "Vibration" 
"Me and My Dirty Mind..." ;) 


-sean 
--MESSAGE FILE 3663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02373 


--MESSAGE FILE 3664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002374 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: When do you program and what do you listen to ? 
Date: Fri, 18 Sep 1998 05:07:45 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 27 

Message-ID: <3601DC91.A96F0DCE@wyrddreams .demon.co.uk> 
References: <3561da91.821128@news.playstation.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 i586) 


When? Whenever I can, but due to the suicidal cost of phone calls 
during weekdays here in the UK I tend to be up till about 7am to get the 
most of the cheap phone calls. Yaroze coding fits in somewhere between 
me getting up around 2pm and the 7am drop-out. 


Music? That's a good question... anything. Well, that's a lie, there 
are things I won't have polluting my atmosphere, but it depends on my 
mood what I listen to. Favourites so far have included: 
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Metallica (Ride the Lightning, $5.98 EP, Load, 

Master of Puppets) 
Garbage (Garbage, Version 2.0) 
Terrorvision (How to Make friends..., Regular Urban Survivors) 
Fun Lovin' Criminals (Come Find Yourself) 
Pink Floyd (Pulse, The Wall, Piper at the Gates of Dawn) 
Extreme (Extreme, Pornografitti, 3 Sides) 
Holst (Planet Suite) 
Mike Oldfield (Tubular Bells 2) 
Plus various rock mixes (Shine, Best Rock Album, etc.) 


Or if I'm twisting my brain around some spectacular maths/algorithm/bug 
I'll have absolute silence. Or as close as I can get to it in this 
house.... 


Take care, 


JT 
—-MESSAGE FILE 3664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02374 


—-MESSAGE FILE 3665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002375 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Debugger performance [Was: Re: TestCard() issue] 

Date: 18 Sep 1998 04:21:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn7030bf.q0b.tjs@longford.cs.monash.edu.au> 

References: <35FC10F2.3841CEE6@bigfoot.com> <35FD49AC.7FA76186@augsburg.baynet.de> Հ 
skennedy-1609982308280001@pro1-145.barrie.connex.net> <3600CE30.98A32F71@easynet.co. 
uk> <skennedy-1709982209590001@pro1-173.barrie.connex.net> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2375 scea.yaroze.freetalk 
2954 


On Thu, 17 Sep 1998 22:09:59 -0500, Sean Kennedy <skennedy@bconnex.net> wrote: 
>HSS.EXE is used in conjunction with GDB {Gnu DeBugger} outside of SIOCONS. 
>It is a SECOND application that runs real-time above your code, and it had 
>severe performance penalties. All debuggers have this really, it only is 
>good for single stepping through problematic portions of your code. 


Interesting question. As I see it, the only way that a debugger stub 
interferes with the running of code is by modifying exception vectors. 

Thus, only those things that cause exceptions (or interrupts in the case 

of the R3000) will be affected. Additional latency in a system which already 
has quite a large latency shouldn't be all that noticeable, especially if 
the per-frame interrupt count is reasonably low, which I would expect. 


I'd be interested to hear other views though. I haven't written a debugger 
stub before, so I'm mostly going on gut feeling. 


Toby. 
—-MESSAGE FILE 3665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02375 


—-MESSAGE FILE 3666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002376 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 08:25:08 +0200 

Organization: Debri Productions 

Lines: 74 

Message-ID: <ldfhs26.qy2gv0125wrzgN@al-88-121.al.nl> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
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wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot .com> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2376 scea.yaroze.freetalk 
2955 


Darco <darco@bigfoot.com> wrote: 


DEnnis Brinkhuis wrote: 


> * joypad - joypad 
> * joypad - gun 

> * gun - gun 

> 


Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 


Or you could just be the badass and make a one player mode in which you 
have two guns... :) 


VVVVVVVVVVVVVVVV VV VV VV VV 


'Darco 


Thanks, you just gave away my secret, secret,secret,secret,secret, 
plans!! ;-) 

The moving around with joypad two comes in the next gun-game. We're just 
starting of with something simple in 2D. And if we can fix that, we'll 
move on to 3D complete with navigation. I shall give the subject away to 
then. 

It will be a paintball game. I came up with the same idea as you 
becourse I don't like it that you always play against your fellow 
player, well... most of the time. I like games where you can team up. 
Your plan was already part of the paintball game. With this game you 
navigate with controller 2 and swap weapons. 


D-pad is navidation and top-buttons are weapon swap. 


up = forward 
down = backward 
left = left 
right = right 

Ll = next weapon 
L2 = prev weapon 


Triangle = forward 
cross = backward 
square = left 
circle right 

R1 = next weapon 
R2 = prev weapon 


(this way someboby lefthanded can also play it) 
There should also be an option called: auto navigate. 


The great thing from this idea is that you get more control and you know 
that al gun owners, also have at least one extra joypad. 

I'm would also like some gun-games that are not violent.. 

Like sportsgames that you control with the gun.. 


Well, these were all my idea's for now.. thanks for making them public 
;-) 
r 
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Maybe we should work together in on a project since we have rather 
Similar idea's. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02376 


-—-MESSAGE FILE 3667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002377 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 08:25:15 +0200 

Organization: Debri Productions 

Lines: 36 

Message-ID: <ldfhsm1l.nbp4905s9k3kN@al1-88-121.al1.nl1> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.1lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot.com> <skennedy-1609982314460001@pro1-145.barrie.connex.net> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2377 scea.yaroze.freetalk 
2956 


Sean Kennedy <skennedy@bconnex.net> wrote: 


> 1 player 
> G= IU 
> * joypad 
> * gun 

> 2 players 
> z a Gmi ai ee ee, A e 


> * joypad - joypad 

> * joypad - gun 

> * gun - gun 

Why not try something more warped? Get one of those one-handed 
controlers AND a namco light gun. Then make a controler scheme where you 
shoot with the light gun, and move around with the one handed controler, 
or something. Change weapons, all sorts of cool stuff... 

Or you could just be the badass and make a one player mode in which you 
have two guns... :) 

"Darco 


VVVVVVVVVVVVVV VV 


Hmm, I'm beginning to like this. 


Use an outside bound rect detection in the Video On one of the guns when 

the trigger is held down for more than three firings. The other gun can be 
used for shooting a target. It would be slow when a firing solution would 
be needed, but a great way for lurking, or for moving from place to place. 


Name the game after the TV show "Brooklyn South" You are the Cop bneing 
Sniped at. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


—sean 


In my paintball version idea, you walk with a great looking girl who you 
need to protect. Every time you "save" her, she'll be ever so gratefull. 


DEnnis. 
—-MESSAGE FILE 3667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02377 


—-MESSAGE FILE 3668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002378 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Fri, 18 Sep 1998 08:25:20 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldfhsp9.10343sq1364120N@al-88-121.al1l.nl1> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al—88-118.al.n 
l> <35F8E3AB.E53428BBéeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@pro1-145.barrie.connex.net> 
NNTP-Posting-Host: 81-88-121.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 42 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2378 scea.yaroze.freetalk 
2957 


Sean Kennedy <skennedy@bconnex.net> wrote: 


> 

> Anyone know Where I can get an NISC grabber for 6100 cheap? My Commodore 
> 1702 is too much VDT content for my office. {I use it with my VCR...} 
> 
> 


-sean 


In Holland you pay about 50 pounds ($75) for a grabber-card for 6100. 
But I'm afraid that will be Pal, or... I use a 8500av, and grabbing is 
no prob for me. I can grab NTSC and Pal!! 


DEnnis.. 
—-MESSAGE FILE 3668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02378 


—-MESSAGE FILE 3669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002379 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: TV Turner cards 

Date: Fri, 18 Sep 1998 08:43:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6tt39fSefu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: client9553.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2379 scea.yaroze.freetalk 
2958 


Hello again, 


I'm thinking of buying a TV tuner card for my PC, the Hauppauge Win/TV 
Primio, has anyone used this sort of card for NY development. Does 
everything work Ok? or are there some pitfalls I should be aware of. 


I'm hopefully buying it later today, so I would be *really* grateful if you 
either mail me or post a reply, before about 3:30 ish 


Cheers all 
Robert Shand 
bob@shand.globalnet.co.uk 


-—-MESSAGE FILE 3669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02379 


—-MESSAGE FILE 3670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002380 

Path: chuka.playstation.co.uk!news 

From: “Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 
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Date: Fri, 18 Sep 1998 08:50:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6tt4m2Sefu9@chuka.playstation.co.uk> 

References: <6tos65S$efu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C. 31AE@writeme.com> 
NNTP-Posting-Host: client9565.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2380 scea.yaroze.freetalk 
2959 


>Get busy kid and download it from my page: 
>(http://www.netyaroze-europe.com/~mrfrosty). 
> 


Already got it :-) 


>Rob- the official GunCon is a really nice piece of kit - I'd go for that 
>if I were you. 


But what is the cost? I ama student (hurrah) 


> 
>James (~mrfrosty) 
> 
> 


—-MESSAGE FILE 3670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02380 


—-MESSAGE FILE 3671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002381 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Fri, 18 Sep 1998 09:09:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6tt4nfSeful0@chuka.playstation.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: client9565.globalnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2381 scea.yaroze.freetalk 
:960 


Damn my typing 


>Cheers all 

>Robert Shand 
>bob@shand.globalnet.co.uk 
> 

> 

> 


—-MESSAGE FILE 3671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02381 


—-MESSAGE FILE 3672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002382 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 

Date: Fri, 18 Sep 1998 12:23:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 
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Message-ID: <360242BB.2A76@england.com> 
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References: <360125C3.5B2E@england.com> <ldfimhq.17c2blxt3dq0yN@al-88-111.al.nl1> 


Reply-To: sol.campbell@england.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 
> 


> I wan't to enter, how can I prove my score? 
> 


> DEnnis.. 


It's pretty simple with DOS, but I'm not too sure about Macs and 
Codewarrior. You need to have Gravitation 1.3 and the demo recorder. If 
you didn't already get them, then get grav1l3.zip and demorec.zip from 
James Shaughnessys' site: 

http://www.netyaroze-europe.com/~shaughnj 


You should read the included readmes and all the small print. 


GCC users should unzip both these files to the same directory, then run 
the demorec DOS batch file to load up grav 1.3 and the demo recorder. 
Select 'record' to record your times, then quit the game with the 'quit' 
option when you're finished and use either 'savepal' or 'saventsc' to 
save your demo. This will save the times for all the 9 maps to a file 
called mypal.dat or myntsc.dat, depending whether you're running PAL or 
NTSC. You can make as many attempts as you like to record your times in 
one session, but you will need to quit to save the demo. Then zip up 
your mypal.dat or myntsc.dat and send it in. You can replace the default 
demopal.dat or demontsc.dat with your mypal.dat or myntsc.dat if you 
want to load up your existing times as the default and keep adding to 
them. 


If you're not running DOS, then the siocons batch files you need to run 
are ‘autodr' to download the demorecorder, and either 'savepal' or 
"saventsc' to save the demo. The included readme explains it better 
though. 


It's not really as complicated as I'm making it sound. You only need to 
run one file to play the game, and one file to record the game. 


I expect to see some of your times on the board when I check back next 
week. 

=) 

Rob Ryan. 


—-MESSAGE FILE 3672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02382 


-—-MESSAGE FILE 3673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002383 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 14:10:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <36025BE3.6625@manc.u-net.com> 


References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot.com> <skennedy-1609982314460001@pro1-145.barrie.connex.net> <ldfhsml.nbp4905s9k 


3kN@al-88-121.al.nl> 

Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 
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DEnnis Brinkhuis wrote: 

> In my paintball version idea, you walk with a great looking girl who 
> you need to protect. Every time you "save" her, she'll be ever so 

> grateful. 


Yeah, *how* grateful? Is this game going to be an 18 certificate? 
8-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02383 


—-MESSAGE FILE 3674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002384 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 
Date: Fri, 18 Sep 1998 14:11:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <36025BEC.61C@manc.u-net.com> 

References: <360125C3.5B2E@england.com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Ryan wrote: 
> I'd suggest you read the small print as well; just in case I missed 
> something. 


Yes, it is advisable that everyone reads that, because using an 
extremely small font (in Gothic typeface so quite hard to read anyway) 
I stipulate that all entrants must send me £2,000 (cash, in fifties) 
so I can buy a Ferrari 328. Mmm, no wonder there's been so little 
interest in it...! չ-) 

<laughing hysterically for ten minutes as if in a straitjacket> 

Oooo, mercy. Seriously folks there are some excellent prizes up for 
grabs thanks to so many generous offers from fellow members, but 

with so few competitors it's not yet got off the ground : ( 


Are people not interested or are there a load of you practicing 

to submit demon times right on the deadline? 

If the former then please give me ideas how I can make it more fun 
for everyone; and if the latter then please submit your current 

best times now, as it's a running Championship where you can resubmit 
better times as often as you want -- I want the competitors to 
constantly check back to the tables to see what map they might be 
able to improve upon to gain more Championship points, if you see 
what I mean. Championship Points are awarded for being in the top 6 
for each map, Fl-style (10-6-4-3-2-1). 


> Come on you sissys! I'll take ya' all on etc etc. 


Go on people, don't let "BoneCrusher" take an easy victory! 

Jim 

PS If you have any questions, suggestions or problems with the 
DemoRecording etc don't hesitate to call: Mr Plough, that name again 


is Mr Plough.. er, I mean me. Damn it, got Simpsons on the brain me. 


Sorry DEnnis (and other CW/Mac users) but I can't really help you 
with the Demosaving as I don't use CodeWarrior (but I'm sure you should 
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be able to take the siocons data and get it to work somehow :-/ ) 
Would someone like to post a message here saying how to do it in CW? 


PPS Oh yes don't forget that you have to QUIT Grav (ie back to the 
comms screen) in order to be able to use the DOS SAVEPAL batch file 
to dsave your recordings from memory. Also remember that if you know 
you will better your times later then there's no need to submit a 
demorecording in these early stages of the Championship. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02384 


—-MESSAGE FILE 3675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002385 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 

Date: Fri, 18 Sep 1998 18:47:11 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldfk8s9.riezcb102mllyN@al-—88-107.al.nl1> 

References: <360125C3.5B2E@england.com> <ldfimhq.17c2b1xt3dq0yN@al-88-111l.al.nl> <36 
0242BB.2A76@england. com> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Ok, I'll try to make it work on mac with CW. 

Andy Weissl made a map-edditor and I used it and was able to save the 
result on mem-card or to a file on my mac. So he maybe able to clear 
some up. 

And so I hear you give away a brand new ferrari as a first price, and 
even have some more great prices. I'll start up a little campine for you 
telling everybody that the winner will get a brand new car. I personally 
have a little trouble getting the 2000 pound together, but my little 
campain (I shall make it a big one) is probably woth the fee, don't you 
think.. so I can join for free ;-) 

hehehehehe, 

I'll just see ifI can get a good time, under 10 minutes is good, wasn't 
Pte? 


Cheers DEnnis.. 
—-MESSAGE FILE 3675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02385 


—-MESSAGE FILE 3676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002386 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lightguns 

Date: Fri, 18 Sep 1998 18:47:13 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <1ldfk99q.1jihbp77hvb9cN@al-—88-107.a1l.nl> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <ldfh2u4.1lvtwglikmgm08N@al1-88-113.al.nl> <36005051.ABEEBO58@big 
foot.com> <skennedy-1609982314460001@pro1-145.barrie.connex.net> <ldfhsml.nbp4905s9k 
3kN@al-88-121.al.nl1l> <36025BE3.6625@manc.u-net.com> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


> DEnnis Brinkhuis wrote: 
> > In my paintball version idea, you walk with a great looking girl who 
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> you need to protect. Every time you "save" her, she'll be ever so 
> grateful. 


> 
> 
> 
> Yeah, *how* grateful? Is this game going to be an 18 certificate? 
> 8-) 

> 

> 


Jim 


1'11 still have to see. I know it is alowed if you make a note with it 
that it contains some explicite scenes. 
Maybe it will.... as long as I cn't get in trouble with it. 


DEnnis.. 
—-MESSAGE FILE 3676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02386 


—-MESSAGE FILE 3677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002387 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.beginners, scea.yaroze.freetalk, scee.yaroze.freetalk.english 
Subject: Re: Darco's Newbie Tutorials 

Date: Fri, 18 Sep 1998 18:19:16 +0100 

Organization: The Hex Heroes 

Lines: 26 

Message-ID: <36029614.62F1@writeme.com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <skennedy—-1609982336170001@pro1-145.barr 
ie.connex.net> <3601AE00.5COEO5CO@bigfoot .com> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scea.yaroze.beginners:283 scea.yaroze.freetalk:961 sce 
e.yaroze.freetalk.english:2387 


Darco wrote: 


#1:Start small, but have a plan. 

#2:Then Expand on content in #1. 

#3:Add features. 

#4:Return to #1 for the next phase of the project. 


Very successful way of doing this. 


VV NV V VV V 


*Darco reads and re-reads the above text with a look of bewilderment 
on his face* 


VVVVVVVVV VV 


v 


I think what he means is don't start with a huge plan and write every 
bit (from the beginning) as you would in the final finished verbose 
version - you're very likely to get bored too soon doing it that way 
(and may find that huge revisions are necessary). 


.. Though the way you're going to do it sounds more like the way James 
Chow (SCEE) has set about it - and he's fairly far. 


Good Luck! 


James (~mrfrosty) 
-—-MESSAGE FILE 3677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02387 


—-MESSAGE FILE 3678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002388 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 
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Date: Fri, 18 Sep 1998 18:29:46 +0100 

Organization: The Hex Heroes 

Lines: 29 

Message-ID: <3602988A.6117@writeme.com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2388 scea.yaroze.freetalk 
2962 


Robert Shand wrote: 


> 

> >Get busy kid and download it from my page: 

> >(http://www.netyaroze-europe.com/~mrfrosty). 

>> 

> 

> Already got it :-) 

Good, then you probably missed the (ahem) corrupted zip... ;0) 
> >Rob- the official GunCon is a really nice piece of kit - I'd go for 
> >that if I were you. 

> 

> But what is the cost? I ama student (hurrah) 


I'm a student too and Virgin give you and I a special 10% discount 
(double hurrah) 


I /think/ (I should /know/, I went for a shop trek today) - An official 
Guncon45 will set you back 35 smackers (or 55? with a game). 

I don't know anything about the other lightguns, but I had a quick shot 
of the Real Arcade Lightgun at ECTS and have to say I was less than 
impressed... 


My advice - go for the official one, with game if pocket stretches 
(otherwise hang on for Point Blank 2). 
Just avoid the Konami types cuz you won't be able to program for them... 


James (~mrfrosty) 
—-MESSAGE FILE 3678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02388 


—-MESSAGE FILE 3679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002389 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 

Date: Fri, 18 Sep 1998 19:55:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3602AC9F.7FFF@manc.u-net.com> 

References: <360125C3.5B2E@england.com> <ldfimhq.17c2b1xt3dq0yN@al-88-111.al.nl> <36 
0242BB.2A76@england.com> <ldfk8s9.riezcb102ml1llyN@al1-88-107.al.nl> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> Ok, I'll try to make it work on mac with CW. 


All you need to know is that you have to somehow get 72K from the PSX 
starting at 0x80196000, or the equivalent of doing: 
"local dsave mypal.dat 80196000 12000" with SIOCONS. 
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Indeed the Ferrari in question wouldn't be a brand-new one -- it would 
be the classic 328 GTB/GTS (the one in "Magnum") which is not made 
anymore. A good 'D' reg or so ('86) could be bought for around/less 
than £40,000, so I figured if I get 20 participants all giving me 2 
grand I'd have enough (to start my own P.I. business on Hawaii.) 8-] 

I would be "quite happy" to have a brand-new F355 instead though. 

(ooo those Fl-paddle gearchanges.. drool...) 


There *will* be a lot of surprise prizes folks so it really is worth 
entering even if you think you're 'pony' at the game. If only six 
people enter then *everyone* gets points on *every* map, no matter 
how pap the times are. So DEn yes if you get a time of 9:59.98 or 
better on any map you'll be right near, if not at the top of the 
leaderboard! Also DEnnis remember you don't have to give me demo 
recordings at these early stages if you think you are likely to beat 
them at some point -- I only *need* the demos for your final 
definitive submissions. 


http://www.netyaroze-europe.com/~shaughnj/gravcomp.htm 


Cheers, 
Jim "Enter the Grav Championship now for eternal happyness" S 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02389 


-—-MESSAGE FILE 3680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002390 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Fri, 18 Sep 1998 20:37:55 +0100 

Organization: The PC Shop 

Lines: 19 

Message-ID: <3602B693.3C6F9AFF@infotrade.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6tt4nfSefuld@chuka.playstation.co 
.uk> 

Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr357.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2390 scea.yaroze.freetalk 
2963 


I used a Miro PCTV, it worked great up until directx 5 and then became totally unrel 
iable, my system crashed every 5 minutes. 


Makes a nice ornament though. 
Ian T. 

Robert Shand wrote: 

Damn my typing 

>Cheers all 

>Robert Shand 
>bob@shand.globalnet.co.uk 
> 


> 
> 


VVVVVVVV 
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—-MESSAGE FILE 3680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02390 


—-MESSAGE FILE 3681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002391 

Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Fire Xplorer 

Date: 18 Sep 1998 19:43:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bde33c$4b174100Sfd3063c3@hanno> 

References: <3600BD43.10747614@infotrade.co.uk> <3600F03A.523C61C7@bigfoot.com> 
NNTP-Posting-Host: host5-99-48-253.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Homepage is www.x-plorer.co.uk 


Darco <darco@bigfoot.com> wrote in article 
<3600F03A.523C61C7@bigfoot.com>... 
Ian Thompson wrote: 
> 
Hi, 


> 
> 
> Anybody seen the Fire Xplorer? 
> 
> 


It seems to be the equivalent of the AR except it's £30 and it plugs > 
irectly into the parallel port. 


Do tell. Does it look like the AR? Is there a web page? 


'Darco 


VVVVVQaVVVVV VV 


—-MESSAGE FILE 3681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02391 


—-MESSAGE FILE 3682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002392 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darco's Newbie Tutorials 

Date: Fri, 18 Sep 1998 15:52:34 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <3602BA02.95860A61@bigfoot .com> 

References: <35FE54E6. 85E323A8@bigfoot.com> <3601AE06.DB29876D@wyrddreams.demon.co.u 
k> 

NNTP-Posting-Host: 219.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Tait wrote: 


> 

> Good plan Darco. 1 was wondering of your bit on using Make would 
> include anything about writing Makefiles. 

> 


Of course! I wouldn't just tell you command line options, that wouldn't 
be very helpful. 


"Darco 
—-MESSAGE FILE 3682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02392 


-—-MESSAGE FILE 3683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002393 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: TV Turner cards 

Date: Fri, 18 Sep 1998 15:53:38 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3602BA42.35873565@bigfoot.com> 

References: <6tt39fSefu8@chuka.playstation.co.uk> 
NNTP-Posting-Host: 219.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2393 scea.yaroze.freetalk 
2964 


Robert Shand wrote: 
Hello again, 
I'm thinking of buying a TV tuner card for my PC, the Hauppauge Win/TV 


Primio, has anyone used this sort of card for NY development. Does 
everything work Ok? or are there some pitfalls I should be aware of. 


VVVVVVV 


If you can, make sure it supports both PAL and NTSC video modes. 


"Darco 
—-MESSAGE FILE 3683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02393 


—-MESSAGE FILE 3684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002394 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 

Date: Sat, 19 Sep 1998 11:34:22 +0200 

Organization: Debri Productions 

Lines: 49 

Message-ID: <ldfllcl.4hvsrvbkc04mN@al1-88-102.a1.nl1> 

References: <360125C3.5B2E@england.com> <ldfimhq.17c2b1xt3dq0yN@al-88-111.al.nl> <36 
0242BB.2A76@england.com> <ldfk8s9.riezcb102m1llyN@al-88-107.al.nl> <3602AC9F.7FFF@man 
c.u-net.com> 

NNTP-Posting-Host: 81-88-102.81.ու 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 (unregistered for 43 days) 


James Shaughnessy <james@manc.u-net.com> wrote: 


DEnnis Brinkhuis wrote: 
> Ok, I'll try to make it work on mac with CW. 


All you need to know is that you have to somehow get 72K from the PSX 
starting at 0x80196000, or the equivalent of doing: 
"local dsave mypal.dat 80196000 12000" with SIOCONS. 


VVVVVV 


Sounds ever so easy... not (i'm no coder!!). I'll ask Mac Paul (harvey) 
to enter and tell me the secret! 


Indeed the Ferrari in question wouldn't be a brand-new one -- it would 
be the classic 328 GTB/GTS (the one in "Magnum") which is not made 
anymore. A good 'D' reg or so ('86) could be bought for around/less 
than £40,000, so I figured if I get 20 participants all giving me 2 
grand I'd have enough (to start my own P.I. business on Hawaii.) 8-] 

I would be "quite happy" to have a brand-new F355 instead though. 

(ooo those Fl-paddle gearchanges.. drool...) 


VV NV V V V V 


I got a tape with the Magnum song, to put in the car-radio and even a 
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fake mustage, If you get it all to gether I'll sent you the tape and 
mustage չ-)) 


There *will* be a lot of surprise prizes folks so it really is worth 
entering even if you think you're 'pony' at the game. If only six 
people enter then *everyone* gets points on *every* map, no matter 
how pap the times are. So DEn yes if you get a time of 9:59.98 or 
better on any map you'll be right near, if not at the top of the 
leaderboard! Also DEnnis remember you don't have to give me demo 
recordings at these early stages if you think you are likely to beat 
them at some point -- I only *need* the demos for your final 
definitive submissions. 


VVVVVVVV VV 


Ok, lets do it. Oh and James, please make a small banner for me to put 
on my links page. I want my links page to look like a cheap porn site 
with lot's of banners. 


> 
> Cheers, 
> Jim "Enter the Grav Championship now for eternal happyness" S 


Cheers, 

DEnnis "Winner if I can get the code right" Brinkhuis 
and 

DEnnis "We all imitate Nick....F" Brinkhuis... 


—-MESSAGE FILE 3684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02394 


—-MESSAGE FILE 3685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002395 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Sat, 19 Sep 1998 11:34:24 +0200 

Organization: Debri Productions 

Lines: 49 

Message-ID: <ldfllv4.qzidffe5k5vkN@al1l-88-102.al1.nl1> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <01lbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> <3602988A.6117@writeme.com> 

NNTP-Posting-Host: 81-88-102.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 43 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2395 scea.yaroze.freetalk 
2965 


I /think/ (I should /know/, I went for a shop trek today) - An official 
Guncon45 will set you back 35 smackers (or 55? with a game). 

I don't know anything about the other lightguns, but I had a quick shot 
of the Real Arcade Lightgun at ECTS and have to say I was less than 
impressed... 


My advice - go for the official one, with game if pocket stretches 
(otherwise hang on for Point Blank 2). 
Just avoid the Konami types cuz you won't be able to program for them... 


VVVVVVVV VV 


I'm also going for the original one. I do like the force-feedback, but 
I'm not taking any changes. 
As far as the games go for the gun: 


- Die Hard (Platinum game, so cheap and great gameplay) 
— TimeCrises (you can get it cheap with the gun) 
- PointBlanc (you can get it cheap with the gun) 


(is about to be released) 
(in development) 


— TimeCrises 
— PointBlanc 


2 
2 
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And at the moment I'm working with a team at a Pang-clone that will have 
a Gun-mode. 


I got a question about the hype of the gun all of a sutten, well this is 
my explenation: 


A gun was a hit on the 8-bit Nes (with Duckhunt) 

The Snes had a bazoka kind of gun wich was crap and as far as I know, 
only 2 compatible games. The Megadrive had a nice looking gun, but I 
never saw it in the shops and I never saw a game for it, but it could be 
that I missed it. 

Both guns for Snes and MD didn't work out. PSX is the perfect platform 
for guns. Addults by guns more than kids (not all kids are alowed to 
have a gungame in Holland). To make a gun succesfull, you need more than 
one or two compatible games to intress people. Well this is about to 
happen at with the PSX. Therefor there are also lot's of different games 
availeble now. And it is possible to play a game with 2 guns. 

Another great thing is tha fact that we can code for the gun. We can 
code analog (what is no exeption anymore) and we can't code for the 
multi-tap. But we can code for the gun. 


So I think this explains a bit of the hype around the gun. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02395 


—-MESSAGE FILE 3686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002396 

Path: chuka.playstation.co.uk!news 

From: "Mike Beard" <michaelbeard@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Sat, 19 Sep 1998 13:24:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6u09htS$fsh2@chuka.playstation.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: mfs2-dnbqx-138.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2396 scea.yaroze.freetalk 
2966 


Probably tooooo late to answer so ill tell you anyway... 


I've a hauppauge win/tv inc text & radio going through the CirrusLogic 
GD5446 graphics card and its not to bad for general development (saves a lot 
of desk space), as for the picture quality there is a case of "digital lag?" 
in faster drawn psx images- this could be the speed of the processor (166) ? 
This is less noticible in a small window(of course). 


There is an ATI All-in-wonder Pro tv/2d/rage3d s-video in/out which is also 


around and could be quite good value abt.£100, although I don't know much 
about it. 


Mike 'Spikeman' Beard 


michaelbeard@compuserve.com 


—-MESSAGE FILE 3686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02396 


—-MESSAGE FILE 3687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002397 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: 


Date: 


Lines: 


uk> 


nseal22@aol.com (Frank Tompkins) 


Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: TV Turner cards 


Sat, 19 Sep 1998 10:04:33 GMT 


Organization: SCEA News Server 


31 


Message-ID: <36038139.3132647@news.scea.sony.com> 
References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htSfsh2@chuka.playstation.co. 


NNTP-Posting-Host: 202-44-162.ipt.aol.com 


X-Newsreader: Forte Free Agent 1.11/32.235 


Xref: 
2967 
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On Sat, 19 Sep 1998 13:24:47 +0100, "Mike Beard" 
<michaelbeard@compuserve.com> wrote: 


>Probably tooooo late to answer so ill tell you anyway... 


> 
>I've 
>GD544 


a hauppauge win/tv inc text & radio going through the CirrusLogic 
6 graphics card and its not to bad for general development (saves a lot 


>of desk space), as for the picture quality there is a case of "digital lag?" 
>in faster drawn psx images- this could be the speed օք the processor (166) ? 


>This 
> 


is less noticible in a small window(of course). 


>There is an ATI All-in-wonder Pro tv/2d/rage3d s-video in/out which is also 
>around and could be quite good value abt.£100, although I don't know much 
>about it. 


> 
> 
> 
>Mike 
> 


'Spikeman' Beard 


>michaelbeard@compuserve.com 


> 
> 


I have the ATI All-in-wonder and it works great with yaroze, very good 


and smooth picture quality. I use it all the time, and amazingly it's 
never frozen yet. Just thought I'd share that. 

Frank 

nseal22@aol.com 


—-MESSAGE FILE 3687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02397 


—-MESSAGE FILE 3688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002398 


Path: 
From: 


chuka.playstation.co.uk!news 
James Shaughnessy <james@manc.u-net.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Come and have a go if you think you're hard enough 


Date: 


Sat, 19 Sep 1998 19:22:37 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 


35 


Message-ID: <3603F66D.4DD@manc.u-net.com> 

References: <360125C3.5B2E@england.com> <ldfimhq.17c2b1lxt3dq0yN@al-88-111.al.nl1> <36 
0242BB.2A76@england.com> <ldfk8s9.riezcb102mllyN@al-88-107.al.nl> <3602AC9F.7FFF@man 
c.u-net.com> <ldfllcl.4hvsrvbkc04mN@al-88-102.a1.nl1> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis 


Brinkhuis wrote: 


>> "1 


ocal dsave mypal.dat 80196000 12000" with SIOCONS. 


> Sounds ever so easy... not (i'm no coder!!). 
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Its just a command line for siocons, not exactly full-on coding. 

But being a CW user you are probably sheltered from the lower level 
actions so I'll tell you what it means and what it does (CW would 
probably just give you a buggy window saying "DSAVING from Mm|||ory" 
HAHA sorry CW fans I couldn't resist saying it.... չ-) ..-No need to 
open that can of worms again...!) 


"local dsave" means something like (local) data save 

"mypal.dat"™ is just the name of the file which will be created 
"80196000" is the START memory address of the PSX memory 

"12000" is the hexadecimal size of the block of memory you want to 
save in bytes (0x12000 = 72Kbytes) 


> Ok, lets do it. Oh and James, please make a small banner for me to put 
> on my links page. I want my links page to look like a cheap porn site 
> with lot's of banners. 


A banner? If you mean an icon to link to then check the bottom of my 
page near the hit-counter, there's a small "Jim's Game Zone" gif for 
such purposes. 


Cheers, 
Jim 


PS I'll put you down as a entrant the DEnnis. Only need 14 more 
competitors..! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02398 


-—-MESSAGE FILE 3689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002399 

Path: chuka.playstation.co.uk!news 

From: "Tanvir Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Join me 

Date: 19 Sep 1998 21:01:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdl7ca$7ce8b4e0Sbb3e63c3@2badlineone.net> 
NNTP-Posting-Host: host5-99-62-187.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi there, 


Does anyone want to join me in making games? 


I am currently working on a racing game and need help, it would really be 
cool working with other people on the project which would really help me. 
So come on lets team up. 


Cheers 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 3689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02399 


—-MESSAGE FILE 3690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002400 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Sat, 19 Sep 1998 21:10:12 BST 
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Organization: ArgoNet, but does not reflect its views 
Lines: 41 

Distribution: world 

Message-ID: <na.232f864888.a70la0rfredw@argonet.co.uk> 
References: <6tt39fSefu8@chuka.playstation.co.uk> 
Reply-To: R Fred Williams <rfredw@argonet.co.uk> 
NNTP-Posting-Host: userm289.uk.uudial.com 
X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 
X-NNTP-Poster: NewsHound "1.3782 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2400 scea.yaroze.freetalk 


7968 


In article <6tt39fSefu8@chuka.playstation.co.uk>, "Robert Shand" 
<shand@globalnet.co.uk> wrote: 

> I'm thinking of buying a TV tuner card for my PC, the Hauppauge Win/TV 
Primio, has anyone used this sort of card for NY development. Does 
everything work Ok? or are there some pitfalls I should be aware of. 
I'm hopefully buying it later today, so I would be *really* grateful if 
you either mail me or post a reply, before about 3:30 ish 


> 
> 
> 
> 


Hmmm, ok, a bit late, but here're my thoughts anyway... 


First up, I dunno about this specific card, or indeed about PC TV 
tuners in general. 


As those who read my readme's (!) know, I run my Yaroze off a PC card 
on an Acorn machine (& am consequently still reeling from Thursday's 
announcement: Tis official - the British home computer industry is no 
more), and (to get back on-topic) an Irlam instruments TV tuner card 
for said platform, which works just fine. 


So: Make sure you can get a COLOUR picture from NTSC as well as PAL. 
(In my case, I was able to get a patch from the board suppliers, and 
can get colour in both PAL/NTSC from the composite input as well as 
the UHF, which helps image quality no end). 


And secondly, be aware of the differences between a PC tuner display 
and a "real" one: TV Tuners generally display a different clipped 
rectangle of overscan to a real TV, and, of course, you don't see the 
interlace. Check stuff on a real TV at least once before release ;) 


However, the deskspace & eyestrain savings are, IMHO, well worth the 
expense. 


ttfn 
Fred 


R. Fred Williams 
PushyII... for the Acorn http://www.argonet.co.uk/users/rfredw 
& PSX Yaroze http://www.netyaroze-europe.com/~RFREDW 


—-MESSAGE FILE 3690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02400 


—-MESSAGE FILE 3691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002401 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: TV Tuner cards 

Date: Sun, 20 Sep 1998 13:42:33 +1200 

Organization: Sidhe Interactive 

Lines: 18 

Message-ID: <6ulm09Sfsh3@chuka.playstation.co.uk> 


-uk> <3602B693.3C6F9AFF@infotrade.co.uk> 
NNTP-Posting-Host: p5-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


References: <6tt39fSefu8@chuka.playstation.co.uk> <é6tt4nfSefuld@chuka.playstation.co 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2401 scea.yaroze.freetalk 
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2969 


Ian Thompson wrote in message <3602B693.3C6F9AFF@infotrade.co.uk>... 

>I used a Miro PCTV, it worked great up until directx 5 and then became 
totally unreliable, my system crashed every 5 minutes. 

> 

>Makes a nice ornament though. 


I had some problems too (crashes caused by the graphics system which brought 
the whole of Windows down), but the system became a lot more reliable after 
downloading the updated drivers off the Miro site (www.miro.com). 1 have 
been using the Miro for development ever since. 


Seems stable under DirectX 6.0 as well. 


Mario 


—-MESSAGE FILE 3691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02401 


—-MESSAGE FILE 3692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002402 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Come and have a go if you think you're hard enough 

Date: Sun, 20 Sep 1998 09:28:44 +0200 

Organization: Debri Productions 

Lines: 33 

Message-ID: <ldfncip.v8hxs7v5w3m6N@al-88-120.al1.nl1> 

References: <360125C3.5B2E@england.com> <ldfimhq.17c2b1xt3dq0yN@al-—88-111l.al.nl> <36 
0242BB.2A76@england.com> <ldfk8s9.riezcb102m1llyN@al-88-107.al.nl> <3602AC9F.7FFF@man 
c.u-net.com> <ldfllcl.4hvsrvbkc04mN@al-88-102.al.nl> <3603F66D.4DD@manc.u-net.com> 
NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


>(CW would 

> probably just give you a buggy window saying "DSAVING from aomh Llor" 
> HAHA sorry CW fans I couldn't resist saying it. 77) -No need to 
> open that can of worms again...!) 


Hehehehe, I won't get in to that either. But I never saw a group that is 
supposed to have similar interests and were there were so many 
group-forms. We have: 


Mac vs. PC 

N64 vs. PSX 

Sio vs. CW 

PSX vs. PC (games) 


But I agree, lets not open those cans. 


v 


A banner? If you mean an icon to link to then check the bottom of my 
page near the hit-counter, there's a small "Jim's Game Zone" gif for 
> such purposes. 


v 


I will use it. 

> PS I'll put you down as a entrant the DEnnis. Only need 14 more 
> competitors..! 

Please do! 


Dennis.. 
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-—-MESSAGE FILE 3692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02402 


—-MESSAGE FILE 3693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002403 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Join me 

Date: Sun, 20 Sep 1998 09:28:45 +0200 

Organization: Debri Productions 

Lines: 46 

Message-ID: <ldfnd3q.llqq3knlajzmbkN@al-88-120.a1l.nl1> 
References: <Olbdl7Jca$7ce8b4e0Sbb3e63c3@2badlineone.net> 
NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Tanvir Khan <2bad@lineone.net> wrote: 
Hi there, 


Does anyone want to join me in making games? 

I am currently working on a racing game and need help, it would really be 
cool working with other people on the project which would really help me. 
So come on lets team up. 


Cheers 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVVVVV VV 


2bad@lineone.net 
Sorry mate, 


I'm already teamed up in 2 teams. In one I'm an graphics artist, in the 
other a graphics artist and the games-designer (founder). 

I had some experiance with teaming up and I noticed that its best to 
team up with people that already finished a game. This way you can see 
what talent your dealing with and you see that the person is motivated 
enough to finish a game. 

I'm very pleased with the teams I work with. A good tip for you probably 
is to finish a game first or to join a team. 

I also noticed that you are rarely online (maybe once a week). I founded 
a team with 3 coders and we have contact about every day. Otherwise the 
development would take ages, and it's hard to keep people interested for 
a longer time. 


When you want to found a team, I also think that you should use a 
different tone. The way you do it now, it looks like you just are not 
skilled enough to do it yourself and that if somebody would join you, 
you would be helped. Well, that is fine for you, but what does the other 
guy gain by that. If he can fix your problems, he'd probably join up 
with some more skilled persons. 

It would be different if you had a very interesting project, but a 
racing game is not to special. 


This is just my personal opinion, maybe I'm wrong... but than again, 
maybe I'm right.. 


Succes, 


DEnnis.. 
—-MESSAGE FILE 3693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02403 


—-MESSAGE FILE 3694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002404 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Join me 

Date: Sun, 20 Sep 1998 13:08:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <3604F053.E84@manc.u-net.com> 
References: <Olbd1l7ca$7ce8b4e0$bb3e63c3@2badlineone.net> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 
> Hi there, 

Does anyone want to join me in making games? 

I am currently working on a racing game and need help, it would 
really be cool working with other people on the project which would 
really help me. So come on lets team up. 


> 
> 
> 
> 


You should really swim over to more shallow waters -- I mean 8 

3D racing game is just WAY too adventurous for a first game, 

even for some who has knowledge of C! 

People aren't trying to stunt your creativity when they say start 

on something in simple 2D (like Pong or space invaders), it's just 
that that's the best (if not only) way to properly learn the language. 


You have to admit it wouldn't really be teamwork now would it? 

If you want to just be the ideas man (game design) then you should 
draw up some *detailed* plans of this racing game to get anyone (guys 
or gals) to want to join your team, and actually write it. 

Otherwise you'll always be "up Merde Creek, with no oars." 


Lots of luck, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02404 


-—-MESSAGE FILE 3695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002405 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Join me 

Date: Sun, 20 Sep 1998 13:46:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6u2tmbSfsh4@chuka.playstation.co.uk> 
References: <Olbd1l7ca$7ce8b4e0$bb3e63c3@2badlineone.net> 
NNTP-Posting-Host: lon-dnbsh-038.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tanvir Khan <2bad@lineone.net> wrote in message 
<Olbd1l7ca$7ce8b4e0Sbb3e63c3@2badlineone.net>... 

>I am currently working on a racing game and need help, it would really be 
>cool working with other people on the project which would really help me. 
>So come on lets team up. 


I think that you are asking for a teacher rather than team mates, 

you could get in touch with Pete Passmore or Robert Swan to see if 

you can get yourself enroled on the next Yaroze course, failing that 
you may be able to get hold of the course notes (for a fee) & that may 
get you pointing in the right direction 

Have a look at Petes 3d tutorial, & if you get nowhere with that then 
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start with 2d. 


Nick S 


—-MESSAGE FILE 3695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02405 


—-MESSAGE FILE 3696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002407 

Path: chuka.playstation.co.uk!news 

From: "Tanvir Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: come on join me 

Date: 20 Sep 1998 13:28:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bd1854$730d1a80$542d63c3@2badlineone.net> 
NNTP-Posting-Host: host5-99-45-84.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


I know I am not good at coding but know the basics, but Graphics and Art is 
where I accel at. I can be tested if proof is needed, and music is also my 
strong point and the game ideas I have are mind blowing ( in my opinion ). 


The only knowledge I lack is coding ( C ) but still I know the basics. I 
realise without this knowledge I cannot code a game. But with my other 
talents I can help to make a game 'look', 'sound', and 'feel' better. Thats 
what I believe anyway. So teaming up would make sense as I will be using my 
skills and also learn to code on the way. 


Also I do check the newsgroups and email everyday. 
So what about it? 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
P.S Why not test me? 


--MESSAGE FILE 3696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02407 


--MESSAGE FILE 3697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002408 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Sun, 20 Sep 1998 14:32:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <360503F2.3BE3@manc.u-net.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 
> P.S Why not test me? 


OK, I test you -- let's SEE some of your artwork and ideas then. 


Net Yaroze newsgroups message dump.txt Page 2347 
That's what your Yaroze page is *for* you know... 


Jim 
—-MESSAGE FILE 3697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02408 


—-MESSAGE FILE 3698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002409 

Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Story of job search 

Date: Sun, 20 Sep 1998 21:02:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <36055130.C10D41F7@aol.com> 

References: <memo.19980810092206.19723A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: 167-23-189.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi Jeff, 


thanks for the very interesting report. I would be interested in a more 
general question: 

Are these employers more looking for a programming details, like the stuff 
with the multiple inheritance or 

what attribute groups can you use with glPushAttrib in OpenGL or something 
like this, or are they more looking for 

people with a mathematical/conceptual background like, where do you see the 
advantages/disadvantages of subdivison over splines, what kind of splines can 
be used, why do you need mipmapping? 


Thanks 
Christoph 


Jeff Hannan wrote: 
Hi, 


I have spent the last couple of months looking for a job in the games 
industry. I have written the story of this search and put it on my site. 


http: //www.netyaroze-europe.com/~jmhannan/ftp/jobstory.txt 


I hope those of you who are thinking of trying to get into the industry 
will find it useful. I haven't gone as far as to tell you the questions 
asked by particular companies, but I've given a general idea of what to 
expect. 


If any of you have further questions or things you want me to comment on, 
just let me know. 


The text file doesn't seem to have put in the line breaks, so you may want 
to load it into a decent editor. If you have a problem downloading it, 
let me know quickly so I can sort it out. 


VVVVVVVVVVVVVV VV VV A N 


Jeff Hannan 


—-MESSAGE FILE 3698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02409 


—-MESSAGE FILE 3699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002410 

Path: chuka.playstation.co.uk!news 

From: "Carl" <noa@knoware.nl> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: I got Metal Gear Solid!!! (premium pack) 
Date: Sun, 20 Sep 1998 21:37:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <6u3122Sfsh7@chuka.playstation.co.uk> 
References: <6te361$4512@chuka.playstation.co.uk> 
NNTP-Posting-Host: dynaisdn-157.knoware.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


In article <6te361$4512@chuka.playstation.co.uk>, "Nick Ferguson" 
<ferguson@hkstar.com> wrote: 


>Hiya all, 

> 

>Well, those of you at ECTS who might have been keen enough to queue for a 
>glimpse of Metal Gear Solid will perhaps be happy to hear that, yes, it IS 
>absolutely incredible and plays as good as it looks! I don't give a toss 
>that it's all in Japanese (well, maybe a little bit) - that's the price you 
>pay for getting the 'Premium Pack' with a t-shirt, art book, dog tags 
>(*exactly* like the ECTS freebie ones), music CD and bizarre free postcards, 
>All for the princely sum of fifty quid, most likely the UK RRP come January. 
>Get the US import (21/10/98) as soon as you can - after all, what's the 
>point in owning The World's Most Expensive Chipped Playstation (tm) 
>otherwise...? 

> 

>(happy smile) 

> 

>Nick F 

> 

>ps Oh yeah, I'm in Hong Kong just now - that's why it was so cheap. Yours 
>for 100 quid at Computer Exchange - if they can find you one (there's stacks 
>here) :-) 

> 

>pps Sorry to be a gloating w***er, but I'm just so chuffed. 

> 

>ppps Those of you who know how much I creamed over Goldeneye will be amazed 
>to hear me suggest that MGS might well be even better...! 

> 

> 


I was guven the option to tryout MGS for one night with the option to buy 
from my local gameshop... 


I thought Nah it's got no english in it.. 

Well I thought a whole night freeplay ok lets go for it. 
put on and... 

OH man 


Oh man 
Whooooooo 


took my last pennies along and paid third in notes third in change and the 
rest by switch. 


I was hooked premium pack is quite good my first one. 
Kilogram...... 


-—-MESSAGE FILE 3699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02410 


—-MESSAGE FILE 3700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002411 
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Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Tuner cards 

Date: Sun, 20 Sep 1998 22:10:06 +0100 

Organization: The PC Shop 

Lines: 27 

Message-ID: <36056F2E.68947A01@infotrade.co.uk> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6tt4nfSeful0@chuka.playstation.co 
-uk> <3602B693.3C6F9AFF@infotrade.co.uk> <6ulm09Sfsh3@chuka.playstation.co.uk> 
Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: 194.74.241.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2411 scea.yaroze.freetalk 
2971 


Hmmm, 

I tried the new drivers & DX 6. 

It is now running stable but the TV picture is out of sync. Grrr! 
Ian 


Mario Wynands wrote: 


> Ian Thompson wrote in message <3602B693.3C6F9AFF@infotrade.co.uk>... 

> >I used a Miro PCTV, it worked great up until directx 5 and then became 

> totally unreliable, my system crashed every 5 minutes. 

>> 

> >Makes a nice ornament though. 

> 

> I had some problems too (crashes caused by the graphics system which brought 
> the whole of Windows down), but the system became a lot more reliable after 
> downloading the updated drivers off the Miro site (www.miro.com). I have 

> been using the Miro for development ever since. 

> 

> Seems stable under DirectX 6.0 as well. 

> 

> Mario 


—-MESSAGE FILE 3700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02411 


—-MESSAGE FILE 3701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002412 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Net Yaroze Tutorial Preview 

Date: Sun, 20 Sep 1998 18:54:53 -0400 

Organization: SCEA News Server 

Lines: 258 

Message-ID: <360587BD.5668FFB0@bigfoot .com> 

NNTP-Posting-Host: 104.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 17B145C5B2A127067EAAFA7E" 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:972 scee.yaroze.freetalk.english: 
2412 


This is a multi-part message in MIME format. 
17B145C5B2A127067EAAFATE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Ok, here's a preview of what the Net Yaroze tutorial will be like. (It's 
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at the bottom of this message) Your suggestions are welcome. This is 

Lesson 2 from Chapter 1. It isn't finished, but you can still get an 

idea for how it will flow and all. The graphic at the top of the page 
for sure won't load, but in the finished version it will. 


There are two sections in this lesson... One goes over printing "Hello, 
World!" to the computer, and the other goes over printing "Hello, 
World!" to the TV screen. This is done step-by-step, explaining every 


line -- what it does, why it works, and anything else in between. 
The last part of this tutorial isn't finished... So don't bitch about 
EE 2521) 


Just tell me what you think about the layout. Do you like it? Does the 
color-coding of the code examples help? (Color coding the code examples 
is done by hand and is a BITCH to do. But if it significantly helps with 
readability, I don't mind doing it) And most importantly, if you were a 
newbie, do you think you could learn from it? 


'Darco 


17B145C5B2A127067FAAFA7E 

Content-Type: text/html; charset=us-ascii; name="lesson02.html" 

Content-Transfer-Encoding: 7Եւե 

Content-Disposition: inline; filename="lesson02.html" 

Content-Base: "file:///C|/WINDOWS/Desktop/Net%20Yaroz 
es20Tutorial/chapterl/lesson02.html" 


<HTML> 
<HEAD> 
<META HTTP-EQUIV="Content-Type" CONTENT="text/html; charset=iso-8859-1"> 
<META NAME="GENERATOR" CONTENT="Mozilla/4.05 [en] (Win95; Ս) [Netscape] "> 
<META NAME="Author" CONTENT="Darco"> 
<TITLE>Net Yaroze Tutorials (Index Page)</TITLE> 
</HEAD> 
<BODY TEXT="#000000" BGCOLOR="#FFFFFF" LINK="#0000EE" VLINK="#551A8B" ALINK="#FF0000 
ո» 


&nbsp; 

<CENTER><TABLE CELLSPACING=0 CELLPADDING=0 WIDTH="100%" > 

<TR> 

<TD WIDTH="1%"><IMG SRC="../gfx/yaroze.gif" NOSAVE HEIGHT=240 WIDTH=320></TD> 
<TD> 


<DIV ALIGN=right><FONT FACE="Arial,Helvetica"><FONT SIZE=+4>Lesson 2<HR WIDTH="100%" 
></FONT></FONT><I>Writing your First PlayStation Program</I></DIV> 

</TD> 

</TR> 

</TABLE></CENTER> 

é&nbsp; 

<BR>Ok, Now in this lesson we will go over writing your first Net Yaroze 

program. Now, if you are familure with C, you know that the first program 

is the ever-supercomplicated "Hello, World!" program. (I'm being sarcastic 

with the ever-supercomplicated thing...) It's simple, even stupid. But 

I'll go over and explain how everything works, why it works, and food for 

thought. So... 

<BR>&nbsp; 

<DIV ALIGN=right><B><I><FONT FACE="Arial,Helvetica"><FONT SIZE=+1>Printing 

"Hello, World!" on the Computer</FONT></FONT></I></B>é&nbsp; 

<HR WIDTH="100%"></DIV> 
First off, the first line in every C file in your game should be this: 
<BLOCKQUOTE><TT><FONT COLOR="#000099">#include</FONT> &1t;libps.h></TT></BLOCKQUOTE> 
This includes the header that enables you to use all of the Net Yaroze 

functions. Without it, you can't do anything. So make sure that it's there! 

If you've programed in C, you are probably use to including the header 

file <TT>stdio.h</TT>. Just think of <TT>libps.h</TT> the equivilant of 
<TT>stdio.h.</TT> 


<P>Next, we'll write the <TT><FONT COLOR="#3366FF">main</FONT>()</TT> subroutine. &nb 
sp; 

<TT><FONT COLOR="#3366FF">main</FONT>()</TT>, as you should already know, 

is where your program will start. This is called the Entry Point. (Technical 

Note: The entry point is actually not <TT><FONT COLOR="#3366FF">main</FONT>()</TT>, 
but for our intents and purposes we can assume it to be so.) So, here's 

what we got: 
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<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">main</FONT> ( 
<FONT COLOR="#000099">void</FONT>) </TT> 

<BR><TT>{</TT> 

<BR><TT>}</TTI></BLOCKQUOTE> 

Now, if you just ran this as it is, it would do absolutely nothing -- the 

moment it executes it returns to the program that ran it. Not very useful. 

But what we have now is a 'skeleton' for which we can add code. 


<P>In traditional development environments, when you call the subroutine 
<TT><FONT COLOR="#3366FF">printf</FONT>()</TTI>, it types whatever you told 
it to directly to the screen. However, this is not how this function operates 
on the PlayStation. Instead of printing to the screen, it prints it to 
the serial port on the back on the PlayStation. So, if we add <TT><FONT COLOR="#3366 
FF">printf</FONT> () Հ/11» 
to <TI><FONT COLOR="#3366FF">main</FONT> () </TI> ç 
<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">main</FONT> ( 
<FONT COLOR="#000099">void</FONT>) </TT> 
<BR><TT>{</TT> 
<BR><TT>é&nbsp; &nbsp; &nbsp; <FONT COLOR="#3366FF">printf</FONT> (<FONT COLOR="#CC33CC" 
>"Hello, 
World! \n"</FONT>) ;</TT> 
<BR><TT>}</TTI></BLOCKQUOTE> 
This will print the text "<TT><FONT COLOR="#CC33CC">Hello, World!</FONT></TT>" 
to the serial port, to your computer, and then you will see this on the 
computer screen. This makes <TI><FONT COLOR="#3366FF">printf</FONT> ()</TI> 
very useful for debuging -- You can dump all sorts of useful information 
to the serial port. If you don't quite see the usefulness now, you will 
see it later on. 


<P>Before I go on, I might help out some of the C newbies here. If you 

are reading the code above and wondering what the heck "<TT><FONT COLOR="#CC33CC">\n 
</FONT></TT>" 

means, let me explain. It is essentially pressing the enter key... So the 

next time you run <TT><FONT COLOR="#3366FF">printf</FONT>()</TT> it will 

print on the next line, rather than starting off where the previous <TT><FONT COLOR= 
"#3366FF">printf</FONT> ()</TT> 

left off. 
<P> 

<DIV ALIGN=right><B><I><FONT FACE="Arial,Helvetica"><FONT SIZE=+1></FONT></FONT></I> 
</B></DIV> 


<DIV ALIGN=right><B><I><FONT FACE="Arial,Helvetica"><FONT SIZE=+1>Printing 

"<FONT COLOR="#000000">Hello, World!</FONT>" on the TV Screen</FONT></FONT></I></B>& 
nbsp; 

<HR WIDTH="100%"></DIV> 

Ok, so now you've written a program that when you run it, it prints a message 

to the serial port, and then exits. So now, let's go over printing something 

to the screen... And this is where things might get a little bit more complex, 

so bear with me. 


<P>First, let's put some things into perspective. Printing a string ("<TT><FONT COLO 
R="#CC33CC">Hello, 

World!</FONT></TT>" is a string) to the computer is relitively easy, think 

about it. All we were doing was sending several characters to the serial 

port. 


<P>Printing a string to the screen would at first seem to be a similarly 
easy task as well. However, this is not the case. There are many things 

that we have to set up first before we can print a string to the screen. 

And after setting up these systems, we can then procede to print something 
to the screen, but this is still a little more complicated than just dumping 
the string to the serial port. 


<P>If all we did was print "<TT><FONT COLOR="#CC33CC">Hello, World!</FONT></TTI>" 
to the screen and then exited, then you would probably not see anything. 

(That is unless you were using CodeWarrior) So, lets set our goals for 

our program: 

<UL> 

<LI> 

1) Write a program that prints the message "<TT><FONT COLOR="#CC33CC">Hello, 
World!</FONT></TT>"_to the screen</LI> 


<LI> 
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2) Waits for a button to be pressed on controler 1, and then exits.</LI> 

</UL> 

First, let's write out Startup Routine. A startup routine is the routine 

which initilizes all of the systems required for your program to execute 

properly. You COULD put all of your startup functions in your <TTI><FONT COLOR="#3366 
FF">main</FONT> ()</TT> 

subroutine, but that's messy. So, we start by adding this code before the 

<TT><FONT COLOR="#3366FF">main</FONT>()</TT> subroutine. 

<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">startup</FON 
T> (<FONT COLOR="#000099">void</FONT>) </TT> 

<BR><TT>{</TT> 

<BR><TT>}</TTI></BLOCKQUOTE> 

Then make this the first line in your <TTI><FONT COLOR="#3366FF">main</FONT> ()</TT> 
subroutine... 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">startup</FONT> () ;</TT></BLOCKQUOTE> 

And now, simply put all of your startup calls into the <TT><FONT COLOR="#3366FF">sta 
rtup</FONT> () </TT> 
subroutine. So now, to recap, your program code should look something like 
this 
<BLOCKQUOTE><TT><FONT COLOR="#000099">#include</FONT> &1t;libps.h></TT> 


<P><TTI><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">startup</FONT> (<FONT 
COLOR="#000099">void</FONT>) </TT> 

<BR><TT>{</TT> 

<BR><TTI>}</TT> 


<P><TTI><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">main</FONT> (<FONT COL 
OR="#000099">void</FONT>) </TT> 

<BR><TT>{</TT> 

<BR><TT>é&nbsp; &énbsp; &nbsp; <FONT COLOR="#3366FF">startup</FONT> ();</TI> 
<BR><TT>é&nbsp; </TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; <FONT COLOR="#FF0000">// Game code goes here</FONT></TT> 
<BR><TT>}</TTI></BLOCKQUOTE> 

Just a reminder... A subroutine should always be before a subroutine that 

uses it. (For example, <TTI><FONT COLOR="#3366FF">startup</FONT> ()</TT> 

is used in <TT><FONT COLOR="#3366FF">main</FONT>()</TTI>, so <TT><FONT COLOR="#3366FF 
">startup</FONT> () </TT> 

needs to be before <TT><FONT COLOR="#3366FF">main</FONT> ()</TT>) 


<P>So now, we need to add our startup calls to<TT><FONT COLOR="#3366FF">startup</FON 
T>()</TT>. 

The first thing we need to do is tell the GPU what type of display we are 

using. Are we using PAL (Europe, Australia), or are we using NTSC (United 

States, Canada, Japan)? I'm in the United States, so my first line would 

be 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">SetVideoMode</FONT> (<FONT COLOR="#FF6600">MODE 
_NTSC</FONT>) ; </TT></BLOCKQUOTE> 

If you are in Europe or Australia, you would put 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">SetVideoMode</FONT> (<FONT COLOR="#FF6600">MODE 
_PAL</FONT>) ; </TT></BLOCKQUOTE> 

The next thing we want to do is tell the GPU is what screen resolution 

we want, by way of the <TI><FONT COLOR="#3366FF">GsInitGraph</FONT> () Հ/11» 
subroutine. This subroutine does several things other than just setting 

the video mode, but we can go over that in another lesson. The first two 

values are the width and the height of the display, in pixels. The rest 

you don't have to worry about right now. So let's set our screen resolution 

to 320x240 by making this the next line in <TT><FONT COLOR="#3366FF">startup</FONT> ( 
)</TT>: 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">GsInitGraph</FONT> (320, 240, 4, 0, 

0) ; </TT></BLOCKQUOTE> 

Once this routine is called, the GPU automaticly "turns off" the screen 

by default. Not sure why it does this, but we can turn it back on by adding 

this: 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">SetDispMask</FONT> (1) ;</TT></BLOCKQUOTE> 

Keep in mind that the frame buffer <I>IS NOT CLEARED YET</I>. So, we need 

to clear the screen or we will have that nasty green brick screen as our 

background. So, we need to first insert this as the first line in <TT><FONT COLOR="# 
3366FF">startup</FONT>()</TT>. 

<BLOCKQUOTE><TT><FONT COLOR="#000099">RECT</FONT> <FONT COLOR="#006600">screen_c</FO 
NT>; </TT></BLOCKQUOTE> 

What this does is create a rectangle structure called <TT><FONT COLOR="#006600">scre 
en_c</FONT></TT>. 

Now we need to tell it what we are going to clear. So insert these lines 
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also: 
BLOCKQUOTE><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">x</FONT> 
0; <FONT COLOR="#FFO000">// We want to start clearing the screen at the</FONT></TT 


BR><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">y</FONT> 
0; <FONT COLOR="#FFO000">//énbsp; top, left hand corrner of the screen.</FONT></TT 


VIAVIA 


<P><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">w</FONT> 

= 1023; <FONT COLOR="#FF0000">// The video memory is 1024 pixels wide...</FONT></TT> 
<BR><TT><FONT COLOR="#006600">screen_c</FONT>.<FONT COLOR="#006600">h</FONT> 

= 511; <FONT COLOR="#FFO000">// ...and 512 pixels tall.</FONT></TT></BLOCKQUOTE> 

We now have a structure describing all of the video memory. Now how do 

we clear it? 


<P>With <TT><FONT COLOR="#3366FF">ClearImage</FONT>(),</TT> of course! 

The first thing we need to tell it is what region we want to clear. Then 

we simply tell it what color to clear it, using <FONT COLOR="#FF0000">Red</FONT> 
<FONT COLOR="#009900">Green</FONT> and <FONT COLOR="#3333FF">Blue</FONT> 

values respectively. So now we add this line to the end of <TT><FONT COLOR="#3366FEF" 
>startup</FONT> () </TT> 

<BLOCKQUOTE><TT><FONT COLOR="#3366FF">ClearImage</FONT> (&amp; <FONT COLOR="#006600">s 
creen_c</FONT>, 

0, 0, 0):Հ/ՂՂ» 

<BR><TT><FONT COLOR="#FFO000">// The last three values are the color to 

clear to.</FONT></TT></BLOCKQUOTE> 

Now, to recap, this is what <TT><FONT COLOR="#3366FF">startup</FONT> ()</TT> 

should currently look like: 

<BLOCKQUOTE><TT><FONT COLOR="#000099">void</FONT> <FONT COLOR="#3366FF">startup</FON 
T> (<FONT COLOR="#000099">void</FONT>) </TT> 

<BR><TTI>{</TT> 

<BR><TT>&nbsp; &nbsp; <FONT COLOR="#000099">RECT</FONT> <FONT COLOR="#006600">screen_ 
c</FONT>;</TTI> 


<P><TTI><FONT COLOR="#006600">é&nbsp; &nbsp; screen_c</FONT>.<FONT COLOR="#006600">x</F 
NT> 
0; <FONT COLOR="#FFO000">// We want to start clearing the screen at the</FONT></TT 


R><TT><FONT COLOR="#006600">é&nbsp; &énbsp; screen_c</FONT>.<FONT COLOR="#006600">y</ 
ՊԼ» 
0; <FONT COLOR="#FFO000">//énbsp; top, left hand corrner of the screen.</FONT></TT 


JA V l A V l O 
Զա 


BR><TT><FONT COLOR="#006600">&nbsp; &nbsp; screen_c</FONT>.<FONT COLOR="#006600">w</ 
Օ 


= 1023; <FONT COLOR="#FFO0000">// The video memory is 1024 pixels wide...</FONT></TT> 
<BR><TT><FONT COLOR="#006600">&nbsp; &nbsp; screen_c</FONT>.<FONT COLOR="#006600">h</ 


= 511; <FONT COLOR="#FFO000">// ...and 512 pixels tall.</FONT></TTI> 


B 

BR><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">SetVideoMode</FONT> (<FONT COLOR="#FF6600" 
MODE_NTSC</FONT>) ; </ TT> 

BR><TT>&nbsp;&nbsp; <FONT COLOR="#FF0000">// SetVideoMode (MODE_PAL) ;</FONT></TT> 
BR><TT>é&énbsp; </TT> 

BR><TT><FONT COLOR="#3366FF">&nbsp; &énbsp; GsInitGraph</FONT> (320,240,4,0,0);</TT> 


<P><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">SetDispMask</FONT> (1) ;</TTI> 


<P><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">ClearImage</FONT> (&amp; <FONT COLOR="#00660 
O">screen_c</FONT>, 
0, 0, 0);</TT> 
<BR><TT><FONT COLOR="#FF0000">&nbsp;&nbsp; // The last three values are 
the clear color.</FONT></TT> 


<P><TT>&nbsp; &énbsp; <FONT COLOR="#3366FF">FntLoad</FONT> (320,0);</TIT> 

<BR><TT>&nbsp; &nbsp; <FONT COLOR="#3366FF">FntOpen</FONT> (16,16,260,200,0,512) ;</TT> 
<BR><TT>}</TI></BLOCKQUOTE> 

énbsp; 

</BODY> 

</HTML> 


17B145C5B2A127067EAAFA7E-— 


—-MESSAGE FILE 3701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 3702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002413 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Join me 

Date: Sun, 20 Sep 1998 19:08:48 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36058B00.11A787A0@bigfoot .com> 

References: <Olbdl7ca$7ce8b4e0Sbb3e63c3@2badlineone.net> <6u2tmbSfsh4@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: 104.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nick Slaven wrote: 

> 

> Have a look at Petes 3d tutorial, & if you get nowhere with that then 
> start with 2d. 

> 


Definately start with 2D. No exceptions. That is the only way to learn. 
You can't take shortcuts. 


"Darco 
-—-MESSAGE FILE 3702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02413 


—-MESSAGE FILE 3703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002414 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Question for Ira Rainey 

Date: Sun, 20 Sep 1998 23:10:28 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36058aaf.253702999@news.scea.sony.com> 
NNTP-Posting-Host: client-120-67.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi Ira, 

I tried to e-mail you tonight, but your server bounced my note 
back, with a message that said your mailbox was disabled at 
ira.rainey@btinternet.com. 

Soooooo, I will repost my note here: 


Hello, 

I just received an e-mail from someone asking for your tutorials. 
He said your files had become corrupted. Since I reformatted my hard 
drive this summer, I had to go redownload them. I notice you removed 
the .zip files, and only left the hqx files. Now, I tried to download 
them, and my computer ends up creating a htm file of coded gibberish. 
Perhaps this is a file I could use the program you recomend to decode 
them, but I doubt it... 

I see why he wanted me to send them. Any suggestions? 

Cheers, 

Matt 
-—-MESSAGE FILE 3703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02414 


—-MESSAGE FILE 3704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002415 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze Tutorial Preview 

Date: Sun, 20 Sep 1998 23:39:36 GMT 

Organization: SCEA News Server 

Lines: 58 

Message-ID: <36058dab.254467240@news.scea.sony.com> 
References: <360587BD.5668FFB0@bigfoot.com> 
NNTP-Posting-Host: client-120-67.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Page 2355 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:973 scee.yaroze.freetalk.english: 


2415 


>There are two sections in this lesson... One goes over printing "Hello, 


>World!" to the computer, and the other goes over printing "Hello, 


>World!" to the TV screen. This is done step-by-step, explaining every 


>line -- what it does, why it works, and anything else in between. 


Hey, why did the second part just end abruptly like that? 


>The last part of this tutorial isn't finished... So don't bitch about 


>it. :) 
Ooops. ;-)) 

>Just tell me what you think about the layout. Do you like it? 
Sure. 


> Does the 
>color-coding of the code examples help? 


Yes. 


> (Color coding the code examples 


>is done by hand and is a BITCH to do. But if it significantly helps with 


>readability, I don't mind doing it) 


Bottom line: I personally could live without it. It's nice, but not at 


all necessary. I would hate to see you become disenchanted with the 
project because of excess tedium. 


>And most importantly, if you were a 
>newbie, do you think you could learn from it? 


Am I newbie? Hmm... Well, I am a beginner programmer. 
Yes, I could learn from it. 


I do notice that many writers prefer acrobat and .pdf format for doing 


these types of projects, are you sure you prefer .htm to .pdf? 


My opinion: There is a wide range of experience levels in the program. 
Many beginners don't participate all that often. Sony's policy is that 


the program is for advanced programmers, and we will probably never 


see a beginner's tutorial from Sony. I finished my first book on game 


programming before the summer (21 Days...), and yet I find my self 


deeply in need of a tutorial to bridge the gap between PC and yaroze 


programming. I, and I suspect others, will deeply appreciate any 
effort you put forth in this area. Don't sweat the details, you're 
filling a void in which there is little competition. I know I will 
have no complaints. 


It's cool you want to do a great job, but you have quite a challenge 


in front of you, I just don't want to see an entry from you one day 
saying, "Forget this, it is too much work..." 


Good luck. 


-Matt 


--MESSAGE FILE 3704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 3705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002416 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: 21 Sep 1998 05:11:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn70bod4.12u.tjs@longford.cs.monash.edu.au> 

References: <360587BD.5668FFB0@bigfoot.com> <36058dab.254467240@news.scea.sony.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:974 scee.yaroze.freetalk.english: 
2416 


On Sun, 20 Sep 1998 23:39:36 GMT, Matthew Hulett <matth@bellatlantic.net> wrote: 
>> (Color coding the code examples 

>>is done by hand and is a BITCH to do. But if it significantly helps with 
>>readability, I don't mind doing it) 

> 

>Bottom line: I personally could live without it. It's nice, but not at 

>all necessary. I would hate to see you become disenchanted with the 

>project because of excess tedium. 


As an aside, if you're prepared to learn a bit about vi, vim (for which 
there's a windows (and possibly a mac) port) will do syntax highlighting, 
and will also automatically convert that syntax highlighting into HTML 
for you. From the sound of things, that would save you a lot of hard work. 
There are binaries already compiled, and you can find all the information 
you'll need at http://www.vim.org/ 


Toby. 
—-MESSAGE FILE 3705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02416 


—-MESSAGE FILE 3706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002417 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 07:27:47 -0400 

Organization: SCEA News Server 

Lines: 70 

Message-ID: <36063833.4B669F2F@bigfoot.com> 

References: <360587BD.5668FFBO0@bigfoot.com> <36058dab.254467240@news.scea.sony.com> 
NNTP-Posting-Host: 261.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:977 scee.yaroze.freetalk.english: 
2417 


Matthew Hulett wrote: 


> 

> Hey, why did the second part just end abruptly like that? 

> 

> >The last part of this tutorial isn't finished... So don't bitch about 
> >it. :) 

> 

> Ooops. ;-)) 

GEBET. a 21 

> 


> > (Color coding the code examples 
> >is done by hand and is a BITCH to do. But if it significantly helps with 
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>readability, I don't mind doing it) 


Bottom line: I personally could live without it. It's nice, but not at 
all necessary. I would hate to see you become disenchanted with the 
project because of excess tedium. 


V V V V V V 


I may just write future tutorials without color coding, and then go back 
when I have free time and color code them. That's how I'll probably be 
doing it in the future. 


>And most importantly, if you were a 
>newbie, do you think you could learn from it? 


Am I newbie? Hmm... Well, I am a beginner programmer. 
Yes, I could learn from it. 


I do notice that many writers prefer acrobat and .pdf format for doing 
these types of projects, are you sure you prefer .htm to .pdf? 


VVVVVVVV 


I'm choosing HTML because it's surfable. This goes back to the glossary 
example... Were you see a word you don't understand, you click on it, 
and it takes you to the definition. You can't do that with PDF. Plus, I 
want this to be viewable on all platforms. PDF isn't quite omni-platform 
yet, so... HTML is the way to go. Anyway, I don't have a way to make PDF 
files at the moment. 


> My opinion: There is a wide range of experience levels in the program. 


I definately agree. 


Many beginners don't participate all that often. Sony's policy is that 
the program is for advanced programmers, and we will probably never 
see a beginner's tutorial from Sony. I finished my first book on game 
programming before the summer (21 Days...), and yet I find my self 
deeply in need of a tutorial to bridge the gap between PC and yaroze 
programming. 


VV NV V V V 


This was a big hurtle for me also... So I'm writing the tutorial I wish 
I could have had when I first got my net yaroze system. 


I, and I suspect others, will deeply appreciate any 

effort you put forth in this area. Don't sweat the details, you're 
filling a void in which there is little competition. I know I will 
have no complaints. 


It's cool you want to do a great job, but you have quite a challenge 
in front of you, I just don't want to see an entry from you one day 
saying, "Forget this, it is too much work..." 


VV V NV VV V V 


Well... I hope it doesn't end like that either. Once I'm done with 2 or 
3 lessons, I'll post what I have so far on the net. Then hopefully I'll 
start punching out around a lesson a week. I just hope that someone 
learns something from it. :P 


'Darco 


Page 2357 


--MESSAGE FILE 3706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02417 


--MESSAGE FILE 3707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002418 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 13:02:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 53 

Message-ID: <36064067.123D@manc.u-net.com> 
References: <360587BD.5668FFB0@bigfoot.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:978 scee.yaroze.freetalk.english: 
2418 


Darco wrote: 
> Once this routine is called, the GPU automaticly "turns off" the 
> screen by default. Not sure why it does this.. 


It will surely be because you don't want to actually see the gibberish 
that's probably on the frame buffer; so it turns off, and will then 
automatically activate when the next GsSwapDispBuff() is called -- so 
calling SetDispMask(1) is not necessary. I know for the sake of the 
Hello World tutorial OTs and double buffering are a bit too much for 
the beginner, but they are unavoidably only a whisker away. 


> RECT screen_c; 


I think this would be the best time to tell them that the display 
area defaults to the upper left 320x240 of the 1Mb 1024x512 frame 


buffer, with a nice diagram too perhaps. Clearing the *whole* frame 
buffer may confuse them don't you think? Also a quick hint that a 
second 'buffer' will invariably be right below it, and the rest of 


the video memory is used for sprites and/or 3D object textures. 


Also the macro setRECT should be taught from the start I think, as 
it really tidies thing up (no need to tell them that it's a macro and 
not a libps.h function yet though :), so you could do this: 


RECT screen; 
setRECT(&screen, 0, 0, 320, 240); 


// The above setRECT line is eqivalent to doing these 4 lines: 


// screen.x = 0; // .x .y is the top left coordinate of 

// screen.y = 0; // the frame buffer we want to clear 

// screen.w = 320; // .w is the width օք the RECT 

// screen.h = 240; // .h is the height of the RECT 

I am curious why you use the "_c" as it may perhaps scare a few people? 


It is a brilliant thing you're doing as so many assumptions are 

made that people are familiar with C, it's great that a total beginner 
has a full explanation of everything rather than the all too common: 
"I'd better put that bit of code in as it doesn't work otherwise..." 

I know we all agreed when we bought the Yaroze that we had a working 
knowledge of C, but now that it cost £230 there will perhaps be a 

big surge of total beginners who'll be eternally grateful for your 
tutorial. 


Hope you don't think I'm being too pedantic or picky by the way! 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02418 


—-MESSAGE FILE 3708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002419 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Mon, 21 Sep 1998 14:52:50 +0200 

Organization: Debri Productions 

Lines: 43 
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Message-ID: <ldfob2n.wpu6nx1lximn9uN@al-—88-100.al.nl1> 
References: <01bd1854$730d1a80$542d63c3@2badlineone.net> 
NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Tanvir Khan <2bad@lineone.net> wrote: 


Hi Mister Khan, 


First a tip. Try to keep information together. You can do a "followup" 
article so the articles stay "attached". That is to keep the overview. 
I know this is a reaction on my other article, so better keep them 
attached. 


Hi, 


where I accel at. I can be tested if proof is needed, and music is also my 


> 

> 

> I know I am not good at coding but know the basics, but Graphics and Art is 
> 

> strong point and the game ideas I have are mind blowing ( in my opinion ). 


Well, I can't code either, but I do feel accepted. I put some of my 
idea's on my page with some artwork. Others saw that and now who I am 
and what I can. (and what I can't). 

I also think I got some nice idea's and I also hope to find coders for 
them. But I did have to show what the ideas are. One of my idea's got me 
a free Net Yaroze. A racing-game is not realy mind-blowing. 


The only knowledge I lack is coding ( C ) but still I know the basics. I 
realise without this knowledge I cannot code a game. But with my other 
talents I can help to make a game 'look', 'sound', and 'feel' better. Thats 
what I believe anyway. So teaming up would make sense as I will be using my 
skills and also learn to code on the way. 


VV V V V 


You believe that, now you must make us believe it. 


> Also I do check the newsgroups and email everyday. 

In that case I was mistaking... That is a good thing.. 

> So what about it? 

I can't code so I can't help, and I already are in 2 teams. 
Tata, 


DEnnis.. 
--MESSAGE FILE 3708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02419 


--MESSAGE FILE 3709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002420 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Join me 

Date: Mon, 21 Sep 1998 14:52:53 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldfoev3.ldot6tlonx92aN@al-88-100.al.n1l1> 

References: <01bd17ca$7ce8b4e0$bb3e63c3@2badlineone.net> <3604F053.F84@manc.u-net.co 
m> 

NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


> You have to admit it wouldn't really be teamwork now would it? 
> If you want to just be the ideas man (game design) then you should 
> draw up some *detailed* plans of this racing game to get anyone (guys 
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> or gals) to want to join your team, and actually write it. 
> Otherwise you'll always be "up Merde Creek, with no oars." 
> 

> Lots of luck, 

> Jim 


You see Tanvir, we all have similar idea's about that. 

And to Jim.. I had a chat with sarah at the ECTS and there seem to be 2 
female NY-members. But they may use male names as aliases, since they 
probably would be buged alot by some of us. 

And as far as I know there are over 300 members in europe (I could be 
mistaking). 


Cheers DEnnis 
—-MESSAGE FILE 3709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02420 


—-MESSAGE FILE 3710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002421 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Join me 

Date: Mon, 21 Sep 1998 15:18:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <36066d0c.17675118@news.playstation.co.uk> 

References: <Olbdl7caS$7ce8b4e0Sbb3e63c3@2badlineone.net> <6u2tmbSfsh4@chuka.playstat 
ion.co.uk> <36058B00.11A787A0@bigfoot .com> 

NNTP-Posting-Host: p28-pheasant-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 20 Sep 1998 19:08:48 -0400, Darco <darco@bigfoot.com> wrote: 


>Nick Slaven wrote: 

>> 

>> Have a look at Petes 3d tutorial, & if you get nowhere with that then 
>> start with 2d. 


>Definately start with 2D. No exceptions. That is the only way to learn. 
>You can't take shortcuts. 

> 

>'Darco 


Absolutely. My opinion is that the best way to start is to copy a 2d 
game that has fairly simple game mechanics. That way you don't have to 
worry too much about the way that the game works and can concentrate 
on the Yaroze. I started with Space Invaders as it's game mechanics 
are very simple and it was something that I'd done before. Once I had 
it up and running I then added to it as my knowledge of the Yaroze 
grew ( sound, better ways of doing things... ). The game that I am 
now working on will be another 2D shooter but as I'm more comfortable 
with the Yaroze will have much more complicated game mechanics. 


Richard. 


—-MESSAGE FILE 3710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02421 


-—-MESSAGE FILE 3711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002422 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Mon, 21 Sep 1998 17:37:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
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Message-ID: <360680DC.F620E927@easynet.co.uk> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Shaughnessy wrote: 


> Tanvir Khan wrote: 

> > P.S Why not test me? 

> 

> OK, I test you -- let's SEE some of your artwork and ideas then. 
> That's what your Yaroze page is *for* you know... 

> 

> Jim 


As the football song goes, ‘It's all gone quiet over there' 


Would be interested to see if the president of EMAG Design can live up 
to all his hype.. 


Phil 


—-MESSAGE FILE 3711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02422 


—-MESSAGE FILE 3712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002423 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Mon, 21 Sep 1998 20:22:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3606A78E.43D4@manc.u-net.com> 

References: <01bd18545$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Phil Gooch wrote: 
> As the football song goes, ‘It's all gone quiet over there' 


Haha yeah, but I bet he can't wait to reply with: 
"You're not singing any more! You're not sin-gin an-y more!" 


The thing is about you Tanvir is that you've managed to build up 
a very poor image for yourself. Most people DO have the patience 
to help you out, despite continual evidence that you don't seem 
to listen to a bleeding word any of us say...!! 


Actually I think you're just a hustler, who had the ingenious idea 
to make everyone think you're completely hopeless, THEN, when you 
do something that is only mildly impressive, everyone will actually 
be amazed, and suddenly have a great opinion of you allowing you 

to insecurely go: "haha, I told you so! Waa waaa waa!" 7=) 


Rather than spouting how good you are, why not *prove it* to us all 

and show what faithless assholes we all were to doubt you! 

Otherwise I'm afraid Richard Branson is rumoured to want some of your 
posts to power his next Round The World balloon trip..know what I mean? 
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Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02423 


—-MESSAGE FILE 3713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002424 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for Ira Rainey 

Date: Mon, 21 Sep 1998 21:26:25 +0200 

Organization: Debri Productions 

Lines: 43 

Message-ID: <ldfpogqb.m5y08516s2dvmN@al-88-100.a1.nl1> 
References: <36058aaf.253702999@news.scea.sony.com> 
NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


Hi Ira, 

I tried to e-mail you tonight, but your server bounced my note 
back, with a message that said your mailbox was disabled at 
ira.rainey@btinternet.com. 

Soooooo, I will repost my note here: 


VVVVV 


I know that he got another mail-adress: 


ira.rainey@indalex.co.uk 


Next to this, I also know that he did not use his Yaroze in the summer. 
He drives BMX bikes and that is his summer-passion... as far as I know. 


Hello, 
I just received an e-mail from someone asking for your tutorials. 

He said your files had become corrupted. Since I reformatted my hard 
drive this summer, I had to go redownload them. I notice you removed 
the .zip files, and only left the hqx files. Now, I tried to download 
them, and my computer ends up creating a htm file of coded gibberish. 
Perhaps this is a file I could use the program you recomend to decode 
them, but I doubt it... 


VVVVVVVV V 


Hehehehe, there are 2 solutions here... Or, you buy a Macintosh computer 
(concider iMac or G3)... 

or a mac-user can pack it in a different way. 

I (mac-user too) could download it and repack it as a .sit-file. On mac 
zip is not a succes, but a sit-document can be unpacked on PC with ease. 
If you can't unpack it, download sitex10.exe (Stuffit Expander for PC) 
Sitex10.exe should be able to unpack a hqx file. 

sitex10.exe can be found with FTPsearch (http://www. ftpsearch.com) 


> I see why he wanted me to send them. Any suggestions? 
> Cheers, 
> Matt 


I hope you are helped with this.. 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 3713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02424 


—-MESSAGE FILE 3714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002425 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: TV Turner cards 
Date: Mon, 21 Sep 1998 11:55:31 -0700 
Organization: Bwahaha 

Lines: 45 

Message-ID: <3606A123.6F9F8DE6@shell.jps.net> 


References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htS$fsh2@chuka.playstation.co. 


uk> <36038139.3132647@news.scea.sony.com> 
Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2425 scea.yaroze.freetalk 


2979 
I have to second that. I have the same and have no probs with 
NTSC. I wish it supported PAL though... I have to use a Sony 


TV/monitor to get both. 
- e! 
Frank Tompkins wrote: 


On Sat, 19 Sep 1998 13:24:47 +0100, "Mike Beard" 
<michaelbeard@compuserve.com> wrote: 


> 
> 
> 
> 
> >Probably tooooo late to answer so ill tell you anyway... 

>> 

> >I've a hauppauge win/tv inc text & radio going through the CirrusLogic 

> >GD5446 graphics card and its not to bad for general development (saves a lot 
> >of desk space), as for the picture quality there is a case of "digital lag?" 
> >in faster drawn psx images- this could be the speed of the processor(166)? 
> >This is less noticible in a small window(of course). 

>> 

> >There is an ATI All-in-wonder Pro tv/2d/rage3d s-video in/out which is also 
> >around and could be quite good value abt.£100, although I don't know much 
> >about it. 

>> 

>> 

>> 

> >Mike 'Spikeman' Beard 

>> 

> >michaelbeard@compuserve.com 

>> 

>> 

> 
> 
> 
> 
> 
> 
> 
> 


I have the ATI All-in-wonder and it works great with yaroze, very good 
and smooth picture quality. I use it all the time, and amazingly it's 
never frozen yet. Just thought I'd share that. 


Frank 


nseal22@aol.com 


Mata ne, Հերն Shenk 

- e! pae tenchi@shell.jps.net Paes 
(Protocol) ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) http://www. jps.net/tenchi 


-—-MESSAGE FILE 3714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02425 


—-MESSAGE FILE 3715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002426 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 


Newsgroups: 


scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 12:00:43 -0700 

Organization: Bwahaha 

Lines: 28 

Message-ID: <3606A25B.BD2D3C2E@shell.jps.net> 

References: <360587BD.5668FFB0@bigfoot.com> <36058dab.254467240@news.scea.sony.com> 
<36063833.4B669F2F@bigfoot.com> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:980 scee.yaroze.freetalk.english: 
2426 


Darco wrote: 

[252.1 
> I do notice that many writers prefer acrobat and .pdf format for doing 
> these types of projects, are you sure you prefer .htm to .pdf? 


I'm choosing HTML because it's surfable. This goes back to the glossary 
example... Were you see a word you don't understand, you click on it, 
and it takes you to the definition. You can't do that with PDF. Plus, I 
want this to be viewable on all platforms. PDF isn't quite omni-platform 
yet, so... HTML is the way to go. Anyway, I don't have a way to make PDF 
files at the moment. 

fesis 


> 'Darco 


VVVVVVV VV 


I would prefer that it be in HTML not only for the "surfable" stuff that you 
mention but also because it's easily indexible and small in size. PDF is 
great when you actually care about your layout and want people to view it 
exactly as you composed the page. But, since what we want is text and text 
is very easily cut-and-paste-able, I think HTML would be the preferred 
format. Besides, HTML doesn't require a specific browser to view it like 
Acrobat. 


Mata ne, 


- e! stot tenchi@shell.jps.net ՆԱ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ns http://www. jps.net/tenchi 


tid 


-—-MESSAGE FILE 3715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02426 


vids 


-—-MESSAGE FILE 3716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002427 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 16:42:44 -0400 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <3606BA44.347FD7C6@bigfoot.com> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> 
NNTP-Posting-Host: 102.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:982 scee.yaroze.freetalk.english: 
2427 


James Shaughnessy wrote: 

> 

Darco wrote: 

> Once this routine is called, the GPU automaticly "turns off" the 


> 
> 
> > screen by default. Not sure why it does this.. 
> 
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It will surely be because you don't want to actually see the gibberish 
that's probably on the frame buffer; so it turns off, and will then 
automatically activate when the next GsSwapDispBuff() is called -- so 
calling SetDispMask(1) is not necessary. I know for the sake of the 
Hello World tutorial OTs and double buffering are a bit too much for 
the beginner, but they are unavoidably only a whisker away. 


V V V V V V 


I won't be getting into OT and double buffers for another lesson or two. 
Generally, each concept will have 2 lessons... For example, you may have 
noticed that this is Lesson 2, rather than lesson 1. Lesson 1 contains 
an explanation of the hardware, and concepts behind how it works, terms, 
etc... All of the basic stuff, but no code. 


Next lesson, I think I'll be describing double buffering and OT's. 


> RECT screen_c; 


I think this would be the best time to tell them that the display 
area defaults to the upper left 320x240 of the 1Mb 1024x512 frame 
buffer, with a nice diagram too perhaps. Clearing the *whole* frame 
buffer may confuse them don't you think? Also a quick hint that a 
second 'buffer' will invariably be right below it, and the rest of 
the video memory is used for sprites and/or 3D object textures. 


VVVVVVVVV 


The frame buffer is described in Lesson 1, along with alot of the other 
hardware. Lesson 1 has no code -- just descriptions and explanations. 


Also the macro setRECT should be taught from the start I think, as 
it really tidies thing up (no need to tell them that it's a macro and 
not a libps.h function yet though :), so you could do this: 


RECT screen; 
setRECT(&screen, 0, 0, 320, 240); 


VVVVVV 


Whoah. Cool. Learn something new every day. Yeah, I'll use that instead. 
Thanks. 


> 
> I am curious why you use the "_c" as it may perhaps scare a few people? 
> 


Yeah, you are right. It stood for "clear" as in "screen_clear" but I 
guess I'll just change it to "screen". 


> Hope you don't think I'm being too pedantic or picky by the way! 


It's ok... That setRECT is alot simpler than what I as doing. Thanks. 


"Darco 
-—-MESSAGE FILE 3716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02427 


-—-MESSAGE FILE 3717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002428 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 20:48:51 BST 

Organization: ArgoNet, but does not reflect its views 

Lines: 86 

Distribution: world 

Message-ID: <na.e1353d4889.a70la0rfredw@argonet.co.uk> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userk707.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:984 scee.yaroze.freetalk.english: 
2428 
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Hiya... Just read through. Good one. If you can stick at it (and it looks 
like being a *long* job, so good luck!), this should be superb... 


And now for the criticism (don't treat this as being harsh, please, 'tis in 
my nature to be "picky" ;) ) 


In article <36064067.123D@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 

> Darco wrote: 

> RECT screen_c; 

I think this would be the best time to tell them that the display 
area defaults to the upper left 320x240 of the 1Mb 1024x512 frame 
buffer, with a nice diagram too perhaps. 


> 
> 
> 
> 


Organisation of the display area should be a *massively* important 
piece of a Yaroze tutorial, and really needs a chapter all to itself. 
But I agree, the "this is a good place to put the screen" would make 
a good intro to it at this stage. 


If the "how come the PAL conversions are all letterboxed?" whingers 
*knew* that most NTSC games stick the palettes under the screenspace 
and fill the right hand side with 256*256 textures, making full-256-high 
conversion such a dog, they'd (probably not, thinking about it, hohum...) 
soon shut up ;) 


> Also the macro setRECT should be taught from the start I think, as 
> it really tidies thing up (no need to tell them that it's a macro and 
> not a libps.h function yet though :), so you could do this: 


> RECT screen; 
> setRECT(&screen, 0, 0, 320, 240); 


Hmmm. personally I do almost all my RECTs as something like:- 


static RECT screen = {SCN_VRAM_X,SCN_VRAM_Y,SCN_WIDTH, SCN_HEIGHT}; 


-where the constants are defined in a header, to allow for easy vram 
shuffling. This has the additional benefits at being (literally) 
infinitely faster (unless GCC's got a hell of a lot better at 
optimising since last time I checked its output), and taking up about 
half the memory. 


But all this kinda thing is ultimately personal preference. 


-and, for a future tutorial, the fact that "x" and "w" are in "16-bit 
lumps", rather than "pixels" is something that *really* needs emphasising 
by the time you arrive at doing texture maps. 


> // The above setRECT line is eqivalent to doing these 4 lines: 
> // screen.x = 0; // .x .7 is the top left coordinate of 

> // screen.y 0». LS the frame buffer we want to clear 
> 
> 


// screen.w 320; // .w is the width of the RECT 
// screen.h 240: // .h is the height of the RECT 


While we're critisising, if a newbie doesn't know about "\n", they're 
*certainly* not going to know that the gcc "c" compiler understands 
c++ "//" comments... Though they could prolly guess that from the 
context! 


It is a brilliant thing you're doing as so many assumptions are 

made that people are familiar with C, it's great that a total beginner 
has a full explanation of everything rather than the all too common: 
"I'd better put that bit of code in as it doesn't work otherwise..." 


V V V V 


Agreed. The "this is why this bit of code is here" stuff is *very* good in 
this first tutorial. 


I pretty much love it, really. The colour coding works (though I'd've 
used different colours ;) ) Oh, and the "to recap" cut'n'paste bit at 
the end is *essential*, coz I find interspersed code & discussion pretty 
difficult to follow as code. Bravo for remembering it. 
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(oh, I *will* put the source to P2 up eventually, honest, it just needs a 
little tidying!) 


ttfin 
Fred 
R. Fred Williams 
PushyII... for the Acorn http://www.argonet.co.uk/users/rfredw 
& PSX Yaroze http://www.netyaroze-europe.com/~RFREDW 


—-MESSAGE FILE 3717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02428 


—-MESSAGE FILE 3718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002429 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Join me 

Date: Mon, 21 Sep 1998 21:04:24 BST 

Organization: ArgoNet, but does not reflect its views 

Lines: 53 

Distribution: world 

Message-ID: <na.6036aa4889.a701a0rfredw@argonet.co.uk> 

References: <Olbdl7ca$7ce8b4e0Sbb3e63c3@2badlineone.net> <6u2tmbSfsh4@chuka.playstat 
ion.co.uk> <36058B00.11A787A0@bigfoot.com> <36066d0c.17675118@news.playstation.co.uk 
> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userk707.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC OS 

X-NNTP-Poster: NewsHound "1.3782 


In article <36066d0c.17675118@news.playstation.co.uk>, 
richard.cutting@virgin.net (Richard Cutting) wrote: 

> >Nick Slaven wrote: 
>> Have a look at Petes 3d tutorial, & if you get nowhere with that then 
>> start with 2d. 

>Definately start with 2D. No exceptions. That is the only way to learn. 
>You can't take shortcuts. 

>'"Darco 

Absolutely. My opinion is that the best way to start is to copy a 2d 
game that has fairly simple game mechanics. That way you don't have to 
worry too much about the way that the game works and can concentrate 

on the Yaroze. I started with Space Invaders as it's game mechanics 

are very simple and it was something that I'd done before. 


VVVVVVVV VV 


I'll just back this one up. Learning experiences *must* be kept simple. 
No coder should start by saying "I want to do a Quake clone. I'll pick 
up 'Շ' and the Yaroze hardware/lib stuff as I go". Don't laugh. Some 
people really think this way. 


Needless to say, it doesn't get them anywhere. 


Even if this hypothetical novice *did* pick up c & the hardware stuff 
as they went, the Quake clone would never be finished to anything 
resembling a playable state. 


Start small. Think "a blank screen with 2D sprites". 


As Richard said, if you can get a game where the mechanics are already 
defined, then that's even better. Space Invaders, Pong (!), Breakout, 
PacMan if you feel up to the AI coding... 


Note - That last remark was serious, & I hope wasn't taken as being 
patronising. Pacman AI coding is a *very* good AI excercise, especially 
if taken to the "enemys team up to block you in" level of sophistication. 
Even the "aim to where he's *going*, not where he *is*" requires pretty 
sophisticated coding! 
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I've learned two new platforms now by coding "sokoban/boxxle" on them 
(puzzle game, hence *no* AI! :) ), and then "polishing" it up to get the 
hang of sound, etc. If I get my hands on some Dreamcast kit, guess what 
I'm gonna write on it first! ;) 


*Definitely* the way to travel. 


ttfn 
Fred 


R. Fred Williams 
PushyII... for the Acorn http://www.argonet.co.uk/users/rfredw 
& PSX Yaroze http://www.netyaroze-europe.com/~RFREDW 


—-MESSAGE FILE 3718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02429 


-—-MESSAGE FILE 3719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002430 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for Ira Rainey 

Date: Mon, 21 Sep 1998 18:37:41 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36069af2.50187371@news.scea.sony.com> 

References: <36058aaf.253702999@news.scea.sony.com> <ldfpogb.m5y08516s2dvmN@al1-88-10 
O.al.nl> 

NNTP-Posting-Host: client-119-88.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hmmm... well, he does recomend a utility for decoding the files. What 
threw me off was that when I downloaded the file, a .htm versus a .hqx 
file was created on my hard drive. Perhaps I can use the utility on 
the .htm file that is created. I will have to mess around a bit. 


Or, I could let the newbie suck wind... ;-)) Naah. 

If anyone has the tutorials in .zip format, send them here: 
<saruman.orthanc@virgin.net> 

and if you feel like being extra-nice, drop me a copy too: 
<matth@bellatlantic.net> 

I'll mess with the .hqx files later, I am not in the mood. 


-Matt 


--MESSAGE FILE 3719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02430 


--MESSAGE FILE 3720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002431 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Mon, 21 Sep 1998 19:02:31 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <36069ec8.51168811@news.scea.sony.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> 
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NNTP-Posting-Host: client-119-88.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>P.S Why not test me? 


Some unsolicited advice: Hey, Tanvir, just hang out for a while and 
get to know people. You've made a few waves, you need to let the 
waters calm and people will warm up to you. I can't do a damn thing 
worthwhile with my yaroze yet, yet I have had four people request I 
team with them to learn as a team. I declined, I think it would be 
counter-productive at the moment, but the point is that when you make 
friends, opportunities to work in a team will come your way. 


I am glad to see you and Dennis getting along. Some will give you a 
hard time for a while, take it with a stiff upper chin and don't 
flame. You made some strange posts and created an impression that will 
take time to fade. 


Go through your member sites at SCEE, and read people's pages. Pick 
the ones that interest you, or attract you as people you like, and 
write them an e-mail to say, "Hi." This is one way to meet members. 
For the most part, the advanced members hang in the groups and they 
aren't going to hurry to team up with someone who does not compliment 


their abilities. Perhaps your artistic skills could offer this, 
artists are a rare breed and in high demand, but you have to let 
people see your skills and get to know you. 


It doesn't matter how good you are at anything, if people think you 
are a jerk, they will not want to work with you. Chill, and enjoy, the 
program is not going anywheres. The PSX has at least two years of 
shelf-life left, and even when PSX II comes out, the skills we have 
learned here will be of great benefit. Never forget that Digipen grads 
are learning with 16-bit SNES systems. I also recently read a quote 
from a Sony exec who said the PSX would be on shelves for another 
decade. This may be a slight exageration, but the point is clear: 
There is no rush. 


Sorry for the unsolicited advice, but you are going to have to be 
patient after the waves you made. Just watch, in a month everyone will 
be joking with you about your first weeks in the program. 


If you flame again, the sharks will eat you for lunch. Just wait and 
watch for the next member to complain about how CodeWarrior stinks, 
and watch the beasts gather for the slaughter. [grin] Ride it out. 


-Matt 
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--MESSAGE FILE 3720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02431 


--MESSAGE FILE 3721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002432 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for Ira Rainey 

Date: Mon, 21 Sep 1998 19:14:55 -0400 

Organization: SCEA News Server 

Lines: 14 
Message-ID: <3606DDEF.9111137C@bigfoot .com> 


References: <36058aaf.253702999@news.scea.sony.com> <ldfpogqb.m5y08516s2dvmN@al1-88-10 


0.81.ոլ» <36069af2.50187371@news.scea.sony.com> 
NNTP-Posting-Host: 102.dialup.datasys.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en (Win95; U) 


Matthew Hulett wrote: 
> 


> Hmmm... well, he does recomend a utility for decoding the files. What 


> threw me off was that when I downloaded the file, a .htm versus a .hqx 
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> file was created on my hard drive. Perhaps I can use the utility on 
> the .htm file that is created. I will have to mess around a bit. 


Lemme guess... You are using Netscape, right? Netscape has a bad habbit 
of renaming the extensions of files that it downloads. On my laptop for 
example, netscape insists that ZIP files are actually ARC files, and 
renames the extension of the file when I download. I then have to rename 
it back to it's origional ZIP extension. 


"Darco 
—-MESSAGE FILE 3721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02432 


--MESSAGE FILE 3722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002433 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Tutorial Preview 

Date: Mon, 21 Sep 1998 20:48:36 -0400 

Organization: SCEA News Server 

Lines: 85 
Message-ID: <3606F3E4. 6ECC48B8@bigfoot .com> 

References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> <na.e1353 
d4889.a701la0rfredw@argonet.co.uk> 

NNTP-Posting-Host: 192.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:986 scee.yaroze.freetalk.english: 
2433 


Fred Williams wrote: 


Hiya... Just read through. Good one. If you can stick at it (and it looks 
like being a *long* job, so good luck!), this should be superb... 


VVVV DW 


Long. *sigh* Well. Perhaps it might help me get into DigiPen Institute 
of Technology. If I show them this and they like it, then that might 
help me out alot. (I feel tired already. But that's not gonna stop me) 


> 

> And now for the criticism (don't treat this as being harsh, please, 'tis in 
> my nature to be "picky" ;) ) 

> 

Ho-boy ;) 

> 

> Organisation of the display area should be a *massively* important 

> piece of a Yaroze tutorial, and really needs a chapter all to itself. 
> But I agree, the "this is a good place to put the screen" would make 
> a good intro to it at this stage. 

> 


The basic introduction to the display hardware and VRAM is covered in 
Lesson 1. (The lesson I posted was a partially finished version of 
Lesson 2) A more indepth overview of the display hardware, including 
double buffering, ordering tables, and such will be in Lesson 3. Then in 
Lesson 4 we will go step-by-step through writing a sample program that 
does something simple using what we discussed in Lesson 3, such as 
displaying a rectangle on the screen using ordering tables. 


When chapter 1 is over, I hope to have a version of the familiar "balls" 
demos. (Except it'll probably have small squares instead. At least at 
first... I don't want to go over sprites in chapter 1). 


And I'm not sure what chapter this will go into, but I eventually want 
to have a version of the Net Yaroze balls demo with colision detection, 
gravity, scrolling backgrounds... The works. Eventually that is. And 
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from this process, hopefully the reader will learn something. 


Hmmm. personally I do almost all my RECTs as something like:- 


static RECT screen = {SCN_VRAM_X,SCN_VRAM_Y,SCN_WIDTH, SCN_HEIGHT}; 


-where the constants are defined in a header, to allow for easy vram 
shuffling. This has the additional benefits at being (literally) 
infinitely faster (unless GCC's got a hell of a lot better at 
optimising since last time I checked its output), and taking up about 
half the memory. 


VVVVVVVVVV VV 


But all this kinda thing is ultimately personal preference. 


True, it may be faster and more code efficient. However this is a newbie 


tutorial... Code needs to be as readable as possible rather than 
optimized. 

> 

> 

> While we're critisising, if a newbie doesn't know about "\n", they're 
> *certainly* not going to know that the gcc "c" compiler understands 

> c++ "//" comments... Though they could prolly guess that from the 

> context! 

Oh. ... Huh? I've always used both "//" and "/* */" for commenting... I 
wasn't aware that "//" was exclusive to C++... I've just always done it 


like that. My personal code makes heavy use of both comment denotors. 


Agreed. The "this is why this bit of code is here" stuff is *very* good in 
this first tutorial. 


I pretty much love it, really. The colour coding works (though I'd've 
used different colours ;) ) Oh, and the "to recap" cut'n'paste bit at 
the end is *essential*, coz I find interspersed code & discussion pretty 
difficult to follow as code. Bravo for remembering it. 


VVVVVVVV 


I'll also have a zip file for downloading, containing working source 
that you can compile and run. No need to cut and paste. 


Or maybe that's making it too easy... Perhaps it shouldn't be that easy. 
Anyone have some input on this? 


"Darco 
—-MESSAGE FILE 3722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02433 


-—-MESSAGE FILE 3723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002434 

Path: chuka.playstation.co.uk!scea!prol-147.barrie.connex.net!user 

From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Anyone running Virtual PC/Softwindows on a G3 (266 or 300)? 

Date: Mon, 21 Sep 1998 23:46:48 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 21 

Message-ID: <skennedy-2109982346480001@pro1-147.barrie.connex.net> 

References: <35F7A88A.F1A0A6B7@easynet.co.uk> <ldf5swh.1s66irvd8v97qN@al-—88-118.al.n 
l> <35F8E3AB.E53428BB@éeasynet.co.uk> <35F909C3.1753@mdx.ac.uk> <ldfbe9c.frig0ir9m78w 
N@th-pm05-00.ndirect.co.uk> <skennedy-1609982252510001@pro1-145.barrie.connex.net> < 
ldfhsp9.10343sq1364120N@al-88-121.al1l.nl1> 

NNTP-Posting-Host: prol-147.barrie.connex.net 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2434 scea.yaroze.freetalk 
2987 


In article <ldfhsp9.10343sq1364120N@a1-88-121.al.nl>, macsuppor@al.nl 
(DEnnis Brinkhuis) wrote: 

> Sean Kennedy <skennedy@bconnex.net> wrote: 

> > Anyone know Where I can get an NTSC grabber for 6100 cheap? My Commodore 
> > 1702 is too much VDT content for my office. {I use it with my VCR...} 
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> -sean 


In Holland you pay about 50 pounds ($75) for a grabber-card for 6100. 


L, or... I use a 8500av, and grabbing is 


no prob for me. I can grab NTSC and Pal!! 


> 
> 
> But I'm afraid that will be Pal 
> 
> 


DEnnis.. 
PAL would not be too much a probl 


lem when I'm doing Yaroze. {Extra Lines 


are nice...} but I play regular NTSC games too, so I'd need the NTSC 


grabber. 


The 8100AV had a PAL/NTSC grabber, but the 6100/66AV didn't, it was region 


specific. 


Anyone in North America got a 6100 kit "Lying Around"? 


—garn! 


sean 


--MESSAGE FILE 3723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02434 


-—-MESSAGE FILE 3724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002435 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: come on join me 


Date: Tue, 22 Sep 1998 04:15:08 GMT 


Organization: SCEA News Server 
Lines: 27 


Message-ID: <360722a2.13563459@news.scea.sony.com> 
References: <01bd1854S$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 


a.sony.com> 


NNTP-Posting-Host: client-—151-198-130-76.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


One other suggestion: Asking for 


people to join you, the captain of 


the ship, is also not very enticing. I think most want to be part of a 


team. 


If you artistic skills are for REAL, then I can make a suggestion for 


you to join an established team. 


At the very least, you will gain 


experience and establish your self within the program. 


The team is named Rogue, and is headed by Nelson Santos. He is a 
pleasent yaroze member. His website is here: 


http://www.total.net/~nsantos/ 


And his e-mail the last I knew was: 


"Nelson Santos" <nsantos@total.net> 


They are hoping to add another artist to their team. He goofed, and 
has no e-mail links posted at the moment, but I suspect this addy is 
still valid. Check it out, and think about it. Just be sure you have 
something to offer, I have no idea if you are a competant artist or 


not. 


-Matt 


--MESSAGE FILE 3724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02435 


--MESSAGE FILE 3725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002436 


Path: chuka.playstation.co.uk!macsuppor 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Question for Ira Rainey 
Date: Tue, 22 Sep 1998 14:24:27 +0200 
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Organization: Debri Productions 

Lines: 29 

Message-ID: <ldfr2o0x.llnpvzgozhxaN@al-88-107.al.nl1> 

References: <36058aaf.253702999@news.scea.sony.com> <ldfpogqb.m5y08516s2dvmN@al1-88-10 
O.al.nl> <36069af2.50187371@news.scea.sony.com> <3606DDEF.9111137C@bigfoot .com> 
NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Darco <darco@bigfoot.com> wrote: 


Matthew Hulett wrote: 

> 

> Hmmm... well, he does recomend a utility for decoding the files. What 
> threw me off was that when I downloaded the file, a .htm versus a .hqx 
> file was created on my hard drive. Perhaps I can use the utility on 

> the .htm file that is created. I will have to mess around a bit. 


Lemme guess... You are using Netscape, right? Netscape has a bad habbit 
of renaming the extensions of files that it downloads. On my laptop for 
example, netscape insists that ZIP files are actually ARC files, and 
renames the extension of the file when I download. I then have to rename 
it back to it's origional ZIP extension. 


VVVVVVVVVVVV VV 


'Darco 


I use Netscape too (on Mac) and we can set Netscape to do what you want 
with files with sertain extensions. 

It took me some time to get everything the way I want it, but now it all 
works super. Zip-files, that are offically not supported on mac, are 
now unpacked with StuffIt Expander. And movies, that normally are shown 
in Netscape, are now being downloaded. I love Netscape and I had major 
trouble with Explorer on several sites. In the beginning I could not 
even get on the NY-page with Explorer. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02436 


—-MESSAGE FILE 3726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002437 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Tue, 22 Sep 1998 14:24:36 +0200 

Organization: Debri Productions 

Lines: 64 

Message-ID: <ldfr391.ibssynlgq9ww0N@al-—88-107.al.nl1> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> 

NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


I am glad to see you and Dennis getting along. Some will give you a 
hard time for a while, take it with a stiff upper chin and don't 
flame. You made some strange posts and created an impression that will 
take time to fade. 


VVVYV 


You attacking me was not the best thing to do. At this moment I seem to 
be one of the guys that does not give you a hard time. In the movie 
"Assesins" with Sly Stallone, tere was an interesting piece of line: 


There is a mouse that walks in a field with cows. Wile passing a cow at 
the back, the cow start shitting on him. There he was, buried under tis 
pile of shit. Then there comes a cat. The cat starts likking of the shit 
from the mouse. When the cat sees that he's dealing with a tastfull 
mouse, he eats the mouse. 
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The moral: 
Somebody getting you into shit, does not have to be your enemy, 
Somebody getting you out of shit, does not have to be your friend. 


Anyhow, I don't think this story applies to us to be honest, you did got 
yourself into shit but I just liked to tell it. 


Go through your member sites at SCEE, and read people's pages. Pick 
the ones that interest you, or attract you as people you like, and 
write them an e-mail to say, "Hi." This is one way to meet members. 
For the most part, the advanced members hang in the groups and they 
aren't going to hurry to team up with someone who does not compliment 
their abilities. Perhaps your artistic skills could offer this, 
artists are a rare breed and in high demand, but you have to let 
people see your skills and get to know you. 


VV V NV VV V V 


I totally agree, I did show my work to. 

What about making yourself the greatest internet page of the ENY. When 
you ask others if you can join them, you can show with your graphic 
skills at your page. 


> It doesn't matter how good you are at anything, if people think you 
> are a jerk, they will not want to work with you. 


That is for sure. 

> Sorry for the unsolicited advice, but you are going to have to be 

> patient after the waves you made. Just watch, in a month everyone will 
> be joking with you about your first weeks in the program. 

Just better show your skills.. 

> If you flame again, the sharks will eat you for lunch. Just wait and 


> watch for the next member to complain about how CodeWarrior stinks, 
> and watch the beasts gather for the slaughter. [grin] Ride it out. 


The sharks already ate you halfway, now you need some time to heal. And 
better not use your EMAG Design anymore. Believe me, it won't do you any 
good. If you realy would start a company called EMAG in a couple of 

years, we all would remember the way you started and we won't take it to 
serious (nicely said). 


Just take the given advizes and make up your mind what you realy want.. 
coder, games designer, musical artist, etc. 


DEnnis.. 


Page 2374 


—-MESSAGE FILE 3726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02437 


—-MESSAGE FILE 3727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002438 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: No more yaroze 

Date: Tue, 22 Sep 1998 14:37:04 +0100 
Organization: I wish! 

Lines: 21 
Message-ID: <3607A800.4FEA@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Im in the unfortunate position of having to give back my yaroze today, 
so I wont be able to do sod all about programming until such time as i 
get a job and can then afford my own yaroze. 


Keep emailing me, as I can still sort out code + problems and hopefully 
Sony wont mind if I still read the newsgroups + stuff. 
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Sorry ive not been on icq for ages - just with moving house + computers 
its one more thing I have to setup. 


Hope sony dont delete my account until I can get a new one, seeing as 
its the only copy Ive got of my work :) 


Ok then, cheerio on the development scene for a while, but you'll still 
have to put up with inane gibbersh on the newsgroups. 


Robert Swan 
rsl108@mdx.ac.uk 


Such a shame, Id just planned race game 3, adventure game 2, and the 

brand new First Person Game 1. ah well, (sob) 

—-MESSAGE FILE 3727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02438 


--MESSAGE FILE 3728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002439 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Tue, 22 Sep 1998 16:13:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3607BE94.5FD1@england. com> 

References: <3607A800.4FEA@mdx.ac.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Robert Swan wrote: 

> 

> Im in the unfortunate position of having to give back my yaroze today, 
> so I wont be able to do sod all about programming until such time as i 
> get a job and can then afford my own yaroze. 


I would have thought Sony would have been able to spare a Yaroze. You 
contribute a good deal more to the program than some of their own tech 
guys. I'm sure everyone hopes you get a replacement kit and start coding 
again soon. 


> Hope sony dont delete my account until I can get a new one, seeing as 
> its the only copy Ive got of my work :) 


I spidered a copy of the site just in case (probably drove their 
administrator mental). I don't imagine anyone would wipe it though. The 
tutorials there are some of the best, and I don't want to have to arse 
round updating my links page =). 


> Ok then, cheerio on the development scene for a while, but you'll still 
> have to put up with inane gibbersh on the newsgroups. 


Means I can't go back to signing myself as 'Rob'. Oh well.. 


> Such a shame, Id just planned race game 3, adventure game 2, and the 
> brand new First Person Game 1. ah well, (sob) 


Big tragedy is you won't be able to submit your times for the Grav 
championship now. 


Cheerio for the time being, 
Rob Ryan. 


—-MESSAGE FILE 3728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02439 
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-—-MESSAGE FILE 3729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002440 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Wed, 23 Sep 1998 01:09:23 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6u81tfSbdk2@chuka.playstation.co.uk> 
References: <3607A800.4FEA@mdx.ac.uk> 
NNTP-Posting-Host: ip-54-85.dialup.hkstar.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message <3607A800.4FEA@mdx.ac.uk>... 

>Im in the unfortunate position of having to give back my yaroze today, 
>so I wont be able to do sod all about programming until such time as i 
>get a job and can then afford my own yaroze. 


Sorry to hear that, Rob - I hope you do return and good luck till then 
(t'was good to meet you at ECTS). Personally, I think Sony should loan you a 
Yaroze (but then I also think we should decommision all nuclear weapons, 
stick flowers in the muzzles of our AK-47's and share our source code - 
which shows you the sort of wimpy liberal free-love hippy drivel I tend to 
spout...) 


Good luck, 


Nick F 


-—-MESSAGE FILE 3729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02440 


—-MESSAGE FILE 3730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002441 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Tue, 22 Sep 1998 14:59:49 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <3607bb22.52608996@news.scea.sony.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <ldfr391.ibssynlgq9ww0N@al-88-107.al.nl1> 

NNTP-Posting-Host: client—151-198-130-22.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Uh, Dennis, Tanvir did not write that entry, I (Matthew Hulett) did to 
try to help him out in his time of duress. [ROFL] 


—Matt 
--MESSAGE FILE 3730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02441 


--MESSAGE FILE 3731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002443 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Tue, 22 Sep 1998 21:02:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <36081059.10812524@news.playstation.co.uk> 
References: <3607A800.4FEA@mdx.ac.uk> 
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NNTP-Posting-Host: host5-99-52-94.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 22 Sep 1998 14:37:04 +0100, Robert Swan <rs1l08@mdx.ac.uk> 
wrote: 


>Im in the unfortunate position of having to give back my yaroze today, 
>so I wont be able to do sod all about programming until such time as i 
>get a job and can then afford my own yaroze. 

> 
>Keep emailing me, as I can still sort out code + problems and hopefully 
>Sony wont mind if I still read the newsgroups + stuff. 


> 

>Sorry ive not been on icq for ages - just with moving house + computers 
>its one more thing I have to setup. 

> 


>Hope sony dont delete my account until I can get a new one, seeing as 
>its the only copy Ive got of my work :) 

> 

>Ok then, cheerio on the development scene for a while, but you'll still 
>have to put up with inane gibbersh on the newsgroups. 

> 

>Robert Swan 

>rsl08@mdx.ac.uk 

> 

>Such a shame, Id just planned race game 3, adventure game 2, and the 
>brand new First Person Game 1. ah well, (sob) 


Sorry to hear that Rob. 


I was working on your tutorial which I think is Excellent and it 
helped me understand a bit of programming. 


anyway good luck. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
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—-MESSAGE FILE 3731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02443 


-—-MESSAGE FILE 3732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002444 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Tue, 22 Sep 1998 21:02:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <36081062.10821166@news.playstation.co.uk> 


References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 


om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> 
NNTP-Posting-Host: host5-99-52-94.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 21 Sep 1998 20:22:54 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>Phil Gooch wrote: 

>> As the football song goes, ‘It's all gone quiet over there'. 
> 

>Haha yeah, but I bet he can't wait to reply with: 

>"You're not singing any more! You're not sin-gin an-y more!" 

> 

>The thing is about you Tanvir is that you've managed to build up 
>a very poor image for yourself. Most people DO have the patience 
>to help you out, despite continual evidence that you don't seem 
>to listen to a bleeding word any of us say...!! 

> 
>Actually I think you're just a hustler, who had the ingenious idea 
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>to make everyone think you're completely hopeless, THEN, when you 
>do something that is only mildly impressive, everyone will actually 
>be amazed, and suddenly have a great opinion of you allowing you 
>to insecurely go: "haha, I told you so! Waa waaa waa!" ; =) 

> 
>Rather than spouting how good you are, why not *prove it* to us all 
>and show what faithless assholes we all were to doubt you! 

>Otherwise I'm afraid Richard Branson is rumoured to want some of your 
>posts to power his next Round The World balloon trip..know what I mean? 
> 

>Jim 

>—— 

> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


Hi James, 


I wasn't trying to boast that I am the best artist and everything but 
I just wanted to get the point across that I have what it takes 
without sounding ' too good '. 


Anyway I dont really know how to get graphics up on the web because 
the background I use on my page is BMP but it just shows white. While 
the Emag Design logo is also BMP but it shows. I use HotMetal to 
create my page which came on the Yaroze PC CD. 


I cannot put graphics on my page until I figure out the problem. 
Cheers. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 3732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02444 


—-MESSAGE FILE 3733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002445 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Tue, 22 Sep 1998 21:02:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <36081068.10826987@news.playstation.co.uk> 
References: <01bd1854$730d1a80$542d63c3@2badlineone.net> 
NNTP-Posting-Host: host5-99-52-94.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 20 Sep 1998 13:28:50 GMT, "Tanvir Khan" <2bad@lineone.net> wrote: 


>Hi, 

> 

>I know I am not good at coding but know the basics, but Graphics and Art is 
>where I accel at. I can be tested if proof is needed, and music is also my 
>strong point and the game ideas I have are mind blowing ( in my opinion ). 
> 
>The only knowledge I lack is coding ( C ) but still I know the basics. I 
>realise without this knowledge I cannot code a game. But with my other 
>talents I can help to make a game 'look', 'sound', and 'feel' better. Thats 
>what I believe anyway. So teaming up would make sense as I will be using my 
>skills and also learn to code on the way. 


> 

>Also I do check the newsgroups and email everyday. 
> 

>So what about it? 

> 


>Tanvir Khan 
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>EMAG DESIGN 


> 
>2bad@lineone.net 

> 

>P.S Why not test me? 
> 


Hi DEnniss, 


Come on man dont try to bring back the past, I'm being normal now. I 
try to be the typical NY member, you have to forget the past now and 
think of me as normal person. 


I just wrote the dodgy mail because I didn't............... 
Selby bed ԱՐԱ m Gacy Š tp a ri oh forget the past. 


Anyway I will keep the name Emag Design ( I bet you cant work out what 
the name means ) as I dont really think anything wrong with it. As for 
reputation we just have to leave that behind us. 


cheers. 


Tanvir Khan ( who used to think newsgroup is 
like chat were you get away with writing anything, but was obviously 
mistaken.) 


EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 3733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02445 


-—-MESSAGE FILE 3734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002446 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Tue, 22 Sep 1998 15:15:22 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3607bceb.53065953@news.scea.sony.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <ldfr391.ibssynlgq9ww0N@al-88-107.al.nl> <3607bb22.52608996@news.scea.so 
ny .com> 
NNTP-Posting-Host: client—151-198-130-22.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Uh, Dennis, Tanvir did not write that entry, I (Matthew Hulett) did to 
>try to help him out in his time of duress. [ROFL] 


In re-rereading that entry, it occurs to me you were probably aware 
Tanvir was not the author. Posting a folow-up to me, and the pronoun 
usage, threw me off. 


IMO, be nice Dennis, no need to kick the guy when he is down. I 
wish you had not used my entry as a catalyst for yours, frankly. 
He apologized and appears to be trying to be decent. Haven't we all 
goofed up in social situations in life, and needed a nudge and some 
slack from our peers and elders to show us the ropes? 


Now, I am disengaging from this situation.I have offered what I 
can. Tanvir will sink or swim on his own choices. 


—Matt 
--MESSAGE FILE 3734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02446 


—-MESSAGE FILE 3735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002447 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Elliott Lee <tenchi@shell.jps.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No more yaroze 

Date: Tue, 22 Sep 1998 12:21:24 -0700 
Organization: Bwahaha 

Lines: 36 

Message-ID: <3607F8B4.BC8A6006@shell.jps.net> 
References: <3607A800.4FEA@mdx.ac.uk> 
Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Too bad. :( Maybe you could pay for a Yaroze in installments? 
Eh...just a thought. Thanks for your contributions so far. You're 
on the Yaroze mailling list, aye? 


- e! 
Robert Swan wrote: 
Im in the unfortunate position of having to give back my yaroze today, 


so I wont be able to do sod all about programming until such time as i 
get a job and can then afford my own yaroze. 


Keep emailing me, as I can still sort out code + problems and hopefully 
Sony wont mind if I still read the newsgroups + stuff. 


Sorry ive not been on icq for ages - just with moving house + computers 
its one more thing I have to setup. 


Hope sony dont delete my account until I can get a new one, seeing as 
its the only copy Ive got of my work :) 


Ok then, cheerio on the development scene for a while, but you'll still 
have to put up with inane gibbersh on the newsgroups. 


Robert Swan 
rs108@mdx.ac.uk 


Such a shame, Id just planned race game 3, adventure game 2, and the 
brand new First Person Game 1. ah well, (sob) 


VVVVVVVVVVVV N EN YNN MNN N 


Mata ne, ee dies 

- e! sort tenchi@shell.jps.net mer 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) zs http://www. jps.net/tenchi 


vids vids 
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—-MESSAGE FILE 3735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02447 


—-MESSAGE FILE 3736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002448 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: come on join me etc. etc. 

Date: Tue, 22 Sep 1998 21:05:14 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <360802FA.4F1@manc.u-net.com> 


References: <01bd1854S$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 


166@news.playstation.co.uk> 

Reply-To: james@manc.u-net.com 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 
> I cannot put graphics on my page until I figure out the problem. 


You *could* just put the files in your ftp with a readme.txt saying 
a few words about them. 


Or use this HTML notation anywhere in your homepage: 
<IMG SRC="filename.jpg"></IMG> 
where filename.jpg is the image in question. GIFs are also supported. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02448 


-—-MESSAGE FILE 3737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002449 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze; (maybe not today, maybe not tomorrow...) 
Date: Tue, 22 Sep 1998 21:50:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <36080DB1.24BC@manc.u-net.com> 

References: <3607A800.4FEA@mdx.ac.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Swan wrote: 

> Im in the unfortunate position of having to give back my yaroze today, 
> so I wont be able to do sod all about programming until such time as 
> i get a job and can then afford my own yaroze. 


Job? You'll be able to buy about 4 Yarozes when the GDUK competition 
draws to a close! 8-) I know you probably won't like people saying 
that you're a sure winner, tempting fate, (being so modest and all) 
but Adventure Game is the duck's nuts and is easily a top contender. 
Regarding your future Yarozery, I'm particularly looking forward to 
"Platform Game" and hopefully "Action Game" oh yes! 


Laters, 
Jim 


PS I just put up Grav v0.9b in my ftp for anyone who wants to see 
how crap it was when it was a wee bairn, and hadn't even got it's own 
name, aahh :) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02449 


-—-MESSAGE FILE 3738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002450 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Poetry 

Date: Tue, 22 Sep 1998 21:51:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <36080DBD.7798@manc.u-net.com> 
References: <36081047.10794502@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


My Poem: 


"He's just an average guy, with an average job. 

He's your average white, suburbabite slob. 

He likes football, and porno, and films about war. 
He's got an average house, with a nice hardwood floor. 
BUT SOMETIMES THAT'S JUST, NOT ENOUGH, 

TO KEEP A MAN LIKE HIM INTERESTED, 

OH NO, NO WAY, AH AHHHH! 

So he knocks back some drinks, as he props up the bar! 
And he JANGLES his KEYS, as he gets in his CAR! 

He's an asshole......... yn 


Actually it's by Denis Leary (no not DEnis Leary...) but I think you 
see what I'm getting at. It's from the old Holsten Pils anti-drink- 
driving ads based on his own classic. Oh and it's a song, not a poem. 


Can't write poems -- are they supported by the Net Yaroze libs? 
Jim 
Oh and Tanvir, EVERYONE knows what Emag means... except me, but 


then I was originally going to call *my* company "Skcollob Design". 
Ho hum. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


2382 


-—-MESSAGE FILE 3738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02450 


—-MESSAGE FILE 3739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002451 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Tue, 22 Sep 1998 23:34:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <ldfs6j0.1lg8tcf9y67juoN@th-pm05-41.ndirect.co.uk> 
References: <3607A800.4FEA@mdx.ac.uk> 

NNTP-Posting-Host: th-pm05-41.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 33 days) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> Im in the unfortunate position of having to give back my yaroze today, 
> so I wont be able to do sod all about programming until such time as i 
> get a job and can then afford my own yaroze. 

> 

Maybe now's the time to get serious about your job position? 


You are a VERY skilled programmer, and you certainly have the talent to 
‘make it'. 


I'm not sure that EVERY cloud has a silver lining, but perhaps the one 
here is that you now have a really good reason to become more pro-active 
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about your future and get a great job!! (Then you could but two yarozes, 
and code simultaneously). 


The site's not gonna be the same without you around. You know stacks.. 
and you don't mind sharing it. That's the kind of person we want here. 


Shucks, we shore will miss ya!! 


Keep emailing me, as I can still sort out code + problems and hopefully 
Sony wont mind if I still read the newsgroups + stuff. 


Sorry ive not been on icq for ages - just with moving house + computers 
its one more thing I have to setup. 


Hope sony dont delete my account until I can get a new one, seeing as 
its the only copy Ive got of my work :) 


Ok then, cheerio on the development scene for a while, but you'll still 
have to put up with inane gibbersh on the newsgroups. 


Robert Swan 
rsl08@mdx.ac.uk 


Such a shame, Id just planned race game 3, adventure game 2, and the 
brand new First Person Game 1. ah well, (sob) 


VVVVVVVVVVVVV VV VV 


I LOVED your adventure game, the humour is totally spot on. Too bad you 
didn't get the chance to build a really big, 'proper' adventure, keeping 
all the humour just the way it is!! 


Here's hoping you're back REEEAALL soon.. 


~mp 
—-MESSAGE FILE 3739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02451 


-—-MESSAGE FILE 3740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002452 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Wed, 23 Sep 1998 00:33:24 +0200 

Organization: Debri Productions 

Lines: 51 

Message-ID: <ldfrvao.2euielpbafpkN@al-—88-111.al.nl1> 
References: <3607A800.4FEA@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-111.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


> Im in the unfortunate position of having to give back my yaroze today, 
> so I wont be able to do sod all about programming until such time as i 
> get a job and can then afford my own yaroze. 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAARRRR 
RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRR 
RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRR 
RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRR 
RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRR 
RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRR 
RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 
GGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 
GGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 
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GGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 
GGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 
GGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 
GGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGGG 


Don't leave us Robbie!!!!!!Don't leave us Robbie!!!!!!Don't leave us 
Robbie!!!!!!Don't leave us Robbie!!!!!!Don't leave us Robbie!!!!!'!Don't 
leave ստ Robbie!!!!!!Don't leave us Robbie!!!!!!Don't leave us 

Robbie! !!!!!Don't leave us Robbie!!!!!!Don't leave us Robbie!!!!!'!Don't 
leave us Robbie!!!!!!Don't leave us Robbie!!!!!!Don't leave us 

Robbie! !!!!!Don't leave us Robbie!!!!!!Don't leave us Robbie! !!!!'!Don't 
leave us Robbie!!!!!!Don't leave us Robbie!!!!!!Don't leave us 

Robbie! !!!!!Don't leave us Robbie!!!!!!Don't leave us Robbie! !!!!'!Don't 
leave ստ Robbie!!!!!!Don't leave us Robbie!!!!!!Don't leave us 

Robbie! !!!!!Don't leave us Robbie!!!!!!Don't leave us Robbie! !!!!! 
There must be something or somebody we can bug to get Robmeister a Free 


Yaroze!!!!!}!!!! Let's all join in one big bugger group!! 
Vote SwannyMan for Yaroze member!!!! 


Till you have an own Yaroze, you are free to come over to Holland and 
stay as long as you want for free and use my black pearl. The only 
problem would be my mac-based techno shop and CW. 


Anyway, I hope your problem will be solved fast and you got my support 
if you need it. 


Cheers, 


DEnnis.. 
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—-MESSAGE FILE 3740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02452 


—-MESSAGE FILE 3741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002453 

Path: chuka.playstation.co.uk!scea!prol-142.barrie.connex.net!user 
From: skennedy@bconnex.net (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze Tutorial Preview 

Date: Tue, 22 Sep 1998 21:27:14 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 104 

Message-ID: <skennedy-2209982127140001@prol1-142.barrie.connex.net> 


References: <360587BD.5668FFB0@bigfoot.com> <36064067.123D@manc.u-net.com> <na.e1353 


d4889.a701la0rfredw@argonet.co.uk> <3606F3E4. 6ECC48B8@bigfoot .com> 
NNTP-Posting-Host: prol-142.barrie.connex.net 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:993 scee.yaroze.freetalk.english: 


2453 


In article <3606F3E4.6ECC48B8@bigfoot.com>, Darco <darco@bigfoot.com> wrote: 


> Long. *sigh* Well. Perhaps it might help me get into DigiPen Institute 
> of Technology. If I show them this and they like it, then that might 

> help me out alot. (I feel tired already. But that's not gonna stop me) 
> Ho-boy... ;) 

> 


Don't Give Up. 
The road to Interactive Computer Entertainment careers is a long but 


fruitful one. The Digipen Institute may be the first in the many steps up 


the hill. 


Organisation of the display area should be a *massively* important 
piece of a Yaroze tutorial, and really needs a chapter all to itself. 
But I agree, the "this is a good place to put the screen" would make 
a good intro to it at this stage. 


V V V V 
V V V V 


An example diagram as an "aside" Hyperlink would allow a quick browse at the 


users choice. Just keep "crucial" information out of it. Win32 Help files 


are a good examples of Asides. 


> The basic introduction to the display hardware and VRAM is covered in 
> Lesson 1. (The lesson I posted was a partially finished version of 
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Lesson 2) A more indepth overview of the display hardware, including 
double buffering, ordering tables, and such will be in Lesson 3. Then in 
Lesson 4 we will go step-by-step through writing a sample program that 
does something simple using what we discussed in Lesson 3, such as 
displaying a rectangle on the screen using ordering tables. 


VVVVYV 


Great, Keep it as simple as possible. Use "Asides" sparingly to illustrate 
a concept. 


> When chapter 1 is over, I hope to have a version of the familiar "balls" 
demos. (Except it'll probably have small squares instead. At least at 
> first... I don't want to go over sprites in chapter 1). 


v 


Simply indicate that the squares are "run-time" sprites on the screen. 


And I'm not sure what chapter this will go into, but I eventually want 
to have a version of the Net Yaroze balls demo with colision detection, 
gravity, scrolling backgrounds... The works. Eventually that is. And 
from this process, hopefully the reader will learn something. 


VV V V 


> > Hmmm. personally I do almost all my RECTs as something like:- 

> > static RECT screen = (SCN_VRAM X,SCN_VRAM Y, SCN_WIDTH, SCN_HEIGHT}; 
{Blah Blah} 

> > optimising since last time I checked its output), and taking up about 
> > half the memory. 

> > But all this kinda thing is ultimately personal preference. 


Uh Oh, Avoid Personal Prefs in Newbie Docs.! 


> True, it may be faster and more code efficient. However this is a newbie 
> tutorial... Code needs to be as readable as possible rather than 
> optimized. 


Yep. 

> > While we're critisising, if a newbie doesn't know about "\n", they're 
> > *certainly* not going to know that the gcc "c" compiler understands 

> > c++ "//" comments... Though they could prolly guess that from the 

> > context! 

> Oh. ... Huh? I've always used both "//" and "/* */" for commenting... I 
> wasn't aware that "//" was exclusive to C++... I've just always done it 
> like that. My personal code makes heavy use of both comment denotors. 


I see both interspersed in a LOT of code examples I see on the net. 

I suggest using things like: 

NOTE: The // Comment content and /* Comment Content */ designators 
are for Comments in C/C++ 


I pretty much love it, really. The colour coding works (though I'd've 
used different colours ;) ) Oh, and the "to recap" cut'n'paste bit at 
the end is *essential*, coz I find interspersed code & discussion pretty 
difficult to follow as code. Bravo for remembering it. 


V V V V 
V V V V 


Optional discussion and code snippets are good so long as the font is 
adjusted accordingly. Using COURIER for code segments, and TIMES for 
discussion is a neat way of doing this. {In HTML 1.0 and 2.0 this was 
limited to "fixed-width" 

fonts and "proportional" font in HTML 3.0 I think that you can specify a 
common font.) 

> I'll also have a zip file for downloading, containing working source 

> that you can compile and run. No need to cut and paste. 


My own experience has found that re-writing the critical segments of code 
is FAR more valuable than cutting and pasting. keeping the code in 
"Snippet" form makes the user fill in the blanks. Just be careful when 
introducing new things, test the code build to see if it works. Don't do 
source code extractions, Newbies {including myself} get lost trying to put 
it together. Instead intersperse discussion like you have, and leave 
comments beside critical portions of the code intact. 


> Or maybe that's making it too easy... Perhaps it shouldn't be that easy. 
> Anyone have some input on this? 
> 'Darco 
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Remarkably when you ask this, it means that you have a good balance. 


Great work. If there are graphics you want to try with this, let me know, 
and I'll do a few in Pshop and send you the JPEGS. 


-sean 
--MESSAGE FILE 3741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02453 


--MESSAGE FILE 3742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002454 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Tue, 22 Sep 1998 23:00:56 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <36082c06.81513440@news.scea.sony.com> 

References: <3607A800.4FEA@mdx.ac.uk> 

NNTP-Posting-Host: client—151-198-141-10.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hurry back as soon as possible, we'll miss you and your contributions. 


—Matt 
--MESSAGE FILE 3742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02454 


--MESSAGE FILE 3743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002455 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Wed, 23 Sep 1998 13:09:52 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6ua0iqSbdk7@chuka.playstation.co.uk> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 
166@news.playstation.co.uk> <360802FA.4F1@manc.u-net.com> 

NNTP-Posting-Host: ip-51-196.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah! And Tanvir - try to convert the graphics to JPG or GIF - BMPs are 
h-u-g-e and I don't think the drop in quality will be much of a problem (not 
a dig!) 


Nick F 


—-MESSAGE FILE 3743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02455 


—-MESSAGE FILE 3744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002456 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me: together we can rule the galaxy as father and son 
Date: Wed, 23 Sep 1998 13:17:29 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6ua0isSbdk8@chuka.playstation.co.uk> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36081068.10826987@news.pla 
ystation.co.uk> 
NNTP-Posting-Host: ip-51-196.dialup.hkstar.com 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Anyway I will keep the name Emag Design ( I bet you cant work out what 
>the name means ) 


You're joking, right? <'The Crying Game' music starts to play> 


E-m-a-g -> [clever reversing algorithm here] -> g-a-m-E 
'Emag' is 'Game'. 'Game' is 'Emag'! Einhorn is a man? (sorry - too much Jim 
Carrey) 


Or is that just coincidence? Sounds a bit like EMAP (the magazine 
publishers) to me, too. 


>Tanvir Khan ( who used to think newsgroup is 
>like chat were you get away with writing anything, but was obviously 
>mistaken.) 


Yup, unlike live chat those words are left to *linger*, baby! And this ng 
isn't that normal in that we're a closed, small community and are 'striving 
for a common good' or summat. I imagine it's a bit like the early days of 
the WWW - the Well and all that. Interesting - maybe I'll use y'all for a 
Psych project! 


Nick "you are all my children now" F 


—-MESSAGE FILE 3744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02456 


—-MESSAGE FILE 3745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002457 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Game Design article (not mine) 

Date: Wed, 23 Sep 1998 13:23:58 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6ua24qSbdk9@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip-51-196.dialup.hkstar.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


http://home.netvigator.com/~tarot/Games/Coin.html 


Here's a fairly interesting game theory article IMHO. Food for thought, 
guys? 


Nick "educating the world" F 


—-MESSAGE FILE 3745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02457 


—-MESSAGE FILE 3746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002458 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Wed, 23 Sep 1998 09:07:29 +0200 

Organization: Debri Productions 

Lines: 5 
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Message-ID: <ldfs9mf.6t0Ohadzawe82N@al-88-124.a1.nl1> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <ldfr391.ibssynlgq9ww0N@al-88-107.al.nl> <3607bb22.52608996@news.scea.so 
ny.com> <3607bceb.53065953@news.scea.sony.com> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


To be honest, I don't want to put him down. I just think there is no 
problem with advising. And if my reply looked offensive, than I'm sorry. 
That was not ment to be.. 


DEnnis.. 
—-MESSAGE FILE 3746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02458 


—-MESSAGE FILE 3747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002459 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Wed, 23 Sep 1998 09:07:32 +0200 

Organization: Debri Productions 

Lines: 40 

Message-ID: <ldfs9r7.bjlotxlkb7oe8N@al-—88-124.a1.nl1> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36081068.10826987@news.pla 
ystation.co.uk> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Tanvir Khan <2bad@lineone.net> wrote: 


>> 

> Hi DEnniss, 

> 

> Come on man dont try to bring back the past, I'm being normal now. I 
> try to be the typical NY member, you have to forget the past now and 
> think of me as normal person. 

> 

> I just wrote the dodgy mail because I didn't............... 

Pes usa ised qI sakes lor tesa val qawa E oh forget the past. 


I noticed that my part was a bit offensive. Sorry for that, I just want 
to give advise. And we all want you to be part of it all, so don't think 
I still have a crunch against you. 


> Anyway I will keep the name Emag Design ( I bet you cant work out what 
> the name means ) as I dont really think anything wrong with it. As for 
> reputation we just have to leave that behind us. 


Don't take this wrong, but if you realy wan't to keep using that name 
(game backwards) when you go profesional, better spare it for later. 

At this moment you are a beginner, and your early work will always 
follow you. Like maybe some users download some stuff from you now. In 2 
years maybe, they can still remember the crap you make now, as a 
beginner. This is a known problem. I'm still being judged by work I did 
3 years ago. And I think some other members know this too. 


cheers. 
Tanvir Khan ( who used to think newsgroup is 


like chat were you get away with writing anything, but was obviously 
mistaken.) 


VVVVVV 


Hehehehe, nice try anyway.. 
Tata, 
DEnnis.. 


—-MESSAGE FILE 3747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02459 
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—-MESSAGE FILE 3748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002460 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry 

Date: Wed, 23 Sep 1998 09:07:40 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldfsahc.owp5bdl1jcknq2N@al1-88-124.al.nl1> 

References: <36081047.10794502@news.playstation.co.uk> <36080DBD.7798@manc.u-net.com 
> 

NNTP-Posting-Host: al-88-124.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


James Shaughnessy <james@manc.u-net.com> wrote: 


> 
> Oh and Tanvir, EVERYONE knows what Emag means... except me, but 

> then I was originally going to call *my* company "Skcollob Design". 
> Ho hum. 


I have a shirt with "bulloCKs" on it in Calvin Klein style. realy nice. 
—-MESSAGE FILE 3748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02460 


—-MESSAGE FILE 3749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002461 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me: together we can rule the galaxy as father and son 
Date: Wed, 23 Sep 1998 09:18:33 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldfsxlx.lufjnfvl0vok9yN@al1-88-124.al.nl1> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36081068.10826987@news.pla 
ystation.co.uk> <6ua0isS$bdk8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Nick Ferguson <ferguson@hkstar.com> wrote: 


> Interesting - maybe I'll use y'all for a 
> Psych project! 


Cool, please do, what will I be? A fatman with a hudge mouth and a con 
of Heineken in my hand? 


> Nick "you are all my children now" F 
That sounds scarry... 
Cheers, 


DEnnis 
—-MESSAGE FILE 3749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02461 


—-MESSAGE FILE 3750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002462 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Poetry 

Date: Wed, 23 Sep 1998 09:48:48 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <ldfsxol.wo3erfl6o3aiuN@th-pm05-39.ndirect.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36080DBD.7798@manc.u-net.com 
> <ldfsahc.owp5bdljcknq2N@al-88-124.al.nl> 

NNTP-Posting-Host: th-pm05-39.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 33 days) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> 
> I have a shirt with "bulloCKs" on it in Calvin Klein style. realy nice. 


You and your T-shirts/Polo shirts!! 


~mp 
—-MESSAGE FILE 3750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02462 


—-MESSAGE FILE 3751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002463 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry 

Date: Wed, 23 Sep 1998 16:50:46 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6uakjrSbdk10@chuka.playstation.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36080DBD.7798@manc.u-net.com 
> <ldfsahc.owp5bdljcknq2N@al1-88-124.al.nl> 

NNTP-Posting-Host: ip-51-236.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I have a shirt with "bulloCKs" on it in Calvin Klein style. realy nice. 


*bulloCKs* ??? As in cows? 
Whatever! 


Nick F 


—-MESSAGE FILE 3751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02463 


—-MESSAGE FILE 3752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002464 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 14:01:36 +0200 

Organization: Debri Productions 

Lines: 30 

Message-ID: <ldftae5.gu0mb71sylqdyN@al-88-125.al.nl1> 
NNTP-Posting-Host: 81-88-125.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 48 days) 


Hi all, 


I'm just wandering if there are others that feel like the relation 
between SCEE and us NY-members could be better. I don't want to complain 
since I'm already pleased that I'm part of this all, but I dod think 
there could be some improvements. 

I never started about this becourse I don't want to loose my membership. 
And I think there are a lot of us that have something in mind that they 
will not tell becourse of the same fear. 
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Somethimes I feel like a commercial product. Some of the SCEE-guys give 
now and then the impression that they stand far above us. 


We need SCEE, but SCEE also needs us. 


And why are there so many secrets like how many european members are 
there and how many people run the NY-project? 

I know Sarah Bennett, George Bain, James Russel, Kerry.... and that is 
all. Are there more people involved and what do you all do most of the 
time? I know Sarah is the leader of the gang (she does not read 
newsgroups I suppose) and George and James are self half member, they 
look like members with own homepages and they join the newsgroups. But 
they do have the SCEE-mailadresses and they get money in stead of pay 
money for being part of the project. But do we need to look up to them? 
And what are we allowed to do and what not? I heard that somebody lost 
his membership, but what happened.... 


Am I alone with these idea's?? 


DEnnis.. (who does not want to loose his membership!!!) 
—-MESSAGE FILE 3752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02464 


—-MESSAGE FILE 3753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002465 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Welcome at George Bain's page! 

Date: Wed, 23 Sep 1998 14:57:01 +0200 

Organization: Debri Productions 

Lines: 102 

Message-ID: <ldftbhz.xflcozlxdfhz4N@al-—88-137.al.nl> 
NNTP-Posting-Host: 81-88-137.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 48 days) 


Hi! 


This text came from George Bain's homepage. I just wanted to reply on 
his "nice story" 


>ECTS 98 

>While another ECTS has come and gone. After 4 days at the NY booth I 
>just wanted to take the rest of the year off. We had a great area, 
>but it was far too hot. I was dying everyday that I was there! I drank 
>so much water (and beer of coarse) due to the fact that I good hardly 
>take any air in. 


I'm just starting to like the fact that the Sony-stand was that hot. 


>Then there would be idiots who ask the most dumbass questions, people 
>who use our net connection to view what ever they felt 
>like it, 


That would happen, you could have known that, better next time concider 
running a backup from the page local on the computer. In that case they 
can't surf on and you don't need the connection. 

And dumbass questions? what did you expect? You were there to explain! 


>people who saw some free pens and come in... grab a fucking 
>handful and leave, 


Hehehe, be glad they left! hehehe how many pens do YOU have at home? 1?? 
Did you have to pay the pens? Concider selling them next year. 
And personally I liked the PSX pens much better than the cheap NY-pens. 


>and then of coarse those NY members bitching about 

>the price drop. Do you honestly think that Intel gives a refund to 
>those customers who buy a computer and the prices of their chips drop 
>every 3 months? 


This is a dumbass question. Do you get a membership with your 
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Intel-stuff? and did you follow a course to use your proccessor?? 

And you didn't even get the point! It's not about the refund, it's about 
giving wrong information. Telling there will be a pricedrop for students 
in a couple of months and non-students buy the NY expensive to hear 
afterwards that they could get in for more than 100 pounds less if they 
waited one or two weeks. 

You are part of a project that is called: "LETS DO IT TOGETHER", you 
know -social stuff-, so I ask if you are the right person for the 
function you take at SCEE. Maybe they should concider Robert Swan for 
the job, just becourse he has social skills. 


>Although, I do feel sorry for those who bought it in the 
>previous 3 days. 


Yeah right.. 


>I did manage to get a look at some of the other areas like 
>the Nintendo booth. I really like Turok 2, and Zelda of coarse. I can't 
>wait to get my hands on them! 


SCEE could get far more dedicated personal I suppose. I have nothing 
against Nintendo, but you are working for Sony and talking this way 

about your biggest concurent, seems like you prefer Nintendo over the 
system you supposed to support. 


>The show was more or less a huge pile 
>of crap games. 


Yeah, we all know you could have done a much better job personally. 


>Only a handful stood out from the rest of crowd. Sony 
>had a huge selection of games but I played all of them 5 months ago. 


Wow, now you are supercool. So you are saying that sony just showed some 
old crap to us? You are a great support for sony...... not. 


>There were some pretty awesome looking PC games but they were all 
>running on 3DFX cards and PII's. Not much programming skill there!! 


Does that matter? It's the result (game), not the programming that 
counts. Do you only use a text-editor to do your web-page? 


>For those members who were lucky to get into the Sony Party on 
>Monday sure were in for a treat. It was way fucking cool and 
>smoking hot. 


Well, here I agree! to be honest. 


>I don't remember much that night except putting my head օո 8 
>table for 2 hours..getting back up and going home. 

>What a fucking party! Can't wait till next year to do this all 
>over again. I hope the PlayStation area isn't so damn hot 
>like this year. 


I suppose they will learn from their mistakes, and mybe we should do 
that to. 


DEnnis... 
(this is freedom of speech, like George used it) 


Oh and George, I use bad words, but I'm not from SCEE. And you are 
And in your position this* is not very polite. 


եյ 


coarse, idiots, dumbass, fucking, bitching, coarse (what is coarse???), 

a huge pile of crap, fucking, fucking, damn 

—-MESSAGE FILE 3753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02465 


—-MESSAGE FILE 3754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002466 
Path: chuka.playstation.co.uk!macpaul 
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From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 13:51:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <ldfta67.4ty8o0l2eyt2iN@th-pm05-22 .ndirect.co.uk> 
References: <ldftae5.gu0mb71sylqdyN@al-88-125.al.nl1> 
NNTP-Posting-Host: th-pm05-22.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 34 days) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 
Hi all, 


I'm just wandering if there are others that feel like the relation 
between SCEE and us NY-members could be better. I don't want to complain 
since I'm already pleased that I'm part of this all, but I dod think 
there could be some improvements. 

I never started about this becourse I don't want to loose my membership. 
And I think there are a lot of us that have something in mind that they 
will not tell becourse of the same fear. 


Somethimes I feel like a commercial product. Some of the SCEE-guys give 
now and then the impression that they stand far above us. 


HVVVVVVV VV VV VV 


don't know much about these things, but one thing I do know: 


I know for sure that James Russell 'gives' a lot to us members. His FAQ, 
tutorials, and imput into these newsgroups is very welcome. 


In the event of any of D's questions being answered by more knowledgable 
people, I just wanted to recognise James, and say thanks for his 
support! 


~mp 
--MESSAGE FILE 3754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02466 


--MESSAGE FILE 3755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002467 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 16:04:47 +0200 

Organization: Debri Productions 

Lines: 37 

Message-ID: <ldftgkl.9gunazlynxerqN@al-88-137.al.nl> 

References: <ldftae5.gu0mb71sylqdyN@al-88-125.al.nl> <ldfta67.4ty8o0l2eyt2iN@th-pm05- 
22.ndirect.co.uk> 

NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 48 days) 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 


> DEnnis Brinkhuis <macsuppor@al.nl> wrote: 

> 

> > Hi all, 

>> 

> > I'm just wandering if there are others that feel like the relation 

> > between SCEE and us NY-members could be better. I don't want to complain 
> > since I'm already pleased that I'm part of this all, but I do think 

> > there could be some improvements. 

> > I never started about this becourse I don't want to loose my membership. 
> > And I think there are a lot of us that have something in mind that they 

> > will not tell becourse of the same fear. 

>> 

> > Somethimes I feel like a commercial product. Some of the SCEE-guys give 

> > now and then the impression that they stand far above us. 

>> 

> I don't know much about these things, but one thing I do know: 
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I know for sure that James Russell 'gives' a lot to us members. His FAQ, 
tutorials, and imput into these newsgroups is very welcome. 


In the event of any of D's questions being answered by more knowledgable 
people, I just wanted to recognise James, and say thanks for his 
support! 


VVVVVVV VV 


~mp 


I agree, James is a good addition to the project. His Faq is great and I 
realy think that a lot of members are helped with some of his work. 


DEnnis. 
Don't think I want to put down the project.. I realy love it!! 


DEnnis.. 
-—-MESSAGE FILE 3755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02467 


—-MESSAGE FILE 3756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002468 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: George (and Bill Clinton) can do what they want IMHO 
Date: Wed, 23 Sep 1998 22:09:16 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6uavo5$bdk11@chuka.playstation.co.uk> 
References: <ldftbhz.xflcozlxdfhz4N@al1-—88-137.al.nl1> 
NNTP-Posting-Host: 202.82.244.158 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya - here's my ideas on the subject. If you don't give a toss, please 
don't read! 


Whatever you might feel, DEnnis, I think George has the right to write 
whatever he wants on his page. And I don't think that acknowledging that the 
vast majority of games at ECTS were not very exciting, nor that Nintendo had 
some very impressive products, is in any way detrimental to Sony. I mean, 
we're all grown-ups (largely) - we all know what the software industry is 
*really* like, more or less, yeah? So what if George works for Sony and 
gives them a bit of stick? The Sony stand *was* damn hot and the big games 
were not too exciting - Bust A Groove and Tekken 3 I was playing back in 
March/April for God's sake! Still, there was a fair bit of interesting Sony 
stuff if you looked :-) Do you really think George should praise Sony if he 
thinks differently? That's not exactly 'free speech' is it? 

Answering "dumbass" questions all day would drive me nuts, although I'm 
not sure *I'd* post that sort of remark, knowing the likely reaction (that 
has taken 2 days to arrive) :-) And it's true George - it's your job to 
answer the dumb questions, isn't it? 


I think "freedom of speech" might also mean the ability to say stuff 
that you know will annoy people even if it IS what you feel, and not get 
jumped on for it. Hey, you might not like George's tone but this *is* a 
democracy. 


My issue with George's NY price theory (ie comparing it to Intel) is 
that whereas Intel are out to make a buck, I thought the NY was Sony's 
"gesture' to the gaming/amateur programming community. Sony aren't exactly 
making any money running the program, are they? So if you want the NY to be 
available to as many people as possible and get a real flood of talent 
working on it, why has it taken 18 months for the price to get this low? 
Sarah told me that the price cuts etc come directly from SCEI so it's really 
not their (SCEE's) fault, but I do think I have a valid question: if Sony 
wanted everyone who wanted a Yaroze to get one and get cracking at being a 
mini-Miyamoto, why didn't they launch it at a lower price to start with? And 
why no price cut in the US - where they really need it! 
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Ah well, don't get mad at me DEnnis :-) But I don't have a problem with 
George being both a SCEE staffer and also a person who gets just as 
fresh/pissed off with stuff as the rest of us. 


Nick F 


(One of George's "people who use our net connection to view what ever they 
felt like it" I left it on an N64 fan site - obviously I'm immature and 
thought that was funny. At least *I* didn't try and register a NY to 
Waverley House. And I only took 1 pen.) :-) 


—-MESSAGE FILE 3756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02468 


—-MESSAGE FILE 3757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002469 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Not only....but also 

Date: Wed, 23 Sep 1998 22:18:31 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6ub099Sbdk12@chuka.playstation.co.uk> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 202.82.244.158 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh yeah.... 


Is anyone else getting the feeling we're no longer as laid back as we once 
were? I mean, it seems every member's misdemeanours are laid bare and 
stripped to ribbons by a select group of active "social conscience" members 
(myself included)! From now on - I resolve to chill out and refrain from 
posting emotively, instead I will wait till I am ‘icy calm' and reply 
objectively. We're not a sewing circle after all! 


Sad getting emotive over a newsgroup anyway, innit? 
Nick "obviously needs social contact" F 


PS Jim Shaughnessy pulled one great e-mail trick on me which had me fuming 
at my keyboard. I can't mention it here, but mail him if you want to know 
what he did. The evil bastard! :-) 


—-MESSAGE FILE 3757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02469 


—-MESSAGE FILE 3758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002470 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 15:50:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <ldftfks.lok9orm1x7huhcN@th-pm05-04.ndirect.co.uk> 

References: <ldftae5.gu0mb71sylqdyN@al1l-88-125.al.nl> <ldfta67.4ty8o0l2eyt2iN@th—-pm05- 
22.ndirect.co.uk> <ldftgk1.9gunazlynxerqN@al-—88-137.al.nl1> 

NNTP-Posting-Host: th-pm05-04.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 34 days) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> Paul Harvey <macpaul@ndirect.co.uk> wrote: 
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DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


Hi all, 


I'm just wandering if there are others that feel like the relation 
between SCEE and us NY-members could be better. I don't want to complain 
since I'm already pleased that I'm part of this all, but I do think 
there could be some improvements. 

I never started about this becourse I don't want to loose my membership. 
And I think there are a lot of us that have something in mind that they 
will not tell becourse of the same fear. 


Somethimes I feel like a commercial product. Some of the SCEE-guys give 
now and then the impression that they stand far above us. 


HVVVVVVVVV VV VV 


don't know much about these things, but one thing I do know: 


I know for sure that James Russell 'gives' a lot to us members. His FAQ, 
tutorials, and imput into these newsgroups is very welcome. 


In the event of any of D's questions being answered by more knowledgable 
people, I just wanted to recognise James, and say thanks for his 
support! 


VVVVVVVVVVVVVVV VV VV VV VV VV 


~mp 
I agree, James is a good addition to the project. His Faq is great and I 
realy think that a lot of members are helped with some of his work. 
DEnnis. 


Don't think I want to put down the project.. I realy love it!! 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


DEnnis.. 


I agree with your first post, I just wanted to make sure that we don't 
"tar everyone with the same brush'!! 


If we're gonna look at some people as being a hindrance to our 'cause', 
lets also consider those who are a great help! 


~mp 
—-MESSAGE FILE 3758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02470 


-—-MESSAGE FILE 3759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002471 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Wed, 23 Sep 1998 15:50:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <ldftfqs.30likilgqinvy8N@th-pm05-04.ndirect.co.uk> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
.co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm05-04.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 34 days) 


Nick Ferguson <ferguson@hkstar.com> wrote: 
Oh yeah.... 


Is anyone else getting the feeling we're no longer as laid back as we once 
were? I mean, it seems every member's misdemeanours are laid bare and 
stripped to ribbons by a select group of active "social conscience" members 
(myself included)! From now on - I resolve to chill out and refrain from 
posting emotively, instead I will wait till I am ‘icy calm' and reply 


VV VV V V V 
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objectively. We're not a sewing circle after all! 

Sad getting emotive over a newsgroup anyway, innit? 

Nick "obviously needs social contact" F 

PS Jim Shaughnessy pulled one great e-mail trick on me which had me fuming 


at my keyboard. I can't mention it here, but mail him if you want to know 
what he did. The evil bastard! :-) 


VVVVVVV VV 


Maybe too many people don't have enough programming projects to get on 
with! 


~mp 
--MESSAGE FILE 3759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02471 


--MESSAGE FILE 3760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002472 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Wed, 23 Sep 1998 15:50:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ldftftr.1g8664k25rijON@th-pm05-04.ndirect.co.uk> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm05-04.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 34 days) 


Nick Ferguson <ferguson@hkstar.com> wrote: 
Oh yeah.... 


Is anyone else getting the feeling we're no longer as laid back as we once 
were? I mean, it seems every member's misdemeanours are laid bare and 
stripped to ribbons by a select group of active "social conscience" members 
(myself included)! From now on - I resolve to chill out and refrain from 
posting emotively, instead I will wait till I am ‘icy calm' and reply 
objectively. We're not a sewing circle after all! 


Sad getting emotive over a newsgroup anyway, innit? 
Nick "obviously needs social contact" F 
PS Jim Shaughnessy pulled one great e-mail trick on me which had me fuming 


at my keyboard. I can't mention it here, but mail him if you want to know 
what he did. The evil bastard! :-) 


VVVVVVVVVVVV VV VV 


Perhaps we should all take a little space out of our personal NY pages 
and be blunt about stuff we're thinking. 


I agree that freedom of speech is important, and this is the Internet 
after all. I just feel that some things shouldn't be said even if speech 
is free. (speech is free, doesn't mean it's all right). 


I mean, to seem so flipant about recent NY members paying extra for 
their Yarozes is, I think, unneccesary (IMHO). It's almost inviting a 
response - and obviously not a positive one - from these unfortunate 
members (me being one of them!!!!) 


Ah well, life goes on I suppose... 
~mp 


-—-MESSAGE FILE 3760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02472 


—-MESSAGE FILE 3761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002473 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Wed, 23 Sep 1998 16:31:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <36091450.4D16@england. com> 

References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
նէ» <ldch93s.13vttmd9fk6swN@al-88-100.al.nl> <35FCB797.CDC37B68@wyrddreams.demon.co. 
uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'm on ICQ now (for anyone who actually gives a rat's arse). Hours are 
9-6 Monday to Friday. 


ICQ#19655177 


Rob Ryan. 
PS. 


There's still plenty of time to submit your times for the Grav 

championship. First prize is a night out with Linda Lusady (apparently.. 

probably spelled it wrong though). I was going to say something amusing 

for the runner-up prize, but I forgot how to spell chihuahua. 

—-MESSAGE FILE 3761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02473 


-—-MESSAGE FILE 3762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002474 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George (and Bill Clinton) can do what they want IMHO 

Date: Wed, 23 Sep 1998 18:17:06 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldftmeu.yk382wlrpooacN@al-—88-108.a1l.nl1> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 48 days) 


Nick Ferguson <ferguson@hkstar.com> wrote: 


> Ah well, don't get mad at me DEnnis :-) But I don't have a problem with 
> George being both a SCEE staffer and also a person who gets just as 
> fresh/pissed off with stuff as the rest of us. 


Of course not, I just think George could be a bit more supportive to the 
NY-members in stead of putting them down. 


We all are on the same side. We all want to earn money in the games 
industry. that includes George and me. 


Cheers, 
DEnnis.. 


-—-MESSAGE FILE 3762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02474 


—-MESSAGE FILE 3763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002475 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Wed, 23 Sep 1998 18:17:08 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldftmjd.r6wo2wec6cjkN@al-—88-108.a1l.nl1> 
References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 48 days) 


Nick Ferguson <ferguson@hkstar.com> wrote: 


> Sad getting emotive over a newsgroup anyway, innit? 
> 


what is emotive? I feel like I'm a ltiile kid asking what it all means. 
Maybe I should buy a dictionary. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 3763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02475 


—-MESSAGE FILE 3764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002476 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Wed, 23 Sep 1998 12:01:37 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3608e165.127952121@news.scea.sony.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <ldfr391.ibssynlgq9ww0N@al-—88-107.al.nl> <3607bb22.52608996@news.scea.so 
ny.com> <3607bceb.53065953@news.scea.sony.com> <ldfs9mf.6t0Ohadzawe82N@al-88-124.al.n 
1» 
NNTP-Posting-Host: client-—151-198-130-67.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


We're friends Dennis, no prob. Advice is important in life, but I 
generally believe it should not given unless it is requested, IMO. 
Otherwise, it is wasted energy, and can actually have the opposite 
effect you seek to achieve. I just want see everyone participate, 
enjoy, learn, and have a good time. 


-Matt 


--MESSAGE FILE 3764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02476 


--MESSAGE FILE 3765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002477 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Welcome at George Bain's page! 

Date: Wed, 23 Sep 1998 12:07:36 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <3608e43b.128677367@news.scea.sony.com> 

References: <ldftbhz.xflcoz1lxdfhz4N@al1-—88-137.al.nl1> 
NNTP-Posting-Host: client-—151-198-130-67.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 
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You'll get used to George, he's a good guy. Even I have a rant section 
on my page. Try it, it can be very satisfying! 


-Matt 


--MESSAGE FILE 3765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02477 


--MESSAGE FILE 3766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002478 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Wed, 23 Sep 1998 12:14:52 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3608e48c.128759199@news.scea.sony.com> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-—151-198-130-67.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Good reflections, but we don't want anarchy in the yaroze groups, do 
we? Then this place might start to resemble Usenet groups, and that 
would be a scary thing. 


I never post while fuming, I did that once and regretted it. I just 
grab the person's e-mail, and we 'talk' privately. 


—Matt, who wonders what the groups would become if we didn't nudge 
those who post flame-bait... I can remember quite a few instances over 
the past 14 months that required input. Ahhhh, the memories! [LOL] 


—-MESSAGE FILE 3766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02478 


—-MESSAGE FILE 3767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002479 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 12:21:37 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3608e679.129251453@news.scea.sony.com> 

References: <ldftae5.gu0mb71sylqdyN@al1-88-125.al.nl1> 
NNTP-Posting-Host: client-—151-198-130-67.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Look at it this way Dennis: You could be a SCEA member, and never see 

your pros. I haven't seen a post by our professional team in ages. I 

-—-MESSAGE FILE 3767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02479 


—-MESSAGE FILE 3768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002480 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Welcome at George Bain's page! 

Date: Wed, 23 Sep 1998 12:28:10 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <3608e8eb.129877505@news.scea.sony.com> 

References: <ldftbhz.xflcoz1lxdfhz4N@al1-—88-137.al.nl1> 
NNTP-Posting-Host: client—151-198-130-67.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 
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A perfect example: Check out George and Craig going at it in the 3D 
questions group. Great entertainment, I must say. [grin] 


Where did Craig get the name "butt-munch" from? [LOL] 
—Matt, who says their bark is worse than their bite. 


—-MESSAGE FILE 3768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02480 


—-MESSAGE FILE 3769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002481 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 13:04:56 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <3608f1c2.132141557@news.scea.sony.com> 

References: <ldftae5.gu0mb71sylqdyN@al1-88-125.al.nl> <3608e679.129251453@news.scea.s 
ony.com> 

NNTP-Posting-Host: client-—151-198-130-70.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Amendment: To be fair, Rob Vawter does make occasional posts in our 
sound group. 


—Matt 
—-MESSAGE FILE 3769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02481 


—-MESSAGE FILE 3770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002482 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Poetry - opinion 

Date: Wed, 23 Sep 1998 19:17:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36094924.5640065@news.playstation.co.uk> 
References: <36081047.10794502@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-233-90.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


Did anyone read my poem? If so what do you think of it? 


Honestly I did not copy the poem or copy anything from it. I just came 
from college yesterday and thought of writing somthing on the 
newsgroup. Then suddenly I got inspired by my day and wrote a poem. 

So tell me your (true) opinion. 


cheers. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


P.S Does anyone go to Uxbridge College as I do? 


—-MESSAGE FILE 3770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02482 


—-MESSAGE FILE 3771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002483 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New Member 

Date: Wed, 23 Sep 1998 19:17:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36094964.5703421@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-233-90.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 
I've found a member to work with on projects, so dont worry too much. 


By the way if you still want to team up with me your more than 
welcome. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 3771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02483 


—-MESSAGE FILE 3772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002484 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Member 

Date: Wed, 23 Sep 1998 19:41:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36094EE9.3E07@livemedia.co.uk> 
References: <36094964.5703421@news.playstation.co.uk> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> 
> I've found a member to work with on projects, so dont worry too much. 


> 

Thanks for telling us that, I was beginning to worry then... 

(sorry couldn't resist... ) 

Seriously, good luck with your project, I've been 'lurking' as usual 


following the various threads, but I'm looking forward to seeing some 
quality stuff from you. 


BIW - Լ agree.. it is getting a bit stressed on these groups these days, 
like some experienced members moaning about those in charge, and at the 
same time bullying the little lst years ... just like at school ! 


Charlie 
—-MESSAGE FILE 3772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02484 


-—-MESSAGE FILE 3773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002485 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Welcome at George Bain's page! 

Date: Wed, 23 Sep 1998 21:17:01 +0200 
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Organization: Debri Productions 

Lines: 12 

Message-ID: <ldfttuj.10raixtljwh31lmN@al-88-100.a1l.nl1> 

References: <ldftbhz.xflcozlxdfhz4N@al1-—88-137.al.nl> <3608e8eb.129877505@news.scea.s 
ony.com> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


A perfect example: Check out George and Craig going at it in the 3D 
questions group. Great entertainment, I must say. [grin] 


Where did Craig get the name "butt-munch" from? [LOL] 


VV NV V V V 


—Matt, who says their bark is worse than their bite. 
Darn, did I mis something? 


DEnnis.. 
--MESSAGE FILE 3773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02485 


--MESSAGE FILE 3774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002486 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Wed, 23 Sep 1998 21:17:02 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldfttxe.lmiébris3ca4gN@al-—88-100.al.nl> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
.co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> <3608e48c.128759199@news.scea.sony.co 
m> 

NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> I never post while fuming, I did that once and regretted it. I just 
> grab the person's e-mail, and we 'talk' privately. 
> 


I tried mail before, and that did not work. 
sometimes there is no reply, other times there is a rude reply. 


And this was not ment for George, but for the members. I want to know if 
other members have similar opinions. 


DEnnis.. 
—-MESSAGE FILE 3774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02486 


—-MESSAGE FILE 3775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002487 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry 

Date: Wed, 23 Sep 1998 21:17:04 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldftu2w.1mx2k8d1lw53wqaN@al-88-100.al.nl1> 

References: <36081047.10794502@news.playstation.co.uk> <36080DBD.7798@manc.u-net.com 
> <ldfsahc.owp5bdl1ljcknq2N@a1-88-124.al.nl> <ldfsxol.wo3erf1l6o3aiuN@th-pm05-39.ndirec 
t.co.uk> 

NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 
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Paul Harvey <macpaul@ndirect.co.uk> wrote: 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> 
> I have a shirt with "bulloCKs" on it in Calvin Klein style. realy nice. 


You and your T-shirts/Polo shirts!! 


VVVVVVVV VV 


~mp 


yeah, I love them. I still don't have my Middlesex Polo and T. I'll mail 
Peter for that in a little wile.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02487 


-—-MESSAGE FILE 3776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002488 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Member 

Date: Wed, 23 Sep 1998 21:17:06 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldftu6ég.1lbls2nnjcf5N@al-88-100.al.nl1> 

References: <36094964.5703421@news.playstation.co.uk> <36094EE9.3E07@livemedia.co.uk 
> 

NNTP-Posting-Host: 81-88-100.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Charlie <charlie@livemedia.co.uk> wrote: 
> 


> I've found a member to work with on projects, so dont worry too much. 
> 


Thanks for telling us that, I was beginning to worry then... 


VV V VV V V 


(sorry couldn't resist... ) 
hehehe 
Seriously, good luck with your project, I've been 'lurking' as usual 


following the various threads, but I'm looking forward to seeing some 
quality stuff from you. 


BTW - Լ agree.. it is getting a bit stressed on these groups these days, 
like some experienced members moaning about those in charge, and at the 
same time bullying the little lst years ... just like at school ! 


VV V NV VV V V 


AAAAAAAAAAAArrrrrrrrrrgggggg you are right. this has to stop! 


Cheers DEnnis.. 
—-MESSAGE FILE 3776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02488 


—-MESSAGE FILE 3777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002489 
Path: chuka.playstation.co.uk!news 


Net Yaroze newsgroups message dump.txt Page 2405 


From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Want to join me? 

Date: Wed, 23 Sep 1998 22:24:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6ublicSbdk15@chuka.playstation.co.uk> 
NNTP-Posting-Host: toulouse2-13.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi! 

I need graphists and coders to create a new development team. 

I have many projects for the Yaroze (and PC...) but as I'm just a single 
french coder I need someone to help me! 


Let me know if you are interested (mail/ICQ...) 


Bruno Wieckowski 


E-mail : bwieckowski@writeme.com 

HomePage : http://www.geocities.com/ResearchTriangle/Lab/7746/ 
NetYaroze : http://www.netyaroze-europe.com/~wbruno 

ICQ# : 12215208 


-—-MESSAGE FILE 3777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02489 


-—-MESSAGE FILE 3778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002490 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Wed, 23 Sep 1998 15:41:02 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <36091635.141473389@news.scea.sony.com> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> <3608e48c.128759199@news.scea.sony.co 
m> <ldfttxe.1lmi6ébris3ca4gN@al1-—88-100.al.nl1> 

NNTP-Posting-Host: client-—151-198-130-92.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I tried mail before, and that did not work. 
>sometimes there is no reply, other times there is a rude reply. 


I did not have your entry on George's page in mind. 
-Matt 


--MESSAGE FILE 3778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02490 


--MESSAGE FILE 3779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002491 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Wed, 23 Sep 1998 15:49:09 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <360916da.141638485@news.scea.sony.com> 
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References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> 

NNTP-Posting-Host: client-—151-198-130-92.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


My momma taught me if you have nothing nice to say, don't say anything 
at. all. 


—Matt, who is just teasing you Tanvir. 


P.S.- In all reality, I think most are used to seeing topics that are 
game-related, or yaroze related. Your post struck me as, well, odd. 
But, of course, this is freetalk, and it wasn't flame-bait, Տօօօօօօ... 
When I read it, I was laughing, hoping others would not rib you too 
hard for posting it. I was thinking, in my mind, "Oh no, the next 
thing you know, we'll be involved in yaroze 12-step therapy, having 
group hugs and getting mutual affirmations from each other..." 

It was very nice. Now, where's my barf-bag? [wink] 


—-MESSAGE FILE 3779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02491 


—-MESSAGE FILE 3780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002492 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Welcome at George Bain's page! 

Date: Wed, 23 Sep 1998 16:01:49 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <36091a7b.142567987@news.scea.sony.com> 

References: <ldftbhz.xflcozlxdfhz4N@a1-88-137.al.nl> <3608e8eb.129877505@news.scea.s 
ony.com> <ldfttuj.10raixt1ljwh31lmN@al-88-100.al.nl1> 

NNTP-Posting-Host: client-—151-198-130-92.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


They are having a somewhat heated debate on the merits of the ARS, 
which we all know Craig loves. When Craig said George was being a 
butt-munch about the issue, I was rolling on the floor. 


>Craig. 

>PS. I'm glad I threatened to nail your testicles to a tree at ECTS, you're 
>being 

>a real butt-munch on this one. 

>PPS. Take the bloody virus warning off the news page now, the files in 
>question 

>were replaced with clean ones ages ago. 


Is that entertainment, or is that entertainment? [LOL] Classic clash, 
and they are probably the only two who could get away with it. I would 
not even think to try to step between them and moderate, no way. 

It seems to be heated, yet friendly... really quite harmless. 


-Matt 


--MESSAGE FILE 3780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02492 


--MESSAGE FILE 3781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002493 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Welcome at George Bain's page! 

Date: Wed, 23 Sep 1998 22:15:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36096507.E3D2AF06@hinge.mistral.co.uk> 

References: <ldftbhz.xflcozlxdfhz4N@a1-88-137.al.nl> <3608e8eb.129877505@news.scea.s 
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ony . com> 
NNTP-Posting-Host: d2-s54-148-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Matthew Hulett wrote: 


A perfect example: Check out George and Craig going at it in the 3D 
questions group. Great entertainment, I must say. [grin] 


V V V V 


Where did Craig get the name "butt-munch" from? [LOL] 
"Cut it out Beavis""Get lost butt-munch" 
> —Matt, who says their Dark is worse than their bite. 


Craig. 
(woof woof) 


—-MESSAGE FILE 3781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02493 


—-MESSAGE FILE 3782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002494 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Want to join me? 

Date: Wed, 23 Sep 1998 16:55:21 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <36096039.1351630D@bigfoot .com> 

References: <6ublicSbdk15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Bruno Wieckowski wrote: 


> 

> Hi! 

> 

> I need graphists and coders to create a new development team. 

> I have many projects for the Yaroze (and PC...) but as I'm just a single 
> french coder I need someone to help me! 

> 

I've looked at your Geocities site... And it looks pretty good. I'm 
interested in how that wormtris game turns out. It looks like it will be 
amusing. 


What other projects are you working on? 


"Darco 
—-MESSAGE FILE 3782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02494 


—-MESSAGE FILE 3783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002495 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Want to join me? 

Date: Wed, 23 Sep 1998 23:55:55 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <6ubqv0Sbdk16@chuka.playstation.co.uk> 

References: <6ublicS$bdk15@chuka.playstation.co.uk> <36096039.1351630D@bigfoot .com> 
NNTP-Posting-Host: toulouse2-13.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Darco wrote 


>I've looked at your Geocities site... And it looks pretty good. I'm 
>interested in how that wormtris game turns out. It looks like it will be 
>amusing. 
> 

I'm rebuilding my yaroze homepage... It will be accessible again in the 


days coming. 


>What other projects are you working on? 


> 

Yaroze : a RPG/adventure game, I've already written the story and I 
would like to make a game with it... (heroic fantasy style) 

PC : a big project!!! difficult to explain here... but for this one many 
coders are required!! (3D, bodies animation, and hierarchies...) 
Bruno 


—-MESSAGE FILE 3783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02495 


—-MESSAGE FILE 3784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002496 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Relation SCEE - NY members 

Date: Wed, 23 Sep 1998 21:54:11 -0700 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <3609D073.5C14D3F7@sinclair.net> 

References: <ldftae5.gu0mb71sylqdyN@al-88-125.al.nl> <3608e679.129251453@news.scea.s 
ony.com> 

NNTP-Posting-Host: mdm149.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; I) 


Yeah, we SCEA guys get the shortest stick of the group, but it is getting 
better... slowly (if you really want something to complain about, check 
out SCEI, where they have contests to fully develop their games in their 
own offices at Sony). But check out our weekly chats, Mario shows up 
almost every week He is currently working on the new auditorium class, 
for which they recently updated the auditorium's software to a new 
version. 


— Joshua Meeds 
dreamer@sinclair.net 
Dreamwriter Dragon 


Matthew Hulett wrote: 


> Look at it this way Dennis: You could be a SCEA member, and never see 

> your pros. I haven't seen a post by our professional team in ages. I 

—-MESSAGE FILE 3784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02496 


—-MESSAGE FILE 3785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002497 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Joshua Meeds <dreamer@sinclair.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Action Replay 

Date: Wed, 23 Sep 1998 22:00:41 -0700 
Organization: SCEA News Server 

Lines: 17 

Message-ID: <3609D1F9.405E1CD7@sinclair.net> 
References: <6tqc3bSefu6@chuka.playstation.co.uk> 
NNTP-Posting-Host: mdm149.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; I) 


I actually use it along with Siocons, using Craig Grahm's ARS lib. 


Page 


It's great, 


without it I couldn't have my nice 24-bit 640X480 title screen along with any 


kind of useable game. 
— Dreamwriter 
Joshua Meeds 
dreamer@sinclair.net 


Maurice Sibrandi wrote: 


> Hi boys and girls, 

> 

> 

> in stead of siocons? 
> 
> 


Maurice 


How many of you are using an Action Replay cartridge for uploading gfx/data 


2409 


—-MESSAGE FILE 3785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02497 


—-MESSAGE FILE 3786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002498 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Relation SCEE - NY members 

Date: Thu, 24 Sep 1998 03:25:11 GMT 
Organization: SCEA News Server 

Lines: 9 


Message-ID: <3609bb12.183685105@news.scea.sony.com> 


References: <ldftae5.gu0mb71sylqdyN@a1l-88-125.al.nl> <3608e679.129251453@news.scea.s 


ony.com> <3609D073.5C14D3F7@sinclair.net> 
NNTP-Posting-Host: client-120-17.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I have been to a lot of chats Josh, don't you remember me? 
I just took off for the summer, and reading the small text ona 14" 
screen hurts my eyes... I am going to purchase a 17" monitor soon. 


I can't believe you don't remember pitching some of your Windows 


enhancing software to me... I am hurt. [grin] 


-Matt 


--MESSAGE FILE 3786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02498 


--MESSAGE FILE 3787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002499 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ICQ numbers 

Date: Thu, 24 Sep 1998 10:26:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <360A1030.9F96F638@easynet.co.uk> 
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References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
նէ» <ldch93s.13vttmd9fk6swN@al-88-100.al.nl> <35FCB797.CDC37B68@wyrddreams.demon.co. 
uk> <36091450.4D16@england.com> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Robert Ryan wrote: 


championship. First prize is a night out with Linda Lusady (apparently.. 


> 
> 
> There's still plenty of time to submit your times for the Grav 
> 
> probably spelled it wrong though). 


She must be getting on a bit now. File under 'where are they now?', along 
with Maria Whittaker and Sam Fox. 


Phil 


—-MESSAGE FILE 3787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02499 


—-MESSAGE FILE 3788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002500 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No more yaroze 

Date: Thu, 24 Sep 1998 13:35:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <360A3C8A.F464AD48@mcmail.com> 
References: <3607A800.4FEA@mdx.ac.uk> 
NNTP-Posting-Host: 193.82.133.211 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> 
Hi Rob, 


Just been lurking on the newsgroup and saw your posting. Hope everything 
goes well.... 

I'm new to Yaroze - and I have to say that your titles have been an 
inspiration to me - probably to all of us, and hope you get yourself sorted 
out soon. 


All the best ! 
Tones 


—-MESSAGE FILE 3788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02500 


—-MESSAGE FILE 3789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002501 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Thu, 24 Sep 1998 16:21:36 +0100 

Organization: The Hex Heroes 

Lines: 9 
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Message-ID: <360A6380.6953@writeme.com> 

References: <3506f145.5827417@news.playstation.co.uk> <35AF73B9.9088AB94@ndirect.co. 
uk> <ldch93s.13vttmd9fk6swN@al-88-100.al.nl> <35FCB797.CDC37B68@wyrddreams.demon.co. 
uk> <36091450.4D16@england.com> <360A1030.9F96F638@easynet.co.uk> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Phil Gooch wrote: 


> She must be getting on a bit now. File under 'where are they now?', 
> along with Maria Whittaker and Sam Fox. 


Ms.Lusadi was doing a regular feature on some daytime 'mother and baby' 
show about half-a-year ago - has-been?... never! 


James. 
-—-MESSAGE FILE 3789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02501 


-—-MESSAGE FILE 3790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002502 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 24 Sep 1998 16:26:12 +0100 

Organization: The Hex Heroes 

Lines: 16 

Message-ID: <360A6494.138F@writeme.com> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> <3602988A.6117@writeme.com> <ldfllv4.qzidffe5k5vkN@al-—88-102.al.nl1> 
NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2502 scea.yaroze.freetalk 
:1000 


DEnnis Brinkhuis wrote: 


> I got a question about the hype of the gun all of a sutten, well this 
> is my explenation: 
> 


> 
> 


Hmm, call me a cynic but I don't think the general public are going for 
it. Lightguns have /never/ been anything more than a minority peripheral 
- and I think we now have a situation where there are more types օք 
lightgun for the platform than there are gun games... 


Shame, because I reckon lightgun games have a /lot/ of potential. 


James (~mrfrosty) 
—-MESSAGE FILE 3790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02502 


—-MESSAGE FILE 3791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002503 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Thu, 24 Sep 1998 16:34:13 +0100 

Organization: The Hex Heroes 

Lines: 11 
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Message-ID: <360A6675.32C4@writeme.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 
166@news.playstation.co.uk> <360802FA.4F1@manc.u-net.com> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


James Shaughnessy wrote: 
> <IMG SRC="filename. jpg"></IMG> 


Do you need the </IMG> ? 
Just curious, because I've never used it, and I can't think of anything 
to go between <IMG ...> and </IMG> that would make sense. 


? 


James. 
—-MESSAGE FILE 3791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02503 


—-MESSAGE FILE 3792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002504 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Thu, 24 Sep 1998 16:50:37 +0100 

Organization: The Hex Heroes 

Lines: 12 
Message-ID: <360A6A4D.4140@writeme.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> 
NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Matthew Hulett wrote: 


For the most part, the advanced members hang in the groups and they 
aren't going to hurry to team up with someone who does not compliment 
their abilities. 


VVVVVV 


Compliment or complement - makes quite a difference to how this reads 
(though I'd guess a bit of both wouldn't go amiss ;) ) 


James. 
—-MESSAGE FILE 3792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02504 


—-MESSAGE FILE 3793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002505 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Thu, 24 Sep 1998 17:06:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <360A6DF0.78DF@england. com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 
166@news.playstation.co.uk> <360802FA.4F1@manc.u-net.com> <360A6675.32C4@writeme.com 
> 
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Reply-To: sol.campbell@england.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 


Do you need the </IMG> ? 
Just curious, because I've never used it, and I can't think of anything 
to go between <IMG ...> and </IMG> that would make sense. 


VV V V V V 


? 


I've come across some pretty obscure tags before, but never a </IMG>. 
The only purpose it might have is if you included an ALIGN or VALIGN tag 
for the text, and then wanted to cancel that before reaching the end of 
the image. 


Did I mention that there's still plenty of time to enter the Grav 
Championship? Linda Lusadi's off the prize list I'm afraid, but we might 
be able to get either Bo Derek or Vanessa Feltz (with Hattie Jacques and 
Bettie Page on standby). 


Rob Ryan. 
--MESSAGE FILE 3793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02505 


--MESSAGE FILE 3794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002506 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Thu, 24 Sep 1998 17:16:13 +0100 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <360A704D. 7AE8@writeme.com> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
.co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> <ldftmjd.r6wo2wec6cjkN@al-—88-108.al.n 
1> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


DEnnis Brinkhuis wrote: 

> 

> Nick Ferguson <ferguson@hkstar.com> wrote: 

> 

> > Sad getting emotive over a newsgroup anyway, innit? 

>> 

> 

> what is emotive? I feel like I'm a ltiile kid asking what it all 
> means. Maybe I should buy a dictionary. 


emotive - emotional. 
Maybe I should /be/ a dictionary ;) 


James. 
—-MESSAGE FILE 3794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02506 


—-MESSAGE FILE 3795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002507 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Game Design article (not mine) 
Date: Thu, 24 Sep 1998 17:31:30 +0100 
Organization: The Hex Heroes 

Lines: 25 

Message-ID: <360A73E2.7BE7@writeme.com> 
References: <6ua24q$bdk9@chuka.playstation.co.uk> 
NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Nick Ferguson wrote: 
> 


http://home.netvigator.com/~tarot/Games/Coin.html 


> 
> 
> Here's a fairly interesting game theory article IMHO. Food for 

> thought, guys? 

Interesting, yes - groundbreaking, mostly no. 

The stuff about power-ups has quite a lot of content (and you'd be well 
advised to give it a scan), the rest of the article is misfocussed IMO. 


The author is trying to compare yesterday's style of game with the 
current crop - and that's something that cannot be done so casually. 


Earlier games lacked the 'depth' that most of nowaday's games exhibit 
(Not that that's necessarily a good or bad thing, of course). Current 
games almost /rely/ on the fact that lst person perspective narrows the 
view or that multiple secrets keep interest up [and many of these 
secrets are /not supposed/ to be played twice]. 


The take home message (what should have been the slant of the article) - 
make sure you think very hard what, where and why you put things in your 
game. Don't just do for doing's sake. 


James (~mrfrosty) 
-—-MESSAGE FILE 3795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02507 


—-MESSAGE FILE 3796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002508 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Thu, 24 Sep 1998 17:47:53 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <360A77B9.104A@writeme.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 
166@news.playstation.co.uk> <360802FA.4F1@manc.u-net.com> <360A6675.32C4@writeme.com 
> <360A6DFO.78DF@england. com> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Robert Ryan wrote: 


Did I mention that there's still plenty of time to enter the Grav 
Championship? Linda Lusadi's off the prize list I'm afraid, but we 
might be able to get either Bo Derek or Vanessa Feltz (with Hattie 
Jacques and Bettie Page on standby). 


VVVV 


People usually pay for promotion like this - Jim isn't paying you is he? 


..-Still, if you can get Bella Emberg then I'm a dead cert for it. 


James. 
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-—-MESSAGE FILE 3796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02508 


—-MESSAGE FILE 3797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002509 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Thu, 24 Sep 1998 18:15:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <360A7E42.4B45@england. com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 
166@news.playstation.co.uk> <360802FA.4F1@manc.u-net.com> <360A6675.32C4@writeme.com 
> <360A6DF0.78DF@england.com> <360A77B9.104A@writeme.com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 
Robert Ryan wrote: 


Did I mention that there's still plenty of time to enter the Grav 
Championship? Linda Lusadi's off the prize list I'm afraid, but we 
might be able to get either Bo Derek or Vanessa Feltz (with Hattie 
Jacques and Bettie Page on standby). 


V V V V 


People usually pay for promotion like this - Jim isn't paying you is he? 


VVVVVVVV VV 


Heaven forbid! That would constitute spamming wouldn't it?? I'm not 
looking for excuses to plug the Grav Championship or anything. It's not 
like I get a suitcase full of cash left in the car park at Tescos every 
time I mention the Grav Championship. If that were the case; then I'd 
have to mention the Grav championship about nine or ten times in this 
message just to scrape together enough drinking money for the weekend. 


> ...Still, if you can get Bella Emberg then I'm a dead cert for it. 


I'm sure James S. could swing that. Could probably arrange for the 
"Blunder Woman' costume as well. All this, and the winner get's to find 
out what the e-mail trick he pulled on Nick was all about ;). 


Rob Ryan 


Brought to you by: 

The Grav Championship, Grav Championship Grav Championship, Grav 

Championship, Grav Championship, Grav Championship 

—-MESSAGE FILE 3797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02509 


—-MESSAGE FILE 3798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002510 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 20:02:19 +0200 
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Organization: Debri Productions 

Lines: 28 

Message-ID: <ldfu3hr.lbam75hvjwroiN@al-—88-123.al.nl1> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 49 days) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


My momma taught me if you have nothing nice to say, don't say anything 
at all. 


—Matt, who is just teasing you Tanvir. 


P.S.- In all reality, I think most are used to seeing topics that are 
game-related, or yaroze related. Your post struck me as, well, odd. 
But, of course, this is freetalk, and it wasn't flame-bait, soooooo... 
When I read it, I was laughing, hoping others would not rib you too 
hard for posting it. I was thinking, in my mind, "Oh no, the next 
thing you know, we'll be involved in yaroze 12-step therapy, having 
group hugs and getting mutual affirmations from each other..." 

It was very nice. Now, where's my barf-bag? [wink] 


VVVVVVVVVVVV VV 


LOL hehehehe Sorry, but I love pure entertainment, and I had a big smile 
over this one. I think 'to be honest' that tanvir is the only guy now 
that can get away with this, without getting all barfed over. 

Be pleased with his first part of his portfolio. Now we only need 
something that realy has to do something with games. 

Probably I will get reply's now about 'not taking on KhanMan'. 


Let's be honest, it was entertaining (you decide what I mean, the poem 
or the reply). 


DEnnis.. 
-—-MESSAGE FILE 3798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02510 


—-MESSAGE FILE 3799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002511 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No more yaroze 

Date: Thu, 24 Sep 1998 19:09:31 +0100 
Organization: The Hex Heroes 

Lines: 9 

Message-ID: <360A8ADB. 4B4D@writeme.com> 
References: <3607A800.4FEA@mdx.ac.uk> 
NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Rob, 

Sorry to lose you for the moment. 

- But I'm sure we'll meet here again soon... 
(Where's Vera Lynn when you need her?!) 
James. 


-—-MESSAGE FILE 3799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02511 


—-MESSAGE FILE 3800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002512 
Path: chuka.playstation.co.uk!news 
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From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 02:11:45 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6ue2al$ja91@chuka.playstation.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> 

NNTP-Posting-Host: ip-51-225.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Let's be honest, it was entertaining (you decide what I mean, the poem 
>or the reply). 


So where's this poem? I can't find it. Or am I being really thick? 


Nick F 


—-MESSAGE FILE 3800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02512 


—-MESSAGE FILE 3801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002513 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Lightguns 

Date: Thu, 24 Sep 1998 21:15:26 +0200 

Organization: Debri Productions 

Lines: 29 

Message-ID: <ldfvp7r.g2oiylry3cgqN@al-—88-123.al.nl1> 

References: <6tos65Sefu5@chuka.playstation.co.uk> <Olbdel39S$6b3a24c0Sf2e832a2@gbain. 
wav.scee.sony.co.uk> <36015A6C.31AE@writeme.com> <6tt4m2Sefu9@chuka.playstation.co.u 
k> <3602988A.6117@writeme.com> <ldfllv4.qzidffe5k5vkN@al-—88-102.al.nl> <360A6494.138 
F@writeme.com> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 49 days) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2513 scea.yaroze.freetalk 
:1001 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


> I got a question about the hype of the gun all of a sutten, well this 
> is my explenation: 
> 


> 
> 


Hmm, call me a cynic but I don't think the general public are going for 
it. Lightguns have /never/ been anything more than a minority peripheral 
- and I think we now have a situation where there are more types of 
lightgun for the platform than there are gun games... 


VVVVVVVVVVVV VV 


Shame, because I reckon lightgun games have a /lot/ of potential. 
I agree! 


I think the Hype in Holland is maybe a bit more local. It's hard to get 
the gun in Holland, most shops sold them all (with TC or PB). You can 
only get loose games of PB and TC. I was very pleased to find a gun with 
TC. Although I prefered PB. I will buy PB now seperate. 

I would like to see some more Gun compatible games, thats why we are 
working on one. 


Cheers, 
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DEnnis.. 
—-MESSAGE FILE 3801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02513 


—-MESSAGE FILE 3802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002514 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 20:14:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <360aa7d5.6371842@news.playstation.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23:21.ու» 

NNTP-Posting-Host: host5-99-61-221.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>LOL hehehehe Sorry, but I love pure entertainment, and I had a big smile 
>over this one. I think 'to be honest’ that tanvir is the only guy now 
>that can get away with this, without getting all barfed over. 

>Be pleased with his first part of his portfolio. Now we only need 
>something that realy has to do something with games. 

>Probably I will get reply's now about 'not taking on KhanMan'. 

> 

>Let's be honest, it was entertaining (you decide what I mean, the poem 
>or the reply). 

> 

>DEnnis.. 


You guys just can't apreciate decent poems. You probably prefer simple 
poems which you can UNDERSTAND, not deep poems. 


Anyway the the poem is no longer on the as I cancelled it fora 
reason, but I just asked for the opinion from people who read it while 
it was online. 


11111111111111111111111111111111111111 


Tanvir Khan 


EMAG DESIGN 


2bad@lineone.net 


11111111111111111111111111111111111111 
—-MESSAGE FILE 3802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02514 


—-MESSAGE FILE 3803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002515 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 15:25:07 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <360a6429.39400484@news.scea.sony.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-—88-1 
23.al.nl> <6ue2alSja91@chuka.playstation.co.uk> 

NNTP-Posting-Host: client-151-198-130-174.bellatlantic.net 
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X-Newsreader: Forte Free Agent 1.11/32.235 


>So where's this poem? I can't find it. Or am I being really thick? 
It is up above a few threads... here: 


>My Poem: 


>Breaking of the dawn 

>Singing of blackbirds on my lawn. 
>Closing of the hand to eighth 
>Sunrays absorbed by my leaving faith. 


>I leave to near my heightening dreams 

>To the hub of learning streams. 

>Willingly as I attempt leap 

>Grows deeper the commitment which I want to keep. 


>The hours reach the end of the light 

>I make my way home, forth to the night. 
>Through my concious a hurricane of thoughts 
>Thoughts are my ambitions I have to be taught. 


>Breaking of the dusk 

>Swirling gusts blowing flowery scent of musk. 

>Ringing of the flawless hour to end the day 

>sailing the seas of the sub concious; away, away, and away. 


-—-MESSAGE FILE 3803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02515 


—-MESSAGE FILE 3804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002516 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 15:39:08 GMT 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <360a6543.39682809@news.scea.sony.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> 

NNTP-Posting-Host: client-151-198-130-174.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>You guys just can't apreciate decent poems. You probably prefer simple 
>poems which you can UNDERSTAND, not deep poems. 


Oh boy!!! Tanvir, you are going to provide endless entertainment for 
the yaroze masses! [LOL] 


Actually, I prefer some beer and some porn, it suits my inferior 
intellect! [wink] 


Listen, I was training to be a psychoanalyst/psychologist for seven 
years before I changed gears and decided to become a programmer. 

No easy change of direction. I can understand a whole lot more than 
you might believe. 


We are a bunch of testosterone-laden males around here, poetry is for 
romantic evenings with your lover, not for a bunch of men. I chose to 
tease you a bit, since you opened your self for some serious abuse. 
The silence under your entry should have told you something. 


You will find the warrior archetype, not the nurturing-mother 
archetype, is in play around these parts between the members. 
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I can't understand.... [LOL] Good grief. 

-Matt, who says save the poetry for your girlfriend. 

P.S.- Here's a favorite quote of mine for you, Tanvir: 


"Do not believe in anything simply because you have heard it. Do not 
believe in anything simply because it is spoken and rumored by many. 
Do not believe in anything simply because it is found written in your 
religious books. Do not believe in anything merely on the authority of 
your teachers and elders. Do not believe in traditions because they 
have been handed down for many generations. But after observation and 
analysis, when you find that anything agrees with reason and is 
conducive to the good and benefit of one and all, 

then accept it and live up to it." -Buddha 


—-MESSAGE FILE 3804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02516 


-—-MESSAGE FILE 3805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002517 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 23:03:04 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldfvulj.lcd0sftlspd54qN@al-88-135.al.nl> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja91@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <ferguson@hkstar.com> wrote: 


>Let's be honest, it was entertaining (you decide what I mean, the poem 
>or the reply). 


> 
> 
> 
> So where's this poem? I can't find it. Or am I being really thick? 
> 
> 


Nick F 


Sorry, I don't have it anymore. I have a 200 limit on my newsgroups. It 
got erased. It was rather good as far as I remember, but just did not 
had much to do with games... If my memory serves me well. 


DEnnis.. 
—-MESSAGE FILE 3805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02517 


—-MESSAGE FILE 3806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002518 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 16:29:30 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <360a72f2.43185570@news.scea.sony.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> 

NNTP-Posting-Host: client-151-198-130-160.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Some poetry for Tanvir, which is suitable to the present discourse: 


If you can keep you head when all about you 
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are losing theirs and blaming it on you; 

if you can trust yourself when all men doubt you, 
but make allowance for their doubting too; 

If you can wait and not be tired by waiting, 

Or being lied about, dont deal in lies, 

Or being hated, dont give way to hating 

and yet dont look too good nor talk to wise: 
you'll be a man my son. 


—Matt, who hopes you have a flame-proof asbestos suit hanging around. 
[grin] 


—-MESSAGE FILE 3806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02518 


—-MESSAGE FILE 3807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002519 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Thu, 24 Sep 1998 16:34:11 GMT 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <360a737d.43325132@news.scea.sony.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <360A6A4D.4140@writeme.com> 
NNTP-Posting-Host: client-151-198-130-160.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Compliment or complement - makes quite a difference to how this reads 
>(though I'd guess a bit of both wouldn't go amiss ;) ) 


It has been known to be very dangerous to remind me of my mother, who 
is a schoollteacher and picks apart my every grammatical error to this 
very day, believe it or not. ;-)) 


—Matt, who thanks Webster for the correction and grammar lesson. 


P.S.- No flames, I am just fooling around and venting some steam from 
the interactions going on down below with the local romantic. 


—-MESSAGE FILE 3807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02519 


—-MESSAGE FILE 3808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002520 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 22:24:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ldfvsqn.wuooz56u2cjuN@th-pm07-63.ndirect.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> 

NNTP-Posting-Host: th-pm07-63.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 35 days) 


Matthew Hulett <matth@bellatlantic.net> wrote: 

> >So where's this poem? I can't find it. Or am I being really thick? 
Վ It is up above a few threads... here: 
» 


>My Poem: 
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>Breaking of the dawn 

>Singing of blackbirds on my lawn. 
>Closing of the hand to eighth 
>Sunrays absorbed by my leaving faith. 


>I leave to near my heightening dreams 

>To the hub of learning streams. 

>Willingly as I attempt leap 

>Grows deeper the commitment which I want to keep. 


>The hours reach the end of the light 

>I make my way home, forth to the night. 
>Through my concious a hurricane of thoughts 
>Thoughts are my ambitions I have to be taught. 


>Breaking of the dusk 

>Swirling gusts blowing flowery scent of musk. 

>Ringing of the flawless hour to end the day 

>sailing the seas of the sub concious; away, away, and away. 


VVVVVVVVVVVVV VV VV VV VV 


very good.... for a poem. But... er... why was it posted here? 

Now, if it was swirling around in 3D on a Yaroze, with some kind of 
psychedelic music behind it... now, that would be interesting! 

~mp 


—-MESSAGE FILE 3808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02520 


-—-MESSAGE FILE 3809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002521 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Not only....but also 

Date: Thu, 24 Sep 1998 22:24:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <ldfvssv.18svqchjsezwgN@th-pm07-63.ndirect.co.uk> 

References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> <ldftmjd.r6wo2wec6cjkN@al-—88-108.al.n 
l> <360A704D.7AE8@writeme.com> 

NNTP-Posting-Host: th-pm07-63.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 35 days) 


James Rutherford <hexheroes@writeme.com> wrote: 


> DEnnis Brinkhuis wrote: 

>> 

> > Nick Ferguson <ferguson@hkstar.com> wrote: 

>> 

> > > Sad getting emotive over a newsgroup anyway, innit? 
>>> 

>> 

> > what is emotive? I feel like I'm a ltiile kid asking what it all 
> > means. Maybe I should buy a dictionary. 

> 

> emotive - emotional. 

> 

> Maybe I should /be/ a dictionary ;) 

> 

> James. 


maybe you should buy one for DEnnis! 


~mp 
--MESSAGE FILE 3809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02521 
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—-MESSAGE FILE 3810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002522 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 23:58:18 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldfvuqx.13j813qhrewqbkN@al-88-135.al.nl> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T 


Tanvir Khan <2bad@lineone.net> wrote: 


You guys just can't apreciate decent poems. You probably prefer simple 
poems which you can UNDERSTAND, not deep poems. 


Anyway the the poem is no longer on the as I cancelled it for a 
reason, but I just asked for the opinion from people who read it while 
it was online. 


VVVVVVV 


Hehehe, I don't think the depth of the poem was problem. I think omst of 
us are used to talk on the newsgroups about games and game-related 
issues. But you can be sure to be the first that put a poem on these 


newsgroups. 
I can see the fun in it. We ask you to show your talent, meaning the 
talend relating to games,... and you write a poem. 


You may say that you are a 'fresh wind' over here.. You give us a lot of 
discussions. The SCEA members should have a bloke like you. Their 
newsgroups are half dead. 


DEnnis.. 
—-MESSAGE FILE 3810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02522 


—-MESSAGE FILE 3811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002523 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 23:58:21 +0200 

Organization: Debri Productions 

Lines: 55 

Message-ID: <ldfvvle.cfa0lxlmwalnmN@al-88-135.al1l.nl> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> 

NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Here is my poem; 


Hey, how are you doing, 

I'm sorry you can't get treu. 

But why don't you leave your name, 

and your number, and I'll get back to you 


Hmm, rahter good. Maybe I'll make a song of it. 
I will earn millions with the song and buy EIDOS. 
I would also own Psygnosis then since they are 
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bought by EIDOS. 

Than I would ask all of you to work for me and I would 

drink a cup of thee with Peter Molyneux. 

I would make Robert Swan head programmer of Psygnosis 

and Nick F would become the marketing manager of EIDOS. 

(Sorry Nick, I don't think I would make enough to buy Rare for you) 
Paul Harvey would be lead programmer at EIDOS. 

Andy Weisll would get the newest and fastest G3 powerbook 

and an iMac. Paul Bircham would get the job to tell everybody 

how great we are. I would hire Tanvir to entertain the personel. 
And I would hire the EIDOS girls to entartain Tanvir. 
The blond in the orange shirt would become my personal 
assistant and make more money that all of you together 
(including me ;-). But I would not care since she would be MY 
personal assistant. I hope it would work out with Robert and 

his girlfriend, but otherwise I would hire him an 

Airracer promo team (red catsuits) for 20 years. 

Peter Passmore would get 2 pair of shoes. One would be the 

newest model in the Nike sport shoes collection, the other 

would be a neat pair of slick walkers. 

I would arange a second SONY party and even George Bain 
(butt-munch) is alowed to come ;-) 

James Russel would get a trip to Hawaii (He already has the 

trunks as I have seen on the ECTS). 

Hmmm, what could I buy Sarah? A DEnnis-Tshirt??? Nahh.. 

I would buy her a hole bunch of flowers to thank her for 

my free stuff and a little pacience now and then (well... a little?) 
I would mingle with Cris Deering and buy meself a decent pair 

of socks (I realy neet that). 

Well.. what would I do more?... Is there a way to start bugging 
Billy Gates? Maybe I would sponsor Mac and Netscape.. Or reward 
the belgium bloke that put a cake in Billy's face. 

Yeah... I would put a reward on Billy's head... A big reward for 
every person that can get a cake (or a tomato) in Bill's face 

(and an extra bonus if it happens in public). 

He would not be able to get out anymore.. COOL!! 


Well, my money would be gone by now I suppose.. 
Cheers, 


DEnnis.. 
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—-MESSAGE FILE 3811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02523 


-—-MESSAGE FILE 3812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002524 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 23:58:23 +0200 

Organization: Debri Productions 

Lines: 32 

Message-ID: <ldfvwze.luzleruv0Oukn1N@al-—88-135.al.nl> 


References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360a6543.39682809@news.scea.son 


y . com> 
NNTP-Posting-Host: al-88-100.al.n1 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Actually, I prefer some beer and some porn, it suits my inferior 
intellect! [wink] 


V V V V 


COme over to Holland, You'll like it!! We have porn on Telly every 
night! And you should see the Red Light District 
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P.S.- Here's a favorite quote of mine for you, Tanvir: 


"Do not believe in anything simply because you have heard it. Do not 
believe in anything simply because it is spoken and rumored by many. 
Do not believe in anything simply because it is found written in your 
religious books. Do not believe in anything merely on the authority of 
your teachers and elders. Do not believe in traditions because they 
have been handed down for many generations. But after observation and 
analysis, when you find that anything agrees with reason and is 
conducive to the good and benefit of one and all, 

then accept it and live սք to it." -Buddha 


VVVVVVVVV VV 


Yekh... sounds like poetry to me.. 


If left is right 
and right is wrong 
you'd better decide 
wich side your on... 


DEnnis.. 
—-MESSAGE FILE 3812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02524 


-—-MESSAGE FILE 3813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002525 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 23:45:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <360ACB8A.537F@manc.u-net.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 
> You guys just can't apreciate decent poems. You probably prefer simple 
> poems which you can UNDERSTAND, not deep poems. 


Does anyone here know what it's like when you hear something that's 
just SOOO damn funny, that you experience a kind of physical paralysis? 
It takes a certain talent to achieve, I'll give you that. 


Jim (who still can't move) 
> I've found a member to work with on projects, so dont worry too much 


Three cheers for Tanvir! Hip Hip..! 
I didn't know that you could just buy cadavers over the counter. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02525 


—-MESSAGE FILE 3814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002526 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Not only....but also 

Date: Thu, 24 Sep 1998 23:45:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <360ACB90.5FD4@manc.u-net.com> 
References: <ldftbhz.xflcozlxdfhz4N@al-88-137.al.nl> <6uavo5$bdk11@chuka.playstation 
-co.uk> <6ub099Sbdk12@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 

> PS Jim Shaughnessy pulled one great e-mail trick on me which had me 
> fuming at my keyboard. I can't mention it here, but mail him if you 
> want to know what he did. The evil bastard! :-) 


Yes but, "I'm trying *real* hard to be that shephard, 
...1 am the tyranny of evil men." 


չ-) 
Jim (in a movie quote mood, again!) 


PS Loved that Crying Game take you did on 'Emag' -- I can still 
see you heaving over the pan! 


PPS "Besides, I've gone through too much shit over this case today 
to just hand it over to your dumb ass." -- Jules in Pulp Fiction 
Anyone want to know what is actually in *that* case? 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02526 


—-MESSAGE FILE 3815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002527 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 19:01:53 GMT 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <360a9707.52424116@news.scea.sony.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> <ldfvvle.cfa0lx1lmwalnmN@al1-88-135.al.nl1> 

NNTP-Posting-Host: client-—151-198-130-35.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


You're a very bad yarozer. [LOL] 


—Matt 
--MESSAGE FILE 3815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02527 


—-MESSAGE FILE 3816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002528 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 24 Sep 1998 19:04:53 GMT 

Organization: SCEA News Server 


Net Yaroze newsgroups message dump.txt Page 2427 


Lines: 5 

Message-ID: <360a97b1.52594718@news.scea.sony.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> <ldfvvle.cfa0lx1lmwalnmN@al-88-135.al.nl1> 

NNTP-Posting-Host: client—151-198-130-35.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


For your punishment for being a bad yarozer, you are hereby ordered to 
go to bed without your beer or porn. [grin] 


-Matt 


--MESSAGE FILE 3816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02528 


--MESSAGE FILE 3817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002529 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me etc. etc. 

Date: Fri, 25 Sep 1998 01:07:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <360ADEBO.66B@manc.u-net.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <360503F2.3BE3@manc.u-net.c 
om> <360680DC.F620E927@easynet.co.uk> <3606A78E.43D4@manc.u-net.com> <36081062.10821 
166@news.playstation.co.uk> <360802FA.4F1@manc.u-net.com> <360A6675.32C4@writeme.com 
> <360A6DF0.78DF@england.com> <360A77B9.104A@writeme.com> <360A7E42.4B45@england.com 
> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Ryan wrote: 
> like I get a suitcase full of cash left in the car park at Tescos 
> every time I mention the Grav Championship. If that were the case; 


PAH! Suitcase full of money at Tescos, as if! 

It actually takes place at Newport Pagnell services (Northbound). 
The money is in a Tesco *bag*. Oops, I've said too much. 

The deal was off this week because I got splashed by that cows' 
blood on the M6 and needed urgent medical attention, and the dosh 
got looted by some matron. (ooh topical comedy there!) 

And all this talk of illicit evenings with models, that's 

Chinese Whispers for you -- you just get to "burn your arse օո 
the lightbulb" with that woman on Steve Dunn's page! 


Jim 


PS BTW there's no way DEnnis you're taking Miss Orange T-Shirt home, 
I claimed bagsies! (which means I saw her first.. well I probably 
didn't by not going on the Sunday..) Definitely my favourite too. 
People, I know this all sounds like schoolboy banter, but that 
blonde could just turn any man into a drooling kid, oh yes! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02529 


—-MESSAGE FILE 3818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002530 
Path: chuka.playstation.co.uk!news 
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From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Fri, 25 Sep 1998 11:41:45 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6uf42eS$ja92@chuka.playstation.co.uk> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <360A6A4D.4140@writeme.com> <360a737d.43325132@news.scea.sony.com> 
NNTP-Posting-Host: ip-51-235.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>It has been known to be very dangerous to remind me of my mother, who 
>is a schoollteacher and picks apart my every grammatical error to this 
>very day, believe it or not. :-)) 


Tell me about it. Bloody teachers for parents :-) 


Nick F 


—-MESSAGE FILE 3818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02530 


—-MESSAGE FILE 3819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002531 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation 2 details 

Date: Fri, 25 Sep 1998 11:47:33 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <6uf42g$ja93@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip-51-235.dialup.hkstar.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi guys, 


Game Online (www.game-online.com) has just announced details of the 
Playstation 2, and revealed that the next CVG (CVG????) will have all the 
info come October 14th. Could all be BS, but would EMAP stake their 
reputation on something as big as this if they weren't pretty sure. 


(Nick reads that last sentence again) Oh. 
Fingers crossed, eh? I *love* the bit about backwards-compatible! 


—-MESSAGE FILE 3819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02531 


—-MESSAGE FILE 3820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002532 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 12:14:25 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6uf5qv$ja94@chuka.playstation.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-—88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> <ldfvvle.cfa0lx1lmwalnmN@al-88-135.al.nl1> 

NNTP-Posting-Host: ip-51-235.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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>I would make Robert Swan head programmer of Psygnosis 
>and Nick F would become the marketing manager of EIDOS. 
>(Sorry Nick, I don't think I would make enough to buy Rare for you) 


Awwwww. Well, that would have to do, I suppose :-) With me as marketing 
manager, we would make EVEN MORE SSSS and I could eventually buy Rare for 
myself (after embezzling masses of profits)! Then I would get them to churn 
out derivitive C&C or first-person shooter games for the PC until the market 
was saturated with crap games by Rare..... but I'd rake in the rewards from 
punters perpetually buying crap games! 


Naaah, I love Rare really! 
>Hmmm, what could I buy Sarah? A DEnnis-Tshirt??? Nahh.. 
>I would buy her a hole bunch of flowers to thank her for 


>my free stuff and a little pacience now and then (well.. a little?) 


Maybe you could just remove that picture of her from your site. Always risky 
getting those "natural" shots of people, eh? (LOL) 


>Well, my money would be gone by now I suppose.. 


That was a really funny post, D - well done! I liked the orange-topped Eidos 
blonde too. Maybe we'd have to battle to the death over her :-) Not that my 
gf would appreciate that. Errr...... 


Nick F 


--MESSAGE FILE 3820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02532 


—-MESSAGE FILE 3821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002533 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 09:49:53 +0200 

Organization: Debri Productions 

Lines: 45 

Message-ID: <ldfwmcc.m04x26b0fn20N@al—88-115.al.nl> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> <ldfvvle.cfa01lx1lmwalnmN@al-88-135.al.nl> <6uf5qvS$ja94@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-115.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <ferguson@hkstar.com> wrote: 


>I would make Robert Swan head programmer of Psygnosis 
>and Nick F would become the marketing manager of EIDOS. 
>(Sorry Nick, I don't think I would make enough to buy Rare for you) 


Awwwww. Well, that would have to do, I suppose :-) With me as marketing 
manager, we would make EVEN MORE SSSS and I could eventually buy Rare for 
myself (after embezzling masses of profits)! 


Yeah, I don't doubt that for a second!! Thats why I'd hire you. 
>Hmmm, what could I buy Sarah? A DEnnis-Tshirt??? Nahh.. 
>I would buy her a hole bunch of flowers to thank her for 


>my free stuff and a little pacience now and then (well.. a little?) 


Maybe you could just remove that picture of her from your site. Always risky 
getting those "natural" shots of people, eh? (LOL) 


VV V V V V 
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You always see the latest updates, don't you. So for NY-members out 
there that want to have a look at THE Sarah Bennett, take your change 


wile it still lasts. If she complaints I will take it off at once. 

> 

> That was a really funny post, D - well done! I liked the orange-topped Eidos 
> blonde too. Maybe we'd have to battle to the death over her :-) Not that my 
> gf would appreciate that. Errr...... 

My gf would neither appreciate that, ah well.. you would not make a 

change against me if I have her in my mind.... And what would she go 

for? A marketing manager (although succesful) ora 
milti-bulti-zulti-billionair that owns a couple os developmenthouses 


(and the big bad boss of this marketing manager ;-) 

Otherwise you can have the orange topped one and I'll take the one with 
the with shirt and pants (the long one). Or the one with the red raching 
suit (with the long dark hair). 

I'll better stop since I still have a gf... I'm getting totally out of 
my mind here.. 


TATA, 
DEnnis.. 


> Nick F 
-—-MESSAGE FILE 3821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02533 


—-MESSAGE FILE 3822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002534 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 09:49:55 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldfwmr5.to7ayml2woQw0N@al-—88-115.al.nl> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360ACB8A.537F@manc.u-net.com> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


Tanvir Khan wrote: 
> You guys just can't apreciate decent poems. You probably prefer simple 
> poems which you can UNDERSTAND, not deep poems. 


Does anyone here know what it's like when you hear something that's 
just SOOO damn funny, that you experience a kind of physical paralysis? 
It takes a certain talent to achieve, I'll give you that. 


Jim (who still can't move) 
> I've found a member to work with on projects, so dont worry too much 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Three cheers for Tanvir! Hip Hip..! 

> I didn't know that you could just buy cadavers over the counter. 
Hahahahahaa, arent these days great? When I own EIDOS (see other 
article), I'll hire you and put you in a team with Tanvir. Not that you 
would be productive, but it sure would be a funny match.. 


Cheers, 
DEnnis.. 


-—-MESSAGE FILE 3822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02534 
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-—-MESSAGE FILE 3823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002535 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 09:50:03 +0200 

Organization: Debri Productions 

Lines: 79 

Message-ID: <ldfwn22.a7u8a0bydajoN@al-88-115.al.nl1> 
References: <6uf42g$ja93@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <ferguson@hkstar.com> wrote: 
Hi guys, 


Game Online (www.game-online.com) has just announced details of the 


> 
> 
> 
> Playstation 2, and revealed that the next CVG (CVG????) 


You don't know C&VG? It's a respectable magazine witch covers all 
systems. When I first bought it, there was a lot of NEO GEO in there. I 
didn't buy it for ages now since I buy all the other magazines. I 
discovert that almost all your UK mgazines can also be bought in 
Holland. I already bought the PSX magazines, 13, Edge and so on. But 
when I'm in the UK I also buy Maxim, Esquire, FHM, etc. Now I noticed 
that all these magazines are also here in the shops (starts at a fiver). 
So I now spent even more on magazines. 


> Fingers crossed, eh? I *love* the bit about backwards-compatible! 


I don't get the hype about backwards compatible. When I bought a SNES, I 
did not want to play the NES games on it. And I'm not intending to sell 
my NY so why would I need another system capable of playing the same old 
disks. There are only 2 thinks that would make it interesting. I know 
that there would be a lot of software for it at launch (old stuff). But 
I do think that the majority would buy it for new stuff and already owns 
a PSX. There are over 13.000.000 PSX's sold!!! 

A good option would be a link-possibility between the old and the new 
system. Most buyers of the PSX2 would probably own the PSX1 and mose 
households do have 2 TV-sets (I have 2). It would make the link-option a 
lot more interesting. 


—-MESSAGE FILE 3823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02535 


—-MESSAGE FILE 3824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002536 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 08:49:44 +0100 

Organization: I wish! 

Lines: 26 

Message-ID: <360B4B18.78B1@mdx.ac.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.nl> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 

> than they try us to believe. And I REALY don't like windowsCE on a games 
> console, so it there would be a concurating system like PSX2 from a 

> proven-succesfull-SONY, I'd leave the Dreamcast in the shops. I must say 


Its hard not to get caught up in wondering what will/wont be in the next 
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console and the support for it, but I do believe that all those people 
who say they won't buy a dreamcast cos of things like windows ce and 
stuff are, for want of a better word, idiots. We are all aged about 20+ 
and the days of having irrational fears should be over. Have your doubts 
if you want, but you should judge it when it is released otherwise you 
are hurting noone but yourself. 


Also, as far as C&VG putting in details about the psx 2, I just laugh 
again as its another example of people not learning really. Whatever 
ctvg print Im sure they will think it is right (or it is actually what 
sony believe will be in the psx2 at that point) but with the release 
date under a year to go I would still believe it can change a fair bit. 
I wonder how the PSX changed in its last months before release? Can 
anyone at SCEE tell us, as it may completely contadict what Ive just 
said :) 


Rob 


PS dennis, the shop here opens soon, so your stuff will be on its way 

then. We havent forgotten! 

--MESSAGE FILE 3824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02536 


--MESSAGE FILE 3825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002537 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: collaboration work? 

Date: Fri, 25 Sep 1998 09:16:07 +0100 
Organization: I wish! 

Lines: 66 

Message-ID: <360B5147.2358@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


seeing as i dont have a yaroze at the moment im spending times thinking 
about what my next project + stuff should be. I have a nasty feeling its 
about time I risked working with other people on a project. I say risky 
as Im likely to a pain in the arse to work with (i hope not), but what 
the hell, ive warned people enough. 


If you read through this and agree with most of it, then maybe its worth 
contacting me after my holiday (starting today in Tunisia and lasting a 
week) and Ill see what we can do. Im not sure what Ill do if too many 
people want to help but thats not likely to happen is it? 


The way I work... 

I tend to work very quickly and pretty regularly, which means that I 
would have a hard time working with someone who cant commit to some sort 
of agreeable workrate. Thats not a criticism to those, as I know 
everyone has different amounts of time to devote to this. 

Work with people who wont get upset if something they wrote or idea they 
proposed wasnt used. Ideas should be done on a voting basis, but 
whichever bit of code is faster/nicer would get used. 

People who dont mind doing some messing around and research into 
optimisiation. In my head (for example) I can think of ways of speeding 
up map drawing, but wont know until I try a variety of methods. 


The projects Ive been thinking about, that I might want to work on (in 
order of interest) 


first person perspective game 

idea is for two player split screen 3d word (similar to games like Jeff 
Hannons House of Hair out, doom whatever...) Reality is what is wanted, 
in terms of real time shadows for player, lighting on walls that cast 
shadows on the scenery, decent animation on the players, huge 
optimisations for speed, including some sort of adaptive modelling based 
on the frame rate to avoid slowdown. Game design should allow a variety 
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of playing methods, such as normal deathmatch, or one player hunts the 
other etc, etc. I do believe its possible to get what ive mentioned 
running at 25fps with splitscreen and should look amazing (of course I 
would say that). 


race game 3 

finally attempt to finish a racing game properly. Finally decided best 
track representation is to use bezier curves (courtesy of Lars), but 
programming required for AI and special effects. I dont want the track 
to be static and the game to be a memory test, I think racing games are 
the best when you are constantly adapting, either through changes to the 
scenery (for example, bridges collopsing, trees falling over and 
blocking the path or wind changing direction constantly) or through 
working against other opponents (forget having 5-10 opponents, I want 
about 100 spread around the track!) 


adventure game 2 

It may not look like it, but I cant really do much more to adventure 
game as it is, as I really have no memory left. I mean, im using some 
parts of main memory three times (for tims, then for sound files from 
cd, then for dynamic tmds) so other sorts (cheaper) of level 
representation are required (investigation). Better interaction with the 
world, nicer levels, and magic + items and character progression. I have 
a feeling that memory constraints will limit this one though. 


ok, feel free to discuss on here or whatever amongst yourself, (and 
debate the validity of what Ive said). No real point in emailing me as I 
wont be around, but it might make a nice change on here for people to 
discuss something constructive! 


Rob 

http://www.netyaroze-europe.com/~middex2 

rs108@mdx.ac.uk 

—-MESSAGE FILE 3825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02537 


-—-MESSAGE FILE 3826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002538 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 10:22:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <360B60D0.DE096C03@hinge.mistral.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78B1@mdx.ac.uk> 
NNTP-Posting-Host: d3-s50-206-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I'll believe 6 months when I see it. 
And I haven't seen it. 


Craig. 


—-MESSAGE FILE 3826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02538 


—-MESSAGE FILE 3827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002539 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 
Date: Fri, 25 Sep 1998 10:55:28 +0100 
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Organization: Sony Computer Entertainment Europe 
Lines: 27 

Message-ID: <360B6890.B28C6C76@scee.sony.co.uk> 
References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ուլ» <360B4B18.78B1@mdx.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Robert Swan wrote: 

> 

> I wonder how the PSX changed in its last months before release? Can 
> anyone at SCEE tell us, as it may completely contadict what Ive just 
> said :) 


It changed from being the size of a beer fridge to a small grey box, for one. 
OK, here's the scoop on Playstation 2: 


Runs Linux as the OS. 

Hardware Java bytecode interpreter chip. 

2 DVD drives for media (one of them DVD-RAM). 
Instead of Memory Cards, miniDiscs. 

HDTV and IMAX support. 

128 Megs of RAM. 

Dual R10000 MIPS processors with 4MB cache. 
Built in radio modem. 

GPU supports NURBs, Voxels, Hermite curves, and pixels. 
Handheld with 12 hour battery life. 

And it's blue and pink. 


C0O00000000 0 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Handwritten on a condom machine; "This gum tastes funny" 
—-MESSAGE FILE 3827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02539 


—-MESSAGE FILE 3828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002540 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 12:09:26 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldfvxkb.1xra5purajdqaN@al-88-111.al.nl1> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360a72f2.43185570@news.scea.son 
y.com> 

NNTP-Posting-Host: al-88-11l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> -Matt, who hopes you have a flame-proof asbestos suit hanging around. 
> [grin] 


Hehehehehehhehehehe, pure entertainment... SUPER!!! 
DEnnis.. 


—-MESSAGE FILE 3828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02540 
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—-MESSAGE FILE 3829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002541 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 12:09:28 +0200 

Organization: Debri Productions 

Lines: 41 

Message-ID: <ldfvxnh.3iskkleyijeeN@al-88-111.al.nl1> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <6ue2alSja9l@chuka.playstation.co.uk> <360a6429.39400484@news.scea.sony.co 
m> <ldfvsqn.wuooz56u2cjuN@th-pm07-63.ndirect.co.uk> 

NNTP-Posting-Host: al-88-111.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Harvey <macpaul@ndirect.co.uk> wrote: 

Matthew Hulett <matth@bellatlantic.net> wrote: 

>So where's this poem? I can't find it. Or am I being really thick? 
It is up above a few threads... here: 


>My Poem: 


>Breaking of the dawn 

>Singing of blackbirds on my lawn. 
>Closing of the hand to eighth 
>Sunrays absorbed by my leaving faith. 


>I leave to near my heightening dreams 

>To the hub of learning streams. 

>Willingly as I attempt leap 

>Grows deeper the commitment which I want to keep. 


>The hours reach the end of the light 

>I make my way home, forth to the night. 
>Through my concious a hurricane of thoughts 
>Thoughts are my ambitions I have to be taught. 


>Breaking of the dusk 

>Swirling gusts blowing flowery scent of musk. 

>Ringing of the flawless hour to end the day 

>sailing the seas of the sub concious; away, away, and away. 


VVVVVVVVVVVV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


very good.... for a poem. But... er... why was it posted here? 

Now, if it was swirling around in 3D on a Yaroze, with some kind of 
psychedelic music behind it... now, that would be interesting! 

~mp 


And I was thinking that they only used this much pod in Holland. 
You all are turning paranoid with the poems and stuff.. 


Dennis չ-) 
—-MESSAGE FILE 3829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02541 


—-MESSAGE FILE 3830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002542 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: come on join me 

Date: Fri, 25 Sep 1998 12:09:31 +0200 

Organization: Debri Productions 

Lines: 12 
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Message-ID: <ldfvxrc.lbur3h152ufu7N@al—-88-111.al.nl> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <360A6A4D.4140@writeme.com> <360a737d.43325132@news.scea.sony.com> 
NNTP-Posting-Host: al-88-11l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 
It has been known to be very dangerous to remind me of my mother, who 


is a schoollteacher and picks apart my every grammatical error to this 
very day, believe it or not. ;-)) 


V MO MO N N 


—Matt, who thanks Webster for the correction and grammar lesson. 


That's much better than a dictionary. I wish my mom was a teacher in 
English. To Dbad she does not even speak english.. 


DEnnis.. 
—-MESSAGE FILE 3830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02542 


—-MESSAGE FILE 3831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002543 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: collaboration work? 

Date: Fri, 25 Sep 1998 11:17:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <360B6DCD.E665C27C@easynet.co.uk> 
References: <360B5147.2358@mdx.ac.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Robert Swan wrote: 


ok, feel free to discuss on here or whatever amongst yourself, (and 
debate the validity of what Ive said). No real point in emailing me as I 
wont be around, but it might make a nice change on here for people to 
discuss something constructive! 


Rob 
http://www.netyaroze-europe.com/~middex2 
rs108@mdx.ac.uk 


VVVVVVVV 


I'd be happy to work on the music. I tend to write laid back, ambient sort 
of stuff, so if anything like that is what you want then let me know. 


Phil 


—-MESSAGE FILE 3831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02543 


—-MESSAGE FILE 3832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002544 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 11:40:03 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <360B7303.15D9@manc.u-net.com> 
References: <6uf42g$ja93@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 
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NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 

> (Nick F: AIEEE! 1999 is going to be a v. expensive year for me) 

> Other features of the system is that it will be fully 

> backwards-compatible (ie. play 'old' PSX games), an expected feature 
> and also the reason 


Backward compatability is a good move most definitely for Sony, 

for all the newcomers to the Sony console, and for the 13 million or 
so who already have a collection of PSX games -- as long as nothing 
technically is compromised that is. (which the inevitable 
Dreamcast-—PSX2 argumenters will pounce upon like rabid leopards) 


I know you can say that most will already have a PSX so what's the 


point -- well how many consoles can you fit around your TV? 
I mean say you have an N64, Dreamcast, SNES (for MarioKart!) AND a 
PSX2 -- being able to slap your old games in the new Sony machine 


and keep the old one safely housed in its box, saving on aerial lead / 
plug swapping etc. is good, surely? 


But what's the point playing games made for a slower machine you may 
ask? Well that made me wonder... surely games such as TOCA, NFS3 and 
Tomb Raider(s) will benefit immensely from the speed increase because 
they will hardly ever have to drop frames, and if programmed in a 
certain way would run a lot nicer (like old PC games running better on 
new faster Pentiums). This WON'T mean GT will all of a sudden run 

in 50fps (Hi-Fi mode) because it's made to run at a constant 25 

of course -- like I say they would have be programmed in a dynamic 
proccessor ocupancy / frame rate type way (pretty standard I think). 
If I am right about this then it will breath new life into some old 
titles and save on overloading the mains-outlet near your TV! 


Jim (drooling in anticipation) 


PS Also it would mean ստ Yarozers could still write games for it -- 
eg. take 800 Hsycs on our Yaroze as within the 280 Hsync of the PSX2 
and voila! It would mean testing and playing on the Yaroze/PSX in 
slow motion but it *would* be possible.. don't worry I do realise the 
scope for problems with it, but I thought I'd just point it out! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 3832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02544 


—-MESSAGE FILE 3833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002545 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 11:58:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <360B774A.C96C22AAG@easynet.co.uk> 


References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 


1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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James Russell wrote: 
OK, here's the scoop on Playstation 2: 


Runs Linux as the OS. 

Hardware Java bytecode interpreter chip. 

2 DVD drives for media (one of them DVD-RAM). 
Instead of Memory Cards, miniDiscs. 

HDTV and IMAX support. 

128 Megs of RAM. 

Dual R10000 MIPS processors with 4MB cache. 
Built in radio modem. 

GPU supports NURBs, Voxels, Hermite curves, and pixels. 
Handheld with 12 hour battery life. 

And it's blue and pink. 


VVVVVVVVVVV VV 
O O O O O O O. O O O 0 


with green spots too? Come on, the PSX2 is still vaporware isn't it - or is 
it? 


Stop winding us up James! 


Phil 


-—-MESSAGE FILE 3833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02545 


—-MESSAGE FILE 3834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002546 

Path: chuka.playstation.co.uk!scea!camsg001.camb.scee.sony.co.uk!camsg001.camb.scee. 
sony.co.uk! localnews.wav.scee.sony.co.uk!not-—for-mail 

From: "Mark Baker" <Mark_Baker@playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 
Date: Fri, 25 Sep 1998 10:46:14 +0100 

Organization: Sony Computer Entertainment Europe (Waverley House) 

Lines: 13 

Message-ID: <6ufr0a$gk$1@localnews.wav.scee.sony.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78B1@mdx.ac.uk> 

NNTP-Posting-Host: mbaker.wav.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Here's the official line, straight from the head of SCEI R&D: 
"SCE is working for development of PS2, but we are still on the way and can 
not give any comment." 


Thus any specs you read will be journalistic fabrications, extremely flaky 
and probably quite amusing when the real thing does appear! 


So there you go. 


Mark Baker 
SCEE Technology Group & NY member (no, really - I just keep quiet a lot) 


—-MESSAGE FILE 3834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02546 


--MESSAGE FILE 3835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002547 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 13:21:45 +0200 

Organization: Debri Productions 

Lines: 44 

Message-ID: <ldfwtv8.gb501lqrjomk8N@al-—88-116.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
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1l.nl> <360B4B18.78B1@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-116.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


DEnnis Brinkhuis wrote: 

> than they try us to believe. And I REALY don't like windowsCE on a games 
> console, so it there would be a concurating system like PSX2 from a 

> proven-succesfull-SONY, I'd leave the Dreamcast in the shops. I must say 


Its hard not to get caught up in wondering what will/wont be in the next 
console and the support for it, but I do believe that all those people 
who say they won't buy a dreamcast cos of things like windows ce and 
stuff are, for want of a better word, idiots. 


VVVVVVV VV 


That I'm an idiot is no news. But I never said that I would never buy a 
dreamcast. I (PERSONALY) don't like the idea of Microsoft putting it's 
hed up everywere. If I can avoid it, I will.. but there does have to be 
an alternative. Otherwise I may choose for the Dreamcast myself. 


We are all aged about 20+ 

and the days of having irrational fears should be over. Have your doubts 
if you want, but you should judge it when it is released otherwise you 
are hurting noone but yourself. 


V V V V 


And that is just what I do! I'm waiting what till the releas. But at 
this moment MY PERSONAL OPINION is that I still have to see if the hype 
over this machine that is not even released is right. 


Also, as far as C&VG putting in details about the psx 2, I just laugh 
again as its another example of people not learning really. Whatever 
ctvg print Im sure they will think it is right (or it is actually what 
sony believe will be in the psx2 at that point) but with the release 
date under a year to go I would still believe it can change a fair bit. 


V V V V V 


H 


agree and I feel the same about the Dreamcast. 


Rob 


PS dennis, the shop here opens soon, so your stuff will be on its way 
then. We havent forgotten! 


NWN NM Y 


Thats super Rob, Thanks.. 


DEnnis.. 
—-MESSAGE FILE 3835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02547 


-—-MESSAGE FILE 3836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002548 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: collaboration work? 

Date: Fri, 25 Sep 1998 13:45:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <ldfwxzf.llgwp91lxu5h3uN@th-pm07-37.ndirect.co.uk> 
References: <360B5147.2358@mdx.ac.uk> 

NNTP-Posting-Host: th-pm07-37.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 36 days) 


Robert Swan <rsl08@mdx.ac.uk> wrote: 
I have a question for you Rob: 
You have some fantastic ideas, and your targets are (to me at least) 


extremely high; I wouldn't know how to go about setting up ‘real-time 
shadows.." per se. 


Net Yaroze newsgroups message dump.txt 


IDEA: If you have some time available now you're (temporarily) sans 
Yaroze, would you consider sharing some of your (expert) knowledge with 
people like me? 


I understand quite a lot, I learn *really* quickly, but some of these 
concepts are 'out there' as far as I'm concerned!! 


I spoke to you briefly at ECTS (queueing for 2hrs to get a coke, 
remember?) and we chatted about your first race game and how you created 
the track with little pieces of different shapes, then kinda stuck them 
together as the game ran. 


Then, you talked about bezier curves as 'the way forward'. Well, I know 
what a bezier curve is (use them everyday at work with vector drawing 
packages etc), but how on earth would you create a track using them? 


It's just a thought, and i know I would be really grateful for someone 
to share how various concepts can be coded. Heck, I'd even PAY for this 
kind of knowledge!!! (wanna make some money?!) 


If you're up for it (infact, this goes for anyone who can successfully 
pull off programming feats), I've got a list of things I'd like to be 
able to do with a program, but are not sure how to go about it. 


Typical tasks include creating a static background for a game (using two 
srites is a method I believe). What about scrolling backgrounds (a la 
Zelda on SNES). There's loadsa things like this that could go into a 
"Games Programmer's Almanac". 


~mp 
Great to see you're still around anyway... 


seeing as i dont have a yaroze at the moment im spending times thinking 
about what my next project + stuff should be. I have a nasty feeling its 
about time I risked working with other people on a project. I say risky 
as Im likely to a pain in the arse to work with (i hope not), but what 
the hell, ive warned people enough. 


VVVVVV 


The projects Ive been thinking about, that I might want to work on (in 
order of interest) 


first person perspective game 

idea is for two player split screen 3d word (similar to games like Jeff 
Hannons House of Hair out, doom whatever...) Reality is what is wanted, 
in terms of real time shadows for player, lighting on walls that cast 
shadows on the scenery, decent animation on the players, huge 
optimisations for speed, including some sort of adaptive modelling based 
on the frame rate to avoid slowdown. Game design should allow a variety 
of playing methods, such as normal deathmatch, or one player hunts the 
other etc, etc. I do believe its possible to get what ive mentioned 
running at 25fps with splitscreen and should look amazing (of course I 
would say that). 


race game 3 

finally attempt to finish a racing game properly. Finally decided best 
track representation is to use bezier curves (courtesy of Lars), but 
programming required for AI and special effects. I dont want the track 
to be static and the game to be a memory test, I think racing games are 
the best when you are constantly adapting, either through changes to the 
scenery (for example, bridges collopsing, trees falling over and 
blocking the path or wind changing direction constantly) or through 
working against other opponents (forget having 5-10 opponents, I want 
about 100 spread around the track!) 


adventure game 2 

It may not look like it, but I cant really do much more to adventure 
game as it is, as I really have no memory left. I mean, im using some 
parts of main memory three times (for tims, then for sound files from 
cd, then for dynamic tmds) so other sorts (cheaper) of level 
representation are required (investigation). Better interaction with the 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Page 2440 


Net Yaroze newsgroups message dump.txt Page 2441 


world, nicer levels, and magic + items and character progression. I have 
a feeling that memory constraints will limit this one though. 


ok, feel free to discuss on here or whatever amongst yourself, (and 
debate the validity of what Ive said). No real point in emailing me as I 
wont be around, but it might make a nice change on here for people to 
discuss something constructive! 


Rob 

http://www.netyaroze-europe.com/~middex2 

rs108@mdx.ac.uk 

-—-MESSAGE FILE 3836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02548 


VVVVVVVVV VV 


—-MESSAGE FILE 3837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002549 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 13:45:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ldfwz93.flflsplectem8N@th-pm07-37.ndirect.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.nl> <360B4B18.78B1l@mdx.ac.uk> <6ufr0a$gk$1@localnews.wav.scee.sony.co.uk> 
NNTP-Posting-Host: th-pm07-37.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 36 days) 


Mark Baker <Mark_Baker@playstation.sony.com> wrote: 

Here's the official line, straight from the head of SCEI R&D: 

"SCE is working for development of PS2, but we are still on the way and can 
not give any comment." 


Thus any specs you read will be journalistic fabrications, extremely flaky 
and probably quite amusing when the real thing does appear! 


So there you go. 


Mark Baker 
SCEE Technology Group & NY member (no, really - I just keep quiet a lot) 


VVVVVVVVV VV 


Nice to know you're around though..! 


~mp 
--MESSAGE FILE 3837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02549 


--MESSAGE FILE 3838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002550 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 13:45:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ldfwzgz.w4hc85bdhe82N@th-pm07-37.ndirect.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> 

NNTP-Posting-Host: th-pm07-37.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 36 days) 


Tanvir Khan <2bad@lineone.net> wrote: 


> 
> You guys just can't apreciate decent poems. You probably prefer simple 
> poems which you can UNDERSTAND, not deep poems. 
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Anyway the the poem is no longer on the as I cancelled it fora 
reason, but I just asked for the opinion from people who read it while 
it was online. 


VVVVYV 


Roses are red 
Violets are blue 
I'm a schizophrenic 
And so am I 


p=) 


~mp 
--MESSAGE FILE 3838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02550 


—-MESSAGE FILE 3839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002551 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 14:55:12 +0200 

Organization: Debri Productions 

Lines: 65 

Message-ID: <ldfwvfl.12ebif71j0dcliN@al1-88-135.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> 
NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


Robert Swan wrote: 
> 


> I wonder how the PSX changed in its last months before release? Can 
> anyone at SCEE tell us, as it may completely contadict what Ive just 
> said :) 


It changed from being the size of a beer fridge to a small grey box, for one. 


OK, here's the scoop on Playstation 2: 


VVVVVVVVV VV 


o Runs Linux as the OS. 

I like this! 

> o Hardware Java bytecode interpreter chip. 
Java???? 

> o 2 DVD drives for media (one of them DVD-RAM). 
There were already rumours about DVD 

> o Instead of Memory Cards, miniDiscs. 

The Iomega discs? or an own format? 

> o HDTV and IMAX support. 

Nice, but i don't have a HDTV 

> o 128 Megs of RAM. 

Yeah.... Will there be a NY2 with let's say 64 Megs of Ram ;-) 


> o Dual R10000 MIPS processors with 4MB cache. 
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Whoppy.. 


> o Built in radio modem. 

What is a radio modem? I like a buildin modem. 

> o GPU supports NURBs, Voxels, Hermite curves, and pixels. 
Great Nurbs!!! 

> o Handheld with 12 hour battery life. 


Is that that tamachotchi like gadget??? 


> o And it's blue and pink. 
Whaaaaaaaaat??????? PINK??????? oh my god... can't you arrange a 
picture? 


You must be kidding.. You are kidding, and I fell for it... 


Is it also powered by a Turbo injection and can it make cafe? And will 
it be cheaper than a gameboy? 


No, tell me seriously. Is this true?? 


DEnnis.. 
—-MESSAGE FILE 3839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02551 


-—-MESSAGE FILE 3840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002552 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What games do you own and what do you intent to buy 
Date: Fri, 25 Sep 1998 14:55:15 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ldfwwun.143hzmbnhyyOwN@al-—88-135.al.nl1> 
NNTP-Posting-Host: 81-88-135.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


The last games I bought were Time Crises (with gun) and the Super Pang 
Collection. 

Both are great games worth buying. It was rather hard to get the Super 
Pang Collection in Holland, but I'm glad I got it now. This is a great 
retro title. There are 3 versions of Pang on it. Each version was 
released about 5 years after each other. You can see and feel the 
improvements. I think the first version could be made on NY. Maybe the 
others too. At this moment we are working on a version for NY witch is 
G-con gun compatible 


I still want: 


- Reboot (I realy like the series) 

— Spyro the drogon (great music) 

— Coolboarders3 (I already got 1 and 2) 

- PointBlanc (will be the next one I buy) 

- Parappa the Rappa (I will give this to my gf's sister from 11) 


I don't like car games and fighting games. They are all very similar. I 
have Gran Turismo, and after that there are just very few realy 
impressive games. Toca is nice though, if you pay the platinum price. 
Testdrive 5 is ok. 
I have some fighting games, but the only variation is the quality and 
the moves. I will buy Tekken 3 in the future.. but not now.. 


What about you? 
—-MESSAGE FILE 3840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 2444 


02552 


-—-MESSAGE FILE 3841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002553 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: collaboration work? 

Date: Fri, 25 Sep 1998 13:51:51 +0100 

Organization: I wish! 

Lines: 56 

Message-ID: <360B91E7.757B@mdx.ac.uk> 

References: <360B5147.2358@mdx.ac.uk> <ldfwxzf.llgwp91lxu5h3uN@th-pm07-37.ndirect.co. 
uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Paul Harvey wrote: 

Then, you talked about bezier curves as 'the way forward'. Well, I know 
what a bezier curve is (use them everyday at work with vector drawing 
packages etc), but how on earth would you create a track using them? 


It's just a thought, and i know I would be really grateful for someone 
to share how various concepts can be coded. Heck, I'd even PAY for this 
kind of knowledge!! (wanna make some money?!) 

Typical tasks include creating a static background for a game (using two 
srites is a method I believe). What about scrolling backgrounds (a la 
Zelda on SNES). There's loadsa things like this that could go into a 
"Games Programmer's Almanac". 


VVVVVVVVV VV 


Its cool, I do remember you, and hi btw. 

In regards bezier curves for a track, I dont want people to laugh at me 
saying 'bezier curves' are the way forward. The best results come from 
hundreds of custom built models for the track using lots of graphic 
artists. In yaroze terms though noone here has time/resources for that, 
so a Simple way of creating the track (but still looking cool) is 
required. Race game 1 was made up of seperate pieces of track, but was 
limited to 90 degree corners. Using dynamic tmds allowed me to have 
smoother curves in race game 2, but if you look at one of the files, I 
had to specify all the track pieces and course explicitly. using bezier 
curves gives simple editing and mathematically correct models (even in 


race game 2 I guess a bit, eg end of track != start of track). The best 
(only?) example so far is by Lars Barstad who did the cool rollercoaster 
demo (see 'top ten games' or his web page). it shows that with a simple 


set of calculations you get the most realistic and smooth track yet 
seen. What Im learning from the yaroze is how to prepare the programming 
to allow easy, fast, effective and adaptable code. Which is what we all 
aim for. (i think) 


As for making money, its what allegedly Ive been doing so far. 


Static backgrounds have been covered a few times. main methods are 1) 
Using loadimage to transfer a 32k colour image to the video ram, or 2) 
using 2 sprites (each max size of 256x256) for other colour depths. This 
is covered elsewhere but I can help you if you need it. 


Scrolling backgrounds can be done by using the bgmap command, but 
funnily enough, writing your own sprite routines to draw lots of tiles 
on screen can be effective and allows greater semitransparency control. 
See shooting game on my downloads, which has three layers of scrolling. 
One using bgmap the others not. Best place to go is to see James 
Shaugnessys page, as it has a few programs + demos to do with 
scrolling. I still havent check out all of George bains demos but I 
would be surprised if there isnt a scrolling demo there. 


I cant help too much until after I return from holiday, but one thing 
that is really rewarding is helping people past problems, be it ideas, 
code or yaroze specific stuff. If people post up here with their 
problems then maybe we can encourage the happy sharing helping community 
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which has been dissappearing of late. Not that it hasnt been 
entertaining :) 


Rob 
—-MESSAGE FILE 3841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02553 


-—-MESSAGE FILE 3842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002554 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: 25 Sep 1998 13:07:40 GMT 

Organization: SCEE 

Lines: 16 

Message-ID: <01bde821S857d7b40Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <ldfwvfl.12ebif7 
130dc1liN@al-88-135.al.nl> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Does this mean you have an IMAX... 


George 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldfwvfl1.12ebif71j0dcliN@al-88-135.al.nl>... 


> 

>> o HDTV and IMAX support. 
> 

> Nice, but i don't have a HDTV 

> DEnnis.. 

> 


—-MESSAGE FILE 3842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02554 


-—-MESSAGE FILE 3843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002555 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 
Date: Fri, 25 Sep 1998 14:21:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <360B98ED.96D7EABO@easynet.co.uk> 

References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I don't own many games. Funnily enough, I'm not that into playing games! I 
like games programming because I love problem solving and fiddling around 
with maths and algorithms and stuff. However, every so often I go through a 
games playing phase and spend hours on them. But I wouldn't describe it as 
one of my main hobbies. 


Here's what I've got (all platforms). As you can see, I prefer adventure 
and strategy games 


Mac: 


Alone in the Dark Trilogy 
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-- still the best 3d arcade/adventures ever written, especially Alone in 
the Dark 2 


Warcraft II 
—— THE best battle/strategy game. Much more fun than C&C 


Buried in Time 
-- better-than-Myst point and click graphic adventure. Awesome rendered 
graphics (esp. Leonardo da Vinci's house and gardens) 


and of course, Myst, plus one I'm really embarrassed about (Phantasmagoria) 


PG: 

Shadow of the Comet 

--really engrossing and enjoyable 2D graphic adventure, with some great 
surprises. If you were ever into Lovecraft/Call of Cthulhu, this is the 
game for you. Proves that 2D makes for better gameplay, IMO. 


Playstation 


Resident Evil 1 and 2 
——still prefer 1 over 2. The music and locations in 1 are just so much more 
atmospheric. 


Adventures of Alundra 
-- great 2D Japanese-style RPG with British sense of humour. 


Planning to buy: 
Metal Gear Solid, Silent Hill maybe. 
Resident Evil 3 


Thats' it 
Phil 


—-MESSAGE FILE 3843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
02555 


—-MESSAGE FILE 3844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0002556 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intend to buy 
Date: Fri, 25 Sep 1998 21:09:45 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <6ug638S$ja97@chuka.playstation.co.uk> 

References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> 
NNTP-Posting-Host: ip—-53-238.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah! I love these threads :-) 


I bought Castlevania for the PS in the UK a few days before coming out to 
Hong Kong after ECTS, but in HK I have bought: 


1) Metal Gear Solid - 'Premium Pack' (HKS650) 
2) Namco Museum Encore - with free case for *all* the museum CDs - cool! 
(HK$120) 


3) F-Zero X for N64 (HK$290) 
) Parasite Eve *soundtrack* (HK$290) 

) Unreal (PC) $250 

) NTSC->PAL converter (HK$250) 

) Final Fantasy VIII demo (HKS50) - wow! 


as well as a stack of DVD movies. :-) 
(I also bought James Rutherford "R-Types" which was a rather hefty HK $380) 


All games are Japanese versions. BTW, HK$13 is one pound, going by todays 
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exchange rate. Yeah, it IS cheap, innit? :-) I don't always buy this many 
games, you know! 


What games do I plan on getting next? Well, here's a few ideas before Xmas 
(the * ones are DEFINITE) 


- Zelda (N64)* 

- Body Harvest (N64) 

- Turok 2 (N64) and 4MB expansion* 

- Legacy of Kain: Soul Reaver (PS) 

- Abes Oddesey: Exodus (PS) 

- Elemental Gearbolt (PS) 

- Color Gameboy with a few games (Zelda? Mario? Tetris?) * 
- Sega Dreamcast 'Godzilla' VMS 

- Namco Museum 1-5 (complete my collection!) PS 

— Gunbarl (Point Blank 2) PS 

- Final Fantasy VIII 

- and probably a Japanese Dreamcast with Rally, VF3 and Sonic Adventure! 


(I'll never be able to afford all this, BTW) 


I like all sorts of games, as long as they aren't exactly the same as 
something I've played to death. Even if they are, greatly improved graphics 
will usually draw my eye, alas :-/ I hope people would agree I have good 


taste in games (at least, as far as you can have good taste) judging by the 
list above! As you might tell, I buy a lot of imports (tho' not 
exclusively!) and tend to get the biggies as soon as they come out (i.e MGS 
and I got Biohazard 2 on the release day too). I'm also more a console cadet 
than a PC boyo - I haven't got that great a PC anymore (P133 with 3DFX) and 
I'd rather spend the "upgrade" money on console stuff. How do I find time to 
program? (answer: right now, I don't!) 


Nick "so many games, so little time - final year beckons!" F 


—-MESSAGE FILE 3844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02556 


—-MESSAGE FILE 3845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002557 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 21:26:12 +0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <6ug63aSja98@chuka.playstation.co.uk> 


References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 


1ոն» 
NNTP-Posting-Host: ip-—53-238.dialup.hkstar.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>You don't know C&VG? It's a respectable magazine witch covers all 
>systems. 


Not *that* respectable! Which is why I went '"?????" - CVG is not known for 
being reliable! :-) I should have used "21721212"... 


>I don't get the hype about backwards compatible. 


It's just so courteous to the consumer! Also, it stops the PS market from 
dying instantly when the new machine is *properly* announced. Also, although 
I would never sell my PS, a lot of people get rid of their old consoles - I 
know I used to: why oh why did I sell my Mega Drive? (Well, to get a SNES!) 


>A good option would be a link-possibility between the old and the new 
>system. 


Very interesting point! 
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>I just don't trust sega. I don't think yhey can make that machine with 
>all those options for that kind of money. If they can, they would also 
>need a lot of developer support (and I think the support is far less 
>than they try us to believe. And I REALY don't like windowsCE on a games 
>console, so it there would be a concurating system like PSX2 from a 
>proven-succesfull-SONY, I'd leave the Dreamcast in the shops. I must say 
>that the pricetag will be important for me.. I choose and go for 1 
>system (and hope it's the right one) 


The Dreamcast is going to be amazing - remember they are making a 
h-u-g-e loss on the hardware. I think you'll find the support is *just* as 
much as Sega claim, although it remains to be seen how much progress has 
been made by most developers. The whole "I don't want Windows CE" argument 


is really dumb in terms of thinking your console wil ‘crash' or that games 
won't use the systems true potential as they're tied to DirectX drivers - a 
valid query is the role of "Bill" in all of this. Allegedly, there is even a 


Microsoft logo on the DC itself! But I wouldn't worry about MS "bloatware" 
filling the DC's RAM - Windows CE is a very tidy piece of coding apparently. 
Don' fall into the trap of thinking "Uh-oh! Microsoft alert." *all* the 
time! 

Remember, the games industry moves in cycles. Look at what happened to 
Atari and *is* happening to Nintendo - and don't think that Sony are resting 
on their laurels. Sega have learnt a lot from their mistakes and look likely 
to bounce back BIG! 10 years ago it was impossible to imagine Nintendo 
messing up - now you can find copies of new N64 games here in Hong Kong for 
a fiver. Little kids who grew up on the 32-bit consoles can be forgiven for 
writing off Sega, but us lot should appreciate that they are one of the 
great gaming companies! 


My take on the PS2 rumour mill is that its all an announcement to takes 
steam out of the Dreamcast launch - encouraging people not to buy it and 
wait for PS2. April 99 my arse - remember how often the N64 was delayed? 


Nick F 


—-MESSAGE FILE 3845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02557 


—-MESSAGE FILE 3846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002558 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 21:33:32 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6ug6dq$ja99@chuka.playstation.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <ldfwvfl.12ebif7 
130dcliN@al-88-135.al.nl> <Olbde821S857d7b40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 202.82.241.166 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Does this mean you have an IMAX... 
> 


>George 


LOL! 


Nick F 


—-MESSAGE FILE 3846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02558 


—-MESSAGE FILE 3847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002559 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: come on join me 

Date: Fri, 25 Sep 1998 15:38:59 +0100 
Organization: The Hex Heroes 

Lines: 10 
Message-ID: <360BAB03.6A8A@writeme.com> 

References: <01bd1854$730d1a80$542d63c3@2badlineone.net> <36069ec8.51168811@news.sce 
a.sony.com> <360A6A4D.4140@writeme.com> <360a737d.43325132@news.scea.sony.com> 
NNTP-Posting-Host: atl4-m08.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Matthew Hulett wrote: 


> It has been known to be very dangerous to remind me of my mother, who 
> is a schoollteacher and picks apart my every grammatical error to this 
> very day, believe it or not. :-)) 


Who do you think's employing me?? 
...Յոզ what's life if it ain't a learning experience ;) 


James. 
—-MESSAGE FILE 3847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02559 


—-MESSAGE FILE 3848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002560 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 15:49:29 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <360BAD79.111E@writeme.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> 

NNTP-Posting-Host: atl4-m08.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Tanvir Khan wrote: 


> You guys just can't apreciate decent poems. You probably prefer simple 
> poems which you can UNDERSTAND, not deep poems. 


[sound of hand slapping forehead]. 
Did anyone try reading it backwards? 


Tanvir - you're a gem. Stick with it chip! 


James. 
—-MESSAGE FILE 3848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02560 


—-MESSAGE FILE 3849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002561 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 15:51:23 +0100 
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Organization: The Hex Heroes 

Lines: 10 

Message-ID: <360BADEB.12FC@writeme.com> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360ACB8A.537F@manc.u-net.com> < 
ldfwmr5.to7aym1l2wo0w0N@al-88-115.al.nl> 

NNTP-Posting-Host: atl4-m08.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


DEnnis Brinkhuis wrote: 


> ... Not that you would be productive, but it sure would be a funny 
> match.. 


Cough, splutter! 
Just FYI Jim, I don't agree... ;) 


James. 
—-MESSAGE FILE 3849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02561 


—-MESSAGE FILE 3850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002562 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 16:06:33 +0100 

Organization: The Hex Heroes 

Lines: 10 
Message-ID: <360BB179.403B@writeme.com> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> 
NNTP-Posting-Host: atl4-m08.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


James Russell wrote: 
> o Instead of Memory Cards, miniDiscs. 
You know, that's a damn good idea. 


Imagine knocking up a few Fluid riffs or using Codie's new sequencer and 
being able to save /direct/ to minidisc - coo! 


James. 
-—-MESSAGE FILE 3850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02562 


—-MESSAGE FILE 3851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002563 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Yaroze Homepage (again) 

Date: Fri, 25 Sep 1998 16:26:33 +0100 
Organization: The Hex Heroes 

Lines: 13 

Message-ID: <360BB629.2979@writeme.com> 
NNTP-Posting-Host: atl4-m08.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Brian Baird wrote: 


> Sony, would it be possible to add a 'recent changes' page to the 
> Yaroze pages? On the main homepage, it says when it was last updated, 
> but gives no clue as to what has actually *changed*. 


C'mon guys, this is a pretty reasonable request (and none too hard to 
implement either). The new site screams for it. 


[I think this is the side of support that people get bothered about - 
the Yaroze technical support is (generally) quite pleasing]. 


James (~mrfrosty) 
—-MESSAGE FILE 3851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02563 


-—-MESSAGE FILE 3852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002564 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 17:36:39 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <360BB887.DE9AB099@immd9.informatik.uni-erlangen.de> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360B774A.C96C22 
AA@easynet.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 2014AF362787F7FD3DD5BC1B" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


2014AF362787F7FD3DD5BC1B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Phil Gooch wrote: 


> James Russell wrote: 

> 

> > OK, here's the scoop on Playstation 2: 

>> 

>> o Runs Linux as the OS. 

>> o Hardware Java bytecode interpreter chip. 

>> o 2 DVD drives for media (one of them DVD-RAM). 
>> o Instead of Memory Cards, miniDiscs. 

> > o HDTV and IMAX support. 

>> o 128 Megs of RAM. 

> > o Dual R10000 MIPS processors with 4MB cache. 
>> o Built in radio modem. 

> > o GPU supports NURBs, Voxels, Hermite curves, and pixels. 
> > o Handheld with 12 hour battery life. 

> > o And it's blue and pink. 

> 

> with green spots too? Come on, the PSX2 is still vaporware isn't it - or is 
> it? 

> 

> Stop winding us up James! 

> 

> Phil 

Hi Phil! 


I just know this: A SGI 02 costs about 15.000DM with a MIPS R5000 (I do not know 
the exact configuration) for university. The same engine with 

the same configuration with a R10000 processor (clocked 175MHz) is about nearly 
30.000DM (1 Pound is about 2,80 DM). So the statement with the 
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dual R10000 MIPS processor seems to be a bit unrealistic to me. 


Christoph Luerig 


2014AF362787F7FD3DD5BC1B 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Phil Gooch wrote: 
<BLOCKQUOTE TYPE=CITE>James Russell wrote: 


րը 


P>> OK, here's the scoop on Playstation 2: 
R>> 
R>>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; o Runs Linux as the 


R>>&nbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; o Hardware Java bytecode 
terpreter chip. 

BR>>&nbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; o 2 DVD drives for 

media (one of them DVD-RAM). 

<BR>>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; o Instead of Memory 
ards, miniDiscs. 

<BR>>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; o HDTV and IMAX support. 
<BR>>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &nbsp; o 128 Megs of RAM. 
<BR>>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; o Dual R10000 MIPS 
processors with 4MB cache. 
<BR>>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; o Built in radio 
modem. 

<BR>>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; o GPU supports NURBs, 
Voxels, Hermite curves, and pixels. 

<BR>>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; o Handheld with 12 
h 
< 
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our battery life. 
BR>>&nbsp; &nbsp; &nbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; o And it's blue and 
pink. 


<P>... with green spots too? Come on, the PSX2 is still vaporware isn't 
it - or is 
<BR>it? 


<P>Stop winding us up James! 


<P>Phil</BLOCKQUOTE> 
Hi Phil! 


<P>I just know this: A SGI Օ2 costs about 15.000DM with a MIPS R5000 (I 
do not know the exact configuration) for university. The same engine with 
<BR>the same configuration with a R10000 processor (clocked 175MHz) is 
about nearly 30.000DM (1 Pound is about 2,80 DM).&nbsp; So the statement 
with the 

<BR>dual R10000 MIPS processor seems to be a bit unrealistic to me. 
<PRE>Christoph Luerig</PRE> 

é&nbsp; </HTML> 


2014AF362787F 7ED3DD5BC1B--— 


—-MESSAGE FILE 3852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02564 


—-MESSAGE FILE 3853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002565 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 16:47:40 +0100 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <360BBB1C.674@writeme.com> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: atl4-m08.publab.ed.ac.uk 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 


charset=us-ascii 
7bit 


X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Jim, Jim, the King of spin! 


James Russell wrote: 


OK, here's the scoop on 


Handwritten on a condom 


Playstation 2: 


> 

> 

> o Runs Linux as the OS. 

> o Hardware Java bytecode interpreter chip. 

> o 2 DVD drives for media (one of them DVD-RAM). 

> o Instead of Memory Cards, miniDiscs. 

> o HDTV and IMAX support. 

> o 128 Megs of RAM. 

> o Dual R10000 MIPS processors with 4MB cache. 

> o Built in radio modem. 

> o GPU supports NURBs, Voxels, Hermite curves, and pixels. 
> o Handheld with 12 hour battery life. 

> o And it's blue and pink. 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> 


machine; "This gum tastes funny" 


Page 2453 


—-MESSAGE FILE 3853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02565 


—-MESSAGE FILE 3854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002566 


Path: chuka.playstation.co.uk!news 
From: Phil Gooch <philg@easynet.co.uk> 


Date: Fri, 25 Sep 1998 17: 
Organization: PlayStation 
Lines: 22 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 


Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Resident Knievel 


34:50 +0100 
Net Yaroze (SCEE) 


Message-ID: <360BC62A.3611B986@easynet.co.uk> 
References: <3600D305.DC52 
NNTP-Posting-Host: 193.131.140.246 


DBED@easynet.co.uk> <35FAE450.34D4@earthlink.net> 


charset=us-ascii 
7bit 


X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2566 scea.yaroze.freetalk 


:1004 


Chris Ramirez wrote: 


it from it and it was a 


you know any way to fix 
chris Ramirez 


VV NV V V V 


Hi Chris 


hey phil how were you able to see the fatal fantasy game? I downloaded 


zip file but then it gives me an error message 


and I can not even see what is inside of the zip it says something about 
not being able to open it ut you can change by clicking on something do 


this problem? 


I didn't download the game. It was on the Net Yaroze member's demo disk tha 
SCEE were dishing out a few months ago to people who responded to a 


questionnaire. 


Sorry I can't help you there 


Phil 


t 
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—-MESSAGE FILE 3854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02566 


—-MESSAGE FILE 3855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002567 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: Fri, 25 Sep 1998 17:43:28 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6ugh7v$ ja913@chuka.playstation.co.uk> 
References: <360BB629.2979@writeme.com> 

Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 


Brian Baird wrote: 


> Sony, would it be possible to add a 'recent changes' page to the 
> Yaroze pages? On the main homepage, it says when it was last updated, 
> but gives no clue as to what has actually *changed*. 


C'mon guys, this is a pretty reasonable request (and none too hard to 
implement either). The new site screams for it. 


VVVVVVV VV 


May as well chuck in my opions for what they're worth: I'm a web 
developer by trade (albeit a crap one), so I don't see why there should 
be any major problems putting in decent page listings scripts. A short 
list of recently updated pages and what exactly has changed, or just 
proper listings of members home pages would make life so much easier. 
The members home page listings are terrible (sorry). There are so many 
problems with it (both actual bugs and minor annoyances) that I can't 
really be arsed to mention them all. Things like having to wait for 
several hundred home page listings to pop up each time you log on, or 
the 'most recently updated' listing that only counts the first character 
of the date string, or the fact that someone's HTML tags aren't always 
closed on the home page listings(something that any off-the-shelf guest 
book script takes care of without any hassle). 


> [I think this is the side of support that people get bothered about - 
> the Yaroze technical support is (generally) quite pleasing]. 


Seconded: the support here is a darn sight better than most (light years 
better than where I work), and unlike most people; I actually like the 
new look. The real let down is with the function though. I don't want to 
sound greedy or arrogant; I didn't expect any kind of quality when I 
joined the program, but it seems inappropriate that a web site designed 
by programmers for programmers (and would-be programmers) should run 
glitchy CGI. 


Just have to try and explain myself a bit better: the level and quality 
of support, and the privileges given to Yaroze members are way and 
beyond what I was expecting. Even if the site function was perfect, I'm 
sure everyone would find something else to bitch about. It just seems 
embarassing that a developers web site should be such a nightmare to 
use. 


Phew.. and I didn't even mention the Grav Championship once. 
Rob Ryan. 


—-MESSAGE FILE 3855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02567 
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—-MESSAGE FILE 3856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002568 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 19:23:02 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldfwyrg.luyxtgu219vx4N@al-88-115.al.nl> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <360B7303.15D9@manc.u-—net.com> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


> I know you can say that most will already have a PSX so what's the 

> point -- well how many consoles can you fit around your TV? 

> I mean say you have an N64, Dreamcast, SNES (for MarioKart!) AND a 

> PSX2 -- being able to slap your old games in the new Sony machine 

> and keep the old one safely housed in its box, saving on aerial lead / 
> plug swapping etc. is good, surely? 

Hehehe, I never looked at it that way... I had to sell all my old 


systems in order to be able to buy a new system.. I think the NeT Yaroze 
will be the first system that I will keep. 


DEnnis.. 
—-MESSAGE FILE 3856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02568 


—-MESSAGE FILE 3857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002569 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 19:23:07 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldfwyww.x6d4r2slmbuoN@al1-88-115.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ու» <360B4B18.78B1l@mdx.ac.uk> <6ufr0a$gk$1@localnews.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Mark Baker <Mark_Baker@playstation.sony.com> wrote: 


> Mark Baker 
> SCEE Technology Group & NY member (no, really - I just keep quiet a lot) 


You sure do, Hi Mark please to meet you չ-) 


DEnnis.. 
—-MESSAGE FILE 3857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02569 


-—-MESSAGE FILE 3858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002570 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Fri, 25 Sep 1998 19:26:17 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <360BD239.1313FC9@hv.se> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htS$fsh2@chuka.playstation.co. 
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նէ» <36038139.3132647@news.scea.sony.com> <3606A123.6F9F8DE6@shell.jps.net> 
Reply-To: bweut98@hv.se 

NNTP-Posting-Host: brage.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2570 scea.yaroze.freetalk 
21005 


Elliott Lee wrote: 


I have to second that. I have the same and have no probs with 
NTSC. I wish it supported PAL though... I have to use a Sony 
TV/monitor to get both. 


> 
> 
> 
> 
>-e! 
> 

> 


? are you American. The european winTV is supoosed to only support PAL (although 
it works with NTSC) 


—-MESSAGE FILE 3858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02570 


—-MESSAGE FILE 3859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002571 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 20:11:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <360BEAF2.40EE@manc.u-net.com> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <360B7303.15D9@manc.u-net.com> ՀԼՎ 
fwyrg. luyxtgu219vx4N@al1-88-115.al.nl> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> Hehehe, I never looked at it that way... I had to sell all my old 
> systems in order to be able to buy a new system.. I think the NeT 
> Yaroze will be the first system that I will keep. 


I was pointing out an extreme perhaps but lots of people do have a 
couple of consoles. Even if you only have a PSX you'll still need 
to keep swapping the aerial / plugs to play on your splendid new PSX2 
if it's not backward compatible. (and you don't have a £2000 TV with 
multiple SCART inputs) 


How much do you think you'd get for a grey PSX when the PSX2 comes 
out? I mean they only cost 100 quid new now. IMHO you just don't get 
enough selling old machines to make it worth it (assuming you still 


want the thing that is). Just sell all the *games* for it that you 
no longer want, but keep the classics. Stick it in the loft if you 
don't want to use it -- it really is a financial investment you know! 


If one (as in anyone) was mad/skint enough to sell one's Yaroze 
(you're not going to much back from 549 quid for one thing!), what 
happens regarding the "member contract" you signed? Surely if it's a 
legal document it'd have to be signed over or something? The access 
card is not actually our legal property is it? Anyone know, or care? 


Jim (who says "Sell the crap games, but keep the machine!") 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02571 


—-MESSAGE FILE 3860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002572 

Path: chuka.playstation.co.uk!news 

From: Grav Championship <grav@championship.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Gravitation Championship 

Date: Fri, 25 Sep 1998 20:30:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 49 

Message-ID: <360BEF5F.1DEF@championship.com> 
Reply-To: grav@championship.com 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

<sea breeze and ocean type noises> 


<calming "Paul McKenna's choice" hypnosis type music> 


You are feeling very sleepy.... 
you are falling into a deep sleep.... 
<whoosh>... 


ETC. ETC. 
You WILL boot up the DemoRecorder version of Gravitation... 


-and then practice for many hours honing your course times... 


and then quit it and use the "sSavepal" batch file to save your.. 


<whoosh>.... 


-then you will zip it up and send it to the devilishly handsome.. 
James Shaughnessy, who's amazing Yaroze page is located..... 
<WHOOOSH!>..... [a big wave that one] 
.at http://www.netyaroze-europe.com/~shaughnj ....... 
his email being james@manc.u-net.com which is where the zips 


go to... 


You feel you're eyes lifting as you conciously forget what 
I have said, but will adhere to it like faeces to a pair of Adidas 
Gazelles...... 


<whoosh> 


<CLICK!> [the tape being stopped] 
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—-MESSAGE FILE 3860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02572 


—-MESSAGE FILE 3861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002573 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: First Artwork 

Date: Fri, 25 Sep 1998 20:36:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <360bfe97.8463455@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-49-70.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I put my first piece of artwork on my page. There are two versions of 
the picture so check both out at: 


http://www.netyaroze-europe.com/~tanvirk 
Its a bit rough as I only took an hour to finish it. 
Please tell me your opinions. 


Cheers. 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 

* * x k k k KKK KKK KKK k k KKK k k x x x x x < < 

—-MESSAGE FILE 3861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02573 


—-MESSAGE FILE 3862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002574 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Fri, 25 Sep 1998 20:47:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <360BF35F.7303@manc.u-net.com> 
References: <360bfe97.8463455@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 
> I put my first piece of artwork on my page. There are two versions of 
> Please tell me your opinions. 


Good work Tanvir keep it up! I particularly note the distance- 
blur effect for the background. Although I'm not sure I'd fancy 
driving one of those cars over that jump! E=) 


Jim 


PS Did you not get the <IMG SRC="ftp/art2.jpg"> .html tip I gave 
you for showing them actually on your page? 
( </IMG> is not strictly necessary ) 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02574 


—-MESSAGE FILE 3863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002575 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: TV Turner cards 

Date: Fri, 25 Sep 1998 12:13:54 -0700 

Organization: Bwahaha 

Lines: 27 

Message-ID: <360BEB72.22EF074@shell.jps.net> 

References: <6tt39fSefu8@chuka.playstation.co.uk> <6u09htS$fsh2@chuka.playstation.co. 
uk> <36038139.3132647@news.scea.sony.com> <3606A123.6F9F8DE6@shell.jps.net> <360BD23 
9.1313FC9@hv.se> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2575 scea.yaroze.freetalk 
:1006 


Brian West wrote: 

> Elliott Lee wrote: 

> > I have to second that. I have the same and have no probs with 

> > NISC. I wish it supported PAL though... I have to use a Sony 

> > TV/monitor to get both. 

>> 

>> — e! 

> 

> ? are you American. The european winTV is supoosed to only support PAL (although 
> it works with NTSC) 


Yeah, I'm an American. I don't have the winTV but rather the ATI 
All-In-Wonder. I usually hook up the video and audio from my Yaroze 

to my ATI as I can watch it in a window on my desktop. Great for 

screen shots or FMV capture. But, alas, it doesn't do PAL. That would 
be great if it did. So, one of my friends happened to run into a 

Sony TV/monitor that apparently can synchronize to a PAL signal, though 

it only displays the normal 320x240/640x480 instead of 320x256/640x512---I 
get a little clipping on the bottom of the screen. 


Thankfully, there are a few games in which you can recenter the screen. 


Mata ne, sas i 

- e! sock tenchi@shell.jps.net ae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) =: http://www. jps.net/tenchi 


—-MESSAGE FILE 3863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02575 


—-MESSAGE FILE 3864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002576 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 12:18:18 -0700 

Organization: Bwahaha 

Lines: 44 

Message-ID: <360BEC7A.1ABD10CE@shell.jps.net> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> 

Reply-To: tenchi@shell.jps.net 
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NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Oh, and if you have two PSX2's can you have each unit render every 
other scan line like a Voodoo 2? 


Hey, it could be a great marketing technique to sell twice as many 
units! 


SS +. P. 
James Russell wrote: 


Robert Swan wrote: 

> 

> I wonder how the PSX changed in its last months Dbefore release? Can 
> anyone at SCEE tell us, as it may completely contadict what Ive just 
> said :) 


It changed from being the size of a beer fridge to a small grey box, for one. 
OK, here's the scoop on Playstation 2: 


Runs Linux as the OS. 

Hardware Java bytecode interpreter chip. 

2 DVD drives for media (one of them DVD-RAM). 
Instead of Memory Cards, miniDiscs. 

HDTV and IMAX support. 

128 Megs of RAM. 

Dual R10000 MIPS processors with 4MB cache. 
Built in radio modem. 

GPU supports NURBs, Voxels, Hermite curves, and pixels. 
Handheld with 12 hour battery life. 

And it's blue and pink. 


00000000000 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Handwritten on a condom machine; "This gum tastes funny" 


Mata ne, ւա was 

- Թ) suet tenchi@shell.jps.net hes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) cee http://www. jps.net/tenchi 


—-MESSAGE FILE 3864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02576 


—-MESSAGE FILE 3865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002577 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Fri, 25 Sep 1998 12:24:31 -0700 

Organization: Bwahaha 

Lines: 51 

Message-ID: <360BEDEF.F6283937@shell.jps.net> 

References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I own exactly one game: 1.0 
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Why only one? There's a local game store and I just rent games there. 
It's a little too expensive for me to buy the games 'cuz I don't have 
enough time to play them---I'd rather be programming with the Yaroze. 


A A 


But, if I was going to buy games, then I'd definitely buy: 


- Music type: Parappa, Bust-—a-Move/Bust-—a-Groove 

- Puzzle type: Xi/Devil Dice, Super Puzzle Fighter II Turbo 
- Fighting: Tekken 2, Tekken 3 (Gon rules :P), Tenchu 

= Sports: Gran Turismo 


- e! 


DEnnis Brinkhuis wrote: 


The last games I bought were Time Crises (with gun) and the Super Pang 
Collection. 

Both are great games worth buying. It was rather hard to get the Super 
Pang Collection in Holland, but I'm glad I got it now. This is a great 
retro title. There are 3 versions of Pang on it. Each version was 
released about 5 years after each other. You can see and feel the 
improvements. I think the first version could be made on NY. Maybe the 
others too. At this moment we are working on a version for NY witch is 
G-con gun compatible 


I still want: 


Reboot (I realy like the series) 

- Spyro the drogon (great music) 

- Coolboarders3 (I already got 1 and 2) 

- PointBlanc (will be the next one I buy) 

- Parappa the Rappa (I will give this to my gf's sister from 11) 


I don't like car games and fighting games. They are all very similar. I 
have Gran Turismo, and after that there are just very few realy 
impressive games. Toca is nice though, if you pay the platinum price. 
Testdrive 5 is ok. 
I have some fighting games, but the only variation is the quality and 
the moves. I will buy Tekken 3 in the future.. but not now.. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 
| 


What about you? 


Mata ne, nin so 

- e! sont tenchi@shell.jps.net hes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ees http://www. jps.net/tenchi 


—-MESSAGE FILE 3865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02577 


--MESSAGE FILE 3866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002578 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 22:24:49 +0200 

Organization: Debri Productions 

Lines: 62 

Message-ID: <ldfxi8m.lhi2h8cly5g4x8NQal-88-139.al.n1l1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoNQal-88-115.a 
l.nl> <6ug63aSja98@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-139.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> >I don't get the hype about backwards compatible. 


I come back on this one. You all changed my mind, now I do think it's a 
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good option. 


The Dreamcast is going to be amazing - remember they are making a 
h-u-g-e loss on the hardware. I think you'll find the support is *just* as 
much as Sega claim, although it remains to be seen how much progress has 
been made by most developers. The whole "I don't want Windows CE" argument 
is really dumb in terms of thinking your console will 'crash' or that games 
won't use the systems true potential as they're tied to DirectX drivers - a 
valid query is the role of "Bill" in all of this. Allegedly, there is even a 
Microsoft logo on the DC itself! But I wouldn't worry about MS "bloatware" 
filling the DC's RAM - Windows CE is a very tidy piece of coding apparently. 
Don' fall into the trap of thinking "Uh-oh! Microsoft alert." *all* the 
time! 


VVVVVVVVVV VV 


As far as I know WindowsCE is very good. It is very hard to crash. But I 
just think that Bill Gates is spreading his imperium to far. 

I remember a funny picture on witch Bill Gates offers the White House to 
take over half of all america's depth to change 'USA' for 'MS USA'. Well 
that showes what I mean. Even if you go to Toys 'r Rush, you see 
Barney-dolls for small chideren.... by microsoft! 


Remember, the games industry moves in cycles. Look at what happened to 
Atari and *is* happening to Nintendo - and don't think that Sony are resting 
on their laurels. Sega have learnt a lot from their mistakes and look likely 
to bounce back BIG! 10 years ago it was impossible to imagine Nintendo 
messing up - now you can find copies of new N64 games here in Hong Kong for 
a fiver. Little kids who grew up on the 32-bit consoles can be forgiven for 
writing off Sega, but us lot should appreciate that they are one of the 
great gaming companies! 


VVVVVVVV 


I hope for SEGA that they learned... Atari was one of the first game 
developers. They had the first colour handheld, the first 16-console, 
the first 64 (or 32 what was it) and so on. And time after time they 
made the same mistakes. Sega made some mistakes too and with launching 
the saturn, they did not learn. In Holland, the saturns (as far as you 
can still get them) are still twice as expensive as a N64. 

And what about all those differt types of hardware sega started making.. 
Don't get me wrong, the DC could be the next followup in the line 
SNES-PSX-... but I'm not going with the hype and just wait. I'll have to 
see. I can even remember that I was completely head over heals about 
Nintendo's project X (co-operation wth Sillicon). It took them over 3 
years to release the project as N64. And see what happened.. 


> My take on the PS2 rumour mill is that its all an announcement to takes 
> steam out of the Dreamcast launch - encouraging people not to buy it and 
> wait for PS2. April 99 my arse - remember how often the N64 was delayed? 


Maybe it is, maybe not. I think it's good to take some steam of the DC. 
Not to encourage people to buy or not, but to wait untill Sega proves 
some of it, and showes a large list of great games that are availeble. 


I'll just wait and see... 


DEnnis.. 
—-MESSAGE FILE 3866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02578 


-—-MESSAGE FILE 3867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002579 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Fri, 25 Sep 1998 22:24:56 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldfxj5p.sbkywslypklkwN@al-—88-139.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
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1l.nl> <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <ldfwvfl.12ebif7 
130dcliN@al-88-135.al.nl> <Olbde821S857d7b40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: al-88-139.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 
Does this mean you have an IMAX... 


> 
> 
> George 
> 


no, but I rent one now and then.. 


DEnnis.. 
—-MESSAGE FILE 3867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02579 


—-MESSAGE FILE 3868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002580 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intend to buy 

Date: Fri, 25 Sep 1998 22:24:58 +0200 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldfxjkh.liv4196ltpsy7kN@al1-88-139.al.nl1> 

References: <ldfwwun.143hzmbnhyy0wN@al-88-135.al.nl> <6ug638S$ja97@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: al-88-139.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <ferguson@hkstar.com> wrote: 


> What games do I plan on getting next? Well, here's a few ideas before Xmas 
> (the * ones are DEFINITE) 

> 

> — Zelda (N64)* 


If it's in the shops by then, hehehehehe... 


> — Color Gameboy with a few games (Zelda? Mario? Tetris?) * 


Did you like the Color Gameboy? I think the quality is very poor. 
And I don't like the design of the cgb. I think the pgb is much nicer. 


DEnnis.. 
—-MESSAGE FILE 3868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02580 


—-MESSAGE FILE 3869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002581 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Fri, 25 Sep 1998 22:25:00 +0200 

Organization: Debri Productions 

Lines: 43 

Message-ID: <ldfxjvu.4ujf2zsftfz3N@al—88-139.al.nl1> 

References: <ldfwwun.143hzmbnhyy0wN@al-88-135.al.nl> <360B98ED.96D7EABO@easynet.co.u 
k> 

NNTP-Posting-Host: al-88-139.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Phil Gooch <philg@easynet.co.uk> wrote: 


> I don't own many games. Funnily enough, I'm not that into playing games! I 
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like games programming because I love problem solving and fiddling around 
with maths and algorithms and stuff. However, every so often I go through a 
games playing phase and spend hours on them. But I wouldn't describe it as 
one of my main hobbies. 


VV V V 


Same here, I buy tonns of games, just in case I will find the time to 
play them. Some games I got over a year ago have been played maybe 10 
minutes. 


Here's what I've got (all platforms). As you can see, I prefer adventure 
and strategy games 
Mac: 


Warcraft II 
——THE best battle/strategy game. Much more fun than C&C 


HVVVVVV VV 


agree, but what about StarCraft? Same developers and much more 
options. And it has the feel from WC. 

I also have WarCraft and still like it a lot. What about C&C? The 
mac-version was so much better than the PC version. The graphics wer 
much nicer. 


> Buried in Time 
> —— better-than-Myst point and click graphic adventure. Awesome rendered 
> graphics (esp. Leonardo da Vinci's house and gardens) 


I have the Journeyman Project, it was rather nice, but the sequel 
(buried..) supposed to be much better 


And do you know F/A 18? If you know the controls, it's the best 
flightsim there is. 


Cheers,,, 


DEnnis.. 
—-MESSAGE FILE 3869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02581 


--MESSAGE FILE 3870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002582 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Fri, 25 Sep 1998 22:25:04 +0200 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldfxk85.te02zplt6éqh60N@al-—88-139.al.nl> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360ACB8A.537F@manc.u-net.com> < 
ldfwmr5.to7aym1l2wo0w0N@al-88-115.al.nl> <360BADEB.12FC@writeme.com> 
NNTP-Posting-Host: 81-88-139.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Congratulations Tanvir... 

This is about the article with the most response I've seen in here.. 
Cheers, 

DEnnis.. 


—-MESSAGE FILE 3870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02582 


—-MESSAGE FILE 3871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002583 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: Fri, 25 Sep 1998 22:25:06 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldfxkel.leslzuj7yuvfpN@al-—88-139.al.nl1> 
References: <360BB629.2979@writeme.com> <6ugh7v$ja913@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-139.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Ryan <ben.johnson@canada.com> wrote: 


> Phew.. and I didn't even mention the Grav Championship once. 
> 


> Rob Ryan. 


I'm working on a CW-version... I did not manage to get it to work 
properly with PScomUtil. 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 3871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02583 


—-MESSAGE FILE 3872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002584 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Fri, 25 Sep 1998 22:33:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <360c19c8.15425671@news.playstation.co.uk> 

References: <360bfe97.8463455@news.playstation.co.uk> <360BF35F.7303@manc.u-net.com> 
NNTP-Posting-Host: host5-99-53-76.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 25 Sep 1998 20:47:43 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>Good work Tanvir keep it up! I particularly note the distance- 
>blur effect for the background. Although I'm not sure I'd fancy 
>driving one of those cars over that jump! :-) 

> 

>Jim 

> 

>PS Did you not get the <IMG SRC="ftp/art2.jpg"> .html tip I gave 
>you for showing them actually on your page? 

>( </IMG> is not strictly necessary ) 


>-- 

> 

>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


Cheers James for your nice opinion. 


I converted the files to JPG and GIF but they still don't show up. 
Even BMP don't show. Tell me if you can see any pictures on my page as 
I can't. I don't really know what to do as my page looks a bit 
rubbish. 


Cheers again. 


KKEKKKKKKKKKKKKKKKKKKKKKK 


Tanvir Khan 
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EMAG DESIGN 


2bad@lineone.net 

* < x k k k k k x k x k x x x x x x x < 

--MESSAGE FILE 3872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02584 


--MESSAGE FILE 3873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002585 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: The dreaded Linux query again.... 

Date: Fri, 25 Sep 1998 23:50:02 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 22 

Message-ID: <360C1E1A.F9030548@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 i586) 


<HTML> 
Greetings one and all, 


<P>&nbsp; I've just been setting things up to develop my Yaroze stuff under 
Linux and have had one or ten problems.énbsp; There's a little thread on 
scee.yaroze.programming.gnu_compiler documenting things of anyone would 
care to help...&nbsp; I&nbsp; suppose I&nbsp; could cross-post it to here 

if people really do want me to, but Iénbsp;don't see much point at the 
moment. 

<PRE>--&nbsp; 

Take care, 


JT 


énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; énbsp; &énbsp; 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; énbsp; 
&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; \\|// 
énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; 
énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; énbsp; &énbsp; 
&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; (Օ-0Օ) 

օՕՕ (_) OOo 
&nbsp; "I can take you out with just a flick of my wrist" - Garbage (Supervixen) 
e-mail: jt061@nova.mdx.ac.uk&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; Internet URL:&nbsp; <A HR 
EF="http://www.mdx.ac.uk/~jt061/">http://www.mdx.ac.uk/~jt061/</A> 
&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; Home: 01623 635037&nbsp; &nbsp; &nbsp 
; nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp 
; nbsp; &nbsp; &nbsp; Mobile: 0956 652763</PRE> 
&nbsp; </HTML> 


--MESSAGE FILE 3873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02585 


--MESSAGE FILE 3874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002586 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Sat, 26 Sep 1998 00:00:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <360c2ac0.501451@news.playstation.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-—88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360a6543.39682809@news.scea.son 
y.com> <ldfvwze.luzleruv0Oukn1N@al-—88-135.al.nl1> 

NNTP-Posting-Host: p21-jay-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
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On Thu, 24 Sep 1998 23:58:23 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>> Actually, I prefer some beer and some porn, it suits my inferior 
>> intellect! [wink] 

>> 

> 

>COme over to Holland, You'll like it!! We have porn on Telly every 
>night! And you should see the Red Light District 

> 

> 


If you have cable/satellite telly here you can get porn every night as 
well. Not that I watch any of it of course....I'm much too busy 
fiddling with my Yaroze..... 


Richard. 


Page 2467 


—-MESSAGE FILE 3874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02586 


—-MESSAGE FILE 3875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002587 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Fri, 25 Sep 1998 23:24:16 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <360C5E60.D8756769@bigfoot.com> 


References: <360bfe97.8463455@news.playstation.co.uk> <360BF35F.7303@manc.u-net.com> 


<360019c8.15425671@news.playstation.co.uk> 
NNTP-Posting-Host: 432.dialup.datasys.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Tanvir Khan wrote: 
> 


> I converted the files to JPG and GIF but they still don't show up. 


If you have converted them properly, then that isn't the problem. It 
isn't from what I've seen. All your images are in your FTP directory, 
yet the web page is looking for it's images in it's parent directory, 
rather than the FTP directory. This is easy enough to fix. 


> Even BMP don't show. 


They wouldn't. Bitmaps are not standard internet image files... Only GIF 
and JPEG really fall into that catageory. 
"Darco 


PS: If you don't know it already, it might be a good idea to learn HTML 
before you start օո C. 


—-MESSAGE FILE 3875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02587 


—-MESSAGE FILE 3876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002588 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: First Artwork 

Date: Sat, 26 Sep 1998 11:25:43 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 49 

Message-ID: <6uigqg$ja916@chuka.playstation.co.uk> 

References: <360bfe97.8463455@news.playstation.co.uk> <360BF35F.7303@manc.u-net.com> 
<360c19c8.15425671@news.playstation.co.uk> 

NNTP-Posting-Host: lon-dnbsj-132.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tanvir Khan <2bad@lineone.net> wrote in message 
<360c019c8.15425671@news.playstation.co.uk>... 

>I converted the files to JPG and GIF but they still don't show up. 
>Even BMP don't show. Tell me if you can see any pictures on my page as 
>I can't. I don't really know what to do as my page looks a bit 
>rubbish. 


Not bad for an hours work Tanvir. 


One thing I nocticed about your HTML source is that you are referencing your 
images 

locally on your hard disk & referencing the parent directory of your ftp 
directory 


replace 


<BODY BACKGROUND="../ftp/imagel. jpg"> 

with 

<BODY BACKGROUND="ftp/imagel.jpg"> 

and replace 

<H1><A><IMG SRC="file:///../ftp/art2.jpg" WIDTH="500" HEIGHT="500"></A></H1> 
with 

<H1><A><IMG SRC="ftp/art2.jpg" WIDTH="500" HEIGHT="500"></A></H1> 


and finally I just noticed you have a ref to your private ftp area in the 
following tag 


SRC="www.netyaroze-europe.com/~tanvirk/private_ftp/emag2.jpg" WIDTH="289" 
HEIGHT="89"> 


which probably only _you_ can access. 
cheers 
Nick S 


PS maybe you should dump hotmetal & go with notepad, I find those 
WYSIWYG HTML editors a real pain in the arse & only use them to give 
me demo HTML code. 


—-MESSAGE FILE 3876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02588 


—-MESSAGE FILE 3877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002589 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Sat, 26 Sep 1998 13:56:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <360CE490.5CBB@manc.u-net.com> 

References: <360bfe97.8463455@news.playstation.co.uk> <360BF35F.7303@manc.u-net.com> 
<360c19c8.15425671@news.playstation.co.uk> <6uigqg$ja916@chuka.playstation.co.uk> 
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Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Slaven wrote: 

> PS maybe you should dump hotmetal & go with notepad, I find those 

> WYSIWYG HTML editors a real pain in the arse & only use them to give 
> me demo HTML code. 


Yeah, I've only had ring-pains with html editors too -- I do 
all my webstuff using notepad also, to get full control and give 
it an individual touch. 


It's really easy to learn how to do something in HTML Tanvir, 

just do "view document/frame source" in your browser on a page 

that does something you want to do, and check out the notation. 

It takes some trial and error at first, and always make sure your 
page will still look okay under many different screen resolutions. 
Also, make sure that the load time isn't ages by doing a full "reload" 
or no-one will ever be arsed hanging around waiting every time for a 
load of huge pictures that they've already seen (it will always be 
quick for you as they will mostly stay in your cache) Or do smaller 
versions of artwork and say 'click on the image to view full size' 
like on DEnnis' ECTS-totty page. 


You must make sure the syntax is correct or you may find your 

page works fine on your browser but buggers up on others. 

The main thing is for every <command> always end it with </command> 
but then there are pro web developers around here that know a damn 
sight more than I do about it so I'll shut up before I say something 
that's bollards. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


2469 


—-MESSAGE FILE 3877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02589 


-—-MESSAGE FILE 3878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002590 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Sat, 26 Sep 1998 11:47:32 -0400 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <360D0C94.7393FD44@bigfoot .com> 


360CE490.5CBB@manc.u-net.com> 
NNTP-Posting-Host: 98.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


mes Shaughnessy wrote: 


Ja 
> 
> Nick Slaven wrote: 

> > PS maybe you should dump hotmetal & go with notepad, I find those 

> > WYSIWYG HTML editors a real pain in the arse & only use them to give 
> > me demo HTML code. 

> 
> 
> 


Yeah, I've only had ring-pains with html editors too -- I do 
all my webstuff using notepad also, to get full control and give 


References: <360bfe97.8463455@news.playstation.co.uk> <360BF35F.7303@manc.u-net. 
<360c19c8.15425671@news.playstation.co.uk> <6uigqg$ja916@chuka.playstation.co.uk> Հ 


com> 
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> it an individual touch. 
> 


I use the editor built into Netscape Communicator, and then after I 
finish the web page I go back and add the final touches by hand. 
(Netscaoe has a bad habbit of putting spaces and carrage returns in the 
ODDEST places, and often where they are detremental to the look of the 


page) 


It's just so much faster to make it in a editor, and then go back and 
fix any minor quirks that you may have had with it. The result is pretty 
good, and you get no less control. 


If you have Netscape Communicator, check out http://www.vwtonline.com, I 
made this website to help pay for my Net Yaroze system. I wrote it the 
way I described above. 


"Darco 
—-MESSAGE FILE 3878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02590 


—-MESSAGE FILE 3879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002591 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: 26 Sep 1998 17:59:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01bde976S9e3f4040S026f6f6ftwo> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360a6543.39682809@news.scea.son 
y.com> <ldfvwze.luzleruvOukn1N@al1-88-135.al.nl> <360c2ac0.501451@news.playstation.co 
.uk> 

NNTP-Posting-Host: host5-99-59-147.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Just how many different translations is there for the word 
Yaroze, Richard seems to have went of on a different tangent 
to the others though ;-) 


Pete. 

> 

> If you have cable/satellite telly here you can get porn every night as 
> well. Not that I watch any of it of course....I'm much too busy 

> fiddling with my Yaroze..... 

> 

> Richard. 

> 

> 


—-MESSAGE FILE 3879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02591 


—-MESSAGE FILE 3880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002592 

Path: chuka.playstation.co.uk!macpaul 

From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Sat, 26 Sep 1998 20:08:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <ldfzbwg.1m4k4tqlddepqwN@th-pm07-12.ndirect.co.uk> 

References: <360bfe97.8463455@news.playstation.co.uk> <360BF35F.7303@manc.u-net.com> 
<360c19c8.15425671@news.playstation.co.uk> <6uigqg$ja916@chuka.playstation.co.uk> Հ 
360CE490.5CBB@manc.u-net.com> <360D0C94.7393FD44@bigfoot.com> 

NNTP-Posting-Host: th-pm07-12.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 37 days) 
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Darco <darco@bigfoot.com> wrote: 
James Shaughnessy wrote: 


Nick Slaven wrote: 

> PS maybe you should dump hotmetal & go with notepad, I find those 

> WYSIWYG HTML editors a real pain in the arse & only use them to give 
> me demo HTML code. 


Yeah, I've only had ring-pains with html editors too -- I do 
all my webstuff using notepad also, to get full control and give 
it an individual touch. 


VVVVVVVVVV 


I use the editor built into Netscape Communicator, and then after I 
finish the web page I go back and add the final touches by hand. 
(Netscaoe has a bad habbit of putting spaces and carrage returns in the 
ODDEST places, and often where they are detremental to the look of the 


page) 


It's just so much faster to make it in a editor, and then go back and 
fix any minor quirks that you may have had with it. The result is pretty 
good, and you get no less control. 


If you have Netscape Communicator, check out http://www.vwtonline.com, I 
made this website to help pay for my Net Yaroze system. I wrote it the 
way I described above. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 


'Darco 


Anyone using a Mac to develop sites should try Cyberstudio 3. Excellent 
wysiwyg package. 


But then, I think this thread has now gone completely off track!! 


~mp 
--MESSAGE FILE 3880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02592 


--MESSAGE FILE 3881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002593 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 
Date: 27 Sep 1998 11:04:41 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <0Olbde9a2Saf51f680Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <ldfwwun.143hzmbnhyy0wN@al-88-135.al.nl> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


1) Metal Gear Solid (PS-US) 

2) Turok 2 with RAM PACK (N64-US) 
3) Zelda (N64-US) 

4) Ridge Racer 4 (PS-JAP) 

5) Dreamcast (JAP) 

6) Sega Rally 2 (DC-JAP) 

7) Sonic Adventure (DC-—JAP) 

8) Color Gameboy (US) 

9) Super Mario (Color Game Boy-US) 
10) Capcom Classics (PS-US) 


--MESSAGE FILE 3881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02593 


—-MESSAGE FILE 3882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002594 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: First Artwork 

Date: Sun, 27 Sep 1998 12:43:20 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 


Message-ID: <360e3297.5860774@news.playstation.co.uk> 
References: <360bfe97.8463455@news.playstation.co.uk> 
NNTP-Posting-Host: host5—-99-43-37.btinternet.com 


X-Newsreader: Forte Free Agent 1.11/32.235 
Cheers guys, 


With your help I got pictures on my webpage, 
the background image. 


Anyway do you have to have the files in the ftp in order to display 


them? 


Cheers. 


Tanvir Khan Emag Design 


but still cannot display 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 
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—-MESSAGE FILE 3882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02594 


-—-MESSAGE FILE 3883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002595 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Second Artwork 

Date: Sun, 27 Sep 1998 15:57:39 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 


X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 

I put my second piece of artwork on my page. 
http://www.netyaroze-europe.com/~tanvirk 
It's a design of a car. 

Please tell me your opinions. 


Cheers. 


* k k k k k k k k k k k k k k k k k k k k k k k k k k X < 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
* < k K k k < k < k k < k < k k < k k < k < k k < k < < x < 


Message-ID: <360e6027.17527282@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-49-132.btinternet.com 


--MESSAGE FILE 3883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02595 


—-MESSAGE FILE 3884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002596 
Path: chuka.playstation.co.uk!news 


Net Yaroze newsgroups message dump.txt Page 2473 


From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Sun, 27 Sep 1998 17:02:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <360E5371.35CB34A6@hv.se> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <360B7303.15D9@manc.u-net.com> <ld 
fwyrg. luyxtgu219vx4N@al-88-115.al.nl> <360BEAF2.40EE@manc.u-net.com> 
Reply-To: bweut98@hv.se 

NNTP-Posting-Host: brage.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


James Shaughnessy wrote: 


ve a 

couple of consoles. Even if you only have a PSX you'll still need 
to keep swapping the aerial / plugs to play on your splendid new PSX2 
if it's not backward compatible. (and you don't have a £2000 TV with 
multiple SCART inputs) 


V V V V V 


socket. 
and even if it doesnt you just buy a £5 multiple scart socket box to plug 
into the one socket. 


--MESSAGE FILE 3884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02596 


—-MESSAGE FILE 3885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002597 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Sun, 27 Sep 1998 17:43:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <360EF6B4E.58AD@manc.u-net.com> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <360B7303.15D9@manc.u-net.com> <ld 
fwyrg. luyxtgu219vx4N@al-88-115.al.nl> <360BEAF2.40EE@manc.u-net.com> <360E5371.35CB3 
4A6@hv.se> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Brian West wrote: 

> 22222222 Nearly all tvs over 14 inch nowadays have more than 1 scart 
> socket. and even if it doesnt you just buy a £5 multiple scart socket 
> box to plug into the one socket. 


22222222 problem solved then. I was just pointing out an advantage 

of the PSX2 being backward-compatible. If you have a TV over 14" 

and lots of room then well done, but not everyone does. 

—-MESSAGE FILE 3885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02597 


—-MESSAGE FILE 3886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002598 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hong Kong Fooey 

Date: Sun, 27 Sep 1998 22:02:25 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6um96f$ja918@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem005.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya, 

Just to say, I'm back from HK (tho' it was as if I was never away, eh?) 
so feel free to keep those demo submissions rolling in! Sorry to 
everyone who sent me stuff after I left for London - I'll be doing a 
mega-update this weekend hopefully to make up for it! 

Nick F 


PS Sorry to you ICQ people I keep KBing - it seems to be messing up my 
net connection so I might not use it for a while/ever... :-) 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 3886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02598 


—-MESSAGE FILE 3887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002599 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: 27 Sep 1998 22:59:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360BB179.403B@w 
riteme.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Fri, 25 Sep 1998 16:06:33 +0100, James Rutherford wrote: 
>James Russell wrote: 


> 

>> o Instead of Memory Cards, miniDiscs. 

> 

>You know, that's a damn good idea. 

> 

>Imagine knocking up a few Fluid riffs or using Codie's new sequencer and 
>being able to save /direct/ to minidisc - coo! 


Does anyone have any idea what kind of storage capacity a minidisc _really_ 
has? Given that when they're used to store music, they're using lossy 
compression, which really isn't good for digital data, they'd make a pretty 
poor substitute for memory cards in their current configuration. What kind of 
media is it, also? MO, or just plain magnetic media? 


Toby. 
—-MESSAGE FILE 3887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02599 


—-MESSAGE FILE 3888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002600 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 
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Date: Mon, 28 Sep 1998 09:31:15 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 11 

Message-ID: <360F4953.3091CE5@scee.sony.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ուլ» <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360BB179.403B@w 
riteme.com> <slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Toby Sargeant wrote: 
> 


> Does anyone have any idea what kind of storage capacity a minidisc _really_ has? 


Bout 140 MB, methinks. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


The penalty for bigamy is having two mothers-in-law. 
-—-MESSAGE FILE 3888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02600 


—-MESSAGE FILE 3889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002601 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Mon, 28 Sep 1998 09:42:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <360F4BF8.7F6C62F2@easynet.co.uk> 

References: <ldfwwun.143hzmbnhyy0wN@al-88-135.al.nl> <360B98ED.96D7EABO@easynet.co.u 
k> <ldfxjvu.4ujf2zsftfz3N@al—-88-139.al.nl> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


> Buried in Time 
-- better-than-Myst point and click graphic adventure. Awesome rendered 
> graphics (esp. Leonardo da Vinci's house and gardens) 


v 


I have the Journeyman Project, it was rather nice, but the sequel 
(buried..) supposed to be much better 


VV VV V V V 


I don't play it anymore. If you want it, you're welcome to it. Send me your 
address and I'll post it to you 


Phil 


—-MESSAGE FILE 3889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02601 


-—-MESSAGE FILE 3890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002602 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Mon, 28 Sep 1998 12:02:32 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldfx2wh.10rj8t304y7qmN@al-—88-127.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <ldfwvfl.12ebif7 
1j30dc1liN@al-88-135.al.nl> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> o Instead of Memory Cards, miniDiscs. 


The Iomega discs? or an own format? 


V V V V V 


STOOOPIIIID, Sony Minidiscs of course. But the iomega ones are rather 

cool. 40Mb on a disc half the sise of a miniDisc 

(I think it's clalled 'Click') 

--MESSAGE FILE 3890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02602 


—-MESSAGE FILE 3891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002603 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Mon, 28 Sep 1998 10:59:42 +0100 

Organization: DMA Design Ltd 

Lines: 29 

Message-ID: <360F5E0E.3513@dma-design.com> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <01bde9a2šSaf51f680Sf2e832a2@gba 
in.wav.scee.sony.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Sooo... What games am I playing? What games am I wanting? Where do I 
start! 


Currently getting played on the PSX is Tomba! A *superb* platformer with 
a great sense of humour, a great degree of depth & a lot to do in it. I 
can't reccomend this game enough. 


On the Saturn, I'm still playing through "Silhoutte Mirage", another 
platformer that's about to come out for the PSX. It's got some new 
ideas, a few new concepts, and some great level design. Very tough too. 


On the PC, I'm still playing Sensible Soccer 2000. Not perfect, but 
still 'nice'. Brings back memories of late night sessions at Sensi with 
my two flatmates at University. 


I'm currently waiting for Metal Gear Solid like everyone else. I've 
heard nothing but good things about it. I'm *desperately* wanting 
Hardwar on the PC, something meaty & in depth to sink my teeth into. 


There's few 'must haves' for me on the PSX this Christmas - there are 
some excellent games coming out, but I'm gonna wait & see what I buy... 
Been burned too much. 


As for the Dreamcast, I can't *wait* for its release. Sonic Adventures 
looks world class. 
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լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02603 


—-MESSAGE FILE 3892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002604 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: Mon, 28 Sep 1998 17:30:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6uodit$5u51@chuka.playstation.co.uk> 

References: <360BB629.2979@writeme.com> <6ugh7v$ ja913@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Robert Ryan wrote: 


> 

> Things like having to wait for 

> several hundred home page listings to pop up each time you log on, or 

> the 'most recently updated' listing that only counts the first character 
> of the date string, or the fact that someone's HTML tags aren't always 

> closed on the home page listings blah blah rant rant drivel etc. 

Is it just me.. or have they changed the background colour to an 


off-white? Bit of a pain if you chose a light font colour for your home 
page listing. Is this the signal of some kind of major overhaul, or are 
they just trying to screw with our heads?? Does this posting belong on 
problems.internet? Am I talking out of my arse? Is the GNU in GNU really 
a recursive acronym? How many people actually check my postings off as 
‘read’ without actually reading them? Why does the 'most recently 
updated' listing now list the home pages in correct order, but in 
batches of 36? What was in the briefcase in Pulp Fiction? 


I'm probably just imagining it all, and everything will be back as it 
was when everyone else checks back. 


Cheerio, 


Rob Ryan. 
—-MESSAGE FILE 3892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02604 


—-MESSAGE FILE 3893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002605 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 
Date: Mon, 28 Sep 1998 11:57:48 -0400 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <360FBIFC.A45C5C94@cobite.com> 

References: <ldfwwun.143hzmbnhyy0wN@al1l-88-135.al.nl> 
NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (211: I; Linux 2.0.33 1586) 


Myself, I own way too many games, they are all sitting in a corner at 
home at the moment collecting dust while I mean to get back to them and 
either play them thru again and get all the secret stuff I missed the 


Net Yaroze newsgroups message dump.txt 
first time, or get better at them, or finish them... 


Right now I get the most use out of: 


PSX: 

Tekken 3 (Jap) - Love this game... 

N20 (US) - This game is cool, trippy, mindless fun. 

Metal Gear Solid Premium (Jap) - I took Nick F's advice and splurged 

on this one...argh! I don't understand a word they're saying and I'm 
stuck... 

Einhander (US) - Nice game, hard as hell... 

Fighting Force (US) - Hey, its more mindless "beat the crud out of 


everyone" but I enjoy that, being a DoubleDragon fan from hell... 
Street Fighter Collection: I pull this out once in a while to get some 
use out of SFA2 Gold... 


PC: 
Unreal - Nice looking shooter. Voodoo2 graphics....mmmmm 
Dune2000 - Dune2 was great fun, a nice throwback to it... dont expect 


too much from it though. 


I want to get: 


PSX: 

Xenogears - I played the demo from Parasite Eve, really cool...cant wait 

for this 

FF8 - Gee, I wonder why! 

MGS (US) - Im seriously considering selling just the CDs from MGS Jap, 
keeping the premium package stuff, and buying the US version cuz the 
lack of plot that I can understand drives me _nuts_!!! Anyone? 

Ghosts and Goblins Collection - You have to love a game where the hero 


runs around in his underwear! :) 


My programming efforts seem to suffer because of all this game 
playing... sigh... 


Craig 
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—-MESSAGE FILE 3893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02605 


—-MESSAGE FILE 3894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002606 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Playstation 2 details 

Date: Mon, 28 Sep 1998 18:25:53 +0100 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <360FC6A1.635B@writeme.com> 


riteme.com> <slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: atl4-m09.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Toby Sargeant wrote: 


Given that when they're used to store music, they're using lossy 
compression, which really isn't good for digital data, they'd make a 
pretty poor substitute for memory cards in their current 
configuration. 


V V V V 


Surely you can put whatever you want on them - the digital data doesn't 
/have/ to be compressed. 


References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ուլ» <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360B 


B179.403Bew 
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I think they'd be excellent - cheap, small, (from what I've seen) fairly 
rugged and [when you get bored] you can put music on ‘em! 


James. 
—-MESSAGE FILE 3894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02606 


—-MESSAGE FILE 3895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002607 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: First Artwork 

Date: Mon, 28 Sep 1998 18:45:20 +0100 

Organization: The Hex Heroes 

Lines: 17 
Message-ID: <360FCB30.290E@writeme.com> 

References: <360bfe97.8463455@news.playstation.co.uk> <360e3297.5860774@news.playsta 
tion.co.uk> 

NNTP-Posting-Host: atl4-m09.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Tanvir Khan wrote: 


> 

> Cheers guys, 

> 

> With your help I got pictures on my webpage, but still cannot display 
> the background image. 

Try a <body background = "picture.gif"> tag. 


> Anyway do you have to have the files in the ftp in order to display 
> them? 


Nope - you can do whatever the hell you like (as long as you reference 
everything properly). I suggest creating a folder called 'gfx' somewhere 
in your web-space root and stuff all your graphics in there. 


James (~mrfrosty) 
—-MESSAGE FILE 3895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02607 


—-MESSAGE FILE 3896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002608 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Atari joystick...? 

Date: Mon, 28 Sep 1998 11:51:46 -0700 

Organization: Bwahaha 

Lines: 21 

Message-ID: <360FDAC2.2ABE499A@sShell.jps.net> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2608 scea.yaroze.freetalk 
21007 


Completely unrelated to the Yaroze, but do any of you out there have 
an old (but functional) Atari 2600-type joystick around? 


Reason why is that I met up with an hold jr. highschool friend and 
found out that he still had his Atari 520ST, so I bought it from him. 
(Nostalgic reasons, I guess.) Only thing is that he didn't have the 
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joystick any more. The only program I can run on that thing now is 
Missle Command :P, all the other games require a joystick... : ( 


So ... if anyone would like to donate or sell of your old 520ST- 

compatible joystick, can you please send me an e-mail? Thanks! 

primary address: tenchi@shell.jps.net 

secondary address: tenchi@cisco.com 

Mata ne, dak sie 

- e! see tenchi@shell.jps.net Eis 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) E- http://www. jps.net/tenchi 


—-MESSAGE FILE 3896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02608 


vids 


-—-MESSAGE FILE 3897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002609 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: 28 Sep 1998 22:36:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <slrn710494.m22.tjs@longford.cs.monash.edu.au> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360BB179.403B@w 
riteme.com> <slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> <360FC6A1.635B@writeme.co 
m> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 28 Sep 1998 18:25:53 +0100, James Rutherford wrote: 

>Toby Sargeant wrote: 

> 

>> Given that when they're used to store music, they're using lossy 

>> compression, which really isn't good for digital data, they'd make a 
>> pretty poor substitute for memory cards in their current 

>> configuration. 

> 

>Surely you can put whatever you want on them - the digital data doesn't 
>/have/ to be compressed. 


Well, yes. But given that the only storage figures I had were in terms of 
lossy compression, I figured it would be good to know how much uncompressed 
data you could store on them, before deciding whether they were a good 
choice. My suspicions were that they'd be about 100 meg, based purely on 
the fact that the discs looked like they were MO, and the surface area is 
about 1/6 of a cdrom. 


>I think they'd be excellent - cheap, small, (from what I've seen) fairly 
>rugged and [when you get bored] you can put music on ‘em! 


Personally I think that everyone should switch to holographic memories, if 
for no other reason than that they'd _look_ cool :) 


Toby. 
—-MESSAGE FILE 3897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02609 


—-MESSAGE FILE 3898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002610 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Tue, 29 Sep 1998 00:53:52 +0200 

Organization: Debri Productions 
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Lines: 13 

Message-ID: <ldg2af6é.w7a3pg38153wN@al-88-137.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ոլ» <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360BB179.403B@w 
riteme.com> <slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 81-88-137.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Toby Sargeant <tjs@cs.monash.edu.au> wrote: 


> What kind of 

> media is it, also? MO, or just plain magnetic media? 
> 

> Toby. 


To be exact.. MO is also Magnetic Media.. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 3898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02610 


-—-MESSAGE FILE 3899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002611 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: 28 Sep 1998 23:44:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <slrn71087i.mcl.tjs@longford.cs.monash.edu.au> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <360BB179.403B@w 
riteme.com> <slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> <ldg2af6é.w7a3pg38153wN@al 
—-88-137.al.n1> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 29 Sep 1998 00:53:52 +0200, DEnnis Brinkhuis <macsuppor@al.nl> wrote: 
>Toby Sargeant <tjs@cs.monash.edu.au> wrote: 

> 

>> What kind of 

>> media is it, also? MO, or just plain magnetic media? 

>> 

>> Toby. 

> 

> 

>To be exact.. MO is also Magnetic Media.. 


Hence the 'just plain' :) Given that MO stands for magneto optical. 
The thing I _don't_ know, though, is whether reading is done magnetically or 
optically. I know that writing is done magnetically, using a laser to heat 
the recording media up to allow the polarisation of the individual particles, 
but I don't know whhether this causes a magnetic or an optical change in 

the media. 


Toby. 
—-MESSAGE FILE 3899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02611 


—-MESSAGE FILE 3900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002612 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Atari joystick...? 

Date: Tue, 29 Sep 1998 01:55:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 20 

Message-ID: <36102FEE.719@manc.u-net.com> 
References: <360FDAC2.2ABE499A@shell.jps.net> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Elliott Lee wrote: 
> Completely unrelated to the Yaroze, but do any of you out there have 
> an old (but functional) Atari 2600-type joystick around? 


You can use any 9-pin standard joystick -- orginally the Atari console, 
then the CBM64, then Amiga and ST all use that same standard. 

Anyhoo the best (arguably) is the Competition Pro 5000 or the ZipStick 
which are compatible with any machine above. Or do you want the 
original right-handed-only Atari stick (that always broke)? 

You will definitely be able to buy one of these joysticks in any 
2nd-hand store (being so common with the 16-bit machines), as I say I 
recommend going for the Comp Pro 5000 for some serious high-level Kick 
Off 2 matches, or some 3-player Super Sprint sessions. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02612 


—-MESSAGE FILE 3901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002613 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: Tue, 29 Sep 1998 01:55:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <3610300A.4505@manc.u-net.com> 

References: <360BB629.2979@writeme.com> <6ugh7v$ ja913@chuka.playstation.co.uk> <6uod 
it$5u51@chuka.playstation.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Ryan wrote: 

> Is it just me.. or have they changed the background colour to an 

> off-white? Bit of a pain if you chose a light font colour for your 
George obviously fixed that by registering some pages himself, using 
"ԵԼՅհ.." as our page description and making it appear as though I 
can't even type my own name.. 

I much prefer it black but hey I'm just one voice and I think I 

was the only one who preferred the new one anyhoo. Back to 
migraine-inducing white, but that's democracy I guess! 


> What was in the briefcase in Pulp Fiction? 


You know the part where Marcellus Wallace is facing away from the 
camera (the first time you see him) and you see he has a plaster on the 
back of his neck? Well that's a clue I hear. 

It seems that the Devil's Soul is removed by a hook via the back of the 
head. This is why he is so keen on Jules and Vincent to retrieve 

said briefcase, which indeed contains Marcellus' soul -- 

The Soul Of The Devil. 

There's other clues in there too like something about those geysers 
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that Jules and Vincent go to kill in the hotel (eating the Big Cahooner 
Burger) being angels, but I'm not sure if that's what Tarrantino 

had in mind.. By definition though it makes no difference, the film 
merely being a "soggy mass of non-fact" of course! 


Jim 


PS I finally completed both TOCA on full season and Tomb Raider II 
recently, so I might have to actually do some coding now... ;) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02613 


-—-MESSAGE FILE 3902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002614 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Compressing TIMs... 

Date: Tue, 29 Sep 1998 01:39:35 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <36101E37.52C5@mundivia.es> 
Reply-To: javier0003@mundivia.es 
NNTP-Posting-Host: info19555181141.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Hi All, 


A few days ago, I started to code a ms-dos program to compress 

TIMs in PSX main memory and restore it in frame buffer. 

You can download the program 'TimZip' ( with sources ) and an 
example in my page: http://www.netyaroze-europe.com/~javier/ 

This is a Beta version, only works with 4/8 bits TIM formats, 

I've only implemented RLE encoding method, I've tested Huffman tress 
encoding but it doesn't compress enought. 

Anyway, if your TIMs hasn't got some blocks of lines with the 

same color, your compress TIM could be greater than original TIM!!!. 


Next updates: Full TIMs/VABs/VAGs support, LZW+RLE encoding or 
maybe Fractal/JPG. 


Cheers. 


Javi. 
—-MESSAGE FILE 3902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02614 


—-MESSAGE FILE 3903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0002615 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: 29 Sep 1998 11:17:13 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Sender: thutton@TECH10 

Message-ID: <uk92npvja.fsf@cybec.com.au> 

References: <6uf42g$ja93@chuka.playstation.co.uk> 
<ldfwn22.a7u8a0bydajoN@al-88-115.al.nl> <360B4B18.78B1@mdx.ac.uk> 
<360B6890.B28C6C76@scee.sony.co.uk> <360BB179.403B@writeme.com> 
<slrn70th8a.ib4.tjs@longford.cs.monash.edu.au> 
<ldg2af6.w7a3pg38153wN@al-88-137.al.nl> 
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<slrn71087i.mcl.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


tjs@cs.monash.edu.au (Toby Sargeant) writes: 

>Toby Sargeant <tjs@cs.monash.edu.au> wrote: 

The thing I _don't_ know, though, is whether reading is done magnetically or 
optically. I know that writing is done magnetically, using a laser to heat 
the recording media up to allow the polarisation of the individual particles, 
but I don't know whhether this causes a magnetic or an optical change in 

the media. 


VV NV V V V 


Apparently it's both. By changing the magnetic polarity of the 
material it's reflective properties change also, so reading is all 
optical. 


Toby. 


2484 


--MESSAGE FILE 3903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02615 


—-MESSAGE FILE 3904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002616 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Compressing TIMs... 

Date: 29 Sep 1998 03:18:39 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <slrn710kpm.rdb.tjs@longford.cs.monash.edu.au> 
References: <36101E37.52C5@mundivia.es> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 29 Sep 1998 01:39:35 +0200, Javier Ventoso wrote: 

>Hi All, 

> 

>A few days ago, I started to code a ms-dos program to compress 

>TIMs in PSX main memory and restore it in frame buffer. 

>You can download the program 'TimZip' ( with sources ) and an 
>example in my page: http://www.netyaroze-europe.com/~javier/ 

>This is a Beta version, only works with 4/8 bits TIM formats, 

>I've only implemented RLE encoding method, I've tested Huffman tress 
>encoding but it doesn't compress enought. 

>Anyway, if your TIMs hasn't got some blocks of lines with the 

>same color, your compress TIM could be greater than original TIM!!!. 
> 

>Next updates: Full TIMs/VABs/VAGs support, LZW+RLE encoding or 
>maybe Fractal/JPG. 

> 

>Cheers. 

> 

>Javi. 


Maybe it's an idea to port zlib to the playstation. it does adaptive 
huffman encoding and lzw compression. the source is freely available, 
and it's the same algorithm that gzip and pkzip use. it'd save you 

a lot of work, in the long run. 


Toby. 


—-MESSAGE FILE 3904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02616 


—-MESSAGE FILE 3905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002617 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 
Date: Tue, 29 Sep 1998 00:39:50 GMT 

Organization: SCEA News Server 
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Lines: 29 

Message-ID: <3610296d.75525628@news.scea.sony.com> 
References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl1> 
NNTP-Posting-Host: client-119-31.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Having spent many years buying games on image and then being 
disapointed, I buy very few games selectivley now. 


I own: 


1) King's Field 1 & 2 

2) Namco Museum Classics w/ Pac Man 
3) Tomb Raider 1 & 2 

4) Colony Wars 

5) FF VII 


I have had others, but these are the ones I thought worth keeping 
versus trading. Colony Wars is the one I have yet to beat, I had a 
tough enough time disabling and retrieving the Comms craft, now I just 
can't manage to destroy seven strike cannons before my civilian base 
is destroyed. Forgive me, I realize only those who have played the 
game will have any idea what I am talking about. 


As for what I am looking forward to buying, hmmm... 


1) Gran Turismo 

2) Colony Wars 2 

3) Tomb Raider 3 (in high-res, no less) 

4) Metal Gear Solid 

5) FF 8, which may or may not be out before PSX II is released. 


-Matt 


--MESSAGE FILE 3905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02617 


--MESSAGE FILE 3906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002618 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Tue, 29 Sep 1998 00:48:20 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36102d11.76458135@news.scea.sony.com> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ոլ» <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> 
NNTP-Posting-Host: client-119-31.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>OK, here's the scoop on Playstation 2: 
You give new meaning to non-disclosure agreements... 


I heard it will be able to cleanse the Earth of all disease and famine 
too! Not to mention making for a great salid tosser. [LOL] 


—Matt, who thinks James would be toast if he actually revealed any 
specs about PSX II. Although, I did read a quote from a Sony engineer 
complaining about chipsets being developed in Silicone Valley being 
too focused on polygon power, whcih leads me to believe the final 
design has yet to see the light of day. 
—-MESSAGE FILE 3906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02618 


—-MESSAGE FILE 3907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002619 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Tue, 29 Sep 1998 00:57:30 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36103019.77234028@news.scea.sony.com> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ուլ» <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> ՀՅ6102411.764581 
35@news.scea.sony.com> 

NNTP-Posting-Host: client-119-31.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> Silicone Valley 


Make that Silicon Valley... how embarrassing. ;-)) Although, I bet 
Silicone Valley would be a much more fun place to be. 


—Matt, who just could not let that typo remain hanging, asking for 
correction and abuse. 


—-MESSAGE FILE 3907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02619 


-—-MESSAGE FILE 3908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002620 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Mon, 28 Sep 1998 23:36:03 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36107FD3.1CD45DBF@shell.jps.net> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <36102d11.764581 
35@news.scea.sony.com> <36103019.77234028@news.scea.sony.com> 

NNTP-Posting-Host: svalliap-isdn2.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Matthew Hulett wrote: 

> > Silicone Valley 

> 

> Make that Silicon Valley... how embarrassing. ;-)) Although, I bet 
> Silicone Valley would be a much more fun place to be. 


Silicone? Hey, you may very well be right about some of the people in 
this area. :P 


> -Matt, who just could not let that typo remain hanging, asking for 
> correction and abuse. 


Mata ne, 


- e! ot tenchi@shell.jps.net ԱԷ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) bl http://www. jps.net/tenchi 


—-MESSAGE FILE 3908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02620 


-—-MESSAGE FILE 3909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002621 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compressing TIMs... 
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Date: Mon, 28 Sep 1998 23:39:23 -0700 
Organization: SCEA News Server 

Lines: 43 

Message-ID: <3610809B.A818E49D@shell.jps.net> 
References: <36101E37.52C5@mundivia.es> <slrn710kpm.rdb.tjs@longford.cs.monash.edu.a 
u> 

NNTP-Posting-Host: svalliap-isdn2.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Check this out: 
http://yaroze-world.org/html/ps_code.htm1l 

Decompression stuff available. 

- e! 

Toby Sargeant wrote: 


On Tue, 29 Sep 1998 01:39:35 +0200, Javier Ventoso wrote: 

>Hi All, 

> 

>A few days ago, I started to code a ms-dos program to compress 

>TIMs in PSX main memory and restore it in frame buffer. 

>You can download the program 'TimZip' ( with sources ) and an 
>example in my page: http://www.netyaroze-europe.com/~javier/ 

>This is a Beta version, only works with 4/8 bits TIM formats, 

>I've only implemented RLE encoding method, I've tested Huffman tress 
>encoding but it doesn't compress enought. 

>Anyway, if your TIMs hasn't got some blocks of lines with the 

>same color, your compress TIM could be greater than original TIM!!!. 
> 

>Next updates: Full TIMs/VABs/VAGs support, LZW+RLE encoding or 
>maybe Fractal/JPG. 

> 

>Cheers. 

> 

>Javi. 


Maybe it's an idea to port zlib to the playstation. it does adaptive 
huffman encoding and lzw compression. the source is freely available, 
and it's the same algorithm that gzip and pkzip use. it'd save you 

a lot of work, in the long run. 


VVVVVVVVVVVVVV VV VV VV VV VV VV OV 


Toby. 

Mata ne, gis ar 
- e! sao tenchi@shell.jps.net vrs 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) ae http://www. jps.net/tenchi 


—-MESSAGE FILE 3909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02621 


—-MESSAGE FILE 3910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002622 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 29 Sep 1998 11:20:33 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldg3f5f.55ambpirx8uaN@[194.151.88.142]> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <Olbde9a2Saf51f680Sf2e832a2@gba 
in.wav.scee.sony.co.uk> <360F5E0E.3513@dma-design.com> 

NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Net Yaroze newsgroups message dump.txt 


Brian Baird <brian@dma-design.com> wrote: 


> Currently getting played on the PSX is Tomba! A *superb* platformer with 
> a great sense of humour, a great degree of depth & a lot to do in it. 


> can't reccomend this game enough. 


Paul Harvey said it was a great game, I did not like it since I just had 


a realy quick look at it. Paul said I had to try it and I did. An dI 


totaly agree with you. I will buy it too! 


DEnnis.. 


Page 2488 


-—-MESSAGE FILE 3910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02622 


—-MESSAGE FILE 3911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002623 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 


Date: Tue, 29 Sep 1998 11:20:35 +0200 
Organization: Debri Productions 
Lines: 13 


NNTP-Posting-Host: 194.151.88.142 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Craig Venz <craig@cobite.com> wrote: 


Message-ID: <ldg3f9e.byyr5himq9hdsN@[194.151.88.142]> 
References: <ldfwwun.143hzmbnhyyOwN@al-—88-135.al.nl> <360FBIFC.A45C5C94@cobite. com> 


Subject: Re: What games do you own and what do you intent to buy 


> Fighting Force (US) - Hey, its more mindless "beat the crud out օք 
> everyone" but I enjoy that, being a DoubleDragon fan from hell... 


I will buy it too. Double dargon was the first game I finished. I 


finished it with my brother in an Arcade. 


After the ECTS I will defnetly buy Fighting Force. I had a little chat 
with the girl in the orange shirt. She was one of the models 'from 


Fighting Force'. 


Later, DEnnis.. 


-—-MESSAGE FILE 3911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02623 


—-MESSAGE FILE 3912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002624 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Compressing TIMs... 

Date: Tue, 29 Sep 1998 11:52:08 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3610ADC8.27DA@mundivia.es> 


References: <36101E37.52C5@mundivia.es> <slrn710kpm.rdb.tjs@longford.cs.monash.edu.a 


u> 

Reply-To: javier0003@mundivia.es 
NNTP-Posting-Host: ninfovia34.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Toby Sargeant wrote: 
Maybe it's an idea to port zlib to the playstation. 


a lot of work, in the long run. 


V V V V V V 


Toby. 


it does adaptive 


huffman encoding and lzw compression. the source is freely available, 
and it's the same algorithm that gzip and pkzip use. 


it'd save you 
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I can't use Huffman/LZW 'standard' method, it needs a lot of PSX memory, 
I 
must code some optimizations and rebuild it a lot. 


Javi. 
-—-MESSAGE FILE 3912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02624 


—-MESSAGE FILE 3913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002625 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 29 Sep 1998 12:58:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <3610CB72.1305@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Matthew Hulett wrote: 
> Having spent many years buying games on image and then being 
> disapointed, I buy very few games selectivley now. 


I'm like you Matt in that I've been burned many times in the past, 


and now buy very selectively. (Although never as bad as my mate 
who went out and bought Nagano Winter Olypics on N64 .. ;) He'll 
never live that down!) 

I own: 

PSX: 


Need For Speed 3 (My favourite racing game just love it) 


TOCA (Top excitement of full pack, real track racing) 
Tomb Raider II (Just completed so will now buy TRI on Platinum) 
Gran Turismo (My thoughts on this "10" game are just too radical..) 
Timeshock! (Mega addictive pinball sim. Just love it) 
( 


Bust A Move 3DX (bought it for my sis but she wasn't impressed so I 
kept it. I have to say I don't find it as addictive 


as the reviews say I should) 


N64: 
Goldeneye 007 (Need I say more? Although I can't get out of train 
in time after cracking the password on 00 Agent, help!) 
Super Mario 64 (Ditto. Still playing it even after completing it 
120 stars twice over. Begging for a 2 player mode...) 
Mario Kart 64 (Brill 4 player racing but relies on luck just a little 
too much compared to the perfect SNES original) 
ISS 64 (Top footy game -- still don't know half the moves yet; 
my jackarse Spook memcard always loses the save games.) 
Lylat Wars (not really a big shoot-em up fan but this game got 


me back into them in a big way, for a while at least.) 
Recently sold: 
Top Gear Rally and Blast Corps having completed them and lost interest. 
Don't buy PC games any more but still play 'net Quake and Grand Prix 2. 


Intend to buy Tomb Raider v.soon, Tomb Raider III, Metal Gear Solid, 
Zelda and any I take a fancy to in their release, such as F Zero and 
1080 degrees. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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-—-MESSAGE FILE 3913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02625 


—-MESSAGE FILE 3914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002626 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compressing TIMs... 

Date: Tue, 29 Sep 1998 07:51:12 -0400 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <3610C9BO.E6BC8A5A@datasys.net> 
References: <36101E37.52C5@mundivia.es> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 140.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Javier Ventoso wrote: 

> 

> 

> Next updates: Full TIMs/VABs/VAGs support, LZW+RLE encoding or 
> maybe Fractal/JPG. 

> 


Fractal, eh? Good luck. You should also know that a company by the name 
of Iterated Systems (www.iterated.com I think) owns the patent on the 
compression system, so if you use it your are gonna get in 
TRAAAAAAAAAAABBBBULLLLLLLLL!!!!!!111 


;) 


"Darco 
—-MESSAGE FILE 3914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02626 


—-MESSAGE FILE 3915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002627 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Tue, 29 Sep 1998 14:44:20 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldg47ow.wyoer6353u28N@al-88-132.al.nl1> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ուլ» <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> ՀՅ6102411.764581 
35@news.scea.sony.com> <36103019.77234028@news.scea.sony.com> 

NNTP-Posting-Host: al-88-132.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> > Silicone Valley 

> 

> Make that Silicon Valley... how embarrassing. ;-)) Although, I bet 
> Silicone Valley would be a much more fun place to be. 

Yeah... Silicone Valley... I can see where your head is. 


To bad I can't say anything about that. If you've seen my homepage, 
you'll see that my head is in the same place.. 


Cheers, 
DEnnis.. 


—-MESSAGE FILE 3915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02627 
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—-MESSAGE FILE 3916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002628 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 
Date: Tue, 29 Sep 1998 14:04:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <3610DAC0O.27486744@mcmail.com> 

References: <ldfwwun.143hzmbnhyy0wN@al-88-135.al.nl> 
NNTP-Posting-Host: 193.82.133.223 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hil! 
Right, here goes 
PLAYSTATION 


Xcom - Enemy Unknown (PS) 

Soul Blade (PS) 

F1 '97 (PS) 

Gran Turisimo (PS) 

Oddworld (PS) 

Oddworld Box (Tee Hee! My mate lost my disc, so he had to buy me it 
again!!! :) ) 

Loads of Demo Disc's 


N64 


Goldeneye 
Mario 64 
ISS 64 
Pilotwings 


Not much, I know, but the above are probably the best on the system at the 
mo (IMHO) 


Got loads of stuff for the PC, Gameboy, Amiga etc.etc., but here's the most 
interesting list 


MOST WANTED 
Metal Gear Solid (PS) 


Shadowman (N64) 
Turok 2 + 4MB card (N64) 


Gran Turisimo 2 (PS2) - Hey, a man can dream, can't he ? 
Zelda 64 (N64) 
Tekken 3 (PS) - Still can't afford it :( 


Oh, and some PC game about Superhero's that Bullfrog were supposed to be 
releasing ages ago (probably got cancelled - poo! ). 


That's all folks! 
Tones :) 


—-MESSAGE FILE 3916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02628 


-—-MESSAGE FILE 3917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002629 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: What games do you own and what do you intent to buy 
Date: Tue, 29 Sep 1998 14:09:53 +0100 

Organization: DMA Design Ltd 

Lines: 15 

Message-ID: <3610DC21.6886@dma-design.com> 

References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> <3610DACO0O.27486744@mcmail.com> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tones wrote: 
> 


> Oh, and some PC game about Superhero's that Bullfrog were supposed to be 
> releasing ages ago (probably got cancelled - poo! ). 


It did get put 'on hold' a couple of years ago, but got resurrected 
shortly after Mr.Moylneax left to form his own company. 


It's allegedly called "The Indestructibles" I think, but that will 
almost certainly change before release IMO... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02629 


—-MESSAGE FILE 3918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002630 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: Tue, 29 Sep 1998 14:50:49 +0100 

Organization: DMA Design Ltd 

Lines: 16 

Message-ID: <3610E5B9.3C60@dma-—design.com> 

References: <360BB629.2979@writeme.com> <6ugh7v$ja913@chuka.playstation.co.uk> <6uod 
it$5u51l@chuka.playstation.co.uk> <3610300A.4505@manc.u-net.com> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 

> 

> I much prefer it black but hey I'm just one voice and I think I 
> was the only one who preferred the new one anyhoo. Back to 

> migraine-inducing white, but that's democracy I guess! 


Once again, Sony, can we *please* have something telling us what's 
changed?? People don't have the time to search through the whole site 
just to see if a single file or document has changed... It'd *really* 
aid navigation just to have even a single line on the front page telling 
us the last change... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02630 


—-MESSAGE FILE 3919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002631 
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Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: 29 Sep 1998 15:17:44 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <01lbdeb58S6ec69780Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <360BB629.2979@writeme.com> <6ugh7v$ ja913@chuka.playstation.co.uk> <6uod 
it$5u51l@chuka.playstation.co.uk> <3610300A.4505@manc.u-net.com> <3610E5B9.3C60@dma-d 
esign.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
Look under "News" for the latest....I promise to update it :) 


George@SCEE 


Brian Baird <brian@dma-design.com> wrote in article 
<3610E5B9.3C60@dma-design.com>... 


Once again, Sony, can we *please* have something telling us what's 
changed?? People don't have the time to search through the whole site 
just to see if a single file or document has changed... It'd *really* 
aid navigation just to have even a single line on the front page telling 
us the last change... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


VVVVVVVVV VV 


-—-MESSAGE FILE 3919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02631 


—-MESSAGE FILE 3920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002632 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compressing TIMs... 

Date: Tue, 29 Sep 1998 15:32:41 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3610E179.41B8@mundivia.es> 

References: <36101E37.52C5@mundivia.es> <3610C9BO.E6BC8A5A@datasys.net> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: ninfovia20.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Darco wrote: 


> Fractal, eh? Good luck. You should also know that a company by the name 
> of Iterated Systems (www.iterated.com I think) owns the patent on the 

> compression system, so if you use it your are gonna get in 

> TRAAAAAAAAAAABBBBULLLLLLLLL!!!!!!111! 

> 

> 7) 

> 

> 'Darco 

Ohh!!!! What a pity!!! :) jaja 

Javi. 


—-MESSAGE FILE 3920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 2494 


02632 


—-MESSAGE FILE 3921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002633 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compressing TIMs... 

Date: Tue, 29 Sep 1998 15:38:12 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3610E2C4.3DF6@mundivia.es> 

References: <36101E37.52C5@mundivia.es> <slrn710kpm.rdb.tjs@longford.cs.monash.edu.a 
u> <3610809B.A818E49D@shell.jps.net> 

Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: ninfovia20.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Elliott Lee wrote: 
Check this out: 
http://yaroze-world.org/html/ps_code.htm1l 


Decompression stuff available. 


VVVVVVV SF 


- e! 


Thanx for your note, I'll check it 


Javi. 
-—-MESSAGE FILE 3921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02633 


-—-MESSAGE FILE 3922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002634 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 29 Sep 1998 18:03:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6ur3ke$5u54@chuka.playstation.co.uk> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610DACO.27486744@mcmail.com> 
<3610DC21.6886@dma-design. com> 
NNTP-Posting-Host: asnl7-5.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Brian Baird wrote in message 


>It's allegedly called "The Indestructibles" I think, but that will 
>almost certainly change before release IMO... 


Yep! 


That sounds like the one!! Sounds really good if the preview in Edge was 
anything to go by (looonnnggg time ago!) 


Cheers 


Tones : ) 
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—-MESSAGE FILE 3922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02634 


—-MESSAGE FILE 3923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002635 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 29 Sep 1998 20:47:53 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldg4syj.stvmk911lu8myN@al1-88-112.al1.nl1> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610DACO.27486744@mcmail.com> 
<3610DC21.6886@dma-design. com> 

NNTP-Posting-Host: al-88-112.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Brian Baird <brian@dma-design.com> wrote: 


> It did get put 'on hold' a couple of years ago, but got resurrected 
> shortly after Mr.Moylneax left to form his own company. 


name is Mr.Molyneux. 
And this brings me to mind... 


I also own GTA and I still love and play it. I'm looking forward to 
GTA2!! 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 3923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02635 


—-MESSAGE FILE 3924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002636 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compressing TIMs... 

Date: 29 Sep 1998 22:32:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <slrn7120c1.379.tjs@longford.cs.monash.edu.au> 

References: <36101E37.52C5@mundivia.es> <slrn710kpm.rdb.tjs@longford.cs.monash.edu.a 
u> <3610ADC8.27DA@mundivia.es> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 29 Sep 1998 11:52:08 +0200, Javier Ventoso wrote: 

>Toby Sargeant wrote: 

>> Maybe it's an idea to port zlib to the playstation. it does adaptive 
>> huffman encoding and lzw compression. the source is freely available, 
>> and it's the same algorithm that gzip and pkzip use. it'd save you 
>> a lot of work, in the long run. 

>> 

>> Toby. 

> 

>I can't use Huffman/LZW 'standard' method, it needs a lot of PSX memory, 
>I 

>must code some optimizations and rebuild it a lot. 


Compression takes a lot of memory, but decompression takes very little memory, 
because all you need is the huffman tree and a table of pointers that 
reference the already decompressed data. Port doesn't necessarially mean 

‘make compile on the playstation'; it means 'make into a workable piece 

of code on the playstation'. This may well mean looking at the inefficiencies 
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in zlib, and rewiting areas to have a smaller memory footprint. it might also 
mean linking it with GNUmalloc, rather than the playstation malloc, which I'm 
pretty sure will leave you with less memory fragmentation, and effectively more 
memory to play with. 


Toby. 
—-MESSAGE FILE 3924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02636 


—-MESSAGE FILE 3925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002637 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Homepage (again) 

Date: Wed, 30 Sep 1998 09:26:43 +0100 

Organization: DMA Design Ltd 

Lines: 13 
Message-ID: <3611EB43.52AA@dma-—design.com> 

References: <360BB629.2979@writeme.com> <6ugh7v$ ja913@chuka.playstation.co.uk> <6uod 
it$5u51l@chuka.playstation.co.uk> <3610300A.4505@manc.u-net.com> <3610E5B9.3C60@dma-d 
esign.com> <0Olbdeb58S$6ec69780Sf2e832a2@gbain.wav.scee.sony.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


George Bain wrote: 


> 

> Hi there, 

> 

> Look under "News" for the latest....I promise to update it :) 
Wooohoo!!! Superb, George, that's exactly what we've been after! Thanks! 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
--MESSAGE FILE 3925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02637 


—-MESSAGE FILE 3926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002638 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Wed, 30 Sep 1998 09:27:36 +0100 

Organization: DMA Design Ltd 

Lines: 19 

Message-ID: <3611EB78.306C@dma-—design.com> 

References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> <3610DAC0O.27486744@mcmail.com> 
<3610DC21.6886@dma-design.com> <ldg4syj.stvmk911lu8myN@al1-88-112.al.n1> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> 


> name is Mr.Molyneux. 


Hehe. I'm just useless at names etc and I couldn't be bothered looking 
it up - ya all knew who I meant right away! 
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And this brings me to mind... 


I also own GTA and I still love and play it. I'm looking forward to 
GTA2!! 


V V V V 


:-) Glad you liked it! 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02638 


—-MESSAGE FILE 3927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002639 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Wed, 30 Sep 1998 05:30:18 GMT 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <3611bee5.179341461@news.scea.sony.com> 

References: <ldfwwun.143hzmbnhyy0OwN@al-—88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> 

NNTP-Posting-Host: client-119-36.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Matthew Hulett wrote: 

>> Having spent many years buying games on image and then being 

>> disapointed, I buy very few games selectivley now. 

> 

>I'm like you Matt in that I've been burned many times in the past, 
>and now buy very selectively. 


The Sega 32X/Sega CD fiasco really left me bitter. I spent years as 
a loyal Sega fan, burning with jealously as SNES owners got all the 
best RPGs. I got the Phantasy Star series... what kind of RPG requires 
you to read an instruction/clue book and follow it's tips? 

When the CD and 32X came out, I was hopeful. I got burned for quite 
a bit of cash for a young person earning minimum wage, someodd $1000 
between the hardware and the games I bought before I stood back and 
took a breath and a good look at the situation. I suppose that would 
be around 400 pounds... this was back around 1994 or thereabouts. 

I was not surprised by the Saturn situation, and am still not fully 
convinced Sega has learned it's lessons. They are forced to be more 
considerate of the consumer by Sony's actions. If Sony withdrew, what 
would Sega do over the next few years? Would we have a Dreamcast, if 
not for Sony? Moody's just downgraded it's evaluation of Sega's stock, 
since it is facing "...competitors with superior resources..." Well, 
they sort-of missed the point, which is Sony's superior attitude. 

I won't even mention Nintendo going with carts vs. CDs, which 
enhances their profit margin considerably. 

I am definitely a jaded gamer. But, now I am never disapointed. 


—Matt, who still needs to ventilate my anger at Sega after all these 
years... maybe I'll forgive them if they give Dreamcast a good long 
run for 5-7 years with full support and a great library of games. 
We'll see. 


—-MESSAGE FILE 3927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02639 


-—-MESSAGE FILE 3928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002640 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: The dreaded Linux query again.... 

Date: Wed, 30 Sep 1998 15:00:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3612474b.21688776@news.playstation.co.uk> 
References: <360C1E1A.F9030548@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hey man, whats is with the HTML? 


On Fri, 25 Sep 1998 23:50:02 +0100, James Tait 
<JTait@wyrddreams.demon.co.uk> wrote: 


><HTML> 

>Greetings one and all, 

> 

><P>&nbsp; I've just been setting things up to develop my Yaroze stuff under 
>Linux and have had one or ten problems.énbsp; There's a little thread on 
>scee.yaroze.programming.gnu_compiler documenting things of anyone would 
>care to help...&nbsp; I&nbsp; suppose Ténbsp; could cross-post it to here 

>if people really do want me to, but I&nbsp;don't see much point at the 
>moment. 

><PRE>--&nbsp; 

>Take care, 

> 

>JT 

<snip the crap> 

--MESSAGE FILE 3928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02640 


--MESSAGE FILE 3929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002641 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Second Artwork 

Date: Wed, 30 Sep 1998 15:03:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <361247ec.21849708@news.playstation.co.uk> 
References: <360e6027.17527282@news.playstation.co.uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Wanna try some 3ds, POV, rhino 3d? 
www.pov.org 
www.rhino3d.com 


Results should look like much better than they are at the moment. 


On Sun, 27 Sep 1998 15:57:39 GMT, 2bad@lineone.net (Tanvir Khan) 
wrote: 


>Hi, 

> 

>I put my second piece of artwork on my page. 
> 
>http://www.netyaroze-europe.com/~tanvirk 
> 

>It's a design of a car. 

> 

>Please tell me your opinions. 

> 

>Cheers. 

> 

DKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK 

>Tanvir Khan 

>EMAG DESIGN 

> 

>2bad@lineone.net 
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—-MESSAGE FILE 3929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02641 


-—-MESSAGE FILE 3930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002642 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Wed, 30 Sep 1998 20:16:01 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <6uu01j$gul11@chuka.playstation.co.uk> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78Bl@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> ՀՅ6102411.764581 
35@news.scea.sony.com> <36103019.77234028@news.scea.sony.com> 

NNTP-Posting-Host: 11b4-050.publab.ed.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Matthew Hulett wrote in message 


>-Matt, who just could not let that typo remain hanging, asking for 
>correction and abuse. 


Damn, you beat me to it ;) 


James. 


-—-MESSAGE FILE 3930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02642 


—-MESSAGE FILE 3931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002643 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poetry - opinion 

Date: Thu, 01 Oct 1998 01:42:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3612CFED.AE726D78@ndirect.co.uk> 

References: <36081047.10794502@news.playstation.co.uk> <36094924.5640065@news.playst 
ation.co.uk> <360916da.141638485@news.scea.sony.com> <ldfu3hr.1lbam75hvjwroiN@al-88-1 
23.al.nl> <360aa7d5.6371842@news.playstation.co.uk> <360a6543.39682809@news.scea.son 
y.com> <ldfvwze.luzleruv0Oukn1N@al1-88-135.al.nl1> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-29.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


Actually, I prefer some beer and some porn, it suits my inferior 
intellect! [wink] 


V V V V 


COme over to Holland, You'll like it!! We have porn on Telly every 
night! And you should see the Red Light District 


VVVVVVVV 
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I've just got back from Amsterdam. My girlfriend and I go regularly (to 
Amsterdam that is). The Red Light District just has to bee seen, and those 
live sex shows... 


But forget the beer - the funny green stuff sold in Coffeeshops is much 
better! 


Herbs 


--MESSAGE FILE 3931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02643 


—-MESSAGE FILE 3932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002644 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The dreaded Linux query again.... 

Date: Thu, 01 Oct 1998 03:24:08 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 16 

Message-ID: <3612E7C8.61745ED4@wyrddreams.demon.co.uk> 

References: <360C1E1A.F9030548@wyrddreams.demon.co.uk> <3612474b.21688776@news.plays 
tation.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 i586) 


Yeah, sorry mate, thought I had that sorted. Nutscrape, you see, making 
life ‘easy' for me again. 


Take care, 
JT 
Alan) Yep Luen Yuen wrote: 
Hey man, whats is with the HTML? 


( 
> 
> 
> 
> On Fri, 25 Sep 1998 23:50:02 +0100, James Tait 
> <JTait@wyrddreams.demon.co.uk> wrote: 

> 

[big snip] 


-—-MESSAGE FILE 3932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02644 


—-MESSAGE FILE 3933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002645 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Giving Code 

Date: Thu, 01 Oct 1998 13:38:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3613857a.4432702@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-43-218.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi there, 


I'm just writing in to ask why people give out the source code to 

their games? I mean it's very kind of them as Iearned a bit about 

coding this way through tutorials and small programs, that's ok as 
they are meant to teach, but if there's a game someone of proud of 
they should not give out the code IMO. 
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Don't get me wrong I respect those people who like to share their 
talent with the rest. I mean if no one shared their code I would have 
no idea of what to do. 


Tanvir Khan Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 3933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02645 


—-MESSAGE FILE 3934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002646 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: help me 

Date: Thu, 01 Oct 1998 15:47:15 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <361387E3.A3946103@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 3934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02646 


—-MESSAGE FILE 3935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002647 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 01 Oct 1998 15:35:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <36139332.70AC@manc.u-net.com> 
References: <3613857a.4432702@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


This should start a healthy discussion. So hear's my 0.02c 


It's your own choice of course if you want to withold your source code, 
but I would always question people's reason for doing so. If they're 
worried an effect or a clever bit of coding will get copied by someone 
else they should really look at why that bothers them. 

Is it because they want credit and recognition for it, or do they 

want it to remain exclusively theirs? Either way they should look 

at the benefits of sharing stuff and/or realise that life's too short. 
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If it's a ground-breaking effect that you could sell to a games 
developer or something then by all means keep it under your hat until 
you have some sort of legal ownership and rights to, but for the vast 
majority of code and effects keeping stuff covered can appear a little 
petty, especially as the Net Yaroze project is not a public access 
affair and most of us are aware of the source of many effects and 
ideas. This will lessen of course as more members join up, but at the 
moment it really is a very small community of coders all with similar 
goals. Extreme cornyness aside, as a whole if we all work together 
the overall effect is greater than the sum of the parts. 

Ugh, sorry, waay too damn corny that, think I'm gonna hurl.. 


Laters, 
Jim 


Tanvir Khan wrote: 

> I'm just writing in to ask why people give out the source code to 

> their games? I mean it's very kind of them as Iearned a bit about 

> coding this way through tutorials and small programs, that's ok as 

> they are meant to teach, but if there's a game someone of proud of 

> they should not give out the code IMO. 

> Don't get me wrong I respect those people who like to share their 

> talent with the rest. I mean if no one shared their code I would have 
> no idea of what to do. 

—-MESSAGE FILE 3935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02647 


-—-MESSAGE FILE 3936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002648 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 01 Oct 1998 15:33:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <361392C5.F20A7D@hinge.mistral.co.uk> 
References: <3613857a.4432702@news.playstation.co.uk> 
NNTP-Posting-Host: d3-s4-160-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Tanvir Khan wrote: 
Hi there, 


I'm just writing in to ask why people give out the source code to 


> 
> 
> 
> their games? I mean it's very kind of them as Iearned a bit about 


That's the whole point of the Yaroze program. Look up the translationof 
the Japanese word "Yaroze". 

> coding this way through tutorials and small programs, that's ok as 

> they are meant to teach, but if there's a game someone of proud of 

> they should not give out the code IMO. 

Why not? 

> Don't get me wrong I respect those people who like to share their 

> talent with the rest. I mean if no one shared their code I would have 
> no idea of what to do. 


You've got to get over this selfish attitude - give it all away. 


> Tanvir Khan Emag Design 
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And I didn't think much of the car drawing..... 
Craig. 


—-MESSAGE FILE 3936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02648 


—-MESSAGE FILE 3937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002649 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 01 Oct 1998 16:02:15 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <36139977.CBD9D63C@scee.sony.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <36139332.70AC@manc.u-net.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


James Shaughnessy wrote: 

> 

> It's your own choice of course if you want to withold your source code, 
> but I would always question people's reason for doing so. 


Actually, if I was going to withhold source it would be because I'd be worried that 
some eLlTe CoDaR 
from "SUpA DeMo CrEw" would come along and point out all the bits that were ineffici 

ent and badly 

written. But on the other hand, you don't learn much if no-one ever inspects your co 

de, and for 

every "You could have saved 4 cycles a frame if you'd done it my way", there's proba 

bly a hundred 

"Wow, that's cool, I didn't know how to do that", so my advice is swallow your pride 
and release it. 

You'll learn something, and so will many other people. 


Cheers, 


James (who is currently panicking about having to release 4000 lines of his messy C 
and assembler 
sample code to professional developers) 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"Jesus died for my sins, and all I got was this lousy T-shirt" -- Anon 
—-MESSAGE FILE 3937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02649 


—-MESSAGE FILE 3938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002650 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 01 Oct 1998 19:04:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3613d1d8.1928859@news.playstation.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <361392C5.F20A7D@hinge.mistral 
-co.uk> 

NNTP-Posting-Host: host5-99-55-150.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 
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> 
>You've got to get over this selfish attitude - give it all away. 


I am not being selfish. As I said it's very kind of people to give 
away code. I am just wondering don't the coder's want to keep the code 
wich they took ages on and are proud of? I am not saying they 
shouldn't give code,it's perfectly ok, I'm just trying to view peoples 
views. 

> 

>> Tanvir Khan Emag Design 

> 

>And I didn't think much of the car drawing..... 

> 

Cheers for your honest view. 

>Craig. 

> 

Tanvir Khan Emag Design 

2bad@lineone.net 

—-MESSAGE FILE 3938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02650 


—-MESSAGE FILE 3939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002651 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Fri, 2 Oct 1998 00:41:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6vl0dh$5eg4@chuka.playstation.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <361392C5.F20A7D@hinge.mistral 
-co.uk> 

NNTP-Posting-Host: p301-199.ppp.get2net.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>You've got to get over this selfish attitude - give it all away. 


I don't see he's got a selfish attitude, concerning this posting! (calm 
Craig!) 


Furthermore there would be several reasons, not giving away your source! 


Some time ago, I was a hardcore demo programmer. I made several techniques, 
which I'd been working my butt off for. I gladly gave my sources to some of 
my friends, so that they could learn from them. But I found that they only 

modified my routines, and used them without learning anything from it! Not 

that I bother they used my routines, no it just annoyed me that they didn't 
use their time on understanding the code and the techniques! 


-I figure it this way: 

If you wanna learn some certain coding techniques, you don't want the whole 
problem-solver of a source put on a silver plate for you! You gotta work for 
it, you got to struggle with every bit of it, on your own! 


I won't say that I didn't learn anything from the sources I looked upon, 
when I started programming for the Yaroze, but most certainly it was not the 
most important issue, for me learning to program the Yaroze! (-Information 
was!) 


What it all comes down to: 

If someone wants to release their sources, it's very great. 

But if someone don't, why the heck should anyone be offended by that! 
Afterall it's their source, which they've been working very hard for! -It's 
their jugdment, which you can't blame them! 
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Carlos Pieterse 


—-MESSAGE FILE 3939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02651 


-—-MESSAGE FILE 3940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002652 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 01 Oct 1998 23:48:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <361406B7.13896486@hinge.mistral.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <36139332.70AC@manc.u-net.com> 
<36139977.CBD9D63C@scee.sony.co.uk> 

NNTP-Posting-Host: dl-s40-72-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


> written. But on the other hand, you don't learn much if no-one ever inspects your 
code, and for 

> every "You could have saved 4 cycles a frame if you'd done it my way", there's pro 
bably a hundred 


Admit it - you're talking about Nick Pelling there aren't you ;) 
> "Wow, that's cool, I didn't know how to do that", so my advice is swallow your pri 


de and release it. 
> You'll learn something, and so will many other people. 


Right on. Think I'll be forced to release source for my entry to the demo compo afte 
r this one 


though... 

> Cheers, 

> 

> James (who is currently panicking about having to release 4000 lines of his messy 
C and assembler 

> sample code to professional developers) 


That proves it - I know who you're afraid of (heh heh heh).... 
> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 


Craig. 


—-MESSAGE FILE 3940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02652 


-—-MESSAGE FILE 3941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002653 

Path: chuka.playstation.co.uk!news 

From: Philippe-Andre Lorin <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Fri, 02 Oct 1998 01:24:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <36140F1A.B43E6805@hotmail.com> 
References: <3613857a.4432702@news.playstation.co.uk> 
Reply-To: palpalpalpal@hotmail.com 
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NNTP-Posting-—Host: marseille8-74.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Wow ! 

The answer is very simple indeed : people are nice. They help each other 
when in trouble, they answer when you ask questions, they tell you the 
path when you're lost... (you know, like in Zelda.) 


Another reason could be that people love to be loved, and that people 
love people who give their source code. 


You admit that some source code was useful to you. Don't you think this 

answers your question ? I think the question should rather be, why would 
people not share their sources ? Some people don't. That's their right, 
but I don't think this does any good to anyone. It's a short-term 


individualistic vision. (I mean, to withhold the sources ; I understand 
that in some cases there are good reasons for keeping things secret only 
for a while.) Secrecy is good for business, not for mankind. 


— back to the ground :) - 


Considering that it costs nothing, and that it may be useful to some 
people, I think I'll give out the sources for my projects when they're 
finished. This would to my mind be a good way of thanking the world for 
people whose code helped me. 


I may be wrong : God, who may very be right, didn't give out the source 
code for the Universe (although the Genesis gives some hints). 


P.S. Doom is something I'd be very proud of if I'd wrote it... and the 
sources are available. 


—-MESSAGE FILE 3941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02653 


—-MESSAGE FILE 3942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002654 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Fri, 02 Oct 1998 03:18:14 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 24 

Message-ID: <361437E6. 4BFA5A5D@wyrddreams.demon.co.uk> 
References: <3613857a.4432702@news.playstation.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; Linux 2.0.27 1586) 


Hi all, 

I'll stick my nose in again. *80) In general I think people are 
pretty happy to release their sources. There may be a variety of 
reasons for this - perhaps they're just friendly, generous people, 
perhaps they want recognition, perhaps they actually like people to see 
their code and say "Hey, that's good!" or "Wow, that really sucks." In 
my case I think it's a combination of these. 

However, there is something else to consider - the GNU General Public 
License. I realise that some of us aren't using GCC, but those who are 
are bound by the GPL - if someone asks for your source, you must supply 
it. I don't recall seeing any exemptions from this in the agreement 
that I signed which leads me to suspect that this is one (very big) 
reason for Sony choosing GCC instead of some nice, fancy-looking 
compiler. I could be talking absolute crap, but that would be nothing 
new. *80) 
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Anyhow, whatever the reasons I hope people continue to make their 
source code available and that the general community spirit remains. I 
think things are going very well in that respect so far - proof positive 
that a largely unmoderated discussion group can work. Do you feel ill 
yet? 


Take care, 


JT 
—-MESSAGE FILE 3942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02654 


—-MESSAGE FILE 3943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002655 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 01 Oct 1998 19:02:33 -0700 

Organization: Bwahaha 

Lines: 50 

Message-ID: <36143439.38D0B3BA@shell.jps.net> 

References: <3613857a.4432702@news.playstation.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Tanvir, 


I can't speak for other people, but I give out code so that you (and 
everyone else) can either use it or learn from it. The Yaroze project 
(IMHO) is too small to be worrying about cannibals stealing and 
plagiarising each other's code. Sure there has been at least one 
incident, but the majority of the time most people are pretty well- 
mannered. 


I figure it this way: withhold knowledge and you stunt growth. The 
whole point of the Yaroze was to develop an international coding 
community dedicated to producing top-notch (for amateur-level) 


software (notice I didn't say just "games"). And, in many respects, 
I think we've all been able to help each other develop some very nice 
looking projects. I point to the recent GDUK as a perfect example--- 


but certainly not the only. 


I hope that you, too, will contribute to the Yaroze community. Giving 
out code is not by any means compulsory; it is of your own free will. 


- e! 
Tanvir Khan wrote: 
Hi there, 


I'm just writing in to ask why people give out the source code to 

their games? I mean it's very kind of them as Iearned a bit about 

coding this way through tutorials and small programs, that's ok as 
they are meant to teach, but if there's a game someone of proud of 
they should not give out the code IMO. 


Don't get me wrong I respect those people who like to share their 
talent with the rest. I mean if no one shared their code I would have 
no idea of what to do. 


Tanvir Khan Emag Design 


2bad@lineone.net 


VVVVVVVVVVVVVVV VV VV 


http://www.netyaroze-europe.com/~tanvirk 
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> 

Mata ne, eis deers 

- e! pel tenchi@shell.jps.net mer 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) it http://www. jps.net/tenchi 


vids 


—-MESSAGE FILE 3943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02655 


—-MESSAGE FILE 3944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002656 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Dundee/Nearby Yaroze members 

Date: Fri, 2 Oct 1998 11:20:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6v29aaSS5Seg5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.60.160.45 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


As talked about in a previous thread, can all Dundee/Nearby Yaroze members 
please mail me to organize going out to the pub etc. 


Cheers 


Bob Shand 
298rcs@tay.ac.uk 


—-MESSAGE FILE 3944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02656 


—-MESSAGE FILE 3945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002657 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Fri, 02 Oct 1998 11:47:16 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <3614AF34.C7194C2F@scee.sony.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <36139332.70AC@manc.u-net.com> 
<36139977.CBD9D63C@scee.sony.co.uk> <361406B7.13896486@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


Craig Graham wrote: 
James Russell wrote: 


> written. But on the other hand, you don't learn much if no-one ever inspects you 
code, and for 

> every "You could have saved 4 cycles a frame if you'd done it my way", there's p 
robably a hundred 

> 

> Admit it - you're talking about Nick Pelling there aren't you ;) 


VBVVVV 


As a Sony employee, I have absolutely no comment to make on this matter. (said with 
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clenched fists 


and teeth) 

> > James (who is currently panicking about having to release 4000 lines of his mess 
y C and assembler 

> > sample code to professional developers) 

> 

> That proves it - I know who you're afraid of (heh heh heh).... 

I am not afraid. I have might on my side. I have Christer from Neversoft. 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

== Developer Support Engineer - Sony Computer Entertainment Europe 


Those who can, do. Those who can't, simulate. 
—-MESSAGE FILE 3945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02657 


—-MESSAGE FILE 3946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002658 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 02 Oct 1998 13:04:29 +0100 
Organization: DMA Design Ltd 

Lines: 13 

Message-ID: <3614C14D.207F@dma-design. com> 
References: <6v29aaSS5eg5@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Bob Shand wrote: 


> 

> Hi all, 

> 

> As talked about in a previous thread, can all Dundee/Nearby Yaroze members 
> please mail me to organize going out to the pub etc. 


Welcome to Dundee, Bob! Enjoying the dump so far? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02658 


-—-MESSAGE FILE 3947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002659 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Fri, 02 Oct 1998 15:07:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3614DE33.BE60658C@ndirect.co.uk> 
References: <3613857a.4432702@news.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-21.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Tanvir Khan wrote: 
Hi there, 


I'm just writing in to ask why people give out the source code to 
their games? I mean it's very kind of them as Iearned a bit about 
coding this way through tutorials and small programs, that's ok as 
they are meant to teach, but if there's a game someone of proud of 
they should not give out the code IMO. 


Don't get me wrong I respect those people who like to share their 
talent with the rest. I mean if no one shared their code I would have 
no idea of what to do. 


VVVVVVVVVV VV 


Ok. First I had better point out that I have never distributed any of my 
Yaroze source code. But then, I haven't distributed any executables 
either. Why? 'Շօտ I'm lazy and haven't got round to it yet. But I will 
be putting everthing on my page soon, including full source code. I don't 
see any reason why I shouldn't. I have nothing to lose, and others may 
gain something from it. Isn't that the whole point of the Net Yaroze 
project? 


Herbs 
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—-MESSAGE FILE 3947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02659 


—-MESSAGE FILE 3948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002660 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 
Date: Fri, 2 Oct 1998 19:53:35 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldg60f1.172s30bhaj8p2N@al-—88-117.al.nl> 


References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> <3610DACO.27486744@mcmail.com> 


<3610DC21.6886@dma-design.com> <ldg4syj.stvmk91lu8myN@al-88-112.al.nl> <36111 


C@dma-design.com> 
NNTP-Posting-Host: al-88-117.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Brian Baird <brian@dma-design.com> wrote: 


DEnnis Brinkhuis wrote: 
> 


> name is Mr.Molyneux. 


Hehe. I'm just useless at names etc and I couldn't be bothered looking 
it up - ya all knew who I meant right away! 


VV V V V V V 


Yeah, we knew.. he is the guy who's name is spelled wrong all the time. 


> > I also own GTA and I still love and play it. I'm looking forward to 
> > GTA2!! 


> :-) Glad you liked it! 


Like it? It was the first realy original game in a long time. The crappy 
graphics do not matter since the gameplay is perfect. And normally I 
don't have time to play games.. or I don't make time. But I did made a 
lot of time free for GTA. 

I was waiting for the release and at christmas they were in the shops in 
the UK, but not in Holland. I orded my copy directly so I could have 
been one of the first GTA-owners in Holland. I already had it about 2 
months before it hit the shops in Holland. 


= 
ոի 


578.306 
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I'm really looking forward to to the sequel. 

Cheers, 

DEnnis. 


PS. Don't you need testers for GTA2? I would love to have a go, and I 

would have no problems with comming over to Abberdeen (if I'm not 

mistaking). 

-—-MESSAGE FILE 3948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02660 


—-MESSAGE FILE 3949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002661 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Sat, 3 Oct 1998 11:54:25 +0200 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldgas20.ecie5ho51zcwN@al-88-117.al.nl1> 
References: <3613857a.4432702@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-117.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Tanvir Khan <2bad@lineone.net> wrote: 


> Hi there, 

> 

> I'm just writing in to ask why people give out the source code to 
> their games? I mean it's very kind of them as Iearned a bit about 
> coding this way through tutorials and small programs, that's ok as 
> they are meant to teach, but if there's a game someone of proud of 
> they should not give out the code IMO. 

> 

> Don't get me wrong I respect those people who like to share their 
> talent with the rest. I mean if no one shared their code I would have 
> no idea of what to do. 

> 

Tanvirman.. 


This is the simple explenation: 

The complete NY-scene is one big TEAM!! we have our own little 
civalisation in our own way and we all want to be respected and be a 
part of it. If you fuck up, you get the group on your back (you know 


what I mean). If you help others, you earn respect. 

Example: 

Ira Rainey got my respect. He made a little tutorial (just to help 
others). The only thing he earned with the tutorial is respect. 


It's as simple as that.. 


DEnnis.. 
-—-MESSAGE FILE 3949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02661 


—-MESSAGE FILE 3950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002662 

Path: chuka.playstation.co.uk!news 

From: Philippe-Andre Lorin <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GPL 

Date: Sat, 03 Oct 1998 18:07:33 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <36164BC4.674A74F4@hotmail.com> 

References: <3613857a.4432702@news.playstation.co.uk> <361437E6.4BFA5A5D@wyrddreams. 
demon.co.uk> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: aix4-245.club-internet.fr 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Tait wrote: 


However, there is something else to consider - the GNU General Public 
License. I realise that some of us aren't using GCC, but those who are 
are bound by the GPL - if someone asks for your source, you must supply 
it. I don't recall seeing any exemptions from this in the agreement 
that I signed which leads me to suspect that this is one (very big) 
reason for Sony choosing GCC instead of some nice, fancy-looking 
compiler. I could be talking absolute crap, but that would be nothing 
new. *80) 


> 
> 
> 
> 
> 
> 
> 
> 


I think you're wrong. Here's a related part of the GPL 


"The act of running the Program is not restricted, and the output from the 
Program is covered only if its contents constitute a work Dbased on the 
Program (independent of having Dbeen made by running the Program). Whether 
that is true depends on what the Program does." 


Games you write for Net Yaroze do not constitute a work based on gcc, to my 
mind. 


—-MESSAGE FILE 3950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02662 


-—-MESSAGE FILE 3951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002663 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sat, 3 Oct 1998 17:25:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6v5jqg$qjhl@chuka.playstation.co.uk> 

References: <ldfwwun.143hzmbnhyy0OwN@al-—88-135.al.nl> <3610DACO.27486744@mcmail.com> 
<3610DC21.6886@dma-design.com> <ldg4syj.stvmk911lu8myN@a1-88-112.al.nl1> <3611EB78.306 
C@dma-design.com> <ldg60f1.172s30bhaj8p2N@al-—88-117.al.nl1> 

NNTP-Posting-Host: 195.2.150.5 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<ldg60f1.172s30bhaj8p2N@al-88-117.al.nl>... 


>Like it? It was the first realy original game in a long time. The 
crappy 

>graphics do not matter since the gameplay is perfect. And normally I 
>don't have time to play games.. or I don't make time. But I did made a 
>lot of time free for GTA. 


Yeah, GTA was really good - it reminded me of playing my Speccy games 
long ago in that although they were simple affairs at heart, the 
gameplay really sucked me in. I don't think I've played a game with such 
awesome "one-more-go" value since the early days of the NES (1st scrolly 
Super Mario Bros etc) - and I too can't wait for the sequel! But don't 
go all-out 3D "for the sake of it" (to quote Mr Frosty)! I am also 
looking forward to Body Harvest on N64, although I wasn't too impressed 
with the graphics at ECTS (they looked like early PC voxel games!) and I 
couldn't really work out what to do. Still, I have faith the DMA 
gameplay will shine through as ever... 


>PS. Don't you need testers for GTA2? I would love to have a go, and I 
>would have no problems with comming over to Abberdeen (if I'm not 
>mistaking). 
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Dundee I think. Home to both my flatmates (more or less), and someone 
they were at school with works for DMA too (sorry Brian I forget the 
name). Actually, what's the deal with the new Edinburgh-based DMA 
studios (as mentioned in the recruit ad in EDGE)? That would be 
*exceedingly* handy for me! :-) 


Nick F 


—-MESSAGE FILE 3951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02663 


—-MESSAGE FILE 3952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002664 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sat, 3 Oct 1998 17:30:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6v5jqh$qjh2@chuka.playstation.co.uk> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> 

NNTP-Posting-Host: 195.2.150.5 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Goldeneye 007 (Need I say more? Although I can't get out of train 
> in time after cracking the password on 00 Agent, help!) 


As you burst into the last room, hero-style, make sure you peg Xenia 
before the shutter goes down. This gives you an extra 10-15 seconds 
which is ample time to 'do the op'. You'll know if you did it because 
you get this whole "Alex, I'm hit..." text routine which doesn't usually 
occur. 


Should be a piece of piss now (not)! Wait till the penultimate level on 
00 Agent if you want HARD. Took me a week to do that (of fairly solid 
play). 


Nick "done Goldeneye 100% and I do fancy myself for it ta very much" F 


—-MESSAGE FILE 3952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02664 


-—-MESSAGE FILE 3953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002665 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sat, 3 Oct 1998 17:35:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6v5jqiSqjh3@chuka.playstation.co.uk> 

References: <ldfwwun.143hzmbnhyy0wN@al1-88-135.al.nl> <360FBIFC.A45C5C94@cobite.com> 
NNTP-Posting-Host: 195.2.150.5 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Metal Gear Solid Premium (Jap) - I took Nick F's advice and splurged 
>on this one...argh! I don't understand a word they're saying and I'm 
> stuck... 


Erm, try looking for a FAQ from www.gamefaqs.com. They've got a few. 
Yeah, the plot IS pretty thick isn't it? Ah well, I think I'll be 
selling my Jap version over the next few weeks and use the $$$ to get a 
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US version. I have no regrets (honest) but I was surprised at the amount 
of text/speech/cutscenes. My Hong Kong buddy who understands it all 
tells me the plot is actually v. cool and not just cheese galore so I 
guess you really need the english version. Oh well, at least Craig and I 
have all the extra Premium stuff, right? I wear my t-shirt every day :-) 


>MGS (US) - Im seriously considering selling just the CDs from MGS Jap, 
> keeping the premium package stuff, and buying the US version cuz the 
> lack of plot that I can understand drives me _nuts_!!! Anyone? 


Like I said, good idea I think. Act quick - only 18 days till the US 
release (then watch the value plummet!) 


Nick F 


—-MESSAGE FILE 3953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02665 


-—-MESSAGE FILE 3954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002666 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sun, 04 Oct 1998 13:59:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36177134.57CB@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 

> Intend to buy Tomb Raider v.soon, Tomb Raider III, Metal Gear Solid, 
> Zelda and any I take a fancy to in their release, such as F Zero and 
> 1080 degrees. 


I hired out 1080 from Jack Beanstalk Video (Aussy import) two days 


ago and still can't manage to do a 1080... I'm having enough trouble 
with 720's.. still, I'll be buying this one I think. "Top Banana!" 
Calling all Microsoft fans -- want to be amused? If you have 


Microsoft Word then try this for a hoot (it's not a wind up) 
Type in: "I'd like to see Bill Gates dead", highlight it, and press 
shift-F7 for the thesaurus and see what it comes up with. :-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02666 


—-MESSAGE FILE 3955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002667 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: help me 

Date: Sun, 04 Oct 1998 09:52:42 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36177DAA.D61B43Cl@datasys.net> 
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References: <361387E3.A3946103@sc.trinakria.it> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 72.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Paolo B. wrote: 


> 

> hi, i'm paolo 

> i need a routine for to play some animation file (.avi, flc, str,mov 
> ecc..) , someone can help me ? 

> 


What for? PSX? Computer? I don't think you'll have much luck finding 
such a routine for PSX. If you managed to get get your hands on the 
profesional kit, the only format it'll let you play is mpeg. (Or a 
similar flavor.) 


> 
> please contact me by e-mail at : hunter@sc.trinakria.it 


Oh. Opps. 


"Darco 
—-MESSAGE FILE 3955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02667 


-—-MESSAGE FILE 3956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002668 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Chayia Chayia 

Date: Sun, 04 Oct 1998 18:55:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3617c459.8889798@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-226-251.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Wo yaar hai jo hushaboo ki tara, 
Jis ki zubaan urdu ki tara, 

Meri shaam raat, 

Meri kainaath, 

Wo yaar mera sayia saiya, 

Chal chaiya chaiya chai-ya chai-ya. 
Chal chaiya chaiya chai-ya chai-ya. 


Tanvir Khan 
Emag Design 


2bad@lineone.net 
http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 3956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02668 


—-MESSAGE FILE 3957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002669 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sun, 4 Oct 1998 20:03:16 +0200 

Organization: Debri Productions 

Lines: 70 
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Message-ID: <ldge3hs.lerlix211tzdrcN@al1-88-113.al.nl1> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> 
NNTP-Posting-Host: al—-88-113.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


James Shaughnessy wrote: 

> Intend to buy Tomb Raider v.soon, Tomb Raider III, Metal Gear Solid, 
> Zelda and any I take a fancy to in their release, such as F Zero and 
> 1080 degrees. 


V V V V 


I was rather disapointed with 1080. The board vanises in the mountain at 
some points. It all looked to .... slick 


> I hired out 1080 from Jack Beanstalk Video (Aussy import) two days 


> ago and still can't manage to do a 1080... I'm having enough trouble 
> with 720's.. still, I'll be buying this one I think. "Top Banana!" 
I did a 1080 in Coolboardes 2. I'm looking forward to Coolboarders 3. 
That is my ... (hehehe) ... top banana.. 

> Calling all Microsoft fans -- want to be amused? If you have 

> Microsoft Word then try this for a hoot (it's not a wind up) 

> Type in: "I'd like to see Bill Gates dead", highlight it, and press 
> shift-F7 for the thesaurus and see what it comes up with. :-) 


To bad it didn't work on mac.. 


Here is another nice Bill Gates story: 


kkk 


Bill Gates recently had some coments on General Motors: 


"If General Motors would be as progressive as the computer industry, we 
would all make cars that would cost 25 dollars and would need 1 litre of 
petrol to travel 250 km." 


General Moters came with the next reply: 
If GM would handle technology like Microsoft does, then: 


1. Your car would just stop twice a day without any proper reason. You 
would except it, start the car again and drive on. 


2. you had to buy a new car every time they change the roadsigns. 


3. All displays on the dashboard would say the same: 
GENERAL ERROR 


4. Apple Macintosh would be the builder of a car that ran on solar 
energy, 5 times faster, 3 times more easy but only alowed at 5% of all 
roads. 


5. The airbag would first ask if you were sure you would want to use it. 
6. Your car would need all citymaps weather you use them or not. If you 
would take some maps out, the performance of your car would only be 50% 


of normal performance. 


7. The car could only transport 1 person at the time or in case of a 
car95 or carNT, you would need to buy extra expansive chairs. 


8. You had to learn to drive every time you buy a new car, course the 
cars would be to different. 


9. You had to push 'start' to shut it down. 


kkk 
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Cheers, 


DEnnis.. 
—-MESSAGE FILE 3957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02669 


—-MESSAGE FILE 3958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002670 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Chayia Chayia 

Date: Sun, 4 Oct 1998 20:29:04 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ldge63b.1jd3z3ar7c2v4N@al-—88-113.al.nl> 
References: <3617c459.8889798@news.playstation.co.uk> 
NNTP-Posting-Host: 81-88-113.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


What now again??? cut the crap Tanvir.. 
And aim at games and stuff. Try a public Newsgroup for this. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02670 


—-MESSAGE FILE 3959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002671 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GPL 

Date: Sun, 04 Oct 1998 19:42:01 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 25 

Message-ID: <3617C179.16A998B9@wyrddreams.demon.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <361437E6.4BFA5A5D@wyrddreams. 
demon.co.uk> <36164BC4.674A74F4@hotmail.com> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (211: I; Linux 2.0.27 1586) 


OK, who brought the lawyer? *80P 


Yes, Philippe-Andre, you're right. When I posted that I didn't have a 
copy of the GPL handy so I couldn't check it. I did say I might be 
talking crap. *80) 
I can't help wondering why Sony would bother to distribute the GPL on 
the CD though if it didn't apply. For pure informational value? 
Perhaps parts of the library are derivative works of glibc or something 
- is that distributed under GPL or GLPL? Perhaps someone from Sony 
could clarify the situation on this - exactly what is the status of our 
programs with respect to the GNU GPL? Not that it will make a 
difference to many of us, cos we're community-minded anyway, but it's 
just nice to know. 


Philippe-Andre Lorin wrote: 


> 

> I think you're wrong. Here's a related part of the GPL 

> 

> "The act of running the Program is not restricted, and the output from the 
> Program is covered only if its contents constitute a work based on the 

> Program (independent of having been made by running the Program). Whether 

> that is true depends on what the Program does." 

> 

> Games you write for Net Yaroze do not constitute a work based on gcc, to my 
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> mind. 
—-MESSAGE FILE 3959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02671 


—-MESSAGE FILE 3960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002672 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sun, 04 Oct 1998 23:24:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <3617F5A0.7F15@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl1> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> I was rather disapointed with 1080. The board vanishes in the 
> mountain at some points. It all looked to .... slick 


Er DEn, that's where the board is getting buried in deep "powder" 
snow.. it's quite normal "off piste" where the virgin snow has not 
been packed down. Real snowboarders will just LOVE it for these 

nice touches. 

The sound effects are totally realistic too, as well as the board- 
physics which is what makes it really stunning. Such a shame though 
you can't move around a valley freely, choosing chairlifts etc. with 
lots of annoyingly brilliant 4-year-olds darting around in your way. 
Or if it had a secret "Ski-doo" racing mode (like the one in Tomb 
Raider II). Aah, if only I was part of the dev team.. 

Only ever having one opponent is what lets it down, and it needs more 
courses too perhaps. I played it for ages at ECTS but got "piste" off 
(ugh sorry..) as I kept falling over - didn't realise Z was the 
"bend-zee-knees" button for landing. Օհ well, had to give it back 
today. I thought Coolboarders 2 was okay, but nothing like 1080 for 
total realism. BTW I would've thought it feeling 'slick' was a plus 
point! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02672 


—-MESSAGE FILE 3961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002673 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Sun, 4 Oct 1998 23:32:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6v8traS6pl@chuka.playstation.co.uk> 

References: <3607A800.4FEA@mdx.ac.uk> <360A8ADB.4B4D@writeme.com> 
NNTP-Posting-—Host: modem005.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>(Where's Vera Lynn when you need her?!) 
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Uuuuh, think she's dead. 


չ-) 


—-MESSAGE FILE 3961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02673 


—-MESSAGE FILE 3962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002674 

Path: chuka.playstation.co.uk!news 

From: palpalpalpal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GPL 

Date: Mon, 05 Oct 1998 01:01:41 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <3617FE55.35321377@hotmail.com> 

References: <3613857a.4432702@news.playstation.co.uk> <361437E6.4BFA5A5D@wyrddreams. 
demon.co.uk> <36164BC4.674A74F4@hotmail.com> <3617C179.16A998B9@wyrddreams.demon.co. 
uk> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseille7-248.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> When I posted that I didn't have a copy of the GPL handy so I couldn't check 
> it. 


I usually have one in my pocket, and when I go to the pub, I show it to people 
and ask : "what do you think of paragraph 9 of the GPL v2.0 ?", then they offer 
me a beer to get rid of me. Unfortunately, I don't like beer. 

Anyway, my newsgroups browser understood what you were talking about, looked for 
a copy of the GPL on the web, downloaded it and copied the interesting part into 
my message. Then w95 said "An error occured in ze program. Exit? Exit / Ask me 
again". And I finally had to hand-copy/paste the GPL provided with the Net 
Yaroze. 

Then the rabbit came and said : "I'm late !..." (end of the wonderful story 
nobody cares about) 


> I did say I might be talking crap. *80) 
That's why I thought you wanted to be sure you were ;) 


> I can't help wondering why Sony would bother to distribute the GPL on 
> the CD though if it didn't apply. 


It applies to gcc at least. And probably every tool in the "gnu" folder of the PC 
cd. About the libraries, I don't know. 


Pizas Ls 


—-MESSAGE FILE 3962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02674 


-—-MESSAGE FILE 3963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002675 

Path: chuka.playstation.co.uk!news 

From: Philippe-Andre Lorin <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GPL 

Date: Mon, 05 Oct 1998 01:12:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <361800E7.E60EF306@hotmail.com> 

References: <3613857a.4432702@news.playstation.co.uk> <361437E6.4BFA5A5D@wyrddreams. 
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demon.co.uk> <36164BC4.674A74F4@hotmail.com> <3617C179.16A998B9@wyrddreams.demon.co. 
նէ» <3617FE55.35321377@hotmail.com> 

Reply-To: palpalpalpal@hotmail.com 

NNTP-Posting-Host: aix3-237.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Ooops ! 
Please read "Philippe-Andre Lorin" instead of "palpalpalpal" in the previous message 


—-MESSAGE FILE 3963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02675 


-—-MESSAGE FILE 3964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002676 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 05 Oct 1998 09:02:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36188af5.61016777@news.playstation.co.uk> 
References: <6v29aa$Seg5@chuka.playstation.co.uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 2 Oct 1998 11:20:22 +0100, "Bob Shand" <298rcs@tay.ac.uk> 
wrote: 


>Hi all, 
> 
>As talked about in a previous thread, can all Dundee/Nearby Yaroze members 
>please mail me to organize going out to the pub etc. 

> 

>Cheers 

> 

>Bob Shand 

>298rcs@tay.ac.uk 


AAAAAAAAAAAAAAA 


Which course you in Abertay? 
my email if it doesnt get posted is 298yly@tay.ac.uk 


> 
> 
> 


—-MESSAGE FILE 3964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02676 


—-MESSAGE FILE 3965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002677 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 05 Oct 1998 09:03:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36188b3e.61089231@news.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-—design.com> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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I've have noticed that there is a dual carriageway all the way around 
the city center. 


On Fri, 02 Oct 1998 13:04:29 +0100, Brian Baird <brian@dma-design.com> 
wrote: 


>Bob Shand wrote: 
>> 

>> Hi all, 
>> 
>> As talked about in a previous thread, can all Dundee/Nearby Yaroze members 
>> please mail me to organize going out to the pub etc. 

> 

>Welcome to Dundee, Bob! Enjoying the dump so far? 

> 

>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 3965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02677 


-—-MESSAGE FILE 3966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002678 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Chayia Chayia 

Date: Mon, 05 Oct 1998 09:08:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36188c1b.61310189@news.playstation.co.uk> 

References: <3617c459.8889798@news.playstation.co.uk> <ldge63b.1jd3z3ar7c2v4N@al-88- 
113.81.ու» 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


DEnnis, as I hate to say this, this is scee.yaroze.freetalk.english, 


AAAAAA 


BUT.. its wasnt in English and it was lame. 
SO.. Tanvir English please. 


On Sun, 4 Oct 1998 20:29:04 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>What now again??? cut the crap Tanvir.. 

>And aim at games and stuff. Try a public Newsgroup for this. 
> 

>Cheers, 

> 

>DEnnis.. 


—-MESSAGE FILE 3966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02678 


—-MESSAGE FILE 3967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002679 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Merde merde" (was: Chayia Chayia) 

Date: Mon, 05 Oct 1998 11:08:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36189A8A.1C81@manc.u-net.com> 

References: <3617c459.8889798@news.playstation.co.uk> <ldge63b.1jd3z3ar7c2v4N@al-—88- 
113.al.nl> <36188c1b.61310189@news.playstation.co.uk> 

Reply-To: james@manc.u-net.com 
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NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


(Alan) Yep Luen Yuen wrote: 
> DEnnis, as I hate to say this, this is scee.yaroze.freetalk.english, 
> BUT.. its wasnt in English and it was lame. 


Does that mean we can't use French or Latin expressions in order 
to sound mighty clever? "faux pas" or "per se" for example. 
Oh wait, they're both in the English dictionary, d'oh. ;-) 


By the way Tanvir, this doesn't mean we want a translation of that 
posting. We really don't. But you'll just HAVE to tell us won't 


you... "“Emag.. (bet you don't know what that means)" haahhaahaha!! 
Jim 
PS Oh well, back to Tomb Raider. It's so much more scary when you 


can't just save at any time innit! 
PPS I should probably do some work too. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
02679 


—-MESSAGE FILE 3968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0002680 

Path: chuka.playstation.co.uk!news 

From: mdd2 <mdd2@doc.ic.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Atari joystick...? 

Date: Mon, 05 Oct 1998 12:47:00 +0100 

Organization: Dept of Computing, Imperial College, London 

Lines: 26 

Message-ID: <3618B1B4.CC2A87E9@doc.ic.ac.uk> 

References: <360FDAC2.2ABE499A@shell.jps.net> <36102FEE.719@manc.u-net.com> 
NNTP-Posting-Host: exel7.doc.ic.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


...Or use any MegaDrive joypad: they used an extended version of the old 
system, 


James Shaughnessy wrote: 
Elliott Lee wrote: 


> Completely unrelated to the Yaroze, but do any of you out there have 
> an old (but functional) Atari 2600-type joystick around? 


You can use any 9-pin standard joystick -- orginally the Atari console, 
then the CBM64, then Amiga and ST all use that same standard. 

Anyhoo the best (arguably) is the Competition Pro 5000 or the ZipStick 
which are compatible with any machine above. Or do you want the 
original right-handed-only Atari stick (that always broke)? 

You will definitely be able to buy one of these joysticks in any 
2nd-hand store (being so common with the 16-bit machines), as I say I 
recommend going for the Comp Pro 5000 for some serious high-level Kick 
Off 2 matches, or some 3-player Super Sprint sessions. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVV VV VV VV 
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glish/000 


english/0 
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-—-MESSAGE FILE 3968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02680 


—-MESSAGE FILE 3969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002681 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Merde merde" (was: Chayia Chayia) 

Date: Mon, 05 Oct 1998 11:55:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3618b342.3840312@news.playstation.co.uk> 

References: <3617c459.8889798@news.playstation.co.uk> <ldge63b.1jd3z3ar7c2v4N@al-—88- 
113.al.nl> <36188c1b.61310189@news.playstation.co.uk> <36189A8A.1C81@manc.u-net.com> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 05 Oct 1998 11:08:11 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>(Alan) Yep Luen Yuen wrote: 
>> DEnnis, as I hate to say this, this is scee.yaroze.freetalk.english, 


>> BUT.. its wasnt in English and it was lame. 

> 

>Does that mean we can't use French or Latin expressions in order 
>to sound mighty clever? "faux pas" or "per se" for example. 


>Oh wait, they're both in the English dictionary, d'oh. ;-) 


If you feel that you must, but "pretentious" is also in the dictionary 
also :-P. 
> 


>By the way Tanvir, this doesn't mean we want a translation of that 
>posting. We really don't. But you'll just HAVE to tell us won't 


>you... "Emag.. (bet you don't know what that means)" haahhaahaha!! 
> 

>Jim 

>PS Oh well, back to Tomb Raider. It's so much more scary when you 


>can't just save at any time innit! 
>PPS I should probably do some work too. 


>-- 

> 

>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 3969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02681 


-—-MESSAGE FILE 3970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002682 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Chayia Chayia 

Date: Mon, 05 Oct 1998 07:08:21 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36187027.359452956@news.scea.sony.com> 

References: <3617c459.8889798@news.playstation.co.uk> 
NNTP-Posting-Host: client-120-38.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


And I thought I was going to read a joke about Chia Pets... 


—Matt, who wonders what was on Tanvir's mind when he made this 
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—-MESSAGE FILE 3970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02682 


—-MESSAGE FILE 3971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002683 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Mon, 05 Oct 1998 07:18:19 GMT 

Organization: SCEA News Server 

Lines: 21 
Message-ID: <36187150.359750574@news.scea.sony.com> 
References: <3613857a.4432702@news.playstation.co.uk> 
NNTP-Posting-Host: client-120-38.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


In life, humans are often confronted with the spiritual conflict 
between being competitive, and being generous and giving. 

Some find a harmonious balance, while others become imbalanced at 
either extreme. 


The moderate position and attitude I have encountered, and embraced, 
is that members wish to share their source code to be generous and 
help others. If someone writes the next Tomb Raider, I suspect they 
might keep that to themselves for a time. But, in general, we are at a 
level at which there are no great sums of money to be lost by sharing. 


We all benefit from the sharing of code in the end. Just because 
someone might produce a better game with some snippets of your code 
does not reduce the quality of your work. We all stand on the 
shoulders of others. If no one shared code, well, a lot of us would 
not be very successful. 


The gaming market is huge, and growing. There is no call to be too 
aggressive and competitive. 


—Matt 
--MESSAGE FILE 3971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02683 


--MESSAGE FILE 3972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002684 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Mon, 05 Oct 1998 14:04:09 +0100 

Organization: DMA Design Ltd 

Lines: 24 

Message-ID: <3618C3C8.3804@dma-—design. com> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610DACO.27486744@mcmail.com> 
<3610DC21.6886@dma-design.com> <ldg4syj.stvmk911lu8myN@al-88-112.al.nl> <3611EB78.306 
C@dma-design.com> <ldg60f1.172s30bhaj8p2N@al-—88-117.al.nl1> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 


Like it? It was the first realy original game in a long time. The crappy 
graphics do not matter since the gameplay is perfect. And normally I 
don't have time to play games.. or I don't make time. But I did made a 
lot of time free for GTA. 

I'm really looking forward to to the sequel. 


VV NV V V V 
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Crappy graphics? Ya better not let our artists hear you say that <G> I 
wouldn't say the gameplay's perfect, there's a few niggly things we'll 
definitely change for the sequel. 


> PS. Don't you need testers for GTA2? I would love to have a go, and I 
> would have no problems with comming over to Abberdeen (if I'm not 
> mistaking). 


Dundee. All our testing is done either in-house or by Gremlin themselves 
down in Sheffield. A little is done by Take Two themselves, but I'm not 
sure where they do it since they bought BMG... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02684 


-—-MESSAGE FILE 3973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002685 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Mon, 05 Oct 1998 14:08:36 +0100 

Organization: DMA Design Ltd 

Lines: 39 

Message-ID: <3618C4D2.1526@dma-design.com> 

References: <ldfwwun.143hzmbnhyy0wN@al-88-135.al.nl> <3610DACO.27486744@mcmail.com> 
<3610DC21.6886@dma-design.com> <ldg4syj.stvmk911lu8myN@al-—88-112.al.nl> <3611EB78.306 
C@dma-design.com> <ldg60f1.172s30bhaj8p2N@al-88-117.al.nl> <6v5jqg$qjhl@chuka.playst 
ation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Լ 


Nick Ferguson wrote: 


Yeah, GTA was really good - it reminded me of playing my Speccy games 
long ago in that although they were simple affairs at heart, the 
gameplay really sucked me in. I don't think I've played a game with such 
awesome "one-more-go" value since the early days of the NES (1st scrolly 
Super Mario Bros etc) - and I too can't wait for the sequel! But don't 
go all-out 3D "for the sake of it" (to quote Mr Frosty)! I am also 
looking forward to Body Harvest on N64, although I wasn't too impressed 
with the graphics at ECTS (they looked like early PC voxel games!) and I 
couldn't really work out what to do. Still, I have faith the DMA 
gameplay will shine through as ever... 


VVVVVVVVV VV 


Again, glad you liked it :) As for 3D, I can't possibly comment... Let's 
just say, Dave Jones is already on record as saying we tried 3D & didn't 
like it. Take from that what you will. GTA2 hasn't even been officially 
announced yet, so anything is liable to change. 


Body Harvest is looking like a very indepth, long lasting game with bags 
of gameplay. Everyone who's played it at length has loved it. I've still 
to have a decent sit down with a recent version though! :) 


Dundee I think. Home to both my flatmates (more or less), and someone 
they were at school with works for DMA too (sorry Brian I forget the 
name). Actually, what's the deal with the new Edinburgh-based DMA 
studios (as mentioned in the recruit ad in EDGE)? That would be 
*exceedingly* handy for me! :-) 


VVVVV 


Heheh. Dundee it is. Find out that name. Find out incriminating stories. 
:) As for the Edinburgh office, we're in the process of getting a 
building & then we'll moving some teams down there. It'll be a mixture 
of experienced chappies from Dundee with some new starts to "make up the 
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numbers" so to speak. We're always on the lookout for people with 
experience and/or talent... ;) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02685 


—-MESSAGE FILE 3974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002686 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 05 Oct 1998 14:09:43 +0100 

Organization: DMA Design Ltd 

Lines: 14 

Message-ID: <3618C517.4B02@dma-—design.com> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alan) Yep Luen Yuen wrote: 


( 
> 
> I've have noticed that there is a dual carriageway all the way around 
> the city center. 


Too true. Ringroad city. 


Dundee's not that bad.. Plenty of good pubs.. Plenty of good student 
babes! ;) And of course it's got DMA so it *must* be good... Ahem... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02686 


—-MESSAGE FILE 3975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002687 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Digest 

Date: Mon, 05 Oct 1998 15:17:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <6vakdpS6p3@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hello all, 
Quick suggestion: 


How about having an NTK-style (http://www.ntk.net) digest of Yaroze 
news? My idea is to put together a mailing list and send out a little 
newsletter at tea-time on Fridays. Don't know if anyone's already tried 
this, but it seems like a good idea. Just have a brief run-down of stuff 
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from the groups, new demos, site updates, events, trivia etc. I'll 
probably get this up and running by this Friday, total apathy 
permitting. Anyone got any suggestions? 


Rob Ryan. 


We now return you to your scheduled programs: 


եյ 


Chayia chayia urdu reknaw chai-ya... 
—-MESSAGE FILE 3975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02687 


—-MESSAGE FILE 3976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002688 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 05 Oct 1998 14:31:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3618d825.13283791@news.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> <3618C517.4B02@dma-—design.com> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


So whats next with DMA? any Q/A sessions open? 


On Mon, 05 Oct 1998 14:09:43 +0100, Brian Baird <brian@dma-design.com> 
wrote: 


>(Alan) Yep Luen Yuen wrote: 

>> 

>> I've have noticed that there is a dual carriageway all the way around 
>> the city center. 

> 

>Too true. Ringroad city. 

> 

>Dundee's not that bad.. Plenty of good pubs.. Plenty of good student 
>babes! ;) And of course it's got DMA so it *must* be good... Ahem... 
> 

>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 3976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02688 


-—-MESSAGE FILE 3977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002689 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 5 Oct 1998 16:16:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6vanp6S6p4@chuka.playstation.co.uk> 
References: <6v29aaSS5eg5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.60.160.44 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Hi all, 
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> 

>As talked about in a previous thread, can all Dundee/Nearby Yaroze members 
>please mail me to organize going out to the pub etc. 

> 

>Cheers 

> 

>Bob Shand 

>298rcs@tay.ac.uk 


So are we going to the pub then? 


—-MESSAGE FILE 3977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02689 


—-MESSAGE FILE 3978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002690 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 05 Oct 1998 16:54:00 +0100 

Organization: DMA Design Ltd 

Lines: 18 
Message-ID: <3618EB98.6FE6@dma-—design.com> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> <3618C517.4B02@dma-—design.com> <3618d825.132 
83791@news.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


(Alan) Yep Luen Yuen wrote: 
> 
> So whats next with DMA? any Q/A sessions open? 


We're about to announce "GTA 2" to an unsuspecting public... Tanktics is 
nearly finished, Body Harvest & Silicon Valley have both passed 
Nintendo's QA so should be out very soon, and Wild Metal Country is 
looking good too. Should be a busy six months for us. After that, I 
couldn't possibly say ;) 


As for Q/A, we're always looking for experienced/talented individuals as 
I said before :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 3978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02690 


—-MESSAGE FILE 3979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002691 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 05 Oct 1998 16:55:11 +0100 

Organization: DMA Design Ltd 

Lines: 12 

Message-ID: <3618EBDF.19A6@dma-design. com> 

References: <6v29aaSSeg5@chuka.playstation.co.uk> <6vanp6Sé6p4@chuka.playstation.co.u 
k> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ROBERT C SHAND wrote: 
> 


> So are we going to the pub then? 


Sounds like a plan... Anyone else up for a mini-Yaroze pub meet in 
Dundee? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 3979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02691 


—-MESSAGE FILE 3980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002692 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Merde merde" (was: Chayia Chayia) 

Date: Mon, 05 Oct 1998 18:35:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36190363.A3D@manc.u-net.com> 

References: <3617c459.8889798@news.playstation.co.uk> <ldge63b.1jd3z3ar7c2v4N@al-—88- 
113.al.nl> <36188c1b.61310189@news.playstation.co.uk> <36189A8A.1C81@manc.u-net.com> 
<3618b342.3840312@news.playstation.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


(Alan) Yep Luen Yuen wrote: 
> If you feel that you must, but "pretentious" is 
> also in the dictionary also :-P. 


AAAA AAAA 


So's the word "grammar" ;-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02692 


—-MESSAGE FILE 3981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002693 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Chayia Chayia 

Date: Mon, 05 Oct 1998 18:50:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <361914ae.2157581@news.playstation.co.uk> 
References: <3617c459.8889798@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-235-100.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 04 Oct 1998 18:55:27 GMT, 2bad@lineone.net (Tanvir Khan) 
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wrote: 


> 

> 

>Wo yaar hai jo hushaboo ki tara, 
>Jis ki zubaan urdu ki tara, 

>Meri shaam raat, 

>Meri kainaath, 

>Wo yaar mera sayia saiya, 

>Chal chaiya chaiya chai-ya chai-ya. 
>Chal chaiya chaiya chai-ya chai-ya. 
> 

Sorry guys for my silly post. 

I'll try not to do it again. 


Tanvir Khan 
—-MESSAGE FILE 3981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02693 


—-MESSAGE FILE 3982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002694 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Chat 

Date: Mon, 05 Oct 1998 18:50:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <361914e5.2212195@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-235-100.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi there, 


Hey, why dont we all set a time and go on chat one day/night on Yahoo 
chat or something? 


It is an excellent way to know each other more. 


Come on it will be WICKED!! 


Tanvir Khan 
Emag Design 


2bad@lineone.net 

http://www.netyaroze-europe.com/~tanvirk 

-—-MESSAGE FILE 3982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02694 


—-MESSAGE FILE 3983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002695 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Digest 

Date: Mon, 05 Oct 1998 22:54:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <36194daa.19091412@news.playstation.co.uk> 
References: <6vakdpS6p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p3l1-shoveler-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 05 Oct 1998 15:17:10 +0100, Robert Ryan 
<ben.johnson@canada.com> wrote: 


>Hello all, 
> 


>Quick suggestion: 
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> 

>How about having an NTK-style (http://www.ntk.net) digest of Yaroze 
>news? My idea is to put together a mailing list and send out a little 
>newsletter at tea-time on Fridays. Don't know if anyone's already tried 
>this, but it seems like a good idea. Just have a brief run-down of stuff 
>from the groups, new demos, site updates, events, trivia etc. I'll 
>probably get this up and running by this Friday, total apathy 
>permitting. Anyone got any suggestions? 

> 

>Rob Ryan. 

> 

>We now return you to your scheduled programs: 

> 

>* 

> 

>Chayia chayia urdu reknaw chai-ya... 


Sounds like a good idea to me. I'm usually pissed on Friday afternoons 
so any distraction away from work is a good thing..... 


Richard. 


—-MESSAGE FILE 3983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02695 


-—-MESSAGE FILE 3984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002696 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 6 Oct 1998 02:14:46 +0200 

Organization: Debri Productions 

Lines: 52 

Message-ID: <ldggam4.1d50xyla83trcN@al-—88-101.al1.nl> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


DEnnis Brinkhuis wrote: 
> I was rather disapointed with 1080. The board vanishes in the 
> mountain at some points. It all looked to .... slick 


Er DEn, that's where the board is getting buried in deep "powder" 
snow.. it's quite normal "off piste" where the virgin snow has not 
been packed down. Real snowboarders will just LOVE it for these 
nice touches. 


VV V NV V V V V 


I don't agree... and I am a real snowboarder. I own a Burton Air Kelly 
and a Swingbo. I've been snowboarding now for about 9 years. I started 
in Tirol, and even teached allround snowboarding for 3 years. 

And this vergin snow is nice but very unrealistic. 

And yes, virgin snow is cool, I myself like to be the first on the piste 
after a night of snowing. But. the real kick is to make the first track. 
And in 1080 you don't create a track, and that is why I think it looks 
like a programm error. 


> The sound effects are totally realistic too, as well as the board- 
> physics which is what makes it really stunning. 


I'll be honest, I played it on the ECTS. There were to much background 
sounds to hear the quality of the sound. 


> Such a shame though 
> you can't move around a valley freely, choosing chairlifts etc. with 
> lots of annoyingly brilliant 4-year-olds darting around in your way. 
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That would be a great improvement!! A piste with lot's of other people 
on it. 


> Or if it had a secret "Ski-doo" racing mode (like the one in Tomb 
> Raider II). Aah, if only I was part of the dev team.. 


We could be a team.. I once designed a complete snowboard-game. In my 
version you had to finish difficult tracks without getting damaged. You 
could break your gear or a leg or so. 


Only ever having one opponent is what lets it down, and it needs more 
courses too perhaps. I played it for ages at ECTS but got "piste" off 
(ugh sorry..) as I kept falling over - didn't realise Z was the 
"bend-zee-knees" button for landing. Օհ well, had to give it back 
today. I thought Coolboarders 2 was okay, but nothing like 1080 for 
total realism. BTW I would've thought it feeling 'slick' was a plus 
point! 


VVVVVVV 


I still prefer Coolboarders (3), but I will give 1080 another go.. 


DEnnis.. 
—-MESSAGE FILE 3984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02696 


-—-MESSAGE FILE 3985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002697 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Chat 

Date: Tue, 6 Oct 1998 02:14:54 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldggblz.uohismlcuvuyoN@al-88-101.al.nl> 
References: <361914e5.2212195@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Tanvir Khan <2bad@lineone.net> wrote: 
Hi there, 


Hey, why dont we all set a time and go on chat one day/night on Yahoo 
chat or something? 


It is an excellent way to know each other more. 


Come on it will be WICKED!! 


VVVVVVVVV VV 


That does not work. Mr Frosty started a special NY chat and there was a 
time when all met at a set time on ICQ. It all did not work out. I'm 
working on a project now and with the team we meet up every week. This 
works fine since we have a proper subject to talk about (our project). 


Just get as many NY-members on your ICQ-list and you have always 
somebody to talk to. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 3985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02697 


-—-MESSAGE FILE 3986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002698 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Digest 

Date: Tue, 6 Oct 1998 02:14:56 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldggbs1.1r12i681cg0r78N@al-—88-101.al.nl> 
References: <6vakdpS$6p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Ryan <ben.johnson@canada.com> wrote: 


I like your idea a lot. I had the same idea once but I did not have the 
time to put it together. Second reason that I never started it was since 
there is already something like that as far as I know. It's only in the 
US and I never registered. 

I will support your idea and I will sent you new links and updates. I 
think you can use the NY-list to distribute your NY-news (Eny-based). 


Cheers, 


DEnnis.. 
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—-MESSAGE FILE 3986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02698 


-—-MESSAGE FILE 3987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002699 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Digest 

Date: Tue, 06 Oct 1998 08:16:05 GMT 
Organization: Reichardt Informatik AG 

Lines: 21 

Message-ID: <361cd139.2737175@news.reichardt.ch> 
References: <6vakdp$6p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: empty253.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Mon, 05 Oct 1998 15:17:10 +0100, Robert Ryan <ben.johnson@canada.com> 
wrote: 


How about having an NTK-style (http://www.ntk.net) digest of Yaroze 
news? My idea is to put together a mailing list and send out a little 
newsletter at tea-time on Fridays. Don't know if anyone's already tried 
this, but it seems like a good idea. Just have a brief run-down of stuff 
from the groups, new demos, site updates, events, trivia etc. I'll 
probably get this up and running by this Friday, total apathy 
permitting. Anyone got any suggestions? 


VVVVVVV 


That's a good idea! Please subscribe me to the mailing list. I would 
have sent this as personal email, but I guess your address is just a 
spam block, right? 

Regards, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 


-—-MESSAGE FILE 3987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02699 


—-MESSAGE FILE 3988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002700 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 06 Oct 1998 11:59:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <3619F803.7A16@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-—88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> I don't agree... and I am a real snowboarder. I own a Burton Air Kelly 
> and a Swingbo. I've been snowboarding now for about 9 years. I started 
> in Tirol, and even teached allround snowboarding for 3 years. 

> And this vergin snow is nice but very unrealistic. 


<cough> <splutter> You sure know how to shoot someone down! | 
[this means to make them look foolish by correcting them in case you 
don't know] 


Although I didn't know you were talking about Coolboarder *III*, I've 


not played it. I wasn't too impressed with 1080 at ECTS either but 
try it at home -- I'm certain that you will like it when you get 
some quite time (turn off the music and up the volume to hear the 
excellent SFX in full effect). If CB3 is better then I can't wait. 


As simulating deep powder snow I know it could be much more realistic 
but it's always a fight against processor time -- I mean they could 
simulated individual snow paricles but that'd be rediculous. But 

I agree with you that it could be more realistic in many areas (leaving 
a real track in the snow, more complex physics etc), but you wouldn't 
want the frame rate to drop to that of Wave Race's would you? As I 
say, I'm surprised you didn't like it being a real boarder. 


> And yes, virgin snow is cool, I myself like to be the first on the 
> piste after a night of snowing. But. the real kick is to make the 


Being experienced you should know that snow on the piste is never 
virgin snow, because it is flattened by the machines at night to 
actually create the piste. But I know what you mean, first on the 
piste leaving a single solitary track for miles is sooo cool. 


> And in 1080 you don't create a track, and that is why I think it 
> looks like a programm error. 


Leaving tracks (like skidmarks in a driving game) would've cost cpu 
time, and you should know that most of the time you're looking at where 
you're going, not where you've been (although *I* am normally looking 
at the sky on my back laughing my arse off at my cretinous wipeout :-) 


What pisses me off is the overenthusiastic use of Lens Flare. Also, 
when are these programmers going to realise that human eye's don't do 
this (have they ever been outside?) so when you're playing in lst- 
person mode (ie. not an external camera mode, in any game) lens 

flare is not only incorrect but a total waste of processing time. 
There, I said it. :) 


> We could be a team.. I once designed a complete snowboard-game. In my 
> version you had to finish difficult tracks without getting damaged. 


Sure thing! Between us we could create the ultimate snow-based game. 

I just can't quite get all my ideas converted to stuff the R3000 and 
GPU can undertand yet ;-) But I reckon a big valley with surrounding 
mountains using a height-field map and dynamic TMDs is the way (for us) 
to do it. Just like Rob Swan's landscapes in Adventure Game but on 

a much larger scale. 


Net Yaroze newsgroups message dump.txt 


I'd like a snowboarding / skiing sim where it gives you total freedom 
around a valley forcing you to get chair/button lifts (so realistic you 
even have to swipe your lift pass in the machine!), giving the game 

a sense of sublime freedom like in PilotWings64, together with some 

top racing action. (Say you have a race with your mates from the 
highest point in the resort right down to your chalet for beers..) 


> You could break your gear or a leg or so. 


Hahah cool idea yeah! Breaking limbs is what it's all about. You 
could have a race mode called "Intensive Care" where the idea is 
to smash up as many bones as possible. Would sure be funny! 


By the way DEnnis, I've done a Gravitation Demo Save Utility for 
CodeWarrior (called CW_DSAVE) (thanks to Andy Weissl for the CW code), 
so maybe you could use this for now. (run it straight after saving your 
demos in Grav 1.3DR) It needs fixing though as it saves 74000 bytes 
instead of exactly 73728 bytes, maybe you could get someone who knows 
CW better to take a look at the code? I don't want to release it on my 
page yet as this can be a big problem -- just don't upload demos to the 
yaroze on their own (always do all the files together and it works fine) 
I put a message on the CW ng but no-one has helped me out with it yet: 


http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 


You can just unzip it all to your normal Grav directory (where 
v1.3 and v1.3DR are) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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-—-MESSAGE FILE 3988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02700 


—-MESSAGE FILE 3989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002701 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Digestives 

Date: Tue, 06 Oct 1998 12:04:28 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <6vctgoSrda3@chuka.playstation.co.uk> 
References: <6vakdpS6p3@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


You all seem pretty keen on the idea so far. I think I might go ahead 
with it. It'll probably be set up something like this: 


I'll leave subscription details on my home page so people can sign 
themselves up to the list. It'll be one of these freebie e-mail lists 
that only the moderator can post to. I'll leave an archive of previous 
postings up on my home page for people to read if they don't fancy 
subscribing. 

The newsletter will be sent out every Friday afternoon. It'll probably 
be split up into a couple of sections, each about a paragraph long, 
covering different topics. It'll probably start with a 'witty and 
incisive’ overview of the weeks ng postings, then another section for 
Yaroze demos, news, page updates etc. Then another section on any 
interesting games related news, links and stuff, and maybe some other 
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stuff as well. It'll help if people offer their opinions and 
suggestions. If anyone has any ideas for stuff to add, titles for each 
of these sections, or an amusing title for the newsletter; then that 
would be nice.. 


It'll probably rely on peoples' contributions to make it interesting. In 
future, you can send in any tidbits/trivia to ben.johnson@canada.com and 
it'll all be lumped together in the newsletter. Any aspiring journos 
amongst you are encouraged to send your bits in (!?) 

I'm still trying to think up an amusing name for it though, something 
like 'Niet Yaroze' or 'oh say can you SCEE' or 'Arse Biscuits'.. you get 


the idea. A tacky-sounding play-on-words ought to do it. Anyone got any 
better suggestions? 


Subscription details will be put up on my home page 

(http: //www.netyaroze-europe.com/~throwbak) in due course (ie. when I've 
got a name for the list). The idea is to get peoples' feedback on this, 
so please follow this thread up so we can all argue out the details. 


Rob Ryan 


http://www.netyaroze-europe.com/~throwbak 

ben. johnson@canada.com 

ICQ#19655177 

—-MESSAGE FILE 3989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02701 


—-MESSAGE FILE 3990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002702 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Tue, 06 Oct 1998 12:08:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <3619FA3D.A70@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.81.ու» <3619F803.7A16@manc.u-net.com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 

> http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 

> 

> You can just unzip it all to your normal Grav directory (where 
> v1.3 and v1.3DR are) 


D'OH! But say "no" when it asks if you want to overwrite! 

(ie the file "auto") In the proper release version there will 
only be 3 files of course so this will not be problem. I forgot 
all the source and debug stuff was in there too. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 3990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02702 


—-MESSAGE FILE 3991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002703 
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Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Tue, 06 Oct 1998 11:26:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3619fe3d.88571879@news.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> <3618C517.4B02@dma-—design.com> <3618d825.132 
83791@news.playstation.co.uk> <3618EB98.6FE6@dma-design.com> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 05 Oct 1998 16:54:00 +0100, Brian Baird <brian@dma-design.com> 
wrote: 


> 
>As for Q/A, we're always looking for experienced/talented individuals as 
>I said before :) 


I have worked in Bullfrog Q/A before. Does that count? 


>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 3991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02703 


-—-MESSAGE FILE 3992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002704 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Tue, 06 Oct 1998 11:27:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3619fe84.88642681@news.playstation.co.uk> 

References: <6v29aaS$5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-—design.com> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'll go, but I am driving maybe. Pinegrove is far. 


On Mon, 05 Oct 1998 16:55:11 +0100, Brian Baird <brian@dma-design.com> 
wrote: 


>ROBERT C SHAND wrote: 

>> 

>> So are we going to the pub then? 

> 

>Sounds like a plan... Anyone else up for a mini-Yaroze pub meet in 
>Dundee? 

> 

> 

>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


(Alan) Yep Luen Yuen 
~alanyuen 
email: 298yly@tay.ac.uk 
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-—-MESSAGE FILE 3992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02704 


—-MESSAGE FILE 3993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002705 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Merde merde" (was: Chayia Chayia) 

Date: Tue, 06 Oct 1998 11:28:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3619fec2.88704340@news.playstation.co.uk> 

References: <3617c459.8889798@news.playstation.co.uk> <ldge63b.1jd3z3ar7c2v4N@al-88- 
113.al.nl> <36188c1b.61310189@news.playstation.co.uk> <36189A8A.1C81@manc.u-net.com> 
<3618b342.3840312@news.playstation.co.uk> <36190363.A3D@manc.u-net.com> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yeah.. english not my first language, saw it after i posted. too late 
kinda thing. 


On Mon, 05 Oct 1998 18:35:31 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>(Alan) Yep Luen Yuen wrote: 

>> If you feel that you must, but "pretentious" is 
>> also in the dictionary also :-Ք. 

> NANN NANNAN 

> 

>So's the word "grammar" ;-) 

> 

>Jim 

>—— 

> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 3993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02705 


—-MESSAGE FILE 3994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002706 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Tue, 6 Oct 1998 14:51:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6vd76rSrda4@chuka.playstation.co.uk> 

References: <6v29aaS$5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> 

NNTP-Posting-Host: 193.60.160.45 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Which pub? When? 
Brain can you get in touch with Michael at Visual Sciences? 


>Sounds like a plan... Anyone else up for a mini-Yaroze pub meet in 
>Dundee? 

> 

Bob 


298rcs@tay.ac.uk 
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—-MESSAGE FILE 3994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02706 


—-MESSAGE FILE 3995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002707 

Path: chuka.playstation.co.uk!macpaul 
From: macpaul@ndirect.co.uk (Paul) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No more yaroze 

Date: Tue, 6 Oct 1998 21:05:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ldgg8z2.nrfdlokft8b0ON@dialin3-58.ndirect.co.uk> 

References: <3607A800.4FEA@mdx.ac.uk> <360A8ADB.4B4D@writeme.com> <6v8traS6pl@chuka. 
playstation.co.uk> 

NNTP-Posting-Host: dialin3-58.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


>(Where's Vera Lynn when you need her?!) 


> 
> 
> 
> Uuuuh, think she's dead. 
> 
> 


i=) 
How selfish can one girl get?! 


~mp 
--MESSAGE FILE 3995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02707 


--MESSAGE FILE 3996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002708 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: gduk + ramblings 

Date: Tue, 06 Oct 1998 22:18:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <361a94d6.539535@www.netyaroze-europe. com> 
NNTP-Posting-Host: 204-72-145.ipt.aol.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


concatenated postings... 


GDUK 

I phoned up gduk people today to let them know id changed address and 
got some info (which I didnt even ask about really!) which might 
interest others... 


lst round has been judged, 

2nd round is being judged a week friday (the 19th) and the results 
should go up on the next week on the web site. Those who did get 
through though are likely to be contacted by phone and/or email. 
Judges are made up from a few companies; cant remember them all but 
eidos were mentioned and some others. 

Award ceremony - in a castle in scotland on the 5th november 
(thursday). All companies will be present + some reporters from Edge 
magazine. 


DEMO COMPO 

James, why give us a deadline that is two months away? why not just 
tell us 2 weeks before the deadline, seeing as that is when we do the 
code anyway :) 


SOURCE CODE 
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I come back for a week to find some new thread started by T Khan 
regarding 'why give out source code'. I thought up a huge response, 
then thought, why bother? Im 99% certain hes a figment of a sony 
employee's imagination, but that 1% gives me a a worry. 111 sum up 
what I was going to say - 'there is not one person who has done a 
Single thing on the yaroze that is not 10 _years_ behind professional 
developers. Thats not to say people have not put in a lot of work, nor 
got unplayable results, BUT anyone who hides code from each other here 
is a damn fool. There is no reason to do it. btw, _anyone_ can use my 
source code for free, except for T Khan who is now banned. That means 
that you aren't allowed to work on "your" program that you asked 
people to debug a while ago, seeing as 80% was lifted (= copied) from 
my program, and the other 20% off someone else. There, I shortened it 
loads... 


CODING COLLABORATION 
um, I dont think Im the best coder on here at all by a long way, but I 
am enthusiastic. Why no real responses concerning working with me? Am 
I that scary? or are people either apathetic or working on their own? 
oh well, such is life 


AIDING WITH CODE 

Stupidly I said Id still try and help people code even without a 
yaroze, but it may be harder than I thought, so um, Ill see what I can 
do. My brother should be getting a Yaroze soon, but according to the 
contract, Im not allowed to use it! 


HOLIDAY 
yes thanks, I had a lovely holiday. Cheered me up no end :) 


Rob 
—-MESSAGE FILE 3996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02708 


—-MESSAGE FILE 3997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002709 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 7 Oct 1998 00:16:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <6ve83aSrda6@chuka.playstation.co.uk> 
References: <361a94d6.539535@www.netyaroze-europe.com> 
NNTP-Posting-Host: asn18-31.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi Rob!! 


Robert Swan wrote in message 

>... I was going to say - 'there is not one person who has done a 

>single thing on the yaroze that is not 10 _years_ behind professional 
>developers. Thats not to say people have not put ina lot of work, nor 

>got unplayable results, BUT anyone who hides code from each other here is a 
damn fool. There is no reason to do it. 


Hehe! The only reason I would ever hide any of my code is because it 
resembles spaghetti junction than proper, procedural programming! 


>...except for T Khan who is now banned. That means 

>that you aren't allowed to work on "your" program that you asked 
>people to debug a while ago, seeing as 80% was lifted (= copied) from 
>my program, and the other 20% off someone else. There, I shortened it 
>loads... 


I agree. I must admit this whole Tanvir thing is getting a little out of 
hand, although he *has* kinda calmed down a little over recent weeks, but 
for some reason he still insists on playing on peoples aggravations than 
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trying to just get stuck into the spirit of things. Maybe I am wrong, and 
he's a jolly nice chap in the flesh, but it is time he started acting a 
little more sensible. 'Cmon Tanvir, I joined roughly the same time as you 
(I think), and I have been working studiously to complete my first game 
(Apples & Pears!!!!). I know you have been told this before, but take it 
from a novice - I didn't know how to program in C at all two months ago, and 
now I've got sprites running all over the place. All this is because I have 
paid attention, listened to my peers (I.e. Better programmers) and worked 
bloody hard. Do the same, and success is only a step away...... 3 


>CODING COLLABORATION 
>um, I dont think Im the best coder on here at all by a long way, but I 
>am enthusiastic. Why no real responses concerning working with me? Am 
>I that scary? or are people either apathetic or working on their own? 
>oh well, such is life 


Hey, I'd love to collaborate with you - but, I am a crap coder - at least at 
the moment, but if the offer is still up in a coupla months I'd love to work 
on something ( or at least contribute!)..... 


>AIDING WITH CODE 

>Stupidly I said Id still try and help people code even without a 
>yaroze, but it may be harder than I thought, so um, 111 see what I can 
>do. My brother should be getting a Yaroze soon, but according to the 
>contract, Im not allowed to use it! 


Maybe when ‘Apples & Pears!' is finished you can take a look at the source 
and see what I *should* be doing right. At the moment you've got more 
chance of following a road map of the Antartica than my code!!!! ;) 
>HOLIDAY 


>yes thanks, I had a lovely holiday. Cheered me up no end :) 


Poo....I want a holiday........ !! 
Cheers Rob!!! 
Tones : ) 


"T want your clothes, your boots, and you modor-cycle..... "<---Hehehe!! 
Late night humour (Yawn!!) 


"Nite!! 


—-MESSAGE FILE 3997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02709 


—-MESSAGE FILE 3998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002710 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 07 Oct 1998 09:34:42 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 33 

Message-ID: <361B27A2.568FA36D@scee.sony.co.uk> 
References: <361a94d6.539535@www.netyaroze-europe.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Robert Swan wrote: 
> 


> DEMO COMPO 
> James, why give us a deadline that is two months away? why not just 
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> tell us 2 weeks before the deadline, seeing as that is when we do the 
> code anyway :) 


Yes, but you've got 1.5 months to think up the idea, then .5 months to panic and act 
ually implement 
Tt 


CODING COLLABORATION 

um, I dont think Im the best coder on here at all by a long way, but I 
am enthusiastic. Why no real responses concerning working with me? Am 
I that scary? or are people either apathetic or working on their own? 


VVV N 


No, it's because you keep moving house and no-one can find you. 


> HOLIDAY 
> yes thanks, I had a lovely holiday. Cheered me up no end :) 


How was the full cavity search in Tunisia? 


J 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


-—-MESSAGE FILE 3998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02710 


—-MESSAGE FILE 3999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002711 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Wed, 7 Oct 1998 12:42:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6vfk10Srda8@chuka.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> <3618C517.4B02@dma-—design.com> <3618d825.132 
83791@news.playstation.co.uk> <3618EB98.6FE6@dma-—design.com> 

NNTP-Posting-Host: 193.60.160.45 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>We're about to announce "GTA 2" to an unsuspecting public... Tanktics is 
>nearly finished, Body Harvest & Silicon Valley have both passed 
>Nintendo's QA so should be out very soon, and Wild Metal Country is 
>looking good too. Should be a busy six months for us. After that, I 
>couldn't possibly say ;) 


Yes you can. :-) Or is it one of those damn NDA's 

> 

>As for Q/A, we're always looking for experienced/talented individuals as 
>I said before :) 

Ok so what do I have to do? Who do I talk to? 

Cheers 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 3999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02711 
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—-MESSAGE FILE 4000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002712 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Digest 

Date: Wed, 07 Oct 1998 13:05:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <6vflfl$rda9@chuka.playstation.co.uk> 

References: <6vakdpS6p3@chuka.playstation.co.uk> <361cd139.2737175@news.reichardt.ch 
> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Daniel Hartmeier wrote: 
> 


> That's a good idea! Please subscribe me to the mailing list. 


Done. You'll get a little message that you're supposed to reply to (just 
to make sure you /really/ want to be on the list). 


> I would 

> have sent this as personal email, but I guess your address is just a 

> spam block, right? 

> 

he he.. no, it's legit. Anyone else want to sign up, then drop me a line 
at billg@microsoft.com - honest! Well.. not really. You can get me at 
ben. johnson@canada.com and I'll sign you up, or you can just go to my 
home page (http://www.netyaroze-europe.com/~throwbak/) and sign yourself 
up. 


The list has been christened 'Newsletter' and it'll be sent out every 
Friday at about four-ish. If you don't fancy joining the list, then you 
can view the archive at http://www.eGroups.com/list/gerbil-sandwich/ 
(thought its' empty at the mo'). 


Assuming the list doesn't just die a death after it's first posting, you 
can mail me at said address if you want to be removed from the list. 


I'm a bit short on ideas right now, so any suggestions are quite 
welcome. You'll get a mention for your contributions (assuming you want 
one that is). It'll probably be dead boring without other peoples' 
offerings. You can send in any tips, tidbits and ideas to 

ben. johnson@canada.com - doesn't matter how obvious or trivial it is, 
chances are I haven't heard about it yet. 


Subject matter will probably be anything Yaroze related, games related, 
web related, news, events, and stuff. I'll draw the line when it comes 

to poetry and tantric chanting. I'm hoping to make it useful for people 
who don't have regular access to the groups. 


I'll probably repeat most of this stuff on announce just to confuse 
everybody. 


Cheers, 
Rob Ryan 


http://www.netyaroze-europe.com/~throwbak/ 

ben. johnson@canada.com 

ICQ#19655177 

—-MESSAGE FILE 4000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02712 
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—-MESSAGE FILE 4001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002713 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Digest 

Date: Wed, 07 Oct 1998 13:15:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6vfm26Srdal0@chuka.playstation.co.uk> 

References: <6vakdpS6p3@chuka.playstation.co.uk> <ldggbs1.1r12i681cg0r78N@al-88-101. 
al.nl> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 


Robert Ryan <ben.johnson@canada.com> wrote: 


I like your idea a lot. I had the same idea once but I did not have the 
time to put it together. Second reason that I never started it was since 
there is already something like that as far as I know. It's only in the 
US and I never registered. 

I will support your idea and I will sent you new links and updates. I 
think you can use the NY-list to distribute your NY-news (Eny-based). 


VVVVVVV VV 


That'd be terrific. I'm obviously not the most articulate person here, 
but I do have the tools and the time to put this together. Like I said: 
it'll rely on contributions and tip-offs to make it interesting (not 
that I'm looking to get everyone else to do my work for me or anything). 
So cheers DEn, I could definitely use any updates or info you want to 
send in. 


The list is now ready, and you can sign youselves up at 
http://www.netyaroze-europe.com/~throwbak or mail suggestions to me at 
ben. johnson@canada.com - I'll put something սք on announce to save 
repeating it all. 


Ta, 
Rob Ryan 


http://www.netyaroze-europe.com/~throwbak 

ben. johnson@canada.com 

ICQ#19655177 

—-MESSAGE FILE 4001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02713 


—-MESSAGE FILE 4002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002714 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Games Programming Books Recomend 

Date: Wed, 07 Oct 1998 17:11:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <361ba037.643694@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-47-121.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


Can anyone recomend good 'games' programming books wich can help 
produce good results? 


I know about 'Tricks of the Games Programming Gurus' but is this the 
best one? I've heard it's a bit outdated. 
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I know a bit of 'C' and want to learn to program games. 


Tanvir Khan 
Emag Design 


2bad@lineone.net 

http://www.netyaroze-europe.com/~tanvirk 

—-MESSAGE FILE 4002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02714 


—-MESSAGE FILE 4003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002715 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recomend 

Date: Wed, 07 Oct 1998 17:40:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6vg5iaSrdal2@chuka.playstation.co.uk> 
References: <361ba037.643694@news.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tanvir Khan wrote: 
> 


Hi, 


> 
> 
> Can anyone recomend good 'games' programming books wich can help 
> produce good results? 


This is a wind-up, right? 


George Bains' site has a pretty thorough bibliography 
(http://www.netyaroze-europe.com/~gbains/). I'd personally recommend 
"Teach Yourself Games Programming in 21 Days' - it's mostly aimed at DOS 
mode 13H, but it covers the basics in detail and is easy to understand. 
Alternatively: e-mail George, he just /loves/ answering questions like 
this. 


Rob Ryan 
—-MESSAGE FILE 4003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02715 


—-MESSAGE FILE 4004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002716 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 07 Oct 1998 18:04:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <361bad13.3935848@news.playstation.co.uk> 
References: <361a94d6.539535@www.netyaroze-europe.com> 
NNTP-Posting-Host: host5-171-245-188.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


>SOURCE CODE 

>I come back for a week to find some new thread started by T Khan 
>regarding 'why give out source code'. I thought up a huge response, 
>then thought, why bother? Im 99% certain hes a figment of a sony 
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>employee's imagination, but that 1% gives me a a worry. 111 sum up 
>what I was going to say - 'there is not one person who has done a 
>single thing on the yaroze that is not 10 _years_ behind professional 
>developers. Thats not to say people have not put in a lot of work, nor 
>got unplayable results, BUT anyone who hides code from each other here 
>is a damn fool. There is no reason to do it. btw, _anyone_ can use my 
>source code for free, except for T Khan who is now banned. That means 
>that you aren't allowed to work on "your" program that you asked 
>people to debug a while ago, seeing as 80% was lifted (= copied) from 
>my program, and the other 20% off someone else. There, I shortened it 
>loads... 


Hey I just was curious what people felt about giving code, I didn't 
say they shouldn't. 


Your banning me for using your code (which everyone else is allowed to 
use) because of a post? No problem. 


I respect everyone, all the members, I've tried to change and 'did' 
change my previous NG image but I'm still don't feel welcome. 


Maybe it's better if I stop writing to the newsgroups from now on. 
BTW I am not a SCEE members imagination, I'm me. 


Tanvir Khan 
Emag Design 


2bad@lineone.net 
http://www.netyaroze-europe.com/~tanvirk 


-—-MESSAGE FILE 4004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02716 


—-MESSAGE FILE 4005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002717 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recomend 

Date: Wed, 7 Oct 1998 18:55:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <6vg91liSrdal3@chuka.playstation.co.uk> 

References: <361ba037.643694@news.playstation.co.uk> <6vg5ia$rdal2@chuka.playstation 
-co.uk> 
NNTP-Posting-Host: asnl7-47.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Ryan wrote in message I'd personally recommend 
>'Teach Yourself Games Programming in 21 Days' - it's mostly aimed at DOS 
>mode 13H, but it covers the basics in detail 


Hey! You beat me to it!!! :) 


I would thoroughly recommend the above. It deals with a whole wealth of 
game examples, and like Robert said - it *is* aimed at DOS, but if you 
convert some of the routines into 'Playstation lingo' it isn't too hard to 
understand. 


It was the first programming book I purchased by the way (aaahhh! ain't that 
cute! 1) =) 


Cheers, 


Tones :) 
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-—-MESSAGE FILE 4005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02717 


—-MESSAGE FILE 4006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002718 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 7 Oct 1998 19:07:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <6vgadfSrdal4@chuka.playstation.co.uk> 

References: <361a94d6.539535@www.netyaroze-europe.com> <361bad13.3935848@news.playst 
ation.co.uk> 
NNTP-Posting-Host: asn1l7-47.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Tanvir Khan <2bad@lineone.net> wrote in message 

>Your banning me for using your code (which everyone else is allowed to 
>use) because of a post? No problem. 

>Maybe it's better if I stop writing to the newsgroups from now on. 


Hi Tanvir, 


You've probably read my posting on the freetalk newsgroup in relation to Rob 
Swans message. 


I'd just like to say I hope that you haven't taken my response to his 
comments the wrong way. My main reason for writing this post is that I was 
a little concerned with your reply, stating that you might not bother with 
the newsgroups anymore. Don't even think about it!!! No-one is trying to 
single you out, so please don't carry out this 'proposal'. I'd be extremely 
annoyed if it looked like any NY member had been 'bullied' out of the 
project. 


Stick with it Tanvir - I've watched your postings over the last couple of 
months, and although your first couple were a little 'over enthusiastic’, 
you seem to be a likable person who has a little difficulty in conveying his 
feelings into text, which causes some people a little aggravation. Don't 
worry about it mate. Just double check what you write to make sure it 
sounds ok. 


You've certainly got talent, judging by your home page, and I hope we see 
something in the way of a game in the not too distant future! 


Hope you find this advice of help, 


All the best, 


Tones :) 


--MESSAGE FILE 4006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02718 


-—-MESSAGE FILE 4007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002719 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 7 Oct 1998 19:21:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6vgbkeSrdal5@chuka.playstation.co.uk> 

References: <361a94d6.539535@www.netyaroze-europe.com> <361bad13.3935848@news.playst 
ation.co.uk> 
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NNTP-Posting-Host: modem044.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Hey I just was curious what people felt about giving code, I didn't 
>say they shouldn't. 


Not true - you said that giving code wasn't a good idea and then listed 
why. If you had meant what you now claim, you would have just said "Why 
do/don't some people give out source code?" rather than post your 
ill-informed, er, post. 


>Your banning me for using your code (which everyone else is allowed to 
>use) because of a post? No problem. 


I find a beauty in Rob's logic, but I think he was kidding. 
Semi-kidding, anyway. But, he's right about "your" program. Sort it out, 
man! 


> I respect everyone, all the members, I've tried to change and 'did' 
>change my previous NG image but I'm still don't feel welcome. 
>Maybe it's better if I stop writing to the newsgroups from now on. 


Is that a *threat*? :-) Sod "respect", we're not a gang - just DO 
SOMETHING IMPRESSIVE or S.T.F.U. 


>BTW I am not a SCEE members imagination, I'm me. 
> 

>Tanvir Khan 

>Emag Design 


This immortal line had me rolling on the floor for a whole minute and 
thus is my new sig (see below) 


Nick "Only trying to help (in a satisfyingly antagonistic fashion)" F 


http://www.saqnet.co.uk/users/nickf 

http: //www.netyaroze-europe.com/~rookiel 

++++++++++++++++++++++++++++++++4+++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 
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--MESSAGE FILE 4007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02719 


--MESSAGE FILE 4008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002720 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 7 Oct 1998 19:25:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6vgbneSrdal6@chuka.playstation.co.uk> 


References: <361a94d6.539535@www.netyaroze-europe.com> <361bad13.3935848@news.playst 


ation.co.uk> <6vgadfSrdal4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem044.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ah, a more generous soul than 1.... 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 


Net Yaroze newsgroups message dump.txt Page 2549 


ԻԻԻՎԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻ- 
"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02720 


—-MESSAGE FILE 4009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002721 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recomend 

Date: Wed, 07 Oct 1998 19:28:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <361BB2D0.17FF7155@hinge.mistral.co.uk> 

References: <361ba037.643694@news.playstation.co.uk> <6vg5ia$rdal2@chuka.playstation 
.co.uk> <6vg91liS$rdal3@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s49-143-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Tones wrote: 


understand. 


It was the first programming book I purchased by the way (aaahhh! ain't that 
cute!!) :) 


> Robert Ryan wrote in message I'd personally recommend 

> >'Teach Yourself Games Programming in 21 Days' - it's mostly aimed at DOS 
> >mode 13H, but it covers the basics in detail 

> 

> Hey! You beat me to it!!! :) 

> 

> I would thoroughly recommend the above. It deals with a whole wealth of 
> game examples, and like Robert said - it *is* aimed at DOS, but if you 

> convert some of the routines into 'Playstation lingo' it isn't too hard to 
> 

> 

> 

> 


Buy Foley & Vann-Dam. 

Then try and work out how to rework it in practise.... 
> Tones :) 

Craig. 


—-MESSAGE FILE 4009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02721 


—-MESSAGE FILE 4010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002722 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recommend 

Date: Wed, 07 Oct 1998 20:25:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <361BC0O3F.FEBC7DE6@escotia.freeserve.co.uk> 

References: <361ba037.643694@news.playstation.co.uk> <6vg5ia$rdal2@chuka.playstation 
.co.uk> <6vg9liS$rdal3@chuka.playstation.co.uk> <361BB2D0.17FF7155@hinge.mistral.co.u 
k> 
NNTP-Posting-Host: 171-85-48.ipt.aol.com 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Never ever (ever ever ever ever ever ever ever ever) under any circumstances buy 
"The Awsome Power of Direct 3D/Direct X". 


I really mean it. It is crap. I don't think there was an Editor, heck I don't even 
think it got ran through a spell check. 


It is V. poor. 

LaMothe's "Black Art of 3D Game Programming" isn't too bad. But again it's for 
DOS. It does do quite a good introduction to 3D though, and there's a lot of 2D 
stuff too. 

ScoTT 

"Damn I'm gonna need to think of something to put here" 


Craig Graham wrote: 


Tones wrote: 


It was the first programming book I purchased by the way (aaahhh! ain't that 
cute! 1) է) 


> Robert Ryan wrote in message I'd personally recommend 

> >'Teach Yourself Games Programming in 21 Days' - it's mostly aimed at DOS 
> >mode 13H, but it covers the basics in detail 

> 

> Hey! You beat me to it!!! :) 

> 

> I would thoroughly recommend the above. It deals with a whole wealth of 
> game examples, and like Robert said - it *is* aimed at DOS, but if you 

> convert some of the routines into 'Playstation lingo' it isn't too hard to 
> understand. 

> 

> 

> 


Buy Foley & Vann-Dam. 
Then try and work out how to rework it in practise.... 


> Tones :) 


VVVVVVVVVVVVVV VV VV VV VV V 


Craig. 


—-MESSAGE FILE 4010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02722 


—-MESSAGE FILE 4011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002723 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Wed, 7 Oct 1998 23:32:56 +0200 

Organization: Debri Productions 

Lines: 124 

Message-ID: <ldgjvgr.lydffd1f143yaN@[194.151.88.143]> 

References: <ldfwwun.143hzmbnhyy0OwN@al-—88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.81.ու» <3619F803.7A16@manc.u-net.com> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


> <cough> <splutter> You sure know how to shoot someone down!! 
> [this means to make them look foolish by correcting them in case you 


Net Yaroze newsgroups message dump.txt 
> don't know] 


Hehehe, it's great when poeple are taking in mind that I'm a dumb dutch 
bloke. I do know some english, but those slang words and things you 
learn when you grow up in the UK. I realy mis that. 


Although I didn't know you were talking about Coolboarder *III*, I've 
not played it. I wasn't too impressed with 1080 at ECTS either but 
try it at home -- I'm certain that you will like it when you get 

some quite time (turn off the music and up the volume to hear the 
excellent SFX in full effect). If CB3 is better then I can't wait. 


V V V V V 


I invite you to come over to my place and we'll putt them next to each 
other. We could make it a digiat snowboarding week(end). The only 
problem is the fact that I live this Dblody far away.. 


> Being experienced you should know that snow on the piste is never 
> virgin snow, because it is flattened by the machines at night to 
> actually create the piste. 


That is bull.. I also snowboarded on pistes where no machine could come. 
Some places I went did not even had such machines to flatten. And I also 
like buckle-pistes (you know, the bumpy ones). No machines will go over 
these pistes. 


> But I know what you mean, first on the 
> piste leaving a single solitary track for miles is sooo cool. 


It feels like king of the piste.. This should be implemented in a new 
game. 


Leaving tracks (like skidmarks in a driving game) would've cost cpu 
time, and you should know that most of the time you're looking at where 
you're going, not where you've been (although *I* am normally looking 
at the sky on my back laughing my arse off at my cretinous wipeout :-) 


Lightning just struck my brain... 
It would be cool if crashing is part of the game. I sometimes 
crash..HARD.. and then roll over a few times to get in the right 
position again to just get on.. They should realy put that in a game, so 
you can make a spectaculair crash.. 


What pisses me off is the overenthusiastic use of Lens Flare. Also, 
when are these programmers going to realise that human eye's don't do 
this (have they ever been outside?) so when you're playing in lst- 
person mode (ie. not an external camera mode, in any game) lens 

flare is not only incorrect but a total waste of processing time. 
There, I said it. :) 


V V V V V V 


Coincidence, I had a long conversation about that a few days ago. The 
lensflare was first used in Flight-sims, where it is a nice addition. I 
also think they should leave this out of these games. 


> We could be a team.. I once designed a complete snowboard-game. In my 
> version you had to finish difficult tracks without getting damaged. 


Sure thing! Between us we could create the ultimate snow-based game. 

I just can't quite get all my ideas converted to stuff the R3000 and 
GPU can undertand yet ;-) But I reckon a big valley with surrounding 
mountains using a height-field map and dynamic TMDs is the way (for us) 
to do it. Just like Rob Swan's landscapes in Adventure Game but on 

a much larger scale. 


VVVVVVVVV 


In the future we should join up to make this simple but super cool NY 
snowboard-game!! I couls make a gameplan and I could do some graphics 
(modeling). But first I need to finish my present projects.. 


I'd like a snowboarding / skiing sim where it gives you total freedom 
around a valley forcing you to get chair/button lifts (so realistic you 
even have to swipe your lift pass in the machine!), giving the game 

a sense of sublime freedom like in PilotWings64, together with some 

top racing action. (Say you have a race with your mates from the 
highest point in the resort right down to your chalet for beers..) 


V V V V V V 
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I like wide pistes in real. The tracks in the games are nice and ling, 
but very small. In the game I have in mind, you are on a wide piste and 
if you go strait down, you should get to much speed and (almost) get 
killed just like in real. 


> You could break your gear or a leg or so. 


could have a race mode called "Intensive Care" where the idea is 


> 
> 
> Hahah cool idea yeah! Breaking limbs is what it's all about. You 
> 
> to smash up as many bones as possible. Would sure be funny! 


What about a "Carmageddon"-like level? Break as many limbs from other 
skiiers? Bonus point for crashing in a beginnerclass, like in GTA with 
the hare crisna's. 


> By the way DEnnis, I've done a Gravitation Demo Save Utility for 
> CodeWarrior (called CW_DSAVE) (thanks to Andy Weissl for the CW code), 


Did you??? I think Andy did. I asked him to do this so I could join. 
Andy is a close friend of mine and we work on projects together. 


so maybe you could use this for now. (run it straight after saving your 
demos in Grav 1.3DR) It needs fixing though as it saves 74000 bytes 
instead of exactly 73728 bytes, maybe you could get someone who knows 
CW better to take a look at the code? 


MN S AV 


At this moment, Andy is the most skilled CW-user I know. Maybe James 
Russel or somebody else from the NY-team could help out here. 


I don't want to release it on my 
page yet as this can be a big problem -- just don't upload demos to the 
yaroze on their own (always do all the files together and it works fine) 
I put a message on the CW ng but no-one has helped me out with it yet: 


http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 


> 
> 
> 
> 
> 
> 
> 
> You can just unzip it all to your normal Grav directory (where 

> v1.3 and v1.3DR are) 

> 

I'll ask Andy to sent me a comple and working version, than I'm sure 
It's working... for now. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02723 


--MESSAGE FILE 4012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002724 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Digest 

Date: Wed, 7 Oct 1998 23:33:05 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <ldgjxd6.e3jjedlprqywwN@0[194.151.88.143]> 
References: <6vakdp$6p3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Oh, I think Nick F REALY!!!!! should do a column. He is the perfect guy. 
We all like his additions.. 


Cheers, DEnnis.. 
--MESSAGE FILE 4012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02724 
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-—-MESSAGE FILE 4013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002725 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Wed, 7 Oct 1998 23:33:17 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldgjxtu.vslq952ft82iN@[194.151.88.143]> 

References: <361a94d6.539535@www.netyaroze-europe.com> <361bad13.3935848@news.playst 
ation.co.uk> <6vgadf$rdal4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> >Maybe it's better if I stop writing to the newsgroups from now on. 


Don't, just think twice before you write.. 


> No-one is trying to 

> single you out, so please don't carry out this 'proposal'. I'd be extremely 
> annoyed if it looked like any NY member had been 'bullied' out of the 

> project. 

LI agreer. 


> Just double check what you write to make sure it sounds ok. 
Agree!! 


> You've certainly got talent, judging by your home page, and I hope we see 
> something in the way of a game in the not too distant future! 


To be honest, I think you still need to learn a lot. I was not very 
impressed. I know I'm no top designer myself so I don't like to judge. 
I personally think you should try to do some "useble" graphics. You 
showed a picture you drawed with your computer, but it is not a picture 
that can be used for a game. Aim a bit more to games I suppose. 

For graphic 


> Hope you find this advice of help, 
Same here, 

> All the best, 

And here.. 


DEnnis.. 
—-MESSAGE FILE 4013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02725 


—-MESSAGE FILE 4014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002726 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Wed, 07 Oct 1998 23:57:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <361BF1CC.4FBO@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1fl143yaN@[194.151.88.1 
43]> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> That is bull.. I also snowboarded on pistes where no machine could 

> come. Some places I went did not even had such machines to flatten. 

> And I also like buckle-pistes (you know, the bumpy ones). No machines 
> will go over these pistes. 


NOT BULL! You know, I think you just love to argue DEn, I really do! 
Okay, yes of course you've snowboarded where the machines haven't 
been, but by definition I thought that's what "off piste" meant! 

I'm being pedantic I know, but what you describe are not pistes, 
technically. And the bumpy areas are called "moguls" aren't they? 
Moguls can be on or off piste. The machines do go over moguls on 
piste, have you not seen them? A bit like combine-harvesters. 

You must have heard of the expression "off piste" before.. 


> It feels like king of the piste.. This should be implemented in a 
> new game. 


Is is on 1080 isn't it? -- do time trials and you're on your own the 
whole bloody time! But I thought we wanted the pistes to be dead 
busy? :-) 


> In the future we should join up to make this simple but super cool NY 
> snowboard-game!! I couls make a gameplan and I could do some graphics 
> (modeling). But first I need to finish my present projects.. 


Naa, I love doing 3D modeling, you can do the boring 2D textures 
and fonts ;-) 


> Did you??? I think Andy did. I asked him to do this so I could join. 
> Andy is a close friend of mine and we work on projects together. 


Er, THINK AGAIN! I did say he gave me the CW code, but I did the 
program and gave it him to compile/test (the program is shite (ie. 
just functional) so he wouldn't want to be credited for it!) 

Jeez man I even credited YOU in the readme! (for instigating it) 


> > http://www.netyaroze-europe.com/~shaughnj/ftp/help.zip 


AAAAAAAA 


> I'll ask Andy to sent me a comple and working version, than I'm sure 
> It's working... for now. 


WHY?! I just gave you a link to it on my page! Are you winding me up?! 
Later 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


2554 


—-MESSAGE FILE 4014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02726 


—-MESSAGE FILE 4015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002727 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Games Programming Books Recomend 
Date: Thu, 08 Oct 1998 00:58:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <361C0034.2FF1@manc.u-net.com> 
References: <361ba037.643694@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 
> Can anyone recomend good 'games' programming books wich can help 
> produce good results? 


Jeezus H you asked this a while back TWICE and got loads of answers. 
I know you didn't ask for games books but the games come from YOUR 
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OWN HEAD not some book. Just learn to program ... aarg 

I give up. I just canny find the strength no more cap'n! 

Jim 

James Shaughnessy james@manc.u-net.com 

http://www.netyaroze-europe.com/~shaughnj 

—-MESSAGE FILE 4015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02727 


—-MESSAGE FILE 4016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002728 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Boaster biscuits 

Date: Thu, 08 Oct 1998 01:24:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <361C0620.1A62@manc.u-net.com> 


References: <6vakdpS6p3@chuka.playstation.co.uk> <361cd139.2737175@news.reichardt.ch 


> <6vflflS$rda9@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Ryan wrote: 
> at billg@microsoft.com - honest! Well.. not really. You can get me 


I emailed that address and got a reply saying "I'm a big stupid 
head and I earn 37 million dollars every second blah blah blah..." 
Then I wrote a DOS program that converts Pentium machine code 
straight to RISC R3000 code, which works perfectly with Quake. (a 
few of you will get this but if not ask a "Mr James Bond" for it..) 


> The list has been christened 'Newsletter' and it'll be sent out 
> every Friday at about four-ish. If you don't fancy joining the list, 


What do you think of calling it " The NYoozletter "? OK, it's pony. 


> I'm a bit short on ideas right now, so any suggestions are quite 
> welcome. You'll get a mention for your contributions (assuming you 


I think it should be dedicated SOLELY for the purpose of ripping 
the piss out of members who are not signed up, sewing-circle style. 
That'd sure get everyone on the mailing list! 


Jim 
PS. 1080 out on Friday! Or play Coolboarders 2 if you want... ;-) 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02728 
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--MESSAGE FILE 4017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002729 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Thu, 8 Oct 1998 10:42:40 +0200 

Organization: Debri Productions 

Lines: 76 

Message-ID: <ldgkrzj.131b4o0llxwv4q2N@[194.151.88.143]> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f1l43yaN@[194.151.88.1 
43]> <361BF1CC.4FBO@manc.u-net.com> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> NOT BULL! You know, I think you just love to argue DEn, I really do! 
Not argue, playing up is the right expression here I think ;-) 


Okay, yes of course you've snowboarded where the machines haven't 
been, but by definition I thought that's what "off piste" meant! 
I'm being pedantic I know, but what you describe are not pistes, 
technically. 


V V V V 


In that case Tjechie (I don't know the english for that country.. 
tjecheslowaky??) would not have any pistes. They do have snowcanons, but 
I suppose the big flattners are too expensive for them. 


> And the bumpy areas are called "moguls" aren't they? 
I don't have the faintest idea what you call them in English. I don't 


even know the original dutch word for them. I just know the german word 
is bukle or something like that. 


> Moguls can be on or off piste. The machines do go over moguls on 
> piste, have you not seen them? 


In Tirol and the more expensive ski-area's they have a piste with only 
bumbs (or moguls). It's very hard to ski on, you need very flexible 
knees and you should be very good at fast paralel correcting. On the 
snowboard is even harder. Most of the time only a part of the piste has 
bukles (or monguls). You get tired very fast on them. And Dbelieve me, 
machines are not alowed on them. They do spray snow on them, but if a 
big machine would go overit, there would not be any snow on the bumbs 
and all the snow would get in the "holes". The complete effect would be 
gone. 


> A bit like combine-harvesters. 
> You must have heard of the expression "off piste" before.. 


I know what you mean, and I know the machines. And off piste is also on 
your own risk (it's not always alowed). 


> It feels like king of the piste.. This should be implemented ina 
> new game. 


> 
> 
> 
> Is is օո 1080 isn't it? -- do time trials and you're on your own the 

> whole bloody time! But I thought we wanted the pistes to be dead 

> busy? :-) 

Nooooo not being alone on a piste!! the tracks you make. Take the stopid 
lensflare out and put tracks in the game. Every snowboarding game has 
the option to be alone on the piste. 


> In the future we should join up to make this simple but super cool NY 
> snowboard-game!! I couls make a gameplan and I could do some graphics 


> 
> 
> > (modeling). But first I need to finish my present projects.. 
> 
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> Naa, I love doing 3D modeling, you can do the boring 2D textures 
> and fonts ;-) 


Fine with me ;-) I like 2D and don't think it's boring. 


> Did you??? I think Andy did. I asked him to do this so I could join. 
> Andy is a close friend of mine and we work on projects together. 


program and gave it him to compile/test (the program is shite (ie. 


> 
> 
> 
> Er, THINK AGAIN! I did say he gave me the CW code, but I did the 
> 
> just functional) so he wouldn't want to be credited for it!) 

> 


Jeez man I even credited YOU in the readme! (for instigating it) 
What do you English say in this case... Whoops? I take this back at 
onces. 

I took your link ;-) ... no hard feelings I hope.. 
See ya, 
DEnnis.. 


—-MESSAGE FILE 4017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02729 


—-MESSAGE FILE 4018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002730 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Thu, 08 Oct 1998 12:04:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <361C9C28.2C31@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f1l43yaN@[194.151.88.1 
43]> <361BF1CC.4FB0@manc.u-net.com> <ldgkrzj.131b4o01l1lxwv4q2N@[194.151.88.143]> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 


> tjecheslowaky??) would not have any pistes. They do have snowcanons, 
> but I suppose the big flattners are too expensive for them. 


Yeah you're right -- those pure mogul slopes (that are usually very 
steep) are too dangerous for the flatteners, and far too dangerous 

for me too :-) The really try your strength as well as skill -- more 
often than not I can make two or three turns and then lose it and 

go bouncing down the rest of the mogul slope on my arse. I know how to 
shout "Hello, could you pass me my skis please" up the slope in thirty 
two different languages ;-) 


> And off piste is also on your own risk (it's not always alowed). 
yeah that sure makes it more exciting dunnit! 


> case Tjechie (I don't know the english for that country.. 
> tjecheslowaky??) would not have any pistes. They do have snowcanons, 


Time for me to be pedantic again <groan> :) for the benefit of any 
children listening who might me taking a geography exam or something: ) 
Czechoslovakia split into two countries in 1993, namely the 

Czech Republic and Slovakia. With a combined population of just over 
15 million their major exports are ..etc.etc... 8-) 
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> Nooooo not being alone on a piste!! the tracks you make. Take the 


Relax, it was just me 'playing up' this time! "You give a little, 
you get a little" չ-) 


> What do you English say in this case... Whoops? I take this back at 
> onces. I took your link ;-) ... no hard feelings I hope.. 


No worries! Does the program work okay for you? (hey and while 
you're at it why not send me some of your early times for the 
still mostly desolate Grav tables) ;-) :-) wink wink! 


Cheers, 
Jim 


"How can I possibly better Nick Ferguson's new .sig file 


regarding Tanvir Khan being 'himself'. Classic stuff!" 
- anonymous 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 4018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02730 


—-MESSAGE FILE 4019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002731 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mr Kiplings' Choc-Box Assortment (was digest) 

Date: Thu, 08 Oct 1998 13:26:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6viblqSm1t2@chuka.playstation.co.uk> 

References: <6vakdpS6p3@chuka.playstation.co.uk> <361cd139.2737175@news.reichardt.ch 
> <6vflflSrda9@chuka.playstation.co.uk> <361C0620.1A62@manc.u-net.com> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Shaughnessy wrote: 

> 

> What do you think of calling it " The NYoozletter "? OK, it's pony. 
> 


Arse. I would have used that one. I admit it's a tacky suggestion, but 
it's exactly what I was looking for. I figured I'd follow the same sort 
of minimalist, post-modernist irony that Rob Swan uses as game titles 
instead. 


> I think it should be dedicated SOLELY for the purpose of ripping 
> the piss out of members who are not signed up, sewing-circle style. 
> That'd sure get everyone on the mailing list! 


Actually, I'll just stick to racking the piss out of myself for the mo' 
so as not to risk narking anyone off =). If you've got any cynical, 
xenophobic contributions to make (that are perhaps a bit too risque to 
post on the groups), then send them in and I might consider them (unless 
everyone gets all moral and girly about it, in which case I'll totally 
condemn it). err.. on second thoughts - that's hardly going to get much 
sympathy. It was a joke.. honest. 


Rob Ryan. 


"..on my back, in a field, with a row of hyperdermic needles in each 
arm. Surrounded by freshly slaughtered cattle, their blood steaming in 
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the mid-winter air as naked sixth-form school girls frolic and gambol 
over my champagne smeared body..." 


— still looking for a better sig than Nick. 


ps. while we're on the subject: does James Russell use some sort of 

fortune cookie program, or does he just rotate his .sigs regularly? He 

must have the second best sigs on the groups at the moment. 

—-MESSAGE FILE 4019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02731 


—-MESSAGE FILE 4020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002732 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mr Kiplings' Choc-Box Assortment (was digest) 

Date: Thu, 08 Oct 1998 14:36:45 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <361CBFED.2088CC6Béscee.sony.co.uk> 

References: <6vakdpS6p3@chuka.playstation.co.uk> <361cd139.2737175@news.reichardt.ch 
> <6vflflSrda9@chuka.playstation.co.uk> <361C0620.1A62@manc.u-net.com> <6viblq$m1t2@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


Robert Ryan wrote: 
> 


> — still looking for a better sig than Nick. 
No-one's going to top that for a while. That was very Lennon-esque. 
> ps. while we're on the subject: does James Russell use some sort of 


> fortune cookie program, or does he just rotate his .sigs regularly? He 
> must have the second best sigs on the groups at the moment. 


Everytime I reboot it selects one from a Big List to create my .sig. Used to be a cr 
on job, but then 
I don't have an Indy anymore, only a WinD'OHse box. :0( 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Never trust a man who can count to 1,023 on his fingers. 
—-MESSAGE FILE 4020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02732 


—-MESSAGE FILE 4021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002733 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recomend 

Date: Thu, 8 Oct 1998 20:31:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6vj319Sm1t3@chuka.playstation.co.uk> 

References: <361ba037.643694@news.playstation.co.uk> <6vg5ia$rdal2@chuka.playstation 
.co.uk> <6vg9liSrdal3@chuka.playstation.co.uk> <361BB2D0.17FF7155@hinge.mistral.co.u 
k> 

NNTP-Posting-Host: asn16-158.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Craig Graham wrote in message 

>Buy Foley & Vann-Dam. 

> 

>Then try and work out how to rework it in practise.... 
> 

>Craig. 

> 


Hehe!! I've looked at that - Computer Graphics isn't it? 
Gave up after the first word - I think it was 'Contents'!!!! 


Cheers!! 


Tones :) 


—-MESSAGE FILE 4021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02733 


-—-MESSAGE FILE 4022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002734 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recomend 

Date: Thu, 08 Oct 1998 22:55:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <361D34DE.2607F63D@hinge.mistral.co.uk> 

References: <361ba037.643694@news.playstation.co.uk> <6vg5ia$rdal2@chuka.playstation 
.co.uk> <6vg9liS$rdal3@chuka.playstation.co.uk> <361BB2D0.17FF7155@hinge.mistral.co.u 
k> <6vj319Sm1t3@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s15-109-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Tones wrote: 


> Craig Graham wrote in message 

> >Buy Foley & Vann-Dam. 

>> 

> >Then try and work out how to rework it in practise.... 

>> 

> >Craig. 

>> 

> 

> Hehe!! I've looked at that - Computer Graphics isn't it? 
> Gave up after the first word - I think it was 'Contents'!!!! 


Joking aside, it is a good book though..... There's also the Graphics 
Gems (volumes 1->5) series. Loads of excellent 

stuff, stacks of sourcecode. They're a bit variable (really just 
collections of 

papers and articals by different authors) - but the good bits are really 
good. 


> Tones :) 


Craig. 


-—-MESSAGE FILE 4022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02734 


-—-MESSAGE FILE 4023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002735 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: What games do you own and what do you intent to buy 

Date: Fri, 9 Oct 1998 00:35:54 +0200 

Organization: Debri Productions 

Lines: 41 

Message-ID: <ldglicc.1llaeoxurr5powN@al-88-112.al.nl1> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f1l43yaN@[194.151.88.1 
43]> <361BF1CC.4FBO0@manc.u-net.com> <ldgkrzj.131b401l1lxwv4q2N@[194.151.88.143]> <361C 
9C28.2C31@manc.u-net.com> 

NNTP-Posting-Host: 81-88-112.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Shaughnessy <james@manc.u-net.com> wrote: 


I know how to 
shout "Hello, could you pass me my skis please" up the slope in thirty 
two different languages ;-) 


V V V V 


Hahahaahahahaahaha LOLOLOLOL I can't do that, but the blood I spread has 
kind of the same effect. 


Time for me to be pedantic again <groan> :) for the benefit of any 
children listening who might me taking a geography exam or something:) 
Czechoslovakia split into two countries in 1993, namely the 

Czech Republic and Slovakia. With a combined population of just over 
15 million their major exports are ..etc.etc... 8-) 


X AAA S. 


So I learn some English around here and even some geography.. 


> > Nooooo not being alone on a piste!! the tracks you make. Take the 
> 

> Relax, it was just me 'playing up' this time! "You give a little, 
> you get a little" ;-) 

You are defnetly my type of guy :-) heheheh, with my sense of humor. 


> No worries! Does the program work okay for you? (hey and while 
> you're at it why not send me some of your early times for the 


> still mostly desolate Grav tables) ;-) ;-) wink wink! 
Well, you don't want o know my times (yet). I'm not even close to 10 
minutes.. 


> "How can I possibly better Nick Ferguson's new .sig file 
> regarding Tanvir Khan being 'himself'. Classic stuff!" 
> - anonymous 


Tell me, where can I find it?? I wanna read it!!! 


(smiling) DEnnis.. 
--MESSAGE FILE 4023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02735 


--MESSAGE FILE 4024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002736 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Programming Books Recomend 

Date: Fri, 09 Oct 1998 13:09:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <361DFCF1.A5D8B429@mcmail.com> 

References: <361ba037.643694@news.playstation.co.uk> <6vg5ia$rdal2@chuka.playstation 
.co.uk> <6vg9liS$rdal3@chuka.playstation.co.uk> <361BB2D0.17FF7155@hinge.mistral.co.u 
k> <6vj319Sm1t3@chuka.playstation.co.uk> <361D34DE.2607F63D@hinge.mistral.co.uk> 
NNTP-Posting-Host: 193.82.133.226 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


Joking aside, it is a good book though..... 


Yep, it certainly is. I'ma little peeved with my mate at work, though. He 
left our department, was doing a clean out, and had copy, and the sod gave 
it to my other workmate!!! 


Oh well, such is life.... 


Tones :) 


—-MESSAGE FILE 4024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02736 


—-MESSAGE FILE 4025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002737 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 09 Oct 1998 14:10:59 +0100 

Organization: DMA Design Ltd 

Lines: 12 

Message-ID: <361E0B63.7671@dma-—design.com> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> <3618C517.4B02@dma-design.com> <3618d825.132 
83791@news.playstation.co.uk> <3618EB98.6FE6@dma-design.com> <3619fe3d.88571879@news 
-playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


(Alan) Yep Luen Yuen wrote: 
> 


> I have worked in Bullfrog Q/A before. Does that count? 


Not the man to ask :) Details of applying are on the website, I think 
the email addy is something like cv@dma-design.com - I'd check that 
though!! 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02737 


—-MESSAGE FILE 4026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002738 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 09 Oct 1998 14:12:59 +0100 

Organization: DMA Design Ltd 

Lines: 18 

Message-ID: <361E0BDB.6749@dma-design.com> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> 
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Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Bob Shand wrote: 

> 

> Which pub? When? 

> Brain can you get in touch with Michael at Visual Sciences? 


Surely someone can just mail him directly? :) 


As for meeting up... How does one night during next week sound? Say 
Tuesday night or Thursday night? I was going to suggest meeting in the 
Hogshead maybe, have a bite to eat in there & then see where our 
drinking feet take us... 


If someone has a pub they prefer, pipe up now... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02738 


—-MESSAGE FILE 4027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002739 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-—design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 09 Oct 1998 14:13:56 +0100 

Organization: DMA Design Ltd 

Lines: 17 

Message-ID: <361E0C13.51BB@dma-design.com> 

References: <6v29aaSS5Seg5@chuka.playstation.co.uk> <3614C14D.207F@dma-design.com> <36 
188b3e.61089231@news.playstation.co.uk> <3618C517.4B02@dma-—design.com> <3618d825.132 
83791@news.playstation.co.uk> <3618EB98.6FE6@dma-design.com> <6vfk10Srda8@chuka.play 
station.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Bob Shand wrote: 
> 


> Yes you can. :-) Or is it one of those damn NDA's 


We're not really supposed to talk too much about things that have yet to 
be released. I mean, GTA2 only got announced on Thursday there... 


I do have an NDA though. 
> Ok so what do I have to do? Who do I talk to? 


Details on the webpage! 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02739 


—-MESSAGE FILE 4028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002740 
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Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 9 Oct 1998 15:26:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 
Message-ID: <6vl6iiSm1t4@chuka.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Where is the Hogshead again? I still don't know all the damn names... I 
usually work my way down Perth road. And what day/date is that? I've not 
missed a piss up have I? I've not been checking newsgroups for a few days 
due to me moving into a new flat. 


Mike. 


—-MESSAGE FILE 4028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02740 


—-MESSAGE FILE 4029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002741 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Fri, 9 Oct 1998 15:39:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <6vl7bnSm1t5@chuka.playstation.co.uk> 
References: <361a94d6.539535@www.netyaroze-europe. com> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well, for me it's a case of not having any time to do ANY Yaroze coding. I 
could have helped with the driving game AI, but I couldn't commit to the 
workload. 


Oh, and I know a few of the GDUK judges, send bribes to... Hehehe, only 
kidding. 


Mike. 


>CODING COLLABORATION 
>um, I dont think Im the best coder on here at all by a long way, but I 
>am enthusiastic. Why no real responses concerning working with me? Am 
>I that scary? or are people either apathetic or working on their own? 
>oh well, such is life 


—-MESSAGE FILE 4029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02741 


—-MESSAGE FILE 4030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002742 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gduk + ramblings 

Date: Fri, 09 Oct 1998 15:44:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
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Message-ID: <361E2131.53E3C76F@easynet.co.uk> 
References: <361a94d6.539535@www.netyaroze-europe.com> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Robert Swan wrote: 


CODING COLLABORATION 
um, I dont think Im the best coder on here at all by a long way, but I 
am enthusiastic. Why no real responses concerning working with me? Am 
I that scary? or are people either apathetic or working on their own? 
oh well, such is life 


VVVVVVVV 


My offer to do the music for whatever project you want to work on was a 
real offer. Having original music has got to be better than Baroque MIDI 
files! 


PS Did you follow up that lead at Psygnosis I told you about? 


Phil 
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—-MESSAGE FILE 4030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02742 


—-MESSAGE FILE 4031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002743 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Garibaldis (was digest) 

Date: Fri, 09 Oct 1998 16:13:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <6vl197k$Sm1t7@chuka.playstation.co.uk> 
References: <6vakdpS6p3@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ugh. 


Bit of a problem. EGroups has decided to pack in, so I'm going to have 
to post this stuff the old fashioned way if it's going to go out at said 
time. It'll mean that this weeks newsletter won't appear in the archive 
unless I post it to the group again. 


Sorry if anyone gets missed out or anything. You're not missing out on 
much anyway. 
Rob Ryan 


http://www.netyaroze-europe.com/~throwbak 
ben. johnson@canada.com 
ICQ#19655177 


—-MESSAGE FILE 4031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02743 


—-MESSAGE FILE 4032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002744 
Path: chuka.playstation.co.uk!news 
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From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 09 Oct 1998 16:26:17 +0100 

Organization: DMA Design Ltd 

Lines: 18 

Message-ID: <361E2B19.49A9@dma-—design.com> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Enoch wrote: 

> 

> Where is the Hogshead again? I still don't know all the damn names... I 
> usually work my way down Perth road. And what day/date is that? I've not 
> missed a piss up have I? I've not been checking newsgroups for a few days 
> due to me moving into a new flat. 


No piss-up yet - we're still in the planning stages :) 


Hogshead is just round the corner from the Bingo, on the road down to 
the railway station. The bus stops for the technology park are right in 
front of it. If you want to suggest somewhere else, feel free to do so 
:) When suits BIW? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02744 


—-MESSAGE FILE 4033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002745 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hob-nobs (was digest) 

Date: Fri, 09 Oct 1998 16:37:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <6vlak4Sm1t8@chuka.playstation.co.uk> 

References: <6vakdpS6p3@chuka.playstation.co.uk> <6v197k$Sm1t7@chuka.playstation.co.u 
k> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Arrrggh! 


Dang! I got the nicknames wrong, so everybody can see who else is on the 
list. Sorry, this really stinks. My old package usually BCCs everyone. 
So much for keeping this a private list. 


Use one of the addresses in the letter to complain or unsub. If it's any 
consolation: that won't happen again. 


Rob Ryan 


http://www.netyaroze-europe.com/~throwbak 

ben. johnson@canada.com 

ICQ#19655177 

—-MESSAGE FILE 4033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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02745 


—-MESSAGE FILE 4034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002746 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Die Hard Trilogy with G-con? 

Date: Sun, 11 Oct 1998 00:03:06 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ldgpdyr.e7ngax1x8xv4qN@al-—88-110.al.nl1> 
NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I have both "Die Hard Trilogy" and Namco's lightgun. 

Some people say it's not possible to use the gun with Die Hard, others 
claim to have played it with the gun. I never got the gun to work with 
Die Hard. Anybody that can help me out here? 


DEnnis.. 
—-MESSAGE FILE 4034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02746 


—-MESSAGE FILE 4035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002747 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What games do you own and what do you intent to buy 

Date: Sun, 11 Oct 1998 12:25:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <362095A5.4187@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f143yaN@[194.151.88.1 
43]> <361BF1CC.4FB0@manc.u-net.com> <ldgkrzj.131b401l1lxwv4q2N@[194.151.88.143]> <361C 
9C28.2C31@manc.u-net.com> <ldglicc.1laeoxurr5powN@al-88-112.al.nl1> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: (regarding Nick F's new .sig) 
> Tell me, where can I find it?? I wanna read it!!! 


Try looking at the end of one of his posts! 


Later, 

Jim 

PS The last level (Deadly Fall) on 1080 has many big wide open spaces 
by the way -- which you said you like. You race against "<ping!>" 
who is pretty tough. I Finally managed to do some 1080's, but still 


they're not very easy! 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02747 


—-MESSAGE FILE 4036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002748 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Sun, 11 Oct 1998 16:03:42 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldgqcxz.gt2n7xle3z3n6N@al-—88-119.al.nl> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1l.nl> <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <ldfwvfl.12ebif7 
130dcliN@al-88-135.al.nl> <Olbde821S857d7b40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: al-88-119.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 
Does this mean you have an IMAX... 


> 
> 
> George 
> 


Can you buy an IMAX in Canada (or the UK) then? 


hmmmffff... 


DEnnis 
—-MESSAGE FILE 4036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02748 


-—-MESSAGE FILE 4037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002749 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: was What games do you own and what... now 1080 

Date: Sun, 11 Oct 1998 18:06:59 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldgqsyt.lydkf1922hhdsN@al-—88-119.al.nl1> 

References: <ldfwwun.143hzmbnhyy0OwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f1l43yaN@[194.151.88.1 
43]> <361BF1CC.4FB0@manc.u-net.com> <ldgkrzj.131b401l1lxwv4q2N@[194.151.88.143]> <361C 
9C28.2C31@manc.u-net.com> <ldglicc.1laeoxurr5powN@al-88-112.al.nl> <362095A5.4187@ma 
nc.u-net.com> 

NNTP-Posting-Host: al-88-119.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I must say after seen more of 1080 that the game is cool. I like the 
deep snow and the snow sweeping up. I hate the lensflare. But I still 
think the board sometimes looks like it's going into the mountain. Where 
there is deep snow, it looks cool. But it also happends where there is 
no deep snow. 

But it is an OK game. Since I don't own a N64, I'll keep it with 
Coolboardes 3 


DEnnis.. 
—-MESSAGE FILE 4037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02749 


-—-MESSAGE FILE 4038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002750 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Slow servers? 

Date: Sun, 11 Oct 1998 18:08:58 +0200 

Organization: Debri Productions 

Lines: 3 

Message-ID: <ldgqyds.1lc9up8hisanmyN@al-—88-119.al.nl> 
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NNTP-Posting-Host: 81-88-119.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Is it me, or are the NY servers getting slow?? 


DEnnis.. 
-—-MESSAGE FILE 4038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02750 


—-MESSAGE FILE 4039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002751 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: White, Black, now white again.. 

Date: Sun, 11 Oct 1998 18:14:32 +0200 

Organization: Debri Productions 

Lines: 6 

Message-ID: <ldgqyk1.1x284uelkvwkt5N@al-88-119.al.nl> 
NNTP-Posting-Host: 81-88-119.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Big change again NY-site... 
I like the white background better, this looks more profesional. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02751 


—-MESSAGE FILE 4040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002752 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 details 

Date: Sun, 11 Oct 1998 18:14:49 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldgqymv.13jsu7aldx1j56N@a1l-88-119.al.nl> 

References: <6uf42g$ja93@chuka.playstation.co.uk> <ldfwn22.a7u8a0bydajoN@al-88-115.a 
1.ոլ» <360B4B18.78B1l@mdx.ac.uk> <360B6890.B28C6C76@scee.sony.co.uk> <ldfwvfl.12ebif7 
130dcliN@al-88-135.al.nl> <Olbde821S857d7b40Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: al—-88-119.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


George Bain <George_Bain@Playstation.sony.com> wrote: 


> Does this mean you have an IMAX... 
> 

> George 

> 

> 


No do you? 
—-MESSAGE FILE 4040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02752 


—-MESSAGE FILE 4041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002753 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: that thread about 1080 and Lens Flare 

Date: Sun, 11 Oct 1998 21:13:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <36211180.26C3@manc.u-net.com> 

References: <ldfwwun.143hzmbnhyyOwN@al-—88-135.al.nl> <3610296d.75525628@news.scea.so 
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ny.com> <3610C] 


B72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 


x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f1l43yaN@[194.151.88.1 


43]> <361BF1CC 
9C28.2C31@manc 


-4FBO0@manc.u-net.com> <ldgkrzj.131b401l1lxwv4q2N@[194.151.88.143]> <361C 
-u-net.com> <ldglicc.1llaeoxurr5powN@al-88-112.al.nl> <362095A5.4187@ma 


nce.u-net.com> <ldgqsyt.lydkf1922hhdsN@al1-—88-119.al.nl1> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 


> I must say after seen more of 1080 that the game is cool. I like the 
> deep snow and the snow sweeping up. I hate the lensflare. But I still 
> think the board sometimes looks like it's going into the mountain. 

I actually think the lens flare in 1080 is really cool -- I only 

wish it was turned off in 1st person mode (but that's just me being 
anally retentive). I love the way when the sun is right in 

the middle of the frame the background goes black due to the luminance 
correction on the camera -- in other games I've seen it just makes 

the whole screen go white to simulate maximum glare but 1080 does it 
perfectly. The rings and hexagons are pretty authentic too, 

in some games it looks way OTT. When I say I hate the overuse of lens 
flare I mean that it's become such a cliche now you even get it in 
footy games etc. where there's just no point. We'll agree to disagree 


on it's use in 


1080 :-) 


I know what you mean about the board going into the mountain but 


that's just an 
swept over the 


effect to make it look like loose snow is getting 
board. Somthing else I've noticed is that if you 


do a stunt while in the air eccess snow is kicked off the board 
particularly effective in replays from low angles. Nice. 


One BIG problem with 1080 though is that there is an effective max 
speed of around 120kph for each boarder, that is attainable on flat 
ground but doesn't get any higher even on a major downslope. In 
our potential future snowboarding game I'd make it so you can go so 
fast you're arse explodes. 


Jim 
—--MESSAGE FILE 
02753 


—--MESSAGE FILE 
0002754 


4041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


4042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Die Hard Trilogy with G-con? 
Date: Sun, 11 Oct 1998 13:17:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 24 


Message-ID: <6vre78Smlt 9@chuka.playstation.co.uk> 
References: <ldgpdyr.e7ngax1x8xv4qn@al1-88-110.al.nl1> 
NNTP-Posting-Host: 195.2.150.13 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 


<ldgpdyr.e7nqax1x8xv4qN@al-88-110.al.nl>... 
>I have both "Die Hard Trilogy" and Namco's lightgun. 
>Some people say it's not possible to use the gun with Die Hard, others 


>claim to have 


played it with the gun. I never got the gun to work with 


>Die Hard. Anybody that can help me out here? 


It doesn't work with the GunCon, alas. I dunno - maybe there is an 
updated version which DOES support it (platinum ver?), but I doubt it. 


DHT came out long before the GunCon, so it's no surprise it doesn't 


work. 
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I played it using the pad and thoroughly enjoyed it anyway, tho... 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

+++++++++++++++++++++++++++++++++++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02754 


—-MESSAGE FILE 4043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002755 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: that thread about 1080 and Lens Flare 

Date: Mon, 12 Oct 1998 09:31:18 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldgrfs6.1l6pbgc81h2remsN@al-88-127.a1.nl> 

References: <ldfwwun.143hzmbnhyyOwN@al-88-135.al.nl> <3610296d.75525628@news.scea.so 
ny.com> <3610CB72.1305@manc.u-net.com> <36177134.57CB@manc.u-net.com> <ldge3hs.lerli 
x211tzdrcN@al-88-113.al.nl> <3617F5A0.7F15@manc.u-net.com> <ldggam4.1d50xyla83trcN@a 
1-88-101.al.nl> <3619F803.7A16@manc.u-net.com> <ldgjvgr.lydffd1f1l43yaN@[194.151.88.1 
43]> <361BF1CC.4FB0@manc.u-net.com> <ldgkrzj.131b401l1lxwv4q2N@[194.151.88.143]> <361C 
9C28.2C31@manc.u-net.com> <ldglicc.1laeoxurr5powN@al-88-112.al.nl> <362095A5.4187@ma 
nce.u-net.com> <ldgqsyt.lydkf£1922hhdsN@al-88-119.al.nl> <36211180.26C3@manc.u-net.com 
> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


One BIG problem with 1080 though is that there is an effective max 
speed of around 120kph for each boarder, that is attainable on flat 
ground but doesn't get any higher even on a major downslope. In 
our potential future snowboarding game I'd make it so you can go so 
fast you're arse explodes. 


VV V V V 


Yeah, the faster you go the harder you crash and the more damage you 
get. 


Let's take the time-limit out and put all the damage in there.. 
and a speed piste where you must get the highest speed. 
And a bumped piste, with moguls... 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02755 


—-MESSAGE FILE 4044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002756 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 12 Oct 1998 09:01:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <6vsctj$m1t10@chuka.playstation.co.uk> 

References: <6v29aaS$5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> 

NNTP-Posting-Host: 193.60.160.45 


T 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>> When suits BTW? 


I'm easy. Ahem. About going to the pub that is. Just mail me. 


Bob 
PS - Sorry about the delay, I've been away for the weekend 


298rcs@tay.ac.uk 


—-MESSAGE FILE 4044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02756 


—-MESSAGE FILE 4045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002757 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 12 Oct 1998 09:49:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6vsfu0Sml1t11@chuka.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mlt10@chuka.playstation.co.uk> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


= 


>>> When suits BTW? 


Well, I can't go out on Tuesday's, prior commitment, but the end of the week 
would be good. Depending on how drunk we plan on getting we might want to 
do it on a Friday or Saturday instead of Thursday, so we don't have to get 
up the next day for work/uni/whatever :) 


Mike. 


—-MESSAGE FILE 4045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02757 


—-MESSAGE FILE 4046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002758 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 12 Oct 1998 10:33:54 +0100 

Organization: DMA Design Ltd 

Lines: 16 

Message-ID: <3621CD02.38CA@dma-design.com> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mlt1l0@chuka.playstation.co.uk> <6vsfu0$mlt11@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 
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Michael Enoch wrote: 

> 

Well, I can't go out on Tuesday's, prior commitment, but the end of the week 
would be good. Depending on how drunk we plan on getting we might want to 
do it on a Friday or Saturday instead of Thursday, so we don't have to get 
up the next day for work/uni/whatever :) 


> 
> 
>: 
> 


Ahhhh... Friday/Saturday doesn't suit me however :-/ I can make just 
about any other night except those two... 


I like to be difficult :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02758 


—-MESSAGE FILE 4047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002759 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Die Hard Trilogy with G-con? 

Date: Mon, 12 Oct 1998 13:08:21 +0200 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldgs55p.lw56épwvvjeapqn@al-88-124.a1l.nl> 

References: <ldgpdyr.e7ngqax1x8xv4qN@al-88-110.al.nl> <6vre78Sml1t9@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


It doesn't work with the GunCon, alas. I dunno - maybe there is an 
updated version which DOES support it (platinum ver?), but I doubt it. 
DHT came out long before the GunCon, so it's no surprise it doesn't 
work. 


VV V V V V V 


I played it using the pad and thoroughly enjoyed it anyway, tho... 


I was afraid of that. I heard the same story before. There is an 
optional gun but it realy looks crap. 

I do endjoy the game anyhow.. Oh, and the platinum version is not 
compatible either, I have the platium version.. 


Thanks, 


DEnnis.. 
—-MESSAGE FILE 4047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02759 


—-MESSAGE FILE 4048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002760 

Path: chuka.playstation.co.uk!news 

From: "K.Wutzke" <kwutzke@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GDC '99 

Date: Mon, 12 Oct 1998 18:37:31 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3622304B.DD363E10@usa.net> 
NNTP-Posting-Host: dialup5-203.dreieich.nacamar.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hey Yarozers! 
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Will anyone be at the GDC '99? 
Guess I will... 


—-MESSAGE FILE 4048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02760 


—-MESSAGE FILE 4049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002761 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 12 Oct 1998 17:37:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6vtbb6Snecl@chuka.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <6vanp6Sé6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltll@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design. com> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


What do you do on a Friday and Saturday every week that means you can't go 
out drinking? Chained to your TV? 


Well, I guess it's Monday or Thursday then, I go a funny colour on 
Wednesdays... :) Hehehe 


Anyone got anything against the two days left? 
Mike. 


>Ahhhh... Friday/Saturday doesn't suit me however :-/ I can make just 
>about any other night except those two... 

> 

>I like to be difficult :) 

> 

>-- 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 4049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02761 


-—-MESSAGE FILE 4050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002762 

Path: chuka.playstation.co.uk!news 

From: Karsten Wutzke <kwutzke@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Triangles, Quads??? 

Date: Mon, 12 Oct 1998 19:13:19 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <362238AE.DF3414FF@usa.net> 
NNTP-Posting-Host: dialup4-124.dreieich.nacamar.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


What's better? 
Make the models from triangles or quads? 


It doesn't make a difference (to me) from an artistic point of view, 
but what about the performance? I looked at the TMD 
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primitive structures ilen/olen stuff from which I derived, that 
quads are the faster the more "real" quads, e.g. no simulated 
triangles there are... 

The problem is: I'm just guessing around! 


If I took the TMD structs: 


G_3T (triangles, gouraud,textured, lights on): ilen 6 - olen 9 and 


G_4T (quad(r?)angles, gouraud,textured, lights on): ilen 8 - olen 12 
Now say I have one torus object each: 


G_3T: (256 vertices ,) 512 primitives/polygons/triangles 
Շ 41: (256 vertices ,) 256 primitives/polygons/quads 


Can I calculate or approximate the possible work to be done as 
follows... 


(no. of prims) * (ilen) + (no. of prims) * (olen) = X 
G_3T: 512 prims * 6 + 512 prims * 9 = 7680 
G_4T: 256 prims * 8 + 256 prims * 12 = 5120 


7680 / 5120 = 1.5 -> triangle model ~50% slower??? 


Hmmm... maybe I should just check the frame rate... 

Anyway what do you think? 

What's the playstation doing? Does it convert triangles to quads or 
quads 

to triangles ? Does it matter? 


Karsten 


Page 2575 


-—-MESSAGE FILE 4050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02762 


—-MESSAGE FILE 4051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002763 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 
Date: Mon, 12 Oct 1998 18:37:15 +0100 
Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <36223E4B.269C@dma-—design. com> 


References: <6v29aaS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 


621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Enoch wrote: 


> 

> What do you do on a Friday and Saturday every week that means you can't go 
> out drinking? Chained to your TV? 

> 

> Well, I guess it's Monday or Thursday then, I go a funny colour on 

> Wednesdays... :) Hehehe 

> 

> Anyone got anything against the two days left? 


I tend to get outta Dundee as quickly as possible on a Friday after 


work, only returning when I really really have to on a Sunday evening. 
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If a Friday or Saturday suits everyone better, fair enough, I can make 
an exception. Just not this weekend though!! 


Brian @ DMA 


[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 
—-MESSAGE FILE 4051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02763 


—-MESSAGE FILE 4052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002764 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Triangles, Quads??? 

Date: Mon, 12 Oct 1998 20:42:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 57 

Message-ID: <36225B98.2C807B34@revolution.co.uk> 
References: <362238AE.DF3414FF@usa.net> 
NNTP-Posting-Host: 62.172.88.167 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Karsten Wutzke wrote: 


What's better? 
Make the models from triangles or quads? 


It doesn't make a difference (to me) from an artistic point of view, 
but what about the performance? I looked at the TMD 

primitive structures ilen/olen stuff from which I derived, that 
quads are the faster the more "real" quads, e.g. no simulated 
triangles there are... 

The problem is: I'm just guessing around! 


If I took the TMD structs: 


G_3T (triangles, gouraud,textured, lights on): ilen 6 - olen 9 and 


G_4T (quad(r?)angles, gouraud,textured, lights on): ilen 8 - olen 12 
Now say I have one torus object each: 


(256 vertices ,) 512 primitives/polygons/triangles 
Շ 41: (256 vertices ,) 256 primitives/polygons/quads 


Can I calculate or approximate the possible work to be done as 
follows... 


(no. of prims) * (ilen) + (no. of prims) * (olen) = X 


G_3T: 512 prims * 6 + 512 prims * 9 = 7680 
G_4T: 256 prims * 8 + 256 prims * 12 = 5120 


7680 / 5120 = 1.5 -> triangle model ~50% slower??? 


Hmmm... maybe I should just check the frame rate... 

Anyway what do you think? 

What's the playstation doing? Does it convert triangles to quads or 
quads 

to triangles ? Does it matter? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 
Q 
w 
ԷՅ 


The PlayStation is more native to quads than triangles, so quads are 
nearly same speed as triangles (on PlayStation). 


However, quads are a bad approximation to a curved surface or 3D models 
(except planar surfaces) in general. Also, most art packages do not 
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output quads e.g. 3D Studio MAX is almost exlusively triangle based. 


Also, note with quads it is easy to get an illegal polygon e.g. not a 
flat plane, whereas this is impossible with triangles (excluding zero 
area objects). 


So I would go for triangles, but try and use quads where possible. On 
the PlayStation you will have to subdivide large polygons to overcome 
its inaccuracies, so not much of gain there either 


Hope this helps 
Jake Turner 


—-MESSAGE FILE 4052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02764 


—-MESSAGE FILE 4053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002765 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC '99 

Date: Tue, 13 Oct 1998 00:19:57 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldgt53s.119d64a17xf000N@al-88-126.a1.nl1l> 
References: <3622304B.DD363E10@usa.net> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


K.Wutzke <kwutzke@usa.net> wrote: 
Hey Yarozers! 


> 
> 
> Will anyone be at the GDC '99? 

> Guess I will... 

Let me guess.. Game Developers Conferance 99? 
Where and when is it? 


DEnnis.. 
—-MESSAGE FILE 4053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02765 


—-MESSAGE FILE 4054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002766 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: Mon, 12 Oct 1998 18:21:57 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36228105.D38787F2@datasys.net> 

References: <362238AE.DF3414FF@usa.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


The playstation intreprets a quad as 2 triangles. (I know this is true 
because I've got the numbering wrong on a quad many times, and the GPU 
renders 2 distinct triangles) Look at this rough sketch. (If it doesn't 
look right, look at it with a fixed size font) 
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Because it does this, it really doesn't matter which you choose. If 
there is a speed difference it will be minimal. However, the data for 2 
triangles is larger than 1 quad. So if you are dealing with large 
models, it may be more efficient to use quads rather than triangles. 


"Darco 
—-MESSAGE FILE 4054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02766 


—-MESSAGE FILE 4055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002767 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Primitive Naming Standard 

Date: Mon, 12 Oct 1998 19:22:22 -0400 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <36228F2E.FF6F9041@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 136.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


It would seem that everyone is using different standards for naming TMD 
primitives - and it becomes hard to understand exactly which primitive 
someone is talking about. Is there a standard naming convention? If not, 
should we make one? 


For instance, here's the one I use in my own TMD generation functions. 
It is easy to read, logical, and coveres every primitive the net yaroze 
TMD format is capable of. 


F3 - Flat Shaded Tri w/ Flat Pigment 

F3G - Flat Shaded Tri w/ Gradient Pigment 
F3T - Flat Shaded Tri w/ Texture 

G3 - Gouraud Shaded Tri w/ Flat Pigment 

G3G - Gouraud Shaded Tri w/ Gradient Pigment 
G3T - Gouraud Shaded Tri w/ Texture 

N3 - Non-Shaded Tri w/ Flat Pigment 

N3G - Non-Shaded Tri w/ Gradient Pigment 

N3T - Non-Shaded Tri w/ Texture 

N3GT - Non-Shaded Tri w/ Gradient & Texture 
F4 — Flat Shaded Quad w/ Flat Pigment 

F4G - Flat Shaded Quad w/ Gouraud Shading 
FAT - Flat Shaded Quad w/ Texture 

G4 — Gouraud Shaded Quad w/ Flat Pigment 
G4G - Gouraud Shaded Quad w/ Gradient Pigment 
641 - Gouraud Shaded Quad w/ Texture 

N4 - Non-Shaded Quad w/ Flat Pigment 

N4G - Non-Shaded Quad w/ Gradient Pigment 
NAT - Non-Shaded Quad w/ Texture 

N4GT - Non-Shaded Quad w/ Gradient & Texture 


These prmitives aren't supported, but they might be eventually... 


N2 - Line w/ Flat Pigment 
N2G - Line w/ Gradient Pigment 


Any input? 


'Darco 
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—-MESSAGE FILE 4055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02767 


—-MESSAGE FILE 4056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002768 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: Tue, 13 Oct 1998 08:19:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
Message-ID: <3622FF14.BOA6AA9D@hinge.mistral.co.uk> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> 
NNTP-Posting-Host: d3-s41-197-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en (Win95; 1) 


Darco wrote: 


Because it does this, it really doesn't matter which you choose. If 
there is a speed difference it will be minimal. However, the data for 2 
triangles is larger than 1 quad. So if you are dealing with large 
models, it may be more efficient to use quads rather than triangles. 


> The playstation intreprets a quad as 2 triangles. (I know this is true 
> because I've got the numbering wrong on a quad many times, and the GPU 
> renders 2 distinct triangles) Look at this rough sketch. (If it doesn't 
> look right, look at it with a fixed size font) 

> 

> (Հաա 1 

- / 

- / 

- / 

- / 

- / 

- / 

- 2= === 3 

> 

> 

> 

> 

> 


A quad should be faster than 2 triangles because the gte only has to do 
4vertex transformations instead of 6 (2 of the vertices are common between 
the two triangles). It's the same reason that mesh lists are faster on 
Direct3D 

(less calculations per polygon). 


NOTE: The GPU is much faster than the gte. You can render more triangles 
than you 
can calculate, so any reduction in calculation is a benefit. 


> 'Darco 


Craig. 


—-MESSAGE FILE 4056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02768 


-—-MESSAGE FILE 4057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002769 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Primitive Naming Standard 

Date: Tue, 13 Oct 1998 13:31:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <36234833.5957@manc.u-net.com> 
References: <36228F2E.FF6F9041@datasys.net> 
Reply-To: james@manc.u-net.com 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Darco wrote: 
> Is there a standard naming convention? If not, should we make one? 


A damn good question I reckon. Some form of standardisation, at 

least between us Yarozers can only be a good thing. 

What annoys me is the way people deliberately alter names of variables 
and functions to avoid accusations of plagiarism, when all they're 
doing is confusing themselves and everyone else who reads their code. 
It's program structure and function content that is the copyright 

of the author, not the object labels, so forming a convention for 

TMD primitives should help our Yaroze cause no end, IMHO. 


> G3 - Gouraud Shaded Tri w/ Flat Pigment 

> N3 - Non-Shaded Tri w/ Flat Pigment 

> G4 - Gouraud Shaded Quad w/ Flat Pigment 

> N4GT - Non-Shaded Quad w/ Gradient & Texture 


I am yet to get into dynamic TMDs so when I do I will go with 
whatever we all agree on is an ideal standard. 

So forgive me for asking a stupid question, but how can a 

*gouraud shaded* triangle (G3 above) also have flat pigment? 

Isn't that a contradiction? Or in N4GT, how can a *non-shaded* quad 
have a gradient, when non-shaded means no normals will be calculated? 
And I thought gradient meant the *same thing* as gouraud shaded? 

I'll put money on this being a stupid question and I'm having 

some form of mental block, but I /thought/ I understood all this! 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


"I am entering some times in the Gravitation Championship." 
- you! 7) 
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-—-MESSAGE FILE 4057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02769 


—-MESSAGE FILE 4058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002770 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Tue, 13 Oct 1998 12:56:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <36234d84.972039@www.netyaroze-europe. com> 
References: <36228F2E.FF6F9041@datasys.net> <36234833.5957@manc.u-net.com> 
NNTP-Posting-Host: 170-46-207.ipt.aol.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 13 Oct 1998 13:31:47 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>I am yet to get into dynamic TMDs so when I do I will go with 
>whatever we all agree on is an ideal standard. 

>So forgive me for asking a stupid question, but how can a 

>*gouraud shaded* triangle (G3 above) also have flat pigment? 

>Isn't that a contradiction? Or in N4GT, how can a *non-shaded* quad 
>have a gradient, when non-shaded means no normals will be calculated? 
>And I thought gradient meant the *same thing* as gouraud shaded? 


Nah, there are various things that you can do to a primitive - 
PS, this involves my naming, which is different purely because I want 


Net Yaroze newsgroups message dump.txt 
to be different :) 


Number of vertices 


3 - has 3 

4 - has 4 

Shading (this purely involves light calculations) 

NS - no shading. the primitive dont give no damn about any light 
sources 

FS - flat shading. one light calculation is carried out using the 
primtive normal 

ՇՏ - gouraud sading. One light calculation per vertex using vertex 


normals. These colours are blended across the primitive to give nice 
smooth shading 


Pigment (this is the inherent colour of the primitive and specified by 
you per primitive) I use the term pigment to differentiate between 
shading (based on light source) and colour of primitive 


NP - no pigment. Only possible when using a texture. 

FP - flat pigment. one colour is specified and it applies to all of 
the primitive 

GP - gradient pigment. You specify one colour per vertex, and during 


rendering it smooths between them 
Texture (guess what) 


TX - has a texture. when no texture I didnt put in a NTX thing. just 
ignored it. Maybe a 2 letter code for notexture would be wanted? 


In my routines this led to names for creating them being longer, but 
(I thought) slightly clearer). For example - 


TMD_createface_3_FS_GP 
TMD_createface_4 FS ԱՔ 12 


etc etc... 


Hopefully with these terms explained you can see why some of the 
primitives you thought didnt exist can do. 

I have to disagree with you james, its not the code that matters, but 
variable names and stuff like that. I mean, Adventure game is just 
race game with a different title, and noone has noticed yet. 


Rob 
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—-MESSAGE FILE 4058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02770 


—-MESSAGE FILE 4059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002771 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: White, Black, now white again.. 
Date: Tue, 13 Oct 1998 16:01:08 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <36236B33.600100DC@ndirect.co.uk> 
References: <ldgqyk1.1x284uelkvwkt5N@al1-88-119.al.nl1> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr02-56.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


> Big change again NY-site... 
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> I like the white background better, this looks more profesional. 
> 
> Cheers, 
> 
> 


DEnnis.. 


Yeah, I liked the white background, and it wasn't bright white so it was 
easy on the eyes. And black backgrounds are a pain in the arse when it 
comes to printing too. 


Herbs 


—-MESSAGE FILE 4059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02771 


—-MESSAGE FILE 4060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002772 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Tue, 13 Oct 1998 16:12:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <36236DE9.A4E9B2AB@ndirect.co.uk> 

References: <36228F2E.FF6F9041@datasys.net> <36234833.5957@manc.u-—net.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-56.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


> I am yet to get into dynamic TMDs so when I do I will go with 

> whatever we all agree on is an ideal standard. 

> So forgive me for asking a stupid question, but how can a 

> *gouraud shaded* triangle (G3 above) also have flat pigment? 

> Isn't that a contradiction? Or in N4GT, how can a *non-shaded* quad 
> have a gradient, when non-shaded means no normals will be calculated? 
> And I thought gradient meant the *same thing* as gouraud shaded? 
> I'll put money on this being a stupid question and I'm having 
> some form of mental block, but I /thought/ I understood all this! 
> 


No, there are 2 different ways of shading a polygon. Gouraud and 


Gradient. Gouraud uses normals to 'adjust' the colour of each vertex. 
Gradient has explicit RGB values for each vertex, and can also have a 
Single normal for flat shading if you want. There are many combinations. 
Herbs 


—-MESSAGE FILE 4060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02772 


-—-MESSAGE FILE 4061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002773 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Tue, 13 Oct 1998 17:12:52 -0400 

Organization: SCEA News Server 

Lines: 87 

Message-ID: <3623C254. 9FA88473@datasys.net> 
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References: <36228F2E.FF6F9041@datasys.net> <36234833.5957@manc.u-net.com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 301.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


James Shaughnessy wrote: 


Darco wrote: 
> Is there a standard naming convention? If not, should we make one? 


A damn good question I reckon. Some form of standardisation, at 

least between us Yarozers can only be a good thing. 

What annoys me is the way people deliberately alter names of variables 
and functions to avoid accusations of plagiarism, when all they're 
doing is confusing themselves and everyone else who reads their code. 
It's program structure and function content that is the copyright 

of the author, not the object labels, so forming a convention for 

TMD primitives should help our Yaroze cause no end, IMHO. 


VVVVVVVVVVV VV 


Աջ) 


I haven't noticed this... 


> 

> > G3 - Gouraud Shaded Tri w/ Flat Pigment 

> > N3 - Non-Shaded Tri w/ Flat Pigment 

> > G4 - Gouraud Shaded Quad w/ Flat Pigment 

> > N4GT - Non-Shaded Quad w/ Gradient & Texture 

> 

> Լ am yet to get into dynamic TMDs so when I do I will go with 

> whatever we all agree on is an ideal standard. 

> So forgive me for asking a stupid question, but how can a 

> *gouraud shaded* triangle (G3 above) also have flat pigment? 

> Isn't that a contradiction? Or in N4GT, how can a *non-shaded* quad 
> have a gradient, when non-shaded means no normals will be calculated? 
> And I thought gradient meant the *same thing* as gouraud shaded? 

> I'll put money on this being a stupid question and I'm having 

> some form of mental block, but I /thought/ I understood all this! 

> 

Ahh... Ok, Here, I'll disect my primitive code: 


The first letter is describes the lighting system. 


F is a flat shaded light sourcing... The entire polygon is shaded 
depending on the alignment with the light source. 


G is a goraud shaded light sourcing... Instead of the whole polygon 
being shaded due to lights, each vertex is shaded. 


N means that the polygon is oblivious to any light source. 


The second character refers to the number of vertices....bleh... 


The third and possibly fourth character describe different 
characteristics of the polygon. For both Flat (f) and Goraud shaded (g) 
polyogns, you can have a flat pigment (no character), gradient 
pigment(g), or a texture (t). 


A gradient pigment is where YOU specify the colors at each vertex. This 
has NOTHING to to with lighting or normals. It just specifies the color 
of the polygon. So yes, you can have a goraud shaded gradient polygon. 
In fact, that'd make for an interesting looking sphere... Hmmm... 
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If you aren't doing any light sourcing, you can use the N3GT or the N4GT 
primitives, which do texture mapping AND gradient pigments. But you can 
only do this on a non-shaded polygon. 


To add a G3T poly in my Dynamic TMD routines, I just use 
insert_G3T(); 


It's return value is a pointer to the primitive in memory... So you have 
something like this: 


focus_primitive = insert_G3T(); 


And then just have "focus_primitive" be a G3T* structure... You can 
probably see how this goes. 


Bleh. 


"Darco 
—-MESSAGE FILE 4061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02773 


—-MESSAGE FILE 4062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002774 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Tue, 13 Oct 1998 17:19:52 -0400 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3623C3F8.489A1E3D@datasys.net> 

References: <36228F2E.FF6F9041@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 301.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


> F4G - Flat Shaded Quad w/ Gouraud Shading 


ՕԾԹՏՀա Նաթան I meant that to read "Gradient Pigment"...... I doubt 
anyone noticed, but just in case anyone is scratching their heads 
wondering what the heck... 


7) 


"Darco 
—-MESSAGE FILE 4062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02774 


-—-MESSAGE FILE 4063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002775 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Wed, 14 Oct 1998 01:56:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3623F6D4.3749@manc.u-net.com> 

References: <36228F2E.FF6F9041@datasys.net> <36234833.5957@manc.u-net.com> <36234d84 
-972039@www.netyaroze-europe. com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Swan wrote: 
> Hopefully with these terms explained you can see why some of the 
> primitives you thought didnt exist can do. 


Yeah all pretty straighforward cheers Rob, the thing is that having 
only done TMDs using Truespace so far I've only really got into manual 
control of models by editing the .rsd and .mat files etc. to fix / add 
things that RsdTool can't do (or can't do properly like position 
textures accurately), so was a bit sheltered from the lower level 
stuff. I hope the new RsdTool that is being worked on supports 

all that gradient gubbins, and gives control of individual gouraud / 
flat polys which it so badly needs. 


Cheers, 
Jim 


BTW Rob, not having a Yaroze is no excuse not to enter the Grav Compo, 
because you can use the July OPSM coverdisk version (v1.1) on a grey 
PSX, if you have the disk that is. And a grey PSX for that matter. ;-) 
I have a bad feeling it's going to be another Yaroze compo flop, 

not even promise of a multitude of games thanks to Rob Ryan has 
sparked a surge of entries. I guess 2nd hand games and joysticks are 
no incentive. Although that talk of Bella Emberg raised some eyebrows. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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-—-MESSAGE FILE 4063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02775 


—-MESSAGE FILE 4064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002776 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: White, Black, now white again.. 

Date: Wed, 14 Oct 1998 09:45:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <362472a2.2614779@news.playstation.co.uk> 


References: <ldgqyk1.1x284uelkvwkt5N@al-88-119.al.nl> <36236B33.600100DC@ndirect.co. 


uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


how about a nice blue colour? blue is the softest colour to the eyes. 
On Tue, 13 Oct 1998 16:01:08 +0000, Alex Herbert 


<aherbert@ndirect.co.uk> wrote: 


> 
>DEnnis Brinkhuis wrote: 


>> Big change again NY-site... 
>> I like the white background better, this looks more profesional. 


>> Cheers, 


>> DEnnis.. 


>Yeah, I liked the white background, and it wasn't bright white so it was 
>easy on the eyes. And black backgrounds are a pain in the arse when it 


>comes to printing too. 
> 
> 


>Herbs 
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> 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02776 


-—-MESSAGE FILE 4065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002777 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: White, Black, now white again.. 

Date: Wed, 14 Oct 1998 13:21:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <70251m$nec7@chuka.playstation.co.uk> 

References: <ldgqyk1.1x284uelkvwkt5N@al-88-119.al.nl> <36236B33.600100DC@ndirect.co. 
uk> <362472a2.2614779@news.playstation.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alan) Yep Luen Yuen wrote: 


( 
> 
> how about a nice blue colour? blue is the softest colour to the eyes. 
> 


It looks like everyones showing off their XTerm preferences =). Darker 
backgrounds are easier on the eye, easier to pick font colours for, and 
work better with image transparencies. Seeing as the Yaroze is the black 
playstation, black would have made more sense. I usually pick green on 
black, white on grey or gold on black for my XTerm sessions. White 
backgrounds give me a headache. There's no pleasing everyone though. 
Someone's going to bitch about it whatever colours are used. 


Rob Ryan. 


A facility for quotation covers the absence of original thought. 

-- Lord Peter Wimsey (Dorothy L. Sayers, Gaudy Night) 

—-MESSAGE FILE 4065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02777 


—-MESSAGE FILE 4066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002778 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Wed, 14 Oct 1998 12:56:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36249f3d.353330@www.netyaroze-europe. com> 

References: <36228F2E.FF6F9041@datasys.net> <36234833.5957@manc.u-net.com> <3623C254 
. 9FA88473@datasys.net> 

NNTP-Posting-Host: 170-129-195.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 13 Oct 1998 17:12:52 -0400, Darco <rquat@datasys.net> wrote: 
>of the polygon. So yes, you can have a goraud shaded gradient polygon. 
>In fact, that'd make for an interesting looking sphere... Hmmm... 


can you have a gradient pigment + gouraud shaded poly? I seem to 
remember looking through the file specs for that one and not finding 
LErni 
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Rob 
—-MESSAGE FILE 4066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02778 


—-MESSAGE FILE 4067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002779 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard 

Date: Wed, 14 Oct 1998 16:06:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3624BDEA.C7752898@hinge.mistral.co.uk> 

References: <36228F2E.FF6F9041@datasys.net> <36234833.5957@manc.u-net.com> <3623C254 
. 9FA88473@datasys.net> <36249f3d.353330@www.netyaroze-europe.com> 

NNTP-Posting-Host: dl-s21-53-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Robert Swan wrote: 


On Tue, 13 Oct 1998 17:12:52 -0400, Darco <rquat@datasys.net> wrote: 
>of the polygon. So yes, you can have a goraud shaded gradient polygon. 
>In fact, that'd make for an interesting looking sphere... Hmmm... 


can you have a gradient pigment + gouraud shaded poly? I seem to 
remember looking through the file specs for that one and not finding 
Լա 


VV V V V V V 


Yeah - you just cann't have a texture on it as well.... 
> Rob 


Craig. 


--MESSAGE FILE 4067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02779 


—-MESSAGE FILE 4068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002780 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: White, Black, now white again.. 

Date: Wed, 14 Oct 1998 17:20:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <3624CF64.F7A8B8A6@ndirect.co.uk> 

References: <ldgqyk1.1x284uelkvwkt5N@al-88-119.al.nl> <36236B33.600100DC@ndirect.co. 
սք» <362472a2.2614779@news.playstation.co.uk> <70251lm$nec7@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-58.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Ryan wrote: 
Alan) Yep Luen Yuen wrote: 


> ( 
>> 
> > how about a nice blue colour? blue is the softest colour to the eyes. 
>> 
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It looks like everyones showing off their XTerm preferences =). Darker 
backgrounds are easier on the eye, easier to pick font colours for, and 
work better with image transparencies. Seeing as the Yaroze is the black 
playstation, black would have made more sense. I usually pick green on 
black, white on grey or gold on black for my XTerm sessions. White 
backgrounds give me a headache. There's no pleasing everyone though. 
Someone's going to bitch about it whatever colours are used. 


Rob Ryan. 


A facility for quotation covers the absence of original thought. 
-- Lord Peter Wimsey (Dorothy L. Sayers, Gaudy Night) 


VVVVVVVVVVVV VV 


I'm not that fussed really. I just hate white text, regardless of 
background colour, as I tend to print stuff - white text of white paper 
ain't very helpful. 


Herbs 


—-MESSAGE FILE 4068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02780 


—-MESSAGE FILE 4069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002781 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: White, Black, now white again.. 

Date: Wed, 14 Oct 1998 18:01:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <702ldgSnec8@chuka.playstation.co.uk> 

References: <ldgqyk1.1x284uelkvwkt5N@al-88-119.al.nl> <36236B33.600100DC@ndirect.co. 
սք» <362472a2.2614779@news.playstation.co.uk> <70251lm$nec7@chuka.playstation.co.uk> 
<3624CF64.F7A8B8A6@ndirect.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Herbert wrote: 
> 

> I'm not that fussed really. I just hate white text, regardless of 

> background colour, as I tend to print stuff - white text of white paper 
> ain't very helpful. 
> 
> 


Herbs 


Yeah, that is a bit of a pain. I usually just print faqs off the web, 
but if I'm printing out a web page, then I always set a default 
background and text colour on the browser - less chance off buggering 
things up that way. 


Rob Ryan 


Ralph won't "morph" if you squeeze him hard enough 
—-MESSAGE FILE 4069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02781 


-—-MESSAGE FILE 4070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002782 

Path: chuka.playstation.co.uk!news 

From: "K.Wutzke" <kwutzke@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Triangles, Quads??? 

Date: Wed, 14 Oct 1998 19:39:03 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <3624E1B7.DB009494@usa.net> 
References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AA9D@hinge.mistral.co.uk> 

NNTP-Posting-Host: dialup7-36.access.nacamar.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


Darco wrote: 


> The playstation intreprets a quad as 2 triangles. (I know this is true 

> because I've got the numbering wrong on a quad many times, and the GPU 

> renders 2 distinct triangles) Look at this rough sketch. (If it doesn't 
> look right, look at it with a fixed size font) 

> 

> 0------ 1 

- / 

- / 

- / 

- / 

- / 

- / 

> 2—===== 3 

> 

> Because it does this, it really doesn't matter which you choose. If 

> there is a speed difference it will be minimal. However, the data for 2 
> triangles is larger than 1 quad. So if you are dealing with large 

> models, it may be more efficient to use quads rather than triangles. 


A quad should be faster than 2 triangles because the gte only has to do 
4vertex transformations instead of 6 (2 of the vertices are common between 
the two triangles). It's the same reason that mesh lists are faster on 
Direct3D 

(less calculations per polygon). 


NOTE: The GPU is much faster than the gte. You can render more triangles 
than you 
can calculate, so any reduction in calculation is a benefit. 


> 'Darco 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Craig. 


re there any modelers/tools that can optimize an output model for quads? 
I don't want it to "expand" (quadrangulate) the tris to quads (add a vertex), 
but instead find almost coplanar, adjacent triangles and make these a quad, 
accepting minimal vertex position corrections. 
Any suggestions? Or will I have to write my one tool? Hnnngh... :-( 
What can 3D Studio MAX R2 do for that? 


Karsten 


—-MESSAGE FILE 4070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02782 


—-MESSAGE FILE 4071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002783 

Path: chuka.playstation.co.uk!news 

From: "K.Wutzke" <kwutzke@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC '99 

Date: Wed, 14 Oct 1998 19:49:29 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 57 

Message-ID: <3624E429.355440F5@usa.net> 

References: <3622304B.DD363E10@usa.net> <ldgt53s.119d64a1l7xf000N@al-—88-126.a1.nl1> 
NNTP-Posting-Host: dialup7-36.access.nacamar.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 1C46FAA3C905E832373EE4AD" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


1C46FAA3C905E832373EE4AD 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


DEnnis Brinkhuis wrote: 


> K.Wutzke <kwutzke@usa.net> wrote: 
> 

> > Hey Yarozers! 

>> 

> > Will anyone be at the GDC '99? 
> > Guess I will... 

> 

> Let me guess.. Game Developers Conferance 99? 
> Where and when is it? 

> 

> DEnnis.. 


It's in San Jose, Califormia from March 15th - 19th 1999. 

If you're a student, you can register at http://www.gamasutra.com and 
get a 3-day pass for free (or some 150 bucks), which usually costs 
about $650 ! 


KArsten =) 


1C46FAA3C905E832373EE4AD 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
énbsp; 


<P>DEnnis Brinkhuis wrote: 
<BLOCKQUOTE TYPE=CITE>K.Wutzke &lt;kwutzke@usa.net> wrote: 


<P>> Hey Yarozers! 

<BR>> 

<BR>> Will anyone be at the GDC '99? 
<BR>> Guess I will... 


<P>Let me guess.. Game Developers Conferance 99? 
<BR>Where and when is it? 


<P>DEnnis..</BLOCKQUOTE> 

It's in San Jose, Califormia from March 15th - 19th 1999. 

<BR>If you're a student, you can register at <A HREF="http://www.gamasutra.com/cgi-b 
in/reg.pl">http://www.gamasutra.com</A> 

and 

<BR>get a 3-day pass for free (or some 150 bucks), which usually costs 

<BR>about $650 ! 


<P>KArstené&nbsp; &nbsp; :-) </HTML> 


1C46FAA3C905E832373EE4AD-— 


—-MESSAGE FILE 4071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02783 


-—-MESSAGE FILE 4072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002784 
Path: chuka.playstation.co.uk!news 
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From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: 14 Oct 1998 17:57:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <0Olbdf79b$33250e60S016f6f6f@fffaaasssttt> 
References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AA9DG@hinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> 
NNTP-Posting-Host: host5-171-238-56.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Doesn't the Sony tool DXF2RSD.exe do just that with one of its 
parameters -QUAD sounds about right. I think this alters the vertex 
data instead of adding points....... 


Of course I could be talking rubbish.... 


Pete. 

K.Wutzke <kwutzke@usa.net> wrote in article <3624E1B7.DB009494@usa.net>... 
> 

> 

> Craig Graham wrote: 

> 

> > Darco wrote: 

>> 

> > > The playstation intreprets a quad as 2 triangles. (I know this is 
true 


> > > because I've got the numbering wrong on a quad many times, and the 
GPU 

> > > renders 2 distinct triangles) Look at this rough sketch. (If it 
doesn't 


> > > look right, look at it with a fixed size font) 

>>> 

>>> 0------ 1 

>>> / 

>>> / 

>>> / 

>>> / 

>>> / 

>>> 7 

> > > ՏԵ 3 

>>> 

> > > Because it does this, it really doesn't matter which you choose. If 
> > > there is a speed difference it will be minimal. However, the data for 
2 

> > > triangles is larger than 1 quad. So if you are dealing with large 

> > > models, it may be more efficient to use quads rather than triangles. 
>> 

> > A quad should be faster than 2 triangles because the gte only has to do 
> > 4vertex transformations instead of 6 (2 of the vertices are common 
between 

> > the two triangles). It's the same reason that mesh lists are faster on 
> > Direct3D 

> > (less calculations per polygon). 

>> 

> > NOTE: The GPU is much faster than the gte. You can render more 
triangles 

> > than you 

> > can calculate, so any reduction in calculation is a benefit. 

>> 

> > > 'Darco 

>> 

> > Craig. 

> 

> re there any modelers/tools that can optimize an output model for 


quads? 

> I don't want it to "expand" (quadrangulate) the tris to quads (add a 
vertex), 

> but instead find almost coplanar, adjacent triangles and make these a 
quad, 
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> accepting minimal vertex position corrections. 

> Any suggestions? Or will I have to write my one tool? Hnnngh... :-( 

> What can 3D Studio MAX R2 do for that? 

> 

> Karsten 

> 

> 

-—-MESSAGE FILE 4072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02784 


—-MESSAGE FILE 4073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002785 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: Wed, 14 Oct 1998 22:21:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <362515C7.B9E07223@revolution.co.uk> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AAIDGhinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> ՀՕ1Ե4879Ե5332506605016868616 
fffaaasssttt> 

NNTP-Posting-—Host: 62.172.82.78 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Peter Dollochan wrote: 

Doesn't the Sony tool DXF2RSD.exe do just that with one of its 
parameters -QUAD sounds about right. I think this alters the vertex 
data instead of adding points....... 

Of course I could be talking rubbish.... 


Pete. 


VVVVVVVV 


No, it does support the feature supposedly. But converting tris to quads is a 
trivial task except for the obvious planar case, so I have never had much joy 
out of the dxf2rsd conversion. There are plugins for 3DS MAX e.g. gamut PSm 
but that is costly. 


I would look for a tri-strip rather than quads, that has a lot of shared 
verticies and so can reap the same benefit as a quad on the playstation. 


Jake Turner : Court Astrologer 


Practive VI it may save your life one day 


-Wutzke <kwutzke@usa.net> wrote in article <3624E1B7.DB009494@usa.net>... 


Craig Graham wrote: 


> Darco wrote: 

> 

> > The playstation intreprets a quad as 2 triangles. (I know this is 
true 

> > > because I've got the numbering wrong on a quad many times, and the 
GPU 

> > > renders 2 distinct triangles) Look at this rough sketch. (If it 
doesn't 

> > > look right, look at it with a fixed size font) 

>>> 

>>> 0------ 1 


VV V V V V VIR 


VVVVVVVVVVVVVV VV 
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>>>> / 

> > > > / 

>>>> / 

> > > > / 

>>>> / 

> > > > / 

> > > > e 3 

> > > > 

> > > > Because it does this, it really doesn't matter which you choose. If 
> > > > there is a speed difference it will be minimal. However, the data for 
> 2 

> > > > triangles is larger than l quad. So if you are dealing with large 

> > > > models, it may Dbe more efficient to use quads rather than triangles. 
SSS: 

> > > A quad should be faster than 2 triangles because the gte only has to do 
> > > 4vertex transformations instead of 6 (2 of the vertices are common 

> between 

> > > the two triangles). It's the same reason that mesh lists are faster on 
> > > Direct3D 

> > > (less calculations per polygon). 

>>> 

> > > NOTE: The GPU is much faster than the gte. You can render more 

> triangles 

> > > than you 

> > > can calculate, so any reduction in calculation is a benefit. 

>>> 

> > > > 'Darco 

>>> 

> > > Craig. 

>> 

> > re there any modelers/tools that can optimize an output model for 

> quads? 

> > I don't want it to "expand" (quadrangulate) the tris to quads (add a 

> vertex), 

> > but instead find almost coplanar, adjacent triangles and make these a 

> quad, 

> > accepting minimal vertex position corrections. 

> > Any suggestions? Or will I have to write my one tool? Hnnngh... :-( 

> > What can 3D Studio MAX R2 do for that? 

>> 

> > Karsten 

>> 

>> 


—-MESSAGE FILE 4073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02785 


—-MESSAGE FILE 4074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002786 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: Wed, 14 Oct 1998 22:20:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3625158A.65018FCB@hinge.mistral.co.uk> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AA9IDGhinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> <O1lbdf79b$33250e60S016f6fF6F@ 
fffaaasssttt> 

NNTP-Posting-Host: dl-s44-76-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Peter Dollochan wrote: 


> Doesn't the Sony tool DXF2RSD.exe do just that with one of its 
> parameters -QUAD sounds about right. I think this alters the vertex 
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> data instead of adding points....... 
> 
> Of course I could be talking rubbish.... 


You're quite right - I must read the manuals properly in future..... 
dxf2rsd -quad2 <angle> 

would do the trick. 

> Pete. 


Craig. 


—-MESSAGE FILE 4074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02786 


—-MESSAGE FILE 4075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002787 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC '99 

Date: Thu, 15 Oct 1998 09:37:14 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldgwzpd.z15jul3anbswN@al-88-120.al.nl1> 

References: <3622304B.DD363E10@usa.net> <ldgt53s.119d64a17xf000N@al-—88-126.al.nl> ՀՅ 
624F429.355440F5@usa.net> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


It's in San Jose, Califormia from March 15th - 19th 1999. 

If you're a student, you can register at http://www.gamasutra.com and 
get a 3-day pass for free (or some 150 bucks), which usually costs 
about $650 ! 


KArsten :-) 


VVVVVVV VY 


That is very interesting info! 
Is the GDC worth getting a $500 ticket, if so.. I might be going. If it 
is arranged by gamasutra, it supposed to be quality. 


DEnnis.. 
-—-MESSAGE FILE 4075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02787 


—-MESSAGE FILE 4076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002788 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: Thu, 15 Oct 1998 12:11:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <3625D84A. 9E500615@hinge.mistral.co.uk> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AA9ID@hinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> ՀՕԼ1ԵՎ4879Ե5332506605016868616 
fffaaasssttt> <362515C7.B9E07223@revolution.co.uk> 

NNTP-Posting-Host: d3-s12-168-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jake Turner wrote: 
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Peter Dollochan wrote: 

Doesn't the Sony tool DXF2RSD.exe do just that with one of its 
parameters -QUAD sounds about right. I think this alters the vertex 
data instead of adding points....... 

Of course I could be talking rubbish.... 


Pete. 


VVVVVVVV 


No, it does support the feature supposedly. But converting tris to quads is a 
trivial task except for the obvious planar case, so I have never had much joy 
out of the dxf2rsd conversion. There are plugins for 3DS MAX e.g. gamut PSm 
but that is costly. 


VVVVVVVVVVVVV VV 


I've added a more advanced tri->quad convertor to RsdANIM (first change since 
1.51)that lets you selectively apply it, and use different co-planarity factors 
for different 

bits of the model. (the one in dxf2rsd does work ok though, but can only be used 
ona 

whole model at one go). 


New version will be on my WWW page in the next day or two.... 
Gamut is cool, but it's like £800 (UK). 


> I would look for a tri-strip rather than quads, that has a lot of shared 
> verticies and so can reap the same benefit as a quad on the playstation. 


There is no tri-strip in the RSD/TMD format. So you cann't get any benefit from 
it.I know there are tri-strips in other formats - but you cann't use them from 
the Yaroze. 

The majority of the stuff the Gamut plugin does is irrelevant on the yaroze 
although 

some of it isn't (for example I'm surprised that no-one is using static 
pre-processed 

point lighting on the yaroze - zero runtime overhead for nice lightbulb/torch/fire 
lighting 

effects). 


> Jake Turner : Court Astrologer 


Craig. 


—-MESSAGE FILE 4076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02788 


-—-MESSAGE FILE 4077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002789 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: It's oh so quiet....Shhh! Shhh!!.... 
Date: Thu, 15 Oct 1998 13:38:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <3625ECD9.D8E8EB10@mcmail.com> 
NNTP-Posting-Host: 193.82.133.215 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello everyone....*echo* 


Is it just me, or is there an apparently distinct lack of activity going 
on around the newsgroups, websites etc. ? The reason I ask is that I go 
on the 'net pretty much everyday, and there doesn't seem to be as much 
activity as there was when I joined in August. 
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It's probably my paranoia, but everyone tell me they are alive, 
per-leeze (Sob Sob!) 


Cheers!! 
Tones :) 
Ps. I suspect it is because everyone's pooped out after GDUK!!! 


—-MESSAGE FILE 4077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02789 


-—-MESSAGE FILE 4078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002790 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: 15 Oct 1998 13:49:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <01bdf841$c0c8f500$016f6f6f@fffaaasssttt> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AA9ID@hinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> <Olbdf79b$33250e60S016f6fF6F@ 
fffaaasssttt> <362515C7.B9E07223@revolution.co.uk> <3625D84A. 9E500615@hinge.mistral. 
co.uk> 

NNTP-Posting-Host: host5-171-251-114.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 

> I've added a more advanced tri->quad convertor to RsdANIM (first change 
since 

> 1.51)that lets you selectively apply it, and use different co-planarity 
factors 

> for different 

> bits of the model. (the one in dxf2rsd does work ok though, but can only 
be used 

> ona 

> whole model at one go). 

> 

> New version will be on my WWW page in the next day or two.... 


sounds good :-) 


> some of it isn't (for example I'm surprised that no-one is using static 
> pre-processed 

> point lighting on the yaroze - zero runtime overhead for nice 
lightbulb/torch/fire 

> lighting 

> effects). 

> 

> Craig. 

> 

I believe Dr Steve Collins is doing some pre-computed light sourcing for a 
landscape engine he is working on.. but I'm sure once its been mentioned 
several people will wonder wot its all about and read up on the various 
implementations available to them on the yaroze. 


Pete. 


-—-MESSAGE FILE 4078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02790 


—-MESSAGE FILE 4079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002791 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: The sound of silence 

Date: Thu, 15 Oct 1998 16:48:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 64 

Message-ID: <7055haSnec13@chuka.playstation.co.uk> 
References: <3625ECD9.D8E8EB10@mcmail .com> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tones wrote: 


> 

> Hello everyone....*echo* 

> 

> Is it just me, or is there an apparently distinct lack of activity going 
> on around the newsgroups, websites etc. ? The reason I ask is that I go 
> on the 'net pretty much everyday, and there doesn't seem to be as much 

> activity as there was when I joined in August. 

> 

> It's probably my paranoia, but everyone tell me they are alive, 

> per-leeze (Sob Sob!) 

> 

> Cheers!! 

> 

> Tones :) 

> 

> 


Ps. I suspect it is because everyone's pooped out after GDUK!!! 


I noticed that too. I did think of insulting Macs just to get a thread 

going. I was looking round for decent stuff to put in the newsletter and 

I can't find bugger all I can use. It's going out tomorrow and I didn't 

—-MESSAGE FILE 4079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02791 


—-MESSAGE FILE 4080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002792 

Path: chuka.playstation.co.uk!scea!camsg001.camb.scee.sony.co.uk!camsg001.camb.scee. 
sony.co.uk! localnews.wav.scee.sony.co.uk!not—for-mail 

From: Dean_Ashton@scee.sony.co.uk (Dean Ashton) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Fri, 02 Oct 1998 14:49:51 GMT 

Organization: Sony Computer Entertainment Europe (Waverley House) 

Lines: 8 

Message-ID: <3614e7e5.10630354@news.wav.scee.sony.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <36139332.70AC@manc.u-net.com> 
<36139977.CBD9D63C@scee.sony.co.uk> <361406B7.13896486@hinge.mistral.co.uk> <3614AF 
34.C7194C2F@scee.sony.co.uk> 

Reply-To: Dean_Ashton@scee.sony.co.uk 

NNTP-Posting-Host: campc032.camb.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

X-No-Archive: yes 


On Fri, 02 Oct 1998 11:47:16 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>I am not afraid. I have might on my side. I have Christer from Neversoft. 
So, Christer is up for using LIBGS/HMD is he.. ;) 
Dean 


—-MESSAGE FILE 4080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02792 


—-MESSAGE FILE 4081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002793 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: Thu, 15 Oct 1998 17:47:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 199 

Message-ID: <36262718.A98BE61@hinge.mistral.co.uk> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AA9ID@hinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> <O1lbdf79b$33250e60S016f6fF6F@ 
fffaaasssttt> <362515C7.B9E07223@revolution.co.uk> <3625D84A. 9E500615@hinge.mistral. 
co.uk> <Olbdf841$c0c8f£500S016f6f6f@fffaaasssttt> 

NNTP-Posting-Host: d2-s42-136-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Peter Dollochan wrote: 


> 

> I've added a more advanced tri->quad convertor to RsdANIM (first change 
since 

> 1.51)that lets you selectively apply it, and use different co-planarity 
factors 

> for different 

> bits of the model. (the one in dxf2rsd does work ok though, but can only 
be used 

> ona 

> whole model at one go). 

> 

> New version will be on my WWW page in the next day or two.... 


sounds good :-) 


> some of it isn't (for example I'm surprised that no-one is using static 
> pre-processed 

> point lighting on the yaroze - zero runtime overhead for nice 
lightbulb/torch/fire 

lighting 

effects). 


v 


> 
> 
> Craig. 

> 

I believe Dr Steve Collins is doing some pre-computed light sourcing for a 
landscape engine he is working on.. but I'm sure once its been mentioned 
several people will wonder wot its all about and read up on the various 
implementations available to them on the yaroze. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Simple example that just handles gourard+ttextured poly3's: 


// Vertex Lighting 
typedef struct { 

short 2,7,2: // light source coord 

char ri,gi,bi,flags; // light colour intensity, light type flags 

short radius; // light radius (no lighting outside this distance) 
short rs,gs,bs,dummy2; // drop-off rate within radius (from full intensity 
ri at distance 0 to ri-(rs*radius) at radius) 

} POINT_LIGHTSOURCE; void LightVertices (TMD_OBJECT *o, POINT_LIGHTSOURCE *p) { 
TMD_VERTEX *v=o->vert_top; 

TMD_GTP3 *prim=(TMD_GTP3*) o->primitive_top; 

unsigned long np=o->n_primitive, f; 

unsigned short vertex, radius; 


for(f=0; f<np; f++) 
{ 


if (prim->head.mode!=0x35) 
{ 


switch (prim->head.mode) 
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{ 
case 0x31: 
{ 
TMD_GP3 *prim_2; 
prim_2=(TMD_GP3*) prim; 
prim=(TMD_GTP3*) (prim_2+1); 
} 


break; 


case 0x30: 

{ 

TMD_GP3N *prim_2; 
prim_2=(TMD_GP3N*) prim; 
prim=(TMD_GTP3*) (prim_2+1); 
} 


break; 


}else{ 
vertex=prim->vr0; 


// Use simple (fixed point) test for quick reject of a vertex 
if (( (ABS (v [vertex] .vx-p->x)<p->radius) 
(ABS (v [vertex] .vy-p->y)<p->radius)) 
(ABS (v[vertex] .vz-p->z)<p->radius)) 


//Calculate real distance (ish) 
#if REAL LIGHTING DISTANCE 
t=v[vertex] .vx-p->x; 


tl=tw*t; 

t=v[vertex] .vy-p->y; 
tl+=t*t; 

t=v[vertex] .vz-p->z; 
tl+=t*t; 


radius=(short)lksqrt(CL1); 
#else 


radius=manhatan_distance (v [vertex] .vx-p->x,v[vertex].vy-p->y,v[vertex].vz-p->z); 


#endif 


// Accurate reject 
if (radius<p->radius) 

{ 

radius=radius>>4; 

// Light proportional to distance 


prim—->r0+=p->ri (p->rs*radius) ; 
prim->g0+=p->gi (p->gs*radius) ; 
prim->b0+=p->bi (p->bs*radius) ; 


} 
} 


vertex=prim->vrl1; 


// Use simple (fixed point) test for quick reject of a vertex 
if (( (ABS (v[vertex] .vx-p->x) <p->radius) 
Wiebe ea 5 Ն. 
(ABS (v[vertex] .vz-p->z) <p->radius) ) 


{ 

//Calculate real distance (ish) 
#if REAL _LIGHTING_DISTANCE 
t=v[vertex] .vx-p->x; 

1=t*t; 

=v [vertex] .vy-p->y; 

1+=t*t; 

=v [vertex] .vz-p->z; 

oats qr 


Ct rt ct rt rr 
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radius=(short) 1lksqrt (tl); 
#else 


radius=manhatan_distance (v[vertex] .vx-p->x,v[vertex] .vy-p->y, v[vertex] .vz-p->z); 


#endif 


// Accurate reject 

if (radius<p->radius) 

{ 

radius=radius>>4; 

// Light proportional to distance 


prim->rl+=p->ri (p->rs*radius); 
prim->gl+=p->gi (p->gs*radius); 
prim->bl+=p->bi (p->bs*radius); 


} 
vertex=prim->vr2; 


// Use simple (fixed point) test for quick reject of a vertex 
if (( (ABS (v[vertex] .vx-p->x) <p->radius) 
We ՆՆ 
(ABS (v[vertex] .vz-p->z)<p->radius)) 


{ 

//Calculate real distance (ish) 
#if REAL LIGHTING DISTANCE 
t=v[vertex] .vx-p->x; 


tl=t*t; 
t=v[vertex].vy-p->y; 
tl+=t*t; 
t=v[vertex] .vz-p->z; 
tl+=t*t; 


radius=(short)lksqrt(t1l); 
#else 


radius=manhatan_distance (v[vertex] .vx-p->x,v[vertex].vy-p->y,v[vertex].vz-p->z); 


#endif 


// Accurate reject 
if (radius<p->radius) 
{ 


radius=radius>>4; 


// Light proportional to distance 


prim->r2+=p->ri (p->rs*radius) ; 
prim->g2+=p->gi (p->gs*radius) ; 
prim->b2+=p->bi (p->bs*radius) ; 
} 
} 
primtt+; 
} 
} 
} 
> Pete. 
Craig. 


—-MESSAGE FILE 4081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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02793 


—-MESSAGE FILE 4082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002794 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Triangles, Quads??? 

Date: 15 Oct 1998 17:52:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01bdf863Sb6c115c0S016f6f6f@fffaaasssttt> 

References: <362238AE.DF3414FF@usa.net> <36228105.D38787F2@datasys.net> <3622FF14.B0 
A6AAIDEhinge.mistral.co.uk> <3624E1B7.DB009494@usa.net> <Olbdf79b$33250e60S016f6f6F@ 
fffaaasssttt> <362515C7.B9E07223@revolution.co.uk> <3625D84A. 9E500615@hinge.mistral. 
co.uk> <0O1lbdf841Sc0c8f500S016f6f6fefffaaasssttt> <36262718 .A98BE61@hinge.mistral.co. 
uk> 

NNTP-Posting-Host: host5-171-235-23.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


No your not getting me to admit that I was hinting... 
damn does this mean I just did ;-) 


thanks for that anyways craig 
Petes 


> 
> Simple example that just handles gourardttextured poly3's: 
> 
> 


<BIG CODE SNIP> 


> Craig. 

> 

> 

—-MESSAGE FILE 4082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02794 


—-MESSAGE FILE 4083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002795 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Giving Code 

Date: Thu, 15 Oct 1998 20:43:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36265049.A395CDD1@revolution.co.uk> 

References: <3613857a.4432702@news.playstation.co.uk> <36139332.70AC@manc.u-net.com> 
<36139977.CBD9D63C@scee.sony.co.uk> <361406B7.13896486@hinge.mistral.co.uk> <3614AF 
34.C7194C2F@scee.sony.co.uk> <3614e7e5.10630354@news.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 62.172.88.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Dean Ashton wrote: 


On Fri, 02 Oct 1998 11:47:16 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>I am not afraid. I have might on my side. I have Christer from Neversoft. 


So, Christer is up for using LIBGS/HMD is he.. ;) 


VVVVVVVV 


Dean 
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Is libhmd coming to Yaroze then ? 
Given the well publicised poor performance of libgs it might be a good thing 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 4083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02795 


—-MESSAGE FILE 4084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002796 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The sound of silence 

Date: Fri, 16 Oct 1998 00:24:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <70608nSnec14@chuka.playstation.co.uk> 

References: <3625ECD9.D8E8EB10@mcmail.com> <7055haSnec13@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.10 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm alive! 


I've been a bit quiet for a number of reasons - largely to do with the 
start of term this year and the fact that I am now (gulp!) in FINAL YEAR 
and as such have work to do already! In fact, I even have 9 o'clock 
lectures which is just not on, frankly... 


am not dead! I will return! I just have to keep the girlfriend happy, 
my uni work afloat and sort out this damn thesis....grrr. And FYI, there 
are a few ideas kicking about my mind for the next game (tho' these will 
have to wait till after the GDUK party, non? *ahem*) 


Nick "how can I ever cope in the real world?" F 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

+++++++++++++++++++++++++++++++++++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


--MESSAGE FILE 4084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02796 


--MESSAGE FILE 4085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002797 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC '99 
Date: Thu, 15 Oct 1998 20:03:48 -0400 

Organization: Identical Software 

Lines: 13 

Message-ID: <36268D64.21C560A3@identicalsoftware.com> 

References: <3622304B.DD363E10@usa.net> <ldgt53s.119d64a17xf000N@al-—88-126.al.nl> ՀՅ 
624F429.355440F5@usa.net> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 
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K.Wutzke wrote: 

> It's in San Jose, Califormia from March 15th - 19th 1999. 

> If you're a student, you can register at http://www.gamasutra.com and 
> get a 3-day pass for free (or some 150 bucks), which usually costs 

> about $650 ! 

> 

> KArsten էՀ) 

The student passes don't let you into all the events. You might want to 


check what it does allow you into before deciding to go. 


Dennis Payne 

dulsi@identicalsoftware.com 

-—-MESSAGE FILE 4085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02797 


—-MESSAGE FILE 4086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002798 

Path: chuka.playstation.co.uk!scea!prol1-132.barrie.connex.net!user 
From: kennedy@woodentulip.com (Sean Kennedy) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The dreaded Linux query again.... 

Date: Thu, 15 Oct 1998 21:15:52 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 19 

Message-ID: <kennedy-1510982115520001@prol1-132.barrie.connex.net> 
References: <360C1E1A.F9030548@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: prol-132.barrie.connex.net 


I've just been setting things up to develop my Yaroze stuff under 

Linux and have had one or ten problems. There's a little thread on 
scee.yaroze.programming.gnu_compiler documenting things of anyone would 
care to help... I suppose I could cross-post it to here 

if people really do want me to, but I don't see much point at the 
moment. 


VVVVVV 


Hi James. 

I had to hang up my hat for a while with the Linux/MkLinux GNU 
programming for PSX_NY. I was able to do it by doing the GNU compile in 
Linux, and NFS saving the file to a DIR on my NFS mounted Netware server. 
Server died, Hard drive crashed. I lost hope and resorted to CodeWarrior. 


I might be able to remember what it was I did, or at least make some 
recommendations. 


Let me know. 
—-MESSAGE FILE 4086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02798 


—-MESSAGE FILE 4087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002799 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: It's oh so quiet....Shhh! Shhh!!.... 
Date: Fri, 16 Oct 1998 13:10:00 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <36273797.8F3667F3@ndirect.co.uk> 
References: <3625ECD9.D8E8EB10@mcmail.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr02-51.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Tones wrote: 


> Hello everyone....*echo* 

> 

> Is it just me, or is there an apparently distinct lack of activity going 
> on around the newsgroups, websites etc. ? The reason I ask is that I go 
> on the 'net pretty much everyday, and there doesn't seem to be as much 

> activity as there was when I joined in August. 

> 

> It's probably my paranoia, but everyone tell me they are alive, 

> per-leeze (Sob Sob!) 

> 

> Cheers!! 

> 

> Tones :) 

> 

> 


Ps. I suspect it is because everyone's pooped out after GDUK!!! 


I'm still here. Whether I'm still clinically alive is a different matter... 


Herbs 


—-MESSAGE FILE 4087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02799 


—-MESSAGE FILE 4088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002800 

Path: chuka.playstation.co.uk!news 

From: carlos marreiros <c.marreiros@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: serenity 

Date: Fri, 16 Oct 1998 19:29:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36279089.4F45@virgin.net> 

Reply-To: c.marreiros@virgin.net 

NNTP-Posting-Host: p58—-honeyeater-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN710-003 (Win95; I) 


Oh God! WHY ME? WHY ME? WHY? 


Out there, over those purple hills, there shines a light, a warm light, 
with loads of people drinking champagne, and eating smoked salmon, and 
having loads of sex, and taking drugs and ballroom dancing and acting, 
and watching acting, with lots more sex and drugs, and clubbing, and 
pubbing, and fighting and laughing, and tapas barring, and more sex. 


All Im interested in is if Ive registered my sprites with both of my 

ordering tables. Ah well. 

—-MESSAGE FILE 4088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02800 


—-MESSAGE FILE 4089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002801 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 16 Oct 1998 15:49:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <707mhkSnec18@chuka.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
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om> <6vsctj$m1t1l0@chuka.playstation.co.uk> <6vsfu0$mlt11l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Being students and all, I think they can't check the newsgroup as easily as 
us, I guess we should just pick a time/date and mail them, see what they 
say. 


Mike. 


—-MESSAGE FILE 4089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02801 


—-MESSAGE FILE 4090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002802 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: ? 

Date: Fri, 16 Oct 1998 18:56:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <362788C3.CC2FE509@ndirect.co.uk> 
References: <36279089.4F45@virgin.net> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr00-39.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


eh? 


—-MESSAGE FILE 4090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02802 


-—-MESSAGE FILE 4091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002803 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Jack) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hello! 

Date: Sat, 17 Oct 1998 16:48:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3628ca64.12091202@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-146.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 
Jack (aka Tanvir Khan) is back. 


Don't worry as I shall not come up with any funny, unusual or 
interesting posts anymore. I shall be boring and post only if needed. 


That way I may not get noticed! 


Safe!!! 


Tanvir Khan Emag Design 


2bad@lineone.net 

http://www.netyaroze-europe.com/~tanvirk 

—-MESSAGE FILE 4091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02803 
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—-MESSAGE FILE 4092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002804 

Path: chuka.playstation.co.uk!news 

From: "Brian" <Brian_E_ Baker@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: TV / Video Capture Cards 

Date: 17 Oct 1998 16:21:48 GMT 

Organization: Very Little 

Lines: 9 

Message-ID: <0Olbdf9e9$bb18cl1le0$0a6496c0@thumper> 
NNTP-Posting-Host: snuffle.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


As I haven't got a TV at the moment doing anything for the Yaroze is 
somewhat tricky. 

Can anyone recommend a good value video capture card for a PC that can cope 
with both PAL and NTSC, preferably with software able to display in full 
screen, overscanned (or whatever its called) mode. If the card is supported 
under Linux then all the better, but I'm not holding my breath. 


Brian 
-—-MESSAGE FILE 4092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02804 


—-MESSAGE FILE 4093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002805 

Path: chuka.playstation.co.uk!news 

From: "Del" <derrick.b@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Mac Keybaord & Mouse 

Date: Sat, 17 Oct 1998 21:22:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <70audr$s3k2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p23-hobby-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Has anyone got a spare Mac Keyboard & Mouse I can buy (or for free if you're 
really generous!) just bought a second-hand Quadra 800 system unit to go 
along side my PC for fun (may use it for yaroze). 


Any offers?. 


Del. 


—-MESSAGE FILE 4093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02805 


—-MESSAGE FILE 4094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002806 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: TV / Video Capture Cards 

Date: Sun, 18 Oct 1998 09:21:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <3629A508.6COD6C54@revolution.co.uk> 
References: <Olbdf9e9Sbb18c1e0$0a6496c0@thumper> 
NNTP-Posting-Host: 62.172.91.248 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Brian wrote: 


> As I haven't got a TV at the moment doing anything for the Yaroze is 

> somewhat tricky. 

> Can anyone recommend a good value video capture card for a PC that can cope 
> with both PAL and NTSC, preferably with software able to display in full 

> screen, overscanned (or whatever its called) mode. If the card is supported 
> under Linux then all the better, but I'm not holding my breath. 

> 

> Brian 


I had same problem but not didn't have a TV but more didn't have a TV free to 
use when I wanted to program (Ally McBeal was also more in favour than my 
Yaroze prog). 


Anyway, I just got a miroVIDEO PCI card from Simply Computers 


(www.simply.co.uk). It cost ~£50 and is working a treat. I haven't tried NTSC 
input yet but it says it can do it, so I should hope it will do so. I am 
impressed so far (running under Win 98). This card was recommended to me over 


the Hauppauge cards. 
Cheers and good luck 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 4094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02806 


—-MESSAGE FILE 4095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002807 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ? (re: Serentity now! Serenity now!) 

Date: Sun, 18 Oct 1998 12:51:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3629D647.61A3@manc.u-net.com> 

References: <36279089.4F45@virgin.net> <362788C3.CC2FE509@ndirect.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alex Herbert wrote: 
> eh? 


Please don't do posts like that Alex -- if you don't get the joke 
Carlos was making then just ignore it, or ask him to explain it for 
you in a more polite way than by renaming the thread to "?". 

Or try reading it again. 


Jim 
-—-MESSAGE FILE 4095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02807 


-—-MESSAGE FILE 4096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002808 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: It's oh so quiet....Shhh! Shhh!!.... 

Date: Sun, 18 Oct 1998 20:11:54 +0200 

Organization: Debri Productions 

Lines: 22 

Message-ID: <1dh0320.ifqé6t21n80a2wN@al-—88-102.a1.nl1> 
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References: <3625ECD9.D8E8EB10@mcmail.com> 
NNTP-Posting-Host: al-88-102.al.nl 
X-Newsreader: MacSOUP 2.3 


Tones <caz.tones@mcmail.com> wrote: 


Ps. I suspect it is because everyone's pooped out after GDUK!!! 


Hey, you noticed it... I've been sick.. չ-) 


DEnnis.. 


> Hello everyone....*echo* 

> 

> Is it just me, or is there an apparently distinct lack of activity going 
> on around the newsgroups, websites etc. ? The reason I ask is that I go 
> on the 'net pretty much everyday, and there doesn't seem to be as much 

> activity as there was when I joined in August. 

> 

> It's probably my paranoia, but everyone tell me they are alive, 

> per-leeze (Sob Sob!) 

> 

> Cheers!! 

> 

> Tones :) 

> 

> 
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—-MESSAGE FILE 4096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02808 


—-MESSAGE FILE 4097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002809 

Path: chuka.playstation.co.uk!news 

From: Karsten Wutzke <kwutzke@usa.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Primitive Naming Standard - Result? 
Date: Sun, 18 Oct 1998 20:10:01 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 

Message-ID: <362A2EF8.C6D48DAF@usa.net> 
References: <36228F2E.FF6F9041@datasys.net> 
NNTP-Posting-Host: dialup4-79.access.nacamar.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Darco wrote: 


It would seem that everyone is using different standards for naming TMD 
primitives - and it becomes hard to understand exactly which primitive 
someone is talking about. Is there a standard naming convention? If not, 
should we make one? 


For instance, here's the one I use in my own TMD generation functions. 
It is easy to read, logical, and coveres every primitive the net yaroze 
TMD format is capable of. 


F3 - Flat Shaded Tri w/ Flat Pigment 

F3G - Flat Shaded Tri w/ Gradient Pigment 
F3T - Flat Shaded Tri w/ Texture 

G3 - Gouraud Shaded Tri w/ Flat Pigment 
G3G - Gouraud Shaded Tri w/ Gradient Pigment 
G3T - Gouraud Shaded Tri w/ Texture 

N3 - Non-Shaded Tri w/ Flat Pigment 

N3G - Non-Shaded Tri w/ Gradient Pigment 
N3T - Non-Shaded Tri w/ Texture 

N3GT - Non-Shaded Tri w/ Gradient & Texture 
F4 — Flat Shaded Quad w/ Flat Pigment 


VVVVVVVVVVVVVV VV VV VV VV 


F4G - Flat Shaded Quad w/ Gouraud Shading 
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> FAT - Flat Shaded Quad w/ Texture 
> G4 - Gouraud Shaded Quad w/ Flat Pigment 
> G4G - Gouraud Shaded Quad w/ Gradient Pigment 
> GAT — Gouraud Shaded Quad w/ Texture 
> N4 - Non-Shaded Quad w/ Flat Pigment 
> N4G - Non-Shaded Quad w/ Gradient Pigment 
> NAT — Non-Shaded Quad w/ Texture 
> N4GT - Non-Shaded Quad w/ Gradient & Texture 
> 
> These prmitives aren't supported, but they might be eventually... 
> 
> N2 — Line w/ Flat Pigment 
> N2G - Line w/ Gradient Pigment 
> 
> Any input? 
> 
> 'Darco 
Hmmm... 


Didn't know. The naming convention I used was adopted from an SCEE code 
example. I thought these naming conventions were from SCEE itself. 


Hence I would agree upon a standard way of naming for easier and better 
communication and productivity and...and... 
But which one now? ALTOGETHER! ( or YA-RO-ZE! s=) ) 


I'd like to use it immediately if we had one... 


Karsten 


--MESSAGE FILE 4097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02809 


--MESSAGE FILE 4098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002810 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard - Result? 

Date: Sun, 18 Oct 1998 18:14:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <362a2f96.579681@www.netyaroze-europe.com> 

References: <36228F2E.FF6F9041@datasys.net> <362A2EF8.C6D48DAE@usa.net> 
NNTP-Posting-Host: 168-85-25.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 18 Oct 1998 20:10:01 +0200, Karsten Wutzke <kwutzke@usa.net> 
wrote: 


> Hmmm... 

>Didn't know. The naming convention I used was adopted from an SCEE code 
>example. I thought these naming conventions were from SCEE itself. 

> 

>Hence I would agree upon a standard way of naming for easier and better 
>communication and productivity and...and... 

>But which one now? ALTOGETHER! ( or YA-RO-ZE! z=) ) 

> 

>I'd like to use it immediately if we had one... 

> 

>Karsten 

> 


Um, to be honest I think it may a bit too little to worry about. I 
mean, I Im used to my way of doing things, so I'll stick with my 
names. However, if other people prefer the other style I'll just 
include a nice conversion chart from one to the other. Really, Im just 
too lazy to alter my tmd creation routines to the new names. 


:) 


Rob 
—-MESSAGE FILE 4098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 4099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002811 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mac Keybaord & Mouse 

Date: Sun, 18 Oct 1998 22:17:26 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <1dh44f0.laz6éo5gtluwaoN@al-88-103.al1.nl> 
References: <70audr$s3k2@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 


Del <derrick.b@virgin.net> wrote: 

Has anyone got a spare Mac Keyboard & Mouse I can buy (or for free if you're 
really generous!) just bought a second-hand Quadra 800 system unit to go 
along side my PC for fun (may use it for yaroze). 


Any offers?. 


VVVVVVV 


Del. 
I do, but getting it to the UK is more of a problem.. 


DEnnis.. 
—-MESSAGE FILE 4099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02811 


—-MESSAGE FILE 4100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002812 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 19 Oct 1998 11:04:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <70f2nq$s3k9@chuka.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3151.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yes we bloody can. The cheek of it. ( Only kidding) 


>Being students and all, I think they can't check the newsgroup as easily as 
>us, I guess we should just pick a time/date and mail them, see what they 
>say. 

> 


Being students we are up for a piss up at the shortest notice. 


Bob 


—-MESSAGE FILE 4100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02812 


Net Yaroze newsgroups message dump.txt 


Page 2611 


-—-MESSAGE FILE 4101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002813 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Combine v1.4 

Date: Mon, 19 Oct 1998 07:40:56 -0400 
Organization: SCEA News Server 

Lines: 13 

Message-ID: <362B2548.CFF984B2@datasys.net> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 83.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1028 scee.yaroze.freetalk.english 


22813 


Check out the new version of combine. This one supports wildcards, and 
all sorts of cool stuff. You can't make it any easier to add datafiles 


to your project! 


The next version should hopefully support BPE compression. 


Help me out and download this, I need some input. I also need to know if 


there are any bugs in the program... the source is included. 


It lives here: http://www.datasys.net/users/stu/rquat/CMBNV1_4.ZIP 


(Yes, caps matter) 


'Darco 


--MESSAGE FILE 4101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02813 


--MESSAGE FILE 4102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002814 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 
Date: Mon, 19 Oct 1998 13:52:55 +0100 
Organization: DMA Design Ltd 

Lines: 12 

Message-ID: <362B3627.78D0@dma-design.com> 


References: <6v29aa$5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 


49@dma-design.com> <6vl6ii$mlt4@chuka.playstation.co.uk> <361E2! 


B19.49A9@dma-design.c 


om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 


co.uk> 

Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ROBERT C SHAND wrote: 
> 
> Being students we are up for a piss up at the shortest notice 


And to think, our tax money pays for it too! 


How does sometime this week sound then for the Dundee Pissup? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
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-—-MESSAGE FILE 4102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02814 


—-MESSAGE FILE 4103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002815 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Mon, 19 Oct 1998 14:41:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <70ffev$s3k11@chuka.playstation.co.uk> 

References: <6v29aaS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-—design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnecl18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-—design. com> 

NNTP-Posting-Host: co3167.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 
>And to think, our tax money pays for it too! 


And mine, and our tutition fees, but enough about politics 
> 
>How does sometime this week sound then for the Dundee Pissup? 


I'm OK for that. Just money, but where there's a will there's a way. 
> 

>-- 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 4103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02815 


-—-MESSAGE FILE 4104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002816 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Mon, 19 Oct 1998 20:44:29 GMT 

Organization: SCEA News Server 

Lines: 4 
Message-ID: <362ba46f.129867535@news.scea.sony.com> 

References: <362B2548.CFF984B2@datasys.net> 

NNTP-Posting-Host: client—151-198-141-20.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1029 scee.yaroze.freetalk.english 
22816 


Just curious Darco, how goes the tutorials? 
-Matt 


--MESSAGE FILE 4104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02816 


--MESSAGE FILE 4105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002817 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: Combine v1.4 

Date: Tue, 20 Oct 1998 07:39:54 -0400 
Organization: SCEA News Server 

Lines: 19 
Message-ID: <362C768A.F36D69E2@datasys.net> 
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References: <362B2548.CFF984B2@datasys.net> <362ba46f.129867535@news.scea.sony.com> 


Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 296.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1030 scee.yaroze.freetalk.english 


22817 

Matthew Hulett wrote: 

> 

> Just curious Darco, how goes the tutorials? 
> 


Time is a MAJOR factor, and is unfortunately something that I don't have 
much of. 


Doing school, working on a big yaroze project (possibly 2 in the near 
future), working after school for TSA... The tutorials just have to find 
some nook in between. 

It's one of those things that you go "Ahh-hah! This is what I should do! 
This is a good idea" when you think about it, and "AhhHAGRHGRHAGH!!!" 
when you go to implement it. 

The progression has been godaweful slow, but I haven't given up... yet. 


'Darco 


—-MESSAGE FILE 4105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02817 


—-MESSAGE FILE 4106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002818 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 

Date: Tue, 20 Oct 1998 15:30:21 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <70i6sr$7il@chuka.playstation.co.uk> 


References: <6v29aaSS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> 


NNTP-Posting-Host: maggie.vissci.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Okay I'm up for that. 
So when and where? 


Mike. 


—-MESSAGE FILE 4106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02818 


—-MESSAGE FILE 4107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002819 
Path: chuka.playstation.co.uk!news 
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From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 
Date: Tue, 20 Oct 1998 16:37:39 +0100 
Organization: DMA Design Ltd 

Lines: 13 
Message-ID: <362CAE43.41FE@dma-—design.com> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6Sé6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltll@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Enoch wrote: 

> 

> Okay I'm up for that. 
> 

> So when and where? 


Thursday evening, say 6:30pm?? Hogshead?? Or anyone prefer somewhere 
else?? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02819 


—-MESSAGE FILE 4108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002820 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Wherefore art thou, GDUK results? 

Date: Tue, 20 Oct 1998 19:38:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <70ildd$7i3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-28.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Not that I have much of a chance, but I AM quite keen to see who *has* 
"dun good" (in the eyes of Britain's finest developers) in the GDUK 
compo. Winners and runners-up - post here as soon as you hear the good 
news! I mean, it's only a fortnight or so till this thing at Stirling 
Castle, right? 


Not that I'll be going. Obviously. 


Nick "checking the GDUK site daily" F 


PS Witness Mr Frosty's wrath now at ~mrfrosty. Go on then! If you 
dare... 

PPS There's a new demo on my Demos Hub in case you'd given up. 
PPPS And it Isn't Pete Dollochans (speaking of which...) 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

+++++++++++++++++++++++++++++++++++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 
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—-MESSAGE FILE 4108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02820 


—-MESSAGE FILE 4109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002821 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Wherefore art thou, GDUK results? 
Date: Tue, 20 Oct 1998 20:01:17 +0100 
Organization: DMA Design Ltd 

Lines: 22 

Message-ID: <362CDDFD.C63@dma-—design. com> 
References: <70ildd$7i3@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ick Ferguson wrote: 


Not that I have much of a chance, but I AM quite keen to see who *has* 
"dun good" (in the eyes of Britain's finest developers) in the GDUK 
compo. Winners and runners-up - post here as soon as you hear the good 
news! I mean, it's only a fortnight or so till this thing at Stirling 
Castle, right? 


VV V V Vv v Z 


There was a snippet about the compo in this week's CTW. Seems they had 
over 220 "completed applications" when they had been expecting "in the 
region of 25". 95% of applicants were male. 


It's being viewed as an overwhelming success, and plans are afoot to 
make it yearly. Next year, they aim attract more female talent (how 
dodgy does that sound?). 


Awards ceremony Nov 5th, blah, blah, £10,000 prize fund. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02821 


—-MESSAGE FILE 4110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002822 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 
Date: Tue, 20 Oct 1998 20:06:02 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <362CDF1A.6C5A4091@scee.sony.co.uk> 
References: <70ildd$7i3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 
X-Accept—-Language: en 


http://www.gduk.co.uk/html/first.html seems to have the finalists... Didn't notice a 
ny NY members in 
any categories other than best NY game though. :0( 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Optometrist caught in grinder, makes spectacle of himself 
—-MESSAGE FILE 4110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02822 


-—-MESSAGE FILE 4111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002823 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: Tue, 20 Oct 1998 20:19:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <70inov$7i4@chuka.playstation.co.uk> 
References: <70ildd$7i3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-28.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


(From the GDUK site news section which just appeared this evening) 


>Best Net Yaroze Game 

> 

>Chris Chadwick; Nick Slaven; Robert Swann 

Congrats boys! Let the rivalry in the run-up to the 5th commence!!! :-) 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

ՀՀԻՀԻԻՀԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻ-Ի-Ի 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02823 


--MESSAGE FILE 4112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002824 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Question for Ira Rainey 

Date: Wed, 21 Oct 1998 09:57:10 +0100 

Organization: EIMC 

Lines: 24 

Message-ID: <362DA1E6.8535FCC@Bradford.ac.uk> 

References: <36058aaf.253702999@news.scea.sony.com> <ldfpogqb.m5y08516s2dvmN@al1-88-10 
O.al.nl> <36069af2.50187371@news.scea.sony.com> 

NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi y'all, 


With Netscape, you should just be able to explicitly name the file 
as "whatever.hqx" when it prompts. It worked for me at least. 

Then go get Expander from 

http://www.aladdinsys.com/ 

which works a treat, fits on a floppy and is completely free! 
Alternatively, for anyone wanting .zip versions, I've put them 

in my ftp area (with Ira's permission of course!) for the moment. 


Sorry this resonse is late - I haven't been able to get to the newsgroups 
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recently. 
Matt - Hope you got the stuff I sent working ok. 


Steev 
[~arkitekt] 


Matthew Hulett wrote: 


Hmmm... well, he does recomend a utility for decoding the files. What 
threw me off was that when I downloaded the file, a .htm versus a .hqx 
file was created on my hard drive. Perhaps I can use the utility on 
the .htm file that is created. I will have to mess around a bit. 


VVV WV 


—-MESSAGE FILE 4112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02824 


—-MESSAGE FILE 4113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002825 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Ira Rainey lives! 

Date: Wed, 21 Oct 1998 10:04:50 +0100 
Organization: EIMC 

Lines: 17 

Message-ID: <362DA3B2.B58084C3@Bradford.ac.uk> 
NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


G'day, 


I've just had mail from Ira Rainey and he wants you all to know 

his new email address, as he can't/doesn't access the newsgroups any 
more. 

Anyway he's at: 


ira.rainey@indalex.co.uk 


for anyone who's interested, especially those feeding off/back to his 
tutorials. 
I got it from DEnnis's post earlier (thanx DEnnis) in order to get in 
touch, but 
he wanted me to post this, so there you go. Just a cog in the machine. 


Steev 


-—-MESSAGE FILE 4113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02825 


—-MESSAGE FILE 4114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002826 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Wed, 21 Oct 1998 10:15:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <70k8ps$7i5@chuka.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nqS$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-—design.com> 

NNTP-Posting-Host: maggie.vissci.com 


Net Yaroze newsgroups message dump.txt 


X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Page 2618 


Ok, fine by me, best tell the other two. Er, oh and you'll recognize me by 


my boyish good looks and.... :) Well, I'll be the guy with a ginger pony 
tail, and I'll probably be wearing a red shirt (More than likely 
un-ironed...). If all else fails, just yell Enoch at the top of your voice. 


That's the Enoch that rhymes with Ewok by the way. I'll have to check what 
I'm wearing tomorrow, I'll post again if I decide to wear something else. 


Mike. 


>Thursday evening, say 6:30pm?? Hogshead?? Or anyone prefer somewhere 


>else?? 


—-MESSAGE FILE 4114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02826 


—-MESSAGE FILE 4115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002827 
Path: chuka.playstation.co.uk!news 


From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: 21 Oct 1998 10:12:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <0lbdfcdaSSad0lba0S0O1é6f6f6fefffaaasssttt> 
References: <70ildd$7i3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-54-46.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


oops sorry Nick totally forgot. 


Pete. 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<70ildd$7i3@chuka.playstation.co.uk>... 


> PPPS And it Isn't Pete Dollochans (speaking of which... 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

+++++++++++++++++++++++++++++++i++++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


VVVVVVVVV 


—-MESSAGE FILE 4115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02827 


—-MESSAGE FILE 4116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002828 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 

Date: Wed, 21 Oct 1998 11:44:52 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <70kds7$7i6@chuka.playstation.co.uk> 


References: <6v29aaSSeg5@chuka.playstation.co.uk> <6vanp6Sé6p4@chuka.playstation.co.u 


k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mlt1l1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 


Net Yaroze newsgroups message dump.txt Page 2619 


co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-—design.com> 

NNTP-Posting-Host: co3149.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Thursday evening, say 6:30pm?? Hogshead?? Or anyone prefer somewhere 
>else?? 


Fine by me 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 4116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02828 


-—-MESSAGE FILE 4117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002829 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Wed, 21 Oct 1998 16:23:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <362DFC60.75BB@manc.u-net.com> 

References: <362B2548.CFF984B2@datasys.net> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1032 scee.yaroze.freetalk.english 
22829 


Darco wrote: 

> Check out the new version of combine. This one supports wildcards, and 
> all sorts of cool stuff. You can't make it any easier to add datafiles 
> to your project! 


Cool Darco, nice one! This is proving EXTREMELY useful to me, saving 
on all those really annoying problems caused by changing something 
even just slightly. My NineBall game may actually eventually get 
finished now :-) 

I tried recompiling it using Turbo C++ 3.0 for DOS (to lose the 

DATA_ part in the #defines - just a preferences thing), but it now 
won't work properly -- ie. the "data\*.*" wildcard arg in the batch 
file method now doesn't work, so I reverted back to the trusty default 
which works perfectly. What did you compile it with? 

It's okay though, I'll either get used to using DATA_ or manually 
delete them from the header.h 

The only thing I can suggest to improve it (apart from perhaps more 
flexibility with the #define naming) is to tabulate the addresses 

so they are all aligned, I think a "\t\t" in the fprintf should do it, 
but that's really trivial. 


I've been looking for this utility ever since I got the Yaroze, 

so thanks greatly for releasing it. (was just too damn lazy I guess 
to write my own) Be sure to tell James Russell about it so he can put 
it in the utils link section of his FAQ, if you haven't already done 
so. 


Cheers! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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-—-MESSAGE FILE 4117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02829 


—-MESSAGE FILE 4118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002830 

Path: chuka.playstation.co.uk!news 

From: Karsten Wutzke <kwutzke@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard - Result? 

Date: Thu, 22 Oct 1998 00:12:08 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <362E5C38.2FFBCA9AG@usa.net> 

References: <36228F2E.FF6F9041@datasys.net> <362A2EF8.C6D48DAF@usa.net> <362a2f96.57 
9681@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup4-13.access.nacamar.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Robert Swan wrote: 


On Sun, 18 Oct 1998 20:10:01 +0200, Karsten Wutzke <kwutzke@usa.net> 
wrote: 

> Hmmm... 

>Didn't know. The naming convention I used was adopted from an SCEE code 
>example. I thought these naming conventions were from SCEE itself. 

> 

>Hence I would agree upon a standard way of naming for easier and better 
>communication and productivity and...and... 

>But which one now? ALTOGETHER! ( or YA-RO-ZE! >) ) 

> 

>I'd like to use it immediately if we had one... 

> 

>Karsten 

> 


Um, to be honest I think it may a bit too little to worry about. I 
mean, I Im used to my way of doing things, so I'll stick with my 
names. However, if other people prefer the other style I'll just 
include a nice conversion chart from one to the other. Really, Im just 
too lazy to alter my tmd creation routines to the new names. 


:) 


ՄՃՊԿՊՊՊՊՊՊ,ՎՊՎՊՎՊՎՊՎՊՊՊՎՊՊՊՎՊՎՊՎՎՊՎՊՊՊՉՎՊՎՊ 


Rob 


Well, but it was a nice try, wasn't it? 


>) 


Karsten 


—-MESSAGE FILE 4118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02830 


—-MESSAGE FILE 4119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002831 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Thu, 22 Oct 1998 10:49:06 +0100 

Organization: DMA Design Ltd 

Lines: 17 

Message-ID: <362EFF92.569A@dma-—design.com> 
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References: <6v29aaS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 


k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDI 


B.67 


49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 


tation.co.uk> 

Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


ROBERT C SHAND wrote: 
> 


> 
> >else?? 
> 
> 


Fine by me 


Cool. See you there then. I'll be wearing a tan/light brown moleskin 
jacket, with probably a dark blue sweatshirt underneath. And jeans of 


course. 


Probably propping up the bar, or does that come later? 


Brian @ DMA 


[ All opinions & views are my own, 


>Thursday evening, say 6:30pm?? Hogshead?? Or anyone prefer somewhere 


not DMA's, 


—-MESSAGE FILE 4119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02831 


—-MESSAGE FILE 4120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002832 
Path: chuka.playstation.co.uk!news 


From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Wherefore art thou, GDUK results? 
Date: Thu, 22 Oct 1998 11:32:09 -0700 
Organization: PlayStation Net Yaroze 


Lines: 25 


Message-ID: <362F7A29.1535@dial.pipex.com> 


References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 


> 


NNTP-Posting-Host: usern886.uk.uudial.com 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I; 


Nick Ferguson wrote: 


>Best Net Yaroze Game 
> 


VVVVVVVV 


Congrats boys! 


Cheers! 


>Let the rivalry in the run-up to the 5th commence!!! 


Rivalry? Nah! I'm going just to see ??? 2222 collect the big cheque. 
(Hmmm. I wonder if I can get my name changed to Rob Swan by 


November the 5th????????) 


(From the GDUK site news section which just appeared this evening) 


>Chris Chadwick; Nick Slaven; Robert Swann 
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The GDUK awards ceremony info arrived this morning. Can't wait to 
see the evenings entertainment: 'Big Rory and the Tartan Amoebas' 
(I kid you not!) 


Cheers, 


-Chris 
--MESSAGE FILE 4120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02832 


--MESSAGE FILE 4121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002833 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard - Result? 

Date: Thu, 22 Oct 1998 14:43:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <362£4425.317032@www.netyaroze-europe. com> 

References: <36228F2E.FF6F9041@datasys.net> <362A2EF8.C6D48DAF@usa.net> <362a2f96.57 
9681@www.netyaroze-europe.com> <362E5C38.2FFBCA9A@usa.net> 

NNTP-Posting-Host: 167-85-42.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 22 Oct 1998 00:12:08 +0200, Karsten Wutzke <kwutzke@usa.net> 
wrote: 

>Well, but it was a nice try, wasn't it? 

Տ :) 

> 

>Karsten 


ok, I admit to being unconstructive. What I'll simply do in any of my 
programs is rewrite tmd routines to use the more popular shorter 
version of the names, as suggested by darco + craig graham (I mean, 
theres no point in using anything else if its in rsdanim, which I 
still havent looked at :() and then use macros so I can use my own 
names as well. 


Rob 
—-MESSAGE FILE 4121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02833 


-—-MESSAGE FILE 4122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002834 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: Thu, 22 Oct 1998 14:45:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <362f44b0.455964@www.netyaroze-europe. com> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> 

NNTP-Posting-Host: 167-85-42.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 22 Oct 1998 11:32:09 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Rivalry? Nah! I'm going just to see ??? 2222 collect the big cheque. 
>(Hmmm. I wonder if I can get my name changed to Rob Swan by 


> 
>-Chris 


hmm, not sure its worth changing your name to be honest :) Besides, I 
did change my name to Chris Chadwick, but unfortunately it only 
happened a week after the 1st anniversary compo, so I changed it 
straight back. btw, I havent heard sod all from gduk yet. have they 
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I want to take guests (if only because I fear what the other 
programmers are going to be like) 


Rob 
-—-MESSAGE FILE 4122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02834 


—-MESSAGE FILE 4123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002835 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Thu, 22 Oct 1998 18:01:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <70noaf$7i9@chuka.playstation.co.uk> 

References: <6v29aaS$5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Probably too late, 
Black trousers, brown leather jacket and a Soulfly t-shirt 
Bob 


>Cool. See you there then. I'll be wearing a tan/light brown moleskin 
>jacket, with probably a dark blue sweatshirt underneath. And jeans of 
>course. 
> 
>Probably propping up the bar, or does that come later? 

> 

>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


--MESSAGE FILE 4123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02835 


—-MESSAGE FILE 4124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002836 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Primitive Naming Standard - Result? 

Date: Thu, 22 Oct 1998 18:34:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 217 

Message-ID: <362F6C8F.7D2D42BC@hinge.mistral.co.uk> 

References: <36228F2E.FF6F9041@datasys.net> <362A2EF8.C6D48DAF@usa.net> <362a2f96.57 
9681@www.netyaroze-europe.com> <362E5C38.2FFBCA9A@usa.net> <362f4425.317032@www.nety 
aroze-europe. com> 

NNTP-Posting-Host: d2-s3-97-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 6E96C2C890F80078CAE61BD0" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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This is a multi-part message in MIME format. 
6E96C2C8 90F80078CAE61BD0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Robert Swan wrote: 


On Thu, 22 Oct 1998 00:12:08 +0200, Karsten Wutzke <kwutzke@usa.net> 
wrote: 

>Well, but it was a nice try, wasn't it? 

Տ :) 

> 

>Karsten 


ok, I admit to being unconstructive. What I'll simply do in any of my 
programs is rewrite tmd routines to use the more popular shorter 
version of the names, as suggested by darco + craig graham (I mean, 


VVVVVVVVVV 


Here's my view... 


Sony have a naming standard for TMD polygon's. They may have 
published this in the form of the header files in the demo that first 
showed how to do TMD creation on the fly. I don't know - never looked 
at it, got all my info from the TMD format docs and gave the polys 

my own names (which are NOT the same as Sony's ones from libgs). 


I've attatched the header I use in the RsdANIM source to generate the 
TMD structure. 

Make of it what you will..... 

(NOTE: you cann't use this file direct on the Playstation as it's setup 
to allow 
VC++ to generate PSX compatible TMD files on the PC). 


> theres no point in using anything else if its in rsdanim, which I 
> still havent looked at :() and then use macros so I can use my own 


Shame on you..... 
> names as well. 


As you'll see from the RSsdANIM header, you can define one structurewith 
several names: 


typedef struct { 
// some data here 
} TMD_FTP3, POLY_F4G; 
Gives the type two alternative names.... 


> Rob 


Craig. 


6E96C2C890F80078CAE61BD0 
Content-Type: application/x-—unknown-content-type-hFile; name="tmd.h" 
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-—-MESSAGE FILE 4124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02836 


—-MESSAGE FILE 4125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002837 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: TV / Video Capture Cards 

Date: Thu, 22 Oct 1998 19:48:53 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <362F7005.9856BB40@hv.se> 
References: <Olbdf9e9S$bb18cl1e0$0a6496c0@thumper> 
Reply-To: bweut98@hv.se 
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NNTP-Posting-Host: brage.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


Brian wrote: 


As I haven't got a TV at the moment doing anything for the Yaroze is 
somewhat tricky. 


with both PAL and NTSC, preferably with software able to display in full 


under Linux then all the better, but I'm not holding my breath. 


VVVVVVV ON 


Brian 


Can anyone recommend a good value video capture card for a PC that can cope 


screen, overscanned (or whatever its called) mode. If the card is supported 


I use the cheapest Hauppage card(ie no radio) which a year ago cost £60 and 


it works in PAL and NTSC fine and the picture quality is better than a cheap 
CME 


—-MESSAGE FILE 4125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02837 


—-MESSAGE FILE 4126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002838 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 
Date: Thu, 22 Oct 1998 19:51:07 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <362F708B.340621A8@hv.se> 


References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 


621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B 


-269C@dm 


a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 


co.uk> 

Reply-To: bweut98@hv.se 

NNTP-Posting-Host: brage.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


ROBERT C SHAND wrote: 


Yes we bloody can. The cheek of it. ( Only kidding) 


>us, I guess we should just pick a time/date and mail them, see what they 
>say. 
> 


VV NV V V V 


You obviously dont study at Uni of herts. :( 


>Being students and all, I think they can't check the newsgroup as easily as 


--MESSAGE FILE 4126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02838 


--MESSAGE FILE 4127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002839 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Wherefore art thou, GDUK results? 
Date: Thu, 22 Oct 1998 20:54:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
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Message-ID: <7003vn$7il0@chuka.playstation.co.uk> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> 

NNTP-Posting-Host: dialup137-24.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>The GDUK awards ceremony info arrived this morning. Can't wait to 
>see the evenings entertainment: 'Big Rory and the Tartan Amoebas' 
>(I kid you not!) 


Hehe - I was at a ball in Edinburgh a few years ago when the Tartan 
Amoebas were playing - you should be in for a *great* night :-) 


Nick "Wish I was going" F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
+++++++++++++++++++++++++++++++++++ 
Wy 


BIW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02839 


—-MESSAGE FILE 4128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002840 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Thu, 22 Oct 1998 19:14:37 -0400 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <362FBC5D.60B479BC@datasys.net> 

References: <362B2548.CFF984B2@datasys.net> <362DFC60.75BB@manc.u-net.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 281.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1033 scee.yaroze.freetalk.english 
:2840 


James Shaughnessy wrote: 


Cool Darco, nice one! This is proving EXTREMELY useful to me, saving 
on all those really annoying problems caused by changing something 
even just slightly. My NineBall game may actually eventually get 
finished now :-) 


cool! Someone has benefited from my work! ;) 


> I tried recompiling it using Turbo Ct+ 3.0 for DOS (to lose the 

> DATA_ part in the #defines - just a preferences thing), but it now 

> won't work properly -- ie. the "data\*.*" wildcard arg in the batch 

> file method now doesn't work, so I reverted back to the trusty default 
> which works perfectly. What did you compile it with? 


I wrote and compiled it with Djgpp. It should compile fine under 
everything...It's pure 100% ANSI C. BTW: If you want to get the 
arguments working, I think you have to link an object... Wildargs.obj I 
think. However, I think TC++ will choke on the position offset... I'll 
fix that in the next release. 


> It's okay though, I'll either get used to using DATA_ or manually 
> delete them from the header.h 
> The only thing I can suggest to improve it (apart from perhaps more 
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flexibility with the #define naming) is to tabulate the addresses 


V V V V 


Actually 
released 


so they are all aligned, I think a "\t\t" in the fprintf should do it, 
but that's really trivial. 


... I've already added the "\t\t"... ;) I added it a day after I 
v1.4. I'm working on v1.5 right now, and I'll upload it after I 


get finished adding a few more features. 


so. 


V V V V V V 


I'm glaq 


I've been looking for this utility ever since I got the Yaroze, 

so thanks greatly for releasing it. (was just too damn lazy I guess 
to write my own) Be sure to tell James Russell about it so he can put 
it in the utils link section of his FAQ, if you haven't already done 


you like it! Everyone who's tried it has loved it. I'm glad 


it's going over well with people. 


'Darco 


--MESSAGE FILE 4128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02840 


--MESSAGE FILE 4129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002841 


Path: chuka.playstation.co.uk!news 
From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 


Re: Wherefore art thou, GDUK results? 


Date: Fri, 23 Oct 1998 01:41:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <700jnu$7ill@chuka.playstation.co.uk> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> <362f44b0.455964@www.netyaroze-europe. com> 
NNTP-Posting-Host: mfs2-dnbqy-074.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Chris Chadwick wrote in message 
<362f44b0.455964@www.netyaroze-europe.com>... 

>btw, I havent heard sod all from gduk yet. have they 
>contacted you? 

Got my info this morning - sounds great 


>I want to take guests 


ditto 


>(if only because I fear what the other 

>programmers are going to be like) 

Well having just crumpled up my scruffiest Red Dwarf T shirt, 
& putting a new elastoplast on my NHS glasses, 

I now find that we are all to wear Highland dress, 

still that won't stop us talking about the best way to code a 
binary space partition tree, will it? ;) 


Should be a reet laff!! (as we say in Yorkshire) 

cheers 

Nick S 

ps 

Rivalry, what rivalry, we're all Yarozers together, right? 


Now, where did I put that acceptance speech... 


—-MESSAGE FILE 4129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02841 


Net Yaroze newsgroups message dump.txt Page 2628 


T 


--MESSAGE FILE 4130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002842 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Combine v1.5 - A worthy update 

Date: Thu, 22 Oct 1998 21:26:21 -0400 

Organization: SCEA News Server 

Lines: 36 
Message-ID: <362FDB3D.7717A2B9@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 281.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1034 scee.yaroze.freetalk.english 
22842 


Ok, there's alot of new stuff in this version so pay attention. 


James - I've implemented all of your sudjestions into this version, so 
you are set and ready to go. 


Here's a complete list of changes: 
**w* Version 1.5.0 


Added formatting to the C header file. (Kinda works, kinda doesn't...) 
Removed the '-a' argument, use '@' instead. 

Added error detection to make sure you don't add too many files. 
Added the '-s' argument for compression, but it isn't supported. 

Just letting you know what to expect in the future... 

o Increased the maximum number of files. 96 is your limit now. 

o The pointer offsets should now be correct for TC++ 3.0 (should be...) 
o Added the 'DATA_START_POS' macro to the C header file. 

o Renamed the 'DATA_END' macro to 'DATA_END_POS' 
° 
° 
° 


Added more tests to the 'strip_ext' subroutine. This is trivial. 
File size of combine.exe has been cut in half. 
Added the ability to change the macro prefix. 
('-p' ե '-P';See COMBINE.TXT) 

o Added the ability to change the position offset value from the 
command line. ('-f' argument; see COMBINE.TXT for details) 

o Various other minor cosmetic adjustments. 


Common now, download it and give me your input. Everyone who's tried it 
has liked it. Tell me what you think! 


http://www.datasys.net/users/stu/rquat/CMBNV1_5.ZIP 
"Darco 


(Sorry about posting in this newsgroup -- future messages օք this nature 

will be posted in the announcements newsgroup. Just trying to get some 

attention) 

—-MESSAGE FILE 4130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02842 


—-MESSAGE FILE 4131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002843 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.4 

Date: Thu, 22 Oct 1998 22:09:52 -0400 

Organization: SCEA News Server 

Lines: 59 

Message-ID: <7000cm$cv310@scea> 

References: <362B2548.CFF984B2@datasys.net> <362DFC60.75BB@manc.u-net.com> <362FBC5D 
.60B479BC@datasys.net> 

NNTP-Posting-Host: sud-tcsl-port64.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1035 scee.yaroze.freetalk.english 
22843 


Hey man.... 
I've been using it since the start.. Hehehhe 
It's a great program... glad I could be the one to be testing it.. 


Steve Tolin 
titan@vianet.on.ca 


Darco wrote in message <362FBC5D.60B479BC@datasys.net>... 

>James Shaughnessy wrote: 

>> 

>> Cool Darco, nice one! This is proving EXTREMELY useful to me, saving 
>> on all those really annoying problems caused by changing something 

>> even just slightly. My NineBall game may actually eventually get 

>> finished now :-) 


>> 

> 

>cool! Someone has benefited from my work! ;) 

> 

>> I tried recompiling it using Turbo C++ 3.0 for DOS (to lose the 

>> DATA_ part in the #defines - just a preferences thing), but it now 
>> won't work properly -- ie. the "data\*.*" wildcard arg in the batch 


>> file method now doesn't work, so I reverted back to the trusty default 
>> which works perfectly. What did you compile it with? 

> 

>I wrote and compiled it with Djgpp. It should compile fine under 


>everything...It's pure 100% ANSI C. BIW: If you want to get the 
>arguments working, I think you have to link an object... Wildargs.obj I 
>think. However, I think TCt++ will choke on the position offset... 1:11 
>fix that in the next release. 

> 

>> It's okay though, I'll either get used to using DATA_ or manually 


>> delete them from the header.h 

>> The only thing I can suggest to improve it (apart from perhaps more 

>> flexibility with the #define naming) is to tabulate the addresses 

>> so they are all aligned, I think a "\t\t" in the fprintf should do it, 
>> but that's really trivial. 

>> 

> 

>Actually... I've already added the "\t\t"... ;) I added it a day after I 
>released v1.4. I'm working on v1.5 right now, and I'll upload it after I 
>get finished adding a few more features. 


> 
>> I've been looking for this utility ever since I got the Yaroze, 
>> so thanks greatly for releasing it. (was just too damn lazy I guess 


>> to write my own) Be sure to tell James Russell about it so he can put 
>> it in the utils link section of his FAQ, if you haven't already done 
>> SO. 

>> 

> 

>I'm glad you like it! Everyone who's tried it has loved it. I'm glad 
>it's going over well with people. 

> 

>'Darco 


—-MESSAGE FILE 4131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02843 


-—-MESSAGE FILE 4132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002844 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 
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Date: Fri, 23 Oct 1998 09:00:48 +0100 

Organization: DMA Design Ltd 

Lines: 17 

Message-ID: <363037B0.50B9@dma-—design.com> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ROBERT C SHAND wrote: 
> 
> Probably too late, 
> 
> 


Black trousers, brown leather jacket and a Soulfly t-shirt 


Damn, if I'd seen this last night, I might have managed to avoid all you 
drunken bums :) F'ing Twats indeed :) 


I at least made it into work on time today... Anyone else got a 
hangover? :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02844 


—-MESSAGE FILE 4133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002845 
Path: chuka.playstation.co.uk!news 

From: “ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 
Date: Fri, 23 Oct 1998 10:10:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 
Message-ID: <70ph21$7i12@chuka.playstation.co.uk> 

References: <6v29aaS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltll1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> ՀՅ 
63037B0.50B9@dma-—design.com> 

NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Damn, if I'd seen this last night, I might have managed to avoid all you 
>drunken bums :) F'ing Twats indeed :) 


Hey, don't blame me. That was all Mike's work. 


> 
>I at least made it into work on time today... Anyone else got a 
>hangover? :) 
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Made it on time aswell. Luckily no hangover just bloody knackered. 
> 
> 


Bob 


>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


--MESSAGE FILE 4133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02845 


—-MESSAGE FILE 4134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002846 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: Fri, 23 Oct 1998 09:07:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3630468c.3685708@www.netyaroze-europe. com> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> 

NNTP-Posting-Host: 170-58-218.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 22 Oct 1998 11:32:09 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


I got my sytuff this morning. Will be getting the kilt + stuff seeing 
as its free, and probably 100 times smarter than anything I own. 


Dominic daimond is the host. Oh dear, didnt I rubbish him in previous 
posts? hope he doesnt read these newsgroups :) 


I phoned up and they said I can't take guests. Hmm, theres 170 people 
going, of which 17 are nominees. I wonder if any of the bloody press 
are taking guests. 111 hassle them on this one, even if it means my 
guest has to pay for their own travel up there. Seeing as this 'could' 
be one of the more interesting things to happen in my life it would be 
nice if I had some people I knew to see me crash and burn. 


Look forward to seeing you two, 
Rob 


PS, who is going from Sony? 
—-MESSAGE FILE 4134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02846 


—-MESSAGE FILE 4135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002847 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 10:08:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3630558f.177392937@news.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$m1t1l0@chuka.playstation.co.uk> <6vsfu0$mlt11l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362F708B.340621A8@hv.se> 

NNTP-Posting-Host: in2495.tay.ac.uk 
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I feel ill after that. 
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On Thu, 22 Oct 1998 19:51:07 +0200, Brian West <bweut98@hv.se> wrote: 


>ROBERT C SHAND wrote: 
> 


>> Yes we bloody can. The cheek of it. ( Only kidding) 


>> 


>> >Being students and all, I think they can't check the newsgroup as easily as 
>> >us, I guess we should just pick a time/date and mail them, see what they 


>> >say. 

>> > 

> 

> You obviously dont study at Սու of herts. : ( 
> 


(Alan) Yep Luen Yuen 
~alanyuen 
email: 298yly@tay.ac.uk 


—-MESSAGE FILE 4135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02847 


—-MESSAGE FILE 4136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002848 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 11:26:40 +0100 
Organization: DMA Design Ltd 

Lines: 12 

Message-ID: <363059E0.61C0@dma-design. com> 
References: <6v29aa$Seg5@chuka.playstation.co.uk> 


<6évanp6S$6p4@chuka.playstation.co.u 


k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 


621CD02.38CA@dma-design.com> <6vtbb6$necl@chuka.p] 


laystation.co.uk> <36223E4B.269C@dm 


a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> ՀՅ 


63037B0.50B9@dma-design.com> <70ph21$7i12@chuka.p] 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


ROBERT C SHAND wrote: 
> 
> 


Laystation.co.uk> 


> Made it on time aswell. Luckily no hangover just bloody knackered. 


Pretty much how I feel. Who's bright idea was the 


Brian @ DMA 


Aftershock? :) 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 4136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02848 


—-MESSAGE FILE 4137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002849 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 11:42:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <70pmmd$7il3@chuka.playstation.co.uk> 

References: <6v29aaSS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbb6Snecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> ՀՅ 
63037B0.50B9@dma-design.com> <70ph21$7i12@chuka.playstation.co.uk> <363059E0.61C0@dm 
a-design.com> 

NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh, yeah, I made it on time, didn't feel like getting up though, ina 
drunken stupor I decided to have a deathmatch against Homer Simpson (Hehehe 
:) ) when I got home, til about 3am... 


I think I saw Brian bike past this morning when I was headed up my road to 
the bus. Do you use a bike to get to work? Maybe it was just your clone... 


Well, feeling fine, youth has it's advantages, no hangover :) 


Oh, and there was nothing wrong with our team name, the real injustice was 


that we didn't hand the sheet in :( Hehehe 

Mike. 

>> Made it on time aswell. Luckily no hangover just bloody knackered. 
> 


>Pretty much how I feel. Who's bright idea was the Aftershock? :) 


—-MESSAGE FILE 4137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02849 


-—-MESSAGE FILE 4138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002850 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 11:47:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <70pmvj$7i1l4@chuka.playstation.co.uk> 

References: <6v29aa$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltll@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362F708B.340621A8@hv.se> <3630558f.177392937@news.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hehehe, that'll be the Aftershocks "Ah, something that doesn't make me feel 
sick." were your words I believe. I think the idea is you pay for it the 
next day. 


HO) 


Mike. 
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(Alan) Yep Luen Yuen <298yly@tay.ac.uk> wrote in message 
<3630558f.177392937@news.playstation.co.uk>... 

>I feel ill after that. 

> 


—-MESSAGE FILE 4138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02850 


—-MESSAGE FILE 4139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002851 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 11:57:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <70pnal$7il5@chuka.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltll@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nqS$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> ՀՅ 
63037B0.50B9@dma-design.com> <70ph21$7i12@chuka.playstation.co.uk> <363059E0.61C0@dm 
a-design.com> <70pmmd$7il3@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Oh, and there was nothing wrong with our team name, the real injustice was 
>that we didn't hand the sheet in :( Hehehe 
> 


I wonder why? 


Bob 


—-MESSAGE FILE 4139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02851 


-—-MESSAGE FILE 4140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002852 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 11:51:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <36306d9e.183551973@news.playstation.co.uk> 

References: <6v29aaS$S5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltll@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362F708B.340621A8@hv.se> <3630558f.177392937@news.playstation.co.uk> <70pmvj 
$7i14@chuka.playstation.co.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 
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I can still tatse the stuff when i woke up. 
Thing is that I normally feel ill when i get up in the morning too 
eairly. 


On Fri, 23 Oct 1998 11:47:44 +0100, "Michael Enoch" 
<Michael.Enoch@vissci.com> wrote: 


>Hehehe, that'll be the Aftershocks "Ah, something that doesn't make me feel 
>sick." were your words I believe. I think the idea is you pay for it the 
>next day. 

> 

>:) 

> 

>Mike. 

> 

>(Alan) Yep Luen Yuen <298yly@tay.ac.uk> wrote in message 
><3630558f.177392937@news.playstation.co.uk>... 

>>I feel ill after that. 

>> 

> 

> 

> 


(Alan) Yep Luen Yuen 
~alanyuen 
email: 298yly@tay.ac.uk 


2635 


—-MESSAGE FILE 4140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02852 


—-MESSAGE FILE 4141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002853 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dundee/Nearby Yaroze members 
Date: Fri, 23 Oct 1998 13:09:15 +0100 
Organization: DMA Design Ltd 

Lines: 28 

Message-ID: <363071EB.F56@dma-—design.com> 


T 


References: <6v29aa$5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation. 


co.u 


k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB. 67 
49@dma-design.com> <6vl6ii$mlt4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mlt10@chuka.playstation.co.uk> <6vsfu0$mlt11@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbb6Snecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhk$nec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> <3 
63037B0.50B9@dma-design.com> <70ph21$7i12@chuka.playstation.co.uk> <363059E0.61C0@dm 


a-design.com> <70pmmd$7il3@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Michael Enoch wrote: 

> 

> Oh, yeah, I made it on time, didn't feel like getting up though, ina 

> drunken stupor I decided to have a deathmatch against Homer Simpson (Hehehe 
> :) ) when I got home, til about 3am... 


One tracked mind, mate, I'd see a doctor about your obsession with Homer 
& Quake... 


> I think I saw Brian bike past this morning when I was headed up my road to 
> the bus. Do you use a bike to get to work? Maybe it was just your clone... 


Clone. I get the bus each morning. 
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> Oh, and there was nothing wrong with our team name, the real injustice was 
> that we didn't hand the sheet in :( Hehehe 


I notice you didn't hand it in.... I was sure the Liverpool sponser was 
Alcohol Ltd too... 


Ohhhhh the webpage I mentioned: 


http://www.cat-scan.com/ 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02853 


--MESSAGE FILE 4142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002854 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: Fri, 23 Oct 1998 13:44:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <70pu3n$7il6@chuka.playstation.co.uk> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> <3630468c.3685708@www.netyaroze-europe. com> 
NNTP-Posting-Host: mfs2-dnbqw-156.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message <3630468c.3685708@www.netyaroze-europe.com>... 
>I phoned up and they said I can't take guests. Hmm, theres 170 people 
>going, of which 17 are nominees. I wonder if any of the bloody press 
>are taking guests. 111 hassle them on this one, even if it means my 
>guest has to pay for their own travel up there. Seeing as this 'could' 
>be one of the more interesting things to happen in my life it would be 
>nice if I had some people I knew to see me crash and burn. 


I couldn't agree more! 


>Look forward to seeing you two, 


And the same to you two 


Cheers 


Nick S 


—-MESSAGE FILE 4142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02854 


-—-MESSAGE FILE 4143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002855 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee/Nearby Yaroze members 

Date: Fri, 23 Oct 1998 14:09:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <70pv9i$7il7@chuka.playstation.co.uk> 
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References: <6v29aaS5eg5@chuka.playstation.co.uk> <6vanp6S6p4@chuka.playstation.co.u 
k> <3618EBDF.19A6@dma-design.com> <6vd76rSrda4@chuka.playstation.co.uk> <361E0BDB.67 
49@dma-design.com> <6vl6iiSm1t4@chuka.playstation.co.uk> <361E2B19.49A9@dma-design.c 
om> <6vsctj$mltl0@chuka.playstation.co.uk> <6vsfu0$mltl1l@chuka.playstation.co.uk> ՀՅ 
621CD02.38CA@dma-design.com> <6vtbbé6éSnecl@chuka.playstation.co.uk> <36223E4B.269C@dm 
a-design.com> <707mhkSnec18@chuka.playstation.co.uk> <70f2nq$s3k9@chuka.playstation. 
co.uk> <362B3627.78D0@dma-design.com> <70ffev$s3k11@chuka.playstation.co.uk> <70i6sr 
$7il@chuka.playstation.co.uk> <362CAE43.41FE@dma-design.com> <70kds7$7i6@chuka.plays 
tation.co.uk> <362EFF92.569A@dma-design.com> <70noaf$7i9@chuka.playstation.co.uk> ՀՅ 
63037B0.50B9@dma-design.com> <70ph21$7i12@chuka.playstation.co.uk> <363059E0.61C0@dm 
a-design.com> <70pmmd$7il3@chuka.playstation.co.uk> <363071EB.F56@dma—design.com> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 
>One tracked mind, mate, I'd see a doctor about your obsession with Homer 


>& Quake... 
> 


Hey, don't knock it till you've heard him screaming for his life. Besides, 
it's not one tracked, it's got girls in track 2, and money in track 3 :) 


Mike. 
"AARG!! AAAAAA!! Somehow they're defending themselves!" 
"I'm INVINCIBLE! | INVINCIBLE! !!! *WHACK* argh!" 


-—-MESSAGE FILE 4143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02855 


—-MESSAGE FILE 4144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002856 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Fri, 23 Oct 1998 14:32:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36308564.302F@manc.u-net.com> 

References: <362FDB3D.7717A2B9@datasys.net> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1037 scee.yaroze.freetalk.english 
22856 


Darco wrote: 
> Common now, download it and give me your input. Everyone who's tried 
> it has liked it. Tell me what you think! 


Hey, good call on the speedy update Darco! 
You're really going to groan at me for this, but: 


1: The extra control is excellent for the prefix "DATA_", but (and 
this is what will make you groan) I have always used a postfix. 
Sorry..! ie. for "title.tim" I would use TITLE_TIM_ADDR. It's 
asking a bit much to get you to implement that just for me so I 
can add that myself if you don't think it's worth it ;-) 

2: The "\t\t" hasn't seemed to work in aligning everything properly, 
it's just pushed everything way over to the right. 

3: There's a typo in the -? help list, ie. "previx" 


Jim, who probably just likes to be difficult չ-) 


James Shaughnessy james@manc.u-net.com 
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http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02856 


—-MESSAGE FILE 4145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002857 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Fri, 23 Oct 1998 16:23:13 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <3630E5B1.47812965@datasys.net> 

References: <362FDB3D.7717A2B9@datasys.net> <36308564.302F@manc.u-net.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1038 scee.yaroze.freetalk.english 
22857 


James Shaughnessy wrote: 
Darco wrote: 


> Common now, download it and give me your input. Everyone who's tried 
> it has liked it. Tell me what you think! 


Hey, good call on the speedy update Darco! 
You're really going to groan at me for this, but: 


1: The extra control is excellent for the prefix "DATA_", but (and 
this is what will make you groan) I have always used a postfix. 
Sorry..! ie. for "title.tim" I would use TITLE_TIM_ADDR. It's 
asking a bit much to get you to implement that just for me so I 
can add that myself if you don't think it's worth it չ-) 


VVVVVVVVVVV VV 


First off, it's called a suffix, not a postfix. ;) 
I'll add this feature in the next release probably... It shouldn't be 
that hard to implement... 


> 2: The "\t\t" hasn't seemed to work in aligning everything properly, 


> it's just pushed everything way over to the right. 
It's more so aligned than it was without the three tabs. (I have 3 tabs 
instead of 2) I could have the program automatically check the length of 


the macro token, and make it so that it only adds enough tabs to make it 
align correctly, but that's too much effort for such a trivial feature 
—— Plus it will make the code harder to understand. I'm trying to make 
it as simple as possible. 


> 3: There's a typo in the -? help list, ie. "previx" 
Got it. Thanks. 
"Darco 


—-MESSAGE FILE 4145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02857 


—-MESSAGE FILE 4146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002858 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Fri, 23 Oct 1998 17:38:38 -0400 

Organization: SCEA News Server 

Lines: 8 
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Message-ID: <3630F75E.ED1C13E2@datasys.net> 

References: <362FDB3D.7717A2B9@datasys.net> <36308564.302F@manc.u-net.com> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 250.dialup.datasys.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1039 scee.yaroze.freetalk.english 
22858 


Ok, I did it. You now have suffixes. Same file name... Same location, 
but this one supports suffixes. 


http://www.datasys.net/users/stu/rquat/CMBNV1_5.ZIP 
Be happy. ;) 


"Darco 
—-MESSAGE FILE 4146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02858 


—-MESSAGE FILE 4147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002859 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: Fri, 23 Oct 1998 23:42:53 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <363176ED.77D5@dial.pipex.com> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> <3630468c.3685708@www.netyaroze-europe. com> 
NNTP-Posting-Host: usero326.uk.uudial.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Robert Swan wrote: 


On Thu, 22 Oct 1998 11:32:09 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


> 
> 
> 
> 
> I got my sytuff this morning. Will be getting the kilt + stuff seeing 
> as its free, and probably 100 times smarter than anything I own. 

Wow! You're a braver man than me. I going to bottle-out and hire the 
standard dinner suit stuff. What are you gonna wear under the kilt? 


> Dominic daimond is the host. Oh dear, didnt I rubbish him in previous 
> posts? hope he doesnt read these newsgroups :) 


Don't worry. If he mentions it, just ask him how Dave Perry is these days :) 
I phoned up and they said I can't take guests. Hmm, theres 170 people 


> 

> going, of which 17 are nominees. I wonder if any of the bloody press 
> are taking guests. Ill hassle them on this one, even if it means my 
> 
> 
> 


guest has to pay for their own travel up there. Seeing as this 'could' 
be one of the more interesting things to happen in my life it would be 
nice if I had some people I knew to see me crash and burn. 


Hmmm. Makes me wonder who would have got invited if our entries were 
team efforts. As it is, I'm gonna be on my tod, also. 
(Help, mum. I'm scared!) 


Look forward to seeing you two, 


> 
> Rob 
> 
> 


PS, who is going from Sony? 
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Got an e-mail today. Sarah's going, aswell as some other Sony Bods 
I'm not familiar with. See ya soon, the noo (etc.) 


-Chris 
—-MESSAGE FILE 4147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02859 


-—-MESSAGE FILE 4148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002860 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Combine v1.5 - A worthy update 

Date: Sat, 24 Oct 1998 02:44:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36313112.7509@manc.u-net.com> 

References: <362FDB3D.7717A2B9@datasys.net> <36308564.302F@manc.u-net.com> <3630E5B1 
-47812965@datasys.net> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1040 scee.yaroze.freetalk.english 
:2860 


Darco wrote: 
> First off, it's called a suffix, not a postfix. ;) 


Haha I knew that didn't sound right. ;-) My Dbrain is currently 

at the shop for a full 24,000 mile service, and has been since last 
Monday. I would have got it back yesterday but apparently they 
couldn't get some parts. Cheers for adding the "postfix" 
option by the way, just for little old me. Makes me feel kind of 
special. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


<AOL mode ON> 

HEY EVERYONE ENTER THE GRAVITATION CHAMPIONSHIP!!! !! This includes 

all the world so all you people across the pond in USA can play too. 

(Grav v1.3 is PAL/NTSC switchable) You should be able to get my 

page using a SCEA mirror if you can't get it directly. Only six days 

left, unless you want more time? Does anyone care about this compo...? 

-—-MESSAGE FILE 4148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02860 


—-MESSAGE FILE 4149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002861 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Wherefore art thou, GDUK results? 

Date: 24 Oct 1998 09:32:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <Olbdff30$3c0f7140S016f6f6f@fffaaasssttt> 

References: <70ildd$7i3@chuka.playstation.co.uk> <70inov$7i4@chuka.playstation.co.uk 
> <362F7A29.1535@dial.pipex.com> <3630468c.3685708@www.netyaroze-europe.com> <363176 
ED.77D5@dial.pipex.com> 

NNTP-Posting-Host: host5-171-233-102.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Oh dear does this mean we are going to be slapped with 
Scottish phrases for the next few months ;-) 
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And if Rob wears anything more than his socks and shoes 
under his kilt he's a chicken.... 


Congrat's to all 


Pete. 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<363176ED.77D5@dial.pipex.com>... 


> 


-“VVVVVVVV VV VV VV 


-- 


ՄՃՊԿԿՊՊՊՊՊՊՊՎՊՎՊՊՎՊՊՎՊՎՊՊՎՊՎՊԿՊԿՊԿՊԿ 


Robert Swan wrote: 


> 

> On Thu, 22 Oct 1998 11:32:09 -0700, Chris Chadwick 

> <xjk18@dial.pipex.com> wrote: 

> 

> I got my sytuff this morning. Will be getting the kilt + stuff seeing 
> as its free, and probably 100 times smarter than anything I own. 


Wow! You're a braver man than me. I going to bottle-out and hire the 
standard dinner suit stuff. What are you gonna wear under the kilt? 


> Dominic daimond is the host. Oh dear, didnt I rubbish him in previous 
> posts? hope he doesnt read these newsgroups :) 


Don't worry. If he mentions it, just ask him how Dave Perry is these days 


I phoned up and they said I can't take guests. Hmm, theres 170 people 
going, of which 17 are nominees. I wonder if any of the bloody press 
are taking guests. 111 hassle them on this one, even if it means my 
guest has to pay for their own travel up there. Seeing as this 'could' 
be one of the more interesting things to happen in my life it would be 
nice if I had some people I knew to see me crash and burn. 


V V V V V V 


Hmmm. Makes me wonder who would have got invited if our entries were 
team efforts. As it is, I'm gonna be on my tod, also. 
(Help, mum. I'm scared!) 


> Look forward to seeing you two, 
> Rob 
> 
> 


PS, who is going from Sony? 


Got an e-mail today. Sarah's going, aswell as some other Sony Bods 
I'm not familiar with. See ya soon, the noo (etc.) 


-Chris 
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--MESSAGE FILE 4149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02861 


--MESSAGE FILE 4150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002862 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Sega Saturn "NY effort" info... 

Date: Sat, 24 Oct 1998 15:11:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <70sn9d$5iq1@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-237.saqnet.co.uk 


x- 
X- 


Newsreader: Microsoft Outlook Express 4.72.3115.0 
MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If you're like me, you'll have a natural curiosity about the Sega Saturn 
"Game Basic" system which will seem amazingly shite to us NY members, 
but then it is a helluva lot cheaper than the NY kit... 


Check out this site (part of the awesome SegaNet) for some pics, movies, 
FAQs and even source code. Interesting (IMHO).... 
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http://www.seganet.com/basic.html 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

+++++++++++++++++++++++++++++++++++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02862 


--MESSAGE FILE 4151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002863 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: How much? 

Date: Sat, 24 Oct 1998 19:09:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <363209D9.3AF45588@hv.se> 

Reply-To: bweut98@hv.se 

NNTP-Posting-Host: ymer.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


For sell one genuine sony RGB cable 497 kronor!!!. To take up this 
genuine offer goto on-off, Vaxj6.,Sweden. 


—-MESSAGE FILE 4151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02863 


—-MESSAGE FILE 4152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002864 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: test 

Date: Mon, 26 Oct 1998 11:37:03 -0000 

Organization: SCEE 

Lines: 1 

Message-ID: <MPG.109e6f3c664233ce98 9680@www.netyaroze-—europe. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


test 
—-MESSAGE FILE 4152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02864 


—-MESSAGE FILE 4153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002865 

Path: chuka.playstation.co.uk!news 

From: Steve <stever@tw2.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: test 

Date: Mon, 26 Oct 1998 12:44:06 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <36346E96.9D72A65Betw2.com> 
NNTP-Posting-Host: gate-isdn.tw2.com 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=big5 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5b2 [en] (Win98; I) 
X-Accept—-Language: en 


test 


steve behind a firewall 
—-MESSAGE FILE 4153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02865 


—-MESSAGE FILE 4154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002866 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: krrrr doo doo krrrr BAM (Grav) 

Date: Mon, 26 Oct 1998 14:21:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <7120i8$5iq9@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Shaughnessy wrote: 


> 

> <AOL mode ON> 

> HEY EVERYONE ENTER THE GRAVITATION CHAMPIONSHIP! !!!! This includes 

> all the world so all you people across the pond in USA can play too. 

> (Grav v1.3 is PAL/NTSC switchable) You should be able to get my 

> page using a SCEA mirror if you can't get it directly. Only six days 

> left, unless you want more time? Does anyone care about this > compo...? 
hELLO, 

wHOOPS 


<AOL mode OFF> 
ahem.. 


Here's an added incentive to anyone looking to take a bash at it: the 
first person (not including James S. , or myself) to submit a recording 
of themselves beating my Map 6 course time (0:43.72) will receive last 
months Essential Playstation cover disk (called 'best of playstation' 
which includes a dozen top demos). It's an easy course, and I was always 
shaving a couple of fractions of a second off each time I tried it, so 
even the least talented among you can have a try and expect to be in 
with a chance. I'm throwing in a few more times for the remaining 
courses this week, unless someone wants to try and beat me to it. 


details at: 
http://www.netyaroze-europe.com/~shaughnj/gravcomp.htm 


It might be better to extend the deadline to the end of the year just to 
give everyone a chance to send their stuff in. It seems that everyone's 
holding their breaths for GDUK at the moment, or they're working on 
their final year at uni. 


Rob Ryan. 


I will not bring sheep to class 
—-MESSAGE FILE 4154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02866 


—-MESSAGE FILE 4155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002867 
Path: chuka.playstation.co.uk!news 
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From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Dundee pub craw? 

Date: Mon, 26 Oct 1998 16:25:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <3634a242.21621840@news.playstation.co.uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Dundee pub craw again? Or should I say After Shock again? 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

-—-MESSAGE FILE 4155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02867 


-—-MESSAGE FILE 4156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002868 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ridge Racer? 

Date: Mon, 26 Oct 1998 18:10:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3634baff.4599072@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-46-34.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


As there are very talented programmers on the NY, why not make a game 
like Ridge Racer or for a challenge make a clone of it? Like Fatal 
Fantasy from Fatal Soft which I have on the NY CD. I know I would 
definatley like that and am sure everyone would. It is possible as the 
whole of Ridge Racer fits into the PlayStaion's memory after it has 
been loaded. 


If I wasn't a CRAP programmer I would have loved to do this 
(Os puis LE Only iee) 


I know you guys can do it, you have what it takes, if the games like: 

Adventure game, Total Soccer, House of Hair Out, Race 2, Gravitation, 

Hover Racing, blah blah blah blah, etc, etc can be done than this can 

be. Unless you guys dislike the game (which I doubt........ S E E աՆ» I 
think....). 


How about it? 


Safe! 


Tanvir Khan 
Emag Design 


2bad@lineone.net 
—-MESSAGE FILE 4156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02868 


-—-MESSAGE FILE 4157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002869 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TOCA prize for one lucky Grav Compo entrant! 

Date: Mon, 26 Oct 1998 20:05:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
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Message-ID: <3634D600.43AD@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Greetings, 

Seeing as the deadline (Midnight Oct 31st) is drawing nearer and 
nearer, I just KNOW you will all be honing your Grav skills to send 
me your own best records -- neglecting both your dietry and sleep 
requirements, to the kind of level only university students are 
familiar with. Well, I hope so anyhoo! 


Everyone who enters times for all nine maps (no matter how crap they 
are) will have their name put into a hat and the first name pulled 
out will recieve <B>TOCA Touring Car Championship</B>! Oh yes! 

So now eveyone who enters has a chance of winning something. 

Check the new (ish) prize-structure at: 


http://www.netyaroze-europe.com/~shaughnj/gravcomp.htm 


I (or Rob Ryan, my sponsor and chief promoter) will soon announce 
exactly what games are up for grabs for coming first and second. 

In addition to PSX games, winners will have a choice of Saturn 

games and peripherals of the kind only offspring of senior executives 
of the likes of Sony and Sega get. Օհ yes. 


Newbies to Grav can now get an explanation of how to record and 
submit times here: 


http://www.netyaroze-europe.com/~shaughnj/comphelp.htm 
I look forward to receiving your times! 
Jim 


But remember, you can't live on butterless Monster Munch sandwiches. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 4157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02869 


—-MESSAGE FILE 4158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002870 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee pub craw? 

Date: Tue, 27 Oct 1998 09:53:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7145b2S5ig11@chuka.playstation.co.uk> 
References: <3634a242.21621840@news.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I'm up for that again. 


You aren't planning on drinking only After Shocks all night are you? 
be funny, but I think we'd have to carry you home... Hehe 
Mike. 


Michael.Enoch@VisSci.com 


(Alan) Yep Luen Yuen <298yly@tay.ac.uk> wrote in message 
<3634a242.21621840@news.playstation.co.uk>... 


That'd 
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>Dundee pub craw again? Or should I say After Shock again? 
> 

> 

>(Alan) Yep Luen Yuen 

>~alanyuen 

>email: 298yly@tay.ac.uk 


—-MESSAGE FILE 4158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02870 


-—-MESSAGE FILE 4159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002871 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee pub craw? 

Date: Tue, 27 Oct 1998 11:09:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <71493j1S5igqg1l2@chuka.playstation.co.uk> 
References: <3634a242.21621840@news.playstation.co.uk> 
NNTP-Posting-Host: co3151.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Dundee pub craw again? Or should I say After Shock again? 
> 


If my loan is through count me in. 


Bob 

> 

>(Alan) Yep Luen Yuen 
>~alanyuen 

>email: 298yly@tay.ac.uk 


—-MESSAGE FILE 4159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02871 


—-MESSAGE FILE 4160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002872 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee pub craw? 

Date: Tue, 27 Oct 1998 12:36:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3635bdfd.2507735@news.playstation.co.uk> 

References: <3634a242.21621840@news.playstation.co.uk> <7145b2S$5iql1@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


After Shock's not too bad. I could drink all that all night for sure. 
I hear people getting really f*cked up from drinking, but we where 
fine. Strange. 


On Tue, 27 Oct 1998 09:53:19 -0000, "Michael Enoch" 
<Michael.Enoch@vissci.com> wrote: 


>Yeah, I'm up for that again. 


> 

>You aren't planning on drinking only After Shocks all night are you? That'd 
>be funny, but I think we'd have to carry you home... Hehe 

> 

>Mike. 


>Michael.Enoch@VisSci.com 
> 
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>(Alan) Yep Luen Yuen <298yly@tay.ac.uk> wrote in message 
><3634a242.21621840@news.playstation.co.uk>... 

>>Dundee pub craw again? Or should I say After Shock again? 
>> 

>> 

>>(Alan) Yep Luen Yuen 

>>~alanyuen 

>>email: 298yly@tay.ac.uk 

> 

> 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02872 


—-MESSAGE FILE 4161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002873 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dundee pub craw? 

Date: Tue, 27 Oct 1998 12:36:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3635be60.2606668@news.playstation.co.uk> 

References: <3634a242.21621840@news.playstation.co.uk> <71494j1$5iq1l2@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Well hurry up then. 


On Tue, 27 Oct 1998 11:09:50 -0000, “ROBERT C SHAND" 
<298rcs@tay.ac.uk> wrote: 


>>Dundee pub craw again? Or should I say After Shock again? 
>> 

> 

>If my loan is through count me in. 
> 

>Bob 

>> 

>>(Alan) Yep Luen Yuen 

>>~alanyuen 

>>email: 298yly@tay.ac.uk 

> 

> 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

-—-MESSAGE FILE 4161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02873 


—-MESSAGE FILE 4162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002874 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? 

Date: Tue, 27 Oct 1998 12:57:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <3635beb8.2694544@news.playstation.co.uk> 
References: <3634baff.4599072@news.playstation.co.uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 26 Oct 1998 18:10:11 GMT, 2bad@lineone.net (Tanvir Khan) 


Net Yaroze newsgroups message dump.txt 
wrote: 


>As there are very talented programmers on the NY, why not make a game 
>like Ridge Racer or for a challenge make a clone of it? Like Fatal 


People have done this before, Rob. Swan has done something like it, 
where have you been? Just that he has got a dodgy looking boating 
thing. 


>Fantasy from Fatal Soft which I have on the NY CD. I know I would 
>definatley like that and am sure everyone would. It is possible as the 
>whole of Ridge Racer fits into the PlayStaion's memory after it has 
>been loaded. 


Ridge Racer has been discussed on the n.g. before. But Namco would no 
way put out R.R. source code on the Yaroze. 


> 
>If I wasn't a CRAP programmer I would have loved to do this 
(OD աան 52 TP ONLY.) i 


You would be better if you didnt just cut and paste other people's 
work into you editor and called it you own. 


> 

>I know you guys can do it, you have what it takes, if the games like: 
>Adventure game, Total Soccer, House of Hair Out, Race 2, Gravitation, 
>Hover Racing, blah blah blah blah, etc, etc can be done than this can 


>be. Unless you guys dislike the game (which Լ doubt........ CLE q sq dike I 
>think....). 
> 


>How about it? 


How about we got job in a games company and got paid to do it? Yaroze 
stuff is done in spare time, which most of us have not much of. Hmm.. 
Oh I get it, you had the idea, that you wanted to do this game 
thinking you could copy the source code from someone and change the 
graphics and call it "your game". And then probally post to the news 
group say why doesnt this work. 


Well if youre not going to do that, I can give you a clue, it 
was mentioned before. Think of track as a tunnel made of blocks with 
your objects, then only draw the blocks of tracks that you need to do 
so and then when you pass out of it you dont draw it any more. 

So to start with try modeling a block on the Yaroze, using a 
3d package of some sort. Dont forget to paint on some surface maps 
like the road and bricks on the walls. Then get a car/model to move 
about in the 3d space, and have some sort of method where you can 
switch on or off the block in realation to where you in the 3d space. 

The dynamics of the car/models etc, can be found a physics and 
maths books. What it basically means is putting some effort and work 
into it. 


Sorry about any spelling/grammer mistakes its late in the afternoon. 


> 

> 

>Safe! 

> 

>Tanvir Khan 
>Emag Design 

> 
>2bad@lineone.net 


(Alan) Yep Luen Yuen 
~alanyuen 
email: 298yly@tay.ac.uk 
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—-MESSAGE FILE 4162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02874 


—-MESSAGE FILE 4163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002875 
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Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Ooooooo! 

Date: Tue, 27 Oct 1998 17:18:24 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <3636005F.100A911@ndirect.co.uk> 
References: <36279089.4F45@virgin.net> <362788C3.CC2FE509@ndirect.co.uk> <3629D647.6 
1A3@manc.u-net.com> 

Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr01-35.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


Please don't do posts like that Alex -- if you don't get the joke 
Carlos was making then just ignore it, or ask him to explain it for 
you in a more polite way than by renaming the thread to "?". 

Or try reading it again. 


VVVVVYV 


Jim 


So, it's handbags at dawn then is it? 
Herbs 


-—-MESSAGE FILE 4163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02875 


-—-MESSAGE FILE 4164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002876 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? 

Date: Tue, 27 Oct 1998 20:57:10 +0200 

Organization: Debri Productions 

Lines: 58 

Message-ID: <1dhj92g.751ltqclfrjugwN@al—88-136.al.nl1> 
References: <3634baff.4599072@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-136.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 32 days) 


Tanvir Khan <2bad@lineone.net> wrote: 
Hi, 


As there are very talented programmers on the NY, why not make a game 
like Ridge Racer or for a challenge make a clone of it? Like Fatal 
Fantasy from Fatal Soft which I have on the NY CD. I know I would 
definatley like that and am sure everyone would. It is possible as the 
whole of Ridge Racer fits into the PlayStaion's memory after it has 
been loaded. 


VV V NV VV VV V 


I think you miss 2 points here. 

First, you make a game becourse you like it, not becourse you think 
others will like it IMHO.. 

Second, you compare a prof game with the games we make. Yes, in theory 
RR could have been made on a NY. But (the big bad BUT..) 

It would have taken much more time to develop, since the PSY-Q makes 
development much more easy by using 8meg of Ram. The grey PSX has 3,5 
meg of Ram. So the development is done on a more powerfull system than 
the norml grey PSX. This way you need less time for development. So If 
they did it with the NY system with even less memory, it would even take 
more time to develop. Personally I think that they spend at least a year 
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with a team of 4 persons on the game fulltime, and they had the sony 
support and the propper tools. 


> If I wasn't a CRAP programmer I would have loved to do this 
> COL. Sete «ա if only....). 


Believe me, a bit of a nice game will take you ages to develop, even if 
you are a great coder. 


> I know you guys can do it, you have what it takes, if the games like: 
> Adventure game, Total Soccer, House of Hair Out, Race 2, Gravitation, 
> Hover Racing, blah blah blah blah, etc, etc can be done than this can 
> 
> 


be. Unless you guys dislike the game (which I doubt........ ey a iaa I 
think....). 


don't think we have what it takes: 
Time! !!! 

- Pro support 

- Pro Tools (software) 

- Pro development kit 


| oH 


> 

> How about it? 

> 

Good luck mate, I'll be happy to test your clone. But personally I 
prefer to spend my time on new original games instead of games that have 
been cloned over and over. 


> Safe! 
> 


Out! ;-) 


DEnnis... 
—-MESSAGE FILE 4164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02876 


—-MESSAGE FILE 4165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002877 

Path: chuka.playstation.co.uk!news 

From: “Robert Swan" <yod1l0@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? 

Date: 27 Oct 1998 19:14:49 GMT 

Organization: UUNET 

Lines: 50 

Message-ID: <0Olbe01ldd$ccf28a80$1b5795cl1l@default> 

References: <3634baff.4599072@news.playstation.co.uk> <1dhj92g.75ltqclfrjugwN@al-88- 
136.al.nl> 
NNTP-Posting-Host: usero011.uk.uudial.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<1ldhj92g.751tqcelfrjugwN@al-88-136.al.nl>... 

> Second, you compare a prof game with the games we make. Yes, in 
theory 

> RR could have been made on a NY. But (the big bad BUT..) 

> It would have taken much more time to develop, since the PSY-Q 
makes 

> development much more easy by using 8meg of Ram. The grey PSX has 
355: 

> meg of Ram. So the development is done on a more powerfull system 
than 
> the norml grey PSX. This way you need less time for development. So 
T£ 

> they did it with the NY system with even less memory, it would even 
take 
> more time to develop. Personally I think that they spend at least a 
year 

> with a team of 4 persons on the game fulltime, and they had the 
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sony 
> support and the propper tools. 


the amount of memory is always a moot point, even though it isnt 
really an issue. 

3.5 megs of memory? only if you add main memory + video memory, but 
then we 

have almost the same. As far as I can make out, there can only be 
around 0.3 megs 

difference in total. True we cant load things into vram then reuse 
main memory without 

being clever :) but then again, what sort of program code takes up 2 
megs anyway 

for a racing game? anyone want 1.5 meg lookup tables? (grin) The 
development tools 

the pros have dont make sod all difference really (methinks) although 
it would be nice to 

have instant downloads. 


I don't think we have what it takes: 
— Time!!!! 

Pro support 

- Pro Tools (software) 

- Pro development kit 


W A SONU N. 
| 


The only thing Ill agree with you there is time. oh, and maybe the 
full dev libs, but like 

ive said before, until someone does something that pushes the yaroze 
to the limit we 

shouldn't put down what we've got. :) 


Rob 
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—-MESSAGE FILE 4165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02877 


—-MESSAGE FILE 4166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002878 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Ooooooo! 

Date: Tue, 27 Oct 1998 19:22:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <36361D89.1C07@manc.u-net.com> 


References: <36279089.4F45@virgin.net> <362788C3.CC2FE509@ndirect.co.uk> <3629D647.6 


1A3@manc.u-net.com> <3636005F.100A911@ndirect.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Alex Herbert wrote: 
> So, it's handbags at dawn then is it? 


My mighty bag has powers not even Mark Lamarr can envisage! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02878 


—-MESSAGE FILE 4167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002879 
Path: chuka.playstation.co.uk!news 
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From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Ridge Racer? 

Date: Wed, 28 Oct 1998 17:36:01 +0000 
Organization: University of Brighton 
Lines: 14 

Message-ID: <36375601.60B3@bton.ac.uk> 
References: <3634baff.4599072@news.playstation.co.uk> 
NNTP-Posting-Host: 194.81.200.30 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


> As there are very talented programmers on the NY, why not make a game 
> like Ridge Racer or for a challenge make a clone of it? Like Fatal 
> Fantasy from Fatal Soft which I have on the NY CD. I know I would 


Where did you get the Fatal Fantasy game? I want to try it, but I don't 
where to get hold of it. Let me know... (It's not on the NY CD is it?) 


Ben :-| 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 4167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02879 


-—-MESSAGE FILE 4168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002880 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? Why? 

Date: Wed, 28 Oct 1998 17:37:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <36375655.E219B5AR@ndirect.co.uk> 

References: <3634baff.4599072@news.playstation.co.uk> <1dhj92g.75ltqclfrjugwN@al-88- 
136.al.nl> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-30.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


Tanvir Khan <2bad@lineone.net> wrote: 
Hi, 


As there are very talented programmers on the NY, why not make a game 
like Ridge Racer or for a challenge make a clone of it? Like Fatal 
Fantasy from Fatal Soft which I have on the NY CD. I know I would 
definatley like that and am sure everyone would. It is possible as the 
whole of Ridge Racer fits into the PlayStaion's memory after it has 
been loaded. 


VVVVVVV VY 


I think you miss 2 points here. 
First, you make a game becourse you like it, not becourse you think 
others will like it IMHO.. 


VVVVVVVVVVVV VV 


I have to agree with you there. It's not like being in the commercial world 
where we'd have to come up with games which other people would like and 
buy. It's up to us to write whatever the hell we like, regardless of 
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whether other people like it or not. Of course, if other people do like or 
stuff, then that's cool. 


Second, you compare a prof game with the games we make. Yes, in theory 
RR could have been made on a NY. But (the big bad BUT..) 

It would have taken much more time to develop, since the PSY-Q makes 
development much more easy by using 8meg of Ram. The grey PSX has 3,5 
meg of Ram. So the development is done on a more powerfull system than 
the norml grey PSX. This way you need less time for development. So If 
they did it with the NY system with even less memory, it would even take 
more time to develop. Personally I think that they spend at least a year 
with a team of 4 persons on the game fulltime, and they had the sony 
support and the propper tools. 


VVVVVVVV VV 


I'm not sure I agree. RR is very doable on the Yaroze. I don't think the 
memory is that much of an issue. And from what I understand, the Yaroze 
libs are superior to the ones used for RR. I believe RR development started 
before the design of the PSX hardware was complete, and they had to wait for 
Sony to provide libraries to meet their requirements. What a nightmare! 


> If I wasn't a CRAP programmer I would have loved to do this 
> CONS աաա if only....). 


Believe me, a bit of a nice game will take you ages to develop, even if 
you are a great coder. 


VVVVVVV 


Yeah, tell me about it. But RR is not that big. If Tanvir was suggesting 
we write FF7 or Tomb Raider, then that would be a little different. 


I know you guys can do it, you have what it takes, if the games like: 

Adventure game, Total Soccer, House of Hair Out, Race 2, Gravitation, 

Hover Racing, blah blah blah blah, etc, etc can be done than this can 

be. Unless you guys dislike the game (which Լ doubt........ a ae Հաաա» I 
think....). 


V V V V V 


I don't think we have what it takes: 
— Time!!!! 

- Pro support 

- Pro Tools (software) 

- Pro development kit 


VVVVVVVVVVVV VV 


No, I think there are a good few people here who DO have what it takes. 
Yeah, time is a problem, but the real question is: Why would anyone want to 
write a RR clone anyway? Let's face it, RR is pants!Anyway, you must have 


seen Lars's Rollercoaster? Half way there already! (Sorry Lars, no insult 
intended.) 

>> 

> > How about it? 

>> 

> Good luck mate, I'll be happy to test your clone. But personally I 

> prefer to spend my time on new original games instead of games that have 
> been cloned over and over. 

> 


Yep, good luck Tanvir, although you don't have what it takes YET. Start off 
smaller and stop cutting and pasting. By all means look at other peoples 
code, but study it hard and make sure you understand it. Then write your 
own code from what you understand. It's time consuming, but it's the only 
way. Then, maybe, in 6 months time or so you'll look at RR and think "I 
could do BETTER than that". 


> Safe! 
> 


> 
> 
> 
> Out! ;-) 
> 
> 


DEnnis... 
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Herbs 


—-MESSAGE FILE 4168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02880 


-—-MESSAGE FILE 4169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002881 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? Why? 

Date: Thu, 29 Oct 1998 01:18:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <3637bf6e.514862@news.playstation.co.uk> 

References: <3634baff.4599072@news.playstation.co.uk> <1ldhj92g.75ltqclfrjugwN@al-88- 
136.al.nl> <36375655.E219BS5AE@ndirect.co.uk> 

NNTP-Posting-Host: p45-osterich-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 28 Oct 1998 17:37:25 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


> 

> 

>DEnnis Brinkhuis wrote: 

> 

>> Tanvir Khan <2bad@lineone.net> wrote: 

>> 

>> > Hi, 

>> > 

>> > As there are very talented programmers on the NY, why not make a game 
>> > like Ridge Racer or for a challenge make a clone of it? Like Fatal 

>> > Fantasy from Fatal Soft which I have on the NY CD. I know I would 

>> > definatley like that and am sure everyone would. It is possible as the 
>> > whole of Ridge Racer fits into the PlayStaion's memory after it has 
>> > been loaded. 

>> 


>> I think you miss 2 points here. 
>> First, you make a game becourse you like it, not becourse you think 
>> others will like it IMHO.. 


> 

>I have to agree with you there. It's not like being in the commercial world 
>where we'd have to come up with games which other people would like and 
>buy. It's up to us to write whatever the hell we like, regardless of 
>whether other people like it or not. Of course, if other people do like or 
>stuff, then that's cool. 

> 


The main consideration is time. A normal commercial PSX ( or any other 
platform game ) will probably take at least 3 - 4 man years 
development ( i.e a team of 3 - 4 working full time for a year ). How 
many people with a Yaroze can give anything like that sort of 
committment ? Tanvir, when you start really programming games you 
will find that it is an extremely time consuming process. Even though 
I have developed my own libraries to handle things like graphics, 


animation, sprites etc... I still find that the bulk of my time is 
spent writing 'grunt' code, i.e. that stuff that moves things, does AI 
for things, creates things .... etc..etc...etc...It aint clever, it 


aint difficult, it's just typing ! 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


--MESSAGE FILE 4169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02881 


—-MESSAGE FILE 4170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002882 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english 
Subject: Re: What's the point of CodeWarrior ?? 

Date: Thu, 29 Oct 1998 10:33:29 +0000 

Organization: University of Brighton 

Lines: 19 

Message-ID: <36384479.2F4D@bton.ac.uk> 

References: <35AFC525.5495@virgin.net> 

NNTP-Posting-Host: itsuite62.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:608 scee.yaroze.freetalk.english 
22882 


> If any of you know of anything decent that CodeWarrior CAN do, then 
> please let me know, cos I just don't get it! 


Well I've got a Mac, the system for which CodeWarrior was designed, and 
to be honest I'm not surprised so many PC users hate it. It looks like a 
Mac program, and it has many Mac-like quirks (like not being able to 
max/minimize text windows etc.). That said, it is very stable on a Mac, 
and makes the entire dev. process integrated. Also, once I get CW Prof. 
for my Mac, I'll be able to develop for the NY, Mac and PC all from one 
application. I don't know about the PC version, but the debugger in the 
Mac vers. is pretty damned lush. 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 4170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02882 


—-MESSAGE FILE 4171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002883 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? 

Date: Thu, 29 Oct 1998 17:50:22 +0000 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <3638AADE.7169771@writeme.com> 

References: <3634baff.4599072@news.playstation.co.uk> <36375601.60B3@bton.ac.uk> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


BJ wrote: 

> Where did you get the Fatal Fantasy game? I want to try it, but I don't 
> where to get hold of it. Let me know... (It's not on the NY CD is it?) 
> 

> Ben :-| 


Very good point. 


I can't check at the moment, because I nuked my page and its SCEI links, 
but for some reason none of the links from: 


http://www.netyaroze-europe.com/yaroze_scei/forum/program/ 


work when I'm sure they really ought to... 
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Dear Sony, can you help? 
Cheers, 


James (~mrfrosty). 
[It is on the NY CD, BTW] 


—-MESSAGE FILE 4171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02883 


-—-MESSAGE FILE 4172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002884 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? 

Date: Thu, 29 Oct 1998 18:18:39 +0000 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <3638B17F.58E7D4C2@writeme.com> 

References: <3634baff.4599072@news.playstation.co.uk> <36375601.60B3@bton.ac.uk> <36 
38AADE.7169771@writeme.com> 

NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


James Rutherford wrote: 


I can't check at the moment, because I nuked my page and its SCEI links, 
but for some reason none of the links from: 


http://www.netyaroze-europe.com/yaroze_scei/forum/program/ 


VVVVVV 


work when I'm sure they really ought to... 


Sorry, I meant any of the [Download] links stemming a couple of branches 
after this homedir... 


James. 


-—-MESSAGE FILE 4172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02884 


-—-MESSAGE FILE 4173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002885 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: jap namco gun on european tv 

Date: Thu, 29 Oct 1998 20:37:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <3638C3E3.48A9F42E@hv.se> 

Reply-To: bweut98@hv.se 

NNTP-Posting-Host: atle.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


Does anyone know if the Jap Namco gun will work on normal european tvs 
or will they only work on NTSC compatible ones? 


-—-MESSAGE FILE 4173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02885 
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—-MESSAGE FILE 4174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002886 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: krrrr doo doo krrrr BAM (Grav) 

Date: Fri, 30 Oct 1998 01:07:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <3639115A.282C@manc.u-net.com> 
References: <7120i8$5iq9@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Ryan wrote: 

> Here's an added incentive to anyone looking to take a bash at it: 
> the first person (not including James S. , or myself) to submit a 

> recording of themselves beating my Map 6 course time (0:43.72) will 

> receive last months Essential Playstation cover disk (called 'best of 
> playstation' which includes a dozen top demos). 

We have a winner! Pat Dane Andreas Weissl on the back for being 

the first to do this. Rob Swan gave me a time beating Andreas', 

but about two hours later! 

"Every Second Counts", as a balding magician once said. 


See the latest Championship Standings at: 
http://www.netyaroze-europe.com/~shaughnj/gravcomp.htm 


See the all new Grav Flying Guide here: 
http://www.netyaroze-europe.com/~shaughnj/flying.htm 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 4174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02886 


—-MESSAGE FILE 4175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002887 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <jun@formula.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: jap namco gun on european tv 

Date: Fri, 30 Oct 1998 10:28:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <71lc0OopSfj68@chuka.playstation.co.uk> 
References: <3638C3E3.48A9F42E@hv.se> 
NNTP-Posting-Host: 194.109.93.22 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Works on European tvs as well, tis a much cooler gun too... 
nice black look and all. 


cheers, JUN. 


Brian West wrote in message <3638C3E3.48A9F42E@hv.se>... 

> Does anyone know if the Jap Namco gun will work on normal european tvs 
>or will they only work on NTSC compatible ones? 

> 
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—-MESSAGE FILE 4175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02887 


—-MESSAGE FILE 4176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002888 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze stolen! 

Date: Fri, 30 Oct 1998 22:58:56 +1300 

Organization: Sidhe Interactive 

Lines: 25 

Message-ID: <71lc2cs$fj69@chuka.playstation.co.uk> 
NNTP-Posting-Host: p28-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


What a way to return from an overseas holiday! 


Our premises were robbed earlier this week. Among the items stolen was our 
Yaroze with an attached Action Replay (other items included a large 
Panasonic TV, an AIWA stereo system, a Sony video, and a bunch of 
Playstation controllers). Luckily, our development machines, pro debug 
unit, and software packages (apart from some Playstation games) were not 
taken. 


While not a crucial part of our development enviornment, the Yaroze did 
allow us to play the occasional Member demo and was a nice thing to muck 
around on every now and then. So I want it back. 


For any Yarozers in New Zealand, if you happen to come into contact with 
someone who has a Yaroze you may suspect is stolen could you please contact 
me on mario@sidhe.co.nz or phone 04 5696622. Thanks. 


Mario Wynands 
Director/Project Manager, Sidhe Interactive 


Email mario@sidhe.co.nz 
Website www.sidhe.co.nz 


-—-MESSAGE FILE 4176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02888 


—-MESSAGE FILE 4177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002889 

Path: chuka.playstation.co.uk!news 

From: Christian Cartus <chc@idgruppe.de> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: serial connection 

Date: Fri, 30 Oct 1998 17:59:42 +0100 
Organization: I-D Gruppe, TAL Development 
Lines: 19 

Message-ID: <3639F07E. 3AE5B518@idgruppe.de> 
NNTP-Posting-Host: 193.155.242.122 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


hello, 
do have anyone detailed information about programming the serial 


connector. i need technical/hardware information and how to access to 
the serial connector. are there any information? 


thx in advance, 
chris 
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Christian Cartus I-D Gruppe 


Tel. +49-7365/960543 Dewanger Str. 22 

+49-177/7644933 73457 Essingen-Forst 
Fax: +49-7365/5060 Voice-Mail: +49-2561/91316-96595 
E-Mail: chc@idgruppe.de christian@cartus.com 
ICQ-Mail: 964898@pager.mirabilis.com ICQ-UIN: 964898 


—-MESSAGE FILE 4177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02889 


—-MESSAGE FILE 4178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002890 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: My F homepage is F updated..! 
Date: Fri, 30 Oct 1998 18:06:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <363A003F.E2ACABDF@mcmail.com> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 
NNTP-Posting-Host: 193.82.133.203 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello once more, fellow Yarozer's.... 


Now, a silly question, but has anyone else noticed that when you log 
your homepage, you get a load of F's in the descriptive text ? 


The reason I bring this up is 'cos I had a funny thought....What if I 
was trying to say ' ..and here's a page for luck', and the F decided to 
replace a critical character in the text ? 


Just a thought 8) 


Tones 
Still at work, still in bed.... 


—-MESSAGE FILE 4178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02890 


—-MESSAGE FILE 4179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002891 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: On a roll now!!! 

Date: Fri, 30 Oct 1998 18:16:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <363A0291.DD042C62@mcmail.com> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 
NNTP-Posting-Host: 193.82.133.203 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello, and welcome... 


Just a quickie. Could any of the Sony team have a word with the 
Webmasters of the official PS site for me pleeeze ? Reason being is I 
confessed (Yes, I'm afraid it is true....Cough! Cough!) to having PSS 
(Playstation Syndrome Sufferer). 


In order to stop spreading the disease, the kind people at Sony selected 
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little old me for treatment, and I got myself a lovely, silver, LIMITED 


EDITION memory card. But, I am in the later stages of the disease, and 
am rapidly losing my health (Cough...*splutter*), and my treatment has 


yet to turn up....Help me, your my only hope...... 

Tones 

In the mood for posting very silly newsgroup postings...Hey, you only 
live *Uhhh!* ...<thud> 

RIP 


Page 2660 


—-MESSAGE FILE 4179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02891 


—-MESSAGE FILE 4180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002892 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: waffle 

Date: Fri, 30 Oct 1998 19:44:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <363al161c.785766@www.netyaroze-europe.com> 
NNTP-Posting-Host: userm490.uk.uudial.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


ok, so Im not the most vocal guy at the moment, (too knackered from 
work, or is it just laziness?) but I'll stick my oar in and say try 
and join in with james shaugnessy's grav flying time compo. Seeing as 
I sweated and strained to get the times in that I did, and then Jmaes 
increases the deadline, I hope my times get beaten. Sort of. PS, This 
weekend I should have time to sort out what Im doing next on yaroze, 
so to all those who mentioned that they might want to work with me, 
111 be getting in contact soon :) 


Rob, who is getting the urge to program 20 hours a day again now. 
Maybe its this gduk thing? dear lord, i dont want to win the best 
yaroze game thing, I just want the money :) 


(for a while yod10@dial.pipex.com but rsl108@mdx.ac.uk always works 
even if I cant access the damn thing all the time) 
~middex2 


—-MESSAGE FILE 4180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02892 


—-MESSAGE FILE 4181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002893 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: jap namco gun on european tv 

Date: Fri, 30 Oct 1998 23:31:52 +0200 

Organization: Debri Productions 

Lines: 10 

Message-ID: <ldhol8j.1xhir8twrbr3mN@al-88-107.a1l.nl> 
References: <3638C3E3.48A9F42E@hv.se> 
NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 36 days) 


Brian West <bweut98@hv.se> wrote: 


> Does anyone know if the Jap Namco gun will work on normal european tvs 


> or will they only work on NTSC compatible ones? 

That is a bloody good question.. 

And is there anybody that can tell if the feedback gun is completely 
compatible with the games for the G-con? 


DEnnis.. 


—-MESSAGE FILE 4181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 2661 


02893 


—-MESSAGE FILE 4182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002894 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze stolen! 

Date: Fri, 30 Oct 1998 17:43:42 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <363A411E.A8BDE597@datasys.net> 

References: <71lc2cs$fj69@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 343.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Mario Wynands wrote: 
What a way to return from an overseas holiday! 


Our premises were robbed earlier this week. Among the items stolen was our 
Yaroze with an attached Action Replay (other items included a large 
Panasonic TV, an AIWA stereo system, a Sony video, and a bunch of 
Playstation controllers). Luckily, our development machines, pro debug 
unit, and software packages (apart from some Playstation games) were not 
taken. 


While not a crucial part of our development enviornment, the Yaroze did 
allow us to play the occasional Member demo and was a nice thing to muck 
around on every now and then. So I want it back. 


VVVVVVVVVV VV VV 


Just out of curosity... What all did they steal from the Net Yaroze 
development kit? Dongul, access card, NY boot disk, the link cable...? 
You have anything left aside from the software development tool CD and 
manuals? 


Did you have any of your equipment insured? If so, can't you file an 
insurance claim for the stolen net yaroze unit and just get a new one? 


"Darco 
—-MESSAGE FILE 4182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02894 


—-MESSAGE FILE 4183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002895 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: jap namco gun on european tv 

Date: Sat, 31 Oct 1998 00:57:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <71ldpcg$p712@chuka.playstation.co.uk> 
References: <3638C3E3.48A9F42E@hv.se> 
NNTP-Posting-Host: dialup137-90.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Brian West wrote in message <3638C3E3.48A9F42E@hv.se>... 
> Does anyone know if the Jap Namco gun will work on normal european tvs 
>or will they only work on NTSC compatible ones? 


Works fine with everything. I have a nice black Jap GunCon and it works 
fine with PAL and NTSC games on any TV. There's no reason not to get 
one... 
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"Reload!" 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

+++++++++++++++++++++++++++++++++++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02895 


—-MESSAGE FILE 4184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002896 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ridge Racer? 

Date: Sat, 31 Oct 1998 11:40:21 +0100 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldhrepi.l7oorqilbémbggN@al-88-106.al.nl> 

References: <3634baff.4599072@news.playstation.co.uk> <36375601.60B3@bton.ac.uk> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


BJ <bjd3@bton.ac.uk> wrote: 


> As there are very talented programmers on the NY, why not make a game 
> like Ridge Racer or for a challenge make a clone of it? Like Fatal 
> Fantasy from Fatal Soft which I have on the NY CD. I know I would 


> 
> 
> 
> 
> Where did you get the Fatal Fantasy game? I want to try it, but I don't 
> where to get hold of it. Let me know... (It's not on the NY CD is it?) 


Yep it is on the NY CD!!! 


DEnnis.. 
—-MESSAGE FILE 4184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02896 


—-MESSAGE FILE 4185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002897 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze stolen! 

Date: Sat, 31 Oct 1998 11:40:22 +0100 

Organization: Debri Productions 

Lines: 34 

Message-ID: <ldhrev2.geq6jgrzqp3wN@al-88-106.a1l.nl1> 
References: <71lc2cs$fj69@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


Mario Wynands <mario@sidhe.co.nz> wrote: 
What a way to return from an overseas holiday! 


Our premises were robbed earlier this week. Among the items stolen was our 
Yaroze with an attached Action Replay (other items included a large 
Panasonic TV, an AIWA stereo system, a Sony video, and a bunch of 
Playstation controllers). Luckily, our development machines, pro debug 
unit, and software packages (apart from some Playstation games) were not 
taken. 


While not a crucial part of our development enviornment, the Yaroze did 
allow us to play the occasional Member demo and was a nice thing to muck 


VVVVVVVVV VV 
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around on every now and then. So I want it back. 
For any Yarozers in New Zealand, if you happen to come into contact with 


someone who has a Yaroze you may suspect is stolen could you please contact 
me on mario@sidhe.co.nz or phone 04 5696622. Thanks. 


V V V V V V 


STOPID FUCKERS!!!!!! What the hell is getting this world at such a low 
level. In the past year my moms house was burgled twice and my place 
once. What the fuck gives anybody the right to get hold of other peoples 
stuff? It's sick we need insurance for burgling. 

To be honest, I boobytrap my place when I go out for a few days. I live 
alone in a studentlike appartment and the only one that has the key is 
me and my mom, who knows that it is boobytrapped. It's not that you 
can't walk into my place, you just can't pull open drawers. If you do 
and, you'll be treated with 220 volts in your arse. I have a sign in the 
hall that sais "Don't be ware of the dog, but be ready to get fried!!". 
I know that I will be the bad guy when a burgler gets suisidal and 
enters my appartment, but I realy don't give a fuck!! 


DEnnis!! 
—-MESSAGE FILE 4185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02897 


—-MESSAGE FILE 4186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002898 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My F homepage is F updated..! 

Date: Sat, 31 Oct 1998 11:40:26 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldhrfdh.1x2eryt13u21mzN@al1-88-106.al.nl1> 
References: <363A003F.E2ACABDF@mcmail.com> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


Tones <caz.tones@mcmail.com> wrote: 


Hello once more, fellow Yarozer's.... 


Now, a silly question, but has anyone else noticed that when you log 
your homepage, you get a load of F's in the descriptive text ? 


The reason I bring this up is 'cos I had a funny thought....What if I 
was trying to say ' ..and here's a page for luck', and the F decided to 
replace a critical character in the text ? 


Just a thought 8) 


Tones 
Still at work, still in bed.... 


VVVVVVVVVVV VV 


Don't mess with them, they have very little sence of humor with the list 
of homepages. 


DEnnis.. 
—-MESSAGE FILE 4186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02898 


—-MESSAGE FILE 4187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002899 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My F homepage is F updated..! 

Date: Sat, 31 Oct 1998 12:51:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <71f0reSdrdl@chuka.playstation.co.uk> 
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Page 2664 


References: <363A003F.E2ACABDF@mcmail.com> <ldhrfdh.1x2eryt13u21mzN@al1-88-106.al.nl1> 


NNTP-Posting-Host: asn4-244.mcmail.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Don't mess with them, they have very little sence of humor with the list 


>of homepages. 
> 
>DEnnis.. 


Hey, 


It was just an observation - no malicious intent intended, so to speak... 


Cheers 


Tones 8) 


—-MESSAGE FILE 4187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02899 


—-MESSAGE FILE 4188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002900 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: My F homepage is F updated..! 
Date: Sat, 31 Oct 1998 14:32:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <363B1F77.5905@manc.u-net.com> 


References: <363A003F.E2ACABDF@mcmail.com> <ldhrfdh.1x2eryt13u21lmzN@al-88-106.al 


Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


> Tones <caz.tones@mcmail.com> wrote: 


> > Now, a silly question, but has anyone else noticed that when you 
> > log your homepage, you get a load of F's in the descriptive text? 


From what I have gathered using military intelligence and people who 


play Goldeneye too much (no such thing as TOO much :)), the Fs are 


strangely replacing the question mark '?', meaning it is best not to 


use rhetorical questions in your page brief: 

So instead of, "Why not drop by for a wanderF" 

Say, "Drop by and have a wander you stinking sack of..!" 
This seems to avoid the dreaded 'F' situation. 

The insult is optional. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-nl> 


—-MESSAGE FILE 4188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02900 


—-MESSAGE FILE 4189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002901 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze stolen! 

Date: Sat, 31 Oct 1998 14:33:14 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 
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Message-ID: <363B1FAA.68AD@manc.u-net.com> 

References: <7lc2cs$f j69@chuka.playstation.co.uk> <ldhrev2.geq6jgrzqp3wN@al-88-106.a 
1: ni1> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 
> I know that I will be the bad guy when a burgler gets suisidal and 
> enters my appartment, but I realy don't give a fuck!! 


The sad thing is that setting booby traps is most likely illegal and 
the aforementioned burglar could sue /you/ if he got hurt. I guess 
the legal loophole is that you would have to put up adequate warning 
signs (more than just saying he might get fried) and then it would be 
okay. If he got killed and you can't prove sufficient warnings were 
in place his family would have a strong case against you. Now there's 
a F**KED up world for you! 


Jim 


PS I suggest you get "The SAS Survival Handbook" by John Wiseman. 
It's full of brilliant and mega lethal booby traps you can rig up! 
And some handy hints on survival (like how to stave off insanity 
after a plane crash without access to a games console) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02901 


—-MESSAGE FILE 4190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002902 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze stolen! 

Date: Sat, 31 Oct 1998 18:18:34 +0200 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldhs0O2y.1hf58180cakfgN@al-—88-105.al.nl> 

References: <71lc2cs$f j69@chuka.playstation.co.uk> <ldhrev2.geq6jgrzqp3wN@al-88-106.a 
1.ոլ» <363B1FAA. 68AD@manc.u-net.com> 

NNTP-Posting-Host: 81-88-105.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 36 days) 


James Shaughnessy <james@manc.u-net.com> wrote: 


PS I suggest you get "The SAS Survival Handbook" by John Wiseman. 
It's full of brilliant and mega lethal booby traps you can rig up! 
And some handy hints on survival (like how to stave off insanity 
after a plane crash without access to a games console) 


V V V V 


Thanks for the tip, I will!! 


Cheers, 

DEnnis.. 

--MESSAGE FILE 4190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02902 


--MESSAGE FILE 4191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002903 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Ridge Racer? 

Date: Sat, 31 Oct 1998 20:51:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <363b7818.71062@news.playstation.co.uk> 

References: <3634baff.4599072@news.playstation.co.uk> <36375601.60B3@bton.ac.uk> 
NNTP-Posting-Host: host5-171-234-77.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Where did you get the Fatal Fantasy game? I want to try it, but I don't 


>where to get hold of it. Let me know... (It's not on the NY CD is it?) 
> 

>Ben :-| 

Հ--- 

Yeah..... its on a CD which I think I won. About 4 months ago SCEE sent 


me a questionnaire, it said that the first 200 questionnaires SCEE 
recieves will get a NY CD with members games on it. Thats how I got 
mine. The CD has over 50 games and demos. 


Tanvir Khan 
Emag Design 


2bad@lineone.net 
http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 4191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02903 


-—-MESSAGE FILE 4192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002904 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze stolen! 

Date: Mon, 2 Nov 1998 00:21:39 +1300 

Organization: Sidhe Interactive 
Lines: 36 

Message-ID: <71lhfv7Sdrd3@chuka.playstation.co.uk> 

References: <71lc2cs$fj69@chuka.playstation.co.uk> <363A411E.A8BDE597@datasys.net> 
NNTP-Posting-Host: p39-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Darco wrote in message <363A411E.A8BDE597@datasys.net>... 
>Mario Wynands wrote: 


>> 
>Just out of curosity... What all did they steal from the Net Yaroze 
>development kit? Dongul, access card, NY boot disk, the link cable...? 


>You have anything left aside from the software development tool CD and 
>manuals? 


They took the console, access card, boot disk, link cable, both black 
controllers, a memory card, an Action Replay Pro, and all the leads. It was 
all connected so it wasn't hard for them to do. They stole about 12 games 
and about 10 demo disks as well. 


We still have all the manuals and PC side software. 


I doubt they would even know what it was or what to do with it. Hopefully, 
whoever has it starts bragging about their new Black Playstation. 


>Did you have any of your equipment insured? If so, can't you file an 
>insurance claim for the stolen net yaroze unit and just get a new one? 


Yeah, its all insured. But I don't know whether we can justify getting a 
Yaroze again (sounds like Sony wants to charge the entire membership fee 
again). We are probably better off spending the insurance money on 
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something else, business is business after all. 


Regards 


Mario 


—-MESSAGE FILE 4192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02904 


—-MESSAGE FILE 4193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002905 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega Saturn "NY effort" info... 

Date: Sat, 31 Oct 1998 17:48:33 -0600 

Organization: Ed Federmeyer 

Lines: 24 

Message-ID: <71i7ruSgusl@scea> 

References: <70sn9d$5iql@chuka.playstation.co.uk> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <70sn9dS5Siql@chuka.playstation.co.uk>... 
>If you're like me, you'll have a natural curiosity about the Sega Saturn 
>"Game Basic" system which will seem amazingly shite to us NY members, 
>but then it is a helluva lot cheaper than the NY kit... 

> 

>Check out this site (part of the awesome SegaNet) for some pics, movies, 
>FAQs and even source code. Interesting (IMHO).... 

> 

>http://www.seganet.com/basic.html 


Has anyone here tried the Sega Game Basic system? 


I keep going back-and-forth over whether I should give it a try. 
I'm completely torn. 


I keep thinking "Cool, I get to program another console!!!" but then 

I keep thinking "Ughh, its BASIC!!!", and all in Japanese, which I can't 
read. 

EdF 


—-MESSAGE FILE 4193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02905 


—-MESSAGE FILE 4194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002906 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My F homepage is F updated..! 

Date: Sun, 1 Nov 1998 19:06:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <71ib75Sdrd4@chuka.playstation.co.uk> 

References: <363A003F.E2ACABDF@mcmail.com> <ldhrfdh.1x2eryt13u21mzN@al1-88-106.al.nl1> 
<363B1F77.5905@manc.u-net.com> 

NNTP-Posting-Host: asn21-104.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James wrote in message <363B1F77.5905@manc.u- 
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>From what I have gathered using military intelligence and people who 
>play Goldeneye too much (no such thing as TOO much... 


Goldeneye, too much......... NAH! !!! 
Tones 8) 
Duck, shoot, duck..... oh pants! 


—-MESSAGE FILE 4194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02906 


—-MESSAGE FILE 4195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002907 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: group work + trip to scotland 

Date: Sun, 01 Nov 1998 20:11:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <363cbed9.11555162@www.netyaroze-europe. com> 
NNTP-Posting-Host: user1335.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


silly twatty old me... 'cos I keep moving computers I keep having to 
update my newsgroup readers, meaning Im losing more and more of the 
old messages. I was just rounding up all the emails + posts from 
people who thought working together might be fun but I dont have the 
original responses from my plea a month+ ago. I remember one of the 
guys was phil, but cant remember the other(s). Anoyone help? After my 
trip to scotland this week for gduk I'll seriously start. If anyone 
else wants to offer, then fine, but when I do start I'll probably have 
to turn latecomers away. For those who were interested there are about 
4 people interested so far... 


Also got my own idea for a competition as well. I'll even have some 
prizes to give away. (although I do intend to win James' grav compo as 
Im sooooo competitive) 


On another note, I was thinking of staying up in scotland past friday 
with my girlfriend until sunday (provided I can get a filght back 
then). Anyone want to a) meet up, or b) recommend places to stay or 
visit?? 


Robert 
rsl108@mdx.ac.uk 
~middex2 


PS hopefully have another complete game up in two weeks. nothing 

special, just a four player super cars like game with various modes 

(teams, 4 player split screen, or all on same screen (a la micro 

machines etc.) Been looking at grand theft auto recently; is it me or 

is it not very good? 

—-MESSAGE FILE 4195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02907 


—-MESSAGE FILE 4196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002908 

Path: chuka.playstation.co.uk!news 

From: Walter McGowan <waz@clara.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: 2D Graphics please ! 

Date: Sun, 01 Nov 1998 20:31:48 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <363CC534.D222CA10@clara.net> 
NNTP-Posting-Host: du-028-0005.claranet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hey dudes, 


Anybody any clues on where I can get a hold of 2D graphics for a game. 
The 

package should contain BMP format for the Net Yaroze conversion kits, 
with a range 

of various character and tiling options, 


thanks, 
Balrog 
mailto:waz@clara.net 


—-MESSAGE FILE 4196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02908 


-—-MESSAGE FILE 4197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002909 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 2D Graphics please ! 

Date: Mon, 02 Nov 1998 12:45:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <363D9B40.73B1l@mundivia.es> 
References: <363CC534.D222CA10@clara.net> 
Reply-To: javier0003@mundivia.es 
NNTP-Posting-Host: ninfovial49.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Walter McGowan wrote: 
Hey dudes, 


Anybody any clues on where I can get a hold of 2D graphics for a game. 
The 

package should contain BMP format for the Net Yaroze conversion kits, 
with a range 

of various character and tiling options, 


thanks, 


Balrog 


VVVVVVVVVVVV VV 


mailto:waz@clara.net 


I have some 2D graphics ( PCX format ) in my NY page, you can 
use it if you want. 


http://www.netyaroze-europe.com/~javier/pcxmaps.htm 


Javi. 
—-MESSAGE FILE 4197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02909 


—-MESSAGE FILE 4198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002910 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: group work + trip to scotland 

Date: Mon, 2 Nov 1998 21:23:43 +0200 

Organization: Debri Productions 
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Lines: 38 

Message-ID: <ldhvv25.h4izmkla6acxsN@al-—88-127.a1l.nl> 
References: <363cbed9.11555162@www.netyaroze-europe. com> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 


> Also got my own idea for a competition as well. I'll even have some 
> prizes to give away. (although I do intend to win James' grav compo as 
> Im sooooo competitive) 


With you I am too, I'll be playing it tonight untill I drop and I'll win 
of you at least. 


> On another note, I was thinking of staying up in scotland past friday 
> with my girlfriend until sunday (provided I can get a filght back 

> then). Anyone want to a) meet up, or b) recommend places to stay or 

> visit?? 

> 

How's you relation getting on? I hope you are getting closer again.. ;-) 
> Robert 

> rsl08@mdx.ac.uk 

> ~middex2 

> 

> PS hopefully have another complete game up in two weeks. nothing 

> special, just a four player super cars like game with various modes 

> (teams, 4 player split screen, or all on same screen (a la micro 

> machines etc.) Been looking at grand theft auto recently; is it me or 
> is it not very good? 


That sounds like one of the Games I work on. Also top-view, also 4 
player (but not splitscreen) and also cars. It's only called PaintCars 
and in my game you don't race (like always), but you paint the floor. 
the player who has painted the floor for 60% in his colour wins. with 4 
players you can team up or play all for yourselves (then you need 30%. 


And... yes it is you! I love GTA!! 
CHeers, 


DEnnis.. 
—-MESSAGE FILE 4198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02910 


—-MESSAGE FILE 4199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002911 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: group work + trip to scotland 

Date: Mon, 2 Nov 1998 19:26:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <71117p$9ivl@chuka.playstation.co.uk> 
References: <363cbed9.11555162@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup137-215.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>On another note, I was thinking of staying up in scotland past friday 
>with my girlfriend until sunday (provided I can get a filght back 
>then). Anyone want to a) meet up, or b) recommend places to stay or 
>visit?? 


Hi Rob, 


Visit? Well, I guess the obvious places are either the scenic (read: 
bloody cold) highlands or Glasgow and Edinburgh. Naturally, I recommend 
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Edinburgh :-) If you're planning on popping down at some point over the 
weekend, I think there are a fair few Yarozers who may/may not be 

about - myself, James Rutherford, Pete Dollochan, Graeme Evans (anyone 
else?). Scott Campbell is sunning it in California (git!) and I don't 
know about the other wee-gees so, hey, whatever. But I'd like to meet 
up. 


Places to stay in Ed? Plenty of B&B type places who'll be desperate 
for custom this time of yr, but mail me if you're seriously considering 
LES Ge 


Nick F 


PS GTA is great - you are abviously a freak. I used to hate the 
no-saving system, but now I'm quite good I rather like it... I dunno, it 
just gives me this bizarre nostalgic Speccy feel every time I play. 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
+++++++++++++++++++++++++++++++++++ 
Wy 


BIW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02911 


—-MESSAGE FILE 4200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002912 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My F homepage is F updated..! 

Date: Mon, 2 Nov 1998 19:28:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <71117s$9iv2@chuka.playstation.co.uk> 

References: <363A003F.E2ACABDF@mcmail.com> <ldhrfdh.1x2eryt13u21lmzN@al-88-106.al.nl1> 
<363B1F77.5905@manc.u-net.com> <71ib75$drd4@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-215.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>From what I have gathered using military intelligence and people who 
>>play Goldeneye too much (no such thing as TOO much... 
> 


>Goldeneye, too much......... NAH! !!! 


Is appx. 5 hrs a week for 13 months "too much"? (conservative estimate) 
Oh shit! 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.netyaroze-europe.com/~rookiel 

ՀՀԻՀԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻ-Ի-Ի 

"BTW Լ am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02912 


-—-MESSAGE FILE 4201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002913 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My F homepage is F updated..! 
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Date: Mon, 2 Nov 1998 22:11:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <71llad7S$9iv3@chuka.playstation.co.uk> 

References: <363A003F.E2ACABDF@mcmail.com> <ldhrfdh.1x2eryt13u21mzN@al1-88-106.al.nl1> 
<363B1F77.5905@manc.u-net.com> <71ib75$drd4@chuka.playstation.co.uk> <71117s$9iv2@c 

huka.playstation.co.uk> 

NNTP-Posting-Host: asn1l16—-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Nick wrote 

> 

>Is appx. 5 hrs a week for 13 months "too much"? (conservative estimate) 
> 

>Oh shit! 

> 

>Nick F 


Hmm, that's 5*56ish=280ish hours....... 


Nah, that's perfectly normal, sir - just take a couple of tablets and it 
should go away........ Next! 


Tones 8) 


--MESSAGE FILE 4201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02913 


--MESSAGE FILE 4202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002914 

Path: chuka.playstation.co.uk!news 

From: "DASI" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Grav Compo Latest 

Date: Mon, 2 Nov 1998 22:13:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <71laqq$9iv4@chuka.playstation.co.uk> 
NNTP-Posting-Host: pA4s14a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


Congratulations to Mr Robert Swan for beating my Map 1 time by 4 
one-hundreths of a second! His prize is a fantastic FFVII mouse mat courtesy 
of Eidos. Get in contact in order to claim your prize. Grrr... curse my 
overconfidence!! ;-) 


I exhort you all to enter the Grav Compo. There's loads of room for 
improvement and you're almost guaranteed a place on the leaderboard. If the 
prizes on offer aren't incentive enough, the prospect of Mr Shaughnessy 
having to recalculate all the point scores /again/ (heh heh!) should be 
reason enough to get cracking on the Grav. 


BTW Has anyone else seen the shambling graphical travesty that is Fl 98 Ugh! 
DASI 
dasi@globalnet.co.uk 


—-MESSAGE FILE 4202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02914 


—-MESSAGE FILE 4203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002915 
Path: chuka.playstation.co.uk!news 
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From: "Tones" <caz.tones@cwmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Grav Compo Latest 

Date: Mon, 2 Nov 1998 22:29:32 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 
Message-ID: <71llbfh$9iv6é@chuka.playstation.co.uk> 
References: <7llaqq$9iv4@chuka.playstation.co.uk> 
NNTP-Posting-Host: asnl6-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


DASI wrote... 
<snip> 


>BTW Has anyone else seen the shambling graphical travesty that is Fl 98 
Ugh! 


Yep, I have..... 


I thought the review in PSM had a rather amusing screenshot with some 
semi-drawn car's on it. The caption underneath simply said "Oh dear, oh 
dear, oh dear..." 


Pretty much sums up the entire game. 


Tones 8) 
Keeping his Fl '97 thank-you-very-much....! 


—-MESSAGE FILE 4203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02915 


-—-MESSAGE FILE 4204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002916 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: That'll be five of your pounds, sir (snigger!)..... 

Date: Mon, 2 Nov 1998 22:57:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 
Message-ID: <711d42S9iv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: asnl6-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Now, an observation..... 


I recently read that a certain well known organisation (this is not a 
malicious posting, merely a whinge) is currently in the process of looking 
to ban the sale of games into the second hand market, so this might be a 
sore subject. Now, I know the in's and out's as to why this is happening, 
but to add to the arguement is this rather annoying little fact.... 


Here's me. I go in to the nearest computer store and buy the greatest 
blaster ever, which has just come out. It is called 'Mega shooting game’. 

I rush home, play 'Mega shooting game', and get bored after about 2 days. 

It then sits on the shelf forever, until of course - 'Mega shooting game II' 
is launched 2 weeks later. Yippee, I cry! But, ohmegod, I have NO money. 
Poo, now I can't get 'Mega shooting game II'. Sob Sob Sob. 


*Bing!* I know, I will trade in 'Mega shooting game I' and get some money 
off. Yahoo!!! Mummy and Daddy have lent me 15 of your english pounds, as I 
am bound to get £30 off version II, as version I is only 2 weeks old. 


So, off I trot - catching the number 11 bus to the store. 


"Hello Mr Friendly storeman!", I say, "I would like to trade this title in 
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for 'Mega shooting game 111111", 


"Certainly, little boy - that'll be £40 please", states the Friendly 
storeman. 


"£402", I cry, "but that means you are only giving me £5 off this 2 week old 
title?!" 


"I know!", says the Friendly storeman, "but it's called 'ripping you off 
again'". 


Serious mode active 


Now, I know it's a very silly illustration, but the people we should be 
concerned about is the vendors themselves. Not everyone has free flowing 
cash - so to make the best of it alot of peebs part with some of their best 
titles to get that 'Mega shooting game II'. An irony, especially if the 
game they are trading it in against is complete pap... 


Now, as this is a pretty much national (in England anyway) thing, here is 
the point. Why oh why do the vendors (mentioning no names) give you such 
PATHETIC discounts. I kid you not, I traded in Turok - Dinosaur Hunter 
(which cost me £70), and got £15! off the title I traded it in against (4 
weeks after lauch in a very well known high street games store). The 
situation is even worse for PS games. But what narks me off even more is 
that they have the gall to shrink-wrap them, but them back on the shelf, and 
mark them up at a fiver less than the full price version. What a complete, 
absolute con. I've even seen them ‘accidentally forget' to put 2nd hand 
stickers on them..... 


I know we have the choice to take this path - but do we have to get conned 
in the process...? 


Anyone else with similar tales - it would be interesting to hear. It might 
also be in some companies interest who wish to ban the trade to take note. 
If they can't ban it, this is what is happening......... Tacky boxes in 
shink-wrapped packaging selling for stupid prices..... 


I don't think banning it is the solution - moderation is the key, remember! 
Cheers, 


Tones 8) 
Once again, feeling rather naughty!! 


PS. I heard a joke today, but it might me a little crude to put here. You 
might know it - it involves 2 nuns, a bath, and...... You'll probably 
remember it now!!!! Took me AGES to work it out! !!!! ;) 


—-MESSAGE FILE 4204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02916 


-—-MESSAGE FILE 4205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002917 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Grav Compo Latest 

Date: Tue, 3 Nov 1998 11:47:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <7lmqm8S9iv8@chuka.playstation.co.uk> 

References: <7llaqq$9iv4@chuka.playstation.co.uk> <71l1lbfh$9iv6@chuka.playstation.co. 
uk> 
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NNTP-Posting-Host: maggie.vissci.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I thought the review in PSM had a rather amusing screenshot with some 
>semi-drawn car's on it. The caption underneath simply said "Oh dear, oh 
>dear, oh dear..." 


Official PSM made a deal with Psygnosis to get an exclusive review, they got 
it, but sadly it was a two month old version, and we were never told about 
it until the review appeared. The entire game was done in about eight 
months so that means they got a 3/4 finished game to review. A few things 
didn't change much, such as the pit crew (again, Psygnosis told everyone it 
would be motion captured, but that wasn't in the design document), but the 
majority of the game was still being improved (especially the memory usage, 
which was the cause of the cars disappearing like that). You'll find the 
final release version doesn't suffer as badly as shown in the PSM review. 


Mike. 


These are my personal views, and cannot be attributed to my employers, 
Visual Sciences, in any way. 


—-MESSAGE FILE 4205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02917 


—-MESSAGE FILE 4206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002918 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 3 Nov 1998 12:11:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 
Message-ID: <71ms39S9iv9@chuka.playstation.co.uk> 
References: <711d42S9iv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: maggie.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Anyone else with similar tales - it would be interesting to hear. It might 
>also be in some companies interest who wish to ban the trade to take note. 
>If they can't ban it, this is what is happening......... Tacky boxes in 
>shink-wrapped packaging selling for stupid prices..... 


Hehe, yeah, thing is, it's the people who work in retail outlets as much as 
the actual shop. I worked at a shop for 9 days, I was so disgusted by their 
work practices that I quit. 

1) Lowest Price Guarantee 


Shopper "I found Dungeon Keeper £10 less in the shop down the road." 


Manager "Ok, I'll just check." (Phones the other shop, finds it is true.) 
"Right, here is your refund, thank you for your custom." 


Shopper leaves. 


Me "Shall I mark the price down on Dungeon Keeper then?" 

Manager "You're joking right? Ha Ha Ha. Most people won't notice." 

2) Second Hand Games 

Shopper "I want to trade this brand new game in on this other new game." 


Manager "Ok." (Does the trade, about £10 is offered for the customer's 
game) 


Net Yaroze newsgroups message dump.txt Page 2676 


Shopper leaves, somewhat miffed. 
Manager reprices the game (£45) and puts it on the shelf. 


Me "It says in our company's game listings that a second hand copy of 
[customer's game] should be sold for £30." 


Manager "Yeah, but I know for a fact this'll sell for more." 


Me "It's hardly fair though, you're selling it for more than the company is 
asking, they already figured in the profit margins and so on." 


Manager shrugs. 


There's more where that came from, but I'll hold off... 


God I hate retailers, most of the workers are fine, but the shops, and 


usually their managers, are complete bastards. If anyone is offended by 
this, i.e. runs a shop, then post your shop's policies and we'll see if I'm 
wrong. If so you can expect more custom from clued up Yaroze owners. If 


not then we'll know to avoid you like a plague. 


Mike. 


—-MESSAGE FILE 4206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02918 


-—-MESSAGE FILE 4207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002919 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 03 Nov 1998 13:05:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <363EFF8D.E2003409@easynet.co.uk> 
References: <711d42S9iv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You want to try Computer Exchange in London (Rathbone Place, off Oxford St). 
They give good trade ins, and new games cost £5-10 less there than in WHSmiths 
or Dixons. 


Yesterday I traded in Adventures of Alundra and they gave me £21 for it! I 
traded it in against R-Types (best shoot-em up ever, but one for the old school 
2D games enthusiasts really) which they were selling for £27, so it only cost me 
£6. 


Phil 


—-MESSAGE FILE 4207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02919 


-—-MESSAGE FILE 4208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002920 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: group work + trip to scotland 

Date: Tue, 03 Nov 1998 13:08:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
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Message-ID: <363F0063.32EB8C0E@easynet.co.uk> 
References: <363cbed9.11555162@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Barry Stuart Swan wrote: 


silly twatty old me... 'cos I keep moving computers I keep having to 
update my newsgroup readers, meaning Im losing more and more of the 
old messages. I was just rounding up all the emails + posts from 
people who thought working together might be fun but I dont have the 
original responses from my plea a month+ ago. I remember one of the 
guys was phil, but cant remember the other(s). Anoyone help? After my 
trip to scotland this week for gduk I'll seriously start. If anyone 
else wants to offer, then fine, but when I do start I'll probably have 
to turn latecomers away. For those who were interested there are about 
4 people interested so far... 


VVVVVVVVV VV 


Yeah, I can do the music. I can have a word with my friend Dom who's a 
great computer artist in case you need any graphics done. 


Phil 


—-MESSAGE FILE 4208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02920 


—-MESSAGE FILE 4209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002921 

Path: chuka.playstation.co.uk!news 

From: "DASI" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 3 Nov 1998 14:03:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 
Message-ID: <71n2giS$9ivl0@chuka.playstation.co.uk> 
References: <711d42S9iv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: p85s03a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tones wrote in message... 
>Why oh why do the vendors (mentioning no names) give you such 
>PATHETIC discounts 


Hi 


Interesting topic, but here's a look at some of your comments from the 
opposite perspective :-) 


The 'trouble' with games is, as soon as a superior title/product ina 
particular genre is released, previous titles are substantially devalued. 
This is especially true of sequels, as the original game is made virtually 
redundant as everybody will want to ditch it and get the latest version. 


Here's a contrasting example: 


Mr Bloke buys Fifa World Cup 98 in May for £45. Six months later Fifa 99 
is released. Mr Bloke wants to part exchange his old game for the new one 
and expects about £30 for it. This is completely unreasonable, as the 
retailer probably paid roughly that much for it brand new, and since the 
sequel is out the publishers will be offering the original (Fifa 98) to 
retailers for even less! Thus, if the retailer wants to make any profit 
whatsoever, he probably won't pay more than £15 for it. 


>Not everyone has free flowing cash - so to make the best of it alot of 
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>peebs part with some of their best titles to get that 'Mega shooting >game 
11'. An irony, especially if the game they are trading it in >against is 
complete pap... 


Anyone daft enough to flog all their best games in order to buy a rubbish 
one surely isn't deserving of any sympathy? 


>But what narks me off even more is that they have the gall to shrink->wrap 
them, but them back on the shelf, and mark them up at a fiver >less than the 
full price version. What a complete,absolute con. I've >even seen them 
"accidentally forget' to put 2nd hand stickers on >them..... 


This is obvoiusly illegal and the perpetrators deseve a good kicking 
(telling off :-)) 


As for the banning of the 2nd hand games trade - who cares? You'll always 
get much more money for your old titles by selling them privately anyway... 


Most retailers aren't trying to con you, or rip you off - they're simple 
folk who delight in debauchery and the worship of the devil. 


Oops... 
Cheers DASI 
dasi@globalnet.co.uk 


"Red wizard shot the potion, red wizard shot the foooood." 


-—-MESSAGE FILE 4209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02921 


—-MESSAGE FILE 4210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002922 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 03 Nov 1998 14:17:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <363F1080.433BD293@cwcom.net> 

References: <711d42S9iv7@chuka.playstation.co.uk> <71n2giS$9iv1l0@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DASI wrote: 


Here's a contrasting example: 


Mr Bloke buys Fifa World Cup 98 in May for £45. Six months later Fifa 99 
is released. Mr Bloke wants to part exchange his old game for the new one 
and expects about £30 for it. This is completely unreasonable, as the 
retailer probably paid roughly that much for it brand new, and since the 
sequel is out the publishers will be offering the original (Fifa 98) to 
retailers for even less! Thus, if the retailer wants to make any profit 
whatsoever, he probably won't pay more than £15 for it. 


V VMO NONM- VV 


Hi DASI, 
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Yes, I agree on this front - but what concerns me most of all is 'first shot' 
titles (Ie No sequels due for yonks - that kinda thing). 


This is an interesting topic, and I am keen to get some more views.... 
Cheers all, 


Tones 8) 


—-MESSAGE FILE 4210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02922 


-—-MESSAGE FILE 4211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002923 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: On a roll now!!! 

Date: Tue, 03 Nov 1998 14:20:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <363F113F.3BO0B2B8@cwcom.net> 
References: <363A0291.DD042C62@mcmail.com> 
NNTP-Posting-Host: 193.82.133.213 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Dit Dit Dit "This is a news update" Dit Dit Dit.... 


PSS sufferer receives shiny, silver, LIMITED (Yes sirreee!) edition memory 
card to relieve effects of disease. All is well... 


Dit Dit Dit "End of transmission" Dit Dit Dit.... 


Tones 8) 
PS. Thanks Sony! 


-—-MESSAGE FILE 4211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02923 


—-MESSAGE FILE 4212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002924 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 03 Nov 1998 14:35:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <363F14AC.41ED@manc.u-net.com> 
References: <711d42S9iv7@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tones wrote: 

> PS. I heard a joke today, but it might me a little crude to put 

> here. You might know it - it involves 2 nuns, a bath, and...... 

> You'll probably remember it now!!!! Took me AGES to work it out!!!;) 


Nun 1: Where's the soap? 
Nun 2: Yes it does. 


I take it you mean that one? :-Ք 
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Jim :-) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02924 


—-MESSAGE FILE 4213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002925 

Path: chuka.playstation.co.uk!news 

From: "DASI" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 3 Nov 1998 14:59:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 
Message-ID: <71n5p4$9iv1l1l@chuka.playstation.co.uk> 

References: <711d42S9iv7@chuka.playstation.co.uk> <71n2giS$9iv1l0@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: pE3s10a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I wrote in message... 


>Here's a contrasting example: 

> 

>Mr Bloke buys Fifa World Cup 98 in May for £45. Six months later Fifa 99 
>is released. Mr Bloke wants to part exchange his old game for the new one 
>and expects about £30 for it. This is completely unreasonable, as the 
>retailer probably paid roughly that much for it brand new, and since the 


>sequel is out the publishers will be offering the original (Fifa 98) to 
>retailers for even less! Thus, if the retailer wants to make any profit 
>whatsoever, he probably won't pay more than £15 for it. 

> 


Tones wrote in message... 

>Yes, I agree on this front - but what concerns me most of all is 'first 
>shot' 

>titles (Ie No sequels due for yonks - that kinda thing). 

>This is an interesting topic, and I am keen to get some more views.... 


This instant game devaluation also applies to brand new titles, and I'm 
afraid it's us, the consumers who suffer... 

DUETT It was rather late in the er... afternoon when I wrote the above 
example, and even I can't understand what I was on about. It applies to new 
games too! Here's a clearer example for my benifit only: 


I buy brand new game from evil retailer. It called UltraGame7. It cost 
£45. Two week later me no like UltraGame7 no more and me take it back to 
shop to part exchange for UltraGame8. However, retailer bought UltraGame7 
from publisher for £30, so he not going to buy back for same amount as he 
paid!. He offer me £20 and so can slap on £15 profit. Me take home 
UltraGame8 and find out it load of crap just like last game... ;-) 


Cheers DASI 
dasi@globalnet.co.uk 


"Red wizard shot the potion, red wizard shot the foooood." 


—-MESSAGE FILE 4213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02925 
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—-MESSAGE FILE 4214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002926 

Path: chuka.playstation.co.uk!news 

From: "DASI" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 3 Nov 1998 15:12:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <71ln6hp$9iv12@chuka.playstation.co.uk> 

References: <711d42S9iv7@chuka.playstation.co.uk> <71n2giS$9iv1l0@chuka.playstation.co 
-uk> <71n5p4$9ivll@chuka.playstation.co.uk> 

NNTP-Posting-Host: p27s02a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Of course, UltraGame7 and UltraGame8 are not sequals and have nothing else 
in common whatsoever apart from their very similar names. hmmmm... 


Cheers DASI 
dasi@globalnet.co.uk 


"Red wizard shot the potion, red wizard shot the foooood." 


-—-MESSAGE FILE 4214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02926 


-—-MESSAGE FILE 4215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002927 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 03 Nov 1998 17:45:30 +0000 

Organization: DMA Design Ltd 

Lines: 18 

Message-ID: <363F413A.664D@dma-design. com> 

References: <711d42$9iv7@chuka.playstation.co.uk> <363F14AC.41ED@manc.u-net.com> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 


Nun 1: Where's the soap? 
Nun 2: Yes it does. 


> 

> Tones wrote: 

> > PS. I heard a joke today, but it might me a little crude to put 

> > here. You might know it - it involves 2 nuns, a bath, and...... 

> > You'll probably remember it now!!!! Took me AGES to work it out!!!;) 
> 

> 

> 


Funny... VERY funny... Not one to tell in polite company... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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02927 


—-MESSAGE FILE 4216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002928 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Scaredy Pants 

Date: Tue, 03 Nov 1998 19:02:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <363f5230.21146236@news.playstation.co.uk> 
NNTP-Posting-Host: pll-rhea-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I've been playing Resident Evil 2 all afternoon and now I'm scared to 
go to bed.... 

God that is a good videogame | <Thinks, now how the f**k can I ever do 
anything like that on the Yaroze... > 

Richard. 


http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 4216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02928 


-—-MESSAGE FILE 4217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002929 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Tue, 3 Nov 1998 20:54:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <71ing8tS$9iv1l3@chuka.playstation.co.uk> 

References: <711d42$9iv7@chuka.playstation.co.uk> <363F14AC.41ED@manc.u-net.com> 
NNTP-Posting-Host: asn2-202.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I wrote this 

>> PS. I heard a joke today, but it might me a little crude to put 

>> here. You might know it - it involves 2 nuns, a bath, and...... 

>> You'll probably remember it now!!!! Took me AGES to work it out!!!;) 


James wrote this 
> 


>Nun 1: Where's the soap? 
>Nun 2: Yes it does. 
> 


>I take it you mean that one? :-P 
> 

>Jim :-) 

Chortle! Chortle!!!! 


That is indeed the one..... ! 


Tones 8) 


-—-MESSAGE FILE 4217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02929 


—-MESSAGE FILE 4218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002930 
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Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Scaredy Pants 

Date: Tue, 3 Nov 1998 21:01:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7lnqmf$9iv1l4@chuka.playstation.co.uk> 
References: <363f5230.21146236@news.playstation.co.uk> 
NNTP-Posting-Host: asn2-202.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Richard wrote in message 


>I've been playing Resident Evil 2 all afternoon and now I'm scared to 
>go to bed.... 

>God that is a good videogame | <Thinks, now how the f**k can I ever do 
>anything like that on the Yaroze... > 

> 

>Richard. 

Tee hee! 

I remember playing RE2 for the first time. It was round my fiancee's 


sisters boyfriends (Yep, one of those complicated ones) on his superb 40blah 
inch TV and v. expensive stereo system. You know that part when you're 
walking down the corridor and the arms suddenly jump at you ? Well let's 
just say he needed a new ceiling!!! 


One game you DEFINATELY shouldn't play b4 beddy-byes. 
Cheers 


Tones 8) 


-—-MESSAGE FILE 4218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02930 


-—-MESSAGE FILE 4219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002931 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2D Graphics please ! 

Date: Tue, 3 Nov 1998 22:22:53 +0100 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldhw5ew.lev4g091jldphcN@al1-88-109.al.n1> 
References: <363CC534.D222CA10@clara.net> 
NNTP-Posting-Host: 81-88-109.81.ու 

X-Newsreader: MacSOUP 2.3 


Walter McGowan <waz@clara.net> wrote: 
Hey dudes, 


Anybody any clues on where I can get a hold of 2D graphics for a game. 
The 

package should contain BMP format for the Net Yaroze conversion kits, 
with a range 

of various character and tiling options, 


thanks, 


Balrog 


VVVVVVVVVVV VV 


mailto:waz@clara.net 


H 


have a collection of Transformer images in Gif-format. They are very 
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tiny and very suitable for games I think. If you want them, just let me 
know.. 


DEnnis.. 
—-MESSAGE FILE 4219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02931 


—-MESSAGE FILE 4220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002932 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Rare fame 

Date: Tue, 3 Nov 1998 21:51:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7lntvcS$9iv15@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-16.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hooray! 


Just thought you might want to know that I got a letter printed on the 
Rare website!!! Somewhat embarrasing, considering the content. Ah well. 


Go on, visit http://www. rareware.com/recent/scribes/ 
You know you want to..... 


Nick "self-promotion" F 


http://www.saqnet.co.uk/users/nickf 

http: //www.netyaroze-europe.com/~rookiel 

++++++++++++++++++++++++++++++++4+++ 

"BTW I am not a SCEE members imagination, I'm me." 
— Tanvir Khan, 1998 


--MESSAGE FILE 4220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02932 


--MESSAGE FILE 4221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002933 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: group work + trip to scotland 

Date: Tue, 03 Nov 1998 23:45:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <363f94ea.7257589@www.netyaroze-europe.com> 
References: <363cbed9.11555162@www.netyaroze-europe.com> 
NNTP-Posting-Host: userm037.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


ok, forgive me changing names + addresses all the time, Im just an 
idiot searching for free emails everywhere. (plus newsgroup reader has 
borther's info in it) 


The best place to contact me from now on (until christmas) is work 
email - feel free to send attachments as Im not paying for connection 
time! 


What is below is copied from my web site. 


[rs108@mdx.ac.uk 
This account will always exist and is checked fairly regularly, but 
cannot handle attachments. 

[yod10@dial.pipex.com] 

This account will cease to exist in mid-november but is checked every 
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evening at home. 

[robert_swan.rxl@eur.xerox.com] ('_' between robert and swan) 

This account should be used whenever possible. It will exist until 
Christmas and I can answer it at work! 


ALSO : web page has had an update and include a projects page with 
guestbook for people to leave ideas and put themselves forward for 
joining a group. Its not pretty at the mo as Im doing this all 
quickly, but feel free to have a look and leave a message or 
something:) 


Robert Swan 
http://www.netyaroze-europe.com/~middex2 


Ooh, off to scotland Thursday! 
—-MESSAGE FILE 4221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02933 


-—-MESSAGE FILE 4222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002934 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 4 Nov 1998 08:15:07 +0100 

Organization: Debri Productions 

Lines: 46 

Message-ID: <ldhyllp.1joz4g71k7h0emN@al-88-123.al1.nl1> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363F14AC.41ED@manc.u-net.com> <71 
nqg8t$9ivl1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Tones <caz.tones@cwmail.com> wrote: 


I wrote this 

>> PS. I heard a joke today, but it might me a little crude to put 

>> here. You might know it - it involves 2 nuns, a bath, and...... 

>> You'll probably remember it now!!!! Took me AGES to work it out!!!;) 


> 
> 
> 
> 
> 
> James wrote this 

>> 

> >Nun 1: Where's the soap? 

> >Nun 2: Yes it does. 

>> 

> >I take it you mean that one? :-Ք 
>> 

> >Jim :-) 

> 
> 
> 
> 
> 
> 


Chortle! Chortle!!!! 
That is indeed the one..... ! 
Tones 8) 


Just cut the crap and tell it.. I want to know it to. 
Here is one of my jokes: 


In a black african tribe a child is born. When the husband sees the 
child, it appeirs to be a white kid. So the husband goes to the town 
priest, who is the only white man in the village. 


the husband said: 
what is this, a white child?? and you are the only white man around. 


The town priest starts to sweat and turs red. He looks around and see's 
a group of sheep. All sheep are white except one that is black. 


Well the priest starts to explain: 
Nature can have some odd twists, look at those sheep, all withe but one 
black. 
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The husband thinks a few seconds and said: 
Ok, I get your point. If you keep your mouth shut about the black sheep, 
I won't say anything about the white kid. 


(it's a dutch joke and I hope I translated well) 


DEnnis.. 
-—-MESSAGE FILE 4222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02934 


-—-MESSAGE FILE 4223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002935 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 4 Nov 1998 08:15:12 +0100 

Organization: Debri Productions 

Lines: 31 

Message-ID: <ldhy1n8.18snaljwaxozkN@al-88-123.a1l.nl> 

References: <711d42S9iv7@chuka.playstation.co.uk> <71n2giS$9iv1l0@chuka.playstation.co 
-uk> <363F1080.433BD293@cwcom.net> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


Tones <caz.tones@cwcom.net> wrote: 
DASI wrote: 
Here's a contrasting example: 


Mr Bloke buys Fifa World Cup 98 in May for £45. Six months later Fifa 99 
is released. Mr Bloke wants to part exchange his old game for the new one 
and expects about £30 for it. This is completely unreasonable, as the 
retailer probably paid roughly that much for it brand new, and since the 
sequel is out the publishers will be offering the original (Fifa 98) to 
retailers for even less! Thus, if the retailer wants to make any profit 
whatsoever, he probably won't pay more than £15 for it. 


VVVVVVVVV 


Hi DASI, 


Yes, I agree on this front - but what concerns me most of all is 'first shot' 
titles (Ie No sequels due for yonks - that kinda thing). 


This is an interesting topic, and I am keen to get some more views.... 


VVVVVVVVVVVVVVV VV VV 


Well, I don't agree with DASI! 

In his example you still get about 30% of the original price and that is 
very fair. But in real-life, you could expect a discount of a fiver. And 
in his example he would never get 15 discount since this is a 
year-related game. I bought FiFa 96 last year and I paid a fiver for it. 
And I would not pay any more for it since it is this obvious how old it 
is. (my excuse: I'm not into footy games but this was a multi-tap game). 


DEnnis.. 
—-MESSAGE FILE 4223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02935 


—-MESSAGE FILE 4224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002936 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 4 Nov 1998 08:15:20 +0100 

Organization: Debri Productions 
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Lines: 43 

Message-ID: <ldhylus.lvdhpufkgx6mmN@al-88-123.al1.nl1> 
References: <711d42S9iv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Here is a bit of the Dutch way.. 


In Holland we don't like to spent a penny too much.. Therefore there are 
very little shops that do secondhadn games, concerning the risk of 
getting stuck with it. 

To be honest, we have very few games shops in Holland. Maybe 15 or so, 
but not more. Only the larger cities have game-shops. And most of the 
time the games-shops are part of a PC-store. 

Only Games-shops exchange secondhand games. Most of us in Holland buy 
games at toystores (like Toys 'r Rush) or warehouses and Dixons (the 
dutch formula is a little different). 

We don't have mail-order for games either. The second hand games are all 
sold privatly. In our games magazines are most of the time some pages 
with adverts for gamers that want to sell or buy games or systems. And 
if you want a bargain, you buy a magazine and look ad the adverts. 


For the shops that do take secondhand games, there is a system. 

They divide games into groups. There is a 0 - 10 pound group, a 10 - 20 
pound group, a 20 - 30 and so on. 

If you buy a game in a sertain group, you can excange it and you will 
get a discount of 1 lower group. 

For this system you do need to get an membership (10 pounds). 

Example: you buy the game "FreeFall" for 45 pounds (group 40-50). After 
twoo weeks you want another game. Then you will get a discount for 
FreeFall between 30-40 pounds. 

Now you ask how they make money? Well, your FreeFall will be in the 
shelves again as secondhand game. So say your reduction-price will also 
be the new sales-price. somebody else buys the game and pays a 30-40. 
When he returns it within that first month, he gets 20-40 for it. But as 
long as the original game is on the shelves for 45 pounds, the 
secondhand price will stick at 30-40. Get the system? 


And next to this, we also have a lot of video-rental shops in Holland. 

The rather small city I live in already has about 8 that I know of. At 

the video-rental shops, you can also rent a game for a day for 2 pounds 
or for a week for 5 pounds. 


But that is HOLLAND.. 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 4224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02936 


—-MESSAGE FILE 4225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002937 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Grav Compo Latest 

Date: Wed, 4 Nov 1998 08:15:26 +0100 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldhymsj.16cf8eclc8pta5N@al-—88-123.al.nl> 

References: <7llaqq$9iv4@chuka.playstation.co.uk> <71llbfh$9ivé6é@chuka.playstation.co. 
uk> <71lmgqm8S9iv8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-123.81.ոլ 
X-Newsreader: MacSOUP 2.3 


when I load 1.3 I get an error wile loading. I can't even play this 
version. I use Mac and CW.. Any cluess?? 


DEnnis.. 
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PS. I'm darn good with the older version (although not as good as 

robert) 

—-MESSAGE FILE 4225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02937 


—-MESSAGE FILE 4226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002938 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Scaredy Pants 

Date: Wed, 04 Nov 1998 10:51:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <364031C5.5F376416@easynet.co.uk> 
References: <363f5230.21146236@news.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Richard Cutting wrote: 


> I've been playing Resident Evil 2 all afternoon and now I'm scared to 
> go to bed.... 

> 

> God that is a good videogame ! <Thinks, now how the f**k can I ever do 
> anything like that on the Yaroze... > 

> 

> Richard. 

> http://www.netyaroze-europe.com/~rcutting 


Yes, there's some real jumps in this one. But I still find the first one 
has more atmosphere and is in places more scary (like when you go down to 
the basement and into the kitchen and there's this terrifying music that 
just scares the crap out of you when you first go down there...and then it 
cuts to something rushing down the stairs towards you - it's like 
something out of a nightmare.) 


Phil 


—-MESSAGE FILE 4226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02938 


—-MESSAGE FILE 4227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002939 

Path: chuka.playstation.co.uk!news 

From: "DASI" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 4 Nov 1998 12:17:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <71lpglcS$9iv17@chuka.playstation.co.uk> 

References: <711d42S9iv7@chuka.playstation.co.uk> <ldhylus.lvdhpufkgx6mmN@al-88-123. 
al.nl> 

NNTP-Posting-Host: pE6s01la01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis wrote... 


>Well, I don't agree with DASI! 

>In his example you still get about 30% of the original price and that is 
>very fair. But in real-life, you could expect a discount of a fiver. And 
>in his example he would never get 15 discount since this is a 
>year-related game. I bought FiFa 96 last year and I paid a fiver for it. 
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>And I would not pay any more for it since it is this obvious how old it 


>is. 
Hi DEnnis 


Yeah, maybe 


I was being a bit optimistic, but there's no reason you 


shouldn't be able to get 30% back on a recent release if you shop around, 


though. 
Sorry about 


all those tedious examples I posted yesterday. Probably 


something to do with the brain-numbing effects of the stinking cold I 


have... 


Interesting 
:-) 


DASI 


2nd hand system in Holland. Obviously a very enlightened people 


dasi@globalnet.co.uk 


"Red wizard needs food badly! Red wizard is about to die!" 


—-MESSAGE FILE 4227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02939 


—-MESSAGE FILE 4228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002940 


Path: chuka.playstation.co.uk!news 
From: Phil Gooch <philg@easynet.co.uk> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
group work + trip to scotland 


Date: Wed, 04 Nov 1998 12:39:04 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 19 

Message-ID: 
References: 
roze-europe. 


<36404AE8 .A78B7EBD@easynet.co.uk> 
<363cbed9.11555162@www.netyaroze-europe.com> <363f94ea.7257589@www.netya 
com> 


NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Barry Stuart Swan wrote: 


> ok, forgive me changing names + addresses all the time, Im just an 

> idiot searching for free emails everywhere. (plus newsgroup reader has 
> borther's info in it) 

> 

> The best place to contact me from now on (until christmas) is work 

> email - feel free to send attachments as Im not paying for connection 
> time! 

> 


What!! Rob's finally got himself a job?! Surely not. What are you doing at 
Xerox (I take it that is your work email address)? 


Phil 


—-MESSAGE FILE 4228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02940 


—-MESSAGE FILE 4229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002941 


Path: chuka. 


playstation.co.uk!news 


From: Phil Gooch <philg@easynet.co.uk> 


Newsgroups: 


scee.yaroze.freetalk.english 
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Subject: Re: Grav Compo Latest 

Date: Wed, 04 Nov 1998 12:48:13 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 
Message-ID: <36404D0D. 9A1B743F@easynet.co.uk> 

References: <7llaqq$9iv4@chuka.playstation.co.uk> <71l1lbfh$9iv6é@chuka.playstation.co. 
uk> <71lmgm8S9iv8@chuka.playstation.co.uk> <ldhymsj.16cf8eclc8pta5N@al-—88-123.al.nl> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


when I load 1.3 I get an error wile loading. I can't even play this 
version. I use Mac and CW.. Any cluess?? 


DEnnis.. 


PS. I'm darn good with the older version (although not as good as 
robert) 


VVVVVVV 


Yes, I get exactly the same problem with the Mac and PSComUtil. 
Everything loads and then it crashes on startup with an instruction 
exception error. 


Had a similar problem with Nick Slaven's GDUK entry. 


Time to get a PC I think 


Phil 


—-MESSAGE FILE 4229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02941 


—-MESSAGE FILE 4230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002942 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 04 Nov 1998 17:23:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <36408D84.D60@manc.u-net.com> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363F14AC.41ED@manc.u-net.com> <71 
nq8t$9iv1l3@chuka.playstation.co.uk> <ldhyllp.1joz4g71k7h0emN@al1-88-123.al.nl1> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> > James wrote this 

> > >Nun 1: Where's the soap? 
> > >Nun 2: Yes it does. 


> Just cut the crap and tell it.. I want to know it to. 


Erm, that's the whole joke DEnnis!! Think of how "where's" sounds the 
same as "wears", and set your mind mode to "extremely dirty". 

Damn, I hate it when jokes get explained 8-) 

It's a play on the English language so we wouldn't expect you to 

get it too easily. I remember hearing it way back in school and 
laughing that "I'm pretending to get it" type laugh you hear so 

often with dirty jokes. I worked it out some time later having 
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gained a little worldly wisdom however չ-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02942 


-—-MESSAGE FILE 4231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002943 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Grav Compo Latest 

Date: Wed, 04 Nov 1998 17:23:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <36408D8A.7B09@manc.u-net.com> 

References: <7llaqq$9iv4@chuka.playstation.co.uk> <71llbfh$9iv6@chuka.playstation.co. 
uk> <71lmgm8S9iv8@chuka.playstation.co.uk> <ldhymsj.16cf8eclc8pta5N@al—88-123.al.nl> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 

> 

> when I load 1.3 I get an error wile loading. I can't even play this 
> version. I use Mac and CW.. Any cluess?? 


You're saying you've never got v1.3 to work? You're missing out 

on some top demo replay / recording action. The game is exactly 

the same as vl.1 though (same crappy graphics), except there's now a 
reverse thrust (triangle button), and NTSC mode boasts exactly the 
same physics as PAL (maybe I should work for Nintendo...). Plus a few 
additions like screen adjust and it holds your records on the menu 
screen with a little piccy of the map, and a lot of code optimisation. 


You should have told me ages ago that it didn't work. I can't 

help you though as it works fine with SIOCONS. The only problem 
people have had (that actually let me know about it) is that it won't 
rerun with just "go", you have to load the GRAV executable too (by 
typing SIOCONS QUICK) 


Can /anyone/ that uses PsComUtil get v1.3 and v1.3DR to work? 
If not does anyone know how I can fix it? If so, then the only 
suggestion I have DEnnis is try loading it all after a full PSX 
reset -- I've found sometimes that fixes problems like that. 


I'd hate to think that Mac owners cannot enter the Grav Championship. 
The tables are filling up nicely, and there's plenty of prizes on 
offer, and even the crappest of players stand a chance of winning TOCA, 
and a few prizes have already been won! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 4231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02943 


—-MESSAGE FILE 4232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002944 
Path: chuka.playstation.co.uk!news 
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From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Scaredy Pants 

Date: Wed, 04 Nov 1998 18:35:54 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <36409e56.14537363@news.playstation. 
References: <363f5230.21146236@news.playstation. 
on.co.uk> 

NNTP-Posting-Host: host5-171-230-210.btinternet 


X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 3 Nov 1998 21:01:28 "Tones" 


> 

>One game you DEFINATELY shouldn't play b4 
> 

>Cheers 

> 

>Tones 8) 

> 


-0000, 


Page 2692 


co.uk> 
co.uk> <7lnqmf$9ivl4@chuka.playstati 


. com 


<caz.tones@cwmail.com> 


beddy-byes. 


In my opinion there was nothing chilling in the Resident Evil games, 


they were just shocking, 


The two encounters with the Tyrant had my heart thumping like hell 


which they were excellent at. 


in 


the fisrt game though. And the atmosphere at the beginning of it was 


so cold. 


The second game had more shocks than the first but the first was more 


atmospheric. 


Don't you think the guy in the gun shop at the beginning 


of the game seems like he's gonna get you as he walks toward you 


saying "Sorry about that", 


Safe! 


Tanvir Khan 


as enter the shop! 


Ha hah ha. 


Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 4232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02944 


-—-MESSAGE FILE 4233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002945 
Path: chuka.playstation.co.uk!news 


X-Newsreader: Forte Free Agent 1.11/32.235 


>++++++++++++++++++++++++++4+++++++++ 
>"BTW I am not a SCEE members imagination, 
> - Tanvir Khan, 1998 


Hi, 


How 
It wasn't a joke when I said that, 
really mind you using it but it's amusing. 


Safe! 


From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Wed, 04 Nov 1998 18:36:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36409e92.14597338@news.playstation.co.uk> 
References: <71lntvcS9iv15@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-210.btinternet.com 


I'm me." 


long are you gonna use this quote for. Anyway why do you use it? 
I was serious. 


Anyway I don't 
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Tanvir Khan Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


-—-MESSAGE FILE 4233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02945 


-—-MESSAGE FILE 4234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002946 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 4 Nov 1998 20:26:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <71lqd0qSpskl1@chuka.playstation.co.uk> 

References: <711d42$9iv7@chuka.playstation.co.uk> <363F14AC.41ED@manc.u-net.com> <71 
nqg8t$9ivl3@chuka.playstation.co.uk> <ldhyllp.1ljoz4g71k7h0emN@al-—88-123.al.nl> <36408 
D84.D60@manc.u-net.com> 

NNTP-Posting-Host: asnl-164.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Wrote 

>I remember hearing it way back in school and 

>laughing that "I'm pretending to get it" type laugh you hear so 
>often with dirty jokes. I worked it out some time later having 
>gained a little worldly wisdom however ;-) 


Ha Ha! Many a time have I heard this kind of laughter!!! (often uttered from 
my own mouth...) 


Incidentally, the bloke who told me the joke told me he didn't get it until 


he was 24. I'm 22, so I figure I must be reasonably well informed for my 
age! 11 |) 
Cheers!! 
Tones 8) 
Carlsberg Lager -- sorry, couldn't think of anything to write - the can 


of lager on my desk was the only thing I could think of!! 


PS : No criticisms on my preferred drinking choice, now ;) 
PPS : I can see a huge response from that!!! Hehehe 8) 


—-MESSAGE FILE 4234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02946 


-—-MESSAGE FILE 4235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002947 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Grav Compo Latest 

Date: Wed, 04 Nov 1998 20:59:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <3640B209.6059F421@augsburg.baynet.de> 

References: <7llaqqS9iv4@chuka.playstation.co.uk> <71lbfh$9iv6@chuka.playstation.co. 
uk> <71lmgm8S9iv8@chuka.playstation.co.uk> <ldhymsj.16cf8eclc8pta5N@al—88-123.al.nl> 
<36408D8A.7B09@manc.u-net.com> 

NNTP-Posting-Host: dial022.augsburg.baynet.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


On PC it works fine with PSComUtil..., but sorry, i have no idea, what can 
be done to fix that problem on Mac. 


Andy 


Can /anyone/ that uses PsComUtil get v1.3 and v1.3DR to work? 
If not does anyone know how I can fix it? If so, then the only 
suggestion I have DEnnis is try loading it all after a full PSX 
reset -- I've found sometimes that fixes problems like that. 


—-MESSAGE FILE 4235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02947 


-—-MESSAGE FILE 4236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002948 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: group work + trip to scotland 

Date: Wed, 04 Nov 1998 23:38:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3640e50d.2254946@www.netyaroze-europe. com> 

References: <363cbed9.11555162@www.netyaroze-europe.com> <363f94ea.7257589@www.netya 
roze-europe.com> <36404AE8.A78B7EBD@easynet.co.uk> 

NNTP-Posting-Host: userp127.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>What!! Rob's finally got himself a job?! Surely not. What are you doing at 
>Xerox (I take it that is your work email address)? 


only until christmas. Its close by, low hassle,pays ok. Im doing dtp 
work on various packages. Its annoying working with such cretins but 
hey, its a laugh. 


I workedf there last summer and when I applied there this time again 
for temporary work they wanted to give me a permanent contract. I 
thought 'yeah I bet you do seeing as 80% of your other permanents are 
rubbish' so i kindly declined on the perm side. 


Rob Swan 
—-MESSAGE FILE 4236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02948 


-—-MESSAGE FILE 4237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002949 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Thu, 5 Nov 1998 21:29:14 +0200 

Organization: Debri Productions 

Lines: 30 

Message-ID: <ldilgcy.1lftvet8qqr7qkN@al-88-136.al.nl> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363F14AC.41ED@manc.u-net.com> <71 
nqg8t$9iv1l3@chuka.playstation.co.uk> <ldhyllp.1ljoz4g71k7h0emN@al-—88-123.al.nl> <36408 
D84.D60@manc.u-net.com> 

NNTP-Posting-Host: 81-88-136.81.ոլ 

X-Newsreader: MacSOUP 2.3 


James Shaughnessy <james@manc.u-net.com> wrote: 


> DEnnis Brinkhuis wrote: 
> > > James wrote this 
> > > >Nun 1: Where's the soap? 


Net Yaroze newsgroups message dump.txt Page 2695 
> > >Nun 2: Yes it does. 
> Just cut the crap and tell it.. I want to know it to. 


> 
> 
> 
> 
> Erm, that's the whole joke DEnnis!! Think of how "where's" sounds the 
> same as "wears", and set your mind mode to "extremely dirty". 

> Damn, I hate it when jokes get explained 8-) 

> It's a play on the English language so we wouldn't expect you to 

> get it too easily. I remember hearing it way back in school and 

> laughing that "I'm pretending to get it" type laugh you hear so 

> often with dirty jokes. I worked it out some time later having 

> gained a little worldly wisdom however ;-) 

> 
> 


Jim 


Darn, me stupid Dutchman! | 

And normally I get a lot of these types of jokes. I love bottom and the 
more I watch them, the more I understand. After seeing the tapes (13 in 
total) about twenty times, I still notice new things that I did not 
understood before. Maybe I just don't have the busfare ;-) 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 4237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02949 


—-MESSAGE FILE 4238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002950 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Grav Compo Latest 

Date: Thu, 5 Nov 1998 21:29:21 +0200 

Organization: Debri Productions 

Lines: 26 

Message-ID: <ldilgjo.lqq8pfg4zr20wN@al-—88-136.al.nl> 

References: <7llaqq$9iv4@chuka.playstation.co.uk> <71l1lbfh$9iv6é@chuka.playstation.co. 
uk> <71lmgm8$S9iv8@chuka.playstation.co.uk> <ldhymsj.16cf8eclc8pta5N@al—88-123.al.nl> 
<36404D0D. 9A1B743F@easynet.co.uk> 

NNTP-Posting-Host: 81-88-136.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Phil Gooch <philg@easynet.co.uk> wrote: 


DEnnis Brinkhuis wrote: 


when I load 1.3 I get an error wile loading. I can't even play this 
version. I use Mac and CW.. Any cluess?? 


DEnnis.. 


PS. I'm darn good with the older version (although not as good as 
robert) 


VV V V V V V 


Yes, I get exactly the same problem with the Mac and PSComUtil. 
Everything loads and then it crashes on startup with an instruction 
exception error. 


Had a similar problem with Nick Slaven's GDUK entry. 


VVVVVVVVVVVVVVV VV 


Time to get a PC I think 


NOOOOOOOOOooooooooooo, try an emulator. But don't get any further than 
that!! 
չ-) 


DEnnis.. 
—-MESSAGE FILE 4238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02950 
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—-MESSAGE FILE 4239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002951 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Grav Compo Latest 

Date: Thu, 5 Nov 1998 21:29:32 +0200 

Organization: Debri Productions 

Lines: 55 

Message-ID: <ldilglp.ilmskhnelgq5SwldcN@al1-88-136.al.nl1> 

References: <7llaqq$9iv4@chuka.playstation.co.uk> <71l1lbfh$9iv6@chuka.playstation.co. 
սք» <71lmqm8$9iv8@chuka.playstation.co.uk> <ldhymsj.16cf8eclc8pta5N@al-—88-123.al.nl> 
<36408D8A.7B09@manc.u-net.com> 

NNTP-Posting-Host: al-88-136.al.nl 

X-Newsreader: MacSOUP 2.3 


James Shaughnessy <james@manc.u-net.com> wrote: 


DEnnis Brinkhuis wrote: 

> 

> when I load 1.3 I get an error wile loading. I can't even play this 
> version. I use Mac and CW.. Any cluess?? 


You're saying you've never got v1.3 to work? You're missing out 

on some top demo replay / recording action. The game is exactly 

the same as vl.1 though (same crappy graphics), except there's now a 
reverse thrust (triangle button), and NTSC mode boasts exactly the 
same physics as PAL (maybe I should work for Nintendo...). Plus a few 
additions like screen adjust and it holds your records on the menu 
screen with a little piccy of the map, and a lot of code optimisation. 


VVVVVVVVVV VV 


Yeah!! rub it in!! I was feeling so darn stopid that I could not get it 
to work. And I really wanted to enter the compo... (maybe do comming 
back at that PC-thing) 


> You should have told me ages ago that it didn't work. 


I know, but you can't imagine how stupid I feel. I don't know anything 
about coding and after the CW-bit I did not want to bug anybody again 
with my errors.. I feel so stopid! 


I can't 
help you though as it works fine with SIOCONS. The only problem 
people have had (that actually let me know about it) is that it won't 
rerun with just "go", you have to load the GRAV executable too (by 
typing SIOCONS QUICK) 


Can /anyone/ that uses PsComUtil get v1.3 and v1.3DR to work? 
If not does anyone know how I can fix it? If so, then the only 
suggestion I have DEnnis is try loading it all after a full PSX 
reset -- I've found sometimes that fixes problems like that. 


elieve me, I tried it all. And.. using PScomUtil forces me to do a full 
SX reset after every upload. 


UVWVVVVVVV VV V V 


I'd hate to think that Mac owners cannot enter the Grav Championship. 
The tables are filling up nicely, and there's plenty of prizes on 
offer, and even the crappest of players stand a chance of winning TOCA, 
and a few prizes have already been won! 


VVVYV 


A second reason why I kept still is that I don't want to start the Mac 
vs. PC again. I will ask Paul Harvey (~macpaul) as he is one of the big 
Mac-Yarozes out here. I just think he won't be able to do anything yet 
about it, since he's just about to become father for the 2nd time. 
Cheers, 


DEnnis.. 


> Jim 
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-—-MESSAGE FILE 4239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02951 


—-MESSAGE FILE 4240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002952 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Thu, 5 Nov 1998 21:29:41 +0200 

Organization: Debri Productions 

Lines: 25 

Message-ID: <ldilgxt.lwlg00rigkffjN@al-—88-136.al.nl> 

References: <71lntvcS9iv1l5@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> 
NNTP-Posting-Host: al-88-136.al.nl 
X-Newsreader: MacSOUP 2.3 


Tanvir Khan <2bad@lineone.net> wrote: 


>+++++++++++++++++++++++++++++++++++ 
>"BTW I am not a SCEE members imagination, I'm me." 
> - Tanvir Khan, 1998 


Hi, 
How long are you gonna use this quote for. Anyway why do you use it? 


It wasn't a joke when I said that, I was serious. Anyway I don't 
really mind you using it but it's amusing. 


Safe! 


VVVVVVVVVVV VV 


Wha??? what are you on about Tanvir?? do or don't you like that quote. 
To be honest, I just saw it for the first time and I think it's great!! 
And to get your selfconfidence a bit up again.. Our coding-team made up 
a name based on your system!! Let me introduce... 

TEAM PARC! !!! 

Yes, I'm serious!! 


"But I think none of you realy know what it means". 

— Tanvir Khan, 1998 

—-MESSAGE FILE 4240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02952 


—-MESSAGE FILE 4241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002953 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Fri, 06 Nov 1998 13:13:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3642F5EF.80AFD536@cwcom.net> 

References: <7intvcS$9iv15@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> <ldilgxt.1lwlg00rigqkffjIN@al-—88-136.al.nl1> 

NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Tanvir Khan <2bad@lineone.net> wrote: 


> Safe! 


> 
> 
> 
> > 


Ha Ha!! 
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Safe! - <sigh> 


Tones 8) 
Oh dear, oh dear, oh dear.... 


-—-MESSAGE FILE 4241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02953 


—-MESSAGE FILE 4242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002954 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: And the winners are....??? 

Date: Fri, 6 Nov 1998 15:55:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7lvé62mS$psk5@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


Does anyone know who the winners of GDUK are??? I've been to the site but 
there is no info :-(. 


Anyway, if you won the best NY game congratulations. 


Bob 

Robert Shand 

Class Rep - First year Computer Game Technology 
ABERTAY-DUNDEE UNIVERSITY 

298rcs@tay.ac.uk 


-—-MESSAGE FILE 4242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02954 


-—-MESSAGE FILE 4243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002955 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GDUK Results 

Date: Fri, 06 Nov 1998 15:54:52 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <71lvé5pSpsk6@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Afternoon, 


Just to make sure no-one beats me to it. Congrats. Chris Chadwick for 
picking up the 'Best Yaroze Game' prize AND the 'Best Overall Game' 
prize at GDUK. I was a bit surprised. I honestly thought Adventure Game 
was a dead cert, but there you go. It was good exposure for the Yaroze 
anyway. I can't help feeling sorry for Nick and Rob though. Never mind. 
As consolation, you can both try and pick up a prize at the Grav compo. 


Oh, and sign up for the NYoosletter while you're at it. Don't bother 
reading it this week though; it's shite (more so than usual). 
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Cheers, 


Rob Ryan. 


"Why ye mutious dogs. From now on I'll be requiring hairnets." 
-—-MESSAGE FILE 4243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02955 


—-MESSAGE FILE 4244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002956 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK Results 

Date: Fri, 6 Nov 1998 16:09:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <71lv6s7Spsk7@chuka.playstation.co.uk> 
References: <7lv65pSpsk6@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3149.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 
>Just to make sure no-one beats me to it. 


Oh shit, only a minute late. That's annoyed me. Oh well congratulations 
must go to Chris and all those who actually entered, unlike me :-) 


Bob 

Robert Shand 

Class Rep - First year Computer Game Technology 
ABERTAY-DUNDEE UNIVERSITY 

298rcs@tay.ac.uk 


—-MESSAGE FILE 4244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02956 


--MESSAGE FILE 4245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002957 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK Results 

Date: Fri, 06 Nov 1998 21:10:49 +0000 

Organization: philg@nospam.easynet.co.uk 

Lines: 29 

Message-ID: <364365D6.CD29C5C@nospam.easynet.co.uk> 

References: <7lvé65pSpsk6@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Robert Ryan wrote: 
Afternoon, 


Just to make sure no-one beats me to it. Congrats. Chris Chadwick for 
picking up the 'Best Yaroze Game' prize AND the 'Best Overall Game' 
prize at GDUK. I was a bit surprised. I honestly thought Adventure Game 
was a dead cert, but there you go. It was good exposure for the Yaroze 
anyway. I can't help feeling sorry for Nick and Rob though. Never mind. 


VV VV V V V 
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> As consolation, you can both try and pick up a prize at the Grav compo. 


I'm surprised too, but then again the award is for best game and not 
necessarily best technical showcase. I haven't seen the latest version of 
Blitter Boy so I can't really comment, but the version that won the Edge 
compo was nowhere near as much fun to play as Adventure Game. And Rob only 
spent 4 weeks writing it, whereas Chris has had the best part of a year to 
perfect Blitter Boy. 


Still, well done to Chris for winning both awards. Incredible achievement. 
Shows that you don't necessarily have to be a 3D or Assembler god to write 
a great game. 


Let's hope though that there's some fresh blood entering the next Edge 
compo (if they have one) and GDUK 1999. 


Phil 


—-MESSAGE FILE 4245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02957 


—-MESSAGE FILE 4246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002958 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: More unix questions 

Date: Fri, 06 Nov 1998 21:32:11 -0500 

Organization: Identical Software 

Lines: 11 

Message-ID: <3643B12B.23FFA407@identicalsoftware.com> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2958 scea.yaroze.freetalk 
21046 


I downloaded some Unix Net Yaroze tools from Charles Henrich's homepage 
and was wondering if these can made available outside of the members 
site. When I initially got my yaroze I had to use the dos tools for 


three weeks until my membership arrived. I'd like to make sure no one 
else is put in that situation. In particular I'm wondering about 
siocons and hssutils since the gnu tools are GPhed. (The documentation 


might say but I can only read English and French.) 


Dennis Payne 

dulsi@identicalsoftware.com 

(who is still waiting to gain access to the non-scea sites) 

-—-MESSAGE FILE 4246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02958 


—-MESSAGE FILE 4247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002959 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2D Graphics please ! 

Date: Fri, 6 Nov 1998 20:14:31 -0600 

Organization: Ed Federmeyer 

Lines: 22 

Message-ID: <7209n1Sje63@scea> 

References: <363CC534.D222CA10@clara.net> <ldhw5ew.1lev4g091j1ldphcN@al-—88-109.al.nl1> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Walter McGowan <waz@clara.net> wrote: 
> 


>> Hey dudes, 
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>> 


Page 2701 


>> Anybody any clues on where I can get a hold of 2D graphics for a game. 


>> The 


>> package should contain BMP format for the Net Yaroze conversion kits, 


>> with a range 
>> of various character and tiling options, 


There is a package called "SpriteLib" by a guy named (I think) Ari Feldman. 
The url is http://www.chromewave.com/new/ it's free, and if you download the 
"Windows" version, you'll get tons of BMP files with tons of 2D sprite art. 


If you are looking for "tiles", check out something called "Reptile" from 
"Sausage Software" url http://www.sausage.com/ it auto-generates some 


very trippy background tile textures. 


EdF 


—-MESSAGE FILE 4247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02959 


—-MESSAGE FILE 4248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002960 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Rare fame 

Date: Sat, 07 Nov 1998 16:39:30 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 


Message-ID: <3644776b.11818756@news.playstation.co.uk> 


References: <7intvcS$9iv15@chuka.playstation.co.uk> 
on.co.uk> <ldilgxt.1lwlg00rigqkffjN@al—88-136.al.nl1> 
NNTP-Posting-Host: host5-99-58-9.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 5 Nov 1998 21:29:41 +0200, macsuppor@al.nl 


<36409e92.14597338@news.playstati 


(DEnnis Brinkhuis) 


wrote: 


>Tanvir Khan <2bad@lineone.net> wrote: 
> 


>> >++++++++++++++++++++++T+TT4T4+TTT+T4T+4+4+++ 


>> >"BTW I am not a SCEE members imagination, I'm me." 


>> > - Tanvir Khan, 1998 
>> 


>Wha??? what are you on about Tanvir?? do or don't 


you like that quote. 


>To be honest, I just saw it for the first time and I think it's great!! 
>And to get your selfconfidence a bit up again.. Our coding-team made up 


>a name based on your system!! Let me introduce... 
>TEAM PARC! | || 

>Yes, I'm serious!! 

> 


>"But I think none of you realy know what it means". 


>- Tanvir Khan, 1998 


Ha ha ha hehe.................... ahem.............. 
piss again? 


Tanvir Khan Emag Design 


are you taking the 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


-—-MESSAGE FILE 4248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02960 


—-MESSAGE FILE 4249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0002961 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Sat, 07 Nov 1998 16:39:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <364477c6.11910487@news.playstation.co.uk> 

References: <7intvcS$9iv15@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> <ldilgxt.1lwlg00riqkffjN@al—88-136.al.nl> <3642F5EF.80AFD536@cwcom.net> 
NNTP-Posting-Host: host5-99-58-9.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Ha Ha!! 

> 

>Safe! - <sigh> 

> 

>Tones 8) 

>Oh dear, oh dear, oh dear.... 
> 


What do you mean? 


Tanvir Khan Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 4249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02961 


-—-MESSAGE FILE 4250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002962 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: my website + contact 

Date: Sat, 07 Nov 1998 18:04:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <36448b52.10922373@www.netyaroze-europe. com> 
NNTP-Posting-Host: usercl136.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


while I move my stuff from the ~middex2 account, links + stuff 
probably won't be working for a while, so its not really worth 
visiting until its sorted (was it ever worth visiting?). 


Also, anyone who has my new email (the one at xerox) kindly forget it 
as it wont be answered soon. just stick to the rsl08@mdx.ac.uk one, 
cheers. 


thanks for your time, and hopefully Il have a new game up in a couple 
of weeks. 


Rob Swan 


PS, definately dont respond to the email on this post (hotmail one) 

its my brothers! 

—-MESSAGE FILE 4250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02962 


—-MESSAGE FILE 4251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002963 

Path: chuka.playstation.co.uk!news 

From: James Tait <root@wyrddreams.demon.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: The spanner returneth.... 

Date: Tue, 10 Nov 1998 00:51:16 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 11 

Message-ID: <36478E04. 654DBBEC@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Hi all, 
just thought I'd post to let folks know that I am back after a lengthy 
absence. I apologise to anyone who's been trying to get in touch with 
me but I haven't been online a great deal of late thanks to two rather 
nasty crashes in quick succession. I've got most things back to what 
they were know though (and taken numerous backups, though no doubt 
they'll all be corrupt) and should be seeing a lot more of you all. 


Take care, 


JT 
—-MESSAGE FILE 4251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02963 


—-MESSAGE FILE 4252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002964 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Tue, 10 Nov 1998 20:54:19 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <1di73e0.18 j435ilxrfnsN@al-—88-114.al.nl> 

References: <7intvcS$9iv1l5@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> <ldilgxt.lwlg00rigqkffjIN@al—-88-136.al.nl> <3644776b.11818756@news.playstati 
on.co.uk> 
NNTP-Posting-Host: al-88-114.al.nl 
X-Newsreader: MacSOUP 2.3 


Tanvir Khan <2bad@lineone.net> wrote: 


On Thu, 5 Nov 1998 21:29:41 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>Tanvir Khan <2bad@lineone.net> wrote: 

> 

>> >+++++++++++++++++++++++++++++++++++ 

>> >"BTW I am not a SCEE members imagination, I'm me." 
>> > - Tanvir Khan, 1998 


>Wha??? what are you on about Tanvir?? do or don't you like that quote. 
>To be honest, I just saw it for the first time and I think it's great!! 
>And to get your selfconfidence a bit up again.. Our coding-team made up 
>a name based on your system!! Let me introduce... 

>TEAM PARC!!!! 

>Yes, I'm serious!! 

> 

>"But I think none of you realy know what it means". 

>- Tanvir Khan, 1998 


Ha ha ha hehe................-6-- ANE|SM 5.6. sagte տարու ias are you taking the 
piss again? 


VVVVVVVVVVVVVVV VV VV VV AS 


No! I said I was serious. And we did use your system (I think we found 
the code ;-). I think your "code" is very known (although you think 
not), therefore we used it ;-) 

It's just a wink towards you. They say imitation is the best way of 
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flattery. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 4252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02964 


-—-MESSAGE FILE 4253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002965 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 11 Nov 1998 00:47:20 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <36494F18.73A3@dial.pipex.com> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363EFF8D.E2003409@easynet.co.uk> 
NNTP-Posting-Host: usero342.uk2.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Phil Gooch wrote: 


You want to try Computer Exchange in London (Rathbone Place, off Oxford St). 
They give good trade ins, and new games cost £5-10 less there than in WHSmiths 
or Dixons. 


V V V V V V 


Yesterday I traded in Adventures of Alundra and they gave me £21 for it! 
What?! I've just bought this game - brand new - and it only cost me £23.99, anyway. 


> I traded it in against R-Types (best shoot-em up ever, but one for the old school 
> 2D games enthusiasts really) 


Recently bought this gem, also. Hmmmm, R-type... 


> which they were selling for £27, so it only cost me 

> £6. 

> 

> Phil 

—-MESSAGE FILE 4253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02965 


—-MESSAGE FILE 4254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002966 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Ahhhhh!! Where is it!!! 

Date: Wed, 11 Nov 1998 17:02:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <3649C337.2E8621E6@cwcom.net> 
NNTP-Posting-Host: 193.82.133.234 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


OHmeGOD!!! 


Where has the netyaroze-europe website gone ? Has it vanished into a 
transdimensional blackhole, or is it something even MORE sinister!?!? 


Where art thou, Sony? 


Byeee! 
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Tones 8) 


—-MESSAGE FILE 4254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02966 


-—-MESSAGE FILE 4255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002967 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Wed, 11 Nov 1998 18:57:15 +0000 

Organization: The Hex Heroes 

Lines: 10 
Message-ID: <3649DE0B.32CA377F@writeme.com> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363EFF8D.E2003409@easynet.co.uk> 
<36494F18.73A3@dial.pipex.com> 

NNTP-Posting-Host: booboo.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Heh, heh, 
Does this give me the chance to brag about my latest purchase - I THINK SO! 


N20 (Brand-new) - 16.99! 
(Yes, there is a god - and he gave Edinburgh a nice new HMV) 


James. 


—-MESSAGE FILE 4255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02967 


—-MESSAGE FILE 4256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002968 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Wed, 11 Nov 1998 19:02:39 +0000 

Organization: The Hex Heroes 

Lines: 17 
Message-ID: <3649DF4F.24CDBO90@writeme.com> 

References: <7intvcS$9iv15@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> <ldilgxt.1lwlg00rigqkffjIN@al—-88-136.al.nl> <3644776b.11818756@news.playstati 
on.co.uk> <1di73e0.185435ilxrfnsN@al—88-114.al.nl1> 

NNTP-Posting-Host: booboo.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


DEnnis Brinkhuis wrote: 


No! I said I was serious. And we did use your system (I think we found 
the code ;-). I think your "code" is very known (although you think 
not), therefore we used it ;-) 

It's just a wink towards you. They say imitation is the best way of 
flattery. 


VVVVV 


They also say 'let sleeping dogs lie'. 


(but I've never been one to believe Them anyway...) 


Mint! 
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James. 


-—-MESSAGE FILE 4256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02968 


-—-MESSAGE FILE 4257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002969 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The spanner returneth.... 

Date: Wed, 11 Nov 1998 19:27:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3649e519.40232311@news.playstation.co.uk> 
References: <36478E04.654DBBEC@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


hey man! any gossip on mdx lately? 


On Tue, 10 Nov 1998 00:51:16 +0000, James Tait 
<root@wyrddreams.demon.co.uk> wrote: 


>Hi all, 

> just thought I'd post to let folks know that I am back after a lengthy 
>absence. I apologise to anyone who's been trying to get in touch with 
>me but I haven't been online a great deal of late thanks to two rather 
>nasty crashes in quick succession. I've got most things back to what 
>they were know though (and taken numerous backups, though no doubt 
>they'll all be corrupt) and should be seeing a lot more of you all. 

> 

>Take care, 

> 

>JT 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02969 


—-MESSAGE FILE 4258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002970 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Ahhhhh!! Where is it!!! 
Date: Wed, 11 Nov 1998 20:30:16 +0000 
Organization: DMA Design Ltd 

Lines: 13 

Message-ID: <3649F3D8.5756@dma-design.com> 
References: <3649C337.2E8621E6@cwcom.net> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tones wrote: 

> 

> OHmeGOD!!! 

> 

> Where has the netyaroze-europe website gone ? Has it vanished into a 
> transdimensional blackhole, or is it something even MORE sinister!?!? 


I don't know about your galaxy, but up here we can access it fine... :-? 


Brian @ DMA 
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լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02970 


—-MESSAGE FILE 4259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002971 

Path: chuka.playstation.co.uk!news 

From: James Tait <root@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The spanner returneth.... 

Date: Wed, 11 Nov 1998 21:46:38 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 12 

Message-ID: <364A05BE. 9C6E328@wyrddreams.demon.co.uk> 

References: <36478E04.654DBBEC@wyrddreams.demon.co.uk> <3649e519.40232311@news.plays 
tation.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


All quiet on that front, though thanks for mentioning it - I need to 
get hold of Peter Passmore and Carl Evans and ask if they'll give me a 
reference. *80) 


Take care, 

JT 

(Alan) Yep Luen Yuen wrote: 

Ü hey man! any gossip on mdx lately? 
> 


--MESSAGE FILE 4259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02971 


--MESSAGE FILE 4260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002972 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Thu, 12 Nov 1998 01:22:05 +0200 

Organization: Debri Productions 

Lines: 24 

Message-ID: <ldicw7o.y6iz4ulauar94N@al-—88-118.al.nl1> 

References: <71lntvcS9iv15@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> <ldilgxt.lwlg00rigqkffjIN@al-88-136.al.nl> <3644776b.11818756@news.playstati 
on.co.uk> <1di73e0.183435ilxrfnsN@al-88-114.al.nl> <3649DF4F.24CDBO90@writeme.com> 
NNTP-Posting-Host: 81-88-118.81.ոլ 
X-Newsreader: MacSOUP 2.3 


James Rutherford <hexheroes@writeme.com> wrote: 


DEnnis Brinkhuis wrote: 


No! I said I was serious. And we did use your system (I think we found 
the code ;-). I think your "code" is very known (although you think 
not), therefore we used it ;-) 

It's just a wink towards you. They say imitation is the best way of 
flattery. 


VV V V V 


They also say 'let sleeping dogs lie'. 
(but I've never been one to believe Them anyway...) 


Mint! 


VVVVVVVVVVV NV VV 


James. 
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Well, I'm one of those guys that always needs to wake up the sleeping 
dogs to get them to play with me. I'm the kind of guy that game my mom a 
hard time and a lot of respect (respect from others that she could 
handle me ;-) 


DEnnis... 
—-MESSAGE FILE 4260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02972 


—-MESSAGE FILE 4261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002973 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ahhhhh!! Where is it!!! 

Date: Thu, 12 Nov 1998 01:22:07 +0200 

Organization: Debri Productions 

Lines: 22 

Message-ID: <ldicwby.lvxjwam1x0zmv4N@al-88-118.a1l.nl> 
References: <3649C337.2E8621E6@cwcom.net> 
NNTP-Posting-Host: al—-88-118.al.nl 

X-Newsreader: MacSOUP 2.3 


Tones <caz.tones@cwcom.net> wrote: 


> OHmeGOD!!! 

> 

> Where has the netyaroze-europe website gone ? Has it vanished into a 
> transdimensional blackhole, or is it something even MORE sinister!?!? 
> 

> Where art thou, Sony? 

> 

> Byeee! 

> 

> Tones 8) 


Heheheheh, I used to log on on the most uncommon times. Sometimes I got 
in the directory, instead of on the page. It happened too me a few times 
already.. 


So it's not me I guess.. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 4261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02973 


—-MESSAGE FILE 4262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002974 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Team-directory at SCEE 21212 

Date: Thu, 12 Nov 1998 01:22:08 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldicwhv. jkpsh4lagn8v8N@al-88-118.al.nl> 
NNTP-Posting-Host: al—-88-118.al.nl 

X-Newsreader: MacSOUP 2.3 


Sony put somewhere on their page that you could get a shared directory 
if you are working with a team. Well, we are working in a team and a 
shared directory would be a great help. But... we can't get one!! I'm 
sending mails to all the mail-adresse at SCEE I have, but nobody 
replies! I started more than 3 months ago and still no replies!! 

I'm now thinking about using a public directory since SCEE is not realy 
helping. I know it's not legal to put demo's on public places, but I 
don't see another way. And we did try!! 

Anybody any experiance with this? 
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DEnnis... 
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-—-MESSAGE FILE 4262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02974 


—-MESSAGE FILE 4263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002975 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Rare fame 

Date: Thu, 12 Nov 1998 18:43:41 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 


Message-ID: <72fab5$5bg2@chuka.playstation.co.uk> 


References: <7lintvcS$9iv15@chuka.playstation.co.uk> ՀՅ6409692. 
լ» <3644776b. 
լ» <3649DF4F. 


on.co.uk> <ldilgxt.1lwlg00riqkffjIN@al—88-136.al1.nl] 
on.co.uk> <1di73e0.183435ilxrfnsN@al-—88-114.al1.nl] 
NNTP-Posting-Host: dialup137-29.saqnet.co.uk 


X-Newsreader: Microsoft Outlook Express 4.72.3115.0 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <3649DF4F.24CDBO090@writeme 


> 
>They also say 'let sleeping dogs lie'. 


Anyone see "Old Yeller" (sic)? BLAM!!! 


>Mint! 


Humbug! Cola bottle! Spira! (etc) 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
ՀՀԻՀԻԻՀԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻ-Ի-Ի 
"Safe!" 

- Tanvir Khan, 1998 


14597338@news.playstati 
11818756@news.playstati 
24CDBO90@writeme.com> 


-com>... 


—-MESSAGE FILE 4263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02975 


—-MESSAGE FILE 4264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002976 
Path: chuka.playstation.co.uk!news 
From: "Brian" <Brian_E_ Baker@yahoo.com> 


Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 


Subject: Re: More unix questions 

Date: 12 Nov 1998 19:21:35 GMT 

Organization: Very Little 

Lines: 24 

Message-ID: <0Olbe0c29$£46980e0S0a6496c0@thumper> 


References: <3643B12B.23FFA407@identicalsoftware.com> 


NNTP-Posting-Host: snuffle.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2976 scea.yaroze.freetalk 


21049 


Dennis Payne <dulsi@identicalsoftware.com> wrote 
<3643B12B.23FFA407@identicalsoftware.com>... 


in article 


> I downloaded some Unix Net Yaroze tools from Charles Henrich's homepage 
> and was wondering if these can made available outside of the members 


> site. 
<snip> 
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> Dennis Payne 
> dulsi@identicalsoftware.com 
> (who is still waiting to gain access to the non-scea sites) 


Is there a URL for these Unix tools? I was hoping to use Linux instead of 
DOS/Widoze as I find the tools under Unix (which I'm used to) much more 
powerful for programming / software development. e.g. XEmacs, CVS. Also the 
operating system as a whole is a lot more stable. Okay so the GUI is a bit 
naff and configuration not the simplest but you get a lot for your money 
:-) 


Brian (hoping to get access to non-SCEE sites) 


P.S. This is not a Troll, I want no part in a pointless holy war. 


—-MESSAGE FILE 4264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02976 


-—-MESSAGE FILE 4265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002977 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rare fame 

Date: Thu, 12 Nov 1998 21:14:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <72f£j3i0S5bg4@chuka.playstation.co.uk> 

References: <7intvcS$9iv1l5@chuka.playstation.co.uk> <36409e92.14597338@news.playstati 
on.co.uk> <ldilgxt.1lwlg00riqkffjIN@al—88-136.al.nl> <3644776b.11818756@news.playstati 
on.co.uk> <1di73e0.183435ilxrfnsN@al—-88-114.al.nl> <3649DF4F.24CDBO90@writeme.com> < 
72fab5$5bg2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.232.122.196 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <72fab5S5bg2@chuka.playstation.co.uk>... 
>Anyone see "Old Yeller" (sic)? BLAM!!! 


Huh ??? 
>>Mint! 
Laff 

Nick S 


I am Egghead Vann Stinkr (anag) 


—-MESSAGE FILE 4265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02977 


—-MESSAGE FILE 4266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002978 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: More unix questions 

Date: 12 Nov 1998 22:47:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <slrn74mpcs.b70.tjs@longford.cs.monash.edu.au> 

References: <3643B12B.23FFA407@identicalsoftware.com> <0lbe0c29$£46980e0S0a6496c0@th 
umper> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2978 scea.yaroze.freetalk 
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On 12 Nov 1998 19:21:35 GMT, Brian <Brian_E_Baker@yahoo.com> wrote: 

> 

> 

>Dennis Payne <dulsi@identicalsoftware.com> wrote in article 

>Is there a URL for these Unix tools? I was hoping to use Linux instead of 
>DOS/Widoze as I find the tools under Unix (which I'm used to) much more 
>powerful for programming / software development. e.g. XEmacs, CVS. Also the 
>operating system as a whole is a lot more stable. Okay so the GUI is a bit 
>naff and configuration not the simplest but you get a lot for your money 
>:-) 


>Brian (hoping to get access to non-SCEE sites) 


>P.S. This is not a Troll, I want no part in a pointless holy war. 


With all this talk about unix based development, you'd think that sony'd 
think about actually supporting it. 


At the moment, there's no centralised information, unfortunately. I've got some 
miscelaneous python scripts for doing various things. There's a gimp plugin and 
a PPM to TIM converter available. Someone I know has started work on a TMD util 
of some kind. I've had problems with all the siocons equivalents that I've 
seen, including the one that I (partially) wrote. psxfer works fine though. As 
far as I'm aware, nobody's tested the dos tools running under wine or dosemu, 
which might be another alternative. There are also tools for talking to an 
Action Replay available, if that's something you're interested in. 


Toby. 
—-MESSAGE FILE 4266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02978 


—-MESSAGE FILE 4267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002979 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Fri, 13 Nov 1998 00:38:12 +0100 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldibqbi.16s2wcklhxwy18N@al-88-107.a1l.nl> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363EFF8D.E2003409@easynet.co.uk> 
<36494F18.73A3@dial.pipex.com> 
NNTP-Posting-Host: 81-88-107.81.ու 
X-Newsreader: MacSOUP 2.3 


Hey, 


Why don't you British set up an exchange program? 

Just one of you make a gueast-book on an internet-page just to advertise 
second hand games. Most of you are very deep into games and own a 
complete pile of games. Put your mail-adress with it and you can find 
others that want to buy, sell or exchange games.. 


DEnnis.. 
—-MESSAGE FILE 4267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02979 


—-MESSAGE FILE 4268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002980 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Fri, 13 Nov 1998 00:45:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Message-ID: <72fvhg$5bg7@chuka.playstation.co.uk> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363EFF8D.E2003409@easynet.co.uk> 
<36494F18.73A3@dial.pipex.com> <3649DE0B.32CA377F@writeme.com> 

NNTP-Posting-Host: dialup137-86.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>N20 (Brand-new) - 16.99! 
>(Yes, there is a god - and he gave Edinburgh a nice new HMV) 


I've just got into buying US games direct via mail-order. Tronix 
(www.tronixweb.com) have given me no gyp so far, and their cheapo FedEx 
rates mean the games get here in 2-3 days tops. 


MGS, Body HArvest, Silicon Valley and Xenogears at US prices? Yes 
please! 


Nick "too many games" F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
+++++++++++++++++++++++++++++++++++ 
"Safe!" 

- Tanvir Khan, 1998 


—-MESSAGE FILE 4268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02980 


-—-MESSAGE FILE 4269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002981 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: More unix questions 

Date: Thu, 12 Nov 1998 21:49:46 -0500 

Organization: Identical Software 

Lines: 28 

Message-ID: <364B9E4A. 73BA2868@identicalsoftware.com> 

References: <3643B12B.23FFA407@identicalsoftware.com> <Olbe0c29Sf46980e0S0ab6496c0@th 
umper> <slrn74mpcs.b70.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:2981 scea.yaroze.freetalk 
21051 


Toby Sargeant wrote: 
> With all this talk about unix based development, you'd think that 
sony'd think about actually supporting it. 


> 
> 
> At the moment, there's no centralised information, unfortunately. 

I'm planning on fixing this. Unfortunately I'm going away for the 
weekend so I won't be able to get a nice page up and running. But since 
there seems to be some interest I'll put up what I have. 
http://www.identicalsoftware.com/yaroze/ 

This is connected via a 28.8 modem so you probably don't want to 
download the 18MB gnu tools from there. (I figure something out when I 
get back.) Charles Henrich's page has the source along with an 
unmodified siocons and hssutils. 
http://www.scea.sony.com/net/yaroze/pages/chenrich.html 


For the gimp plugin go to: 


http://www.cerc.utexas.edu/~andrewk/psx/ 


Net Yaroze newsgroups message dump.txt Page 2713 


I'll try to put up some better instructions when I get back and I'll put 
up the pcx <-> tim utilities I wrote. 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 4269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02981 


—-MESSAGE FILE 4270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002982 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That'll be five of your pounds, sir (snigger!)..... 

Date: Fri, 13 Nov 1998 09:23:21 +0000 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <364BFA89.77BD@dma-design. com> 

References: <711d42S9iv7@chuka.playstation.co.uk> <363EFF8D.E2003409@easynet.co.uk> 
<36494F18.73A3@dial.pipex.com> <ldibqbi.16s2wcklhxwy18N@a1-88-107.al.nl1> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


DEnnis Brinkhuis wrote: 


Hey, 


Why don't you British set up an exchange program? 

Just one of you make a gueast-book on an internet-page just to advertise 
second hand games. Most of you are very deep into games and own a 
complete pile of games. Put your mail-adress with it and you can find 
others that want to buy, sell or exchange games.. 


VVVVVVVV 


I have a friend that already runs a webpage for that kind of thing: 
mainly between members of the UK-PSX mailing list though. 


The address is: 


http://www.geocities.com/SouthBeach/Lagoon/9819/pssale.html 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02982 


—-MESSAGE FILE 4271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002983 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: London Calling 

Date: Fri, 13 Nov 1998 12:25:26 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <72h8h7$5bg13@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-—Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


A couple of people have suggested having a piss-up for London and South 
East Yarozers. It'll probably be taking place next month. Give a shout 
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if you want to tag along or if you can suggest a suitable venue. 


My idea was to have a Filthy Truth style sponsored pissathon thing, 
where everyone turns up at a firkin pub with their P45, and chucks a 
couple of quid in the drinks kitty. I'm donating 20UKP (just enough to 
buy eight pints at London prices), so anyone else is welcome to meet it 
or beat it (so to speak). Maybe that's not such a good idea, but if 
you've got any better suggestions.. 


Slante', 


Rob. 


I will not defame New Orleans 
—-MESSAGE FILE 4271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02983 


-—-MESSAGE FILE 4272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002984 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ahhhhh!! Where is it!!! 

Date: Fri, 13 Nov 1998 13:11:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <364c2fd8.190440018@news.playstation.co.uk> 

References: <3649C337.2E8621E6@cwcom.net> <3649F3D8.5756@dma-—design. com> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I wonder what he has been taking, can i share some? 


On Wed, 11 Nov 1998 20:30:16 +0000, Brian Baird <brian@dma-design.com> 
wrote: 


>Tones wrote: 

>> 

>> OHmeGOD!!! 

>> 

>> Where has the netyaroze-europe website gone ? Has it vanished into a 
>> transdimensional blackhole, or is it something even MORE sinister!?!? 
> 
>I don't know about your galaxy, but up here we can access it fine... :-? 
> 

>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02984 


—-MESSAGE FILE 4273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002985 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: paper and ink 

Date: Fri, 13 Nov 1998 17:18:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <72hpk7$5bg15@chuka.playstation.co.uk> 
NNTP-Posting-Host: p9Es13a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Hi 


Videogame journalism is stinked up pretty bad, so it's good to see new 
multi-format mag 'Arcade' from future publishing, is very good. 


A host of top writers have been assembled resulting in an intelligently 
written and well balanced magazine, complete with interesting features and 
fair, unbiased review scores. It's kinda like a mixture of Empire and Edge. 


I was just wondering what fine monthly tomes you lot buy? 


I aquired a rather interesting book today, which inspired me to write the 
following... 


"Re:play Ultimate Games Graphics' (ISBN 1-85669-140-3) 


Basically, this is a book full of screenshots. It showcases graphics from 
many of history's finest videogames including goldeneye, pong, tekken, 
wipeout 2097, sim city 2000, 1080 snowboarding, streetfighter 2, outrun, and 
donkey kong, to name but a few. 


Seeing these familiar images presented together in such a stylish and 
professional way is perhaps another indication that videogames will one day 
be respected and accepted alongside other forms of popular entertainment 
(music, film, gambling, et cetera). 


Perhaps at some point games will even receive the same recognition as some 
of the more traditional forms of art, such as my acclaimed papier-mache 
lizard balloon sculpure. 


Am I mad, or is this vision of the future feasible (or desirable)? Of 
course, if this topic of conversation, is like, too heavy you could just 
tell some more 'nun' jokes, man... 77) 


Cheers, 
Derek 


dasi@globalnet.co.uk 


—-MESSAGE FILE 4273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02985 


-—-MESSAGE FILE 4274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002986 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Fri, 13 Nov 1998 17:23:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <364c6a46.22553253@news.playstation.co.uk> 
References: <72h8h7S5bg13@chuka.playstation.co.uk> 
NNTP-Posting-Host: p27-starling-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 13 Nov 1998 12:25:26 +0000, Robert Ryan 
<ben.johnson@canada.com> wrote: 


>A couple of people have suggested having a piss-up for London and South 
>East Yarozers. It'll probably be taking place next month. Give a shout 
>if you want to tag along or if you can suggest a suitable venue. 

> 

>My idea was to have a Filthy Truth style sponsored pissathon thing, 
>where everyone turns up at a firkin pub with their P45, and chucks a 
>couple of quid in the drinks kitty. I'm donating 20UKP (just enough to 
>buy eight pints at London prices), so anyone else is welcome to meet it 
>or beat it (so to speak). Maybe that's not such a good idea, but if 
>you've got any better suggestions.. 

> 
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>Slante', 

> 

>Rob. 

> 

>—— 

>I will not defame New Orleans 


Sounds like a good idea to me. Next month may be difficult though as 
I'm planning on pissing off out of London for most of it but I should 
be around for the early part. 


Richard. 


P.S Has anyone else got this poxy flu virus ! I have been home all day 
watching crap daytime TV and I am going to go mad if I have to watch 
much more, unfortunatly my brain is not on-line enough to even 
contemplate doing any programming...... 


—-MESSAGE FILE 4274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02986 


—-MESSAGE FILE 4275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002987 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: paper and ink 

Date: Fri, 13 Nov 1998 17:25:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <364c6b4e.22816931@news.playstation.co.uk> 
References: <72hpk7$5bg15@chuka.playstation.co.uk> 
NNTP-Posting-Host: p27-starling-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 13 Nov 1998 17:18:00 -0000, "Derek da Silva" 
<dasi@globalnet.co.uk> wrote: 


>'Re:play Ultimate Games Graphics' (ISBN 1-85669-140-3) 

> 

>Basically, this is a book full of screenshots. It showcases graphics from 
>many of history's finest videogames including goldeneye, pong, tekken, 
>wipeout 2097, sim city 2000, 1080 snowboarding, streetfighter 2, outrun, and 
>donkey kong, to name but a few. 

> 

> 

>Cheers, 

>Derek 

> 
>dasi@globalnet.co.uk 
> 

> 


I've seen that book and it looks very interesting. Definitely going on 
the purchases list. 


Richard. 


—-MESSAGE FILE 4275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02987 


—-MESSAGE FILE 4276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002988 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: paper and ink 

Date: Fri, 13 Nov 1998 18:41:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 
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Message-ID: <72hvs3$5bg17@chuka.playstation.co.uk> 


Page 2717 


References: <72hpk7$5bg15@chuka.playstation.co.uk> <364c6b4e.22816931@news.playstati 


on.co.uk> 

NNTP-Posting-Host: dialup137-41.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>'Re:play Ultimate Games Graphics" (ISBN 1-85669-140-3) 

>> 

>>Basically, this is a book full of screenshots. It showcases graphics 
from 

>>many of history's finest videogames including goldeneye, pong, 
tekken, 

>>wipeout 2097, sim city 2000, 1080 snowboarding, streetfighter 2, 
outrun, and 

>>donkey kong, to name but a few. 

>> 

>I've seen that book and it looks very interesting. Definitely going on 
>the purchases list. 


Yay! I bought it last weekend - I'd heard about it a few months ago 
and it looked v. interesting. Upon discovering it was a graphic design/ 
coffee table kinda thing with a bit of industry history thrown in among 
the (superb) pretty pictures, I had to buy it. 


Games are fast gaining credibility, and a book of this quality and 
maturity (and price - £20 - erp!) can only help matters. If you don't 
want to buy it, at least look it up. I was disturbed to see how many of 
the games in the book I own, or used to own. Hem. 


In keeping with the other theme of this thread, I buy EDGE regularly 
(actually, I susbscribe) and CVG still manages to make it onto my 
purchase list now and again. Arcade looks pretty interesting, tho' I 
haven't seen the first issue yet. EDGE is certainly my favourite mag, 
and being an EDGE journalist would be my dream job come the end of uni 
next summer. FYI, I also read Empire, Neon, The Face (ponce alert!) and 
Arena on a fairly regular basis. Oh, and Private Eye! If anyone wants to 
read an entertaining book on the games industry, try JC Herz's "Joystick 
Nation", or the book "Game Over" which gives a (rather dated) history of 
Nintendo... 


Later! 


Nick 


http://www.saqnet.co.uk/users/nickf 
http: //www.netyaroze-europe.com/~rookiel 
ՀՀԳՎՎՎՀՎՀՎՀԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԷԻԷԻԻԻԷԻԻԻԻԷ- 
"Safe!" 

— Tanvir Khan, 1998 


—-MESSAGE FILE 4276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02988 


-—-MESSAGE FILE 4277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0002989 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Visual C++ 

Date: Fri, 13 Nov 1998 22:16:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <72i7kj$5bg18@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup233-2-52.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Has anyone been able to use Microsoft Visual C++ 5.0+ when making yaroze 
stuff.. 
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Really interested on this point.. especially for using classes and such. 


// Anders C 


-—-MESSAGE FILE 4277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02989 


—-MESSAGE FILE 4278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002990 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Demo Compo 

Date: Fri, 13 Nov 1998 23:41:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <72igi3$5bg19@chuka.playstation.co.uk> 
NNTP-Posting-Host: mfs-pci-bqu-vty23.as.wcom.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Can anyone tell me when the most excellent 
Mr Russells Yaroze Demo deadline is? 


Nick S 


—-MESSAGE FILE 4278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02990 


-—-MESSAGE FILE 4279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002991 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo Compo 

Date: Sat, 14 Nov 1998 00:29:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <72ij4aS5bg20@chuka.playstation.co.uk> 
References: <72igi3$5bg19@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—45.erbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


o Closing date: Sunday Nov 29th 1998, 11:59pm 


Check the .mydemos newsgroup and look for the 'Demo competition' thread 
near the top :) 


Pete. 


Nick Slaven wrote in message <72igi3S$5bg19@chuka.playstation.co.uk>... 
>Can anyone tell me when the most excellent 

>Mr Russells Yaroze Demo deadline is? 

> 

> 

>Nick S 

> 


VV N 


—-MESSAGE FILE 4279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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02991 


—-MESSAGE FILE 4280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002992 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: paper and ink 

Date: Sat, 14 Nov 1998 11:05:57 +0000 

Organization: philg@nospam.easynet.co.uk 

Lines: 36 

Message-ID: <364D6412.59DA4F7E@nospam.easynet.co.uk> 

References: <72hpk7$5bg15@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Derek da Silva wrote: 
Hi 


Videogame journalism is stinked up pretty bad, so it's good to see new 
multi-format mag 'Arcade' from future publishing, is very good. 


A host of top writers have been assembled resulting in an intelligently 
written and well balanced magazine, complete with interesting features and 
fair, unbiased review scores. It's kinda like a mixture of Empire and Edge. 
I was just wondering what fine monthly tomes you lot buy? 


I aquired a rather interesting book today, which inspired me to write the 
following... 


"Re:play Ultimate Games Graphics' (ISBN 1-85669-140-3) 


VVVVVVVVVVVVVV VV 


I know someone who works for the publishing company who did this. I was invited 
to the book launch but couldn't make it. There was supposed to have been lots 
of freebies and Playstations set up with all the featured games running. Plus 
loads of booze... oh well. 


I get the following on subscription: Edge, MacWorld and MacUser. Buy Empire and 
Neon from time to time. 

Can't really see the point of another games magazine. If Arcade is a cross 
between Edge and Empire, and is published by the same company who do both, it's 
a bit of a waste of time - surely they'll just be covering the same stuff (by 
the same writers no doubt) 


Phil 


—-MESSAGE FILE 4280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02992 


—-MESSAGE FILE 4281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002993 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: paper and ink 

Date: Sat, 14 Nov 1998 12:37:14 +0100 

Organization: Debri Productions 

Lines: 67 

Message-ID: <ldiging.cipge2lq3hctcN@al-88-107.a1l.nl> 

References: <72hpk7$5bg15@chuka.playstation.co.uk> <364c6b4e.22816931@news.playstati 
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on.co.uk> <72hvs3$5bg17@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-107.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Yay! I bought it last weekend - I'd heard about it a few months ago 
and it looked v. interesting. Upon discovering it was a graphic design/ 
coffee table kinda thing with a bit of industry history thrown in among 
the (superb) pretty pictures, I had to buy it. 


V V V V 


Well.. something happens here in Holland... THere is a designer 
institute in Amsterdam that orginizes a congress every year. It's always 
about new media and they choose a subject with that. I can remember it 


was "House" a few years ago. This year it's called "Play". It's not a 
commercial show like the ECTS, but it's a place to meet people and 
exchange views and opinions. In 3 days there will be lot's of lexures 


and next to that there will be an exhibition with people from the games 
industry that present their products or idea's. 

In the beginning I was not to impressed with it and it's rather 
expensive. I could get a free ticket via school, but I had in mind that 
it would just be a group of artists comming up with lots of inovative 
but impossible idea's. Believe me, I know where I talk about. I study at 
an Art Academy and in my study it's all about concepts. And lots of 
students come up with idea's that are just not possible. Ik know that 
you should not design on base of your possibilities, but a lot at my 
school are overdoing it with making up concepts. 

But when I noticed that there was a little article in EDGE (my DieHard 
magazine) about it, I took it a bit more serious. I will be there 
presenting some idea's and showing of with my Net Yaroze. Maybe I will 
even give a little lexure (can you imagine that?). 

Nick, I would lik to invite you over to Holland to come to this event. 
it's called "Doors of Perception" http://www.doorsofperception.com 
Normally the price to get in there is about 350 pounds, but I think that 
I can get you in for free. You don't have to stay in a Hotel, you can 
stay at my place. You could write a little article about it and sent it 
to EDGE (if EDGE does not sent a reporter of their own). 

Oh, and it's all in English, so the fact that it's in Holland should not 
be a problem (Millia is part french since it's held in France). 


Games are fast gaining credibility, and a book of this quality and 
maturity (and price - 20 - erp!) can only help matters. If you don't 
want to buy it, at least look it up. I was disturbed to see how many of 
the games in the book I own, or used to own. Hem. 


In keeping with the other theme of this thread, I buy EDGE regularly 
(actually, I susbscribe) and CVG still manages to make it onto my 
purchase list now and again. Arcade looks pretty interesting, tho' I 
haven't seen the first issue yet. EDGE is certainly my favourite mag, 
and being an EDGE journalist would be my dream job come the end of uni 
next summer. FYI, I also read Empire, Neon, The Face (ponce alert!) and 
Arena on a fairly regular basis. Oh, and Private Eye! If anyone wants to 
read an entertaining book on the games industry, try JC Herz's "Joystick 
Nation", or the book "Game Over" which gives a (rather dated) history of 
Nintendo... 


VVVVVVVVVVVVVV VV 


As long as you get my name in EDGE when you become an EDGE-Jjournalist, 
I'm ok with it al ;-) 


> Later! 
> 
> Nick 


Hahahahahahahhahahhahahahahhahahahah you did it again!!! Tanvir for 
President!!! All vote for Tanvir! 


> "Safe!" 
> — Tanvir Khan, 1998 


Page 2720 


-—-MESSAGE FILE 4281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


02993 
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—-MESSAGE FILE 4282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002994 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual C++ 

Date: Sat, 14 Nov 1998 15:35:23 +0000 
Organization: EIMC 

Lines: 23 

Message-ID: <364DA33B.214A268F@Bradford.ac.uk> 
References: <72i7kj$5bg18@chuka.playstation.co.uk> 
NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi, 


Try Steve Dunn's page 
http: //www.netyaroze-europe.com/~steved/articles/using_gcc_makefiles_in_ds-htm 


for using gcc makefiles in Visual Studio. 

I tried to get it to work with VC++4.0 ('coz that's all I got from when I 
were a 

poor student, like, you know) with no luck, so I'm using Programmer's File 
Editor 

now (hey, if it's good enough for Chris Chadwick, it'll do for me!). 
Anyone any better ideas for us poor non-Codewarriors? 

Cheers, 

Steev 


Anders Clerwall wrote: 


> Has anyone been able to use Microsoft Visual C++ 5.0+ when making yaroze 
> stuff.. 

> Really interested on this point.. especially for using classes and such. 
> 

> 


// Anders C 


-—-MESSAGE FILE 4282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02994 


—-MESSAGE FILE 4283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002995 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual C++ 

Date: Sat, 14 Nov 1998 19:08:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <72kgvg$5bg22@chuka.playstation.co.uk> 

References: <72i7kj$5bg18@chuka.playstation.co.uk> <364DA33B.214A268F@Bradford.ac.uk 
> 

NNTP-Posting-Host: dialup164-2-30.swipnet.se 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Thanks.. I'll try. 


>Hi, 

> 

>Try Steve Dunn's page 
>http://www.netyaroze-europe.com/~steved/articles/using_gcc_makefiles_in_ds. 
htm 

> 

>for using gcc makefiles in Visual Studio. 

>I tried to get it to work with VC++4.0 ('coz that's all I got from when I 
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>were a 

>poor student, like, you know) with no luck, so I'm using Programmer's File 
>Editor 

>now (hey, if it's good enough for Chris Chadwick, it'll do for me!). 
>Anyone any better ideas for us poor non-Codewarriors? 

>Cheers, 

>Steev 

> 

>Anders Clerwall wrote: 

> 

>> Has anyone been able to use Microsoft Visual C++ 5.0+ when making yaroze 
>> Տեսքք.. 

>> Really interested on this point.. especially for using classes and such. 


>> // Anders C 


--MESSAGE FILE 4283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02995 


--MESSAGE FILE 4284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002996 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Game / Demo Competition.... 

Date: Mon, 16 Nov 1998 00:37:53 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <364FE461.65F3BB94@znet .com> 

References: <6nl1f6k$6102@scea> 

NNTP-Posting-Host: scts1-42.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1052 scee.yaroze.freetalk.english 
22996 


Jeff Lawton wrote: 


> 

> I have decided to start a Game / Demo competition... It is for anyone / 

> group that owns a Yaroze, SCEA, SCEE, SCEI.. Details can be found on my web 
> site: 

> 

> 


http://yaroze-world.org 


How many people are going to enter this? 
The site says the deadline is nov. 30, 1998. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender-.html 

—-MESSAGE FILE 4284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02996 


—-MESSAGE FILE 4285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002997 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: paper and ink 

Date: Mon, 16 Nov 1998 09:13:19 +0000 

Organization: DMA Design Ltd 

Lines: 30 

Message-ID: <364FECAF.565D@dma-design. com> 

References: <72hpk7$5bg15@chuka.playstation.co.uk> <364D6412.59DA4F7E@nospam.easynet 
-co.uk> 
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Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Philip Gooch wrote: 


I get the following on subscription: Edge, MacWorld and MacUser. Buy Empire and 
Neon from time to time. 

Can't really see the point of another games magazine. If Arcade is a cross 
between Edge and Empire, and is published by the same company who do both, it's 
a bit of a waste of time - surely they'll just be covering the same stuff (by 
the same writers no doubt) 


VV VV V V V 


Edge & Arcade are aimed at different markets - Edge is aimed squarely at 
people in the industry & people that want to be in the industry. It 
doesn't sell that many copies each month, but it sells to 'influential' 
people. It's heavy on news, heavy on 'next generation' articles & heavy 
on features with 'influential' people. In other words, it's the 
Molenyeaux Monthly right now. And it's the only mag to Dbuy if you're 
looking for a job... 


Arcade, from what I've seen of it, is aimed at the literate PSX owner - 
people with gaming histories, people who 'appreciate' games instead of 
just buying the latest racing game every month. There's *definitely* a 
market for a literate, intelligent mag that doesn't talk down to its 
readers & doesn't feature half naked bimbos on every other page. 


There's some degree of overlap between the two mags, but Arcade will 
*definitely* sell well. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02997 


—-MESSAGE FILE 4286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0002998 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual C++ 

Date: Mon, 16 Nov 1998 09:38:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <72p862Sdvml@chuka.playstation.co.uk> 

References: <72i7kj$5bg18@chuka.playstation.co.uk> <364DA33B.214A268F@Bradford.ac.uk 
> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, I'm trying to do the same also but the pictures on the page don't seem 
to show. Any hints as it is kinda essential in the set-up process to see 
them! 
Cheers!! 
John 


—-MESSAGE FILE 4286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
02998 


—-MESSAGE FILE 4287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003000 

Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Slander, and Craig's p*ssed about it..... 
Date: 19 Nov 1998 18:54:47 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 
Lines: 24 

Message-ID: <01lbel3ed$98b61800$37ffabc3@hanno> 
NNTP-Posting-Host: host5-171-255-55.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


The reason for my hostility was that I didn't expect someone to say they'd 
reverse engineer my code, nor display a listing of my own library ina 
newsgroup message! I'm sorry for the 'lamer' remark, I put it down in the 
heat of the moment after seeing my library opened up for all to see.. 


Craig, I viewed your immediate expectation of my source code with 
suspicion, I presumed you wanted it to code serial file server support for 
your own ARS program. If all you wanted was the protocols, you could have 
asked for that alone. 


I'm well aware of how much you've contributed here, the help you've given 
and your generosity with your own source code. But if it's my wish to get 
hold of the source to my own program, it's really up to me. Cyclone is 
hardly finished, it's the first utility of any sort I've written, and I'm 
surprised it works. If I'm being overly protective of my own code then I 
hope I can be forgiven for that. 


Sorry for the offence caused, I was offended myself at the time 


Pete. 


—-MESSAGE FILE 4287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03000 


-—-MESSAGE FILE 4288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003001 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Slander, and Craig's p*ssed about it..... 
Date: Thu, 19 Nov 1998 20:36:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <36548142.EAA42DFE@hinge.mistral.co.uk> 
References: <Olbel3ed$98b61800$37ffabc3@hanno> 
NNTP-Posting-Host: d2-s10-104-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Pete wrote: 


The reason for my hostility was that I didn't expect someone to say they'd 
reverse engineer my code, nor display a listing of my own library ina 
newsgroup message! I'm sorry for the 'lamer' remark, I put it down in the 
heat of the moment after seeing my library opened up for all to see.. 


VV V V 


Anyone can do that, the tool was part of the GNU suite on the Yaroze disc: 
nm -Տ libcyc.a 

....and that's what the nm tool is there for. 

Craig, I viewed your immediate expectation of my source code with 

suspicion, I presumed you wanted it to code serial file server support for 


your own ARS program. If all you wanted was the protocols, you could have 
asked for that alone. 


V V V V 


What would it have mattered if I had added support to ARS? Mauriceadded ARS 
support to Yaroze Master. It doesn't matter at all - it's a tool 
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not the end in itself. 

In fact, as I said in my original post, Cyclone has a bug openning the serial 
ports after Code Warrior has run, so I would probably have fixed the bug, 

done a compatibility header / kernal vector patcher and left it at that. Do it 


yourself now (I assume you're catching all the GPU timeout/system 
messages,etc already - if not feel free to steal it from the ARSLIB 
source release). 


> I'm well aware of how much you've contributed here, the help you've given 
> and your generosity with your own source code. But if it's my wish to get 


Then what were/are you thinking? 


hold of the source to my own program, it's really up to me. Cyclone is 
hardly finished, it's the first utility of any sort I've written, and I'm 
surprised it works. If I'm being overly protective of my own code then I 
hope I can be forgiven for that. 


V V V V 


No, never..... 
"Never forgive, Never forget, Never for fun" - Torquemada (2000AD) 


> Sorry for the offence caused, I was offended myself at the time 
I hope you were more offended by the "Slander" post ;) 
> Pete. 


Craig. 


—-MESSAGE FILE 4288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03001 


—-MESSAGE FILE 4289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003002 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: About as cool as cool can be.... 

Date: Thu, 19 Nov 1998 21:28:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7322koSekml1@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-46.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hey all, 


First up, I just want to apologise to any "thirteen year old coders" 
who might be offended at my latest diary entry's remark that they can't 
hack it on Yaroze. Which isn't really what I meant, more what it came 
out like. Fact is, I think a lot of people - thirteen or not - get the 
NY, have a go and then give up in frustration. But, seriously, you 
should see some of the mail I get from kids who are thinking of getting 


a NY... I don't want to be judgemental but I just feel like they'd be 
wasting their (parents') money. So, if you think I was unfair.... tough 
shit - go and prove me wrong :-) 


(sorry, just felt like I was in one of Craig's mails there) :-) 


Anyway, the REAL reason I'm mailing - for God's sake go visit 
www.starwars.com and download the trailer for the new Star Wars film. 
NOW! My God, I've never been so hyper about a film in my life. This 
looks like it's gonna be H-U-G-E!!!! 


Nick "watched it 5 times tonight already" F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
+++++++++++++++++++++++++++++++++++ 
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"Safe!" 
— Tanvir Khan, 1998 


—-MESSAGE FILE 4289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03002 


-—-MESSAGE FILE 4290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003003 

Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Slander, and Craig's p*ssed about it..... 

Date: 19 Nov 1998 22:02:03 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 

Lines: 14 

Message-ID: <01be1407Sc00f3020$72e9abc3@hanno> 

References: <Olbel3ed$98b61800S37ffabc3@hanno> <36548142.EAA42DFE@hinge.mistral.co.u 
k> 

NNTP-Posting-Host: host5-171-233-114.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 

> > Sorry for the offence caused, I was offended myself at the time 
> 

> I hope you were more offended by the "Slander" post ;) 

> 


Still shedding tears over that one, so cruel..... 7) 


> 
> Craig. 
> 


Pete. 
-—-MESSAGE FILE 4290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03003 


—-MESSAGE FILE 4291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003004 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Thu, 19 Nov 1998 22:03:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <365495A6.84DA2493@hinge.mistral.co.uk> 
References: <7322koSekm1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s7-39-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Ferguson wrote: 
> (sorry, just felt like I was in one of Craig's mails there) :-) 


=e) 


Oh to be thirteen again......... well, ok, maybe 16 again (that was more 
fun). 
> Anyway, the REAL reason I'm mailing - for God's sake go visit 


> www.starwars.com and download the trailer for the new Star Wars film. 
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> Nick "watched it 5 times tonight already" F 
Craig. 


-—-MESSAGE FILE 4291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03004 


—-MESSAGE FILE 4292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003005 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Fri, 20 Nov 1998 12:31:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <733nfsSekm3@chuka.playstation.co.uk> 
References: <7322koSekm1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: pFBs03a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick F wrote... 

>Anyway, the REAL reason I'm mailing - for God's sake go visit 
>www.starwars.com and download the trailer for the new Star Wars film. 
>NOW! My God, I've never been so hyper about a film in my life. This 
>looks like it's gonna be H-U-G-E!!!! 


impressive... even at 160 by 120 pixels! 


BTW, anyone in need of a good laugh should check out the 'TR3 Lara Croft 
Interview' (showing at a videogame retailer near you) Featuring a wildly 
gesticulating, apparently double-jointed Lara, it's quite an unnerving 
experience. :-) 


Cheers, 
Derek da Silva 


dasi@globalnet.co.uk 


"clarity of thought before rashness of action" - Shockwave (Decepticon 
Transformer toy motto) =) 


—-MESSAGE FILE 4292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03005 


-—-MESSAGE FILE 4293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003006 
Path: chuka.playstation.co.uk!news 

From: "Brian" <Brian_E_Baker@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Q: Action Replay + PC Link 

Date: 20 Nov 1998 19:35:57 GMT 

Organization: Very Little 

Lines: 20 

Message-ID: <0lbel340$db0ab7e0$0a6496c0@thumper> 
NNTP-Posting-Host: snuffle.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Question: 
I am thinking about getting an Action Replay + PC link but have a slight 
problem in that I have no ISA card slots free in my PC. I have heard 
mention of a link cable for the AR that uses the paralle (printer) port 
instead of an ISA card, I'm not worried about not having the PC link 
software as I'm hoping to use Linux for development however questions. 
1) Is an 'offical' paralle port <-> AR cable available, if so where from. 
2) If 1, then is there software support for it under Linux (hoping, 
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fingers crossed) 
I'm willing to have a bash at writing a device driver for either the PC - 


Link card or a Paralle port link for linux, but information on either would 
be needed (I'd rather not have to though). 


Any feedback greatfully received (unless its a high pitched distorted kind 
77) 


Brian 


P.S. Try to make sense of the above, Guiness is making things blurry. 
—-MESSAGE FILE 4293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03006 


—-MESSAGE FILE 4294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003007 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Slander, and Craig's p*ssed about it..... 
Date: Sat, 21 Nov 1998 00:05:21 +0100 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldiscrj.14zbr59goo3qqN@al-88-115.al1l.nl> 
References: <36544922.4F2F5B42@hinge.mistral.co.uk> 
NNTP-Posting-Host: al-88-115.al.nl 

X-Newsreader: MacSOUP 2.3 


Yeah!!! Kill 'm all!! Go Jerry, Jerry, Jerry!!!! 


I don't have a cleu where you are fighting about, but I, as stopid dutch 
bloke do understand: 


>He's a sad f*cking w*nker who's no doubt got a tiny d*ck and 1*cks his 
>daddies butt crease every night, before he cries himself to sleep 'coz 
>he's got no mates and the only sex he ever got was taking it up the 
>butt himself. 


This turns out to be a fine little communiy with all the goods and the 
bads. As far as I understand you are mates again, so glad the case is 
cleared (a bit). 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03007 


—-MESSAGE FILE 4295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003008 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Sat, 21 Nov 1998 00:05:24 +0100 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldisd34.vccyl199qblvkN@al1-88-115.al.nl1> 
References: <7322koSekm1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Anyway, the REAL reason I'm mailing - for God's sake go visit 
www.starwars.com and download the trailer for the new Star Wars film. 
NOW! My God, I've never been so hyper about a film in my life. This 
looks like it's gonna be H-U-G-E!!!! 


V V V V 
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I wanted to download it last week, but it would take my 28k8 about 9 
hours to download the 8Mb file (or was it even more?) 


DEnnis.. 
—-MESSAGE FILE 4295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03008 


—-MESSAGE FILE 4296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003009 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Sat, 21 Nov 1998 00:05:26 +0100 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldisd5a.dlefr5eaguuiN@al-88-115.al.nl> 
References: <7322koSekml@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 
Hey all, 


First up, I just want to apologise to any "thirteen year old coders" 
who might be offended at my latest diary entry's remark that they can't 
hack it on Yaroze. Which isn't really what I meant, more what it came 
out like. Fact is, I think a lot of people - thirteen or not - get the 
NY, have a go and then give up in frustration. But, seriously, you 
should see some of the mail I get from kids who are thinking of getting 
a NY... I don't want to be judgemental but I just feel like they'd be 
wasting their (parents') money. So, if you think I was unfair.... tough 
shit - go and prove me wrong :-) 


(sorry, just felt like I was in one of Craig's mails there) :-) 


VVVVVVVVVVVV VV 


Well, I won't say 13 year old members can't code or so, BUT (tbbb) It's 
almost impossible to have the skills or experiance of a "full-grown" 
coder (for as far that excists). In Holland we have a rather tight and 
hard education-system. Some of the maths I learned at 16 are very 
helpfull for coders. I can not believe that 13 year old kids can 
understand all the math that is used for coding. 

Then again, I'm no coder and I don't wan't to judge others about work I 
can't do myself. 

But again... Prove us wrong!! 


DEnnis... 
—-MESSAGE FILE 4296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03009 


—-MESSAGE FILE 4297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003010 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ICQ numbers 

Date: Sat, 21 Nov 1998 09:30:35 GMT 

Organization: Twisted Minds 

Lines: 14 

Message-ID: <3656880f.752465@news.playstation.co.uk> 
References: <3506f145.5827417@news.playstation.co.uk> 
NNTP-Posting-Host: du-1711.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 11 Mar 1998 20:21:01 GMT, rsl08@mdx.ac.uk (Robert Swan) wrote: 
<“>I've always wanted a faster communication mode than these newsgroups, 


<*>Jjust for trivial chat, and comparing just how much caffeine we've 
<*>imbibed these days, so seeing as no-one responded to the #yaroze 
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<*>channel on irc, I thought I might put up my icq number, which is - 
<*> 
Հ՞»9353855 


Well i have ICQ and my number is: 
11928199 


If anyone really cares! 


—-MESSAGE FILE 4297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03010 


—-MESSAGE FILE 4298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003011 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: I've lost it.. 

Date: Sat, 21 Nov 1998 12:56:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7369q3Sekm5@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup235-4-1.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I seem to have misplaced Yaroze program CD.. The one with the compiler on.. 
Now, if anyone could be so nice to e-mail me a copy (I have the source-code 
from the website, it doesn't compile) I'd be very grateful (well, I'd be 
glad :).. If you have the version with class support, that'd be cool.. Just 
mail it to: anders.clerwall@swipnet.se 


Thanks.. 
// Anders Clerwall 


—-MESSAGE FILE 4298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03011 


-—-MESSAGE FILE 4299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003012 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze stolen! 

Date: Sat, 21 Nov 1998 13:24:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <736ev2Sekm6@chuka.playstation.co.uk> 

References: <7lc2cs$fj69@chuka.playstation.co.uk> <363A411E.A8BDE597@datasys.net> <7 
lhfv7S$drd3@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


>I doubt they would even know what it was or what to do with it. Hopefully, 
>whoever has it starts bragging about their new Black Playstation. 

Thieves are dumb! We had our office broken into about 2 years ago. The took 
my PC and left my graphics tablet (paid for by me but used at the office) 
But what makes us laugh was the fact they took a £4000+ Oscilloscope out of 
it's carry case to use the case to carry my PC (worth about £800 at the 
time) Thankfully, we had in another PC a new alarm card we developed the 
software for and that scared the thieves off before they could take monitors 
etc! :) 


BTW. This alarm card works when the PC is switched off and will even spread 
red dye round the inside of the PC to stop the thieves selling the memory 
and parts on. 


JohnT 
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—-MESSAGE FILE 4299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03012 


-—-MESSAGE FILE 4300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003013 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: WANTED: 3D programmer for non Yaroze project. 
Date: Sat, 21 Nov 1998 13:37:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <736fn8Sekm7@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Hi, 


This is nothing definite at the moment but we may need in the near future a 
3D programmer to write a cool JAVA applet to be used on a CD based web site. 
This is paid work if we decide we need the applet. So I am posting this 
message to see if any of you talented Yaroze programmers are up to the 
challenge :) 


If you are interested then email us your details at the address shown below 
(don't use reply to author etc). 


johnt@tannsoft.force9.co.uk 


—-MESSAGE FILE 4300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03013 


—-MESSAGE FILE 4301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003014 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Sat, 21 Nov 1998 18:55:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36570CA9.7CD06293@hinge.mistral.co.uk> 

References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
1.nl> 

NNTP-Posting-Host: d1l-s39-71-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 
Hey all, 


> 
> 
> First up, I just want to apologise to any "thirteen year old coders" 
> who might be offended at my latest diary entry's remark that they can't 
> hack it on Yaroze. Which isn't really what I meant, more what it came 
> out like. Fact is, I think a lot of people - thirteen or not - get the 
> NY, have a go and then give up in frustration. But, seriously, you 

> should see some of the mail I get from kids who are thinking of getting 
> a NY... I don't want to be judgemental but I just feel like they'd be 

> wasting their (parents') money. So, if you think I was unfair.... tough 


VVVVVVVVVV VV 
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shit - go and prove me wrong :-) 


> 
> 
> (sorry, just felt like I was in one of Craig's mails there) :-) 

> 

Well, I won't say 13 year old members can't code or so, BUT (tbbb) It's 
almost impossible to have the skills or experiance of a "full-grown" 
coder (for as far that excists). In Holland we have a rather tight and 
hard education-system. Some of the maths I learned at 16 are very 
helpfull for coders. I can not believe that 13 year old kids can 
understand all the math that is used for coding. 

Then again, I'm no coder and I don't wan't to judge others about work I 
can't do myself. 

But again... Prove us wrong!! 


VVVVVVVVVVVV VV 


I wrote my own assembler for the 6809 when I was 12. I couldn't afford tobuy 
one as I only got 2.00uk a week pocket money, so I had to write my own 

- and I couldn't afford the CPU manual, so I crabbed op-codes from the 
listings you used to get in Dragon User (if an op hadn't appeared ina 
listing, 

my assembler didn't support it) 

I wrote my first game in assembler on the 68000 when I was 13 (C7, on the 
atari). 

I won't say anything age related (some of the best programmers I've come 
across 

have been under 16). 


>DEnnis... 
Age is nothing..... talent is something. Love of it is everything...... Craig. 


—-MESSAGE FILE 4301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03014 


-—-MESSAGE FILE 4302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003015 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Sat, 21 Nov 1998 23:50:47 +0100 

Organization: Debri Productions 

Lines: 28 

Message-ID: <ldiv6é2f.d8kjhxlm3xeleN@al-—88-128.a1.nl1> 

References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
1.nl> <36570CA9.7CD06293@hinge.mistral.co.uk> 

NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


I wrote my own assembler for the 6809 when I was 12. I couldn't afford tobuy 
one as I only got 2.00uk a week pocket money, so I had to write my own 

- and I couldn't afford the CPU manual, so I crabbed op-codes from the 
listings you used to get in Dragon User (if an op hadn't appeared ina 
listing, 

my assembler didn't support it) 

I wrote my first game in assembler on the 68000 when I was 13 (C7, on the 
atari). 

I won't say anything age related (some of the best programmers I've come 
across 

have been under 16). 


VVVVVVVVV VV 


Ok, I did not want to offent you. But if you realy did all this at that 
age, you sure are very special. And most coders are not that skillfull. 
Also, I remember that I played with Transformers, Mask and StarWars at 
the age of 12. Not to forget Lego. Those are normal activities for that 
age. Programming your own assembler is not a normal activitie at that 
age. I wonder how you got all the knowledge. 

I still would like to see a NY game you made. 
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> Age is nothing..... talent is something. Love of it is everything...... Craig. 
Tell that to your 90 year old granny ;-) 


DEnnis... 
—-MESSAGE FILE 4302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03015 


-—-MESSAGE FILE 4303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003016 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: SEDE Demo 00.04.07n 

Date: Sat, 21 Nov 1998 21:38:28 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36577924.896D2180@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 67.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1058 scee.yaroze.freetalk.english 
:3016 


Ok, here it is! This is a demo of the SEDE project 2D sidescroller. It's 
COOL! DOWNLOAD IT!!!!!! 


(SEDE = Steve Ed Darco Elliot) 


The game currently has no name, but it is playable! Grab it here: 


http://www.scea.sony.com/net/yaroze/pages/rquattlebaum.html 


The controls are simple; Press SQUARE to run, press CROSS to jump, press 
START to pause, and press SELECT to go on to the next level. (There are 
only 2 at the moment) Both Digital and Analog controlers are supported. 


Tell me what you think of the game so far. It is by no means finished... 
There are no enemies at the moment, and it is impossible to die. That 
weird looking thing in the top left hand corrner is the life meter. 


A pal version is avalible upon request. 


"Darco 
—-MESSAGE FILE 4303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03016 


—-MESSAGE FILE 4304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003017 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: SEDE Demo 00.04.07n 

Date: Sun, 22 Nov 1998 03:02:17 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <36577EB9.137C@manc.u-net.com> 
References: <36577924.896D2180@datasys.net> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Darco wrote: 
> Ok, here it is! This is a demo of the SEDE project 2D sidescroller. 
> It's COOL! DOWNLOAD IT! !!!!! 
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Would love to, but us SCEE'ers need an SCEA password to 
get it. I'd be happy for you to send me a PAL version 

in an email though, but best to make it available properly 
perhaps. 


Cheers, 
Joey Joe Joe Junior Shabadoo 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03017 


—-MESSAGE FILE 4305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003018 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SEDE Demo 00.04.07n 

Date: Sun, 22 Nov 1998 10:28:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <738pg9Sekm12@chuka.playstation.co.uk> 

References: <36577924.896D2180@datasys.net> <36577EB9.137C@manc.u-net.com> 
NNTP-Posting-Host: 195.232.123.117 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Shaughnessy wrote in message <36577EB9.137C@manc.u-net.com>... 
>Would love to, but us SCEE'ers need an SCEA password to 

>get it. I'd be happy for you to send me a PAL version 

>in an email though, but best to make it available properly 
>perhaps. 


use this 
http://www.netyaroze-europe.com/yaroze_scea/pages/rquattlebaum. html 


cheers 


Nick S 


—-MESSAGE FILE 4305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03018 


—-MESSAGE FILE 4306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003019 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SEDE Demo 00.04.07n 

Date: Sun, 22 Nov 1998 09:21:25 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <36581DE5.B7A0A361@datasys.net> 

References: <36577924.896D2180@datasys.net> <36577EB9.137C@manc.u-net.com> <738pg9Se 
km12@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 299.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nick Slaven wrote: 
> 
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James Shaughnessy wrote in message <36577EB9.137C@manc.u-net.com>... 
>Would love to, but us SCEE'ers need an SCEA password to 

>get it. I'd be happy for you to send me a PAL version 

>in an email though, but best to make it available properly 
>perhaps. 


use this 
http://www.netyaroze-europe.com/yaroze_scea/pages/rquattlebaum. html 


VVVVVVNVV V 


You can download it from there too I guess, but read the version. If the 
version is less than 0.04.07n then it's old. I'm not sure how often the 
mirror is updated. 


Would anyone like to use their space to host the PAL version...? James? 
Nick? ;) 


(It is a full-screen PAL port. Be happy. ;) 


"Darco 
—-MESSAGE FILE 4306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03019 


-—-MESSAGE FILE 4307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003020 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Sun, 22 Nov 1998 15:39:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3658301F.DBF47FA@hinge.mistral.co.uk> 

References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
1.ոլ» <36570CA9.7CD06293@hinge.mistral.co.uk> <ldiv6é2f.d8kjhxlm3xeleN@al-—88-128.al.n 
1» 

NNTP-Posting-Host: dl-s42-74-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


DEnnis Brinkhuis wrote: 


> age. I wonder how you got all the knowledge. 


I was interested, I read magazines (in those days they still had real 
usefulinformation in them). 


> I still would like to see a NY game you made. 
Screen shots are on my WWW page at the moment..... 
> DEnnis... 


Craig. 


—-MESSAGE FILE 4307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03020 


—-MESSAGE FILE 4308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003021 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: more waffle 

Date: Sun, 22 Nov 1998 20:40:06 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <365873c2.1206447@www.netyaroze-europe. com> 
NNTP-Posting-Host: user1524.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


another lazy 'concatenate all քօտետ' type of thing... 


First of all, an apology to everyone I have mailed but hasn't heard 
from me (which is a lot of people). Being the fool that I am I trusted 
the firm I was working in to actually be competent enough to handle 
emails. Cheerfully they announced a 'new link to our Marlow offices, 
giving us 64 times the data transfer speed'. Bemusedly they announced 
‘we appear to be having problems receiving external emails'. Amazingly 
they said that we could receive them again. Painfully I punched their 
stupid guts in as I pointed out that I have neither received nor been 
able to send external emails for my last week and a half. Dickheads. 
Anyway, I now no longer work at Xerox so the email address which is up 
on my homepage wont work now. So don't try it. No, in fact, _do_ try 
it. I want everyone to go to their universitys (anywhere where you 
dont pay for a connection) and send them as much stuff to that email 
address as possible to flood the system. Hang on, I dont mean, that is 
a criminal offence :) 


ok, Ive got a hotmail account which should always work (and handle 
attachments) and hopefully be getting a new work one soon. Also, my 
pipex account is gone too. I really cant be bothered to pay for a net 
connection :) Ok, email is now - 


gerboa@hotmail.com 


forgive me for typing a lot, but I havent put anything up on the 
newsgroups for ages, and Im happy as well (as you may find out soon 
why). 


For any SCEA or SCEI people I would be more than pleased to put up 
their code and stuff for SCEE people to see. So if any of you want to 
email me, feel free. 


Regarding 13 year old programmers - warped geniuses they may be, but I 
dont feel they would have the social graces to make working with them 
a pleasure; give my disgruntled, possessive, violent adults any day of 
the week :) 


Once again I apologise to people who havent received my mails; Ill be 
correcting that tonight. 


Can I put some stuff in here about the cyclone stuff? ok, cool. 
Presumable we weont be able to use it in stuff bound for the 
coverdisk? Its a real bummer cos I could turn azdventure game into 
some sort of huge, brain-numbingly annoying game, rather than the 
small scale annoyance it is now :( And regarding the source code, go 
on, let us all have a look. I wouldnt do anything with it, but its a 
nice gesture you know. 


Robert Swan 
gerboa@hotmail.com 
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—-MESSAGE FILE 4308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03021 


—-MESSAGE FILE 4309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003022 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthompson@mantis94.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Q: Action Replay + PC Link 

Date: Sun, 22 Nov 1998 21:12:13 +0000 

Organization: Mantis Software 

Lines: 40 

Message-ID: <36587E2D.C29FB69@mantis94.freeserve.co.uk> 
References: <0O1lbel340$db0ab7e0$0a6496c0@thumper> 
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Reply-To: ianthompson@mantis94.freeserve.co.uk 
NNTP-Posting-Host: modem-38.calcium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Brian, 

Try the Blaze Xplorer cart. 

Info can be found at 
http://www.x-plorer.co.uk 


The DOS software from there can download executables and data directly from your nor 
mal PC parralel port. No need to buy another card. (and its only 
30 quid) 


Cheers, 
Tan 
Brian wrote: 


Question: 
I am thinking about getting an Action Replay + PC link but have a slight 
problem in that I have no ISA card slots free in my PC. I have heard 
mention of a link cable for the AR that uses the paralle (printer) port 
instead of an ISA card, I'm not worried about not having the PC link 
software as I'm hoping to use Linux for development however questions. 
1) Is an 'offical' paralle port <-> AR cable available, if so where from. 
2) If 1, then is there software support for it under Linux (hoping, 
fingers crossed) 


I'm willing to have a bash at writing a device driver for either the PC - 
Link card or a Paralle port link for linux, but information on either would 
be needed (I'd rather not have to though). 


Any feedback greatfully received (unless its a high pitched distorted kind 
:-) 


Brian 


VVVVVVVVVVVVVV VV VV VV 


P.S. Try to make sense of the above, Guiness is making things blurry. 


—-MESSAGE FILE 4309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03022 


-—-MESSAGE FILE 4310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003023 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 10:54:07 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <73beu7Sno82@chuka.playstation.co.uk> 
References: <72h8h7S5bg13@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Robert Ryan wrote: 
> 


> A couple of people have suggested having a piss-up for London and South 
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> East Yarozers. It'll probably be taking place next month. Give a shout 
> if you want to tag along or if you can suggest a suitable venue. 
> 


So, is anyone available for the 5th December (first Saturday next 
month)? I'm booked up for the following weekend (11-14th), and most of 
you seem to be heading out of the city for the latter part of the month. 
Maybe a week day would be more convenient? We could schedule another one 
for the 19th if anyone's feeling left out (I don't see why the Yarozers 
in Dundee should have all the fun), just so we can prove we're not just 
a bunch of weak-bellied southerners. 


Any suggestions? 


Rob Ryan. 


"Could this town be any stupider?" 

- Snake 

-—-MESSAGE FILE 4310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03023 


—-MESSAGE FILE 4311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003024 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Why is it that... 

Date: Mon, 23 Nov 1998 13:09:56 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


all programmers 


1) Like techno and drum 'n bass 
2) Play guitar 
3) Are into martial arts, rock climbing or snow boarding 


Answers on a postcard please 
Phil 


—-MESSAGE FILE 4311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03024 


—-MESSAGE FILE 4312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003025 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwmail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 
Date: Mon, 23 Nov 1998 13:42:57 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <36596660.A1B6317C@cwmail.net> 
References: <7322koSekm1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Ferguson wrote: 
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> Anyway, the REAL reason I'm mailing - for God's sake go visit 

> www.starwars.com and download the trailer for the new Star Wars film. 

> NOW! My God, I've never been so hyper about a film in my life. This 

> looks like it's gonna be H-U-G-E!!!! 

Wayhey!! 

Another Starwarsian who's managed to download it! I downloaded the 320 
version (20+ Megs!) on my works dedicated line! Only took about 50 minutes, 


but was it worth it ? Bloody right it was! Any fears of old Ewan talking 
in his native tongue were quickly dismissed ( Choose Life, Choose a 


career..etc) and overall the film looks the biggest thing to hit the 
Silverscreen ever... and I don't think this is an over-statement! 
Abso-bloody-lutely brilli-ant! 

Cheers 

Tones 8) 


—-MESSAGE FILE 4312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03025 


-—-MESSAGE FILE 4313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003026 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwmail.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 13:59:42 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <36596A4E.4103AE7@cwmail.net> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: 193.82.133.194 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Phil Gooch wrote: 


> all programmers 

> 

> 1) Like techno and drum 'n bass 

Hmm, not me. I'm more housey, dancy type stuff - but did use to be a 
severe metalhead - Ie. Slayer, Sepultura and occasionally even heavier 


> 2) Play guitar 


Yep, this is certainly true... 


> 3) Are into martial arts....... 


Use to be, was into Shotakan Karate - got to about Yellow grade, but 
then decided fitness was for strange people :) 


Cheers! 

Tones 8) 

—-MESSAGE FILE 4313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03026 


—-MESSAGE FILE 4314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003027 
Path: chuka.playstation.co.uk!news 
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From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 14:55:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 53 

Message-ID: <73bt2mSno84@chuka.playstation.co.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> <36596A4E.4103AE7@cwmail.net> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tones wrote: 


> 

> Phil Gooch wrote: 
> 

> > all programmers 
>> 


could only describe myself as a programmer using the most broadminded 
definition of the term, but anyhoo: 


> 1) Like techno and drum 'n bass 


Hmm, not me. I'm more housey, dancy type stuff - but did use to be a 
severe metalhead - Ie. Slayer, Sepultura and occasionally even heavier 


VV NV V V V 


always had a thing for guitar based bands (was a big fan of the seps 
till Max left), sort of drifted into borderline techno stuff later and 
listen to just about anything now (still got all my old concert stubs, 
autographs, scars and tinnititus [however you spell it]). I still brag 
about the fact that I attended the London leg of the Grindcrusher tour 
in '92 (Napalm Death and MA). 


> > 2) Play guitar 

> 

> Yep, this is certainly true... 

Me too (not very well mind): can still play that fast widdly bit off of 
some obscure Beefheart b-side. 


> 3) Are into martial arts....... 


Use to be, was into Shotakan Karate - got to about Yellow grade, but 
then decided fitness was for strange people :) 


VVVVV Vv 


Used to do Taekwondo (went to a clinic and got that sorted out), till I 
figured it was doing me more damage than if I just let people kick me in 
anyway. Gave up on the health thing because it was too bloody expensive. 


Ironically enough; I know a bunch of programmers who fit all those 
criteria AND they've all got beards (nothing personal Phil =). I've got 
a nasty feeling that one day everyone here is going to grow beards, 
smoke pipes and start wearing braces (some of us might even start 
programming - heaven forbid). 


Rob Ryan. 


"Could this town be any stupider?" 

-Snake 

--MESSAGE FILE 4314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03027 


--MESSAGE FILE 4315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 2741 


0003028 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 15:02:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <365978f4.16778456@news.playstation.co.uk> 
References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


ermm.... i am in london that day, not sure how its going. may have 
plans for that day. hmm.. see how it goes. 


On Mon, 23 Nov 1998 10:54:07 +0000, Robert Ryan 
<ben.johnson@canada.com> wrote: 


>Robert Ryan wrote: 

>> 

>> A couple of people have suggested having a piss-up for London and South 
>> East Yarozers. It'll probably be taking place next month. Give a shout 
>> if you want to tag along or if you can suggest a suitable venue. 


>So, is anyone available for the 5th December (first Saturday next 
>month)? I'm booked up for the following weekend (11-14th), and most of 
>you seem to be heading out of the city for the latter part of the month. 
>Maybe a week day would be more convenient? We could schedule another one 
>for the 19th if anyone's feeling left out (I don't see why the Yarozers 
>in Dundee should have all the fun), just so we can prove we're not just 
>a bunch of weak-bellied southerners. 


> 

>Any suggestions? 

> 

>Rob Ryan. 

> 

>—— 

>"Could this town be any stupider?" 
>- Snake 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03028 


—-MESSAGE FILE 4316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003029 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 15:21:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <36597D61.B7F3F89@easynet.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I would prefer a week night. Probably wouldn't be able to make the Saturday 
5th as I'm playing a gig the next day. 


Phil 
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—-MESSAGE FILE 4316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03029 


-—-MESSAGE FILE 4317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003030 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 15:24:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <36597E1F.D219D38B@easynet.co.uk> 

References: <36595EA3.21831B2A@easynet.co.uk> <36596A4E.4103AE7@cwmail.net> <73bt2m$ 
no84@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Robert Ryan wrote: 


Tones wrote: 


> 

> Phil Gooch wrote: 
> 

> > all programmers 
>> 


could only describe myself as a programmer using the most broadminded 
definition of the term, but anyhoo: 


> > 1) Like techno and drum 'n bass 

> 

> Hmm, not me. I'm more housey, dancy type stuff - but did use to be a 
> severe metalhead - Ie. Slayer, Sepultura and occasionally even heavier 
> Տտեսքք..... 

> 


always had a thing for guitar based bands (was a big fan of the seps 
till Max left), sort of drifted into borderline techno stuff later and 
listen to just about anything now (still got all my old concert stubs, 
autographs, scars and tinnititus [however you spell it]). I still brag 
about the fact that I attended the London leg of the Grindcrusher tour 
in '92 (Napalm Death and MA). 


> > 2) Play guitar 

> 

> Yep, this is certainly true... 

Me too (not very well mind): can still play that fast widdly bit off of 
some obscure Beefheart b-side. 


> 3) Are into martial arts....... 


Use to be, was into Shotakan Karate - got to about Yellow grade, but 
then decided fitness was for strange people :) 


V V NV V V V 


Used to do Taekwondo (went to a clinic and got that sorted out), till I 
figured it was doing me more damage than if I just let people kick me in 
anyway. Gave up on the health thing because it was too bloody expensive. 


Ironically enough; I know a bunch of programmers who fit all those 
criteria AND they've all got beards (nothing personal Phil =). I've got 
a nasty feeling that one day everyone here is going to grow beards, 
smoke pipes and start wearing braces (some of us might even start 
programming - heaven forbid). 


VVVVVVVVVVVVV N, N N, N, N, N, N, N, N, N, NE, N, NV N NV N, NP NN NN, NP, VE, VN VN N N NN NN VN VV 


Net Yaroze newsgroups message dump.txt Page 2743 


> 


See, my point is beginning to be proven. I don't have a beard though and 
have no intention, ever, of having one. But I do:1) Have long(ish) hair 
2) Used to be into rock climbing 

3) Do enjoy raves sometimes 
4) Play guitar (quite well, did some session work a few years back) 


Not sure if I can call myself a programmer - never did a computer degree, am 
self taught and a bit lazy. Did write a game in 280 assembler on the Speccy 

many years ago, but have lost it all now. Brain cells in terminal decline as 
I approach the big 3-oh. 


BTW, I'm playing an acoustic set with my band 'Ember' tomorrow night (well, 
a band in the loosest sense, its just me and my brother) at the Red Eye, 
105 Copenhagen St, 7.45 pm (Angel tube, up Chapel Market, turn left along 
Barnsbury Rd, left down Copenhagen St) if any London-based Yarozers fancy 


popping along. 


Phil 


—-MESSAGE FILE 4317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03030 


—-MESSAGE FILE 4318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003031 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 15:59:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <73c0r9Sno85@chuka.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Phil Gooch wrote: 


> 

> I would prefer a week night. Probably wouldn't be able to make the Saturday 
> 5th as I'm playing a gig the next day. 

> 

> Phil 


Would everyone be ok for Friday 4th? If not, then it'll probably be 
either the 18th or 19th (though it seems everyone's pissing off before 
then). I think we've got five people interested in going (unless anyone 
wants to add to that), though we haven't decided on a venue yet. All the 
pubs I know in this part of the City are either trendy bars or dodgy 
masons pubs. Anyone got any better suggestions? 


Rob Ryan. 


"Could this town be any stupider?" 

-Snake 

--MESSAGE FILE 4318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03031 


--MESSAGE FILE 4319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003032 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 16:15:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <36598A0C. 835CCA04@easynet.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0Or9Sno85@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Robert Ryan wrote: 


Phil Gooch wrote: 

> 

> I would prefer a week night. Probably wouldn't be able to make the Saturday 
> 5th as I'm playing a gig the next day. 
> 
> 


Phil 


Would everyone be ok for Friday 4th? If not, then it'll probably be 
either the 18th or 19th (though it seems everyone's pissing off before 
then). I think we've got five people interested in going (unless anyone 
wants to add to that), though we haven't decided on a venue yet. All the 
pubs I know in this part of the City are either trendy bars or dodgy 
masons pubs. Anyone got any better suggestions? 


Rob Ryan. 


VVVVVVVVVVVVVV VV 


Friday 4th is my last day in my current job and is hence my leaving do night. 
Would be happy to combine this with a geeks night out. I'll be in Smithfields 
from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
and move downstairs, if it's on that night). 


Phil 


—-MESSAGE FILE 4319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03032 


-—-MESSAGE FILE 4320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003033 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 16:25:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <73c2amSno86@chuka.playstation.co.uk> 

References: <72h8h7S$5bg13@chuka.playstation.co.uk> <73beu7Sno82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73cO0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Phil Gooch wrote: 


Friday 4th is my last day in my current job and is hence my leaving do night. 
Would be happy to combine this with a geeks night out. I'll be in Smithfields 
from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
and move downstairs, if it's on that night). 


VV VV V V V 
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Suits me - I get a kick out of crashing other peoples' do's =), least 
that way it'd guarantee a crowd. Is everyone else ok with that? 


Rob Ryan. 


"Could this town be any stupider?" 

-Snake 

--MESSAGE FILE 4320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03033 


--MESSAGE FILE 4321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003034 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Mon, 23 Nov 1998 16:27:44 +0000 

Organization: DMA Design Ltd 

Lines: 14 

Message-ID: <36598D00.3987@dma-—design.com> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <365978f4.16778456@news.playstation.co.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


(Alan) Yep Luen Yuen wrote: 

> 

> ermm.... i am in london that day, not sure how its going. may have 
> plans for that day. hmm.. see how it goes. 


Ya just can't let a piss-up pass you by, can you Yep? Going all the way 
to London just to join in theirs ;) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03034 


—-MESSAGE FILE 4322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003035 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 18:19:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3659A72D.BBF4EDF3@hinge.mistral.co.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: dl-s39-71-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Phil Gooch wrote: 


> all programmers 
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> 
> 1) Like techno and drum 'n bass 


..-was a big fan օք PWEI....guess I mellowed with age andstarted 
listening to less taxing tunes.... 


> 2) Play guitar 


never got the knack, always ended up riding the mixing deck at gigs 
whilemy mates were up front... 


> 3) Are into martial arts, rock climbing or snow boarding 


Used to be a dab hand with a butterfly knife - but that's illegal 
ոօտ..... Did a lot օք free-facing when I was young 'n' daft. 
Cann't snow board for shit, but I played Ice Hockey for Newcastle Uni. 


> Answers on a postcard please 
> 


> Phil 
Craig. 


-—-MESSAGE FILE 4322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03035 


—-MESSAGE FILE 4323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003036 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 18:59:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <73cb91Sno87@chuka.playstation.co.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: vil-9.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Phil Gooch wrote in message <36595EA3.21831B2A@easynet.co.uk>... 


>all programmers 

>1) Like techno and drum 'n bass 

yeah I like drum 'n bass but I prefer speed garage. 

>2) Play guitar 

I wish I could! 

>3) Are into martial arts, rock climbing or snow boarding 

Oh yes! I love martial arts, I've reached black belt in karate 
(kyokushinkai) although I've been too lazy to train since starting 
university. Wouldn't mind having a go at snow boarding. As for rock 
climbing - nah, not my thing. 

>Answers on a postcard please 

> 

>Phil 

> 

Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03036 


—-MESSAGE FILE 4324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003037 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 19:24:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <73cdbh$no89@chuka.playstation.co.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: mfs-pci-bqo-vty166.as.wcom.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Phil Gooch wrote in message <36595EA3.21831B2A@easynet.co.uk>... 
>all programmers 

> 

>1) Like techno and drum 'n bass 

More ambient - going a bit folky these days 


>2) Play guitar 
Intro chord to a hard days night is all I could ever manage 


>3) Are into martial arts, rock climbing or snow boarding 


Used to go handgliding until a rather nasty crash, 
did a bit of rock climbing until a mate fell off, 
fancied both snowboarding & martial arts but 
daren't take the risk! 


cheers 


Nick S 


—-MESSAGE FILE 4324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03037 


—-MESSAGE FILE 4325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003038 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: DEMO COMPETITION ANNOUNCEMENT 

Date: Mon, 23 Nov 1998 20:02:13 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <3659BF45.FO0E84C14@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3038 scee.yaroze.mydemos: 
339 


"In a clear display օք tyranny and merciless dictatorship over his Fantabulous Demo 

Competition, and 

as a blatent attempt to win the 1998 Nobel Prize for Moving the Goalposts, Sir James 
"Il Duce" 

Russell today announced that entrants to the aforementioned Fantabulous Demo Competi 

tion would have 

to SUBMIT THEIR SOURCE CODE. 
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Have no fear (unless I say so), the source code would not go any further than James 
'The Eggman' R's 

computer. This requirement is to ensure a fairer competition, as I'm sure you'd all 
agree. Anyone 

who doesn't agree can come and see me and my pet tiger 'Bunny' in my dungeon. Bring 
a spare pair of 

trousers. And limbs." 


Yours sincerely, 


Idi Amin, 
Public Relations Consultant and King of Scotland. 


(Sir Russell apologises for the use of shouting in the subject header, but a tyrant' 
s got to show 
his authority, you know) 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


C++ programmers do it with private members and public objects. 
-—-MESSAGE FILE 4325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03038 


-—-MESSAGE FILE 4326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003039 

Path: chuka.playstation.co.uk!news 

From: gerboa@hotmail.com (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Mon, 23 Nov 1998 22:36:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3659e297.30719352@www.netyaroze-europe. com> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> 

NNTP-Posting-Host: p66s13a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3039 scee.yaroze.mydemos: 
340 


That James is a miserable sod, aint he? Let me explain... 


Today (monday) I started my new job at Sony which I didnt tell anyone 
about for fear of me being involved in some huge prank or something 
and in fact Id be jobless. So now I have full access to the 
professional development libs just in time for his demo compo, and 
then he demands source code. It aint fair (sob). I mean, I ran a test 
today and you can draw 10 times as much with the pro kit (only 
kidding!). Anyway, now this means that my new email (apart from 
gerboa@hotmail.com) is now 


Robert_Swan@playstation.sony.com 
cool, huh? 


On Mon, 23 Nov 1998 20:02:13 +0000, James Russell 

<James_Russell@scee.sony.co.uk> wrote: 

>Russell today announced that entrants to the aforementioned Fantabulous Demo Compet 
ition would have 

>to SUBMIT THEIR SOURCE CODE. 


btw, James couldnt get the dev kit to read a cd today. Im not sure he 

knows what he is doing :) 

-—-MESSAGE FILE 4326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03039 
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-—-MESSAGE FILE 4327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003040 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 23 Nov 1998 20:21:49 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <365A0A2D.578AB911@datasys.net> 

References: <36595EA3.21831B2A@easynet.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 262.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Phil Gooch wrote: 
> 


> all programmers 

- 1) Like techno and drum 'n bass 

As long as it isn't country, it's OK. :) 
> 2) Play guitar 

Heh. Hehheh. Peh. Ahh........ Pooh. 


> 3) Are into martial arts, rock climbing or snow boarding 
> 


Snowboarding........... Well......... Later on in life maybe, but I'm 
good on skis. But that doesn't count, now does it? 


"Darco 
—-MESSAGE FILE 4327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03040 


—-MESSAGE FILE 4328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003041 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Mon, 23 Nov 1998 19:13:17 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <73d1t6$r842@scea> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> <3659e297.30719352@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: sud-tcsl-port110.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3041 scee.yaroze.mydemos: 
341 


Congratulations Robert..... 


Keep us up to date with what your doing over there.. 


Robert Swan wrote in message <3659e297.30719352@www.netyaroze-europe.com>... 
>That James is a miserable sod, aint he? Let me explain... 

> 

>Today (monday) I started my new job at Sony which I didnt tell anyone 
>about for fear of me being involved in some huge prank or something 

>and in fact Id be jobless. So now I have full access to the 

>professional development libs just in time for his demo compo, and 

>then he demands source code. It aint fair (sob). I mean, I ran a test 
>today and you can draw 10 times as much with the pro kit (only 
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>kidding!). Anyway, now this means that my new email (apart from 
>gerboa@hotmail.com) is now 

> 
>Robert_Swan@playstation.sony.com 

> 

>cool, huh? 

> 

>On Mon, 23 Nov 1998 20:02:13 +0000, James Russell 
><James_Russell@scee.sony.co.uk> wrote: 

>>Russell today announced that entrants to the aforementioned Fantabulous 
Demo Competition would have 

>>to SUBMIT THEIR SOURCE CODE. 

> 

>btw, James couldnt get the dev kit to read a cd today. Im not sure he 
>knows what he is doing :) 


—-MESSAGE FILE 4328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03041 


—-MESSAGE FILE 4329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003042 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Why is it that... 

Date: Tue, 24 Nov 1998 07:42:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <3659B190.3E06@ecs.ox.ac.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
Reply-To: m93cec@ecs.ox.ac.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> all programmers 
> 
> 1) Like techno and drum 'n bass 


yup ... not so much the drum'n'bass though .. probably something to do 
with all programmers thinking they could do better, since "its all done 
with computers and stuff" .. as they say 


> 2) Play guitar 


nope ... never met a programmer who plays guitar actually .. though 
they're proably hiding it.. Occasionally do a bit of music stuff, ( see 
1. above) 


> 3) Are into martial arts, rock climbing or snow boarding 


snow boarding ... yes ... off next friday (snow allowing)... other stuff 
no, though I did once try judo, but did my back in 


one other point.. why do harly any programmers like football ? probably 
explains the lack of playable footie games.... (oooh controversial) 


Charlie 
—-MESSAGE FILE 4329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03042 


—-MESSAGE FILE 4330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003043 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Tue, 24 Nov 1998 08:45:05 +0000 
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Organization: Sony Computer Entertainment Europe 
Lines: 16 

Message-ID: <365A7211.6D8C2D97@scee.sony.co.uk> 
References: <3659BF45.F0E84C14@scee.sony.co.uk> <3659e297.30719352@www.netyaroze-eur 
ope.com> <73d1t6Sr842@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Steve Tolin wrote: 
> 


> Keep us up to date with what your doing over there.. 
Not if he signed the NDA he won't. :0) 


> >btw, James couldnt get the dev kit to read a cd today. Im not sure he 
> >knows what he is doing :) 


It was a dodgy CD. Really. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A male and his money are soon fools. 
—-MESSAGE FILE 4330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03043 


—-MESSAGE FILE 4331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003044 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Tue, 24 Nov 1998 09:57:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <365A8309.BA1C4EC6@easynet.co.uk> 

References: <36595EA3.21831B2A@easynet.co.uk> <3659B190.3E06@ecs.ox.ac.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Charlie wrote: 


> one other point.. why do harly any programmers like football ? probably 
> explains the lack of playable footie games.... (oooh controversial) 

> 

> Charlie 


Because they were crap at team sports at school and were always the last one 


to get picked when the team captains were choosing their sides ('I don't 
wan't him, you have him.... No, he's crap, you have him...). But later in 
life they find they're better at 'solo' activities (ahem) - martial arts, 


climbing, snowboarding etc. 


They like 'mathematical' music - hence techno, drum 'n bass, because it 
follows a logical and predictable formula. They may well like Bach too, but 
wouldn't admit it because their mates would laugh. 


But enough about me... 


Phil 
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-—-MESSAGE FILE 4331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03044 


—-MESSAGE FILE 4332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003045 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: C++ 

Date: Tue, 24 Nov 1998 11:12:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <73e0r8$no811@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup98-4-51.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Quite a while ago someone sent me (or pointed me to) a C++ version (class 
capable) version of the GNU compiler.. I'd love to have that again, since I 
actually can't really stant to do a whole project without them :).. Thanks! 


// Anders C 


—-MESSAGE FILE 4332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03045 


—-MESSAGE FILE 4333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003046 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Tue, 24 Nov 1998 10:09:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <365A85BE.DBAD3EA0@hinge.mistral.co.uk> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> 

NNTP-Posting-Host: d2-s11-105-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3046 scee.yaroze.mydemos: 
342 


James Russell wrote: 


> "In a clear display of tyranny and merciless dictatorship over his Fantabulous Dem 
o Competition, and 

> as a blatent attempt to win the 1998 Nobel Prize for Moving the Goalposts, Sir Jam 
es "Il Duce" 
> Russell today announced that entrants to the aforementioned Fantabulous Demo Compe 
tition would have 

> to SUBMIT THEIR SOURCE CODE. 


He he he he........... 


Have no fear (unless I say so), the source code would not go any further than Jame 
"The Eggman' R's 

computer. This requirement is to ensure a fairer competition, as I'm sure you'd al 
agree. Anyone 


PVD N 


You're just looking for a trick you can pass off to Colin as your own ;) 


> Idi Amin, 
> Public Relations Consultant and King of Scotland. 
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Craig. 
(great idea, I'm all for it, etc) 


—-MESSAGE FILE 4333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03046 


—-MESSAGE FILE 4334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003047 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Tue, 24 Nov 1998 10:39:40 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <365A8CEC.16CA87F6@scee.sony.co.uk> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> <365A85BE.DBAD3EA0@hinge.mistral.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


Craig Graham wrote: 
> 


> You're just looking for a trick you can pass off to Colin as your own ;) 


Colin's too busy trying to crack 128-bit encryption in realtime. 


With the PS2 processor. :0) 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A male and his money are soon fools. 
—-MESSAGE FILE 4334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03047 


—-MESSAGE FILE 4335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003048 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Tue, 24 Nov 1998 12:30:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <365aa6ce.94052670@news.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <365978f4.16778456@news.playstation.co.uk> <36598D00.3987@dma-design. com> 
NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


yeah.. where there's drinking, i'll be drinking hopefully. 


On Mon, 23 Nov 1998 16:27:44 +0000, Brian Baird <brian@dma-design.com> 
wrote: 


>(Alan) Yep Luen Yuen wrote: 


>> 

>> ermm.... i am in london that day, not sure how its going. may have 
>> plans for that day. hmm.. see how it goes. 

> 


>Ya just can't let a piss-up pass you by, can you Yep? Going all the way 
>to London just to join in theirs ;) 

> 

> 

> 
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>—— 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

-—-MESSAGE FILE 4335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03048 


—-MESSAGE FILE 4336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003049 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Tue, 24 Nov 1998 12:31:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <365aa719.94127788@news.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <73c2amSno86@chuka.playstation.co.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'll be missing that one. cant make it on the 4th. still stuck in 
scotland. : ( 


On Mon, 23 Nov 1998 16:25:01 +0000, Robert Ryan 
<ben.johnson@canada.com> wrote: 


>Phil Gooch wrote: 


>> 

>> 

>> Friday 4th is my last day in my current job and is hence my leaving do night. 
>> Would be happy to combine this with a geeks night out. I'll be in Smithfields 


>> from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
>> and move downstairs, if it's on that night). 

>> 

>> Phil 

> 

>Suits me - I get a kick out of crashing other peoples' do's =), least 
>that way it'd guarantee a crowd. Is everyone else ok with that? 

> 

>Rob Ryan. 

> 

>—— 

>"Could this town be any stupider?" 

>-Snake 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03049 


—-MESSAGE FILE 4337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003050 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Strings, Files and Such 

Date: Tue, 24 Nov 1998 15:04:55 +0200 

Organization: Here 

Lines: 11 

Message-ID: <73edk4$r845@scea> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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As I am a programmer by hobby, I have never taught myself anything about 
strings, except for what I need. Well, now I need to read a text file and 
parse it on the playstation. Well, there is not fscanf. Does anyone know 
how to make a similar function that uses a string loaded into memory (char 
*). I need it to define my levels in an easy to edit text file rather than 
having to code a level editor (which I am working on) just to test the 
playstation side of things. Well, your help would be much appreciated. 


Nathan 


—-MESSAGE FILE 4337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03050 


—-MESSAGE FILE 4338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003051 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Tue, 24 Nov 1998 15:40:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <365AD383.EEB3D812@hinge.mistral.co.uk> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> <365A85BE.DBAD3EA0@hinge.mistral.co. 
նէ» <365A8CEC.16CA87F6@scee.sony.co.uk> 

NNTP-Posting-Host: d3-s39-195-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 

> Craig Graham wrote: 

>> 

> > You're just looking for a trick you can pass off to Colin as your own ;) 
> 

> 


Colin's too busy trying to crack 128-bit encryption in realtime. 


> With the PS2 processor. :0) 
Grin... 


I'm sure Colin could do it in GTE macro's... 


Craig. 


-—-MESSAGE FILE 4338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03051 


—-MESSAGE FILE 4339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003052 

Path: chuka.playstation.co.uk!news 

From: "Casaub" <jun@formula.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Strings, Files and Such 

Date: Wed, 25 Nov 1998 10:39:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <73gj4a$9ial@chuka.playstation.co.uk> 
References: <73edk4$r845@scea> 

NNTP-Posting-Host: 194.109.93.22 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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This might be too obvious and not your intention.. but maybe it might 
help. If you set up a level like: 


00000000000030500000200050 
11111100001131111000031111 
00000100000030000000030001 
13111100000030000000030001 
03000000000030400000030001 
11111111111111111111111111 


being the floor 
a lamp 

stairs 

the player 

an enemy 


Op O N P 


you can simply add this to your code as an [][] array 
I got some sample code for you if you would like 


JUN. 


Me wrote in message <73edk4$r845@scea>... 

>As I am a programmer by hobby, I have never taught myself anything about 
>strings, except for what I need. Well, now I need to read a text file and 
>parse it on the playstation. Well, there is not fscanf. Does anyone know 
>how to make a similar function that uses a string loaded into memory (char 
>*). I need it to define my levels in an easy to edit text file rather than 
>having to code a level editor (which I am working on) just to test the 
>playstation side of things. Well, your help would be much appreciated. 

> 

>Nathan 

> 

> 


—-MESSAGE FILE 4339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03052 


—-MESSAGE FILE 4340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003053 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Tomb Raider 3 

Date: Wed, 25 Nov 1998 12:13:16 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <365BF45C.5D2B@bristol.ac.uk> 
NNTP-Posting-Host: n64.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (WinNT; I) 


Has anyone else who's bought Tomb Raider 3 been just a little bit 
dissapointed? Sure, the game itself is fantastic, but playing gives me 
the impression that Core have ruhed the release in time for Christmas. 
For instance, I had been playing the game for a while and had picked up 
the grenade launcher and the MP5. I saved the game, had my dinner and 
then came back to it and decided to try out Lara's house. When I went to 
the menu ring, it said I still had all the weapons that I had picked up, 
wierd. I tried getting out the grenade lancher and blowing up that 
annoying butler but instead of getting it out (the gun that is), Lara 
just started waving her arms in the air like she was at a rave and she 
just wouldn't stop. 


Oh well. A brief reset later and I'm playing the game again only to run 
through a wall in the Temple of Puna and get stuck. This has happened to 
me three times so far and is highly annoying 


I've also found that sometimes Lara refuses to walk away once you've 
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completed a jump which can be a bit frustrating, especially if you're on 
a narrow ledge. 


I'm sure these problems could have been sorted out with time but Core 
decided to release the game early and produce a substandard product. 


Never mind, I'll just complete it, take it back to Virgin with my 
complaints and get Bust-a-Groove. Still at least I'm 40 pounds nearer to 
my free game! (only £160 left to go then). 


Well, that's my rant over and I'm still only 7% ofthe way through 
downloading the Star Wars trailer :-( 


Tom 
—-MESSAGE FILE 4340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03053 


-—-MESSAGE FILE 4341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003054 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Strings, Files and Such 

Date: Wed, 25 Nov 1998 13:49:01 +0200 

Organization: Here 

Lines: 44 

Message-ID: <73gtht$r848@scea> 

References: <73edk4$r845@scea> <73gj4aS9ial@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Casaub wrote in message <73qgj4aS9ial@chuka.playstation.co.uk>... 

>This might be too obvious and not your intention.. but maybe it might 
>help. If you set up a level like: 

> 
>00000000000030500000200050 
>11111100001131111000031111 
>00000100000030000000030001 
>13111100000030000000030001 
>03000000000030400000030001 
>11111111111111111111111111 
> 
>1 being the floor 
>2 a lamp 

>3 stairs 

>4 the player 

>5 an enemy 


> 

>you can simply add this to your code as an [][] array 
>I got some sample code for you if you would like 

> 

>JUN. 


The only thing is that my code has the level designed with structures and 
each room has a structure, then each cell within the room has a structure, 
and each tile in the cell has a structure. With that it would have to be 
something like this: 


NUM_ROOMS 3 
ROOM #1 
NUM_CELLS 2 
CELL #1 
NUM_TILES 1 
TILE 1 (INDEX ) (BIT_FLAGS) 
etc, etc, etc 


This is psudo code, but it shows you what I need. 
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Help welcome.... 


Nathan 


—-MESSAGE FILE 4341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03054 


-—-MESSAGE FILE 4342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003055 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Tomb Raider 3 

Date: Wed, 25 Nov 1998 16:18:33 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <365C2DD9.4730@manc.u-net.com> 
References: <365BF45C.5D2B@bristol.ac.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Tom wrote: 
> Has anyone else who's bought Tomb Raider 3 been just a little bit 
> dissapointed? Sure, the game itself is fantastic, but playing gives 


I only just (yesterday) completed Tomb Raider, and found it easily as 
good as TR2 -- better because less annoying humans to kill, and worse 
in that I loved the vehicular sections in TR2. Evens I reckon there. 
Some might say the linearity of the first 2 games is a restriction, 
and making it more open would improve it -- which they have done 

with TR3 it seems? But, I say that the "clear goal" linearity of 

the first two meant you were never running around like a headless 
chicken "looking for a switch /or something/ that will open one of 
the many doors around the place". This is the impression I got 

with the TR3 demo (last month's OPSM). Linearity and restriction 
does not necessarily worsen the game -- I think it can be a way to 
streamline the goals and keep your mind focused on one or two 
problems at a time. I normally hate linearity and vote for total 
freedom all the time but having completed TR1&2 I have come to think 
that it was a stroke of genius. (not new though -- look at the 

SNES Mario games, the "left-to-right" linearity was standard) 


So I'll complete the TR3 demo first before buying the full game. 

I hope the game isn't full of "crouch/crawl" sections, and 100% 
coloured lighting effects just for the sake of it. I like the new 
gun/smoke effects and the new rocket launcher though. 

Anyone tried Analog mode with TR3? Tricky is not the word! 

I know I will buy it mainly because I want to get my hands on all 
those new vehicles. Maybe I should just buy another driving game ;-) 
(but how many have the initiative to have skidoos, quad bikes, boats 
jeeps all in vast 3D worlds. A Dodge Viper and a choice of 6 crappy 
"Street" circuits is all you seem to get with dedicated driving games) 


Job's a good'en, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03055 


—-MESSAGE FILE 4343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003056 
Path: chuka.playstation.co.uk!news 
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From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Strings, Files and Such 

Date: Wed, 25 Nov 1998 16:55:56 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <365C369C.7301@manc.u-net.com> 
References: <73edk4Sr845@scea> <73gj4aS$9ial@chuka.playstation.co.uk> <73gtht$r848@sc 
ea> 

Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Me wrote: 

> Help welcome.... 
> 
> Nathan 


Are you a Yaroze member? If so, why the annonymity? (it@here.com) 
you're not on Usenet now you know! Freetalk is not the correct 
group to post this sort of request either (try .beginners or .2d) 
Everyone reads all of them but its to do with getting things 
organazizezezed. If everyone posted everything to .freetalk and 
called themself "Me" or "Jedi" then it would be like the public 
Usenet -- a big silly mess (without the spam). 


As for your problem, try an array of pointers to structs: 


struct CELL { 


long attribute; // or whatever 
long x, y; 
u_char Tile[NUM_TILES] [NUM_TILES]; // entry = bitflag 


)չ 


struct ROOM { 
long attribute; 
long x, y; 
CELL *Cell [NUM_CELLS] [NUM_CELLS]; 
J; 


ROOM Room[MAX_ROOMS]; // Actual rooms 
ROOM *pRoom[NUM_ROOMS] [NUM _ROOMS |: // pointer array 


Init all pRoom * pointers as NULL, then read in your map data, 
setting up Rooms, and putting them in the pointer array (point 
them to actual Rooms), and setting up the cells/tiles too: 


for (y=0; y<NUM_ROOMS; y++) { 
for (x=0; x<NUM_ROOMS; x++) í 
if (MapData[index++] == DEF_ROOM) 
{ 
pRoom[x] [y] = &Room[roomcnt++]; 
// Setup cells/tiles 


} 
} 


Well, something along these lines anyhoo -- there are probably 
plenty of sytax/brain errors so think of it as pseudo-code.. ;) 


Later who-ever-you-are, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03056 
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-—-MESSAGE FILE 4344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003057 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tomb Raider 3 

Date: Wed, 25 Nov 1998 20:37:00 GMT 

Organization: ArgoNet, but does not reflect its views 

Lines: 38 

Distribution: world 

Message-ID: <na.56b2fc48aa.a70la0rfredw@argonet.co.uk> 

References: <365BF45C.5D2B@bristol.ac.uk> <365C2DD9.4730@manc.u-net.com> 
Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userk667.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 


In article <365C2DD9.4730@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 

> Maybe I should just buy another driving game ;-) 

> (but how many have the initiative to have skidoos, quad bikes, boats 
> jeeps all in vast 3D worlds. A Dodge Viper and a choice of 6 crappy 
> "street" circuits is all you seem to get with dedicated driving games) 


<Gratuitous plug> 


For the PC, Big Red Racing. 
Now looking a tad "old", but an absolute bargain, I tell you! 
(& from the same publisher, albeit not the same developer, as TR3 ;) ) 


Jeeps, 6-wheel bucket-ATV's, inflatables, hovercraft, moon buggies, 
space-jets, JCB's, dumper trucks, minis, beetles, snowploughs, snow buggies, 
two kinds of helicopter, monster trucks, big-rigs, silly speech by "Duke 
Nukem", [1]... 

(carmageddon, eat y'r heart out!) 


(Oh, & lead programmer, yours truly...) 


</Gratuitous plug> 


..-And I really must start doing something on the Yaroze again... 

(Pushy III, anyone? ...actually, is there anyone interested in 
doing level-design work here, coz that was what the "long slog" was 
with P2) 


ԷԷքո 
Fred 


(yaroze /~RFREDW) 


[1] Jon St John. After listening to BRR, you'll never take DN seriously 
again... 


—-MESSAGE FILE 4344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03057 


—-MESSAGE FILE 4345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003058 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Wed, 25 Nov 1998 23:02:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <365c88af.862257@news.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0Or9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> 
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NNTP-Posting-Host: 194.168.238.39 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 23 Nov 1998 16:15:08 +0000, Phil Gooch <philg@easynet.co.uk> 
wrote: 


> 

> 

>Robert Ryan wrote: 

> 

>> Phil Gooch wrote: 

>> > 

>> > I would prefer a week night. Probably wouldn't be able to make the Saturday 
>> > Sth as I'm playing a gig the next day. 
>> > 

>> > Phil 

>> 


>> Would everyone be ok for Friday 4th? If not, then it'll probably be 

>> either the 18th or 19th (though it seems everyone's pissing off before 
>> then). I think we've got five people interested in going (unless anyone 
>> wants to add to that), though we haven't decided on a venue yet. All the 
>> pubs I know in this part of the City are either trendy bars or dodgy 

>> masons pubs. Anyone got any better suggestions? 


>> 

>> Rob Ryan. 

>> 

> 

>Friday 4th is my last day in my current job and is hence my leaving do night. 
>Would be happy to combine this with a geeks night out. I'll be in Smithfields 


>from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
>and move downstairs, if it's on that night). 

> 

>Phil 

> 


Suits me. It's only 5 minutes from my work. I'm on holiday from 7th 
December until; next year so is about the last night that I'm free. 


Richard. 


—-MESSAGE FILE 4345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03058 


-—-MESSAGE FILE 4346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003059 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Wed, 25 Nov 1998 23:02:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <365c8942.1008720@news.playstation.co.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: 194.168.238.39 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 23 Nov 1998 13:09:56 +0000, Phil Gooch <philg@easynet.co.uk> 
wrote: 


>all programmers 
> 
>1) Like techno and drum 'n bass 


Yep. I write the stuff, it's almost as challenging as programming. I 
to used to be a severe metal head when I was younger ( Iron Maiden, 
Venom, Motorhead etc etc etc.... ). I still like a lot of metal but 


now I prefer the more trippy space rock stuff ( Hawkwind, Bedouin 


Jz; 


>2) Play guitar 
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Badly.... 

>3) Are into martial arts, rock climbing or snow boarding 

Used to be and thinking of taking up Karate at the moment. 


> 

>Answers on a postcard please 
> 

>Phil 

> 


—-MESSAGE FILE 4346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03059 


—-MESSAGE FILE 4347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003060 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tomb Raider 3 

Date: Wed, 25 Nov 1998 23:42:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <365C956A.FCF@manc.u-net.com> 

References: <365BF45C.5D2B@bristol.ac.uk> <365C2DD9.4730@manc.u-net.com> <na.56b2fc4 
8aa.a70la0rfredw@argonet.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


R Fred Williams wrote: 
> For the PC, Big Red Racing. 


You were the lead programmer on it? Nice one! Most of us here are 
aiming towards a position like that, and are merely peasant amateurs 
so far :-) 

Indeed BRR is a great game and is one of the few exceptions to my 
gross generalisation. It even ran on my 486 022/66 if I remember 
correctly, and multiplayer 'net races were cool. Funnily enough I was 
just discussing that game with some fellow members -- regarding the 3D 
environment, and getting some sort of 3D engine like it running on the 
Yaroze. I liked the way you could drive all over if you want. Monster 
Truck Madness was another I really liked, (despite being... by 
Microsoft) with a brilliant physics engine, but nowadays my lowly 
unaccelerated P133 can't run jack. As long it runs Quake and GP2 I'm 
happy. (ok, meaning as long as I have an N64 and PSX also ;)) 


Why not do "Pushy 3D"? A little too conformist perhaps..;) hey, 
it'd then be much like Pandora's Box (which I only just played 
having got hold of a SIOCONS compatible version). I'm just living 
in the past I guess, but I reckon a 2D game plays much better in 2D 
unless something extra is added. (Like WHY did they need to make 
Bomberman ISOMETRIC.. I mean JESUS H, WHY?!) 


I'd like to help you do some Pushy levels, but, well, like the evil 
Alan B'Stard I am I'd make some so they ARE impossible. Just like 


"Arthur" ;-) (refering to last month's OPSM Letters Page that 15) 
Ciao, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03060 
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-—-MESSAGE FILE 4348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003061 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Thu, 26 Nov 1998 01:36:39 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 29 

Message-ID: <365CBOA7. 9EB1E480@wyrddreams.demon.co.uk> 

References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
Լոն» 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 1586) 


On Sat, 21 Nov 1998, Craig Graham wrote: 


> I wrote my first game in assembler on the 68000 when I was 13 (C7, on the 
> atari). 


I started writing games and demos in 68k assembly on the ST at the 

age 
of 12. I was involved with Exorcist of the Flatliners and X-Tacy (or 
XTC 
or X-tatic or however many other names along the same theme they went 
under) and was called The Tithead (I know - not a word, ok?) and also 
did 
a couple of not-especially-widely-released bits as Falcon of Eclipse. 

A lot of the "megademo" code was widely available (border removal, 
palette-switching, etc) and I had a certain amount of help from the 
Bullfrog tutorial series in ST Format. Never got on with 3d stuff 
though, 
until I got hold of a couple of trig functions from a maths textbook and 
wrote a simple 3d-demo for the Archimedes in Acorn BASIC. These days 
I'm 
struggling with 3d on the Yaroze cos someone moved the goalposts and 
brought matrices into it. *80P 


Take care, 


JT 


Life isn't precious - it's expensive. 
—-MESSAGE FILE 4348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03061 


—-MESSAGE FILE 4349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003062 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Here is your answer 

Date: Thu, 26 Nov 1998 07:30:24 +0200 

Organization: Here 

Lines: 29 

Message-ID: <73iroj$t9dl@scea> 

References: <73edk4Sr845@scea> <73gj4aS$9ial@chuka.playstation.co.uk> <73gtht$r848@sc 
ea> <365C369C.7301@manc.u-net.com> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Are you a Yaroze member? If so, why the annonymity? (it@here.com) 
>you're not on Usenet now you know! Freetalk is not the correct 
>group to post this sort of request either (try .beginners or .2d) 
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>Everyone reads all of them but its to do with getting things 
>organazizezezed. If everyone posted everything to .freetalk and 
>called themself "Me" or "Jedi" then it would be like the public 
>Usenet -- a big silly mess (without the spam). 


Sorry about that guys. Yes, I am a Yaroze member, name Nathan Miller from 
the US. The only thing is that I am currently deployed to Bosnia to support 
our SFOR mission over here (I am in the Army) so the computer I use is ona 
LAN and I am not the only user. Therefore, my posts will continue to be 
"me" and such because I am not allowed to configure the computer to suit my 
needs! 

As for the post, I have limited time to access the computer, so I anly check 
2 newsgroups- "freetalk" and "programming.3d_graphics". Sorry, but again, I 
am not allowed much time, so I have to deal with what I got. At least I am 
trying to stay active, even here in Bosnia. 


Later, 


Nathan 


-—-MESSAGE FILE 4349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03062 


-—-MESSAGE FILE 4350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003063 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tomb Raider 3 

Date: Thu, 26 Nov 1998 11:03:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 137 

Message-ID: <365D2754.735F01CC@immd9.informatik.uni-erlangen.de> 

References: <365BF45C.5D2B@bristol.ac.uk> <365C2DD9.4730@manc.u-net.com> <na.56b2fc4 
8aa.a70laOrfredw@argonet.co.uk> <365C956A.FCF@manc.u-net.com> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" DF3 9EAF9091DA35EEF8A26DC" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


DF 3 9ERAF 9091DA35EEF8A26DC 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi James! 


Sorry for jumping in. The motivation to do the box pushing around game in 
three dimension was to create a game of imperfect information. You can not 
see the whole level from the beginning, but you have to explore it. This 
would not be possible in a two dimensional version or in an isometric 
perspectiv. 

Along the way I learned why there are so few real first persons games on 
the playstation and most companies prefer to implement a game, where the 
actor 

is watched from a camera position diagonally above the player ..... 


Christoph 


James Shaughnessy wrote: 


> R Fred Williams wrote: 
> > For the PC, Big Red Racing. 
> 
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You were the lead programmer on it? Nice one! Most of us here are 
aiming towards a position like that, and are merely peasant amateurs 
so far :-) 

Indeed BRR is a great game and is one of the few exceptions to my 
gross generalisation. It even ran on my 486 022/66 if I remember 
correctly, and multiplayer 'net races were cool. Funnily enough I was 
just discussing that game with some fellow members -- regarding the 3D 
environment, and getting some sort of 3D engine like it running on the 
Yaroze. I liked the way you could drive all over if you want. Monster 
Truck Madness was another I really liked, (despite being... by 
Microsoft) with a brilliant physics engine, but nowadays my lowly 
unaccelerated P133 can't run jack. As long it runs Quake and GP2 I'm 
happy. (ok, meaning as long as I have an N64 and PSX also ;)) 


Why not do "Pushy 3D"? A little too conformist perhaps..;) hey, 
it'd then be much like Pandora's Box (which I only just played 
having got hold of a SIOCONS compatible version). I'm just living 
in the past I guess, but I reckon a 2D game plays much better in 2D 
unless something extra is added. (Like WHY did they need to make 
Bomberman ISOMETRIC.. I mean JESUS H, WHY?!) 


I'd like to help you do some Pushy levels, but, well, like the evil 
Alan B'Stard I am I'd make some so they ARE impossible. Just like 


"Arthur" ;-) (refering to last month's OPSM Letters Page that 15) 
Ciao, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


DF 3 9ERAF 9091DA35EEF8A26DC 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hi James! 


<P>Sorry for jumping in. The motivation to do the box pushing around game 
in three dimension was to create a game of imperfect information. You can 
not see the whole level from the beginning, but you have to explore it. 
This would not be possible in a two dimensional version or in an isometric 
perspectiv. 

<BR>Along the way I learned why there are so few real first persons games 
on the playstation and most companies prefer to implement a game, where 
the actor 

<BR>is watched from a camera position diagonally above the player ..... 


<P>Christoph 
<BR>&nbsp; 
BR>&nbsp; 
BR>&nbsp; 
BR>é&nbsp; 


< 
< 
< 
<P>James Shaughnessy wrote: 


BLOCKQUOTE TYPE=CITE>R Fred Williams wrote: 
<BR>>&nbsp; For the PC, Big Red Racing. 


A 


<P>You were the lead programmer on it?&nbsp; Nice one! &nbsp; Most of us 
here are 

<BR>aiming towards a position like that, and are merely peasant amateurs 
<BR>so far :-) 

<BR>Indeed BRR is a great game and is one of the few exceptions to my 
<BR>gross generalisation.&énbsp; It even ran on my 486 DX2/66 if I remember 
<BR>correctly, and multiplayer 'net races were cool.&nbsp; Funnily enough 
I 
< 


was 
BR>Jjust discussing that game with some fellow members -- regarding the 
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D 
BR>environment, and getting some sort of 3D engine like it running on 
he 


onster 


BR>Microsoft) with a brilliant physics engine, but nowadays my lowly 

<BR>unaccelerated P133 can't run jack.&nbsp; As long it runs Quake and 
GP2 I'm 
<BR>happy.é&nbsp; (ok, meaning as long as I have an N64 and PSX also ;)) 


<P>Why not do "Pushy 3D"?&nbsp; A little too conformist perhaps..;) hey 
<BR>it'd then be much like Pandora's Box (which I only just played 


BR>in the past I guess, but I reckon a 2D game plays much better in 2D 


< 
< 
< 
<BR>Bomberman ISOMETRIC.. I mean JESUS H, WHY?!) 


<P>I'd like to help you do some Pushy levels, but, well, like the evil 
<BR>Alan B'Stard I am I'd make some so they ARE impossible.&nbsp; Just 
like 

<BR>"Arthur" ;-) (refering to last month's OPSM Letters Page that is) 


<P>Ciao, 
BR>Jim 
ՔՔ»-- 
Ք.» 


Հ 
Հ 
Հ 
<BR>James Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com 
< 

com/~shaughnj</A> 

<BR> </BLOCKQUOTE> 
é&nbsp; 

<PRE></PRE> 

é&nbsp; </HTML> 


DF3 9ERAF 9091DA35EEF8A26DC-— 


-—-MESSAGE FILE 4350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03063 


--MESSAGE FILE 4351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freet 
0003064 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Thu, 26 Nov 1998 10:04:35 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <365D9833.2995D1D0@hinge.mistral.co.uk> 


References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 


1l.nl> <365CBOA7. 9EBIE480@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: d2-s12-106-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Tait wrote: 


> On Sat, 21 Nov 1998, Craig Graham wrote: 

> 

> > I wrote my first game in assembler on the 68000 when I was 13 (C7, 
> > atari). 

> 

> I started writing games and demos in 68k assembly on the ST at the 
> age 

> of 12. I was involved with Exorcist of the Flatliners and X-Tacy (or 
> XTC 

> 


or X-tatic or however many other names along the same theme they went 
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3 
< 
Է: 
<BR>Yaroze.&énbsp; I liked the way you could drive all over if you want.&nbsp; 
M 
<BR>Truck Madness was another I really liked, (despite being...&nbsp; by 

< 


Ա 


BR>having got hold of a SIOCONS compatible version) .&nbsp; I'm just living 


BR>unless something extra is added.&nbsp; (Like WHY did they need to make 
B 
B 
BR><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
° 
B 


alk/english/0 


on the 
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under) and was called The Tithead (I know - not a word, ok?) and also 
did 
a couple of not-especially-widely-released bits as Falcon of Eclipse. 

A lot of the "megademo" code was widely available (border removal, 
palette-switching, etc) and I had a certain amount of help from the 
Bullfrog tutorial series in ST Format. Never got on with 3d stuff 
though, 


VV V V V V V 


I remember the bullfrog series - I've still got it somewhere.A better one was 
published in ST-World though a year or two 

before (the 3D tutorials were much better). 

I'm sure that they used matrices for the 3D bits (all be it in 

assembler, so not as easy to follow as the stuff we're used 

to on the PSX now). Even the old Dragon32 3D tutorial I had 

used matrix maths....and that's a long long time ago (not that 

I understood it at the time, I just never throw techie mags away). 


> until I got hold of a couple of trig functions from a maths textbook and 
> wrote a simple 3d-demo for the Archimedes in Acorn BASIC. These days 

> I'm 

> struggling with 3d on the Yaroze cos someone moved the goalposts and 

> brought matrices into it. *80P 

> 

> Take care, 

> 

> JT 

Craig 


--MESSAGE FILE 4351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03064 


--MESSAGE FILE 4352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003065 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Thu, 26 Nov 1998 10:37:13 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 26 

Message-ID: <365D2F59.556DD206@scee.sony.co.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 
X-Accept—-Language: en 


Phil Gooch wrote: 


all programmers 
1) Like techno and drum 'n bass 
Well, dunno about drum and bass. Had a techno track I wrote played on (student) radi 


o. And had to 
sell my DJ turntables to come to England. 


> 2) Play guitar 
Used to play the organ (ooerr!). 
> 3) Are into martial arts, rock climbing or snow boarding 


Great, since all Yaroze members are into techno, playing guitar and martial arts, we 
can team up and 

become an awesome fighting force for good (sometimes) which lulls its enemies into a 
false sense of 
security with soothing guitar ballads before kicking the ballads out of them with Ja 
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ckie Chan moves 

to a thumping techno soundtrack! Sounds like the premise for a Saturday morning cart 
oon. You could 

call it "Samurai String Playing Techno Yarozers". I've got dibs on the figurine righ 
ts. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


If at first you don't succeed, destroy all evidence that you tried. 
—-MESSAGE FILE 4352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03065 


—-MESSAGE FILE 4353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003066 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Thu, 26 Nov 1998 14:48:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <73jpp9$9ial5@chuka.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0Or9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Cutting wrote: 


> 

> On Mon, 23 Nov 1998 16:15:08 +0000, Phil Gooch <philg@easynet.co.uk> 

> wrote: 

> 

> >Friday 4th is my last day in my current job and is hence my leaving do night. 
> >Would be happy to combine this with a geeks night out. I'll be in Smithfields 
> >from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
> >and move downstairs, if it's on that night). 

>> 

> >Phil 

>> 

> 

> Suits me. It's only 5 minutes from my work. I'm on holiday from 7th 

> December until; next year so is about the last night that I'm free. 

> 

> Richard. 


That's three. I know we've got more than three Yarozers in the London 
area. Anyone who doesn't show up better have a bloody good excuse (that 
means you Rad). Rob Swan's probably going to be too busy swanking round 
with his Sony tech buddies to turn up (unless he wants to collect on the 
pint I owe him; assuming that 'establishment' are still welcome that is 
=). 


I'll probably be putting in an appearance about six thirty-ish unless I 
can duck out of the office early. I'll be the ugly scruffy looking one 
with round specs. 


Rob Ryan. 


My homework was not stolen by a one-armed man 
-—-MESSAGE FILE 4353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03066 


—-MESSAGE FILE 4354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003067 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: And another thing... 

Date: Thu, 26 Nov 1998 14:52:43 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <365D6B3B.1B5AEBC3@bristol.ac.uk> 
NNTP-Posting-Host: tao.cs.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Hang on a minute, I've only just noticed that the TR3 manual clearly 
states that you start the game with both pistols and a shotgun but I've 
only just got the shotgun which I found in Area 51. Hmm. 


Cheers, 


Tom 


P.S. Why is hi-res such an arse to program? It took me two hours before 
I could get the screen to clear properly. 


—-MESSAGE FILE 4354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03067 


-—-MESSAGE FILE 4355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003068 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Thu, 26 Nov 1998 15:32:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <365D7481.50C1@ecs.ox.ac.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73cO0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> <73jpp9$9ial5@chu 
ka.playstation.co.uk> 

Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'd come (down from Oxford ... not too far), but I'm off snowboarding on 
the 3rd ... (obviously with my collection of techno and drum and bass 
cds, and my guitar)... 


Charlie 


Robert Ryan wrote: 


> 

> Richard Cutting wrote: 

>> 

> > On Mon, 23 Nov 1998 16:15:08 +0000, Phil Gooch <philg@easynet.co.uk> 

> > wrote: 

>> 

> > >Friday 4th is my last day in my current job and is hence my leaving do night. 
> > >Would be happy to combine this with a geeks night out. I'll be in Smithfields 
> > >from 5.30pm, then possibly onto a curry then club (might just stay at Smithfiel 
ds 

> > >and move downstairs, if it's on that night). 

>>> 

> > >Phil 

>>> 
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Suits me. It's only 5 minutes from my work. I'm on holiday from 7th 
December until; next year so is about the last night that I'm free. 


V V V V V 


Richard. 


That's three. I know we've got more than three Yarozers in the London 
area. Anyone who doesn't show up better have a bloody good excuse (that 
means you Rad). Rob Swan's probably going to be too busy swanking round 
with his Sony tech buddies to turn up (unless he wants to collect on the 
pint I owe him; assuming that 'establishment' are still welcome that is 
=). 


I'll probably be putting in an appearance about six thirty-ish unless I 
can duck out of the office early. I'll be the ugly scruffy looking one 
with round specs. 


Rob Ryan. 


VVVVVVVVVVVVVVV VV VV VV 


My homework was not stolen by a one-armed man 
-—-MESSAGE FILE 4355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03068 


—-MESSAGE FILE 4356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003069 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tomb Raider 3 

Date: Thu, 26 Nov 1998 19:23:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <365DAACC.397E@manc.u-net.com> 

References: <365BF45C.5D2B@bristol.ac.uk> <365C2DD9.4730@manc.u-net.com> <na.56b2fc4 
8aa.a70la0Orfredw@argonet.co.uk> <365C956A.FCF@manc.u-net.com> <365D2754.735F01CC@imm 
d9.informatik.uni-erlangen.de> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Christoph Luerig wrote: 

> Sorry for jumping in. The motivation to do the box pushing around game 
> in three dimension was to create a game of imperfect information. You 
> can not see the whole level from the beginning, but you have to 

> explore it. 


Hi Christoph, 

Don't apologise for joining in mate! 

A good point about your game - not being able to see the whole 

level, so yes it does add something to make the 3D worth it. 

I wasn't having a dig at your game -- I was refering to the commercial 
desire to make things 3D just for the sake of it (ie. Bomberman) 

I have no sense of direction so in the bigger levels in Pandora's 

Box I just get lost (but then I get lost in the Manchester Arndale...) 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03069 


—-MESSAGE FILE 4357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003070 
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Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Thu, 26 Nov 1998 21:04:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <365DB45A.1CDB4DEAG@hv.se> 

References: <36595EA3.21831B2A@easynet.co.uk> <3659B190.3E06@ecs.ox.ac.uk> 
Reply-To: bweut98@hv.se 

NNTP-Posting-Host: brage.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


one other point.. why do harly any programmers like football ? probably 
explains the lack of playable footie games.... (oooh controversial) 


VVVVYV 


Well I support Arsenal, but I suppose that just goes to prove your point :) 


—-MESSAGE FILE 4357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03070 


-—-MESSAGE FILE 4358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003071 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Thu, 26 Nov 1998 21:20:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <73kgm0$9ial7@chuka.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> <73jpp9$9ial5@chu 
ka.playstation.co.uk> 

NNTP-Posting-Host: vil-9.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Ryan wrote in message <73jpp9S9ial5@chuka.playstation.co.uk>... 


>That's three. I know we've got more than three Yarozers in the London 
>area. Anyone who doesn't show up better have a bloody good excuse (that 
>means you Rad).... 


Erm...did I say I lived in London, er, sorry spelling mistake - thats 
supposed to read er, erm, Papua New Guinea, yeah thats right I live in Papua 
New Guinea, and its just too far to travel.... 


Nah, just kidding. Email me the final details like time and place and some 
instructions on how to get there would be nice too, and I'll see ya all 
there. 


Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03071 
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--MESSAGE FILE 4359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003072 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Thu, 26 Nov 1998 21:25:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <73kgu1$9ial8@chuka.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> <73jpp9$9ial5@chu 
ka.playstation.co.uk> <365D7481.50C1@ecs.ox.ac.uk> 

NNTP-Posting-Host: vil-9.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Charlie wrote in message <365D7481.50C1@ecs.ox.ac.uk>... 


>I'd come (down from Oxford ... not too far), but I'm off snowboarding on 
>the 3rd ... (obviously with my collection of techno and drum and bass 
>cds, and my guitar)... 


don't forget your ninja suit ;-) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03072 


—-MESSAGE FILE 4360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003073 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Fri, 27 Nov 1998 13:03:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <73m81n$ngl3@chuka.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Phil Gooch wrote: 


Friday 4th is my last day in my current job and is hence my leaving do night. 
Would be happy to combine this with a geeks night out. I'll be in Smithfields 
from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
and move downstairs, if it's on that night). 


VVVVVVV 


Phil 


Sorry to flood the group with all this stuff, but just so we're clear on 
the details (and for the benefit of any lurkers), where exactly is it 
taking place? Thanks to my shocking lack of knowledge regarding London 
night life, I don't know where the Smithfields place is (though if you 
mentioned O'Bastards or the Bearded Goats Lodge, then I'd recognise them 
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instantly =). Just that I'm trying to scrape together a bit more info 
for this weeks NYoosletter (SCEE's favourite weekly digest of Yaroze 
stuff sent out every Friday tea-time - subscribe at 
http://www.netyaroze-europe.com/~throwbak/ - brought to you in 
association with.. etc etc.). 


Just so that I don't look like I'm monopolising on all the good 
snippets, I just thought I'd mention that the Computer Exchange have 
been selling Dreamcasts and English asian versions of Zelda 64 since 
Tuesday (claim to be the first in the country to have got hold of 
either). Check http://www.cex.co.uk/ for more info. 


Cheers, 


Rob Ryan 


I will not send lard through the mail 
—-MESSAGE FILE 4360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03073 


—-MESSAGE FILE 4361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003074 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tomb Raider 3 

Date: Fri, 27 Nov 1998 14:19:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 129 
Message-ID: <365EA6FA.AFCOB80E@immd9.informatik.uni-erlangen.de> 

References: <365BF45C.5D2B@bristol.ac.uk> <365C2DD9.4730@manc.u-net.com> <na.56b2fc4 
8aa.a70laOrfredw@argonet.co.uk> <365C956A.FCF@manc.u-net.com> <365D2754.735F01CC@imm 
d9.informatik.uni-erlangen.de> <365DAACC.397E@manc.u-net.com> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 4DF368B0154B626DA849A235" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


4DF368B0154B626DA849A235 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi James! 


No problem. By the way, you can use the horizon to orient yourself. I 
needed a few trials until I got the correct synchronization 

with my field of view (I made a calculation error initially). It is 
cylindrical projection effectively. As you may see the the illumination of 
the scene is also coordinated with the position of the sun. I would be 
curious how this problem is solved in Kula World. As you may see the 
horizon in any arbitrary 
directions there, they would need a horizon parametrization with spherical 
topology. As the parametrization domains, that can be easily handled are 
squares, they are probably using a box to provide six parametrization 
subdomains, that consist of squares (the surfaces of the cube). The horizon 
image 

on the sphere is one, one could easily reparametrize to get the six images 
on the box side (put a box around the sphere and shoot rays from the center 
of the sphere through the sphere and the box, than you get the 
correspondence). To generate the horizon you have to render an image from 
the center of the box (projection center) in the correct viewing direction. 
The poblem however is, that you initially need to get your image painted 
onto the sphere. This should be very difficult, if you are not using 
registered photographs with known focal length. In Kula World I have the 
feeling, that they are using painted images. If I play this game, I somehow 
have a funny feeling about the horizon, which is usually an indication, 
that there is something wrong with it. My guess is, that they took six 
images which look well in planar and put it onto there horizon cube. If 
this is the case one should especially notice distortion effects on the 
corners of this cube. 


Net Yaroze newsgroups message dump.txt Page 2774 
Did any of you notice something similar when plazying this game? 
James Shaughnessy wrote: 


Christoph Luerig wrote: 

> Sorry for jumping in. The motivation to do the box pushing around game 
> in three dimension was to create a game of imperfect information. You 
> can not see the whole level from the beginning, but you have to 

> explore it. 


Hi Christoph, 

Don't apologise for joining in mate! 

A good point about your game - not being able to see the whole 

level, so yes it does add something to make the 3D worth it. 

I wasn't having a dig at your game -- I was refering to the commercial 
desire to make things 3D just for the sake of it (ie. Bomberman) 

I have no sense of direction so in the bigger levels in Pandora's 

Box I just get lost (but then I get lost in the Manchester Arndale..) 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVV VV VV VV VV 


4DF368B0154B626DA849A235 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hi James! 


<P>No problem. By the way, you can use the horizon to orient yourself. 
I needed a few trials until I got the correct synchronization 
<BR>with my field of view (I made a calculation error initially). It is 
cylindrical projection effectively.&énbsp; As you may see the the illumination 

of the scene is also coordinated with the position of the sun. I would 

be curious how this problem is solved in Kula World. As you may see the 

horizon in any arbitrary 

<BR>directions there, they would need a horizon parametrization with spherical 
topology. As the parametrization domains, that can be easily handled are 

squares, they are probably using a box to provide six parametrization subdomains, 
that consist of squares (the surfaces of the cube). The horizon image 

<BR>on the sphere is one, one could easily reparametrize to get the six 

images on the box side (put a box around the sphere and shoot rays from 

the center of the sphere through the sphere and the box, than you get the 
correspondence). To generate the horizon you have to render an image from 

the center of the box (projection center) in the correct viewing direction. 

The poblem however is, that you initially need to get your image painted 

onto the sphere. This should be very difficult, if you are not using registered 
photographs with known focal length. In Kula World I have the feeling, 

that they are using painted images. If I play this game, I somehow have 

a funny feeling about the horizon, which is usually an indication, that 

there is something wrong with it. My guess is, that they took six images 

which look well in planar and put it onto there horizon cube.énbsp; If 

this is the case one should especially notice distortion effects on the 

corners of this cube. 


<BR>Did any of you notice something similar when plazying this game? 
<P>James Shaughnessy wrote: 

<BLOCKQUOTE TYPE=CITE>Christoph Luerig wrote: 

<BR>> Sorry for jumping in. The motivation to do the box pushing around 
game 

<BR>> in three dimension was to create a game of imperfect information. 
You 


<BR>> can not see the whole level from the beginning, but you have to 
<BR>> explore it. 
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<P>Hi Christoph, 

<BR>Don't apologise for joining in mate! 

<BR>A good point about your game - not being able to see the whole 
<BR>level, so yes it does add something to make the 3D worth it. 

<BR>I wasn't having a dig at your game -- I was refering to the commercial 
<BR>desire to make things 3D just for the sake of it (ie. Bomberman) 

<BR>I have no sense of direction so in the bigger levels in Pandora's 
<BR>Box I just get lost (but then I get lost in the Manchester Arndale..) 


<P>Later, 
<BR>Jim 
ՔՔ»-- 

ՔՔ» 

BR>James Shaughnessyé&nbsp; &nbsp; &énbsp; james@manc.u-net.com 

BR><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
om/~shaughn4j</A> 

<BR> </BLOCKQUOTE> 

é&nbsp; 

<PRE></PRE> 

é&nbsp; </HTML> 


< 
< 
< 
< 
Շ 


4DF368B0154B626DA8 4 9A235-- 


—-MESSAGE FILE 4361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03074 


—-MESSAGE FILE 4362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003075 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Fri, 27 Nov 1998 15:40:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <365ec7c2.173222440@news.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0Or9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> <73jpp9$9ial5@chu 
ka.playstation.co.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


hey man come up to dundee, loads of fun there, if you can take the 
weather. :-Ք 
well sorry cant make it so soon to london. 


On Thu, 26 Nov 1998 14:48:16 +0000, Robert Ryan 

<ben.johnson@canada.com> wrote: 

> 

>That's three. I know we've got more than three Yarozers in the London 
>area. Anyone who doesn't show up better have a bloody good excuse (that 
>means you Rad). Rob Swan's probably going to be too busy swanking round 
>with his Sony tech buddies to turn up (unless he wants to collect on the 
>pint I owe him; assuming that 'establishment" are still welcome that is 
>=). 

> 

>I'll probably be putting in an appearance about six thirty-ish unless I 
>can duck out of the office early. I'll be the ugly scruffy looking one 
>with round specs. 

> 

>Rob Ryan. 

> 

>—— 

>My homework was not stolen by a one-armed man 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03075 
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--MESSAGE FILE 4363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003076 

Path: chuka.playstation.co.uk!news 

From: 298yly@tay.ac.uk ((Alan) Yep Luen Yuen) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Fri, 27 Nov 1998 15:43:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <365ec836.173338858@news.playstation.co.uk> 

References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
1.ոլ» <365CBOA7. 9EBIE480@wyrddreams.demon.co.uk> 

NNTP-Posting-Host: in2495.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 26 Nov 1998 01:36:39 +0000, James Tait 
<JTait@wyrddreams.demon.co.uk> wrote: 


>On Sat, 21 Nov 1998, Craig Graham wrote: 

> 

>> I wrote my first game in assembler on the 68000 when I was 13 (C7, on the 
>> atari). 


> 
> I started writing games and demos in 68k assembly on the ST at the age 
>of 12. I was involved with Exorcist of the Flatliners and X-Tacy (or 


>XTC or X-tatic or however many other names along the same theme they went 
>under) and was called The Tithead (I know - not a word, ok?) and also 
>did a couple of not-especially-widely-released bits as Falcon of Eclipse. 


you did ? why you not a guru yet? 


> A lot of the "megademo" code was widely available (border removal, 
>palette-switching, etc) and I had a certain amount of help from the 
>Bullfrog tutorial series in ST Format. Never got on with 3d stuff 
>though, 

>until I got hold of a couple of trig functions from a maths textbook and 
>wrote a simple 3d-demo for the Archimedes in Acorn BASIC. These days 
>I'm 

>struggling with 3d on the Yaroze cos someone moved the goalposts and 
>brought matrices into it. *80OP 


hey man, matrix are gods gift for 3d. loads of fancy things that can 
be done in matrixs. 
well have fun. 


(Alan) Yep Luen Yuen 

~alanyuen 

email: 298yly@tay.ac.uk 

—-MESSAGE FILE 4363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03076 


-—-MESSAGE FILE 4364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003077 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The Color Purple 

Date: Fri, 27 Nov 1998 17:43:35 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <365EE4C7.3528@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


People, the GameBoy Color is a piece of "play Mario on the bog" 
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splendidity. Oh yes. I can't believe the quality of the LCD 
screen -- dead clear pixels, rich colours and a contrast to die 
for (black IS black). 


If you are like me and can't wait for a price drop or for more 
colours to come out (only purple or clear purple for now here), 
and can't be arse using mail order to save a few bucks, then I 
suggest going to HMV where you get a free mains power supply too 
(worth £7) not that you really need one.. 


Well, back to my rejuvinated old GameBoy games.. 


Jim 

PS If you want to write gameboy stuff (to run on an emulator) then 
goto http://welcome.to/gameboy for a brilliant shareware C dev kit 
and utils etc. (no Color emulators yet though.) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03077 


—-MESSAGE FILE 4365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003078 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Color Purple 

Date: Fri, 27 Nov 1998 18:26:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <73mrtbSngl14@chuka.playstation.co.uk> 
References: <365EE4C7.3528@manc.u-net .com> 
NNTP-Posting-Host: dialup137-2.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Shaughnessy wrote in message <365EE4C7.3528@manc.u-net.com>... 
>People, the GameBoy Color is a piece of "play Mario on the bog" 
>splendidity. 


I second this! Played Donkey Kong Land on it in Dixons and there was NO 
screen blur - playing it on the original GB was vomit-inducing. 


>If you are like me and can't wait for a price drop or for more 
>colours to come out (only purple or clear purple for now here), 
>and can't be arse using mail order to save a few bucks, then I 
>suggest going to HMV where you get a free mains power supply too 
>(worth £7) not that you really need one.. 


Or, if you can wangle a student discount at Virgin, get 10% off (thus 
rendering a slightly cheaper £63)... 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
ՀԻԻՀԻԻԻՀԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻ-Ի-Ի 
"Safe!" 

- Tanvir Khan, 1998 


—-MESSAGE FILE 4365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03078 


—-MESSAGE FILE 4366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003079 


Net Yaroze newsgroups message dump.txt Page 2778 


Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WANTED: 3D programmer for non Yaroze project. 
Date: Fri, 27 Nov 1998 22:14:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <365F1631.618A935E@aol.com> 
References: <736fn8Sekm7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 174-102-109.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi JohntT, 


Three dimensional graphics is not standard in Java (up to JDK 1.1 at least). As 
far as I know, 

you could only use the External Authoring Interface to adress a VRML browser, 
the Java3D API, which 

is quite new (I am not sure whether it is a part of JDK 1.2) or Magician, which 
is a Native interface for OpenGL. 

It might help some people if you could get a little bit more concrete. 


JohnT wrote: 
Hi, 


This is nothing definite at the moment but we may need in the near future a 
3D programmer to write a cool JAVA applet to be used on a CD based web site. 
This is paid work if we decide we need the applet. So I am posting this 
message to see if any of you talented Yaroze programmers are up to the 
challenge :) 


If you are interested then email us your details at the address shown below 
(don't use reply to author etc). 


VVVVVVVVVV VV 


johnt@tannsoft.force9.co.uk 


—-MESSAGE FILE 4366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03079 


—-MESSAGE FILE 4367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003080 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Fri, 27 Nov 1998 23:40:16 +0000 

Organization: philg@nospam.easynet.co.uk 

Lines: 14 

Message-ID: <365F385D.7E683EAD@nospam.easynet.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0Or9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <73m81nSng13@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Smithfields is on Farringdon Rd. Farringdon tube - come out, turn right, 
at the traffic lights turn left down Farringdon Rd. Just past the market 
is the Smithfields pub/club (haven't checked yet if it's drum 'n bass 
night on Friday 4th ;) 


I'll be there from about 5.30pm. Can't promise to spend all evening with 
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you guys tho' - it's my leaving do, so I'll be chinwagging with my (soon 
to be ex)work mates. 


I'll probably be wearing a black puffer jacket. Snowboard tucked under 
my arm. With a couple of hot blondes. 


Phil 


—-MESSAGE FILE 4367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03080 


-—-MESSAGE FILE 4368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003081 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Fri, 27 Nov 1998 23:42:26 +0000 

Organization: philg@nospam.easynet.co.uk 

Lines: 25 

Message-ID: <365F38DF.EA57C71C@nospam.easynet.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0Or9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Richard Cutting wrote: 


December until; next year so is about the last night that I'm free. 


>> 

> >Friday 4th is my last day in my current job and is hence my leaving do night. 
> >Would be happy to combine this with a geeks night out. I'll be in Smithfields 
> >from 5.30pm, then possibly onto a curry then club (might just stay at Smithfields 
> >and move downstairs, if it's on that night). 

>> 

> >Phil 

>> 

> 

> Suits me. It's only 5 minutes from my work. I'm on holiday from 7th 

> 

> 

> 


Richard. 


Yeah, come along Richard. Been meaning to give you a call since bumping into you in 
that Thai pub place at the bottom of Leather Lane (Duke of York?). See you in 
Smithfields, Friday 4th! 


Phil 


—-MESSAGE FILE 4368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03081 


-—-MESSAGE FILE 4369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003082 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SEDE Demo 00.04.07n 

Date: Sat, 28 Nov 1998 01:34:55 +0100 

Organization: Debri Productions 

Lines: 17 

Message-ID: <ldiyvew.24dk4alxok2g0N@[194.151.88.144]> 

References: <36577924.896D2180@datasys.net> <36577EB9.137C@manc.u-net.com> ՀՅՑքց956 
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km12@chuka.playstation.co.uk> <36581DE5.B7A0A361@datasys.net> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 


> Would anyone like to use their space to host the PAL version...? James? 
> Nick? ;) 

> 

> (It is a full-screen PAL port. Be happy. ;) 

> 

> 'Darco 


I would, I would even make a support page with it.. 
Mail it to me and I'll get it in the SCEE domain for you.. 
Cheers, 


DEnnis.. 
-—-MESSAGE FILE 4369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03082 


—-MESSAGE FILE 4370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003083 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Sat, 28 Nov 1998 01:34:57 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldiyvmw.ipdx6iaxgrr4N@[194.151.88.144]> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 


Phil Gooch <philg@easynet.co.uk> wrote: 


> all programmers 

To bad, me no coder... 

> 1) Like techno and drum 'n bass 
> 2) Play guitar 


> 3) Are into martial arts, rock climbing or snow boarding 


But Snowboarding rules big time!!! As well as in a game or much better, 
in real time!! 


> Answers on a postcard please 
Sorry I was out of UK stamps.. ;-) 


DEnnis.. 
-—-MESSAGE FILE 4370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03083 


—-MESSAGE FILE 4371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003084 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk! localhost! JTait 

From: <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: About as cool as cool can be.... 

Date: Fri, 27 Nov 1998 03:42:27 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 58 

Message-ID: <Pine.LNX.4.05.9811270321580.1914-100000@wyrddreams.demon.co.uk> 
References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
1.ոլ» <365CBOA7.9EBIE480@wyrddreams.demon.co.uk> <365D9833.2995D1D0@hinge.mistral.co 
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-uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: TEXT/PLAIN; charset=US-ASCII 
In-Reply-To: <365D9833.2995D1D0@hinge.mistral.co.uk> 


I still have the bullfrog series too, in fact I now have an Atari STe 
(nicked off my brother cos I sold mine) to get coding on! Լո actual fact, 
I was referring to the Bullfrog tutorial not so long back, looking at 
sprite masks and stuff I believe. 

I know Rob Swan used to have an ST and we were, some time back, 
discussing getting together and writing some demos, in STOS I believe. 
Still up for it Rob? I ‘'inherited' all my neighbour's ST disks and now 
have an original STOS compiler and loads of STOS extensions! 

I never saw the ST World tutorial unfortunately, otherwise I would 
probably be better off than I am now. I do remember one in Your Computer 
which I undoubtedly still have in my bookcase somewhere, but it's a matter 
of finding it. I, like you, never throw away these techie things! 

The Acorn demo I wrote was built from scratch, i.e. I literally saw 
these trig functions in a text book and thought, "Oh yeah, I could write a 
program to do perspective 3D with that!" so I went and did it. I was only 
16 at the time so I hadn't even heard of matrices. 1 probably still have 
a printout somewhere, I'll dig it out and see about converting it! 

To go off at a slight tangent, one or two computers have been mentioned 
in this thread and I was wondering just what computers/consoles people 
have owned or still do own. I'll get the ball rolling: 


Atari 2600 
Commodore Vic 20 
Amstrad CPC464 Built-in tape deck) 

+---Atari 520 STfm instead of the Amstrad CPC6128) 


(PONG!) 
( 
( 
( 
BBC Model B (With ROM flasher and speech module!) 
( թ 
( 
( 


With carts!) 


V Acorn Flectron Original Elite anyone?) 

+---Atari 1040 STe And additional External Drive) 

V+--IBM i386SLC-33 4Mb RAM, 40Mb HDD, still have the case!) 
Net Yaroze 


148 6DX-33 (Acer, 4Mb RAM, 100Mb HDD, now my mum's) 
Wyse-85 Terminal (x3, useful for debug purposes) 
+-—>1i586-100 (AMD K5PR-100, 32Mb RAM, 2.1Gb HDD, roll-yer-own) 


I know, I'm a geek, people have always told me that and I don't 
care. Does anyone have a Speccy 128k or Dragon 32 I could ste... erm, 
buy? 


Take care, 

JT 

On Thu, 26 Nov 1998, Craig Graham wrote: 
I remember the bullfrog series - I've still got it somewhere.A better one was 
published in ST-World though a year or two 
before (the 3D tutorials were much better). 


> 

> 

> 

> I'm sure that they used matrices for the 3D bits (all be it in 
> assembler, so not as easy to follow as the stuff we're used 
> 
> 
> 
> 


to on the PSX now). Even the old Dragon32 3D tutorial I had 
used matrix maths....and that's a long long time ago (not that 
I understood it at the time, I just never throw techie mags away). 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 
it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 


—-MESSAGE FILE 4371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03084 


-—-MESSAGE FILE 4372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003085 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk! localhost! JTait 

From: <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Geeky but funny... some of them 
Date: Fri, 27 Nov 1998 03:59:06 +0000 
Organization: Wyrd Dreams - Internet Realities 


Lines: 192 

Message-ID: <Pine.LNX.4.05.9811270357400.1914-100000@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: TEXT/PLAIN; charset=US-ASCII 


Here are 50 things you can do in a computer lab. 


1. Log on, wait a sec, then get a frightened look on your face and 
scream, "Oh my GOD! They've found me!" and bolt. 


2. Laugh uncontrollably for about 3 minutes and then suddenly stop and 
look suspiciously at everyone who looks at you. 


3. When your computer is turned off, complain to the monitor on duty 
that you can't get the darned thing to work. After he/she's turned 
it on, wait 5 minutes, turn it off again, and repeat the process for 
a good half hour. 


4. Type frantically, often stopping to look at the person next to you 
evilly. 


5. Before anyone else is in the lab, connect each computer to a 
different screen than the one it's set up with. 


6. Write a program that plays the "Smurfs" theme song at the highest 
volume possible over and over again. 


7. Work normally for a while. Suddenly look amazingly startled by 
something on the screen and crawl underneath the desk. 


8. Ask the person next to you if they know how to tap into top-secret 
Pentagon files. 


9. Use Interactive Send to make passes at people you don't know. 


10. Make a small ritual sacrifice to the computer before you turn it on. 

11. Bring a chainsaw, but don't use it. If anyone asks why you have it, 
say "Just in case..." mysteriously. 

12. Type for awhile. Suddenly start cursing for 3 minutes about 


everything bad about your life. Then stop and continue typing. 


13. Enter the lab, undress, and start staring at other people as if 
they're crazy while typing. 


14. Light candles in a pentagram around your terminal before starting. 


15. Stand on your chair and yell, "Help! There's a mouse." as you point 
to the computer's mouse. 


16. Every time you press return and there is processing time required, 
pray "Ohpleaseohpleaseohpleaseohpleaseohplease," and scream "YES!" 
when it finishes. 


17. "DISK FIGHT!" 
18. Turn the brightness on the monitor way down. Pull out a flash light 
and shine it on the screen. Act as if it helps you see the text on 


the screen. 


19. Put a straw in your mouth and put your hands in your pockets. Type 
by hitting the keys with the straw. 


20. If you're sitting in a swivel chair, spin around singing "The Lion 
Sleeps Tonight" whenever there is processing time required. 


21. Draw a picture of a (wo)man on a piece of paper and tape it to your 
monitor. Try to seduce it. Act like it hates you and then complain 
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22. 


23. 


24. 


25. 


26. 


27. 


28. 


29. 


30. 


31. 


32. 


33. 


34. 


35. 


36. 


37 


38. 


39. 


40. 


loudly that (wo)men are worthless. 


Try to stick a Nintendo cartridge in the 3.5 disk drive. When it 
doesn't work, get the supervisor. 


When you are on an IBM and when you turn it on, ask loudly where the 
smiling Apple face is when you turn on one of those. 


Print out the complete works of Shakespeare, then when it's all done 
(two days later) say that all you wanted was one line. 


Sit and stare at the screen, biting your nails noisily. After doing 
this for a while, spit them out at the feet of the person next to 
you. 


Stare at the screen, grind your teeth, stop, look at the person next 
to you. Repeat procedure, making sure you never provoke the person 
enough to let them blow up, as this releases tension, and it is far 
more effective to let them linger. 


If you have long hair, take a typing break, look for split ends, cut 
them, and deposit them on your neighbor's keyboard as you leave. 


Put a large, gold-framed portrait of the British royal family on your 
desk and loudly proclaim that it inspires you. 


Come to the lab wearing several layers of socks. Remove shoes and 
place them on top of the monitor. Remove socks layer by layer and 
drape them around the monitor. Exclaim sudden haiku about the 
aesthetic beauty of cotton on plastic. 


Take the keyboard and sit under the computer. Type up your paper 
like this. Then go to the lab supervisor and complain about the bad 
working conditions. 


Laugh hysterically, shout "You will all perish in flames!!!" and 
continue working. 


Bring some dry ice and make it look like the computer is smoking. 


Assign a musical note to every key (ex. the delete key is A flat). 
Whenever you hit a key, hum its note loudly. Write an entire paper 
this way. 


Attempt to eat your computer's mouse. 
Borrow someone else's keyboard by reaching over, saying "Excuse me, 


mind if I borrow this for a sec?", unplugging the keyboard, and 
taking it. 


Bring in a bunch of magnets and have fun. 


When doing calculations, pull out an abacus and say that sometimes 
the old ways are best. 


Play Pong for hours on the most powerful computer in the lab. 


Make a loud noise of hitting the same key over and over again until 
you see that your neighbor is noticing (You can hit the space bar so 
your file isn't affected). Then look at your neighbor's keyboard. 
Hit his/her delete key several times, erasing an entire word. While 
you do this, ask: "Does your delete key work?" Shake your head, and 
resume hitting the space bar on your keyboard. Keep doing this until 
you've deleted about a page of your neighbor's document. Then, 
suddenly exclaim: "Well, whaddya know? I've been hitting the space 
bar this whole time. No wonder it wasn't deleting! Ha!" Print out 
your document and leave. 


Remove your disk from the drive and hide it. Go to the lab monitor 
and complain that your computer ate your disk. (For special effects, 
put some Elmer's glue on or around the disk drive. Claim that the 
computer is drooling.) 
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41. Stare at your neighbor's screen, look really puzzled, burst out 
laughing and say "You did that?" loudly. Keep laughing, grab your 
stuff and leave, howling as you go. 


42. Point at the screen. Chant in a made-up language while making 
elaborate hand gestures for a minute or two. Press return or the 
mouse, then leap back and yell "COVEEEEERRRRR!" Peek up from under 


the table, walk back to the computer and say "Oh, good. It worked 
this time," and calmly start to type again. 


43. Keep looking at invisible bugs and trying to swat them. 
44. See who's online. Send a total stranger a talk request. Talk to 


them like you've known each other all your lives. Hang up before 
they get a chance to figure out you're a total stranger. 


45. Bring a small tape player with a tape of really absurd sound effects. 
Pretend it's the computer and look really lost. 


46. Pull out a pencil. Start writing on the screen. Complain that the 
lead doesn't work. 


47. Come into the computer lab wearing several endangered species of 
flowers in your hair. Smile incessantly. Type a sentence, then 
laugh happily, exclaim "You're such a marvel!!", and kiss the screen. 
Repeat this after every sentence. As your ecstasy mounts, also hug 
the keyboard. Finally, hug your neighbor, then the computer 
assistant, and walk out. 


48. Run into the computer lab, shout "Armageddon is here!!!!!", then 
-—-MESSAGE FILE 4372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03085 


—-MESSAGE FILE 4373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003086 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: /That/ German article 

Date: Sat, 28 Nov 1998 03:14:48 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 53 

Message-ID: <365F6AA8.7168@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


> http://www.netyaroze-europe.com/~middx_uni/worldofp.htm 


Well, what can I say? Apart from, ‘has this "videogame journalist" 
ever considered what goes into making a video game?' 

I'm all for giving honest opinion but this guy clearly knows JACK. 
He seems to pick up on all the insignificant points, like a movie 
critic's summary of a typical Tarrantino film being: 

"It's a tad violent and not one to watch with your gran." 


Some classic quotes from our intrepid reporter: 


[about Total Soccer] 
"besides normal shooting you can also pass to team-mates" 


Who would have thought that possible. Tell Alex Ferguson about that 
zany idea, it may just help Man U win the league next time. 


[about Adventure Game] 
"Details like eyes or nose or mouth are not there" 


I bet he also sees those Picasso paintings and says: "ha, this guy 
knows nothing -- he draws both eyes on the same side of the face." 
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[about Brain Dead] 
"After loading the real bad graphics are significant" 


This is one of the most understated games on Yarose in my opinion -- 
the only downside is Olly hasn't got it to do those donuts and 
wheelies! The "bad graphics" have jack-all to do with it -- I mean 
does this journalist not realise that we all all "one man bands" on 
Yaroze projects and none of us are brilliant at everything?! One man's 
bread and all that. He seems to feel the need to relate our games to 
the likes TR3 and GT, which take >10 *professionals* years to write 
(and probably the only two games he's ever played since Arkanoid in 
1985 while at an arcade in Margate with his parents) 

But then journo-types seems to be the best at knowing nothing: like 
the Sun one that ripped the piss out of the SCEE ECTS party, and 

the editor of OPSM who thinks you need to know "C++" for Yaroze 
programming. Have some PRIDE.. I mean.. (although it is one of the 
Se7en deadly sins so, well, I guess that makes me the turkey) 

Sorry I'm being all opinionated again. Well, its late on a Friday 
night so what can you do. And why does your girlfriend alway nick 
your gameboy? 


Young Rudega 
aka Jimbo "sean shauny shaughn" jones 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


"We like Roy, we like Roy!" 
—— the seniors at the back. 


2785 


—-MESSAGE FILE 4373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03086 


—-MESSAGE FILE 4374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003087 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Here is your answer 

Date: Sat, 28 Nov 1998 03:25:42 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <365F6D36.1282@manc.u-net.com> 


ea> <365C369C.7301@manc.u-net.com> <73irojSt9d1@scea> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Well, er, okay then, carry on, but TUCK IN THAT SHIRT BOYO! ;-) 


At ease, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


References: <73edk4Sr845@scea> <73gj4aS9ial@chuka.playstation.co.uk> <73gtht$r848@sc 


—-MESSAGE FILE 4374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03087 


—-MESSAGE FILE 4375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003088 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: About as cool as cool can be.... 
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Date: Sat, 28 Nov 1998 04:13:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <365F786C.6E91@manc.u-net.com> 

References: <7322koSekml@chuka.playstation.co.uk> <ldisd5a.dlefr5eaguuiN@al-88-115.a 
1.ոլ» <365CBOA7.9EBIE480@wyrddreams.demon.co.uk> <365D9833.2995D1D0@hinge.mistral.co 
-uk> <Pine.LNX.4.05.9811270321580.1914-100000@wyrddreams.demon.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


JTait@wyrddreams.demon.co.uk wrote: 

> To go off at a slight tangent, one or two computers have been 
> mentioned in this thread and I was wondering just what 

> computers/consoles people have owned or still do own. 


Machines, (and what limited amount I did on them programming-wise) 


Pong type videogame system: Videomaster or something or other.. 
More fun than Starsky and Hutch. Well, maybe not. 
Commodore VIC-20 (a bit young then to program) 
Commodore 64 (Simon's Basic with some POKEing and PEEKing) 
Atari ST (STOS -- how Basic was supposed to be; sold it for an Amiga) 
Commodore Amiga A500 (AMOS + various 8-bit emulators were on the 
scene (speccy, BBC etc) plus the best "demo" scene I ever witnessed) 
GameBoy (if I knew how to write for it I would've) 
486DX2/66 (Borland C++ 3.0 ugh made me want to "go postal") 


Intel Pentium P133 (same monitor+HDD etc as 486.. not made of money!) 
Nintendo 64 (pure social-gaming excellence. pro-gram-ming?) 
Net Yaroze PlayStation (er... I think it's called "C") 


GameBoy Color (I really need to think about learning ASM) 
Nintendo 2000 (with a professional Dev Kit and a Ferrari 355) 


I may mave dreamt that last one. Or did I. 
> > to on the PSX now). Even the old Dragon32 3D tutorial I had 


> used matrix maths....and that's a long long time ago (not that 
> > I understood it at the time, I just never throw techie mags away). 


v 


I still have "The Home Computer Course" (two volumes) and four 
volumes of "Input" -- brilliant 80's multi format reading for 

the young wannaby nurd! (both Marshall-Cavendish I think, covered 
Dragon32/64, BBC/Acorn, Speccy/ZX81, VIC20/CBM64, MSX, Oric, TI1/99.. 
etc.) Blimey, I can remember seeing pictures of a "mouse" and 
thinking, "interesting idea!" Merde, back then the CBM64 was a 
BUSINESS MACHINE (CBM - Commodore Business Machine). I guess its 
from machines like that that WYSIWYG became something to get excited 
about! Although I STILL don't know where the VIC-20 got that "20" 
figure from.. 20 minute attention-span perhaps ;-) 


Jim "Free binder with part one!" 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03088 


—-MESSAGE FILE 4376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003089 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Color Purple 

Date: Sat, 28 Nov 1998 01:57:45 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <365F9EE9.3DE8DBBF@datasys.net> 
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References: <365EE4C7.3528@manc.u-net.com> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 352.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Shaughnessy wrote: 


People, the GameBoy Color is a piece of "play Mario on the bog" 
splendidity. Օհ yes. I can't believe the quality of the LCD 
screen -- dead clear pixels, rich colours and a contrast to die 
for (black IS black). 


V V V V V V 


That's thanks to the new Reflective TFT screen. I was the first one in 


I just want to see Zelda: Links Awakening in full color!!! YES!!! 
ARGH!!! 


"Darco 
—-MESSAGE FILE 4376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03089 


-—-MESSAGE FILE 4377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003090 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Compiling the compiler 

Date: Sat, 28 Nov 1998 17:51:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <73p9o0eSng15@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup176—-4-29.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I'm posting this here since noone seems to care much for the compiler ng.. 
I downloaded the source for the gnu compiler since I've misplaced my program 
CD and 

need the compiler badly for a project I've started.. But when I use my dos 
version of gcc 

to compiler the psx version of gcc I get this error message after a while 
compiling: 

gcc -DCROSS_COMPILE -DDIR_SEPARATOR1=\'/\' -DIN_GCC -Օ2 -o genattr N 
genattr.o rtl.o obstack.o 

go32 genattr md > t-attr-h 

Felaktigt kommando eller filnamn. "this means 'bad command or filename'" 
(swedish :) 

update t-attr.h insn-attr.h 

File ‘insn-attr.h' created 

touch s-attr 

make.exe: *** [s-attr] Error -1 


what's wrong??.. I checked my gnu/bin dir (dos version) and found no 
go32.exe.. is that it? 

Please help, or point me to a compiled version of the compiler.. 
Thanks! 


// Anders C 


—-MESSAGE FILE 4377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03090 
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-—-MESSAGE FILE 4378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003091 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compiling the compiler 

Date: Sat, 28 Nov 1998 14:44:05 -0500 

Organization: Identical Software 

Lines: 10 
Message-ID: <36605284.320F9F02@identicalsoftware.com> 
References: <73p90eSng15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 


Anders Clerwall wrote: 
> what's wrong??.. I checked my gnu/bin dir (dos version) and found no 
> go32.exe.. is that it? 


I believe go32.exe used to be used to run djgpp programs. I think they 
switched to cwsdpmi.exe. (Might try replacing go32 with cwsdpmi and see 
what happens.) 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 4378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03091 


-—-MESSAGE FILE 4379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003092 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tomb Raider 3 

Date: Sat, 28 Nov 1998 20:49:36 GMT 

Organization: ArgoNet, but does not reflect its views 

Lines: 99 

Distribution: world 

Message-ID: <na.bb3fa548ac.a70la0rfredw@argonet.co.uk> 

References: <365BF45C.5D2B@bristol.ac.uk> <365C2DD9.4730@manc.u-net.com> <na.56b2fc4 
8aa.a70laOrfredw@argonet.co.uk> <365C956A.FCF@manc.u-net.com> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userk687.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 


In article <365C956A.FCF@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 

> R Fred Williams wrote: 

> > For the PC, Big Red Racing. 

> You were the lead programmer on it? Nice one! Most of us here are 
> aiming towards a position like that, and are merely peasant amateurs 
> so far :-) 


awwww... ;) 


> Indeed BRR is a great game and is one of the few exceptions to my 
> gross generalisation. It even ran on my 486 022/66 if I remember 
> correctly, 


I should hope so too! (It was *written* on a DX2/66 IIRC - certainly 
at the time there was only one machine (the P90) in the office capable 
of running Quake) 


> and multiplayer 'net races were cool. Funnily enough I was 

> just discussing that game with some fellow members -- regarding the 3D 
> environment, and getting some sort of 3D engine like it running on the 
> Yaroze. I liked the way you could drive all over if you want. 


Yeah, I'm not too keen on fixed-course racing games myself. 
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The maps were a 256*256 integer heightfield, normally rendering a trapezium 
subset of it, 12-squares into the distance (or further according to PC 
spec), fixed-orientation triangles, (a couple of lines flat-—shaded 
perspective correct textures, a few lines of flat-shaded affine, anda 
fade-off of flat-shaded untextured polys), all the texturemaps being 
fixed-orientation. 


ie, about the simplest heightfield-type map there is. 


Objects were, in the main, gouraud-shaded & untextured, and very low 
polycount (with the exception of the cars, which ran to the heady peaks of a 
few hundred - mostly on the wheels, natch), with the occasional bit of 
dynamic shape-modification to allow (f'rexample) the fences to hug the 
landscape. 


When I first got the Yaroze, I was going to port the engine as a "learning 
project". The absence of a "draw polygon" routine came as a severe 
disappointment at the time, hence my eventual reversion to 2D for Yaroze 
work - As a low-level engine programmer, I much prefer to work at the 
"polygon" level than the "object" one. 


These days, I s'pose it (the landscape) could be done on the Yaroze as a 
dynamic TMD... 


Monster 

Truck Madness was another I really liked, (despite being... by 
Microsoft) with a brilliant physics engine, but nowadays my lowly 
unaccelerated P133 can't run jack. As long it runs Quake and GP2 I'm 
happy. (ok, meaning as long as I have an N64 and PSX also ;)) 


V V V V V 


:) 


Actually, I only really play PC games at work, partly coz the upgrades are 
free, and partly coz LAN multitap is *the* way to play games! 


(As I keep telling people, the "sSnapsnapsnap, arrgh,argh,argh!... "You 
*bastard*'" from the far side of the office, from a well-placed Painkeep 
beartrap, is as close as you can get to gaming heaven...) 


Anyway, currently a P200 MMX with two(!) 3D cards (win95 gets horribly 
confused when I stick a new one in every other month) and a pro playstation 
devkit inside it. At home I stick with the Acorn with a (non pentium) 
586-133 card. 'Twill just about hack Quake, but I ain't got the HD space to 
waste on windows... 


(and yes, I've got an N64 here as well as the black PSX) 


Why not do "Pushy 3D"? A little too conformist perhaps..;) hey, 
it'd then be much like Pandora's Box (which I only just played 
having got hold of a SIOCONS compatible version). I'm just living 
in the past I guess, but I reckon a 2D game plays much better in 2D 
unless something extra is added. (Like WHY did they need to make 
Bomberman ISOMETRIC.. I mean JESUS H, WHY?!) 


VV NV V V V 


Pushy3'1ll probably still be 2d, but with a few more "pretty light" effects, 
if it happens. As for that awful isometric thing - Gawd knows. SNES 
Bomberman remains the pinnacle of that genre. 


> I'd like to help you do some Pushy levels, but, well, like the evil 
> Alan B'Stard I am I'd make some so they ARE impossible. Just like 
> "Arthur" ;-) (refering to last month's OPSM Letters Page that is) 


Heh. I read that! It's not as if Arthur's particularly difficult! (Heidi & 
Boris remain the sticking points for P2, although someone did offer a 
"proof" that Harold's impossible) 

(ե since the level editor's (currently) a Risc-OS app, it'd be a bit tricky 
anyway, thinking about it...) 


ԷԷքո 
Fred 
(Yaroze /~RFREDW) 
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—-MESSAGE FILE 4379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03092 


—-MESSAGE FILE 4380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003094 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SV: Compiling the compiler 

Date: Sat, 28 Nov 1998 22:38:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <73pqj4Sngl17@chuka.playstation.co.uk> 

References: <73p90e$ng1l5@chuka.playstation.co.uk> <36605284.320F9FO02@identicalsoftwa 
re.com> 
NNTP-Posting-Host: dialup202-1-12.swipnet.se 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


It worked!.. but, gcc crashes when compiling gencodes.c (and another file 
too can't remember). 


>Anders Clerwall wrote: 


>> what's wrong??.. I checked my gnu/bin dir (dos version) and found no 
>> go32.exe.. is that it? 

> 

>I believe go32.exe used to be used to run djgpp programs. I think they 
>switched to cwsdpmi.exe. (Might try replacing go32 with cwsdpmi and see 
>what happens.) 

> 


>Dennis Payne 
>dulsi@identicalsoftware.com 


—-MESSAGE FILE 4380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03094 


-—-MESSAGE FILE 4381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003095 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Last day to enter the Grav Compo!! 
Date: Mon, 30 Nov 1998 15:55:12 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <3662BFE0.4F65@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hey, even those of you who've not registered why not slap together 
nine records and you stand as good a chance of anyone to win TOCA! 
(see page for details) 

Need help recording submitting? No problemo: 


http://www.netyaroze-europe.com/~shaughnj/comphelp.htm 


Cheers all, and good luck! 
Jim 


PS After today you won't have to read any more of these annoying 
messages about the compo ever again! So lets make it a good'en! 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03095 


-—-MESSAGE FILE 4382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003096 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Truespace2 - FREE 

Date: 30 Nov 1998 19:03:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0lbelc94$21b80c40S0a3ddec2@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Good news for all those people like myself in the UK who can't afford to 
pay hundreds of pounds for a 3d modelling package. The full version of 
Truespace-2 is on the cover disk of this month's PC-Answers (Issue 62) - UK 
only. 


—-MESSAGE FILE 4382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03096 


-—-MESSAGE FILE 4383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003097 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Chortle Chortle! 

Date: Mon, 30 Nov 1998 21:32:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <73v210Smu12@chuka.playstation.co.uk> 
NNTP-Posting-Host: asnl-76.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Oh dear, 
Just when you think you know it all....! 


I called Cable & Wireless to give them a rollocking as to why I have not 
been receiving emails - then after 15 minutes realised that I had set my 
email server up wrong after some engineering work by C&W. Hmmm, maybe I 
should pay more attention to their ‘Important Notifications' (!) 


Oops! Just thought I'd share it! 


Tones 8) 


--MESSAGE FILE 4383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03097 


—-MESSAGE FILE 4384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003098 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why is it that... 

Date: Mon, 30 Nov 1998 14:40:01 -0800 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36631EC1.6E59986B@znet .com> 
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References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: scts1-32.znet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


5' 
Է 


il Gooch wrote: 


all programmers 

1) Like techno and drum 'n bass 

Play guitar 

3) Are into martial arts, rock climbing or snow boarding 


Answers on a postcard please 


V V V V V V V V V V td 
N 


Phil 


none of the above. 
Is it because I'm American? 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 4384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03098 


-—-MESSAGE FILE 4385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003099 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace2 - FREE 

Date: Mon, 30 Nov 1998 17:51:26 -0500 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3663216E.97A5B76@datasys.net> 

References: <0Olbelc94$21b80c40S0a3ddec2@guildfoc> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 87.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Miles Buzzing wrote: 


> 

> Good news for all those people like myself in the UK who can't afford to 

> pay hundreds of pounds for a 3d modelling package. The full version of 

> Truespace-2 is on the cover disk of this month's PC-Answers (Issue 62) - UK 
> only. 

Would it be illegal to send a copy out of the UK? I would be interested 

in buying an issue from someone. Shipping included of course... Just go 

out and buy an extra one at the newsstand, and send it over. (If you 


want to do this, email me. I trust you won't rip me off) 


That is only of course if it is legal. 


"Darco 
—-MESSAGE FILE 4385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03099 


-—-MESSAGE FILE 4386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003100 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <stever@tw2.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: official psm mag demo disks 

Date: Tue, 01 Dec 1998 09:17:02 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <3663B40E.783C2A4E@tw2.com> 
NNTP-Posting-Host: 62.232.8.252 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


I noticed in this month's psm, that next months demo disk is going to 
have a stack of yaroze games on it. 


anyone know anything? especially how to go about getting a game on the 
disk? 


cheers 
steve 
—-MESSAGE FILE 4386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03100 


—-MESSAGE FILE 4387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003101 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: official psm mag demo disks 

Date: Tue, 1 Dec 1998 18:35:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <741ldebS$91v1l@chuka.playstation.co.uk> 
References: <3663B40E.783C2A4E@tw2.com> 
NNTP-Posting-Host: mfs-pci-bqh-vty201.as.wcom.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steve Randerson wrote in message <3663B40E.783C2A4EF@tw2.com>... 
>I noticed in this month's psm, that next months demo disk is going to 
>have a stack of yaroze games on it. 


Well if its the letter from Lee Ashcroft, then all PSM says is that they 
are working on it, & we will see the results in the new year - which 
could be anytime. 


I guess the schedule for getting stuff in will be the 
same as the demo discs ie about 2 months before the mag issue 
depending on which mag issue its going to be! 


any more clues anyone ? 


Nick S 


—-MESSAGE FILE 4387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03101 


—-MESSAGE FILE 4388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003102 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: official psm mag demo disks 

Date: Tue, 01 Dec 1998 20:19:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
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Message-ID: <36644F6E.49D1@manc.u-net.com> 

References: <3663B40E.783C2A4E@tw2.com> <741debS91lv1l@chuka.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Slaven wrote: 

> Steve Randerson wrote in message <3663B40E.783C2A4F@tw2.com>... 

> >I noticed in this month's psm, that next months demo disk is going to 
> >have a stack of yaroze games on it. 

> any more clues anyone ? 


It is my understanding that it will be the February edition of OPSM, 
ie. the one out in January, and it will have all the previous 

NY OPSM games, plus any new ones that Sony deem good enough that 
haven't been on before. If your game was going on it you would have 
been contacted about it by now though. It's being called Hall Of Fame, 
and all I know is that it should have Grav v1.3 on it (OPSM34 had v1.1) 
so I'm chuffed about that! (as v1.1 was very poorly code optimised, the 
gate sound was hideous, and no-one knew what path to take in race mode) 


I don't think that the people who get stuff on it will be sent 20 
copies of the disk though, like with the normal monthly FameGame compo. 
I sure hope so though.. pleeease Sony! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03102 


—-MESSAGE FILE 4389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003103 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Fame for us all 

Date: 1 Dec 1998 21:04:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <memo.19981201210418.6377A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna26-11.compulink.co.uk 


According to the Official Playstation Magazine, they are going to have a 
Yaroze demo disc early next year. 


Anyone know any more? 
Jeff 


—-MESSAGE FILE 4389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03103 


-—-MESSAGE FILE 4390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003104 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: grav compo 

Date: Tue, 01 Dec 1998 23:22:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <366479f2.24959932@www.netyaroze-europe. com> 
NNTP-Posting-Host: p32s14a01.client.global.net.uk 
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X-Newsreader: Forte Free Agent 1.11/32.235 


cool, finally I dont come second or worse or something ina 
competition on the yaroze :) 


woo hoo, 


Rob 
-—-MESSAGE FILE 4390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03104 


—-MESSAGE FILE 4391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003105 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Color Purple 

Date: Tue, 01 Dec 1998 23:45:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <36647c97.5502456@news.playstation.co.uk> 
References: <365EE4C7.3528@manc.u-net.com> 
NNTP-Posting-Host: pl8-guan-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 27 Nov 1998 17:43:35 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>People, the GameBoy Color is a piece of "play Mario on the bog" 
>splendidity. Օհ yes. I can't believe the quality of the LCD 


>screen -- dead clear pixels, rich colours and a contrast to die 
>for (black IS black). 
> 


>If you are like me and can't wait for a price drop or for more 
>colours to come out (only purple or clear purple for now here), 
>and can't be arse using mail order to save a few bucks, then I 
>suggest going to HMV where you get a free mains power supply too 
>(worth £7) not that you really need one.. 

> 

>Well, back to my rejuvinated old GameBoy games.. 

> 

>Jim 

>PS If you want to write gameboy stuff (to run on an emulator) then 
>goto http://welcome.to/gameboy for a brilliant shareware C dev kit 
>and utils etc. (no Color emulators yet though.) 

> 

>—— 

> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


I picked one up last weekend and it is cool. Certainly makes train 
journeys seem a lot shorter ! 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 4391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03105 


-—-MESSAGE FILE 4392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003106 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Tue, 01 Dec 1998 23:46:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <36647fad.6292971@news.playstation.co.uk> 
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References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <365c88af.862257@news.playstation.co.uk> <365F38DF.EA57C71 
C@nospam.easynet.co.uk> 

NNTP-Posting-Host: pl8-guan-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 27 Nov 1998 23:42:26 +0000, Philip Gooch 
<philg@nospam.easynet.co.uk> wrote: 


> 

> 

>Richard Cutting wrote: 

> 

>> > 

>> >Friday 4th is my last day in my current job and is hence my leaving do night. 
>> >Would be happy to combine this with a geeks night out. I'll be in Smithfields 
>> >from 5.30pm, then possibly onto a curry then club (might just stay at Smithfield 
s 

>> >and move downstairs, if it's on that night). 

>> > 

>> >Phil 

>> > 

>> 

>> Suits me. It's only 5 minutes from my work. I'm on holiday from 7th 

>> December until; next year so is about the last night that I'm free. 

>> 

>> Richard. 

> 

>Yeah, come along Richard. Been meaning to give you a call since bumping into you in 
>that Thai pub place at the bottom of Leather Lane (Duke of York?). See you in 
>Smithfields, Friday 4th! 

> 

>Phil 

> 

> 


Yep I should be there. I am now on holiday until Jan 4th so will be up 
for it ! 


Richard. 


—-MESSAGE FILE 4392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03106 


—-MESSAGE FILE 4393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003107 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <stever@tw2.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: official psm mag demo disks 

Date: Wed, 02 Dec 1998 14:17:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <36654BDE. 45A4AF3F@tw2.com> 

References: <3663B40E.783C2A4E@tw2.com> <74ldeb$9lvl@chuka.playstation.co.uk> <36644 
F6E.49D1@manc.u-net.com> 

NNTP-Posting-Host: 62.232.8.252 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


ames Shaughnessy wrote: 


Nick Slaven wrote: 
> Steve Randerson wrote in message <3663B40E.783C2A4F@tw2.com>... 

> >I noticed in this month's psm, that next months demo disk is going to 
> >have a stack of yaroze games on it. 

> any more clues anyone ? 


VVVVVVVG 
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It is my understanding that it will be the February edition of OPSM, 
ie. the one out in January, and it will have all the previous 

NY OPSM games, plus any new ones that Sony deem good enough that 
haven't been on before. If your game was going on it you would have 
been contacted about it by now though. It's being called Hall Of Fame, 
and all I know is that it should have Grav v1.3 on it (OPSM34 had v1.1) 
so I'm chuffed about that! (as v1.1 was very poorly code optimised, the 
gate sound was hideous, and no-one knew what path to take in race mode) 


I don't think that the people who get stuff on it will be sent 20 
copies of the disk though, like with the normal monthly FameGame compo. 
I sure hope so though.. pleeease Sony! 


VVVVVVVVVVV VV 


what is the fame game thingy by the way 


steve 
—-MESSAGE FILE 4393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03107 


—-MESSAGE FILE 4394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003108 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: US Pro-Dev newsgroup mirror 

Date: Wed, 02 Dec 1998 19:46:20 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3666098B. 933DC2DC@hinge.mistral.co.uk> 
NNTP-Posting-Host: dl-s3-35-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Has anyone noticed that you can read the american scea.dev.* newsgroups 
on the 
SCEE Yaroze news server? 


Funny that. 


Craig. 


—-MESSAGE FILE 4394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03108 


-—-MESSAGE FILE 4395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003109 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: official psm mag demo disks 

Date: Wed, 02 Dec 1998 20:10:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36659EBO.691E@manc.u-net.com> 

References: <3663B40E.783C2A4E@tw2.com> <74ldeb$9lvl@chuka.playstation.co.uk> <36644 
F6E.49D1@manc.u-net.com> <36654BDE. 45A4AF3F@tw2.com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Steve Randerson wrote: 
> what is the fame game thingy by the way 
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It's the monthly competition SCEE have, and the best game gets 
lined up to go on a coverdisk of OPSM (a few months later). 
This is still going on, but they don't -.announce it anymore 

—— perhaps they have a lot lined up already and aren't in need 
of any new submissions for quite a few months. 


Clearly there's no point hurrying to finish a game now and it 

not get on the magazine for over six months, when that time 

is best spent improving it. This must be why SCEE aren't 
advertising it anymore. Compos like the GDUK get people moving 
and cause a nice surge of quality games to come out, thus filling 
that coveted FameGame lineup. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 4395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03109 


—-MESSAGE FILE 4396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003110 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: grav compo 

Date: Wed, 2 Dec 1998 20:58:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7449muS91v4@chuka.playstation.co.uk> 
References: <366479f2.24959932@www.netyaroze-europe. com> 
NNTP-Posting-Host: p41s04a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message... 

>cool, finally I dont come second or worse or something ina 
>competition on the yaroze :) 

Nice flying :-) I assume you got that mouse-mat alright? 


Cheers to all my fellow competitors. 


Derek 


dasi@globalnet,co.uk 


it could be you 


-—-MESSAGE FILE 4396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03110 


—-MESSAGE FILE 4397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003111 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The Grav Compo, a success? 

Date: Wed, 02 Dec 1998 21:33:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <3665B243.3DBE@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Most definitely, yes. 


Even though only seven people submitted final demo recordings, with 
two more giving me provisional times but no demos (and I had 

hoped for at least 20 full submissions), some intense competition 
began, and kept me busy updating the pages and going through all those 
updated new replays. The point of it was not to have one big finale, 
but for it to be an on-going compo, where people keep sending me times 
and I check and update the page, so other people have reachable goals 
throughout the time. In the end there would be a few experts at the 
game, and indeed there now are -- a few of you beat my own records and 
would give me a run for my money on it in 2-player mode! 


A BIG thanks to Rob Ryan for putting all those PSX/Saturn games as 
prizes and promoting the compo like a true promoter type person, 
and also (R Ryan again and ) Derek da Silva for the mini sub-compo 
prizes of "first to beat me on map X wins a.." type things 


I only wish someone else would run a similar compo with their 

game (I guess you don't exactly need the demo record option but it 
only makes it fair to be able to prove it, and typos DO occur when 
sending emails with your times/scores (as they did on a number of 
occasions.. ;-)) 


Thanks for playing!! (as Nintendo like to say) 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 4397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03111 


—-MESSAGE FILE 4398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003112 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: Geeky but funny... some of them 
Date: Wed, 02 Dec 1998 16:13:35 -0800 
Organization: 


Lines: 21 
Message-ID: <3665D7AF.1D6AD95C@shell.jps.net> 


References: <Pine.LNX.4.05.9811270357400.1914-100000@wyrddreams.demon.co.uk> 


Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


BWAHAHAA... 


JTait@wyrddreams.demon.co.uk wrote: 


[2828] 


> 16. Every time you press return and there is processing time required, 


> pray "Ohpleaseohpleaseohpleaseohpleaseohplease," and scream "YES!" 
> when it finishes. 

Um... Actually I do that while downloading my just-compiled binaries 

to my Yaroze. ^_^ I think it actually does help sometimes... 


> 32. Bring some dry ice and make it look like the computer is smoking. 


That would be fun. 


> 38. Play Pong for hours on the most powerful computer in the lab. 
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Hey, you gotta admit that even King's Quest I runs pretty darned fast 
on a new P400. 


- e! 
—-MESSAGE FILE 4398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03112 


-—-MESSAGE FILE 4399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003113 

Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Grav Compo, a success? 

Date: Thu, 03 Dec 1998 01:35:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3665EADO.956A8B58@duketastrophy.demon.co.uk> 

References: <3665B243.3DBE@manc.u-net.com> 

NNTP-Posting-Host: duketastrophy.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


James Shaughnessy wrote: I only wish someone else would run a similar 
compo with their 


game (I guess you don't exactly need the demo record option but it 
only makes it fair to be able to prove it, and typos DO occur when 
sending emails with your times/scores (as they did on a number of 
occasions.. ;-)) 


V V V V 


Hmm, you can simply bolt-on a password feature that's generated by the 
score/time/etc 
and use that for verification, I suppose... 


--MESSAGE FILE 4399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03113 


—-MESSAGE FILE 4400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003114 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Aidan Dysart <adysart@umich.edu> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: A question for Gurus 

Date: Thu, 03 Dec 1998 01:01:46 -0500 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <3666293F.D7985D0F@umich.edu> 

NNTP-Posting-Host: adsl02-145.annarbor.mi.ameritech.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; U; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3114 scea.yaroze.freetalk 
:1060 


Okay, I've followed some օք the discussion lately involving Tanvir and 
others. I am a little new to the net yaroze system, so I asking for some 
help. I have read the documentation thoroughly, and I have poured over 
the sample source code I could find.Here's my poblem: 


I want to create a driving game, something similar to, say, Wipeout or 
Wipeout XL. What I don't understand it how to generate/draw/store the 
track. Has anyone done this before? Can you offer some advice? I've come 
up witha few ideas, but I'm not sure which is best: 
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1. create the entire landscape and track as a giant TMD model. and have 
the car just move around in it, physically constrained. This, is nice, 
because not runtime calculation is necessayr, but I'm not sure the net 
yaroze could handle that much model/texture data in memory. 


2 Store the track as a sequence of points in the world coordinate 
system, and generate the track for each point dynamically. This is can 
be done in a multiple of ways. I could store an object that represent 
abou 1 foot of the track and jsut repeat it, or I could actually 
generate the TMD data. I'm not sure which is better. In addition to the 
points, I would store a normal vector for each point, so I could have 
banking turns, hills, etc. What I'd like to find out is if anyone has 
done this kind of dynamic TMD creation, and if so, could I look at some 
source code, or documentation? This would be MUCH appreciated. 


3. create a set of track segments, like a straight segment, a 30 degree 
turn, a 15 degree turn, etc. and store the track as a sequence of these 
segments. This would limit the complexity of the tracks and could get 
boring. 


number 2 seems like the way to go to me. I'm just not sure how to tackle 
the TMD creation. ANY help at all would be greatly appreciated. Please, 
share your ideas. 


Thanks. 


Aidan Dysart 
adysart@umich.edu 
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—-MESSAGE FILE 4400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03114 


—-MESSAGE FILE 4401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003115 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The Grav Compo, a success? 
Date: Thu, 03 Dec 1998 13:40:08 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 47 

Message-ID: <7464d1S$c3el@chuka.playstation.co.uk> 
References: <3665B243.3DBE@manc.u-net.com> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Shaughnessy wrote: 


I only wish someone else would run a similar compo with their 

game (I guess you don't exactly need the demo record option but it 
only makes it fair to be able to prove it, and typos DO occur when 
sending emails with your times/scores (as they did on a number of 
occasions.. ;-)) 


V V V V V V 


Guilty. I didn't expect anyone to believe I got a sub-second map 3 
course time anyway ;) 


It's time to start divvying up the prizes now. I'll need to hear from 
Rob Swan and Derek Da Silva to find out who's getting what. I'll try and 
sneak the stuff out with the office post as soon as everyone's decided 
on what goodies they're getting. 


Congratulations to everyone who made an effort. It's good to see a 
little group event like this succeed for a change. I hope it's done 
something to crack the apathy about the whole NY activity thing. 
Hopefully, it'll inspire other people to follow suit. Just that games 
are meant to be played - which is pretty bloody obvious, but alot of us 
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keep forgetting that. I'll avoid getting too soppy or sentimental, just 
to say that any future competitions should hopefully get the attention 
they deserve (even if I've got to bug everyone about it constantly and 


donate the scrag end of my games collection as prizes =). This isn't to 
say that it's your civic duty to get involved with activities like this: 
it is fun to take part and is usually rewarding (even in ways that 


aren't immediately obvious). 


Thanks to James Shaughnessy for managing to write a kick-arse game and 
for being a bit of a geezer in general. Grav is a great example of a 
proper gamers game and deserves every bit of attention it gets. There 
are plenty of other games and demos that we could start getting 
competitive over once we're given the wherewithall to record and submit 
course times, high scores etc. It'd be a nice bit of homework for anyone 
who's already written a good demo, and it helps stir up interest among 
fellow yarozers. 


If you're planning something like this, then drop me a line and I'll 
make sure that it gets a regular mention in the NYoosletter. 


Rob Ryan. 


Steve Sachs: "I'm telling you, I didn't do it!" 
Cop: "I don't care." 
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-—-MESSAGE FILE 4401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03115 


—-MESSAGE FILE 4402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003116 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Why is it that... 

Date: Thu, 03 Dec 1998 14:43:49 +0000 
Organization: The Hex Heroes 

Lines: 28 

Message-ID: <3666A3A5.FFCE2DFC@writeme.com> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Phil Gooch wrote: 


> all programmers 
> 
> 1) Like techno and drum 'n bass 


Hmm, I'm more into 70s disco - which ought to put me more into the 
moustached, builders' uniform wearing stereotype... 


> 2) Play guitar 
I was given a guitar for a Christmas present and never made it past 


lesson 2 on my tape (learning to play yellow submarine in two chords - 
those guys were so patronising!) 


> 3) Are into martial arts, rock climbing or snow boarding 


I hate heights (well and truly not an extreme sports buff), think the 
best thing about snow is throwing it at people (ahem...) and have some 
widely irrational fear about getting my head kicked in. 


I prefer gentler sports - Laser Quest is my ‘activity of choice' and 
improvised comedy is the fly's thighs! 


James. 
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-—-MESSAGE FILE 4402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03116 


—-MESSAGE FILE 4403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003117 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Grav Compo, a success? 

Date: Thu, 03 Dec 1998 20:24:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3666F39B.322C@manc.u-net.com> 

References: <3665B243.3DBE@manc.u-net.com> <3665EAD0.956A8B58@duketastrophy.demon.co 
.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


> Hmm, you can simply bolt-on a password feature that's generated by 
> the score/time/etc and use that for verification, I suppose... 


Yes, just like the brill Rocks 'n' Gems" coded level password system. 

I think the main point of the replay system is everyone can actually 

watch their opponents scores in action, and learn from them, adding to 

the "fun" factor and competiviteness of the overall compo. 

[NB: fun is in double quotes because I was refering to the Grav Compo] 

—-MESSAGE FILE 4403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03117 


—-MESSAGE FILE 4404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003118 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: A question for Gurus 

Date: Fri, 04 Dec 1998 01:04:49 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36673304.67119730@news.scea.sony.com> 

References: <3666293F.D7985D0F@umich.edu> 

NNTP-Posting-Host: client-151-198-130-162.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3118 scea.yaroze.freetalk 
21061 


Check out Robert Swan's program and website, he accomplished a very 
similar program for his first game endeavor. You can also e-mail him 
any questions, he is always happy to help a fellow yarozer. 


http://www.netyaroze-europe.com/~middex2/ 
rs108@mdx.ac.uk 


(Only Rob would give his name as Robadob Swannigan , making finding 
his page an unusual pain in ythe ass...[grin]) 


Peter Passmore's 3D tutorial also discusses a similar project, and 
should be helpful: 


http://www.netyaroze-europe.com/~middx_uni/ftp/ 


Take the two bottom entries titled tutorial.zip and 
tutprogs.zip 


-Matt 
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—-MESSAGE FILE 4404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03118 


-—-MESSAGE FILE 4405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003119 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: London Calling 

Date: Fri, 04 Dec 1998 16:44:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7493j6Sc3e4@chuka.playstation.co.uk> 

References: <72h8h7$5bg13@chuka.playstation.co.uk> <73beu7$no82@chuka.playstation.co 
-uk> <36597D61.B7F3F89@easynet.co.uk> <73c0r9Sno85@chuka.playstation.co.uk> <36598A0 
C.835CCA04@easynet.co.uk> <73m81nSngl1l3@chuka.playstation.co.uk> <365F385D.7E683EAD@n 
ospam.easynet.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'm able to duck out of the office early, so I'll be showing up for 
about five thirty-ish (assuming I can find the place). I shouldn't be 
hard to spot: I'll be wearing dark blue jeans, a black leather jacket, a 
scruffy chequed shirt and carrying a head rucksask (and I'll be looking 
out for a bunch of snowboarding samurai types with guitars). If I don't 
see anyone, then I'm going to have to rather sadly buy my own drinks for 
the evening (before pissing off for a curry - because I am bloody 
starving). 


See you there, 


Rob. 


Philip Gooch wrote: 


Smithfields is on Farringdon Rd. Farringdon tube - come out, turn right, 
at the traffic lights turn left down Farringdon Rd. Just past the market 
is the Smithfields pub/club (haven't checked yet if it's drum 'n bass 
night on Friday 4th ;) 


I'll be there from about 5.30pm. Can't promise to spend all evening with 
you guys tho' - it's my leaving do, so I'll be chinwagging with my (soon 
to be ex)work mates. 


I'll probably be wearing a black puffer jacket. Snowboard tucked under 
my arm. With a couple of hot blondes. 


VVVVVVVVVVVV VV 


Phil 


"Oooh, sorry little dudes. Party hearty equals tardy." 
—-MESSAGE FILE 4405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03119 


—-MESSAGE FILE 4406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003120 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Fri, 4 Dec 1998 18:43:18 +0100 

Organization: Debri Productions 

Lines: 22 

Message-ID: <1dj6180.luxzfxalkhwigoN@al-88-101.al.nl> 
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References: <3659BF45.F0E84C14@scee.sony.co.uk> <3659e297.30719352@www.netyaroze-eur 
ope .com> 

NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3120 scee.yaroze.mydemos: 
352 


Robert Swan <gerboa@hotmail.com> wrote: 


That James is a miserable sod, aint he? Let me explain... 


Today (monday) I started my new job at Sony which I didnt tell anyone 
about for fear of me being involved in some huge prank or something 
and in fact Id be jobless. So now I have full access to the 
professional development libs just in time for his demo compo, and 
then he demands source code. It aint fair (sob). I mean, I ran a test 
today and you can draw 10 times as much with the pro kit (only 
kidding!). Anyway, now this means that my new email (apart from 
gerboa@hotmail.com) is now 


Robert_Swan@playstation.sony.com 


VVVVVVVVVVV VV 


GREAT!!! !!!t!!!t!! Congratulations. Now I can keep bugging you 
professionally ;-) This, and the birth of a new son of Paul Harvey are 
the 2 best things I heard in months. I think you are completely on your 
spot over there Robert!!! I'm very pleased to hear this great news!!! 


DEnnis.. 
—-MESSAGE FILE 4406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03120 


—-MESSAGE FILE 4407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003121 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: NTSC 

Date: 4 Dec 1998 19:03:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbelfb8$d6783c00S0a3ddec2@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


One of the advantages of the Yaroze is it runs both PAL and NTSC CDs. But 
the portable TV I usually use for the NY displays NTSC mode programs and 
games in black and white. Do I have to replace the TV or is there any sort 
of converter box I can buy? 


- Miles 
—-MESSAGE FILE 4407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03121 


-—-MESSAGE FILE 4408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003122 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC 

Date: Fri, 04 Dec 1998 20:10:05 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3668B21C.2B205D51@hinge.mistral.co.uk> 

References: <Olbelfb8$d6783c00S0a3ddec2@guildfoc> 

NNTP-Posting-Host: d3-s22-178-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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Miles Buzzing wrote: 


One of the advantages of the Yaroze is it runs both PAL and NTSC CDs. But 
the portable TV I usually use for the NY displays NTSC mode programs and 
games in black and white. Do I have to replace the TV or is there any sort 
of converter box I can buy? 


VV V V 


If you've got a similar type of TV to mine, it display's NTSC in B&W if you 
feed 


it composite video (like, with the cable that came with the Yaroze). Pop down 
to Electronics Boutique and buy an RGB Scart cable instead (about £7) - that 
sorts it out in most modern TV's with a SCART input. (mine's a Hitatchi 
portable, 


and it worked a treat). 


> — Miles 


Craig. 


—-MESSAGE FILE 4408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03122 


--MESSAGE FILE 4409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003123 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC 

Date: 4 Dec 1998 23:06:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01belfdaSc3f69000S0a3ddec2@guildfoc> 

References: <Olbelfb8$d6783c00S0a3ddec2@guildfoc> <3668B21C.2B205D51@hinge.mistral.c 
o.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Craig, that is FANTASTIC! 


I had an old one just lying around from my original playstation. I was 


going to give it away! I tried you suggestion and it works fine. You just 
saved me £200 - I owe you one. 
- Miles 


> If you've got a similar type of TV to mine, it display's NTSC in B&W if 
you 

> feed 

> it composite video (like, with the cable that came with the Yaroze). Pop 
down 


> to Electronics Boutique and buy an RGB Scart cable instead (about £7) - 
that 

> sorts it out in most modern TV's with a SCART input. (mine's a Hitatchi 
portable, 

and it worked a treat). 


> — Miles 


Craig. 


VVVVVVVVV 


—-MESSAGE FILE 4409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03123 


—-MESSAGE FILE 4410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003124 
Path: chuka.playstation.co.uk!news 
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From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: grav compo 

Date: Sat, 05 Dec 1998 01:12:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3668886e.11416788@www.netyaroze-europe. com> 
References: <366479f2.24959932@www.netyaroze-europe.com> <7449muS91v4@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: pCls0la01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 2 Dec 1998 20:58:37 -0000, "Derek da Silva" 
<dasi@globalnet.co.uk> wrote: 


>Nice flying :-) 1 assume you got that mouse-mat alright? 

> 

>Cheers to all my fellow competitors. 

oops, yep did get your mouse mat. Humble apologies for not being 
gracious enough to let you know Id received it...! 


Rob 
—-MESSAGE FILE 4410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03124 


—-MESSAGE FILE 4411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003125 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: official psm mag demo disks 

Date: Sat, 05 Dec 1998 01:45:09 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <366900A5.1913@dial.pipex.com> 

References: <3663B40E.783C2A4E@tw2.com> <74ldeb$9lvl@chuka.playstation.co.uk> <36644 
F6E.49D1@manc.u-net.com> 

NNTP-Posting-Host: usern943.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Shaughnessy wrote: 


Nick Slaven wrote: 

> Steve Randerson wrote in message <3663B40E.783C2A4F@tw2.com>... 

> >I noticed in this month's psm, that next months demo disk is going to 
> >have a stack of yaroze games on it. 

> any more clues anyone ? 


It is my understanding that it will be the February edition of OPSM, 
ie. the one out in January, and it will have all the previous 

NY OPSM games, plus any new ones that Sony deem good enough that 
haven't been on before. If your game was going on it you would have 
been contacted about it by now though. It's being called Hall Of Fame, 
and all I know is that it should have Grav v1.3 on it (OPSM34 had v1.1) 
so I'm chuffed about that! (as v1.1 was very poorly code optimised, the 
gate sound was hideous, and no-one knew what path to take in race mode) 


I don't think that the people who get stuff on it will be sent 20 
copies of the disk though, like with the normal monthly FameGame compo. 
I sure hope so though.. pleeease Sony! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


Oh yeah. I almost forgot about the 20 copies we were supposed to get. 


Net Yaroze newsgroups message dump.txt Page 2808 
So far I havent been sent any. 


As for the OPSM thingy, there should be a big(ish) Yaroze article in the Feb 

issue along with a Yaroze only demo disk. The deputy editor blokey rang me 

asking if I'd do an interview for the article. I also had to send him photos (yuk!) 

The only ones I had of me are *real* cheesy - me sat by computer looking all 

vacant. These were done originally for EDGE to use back along, but it turned out the 
re 

wasn't enough time for me to send them before the deadline. Still, I think they may 

be 

too crap for OPSM to use anyway... we'll see. 


Talking of photos, I was sent a couple of the (reject) GDUK ones the other day. Ther 
e's 


one of me shaking hands with Dominik D... trouble is, both me and the guy who presen 
ted 

the award have got our eye's closed :) I'll try and put them on my site for a laugh, 
when 


I get the time. 
cheers, 


-Chris "Sony made me a media bitch" Chadwick 

(Reply: "If I buy the wool, will they make me one?") 

-—-MESSAGE FILE 4411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03125 


-—-MESSAGE FILE 4412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003126 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace2 - FREE 

Date: Sat, 05 Dec 1998 15:24:14 -0800 

Organization: SCEA News Server 

Lines: 33 
Message-ID: <3669CO9E.F4AF0209@znet .com> 

References: <01lbe1lc94S21b80c40S0a3ddec2@guildfoc> <3663216E.97A5B76@datasys.net> 
NNTP-Posting-Host: scts1-37.znet.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Darco wrote: 


want to do this, email me. I trust you won't rip me off) 


That is only of course if it is legal. 


> 

> Miles Buzzing wrote: 

>> 

> > Good news for all those people like myself in the UK who can't afford to 
> > pay hundreds of pounds for a 3d modelling package. The full version of 

> > Truespace-2 is on the cover disk of this month's PC-Answers (Issue 62) - UK 
> > only. 

> 

> Would it be illegal to send a copy out of the UK? I would be interested 

> in buying an issue from someone. Shipping included of course... Just go 

> out and buy an extra one at the newsstand, and send it over. (If you 

> 

> 

> 

> 

> 


'Darco 


I found UK mags in some US stores, such as the UK official Playstation 
Magazine with PAL demo disc in the Virgin Superstore in San Francisco. 


Beware, Truespace2 only saves in calligari format and 3dstudio .asc 
format. Is there a free/shareware tool to convert .asc to .dxf or .3ds 
without 3d$tudio? Rhino doesn't grok .asc format. 


Also, truespace2 has nice texture tools, like if you want to do a 
cylindrical wrap around your model, but the .asc files truespace 
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makes have the texture coordinates stripped from them. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 4412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03126 


—-MESSAGE FILE 4413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003127 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace2 - FREE 

Date: Sun, 06 Dec 1998 01:55:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3669E3FF.51B9A1E8@manc.u-net.com> 

References: <01lbelc94S$21b80c40S0a3ddec2@guildfoc> <3663216E.97A5B76@datasys.net> <36 
69CO9E.F4AF0209@znet .com> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


> Beware, Truespace2 only saves in calligari format and 3dstudio .asc 
> format. Is there a free/shareware tool to convert .asc to .dxf or .3ds 
> without 3dStudio? Rhino doesn't grok .asc format. 


Actually truespace2 *can* save in .DXF format. Goto "SaveObjectAs" and click 
on the "List Files of Type" buttons and scroll down (to "Autocad"), and you 
will see a .dxf extension option there. TS2 is the otter's oesophagus! 


Jim 


—-MESSAGE FILE 4413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03127 


—-MESSAGE FILE 4414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003128 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC 

Date: Sun, 06 Dec 1998 18:29:10 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <366B3D75.6379586E@hinge.mistral.co.uk> 

References: <Olbelfb8$d6783c00S0a3ddec2@guildfoc> <3668B21C.2B205D51@hinge.mistral.c 
o.uk> <OlbelfdaSc3f69000S0a3ddec2@guildfoc> 

NNTP-Posting-Host: d3-s39-195-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Miles Buzzing wrote: 
Craig, that is FANTASTIC! 


I had an old one just lying around from my original playstation. I was 
going to give it away! I tried you suggestion and it works fine. You just 


> 
> 
> 
> 
> saved me £200 - I owe you one. 
> 
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another satisfied customer :) 
> - Miles 


Craig 


—-MESSAGE FILE 4414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03128 


—-MESSAGE FILE 4415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003129 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: moan about web site 

Date: Sun, 06 Dec 1998 19:07:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <366ad581.1004526@www.netyaroze-europe. com> 
NNTP-Posting-Host: p74s09a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


just a small moan, but can whoever is using images in their 
description of their homepages, can they please not use them unless 
the images are off the yaroze site and hence not password protected? 


reason is that when I view the list I have to put in authentication 
twice (or not bother) which is a pain. If it is you then you will not 
notice these messages. Please get rid of them :) 


Rob 


Im just sooo pedantic. I think thats how I got my job 
—-MESSAGE FILE 4415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03129 


—-MESSAGE FILE 4416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003130 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: gookaloo 

Date: Mon, 7 Dec 1998 20:49:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <74hf0qS4np6@chuka.playstation.co.uk> 
NNTP-Posting-Host: pE0Os07a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Bare in mind they say imitation is the sincerest form of flattery... չ-) 


Derek 


dasi@globalnet.co.uk 


—-MESSAGE FILE 4416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03130 


—-MESSAGE FILE 4417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003131 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Mon, 07 Dec 1998 23:33:20 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <366C57AF.4E60D961@aol.com> 

References: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 167-63-233.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1062 scea.yaroze.programming.code 
warrior:370 scea.yaroze.programming.gnu_compiler:104 scee.yaroze.beginners:651 scee. 
yaroze.freetalk.english:3131 scee.yaroze.programming.codewarrior:416 scee.yaroze.pro 
gramming.gnu_compiler:287 


Steve Dunn schrieb: 
Has anyone got this to work under NT(4). 
If you have, please let me know 


> 
> 
> 
> 
> Thanks in advance. 
> 

> 


Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 4417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03131 


—-MESSAGE FILE 4418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003132 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Get RR4 for New Year! 

Date: Mon, 7 Dec 1998 21:46:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <74hn6iS8bcl@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-54.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


I put this in the NYoosletter on Friday, but if you haven't yet 
subscribed to it yet, you won't have seen it - so here it is again. 
Sorry if you've now had this message twice! BIW, I leave for Hong Kong 
on the 17th and I'd need your cheque or summat by then... 

These prices are pretty much street price, plus a fiver or so for 
postage and a couple of quid "carriage". Not a bad deal, I think... Why? 
I'm just feeling generous! Hey, it's Christmas! :-) 


RIDGE RACER 4 OR COLOR GB FOR NEW YEAR? 


If you want to be one of the first to play Namco's latest 

Playstation racer, Ridge Racer Type IV, I'm happy to bring back a few 
copies for people! The game is already tipped to be a Gran Turismo 
beater *graphically*, although the jury's out on how the traditional 
Ridge Racer feel will have been adapted to compete with GT. It's also 
the first game to be released that's compatible with Namco's rumbling, 
force-feedback JogCon - which looks like one of those funny 
"steering-wheel" remote-controllers with a trigger for accelerating, 
etc. It was due out in Japan on December the 3rd, so scour Usenet and 
any relevant websites if you're after some impressions or reviews. It 
also comes with a *free* version of the original Ridge Racer, except 
this time it's running in hi-rez at 60fps - if you've only played the 
crappy PAL version you'll have to try this one (arcade perfect?). 
Personally, I can't wait! 
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I recommend you read the review of RR4 here: 
http://pages.hotbot.com/games/asmodeus/earth-review. html 


Alternately, if you haven't been tempted already by the UK release, 

I don't mind bringing back a few Colour Game Boys. Now, why would you 
want a GBC when it's already out here? Well, if the vile purple colour 
of the UK models tickles your fancy, fair enough. However, those lucky 
Eastern chaps get a whole range of colours to choose from, so you can be 
the envy of your mates by picking up a red, yellow, blue or clear white 


version! Plus it's a tenner cheaper... (visit 
www.saqnet.co.uk/users/nickf/images/colorgbs.jpg for a picture of them 
all). Get your games in the UK - there's v. little price difference and 


you'll get them in english... 


I get back before New Year, so your stuff would prob. be with you the 
first few days of 1999! My suitcase isn't a bottomless pit, so 
first-come, first-served! :-) 


Pricelist: 


Ridge Racer Type IV - 845 

Ridge Racer Type ԼՄ (+JogCon +T-shirt) box set - £65 
Game Boy Color - £60 

(prices include "recorded" postage from within UK) 


*NET YAROZE MEMBERS ONLY* I can't trust the rest of ya! 


E-mail Nick at nickf@saqnet.co.uk if you're interested... 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 


—-MESSAGE FILE 4418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03132 


—-MESSAGE FILE 4419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003133 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual C++ 

Date: Tue, 8 Dec 1998 11:44:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <74j3eq$8bc6@chuka.playstation.co.uk> 

References: <72i7kj$5bg18@chuka.playstation.co.uk> <364DA33B.214A268F@Bradford.ac.uk 
> <72p862Sdvm1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


1'11 try to get the pictures back V soon. 
Sorry for the inconvenience 


Steve 


John Whitmore <john@jwhit.demon.co.uk> wrote in message 

news: 72p862Sdvml@chuka.playstation.co.uk... 

>Hi, I'm trying to do the same also but the pictures on the page don't seem 
>to show. Any hints as it is kinda essential in the set-up process to see 
>them! 

> Cheers! | 
> John 
> 

> 
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—-MESSAGE FILE 4419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03133 


-—-MESSAGE FILE 4420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003134 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
.-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Re: Datel PC Comms card on NT 

Date: Tue, 8 Dec 1998 11:50:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <74j3r5S$8bc7@chuka.playstation.co.uk> 

References: <6cmkupSao5@chuka.playstation.co.uk> <366C57AF.4E60D961@aol.com> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1063 scea.yaroze.programming.code 
warrior:371 scea.yaroze.programming.gnu_compiler:105 scee.yaroze.beginners:652 scee. 
yaroze.freetalk.english:3134 scee.yaroze.programming.codewarrior:417 scee.yaroze.pro 
gramming.gnu_compiler:288 


www.datel.co.uk 


Olaf Grau <OlafGrau@aol.com> wrote in message 
news: 366C57AF.4E60D961@aol.com... 

> 

> 

>Steve Dunn schrieb: 

> 

>> Has anyone got this to work under NT(4). 


>> If you have, please let me know 
>> Thanks in advance. 
>> Steve Dunn 


Where can I Buy the Hardware (PC - Card, etc) to Work with ARS ? 


—-MESSAGE FILE 4420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03134 


—-MESSAGE FILE 4421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003135 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gookaloo 

Date: Tue, 08 Dec 1998 15:38:37 +0000 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <366D47FC. 3EF5FD53@writeme.com> 

References: <74hf0q$4np6@chuka.playstation.co.uk> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Derek da Silva wrote: 
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> Bare in mind they say imitation is the sincerest form of flattery... ;-) 


Also bare in mind that they say imitation is the sincerest form of 
flattery... 


James (~mrfrosty) 
Հչօ) 


—-MESSAGE FILE 4421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03135 


—-MESSAGE FILE 4422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003138 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: No more net yaroze members 

Date: Tue, 08 Dec 1998 16:30:54 -0500 

Organization: SCEA News Server 

Lines: 29 
Message-ID: <366D9A8E.3D7D48B7@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 85.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3138 scea.yaroze.freetalk 
21064 


I suppose I jumped the gun on an earlier post that I made to the 
newsgroups. If you read it, ignore it. I was blabbering on about the end 
of the American Net Yaroze scene, the sky is falling, etc. 


This is what got me slightly upset: 
http://www.scea.sony.com/net 

If you are really lazy, this is a quote from the page: 
> 


> The Net Yaroze Program is no longer accepting new members. 
> 


At first I thought this meant the beginning of the end for the American 
Net Yaroze scene... but after I clicked on the "join" button, it would 
seem that the reason for this is that they have run out of Net Yaroze 
units to sell. Then I felt a little better. 


Will they be restocked? Or does that depend on the productivity of the 
current members? 


I hope that this doesn't spell doom for SCEA Net Yaroze. With the SEDE 
project, we were hoping to spark some creativity from the American 
scene, and hopefully make it more productive for a time. 


What does this mean for the future of the SCEA Net Yaroze program? 
"Darco 


—-MESSAGE FILE 4422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03138 


—-MESSAGE FILE 4423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003139 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: grav compo 

Date: Tue, 08 Dec 1998 15:15:40 -0800 

Organization: SCEA News Server 

Lines: 16 
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Message-ID: <366DB31C.78D40894@vmlabs.com> 

References: <366479f2.24959932@www.netyaroze-europe.com> 
NNTP-Posting-Host: vmlabs25.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Excellent work. I cursed every time I logged on and saw you overtake 
my score. Eventually the frustration factor got too high for me to 
keep trying (I'm sure James wouldn't want it on his conscience that 
his games caused my controller to become implanted in my TV). 


>) 
Scott 
(who is catching up on 6 months of newsgroup postings) 


> cool, finally I dont come second or worse or something ina 
> competition on the yaroze :) 

> 

> woo hoo, 

> 

> Rob 
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—-MESSAGE FILE 4423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03139 


—-MESSAGE FILE 4424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003140 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <stever@tw2.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Get RR4 for New Year! 

Date: Wed, 09 Dec 1998 13:23:30 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 67 

Message-ID: <366E79D2.3CC63AB8@tw2.com> 
References: <74hn6iS8bcl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 62.232.8.254 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Nick Ferguson wrote: 
Hiya all, 


I put this in the NYoosletter on Friday, but if you haven't yet 
subscribed to it yet, you won't have seen it - so here it is again. 
Sorry if you've now had this message twice! BIW, I leave for Hong Kong 
on the 17th and I'd need your cheque or summat by then... 

These prices are pretty much street price, plus a fiver or so for 
postage and a couple of quid "carriage". Not a bad deal, I think... Why? 
I'm just feeling generous! Hey, it's Christmas! :-) 


RIDGE RACER 4 OR COLOR GB FOR NEW YEAR? 


If you want to be one of the first to play Namco's latest 

Playstation racer, Ridge Racer Type IV, I'm happy to bring back a few 
copies for people! The game is already tipped to be a Gran Turismo 
beater *graphically*, although the jury's out on how the traditional 
Ridge Racer feel will have been adapted to compete with GT. It's also 
the first game to be released that's compatible with Namco's rumbling, 
force-feedback JogCon - which looks like one of those funny 
"steering-wheel" remote-controllers with a trigger for accelerating, 
etc. It was due out in Japan on December the 3rd, so scour Usenet and 
any relevant websites if you're after some impressions or reviews. It 
also comes with a *free* version of the original Ridge Racer, except 
this time it's running in hi-rez at 60fps - if you've only played the 
crappy PAL version you'll have to try this one (arcade perfect?). 


VVVVVVVVVVVVVVVV VV VV VV VV VV 
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> Personally, I can't wait! 

> 

> I recommend you read the review of RR4 here: 

> http://pages.hotbot.com/games/asmodeus/earth-review. html 

> 

> Alternately, if you haven't been tempted already by the UK release, 

> I don't mind bringing back a few Colour Game Boys. Now, why would you 

> want a GBC when it's already out here? Well, if the vile purple colour 
> of the UK models tickles your fancy, fair enough. However, those lucky 
> Eastern chaps get a whole range of colours to choose from, so you can be 
> the envy of your mates by picking up a red, yellow, blue or clear white 
> version! Plus it's a tenner cheaper... (visit 

> www.saqnet.co.uk/users/nickf/images/colorgbs.jpg for a picture of them 
> all). Get your games in the UK - there's v. little price difference and 
> you'll get them in english... 

> 

> I get back before New Year, so your stuff would prob. be with you the 

> first few days of 1999! My suitcase isn't a bottomless pit, so 

> first-come, first-served! :-) 

> 


I got the jap rr4. it's quite cool, still undecided about gt beater 
though. 


it's still pretty traditional ridge racer stuff (very close to rage 
racer). 


There are some problems though, no dual analogue support. the 
proclaimed 320 cars consist of 4 different sets of colour schemes, and 
different upgrades of the same car (like in rage racer) so the 320 is 
probably a bit of a lie. 


its still a very cool game though, graphics beat GT's but the physics is 
nowhere near as good, but it is an arcade racer so that's not really an 
issue. 


there's not too much jap text, just a story that is written out between 
races, but i can live without that. 


steve 


2816 


—-MESSAGE FILE 4424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03140 


-—-MESSAGE FILE 4425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003141 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 00:27:51 -0800 

Organization: SCEA News Server 

Lines: 46 
Message-ID: <366F8607.1CD61CE8@shell.jps.net> 
References: <366D9A8E.3D7D48B7@datasys.net> 
NNTP-Posting-Host: svalliap-isdn3.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3141 scea.yaroze.freetalk 


21065 


Well, I would hope that this will not be the end otherwise I'm going 
to have a very expensive doorstop. :P Ideally, it would be great to 
have an upgrade path to the PSX2, if a Yaroze-like development kit 
will exist for it. Wishful thinking, I know, but one can always hope, 
eh? 


= ë! 


Darco wrote: 
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I suppose I jumped the gun on an earlier post that I made to the 
newsgroups. If you read it, ignore it. I was blabbering on about the end 
of the American Net Yaroze scene, the sky is falling, etc. 


This is what got me slightly upset: 

http: //www.scea.sony.com/net 

If you are really lazy, this is a quote from the page: 

> 

> The Net Yaroze Program is no longer accepting new members. 

> 

At first I thought this meant the beginning of the end for the American 
Net Yaroze scene... but after I clicked on the "join" button, it would 


seem that the reason for this is that they have run out of Net Yaroze 
units to sell. Then I felt a little better. 


Will they be restocked? Or does that depend on the productivity of the 
current members? 


I hope that this doesn't spell doom for SCEA Net Yaroze. With the SEDE 
project, we were hoping to spark some creativity from the American 
scene, and hopefully make it more productive for a time. 


What does this mean for the future of the SCEA Net Yaroze program? 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


"Darco 
Mata ne, ot Փաոք 
- e! net tenchi@shell.jps.net ԵԷ: 
(Protocol) ::  ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) stk http://www. jps.net/tenchi 


—-MESSAGE FILE 4425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03141 


—-MESSAGE FILE 4426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003142 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Why is it that... 

Date: Thu, 10 Dec 1998 14:24:16 +0000 
Organization: EIMC 

Lines: 43 

Message-ID: <366FD990.E242CB67@Bradford.ac.uk> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Phil Gooch wrote: 


all programmers 
1) Like techno and drum 'n bass 


When coding, yep. 
When in normal mode, I prefer acid jazz/funky stuff. 


> 2) Play guitar 


Nope. Too difficult - and it made my fingers hurt! 
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I played sax until I sold it for a ticket to Australia. 
And I couldn't find any keys on the didgeri-whatsit. 


> 3) Are into martial arts, 
Not even origami. 
> rock climbing 


Nope again. There's definitely something about not hurting my fingers 
going on here. 


> or snow boarding 


No sense of balance. I didn't learn to walk until I was older than the 
average age of a new yaroze member :) 

But in response to Charlie's earlier post, I admit to kicking around an 
imitation pig's bladder with 21 other numbskulls every Saturday. (1 
found it more satisfying than kicking around a numbskull with 21 other 
imitation pig bladders.) 

(Just.) 


> Answers on a postcard please 


Maybe all this explains why I'm such a crap programmer! 


Steev 


—-MESSAGE FILE 4426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03142 


—-MESSAGE FILE 4427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003143 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 17:19:03 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <367048D7.663FF340@datasys.net> 

References: <366D9A8E.3D7D48B7@datasys.net> <366F8607.1CD61CE8@shell.jps.net> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 371.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3143 scea.yaroze.freetalk 
:1066 


Elliott Lee wrote: 


> 

> Well, I would hope that this will not be the end otherwise I'm going 
> to have a very expensive doorstop. Ք Ideally, it would be great to 
> have an upgrade path to the PSX2, if a Yaroze-like development kit 

> will exist for it. Wishful thinking, I know, but one can always hope, 
> eh? 

> 

Yeah. But sony I'm sure wouldn't dare release a hobbyists kit until at 


least a year after it's debut. 


"Darco 
—-MESSAGE FILE 4427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03143 


—-MESSAGE FILE 4428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003144 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 17:21:33 -0800 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <3670739D.47A72A79@vmlabs.com> 

References: <366D9A8E.3D7D48B7@datasys.net> 
NNTP-Posting-Host: vmlabs34.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3144 scea.yaroze.freetalk 
21067 


Just yesterday I had someone email me. They wanted to know if I knew 
anyone that wanted to sell their Yaroze since they couldn't get one 
from Sony. 


Unfortunately I don't think these things are transferable. Well I 
suppose you could just give the new person your user name and password, 
but I'm sure there's some legalese somewhere against it. 


Scott 


I suppose I jumped the gun on an earlier post that I made to the 
newsgroups. If you read it, ignore it. I was blabbering on about the end 
of the American Net Yaroze scene, the sky is falling, etc. 


This is what got me slightly upset: 
http://www.scea.sony.com/net 

If you are really lazy, this is a quote from the page: 
> 


> The Net Yaroze Program is no longer accepting new members. 
> 


Net Yaroze scene... but after I clicked on the "join" button, it would 
seem that the reason for this is that they have run out of Net Yaroze 
units to sell. Then I felt a little better. 


Will they be restocked? Or does that depend on the productivity of the 
current members? 


I hope that this doesn't spell doom for SCEA Net Yaroze. With the SEDE 
project, we were hoping to spark some creativity from the American 
scene, and hopefully make it more productive for a time. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> At first I thought this meant the beginning of the end for the American 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> What does this mean for the future of the SCEA Net Yaroze program? 
> 

> 'Darco 

—-MESSAGE FILE 4428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03144 


—-MESSAGE FILE 4429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003145 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace2 - FREE 

Date: Fri, 11 Dec 1998 00:33:20 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3670D8D0.FBE4A9BBG@znet .com> 

References: <Olbelc94S$21b80c40S0a3ddec2@guildfoc> <3663216E.97A5B76@datasys.net> <36 
69CO9E.F4AF0209@znet.com> <3669ER3FF.51B9A1E8@manc.u-net.com> 

NNTP-Posting-Host: scts1-19.znet.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


James Shaughnessy wrote: 


> 

> > Beware, Truespace2 only saves in calligari format and 3dstudio .asc 

> > format. Is there a free/shareware tool to convert .asc to .dxf or .3ds 

> > without 3dStudio? Rhino doesn't grok .asc format. 

> 

> Actually truespace2 *can* save in .DXF format. Goto "SaveObjectAs" and click 
> on the "List Files of Type" buttons and scroll down (to "Autocad"), and you 

> will see a .dxf extension option there. TS2 is the otter's oesophagus! 

> 

> Jim 

oops, yes, you are right. I was thrown by the dropdown box only showing 2 choices. 
That, and I didn't RTFM. 

I still wish it would support .3ds format and save the texture coordinates, I'd 


love to be wrong about that too. 

Other than that it's the coelacanth's coeliac. 

rsdtool is a cool tool for texturing but it can't do cylindrical wraps like TS2 and 
it changes my "0 G T" to "8 F T" in my .MAT file without asking. 

btw, I got my ts2 a while ago for $99 at Herb's, http://www.herbs-software.com/ 

not free, but you get the manuals. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender. html 

-—-MESSAGE FILE 4429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03145 


—-MESSAGE FILE 4430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003146 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Thu, 10 Dec 1998 15:09:43 GMT 

Organization: L4 Software 

Lines: 21 

Message-ID: <366fe335.3184256@205.149.189.29> 

References: <366D9A8E.3D7D48B7@datasys.net> <3670739D.47A72A79@vmlabs.com> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3146 scea.yaroze.freetalk 
21069 


On Thu, 10 Dec 1998 17:21:33 -0800, Scott Cartier 
<scartier@vmlabs.com> wrote: 


>Just yesterday I had someone email me. They wanted to know if I knew 
>anyone that wanted to sell their Yaroze since they couldn't get one 
>from Sony. 

> 

>Unfortunately I don't think these things are transferable. Well I 
>suppose you could just give the new person your user name and password, 
>but I'm sure there's some legalese somewhere against it. 

> 


Scott, 


Transfer of the Net Yaroze hardware, software, username or password is 
expressly forbidden in the License Agreement. 


See http://www.scea.sony.com/net/yaroze/legal2.html for details. 


Mario 
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—-MESSAGE FILE 4430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03146 


—-MESSAGE FILE 4431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003147 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze support over Xmas 

Date: Fri, 11 Dec 1998 18:37:58 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <36716686.6BED9B11@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


George B has gone back to Canada for Xmas, and I'm going into hibernation for a few 
weeks. We'll be 

back very early next year. Staff will be monitoring the newsgroups, but you'll have 
to wait for Our 

Return for tech support. 


I'm off to find a pub which won't have Prince's "1999" on the jukebox at New Years. 


Hooray for Everything, 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


His fountain pen was so expensive it looked as if someone had grabbed 

the pope, turned him upside down and started writing with the tip of 

his big pointy hat. 

—-MESSAGE FILE 4431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03147 


—-MESSAGE FILE 4432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003148 

Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Zelda 64 - ROCKS! 

Date: Sat, 12 Dec 1998 16:26:00 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <36729918.54E88019@yahoo.com> 
NNTP-Posting-Host: 204-72-98.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Has anyone else got this masterpiece of game-making? 
I think we should all bow down to Miyamoto. 


Ed :) 
(Has had it for 2 days and played for about 11 hours!) 


—-MESSAGE FILE 4432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03148 


—-MESSAGE FILE 4433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003149 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze support over Xmas 

Date: Tue, 15 Dec 1998 16:05:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <75616d$78cl1l@chuka.playstation.co.uk> 
References: <36716686.6BED9B11@scee.sony.co.uk> 
NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I'm off to find a pub which won't have Prince's "1999" on the jukebox at 
New Years. 
> 


I bet you £100 that you won't find it ;-) 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 4433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03149 


—-MESSAGE FILE 4434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003150 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze support over Xmas 

Date: Tue, 15 Dec 1998 16:05:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <756183S$78c2@chuka.playstation.co.uk> 

References: <36716686.6BED9B11@scee.sony.co.uk> <75616d$78cl1l@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


But since you're not there, it's a bit pointless betting you. 
Does that mean I've won? 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<75616d$78cl@chuka.playstation.co.uk>... 

> 

>>I'm off to find a pub which won't have Prince's "1999" on the jukebox at 
>New Years. 

>> 

> 

>I bet you £100 that you won't find it ;-) 

> 

>Bob 

>298rcs@tay.ac.uk 

> 

> 

> 


—-MESSAGE FILE 4434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03150 


—-MESSAGE FILE 4435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003151 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Grav Compo, a success? 

Date: Tue, 15 Dec 1998 19:31:48 +0100 
Organization: Debri Productions 

Lines: 5 

Message-ID: <1dk1p29.jnf3ufkxdkeN@al-88-126.al.nl1> 
References: <3665B243.3DBE@manc.u-net.com> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


That bloody bug :-( 


DEnnis..... 
—-MESSAGE FILE 4435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03151 


-—-MESSAGE FILE 4436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003152 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace2 - FREE 

Date: Tue, 15 Dec 1998 19:31:49 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldklpuf.mee3d37lqym8N@al-88-126.al.nl1> 

References: <Olbelc94S$21b80c40S0a3ddec2@guildfoc> <3663216E.97A5B76@datasys.net> <36 
69CO9E.F4AF0209@znet.com> <3669E3FF.51B9A1E8@manc.u-net.com> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


James Shaughnessy <james@manc.u-net.com> wrote: 


> Actually truespace2 *can* save in .DXF format. Goto "SaveObjectAs" and click 
> on the "List Files of Type" buttons and scroll down (to "Autocad"), and you 

> will see a .dxf extension option there. TS2 is the otter's oesophagus! 

> 

> Jim 


yep.. A friend of mine use TS too. We converted the models to rsd and 
adjusted them with rsd-tool. But there it stops.. We could not use these 
models. I myself use Cinema4D XL on Mac, and those models were fine. 
Anyboby have an idea what could be the course of this? It seems that DXF 
is not one steady format.. 


DEnnis.. 
—-MESSAGE FILE 4436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03152 


—-MESSAGE FILE 4437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003153 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: moan about web site 

Date: Tue, 15 Dec 1998 19:31:51 +0100 

Organization: Debri Productions 
Lines: 24 
Message-ID: <ldklqqb.1q6ilj11d17amN@al-—88-126.al1l.nl1> 
References: <366ad581.1004526@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Robert Swan <robert_swan@playstation.sony.com> wrote: 


> just a small moan, but can whoever is using images in their 
> description of their homepages, can they please not use them unless 
> the images are off the yaroze site and hence not password protected? 
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> 

> reason is that when I view the list I have to put in authentication 

> twice (or not bother) which is a pain. If it is you then you will not 
> notice these messages. Please get rid of them :) 

> 

> Rob 


I completely agree! I noticed this about half a year ago. When you jump 
directly to the Homepages list, you need to enter the password several 
times before the complete site is build up. The only way to avoid this 
is to enter the homepage first and go from here to the homepages-links. 


> Im just sooo pedantic. I think thats how I got my job 
Again I agree ;-) 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 4437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03153 


—-MESSAGE FILE 4438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003154 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: - help - 

Date: Tue, 15 Dec 1998 20:01:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <3676B21D.4620F48Béhempseed. com> 
NNTP-Posting-Host: ppp-verona64-42.i01.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Hi guys, 


I am an italian beginner and as until now I haven't find help here in 
Italy, I hope to find it in U.K.: 


1. how can I connect Yaroze and particullary how to use the software to 


make it work? 
2. I have been designing some pcx about my RPG game project: is there 
some beginner that would be interessed to join to my project or to teach 


me the first step in programming, moving and collisions of sprite. 
Thank in advance. 


Niccollo' 
Italy 


—-MESSAGE FILE 4438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03154 


—-MESSAGE FILE 4439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003155 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Tue, 15 Dec 1998 16:36:36 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3676D664.2D42EFCC@datasys.net> 
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References: <366D9A8E.3D7D48B7@datasys.net> <3670739D.47A72A79@vmlabs.com> <366fe335 
.31842560205.149.189.29» 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3155 scea.yaroze.freetalk 
21071 


Mario Perdue wrote: 

> 

> Transfer of the Net Yaroze hardware, software, username or password is 
> expressly forbidden in the License Agreement. 
> 


I am not considering doing this, however I just want this clarified for 
me and the rest of the NY members. 


Couldn't some arrangement of the transfer of the development hardware 
and software be worked out with Sony's consent? Or is the license 
agreement absolute with no exceptions? 


I'm just trying to explore all options here. From a complete and word 
for word interpretation of the license agreement, the only time that we 
might be able to get rid of the tools is when the copyright expires. 
(Which won't be for another 100 years or so...probably more) 


I'm OK with this, as I don't plan to separate myself from this beautiful 
black box for a while... But it just seems sad that there won't ever be 
any other new productive members, when I know there are several inactive 
members who would wouldn't mind selling their development tools to 
someone who might be more productive. 


"Darco 
—-MESSAGE FILE 4439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03155 


—-MESSAGE FILE 4440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003156 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: - help - 

Date: Tue, 15 Dec 1998 16:50:42 -0500 

Organization: SCEA News Server 

Lines: 35 
Message-ID: <3676D9B2.C3E15426@datasys.net> 
References: <3676B21D.4620F48Beéhempseed. com> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 250.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Niccolo' wrote: 

> 

> 1. how can I connect Yaroze and particullary how to use the software 
> to make it work? 


Connecting the hardware is fairly straightforward, and is outlined in 
the RED startup guide that came with your net yaroze kit. 


The software setup is a little more complex, but if you have a fair 
knowledge of DOS and editing AUTOEXEC.BAT and CONFIG.SYS files then this 
should pose no problem at all. The setup instructions can be found in 
the RED startup guide. They are a bit vague, but if you are skilled with 
DOS and command-line compilers (As you should) then you'll be able to 
figure everything out fine. 
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2. I have been designing some pcx about my RPG game project: is there 
some beginner that would be interessed to join to my project or 

to teach me the first step in programming, moving and collisions of 
sprite. 


V V V V V V 


Every beginner tries to make an RPG for their first project. And, 
unfortunately, they all fail. (Well, I've never seen one out of a newbie 
yet) You have to understand that making an RPG game is extremely 
draining as far as work goes, and without a very solid code 


understructure, the game will colapse in development. 

Try making something else for a first PSX project... A Puzzle, a 2D Side 
Scroller, a 2D space shooter... Something simple. Then work up from 
that. 


Take small steps. If you try to skip too many then you'll trip and fall. 


"Darco 
—-MESSAGE FILE 4440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03156 


-—-MESSAGE FILE 4441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003157 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: No more net yaroze members 

Date: Tue, 15 Dec 1998 15:02:59 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <3676EAA3.EE440E8F@vmlabs.com> 

References: <366D9A8E.3D7D48B7@datasys.net> <3670739D.47A72A79@vmlabs.com> <366fe335 
.31842566205.149.189.29» 

NNTP-Posting-Host: vmlabs37.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3157 scea.yaroze.freetalk 
21072 


Ah, I can finally get through to post this... 
Don't worry. I'm having too much fun with mine to get rid of it :) 


I just wanted to show that there is still interest out there. 


Scott 

> Scott, 

> 

> Transfer of the Net Yaroze hardware, software, username or password is 
> expressly forbidden in the License Agreement. 

> 

> See http://www.scea.sony.com/net/yaroze/legal2.html for details. 

> 

> Mario 


—-MESSAGE FILE 4441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03157 


—-MESSAGE FILE 4442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003158 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze: Save game hacking tool. Hooray. 

Date: 16 Dec 1998 14:41:04 +1100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 26 

Sender: THutton@TECH10 

Message-ID: <u90g8g3e7.fsf@cybec.com.au> 
NNTP-Posting-Host: TECH10.mel.cybec.com.au 
X-Newsreader: Gnus v5.3/Emacs 19.34 


I actually did something useful with my Yaroze over the weekend for a 
change. I managed to hack my Wild 9 save game, give myself, oh, only 
64 lives, and then finished the game using about 10 of them. 
Previously, I was on the second last level (the last platform type 
one) and getting frustrated with zero lives... 


But just by reading the file into PSX memory (1), downloading to the 
PC (2), hacking the file (with emacs, whoo!) and reversing the process 
(3 & 4) I was a cheating fool... 


1: re bul0:besles—01333 80100000 at the >> prompt 

2: dsave wild9-save.dat 80100000 2000 at the local prompt 
<hack> 
3: dload wild9-save.dat 80100000 at the local prompt 
4: wr bul0:besles—01333 80100000 2000 at the >> prompt 


To work out which file was the Wild 9 save game I grabbed a different 
card and saved a new game, had a look to see matching filenames on 
both. In this case finding the byte that held lives was simple, only 
took half a minute of guesswork. Offset 0x0118 if anyone else wants 
to try it. 


Thinking I'm going to have to get an Action Replay or more likely an 

X-plorer now I've the taste for cheats. Joy. 

Toby. 

—-MESSAGE FILE 4442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03158 


—-MESSAGE FILE 4443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003159 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze: Save game hacking tool. Hooray. 
Date: Wed, 16 Dec 1998 19:31:08 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <36780A7C. 6F8B9C8Escee.sony.co.uk> 
References: <u90g8g3e7.fsf@cybec.com.au> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Toby Hutton wrote: 
> 


> But just by reading the file into PSX memory (1), downloading to the 
> PC (2), hacking the file (with emacs, whoo!) and reversing the process 
> (3 & 4) I was a cheating fool... 


There's actually a Yaroze app on my page for hacking mem card saves... didn't help m 
e in Final 
Fantasy though. Looks like Wild 9 doesn't do a checksum on the data in the mem card! 


Naughty 

naughty! 

J 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Microwave: Signal from a friendly micro. 
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—-MESSAGE FILE 4443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03159 


—-MESSAGE FILE 4444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003160 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NTSC Problemo!!! 

Date: Thu, 17 Dec 1998 21:21:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <75bsd7$17v1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: asn18-112.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ahhggghghh! 
I have a major problem.... 


The problem I have is I have just got hold of Metal Gear Solid (US) (by a 
kind friend in the States!) and foolishly forgot to test my Yaroze output 
for NTSC. ԼԵ works fine, but only one thing is wrong - it's in Black and 
White! It is connected via an AV to SCART cable -but no matter what I try, 
it is still in B&W. 


I am now really stuck - Do I need one of these so called NISC->PAL boxes 
which sit between the PSX and the telly, or is there a more simple solution? 


Cheers in advance ! 


Tones 8) 


-—-MESSAGE FILE 4444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03160 


—-MESSAGE FILE 4445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003161 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone want to take this guy up? 

Date: Thu, 17 Dec 1998 23:19:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <75c3e9S17v2@chuka.playstation.co.uk> 
NNTP-Posting-Host: nelson.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


First of all 'Hello' 


I have received emails from this guy, prolly foreign - so forgive the 
grammar... 


Anyhoo, here they are: 

Guys Email is radchad@writeme.com 

FIRST 

Hello my name is bryant i am interested in hiring a team of guys to create a 
videogame a fighting one.I have the option to do this or do an animation 
film.Can you please refer me to where i can hire a team of guys to program 


me a game then place it on the market I dont want to go to big companies I 
prefer doing it undergound like can you help me? 
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Get free personalized email at http://www.iname.com 


SECOND 


I spend alot of money with these russian programers and they did a cool game 
lst person which i hate personally i bought a huge server to play the game 
on the internet but all thats down the drain due to Russian economic fall 
the banks took everything i cant even find the guys 

I want to do a project a serious one i am not worried about the big guys if 
we do something good they will come its thats simple i sold game ideas to 
companies before i know i am a good concept designer but hey why sell them 
ideas and i can create the thing myself listen to me carefully and i should 
not say this but i will anyway You guys on the outside have way more talent 
than the guys on the inside only a few of those guys are gamers guys like 
you all have the raw talent that drive they dont have it i work with them 
before.I prefer dealing with guys on the outside making a game i know will 
do well and then placing it on the market or on the internet hmmmmmmmmmmm we 
need to talk if you dont mind do you have ICQ? 


Get free personalized email at http://www.iname.com 


Warren Khan 
warren@nelson.demon.co.uk 
www.nelson.demon.co.uk 


—-MESSAGE FILE 4445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03161 


—-MESSAGE FILE 4446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003162 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC Problemo!!! 

Date: Wed, 09 Dec 1998 00:59:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <366DBD77.A3459F88@mundivia.es> 

References: <75bsd7$l7v1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: ninfovial28.mundivia.es 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Tones wrote: 
Ahhggghghh! 
I have a major problem.... 


The problem I have is I have just got hold of Metal Gear Solid (US) (by a 
kind friend in the States!) and foolishly forgot to test my Yaroze output 


for NTSC. It works fine, but only one thing is wrong - it's in Black and 
White! It is connected via an AV to SCART cable -but no matter what I try, 
it is still in B&W. 


I am now really stuck - Do I need one of these so called NISC->PAL boxes 
which sit between the PSX and the telly, or is there a more simple solution? 


VVVVVVVVVNVV VV 
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> Cheers in advance ! 
> Tones 8) 


I think you haven't got a NTSC compatible TV, you'll need that PAL-NTSC box or 
a PAL/NTSC TV. There's no other solution. 


ՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇ 


ICQ: 24866919 


ՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇՇ 


—-MESSAGE FILE 4446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03162 


—-MESSAGE FILE 4447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003163 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC Problemo!!! 

Date: Fri, 18 Dec 1998 11:22:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <367A3AEA.529480F5@hinge.mistral.co.uk> 

References: <75bsd7S17vl@chuka.playstation.co.uk> <366DBD77.A3459F88@mundivia.es> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Javier Ventoso wrote: 


> Tones wrote: 

> 

> > Ahhggghghh! 

>> 

> > I have a major problem.... 

>> 

> > The problem I have is I have just got hold of Metal Gear Solid (US) (by a 
> > kind friend in the States!) and foolishly forgot to test my Yaroze output 
> > for NTSC. It works fine, but only one thing is wrong - it's in Black and 
> > White! ԼԵ is connected via an AV to SCART cable -but no matter what I try, 
> > it is still in B&W. 

>> 

> > I am now really stuck - Do I need one of these so called NISC->PAL boxes 

> > which sit between the PSX and the telly, or is there a more simple solution? 
>> 

> > Cheers in advance ! 

>> 

> > Tones 8) 

> 

> I think you haven't got a NTSC compatible TV, you'll need that PAL-NTSC box or 
> a PAL/NTSC TV. There's no other solution. 


Replace AV SCART cable with RGB SCART cable (available from Electronics 
Beautique). 

Usually fixes this problem (no idea why Sony didn't ship RGB cables with the 
Yaroze in 

the first place). Cost: £10 (approx). 


> Bye, 
> 
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> Javi. 


Craig. 


—-MESSAGE FILE 4447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03163 


—-MESSAGE FILE 4448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003164 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want to take this guy up? 

Date: Fri, 18 Dec 1998 23:01:55 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <75drrs$l7v4@chuka.playstation.co.uk> 
References: <75c3e9S17v2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip-53-230.dialup-.hkstar.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Warren Khan wrote in message <75c3e9S$l17v2@chuka.playstation.co.uk>... 
>First of all 'Hello' 

> 

>I have received emails from this guy, prolly foreign - so forgive the 
>grammar... 


Wow, this looks familiar! 


I wish I had the ability to work with this gaming genius but I think I'l 
have to count myself out. Boo-hoo! 


Nick F 


—-MESSAGE FILE 4448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03164 


-—-MESSAGE FILE 4449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003165 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: New Year.... 

Date: Sat, 19 Dec 1998 11:17:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <367B8B33.3F52C96D@hinge.mistral.co.uk> 
NNTP-Posting-Host: d2-s48-142-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Anyone going to the street party around Old Steine in Brighton on New 
Year's Eve? 


Craig. 


—-MESSAGE FILE 4449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03165 


—-MESSAGE FILE 4450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003166 
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Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Merry Christams & Happy New Year 

Date: Sat, 19 Dec 1998 16:26:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <75gjnr$l7v5@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-8.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Have a Merry Christmas and a Happy New Year everybody. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03166 


—-MESSAGE FILE 4451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003167 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scea.yaroze.freetalk;,scee.yaroze.freetalk.english 
Subject: round up + offer of tutorial stuff 

Date: Sun, 20 Dec 1998 12:56:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <367cf404.1866485@www.netyaroze-europe. com> 
NNTP-Posting-Host: p00Os07a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Just general round up of stuff ; 


regarding me working at Sony, yeah I get to see a fair few things that 
havent been released here, but then again, seeing as japan releases 
hundreds of titles then probably some of the ones I see wont be 
released here anyway.. 


My time is taken up developing for the PDA and seeing as Im travelling 


loads = excuse for not doing too much at home yaroze-wise. Of course, 
this hasnt been helped by my brother buying me an N64 + zelda for 
chrismas and giving it to me early. (the sod). _but_ Im trying to get 


net access at work + a yaroze there (which should happen soon) which 
means that I could try and do some tutorials on the topics that people 
want, whether it be the first C program or more complicated stuff. Im 
not saying Im more qualified but I have got access to the dev support 
team just downstairs so I can hassle them if the need arises :) (see 
if they agree there) 


So my suggestion is, 111 create a new thread called 'tutorial 
requests" on both scee + scea servers and you can add your requests as 
and when you want. Whether people will put up specific requests or 
rather general things I dont know or mind, and 111 see about finding 
time at work between playing games and eating and drinking to answer 
those requests :) 


PS to all those who ever wanted the full dev libs to work with, I 
would honestly say you are pretty lucky; the sheer amount of them is 
bewildering and has simply put me off trying stuff on the full libs 
(im happy with the yaroze, thanks). 


Robert Swan 

robert_swan@playstation.sony.com 

-—-MESSAGE FILE 4451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03167 


—-MESSAGE FILE 4452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003168 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: round up + offer of tutorial stuff 
Date: Sun, 20 Dec 1998 15:23:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <367D1683.DF9A00D3@hinge.mistral.co.uk> 
References: <367/cf404.1866485@www.netyaroze-europe.com> 
NNTP-Posting-Host: dl-s9-41-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Robert Swan wrote: 

> My time is taken up developing for the PDA and seeing as Im travelling 
Lucky old you - I knew someone had to be doing it ;) 

> Robert Swan 

Craig. 


—-MESSAGE FILE 4452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03168 


—-MESSAGE FILE 4453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003169 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zelda 64 - ROCKS! 

Date: Sun, 20 Dec 1998 20:07:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <367d5708.25882339@news.playstation.co.uk> 
References: <36729918.54E88019@yahoo.com> 
NNTP-Posting-Host: p99-penguin-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 12 Dec 1998 16:26:00 +0000, Ed Fear <gookaloo@yahoo.com> 
wrote: 


>Has anyone else got this masterpiece of game-making? 
> 

>I think we should all bow down to Miyamoto. 

> 

>Ed :) 

>(Has had it for 2 days and played for about 11 hours!) 
> 


I picked mine up at Gatwick airport on the way out to Tobago last 
Saturday ( 12th ) and I've been waiting all week to get it into my 
Nintendo ( in the hot Carribean sun no less .. :-) ). I've been 
playing it most of the afternoon and despite growing tiredness caused 
by an overnight flight back, I've a feeling that it might be a late 
night. Nintendo have really done it with this one, it seriously kicks 
ass. 


Richard. 


—-MESSAGE FILE 4453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03169 


—-MESSAGE FILE 4454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003170 
Path: chuka.playstation.co.uk!news 
From: "Steve Dunn" <steve_dunn@europe.mccann.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: New Year.... 

Date: Mon, 21 Dec 1998 11:49:31 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
Message-ID: <75lckdSqmf3@chuka.playstation.co.uk> 
References: <367B8B33.3F52C96D@hinge.mistral.co.uk> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


erm...probably not. 
Anyone going to the Railway in Dagenham? It sounds like it will bea 
night of fun, festivities and fisticuffs :) 


steve 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

news :367B8B33.3F52C96D@hinge.mistral.co.uk... 

>Anyone going to the street party around Old Steine in Brighton on New 
>Year's Eve? 

> 

>Craig. 

> 

> 


—-MESSAGE FILE 4454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03170 


—-MESSAGE FILE 4455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003171 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Year.... 

Date: Mon, 21 Dec 1998 12:14:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <367E3BBC.DA1DE221@hinge.mistral.co.uk> 

References: <367B8B33.3F52C96D@hinge.mistral.co.uk> <75lckd$qmf3@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: dl-s46-78-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


Steve Dunn wrote: 

> erm...probably not. 

> Anyone going to the Railway in Dagenham? It sounds like it will bea 
> night of fun, festivities and fisticuffs :) 

Mr Dunn :) 

How's the life of the idle rich? Still riding that pissy slow bike ;) 


> Steve 


Craig. 
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—-MESSAGE FILE 4455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03171 


-—-MESSAGE FILE 4456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003172 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: virtual boy elbow 

Date: Wed, 23 Dec 1998 15:49:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <75r3g9$2291@chuka.playstation.co.uk> 
NNTP-Posting-Host: p63s09a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Edge's 'best of 1998' feature certainly makes interesting reading. Nintendo 
and Codemasters are certainly deserving of the best developer and 

publisher awards respectively, though Acclaim are a close 2nd for best 
publisher IMHO. 


Just wondering what your best/worst of 1998 were? Here's a few of mine: 
battlezone // perfect mix of action and strategy 

1080 snowboarding // I like this game a lot :-) 

gameboy color // very cool but the 'color' games don't use the full palette. 


unreal // great graphics and atmosphere almost make up for weak weapons 
// and poorly animated monsters 


half-life // a giant goldeneye-influenced leap forward for lst person 
// shooters 


turok 2 // perfect ultra-violent antidote to half-life. 
// with RAM expansion this does a convincing impression of 
// unreal except with excellently animated dinosoids and a 
// meaty arsenal of weaponry 


Gravitation v1.3 // responsible for aggravating my virtual boy elbow injury 


Merry Christmas :-) 
Derek 


dasi@globalnet.co.uk 


—-MESSAGE FILE 4456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03172 
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--MESSAGE FILE 4457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003173 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Thu, 24 Dec 1998 02:27:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 143 
Message-ID: <3681A6A5.49586EDF@manc.u-net .com> 
References: <75r3g9$2291@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" FA7DDBBCCFOF3A12B09CA759" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


FAT7DDBBCCFOF3A12B09CA759 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


Regarding the new Edge, mmm, I have to say I could quite fancy one of those 
Dreamcast thingies, I especially love the water-cooled feature it has. Pure 
class that. 


I think they should've made the controller have two analog sticks though (better 
for racing games - Sony's Dual Shock pad is brilliant), and I don't much like 
the physical styling of the unit. "Dreamcast" is a perfect name for a next-gen 
system though. Even people who hate Microsoft (it having a Windows OS) will be 
tempted with this nifty number (including me). But will we get a modem built 
in? 

My games of 1998 (see if you can spot any connection ;-). Oh, and soz Sony.. 


* Legend of Zelda: Ocarina of Time (N64) 
* 1080° Snowboarding (N64) 
* F-Zero X (N64) 


And more than welcome even if some think it's just a Nintendo "cash in" on 
ten-year-old games are: 


* Legend of Zelda: Link's Awakening DX (GameBoy Color) 
* Tetris DX (GB Color) 


There are two games I have to disagree with you from your list Derek. One being 
Turok 2 -- I was very disappointed with the PAL version and returned it pronto; 
and that other "Gravitoid 13" jobby you mention, whatever that is! 


Merry Christmas all, and a not too mullered New Year! 

Jim 

(who's away snowboarding soon 'til the 2nd Jan. Kind of reminds me of that 
Verve tune, "Lucky Man", eh!) 


Derek da Silva wrote: 


Edge's 'best of 1998' feature certainly makes interesting reading. Nintendo 
and Codemasters are certainly deserving of the best developer and 

publisher awards respectively, though Acclaim are a close 2nd for best 
publisher IMHO. 


Just wondering what your best/worst of 1998 were? Here's a few of mine: 
battlezone // perfect mix of action and strategy 

1080 snowboarding // I like this game a lot :-) 

gameboy color // very cool but the 'color' games don't use the full palette. 


unreal // great graphics and atmosphere almost make up for weak weapons 
// and poorly animated monsters 


VVVVVVVVVVV VV VV 
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half-life // a giant goldeneye-influenced leap forward for lst person 
// shooters 


turok 2 // perfect ultra-violent antidote to half-life. 
// with RAM expansion this does a convincing impression of 
// unreal except with excellently animated dinosoids and a 
// meaty arsenal of weaponry 


Gravitation v1.3 // responsible for aggravating my virtual boy elbow injury 


VVVVVVVVV VV 


FAT7DDBBCCFOF3A12B09CA759 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Regarding the new Edge, mmm, I have to say I could quite fancy one of those 
Dreamcast thingies, I especially love the <b><i><font color="#3333FF">water-—cooled</ 
font></i></b> 

feature it has.énbsp; Pure class that. 

<br>I think they should've made the controller have two analog sticks though 
(better for racing games - Sony's Dual Shock pad is brilliant), and I don't 
much like the physical styling of the unit.énbsp; "Dreamcast" is a perfect 
name for a next-gen system though.&nbsp; Even people who hate Microsoft 

(it having a Windows OS) will be tempted with this nifty number (including 
me).&nbsp; But will we get a modem built in? 

<p>My games of 1998 (see if you can spot any connection ;-).&nbsp; Oh, 

and soz Sony.. 

<ul> 

<li> 

Legend of Zelda: Ocarina of Time (N64) </li> 


<li> 
1080&édeg; Snowboarding (N64) </li> 


<li> 

F-Zero X (Վ64)Հ/11» 

</ul> 

And more than welcome even if some think it's just a Nintendo "cash in" 


on ten-year-old games are: 

<ul> 

<li> 

Legend of Zelda: Link's Awakening DX (GameBoy Color) Հ/11» 


<li> 

Tetris DX (GB Color) </li> 

</ul> 

There are two games I have to disagree with you from your list Derek.&nbsp; 
One being Turok 2 -- I was very disappointed with the PAL version and returned 


it pronto; and that other "Gravitoid 13" jobby you mention, whatever that 

is! 

<p>Merry Christmas all, and a not too mullered New Year! 

<br>Jim 

<br>(who's away snowboarding soon 'til the 2nd Jan.&nbsp; Kind of reminds 

me of that Verve tune, "Lucky Man", eh!) 

<br>é&nbsp; 

<p>Derek da Silva wrote: 

<blockquote TYPE=CITE>Edge's 'best of 1998' feature certainly makes interesting 
reading.&nbsp; Nintendo 

<br>and Codemasters are certainly deserving of the best developer and 
<br>publisher awards respectively, though Acclaim are a close 2nd for best 
<br>publisher IMHO. 

<p>Just wondering what your best/worst of 1998 were?&nbsp; Here's a few 

of mine: 
<p>battlezone // perfect mix of action and strategy 

<p>1080 snowboarding // I like this game a lot :-) 

<p>gameboy color // very cool but the 'color' games don't use the full 
palette. 

<p>unreal // great graphics and atmosphere almost make up for weak weapons 
<br>é&nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; // and 
poorly animated monsters 
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<p>half-life // a giant goldeneye-influenced leap forward for lst person 
<br>é&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
// shooters 

<p>turok 2 // perfect ultra-violent antidote to half-life. 

<br>é&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
// with RAM expansion this does a convincing impression of 

<br>é&nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; 
// unreal except with excellently animated dinosoids and a 

<br>é&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
// meaty arsenal of weaponry 

<p>Gravitation v1.3 // responsible for aggravating my virtual boy elbow 
injury 

<br>énbsp; </blockquote> 

</html> 


FA7DDBBCCFOF3A12B0 9CA759-——- 


—-MESSAGE FILE 4457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03173 


—-MESSAGE FILE 4458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003174 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC Problemo!!! 

Date: Thu, 24 Dec 1998 15:11:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <75t18v$2293@chuka.playstation.co.uk> 

References: <75bsd7S17vl@chuka.playstation.co.uk> <366DBD77.A3459F88@mundivia.es> ՀՅ 
67A3ABA.529480F5@hinge.mistral.co.uk> 

NNTP-Posting-Host: asn21-16.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Craig Graham wrote in message <367A3AEBA.529480F5@hinge.mistral.co.uk>... 
>Replace AV SCART cable with RGB SCART cable (available from Electronics 
>Beautique). 

>Usually fixes this problem (no idea why Sony didn't ship RGB cables with 
the 

>Yaroze in 

>the first place). Cost: £10 (approx). 


One solved problem!!! I got hold of the RGB scart cable from EB for £6.99. 
I will kill the bloke at work who said "Oh yes mate, you need an AV to 3 
phono thru SCART adapter. Yes mate, that'll sort you out!"..... 


Yeah right.... 

Oh well, one thing I can say..... METAL GEAR SOLID IS THE BEST GAME TO HIT 
THE PLAYSTATION YET - and that's a fact. The plot is superb, the graphics 
are excellent - and it makes you interact with the game better than any 
before it. When it does come out over here, a word of advice - play it with 
the dual shock controller - it makes a hell of a difference..... 


Well, Merry Xmas one and all, and if I can be torn away from MGS and Zelda 
64 I might get Apples & Pears out just after the nu year! (He says with very 
little confidence!).... 

Cheers - hope you all get wrecked..... Hic! 


Tones 8) 
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—-MESSAGE FILE 4458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03174 


—-MESSAGE FILE 4459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003175 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Thu, 24 Dec 1998 09:50:01 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <36827EC9.7F569524@vmlabs.com> 

References: <75r3g9$2291@chuka.playstation.co.uk> <3681A6A5.49586EDF@manc.u-net.com> 
NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> I think they should've made the controller have two analog sticks 
> though (better for racing games - Sony's Dual Shock pad is brilliant), 


Actually I've heard the two triggers on the bottom are analog buttons. 
So perhaps that would suffice? 


> and that other "Gravitoid 13" jobby you mention, 


s) 


My games of 1998 would have to be: 


Zelda (obviously) 
Metal Gear Solid 
Space Station Silicon Valley (it's just nutty) 


Scott 
--MESSAGE FILE 4459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03175 


--MESSAGE FILE 4460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003176 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_grahamQhinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual Dboy elbow 

Date: Thu, 24 Dec 1998 19:29:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36829606.EAF204D6@hinge.mistral.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <3681A6A5.49586EDF@manc.u-net.com> 
<36827EC9.7F569524@vmlabs.com> 

NNTP-Posting-Host: dl-s40-72-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Scott Cartier wrote: 


> I think they should've made the controller have two analog sticks 
> though (better for racing games - Sony's Dual Shock pad is brilliant), 


Actually I've heard the two triggers on the bottom are analog buttons. 


> 
> 
> 
> 
> So perhaps that would suffice? 
> 
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> and that other "Gravitoid 13" jobby you mention, 


:) 


Zelda (obviously) 
Metal Gear Solid 


> 

> 

> 

> 

> My games of 1998 would have to be: 

> 

> 

> 

> Space Station Silicon Valley (it's just nutty) 


Gran Tourismo (well, got a UK copy as a freebie at Devcon98) 
Medievil (more fun than the reviews make out) 


Must track down a US import of Zelda (I got my N64 in Hong Kong 
a week or two after the initial Japan release, so I can only play US or Jap 
imports, not PAL games). 


> Scott 


Craig. 


—-MESSAGE FILE 4460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03176 


—-MESSAGE FILE 4461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003177 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want to take this guy up? 

Date: Thu, 24 Dec 1998 18:26:39 -0500 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <3682CDAF.3F0D44DE@datasys.net> 

References: <75c3e9S$17v2@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 340.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Wow. What a basket case. 
"Darco 

Warren Khan wrote: 

First of all 'Hello' 


I have received emails from this guy, prolly foreign - so forgive the 
grammar... 


Anyhoo, here they are: 

Guys Email is radchad@writeme.com 

FIRST 

Hello my name is bryant i am interested in hiring a team of guys to create a 
videogame a fighting one.I have the option to do this or do an animation 
film.Can you please refer me to where i can hire a team of guys to program 


me a game then place it on the market I dont want to go to big companies I 
prefer doing it undergound like can you help me? 


Get free personalized email at http://www.iname.com 


SECOND 


VVVVVVVVVVVVVV VV VV VV VV VV 


I spend alot of money with these russian programers and they did a cool game 
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lst person which i hate personally i bought a huge server to play the game 
on the internet but all thats down the drain due to Russian economic fall 
the banks took everything i cant even find the guys 

I want to do a project a serious one i am not worried about the big guys if 
we do something good they will come its thats simple i sold game ideas to 
companies before i know i am a good concept designer but hey why sell them 
ideas and i can create the thing myself listen to me carefully and i should 
not say this but i will anyway You guys on the outside have way more talent 
than the guys on the inside only a few of those guys are gamers guys like 
you all have the raw talent that drive they dont have it i work with them 
before.I prefer dealing with guys on the outside making a game i know will 
do well and then placing it on the market or on the internet hmmmmmmmmmmm we 
need to talk if you dont mind do you have ICQ? 


Get free personalized email at http://www.iname.com 


Warren Khan 

warren@nelson.demon.co.uk 

www.nelson.demon.co.uk 
—-MESSAGE FILE 4461 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03177 


VVVVVVVVVVVVVV VV VV VV VV 


-—-MESSAGE FILE 4462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003178 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want to take this guy up? 

Date: Fri, 25 Dec 1998 01:00:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3682E3CA.CEA38E4@hinge.mistral.co.uk> 

References: <75c3e9$l17v2@chuka.playstation.co.uk> <3682CDAF.3F0D44DE@datasys.net> 
NNTP-Posting-Host: d2-s2-96-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Darco wrote: 

> Wow. What a basket case. 
Is it April? 

> 'Darco 


Craig. 


-—-MESSAGE FILE 4462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03178 


—-MESSAGE FILE 4463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003179 

Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Fri, 25 Dec 1998 06:33:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <368331AE.86E24657@duketastrophy.demon.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <3681A6A5.49586EDF@manc.u-net.com> 
NNTP-Posting-Host: duketastrophy.demon.co.uk 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


James Shaughnessy wrote: 


> * Legend of Zelda: Ocarina of Time (N64) 

> * 10805 Snowboarding (N64) 

> * F-Zero X (N64) 

> 

For me it'd have to be Zelda (OoT), Half-Life and Metal Gear Solid, all 
very 


worthy gaming experiences. 


> There are two games I have to disagree with you from your list Derek. 
> One being Turok 2 -- I was very disappointed with the PAL version and 
> returned it pronto 


I'll admit that the normal non RAM-enhanced mode does look like 
wide-screen (and 

has a worse framerate than it's predecessor) but with a RAM-pack 
(blimey! S'like a 

2281...) plugged in it's quite lovely. The lighting should get a special 
mention for being 

absolutely fabbo! Best lighting I've seen in a lst person game so far. 


Graham Goring 
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-—-MESSAGE FILE 4463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03179 


—-MESSAGE FILE 4464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003180 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Sat, 26 Dec 1998 09:00:09 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <761d68$2294@chuka.playstation.co.uk> 
References: <75r3g9$2291@chuka.playstation.co.uk> 
NNTP-Posting-Host: 202.82.244.157 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Derek da Silva wrote in message <75r3g9$2291@chuka.playstation.co.uk>... 
> 


>Just wondering what your best/worst of 1998 were? Here's a few of mine: 
Best/Worst? OK, here goes.... 

Best games of 1998: 

- BioHazard 2 (even though I got the Jap version, it was zombie gaming 


heaven) 
- Banjo-Kazooie (kept me going all summer) 


- Metal Gear Solid (kept me going for 3 days, but it was fantastic while it 


lasted) 
- Half-Life (the most absorbing game I've played for YEARS) 


Best things in 1998: 


- Going to ECTS and (yes, most of you didn't know this) the GDUK awards. 

- Going to Hong Kong each uni holiday - cheap games, cheap hardware. I'm 
gutted that this Xmas will be my last trip out here :-( 

- Becoming a Net Yaroze member, writing a crap game in less than 6 months 
and having loads of emails every week (because of my diary on the public 
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site). 

- Completing my "Holy Trinity" of consoles - PS, N64 and Saturn. Yay! 
- Colo(u)r Gameboy. I fell in love at ECTS, and now I have one of the 
beauties (blue). 

- DVD. I love it. 


Worst Games of 1998: 


- Mud 'n Blood + Amateur Wars :-) 

- Extreme-G (dunno if it was 98 but I bought it - and quickly sold it - this 
year) 

- Parasite Eve (just didn't rate it much - v. disappointing from Square) 


Worst things in 1998: 


- Being totally unable to find an english-language NTSC version of Zelda 64 
*anywhere*! 

- My P133 w/ 32 MB and Voodoo 1 becoming virtually obselete gaming-wise. 

- Nintendo stuffing it down the pan for most of the year. 

- The N64 site I wrote for (www.n6é4gazetta.com) dying a long, drawn-out 
death. 

— Girlfriend buggering off round Pakistan for 2 months in the summer. 

- Kewl hacker dOOdZ mailing me all the time for NY code, libs, etc. Fuck 
off! 

- Not doing much, NY-wise, since September. C'mon Nick, sort it out! 


Most Looking Forward to in 1999: 


— Finishing uni and (hopefully) getting a job in the industry, after dossing 
about for 2 months in the US. 

- European Dreamcast release (have to wait for the PAL version to get the 
modem working properly, I guess) 

- Perfect Dark (N64), Team Fortress (PC), Messiah (PC) and - in case you 
were wondering - upgrading my computer so I can play PC games again. 

- Playing Zelda 64 :-( 

- Writing for a decent games-related site: www.loonygames.com 

- More Net Yaroze members (yes, even 13 yr old ones!) and a busier 'scene' 
maybe? 

- and, last but not least, Star Wars: Episode One! July 16th in the UK, 
everybody... 


Not looking forward to in 1999: 


— Millenium Bug nightmares (I'm v. pessimistic - doomsday scenarios, etc) 
- Finals (equally pessimistic) 
- Job rejection letters (uh-huh, pessimistic again) 


Have a great year! 


Nick F 


—-MESSAGE FILE 4464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03180 


—-MESSAGE FILE 4465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003181 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: addendum 

Date: Sat, 26 Dec 1998 19:12:40 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <762h1r$2295@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 202.82.244.155 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 
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Nick Ferguson wrote in message <761d68S$2294@chuka.playstation.co.uk>... 

> 

>Worst things in 1998: 

> 

>- Being totally unable to find an english-language NTSC version օք Zelda 64 
>*anywhere®*! 


Scratch that - fould a GOLD US version of the game today. Don't even dream 
of asking how much I paid (who said HK was cheap?) but I'm h-a-p-p-y. 
*Sigh!* 


Nick "Zelda is better than drugs" F 


—-MESSAGE FILE 4465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03181 


—-MESSAGE FILE 4466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003182 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Sat, 26 Dec 1998 15:34:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 145 

Message-ID: <762vck$2297@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> 

NNTP-Posting-Host: ismuk.demon.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-——-=_NextPart_000_0097_01BE30E5.4CBF44C0" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


SoS = _NextPart_000_0097_01BE30E5.4CBF44C0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Derek da Silva wrote in message <75r3g9S$2291@chuka.playstation.co.uk>... 
> 


>Just wondering what your best/worst of 1998 were?...... 


My best games of 1998: 
a.. Legend of Zelda: Ocarina of Time 
b.. Tenchu: Stealth Assassins 
c.. Metal Gear Solid Demo (yes I'm still waiting for the UK = 
realease) 
d.. Resident Evil 2 
My worst games of 1998: 
a.. Err I only buy/play games I like :-/ 
Best of 1998 for me: 
a.. Getting my Net Yaroze 
Worst of 1998 for me: 
a.. Missing ECTS : ( 
b.. Lack of time for doing all the things I want 
Most Looking forward to in 1999: 
a.. Hoping to get my work placement year in the games industry 
b.. Star Wars: Episode One (why did they call it the The Phantom = 
Menace noooooo!) 
c.. PlayStation 2 
d.. Anouncement of Net Yaroze 2? (not that I've pushed the Net = 
Yaroze to it's limits or anything :-/) 
e.. Doing some cool things on my Net Yaroze 
f.. Doing my games development unit at Uni 
g.. Next generation of hardware and software 
h.. 31st December 
Not Looking forward to in 1999: 


Net Yaroze newsgroups message dump.txt 
a.. Lack of time for doing all the things I want. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


= S=== =_NextPart_000_0097_01BE30E5.4CBF44C0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.3110.7"" name=3DGENERATOR> 

</HEAD> 

<BODY> 

DIV>Derek da Silva<DASI@GLOBALNET.CO.UK> wrote in message &1lt;<A=20 
ref=3D"mailto:75r3g9$2291@chuka.playstation.co.uk">75r3g9S2291@chuka.pla= 
station.co.uk</A>&gt;...</DIV> 

DIV>&gt;....<BR>&gt;Just wondering what your best/worst of 1998=20 

Org fae ՈՒՆ: <BR></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"><STRONG>My best games օք-20 
998:</STRONG></FONT></DIV> 

UL> 


Bo hE 
K 
O 
Չ 


<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff">Legend օք Zelda: = 
Ocarina of=20 
Time</FONT></LI> 
<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff">Tenchu: Stealth=20 
Assassins</FONT></LI> 
<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff">Metal Gear Solid Demo = 
(yes I'm=20 
still waiting for the UK realease) </FONT></LI> 
<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff£"></FONT><FONT=20 
style=3D"BACKGROUND-COLOR: #ffffff">Resident Evil 2</FONT></LI></UL> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #fffff£"><STRONG>My worst games of = 


1998:</STRONG></FONT></DIV> 
<UL> 

<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff">Err I only buy/play = 
games I like=20 

:-/</FONT></LI></UL> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"><STRONG>Best of 1998 for=20 
me :</STRONG></FONT></DIV> 
<UL> 


<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff">Getting my Net=20 
Yaroze</FONT></LI></UL> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"><STRONG>Worst of 1998 for = 


me:</STRONG></FONT></DIV> 
<UL> 


<LI><FONT style=3D"BACKGROUND-COLOR: #ffffff">Missing ECTS = 
: (</FONT></LI> 
<LI><FONT style=3D"BACKGROUND-COLOR: #fffff£"></FONT><FONT=20 
style=3D"BACKGROUND-COLOR: #ffffff">Lack of time for doing all the 
things I=20 
want </FONT></LI></UL> 
<DIV><FONT color=3D#000000><STRONG><FONT size=3D3>Most Looking forward 
to in=20 
1999:</FONT></STRONG></FONT></DIV> 
<UL> 
<LI><FONT size=3D3><FONT color=3D#000000>Hoping to get my work = 
placement year in=20 
the games industry</FONT></FONT></LI> 
<LI><FONT color=3D#000000 face=3D"" size=3D3> 
<DIV><FONT size=3D3>Star Wars: Episode One (why did they call it the = 
The=20 
Phantom Menace noooooo!) </FONT></DIV></FONT></LI> 
<LI><FONT color=3D#000000 face=3D"" size=3D3>PlayStation = 
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2</FONT></LI> 

<LI><FONT color=3D#000000 size=3D2><FONT size=3D3>Anouncement of Net = 
Yaroze 2?=20 

(not that I've pushed the Net Yaroze to it's limits or anything=20 

:-/)</FONT></FONT><FONT size=3D3></FONT></LI> 

<LI><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT = 
size=3D3>Doing some=20 

cool things on my Net Yaroze</FONT></LI> 

<LI><FONT color=3D#000000><FONT size=3D3>Doing my games development = 
unit at=20 

Uni</FONT></FONT></LI> 

<LI><FONT color=3D#000000 size=3D2> 

<DIV><FONT size=3D3>Next generation of hardware and = 
software</FONT></DIV><FONT=20 

size=3D3></FONT></FONT></LI> 

<LI><FONT color=3D#000000><FONT size=3D3>31st = 
December</FONT></FONT></LI></UL> 
<DIV><FONT color=3D#000000><STRONG><FONT size=3D3>Not Looking forward to 
in=20 
1999:</STRONG></FONT></FONT><FONT size=3D3></FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2> 
< 
< 


DIV> 
UL> 
<LI><FONT face=3D"" size=3D3>Lack of time for doing all the things I 


want .</FONT></LI></UL></DIV> 

<DIV><FONT face=3D"Times New Roman" size=3D4></FONT>énbsp; </DIV> 
<DIV><FONT face=3D"Times New Roman" size=3D4>Rad.<BR><A=20 
href=3D"mailto:rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></DIV> 

<DIV></DIV></FONT></DIV></BODY></HTML> 


—----- =_NextPart_000_0097_01BE30E5.4CBF44C0-- 


—-MESSAGE FILE 4466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03182 


—-MESSAGE FILE 4467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003183 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC Problemo!!! 

Date: Sat, 26 Dec 1998 16:50:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <7633pt$2298@chuka.playstation.co.uk> 

References: <75bsd7$l7vl@chuka.playstation.co.uk> <366DBD77.A3459F88@mundivia.es> ՀՅ 
67A3ABA.529480F5@hinge.mistral.co.uk> 

NNTP-Posting-Host: ismuk.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Whats the difference between an AV SCART cable and an RGB SCART cable. I 
think I have the AV SCART cable and it works fine with the NTSC games I've 
used it with. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Craig Graham wrote in message <367A3AEA.529480F5@hinge.mistral.co.uk>... 
> 


> 

>Javier Ventoso wrote: 
> 

>> Tones wrote: 

>> 


>> > Ahhggghghh! 
>> > 


Net Yaroze 
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>> > I have a major problem.... 


>> > The problem I have is I have just got hold of Metal Gear Solid (US) (by 


>> > kind friend in the States!) and foolishly forgot to test my Yaroze 


output 


>> > for NTSC. It works fine, but only one thing is wrong - it's in Black 


and 
>> > White! 
try, 
>> > it is 


It is connected via an AV to SCART cable -but no matter what I 


still in B&W. 


>> > 


>> > I am now really stuck - Do I need one of these so called NTISC->PAL 


boxes 

>> > which 
solution? 
>> > 
>> > 
>> > 
>> > 
>> 

>> think 
box or 


Tones 


H 


sit between the PSX and the telly, or is there a more simple 


Cheers in advance ! 


8) 


you haven't got a NTSC compatible TV, you'll need that PAL-NTSC 


>> a PAL/NTSC TV. There's no other solution. 


> 


the 
>Yaroze in 
>the first 
> 

>> Bye, 

>> 

>> Javi. 

> 

>Craig. 

> 

> 


>Replace AV SCART cable with RGB SCART cable (available from Electronics 
>Beautique). 
>Usually fixes this problem (no idea why Sony didn't ship RGB cables with 


place). Cost: £10 (approx). 


—-MESSAGE FILE 4467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03183 


—-MESSAGE FILE 4468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003184 


Path: chuka.playstation.co.uk!news 


Newsgroups: 
Date: Sun, 
Lines: 19 


Message-ID: 
References: 


From: "Tones" <caz.tones@cwmail.com> 


scee.yaroze.freetalk.english 


Subject: Re: NTSC Problemo!!! 


27 Dec 1998 21:24:33 -0000 


Organization: PlayStation Net Yaroze (SCEE) 


<76688f$22917@chuka.playstation.co.uk> 
<75bsd7$17vl@chuka.playstation.co.uk> <366DBD77.A3459F88@mundivia.es> ՀՅ 


67A3AEA.529480F5@hinge.mistral.co.uk> <7633pt$2298@chuka.playstation.co.uk> 
NNTP-Posting-Host: asn4-230.mcmail.com 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Rad wrote in message <7633pt$2298@chuka.playstation.co.uk>... 


>Whats the 


difference between an AV SCART cable and an RGB SCART cable. I: 


>think I have the AV SCART cable and it works fine with the NTSC games I've 
>used it with. 


Hi Rad, 


The cable I got goes from the AV connector directly into a SCART connector, 
whereas the one b4 went from an AV connector to 3 phono connectors, which go 
into a SCART adapter. I think the problem lies in that the video is fed as 
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composite from the adapter type lead - hence B&W piccys. 
Hope this helps, 


Tones 8) 


—-MESSAGE FILE 4468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03184 


—-MESSAGE FILE 4469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003185 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: addendum 

Date: Mon, 28 Dec 1998 08:37:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <36874354.F7C1A2CO@hinge.mistral.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> <762h1r$2295@chuka.playstation.co.uk> 

NNTP-Posting-Host: d3-s11-167-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


Nick Ferguson wrote in message <761d68S$2294@chuka.playstation.co.uk>... 

> 

>Worst things in 1998: 

> 

>- Being totally unable to find an english-language NTSC version of Zelda 64 
>*anywhere®*! 


Scratch that - fould a GOLD US version of the game today. Don't even dream 
of asking how much I paid (who said HK was cheap?) but I'm h-a-p-p-y. 


VVVVVVVVV 


It used to be before they closed the Golden Centre at Sham Shau Po (I think 
that's 

how it was spelt). A hundred or more shops selling video games in one shopping 
centre 

all competing on price (ok, they also sold dodgy pirates at <£3 a throw as well, 
but 

that's another issue). 


> Nick "Zelda is better than drugs" F 


There's a really good (very cheap) games shop out in the sticks (north of 
Kowloon) 

but I cann't remember the name of it off hand (in the last major shopping centre 
before 

you hit the chinese border)..... they prices there are better than in the town 
these days, 

so it's worth the trek for big purchases. 


Craig. 
(spent ages in Kowloon 'coz my mates family own a village near the border) 


—-MESSAGE FILE 4469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03185 


-—-MESSAGE FILE 4470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003186 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: addendum 

Date: Mon, 28 Dec 1998 22:26:18 +1300 

Organization: Sidhe Interactive 

Lines: 57 

Message-ID: <767igb$22919@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> <762h1r$2295@chuka.playstation.co.uk> <36874354.F7C1A2CO@hinge.mistral.co.uk> 
NNTP-Posting-Host: pll-max3.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Craig Graham wrote in message <36874354.F7C1A2C0@hinge.mistral.co.uk>... 
>Nick Ferguson wrote: 

>> 

>> Scratch that - fould a GOLD US version of the game today. Don't even 
dream 

>> of asking how much I paid (who said HK was cheap?) but I'm h-a-p-p-y. 

> 

>It used to be before they closed the Golden Centre at Sham Shau Po (I think 
>that's 

>how it was spelt). A hundred or more shops selling video games in one 
shopping 

>centre 

>all competing on price (ok, they also sold dodgy pirates at <£3 a throw as 
well, 
>but 

>that's another issue). 


There is a new computer centre open off the main drag in Kowloon (about 
30-40 mins walk from the bottom depending on how well you negotiate those 
pesky tailors). A mix of (mostly) software and hardware, with a hundred or 
so shops (most selling 5 pirate CDs for HK$100 or about 8 GBP). Mostly PC 
and Mac stuff though. 


The bizarre thing is that there are also shops selling nothing but 
legitimate software as well. How they survive is beyond me. 


>There's a really good (very cheap) games shop out in the sticks (north of 
>Kowloon) 

>but I cann't remember the name of it off hand (in the last major shopping 
centre 

>before 

>you hit the chinese border)..... they prices there are better than in the 
town 

>these days, 

>so it's worth the trek for big purchases. 


I think thats probably the one I was recommended, but I didn't make it out 
there because there was a bit of a typhoon while I was there. 


>Craig. 
>(spent ages in Kowloon 'coz my mates family own a village near the border) 


AAAAAAAAAAAAAAAA 


Now there is something you don't see every day! 


Regards, 


Mario 
mario@sidhe.co.nz 
www.sidhe.co.nz 


—-MESSAGE FILE 4470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03186 
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—-MESSAGE FILE 4471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003187 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Cool stuff 

Date: Mon, 28 Dec 1998 16:13:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3687AE36.D3A11034@hinge.mistral.co.uk> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Got a steering wheel for my PSX for Xmas. Cool - Gran T. is a whole new 
experience 

(bit funny though, have to use NeGcon emulation mode to get proper 
analog throttle 

response???). Still, better than the joystick... 


Also, saw a Dreamcast for the first time today (they've got a couple on 
display in 
@Jakarta in Brighton). 


Craig. 


—-MESSAGE FILE 4471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03187 


—-MESSAGE FILE 4472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003188 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: US game competition + problems 
Date: Mon, 28 Dec 1998 23:53:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <368819F9.41B2@mdx.ac.uk> 
NNTP-Posting-Host: staff-dialupl.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Hi, 


For info: 

The Ist Annual GDC Independant Games Festival has just been announced 
with lots of problems for yarozers (eg: must be in by 6/1/99, you should 
be prepared to pay to travel to US if shortlisted, you have to pay $100 
to enter etc etc - but they don't _appear_ to restrict entries to the 
US, this may be an oversight. Check out http://www.indiegames.com for 
details. 


Probably no euro yarozers will be able to enter but its worth a shot - 
remember the GDUK top game was Chris's Blitter Boy, beating all those 
guys using PCs and direct 3D etc. 


Peter. 
—-MESSAGE FILE 4472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03188 


—-MESSAGE FILE 4473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003189 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: addendum 

Date: Tue, 29 Dec 1998 08:14:33 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <769715$22921@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> <762h1r$2295@chuka.playstation.co.uk> <36874354.F7C1A2CO@hinge.mistral.co.uk> 
NNTP-Posting-Host: ip—-54-33.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Craig Graham wrote in message <36874354.F7C1A2CO@hinge.mistral.co.uk>... 
>It used to be before they closed the Golden Centre at Sham Shau Po (I think 


They haven't closed it - but they have cleaned it up a lot. Still a bit of 
pirate centre (PC business software and console copier drives mainly) but 
surprisingly legit... Actually, that's where I found my gold Zelda 64. I 
always get decent prices there since I lied to one of the guys and said I 
wrote for a games mag in the UK. Oh well, whatever it takes... 


>Craig. 
>(spent ages in Kowloon 'coz my mates family own a village near the border) 


Hey (possible coincidence alert), I live in a "village near the border" 
(grumble, grumble) - takes me 45 minutes to get to the island. I doubt it's 
the same village (Che Ha, on the Sai Sha Road between Ma On Shan and Sai 
Kung) but your mate's name wouldn't be Lee/Li or Can, would it? 


Pensively, 
Nick 


PS Cheers for the tip - I would spend a bit of time looking for this place, 
but I think the Golden Arcade will have to suffice this time. 


--MESSAGE FILE 4473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03189 


-—-MESSAGE FILE 4474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003190 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Stolen Yaroze - the ongoing saga 

Date: Tue, 29 Dec 1998 16:11:21 +1300 

Organization: Sidhe Interactive 

Lines: 55 

Message-ID: <769gsm$22923@chuka.playstation.co.uk> 
NNTP-Posting-Host: p44-max8.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Hi All, 


Just thought I would vent my frustration by providing an update on the 
stolen Yaroze situation (for those that don't know my Yaroze was one of the 
items stolen in a burglary which occurred while I was away in Hong Kong at 
the end of October). 


After nearly two months of hassles, the insurance company (National 
Insurance if anyone cares) has finally decided to approve my claim. The 
reason it took so long was because I was interviewed twice by private 
investigators hired by the company who seemed to have the notion that 


a. I had engineered the whole thing, and being in Hong Kong at the time was 
just a convienient cover. 
b. I had put in a significantly inflated claim. 
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I also had to provide receipts or instruction manuals for EVERYTHING stolen, 
including a stolen serial cable and a stolen RCA cable that were about four 
years old! 


I am currently battling to have the Yaroze replaced. Initially I was 
offered a normal PSX instead (yeah, right!), and then they had the nerve to 
ask whether the Yaroze just had superfluous features which I wouldn't use 
anyway. I explained that if that was the case then I would have paid NZ$230 
for a normal one instead of paying NZ$1500. Morons. 


The current delay is that they are trying to source a Yaroze through a local 
electronics chain, Bond and Bond. Again, I had explained that they won't be 
able to get one because of the membership agreement process and highly 
controlled distribution. The insurance guy stated that "Bond and Bond deal 
with Sony all the time, so they must know what they are talking about". No 
amount of yelling or screaming would convince him otherwise. Time to talk 
to the branch manager I think... 


On the plus side we had a ring from the police the other day saying they had 
apprehended a criminal who admitted to burglaries in the area at the time. 
She had escaped from an Auckland prison some weeks beforehand, and had 
travelled to Wellington to hide out. She was taken in by a local good 
samaritan who she robbed a week later marking the start of a spate of 
burgalries in the area. Travelling back to Auckland she posed as a Toyota 
representative and managed to get a Toyota land cruiser for a test drive. 
Needless to say she didn't return it. However, luck was against her and 
the brand new vehicle broke down just outside the city limits where she was 
picked up by police. Unfortunately no trace of the Yaroze (or amongst other 
things, the washing machine she stole either) : ( 


Regards, 


Mario 
Email mario@sidhe.co.nz 
Website www.sidhe.co.nz 


—-MESSAGE FILE 4474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03190 


-—-MESSAGE FILE 4475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003191 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: addendum 

Date: Tue, 29 Dec 1998 07:32:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <36888574.B3641851@hinge.mistral.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> <762h1r$2295@chuka.playstation.co.uk> <36874354.F7C1A2CO@hinge.mistral.co.uk> <7 
69715$22921@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s36-130-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


> They haven't closed it - but they have cleaned it up a lot. Still a bit of 
> pirate centre (PC business software and console copier drives mainly) but 


It was closed last time John was round there (it was on the news about it 
getting raided & shut down). Good to hear it's re-opened though. 
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> surprisingly legit... Actually, that's where I found my gold Zelda 64. I 
Got my N64 there a few years ago - got a pretty good deal (extra controller 
+ Mario64 for less than they charged when it finally went on UK release 

6 monthes later). 


> always get decent prices there since I lied to one of the guys and said I 


> wrote for a games mag in the UK. Oh well, whatever it takes... 

he he he 

> >(spent ages in Kowloon 'coz my mates family own a village near the border) 
> 

> Hey (possible coincidence alert), I live in a "village near the border" 

> (grumble, grumble) - takes me 45 minutes to get to the island. I doubt it's 
> the same village (Che Ha, on the Sai Sha Road between Ma On Shan and Sai 

> Kung) but your mate's name wouldn't be Lee/Li or Can, would it? 


It's Li. And Lee. The family name got split in spelling when a couple of 
branches 

wrote it down differently in english (Fuk Sung cann't spell) but they're the 
same 

family really. 


Cann't remember the village name, but the general area's Lower Ma Cheuk Leng, 
Sha Tau Kok (about 30 minutes along the road past the old gurka baracks). 


> Nick 


Craig. 


—-MESSAGE FILE 4475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03191 


—-MESSAGE FILE 4476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003192 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: More cool stuff 

Date: Tue, 29 Dec 1998 19:03:58 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <76ad1u$22924@chuka.playstation.co.uk> 
References: <3687AE36.D3A11034@hinge.mistral.co.uk> 
NNTP-Posting-Host: 202.82.244.156 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Well, while we're on the thread... (this is my last irrelevant post, honest) 


I got my bits and bobs for the new PC upgrade - all at the Golden 
Arcade, Craig :-) and I thought you might like to see how much cheaper is 
than the UK. I'm not gloating, honest. I'll also list the console stuff I 
got "for a laugh"... 


Intel P2 350 CPU w/ OC fan - 140 quid 
Asus P2B ATX motherboard - 80 quid 

64 MB PC100 RAM - 50 quid 

Retail boxed Diamond Viper TNT - 95 quid 
ATX case and power supply - 21 quid 

PS/2 k/b + mouse - 12 quid 


JAP Ridge Racer ԼՄ box set (+ JogCon and t-shirt) - 35 quid 
US Turok 2 (N64) - 37 quid 

US Rogue Squadron (N64) - 33 quid 

US Zelda 64 *gold* - 65 (erp!) quid 

ՍՏ 4MB memory expansion (N64) - 20 quid 


JAP Color Gameboy - 55 quid 
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US Zelda DX - 22 quid 


Wow! RR4 was well cheap - sorry for quoting over the odds when i took 
pre-orders (which, not surprisingly, nobody took - I over-estimated by about 
30 quid). Yes, it has been a HUGELY expensive Xmas for me ( a lot of the 
above was Xmas pressies tho') but as it's my last time in HK (well, living 
there) I thought I'd go a bit nuts. 


And why not? :-) 


Nick F 


—-MESSAGE FILE 4476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03192 


—-MESSAGE FILE 4477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003193 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More cool stuff 

Date: Tue, 29 Dec 1998 13:10:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3688D4AE.5DC21629@hinge.mistral.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76adlu$22924@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: d2-s8-102-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


Well, while we're on the thread... (this is my last irrelevant post, honest) 


> 
> 
> I got my bits and bobs for the new PC upgrade - all at the Golden 

> Arcade, Craig :-) and I thought you might like to see how much cheaper is 


Ho hum. We get shafted on everything in the UK. 

> JAP Ridge Racer IV box set (+ JogCon and t-shirt) - 35 quid 
Very honest of you not to pay £3 for it there.... 

> Nick F 

Craig. 


—-MESSAGE FILE 4477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03193 


—-MESSAGE FILE 4478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003194 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More cool stuff 

Date: Tue, 29 Dec 1998 21:16:17 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <76ale7$22925@chuka.playstation.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76ad1u$22924@chuka.playstation. 
co.uk> <3688D4AE.5DC21629@hinge.mistral.co.uk> 

NNTP-Posting-Host: 202.82.244.169 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
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>> JAP Ridge Racer IV box set (+ JogCon and t-shirt) - 35 quid 
> 


>Very honest of you not to pay £3 for it there.... 


For the cost of the 3 N64 games I got, I could have bought a DVD-compatible 
N64 copy device and a couple of CD-ROMs with *every* US N64 game on them 
(inc. Zelda). THAT's how honest Լ am! :-) 


I also just luuuurve the legit Japanese packaging etc - I bought myself a 
well cute cuddly Pokemon toy today, too (Pichaku, if you're into that sort 
of thing)... so I'm not really that honest, I'm just a hopeless consumer 
slut. 

Ah well! 

Nick F 


—-MESSAGE FILE 4478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03194 


—-MESSAGE FILE 4479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003195 
Path: chuka.playstation.co.uk!news 
From: "Peter Wright" <dafrog@dapad.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Anyone want to take this guy up? 
Date: Tue, 29 Dec 1998 15:40:44 +0000 
Organization: Genesis Computer Software Ltd 
Lines: 24 
Message-ID: <76at99$22926@chuka.playstation.co.uk> 
References: <75c3e9S$l17v2@chuka.playstation.co.uk> 
<3682CDAF .3FO0D44DE@datasys.net> <3682E3CA.CEA38E4@hinge.mistral.co.uk> 
NNTP-Posting-Host: 212.56.83.182 
Mime-Version: 1.0 
Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Ooo scqm central - so now they go after Yaroze dudes huh. Sheesh. Love the 
professional email address too ;) 


Peter Wright 
(New here - HI!! ) 


In article <3682E3CA.CEA38E4@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


> 

> 

>Darco wrote: 

> 

>> Wow. What a basket case. 
> 

>Is it April? 

> 

>> 'Darco 

> 

>Craig. 

> 

> 

—-MESSAGE FILE 4479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03195 


—-MESSAGE FILE 4480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003196 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: /That/ German article 

Date: Tue, 29 Dec 1998 15:47:59 +0000 
Organization: Genesis Computer Software Ltd 

Lines: 17 

Message-ID: <76atn0$22927@chuka.playstation.co.uk> 
References: <365F6AA8.7168@manc.u-net.com> 
NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Gone are the days of ZZapp64, The One, Crash and so-on methinks. 


Peter Wright 

(Me new here -- H!!) 

In article <365F6AA8.7168@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>> http://www.netyaroze-europe.com/~middx_uni/worldofp-.htm 
> 
>Well, what can I say? Apart from, 'has this "videogame journalist" 

>ever considered what goes into making a video game?' 

>I'm all for giving honest opinion but this guy clearly knows JACK. 

>He seems to pick up on all the insignificant points, like a movie 

>critic's summary of a typical Tarrantino film being: 

>"It's a tad violent and not one to watch with your gran." 

—-MESSAGE FILE 4480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03196 


—-MESSAGE FILE 4481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003197 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool stuff 

Date: Tue, 29 Dec 1998 15:58:36 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 25 

Message-ID: <76auas$22928@chuka.playstation.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> 
NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


and GT just ignores it completely, nothing I do will make it work. <sigh> 


Oh well, 
Peter Wright 
P.S. Brighton huh ?? I'm in Eastbourne. 


In article <3687AE36.D3A11034@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>Got a steering wheel for my PSX for Xmas. Cool - Gran T. is a whole new 
>experience 

>(bit funny though, have to use NeGcon emulation mode to get proper 
>analog throttle 

>response???). Still, better than the joystick... 

> 

>Also, saw a Dreamcast for the first time today (they've got a couple on 
>display in 

>@Jakarta in Brighton). 

> 
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>Craig. 

> 

> 

—-MESSAGE FILE 4481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03197 


—-MESSAGE FILE 4482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003198 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want to take this guy up? 

Date: Tue, 29 Dec 1998 19:26:09 +0100 

Organization: Debri Productions 

Lines: 4 

Message-ID: ՀԼՎԵ8384.1167զ65910սզօ278681-88-104.81.ու» 

References: <75c3e9$l17v2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 
X-Newsreader: MacSOUP 2.3 


May I ask Warren, .... are you related? 
(to Tanvir that is) 


DEnnis.. 
—-MESSAGE FILE 4482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03198 


—-MESSAGE FILE 4483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003199 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zelda 64 - ROCKS! 

Date: Tue, 29 Dec 1998 19:26:10 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <1dk83il.wfitxtgoikowN@al-—88-104.al.nl1> 
References: <36729918.54F88019@yahoo.com> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Ed Fear <gookaloo@yahoo.com> wrote: 


> Has anyone else got this masterpiece of game-making? 
> 
> I think we should all bow down to Miyamoto. 


This is sick. The influence of games on some poeple 

I agree Zelda is a good game (only 5 years late!!), 

But the gameplay is not much better than the old zelda 

on SNES (witch had great gameplay already). It just looks 30 
times better. But I would not change religion for it ;-) 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03199 


-—-MESSAGE FILE 4484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003200 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool stuff 

Date: Tue, 29 Dec 1998 18:20:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36891D7C.604C166Beéhinge.mistral.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76auas$22928@chuka.playstation. 
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co.uk> 

NNTP-Posting-Host: d3-s7-163-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Peter Wright wrote: 


> and GT just ignores it completely, nothing I do will make it work. <sigh> 


Mine's one of those new fangled Gamester Dual Force wheels with the dual 
shock 

compatibility mode. Pretty good, although it works best in NeGcon emulation 
mode 

- GT let's you calibrate the wheel, throttle and brake response in that mode, 
doesn't 

in dual shock mode (you get the default settings). In spite of what the 
instructions say 

you do actually get force feedback in NeGcon mode as well (but only a single 
motor 

- I assume it's emulating the original force feedback analog controler that 
never went 

on sale in the UK, as that only had one motor). 


> Peter Wright 
> P.S. Brighton huh ?? I'm in Eastbourne. 


That's near here yeah? I moved down from Newcastle a year or two back 
and I've still no idea where places are down south.... 


Craig. 


—-MESSAGE FILE 4484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03200 


-—-MESSAGE FILE 4485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003201 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool stuff 

Date: Tue, 29 Dec 1998 21:04:59 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 32 

Message-ID: <76bg89Sqshl@chuka.playstation.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> 
<76auas$22928@chuka.playstation.co.uk> 
<36891D7C.604C166B@ehinge.mistral.co.uk> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


>Mine's one of those new fangled Gamester Dual Force wheels with the dual 
>shock 

>compatibility mode. Pretty good, although it works best in NeGcon emulation 
>mode 

>- GT let's you calibrate the wheel, throttle and brake response in that mode, 
>doesn't 

>in dual shock mode (you get the default settings). In spite of what the 
>instructions say 

>you do actually get force feedback in NeGcon mode as well (but only a single 
>motor 

>- I assume it's emulating the original force feedback analog controler that 
>never went 
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>on sale in the UK, as that only had one motor). 


AH - That explains it (2222). 


game compatible with certain 


heard somewhere that the developers made the 
types of wheel and not others. The fact that 


yours is NeGcon compatible probably explains why yours works, since that's 


really popular out in Japan. 
I guess, at least until Nick 


111 just have to suffer with the Dual Shock pad 
Fergusson open's up his Ridge Racer 4 Black 
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Market store ;) 


>That's near here yeah? I moved down from Newcastle a year or two back 


>and I've still no idea where places are 
> 


hehe ok. Eastbourne is about 20 minutes East of you by car - just down the 


road. 
Talk to you soon, 


Peter. 


down Տօսէհ.... 


—-MESSAGE FILE 4485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03201 


—-MESSAGE FILE 4486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003202 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: addendum 

Date: 30 Dec 1998 14:58:52 +1100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 24 
Sender: THutton@TECH10 
Message-ID: <uu2yejn5v.fsf@cybec.com.au> 


References: <75r3g9$2291@chuka.playstation.co.uk> 
<761d68$2294@chuka.playstation.co.uk> 
<762h1r$2295@chuka.playstation.co.uk> 


NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


"Nick Ferguson" <ferguson@hkstar.com> writes: 


> 
>Worst things in 1998: 
> 


>*anywhere®*! 


of asking how much I paid (who said HK 
*Sigh!* 


VVVVVVVVVV VV 


What's the deal with the gold carts? Ze 
had gold carts didn't it? And in Austral 


Nick Ferguson wrote in message <761d68$2294@chuka.playstation.co.uk>... 


lda on the NES and SNES always 


lia I don't think you have any 


choice with the Zelda 64 - they're all gold again. But in the US? and 
Europe? they're actually rare or something?!? 


I'm actually considering buying an N64 for this game (which is exactly 
what N wants) and the upcoming South Park game... 


Toby. 


>- Being totally unable to find an english-language NTSC version of Zelda 64 


Scratch that - fould a GOLD US version of the game today. Don't even dream 
was cheap?) but I'm h-a-p-p-y. 


—-MESSAGE FILE 4486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03202 


—-MESSAGE FILE 4487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003203 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stolen Yaroze - the ongoing saga 
Date: 30 Dec 1998 15:06:35 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Sender: THutton@TECH10 

Message-ID: <usodyjmt0.fsf@cybec.com.au> 
References: <769gsm$22923@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Mario Wynands" <mario@sidhe.co.nz> writes: 

> On the plus side we had a ring from the police the other day saying they had 
apprehended a criminal who admitted to burglaries in the area at the time. 
She had escaped from an Auckland prison some weeks beforehand, and had 
travelled to Wellington to hide out. She was taken in by a local good 
samaritan who she robbed a week later marking the start of a spate of 
burgalries in the area. Travelling back to Auckland she posed as a Toyota 
representative and managed to get a Toyota land cruiser for a test drive. 
Needless to say she didn't return it. However, luck was against her and 
the brand new vehicle broke down just outside the city limits where she was 
picked up by police. Unfortunately no trace of the Yaroze (or amongst other 
things, the washing machine she stole either) :( 


VVVVVVVVVV 


Holy crap, the nerve of some people! I mean, does this woman have 8 
clue? You think she actually stole a washing machine while on the run 
from a prison escape!?! 


Wish you luck in getting a new one, man, hope it all pulls through. 

Toby. 

—-MESSAGE FILE 4487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03203 


—-MESSAGE FILE 4488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003204 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Wed, 30 Dec 1998 11:43:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <76d5biSqsh4@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 195.232.122.151 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Nick Ferguson wrote in message <761d68$2294@chuka.playstation.co.uk>... 
>Best things in 1998: 

>- Going to ECTS and (yes, most of you didn't know this) the GDUK awards. 
No kidding! 


>Worst Games of 1998: 

>- Mud 'n Blood + Amateur Wars :-) 

Think you're being a little harsh there Nick, Mud 'n' Blood is 
totally hilarious when playing with shedded opponents. 


>Worst things in 1998: 

> 

>- Girlfriend buggering off round Pakistan for 2 months in the summer. 
GDUK ?? 


>Not looking forward to in 1999: 

>- Millenium Bug nightmares (I'm v. pessimistic - doomsday scenarios, etc) 
hmmm, could have a point there, Nostradamus predicts the end of the 

world at almost exactly the same date that certain GPS systems are due to 
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go bertie, & there is going to be a solar eclipse on or around that day, 
not to mention the weird looking sheep entrails, chickens born with 

two heads, and the fact that its near my birthday! 

Coincidence? 


Happy new year! 


Nick S 


—-MESSAGE FILE 4488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03204 


—-MESSAGE FILE 4489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003205 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NTSC Problemo!!! 

Date: Wed, 30 Dec 1998 12:10:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <76d5bjSqsh5@chuka.playstation.co.uk> 

References: <75bsd7$l7v1l@chuka.playstation.co.uk> <366DBD77.A3459F88@mundivia.es> ՀՅ 
67A3AEA.529480F5@hinge.mistral.co.uk> <7633pt$2298@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.232.122.151 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Rad wrote in message <7633pt$2298@chuka.playstation.co.uk>... 

>Whats the difference between an AV SCART cable and an RGB SCART cable. I 
>think I have the AV SCART cable and it works fine with the NTSC games I've 
>used it with. 


none - if you're seeing NTSC in colour then its got RGB connected 
they just haven't told you. 


Some AV SCART cables only have the composite video line connected. 


Nick S 


—-MESSAGE FILE 4489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03205 


-—-MESSAGE FILE 4490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003206 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stolen Yaroze - the ongoing saga 

Date: Wed, 30 Dec 1998 21:13:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <76e75dSqsh8@chuka.playstation.co.uk> 
References: <769gsm$22923@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-108.ketamine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mario Wynands wrote in message <769gsm$22923@chuka.playstation.co.uk>... 

>Hi All, 

> 

>Just thought I would vent my frustration by providing an update on the 
>stolen Yaroze situation (for those that don't know my Yaroze was one of the 
>items stolen in a burglary which occurred while I was away in Hong Kong at 
>the end of October). 

> 
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>After nearly two months of hassles, the insurance company (National 
>Insurance if anyone cares) has finally decided to approve my claim. The 
>reason it took so long was because I was interviewed twice by private 
>investigators hired by the company who seemed to have the notion that 

> 

>a. I had engineered the whole thing, and being in Hong Kong at the time 
was 

>just a convienient cover. 

>b. I had put in a significantly inflated claim. 

> 

>I also had to provide receipts or instruction manuals for EVERYTHING 
stolen, 

>including a stolen serial cable and a stolen RCA cable that were about four 
>years old! 

> 

>I am currently battling to have the Yaroze replaced. Initially I was 
>offered a normal PSX instead (yeah, right!), and then they had the nerve to 
>ask whether the Yaroze just had superfluous features which I wouldn't use 
>anyway. I explained that if that was the case then I would have paid 
NZ$230 

>for a normal one instead of paying NZ$1500. Morons. 


hehe. 


>The current delay is that they are trying to source a Yaroze through a 
local 

>electronics chain, Bond and Bond. Again, I had explained that they won't 
be 

>able to get one because of the membership agreement process and highly 
>controlled distribution. The insurance guy stated that "Bond and Bond deal 
>with Sony all the time, so they must know what they are talking about". No 
>amount of yelling or screaming would convince him otherwise. Time to talk 
>to the branch manager I think... 


Sorry to hear your having problems, time to switch insurers me thinks! 
Can you not run yaroze programs on a professional development kit? 


>On the plus side we had a ring from the police the other day saying they 
had 

>apprehended a criminal who admitted to burglaries in the area at the time. 
>She had escaped from an Auckland prison some weeks beforehand, and had 
>travelled to Wellington to hide out. She was taken in by a local good 
>samaritan who she robbed a week later marking the start of a spate of 
>burgalries in the area. Travelling back to Auckland she posed as a Toyota 
>representative and managed to get a Toyota land cruiser for a test drive. 
>Needless to say she didn't return it. However, luck was against her and 
>the brand new vehicle broke down just outside the city limits where she was 
>picked up by police. Unfortunately no trace of the Yaroze (or amongst 
other 

>things, the washing machine she stole either) : ( 

> 


Wow, she managed to escape from prison, burgle a washing machine & pose as a 
Toyota 

representative to "test drive" a Toyota land cruiser!!! New Zealand hay, hmm 
nice to hear people are on top! ;-) 


> 

>Regards, 

> 

>Mario 

>Email mario@sidhe.co.nz 
>Website www.sidhe.co.nz 
> 


Happy New Year, 


Rad. 
rad@cyberdude.com 
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http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03206 


—-MESSAGE FILE 4491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003207 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: addendum 

Date: Wed, 30 Dec 1998 21:39:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <76e75eSqsh9@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk><761d68$2294@chuka.playstation.co.u 
k><762h1r$2295@chuka.playstation.co.uk> <uu2yejn5v.fsf@cybec.com.au> 
NNTP-Posting-Host: modem-108.ketamine.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Toby Hutton wrote in message 

>"Nick Ferguson" <ferguson@hkstar.com> writes: 

> 

>> 

>> 

>> Nick Ferguson wrote in message <761d68$2294@chuka.playstation.co.uk>... 
>> > 

>> >Worst things in 1998: 

>> > 

>> >- Being totally unable to find an english-language NTSC version of Zelda 
64 

>> >*anywhere*! 

>> 

>> Scratch that - fould a GOLD US version of the game today. Don't even 
dream 

>> of asking how much I paid (who said HK was cheap?) but I'm h-a-p-p-y. 
>> *Sigh!* 

> 

>What's the deal with the gold carts? Zelda on the NES and SNES always 
>had gold carts didn't it? And in Australia I don't think you have any 
>choice with the Zelda 64 - they're all gold again. But in the US? and 
>Europe? they're actually rare or something?!? 


What are gold carts? 


>I'm actually considering buying an N64 for this game (which is exactly 
>what N wants) and the upcoming South Park game... 

>—— 

>Toby. 


I did! Got mine about a week and half ago with the shops last copy of Zelda 
64 ;-) 

Though I don't plan on getting many games for it - the PlayStation has way 
more great games, just my opinion though! Anyway must get back, Zelda awaits 
me.... 


Happy New Year, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03207 


—-MESSAGE FILE 4492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003208 
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Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: addendum 

Date: Wed, 30 Dec 1998 21:52:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <76e75gS$qshl0@chuka.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
սք» <762h1r$2295@chuka.playstation.co.uk> <36874354.F7C1A2CO@hinge.mistral.co.uk> 
NNTP-Posting-Host: modem-108.ketamine.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message <36874354.F7C1A2CO@hinge.mistral.co.uk>... 

> 

> 

>Nick Ferguson wrote: 

> 

>> Nick Ferguson wrote in message <761d68$2294@chuka.playstation.co.uk>... 
>> > 

>> >Worst things in 1998: 

>> > 

>> >- Being totally unable to find an english-language NTSC version of Zelda 
64 

>> >*anywhere*! 

>> 

>> Scratch that - fould a GOLD US version of the game today. Don't even 
dream 

>> of asking how much I paid (who said HK was cheap?) but I'm h-a-p-p-y. 

> 

>It used to be before they closed the Golden Centre at Sham Shau Po (I think 
>that's 

>how it was spelt). A hundred or more shops selling video games in one 
shopping 

>centre 

>all competing on price (ok, they also sold dodgy pirates at <£3 a throw as 
well, 
>but 

>that's another issue). 

> 

>> Nick "Zelda is better than drugs" F 

> 

>There's a really good (very cheap) games shop out in the sticks (north of 
>Kowloon) 

>but I cann't remember the name of it off hand (in the last major shopping 
centre 

>before 

>you hit the chinese border)..... they prices there are better than in the 
town 

>these days, 

>so it's worth the trek for big purchases. 

> 

>Craig. 

>(spent ages in Kowloon 'coz my mates family own a village near the border) 
> 


OWN a village - you mean like they can get up one day and tell everybody to 
get out of their village?!? 


Sounds like ancient Japan - are they warlords? ;-) 
Rad. 

rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 

Where people in the UK usually just own houses! 


-—-MESSAGE FILE 4492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03208 
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—-MESSAGE FILE 4493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003209 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stolen Yaroze - the ongoing saga 

Date: Thu, 31 Dec 1998 14:28:34 +1300 

Organization: Sidhe Interactive 
Lines: 48 

Message-ID: <76ejjhS$Sqsh1l2@chuka.playstation.co.uk> 

References: <769gsm$22923@chuka.playstation.co.uk> <76e75d$qsh8@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: p9-max3.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rad wrote in message <76e75d$qsh8@chuka.playstation.co.uk>... 

>Mario Wynands wrote in message <769gsm$22923@chuka.playstation.co.uk>... 
>>Hi All, 

>> 

>>Just thought I would vent my frustration by providing an update on the 
>>stolen Yaroze situation ..... 


<"annoyed wih insurance company" rant deleted> 


>Sorry to hear your having problems, time to switch insurers me thinks! 


I already did. I switched from State insurance about six months ago after 
someone crashed into my BMW and they made me jump through hoops to get it 
fixed. 


>Can you not run yaroze programs on a professional development kit? 


Well, there are tools to do that with Yaroze executables - but I don't think 
Sony would like developers using those particular tools much :) 


>Wow, she managed to escape from prison, burgle a washing machine & pose as 
a 

>Toyota 

>representative to "test drive" a Toyota land cruiser!!! New Zealand hay, 
hmm 

>nice to hear people are on top! ;-) 


A disturbing number of people have escaped from prison in New Zealand this 
year actually. With New Zealand being relatively small, I guess it was only 
a matter of time before I crossed paths with one of them :) 


Regards, 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 4493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03209 


—-MESSAGE FILE 4494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003210 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More cool stuff 

Date: 30 Dec 1998 04:21:19 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 27 

Message-ID: <76c9nvS2d1@wyrddreams.demon.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76adlu$22924@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


Nick Ferguson (ferguson@hkstar.com) wrote: 


Asus P2B ATX motherboard - 80 quid 

64 MB PC100 RAM - 50 quid 

Retail boxed Diamond Viper TNT - 95 quid 
ATX case and power supply - 21 quid 

PS/2 k/b + mouse - 12 quid 


All of a sudden I don't feel as bad about the prices I'm paying: 


PC100 AGP Pro 1Mb 100MHz sound AT M/board: 45 quid 


AMD K6 TWO 350: 177 quid 
64Mb DIMM 100MHz PC100 spec: 64 quid 
Diamond Viper 330 AGP OEM: 61 quid 
ATX case with 230 Watt Power Supply: 25 quid 
Win95 k/b: 7 quid 
3-button Logitech mouse: 3 quid 


And that's without shopping around - I got a 1Gig HDD the other day for 25 
quid. The original Intel P2 350 MMX is 233 quid though, but who needs 
that expensive consumerist crap anyway? *s* 


Not sure how that lot compares, but it seems fairly reasonable. 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 

it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
—-MESSAGE FILE 4494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03210 


-—-MESSAGE FILE 4495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003211 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Member Profilelist Down? 

Date: Thu, 31 Dec 1998 10:17:37 +0100 

Organization: Debri Productions 

Lines: 15 
Message-ID: <ldkwcecf.1k1j2hd1jcbbyiN@al1-88-101.al.nl1> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 


Some of you know my member profile-list 


http://www.al.nl/macsupport/debri 
or 
http://www.netyaroze-europe.com/~madmac 


At this moment, about 50 members have sent me their profiles. When I 
stated the list I had enough time to keep it up. But now I'm rather 
short in time and I am thinking of getting it down. 

I just wondered if anybody ever takes a look at my list and if I should 
make the time to keep it up to date. 


Cheers, 
DEnnis.. 


—-MESSAGE FILE 4495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03211 
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—-MESSAGE FILE 4496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003212 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Christams & Happy New Year 

Date: Thu, 31 Dec 1998 10:33:36 +0100 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldkwd9r.1i9tzpdwfdoowN@al-88-101.al.nl1> 
References: <75gjnr$l7v5@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-101l.al.nl 

X-Newsreader: MacSOUP 2.3 


Rad <rad@cyberdude.com> wrote: 


> Have a Merry Christmas and a Happy New Year everybody. 
> 


U 2 


DEnnis.. 
—-MESSAGE FILE 4496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03212 


—-MESSAGE FILE 4497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003213 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US game competition + problems 

Date: Thu, 31 Dec 1998 12:22:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <368B6C7A.EFF8DE32@easynet.co.uk> 
References: <368819F9.41B2@mdx.ac.uk> 
NNTP-Posting-Host: 194.205.68.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Peter Passmore wrote: 


Probably no euro yarozers will be able to enter but its worth a shot - 
remember the GDUK top game was Chris's Blitter Boy, beating all those 
guys using PCs and direct 3D etc. 


VVVVVVV 


Peter. 

One of the finalists in the best overall game category used a Mac and 
QuickDraw 3D and GameSprockets, also beating all those guys with PCs and 
Direct3D. 

The Mac is back! 


Phil 


—-MESSAGE FILE 4497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03213 


Net Yaroze newsgroups message dump.txt Page 2868 


—-MESSAGE FILE 4498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003214 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwmail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Happy nu year! 

Date: Thu, 31 Dec 1998 13:10:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <368B77A8.B4081848@cwmail.net> 
NNTP-Posting-Host: 193.82.133.254 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en (Win95; 1) 


Hi all, 


Just a short, irrelevant posting to wish you all a very happy new 


Cheers! 


Tones 8) 


—-MESSAGE FILE 4498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03214 


—-MESSAGE FILE 4499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003215 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@deskmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US game competition + problems 

Date: Thu, 31 Dec 1998 14:49:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <368B8EEB.D45982F@deskmail.com> 

References: <368819F9.41B2@mdx.ac.uk> <368B6C7A.EFF8DE32@easynet.co.uk> 
NNTP-Posting-Host: bwefr98.lyan.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


The Mac is back! 


> 
> 
> Does anyone really care anymore ? Macs are the most overated pile of 

Ա: OES 

--MESSAGE FILE 4499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03215 


—-MESSAGE FILE 4500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003216 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Member Profilelist Down? 

Date: Thu, 31 Dec 1998 11:14:01 -0500 

Organization: Identical Software 

Lines: 7 

Message-ID: <368BA2C9.686BB048@identicalsoftware.com> 

References: <ldkwcecf.1k1j2hd1jcbbyiN@a1-88-101.al.n1> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
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X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Didn't know about the member profile list until you 
just mentioned it. Seems worthwhile to have. 


(It is now boomarked along with the Nick Ferguson's Demo Hub.) 


Dennis Payne 

dulsi@identicalsoftware.com 

-—-MESSAGE FILE 4500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03216 


—-MESSAGE FILE 4501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003217 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Christams & Happy New Year 

Date: Thu, 31 Dec 1998 19:43:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <76gjv2Sqsh17@chuka.playstation.co.uk> 

References: <75gjnr$l7v5@chuka.playstation.co.uk> <ldkwd9r.1i9tzpdwfdoowN@al-88-101. 
al.nl> 

NNTP-Posting-Host: modem-86.manisyl.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<ldkwd9r.1i9tzpdwfdoowN@al-88-101.al.nl>... 

>Rad <rad@cyberdude.com> wrote: 

> 

>> Have a Merry Christmas and a Happy New Year everybody. 
>> 


>DEnnis.. 


Thanks DEnnis, 
I'm off out now, I'll be back next year! (sad joke, I know :-) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03217 


—-MESSAGE FILE 4502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003218 

Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Happy New Year! 

Date: Thu, 31 Dec 1998 23:08:39 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <368C03F7.CDC7AFD0@yahoo.com> 
NNTP-Posting-Host: 207-240-162.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


To each and every Net Yaroze member, 


Have a funky new year everybody. Next year is going to be the best Net 
Yaroze year ever... (it's gonna be my first, but so what?) 
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Ed :) 
http://www.netyaroze-europe.com/~gookaloo 


—-MESSAGE FILE 4502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03218 


—-MESSAGE FILE 4503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003219 

Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Member Profilelist Down? 

Date: Thu, 31 Dec 1998 23:10:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <368C044D.C414B23E@yahoo.com> 

References: <ldkwcecf.1k1j2hd1jcbbyiN@a1-88-101.al.nl1> 
NNTP-Posting-Host: 207-240-162.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


keep it up! 


DEnnis Brinkhuis wrote: 


Some of you know my member profile-list 


http://www.al.nl/macsupport/debri 
or 
http://www.netyaroze-europe.com/~madmac 


At this moment, about 50 members have sent me their profiles. When I 
stated the list I had enough time to keep it up. But now I'm rather 
short in time and I am thinking of getting it down. 

I just wondered if anybody ever takes a look at my list and if I should 
make the time to keep it up to date. 


Cheers, 


VVVVVVVVVVVVV VV 


DEnnis.. 


—-MESSAGE FILE 4503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03219 


—-MESSAGE FILE 4504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003220 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Member Profilelist Down? 

Date: Fri, 1 Jan 1999 12:34:08 +1300 

Organization: Sidhe Interactive 

Lines: 29 

Message-ID: <76h195Sqsh18@chuka.playstation.co.uk> 
References: <ldkwcecf.1k1j2hd1jcbbyiN@a1-88-101.al.nl1> 
NNTP-Posting-Host: p5-max4.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


DEnnis Brinkhuis wrote in message 
<ldkwecf.1k1j2hd1jcbbyiN@al-88-101.al.nl>... 
>Some of you know my member profile-list 

> 

>http://www.al.nl/macsupport/debri 

>or 
>http://www.netyaroze-europe.com/~madmac 
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> 

>At this moment, about 50 members have sent me their profiles. When I 
>stated the list I had enough time to keep it up. But now I'm rather 
>short in time and I am thinking of getting it down. 

>I just wondered if anybody ever takes a look at my list and if I should 
>make the time to keep it up to date. 


I just browsed through it the other day. 


It would be a shame to lose the resource. If you don't have time you could 
pass it on to another Yaroze member or maybe even Sony could start 
maintaining it. 


Cheers 


Mario 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


—-MESSAGE FILE 4504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03220 


-—-MESSAGE FILE 4505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003221 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US game competition + problems 

Date: Fri, 01 Jan 1999 12:55:38 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 19 

Message-ID: <76igmdSqsh20@chuka.playstation.co.uk> 

References: <368819F9.41B2@mdx.ac.uk> <368B6C7A.EFF8DE32@easynet.co.uk> 
<368B8EEB.D45982F@deskmail.com> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 

Content-Transfer-Encoding: quoted-printable 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Everyone's entitled to their own opinion I guess. Have you actually had the 
chance yet to sit down in front of one of the new G3 powerhouses and run 
some apps though ? I have a feeling that you haven't, and when you do you 
really won't want to go back to the PC. 


Aside from what I have to do for work and my book publisher, the rest of my 
stuff is all done on Macs now. Apple are really starting to get it right. 
Keep an eye on the shelves at Electronics Boutique and other game stores as 
well and you'll start to see more and more games coming out dual format in 
the near future as well. A number of publishers have already voiced their 
intent to do this. 


>> The Mac is back! 

>> 

>> Does anyone really care anymore ? Macs are the most overated pile of 

>> *&*°SS=A3" 

> 

—-MESSAGE FILE 4505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03221 


-—-MESSAGE FILE 4506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003222 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Truespace please 
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Date: Fri, 01 Jan 1999 21:13:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <368d3a18.6244327@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-48-228 .btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi there people, 


I missed the issue os PC Answers with Truespace 2 on it. I was 
wondering if anybody is kind enough to zip me a copy through e-mail. 


As it was free on the magazine, I do not think it's illegal to send me 
a copy, then again if it IS illegal, I apologise and please ignore 
this post. 


Thank you and a very happy New Year. 


Tanvir Khan Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 4506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03222 


—-MESSAGE FILE 4507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003223 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want to take this guy up? 

Date: Fri, 01 Jan 1999 21:13:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <368d3a69.6325946@news.playstation.co.uk> 

References: <75c3e9S$l17v2@chuka.playstation.co.uk> <ldk83av.lic7qe910uqc2yN@al-88-104 
-al.nl> 

NNTP-Posting-Host: host5-99-48-228 .btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 29 Dec 1998 19:26:09 +0100, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>May I ask Warren, .... are you related? 
>(to Tanvir that is) 

> 

>DEnnis.. 


Nah he is not related to me. 


Tanvir Khan Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 4507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03223 


—-MESSAGE FILE 4508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003224 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Fri, 01 Jan 1999 21:13:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 17 

Message-ID: <368d3a6f.6331717@news.playstation.co.uk> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host5—-99-48-228 .btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>- Girlfriend buggering off round Pakistan for 2 months in the summer. 
>Nick F 
Cool, is your girlfriend Pakistani or had just gone for a holiday in 


Pakistan? Just wondering cos I'm originaly from Pakistan. Coincident 
huh? 


Tanvir Khan Emag Design 


2bad@lineone.net 


http://www.netyaroze-europe.com/~tanvirk 


—-MESSAGE FILE 4508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03224 


—-MESSAGE FILE 4509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003225 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Member Profilelist Down? 

Date: Sat, 2 Jan 1999 15:25:35 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <1d102uv.18elwkt1f£0i4leN@al-—88-108.al.n1> 
References: <ldkwccf.1k1j2hd1jcbbyiN@al-88-101.al.nl1> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Well, there is still intresse. I supose I just have to do an update on 
my site and keep the list up to date. 
For all of you who did not know of the excistance: 


There is a member profile list with rather much information about NY 
members. You can find it at: 


http://www.al.nl/macsupport/debri 


For all of you that are not on there yet, please sent me your profile. 
For all of you that are on there, please have a look if you need an 
update. 

I must also say that coursed by a crash I lost the information and 
pictures of 2 members that sent me their profile a while ago. Please 
could you check if your profile is online and otherwise resent your 
profile (and picture). 


Cheers to ya all, 


DEnnis.. 
—-MESSAGE FILE 4509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03225 


—-MESSAGE FILE 4510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003226 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: - help - 

Date: Sat, 2 Jan 1999 15:26:58 +0100 
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Organization: Debri Productions 

Lines: 39 

Message-ID: <1d103cd.1p j3fvhlsbtlcON@al-88-108.a1l.nl1> 

References: <3676B21D.4620F48B@hempseed.com> <3676D9B2.C3E15426@datasys.net> 
NNTP-Posting-Host: 81-88-108.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 


Take small steps. If you try to skip too many then you'll trip and fall. 


> 

> Every beginner tries to make an RPG for their first project. And, 

> unfortunately, they all fail. (Well, I've never seen one out of a newbie 
> yet) You have to understand that making an RPG game is extremely 

> draining as far as work goes, and without a very solid code 

> understructure, the game will colapse in development. 

> 

> Try making something else for a first PSX project... A Puzzle, a 2D Side 
> Scroller, a 2D space shooter... Something simple. Then work up from 

> that. 

> 

> 

> 

> 


'Darco 


This Darco guy is traight right!! I even broke my nose after I tripped 
and fell. Thats why I (no old dos-experiance at all) leave the coding to 
some others. Then again, I'm not a coder but more of a designer. 


Even about the RPG-part Darco is right. I started with a friend on a RPD 
and we got quit far. We have a bloke walking over a map and a 
map-designer. Till here it worked fine, but it would just take far too 
much time for us so we moved on to more simle projects. 


Also consider getting Codewarrior for NY. That does make things far more 
simple (as far as I can judge). 


Beginners are also always trying to get a team. A better idea is to join 
a team. Look out for teams in the homepages and see if you could fit in. 
If your art is worth a look, put it online so that others can see it. If 
they think you did a good job, they might even come to you and ask to 
join. 


Good luck pall, 


DEnnis.. 
—-MESSAGE FILE 4510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03226 


-—-MESSAGE FILE 4511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003227 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Happy New Year! 

Date: Sat, 2 Jan 1999 15:27:25 +0100 

Organization: Debri Productions 

Lines: 17 

Message-ID: <1d103t8.1lxerltc0Oby96N@al1l-88-108.a1.nl1> 
References: <368C03F7.CDC7AFD0@yahoo. com> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Ed Fear <gookaloo@yahoo.com> wrote: 


> To each and every Net Yaroze member, 

> 

> Have a funky new year everybody. Next year is going to be the best Net 
> Yaroze year ever... (it's gonna be my first, but so what?) 

> 

> Ed :) 

> 


http://www.netyaroze-europe.com/~gookaloo 
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Well, best NY year ever? I more or less expect the official confirmation 
of the PSX2... and I don't think the change is to much that there will 
also be a NY2 directly.. 

But what the hack, I can't code anyhow. 

Happuy new year to U 2.. 


DEnnis.. 
—-MESSAGE FILE 4511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03227 


—-MESSAGE FILE 4512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003228 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Happy nu year! 

Date: Sat, 2 Jan 1999 15:27:30 +0100 

Organization: Debri Productions 

Lines: 11 

Message-ID: <1d103xf.1l2wqkxylshljrtN@al-—88-108.al.nl1> 
References: <368B77A8.B4081848@cwmail.net> 
NNTP-Posting-Host: 81-88-108.81.ու 

X-Newsreader: MacSOUP 2.3 


Tones <caz.tones@cwmail.net> wrote: 
Hi all, 


> 
> 
> Just a short, irrelevant posting to wish you all a very happy new 
> 
> 


U 2 


DEnnis.. 
—-MESSAGE FILE 4512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03228 


—-MESSAGE FILE 4513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003229 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Sat, 2 Jan 1999 15:27:36 +0100 

Organization: Debri Productions 

Lines: 24 
Message-ID: <1d10461.1ldpvz124la9m2N@al-—88-108.a1.nl1> 
References: <368d3a18.6244327@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Tanvir Khan <2bad@lineone.net> wrote: 
Hi there people, 


> 
> 
> I missed the issue os PC Answers with Truespace 2 on it. I was 

> wondering if anybody is kind enough to zip me a copy through e-mail. 


You can almost always order back-up magazines. Try that! 


> As it was free on the magazine, I do not think it's illegal to send me 
> a copy, then again if it IS illegal, I apologise and please ignore 
> this post. 


With this little bit of text, you make everybody ignore this "post" 
wether it is illegal or not. And just don't appologise in front.. 

You must think I'm a hard piece in the arss now, but realy I try to be 
nice.. 
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> Thank you and a very happy New Year. 
Don't thank in front either, but a very happy new year to you to.. 


DEnnis.. 


-—-MESSAGE FILE 4513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03229 


—-MESSAGE FILE 4514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003230 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US game competition + problems 

Date: Sat, 2 Jan 1999 15:27:47 +0100 

Organization: Debri Productions 

Lines: 13 

Message-ID: <1d104ei.locpx541kvcl1lfeN@al1l-88-108.al1l.n1> 
References: <368819F9.41B2@mdx.ac.uk> <368B6C7A.EFF8DE32@easynet.co.uk> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


> One of the finalists in the best overall game category used a Mac and 

> QuickDraw 3D and GameSprockets, also beating all those guys with PCs and 
> Direct3D. 

> 

> The Mac is back! 

> 

> Phil 

YEAH!!! !!! Alive and kicking!! 

DEnnis.. 


—-MESSAGE FILE 4514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03230 


—-MESSAGE FILE 4515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003231 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US game competition + problems 

Date: Sat, 2 Jan 1999 15:27:51 +0100 

Organization: Debri Productions 

Lines: 31 

Message-ID: <1d104gz.lesar019dog4nN@al-88-108.a1.nl1> 


References: <368819F9.41B2@mdx.ac.uk> <368B6C7A.EFF8DE32@easynet.co.uk> <368! 


5982F@deskmail.com> <76igmdS$qsh20@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-108.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Peter Wright <dafrog@dapad.co.uk> wrote: 


chance yet to sit down in front of one of the new G3 powerhouses and run 
some apps though ? I have a feeling that you haven't, and when you do you 
really won't want to go back to the PC. 


stuff is all done on Macs now. Apple are really starting to get it right. 


the near future as well. A number of publishers have already voiced their 
intent to do this. 


VVVVVVVVV VV 


Did you seee the "imac development" quicktime? My god, all the big 
developers are aiming at imac and mac in general now. Even the MS-bloke 
was praising the mac. And EIDOS seems to want all their games from now 


B8 


Everyone's entitled to their own opinion I guess. Have you actually had the 


Aside from what I have to do for work and my book publisher, the rest of my 


Keep an eye on the shelves at Electronics Boutique and other game stores as 
well and you'll start to see more and more games coming out dual format in 


EEB.D4 
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on to bring out on mac as wel (wthis was bad english, I know) 


> 

> >> The Mac is back! 

> >> 

> >> Does anyone really care anymore ? Macs are the most overated pile of 
> >> *&*%S" 

> > 


Yeah, your absolutly wright! Why should you mown over a system you don't 
even have to use in the first place? And I think this discussion is 
already done before... to much. 


DEnnis.. 
--MESSAGE FILE 4515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03231 


—-MESSAGE FILE 4516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003232 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: virtual boy elbow 

Date: Sat, 2 Jan 1999 15:27:56 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1d104pf.1lhau0m1z114d6N@al-—88-108.al1.nl1> 

References: <75r3g9$2291@chuka.playstation.co.uk> <761d68$2294@chuka.playstation.co. 
նք» <368d3a6f.6331717@news.playstation.co.uk> 

NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Tanvir Khan <2bad@lineone.net> wrote: 

>- Girlfriend buggering off round Pakistan for 2 months in the summer. 
>Nick F 

Cool, is your girlfriend Pakistani or had just gone for a holiday in 


Pakistan? Just wondering cos I'm originaly from Pakistan. Coincident 
huh? 


VVVVVVV 


What, you are pakistani?? I thought you were German.. Tanvir Khan realy 
sounds German ;-) 


Cheers, 
DEnnis.. 


(No offense to my dear friend Andy) 
—-MESSAGE FILE 4516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03232 


—-MESSAGE FILE 4517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003233 

Path: chuka.playstation.co.uk!sixgun.demon.co.uk!sixgun.demon.co.uk 
From: antony@sixgun.demon.co.uk (Antony Scott) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Sat, 02 Jan 1999 12:09:17 GMT 

Organization: None 

Lines: 20 

Message-ID: <368e0c13.1459810@192.168.0.1> 

References: <368d3a18.6244327@news.playstation.co.uk> 

Reply-To: antony@sixgun.demon.co.uk 

NNTP-Posting-Host: sixgun.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.451 

X-No-Archive: yes 
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On Fri, 01 Jan 1999 21:13:08 GMT, 2bad@lineone.net (Tanvir Khan) 
wrote: 


>Hi there people, 
> 

>I missed the issue os PC Answers with Truespace 2 on it. I was 
>wondering if anybody is kind enough to zip me a copy through e-mail. 

> 

>As it was free on the magazine, I do not think it's illegal to send me 
>a copy, then again if it IS illegal, I apologise and please ignore 
>this post. 


I have just stumbled across a magazine called "Digit", which has a 3D 
modeller called "Amapi 3.0" on it. It's fully functional too. I have 
no idea what I'm doing with it yet, but it may be worth checking out. 
The cost of the magazine is £3.99, and it's the January 1999 issue. 


Antony Scott 
http://www.sixgun.demon.co.uk 
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—-MESSAGE FILE 4517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03233 


—-MESSAGE FILE 4518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003234 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Sun, 03 Jan 1999 14:56:17 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <368F8511.AFB4A9D@hinge.mistral.co.uk> 


References: <368d3a18.6244327@news.playstation.co.uk> <368e0c13.1459810@192.168.0.1> 


NNTP-Posting-—Host: dl-s8-40-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; 1) 
X-Accept—-Language: en 


Antony Scott wrote: 


I have just stumbled across a magazine called "Digit", which has a 3D 
modeller called "Amapi 3.0" on it. It's fully functional too. I have 
no idea what I'm doing with it yet, but it may be worth checking out. 
The cost of the magazine is £3.99, and it's the January 1999 issue. 


V V V V 


Amapi's an ok modeller (some folks love it, some loath it) - it's GUI 
is a real weird trip if you're used to 3DS Max though.... 


I could never get my head round it an deleted the thing (mind, I couldn't 


get used to Alias/Maya or Lightwave either, so maybe it's just me). 


> Antony Scott 


Craig. 


—-MESSAGE FILE 4518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03234 


—-MESSAGE FILE 4519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003235 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@deskmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Truespace 
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Date: Mon, 04 Jan 1999 08:01:26 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <36907556.7D71B27Bédeskmail.com> 
NNTP-Posting-Host: bwefr98.lyan.hv.se 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Does anyone know where in the magazine the serial number for Truespace 
in PC Answers is? 


I picked up a copy (for £12 !!!!!) in a Copenhagen newsagents so 
I'm not sure if the serial number been deliberately left off or if I 
just need a pair of glasses. 


—-MESSAGE FILE 4519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03235 


—-MESSAGE FILE 4520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003236 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 09:56:50 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <36909062.19AF9F7Beéscee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:174 scee.yaroze.freetalk.english: 
3236 


Hi everyone, 


w32.cih.spacefiller has cropped up again - this EXTREMELY NASTY virus (e.g trash har 
d disk, wipe PC 

BIOS) has been lurking within Javier's Project Builder application (Pbuilder.zip). I 
f you have 

downloaded it and run the setup, then please check your machine immediately! You can 
download 

checkers from: 


http://www.mcafee.com/ 
http://pspl.com/download/cleancih.htm 
http://www.elusiv.net/killcih.html 


A search for "spacefiller" on Altavista turned up a whole lot of links if the above 
ones don't work. 


Oh, and er, happy new year! 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A little greed can get you lots of stuff. 
—-MESSAGE FILE 4520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03236 
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-—-MESSAGE FILE 4521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003237 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 12:52:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3690B979.2D1F8A47@hinge.mistral.co.uk> 

References: <36909062.19AF9F7Beéscee.sony.co.uk> 

NNTP-Posting-Host: dl-s37-69-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:175 scee.yaroze.freetalk.english: 
3237 


James Russell wrote: 


> Hi everyone, 

> 

> w32.cih.spacefiller has cropped up again - this EXTREMELY NASTY virus (e.g trash h 

ard disk, wipe PC 

> BIOS) has been lurking within Javier's Project Builder application (Pbuilder.zip). 
If you have 

> 


Grief - I read the header and thought you were gonna say that I'd done it again 
- can you check the latest RsdANIM archive to make sure it's clean for me James... 


> Oh, and er, happy new year! 


I think we're gonna have to have a submissions procedure for PC programs on the site 
before 
much longer aren't we : ( 


> James 


Craig. 


—-MESSAGE FILE 4521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03237 


—-MESSAGE FILE 4522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003238 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 13:10:27 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <3690BDC3.DA83D619@scee.sony.co.uk> 

References: <36909062.19AF9F7B@scee.sony.co.uk> <3690B979.2D1F8A47@hinge.mistral.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Craig Graham wrote: 
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> 
> Grief - I read the header and thought you were gonna say that I'd done it again 
> - can you check the latest RsdANIM archive to make sure it's clean for me James... 


Clean as a whistle. 


> I think we're gonna have to have a submissions procedure for PC programs on the si 
te before 
> much longer aren't we : ( 


I'll ask our web hosters to see if they can run Mcafee periodically - it can check c 
ompressed files. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A little greed can get you lots of stuff. 
—-MESSAGE FILE 4522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03238 


—-MESSAGE FILE 4523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003239 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 14:59:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3690C949.7634DCA4@mundivia.es> 

References: <36909062.19AF9F7Beéscee.sony.co.uk> 

NNTP-Posting-Host: info19555181138.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:176 scee.yaroze.freetalk.english: 
3239 


I'm sorry boys!, I'll update a free virus version as soon as I can. 


Javier. 


—-MESSAGE FILE 4523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03239 


—-MESSAGE FILE 4524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003240 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: EMERGENCY! VIRUS WARNING! 

Date: Mon, 04 Jan 1999 15:34:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3690DF77.5CE1991C@hinge.mistral.co.uk> 

References: <36909062.19AF9F7B@éscee.sony.co.uk> <3690C949.7634DCA4@mundivia.es> 
NNTP-Posting-Host: d3-s47-203-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:177 scee.yaroze.freetalk.english: 
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3240 


Javier Ventoso wrote: 

> I'm sorry boys!, I'll update a free virus version as soon as I can. 
Happens to the best of us occasionally : ( 

> Javier. 


Craig. 


—-MESSAGE FILE 4524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03240 


—-MESSAGE FILE 4525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003241 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <steve@parny.force9.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: The Great Net Yaroze Manual Project 

Date: Tue, 05 Jan 1999 02:34:25 +0000 

Organization: Architectronics 

Lines: 57 

Message-ID: <36917A31.88FO0DF44@parny. force9.co.uk> 
Reply-To: steve@parny.force9.co.uk 
NNTP-Posting-Host: 42.hiper02.shef.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi all, 


It's been suggested and knocked about a hundred thousand times (at least), but I thi 
nk it's time we 
all put our heads together and made the definitive Net Yaroze Manual for newbies and 
oldies alike. 

So who's gunna write it? 

Well don't look at me! I'm hardly a Yaroze guru! 

But I know lots of you are and so what I'm proposing is a coordinated effort for any 
one who wants to 

contribute. 

And I'm offering to coordinate it, collate it all and edit it so it has a chance of 

making sense as 
a whole from day one. Maybe that doesn't sound like a lot but I think that's what it 
needs to get it 


going. 


I'm imagining something like a complete portfolio of the Yaroze, from simple C progr 
amming to more 

advanced topics (given time maybe even assembler?), and to include games programming 
hints and tips, 

AI, optimisation, how to use tools that people have written in game development (Cra 
ig?) and other 

such gems. If anyone is qualified to teach Yaroze, it has to be Mr Swan, and he alre 
ady offered to 

write some stuff before Christmas, so I'm really suggesting taking that as a startin 
g point, but 

putting it in an overall structure. Any chance of that tutorial thread Rob? 


I'm suggesting such a large ongoing project because over the past few months (since 

taking the 

Yaroze seriously) I've collected loads of stuff from all sources in my attempt to le 

arn the system. 

There's already a wealth of knowledge out there from George's tutorial code to Ira's 
sprite 

documents and code and heaps more from the FAQ and news groups - it just needs organ 
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ising and 

explaining properly. 

Besides, if we aim at getting a huge project going, we might at least get a decent t 
utorial for 

newbies. 


I've uploaded a brief page at http://www.netyaroze-europe.com/~arkitekt/GNYMP/GNYMP. 
html to get the 


ball rolling. I'm not presuming anything, but I hope there'll be reasonable support. 

All suggestions and inputs are definitely welcome - in fact that's what this project 
is 

about. 


Getting everyone singing in perfect harmony; Mac, Windoze, Linux alike. 

A concerted effort to get something written of regal quality. 

A crescendo of focussed knowledge rising to a celestial peak where body and soul... 
[sound of needle being ripped off record] 

Enough already! 

But isn't that what the Net Yaroze was about in the first place? 


For my part, once I get back off holiday [oh, didn't I mention I'm off to Athens tom 

orrow? Sorry to 

hit & run, but erm..., well there you have it] and start my shiny new job [where I s 

hould have a bit 

of free time at last], I could outline an overall structure, try my hand at writing 

some stuff [I'll 

prolly only be useful for C programming though] and attempt to get more of you inter 

ested for the 

rest. 

Any offers to start with? I know Peter is starting his tutorial based on his Beginne 

rs VB books. 

Right. I've rambled and ranted for far too long and it's late. It's over to you guys 
for. abit. 111 

be back on the 17th... 


It's a million to one shot, but it just might work... 


Steve 
[~arkitekt] 


"I was gunna go to procrastination classes, but never got round to it" 


-—-MESSAGE FILE 4525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03241 


—-MESSAGE FILE 4526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003242 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 
Date: Tue, 05 Jan 1999 13:15:12 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36921060.5CA155AF@cwcom.net> 
References: <36917A31.88FODF44@parny. force9.co.uk> 
NNTP-Posting-Host: 193.82.133.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Steve, 
You probably won't see this 'til after your hols, but what the hell. 


I think it would be an excellent idea. I remember struggling to get a single sprite 
on the screen, and 

then looking at Ira Rainey's sprite tutorial to see the light - but getting the spri 

te on the screen is 
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just the beginning, and I feel that if I had been able to use a guide like you sugge 
st from the 
beginning, my game would have been out yonks ago!!! 


Don't get me wrong, though. Learning 'by youreself' is always going to be better fo 
r you. It's like 

they say, “learn from your mistakes", but if you are determined to learn in the firs 
t place then there 

is no reason why a guide cannot be just as beneficial. 


If I was a little more mature in my C coding, I would definately contribute ( but I 
doubt I will - don't 

wanna confuse the newbies to C with my coding!). I hope everyone else feels the sam 
e about this (the 

guide, not my coding!!!) 


Cheers! 
Tones 8) 


—-MESSAGE FILE 4526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03242 


-—-MESSAGE FILE 4527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003243 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool stuff 

Date: Tue, 5 Jan 1999 13:13:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <76t36e$771@chuka.playstation.co.uk> 
References: <3687AE36.D3A11034@hinge.mistral.co.uk> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Craig, 

Did you remember to buy your Girlfriend anything while you were shopping 
around for pressies for yourself? :) 
BTW, where's my invite for the wedding? 


Steve 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

news :3687AE36.D3A11034@hinge.mistral.co.uk... 

>Got a steering wheel for my PSX for Xmas. Cool - Gran T. is a whole new 
>experience 

>(bit funny though, have to use NeGcon emulation mode to get proper 
>analog throttle 

>response???). Still, better than the joystick... 

> 

>Also, saw a Dreamcast for the first time today (they've got a couple on 
>display in 

>@Jakarta in Brighton). 

> 

>Craig. 

> 

> 


-—-MESSAGE FILE 4527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03243 


—-MESSAGE FILE 4528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003244 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: /That/ German article 

Date: Tue, 5 Jan 1999 13:16:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <76t39p$772@chuka.playstation.co.uk> 
References: <365F6AA8.7168@manc.u-net.com> <76atn0$22927@chuka.playstation.co.uk> 
NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


Whatever happened to Julian Wrignall and Gazza from Zzap? 


Steve 


Peter Wright <dafrog@dapad.co.uk> wrote in message 

news: 76atn0$22927@chuka.playstation.co.uk... 

>Gone are the days of ZZapp64, The One, Crash and so-on methinks. 
> 

>Peter Wright 

Հ (ԽՏ new here -- H!!) 


>In article <365F6AA8.7168@manc.u-net.com>, James Shaughnessy 
><james@manc.u-net.com> wrote: 

> 

> 

>>> http://www.netyaroze-europe.com/~middx_uni/worldofp.htm 

>> 

>>Well, what can I say? Apart from, 'has this "videogame journalist" 
>>ever considered what goes into making a video game?' 

>>I'm all for giving honest opinion but this guy clearly knows JACK. 
>>He seems to pick up on all the insignificant points, like a movie 
>>critic's summary of a typical Tarrantino film being: 

>>"It's a tad violent and not one to watch with your gran." 


—-MESSAGE FILE 4528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03244 


—-MESSAGE FILE 4529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003245 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: /That/ German article 

Date: Tue, 05 Jan 1999 19:18:42 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 39 

Message-ID: <76tokh$774@chuka.playstation.co.uk> 

References: <365F6AA8.7168@manc.u-net.com> 
<76atn0$22927@chuka.playstation.co.uk> 
<76t39p$772@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Both Julian and Gary (presumeably you mean Gary Penn) are both gainfully 
employed in the games industry as managerial/producer types now. I have a 
feeling Julian is at Virgin, but I could be wrong. 


Pretty neat for someone who came to glory through winning the UK Video Games 
Championship sponsored by Computer and Video Games Magazine. 
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In article <76t39p$772@chuka.playstation.co.uk>, "Steve Dunn" 
<steve_dunn@europe.mccann.com> wrote: 


>Whatever happened to Julian Wrignall and Gazza from Zzap? 

> 

>Steve 

> 

>Peter Wright <dafrog@dapad.co.uk> wrote in message 

>news: 76atn0$22927@chuka.playstation.co.uk... 

>>Gone are the days of ZZapp64, The One, Crash and so-on methinks. 
>> 

>>Peter Wright 

>> (Me new here -- է|) 


>>In article <365F6AA8.7168@manc.u-net.com>, James Shaughnessy 
>><james@manc.u-net.com> wrote: 

>> 

>> 

>>>> http://www.netyaroze-europe.com/~middx_uni/worldofp.htm 

>>> 

>>>Well, what can I say? Apart from, 'has this "videogame journalist" 
>>>ever considered what goes into making a video game?' 

>>>I'm all for giving honest opinion but this guy clearly knows JACK. 
>>>He seems to pick up on all the insignificant points, like a movie 
>>>critic's summary of a typical Tarrantino film being: 

>>>"It's a tad violent and not one to watch with your gran." 

> 

> 

-—-MESSAGE FILE 4529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03245 


—-MESSAGE FILE 4530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003246 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US game competition + problems 

Date: Tue, 05 Jan 1999 19:23:41 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 19 

Message-ID: <76tots$775@chuka.playstation.co.uk> 

References: <368819F9.41B2@mdx.ac.uk> <368B6C7A.EFF8DE32@easynet.co.uk> 
<368B8EEB.D45982F@deskmail.com> <76igmdS$qsh20@chuka.playstation.co.uk> 
<1d104gz.lesar019dog4nN@al-88-108.al.nl> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


I agree, its the age old "My pooter is better than yours argument", and I 
shouldn't have been drawn in to it. My choice these days is Mac - I know 
PC's inside and out and have some very close contact with Microsoft, and I 
personally choose not to have much to do with them now if I can help it. 
Personal choice. Nothing wrong with that, and equally nothing wrong with 
liking PC's over Macs. Each to their own. 


At the end of the day, if it gets you connected to your little black box and 
coding cool games, then who cares what make the middle man is. 


Peter. 


>Yeah, your absolutly wright! Why should you mown over a system you don't 

>even have to use in the first place? And I think this discussion is 

>already done before... to much. 

> 

>DEnnis.. 

—-MESSAGE FILE 4530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03246 
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—-MESSAGE FILE 4531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003247 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: Tue, 5 Jan 1999 22:18:48 +0100 

Organization: Debri Productions 

Lines: 29 

Message-ID: <ldl6égq7.giutx5a5ovuiN@al-88-138.al.nl1> 

References: <36917A31.88FODF44@parny.force9.co.uk> <36921060.5CA155AF@cwcom.net> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 


I can't code any C... (except for Hello World). 


I think this manual would be an excelent idea, but don't expect anybody 
to have time for this. I think you can't create one major manual. In my 
oppinion, one person (or a group) could collect the manuals around and 
combine them in one pack. After most of the manuals are combined, make 
them public... and don't forget to credit everybody. 

Make this THE manual around and let everybody give comments and 
suggestions. Every time there are some major improvements, make a new 
version available. 

Why like this? You can't just change somebodies manual. You also can't 
make just one general manual, everybody has their own specialisation. 


What about one pdf-file called.. "THE BIG NET YAROZE MANUAL". 

The first about setting up the system 

The second chapter chapter could be about 2D (everybodies 2D piece) 
The thirth could be 3D (everybodies 3D piece) 

The fourth chapter about sound and music (everybodies music piece) 

The fifth chapter with general info about coding 

The sixt chapter with non-coding info like URL's of great memberpages, 
the best NY games and where to get them, maybe even the member profile 
List. 


But there should be just one central person or group that maintains this 
manual. 


But this is just what I think... 
DEnnis... 


—-MESSAGE FILE 4531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03247 


—-MESSAGE FILE 4532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003248 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: Tue, 05 Jan 1999 22:35:31 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 91 

Message-ID: <76u451$778@chuka.playstation.co.uk> 

References: <36917A31.88FODF44@parny. force9.co.uk> 
<36921060.5CA155AF@cwcom.net> <ldl6gq7.giutxS5a5ovuiN@al-88-138.al.nl> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Hi all, 
The format that I am working on, based on my own book's format, is like this 


Chapter 1 - Introducing Yaroze 
Compiling, uploading, and debugging with GCC and CodeWarrior 
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A very high level overview of the Yaroze hardware and internals 


Chapter 2 - Getting primitive 

An introducing to the primitives of the Yaroze, including Ordering 
tables, 

Frame buffer access and line and box drawing. Also touches on colours 
and 

transparency 


Chapter 3 - Working with TIM 
Uploading an image to the yaroze and displaying it 
Displaying part of an image 
Working with CLUTs 
Manipulating an image on the fly 
Images as Header files 


Chapter 4 - Taking control 
Working with the input devices 


---- that marks the first section of the book, the basic introduction 


Chapter 5 - 2d Animation 
Working with frames of animation 
Sharing colour palettes 
Rotation and scaling 


Chapter 6 - Sound 
Playing sounds 
Playing music 
Creating sounds 
Converting sounds 
Working with the CD 


Chapter 7 - Debugging 
Assertions 
Conditional Compilation 
Using GDB 
Using MWDebug 


Chapter 8 - putting it all together 
A simple game based around everything covered so far. 


--- That marks the end of the second section, reader now able to code 2d 
games 


Chapter 6 - 3D maths 
Working with 3d - what it is, how it works 
Translating 2d to 3d and back 
Z ordering 


Chapter 7 - more օո 3d 
Not sure on this one - still thinking about it 
Chapter 8 - even more 3d 


Again, no ideas here yet 


My 3D completely sucks, so I don't have too many ideas on what that part of 
the book is going to cover yet. The rest I have pretty much got figured out 
though, so not too many problems there. 


I'm going to do about a chapter a month, maybe more, and upload each chapter 
as they are done to my member's web site (membername = Alphafrog). 


The format of the book is going to be an extremely hands on introduction to 
doing stuff on the Yaroze, enough to get most people started. It will not be 
a reference book, and it certainly won't cover everything. I'm using the 
same layout style and text tone as my real books though, so its going to be 
quite fast, very chatty, and hopefully a lot of fun. 


If anyone has any other suggestions or requirements, then let me know. 
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Peter Wright. 


> 


>What about one pdf-file called.. "THE BIG NET YAROZE MANUAL". 

>The first about setting up the system 

>The second chapter chapter could be about 2D (everybodies 2D piece) 
>The thirth could be 3D (everybodies 3D piece) 

>The fourth chapter about sound and music (everybodies music piece) 


>The fifth chapter 


with general info about coding 


>The sixt chapter with non-coding info like URL's of great memberpages, 


>the best NY games 
>list. 


and where to get them, maybe even the member profile 


-—-MESSAGE FILE 4532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03248 


—-MESSAGE FILE 4533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003249 


Path: chuka.playstation.co.uk!news 


From: Craig Graham 


Lines: 26 


References: <3687A 


<c_graham@hinge.mistral.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Cool stuff 

Date: Wed, 06 Jan 1999 00:42:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


Message-ID: <3692B180.BC80EAA@hinge.mistral.co.uk> 


-uk> 
NNTP-Posting-Host: 
Mime-Version: 1.0 


E36.D3A11034@hinge.mistral.co.uk> <76t36e$771@chuka.playstation.co 


di-s7-39-telehouse.mistral.co.uk 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 


X-Accept—-Language: en 

Steve Dunn wrote: 

> Craig, 

> Did you remember to buy your Girlfriend anything while you were shopping 


> around for pressies for yourself? :) 


My mum bought me the steering wheel you cheeky ruffian.... 


> BIW, where's my invite for the wedding? 


We've got the invites on order at the moment, sending them out middle of the 


(when they've been 


printed, if they turn up). Big old bash @ the Ashdown Park 


(Wych Cross near East Grinstead), geet posh....... glad I'm not paying for 
Eos ic Zor 
-bugger - I am paying for it..... 
> Steve 
Craig 


-—-MESSAGE FILE 4533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03249 


—-MESSAGE FILE 4534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003250 


Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 
Date: 6 Jan 1999 08:01:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 28 

Message-ID: <01lbe394a$b99586a0S0a3ddec2@guildfoc> 
References: <36917A31.88FODF44@parny. force9.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Steve - 


This is a great idea. However, my suggestion would be that the document is 
written in the format of a 'revision 2' reference manual ¿ similar in 
structure to the one shipped with the Yaroze but much improved. (I'm sure 
we are all familiar with the deficiencies of the current one!). 


A first class reference manual that explained each library function 
(format, args, return value) but augmented this with a comprehensive 
description, example code, and a related/alternate functions list, would be 
equally useful for beginners and experts alike. 


In addition the structured format of such a reference manual and the 
discrete nature of each entry would enable NY members to volunteer to 
submit copy for the whole, or part, of a particular function for inclusion 
with the minimum of editing. 


- Miles 


Steve Parnell <steve@parny.force9.co.uk> wrote in article 
<36917A31.88F0DF44@parny.force9.co.uk>... 

> Hi all, 

> 

> It's been suggested and knocked about a hundred thousand times (at 
least), but I think it's time we 

> all put our heads together and made the definitive Net Yaroze Manual for 
newbies and oldies alike. 


—-MESSAGE FILE 4534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
03250 


—-MESSAGE FILE 4535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0003251 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace 

Date: 6 Jan 1999 08:11:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01be394c$3aa5e180S0a3ddec2@guildfoc> 
References: <36907556.7D71B27B@é@deskmail.com> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


The s/no is given to you on screen at the start of the installation but 
only if you install from the front-end application (pca62b.exe) in the 
route directory of the CD. I imagine that you ran the setup directly from 
the 'truspac2' directory - I made the same mistake :-) 


- Miles 


Brian West <briest@deskmail.com> wrote in article 

<36907556.7D71B27B@é@deskmail.com>... 

> Does anyone know where in the magazine the serial number for Truespace 
in PC Answers is? 


> 
> 
> I picked up a copy (for £12 !!!!!) in a Copenhagen newsagents so 
> I'm not sure if the serial number been deliberately left off or if I 
> just need a pair of glasses. 

> 

> 


—-MESSAGE FILE 4535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
03251 


Page 2890 


glish/000 


english/0 


glish/000 
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T 


--MESSAGE FILE 4536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003252 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: 6 Jan 1999 08:23:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01be394d$d01d51c0S0a3ddec2@guildfoc> 

References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz124la9m2N@al1-88- 
108.al.nl> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


The back issue idea is your best bet. PC Answers' back order hotline is +44 
(0) 1458 271127. 


On the subject of a zipped copy; this is almost certainly illegal - the 
magazine is licensed to distribute truespace on the cover CD. It's not 

freeware. Putting the disclainer in you e-mail did no good, the thought 
police are probably already on their way ;-) 


- Miles 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<1d10461.1dpvz124la9m2N@al1-88-108.al.nl>... 

> Tanvir Khan <2bad@lineone.net> wrote: 

> 


> You can almost always order back-up magazines. Try that! 


—-MESSAGE FILE 4536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03252 


—-MESSAGE FILE 4537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003253 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Incredible Playstation emulator for Mac! 
Date: Wed, 06 Jan 1999 13:57:06 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <36936BB2.84406195@easynet.co.uk> 
NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Yes, it's true. Only available on the Mac (and will only run on a G3 
Mac), Connectix have released Virtual Gamestation. Apparently it 
emulates the Playstation flawlessly, and on a 266MhZ G3 games such as 
Metal Gear Solid play very fluidly. And it only costs $49! Amazingly, 
this first version of the emulator does not require the Mac to have a 3D 
card (in fact, it currently does not support hardware 3D acceleration). 


This is certainly going to cause a stir among the emu community. 


Imagine being able to play your favourite Playstation games on your 
PowerBook while travelling to work or meetings! Or, if there's a way of 
getting it to play Net Yaroze executables, it would make a great testing 
and debugging tool. 


Anyone from Sony like to comment on the legal issues surrounding this 
incredible piece of software? 


Phil 
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—-MESSAGE FILE 4537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03253 


—-MESSAGE FILE 4538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003254 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Incredible Playstation emulator for Mac! 
Date: Wed, 06 Jan 1999 19:36:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3693BB3A.58D20FCF@hinge.mistral.co.uk> 
References: <36936BB2.84406195@easynet.co.uk> 
NNTP-Posting-Host: dl-s4-36-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


philip gooch wrote: 


Imagine being able to play your favourite Playstation games on your 
PowerBook while travelling to work or meetings! Or, if there's a way of 
getting it to play Net Yaroze executables, it would make a great testing 
and debugging tool. 


V V V V 


You can run NY exe's on a real PSX (so I hear), so no reason why you 
cann't on an emulator. Not that I'd know how though...... 


> Anyone from Sony like to comment on the legal issues surrounding this 
> incredible piece of software? 


Probably comes in under the same heading as Psyke, PSemu and Bleem 

On Chel PCs ա աոա Sony will sue the tit's of them if they ever go comercial. 
Ahh. the mac one is comercial. Over to the lawyers then (bet they've got 
the PS ROM's in there somewhere). 


> Phil 
Craig. 


—-MESSAGE FILE 4538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03254 


—-MESSAGE FILE 4539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003255 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Incredible Playstation emulator for Mac! 

Date: Wed, 06 Jan 1999 21:44:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3693D94D.13096E66@easynet.co.uk> 

References: <36936BB2.84406195@easynet.co.uk> <3693BB3A.58D20FCF@hinge.mistral.co.uk 
> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 
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Craig Graham wrote: 


You can run NY exe's on a real PSX (so I hear), so no reason why you 
cann't on an emulator. Not that I'd know how though...... 


VV V V V 


Codewarrior creates 'pure' PSX executables, and I assume the Connectix 
emulator will read 'gold' CDs, so it should be possible 


Ahh. the mac one is comercial. Over to the lawyers then (bet they've got 
the PS ROM's in there somewhere). 


V V V V 


Well, Connectix must have thought of this surely. They're a very successful, 
respected software company. Strangely, over the last few months, there have 
been rumours on various Mac sites that Apple and Sony were collaborating on a 
Playstation emulator for the Mac. Not sure what's in it for Sony, but there 
you go. 


Phil 


—-MESSAGE FILE 4539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03255 


—-MESSAGE FILE 4540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003256 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: Thu, 7 Jan 1999 00:46:41 +0100 

Organization: Debri Productions 

Lines: 6 
Message-ID: ՀԼ1417118.121էԷթոււհ12ց9086081-88-100.81.ուլ» 

References: <36917A31.88FODF44@parny.force9.co.uk> <36921060.5CA155AF@cwcom.net> <ld 
l6gq7.giutxS5a5ovuiN@al-—88-138.al.nl> <76u451$778@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 


That realy sound fine and dendy... but you will have your hands full on 
this. I wish you luck and I'll be looking out for it! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03256 


—-MESSAGE FILE 4541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003257 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Incredible Playstation emulator for Mac! 

Date: Thu, 7 Jan 1999 15:40:02 +1300 

Organization: Sidhe Interactive 

Lines: 26 

Message-ID: <7716da$779@chuka.playstation.co.uk> 

References: <36936BB2.84406195@easynet.co.uk> <3693BB3A.58D20FCF@hinge.mistral.co.uk 
> <3693D94D.13096E66@easynet.co.uk> 

NNTP-Posting-Host: p35-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Philip Gooch wrote in message <3693D94D.13096EF66@easynet.co.uk>... 
> 
Well, Connectix must have thought of this surely. They're a very successful, 
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>respected software company. Strangely, over the last few months, there have 
>been rumours on various Mac sites that Apple and Sony were collaborating on 
a 

>Playstation emulator for the Mac. Not sure what's in it for Sony, but there 
>you go. 


Sony probably makes a lot more on software than hardware sales these days, 
so I guess anything that would increase the user base and therefore 
software sales potential would be welcome. 


I haven't seen any comment from a Sony rep though. It would be interesting 
to see the official stance on the product. 


Regards 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


-—-MESSAGE FILE 4541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03257 


—-MESSAGE FILE 4542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003258 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: 07 Jan 1999 18:40:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Sender: toby@localhost.mel.cybec.com.au 

Message-ID: <8667ajexjc.fsf@localhost.mel.cybec.com.au> 
References: <36917A31.88FODF44@parny. force9.co.uk> 
NNTP-Posting-Host: finance0O.mel.cybec.com.au 
X-Newsreader: Gnus v5.5/XEmacs 20.4 - "Emerald" 


Steve Parnell <steve@parny.force9.co.uk> writes: 


> Hi all, 

> 

> It's been suggested and knocked about a hundred thousand times (at least), but I t 
hink it's time we 
> all put our heads together and made the definitive Net Yaroze Manual for newbies a 
nd oldies alike. 


Umm, what's wrong with the FAQ and George's tutorials already on the 
SCEE site? I'm not a newbie at all, but in the beginning I found the 
shipped manual plus the existing tutorials (Peter Passmore's, for eg.) 
more than enough to get going. Now there's the FAQ and tute on the 
main page, isn't it all there already? Wouldn't it be better to 
contribute to these than to start a new one? 


Toby. 
—-MESSAGE FILE 4542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03258 


-—-MESSAGE FILE 4543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003259 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool stuff 

Date: 07 Jan 1999 18:43:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Sender: toby@localhost.mel.cybec.com.au 
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Message-ID: <864sq2gbzt.fsf@localhost.mel.cybec.com.au> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76t36e$771@chuka.playstation.co 
-uk> <3692B180.BC80EFAA@hinge.mistral.co.uk> 

NNTP-Posting-Host: finance0O.mel.cybec.com.au 

X-Newsreader: Gnus v5.5/XEmacs 20.4 - "Emerald" 


Craig Graham <c_graham@hinge.mistral.co.uk> writes: 


> Steve Dunn wrote: 

> 

> > BIW, where's my invite for the wedding? 

> 

> We've got the invites on order at the moment, sending them out middle of the 
> month 

> (when they've been printed, if they turn up). Big old bash @ the Ashdown Park 
> Hotel 

> (Wych Cross near East Grinstead), geet posh....... glad I'm not paying for 

2 E ee os 

> 

> ...bugger - I am paying for it..... 


That wasn't a definite no, Steve! We can all expect our invites in 

the mail in a few weeks, eh guys? Heheh. 

Toby. 

—-MESSAGE FILE 4543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03259 


—-MESSAGE FILE 4544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003260 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Incredible Playstation emulator for Mac! 

Date: 07 Jan 1999 18:47:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Sender: toby@localhost.mel.cybec.com.au 

Message-ID: <863e5mgbsc.fsf@localhost.mel.cybec.com.au> 

References: <36936BB2.84406195@easynet.co.uk> <3693BB3A.58D20FCF@hinge.mistral.co.uk 
> <3693D94D.13096E66@easynet.co.uk> 

NNTP-Posting-Host: finance0O.mel.cybec.com.au 

X-Newsreader: Gnus v5.5/XEmacs 20.4 - "Emerald" 


Philip Gooch <philg@easynet.co.uk> writes: 


Craig Graham wrote: 


You can run NY exe's on a real PSX (so I hear), so no reason why you 
cann't on an emulator. Not that I'd know how though...... 


Codewarrior creates 'pure' PSX executables, and I assume the Connectix 
emulator will read 'gold' CDs, so it should be possible 


VVVVVVVVVV 
VVVVYV 


Or if the serial port is emulated properly you may be able to use your 

black NY cd - ahh, no you couldn't, unless you can stick the NY memory 

card dongle thing in the floppy drive, or something. Damn. I wonder 

how they emulate save games. 

Toby. 

—-MESSAGE FILE 4544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03260 


—-MESSAGE FILE 4545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003261 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: The Great Net Yaroze Manual Project 

Date: 7 Jan 1999 09:20:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 29 

Message-ID: <771u9p$7710@chuka.playstation.co.uk> 

References: <36917A31.88FODF44@parny. force9.co.uk> 
<36921060.5CA155AF@cwcom.net> <ldl6gq7.giutxS5a5ovuiN@al—-88-138.al.nl> <76u4 

51$778@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <76u451$778@chuka.playstation.co.uk>, dafrog@dapad.co.uk says... 


>My 3D completely sucks, so I don't have too many ideas on what that part of 
>the book is going to cover yet. The rest I have pretty much got figured out 
>though, so not too many problems there. 

> 

>I'm going to do about a chapter a month, maybe more, and upload each chapter 
>as they are done to my member's web site (membername = Alphafrog). 

> 

>The format of the book is going to be an extremely hands on introduction to 
>doing stuff on the Yaroze, enough to get most people started. It will not be 
>a reference book, and it certainly won't cover everything. I'm using the 
>same layout style and text tone as my real books though, so its going to be 
>quite fast, very chatty, and hopefully a lot of fun. 

> 

>If anyone has any other suggestions or requirements, then let me know. 

> 

>Peter Wright. 


That's a huge task to take to write all that. I started writing 
for the 40 or so demos I did for the tutorial and it was taking 
forever. I ran out of time and had to move onto other things. 
The best of luck. 


George 


—-MESSAGE FILE 4545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03261 


—-MESSAGE FILE 4546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003262 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool stuff 

Date: Thu, 7 Jan 1999 10:26:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <77223£$7711@chuka.playstation.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76t36e$771@chuka.playstation.co 
-uk> <3692B180.BC80EAA@hinge.mistral.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


>(Wych Cross near East Grinstead), geet posh....... glad I'm not paying for 
— a 

> 

>...bugger - I am paying for it..... 

> 


Paying for the wedding is just the start. You'll be paying for the rest 
of eternity. Thought youd've learned your lesson from me! : ( 
Still, you know what they say about Marriage..Guaranteed 5EX ! Brilliant 
for the first week! :D 


Net Yaroze newsgroups message dump.txt Page 2897 


When's the big day? 


Steve 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 


news : 3692B18 
> 
> 


0.BC80EAA@hinge.mistral.co.uk... 


>Steve Dunn wrote: 

> 

>> Craig, 

>> Did you remember to buy your Girlfriend anything while you were 


shopping 
>> around fo 
> 


r pressies for yourself? :) 


>My mum bought me the steering wheel you cheeky ruffian.... 


> 

>> BIW, wher 
> 

>We've got t 
the 

>month 
>(when they' 
Park 

>Hotel 
>(Wych Cross 
> oe 


>...bugger - 
> 

>> Steve 

> 

>Craig. 

> 

> 


—-MESSAGE FI 
03262 


—-MESSAGE FI 
0003263 
Path: chuka. 
From: Craig 
Newsgroups: 
Subject: Re: 
Date: Thu, 0 
Organization 
Lines: 26 
Message-ID: 
References: 
> <3693D94D. 
NNTP-Posting 
Mime-Version 
Content-Type 
Content-Tran 
X-Mailer: Mo 
X-Accept-—Lan 


Mario Wynand 


e's my invite for the wedding? 


he invites on order at the moment, sending them out middle of 


ve been printed, if they turn up). Big old bash @ the Ashdown 


near East Grinstead), geet posh....... glad I'm not paying for 


I am paying for it..... 


LE 4546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


LE 4547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


playstation.co.uk!news 
Graham <c_graham@hinge.mistral.co.uk> 
scee.yaroze.freetalk.english 

Incredible Playstation emulator for Mac! 
7 Jan 1999 13:44:59 +0000 

: PlayStation Net Yaroze (SCEE) 


<3694BA5B.A8C40C47@hinge.mistral.co.uk> 
<36936BB2.84406195@easynet.co.uk> <3693BB3A.58D20FCF@hinge.mistral.co.uk 
13096E66@easynet.co.uk> <7716da$779@chuka.playstation.co.uk> 

-Host: d2-s21-115-telehouse.mistral.co.uk 

TL SO 

: text/plain; charset=us-ascii 

sfer-Encoding: 7bit 

zilla 4.5 [en] (Win95; I) 

guage: en 


s wrote: 


> Sony probably makes a lot more on software than hardware sales these days, 


> so I guess 
> software s 


anything that would increase the user base and therefore 
ales potential would be welcome. 


I think the majority of Playstation profit comes from the sale of software 


rather than the hardware itself. 


Problem is, 


a PC or Mac emulator will play pirate CD's as well as real ones. 
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> I haven't seen any comment from a Sony rep though. It would be interesting 
> to see the official stance on the product. 


I'd be suprised if any of the lad's who read these groups are in a position to 
make a statement on that (no offense to James or George, but they aren't 
senior enough to make any official comment on it). 


> Mario 


Craig. 


—-MESSAGE FILE 4547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03263 


—-MESSAGE FILE 4548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003264 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <Colin_Hughes@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More cool stuff 

Date: Thu, 7 Jan 1999 15:56:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7721na$7713@chuka.playstation.co.uk> 

References: <3687AE36.D3A11034@hinge.mistral.co.uk> <76adlu$22924@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I was in HK as well for Xmas, although I spent most of my cash on 2 
DreamCasts ( plus all the games ) 

Plus I bought Zelda64 in Toys'R'us for about 30 quid and didn't notice that 
it wasnt a HK version ( Time to practise my Japanese reading ) 

R-Type Delta & R4 both cost around 30 quid. ( It was quite funny to see that 
the HK shop in Causeway bay got all of their PS machines from France!!! ) 


Nick Ferguson wrote in message <76ad1u$22924@chuka.playstation.co.uk>... 


>Well, while we're on the thread... (this is my last irrelevant post, 
honest) 

> 

> I got my bits and bobs for the new PC upgrade - all at the Golden 
>Arcade, Craig :-) and I thought you might like to see how much cheaper is 


>than the UK. I'm not gloating, honest. I'll also list the console stuff I 
>got "for a laugh"... 

> 

>Intel P2 350 CPU w/ OC fan - 140 quid 

>Asus P2B ATX motherboard - 80 quid 

>64 MB PC100 RAM - 50 quid 

>Retail boxed Diamond Viper TNT - 95 quid 

>ATX case and power supply - 21 quid 

>PS/2 k/b + mouse - 12 quid 


> 

>JAP Ridge Racer IV box set (+ JogCon and t-shirt) - 35 quid 
ՀՍՏ Turok 2 (N64) - 37 quid 

>US Rogue Squadron (N64) - 33 quid 

>US Zelda 64 *gold* - 65 (erp!) quid 

>US 4MB memory expansion (N64) - 20 quid 


>JAP Color Gameboy - 55 quid 
>US Zelda DX - 22 quid 


> 

>Wow! RR4 was well cheap - sorry for quoting over the odds when i took 
>pre-orders (which, not surprisingly, nobody took - I over-estimated by 
about 


>30 quid). Yes, it has been a HUGELY expensive Xmas for me ( a lot of the 
>above was Xmas pressies tho') but as it's my last time in HK (well, living 
>there) I thought I'd go a bit nuts. 

> 
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>And why not? :-) 
> 

>Nick F 

> 

> 


—-MESSAGE FILE 4548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03264 


—-MESSAGE FILE 4549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003265 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Incredible Playstation emulator for Mac! 
Date: Thu, 7 Jan 1999 17:43:20 +0100 

Organization: Debri Productions 

Lines: 11 

Message-ID: <1d1887u.147jjgkg0g9i4N@al-—88-131.al.nl1> 
References: <36936BB2.84406195@easynet.co.uk> 
NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Yep, but don't forget that a rather good PSX-emulator for PC is already 
around for a wile. The only bugger with that is the changing of bios.. 
or something like that. 

But seen the impact of the G3 powerbooks... this could be great. I 
played Futurecop L.A.P.D. in the train on my Powerbook, and that feld 
great. A laptop (or even better a powerbook) is so much better than a 
gameboy! | 


So again...: Mac is Back! 


DEnnis.. 
—-MESSAGE FILE 4549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03265 


—-MESSAGE FILE 4550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003266 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: Thu, 07 Jan 1999 23:20:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3695400f.12603942@www.netyaroze-europe. com> 
References: <36917A31.88FODF44@parny.force9.co.uk> 
NNTP-Posting-Host: pA9s03a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


I dont mind writing things, but it has to be said that there is enough 
out there generally, just that all of them tend to go down their own 
path when it comes to explaining things that are common to all the 
demo programs. 


Is that a problem? Well, I dont know, never bothered me, but then I 
only ever used the one tutorial supplied by my lecturer before doing 
my own stuff. 


If someone has a request like I said before then I dont mind trying to 
answer it, either personally or in a tutorial style but noone has 
taken up that large offer. Having said that, people have asked me 
small questions and owing to my general slackness about checking all 
my emails a few have gone missing. Apologies to anyone who has sent me 
emails and not got a reply. 


BTW, a lot of the Yaroze stuff just keeps getting better and better. 
Keep it up :) I still love looking at what people put together in 
their spare time, and being able to view team work in progress at Sony 
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over a huge period of time I think we do pretty well in comparison. 

Rob 

robert_swan@playstation.sony.com 

Getting annoyed messing around with my 4player doom like game. Decided 

to do like spyro and have further polys drawn without textures to 

speed it up - except that it doesnt (growl) 


—-MESSAGE FILE 4550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03266 


—-MESSAGE FILE 4551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003267 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: Thu, 07 Jan 1999 23:55:12 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 65 

Message-ID: <773his$7716@chuka.playstation.co.uk> 

References: <36917A31.88FODF44@parny.force9.co.uk> 
<3695400f.12603942@www.netyaroze-europe. com> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


I agree in many respects. There is a huge wealth of material out there in 
tutorial and FAQ form already, which is more than adequate for a great many 
people. I had no problems at all getting stuff up and running within a day 
using those resources alone. 


HOWEVER, despite the requirement that you should know C before you even 
start, despite the implied requirement that you should have at least a 
little game experience behind you, there are a great many users out there 
who have very limited experience of multimedia programming, and some with 
little or no experience of C. 


My plan is a simple one. While I think the "Great Net Yaroze Manual Project" 
is a neat idea, I can definately see a need for there to be a hands on, step 
by step walkthrough of the basics of the Yaroze that will lead people onto 
greater things, and lead them into the tutorials out there already. It would 
at the very least put people onto a common foundation of understanding when 
they go ahead and try to tackle the other fantastic tutorials out there. 


Aside from that, it gives me a fantastic opportunity to make sure that I 
haven't missed anything in my understanding of the Yaroze, and that can only 
be a good thing from the point of view of developing my own two games, as 
well as moving on with my goal of switching into the games industry. 


So, for that reason, Im still going ahead with the tutorial. It won't step 
on toes of the existing stuff out there, but it really is aimed at getting 
someone with just a passing knowledge of C up and running in the world of 
games and multimedia development with the Yaroze. If it helps others out 
there new to the platform then that's great. If it only helps me make sure I 
have missed nothing, then that's great too. 


Peter Wright. 


In article <3695400f.12603942@www.netyaroze-europe.com>, 
robert_swan@playstation.sony.com (Robert Swan) wrote: 


>I dont mind writing things, but it has to be said that there is enough 
>out there generally, just that all of them tend to go down their own 
>path when it comes to explaining things that are common to all the 
>demo programs. 

> 
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>Is that a problem? Well, I dont know, never bothered me, but then I 
>only ever used the one tutorial supplied by my lecturer before doing 
>my own stuff. 

> 

>If someone has a request like I said before then I dont mind trying to 
>answer it, either personally or in a tutorial style but noone has 
>taken up that large offer. Having said that, people have asked me 
>small questions and owing to my general slackness about checking all 
>my emails a few have gone missing. Apologies to anyone who has sent me 
>emails and not got a reply. 


> 
>BTW, a lot of the Yaroze stuff just keeps getting better and better. 
>Keep it up :) I still love looking at what people put together in 


>their spare time, and being able to view team work in progress at Sony 
>over a huge period of time I think we do pretty well in comparison. 

> 

>Rob 

> 

>robert_swan@playstation.sony.com 

> 

>Getting annoyed messing around with my 4player doom like game. Decided 
>to do like spyro and have further polys drawn without textures to 
>speed it up - except that it doesnt (growl). 

—-MESSAGE FILE 4551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03267 


—-MESSAGE FILE 4552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003268 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yarozer achieves critical acclaim 

Date: Fri, 8 Jan 1999 20:17:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <775pco$7721@chuka.playstation.co.uk> 
NNTP-Posting-Host: mfs-pci-bqp-vty9.as.wcom.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Just in case anybody doesn't get future gamer, this weeks 
issue has a write up on Charlies total soccer & basically 
says that it knocks Sensible Soccer into a cocked hat. 
Good work Charlie. 


http://www. futurenet.com/futuregamer/ 
its in the news section 


cheers 


Nick S 


—-MESSAGE FILE 4552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03268 


—-MESSAGE FILE 4553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003269 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer achieves critical acclaim 
Date: Sat, 09 Jan 1999 12:46:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <36974FA5.77EC@ecs.ox.ac.uk> 
References: <775pco$7721@chuka.playstation.co.uk> 
Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Hadn't seen it - cheers for pointing it out | 


Charlie 


Nick Slaven wrote: 

Just in case anybody doesn't get future gamer, this weeks 
issue has a write up on Charlies total soccer & basically 
says that it knocks Sensible Soccer into a cocked hat. 
Good work Charlie. 

http://www. futurenet.com/futuregamer/ 


its in the news section 


cheers 


VVVVVVVVVVV VV 


Nick S 
-—-MESSAGE FILE 4553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03269 


—-MESSAGE FILE 4554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003270 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Why did you get your Net Yaroze? 

Date: Sat, 9 Jan 1999 12:05:51 -0600 

Organization: Ed Federmeyer 

Lines: 53 

Message-ID: <77857tSm3r5@scea> 

References: <36917A31.88FODF44@parny.force9.co.uk> <3695400f.12603942@www.netyaroze- 
europe.com> <773his$7716@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Peter Wright wrote in message <773his$7716@chuka.playstation.co.uk>... 

> 

>HOWEVER, despite the requirement that you should know C before you even 
>start, despite the implied requirement that you should have at least a 
>little game experience behind you, there are a great many users out there 
>who have very limited experience of multimedia programming, and some with 
>little or no experience of C. 


I hope this does not seem judgmental, but I don't know how to 
phrase this question more tactfully. It's something I've often 
wondered about since the beginning of the Net Yaroze project: 


I am really just very very curious as to why people who don't know C 
or game programming would want to get into the Net Yaroze 
program? 


You need a PC or Mac to program the Net Yaroze anyway, so why 
not learn on that? What was it about the Net Yaroze that makes 
people want to learn C and game programming, when they could 
have done it all along on their PC/Mac? 


DEnnis is a good example of a non-programmer who seems to 
have a Net Yaroze plan and is following it. So he's the exception! 


But it seems like there are alot more people who have aspirations 
of learning C and game programming on the Net Yaroze, when the 
sign-up material clearly states that it won't be easy. 
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Why not download the free DJGPP and Allegro packages and 
write a few simple DOS games first? (For PC at least.) Then with 
that bit of "free" experience, spend the money on Net Yaroze. 


Any insights? Any at all? I'm just trying to understand the thinking 
here, not saying its bad or good. 


EdF 


P.S. One argument I've heard in favor of Net Yaroze vs. PC 
programming is that Net Yaroze is a "common platform", 

whereas you need to program for all the video card, sound 
card, etc combos on PCs. In fact, libraries like Allegro take 
care of that problem for you. And even if your program only 
runs on 1% of the PCs out there, that is still many many many 
times the number of Net Yarozes available. Plus, there is 

a definite division between PAL and NTSC Net Yaroze 

users, so it's not quite so "common platform" after all. 


P.P.S Now, for the rest of us (you know who you all are, I 
trust you! :-) Net Yaroze rocks! 
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—-MESSAGE FILE 4554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03270 


—-MESSAGE FILE 4555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003271 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Truespace please 

Date: Sat, 09 Jan 1999 19:35:11 +0000 
Organization: The Hex Heroes 

Lines: 17 
Message-ID: <3697AF6E.B52DAA5E@writeme.com> 


108.al.nl> 

NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


DEnnis Brinkhuis wrote: 


With this little bit of text, you make everybody ignore this "post" 
wether it is illegal or not. And just don't appologise in front.. 


nice.. 


> Thank you and a very happy New Year. 


VVVVVVVV 


Don't thank in front either, but a very happy new year to you to.. 
Crikey DEn - you're suffocating him... give the lad some elbow room! 
Thanks in advance =;0) 


James. 


You must think I'm a hard piece in the arss now, but realy I try to be 


References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz124la9m2N@al1-88- 


—-MESSAGE FILE 4555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03271 


—-MESSAGE FILE 4556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003272 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why did you get your Net Yaroze? 
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Date: 9 Jan 1999 23:40:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <01be3c29$599957e0S0a3ddec2@guildfoc> 

References: <36917A31.88FODF44@parny.force9.co.uk> <3695400f.12603942@www.netyaroze-— 
europe.com> <773his$7716@chuka.playstation.co.uk> <77857t$m3r5@scea> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


As regards games programming, I think the net-yaroze is an excellent 
system. Not only does it come ready equipped with a professional 2D/3D 
graphics library and a web-based support network but also, in comparison to 
a PC, the architecture is elegant and uncluttered. 


However, having read the postings from a number of novice 'C' programmers, 
it appears that many fall into the trap that has nothing to do with the 
development environment; they are trying to run before they can walk. 
Jumping straight into games development tutorials with little understanding 
or the underlying 'C' code - disaster, frustration and disillusionment. 


With this in mind, it surprises me that there isn't a 'C' programming 
news-group. I'm still beginner when it comes to NY but I do know a fair bit 
about 'C' so such as news-group would give people like me a chance to 
contribute more effectively. 


- Miles 


You need a PC or Mac to program the Net Yaroze anyway, so why 
not learn on that? What was it about the Net Yaroze that makes 
people want to learn C and game programming, when they could 
have done it all along on their PC/Mac? 


V V V V 


--MESSAGE FILE 4556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03272 


—-MESSAGE FILE 4557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003273 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Poo.pants@crap.weekend.uk 

Date: Mon, 11 Jan 1999 13:39:43 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 78 

Message-ID: <3699FF1F.B8538EE7@cwcom.net> 
NNTP-Posting-Host: 193.82.133.218 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello all, 
Just thought I'd share my weekend with you all.... 


Here's the story. Friday night - normally a night for drunken 
shinanigans and much laughter, but not this time. Օհ ոօ. I'd thought 
I'd earn a bit of dosh and fix someones PC for them. The CD drive 
wasn't being recognised. Nice 'n' easy. So, after an hour and a half, 
it was fixed and I'd earned myself £20. Loverly. 


Saturday - normally a day for recovering from the aforementioned drunken 
shinanigans and mucho laughter, but not this time. Օհ no (!). I 
decided it was about time Apples & Pears got launched as it was shaping 
up quite nicely. So, I implemented Mr Rutherfords Fsnapshot routines 
(www.netyaroze-europe.com/~mrfrosty ) (nice one James - email you 
soon!) and compiled my program. As I was downloading the complete game 
to my Yaroze, my girlfriend called for help - she'd somehow managed to 
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pierce a bottle of coke (in the wine rack of all places?) and it was 
spraying all over our nice new leather sofa and walls...... pants.: ( 


So, of I toddled to help, leaving my Yaroze to it's own devices while I 
uploaded my game. 10 minutes later, I went back to my Yaroze. Hmm, I 
thought, sounds awfully quiet - where's the wurring and purring of the 
fan of my PC. Oh dear, blacked out monitor. Օհ dear, PC's 

dead..... pants :( 


Well that's the jist of it all - my PC's motherboard is fried (don't 
know why...but it's definately the motherboard) which means I have had 
to order a brand new PC for (wait for it) £1400. But nevermind, at 
least my new one is a PII 350 with 128Mb. Yummy! 


This all means I had a very crap weekend. Just thought I'd share it! 


However, does anyone need any of the following - give me a reasonable 
price and I'11 gladly part with them 


PC Case - Desktop (was a Compaq Presario 7220) inc. Motherboard, 
Internal Fax/Modem (19200bps), P100 Pentium and Riser Board. (I've 
bundled the above as the motherboard is probably shagged - maybe even 
the processor too) 


4x4Mb (16Mb) Memory SIMMS 

Quad Speed CD-ROM (Sony) - Internal 

Internal Floppy Disk 

14inch Monitor with Side Mounted speakers - Good monitor quality though. 
Std PC Power Supply - Internal. 


Matrox Mystique 4MB Graphics Accelerator (2d/3d) with 3 Games and 
documentation (Scorched Earth, Mechwarrior 2, Destruction Derby 2) 


All of the kit (bar the Motherboard - maybe the P100 as well) is in good 
working order - if you like some of it send me an email at my work 
address (as obviously I'm not connected at home anymore!) 


boltonto@geest.co.uk 


Well, better go. Hopefully my first version of Apples&Pears will be out 
next weekend (I get the PC on Friday - that is unless the lorry stuck in 
France still stays stuck in France!), unless of course I get addicted to 
Half-Life running on my loverly new Voodoo 2 card which comes with it!! 


Thanks for listening!!! 
Cheers! 


Tones 8) 
Life can only get better now.... 
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—-MESSAGE FILE 4557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03273 


—-MESSAGE FILE 4558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003274 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The Great Net Yaroze Manual Project 
Date: Mon, 11 Jan 1999 18:11:43 +0100 
Organization: Debri Productions 
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Lines: 40 

Message-ID: <1ldlbi0m.1thz128knrjr8N@al—88-140.al.nl1> 

References: <36917A31.88FODF44@parny.force9.co.uk> <3695400f.12603942@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Robert Swan <robert_swan@playstation.sony.com> wrote: 


I dont mind writing things, but it has to be said that there is enough 
out there generally, just that all of them tend to go down their own 
path when it comes to explaining things that are common to all the 
demo programs. 


VVVVYV 


So my idea was not so bad afterall? Just put it all together in one big 
pdf and get a new version every time there are some major updates. 


If someone has a request like I said before then I dont mind trying to 
answer it, either personally or in a tutorial style but noone has 
taken up that large offer. Having said that, people have asked me 
small questions and owing to my general slackness about checking all 
my emails a few have gone missing. Apologies to anyone who has sent me 
emails and not got a reply. 


V V V V V V 


As far as my experiance goes, your doing fine.. 


BTW, a lot of the Yaroze stuff just keeps getting better and better. 
Keep it up :) I still love looking at what people put together in 
their spare time, and being able to view team work in progress at Sony 
over a huge period of time I think we do pretty well in comparison. 


MM NE M 


Stop it Rob, you even seem to have a possitive point of view about us, 
is that legal over there? (just teasing) 


Cheers, 


DEnnis.. 


I don't know how much Robert earns, I just think he deserves a raise 


—-MESSAGE FILE 4558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03274 


—-MESSAGE FILE 4559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003275 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Great Net Yaroze Manual Project 

Date: Mon, 11 Jan 1999 18:11:45 +0100 

Organization: Debri Productions 

Lines: 40 

Message-ID: <ldlbkwj.z5gicglsnudj4N@al-88-140.al.nl> 

References: <36917A31.88FODF44@parny.force9.co.uk> <3695400f.12603942@www.netyaroze-— 
europe.com> <773his$7716@chuka.playstation.co.uk> 

NNTP-Posting-Host: al—-88-140.al.nl 

X-Newsreader: MacSOUP 2.3 


Peter Wright <dafrog@dapad.co.uk> wrote: 


HOWEVER, despite the requirement that you should know C before you even 
start, despite the implied requirement that you should have at least a 
little game experience behind you, there are a great many users out there 
who have very limited experience of multimedia programming, and some with 


V V V V 
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> little or no experience of C. 
You got that right!! 


My plan is a simple one. While I think the "Great Net Yaroze Manual Project" 
is a neat idea, I can definately see a need for there to be a hands on, step 
by step walkthrough of the basics of the Yaroze that will lead people onto 
greater things, and lead them into the tutorials out there already. It would 
at the very least put people onto a common foundation of understanding when 
they go ahead and try to tackle the other fantastic tutorials out there. 


VVVVVV 


Well, this is a different story. So it's about a pre-manual for the 
complete dumbo's like me.. interesting! 


Aside from that, it gives me a fantastic opportunity to make sure that I 
haven't missed anything in my understanding of the Yaroze, and that can only 
be a good thing from the point of view of developing my own two games, as 
well as moving on with my goal of switching into the games industry. 


So, for that reason, Im still going ahead with the tutorial. It won't step 
on toes of the existing stuff out there, but it really is aimed at getting 
someone with just a passing knowledge of C up and running in the world of 
games and multimedia development with the Yaroze. If it helps others out 
there new to the platform then that's great. If it only helps me make sure I 
have missed nothing, then that's great too. 


VVVVVVVVV VV 


Personally I have no lack of experiance with MultiMedia. But for the 
rest this manual could be a gem to me. 
But I still think you will have a lot of work with it. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03275 


—-MESSAGE FILE 4560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003276 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Mon, 11 Jan 1999 20:28:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <369a5e83.1677395@news.playstation.co.uk> 

References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz124la9m2N@al1-88- 
108.al.nl> <3697AF6E.B52DAA5E@writeme.com> 

NNTP-Posting-Host: host5-99-57-157.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 09 Jan 1999 19:35:11 +0000, James Rutherford 
<hexheroes@writeme.com> wrote: 


>DEnnis Brinkhuis wrote: 


> 
>> With this little bit of text, you make everybody ignore this "post" 
>> wether it is illegal or not. And just don't appologise in front.. 


>> You must think I'm a hard piece in the arss now, but realy I try to be 
>> nice.. 

>> 

>> > Thank you and a very happy New Year. 

>> 

>> Don't thank in front either, but a very happy new year to you to.. 

> 


>Crikey DEn - you're suffocating him... give the lad some elbow room! 
> 

>Thanks in advance =;0) 

> 

>James. 


> 
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I didn't take DEnniss's comments the wrong, but thanks very much for 
your support James. 


Tanvir Khan 
—-MESSAGE FILE 4560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03276 


—-MESSAGE FILE 4561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003277 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace 

Date: Mon, 11 Jan 1999 20:53:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <369a6401.4482180@www.netyaroze-europe. com> 

References: <36907556.7D71B27Beédeskmail.com> <01be394cS$3aa5e180S0a3ddec2@guildfoc> 
NNTP-Posting-Host: pD7s0la01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Is this Truespace 2 that everyone is talking about? 

You'll be totally annoyed to hear then that Truespace 3 and 4 
comes with an export as RSD format. 

Granted it goes polygon division crazy, but it has it's uses. 
Apart from not including any texture information. 


—-MESSAGE FILE 4561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03277 


—-MESSAGE FILE 4562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003278 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Tue, 12 Jan 1999 09:56:36 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldlhqnw. 6nxue21g72xk0ON@al-—88-135.al1l.nl> 

References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz1241la9m2N@al1-88- 
108.al.nl> <3697AF6E.B52DAA5E@writeme.com> <369a5e83.1677395@news.playstation.co.uk> 
NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 


Tanvir Khan <2bad@lineone.net> wrote: 


I didn't take DEnniss's comments the wrong, but thanks very much for 
your support James. 


VV V V V 


Tanvir Khan 


Oh Tanvir, 


I must say that your site is improving... Dbut there is still a lot of 
work. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03278 


—-MESSAGE FILE 4563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003279 
Path: chuka.playstation.co.uk!macsuppor 
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From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Tue, 12 Jan 1999 10:15:10 +0100 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldlhc0On.m699tlrevagq2N@[194.151.88.143]> 
References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz124la9m2N@al1-88- 
108.al.nl> <3697AF6E.B52DAA5E@writeme.com> 
NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 


James Rutherford <hexheroes@writeme.com> wrote: 


> Crikey DEn - you're suffocating him... give the lad some elbow room! 
> 
> Thanks in advance =;0) 
> 
> 


James. 


Yeah... DEnnis the Suffocator... hehehehe... James, I'll take your 
advise... Sorry Tanvir.. I did not mean it in a bad way.. 

Cheers, 

DEnnis.. 


—-MESSAGE FILE 4563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03279 


—-MESSAGE FILE 4564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003280 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ha ha , naff coursework 

Date: Tue, 12 Jan 1999 11:36:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <77ffgg$svk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ah the joys of handing in coursework. After realising on Saturday I had a 
programming coursework due for today (Tuesday) which I hadn't started, I got 
to work on my Yaroze game. 


A lot of swearing and two late nights later and I end up with utter naff 
code and a program that doesn't work. Faced with the prospect of failing 
the module. I have a brainwave. Yes thats it, point out all of the mistakes 
in my code and say I've learnt a lot from them. Sorted, all I have to do is 
say what a poor programmer I am. That should could the lecturer happy :-) 


Oh well I may write the game and then post it. Only if you promise not to 
laugh 


Bob 


Robert Shand 
298rcs@tay.ac.uk 


—-MESSAGE FILE 4564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03280 


—-MESSAGE FILE 4565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003281 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Tue, 12 Jan 1999 20:26:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <369bafd2.675168@news.playstation.co.uk> 

References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz124la9m2N@al1-88- 
108.al.nl> <3697AF6E.B52DAA5E@writeme.com> <369a5e83.1677395@news.playstation.co.uk> 
<ldlhqnw. 6nxue21g72xk0N@al-88-135.al.nl> 

NNTP-Posting-Host: host5-99-53-131.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>> I didn't take DEnniss's comments the wrong, but thanks very much for 
>> your support James. 


>> Tanvir Khan 


>Oh Tanvir, 

> 

>I must say that your site is improving... but there is still a lot of 
>work. 

> 

>Cheers, 

> 

>DEnnis.. 


Thanks. 


Tanvir Khan 
—-MESSAGE FILE 4565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03281 


—-MESSAGE FILE 4566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003282 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace please 

Date: Tue, 12 Jan 1999 20:27:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <369bb003.723524@news.playstation.co.uk> 

References: <368d3a18.6244327@news.playstation.co.uk> <1d10461.1ldpvz124la9m2N@al1-88- 
108.al.nl> <3697AF6E.B52DAA5E@writeme.com> <ldlhc0On.m699tlrevaq2N@[194.151.88.143]> 
NNTP-Posting-Host: host5-99-53-131.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Yeah... DEnnis the Suffocator... hehehehe... James, I'll take your 
>advise... Sorry Tanvir.. I did not mean it in a bad way.. 

> 

>Cheers, 

> 

>DEnnis.. 


No problem mate. 


Tanvir Khan 
—-MESSAGE FILE 4566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03282 


—-MESSAGE FILE 4567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003283 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Truespace 

Date: Wed, 13 Jan 1999 10:54:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <369C7B70.3D6255A@hinge.mistral.co.uk> 
References: <36907556.7D71B27B@édeskmail.com> <01be394cS$3aa5e180S0a3ddec2@guildfoc> Հ 
369a6401.4482180@www.netyaroze-europe. com> 
NNTP-Posting-Host: d3-s45-201-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Robert Swan wrote: 

> Is this Truespace 2 that everyone is talking about? 

> You'll be totally annoyed to hear then that Truespace 3 and 4 
> comes with an export as RSD format. 


Really? I've got Truespace4 and couldn't find the RSD export. 


> Granted it goes polygon division crazy, but it has it's uses. 
> Apart from not including any texture information. 


Craig. 


—-MESSAGE FILE 4567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03283 


—-MESSAGE FILE 4568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003284 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace 

Date: Wed, 13 Jan 1999 12:50:28 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <77j09tSo5s2@scea> 

References: <36907556.7D71B27B@deskmail.com> <01be394c$3aa5e180$0a3ddec2@guildfoc> < 
369a6401.4482180@www.netyaroze-europe.com> <369C7B70.3D6255A@hinge.mistral.co.uk> 
NNTP-Posting-Host: tide71.microsoft.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


trueSpace 3 had .RSD support, but they took it out for version 4. Needless 
to say I've complained to them as much as possible about this. It's a royal 
pain to go back to .DXF exporting and converting. : ( 


-Steve 


Craig Graham wrote in message <369C7B70.3D6255A@hinge.mistral.co.uk>... 
> 

> 

>Robert Swan wrote: 

> 

>> Is this Truespace 2 that everyone is talking about? 

>> You'll be totally annoyed to hear then that Truespace 3 and 4 
>> comes with an export as RSD format. 

> 

>Really? I've got Truespace4 and couldn't find the RSD export. 

> 

>> Granted it goes polygon division crazy, but it has it's uses. 
>> Apart from not including any texture information. 

> 

>Craig. 

> 

> 
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—-MESSAGE FILE 4568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03284 


—-MESSAGE FILE 4569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003285 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Combine v1.5.4 

Date: Wed, 13 Jan 1999 16:58:15 -0500 

Organization: SCEA News Server 

Lines: 19 
Message-ID: <369D16F7.E6AAEE5@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 534.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3285 scea.yaroze.freetalk 
21098 


This just has a few minor changes in it. I figured that I might as well 
post it. 


http://www.datasys.net/users/stu/rquat/combv154.zip 


If you don't know what it is, I'll explain. This is a very powerful, 
flexible, and easy to use datafile combiner utility that reduces all of 
those TIM and TMD files to one neat, clean, and efficient file; creating 
an index header file for you to use in your programs. Everyone who's 
used it has loved it, so give it a shot. 


The full source code that is included is HEAVILY commented and flows 
logicly, so if you want to add a feature you can just punch it out real 
quick. Compiled with DJGPP, but it's in ANSI C so it should compile fine 
under any C compiler. 


Adios! 


"Darco 
-—-MESSAGE FILE 4569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03285 


—-MESSAGE FILE 4570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003286 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [Humour]The trials of Tech Support 

Date: 15 Jan 1999 18:26:43 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 78 

Message-ID: <770193Slbv@wyrddreams.demon.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


I got this memo from work.... 


"This is a true story from the WordPerfect helpline. Needless to say the 
helpdesk employee was fired. HOwever, he/she is currently suing the 
WordPerfect organization for 'Termination without Cause'. This is what 
happened. 


Ridge Hall computer assistant: "May I help you?" 

User: "Yes, well, I'm having trouble with WordPerfect." 

"What sort of trouble?" 

"Well, I was just typing along, and all of a sudden the words went away." 
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"Went away?" 
"They disappeared." 
"Hmmm. So what does your screen look like now?" 


"Nothing." 

"Nothing?" 

"It's blank. It won't accept anything when I type." 
"Are you still in WordPerfect or did you get out?" 


"How do I tell?" 

"Can you see the C: prompt on the screen?" 

"What's a sea-prompt?" 

"Never mind. Can you move the cursor around the screen?" 

"There isn't any cursor: I told you, it won't accept anything I type." 

"Does your monitor have a power indicator?" 

"What's a monitor?" 

"It's the thing with the screen that looks like a TV. Does it have a little 
light that tells you when it's on?" 

"I don't know." 

"Well, then look on the back of the monitor and find where the power cord goes 
into it. Can you see that?" 

"Yes, I think so." 

"Great. Follow that cord to the plug and tell me if it's plugged into the 
wall." 

Tose VES ast: le. P 

"When you were behind the monitor, did you notice that there are two cables 
plugged into the back of it, not just one?" 

"No $ " 

"Well there are. I need you to look back there again and find the other 
cable." 

"....Okay, here it is." 

"Follow it for me, and tell me if it's plugged securely into the back of your 
computer." 

"T can't reach." 

"Uh huh. Well, can you see if it is?" 


"No ի " 

"Even if you maybe put your knee on something and lean way over?" 

"Oh, it's not because I don't have the right angle - it's because it's dark." 
"Dark?" 


"Yes - the office light is off, and the only light I have is coming in from 
the window." 

"Well, turn on the office light then." 

TI amutu w 

"No? Why not?" 

"Because there's a power failure." 

"A power... a power failure? Aha, Okay, we've got it licked now. Do you 
still have the boxes and manuals and packing stuff your computer came in?" 
"Well, yes, I keep them in the closet." 

"Good. Go get them, and unplug your system and pack it up just like it was 
when you got it. Then take it Dack to the store you bought it from." 
"Really? Is it that bad?" 

"Yes, I'm afraid it is." 

"Well, all right then, I suppose. What do I tell them?" 

"Tell them you're too fucking stupid to own a computer." 


Ho ho ho, well it made me laugh... but then I can relate to it.... 


Take care, 


JT 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 

it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
—-MESSAGE FILE 4570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03286 


-—-MESSAGE FILE 4571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003287 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: [Humour]The trials of Tech Support 
Date: Sat, 16 Jan 1999 13:05:40 +0100 
Organization: Debri Productions 

Lines: 10 
Message-ID: <ldlql2y.19o0xpha6p5mkgN@al-—88-100.a1l.nl1> 
References: <770193Slbv@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: 81-88-100.81.ոլ 

X-Newsreader: MacSOUP 2.3 


heheheehe, 


Always nice to see how far more stopid people can be than I am. 


Cheers, 


DEnnis.. 


—-MESSAGE FILE 4571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03287 


-—-MESSAGE FILE 4572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003288 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Great Industry bust-ups... 

Date: Sun, 17 Jan 1999 00:20:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <77ra6tShoo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-221.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya all, 


Have you read the Dallas Observer's article on Ion Storm yet? Shows you what 
some out-of-control egos can do when they try... 


http://www.dallasobserver.com/1999/011499/featurel-1.html 

And when you're finished with that one, take a look at this report on the 
bust-up of Speccy codeshop Imagine and wonder if history's repeating itself 
again..? 

(thanks to ARRGH! for the link) 


http://www.arrgh.co.uk/reviews/imaginecrash.html 


Finally, a plug for the new site I write for - Loonygames! Check this 
article out for a somewhat sobering look at working in the games industry... 


http://www. loonygames.com/content/1.20/btc/ 


Have a good weekend - I guess this gives you something to look at if you're 
bored on Sunday! 


Nick "I will return" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03288 
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-—-MESSAGE FILE 4573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003289 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Humour]The trials of Tech Support 

Date: Sun, 17 Jan 1999 19:55:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <77tfafShoo9@chuka.playstation.co.uk> 
References: <770193Slbv@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: p09-goshawk-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hehehehehehe! ! 
That's quite a good one! 
Almost beats my mate's problem he had... 


He used to work on a support line for a company which had just published his 
program - he was on hand so he could offer users expert advice on a system 
which he had written. 


Anyway, one user called up who was having a problem with the installation 
procedure. 


User:"I'm having trouble getting my software to work." 

Mate:"Right, well what exactly is the problem...." 

User:"I don't know where to put this CD in..." 

Mate:"Sorry ? What do you mean you don't know where to put it in?" 

User:"I can't see a slot for it to go into on the PC!" 

Mate:"Oh, well you just find the button below the CD drive, and a tray will 
come out to collect the CD. Then you just put in the CD, press the button, 
and do what the computer tells you to." 


User: "What CD player?" 

Mate:"You mean you don't have a CD drive! What HAVE you got." 

User:"Um, a floppy disc drive, a power switch and a coffee holder..." 
Mate:"A coffee holder?" 

User: "Yeah, it works like the CD thing you were on about. I press a button, 
the tray comes out and I put my Coffee cup on there" 


Sad, but true! 
Cheers all, 
Tones 8) 


PS: Got my new PC!! Anyone with Half-life I'll see you on the 'net. I'm 
called Belcanto if you see me!! 


—-MESSAGE FILE 4573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03289 


—-MESSAGE FILE 4574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003290 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Humour]The trials of Tech Support 

Date: Mon, 18 Jan 1999 11:24:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <77v5ph$hooll@chuka.playstation.co.uk> 

References: <770193Slbv@wyrddreams.demon.co.uk> <77tfafShoo9@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: modem-20.yttrium.dialup.pol.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've heard this joke before, twice infact, it may have happened once but I 
can't belive every support department experiences this!?! I mean the damn 
drives have "compact disc" written on them for god sake :) 

Not to mention a drive light, ear phone sockets, volume control, etc........ 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Tones wrote in message <77tfafShoo9@chuka.playstation.co.uk>... 
>Hehehehehehe! ! 


> 

>That's quite a good one! 

> 

>Almost beats my mate's problem he had... 
> 


>He used to work on a support line for a company which had just published 
his 

>program - he was on hand so he could offer users expert advice on a system 
>which he had written. 

> 

>Anyway, one user called up who was having a problem with the installation 
>procedure. 

> 

>User: "I'm having trouble getting my software to work." 

>Mate: "Right, well what exactly is the problem...." 

>User:"I don't know where to put this CD in..." 

>Mate:"Sorry ? What do you mean you don't know where to put it in?" 
>User:"I can't see a slot for it to go into on the PC!" 

>Mate:"Oh, well you just find the button below the CD drive, and a tray will 
>come out to collect the CD. Then you just put in the CD, press the button, 
>and do what the computer tells you to." 

> 

>User: "What CD player?" 

>Mate:"You mean you don't have a CD drive! What HAVE you got." 

>User:"Um, a floppy disc drive, a power switch and a coffee holder..." 
>Mate:"A coffee holder?" 


>User: "Yeah, it works like the CD thing you were on about. I press a 
button, 

>the tray comes out and I put my Coffee cup on there" 

> 

>Sad, but true! 

> 

>Cheers all, 

> 

>Tones 8) 

>PS: Got my new PC!! Anyone with Half-life I'll see you on the 'net. I'm 
>called Belcanto if you see me!! 

> 


2916 


—-MESSAGE FILE 4574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03290 


—-MESSAGE FILE 4575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003291 
Path: chuka.playstation.co.uk!news 
From: george_bain@playstation.sony.com (George Bain) 


Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 


Subject: Net Yaroze Fame Game - OPM 

Date: 18 Jan 1999 16:58:22 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <77vp7eShool2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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Xref: chuka.playstation.co.uk scee.yaroze.announce:185 scee.yaroze.freetalk.english: 
3291 scee.yaroze.mydemos: 386 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 
e-mail me directly. 


Regards, 


George@SCEE 


—-MESSAGE FILE 4575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03291 


—-MESSAGE FILE 4576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003292 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Help Anyone? 

Date: Mon, 18 Jan 1999 20:03:32 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <36A39394.A97910CB@which.net> 
NNTP-Posting-Host: p68-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I need to know the code that is put into the Autoexec file in order to 
get SIOCONS to work, 

does anyone know? I also need to know how to do particle effects in 3D 
envoronments. 


-—-MESSAGE FILE 4576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03292 


—-MESSAGE FILE 4577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003293 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Anyone? 

Date: Mon, 18 Jan 1999 23:10:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <780es3Shool15@chuka.playstation.co.uk> 
References: <36A39394.A97910CB@which.net> 
NNTP-Posting-Host: dialup137-237.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Andrew Murray wrote in message <36A39394.A97910CB@which.net>... 
>I need to know the code that is put into the Autoexec file in order to 
>get SIOCONS to work, 


Put this line in config.sys if you're getting funny symbols when you run 
SIOCONS: 


devicehigh=c: \windows\command\ansi.sys 
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>does anyone know? I also need to know how to do particle effects in 3D 
>envoronments. 

Hmmm, let me rummage about in my autoexec.bat for the line to do that ;-) 

Try James Shaughnessy's page for a program that does particle explosions... 
(~shaughnj) - not sure about 3D stuff, though (I know, after a year - it's 


pathetic, innit?) 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03293 


—-MESSAGE FILE 4578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003294 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Humour]The trials of Tech Support 

Date: Tue, 19 Jan 1999 10:11:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <781lpaShool7@chuka.playstation.co.uk> 

References: <770193Slbv@wyrddreams.demon.co.uk> <77tfafShoo9@chuka.playstation.co.uk 
> <77v5ph$Shooll@chuka.playstation.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


Thought the green light indicated it was keeping you coffee warm? =) 
Steve 


Rad <rad@cyberdude.com> wrote in message 

news: 77v5phS$hooll@chuka.playstation.co.uk... 

> 

>I've heard this joke before, twice infact, it may have happened once but I 
>can't belive every support department experiences this!?! I mean the damn 
>drives have "compact disc" written on them for god sake :) 

>Not to mention a drive light, ear phone sockets, volume control, 

SUC ie ie Հաաա Կն» 


>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

>Tones wrote in message <77tfafShoo9@chuka.playstation.co.uk>... 
>>Hehehehehehe! | 

>> 

>>That's quite a good one! 

>> 

>>Almost beats my mate's problem he had... 

>> 

>>He used to work on a support line for a company which had just published 
>his 

>>program - he was on hand so he could offer users expert advice on a system 
>>which he had written. 

>> 

>>Anyway, one user called up who was having a problem with the installation 
>>procedure. 

>> 
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>>User:"I'm having trouble getting my software to work." 

>>Mate:"Right, well what exactly is the problem...." 

>>User:"I don't know where to put this CD in..." 

>>Mate:"Sorry ? What do you mean you don't know where to put it in?" 
>>User:"I can't see a slot for it to go into on the PC!" 

>>Mate:"Oh, well you just find the button below the CD drive, and a tray 
will 

>>come out to collect the CD. Then you just put in the CD, press the 
button, 

>>and do what the computer tells you to." 

>> 

>>User: "What CD player?" 

>>Mate:"You mean you don't have a CD drive! What HAVE you got." 
>>User:"Um, a floppy disc drive, a power switch and a coffee holder..." 
>>Mate:"A coffee holder?" 

>>User: "Yeah, it works like the CD thing you were on about. I press a 
>button, 

>>the tray comes out and I put my Coffee cup on there" 

>> 

>>Sad, but true! 

>> 

>>Cheers all, 

>> 

>>Tones 8) 

>>PS: Got my new PC!! Anyone with Half-life I'll see you on the 'net. I'm 
>>called Belcanto if you see me!! 

>> 

> 

> 


—-MESSAGE FILE 4578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03294 


-—-MESSAGE FILE 4579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003295 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Humour]The trials of Tech Support 

Date: Tue, 19 Jan 1999 13:58:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36A48F96.B4023D63@cwcom.net> 

References: <770193Slbv@wyrddreams.demon.co.uk> <77tfafShoo9@chuka.playstation.co.uk 
> <77v5phShooll@chuka.playstation.co.uk> <781lpaS$hool7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.193 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve wrote: 

> Thought the green light indicated it was keeping you coffee warm? =) 
Hehehehehe!!! 

Tones 8) 


—-MESSAGE FILE 4579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03295 


—-MESSAGE FILE 4580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003296 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Poo.pants@crap.weekend.uk 

Date: Tue, 19 Jan 1999 14:31:48 +0000 

Organization: The Hex Heroes 
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Lines: 20 

Message-ID: <36A49754.345E487A@writeme.com> 
References: <3699FF1F.B8538EE7@cwcom.net> 
NNTP-Posting-Host: hestia.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Tones wrote: 


VV VV V V V 


dead..... pants : ( 


So, I implemented Mr Rutherfords Fsnapshot routines... 


Hmm, 


So, of I toddled to help, leaving my Yaroze to it's own devices while I 
uploaded my game. 10 minutes later, I went back to my Yaroze. 
thought, sounds awfully quiet - where's the wurring and purring of the 
fan of my PC. Oh dear, blacked out monitor. Օհ dear, PC's 


I 


I'd just like to quickly distance myself (and my code) from any kind of 


criminal intent. 


[James desperately tries to remember whether he included an act of god 
disclaimer, before scurrying off and hiring the mother of all lawyers...] 


Bad luck Tony - hope the replacement makes up (from the sounds of it, 


will :օ) ) 


James. 


It 
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--MESSAGE FILE 4580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03296 


--MESSAGE FILE 4581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003297 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: a BAD thing 

Date: Tue, 19 Jan 1999 14:55:54 +0000 
Organization: The Hex Heroes 

Lines: 10 

Message-ID: <36A49CFA.4E36D918@writeme.com> 
NNTP-Posting-Host: hestia.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


I heard on the grapevine that the SCEE American mirror is no longer 


being updated. 
Is this true? 


If so, that's surely got to be a bad thing for both territories. 


Please someone, lay my fears to rest. 


James. 


--MESSAGE FILE 4581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03297 


--MESSAGE FILE 4582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003298 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The Great Net Yaroze Manual Project 
Date: Tue, 19 Jan 1999 15:56:27 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <36A4AB2B.207394FF@which.net> 
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References: <36917A31.88FODF44@parny.force9.co.uk> <3695400f.12603942@www.netyaroze-— 
europe.com> <ldlbi0m.1thz128knrjr8N@al-88-140.al.nl> 

NNTP-Posting-Host: p59-ibis-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


Robert Swan <robert_swan@playstation.sony.com> wrote: 


I dont mind writing things, but it has to be said that there is enough 
out there generally, just that all of them tend to go down their own 
path when it comes to explaining things that are common to all the 
demo programs. 


VVVV Vv 


So my idea was not so bad afterall? Just put it all together in one big 
pdf and get a new version every time there are some major updates. 


If someone has a request like I said before then I dont mind trying to 
answer it, either personally or in a tutorial style but noone has 
taken up that large offer. Having said that, people have asked me 
small questions and owing to my general slackness about checking all 
my emails a few have gone missing. Apologies to anyone who has sent me 
emails and not got a reply. 


V V V V V V 


As far as my experiance goes, your doing fine.. 


BIW, a lot of the Yaroze stuff just keeps getting better and better. 
Keep it up :) I still love looking at what people put together in 
their spare time, and being able to view team work in progress at Sony 
over a huge period of time I think we do pretty well in comparison. 


V V V V 


Stop it Rob, you even seem to have a possitive point of view about us, 
is that legal over there? (just teasing) 


Cheers, 


DEnnis.. 


I don't know how much Robert earns, I just think he deserves a raise 


VVVVVVVVVVVV NV N, NP, NV, N, NV N, NP NV, NE, NV N N N N N N N VV VV VV 


--MESSAGE FILE 4582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03298 


--MESSAGE FILE 4583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003299 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Autoexec and djsetup probs 

Date: Tue, 19 Jan 1999 17:36:08 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <36A4C288.A0FO0016C@which.net> 
NNTP-Posting-Host: p87-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Please tell me th lines I am supposed to add to my autoexec and djsetup 
files. 
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I have put in the code it suggests and nothing happens appart from 
Saying "Out of environment space" twice when I run djsetup the directory 
\tmp is on my harddrive so I don't know what is happening. The autoexec 
is supposed to enabe SIOCONS to be used in any directory I want 

in my case c:\yaroze . please help me. SIOCONS will not work or even 
communicate with the PSX yaroze. 


Thanks reply ASAP. 
Andrew Murray 


—-MESSAGE FILE 4583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03299 


—-MESSAGE FILE 4584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003300 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Autoexec and djsetup probs 

Date: Tue, 19 Jan 1999 17:56:01 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <36A4C731.427F4A5A@scee.sony.co.uk> 
References: <36A4C288.A0F0016C@which.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Check out the Programming FAQ on the New Members page. This tells you how to solve t 
he "Out of 
Environment space" problem. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Kamikaze Tutor: "Watch this, I only do it once." 
—-MESSAGE FILE 4584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03300 


—-MESSAGE FILE 4585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003301 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: OT: Artist Required ... 

Date: Wed, 20 Jan 1999 08:17:51 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <36A5912F.190D@ecs.ox.ac.uk> 
Reply-To: m93cec@ecs.ox.ac.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Off topic I know but you never know there may be someone lurking around 
here who may be interested 


My company is looking for a Graphic Artist / Designer. This will 
initially be a fairly junior position, and the main skills we are 
looking for are enthusiasm, talent and an interest in games & 
multi-media. 3D skills are not a requirement, but would be useful. 
The job is likely to be split between games and multi-media projects. 
Salary negotiable etc. dependant on experience .. blah blah. 


Oh and we're in Oxford. 
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mail me at charlie@livemedia.co.uk for more info. 

cheers 

Charlie 

PS - we're also on the lookout for programmers, for Summer Vacation 
work, or full time. 


—-MESSAGE FILE 4585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03301 


—-MESSAGE FILE 4586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003302 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Bleem.... 

Date: Wed, 20 Jan 1999 11:41:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <36A5CODC.C76A35AE@hinge.mistral.co.uk> 
NNTP-Posting-Host: d2-s53-147-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I'm aware that Sony don't condone emulators, and will probably sue the 
pants off the companys 
involved, but...... 


I got a chance to try the Bleem emulator the other day, and all I can 
say is wow..... 

On a K6-233, some games actually ran faster than on a real Playstation, 
and compatibility 

was amazing (running all games tried, including Medievil and GT). 


If sony were really interested in supporting the yaroze project without 
having to lay out 
on special hardware, they'd get a version done that emulated the 
Playstation serial port 
as a virtual COM3 (so you'd have a Yaroze with no actual hardware)...... 


My 10p's worth...won't happen, but hey - never mind eh? 


Craig. 


—-MESSAGE FILE 4586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03302 


—-MESSAGE FILE 4587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003303 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Lesson Dutch 

Date: Wed, 20 Jan 1999 16:02:38 +0100 

Organization: Debri Productions 

Lines: 36 

Message-ID: <ldlxg8z.lppywermi9oe8N@al-—88-108.a1l.nl1> 
NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Yes = Ja 
No = Nee 
Hello = Hallo 
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Well done = Goed gedaan 

Thank You = Dank je 

Please = Alsjeblieft 

Nice = Mooi 

Today = Vandaag 

Tomorrow = Morgen 

Yesterday = Gisteren 

Much work = Veel werk 

Not possible = Kan niet 

Cool = Gaaf or Heftig or Tof 

I need to go to the toilet = Ik moet even naar de WC 
To barf (throw up) = Kotsen (over geven) 
Monday = Maandag 

Tuesday = Dinsdag 

Wednesday = Woensdag 

Thursday = Donderdag 

Friday = Vrijdag 

Saturday = Zaterdag 

Sunday = Zondag 

Car = Auto 

Bike = Fiets 

Dork = Sukkel 

Nerd = Eikel 
Arshole = Klootzak 

More = Meer 

Less = Minder 

Much = Veel 

Some = Weinig 

Apple = Appel 

Bird (girl) = Meissie 

Bloke = Gozer 

Pal = Makker 

Work = Werk 

—-MESSAGE FILE 4587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03303 


—-MESSAGE FILE 4588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003304 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Berlin jobs ... 

Date: Wed, 20 Jan 1999 17:58:20 +0000 
Organization: Middlesex University 

Lines: 5 

Message-ID: <36A6193C.3ABC@mdx.ac.uk> 
Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: peter-cs.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi; 

I was contacted by someone in Berlin who is looking for PSX people, they 

can be contacted at Marlies Schiller <schiller@bvm.de> if you're 

interested... 

Peter. 

—-MESSAGE FILE 4588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03304 


—-MESSAGE FILE 4589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003305 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Timv 

Date: Wed, 20 Jan 1999 19:29:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36A62E87.7816DDD8@which.net> 
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NNTP-Posting-Host: p47-ibis-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Does anyone know how to mak the timv app run in PAL mode? I have used it 
two times and I can't seem to change the mode, help? 


By the way thanks to those people that hepled me before my SIOCONS works 
now, it was a problem with my autoexec.bat. 


Thanks 


—-MESSAGE FILE 4589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03305 


-—-MESSAGE FILE 4590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003306 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Why is it that... 

Date: Wed, 20 Jan 1999 19:33:13 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36A62F79.6DB942B6@which.net> 
References: <36595EA3.21831B2A@easynet.co.uk> 
NNTP-Posting-Host: p47-ibis-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I'm into martial arts and rock climbing but not the other two. Techno 
sucks. 


Phil Gooch wrote: 


> all programmers 

> 

> 1) Like techno and drum 'n bass 

> 2) Play guitar 

> 3) Are into martial arts, rock climbing or snow boarding 
> 

> Answers on a postcard please 

> 

> Phil 


-—-MESSAGE FILE 4590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03306 


—-MESSAGE FILE 4591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003307 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Wed, 20 Jan 1999 20:41:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
Message-ID: <36A63163.FB939D83@mundivia.es> 
References: <ldlxg8z.lppywermi9o0e8N@al—88-108.a1l.nl1> 
NNTP-Posting-Host: ninfovia237.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 
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...and now insert 
['click'] 


"spanish' 


Yes = 
No = 
Hel] 
Well done = Bien hecho 
Thank You = Gracias 
Please = Por favor 
Nice = Bonito 

Today = Hoy 
Tomorrow = 
Yesterday = Ayer 

Much work = Mucho trabajo 
Not possible = Imposible 
Cool = Acojonante 

I need to go to the toilet = 
me 

meo!!!" ) 

Monday = Lunes 

Tuesday = Martes 

Wednesday = Miércoles 
Thursday = Jueves 

Friday = Viernes 

Saturday = Sabado 

Car = Coche 

Bike = Bici 

More = Mas 

Less = Menos 

Much = Demasiado 

Some = Algunos 

Apple = Manzana 

Bird (girl) = Pájara 

Work = Trabajo 

Sky = Cielo 

Keyboard = Teclado 

Screen = Pantalla 

Hard disk = Disco duro 

Pad = Mando 

Push Pulsar 

Open = Abrir 

Close = Cerrar 


Mañana 


Tengo que 


չ-))) 
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cd and push 'play' to start the lesson two... 


ir al 


servico ( if you can't wait...: "jjjQue 


—-MESSAGE FILE 4591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03307 


—-MESSAGE FILE 4592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003308 
Path: chuka.playstation.co.uk!macsuppor 


From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Wed, 20 Jan 1999 23:11:40 +0100 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldlydg7.lov94ahb101feN@al-—88-100.a1.nl1> 
References: 


NNTP-Posting-Host: 81-88-100.81.ու 
X-Newsreader: MacSOUP 2.3 


<ldlxg8z.lppywermi 90e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 


Javier Ventoso <javier0003@mundivia.es> wrote: 


What means: 
No tengo di nero? 
Cheers, 


DEnnis.. 
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—-MESSAGE FILE 4592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03308 


-—-MESSAGE FILE 4593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003309 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Berlin jobs ... 
Date: Wed, 20 Jan 1999 23:11:41 +0100 
Organization: Debri Productions 
Lines: 12 
Message-ID: <ldlydq4.11k0zs91x1f0gN@al-—88-100.al.nl1> 
References: <36A6193C.3ABC@mdx.ac.uk> 
NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 


Peter Passmore <p.passmore@mdx.ac.uk> wrote: 


Hi, 

I was contacted by someone in Berlin who is looking for PSX people, they 
can be contacted at Marlies Schiller <schiller@bvm.de> if you're 
interested... 

Peter. 


VV V V V 


Anything near Almelo (Holland) ;-) 


Dennis.. 
--MESSAGE FILE 4593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03309 


—-MESSAGE FILE 4594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003310 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Thu, 21 Jan 1999 08:15:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36A6D42B.C9320E21@mundivia.es> 

References: <ldlxg8z.lppywermi9oe8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-—88-100.al.nl> 

NNTP-Posting-Host: ninfovial8.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


Javier Ventoso <javier0003@mundivia.es> wrote: 
What means: 
No tengo di nero? 


Cheers, 


VVVVVVV VV 


DEnnis.. 
"No tengo dinero" means "I have no money". 
Saludos ( Cheers ). ;-) 


Javi. 


—-MESSAGE FILE 4594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03310 


—-MESSAGE FILE 4595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003311 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Humour]The trials of Tech Support 

Date: Thu, 21 Jan 1999 13:06:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7878j6Sn1i3@chuka.playstation.co.uk> 

References: <770193Slbv@wyrddreams.demon.co.uk> <77tfafShoo9@chuka.playstation.co.uk 
> <77v5phShooll@chuka.playstation.co.uk> <781lpaS$hool7@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-20.lead.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steve Dunn wrote in message <781llpa$hool7@chuka.playstation.co.uk>... 
>Thought the green light indicated it was keeping you coffee warm? =) 
> 

>Steve 

> 


hehehe, no thats the red light. Come to think of it, they were right - it is 
a coffee holder: 

* the volume control is really a temperature control 

* the earphone socket is really where you put your straw - so you can drink 
ya coffee (or coke) hands free! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03311 


—-MESSAGE FILE 4596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003312 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: BloodShed Demo w/source 

Date: Thu, 21 Jan 1999 15:43:28 -0500 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <36A79170.420F8CBO@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 449.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3312 scea.yaroze.freetalk 
1111. 


BloodShed is a game project that I'm working on at the moment. It's a 3D 
Mech battle game with randomly generated playing environments - Over 4 
billion different levels! 


Right now, it's still very sparse - instead of a mech you are a cube, 

and only verticle colision detection has been implemented. But it does 
have split screen 2 player, and a randomly genreated level for you to 

hop around in! 


Grab it here. 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodshed.zip 
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Full source is included, and it's pretty heavily commented. If you want 
to recompile, read the readme.txt file. 


Just download it and tell me what you think. If you are using a normal 
controler, Triangle jumps. If you are using an analog controler, the 
control scheme is like a tank. To jump, move the sticks away from each 
other. 


To switch to split screen mode, press square and vice versa. Split mode 
is kinda buggy though - it locks up often! 


It takes a while for it to get everything set up, so watch the computer 
screen to see it's startup progress. It uses ANSI codes for color 
debugging output. 


Because it dumps so much for debugging, you probably won't have much 
luck trying to get it to work using pscommutil. You can turn off the 
debugging output by editing MAIN.H and uncommenting the verbrose mode 
macro and then recompiling. 


Have fun! 


"Darco 
—-MESSAGE FILE 4596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03312 


—-MESSAGE FILE 4597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003313 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controler Prepheral Management 

Date: Thu, 21 Jan 1999 15:44:04 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <36A79194.2079DA88@datasys.net> 

References: <35EDE6BA. 8D8EA6E9@bigfoot.com> <O01lbdd6b9S862afd20S$f2e832a2@gbain.wav.sc 
ee.sony.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 449.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


George Bain wrote: 

> 

> Hi there, 

> 

> Check out my "Peripherals Tester" example of my tutorial. 
> 


Ok, I'll check it out. What I was really trying to do was start a 
discussion thread on controler wrappers and methods. 


See, I just recently finished a really cool controler wrapper system 
that makes it so easy to add new controler layouts. Curosity got the 
best of me, and I just wanted to find out how everyone else handled 
controler management issues. I'll eventually dump my method onto the 
newsgroups, but I want to finish up a few rough edges of code before I 
do that. 


*Looks at some of George's controler code* 


Very nice implementation! I like your logical structure and union system 
- it suports every controler without adding any code overhead. (Possibly 
even saving some) 


I'll go ahead and tell how my system works. It consists of 3 

structures... 

—-MESSAGE FILE 4597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03313 
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-—-MESSAGE FILE 4598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003314 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Artist Required š 

Date: Thu, 21 Jan 1999 23:20:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36a7b64e.1834583@news.playstation.co.uk> 
References: <36A5912F.190D@ecs.ox.ac.uk> 
NNTP-Posting-Host: host5-99-49-215.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I would apply but I live in Slough (near London), Oxford is a slightly 
out of reach. 


oh well. 


Tanvir Khan. 
—-MESSAGE FILE 4598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03314 


—-MESSAGE FILE 4599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003315 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Thu, 21 Jan 1999 18:46:13 -0500 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <36A7BC45.427F2EC4@datasys.net> 

References: <ldlxg8z.lppywermi9oe8N@al-—88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 449.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


DEnnis Brinkhuis wrote: 


> 

> Javier Ventoso <javier0003@mundivia.es> wrote: 

> 

> What means: 

> 

> No tengo di nero? 

> 

That's dinero, not "di nero"... The phrase translates into "I have no 
money". (Wow, I actually used something I learned in spanish class!) 


Where's you hear that from? A movie? A friend? 


"Darco 
—-MESSAGE FILE 4599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03315 


—-MESSAGE FILE 4600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003316 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Edinburgh Yaroze meet v2.0 

Date: Fri, 22 Jan 1999 00:37:58 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <788h8nShr51@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-42.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya, 

I'm hoping to organise a Yaroze meet in Edinburgh, hopefully sometime in 
late February. Check the scee.yaroze.event newsgroup for more details of 
who, when and why. This was a public service announcement! :-) 


"Freedooooooooom!!!" *hem* 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03316 


—-MESSAGE FILE 4601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003317 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Thu, 21 Jan 1999 16:59:59 -0800 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <36A7CD8F .F37A6E40@vmlabs.com> 

References: <ldlxg8z.lppywermi9oe8N@al-—88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
NNTP-Posting-Host: vmlabs31.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Translating into "Engineer Speak" 


Yes = Yeah 

No = Nope or Nah 

Hello = Hey or What's up 

Well done = Awesome 

Thank You = <translation not found> 

Please = <translation not found> 

Today = When you are doing the work 

Tomorrow = When you will finish the work 

Yesterday = When the work was supposed to be done 

Much work = Typical day 

Not possible = Typical day 

Cool = Computer Shopper 

I need to go to the toilet = I drank too many Cokes today 
Monday = #S%*&S!!! 

Tuesday = Blow off the day at Fry's (someone should localize that for 
the UK) 

Wednesday = Hump day 

Thursday = Blow off the day at Fry's (someone should localize that for 
the UK) 

Friday = Leave work by 5pm 

Saturday = Leave work by 4pm 

More = What managers want 

Less = What managers get 

Apple = ~Intel 

Girl = 72727237 
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Work = Life 

Sky = Never seen it 

Keyboard = Fingertip extension 
Screen = Eyeball strainer 


>) 

Scott 

—-MESSAGE FILE 4601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03317 


—-MESSAGE FILE 4602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003318 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <stever@tw2.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: anti-import games 

Date: Fri, 22 Jan 1999 09:23:09 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <36A8437D.B380CB1D@tw2.com> 
NNTP-Posting-Host: china.tw2.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


There seems to be a batch of games coming out of japan that can't be run 
on chipped playstations. Current rumours suggest that final fantasy 
VIII is going to be one such game. 


Does anyone know how this will affect the yaroze? To my mind it should 
run them ok, but has anyone actually tried a yaroze with any of these 
games. 


steve 
—-MESSAGE FILE 4602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03318 


—-MESSAGE FILE 4603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003319 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Ode to C 

Date: Fri, 22 Jan 1999 10:11:37 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <36A84ED9.7A1B@bristol.ac.uk> 
NNTP-Posting-Host: n39.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


This has been doing the rounds over the uni network at the moment, 
enjoy... 


Ox0d2C 


May your signals all trap 

May your references be bounded 
All memory aligned 

Floats to ints rounded 


Remember 
Non-zero is true 


++ adds one 
Arrays start with zero 
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and, NULL is for none 


For octal, use zero 
Ox means hex 

= will set 
== means test 


use -» for a pointer 
a dot if its not 
? : is confusing 
use them a lot 


a.out is your program 
there's no U in foobar 
and, char (*(*x())[])(Q is 
a function returning a pointer 
to an array of pointers to 
functions returning char 
—-MESSAGE FILE 4603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03319 


—-MESSAGE FILE 4604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003320 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great Industry Եստե-սքտ... 

Date: Fri, 22 Jan 1999 06:09:37 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36a8152b.493256585@news.scea.sony.com> 

References: <77ra6tShoo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-119-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Nick, 


>Finally, a plug for the new site I write for - Loonygames! Check this 
>article out for a somewhat sobering look at working in the games industry... 
> 

>http://www.loonygames.com/content/1.20/btc/ 


Good article. One thing really surprised me about it. The happy 
ending. Why? Because, in every issue of Next Generation I read, two 
companies always have help wanted ads in the back. Stormfront, and 
Tiburon. To hear Stormfront is a good company to work for is a 
surprise, considering they never cease advertising for new hires. Must 
be a strategy to that approach... 

Learn something new everyday. 


-Matt 


--MESSAGE FILE 4604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03320 


--MESSAGE FILE 4605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003321 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a BAD thing 

Date: Fri, 22 Jan 1999 06:11:38 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <36a8166f.493580506@news.scea.sony.com> 

References: <36A49CFA. 4E36D918@writeme. com> 

NNTP-Posting-Host: client-119-43.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I heard on the grapevine that the SCEE American mirror is no longer 
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>being updated. 
>Is this true? 


Our server was full, we could not post for days. Everythings normal 
now. It just needed a good sweeping. 


-Matt 


--MESSAGE FILE 4605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03321 


--MESSAGE FILE 4606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003322 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: 22 Jan 1999 12:32:48 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 25 

Message-ID: <789r5gShr54@chuka.playstation.co.uk> 
References: <788h8nShr51@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


I'll come on up if you buy me loads of beer. 


George 


In article <788h8nShr51@chuka.playstation.co.uk>, nickf@saqnet.co.uk says... 
> 

>Hiya, 

> 

>I'm hoping to organise a Yaroze meet in Edinburgh, hopefully sometime in 
>late February. Check the scee.yaroze.event newsgroup for more details of 
>who, when and why. This was a public service announcement! :-) 

> 

>"Freedooooooooom!!!" *hem* 

> 

>Nick F 

> 
>www.saqnet.co.uk/users/nickf 
>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 
> 

>"Game over, man. Game over!" 

> 

> 


—-MESSAGE FILE 4606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03322 


-—-MESSAGE FILE 4607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003323 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: anti-import games 

Date: 22 Jan 1999 12:36:00 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <789rbgShr55@chuka.playstation.co.uk> 
References: <36A8437D.B380CB1ID@tw2.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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The Net Yaroze isn't a "chipped" PlayStation. 
All legit import games will work fine. 


George 


In article <36A8437D.B380CBID@tw2.com>, stever@tw2.com says... 


> 

>There seems to be a batch of games coming out of japan that can't be run 
>on chipped playstations. Current rumours suggest that final fantasy 
>VIII is going to be one such game. 

> 


>Does anyone know how this will affect the yaroze? To my mind it should 
>run them ok, but has anyone actually tried a yaroze with any of these 
>games. 

> 

>steve 


—-MESSAGE FILE 4607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03323 


—-MESSAGE FILE 4608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003324 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: Fri, 22 Jan 1999 13:04:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <789sr9Shr57@chuka.playstation.co.uk> 

References: <788h8nShr51@chuka.playstation.co.uk> <789r5g$hr54@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


When you say beer do you mean BEER, or that Canadian gubbins? 


Bob Shand 


George Bain wrote in message <789r5gShr54@chuka.playstation.co.uk>... 
111 come on up if you buy me loads of beer. 

> 

>George 

> 


—-MESSAGE FILE 4608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03324 


—-MESSAGE FILE 4609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003325 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Producing Graphics for Yaroze members 

Date: 22 Jan 1999 14:42:58 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 31 

Message-ID: <78a2piShr59@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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Dear Sir/Madam..... 


I have been looking through an old copy of Edge magazine and read about 
members being interested in meeting people who want to produce graphics 
for games. 


I am very interested in produceing in game graphics (2D or 3D, possible 
FMV) as it is the direction which I would like to take my career.I am 
currently useing Lightwave 3D and Photoshop but have access to other 
programs. 


If you could forward any information on to me or pass my e mail address 
onto members of the Yaroze comunity I would be most grateful. 


my e mail address is 


pgosling@hotmail.com 


Thanks 
Peter Gosling 


—-MESSAGE FILE 4609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03325 


-—-MESSAGE FILE 4610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003326 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: 22 Jan 1999 14:50:01 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <78a36pShr510@chuka.playstation.co.uk> 

References: <788h8nShr51@chuka.playstation.co.uk> <789r5gShr54@chuka.playstation.co. 
uk> <789sr9Shr57@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


What do we have here? A comedian? 

That Canadian gubbins (gubbins?!?!) happens 

to be better then that Scottish urine you drink 
up there :) 


P.S. Rob, Bob are planning to show up? Let me know. 


George 


In article <789sr9Shr57@chuka.playstation.co.uk>, 298rcs@tay.ac.uk says... 
> 


>When you say beer do you mean BEER, or that Canadian gubbins? 

> 

>Bob Shand 

> 

>George Bain wrote in message <789r5gS$hr54@chuka.playstation.co.uk>... 
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>>I'll come on up if you buy me loads of beer. 
>> 

>>George 

>> 

> 


—-MESSAGE FILE 4610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03326 


—-MESSAGE FILE 4611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003327 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a BAD thing 

Date: Fri, 22 Jan 1999 15:23:20 +0000 

Organization: The Hex Heroes 

Lines: 13 

Message-ID: <36A897E7.2EB472DB@writeme.com> 

References: <36A49CFA.4E36D918@writeme.com> <36a8166f.493580506@news.scea.sony.com> 
NNTP-Posting-Host: odie.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Matthew Hulett wrote: 


> Our server was full, we could not post for days. Everythings normal 
> now. It just needed a good sweeping. 


Glad to hear that someone hired Mrs. Mopp - it was our server I was 
worried about, actually, in that I heard a rumour that SCEA was no longer 
being mirrored. 


As far as I can tell, this isn't the case, so everyfink's hunky dory. 
James. 


—-MESSAGE FILE 4611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03327 


—-MESSAGE FILE 4612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003328 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Fri, 22 Jan 1999 15:26:51 +0000 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <36A898BA.63DB76C@writeme.com> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> 

NNTP-Posting-Host: odie.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Darco wrote: 


> That's dinero, not "di nero"... The phrase translates into "I have no 
> money". (Wow, I actually used something I learned in spanish class!) 
> 

> Where's you hear that from? A movie? A friend? 


Your bank manager? =;0) 
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James. 


—-MESSAGE FILE 4612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03328 


—-MESSAGE FILE 4613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003329 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: Fri, 22 Jan 1999 15:31:32 +0000 

Organization: The Hex Heroes 

Lines: 14 

Message-ID: <36A899D3.4B40FFAD@writeme.com> 

References: <788h8nShr51@chuka.playstation.co.uk> <789r5g$hr54@chuka.playstation.co. 
uk> <789sr9Shr57@chuka.playstation.co.uk> <78a36pShr510@chuka.playstation.co.uk> 
NNTP-Posting-Host: odie.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


George Bain wrote: 
> What do we have here? A comedian? 
Nope, a conniseur. =;0) 


> That Canadian gubbins (gubbins?!?!) happens 
> to be better then that Scottish urine you drink 
> up there :) 


So I guess you'd be bringing your own tipple then... 
James. 


—-MESSAGE FILE 4613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03329 


-—-MESSAGE FILE 4614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003330 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: a BAD thing 

Date: Fri, 22 Jan 1999 10:49:21 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36a85762.5524612@news.scea.sony.com> 

References: <36A49CFA.4E36D918@writeme.com> <36a8166f.493580506@news.scea.sony.com> 
<36A897E7.2EB472DB@writeme.com> 

NNTP-Posting-Host: client-151-198-130-217.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Glad to hear that someone hired Mrs. Mopp - it was our server I was 
>worried about, actually, in that I heard a rumour that SCEA was no longer 
>being mirrored. 


I assumed the misunderstanding was because members saw no new 
headers from our server being mirrored to yours over the past week. 
This was because there weren't any, for the aforementioned reason. 


Cheers, 
Matt 


—-MESSAGE FILE 4614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03330 
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-—-MESSAGE FILE 4615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003331 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: Fri, 22 Jan 1999 16:45:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <78a9pgShr512@chuka.playstation.co.uk> 

References: <788h8nShr51@chuka.playstation.co.uk> <789r5g$hr54@chuka.playstation.co. 
uk> <789sr9Shr57@chuka.playstation.co.uk> <78a36pShr510@chuka.playstation.co.uk> <36 
A899D3.4B40FFAD@writeme.com> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 

>> What do we have here? A comedian? 
> 

>Nope, a conniseur. =;o) 


Nope again, worse (In the eyes of a Scot) An ENGLISHMAN 


Bob 


—-MESSAGE FILE 4615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03331 


—-MESSAGE FILE 4616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003332 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great Industry Եստե-սքտ... 

Date: Fri, 22 Jan 1999 20:28:01 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 33 

Message-ID: <78anlq$Shr518@chuka.playstation.co.uk> 

References: <77ra6tShoo6@chuka.playstation.co.uk> 
<36a8152b.493256585@news.scea.sony.com> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


There is a shortage of skilled games developers out there, and development 
houses are very picky about who they hire. This is why you keep seeing the 
same companies advertising over and over in Next Gen and Edge. 


In addition, some companies have a policy of being always on the lookout for 
talent, again hence the ads. The theory goes that if there is someone out 
there brimming with talent, then the companies advertising aren't going to 
let them wander off and write a competitive product. 


In article <36a8152b.493256585@news.scea.sony.com>, matth@bellatlantic.net 
(Matthew Hulett) wrote: 


> Nick, 

> 

>>Finally, a plug for the new site I write for - Loonygames! Check this 
>>article out for a somewhat sobering look at working in the games industry... 
>> 

>>http://www.loonygames.com/content/1.20/btc/ 

> 
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> Good article. One thing really surprised me about it. The happy 
>ending. Why? Because, in every issue of Next Generation I read, two 
>companies always have help wanted ads in the back. Stormfront, and 
>Tiburon. To hear Stormfront is a good company to work for is a 
>surprise, considering they never cease advertising for new hires. Must 
>be a strategy to that approach... 

> Learn something new everyday. 

> 

>-Matt 

> 

> 

-—-MESSAGE FILE 4616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03332 


—-MESSAGE FILE 4617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003333 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Sat, 23 Jan 1999 00:14:45 +0100 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldm0znk.17le2rilwhd2k8N@al-88-110.al.nl> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> 

NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 


That's dinero, not "di nero"... The phrase translates into "I have no 
money". (Wow, I actually used something I learned in spanish class!) 


Where's you hear that from? A movie? A friend? 


VV VV V V V 


'Darco 


It's a song. Last year it was covered by a group called "Los Umbrellos". 
If you want to hear it, let me know. I got the song also in MP3. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 4617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03333 


--MESSAGE FILE 4618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003334 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Sat, 23 Jan 1999 00:14:46 +0100 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldm0zsx.lufeuzil2xh7r4NQ@Qal-88-110.al.n1> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<36A7CD8F .F37A6E40@vmlabs.com> 

NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 


Scott Cartier <scartier@vmlabs.com> wrote: 


> Translating into "Engineer Speak" 
> 


LOLOLOLOLOL... Now I know this, I feel like a Pro ;+) 


Cheers mate, 
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DEnnis.. 
—-MESSAGE FILE 4618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03334 


—-MESSAGE FILE 4619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003335 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet... ECTS meeting 
Date: Sat, 23 Jan 1999 00:14:49 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldm0zwk.lolrihkheru90N@al-88-110.al.nl> 
References: <788h8nShr51@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> Hiya, 


I'm already discussing a meeting with our french friend Karl during the 
ECTS. We are thinking of getting the biggest group of NY-members 
together. The ECTS will be 5 till 7 September this year (if I'm right). 
We are thinking of getting all together in one place (probably a cheap 
hotel). 

But you will hear more of this in the future.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03335 


—-MESSAGE FILE 4620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003336 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Sat, 23 Jan 1999 01:21:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <36A915F8.A93DCB68@mundivia.es> 

References: <ldlxg8z.lppywermi9oe8N@al-—88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
7Vle2rilwhd2k8N@al1-88-110.al.nl1> 

NNTP-Posting-Host: ninfovia219.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


> 

> It's a song. Last year it was covered by a group called "Los Umbrellos". 
> If you want to hear it, let me know. I got the song also in MP3. 

Do you like spanish groups?, then you MUST hear "Heroes del Silencio". 


Hasta otra, 


Javi. 
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—-MESSAGE FILE 4620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03336 


—-MESSAGE FILE 4621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003337 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: DGDC Competition Official Rules 

Date: Sat, 23 Jan 1999 14:20:21 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <78ci80Shr519@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To all of SCEA, here are the official rules to the contest: 


Dragon Game Development Competition Official Rules 


CONTEST SPONSOR: Nathan Miller, SCEA member. Questions can be emailed to 
KIRYU@AOL.COM. 


CONTEST DATES: Project development January 24th 1999 - April 24th 1999. 
Contest results will be issued no later than May 5th 1999. 


PRIZE: Computer or Playstation program, game, peripheral, upgrade or 
addition not to exceed $200.00 US currency (retail price, tax excluded). A 
combination of the above listed items can be requested by the winner as long 
as their combined cost does not exceed $200.00 US currency (retail price, 
tax excluded) and the quantity does not exceed 3 items. The prize(s) 
requested must be readily available on the US retail market at the time of 
request, no special orders or arrangements will be made. The requested 


prize(s) must fall under one of the above listed categories. The winner 
must allow 4-6 weeks for the winning prize(s) to be delivered. Cash cannot 
be substituted for the requested prize(s). In the case that the requested 


prize(s) is less than the above mentioned maximum dollar amount, no refund 
or balance will be paid to equal the above mentioned maximum dollar amount. 
No returns of the winning prize(s) will be made, all prize(s) requests are 
final. The competition holder reserves the right to refuse any prize 
request, resulting in the opportunity of (1) additional request. In the 
event that only one entry is received, the above listed maximum dollar 
amount will be reduced to $100.00 US currency (retail prize, tax excluded). 
All other prize rules will apply to the new dollar amount. 


ELIGIBILITY: Eligibility is restricted to SCEA Net Yaroze members only. 

All entry files, to include graphics, sound, source code and executable 
files must be the direct work of a SCEA Net Yaroze member. External 
development tools do not fall under this category and can come from any 
source. All entries must be compiled using the GNU compiler using the libgs 
libraries that come with the basic Net Yaroze kit. All entries must be NTSC 
and use the standard control pad. 


The following is a list of all requirements of entries made into the above 
titled competition: 


1. The above titled competition is limited to SCEA Net Yaroze members only, 
sorry SCEE! 

2. No current games, demos, projects or work will be accepted! 

3. ALL ENTRIES MUST BE RECEIVED ON OR BEFORE APRIL 24, 1999. 

4. All entries must be original work to include all graphic, sound and 
executable files. 
5. All entries must contain a development log in plain text updated on a 
weekly basis at a minimum. The log must start no earlier than January 24th 
1999 and contain changes and additions to the entry made in the course of 
development. 

6. A maximum of 3 people are allowed to contribute to a single entry. This 
includes all graphic, sound and executable files. ONLY ONE PRIZE WILL BE 
GIVEN TO THE WINNING ENTRY! 

7. No sequels to any current finished or unfinished Net Yaroze projects will 
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be accepted. 

8. All entries must run from the basic SIOCONS tool, no Code Warrior 
versions accepted. 

9. All entries must be DOS/WIN95/WIN98/WINNT compatible. 


The following is the basis for the judging of the above titled competition: 


1. All entries will be judged fairly based on the following categories: 
GAMEPLAY, GRAPHICS, SOUND, FUN FACTOR and COMPLETENESS. 

2. Each category will be judged with a score from 1 - 10 with 10 being the 
best possible score. 

3. The entry with the highest score of all categories combined will be 
deemed the winner. 

4. The judging will be made by no fewer than 2 impartial and experienced 
gamers, the contest sponsor will not judge the entries. 

5. Any entry considered to be suspicious by the judges will be removed from 
the competition. 

6. Any entry that does not meet ALL of the above list of requirements and 


eligibility will be removed from the competition. 
7. The winner will be announced no later than 5 May 1999. This allows for 
ample playing time and authentication of entries through detailed reading of 


the development log. 
8. The contest sponser reservse the right to make amendments to the above 
listed rules at any time during the competition. 


if there are any questions, email me, have fun... 


Nathan Miller 
SCEA member 


—-MESSAGE FILE 4621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03337 


-—-MESSAGE FILE 4622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003338 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DGDC Competition Official Rules 

Date: Sat, 23 Jan 1999 15:23:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <78cpcsShr520@chuka.playstation.co.uk> 
References: <78ci80Shr519@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-102.technetium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nathan Miller wrote in message <78ci80Shr519@chuka.playstation.co.uk>... 
<SNIP> 


>The following is a list of all requirements of entries made into the above 
>titled competition: 
> 


>1. The above titled competition is limited to SCEA Net Yaroze members only, 
>sorry SCEE! 
> 


Why post to the SCEE newsgroup then??? 
Just wondering! 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03338 
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-—-MESSAGE FILE 4623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003339 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Sat, 23 Jan 1999 16:32:35 +0100 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldm3e38.92ub9arjf588N@al—88-132.al1.nl1> 

References: <ldlxg8z.lppywermi9oe8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
7le2rilwhd2k8NQal-88-110.al.nl> <36A915F8 .A93DCB68@mundivia.es> 

NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Javier Ventoso <javier0003@mundivia.es> wrote: 


DEnnis Brinkhuis wrote: 


> 
> It's a song. Last year it was covered by a group called "Los Umbrellos". 
> If you want to hear it, let me know. I got the song also in MP3. 


Do you like spanish groups?, then you MUST hear "Heroes del Silencio". 


VVVVVVV VY 


It's no spanish group, believe me. It's a US. negro I think rthat sings 
and in the videoclip are some great girls. That popular US. porn-bloke 
is in the clip as well. The fat man wit the long dark curly hear, the 
little mustage, and the 3 chins. 


Do you want to hear it? Do I need to put the MP3 online? 
Cheers, 


DEnnis.. 
-—-MESSAGE FILE 4623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03339 


—-MESSAGE FILE 4624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003340 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: BloodShed Demo w/source 

Date: Sat, 23 Jan 1999 16:32:50 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldm3f63.alwrpkluqvhesN@al-88-132.a1.nl1> 

References: <36A79170.420F8CBO@datasys.net> 

NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3340 scea.yaroze.freetalk 
21116 


Darco <rquat@datasys.net> wrote: 


BloodShed is a game project that I'm working on at the moment. It's a 3D 
Mech battle game with randomly generated playing environments - Over 4 
billion different levels! 


Right now, it's still very sparse - instead of a mech you are a cube, 

and only verticle colision detection has been implemented. But it does 
have split screen 2 player, and a randomly genreated level for you to 

hop around in! 


Grab it here. 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodshed. zip 


VVVVVVVVVV VV 
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Interesting, but where can the SCEE members get it from?Cheers, 


DEnnis.. 
—-MESSAGE FILE 4624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03340 


—-MESSAGE FILE 4625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003341 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DGDC Competition Official Rules 

Date: Sun, 24 Jan 1999 10:20:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <78eohsSnd42@chuka.playstation.co.uk> 
References: <78ci80Shr519@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sorry all wrong newsgroup!!!!! Don't hurt me too bad! 


—-MESSAGE FILE 4625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03341 


-—-MESSAGE FILE 4626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003342 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Sun, 24 Jan 1999 17:08:01 +0100 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldm268k.vka4s2ejvx0wN@al-—88-128.al.nl1> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <36A898BA. 
63DB76C@writeme.com> 

NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


James Rutherford <hexheroes@writeme.com> wrote: 


Darco wrote: 
That's dinero, not "di nero"... The phrase translates into "I have no 
money". (Wow, I actually used something I learned in spanish class!) 


> 
> 
> 
> 


Where's you hear that from? A movie? A friend? 


VVVVVVV VY 


Your bank manager? =;0) 
hehehe, I'm afraid it's far worse than No Tengo Dinero ;-) 
DEnnis.. 


—-MESSAGE FILE 4626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03342 


—-MESSAGE FILE 4627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003343 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bain Back 

Date: Sun, 24 Jan 1999 17:08:03 +0100 

Organization: Debri Productions 

Lines: 6 
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Message-ID: <ldm26nj.spplealndntsON@al-88-128.a1.nl1> 

References: <36A8437D.B380CB1ID@tw2.com> <789rbgShr55@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@playstation.sony.com> wrote: 


How was your trip to canada? 


DEnnis.. 
—-MESSAGE FILE 4627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03343 


—-MESSAGE FILE 4628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003344 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: Sun, 24 Jan 1999 17:40:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36AB5AF7.A8C22000@which.net> 
References: <788h8nShr51@chuka.playstation.co.uk> 
NNTP-Posting-Host: p03-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I'll come if someone will tell me how the *>!% to code in C! 
No only jestin ya. I live near Glsgow and will be glad to attend if I have 
da time. 


Nick Ferguson wrote: 


Hiya, 

I'm hoping to organise a Yaroze meet in Edinburgh, hopefully sometime in 
late February. Check the scee.yaroze.event newsgroup for more details of 
who, when and why. This was a public service announcement! :-) 
"Freedooooooooom!!!" *hem* 

Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


VVVVVVVVVVVVV VV 


"Game over, man. Game over!" 


—-MESSAGE FILE 4628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03344 


—-MESSAGE FILE 4629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003345 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: anti-import games 

Date: Sun, 24 Jan 1999 14:04:15 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36AB6EAF.7D7105DC@datasys.net> 

References: <36A8437D.B380CB1D@tw2.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 450.dialup.datasys.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Steve Randerson wrote: 


There seems to be a batch of games coming out of japan that can't be run 
on chipped playstations. Current rumours suggest that final fantasy 
VIII is going to be one such game. 


Does anyone know how this will affect the yaroze? To my mind it should 
run them ok, but has anyone actually tried a yaroze with any of these 
games. 


VVVVVVVV 


MOD Chips simply intercept the territorial code from the CD, and output 
all territorial codes instead. If the game knows exactly what the 
territorial code is supose to read, then it can check to see which 
territory codes the CD returns. If it seems to have an extra territory 
code, then it knows that it is running on a chipped PSX, or it's a 
pirate. 


But this should not affect NY systems. 


"Darco 
-—-MESSAGE FILE 4629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03345 


—-MESSAGE FILE 4630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003346 

Path: chuka.playstation.co.uk!news 

From: "Matthew Chubb" <matthew@mchubb. fresserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Just a thought ! 

Date: Sun, 24 Jan 1999 21:47:32 -0000 

Organization: Home 

Lines: 5 

Message-ID: <78g4ed$nd49@chuka.playstation.co.uk> 
Reply-To: "Matthew Chubb" <matthew@mchubb.freeserve.co.uk> 
NNTP-Posting-Host: modem-24.cisapride.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


What is going to happen when Sony release their new console? 
Will the Net Yaroze continue or will there be a Net Yaroze2 to take it's 
place ??? 


—-MESSAGE FILE 4630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03346 


-—-MESSAGE FILE 4631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003347 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Fame Game - OPM 

Date: 24 Jan 1999 21:51:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <memo.19990124214958.48235A@jmhannan.compulink.co.uk> 
References: <77vp7eShool2@chuka.playstation.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna20-12.compulink.co.uk 


You could always give my House of Hair Out another look over. 
There hasn't been much in the way of 3D first person perspective 
games on the Yaroze. 

I'd love to have it on a Playstation CD. 


Jeff 


Net Yaroze newsgroups message dump.txt Page 2948 


> To all members, 

> 

> We are currently looking for any great games for 

> the next Official PlayStation Magazine Cover Disc. 
> If any members have any great stuff to show us please 
> announce your game on the appropriate newsgroups or 
> e-mail me directly. 

> 

> 

> Regards, 

> 

> George@SCEE 

> 

> 

> 


—-MESSAGE FILE 4631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03347 


—-MESSAGE FILE 4632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003348 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bain Back 

Date: 25 Jan 1999 13:19:10 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <78hr0eSmtpl@chuka.playstation.co.uk> 

References: <36A8437D.B380CB1D@tw2.com> <789rbg$hr55@chuka.playstation.co.uk> <ldm26 
nj.spplealndntsON@al-88-128.a1l.nl1> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Better then this God forsaken country:) I could 
actually eat BEEF over there without getting all 
MAD! Last day in Canada I walked through a 

snow storm (-33 below 0) to have a hamburger before 
Է Lett. 


George 


In article <ldm26nj.spplealndnts0ON@al-88-128.al.nl>, macsuppor@al.nl says... 
ve Bain <george_bain@playstation.sony.com> wrote: 

x 

>How was your trip to canada? 

ren 


—-MESSAGE FILE 4632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03348 


—-MESSAGE FILE 4633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003349 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: 25 Jan 1999 13:20:10 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <78hr2aSmtp2@chuka.playstation.co.uk> 

References: <788h8nShr51@chuka.playstation.co.uk> <36AB5AF7.A8C22000@which.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
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Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Buy me a case of beer and I'll teach ya C :) 


George 


In article <36AB5AF7.A8C22000@which.net>, mad.max@which.net says... 

> 

>I'll come if someone will tell me how the *>!% to code in C! 

>No only jestin ya. I live near Glsgow and will be glad to attend if I have 
>da time. 


-—-MESSAGE FILE 4633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03349 


—-MESSAGE FILE 4634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003350 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Animation 

Date: Mon, 25 Jan 1999 16:39:56 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <36AC9E5C.D8E74512@which.net> 
NNTP-Posting-Host: p02-mallard-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Good Day, 


Does anyone know the method of implementing animation in 2D games? 
Like how do I make images for the animation and can I use any paint 
program to make them. 

How do I implement the animation in the code? 


Please reply anyone ASAP. 
Max 


—-MESSAGE FILE 4634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03350 


—-MESSAGE FILE 4635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003351 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Just a thought ! 

Date: Mon, 25 Jan 1999 16:41:06 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <36AC9EA2.38D084B5@which.net> 
References: <78q4ed$nd49@chuka.playstation.co.uk> 
NNTP-Posting-Host: p02-mallard-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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Matthew Chubb wrote: 


> What is going to happen when Sony release their new console? 
> Will the Net Yaroze continue or will there be a Net Yaroze2 to take it's 
> place 777 


And will there be a discount to previous Yaroze owners? 


—-MESSAGE FILE 4635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03351 


—-MESSAGE FILE 4636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003352 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Mon, 25 Jan 1999 15:45:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36AC8381.9A81D600@mundivia.es> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0Oznk.1 
7le2rilwhd2k8NQal-88-110.al.nl> <36A915F8.A93DCBE68@mundivia.es> <ldm3e38.92ub9arjf58 
8N@al-88-132.al.n1> 

NNTP-Posting-Host: ninfovia95.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


> 

> It's no spanish group, believe me. It's a US. negro I think rthat sings 
> and in the videoclip are some great girls. That popular US. porn-bloke 
> is in the clip as well. The fat man wit the long dark curly hear, the 

> little mustage, and the 3 chins. 

> 

> Do you want to hear it? Do I need to put the MP3 online? 

It's not necesary, I don't know that group but I believe you :-), 


anyway, if you want to hear some great songs, let me know, 
and I'll send you some mp3, ok? 


Salu2, 


Javi. 


—-MESSAGE FILE 4636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03352 


—-MESSAGE FILE 4637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003353 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Sound playing 

Date: Mon, 25 Jan 1999 17:46:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <36ACAE00.F637B296@which.net> 
NNTP-Posting-Host: pll-warbler-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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Could someone tell me what the "vab_id" is in the "SsSeqOpen();" 
function and what value it is supposed to be. 


—-MESSAGE FILE 4637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03353 


-—-MESSAGE FILE 4638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003354 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Mon, 25 Jan 1999 18:51:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36ACAF13.A62E7D12@hv.se> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
Tle2rilwhd2k8N@al1-88-110.al.nl> <36A915F8.A93DCBE68@mundivia.es> <ldm3e38.92ub9arjf58 
8N@al-88-132.al.nl> <36AC8381.9A81D600@mundivia.es> 

Reply-To: bweut98@hv.se 

NNTP-Posting-Host: loke.masda.vxu.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4m) 


It's not necesary, I don't know that group but I believe you :-), 
anyway, if you want to hear some great songs, let me know, 
and I'll send you some mp3, ok? 


VV NV V V V V 


Hhm, this newsgroup gets all sanctimoniouis about software piracy, but 
no-one bats an eyelid about copying music :) 


—-MESSAGE FILE 4638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03354 


-—-MESSAGE FILE 4639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003355 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Mon, 25 Jan 1999 16:15:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36AC8A83.F64833D6@mundivia.es> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
Tle2rilwhd2k8N@al1—-88-110.al.nl> <36A915F8.A93DCBE68@mundivia.es> <ldm3e38.92ub9arjf58 
8N@al-88-132.al.nl> <36AC8381.9A81D600@mundivia.es> <36ACAF13.A62E7D12@hv.se> 

NNTP-Posting-Host: ninfovia95.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


Brian West wrote: 

> 

> Hhm, this newsgroup gets all sanctimoniouis about software piracy, but 
> no-one bats an eyelid about copying music :) 


Hey!, It's legal if you delete the file after you hear it!. What's wrong?. 
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—-MESSAGE FILE 4639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03355 


—-MESSAGE FILE 4640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003356 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Mon, 25 Jan 1999 10:01:35 -0800 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <36ACB17F.FD40FCFE@vmlabs.com> 

References: <36AC9E5C.D8E74512@which.net> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I'm sure there are other ways, but this is how I do it. 


First, of course, you need to create each frame of animation. You can 
draw them individually or render them in a 3D package, for example. 


Then pack them all into one big TIM such that each frame of animation 
is side by side. So if you had four frames of animation, your final 
TIM might look like this: 


Or if that makes the image > 256 pixels long then you can create 
multiple rows like this (remember each tpage is only 256 pixels wide): 


+---+---+ 


Set the H and W of your GsSSPRITE to the height and width of the actual 
sprite. Then use the U and V parameters in the GSSPRITE structure to 
point to whatever frame of animation you want. 


I have a little utility which helps the packing of the individual 
animation frames. It's called Sprite Assembler and you can find it on 


my page: 


http://www.concentric.net/~dsyaroze/insider 


Feel free to email me if you have questions about all that stuff above. 


Scott 

> Good Day, 

> 

> Does anyone know the method of implementing animation in 2D games? 
> Like how do I make images for the animation and can I use any paint 
> program to make them. 

> How do I implement the animation in the code? 
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> 

> Please reply anyone ASAP. 

> 

> Max 

—-MESSAGE FILE 4640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03356 


—-MESSAGE FILE 4641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003357 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: BloodShed Demo w/source 

Date: Mon, 25 Jan 1999 18:27:43 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <36ACB79F.9CB1ID8F1@writeme.com> 

References: <36A79170.420F8CBO@datasys.net> <ldm3f63.alwrpkluqvhesN@al-88-132.al.nl1> 
NNTP-Posting-Host: booboo.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3357 scea.yaroze.freetalk 
21122 


DEnnis Brinkhuis wrote: 


> > Grab it here. 

> > http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodshed. zip 
> 

> Interesting, but where can the SCEE members get it from?Cheers, 

> 

> DEnnis.. 


The rule (as chanted by many a wise monk) goes: 


replace www.scea.sony.com/net/yaroze/ 
with www.netyaroze-europe.com/yaroze_scea/ 


The mirror is usually updated two/three times a week (so I'm lead to 
believe), so everything should be pretty darned fresh. 


James. 


—-MESSAGE FILE 4641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03357 


-—-MESSAGE FILE 4642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003358 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edinburgh Yaroze meet v2.0 

Date: Mon, 25 Jan 1999 18:29:03 +0000 

Organization: The Hex Heroes 

Lines: 8 

Message-ID: <36ACB7EE.C2BAEACO@writeme.com> 

References: <788h8nShr51@chuka.playstation.co.uk> <789r5g$hr54@chuka.playstation.co. 
uk> <789sr9Shr57@chuka.playstation.co.uk> <78a36pShr510@chuka.playstation.co.uk> <36 
A899D3.4B40FFAD@writeme.com> <78a9pg$hr512@chuka.playstation.co.uk> 
NNTP-Posting-Host: booboo.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


ROBERT C SHAND wrote: 


> Nope again, worse (In the eyes of a Scot) An ENGLISHMAN 
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Sssh Bob, keep a low profile - They may never find us... Հչօ) 
James. 


—-MESSAGE FILE 4642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03358 


—-MESSAGE FILE 4643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003359 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Just a thought ! 

Date: Mon, 25 Jan 1999 18:42:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <78ie7kSmtp4@chuka.playstation.co.uk> 

References: <78q4ed$nd49@chuka.playstation.co.uk> <36AC9EA2.38D084B5@which.net> 
NNTP-Posting-Host: 195.232.124.124 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Andrew Murray wrote in message <36AC9EA2.38D084B5@which.net>... 

>Matthew Chubb wrote: 

>> What is going to happen when Sony release their new console? 

>> Will the Net Yaroze continue or will there be a Net Yaroze2 to take it's 
>> place ??? 


I've heard rumours that programming the PSX2 will be similar to programming 
a PSX, which would make sense as there are a lot of PSX coders out there, 
and making it similar means more games published in a shorter amount of time 
when they do release it. 

So from that point of view there would be no point making a Yaroze 2 

since the Yaroze 1 will still serve the purpose SONY had in mind for it, 
besides has anyone really stretched it yet anyway? 


I would have thought that it would make more sense to release the dev libs 
or maybe a bit more of the documentation for the PSX, but then I also 
read/heard 

that SONY had plans to sell both PSX & PSXK2 side by side, so this won't 
happen 

in the near future either. 


Nick S 


—-MESSAGE FILE 4643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03359 


—-MESSAGE FILE 4644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003360 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Just a thought ! 

Date: Mon, 25 Jan 1999 18:47:29 +0000 

Organization: The Hex Heroes 

Lines: 28 

Message-ID: <36ACBC41.7392B34B@writeme.com> 

References: <78q4ed$nd49@chuka.playstation.co.uk> <36AC9EA2.38D084B5@which.net> 
NNTP-Posting-Host: booboo.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Andrew Murray wrote: 
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Matthew Chubb wrote: 


> 
> 
> > What is going to happen when Sony release their new console? 

> > Will the Net Yaroze continue or will there be a Net Yaroze2 to take it's 
> > place ??? 

> 

> 


And will there be a discount to previous Yaroze owners? 
And what currency will we be using to buy the Yaroze 2 when it arrives? 
Seriously, the PS2 is /conservatively/ at least a year away from market (most 
probably six months or a year more) - development kits AFAIK (and I'm fairly 


certain about this) have not been issued to major developers. Any Net Yaroze 
2 would be at least another 2 years on top of that, I would guess. 


Yes, I /do/ hope that there will be a follow up scheme. But I'm not going to 
set my dreamy little mind away on some flight of fancy like that until things 
look a little firmer - mainly because I wouldn't have much left to 
concentrate on what I've got at the moment. 


I think you're best off addressing this question to some suited gentleman in 
Japan, upon whose whim this ultimately depends... 


James. 


—-MESSAGE FILE 4644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03360 


—-MESSAGE FILE 4645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003361 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sound playing 

Date: Mon, 25 Jan 1999 18:44:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <78ieapSmtp5@chuka.playstation.co.uk> 
References: <36ACAE00.F637B296@which.net> 
NNTP-Posting-Host: 195.232.124.124 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Andrew Murray wrote in message <36ACAE00.F637B296@which.net>... 
>Could someone tell me what the "vab_id" is in the "SsSeqOpen();" 
>function and what value it is supposed to be. 


Its the ID you get from loading the sound samples. 
check Richard Cuttings home page 

"Sound Programming for Dummies" 

should tell you what you want to know 


cheers 


Nick S 


—-MESSAGE FILE 4645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03361 


—-MESSAGE FILE 4646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003362 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Mon, 25 Jan 1999 19:19:44 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <36ACC3D0.7099DFCC@manc.u-net.com> 
References: <36AC9E5C.D8E74512@which.net> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hey there, 


Create/edit a .BMP image (yes any will do as they all do BitMaPs, but I 
personally recommend shareware PaintShop Pro) and use TimTool/TimUtil to 
convert it to a .TIM file (which is what the Yaroze wants to see it 

as). Always try and make the bit-depth օք the image (ie 4,80r16) as low 
as possible for speed/space savings. 


Assuming you know what this "u" and "v" business is all about (look up 
the GsSPRITE structure in the manual and study code in simple sprite 
demos (many around!) -- they are "x+y" offsets in the frame buffer to 
the image/animation cell you want), and you can display a single sprite, 
then it should be farely straightforward. 


Eg. say you want an explosion animation, the sprite to be 16x16 pixels 
and 10 frame of animation, just create a 160x16 pixel .bmp image with 
the images side by side in a row. Then [assuming you put the TIM in the 
top left of a .tpage] setup the sprite to point to u=0, v=0, with w=16, 
h=16 (width/height) to define the size. Then to animate through, just 
keep adding 16 to the 'u' value (before GsSorting) which will then make 
the sprite show the next frame. Job's a good 'en. The beauty is that u 
+ v values are relative to the true image, not the physical pixel offset 
in the frame buffer so you don't need to worry about the bit-depth (if 
the 160x16 .bmp is saved as 4-bit (ie with a CLUT), then it will only 
actually take up 40x16 pixels on the frame buffer). 


How to implement it in the code is simply down to you're understanding 
of C, but this method is most likely much preferable than 
re-'LoadImage'ing new TIMs to the same area օք VRAM (faster but օք 
course uses up more space). As they always say, there is no correct way 
of doing anything, only a better way for the program in question. Which 
is nice. 


Jim 

Andrew Murray wrote: 

Good Day, 

Does anyone know the method of implementing animation in 2D games? 
Like how do I make images for the animation and can I use any paint 


program to make them. 
How do I implement the animation in the code? 


Please reply anyone ASAP. 


VVVVVVVV VV 


Max 


Page 2956 


—-MESSAGE FILE 4646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03362 


-—-MESSAGE FILE 4647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003363 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DGDC Competition Official Rules 

Date: Tue, 26 Jan 1999 08:39:15 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldm5bq7.1lccx8ftlalm4aN@al-88-127.a1.nl1> 
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References: <78ci80Shr519@chuka.playstation.co.uk> <78eohs$nd42@chuka.playstation.co 


-uk> 


NNTP-Posting-Host: al-88-127.al.nl 


X-Newsreader: MacSOUP 2 


23 


Nathan Miller <millerbosnia@hotmail.com> wrote: 


> Sorry all wrong newsgroup!!!!! Don't hurt me too bad! 


hehehehe, 


There is so little happening in the SCEA newsgroups, and if they got 
something, they put it in the SCEE groups. 


Hehehe 


Maybe we can help them giving them something to read like: 


Articles about the next 
Oepser-de-poeps... 
Cheers, 


DEnnis.. 


GDUK competition ;-) 


-—-MESSAGE FILE 4647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03363 


—-MESSAGE FILE 4648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003364 


Path: chuka.playstation.co.uk!macsuppor 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Alternative to 


chipping.. 


Date: Tue, 26 Jan 1999 08:39:17 +0100 
Organization: Debri Productions 


Lines: 29 


Message-ID: <ldm71s3.qm4471lpsv9e2N@al-88-127.al.nl1> 
NNTP-Posting-Host: al-88-127.al.nl 
X-Newsreader: MacSOUP 2.3 


I would never chip my Net Yaroze!!! The risk is to big and I don't want 
to support illegal copied games. 

I do want to keep informed about the possibilities that are out there. I 
pointed out the risks of chipping to a lot of friends of mine. I said 


that you have a rather 


large risk of screwing up your system. After 


opening the case they also lost their warranty. 
Well, my last point is not valit anymore. In Holland there are "action 
replay" type of plugs that you put in the back of your system and that 


"improves" the swapping 


techique. 


As far as I heard, it works as follow: 


— Put the device in the 


large connector on the back 


- put an official PAL CD in the drive 

— The drive will start running and read the code 

- The device freezes the drive 

— Now you can savely swap your CD with a NTSC or Gold disc. 


— press a button on the 


device to get on with loading 


- Now you can play any game 


The device has a identification light to show when the drive is loading 
or when it stopped. It supposed to be 100% proof and you don't need to 


open the case. 


I must say that I never 


checked this thing myself, but at least 3 


friends (not knowing each other) told that it worked faultless. 


Does anybody know more about this device? I'm still sceptic about it. 


DEnnis.. 


—-MESSAGE FILE 4648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03364 
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-—-MESSAGE FILE 4649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003365 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: 26 Jan 1999 11:23:15 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <78k8j3Smtp9@chuka.playstation.co.uk> 
References: <ldm71s3.qm447llpsv9e2N@al1-88-127.al.n1> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Now why would anyone want to swap in a Gold disc..... bad..very bad. 


George 


In article <ldm71s3.qm447llpsv9e2N@al-88-127.al.nl>, macsuppor@al.nl says... 


>As far as I heard, it works as follow: 

> 

>- Put the device in the large connector on the back 

>- put an official PAL CD in the drive 

>- The drive will start running and read the code 

»- The device freezes the drive 

»- Now you can savely swap your CD with a NTSC or Gold disc. 
>- press a button on the device to get on with loading 

>- Now you can play any game 


> 
>DEnnis.. 


—-MESSAGE FILE 4649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03365 


-—-MESSAGE FILE 4650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003366 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Alternative to chipping.. 
Date: Tue, 26 Jan 1999 15:01:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 64 
Message-ID: <36ADD8D4.DC30AFE@manc.u-net .com> 
References: <ldm71s3.qm4471llpsv9e2N@al-88-127.al.nl> <78k8j3Smtp9@chuka.playstation. 
co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 2CF 65E8E99B3 6AA4F4C8585D" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


2CF 65E8E99B3 6AA4F4C8585D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Maybe they just want to play a proper version of a game. (ie. a legal + paid for 
in full copy of an NTSC game) 


I don't have any NTSC games because my telly won't hack it (N64 is a PAL one..) 
and I don't like having to mess "with the levels" on my old Philips CM8833, but 
considering how merde the conversions still are (Tekken 3 anyone..), it's gotta 
be tempting. They don't want Brits importing games? Give us proper versions 
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then. At the same time. [in the voice of Caroline Aherne] "Simple as that." 


Perhaps Sony should take a look over at the Nin***do camp where they managed to 
release a perfect PAL version of Zelda within weeks* of the JAP/US version. 


Jim 

* This delay was surely because of the factory where they physically create all 
the carts -- PAL got the short straw. (mmm how convenient...) 

PS Now why are Brits still waiting for GBColor Zelda DX? (when all GameBoys use 


the same video system) Got a few B/W copies to shift here still eh Nintendo? 
See, I don't always defend Nintendo you know! 


George Bain wrote: 


> Now why would anyone want to swap in a Gold disc..... bad..very bad. 
> 


> George 


2CF 65E8E99B3 6AA4F4C8585D 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Maybe they just want to play a <b><i>proper</i></b> version of a game. 

(ie. a legal + paid for in full copy of an NTSC game) 

<p>I don't have any NTSC games because my telly won't hack it (N64 is a 

PAL one...) and I don't like having to mess <b><font color="#660000">"with 

the levels"</font></b> on my old Philips CM8833, but considering how <b><font color= 
"#006600">merde</font></b> 

the conversions <b><i>still</i></b> are (<b>Tekken 3</b> anyone..), it's 

gotta be tempting.énbsp; They don't want Brits importing games?&nbsp; <b>Give 

us proper versions then. At the same time.</b> [in the voice of Caroline 

Aherne] <b><font color="#660000">"Simple as that."</font></b> 

<p>Perhaps Sony should take a look over at the Nin***do camp where they 

managed to release a perfect PAL version of Zelda within weeks* of the 

JAP/US version. 


<p>Jim 

<br>* This delay was surely because of the factory where they physically 
create all the carts -- PAL got the short straw. (mmm how convenient...) 
<br>PS Now <b>why</b> are Brits still waiting for GBColor Zelda DX? (when 


all GameBoys use the <i>same</i> video system) &nbsp; Got a few B/W copies 

to shift here still eh Nintendo? 

<br>See, I don't <i>always</i> defend Nintendo you know! 

<p>George Bain wrote: 

<blockquote TYPE=CITE>Now why would anyone want to swap in a Gold disc..... bad. .very 
bad. 

<p>George</blockquote> 

</html> 


2CF 65E8E99B3 6AA4F4C8585D-—- 


—-MESSAGE FILE 4650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03366 


—-MESSAGE FILE 4651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003367 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: 26 Jan 1999 17:03:19 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <78ksgnSgpd2@chuka.playstation.co.uk> 

References: <ldm71s3.qm4471llpsv9e2N@al-—88-127.al.nl> <78k8j3$mtp9@chuka.playstation. 
co.uk> <36ADD8D4.DC30AFE@manc.u-net.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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You don't need a Gold disc to swap in a NTSC game. Besides 
everyone on these newsgroups owns a Net Yaroze which will 
play import games. 


George 
In article <36ADD8D4.DC30AFE@manc.u-net.com>, james@manc.u-net.com says... 
>Maybe they just want to play a proper version of a game. (ie. a legal + paid 


for 
>in full copy of an NTSC game) 


> 

>George Bain wrote: 

> 

>> Now why would anyone want to swap in a Gold disc..... bad..very bad. 
>> 


>> George 


—-MESSAGE FILE 4651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03367 


—-MESSAGE FILE 4652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003368 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Just a thought ! 

Date: Tue, 26 Jan 1999 01:16:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 
Message-ID: <78130sSgpd4@chuka.playstation.co.uk> 

References: <78q4ed$nd49@chuka.playstation.co.uk> <36AC9EA2.38D084B5@which.net> <36A 
CBC41.7392B34B@writeme.com> 

NNTP-Posting-Host: dialup137-87.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <36ACBC41.7392B34B@writeme.com>... 

> 

>Seriously, the PS2 is /conservatively/ at least a year away from market 
(most 
>probably six months or a year more) - development kits AFAIK (and I'm 
fairly 

>certain about this) have not been issued to major developers. Any Net 
Yaroze 

>2 would be at least another 2 years on top of that, I would guess. 


1 year is being conservative? I wouldn't think that the PS2 would be out 
this side of 2000 even in Japan, unless it's the World's Best Kept Secret or 
something. Still, there have been a lot of rumblings about dev kits 
recently, mostly along the lines of "The developers of "Everybody's Golf" 
have one!!!" Right - that's me excited, then. 


>Yes, I /do/ hope that there will be a follow up scheme. But I'm not going 
to 
>set my dreamy little mind away on some flight of fancy like that until 
things 

>look a little firmer - mainly because I wouldn't have much left to 
>concentrate on what I've got at the moment. 


Bit poetic for a programmer, James ;-) I think Nick Տ has a good point - 
nobody has actually come up with anything that pushes the hardware so much 
that we can legitimately say the NY hardware or libs are holding anyone back 
(unless you desperately feel the need to anti-alias your textures). Hell, 
some of us can't even deal with 3D yet! :-( As for my feelings on NY2 - I 
hope to have a job by then, anyway. How else am I going to afford all this 
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tasty new gear? A discount would be nice, though... 

>I think you're best off addressing this question to some suited gentleman 

Scan upon whose whim this ultimately depends... 


Aaaah, like so much in life. Suited gentlemen's whims. Mmmmm. 


I'll get me coat. 


Nick "Jim S in disguise" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03368 


-—-MESSAGE FILE 4653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003369 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: Tue, 26 Jan 1999 19:22:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <36AE15E8.35F20B32@btinternet .com> 

References: <ldm71s3.qm4471llpsv9e2N@al1-88-127.al.n1> 

NNTP-Posting-Host: host5-99-61-44.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


If anyone is interested, 

The device you mention is available at Gamesmasters on 
Leith Walk Edinburgh, 

(Can't remember how much the woman said it is 

though). 


J.Duffield 


j.duffield@btinternet.com 


DEnnis Brinkhuis wrote: 


> I would never chip my Net Yaroze!!! The risk is to big and I don't want 
> to support illegal copied games. 

> I do want to keep informed about the possibilities that are out there. I 
> pointed out the risks of chipping to a lot of friends of mine. I said 
> that you have a rather large risk of screwing up your system. After 
> opening the case they also lost their warranty. 
> Well, my last point is not valit anymore. In Holland there are "action 
> replay" type of plugs that you put in the back of your system and that 
> "improves" the swapping techique. 

> As far as I heard, it works as follow: 
> 

> 

> 

> 

> 

> 

> 

> 


- Put the device in the large connector on the back 

- put an official PAL CD in the drive 

— The drive will start running and read the code 

- The device freezes the drive 

— Now you can savely swap your CD with a NTSC or Gold disc. 
— press a button on the device to get on with loading 

- Now you can play any game 
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> 

> The device has a identification light to show when the drive is loading 
> or when it stopped. It supposed to be 100% proof and you don't need to 
> open the case. 

> 

> I must say that I never checked this thing myself, but at least 3 

> friends (not knowing each other) told that it worked faultless. 

> 

> Does anybody know more about this device? I'm still sceptic about it. 
> 

> DEnnis.. 


—-MESSAGE FILE 4653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03369 


—-MESSAGE FILE 4654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003370 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: Tue, 26 Jan 1999 20:49:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <36AE2A5C.B7E51E93@manc.u-net.com> 

References: <ldm71s3.qm447llpsv9e2N@al-—88-127.al.nl> <78k8j3$mtp9@chuka.playstation. 
co.uk> <36ADD8D4.DC30AFE@manc.u-net.com> <78ksgnS$gpd2@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


I was of course refering to the many million normal grey PAL PlayStation owners. 
I didn't mention gold discs.. 


Jim 


George Bain wrote: 


> You don't need a Gold disc to swap in a NTSC game. Besides 

> everyone on these newsgroups owns a Net Yaroze which will 

> play import games. 

> 

> George 

> 

> In article <36ADD8D4.DC30AFE@manc.u-net.com>, james@manc.u-net.com says... 
> 

> >Maybe they just want to play a proper version of a game. (ie. a legal + paid 
> for 

> >in full copy of an NTSC game) 

> 

>> 

> >George Bain wrote: 

>> 

> >> Now why would anyone want to swap in a Gold disc..... bad..very bad. 

> >> 

> 


>> George 


—-MESSAGE FILE 4654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03370 


—-MESSAGE FILE 4655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003371 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Tue, 26 Jan 1999 21:18:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <36AE313C.6C6A0E6@which.net> 
References: <36AC9E5C.D8E74512@which.net> 
NNTP-Posting-Host: p50-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Is there not a "black set as transparent" thing though. Does that mean 
that I should first paint black then on top of that paint the frame? How 
big in pixels would I need to make a character to fill about 

a 10th of the screen? 


Answers are very much appreciated and I love all of you! (in a spur of 
the moment kinda way) 


Andrew Murray wrote: 

Good Day, 

Does anyone know the method of implementing animation in 2D games? 
Like how do I make images for the animation and can I use any paint 


program to make them. 
How do I implement the animation in the code? 


Please reply anyone ASAP. 


VVVVVVVV VV 


Max 


—-MESSAGE FILE 4655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03371 


-—-MESSAGE FILE 4656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003372 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Tue, 26 Jan 1999 13:45:41 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <36AE3785.4B1B7C24@vmlabs.com> 

References: <36AC9E5C.D8E74512@which.net> <36AE313C.6C6A0E6@which.net> 
NNTP-Posting-Host: vmlabs33.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


> Is there not a "black set as transparent" thing though. Does that mean 
> that I should first paint black then on top of that paint the frame? 


Well typically the last thing you sort into your OT is a command to 
clear the screen. You can clear it to any color - doesn't have to be 
black. Since the OT is drawn in reverse order, the screen gets cleared 
first and then your frame gets displayed. 


> How big in pixels would I need to make a character to fill about 
> a 10th of the screen? 


Just do the math and you should arrive at your answer. A 320x256 
display is composed of 81920 pixels. To fill 1/10 of them your sprite 
would need to be 8192 pixels. So you could make your sprite 128x64 
for example. This is assuming the scale of the sprite is ONE. Alter 
appropriately if it's larger/smaller. 


Or am I totally misinterpreting your question? 


Net Yaroze newsgroups message dump.txt Page 2964 


Scott 
—-MESSAGE FILE 4656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03372 


—-MESSAGE FILE 4657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003373 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Tue, 26 Jan 1999 22:46:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <78lgfoSgpd9@chuka.playstation.co.uk> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
7le2rilwhd2k8NQal-88-110.al.nl> <36A915F8.A93DCBE68@mundivia.es> <ldm3e38.92ub9arjf58 
8N@al-88-132.al.nl> <36AC8381.9A81D600@mundivia.es> <36ACAF13.A62E7D12@hv.se> <36AC8 

A83.F64833D6@mundivia.es> 

NNTP-Posting-Host: modem-119.francium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Javier Ventoso wrote in message <36AC8A83.F64833D6@mundivia.es>... 

>Brian West wrote: 

> 

>> 

>> Hhm, this newsgroup gets all sanctimoniouis about software piracy, but 
>> no-one bats an eyelid about copying music :) 

> 

>Hey!, It's legal if you delete the file after you hear it!. What's wrong?. 
> 


hehehe, yeah right, just like copying a game is legal if you delete it after 
you've played it!!! ;-) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03373 


—-MESSAGE FILE 4658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003374 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Tue, 26 Jan 1999 15:19:13 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36AE4D71.2C792F55@vmlabs.com> 

References: <36AC9E5C.D8E74512@which.net> <36AE313C.6C6A0E6@which.net> <36AE3785.4Bl1 
B7C24@vmlabs.com> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


> > Is there not a "black set as transparent" thing though. Does that mean 
> > that I should first paint black then on top of that paint the frame? 


I realized I didn't really answer your question. Yes, usually black 
pixels are not drawn, thus they are transparent. If you want them to 
be opaque then set the transparency bit. Kinda counter-intuitive huh? 
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That means that you would probably want to clear the entire frame to a 
constant color before drawing your scene. UNLESS you're doing some 
cool trippy Minter-ish feedback effects. :) 


Scott 
—-MESSAGE FILE 4658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03374 


—-MESSAGE FILE 4659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003375 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DGDC Competition Official Rules 

Date: Wed, 27 Jan 1999 08:07:55 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <78mdtpSgpd1l0@chuka.playstation.co.uk> 

References: <78ci80Shr519@chuka.playstation.co.uk> <78eohsS$nd42@chuka.playstation.co 
-uk> <ldm5bq7.1ccx8ftlalm4aN@al1-88-127.al.nl> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>There is so little happening in the SCEA newsgroups, and if they got 
>something, they put it in the SCEE groups. 

> 

>Hehehe 


HEY!!! That isn't fair! You aren't playing nice! 


> 
>Maybe we can help them giving them something to read like: 
>Articles about the next GDUK competition ;-) 


> 

Well, umm..., we have, umm..., hmm... Well, I am hosting a competition, so 
there! I am going to tell your mom on you. By the way, my dad can beat up 
your dad!!! էՀ) 


Ah, Dennis, always making trouble... 


Nathan Miller 
SCEA member 


-—-MESSAGE FILE 4659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03375 


—-MESSAGE FILE 4660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003376 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Just a thought ! 

Date: Wed, 27 Jan 1999 12:23:54 +0000 

Organization: The Hex Heroes 

Lines: 34 

Message-ID: <36AF0559.65631C4D@writeme.com> 

References: <78q4ed$nd49@chuka.playstation.co.uk> <36AC9EA2.38D084B5@which.net> <36A 
CBC41.7392B34Bewriteme.com> <78130sSgpd4@chuka.playstation.co.uk> 

NNTP-Posting-Host: deputy.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Nick Ferguson wrote: 
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I think Nick S has a good point - 
nobody has actually come up with anything that pushes the hardware so much 
that we can legitimately say the NY hardware or libs are holding anyone back 
(unless you desperately feel the need to anti-alias your textures). 


V V V V 


Yep, I've heard this argument before; and tend to feel a bit torn by it: 


The dreamer inside me loves the idea that having a machine which was, say, 4x 
as fast would mean that I wouldn't agonise from project conception so much 
about how to optimise it to the fullest extent. I wouldn't have to think so 
hard about the 'kewl trikz' that I'd use to get 3D behemoth V1 off the 
ground... Having a little bit more memory to play with would mean I could 
extend, say, my Funky Spirals program to more than one full-screen rotated 
sprite (how many of you are aware of the dangers of overflowing the texture 
cache...?) 


The programming purist inside me (yes, there is one), screams that I /ought/ 
to be putting my thought exercises into kewl trikz, rather than resigning to 
being as lazy as those PC developer processor-whores. 


The realist inside sternly reminds me that no matter what I've got, I'll always 
aim too high. 


> Aaaah, like so much in life. Suited gentlemen's whims. Mmmmm. 
> 
> I'll get me coat. 


The black mac, you mean? 
James. 


—-MESSAGE FILE 4660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03376 


—-MESSAGE FILE 4661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003377 

Path: chuka.playstation.co.uk!news 

From: "Jun Nakamura" <jun@formula.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: fancy a job in Amsterdam? 

Date: Wed, 27 Jan 1999 17:40:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <78nfgeSgpd11@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip-245.lostboys.nl 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Dutch developer located in Amsterdam is looking for ppl: 


Dreamcast Programmer: 

- Excellent C++ skills. 

_ 2 Years industry experience with PC skills and all the relevant 3D 
technology. 
- Must have a working knowledge of assembly language. 


Network Programmer: 
= Excellent C++ skills. 
= Affinity with R&D. 


2x Graphics Artist: 

= All-round, experienced artists able to use 3D Studio Max and Deluxe 
Paint. 

= Low-polygon character and environment modelling. 

= 8-bit texturing skills. 

= 2 Years' industry experience. 
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2x Level Designer/Script Coder 

- Knowledge of C++. 

_ Must have technical knowledge of level building. 
= Creative attitude. 


Feel like you are up to the task? Send a mail to: jun@formula.nl 
cheers. 


Jun. 


--MESSAGE FILE 4661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03377 


—-MESSAGE FILE 4662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003378 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: Wed, 27 Jan 1999 18:13:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <78nkosSgpd12@chuka.playstation.co.uk> 

References: <ldm71s3.qm4471llpsv9e2N@al-88-127.al.n1l> <78k8j3Smtp9@chuka.playstation. 
co.uk> <36ADD8D4.DC30AFE@manc.u-net.com> <78ksgnS$gpd2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-120.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


George Bain wrote in message <78ksgnSgpd2@chuka.playstation.co.uk>... 
> 

>You don't need a Gold disc to swap in a NTSC game. Besides 
>everyone on these newsgroups owns a Net Yaroze which will 

>play import games. 


If people own a PS capable of playing NTSC games (chipped, AR thingy, 
Yaroze - whatever) and have the telly to run it then there is hardly an 
argument not to. When you can get games from extremely reliable US mail 
order guys (like Tronix) for less than 30 quid, why wait 2-6 months for the 
slower PAL version? 


Case in point - I'll be playing Silent Hill by the end of February, and 
it'll have cost me just over 30 quid. Metal Gear Solid? Beat that before 
Xmas. Maybe I'm just being a smug git, but people assume importing has to be 
expensive - it doesn't, it SAVES you money (unless you try to do something 
like, say, import a Dreamcast) 


I'm with Jim Տ on this one - PAL suX, NTSC rooLz! Of course, there's the odd 
98% perfect PAL conversion, which is theoretically better than the NTSC one, 
like Wipeout 2097 or summat. 


Chipping isn't just for pirates, although the temptation is always there :-/ 


Nick F 


—-MESSAGE FILE 4662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03378 


—-MESSAGE FILE 4663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003379 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Dual Shock Controllers 

Date: Thu, 28 Jan 1999 08:05:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1126 scee.yaroze.freetalk.english 
23379 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


Basically, Do you have one? 


Nathan Miller 


—-MESSAGE FILE 4663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03379 


—-MESSAGE FILE 4664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003380 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: Thu, 28 Jan 1999 11:28:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36B049C3.31CCB364@hinge.mistral.co.uk> 

References: <ldm71s3.qm4471llpsv9e2N@al-88-127.al.nl> <78k8j3Smtp9@chuka.playstation. 
co.uk> <36ADD8D4.DC30AFE@manc.u-net.com> <78ksgnS$gpd2@chuka.playstation.co.uk> <78nk 
os$gpd1l2@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s12-106-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


> I'm with Jim Տ on this one - PAL suX, NTSC roolz! Of course, there's the odd 
> 98% perfect PAL conversion, which is theoretically better than the NTSC one, 
> like Wipeout 2097 or summat. 


Wasn't Wipeout PAL to start with and converted to NTSC? 
(written by Psygnosis, in the UK...). 


> Chipping isn't just for pirates, although the temptation is always there :-/ 


I don't know a single person with a chipped playstation who 
doesn't have a huge library of pirate games. 


> Nick F 


Craig. 


—-MESSAGE FILE 4664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03380 


—-MESSAGE FILE 4665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003381 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Thu, 28 Jan 1999 13:18:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36B063AA. 6EDA4B05@cwcom.net> 
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References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1128 scee.yaroze.freetalk.english 
23381 


Nathan wrote: 


I was just wondering who uses a dual shock controller? I think it is the 
best contoller to come around in a long time. I have some game design stuff 
that will work really well with the dual analog sticks, just need to know if 
it is worth putting the effort in, or if no one will get to use it. 


> 
> 
> 
> 


Hmmm, 


I use one - it's just a shame you can't program for the shock motors (will Sony 
ever give us the libraries to do so?) 


Cheers! 


Tones 8) 


—-MESSAGE FILE 4665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03381 


-—-MESSAGE FILE 4666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003382 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Animation 

Date: Thu, 28 Jan 1999 13:23:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <36BO64EF.999056EC@cwcom.net> 
References: <36AC9E5C.D8E74512@which.net> 
NNTP-Posting-Host: 193.82.133.203 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Andrew, 

I use the same method (the offset values). 

I've found the easy way to enter frame details is to use an array for 
the offset values, I.e. ANIM1_X[10] = {0,10,20,30,40,50,60..... etc} 
ANIM1_Y[10]={0,0,0,0,20,20,20,...etc}. 


then to access frame 2 of ANIM_1, you would set the u to ANIM1_X[1] and 
v to ANIM1_Y[1]. Easy!! 


Scott's utility sounds good though - I'd give that a whirl. 

Cheers! 

Tones 8) 

e FILE 4666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


--MESSAGE FILE 4667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003383 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Alternative to chipping.. 

Date: Thu, 28 Jan 1999 13:28:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <36BO065FB.124A84F@cwcom.net> 

References: <ldm71s3.qm4471llpsv9e2N@al-88-127.al.nl> <78k8j3Smtp9@chuka.playstation. 
co.uk> <36ADD8D4.DC30AFE@manc.u-net.com> <78ksgnS$gpd2@chuka.playstation.co.uk> <78nk 
os$gpd12@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Nick Wrote 
> Case in point - I'll be playing Silent Hill by the end of February, and 
> it'll have cost me just over 30 quid. 


30 QUID 27722115) 


Where and who do you buy your games from - let me know per-lease!!! It cost me 
63 spondoolies for Metal Gear in December (US). Silent Hill looks yummy! 
Cheers! 

Tones 8) 


-—-MESSAGE FILE 4667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03383 


—-MESSAGE FILE 4668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003384 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Dual Shock Controllers 
Date: Thu, 28 Jan 1999 17:14:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 52 
Message-ID: <36BO9AFE.ACOD2879@which.net> 
References: <78p251Sibol@chuka.playstation.co.uk> 
NNTP-Posting-Host: p04-warbler-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 628861D73617EBAADCEF623D" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1129 scee.yaroze.freetalk.english 
23384 


628861D73617EBAADCEF623D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Dual Shock rules! Although when I play Colin McRae Rally or Gran Turismo it 
always seems to switch from analogue to digital all on it's own then of course I 
ram full speed into a wall (painful). 

I recon it's probably just my controller though and YES SONY SHOULD GIVE US THE 
LIBRARY FOR DUAL SHOCK PROGRAMMING!!!!!!!!1!1!1111111111111111111111!1 cos the dual 
shock is mad and we should be alowed to manipulate it. 


Max 
Nathan Miller wrote: 
I was just wondering who uses a dual shock controller? I think it is the 


> 

> best contoller to come around in a long time. I have some game design stuff 
> that will work really well with the dual analog sticks, just need to know if 
> 
> 


it is worth putting the effort in, or if no one will get to use it. 
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> Basically, Do you have one? 
> 
> Nathan Miller 


628861D73617EBAADCEF623D 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Dual Shock rules! Although when I play Colin McRae Rally or Gran Turismo 

it always seems to switch from analogue to digital all on it's own then 

of course I ram full speed into a wall (painful). 

<br>I recon it's probably just my controller though and <b><u><font color="#FF0000"> 


YES 


cos the dual shock is mad and we should be alowed to manipulate it.</font><font colo 
r="#000000"></font> 

<p><font color="#000000">Max</font> 

<p>Nathan Miller wrote: 

<blockquote TYPE=CITE>I was just wondering who uses a dual shock controller?&nbsp; 
I think it is the 

<br>best contoller to come around in a long time.&énbsp; I have some game 

design stuff 

<br>that will work really well with the dual analog sticks, just need to 

know if 

<br>it is worth putting the effort in, or if no one will get to use it. 
<p>Basically, Do you have one? 

<p>Nathan Miller</blockquote> 

</html> 


628861D73617EBAADCEF 623D-— 


—-MESSAGE FILE 4668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03384 


—-MESSAGE FILE 4669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003385 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: OPSM Yaroze Feature 
Date: Thu, 28 Jan 1999 17:28:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 62 
Message-ID: <36B09E39.137E0AC4@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 9ATEDAFCF436D4220B216237" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


9ATEDAFCF436D4220B216237 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


Hey there folks! 


Good to see our beloved Yaroze get some more coverage in ye olde 
Official PlayStation Mag with the Yaroze Analysis and 14 demo Hall Of 
Fame. Nice. It will surely entice many more budding coders into 
partaking in the BlackStation phenomenon. And at £229 they are 
practically giving them away (hey I might buy another!) Respec' due. 


Just an observation regarding the mag -- Stuart Ashley's Clone game 
(avec #define DEBUG ;-)) mysteriously "cloned" itself (groan) into Jeff 
Hannan's The House Of Hair Out. Well, it did on page 74 anyhoo.. 
Strange as that's not even on it (yet, I'm sure) 
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Unsurprisingly they put the utterly amazing Total Soccer at the number 1 
spot; and also unsurprising they spelt my name wrong. 8-) 


Jim 


PS Anyone else find any loading difficulties of late regarding the OPSM 
disks or just me? 

PPS See my page for a work-in-progress early demo of Scalex 

PPPS Just about to enter the world of the Solid Snake for the first time 
-- hope it's as good as they say it is! (I read something about an 
amusing box...) 


9ATEDAFCF436D4220B216237 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Hey there folks! 

<p>Good to see our beloved Yaroze get some more coverage in ye olde Official 
PlayStation Mag with the Yaroze Analysis and 14 demo Hall Of Fame. énbsp; 
<b>Nice</b>.énbsp; It will surely entice many more budding coders into 
partaking in the BlackStation phenomenon.&nbsp; And at &pound;229 they 

are practically giving them away (hey I might buy another!) &nbsp; Respec' 
due. 

<p>Just an observation regarding the mag -- Stuart Ashley's <b>Clone</b> 
game (avec #define DEBUG ;-)) mysteriously "cloned" itself (groan) into 

Jeff Hannan's <b>The House Of Hair Out</b>.é&nbsp; Well, it did on page 

74 anyhoo..&nbsp; Strange as that's not even on it (yet, I'm sure) 
<p>Unsurprisingly they put the utterly amazing <b>Total Soccer</b> at the 
number 1 spot; and also unsurprising they spelt my name wrong. 8-) 

<p>Jim 

<p>PS Anyone else find any loading difficulties of late regarding the OPSM 
disks or just me? 
<br>PPS See my page for a work-in-progress early demo of <b>ScaleX</b> 
<br>PPPS Just about to enter the world of the <i>Solid Snake</i> for the 
first time -- hope it's as good as they say it is!&nbsp; (I read something 
about an amusing box...) 

<br>énbsp; </html> 


9ATEDAFCF436D4220B216237-- 


—-MESSAGE FILE 4669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03385 


—-MESSAGE FILE 4670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003386 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Thu, 28 Jan 1999 09:30:32 -0800 

Organization: SCEA News Server 

Lines: 12 
Message-ID: <36B09EB8.72A3CO9F@vmlabs.com> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1130 scee.yaroze.freetalk.english 
23386 


> I was just wondering who uses a dual shock controller? I think it is the 

> best contoller to come around in a long time. I have some game design stuff 
> that will work really well with the dual analog sticks, just need to know if 
> 
> 


it is worth putting the effort in, or if no one will get to use it. 
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> Basically, Do you have one? 


Yes I definitely have and use one. In fact, my game takes full 
advantage in that it uses *both* sticks - one for turning, one for 
thrust. Once you get used to it it's the best way to play. 


Scott 
—-MESSAGE FILE 4670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03386 


—-MESSAGE FILE 4671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003387 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Thu, 28 Jan 1999 09:37:06 -0800 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <36BO0OA042.50A31A82@vmlabs.com> 

References: <36AC9E5C.D8E74512@which.net> <36BO064EF.999056EC@cwcom.net> 
NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Hey, that's a good idea. The way I do it, I just add the width to "U" 
to get to the next frame. When I reach the end of the row, I add the 
height to "V" and reset "U". Then reset both when I reach the end. 


My problem is that to make it general enough I use multiplies (I think 
I got rid of the divides). Not overly quick. 


A table look-up is surely faster, if a bit more memory intensive. I 
might do some experiments to see if there's a marked speed improvement 
using your method. 


Scott 

> Hi Andrew, 

> 

> I use the same method (the offset values). 

> 

> I've found the easy way to enter frame details is to use an array for 
> the offset values, I.e. ANIM1_X[10] = {0,10,20,30,40,50,60..... etc} 

> ANIM1_Y[10]={0,0,0,0,20,20,20,...etc}. 

> 

> then to access frame 2 of ANIM_1, you would set the u to ANIM1_X[1] and 
> v to ANIM1_Y[1]. Easy!! 

> 

> Scott's utility sounds good though - I'd give that a whirl. 

> 

> Cheers! 

> 

> Tones 8) 


—-MESSAGE FILE 4671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03387 


—-MESSAGE FILE 4672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003388 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Alternative to chipping.. 

Date: Thu, 28 Jan 1999 18:31:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <78qacsSibo2@chuka.playstation.co.uk> 
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References: <ldm71s3.qm4471llpsv9e2N@al-88-127.al.nl> <78k8j3Smtp9@chuka.playstation. 
co.uk> <36ADD8D4.DC30AFE@manc.u-net.com> <78ksgnS$gpd2@chuka.playstation.co.uk> <78nk 
osS$gpd12@chuka.playstation.co.uk> <36BO65FB.124A84F@cwcom.net> 

NNTP-Posting-Host: dialup137-45.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tones wrote in message <36BO65FB.124A84F@cwcom.net>... 
>> Nick Wrote 


>> Case in point - I'll be playing Silent Hill by the end of February, and 
>> it'll have cost me just over 30 quid. 

> 

>30 QUID ???!!?! 

> 

>Where and who do you buy your games from - let me know per-lease!!! It 
cost me 

>63 spondoolies for Metal Gear in December (US). Silent Hill looks yummy! 


Tronix are a mail-order firm based in New York and are extremely 
professional and reliable. Basically, you can buy a game for just under the 
US street price and then get it shipped here in about a week for $5 or so. 
So, if Silent Hill costs about $50 bucks (+$5 shipping) that'll work out at 
about 35 quid paying with Visa. You can pay more for 2/3-day Fedex delivery, 
but then you'll almost certainly get stung by customs for their 12% or 
whatever it is... 


The key is buying direct from the US. Most mail-order shops here prey on the 
fact anyone who knows about NTSCis a fairly keen gamer (supposedly), whereas 
US bods sell NTSC as a matter of course. A slightly muddled point, but you 
get it. FYI, my flatmates and I got a big Fedex pack (from Tronix) in early 
November with US versions of Metal Gear Solid, Xenogears, Body Harvest and 
Space Station Silicon Valley and it cost us about 140 quid in total. Not too 
bad... 


Nick F 


PS The same logic applies to DVDs... :-) 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03388 


-—-MESSAGE FILE 4673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003389 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Thu, 28 Jan 1999 23:13:01 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldm8exz.1lplbf6vjizdlcN@al-—88-108.al.nl1> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
7le2rilwhd2k8NQal-88-110.al.nl> <36A915F8.A93DCBE68@mundivia.es> <ldm3e38.92ub9arjf58 
8N@al-88-132.al.nl> <36AC8381.9A81D600@mundivia.es> <36ACAF13.A62E7D12@hv.se> <36AC8 

A83.F64833D6@mundivia.es> 

NNTP-Posting-Host: al-88-108.al.nl 

X-Newsreader: MacSOUP 2.3 


Javier Ventoso <javier0003@mundivia.es> wrote: 


> Brian West wrote: 
> 
>> 
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> Hhm, this newsgroup gets all sanctimoniouis about software piracy, but 
> no-one bats an eyelid about copying music :) 


V V V V 


Hey!, It's legal if you delete the file after you hear it!. What's wrong?. 


If I sent a mp3 file, it's always of a CD I bought. In this case there 
is not even another way. Or do I need to sent my original CD by mail to 
show one song? And you can't get the CD over here anymore.. 


I suppose you never taped a song of the radio in the pre-CD times ;-) 
Cheers mate, 


DEnnis.. 
--MESSAGE FILE 4673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03389 


—-MESSAGE FILE 4674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003390 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: N64 on the PC 

Date: Fri, 29 Jan 1999 00:04:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <78qua8Sccrl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-5.bowler.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well I suppose it was only a matter of time :-/ 


Pete. 


—-MESSAGE FILE 4674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03390 


—-MESSAGE FILE 4675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003391 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Fd Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Yaroze Feature 

Date: Thu, 28 Jan 1999 22:49:46 -0600 

Organization: Ed Federmeyer 

Lines: 16 

Message-ID: <78re3c$las4@scea> 

References: <36B09E39.137E0AC4@manc.u-net.com> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


To anyone who has access to the OPSM: Can you tell me if "Haunted Maze" is 
in that "Yaroze Feature" issue? Would anyone be able to send me a copy (to 
the U.S, where I cannot get it)? Please Email fedeedw@charlie.cns.iit.edu 
if you'd be willing and we can work it out! 


Also, in the issues with the normal, once-a-month OPSM "fame game", do they 
have printed material describing the Yaroze demo? If so, would someone be 
able to scan or mail the printed part (or a copy of the whole issue!??!) 
that originally had Haunted Maze in it? 1 think it was the November or 
December issue? 


Thanks, 
Ed Federmeyer 
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-—-MESSAGE FILE 4675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03391 


—-MESSAGE FILE 4676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003392 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DGDC Competition Official Rules 

Date: Fri, 29 Jan 1999 12:46:48 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldmd80p.519wefk9xaa6éN@al-—88-136.al1.nl1> 

References: <78ci80Shr519@chuka.playstation.co.uk> <78eohs$nd42@chuka.playstation.co 
-uk> <ldm5bq7.1lccx8ftlalm4aN@al-88-127.al.nl> <78mdtpS$gpdl10@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-136.al.nl 
X-Newsreader: MacSOUP 2.3 


Nathan Miller <millerbosnia@hotmail.com> wrote: 


> 

> Well, umm..., we have, umm..., hmm... Well, I am hosting a competition, so 
> there! I am going to tell your mom on you. By the way, my dad can beat up 
> your dad!!! էՀ) 

Well, that could be a problem... My dad died 13 years ago. My mom never 


took a new friend so.. 

> Ah, Dennis, always making trouble... 
Yep, I need to keep my name up :-) 

> Nathan Miller 

Later dude, 


DEnnis.. 
—-MESSAGE FILE 4676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03392 


--MESSAGE FILE 4677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003393 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Fri, 29 Jan 1999 14:09:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <78sf90Sccr2@chuka.playstation.co.uk> 
References: <78qua8S$ccrl@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


What exactly are you on about, or am I being totally stupid. 
Bob 


Peter Dollochan wrote in message <78qua8Sccrl@chuka.playstation.co.uk>... 
> 

> 

>Well I suppose it was only a matter of time :-/ 

> 

>Pete. 

> 

> 
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—-MESSAGE FILE 4677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03393 


—-MESSAGE FILE 4678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003394 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Fri, 29 Jan 1999 15:58:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <78sm7jSccr3@chuka.playstation.co.uk> 

References: <78qua8Sccrl@chuka.playstation.co.uk> <78sf90Sccr2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-66.watchman.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


With all the chat about bleem etc.. I thought I would mention the N64 
equivalent - or at least that it exists... 


Pete. 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<78sf90Sccr2@chuka.playstation.co.uk>... 

>What exactly are you on about, or am I being totally stupid. 
> 

>Bob 

> 


-—-MESSAGE FILE 4678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03394 


—-MESSAGE FILE 4679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003395 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: N64 on the PC 

Date: Fri, 29 Jan 1999 16:15:07 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 
Message-ID: <78sml6Sccr4@chuka.playstation.co.uk> 

References: <78qua8S$ccrl@chuka.playstation.co.uk> <78sf9o0Sccr2@chuka.playstation.co. 
uk> <78sm7 jSccr3@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I haven't heard anything about an N64 emulator, I have heard about bleem 
though. Any more information about it? Is it a 'proper' product or a 
underground thing? 


Bob 

Peter Dollochan wrote in message <78sm7jSccr3@chuka.playstation.co.uk>... 
>With all the chat about bleem etc.. I thought I would mention the N64 
>equivalent - or at least that it exists... 

> 


—-MESSAGE FILE 4679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03395 
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—-MESSAGE FILE 4680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003396 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Fri, 29 Jan 1999 18:10:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <78stv4Sccr6@chuka.playstation.co.uk> 

References: <78qua8$ccrl@chuka.playstation.co.uk> <78sf9o0Sccr2@chuka.playstation.co. 
uk> <78sm7jSccr3@chuka.playstation.co.uk> <78sml6Sccr4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-126.xenon.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeh its underground but it runs Zelda with full sound etc.. mind you I hear 
you need a P2/350 and a voodoo2 card to get 30+fps - but supposedly it does 
work. 

www.davesclassics.com has more 


Pete. 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<78sml6Sccr4@chuka.playstation.co.uk>... 

>I haven't heard anything about an N64 emulator, I have heard about bleem 
>though. Any more information about it? Is it a 'proper' product or a 
>underground thing? 

> 

>Bob 


—-MESSAGE FILE 4680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03396 


—-MESSAGE FILE 4681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003397 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory capacity 

Date: Fri, 29 Jan 1999 20:17:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <36B21772.D5BDF2EF@which.net> 
NNTP-Posting-Host: p36-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


How much information will the Yaroze hold for games? I want to make an 
allowance for about 30 to 45 tims each at approx 200kb. Does the Yaroze 
have enough memory to hold alla this? 


Thanks for any feedback. 


—-MESSAGE FILE 4681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03397 


—-MESSAGE FILE 4682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003399 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Fri, 29 Jan 1999 22:08:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 25 
Message-ID: <78tbfg$ccr9@chuka.playstation. 
References: <78qua8$ccrl@chuka.playstation. 


<78sf90Sccr2@chuka.playstation.co. 

<78sm7jS$ccr3@chuka.playstation.co. 

<78sml6Sccr4@chuka.playstation.co. 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 


7ԵԼԵ 


X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 


> I haven't heard anything about an N64 emulator, 


> though. Any more information about it? 
> underground thing? 


I've also heard about it: 
and is likely to stay that way, 
attach their name to it. 


1.8 


"doctor' 


th-pm01-38.ndirect.co.uk 


as best I can tell it's an 
no right-minded company is going to 
The problem is that the only way an N64 emulator 
works on a PC is using images of N64 cartridges. 
been limited to people with specialist hardware, 
peripherals. An N64 emulator broadens the market for N64 ROM images 
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co.uk> 
co.uk> 
uk> 
uk> 
uk> 


charset="US-ASCII" 


(0410) 


I have heard about bleem 


Is it a 'proper' product or a 


"underground' 


effort, 


Previously N64 piracy has 
e.g. CD burners and 


to everyone with a PC. As N64 carts contain at most tens of MB of data, 


comparable to PC demos, 
well it will 


they can be easily 


Compare this to the PSX: 
legitimate PSX disks, 
disks. 
images, 


downloaded. If this emulator does 


provide a massive boost to the N64 piracy market. 


as the medium is CD-ROMS emulators can run 

and an emulator can be written to reject gold/pirate 

Few people have the bandwidth or disk space to 
and the hardware and software required to duplicate PSX disks is not 


download CD-ROM sized 


widespread. Connectix are putting this to the test by releasing an emulator 
that is commercial and respects Sony's territorial lockout and anti-piracy 


policies. 


If they don't succeed in this venture I imagine no one else will 


try. And I can't imagine an N64 emulator succeeding for a long time - at 
least until the N64 is as historic as those platform MAME emulates today. 


John 


—-MESSAGE FILE 4682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03399 


—-MESSAGE FILE 4683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003400 
Path: chuka.playstation.co.uk!news 


From: pal <palpalpalpal@hotmail.com> 
Newsgroups: scea 

Subject: Re: Dual Shock Controllers 

Date: Fri, 29 Jan 1999 23:30:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <36B23695.E5AC031F@hotmail.com> 
References: <78p251Sibol@chuka.playstation. 
Reply-To: palpalpalpal@hotmail.com 


NNTP-Posting-Host: 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 
Xref: 


23400 


Nathan Miller wrote: 


> Basically, Do you have one? 


Yes. 


—-MESSAGE FILE 4683 
03400 


——MESSAGE FILE 4684 


.yaroze.freetalk,scee.yaroze.freetalk.english 


co.uk> 


corbeil1-182.club-internet.fr 


chuka.playstation.co.uk scea.yaroze.freetalk:1133 scee.yaroze.freetalk.english 


END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003401 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Fri, 29 Jan 1999 22:40:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <78tdbrSccrll@chuka.playstation.co.uk> 

References: <78qua8$ccrl@chuka.playstation.co.uk> <78sf9o0S$ccr2@chuka.playstation.co. 
uk> <78sm7jSccr3@chuka.playstation.co.uk> <78sml6Sccr4@chuka.playstation.co.uk> <78t 
bfg$ccr9@chuka.playstation.co.uk> 

NNTP-Posting-Host: p2As08a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I've also heard about it: as best I can tell it's an 'underground' effort, 
>and is likely to stay that way, i.e. no right-minded company is going to 
>attach their name to it. The problem is that the only way an N64 emulator 
>works on a PC is using images of N64 cartridges. Previously N64 piracy has 
>been limited to people with specialist hardware, e.g. CD burners and 
>'doctor' peripherals. An N64 emulator broadens the market for N64 ROM 
images 

>to everyone with a PC. As N64 carts contain at most tens of MB of data, 
>comparable to PC demos, they can be easily downloaded. If this emulator 
does 

>well it will provide a massive boost to the N64 piracy market. 

> 
>John 


I agree completely (and had posted something along similar lines at 
virtually the same time - so cancel that :-) ) 

As I looked at those amazing hi-res N64 screenshots at IGN64, I couldn't 
help feeling this UltraHLE, Bleem, VGS situation is very bad news indeed. 
Imagine the possible impact a working Dreamcast emulator could have if it 
arrived before the machine's official US/European release. 


Derek 


dasi@globalnet.co.uk 


Ooops - didn't mean to reply directly (email) to you John, sorry 


—-MESSAGE FILE 4684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03401 


—-MESSAGE FILE 4685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003402 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory capacity 
Date: Sat, 30 Jan 1999 00:02:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <36B23E11.75EDFBFC@hotmail.com> 
References: <36B21772.D5BDF2EF@which.net> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: corbeil1-182.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> How much information will the Yaroze hold for games? 


Main memory : (2MB - 576KB (system area) - 256B (system stack) - heap) Հ 
1.5MB1MB graphics memory. 
0.5MB sound memory. 
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+ memory card ;) 
Perhaps some of the system memory could be used, but at your own risk. 


> I want to make an 

> allowance for about 30 to 45 tims each at approx 200kb. Does the Yaroze 

> have enough memory to hold alla this? 

30*200K = 6M => No. Assuming you want all that at the same time, that is - 
for you may download them when needed at runtime with the appropriate tools 
(not provided by SCEE). 

> Thanks for any feedback. 


By the way, didn't your system come with some printed documentation you 
could have a glimpse at ;) ? 


pal (palpalpalpal@hotmail.com) 


-—-MESSAGE FILE 4685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03402 


—-MESSAGE FILE 4686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003403 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Sat, 30 Jan 1999 00:34:16 +0000 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <36B25388.A7412B69@hotmail.com> 

References: <78qua8$ccrl@chuka.playstation.co.uk> <78sf9o0Sccr2@chuka.playstation.co. 
uk> <78sm7jSccr3@chuka.playstation.co.uk> <78sml6Sccr4@chuka.playstation.co.uk> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


I was talking to some people on IRC and everyone is saying that the creators 
are going to get their sued up the pants, and they'll lose big time! It 
won't be around publicly for long.. But you can be sure that people will be 
trading it anyway. 


Also on rom sizes.. a friend of mine already got Zelda and its larger than 
the rest.. 24 megs. Still nothing compared to 650 for a PSX .iso. 


The emulator has some good features though.. You can play any rom ina 
wireframe mode and see exactly how some of the models were created, triangles 
and all. At least it has an educational use for some! 


Later boys 


Will 


ROBERT C SHAND wrote: 


I haven't heard anything about an N64 emulator, I have heard about bleem 
though. Any more information about it? Is it a 'proper' product or a 
underground thing? 


Peter Dollochan wrote in message <78sm7jSccr3@chuka.playstation.co.uk>... 
>With all the chat about bleem etc.. I thought I would mention the N64 
>equivalent - or at least that it exists... 

> 


> 
> 
> 
> 
> Bob 
> 
> 
> 
> 


—-MESSAGE FILE 4686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03403 
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-—-MESSAGE FILE 4687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003404 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Sat, 30 Jan 1999 09:59:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <78u152Sccrl14@chuka.playstation.co.uk> 

References: <78qua8Sccrl@chuka.playstation.co.uk> 
<78sf90Sccr2@chuka.playstation.co.uk> 
<78sm7j$ccr3@chuka.playstation.co.uk> 
<78sml6Sccr4@chuka.playstation.co.uk> 
<78tbfg$ccr9@chuka.playstation.co.uk> 
<78tdbrS$ccrl1ll@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm03-29.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


> Imagine the possible impact a working Dreamcast emulator could have if it 
> arrived before the machine's official US/European release. 


Not for a very long time: to emulate a machine effectivewly you need a 
machine an order of magnitude more powerful. Look at other non-game 
emualtors around today. Connectix, publishers of VGS, have for years been 
shipping very good x86 emulators, but at best they offer good 486/slow (1st 
gen) Pentium performance. And this is emulating CISC. It's a lot more 
difficult (i.e. you see much worse results) emulating RISC processors. 


And even if you could solve the software problems how are PCs going to load 
games from GD-ROM disks ? The next PC media standard is set to be DVD-ROM, 
backwardly compatible with CD-ROM but not GD-ROM, and few people are going 
to have the paitience, bandwidth or spare HD space to download GD-ROM sized 
images any time soon. 


John 
—-MESSAGE FILE 4687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03404 


-—-MESSAGE FILE 4688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003405 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Sat, 30 Jan 1999 22:53:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7902h9S6fv2@chuka.playstation.co.uk> 

References: <78qua8S$ccrl@chuka.playstation.co.uk> <78sf90Sccr2@chuka.playstation.co. 
uk> <78sm7jSccr3@chuka.playstation.co.uk> <78smlé6Sccr4@chuka.playstation.co.uk> <78t 
bfgSccr9@chuka.playstation.co.uk> <78tdbrSccril@chuka.playstation.co.uk> <78ul52Sccr 
14@chuka.playstation.co.uk> 

NNTP-Posting-Host: pC8s13a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Not for a very long time: to emulate a machine effectivewly you need a 
>machine an order of magnitude more powerful. 


> 
>John 


I'm not familiar with the GDROM standard, but it seems to me that "where 
there's a will (and the talent) there's a way" and, if the current PCs can't 
hack it, the upcoming Pentium3 and AMD K7 CPUs might well be up to the 

task - especially considering the architecteral similarities between PC and 
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Dreamcast everyone keeps harping on about. 
I'm no expert :-) so do correct me if I'm making any wild assumptions. 


Stuart Cambell's article in today's (1/2/99) CTW raises some valid points 
regarding the counter-productive animosty toward emulators present in the 
industry. 
He's certainly correct regarding emulators beneficial effect in continuing 
interest and awareness in old games (and thereby maintaining the value of 
the intellectual property to the copyright holders) ; as opposed to the 
opinion held by the ISDA, but he's been proven extemely short-sighted 
regarding the emulation of contempory consoles. 


I hope, now the authors of UltraHLE have cancelled the project, it won't be 
resurrected by anyone else. It's not surprising Sony are suing Connectix, 
but it would have been far better for the industry (especially Apple!) - and 
brought a certain amount of respectability and regulation to the emulation 
scene - if some sort of compromise had been reached. 


Derek 


dasi@globalnet.co.uk 


—-MESSAGE FILE 4688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03405 


—-MESSAGE FILE 4689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003406 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: The Finnish OPSM (Virallinen PlayStation Lehti) 
Date: Sun, 31 Jan 1999 15:08:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 
Message-ID: <36B471F0.BD450A31@manc.u-net .com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 86FB3CB28979C6420D10FEB9" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


8 6FB3CB28979C6420D10FEB9 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


While swimming around the sewage refinery that is the public internet, I 
came across a page that appears to have loadsa stuff on the Finnish 
Official PlayStation Mag. Here's the page for issue5: 


http://www.mbnet.fi/~kekkoar/psx/pslehti5.htm 


So are there any Finnish "Yarozella" members out there who'd like to 
give me a bit of translation of what they have to say about my game that 
was on it: 


Gravitation 

Herra nimeltä James Shaugnessy on tehnyt kymmenessä viikossa Net 
Yarozella oman versionsa 2-ulotteisesta luolalentelystä. Oikein kiva 
peli - varsinkin kaksinpelinä. Mutta olisipa James käyttänyt vaikka 
yhden viikon lisää, sillä pelissä on mielestäni yksi yiusallinen piirre. 
Alus nimittäin kossahtaa atomeiksi välittömästi, jos se vain vaikka 
hipaiseekin luolan seinämää. Kerrasta poikki rankaisu pienestä virheestä 
on aika häijyä. Mutta varauksin tämä on oikein hauskaa hupia nimenomaan 
kaksinpelinä. Yksin tätä ei pelaa kukaan. 


Just curious! 
Cheers 
Jim 
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PS There doesn't seem to be an index page for some reason, so for those 
interested in see what they thought of your game (er, in Finnish) goto 

http://www.mbnet.fi/~kekkoar/psx/ and manually find the page you want. 

Issue #5 is the equivalent of vol2 #17 of the UK OPSM as a guide. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


8 6FB3CB28979C6420D10FEB9 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

While swimming around the sewage refinery that is the public internet, 

I came across a page that appears to have loadsa stuff on the Finnish Official 
PlayStation Mag.énbsp; Here's the page for issued: 

<p><A HREF="http://www.mbnet.fi/~kekkoar/psx/pslehti5.htm">http://www.mbnet.fi/~kekk 
oar/psx/pslehti5.htm</A> 

<p>So are there any Finnish "Yarozella" members out there who'd like to 

give me a bit of translation of what they have to say about my game that 

was on it: 

<p><b>Gravitation</b> 

<br>Herra nimelt&auml; James Shaugnessy on tehnyt kymmeness&auml; viikossa 

Net Yarozella oman versionsa 2-ulotteisesta luolalentelystéauml;. Oikein 

kiva peli - varsinkin kaksinpelinéauml;. Mutta olisipa James k&auml; ytt&auml;nyt 
vaikka yhden viikon lisé&auml;é&auml;, sill&auml; peliss&auml; on mielesté&auml;ni 

yksi yiusallinen piirre. Alus nimitt&auml;in kossahtaa atomeiksi véauml; litt&ouml;mé& 
auml; sti, 

jos se vain vaikka hipaiseekin luolan sein&auml;m&auml; &auml;. Kerrasta 

poikki rankaisu pienestéauml; virheestéauml; on aika h&auml;ijy&auml;. 

Mutta varauksin t&auml;m&auml; on oikein hauskaa hupia nimenomaan kaksinpelinéauml;. 
Yksin t&auml;t&auml; ei pelaa kukaan. 

<p>Just curious! 

<br>Cheers 

<br>Jim 

<p>PS There doesn't seem to be an index page for some reason, so for those 
interested in see what they thought of your game (er, in Finnish) goto 

<A HREF="http://www.mbnet.fi/~kekkoar/psx/">http://www.mbnet.fi/~kekkoar/psx/</A> an 
d manually find the page you want. 

Issue #5 is the equivalent of vol2 #17 of the UK OPSM as a guide. 

<p>-- 

<br>James Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com 

<br><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
com/~shaughnj</A> 

<br>énbsp; </html> 


8 6FB3CB28979C6420D10FEB9-—- 


—-MESSAGE FILE 4689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03406 


—-MESSAGE FILE 4690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003407 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Finnish OPSM (Virallinen PlayStation Lehti) 
Date: Sun, 31 Jan 1999 15:10:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36B47277.4654AFC1@manc.u-net.com> 

References: <36B471F0.BD450A31@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 
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D'OH! The index is here: 


http://www.mbnet.fi/~kekkoar/psx/lehdet.htm 


James Shaughnessy wrote: 


> PS There doesn't seem to be an index page for some reason, so for 
> those interested in see what they thought of your game (er, in 
> Finnish) goto 


—-MESSAGE FILE 4690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03407 


—-MESSAGE FILE 4691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003408 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Sun, 31 Jan 1999 12:41:28 -0600 

Organization: Ed Federmeyer 

Lines: 22 

Message-ID: <7927je$ql24@scea> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1137 scee.yaroze.freetalk.english 
23408 


Nathan Miller wrote in message <78p251Sibol@chuka.playstation.co.uk>... 

>I was just wondering who uses a dual shock controller? I think it is the 
>best contoller to come around in a long time. I have some game design 
stuff 

>that will work really well with the dual analog sticks, just need to know 
if 

>it is worth putting the effort in, or if no one will get to use it. 

> 

>Basically, Do you have one? 

> 

>Nathan Miller 


I have the dual-analog pad, before the shock feature was available. 


Even if you can't support the shock feature in Yaroze programs, it's 
well worthwhile to support the analog control, when it makes sense 
to the game. 


EdF 


—-MESSAGE FILE 4691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03408 


—-MESSAGE FILE 4692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003409 

Path: chuka.playstation.co.uk!scea!prol-137.barrie.connex.net!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Dual Shock Controllers 

Date: Sun, 31 Jan 1999 18:47:42 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 41 

Message-ID: <developer-3101991847420001@prol1-137.barrie.connex.net> 

References: <78p251Sibol@chuka.playstation.co.uk> 

NNTP-Posting-Host: prol-137.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1138 scee.yaroze.freetalk.english 
23409 
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In article <78p251Sibol@chuka.playstation.co.uk>, "Nathan Miller" 
<millerbosnia@hotmail.com> wrote: 


> I was just wondering who uses a dual shock controller? 1 think it is the 

> best contoller to come around in a long time. I have some game design stuff 
> that will work really well with the dual analog sticks, just need to know if 
> it is worth putting the effort in, or if no one will get to use it. 

> 

> Basically, Do you have one? 

> 

> Nathan Miller 


I have two. 


I have the Dual Analog Pad. {With the Joystick Emulation which works...} 
AND I have the Dual Shock Gamepad. {No Joystick Emu here, and a bit more smarts} 


Please develop Software for the Dual Controller. 


The effort is worth it. Look at the Penguin Controller. {Nintendo 64.} 
That controller sets the pace in analog fine control. 
It is nice to have two analog sticks, but when things like TOCA racing and 
the recent Bandicoot series, allow for NO User Definable control over the 
Left handed or Right handed control operation {I am Right Dominant-Left 
Handed [but learned to write right-handed... :( ] and find TOCA supremely 
annoying to learn.} In contrast, I found Rouge Squadron on N64 to be the 
easiest and gratifying to learn. 


Descent for PSX had it right. You could configure the whole shebang, an 
item in programming itself. Try it, I found Mr. Phua's 3D pong example to 
be highly interesting in Dual Analog control. 


As for the Dual Shock. It and the Full-motion-video / exec fileread off 
ISO9660 format CD-R support in the Yaroze LIBPS.A and a few IN-LINEs would 
be nice. 

It would mean a NEW ioctl() and header support. But then again, I still 
ahve the Collision detection PowerPoint Presentation to finish {I'm 85% 
done..} 


-sean 
--MESSAGE FILE 4692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03409 


--MESSAGE FILE 4693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003410 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Games Graphics Book 

Date: Mon, 1 Feb 1999 12:37:50 +0100 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldmjrav.sebdwt fqhpf6N@al—88-106.al.nl1> 
NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


For a school project, I'm working on a games graphics book. It's mainly 
about everything about games graphics. It gives an overview on a lot of 
graphics that are games-related. That includes; screenshots, concept 
art, leveldesign, characterdesign etc. I already have a lot of art and 
screenshots (although everything is welcome). I would just like to have 
some articles about games graphics from as many people as possible. 
These articles will be put in the book as well. 

When the book is finished, it's free to download in PDF-format. I think 
it will be something like 50 Mb's (over 150 pages). For all of you who 
are not able to download a file of that size, I will also make it 
availeble on CD. In that case you only pay for the costs of burning and 
sending (probably 5 pounds). All the free space on the CD will be filled 


up with short movies of games. I will make the CD as proffesional as 
possible. 
Acrobat installer for Mac and PC will be included and there will even be 
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a proper inlay for the box. 
Please sent anything Games-graphics related to: 


macsuppor@al.nl 


If possible, I want to update the book every year with the last 
information and games-graphics, take the bad bits out, leave the good 
bits in. I hope to make it a reference book for game graphics 
development. There should also be a lot of extra info in there like 
great informative games-sites, current books on the market about games 
development (graphics) and magazines around. 


If you think you have anything to add, please sent it to me. And since I 
still use a modem, please no files over 1 Mb. I will put the finished 
book online at school (50 Mb's would take me ages to upload with my 
28k8) 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 4693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03410 


—-MESSAGE FILE 4694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003411 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Games related books 

Date: Mon, 1 Feb 1999 18:21:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <794r67Sis65@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


At UNI, we are trying to get a lot of computer games resources together. I 
was wondering if any of you have read any really good books regarding games 
development. Not just programming but all aspects of the industry. 


If you have a good recomendation I'd be grateful if you could mail me the 
details of it so I can try and get it for the library. Thanks for any 
suggestions 


Cheers 

Bob 

Robert Shand 

Class Rep - First Year BSc Computer Games Technology 
University of Abertay-—Dundee 


—-MESSAGE FILE 4694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03411 


—-MESSAGE FILE 4695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003412 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Finnish OPSM (Virallinen PlayStation Lehti) 

Date: Mon, 01 Feb 1999 18:50:44 +0000 

Organization: The Hex Heroes 

Lines: 82 

Message-ID: <36B5F784.668C7F9C@writeme.com> 

References: <36B471F0.BD450A31@manc.u-net.com> 

NNTP-Posting-Host: charon.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 099B89A559846DA816B8D6BD" 
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X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


099B89A559846DA816B8D6BD 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


James Shaughnessy wrote: 


So are there any Finnish "Yarozella" members out there who'd like to 
give me a bit of translation of what they have to say about my game 


> 
> 
> 
> that was on it: 


Sorry Jim, my Finnish is a bit weak, but I ran it through my Finn-Anglo 
translator.... 


Gravitation 

Herra nimeltä James Shaugnessy on tehnyt kymmenessä viikossa Net 
Yarozella oman versionsa 2-ulotteisesta luolalentelystä. Oikein kiva 
peli - varsinkin kaksinpelinä. Mutta olisipa James käyttänyt vaikka 
yhden viikon lisää, sillä pelissä on mielestäni yksi yiusallinen 
piirre. Alus nimittäin kossahtaa atomeiksi välittömästi, jos se vain 
vaikka hipaiseekin luolan seinämää. Kerrasta poikki rankaisu pienestä 
virheestä on aika häijyä. Mutta varauksin tämä on oikein hauskaa hupia 
nimenomaan kaksinpelinä. Yksin tätä ei pelaa kukaan. 


ՃՊԿՊՅՊՊ«ՎՊՊՊՉՊՎԿ 


Gravitation 


With knowing James Shaughnessy having buy a small Net Yaroze then 
programming a version of the 2-player traversty. You beginning play - 
soon expactorate. The Mother of dustman James we wish [... this bit 
doesn't translate well ...], but instead should have been doing to this 
game. Always being perseverance with bin-bag games, our coverdisk editor 
recovered very badly in loony-chariot. Ensuring play only when wearing 
protective pants on your head. The Mother of pigs furthermore enjoyable 
as good company. Don't be so tenacious. 


Hmm, looks like they didn't like it, Jim =;op 


James. 


099B89A559846DA816B8D6BD 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML> 
James Shaughnessy wrote: 
<BLOCKQUOTE TYPE=CITE> 


<BR>So are there any Finnish "Yarozella" members out there who'd like to 
give me a bit of translation of what they have to say about my game that 
was on it:</BLOCKQUOTE> 


<P><BR>Sorry Jim, my Finnish is a bit weak, but I ran it through my Finn-Anglo 
translator.... 

<BR>&nbsp; 

<BLOCKQUOTE TYPE=CITE><B>Gravitation</B> 

<BR>Herra nimelt&auml; James Shaugnessy on tehnyt kymmeness&auml; viikossa 

Net Yarozella oman versionsa 2-ulotteisesta luolalentelystéauml;. Oikein 

kiva peli - varsinkin kaksinpelinéauml;. Mutta olisipa James k&auml; ytt&auml;nyt 
vaikka yhden viikon lis&auml;é&auml;, silléauml; peliss&auml; on mielest&auml;ni 
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yksi yiusallinen piirre. Alus nimitt&auml;in kossahtaa atomeiksi véauml; litté&ouml;mé& 


auml; sti, 
jos se vain vaikka hipaiseekin luolan sein&auml;m&auml; &auml;. Kerrasta 
poikki rankaisu pienestéauml; virheestéauml; on aika h&auml;ijy&auml;. 


Mutta varauksin t&auml;m&auml; on oikein hauskaa hupia nimenomaan kaksinpelinéauml;. 


Yksin téauml;té&auml; ei pelaa kukaan.</BLOCKQUOTE> 
Gravitation 
<P>With knowing James Shaughnessy having buy a small Net Yaroze then programming 
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a version of the 2-player traversty. You beginning play - soon expactorate. 
The Mother of dustman James we wish [... this bit doesn't translate well 
.], but instead should have been doing to this game. Always being perseverance 
with bin-bag games, our coverdisk editor recovered very badly in loony-chariot. 
Ensuring play only when wearing protective pants on your head. The Mother 
of pigs furthermore enjoyable as good company. Don't be so tenacious. 
<BR>&nbsp; 
<P>Hmm, looks like they didn't like it, Jim -չ:օք 
<P>James . </HTML> 


099B89A559846DA816B8D6BD-- 


--MESSAGE FILE 4695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03412 


--MESSAGE FILE 4696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003413 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Finnish OPSM (Virallinen PlayStation Lehti) 

Date: Mon, 01 Feb 1999 19:27:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <36B60007.176722FC@manc.u-net .com> 

References: <36B471F0.BD450A31@manc.u-net.com> <36B5F784.668C7F9C@writeme.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


LOL! 


—-MESSAGE FILE 4696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03413 


—-MESSAGE FILE 4697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003414 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: Tue, 2 Feb 1999 12:08:54 +1300 

Organization: Sidhe Interactive 
Lines: 39 

Message-ID: <795bniSis67@chuka.playstation.co.uk> 
References: <794r67Sis65@chuka.playstation.co.uk> 
NNTP-Posting-Host: p59-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<794r67Sis65@chuka.playstation.co.uk>... 

>Hi all, 

> 

>At UNI, we are trying to get a lot of computer games resources together. I 
>was wondering if any of you have read any really good books regarding games 
>development. Not just programming but all aspects of the industry. 

> 

>If you have a good recomendation I'd be grateful if you could mail me the 
>details of it so I can try and get it for the library. Thanks for any 
>suggestions 


Hi Robert, 


If you have a look on the "Decor" section of our site www.sidhe.co.nz you 
will find a bunch of reference books that we use at the bottom. Although 
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this isn't a complete list of all the books we use to help produce our 
games, the books that are listed are considered the industry standard in 
game reference material by a number of software houses (especially "The C 
Programming Language" and "Computers Graphics - Principles and Practice"). 


Clicking on the title of the book from this page will bring up the 
Amazon.com summary page for that book if you want more information, reader 
reviews, or want to order it (and I'll say now that Amazon.com IS a sponsor 
of ours :) ). 


Hope this helps. 


Mario Wynands 


Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 4697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03414 


-—-MESSAGE FILE 4698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003415 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: Fri, 29 Jan 1999 19:56:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <795bsrSis68@chuka.playstation.co.uk> 
References: <794r67Sis65@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-13.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<794r67Sis65@chuka.playstation.co.uk>... 

> 

>If you have a good recomendation I'd be grateful if you could mail me the 
>details of it so I can try and get it for the library. Thanks for any 
>suggestions 

> 

Hi Rob, 


Here are a few good books that I know of: 


Game Over (can't remember the author) - a look at the history of Nintendo. 
This is quite a famous one. 


Re:Play (Liz Faber) - awesome graphic design (NOT as in "designing 
graphics") book looking at games as "art". Darling. 


Inside Electronic Game Design (published by Prima) - browsed it in 
Waterstone's (& Mr Frosty has it). Meant to be good. 


The Beach (Alex Garland) - OK, a bit superfluous but prob. the only book in 
which a Gameboy has symbolic resonance... The chapter titled GAME OVER is 
classic. Heh heh. 


Video Kids (EF Provenzo) - a rather vicious attack on gaming from a 
Psychologist at the Uni of Miami. A rather extreme example of typical 
criticisms, but not so biased as to be unreadable. Makes some good points, 
although it has dated (lots of NES stuff is mentioned). 


Game Developer's Marketplace (Ben Sawyer et al) - a sensible look at the 
business of developing games. More useful as an outsider to the industry 
trying to get in, and a bit US-centric, but I'd say this is well worth 


Net Yaroze newsgroups message dump.txt Page 2991 
getting. 


Joystick Nation (JC Herz) - entertaining look at the history of games from 
the author of "Surfing on the Internet" 


Dennis' idea looks like a good one, too! 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03415 


—-MESSAGE FILE 4699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003416 
Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: Mon, 01 Feb 1999 23:06:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <36B63389.34E54730@hotmail.com> 
References: <794r67Sis65@chuka.playstation.co.uk> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Also check out the Gamasutra website.. sister of Games Development Magazine. 
They probably have some references for ya as well as articles and like: 


www.gamasutra.com 
Will 


ROBERT C SHAND wrote: 


Robert Shand 
Class Rep - First Year BSc Computer Games Technology 
University of Abertay-—Dundee 


> Hi all, 

> 

> At UNI, we are trying to get a lot of computer games resources together. I 
> was wondering if any of you have read any really good books regarding games 
> development. Not just programming but all aspects of the industry. 

> 

> If you have a good recomendation I'd be grateful if you could mail me the 

> details of it so I can try and get it for the library. Thanks for any 

> suggestions 

> 

> Cheers 

> Bob 

> 

> 

> 


-—-MESSAGE FILE 4699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03416 


—-MESSAGE FILE 4700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003417 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: Tue, 2 Feb 1999 02:21:46 +0100 
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Organization: Debri Productions 


Lines: 35 
Message-ID: 
References: 


<ldmkta9.iflwtnl169ctyeN@al-88-109.al.nl> 
<794r67Sis65@chuka.playstation.co.uk> 


NNTP-Posting-Host: 81-88-109.81.ոլ 
X-Newsreader: MacSOUP 2.3 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote: 

Hi all, 

At UNI, we are trying to get a lot of computer games resources together. I 
was wondering if any of you have read any really good books regarding games 
development. Not just programming but all aspects of the industry. 

If you have a good recomendation I'd be grateful if you could mail me the 


details of it so I can try and get it for the library. Thanks for any 
suggestions 


VVVVVVVV VV 


I'm working on a "book" called 'VideoGames Graphics’. It's a book in 
PDF-format and goes about graphic design in games. In the back will be a 
section with games(graphics) related information. Here you will finda 
page with URL's and even some books. I mention 3 books at the moment. 
Joystick-nation, like mentioned bij Nick. This is not about graphics, 
but covers a nice bit of information. Re:play (also like mentioned by 
Nick) this book is about graphics, but only a nice backup on classic 
games history. I also mention a book called 'left/right'. I do not own 
this book, but I think it's worth mentioning. It's about the 
"gameé&watch" series of Nintendo. You remember, those LSD handhelds from 
the those good old times. (See: http://www.gameandwatch.com ) 

The book I'm working on will be free availeble on net (I suppose it will 
be about 50Mb's to download) or I can sent CD with the book and a lot of 
games-movies on it. I cover a lot of production-art and screenshots of 
the interface, like optionscreens. At this moment I have about 50 pages 
ready. I think it will have at least 150 pages in about a month. My book 
will also be updated every year. If anybody would like to write an 
article about gamesgraphics to put in there, I would be very pleased. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03417 


—-MESSAGE FILE 4701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003418 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: Tue, 02 Feb 1999 17:25:01 +0000 

Organization: The Hex Heroes 

Lines: 10 

Message-ID: <36B734ED.2270D9CB@writeme.com> 

References: <794r67Sis65@chuka.playstation.co.uk> <ldmkta9.iflwtnl69ctyeN@al-88-109. 
al.nl> 

NNTP-Posting-Host: charon.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


DEaler Brinkhuis wrote: 


> ont 

> "game&watch" series of Nintendo. You remember, those LSD handhelds from 
> the those good old times. (See: http://www.gameandwatch.com ) 

I sure hope the Dutch drug-squad aren't reading this ;0) 


James. 
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-—-MESSAGE FILE 4701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03418 


—-MESSAGE FILE 4702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003419 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: Tue, 2 Feb 1999 19:25:09 +0100 

Organization: Debri Productions 

Lines: 16 

Message-ID: <ldmm5wj.lqytimtlufewdeN@al-88-130.al.nl> 

References: <794r67Sis65@chuka.playstation.co.uk> <ldmkta9.iflwtnl69ctyeN@al-88-109. 
al.nl> <36B734ED.2270D9CB@writeme.com> 

NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 


James Rutherford <hexheroes@writeme.com> wrote: 


> DEaler Brinkhuis wrote: 

> 

PD Mg eve 

> > "game&watch" series of Nintendo. You remember, those LSD handhelds from 
> > the those good old times. (See: http://www.gameandwatch.com ) 

> 

> I sure hope the Dutch drug-squad aren't reading this ;0) 

> 

> James. 


Drug-squad?!?! Holland?!?!?! Hey man, it's legal here!! 
չ-))) 


DEnnis.. 
—-MESSAGE FILE 4702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03419 


—-MESSAGE FILE 4703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003420 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Is my code right?......... 

Date: Wed, 03 Feb 1999 21:57:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 131 

Message-ID: <36B8C63F.3D508679@which.net> 
NNTP-Posting-—Host: p0l-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Could anyone help me. I don't know if it is my makefile or my code 
but it just won't compile. 


I keep getting "gcc -Օ -g -c main.c -o main.o 

make.exe: *** [main.o] Error -1" from the gcc 
compiler 
through DOS. 


Here is my code which displays a TIM image on screen if anyone can 
also tell me what functions I should use to display the actual TIM 
then I will be forever in your debt....... 


// main.c 


/* Includes-*/ 
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#include <libps.h> 


/* End-Includes-*/ 
[Pe Defines-—*/ 
#define TEX_ADDR (0x80090000) /*texture address*/ 
#define ORDERTABLE LENGTH (12) /*page frame buffer*/ 
#define MAX_NO_PACKETS (248) /*frame packets*/ 


#define SCREEN_W (320) 
#define SCREEN_H (240) 


#define MAX_NUMBER_PRIMITIVES (0) /*before you ask, I'm not sure*/ 


#define SIZEOF_PRIMITIVE (0) /*dito*/ 

/* End-Defines-*/ 

7 * Variables-&-Arrays-*/ 

GsOT World[2] /*I have a vague 
idea of this stuff*/ 

GsOT_TAG otWorld[2] [1<<ORDERTABLE_LENGTH]; 

PACKET out_packet [2] [MAX_NO_PACKETS]; 

PACKET packetArea[2] [MAX_NUMBER_PRIMITIVES * SIZEOF_PRIMITIVE]; 

/* End-Variables-&-Arrays-*/ 

IX Graphics-Init-Function-*/ 


void InitGraph() 


{ 


} 
/* 


/* 


void RenderWorld() 


{ 


} 


SetVideoMode (MODE_PAL) ; 


GsInitGraph (SCREEN_W, SCREEN_H, GsINTER|GSOFSGPU, 1, 0); 
GsDefDispBuff(0, 0, 0, SCREEN_H); 


World[0].length = ORDERTABLE_LENGTH; 
World[1].length = ORDERTABLE_LENGTH; 


otWorld[0]; 
otWorld[1]; 


World[0].org 
World[1].org 


GsClearOt (0,0, &World[0]) 
GsClearOt (0,0, &World[1]) 


r 
r 


End-Graphics-Init-Function-*x/ 


Display-Image-*/ 


int currentbuffer; /*local variable*/ 


currentbuffer = GsGetActiveBuff(); 
GsSetWorkBase ( (PACKET*)out_packet [currentbuffer]); 
GsClearOt (0, 0, &World[currentbuffer]); 


//implement here the functions to display the image I think 


DrawSync (0): 

VSync (0); 

GsSwapDispBuff () ; 

GsSortClear(0, 0, 0,&World[currentbuffer]); 
GsDrawOt (&World[currentbuffer]); 


15 x] 
[* * / 
main () 


{ 
InitGraph (); 
RenderWorld(); 


ResetGraph (); 
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return 0; 


/* Ey 


(ՀԵՀ ԱՅՈ» end main.c 


and here is my makefile 


{=== makefile 

CFLAGS = -O -g 

LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
80140000 

RM = rm 

PROG = main.exe 


OBJS = main.o 


all: $ (PROG) 


$ (PROG): $(OBJS) 

$(CC) $(OBJS) $(LINKER) -o $ (PROG) 
main.o: main.c 
/ /------------ end makefile 


if anyone can help it would be a swell thing man. 


I also think that all the Yaroze Pros should get their heads together 
and type a refined version of the PS Library for us beginners with 
simpler language and more detail. 


If my C code looks a bit crap thats probably because it is and I don't 


really have much of a clue. Wail till I'm workin for King Sony then I 
will help all the Yarozers (of the PlayStation 3 or something). 
Well cheers all you cool guys. 


-—-MESSAGE FILE 4703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03420 


—-MESSAGE FILE 4704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003421 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ha ha , naff coursework 

Date: Thu, 4 Feb 1999 09:25:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <79bpcaSdjcl@chuka.playstation.co.uk> 
References: <77ffgg$svk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: wiggum.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Yes thats it, point out all of the mistakes 

>in my code and say I've learnt a lot from them. Sorted, all I have to do 
is 

>say what a poor programmer I am. That should could the lecturer happy :-) 


Ha. I've seen people who took a similar approach to coursework before. One 
of them got the highest marks possible, the other failed miserably. It all 
depends on who marks your work. Good luck. 


Mike. 
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-—-MESSAGE FILE 4704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03421 


—-MESSAGE FILE 4705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003422 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Good news for CodeWarrior users 

Date: Thu, 4 Feb 1999 11:21:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:444 scea.yaroze.pr 
ogramming.codewarrior:387 scee.yaroze.freetalk.english:3422 scea.yaroze.freetalk:115 


Hi all, 


This is good news for all you codewarrior users. This is a copy of a reply 
I got from Metrowerks support. 


In regards to your support question, Reference No. 1L9901-1938; 
Hi Robert, 


You are correct, the current released IDE (2.0.3) for NY 2.1 doesn't have 
a public API to write any plugins. However, there will soon (within the 
next week) be a public patch to upgrade to NY 2.2. The patch will 
contain the 3.2 IDE which has the public API. The patch is still 
undergoing tesing, however, before we release it. Look for it on our web 
site during the coming week; or email us in 2 or 3 working days and we'll 
let you know the status. 


thanks, 
James C 
Metrowerks Technical Support 


—-MESSAGE FILE 4705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03422 


—-MESSAGE FILE 4706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003423 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Good news for CodeWarrior users 

Date: Fri, 5 Feb 1999 09:13:42 +0100 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldmqlt4.zellnmxxat8wNQal-88-108.al.n1> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-108.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:445 scea.yaroze.pr 
ogramming.codewarrior:388 scee.yaroze.freetalk.english:3423 scea.yaroze.freetalk:115 
2 
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I think it's fair to say that the CW support is excelent. I mailed them 
before and they were ever so fast with their kind reply. 

Thats completely different from Apple, Microsoft or Adobe (or smaller 
companies I won't even mention). 

Thumbs up for Metroworks.. 


DEnnis.. 
—-MESSAGE FILE 4706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03423 


—-MESSAGE FILE 4707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003424 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Design competition 

Date: Thu, 04 Feb 1999 13:41:02 +0000 
Organization: Middlesex University 

Lines: 1 

Message-ID: <36B9A36E.615@mdx.ac.uk> 
Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: peter-cs.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Check out www.nemo.com for a game design competition ... 
—-MESSAGE FILE 4707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03424 


-—-MESSAGE FILE 4708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003425 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Design competition 

Date: Sat, 6 Feb 1999 02:07:24 +0100 

Organization: Debri Productions 

Lines: 7 

Message-ID: <ldmrs91.1lvelv06lbsqk5cN@al1-88-116.al.nl1> 
References: <36B9A36E.615@mdx.ac.uk> 
NNTP-Posting-Host: 81-88-116.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Peter Passmore <p.passmore@mdx.ac.uk> wrote: 
> Check out www.nemo.com for a game design competition 
I sure will.. hehehehe What can I win? a NY2? չ-) 


DEnnis.. 
—-MESSAGE FILE 4708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03425 


—-MESSAGE FILE 4709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003426 

Path: chuka.playstation.co.uk!news 

From: "Gareth Williams" <Garewill@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games related books 

Date: 7 Feb 1999 03:53:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01b9d63eSd00b09a0S4c5fac3e@gareth> 
NNTP-Posting-Host: host62-172-95-76.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Robert, 
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I have a couple of sugestions: 


Teach Yourself Game Programming in 21 Days 

ISBN Number: 0-672-30562-3 

Author: André LaMothe 

Sams Publishing 

Excellent book which covers all aspects of games programming. Free CD with 
source code and shareware games to inspire. 


Tricks Of The Game Programming Gurus 

ISBN Number: 0-672-30507-0 

Author: LaMothe, Ratcliff, Seminatore & Taylor 

Sams Publishing 

Another brill book which covers many of the same subjects as TYGP but goes 
into a little more detail with 3D stuff. 


These books helped me immensely to move from writting naff DOS utils into 
fast graphics demos. 


Gareth! 
—-MESSAGE FILE 4709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03426 


-—-MESSAGE FILE 4710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003427 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Ascii Sphere 360 

Date: Sun, 07 Feb 1999 18:56:18 -0500 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <36BE2822.F8C6813C@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 468.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3427 scea.yaroze.freetalk 
1154 


I just thought I'd post my findings from figiting with the 6-Axis 
controler Ascii Sphere 360. 


The controler ID is the same as the old dual analog joysticks - 5 I 
think. But it has a larger packet size... The analog channels are after 
the button data which is just like the standard pad... There are 6 
analog channels, one for each axis. Here's the controler packet layout: 
Size description 
+ 
1 byte Packet Status (Should be 0x00) 
1 byte Controler type & packet size 
2 bytes Button Data 
1 byte X Movement Axis 
1 byte Y Movement Axis 
1 byte Z Movement Axis 
1 byte X Rotation Axis 
1 byte Y Rotation Axis 
1 byte Z Rotation Axis 
I'll be posting the source code for the newest version of the BloodShed 


demo soon, which uses the revolutionary 6-Axis controler. 
Hope this sparks some ideas. 
"Darco 


-—-MESSAGE FILE 4710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03427 
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--MESSAGE FILE 4711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003428 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: General public Yaroze FAQ - suggestions wanted 

Date: Tue, 9 Feb 1999 22:32:25 +1300 

Organization: Sidhe Interactive 

Lines: 38 

Message-ID: <79o0ut1$ldo5@chuka.playstation.co.uk> 

NNTP-Posting-Host: p43-max5.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1157 scee.yaroze.freetalk.english 
23428 


I am throwing together a Yaroze FAQ for those people interested in joining 
the Yaroze program to be housed at our site. The list of questions I have 
so far is as below. 


What is the Net Yaroze? 

How do you pronounce Yaroze? 
What do I need to run it? 

Do I need to know C to use it? 


Wil it run normal Playstation games? 

Will it run import Playstation games? 

Will it run copied Playstation games (CDRs) ? 

I have an Action Replay Pro, a Comms Link, and some development tools. Why 


do I need a Yaroze? 

Can I use C++ with the Yaroze? 

Can I create bootable Playstation CDs of my Yaroze programs? 

Can I create commercial Playstation titles on a Yaroze? 

How do I distribute my programs to non-Yaroze members? 

Will commercial developers recognise my Yaroze experience when applying for 
a job? 

Where can I get one? 

Can I buy a second hand Yaroze off an existing Yaroze member? 


Does anyone else have any questions they are sick of answering? 


Regards 
Mario Wynands 


Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 4711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03428 


—-MESSAGE FILE 4712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003429 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: High Scores 

Date: Tue, 09 Feb 1999 19:45:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36C09070.ACA7365E@btinternet .com> 

NNTP-Posting-Host: host62-172-58-114.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
X-Accept—-Language: en 


Going slightly off topic here, but can anyone tell me 
what is considered a good Tetris score on the GBC, 

My best score to date is 93000, which i am quite 

proud off, but for all i know this might be a bit crap. 


Thanks. 
James D 


—-MESSAGE FILE 4712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03429 


—-MESSAGE FILE 4713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003430 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: High Scores 
Date: Tue, 09 Feb 1999 21:28:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 60 
Message-ID: <36COA87C.2DE436D@manc.u-net .com> 
References: <36C09070.ACA7365E@btinternet .com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" D45A03520527080669BE385B" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


D45A03520527080669BE385B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Sorry but I just had to butt in with my big swollen massive head and 
tell you I recently managed a 983,523 on Tetris DX. This was starting 


on level 9, and ending on level 30 having done 428 lines. It stops 
getting faster when you reach level 25 so it's just about keeping a cool 
head after that. Beating the million is certainly possible, I'm sure 
some other cocky git here will slap me down in style with a score twice 
as high as mine! (Although I'd say 500,000 is the Expert threshold. 
Ahem. . ) 

Later, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


James Duffield wrote: 


Going slightly off topic here, but can anyone tell me 
what is considered a good Tetris score on the GBC, 

My best score to date is 93000, which i am quite 

proud off, but for all i know this might be a bit crap. 


VVVYV 


D45A03520527080669BE385B 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 

Sorry but I just had to butt in with my big swollen massive head and tell 
you I recently managed a 983,523 on Tetris DX.&énbsp; This was starting 
on level 9, and ending on level 30 having done 428 lines.&nbsp; It stops 
getting faster when you reach level 25 so it's just about keeping a cool 
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head after that.&nbsp;&nbsp; Beating the million is certainly possible, 

I'm sure some other cocky git here will slap me down in style with a score 
twice as high as mine!énbsp; (Although I'd say 500,000 is the Expert threshold. 
Ahem. .) 

<p>Later, 

<br>Jim 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 
<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>é&nbsp; 

<p>James Duffield wrote: 

<blockquote TYPE=CITE>Going slightly off topic here, but can anyone tell 

me 

<br>what is considered a good Tetris score on the GBC, 

<br>My best score to date is 93000, which i am quite 

<br>proud off, but for all i know this might be a bit crap.</blockquote> 
</html> 


D45A03520527080669BE385B-- 


—-MESSAGE FILE 4713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03430 


—-MESSAGE FILE 4714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003431 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: N64 on the PC 

Date: Wed, 10 Feb 1999 12:22:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <36C179F7.210F1191@reading.ac.uk> 

References: <78qua8$ccrl@chuka.playstation.co.uk> <78sf90Sccr2@chuka.playstation.co. 
uk> <78sm7jSccr3@chuka.playstation.co.uk> <78sml6Sccr4@chuka.playstation.co.uk> <78t 
bfg$ccr9@chuka.playstation.co.uk> <78tdbr$ccrll@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


>comparable to PC demos, they can be easily downloaded. If this emulator 
does 

>well it will provide a massive boost to the N64 piracy market. 

I agree completely (and had posted something along similar lines at 
virtually the same time - so cancel that ;-) ) 


As I looked at those amazing hi-res N64 screenshots at IGN64, I couldn't 
help feeling this UltraHLE, Bleem, VGS situation is very bad news indeed. 
Imagine the possible impact a working Dreamcast emulator could have if it 
arrived before the machine's official US/European release. 


VVVVVVVV V 


If it happened - and it almost certainly won't (because as somebody's 
already mentioned, the PC won't be able to read the GDROM discs) - it 
would hurt Sega. But if they had produced a machine that could have 
been emulated so easily, and delayed its release so long, it would serve 
them right! :) 

The piracy thing is a worry, although it's notable to see that 
emulator authors have started trying to prevent it (though I'd be pretty 
worried about that PSX emulator that does detect the copy protection 
bytes, because it's just asking for somebody to reverse engineer the 
emulator and find out how the copy protection works.. and leaving the 
regional lockout in was a bad idea, since the regional lockout was 
practically what caused the PSX piracy market to appear so quickly), but 
I think that it's a useful rising-water mark for technology companies. 
By the time your hardware has been emulated - especially if it's by 
"underground" programmers (though I'd wonder why programmers who could 
emulate an N64 from the ground up *wouldn't* have professional jobs), 
it's time you should be moving to more innovative hardware. Sony are 
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doing so - and that's a Good Thing. 
—-MESSAGE FILE 4714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03431 


-—-MESSAGE FILE 4715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003432 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: If Dr. Seuss Were a Technical Writer..... 
Date: Wed, 10 Feb 1999 12:48:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <36C18028.14A3@bristol.ac.uk> 
NNTP-Posting-Host: n65.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Here's an easy game to play. 
Here's an easy thing to say: 


If a packet hits a pocket on a socket on a port, 

And the bus is interrupted as a very last resort, 

And the address of the memory makes your floppy disk abort, 
Then the socket packet pocket has an error to report! 


If your cursor finds a menu item followed by a dash, 

And the double-clicking icon puts your window in the trash, 
And your data is corrupted 'cause the index doesn't hash, 

then your situation's hopeless, and your system's gonna crash! 


You can't say this? 
What a shame sir! 
We'll find you 
Another game sir. 


If the label on the cable on the table at your house, 

Says the network is connected to the button on your mouse, 

But your packets want to tunnel on another protocol, 

That's repeatedly rejected by the printer down the hall, 

And your screen is all distorted by the side effects of gauss, 
So your icons in the window are as wavy as a souse, 

Then you may as well reboot and go out with a bang, 

"Cause as sure as I'ma poet, then the sucker's gonna hang! 


When the copy of your floppy's getting sloppy on the disk, 

And the microcode instructions cause unnecessary risc, 

Then you have to flash your memory and you'll want to ram your rom. 
Quickly turn off the computer and be sure to tell your mom! 


[Ed: Originally written by GeneZiegler (elzl@cornell.edu) | 
—-MESSAGE FILE 4715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03432 


—-MESSAGE FILE 4716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003433 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Jerry_Jessop@Playstation.Sony.Com (Jerry Jessop) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Ascii Sphere 360 

Date: Wed, 10 Feb 1999 17:53:58 GMT 

Organization: SCEA Hardware Engineering 

Lines: 46 

Message-ID: <36c1c559.5738448@news.scea.sony.com> 

References: <36BE2822.F8C6813C@datasys.net> 

NNTP-Posting-Host: 208.247.15.29 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3433 scea.yaroze.freetalk 
21158 
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Darco, 


The Sphere specific ID is a x55. If you take the low nibble (5) and 
double it you get the number of data bytes required in the packet, 
This does not include 3 overhead bytes. The Sphere in x55 mode will 
not work with multi-taps as they (multitaps) can only transfer 6 data 
bytes max. 


The ASCII Sphere also supports a number of standard controller ID's 
x4ldigital Dpad, x23 NegCon, x53 analog joysticks (the big dual 
flightsticks) 


Jerry 

Hardware Engineer 

SCEA 

On Sun, 07 Feb 1999 18:56:18 -0500, Darco <rquat@datasys.net> wrote: 


>I just thought I'd post my findings from figiting with the 6-Axis 
>controler Ascii Sphere 360. 


> 

>The controler ID is the same as the old dual analog joysticks - 5 I 
>think. But it has a larger packet size... The analog channels are after 
>the button data which is just like the standard pad... There are 6 


>analog channels, one for each axis. Here's the controler packet layout: 
> 


>Size description 

> + 

»1 byte Packet Status (Should be 0x00) 
>1 byte Controler type & packet size 
>2 bytes Button Data 

»1 byte X Movement Axis 

>1 byte Y Movement Axis 

>1 byte Z Movement Axis 

»1 byte X Rotation Axis 

>1 byte Y Rotation Axis 

>1 byte Z Rotation Axis 

> 

>I'll be posting the source code for the newest version of the BloodShed 


>demo soon, which uses the revolutionary 6-Axis controler. 
> 

>Hope this sparks some ideas. 

> 

>"Darco 


—-MESSAGE FILE 4716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03433 


-—-MESSAGE FILE 4717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003434 
Path: chuka.playstation.co.uk!news 
From: James Duffield <J.Duffield@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: High Scores 
Date: Wed, 10 Feb 1999 21:02:18 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 78 
Message-ID: <36C1F3D7.8EB60B35@btinternet .com> 
References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> 
NNTP-Posting-Host: host5-99-50-29.btinternet.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" A05EFED01A4065B7FF0A0B03F7" 
X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
X-Accept-Language: en 


A05ED01A4065B7FF0A0B03F7 
Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 


Net Yaroze newsgroups message dump.txt 


եռ 


Content-Transfer-Encoding: 7bit 
983,523! 
Think i'll just give up know. 

Seriously though i have know managed 199,847, still a long way off your 
score. I've only had the Gameboy 3 days, so you never know there might 
still be time for a challenge yet. 

Anyone else with a world champion score? 

Let us know. 


Cheers 


James D 


James Shaughnessy wrote: 


http://www.netyaroze-europe.com/~shaughnj 


> Sorry but I just had to butt in with my big swollen massive head and 

> tell you I recently managed a 983,523 on Tetris DX. This was starting 
> on level 9, and ending on level 30 having done 428 lines. It stops 

> getting faster when you reach level 25 so it's just about keeping a 

> cool head after that. Beating the million is certainly possible, I'm 
> sure some other cocky git here will slap me down in style with a score 
> twice as high as mine! (Although I'd say 500,000 is the Expert 

> threshold. Ahem. .) 

> 

> Later, 

> Jim 

> 

> James Shaughnessy james@manc.u-net.com 

> 

> 

> 

> 


AO5ED01A4065B7FFOAO0BO3F7 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
983,523! 
<br>Think i'll just give up know. 

<br>Seriously though i have know managed 199,847, still a long way off 
your 

<br>score. I've only had the Gameboy 3 days, so you never know there might 
<br>still be time for a challenge yet. 

<br>Anyone else with a world champion score? 

<br>Let us know. 

<p>Cheers 

<p>James D 

<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry but I just had to butt in with my big swollen 
massive head and tell you I recently managed a 983,523 on Tetris DX.&nbsp; 


This was starting on level 9, and ending on level 30 having done 428 lines. 


It stops getting faster when you reach level 25 so it's just about keeping 
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é&nbsp; 


a cool head after that.&nbsp;é&nbsp; Beating the million is certainly possible, 


I'm sure some other cocky git here will slap me down in style with a score 


twice as high as mine!é&nbsp; (Although I'd say 500,000 is the Expert threshold. 


Ahem. .) 

<p>Later, 

<br>Jim 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 


<br><tt><a href="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 


ope.com/~shaughnj</a></tt> 

<br><tt> </tt> 
<br>é&nbsp; 

<br>énbsp; </blockquote> 

</html> 
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A05ED01A4065B7FFOA0BO3F7-- 
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—-MESSAGE FILE 4717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03434 


-—-MESSAGE FILE 4718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003435 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: High Scores 

Date: Wed, 10 Feb 1999 21:58:34 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 73 

Message-ID: <36C2010A.33FDBD01@manc.u-net.com> 


References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> <36 


Լ 


C1F3D7.8EB60B35@btinternet .com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 911E87EFE4CE33554B510199" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


911E87EFE4CE33554B510199 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Don't give up from seeing my score -- give up when you see the score 
that someone else around here (ie. a modest fellow Yarozer not wanting 
to shout publically about his Tetris exploits like I do) had managed... 
we're talking OVER 83,000,000. I almost cried! 

I think it was on the original version too, which makes it even more 
impressive. 


I wonder what kind of score Alexey Pajitnov (the late creator of Tetris) 
could manage on the new DeluXe version of his genius classic (if he 
hadn't been shot dead that is) I reckon he'd still be on his first 
game.. Talking of GameBoys, death and genius, the GameBoy inventor 
himeself (sorry, can't remember name) got killed a year or so ago by a 
passing car while he was stood by the side of the road, in case any of 
you didn't know, and, er, wanted to. 


Jim (feeling morbid, but nothing a session on the GBC won't fix) 


James Duffield wrote: 


> 983,523! 

> Think i'll just give up know. 

> Seriously though i have know managed 199,847, still a long way off 
> your 

> score. I've only had the Gameboy 3 days, so you never know there might 
> 

> still be time for a challenge yet. 

> Anyone else with a world champion score? 

> Let us know. 

> 

> Cheers 

> 

> James D 


911E87EFE4CE33554B510199 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Don't give up from seeing my score -- give up when you see the score that 
someone else around here (ie. a modest fellow Yarozer <i>not</i> wanting 
to shout publically about his Tetris exploits like I do) had managed... 
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we're talking <b>OVER 83,000,000</b>.&nbsp; I almost cried! 
<br>I think it was on the original version too, which makes it 
impressive. 


Page 3006 


even more 


<p>I wonder what kind of score Alexey Pajitnov (the late creator of Tetris) 
could manage on the new DeluXe version of his genius classic (if he hadn't 


been shot dead that is)&nbsp; I reckon he'd still be on his first game..é&nbsp; 
Talking of GameBoys, death and genius, the GameBoy inventor himeself (sorry, 
can't remember name) got killed a year or so ago by a passing car while 

he was stood by the side of the road, in case any of you didn't know, and, 


er, wanted to. 

<p>Jim (feeling morbid, but nothing a session on the GBC won't 
<p>James Duffield wrote: 

<blockquote TYPE=CITE>983,523! 

<br>Think i'll just give up know. 

<br>Seriously though i have know managed 199,847, still a long 
your 
<br>score. I've only had the Gameboy 3 days, so you never know 
<br>still be time for a challenge yet. 

<br>Anyone else with a world champion score? 

<br>Let us know. 

<p>Cheers 

<p>James D</blockquote> 

</html> 


911E87EFE4CE33554B510199-- 


fix) 


way off 


there might 


—-MESSAGE FILE 4718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03435 


-—-MESSAGE FILE 4719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003436 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: My best work yet 

Date: Wed, 10 Feb 1999 17:02:37 -0500 
Organization: SCEA News Server 

Lines: 70 

Message-ID: <36C201FD.8B416608@datasys.net> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 616.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1159 scee.yaroze.freetalk.english 


23436 
This is the newest BloodShed demo. 


This will be by far one of the best, if not the best, programs 


I've 


written. It is by no means finished - I still meed to add mechs and 


stuff. But it still rocks... Just try it out. Just download it 
me what you think. The source code isn't included anymore - it 
until the game is finished. 


Just in case you don't know what BloodShed is, let me explain. 


and tell 
won't be 


This isa 


game that I've been thinking about for several months now. It is a 
realtime Mech battle game, in which you can play against the computer or 
a friend. The levels are randomly generated from a 32-bit random seed -- 
This means over 4 billion different levels! If you find a level you 


enjoy, you just write down the random seed and you can play it 
you want. 


3 different types of controlers are supported. Standard control 
Analog Controler, and the Ascii Sphere 360. 


Both the standard controler and the Ascii Sphere 360 have simil 


any time 


ler, Dual 


lar button 


layouts. The Cross button shoots projectiles, Circle drops bombs, and 
Triangle jumps. The Ascii Sphere support at the moment is hard-coded 
into horizontal mode, because this is how I am use to using the 
controler. (Old habbit from the Ascii Sphere's PC cousin, the Space Orb 
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360) 


The dual analog controler is a little bit different... The controls are 
like that of a tank game, each control stick controls that side of the 
player. Push them both forward to move forward, move one forward and the 
other backward to turn, move them both left or right to strafe, and move 
them both away from each other to jump. R2 fires projectiles, L2 drops 
bombs. 


If you have a friend over, or even if you don't, you can press the 
Square button to put yourself into the fabled 2-player mode. This game 
was designed with 2 player mode in mind, so grab someone off the street 
and just try out blasting each other. You can't take damage yet - only 
terrain colision detection is implemented. But it still looks cool, and 
it's still fun. 


I haven't finished the jumping yet, so you just kinda keep flying up 
untill you let go of the button. This is ok for now, I'm not too worried 
about it. Just letting you know that I already know about it and I will 
fix it later. 


If you get tired, press start to go back to the main menu. The quit 
option is to the far right. 


Here's where you can leach it: 


SCEA: 

http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodntsc.zip 


The European mirror might not be be updated by the time you read this, 
so you might have to wait a few days. At the moment, only an NTSC 
version is avalible. 


I'm really eager to see what everyone else thinks of the game so far... 
I'm amazed at how well it is turning out. The game was unstable for a 
while, but I think I have fixed that... If it crashes, it will probably 
be in 2-player mode when there is alot of stuff on the screen. I've 
tried VERY hard to crash it, but this build seems very stable so I don't 
think you will run into any problems or abrupt interruptions in 
gameplay. 


Enjoy! 


'Darco 
--MESSAGE FILE 4719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03436 


--MESSAGE FILE 4720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003437 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Wed, 10 Feb 1999 17:06:35 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36C202EB.78DFF35@datasys.net> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 616.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1160 scee.yaroze.freetalk.english 
23437 


Mario Wynands wrote: 
> 


> Does anyone else have any questions they are sick of answering? 
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Yeah, here's one. It seems to be one of the first questions that any 
newbie asks... 


"Can I program the new Dual Shock controler to vibrate?" 


"Darco 
—-MESSAGE FILE 4720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03437 


-—-MESSAGE FILE 4721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003438 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: High Scores 

Date: Wed, 10 Feb 1999 23:52:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 116 

Message-ID: <79t63rSo0vl@chuka.playstation.co.uk> 

References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> <36 

C1F3D7.8EB60B35@btinternet.com> <36C2010A.33FDBD01@manc.u-net.com> 

NNTP-Posting-Host: vil-l.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_0020_01BE5550.652327E0" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


== == === =_NextPart_000_0020_01BE5550.652327E0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


There you go, it just goes to show, don't invent anything too popular, = 
you never know what might happen to you ;) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 

James Shaughnessy wrote in message = 
<36C2010A.33FDBD01@manc.u-net.com>... 

Don't give up from seeing my score -- give up when you see the score = 
that someone else around here (ie. a modest fellow Yarozer not wanting = 
to shout publically about his Tetris exploits like I do) had managed... = 
we're talking OVER 83,000,000. I almost cried!=20 

I think it was on the original version too, which makes it even more 
impressive.=20 

I wonder what kind of score Alexey Pajitnov (the late creator of = 
Tetris) could manage on the new DeluXe version օք his genius classic (1 
he hadn't been shot dead that is) I reckon he'd still be on his first 
game.. Talking օք GameBoys, death and genius, the GameBoy inventor = 
himeself (sorry, can't remember name) got killed a year or so ago by a = 
passing car while he was stood by the side of the road, in case any of = 
you didn't know, and, er, wanted to.=20 


lI h 
վ 


Jim (feeling morbid, but nothing a session on the GBC won't fix) -20 
James Duffield wrote:=20 


983,523!=20 

Think i'll just give up know.=20 

Seriously though i have know managed 199,847, still a long way = 
off your=20 

score. I've only had the Gameboy 3 days, so you never know there = 
might=20 

still be time for a challenge yet.=20 

Anyone else with a world champion score?=20 

Let us know.=20 
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Cheers=20 


James D 


=== = = _NextPart_000_0020_01BE5550.652327E0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 
<META content=3D'"MSHTML 4.72.2106.6"" name=3DGENERATOR> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT color=3D#000000 size=3D2>There you go, it just goes to show, 
don't invent=20 
anything too popular, you never know what might happen to you = 
})</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000 size=3D2>Rad.<BR><A=20 
href=3D"mailto:rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: 
5px"> 

<DIV>James Shaughnessy<JAMES@MANC.U-NET.COM> wrote in message &1t;<A 


href=3D"mailto:36C2010A.33FDBD01@manc.u-net.com">36C2010A.33FDBD01@manc.u= 
—net.com</A>égt;...</DIV>Don't=20 

give up from seeing my score -- give up when you see the score that = 
someone=20 

else around here (ie. a modest fellow Yarozer <I>not</I> wanting to 
shout=20 

publically about his Tetris exploits like I do) had managed... we're 
talking=20 

<B>OVER 83,000,000</B>.&nbsp; I almost cried! <BR>I think it was օո 
the=20 

original version too, which makes it even more impressive.=20 

<P>I wonder what kind of score Alexey Pajitnov (the late creator of = 
Tetris) =20 

could manage on the new DeluXe version of his genius classic (if he = 
hadn't=20 

been shot dead that is)&énbsp; I reckon he'd still be on his first=20 

game..&nbsp; Talking of GameBoys, death and genius, the GameBoy = 
inventor=20 

himeself (sorry, can't remember name) got killed a year or so ago by = 


a=20 


passing car while he was stood by the side of the road, in case any = 
of you=20 

didn't know, and, er, wanted to.=20 

<P>Jim (feeling morbid, but nothing a session on the GBC won't fix) =20 

<P>James Duffield wrote:=20 

<BLOCKQUOTE TYPE =3D CITE>983,523! <BR>Think i'll just give up know. = 


<BR>Seriously though i have know managed 199,847, still a long = 
way off=20 

your <BR>score. I've only had the Gameboy 3 days, so you never = 
know=20 

there might <BR>still be time for a challenge yet. <BR>Anyone = 
else with=20 

a world champion score? <BR>Let us know.=20 

<P>Cheers=20 

<P>James D</P></BLOCKQUOTE></BLOCKQUOTE></BODY></HTML> 


արարեր =_NextPart_000_0020_01BE5550.652327E0-- 
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-—-MESSAGE FILE 4721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03438 


-—-MESSAGE FILE 4722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003439 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: High Scores 

Date: Thu, 11 Feb 1999 13:15:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <79ul0sSo0v5@chuka.playstation.co.uk> 

References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> <36 

C1F3D7.8EB60B35@btinternet.com> <36C2010A.33FDBD01@manc.u-net.com> 

NNTP-Posting-Host: co3161.tay.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0025_01BE55C0.A295F150" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


SSS = _NextPart_000_0025_01BE55C0.A295F150 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


classic (if he hadn't been shot dead that is) 
=20 


Ok maybe I'm a bit slow, but when did this happen. I thought he was = 
working for a US company. 


Bob 


298rcs@tay.ac.uk 


== === =_NextPart_000_0025_01BE55C0.A295F150 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html;charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 
<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 

<P>classic (if he hadn't been shot dead that is) 

<P>&nbsp; </P> 

<P>Ok maybe I'm a bit slow, but when did this happen.&énbsp; I = 
thought he was=20 

working for a US company.</P> 

<P>&nbsp; </P> 

<P>Bob</P> 

<P><A href=3D"mailto:298rcs@tay.ac.uk">298rcs@tay.ac.uk</A></P> 
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<P>&nbsp; </P></BLOCKQUOTE></BODY></HTML> 
",/ =_NextPart_000_0025_01BE55C0.A295F150-- 


-—-MESSAGE FILE 4722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03439 


-—-MESSAGE FILE 4723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003440 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: My best work yet 

Date: Thu, 11 Feb 1999 10:45:57 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <36C32565.5D1590E7@vmlabs.com> 

References: <36C201FD.8B416608@datasys.net> 

NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1161 scee.yaroze.freetalk.english 
:3440 


I'm impressed! Glad to see you're using hi-res too. I especially like 
the particle explosions from weapon impacts. I look forward to seeing 
the final product! 


Scott 
-—-MESSAGE FILE 4723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03440 


—-MESSAGE FILE 4724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003441 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GAMES GRAPHICS CD FOR A FIVER 

Date: Fri, 12 Feb 1999 00:09:44 +0100 

Organization: Debri Productions 

Lines: 34 

Message-ID: <ldnlzwt.1lvc4p5ujjvw5cN@al—-88-100.al.nl> 
NNTP-Posting-Host: 81-88-100.81.ու 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


VideoGames Graphics 1.0 


My school-project is about to be finished. It's a games design book in 
PDF-format on CD. 

The first 80 pages cover an article/book written in 1982. This is one of 
the best articles my eyes passed on in the past months. Although written 
in '82, it's still of great valeu for a lot of us. 

The second part covers games graphics in the most wide aspect of the 
word. At this moment it covers about 120 pages. Think of screenshots of 
in-game-action and interface, concept-art, promotion-art and 
development-art. I'm still putting more and more graphics in it. In the 
end is a part with games-related info like great interernet sites, books 
and that kind of stuff. 

On the CD you can also find Quicktime and Acrobat installer for Mac and 
Windows. All the "spare space" is filled with movies of games. 

The CD will be sent in a Crystal box with a "proper" inlay (colour 
printed). The PDF-file wil be free for download from the net but will be 
a hefty 60 Mb!! The costs of the CD are as follow: 
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UK fo De 
Germany DM.10,- 
Holland FL.10,- 


This is just to cover my expences of the production and mailing. If I 
had more money, I wouldn't charge at all. 

If I "sell" more than 50 copies, I will make a 2nd new version with 
other graphics related info. 

If you are interested, you can mail me at: 

debri@dds.nl / macsuppor@al.nl 


Cheers, 


DEnnis 
—-MESSAGE FILE 4724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03441 


—-MESSAGE FILE 4725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003442 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: My best work yet 

Date: Fri, 12 Feb 1999 00:10:19 +0100 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldn211m.s5k6zoolm2fgN@al-—88-100.al.nl1> 

References: <36C201FD.8B416608@datasys.net> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1162 scee.yaroze.freetalk.english 
23442 


Darco <rquat@datasys.net> wrote: 


SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/ 
blodntsc.zip 


V V V V V 


Thanks, this is what I call poopy service!! 


> The European mirror might not be be updated by the time you read this, 
> so you might have to wait a few days. At the moment, only an NTSC 
> version is avalible. 


There will be a PAL version avalible? I'll be waiting for that since my 
AV-cable is broken... 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03442 


—-MESSAGE FILE 4726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003443 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: High Scores 

Date: Fri, 12 Feb 1999 00:10:24 +0100 

Organization: Debri Productions 

Lines: 47 
Message-ID: <ldn21lak.89edvhlrvpn3vN@al-—88-100.al.nl1> 

References: <36C09070.ACA7365E@btinternet.com> <36C0OA87C.2DE436D@manc.u-net.com> <36 
C1F3D7.8EB60B35@btinternet.com> <36C2010A.33FDBD01@manc.u-net.com> 
NNTP-Posting-Host: 81-88-100.81.ու 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 


T 
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Content-Transfer-Encoding: 8bit 
X-Newsreader: MacSOUP 2.3 


Don't give up from seeing my score -- give up when you see the score 
that someone else around here (ie. a modest fellow Yarozer not wanting 


we're talking OVER 83,000,000. I almost cried! 
I think it was on the original version too, which makes it even more 
impressive. 


V V V V V V 


I used to finish Tetris within 10 minutes in the mode where you start 
with a lot of blocks already on the screen. I loved the different little 
Rockets and the space-shuttle. After the gameboy was lost for a few 
years, I bought a GBPocket. A great little gadget with the best design 
of all game-boys. I like the case better than the case of the CGB. I 
also lost my Tetris game. I used to love Tennis with the Link-cable 
against my girlfriend. 

I was very dissapointed with Nintendo when they changed the 
Link-conectors. I had to pay 3 times as much to be able to play a 
link-game. The litte converter-pieces you need for GBPocket are very 
hard to get in Holland and rather expensive (£ 6.- each, and you need 2) 
Now you think that £ 12.- is not that much, but I think it is when it's 
for something you don't even should have to buy imho. 

At the ECTS I was also rather disapointed with the quality of the 
colour-screen. And I heard that it suffers from slow processor speed. Is 
that right? is it slowing down some games in colour? 


My GBP can be found on my toilet. I have Wario Bomberman in it. This is 
the comon bomberman. I think I play the first 3 levels at least 2 times 
a day... depending on what I ate the day before.. 


could manage on the new DeluXe version of his genius classic (if he 
hadn't been shot dead that is) I reckon he'd still be on his first 
game.. Talking of GameBoys, death and genius, the GameBoy inventor 
himeself (sorry, can't remember name) got killed a year or so ago by a 
passing car while he was stood by the side of the road, in case any of 
you didn't know, and, er, wanted to. 


VV V NV V VV V 


I like these bit's of information, I would like to collect these little 
bits for my PDF-book.. I'm also thinking of making a games-enceclopedy 
in PDF-format. I know this is impossible to since there are a zillion 
games around and every day there are about 150 new games hitting the 
market. But I would like to get a file with the most comlete list of 
games on all platforms. 


Cheers, 


DEnnis.. 


to shout publically about his Tetris exploits like I do) had managed... 


I wonder what kind of score Alexey Pajitnov (the late creator of Tetris) 
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—-MESSAGE FILE 4726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03443 


—-MESSAGE FILE 4727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003444 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: My best work yet 

Date: Thu, 11 Feb 1999 17:10:20 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36C3554C.55A17472@datasys.net> 


References: <36C201FD.8B416608@datasys.net> <36C32565.5D1590E7@vmlabs.com> 


Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 307.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1163 scee.yaroze.freetalk.english 


23444 
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Scott Cartier wrote: 
> 
> I'm impressed! Glad to see you're using hi-res too. 


Actually, it's very low-res - 256x240 to be exact. But it looks pretty 
good. Anyway - you really can't tell that much օք a difference between 
320x240 and 256x240. 


> I especially like the particle explosions from weapon impacts. 


Yeah, I like them too. When I wrote that, I invited all my friends over 
so I could show it off. :) 


> I look forward to seeing the final product! 
Thanks! 


"Darco 
—-MESSAGE FILE 4727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03444 


—-MESSAGE FILE 4728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003445 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: My best work yet 

Date: Thu, 11 Feb 1999 15:23:05 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36C36659.18E76A1E@vmlabs.com> 

References: <36C201FD.8B416608@datasys.net> <36C32565.5D1590E7@vmlabs.com> <36C3554C 
-55A17472@datasys.net> 

NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1164 scee.yaroze.freetalk.english 
23445 


> Actually, it's very low-res - 256x240 to be exact. But it looks pretty 
> good. Anyway - you really can't tell that much of a difference between 
> 320x240 and 256x240. 


Really? Wow. I was impressed with the framerate so I had assumed it 
was hi-res 60fps. My gaming eye must not be what it used to. :P 


Scott 
—-MESSAGE FILE 4728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03445 


—-MESSAGE FILE 4729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003446 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Thu, 11 Feb 1999 23:22:22 -0500 

Organization: BitSlap Software 

Lines: 66 

Message-ID: <7a0a6u$714@scea> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port9.vianet.on.ca 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_00A8_01BE5615.6032DA80" 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1165 scee.yaroze.freetalk.english 
23446 


This is a multi-part message in MIME format. 


ce =_NextPart_000_00A8_01BE5615.6032DA80 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 

about Final Fantasy 8 being released in Japan and Mod chipped = 
PlayStation not being able to load the game got me thinking.... Can = 
the Yaroze boot this new breed of anti import games... 


Since I've never imported a game (We don't get many things in Northern = 
Ontario, CANADA) none the less even dream of learning to read Japanese = 
I won't have the chance to test for myself 


If anyone has the chance to "test" these new games with the Yaroze = 
please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 


= === =_NextPart_000_00A8_01BE5615.6032DA80 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—-//W3C//DTD W3 HIML//EN"> 
<HTML><HEAD> 

<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<STYLE></STYLE> 


<META content=3D'"MSHTML 5.00.0910.1309"' name=3DGENERATOR></HEAD> 

<BODY background=3D"" bgColor=3D#ffffff> 

<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 
href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation not = 
being=20 

able to load the game got me thinking.... Can the Yaroze boot this new = 
breed=20 

of anti import games...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get many = 
things in=20 

Northern Ontario, CANADA) none the less even dream of learning to read 
Japanese=20 

I won't have the chance to test for myself</FONT></DIV> 
DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>If anyone has the chance to &quot;test&quot; these 
ew games=20 

ith the Yaroze please post you findings.</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 

DIV><FONT size=3D2><A=20 
ref=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
/A></FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV></BODY></HTML> 


ՃՃՃԹԾՅԴՊ Ո ՅԾ Ճ/Ճ' 


=== =_NextPart_000_00A8_01BE5615.6032DA80-- 


—-MESSAGE FILE 4729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03446 
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-—-MESSAGE FILE 4730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003447 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 09:59:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <7a0u2iSo0v7@chuka.playstation.co.uk> 

References: <7a0a6u$714@scea> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-——-=_NextPart_000_0037_01BE566E.62AABAE0" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1166 scee.yaroze.freetalk 

23447 


This is a multi-part message in MIME format. 


ժԿ7ԿԿ,/ = _NextPart_000_0037_01BE566E. 62AABAE0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


The Net Yaroze is not a chipped PlayStation. Therefore these anti-mod = 
chip games should work. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
Steve Tolin wrote in message <7aQ0a6u$714@scea>... 
After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 
about Final Fantasy 8 being released in Japan and Mod chipped = 


PlayStation not being able to load the game got me thinking.... Can the = 
Yaroze boot this new breed of anti import games... 
=20 


Since I've never imported a game (We don't get many things in = 
Northern Ontario, CANADA) none the less even dream of learning to read 
Japanese ... I won't have the chance to test for myself 

=20 

If anyone has the chance to "test" these new games with the Yaroze = 

please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 


=s s= aaa =_NextPart_000_0037_01BE566E. 62AABAE0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD 13 = 
HTML//EN"> 

<STYLE></STYLE> 


<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 

<BODY background=3D"" bgColor=3D#ffffff> 

<DIV><FONT color=3D#000000 size=3D2>The Net Yaroze is not a chipped = 
PlayStation.=20 


-english 
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Therefore these anti-mod chip games should work.</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000 size=3D2>Rad.<BR><A=20 
href=3D"mailto:rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 
<DIV>Steve Tolin<BITSLAP_SOFTWARE@BIGFOOT.COM> wrote in message=20 
&1t; 7a0a6uS714@sceaé&gt;...</DIV> 
<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 


href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h= 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation = 
not=20 

being able to load the game got me thinking.... Can the Yaroze boot = 
this new=20 

breed of anti import games...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get = 
many things=20 

in Northern Ontario, CANADA) none the less even dream of learning to = 
read=20 

Japanese ... I won't have the chance to test for myself</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>If anyone has the chance to &quot;testé&quot; 
these new=20 

games with the Yaroze please post you findings.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 

<DIV><FONT size=3D2><A=20 


href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>énbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


====== =_NextPart_000_0037_01BE566E.62AABAE0-- 


--MESSAGE FILE 4730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03447 


--MESSAGE FILE 4731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003448 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Demo competition 

Date: Fri, 12 Feb 1999 10:31:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <7a0vuhSo0v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-8.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


When's the next one? (James?) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03448 


—-MESSAGE FILE 4732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003449 
Path: chuka.playstation.co.uk!news 
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From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: High Scores 

Date: Fri, 12 Feb 1999 11:16:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 219 

Message-ID: <7al2hkSo0v9@chuka.playstation.co.uk> 

References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> <36 

C1F3D7.8EB60B35@btinternet.com> <36C2010A.33FDBD01@manc.u-net.com> <ldn21lak.89edvhir 

vpn3vN@al-88-100.al.nl1> 

NNTP-Posting-Host: p78s02a01.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———--=_NextPart_000_0070_01BE5679.20A3F480" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


ժԿ7ԿԿ,/ =_NextPart_000_0070_01BE5679.20A3F480 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


James Shaughnessy wrote 


>I wonder what kind of score Alexey Pajitnov (the late creator of = 
Tetris) 


>could manage on the new DeluXe version of his genius classic (if he 
>hadn't been shot dead that is) I reckon he'd still be on his first 
>game.. Talking օք GameBoys, death and genius, the GameBoy inventor 


>himeself (sorry, can't remember name) got killed a year or so ago by a 
>passing car while he was stood by the side of the road, in case any of 
>you didn't know, and, er, wanted to. 


Gumpei Yokoi was also responsible for Metroid, Game&Watch, and Virtual = 
Boy. Shigeru Miyamoto worked on his first videogames - Game&éWatch = 
titles - under Gumpei Yokoi's supervision. A certifiable genius in my = 
book. 


DEnnis Brinkhuis wrote 


>And I heard that it suffers from slow processor speed. Is 
>that right? is it slowing down some games in colour? 


Don't think so. All of the GBC games released so far have been = 
backwardly compatible, and so make no use of the GBCs full colour = 
palette or double speed processor mode (I guess it does have a slow = 
processor speed - it's only a modified Z80 after all :-))=20 


I think the first GBC specific title in this county will be Rug Rats, = 
which'll feature some tasty parallax scrolling and looks pretty close to = 
MegaDrive standard graphics. Oh well, still got Zelda DX and SMB to = 
look forward to. :-) 


Hmmm... got a strange urge to get that VB out for a quick spin. 


Derek 


dasi@globalnet.co.uk 


Alexey Pajitnov is dead? 


Net Yaroze newsgroups message dump.txt Page 3019 


Q "Whats hard, six inches long, and great fun to play with in the = 
toilet?" 
A "The Gameboy of course!" 


- MEAN MACHINES magazine 


ap aoa ap =_NextPart_000_0070_01BE5679.20A3F480 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 

</HEAD> 

<BODY> 

<DIV>&nbsp; </DIV> 

<DIV>James Shaughnessy wrote</DIV> 

<DIV>&nbsp; </DIV> 

<DIV>é&gt;I wonder what kind of score Alexey Pajitnov (the late creator = 
of=20 

Tetris) <BR>&gt; could manage on the new DeluXe version of his genius = 
classic (if=20 

he<BR>&gt;hadn't been shot dead that is)&nbsp; I reckon he'd still be on = 
his=20 

first<BR>&gt;game..&nbsp; Talking of GameBoys, death and genius, the = 
GameBoy=20 

inventor<BR>&gt;himeself (sorry, can't remember name) got killed a year = 
or so=20 

ago by a<BR>&é&gt;passing car while he was stood by the side of the road, 
in case=20 

any of<BR>&gt;you didn't know, and, er, wanted to.</DIV> 

<DIV>&nbsp; </DIV> 
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<DIV><BR>Gumpei Yokoi was also responsible for Metroid, Game&amp;Watch, 
and=20 

Virtual Boy.&nbsp; Shigeru Miyamoto worked on his first videogames -=20 
Game&amp; Watch titles - under Gumpei Yokoi's supervision. A certifiable 
genius=20 


in my book.</DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>DEnnis Brinkhuis wrote</DIV> 

<DIV>&nbsp; </DIV> 

<DIV>égt;And I heard that it suffers from slow processor speed. = 
Is<BR>&gt; that=20 

right? is it slowing down some games in colour?</DIV> 

<DIV>&nbsp; </DIV> 

<DIV><BR>Don't think so.&nbsp; All of the GBC games released so far have = 


been=20 

backwardly compatible, and so make no use of the GBCs full colour = 
palette or=20 

double speed processor mode (I guess it does have a slow processor speed 
- it's=20 

only a modified 280 after all :-)) </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>I think the first GBC specific title in this county will be Rug = 
Rats, =20 

which'll feature some tasty parallax scrolling and looks pretty close to 


MegaDrive standard graphics.énbsp; Oh well, still got Zelda DX and SMB = 
to look=20 


forward to. :-)</DIV> 
<DIV>&nbsp; </DIV> 
<DIV>Hmmm... got a strange urge to get that VB out for a quick = 


spin.</DIV> 
<DIV>é&nbsp; </DIV> 


<DIV>Derek<BR>---&nbsp; &nbsp; ---&nbsp;&nbsp; ---&nbsp; énbsp; 
—--&nbsp; &nbsp; =20 
—--&nbsp; énbsp; ---<BR><A=20 


href=3D"mailto:dasi@globalnet.co.uk">dasi@globalnet.co.uk</A></DIV> 
<DIV>&nbsp; </DIV> 

IV>Alexey Pajitnov is dead?</DIV> 

IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>énbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 


AKRAKAKAAAAKAAKAAAKAAKAAAKAAAKAAAAAKAAAKAAAAAAAKA A 


D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
D 
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DIV>é&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV>&nbsp; </DIV> 

<DIV><BR><FONT size=3D2>Q &quot;Whats hard, six inches long, and great = 
fun to play=20 

with in the toilet?&quot;<BR>A &quot;The Gameboy of = 

course! &quot; </FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>- MEAN MACHINES magazine</FONT></DIV></BODY></HTML> 


AKA AAKAAA 


a = _NextPart_000_0070_01BE5679.20A3F480-- 


—-MESSAGE FILE 4732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03449 


-—-MESSAGE FILE 4733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003450 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 06:21:40 -0500 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <36C40EC4.E4082468@datasys.net> 

References: <7a0a6u$714@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 45.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1167 scee.yaroze.freetalk.english 
23450 


Steve Tolin wrote: 


After reading an article on psx.ign.com 
http://psx.ign.com/news/6874.html 

about Final Fantasy 8 being released in Japan and Mod chipped 
PlayStation not being able to load the game got me thinking.... Can 
the Yaroze boot this new breed of anti import games... 


VVVVVVVV 


Well, you have to understand how the mod chip works to see how the 
anti-piracy mechanism works. 


The NY PSX's will accept any country code, but it needs to find one. 
The Grey PSX's will accept any CD with it's territory's country code on 
it. (A cd can have more than one I believe. Theoreticly it could have 
all 4; SCEI, SCEA, SCEE, and SCED) 


Well, a MOD chip simply checks for when the PSX looks at the sectors 
with the territory code on them, intercepts it, and then sends all 4 
country codes instead - forcing the drive mechanism to work. The new 
anti-piracy games have software built into them that checks to see if 
these territory codes are what they expect... All four codes isn't good, 
so it will fail. 


Incredibly simple - I can't understand why Sony didn't do this 
earlier... 


"Darco 
—-MESSAGE FILE 4733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03450 
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—-MESSAGE FILE 4734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003451 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: High Scores and innards 
Date: Fri, 12 Feb 1999 12:17:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 85 
Message-ID: <36C41BF7.B8BOF59C@manc.u-net.com> 
References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> <36 
C1F3D7.8EB60B35@btinternet.com> <36C2010A.33FDBD01@manc.u-net.com> <ldn21lak.89edvhlir 
vpn3vN@al-88-100.al.nl> <7al2hkS$o0v9@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" O038BEAD7DC404CF5D252148C" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


O38BEAD7DC404CF5D252148C 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Derek da Silva wrote: 


Don't think so. All of the GBC games released so far have been 
backwardly compatible, and so make no use of the GBCs full colour 
palette or double speed processor mode (I guess it does have a slow 
processor speed - it's only a modified 280 after all :-)) 


VVVYV 


"The candle that burns twice as bright, burns half as long" as people 
who don't watch Harrison Ford movies seem to often forget. They extract 
the urine out of the GameBoy's glorified ZX Spectrum innards, and have 
no idea that portable gamage is all about compromise. 


I reckon they could squeeze the equvalent of an N64 into the space of 
something like the size of the classic GameBoy (imagine that.. F-Zero-X 
on the bog), but the one thing people fail to realise that battery 


technology is still pre-historic compared to hardware. Shame though 
isn't it. I still think they should go ahead and make a hand-held N64 * 
just as a gag -- you'd probably not even make it past the title screen 


though before the batteries said au revoir. 


But yes, when dedicated GBC games come out, and they run the ickle 280 
at double speed the battery life goes down to about 10 hours from what 
I've heard, which has to be an acceptable minimum. I wonder how all 
these new NeoGeo Pocket / SNK hand-helds compare (with their 16-bit 
buttocks). 


Jim 


* They would have to supply some stylish oven gloves with it too as it 
would certainly overheat more than a Mark-I PlayStation.. ;-) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


O38BEAD7DC404CF5D252148C 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Derek da Silva wrote: 

<blockquote TYPE=CITE>Don't think so.&nbsp; All of the GBC games released 
so far have been backwardly compatible, and so make no use of the GBCs 
full colour palette or double speed processor mode (I guess it does have 
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a slow processor speed - it's only a modified 280 after all :-))</blockquote> 


<p><br>"<b><font color="#333300">The candle that burns twice as bright, 

burns half as long</font></b>" as people who don't watch Harrison Ford 

movies seem to often forget.&énbsp; They extract the urine out of the GameBoy's 
glorified ZX Spectrum innards, and have no idea that portable gamage is 

all about compromise. 

<p>I reckon they <i>could</i> squeeze the equvalent of an N64 into the 

space of something like the size of the classic GameBoy (imagine that.. 
<b><font color="#003300">F-Zero-X on the bog</font></b>), but the one thing 


people fail to realise that battery technology is still pre-historic compared 
to hardware.&nbsp; Shame though isn't it.&nbsp; I still think they should 
go ahead and make a hand-held N64 * just as a gag -- you'd probably not 


even make it past the title screen though before the batteries said <i>au 
revoir</i>. 

<p>But yes, when dedicated GBC games come out, and they run the ickle 280 

at double speed the battery life goes down to about 10 hours from what 

I've heard, which has to be an acceptable minimum.énbsp; I wonder how all 
these new NeoGeo Pocket / SNK hand-helds compare (with their 16-bit buttocks). 


<p>Jim 

<p>* They would have to supply some stylish oven gloves with it too as 
it would certainly overheat more than a Mark-I PlayStation.. ;-) 

Հք»-- 

<br><tt> </tt> 


<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 

<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>é&nbsp; </html> 


038BEAD7DC404CF5D252148C-- 


—-MESSAGE FILE 4734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03451 


—-MESSAGE FILE 4735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003452 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 12:55:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7al87mSo0v1l0@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1168 scee.yaroze.freetalk.english 
23452 


>all 4; SCEI, SCEA, SCEE, and SCED) 


Hi Darco, and Co 


I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
what/who/where are SCED 


Sony Computer Entertainment ?????7??? 


Cheers 
Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 4735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03452 
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—-MESSAGE FILE 4736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003453 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: High Scores 

Date: Fri, 12 Feb 1999 15:38:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7alhvhS7op2@chuka.playstation.co.uk> 

References: <36C09070.ACA7365E@btinternet.com> <36COA87C.2DE436D@manc.u-net.com> <36 
C1F3D7.8EB60B35@btinternet.com> <36C2010A.33FDBD01@manc.u-net.com> <ldn21lak.89edvhlir 
vpn3vN@al-88-100.al.nl> <7al2hkS$o0v9@chuka.playstation.co.uk> 

Reply-To: ben. johnson@canada.com 

NNTP-Posting-Host: 194.75.179.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Derek da Silva wrote: 


Gumpei Yokoi was also responsible for Metroid, Game&Watch, and Virtual 
Boy. Shigeru Miyamoto worked on his first videogames - Game&Watch 
titles - under Gumpei Yokoi's supervision. A certifiable genius in my 
book. 


V V V V V V 


Gunpei was without doubt <I><B>'the geezer'</I></B> at Nintendo. The 
following article doubles as quite an informative little eulogy if 
anyone's too embarrassed to admit they never heard of him: 
http://www.arrgh.co.uk/people/yokoi.html 


Rob "Still here.. sort of" Ryan 


dasi@globalnet.co.uk 
Alexey Pajitnov is dead? 
Q "Whats hard, six inches long, and great fun to play with in the 


toilet?" 
A "The Gameboy of course!" 


VVVVVVVV VV 


- MEAN MACHINES magazine 


Ah. This is obviously some strange usage of the word 'safe' that I 
wasn't 
previously aware of. 
—— The Hitch Hiker's Guide to the Galaxy 
—-MESSAGE FILE 4736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03453 


—-MESSAGE FILE 4737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003454 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 17:33:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7alok1lS7op3@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl0@chuka.pl 
aystation.co.uk> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1169 scee.yaroze.freetalk.english 
23454 


I think SCED should be SCEJ unless of course SCEJ is actually SCEI. 
In C terms: 


if ( SCEJ != ՏՇՔԼ) 
{ 

SCED = SCEJ 
} 


=) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7al87mSo0vl0@chuka.playstation.co.uk>... 

>>all 4; SCEI, SCEA, SCEE, and SCED) 

> 

>Hi Darco, and Co 

> 

>I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
>what/who/where are SCED 

> 


> 

> 

>Cheers 

>Bob 
>298rcs@tay.ac.uk 
> 


-—-MESSAGE FILE 4737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03454 


—-MESSAGE FILE 4738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003455 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 17:34:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7aloniS7op4@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <7alokl$7op3@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1170 scee.yaroze.freetalk.english 
23455 


Opps, that won't compile! Try this: 


if ( SCEJ != SCEI) 
{ 
SCED = SCEJ; 


} 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rad wrote in message <7aloklS$7op3@chuka.playstation.co.uk>... 
>I think SCED should be SCEJ unless of course SCEJ is actually SCEI. 
> 
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>In C terms: 

> 

>if ( SCEJ != SCEI) 

>{ 

> SCED = SCEJ 

>} 

> 

>:) 

> 

>Rad. 

>rad@cyberdude.com 
>http://www.netyaroze-europe.com/~radpsx 
> 

>ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
><7al87mSo0vl0@chuka.playstation.co.uk>... 
>>>all 4; SCEI, SCEA, SCEE, and SCED) 

>> 

>>Hi Darco, and Co 

>> 

>>I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
>>what/who/where are SCED 

>> 


>> 

>> 

>>Cheers 

>>Bob 
>>298rcs@tay.ac.uk 
>> 

> 

> 


—-MESSAGE FILE 4738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03455 


-—-MESSAGE FILE 4739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003457 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 15:02:08 -0500 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <36C488C0.8DF59CFO0@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 257.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1171 scee.yaroze.freetalk.english 
23457 


ROBERT C SHAND wrote: 


> 

> >all 4; SCEI, SCEA, SCEE, and SCED) 

> 

> Hi Darco, and Co 

> 

> I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
> what/who/where are SCED 

> 

> Sony Computer Entertainment 22222277 

Ehhhhh..... I'm not sure..... I thought that 'SCED' was for Sony 
development discs, that will only run on blue debug units and black net 
yaroze playstations... (The Net Yaroze Boot Disc is a good example) But 


I could be wrong. It's probably not even refered to by 'SCED', it might 
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just be ' ' for all I know... 


Anyway, the point is that the net yaroze playstation doesn't intercept 
and replace territory codes like the mod chip does, it just accepts them 
all. FF8 and all other anti-piracy PSX software that comes out in the 
future will run perfectly fine on the NY PSX because it'll see the 
country codes it was looking for. 


However......... This brings back the old "swap trick"... From what I 
know about the anti-piracy mechanism, the old swap trick would still 
work fine. And now there are AR replacement roms that make the swap 
trick possible on all PSX models, not just the 1000 series. So... Peh. 
Oh well. 


At least we can now laugh at all of the fools who modified their 
playstations -- they won't be able to run ANY game with this new 
protection mechanism built into it, even games from their own territory! 
HAHA! 


This new anti piracy CD will really hamper PSX piracy, which is a good 
thing. I don't know why Sony hasn't been doing this earlier. 


"Darco 
—-MESSAGE FILE 4739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03457 


—-MESSAGE FILE 4740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003458 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 12:10:26 -0800 

Organization: SCEA News Server 

Lines: 11 
Message-ID: <36C48AB2.42DE4A85@vmlabs.com> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1172 scee.yaroze.freetalk.english 
23458 


However......... This brings back the old "swap trick"... From what I 
know about the anti-piracy mechanism, the old swap trick would still 
work fine. And now there are AR replacement roms that make the swap 
trick possible on all PSX models, not just the 1000 series. So... Peh. 
Oh well. 


VV V V V 


I would think it would be easy to foil the swap trick. Just have the 
game itself check the territory code at random points during the game. 
Unless it's something that can only be checked at boot time. 


Scott 
—-MESSAGE FILE 4740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03458 


--MESSAGE FILE 4741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003459 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 16:29:18 -0500 

Organization: BitSlap Software 

Lines: 52 

Message-ID: <7a26ck$2i82@scea> 


Net Yaroze newsgroups message dump.txt Page 3028 


References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port88.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1173 scee.yaroze.freetalk.english 
23459 


Guess what I found...... Well that didn't take long.... 


Upon checking one of my regular sites (www.rpgamer.com) I found something 
quite interesting.... There is already a GameShark code to disable the 
anti-mod chip code... I guess piracy is an unstopable machine... 


With this in mind I guess the chances of a proprietary medium for the PSX2 
is inevitable... 


Darco <rquat@datasys.net> wrote in message 

news: 36C488C0. 8DF59CF0@datasys.net... 

>ROBERT C SHAND wrote: 

>> 

>> >all 4; SCEI, SCEA, SCEE, and SCED) 

>> 

>> Hi Darco, and Co 

>> 

>> I understand who/what/why/wheer when it come to SCEE, SCEA and SCEI, but 
>> what/who/where are SCED 


>> 

>> Sony Computer Entertainment 22222777 

> 

>Ehhhhh..... I'm not sure..... I thought that 'SCED' was for Sony 
>development discs, that will only run on blue debug units and black net 
>yaroze playstations... (The Net Yaroze Boot Disc is a good example) But 
>I could be wrong. It's probably not even refered to by 'SCED', it might 
>just be ' ' for all I know... 

> 


>Anyway, the point is that the net yaroze playstation doesn't intercept 
>and replace territory codes like the mod chip does, it just accepts them 
>all. FF8 and all other anti-piracy PSX software that comes out in the 
>future will run perfectly fine on the NY PSX because it'll see the 
>country codes it was looking for. 

> 

>However......... This brings back the old "swap trick"... From what I 
>know about the anti-piracy mechanism, the old swap trick would still 
>work fine. And now there are AR replacement roms that make the swap 


>trick possible on all PSX models, not just the 1000 series. So... Peh. 
>Oh well. 

> 

>At least we can now laugh at all of the fools who modified their 
>playstations -- they won't be able to run ANY game with this new 


>protection mechanism built into it, even games from their own territory! 
>HAHA! 

> 

>This new anti piracy CD will really hamper PSX piracy, which is a good 
>thing. I don't know why Sony hasn't been doing this earlier. 

> 

>'Darco 


—-MESSAGE FILE 4741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03459 


—-MESSAGE FILE 4742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003460 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 
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Date: Fri, 12 Feb 1999 21:54:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7a27v9S7op6@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1174 scee.yaroze.freetalk.english 
:3460 


You under estimate the power of the Dark Side! 
It's only a matter of time before a new mod chip is released which will be 
undetectable by todays games, and so the war continues.... 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Darco wrote in message <36C488C0.8DF59CF0@datasys.net>... 


> 
>At least we can now laugh at all of the fools who modified their 
>playstations -- they won't be able to run ANY game with this new 


>protection mechanism built into it, even games from their own territory! 
>HAHA! 

> 

>This new anti piracy CD will really hamper PSX piracy, which is a good 
>thing. I don't know why Sony hasn't been doing this earlier. 

> 

>'Darco 


—-MESSAGE FILE 4742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03460 


-—-MESSAGE FILE 4743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003461 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 17:40:07 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <36C4ADC7.E594EE7E@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a26ck$2i82@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 257.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1175 scee.yaroze.freetalk.english 
23461 


Steve Tolin wrote: 


> 

> Guess what I found...... Well that didn't take 1օոց.... 

> 

> Upon checking one of my regular sites (www.rpgamer.com) I found something 
> quite interesting.... There is already a GameShark code to disable the 

> anti-mod chip code... I guess piracy is an unstopable machine... 
Yeouch. That kinda sucks... They could have implemented a protection 


scheme that was a little bit more resillient. I mean common, it was 
compromised with only two gameshark codes! I'm dissapointed that the 
programers at square didn't have the forsight to interweave the 
protection mechanism into the program a little bit more... Perhaps have 
several - 10 or 20 different instances of the protection mechanism, each 
with a different subroutine and a slightly way of checking. This would 
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prove almost impossible to reverse enginer. 


It might not be a bad idea to have a few programers try to crack the 
protection scheme before they release the game. It'd probably be worth 
the investment, and pay for itself. Think of it as a kind of extended 
and more through form of beta testing. 


With this in mind I guess the chances of a proprietary medium for the PSX2 
is inevitable... 


V V V V 


Well, I guess it would be better that way. 


"Darco 
—-MESSAGE FILE 4743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03461 


-—-MESSAGE FILE 4744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003462 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Fri, 12 Feb 1999 15:05:28 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <7a2cd1$2i83@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> 

NNTP-Posting-Host: 1Cust120.tnt5.beaverton.or.da.uu.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1176 scee.yaroze.freetalk.english 
23462 


On the whole other side, I disagree with having ANY type of protection. I 
for one make backup copies of my games, I one too many times have been 
playing with originals, friends and beer and end up scratching a disc. This 
ultimately sucks! I think by having disc media you MUST be able to back up 
your stuff. Its too easily ruined. If people are going to pirate stuff, 
which they are and will never be stopped - why bother with the protection at 
all. It doesnt stop anyone from copying anything, it just makes it more of 
a pain for us to make backups. If (and there always is) a way around 
something, it will be hacked, there is no question about it. By removing 
any protection systems could be cheaper as well, ie,. no money going into 
R&D for protection "schemes". 


my 2 cents. 


-ben 


--MESSAGE FILE 4744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03462 


--MESSAGE FILE 4745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003463 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: scea ? 

Date: Sat, 13 Feb 1999 00:59:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7a2iqnS7op8@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Hi, 


Why is SCEA not accepting any new Net Yaroze members, can it really be that 
they have "run out" of Net Yaroze systems, if this is the case why don't 
they just get more in, hardly a reason not to accept new members. 


Also what chance is there Sony will let us have the libraries to use the 
Dual Shock properly not just as a standard analogue pad. 


NC 


—-MESSAGE FILE 4745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03463 


—-MESSAGE FILE 4746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003464 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Sat, 13 Feb 1999 02:20:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7a2nh2S7op9@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> 

NNTP-Posting-Host: vil-41l.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1177 scee.yaroze.freetalk.english 
23464 


Look, at the end of the day no matter how much time they spend on the 
protection scheme it's gonna get cracked one way or another. 

Now don't get me wrong I'm all against piracy, if a game is worth playing 
then its definitely worth buying otherwise don't bother with it, simple as 
that. 
I mean Square could have spent most of their time developing a kick ass 
protection scheme which did 100 checks per frame with 1000 different methods 
of doing it but then it wouldn't be much of a game would it! 

So instead of trying to make it 99.9% pirate proof they probably decided to 
concentrate on the game! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Darco wrote in message <36C4ADC7.E594EE7E@datasys.net>... 

>Steve Tolin wrote: 

>> 

>> Guess what I found...... Well that didn't take long.... 

>> 

>> Upon checking one of my regular sites (www.rpgamer.com) I found 
something 


>> quite interesting.... There is already a GameShark code to disable the 
>> anti-mod chip code... I guess piracy is an unstopable machine... 

> 

>Yeouch. That kinda sucks... They could have implemented a protection 


>scheme that was a little bit more resillient. I mean common, it was 
>compromised with only two gameshark codes! I'm dissapointed that the 
>programers at square didn't have the forsight to interweave the 
>protection mechanism into the program a little bit more... Perhaps have 
>several - 10 or 20 different instances of the protection mechanism, each 
>with a different subroutine and a slightly way of checking. This would 
>prove almost impossible to reverse enginer. 

> 

>It might not be a bad idea to have a few programers try to crack the 
>protection scheme before they release the game. It'd probably be worth 
>the investment, and pay for itself. Think of it as a kind of extended 
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>and more through form of beta testing. 

> 

>> 

>> With this in mind I guess the chances of a proprietary medium for the 
PSX2 

>> is inevitable... 

>> 

> 

>Well, I guess it would be better that way. 
> 

>'Darco 


—-MESSAGE FILE 4746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03464 


—-MESSAGE FILE 4747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003465 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Fri, 12 Feb 1999 22:00:57 -0500 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <36C4EAE9.7498D911@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 257.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1178 scee.yaroze.freetalk.english 
23465 


Rad wrote: 


> 

> Look, at the end of the day no matter how much time they spend on the 

> protection scheme it's gonna get cracked one way or another. 

> Now don't get me wrong I'm all against piracy, if a game is worth playing 

> then its definitely worth buying otherwise don't bother with it, simple as 
> that. 

> I mean Square could have spent most of their time developing a kick ass 

> protection scheme which did 100 checks per frame with 1000 different methods 
> of doing it but then it wouldn't be much of a game would it! 

> So instead of trying to make it 99.9% pirate proof they probably decided to 
> concentrate on the game! 

> 


Taking 6-12 hours of pure coding time and devoting that to developing a 
worthy protection scheme out of a project requiring several thousand 
hours or pure coding time is not being unrealistic. 


And you are right. There is no way to absolutely and completely stop 
piracy... But that's not the goal. The goal is to make it so difficult 
that it isn't worth it for someone to even try. 


"Darco 
—-MESSAGE FILE 4747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03465 


—-MESSAGE FILE 4748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003466 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Sat, 13 Feb 1999 02:52:18 -0500 

Organization: BitSlap Software 
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Lines: 18 

Message-ID: <7a3avj$2i84@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a27v9ST7op6@chuka.playstation.co.u 
k> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port3.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1180 scee.yaroze.freetalk.english 
:3466 


That "new" chip is ready to be released on Monday... Wish and you shall 
receive I guess.. As reported by 
http://psx.ign.com/news/6890.html 


Rad <rad@cyberdude.com> wrote in message 
news:7a27v9S7op6@chuka.playstation.co.uk... 

>You under estimate the power of the Dark Side! 

>It's only a matter of time before a new mod chip is released which will be 
>undetectable by todays games, and so the war continues.... 

> 

>Rad. 

>rad@cyberdude.com 


—-MESSAGE FILE 4748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03466 


—-MESSAGE FILE 4749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003467 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Wed, 10 Feb 1999 12:00:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7JVa3pvs$7op11@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a2cd1$2i83@scea> 
NNTP-Posting-Host: dialup137-29.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1181 scee.yaroze.freetalk.english 
23467 


I disagree. 


Having NO protection just seems an invitation to piracy - imagine if EVERY 
PlayStation could run pirate games "out-the-box" - it would be a nightmare 
for Sony (and I can't see it doing the industry any good, either). Far 
better to let every PS run *legit* games from anywhere, in fact - I wish the 


NY was the "Standard PS"! I would never have got my old grey PS chipped if I 
could have run SCEI and SCEA games on it from the off. I also think Sony's 
new copy-protection scheme is a slap in the face for importers who DON'T buy 
pirate software. But, I guess, maybe there aren't too many of them? : ( 


These are just the wishful ramblings of a die-hard importer, I know :) 


Nick F 


Ben Siroshton wrote in message <7a2cd1$2i83@scea>... 
> 


>On the whole other side, I disagree with having ANY type of protection. I 
>for one make backup copies of my games, I one too many times have been 
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>playing with originals, friends and beer and end up scratching a disc. 

This 

>ultimately sucks! I think by having disc media you MUST be able to back up 
>your stuff. Its too easily ruined. If people are going to pirate stuff, 
>which they are and will never be stopped - why bother with the protection 
at 

>all. It doesnt stop anyone from copying anything, it just makes it more of 
>a pain for us to make backups. If (and there always is) a way around 
>something, it will be hacked, there is no question about it. By removing 
>any protection systems could be cheaper as well, ie,. no money going into 
>R&D for protection "schemes". 

> 

>my 2 cents. 

> 

>-ben 

> 


> 
> 


-—-MESSAGE FILE 4749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03467 


—-MESSAGE FILE 4750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003468 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: Sat, 13 Feb 1999 10:27:47 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36C599F3.4AA35A07@datasys.net> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 199.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nigel Critten wrote: 
Hi, 
Why is SCEA not accepting any new Net Yaroze members, can it really be that 


they have "run out" of Net Yaroze systems, if this is the case why don't 
they just get more in, hardly a reason not to accept new members. 


VVVVVVV 


SCEA is not known for being a productive branch of the net yaroze 
world... So, there is no big rush to re-supply them with more units. I 
don't think that we will ever be resupplied either... Too bad really, 
because some of my friends were considering purchasing one, but now they 
can't. 


*sigh* Oh well. 


> Also what chance is there Sony will let us have the libraries to use the 
> Dual Shock properly not just as a standard analogue pad. 
> 


Virtually zero. Don't bother asking... It's not gonna happen. 


"Darco 
—-MESSAGE FILE 4750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03468 


—-MESSAGE FILE 4751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003469 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Sat, 13 Feb 1999 10:30:33 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36C59A99.1484A714@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a27v9S7op6@chuka.playstation.co.u 
k> <7a3avj$2i84@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 199.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1183 scee.yaroze.freetalk.english 
73469 


Steve Tolin wrote: 


> 

> That "new" chip is ready to be released on Monday... Wish and you shall 
> receive I guess.. As reported by 

> http://psx.ign.com/news/6890.html 

> 


Wow! $78 for a damn mod chip! What a rip off!!! It'd be cheaper just to 
get that game shark, and use the code. Probably easier than installing a 
new chip too. What kinda idiot would buy this thing, anyway? 


"Darco 
—-MESSAGE FILE 4751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03469 


—-MESSAGE FILE 4752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003470 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sat, 13 Feb 1999 16:56:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <36C5AEB2.BE73A768@btinternet .com> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: host62-172-93-202.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1184 scee.yaroze.freetalk.english 
23470 


I agree with Nick, 


You can't just have machine's capable of playing pirated 
software availabe at any local shop, however this whole 
argument goes back to the Amiga days, when most peoples 
software collections usually had more pirates than legit games, 
Commodore and many of the coders tried to stop this in 

several different ways, including: hardware devices which 
fitted into the joystick port, cards in the box with codes on and 
parts in the games code which tried to fool disk copiers. 

As far as i'am aware none of these measures were succesful, 

as games were usually available in a cracked form within days 
of release. 

The rather long-winded point i'am trying to make here is that 
piracy, in some form will always be with us, so any attempt 
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to stop piracy, is, ultimatley a waste of resourses. Unless 
someone can come with a way to take software protection in 

a completly new direction, there will always be copies readily 
available. 
I would also like to point out that i do have a chipped playstation 
and only had it chipped to run imports, there is not one game 

in my collection that is a copy. 


James D 
P.S whats up with the date on your computer Nick? 


the original posting was on friday, but you posted 
your message on wednesday! (some weird time travel going on?). 


Nick Ferguson wrote: 


I disagree. 


Having NO protection just seems an invitation to piracy - imagine if EVERY 
PlayStation could run pirate games "out-the-box" - it would be a nightmare 
for Sony (and I can't see it doing the industry any good, either). Far 
better to let every PS run *legit* games from anywhere, in fact - I wish the 


NY was the "Standard PS"! I would never have got my old grey PS chipped if I 
could have run SCEI and SCEA games on it from the off. I also think Sony's 
new copy-protection scheme is a slap in the face for importers who DON'T buy 
pirate software. But, I guess, maybe there aren't too many of them? : ( 


These are just the wishful ramblings of a die-hard importer, I know :) 


Nick F 


Ben Siroshton wrote in message <7a2cd1$2i83@scea>... 

> 

>On the whole other side, I disagree with having ANY type of protection. I 
>for one make backup copies of my games, I one too many times have been 
>playing with originals, friends and beer and end up scratching a disc. 

This 

>ultimately sucks! I think by having disc media you MUST be able to back up 
>your stuff. Its too easily ruined. If people are going to pirate stuff, 
>which they are and will never be stopped - why bother with the protection 
at 

>all. It doesnt stop anyone from copying anything, it just makes it more of 
>a pain for us to make backups. If (and there always is) a way around 
>something, it will be hacked, there is no question about it. By removing 
>any protection systems could be cheaper as well, ie,. no money going into 
>R&D for protection "schemes". 

> 

>my 2 cents. 

> 

>-ben 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


> 
> 


—-MESSAGE FILE 4752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03470 


—-MESSAGE FILE 4753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003471 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze & Linux & a NEW version of ARS 

Date: Sat, 13 Feb 1999 18:56:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <36C5CAF1.7773F045@hinge.mistral.co.uk> 
NNTP-Posting-Host: d2-s48-142-telehouse.mistral.co.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Does anyone actually use their yaroze with Linux (apart from Toby 
Sargent 
- you never did send me a working copy of that GNU debugger Toby)? 


Reason I ask is that I've just done a new version of the ARS fileserver 
(more features, more stable, faster, etc, etc, yakety yak, bla bla) - 
only 

the new version is for Linux. 


Three versions really... 

1) A direct port of the old DOS server ARS. 

2) A new command line server re-written in C++. 

3) An X-Windows (Qt / KDE) version using the same 
underlying C++ server code as the command line one 

(but with access to some features that are hidden in the 
command line server). 


The new server is compatible with the old ARS Playstation library 
so you don't have to change any code to use it. 


If anyone actually uses Linux, I'll do a release version - otherwise it 
can stay right here on my PC. Speak now..... 


Craig. 
PS. Toby - if you read this, how about another go with the GNU 
debugger? 


Page 3037 


—-MESSAGE FILE 4753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03471 


—-MESSAGE FILE 4754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003472 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 
Date: Sat, 13 Feb 1999 19:50:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7a414o0S7op13@chuka.playstation.co.uk> 
References: <36C5CAF1.7773F045@hinge.mistral.co.uk> 
NNTP-Posting-Host: 212.67.128.199 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hi 


Just a quick thought, completely off subject :), how you you pronounce ARS, 


could it be ARSE perhaps ! 


rob 


—-MESSAGE FILE 4754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03472 


-—-MESSAGE FILE 4755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003473 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 
Date: Sat, 13 Feb 1999 21:54:49 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <36C5F4A9.EB30F14@hinge.mistral.co.uk> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <7a414o0S$7op13@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: d2-s53-147-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Robert Anderberg wrote: 
Hi 


Just a quick thought, completely off subject :), how you you pronounce ARS, 
could it be ARSE perhaps ! 


XV: A MO A N 


No comment ;) 
> rob 
Craig. 


--MESSAGE FILE 4755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03473 


—-MESSAGE FILE 4756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003474 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 
Date: Sat, 13 Feb 1999 23:09:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 82 
Message-ID: <36C60620.2619884F@manc.u-net.com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 82FC3A731D2D3E2E324F602F" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1185 scee.yaroze.freetalk.english 
23474 


82FC3A731D2D3E2E324F602F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Darco wrote: 
And you are right. There is no way to absolutely and completely stop 


piracy... But that's not the goal. The goal is to make it so difficult 
that it isn't worth it for someone to even try. 


VVVVV 


'Darco 


I would just like to point out some (possibly) amusing irony in this discussion. 
Sony (or more accurately SCEI/A/E, plus every other videogame software/hardware 
manufacturer of course) are clearly adamant that no-one ever copies their 
videogames, and who could ever argue -- none of us want our hard work ripped-off 
by low-life scum. 


But then Sony make the MiniDisc, which allows you to pirate CD-quality music as 
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easy as pressing a button with "rec" on it. THEN, they advertise flippantly (on 
the radio) about "not copying your mates' CDs", when it's doing exactly that that 
will sell the thing in the first place. 


I just wonder why all stereos come equipped with the capability of taping (ie 
pirating) CDs, the radio or other tapes (and now onto perfect quality Minidiscs) ; 
but people have to get their consoles chipped to pirate games (which they will do 
if they want to pirate games). They [the music industry] say music piracy is 
rife, but they talk as though it's just the bootleggers [those that mass produce 
and sell copies of their CDs] who are costing them millions, not the petty 
pirates. What's going on? Is this a double-standard or am I just being 
completely stupid? Do they trust music lovers and not gamers or something? 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


82FC3A731D2D3E2E324F602F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Darco wrote: 

<blockquote TYPE=CITE>And you are right. There is no way to absolutely 

and completely stop 

<br>piracy... But that's not the goal. The goal is to make it so difficult 
<br>that it isn't worth it for someone to even try. 

<p> 'Darco</blockquote> 

I would just like to point out some (possibly) amusing irony in this discussion. énbs 
p; 

Sony (or more accurately SCEI/A/E, plus every other videogame software/hardware 
manufacturer of course) are clearly adamant that no-one ever copies their 
videogames, and who could ever argue -- none of ստ want our hard work ripped-off 
by low-life scum. 

<p>But then Sony make the MiniDisc, which allows you to pirate CD-quality 

music as easy as pressing a button with "rec" on it.&nbsp; THEN, they advertise 
flippantly (on the radio) about "not copying your mates' CDs", when it's 

doing exactly that that will sell the thing in the <i>first</i> place. 

<p>I just wonder why <b>all stereos</b> come <b>equipped</b> with the capability 
of taping (ie pirating) CDs, the radio or other tapes (and now onto perfect 
quality Minidiscs); but people have to get their consoles <i>chipped</i> 

to pirate games (<b>which they will do if they want to pirate games</b>) .&nbsp; 
They [the music industry] say music piracy is rife, but they talk as though 

it's just the <b>bootleggers</b> [those that mass produce and <i>sell </i>copies 
of their CDs] who are costing them millions, <b>not</b> the petty pirates.énbsp; 
What's going on?&nbsp; Is this a double-standard or am I just being completely 
stupid?&nbsp; Do they <i>trust</i> music lovers and <i>not</i> gamers or 
something? 

<p>Jim 

<br>-- 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 

<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


82FC3A731D2D3E2E324F602F-- 


—-MESSAGE FILE 4756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03474 


—-MESSAGE FILE 4757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003475 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yaroze & Linux & a NEW version of ARS 
Date: Sat, 13 Feb 1999 18:59:00 -0500 

Organization: Identical Software 

Lines: 12 

Message-ID: <36C611C4.1EF2546F@identicalsoftware.com> 
References: <36C5CAF1.7773F045@hinge.mistral.co.uk> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


I don't have an ARS but was thinking of implementing a fileserver 
through the regular serial connection so I would be interested in the 
code. I've setup a Net Yaroze & Linux page. If the files are 
distributable beyond the Net Yaroze community I'd like to make them 
available there. (Although since it runs through a 28.8 modem it 
wouldn't be too useful as a download site unless the file is rather 
small.) 


http://www.identicalsoftware.com/yaroze/ 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 4757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03475 


—-MESSAGE FILE 4758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003476 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: anti-mod chip / pirating / backups / etc. 
Date: Sun, 14 Feb 1999 01:14:22 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 121 
Message-ID: <36C6236E.D0B1F5B@émanc.u-net.com> 
References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 9490D784CACED5E3A13263D5" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1186 scee.yaroze.freetalk.english 
23476 


9490D784CACED5E3A13263D5 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Sorry James but I have to point out that you seriously contradict yourself there 
-- firstly you agree with Nick saying you do need copy protection built into 
hardware, then you summarise by saying ultimately that it is a waste of time. 


I fully agree with your points though -- in the Amiga days piracy was huge (most 
people I know only bought Amigas because they could get loads of "free games"). 
Example, I bought World Class Leaderboard (oh, I'm going back to Commodore 64 days 
now.. ;)) which needed you to put a widget in the joystick port to run. What a 
massive pain in the arse -- it's us honest mugs that suffer. Like you said -- 
cracked version are available within DAYS of release, be it Amiga, ST and it even 
happened in the C64 days if you were in the know. Cracking crews were only born 
when there was something to crack, and updating the encryption methods just gave 
them a new challenge. 


So do you still agree that consoles shouldn't allow out-of-the-box copying, or do 
you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films? It's 
REALLY easy to copy music CDs, so why do they still sell so many? A game CD has 
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to have the same philosophy surely? (er see other thread for more ranting from me 
on this subject ;)) 


Jim 


James Duffield wrote: 
I agree with Nick, 


You can't just have machine's capable of playing pirated 

software availabe at any local shop, however this whole 

argument goes back to the Amiga days, when most peoples 

software collections usually had more pirates than legit games, 
Commodore and many of the coders tried to stop this in 

several different ways, including: hardware devices which 

fitted into the joystick port, cards in the box with codes on and 
parts in the games code which tried to fool disk copiers. 

As far as i'am aware none of these measures were succesful, 

as games were usually available in a cracked form within days 

of release. 

The rather long-winded point i'am trying to make here is that 
piracy, in some form will always be with us, so any attempt 

to stop piracy, is, ultimatley a waste of resourses. Unless 
someone can come with a way to take software protection in 

a completly new direction, there will always be copies readily 
available. 
I would also like to point out that i do have a chipped playstation 
and only had it chipped to run imports, there is not one game 

in my collection that is a copy. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


9490D784CACED5E3A13263D5 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 


<html> 
Sorry James but I have to point out that you seriously contradict yourself 
there -- firstly you agree with Nick saying you do need copy protection 


built into hardware, then you summarise by saying ultimately that it is 
a waste of time. 
<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 

loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.énbsp; Like you said -- cracked 

version are available within DAYS of release, be it Amiga, ST and it even 

happened in the C64 days if you were in the know. &nbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 

or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 

It's REALLY easy to copy music CDs, so why do they still sell so many?&nbsp; 

A game CD has to have the same philosophy surely?&énbsp; (er see other thread 

for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<p>James Duffield wrote: 

<blockquote TYPE=CITE>I agree with Nick, 

<p>You can't just have machine's capable of playing pirated 

<br>software availabe at any local shop, however this whole 

<br>argument goes back to the Amiga days, when most peoples 

<br>software collections usually had more pirates than legit games, 

<br>Commodore and many of the coders tried to stop this in 


Net Yaroze newsgroups message dump.txt Page 3042 


<br>several different ways, including: hardware devices which 
<br>fitted into the joystick port, cards in the box with codes on and 
<br>parts in the games code which tried to fool disk copiers. 

<br>As far as i'am aware none of these measures were succesful, 
<br>as games were usually available in a cracked form within days 
<br>of release. 

<br>The rather long-winded point i'am trying to make here is that 
<br>piracy, in some form will always be with us, so any attempt 
<br>to stop piracy, is, ultimatley a waste of resourses. Unless 
<br>someone can come with a way to take software protection in 

<br>a completly new direction, there will always be copies readily 
<br>available. 
<br>I would also like to point out that i do have a chipped playstation 
<br>and only had it chipped to run imports, there is not one game 
<br>in my collection that is a copy.</blockquote> 


<p><br>-- 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 

<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


9490D784CACED5E3A13263D5-—- 


-—-MESSAGE FILE 4758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03476 


—-MESSAGE FILE 4759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003477 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: 14 Feb 1999 01:37:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01b9dbac$13e79040$cl13cac3e@gareth> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> <36C599F3.4AA35A07@datasys.net> 
NNTP-Posting-Host: host62-172-60-193.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Can't you just order one from SCEE or SCEI and have it sent to you in 
America? 


Also, when I first heard about SCEA I "guessed" it was just to limit the 
numbers and wondered if this would happen in the rest of the world too? 


Gareth! 
-—-MESSAGE FILE 4759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03477 


—-MESSAGE FILE 4760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003478 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PC with stylee! 

Date: 14 Feb 1999 01:49:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01b9dbad$94487140Scl1l3cac3e@gareth> 
NNTP-Posting-Host: host62-172-60-193.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, I'm desparately in need of replacing my PC and wanna build my own box. 
But I don't want one of these old fashioned grey 'buses' on my desk/floor. 
Does anyone know any good sites I can check out with new stylish black, 
green, whatever, cases? 
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I must be the only guy up here running a 486. 


Gareth! 

P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 

—-MESSAGE FILE 4760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03478 


—-MESSAGE FILE 4761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003479 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 01:47:43 GMT 

Organization: L4 Software 

Lines: 17 

Message-ID: <36c62a48.38166108@205.149.189.29> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1187 scee.yaroze.freetalk.english 
23479 


On Sat, 13 Feb 1999 16:56:27 +0000, James Duffield 
<J.Duffield@btinternet.com> wrote: 


>[snip] 

>The rather long-winded point i'am trying to make here is that 
>piracy, in some form will always be with us, so any attempt 
>to stop piracy, is, ultimatley a waste of resourses. Unless 
>someone can come with a way to take software protection in 

>a completly new direction, there will always be copies readily 
>available. 


The ultimate form of anti-piracy protection was applied to both the 
Amiga and Atari ST communities when both companies discontinued the 
products and went out of business. A major cause of the demise of both 
was rampant disregard of software copyrights. 


Mario 
—-MESSAGE FILE 4761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03479 


-—-MESSAGE FILE 4762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003480 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: Sun, 14 Feb 1999 00:07:03 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <36c61235.82653064@news.scea.sony.com> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> <36C599F3.4AA35A07@datasys.net> 
NNTP-Posting-Host: client—151-198-141-26.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>SCEA is not known for being a productive branch of the net yaroze 
>world... So, there is no big rush to re-supply them with more units. 


From where did you get this opinion Darco? When I inquired with a 
staffer about this situation, I was told X number of units was 
produced for North America, they sold out, and that was it. The 
program was planned this way from the beginning. Do you honestly 
believe the program would not deteriorate if the membership was not 
capped? 
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I read that membership was capped at 20,000 in Japan. Unfortunatly, I 
read this well over a year ago, and don't recall from whence it came. 


U.K. has not sold out their allotment yet, but when they do, that's 
it. Unless, I have been misinformed, or I misunderstand what was said 
to me. 


—Matt 
--MESSAGE FILE 4762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03480 


—-MESSAGE FILE 4763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003481 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: Sun, 14 Feb 1999 00:10:37 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36c61456.83198693@news.scea.sony.com> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> <36C599F3.4AA35A07@datasys.net> ՀՕ 
1b9dbac$13e79040Sc1l3cac3e@gareth> 

NNTP-Posting-Host: client—-151-198-141-26.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Can't you just order one from SCEE or SCEI and have it sent to you in 
>America? 


No. 


>Also, when I first heard about SCEA I "guessed" it was just to limit the 
>numbers and wondered if this would happen in the rest of the world too? 


Yes, it has, and it will. 
-Matt 


--MESSAGE FILE 4763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03481 


--MESSAGE FILE 4764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003482 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 05:30:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <36C65F6D.53849947@hotmail.com> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et .com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1189 scee.yaroze.freetalk.english 
23482 


So do you still agree that consoles shouldn't allow out-of-the-box 
copying, or do you think they perhaps should be like your Hi-Fi-Stereo 
and TV/Satellite-Video setup that allows idiot-proof ways of copying 
(pirating) music and films? It's REALLY easy to copy music CDs, so 
why do they still sell so many? A game CD has to have the same 


VV VV V V V 
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philosophy surely? (er see other thread for more ranting from me on 
this subject ;)) 


> 
> 
> 
> Jim 
> 
> 


Its not the hardware manufacturers (like the minidisc players) that are 
the ones that are suffering the most. Its the record companies that are 
the ones losing the money. Everyone is still going to need something to 
play the stuff on anyway. Also now with the impact of .MP3 files, the 
recording industry is being hit really hard. Losing money across the 
board. 


Sony will still make money because people need the hardware to play 
games.. but the games publishers are the ones who have to push the 
protection issue... 


just putting in my two cents.. 


Will 


—-MESSAGE FILE 4764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03482 


—-MESSAGE FILE 4765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003483 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Sun, 14 Feb 1999 07:35:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> 

NNTP-Posting-Host: dl-s33-65-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Dennis Payne wrote: 


I don't have an ARS but was thinking of implementing a fileserver 
through the regular serial connection so I would be interested in the 
code. I've setup a Net Yaroze & Linux page. If the files are 
distributable beyond the Net Yaroze community I'd like to make them 
available there. (Although since it runs through a 28.8 modem it 
wouldn't be too useful as a download site unless the file is rather 
small.) 


> 
> 
> 
> 
> 
> 
> 
> 
> http://www.identicalsoftware.com/yaroze/ 

> 

Why is this site off the Sony server? Sorry, I don't allow any of my 


tools to be distributed outside the Yaroze program (licensing issues 
with Sony, etc). 


> Dennis Payne 
> dulsi@identicalsoftware.com 


Craig. 


—-MESSAGE FILE 4765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 3046 


03483 


—-MESSAGE FILE 4766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003484 
Path: chuka.playstation.co.uk!news 
From: James Duffield <J.Duffield@btinternet.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: anti-mod chip / pirating / backups / etc. 
Date: Sun, 14 Feb 1999 10:19:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 127 
Message-ID: <36C6A344.67D0AF35@btinternet .com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et .com> 
NNTP-Posting-Host: host5-171-255-214.btinternet.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 0E4897D6188C597971E56940" 
X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1190 scee.yaroze.freetalk.english 
23484 


0E4897D6188C597971E56940 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 


In response to your ponts James, 


The point i was trying to make was that, personally i think that 

games, or music copying for that matter is bad for any industry 

You yourself should be able to appreceiate that being a Yaroze 

owner, lets face it if you wrote a great game and wanted to distribute 
it for your own financial gain, piracy would only erode any profits you 
could eventually make. 


I know that in my last posting i contradicted 
myself, but i was trying to point out that any attempts to end piracy 
are almost guarnteed to fail. 


So as i have said before, unless someone can take software 
protection in a new direction (which i for one hope someday will 
be the case), piracy will always be with us. 


BTW having been the owner of a Vic 20, a C64, an Amiga, 
and an Atari ST, i also know how rife piracy was on all these 
formats. But lets face it, in the history of computer games none of them 


have been killed of in such great style by piracy as the Amiga ( my case 
in point). 
Cheers 


James D 


James Shaughnessy wrote: 


Sorry James but I have to point out that you seriously contradict 
yourself there -- firstly you agree with Nick saying you do need copy 
protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 


I fully agree with your points though -- in the Amiga days piracy was 
huge (most people I know only bought Amigas because they could get 


VV VV V V V 
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loads of "free games"). Example, I bought World Class Leaderboard 
(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 
put a widget in the joystick port to run. What a massive pain in the 
arse -- it's us honest mugs that suffer. Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it 
even happened in the C64 days if you were in the know. Cracking crews 
were only born when there was something to crack, and updating the 
encryption methods just gave them a new challenge. 


So do you still agree that consoles shouldn't allow out-of-the-box 
copying, or do you think they perhaps should be like your Hi-Fi-Stereo 
and TV/Satellite-Video setup that allows idiot-proof ways of copying 
(pirating) music and films? It's REALLY easy to copy music CDs, so 
why do they still sell so many? A game CD has to have the same 
philosophy surely? (er see other thread for more ranting from me on 
this subject ;)) 


Jim 


VVVVVVVVVVVVVV VV VV VV 


0E4897D6188C597971E56940 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

é&nbsp; 

<br>In response to your ponts James, 

<p>The point i was trying to make was that, personally i think that 
<br>games, or music copying for that matter is bad for any industry 
<br>You yourself should be able to appreceiate that being a Yaroze 
<br>owner, lets face it if you wrote a great game and wanted to distribute 
<br>it for your own financial gain, piracy would only erode any profits 
you 

<br>could eventually make. 

<p>I know that in my last posting i contradicted 

<br>myself, but i was trying to point out that any attempts to end piracy 
<br>are almost guarnteed to fail. 
<p>So as i have said before, unless someone can take software 
<br>protection in a new direction (which i for one hope someday will 
<br>be the case), piracy will always be with us. 

<p>BTW having been the owner of&nbsp; a Vic 20, a C64, an Amiga, 
<br>and an&nbsp; Atari ST, i also know how rife piracy was on all these 
<br>formats. But lets face it, in the history of computer games none of 
them 
<br>have been killed of in such great style by piracy as the Amiga ( my 

case 

<br>in point). 

<p>Cheers 

<p>James D 

<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 

need copy protection built into hardware, then you summarise by saying 

ultimately that it is a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 

loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.&énbsp; Like you said -- cracked 

version are available within DAYS of release, be it Amiga, ST and it even 

happened in the C64 days if you were in the know.&énbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 

or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 

It's REALLY easy to copy music CDs, so why do they still sell so many?&nbsp; 

A game CD has to have the same philosophy surely?énbsp; (er see other thread 


Net Yaroze newsgroups message dump.txt Page 3048 


for more ranting from me on this subject ;)) 
<p>Jim 

<br>é&nbsp; 

<br>énbsp; </blockquote> 

</html> 


0EF4897D6188C597971E56940-- 


—-MESSAGE FILE 4766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03484 


-—-MESSAGE FILE 4767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003485 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: anti-mod chip / pirating / backups / etc. 
Date: Sun, 14 Feb 1999 12:55:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 166 
Message-ID: <36C6C7CC.F953EEC3@manc.u-net .com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <36C6A344.67D0AF35@btinternet.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 4F905276BADC442 6FBB811C9" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1191 scee.yaroze.freetalk.english 
23485 


4F905276BADC4426FBB811C9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


James Duffield wrote: 


> I was trying to point out that any attempts to end piracy 
>are almost guarnteed to fail. 


I don't believe you said that -- you said that "any attempt to stop 
piracy is, ultimately, a waste of resourses" which is not the same thing 
as "it is almost guaranteed to fail" and you know it ;-) 


So are you saying that it's not a waste of resources, and in fact a 
necessity in order to keep one step ahead of the crackers? How come we 
don't we need it on music CDs then? 


Surely the fact that you have a chipped PlayStation and still manage to 
fight the temptation of buying pirate games is proof enough that you 
don't need nanny-hardware to prevent you from breaking the law, or are 
you and I in a total minority in having this ability? 


Cheers, 
Jim 


(Although by definition "grey imports" are not wholly legal 
themselves..) 


So as i have said before, unless someone can take software 
protection in a new direction (which i for one hope someday will 
be the case), piracy will always be with us. 


BTW having been the owner of a Vic 20, a C64, an Amiga, 
and an Atari ST, i also know how rife piracy was on all these 


VV VV V V V 
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formats. But lets face it, in the history of computer games none of 
them 
have been killed of in such great style by piracy as the Amiga ( my 
case 

in point). 


> 

> 

> 

> 

> 

> 

> Cheers 
> 

> James D 
> 
> 
> 
> 


James Shaughnessy wrote: 


> 
>> Sorry James but I have to point out that you seriously contradict 
>> yourself there -- firstly you agree with Nick saying you do need 


>> copy protection built into hardware, then you summarise by saying 
>> ultimately that it is a waste of time. 


>> 

>> I fully agree with your points though -- in the Amiga days piracy 

>> was huge (most people I know only bought Amigas because they could 
>> get loads of "free games"). Example, I bought World Class 

>> Leaderboard (oh, I'm going back to Commodore 64 days now.. ;)) which 
>> needed you to put a widget in the joystick port to run. What a 

>> massive pain in the arse -- it's us honest mugs that suffer. Like 
>> you said -- cracked version are available within DAYS of release, be 


>> it Amiga, ST and it even happened in the C64 days if you were in the 
>> know. Cracking crews were only born when there was something to 

>> crack, and updating the encryption methods just gave them a new 

>> challenge. 


>> So do you still agree that consoles shouldn't allow out-of-the-box 
>> copying, or do you think they perhaps should be like your 

>> Hi-Fi-Stereo and TV/Satellite-Video setup that allows idiot-proof 

>> ways of copying (pirating) music and films? It's REALLY easy to 

>> copy music CDs, so why do they still sell so many? A game CD has to 
>> have the same philosophy surely? (er see other thread for more 

>> ranting from me on this subject ;)) 


>> Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
http://www.manc.u-net.com/home.htm 
http://i.am/bart.simpson/ 


4F905276BADC4426FBB811C9 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

James Duffield wrote: 

<p>> <i>I was trying to point out that any attempts to end piracy</i> 
<br><i>>are almost guarnteed to fail.</i> 

<p>I don't believe you said that -- you said that "<i>any attempt to stop 
piracy is, ultimately, a waste of resourses</i>" which is not the same 
thing as "<i>it is almost guaranteed to fail</i>" and you know it ;-) 
<p>So are you saying that it's <i>not</i> a waste of resources, and in 
fact a necessity in order to keep one step ahead of the crackers?énbsp; énbsp; 
How come we don't we need it on music CDs then? 

<p>Surely the fact that you have a chipped PlayStation and still manage 
to fight the temptation of buying pirate games is proof enough that you 
<i>don't</i> need nanny-hardware to prevent you from breaking the law, 

or are you and I in a total minority in having this ability? 

<p>Cheers, 

<br>Jim 
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<p> (Although <i>by definition</i> "grey imports" are not wholly legal themselves...) 
<br>é&nbsp; 

<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>So as i have said before, unless someone can take software 
<br>protection in a new direction (which i for one hope someday will 

<br>be the case), piracy will always be with us. 

<p>BIW having been the owner of&nbsp; a Vic 20, a C64, an Amiga, 

<br>and an&nbsp; Atari ST, i also know how rife piracy was on all these 
<br>formats. But lets face it, in the history of computer games none of 

them 
<br>have been killed of in such great style by piracy as the Amiga ( my 

case 

<br>in point). 

<p>Cheers 

<p>James D 

<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 

need copy protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 
loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.énbsp; Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it even 
happened in the C64 days if you were in the know.&nbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 
or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 
It's REALLY easy to copy music CDs, so why do they still sell so many?&nbsp; 
A game CD has to have the same philosophy surely?&énbsp; (er see other thread 
for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<br>é&nbsp; </blockquote> 

</blockquote> 


Հք»-- 
<br> 
<br>James Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com 

<br><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
com/~shaughnj</A> 

<br><A HREF="http://www.manc.u-net.com/home.htm">http://www.manc.u-net.com/home.htm< 
/B> 

<br><A HREF="http://i.am/bart.simpson/">http://i.am/bart.simpson/</A> 

<br> 
<br>énbsp; </html> 


4F905276BADC442 6FBB811C9-- 


-—-MESSAGE FILE 4767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03485 


—-MESSAGE FILE 4768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003486 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 14:11:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 244 

Message-ID: <36C6D97C. 9D43D0A7@btinternet .com> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
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uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <36C6A344.67D0AF35@btinternet.com> <36C6C7CC.FI53EEC3@manc.u-net.com> 
NNTP-Posting-Host: host62-172-60-120.btinternet.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 5B7FC20C6228B9C72344A983" 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1192 scee.yaroze.freetalk.english 
23486 


5B7FC20C6228B9C72344A983 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 


Hi Jim 

In response: 

James Shaughnessy wrote: 

> I don't believe you said that -- you said that "any attempt to stop 


> piracy is, ultimately, a waste of resourses" which is not the same 
> thing as "it is almost guaranteed to fail" and you know it ;-) 


Perhaps i should clarify my point. "Any attempt to stop piracy is 
ultimatley a 
waste of resourses, because it is almost guarnteed to fail". 


> 

> 

> So are you saying that it's not a waste of resources, and in fact a 

> necessity in order to keep one step ahead of the crackers? How come 
> we don't we need it on music CDs then? 

I'm saying that if someone could come up with a way of complete 
protection, 

be it software or hardware protection, then it would not be a waste of 
resourses. 

And i'am sure if someday someone comes up with complete protection the 
music industry would be just as keen to implement it on music discs as 
the 

software industry would be on games or applications. 

But the way things are, we are a long way off any such protection, and 
to 

get the level of protection required, taking into consideration todays 
technology, 
this would almost have to become a seperate industry. 


Surely the fact that you have a chipped PlayStation and still manage 
to fight the temptation of buying pirate games is proof enough that 
you don't need nanny-hardware to prevent you from breaking the law, or 
are you and I in a total minority in having this ability? 


V V V V V V 


I know of only a few people who have had their playstations chipped and 
have 

NOT bought copied software, so i Dbeleive the latter halve of your 
staement to 

be true, we could well be in the minority. 


> 

> 

> Cheers, 

> Jim 

> 

> (Although by definition "grey imports" are not wholly legal 
> themselves..) 


Ne 
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this we are agreed, however the proceeds of such purchases still find 
eir 

y back to the manufacturer, and not some arse on a market stall. 


anyone else cares to join the Sony debating society, feel free. 
eers 
mes 

So as i have said before, unless someone can take software 


protection in a new direction (which i for one hope someday will 
be the case), piracy will always be with us. 


BTW having been the owner of a Vic 20, a C64, an Amiga, 

and an Atari ST, i also know how rife piracy was on all these 
formats. But lets face it, in the history of computer games none of 
them 


have been killed of in such great style by piracy as the Amiga ( my 
case 

in point). 

Cheers 

James D 

James Shaughnessy wrote: 

> Sorry James but I have to point out that you seriously contradict 
> yourself there -- firstly you agree with Nick saying you do need 

> copy protection built into hardware, then you summarise by saying 
> ultimately that it is a waste of time. 

> 

> I fully agree with your points though -- in the Amiga days piracy 
> was huge (most people I know only bought Amigas because they could 
> get loads of "free games"). Example, I bought World Class 

> Leaderboard (oh, I'm going back to Commodore 64 days now.. ;)) 

> which needed you to put a widget in the joystick port to run. What 
> a massive pain in the arse -- it's us honest mugs that suffer. 

> Like you said -- cracked version are available within DAYS of 

> release, be it Amiga, ST and it even happened in the C64 days if 

> you were in the know. Cracking crews were only born when there was 
> something to crack, and updating the encryption methods just gave 
> them a new challenge. 

> 

> So do you still agree that consoles shouldn't allow out-of-the-box 
> copying, or do you think they perhaps should be like your 

> Hi-Fi-Stereo and TV/Satellite-Video setup that allows idiot-proof 
> ways of copying (pirating) music and films? It's REALLY easy to 

> copy music CDs, so why do they still sell so many? A game CD has 
> to have the same philosophy surely? (er see other thread for more 
> ranting from me on this subject ;)) 

> 

> Jim 

> 

> 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 
http://www.manc.u-net.com/home.htm 
http://i.am/bart.simpson/ 
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5B7FC20C6228B9C72344A983 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Higénbsp; Jim 

<p>In response: 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>I don't believe you said that -- you said that "<i>any 
attempt to stop piracy is, ultimately, a waste of resourses</i>" which 

is not the same thing as "<i>it is almost guaranteed to fail</i>" and you 
know it ;-)</blockquote> 

Perhaps i should clarify my point. "Any attempt to stop piracy is ultimatley 
a 

<br>waste of resourses, because it is almost guarnteed to fail". 

<blockquote TYPE=CITE>&nbsp; 

<p>So are you saying that it's <i>not</i> a waste of resources, and in 

fact a necessity in order to keep one step ahead of the crackers?énbsp; énbsp; 
How come we don't we need it on music CDs then?</blockquote> 

I'm saying that if someone could come up with a way of complete protection, 
<br>be it software or hardware protection, then it would not be a waste 

of resourses. 

<br>And i'am sure if someday someone comes up with complete protection 

the 

<br>music industry would be just as keen to implement it on music discs 

as the 

<br>software industry would be on games or applications. 

<br>But the way things are, we are a long way off any such protection, 

and to 

<br>get the level of protection required, taking into consideration todays 
technology, 
<br>this would almost have to become a seperate industry. 
<br>é&nbsp; 
<blockquote TYPE=CITE>&nbsp; 

<p>Surely the fact that you have a chipped PlayStation and still manage 

to fight the temptation of buying pirate games is proof enough that you 
<i>don't</i> 

need nanny-hardware to prevent you from breaking the law, or are you and 

I in a total minority in having this ability?</blockquote> 

I know of only a few people who have had their playstations chipped and 

have 

<br>NOT bought copied software, so i beleive the latter halve of your staement 
to 

<br>be true, we could well be in the minority. 

<blockquote TYPE=CITE>&nbsp; 

<p>Cheers, 

<br>Jim 


<p>(Although <i>by definition</i> "grey imports" are not wholly legal themselves.. 


/blockquote> 

On this we are agreed, however the proceeds of such purchases still find 
their 

<br>way back to the manufacturer, and not some arse on a market stall. 
<br>é&nbsp; 

<p>If anyone else cares to join the Sony debating society, feel free. 
<p>Cheers 

<p>James 

<blockquote TYPE=CITE>&nbsp; 

<br>é&nbsp; 

<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>So as i have said before, unless someone can take software 
<br>protection in a new direction (which i for one hope someday will 
<br>be the case), piracy will always be with us. 

<p>BIW having been the owner of&nbsp; a Vic 20, a C64, an Amiga, 

<br>and an&nbsp; Atari ST, i also know how rife piracy was on all these 
<br>formats. But lets face it, in the history of computer games none of 
them 
<br>have been killed of in such great style by piracy as the Amiga ( my 
case 

<br>in point). 

<p>Cheers 

<p>James D 
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<br>é&nbsp; 

<br>é&nbsp; 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 

need copy protection built into hardware, then you summarise by saying 
ultimately that it is a waste of time. 

<p>I fully agree with your points though -- in the Amiga days piracy was 

huge (most people I know only bought Amigas because they <i>could</i> get 
loads of "free games") .&nbsp; Example, I bought World Class Leaderboard 

(oh, I'm going back to Commodore 64 days now.. ;)) which needed you to 

put a widget in the joystick port to run.&nbsp; What a massive pain in 

the arse -- it's us honest mugs that suffer.énbsp; Like you said -- cracked 
version are available within DAYS of release, be it Amiga, ST and it even 
happened in the C64 days if you were in the know. &nbsp; Cracking crews 

were only born when there was something to crack, and updating the encryption 
methods just gave them a new challenge. 

<p>So do you still agree that consoles shouldn't allow out-of-the-box copying, 
or do you think they perhaps should be like your Hi-Fi-Stereo and TV/Satellite-Video 
setup that allows idiot-proof ways of copying (pirating) music and films?énbsp; 
It's REALLY easy to copy music CDs, so why do they still sell so many?é&nbsp; 
A game CD has to have the same philosophy surely?&énbsp; (er see other thread 
for more ranting from me on this subject ;)) 

<p>Jim 

<br>é&nbsp; 

<br>énbsp; </blockquote> 

</blockquote> 


<br> 
<br>James Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com 

<br><a href="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-europe. 
com/~shaughnj</a> 

<br><a href="http://www.manc.u-net.com/home.htm">http://www.manc.u-net.com/home.htm< 
/8» 

<br><a href="http://i.am/bart.simpson/">http://i.am/bart.simpson/</a> 

<br> </blockquote> 

</html> 
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-—-MESSAGE FILE 4768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03486 


-—-MESSAGE FILE 4769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003487 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: Sun, 14 Feb 1999 11:53:37 -0500 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36C6FF91.B97469F8@datasys.net> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> <36C599F3.4AA35A07@datasys.net> ՀՅ 
6c61235.82653064@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 294.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Matthew Hulett wrote: 


>SCEA is not known for being a productive branch of the net yaroze 
>world... So, there is no big rush to re-supply them with more units. 


From where did you get this opinion Darco? When I inquired with a 
staffer about this situation, I was told X number of units was 
produced for North America, they sold out, and that was it. The 
program was planned this way from the beginning. Do you honestly 
believe the program would not deteriorate if the membership was not 


VVVVVVVV V 
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> capped? 


Allright then, let's think about this logicly. The two most active and 
productive regions where net yaroze is being sold not has run out of 
units, and seems to be going strong. The least productive branch has 
just 'ran out' of units - that least productive branch being north 
america. North america was also the last to start the net yaroze 
program. 


I read that membership was capped at 20,000 in Japan. Unfortunatly, I 
read this well over a year ago, and don't recall from whence it came. 


U.K. has not sold out their allotment yet, but when they do, that's 
it. Unless, I have been misinformed, or I misunderstand what was said 
to me. 


VVVVVVVV 


I donno, I haven't heard anything. A cap is very likely.... It costs 
quite a bit to manufacture such special units. So we just might have 
"run out' of units, and have no hope of being restocked. 


'Darco 
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--MESSAGE FILE 4769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03487 


--MESSAGE FILE 4770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003488 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: PC with stylee! 

Date: Sun, 14 Feb 1999 18:42:04 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <36C718EB.580258C0@btinternet .com> 
References: <01b9dbad$94487140Scl13cac3e@gareth> 
NNTP-Posting-Host: host5-99-45-170.btinternet.com 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 


4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
X-Accept—-Language: en 


Why don't you check out the new range of Macs at 
www.apple.com 

If you get a G3 most off your exisisting software will 
work running through Virtual PC or SoftWindows. 
The Net Yaroze will also run on a Mac just fine, as long as you have 
CodeWarrior. 


James D 


Gareth wrote: 


green, whatever, cases? 
I must be the only guy up here running a 486. 


> 
> 
> 
> 
> 
> 
> 
> Gareth! 
> 


P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


Hi, I'm desparately in need of replacing my PC and wanna build my own box. 
But I don't want one of these old fashioned grey 'buses' on my desk/floor. 
Does anyone know any good sites I can check out with new stylish black, 


—-MESSAGE FILE 4770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03488 


-—-MESSAGE FILE 4771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003489 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 20:41:46 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldn7xln.n4jy19lcwqotuN@[194.151.88.144]> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1193 scee.yaroze.freetalk.english 
23489 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


I also think Sony's 
new copy-protection scheme is a slap in the face for importers who DON'T buy 
pirate software. But, I guess, maybe there aren't too many of them? : ( 


VV V V 


It is a slap in the face of importers as well, but as far as I know, 
SONY is only happy with that. They don't want import-games! If they 
would, they would never have used the different area codes. 


I still wonder why games can't check an area code during loading 
sessions. This way ou make swapping impossible as well, or at least 
harder. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03489 


--MESSAGE FILE 4772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003490 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Sun, 14 Feb 1999 20:53:32 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldn8hnn.ldvvo49xmn52yN@[194.151.88.144]> 
References: <01b9dbad$94487140Scl13cac3e@gareth> 
NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 


Gareth <Garewill@btinternet.com> wrote: 


> I must be the only guy up here running a 486. 


I feel sorry for you.. 


v 


Gareth! 
> P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


I've been to the BBC Visual Effects where they make all the Red Dwarf 
space-ships, guns, masks, etc. I had a great day. Wanne see some 
pictures? 


DEnnis.. 
—-MESSAGE FILE 4772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03490 


--MESSAGE FILE 4773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003491 
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Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 20:15:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 376 

Message-ID: <7Jav7asfS6p33@chuka.playstation.co.uk> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 

et.com> <36C6A344.67D0AF35@btinternet.com> <36C6C7CC.FI53EEC3@manc.u-net.com> <36C6D 

97C.9D43D0A7@btinternet .com> 

NNTP-Posting-Host: vil-63.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="————-=_NextPart_000_0049_01BE5856.B674EB20" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1194 scee.yaroze.freetalk.english 

23491 


This is a multi-part message in MIME format. 


ժԿ7ԿԿ,/ = _NextPart_000_0049_01BE5856.B674EB20 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Right, I might as well say my piece. 


1. I disagree with Will Atkin saying that Sony (or any other console = 
manufacturers) do not suffer from piracy because they make their money = 
on the hardware. They make very little if anything in terms of profits 
on their consoles. Software is where the moneys at. 


2. I also disagree that "Any attempt to stop piracy is ultimatley a = 
waste of resourses, because it is almost guarnteed to fail". 

How many more people do you think would have pirate games on their = 
PlayStation if there was no attempt by Sony to stop piracy (i.e. all = 
PlayStations could play copies)? Like I said before there is no way to = 
stop piracy 100% and I don't think there will ever be, but if piracy can = 
be kept down to a minimum then it's well worth the resources. 


3. As for the music industry I don't think you can really compare it to = 
the games industry. For a start games cost much more than music cds, and 
since it costs the same amount to pirate a music cd as it does a game = 
cd, where do you think the pirates are at? 

Sure people tape things off cds and the radio but most people listen to = 
cds (which they have bought). 

Look at it like this: new singles =3D 1.99, albums =3D 10.99, now you = 
see why piracy isn't as bad as in the games industry? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


James Duffield wrote in message = 
<36CE6D9TC. ID43D0A7@btinternet.com>... 

Hi Jim=20 

In response:=20 


James Shaughnessy wrote:=20 


I don't believe you said that -- you said that "any attempt to = 
stop piracy is, ultimately, a waste of resourses" which is not the same = 
thing as "it is almost guaranteed to fail" and you know it ;-) 

Perhaps i should clarify my point. "Any attempt to stop piracy is = 
ultimatley a=20 
waste of resourses, because it is almost guarnteed to fail".=20 
=20 

So are you saying that it's not a waste of resources, and in = 

fact a necessity in order to keep one step ahead of the crackers? How = 
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come we don't we need it on music CDs then? 


I'm saying that if someone could come up with a way of complete = 
protection, =20 

be it software or hardware protection, then it would not be a waste 
of resourses.=20 

And i'am sure if someday someone comes up with complete protection = 
the=20 

music industry would be just as keen to implement it on music discs 
as the=20 

software industry would be on games or applications.=20 

But the way things are, we are a long way off any such protection, 
and to=20 

get the level of protection required, taking into consideration = 
todays technology, -20 

this would almost have to become a seperate industry.=20 

=20 
=20 
Surely the fact that you have a chipped PlayStation and still = 

manage to fight the temptation of buying pirate games is proof enough = 
that you don't need nanny-hardware to prevent you from breaking the law, = 
or are you and I in a total minority in having this ability? 


I know of only a few people who have had their playstations chipped = 
and have=20 
NOT bought copied software, so i beleive the latter halve of your = 
staement to=20 
be true, we could well be in the minority.=20 
=20 
Cheers, =20 
Jim=20 


(Although by definition "grey imports" are not wholly legal = 
themselves..) 


On this we are agreed, however the proceeds of such purchases still = 
find their=20 
way back to the manufacturer, and not some arse on a market stall.=20 
=20 
If anyone else cares to join the Sony debating society, feel free.=20 


Cheers=20 


James=20 


=20 
So as i have said before, unless someone can take software=20 
protection in a new direction (which i for one hope someday = 


will=20 
be the case), piracy will always be with us.=20 
BTW having been the owner of a Vic 20, a C64, an Amiga, =20 
and an Atari ST, i also know how rife piracy was on all = 
these=20 


formats. But lets face it, in the history of computer games = 
none of them=20 

have been killed of in such great style by piracy as the = 
Amiga ( my case=20 

in point) .=20 


Cheers=20 
James D=20 
=20 
=20 


James Shaughnessy wrote:=20 


Sorry James but I have to point out that you seriously 
contradict yourself there -- firstly you agree with Nick saying you do 
need copy protection built into hardware, then you summarise by saying 
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ultimately that it is a waste of time.=20 

I fully agree with your points though -- in the Amiga = 
days piracy was huge (most people I know only bought Amigas because they = 
could get loads of "free games"). Example, I bought World Class = 
Leaderboard (oh, I'm going back to Commodore 64 days now.. ;)) which = 
needed you to put a widget in the joystick port to run. What a massive = 
pain in the arse -- it's us honest mugs that suffer. Like you said -- = 
cracked version are available within DAYS of release, be it Amiga, ST = 
and it even happened in the C64 days if you were in the know. Cracking = 
crews were only born when there was something to crack, and updating the = 
encryption methods just gave them a new challenge.=20 


So do you still agree that consoles shouldn't allow = 
out-of-the-box copying, or do you think they perhaps should be like your 
Hi-Fi-Stereo and TV/Satellite-Video setup that allows idiot-proof ways = 
of copying (pirating) music and films? It's REALLY easy to copy music = 
CDs, so why do they still sell so many? A game CD has to have the same = 
philosophy surely? (er see other thread for more ranting from me on = 
this subject ;))=20 


Jim=20 
=20 
=20 
--»20 
20 
James Shaughnessy james@manc.u-net.com=20 


http://www.netyaroze-europe.com/~shaughnj=20 
http://www.manc.u-net.com/home.htm=20 
http://i.am/bart.simpson/=20 


====== = NextPart_000_0049_01BE5856.B674EB20 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


T 


<META content=3Dtext/html;charset=3Diso-8859-1 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 

<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 
<BODY bgColor=3D#ffffff> 

<DIV><FONT color=3D#000000><FONT size=3D3>Right, I might as well say my=20 
piece.</FONT></FONT><FONT size=3D3></FONT></DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>é&nbsp; </DIV> 

<DIV><FONT size=3D3>1. I disagree with Will Atkin saying that Sony (or = 
any other=20 

console manufacturers) do not suffer from piracy because they make their = 
money=20 

on the hardware. They make very little if anything in terms of profits = 
on their=20 

consoles. Software is where the moneys at.</FONT></DIV> 

<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT size=3D3>2. I also disagree that &quot;Any attempt to stop = 
piracy is=20 

ultimatley a waste of resourses, because it is almost guarnteed to=20 
failéquot; .</FONT></DIV> 

<DIV><FONT size=3D3>How many <STRONG>more</STRONG> people do you think 
would have=20 

pirate games on their PlayStation if there was no attempt by Sony to = 
stop piracy=20 

(i.e. all PlayStations could play copies)? Like I said before there is = 
no way to=20 

stop piracy 100% and I don't think there will <STRONG>ever</STRONG> be,=20 
<STRONG>but</STRONG> if piracy can be kept down to a minimum then it's = 
well=20 

worth the resources.</FONT></DIV> 
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<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT size=3D3>3. As for the music industry I don't think you can = 
really=20 
compare it to the games industry. For a start games cost = 
<STRONG>much</STRONG>=20 
more than music cds, and since it costs the same amount to pirate a = 
music cd as=20 
it does a game cd, where do you think the pirates are at?</FONT></DIV> 
<DIV><FONT size=3D2> 
<DIV><FONT color=3D#000000><FONT size=3D3>Sure people tape things off = 
cds and the=20 
radio but most people listen to cds (which they have = 
bought) .</FONT></FONT><FONT=20 
size=3D3></FONT></DIV><FONT size=3D3>Look at it like this: = 
</FONT></FONT><FONT=20 
size=3D3>new singles =3D 1.99, albums =3D 10.99, now you see why piracy = 
isn't as bad=20 
as in the games industry?</FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3>Rad.<BR><A=20 
href=3D"mailto: rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT><FONT=20 
size=3D3></FONT></DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>&nbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px " > 

<DIV>James Duffield<J.DUFFIELD@BTINTERNET.COM> wrote in message = 
&lt;<A=20 


href=3D"mailto:36C6D97C.9D43DOA7@btinternet.com">36C6D97C.9D43DO0A7@btinte 
rnet.com</A>égt;...</DIV>Hiénbsp; =20 
Jim=20 
<P>In response:=20 
<P>James Shaughnessy wrote:=20 
<BLOCKQUOTE TYPE =3D CITE>I don't believe you said that -- you said = 
that=20 
é&équot;<I>any attempt to stop piracy is, ultimately, a waste of=20 
resourses</I>&quot; which is not the same thing as &quot;<I>it = 
is almost=20 
guaranteed to fail</I>&équot; and you know it = 
j;-)</BLOCKQUOTE>Perhaps 1-20 
should clarify my point. &quot;Any attempt to stop piracy is = 
ultimatley a=20 
<BR>waste of resourses, because it is almost guarnteed to = 
fail&quot; .=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp;=20 
<P>So are you saying that it's <I>not</I> a waste of resources, 
and in=20 
fact a necessity in order to keep one step ahead of the=20 
crackers?é&nbsp; &nbsp; How come we don't we need it on music CDs=20 
then?</P></BLOCKQUOTE>I'm saying that if someone could come up with = 
a way of=20 
complete protection, <BR>be it software or hardware protection, then = 
it=20 
would not be a waste of resourses. <BR>And i'am sure if someday = 
someone=20 
comes up with complete protection the <BR>music industry would be = 
just as=20 
keen to implement it on music discs as the <BR>software industry = 
would be on=20 
games or applications. <BR>But the way things are, we are a long way 
off any=20 
such protection, and to <BR>get the level of protection required, 
taking=20 
into consideration todays technology, <BR>this would almost have to = 
become a=20 
seperate industry. <BR>&nbsp;=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp;=20 
<P>Surely the fact that you have a chipped PlayStation and still 
manage=20 
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to fight the temptation of buying pirate games is proof enough = 
that you=20 
<I>don't</I> need nanny-hardware to prevent you from breaking = 
the law, =20 
or are you and I in a total minority in having this=20 
ability?</P></BLOCKQUOTE>I know of only a few people who have had 
their=20 
playstations chipped and have <BR>NOT bought copied software, 
beleive=20 
the latter halve of your staement to <BR>be true, 
in the=20 
minority.=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp;=20 
<P>Cheers, <BR>Jim=20 
<P> (Although <I>by definition</I> &quot;grey imports&quot; 


Տօ 1 


we could well be = 


are 
not=20 
wholly legal themselves..)</P></BLOCKQUOTE>On this we are = 

agreed, however=20 

the proceeds of such purchases still find their <BR>way back to the=20 

manufacturer, and not some arse on a market stall. <BR>é&nbsp;=20 

<P>If anyone else cares to join the Sony debating society, feel = 
free.=20 

<P>Cheers=20 

<P>James=20 
<BLOCKQUOTE TYPE =3D CITE>&nbsp; <BR>&nbsp; <BR>é&énbsp;=20 

<BLOCKQUOTE TYPE =3D CITE>&nbsp; <BR>So as i have said before, = 
unless=20 


someone can take software <BR>protection in a new direction = 
(which i=20 

for one hope someday will <BR>be the case), 
always be=20 

with us.=20 

<P>BTW having been the owner of&nbsp; 


piracy will = 


a Vic 20, a C64, an = 
Amiga, =20 

<BR>and an&nbsp; Atari ST, i also know how rife piracy was = 
on 811Հ20 

these <BR>formats. 
computer=20 

games none of them <BR>have been killed of in such great = 
style by=20 

piracy as the Amiga 

<P>Cheers=20 

<P>James D <BR>&nbsp; <BR>&nbsp;=20 

<P>James Shaughnessy wrote:=20 


<BLOCKQUOTE TYPE =3D CITE>Sorry James but I 


But lets face it, 


in the history of = 


( my case <BR>in point) .=20 


have to point = 
out that=20 
you seriously contradict yourself there -- firstly you = 


agree=20 


with Nick saying you do need copy protection built into=20 
hardware, then you summarise by saying ultimately that 


it is a=20 
waste of time.=20 
<P>I fully agree with your points though -- in the Amiga 


days=20 
piracy was huge (most people I know only bought Amigas = 
because=20 
they <I>could</I> 
gameséquot;) .&énbsp; =20 
Example, 


get loads of &quot;free = 


I bought World Class Leaderboard (oh, I'm going 


back to=20 
now.. 


Commodore 64 days ;)) which needed you to put a = 


widget in=20 
the joystick port 


to run.&nbsp; What a massive pain in = 


the arse=20 


it's us honest mugs that suffer.&nbsp; Like you said = 


cracked version are available within DAYS of release, be = 
it=20 

Amiga, ST and it even happened in the C64 days if you = 
were in=20 


the know.&nbsp; Cracking crews were only born when there 
was=20 


something to crack, and updating the encryption methods = 
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just=20 
gave them a new challenge.=20 
<P>So do you still agree that consoles shouldn't allow=20 
out-of-the-box copying, or do you think they perhaps = 
should be=20 


like your Hi-Fi-Stereo and TV/Satellite-Video setup that 
allows=20 
idiot-proof ways of copying (pirating) music and = 
films?&énbsp; =20 
It's REALLY easy to copy music CDs, so why do they still = 


sell so=20 
many?&nbsp; A game CD has to have the same philosophy=20 
surely?&énbsp; (er see other thread for more ranting from 


me on=20 
this subject ;))=20 
<P>Jim <BR>&nbsp; <BR></P></BLOCKQUOTE></BLOCKQUOTE>--=20 
<BR> <BR>James=20 
Shaughnessyénbsp; &nbsp; &nbsp; james@manc.u-net.com <BR><A=20 


href=3D"http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-e= 
urope.com/~shaughnj</A>=20 

<BR><A=20 
href=3D"http://www.manc.u-net.com/home.htm">http://www.manc.u-net .com/hom= 
e.htm</A>=20 

<BR><A = 
href=3D"http://i.am/bart.simpson/">http://i.am/bart.simpson/</A>=20 


<BR> </BLOCKQUOTE></BLOCKQUOTE></= 
BODY></HTML> 


—----- =_NextPart_000_0049_01BE5856.B674EB20--— 


-—-MESSAGE FILE 4773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03491 


—-MESSAGE FILE 4774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003492 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: Sun, 14 Feb 1999 15:28:49 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <36c6e65b.136971490@news.scea.sony.com> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> <36C599F3.4AA35A07@datasys.net> ՀՅ 
6c61235.82653064@news.scea.sony.com> <36C6FF91.B97469F8@datasys.net> 
NNTP-Posting-Host: client-120-87.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


How can I say this in a non-flaming form... 


O.k., quite simply, I suggest you write either Mario, or another 
staffer, and ask for an explanation. It's that simple. 


I did this after your original post in our freetalk group, and I 
purposefully took the time on numerous occasions to share said 
information with other team members in Freetalk, to assuage any 
anxieties. 


Until you hear it from a staffer, you will probably not believe that 
our "non-productivity" has nothing to do with the member cap. 
Logic requires facts, not assumptions. 


Don't take this to heart, we have had a few laughs together, but I am 
getting quite irked with all this baseless speculation and anxiety 
about the membership cap. No, it's not just you. The truth has been 
posted, on multiple occasions. 


Go ahead, write Mario, it's his job to answer our questions. Or, post 
a thread in freetalk. 
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You have a yaroze, and a wonderful opportunity to program games. 

I would appreciate it if you would stop criticizing our membership. I, 
for one, am aware of your displeasure with SCEA's lack of 
productivity. I am also aware that a few other members who criticized 
us for our lack of productivity in the past are now absent. Meaning, 
they burned bright, they burned fast, and they died young. I am not 
drawing an analogy to you, no farther than to request patience. 


This is a long term endeavor, worthy of years of learning, time, and 
investment. Rome was not built ina day. Note, no europeans remark on 
the fact that the Japanese put us all to shame. It is meaningless. 

I suspect, in the end, Americans are a bunch of rich spoiled brats 
with so much extra cash, that they were willing to purchase the yaroze 
on a whim. While, our counterparts in other countries where cash is 
tighter were much more, how would you say... less casual in their 
purchase, i.e. only the experienced programmers would invest limited 
resources in such a pursuit. 


With patience, you may be surprised what comes in time. 
-Matt 


--MESSAGE FILE 4774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03492 


--MESSAGE FILE 4775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003493 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: 14 Feb 1999 22:23:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <slrn7cej6p.3ls.tjs@longford.cs.monash.edu.au> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7a187m$0o0v10@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1195 scee.yaroze.freetalk.english 
23493 


On Fri, 12 Feb 1999 22:00:57 -0500, Darco <rquat@datasys.net> wrote: 
>Rad wrote: 

>And you are right. There is no way to absolutely and completely stop 
>piracy... But that's not the goal. The goal is to make it so difficult 
>that it isn't worth it for someone to even try. 


By making it harder, you just increase the challenge, and the kudos to the 
person who does eventually defeat the protection. The fact is that there are 
more people trying to defeat copy protection than there are trying to create 
new copy protection schemes. It's not possible to stay all that far ahead. 


New storage media is probably the best bet, but you can guarantee that it 

won't take someone too long to do something like reverse engineer a data reader 
from the consumer hardware, write the software to a DVD disk, and then modify 
the consumer hardware to read dvd instead. And again, although you can make it 
hard, it's not possible to make it impossible. 


Network delivery of software, where some processing power is offloaded onto 
another secure machine is a good way to defeat the majority of pirates, but 
there'll still be someone who hacks the machine, or starts selling fake id's 
and access codes. 


Producers are fighting a losing war against consumers, and it seems that 
maybe the only way to win is to change the rules. 


Toby. 
—-MESSAGE FILE 4775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 4776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003494 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 14 Feb 1999 22:42:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1196 scee.yaroze.freetalk.english 
23494 


On Wed, 10 Feb 1999 12:00:24 -0000, Nick Ferguson <nickf@saqnet.co.uk> wrote: 
>I disagree. 


> 
>Having NO protection just seems an invitation to piracy - imagine if EVERY 
>PlayStation could run pirate games "out-the-box" - it would be a nightmare 


>for Sony (and I can't see it doing the industry any good, either). Far 


It hasn't _really_ hurt the majority of software/hardware vendors in the 
past. It doesn't help, of course, that SONY have their fingers in the 
software pie, but then so have other hardware manufacturers, throughout the 
ages. 


Ideally, one of two things should happen: 


Game prices should fall to something comparable to the price of the raw media, 

at which point people won't bother pirating software. Yes, I understand that 

games developers have to make a crust somehow, but: 

a) software sales would go up a lot 

b) there are probably many indirect ways to make money from software 
(advertising is an example) 

c) maybe it's better for our society that a small proportion of people don't 
make a large proportion of the money. 


or 


Games become free, but are distributed via a pay-tv like system, which allows 
you to play anything you like for a fixed monthly cost. Developers are paid 
money in proportion to the overall popularity of their software. Again, 
there'll be piracy, but the vast majority of users will be happy to just 

pay for what they want. Ideally, then, it would become possible for 
independent developers to use the same kind of network to distribute stuff 
that they'd written (although possibly subject to some form of censorship 
rating, which, by the way, would be much more enforcable than little 

stickers on the front of videogames). If it's no good, people won't download 
ԼԵ» 


Just some thoughts, 


Toby. 
-—-MESSAGE FILE 4776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03494 


—-MESSAGE FILE 4777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003495 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Sun, 14 Feb 1999 22:53:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
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Message-ID: <7a7kloS6p34@chuka.playstation.co.uk> 

References: <01b9dbad$94487140Sc13cac3e@gareth> 
<36C718EB.580258C0@btinternet.com> 

NNTP-Posting-Host: th-pm01-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 


Z 


X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

> Why don't you check out the new range of Macs at 

> www.apple.com 

> If you get a G3 most off your exisisting software will 

> work running through Virtual PC or SoftWindows. 

> The Net Yaroze will also run on a Mac just fine, as long as you have 

> CodeWarrior. 

Yes, I'm using CW on a Mac to program my NY. But I would not wholeheartedly 


recommend the new G3 Macs or iMacs for this purpose as neither model has 
"standard' serial ports - they both use USB instead. So to connect one of 
the newer Mac models to a NY you'll need some sort of USB to serial, or 
perhaps PCI to serial, solution. 


John 
-—-MESSAGE FILE 4777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03495 


—-MESSAGE FILE 4778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003496 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Sun, 14 Feb 1999 17:43:29 -0500 

Organization: SCEA News Server 

Lines: 83 

Message-ID: <7a7jit$2i86@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 

et.com> <36C6A344.67D0AF35@btinternet.com> <36C6C7CC.F953EEC3@manc.u-net.com> <36C6D 

97C. 9D43D0A7@btinternet .com> 

NNTP-Posting-Host: chnicholson.vassar.edu 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0032_01BE5841.8821FD40" 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1197 scee.yaroze.freetalk.english 

23496 


This is a multi-part message in MIME format. 


Sana = _NextPart_000_0032_01BE5841.8821FD40 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Greets all. 


I think that on a more practical note, it's importatnt to realize that = 
the target audience for the PSX, as according to most magazines i've = 
read, is the 15-year old boy. Now, I don't know about you, but I don't = 
know too many 15 year old boys who a) have cdr's and b) have mod chips. = 
Really, the only people that I've seen actually get games off the net = 
and burn them out to discs are college kids, most of whom would = 
otherwise NOT buy the actual game anyway. It just seems to me that the = 
overlap between the two (ie the kids who DO burn games, but if they = 
couldn't, would go out and buy them) is small enough that big game = 
houses (SQUARE, namco, etc..) just don't waste their programmers! = 
valuable time on copy protects. Look at FF7. What percent, of all of = 
the people who played it, actually burned it off the net or otherwise = 
had an illegal copy? Something like 1? Maybe 2%? A TRUCKLOAD of = 
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people bought that game, enough for them to not worry about the burners. = 

Square made their dollar, and while I do appreciate and understand the = 
amiga/atari st pirating issues, i just don't think that the psx burn = 
scene is of quite the same caliber. 


take it easy all 
-charles 


=== == =_NextPart_000_0032_01BE5841.8821FD40 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 

<META content=3D'"MSHTML 4.72.3612.1700"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#d8d0c8> 

<DIV><FONT color=3D#000000 size=3D2>Greets all.</FONT></DIV> 

<DIV><FONT color=3D#000000 size=3D2></FONT>é&nbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>I think that on a more practical = 
note, it's=20 

importatnt to realize that the target audience for the PSX, as according = 
to most=20 

magazines i've read, is the 15-year old boy.é&nbsp; Now, I don't know = 
about you, -20 

but I don't know too many 15 year old boys who a) have cdr's and b) have = 
mod=20 

chips.énbsp; Really, the only people that I've seen actually get games 
off the=20 

net and burn them out to discs are college kids, most of whom would = 
otherwise=20 

NOT buy the actual game anyway.énbsp; It just seems to me that the = 
overlap=20 

between the two (ie the kids who DO burn games, but if they couldn't, = 
would go=20 

out and buy them) is small enough that big game houses (SQUARE, namco, 
etc..)=20 

just don't waste their programmers’ valuable time on copy = 
protects.&nbsp; Look=20 

at FF7.énbsp; What percent, of all օք the people who played it, actually = 
burned=20 

it off the net or otherwise had an illegal copy?&nbsp; Something like = 
1?&nbsp; =20 

Maybe 2%?&nbsp; A TRUCKLOAD of people bought that game, enough for them = 
to not=20 

worry about the burners.&énbsp; Square made their dollar, and while I do=20 
appreciate and understand the amiga/atari st pirating issues, i just = 
don't think=20 

that the psx burn scene is of quite the same caliber.</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>take it easy all</FONT></DIV> 
<DIV><FONT color=3D#000000 size=3D2>-charles</FONT></DIV></BODY></HTML> 


== == a= =_NextPart_000_0032_01BE5841.8821FD40-- 


3066 


--MESSAGE FILE 4778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03496 


--MESSAGE FILE 4779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003497 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 14 Feb 1999 22:56:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 36 

Message-ID: <slrn7cel5m.31s.tjs@longford.cs.monash.edu.au> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <36C65F6D.53849947@hotmail.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1198 scee.yaroze.freetalk.english 
23497 


On Sun, 14 Feb 1999 05:30:21 +0000, will atkin wrote: 

>Its not the hardware manufacturers(like the minidisc players) that are 
>the ones that are suffering the most. Its the record companies that are 
>the ones losing the money. Everyone is still going to need something to 
>play the stuff on anyway. Also now with the impact of .MP3 files, the 
>recording industry is being hit really hard. Losing money across the 
>board. 


1) The lines between hardware vendors and software vendors are becoming more 
and more blurred. Personally I expect that to continue, as we construct a 
more and more pervasively networked world. 

2) I'm positive that the record companies are not being hit hard; they're just 
seeing the potential for a new form of market that cuts them out of the 
deal, and that has them very scared. 

3) Artists, as opposed to the bureaucracy, stand a very good choice of actually 
benefiting from digital music distribution, simply because they're given 
more control over what they do, how they do it, and the money they receive 
for doing so. 

4) Piracy (software and music) will not destroy the industry. I still buy 
software and music, even though the means to get it 'free' (which is 
acknowledging that there are other costs associated with piracy; physically, 
socially and personally) is within my grasp. I do it primarially because 
I believe that good work should be rewarded and in this society, the way 
to do that is with money. I would like to be able to give more money to 
the artists and writers involved, and less to the publishers, and I hope 
that the ways in which the world is changing will allow me to do that. 


>Sony will still make money because people need the hardware to play 
>games.. but the games publishers are the ones who have to push the 
>protection issue... 


Sony loses money on their hardware, in order to recoup it in software sales 
(see point 1). I'm sure they're being hit just as hard by piracy, and possibly 
more hard. 


Toby. 
—-MESSAGE FILE 4779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03497 


—-MESSAGE FILE 4780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003498 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 14 Feb 1999 23:07:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <slrn7celot.31s.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5Be@manc.u-n 
et.com> <36C6A344.67D0AF35@btinternet .com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1199 scee.yaroze.freetalk.english 
23498 


On Sun, 14 Feb 1999 10:19:55 +0000, James Duffield wrote: 
>BTW having been the owner of a Vic 20, a C64, an Amiga, 
>and an Atari ST, i also know how rife piracy was on all these 
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>formats. But lets face it, in the history of computer games none of them 
> 
>have been killed of in such great style by piracy as the Amiga ( my case 
> 

>in point). 

> 


Many people will dispute the suggestion that the amiga was killed off by 
piracy. As I see it, a number of things killed the amiga: 


1) Commodore started with a product that was lightyears ahead of its 
competition, and then didn't bother trying to keep it that way. 

2) Cheap PC clones, the Intel juggernaut, and the business software world 
made the amiga a less than appealng option for anything other than home 
use. 

3) Commodore mismarketed the Amiga so dismally that it was essentially doomed 
to failure. 


Yes, people stopped developing software for the Amiga, but I think you'll find 
that that was an effect, rather than a cause, of the Amiga downfall. 


The argument that free software will necessarily kill the market for 
proprietary software has proven to be, and will continue to be proven to be, a 
fallacy. 


Toby. 
—-MESSAGE FILE 4780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03498 


-—-MESSAGE FILE 4781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003499 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: 14 Feb 1999 23:35:12 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 39 

Message-ID: <7a7mjg$Sss@wyrddreams.demon.co.uk> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


Craig Graham (c_graham@hinge.mistral.co.uk) wrote: 
Does anyone actually use their yaroze with Linux (apart from Toby 
Sargent 
- you never did send me a working copy of that GNU debugger Toby)? 


Yes. I do. 


Reason I ask is that I've just done a new version of the ARS fileserver 
(more features, more stable, faster, etc, etc, yakety yak, bla bla) - 
only 

the new version is for Linux. 


Three versions really... 

1) A direct port of the old DOS server ARS. 

2) A new command line server re-written in C++. 

3) An X-Windows (Qt / KDE) version using the same 
underlying C++ server code as the command line one 

(but with access to some features that are hidden in the 
command line server). 


The new server is compatible with the old ARS Playstation library 
so you don't have to change any code to use it. 


If anyone actually uses Linux, I'll do a release version - otherwise it 
can stay right here on my PC. Speak now..... 


I'd like to see a release, if it wouldn't be too much trouble. Hey, 
I might even be able to make it worth your while. *80) 
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Craig. 
PS. Toby - if you read this, how about another go with the GNU 
debugger? 


PSX-GDB ready to go. Somewhere on my hard-drive. I'll get back to you. 


JT 
Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 
it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
—-MESSAGE FILE 4781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03499 


—-MESSAGE FILE 4782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003500 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Mon, 15 Feb 1999 02:55:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36C78CB5.85CD7DDC@hotmail.com> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7Jcek9r.31s.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1200 scee.yaroze.freetalk.english 
:3500 


> 

> b) there are probably many indirect ways to make money from software 

> (advertising is an example) 

> 

Do you mean in game advertising.. I hope not.. I don't think many people want 


Coke billboards in the middle of thier levels popping up. But maybe they could 
have clips run at boot up kind of like previews in Cinemas.. 


-—-MESSAGE FILE 4782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03500 


—-MESSAGE FILE 4783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003501 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 15 Feb 1999 03:08:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1201 scee.yaroze.freetalk.english 
23501 


On Mon, 15 Feb 1999 02:55:49 +0000, will atkin wrote: 


>> 
>> b) there are probably many indirect ways to make money from software 
>> (advertising is an example) 


>> 
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> 

>Do you mean in game advertising.. I hope not.. I don't think many people want 
>Coke billboards in the middle of thier levels popping up. But maybe they could 
>have clips run at boot up kind of like previews in Cinemas.. 


As an example, the advertising for Red Bull was pretty prominent throughout 
Wipeout 2097 (or was it the original?). People put up with advertising at 
sporting events already, without it detracting too much from the sport 
itself; I'm sure the same could be done for videogames. (Doesn't hotmail 
have advertising, by the way?) 


I don't like the idea either, by the way. I merely feel like there's going 
to have to be a reasonably massive paradigm shift across the board if 
corporatism is to survive in an increasingly digital era. 


Toby. 
—-MESSAGE FILE 4783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03501 


—-MESSAGE FILE 4784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003502 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Mon, 15 Feb 1999 11:49:06 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 97 
Message-ID: <36C809B2.CA6FC2B0@manc.u-net .com> 
References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 0A4282EDA00B328E0D7717AB" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1202 scee.yaroze.freetalk.english 
23502 


0A4282EDA00B328E0D7717AB 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


10805 Snowboarding on N64 has a similar thing -- billboarding and product 

placement. There's a 4-second pure-advertising title screen fror Lamar Snowboards 
and Tommy Hilfiger. Tommy billboards appear throughout the game, and the snowboards 
in the game all actually exist. None of this ruins the game -- in fact it adds a 
certain kudos to the proceedings. I mean if they had Coke and Macdonalds billboards 
all over the courses too it wouldn't bother me because it's realistic. A few games 
have sponsors in the actual title: No Fear Downhill Mountainbiking for one (a 
clothing label of course) 


The commercial potential when fully recognised will probably go way overboard (at 
first anyhoo) -- I remember a PC coverdisk once has an advertising video that you 
HAD to watch through before you could load the menu -- needless to say this "got 


everyone's goat" [mass understatement] and was soon scrapped, but in moderation 
in-game advertising is definitely worth it if it reduces the cost of games. 


Jim (who's going to rush out and buy a "No Fear" T-shirt, have a "Big Mac" and 
"Coke" and then go and buy some "Tommy Hilfiger" jeans and then a "Tahoe 151" 
snowboard, but is still adamant that advertising has NO effect on him...) 


PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD DAY. 

Homer suddenly at dinner: "That's it! You people have stood in my way long enough - 
I'm going to Clown College." 

Bart: "I guess none of us expected him to say that." 


* (er sorry, everything reminds me of A Simpsons episode, you should know that by 
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now..) 


Toby Sargeant wrote: 


As an example, the advertising for Red Bull was pretty prominent throughout 
Wipeout 2097 (or was it the original?). People put up with advertising at 
sporting events already, without it detracting too much from the sport 
itself; I'm sure the same could be done for videogames. (Doesn't hotmail 
have advertising, by the way?) 


VV V V V 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


0A4282EDA00B328E0D7717AB 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
1080&deg; Snowboarding on N64 has a similar thing -- billboarding and product 


placement .&nbsp; There's a 4-second pure-advertising title screen fror 
<i>Lamar Snowboards</i> and <i>Tommy Hilfiger</i>.&nbsp; Tommy billboards 
appear throughout the game, and the snowboards in the game all actually 
exist.&nbsp; None of this ruins the game -- in fact it adds a certain kudos 

to the proceedings.énbsp; I mean if they had <i>Coke</i> and <i>Macdonalds</i> 
billboards all over the courses too it wouldn't bother me because it's 
realistic.&nbsp; A few games have sponsors in the actual title:<i> No Fear 
Downhill Mountainbiking</i> for one (a clothing label of course) 


<p>The commercial potential when fully recognised will probably go way 
overboard (at first anyhoo) -- I remember a PC coverdisk once has an advertising 
video that you HAD to watch through before you could load the menu -- needless 


to say this "got everyone's goat" [mass understatement] and was soon scrapped, 
but in moderation in-game advertising is definitely worth it if it reduces 
the cost of games. 

<p>Jim (who's going to rush out and buy a "No Fear" T-shirt, have a "Big 
Mac" and "Coke" and then go and buy some "Tommy Hilfiger" jeans and then 

a "Tahoe 151" snowboard, but is still adamant that advertising has NO effect 
on him...) 

<p>PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD DAY. 
<br>Homer suddenly at dinner: "That's it! You people have stood in my way 
long enough - I'm going to Clown College." 

<br>Bart: "I guess none of us expected him to say that." 

<p>* (er sorry, <i>everything</i> reminds me of <i>A</i> Simpsons episode, 
you should know that by now..) 

<br>é&nbsp; 

<p>Toby Sargeant wrote: 

<blockquote TYPE=CITE>As an example, the advertising for Red Bull was pretty 
prominent throughout 

<br>Wipeout 2097 (or was it the original?). People put up with advertising 
at 

<br>sporting events already, without it detracting too much from the sport 
<br>itself; I'm sure the same could be done for videogames. (Doesn't hotmail 
<br>have advertising, by the way?) </blockquote> 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 
<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


0A4282EDA00B328E0D7717AB-— 


—-MESSAGE FILE 4784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03502 


—-MESSAGE FILE 4785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003503 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: General public Yaroze FAQ - suggestions wanted 
Date: Mon, 15 Feb 1999 14:31:20 +0100 

Organization: Debri Productions 

Lines: 34 

Message-ID: <ldmz8te.135rub8yhq0u4N@al-88-105.al.nl> 
References: <79o0ut1$ldo5@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-105.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1203 scee.yaroze.freetalk.english 
23503 


Mario Wynands <mario@sidhe.co.nz> wrote: 


I am throwing together a Yaroze FAQ for those people interested in joining 
the Yaroze program to be housed at our site. The list of questions I have 
so far is as below. 


What is the Net Yaroze? 

How do you pronounce Yaroze? 
What do I need to run it? 

Do I need to know C to use it? 


Wil it run normal Playstation games? 

Will it run import Playstation games? 

Will it run copied Playstation games (CDRs) ? 

I have an Action Replay Pro, a Comms Link, and some development tools. Why 


do I need a Yaroze? 

Can I use C++ with the Yaroze? 

Can I create bootable Playstation CDs of my Yaroze programs? 

Can I create commercial Playstation titles on a Yaroze? 

How do I distribute my programs to non-Yaroze members? 

Will commercial developers recognise my Yaroze experience when applying for 
a job? 

Where can I get one? 

Can I buy a second hand Yaroze off an existing Yaroze member? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Does anyone else have any questions they are sick of answering? 
> 

> 

> 


A list like this already excists... but how do you pronoune Yaroze? 


DEnnis.. 
—-MESSAGE FILE 4785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03503 


—-MESSAGE FILE 4786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003504 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Mon, 15 Feb 1999 14:40:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7a9bk0S6p36@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0G@ 
manc.u-net.com> 

NNTP-Posting-Host: p4Cs02a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1204 scee.yaroze.freetalk.english 
23504 
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As long as it isn't overly intrusive and is appropriate within the context 
of the game, advertising is okay. Apart from sport and racing titles 
though, it's difficult to see how advertisers will effectively intergrate 
their ads within videogames. The subtle ;-) tactic of product placement 
often used in movies will be difficult to implement. 


Perhaps they'll just settle for coventional TV style 30 second breaks 
between levels instead eh? :-) I'm sure they have their 'best people' 
working on the problem right now... 


Regarding piracy - reducing the price of games, emphasising the perceived 
value of official products and improved copy-protection seem like the way to 
go. Futile IDSA crackdowns do nothing to tackle the root cause of the 
problem. 


Derek 


dasi@globalnet.co.uk 


-—-MESSAGE FILE 4786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03504 


—-MESSAGE FILE 4787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003505 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 10:01:54 -0500 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <36C836E2.EDE3714@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 286.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1205 scee.yaroze.freetalk.english 
23505 


Toby Sargeant wrote: 

> 

By making it harder, you just increase the challenge, and the kudos to the 
person who does eventually defeat the protection. The fact is that there are 
more people trying to defeat copy protection than there are trying to create 


> 
> 
> 
> new copy protection schemes. It's not possible to stay all that far ahead. 


H 


beg to differ. The difficulty will incrase exponentialy, not linearly. 


New storage media is probably the best bet, but you can guarantee that it 

won't take someone too long to do something like reverse engineer a data reader 
from the consumer hardware, write the software to a DVD disk, and then modify 
the consumer hardware to read dvd instead. And again, although you can make it 
hard, it's not possible to make it impossible. 


VVVVVVV 


That's so full of it man... There is no way... Yeah, someone might just 
be devoid of a personal life to actually go on such a crusade and be 

sucessful, but the modifications to the drive would be so complex that 
it would not be worth it for anyone else to try. So we have a handfull 
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of idiots wasteing their time trying to burn DVD's into GD's.... It's 
not gonna work man. 


There will be no piracy scene on the dreamcast like there is for the 


PlayStation. Just watch. Sega did their homework. 


Producers are fighting a losing war against consumers, and it seems that 
maybe the only way to win is to change the rules. 


V V V V 


What do you mean 'change the rules'? 


"Darco 
—-MESSAGE FILE 4787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03505 


—-MESSAGE FILE 4788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003506 
Path: chuka.playstation.co.uk!news 
From: James Duffield <J.Duffield@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: PC with stylee! 
Date: Mon, 15 Feb 1999 15:46:07 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <36C8413F.FB299F79@btinternet .com> 
References: <01b9dbad$94487140Sc13cac3e@gareth> 
<36C718EB.580258C0@btinternet.com> <7a7kloSé6p34@chuka.playstation.c 


o.uk> 

NNTP-Posting-Host: host62-172-92-172.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Thanks for that John, I did not realise this 
when i posted my last message. 


Cheers 
James D 
John Blackburne wrote: 


Why don't you check out the new range of Macs at 
www.apple.com 

If you get a G3 most off your exisisting software will 
work running through Virtual PC or SoftWindows. 
The Net Yaroze will also run on a Mac just fine, as long as you have 
CodeWarrior. 


VV V V V V 


Yes, I'm using CW on a Mac to program my NY. But I would not wholeheartedly 
recommend the new G3 Macs or iMacs for this purpose as neither model has 
"standard' serial ports - they both use USB instead. So to connect one of 
the newer Mac models to a NY you'll need some sort of USB to serial, or 
perhaps PCI to serial, solution. 


VVVVVVVVVVVV VV 


John 


—-MESSAGE FILE 4788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03506 


—-MESSAGE FILE 4789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003507 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
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Date: Mon, 15 Feb 1999 17:10:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 209 

Message-ID: <7a9kenS6p37@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_002C_01BE5906.21FDA760" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1206 scee.yaroze.freetalk.english 

23507 


This is a multi-part message in MIME format. 


=== = NextPart_000_002C_01BE5906.21FDA760 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Ok, I don't want to seem the negative person around hear, putting = 
peoples ideas down and stuff but, er, think of me as your alarm clock = 
waking you up in the morning, ruining that great dream of yours :) 


I do think advertising in a game is a great idea if used correctly and = 
like James said realistically, however I really can't see companies = 
dropping their game prices just because they make extra money from = 
advertising. 

Example: XYZ Publishing Ltd double their profits from a game because of 
in-game advertising, do you really believe that they would pass on this 
benefit to the customers by halfing the price of their next game, = 
leaving them with half as much profits as they could have had? No of = 
course not. Ok, so that wasn't a great example since there are many = 
other factors involved, but you get the idea. 

Basically if companies find a new way (such as advertising) to make more = 
money, I'm sure they'd rather keep it then give it back to the customer. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


p.s. Simpsons & Red Dwarf kick ass. 

James Shaughnessy wrote in message = 
<36C809B2.CA6FC2B0@manc.u-net.com>... 

1080-80 Snowboarding on N64 has a similar thing -- billboarding and = 
product placement. There's a 4-second pure-advertising title screen = 
fror Lamar Snowboards and Tommy Hilfiger. Tommy billboards appear = 
throughout the game, and the snowboards in the game all actually exist. 
None of this ruins the game -- in fact it adds a certain kudos to the = 
proceedings. I mean if they had Coke and Macdonalds billboards all over 
the courses too it wouldn't bother me because it's realistic. A few = 
games have sponsors in the actual title: No Fear Downhill Mountainbiking = 
for one (a clothing label of course) =20 

The commercial potential when fully recognised will probably go way = 
overboard (at first anyhoo) -- I remember a PC coverdisk once has an = 
advertising video that you HAD to watch through before you could load = 
the menu -- needless to say this "got everyone's goat" [mass = 
understatement] and was soon scrapped, but in moderation in-game = 
advertising is definitely worth it if it reduces the cost of games.=20 


Jim (who's going to rush out and buy a "No Fear" T-shirt, have a = 
"Big Mac" and "Coke" and then go and buy some "Tommy Hilfiger" jeans and = 
then a "Tahoe 151" snowboard, but is still adamant that advertising has = 
NO effect on him...)=20 


PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD 
DAY .=20 
Homer suddenly at dinner: "That's it! You people have stood in my 
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way long enough - I'm going to Clown College."=20 
Bart: "I guess none of us expected him to say that."=20 


* (er sorry, everything reminds me of A Simpsons episode, you should 


know that by now. .)-20 
=20 


Toby Sargeant wrote:=20 


As an example, the advertising for Red Bull was pretty prominent 
throughout=20 

Wipeout 2097 (or was it the original?). People put up with = 
advertising at=20 

sporting events already, without it detracting too much from the 
sport=20 

itself; I'm sure the same could be done for videogames. (Doesn't 
hotmail=20 

have advertising, by the way?) 


--»20 
20 
James Shaughnessy james@manc.u-net.com=20 
http://www.netyaroze-europe.com/~shaughnj=20 
20 
=20 


= === =_NextPart_000_002C_01BE5906.21FDA760 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTID W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 

<META content=3D'"MSHTML 4.72.2106.6"" name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffFff> 

<DIV><FONT color=3D#000000><FONT size=3D3>0k, I don't want to seem the = 
negative=20 

person around hear, putting peoples ideas down and stuff but, er, think 
of me as=20 

your alarm clock waking you up in the morning, ruining that great dream 
of yours=20 

:) </FONT></FONT></DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>é&nbsp; </DIV> 

<DIV><FONT size=3D3>I do think advertising in a game is a great idea if 
used=20 


correctly and like James said realistically, however I really can't see=20 


companies dropping their game prices just because they make extra money 
from=20 

advertising.</FONT></DIV> 

<DIV><FONT size=3D3>Example: XYZ Publishing Ltd double their profits = 
from a game=20 

because of in-game advertising, do you really believe that they would = 
pass on=20 

this benefit to the customers by halfing the price of their next = 
game, &nbsp; =20 

leaving them with half as much profits as they could have had? No of = 
course not.=20 

Ok, so that wasn'ténbsp; a great example since there are many other = 
factors=20 

involved, but you get the idea.</FONT></DIV> 

<DIV><FONT size=3D3>Basically if companies find a new way (such as = 
advertising) to=20 

make more money, I'm sure they'd rather keep it then give it back to the 


customer.</FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3>Rad.<BR><A=20 
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href=3D"mailto: rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT></DIV> 
<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3></FONT>é&nbsp; </DIV> 
<DIV><FONT color=3D#000000 size=3D2>p.s. Simpsons é&amp; Red Dwarf kick=20 
ass.</FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: 
5px"> 

<DIV>James Shaughnessy<JAMES@MANC.U-NET.COM> wrote in message &1t;<A = 


href=3D"mailto:36C809B2.CA6FC2B0@manc.u-net.com">36C809B2.CA6FC2B0@manc.u= 
—net.com</A>égt;...</DIV>1080&deg; =20 

Snowboarding on N64 has a similar thing -- billboarding and product=20 

placement.&énbsp; There's a 4-second pure-advertising title screen = 
fror=20 

<I>Lamar Snowboards</I> and <I>Tommy Hilfiger</I>.&nbsp; Tommy = 
billboards=20 

appear throughout the game, and the snowboards in the game all = 
actually=20 

exist.&nbsp; None of this ruins the game -- in fact it adds a = 
certain kudos=20 

to the proceedings.énbsp; I mean if they had <I>Coke</I> and=20 

<I>Macdonalds</I> billboards all over the courses too it wouldn't 
bother me=20 

because it's realistic.énbsp; A few games have sponsors in the = 
actual=20 

title:<I> No Fear Downhill Mountainbiking</I> for one (a clothing = 
label of=20 

course) =20 

<P>The commercial potential when fully recognised will probably go = 
way=20 

overboard (at first anyhoo) -- I remember a PC coverdisk once has an = 


advertising video that you HAD to watch through before you could = 
load the=20 
menu -- needless to say this &quot;got everyone's goat&quot; [mass=20 
understatement] and was soon scrapped, but in moderation in-game = 
advertising=20 
is definitely worth it if it reduces the cost of games.=20 
<P>Jim (who's going to rush out and buy a &quot;No Fearéquot; = 
T-shirt, have=20 
a &quot;Big Mac&quot; and &quot;Coke&quot; and then go and buy some=20 
&quot; Tommy Hilfiger&quot; jeans and then a &quot;Tahoe 151l&quot; = 
snowboard, =20 
but is still adamant that advertising has NO effect on him...)=20 
<P>PS Reminds me of that Simpsons episode *: when it's NEW BILLBOARD = 
DAY .=20 
<BR>Homer suddenly at dinner: &quot;That's it! You people have stood = 
in my=20 
way long enough - I'm going to Clown College.&quot; <BR>Bart: = 
&quot;I guess=20 
none of us expected him to say that.&quot;=20 
<P>* (er sorry, <I>everything</I> reminds me of <I>A</I> Simpsons = 
episode, =20 
you should know that by now..) <BR>&nbsp;=20 
<P>Toby Sargeant wrote:=20 
<BLOCKQUOTE TYPE =3D CITE>As an example, the advertising for Red = 
Bull was=20 
pretty prominent throughout <BR>Wipeout 2097 (or was it the = 
original?) .=20 
People put up with advertising at <BR>sporting events already, 
without=20 
it detracting too much from the sport <BR>itself; I'm sure the = 
same=20 
could be done for videogames. (Doesn't hotmail <BR>have = 
advertising, by=20 
the way?) </BLOCKQUOTE>--=20 
<BR><TT> </TT> <BR><TT>James = 


Shaughnessyénbsp; énbsp; énbsp; james@manc.u-net.com</TT> <BR><TT><A=20 
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href=3D"http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-e= 
urope.com/~shaughnj</A></TT>=20 

<BR><TT> </TT> <BR>&nbsp;=20 
</BLOCKQUOTE></BODY></HTML> 


=== === = NextPart_000_002C_01BE5906.21FDA760-- 


—-MESSAGE FILE 4789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03507 


—-MESSAGE FILE 4790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003508 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Mon, 15 Feb 1999 17:17:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7a9kr4S6p38@chuka.playstation.co.uk> 
References: <01b9dbad$94487140Scl13cac3e@gareth> 
NNTP-Posting-Host: vil-8.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I'm pretty much in the same position, so if anyone knows of or can 
recommend any cool PC cases I'd appreciate it, but please it's definetly a 
PC case I want, not a Mac :) 


Have you found any yet Gareth? 
Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Gareth wrote in message <01b9dbad$94487140Scl3cac3e@gareth>... 

>Hi, I'm desparately in need of replacing my PC and wanna build my own box. 
>But I don't want one of these old fashioned grey 'buses' on my desk/floor. 
>Does anyone know any good sites I can check out with new stylish black, 
>green, whatever, cases? 

> 

>I must be the only guy up here running a 486. 

> 

>Gareth! 

>P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


-—-MESSAGE FILE 4790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03508 


—-MESSAGE FILE 4791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003509 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo competition 

Date: Mon, 15 Feb 1999 17:27:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7a9le8S6p39@chuka.playstation.co.uk> 
References: <7a0vuhSo0v8@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-8.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'll take the lack of responce as a NO then!?! A simple reply would have 
been nice though! 
BTW what's happened to the SCEE crew? 
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Can the end of official support from SCEE be almost uppon us? 

Are SCEE slowing cutting down their activity within this group, so that when 
it is time to go they don't go out with a bang? 

Are they still on their Christmas holiday? 

Or have they just been abducted by aliens/Nintendo/Sega? 


Tune in next year to find out! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rad wrote in message <7a0vuhSo0v8@chuka.playstation.co.uk>... 
>When's the next one? (James?) 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

> 
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—-MESSAGE FILE 4791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03509 


-—-MESSAGE FILE 4792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003510 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Mon, 15 Feb 1999 18:16:13 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7a908aS6p310@chuka.playstation.co.uk> 


References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 


> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well SGI do a nice PC case it cost £2500 but it comes with a free PC inside. 
other than that, no I spent ages looking for a cool box for my NT box but 


ended up with a beige slab under my desk : ( MaxBlack do a cool black box but 
I'm sure they sell the cases seperatly 


>P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


Bahhh Humbug :( I nearly worked on this seasons visual effects but due to 
some legal rangling with the team who did the effects last season (who 
wouldn't give up certain things) they got to do them all 


They look cool however 


Nigel 


—-MESSAGE FILE 4792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03510 


—-MESSAGE FILE 4793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003511 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo competition 
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Date: 15 Feb 1999 18:59:47 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <7a9qr3$6p311@chuka.playstation.co.uk> 

References: <7a0vuhSo0v8@chuka.playstation.co.uk> <7a9le8S6p39@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Were are alive. The demo competition was James idea 
and he can't respond because he is overseas. I'm sure 
there will be another demo comp. 


George 


In article <7a9le8S6p39@chuka.playstation.co.uk>, rad@cyberdude.com says... 
> 
>I'll take the lack of responce as a NO then!?! A simple reply would have 
>been nice though! 

>BTW what's happened to the SCEE crew? 

>Can the end of official support from SCEE be almost uppon us? 

>Are SCEE slowing cutting down their activity within this group, so that when 
>it is time to go they don't go out with a bang? 

>Are they still on their Christmas holiday? 

>Or have they just been abducted by aliens/Nintendo/Sega? 

> 

>Tune in next year to find out! 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

>Rad wrote in message <7a0vuhSo0v8@chuka.playstation.co.uk>... 

>>When's the next one? (James?) 

>> 

>>Rad. 

>>rad@cyberdude.com 

>>http://www.netyaroze-europe.com/~radpsx 

>> 

>> 

> 

> 


—-MESSAGE FILE 4793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03511 


—-MESSAGE FILE 4794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003512 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Mon, 15 Feb 1999 19:30:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7a9sksS$6p312@chuka.playstation.co.uk> 
References: <01b9dbad$94487140Scl13cac3e@gareth> 
NNTP-Posting-Host: th-en135-091.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Why not spray paint one? I don't know if it'll work, but I don't see why 
not. If you do, you can have whatever colour you want, and whatever finish 
you want. 


Rikki 


Gareth wrote in message <01b9dbad$94487140Scl3cac3e@gareth>... 
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>Hi, I'm desparately in need of replacing my PC and wanna build my own box. 
>But I don't want one of these old fashioned grey 'buses' on my desk/floor. 
>Does anyone know any good sites I can check out with new stylish black, 
>green, whatever, cases? 

> 

>I must be the only guy up here running a 486. 

> 

>Gareth! 

>P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


—-MESSAGE FILE 4794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03512 


—-MESSAGE FILE 4795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003513 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 

Date: Mon, 15 Feb 1999 20:39:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <7aa018S$6p313@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0G@ 

manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> 

NNTP-Posting-Host: pE1ls06a01.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-—-=_NextPart_000_002E_01BE5923.4885AC80" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1207 scee.yaroze.freetalk.english 

23513 


This is a multi-part message in MIME format. 


=== = = _NextPart_000_002E_01BE5923.4885AC80 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


>Ok, I don't want to seem the negative person around hear, putting = 
peoples=20 

>ideas down and stuff but, er, think of me as your alarm clock waking = 
you up=20 

>in the morning, ruining that great dream of yours :) 


>Basically if companies find a new way (such as advertising) to make 
more=20 

>money, I'm sure they'd rather keep it then give it back to the = 
customer. 


>Rad. 
=20 
I think we all know this already. Like Toby Sargeant said, '‘ideally', = 


in an ideal world, publishers would reduce their prices - this won't 
ever happen of course, but we can still dream can't we? :-)-20 


I~ 


Derek 


20 
dasi@globalnet.co.uk 


"Yawn. Where's my PS 2000 2" 


Jossa = NextPart_000_002E_01BE5923.4885AC80 
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Content-Type: text/html; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 
http-equiv=3DContent-Type> 
<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 


</HEAD> 

<BODY> 

<DIV>é&gt;Ok, I don't want to seem the negative person around hear, 
putting=20 

peoples </DIV> 

<DIV>&gt; ideas down and stuff but, er, think of me as your alarm clock = 
waking=20 

you up </DIV> 

<DIV>&gt;in the morning, ruining that great dream of yours :)<BR></DIV> 
<DIV>é&gt;Basically if companies find a new way (such as advertising) to = 
make=20 

more </DIV> 

<DIV>&gt;money, I'm sure they'd rather keep it then give it back to the=20 
customer .<BR><BR>&gt;Rad.<BR></DIV> 

<DIV><FONT color=3D#000000 size=3D2>é&nbsp; </FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">I think we all know this=20 


already.&nbsp; Like Toby Sargeant said, '<EM>ideally</EM>', in an ideal = 
world, =20 
publishers would reduce their prices - this won't ever happen of course, 
but we=20 
can still dream can't we? ;-) </FONT></DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff£"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">Derek</FONT></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">--—-é&nbsp; é&nbsp; = 

—--&nbsp; &nbsp; =20 

---&nbsp; &énbsp; ---&nbsp;&énbsp; ---&nbsp;é&énbsp; = 
———&nbsp; &énbsp; </FONT></DIV> 

DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"><A=20 
ref=3D"mailto:dasi@globalnet.co.uk">dasi@globalnet.co.uk</A></FONT></DIV= 


DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">&quot; Yawn.&nbsp; Where's = 


000 ?&quot;</FONT></DIV> 


< 
h 
> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #fffff£"></FONT>é&nbsp; </DIV> 
< 
m 
2 
<DIV>énbsp; </DIV></BODY></HTML> 


nese = _NextPart_000_002E_01BE5923.4885AC80-- 


—-MESSAGE FILE 4795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03513 


—-MESSAGE FILE 4796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003514 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Mon, 15 Feb 1999 21:31:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7aa43h$6p314@chuka.playstation.co.uk> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9sks$6p312@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: th-usr00-28.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rikki Prince wrote in message <7a9sksS$6p312@chuka.playstation.co.uk>... 
>Why not spray paint one? I don't know if it'll work, but I don't see why 
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>not. If you do, you can have whatever colour you want, and whatever finish 


>you want 
> 

>Rikki 

> 


I remember Jeff Minter having a black Atari ST (with prism and rainbow like 


Dark Side 
They were 


Anyhow, I 
couple of 


of the Moon), and a really cool looking 'stone effect' monitor. 
spray painted. 


was looking to make a non-grey PC about a year ago, and I found a 
companies who sold black cases and keyboards, but I could only 


find CD-ROM, floppy drives and monitors in grey, so I gave up. I can't 
remember the company names now, but I just phoned around the mail order 


companies 


Herbs 


—-MESSAGE 
03514 


—-MESSAGE 
0003515 


in Computer Shopper. 


FILE 4796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


FILE 4797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!macsuppor 


From: mac 
Newsgroup 
Subject: 

Date: Mon 
Organizat 
Lines: 16 


suppor@al.nl (DEnnis Brinkhuis) 
s: scee.yaroze.freetalk.english 


Re: PC with stylee! 


, 15 Feb 1999 23:33:31 +0100 
ion: Debri Productions 


Message-ID: <ldnajal.qfxndnwl5q6eN@[194.151.88.142]> 


Reference 


s: <01b9dbad$94487140Scl3cac3e@gareth> <36C718EB.580258C0@btinternet.com> Հ 


JaTkloS6p34@chuka.playstation.co.uk> <36C8413F.FB299F79@btinternet.com> 


NNTP-Post 


ing-Host: 194.151.88.142 


X-Newsreader: MacSOUP 2.3 


James Duf 


As far as 
and those 


Cheers, 
DEnnis.. 


Yes, 


VV V V V V V 
V V V V V V 


> John 
——MESSAGE 
03515 


——MESSAGE 
0003516 


field <J.Duffield@btinternet.com> wrote: 


I know, G3 computers do have a serial port.. Just not iMac's 
other funnybox-computers.. 


I'm using CW on a Mac to program my NY. But I would not wholeheartedly 


recommend the new G3 Macs or iMacs for this purpose as neither model has 
"standard' serial ports - they both use USB instead. So to connect one of 
the newer Mac models to a NY you'll need some sort of USB to serial, or 
perhaps PCI to serial, solution. 


FILE 4797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


FILE 4798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 


Re: PC with stylee! 


Date: Mon, 15 Feb 1999 23:34:29 +0100 


Organizat 
Lines: 18 


ion: Debri Productions 


Message-ID: <ldnajxe.lg6bb8r3soqf4N@0@[194.151.88.142]> 
References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> <7a908a$6p310@chuka.playstation.co.uk> 


NNTP-Post 


ing-Host: 194.151.88.142 
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X-Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 


>P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


Bahhh Humbug :( I nearly worked on this seasons visual effects but due to 
some legal rangling with the team who did the effects last season (who 
wouldn't give up certain things) they got to do them all 


They look cool however 


VVVVVVVVV VV 


Nigel 
Last season was done by the BBC, what company do you work for? 


DEnnis.. 
-—-MESSAGE FILE 4798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03516 


—-MESSAGE FILE 4799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003517 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 22:40:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36C8A25D.4FC77E9F@hotmail.com> 

References: <7aQa6uS$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1208 scee.yaroze.freetalk.english 
23517 


> 

> 

> There will be no piracy scene on the dreamcast like there is for the 
> PlayStation. Just watch. Sega did their homework. 


> 


Enlighten us.. what did they do right this time? Cosidering they still use CD-rom 
media.. how does their new copy protection work? 


—-MESSAGE FILE 4799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03517 


—-MESSAGE FILE 4800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003518 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Mon, 15 Feb 1999 22:39:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7aa7mm$6p315@chuka.playstation.co.uk> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> <7a908a$6p310@chuka.playstation.co.uk> <ldnajxe.lg6ébb8r3soqf4N@[194.151.88.142]> 
NNTP-Posting-Host: gameware.demon.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Last season was done by the BBC, what company do you work for? 


Now that's not what I was lead to believe, I can't say who did them (because 
I can't remember) but the deal we had going was with Grant Naylor 
Productions not the BBC, the company was made up of a number of freelancers 
headed up by an industry effects supervisor (I can't mention names sorry) 


Nigel 


—-MESSAGE FILE 4800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03518 


—-MESSAGE FILE 4801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003519 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Tue, 16 Feb 1999 11:52:58 +1300 

Organization: Sidhe Interactive 

Lines: 35 

Message-ID: <7aa82iS6p316@chuka.playstation.co.uk> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> 

NNTP-Posting-Host: p23-max8.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1209 scee.yaroze.freetalk.english 
23519 


DEnnis Brinkhuis wrote in message 
<ldmz8te.135rub8yhq0u4N@al-88-105.al.nl>... 

>Mario Wynands <mario@sidhe.co.nz> wrote: 

> 

>> I am throwing together a Yaroze FAQ for those people interested in 
joining 
>> the Yaroze program to be housed at our site. The list of questions I 
have 

>> so far is as below. 

>> 

>> 

> 

>A list like this already excists... 


Where can I find it? 


>but how do you pronoune Yaroze? 


There was a wav file floating around that had the 'official' pronunciation 
of yah-roo-zee, although a lot of members pronounce it yah-rooze or 
yah-row-zee. 


Cheers 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 4801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03519 
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—-MESSAGE FILE 4802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003520 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Mon, 15 Feb 1999 22:36:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7aa882S6p317@chuka.playstation.co.uk> 
References: <01b9dbad$94487140Scl13cac3e@gareth> 
NNTP-Posting-Host: 212.67.134.135 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Gareth wrote in message <01b9dbad$94487140Scl3cac3e@gareth>... 

>Hi, I'm desparately in need of replacing my PC and wanna build my own box. 
>But I don't want one of these old fashioned grey 'buses' on my desk/floor. 
>Does anyone know any good sites I can check out with new stylish black, 
>green, whatever, cases? 

> 

>I must be the only guy up here running a 486. 

> 

>Gareth! 

>P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


Ok simple, check out stack trading at www.staktrading.com e-mail 
sales@stacktrading.com 


they sell cases with funky silver and gold fronts, don't know if they're on 
the web site, but they advertise in 'Micro Computer Mart' every week (only 
£1) 


hope this helps :) 
Robert Anderberg 


Wicked Nun Says : 
I don't think, therefore I'm not 


-—-MESSAGE FILE 4802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03520 


—-MESSAGE FILE 4803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003521 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: 15 Feb 1999 22:52:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <slrn7ch99s.5i0.tjs@longford.cs.monash.edu.au> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1210 scee.yaroze.freetalk.english 
33521 


On Mon, 15 Feb 1999 10:01:54 -0500, Darco <rquat@datasys.net> wrote: 
> 
>I beg to differ. The difficulty will incrase exponentialy, not linearly. 


It doesn't matter how the difficulty increases. What one person can do, another 
can undo, and that'll never change. A while ago, people thought that you'd 
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never be able to defeat physical holes in magnetic media. Then they thought 
that noone would ever bother pirating a game that came on cd, and took 

up 600 meg. Then they thought that copy protection schemes on CD would work. 
The difficulty has increased exponentially, and the fact is that pirates 
have kept pace, and are likely to keep doing so. 


>That's so full of it man... There is no way... Yeah, someone might just 
>be devoid of a personal life to actually go on such a crusade and be 
>sucessful, but the modifications to the drive would be so complex that 
>it would not be worth it for anyone else to try. So we have a handfull 
>of idiots wasteing their time trying to burn DVD's into GD's.... It's 
>not gonna work man. 


It was merely one suggestion for getting around the problem of duplicating 
GD media, and not one without precedent, either. People have been copying 
cartridges to recordable media for quite some time now. Sure, this is more 
difficult, but there's also a lot of money to be made from getting ir right. 


Depending on the physical nature of the media, it might prove to be possible 
to duplicate if you have access to an expensive fabrication plant. IF that's 
the case, all sega has done is push piracy squarely back into the hands of 
people who do it for money. 


And as for people who would attempt things like that having no personal life, 
I'm pretty sure that there are people who consider piracy a 9-5 job, and 
still more who will pay bright engineers lots of money to do something along 
those lines, so that they can rake in the cash. 


I'd love to be proven wrong, but I somehow doubt that I will be. 


>There will be no piracy scene on the dreamcast like there is for the 
>PlayStation. Just watch. Sega did their homework. 


At the very least, it'll be delayed, which I agree is a good thing. You might 
also find that it will mean that sega's console flops, and a console that 
does 'allow' piracy succeeds where otherwise it would have failed. I'm 

almost positive that the perception that piracy is prohibitively difficult 
has been one of the factors that's let the PSX beat the N64. 


>What do you mean 'change the rules'? 


As an example, take the rule that gaming is a passive experience. Already, this 
rule is changing. As games take on a more and more multiplayer aspect, piracy 
begins to lose out. Suddenly you're not paying for software, you're paying for 
the ability to compete against other humans. 


Various organisations such as RedHat and the FSF have proven that it's 
possible to make money without selling _software_, but rather the services, 
support and distribution that surrounds it. A business model like RedHat's 
would probably be laughed at by any games publisher, and yet may quite 
possibly work, and indeed be very successful. 


If you change the rules of the game so that pirates have nothing to do, then 
by necessity, piracy goes away. In the end, that's the only way of winning. 


Toby. 
—-MESSAGE FILE 4803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03521 


—-MESSAGE FILE 4804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003522 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: scea ? 

Date: Mon, 15 Feb 1999 17:39:06 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <36C8A20A.88252D1D@datasys.net> 

References: <7a2iqnS7op8@chuka.playstation.co.uk> <36C599F3.4AA35A07@datasys.net> ՀՅ 
6c61235.82653064@news.scea.sony.com> <36C6FF91.B97469F8@datasys.net> <36c6e65b.13697 
1490@news.scea.sony.com> 
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Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 286.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


I see your point, and I apologize for my rash conclusions. After 
thinking about it carefuly I now see that they were unfounded, and based 
on mere speculation. I'll try to abstain from making similar remarks in 
the future. 


Now that I think about it, it was irresponsible of me to post a message 
like that... I'm sorry if I upset you or caused anyone else anyone any 
undue anxieties concerning their investment. 


It's just that I expected more out of North America, that's all. I'm 
hoping to change that outlook though with a few projects I'm working on; 
namely BloodShed and SEDE. 


"Darco 
-—-MESSAGE FILE 4804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03522 


—-MESSAGE FILE 4805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003523 

Path: chuka.playstation.co.uk!news 

From: "Frktl-X" <matt@frktl.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Mon, 15 Feb 1999 23:59:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7aac97S6p320@chuka.playstation.co.uk> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> <7aa82iS$6p316@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-27.cook.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1211 scee.yaroze.freetalk.english 
£3523 


>There was a wav file floating around that had the 'official' pronunciation 
>of yah-roo-zee, although a lot of members pronounce it yah-rooze or 
>yah-row-zee. 


the 'e' is accented so isnt it: 'yah-row-zay', like anime is pronounced 
‘an-im-ay' ? 


—-MESSAGE FILE 4805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03523 


—-MESSAGE FILE 4806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003524 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Tue, 16 Feb 1999 02:16:05 GMT 

Organization: L4 Software 

Lines: 27 

Message-ID: <36c8d3e1.49694142@205.149.189.29> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et.com> <7aaii3$2i88@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1212 scee.yaroze.freetalk.english 
23524 


On Mon, 15 Feb 1999 17:44:09 -0800, "Ben Siroshton" <ben@triax.com> 
wrote: 


>On this note, as to why they sell so many music cd's eventhough they are 
>easy to copy. Reason #1 on the most important, they are only approx. $15 
>each. When they are so cheap, why even go through the hassle of copying 
>them (assuming that was your attitude). If games were only $15 I would 
>probably end up spending MORE on them simply because it wouldnt seem like 
>such a comitment and all the little purchases would end up adding to be 
>more. When is someone going to start selling EVERY game under $20! THAT is 
>the way of the future. Heck most Movies are under $20, Music is under $20 
>why not games? The production cost is less than movies, and video games are 
>the most lucrative buisness compared to every other form of entertainment. 


Most video games come with a printed instruction manual, most music 
CD's do not. 


Most video games require extensive debugging and play testing before 
they are released, most music CD's do not. 


Most game publishers are required to provide technical support for 
their games after they are released, most music publishers do not. 


If you know of a way to pay for all this without raising the price I'm 
sure a lot of game publishers would be interested. 


Mario 
—-MESSAGE FILE 4806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03524 


—-MESSAGE FILE 4807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003525 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ben Siroshton" <ben@triax.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Mon, 15 Feb 1999 17:44:09 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <7aaii3$2i88@scea> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-n 
et .com> 

NNTP-Posting-Host: 1Cust130.tnt3.beaverton.or.da.uu.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1213 scee.yaroze.freetalk.english 
23525 


On this note, as to why they sell so many music cd's eventhough they are 
easy to copy. Reason #1 on the most important, they are only approx. $15 
each. When they are so cheap, why even go through the hassle of copying 
them (assuming that was your attitude). If games were only $15 I would 
probably end up spending MORE on them simply because it wouldnt seem like 
such a comitment and all the little purchases would end up adding to be 
more. When is someone going to start selling EVERY game under $20! THAT is 
the way of the future. Heck most Movies are under $20, Music is under $20 
why not games? The production cost is less than movies, and video games are 
the most lucrative buisness compared to every other form of entertainment. 


anyway........ 


-ben 
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>James Shaughnessy wrote in message <36C6236E.D0BIF5B@manc.u-net.com>... 
> It's REALLY easy to copy music CDs, so why do they still sell so many? 


A game CD has to have >the same philosophy surely? (er see other thread for 
more ranting from me on this subject ;)) 
>Jim 


—-MESSAGE FILE 4807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03525 


-—-MESSAGE FILE 4808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003526 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Mon, 15 Feb 1999 22:57:09 -0500 

Organization: Identical Software 

Lines: 25 

Message-ID: <36C8EC95.220D6B38@identicalsoftware.com> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 


> http://www.identicalsoftware.com/yaroze/ 


> 
> 
> Why is this site off the Sony server? Sorry, I don't allow any of my 
> tools to be distributed outside the Yaroze program (licensing issues 

> with Sony, etc). 

It is specifically off the Sony servers because I had to program under 
DOS for 3 weeks until my account password arrived. Since the GNU 
compilers cannot be restricted in distribution, someone could have made 
them available and I would have increased productivity. I contacted the 
unix siocons author about the licensing of his program and he said I 
could redistribute it (I'm assuming he would know about any license 
problems with Sony). The tim gimp plugin is available outside the 
yaroze servers. The other tim tools are written by me. (When I 
questioned Sony about distribution I was given "no comment" so until 
otherwise I will make them available. Also with the tim format being so 
simple and the gimp plugin being available it makes no sense to restrict 
distribution.) 


Any idea where in the US I could get an ARS that works with your linux 
server? And what do I need? I've heard the ARS is called the Game 
Shark in the US. 


Dennis Payne 

dulsi@identicalsoftware.com 

-—-MESSAGE FILE 4808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03526 


—-MESSAGE FILE 4809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003527 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 22:08:14 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <36C8E11E.A539A25C@datasys.net> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
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> <slrn7cej6p.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> <36C 
8A25D.4FC77E9F@hotmail.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 286.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1214 scee.yaroze.freetalk.english 
23527 


will atkin wrote: 
> Enlighten us.. what did they do right this time? Cosidering they 
> still use CD-rom media.. how does their new copy protection work? 


Actually, they don't use CD-ROM media. They use GD-ROM drive developed 
by yamaha that holds up to a gig of information. Now how is some pirater 
gonna get their hands on a GD-ROM burner? 


"Darco 
—-MESSAGE FILE 4809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03527 


—-MESSAGE FILE 4810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003528 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Mon, 15 Feb 1999 22:20:40 -0500 

Organization: BitSlap Software 

Lines: 89 

Message-ID: <7aao5f£$2i810@scea> 

References: <7a0a6u$714@scea> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port50.vianet.on.ca 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0025_01BE5931.6BA07520" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1215 scee.yaroze.freetalk.english 

23528 


This is a multi-part message in MIME format. 


== === = NextPart_000_0025_01BE5931.6BA07520 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Wow this turned into one of the longest threads I've ever seen in = 
here... 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message = 
news: 7aQ0a6u$714@scea... 

After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 

about Final Fantasy 8 being released in Japan and Mod chipped = 
PlayStation not being able to load the game got me thinking.... Can the = 
Yaroze boot this new breed of anti import games... 


Since I've never imported a game (We don't get many things in Northern = 
Ontario, CANADA) none the less even dream of learning to read Japanese = 
I won't have the chance to test for myself 


If anyone has the chance to "test" these new games with the Yaroze = 
please post you findings. 
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Steve Tolin 
BitSlap_Software@bigfoot.com 


=== = = _NextPart_000_0025_01BE5931.6BA07520 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—//W3C//DTD W3 HIML//EN"> 

<HTML><HEAD> 

<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD 13 = 
HTML//EN"> 

<STYLE></STYLE> 


<META content=3D'"MSHTML 5.00.0910.1309"' name=3DGENERATOR></HEAD> 
BODY background=3D"" bgColor=3D#ffffff> 
DIV><FONT size=3D2>Wow this turned into one of the longest threads I've = 
ver seen=20 
n here...</FONT></DIV> 
DIV>&nbsp; </DIV> 
DIV>&nbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>Steve Tolin &1t;<A=20 


A AFO A A 


href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A>&gt;=20 
wrote in message <A=20 
href=3D"news: 7a0a6u$714@scea">news: 7a0a6u$714@scea</A>...</DIV> 
<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 


href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation = 
not being=20 

able to load the game got me thinking.... Can the Yaroze boot this new 
breed=20 

of anti import games...</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get = 
many things=20 

in Northern Ontario, CANADA) none the less even dream of learning to = 
read=20 

Japanese ... I won't have the chance to test for myself</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>If anyone has the chance to &quot;test&quot; these = 
new games=20 

with the Yaroze please post you findings.</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 

<DIV><FONT size=3D2><A=20 


href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>énbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


See = NextPart_000_0025_01BE5931.6BA07520-- 


—-MESSAGE FILE 4810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03528 


—-MESSAGE FILE 4811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003529 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 
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Date: Tue, 16 Feb 1999 08:51:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7VabbhsS$6p321@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a26ck$2i82@scea> <36C4ADC7.E594EE 
7E@datasys.net> <7a2nh2S7op9@chuka.playstation.co.uk> <36C4EAE9.7498D911@datasys.net 
> <slrn7cej6ép.31s.tjs@longford.cs.monash.edu.au> <36C836E2.EDE3714@datasys.net> <36C 
8A25D.4FC77E9F@hotmail.com> <36C8E11E.A539A25C@datasys.net> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1216 scee.yaroze.freetalk.english 
23529 


>Now how is some pirater 
>gonna get their hands on a GD-ROM burner? 


Would you belive me if I said I see one advertised from a dodgy little shop 
in Hong Kong? 

Maybe you would laugh at me now, but how about in a year/two years time? 
Very different story me suspects. 


Steve 


Darco <rquat@datasys.net> wrote in message 

news: 36C8E11E.A539A25C@datasys.net... 

>will atkin wrote: 

>> Enlighten us.. what did they do right this time? Cosidering they 


>> still use CD-rom media.. how does their new copy protection work? 
> 
>Actually, they don't use CD-ROM media. They use GD-ROM drive developed 


>by yamaha that holds up to a gig of information. Now how is some pirater 
>gonna get their hands on a GD-ROM burner? 

> 

>'Darco 


—-MESSAGE FILE 4811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03529 


-—-MESSAGE FILE 4812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003530 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Does the Final Fantasy 8 anti-mod chip CD work on Yaroze??? 

Date: Tue, 16 Feb 1999 08:53:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <7J7abbm4S6p322@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <7aao5f$2i810@scea> 

NNTP-Posting-Host: 199.4.27.1 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="————-=_NextPart_000_005E_01BE5989.CD64A7BO" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1217 scee.yaroze.freetalk.english 

23530 


This is a multi-part message in MIME format. 


Հաաա =_NextPart_000_005E_01BE5989.CD64A7B0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Net Yaroze newsgroups message dump.txt 


>>Wow this turned into one of the longest threads I've ever seen in = 
here... 
Certainly is! Did you ever get an answer? 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message = 
news: 7aao5f$2i810@scea... 

Wow this turned into one of the longest threads I've ever seen in 
here... 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message = 
news: 7aQa6u$714@scea... 

After reading an article on psx.ign.com = 
http://psx.ign.com/news/6874.html 

about Final Fantasy 8 being released in Japan and Mod chipped = 
PlayStation not being able to load the game got me thinking.... Can the = 
Yaroze boot this new breed of anti import games... 


Since I've never imported a game (We don't get many things in = 
Northern Ontario, CANADA) none the less even dream of learning to read = 
Japanese ... I won't have the chance to test for myself 


If anyone has the chance to "test" these new games with the Yaroze 
please post you findings. 


Steve Tolin 
BitSlap_Software@bigfoot.com 


Sopa =_NextPart_000_005E_01BE5989.CD64A7BO0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 

<HTML><HEAD> 

<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD 13 = 
HTML//EN"><!DOCTYPE HTML PUBLIC "-//W3C//DID W3 HTML//EN"> 
<STYLE></STYLE> 


<META content=3D'"MSHTML 5.00.0910.1309"' name=3DGENERATOR></HEAD> 

<BODY background=3D"" bgColor=3D#ffffff> 

DIV><FONT size=3D2> 

DIV><FONT size=3D2>&gt;&gt;Wow this turned into one of the longest = 
hreads I've=20 

ver seen in here...</FONT></DIV> 

DIV>é&nbsp; &nbsp; &nbsp; Certainly is! Did you ever get an = 
nswer?</FONT></DIV> 

DIV>&nbsp; </DIV> 

<DIV>Steve Tolin &lt;<A=20 
href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A>&gt;=20 

wrote in message <A=20 

href=3D"news: 7aao5f$2i810@scea">news: 7aao5f£$2i810@scea</A>...</DIV></DIV>= 


<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV><FONT size=3D2>Wow this turned into one of the longest threads = 
I've ever=20 

seen in here...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<BLOCKQUOTE=20 

style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; 
MARGIN-RIGHT: Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>Steve Tolin &1t;<A=20 

href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A>&gt;=20 
wrote in message <A=20 
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href=3D"news: 7a0a6u$714@scea">news: 7a0a6u$714@scea</A>...</DIV> 
<DIV><FONT size=3D2>After reading an article on psx.ign.com <A=20 


href=3D"http://psx.ign.com/news/6874.html">http://psx.ign.com/news/6874.h= 
tml</A><BR>about=20 

Final Fantasy 8 being released in Japan and Mod chipped PlayStation 
not=20 

being able to load the game got me thinking.... Can the Yaroze boot 
this new=20 

breed of anti import games...</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Since I've never imported a game (We don't get = 
many things=20 

in Northern Ontario, CANADA) none the less even dream of learning to = 
read=20 

Japanese ... I won't have the chance to test for myself</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2>If anyone has the chance to &quot;testé&quot; 
these new=20 
games with the Yaroze please post you findings.</FONT></DIV> 
<DIV>&nbsp; </DIV> 
< 
< 


DIV><FONT size=3D2>Steve Tolin</FONT></DIV> 
DIV><FONT size=3D2><A=20 


href=3D"mailto:BitSlap_Software@bigfoot.com">BitSlap_Software@bigfoot.com= 
</A></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>énbsp; </DIV></BLOCKQUOTE></BLOCKQUOTE></BODY></HTML> 


= sss = NextPart_000_005E_01BE5989.CD64A7B0-- 


—-MESSAGE FILE 4812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03530 


—-MESSAGE FILE 4813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003531 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Tue, 16 Feb 1999 09:25:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <36C9397B.5CO03CC4A@hinge.mistral.co.uk> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> 

NNTP-Posting-Host: dl-s11-—43-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Dennis Payne wrote: 


It is specifically off the Sony servers because I had to program under 
DOS for 3 weeks until my account password arrived. Since the GNU 
compilers cannot be restricted in distribution, someone could have made 
them available and I would have increased productivity. I contacted the 


V V V V 


The GNU tools are indeed GPL'ed so you're doing nothing wrong there. 


> unix siocons author about the licensing of his program and he said I 
> could redistribute it (I'm assuming he would know about any license 
> problems with Sony). The tim gimp plugin is available outside the 


I think you're wrong about the SIOCONS source - I suspect you'll 
get a telling off for that. You'll certainly get a telling off for having 
LIBPS + it's header files in the GNU tools archive. 


> yaroze servers. The other tim tools are written by me. (When I 


Net Yaroze newsgroups message dump.txt Page 3096 


questioned Sony about distribution I was given "no comment" so until 
otherwise I will make them available. Also with the tim format being so 
simple and the gimp plugin being available it makes no sense to restrict 
distribution.) 


V V V V 


Problem is, your license states that you won't release any information 
about the playstation outside of the Sony newsgroups & servers. That 
includes library's, headers, source code and file formats. 


I know of people who've lost their jobs for that in the professional 
developer 

program, so you're probably risking Sony invoking the "give back the Yaroze 
clause" in your license. 


> Any idea where in the US I could get an ARS that works with your linux 
> server? And what do I need? I've heard the ARS is called the Game 
> Shark in the US. 


ARS is the fileserver / protocol (Action Replay Server) program. 
AR (Action Replay) is the cartridge (Game Shark in the US). 


> Dennis Payne 


Craig. 


—-MESSAGE FILE 4813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03531 


-—-MESSAGE FILE 4814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003532 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GAMES GRAPHICS CD FOR A FIVER 

Date: Tue, 16 Feb 1999 16:10:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <7acSamSbtf1l@chuka.playstation.co.uk> 
References: <ldnlzwt.lvc4p5ujjvw5cN@al1-88-100.al.n1> 
NNTP-Posting-Host: th-en139-112.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Could you split the download into a number of parts, so people can download 
as they want, and can afford? 


DEnnis Brinkhuis wrote in message 
<ldnizwt.1lvc4p5ujjvw5cN@al-88-100.al.nl>... 
>VideoGames Graphics 1.0 

> 
> 
>My school-project is about to be finished. It's a games design book in 
>PDF-format on CD. 

>The first 80 pages cover an article/book written in 1982. This is one of 
>the best articles my eyes passed on in the past months. Although written 
>in '82, it's still of great valeu for a lot of us. 

>The second part covers games graphics in the most wide aspect of the 
>word. At this moment it covers about 120 pages. Think of screenshots of 
>in-game-action and interface, concept-art, promotion-art and 
>development-art. I'm still putting more and more graphics in it. In the 
>end is a part with games-related info like great interernet sites, books 
>and that kind of stuff. 

>On the CD you can also find Quicktime and Acrobat installer for Mac and 
>Windows. All the "spare space" is filled with movies of games. 

>The CD will be sent in a Crystal box with a "proper" inlay (colour 
>printed). The PDF-file wil be free for download from the net but will be 
>a hefty 60 Mb!! The costs of the CD are as follow: 

> 

>UK £ DiS 

>Germany DM.10,- 

>Holland FL.10,- 
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> 

>This is just to cover my expences of the production and mailing. If I 
>had more money, I wouldn't charge at all. 

>If I "sell" more than 50 copies, I will make a 2nd new version with 
>other graphics related info. 

>If you are interested, you can mail me at: 

>debri@dds.nl / macsuppor@al.nl 

> 

>Cheers, 

> 

>DEnnis 


—-MESSAGE FILE 4814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03532 


—-MESSAGE FILE 4815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003533 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Tue, 16 Feb 1999 09:42:06 -0800 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <36C9ADEE.D6A82989@vmlabs.com> 

References: <01b9dbad$94487140Sc13cac3e@gareth> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I'm covering my PC with game and comic-related stickers that I acquire. 
I snagged a bunch at a comic convention in San Diego last year. Then 


there's the odd random few from magazines. I hope to get a truckload 
at E3 this year. The case is only about 1/3 to 1/2 covered at this 
point. It makes a neat project and makes it feel as thought it's 


really *my* PC. 


I also attached a plastic M&M guy to the front and put LEDs in his 
eyes. The LEDs are connected to the hard drive light so they blink at 
suitably random times. 


Here are a couple pics: 


http://www.concentric.net/~dsyaroze/temp/comp0898_left.jpg 
http://www.concentric.net/~dsyaroze/temp/comp0898_right. jpg 


Unfortunately I didn't get a high enough angle to see the top very 
well. Also, I forgot to close the sliding door cover thing, which 
has lots of stickers too. 


Scott 

> Hi, I'm desparately in need of replacing my PC and wanna build my own box. 
> But I don't want one of these old fashioned grey 'buses' on my desk/floor. 
> Does anyone know any good sites I can check out with new stylish black, 

> green, whatever, cases? 

> 

> I must be the only guy up here running a 486. 

> 

> Gareth! 

> P.S. Don't forget to check the new series of Red Dwarf this Thursday!!! 


—-MESSAGE FILE 4815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03533 


-—-MESSAGE FILE 4816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003534 
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Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: 16 Feb 1999 20:41:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01b9ddde$494d9a20S623dac3e@gareth> 
References: <01b9dbad$94487140Scl3cac3e@gareth> <ldn8hnn.ldvvo49xmn52yN@[194.151.88. 
144]> 

NNTP-Posting-Host: host62-172-61-98.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


I've been to the BBC Visual Effects where they make all the Red Dwarf 
space-ships, guns, masks, etc. I had a great day. Wanne see some 
pictures? 


DEnnis.. 


VV V V V V 


Definitely. 


Gareth! 
—-MESSAGE FILE 4816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03534 


--MESSAGE FILE 4817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003535 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: 16 Feb 1999 20:52:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01b9dddf$c19963a0S623dac3e@gareth> 

References: <01b9dbad$94487140Scl1l3cac3e@gareth> <36C718EB.580258C0@btinternet .com> 
NNTP-Posting-Host: host62-172-61-98.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Why don't you check out the new range of Macs at 
www.apple.com 

If you get a G3 most off your exisisting software will 
work running through Virtual PC or SoftWindows. 


V V V V 


Sorry, I'm not for the converting. I'm strictly a PC man. Not to mention I 
know barely nothing about Macs, other than my mate had three and now he has 
a (black) PC. 


Gareth! 


It's better to remain silent and be thought an idiot than to speak and 

remove all doubt. 

(Not directed at you James!?) 

--MESSAGE FILE 4817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03535 


—-MESSAGE FILE 4818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003536 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: 16 Feb 1999 20:55:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01b9dde0$2a6d0580S623dac3e@gareth> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: host62-172-61-98 .btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 
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> Have you found any yet Gareth? 


Somebody whispered IBM in my ear today, but I won't get a chance to check 
this out until the weekend. 


Gareth! 
—-MESSAGE FILE 4818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03536 


—-MESSAGE FILE 4819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003537 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / 
etc.) 

Date: Tue, 16 Feb 1999 20:57:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <7acm12Sbtf2@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> 
<7al87mSo0v1l0@chuka.playstation.co.uk> <36C488C0.8DF59CF0@datasys.net> 
<7a2cd1$2i83@scea> <7a3pvs$7op11@chuka.playstation.co.uk> 
<slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 
<36C78CB5.85CD7DDC@hotmail.com> 
<slrn7Jcf3to.33b.tjs@longford.cs.monash.edu.au> 
<36C809B2.CA6FC2B0@manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm02-34.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary="MS_Mac_OE_3002043464 _6600059_MIME Part" 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1218 scee.yaroze.freetalk.english 

3531 


> THIS MESSAGE IS IN MIME FORMAT. Since your mail reader does not understand 
this format, some or all of this message may not be legible. 


——MS_Mac_OF_3002043464_6600059_MIMEF_Part 
Content-type: text/plain; charset="US-ASCII" 
Content-transfer-encoding: 7bit 


In article <7a9kenS6p37@chuka.playstation.co.uk>, "Rad" <rad@cyberdude.com> 
wrote: 


Example: XYZ Publishing Ltd double their profits from a game because of 
in-game advertising, do you really believe that they would pass on this 
benefit to the customers by halfing the price of their next game, leaving 
them with half as much profits as they could have had? No of course not. Ok, 
so that wasn't a great example since there are many other factors involved, 
but you get the idea. 


No way. If advertising does take off within games (& I can see it happening 
a lot more) it will be a way all companies can make more money. Will they 
then sit back and try and rake off the profits ? No, because it's a highly 
competitive marekt place, and they will be forced to pass on the benefits to 
the consumer to compete. 


E.g. you might see more resources invested in developing a game with the 
help of the additional revenue from advertising. You might see marginal 
games released which would otherwise have been dropped as the advertising 
money swings the decision. You might see cheaper games, upgrades or special 
editions as marketing tie-ins (free Kelloggs sponsored platformer with every 
packet of Corn-Flakes °) 


Any company that does just sit on extra advertising revenues will be risking 
being overtaken by the many companies with more innovative, 
customer-centric, policies. Maybe some will try it but they won't succeed 
with it and so won't persist with it for long. 


John 
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—-MS_Mac_OE_ 3002043464 6600059 MIME Part 
Content-type: text/html; charset="US-ASCII" 
Content-transfer-encoding: quoted-printable 


<HTML> 

<HEAD> 

<TITLE>Re: In-game advertising (was anti-mod chip / pirating / backups / et= 

c.)</TITLE> 

</HEAD> 

<BODY BGCOLOR=3D"#FFFFFE"> 

In article &1t;7a9kenS6p37@chuka.playstation.co.uk&gt;, &quot;Rad&quot; &lt= 

;vrad@cyberdude.comégt; wrote:<BR> 

<BR> 

<I>Example: XYZ Publishing Ltd double their profits from a game because of = 
in-game advertising, do you really believe that they would pass on this bene= 
fit to the customers by halfing the price of their next game, &nbsp;leaving = 

them with half as much profits as they could have had? No of course not. Ok,= 
so that wasn't &nbsp;a great example since there are many other factors inv= 

olved, but you get the idea.<BR> 

</I><BR> 

No way. If advertising does take off within games (&amp; I can see it happe= 

ning a lot more) it will be a way all companies can make more money. Will th= 

ey then sit back and try and rake off the profits ? No, because it's a highl= 

y competitive marekt place, and they will be forced to pass on the benefits = 

to the consumer to compete.<BR> 

<BR> 

E.g. you might see more resources invested in developing a game with the he= 
lp of the additional revenue from advertising. You might see marginal games = 
released which would otherwise have been dropped as the advertising money sw= 
ings the decision. You might see cheaper games, upgrades or special editions= 
as marketing tie-ins (free Kelloggs sponsored platformer with every packet = 
of Corn-Flakes ?) <BR> 

<BR> 

Any company that does just sit on extra advertising revenues will be riskin= 

g being overtaken by the many companies with more innovative, customer-centr= 
ic, policies. Maybe some will try it but they won't succeed with it and so w= 
on't persist with it for long. <BR> 

<BR> 

John 

</BODY> 

</HTML> 


-—-MS_Mac_OE_3002043464_ 6600059 MIME Part-—-— 


T 


--MESSAGE FILE 4819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03537 


--MESSAGE FILE 4820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003538 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: 16 Feb 1999 21:04:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01b9dde1$71619540S623dac3e@gareth> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9sksS$6p312@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: host62-172-61-98 .btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Why not spray paint one? I don't know if it'll work, but I don't see why 
> not. If you do, you can have whatever colour you want, and whatever 
finish 

> you want. 

I saw this done on a TV program about two years ago. I was actually going 
to do it to my PSX (until I found out about NY). Do you reckon it would 
need any specail sealer or whatever to stop the paint flaking off? 


—-MESSAGE FILE 4820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03538 


—-MESSAGE FILE 4821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003539 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 16 Feb 1999 23:04:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0lbe5a00$b988c240S0a3ddec2@guildfoc> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a2cd1$2i83@scea> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1219 scee.yaroze.freetalk.english 
23539 


Oh yes, ‘backups', I understand ;-) 


Ben Siroshton <ben@triax.com> wrote in article <7a2cd1$2i83@scea>... 

> 

> On the whole other side, I disagree with having ANY type of protection. 

մ 

> for one make backup copies of my games, I one too many times have been 

> playing with originals, friends and beer and end up scratching a disc. 

—-MESSAGE FILE 4821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03539 


—-MESSAGE FILE 4822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003540 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Tue, 16 Feb 1999 23:12:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <36C9FB69.4B4DE5BD@btinternet .com> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <36C718EB.580258C0@btinternet.com> < 
O1b9dddf$c19963a0S623dac3e@gareth> 

NNTP-Posting-Host: host62-172-94-142 .btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


I get the feeling this was going in the direction of, Mac's 
are crap. 


James 

Gareth wrote: 

Why don't you check out the new range of Macs at 
www.apple.com 


If you get a G3 most off your exisisting software will 
work running through Virtual PC or SoftWindows. 


V V V V 


Sorry, I'm not for the converting. I'm strictly a PC man. Not to mention [I 
know barely nothing about Macs, other than my mate had three and now he has 
a (black) PC. 


Gareth! 
It's better to remain silent and be thought an idiot than to speak and 


remove all doubt. 
(Not directed at you James!?) 


VVVVVVVVVVVV VV 
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But sometimes it is better to look a fool,than live a life of ignorance. 
(Not directed at you Gareth). 


—-MESSAGE FILE 4822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03540 


—-MESSAGE FILE 4823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003541 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Tue, 16 Feb 1999 23:30:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7Vacv19Sbtf3@chuka.playstation.co.uk> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9sksS6p312@chuka.playstation.co.u 
k> <01b9dde1$71619540S$623dac3e@gareth> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I saw this done on a TV program about two years ago. I was actually going 
>to do it to my PSX (until I found out about NY). Do you reckon it would 
>need any specail sealer or whatever to stop the paint flaking off? 


A friend did this to his Amiga about 4 years ago and that isn't flaking off 
yet and that's after some heavy use and dragging it back and forth to 
various jobs. 


what he did was use a car primer and then car paints on it, it looks really 

nice, you can also do it to your CD drives but it takes a little more work, 

it involves removing the front panel and the front of the drive tray, but it 
does mean you can carry your design across the front of the cd drives. 


I'm not sure if he used a laquer to seal everything, I'll have to ask next 
time I see him. 


Nigel 


—-MESSAGE FILE 4823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03541 


—-MESSAGE FILE 4824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003542 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@salmontrsoft.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Wed, 17 Feb 1999 00:14:49 +0000 

Organization: I 

Lines: 66 

Sender: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Message-ID: <tletECA5ngy2Ewxf@trsoft.demon.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> 
<7al87mSo0v1l0@chuka.playstation.co.uk> <36C488C0.8DF59CF0@datasys.net> 
<7a2cd1$2i83@scea> <7a3pvs$7op11@chuka.playstation.co.uk> 
<36C5AEB2.BE73A768@btinternet.com> <36C6236E.D0B1F5B@manc.u-net.com> 
<36C65F6D.53849947@hotmail.com> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1220 scee.yaroze.freetalk.english 
23542 


In article <36C65F6D.53849947@hotmail.com>, will atkin 
<william_atkin@hotmail.com> writes 
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> 
>Its not the hardware manufacturers(like the minidisc players) that are 
>the ones that are suffering the most. Its the record companies that are 


>the ones losing the money. Everyone is still going to need something to 
>play the stuff on anyway. Also now with the impact of .MP3 files, the 
>recording industry is being hit really hard. Losing money across the 
>board. 


> 

>Sony will still make money because people need the hardware to play 
>games.. but the games publishers are the ones who have to push the 
>protection issue... 

> 


Sony (and Phillips) spent a fortune in the 80's and 90's buying record 
companies so that they could sell us CD's of stuff that we already had 
on vinyl. They are losing money on music piracy but it is tiny compared 
to how much they are making in profits. 


This is all about greed and maximizing profits. 


The playstation is far easier and cheaper to mod than a saturn and yet 
it is enjoying unprecedented success (could it be that these two things 
are actually related). 


I would be in favour of a no-frills option where you could buy the 
official CD on its own with only a basic typed set of instructions. 

If this could be offered as a direct sale by mail order with no middle- 
men then costs could be greatly reduced and the low price could put the 
pirates out of business. 


Software is still far too expensive and this needs to be addressed. 


I own about 40 or 50 original UK Saturn games and that represents a 


fairly big investment over about 2 years (I have only started collecting 
Playstation titles since I got my Yaroze). Now I am supposed to start 
again with the next gen, and the next, and the next. I don't really 


have a problem with this but when I think that a large part of the money 
went on manuals, packaging which have been in a box upstairs since the 
day of purchase (I keep all of my discs in a CD flip type holder) & 
marketing costs, I do feel a little ripped off. 


So what about cheaper software in the same way that consoles came down 
in price (but still allowing for a profit). 


Or what about price being related to production costs with say 5 bands 
for games in 5 categories. 


Eg. A game which has just come across from arcade hardware which is 
virtually the same as the console will need much less work than an 
original title. This could be the starting scale. 


Class 1 --» The easy port 

Class 2 --» The port from foreign hardware 

Class 3 --» The simple original title (based on production hours) 
Class 4 --» The intermediate original title (more production hours) 
Class 5 --» The difficult original title (even more production hours) 
Sorry I forgot Class 0 --> Games which are total Sh... and therefore 


nobody wants anyway. 


Rant over....disconnecting ranting circuits..... 


Anthony Ross 

(take the fish out to reply) 

—-MESSAGE FILE 4824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03542 


—-MESSAGE FILE 4825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003543 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Tue, 16 Feb 1999 21:13:40 -0500 

Organization: Identical Software 

Lines: 35 

Message-ID: <36CA25D4.21C19918@identicalsoftware.com> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5C03CC4A@hinge.mistral.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


> I think you're wrong about the SIOCONS source 
I trust the author has all the necessary permision. If not and Sony 
asks for its removal I'll do so. 


> You'll certainly get a telling off for 
> having LIBPS + it's header files in the GNU tools archive. 


I certainly haven't made available the LIBPS + it's headers files. In 
the readme for installation it tells you to copy them off your official 
Net Yaroze CD. 


> Problem is, your license states that you won't release any information 
> about the playstation outside of the Sony newsgroups & servers. That 
> includes library's, headers, source code and file formats. 


Agreed with regard to libraries and headers. The release of source code 
for games I write for the Net Yaroze seems to allowed. If I am wrong 
please point me to the appropriate section of the license agreement. It 
does state that binaries can only be released through the server. As 
for file formats, yes we say we won't release any information. I 
specifically asked them about releasing the source for my tim programs I 
was not given an official statement (as in the Sony Net Yaroze person 
that I talked to was _told_ not to give an official statement). Since 
programs to read the format are already available without membership, I 
decided to release mine. Again if Sony asks I'll promptly remove the 
files. 


(As a side note, nothing in the license seems to restrict the 
distribution of tim files I make. I figure if I posted the original pcx 
and the tim in several bpp then posted to slashdot about my inability to 
release information about the format, they would have a description up 
in under 24 hours.) 


Dennis Payne 

dulsi@identicalsoftware.com 

-—-MESSAGE FILE 4825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03543 


—-MESSAGE FILE 4826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003544 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Wed, 17 Feb 1999 06:07:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <36CA5SCBA.C769392@hinge.mistral.co.uk> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5CO03CC4A@hinge.mistral.co.uk> <36CA25D4.21C19918@identicalsoftware 
. com> 

NNTP-Posting-Host: 195.184.231.38 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt Page 3105 


Dennis Payne wrote: 


> I certainly haven't made available the LIBPS + it's headers files. In 
> the readme for installation it tells you to copy them off your official 
> Net Yaroze CD. 


They're in the PSXGNUTOOLS archive on your WWW site. 


Agreed with regard to libraries and headers. The release of source code 
for games I write for the Net Yaroze seems to allowed. If I am wrong 
please point me to the appropriate section of the license agreement. It 
does state that binaries can only be released through the server. As 
for file formats, yes we say we won't release any information. I 
specifically asked them about releasing the source for my tim programs I 
was not given an official statement (as in the Sony Net Yaroze person 
that I talked to was _told_ not to give an official statement). Since 
programs to read the format are already available without membership, I 
decided to release mine. Again if Sony asks I'll promptly remove the 
files. 


VVVVVVVVV VV 


That's not the point - just because one person has breached their license, 
it doesn't mean you should. Oh well - no one seems to care. Maybe 
someone at Sony would like to take an official stance on this? 


And whilst they're at it, they can condone or condemn ARS, Ez-—o-Ray, Caetla, 


Toby's GDB/AR, PSEmu, Bleem, and a whole host of other stuff.... 


> Dennis Payne 


Craig. 


—-MESSAGE FILE 4826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03544 


—-MESSAGE FILE 4827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003545 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 

Date: Wed, 17 Feb 1999 14:46:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 147 

Message-ID: <7aeknbSbtf7@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> <7acm12Sbtf2@chuka.playstation 

-co.uk> 

NNTP-Posting-Host: p5Ds09a01.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-——-=_NextPart_000_0018_01BE5A84.4CD409A0" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1222 scee.yaroze.freetalk.english 

23545 


This is a multi-part message in MIME format. 


== === = _NextPart_000_0018_01BE5A84.4CD409A0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


>E.g. you might see more resources invested in developing a game with = 
the 
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>help of the additional revenue from advertising.=20 


As long as we don't get any more Cool Spot or Chester Cheetah games, eh? = 
=20 


>You might see marginal games released which would otherwise have been 
>dropped as the advertising money swings the decision.=20 


This would be a good thing, especially if it allowed the release of 
foreign or non-mainstream titles which would otherwise be deemed by = 
publishers to be too risky. 


>No way. If advertising does take off within games (& I can see it = 
happening 

>a lot more) it will be a way all companies can make more money. Will = 
they 

>then sit back and try and rake off the profits ? No, because it's a = 
highly 

>competitive marekt place, and they will be forced to pass on the = 
benefits to 

>the consumer to compete. 


>John 


This may prove true of re-releases and b-grade titles etc, but not in = 
the market which matters - full price games. 


Publishers aren't likely to pass on benefits (acquired through = 
advertising or otherwise) to the consumer, because in the full price = 
games market, publishers do not compete on price. Prices are set at = 
what the consumer is prepared to pay, and no publisher would break ranks 
and drop the price of their latest triple-a title, as it would force = 
everyone to follow suit and spoil the cosy little conspiracy they've got 
going. =20 


I also expect there is strong pressure from Sony to maintain game prices 
at their current levels. =20 


When the (console) industry switched from expensive silicon to CD, = 
publisher's costs and the risks they faced were substantially reduced. 
Aside from paving the way for the introduction of budget labels, It had 
no effect on prices. 


Derek 


dasi@globalnet.co.uk 
"one-seven decimal two-eight" 


So = _NextPart_000_0018_01BE5A84.4CD409A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 
<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 


</HEAD> 

<BODY> 

<DIV>é&gt;E.g. you might see more resources invested in developing a game = 
with=20 

the</DIV> 

<DIV>&gt;help of the additional revenue from advertising. </DIV> 
<DIV>&nbsp; </DIV> 

<DIV>As long as we don't get any more<EM> Cool Spot or </EM><EM>Chester = 
Cheetah=20 

</EM>games, eh?<EM>&nbsp; </EM></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&gt; You might see marginal games released which would otherwise = 
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have=20 

been</DIV> 

<DIV>&gt;dropped as the advertising money swings the decision. </DIV> 
<DIV>&nbsp; </DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3>This would be a good thing, 
especially if=20 

it allowed the release of foreign or </FONT></FONT><FONT = 
color=3D#000000><FONT=20 

size=3D3>non-mainstream titles which would otherwise be deemed by = 
publishers to be=20 

too risky.</FONT></FONT><FONT size=3D3></FONT></DIV> 

<DIV><BR>é&gt;No way. If advertising does take off within games (&amp; I = 
can see=20 
it happening<BR>&gt;a lot more) it will be a way all companies can make 
more=20 

money. Will they<BR>&gt;then sit back and try and rake off the profits ? 
No, =20 

because it's a highly<BR>&gt; competitive marekt place, and they will be 
forced=20 

to pass on the benefits to<BR>é&gt;the consumer to compete.<BR></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #fffff£">&gt; John</FONT></DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #fffff£"></FONT>&nbsp; </DIV> 
<DIV>This may prove true of re-releases and b-grade titles etc, but not 
in the=20 

market which matters - full price games.</DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">Publishers aren't likely 
to pass on=20 

benefits (acquired through advertising or otherwise) to the consumer, 
because in=20 

the full price games market, publishers <STRONG>do not</STRONG> compete 
on=20 

price.&nbsp; Prices are set at what the consumer is prepared to pay, and = 
no=20 

publisher would break ranks and drop the price of their latest triple-a = 
title, =20 

as it would force everyone to follow suit and spoil the cosy little = 
conspiracy=20 

they've got going.&nbsp; </FONT></DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">I also expect there is = 
strong=20 

pressure from Sony to maintain game prices at their current = 

levels. énbsp;=20 

</FONT></DIV> 

<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff"></FONT>é&nbsp; </DIV> 
<DIV><FONT style=3D"BACKGROUND-COLOR: #ffffff">When the (console) = 
industry=20 

switched from expensive silicon to CD, publisher's costs and the risks = 
they=20 

faced were substantially reduced.énbsp; Aside from paving the way for = 
the=20 

introduction of budget labels, It had no effect on prices.</FONT></DIV> 
<DIV>&nbsp; </DIV> 


DIV>Derek</DIV> 

DIV>---&nbsp; &énbsp; ---&nbsp;&nbsp; ---&nbsp;&nbsp; ---ճոետք: &énbsp; =20 
—-&nbsp; &nbsp; ---Հ/ՇԼՄ» 

DIV><A = 


ref=3D"mailto:dasi@globalnet.co.uk">dasi@globalnet.co.uk</A></DIV> 
DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

DIV><FONT color=3D#000000 size=3D2>&quot;one-seven decimal=20 
wo-eight &équot; </FONT></DIV></BODY></HTML> 


< 
< 
< 
h 
< 
< 
t 


====== = NextPart_000_0018_01BE5A84.4CD409A0-- 
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—-MESSAGE FILE 4827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03545 


—-MESSAGE FILE 4828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003546 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone want a VAX ? 

Date: 17 Feb 1999 22:56:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <01lbe5ac9$1leal1d040$2b8193c3@default> 
NNTP-Posting-Host: p2As01la01.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Sorry this is not to do with the Yaroze, but since you're all computing 
enthusiasts of one sort or another..... 


Does anyone want a DEC VAXstation? (VAXstation 3100 model 76 desk top 
unit). 

I might give it away if I could find a loving home for it. 

I've got the VMS licence certificates for it, plus a TK50 drive anda 
terminal. 


(It would have to be collected ... I live in North Birmingham, England.) 
Jon Prestidge 


zmoose@globalnet.co.uk 
—-MESSAGE FILE 4828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03546 


-—-MESSAGE FILE 4829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003547 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Thu, 18 Feb 1999 00:21:17 +0100 

Organization: Debri Productions 

Lines: 19 

Message-ID: <ldncgt2.lpbkszwl1t45e18N@al-88-124.a1l.nl> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> <7a908a$6p310@chuka.playstation.co.uk> <ldnajxe.lg6ébb8r3soqf4N@[194.151.88.142]> Հ 
Jaa7mmsS 6p315@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Now I hear you think; "what the hell is that dutch bloke hanging on 
about?".. But really I know the BBC VE worked on Red Dwarf stuff. To 
prove that, I've put 4 photo's on the net of me at the BBC VE. 


http://www.al.nl/macsupport/debri/bbc 
Cheers, 
DEnnis.. 


>Last season was done by the BBC, what company do you work for? 


> 

> 

> 

> Now that's not what I was lead to believe, I can't say who did them (because 
> I can't remember) but the deal we had going was with Grant Naylor 

> Productions not the BBC, the company was made up of a number of freelancers 
> headed up by an industry effects supervisor (I can't mention names sorry) 

> 
> 


Nigel 
—-MESSAGE FILE 4829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03547 


-—-MESSAGE FILE 4830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003548 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 
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Date: Thu, 18 Feb 1999 00:21:24 +0100 

Organization: Debri Productions 

Lines: 23 

Message-ID: <ldnci0z.16vlmmklglv6yoN@al1-88-124.al.nl1> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <ldn8hnn.ldvvo49xmn52yN@[194.151.88. 
1441» <01b9dddeS$494d9a20S623dac3e@gareth> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Gareth <Garewill@btinternet.com> wrote: 
I've been to the BBC Visual Effects where they make all the Red Dwarf 
space-ships, guns, masks, etc. I had a great day. Wanne see some 


pictures? 


DEnnis.. 


VV NV V V V 


Definitely. 


VVVVVVVV VV 


Gareth! 


Ok, I was going to put only 4 pictures on there to show that there was 
Red Dwarf stuff, but I will put some extra on there.. To be honest, I'm 
not even sure if I'm allowed to do this.. 


http://www.al.nl/macsupport/debri/bbc 
Cheers, 


DEnnis.. 
-—-MESSAGE FILE 4830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03548 


—-MESSAGE FILE 4831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003549 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GAMES GRAPHICS CD FOR A FIVER 

Date: Thu, 18 Feb 1999 00:21:26 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldncikb.1ltbqlimvaeh8wN@al-88-124.a1.nl> 

References: <ldnilzwt.1lvc4p5ujjvw5cN@al-88-100.al.nl> <7acSam$btfl@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <rprince@dircon.co.uk> wrote: 


> Could you split the download into a number of parts, so people can download 
> as they want, and can afford? 
> 


I'm afraid not since it's one complete file. The download-version is 
just for thoose with fully free access I suppose. In your case I think 
you can better order the CD... it's only a fiver.. 


At this moment I already started on a second version. 
Cheers, 
DEnnis.. 


—-MESSAGE FILE 4831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03549 


—-MESSAGE FILE 4832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003550 
Path: chuka.playstation.co.uk!news 
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From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: 17 Feb 1999 23:12:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01lb9debc$7dddb8e0$24f9abc3@gareth> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <36C718EB.580258C0@btinternet.com> Հ 
O1b9dddf$c19963a0S623dac3e@gareth> <36C9FB69.4B4DE5BD@btinternet.com> 
NNTP-Posting-Host: host5-171-249-36.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


No, not at all. I spent too long wasting my GCSE years playing that game. 
It's not worth it anymore too many people get upset, on both sides. 


Gareth! 
—-MESSAGE FILE 4832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03550 


—-MESSAGE FILE 4833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003552 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: 17 Feb 1999 23:19:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01b9debd$6£793940S24f9abc3@gareth> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9sksS$6p312@chuka.playstation.co.u 
k> <01b9dde1$71619540S623dac3e@gareth> <7acv1l9Sbtf3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-249-36.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


I guess I'll do that then. 

I could blend it into the decor of my room a bit better I suppose. I'll let 
you all know how it turns out, maybe I'll put some pictures up if I can get 
a camera or a scanner or whatever. 


—-MESSAGE FILE 4833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03552 


--MESSAGE FILE 4834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003553 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: 17 Feb 1999 23:59:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <0lbe5ad1$91723bc0S0a3ddec2@guildfoc> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87m$o0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1224 scee.yaroze.freetalk.english 
+3593 


Piracy is part of the culture of video gaming. There will always be a 
sub-set of gamers who indulge in piracy and I doubt that will never change, 
whatever media us used. When I owned a BBC micro I had stacks diskettes 
full of pirate software and thank god for twin tape decks in the 
ZX-spectrum days. 


Now, I'd no longer consider buying a pirate game than fly in the air. Why - 
I guess of grown out of it. I can afford to buy the games I want to play 
and I select what I buy carefully, why spend time trawling around boot 
fair's looking for dodgy gold-disks. And who would begrudge Komani $40 for 
Metal Gear Solid!!!! 
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Territory lock out has little to do with piracy and more to do with 
protecting markets. Is the FF8 mod chip about anti-piracy, I doubt it. Ir's 
more likely a response to the fact that you can connect to the internet and 
order legit games from the US for pretty much a 1:1 $:£ ratio. 


- Miles 
Nick Ferguson <nickf@saqnet.co.uk> wrote in article 


<7a3pvs$7opll@chuka.playstation.co.uk>... 
> I disagree. 


> 

> Having NO protection just seems an invitation to piracy - imagine if 
EVERY 

> PlayStation could run pirate games "out-the-box" - it would be a 
nightmare 

> for Sony (and I can't see it doing the industry any good, either). Far 

> better to let every PS run *legit* games from anywhere, in fact - I wish 
the 


> NY was the "standard PS"! I would never have got my old grey PS chipped 
if I 
> could have run SCEI and SCEA games on it from the off. I also think 


Sony's 

> new copy-protection scheme is a slap in the face for importers who DON'T 
buy 

> pirate software. But, I guess, maybe there aren't too many of them? : ( 

> 

> These are just the wishful ramblings of a die-hard importer, I know :) 

> 

> Nick F 

> 

> Ben Siroshton wrote in message <7a2cd1$2i83@scea>... 

>> 

> >On the whole other side, I disagree with having ANY type of protection. 
1 

> >for one make backup copies of my games, Լ one too many times have been 
> >playing with originals, friends and beer and end up scratching a disc. 
> This 

> >ultimately sucks! I think by having disc media you MUST be able to back 
up 

> >your stuff. Its too easily ruined. If people are going to pirate 
stuff, 

> >which they are and will never be stopped - why bother with the 
protection 

> at 

> >all. ԼԵ doesnt stop anyone from copying anything, it just makes it more 
of 

> >a pain for us to make backups. If (and there always is) a way around 

> >something, it will be hacked, there is no question about it. By 
removing 


> >any protection systems could be cheaper as well, ie,. no money going 
into 

> >R&D for protection "schemes". 

> 

>my 2 cents. 

> 

>-ben 

> 


> 
> 


VVVVVVVV VV 


—-MESSAGE FILE 4834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
03553 


—-MESSAGE FILE 4835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0003554 

Path: chuka.playstation.co.uk!news 

From: peter black <peter_black@dolphin94.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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glish/000 


english/0 


Net Yaroze newsgroups message dump.txt Page 3112 


Subject: Re: PC with stylee! 

Date: Thu, 18 Feb 1999 00:43:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36CB624F.CB2CO6A5@dolphin94.freeserve.co.uk> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9sksS$6p312@chuka.playstation.co.u 
k> <01b9dde1$71619540S623dac3e@gareth> <7Jacv1l9Sbtf3@chuka.playstation.co.uk> <01b9de 
bdS$6£793940S24f9abc3@gareth> 

NNTP-Posting-Host: modem-108.dextromethorphn.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

To: Gareth <Garewill@btinternet.com> 


Gareth wrote: 


I guess I'll do that then. 

I could blend it into the decor of my room a bit better I suppose. I'll let 
you all know how it turns out, maybe I'll put some pictures up if I can get 
a camera or a scanner or whatever. 


> 
> 
> 
> 


you'll probably be fine,but try any spray paint on a small hidden area first 
as some of these sprays contain visious solvent and can melt plastic or bubbly 
existing paint work:but you'll probably be fine. 


—-MESSAGE FILE 4835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03554 


—-MESSAGE FILE 4836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003555 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Help anyone NOW! 

Date: Thu, 18 Feb 1999 16:49:46 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <36CC44AA.EB4CO7E2@which.net> 
NNTP-Posting-Host: pl0-fulmer-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Can someone please, please tell me the code that goes in autoexec.bat 
file I have DIYed the PSX directory setup but I cant get the GNU files 
to work outside the directory. 


Cheers 
Max 


—-MESSAGE FILE 4836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03555 


—-MESSAGE FILE 4837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003556 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo competition 

Date: Thu, 18 Feb 1999 18:01:26 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <36CC5576.7F2E3A65@scee.sony.co.uk> 

References: <7aOvuhSo0v8@chuka.playstation.co.uk> <7a9le8S6p39@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rad wrote: 
> 


> BIW what's happened to the SCEE crew? 


Sorry for the lack of reply, I haven't read the newsgroups for about 3 weeks - been 
on holiday! 


As for the demo comp, I doubt I'll put another one up since the response wasn't Տօ ց 
reat (3 people 
last time! Although excellent effort). 


J 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
"Is that seat saved?" "No, but we're praying for it." 


—-MESSAGE FILE 4837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03556 


—-MESSAGE FILE 4838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003557 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo competition 

Date: Thu, 18 Feb 1999 18:34:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7ahmffSbtf12@chuka.playstation.co.uk> 

References: <7aOvuhSo0v8@chuka.playstation.co.uk> <7a9le8S6p39@chuka.playstation.co. 
uk> <36CC5576.7F2E3A65@scee.sony.co.uk> 

NNTP-Posting-Host: vil-41.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Russell wrote in message <36CC5576.7F2E3A65@scee.sony.co.uk>... 
>Rad wrote: 

>> 

>> BTW what's happened to the SCEE crew? 

> 

>Sorry for the lack of reply, I haven't read the newsgroups for about 3 
weeks - been on holiday! 


Thats ok! I didn't realise until George said. 


>As for the demo comp, I doubt I'll put another one up since the response 
wasn't so great (3 people 

>last time! Although excellent effort). 

> 


Oh well, I was just trying to get some freebies for the demo I coded before 
I realised it ;) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03557 
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—-MESSAGE FILE 4839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003558 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo competition 

Date: Thu, 18 Feb 1999 18:43:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7ahn00Sbtf14@chuka.playstation.co.uk> 

References: <7aOvuhSo0v8@chuka.playstation.co.uk> <7a9le8S6p39@chuka.playstation.co. 
uk> <36CC5576.7F2E3A65@scee.sony.co.uk> <7ahmffSbtf12@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-41.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Oh well, I was just trying to get some freebies for the demo I coded before 
>I realised it ;) 


released it even! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03558 


—-MESSAGE FILE 4840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003559 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help anyone NOW! 

Date: Thu, 18 Feb 1999 20:55:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <7ahumjSbtf18@chuka.playstation.co.uk> 

References: <36CC44AA.EB4CO7E2@which.net> 

NNTP-Posting-Host: pCls13a01.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_000F_01BE5B80.F54A95CO" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


Sa = _NextPart_000_000F_01BE5B80.F54A95C0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Andrew Murray wrote in message <36CC44AA.EB4CO7E2@which.net>... 

>Can someone please, please tell me the code that goes in autoexec.bat 
>file I have DIYed the PSX directory setup but I cant get the GNU files 
>to work outside the directory. 

> 

>Cheers 

>Max 

> 


Hi 

=20 

Add this line to your autoexec.bat, you might have to alter the path to = 
the file if yours is in a different place.=20 

=20 
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call c:\psx\djsetup.bat 

=20 

If you have any more problems, post them to the relevant news group - = 
"scee.yaroze.beginners' in this case - and some kind hearted NY member = 
will be sure to answer them :-) 


dasi@globalnet.co.uk=20 
=20 
"one-seven decimal two-eight" 


------ = _NextPart_000_000F_01BE5B80.F54A95C0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 = 
HTML//EN"> 

<META content=3D'"MSHTML 4.72.3110.7"" name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

DIV>&nbsp; </DIV> 

DIV>Andrew Murray<MAD.MAX@WHICH.NET> wrote in message &1t;<A=20 
ref=3D"mailto:36CC44AA. EB4CO7E2@which.net">36CC44AA. EB4C0O7E2@which.net</= 
>&gt;...</DIV> 

DIV>&gt;Can someone please, please tell me the code that goes in=20 
utoexec.bat<BR>égt;file I have DIYed the PSX directory setup but I cant = 
et the=20 
NU files<BR>&gt;to work outside the=20 
irectory.<BR>&gt;<BR>&gt; Cheers<BR>égt ; Max<BR>&gt; </DIV> 

IV>é&nbsp; </DIV> 

IV><FONT color=3D#000000><FONT size=3D3>Hi</FONT></FONT><FONT = 
Ze=3D3></FONT></DIV> 

IV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
zZe=3D3></FONT>é&nbsp; </DIV> 

IV><FONT size=3D3>Add this line to your <FONT face=3DCourier=20 
ze=3D3>autoexec.bat</FONT>, you might have to alter the path to the = 
file if=20 

yours is in a different place. énbsp;</FONT></DIV> 

<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D3>call c:\psx\djsetup.bat</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT size=3D3>If you have any more problems, post them to the = 
relevant news=20 


T 


HANDAHAAAHAQWMAPAAA 


HORROR Ü Ü 


group - 'scee.yaroze.beginners' in this case - and some kind hearted NY = 
member=20 
will be sure to answer them :-)</FONT></DIV> 


<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

DIV><FONT size=3D3>Cheers</FONT></DIV> 

DIV><FONT size=3D3></FONT>énbsp; </DIV> 

DIV><FONT size=3D3>Derek</FONT></DIV> 

DIV><FONT size=3D3>---&nbsp; &nbsp; ---&nbsp;&nbsp; --—&nbsp; &énbsp; =20 
—-&nbsp; &nbsp; ---&nbsp;&nbsp; -—--</FONT></DIV> 

DIV><A href=3D"mailto:dasi@globalnet.co.uk"><FONT face=3D""=20 
ize=3D3>dasi@globalnet.co.uk</A>énbsp; </FONT></DIV> 

DIV><FONT face=3D"" size=3D2></FONT>&nbsp; </DIV> 

DIV><FONT face=3D"" size=3D2>&quot;one-seven decimal=20 
two-eight équot; </FONT></DIV></BODY></HTML> 


AAHRAIL_AAAA 


foe ee = NextPart_000_000F_01BE5B80.F54A95C0-- 


—-MESSAGE FILE 4840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03559 
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——MESSAGE FILE 4841 START: 


0003560 
Path: 
From: "frktl" 
Newsgroups: 
Subject: red dwarf 
Date: Thu, 
Organization: 
Lines: 10 

Message-ID: 


18 Feb 1999 21:33:02 
PlayStation Net Yaroze 
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net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


chuka.playstation.co.uk!news 
<matt@frktl.freeserve.co.uk> 
scee.yaroze.freetalk.english 


-0000 


(SCEE) 


<7ai0r5S$btf21@chuka.playstation.co.uk> 


NNTP-Posting-Host: modem—-94.lutetium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo, 


bit of a return to form for Red Dwarf then, 


what about the rest of you? 


matt 


I reckon. 


-—-MESSAGE FILE 4841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03560 


—-MESSAGE FILE 4842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003561 
Path: 
From: 
Newsgroups: 
Subject: Re: 
Date: Thu, 
Organization: 
Lines: 25 

Message-ID: 
References: 


chuka.playstation.co.uk!news 
"John Blackburne" <johnb@hk.super.net> 
scee.yaroze.freetalk.english 
PC with stylee! 

18 Feb 1999 21:59:32 +0000 
PlayStation Net Yaroze 


(SCEE) 


<7ai2ct$btf22@chuka.playstation.co.uk> 
<01b9dbad$94487140Scl3cac3e@gareth> 


<36C718EB.580258C0@btinternet.com> <7a7kloS6p34@chuka.playstation.co.uk> 


<36C8413F.FB299F79@btinternet.com> 


<ldnajal.qfxndnwl5q6eN@[194.151.88.142]> 


NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 


Content-Transfer-Encoding: 
X-Newsreader: Microsoft Outlook Express 


Thit 


th-pm00-24.ndirect.co.uk 


charset="US-ASCII" 


Macintosh Edition - 


4.5 


(0410) 


I was deliberately referring to the NEW G3 PowerMacs - the one's with same 


bondi-blue and curvacious design of the 
Like the iMac they do 
instead relying on USB for low-speed serial comms. 


only a month ago. 


via PCI or USB to them. 


All older Macs have high speed serial ports, 


iMac, 
not have a standard serial port, 


except some very old 


+ carrying handles, rel 


leased 


You can add serial 


Լ ports 


(9+ years) 


Macs have slower ports limited to 9600kbps - though such models are so 


limited in other ways, 


e.g. 


in maximum RAM and hard disk space, 


be no good for Yaroze debugging. 


In article <ldnajal.qfxndnwl5q6eN@[194.151.88.142]>, 


Brinkhuis) wrote: 


> As far as I know, 


G3 computers do have a serial port.. 


> and those other funnybox-computers.. 


> 

>> > Yes, 

>> > 

>> > 'standard' 

>> > 

>> > perhaps PCI to serial, 
>> > 

>> > John 


solution. 


that 


macsuppor@al.nl 


they'd 


(DEnnis 


Just not iMac's 


I'm using CW on a Mac to program my NY. But I would not wholeheartedly 
recommend the new G3 Macs or iMacs for this purpose as neither model has 

serial ports - they both use USB instead. 
the newer Mac models to a NY you'll need some sort of USB to serial, 


So to connect one of 


or 
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—-MESSAGE FILE 4842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03561 


—-MESSAGE FILE 4843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003562 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: red dwarf 

Date: Thu, 18 Feb 1999 22:23:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7Vai3rqSbtf24@chuka.playstation.co.uk> 
References: <7ai0r5Sbtf21@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


totally, alot better than the last series which was a bit up a down, let 
hope it continues 


Nigel 


frktl wrote in message <7ai0r5S$btf21@chuka.playstation.co.uk>... 
>lo, 

> 

> bit of a return to form for Red Dwarf then, I reckon. 

> 

>what about the rest of you? 


—-MESSAGE FILE 4843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03562 


—-MESSAGE FILE 4844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003563 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Thu, 18 Feb 1999 22:30:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7ai49aSbtf25@chuka.playstation.co.uk> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> <7a908a$6p310@chuka.playstation.co.uk> <ldnajxe.lg6bb8r3soqf4N@[194.151.88.142]> Հ 
Jaa7mmS 6p315@chuka.playstation.co.uk> <ldncgt2.1lpbkszwlt45e18N@al-—88-124.al.nl> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I actually know the people who worked on some of the effects for this 
season, they are based at Magic Camera Company (I worked with them on Lost 
In Space) They produced StarBug crashing in the landing bay (see the first 
episode) all done with minitures and pyros... looked cool 


Nigel 


DEnnis Brinkhuis wrote in message 
<ldncgt2.lpbkszwl1t45el18N@al-88-124.al.nl>... 

>Now I hear you think; "what the hell is that dutch bloke hanging on 
>about?".. But really I know the BBC VE worked on Red Dwarf stuff. To 
>prove that, I've put 4 photo's on the net of me at the BBC VE. 

> 
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>http://www.al.nl/macsupport/debri/bbc 
> 

>Cheers, 

> 

>DEnnis.. 

> 


—-MESSAGE FILE 4844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03563 


—-MESSAGE FILE 4845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003564 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Thu, 18 Feb 1999 22:32:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7ai4djSbtf26@chuka.playstation.co.uk> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> <7a908a$6p310@chuka.playstation.co.uk> <ldnajxe.lg6ébb8r3soqf4N@[194.151.88.142]> Հ 
Jaa7mmsS 6p315@chuka.playstation.co.uk> <ldncgt2.1lpbkszwlt45e18N@al-—88-124.al.nl> <7ai 
49aSbtf£25@chuka.playstation.co.uk> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh dear that probably didn't come across right, I know the BBC VE people 
worked on Red Dwarf as well as other companies (That Starbug model has been 
shipped all over london :) 


Nigel 


Nigel Critten wrote in message <7ai49aSbtf25@chuka.playstation.co.uk>... 

>I actually know the people who worked on some of the effects for this 
>season, they are based at Magic Camera Company (I worked with them on Lost 
>In Space) They produced StarBug crashing in the landing bay (see the first 
>episode) all done with minitures and pyros... looked cool 

> 


—-MESSAGE FILE 4845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03564 


—-MESSAGE FILE 4846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003565 

Path: chuka.playstation.co.uk!news 

From: peter black <peter_black@dolphin94.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: yaroze 2 ? 

Date: Thu, 18 Feb 1999 23:01:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36CC9BDC.  ICFEI409@dolphin94.freeserve.co.uk> 
NNTP-Posting-Host: modem-90.uranium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I know the yaroze project has only just got going. 
But with antisipation growing on the Playstation II front. 


Is it too early to speculate on the chances of there being a NET YAROZE 
112227 


Anyone at sony in the know 7 
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—-MESSAGE FILE 4846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03565 


—-MESSAGE FILE 4847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003566 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / 
etc.) 

Date: Thu, 18 Feb 1999 23:23:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 101 

Message-ID: <7ai79pSbtf28@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> 
<7al87mSo0v1l0@chuka.playstation.co.uk> <36C488C0.8DF59CF0@datasys.net> 
<7a2cd1$2i83@scea> <7a3pvs$7op11@chuka.playstation.co.uk> 
<slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> 
<36C78CB5.85CD7DDC@hotmail.com> 
<slrnJcf3to.33b.tjs@longford.cs.monash.edu.au> 
<36C809B2.CA6FC2B0@manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> 
<7acm1l2Sbtf2@chuka.playstation.co.uk> 
<7aeknbSbtf7@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm00-05.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary="MS_Mac_OE_3002225000_137104_ MIME Part" 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1225 scee.yaroze.freetalk.english 

73566 


> THIS MESSAGE IS IN MIME FORMAT. Since your mail reader does not understand 
this format, some or all of this message may not be legible. 


--MS_Mac_OE_3002225000_137104_MIME_ Part 
Content-type: text/plain; charset="US-ASCII" 
Content-transfer-encoding: 7bit 


In article <7aeknbSbtf7@chuka.playstation.co.uk>, "Derek da Silva" 
<dasi@globalnet.co.uk> wrote: 


Publishers aren't likely to pass on benefits (acquired through advertising 
or otherwise) to the consumer, because in the full price games market, 
publishers do not compete on price. Prices are set at what the consumer is 
prepared to pay, and no publisher would break ranks and drop the price of 
their latest triple-a title, as it would force everyone to follow suit and 
spoil the cosy little conspiracy they've got going. 


Again I can't agree. Games do compete on price. What's one of the biggest 
advantages of Playtation over N64 ? Game Price. What's one of the biggest 
advatages of PC games over console games ? Price. Why did Deer Hunter do so 
well on release in the US against most expectations ? In part it's $20 
price. 


More importantly game compete on price with everything else we spend our 
money on: with books, CDs, videos, concert tickets, holidays, etc. The 
growth in the PSX market in recent years has not been at the expense not of 
other consoles or PC games, but at the expense of other non-game markets. 


New PSX and N64 games are fixed price, but that is largely the policy of the 
console companies that control the publishing of titles for their platforms. 
The PC market is much more diverse, with prices ranges much more widely. And 
there is competition between these markets, between them and (generally much 
cheaper) games for hend-helds, and with future consoles such as the 
Dreamcast. 


The games market is not the UK car market, or the x86 applications market, 
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where a handful of manufacturers or a single publisher control a static 
market which is closed to new entrants. The games market is a fast moving, 
ever changing market, with new companies entering all the time, new 
platforms and technologies appearing every few months. 


John 
—-MS_Mac_OE_3002225000_137104_MIME_ Part 
Content-type: text/html; charset="US-ASCII" 
Content-transfer-encoding: quoted-printable 


T 


<HTML> 

<HEAD> 

<TITLE>Re: In-game advertising (was anti-mod chip / pirating / backups / et= 
c.)</TITLE> 

</HEAD> 

<BODY BGCOLOR=3D"#FFFFFF"> 

<BR> 


In article &1t;7aeknbSbtf7@chuka.playstation.co.uk&gt;, &quot;Derek da Silv= 
a&équot; &lt;dasi@globalnet.co.uk&gt; wrote:<BR> 

<BR> 

<BR> 

<BLOCKQUOTE>Publishers aren't likely to pass on benefits (acquired through = 
advertising or otherwise) to the consumer, because in the full price games m= 
arket, publishers <B>do not</B> compete on price. &nbsp;Prices are set at wh= 
at the consumer is prepared to pay, and no publisher would break ranks and d= 
rop the price of their latest triple-a title, as it would force everyone to = 
follow suit and spoil the cosy little conspiracy they've got going. &nbsp;<B= 

R> 

<BR> 

</BLOCKQUOTE>Again I can't agree. Games do compete on price. What's one of = 

the biggest advantages of Playtation over N64 ? Game Price. What's one of th= 
e biggest advatages of PC games over console games ? Price. Why did Deer Hun= 

ter do so well on release in the US against most expectations ? In part it's= 
$20 price.<BR> 

<BR> 

More importantly game compete on price with everything else we spend our mo= 
ney on: with books, CDs, videos, concert tickets, holidays, etc. The growth = 
in the PSX market in recent years has not been at the expense not of other c= 
onsoles or PC games, but at the expense of other non-game markets.<BR> 

<BR> 

New PSX and N64 games are fixed price, but that is largely the policy of th= 

e console companies that control the publishing of titles for their platform= 
s. The PC market is much more diverse, with prices ranges much more widely. = 

And there is competition between these markets, between them and (generally = 

much cheaper) games for hend-helds, and with future consoles such as the Dre= 
amcast .<BR> 
<BR> 

The games market is not the UK car market, or the x86 applications market, = 

where a handful of manufacturers or a single publisher control a static mark= 

et which is closed to new entrants. The games market is a fast moving, ever = 
changing market, with new companies entering all the time, new platforms and= 
technologies appearing every few months.<BR> 

<BR> 

John 

</BODY> 

</HTML> 


--MS_Mac_OE_3002225000_137104_ MIME ՔՀԷԷ-- 


—-MESSAGE FILE 4847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03566 


—-MESSAGE FILE 4848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003567 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Fri, 19 Feb 1999 03:08:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 214 

Message-ID: <7J7aikjeSbtf30@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 

aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 

uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 

7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 

manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> <7acm12Sbtf2@chuka.playstation 

.co.uk> <7aeknbSbtf7@chuka.playstation.co.uk> <7ai79pSbtf28@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-41.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-——-=_NextPart_000_0037_01BE5BB5.26BECFCO" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1226 scee.yaroze.freetalk.english 

23567 


This is a multi-part message in MIME format. 


ae =_NextPart_000_0037_01BE5BB5.26BECFCO 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Sorry John but Derek is right, games aren't sold on their price, its on = 
their quality and marketing, period. 

If you look at each games machine, whether its a games console, pc, = 
handheld, whatever, you'll see that all the top/new games are roughly = 
the same price for their respective machine. I mean look at Goldeneye, 
it's still =A350 and that was released in 1997, and probably still = 
selling well. 
Basically what you are saying is that if Nintendo released Zelda64 2 = 
tommorow for =A350 and some other company released a total crap zelda = 
ripoff the same day for =A330, Nintendo would lose out coz everybody = 
would go flocking to buy the crap game which is cheaper, NO I don't = 
think so. That is why you can't compare video games to "concert tickets, = 
holidays, etc". 

Top games will sell for as much as they can get away with. So what if = 
there are other games cheaper, don't tell me that when <insert your = 
favourite game yet to be released> comes out, you'll deciede not to buy = 
it and instead opt for a cheaper game! 

And like I said before you won't see a penny of any extra revenue games = 
publishers get from the likes of advertising, especially since game = 
development gets more and more expensive not to mention risky for these = 
companies, but hay if you want to dream of the day that you can open up = 
your kellogs cornflakes and pull out a free game thanks to advertising = 
go right ahead, I don't want to be the one to ruin it for you :) 


Nuff said, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


John Blackburne wrote in message = 
<7ai79pSbtf28@chuka.playstation.co.uk>... 


In article <7aeknbSbtf7@chuka.playstation.co.uk>, "Derek da Silva" 
<dasi@globalnet.co.uk> wrote: 
=20 
=20 
=20 


Publishers aren't likely to pass on benefits (acquired through = 
advertising or otherwise) to the consumer, because in the full price = 
games market, publishers do not compete on price. Prices are set at = 
what the consumer is prepared to pay, and no publisher would break ranks = 
and drop the price of their latest triple-a title, as it would force = 
everyone to follow suit and spoil the cosy little conspiracy they've got = 
going. =20 

=20 
=20 
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Again I can't agree. Games do compete on price. What's one of the = 
biggest advantages of Playtation over N64 ? Game Price. What's one of = 
the biggest advatages of PC games over console games ? Price. Why did = 
Deer Hunter do so well on release in the US against most expectations ? = 
In part it's $20 price. 

=20 

More importantly game compete on price with everything else we spend 
our money on: with books, CDs, videos, concert tickets, holidays, etc. = 
The growth in the PSX market in recent years has not been at the expense 
not of other consoles or PC games, but at the expense of other non-game = 
markets. 

=20 

New PSX and N64 games are fixed price, but that is largely the = 
policy of the console companies that control the publishing of titles = 
for their platforms. The PC market is much more diverse, with prices = 
ranges much more widely. And there is competition between these markets, 
between them and (generally much cheaper) games for hend-helds, and with 
future consoles such as the Dreamcast. 

=20 

The games market is not the UK car market, or the x86 applications = 
market, where a handful of manufacturers or a single publisher control a = 
static market which is closed to new entrants. The games market is a = 
fast moving, ever changing market, with new companies entering all the 
time, new platforms and technologies appearing every few months. 

=20 
John=20 


=== = =_NextPart_000_0037_01BE5BB5.26BECFCO 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><TITLE>Re: In-game advertising (was anti-mod = 
chip / pirating / backups / etc.)</TITLE> 

<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT color=3D#000000><FONT size=3D3>Sorry John but Derek is right, 
games=20 

aren't sold on their price, its on their quality and marketing, =20 
period.</FONT></FONT><FONT size=3D3></FONT></DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT = 
Size=3D3>If you look at=20 

each games machine, whether its a games console, pc, handheld, whatever, 
you'11=20 

see that all the top/new games are roughly the same price for their = 
respective=20 

machine. I mean look at Goldeneye, it's still &pound;50 and that was = 
released in=20 
1997, and probably still selling well.</FONT></DIV> 

<DIV><FONT size=3D3></FONT>Basically what you are saying is that if = 
Nintendo=20 

released Zelda6é4 2 tommorow for &pound;50 and some other company = 
released a=20 

total crap zelda ripoff the same day for &pound;30, Nintendo would lose 
out coz=20 
everybody would go flocking to buy the crap game which is cheaper, NO I 
don't=20 

think so. That is why you can't compare video games to &quot;concert = 
tickets, =20 

holidays, etc&quot; .</DIV> 

<DIV>Top games will sell for as much as they can get away with. So what = 
if there=20 

are other games cheaper, don't tell me that when &lt;insert your = 
favourite game=20 

yet to be releasedé&gt; comes out, you'll deciede not to buy it and = 
instead opt=20 

for a cheaper game!</DIV> 
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<DIV><FONT size=3D3>And like I said before you won't see a penny of any 


extra=20 


revenue games publishers get from the likes of advertising, 


since=20 


especially 


game development gets more and more expensive not to mention risky for 


these=20 


companies, but hay if you want to dream of the day that you can open up 


your=20 


kellogs cornflakes and pull out a free game thanks to advertising go = 


right=20 


ahead, I don't want to be the one to ruin it for you 


<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV>Nuff said, </DIV> 

<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000><FONT size=3D3>Rad.<BR><A=20 
href=3D"mailto:rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT><FONT=20 
size=3D3></FONT></DIV> 

<DIV><FONT size=3D3></FONT>énbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; 


5px " > 


:)</FONT></DIV> 


PADDING-LEFT 


<DIV>John Blackburne<JOHNB@HK.SUPER.NET> wrote in message &lt;<A=20 


href=3D"mailto:7ai79pSbtf28@chuka.playstation.co.uk">7ai79pSbt f28@chuka.p= 


laystation.co.uk</A>égt;...</DIV><! 


article &l1t;<A=20 


BR><BR>---------- <BR>In=20 


href=3D"mailto: 7aeknbSbtf7@chuka.playstation.co.uk">7aeknbSbtf7@chuka.pla= 
ystation.co.uk</A>égt; ,=20 


&quot;Derek da Silva&quot; 


wrote: <BR><BR><BR> 


<BLOCKQUOTE>Publishers aren't likely to pass on benefits 


through advertising or otherwise) to the consumer, 


the full=20 


price games market, 


price. &nbsp;=20 
Prices are set at what the consumer is prepared to pay, and no 


publisher=20 


title, as=20 


&lt;dasi@globalnet.co.uké&gt; 


because in = 


publishers <B>do not</B> compete on = 


would break ranks and drop the price of their latest triple-a = 


it would force everyone to follow suit and spoil the cosy little 


conspiracy they've got going.&énbsp; <BR><BR></BLOCKQUOTE>Again I 


can't=20 


agree. Games do compete on price. What's one of the biggest = 
advantages of=20 
Playtation over N64 ? Game Price. What's one of the biggest = 
advatages of PC=20 
games over console games ? Price. Why did Deer Hunter do so well on 


release=20 


in the US against most expectations ? In part it's $20 


price.<BR><BR>More=20 
importantly game compete on price with everything else we spend our 


money=20 


on: with books, CDs, videos, concert tickets, holidays, 


growth in=20 


etc. The = 


the PSX market in recent years has not been at the expense not of = 


other=20 


consoles or PC games, 


markets.<! 
largely=20 


ԹԽ» Հ) 


BR>New PSX and N64 games are fixed price, 


but at the expense of other non-game=20 


but that is 


the policy of the console companies that control the publishing of 


titles=20 


for their platforms. 


ranges=20 


The PC market is much more diverse, with price 


much more widely. And there is competition between these markets, 


between=20 
them and 
future=20 


(generally much cheaper) 


games for hend-helds, 


and with = 


consoles such as the Dreamcast.<BR><BR>The games market is not the 


UK car=20 


s 


(acquired=20 
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market, or the x86 applications market, where a handful of = 
manufacturers or=20 


a 


single publisher control a static market which is closed to new = 


entrants.=20 


The games market is a fast moving, ever changing market, with new 


companies=20 

entering all the time, new platforms and technologies appearing = 
every few=20 

months.<BR><BR>John </BLOCKQUOTE></BODY></HTML> 


-=_NextPart_000_0037_01BE5BB5 .26BECFCO-- 


-—-MESSAGE FILE 4848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03567 


—-MESSAGE FILE 4849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003568 


Path: 
From: 


Date: 


Lines 


o.uk> 


chuka.playstation.co.uk!news 
"ROBERT C SHAND" <298rcs@tay.ac.uk> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: red dwarf 


Fri, 19 Feb 1999 12:29:44 -0000 


Organization: PlayStation Net Yaroze (SCEE) 

s: 14 

Message-ID: <7ajlaaSbtf31@chuka.playstation.co.uk> 

References: <7ai0r5Sbtf21@chuka.playstation.co.uk> <V7ai3rqSbtf24@chuka.playstation.c 


NNTP-Posting-Host: co3161.tay.ac.uk 


X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>tota 
>hope 
> 

>Nige 


Bob 


lly, alot better than the last series which was a bit up a down, let 


it continues 


[ think the Beeb have spoilt some of the charm of Red Dwarf. I think it 
looked better when it had traditional BBC cardboard sets that obviously 
wobbled, and you could tell that the engine of the ship was lit by a 
lightbulb. As for the content only time will tell. 


—-MESSAGE FILE 4849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03568 


—-MESSAGE FILE 4850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003571 


Path: 
From: 


chuka.playstation.co.uk!news 
Tones <caz.tones@cwcom.net> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: red dwarf 


Date: 


Fri, 19 Feb 1999 19:05:02 +0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines 


: 8 


Message-ID: <36CDB5DE.5B4E48CB@cwcom.net> 
References: <7ai0r5$btf21@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.186 

Mime-Version: 1.0 


եռ 


Content-Type: text/plain; charset=us-ascii 


Content-T 


եռ 


ransfer-Encoding: 7bit 


X-Mailer: Mozilla 4.05 [en] (Win95; I) 


"Brown alert!!!" 


"Brown Alert ? What's that!!???!" 


Chortle Chortle! 
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—-MESSAGE FILE 4850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03571 


—-MESSAGE FILE 4851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003572 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Fri, 19 Feb 1999 20:19:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7J7akgvnSbtf36@chuka.playstation.co.uk> 
References: <36CC9BDC.9ICFE9I409@dolphin94.freeserve.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


It would be very nice if Sony did this but I wouldn't hold your breath, they 
don't even let us use the Dual Shock feature or read from the CD or any 
number of other limitations, if they do go ahead and release a Yaroze 2 then 
I would hope they ask the current members what is wrong with the current 
Yaroze programme 


There was an interesting article on the Next Generation read into it what 
you will but make sure you read it all and not just the headline 


http://www.next-generation.com/ jsmid/news/5828.html 
Nigel 


peter black wrote in message 

<36CC9BDC. ICFE9409@dolphin94.freeserve.co.uk>... 

>I know the yaroze project has only just got going. 

>But with antisipation growing on the Playstation II front. 

> 

>Is it too early to speculate on the chances of there being a NET YAROZE 
>I1???? 

> 

>Anyone at sony in the know ? 

> 


—-MESSAGE FILE 4851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03572 


—-MESSAGE FILE 4852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003573 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Fri, 19 Feb 1999 20:47:55 -0500 

Organization: Identical Software 

Lines: 27 

Message-ID: <36CE144B.79322E1F@identicalsoftware.com> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5C03CC4A@hinge.mistral.co.uk> <36CA25D4.21C19918@identicalsoftware 
-com> <36CA5CBA.C769392@hinge.mistral.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 


Craig Graham wrote: 
> Dennis Payne wrote: 
> > I certainly haven't made available the LIBPS + it's headers files. > They're in 


Net Yaroze newsgroups message dump.txt 
the PSXGNUTOOLS archive on your WWW site. 


Ah! It wasn't meant to be. Appearently Charles Henrich put them in the 
file on his SCEA page. I assumed they weren't in there but never 
checked. Thanks for alerting me. (I pulled the file from download soon 
after seeing your message but haven't gotten around to posting 'til 
today. Guess it's a good thing I didn't publicize the site much.) 


> That's not the point - just because one person has breached their 
> license, it doesn't mean you should. Oh well - no one seems to care. 
> Maybe someone at Sony would like to take an official stance on this? 


I didn't just decide because of what others had done. I asked Sony 
about releasing my tim utilities. My conversation with Sony want 
something like: 


Sony: I've been told not to give an "official" statement on the matter. 
Are you going to release it? 


Me: Unless you specifically say no, I'll probably release it. 


Sony: Sorry I couldn't help you. 


Dennis Payne 
dulsi@identicalsoftware.com 
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—-MESSAGE FILE 4852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03573 


—-MESSAGE FILE 4853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003574 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@dwines.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: red dwarf 

Date: 20 Feb 1999 02:44:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <01b9e06c$87e4ae00$7292a6c3@gareth> 


References: <7ai0r5S$btf21@chuka.playstation.co.uk> <36CDB5DE.5B4E48CB@cwcom.net> 


NNTP-Posting-Host: 114.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


> "Brown alert!!!" 
> 
> "Brown Alert ? What's that!!???!" 


You won't be saying that in minute! 


Gareth! 


—-MESSAGE FILE 4853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03574 


—-MESSAGE FILE 4854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003575 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 
Date: Sat, 20 Feb 1999 11:59:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36CEA3AC.C1A4151E@hinge.mistral.co.uk> 


References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5C03CC4A@hinge.mistral.co.uk> <36CA25D4.21C19918@identicalsoftware 
.com> <36CA5CBA.C769392@hinge.mistral.co.uk> <36CE144B.79322E1F@identicalsoftware.co 


m> 
NNTP-Posting-Host: d3-s40-196-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Dennis Payne wrote: 
> Ah! It wasn't meant to be. Appearently Charles Henrich put them in the 


> file on his SCEA page. I assumed they weren't in there but never 
> 


Fair enough. 


Another link for a Unix GNU compiler (egcs this time) is: 


http://www.geocities.co.jp/SiliconValley-PaloAlto/6226/cross.html 


Japanese site, and they only claim it works on BSD, but it'll probably 
compile for Linux as well. Has a small advantage over the 2.7.7.2 
compiler of Dennis's page in that it generates PSX-EXE format output 
(as generated by Code Warrior, and used for release games). 


I didn't just decide because of what others had done. I asked Sony 
about releasing my tim utilities. My conversation with Sony want 
something like: 


V V V V 


Thery're buggers for that. They refuse to comment, until someone 
actually oversteps the (invisible) line and then they get heavy.... 


> Dennis Payne 


Craig. 


—-MESSAGE FILE 4854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
0:35:75 


--MESSAGE FILE 4855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003576 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: red dwarf 

Date: Sat, 20 Feb 1999 14:29:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <7amivk$erp3@chuka.playstation.co.uk> 

References: <7ai0r5$btf21@chuka.playstation.co.uk> <36CDB5DE.5B4E48CB@cwcom.net> <01 
b9e06c$87e4ae00$7292a6c3@gareth> 

NNTP-Posting-Host: 212.67.129.105 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Gareth wrote in message <01b9e06cS87e4aec00S$7292a6c3@gareth>... 
>> "Brown alert!!!" 


>> 

>> "Brown Alert ? What's that!!???!" 
> 

>You won't be saying that in minute! 
> 

>Gareth! 


Schedule reads as follows: 


Find out new series of Red Dwarf is on 
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11115511 1*!*VIDEO RED DWARF***!*!+****!! 
dekard ee eth ste Sira On; the ay este. ys or ks ee: s ms 
2 Հետեւա far Silents Set video for DS9..............Rush out to Karate........ 


Հ. Motes Betts ւդ Come Back 


Բ dae ay Adare tease The video recorder is sitting in the corner laughing like 
an evil little troll, goading me with it's 
not-recording-red-dwarfiness.......... 


dero hera ta t as life is over : ( 
pleeeeeeeeeeeeeeeeeeeeeeeeeeeese could someone tell me what happened 
I can't hold myhead up in the street knowing I betrayed the dwarfers. 


anyway, that pathetic excuse for an interesting e-mail is really a request 
for sombody to tell me what happened, and maybe we should do a game 
based on red dwarf, or perhaps Bablyon 5 


What Dee Yee Think Like 


Rob (Newcastle) 


—-MESSAGE FILE 4855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03576 


—-MESSAGE FILE 4856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003577 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: red dwarf 

Date: Sat, 20 Feb 1999 15:26:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <7amk7aSerp4@chuka.playstation.co.uk> 

References: <7ai0r5Sbtf21@chuka.playstation.co.uk> <36CDB5DE.5B4E48CB@cwcom.net> <01 
b9e06c$87e4ae00$7292a6c3@gareth> <7amivkSerp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-16.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Rob, 
What style of karate do you do? (wait let me guess, shotokan!?!) 


As for Red Dwarf have no fear, if my information is correct, it's on again 
Sunday 9.00pm BBC2. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Robert Anderberg wrote in message <JVamivkSerp3@chuka.playstation.co.uk>... 
> 

>Gareth wrote in message <01b9e06cS87e4ae00S$7292a6c3@gareth>... 

>>> "Brown alert!!!" 


>>> 
>>> "Brown Alert ? What's that!!???!" 
>> 
>>You won't be saying that in minute! 
>> 


>>Gareth! 
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> 

> 

>Schedule reads as follows: 

> 

> 

>Find out new series of Red Dwarf is on 
> 


Brie le egal ee teats The video recorder is sitting in the corner laughing like 
>an evil little troll, goading me with it's 
>not-—recording-red-dwarfiness.......... 


Dis ee gs eerste y s LEES TLS: Hover s 


>pleeeeeeeeeeeeeeeeeeeeeeeeeeeese could someone tell me what happened 
> 

>I can't hold myhead up in the street knowing I betrayed the dwarfers. 
> 

>anyway, that pathetic excuse for an interesting e-mail is really a request 
>for sombody to tell me what happened, and maybe we should do a game 
>based on red dwarf, or perhaps Bablyon 5 

> 

>What Dee Yee Think Like 

> 

>Rob (Newcastle) 


—-MESSAGE FILE 4856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
03577 


—-MESSAGE FILE 4857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0003578 

Path: chuka.playstation.co.uk!news 

From: "gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GAMES GRAPHICS CD FOR A FIVER 

Date: 21 Feb 1999 03:37:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01b9e13d$2a156860Se85d38d4@gareth> 

References: <ldnilzwt.1lvc4p5ujjvw5cN@al—-88-100.al.nl> <VacSam$btfl@chuka.pla 
co.uk> <ldncikb.1tbqlimvaeh8wN@al-88-124.al.nl> 

NNTP-Posting-Host: 212.56.93.232 

X-Newsreader: Microsoft Internet News 4.70.1161 


What about breaking it into mutiple .zip files then we can download them 
one at a time? 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in article 
<ldncikb.1tbqlimvaeh8wN@al1-88-124.al.nl>... 

> Rikki Prince <rprince@dircon.co.uk> wrote: 

> 

> > Could you split the download into a number of parts, so people can 
download 

> > as they want, and can afford? 

> 


I'm afraid not since it's one complete file. The download-version is 
just for thoose with fully free access I suppose. In your case I think 


V V V V 
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glish/000 


english/0 


ystation. 
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> you can better order the CD... it's only a fiver.. 

> 

> At this moment I already started on a second version. 
> 

> Cheers, 

> 

> DEnnis.. 

> 


-—-MESSAGE FILE 4857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03578 


—-MESSAGE FILE 4858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003579 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GAMES GRAPHICS CD FOR A FIVER 

Date: Sun, 21 Feb 1999 10:55:57 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36D02C8D.F63D77F@datasys.net> 

References: <ldnilzwt.1lvc4p5ujjvw5cN@al—-88-100.al.nl> <7acSam$btfl@chuka.playstation. 
co.uk> <ldncikb.1tbqllmvaeh8wN@al-—88-124.al.nl> <01b9e13d$2a156860S$e85d38d4@gareth> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 346.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


gareth wrote: 

> 

> What about breaking it into mutiple .zip files then we can download them 
> one at a time? 
> 


I think that he wants us to buy the CD instead of downloading it. :) Not 
a bad price for such a lot of work... If I were in europe I might 
consider buying a copy. 


"Darco 
—-MESSAGE FILE 4858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03579 


—-MESSAGE FILE 4859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003580 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: 21 Feb 1999 21:57:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <slrn7d1l0ac.orl.tjs@longford.cs.monash.edu.au> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5C03CC4A@hinge.mistral.co.uk> <36CA25D4.21C19918@identicalsoftware 
-com> <36CA5CBA.C769392@hinge.mistral.co.uk> <36CE144B.79322E1F@identicalsoftware.co 
m> <36CEA3AC.C1A4151E@hinge.mistral.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Sat, 20 Feb 1999 11:59:40 +0000, Craig Graham wrote: 
>Another link for a Unix GNU compiler (egcs this time) is: 
> 
> http://www.geocities.co.jp/SiliconValley-PaloAlto/6226/cross.html 
> 
>Japanese site, and they only claim it works on BSD, but it'll probably 
>compile for Linux as well. Has a small advantage over the 2.7.7.2 
>compiler of Dennis's page in that it generates PSX-EXE format output 
>(as generated by Code Warrior, and used for release games). 


Net Yaroze newsgroups message dump.txt Page 3131 


Is this done using BFD? Because if it is, I just automatically gained 
support for psx-exe format executables. Gotta love GNU. 


Toby. 
—-MESSAGE FILE 4859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03580 


—-MESSAGE FILE 4860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003581 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: Mon, 22 Feb 1999 10:45:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <36D13554. 9E398A4A@hinge.mistral.co.uk> 

References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5C03CC4A@hinge.mistral.co.uk> <36CA25D4.21C19918@identicalsoftware 
-com> <36CA5CBA.C769392@hinge.mistral.co.uk> <36CE144B.79322E1F@identicalsoftware.co 
m> <36CEA3AC.C1A4151E@hinge.mistral.co.uk> <slrn7dl0ac.orl.tjs@longford.cs.monash.ed 
u.au> 

NNTP-Posting-Host: 195.184.231.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Toby Sargeant wrote: 


On Sat, 20 Feb 1999 11:59:40 +0000, Craig Graham wrote: 
>Another link for a Unix GNU compiler (egcs this time) is: 
> 
> http://www.geocities.co. jp/SiliconValley-PaloAlto/6226/cross.html 
> 
>Japanese site, and they only claim it works on BSD, but it'll probably 
>compile for Linux as well. Has a small advantage over the 2.7.7.2 
>compiler of Dennis's page in that it generates PSX-EXE format output 
>(as generated by Code Warrior, and used for release games). 


Is this done using BFD? Because if it is, I just automatically gained 
support for psx-exe format executables. Gotta love GNU. 


VVVVVVVVVV VV 


I'm not sure - I haven't downloaded it (1 pay for my phone myself these 
days). 

I presume so - maybe I'll download it myself sometime. 

Although, I would point out that it says it's an EGCS based compiler, not 
GCC 2.7.7.2 as the Yaroze PC/Linux compiler most folks use (don't know 

if that makes a difference). 


> Toby. 


Craig. 

PS. In the end I re-worked the ARS library after all (uses a reliable 
packet protocol 
now). Still a lot faster than a serial link (I'm getting better than 1Mbit 
/ sec) even with 

the packet overheads...I might even port it back from Linux to PC? 


—-MESSAGE FILE 4860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03581 


—-MESSAGE FILE 4861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003582 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: File Transfer Protocol 
Date: Mon, 22 Feb 1999 11:19:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 
Message-ID: <36D13D4A.373D6692@manc.u-net .com> 
NNTP-Posting-Host: 193.119.189.51 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 0966E25D8CBF40CB5E075A91" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


0966E25D8CBF40CB5E075A91 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I am having trouble connecting with the FTP of late to upload files -- 
as in I now can't. 

Am I the only one and my WinFTP proggy needs re-adjusting/binning or 
something, or just a temporary situ and nothing to get one's 
undergarments all twisted over? 


It stills says " 
Connecting to 195.92.24.16 
Connected to 195.92.24.16 port 21 


but then spits out "connection failed." 
Cheers, 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


0966E25D8CBF40CB5E075A91 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

I am having trouble connecting with the FTP of late to upload files -- 
as in I now can't. 

<br>Am I the only one and my WinFTP proggy needs re-adjusting/binning or 
something, or just a temporary situ and nothing to get one's undergarments 
all twisted over? 

<p>It stills says " 

<br>Connecting to 195.92.24.16 ... 

<br>Connected to 195.92.24.16 port 21 

<br>" 

<br>but then spits out "connection failed." 

<p>Cheers, 

<br>Jim 

<br>-- 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 
<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


0966E25D8CBF40CB5E075A91-- 


—-MESSAGE FILE 4861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03582 


—-MESSAGE FILE 4862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003583 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: GDC in San Jose 

Date: Mon, 22 Feb 1999 12:25:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7JariétSerp25@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1234 scee.yaroze.freetalk.english 
23583 


Hi all, 

I posted a message a while back seeing if anyone except myself were thinking 
of going to the GDC in San Jose CA this year. I know that Will Atkin 
responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


So basically are any SCEA/SCEE members going to the GDC, and if so shall we 
meet up one day? What about any Sony SCEE/SCEA employees? 


If we did meet up would it be the first meet between SCEA and SCEE members? 


Bob Shand 
298rcs@tay.ac.uk 


—-MESSAGE FILE 4862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03583 


—-MESSAGE FILE 4863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003584 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: File Transfer Protocol 

Date: Mon, 22 Feb 1999 13:12:50 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <36D157D1.71A9707B@cwcom.net> 
References: <36D13D4A.373D6692@manc.u-net.com> 
NNTP-Posting-Host: 193.82.133.194 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Jim, 

Are you connecting from home, or via your network at Uni ? 

I would say it is probably a problem with your network at Uni. (Assuming 
that is where you are! - Firewalls are a bitch when it comes to FTP 
across the net). Have a word with the admin people - FTP is pretty easy 
to get going, so I doubt it is a problem with your program. Try 
connecting using the MSDOS ftp program, and if that don't work you know 
what's up. 

Hope this helps! 

Cheers 


Tones 8) 


—-MESSAGE FILE 4863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03584 


—-MESSAGE FILE 4864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003585 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 22 Feb 1999 09:39:49 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <7arq96$6h513@scea> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1235 scee.yaroze.freetalk.english 
23585 


When is it? 
-charles 


>I posted a message a while back seeing if anyone except myself were 
thinking 

>of going to the GDC in San Jose CA this year. I know that Will Atkin 
>responded (Sorry I didn't speak to you about it Will, I've been v.busy). 
> 
>So basically are any SCEA/SCEE members going to the GDC, and if so shall we 
>meet up one day? What about any Sony SCEE/SCEA employees? 

> 

>If we did meet up would it be the first meet between SCEA and SCEE members? 
> 

>Bob Shand 

>298rcs@tay.ac.uk 


VV V V V V 


--MESSAGE FILE 4864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03585 


—-MESSAGE FILE 4865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003586 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 22 Feb 1999 15:12:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7VarrvdSerp28@chuka.playstation.co.uk> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <7arq96$6h513@scea> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1236 scee.yaroze.freetalk.english 
23586 


Charles Nicholson wrote in message <7J7arq96S$6h513@scea>... 
>When is it? 

>-charles 

> 


I think the dates are something like 
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15 March to the 19th March 


For more info check out the web site 
www.gdconf.com 


Cheers 
Bob 


—-MESSAGE FILE 4865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03586 


—-MESSAGE FILE 4866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003587 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: File Transfer Protocol 

Date: Mon, 22 Feb 1999 17:48:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36D1987A.EB7DE413@manc.u-net.com> 

References: <36D13D4A.373D6692@manc.u-net.com> <36D157D1.71A9707B@écwcom.net> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


It's alright now, it's working again -- but I don't think the problem was at 
my end. 
I'm at home (modem, ISP) and changed no settings. No worries now though. 


Cheers, 
Jim 


—-MESSAGE FILE 4866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03587 


—-MESSAGE FILE 4867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003588 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 22 Feb 1999 09:11:03 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <36D18FA7.36BEBD3A@vmlabs.com> 

References: <VariétSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs58.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1237 scee.yaroze.freetalk.english 
23588 


I wasn't planning on attending GDC, but since I live in the area I'd 
be willing to meet up. What day is it on? 


Scott 


> Hi all, 
> 
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I posted a message a while back seeing if anyone except myself were thinking 
of going to the GDC in San Jose CA this year. I know that Will Atkin 
responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


> 

> 

> 

> 

> So basically are any SCEA/SCEE members going to the GDC, and if so shall we 
> meet up one day? What about any Sony SCEE/SCEA employees? 
> 
> 
> 
> 
> 


If we did meet up would it be the first meet between SCEA and SCEE members? 


Bob Shand 

298rcs@tay.ac.uk 
—-MESSAGE FILE 4867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03588 


—-MESSAGE FILE 4868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003589 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Mon, 22 Feb 1999 18:11:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7J7as6éeqSerp29@chuka.playstation.co.uk> 

References: <7arié6tS$erp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1238 scee.yaroze.freetalk.english 
23589 


Check the message above. I think the conference runs from the 15th March to 
the 19th, but dont quote me on that. 


Bob 

Scott Cartier wrote in message <36D18FA7.36BEBD3A@vmlabs.com>... 

>I wasn't planning on attending GDC, but since I live in the area I'd 
>be willing to meet up. What day is it on? 

> 

>Scott 

> 

> 


—-MESSAGE FILE 4868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03589 


—-MESSAGE FILE 4869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003590 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Mon, 22 Feb 1999 10:47:26 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <36D1A63E.6C40107C@vmlabs.com> 

References: <7ari6tS$erp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> <7 
as6eqSerp29@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs58.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1239 scee.yaroze.freetalk.english 
23590 


> Check the message above. I think the conference runs from the 15th March to 
> the 19th, but dont quote me on that. 
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I tried, but for some reason that message gave my news reader fits. 


Hmm, since that's during the week I won't be able to take time off to 


meet during the day. If it's done later in the evening I could make 
it. The later the better as traffic is a pain until around 7pm. 
Scott 


—-MESSAGE FILE 4869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03590 


—-MESSAGE FILE 4870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003591 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: File Transfer Protocol 

Date: Mon, 22 Feb 1999 10:12:11 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <7as6j5$8 jb4@scea> 

References: <36D13D4A.373D6692@manc.u-net.com> <36D157D1.71A9707B@écwcom.net> 
NNTP-Posting-Host: tide77.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.1012.1001 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.1012.1001 


I've had the same problem with using FTP through a firewall. If you are 
using a text-based client, try typing 'PASV' at the ftp prompt. If it's GUI 
based, there should be a setting to allow you to use PASV mode. 


Hope it helps. 
-Steve 
Tones <caz.tones@cwcom.net> wrote in message 


news:36D157D1.71A9707B@cwcom.net... 
> Hi Jim, 


> 

> Are you connecting from home, or via your network at Uni ? 

> 

> I would say it is probably a problem with your network at Uni. (Assuming 
> that is where you are! - Firewalls are a bitch when it comes to FTP 

> across the net). Have a word with the admin people - FTP is pretty easy 
> to get going, so I doubt it is a problem with your program. Try 

> connecting using the MSDOS ftp program, and if that don't work you know 
> what's up. 

> 

> Hope this helps! 

> 

> Cheers 

> 

> Tones 8) 

> 


—-MESSAGE FILE 4870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03591 


-—-MESSAGE FILE 4871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003592 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: teenagers?? 

Date: Mon, 22 Feb 1999 19:26:42 GMT 

Organization: Twisted Minds 

Lines: 2 

Message-ID: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-Host: du-1615.claranet.co.uk 
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X-Newsreader: Forte Free Agent 1.1/32.230 


this is just a kind of survey to see how many netyaroze people there r that r 
teenagers. So if u r a teenage net yarozer please reply to this!!! 

—-MESSAGE FILE 4871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03592 


—-MESSAGE FILE 4872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003593 

Path: chuka.playstation.co.uk!news 

From: "gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: 22 Feb 1999 19:55:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01b9e28e$f0021120S6b91lab6c3@gareth> 
References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-Host: 363.hiper02.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Well I just about make it into that category since I'm gonna be 20 in 
April. 


Dang, I'm getting old... 


Gareth! 
—-MESSAGE FILE 4872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03593 


-—-MESSAGE FILE 4873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003594 

Path: chuka.playstation.co.uk!news 

From: peter black <peter_black@dolphin94.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Mon, 22 Feb 1999 21:54:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36D1D20D.73E82AEF@dolphin94.freeserve.co.uk> 
References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-Host: modem-124.levothyroxine.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

To: Mark <reaper@clara.net> 


Mark wrote: 


> this is just a kind of survey to see how many netyaroze people there r that r 
> teenagers. So if u r a teenage net yarozer please reply to this!!! 


I distinctly remember being 1 once,dose that count???? 


—-MESSAGE FILE 4873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03594 


—-MESSAGE FILE 4874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003595 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze & Linux & a NEW version of ARS 

Date: 22 Feb 1999 22:25:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <slrn7d3mbb.s0f.tjs@longford.cs.monash.edu.au> 
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References: <36C5CAF1.7773F045@hinge.mistral.co.uk> <36C611C4.1EF2546F@identicalsoft 
ware.com> <36C67CBD.1CCOA5C4@hinge.mistral.co.uk> <36C8EC95.220D6B38@identicalsoftwa 
re.com> <36C9397B.5C03CC4A@hinge.mistral.co.uk> <36CA25D4.21C19918@identicalsoftware 
-com> <36CA5CBA.C769392@hinge.mistral.co.uk> <36CE144B.79322E1F@identicalsoftware.co 
m> <36CEA3AC.C1A4151E@hinge.mistral.co.uk> <slrn7dl0ac.orl.tjs@longford.cs.monash.ed 
u.au> <36D13554. 9E398A4A@hinge.mistral.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 22 Feb 1999 10:45:40 +0000, Craig Graham wrote: 

> 

> 

>Toby Sargeant wrote: 

>> Is this done using BFD? Because if it is, I just automatically gained 
>> support for psx-exe format executables. Gotta love GNU. 


> 

>I'm not sure - I haven't downloaded it (I pay for my phone myself these 
>days). 

>I presume so - maybe I'll download it myself sometime. 


>Although, I would point out that it says it's an EGCS based compiler, not 
>GCC 2.7.7.2 as the Yaroze PC/Linux compiler most folks use (don't know 
>if that makes a difference). 


I'm using 2.8.0 (or possibly .1, I can't remember). It doesn't make a 
difference though. I downloaded the patch, which was very small, and I 
couldn't see _anything_ related to writing out psx-exe executables, which 
makes me highly suspicious that such a thing actually exists. Although it 
would be very easy to write, I don't think anyone's bothered. 


(Of course if anyone can verify that it _does_ exist, I'd be interested to 
hear about it) 


It's a little bit of a waste for the linker to output psx-exe executables, 
simply because they don't keep any debugging info. Building a psx-exe from 
an ecoff image works just as well, can be wrapped in a makefile, and has 
the benefit of leaving the debugging info intact in at least one place. 


The only real advantage is in upload tools, where it can dramatically 
cut down the number of cases that need to be handled. 


Toby. 
—-MESSAGE FILE 4874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03595 


—-MESSAGE FILE 4875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003596 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: red dwarf 

Date: Sun, 21 Feb 1999 23:49:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7asnfoSerp34@chuka.playstation.co.uk> 

References: <7ai0r5Sbtf21@chuka.playstation.co.uk> <36CDB5DE.5B4E48CB@cwcom.net> <01 
b9e06c$87e4ae00$7292a6c3@gareth> <7amivkSerp3@chuka.playstation.co.uk> <7amk7aSerp4@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.67.134.52 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


<snip> 
>What style of karate do you do? (wait let me guess, shotokan!?!) 
<snip> 


My style of Karate is called Wado-ru, which concentrates more on body 
evasion 
and speed than shotokan. 


so there Մ' go 


Rob 
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—-MESSAGE FILE 4875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03596 


—-MESSAGE FILE 4876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003597 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Mon, 22 Feb 1999 23:32:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36D1E90B.A192D200@manc.u-net.com> 
References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Yeah, I remember those difficult teenage years myself -- using capital letters in 
sentences was a real BITCH. 


Jim :-) 
Mark wrote: 


> this is just a kind of survey to see how many netyaroze people there r that r 
> teenagers. So if u r a teenage net yarozer please reply to this!!! 


—-MESSAGE FILE 4876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03597 


—-MESSAGE FILE 4877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003598 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: In-game advertising (was anti-mod chip / pirating / backups / etc.) 
Date: Mon, 22 Feb 1999 22:12:57 -0600 

Organization: Ed Federmeyer 

Lines: 30 

Message-ID: <7Jat9t5$8 jb7@scea> 

References: <7aQa6u$714@scea> <36C40EC4 .E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <7a3pvs$70p11@ch 
uka.playstation.co.uk> <slrn7cek9r.31s.tjs@longford.cs.monash.edu.au> <36C78CB5.85CD 
7DDC@hotmail.com> <slrn7cf3to.33b.tjs@longford.cs.monash.edu.au> <36C809B2.CA6FC2B0@ 
manc.u-net.com> <7a9kenS6p37@chuka.playstation.co.uk> <7acm12Sbtf2@chuka.playstation 
.co.uk> <7aeknbSbtf7@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1240 scee.yaroze.freetalk.english 
23598 


> Derek da Silva wrote in message 
<7aeknbSbtf7@chuka.playstation.co.uk>.. 

> >E.g. you might see more resources invested in developing a game with 
the 

> >help of the additional revenue from advertising. 

> 

> As long as we don't get any more Cool Spot or Chester Cheetah games, 
eh? 


Hmmm? I *liked* Cool Spot on the SNES. I just pulled it out 

the other weekend and played it as a matter of fact. It controls 

very well (it's very responsive, and intuitive). The little animations 
are very amusing and entertaining. (I love it when the Cool Spot 
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sticks hit tongue out at the player! :-) The music is pretty 
good, certainly peppy and appropriate for a "bubbly" game 
like it's supposed to be. 


About the only thing I didn't like about it was the bathtub level 
where if you fall into the water, your die, and there were places 
where you'd have "leaps of faith". Leaps of faith are 

a very bad thing in platformers. (Rayman on the PSX is also 

very very bad with leaps of faith. ugh. The "music" worlds 

are awful that way. Too bad, otherwise PSX Rayman is 

an okay game). 


What did you not like about Cool Spot? 


EdF 


—-MESSAGE FILE 4877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03598 


-—-MESSAGE FILE 4878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003599 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ ե JapLish 101 

Date: Tue, 23 Feb 1999 01:28:56 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36D274D8.DF3E9170@znet .com> 

References: <79o0ut1S$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-—88-105. 
al.nl> <7afiiqSbtf1l0@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-25.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1241 scee.yaroze.freetalk.english 
23599 


> DEnnis Brinkhuis wrote in message <ldmz8te.135rub8yhq0u4N@al-88- 

> >... but how do you pronoune Yaroze? 

> 

> The five Japanese vowels have only one pronunciation each - the ones that concern 
us here: 


> 

> a as in father 

> e as in edge or melody 

> o as in solo or oasis 

> 

> Each syllable is given equal stress, so yeah, I'd say 'yah-row-zay' is pretty clos 
e to the mark. 

> 

> Derek :%) 


Yes, that's row like in row your boat. 

As I understand it, 

for the o, don't round your lips as much as in english, and raise 
the back of tongue a little more than in english. 

For the Japanese word yaroze, it is actually a long o, meaning 

it is held for two counts, twice as long as the ah. 

To indicate this, the romanization (conversion to roman letters 
from japanese hirigana characters ya, ro, u, ze) should really be yarouze, 
which is how it appears sometimes so people wrongly 

pronounce it like pound or sour. Other romanization systems would 
have it yaroze with a bar over the o, or yarooze. 


I asked my Japanese teacher how it would be used and she said 
it's a rough word, for example, the Japanese Yakuza gangsters 
might say "yarouze" ("let's do it!") right before they kill someone. 
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Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 4878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03599 


—-MESSAGE FILE 4879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003600 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Tue, 23 Feb 1999 17:39:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7auougqSerp40@chuka.playstation.co.uk> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> <7 
as6eqSerp29@chuka.playstation.co.uk> <36D1A63E.6C40107C@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1242 scee.yaroze.freetalk.english 
:3600 


Yeah cool, as I'm not sure what time I'll be working yet I'll have to let 
you know later on. Will this be ok? 


Bob 

Scott Cartier wrote in message <36D1A63E.6C40107C@vmlabs.com>... 

>> Check the message above. I think the conference runs from the 15th March 
to 

>> the 19th, but dont quote me on that. 

> 


>I tried, but for some reason that message gave my news reader fits. 
> 


>Hmm, since that's during the week I won't be able to take time off to 


>meet during the day. If it's done later in the evening I could make 
>it. The later the better as traffic is a pain until around 7pm. 

> 

>Scott 


—-MESSAGE FILE 4879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03600 


—-MESSAGE FILE 4880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003601 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Tue, 23 Feb 1999 17:41:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7aup8mSerp41@chuka.playstation.co.uk> 
References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-—Host: th-en139-011.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm 15, if that helps. I do hope I'm the youngest so when I produce award 
winning and amazing games I can laugh at you all...just kidding! Anyway, I 
think Ed Fear's the youngest, at 13, I think (forgive me Ed if I'm wrong) 


Rikki 


Mark wrote in message <36dlaeel.8945243@news.playstation.co.uk>... 

>this is just a kind of survey to see how many netyaroze people there r that 
r 
>teenagers. So if u r a teenage net yarozer please reply to this!!! 
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—-MESSAGE FILE 4880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03601 


—-MESSAGE FILE 4881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003602 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - DATES 

Date: Tue, 23 Feb 1999 10:53:34 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <36D2F92E.BB4EBAC5@vmlabs.com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <36D18FA7.36BEBD3A@vmlabs.com> <7 
as6eqSerp29@chuka.playstation.co.uk> <36D1A63E.6C40107C@vmlabs.com> <7auougSerp40@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1243 scee.yaroze.freetalk.english 
23602 


> Yeah cool, as I'm not sure what time I'll be working yet I'll have to let 
> you know later on. Will this be ok? 


Yeah, no rush. Since it's during the week, chances are I won't make 
any conflicting plans between now and then. 


Scott 
—-MESSAGE FILE 4881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03602 


—-MESSAGE FILE 4882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003603 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Tue, 23 Feb 1999 18:32:57 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <36D33AA9.FC40BC4C@datasys.net> 

References: <36dlaeel.8945243@news.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 323.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Mark wrote: 


> 
> this is just a kind of survey to see how many netyaroze people there r that r 
> teenagers. So if u r a teenage net yarozer please reply to this!!! 


I'm 17. I got my net yaroze when I was 16. I'm just now starting to 
punch out some decent material... 


"Darco 
-—-MESSAGE FILE 4882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03603 


—-MESSAGE FILE 4883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003604 
Path: chuka.playstation.co.uk!news 
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From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: File Transfer Protocol 

Date: Wed, 24 Feb 1999 18:08:47 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 
Message-ID: <7b1f£j3S9pol0@chuka.playstation.co.uk> 

References: <36D13D4A.373D6692@manc.u-net.com> <36D157D1.71A9707Beécwcom.net> <7as6j5 
$8 jb4@scea> 

NNTP-Posting-Host: mfs-pci-bql-vty243.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


I have that problem with ftp explorer when PASV is switched on, 
its something that changed on the server a few months ago. 


Nick S 


Steve Spiller wrote in message <7as6j5$8jb4@scea>... 

>I've had the same problem with using FTP through a firewall. If you are 
>using a text-based client, try typing 'PASV' at the ftp prompt. If it's 
GUI 

>based, there should be a setting to allow you to use PASV mode. 


—-MESSAGE FILE 4883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03604 


—-MESSAGE FILE 4884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003605 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Handy newbie game programming site 

Date: Wed, 24 Feb 1999 23:02:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7b21ma$9poll1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-75.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya, 


I was "cruising" my bookmarked websites when I came upon this little gem - 
handy for newbie programmers, I suspect... 


http://www.intstudios.co.uk/gameon/index.htm 
Check it out - it's pretty useful (and it's just in the early stages) 
Nick F 


PS Bob + Mr Frosty - let's get those Edinburgh photos up!!! :) 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03605 


—-MESSAGE FILE 4885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003606 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Wed, 24 Feb 1999 23:34:10 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 17 

Message-ID: <developer-2402992334100001@192.168.0.1> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0v1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CFO0@datasys.net> <7a2cd1$2i83@scea> 
NNTP-Posting-Host: prol-159.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1244 scee.yaroze.freetalk.english 
23606 


When Internet, and Gaming systems become Interactive Broadcvast Television 
Media systems, where No Matter where you are, you can play anything, You 
either A: Have to put up with pointless advertising, or B: Pay through the 
nose for Ad-Less content. or C: Goto a media outlet and play a 
"Limited-Use" technologies. 


Only in Education, or as part of an Open Software Source group, will you 
see content that does not need to be protected. 


This means the target group that is focussing on Piracy, will have nothing 
to do but develop code. This may help. 


As for MP3, that was a opportunity lost by some distributors. But Look for 
those that adapt well. Especially with Audio Advertising. They will be the 
leaders well into the year 2000 and beyond. 


-sean 
--MESSAGE FILE 4885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03606 


--MESSAGE FILE 4886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003607 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Thu, 25 Feb 1999 12:28:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <36D541DC.3017DDA2@hinge.mistral.co.uk> 

References: <7a0a6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <developer-24029 
92334100001@192.168.0.1> 

NNTP-Posting-Host: 195.184.231.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1245 scee.yaroze.freetalk.english 
:3607 


Sean Kennedy wrote: 


When Internet, and Gaming systems become Interactive Broadcvast Television 
Media systems, where No Matter where you are, you can play anything, You 
either A: Have to put up with pointless advertising, or B: Pay through the 
nose for Ad-Less content. or C: Goto a media outlet and play a 
"Limited-Use" technologies. 


MN MYM 


I used to work for an interactive TV company (mentioning no names, but they 


are now part of Cable & Wireless). It's not all it's cracked up to 
Deiat s unless 
it's improved vastly in the last 6 monthes (if Che's reading this maybe he can 


comment) . 


It's funny, but a lot of the old hard-core programming team from there got 
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a yaroze (myself, Mark, Jose, Steve Dunn, Stevie Barnes) - even if I'm the 
only one who keeps up with it. Any of the old crew want to sing out about 
Interactive TV. 


> -sean 


Craig. 
(laughing now) 


—-MESSAGE FILE 4886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03607 


—-MESSAGE FILE 4887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003608 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Handy newbie game programming site 

Date: Thu, 25 Feb 1999 18:43:44 GMT 

Organization: Twisted Minds 

Lines: 26 

Message-ID: <36d599d7.4138413@news.playstation.co.uk> 
References: <7b21ma$9poll1@chuka.playstation.co.uk> 
NNTP-Posting-Host: du-1146.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


COOL!!! 


On Wed, 24 Feb 1999 23:02:42 -0000, "Nick Ferguson" <nickf@saqnet.co.uk> wrote: 


<“>Hiya, 

<*> 

<*>I was "cruising" my bookmarked websites when I came upon this little gem - 
<“>handy for newbie programmers, I suspect... 

<*> 

<“>http://www.intstudios.co.uk/gameon/index.htm 

<*> 

<*>Check it out - it's pretty useful (and it's just in the early stages) 


cS 

“>Nick F 

aS 

“>PS Bob + Mr Frosty - let's get those Edinburgh photos up!!! :) 
“> 

“>www.saqnet.co.uk/users/nickf 


>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 


> > 


"Game over, man. Game over!" 


RAN KAKA AAAKAKAAAA 


>> > 


VV V V 


--MESSAGE FILE 4887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03608 


—-MESSAGE FILE 4888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003609 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Handy newbie game programming site 

Date: Thu, 25 Feb 1999 20:05:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7b4adc$9pol19@chuka.playstation.co.uk> 

References: <7b21ma$9pol1ll1l@chuka.playstation.co.uk> <36d599d7.4138413@news.playstatio 
n.co.uk> 

NNTP-Posting-Host: dialup137-97.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Mark wrote in message <36d599d7.4138413@news.playstation.co.uk>... 
>COOL!!! 


Those crazy kids, huh? ;-) 


Nick F 


—-MESSAGE FILE 4888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03609 


—-MESSAGE FILE 4889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003610 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: red dwarf 

Date: Fri, 26 Feb 1999 00:02:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7b4o0b2S9po20@chuka.playstation.co.uk> 
References: <7ai0r5$btf21@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-93.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Great episode of Red Dwarf today, much better than last weeks. 

Actually Craig Charles did a gig down our Uni (Greenwich) on Tuesday, funny 
guy, and A LOT different to what you see on TV! 

Lets just say what you see on TV is VERY mild stuff! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03610 


-—-MESSAGE FILE 4890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003611 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Thu, 25 Feb 1999 18:46:44 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <ldnr792.euybzolkjym6é4N@dnai-207-181-206-14.dialup.dnai.com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: dnai-207-181-206-14.dialup.dnai.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1246 scee.yaroze.freetalk.english 
23611 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote: 
Hi all, 
I posted a message a while back seeing if anyone except myself were thinking 


of going to the GDC in San Jose CA this year. I know that Will Atkin 
responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


VVVVYV 


i'll be at the gdc this year, all week. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 4890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03611 


—-MESSAGE FILE 4891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003612 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The end ? 

Date: Fri, 26 Feb 1999 18:51:46 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <36D6ED41.3B806C4E@cwcom.net> 
NNTP-Posting-Host: 193.82.133.236 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi all, 


Well, looks like Europe has finally caught up with the rest of the world 
and run out Yaroze's. Poo. I'd even managed to convince two mates of 
mine to take the plunge and buy one - now I have to explain to them why 
they can't!!! Oh well, such is life. 


I hope the productivity does not die down as a result of this (not that 
mine can die down any further!!!). A word of thanks to Sony for 
allowing us to still use the server - pretty neat gesture I thought. 


Any comments ? 
Cheers! 


Tones 8) 
Grateful he was one of the lucky people who purchased one of the best 
innovations in recent times. 


—-MESSAGE FILE 4891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03612 


-—-MESSAGE FILE 4892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003613 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: mathengine SDK 
Date: Sat, 27 Feb 1999 20:53:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7b9lufS9po25@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-28.erbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo, 
Anyone checked out the Mathengine SDK at www.mathengine.com ? 


Its a free to try game physics engine creator. Not sure if its possible to 
use it with yaroze though, only d/ling it now. Oh and if you use it 
commercially you have to pay, not sure if this applies to demo disc stuff or 
whatever, have to read the lisc. agreement. 


later... 
matt 


—-MESSAGE FILE 4892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03613 
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-—-MESSAGE FILE 4893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003614 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The end ? 

Date: 28 Feb 1999 00:59:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <01b9e5e0S0de5d380Sac82a6c3@gareth> 
References: <36D6ED41.3B806C4E@cwcom.net> 
NNTP-Posting-Host: 212.56.92.241 

X-Newsreader: Microsoft Internet News 4.70.1161 


I feel grateful to be part of one of the greatest gestures of video games 
history, the Net Yaroze, but equally upset that no sooner have I joined 
than I find out the project is being scrapped. 


Okay, so maybe scrapped isn't quite the right word because were gonna have 
support from Sony and each other (what about CodeWarrior?) but it still 8 
black day. 


Gareth... 


—-MESSAGE FILE 4893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03614 


—-MESSAGE FILE 4894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003615 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: playstation 2 

Date: Sun, 28 Feb 1999 12:42:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36d93950.632204@www.netyaroze-europe. com> 
NNTP-Posting-Host: pD4s04a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Just thought Id point out how wrong and unreliiable Edge is about most 
things, and the fact that its an 'upmarket' magazine means dont take 
anything you read without reminding yourself its edge first. What 
could I be talking about? 


not much :) 


blimey, its gone quiet around here, hasn't it... maybe most of the 
(old) regular members have all got jobs or something... 


Robert 


Robert_swan@playstation.sony.com 
—-MESSAGE FILE 4894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03615 


—-MESSAGE FILE 4895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003616 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: 28 Feb 1999 18:24:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01be6347$8c5ebf40S0a3ddec2@sonia> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0S0de5d380Sac82a6c3@gareth> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Wo, wo, wo. You're scaring me here guys! What's all this about 'great 
gestures' and 'scrapped'. I've only just got my NY and I've every intention 
of getting my money's worth from it! 


Lets not forget that it's users like you and me, not Sony, who will decide 
when the NY project ends. So let's not go putting the flowers on the grave 
just yet. 


- Miles 


Gareth <gareth@yaroze.force9.co.uk> wrote in article 
<01b9e5e0S0de5d380Sac82a6c3@gareth>... 

> I feel grateful to be part of one of the greatest gestures of video games 
> history, the Net Yaroze, but equally upset that no sooner have I joined 

> than I find out the project is being scrapped. 


> Okay, so maybe scrapped isn't quite the right word because were gonna 


> support from Sony and each other (what about CodeWarrior?) but it still a 
black day. 


> 
> 
> Gareth... 
> 
> 


—-MESSAGE FILE 4895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
03616 


—-MESSAGE FILE 4896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0003617 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: Sun, 28 Feb 1999 20:05:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7bc7ifSabn6@chuka.playstation.co.uk> 
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glish/000 


english/0 


References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0SO0de5d380Sac82a6c3@gareth> <01be6 


3478 8c5ebf40S0a3ddec2@sonia> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Lets not forget that it's users like you and me, not Sony, who will decide 
>when the NY project ends. So let's not go putting the flowers on the grave 
>just yet. 


Well according to my contract (the application form you signed to get Net 
Yaroze) SCEE only have to run the Yaroze server and Net Yaroze membership 
until June 30th 2000 minimum, after that time they can terminate membership 
with 30 days notice. 


So it's very much upto Sony how long the NY project lasts, with any luck 
Sony will see the Yaroze program as a success and when PS2 is released they 
will consider doing a Yaroze 2, except with some of the cool features that 
developers get, and a way of getting members games published (even if it is 
on a budget label) 


Nigel Critten 
Also a new member (late last year) 


—-MESSAGE FILE 4896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03617 
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—-MESSAGE FILE 4897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003618 

Path: chuka.playstation.co.uk!news 

From: Akinyele Westerfield <westerfield.akinyele@gameszone.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Truespace 

Date: Tue, 02 Mar 1999 16:17:34 +0000 

Organization: ICL 

Lines: 11 

Message-ID: <36DCOF1E.B1F368AC@gameszone.net> 

References: <36907556.7D71B27B@édeskmail.com> 

NNTP-Posting-Host: ba6.icl.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Do you still need the serial number for the truespace? 
Brian West wrote: 


Does anyone know where in the magazine the serial number for Truespace 
in PC Answers is? 


I picked up a copy (for £12 !!!!!) in a Copenhagen newsagents so 
I'm not sure if the serial number been deliberately left off or if I 
just need a pair of glasses. 


VV NV V V V 


—-MESSAGE FILE 4897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03618 


—-MESSAGE FILE 4898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003619 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 02 Mar 1999 16:45:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <36DC15B3.54D31DDF@easynet.co.uk> 
References: <36d93950.632204@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Yeah, I took that article with a pinch of salt. And next month they're 
planning to reveal more too. 


The problem with all this hype though, false or otherwise, is that when 
Sony finally do release details it can only be a disappointment. Either 
that or they'll wait too long and by the time the console is released 
games won't be 'in' anymore and the kids will have gone back to 
skateboarding. 


Either way, my prediction is that PSX2 won't be as successful as the 
original. We've reached the peak of the gaming cycle and soon the 
industry will be taking a downturn. 

Phil 


Barry & Robert Swan wrote: 


Just thought Id point out how wrong and unreliiable Edge is about most 
things, and the fact that its an 'upmarket' magazine means dont take 
anything you read without reminding yourself its edge first. What 
could I be talking about? 


V V V V V 
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not much :) 


blimey, its gone quiet around here, hasn't it... maybe most of the 
(old) regular members have all got jobs or something... 


Robert 


VVVVVVVV 


Robert_swan@playstation.sony.com 


—-MESSAGE FILE 4898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03619 


—-MESSAGE FILE 4899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003620 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 02 Mar 1999 16:55:09 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <36DC17ED.55C49399@scee.sony.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


philip gooch wrote: 
> 


> Yeah, I took that article with a pinch of salt. And next month they're 
> planning to reveal more too. 


http://www.playstation-europe.com/pr 


> The problem with all this hype though, false or otherwise, is that when 
> Sony finally do release details it can only be a disappointment. 


Umm... Nah. 

> Either 

> that or they'll wait too long and by the time the console is released 
> games won't be 'in' anymore and the kids will have gone back to 

> skateboarding. 


Umm.... Nah. 


> Either way, my prediction is that PSX2 won't be as successful as the 
> original. We've reached the peak of the gaming cycle and soon the 
> industry will be taking a downturn. 


Umm.... Nah. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


The cigarette does the smoking, YOU'RE just the sucker!! 
—-MESSAGE FILE 4899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03620 


—-MESSAGE FILE 4900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003621 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Charles Nicholson" <chnicholson@vassar.edu> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Mon, 1 Mar 1999 02:32:47 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <7bdfsuSbsd2@scea> 

References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-Host: chnicholson.vassar.edu 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I turn 20 in late april, and it is indeed funny how time flies. 

I haven't produced anything impressive as of yet, but i'm about halfway 
through a BSP compiler for 3d studio max .ASE files, and then it's onto the 
portal visibility generator, and then (a few months i'd LIKE to say but god 
knows) start mowing away at a true 3d engine. 


-charles 


--MESSAGE FILE 4900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03621 


--MESSAGE FILE 4901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003622 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xgramirez@home.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Mon, 01 Mar 1999 20:30:26 -0800 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <36DB6961.F8226C6@home. com> 

References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-Host: cx351023-a.cvl.sdca.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


heheh Im a teenager!!!! IM 15 i got my yaroze when i was 14 but now im 15 
yataa!!! my name is chris ramirez, 
mina-san sayonara! 


Mark wrote: 


> this is just a kind of survey to see how many netyaroze people there r that r 
> teenagers. So if u r a teenage net yarozer please reply to this!!! 


—-MESSAGE FILE 4901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03622 


—-MESSAGE FILE 4902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003623 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 02 Mar 1999 17:12:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <36DC1IBFF.C753BDF2@cwcom.net> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
.uk> 

NNTP-Posting-Host: 193.82.133.206 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Ummm, 
Definately Nah!!! 


Tones 8) 
Salivating over his copy of the technical specs..... 


—-MESSAGE FILE 4902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03623 


-—-MESSAGE FILE 4903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003624 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 02 Mar 1999 17:18:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36DC1D58.D4AAF145@easynet.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


http://www.playstation-europe.com/pr 
But how much will all this cost -£5000? 


Still, looks like Sega are f£**cked - again! 


Phil 


—-MESSAGE FILE 4903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03624 


—-MESSAGE FILE 4904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003625 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: Tue, 02 Mar 1999 09:08:20 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36DC1B04.12046580@vmlabs.com> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0SO0de5d380Sac82a6c3@gareth> <01be6 
34788c5ebf40S0a3ddec2@sonia> <7bc7ifSabn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs25.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


> With any luck Sony will see the Yaroze program as a success and when 
> PS2 is released they will consider doing a Yaroze 2 


As long as PS2 isn't $840 :) 
—-MESSAGE FILE 4904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03625 


-—-MESSAGE FILE 4905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003626 
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Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 02 Mar 1999 18:00:39 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <36DC2747.DBEFEFOB@scee.sony.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


philip gooch wrote: 

> 

> http://www.playstation-europe.com/pr 

> 

> But how much will all this cost -£5000? 


The Nikkei screwed up - the Japanese have an alternate way of writing down numbers, 
and they 

mistranslated. The proper translation should have read "in the 10s of thousands of y 
en"; 16. Y 

30-50,000, which is about £150-250. Considering it will probably be a DVD player as 
well, I'm not 

surprised it's slightly higher than DC. I don't know what the pricing position is, i 
t wasn't in any 

of the Press Releases. 


Great that it's backwards compatible, can play DVDs, has 32Mb and can kick a PIII's 
bottom in some 
respects... 


See http://www.game-online.com for some images that will make your jaw drop. 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


The cigarette does the smoking, YOU'RE just the sucker!! 
—-MESSAGE FILE 4905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03626 


—-MESSAGE FILE 4906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003627 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Members Demo Hub 

Date: Tue, 2 Mar 1999 17:27:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7bh9hbS9hel@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-69.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3627 scee.yaroze.mydemos: 
405 


Hey all, 

Contrary to popular belief I'm not dead, and neither (I hope) is the 
Member's Demo Hub, so please get in the habit of mailing me (see the txt 
form on my homepage) when you post your awesome demos here. 


This has been a somewhat muted public service announcement. 
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Nick F 


PS Hey ho, it's quiet, innit? 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 4906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03627 


—-MESSAGE FILE 4907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003628 

Path: chuka.playstation.co.uk!news 

From: “Robert Anderberg" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Mon, 22 Feb 1999 23:10:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7bhb7s$9he2@chuka.playstation.co.uk> 

References: <36dlaeel.8945243@news.playstation.co.uk> <36D1D20D.73E82AEF@dolphin94.f 
reeserve.co.uk> 

NNTP-Posting-Host: 212.67.133.67 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


if ս r a teenager does that mean u must communicate in s i n g l1 e letters 
or am I being 2 pedantic about 1 message 


<snip> 
>> this is just a kind of survey to see how many netyaroze people there r 
that r 


>> teenagers. So if u r a teenage net yarozer please reply to this!!! 
> 

>I distinctly remember being 1 once,dose that count???? 

<snip> 


-—-MESSAGE FILE 4907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03628 


—-MESSAGE FILE 4908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003629 

Path: chuka.playstation.co.uk!news 

From: "“WickedNun" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 

Subject: proposition 

Date: Tue, 2 Mar 1999 18:31:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7bhb7uS9he4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.67.133.67 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3629 scee.yaroze.event: 93 
scee.yaroze.beginners:732 


Ok all you doomsayers, the yaroze isn't dead untill people stop developing 
for it. I'm going to start a yaroze page on freeserve, this will include 
help, tutorials, demos and yaroze media, basically the same as the support 
site is now, so if anyone wants to add demos, games or tutorial files reply 
to this group or e-mail me at wickednun@callnetuk.com 


Rob 
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—-MESSAGE FILE 4908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03629 


—-MESSAGE FILE 4909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003630 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Tue, 02 Mar 1999 18:41:51 GMT 

Organization: Twisted Minds 

Lines: 18 

Message-ID: <36dc30d9.6533680@news.playstation.co.uk> 

References: <36dlaeel.8945243@news.playstation.co.uk> <36D1D20D.73E82AEF@dolphin94.f 
reeserve.co.uk> <7bhb7sS9he2@chuka.playstation.co.uk> 

NNTP-Posting-Host: du-1108.claranet.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


no it just means i am too lazy to type properly 


On Mon, 22 Feb 1999 23:10:11 -0000, "Robert Anderberg" <wickednun@callnetuk.com> 
wrote: 


<^>if ս r a teenager does that mean u must communicate in s i n g 1 e letters 
<*>or am I being 2 pedantic about 1 message 

<*> 

<“><snip> 


<*>>> this is just a kind of survey to see how many netyaroze people there r 
<^>that r 

<^>>> teenagers. So if u r a teenage net yarozer please reply to this!!! 
Հ՞»» 

<^>>I distinctly remember being 1 once,dose that count???? 

Հ՞-ՀՏուք» 

Հ՞» 

<> 


—-MESSAGE FILE 4909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03630 


—-MESSAGE FILE 4910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003631 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Tue, 02 Mar 1999 18:43:04 GMT 

Organization: Twisted Minds 

Lines: 16 

Message-ID: <36dc312b.6615385@news.playstation.co.uk> 

References: <36dlaeel.8945243@news.playstation.co.uk> <36DB6961.F8226C6@home. com> 
NNTP-Posting-Host: du-1108.claranet.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


Cool whats your e-mail address 


On Mon, 01 Mar 1999 20:30:26 -0800, Chris Ramirez <xgramirez@home.com> wrote: 


<*>heheh Im a teenager!!!! IM 15 i got my yaroze when i was 14 but now im 15 
<*>yataa!!! my name is chris ramirez, 

<“>mina-san sayonara! 

<*> 

<*“>Mark wrote: 

<*> 


Հ՞»» this is just a kind of survey to see how many netyaroze people there r that 
£ 

<*>> teenagers. So if ս r a teenage net yarozer please reply to this!!! 

<*> 
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—-MESSAGE FILE 4910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03631 


—-MESSAGE FILE 4911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003632 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Handy newbie game programming site 

Date: Tue, 02 Mar 1999 18:43:44 GMT 

Organization: Twisted Minds 

Lines: 16 

Message-ID: <36dc3152.6654567@news.playstation.co.uk> 

References: <7b21ma$9poll@chuka.playstation.co.uk> <36d599d7.4138413@news.playstatio 
n.co.uk> <7b4adc$9pol19@chuka.playstation.co.uk> 

NNTP-Posting-Host: du-1108.claranet.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


HEY!! 1! 
who u calling crazy!! 
On Thu, 25 Feb 1999 20:05:36 -0000, "Nick Ferguson" <nickf@saqnet.co.uk> wrote: 


<*>Mark wrote in message <36d599d7.4138413@news.playstation.co.uk>... 
<*>>COOL!!! 


Those crazy kids, huh? ;-) 


—-MESSAGE FILE 4911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03632 


—-MESSAGE FILE 4912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003633 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: 2 Mar 1999 19:23:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0lbe64e2$315e4240S0a3ddec2@sonia> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0SO0de5d380Sac82a6c3@gareth> ՀՕ1Ե66 
3478 8c5ebf40S0a3ddec2@sonia> <7bc7ifSabn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hmm, I see your point. The bit about having to hand back or destroy the 
development kit is a bit scary! 


> Well according to my contract (the application form you signed to get Net 
> Yaroze) SCEE only have to run the Yaroze server and Net Yaroze membership 
> until June 30th 2000 minimum, after that time they can terminate 
membership 

> with 30 days notice. 


—-MESSAGE FILE 4912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03633 


-—-MESSAGE FILE 4913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003634 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 
Subject: Re: proposition 


Net Yaroze newsgroups message dump.txt 


Date: Tue, 2 Mar 1999 19:34:41 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <7bhegvS9he5@chuka.playstation.co.uk> 
References: <7bhb7uS9he4@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 


X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3634 scee.yaroze.event:94 


scee.yaroze.beginners:733 
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I'm not sure you are allowed to do that, I would check your Application 
form, I think it says something about not publishing Yaroze code outside the 


Yaroze membership 
I could be wrong 


Nigel 


WickedNun wrote in message <7bhb7uS$9he4@chuka.playstation.co.uk>... 
>Ok all you doomsayers, the yaroze isn't dead untill people stop developing 


>for it. I'm going to start a yaroze page on freeserve, 


this will include 


>help, tutorials, demos and yaroze media, basically the same as the support 
>site is now, so if anyone wants to add demos, games or tutorial files reply 


>to this group or e-mail me at wickednun@callnetuk. 


> 


>Rob 
> 


> 
> 
> 


com 


—-MESSAGE FILE 4913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03634 


—-MESSAGE FILE 4914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003635 
Path: chuka.playstation.co.uk!news 
From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 


Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 


Subject: Re: proposition 

Date: 2 Mar 1999 19:39:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <0Olbe64e4$62bb0f 60S0a3ddec2@sonia> 
References: <7bhb7uS9he4@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3635 scee.yaroze.event:95 


scee.yaroze.beginners:734 


This is a great idea for the future but unless I've missed something Sony 


aren't actually killing or scapping the Yaroze project. 


If their press 


release is to be believed they're going to continue supporting existing 


academic and private users for some time to come. 


If Sony have got a termination date in mind then they should publish it in 
order to give owners time to prepare with alternative ways of comunicating 
- that is providing they don't inforce their license and ask for all the 


development libraries back! 


Personally, I don't see myself getting tired of Yaroze programming just yet 
and I just hope that Sony's announcement doesn't dishearten too many other 


users. As for Yaroze-2; how many NY or commercial 


developers 


excluded) have really pushed playstation to its limits? 


WickedNun <wickednun@callnetuk.com> wrote in article 


<7bhb7u$ 9he4@chuka.playstation.co.uk>... 


(Konami 


> Ok all you doomsayers, the yaroze isn't dead untill people stop 
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developing 

> for it. I'm going to start a yaroze page on freeserve, this will include 
> help, tutorials, demos and yaroze media, basically the same as the 
support 
> site is now, so if anyone wants to add demos, games or tutorial files 
reply 

> to this group or e-mail me at wickednun@callnetuk.com 

> 

> Rob 


—-MESSAGE FILE 4914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03635 


—-MESSAGE FILE 4915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003636 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 2 Mar 1999 19:47:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7bhf10S9he6@chuka.playstation.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> 

NNTP-Posting-Host: mfs-pci-bqg-vty185.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


James Russell wrote in message <36DC2747.DBEFEFOB@scee.sony.co.uk>... 
>See http://www.game-online.com for some images that will make your jaw 
drop. 


eerrrmm 
- WOW - one _serious_ piece of kit. 


Nick S 


—-MESSAGE FILE 4915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03636 


—-MESSAGE FILE 4916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003637 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mathengine SDK 

Date: Tue, 02 Mar 1999 20:03:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7bhg6f$S9he7@chuka.playstation.co.uk> 

References: <7b9lufS$9po25@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm01-25.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Anyone checked out the Mathengine SDK at www.mathengine.com ? 


Its a free to try game physics engine creator. Not sure if its possible to 


> 
> 
> 
> use it with yaroze though, only d/ling it now. 


As it is it's not - it's x86 only. I can't imagine it or anything similar 
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making it onto the Yaroze (or PSX), as it doen't make sense to create a 
generic physics engine for such hardware. To do so you would at minimum need 
to use floating point representation, and without built in FP hardware the 
PSX sucks worse even than a 80486 at FP. 


The best solution on the Yaroze/PSX is an engine hard coded around the PSX's 
hardware limitations to suit your particular requirements. This lets you 
choose (e.g.) a fixed point representation for variables that makes sense in 
your game universe, and lets you simplify/eliminate calculations and steps 
where they will not be noticed in your engine, such as assuming all drag is 
linear, or using constants to allow the compiler to pre-calculate expression 
and sub-expression results. 


I imagine such a generic engine would be very well suited to future consoles 
such as the one announced by Sony today. which has horsepower enough to cope 
with anything PCs can in FP, epecially vectored FP of the sort useful for 
physics simulations. Such an engine might help developers working on 
cross-platform titles, or who want to prototype on PC before porting to a 
console. 


But IMHO an even better solution is to hire a maths graduate with C 
experience and set them to it, as the maths of such engines is hardly rocket 
science. The one I'm working on already does rigid body simulation a lot 
more sophisticated than the one described on mathengine's pages, which seems 
to involve some pretty gross simulations such as all collisions are between 
objects which can be treated as spheres. Fine for bouncing balls but not 
much else. 


John 
—-MESSAGE FILE 4916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03637 


—-MESSAGE FILE 4917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003638 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: Tue, 02 Mar 1999 20:38:06 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <36DC4C2E.6C7548BF@scee.sony.co.uk> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <7bhegvS9he5@chuka.playstation.co. 

uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3638 scee.yaroze.event:96 
scee.yaroze.beginners:735 


Nigel Critten wrote: 
> 


> I'm not sure you are allowed to do that, I would check your Application 
> form, I think it says something about not publishing Yaroze code outside the 
> Yaroze membership 


Yaroze code is fine, it's things like the tools and the libraries that you're not al 
lowed to make 

available. 

We're definitely not closing down support - we've just run out! 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
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The cigarette does the smoking, YOU'RE just the sucker!! 
—-MESSAGE FILE 4917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03638 


-—-MESSAGE FILE 4918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003639 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: Tue, 2 Mar 1999 16:41:51 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <7bhm0d$bsd8@scea> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <Olbe64e4S62bb0f 60S0a3ddec2@sonia> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3639 scee.yaroze.event:97 
scee.yaroze.beginners:736 


Hehe... 
I hope you're excluding SquareSoft and Namco too.... 


-charles 


>Personally, I don't see myself getting tired of Yaroze programming just yet 
>and I just hope that Sony's announcement doesn't dishearten too many other 
>users. As for Yaroze-2; how many NY or commercial developers (Konami 
>excluded) have really pushed playstation to its limits? 

> 

> 

> 

>WickedNun <wickednun@callnetuk.com> wrote in article 

><7bhb7u$ 9he4@chuka.playstation.co.uk>... 

>> Ok all you doomsayers, the yaroze isn't dead untill people stop 
>developing 

>> for it. I'm going to start a yaroze page on freeserve, this will include 
>> help, tutorials, demos and yaroze media, basically the same as the 
>support 
>> site is now, so if anyone wants to add demos, games or tutorial files 
>reply 

>> to this group or e-mail me at wickednun@callnetuk.com 

>> 

>> Rob 

> 


-—-MESSAGE FILE 4918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03639 


—-MESSAGE FILE 4919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003640 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: 2 Mar 1999 23:13:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01be6502$43377340S0a3ddec2@sonia> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <Olbe64e4S62bb0f 60S0a3ddec2@sonia> 
<7bhm0d$bsd8@scea> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3640 scee.yaroze.event: 98 
scee.yaroze.beginners:737 


FFVII, didn't do much for me I'm afraid ... Yes, seriously. 
Namco. Tekken3, RR4, hmmm. OK, I'll give you that one. 
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(But just wait until you see my latest epic: Spinning 3D Yaroze, WITH 
controller! Coming just a soon a I finish texture mapping the controller - 
grrrrr, lousy RSDTool). 


Charles Nicholson <chnicholson@vassar.edu> wrote in article 
<7bhm0dS$bsd8@scea>... 

> Hehe... 

> I hope you're excluding SquareSoft and Namco too.... 

> 

> -charles 


—-MESSAGE FILE 4919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03640 


—-MESSAGE FILE 4920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003641 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: Tue, 02 Mar 1999 17:45:40 -0500 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <36DC6A14.D6A1FA33@datasys.net> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0S0de5d380Sac82a6c3@gareth> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 348.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


Gareth wrote: 


I feel grateful to be part of one of the greatest gestures of video games 
history, the Net Yaroze, but equally upset that no sooner have I joined 
than I find out the project is being scrapped. 


Okay, so maybe scrapped isn't quite the right word because were gonna have 
support from Sony and each other (what about CodeWarrior?) but it still 8 
black day. 


VVVVVVVVV 


You're right, scrapped isn't the right word. I came to the same rash 
conclusions as well when SCEA ran out of units, but they were unfounded 
and I caused some undue anexiety among the SCEA member pool. 


The truth is that there is no reason to think that sony is scrapping the 
program... They probably only made 3 batches of black units(One batch 
for each territory), and when they run out then it's no more new members 
- Not the apocolyptic doom that we fear. 


"Darco 
—-MESSAGE FILE 4920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03641 


—-MESSAGE FILE 4921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003642 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: Tue, 02 Mar 1999 17:48:48 -0500 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <36DC6AD0.1199EE7C@datasys.net> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <0Olbe64e4S62bb0f60S0a3ddec2@sonia> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 348.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3642 scee.yaroze.event:99 
scee.yaroze.beginners:738 


Miles Buzzing wrote: 


This is a great idea for the future but unless I've missed something Sony 
aren't actually killing or scapping the Yaroze project. If their press 
release is to be believed they're going to continue supporting existing 
academic and private users for some time to come. 


If Sony have got a termination date in mind then they should publish it in 
order to give owners time to prepare with alternative ways of comunicating 
- that is providing they don't inforce their license and ask for all the 
development libraries back! 


VVVVVVVVV VV 


Certainly such action would be followed by a swift lawsuit! What would 
sony want with thousands of black playstations anyway? 


> Personally, I don't see myself getting tired of Yaroze programming just yet 
> and I just hope that Sony's announcement doesn't dishearten too many other 
> users. 


"Darco 
—-MESSAGE FILE 4921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03642 


-—-MESSAGE FILE 4922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003643 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: Wed, 3 Mar 1999 01:10:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7bi26eS9he8@chuka.playstation.co.uk> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <0lbe64e4S62bb0f 60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3643 scee.yaroze.event:10 
0 scee.yaroze.beginners:739 


>> — that is providing they don't inforce their license and ask for all the 
>> development libraries back! 

>> 

> 

>Certainly such action would be followed by a swift lawsuit! What would 
>sony want with thousands of black playstations anyway? 


I don't think it's a lawsuit you would win, as we all signed a contract 
saying Sony could take the machines back with 30days notice 


Nigel 


-—-MESSAGE FILE 4922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03643 


—-MESSAGE FILE 4923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003644 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 
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Date: Tue, 2 Mar 1999 17:19:27 -0800 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <7bi2mf$d5f1@scea> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> 

NNTP-Posting-Host: tide71.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.203 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.203 


Here are some good PS2 links: 


http://psx.ign.com/news/7138.html 
http://psx.ign.com/news/7141.html 


And the specs to drool over: 
http://psx.ign.com/news/7135.html 


-Steve 


James Russell <James_Russell@scee.sony.co.uk> wrote in message 
news: 36DC2747.DBEFEFOB@scee.sony.co.uk... 

> philip gooch wrote: 

> 


> http://www.playstation-europe.com/pr 
> 
> But how much will all this cost -£5000? 


VVVVV 


> The Nikkei screwed up - the Japanese have an alternate way of writing down 
numbers, and they 

> mistranslated. The proper translation should have read "in the 10s of 
thousands of yen", ie. Y 

> 30-50,000, which is about £150-250. Considering it will probably be a DVD 
player as well, I'm not 

> surprised it's slightly higher than DC. I don't know what the pricing 
position is, it wasn't in any 


> of the Press Releases. 

> 

> Great that it's backwards compatible, can play DVDs, has 32Mb and can kick 
a PIII's bottom in some 

> respects... 

> 

> See http://www.game-online.com for some images that will make your jaw 
drop. 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 

> == Developer Support Engineer - Sony Computer Entertainment Europe 

> 

> 


The cigarette does the smoking, YOU'RE just the sucker!! 


—-MESSAGE FILE 4923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03644 


—-MESSAGE FILE 4924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003645 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: 3 Mar 1999 06:57:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01be6543$2abd0f00S0a3ddec2@sonia> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <O0lbe64e4S62bb0f 60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> 
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NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3645 scee.yaroze.event:10 
1 scee.yaroze.beginners: 740 


You love your license agreement don't you Nigel չ-) 
Seriously through, I can't really imagine that Sony will inforce the 


"return development kit clause'. The logistics of gathering in & checking 
the equipment and software would be a nighmare. 


In addition -and lets be honest here - faced with a demand to hand back 
their kit, many Yaroze owners would try every trick in the book to 

crack/hack & copy the libraries, dongle etc before doing so - creating a 
flood of 'unorthorised' development kits where there weren't any before! 


I'm pretty sure than when the black day comes and Sony finally do 
officially end the Yaroze project, if they do anything they will take the 
more pragmatic approach of asking users to 'destroy' their development 
libraries and withdraw the official license. 


- Miles 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in article 

<7bi26eS$ 9he8@chuka.playstation.co.uk>... 

> >> - that is providing they don't inforce their license and ask for all 
the 

>> development libraries back! 

>> 

> 

>Certainly such action would be followed by a swift lawsuit! What would 
>sony want with thousands of black playstations anyway? 


v 


I don't think it's a lawsuit you would win, as we all signed a contract 
saying Sony could take the machines back with 30days notice 


Nigel 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 4924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03645 


—-MESSAGE FILE 4925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003646 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: anti-mod chip / pirating / backups / etc. 

Date: Tue, 2 Mar 1999 08:50:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7biqvrS9he9@chuka.playstation.co.uk> 

References: <7aQa6u$714@scea> <36C40EC4.E4082468@datasys.net> <7al87mSo0vl1l0@chuka.pl 
aystation.co.uk> <36C488C0.8DF59CF0@datasys.net> <7a2cd1$2i83@scea> <developer-24029 
92334100001@192.168.0.1> <36D541DC.3017DDA2@hinge.mistral.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1247 scee.yaroze.freetalk.english 
23646 


I am now painting boats in Greece for a living. 

With regards to interactive TV, I must say that the Euro 96 interactive 
stuff was absolutely incredible. 

I'd even compare this greatness to the quality of their Windows tools. 
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Craig, where's my wedding invite? 


Steve 
Boato Painto Corp. 
Boats painted from as little as 100 drac 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

news: 36D541DC.3017DDA2@hinge.mistral.co.uk... 

> 

> 

>Sean Kennedy wrote: 

> 

>> When Internet, and Gaming systems become Interactive Broadcvast 
Television 

>> Media systems, where No Matter where you are, you can play anything, You 
>> either A: Have to put up with pointless advertising, or B: Pay through 
the 

>> nose for Ad-Less content. or C: Goto a media outlet and play a 

>> "Limited-Use" technologies. 


> 

>I used to work for an interactive TV company (mentioning no names, but they 
>are now part of Cable & Wireless). It's not all it's cracked up to 

PDS ie, e unless 

>it's improved vastly in the last 6 monthes (if Che's reading this maybe he 


can 


> 

>comment). 

> 

>It's funny, but a lot of the old hard-core programming team from there got 
>a yaroze (myself, Mark, Jose, Steve Dunn, Stevie Barnes) - even if I'm the 


>only one who keeps up with it. Any of the old crew want to sing out about 
>Interactive TV. 

> 

>> -sean 

> 

>Craig. 

>(laughing now) 

> 

> 


—-MESSAGE FILE 4925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03646 


—-MESSAGE FILE 4926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003647 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Pictures 

Date: Wed, 3 Mar 1999 09:06:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7bitsmS$9hel0@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


I've just looked at the pictures of PS2 demos at www.game-online.com and I 
was wondering if it would be possible for SCEE to post some AVI's of the 
actual demos running. It would make an interesting talking point. 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 4926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03647 
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-—-MESSAGE FILE 4927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003648 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Hmmm 

Date: Wed, 03 Mar 1999 09:35:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <36DD0277.1447@bristol.ac.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: n63.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:446 scea.yaroze.pr 
ogramming.codewarrior:390 scee.yaroze.freetalk.english:3648 scea.yaroze.freetalk:124 


OK, at the risk of sounding like a complete moron, where is the update? 
I've searched the Metrowerks site and found nothing, am I looking in the 
wrong place, or has it not been released yet? 


Cheers, 


Tom 
—-MESSAGE FILE 4927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03648 


-—-MESSAGE FILE 4928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003649 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 
Subject: Re: proposition 

Date: Wed, 03 Mar 1999 10:22:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36DD0D79.319EE9A6@easynet.co.uk> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <O0lbe64e4S62bb0f 60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

do0f00S0a3ddec2@sonia> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3649 scee.yaroze.event:10 
2 scee.yaroze.beginners: 741 


Miles Buzzing wrote: 


I'm pretty sure than when the black day comes and Sony finally do 
officially end the Yaroze project, if they do anything they will take the 
more pragmatic approach of asking users to 'destroy' their development 
libraries and withdraw the official license. 


V V V V 


I'm not sure they'd even ask us to do that. By the time the license expires 
the PSX2 will be out in Japan and the original Playstation/Yaroze will have 
ZX Spectrum status in the gaming world :). No one will be using the original 
libraries commercially anymore by then. 


I can't see what Sony would have to lose by letting people continue to 
develop for the Yaroze for as long as they want to. 
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—-MESSAGE FILE 4928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03649 


—-MESSAGE FILE 4929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003650 

Path: chuka.playstation.co.uk!news 

From: Phil McCarthy <ma5pwm@bath.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Wed, 03 Mar 1999 11:15:23 +0000 
Organization: University of Bath 

Lines: 17 

Message-ID: <36DD19CB.33ED@bath.ac.uk> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> 
NNTP-Posting-Host: midge.bath.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.6 sun4m) 


ROBERT C SHAND wrote: 
Hi all, 
I've just looked at the pictures of PS2 demos at www.game-online.com and I 


was wondering if it would be possible for SCEE to post some AVI's of the 
actual demos running. It would make an interesting talking point. 


Bob 
298rcs@tay.ac.uk 


VVVVVVV VV 


Next-generation have some MPEGS up now. I got some others last night 
from IGN (I think). Looks pretty phenomenal. 


Cheers, 

Phil. 

—-MESSAGE FILE 4929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03650 


-—-MESSAGE FILE 4930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003651 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Thu, 4 Mar 1999 00:27:26 +1300 

Organization: Sidhe Interactive 

Lines: 25 

Message-ID: <7bj5r6S$9hell@chuka.playstation.co.uk> 
References: <7bitsm$9hel0@chuka.playstation.co.uk> 
NNTP-Posting-Host: p41-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 

<7bitsm$ 9hel0@chuka.playstation.co.uk>... 

>Hi all, 

> 

>I've just looked at the pictures of PS2 demos at www.game-online.com and I 
>was wondering if it would be possible for SCEE to post some AVI's of the 
>actual demos running. It would make an interesting talking point. 


The links at the bottom of 
http://www.next-generation.com/jsmid/news/5972.html 


look like they lead to MPEG movies of some of the demos. 
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Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


-—-MESSAGE FILE 4930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03651 


—-MESSAGE FILE 4931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003652 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 3 Mar 1999 11:33:24 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 25 

Message-ID: <7bj6m4$9hel2@chuka.playstation.co.uk> 
References: <7bitsm$9hel0@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (286 32bit) 


Hi Rob, Bob, 
Check out "www.next-generation.com" for some videos. 


George 


In article <7bitsmS9hel0@chuka.playstation.co.uk>, 298rcs@tay.ac.uk says... 
> 

>Hi all, 

> 

>I've just looked at the pictures of PS2 demos at www.game-online.com and I 
>was wondering if it would be possible for SCEE to post some AVI's of the 
>actual demos running. It would make an interesting talking point. 

> 

>Bob 

>298rcs@tay.ac.uk 

> 

> 

> 


—-MESSAGE FILE 4931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03652 


—-MESSAGE FILE 4932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003653 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: 3 Mar 1999 11:36:04 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 29 

Message-ID: <7bj6r4S$9hel3@chuka.playstation.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> <7bi2mf$d5f1@scea> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 
You might want to check out 
"www.playstation-europe.com" 


for press releases. 


Regards, 


George 


In article <7bi2mfSd5fl@scea>, sspiller@microsoft.com says... 
> 

>Here are some good PS2 links: 

> 
>http://psx.ign.com/news/7138.html 
>http://psx.ign.com/news/7141.html 
> 

>And the specs to drool over: 
>http://psx.ign.com/news/7135.html 
> 

>-Steve 


—-MESSAGE FILE 4932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03653 


-—-MESSAGE FILE 4933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003654 

Path: chuka.playstation.co.uk!news 

From: “ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 13:03:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7bjbosS$9hel4@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:447 scea.yaroze.pr 
ogramming.codewarrior:391 scee.yaroze.freetalk.english:3654 scea.yaroze.freetalk:124 


I check the site for the update every couple of days and I still haven't 
seen it :-( 


The guy at Metrowerks said he would mail me when the pacth was actually 
released. All I can suggest is that we (as a collective group <grin>) mail 
Metrowerks technical support to enquire where the patch has gone. 
Apparently it has finished being tested. 


Cheers 
Bob 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 
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> 
> Tom 


—-MESSAGE FILE 4933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03654 


—-MESSAGE FILE 4934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003655 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
Subject: Re: proposition 

Date: Wed, 03 Mar 1999 13:21:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36DD3753.656BDCOE@dma-—design.com> 

References: <7bhb7uS$9he4@chuka.playstation.co.uk> <Olbe64e4S$62bb0f 60S 0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3655 scee.yaroze.event:10 
3 scee.yaroze.beginners: 742 


Miles Buzzing wrote: 

> 

> Seriously through, I can't really imagine that Sony will inforce the 

> 'return development kit clause'. The logistics of gathering in & checking 
> the equipment and software would be a nighmare. 


Ummmm... As far as I understand the licence, the actual physical black 
Playstation is *ours*. That's /not/ the development kit that we licence. 
We're effectively licencing the memory card, the two dev CDs, the 
manuals + the link cable. /That's/ what we would theoretically have to 
return, /not/ the actual machine. 


I'm pretty sure than when the black day comes and Sony finally do 
officially end the Yaroze project, if they do anything they will take the 
more pragmatic approach of asking users to 'destroy' their development 
libraries and withdraw the official license. 


V V V v 


I think we're collectively worrying about nothing here. 


Brian @ pMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 4934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03655 


—-MESSAGE FILE 4935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003656 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Wed, 3 Mar 1999 16:23:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <7bjnpvS$9hel5@chuka.playstation.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> <7bi2mfSd5f1l@scea> <7b j6r4$9hel3@chuka.playstation.co.uk> 
Reply-To: "Mike Hatfield" <mjhatfield@email.msn.com> 

NNTP-Posting-Host: mail.ridgeway-sys.com 
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X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


And here are those all-important specs for those too lazy to dig them 
ԾԱՆ» ares 


CPU: 
CPU Core: 128 bit RISC (MIPS IV-subset) 
Clock Frequency: 300 MHz 
Integer Unit: 64 bit (2-way Superscalar) 
Multimedia extended instructions: 107 instructions at 128 bit width 
Integer General Purpose Register: 32 at 128 bit width 
TLB: 48 double entries 
Instruction Cache: 16 KB (2-way) 
Data Cache: 8 KB (2-way) 
Scratch Pad RAM: 16 KB (Dual port) 
Main Memory: 32 MB (Direct RDRAM 2ch@800MHz) 
Memory Bandwidth: 3.2 GB/sec !! 
DMA: 10 channels 
Co-processorl: FPU (FMAC x 1, FDIV x 1), Micro Memory (1:4KB D:4KB) 
Co-processor2: VUO (FMAC x 4, FDIV x 1), Micro Memory (1:4KB D:4KB) 
Vector Processing Unit ՄՍԼ (FMAC x 5, FDIV x 2), Micro Memory (1:16KB 
D:16KB) 
Floating Point Performance: 6.2 GFLOPS !! 
Geometry: 
+ Perspective Transformation: 66 million polygons / sec 
+ Lighting: 38 million polygons / sec 
+ Fog: 36 million polygons / sec 
Curved Surface Generation (Bezier): 16 million polygons / sec 
Image Processing Unit: MPEG2 Macroblock Layer Decoder 
Image Processing Performance: 150 million pixels / sec 
Gate Width: 0.18 micron 
VDD Voltage: 1.8 V 
Power Consumption: 15 watts 
Metal Layers: 4 
Total Transistors: 10.5 million 
Die Size: 240 mm2 
Package: 540 pin PBGA 


Graphics: 
Graphics Synthesizer Features and General Specifications: 

GS Core: Parallel Rendering Processor with embedded DRAM 

Clock Frequency: 150 MHz 

No. of Pixel Engines: 16 (in Parallel) 

Embedded DRAM: 4 MB of multi-port DRAM (Synced at 150MHz) 

Total Memory Bandwidth: 48 gigabytes per second !! 

Combined Internal Data Bus Bandwidth: 2,560 bit !! 

Read: 1,024 bit 

Write: 1,024 bit 

Texture: 512 bit 

Display Color Depth: 32 bit (RGBA: 8 bits each) 

Z Buffering: 32 bit 

Rendering Functions: Texture Mapping, Bump Mapping, Fogging, Alpha 
Blending, Bi- and Tri-Linear Filtering, MIPMAP, Anti-aliasing, Multi-pass 
Rendering 


Rendering Performance: 
Pixel Fill Rate: 2.4 giga pixel per second (with Z buffer and Alphablend 
enabled), 1.2 giga pixel per second (with Z buffer, Alpha and Texture) 
Particle Drawing Rate: 150 million/sec 


Polygon Drawing Rate: 75 million/sec (small polygon), 50 million/sec (48 
pixel quad with Z and A), 30 million/sec (50 pixel triangle with Z and A), 
25 million/sec (48 pixel quad with Z, A and T) 


Sprite Drawing Rate: 18.75 million (8 x 8 pixels) 


Silicon Process Technology: 0.25 4-level metal 
Total Number of Transistors: 43 million 

Die Size: 279 mm2 

Package Type: 384 pin BGA 


Sound: 
"SPU2+CPU" 
Number of Voices ADPCM: 48ch on SPU2 plus definable, software programmable 
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voices 
Sampling Frequency 44.1 KHz or 48 KHz (selectable) 


IOP: 
I/O Processor 
CPU Core PlayStation (current) CPU 
Clock Frequency 33.8MHz or 37.5MHz (Selectable) 
Sub Bus 32 Bit 
Interface Types IEEE1394, Universal Serial Bus (USB) 
Communication via PC-Card (PCMCIA) 


Disc Device: 
CD-ROM and DVD-ROM 


Cheers, 
Mike 


-—-MESSAGE FILE 4935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03656 


—-MESSAGE FILE 4936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003657 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Wed, 3 Mar 1999 18:04:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7bjti8$9hel6@chuka.playstation.co.uk> 
References: <36d93950.632204@www.netyaroze-europe. com> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Of course the big question is will Sony let us mortals program it, and more 
to the point will they let us program it properly instead on insisting on 
using ultra high level libraries? 


If Sony wanted to expand the Yaroze program I like to see a Yaroze 
membership with a bit more freedom, of course USB and Firewire make 
insteresting ways of connecting to the machine, if only we could have a 
program like the Amiga days, where anyone could get access to the stuff, but 
keep the license scheme so Sony can still make it's money on the games as 
they have done in the past. 


Nigel 


—-MESSAGE FILE 4936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03657 


—-MESSAGE FILE 4937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003658 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graeme.evans@ieee.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Wed, 3 Mar 1999 18:39:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7bjvqs$9hel8@chuka.playstation.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> <7bi2mfSd5f1l@scea> <7bj6r4$9hel3@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
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last wednesdays electronics weekly had a nice block diagram and more 
detailed specs of the CPU, that got presented at the ISSCC. It sounds like 
one serious piece of silicon. 


>You might want to check out 


> 
>"www.playstation-europe.com" 
> 

>for press releases. 

> 


—-MESSAGE FILE 4937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03658 


-—-MESSAGE FILE 4938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003659 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Wed, 03 Mar 1999 20:10:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7bk4uk$9he20@chuka.playstation.co.uk> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> 
<36DD19CB.33ED@bath.ac.uk> 

NNTP-Posting-Host: th-pm00-12.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


>> I've just looked at the pictures of PS2 demos at www.game-online.com and I 
>> was wondering if it would be possible for SCEE to post some AVI's of the 
>> actual demos running. It would make an interesting talking point. 


> Next-generation have some MPEGS up now. I got some others last night 
> from IGN (I think). Looks pretty phenomenal. 


I suggest anyone interested look at both the movies AND the piccies, as the 
movies are too blurry to really impress, but once you've had a look at the 
(quite hi-res and sharp) piccies you appreciate much better the power of the 
hardware driving the demos. 


John 
-—-MESSAGE FILE 4938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03659 


—-MESSAGE FILE 4939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003660 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: 3 Mar 1999 21:54:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01b9e9b2$194e1f40$655c38d4@gareth> 

References: <36d93950.632204@www.netyaroze-europe.com> <7bjti8S$9hel6@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: 212.56.92.101 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Of course the big question is will Sony let us mortals program it, and 
more 

> to the point will they let us program it properly instead on insisting on 
> using ultra high level libraries? 
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Seing as it's gonna be backwards compatible do you think we'll be able to 
use is as a Yaroze? Just plug in the access card, CD-ROM and cable? 


—-MESSAGE FILE 4939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03660 


—-MESSAGE FILE 4940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003661 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 3 Mar 1999 23:01:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0lbe65c9$b92082a0S0a3ddec2@sonia> 
References: <7bitsm$9hel0@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


> I've just looked at the pictures of PS2 demos at www.game-online.com.... 


Oh, my, God. 

Look at the quality of some of those demo screen shots! And backwards 
compatibility - official! Why hasn't anyone done it before? I don't know 
about the rest of you but I've always missed my favourite games when moving 
to new technology regardless of technical superiority - Revs on the BBC, 
Stunt Car Racer on the Amiga, Street Fighter II on the SNES. 


—-MESSAGE FILE 4940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03661 


—-MESSAGE FILE 4941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003662 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <Michael.Enoch@vissci.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: teenagers?? 

Date: Thu, 4 Mar 1999 10:13:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <7blm5t$9he25@chuka.playstation.co.uk> 
References: <36dlaeel.8945243@news.playstation.co.uk> 
NNTP-Posting-Host: wiggum.vissci.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm 19, I guess I qualify. 
Mike. 


Mark wrote in message <36dlaeel.8945243@news.playstation.co.uk>... 

>this is just a kind of survey to see how many netyaroze people there r that 
È 
>teenagers. So if u r a teenage net yarozer please reply to this!!! 


--MESSAGE FILE 4941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03662 


--MESSAGE FILE 4942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003663 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: The end ? 

Date: Thu, 04 Mar 1999 01:59:42 -0800 
Organization: SCEA News Server 

Lines: 32 

Message-ID: <36DE598E.B7FCD919@znet .com> 
References: <36D6ED41.3B806C4E@cwcom.net> 
NNTP-Posting-Host: scts1-21.znet.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Tones wrote: 
Hi all, 


Well, looks like Europe has finally caught up with the rest of the world 
and run out Yaroze's. Poo. I'd even managed to convince two mates of 
mine to take the plunge and buy one - now I have to explain to them why 
they can't!!! Oh well, such is life. 


VV V V V V V 


whilst poking around for PS2 news on the Sony Japan page 
http://www.scei.co.jp/news-fr.html 


I saw something about the Yaroze, which in my limited 
understanding of Japanese seemed to say something about 
re-releasing the Yaroze there, although I didn't see 
any dates attached to the story. 


Also there is a yaroze programming contest by Japanese Dengeki-Oh magazine 
with a deadline of april 8 of this year. 


however, the Japanese yaroze site 
http://wwwl.scei.co.jp/YJ.html 

hasn't been updated since last july, 

so I don't know what's really happening over there. 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender. html 

—-MESSAGE FILE 4942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03663 


—-MESSAGE FILE 4943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003664 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm - Good news 

Date: Thu, 4 Mar 1999 10:45:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <7blo3k$9he26@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:448 scea.yaroze.pr 
ogramming.codewarrior:392 scee.yaroze.freetalk.english:3664 scea.yaroze.freetalk:125 


The update has now been released, I've just checked the Metrowerks site and 
it still doesn't show but it is on the SCEE Yaroze server, check under the 
news section for details. The pacth is under development in the tools 
section. 


Hope this helps 
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Bob 
298rcs@tay.ac.uk 


>OK, at the risk of sounding like a complete moron, where is the update? 
>I've searched the Metrowerks site and found nothing, am I looking in the 
>wrong place, or has it not been released yet? 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 4943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03664 


—-MESSAGE FILE 4944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003665 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: They think it's all over! 

Date: Thu, 4 Mar 1999 11:55:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <7blscsS$9he28@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-38.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ok, calm down people ;) 


SCEE announce that they have run out of yarozes (and lets face it, it had to 
happen sooner or later) and some people start freaking out! 

Although its unfortunate that the yarozes are now out of stock (everyone 
here should have one anyway!) it's great news to hear that everything else 
will continue as normal. In fact as far as I'm concerned everything is the 
same as it was before the announcement. 

As for returning the development kit back once the licence agreement expires 
I very much doubt SCEE will ask for them back or make people destroy them. 
Why would they? They would have nothing to gain and a lot to lose if they 
took such action. That clause is there for people who breach their contract. 


Lastly, I'd like to congratulate SCEE for doing a great job on their 
announcement making it perfectly clear what was happening and why. 
Obviously from the response it seems some people haven't bothered to read 
it: http://www.netyaroze-europe.com/yaroze/news/nyfag2.htm 


Just to summarise: 


— "the website will continue to be available" 
- "as originally promised there are no plans for any additional future fees" 
- "the newsgroups will continue to be available" 


- "support will continue to be available" 

- "The [Fame Game] competition will continue" 
They think it's all over..... it ain't yet! 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 4944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03665 


-—-MESSAGE FILE 4945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003666 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mathengine SDK 

Date: Thu, 4 Mar 1999 13:50:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7bm2sp$9he29@chuka.playstation.co.uk> 
References: <7b9lufS9po25@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.60.160.18 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Have you noticed that in the 3rd parties press release 
www.playstation-europe.com/pr/ under the R&D section Mathengine is 
mentioned. It looks like there could be a specific version of Mathengine 
especially for the PSX2 with the Emotion Engine. 


Bob 
298rcs@tay.ac.uk 


Matt Verran wrote in message <7b9lufS$9po25@chuka.playstation.co.uk>... 
>lo, 

> 

> Anyone checked out the Mathengine SDK at www.mathengine.com ? 

> 

>Its a free to try game physics engine creator. Not sure if its possible to 
>use it with yaroze though, only d/ling it now. Oh and if you use it 
>commercially you have to pay, not sure if this applies to demo disc stuff 
or 

>whatever, have to read the lisc. agreement. 

> 

> 

>later... 

>matt 

> 

> 


—-MESSAGE FILE 4945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03666 


—-MESSAGE FILE 4946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003667 
Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hmmm 

Date: Wed, 3 Mar 1999 18:19:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7bmi24S9he30@chuka.playstation.co.uk> 

References: <79bvmiSdjc2@chuka.playstation.co.uk> <36DD0277.1447@bristol.ac.uk> <7bj 
bos$9hel4@chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-205-3.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:451 scea.yaroze.pr 
ogramming.codewarrior:393 scee.yaroze.freetalk.english:3667 scea.yaroze.freetalk:125 
4 


I just went to www.metrowerks.com 


followed the downloads link, chose Codewarrior for Net Yaroze in the list 
box, chose a link to download it from. 


Did take me a few try though, server kept on timing out. 


Also I don't know what difference it made! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 
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ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7bjbos$9hel4@chuka.playstation.co.uk>... 

>I check the site for the update every couple of days and I still haven't 
>seen it :-( 

> 

>The guy at Metrowerks said he would mail me when the pacth was actually 
>released. All I can suggest is that we (as a collective group <grin>) mail 
>Metrowerks technical support to enquire where the patch has gone. 
>Apparently it has finished being tested. 

> 

>Cheers 

>Bob 

> 

>>OK, at the risk of sounding like a complete moron, where is the update? 
>>I've searched the Metrowerks site and found nothing, am I looking in the 
>>wrong place, or has it not been released yet? 

>> 

>>Cheers, 

>> 

>> Tom 

> 

> 


—-MESSAGE FILE 4946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03667 


—-MESSAGE FILE 4947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003668 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Thu, 4 Mar 1999 19:26:49 -0000 

Organization: Zygote Commando 

Lines: 38 

Message-ID: <MPG.1148eed11e01f£353989680@www.netyaroze-europe. com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> 

NNTP-Posting-Host: lunarl.demon.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


In article <01be65c9S$b92082a0S0a3ddec2@sonia>, miles@guildfrd.demon.co.uk 
wrote... 

> 

> > I've just looked at the pictures of PS2 demos at www.game-online.com.... 
> 

> Oh, my, God. 


But ages to a UK release I bet. I want one now :) 


Actually... Talking of specs, and I know this wish is a bit late, I'd 
quite liked to have seen a high speed IR port in it so you don't need to 
muck about with wires when you are linking the consoles up. And if you 
had one of those IR light switches you could get games that turned the 
lights out at really scary moments just to give you a heart attack :) 


> Look at the quality of some of those demo screen shots! And backwards 
> compatibility - official! Why hasn't anyone done it before? I don't know 


Hey, don't forget the Colour Gameboy :) 


This throw-it-away-and-start-again attitude in the computer/console 
industry is quite amazing though. You would have thought someone might 
have spotted the benefits of backward compatibility a while ago. 


> about the rest of you but I've always missed my favourite games when moving 
> to new technology regardless of technical superiority - Revs on the BBC, 
> Stunt Car Racer on the Amiga, Street Fighter II on the SNES. 


Ah... Stunt Car Racer. What fun :) 
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I better stop it now before I go all misty eyed and nostalgic on 
everyone... 


bye... 

Dave 

[Who wonders if he is the only person to remember Potty Pigeon by 

Gremlin] 

—-MESSAGE FILE 4947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03668 


—-MESSAGE FILE 4948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003669 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 4 Mar 1999 19:54:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0lbe6678Se2edda60$0a3ddec2@sonia> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <0O1lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe. com> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Dave 
> [Who wonders if he is the only person to remember Potty Pigeon by 
> Gremlin] 


Potty Pigeon :-) How about Penetrator, School Daze, Arcadia & Bug-Off. 
You'll hear a lot about emulators for the old machines - but don't go 
loading them whatever you do. Best remember these games through those 
nostalgia goggles. 


I friend of mine dug out his old Spectrum a couple of years back. How 
excided we were as we dusted it off and looked for a suficiently crappy 
cassette player - you know, the ones that everyone had in the '70s but 
simply don't exist now. Breathless with anticipation we watched the 
hypnotic red and cyan lines flick across the screen as we loaded JET SET 
WILLY. Oh dear, it only look a few seconds of play. Slowly we turned to 
each other. Neither of us wanted to say it. In the end we said it together 
"this is SHITE!". 


—-MESSAGE FILE 4948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03669 


-—-MESSAGE FILE 4949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003670 

Path: chuka.playstation.co.uk!news 

From: "Tony Bolton" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event, scee.yaroze.beginners 

Subject: Re: proposition 

Date: Thu, 4 Mar 1999 21:40:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7bmum1$9he33@chuka.playstation.co.uk> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <Olbe64e4S62bb0f 60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> <36DD3753.656BDCOE@dma-—design. com> 

NNTP-Posting-Host: modem-76.doctor.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3670 scee.yaroze.event:10 
4 scee.yaroze.beginners:744 


Yep, 


That's how I pretty much understood it as well. The psx is ours, the dev 
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software isn't. Pretty simple, really. 


Besides, I don't know why everyone is worrying about 'maybe' having to hand 
back the dev software stuff anyway - by the time that comes (if ever), we'll 
all be playing on our PSX2 and worrying about coding our game for the Yaroze 
2. He hehe! ;) 


Cheers! 


Tones 8) 

Brian Baird wrote in message <36DD3753.656BDCOE@dma-—design.com>... 
>Miles Buzzing wrote: 

>> 

>> Seriously through, I can't really imagine that Sony will inforce the 
>> 'return development kit clause'. The logistics of gathering in & checking 
>> the equipment and software would be a nighmare. 

> 

>Ummmm... As far as I understand the licence, the actual physical black 
>Playstation is *ours*. That's /not/ the development kit that we licence. 
>We're effectively licencing the memory card, the two dev CDs, the 
>manuals + the link cable. /That's/ what we would theoretically have to 
>return, /not/ the actual machine. 

> 

>*snip* 

>I think we're collectively worrying about nothing here. 

> 

>—— 

> 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 


—-MESSAGE FILE 4949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03670 


—-MESSAGE FILE 4950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003671 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Thu, 4 Mar 1999 22:07:44 -0000 

Organization: Zygote Commando 

Lines: 28 
Message-ID: <MPG.1149148eeb6b59a8 989681 @www.netyaroze-europe. com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <0Olbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> 
NNTP-Posting-Host: lunarl.demon.co.uk 
X-Newsreader: MicroPlanet Gravity v2.10 


In article <01lbe6678Se2edda60S0a3ddec2@sonia>, miles@guildfrd.demon.co.uk 
wrote... 
> > Dave 

> [Who wonders if he is the only person to remember Potty Pigeon by 

> Gremlin] 


You'll hear a lot about emulators for the old machines - but don't go 
loading them whatever you do. Best remember these games through those 


> 
> 
> 
> Potty Pigeon :-) How about Penetrator, School Daze, Arcadia ե Bug-Off. 
> 
> 
> nostalgia goggles. 


Heh :) Probably. Its like seeing all those old TV programmes repeated. 
When you were a kid you thought they were great. But then you see them 15 
years later realise what a pile of cack they really were :) 


[snippety] 

> hypnotic red and cyan lines flick across the screen as we loaded JET SET 

> WILLY. Oh dear, it only look a few seconds of play. Slowly we turned to 

> each other. Neither of us wanted to say it. In the end we said it together 
>... "this is SHITE!", 
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Shurely not Jet Set Willy! I will cling to my memories like a 
particularly bloody minded limpet :) 


bye... 

Dave 

[Who is rather glad that we don't have colour charts as an anti-piracy 

measure these days] 

—-MESSAGE FILE 4950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03671 


—-MESSAGE FILE 4951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003672 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Next generation games? 

Date: Thu, 4 Mar 1999 22:22:20 -0000 

Organization: Zygote Commando 

Lines: 23 

Message-ID: <MPG.114917f£4e974ccc9989682@www.netyaroze-europe. com> 
NNTP-Posting-Host: lunarl.demon.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


Well, if all the hype is to be believed, the playstations successor will 
be a rather amazing beast. Its graphics capabilities seem to be getting 
close to being as good as you can get on normal (NTSC or PAL) TV's, with 
plenty of CPU power left to spare. 


So, what will programmers do with all those free processor cycles? Anyone 
care to venture a guess on the next revolution in gaming or what they 
would like to see as the next revolution? Currently we are pretty much in 
the graphics revolution, but that will probably change in the near future 
as graphics become as good as can be displayed. 


Personally, I see two main areas for games to improve. AI, which, lets be 
honest, is pretty rubbish in all games (although that is not the 
programmers fault. It is a really complex area and still a pretty young 
field of research.) and control mechanisms for games. 


There could be interesting times ahead... 


bye... 

Dave 

["If you go down to the woods today... you might stumble on something 

your government doesn't want you to see"] 

—-MESSAGE FILE 4951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03672 


—-MESSAGE FILE 4952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003673 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Thu, 04 Mar 1999 15:02:17 -0800 

Organization: 

Lines: 15 

Message-ID: <36DF10F9.B7E10C2E@shell.jps.net> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> <7bhf10S9he6@chuka.playstation.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-220.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Ditto: wow. I just hope the case design is going to have vents on the 
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top side this time or a seriously large freon pack... 
- e! 


Nick Slaven wrote: 


James Russell wrote in message <36DC2747.DBEFEFOB@scee.sony.co.uk>... 
>See http://www.game-online.com for some images that will make your jaw 
drop. 


eerrrmm 
- WOW - one _serious_ piece of kit. 


VVVVVVVVV 


Nick S 
—-MESSAGE FILE 4952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03673 


—-MESSAGE FILE 4953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003674 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Thu, 04 Mar 1999 23:22:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7bn4j1S9he34@chuka.playstation.co.uk> 

References: <36d93950.632204@www.netyaroze-—europe. com> 
<7bjti8$9hel6@chuka.playstation.co.uk> 
<01b9e9b2$194e1 F408 655c38d4egareth> 

NNTP-Posting-Host: th-pm03-52.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Backwards compatible does not mean it will be usable as a Yaroze: normal 
PSXs cannot boot from the Yaroze disk, and there will unlilely be a link 
cable port for the Yaroze cable, given the other expansion ports. 


But with it's [rumoured] USB ports and VESA monitor support you should in 
theory be able to just plug in a keyboard, mouse + monitor and with the 
right software used to boot it use the PSX 2 itself to develop on. Ora 
network PC card in the card slot for remote debugging. The PSX 2 as 
described is powerful enough and flexible enough to eliminate the need of a 
"Yaroze 2' special model for development, and even a PC. 


> Seing as it's gonna be backwards compatible do you think we'll be able to 
> use is as a Yaroze? Just plug in the access card, CD-ROM and cable? 
—-MESSAGE FILE 4953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03674 


—-MESSAGE FILE 4954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003675 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Thu, 4 Mar 1999 23:22:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7bn4leS9he35@chuka.playstation.co.uk> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8989681@www.netyaroze-europe. com> 

NNTP-Posting-Host: th-en138-226.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Heh :) Probably. Its like seeing all those old TV programmes repeated. 
>When you were a kid you thought they were great. But then you see them 15 


Net Yaroze newsgroups message dump.txt Page 3185 


>years later realise what a pile of cack they really were :) 
> 


Actually, you only see them as a pile of cack compared to what you're used 
to now. I remember believing FIFA International Soccer to be the best footy 
game ever, but even that is unplayable after a couple of goes on FIFA '99! 


Rikki 


—-MESSAGE FILE 4954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03675 


—-MESSAGE FILE 4955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003676 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next generation games? 

Date: Thu, 4 Mar 1999 23:29:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7bn514S9he37@chuka.playstation.co.uk> 

References: <MPG.114917£4e974ccc9989682@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-en138-226.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I would like to see some more random levels/tracks/etc. in games, which will 
mean there will be less possibility for walkthroughs which in my opinion 
ruin games. Also, I think it would be good if a game could increase 
difficulty with performance within the game, in real time. 

Anyway, I'm probable talking crap, and will review this and write some more 
when I think of it. 


Rikki 


David Wagner wrote in message š 

>Well, if all the hype is to be believed, the playstations successor will 
>be a rather amazing Dbeast. Its graphics capabilities seem to be getting 
>close to being as good as you can get on normal (NTSC or PAL) TV's, with 
>plenty of CPU power left to spare. 

> 

>So, what will programmers do with all those free processor cycles? Anyone 
>care to venture a guess on the next revolution in gaming or what they 
>would like to see as the next revolution? Currently we are pretty much in 
>the graphics revolution, but that will probably change in the near future 
>as graphics become as good as can be displayed. 

> 
>Personally, I see two main areas for games to improve. AI, which, lets be 
>honest, is pretty rubbish in all games (although that is not the 
>programmers fault. It is a really complex area and still a pretty young 
>field of research.) and control mechanisms for games. 


> 

>There could be interesting times ahead... 

> 

> 

>bye... 

>Dave 

>["If you go down to the woods today... you might stumble on something 


>your government doesn't want you to see"] 


-—-MESSAGE FILE 4955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03676 


-—-MESSAGE FILE 4956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003677 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: playstation 2 

Date: Thu, 04 Mar 1999 15:08:46 -0800 

Organization: 

Lines: 18 

Message-ID: <36DF127E.2BBF9D60@shell.jps.net> 

References: <36d93950.632204@www.netyaroze-europe.com> <7bjti8S$9hel6@chuka.playstati 
on.co.uk> <01b9e9b2$194e1f40$655c38d4@gareth> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-220.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


There would probably have to be a completely new kit. Just suppose 
you're stuck with the serial cable we have now. It takes well over a 
minute to load most of the games, and that's only a fraction of the 
data that you'd want to send to the PSX2. Considering you've now got 
the ability to send 32-bit images and probably a lot more sound data, 
IMO nothing less than USB will do.... 


- e! 

Gareth wrote: 

> Of course the big question is will Sony let us mortals program it, and 
more 


> to the point will they let us program it properly instead on insisting on 
> using ultra high level libraries? 


Seing as it's gonna be backwards compatible do you think we'll be able to 
use is as a Yaroze? Just plug in the access card, CD-ROM and cable? 
—-MESSAGE FILE 4956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03677 


VVVVVVVV 


—-MESSAGE FILE 4957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003678 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GAMES GRAPHICS CD FOR A FIVER 

Date: Fri, 5 Mar 1999 02:59:29 +0100 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldnylip.85ssqjl2wk6x2N@al-—88-114.a1l.nl> 

References: <ldnilzwt.1lvc4p5ujjvw5cN@al-88-100.al.nl> <7acSam$btfl@chuka.playstation. 
co.uk> <ldncikb.1tbqllmvaeh8wN@al-—88-124.al.nl> <01b9e13d$2a156860S$e85d38d4@gareth> 
<36D02C8D.F63D77F@datasys.net> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@datasys.net> wrote: 


consider buying a copy. 


> gareth wrote: 

>> 

> > What about breaking it into mutiple .zip files then we can download them 
> > one at a time? 

>> 

> 

> I think that he wants us to buy the CD instead of downloading it. :) Not 
> a bad price for such a lot of work... If I were in europe I might 

> 

> 

> 


"Darco 

You're right! There is a lot of effort in it, and here is where it 
stops. You wan't me to sent it to the US? sent me a $10 note and I sent 
it to you.. 


Cheers, 


DEnnis.. 


Net Yaroze newsgroups message dump.txt Page 3187 


—-MESSAGE FILE 4957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03678 


—-MESSAGE FILE 4958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003679 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PC with stylee! 

Date: Fri, 5 Mar 1999 02:59:32 +0100 

Organization: Debri Productions 

Lines: 12 

Message-ID: <ldny1x1.8u4ebvlbyyxfkN@al-—88-114.al.nl1> 

References: <01b9dbad$94487140Scl3cac3e@gareth> <7a9kr4S6p38@chuka.playstation.co.uk 
> <7a908a$6p310@chuka.playstation.co.uk> <ldnajxe.lg6bb8r3soqf4N@[194.151.88.142]> Հ 
Jaa7mmsS 6p315@chuka.playstation.co.uk> <ldncgt2.1lpbkszw1t45e18N@al-—88-124.al.nl> <7ai 
49aSbtf25@chuka.playstation.co.uk> <7ai4djS$btf26@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 


Oh dear that probably didn't come across right, I know the BBC VE people 
worked on Red Dwarf as well as other companies (That Starbug model has been 
shipped all over london :) 


V V V V 


cool, i did not know that. 
cheers, 


DEnnis.. 
--MESSAGE FILE 4958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03679 


--MESSAGE FILE 4959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003680 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 5 Mar 1999 07:21:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <0lbe66d8$ca1l51160S0a3ddec2@sonia> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <0O1lbe65c9$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8989681@www.netyaroze-europe. com> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Dave 
> [Who is rather glad that we don't have colour charts as an anti-piracy 
> measure these days] 


Does anyone also remember that plastic prism thing that came with Elite (I 
think) on the Spectrum. You had to hold it over a randomly generated 
pattern on the screen to reveal the code - but it hardly ever bloody 
worked! You just had to keep on reloading the game over and over until you 
got one you could decode - how we laughed :)) 


—-MESSAGE FILE 4959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03680 


—-MESSAGE FILE 4960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003681 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 
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Subject: Re: proposition 

Date: Fri, 05 Mar 1999 07:26:01 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36DFCD59.B950F007@datasys.net> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <0lbe64e4S62bb0f 60S0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

do0f00S0a3ddec2@sonia> <36DD3753.656BDCOE@dma-—design. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 289.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3681 scee.yaroze.event:10 
5 scee.yaroze.beginners: 746 


Brian Baird wrote: 


Ummmm... As far as I understand the licence, the actual physical black 
Playstation is *ours*. That's /not/ the development kit that we licence. 
We're effectively licencing the memory card, the two dev CDs, the 
manuals + the link cable. /That's/ what we would theoretically have to 
return, /not/ the actual machine. 


VVVVVVV 


That's true... They did come in seperate packages. The most they could 
ask us to do is back up everything in the "Software Development Tool" 
box and send that back, which I doubt they would do. Ever. Sony isn't 
that paranoid. 


The Net Yaroze program will continue for years to come, we have no good 
reason to think otherwise. So grab up that sexy black PSX and give it a 
hug - it won't be saying good bye anytime soon unless you do something 

stupid. 


"Darco 
-—-MESSAGE FILE 4960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03681 


—-MESSAGE FILE 4961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003682 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest57@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: Fri, 05 Mar 1999 18:23:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36E02125.E5E2DEDA@hotmail.com> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0S0de5d380Sac82a6c3@gareth> ՀՕ1Ե66 
3478 8c5ebf40S0a3ddec2@sonia> <7bc7ifSabn6@chuka.playstation.co.uk> <01be64e2$315e424 
O0SO0a3ddec2@sonia> 

NNTP-Posting-Host: bwefr98.lyan.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 

To: Miles Buzzing <miles@guildfrd.demon.co.uk> 


Miles Buzzing wrote: 


Hmm, I see your point. The bit about having to hand back or destroy the 
development kit is a bit scary! 


V V V V 


Why can't you just say you lost it. After all what can they do if you don't 
give it back :). 
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—-MESSAGE FILE 4961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03682 


—-MESSAGE FILE 4962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003683 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest57@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Fri, 05 Mar 1999 18:27:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36E021FB.67710E7@hotmail.com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <0Olbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <01lbe66d8$ca151160$0a3d 
dec2@sonia> 

NNTP-Posting-Host: bwefr98.lyan.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 

To: Miles Buzzing <miles@guildfrd.demon.co.uk> 


pattern on the screen to reveal the code - but it hardly ever bloody 
worked! You just had to keep on reloading the game over and over until you 
got one you could decode - how we laughed :)) 


N NAY N 


Yes I remember it. I had to get my brother to look at it as I never could read 
the codes. 

You might've laughed I just stamped on it a hundred million times and copied 
someone's pirated version without the stupid protection. 


--MESSAGE FILE 4962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03683 


--MESSAGE FILE 4963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003684 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.event,scee.yaroze.beginners 

Subject: Re: proposition 

Date: 5 Mar 1999 19:29:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01lbe673e$87f£58380S0a3ddec2@sonia> 

References: <7bhb7uS9he4@chuka.playstation.co.uk> <0lbe64e4S62bb0f 60S 0a3ddec2@sonia> 
<36DC6AD0.1199EE7C@datasys.net> <7bi26eS9he8@chuka.playstation.co.uk> <01be6543S2ab 

d0f00S0a3ddec2@sonia> <36DD3753.656BDCOE@dma-design.com> <36DFCD59.B950F007@datasys. 

net> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3684 scee.yaroze.event:10 
6 scee.yaroze.beginners:747 


The Net Yaroze program will continue for years to come, we have no good 
reason to think otherwise. So grab up that sexy black PSX and give it a 
hug - it won't be saying good bye anytime soon unless you do something 

stupid. 


VV V V 


I'm hugging, I'm hugging :-) 
PS I found a great method for reading gold disks on the NY .... Only 
kidding Sony. No seriously, it was just a joke! Honest! 


—-MESSAGE FILE 4963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03684 
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-—-MESSAGE FILE 4964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003685 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: Fri, 05 Mar 1999 16:35:18 -0500 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <36E04E16.18E028C5@datasys.net> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0SO0de5d380Sac82a6c3@gareth> <36DC6 
A14.D6A1FA33@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 442.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


I would like to apoligize for my previous email... I didn't mean for it 
to sound like I was upset at Miles Buzzing or anything, I just read it 
over and I now see that it might be taken that way. Just know that I 
didn't mean for that letter to have a threatening tone... I know this 
doesn't do much good if you already came to that conclusion, but it's 
all I can do. 


Sorry Miles! 


"darco 
—-MESSAGE FILE 4964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03685 


—-MESSAGE FILE 4965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003686 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Fri, 05 Mar 1999 16:38:26 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36E04ED2.11CC3332@datasys.net> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 442.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


David Wagner wrote: 
> 


This throw-it-away-and-start-again attitude in the computer/console 
industry is quite amazing though. You would have thought someone might 


> 
> 
> have spotted the benefits of backward compatibility a while ago. 
> 


Lets not forget that the whole issue of backwards compatability is what 
has been slowing the protential of the PC industry for some time now... 


Of course, I'd love to play Final Fantasy 1 again..... *sigh* ;) 


"Darco 
—-MESSAGE FILE 4965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03686 


—-MESSAGE FILE 4966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003687 
Path: chuka.playstation.co.uk!news 
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From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Fri, 5 Mar 1999 22:55:01 -0000 

Organization: Zygote Commando 

Lines: 32 

Message-ID: <MPG.114a7121dabed68b98 968 3@www.netyaroze-europe. com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01be65c9$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <36E04ED2.11CC3332@datasys.n 
et> 

NNTP-Posting-Host: lunarl.demon.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


In article <36E04ED2.11CC3332@datasys.net>, rquat@datasys.net wrote... 
David Wagner wrote: 
> 


> This throw-it-away-and-start-again attitude in the computer/console 

> industry is quite amazing though. You would have thought someone might 
> have spotted the benefits of backward compatibility a while ago. 
> 


Lets not forget that the whole issue of backwards compatability is what 
has been slowing the protential of the PC industry for some time now... 


VVVVVVV VV 


Thats true. And I often moan about that myself. I guess I'm just hard to 
please :) 


Still, Apple were reasonably successful in changing architectures and 
still providing pretty good backward compatibility when they switched to 
the PowerPC. 

> 

> Of course, I'd love to play Final Fantasy 1 again..... *sigh* ;) 

> 

> 'Darco 

> 


Well you could always go grab an emulator for it, if you can live with 
your conscience afterwards :) 


bye... 

Dave 

[Wondering if someone should release a Pentium 3 emulator for the 

Playstation 2 since it appears to be more powerful ;) ] 

—-MESSAGE FILE 4966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03687 


—-MESSAGE FILE 4967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003688 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next generation games? 

Date: Fri, 05 Mar 1999 23:05:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36E0633E.661EBA92@hotmail.com> 

References: <MPG.114917f£4e974ccc9989682@www.netyaroze-europe. com> 
NNTP-Posting-Host: nat46.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


So, what will programmers do with all those free processor cycles? Anyone 
care to venture a guess on the next revolution in gaming or what they 
would like to see as the next revolution? Currently we are pretty much in 
the graphics revolution, but that will probably change in the near future 
as graphics become as good as can be displayed. 


VV VV V V V 
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I'd love to see some freakin TRUE 3D holographic projection displays... but 
that's getting a little ahead of ourselves even with the new hardware 
capabilities.. 


Someday, 


Will 


—-MESSAGE FILE 4967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03688 


—-MESSAGE FILE 4968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003689 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Sat, 6 Mar 1999 08:37:39 +0100 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldo73xg.gqqyvalaz0960N@al-88-112.a1.nl1> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> 
NNTP-Posting-Host: 81-88-112.81.ոլ 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


philip gooch <philg@easynet.co.uk> wrote: 


http://www.playstation-europe.com/pr 


Still, looks like Sega are f**cked - again! 


> 

> 

> But how much will all this cost -£5000? 
> 

> 

> 


Again, a little bit of history repeating.. 

Sega shouting of the rooftops about their new system, 

Sony waiting and releasing a better system just a bit later, Nintendo 
waiting to long and introducing a system when we all just made a choice 
and bought one of the already availeble systems. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 4968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03689 


—-MESSAGE FILE 4969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003690 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: 6 Mar 1999 08:18:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0lbe67a9$dd732f40S0a3ddec2@sonia> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0S0de5d380S$ac82ab6c3@gareth> <36DC6 
A14.D6A1FA33@datasys.net> <36E04E16.18E028C5@datasys.net> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Phew, it sure is lucky you posted that apology 'darco. The old red mist was 
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coming down and I could feel a real 'flame war' coming on! 
Only kidding :-) If it was threatening it went right over my head. 


Anyway, you're right. Having read threads regarding the NY programme again 
I think maybe we have over reacted. No more NY's are available but look on 
the bright side - we've already got one! And as long as existing users 
continue to develop and support this site I can't see Sony pulling the plug 
for some time to come. 


- Miles 


> I didn't mean for it 
> to sound like I was upset at Miles Buzzing or anything, I just read it 
> over and I now see that it might be taken that way. 


> 'darco 

> 

—-MESSAGE FILE 4969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03690 


—-MESSAGE FILE 4970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003691 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Sat, 06 Mar 1999 12:35:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36e120ca.4431920@www.netyaroze-europe. com> 

References: <36d93950.632204@www.netyaroze-europe.com> <7bjti8S9hel6@chuka.playstati 
on.co.uk> <01b9e9b25194e1f40$655c38d4@gareth> <7bn4j1S$9he34@chuka.playstation.co.uk> 
NNTP-Posting-Host: pC2s09a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


If you check, the backwards compatibility is enabled by a standalone 
chip that copies the PS cpu. This means that _if_ yo ucould connect to 
it in the standard way, then you would not gain any extras from the 
new PS2 chips, meaning the only difference between a yaroze and using 
a ps2 as a yaroze would be the option to run your games at up to 4 
times the speed. No graphics enhancement, no extra memory, nothing. 


So please don't get too excited. 


—-MESSAGE FILE 4970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03691 


—-MESSAGE FILE 4971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003692 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next generation games? 

Date: Sat, 06 Mar 1999 12:39:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36e12161.4582204@www.netyaroze-europe. com> 

References: <MPG.114917f£4e974ccc9989682@www.netyaroze-europe.com> <36E0633E.661EBA92 
@hotmail.com> 

NNTP-Posting-Host: pC2s09a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


What will probably happen is people will chuck out the same sorts of 
games but with vastly increased graphics and sound and fmv (although 
its not needed with the power of PS2 it means companies can outsource 
non-interactive elements of the game). 


Theres a bit of a debate over how a company could utilise the extra 
power - more realistic physics etc, etc, but nothing with a huge 
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impact on games has been mentioned so far (not in the same way that 
the PS allowed new types of 3D games in the home). 


Personally, I keep wanting the PS2 equivalent of the Sega Master 
Systems 3D glasses. They worked, and I want an affordable, non 
intrusive way for 3D in a game. Its the last dimension left not used 
by games : ( 


Rob 
—-MESSAGE FILE 4971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03692 


-—-MESSAGE FILE 4972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003693 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Sega announcement 

Date: Sat, 06 Mar 1999 12:44:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <36e1221c.4769424@www.netyaroze-—europe. com> 
NNTP-Posting-Host: pC2s09a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


I cant remember the gist of it, but Sega a few days ago announced a 
PS2 beater. Am I the only one who is sick of Sega? Up till now Ive 
always had some loyalty to them and felt sorry the 'once greats'. They 
said they had learnt from their previous debacles, but have they my 
arse? 


The new system will be amazing and will be backwards coimpatible and 
released in X number of years. 


How stupid can they get? In one fell swoop at trying to rain on Sony's 
parade after Sony successfully rained on Segas parade they show that 
the DC is a halfway house and that you shouldnt bother with it, 
because Sega are looking forward to another platform. 


Sega, you are pretty dumb. If I was a DC owner Id be pissed. 


Oh, and even if the specs are that much better than the PS2 and Sega 
arent bankrupt by then, the PS2 can do almost everything anyway, so 
what is more speede gonna do. Huurah, now in a football game you can 
model each of the spectators individually. Thats useful. You can model 
cracks in walls. Nice. Textures can now be over 5000x5000. wow, like I 
can see the difference. PS2 movies show they can create real people on 
screen. What now? 


moan moan moan thats all i ever do 
—-MESSAGE FILE 4972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03693 


-—-MESSAGE FILE 4973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003694 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next generation games? 

Date: Sat, 6 Mar 1999 13:21:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7bra5r$12g3@chuka.playstation.co.uk> 

References: <MPG.114917f£4e974ccc9989682@www.netyaroze-europe.com> <36E0633E.661EBA92 
@hotmail.com> 

NNTP-Posting-Host: vil-30.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Actually that day may not be to far off! 
There are actually prototypes in existance of VDUs which project two 
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different images, one onto each eye giving the user a true 3D image just by 
looking at the screen, how cool is that! 
Hmmm, imagine Quake III. 


Remember you heard it hear first! 
Doh, I've just leaked top secret info, they'll be here soon! 
Gotta go ;) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


will atkin wrote in message <36E0633E.661EBA92@hotmail.com>... 

>> 

>> 

>> So, what will programmers do with all those free processor cycles? Anyone 
>> care to venture a guess on the next revolution in gaming or what they 

>> would like to see as the next revolution? Currently we are pretty much in 
>> the graphics revolution, but that will probably change in the near future 
>> as graphics become as good as can be displayed. 

>> 

> 

>I'd love to see some freakin TRUE 3D holographic projection displays... 

but 

>that's getting a little ahead of ourselves even with the new hardware 
>capabilities.. 

> 

>Someday, 

> 

>Will 

> 


-—-MESSAGE FILE 4973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03694 


—-MESSAGE FILE 4974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003695 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Sat, 6 Mar 1999 13:53:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7brcli$l12g4@chuka.playstation.co.uk> 

References: <36d93950.632204@www.netyaroze-europe.com> <7bjti8S9hel6@chuka.playstati 
on.co.uk> <01b9e9b2$194e1f40S655c38d4@gareth> <7bn4j1$9he34@chuka.playstation.co.uk> 
<36e120ca.4431920@www.netyaroze-europe. com> 

NNTP-Posting-Host: vil-30.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Four times faster you say! 
Hmmm [picturing my fire demo running at full frame rate] 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Barry & Robert Swan wrote in message 

<36e120ca. 4431920@www.netyaroze-europe.com>... 

>If you check, the backwards compatibility is enabled by a standalone 
>chip that copies the PS cpu. This means that _if_ yo ucould connect to 
>it in the standard way, then you would not gain any extras from the 
>new PS2 chips, meaning the only difference between a yaroze and using 
>a ps2 as a yaroze would be the option to run your games at up to 4 
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>times the speed. No graphics enhancement, no extra memory, nothing. 
> 

>So please don't get too excited. 

> 


-—-MESSAGE FILE 4974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03695 


-—-MESSAGE FILE 4975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003696 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega announcement 

Date: Sat, 6 Mar 1999 15:19:25 -0500 

Organization: BitSlap Software 

Lines: 47 

Message-ID: <7bs2gg$e2k3@scea> 

References: <36e1221c.4769424@www.netyaroze-europe. com> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 
NNTP-Posting-Host: sud-tcsl-port117.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


I don't think that they announced a new system but more to something of this 
extent... 


They want the Dreamcast to be an always evolving machine... They announed 
a DVD add on... A Hard Drive add on... They now have a Rumble add on... 
They have a modem upgrade in the works.. 


Bernie Stolar CEO Sega of America announced this a couple of days ago... I 
surely hope he didn't think this would grab the attention of North American 
gamers... I'm surely not pleased as it reflect bad on the console industry 
as a whole.. 


I mean come on... Isn't the point of console gaming to upgrade the unit as 
little as possible and enjoy the great games... I'm sick and tired of 
Microsoft trying to get into the console industry.... They are obviously 
trying to make the Dreamcast more PC like... Sheeeesshhh.... 


Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 

news: 36e1221c.4769424@www.netyaroze-europe.com... 

>I cant remember the gist of it, but Sega a few days ago announced a 
>PS2 beater. Am I the only one who is sick of Sega? Up till now Ive 
>always had some loyalty to them and felt sorry the 'once greats'. They 
>said they had learnt from their previous debacles, but have they my 
>arse? 
> 

>The new system will be amazing and will be backwards coimpatible and 
>released in X number of years. 

> 

>How stupid can they get? In one fell swoop at trying to rain on Sony's 
>parade after Sony successfully rained on Segas parade they show that 
>the DC is a halfway house and that you shouldnt bother with it, 
>because Sega are looking forward to another platform. 

> 

>Sega, you are pretty dumb. If I was a DC owner Id be pissed. 

> 

>Oh, and even if the specs are that much better than the PS2 and Sega 
>arent bankrupt by then, the PS2 can do almost everything anyway, so 
>what is more speede gonna do. Huurah, now in a football game you can 
>model each of the spectators individually. Thats useful. You can model 
>cracks in walls. Nice. Textures can now be over 5000x5000. wow, like I 
>can see the difference. PS2 movies show they can create real people on 
>screen. What now? 

> 
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>moan moan moan thats all i ever do 


—-MESSAGE FILE 4975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03696 


—-MESSAGE FILE 4976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003697 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega announcement 

Date: 6 Mar 1999 21:23:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01be6817$a11691e0S0a3ddec2@sonia> 

References: <36e1221c.4769424@www.netyaroze-europe.com> <7bs2gg$e2k3@scea> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I mean come on... Isn't the point of console gaming to upgrade the unit 
as 

> little as possible and enjoy the great games... I'm sick and tired of 

> Microsoft trying to get into the console industry.... They are obviously 
> trying to make the Dreamcast more PC like... Sheeeesshhh.... 


This is a good point. I think Sega may have made a big mistake aligning 
themselves with Microsoft. Who wants a console that behaves like a PC for 
chisakes! The PC is nothing more than 80's technology augmented with 15 
years of upgrades and patches - what a mess. Imagine a Sinclair 722481 
clocked and patched to perform like a playstation - I've broken out ina 
cold sweat already! 


Consoles are sexy because they designed from the ground up to fulfil one 
key requirement - to play great games. Having programmed in 'C' on both PCs 
and Net Yaroze what strikes me is the purity of the playstation 
architecture. It may run at the fraction of the speed of the pentium 266 on 
which I am writing this message but it pisses all over it when it comes to 
game play! 


Don't get me wrong, I love the idea of playing my existing playstation 
games on Playstation2. But it stikes me that Sega appear to have 
compremised themselves in order to accrue support from existing PC 
developers. Isn't that a big like the tail wagging the dog? 


- Miles 
—-MESSAGE FILE 4976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03697 


—-MESSAGE FILE 4977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003698 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega announcement 

Date: Sat, 6 Mar 1999 23:16:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7bscv1$12g5@chuka.playstation.co.uk> 

References: <36e1221c.4769424@www.netyaroze-europe.com> <7bs2gg$e2k3@scea> <01be6817 
$a1169le0$0a3ddec2@sonia> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>> trying to make the Dreamcast more PC like... Sheeeesshhh.... 
«առ SNIPS. 


The only part of Dreamcast provided by Microsoft is an Operating 
System.Windows CE, a heavily cut down version (with no GUI) re-written in 
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assembler at that, this Operating System is provided to make it easy for PC 
games to be ported to & from the Dreamcast, Dreamcast has a second OS that 
most console developers will / are using (I know this for a fact) most 
developers loath CE and don't plan to use it. 


The video chipset inside the Dreamcast is part of a family of chips from 
Videologic, they are based around the same ideas but are not the same, the 
arcade version (in Namio) is faster than both the Dreamcast and PC version 
and the Dreamcast version is also faster than the PC version. 


The Dreamcast is built from the ground up same as all other consoles, the 
videochip isn't stuck on a PCI/AGP bus (both slow), it doesn't have to deal 
with legacy hardware like PCs do, it doesn't have to deal with backward 
compatibilty with 20 year old OS's and it certainly isn't a PC, it will 
benefit from games being ported to the Dreamcast from the PC. 


I'm looking forward to the release of both the Dreamcast and Playstation 2 
in Europe. while the hardware of both is very exciting it's always a case of 
which has the best games, in my opinion the Nintendo 64 is winning on 
Quality titles... 


Nigel 
trying not to get involved in a flame war 


-—-MESSAGE FILE 4977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03698 


—-MESSAGE FILE 4978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003699 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: 7 Mar 1999 00:29:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01b9ea91$0493022055193a6c3@gareth> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58.D4AAF145@easynet.co.uk> <36DC2747 
. DBEFEFOB@scee.sony.co.uk> <7bhf10S9he6@chuka.playstation.co.uk> <36DF10OF9.B7E10C2E@ 
shell.jps.net> 

NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Ditto: wow. I just hope the case design is going to have vents on the 
> top side this time or a seriously large freon pack... 

> 

>-e! 


Is there any info on how this unit is going to be cooled? I saw a dodgy 
picture in Edge which stated the Dreamcast was water cooled (not sure about 
that, though). 


The fan and cooling fins on the P3 are big enough! 


Gareth! 
—-MESSAGE FILE 4978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03699 


—-MESSAGE FILE 4979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003700 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: 7 Mar 1999 00:36:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01b9ea91$f626e160$5193a6c3@gareth> 

References: <36d93950.632204@www.netyaroze-europe.com> <7bjti8S$9hel6@chuka.playstati 
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on.co.uk> <01b9e9b2$194e1f40S655c38d4@gareth> <7bn4j1$9he34@chuka.playstation.co.uk> 
<36e120ca.4431920@www.netyaroze-europe. com> 

NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


> If you check, the backwards compatibility is enabled by a standalone 
> chip that copies the PS cpu. 


It's the I/O chip isn't it? 


What if we were to, theoretically, replace this chip (or the appropriate 
ROM) with the one(s) found in the Yaroze, obtain an adaptor to connect the 
new interface with the serial cable and insert the boot disc... 


Gareth! 
—-MESSAGE FILE 4979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03700 


—-MESSAGE FILE 4980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003701 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 7 Mar 1999 00:46:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01b9ea93$66208a60$5193a6c3@gareth> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <36E04ED2.11CC3332@datasys.n 
et> <MPG.114a7121dabed68b989683@www.netyaroze-europe. com> 

NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


bye... 

Dave 

[Wondering if someone should release a Pentium 3 emulator for the 
Playstation 2 since it appears to be more powerful ;) ] 


V V V V 


Yeah, that crossed my mind too. 


Hmm, let me see. Take one keyboard, a soldering iron, yes, yes...I think 
I've got it! 
Only joking <grin> 


Gareth! 
--MESSAGE FILE 4980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03701 


--MESSAGE FILE 4981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003702 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 7 Mar 1999 00:52:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01b9ea94$2b035f6055193a6c3@gareth> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <7bn4leS$9he35@chuka.pla 
ystation.co.uk> 

NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Actually, you only see them as a pile of cack compared to what you're 
used 

> to now. I remember believing FIFA International Soccer to be the best 
footy 

> game ever, but even that is unplayable after a couple of goes on FIFA 
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"99! 
> 
> Rikki 


Oh no! Not a footy fan! 


Yeah, I remember playing this one game on my CPC 464 (green screen, 
oooooh!), something like 'mummies revenge', I used to play it for hours, 
thought it was the bees knees I did. But I know now that if I ever saw it 
I'd get bored after about 5 minutes. 


Then again, I was only about 12 at the time...ah, the good ol' days. 


Gareth! 

Slightly straying from the point - PS2 pictures? 

—-MESSAGE FILE 4981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03702 


-—-MESSAGE FILE 4982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003703 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: They think it's all over! 

Date: 7 Mar 1999 00:58:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 
Message-ID: <01b9ea94$f637a2e0$5193a6c3@gareth> 
References: <7blscs$9he28@chuka.playstation.co.uk> 
NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


> SCEE announce that they have run out of yarozes (and lets face it, it had 
to 
> happen sooner or later) and some people start freaking out! 


I don't think anybody was 'freaking out'? 


> As for returning the development kit back once the licence agreement 
expires 
> I very much doubt SCEE will ask for them back or make people destroy 
them. 

> Why would they? They would have nothing to gain and a lot to lose if they 
> took such action. That clause is there for people who breach their 
contract. 


I agree 


Lastly, I'd like to congratulate SCEE for doing a great job on their 
announcement making it perfectly clear what was happening and why. 
Obviously from the response it seems some people haven't bothered to read 
it: http://www.netyaroze-europe.com/yaroze/news/nyfag2.htm 


V V V V 


A good point. When a company makes a change people are quick to bitch at 
them for not announcing it properly. But in this case Sony did it very well 
and nobody took time out to thank them. 


> Just to summarise: 


> 

> — "the website will continue to be available" 

> — "as originally promised there are no plans for any additional future 
fees" 

> — "the newsgroups will continue to be available" 

> — "support will continue to be available" 

> — "The [Fame Game] competition will continue" 

Just to be controversial, Sony do reserve the right to alter these 


conditions without any prior notice. But I'm just be controversial, I don't 
actually believe they would. 


Gareth! 
—-MESSAGE FILE 4982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03703 


—-MESSAGE FILE 4983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003704 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next generation games? 

Date: 7 Mar 1999 01:21:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <01b9ea98$2b858ae0$5193a6c3@gareth> 

References: <MPG.114917f£4e974ccc9989682@www.netyaroze-europe.com> <7bn514S$9he37@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


> I would like to see some more random levels/tracks/etc. in games, which 
will 

> mean there will be less possibility for walkthroughs which in my opinion 
> ruin games. Also, I think it would be good if a game could increase 

> difficulty with performance within the game, in real time. 


Hmm, a couple of interesting points which never crossed my mind before. I 
also dislike walkthroughs. They encourage 'robot playing' for want of a 
better term. You just follow the instructions in the mag, pick up the items 
here, here and here and there's the end of level boss. 

A couple of games (probably more, but I don't know them) have tried to fix 
this, Diablo uses random dungeons which works out great and I know some 
racing games have tried to alter the 'skill' of the opponent depending on 
the ability of the player. 


I'd like to see more depth to a game. Using Grand Theft Auto as an example, 
if you were to (repeatedly! <grin>) run down a innocent civilian then this 
would have a knock on effect. So, his wife might take a few days off work 
to recover, there would be a funral service at the local church and his 
place of work would loose money from his job not being completed. If you 
were to kill all the garbage men then the city would get dirty and so on... 


>> Its graphics capabilities seem to be getting close to being as good as 
you can get on normal 
>> (NTSC or PAL) TV's, with plenty of CPU power left to spare. 


This is probably why it (PS-X 2) now supports digital TV and SVGA output. 


There will probably, no, definately, be a lot of developers just interested 
in making eye-candy. Hopefully, buyers will see through the gloss and then 
gameplay can come to the front. I think the next step these developers will 
take is modelling motion more accurately, such as trees blowing in the 
wind, light reflecting off surfaces and realistic dust. Which are all very 
good but are only the icing on the cake. 


Gareth! 
—-MESSAGE FILE 4983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03704 


—-MESSAGE FILE 4984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003705 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Sun, 7 Mar 1999 01:23:07 -0000 

Organization: Zygote Commando 

Lines: 28 

Message-ID: <MPG.114be5592d0a419f989684@www.netyaroze-europe.com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <36E04ED2.11CC3332@datasys.n 
et> <MPG.114a7121ldabed68b989683@www.netyaroze-europe.com> <01b9ea93$66208a60S5193a6c 
3@gareth> 

NNTP-Posting-Host: lunarl.demon.co.uk 
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In article <01b9ea93$66208a60S5193a6c3@gareth>, 
gareth@yaroze.force9.co.uk wrote... 


> > bye... 

> > Dave 

> > [Wondering if someone should release a Pentium 3 emulator for the 
> > Playstation 2 since it appears to be more powerful ;) ] 

> 

> Yeah, that crossed my mind too. 

> 

> Hmm, let me see. Take one keyboard, a soldering iron, yes, yes...I think 
> I've got it! 

> Only joking <grin> 

> 

> Gareth! 

> 

Talking of soldering irons (OK, this is a _very_ tenuous link :), I 


wonder if the playstation 2 will use any fancy cooling schemes like the 
dreamcast? I imagine the main CPU runs pretty hot. 


Of course, thats a boon for we students because it means we just use the 
playstation as heating to save on bills :) 


bye... 

Dave 

[Who notes with distaste that Sony have registered the URL 
playstation2000.com. That name is just so tacky.] 
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—-MESSAGE FILE 4984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03705 


—-MESSAGE FILE 4985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003706 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Next generation games? 

Date: Sun, 7 Mar 1999 01:30:38 -0000 

Organization: Zygote Commando 

Lines: 32 

Message-ID: <MPG.114be7179e34acc1989685@www.netyaroze-europe. com> 


References: <MPG.114917f£4e974ccc9989682@www.netyaroze-europe.com> <36E0633E.661E 


@hotmail.com> <36e12161.4582204@www.netyaroze-europe. com> 
NNTP-Posting-Host: lunarl.demon.co.uk 
X-Newsreader: MicroPlanet Gravity v2.10 


In article <36e12161.4582204@www.netyaroze-europe.com>, 
yaroze@theburrow.co.uk wrote... 

> What will probably happen is people will chuck out the same sorts of 
games but with vastly increased graphics and sound and fmv (although 
its not needed with the power of PS2 it means companies can outsource 
non-interactive elements of the game). 


Theres a bit of a debate over how a company could utilise the extra 
power - more realistic physics etc, etc, but nothing with a huge 
impact on games has been mentioned so far (not in the same way that 
the PS allowed new types of 3D games in the home). 


Personally, I keep wanting the PS2 equivalent of the Sega Master 
Systems 3D glasses. They worked, and I want an affordable, non 
intrusive way for 3D in a game. Its the last dimension left not used 
by games : ( 


Rob 


VVVVVVVVVVVVVV VV 


That would be pretty groovy, just so long as you don't get motion 
sickness from playing Wipeout on them :) 


If something like this was released for the PS2, perhaps we would move 


BA92 
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one step closer to having affordable immersive VR machines. Whatever 
happened to them anyway? They were the "next big thing" several years ago 
but they have never really made much impact. 


bye... 

Dave 

[Who thinks. But only when he really has to.] 

—-MESSAGE FILE 4985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03706 


—-MESSAGE FILE 4986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003707 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega announcement 

Date: 7 Mar 1999 01:35:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01b9ea9a$3052df80$5193ab6c3@gareth> 

References: <36e1221c.4769424@www.netyaroze-europe.com> <7bs2gg$e2k3@scea> <01be6817 
$all169le0S0a3ddec2@sonia> <7bscv1$12g5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 337.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


I think the real issue with Sega is loyalty. They don't seem as comited to 
their users as Sony and Nintendo do. Maybe I've got the wrong impression 
from them but by announcing add-ons this early on in Dreamcasts life shows 
a lack of trust in the ability of their machine, which people pick up on. I 
think the way they pretty much ditched the Saturn as quickly as possible 
annoyed a lot of people who owned one and they are the sort of people who 
bought a PS-X last christmas. 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote 
> >> trying to make the Dreamcast more PC like... Sheeeesshhh.... 


This would have been a total 'no no' a couple of years ago but I think with 
PC's becoming much more of a household item nowadays that average console 
owners are not to upset about this. A lot of them probably don't even 
notice, so long as they can still play with Sonic! 


Gareth! 
—-MESSAGE FILE 4986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03707 


—-MESSAGE FILE 4987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003708 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Sun, 7 Mar 1999 01:40:12 -0000 

Organization: Zygote Commando 

Lines: 18 

Message-ID: <MPG.114be945e406154f989686@www.netyaroze-europe.com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <0O1lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <36E04ED2.11CC3332@datasys.n 
et> <MPG.114a7121dabed68b989683@www.netyaroze-europe.com> <01b9ea93$66208a60S5193a6c 
3@gareth> <MPG.114be5592d0a419f989684@www.netyaroze-europe. com> 

NNTP-Posting-Host: lunarl.demon.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


In article <MPG.114be5592d0a419f989684@www.netyaroze-europe.com>, 
dave@lunarl.demon.co.uk wrote... 

> Of course, thats a boon for we students because it means we just use the 
> playstation as heating to save on bills :) 


I would just like to point out that although students can't afford to eat 
and complain about the price of everything, we can still afford beer and 
playstations. Strange but true. 
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Its sort of like governments who can afford massive weapons spending but 
not a national health service (օօօօ, a bit of politics. I must be tired 


:) 


bye... 

Dave 

[Who says, "Its a hard life being a student. All that partying and 

sleeping really tires you out."] 

—-MESSAGE FILE 4987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03708 


—-MESSAGE FILE 4988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003709 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: AMOS, STOS & Jama 3D 

Date: Sun, 7 Mar 1999 12:51:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7btsn4$12g6@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


Anyone who remembers AMOS or STOS should pop along to the Clickteams web 
site where you can download the original code for these products. 


You can also read about Jama 3D there new project for the PC, Mac and later 
Linux... 


http://www.clickteam.com/ 


Nigel 


—-MESSAGE FILE 4988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03709 


—-MESSAGE FILE 4989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003710 

Path: chuka.playstation.co.uk!news 

From: Karl Sigiscar <ksigiscar@in-visio.fr> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Playstation 2 Official information 
Date: Sun, 07 Mar 1999 16:11:57 +0100 
Organization: In Visio 

Lines: 18 

Message-ID: <36E2973D.5BB8054B@in-visio.fr> 
NNTP-Posting-Host: 195.25.52.76 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


For the most accurate information on the Playstation 2 specs, head to 
the official SCEA web site 
http://www.playstation.com/news/launchmain_news.html 


Regards, 
Karl Sigiscar. 


e-mail 
mailto:ksigiscar@dramaera.com 
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web 
http://www.netyaroze-europe/karlsg 
http://www.multimania.com/karls 
http://www.dramaera.com 


—-MESSAGE FILE 4989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03710 


—-MESSAGE FILE 4990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003711 

Path: chuka.playstation.co.uk!news 

From: Karl Sigiscar <ksigiscar@in-visio.fr> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation 2 Resources 

Date: Sun, 07 Mar 1999 16:15:37 +0100 

Organization: In Visio 
Lines: 20 

Message-ID: <36E29819.4BO4EA8@in-visio.fr> 
NNTP-Posting-Host: 195.25.52.76 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


If you want to see pictures and videos concerning Playstation 2, head to 
http://www. jeuxvideo.com/whatsnew.htm?19990303 


Look at the bottom of the page to find resources. 
As to the specs, only trust Sony websites. 


Karl. 

e-mail 
mailto:ksigiscar@dramaera.com 
web 


http: //www.dramaera.com/karlsg 
http://www.multimania.com/karls 
http://www.dramaera.com 


—-MESSAGE FILE 4990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03711 


—-MESSAGE FILE 4991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003712 

Path: chuka.playstation.co.uk!news 

From: Karl Sigiscar <ksigiscar@in-visio.fr> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Dreamcast 2 hoax 

Date: Sun, 07 Mar 1999 16:19:29 +0100 
Organization: In Visio 

Lines: 29 

Message-ID: <36E29901.9C8E4747@in-visio.fr> 
NNTP-Posting-Host: 195.25.52.76 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Here is what I found out on www.consoledomain.com about the so called 
Dreamcast 2 


You may have seen some rather dubious stories buzzing around about a 
sequel to Dreamcast being leaked. FGN-Online reported that Sega would be 
releasing a new console in 2002, code-named 'Avatar'. 

It appears IGN's premier news site has made a bodge up of epic 
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proportions. 

The story has now been pulled from the site and is almost certainly a 
hoax. 

We'd like to congratulate the originator of the hoax for pulling the 
wool over IGN's eyes, it certainly amused us! 


Regard, 
Karl. 


PS : Only trust official information 


e-mail 
mailto:ksigiscar@dramaera.com 


web 
http://www.netyaroze-europe.com/karlsg 
http://www.multimania.com/karls 
http://www.dramaera.com 


—-MESSAGE FILE 4991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03712 


-—-MESSAGE FILE 4992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003713 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: 7 Mar 1999 22:18:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01b9eb47$da767140Sla92a6c3@gareth> 

References: <36d93950.632204@www.netyaroze-europe.com> <7bjti8S$9hel6@chuka.playstati 

on.co.uk> <01b9e9b2$194e1f40S655c38d4@gareth> <7bn4j1$9he34@chuka.playstation.co.uk> 
<36e120ca.4431920@www.netyaroze-europe.com> <01b9ea91Sf626e16055193ab6c3@gareth> 

NNTP-Posting-Host: 26.hiper03.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


> What if we were to, theoretically, replace this chip (or the appropriate 
> ROM) with the one(s) found in the Yaroze 


Scratch that. I was reading through the docs again and I think it's a 
totally new chip but with a PS-X CPU 'structure' to make it compatible. 


Gareth! 
—-MESSAGE FILE 4992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03713 


—-MESSAGE FILE 4993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003714 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: 7 Mar 1999 02:24:19 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 16 

Message-ID: <7bso0jS2v4@wyrddreams.demon.co.uk> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <0O1lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <7bn4leS$9he35@chuka.pla 
ystation.co.uk> <01b9ea94$2b035f60$5193a6c3@gareth> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


Yeah, I remember playing this one game on my CPC 464 (green screen, 
oooooh!), something like 'mummies revenge', I used to play it for hours, 
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thought it was the bees knees I did. But I know now that if I ever saw it 
I'd get bored after about 5 minutes. 


Then again, I was only about 12 at the time...ah, the good օ1' days. 


I think you're probably referring to Amsoft's Oh Mummy! where you controlled 
a bloke who had to walk around various crypts and each time he completely 
surrounded a block with his footprints the contents would be revealed. It 
could be cash or a prize or another mummy - the idea was to reveal all the 
blocks end get to the exit whilst avoiding all the mummies. I personally 
used to like Bridge It. Oh how sad I was.... 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 

it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
-—-MESSAGE FILE 4993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03714 


—-MESSAGE FILE 4994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003715 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Net Yaroze Fame Game - OPM 

Date: 8 Mar 1999 10:36:00 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <7c096g$12g7@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:203 scee.yaroze.freetalk.english: 
3715 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 
e-mail me directly. 


Regards, 
George@SCEE 


—-MESSAGE FILE 4994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03715 


—-MESSAGE FILE 4995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003716 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Pictures 

Date: Mon, 8 Mar 1999 19:09:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7c179n$12g10@chuka.playstation.co.uk> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <7bn4leS9he35@chuka.pla 
ystation.co.uk> <01b9ea94$2b035f60$5193a6c3@gareth> 

NNTP-Posting-Host: th-en137-095.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 
>Oh no! Not a footy fan! 
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And what do you have against football, I ask you? 


> 

>Yeah, I remember playing this one game on my CPC 464 (green screen, 
>oooooh!), something like 'mummies revenge', I used to play it for hours, 
>thought it was the bees knees I did. 


Actually, I think I remember something like that!! Oh dear!! 
Rikki 


—-MESSAGE FILE 4995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03716 


—-MESSAGE FILE 4996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003717 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Names (PSX2!!) 

Date: Mon, 8 Mar 1999 19:29:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7c18g6$12g11@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en137-095.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I was just thinking after the recent announcement of the second PlayStation, 
and hearing of Sony registering www.playstation2000.com , as well as 
www.playstation2.com , about what name the final release of the next 
generation PSX will carry. Personally, I can't stand sequels with numbers 
showing where they are in the series. I don't mind sports games with year 
names, e.g. FIFA '99, as it gives you a good indication of the stats within 
the game, but games like Tomb Raider 2/3 and Final Fantasy VIII just sound 
stupid! An example of a good sequel name is Colony Wars: Vengeance. 

In the case of the next PlayStation, I think it would be better to have some 
sort of new name, so that it is easy to distinguish between the first and 
the second one, even if it is "PlayStation 2: Emotion Engine", or something 
similar, as it would give it a unique name. 

Basically, the point of this post, is to spark up some discussion within the 
Yaroze community about the name of the new machine. If there's a lot of 
response, then maybe Sony, if they haven't already chosen a name, could set 
up some survey through magazines, and their websites, to find out the 
favourite name throughout the PlayStation owning community, which would 
surely be a great way of involving the owners and potential owners, 
something Sony seem very interested in doing. 


Rikki 


—-MESSAGE FILE 4996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03717 


—-MESSAGE FILE 4997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003718 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Names (PSX2!!) 

Date: 8 Mar 1999 21:02:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01be69a7$02b62920S0a3ddec2@sonia> 
References: <7c18g6$12g11@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Rikki Prince <rprince@dircon.co.uk> wrote in article 
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<7c18g6$12g11@chuka.playstation.co.uk>... 

> I was just thinking after the recent announcement of the second 
PlayStation, 

> and hearing of Sony registering www.playstation2000.com , as well as 
> www.playstation2.com , about what name the final release of the next 
> generation PSX will carry. 


Since we know that the next system will be backward compatible as far as 
software is concerned and (according to Edge) the controller ports may even 
be the same, it's pretty much a given that familiar 'Playstation' name/logo 
will carry over to the new system in order that people will relate existing 
sotware and peripherals to it. 


"Playstation' may well become a generic identifier for a group of 
compatible products in much the same way as 'Compact Disk', 'VHS' or 
"Dolby'. That being said, games for the new system will not run on the 
current playstation so they are going to have to have some sort of 
prefix/suffix - how about 'Super Playstation' ! 


The more I think about it the more I like that name. Apart from anything 
else it opens the door for the resurrection of the of the better console 
magazines - 'SuperPlay' :-) 


- Miles 
-—-MESSAGE FILE 4997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03718 


-—-MESSAGE FILE 4998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003719 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Names (PSX2!!) 

Date: Tue, 9 Mar 1999 00:20:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7clpft$12g12@chuka.playstation.co.uk> 
References: <7c18g6$12g11@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-86.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I think Sony will probably stick with PlayStation since it's a well known 
brand now. 
But here's some suggestions anyway: 


Sony Entertainment System (SES) 
Super Sony Entertainment System (Super SES) 
Sony 128 (S128) 


չը) 

Rad. 

rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7cl18g6$12g11@chuka.playstation.co.uk>... 
>I was just thinking after the recent announcement of the second 
PlayStation, 
>and hearing of Sony registering www.playstation2000.com , as well as 
>www.playstation2.com , about what name the final release of the next 
>generation PSX will carry. Personally, I can't stand sequels with numbers 
>showing where they are in the series. I don't mind sports games with year 
>names, e.g. FIFA '99, as it gives you a good indication of the stats within 
>the game, but games like Tomb Raider 2/3 and Final Fantasy VIII just sound 
>stupid! An example of a good sequel name is Colony Wars: Vengeance. 

>In the case of the next PlayStation, I think it would be better to have 
some 

>sort of new name, so that it is easy to distinguish between the first and 
>the second one, even if it is "PlayStation 2: Emotion Engine", or something 
>similar, as it would give it a unique name. 

>Basically, the point of this post, is to spark up some discussion within 
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the 

>Yaroze community about the name of the new machine. If there's a lot of 
>response, then maybe Sony, if they haven't already chosen a name, could set 
>up some survey through magazines, and their websites, to find out the 
>favourite name throughout the PlayStation owning community, which would 
>surely be a great way of involving the owners and potential owners, 
>something Sony seem very interested in doing. 

> 

>Rikki 

> 

> 


—-MESSAGE FILE 4998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03719 


—-MESSAGE FILE 4999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003720 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Names (PSX2!!) 

Date: Tue, 9 Mar 1999 11:47:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7c31lqm$12g13@chuka.playstation.co.uk> 

References: <7c18g6$12g11@chuka.playstation.co.uk> <7clpft$12g12@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-en139-063.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I think Sony will probably stick with PlayStation since it's a well known 
>brand now. 

>But here's some suggestions anyway: 

> 

>Sony Entertainment System (SES) 

>Super Sony Entertainment System (Super SES) 

>Sony 128 (S128) 

> 


Hmmmmmmm...is someone having some Nintendo withdrawal symptoms?... 


>77) 

>Rad. 

>rad@cyberdude.com 
>http://www.netyaroze-europe.com/~radpsx 


Rikki 


—-MESSAGE FILE 4999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03720 


—-MESSAGE FILE 5000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003721 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Names (PSX2!!) 

Date: Tue, 09 Mar 1999 11:53:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36E50BBB.5465@ecs.ox.ac.uk> 

References: <7c18g6$12g11@chuka.playstation.co.uk> <7clpft$12g12@chuka.playstation.c 
o.uk> <7c31qm$12g13@chuka.playstation.co.uk> 

Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


> >Sony 128 (S128) 

>> 

> 

> Hmmmmmmm...is someone having some Nintendo withdrawal symptoms?... 

> 

the Sony 128 reminds me of the days of the 'ZX Spectrum 128' ... nota 


bad move from 128k to 128bits over the years 
-—-MESSAGE FILE 5000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03721 


—-MESSAGE FILE 5001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003722 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Controllers/Pads and Players (PSX2!!) 

Date: Tue, 9 Mar 1999 12:20:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <7c33n6$12g14@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en139-036.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Now I'm not trying to start a large number of these PSX2, or Super 
PlayStation, or Emotion Engine, or whatever the machine will eventually be 
called, but I think it will make interesting discussion speculating about 
these issues. 


This post is about how input into games will be performed. We can more then 
likely close the betting on that the primary device will be a controller 
pad. However, will it be a new innovative design by Sony R&D, or will the 
new machine support the old pads, such as the Dual Shock? Well the first 
point is the backwards compatibility of the games, so a new pad would have 
to be similar to the current one to allow old games to be played on the 
machine. 


Personally, I love the Dual Shock pads, and hope, if Sony do alter the 
standard pad, that the new pad is similar to the current pad. I like the way 
all the buttons, and controls are accessible by holding the pad in one way, 
with two hands, rather than the design of the N64 controller, which forces 
you to hold the controller in a number of different ways, and combinations 
for different games, and sometimes at different points in the game!! 
Possibly, a button could be added under each of the shoulders, like the N64 
Z-trigger (honest, I'm not trying to suck up to the N64 owners who I may 
have offended by expressing my dislike for the N64 controller, and who I'm 
now begging for forgiveness from...!). However, though I haven't found this 
problem with the N64, the button may be accidentally activated while resting 
your fingers behind the shoulders. 


Now, after displaying my views about the actual controller, I would like to 
discuss the number of controllers which will be supported by the new 
machine. Hopefully, It won't be just the two again, allowing Sony to exploit 
those of us with many friends (huh!!), by forcing us to by a multitap which 
cost a good £30! Four would be nice, but then we would be forever being told 
by N64-only owners that they had four controller ports first, as is their 
sometimes babyish attitude (possibly the reason for some of the games aimed 
at the, lets say, younger age range, or the better games being unfairly 


censored!). Of course, the ultimate would be 16, which would fit the halving 
of each screen segment, but would mean users would have to have screens as 
big as a house to see what colour/character you were!!! Eight is possible, 


where you choose with the person you share the quarter with whether you have 
a vertical or horizontal split of that quarter. Finally, the machine could 
support 6, which would have three across the top, and three across the 
bottom. What are other peoples comments on this? 


Finally, as this post is getting a bit long, and I'm babbling, I'm going to 
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mention another thing that I should have posted in the 'Next Generation 
Games?' thread. This is the fact that I'd like to see more multiplayer 
games, other than sports games, and Micro Machines (and its various 
clones)!!!! At the moment, there are plenty of split screen two player 
games, but only a few have reached the stage of four player split screen. 
The only game I have which allows this is SCARS (has anyone else got that, 
no-one seems to have it, I think its great!), which is a shame as there are 
many games which could benefit from 4-player games. 


CONGRATULATIONS! ! if you have got this far through my massive post, it was 
meant to be a short discussion stimulator, and turned out to be almost an 
essay!! 


If anyone has any thoughts on anything I've said, please post it in the 
newsgroup, as I believe it should cause an interesting talking point. 


Rikki 


--MESSAGE FILE 5001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03722 


-—-MESSAGE FILE 5002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003723 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controllers/Pads and Players (PSX2!!) 

Date: Wed, 10 Mar 1999 02:34:00 +1300 

Organization: Sidhe Interactive 
Lines: 40 
Message-ID: <7c37fb$12g15@chuka.playstation.co.uk> 
References: <7c33n6$12g14@chuka.playstation.co.uk> 
NNTP-Posting-Host: p3-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Rikki Prince wrote in message <7c33n6$12g14@chuka.playstation.co.uk>... 

Sie 

> 

>This post is about how input into games will be performed. We can more then 
>likely close the betting on that the primary device will be a controller 
>pad. However, will it be a new innovative design by Sony R&D, or will the 
>new machine support the old pads, such as the Dual Shock? Well the first 
>point is the backwards compatibility of the games, so a new pad would have 
>to be similar to the current one to allow old games to be played on the 
>machine. 


Apparently you will be able to use all current Playstation controllers and 
memory cards. Լ doubt the current link cable will be supported though. 


I like the current dual shocks too. Very comfortable and accessible. 


Pieces 

>This is the fact that I'd like to see more multiplayer 

>games, other than sports games, and Micro Machines (and its various 
>clones)!!!! At the moment, there are plenty of split screen two player 
>games, but only a few have reached the stage of four player split screen. 


-.. 
Our game (see www.sidhe.co.nz) is multiplayer capable via both split screen 


and link cable. We could add in four (or more) player split screen support 
but is this mode really usable? 


Regards 
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Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 5002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03723 


-—-MESSAGE FILE 5003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003724 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controllers/Pads and Players (PSX2!!) 

Date: Tue, 09 Mar 1999 13:55:51 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <36E52867.1381B21F@scee.sony.co.uk> 

References: <7c33n6$12g14@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rikki Prince wrote: 

> 

> However, will it be a new innovative design by Sony R&D, or will the 
> new machine support the old pads, such as the Dual Shock? 


I think Sony said that the new pads would be very similar to the DS. 
> Now, after displaying my views about the actual controller, I would like to 


> discuss the number of controllers which will be supported by the new 
> machine. 


If the controllers use the USB (Universal Serial Bus?), then technically there's not 
hing stopping 

you from using any number of controllers - you just plug in another one. However, th 
ere may be some 

limit to the USB architecture which prevents more than X attachments. And you'd have 
to buy extra 

connectors to connect a DS to the new interface... 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Belief gets in the way of learning. -L. Long 
—-MESSAGE FILE 5003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03724 


—-MESSAGE FILE 5004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003725 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: playstation 2 

Date: Tue, 09 Mar 1999 16:43:22 +0000 

Organization: The Hex Heroes 

Lines: 27 

Message-ID: <36E54FAA.D34A8CCO@writeme.com> 

References: <36d93950.632204@www.netyaroze-europe.com> <36DC15B3.54D31DDF@easynet.co 
-uk> <36DC17ED.55C49399@scee.sony.co.uk> <36DC1D58 .D4AAF145@easynet.co.uk> 
NNTP-Posting-Host: tuna.dai.ed.ac.uk 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 3214 
Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

philip gooch wrote: 

> But how much will all this cost -£5000? 

I think Sony are keeping fingers very much crossed under the table in 


the hope that the price of technology will plummet enough to make it 
viable... 


Still, with mass production and the usual trick of making a loss on 
hardware and profit on games they might just make it =;0) 


> Still, looks like Sega are f**cked - again! 


Have you not read about the DC 256X add-on, and the 'Mega քՇ' DVD drive? 
Check out the press-release: 


http://www.sega.com/i_made_it_up/cackle-cackle.html 


Still, I hope Sony considers tearing a page out of Sega's book on 
something... I just bought myself a second-hand Saturn - and the built 
in clock is a brilliant idea for keeping track of your game saves and 
for triggering ‘limited edition' hidden games. 

James. 


—-MESSAGE FILE 5004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03725 


-—-MESSAGE FILE 5005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003726 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Piracy plastic (was PS2 Pictures) 

Date: Tue, 09 Mar 1999 16:51:05 +0000 

Organization: The Hex Heroes 

Lines: 17 

Message-ID: <36E55179.6DFC38D8@writeme.com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <01be66d8$ca151160$0a3d 
dec2@sonia> 
NNTP-Posting-Host: tuna.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Miles Buzzing wrote: 


Does anyone also remember that plastic prism thing that came with Elite (I 
think) on the Spectrum. You had to hold it over a randomly generated 
pattern on the screen to reveal the code - but it hardly ever bloody 
worked! You just had to keep on reloading the game over and over until you 
got one you could decode - how we laughed :)) 


VV V V V 


That natty piece of red plastic came with Art Studio as well - can any retro 
nut remember what it was called? 


The 'something-lock', I think. 
It's bugging the hell out of me now... 
James. 


—-MESSAGE FILE 5005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03726 


—-MESSAGE FILE 5006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003727 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: They think it's all over! 

Date: Tue, 09 Mar 1999 16:58:00 +0000 

Organization: The Hex Heroes 

Lines: 18 

Message-ID: <36E55318.7FF86278@writeme.com> 

References: <7blscs$9he28@chuka.playstation.co.uk> 
NNTP-Posting-Host: tuna.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Rad wrote: 
> (snip) 
Hurrah - all worship the voice of reason! 


I too wish to extend my gratitude to Sony for a clear, and sensible handling of 
the situation. 


Bask in the Yaroze - enjoy it... and let's make Sony proud with our games and 
our attitudes. It's the more polite (and frankly more effective) way of 
requesting a Yaroze 2... 


James. 


—-MESSAGE FILE 5006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03727 


-—-MESSAGE FILE 5007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003728 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controllers/Pads and Players (PSX2!!) 

Date: Tue, 9 Mar 1999 17:07:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7c3kgs$12g18@chuka.playstation.co.uk> 

References: <7c33n6$12g14@chuka.playstation.co.uk> <7c37fb$12g15@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: vil-2.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Mario, 
Any plans on developing for PlayStation 2? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Mario Wynands wrote in message <7c37fb$12g15@chuka.playstation.co.uk>... 
> ee 
> 
>Our game (see www.sidhe.co.nz) is multiplayer capable via both split screen 
>and link cable. We could add in four (or more) player split screen support 
>but is this mode really usable? 
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> 

> 

>Regards 

> 

>Mario Wynands 
>Sidhe Interactive 
>mario@sidhe.co.nz 
>www.Sidhe.co.nz 

> 


—-MESSAGE FILE 5007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03728 


—-MESSAGE FILE 5008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003729 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Names (PSX2!!) 

Date: Tue, 09 Mar 1999 18:22:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <36e56168.5708374@news.playstation.co.uk> 

References: <7c18g6$12g11@chuka.playstation.co.uk> <7clpft$12g12@chuka.playstation.c 
o.uk> 
NNTP-Posting-Host: 212.67.133.243 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Forte Agent 1.5/32.452 


<snip> 

>I think Sony will probably stick with PlayStation since it's a well known 
>brand now. 

>But here's some suggestions anyway: 

> 

>Sony Entertainment System (SES) 

>Super Sony Entertainment System (Super SES) 
>Sony 128 (S128) 

> 

>77) 

>Rad. 

<snip> 


I think it should be called Playstation Emotion Engine or Playstation 
Emotion Nanobot Interactive System or how's about Super Hyper 
Interactive Tamocotchi Playstation 2 Turbo Deluxe. 


or possibly, emotioncast 
dreamengine 
sony ST 
sony STE 
sony A500 
megastation 
playdrive 
daddystation 
istation 
sony venus / mars / pluto / galaxy / supernova 
red dwarf 
white giant 
DVD p.l.a.y.e.r 
somthing EDGE thinks it the most amazing thing in the 
world... . . for five minutes. 


basically, who cares what it's called, supa doopa grey box would do me 
fine, I just want one, so if anyone has one they don't want, any 
Japanese people or anything, then just e-mail me and I'll gladly take 
it off your hands 


wicked nun ;7} 
—-MESSAGE FILE 5008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03729 


—-MESSAGE FILE 5009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003730 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Are there any older Yaroze members out there? (was Re: teenagers??) 
Date: Tue, 09 Mar 1999 18:35:34 +0000 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <36E569F6.D5F23457@writeme.com> 

References: <36dlaeel.8945243@news.playstation.co.uk> 

NNTP-Posting-Host: rhea.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Mark wrote: 


> this is just a kind of survey to see how many netyaroze people there r that r 
> teenagers. So if u r a teenage net yarozer please reply to this!!! 


Young whippersnappers, I don't know... They've no respect for anything these 
days - I remember the days when there was a peeler on every street corner, you 
could leave your door wide open and put all your valuables on the doorstep and 
no-one would steal them... not nowadays, of course... people would steal your 
slippers if you hadn't glued them to your feet... and those damn games the kids 
play all day - they'll all grow up with no imagination they will... and that 
Trevor MacDonald, out of a job because nobody watches the news any more, its an 
abomination. I remember when I could walk down to the Officer's club, buy 


everybody drinks all night and still get change from thruppence... still, I've 
got to make my own entertainment now... bought myself one of those program 
station thingummies and started hacking some kewl bitch-ass-mo'fo demo-cracks... 
Am I the oldest Net Yaroze member? I'm 74, you know... Have you met my son? He's 
a doctor you know, has a nice sports car, he has... Terrible weather we're 
having, by the way... Would you like a humbug?.. 

Joe 


(of Bitch-ass-mo'fo Design) 


—-MESSAGE FILE 5009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03730 


—-MESSAGE FILE 5010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003731 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Source code issue... 

Date: Tue, 9 Mar 1999 19:11:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 567 

Message-ID: <7c3rjs$cij2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-75.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hiya... 


Right, I get sooo much mail from people visiting my NY mirror site (which 
has no code or anything) wanting to see some of my source code (god knows 
why). So, I've posted the following (which is basically my Mud n Blood 
source) and could somebody from SCEE tell me if it's OK for me to send this 
to non-members. If so, then I have a "standard" bit of code I can mail out 
to these people... 


Part of me thinks "What's the point" as if they don't have a Yaroze now they 
never will, but part of me wants to be nice and accommodating. Oo-er. 
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Thanks :) 


Nick "crap source code" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 5010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03731 


—-MESSAGE FILE 5011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003732 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are there any older Yaroze members out there? (was Re: teenagers??) 
Date: Tue, 9 Mar 1999 19:15:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7c3sin$cij3@chuka.playstation.co.uk> 

References: <36dlaeel.8945243@news.playstation.co.uk> <36E569F6.D5F23457@writeme.com 
> 

NNTP-Posting-Host: vil-2.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


LOL 


ro) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


James Rutherford wrote in message <36E569F6.D5F23457@writeme.com>... 
>Mark wrote: 

> 

>> this is just a kind of survey to see how many netyaroze people there r 
that r 


>> teenagers. So if u r a teenage net yarozer please reply to this!!! 

> 

>Young whippersnappers, I don't know... They've no respect for anything 
these 

>days - I remember the days when there was a peeler on every street corner, 
you 


>could leave your door wide open and put all your valuables on the doorstep 
and 


>no-one would steal them... not nowadays, of course... people would steal 
your 

>slippers if you hadn't glued them to your feet... and those damn games the 
kids 

>play all day - they'll all grow up with no imagination they will... and 
that 


>Trevor MacDonald, out of a job because nobody watches the news any more, 
its an 
>abomination. I remember when I could walk down to the Officer's club, buy 


>everybody drinks all night and still get change from thruppence... still, 
I've 
>got to make my own entertainment now... bought myself one of those program 


>station thingummies and started hacking some kewl bitch-ass-mo'fo 
demo-cracks... 


>Am I the oldest Net Yaroze member? I'm 74, you know... Have you met my son? 
He's 

>a doctor you know, has a nice sports car, he has... Terrible weather we're 
>having, by the way... Would you like a humbug?.. 


> 
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>Joe 
>(of Bitch-ass-mo'fo Design) 
> 


—-MESSAGE FILE 5011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03732 


-—-MESSAGE FILE 5012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003733 

Path: chuka.playstation.co.uk!news 

From: "Joachim Mertens" <brainchild@cityweb.de> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory card directory problems 

Date: Wed, 10 Mar 1999 00:33:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7c4b1fScij5@chuka.playstation.co.uk> 
NNTP-Posting-Host: dtm8-m146-95.pool.cww.de 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


ԷՆ... 

I have the following problem... I read the directory օք the memory card in 
slot 2... the result is correct... then I plug in another memory card with 
other files in the same slot... then I read the directory again but he 
always shows me the directory from the first card... WHY ???? is there any 
software buffer which I have to clear when I change the memory card ??? 


Jo 


—-MESSAGE FILE 5012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03733 


-—-MESSAGE FILE 5013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003734 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controllers/Pads and Players (PSX2!!) 

Date: Wed, 10 Mar 1999 13:00:12 +1300 

Organization: Sidhe Interactive 

Lines: 22 
Message-ID: <7c4c5fScij6@chuka.playstation.co.uk> 

References: <7c33n6$12g14@chuka.playstation.co.uk> <7c37fb$12g15@chuka.playstation.c 
o.uk> <7c3kgs$12g18@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl8-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


Rad wrote in message <7c3kgs$12g18@chuka.playstation.co.uk>... 
>Hi Mario, 

> 

>Any plans on developing for PlayStation 2? 


Definitely at some stage. The specs have us all salivating over here :) 
However, we probably won't start doing any serious development for it until 


towards the end of the year. We have to concentrate on getting Dirty War 
out first. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
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www.Sidhe.co.nz 


—-MESSAGE FILE 5013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03734 


—-MESSAGE FILE 5014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003735 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Piracy plastic (was PS2 Pictures) 

Date: 10 Mar 1999 00:18:09 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 

Lines: 18 

Message-ID: <0lbe6a8cS$7c0ac980S0f3cac3e@hanno> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <01lbe66d8$ca151160S$0a3d 
dec2@sonia> <36E55179.6DFC38D8@writeme.com> 

NNTP-Posting-Host: host62-172-60-15.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


James Rutherford <hexheroes@writeme.com> wrote in article 
<36E55179.6DFC38D8@writeme.com>... 

> 

> That natty piece of red plastic came with Art Studio as well - can any 
retro 

> nut remember what it was called? 


The 'something-lock', I think. 


> 
> 
> 
> It's bugging the hell out of me now... 
> 
> 


James. 


If memory serves I think it was called the lenslok, it was definately more 
trouble than it was worth. 


Pete. 


-—-MESSAGE FILE 5014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03735 


—-MESSAGE FILE 5015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003736 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Tue, 09 Mar 1999 21:59:08 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 20 

Message-ID: <developer-—0903992159080001@192.168.0.1> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> <7aac97S$6p320@chuka.playstation.co.uk> 
NNTP-Posting-Host: prol-161.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1255 scee.yaroze.freetalk.english 
23736 


In article <7aac97S6p320@chuka.playstation.co.uk>, "Frkt1-X" 
<matt@frktl.freeserve.co.uk> wrote: 


>There was a wav file floating around that had the 'official' pronunciation 
>of yah-roo-zee, although a lot of members pronounce it yah-rooze or 
>yah-row-zee. 


the 'e' is accented so isnt it: 'yah-row-zay', like anime is pronounced 
‘an-im-ay' ? 


VVVVVVV 
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Yep, get the following file: 
http://hal.humberc.on.ca/~kennedy/NetYar.wav 


And you will find out how to pronounce the "Net Yaroze" to "Lets go Do 
Something." Literal in Japanese I think is "Let's go to it." Similar to 
"let's go do it" 


-sean 
--MESSAGE FILE 5015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03736 


--MESSAGE FILE 5016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003737 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AMOS, STOS & Jama 3D 

Date: Tue, 09 Mar 1999 22:05:06 -0800 

Organization: @Home Network 

Lines: 17 

Message-ID: <36E60B92.35C96FA7@home.net> 

References: <7btsn4$12g6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 24.64.199.168.bc.wave.home.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


I remember AMOS! One of the best programming languages for the best platform 
ever. I think someone should put the source code in a museum or temple so that 
people can meditate over it - that's much faster than actually deciphering it. 


Nigel Critten wrote: 


> 

> Hi, 

> 

> Anyone who remembers AMOS or STOS should pop along to the Clickteams web 
> site where you can download the original code for these products. 

> 

> You can also read about Jama 3D there new project for the PC, Mac and later 
> Linux... 

> 

> http://www.clickteam.com/ 

> 

> Nigel 


—-MESSAGE FILE 5016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03737 


—-MESSAGE FILE 5017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003738 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Mountain Dew. 

Date: 10 Mar 1999 18:03:32 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Sender: toby@finance0.mel.cybec.com.au 

Message-ID: <86o0gmlltbv.fsf@finance0.mel.cybec.com.au> 
NNTP-Posting-Host: finance0O.mel.cybec.com.au 
X-Newsreader: Gnus v5.5/XEmacs 20.4 - "Emerald" 


Mountain Dew in Australia doesn't have caffeine, but I understand it 
has plenty in the US..? Can someone confirm this for me? How about 
in Europe? If I'm right I want to know why the hell they took it out 
for us. 


Toby (who dislikes coffee, loves Dew but drinks Coke to stave off siesta). 


—-MESSAGE FILE 5017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03738 


—-MESSAGE FILE 5018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003739 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory card directory problems 

Date: Wed, 10 Mar 1999 00:11:33 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36E62935.9B149CD2@znet .com> 

References: <7c4b1f$cij5@chuka.playstation.co.uk> 
NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Joachim Mertens wrote: 


> 

> HA oe 

> I have the following problem... I read the directory of the memory card in 
> slot 2... the result is correct... then I plug in another memory card with 
> other files in the same slot... then I read the directory again but he 

> always shows me the directory from the first card... WHY ???? is there any 
> software buffer which I have to clear when I change the memory card ??? 

> 

> Jo 


Yes, I've experienced the same problem. 

My dxcard program (with source, available on my site) 

will not re-read the card directory properly if a card is 

replaced with a different one. Even if I used the TestCard function to 
check for it, apparently the firstfile and nextfile functions cache the 
directory somewhere and I do not know how to re-initialize them to 
re-read off the card. 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 5018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03739 


—-MESSAGE FILE 5019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003740 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Fame Game - OPM 

Date: Wed, 10 Mar 1999 00:19:05 -0800 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <36E62AF9.EEBC549@znet .com> 

References: <7c096g$12g7@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:204 scee.yaroze.freetalk.english: 
3740 


George Bain wrote: 


> 

> To all members, 

> 

> We are currently looking for any great games for 
> the next Official PlayStation Magazine Cover Disc. 
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> If any members have any great stuff to show us please 
> announce your game on the appropriate newsgroups or 

> e-mail me directly. 

> 

> Regards, 

> 

> George@SCEE 


Do you accept stuff from American members (if PAL compatible) ? 
The US Official Playstation magazine never put a 
yaroze program on its disc... snobs... 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 5019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03740 


--MESSAGE FILE 5020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003741 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mountain Dew. 

Date: Wed, 10 Mar 1999 00:39:04 -0800 

Organization: SCEA News Server 

Lines: 60 

Message-ID: <36EF62FA8.55E44FA@znet .com> 

References: <86ogmlltbv.fsf@finance0d.mel.cybec.com.au> 
NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; Ս) 


Toby Hutton wrote: 


Mountain Dew in Australia doesn't have caffeine, but I understand it 
has plenty in the US..? Can someone confirm this for me? How about 
in Europe? If I'm right I want to know why the hell they took it out 
for us. 


VVVVVVV 


Toby (who dislikes coffee, loves Dew but drinks Coke to stave off siesta). 


Yep, it's got plenty caffeine here in the US, although Jolt Cola has more. 

They took it out in Canada too. The Mountain Dew commercials here all 
involve some kind of frenzied activity-- drug pushers. 

Actually in an upcoming X-files episiode, the global conspiracy of 

caffeine experiments is revealed. (joke!) 


from the caffeine FAQ: 

http: //www.cs.unb.ca/~alopez—o/Coffee/caffaq.html#HowMuchCaff 

According to the National Soft Drink Association, the following is the 
caffeine content in mgs per 12 oz can of 


soda: 
Afri-Cola 100.0 (2) 
Jolt 71.2 
Sugar-Free Mr. Pibb 58.8 
Mountain Dew 55.0 (no caffeine in Canada) 
Diet Mountain Dew 5540 
Kick citrus 54 (36mg per 8oz can, caffeine from guarana) 
Mello Yellow 52.8 
Surge 51.0 
Tab 46.8 
Battery energy drink -- 140ոց/1 = 46.7mg/can 
Coca-Cola 45.6 


Diet Cola 45.6 
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Shasta Cola 44.4 
Shasta Cherry Cola 44.4 
Shasta Diet Cola 44.4 
Mr. Pibb 40.8 
OK Soda 40.5 
Dr. Pepper 39.6 
Pepsi Cola 3452 
Aspen 36.0 
Diet Pepsi 35.4 
RC Cola 36.0 
Diet RC 36.0 
Diet Rite 36.0 
Canada Dry Cola 30.0 
Canada Dry Diet Cola 1.2 
7 Up 0 


I myself prefer "Pocari Sweat" from Japan, 
no caffeine, lots of electrolytes, and MSG! 
This message brought to you by the Otsuka Pharmaceutical Co., Ltd. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 5020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03741 


-—-MESSAGE FILE 5021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003742 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Fame Game - OPM 

Date: 10 Mar 1999 09:19:36 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <7cSdf8$cij7@chuka.playstation.co.uk> 

References: <7c096g$12g7@chuka.playstation.co.uk> <36E62AF9.EEBC549@znet.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:205 scee.yaroze.freetalk.english: 
3742 


Hi Kirk, 


Yes, sure do! Just make sure that you have the game 
running in PAL mode. The game also has to have music, 
game play, etc... 


Regards, 


George@SCEE 


In article <36E62AF9.EEBC549@znet.com>, kbender@znet.com says... 


>Do you accept stuff from American members (if PAL compatible)? 
>The US Official Playstation magazine never put a 

>yaroze program on its disc... snobs... 

> 

>kirk 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender.html 


—-MESSAGE FILE 5021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03742 


—-MESSAGE FILE 5022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003743 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Piracy plastic (was PS2 Pictures) 

Date: Wed, 10 Mar 1999 12:33:20 +0000 

Organization: The Hex Heroes 

Lines: 14 

Message-ID: <36E66690.6F4866FB@writeme.com> 

References: <7bitsm$9hel0@chuka.playstation.co.uk> <01lbe65c9S$b92082a0S0a3ddec2@sonia 
> <MPG.1148eed11e01f353989680@www.netyaroze-europe.com> <01lbe6678Se2edda60S0a3ddec2@ 
sonia> <MPG.1149148eeb6b59a8 98 9681@www.netyaroze-europe.com> <01lbe66d8$ca151160S$0a3d 
dec2@sonia> <36E55179.6DFC38D8@writeme.com> <Olbe6a8cS$7c0ac980S0f3cac3e@hanno> 
NNTP-Posting-Host: ares.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Peter Armstrong wrote: 


If memory serves I think it was called the lenslok, it was definately more 
trouble than it was worth. 


V V V V 


Pete. 


Bingo! Absolutely right. 
I can now rest in peace =:o) 


James. 


--MESSAGE FILE 5022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03743 


—-MESSAGE FILE 5023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003744 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 

Subject: Edinburgh Pictures 

Date: Wed, 10 Mar 1999 12:52:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7c5SpooS$cij8@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.event:107 scee.yaroze.freetalk.english:374 
4 


Hi all, 

I've finally got around to scanning the photos of the Yaroze meet up in 
Edinburgh here is the url. Please ignore the rest of naff stuff in my user 
area ;0) 

www.netyaroze-europe.com/~dogsnads/ftp/pictures/ 

Hope you enjoy them 

Cheers 


Bob 
298rcs@tay.ac.uk 
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—-MESSAGE FILE 5023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03744 


—-MESSAGE FILE 5024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003745 
Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Wed, 10 Mar 1999 12:58:07 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 27 

Message-ID: <developer-1003991258080001@192.168.0.1> 

References: <79o0ut1$Sldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al-—88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> <7aac97$6p320@chuka.playstation.co.uk> 
<developer—-0903992159080001@192.168.0.1> 

NNTP-Posting-Host: pro2-208.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1256 scee.yaroze.freetalk.english 
23745 


> > >There was a wav file floating around that had the ‘'official' pronunciation 
> > >of yah-roo-zee, although a lot of members pronounce it yah-rooze or 

> > >yah-row-zee. 

> > the 'e' is accented so isnt it: 'yah-row-zay', like anime is pronounced 
> > 'an-im-ay' ? 

> 

> Yep, get the following file: 

> http://hal.humberc.on.ca/~kennedy/NetYar.wav 

> And you will find out how to pronounce the "Net Yaroze" to "Lets go Do 

> Something." Literal in Japanese I think is "Let's go to it." Similar to 

> "let's go do it" 

> -sean 


For Yaroze Members try the following too: 


http://www.scea.sony.com/net/yaroze/pages/ftp/skennedy/netyyar.wav 


Did anyone get the recent EGM? 


Neat Writeup about the Connectix VGS. 
Connectix couldn't wait till the PSX went out of production. 


Hate to be in their shoes. 


-sean 
--MESSAGE FILE 5024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03745 


--MESSAGE FILE 5025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003746 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: General public Yaroze FAQ - suggestions wanted 

Date: Wed, 10 Mar 1999 18:29:51 GMT 

Organization: L4 Software 

Lines: 14 

Message-ID: <36e6b967.12716699@205.149.189.29> 

References: <79o0ut1$ldo5@chuka.playstation.co.uk> <ldmz8te.135rub8yhq0u4N@al1-—88-105. 
al.nl> <7aa82iS6p316@chuka.playstation.co.uk> <7aac97$6p320@chuka.playstation.co.uk> 
<developer-—0903992159080001@192.168.0.1> <developer-1003991258080001@192.168.0.1> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1257 scee.yaroze.freetalk.english 
23746 
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On Wed, 10 Mar 1999 12:58:07 -0500, developer@woodentulip.com (Sean 
Kennedy) wrote: 


>For Yaroze Members try the following too: 


> 


>http://www.scea.sony.com/net/yaroze/pages/ftp/skennedy/netyyar.wav 
> 


Ooops, I had a typo when I released that file for Sean. You can now 
find it where it should really be: 


http://www.scea.sony.com/net/yaroze/pages/ftp/skennedy/netyar.wav 


Mario 


3227 


—-MESSAGE FILE 5025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03746 


—-MESSAGE FILE 5026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003747 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Sega announcement 

Date: Wed, 10 Mar 1999 20:23:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <36E6D4BD.A84D2B1A@dma-design.com> 
References: <36e1221c.4769424@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Barry & Robert Swan wrote: 


I cant remember the gist of it, but Sega a few days ago announced a 
PS2 beater. Am I the only one who is sick of Sega? Up till now Ive 
always had some loyalty to them and felt sorry the 'once greats'. They 
said they had learnt from their previous debacles, but have they my 
arse? 


VVVVVV 


Bzzzz. Wrong. FGNonline etc fell for a hoax message. Don't believe 
everything you read, please. 


Oh, and even if the specs are that much better than the PS2 and Sega 
arent bankrupt by then, the PS2 can do almost everything anyway, so 
what is more speede gonna do. Huurah, now in a football game you can 
model each of the spectators individually. Thats useful. You can model 
cracks in walls. Nice. Textures can now be over 5000x5000. wow, like I 
can see the difference. PS2 movies show they can create real people on 
screen. What now? 


VV V V V V V 


So the PSX2 is the be all & end all graphically then? Bzzzz. Wrong. 
There'll be something better in the pipeline. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


—-MESSAGE FILE 5026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03747 


—-MESSAGE FILE 5027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003748 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: GDC in San Jose 
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Date: Wed, 10 Mar 1999 13:53:27 -0800 
Organization: SCEA News Server 

Lines: 8 

Message-ID: <36E6E9D7.186F84C1@vmlabs.com> 
References: <7ari6tSerp25@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs52.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1258 scee.yaroze.freetalk.english 
23748 


Hello, 


GDC is next week and Robert and I are going to try to meet up. Is 
anyone else going to the conference, or live in the bay area? 


I feel so left out after seeing the pics from the Edinburgh meet :) 


Scott 
—-MESSAGE FILE 5027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03748 


-—-MESSAGE FILE 5028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003749 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Source code issue... 

Date: 11 Mar 1999 08:35:59 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 39 

Message-ID: <7c7v9f$cijl2@chuka.playstation.co.uk> 
References: <7c3rjs$cij2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Nick, 


You can post your source code on you homepage. But what would be the point? 
Like you said....if they are Net Yaroze members then they can just go to 

your homepage and get it there. If they aren't members what good is 

it for them to see? It's not like they can purchase a Net Yaroze 

if they understand the source code. This is my personal opinion by the way... 


George 


In article <7c3rjs$cij2@chuka.playstation.co.uk>, nickf@saqnet.co.uk says... 
> 

>Hiya... 

> 

>Right, I get sooo much mail from people visiting my NY mirror site (which 
>has no code or anything) wanting to see some of my source code (god knows 
>why). So, I've posted the following (which is basically my Mud n Blood 
>source) and could somebody from SCEE tell me if it's OK for me to send this 
>to non-members. If so, then I have a "standard" bit of code I can mail out 
>to these people... 

> 

>Part of me thinks "What's the point" as if they don't have a Yaroze now they 
>never will, but part of me wants to be nice and accommodating. Oo-er. 

> 

>Thanks :) 

> 
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>Nick "crap source code" F 
> 
>www.saqnet.co.uk/users/nickf 
>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 
> 

>"Game over, man. Game over!" 


—-MESSAGE FILE 5028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03749 


-—-MESSAGE FILE 5029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003750 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Star Wars Trailer Released 

Date: 11 Mar 1999 10:58:44 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <7c8714Scij13@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hey all, 

Check out the trailer at www.starwars.com!! 
P.S. It's wicked!! 

George 


—-MESSAGE FILE 5029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03750 


—-MESSAGE FILE 5030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003751 

Path: chuka.playstation.co.uk!news 

From: “ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Thu, 11 Mar 1999 13:26:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7c8g40S$cij14@chuka.playstation.co.uk> 

References: <7ari6étSerp25@chuka.playstation.co.uk> <36E6E9D7.186F84C1@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1259 scee.yaroze.freetalk.english 
23751 


Yeah, come on you SCEA members. Two people really isn't a get together. 
The more the merrier. 


Bob 
SCEE member and photographer 
298rcs@tay.ac.uk 


Scott Cartier wrote in message <36E6E9D7.186F84C1l@vmlabs.com>... 


>Hello, 

> 

>GDC is next week and Robert and I are going to try to meet up. Is 
>anyone else going to the conference, or live in the bay area? 

> 


>I feel so left out after seeing the pics from the Edinburgh meet :) 
> 


>Scott 
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—-MESSAGE FILE 5030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03751 


—-MESSAGE FILE 5031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003752 

Path: chuka.playstation.co.uk!news 

From: "Joachim Mertens" <brainchild@cityweb.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory card directory problems 

Date: Thu, 11 Mar 1999 17:16:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7c8r18$cij15@chuka.playstation.co.uk> 

References: <7c4bl1f$cij5@chuka.playstation.co.uk> <36E62935.9B149CD2@znet .com> 
NNTP-Posting-Host: dtm8-m146-108.pool.cww.de 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Yes, I've experienced the same problem. 

>My dxcard program (with source, available on my site) 

>will not re-read the card directory properly if a card is 

>replaced with a different one. Even if I used the TestCard function to 
>check for it, apparently the firstfile and nextfile functions cache the 
>directory somewhere and I do not know how to re-initialize them to 
>re-read off the card. 

> 

>kirk 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender.html 


I have found out that you have to call the function "firstfile" during the 
card change, I mean the point of time when the slot is empty. That increases 
the probability of the correct re-reading but its not even perfect. 

I’m sure there is a little trick that clears the buffer. For example SIOCONS 
has not such problems. With this program you can always list the correct 
directory (dir bul0:). But who knows this trick ???? 


Jo 


—-MESSAGE FILE 5031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03752 


—-MESSAGE FILE 5032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003753 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 09:52:40 -0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1260 scee.yaroze.freetalk.english 
23153 


I just thought of something. Since PS2 will be BC with the original 
I will no longer have to disconnect my Yaroze from my computer so I 
can play a game on the larger TV in my living room. Yay! 


How do you all have your Yaroze's set up? I have a smaller TV in the 
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bedroom along with my computer - both connected to my Yaroze. The 
larger TV is out in the main room of the apartment. When I was playing 
Metal Gear I made a point of transporting the Yaroze out to the bigger 
TV (and better stereo system). I might end up doing the same for 
Silent Hill, but it's just not worth the trouble for other games. 


Scott 
—-MESSAGE FILE 5032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03753 


—-MESSAGE FILE 5033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003754 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 10:00:21 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <7c907fShup3@scea> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: tide71.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.203 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.203 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1261 scee.yaroze.freetalk.english 
23754 


I have my Yaroze hooked up to a TV Tuner card in my PC. So when I'm working 
on the Yaroze, its display is in a window on my desktop. Very nice. 


As for playing games, I have a regular gray PlayStation hooked up to the TV 
in my living room along with my N64. 


-Steve 


Scott Cartier <scartier@vmlabs.com> wrote in message 

news:36E802E8.C3A67A0C@vmlabs.com... 

> I just thought of something. Since PS2 will be BC with the original 
I will no longer have to disconnect my Yaroze from my computer so I 
can play a game on the larger TV in my living room. Yay! 


> 
> 
> 
> How do you all have your Yaroze's set up? I have a smaller TV in the 

> bedroom along with my computer - both connected to my Yaroze. The 

> larger TV is out in the main room of the apartment. When I was playing 
> Metal Gear I made a point of transporting the Yaroze out to the bigger 
> TV (and better stereo system). I might end up doing the same for 

> Silent Hill, but it's just not worth the trouble for other games. 

> 
> 


Scott 


—-MESSAGE FILE 5033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03754 


—-MESSAGE FILE 5034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003755 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 10:15:02 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36E80826.2E2608D4@vmlabs.com> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7c907fShup3@scea> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1262 scee.yaroze.freetalk.english 
23159 


Yeah, i guess most everyone probably has a normal gray Playstation too. 
I sold mine to a friend once I got the Yaroze. Oh well. 


Scott 


I have my Yaroze hooked up to a TV Tuner card in my PC. So when I'm working 
on the Yaroze, its display is in a window on my desktop. Very nice. 


> 
> 
> 
> As for playing games, I have a regular gray PlayStation hooked up to the TV 
> in my living room along with my N64. 

> 

> -Steve 

—-MESSAGE FILE 5034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03755 


—-MESSAGE FILE 5035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003756 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 12:34:06 -0800 

Organization: SCEA News Server 

Lines: 15 
Message-ID: <36E828BD.B4D71451@znet .com> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: scts1-35.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1263 scee.yaroze.freetalk.english 
23756 


Scott Cartier wrote: 
> How do you all have your Yaroze's set up? 


I have it hooked up via an hacked RGB SCART cable to an 

old Atari ST SC1224 monitor. The Atari monitor only 

groks separate vertical and horizontal sync, so I made 

a sync separator circuit with a National Semiconductor 

LM1881 chip. The picture is unbelievably sharp, and 

the colors are fantastic. Plus it works with both 

PAL and NTSC modes, so I can run all those SCEE programs, heh. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender-.html 

—-MESSAGE FILE 5035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03756 


—-MESSAGE FILE 5036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003757 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 21:18:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7c9btiScijlé6@chuka.playstation.co.uk> 
References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: th-pm04-38.ndirect.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1264 scee.yaroze.freetalk.english 
+ 3 TST 


> How do you all have your Yaroze's set up? 


Mine sits on top of my small TV in the lounge, just like anyone elses grey 
version. The colour and the extra cable hanging off it terminating in a 
serial connector give away its real purpose. To use if for other than 
playing games I connect it to my laptop: a Mac PowerBook 3400 so I need an 
extra cable to connect it, & so I can site half way across the room and work 
in comfort. 


John 
--MESSAGE FILE 5036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03757 


--MESSAGE FILE 5037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003758 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: 11 Mar 1999 21:51:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01b9ee68$d730ac20$015e38d4@gareth> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7c907fShup3@scea> <36E80826.2E2608D4@vml1 
abs .com> 

NNTP-Posting-Host: 212.56.94.1 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1265 scee.yaroze.freetalk.english 
23758 


Yeah, I sold mine to a mate at work for the extra cash. I got a gret deal 
on it, that guy was such a sucker! 


I've got my Yaroze sat between my monitor and TV on my desk, no switching 
cables or transporting units here and there. Nice. 


Gareth! 


Scott Cartier <scartier@vmlabs.com> wrote in article 
<36E80826.2E2608D4@vmlabs.com>... 
> Yeah, i guess most everyone probably has a normal gray Playstation too. 

> I sold mine to a friend once I got the Yaroze. Oh well. 

> 

> Scott 

—-MESSAGE FILE 5037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03758 


-—-MESSAGE FILE 5038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003759 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Thu, 11 Mar 1999 22:56:35 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 25 

Message-ID: <developer-1103992256360001@192.168.0.1> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7c907fShup3@scea> <36E80826.2E2608D4@vml1 
abs.com> <01b9ee68$d730ac20$015e38d4@gareth> 

NNTP-Posting-Host: prol-150.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1266 scee.yaroze.freetalk.english 
33759 


> I've got my Yaroze sat between my monitor and TV on my desk, no switching 
> cables or transporting units here and there. Nice. 
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Yaroze in Office Workstation arena: 


3 Macs | IIfx, Pbook 190/68K, 6100/60 soon to be 2... | 
2PC's [WIN32/COMMAND.COM & Netware 3.12 --> Gone since HD crash now Linux] 
1 SGI [Gone, since it was so old.. Irix 5.1] 


Yaroze is connected to Stereo converter to computer speakers, video is 
connected to Commodore 1702 Garbage Pick-up :)) sweet images, can do PAL 
in B&W. 


Use 3 channel serial switcher to goto MacOS to Yaroze, one lead goes to 
PC's where I have a two channel between mouse and Yaroze because GDB wants 
COM1. 


Linux I am just playing with now. I use MkLinux on the 6100 but I have to 
get the siocons util built, and I haven't had the time. 


N64 with MemPak, upstairs gathering dust with Telly [21" Sony.] no time 
but watch TV. So no playing Rogue Squad till May. 


-sean 
--MESSAGE FILE 5038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03759 


--MESSAGE FILE 5039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003760 

Path: chuka.playstation.co.uk!news 

From: "Stephen Ewart" <s.ewart@ulst.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Fri, 12 Mar 1999 13:42:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7cb5r7$cijl7@chuka.playstation.co.uk> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> 
NNTP-Posting-Host: ijcel73.infj.ulst.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Even if there is no Yaroze2, as such, it would be nice if on establishment 
of PlayStation 2, the Yaroze members where given access to the complete 
PlayStation 1 development kit. 


A Yaroze 2 program could even take the form of the current PlayStation 
internal development card and libraries. Backwards compatibility makes 
stills makes Playstation 1 development valid. 


Steve 


Nigel Critten wrote in message <7akgvnSbtf36@chuka.playstation.co.uk>... 

>It would be very nice if Sony did this but I wouldn't hold your breath, 

they 

>don't even let us use the Dual Shock feature or read from the CD or any 

>number of other limitations, if they do go ahead and release a Yaroze 2 

then 

>I would hope they ask the current members what is wrong with the current 
>Yaroze programme 

> 


—-MESSAGE FILE 5039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03760 


—-MESSAGE FILE 5040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003761 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Fri, 12 Mar 1999 20:59:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36E9803E.33F53562@hinge.mistral.co.uk> 
References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7S$cijl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.184.231.44 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.2.0 1586) 


Stephen Ewart wrote: 


> Even if there is no Yaroze2, as such, it would be nice if on establishment 
> of PlayStation 2, the Yaroze members where given access to the complete 
> PlayStation 1 development kit. 


Won't happen. Do you know how much a PS1 devkit costs? I suppose not- it's 
Lots Choughis ss u. s 


> .. Steve 
> 


Craig. 


+++BASELINE REALITY FAILURE+++ 
+++PLEASE REBOOT UNIVERSE +++ 


—-MESSAGE FILE 5040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03761 


—-MESSAGE FILE 5041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003762 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Fri, 12 Mar 1999 22:17:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7cc3qo$cijl19@chuka.playstation.co.uk> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: dialup137-15.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1267 scee.yaroze.freetalk.english 
23762 


>How do you all have your Yaroze's set up 


Mine *was* hooked up to a Hauppauge WinTV card, but if found the thing more 
trouble than it was worth, IRQ-wise, and so I've removed it. The picture was 
pretty poor, anyway. I now have a v. long (3m) AV connection to my bedroom 
TV, which is actually behind me as I stare at my monitor. Oh well... Also, I 
have to run NISC signals thru a PAL converter (but that's still better than 
the Hauppauge picture). I know most WinTV users are happy, but I think it 
really had trouble with my system. Oh well. 


I also have a grey PS (chipped) - a 1002 model on its last legs - which is 
what I run games on...it's hooked up to my 14-inch Sony TV/Video in 1 thing 
(along with my MD / SNES / N64 / SS). Hopefully my parents are going to 
bring me back a multi-system 21-inch TV from Hong Kong! :) When I get a cool 
enough game, I rig the PS up to the main 28 inch telly in the flat (which is 
SOOOO much better). Silent Hill next, I feel! 
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Now, didn't you need to know that? 


Nick "off to see Mr Frosty in improvised comedy show" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"You won't catch me on a spaceship!" 


—-MESSAGE FILE 5041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03762 


—-MESSAGE FILE 5042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003763 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Fri, 12 Mar 1999 23:19:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7cc7e8$cij20@chuka.playstation.co.uk> 

References: <36CC9BDC.  9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7S$cijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
-co.uk> 

NNTP-Posting-Host: vil-2.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yes, but when the PlayStation 2 is out and everyone is developing for that 
instead of the PlayStation then it would be nice if Sony released the 
proffesional development software and documents. 

By this time the PS1 devkits will cost nothing since they won't be selling 
them! In fact they can't still be selling PS1 devkits now, can they? 

How much did a 286 PC cost it was first released? How much does it cost 
now?! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Craig Graham wrote in message <36E9803E.33F53562@hinge.mistral.co.uk>... 
>Stephen Ewart wrote: 

> 

>> Even if there is no Yaroze2, as such, it would be nice if on 
establishment 

>> of PlayStation 2, the Yaroze members where given access to the complete 
>> PlayStation 1 development kit. 

> 

>Won't happen. Do you know how much a PS1 devkit costs? I suppose not- it's 
»16ԵՏ though. oes eos. 

> 

> 

>> .. Steve 

>> 

> 

>Craig. 

> 

>—— 

>+++BASELINE REALITY FAILURE+++ 

>+++PLEASE REBOOT UNIVERSE +++ 

> 


—-MESSAGE FILE 5042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03763 


—-MESSAGE FILE 5043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003764 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: yaroze 2 ? 

Date: Sat, 13 Mar 1999 12:47:19 +1300 
Organization: Sidhe Interactive 
Lines: 30 

Message-ID: <7cc8h4$cij21@chuka.playstation.co.uk> 

References: <36CC9BDC.  9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7S$cijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
.Շօ.սք» <7cc7e8$cij20@chuka.playstation.co.uk> 

NNTP-Posting-Host: p21-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rad wrote in message <7cc7e8$cij20@chuka.playstation.co.uk>... 

>Yes, but when the PlayStation 2 is out and everyone is developing for that 
>instead of the PlayStation then it would be nice if Sony released the 
>proffesional development software and documents. 


I don't think pro developers would be too happy about that. 


>By this time the PS1 devkits will cost nothing since they won't be selling 
>them! In fact they can't still be selling PS1 devkits now, can they? 

>How much did a 286 PC cost it was first released? How much does it cost 
>now?! 


Its not really the same thing. 


Remember there are 50 million Playstations out there which are not going to 
disappear overnight. This is a huge market that is still going to be buying 
games for a few years so expect Sony to support first gen Playstation 
development for a while yet. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


—-MESSAGE FILE 5043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03764 


-—-MESSAGE FILE 5044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003765 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Fri, 12 Mar 1999 16:44:07 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <36E9B4D7.A260382@znet .com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <36E6E9D7.186F84C1l@vmlabs.com> <7 
c8g40$cijl4@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-45.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1268 scee.yaroze.freetalk.english 
23765 


ROBERT C SHAND wrote: 
> 


> Yeah, come on you SCEA members. Two people really isn't a get together. 
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The more the merrier. 
Bob 


SCEE member and photographer 
298rcs@tay.ac.uk 


> 
> 
> 
> 
> 
> 


I live in the Bay area, and I'll be there and can meet up. 
I'll see if I can post digital camera pics on my site. 

I just have a Starter pass-- lunch not included, but then 
the food wasn't so great last year anyway. 

Miyamoto keynote not included either :-( 


Kirk 
SCEA and Planetary Society member 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 5044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03765 


-—-MESSAGE FILE 5045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003766 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <admars@rocketmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Fri, 12 Mar 1999 18:00:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7cdjip$cij24@chuka.playstation.co.uk> 

References: <36E802E8.C3A67A0C@vmlabs.com> 

NNTP-Posting-Host: ppp-1-12-19.access.telinco.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1269 scee.yaroze.freetalk.english 
23766 


In my bedroom(I live at with my parents still :( ) I originally had 14" TV 
with regular 

Playstation, then to play import games on grey PSX I got 19" TV, but I never 
got rid of the 14", then I got a PC, then I got a Yaroze, so I have: 


14" TV 

19" TV. 

VCR 

Stereo 

regular Playstation 
Playstation Yaroze 
JPG 


+ a big mess of cables round my bedroom ;) 


I got one of those scart cable boxes as well so that whichever PSX I'm using 
and Video can plug into the TV and VCR. 


Damn useful the other day when we had to do a presentation at Uni about our 
projects, rather than piss about with computers an projectors, just recorded 
my stuff onto video 


Al 


Scott Cartier wrote in message <36E802E8.C3A67A0C@vmlabs.com>... 

>I just thought of something. Since PS2 will be BC with the original 
>I will no longer have to disconnect my Yaroze from my computer so I 
>can play a game on the larger TV in my living room. Yay! 

> 
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>How do you all have your Yaroze's set up? I have a smaller TV in the 
>bedroom along with my computer - both connected to my Yaroze. The 
>larger TV is out in the main room of the apartment. When I was playing 
>Metal Gear I made a point of transporting the Yaroze out to the bigger 
>TV (and better stereo system). I might end up doing the same for 
>Silent Hill, but it's just not worth the trouble for other games. 

> 

>Scott 


—-MESSAGE FILE 5045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03766 


—-MESSAGE FILE 5046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003767 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest57@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lesson Dutch 

Date: Sun, 14 Mar 1999 17:35:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36EBF36C.E208E9E0@hotmail.com> 

References: <ldlxg8z.lppywermi9o0e8N@al-88-108.al.nl> <36A63163.FB939D83@mundivia.es> 
<ldlydg7.lov94ahb101feN@al-88-100.al.nl> <36A7BC45.427F2EC4@datasys.net> <ldm0znk.1 
7le2rilwhd2k8NQal-88-110.al.nl> <36A915F8.A93DCBE68@mundivia.es> <ldm3e38.92ub9arjf58 
8N@al-88-132.al.nl> <36AC8381.9A81D600@mundivia.es> <36ACAF13.A62E7D12@hv.se> <36AC8 

A83.F64833D6@mundivia.es> <ldm8exz.lplbf6vjizdlcN@a1-—88-108.al.n1> 

NNTP-Posting-Host: bwefr98.lyan.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


I suppose you never taped a song of the radio in the pre-CD times ;-) 


V V V V 


well actually no, because the bloody djs keep talking over the songs :) 


—-MESSAGE FILE 5046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03767 


—-MESSAGE FILE 5047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003768 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Sun, 14 Mar 1999 22:00:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 150 

Message-ID: <7chbid0Sfu93@chuka.playstation.co.uk> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 

ation.co.uk> <7cb5r7Scijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 

.Շօ.սք» <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 

> 

NNTP-Posting-Host: vil-34.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_0028_01BE6E66.1059E940" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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This is a multi-part message in MIME format. 


=== = = _NextPart_000_0028 01BE6E66.1059E940 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Mario Wynands wrote in message <7cc8h4$cij21@chuka.playstation.co.uk>... 
>Rad wrote in message <7cc7e8$cij20@chuka.playstation.co.uk>... 

>>Yes, but when the PlayStation 2 is out and everyone is developing for = 
that 
>>instead of the PlayStation then it would be nice if Sony released the 
>>proffesional development software and documents. 

> 

>I don't think pro developers would be too happy about that. 

> 


I don't think they'll care, they'll be too busy "playing" with their = 
PS2! 


>>By this time the PS1 devkits will cost nothing since they won't be = 
selling 

>>them! In fact they can't still be selling PS1 devkits now, can they? 
>>How much did a 286 PC cost it was first released? How much does it = 
cost 

>>now?! 

> 

> 

>Its not really the same thing. 

> 

>Remember there are 50 million Playstations out there which are not = 
going to 

>disappear overnight. This is a huge market that is still going to be = 
buying 

>games for a few years so expect Sony to support first gen Playstation 
>development for a while yet. 

> 


I never said the PlayStation will disappear overnight, if you re-read = 
what I wrote, I said "when the PlayStation 2 is out and everyone is = 
developing for that instead of the PlayStation..." 

What I'm saying is that when there is no more commercial development for = 
the PlayStation then it would be nice if Sony released the proffesional = 
development software and documents. 


To be honest I can't see why the Net Yaroze dev kit is crippled anyway = 
and that only "selective" information is available, but then I'm not = 
really that bothered since I'm happy with it. 


>Regards 

> 

>Mario Wynands 
>Sidhe Interactive 
>mario@sidhe.co.nz 
>www.Sidhe.co.nz 

> 


Take care, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—— === = NextPart_000_0028_01BE6E66.1059FE940 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 
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> 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.2106.6"" name=3DGENERATOR> 

</HEAD> 

<BODY> 

<DIV>Mario Wynands<MARIO@SIDHE.CO.NZ> wrote in message &1t;<A=20 
href=3D"mailto: 7cc8h4$cij21@chuka.playstation.co.uk">7cc8h4$cij21@chuka.p= 
laystation.co.uk</A>égt;...</DIV> 
<DIV>&gt;Rad wrote in message &1lt;<A=20 

href=3D"mailto: 7cc7e8$cij20@chuka.playstation.co.uk">7cc7e8$cij20@chuka. p= 
laystation.co.uk</A>é&gt;...<BR>&gt; &gt; Yes, =20 

but when the PlayStation 2 is out and everyone is developing for=20 
that<BR>égt;&gt;instead of the PlayStation then it would be nice if Sony 


released the<BR>&gt; &gt;proffesional development software and=20 
documents.<BR>&gt;<BR>&gt;I don't think pro developers would be too = 
happy about=20 
that .<BR>é&gt; <BR></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>I don't think they'll care, they'll be too busy &quot;playing&quot; 
with=20 

their PS2!</DIV> 

<DIV><BR>é&gt;&gt;By this time the PS1 devkits will cost nothing since = 
they won't=20 

be selling<BR>&gt;&gt;them! In fact they can't still be selling PS1 = 
devkits now, -20 

can they?<BR>&gt;&gt;How much did a 286 PC cost it was first released? = 
How much=20 

does it cost<BR>égt; &égt;now?!<BR>&gt; <BR>&gt;<BR>é&gt;Its not really the = 
same=20 

thing.<BR>&gt;<BR>&gt;Remember there are 50 million Playstations out = 
there which=20 

are not going to<BR>&gt;disappear overnight.énbsp; This is a huge market = 
that is=20 

still going to be buying<BR>&gt;games for a few years so expect Sony to = 
support=20 

first gen Playstation<BR>&gt;development for a while = 

yet .<BR>&gt; <BR></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>I never said the PlayStation will disappear overnight, if you = 
re-read what=20 

I wrote, I said &quot;<STRONG>when</STRONG> the PlayStation 2 is out and 


<STRONG>everyone</STRONG> is developing for that = 
<STRONG>instead</STRONG> of the=20 

PlayStation...&quot;</DIV> 

<DIV><FONT size=3D3>What I'm saying is that when there is no more = 
commercial=20 

development for the PlayStation then it would be nice if Sony released 
the=20 

proffesional development software and documents.<BR></FONT></DIV> 
<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT size=3D3><FONT color=3D#000000>To be honest I can't see why = 
the Net=20 

Yaroze dev kit is crippled anyway and that only &quot;selective&quot;=20 
information is available, but then I'm not really that bothered since = 
I'm happy=20 

with it.</FONT></FONT></DIV> 

<DIV><FONT size=3D3><FONT color=3D#000000></FONT></FONT><FONT face=3D""=20 
size=3D3><BR></FONT>égt; Regards<BR>&gt;<BR>&gt;Mario = 

Wynands<BR>&gt; Sidhe=20 

Interactive<BR>égt; <A=20 
href=3D"mailto:mario@sidhe.co.nz">mario@sidhe.co.nz</A><BR>égt; <A=20 
href=3D"http://www.sidhe.co.nz">www.sidhe.co.nz</A><BR>&gt; <BR></DIV> 
<DIV>&nbsp; </DIV> 

<DIV>Take care, </DIV> 

<DIV><FONT size=3D3></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 face=3D"" size=3D3>Rad.<BR><A=20 
href=3D"mailto: rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
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href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></DIV></BODY></HTML> 


mes a. = _NextPart_000_0028_01BE6E66.1059E940-- 


--MESSAGE FILE 5047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03768 


—-MESSAGE FILE 5048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003769 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: 15 Mar 1999 08:35:00 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <7cignk$fu94@chuka.playstation.co.uk> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7Scijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
-co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0S$fu93@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Remember that a Net Yaroze cost £229 and a pro kit almost £10,000. 
You get what you pay for.... 


P.S. I still have not seen one single Net Yaroze game/demo that uses 
the Net Yaroze libraries to their fullest. 


George 


In article <7chbid0Sfu93@chuka.playstation.co.uk>, rad@cyberdude.com says... 


>To be honest I can't see why the Net Yaroze dev kit is crippled anyway = 
>and that only "selective" information is available, but then I'm not = 
>really that bothered since I'm happy with it. 


>Take care, 

> 

>Rad. 
>rad@cyberdude.com 


—-MESSAGE FILE 5048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03769 


—-MESSAGE FILE 5049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003770 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The end ? 

Date: Mon, 15 Mar 1999 17:08:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36ED3E86.1F4D667E@reading.ac.uk> 

References: <36D6ED41.3B806C4E@cwcom.net> <01b9e5e0S0de5d380Sac82ab6c3@gareth> <01be6 
347S88c5ebf40S0a3ddec2@sonia> <7bc7ifSabn6@chuka.playstation.co.uk> <01be64e2$315e424 
OSOa3ddec2@sonia> <36E02125.E5E2DEDA@hotmail.com> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Brian West wrote: 


give it back :). 


I rather expected that - based on what has been mentioned here by 
people - that they want back the development dongle and the library 
disk... not the whole shebang. 


> 

> Miles Buzzing wrote: 

> 

> > Hmm, I see your point. The bit about having to hand back or destroy the 
> > development kit is a bit scary! 

>> 

>> 

> 

> 
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Why can't you just say you lost it. After all what can they do if you don't 


—-MESSAGE FILE 5049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03770 


—-MESSAGE FILE 5050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003771 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: yaroze 2 ? 

Date: Mon, 15 Mar 1999 17:35:15 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <36ED44D3.3689EB4A@reading.ac.uk> 


References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7Scijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
-co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0S$fu93@chuka.playstation.co.uk> <7cignk$fu94@chuka.playstation.co.uk> 


NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Bain wrote: 


Q 
O 
O 
K 
Q 
Փ 


Hi there, 


Remember that a Net Yaroze cost £229 and a pro kit almost £10,000. 
You get what you pay for.... 


P.S. I still have not seen one single Net Yaroze game/demo that uses 
the Net Yaroze libraries to their fullest. 


VVVVVVVV 


I think that the suggestion that the quality of Yaroze demos suffered 
through the kit being slightly incomplete isn't true. The effect is 
simply the result of the fact that people who buy Yarozes have to fit 
their Yaroze development in around their existing job (or course, or 
whatever). I was doing quite well with mine until I went back to 
University, and then immediately suffered severe burnout, as I didn't 
really want to fiddle with Yaroze coding in the evenings after having 
spent the whole day reprogramming bits of research project. 

My main annoyance was regarding the documentation, although a lot of 
that has been replaced by better stuff by people in the community 
(although the entire community system may have made the program rather 
difficult for anybody who's shy or not on the internet). Where did the 
Yaroze documentation come from? I was expecting it'd be a subset of the 
professional documentation, but it appears to be completely seperate.. I 
actually found the program more complete than I thought it would be. I 
was rather pleasantly surprised (for example) when I read the files 
about analogue controller and GunCon support because I didn't expect 
they'd be available. 
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On the other hand, at least part of the appeal of Net Yaroze is to be 
able to fiddle about and see - oh, that's how they do that, that's what 
that bit does, that's how they made this happen - and just on the basis 
of that the restrictions can get annoying. Obviously the anti-piracy 
ones make sense, but I still don't understand the one about writing to 
the controller ports (is it to stop damage to force feedback 
controllers?), or the one about the low-level graphics architecture 
(which appears to be something like "It's too complicated for us"). 

Personally, I'd far rather have a Yaroze-equivalent for PSX2 than the 
professional kit for 1 once the PSX2 is out. Although I doubt there'll 
be a Yaroze-2, or at least that it'll be as popular as the Yaroze-1, if 
the rumor I hear about the PSX2 devkit supporting only SGI/Linux hosting 
is true. 

-—-MESSAGE FILE 5050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03771 


—-MESSAGE FILE 5051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003772 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Mon, 15 Mar 1999 17:39:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <7cjglf$fu95@chuka.playstation.co.uk> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7Scijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
.co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0Sfu93@chuka.playstation.co.uk> <7cignk$fu94@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-27.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


George Bain wrote in message <7VcignkSfu94@chuka.playstation.co.uk>... 
> 

>Hi there, 

> 

>Remember that a Net Yaroze cost £229 and a pro kit almost £10,000. 
>You get what you pay for.... 


Yeah but most of that £10,000 is for the license to develop games 
commercially. 

The jump from £229 to £10,000 isn't just because you get the full dev 
software. 

And anyway, for the THIRD time my point was: 


WHEN NOBODY is developing for the PlayStation commercially anymore and the 
development tools and documentation for the PlayStation are just sitting in 
some archive at Sony rotting away, then MAYBE Sony could release them to the 
Net Yaroze community. 


By this time the prodev kit won't be worth £10,000. 

Here's and example, in monetry value how much was the quake source code 
worth when Quake was first released? How much will it be worth when id 
publically release the source code? 


>P.S. I still have not seen one single Net Yaroze game/demo that uses 
> the Net Yaroze libraries to their fullest. 


Thats true and it's exactly why I said that I wasn't too bothered. Don't get 
me wrong I'm very happy with the Net Yaroze, but adding more features to it 
never hurt anybody. 


The reason I even mentioned any of this, is the nice thought of maybe one 
day being able to add full use of the dual shock pad, or 4 player action 
with a multi-tap or maybe a linkup option to your existing yaroze games, not 
that I'd even use any of these apart from the dual shock pad, but some 
people might want to. 
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But don't worry I'm not holding my breath, obviously commercial development 
for the PlayStation won't stop tomorrow, or next week, or next month, or 
maybe even next year, but one day it will, and when that day comes 
professional developers will have little use of the devkit. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


>George 

> 

> 

> 

>In article <7chbid0Sfu93@chuka.playstation.co.uk>, rad@cyberdude.com says... 
> 

>>To be honest I can't see why the Net Yaroze dev kit is crippled anyway = 
>>and that only "selective" information is available, but then I'm not = 
>>really that bothered since I'm happy with it. 

> 

>>Take care, 

>> 

>>Rad. 

>>rad@cyberdude.com 


—-MESSAGE FILE 5051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03772 


-—-MESSAGE FILE 5052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003773 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: 15 Mar 1999 21:49:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <slrn7er030.cai.tjs@longford.cs.monash.edu.au> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7S$cijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
.co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0S$fu93@chuka.playstation.co.uk> <7cignk$fu94@chuka.playstation.co.uk> <36ED4 
4D3.3689EB4A@reading.ac.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


Լ 


On Mon, 15 Mar 1999 17:35:15 +0000, Mark Green <Mark.Green@reading.ac.uk> wrote: 
>Although I doubt there'll 

>be a Yaroze-2, or at least that it'll be as popular as the Yaroze-1, if 

>the rumor I hear about the PSX2 devkit supporting only SGI/Linux hosting 

>is true. 


If it happened, maybe people could take it as an opportunity to experience 
something other than DOS/Windows. Diversity is good, and even if you think 
that NT is the way of the future and unix is nothing but a fossil, then it 
pays to understand your roots, so that you're not doomed to make the same 
mistakes again (and hopefully not reinvent the many things that unix got 
right, either). 


Toby. 
—-MESSAGE FILE 5052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03773 


—-MESSAGE FILE 5053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003774 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Import Gaming 

Date: 15 Mar 1999 22:48:45 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <0Olbe6f£35$d91f2780S0a3ddec2@sonia> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


As we all know, there are no chips required with the NY; we can play games 
from all over. So I throught it would be fun to find out where everybody 
gets them from and what you think of them - especially seeing that a good 
proportion of them haven't even been reviewed yet? 


I ordered Metal Gear Solid across the net back in november '98 from Tronix 
(tronix.com) and I must say the service was excellent - it arrived just 2 
days after ordering by Fedex and cost me a total of 570 (c£45). In my part 
of the world there is also a place called Next-Gen (www.next-gen.co.uk) in 
Aldershot that has a reasonable selection of imports as well as a place in 
Epsom highstreet (sorry can't remember the name). 


Has anybody played Silent Hill or SF-Zero 3 yet, and if so, what's the 
verdict? 


--MESSAGE FILE 5053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03774 


—-MESSAGE FILE 5054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003775 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Tue, 16 Mar 1999 01:12:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7ckb4rSfu96@chuka.playstation.co.uk> 
References: <Olbe6f35$d91f2780S0a3ddec2@sonia> 
NNTP-Posting-Host: dialup137-10.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, now I no longer have the luxury of trips to Hong Kong, I also use 
Tronix. Their service is excellent and they are very profesionally run, too 
(Joe who runs it co-authored a book on setting up a business online). Buying 
direct from the US is also a helluva lot cheaper than getting stuff from UK 
importers. I can't recommend it enough... www.tronixweb.com 


If you go FedEx, watch out for the customs sting. I'm going to stick to UPS 
in future... 


Import's the way to go, guys. I buy PAL from time to time (when the 
conversions isn't too bad, or if I see a really good deal) but 90% of my 


stuff is NTSC. How else will I be playing Silent Hill this Easter? ;) 
Nick F 
PS Check out Loonygames for my last article - a rant about PAL conversions 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03775 


—-MESSAGE FILE 5055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003776 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Gregory A. Cook" <gregcook@bellsouth.net> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 15 Mar 1999 20:24:42 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <7ckbv4Sm4g1@scea> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <36E6E9D7.186F84C1l@vmlabs.com> <7 
c8g40$cijl4@chuka.playstation.co.uk> <36E9B4D7.A260382@znet .com> 

NNTP-Posting-Host: host-—209-214-82-99.ath.bellsouth.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1270 scee.yaroze.freetalk.english 
23776 


Kirk Bender wrote in message <36E9B4D7.A260382@znet.com>... 
>I live in the Bay area, and I'll be there and can meet up. 
>I'll see if I can post digital camera pics on my site..... 


It's late notice for sure but I will be there on a Starter Pass. 


Greg Cook 


-—-MESSAGE FILE 5055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03776 


—-MESSAGE FILE 5056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003777 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Gregory A. Cook" <gregcook@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose 

Date: Mon, 15 Mar 1999 20:27:59 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <7ckbv6$m4g2@scea> 

References: <7ari6étSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: host-—209-214-82-99.ath.bellsouth.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1271 scee.yaroze.freetalk.english 
23777 


It's late notice for sure but, I will be at GDC on a starter pass. 


Greg Cook 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<J7arié6tSerp25@chuka.playstation.co.uk>... 

>Hi all, 

> 

>I posted a message a while back seeing if anyone except myself were 
thinking 

>of going to the GDC in San Jose CA this year. I know that Will Atkin 
>responded (Sorry I didn't speak to you about it Will, I've been v.busy). 


-—-MESSAGE FILE 5056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03777 


—-MESSAGE FILE 5057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003778 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Tue, 16 Mar 1999 09:15:44 -0800 
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Organization: SCEA News Server 

Lines: 10 

Message-ID: <36EE91C0.D3B52F60@vmlabs.com> 
References: <Olbe6f35$d91f2780S0a3ddec2@sonia> 
NNTP-Posting-Host: vmlabs68.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


I have two imports: Tobal 2 and Namco Museum Encore. I loved Tobal 1 

and the second is even better (although I haven't tried the quest mode 

yet). As for the Namco disc, I'm a sucker for "nostalgia packs". Plus 
it came with a carrying case to hold all 6 Namco Museum titles. 


I can't remember where I got them. It was either Tronix or Buyrite. 
They were good deals too since they weren't much more than the price of 
a domestic game. 


Scott 
—-MESSAGE FILE 5057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03778 


—-MESSAGE FILE 5058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003779 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Import Gaming 

Date: Tue, 16 Mar 1999 17:40:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <36EE9784.119D02DD@dma-design. com> 
References: <Olbe6f35$d91f2780S0a3ddec2@sonia> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Miles Buzzing wrote: 


As we all know, there are no chips required with the NY; we can play games 
from all over. So I throught it would be fun to find out where everybody 
gets them from and what you think of them - especially seeing that a good 
proportion of them haven't even been reviewed yet? 


I ordered Metal Gear Solid across the net back in november '98 from Tronix 
(tronix.com) and I must say the service was excellent - it arrived just 2 
days after ordering by Fedex and cost me a total of $70 (c£45). In my part 
of the world there is also a place called Next-Gen (www.next-gen.co.uk) in 
Aldershot that has a reasonable selection of imports as well as a place in 
Epsom highstreet (sorry can't remember the name). 


VVVVVVVVVV VV 


I thoroughly reccommend Tronix for import gaming. They're fast, 
efficient, cost effective & downright nice guys. Great range of goods at 
great prices. I can order on a Friday and have the things here in 
Scotland on the Monday - and that's not even via FedEx!! I ordered two 
Japanese Saturn games just last week - £44.45 in total including 
postage. Syphon Filter came to under £40, and I bought a Dreamcast 
keychain at the same time ;) The local import place in Glasgow had 
Syphon Filter at £47. Great game too as it happens ;) 


Tronix are *top* in my opinion. 
Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
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—-MESSAGE FILE 5058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03779 


—-MESSAGE FILE 5059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003780 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want a VAX ? 

Date: 16 Mar 1999 17:49:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <0lbe6£d5$d5553180$0c8993c3@default> 
References: <0lbe5ac9$1leald040$2b8193c3@default> 
NNTP-Posting-Host: p0OBs09a01.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


And the VAXstation goes to ....James Tait ... Tarrah! Swapped for an 
electric guitar. 


—-MESSAGE FILE 5059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03780 


-—-MESSAGE FILE 5060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003781 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 
Date: Tue, 16 Mar 1999 19:38:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <36EEB33D.9AB0O1D46@btinternet .com> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> 

NNTP-Posting-Host: host5-99-50-71.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


A word of warning to all DO NOT USE EB WORLD, 

i was completley ripped of by them after ordering Final 

Fantasy Tactics. the problems i had with them were: 
1. They Say: " This is a non stock item, it should be with you in 
two weeks". 


What happened: Four weeks later the game arrived. 


2. They say: “additional insurance may be added to the shipping 
of this title and may will not be included in the total shown". 


What happened: When the game did arrive the guy asks for 
20 pounds to cover the insurance which has still to be paid. 


3. Two weeks later i receive a letter from UPS asking for twenty 
pounds insurance cover. (the same insurance cover already paid 
when the game was delivered) 


What happened: a couple of phone calls sorted this out, and too be 
fair it was UPS' mistake, but its still a mistake which should'nt 


have 
happened 


To top things off the game cost me nearly seventy quid in total ( and that 
was'nt 
including a letter from customs). 


SO BEWARE 
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Cheers 


James D. 


-—-MESSAGE FILE 5060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03781 


—-MESSAGE FILE 5061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003782 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: 16 Mar 1999 22:00:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <0Olbeéff8$b6ec48ce0S0a3ddec2@sonia> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<7Tckb4r$fu96@chuka.playstation.co.uk>... 

> Import's the way to go, guys. I buy PAL from time to time (when the 

> conversions isn't too bad, or if I see a really good deal) but 90% of my 
> stuff is NTSC. How else will I be playing Silent Hill this Easter? ;) 


> PS Check out Loonygames for my last article - a rant about PAL 
conversions 


This raises another interesting point. I read your loonygames article Nick 
and of course you're right, there is a noticable difference in speed 
between NTSC and PAL. But I must admit that I can't quite figure out why. 
Since most games currently run ar nearer 30 frames per second than 60, 
surely as long as the display system refreshes at more than 30 frames a 
second there should be no noticable difference in update speed. 


OK, I understand that increasing the vertical display size will take its 
toll on the performance but why then do terrible conversions such as Wave 
Race manage to achieve slow down and retain huge boarders? 


Any ideas anyone? 
- Miles 


PS regarding your bad conversion top ten . I loved PAL SFII on the SNES - 
it was just the right speed for me. I guess I must be getting old :-) 


—-MESSAGE FILE 5061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03782 


—-MESSAGE FILE 5062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003783 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Tue, 16 Mar 1999 23:14:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7cmojbS$fu97@chuka.playstation.co.uk> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7Scijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
-co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0S$fu93@chuka.playstation.co.uk> <7cignkS$fu94@chuka.playstation.co.uk> <36ED4 
4D3.3689EB4A@reading.ac.uk> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>professional kit for 1 once the PSX2 is out. Although I doubt there'll 

>be a Yaroze-2, or at least that it'll be as popular as the Yaroze-1, if 

>the rumor I hear about the PSX2 devkit supporting only SGI/Linux hosting 
>is true. 


Looks like everybody will be using CodeWarrior from now on 
Pop along to Next Generation and you will see that Dreamcast, Playstation 2 


and N64 development will all be done using CodeWarrior 
http://www.next-generation.com/jsmid/news/6093.html 


Nigel 


—-MESSAGE FILE 5062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03783 


—-MESSAGE FILE 5063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003784 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Wed, 17 Mar 1999 00:29:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7cmt1fSfu98@chuka.playstation.co.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0$0a3ddec2@sonia> 

NNTP-Posting-Host: dialup137-44.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>PS regarding your bad conversion top ten . I loved PAL SFII on the SNES - 
>it was just the right speed for me. I guess I must be getting old :-) 


I loved PAL SF2, too. But after 6 months I saw the NTSC version and felt 
sooo mad. It was so much better and faster. SF2 Hyper Fighting was a lot 
better, but still had mega-borders. 


Oh well, maybe one day everything will be OK... 


Nick 


—-MESSAGE FILE 5063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03784 


—-MESSAGE FILE 5064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003786 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2 Backwards Compatibility 

Date: Tue, 16 Mar 1999 20:43:59 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 13 

Message-ID: <developer-1603992044020001@192.168.0.1> 

References: <36E802E8.C3A67A0C@vmlabs.com> <7cc3qo$cij19@chuka.playstation.co.uk> 
NNTP-Posting-Host: pro2-201.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1272 scee.yaroze.freetalk.english 
23786 


Mine *was* hooked up to a Hauppauge WinTV card, but if found the thing more 
trouble than it was worth, IRQ-wise, and so I've removed it. The picture was 
pretty poor, anyway. I now have a v. long (3m) AV connection to my bedroom 

TV, which is actually behind me as I stare at my monitor. Oh well... Also, I 
have to run NTSC signals thru a PAL converter (but that's still better than 


V V V V V 
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> the Hauppauge picture). I know most WinTV users are happy, but I think it 
> really had trouble with my system. Oh well. 


Nope, had similar troubles with an evaluation WinTV card. Hated it. 
Never allowed my boss to get it when the Creative labs Video blaster was a 
better option. 


-sean 
--MESSAGE FILE 5064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03786 


--MESSAGE FILE 5065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003787 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Wed, 17 Mar 1999 07:04:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <36EF53E4.EF66B66B@hinge.mistral.co.uk> 

References: <36CC9BDC.9CFE9409@dolphin94.freeserve.co.uk> <7akgvn$btf36@chuka.playst 
ation.co.uk> <7cb5r7$cij17@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
.co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0Sfu93@chuka.playstation.co.uk> <7cignk$fu94@chuka.playstation.co.uk> <36ED4 
4D3.3689EB4AQreading.ac.uk> <7cmojb$fu97@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.184.231.54 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" A7361303689202CA5687EFF9" 
X-Mailer: Mozilla 4.05 [en] (X11; I; Linux 2.2.0 i586) 


A7361303689202CA5687EFF9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Nigel Critten wrote: 


>professional kit for 1 once the PSX2 is out. Although I doubt there'll 

>be a Yaroze-2, or at least that it'll be as popular as the Yaroze-1, if 

>the rumor I hear about the PSX2 devkit supporting only SGI/Linux hosting 
>is true. 


Looks like everybody will be using CodeWarrior from now on 
Pop along to Next Generation and you will see that Dreamcast, Playstation 2 


and N64 development will all be done using CodeWarrior 
http://www.next-generation.com/jsmid/news/6093.html 


VVVVVVVVV VV 


I doubt that very much - Codewarrior generated code is about 15% slower than 
GNU generated code. Some people will use it (as they do on PS1), some won't. 


> Nigel 


Craig. 


+++BASELINE REALITY FAILURE+++ 
+++PLEASE REBOOT UNIVERSE +++ 


A7361303689202CA5687EFEF9 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 

Nigel Critten wrote: 

<BLOCKQUOTE TYPE=CITE>>professional kit for 1 once the PSX2 is out.&nbsp; 
Although I doubt there'll 
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<BR>>be a Yaroze-2, or at least that it'll be as popular as the Yaroze-l, 
if 
<BR>>the rumor I hear about the PSX2 devkit supporting only SGI/Linux hosting 
<BR>>is true. 


<P>Looks like everybody will be using CodeWarrior from now on 


<P>Pop along to Next Generation and you will see that Dreamcast, Playstation 
2 
<BR>and N64 development will all be done using CodeWarrior 


<BR><A HREF="http://www.next-generation.com/ jsmid/news/6093.html">http://www.next-ge 
neration.com/jsmid/news/6093.html1</A> 

<BR>é&nbsp; </BLOCKQUOTE> 

I doubt that very much - Codewarrior generated code is about 15% slower 

than 

<BR>GNU generated code. Some people will use it (as they do on PS1), some 

won't. 

<BR>&nbsp; 

<BLOCKQUOTE TYPE=CITE>Nigel</BLOCKQUOTE> 


énbsp; Craig. 

<PRE>--&nbsp; 

+++BASELINE REALITY FATLURE+++ 

+++PLEASE REBOOT UNIVERSE&nbsp; +++</PRE> 
é&nbsp; </HTML> 


A7361303689202CA5687EFF 9-- 


—-MESSAGE FILE 5065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03787 


—-MESSAGE FILE 5066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003788 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yaroze 2 ? 

Date: Wed, 17 Mar 1999 10:39:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36EF8670.49D8724A@reading.ac.uk> 

References: <36CC9BDC. 9CFE9409@dolphin94.freeserve.co.uk> <7akgvnSbtf36@chuka.playst 
ation.co.uk> <7cb5r7Scijl7@chuka.playstation.co.uk> <36E9803E.33F53562@hinge.mistral 
-co.uk> <7cc7e8$cij20@chuka.playstation.co.uk> <7cc8h4$cij21@chuka.playstation.co.uk 
> <7chbi0Sfu93@chuka.playstation.co.uk> <7cignkS$fu94@chuka.playstation.co.uk> <36ED4 
4D3.3689EB4A@reading.ac.uk> <slrn/Ver030.cai.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Toby Sargeant wrote: 

On Mon, 15 Mar 1999 17:35:15 +0000, Mark Green <Mark.Green@reading.ac.uk> wrote: 
>Although I doubt there'll 

>be a Yaroze-2, or at least that it'll be as popular as the Yaroze-1, if 
>the rumor I hear about the PSX2 devkit supporting only SGI/Linux hosting 
>is true. 

If it happened, maybe people could take it as an opportunity to experience 
something other than DOS/Windows. Diversity is good, and even if you think 
that NT is the way of the future and unix is nothing but a fossil, then it 
pays to understand your roots, so that you're not doomed to make the same 
mistakes again (and hopefully not reinvent the many things that unix got 
right, either). 


VVVVVVVVV VV 


Well, I myself hope that NT will *not* be the way of the future, and I 
like Linux. Unfortunately, this does not make it any easier to install 
and use :). I would be a bit careful of a Yaroze-2 kit if I had to 
repartition my hard disk in order to install it (ok, there's SUMSDOS, 
but I've had a few problems with that too). 

I agree regarding the note on experiencing something new, though. 
(Although my main new experience with the Yaroze has been what a 
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complete cow it is doing crossplatform development. :) Although it 

might just be things in general nowadays.. when MS finally got round to 

sending me the DirectX SDK, I was stunned.. and I thought the Yaroze 

libraries used a lot of extra structure, but this..!) 

—-MESSAGE FILE 5066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03788 


-—-MESSAGE FILE 5067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003789 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Wed, 17 Mar 1999 11:16:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <36EF8EFO.D4CF5BF0@reading.ac.uk> 

References: <0Olbe6f35Sd91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0$0a3ddec2@sonia> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Miles Buzzing wrote: 

This raises another interesting point. I read your loonygames article Nick 
and of course you're right, there is a noticable difference in speed 
between NTSC and PAL. But I must admit that I can't quite figure out why. 
Since most games currently run ar nearer 30 frames per second than 60, 
surely as long as the display system refreshes at more than 30 frames a 
second there should be no noticable difference in update speed. 

OK, I understand that increasing the vertical display size will take its 
toll on the performance but why then do terrible conversions such as Wave 
Race manage to achieve slow down and retain huge boarders? 


VVVVVVVVV 


I believe there's a very good article on this in the Playstation FAQ. 
Basically, the problem isn't with the rate frames are refreshed but with 
the times at which they're refreshed. 

With 60fps refreshes, for the game to run at 30fps, it needs to use 
one in two of those refreshes. This means that, for each frame, it can 
spend one blanking period computing and then have the data ready for the 
next refresh. No problem. 

Now, with 50fps refreshes, we have a problem. For the game to run at 
30fps, it needs to use one in 1.66667 of those refreshes. It evidently 
can't do that. It could only do it by drawing on refreshes 2, 4, 5, 7, 
9, 10. But it can't do that, because the code we're converting takes at 
least one NTSC blanking period computing each frame; doing refreshes 2 
and 4 is no problem, but we won't have enough time to compute before 5. 
That means we have to round up to the nearest even value, which is one 
in two PAL refreshes - which is 25fps. 25 PAL fps against 30 NTSC fps - 
bingo, 20% speed loss. 

That was why Tekken 3 appeared as a bad conversion. In order to sort 
out that refresh problem, they'd have to modify the animations so they 
contained less frames... and you can't do that with Tekken 3, because 
the animations and the way the characters fight is critical (remember 
that some Tekken 3 FAQs had move timing information down to the frame 
level). Unfortunately, understanding why it had to be that way does not 
stop it being a bad conversion. 

I wonder a lot why Sony can't include an NTSC/PAL switch on their 
European releases. For those games that have borders, the data doesn't 
need to change (that I know of). I think a PSX disk so full that the 
executable couldn't be duplicated twice - one NTSC and one PAL version - 
would be a rarity (although possible with big FMV games or similar), and 
that's assuming that a complete replacement EXE is necessary. I have 
the feeling that it's just because they worry that younger players won't 
understand what it's for. So why not make it a DIP switch or something 
that can be set up and left without confusion? 

I have a horrid feeling that the real answer is that they keep NTSC 
and PAL versions distinct to act as an extra layer of regional lockout, 
and don't get me started on that.. (on the other hand, Sony also 
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manufacturer NTSC/PAL switchable televisions for the UK, so perhaps 

not..) 

—-MESSAGE FILE 5067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03789 


—-MESSAGE FILE 5068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003790 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Wed, 17 Mar 1999 17:01:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7con71$fu911@chuka.playstation.co.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
<Olbe6ffF8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> 

NNTP-Posting-Host: th-en140-150.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


[Snipped] loadsa stuff, very interesting and informative...BUT 


>I have the feeling that it's just because they worry that younger >players 
won't understand what it's for. 


Sorry, don't agree with this. According to Sony their target age range is in 
the 20's, so I doubt they'd worry about younger users becoming confused. 
Anyway, what are manuals for!! lol 
However, its most likely they will not go into any PAL/NTSC trickery as it 
would just add complication to everything, except you! j/k. As I said Sony 
will want to avoid any complication, so it won't happen. 


>So why not make it a DIP switch or 
Sorry, what's one of those, just out of interest. Cheers 


Rikki 


—-MESSAGE FILE 5068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03790 


—-MESSAGE FILE 5069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003791 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Tue, 16 Mar 1999 21:10:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7JVcov2uSfu912@chuka.playstation.co.uk> 

References: <0Olbe6f35S$d91f2780S0a3ddec2@sonia> <36EEB33D.9AB01D46@btinternet.com> 
NNTP-Posting-Host: VIP-204-161.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


He he, and there was me about say I pre-ordered Tekken 3 from EB world last 
Summer to get the free art book and t-shirt and all arrived no problems 
within a couple of days of the US Street date! 


Al 


p.s. Silent Hill is bloody good (excuse the pun) 


http://www.geocities.com/SunsetStrip/Palms/3657 
Playstation / Bodypiercing / CDs / Gigs / Radio 


James Duffield wrote in message <36EEB33D.9ABO0O1D46@btinternet.com>... 
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>A word of warning to all DO NOT USE EB WORLD, 
>i was completley ripped of by them after ordering Final 


>Fant 


asy Tactics. the problems i had with them were: 


> 1. They Say: " This is a non stock item, it should be with you in 
> two weeks". 

> 

> What happened: Four weeks later the game arrived. 

> 

> 2. They say: "additional insurance may be added to the shipping 

> of this title and may will not be included in the total shown". 
> 

> What happened: When the game did arrive the guy asks for 

> 20 pounds to cover the insurance which has still to be paid. 

> 

> 3. Two weeks later i receive a letter from UPS asking for twenty 

> pounds insurance cover. (the same insurance cover already paid 
> when the game was delivered) 

> 

> What happened: a couple of phone calls sorted this out, and too be 
> fair it was UPS' mistake, but its still a mistake which should'nt 
>have 

> happened 

> 

>To top things off the game cost me nearly seventy quid in total ( and that 
>was'nt 

>including a letter from customs). 

> 

>SO BEWARE 

> 

>Cheers 

> 

>James D. 

> 

> 

> 
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--MESSAGE FILE 5069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03791 


—-MESSAGE FILE 5070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00037 
Path: 
From: 


92 
chuka.playstation.co.uk!news 
Brian Baird <brian@dma-design.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Import Gaming 


Date: 


Wed, 17 Mar 1999 20:19:31 +0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines 


2-20 


Message-ID: <36F00E53.E19AC8CO0@dma-—design. com> 
References: <0Olbe6f35Sd91f2780S0a3ddec2@sonia> <36EEB33D.9AB01D46@btinternet.com> 


NNTP- 
Mime- 


Posting-Host: 195.153.133.80 
Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mai 


ler: Mozilla 4.5 [en] (Win95; I) 


X-Accept—-Language: en 


James 


To 
was 


VVVVVVV N 


Duffield wrote: 


A word of warning to all DO NOT USE EB WORLD, 
i was completley ripped of by them after ordering Final 
Fantasy Tactics. the problems i had with them were: 


top things off the game cost me nearly seventy quid in total ( and that 


‘nt 


including a letter from customs). 


Shoul 


d have gone to Tronix... Basically, EBWorld are designed for US 


orders. They don't have the experience/know-how to handle European 
orders efficiently. Somewhere dedicated like Tronix/NCS is definitely 
the way to go. 
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Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03792 


—-MESSAGE FILE 5071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003793 

Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Wed, 17 Mar 1999 21:06:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <36F0195A.3B7D@antelope.demon.co.uk> 

References: <Olbe6f35Sd91f2780S0a3ddec2@sonia> <7ckb4rS$fu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S$0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: antelope.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Rikki Prince wrote: 

>I have the feeling that it's just because they worry that younger >players 
won't understand what it's for. 

Sorry, don't agree with this. According to Sony their target age range is in 
the 20's, so I doubt they'd worry about younger users becoming confused. 
Anyway, what are manuals for!! lol 
However, its most likely they will not go into any PAL/NTSC trickery as it 
would just add complication to everything, except you! j/k. 


VV V V V V V 


I don't see why it would actually be that much more complicated. In 
90% of the cases the PAL versions of games we get are identical to the 
American versions except for the video standard, so all they'd need to 
do is to leave the American version on the disk with the European 
version and stick a switching menu on the front. There'd be no 
serialisation problems as long as both games used the same memory card 
format. 

The Amiga, in fact, had a similar thing.. you could toggle the entire 
system between NTSC and PAL by going to the system menu and tapping any 
key (they made it that so that if your TV couldn't support the "wrong" 
standard and you changed to it, you could get back again without needing 
to be able to read the screen - a rare thing, a good Amiga design 
decision (ducks) ;)) 


> As I said Sony 
> will want to avoid any complication, so it won't happen. 


A shame, since having seen how things get mangled I plan to avoid 
buying any further PAL consoles. I hope they put VGA support in the 
PSX2. 


> >So why not make it a DIP switch or 
> Sorry, what's one of those, just out of interest. Cheers 


Dinky little switch somewhere, usually behind a blanking plate and 
usually has to be flicked with a small object. Classically used in ye 
olde days to allow people to set up hardware and leave it set up without 
people who don't know what they're doing messing up the setup by hitting 
random buttons. Hence ideal if you want to stop Junior switching the 
video mode by mistake and making your TV go icky. :) 
—-MESSAGE FILE 5071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03793 


—-MESSAGE FILE 5072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003794 

Path: chuka.playstation.co.uk!news 

From: Mark Green <mark@antelope.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Import Gaming 

Date: Wed, 17 Mar 1999 21:10:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <36F01A50.4CC4@antelope.demon.co.uk> 
References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <36EEB33D.9AB01D46@btinternet.com> ՀՅ 
6FO0E53.E19AC8CO@dma-design.com> 
NNTP-Posting-Host: antelope.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Brian Baird wrote: 
> > To top things off the game cost me nearly seventy quid in total ( and that 
> > was'nt 

> > including a letter from customs). 
> 

> 

> 

> 


Should have gone to Tronix... Basically, EBWorld are designed for US 
orders. They don't have the experience/know-how to handle European 
orders efficiently. Somewhere dedicated like Tronix/NCS is definitely 
the way to go. 


You all seem to have had remarkable luck with Tronix. Every single 
time I have called them, whatever game I've been after has been "out of 
stock, unknown ETA". 
—-MESSAGE FILE 5072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03794 


—-MESSAGE FILE 5073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003795 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Thu, 18 Mar 1999 00:32:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7cphn4Sfu913@chuka.playstation.co.uk> 

References: <0Olbe6f35S$d91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$f£u911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> 

NNTP-Posting-Host: dialup137-85.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If you read Sony's Technical Requirements for Yaroze (and pro) software, 
you'll see that any form of real-time PAL/NTSC switching isn't allowed. Jim 
Shaughnessy had to remove it for the OPSM version of Gravitation, if I 
remember right... 


This isn't to say that you can't do it if you want to - just don't expect to 
get on a coverdisc! :) Besides, there's nothing wrong with releasing two 
versions, is there? 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 


those dreadful starships!" 


—-MESSAGE FILE 5073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03795 
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—-MESSAGE FILE 5074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003796 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Thu, 18 Mar 1999 00:35:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7cphn5$fu914@chuka.playstation.co.uk> 

References: <Olbe6f35S$d91f2780S0a3ddec2@sonia> <36EEB33D.9AB01D46@btinternet.com> ՀՅ 
6FO0E53.E19AC8C0@dma-design.com> <36F01A50.4CC4@antelope.demon.co.uk> 
NNTP-Posting-Host: dialup137-85.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> You all seem to have had remarkable luck with Tronix. Every single 
>time I have called them, whatever game I've been after has been "out of 
>stock, unknown ETA". 


Only ever happens with Japanese games, or mega-popular efforts (like Zelda) 
IMHO. Just join the waiting lists WELL early - I'm already on the list for 
Perfect Dark and Donkey Kong 64... 


Tronix are great. Even if something isn't in stock, they NEVER charge your 
credit card till they ship to you so it doesn't matter. Unlike a lot of the 
UK's mail order places, I might add: Special Reserve held onto 40 quid of my 
$$$ when the damn game was over the road from me for only 3 quid more - 
grrrr. Never again! 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03796 


-—-MESSAGE FILE 5075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003797 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Thu, 18 Mar 1999 14:07:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36F108B2.95EDF900@reading.ac.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4r$fu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S$0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4S$fu913@chuka.pl 
aystation.co.uk> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nick Ferguson wrote: 

> 

If you read Sony's Technical Requirements for Yaroze (and pro) software, 
you'll see that any form of real-time PAL/NTSC switching isn't allowed. Jim 
Shaughnessy had to remove it for the OPSM version of Gravitation, if I 


> 
> 
> 
> remember right... 
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This is just begging the question, though. *Why* isn't it allowed? 
I can't easily think of any hardware that would be seriously damaged if 
somebody selected it while not knowing what they were doing. Well, 
projection screens might have a problem, but people who use projection 
screens really ought to know what NTSC and PAL are. :) 
If it would be permitted in pro releases the benefits to European or 
at least UK customers would be considerable. 
—-MESSAGE FILE 5075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03797 


—-MESSAGE FILE 5076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003798 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: 18 Mar 1999 14:34:34 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <7Jcr2tq$fu916@chuka.playstation.co.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
<Olbe6f££8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4S$fu913@chuka.pl 
aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Mark, 


I'll give my 2 cents worth... 


First of all I think SCE would be liable if someone's t.v was to get 
damaged by switching modes. It's one in a million but it could 
happen.... 


When games are released in Japan and later in Europe it's more 

then a simple "SetVideMode (MODE_PAL)" that has to be changed. 

Lots of work has to go into issues such as animation timing, 

FMV timing, frame buffer issues, marketing, disc duplication, etc... 


George 


In article <36F108B2.95EDF900@reading.ac.uk>, Mark.Green@reading.ac.uk says... 
> This is just begging the question, though. *Why* isn't it allowed? 

>I can't easily think of any hardware that would be seriously damaged if 
>somebody selected it while not knowing what they were doing. Well, 
>projection screens might have a problem, but people who use projection 
>screens really ought to know what NTSC and PAL are. :) 

> If it would be permitted in pro releases the benefits to European or 

>at least UK customers would be considerable. 


—-MESSAGE FILE 5076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03798 


—-MESSAGE FILE 5077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003799 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Thu, 18 Mar 1999 16:17:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <36F12710.29B27D8C@reading.ac.uk> 

References: <Olbe6f35S$d91f2780S0a3ddec2@sonia> <7ckb4rS$fu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4S$fu913@chuka.pl 


Net Yaroze newsgroups message dump.txt Page 3261 


aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> <7cr2tq$fu9l6@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


George Bain wrote: 


Hi Mark, 

I'll give my 2 cents worth... 

First of all I think SCE would be liable if someone's t.v was to get 
damaged by switching modes. It's one in a million but it could 
happen.... 


When games are released in Japan and later in Europe it's more 

then a simple "SetVideMode (MODE_PAL)" that has to be changed. 

Lots of work has to go into issues such as animation timing, 

FMV timing, frame buffer issues, marketing, disc duplication, etc... 


VVVVVVVVV 


Yea, exactly. What I was saying was that all the work necessary for 
the NTSC version already exists - in the shape of the USA executable. 
By doing all the necessary timing/switching to produce the PAL 
executable, but then including *both* the PAL and the NTSC executable on 
the disk, both versions would be available. Since I think they tend to 
use the same data files, they would not need to be duplicated (although 
this might be a problem with streaming FMV). This compound version 
could be marketed and duplicated exactly as the European version would 
be. 
I remember somebody suggested that you could include both NTSC and PAL 
cds in the box, but that would cause a major problem because people 
would give their "unwanted" CD to somebody else and halve sales. In 
practice I think a fair amount of data is unchanged between the versions 
(that's the USA and UK versions, of course - lots of data usually 
changes in the Japan/USA transition), and very few CDs don't have space 
for another copy օք the executable. So you could just put both the PXEs 
on and offer the choice that way. 
As for Sony being responsible if somebody's TV blew up on the mode 
switch, it's true they might be (unless they explicitly disclaimed it). 
Actually, an alternative idea might be: make it use the PAL executables 
on European machines by default, but then provide a parallel port 
cartridge which signals it to use the NTSC version instead and sell it 
seperately as an adaptor. This would make it absolutely clear that it 
was a hardware-critical change and should only be used on TVs that 
support it, and would also give SCEE an extra opportunity to make some 
cash on the adapters, as well as publicising the NTSC/PAL switchability 
of Sony's TV sets. 
—-MESSAGE FILE 5077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03799 


—-MESSAGE FILE 5078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003800 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Gamers are sheep. We are the shepherds. 

Date: Thu, 18 Mar 1999 16:48:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <7crmrO0$lvdl@chuka.playstation.co.uk> 

References: <Olbe6f£35$d91f2780S0a3ddec2@sonia> <7ckb4r$fu9b6@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S$0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4S$fu913@chuka.pl 
aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> <7cr2tq$fu9l6@chuka.playstation.c 
o.uk> <36F12710.29B27D8C@reading.ac.uk> 

NNTP-Posting-Host: dialup137-45.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


And I am swiftly vanishing up my own arse with that subject line... ;) 


Mark, 
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I think that your ideas are clever, but the simple fact is that a 
Significant (90%+) percentage of the PAL market don't know about the whole 
PAL / NTSC thing (or at least, how it relates to console games). Hardware 
add-ons to make games 'run better'? Imagine the hellish job games companies 
would have explaining why people needed that! Consumers are "dumb", and 
complicating the beautiful simplicity of a true plug 'n play system is NOT 
going to happen. I think it was a pretty brave move on Sony's part making 
the new machine backwards-compatible. You can guarantee a significant number 
of "uninformed consumers" are going to have trouble understanding that... 
look at the misperceptions people have surrounding Minidisc and DVD. Even 
the people selling it don't have a clue. 


Dual PAL / NTSC switching is not going to happen in the consumer 
marketplace. It's only people like us that really care, no matter how wrong 
that might be. I mean, look at the reprobates lurking in EB and @Jakarta for 
God's sake! That is your buying public - the misinformed, gullible, ignorant 
swine looking at (and seriously considering) PS Fantastic Four, 
pontificating "Oddworld - that's 2D, it's crap" and "N64 is shit because the 
games are all full of cute things". FIFA games fly to number one every 4 
months: that is the ugly face of Mr Mass Market, and although he pays the 
bills, we cannot allow ourselves to respect him. 


This reminds me of a great quote I heard once: "Individuals are clever. 
People are stupid". As games programmers, it is our duty to give people 
*better* games than they deserve - after all, once someone plays a truly 
brilliant game, surely they aren't going to put up with crud any longer? 
Alternately, do you think there are people out there who honestly think, for 
example, that the Gex games are much better than the Mario series? I suppose 
there must be, eh? I mean, I know people who hate Goldeneye and Mario 64 but 
L-O-V-E Tomb Raider 3 - part of me wants to love and accept their flaws, but 
the other half just wants to smash the unworthy 11'1 bastards' N64 into 
itty-bitty pieces. Buy a Spectrum and learn some goold old-fashioned 8-bit 


respect, you spoilt brat! I've said it before, and I'll say it again - in my 
facist dictatorship, everyone would have to "earn" a new console by playing 
from the early 8-bit efforts up to the current stuff - showing appropriate 


respect and appreciation for gaming history. Anyone caught playing their 
spanking new 256-bit effort without proper authorisation would be shot at 
dawn (and a bill for the bullet would be mailed to their family). 


Aaaaaaah *deep breath*. Shall I shut up now? :) 
Nick "column of rage" F 


PS I know some of you must agree with me. Where are you? 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03800 


—-MESSAGE FILE 5079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003801 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gamers are sheep. We are the shepherds. 

Date: Fri, 19 Mar 1999 00:14:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7cs4vfSlvd2@chuka.playstation.co.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rS$fu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4S$fu913@chuka.pl 
aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> <7cr2tq$fu9l6@chuka.playstation.c 
o.uk> <36F12710.29B27D8C@reading.ac.uk> <7crmr0Slvdl@chuka.playstation.co.uk> 
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NNTP-Posting-Host: th-en134-175.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>respect and appreciation for gaming history. Anyone caught playing their 
>spanking new 256-bit effort without proper authorisation would be shot at 
>dawn (and a bill for the bullet would be mailed to their family). 

> 


Very much like this idea, and think it should also be applied to PC games 
developers who don't bother optimizing for a certain spec, and just playing 
around with the new 2000mhz and 8million Meg of RAM. 


>Aaaaaaah *deep breath*. Shall I shut up now? :) 
> 


You give good advice Nick, maybe you should take it! LOL Just kidding!! 


>Nick "column of rage" F 
> 
>PS I know some of you must agree with me. Where are you? 


I'm here but too ahamed to admit i...D'Oh!! 


> 
>www.saqnet.co.uk/users/nickf 

>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 

> 

>"They will never get me onto one of 
>those dreadful starships!" 

> 

> 


-—-MESSAGE FILE 5079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03801 


—-MESSAGE FILE 5080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003802 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gamers are sheep. We are the shepherds. 

Date: Thu, 18 Mar 1999 17:08:07 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36F1A377.113DDD6@vmlabs.com> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rSfu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S$0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4Sfu913@chuka.pl 
aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> <7cr2tq$fu9l6@chuka.playstation.c 
o.uk> <36F12710.29B27D8C@reading.ac.uk> <7crmr0S$lvdl@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs68.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I think Nick got himself all worked up after writing that loonygames 
article :) 


Scott 
—-MESSAGE FILE 5080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03802 


—-MESSAGE FILE 5081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003803 
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Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want a VAX ? 

Date: 17 Mar 1999 01:57:47 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 12 

Message-ID: <7cn26rS2os@wyrddreams.demon.co.uk> 

References: <Olbe5ac9$1leald040$2b8193c3@default> <01lbe6£d5$d5553180S0c8993c3@default 
> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


Jon Prestidge (alias Moose) (zmoose@premier.co.uk) wrote: 
And the VAXstation goes to ....James Tait ... Tarrah! Swapped for an 
electric guitar. 


Yes indeed, and my good one at that with new strings and everything. Well 
worth it though. Now, anyone got any Yaroze development tools for the 
VAXstation...? *80P 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 

it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
-—-MESSAGE FILE 5081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03803 


—-MESSAGE FILE 5082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003804 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone want a VAX ? 

Date: Fri, 19 Mar 1999 09:21:17 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <36F2170D.8265E9E5@scee.sony.co.uk> 

References: <Olbe5ac9$1leald040$2b8193c3@default> <01lbe6£d5$d5553180S0c8993c3@default 
> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


"Jon Prestidge (alias Moose)" wrote: 

> 

> And the VAXstation goes to ....James Tait ... Tarrah! Swapped for an 
> electric guitar. 


Be careful what you ask for... you might just get it. I remember back in the days of 

BBSing, a guy 

offered me his 4 Gig IBM hard disk for free (this was when 80 Meg hard disks were st 
andard). 

"Woohoo!" I thought, as he said he'd drop it off and everything. Two days later, he 

turns up and 

unloads a 4 Gig IBM hard disk. It was the size of a large freezer, weighed 300kg, co 

ntained 2 twelve 

horsepower motors, enough capacitors to run the thing for 30 seconds after power off 
, the disks were 

12 inches in diameter, parking the heads meant physically inserting bolts and pullin 

g them out, and 

the whole thing ran on 3-phase power (which means the neighbourhood dims if you turn 
it on). 


And no, I didn't dare plug it in. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
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== Tools and Licensing Middleware Manager - Sony Computer Entertainment Europe 


Diplomacy is saying "nice doggy" until you find a rock. 
—-MESSAGE FILE 5082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03804 


—-MESSAGE FILE 5083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003805 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gamers are sheep. We are the shepherds. 

Date: Fri, 19 Mar 1999 14:23:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <36F25DCB.23C1CED1@reading.ac.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rS$fu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$f£u911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4$fu913@chuka.pl 
aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> <7cr2tq$fu9l6@chuka.playstation.c 
o.uk> <36F12710.29B27D8C@reading.ac.uk> <7crmr0$lvdl@chuka.playstation.co.uk> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nick Ferguson wrote: 

> I think that your ideas are clever, but the simple fact is that a 
> significant (90%+) percentage of the PAL market don't know about the whole 
> PAL / NISC thing (or at least, how it relates to console games). Hardware 

> add-ons to make games 'run better'? Imagine the hellish job games companies 
> would have explaining why people needed that! 

They might not need to, though. Many companies seem to do fairly well 
selling SCART cables and similar knowing that they make games run in 

higher resolution. Just say it's an "add-on to allow the console to 

exploit the advanced compatibility features of your television" or 

something. :) 


Consumers are "dumb", and 

complicating the beautiful simplicity of a true plug 'n play system is NOT 
going to happen. I think it was a pretty brave move on Sony's part making 
the new machine backwards-compatible. You can guarantee a significant number 
of "uninformed consumers" are going to have trouble understanding that... 


V V V V V 


It still will be plug'n'play, since the PAL versions will still work 
on UK TVs. It's just that I'd like the opportunity to have a 
plug-extra'n'play-better. :) But then, I agree that there's going to be 
all kinds of problems and I'm just looking at this from the point of 
view of an old-time PC user who's used to ripping their machine apart to 
switch boards around. Oh for a happy medium architecture.. (which then 
wouldn't sell because it wouldn't appeal enough to either margin.. :( ) 


> look at the misperceptions people have surrounding Minidisc and DVD. Even 
> the people selling it don't have a clue. 


I only heard a few "errors" about the Minidisc and DVD stuff, and most 
of the DVD ones were about DIVX? 


Dual PAL / NTSC switching is not going to happen in the consumer 
marketplace. It's only people like us that really care, no matter how wrong 
that might be. I mean, look at the reprobates lurking in EB and @Jakarta for 
God's sake! That is your buying public - the misinformed, gullible, ignorant 
swine looking at (and seriously considering) PS Fantastic Four, 
pontificating "Oddworld - that's 2D, it's crap" and "N64 is shit because the 
games are all full of cute things". 


VVVVVVV 


Yes, I know, it's people like us, but also the other clueful people 
who don't use their knowledge in such an acceptable way. Whenever I see 
somebody selling chips, they always use the "speed increase" as an 
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advantage to the customer - and that appl 
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lies whether they're a proper 


importer selling non-pirate chips or a dodgy geeza in a boot sale with a 


bunch of HKs on the stand next to them. 
see an advantage like that, they're liabl 
I agree about some of the junk you see 


And if these "clueless" people 
le to take it. 
on the ngs, but what is more 


worrying and interesting is so many of these people seem to regard Sony 


as their enemy, even though they've devel 
they're using. Pirates can obviously go 


loped this excellent console 
and jump (off a bridge onto 


concrete).. but why spark all this rage amoung legal folk who just want 


to run their games full speed (or even pl 


lay imports)? I honestly can't 


see where Sony loses from allowing people either of them. If we are the 
shepherds, we should know that we need to keep the sheep happy following 


us, instead of getting them to go and fol 


llow the dodgy one in the 


corner, even if he is going straight to the slaughterhouse. And if that 
other shepherd manages to point out any of these, he might not need to 
explain anything technical, he can just tap into that old classic 
large-companies-—must-—be-evil-and-bad wrath which is so prevalant. 


there must be, eh? I mean, I know peopl 


the other half just wants to smash the 


le who hate Goldeneye and Mario 64 but 


L-O-V-E Tomb Raider 3 - part of me wants to love and accept their flaws, but 


unworthy li'l bastards’ N64 into 


itty-bitty pieces. Buy a Spectrum and 
respect, you spoilt brat! 


VVVVYV 


learn some goold old-fashioned 8-bit 


Well, can I shyly put my hand up and admit that I like Mario 64 but 


եռ 


not Tomb Raider or Goldeneye? Mind you, 


I did not play Goldeneye very 


much, and when I did it was multiplayer against a bunch of deadeyes who 
revelled in hitting each other in the back with the Golden Gun, so.. 
—-MESSAGE FILE 5083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03805 


—-MESSAGE FILE 5084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003806 
Path: chuka.playstation.co.uk!news 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Net Yaroze - OPM 
Date: 19 Mar 1999 14:37:24 GMT 


Lines: 13 


Mime-Version: 1.0 


From: george_bain@playstation.sony.com (George Bain) 


Organization: Sony Computer Entertainment Europe 


Message-ID: <7ctnf4$lvd4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 


Content-Type: Text/Plain; charset=US-ASCII 


X-Newsreader: WinVN 0.99.8 (x86 32bit) 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 


e-mail me directly. 


Regards, 


George@SCEE 


—-MESSAGE FILE 5084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03806 


—-MESSAGE FILE 5085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003807 
Path: chuka.playstation.co.uk!news 


From: george_bain@playstation.sony.com (George Bain) 


Newsgroups: scee.yaroze.freetalk.english 


Subject: BVM looking for Net Yaroze programmers 


Date: 19 Mar 1999 15:12:03 GMT 


Organization: Sony Computer Entertainment Europe 


Lines: 11 
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Message-ID: <7ctpg3$ivd5@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


To all members, 


A german company are currently looking for Net Yaroze programming 
to work on PlayStation titles. Check the news area on the members 
website for further information. 


Regards, 
George@SCEE 


—-MESSAGE FILE 5085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03807 


—-MESSAGE FILE 5086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003808 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SCEA access denied 

Date: Fri, 19 Mar 1999 16:39:58 -0600 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <7culi8$r201@scea> 

NNTP-Posting-Host: 208-145-151.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The SCEE server has seemed to forgotten my password and will not let me on! 
If someone could fix this I would appreciate it. 


Thanks, 


Nathan 


-—-MESSAGE FILE 5086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03808 


—-MESSAGE FILE 5087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003809 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA access denied 

Date: Fri, 19 Mar 1999 15:21:46 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <36F2DCOA. 9301621F@vmlabs.com> 

References: <7culi8$r201@scea> 

NNTP-Posting-Host: vmlabs66.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Happened to me too. 
The SCEE server has seemed to forgotten my password and will not let me on! 
If someone could fix this I would appreciate it. 


Thanks, 
Nathan 
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—-MESSAGE FILE 5087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03809 


—-MESSAGE FILE 5088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003810 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Question for Tech Support 

Date: Fri, 19 Mar 1999 23:24:55 -0600 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <7cvbh7$r203@scea> 

NNTP-Posting-Host: 212-230-119.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1273 scee.yaroze.freetalk.english 
:3810 


I was wondering if the Yaroze-side siocons program is still running when I 
run one of my programs? I assume that it is since messeges are posted to 
the siocons program. My second question is: if the above is so, does that 
still allow for binary reads and writes. I know that siocons doesn't allow 
you to use functions after the application is running, but if I was to write 
my own file server, would I be able to take advantage of the binary reads 
and writes? 


I need to know so that I can either venture into this project or not. 
Thanks, 


Nathan Miller 


—-MESSAGE FILE 5088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03810 


—-MESSAGE FILE 5089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003811 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Question for Tech Support 

Date: Sat, 20 Mar 1999 13:33:36 GMT 

Organization: L4 Software 

Lines: 21 

Message-ID: <36f3a2a3.913884@205.149.189.29> 

References: <7cvbh7$r203@scea> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1274 scee.yaroze.freetalk.english 
23811 


On Fri, 19 Mar 1999 23:24:55 -0600, "Nathan Miller" <kiryu@aol.com> 
wrote: 


>I was wondering if the Yaroze-side siocons program is still running when I 
>run one of my programs? I assume that it is since messeges are posted to 
>the siocons program. My second question is: if the above is so, does that 
>still allow for binary reads and writes. I know that siocons doesn't allow 
>you to use functions after the application is running, but if I was to write 
>my own file server, would I be able to take advantage of the binary reads 
>and writes? 


Nathan, 


As you have already surmised, SIOCONS is still running when your 
application (game) is running. It should be possible (it'd be a lot of 
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work) to do what you want since the Codewarrior dev kit allows similar 
types of things to be done (I think.) Floating Worlds has written a 
winsock application for the Net Yaroze that may come in handy if you 
want to try this. 


Mario 
—-MESSAGE FILE 5089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03811 


—-MESSAGE FILE 5090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003812 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - Pictures 

Date: Sat, 20 Mar 1999 16:04:01 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <36F43771.ED81C43F@znet .com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-40.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1275 scee.yaroze.freetalk.english 
23812 


Well, a good time was had by all (me anyway) at the GDC, 
I couldn't get in to see Miyamoto with my starter pass, 
so I saw the IMAX Everest film at the tech museum around 
the corner-- wow. 
Lunch wasn't provided with my cheapo pass either, but this 
turned out to be OK, as the GDC lunches every day 

were cold mass produced plastic box things. I instead walked 
downtown and had a couple of incredibly good tacos at Mucho's. 
Too bad no entries in the Independent game festival were 
yaroze, but some interesting things, nevertheless. 

I saw the Playstation 2-- wow. 


I met Robert and Scott briefly but unfortunately our 
schedules weren't compatible to spend more time together. 
I took some snapshots of the show, they're on my page at 


http://sj.znet.com/~kbender/gallery/gdc99/gdc99.htm 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 5090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03812 


—-MESSAGE FILE 5091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003813 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PSX File Server 

Date: Sat, 20 Mar 1999 19:41:06 -0600 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <7dlipg$r205@scea> 

NNTP-Posting-Host: 208-221-162.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I am developing a file server for the Yaroze that will replace SIOCONS and I 
have a few questions on exactely how people would like the system to work. 
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The concept is that you load your executable file and a file containing a 
list of files to load. You use this list file (with a pfs extension) to 
load in a list of files for each level or whatever. I was thinking of 
setting it up to where you just malloc the memory you need, but I can see 
that some people may have problems with this if they have existing dynamic 
TMD code. So here are a few questions: 


1) Would you prefer that the memory is allocated with malloc or by using the 
existing format (i.e. ship.tim 0x8009000)? 


2) Another idea was to allow the loading of additional pfs files per level. 
That way your origional pfs file can just be a list of pfs files for each 
level. Do you think this would be a good function? 


3) The current plan is to have an output window with no command line. Does 
anyone feel the need to have a command line? If so, why? 


4) Is there anything else you would like from the program? 


The program is going to be made for win95/98/NT with Microsoft Developer 
Studio 4.0. It is currently about 20% done with most of the dreaded com 
port coding to come! Anyway, you can respond directly to the thread, or you 
can email me at KiRyu@aol.com. I have worked out a very interesting com 
method with the help of Kenny Millar (SCEE member). Should work well, I 
will update as much as possible. 


Nathan Miller 


—-MESSAGE FILE 5091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03813 


—-MESSAGE FILE 5092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003814 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GDC in San Jose - Pictures 

Date: Mon, 22 Mar 1999 10:07:56 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <36F686FC.F99B74A0@vmlabs.com> 

References: <7ari6tSerp25@chuka.playstation.co.uk> <36F43771.ED81C43F@znet .com> 
NNTP-Posting-Host: vmlabs42.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1277 scee.yaroze.freetalk.english 
23814 


Heh. I was in that Microsoft line for much of the time Wednesday and 
Thursday. I should have done it Tuesday when there were more choices 
for prizes (and a shorter line). 


Ah well, it was good to at least meet you guys. Maybe we'll have a 
larger turnout for E3? 


Scott 


Well, a good time was had by all (me anyway) at the GDC, 

I couldn't get in to see Miyamoto with my starter pass, 

so I saw the IMAX Everest film at the tech museum around 

the corner-- wow. 

Lunch wasn't provided with my cheapo pass either, but this 
turned out to be OK, as the GDC lunches every day 

were cold mass produced plastic box things. I instead walked 
downtown and had a couple of incredibly good tacos at Mucho's. 
Too bad no entries in the Independent game festival were 


VVVVVVVV V 
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yaroze, but some interesting things, nevertheless. 
I saw the Playstation 2-- wow. 


I met Robert and Scott briefly but unfortunately our 
schedules weren't compatible to spend more time together. 
I took some snapshots of the show, they're on my page at 


http://sj.znet.com/~kbender/gallery/gdc99/gdc99.htm 


VVVVVVVV VV 


kirk 
—-MESSAGE FILE 5092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03814 


—-MESSAGE FILE 5093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003815 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Darrell Porcher" <dporcher@bellatlantic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: mathengine SDK 

Date: Sat, 20 Mar 1999 01:00:53 -0500 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <7d9mc8$2sil@scea> 

References: <7b9lufS$9po25@chuka.playstation.co.uk> 
NNTP-Posting-Host: client-120-34.bellatlantic.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I saw it first hand at the GDC in San Jose a few days ago... and there will 
be middleware version for the PS2... for now it's windows based dlls.. the 
cost is 1 dollar up front and 1 penny per shipped title... No cost for 
noncommercial demos/games... 

They kept the cost so small just to get a market share... PS2 has already 
bought in... hopefully, we won't be cut out.... 

But, That brings me to the ever important question.. IS there a yaroze for 
the PS2???? and will we have to pay again ???? 


-Darrell Porcher 


Matt Verran wrote in message <7b9lufS$9po25@chuka.playstation.co.uk>... 
>lo, 

> 

> Anyone checked out the Mathengine SDK at www.mathengine.com °? 

> 

>Its a free to try game physics engine creator. Not sure if its possible to 
>use it with yaroze though, only d/ling it now. Oh and if you use it 
>commercially you have to pay, not sure if this applies to demo disc stuff 
or 

>whatever, have to read the lisc. agreement. 

> 

> 

>later... 

>matt 

> 

> 


—-MESSAGE FILE 5093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03815 


—-MESSAGE FILE 5094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003816 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Darrell Porcher" <dporcher@bellatlantic.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA access denied 

Date: Sat, 20 Mar 1999 01:01:56 -0500 

Organization: SCEA News Server 
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Lines: 16 

Message-ID: <7d9mc9$2si2@scea> 

References: <7culi8$r201@scea> 

NNTP-Posting-Host: client-120-34.bellatlantic.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Me too 


it's a conspiracy... 


Nathan Miller wrote in message <7culi8S$r2o0l@scea>... 

>The SCEE server has seemed to forgotten my password and will not let me on! 
>If someone could fix this I would appreciate it. 

> 

>Thanks, 

> 

>Nathan 

> 

> 


—-MESSAGE FILE 5094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03816 


—-MESSAGE FILE 5095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003817 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Licensed Developer 

Date: Tue, 23 Mar 1999 23:40:46 -0800 

Organization: @Home Network 

Lines: 20 

Message-ID: <36F896FE.D1C01655@home.net> 

NNTP-Posting-Host: 24.64.199.168.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Does anybody know what the requirements are for becomming a licensed Playstation 
developer? Its obvious that Sony, Sega and Nintendo are quite restrictive as to 
whom they license their development tools to. I was looking at the SCEA web site 
and they don't even want to hear from potential developers unless you give them 
detailed information about your company including management biographies. 


I don't understand the logic behind restricting who can develop for a system. It 
can't be for quality control reasons: there are dozens of titles published by 
big name companies that are so poor they border on fraud. Besides, Sony/Nintendo 
have the final say as to whether or not a title meets their quality standards 
and may be released. I've heard people say that becomming a succesful games 
company requires millions in capital and therefore it's not viable to allow 
small companies to develop. Thankfully this is not yet true, but even 

if it were, why would Sony or Nintendo care if a company failed while attempting 
to create a game? Are the video game manufacturers/developers purposely trying 
to make it difficult for small companies to enter the market in an effort to 
preserve their market share? Hmmm, perhaps someone from Sony could provide some 
insight, please.. 


James 
—-MESSAGE FILE 5095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03817 


—-MESSAGE FILE 5096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003818 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Licensed Developer 
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Date: Wed, 24 Mar 1999 11:32:27 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <36F8CD4B.30E447B5@reading.ac.uk> 
References: <36F896FE.D1C01655@home.net> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


"J. Pretorius" wrote: 

> whom they license their development tools to. I was looking at the SCEA web site 
> and they don't even want to hear from potential developers unless you give them 
> detailed information about your company including management biographies. 


SCEE seem a little less harsh based on their web site, but of course I 
don't know what they'll ask for beyond the initial forms. 


> I don't understand the logic behind restricting who can develop for a system. It 
> can't be for quality control reasons: there are dozens of titles published by 

> big name companies that are so poor they border on fraud. Besides, Sony/Nintendo 
> have the final say as to whether or not a title meets their quality standards 

> and may be released. 


If there were too many developers, they'd be swamped. Also, the other 
risk is that development kits frequently are capable of pirating 
software, and they don't want the risk that their devkits will go to 
professional pirates. Also, I rather thought that the quality standards 
were more to do with not crashing the system and remaining compatible 
with the configuration than to do with the actual quality of the game. 
(I wish somebody would do that for the PC..) 


> I've heard people say that becomming a succesful games 
> company requires millions in capital and therefore it's not viable to allow 
> small companies to develop. 


This is begging the question, of course, because the main reason it 
requires millions in capital is that you'll have to pay four-or-five 
figure sums for EACH development kit, and that's before you've gotten 
the PC's to connect them to, or hired or trained the programmers, 
artists and musicians.. The big snag with the development of gaming 
technology is that so much more of game production is concerned with 
media production rather than programming. 

In Those Old Days, people like Minter, Crowther and Braybrook turned 
out games which were almost all based on design and programming. For 
the time, they did not have bad graphics, but that was only because at 
that time the graphics technology was not advanced enough to produce 
what we'd call good graphics nowadays. And as the technology got 
better, the graphics got better, and also got harder to draw. Now it's 
unlikely that you can make a game without employing artists. 


> Thankfully this is not yet true, but even 
> if it were, why would Sony or Nintendo care if a company failed while attempting 
> to create a game? 


My real thought on this is the "sheep factor". I mean, we know that 
lots of games we see suck, but there's two sides to the market: the very 
clueful who know exactly what they're buying, the slightly clueful area 
who tend to read up a bit more on their games and the sheep who will buy 
anything that looks like it'll appeal to them. It's important to the 
image of the console that if somebody just buys a random game off the 
shelf, that it displays good graphics, good sound and good use of the 
technology. Even if it's actually a bad game, it doesn't matter, it 
just has to look like a bad game *that is running on a good console’. 
—-MESSAGE FILE 5096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03818 


—-MESSAGE FILE 5097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003819 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "J. Pretorius" <jpretori@home.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Licensed Developer 

Date: Wed, 24 Mar 1999 20:45:36 -0800 

Organization: @Home Network 

Lines: 32 

Message-ID: <36F9BF70.60C7C512@home.net> 
References: <36F896FE.D1C01655@home.net> <36F8CD4B. 30E447B5@reading.ac.uk> 
NNTP-Posting-Host: 24.64.199.168.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Mark Green wrote: 


> 

> If there were too many developers, they'd be swamped. Also, the other 
> risk is that development kits frequently are capable of pirating 

> software, and they don't want the risk that their devkits will go to 

> professional pirates. 


I don't think they'd be swamped if there were many developers. After all, the 
developers pay for the support they receive; it's not a free service. 


Pirating is not an issue. How many people are going to pay $20,000 just so that 
they can copy $60 games? In any case, the development libraries and tools don't 
provide special insight into how to pirate games on non development systems. The 
current system of limiting the distribution of development systems has done 
nothing to prevent piracy - just look at how easy it is to copy games today. 


My real thought on this is the "sheep factor". I mean, we know that 
lots of games we see suck, but there's two sides to the market: the very 
clueful who know exactly what they're buying, the slightly clueful area 
who tend to read up a bit more on their games and the sheep who will buy 
anything that looks like it'll appeal to them. It's important to the 
image of the console that if somebody just buys a random game off the 
shelf, that it displays good graphics, good sound and good use of the 
technology. Even if it's actually a bad game, it doesn't matter, it 
just has to look like a bad game *that is running on a good console*. 


VVVVVVVV VV 


Unfortunately some of the sheep are 7 and 8 year old kids, or parents, who fall 

prey to commercials and propoganda. But I've seen plently of games with bad 
graphics, sound and gameplay that make the console look like a piece of junk 

like shockwave assault, gunship, and revolution-x to name a couple off the top 

of my head. 

—-MESSAGE FILE 5097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03819 


-—-MESSAGE FILE 5098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003820 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mountain Dew. 

Date: Wed, 24 Mar 1999 22:16:39 -0800 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <36F9D4C7.B4A5A25D@shell.jps.net> 

References: <86ogmllitbv.fsf@finance0.mel.cybec.com.au> 
NNTP-Posting-Host: svalliap-isdn3.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Mountain Dew in the US was supposed to have something like 44.4 mg 
sugar and 55 mg caffeine. 2 Dews in the morning when I get to work 
keeps me wired until about 2:00p. (At that point I go and make some 
Irish Cream flavored coffee and load it up with 3 tsp of sugar.) 
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http://www.ccnet.com/~boo-yah/dew/dewcaffeine. html 
Toby Hutton wrote: 


Mountain Dew in Australia doesn't have caffeine, but I understand it 
has plenty in the US..? Can someone confirm this for me? How about 
in Europe? If I'm right I want to know why the hell they took it out 
for us. 


Toby (who dislikes coffee, loves Dew but drinks Coke to stave off siesta). 


VVVVVVV 


Mata ne, 


- e! so tenchi@shell.jps.net Ves 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ee http://www. jps.net/tenchi 


—-MESSAGE FILE 5098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03820 


—-MESSAGE FILE 5099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003821 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA access denied 

Date: Wed, 24 Mar 1999 22:17:56 -0800 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <36F9D514.2139CFD5@shell.jps.net> 

References: <7culi8Sr2ol@scea> <7d9mc9$2si2@scea> 
NNTP-Posting-Host: svalliap-isdn3.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Funny, I'm in SCEA and _used_ to have SCEE access. I just tried now 
and got denied. Is this news server the only access space that we all 
can log into now??? 


Darrell Porcher wrote: 


> 

> Me too 

> 

> 

> it's a conspiracy... 

> 

> Nathan Miller wrote in message <7culi8$r2o0l1l@scea>... 

> >The SCEE server has seemed to forgotten my password and will not let me on! 

> >If someone could fix this I would appreciate it. 

>> 

> >Thanks, 

>> 

> >Nathan 

>> 

>> 

Mata ne, Հար + sas 

- e! £ £t tenchi@shell.jps.net Wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) st http://www. jps.net/tenchi 


—-MESSAGE FILE 5099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03821 


—-MESSAGE FILE 5100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003822 
Path: chuka.playstation.co.uk!news 
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From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Licensed Developer 

Date: Thu, 25 Mar 1999 12:08:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <36FA273D.2BF8A003@reading.ac.uk> 
References: <36F896FE.D1C01655@home.net> <36F8CD4B. 30E447B5@reading.ac.uk> <36F9BF70 
-60C7C512@home.net> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


G 


Pretorius" wrote: 

If there were too many developers, they'd be swamped. Also, the other 
risk is that development kits frequently are capable of pirating 
software, and they don't want the risk that their devkits will go to 
> professional pirates. 
Pirating is not an issue. How many people are going to pay $20,000 just so that 
they can copy $60 games? In any case, the development libraries and tools don't 
provide special insight into how to pirate games on non development systems. The 
current system of limiting the distribution of development systems has done 
nothing to prevent piracy - just look at how easy it is to copy games today. 


VVV» 


VVVVVVV VV 


If the pirates could have gotten at development systems near the 
console's release, the piracy could have started much sooner: they'd 
just have that much more information about how the console and the 
protection schemes worked. They may have even been able to swipe the 
firmware out of the development systems. 

This makes me thing of another thing, too: what am I bet that the 
PSX2 contains hardware intended to deliberately prevent the production 
of Action Replay-type add-ons? 


Unfortunately some of the sheep are 7 and 8 year old kids, or parents, who fall 
prey to commercials and propoganda. But I've seen plently of games with bad 
graphics, sound and gameplay that make the console look like a piece of junk 
like shockwave assault, gunship, and revolution-x to name a couple off the top 
of my head. 


V V V V V 


I haven't seen them, so I can't really say. 
--MESSAGE FILE 5100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03822 


--MESSAGE FILE 5101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003823 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: URGENT! NY SCEE website and newsgroups 

Date: 25 Mar 1999 14:23:32 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <7ddgt4S6v3@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:206 scee.yaroze.freetalk.english: 
3823 


To all members, 


The website and newsgroups have been down since March 19th and we 

are currently trying to fix the problem. However it seems that some 
members can access while others can't. The FTP area is still accessible 
by all members. Sorry for any inconvenience that this might have caused 
and we hope to be running 100% by this weekend. 
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Regards, 
The Net Yaroze Team 


—-MESSAGE FILE 5101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03823 


—-MESSAGE FILE 5102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003824 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mountain Dew. 

Date: Thu, 25 Mar 1999 13:20:48 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <36FAA8BO0.FO9BBIF1@znet.com> 

References: <86ogmlltbv.fsf@finance0d.mel.cybec.com.au> <36F9D4C7.B4A5A25D@shell.jps. 
net> 

NNTP-Posting-Host: sctsl1-11.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Elliott Lee wrote: 


> 
> Mountain Dew in the US was supposed to have something like 44.4 mg 
> sugar and 55 mg caffeine. 2 Dews in the morning when I get to work 


I think it's a little sweeter than that, the can I stole from 
GDC says 46000 mg sugar. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

-—-MESSAGE FILE 5102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03824 


—-MESSAGE FILE 5103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003825 

Path: chuka.playstation.co.uk!news 

From: "James Fu" <ykjf@deakin.edu.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: i cannot get into web page and news group 
Date: Fri, 26 Mar 1999 04:04:16 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7dft0pSlimc2@chuka.playstation.co.uk> 
NNTP-Posting-Host: LDIP-T-001-p-192-147.tmns.net.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


hi 


How come i can not get into the yaroze web site and news group???? I am sure 
I input the correct user id and password??? 


Is someone know who should I contact??? 
Please mail to 


mailto:ykjf@deakin.edu.au 
thank you 


James 


—-MESSAGE FILE 5103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03825 
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-—-MESSAGE FILE 5104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003826 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i cannot get into web page and news group 

Date: 26 Mar 1999 16:29:17 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <7dgckt$Slmc3@chuka.playstation.co.uk> 

References: <7dft0Op$lmc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (286 32bit) 


Hi there, 


If the newsgroups are not working then how did you post 
this message? 


George 


In article <7dft0pS$lmc2@chuka.playstation.co.uk>, ykjf@deakin.edu.au says... 
> 

>hi 

> 

>How come i can not get into the yaroze web site and news group???? I am sure 
>I input the correct user id and password??? 


> 

>Is someone know who should I contact??? 
> 

>Please mail to 

> 


>mailto:ykjf@deakin.edu.au 
>thank you 

> 

>James 

> 

> 


—-MESSAGE FILE 5104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03826 


-—-MESSAGE FILE 5105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003827 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Website and newsgroups now working 

Date: 26 Mar 1999 17:25:00 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <7dgftcSlimc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:207 scee.yaroze.freetalk.english: 
3827 


To all members, 


The website and newsgroups should now be working. We apologise 
for any inconvenience that this might have caused. 


If anyone is still experiencing any problems accessing the members 
website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 
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Regards, 
Net Yaroze Team 


—-MESSAGE FILE 5105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03827 


-—-MESSAGE FILE 5106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003828 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 09:26:36 -0800 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <36FBC34C.BF15CB79@vmlabs.com> 

References: <7dgftcSlimc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs35.vmlabs.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:208 scee.yaroze.freetalk.english: 
3828 


Hmm, I just tried and it still doesn't work for me. I will try again 
a bit later. 


Scott 

> To all members, 

> 

> The website and newsgroups should now be working. We apologise 

> for any inconvenience that this might have caused. 

> 

> If anyone is still experiencing any problems accessing the members 
> website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 
> 

> Regards, 

> 

> Net Yaroze Team 


—-MESSAGE FILE 5106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03828 


-—-MESSAGE FILE 5107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003829 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 18:02:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36FBCBAD.440B36CF@yaroze2000.freeserve.co.uk> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.244 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:209 scee.yaroze.freetalk.english: 
3829 


Thanks for that, George! 


I think you all did a sterling job of getting them back up & running. 
Also, apologies for pestering you with emails - I know a support 
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position can get very stressful when you've got people on your back 
every 5 seconds! 


Incidentally, what sort of server are you running off ? Let me guess, 
NT based right ?! 


If it is....oh - what - a - surprise! 

Anyway, thanks once again - it feels good to get yer voice back! 
Cheers! 

Tones 8) 


—-MESSAGE FILE 5107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03829 


—-MESSAGE FILE 5108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003830 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 18:18:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7dgj1k$limc5@chuka.playstation.co.uk> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-12.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:210 scee.yaroze.freetalk.english: 
3830 


>The website and newsgroups should now be working. We apologise 
>for any inconvenience that this might have caused. 


Yahoo! Life has meaning again! :) 


Nick "only half joking" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03830 


—-MESSAGE FILE 5109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003831 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i cannot get into web page and news group 

Date: Fri, 26 Mar 1999 18:34:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7dgk0gSlmc6@chuka.playstation.co.uk> 

References: <7dft0Op$lmc2@chuka.playstation.co.uk> <7dgckt$lmc3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: vil-29.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Actually this is the first time I've been able to connect to the Net Yaroze 
server since Saturday and I laughed when I read this news: 
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"23th March 1999 - Website or Newsgroup Problems 
If anyone is experiencing any problems accessing the members 
website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 


Now could you explain to me what the point of putting this up is, coz if 
you're able to read it then you're obviously not having problems accessing 
the members website ;7) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


George Bain wrote in message <7dgcktSlmc3@chuka.playstation.co.uk>... 
> 

>Hi there, 

> 

>If the newsgroups are not working then how did you post 

>this message? 

> 

>George 

> 

> 

> 

>In article <7dft0pSlimc2@chuka.playstation.co.uk>, ykjf@deakin.edu.au 
says... 

>> 

>>hi 

>> 

>>How come i can not get into the yaroze web site and news group???? I am 
sure 

>>I input the correct user id and password??? 


>> 

>>Is someone know who should I contact??? 
>> 

>>Please mail to 

>> 


>>mailto:ykjf@deakin.edu.au 
>>thank you 

>> 

>>James 

>> 

>> 

> 


-—-MESSAGE FILE 5109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03831 


-—-MESSAGE FILE 5110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003832 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Fri, 26 Mar 1999 11:14:44 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <36FBDCA4.D192EFFB@vmlabs.com> 

References: <7dgftcSlmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> 
NNTP-Posting-Host: vmlabs35.vmlabs.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:211 scee.yaroze.freetalk.english: 
3832 


George, 
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Tried again and it still doesn't work. Since Tones and Nick could get 
in I guess it's just broken for me. Can someone have a look at it for 
me? 


Scott 

> Hmm, I just tried and it still doesn't work for me. I will try again 
> a bit later. 

> 

> Scott 


-—-MESSAGE FILE 5110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03832 


—-MESSAGE FILE 5111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003833 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Question for Tech Support 

Date: Sat, 27 Mar 1999 01:09:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7dhb6éeSimc1l0@chuka.playstation.co.uk> 

References: <7cvbh7$r203@scea> <36f3a2a3.913884@205.149.189.29> 

NNTP-Posting-Host: th-en137-027.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1284 scee.yaroze.freetalk.english 
23833 


As you have already surmised, SIOCONS is still running when your 
application (game) is running. It should be possible (it'd be a lot of 
work) to do what you want since the Codewarrior dev kit allows similar 
types of things to be done (I think.) Floating Worlds has written a 
winsock application for the Net Yaroze that may come in handy if you 
want to try this. 


VVVVVVVV 


Mario 


Any link to Floating Worlds? 


—-MESSAGE FILE 5111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03833 


—-MESSAGE FILE 5112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003834 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Question for Tech Support 

Date: Sat, 27 Mar 1999 02:39:22 GMT 

Organization: L4 Software 

Lines: 28 

Message-ID: <36fc436d.46832056@205.149.189.29> 

References: <7cvbh7$r203@scea> <36f3a2a3.913884@205.149.189.29> <7dhb6eSlmcl10@chuka. 
playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1285 scee.yaroze.freetalk.english 
23834 


On Sat, 27 Mar 1999 01:09:32 -0000, "Rikki Prince" 
<rprince@dircon.co.uk> wrote: 
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> 

>> As you have already surmised, SIOCONS is still running when your 

>> application (game) is running. It should be possible (it'd be a lot of 
>> work) to do what you want since the Codewarrior dev kit allows similar 
>> types of things to be done (I think.) Floating Worlds has written a 

>> winsock application for the Net Yaroze that may come in handy if you 
>> want to try this. 

>> 

>> Mario 

> 

>Any link to Floating Worlds? 


First, I've been informed by Sony that my answer above is wrong. The 
correct answer is: SIOCONS gives control over to the executable 
application, and therefore would not be able to accept any commands 
until the application finishes. 


Sorry for any confusion I may have caused. 


And second, Floating World Creations can be found in the Yaroze Member 
index under "F" or you can go to: 


http://www.scea.sony.com/net/yaroze/pages/ jblack. html 


Mario 
-—-MESSAGE FILE 5112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03834 


-—-MESSAGE FILE 5113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003835 

Path: chuka.playstation.co.uk!news 

From: "James Fu" <ykjf@deakin.edu.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i cannot get into web page and news group 

Date: Sat, 27 Mar 1999 19:14:57 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <7di3pn$lmcll@chuka.playstation.co.uk> 

References: <7dft0Op$lmc2@chuka.playstation.co.uk> <7dgckt$lmc3@chuka.playstation.co. 
uk> <7dgk0g$lmc6@chuka.playstation.co.uk> 

NNTP-Posting-Host: LDIP-T-004-p-196-35.tmns.net.au 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


I was unable to read the news group and also can't get into the web site AT 
THAT TIME, however I am still can able to sent a message to the group. 


James 


Rad wrote in message <7dgk0g$lmc6@chuka.playstation.co.uk>... 

>Actually this is the first time I've been able to connect to the Net Yaroze 
>server since Saturday and I laughed when I read this news: 

> 
>"23th March 1999 - Website or Newsgroup Problems 

>If anyone is experiencing any problems accessing the members 

>website or newsgroups please e-mail ps_yaroze@playstation.sony.com. " 

> 

>Now could you explain to me what the point of putting this up is, coz if 
>you're able to read it then you're obviously not having problems accessing 
>the members website ;7) 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

> 

>George Bain wrote in message <7dgcktS$lmc3@chuka.playstation.co.uk>... 
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>> 

>>Hi there, 

>> 

>>If the newsgroups are not working then how did you post 

>>this message? 

>> 

>>George 

>> 

>> 

>> 

>>In article <7dft0pSlmc2@chuka.playstation.co.uk>, ykjf@deakin.edu.au 
>says... 

>>> 

>>>hi 

>>> 

>>>How come i can not get into the yaroze web site and news group???? I am 
>sure 

>>>I input the correct user id and password??? 


>>> 

>>>Is someone know who should I contact??? 
>>> 

>>>Please mail to 

>>> 


>>>mailto:ykjf@deakin.edu.au 
>>>thank you 

>>> 

>>>James 

>>> 

>>> 

>> 

> 

> 


—-MESSAGE FILE 5113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03835 


-—-MESSAGE FILE 5114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003836 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: 27 Mar 1999 11:09:13 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <7die8p$imcl13@chuka.playstation.co.uk> 

References: <7dgftcSlmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:212 scee.yaroze.freetalk.english: 
3836 


Hey Scott, (and SCEA members) 


Opps! 

I think it might take until next week for the SCEA members 
to log onto the SCEE website and newsgroups. We only have 
the backup of SCEE members and will need to arrange the 
backup of the SCEA members. Sorry for this all. 

Regards, 


George 


In article <36FBC34C.BF15CB79@vmlabs.com>, scartier@vmlabs.com says... 
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> 

>Hmm, I just tried and it still doesn't work for me. I will try again 
>a bit later. 

> 

>Scott 

> 

> 

>> To all members, 


>> The website and newsgroups should now be working. We apologise 
>> for any inconvenience that this might have caused. 


>> If anyone is still experiencing any problems accessing the members 
>> website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 


>> Regards, 
>> Net Yaroze Team 


—-MESSAGE FILE 5114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03836 


—-MESSAGE FILE 5115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003837 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: 27 Mar 1999 11:11:20 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <7diecoSimcl14@chuka.playstation.co.uk> 

References: <7dgftc$lmc4@chuka.playstation.co.uk> <36FBCBAD.440B36CF@yaroze2000.free 
serve.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:213 scee.yaroze.freetalk.english: 
3837 


Hey Slick, 


Not a problem. I'm no web server guru but all I know 
was that the website and newsgroups are using some 
Netscape stuff and the FTP using a Unix box. That's why 
the FTP was still up and running! A stable OS!! 


George 


In article <36FBCBAD.440B36CF@yaroze2000.freeserve.co.uk>, 
slick@yaroze2000.freeserve.co.uk says... 


> 

>Thanks for that, George! 

> 

>I think you all did a sterling job of getting them back up & running. 
>Also, apologies for pestering you with emails - I know a support 


>position can get very stressful when you've got people on your back 
>every 5 seconds! 

> 

>Incidentally, what sort of server are you running off ? Let me guess, 
>NT based right ?! 


>If it is....oh - what - a - surprise! 

> 

>Anyway, thanks once again - it feels good to get yer voice back! 
> 

>Cheers! 


> 
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>Tones 8) 
> 


—-MESSAGE FILE 5115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03837 


-—-MESSAGE FILE 5116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003838 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i cannot get into web page and news group 

Date: 27 Mar 1999 11:14:46 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 60 

Message-ID: <7diej6S$limc15@chuka.playstation.co.uk> 

References: <7dft0Op$lmc2@chuka.playstation.co.uk> <7dgckt$lmc3@chuka.playstation.co. 
uk> <7dgkO0g$lmc6@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Rad, 


That's because some members could access the website but 
not the newsgroups..and vice versa. While some members 
couldn't access either or. 


George 


In article <7dgk0gSlmc6@chuka.playstation.co.uk>, rad@cyberdude.com says... 
> 

>Actually this is the first time I've been able to connect to the Net Yaroze 
>server since Saturday and I laughed when I read this news: 

> 
>"23th March 1999 - Website or Newsgroup Problems 

>If anyone is experiencing any problems accessing the members 

>website or newsgroups please e-mail ps_yaroze@playstation.sony.com. " 

> 

>Now could you explain to me what the point of putting this up is, coz if 
>you're able to read it then you're obviously not having problems accessing 
>the members website ;7) 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

> 

>George Bain wrote in message <7dgcktS$lmc3@chuka.playstation.co.uk>... 

>> 

>>Hi there, 

>> 

>>If the newsgroups are not working then how did you post 

>>this message? 

>> 

>>George 

>> 

>> 

>> 

>>In article <7dft0pSlmc2@chuka.playstation.co.uk>, ykjf@deakin.edu.au 
>says... 

>>> 

>>>hi 

>>> 

>>>How come i can not get into the yaroze web site and news group???? I am 
>sure 

>>>I input the correct user id and password??? 

>>> 

>>>Is someone know who should I contact??? 

>>> 

>>>Please mail to 
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>>> 
>>>mailto:ykjf@deakin.edu.au 
>>>thank you 

>>> 

>>>James 

>>> 

>>> 

>> 

> 

> 


—-MESSAGE FILE 5116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03838 


—-MESSAGE FILE 5117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003839 

Path: chuka.playstation.co.uk!news 

From: Brian West <bwefr98@student.hv.se> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: TV picture on a laptop 

Date: Sat, 27 Mar 1999 12:40:09 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <36FCD1A9.B2B72FBF@student .hv.se> 
Reply-To: briest57@hotmail.com 
NNTP-Posting-Host: bwefr98.lyan.hv.se 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


I used to use WinTV but now I have a notebook and no access to a tv so I 
was wondering does anyone know of a device which will take a tv input(ie 
yaroze) and display it on a notebook screen?? 


-—-MESSAGE FILE 5117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03839 


—-MESSAGE FILE 5118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003840 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i cannot get into web page and news group 

Date: Sat, 27 Mar 1999 12:02:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <7dihdeSimcl6@chuka.playstation.co.uk> 

References: <7dft0Op$lmc2@chuka.playstation.co.uk> <7dgckt$lmc3@chuka.playstation.co. 
uk> <7dgkOgS$lmc6@chuka.playstation.co.uk> <7diejé6Simc15@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-30.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh ok, I couldn't access neither so I thought it would be the same for 
everyone else having problems. 


Well at least its working now :7) 
Thanks, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


George Bain wrote in message <7diej6Slimc15@chuka.playstation.co.uk>... 
>Hi Rad, 

> 

>That's because some members could access the website but 
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>not the newsgroups..and vice versa. While some members 

>couldn't access either or. 

> 

>George 

> 

>In article <7dgk0gSlmc6@chuka.playstation.co.uk>, rad@cyberdude.com says... 
>> 

>>Actually this is the first time I've been able to connect to the Net 
Yaroze 

>>server since Saturday and I laughed when I read this news: 

>> 

>>"23th March 1999 - Website or Newsgroup Problems 

>>If anyone is experiencing any problems accessing the members 
>>website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 
>> 

>>Now could you explain to me what the point of putting this up is, coz if 
>>you're able to read it then you're obviously not having problems accessing 
>>the members website ;7) 

>> 

>>Rad. 

>>rad@cyberdude.com 

>>http://www.netyaroze-europe.com/~radpsx 

>> 

>> 

>>George Bain wrote in message <7dgckt$lmc3@chuka.playstation.co.uk>... 

>>> 

>>>Hi there, 

>>> 

>>>If the newsgroups are not working then how did you post 

>>>this message? 

>>> 

>>>George 

>>> 

>>> 

>>> 

>>>In article <7dft0pSlimc2@chuka.playstation.co.uk>, ykjf@deakin.edu.au 
>>says... 

>>>> 

>>>>hi 

>>>> 

>>>>How come i can not get into the yaroze web site and news group???? I am 
>>sure 

>>>>I input the correct user id and password??? 


>>>> 

>>>>Is someone know who should I contact??? 
>>>> 

>>>>Please mail to 

>>>> 


>>>>mailto:ykjf@deakin.edu.au 
>>>>thank you 

>>>> 

>>>>James 

>>>> 

>>>> 

>>> 

>> 

>> 

> 


—-MESSAGE FILE 5118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03840 


—-MESSAGE FILE 5119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003841 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gamers are sheep. We are the shepherds. 

Date: Sat, 27 Mar 1999 12:52:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 
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Message-ID: <7dik7v$lmc17@chuka.playstation.co.uk> 

References: <Olbe6f35$d91f2780S0a3ddec2@sonia> <7ckb4rS$fu96@chuka.playstation.co.uk> 
<Olbe6f£8S6ec48ce0S0a3ddec2@sonia> <36EF8EFO.D4CF5BF0@reading.ac.uk> <7con71$fu911@ 
chuka.playstation.co.uk> <36F0195A.3B7D@antelope.demon.co.uk> <7cphn4S$fu913@chuka.pl 
aystation.co.uk> <36F108B2.95EDF900@reading.ac.uk> <7cr2tq$fu9l6@chuka.playstation.c 
o.uk> <36F12710.29B27D8C@reading.ac.uk> <7crmrO0$lvdl@chuka.playstation.co.uk> <36F1A 
377.113DDD6@vmlabs .com> 

NNTP-Posting-Host: dialup137-20.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I think Nick got himself all worked up after writing that loonygames 
>article :) 


Oh, how right you are! 
Next week - Nick Vs "Game" & "EB" staff: 
(transcript from an actual conversation, in December) 


Nick: Do you have any idea when the Color Gameboy version of Zelda will be 
out? 


Game: Uh, you mean Zelda 64, right? 


Nick: No no, the updated version of the Gameboy version, for the Color 
Gameboy. 


Game: I haven't heard about that. Are you sure you're not confused? 
Nick: Well, I'm pretty sure there's one due out really soon. I've seen 


pictures of it on the internet [and played it at ECTS, but I couldn't be 
arsed to mention that]. 


Game: Oh, well, that'll be it - you can't trust anything on the internet 
[what, not even the Official Nintendo Homepage?]. We know all about the 
release dates here, so you must be mistaken. 


Nick: Oh. Okay. [being polite, leaves silently] 


No wonder people don't know what to buy with people like that working in the 
stores. There's also an import shop called "Games Master" in Edinburgh and 
the people there don't have a clue either. 

Right, I feel better now. 


Nick F 


www.saqnet.co.uk/users/nickf 
www.loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03841 


-—-MESSAGE FILE 5120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003842 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Y 0 K Problem 

Date: Sat, 27 Mar 1999 12:58:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 
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Message-ID: <7dildiSimc18@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr02-32.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Dear Cassius, 

are you still working on the Y zero K problem? This 
change from BC to AD is giving us a lot of headaches and we haven't much 
time left. I dont know how people will cope with working the wrong way 
round. Having been working happily downwards forever, now we have to start 
thinking upwards. You would think that someone would have thought of it 
earlier and not left it to us to sort it all at this last minute. 
I spoke to Caesar the other evening. He was livid that Julius hadn't done 
something about it when he was sorting out the calendar. He said he could 
see why Brutus turned nasty. We called in Consultus, but he simply said 
that 
continuing downwards using minus BC won't work and as usual, charged a 
fortune for doing nothing useful. Surely we will not have to throw out all 
our old hardware and start again? Macrohard will make yet another fortune 
out of this I suppose. The moneylenders are paranoid of course! They have 
been told that all usury rates will invert and they will have to pay their 
clients to take out loans. Its an ill wind... 
As for myself, I just cant see the sand in an hourglass flowing upwards. 
We 
have heard that there are three wise men in the East who have been working 
on the problem, but unfortunately they wont arrive until its all over. I 
have heard that there are plans to stable all horses at midnight at the 
turn 
of the year as there are fears that they will stop and try to run 
backwards, 
causing immense damage to chariots and possible loss of life. 
Some say the world will cease to exist at the moment of transition. Anyway 
we are still continuing to work on this blasted Y zero K problem. I will 
send a parchment to you if anything further develops. If you have any 
ideas 
please let me know. 
Plutonius. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


v 


Dear Plutonius, 

I have not had much time to fix this little 
problem. There is another consideration however. The abacus cannot 
calculate 
the year OBC or OAD. A zero of anything is nothing.It will be a non year. 
Two non years actually. 
Any date calculation in these transition years will simply not work. I 
fear 
the total collapse of world order. So it looks very much like we'll have 
to 
end the old era on 1BC and start the new era on 1AD, and not on OAD as you 
suggest. 

This will mean of course, many plebians will think that a new millenium 
will 

start on 1st January 1000AD or 2000AD instead of 1st January 1001AD or 
2001AD respectively. 

I dare say you and I can have a hearty laugh at this over a pint at the 
Nazareth Inn when we go to administer the census. Have you booked our room 
yet? 

Cassius. 

P.S. Some bright spark will probably end up putting the AD in front of the 
year digits to confuse matters even more. 


—-MESSAGE FILE 5120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03842 


-—-MESSAGE FILE 5121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003843 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Net Yaroze 2 again? Aargh! 

Date: Sat, 27 Mar 1999 15:53:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7diup9$1mc19@chuka.playstation.co.uk> 

References: <7b9lufS9po25@chuka.playstation.co.uk> <7d9mc8S$2sil@scea> 
NNTP-Posting-Host: dialup137-121.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Darrell Porcher wrote in message <7d9mc8$2sil@scea>... 

> 

>But, That brings me to the ever important question.. IS there a yaroze for 
>the PS2???? and will we have to pay again ???? 


Now that the PS2 specs have finally been revealed, I suspect a NY2 would be 
even more pointless than ever. What would you do with it that you can't 
already do on a NY exactly? 


"Oh, you could have FMV-standard characters in realtime!" Except, you'd need 
a team of 15-20 3D & texture artists and animators to get that done... 


"Oh, you could use MPEG2-compressed graphics". Whoop-de-doo! Who's going to 
draw that many graphics? As it is, many professional PS developers are going 
to have their hands full with the potential of PS2. 


All PS2 would enable you to do would be to get away with sloppy coding to 
get a game (which wouldn't look all that dissimilar to current NY games) 
running. I'll admit, the mathengine stuff might be fun / useful to play 
with, tho' 


Do other people not agree that this obsession with "Net Yaroze 2" seems 
pointless in light of the specs? You might as well turn to PC development... 
Remember the Net Yaroze was designed to herald in a new generation of 
programmers interested in gameplay & game design, not fancy graphics, 
hardware special effects, and all those things the PS2 does so well... 


When someone finally makes a killer Net yaroze app, which totally exploits 
the system, libraries etc to full potential, then I think we can start 
bugging Sony for the NY2. Except I don't think a one-man programming effort 
will ever do that... 


Nick F 


PS I think we'd DEFINITELY have to pay for the NY2, if it ever appeared. 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03843 


—-MESSAGE FILE 5122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0003844 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 again? Aargh! 

Date: Sat, 27 Mar 1999 21:45:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <7djjg6Simc20@chuka.playstation.co.uk> 

References: <7b9lufS9po25@chuka.playstation.co.uk> <7d9mc8$2sil@scea> 
<7diup9$1lmc19@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-pm02-49.ndirect.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


In article <7diup9$lmc19@chuka.playstation.co.uk>, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


All PS2 would enable you to do would be to get away with sloppy coding to 
get a game (which wouldn't look all that dissimilar to current NY games) 
running. I'll admit, the mathengine stuff might be fun / useful to play 
with, tho' 


V V V V 


You can do sloppy coding on any platform. We see more of it on the NY than 
the PSX as it's more accessable to amateurs, but I would say there's far 
more sloppy code out there on Wintel PCs, Macs and other platforms freely 
available and easily programmable. 


> Do other people not agree that this obsession with "Net Yaroze 2" seems 
> pointless in light of the specs? 


I think it's pointless at this point in time because nothing's likely to 
happen for a while (if ever). Reportedly very few professional dev kits are 
out there, and I imagine all available hardware will be going first into the 
hands of professional developers, secondly to other partners and thirdly to 
consumers. Only when these key needs are met will Sony want to consider the 
small and fringe hobbyist market. 


Also a lot could happen in the coming year, to Sony's plans and to the 
industry in general. It makes little sense to discuss the nature of NY 2 
until the shape of the PSX 2 is fixed, especially as it's power and 
flexibilty may do away with the need for a special edition altogether. You 
Շ 

Ե 

Ե 


ould even write a program that creates a virtual Net Yaroze 1, using the 
uilt-in PSX emulation alongside the main CPU and memory to replace both the 
lack box and PC we now need. 


You might as well turn to PC development... 

Remember the Net Yaroze was designed to herald in a new generation of 
programmers interested in gameplay & game design, not fancy graphics, 

hardware special effects, and all those things the PS2 does so well... 


When someone finally makes a killer Net yaroze app, which totally exploits 
the system, libraries etc to full potential, then I think we can start 
bugging Sony for the NY2. Except I don't think a one-man programming effort 
will ever do that... 


VVVVVVV VV 


I don't think this will ever happen: not that it's not possible, but long 
before someone with enough talent invests the years of their life necessary 
to create the 'killer' NY app they move on, often having done enough to 
convince someone to hire them for professional devlopment. It and any future 
NY will alway be a hobbyist tool, educational tool and an accesible entry 
point to the game industry. 


Because I think the NY has succeeded very well in all these areas I'm 
hopeful we'll see a Yaroze version of the next generation PSX. But it's 
hardly critical to Sony's plans, and it probably depends on how they think 
they'll best serve these 'markets', if they want to continue doing so. 


John 
—-MESSAGE FILE 5122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03844 


—-MESSAGE FILE 5123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003845 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 again? Aargh! 

Date: Sat, 27 Mar 1999 14:01:29 -0800 

Organization: @Home Network 

Lines: 60 

Message-ID: <36FD5539.DFD3B954@home.net> 
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References: <7b9lufS9po25@chuka.playstation.co.uk> <7d9mc8S$2sil@scea> <7diup9$1mc19@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: 24.64.199.168.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


> Darrell Porcher wrote in message <7d9mc8$2sil@scea>... 

>> 

> >But, That brings me to the ever important question.. IS there a yaroze for 
> 


>the PS2???? and will we have to pay again ???? 


There is not going to be yaroze for PS2 for at least 3 years so everybody can 
relax, and ofcourse we will have to pay for it! But perhaps a discount will be 
offered to old Yaroze members. In any case, this is so far in the future there 
is really no point in discussing it. 


Nick Ferguson wrote: 


Now that the PS2 specs have finally been revealed, I suspect a NY2 would be 
even more pointless than ever. What would you do with it that you can't 
already do on a NY exactly? 


VV V V V 


You know, this is exactly what I asked myself when I got my Yaroze! "What can I 
do with a Playstation that I can't do with my C64? Sure the graphics and sound 
are nicer, but that doesn't mean anything without gameplay." 


But seriously, the power of the floating point system means that the PS2 can 
explore many applications (not necessarily games) that were difficult for the 
PS1 to handle. This is especially significant for amateur developers such as us, 
who are more inclided to explore avenues other than games. 


> Do other people not agree that this obsession with "Net Yaroze 2" seems 
> pointless in light of the specs? You might as well turn to PC development... 


Poeple's obsession with "Net Yaroze 2" is pointless in light of the fact that it 
doesn't exist and will not exist for several more years, if ever. It's like 
waiting for the release of a really good game that never comes out. The Agony! 


PS2 and PC development are two entirely different adventures. (IBM) PC 

development is pathetic thanks to the fact that the system architecture is 20 
-—-MESSAGE FILE 5123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03845 


—-MESSAGE FILE 5124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003846 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX File Server 

Date: 28 Mar 1999 03:42:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <slrn7fr9a0.bur.tjs@longford.cs.monash.edu.au> 
References: <7dlipg$r205@scea> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Sat, 20 Mar 1999 19:41:06 -0600, Nathan Miller <kiryu@aol.com> wrote: 
>1) Would you prefer that the memory is allocated with malloc or by using the 
>existing format (i.e. ship.tim 0x8009000) ? 


Can't do that (easily), for a couple of reasons. 

1) how would the psx code know where the data was loaded? 

2) how would you stop the psx code calling InitHeap, trashing the current 
state of the malloc pool, and then allocating new data all over the old 
stuff? 


toby. 
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—-MESSAGE FILE 5124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03846 


—-MESSAGE FILE 5125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003847 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Y 0 K Problem 

Date: Sun, 28 Mar 1999 11:47:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <7d1ll1lfd$19rl@chuka.playstation.co.uk> 
References: <7dildiSimc18@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-121.santa.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hehehe! 

At first I thought "What the..." 
But know I get it - very good! 
Cheers! 


Tones 8) 


—-MESSAGE FILE 5125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03847 


—-MESSAGE FILE 5126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003848 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Sun, 28 Mar 1999 11:50:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7d1110$19r2@chuka.playstation.co.uk> 

References: <7dgftcSlmc4@chuka.playstation.co.uk> <36FBCBAD.440B36CF@yaroze2000.free 
serve.co.uk> <7dieco$lmcl14@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-121.santa.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:214 scee.yaroze.freetalk.english: 
3848 


> George wrote.... 

>That's why 

>the FTP was still up and running! A stable OS!! 
> 

>George 


Haha! 

Our system at work runs on 2 Dec Alpha 4100's running Dec Unix v4 (if that 
means anything to you!). The other department use NT quite alot - NT is 
pants, it crashes more times that the stock market and if you forget your 
password your buggered!!! 

Long live UNIX! Viva UNIX! 


Cheers! 


Tones 8) 
UNIX Appreciation society Inc. 
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—-MESSAGE FILE 5126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03848 


—-MESSAGE FILE 5127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003849 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 again? Aargh! 

Date: Sun, 28 Mar 1999 18:53:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <7dlqbb$19r3@chuka.playstation.co.uk> 

References: <7b9lufS9po25@chuka.playstation.co.uk> <7d9mc8S2sil@scea> <7diup9$l1mc19@ 
chuka.playstation.co.uk> <36FD5539.DFD3B954@home.net> 

NNTP-Posting-Host: 194.247.236.169 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is basically the thing that sold me, experience in console game 
programming is damn handy thing to put on my CV. 


Even for an interview with a company that say only does Nintendo and/or Sega 
games they would see experience of making the most out of "limited" 
processing power and memory, so knowing PC and console programming can 
"hopefully" give you the edge over some-one who only has PC experience. 


And anyway, as far as I'm concerned I haven't reached the full potential of 
my Playstation Yaroze by a long shot, so I really don't think I'll need a 
Yaroze 2 for quite some time yet. I'd just be happy with a regular 
Playstation 2 for the mo :) 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 
Playstation / Bodypiercing / CDs / Gigs / Radio 


J. Pretorius wrote in message <36FD5539.DFD3B954@home.net>... 

>I think the purpose of the Net Yaroze program was to train potential video 
game 

>developers how to program the Playstation. It's actually a brilliant 
strategy 
>for which Sony should receive a lot of credit. People interested in console 
>development (but who weren't in the industry yet) would purchase a Yaroze. 
>Because of the Playstation experience gained through the Yaroze program, 
these 
>future game developers would be inclinded to apply for jobs as Playstation 
>developers, and the number of potential Sega and Nintendo developers would 
>decline. 

> 

> 

>James 


—-MESSAGE FILE 5127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03849 


-—-MESSAGE FILE 5128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003850 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Licensed Developer 

Date: Mon, 29 Mar 1999 10:09:13 GMT 

Organization: SCEA News Server 

Lines: 23 
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Message-ID: <37004fda.2083265@news.scea.sony.com> 

References: <36F896FE.D1C01655@home.net> <36F8CD4B.30E447B5@reading.ac.uk> 
NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


> 

> If there were too many developers, they'd be swamped. Also, the other 
>risk is that development kits frequently are capable of pirating 
>software, and they don't want the risk that their devkits will go to 
>professional pirates. Also, I rather thought that the quality standards 
>were more to do with not crashing the system and remaining compatible 
>with the configuration than to do with the actual quality of the game. 
>(I wish somebody would do that for the PC..) 


While I am not exactly sure how sony runs things but Nintendo requies 
a game to played from begining to end while recording it on VHS tapes 
so they can make sure the games don't have bad language, and are 
halfway decent games (They don't want games that run 5Fps cause not 
only would it make the game look bad it would make the whole system 
look bad) 


The reasons I can think of that sony is so protective of there there 
dev kits is in fact they are investments, You get sony equipment but 
you also get support and things like that. Also if you only make bad 
games then of coure it would damage the rep of a system in the long 
run as well as having a new company annouce 5 killer titles and then 
go under. 
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—-MESSAGE FILE 5128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03850 


—-MESSAGE FILE 5129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003851 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: E3? 

Date: Mon, 29 Mar 1999 12:05:23 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: vmlabs74.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3851 scea.yaroze.freetalk 


21286 
So is it too early to ask who's going to E3? 


Scott 


—-MESSAGE FILE 5129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03851 


—-MESSAGE FILE 5130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003852 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: check this out 

Date: Mon, 29 Mar 1999 16:18:18 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36FFEE1A.AFDC82FC@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 594.dialup.datasys.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1287 scee.yaroze.freetalk.english 
23852 


BloodShed is coming along very well... I've put alot of work into it. 
There's now some very preliminary AI routines implemented, so you can 
now play the game without a friend. Anyway, I think it's worth checking 
out. It's nowhere near finished, but you owe it to yourself to give ita 
try. Yeah. That's it. :P 


This is Version 0.03.0. It might take a while for the european mirrors 
to be updated, so just make sure that the version you download is 
version 0.03.0. 


SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodpal.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodntsc.zip 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodpal.zip 


Tell me what ye thinkith. 


"darco 
—-MESSAGE FILE 5130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03852 


-—-MESSAGE FILE 5131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003853 
Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: interviews 
Date: Mon, 29 Mar 1999 21:34:05 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <3702f1c3.4789563@news.playstation.co.uk> 
NNTP-Posting-Host: 212.67.130.56 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


աա I'm going for an interview at a games company on friday and I 
was wondering about a few of points. 

1. has anyone here got a job through yaroze demos 

2. what was the standard of those demos (be modest! :) ) 

3. did the interview scare the hell out of you. 

4. is working for a professional developer anything like doing 


yaroze stuff. 


5. what are the differences between the pro kit and the 
yaroze. 


any thoughts on these questions would be appriciated. 


rob 
(wicked nun) 
(wicked nun) 


"T don't think, therefore I'm not" 
—-MESSAGE FILE 5131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03853 
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-—-MESSAGE FILE 5132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003854 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Mon, 29 Mar 1999 20:39:29 -0500 

Organization: Identical Software 

Lines: 17 

Message-ID: <37002B51.4F0196C1l@identicalsoftware.com> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> <7d 
ie8p$lmcl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:215 scee.yaroze.freetalk.english: 
3854 


Does that mean us poor SCEAers who have never been allowed to access the 
SCEE site will be allowed on then? (Not that I have the time to look 
around anyway.) 


Dennis Payne 
dulsi@identicalsoftware.com 


George Bain wrote: 


Hey Scott, (and SCEA members) 


Opps! 


I think it might take until next week for the SCEA members 

to log onto the SCEE website and newsgroups. We only have 

the backup of SCEE members and will need to arrange the 

backup of the SCEA members. Sorry for this all. 

—-MESSAGE FILE 5132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03854 


VVVVVVV VV 


-—-MESSAGE FILE 5133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003855 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: interviews 

Date: Tue, 30 Mar 1999 13:32:37 +1200 

Organization: Sidhe Interactive 

Lines: 84 

Message-ID: <7dp887Smtg3@chuka.playstation.co.uk> 
References: <3702f1c3.4789563@news.playstation.co.uk> 
NNTP-Posting-Host: p48-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Wicked nun <wickednun@callnetuk.com> wrote in message 
news :3702f1c3.4789563@news.playstation.co.uk... 

> Hi, 

> I'm going for an interview at a games company on friday and I 
> was wondering about a few of points. 

> 

> 1. has anyone here got a job through yaroze demos 


There are a couple of members for whom Yaroze experience helped. They were 
listed on the public Yaroze site, but seeing as that has gone (AFAIK) I 
think they will have to speak up :) 


Net Yaroze newsgroups message dump.txt Page 3299 


> 2. what was the standard of those demos (be modest! :) ) 


Having something complete is really the key. Even if you have a simple game 
or demo, completeness demonstrates some design, skill and commitment on your 
behalf and that is really the point of the demo. 


Note, 'complete' doesn't mean you have to have flashy graphics and sound 
either. If you are going for a programming job (which I assume you are)and 
you can't draw then that will be okay. 


If you are showing source code, make sure it is nicely laid out and well 
commented. 


> 3. did the interview scare the hell out of you. 


Interviews can be scary things, sometimes even on the other side of the 
desk. 


I have had both good and bad experiences as both interviewer and 
interviewee. In general, when the interview is approached in an open and 
friendly manner you can't go wrong. Think about the questions they might 
ask and the answers you would give (but don't over-rehearse!). Also don't 
be afraid to ask them questions - remember you have to decide if you want to 
work there too! 


One last thing, interviewers always seem to ask about your strengths and 
weaknesses. Think about what these are BEFORE going into the interview - 
being asked what your weaknesses are can kill your chances in an interview 
if you haven't considered them. 


> 4. is working for a professional developer anything like doing 
> yaroze stuff. 


Essentially, the coding side is the same, just 'bigger'. Sure the libraries 
are more detailed and have extra functionality, but at the end of the day 
the key concepts and structures that you deal with are the same as the 
Yaroze. 


However, you will probably find things very different from a work 
environment point of view. If this is your first commercial programming job 
you will probably find collabrative coding very different to an indiidual 
effort. You would most likely only work on a limited chunk of a complete 
game title and, at entry level, will probably have very limited input in 
terms of design. 


> 5. what are the differences between the pro kit and the 
> yaroze. 


Lots. But as developers are bound by NDAs they can't really tell you. 


What is common knowledge is that the pro kit gives you the functionality 
that was left out of the Yaroze (multitaps, dual shock, movies etc) and also 
gives you control at a lower level. Don't worry - you'll be pleasantly 
surprised when you get your hands on one. 


Hope this helps. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 5133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03855 


Net Yaroze newsgroups message dump.txt Page 3300 


—-MESSAGE FILE 5134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003856 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: interviews 

Date: Tue, 30 Mar 1999 06:49:33 +0000 

Organization: Data Uncertain 

Lines: 19 

Message-ID: <370073FD.33716DDD@hinge.mistral.co.uk> 

References: <3702f1c3.4789563@news.playstation.co.uk> <7dp887Smtg3@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 195.184.231.47 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 

X-Accept—-Language: en 


Mario Wynands wrote: 
> 5. what are the differences between the pro kit and the 
> yaroze. 


Lots. But as developers are bound by NDAs they can't really tell you. 


> 
> 
> 
> 
> 
> What is common knowledge is that the pro kit gives you the functionality 

> that was left out of the Yaroze (multitaps, dual shock, movies etc) and also 
> gives you control at a lower level. Don't worry - you'll be pleasantly 

> surprised when you get your hands on one. 


Only if he get's a PA devkit - or an NG ;) 
> Mario Wynands 


How's the game going Mario? I'm considering a return to the PSX myself 
some time in the summer.... 


Craig. 
—-MESSAGE FILE 5134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03856 


-—-MESSAGE FILE 5135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003857 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: 30 Mar 1999 08:22:08 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 17 
Message-ID: <7dqljgSmtg4@chuka.playstation.co.uk> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> <36FBC34C.BF15CB79@vmlabs.com> <7d 
ie8pS1lmc13@chuka.playstation.co.uk> <37002B51.4F0196C1@identicalsoftware.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:216 scee.yaroze.freetalk.english: 
3857 


Hi there, 

Sure why not. 

George 

In article <37002B51.4F0196C1l@identicalsoftware.com>, 


dulsi@identicalsoftware.com says... 
> 
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>Does that mean us poor SCEAers who have never been allowed to access the 
>SCEE site will be allowed on then? (Not that I have the time to look 
>around anyway.) 

> 

>Dennis Payne 

>dulsi@identicalsoftware.com 


—-MESSAGE FILE 5135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03857 


—-MESSAGE FILE 5136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003858 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 30 Mar 1999 11:14:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7dq80nSmtg6@chuka.playstation.co.uk> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3858 scea.yaroze.freetalk 
21288 


Scott Cartier wrote in message <36FFDD03.3351A1F0@vmlabs.com>... 
>So is it too early to ask who's going to E3? 


If you can persuade the source of my wealth (i.e. my mother) to pay then 
I'll be there. Just say it is for educational use <g> 


Bob 
298rcs@tay.ac.uk 


> 
>Scott 


-—-MESSAGE FILE 5136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03858 


—-MESSAGE FILE 5137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003859 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Psx dev chit chat - was Re: interviews 

Date: Tue, 30 Mar 1999 23:44:35 +1200 

Organization: Sidhe Interactive 

Lines: 28 

Message-ID: <7dqc07Smtg7@chuka.playstation.co.uk> 

References: <3702f1c3.4789563@news.playstation.co.uk> <7dp887Smtg3@chuka.playstation 
.co.uk> <370073FD.33716DDD@hinge.mistral.co.uk> 

NNTP-Posting-Host: p27-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news:370073FD.33716DDD@hinge.mistral.co.uk... 

> 

> How's the game going Mario? I'm considering a return to the PSX myself 
> some time in the summer.... 


Pretty busy all around at the moment. 


Things are going pretty well for "Dirty War" from the programming side. 
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There will be another website update in a day or two that will include new 
screenshots. From a publishing point of view we still haven't signed with 
anyone yet (in talks with a couple of outfits but nothing solid yet). 


We're also in the process of porting a PC title to the PSX (more details of 
that in the update as well) for a US developer. 


Lots to do and not enough people to do it, so you still have a job down here 
if you want :) 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


-—-MESSAGE FILE 5137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03859 


—-MESSAGE FILE 5138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003860 

Path: chuka.playstation.co.uk!news 

From: Mackinnon Green <greenm@kscl.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Import Gaming 

Date: Tue, 30 Mar 1999 15:27:21 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3700DF49.17F7227E@kscl.com> 
References: <Olbe6f35$d91f2780S0a3ddec2@sonia> 
Reply-To: mackinnon.green@kscl.com 
NNTP-Posting-Host: 194.159.98.193 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


This is the first time I've actually posted on any of the Yaroze groups as 
I've not had my system long, but this discussion attracted my attention as it 
was something I had been wondering. 


Is the speed difference between an NTSC game and a PAL game really only to do 
with the video timing and the frame update speed ? I mean, do the machines in 
the different territories all run at the same speed ? So an NTSC game օո a 
Yaroze will run at the same speed as an NTSC game on a native NTSC system ? 


Apologies if this is a stupid question. 


Thanks. 


—-MESSAGE FILE 5138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03860 


—-MESSAGE FILE 5139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003861 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: 30 Mar 1999 16:01:04 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 32 

Message-ID: <7dqsg0Smtg8@chuka.playstation.co.uk> 

References: <Olbe6f35Sd91f2780S0a3ddec2@sonia> <3700DF49.17F7227E@kscl.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
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X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


If you run a NTSC game on a Net Yaroze system it will run 

at full frame rate. You must use t.v.that can handle 

a NTSC signal. Also make sure you have a proper scart cable 
or the game will be displayed in béw..argh!! 


Regards, 


George@SCEE 


In article <3700DF49.17F7227E@kscl.com>, greenm@kscl.com says... 

> 

>This is the first time I've actually posted on any of the Yaroze groups as 
>I've not had my system long, but this discussion attracted my attention as it 
>was something I had been wondering. 

> 

>Is the speed difference between an NTSC game and a PAL game really only to do 
>with the video timing and the frame update speed ? I mean, do the machines in 
>the different territories all run at the same speed ? So an NTSC game on a 
>Yaroze will run at the same speed as an NTSC game on a native NTSC system ? 

> 

>Apologies if this is a stupid question. 

> 

>Thanks. 

> 

> 


3303 


—-MESSAGE FILE 5139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03861 


—-MESSAGE FILE 5140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003862 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: interviews 

Date: 30 Mar 1999 16:04:12 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 42 

Message-ID: <7dqslsSmtg9@chuka.playstation.co.uk> 
References: <3702f1c3.4789563@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 

1) yes 

2) shit..(Star Fighter..all 1 week worth) 

3) just nervous 

4) yes 

5) pro kit is alot faster and more libs to explore 
Regards, 

George@SCEE 


In article <3702f1c3.4789563@news.playstation.co.uk>, wickednun@callnetuk.com 


says... 
> 


>Hi, 
> I'm going for an interview at a games company on friday and I 
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>was wondering about a few of points. 


> 

> 1. has anyone here got a job through yaroze demos 

> 

> 2. what was the standard of those demos (be modest! :) ) 
> 

> 3. did the interview scare the hell out of you. 

> 

> 4. is working for a professional developer anything like doing 
> 

> yaroze stuff. 

> 

> 5. what are the differences between the pro kit and the 
> yaroze. 

> 

>any thoughts on these questions would be appriciated. 

> 

>rob 


>(wicked nun) 

>(wicked nun) 

> 

>"I don't think, therefore I'm not" 


—-MESSAGE FILE 5140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03862 


—-MESSAGE FILE 5141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003863 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 30 Mar 1999 20:35:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7dr8teSmtgl0@chuka.playstation.co.uk> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: dialup137-33.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3863 scea.yaroze.freetalk 
21289 


Scott Cartier wrote in message <36FFDD03.3351A1F0@vmlabs.com>... 
>So is it too early to ask who's going to E3? 


If it wasn't for the niggly problem of finals, I'd certainly be there. 
Lastminute.com -» flights to LA from under 200 quid :) 


As for accomodation, I'm sure I could arrange some place to crash. The 
Loonygames guys are pretty friendly. 


Anyway, I'm dreaming. It's a shame - I'll be in the US for a month from 
early June, so i'm just missing it. Grrr. At least I'll get to see Star Wars 
early out of it... 


Nick F 


www.saqnet.co.uk/users/nickf 
www.loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03863 


—-MESSAGE FILE 5142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 3305 


0003864 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Gaming 

Date: Tue, 30 Mar 1999 20:31:39 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 13 

Message-ID: <3701269B. 63A6FO020@scee.sony.co.uk> 
References: <Olbe6f35$Sd91f2780S0a3ddec2@sonia> <3700DF49.17F7227E@kscl.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Mackinnon Green wrote: 
> 


> I mean, do the machines in the different territories all run at the same speed ? 


The processor speed is the same on an NTSC and PAL machine. Usually it works out ok, 
because 

although an NTSC machine has more frames to create per second, those frames are usua 
lly smaller in 


size. 
== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


PCMCIA: People Can't Memorize Computer Industry Acronyms 
—-MESSAGE FILE 5142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03864 


—-MESSAGE FILE 5143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003865 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 30 Mar 1999 17:11:47 -0500 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <37014C23.73B32AAD@datasys.net> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 342.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3865 scea.yaroze.freetalk 
21290 


Scott Cartier wrote: 
> 


> So is it too early to ask who's going to E3? 
> 


Sorry, I could go if it was going to be in Atlanta this year, but LA is 
on the other side of the continent. There's no way I'd be able to afford 
it - besides, I've missed enough school days as it is. 


I'd really like to go though... Geez... It's gonna rock this year with 
all the new hardware that has come out recently. 


Someone take pictures for me. :) 
"Darco 


—-MESSAGE FILE 5143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03865 
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-—-MESSAGE FILE 5144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003866 

Path: chuka.playstation.co.uk!news 

From: "Dave Smethurst" <dave@ulthwe.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: interviews 

Date: Tue, 30 Mar 1999 23:48:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <7drkcbSmtgl1@chuka.playstation.co.uk> 
References: <3702f1c3.4789563@news.playstation.co.uk> 
NNTP-Posting-—Host: modem-68.lithium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


wicked ոսո wrote in message <3702f1c3.4789563@news.playstation.co.uk>... 
>Hi, 
> I'm going for an interview at a games company on friday and I 


>was wondering about a few of points. 


BTW seeing as though no one else seems to have said: 
Good luck =) 


> 1. has anyone here got a job through yaroze demos 
Err .. no (I didn't have any ready) 


> 2. what was the standard of those demos (be modest! :) ) 
N/A 


> 3. did the interview scare the hell out of you. 


Yes it did. Though having had an interview with them before I knew what 

to expect ! I think the most nerve racking bit was the second interview I 
had 

to do. Generally the first one was to find out about me & my background with 
programming etc the second one was a formal introduction to the company and 
a tour of the offices, which at the time seemed pretty big and had some 
interesting 

projects on (they still do !!) 


In hindsight I think you can't help but be scared of an interview like this, 
especially 
if it's what you want to do ! Generally all I can say is be yourself. 


Mind you I can't believe it's been a year since I got a job with a games 
company now !! 
Plus the first title I worked on should be out soon *fingers crossed* 


> 4. is working for a professional developer anything like doing 
> yaroze stuff. 


> 5. what are the differences between the pro kit and the 
> yaroze. 


These two can be answered together I think. 

As george put it, yes they are similiar - though there is alot more 
to the professional kit than the yaroze libs. 

Yes, the professional dev kit is faster 


Dave 
p.s Gremlin btw !! - or should that be something else now ? 


—-MESSAGE FILE 5144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03866 
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-—-MESSAGE FILE 5145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003867 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Psx dev chit chat - was Re: interviews 

Date: Wed, 31 Mar 1999 15:54:49 +0000 

Organization: Data Uncertain 

Lines: 28 

Message-ID: <37024549.BEE11962@hinge.mistral.co.uk> 

References: <3702f1c3.4789563@news.playstation.co.uk> <7dp887Smtg3@chuka.playstation 
.co.uk> <370073FD.33716DDD@hinge.mistral.co.uk> <7dqc07$mtg7@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: 195.184.231.54 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 

X-Accept—-Language: en 


Mario Wynands wrote: 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news:370073FD.33716DDD@hinge.mistral.co.uk... 

> 

> How's the game going Mario? I'm considering a return to the PSX myself 
> some time in the summer.... 


Pretty busy all around at the moment. 


Things are going pretty well for "Dirty War" from the programming side. 
There will be another website update in a day or two that will include new 
screenshots. From a publishing point of view we still haven't signed with 
anyone yet (in talks with a couple of outfits but nothing solid yet). 


We're also in the process of porting a PC title to the PSX (more details of 
that in the update as well) for a US developer. 


VVVVVVVVVVVVVV VV 


H 


"ll take a peek once it's up there. 


v 


Lots to do and not enough people to do it, so you still have a job down here 
> if you want :) 


So, still plenty of free sheep for everyone ;) 
> Mario Wynands 


Craig. 
--MESSAGE FILE 5145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03867 


--MESSAGE FILE 5146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003868 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Develop '99 

Date: Wed, 31 Mar 1999 16:31:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <37023FE0.5EC910E9@easynet.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Is anyone going to this? Obviously no-one but the most committed (and 
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wealthy) NY member will be at the conference (£300 for 2 days) but the 
exhibition should be interesting. 


I received details from Miller-Freeman about it the other day. Must say 
though that if you can spare the £300 the conference line up looks 
superb - all the bigwigs are going to be there. 


It's at Olympia (London), 26-27 June. 
Phil 


—-MESSAGE FILE 5146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03868 


—-MESSAGE FILE 5147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003869 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Develop '99 

Date: Wed, 31 Mar 1999 17:47:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <370251A5.6A18@ecs.ox.ac.uk> 
References: <37023FE0.5EC910E9@easynet.co.uk> 
Reply-To: m93cec@ecs.ox.ac.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'll probably be there ... as you say the line-up looks pretty good 
Philip Gooch wrote: 

> 

> Is anyone going to this? Obviously no-one but the most committed (and 
> wealthy) NY member will be at the conference (£300 for 2 days) but the 
> exhibition should be interesting. 

> 

> I received details from Miller-Freeman about it the other day. Must say 
> though that if you can spare the £300 the conference line up looks 

> superb - all the bigwigs are going to be there. 

> 

> It's at Olympia (London), 26-27 June. 

> 

> Phil 


—-MESSAGE FILE 5147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03869 


—-MESSAGE FILE 5148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003870 

Path: chuka.playstation.co.uk!news 

From: Scott Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Develop '99 

Date: Wed, 31 Mar 1999 23:21:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <37029FEE.2642E0B@escotia. freeserve.co.uk> 

References: <37023FE0.5EC910E9@easynet.co.uk> <370251A5.6A18@ecs.ox.ac.uk> 
NNTP-Posting-Host: modem-98.anadrol.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


I'm certainly considering it. 


Should be some interesting stuff on display from Sony. 
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ScoTT 


Charlie wrote: 


> I'll probably be there ... as you say the line-up looks pretty good 

> 

> Philip Gooch wrote: 

>> 

> > Is anyone going to this? Obviously no-one but the most committed (and 
> > wealthy) NY member will be at the conference (£300 for 2 days) but the 
> > exhibition should be interesting. 

>> 

> > I received details from Miller-Freeman about it the other day. Must say 
> > though that if you can spare the £300 the conference line up looks 

> > superb - all the bigwigs are going to be there. 

>> 

> > It's at Olympia (London), 26-27 June. 

>> 

> > Phil 


—-MESSAGE FILE 5148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03870 


—-MESSAGE FILE 5149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003871 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Psx dev chit chat - was Re: interviews 

Date: Thu, 1 Apr 1999 11:42:33 +1200 

Organization: Sidhe Interactive 

Lines: 22 

Message-ID: <7dua7bS5qu2@chuka.playstation.co.uk> 

References: <3702f1c3.4789563@news.playstation.co.uk> <7dp887Smtg3@chuka.playstation 
.co.uk> <370073FD.33716DDD@hinge.mistral.co.uk> <7dqc07$mtg7@chuka.playstation.co.uk 
> <37024549.BEE11962@hinge.mistral.co.uk> 

NNTP-Posting-Host: pl8-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news :37024549.BEE11962@hinge.mistral.co.uk... 


> Mario Wynands wrote: 

>> 

> > Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

> > news:370073FD.33716DDD@hinge.mistral.co.uk... 

>>> 

> > Lots to do and not enough people to do it, so you still have a job down 
here 

> > if you want :) 

> 

> So, still plenty of free sheep for everyone ;) 


Well, I'm sure we could throw a sheep or two into your salary package if 
thats what it takes to get you down here :) 

Cheers 

Mario 


—-MESSAGE FILE 5149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03871 


—-MESSAGE FILE 5150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003872 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 

Subject: PLAYSTATION 2 RELEASED!!! J!!! 

Date: Thu, 1 Apr 1999 14:26:37 -0600 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <7e0kjrSb4r2@scea> 

NNTP-Posting-Host: 98CF30C5.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.announce:124 scea.yaroze.freetalk:1291 sce 
e.yaroze.event:109 scee.yaroze.freetalk.english:3872 


www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE RELEASE 
OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 


CHECK IT OUT FOR ALL OF THE GOOD INFO! !!!!!!!!!! 


T 


Nathan Miller 


--MESSAGE FILE 5150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03872 


--MESSAGE FILE 5151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003873 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: As Above 

Date: Thu, 01 Apr 1999 21:47:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3703DB4D.22013F5@btinternet .com> 

NNTP-Posting-Host: 212.140.17.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Sorry i had to start a new message but i couldn't 
respond to the one above as i received an error 
message every time i tried. 


As for the subject matter, 
Not bad for an April first. 


James D 


—-MESSAGE FILE 5151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03873 


—-MESSAGE FILE 5152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003874 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.event,scee.yaroze.freetalk.english 
Subject: Re: PLAYSTATION 2 RELEASED! 111111 

Date: Thu, 1 Apr 1999 21:58:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7e0mj8$5qull@chuka.playstation.co.uk> 
References: <7e0kjrS$b4r2@scea> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.event:110 scee.yaroze.freetalk.english: 387 
4 


What day is it? 
Nigel 


Nathan Miller <kiryu@aol.com> wrote in message news: 7e0kjrS$b4r2@scea... 
> www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE 
RELEASE 

> OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 


> 


Nathan Miller 


VVVVVYV 


—-MESSAGE FILE 5152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03874 


—-MESSAGE FILE 5153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003875 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
freetalk.english 

Subject: Re: PLAYSTATION 2 RELEASED! 111111) 

Date: Thu, 01 Apr 1999 17:50:04 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3703F81C.6D542642@datasys.net> 

References: <7eOkjrS$b4r2@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 336.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:125 scea.yaroze.freetalk:1292 sce 
e.yaroze.event:111 scee.yaroze.freetalk.english:3875 


Nathan Miller wrote: 


www.next-generation.com HAS ANNOUNCED THAT SONY HAS DONE A SURPRISE RELEASE 
OF THE PLAYSTATION 2 AND THAT IT SHOULD COME TO THE US IN THE FALL!!!! 


VVVVVV 


hehehehehe........ Check out the date man..... APTI, ESU Հա Հար 
IT'S AN APRIL FOOLS JOKE. hehe! 


"Darco 
—-MESSAGE FILE 5153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03875 


—-MESSAGE FILE 5154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003876 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scea.yaroze.announce, scea.yaroze.freetalk, scee.yaroze.event, scee.yaroze. 
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freetalk.english 

Subject: PLAYSTATION 2 

Date: Thu, 1 Apr 1999 17:25:57 -0600 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <7e0v43S$b4r4@scea> 

NNTP-Posting-Host: 98ADA61A.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scea.yaroze.announce:126 scea.yaroze.freetalk:1293 sce 
e.yaroze.event:112 scee.yaroze.freetalk.english: 3876 


—-MESSAGE FILE 5154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03876 


—-MESSAGE FILE 5155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003877 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Black Dual Shock Pads 

Date: Fri, 2 Apr 1999 00:24:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7e0v9q$S5qul3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en137-103.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


OK, so who's gonna be first out to get a couple of Black Dual Shock Pads to 
match their Yaroze? (Shame they won't have the matt finish!) 


Rikki 


—-MESSAGE FILE 5155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03877 


—-MESSAGE FILE 5156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003878 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Black Dual Shock Pads 

Date: Fri, 2 Apr 1999 02:20:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7el601S$5qul4@chuka.playstation.co.uk> 
References: <7e0v9q$5qul3@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-12.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I was wondering when (or even if) other colour variations of the Dual Shock 
Pads would come out. 

Oh well guess I'll have to get one since I've just bought a new black memory 
card for my Net Yaroze even though I've already got two grey memory cards 
and two grey Dual Shock Pads for my PlayStation! 


Sucker I know! ;7) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
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Rikki Prince wrote in message <7e0v9qS5qul3@chuka.playstation.co.uk>... 

>OK, so who's gonna be first out to get a couple of Black Dual Shock Pads to 
>match their Yaroze? (Shame they won't have the matt finish!) 

> 

>Rikki 

> 

> 


—-MESSAGE FILE 5156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03878 


—-MESSAGE FILE 5157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003879 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Black Dual Shock Pads 

Date: Fri, 02 Apr 1999 06:05:57 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <3704A495.C5A24301@datasys.net> 

References: <7e0v9q$5qul3@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 321.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Yeah, I've got to get me a black dual shock pad. Or perhaps I should 
just paint my old one..... Hmmm.... 


'Darco 
PS: Naaaaaaaa........ 
Rikki Prince wrote: 


> 

> OK, so who's gonna be first out to get a couple of Black Dual Shock Pads to 
> match their Yaroze? (Shame they won't have the matt finish!) 
> 
> 


Rikki 
—-MESSAGE FILE 5157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03879 


-—-MESSAGE FILE 5158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003880 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Black Dual Shock Pads 

Date: Fri, 2 Apr 1999 13:32:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <7e2dfq$5qul19@chuka.playstation.co.uk> 

References: <7e0v9q$5qul3@chuka.playstation.co.uk> <7e1601$5qul4@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-en137-107.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Rad <rad@cyberdude.com> wrote in message 

news: 7e1601$5qul4@chuka.playstation.co.uk... 

> I was wondering when (or even if) other colour variations of the Dual 
Shock 
> Pads would come out. 
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> Oh well guess I'll have to get one since I've just bought a new black 
memory 


> card for my Net Yaroze even though I've already got two grey memory cards 
> and two grey Dual Shock Pads for my PlayStation! 

> 

> Sucker I know! ;7) 

> 

> Rad. 

> rad@cyberdude.com 

> http://www.netyaroze-europe.com/~radpsx 

> 


Cool, just like me, but I'm one less in the normal Dual Shocks, wonder if 
its worth getting 3 more Dual Shocks to go with my Multi Tap 


LOL 
Rikki 


—-MESSAGE FILE 5158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03880 


—-MESSAGE FILE 5159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003881 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: AI and Creating a Newsgroup 

Date: Sat, 3 Apr 1999 21:36:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7e5u6fSnkpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en134-218.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Can anyone point me towards some games (with source code) that have good 
computer AI? Or any good theory papers on Artificial Intelligence. Also, can 
anyone how I can go about getting a new newsgroup created, as I think the 
one topic not being covered in newsgroups in AI, and if a newsgroup is 
started to discuss this element of games, and share idea, the future of Net 
Yaroze games can only look better. 


Thanks 
Rikki 


—-MESSAGE FILE 5159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03881 


—-MESSAGE FILE 5160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003882 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AI and Creating a Newsgroup 

Date: Sun, 4 Apr 1999 11:20:12 +1200 

Organization: Sidhe Interactive 
Lines: 34 

Message-ID: <7e6é5m8Snkp2@chuka.playstation.co.uk> 
References: <7e5u6fSnkpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl7-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Rikki Prince <rprince@dircon.co.uk> wrote in message 
news: 7e5u6fSnkpl@chuka.playstation.co.uk... 
> Can anyone point me towards some games (with source code) that have good 
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> computer AI? Or any good theory papers on Artificial Intelligence. Also, 
can 

> anyone how I can go about getting a new newsgroup created, as I think the 
> one topic not being covered in newsgroups in AI, and if a newsgroup is 

> started to discuss this element of games, and share idea, the future of 
Net 

> Yaroze games can only look better. 


Hi Rikki, 


The best resource for AI I know of is http://www.gameai.com/ai.html You 
should find everything you need there. 


Good idea about the newsgroups, but I think if we were to add a new 
newsgroup it should be a bit more general to catch other topics without a 
current home such as collision detection and physics etc. 


scee.yaroze.programming.algorithms or scee.yaroze.programming.misc would do 
the trick. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 5160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03882 


—-MESSAGE FILE 5161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003883 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 - emulated? 

Date: Mon, 05 Apr 1999 18:39:52 +0000 

Organization: Data Uncertain 

Lines: 19 

Message-ID: <37090378.4D15DE1B@hinge.mistral.co.uk> 
NNTP-Posting-Host: d3-s43-199-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 
X-Accept—-Language: en 


Anyone following PS2 will find the press releases on the Cygnus WWW site 
interesting. 


Summary: 

Sony's shipping Cygnus tools as the defacto standard (ditching SN 
Systems? not 

before time...). 

Cygnus have developed an emulator for Playstation2 that allows 
developers to write 

games without the actual hardware. And it was developed FOR 
Sony.Interesting. 

It'll take a bloody quick PC to run that one at a reasonable pace 
(so, 12 months time). 


My own opinion: 
I reckon Yaroze 2 (if there ever is one) will be software only.... 


Craig. 

NOT VIOLATING THE NDA, ALL INFO IN THIS POST IS ON THE CYGNUS WWW SITE. 

—-MESSAGE FILE 5161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03883 
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-—-MESSAGE FILE 5162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003884 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: so long, and thanks for all the fish 

Date: Tue, 06 Apr 1999 17:04:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <370c3d36.834603@news.playstation.co.uk> 
NNTP-Posting-Host: 212.67.129.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Thanks for all the interview advice, I got the job, and it's a 
brilliant place. 


I hope I'll be able to keep writing yaroze stuff, but who knows. 


ahhh,another yaroze programmer flies the coup, never to be seen again? 
You wish!! :) 


see ya later 


rob 
(wicked nun) 


"T don't think, therefore I'm not" 
—-MESSAGE FILE 5162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03884 


—-MESSAGE FILE 5163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003885 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Patrick Macdonald <patrickm@cygnus.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: E3? 

Date: Tue, 06 Apr 1999 14:46:52 -0400 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <370A569C.10E051DA@cygnus.com> 

References: <36FFDD03.3351A1F0@vmlabs.com> 

NNTP-Posting-Host: torture.to.cygnus.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (211: U; Linux 2.0.31 1686) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3885 scea.yaroze.freetalk 
21296 


Scott Cartier wrote: 
> 


> So is it too early to ask who's going to E3? 


I'll be there. E3 was exciting last year and 
should prove to be very interesting this year. 


Patrick 


Patrick Macdonald - patrickm@cygnus.com 
—-MESSAGE FILE 5163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03885 


—-MESSAGE FILE 5164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003886 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: gnu assembler modifications 

Date: 6 Apr 1999 23:07:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <slrn7gl14u5.buo.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3886 scee.yaroze.programm 
ing.gnu_compiler:314 scea.yaroze.programming.gnu_compiler:112 


Hi, 


Just in case anyone's interested, I've made some small modifications to gas 
that add two new pseudo-ops - 


1) .sbss (which seems to be strangely lacking in the mips gas) which allows you 
to explicitly put bss data within reach of the gp. (gas will, by default, 
put small bss data in the sbss section, but I like to have more control) 


2) .incbin "file" - which will simply include the contents օք the named file 
at that point in the source. No more need for utilities to convert binaries 
into source. 


Is anyone interested in these patches? It's probably only useful if you're 
already using your own binutils, or if you're prepared to make the switch. 

It shouldn't be too difficult to patch the djgpp version of binutils (assuming 
that there's a binutils 2.9.1 djgpp port), so if you want to keep using dos, 
you probably can. 


Additionally, is there anything else that makes sense as a pseudo-op that 
gas currently doesn't implement? I'm actually rather enjoying making 
modifications to it :) 


It's a pity I can't remember enough about asm-one and snasm. (mmm. those were 
the days.) 


Toby. 
—-MESSAGE FILE 5164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03886 


—-MESSAGE FILE 5165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003887 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze & Jobs 

Date: 8 Apr 1999 12:25:39 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 19 

Message-ID: <7ei783Samo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


To all members, 


Have you gotten a job in the game industry as a result of 
your Net Yaroze? If so, we would like to hear from you! 
We would like to post a list of people who have gotten 
jobs on the members website. If you could e-mail 
"ps_yaroze@playstation.sony.com" with the subject 

"Job Found!" and provide the following information: 
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Regards, 
Net Yaroze Team 


—-MESSAGE FILE 5165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03887 


—-MESSAGE FILE 5166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003888 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Choosing OPSM demos 

Date: Fri, 9 Apr 1999 01:58:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7ejjdhSamo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-183.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Can anyone tell me who chooses the OPSM Yaroze demo? I just wondering if it 
could be implemented as a vote within the Yaroze group, as these people are 
those who play the games first. 


Thanks 
Rikki 


PS. Get if don't want any sleep for a while get Timeslip by David Johnston 
from http://www.netyaroze-europe.com/~deejay/ its bleedin' addictive, and 

quite difficult. It's one of those games where you can't do a certain bit 

without millions of repeats, but keep trying coz you know what to do, but 

you just can't get it to work. Definite possible for the OPSM demo, has it 
been considered? 


—-MESSAGE FILE 5166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03888 


—-MESSAGE FILE 5167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003889 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Choosing OPSM demos 

Date: 9 Apr 1999 07:26:46 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 36 

Message-ID: <7eka3mSamo5@chuka.playstation.co.uk> 
References: <7ejjdhSamo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: camsg001.camb.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Rikki, 


I choose what goes on the OPM. Me and only me :) 


Lookout for Pandora's Box, Timeslip, Opera of Destruction, 
and Video Poker on upcoming OPM discs. These have all been 
confirmed. 


P.S. If you have or seen anything that looks worthwhile 
please point me in the direction! 
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Regards, 


George@SCEE 


In article <7ejjdhSamo4@chuka.playstation.co.uk>, 
netyaroze@rprince.dircon.co.uk says... 

> 

>Can anyone tell me who chooses the OPSM Yaroze demo? I just wondering if it 
>could be implemented as a vote within the Yaroze group, as these people are 
>those who play the games first. 

> 

>Thanks 

>Rikki 

> 

>PS. Get if don't want any sleep for a while get Timeslip by David Johnston 
>from http://www.netyaroze-europe.com/~deejay/ its bleedin' addictive, and 
>quite difficult. It's one of those games where you can't do a certain bit 
>without millions of repeats, but keep trying coz you know what to do, but 
>you just can't get it to work. Definite possible for the OPSM demo, has it 
>been considered? 

> 

> 


-—-MESSAGE FILE 5167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03889 


—-MESSAGE FILE 5168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003890 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: QA rules and Ape Escape 

Date: Sat, 10 Apr 1999 15:17:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7enmh0OSh742@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-73.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I just noticed that Edge is reporting Ape Escape (in development by SCEI) 
is going to be dual analogue control ONLY. I though the QA rules stated all 
games must be playable with the standard pad. 


—-MESSAGE FILE 5168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03890 


—-MESSAGE FILE 5169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003891 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Why can't we have code for the Multitap 

Date: Sat, 10 Apr 1999 16:12:56 +0100 

Organization: I 

Lines: 15 

Message-ID: <ijvOVGA4p2D3Ew7S@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


As I understand it we can only code games for up to 2 players. 
This is fine for most types of games but I am working on a puzzle game 
and would like to be able to have 4 players on screen at the same time. 


Surely SONY could release the code for this as the launch of the new 
machine draws near. 
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We can't do the most fantastic graphical games but when you have limited 
appeal (visually) you could make up for this by a multi-player option. 
(look at Bomberman). 


Come on SONY. 


Anthony Ross 
—-MESSAGE FILE 5169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03891 


-—-MESSAGE FILE 5170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003892 

Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <??@??.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: engine 6 

Date: Sat, 10 Apr 1999 23:49:14 +0100 

Organization: 24/7 Games Design 

Lines: 2 

Message-ID: <7eokmf$h743@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-91-60.host.btclick.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


does any one remember the first yaroze rolling demo on OPM if so do you 

know were i can find "engine 6" :-) 

-—-MESSAGE FILE 5170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03892 


—-MESSAGE FILE 5171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003893 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: QA rules and Ape Escape 

Date: Sun, 11 Apr 1999 12:22:08 +1200 

Organization: Sidhe Interactive 

Lines: 25 

Message-ID: <7eop80$Sh744@chuka.playstation.co.uk> 
References: <7enmhOSh742@chuka.playstation.co.uk> 
NNTP-Posting-Host: p49-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 7enmhOS$h742@chuka.playstation.co.uk... 

> I just noticed that Edge is reporting Ape Escape (in development by SCEI) 
> is going to be dual analogue control ONLY. I though the QA rules stated 
all 

> games must be playable with the standard pad. 


Hi Matt, 


Can't find anything in the latest Tech Requirements Checklist or the Yaroze 
Tech Requirements stating this. 


I seem to remember that as a requirement for something though. Maybe that 
was a rule once imposed for the OPM demo submissions or some competition. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 
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—-MESSAGE FILE 5171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03893 


—-MESSAGE FILE 5172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003894 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: QA rules and Ape Escape 

Date: 11 Apr 1999 10:32:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01lbe8406$75cb98e0SLocalHost@sonia> 
References: <7enmhOSh742@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Turning that on its head, I was amazed and disapointed to discover that 
Ridge Racer Type 4 doesn't support the Dual Shock controller's analogue 
inputs when there is no doubt that such support to add considerably to the 
gameplay. Indeed, Namco's Neg-Con and Jog-Con controllers are supported and 
are both analogue?! Would Sony have allowed this to happen with a lesser 
developer - very suspect : ( 


- Miles 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in article 
<7enmh0O$h742@chuka.playstation.co.uk>... 

> I just noticed that Edge is reporting Ape Escape (in development by 
SCEI) 
> is going to be dual analogue control ONLY. I though the QA rules stated 

all 

> games must be playable with the standard pad. 

> 

> 

> 

—-MESSAGE FILE 5172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03894 


-—-MESSAGE FILE 5173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003895 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Develop '99 

Date: Mon, 12 Apr 1999 08:04:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7esSmp$s5q2@chuka.playstation.co.uk> 
References: <37023FE0.5EC910E9@easynet.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


So many good things to go to so little money. Oh well that is what student 
loans are for, now if I can only live on cabbages for several months I'll be 
going ;-) 


Bob 


Philip Gooch wrote in message <37023FE0.5EC910E9@easynet.co.uk>... 

>Is anyone going to this? Obviously no-one but the most committed (and 
>wealthy) NY member will be at the conference (£300 for 2 days) but the 
>exhibition should be interesting. 

> 

>I received details from Miller-Freeman about it the other day. Must say 
>though that if you can spare the £300 the conference line up looks 
>superb - all the bigwigs are going to be there. 
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> 

>It's at Olympia (London), 26-27 June. 
> 

>Phil 

> 


—-MESSAGE FILE 5173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03895 


—-MESSAGE FILE 5174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003896 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: QA rules and Ape Escape 

Date: Mon, 12 Apr 1999 19:20:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7etdhOSh802@chuka.playstation.co.uk> 

References: <7enmhOS$h742@chuka.playstation.co.uk> <01lbe8406$75cb98e0SLocalHost@sonia 
> 

NNTP-Posting-Host: modem-113.crying.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I was suprised with no analogue support too! I read somewhere that the US 
and EU versions would include it though? 


In the periph.zip file (info about NY peripheral usage) on the website, it 
says: 


The following conditions should be met by the game for it to pass the tests 
placed upon it by the European Quality Assurance Group, and are recommended 
for Net Yaroze Members. 


- The game must be playable with the standard Controller. Controller Port 1 
always takes precedence over Port 2. So in the case of a single player game, 
the game only responds to Controllers connected to Port 1. 


blah, blah, blah.... 


this is what I was thinking of regarding Ape Escape. 


Miles Buzzing wrote in message <01lbe8406S$75cb98e0$LocalHost@sonia>... 
>Turning that on its head, I was amazed and disapointed to discover that 
>Ridge Racer Type 4 doesn't support the Dual Shock controller's analogue 
>inputs when there is no doubt that such support to add considerably to the 
>gameplay. Indeed, Namco's Neg-Con and Jog-Con controllers are supported and 
>are both analogue?! Would Sony have allowed this to happen with a lesser 
>developer - very suspect : ( 

> 
»- Miles 

> 

>Matt Verran <matt@frktl.freeserve.co.uk> wrote in article 
><7enmhO$h742@chuka.playstation.co.uk>... 

>> I just noticed that Edge is reporting Ape Escape (in development by 
>SCET) 
>> is going to be dual analogue control ONLY. I though the QA rules stated 
>all 

>> games must be playable with the standard pad. 

>> 

>> 

>> 


—-MESSAGE FILE 5174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03896 
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-—-MESSAGE FILE 5175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003897 

Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why can't we have code for the Multitap 
Date: Tue, 13 Apr 1999 18:36:56 +0100 

Organization: StreetWise Consulting Limited. 

Lines: 34 

Message-ID: <7evvd9Sh806@chuka.playstation.co.uk> 
References: <ijvOVGA4p2D3Ew7S@trsoft.demon.co.uk> 
Reply-To: "swiseltd@ aol.com" <"remove no spam"> 
NNTP-Posting-Host: ABDOC29F.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 
X-Accept—-Language: en 


It's not just a matter of "releasing the code" the libraries just aren't on 
the yaroze disk, 

which was prepared many moons ago when sea levels were lower and nights were 
darker.... 


To issue new disks would be too expensive due to the relatively low number 
of Yaroze members, compared to the smallest number of disks required to make 
a production run viable. 


I'm not a Sony person, these are my own interpretaion of remarks from others 
such as George Bain (a great guy!) who is from Sony. 


Hey sony guys, come on correct me if I'm wrong. 

—Kezza 

Anthony Ross wrote: 

As I understand it we can only code games for up to 2 players. 

This is fine for most types of games but I am working on a puzzle game 


and would like to be able to have 4 players on screen at the same time. 


Surely SONY could release the code for this as the launch of the new 
machine draws near. 


We can't do the most fantastic graphical games but when you have limited 
appeal (visually) you could make up for this by a multi-player option. 
(look at Bomberman). 


Come on SONY. 


VVVVVVVVVVVVV VV 


Anthony Ross 


—-MESSAGE FILE 5175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03897 


—-MESSAGE FILE 5176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003898 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why can't we have code for the Multitap 

Date: Tue, 13 Apr 1999 12:30:19 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <37139B4B.3EB401DE@vmlabs.com> 

References: <ijvOVGA4p2D3Ew7S@trsoft.demon.co.uk> <7evvd9Sh806@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: vmlabs48.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


Net Yaroze newsgroups message dump.txt Page 3324 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


It's not just a matter of "releasing the code" the libraries just 
aren't on the yaroze disk, which was prepared many moons ago when 
sea levels were lower and nights were darker.... 


To issue new disks would be too expensive due to the relatively low 
number of Yaroze members, compared to the smallest number of disks 
required to make a production run viable. 


VVVVVVV 


All they'd really need to do is release an object file and header with 
the appropriate function calls. Then we would just link it into our 
current projects and voila! 


Naturally this ain't gonna happen (especially at this stage of the 
program). 


Scott 
—-MESSAGE FILE 5176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03898 


—-MESSAGE FILE 5177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003899 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Owes Beck" <ghost909@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: "birds eye" 

Date: Tue, 13 Apr 1999 17:15:27 -0400 

Organization: THE MASTERMINDS 

Lines: 8 

Message-ID: <7f£0c5t$ j4@scea> 

Reply-To: "Owes Beck" <ghost909@yahoo.com> 

NNTP-Posting-Host: resnet193-123.resnet.buffalo.edu 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hey, 

does anyone know what i should set the members in Gsrview2 to be in order 
to get a good birds eye view of my 3d world. i can tune it up once i get 
the general values of the members, 


thanks! 


-—-MESSAGE FILE 5177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03899 


—-MESSAGE FILE 5178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003900 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why can't we have code for the Multitap 
Date: Wed, 14 Apr 1999 23:00:45 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <1dq8537.1x825xjmnvdlcN@al-—88-138.al.nl> 
References: <ijvOVGA4p2D3Ew7S@trsoft.demon.co.uk> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 


Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


> As I understand it we can only code games for up to 2 players. 
> This is fine for most types of games but I am working on a puzzle game 
> and would like to be able to have 4 players on screen at the same time. 
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> 


We can use the Micromachines-way... or so to say.. joypad-splitting 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 5178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03900 


—-MESSAGE FILE 5179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003901 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups now working 

Date: Wed, 14 Apr 1999 23:00:49 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <ldq85hx.aefwrrlhwaejyN@al-—88-138.al.nl1> 

References: <7dgftcS$lmc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-138.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:219 scee.yaroze.freetalk.english: 
3901 


George Bain <george_bain@playstation.sony.com> wrote: 
To all members, 


The website and newsgroups should now be working. We apologise 
for any inconvenience that this might have caused. 


If anyone is still experiencing any problems accessing the members 
website or newsgroups please e-mail ps_yaroze@playstation.sony.com. 


VVVVVVVV 


Could you next time put this message also on the NY-mailinglist? If I 
still can't enter, I can't read what you wrote here. 
But Thanks for getting me in again.. My nose was totally empty.. 


Cheer, 


DEnnis.. 
-—-MESSAGE FILE 5179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03901 


—-MESSAGE FILE 5180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003902 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i cannot get into web page and news group 

Date: Wed, 14 Apr 1999 23:00:56 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldq85ob.fgtyfolwaalnhN@al-88-138.al.nl> 

References: <7dft0Op$lmc2@chuka.playstation.co.uk> <7dgckt$lmc3@chuka.playstation.co. 
uk> <7dgkOg$Slmc6@chuka.playstation.co.uk> <7diej6Simc15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-138.81.ոլ 

X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@playstation.sony.com> wrote: 
Hi Rad, 
That's because some members could access the website but 


not the newsgroups..and vice versa. While some members 
couldn't access either or. 


V V V V V V 
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> George 


Let me guess, you delibratly chucked me off ;-) 


DEnnis.. 
—-MESSAGE FILE 5180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03902 


—-MESSAGE FILE 5181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003903 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@vet.com.au> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: QA rules and Ape Escape 

Date: 15 Apr 1999 11:22:16 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86wvzeison.fsf@foo.mel.cybec.com.au> 
References: <7enmhOSh742@chuka.playstation.co.uk> 
NNTP-Posting-Host: foo.mel.cybec.com.au 
X-Newsreader: Gnus v5.5/XEmacs 20.4 - "Emerald" 


"Matt Verran" <matt@frktl.freeserve.co.uk> writes: 
> I just noticed that Edge is reporting Ape Escape (in development by SCEI) 


> is going to be dual analogue control ONLY. I though the QA rules stated all 
> games must be playable with the standard pad. 


The analogue controller *is* the standard pad, these days. 

Toby. 

—-MESSAGE FILE 5181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03903 


-—-MESSAGE FILE 5182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003904 

Path: chuka.playstation.co.uk!news 

From: Westerfield Akinyele <westerfield.akinyele@icl.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: siocons on NT4WKS 

Date: Thu, 15 Apr 1999 15:28:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <3715F780.7CF9972C@icl.com> 
NNTP-Posting-Host: ba6.icl.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (WinNT; I) 

X-Accept—-Language: en 


Hi guys, does anyone know how to resolve siocons on NT4. My system just 
stall in the middle of processing siocons. Anyone ever had the same 
problem of solution? 


—-MESSAGE FILE 5182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03904 


—-MESSAGE FILE 5183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003905 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons on NT4WKS 

Date: Thu, 15 Apr 1999 17:54:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7f£55nv$niml@chuka.playstation.co.uk> 
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References: <3715F780.7CF9972C@icl.com> 
NNTP-Posting-Host: th-gt141-112.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm no NT user or expert, but I thought NT was devoid of DOS, which is what 
Siocons is run in... 

Don't have a go at me if NT4 does support DOS, but what I heard was that NT 
doesn't use DOS. 


Just suggesting it. 


Westerfield Akinyele <westerfield.akinyele@icl.com> wrote in message 
news:3715F780.7CF9972C@icl.com... 

> Hi guys, does anyone know how to resolve siocons on NT4. My system just 
> stall in the middle of processing siocons. Anyone ever had the same 

> problem of solution? 

> 


—-MESSAGE FILE 5183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03905 


—-MESSAGE FILE 5184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003906 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Super Bub 

Date: Thu, 15 Apr 1999 19:19:01 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 35 

Message-ID: <37162D95.E2597D12@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


You utter, utter, b*******s. How could you do this? Hour after hour, night after nig 
ht, twitching 

frantically and staring transfixed at the TV screen until I drop from the settee at 
3:30am face 

first into a cold pizza, eyes bleeding and mumbling - in barely audible tones - "tur 
nit, oft". ՎԵ 

has happened. I swear. 


What am I talking about? Super Bub of course, the Net Yaroze game on PSM disc no 43. 
The most 
addictive game I have ever seen. 


Some might say "What a thoughtful and generous gesture by all those at PSM to put su 

cha 

well-thought-out and thoroughly playable game on a free demo disc." But I'm onto you 
lot, I know 

what you're up to. Give 'em a sample for free and then jack up the price once everyo 

ne's hugely 

addicted. 


So it will come as no surprise to me when PSM45 hits the shelves with Super Bub 2 on 
the disc anda 
stonking cover price of £20. 

- Geoff Wilcox 

- Kirby Cane 

- Suffolk 
PS: Is the background some kind of government mind control device? If not, why not? 
There's money to 
be made. 


Net Yaroze newsgroups message dump.txt Page 3328 


(Letter to Official PlayStation Magazine, issue 45) 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
You are now leaving Miami - We'll get you next time. 


—-MESSAGE FILE 5184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03906 


—-MESSAGE FILE 5185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003907 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-—for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons on NT4WKS 

Date: 16 Apr 1999 02:40:32 +0100 

Organization: Wyrd Dreams - Internet Realities 

Lines: 21 

Message-ID: <7f64eg$3t1l@wyrddreams.demon.co.uk> 

References: <3715F780.7CF9972C@icl.com> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


Yes, I've had exactly these problems. The problem is not that NT4 doesn't 
support DOS as such - it has its 32-bit shell which emulates DOS. I think 
you'll find it's the way Windows in general (right back from 3.11 and even 
possibly before) handles the serial ports in DOS mode. 


Either bring down the baud rate on your serial port or, preferably, put a 
dual boot on your system and have a partition dedicated to DOS for Yaroze 
development. 


Take care, 


JT 


Westerfield Akinyele (westerfield.akinyele@icl.com) wrote: 
Hi guys, does anyone know how to resolve siocons on NT4. My system just 
stall in the middle of processing siocons. Anyone ever had the same 
problem of solution? 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 

it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
—-MESSAGE FILE 5185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03907 


—-MESSAGE FILE 5186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003908 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons on NT4WKS 

Date: Fri, 16 Apr 1999 08:17:11 GMT 

Organization: Reichardt Informatik AG 

Lines: 38 

Message-ID: <3718ed99.2319735@news.playstation.co.uk> 
References: <3715F780.7CF9972C@icl.com> 
NNTP-Posting-Host: dial-in-97.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.451 


On Thu, 15 Apr 1999 15:28:16 +0100, Westerfield Akinyele 
<westerfield.akinyele@icl.com> wrote: 


> Hi guys, does anyone know how to resolve siocons on NT4. My system just 
> stall in the middle of processing siocons. Anyone ever had the same 
> problem of solution? 


I had some problems too (not that the machine would freeze, but I got a 
lot of transmission errors), but now I have siocons running under 
Windows NT 4 with 115200 bps. I don't use it very often, though, as 
Metrowerks' PSComUtil is much better (I hear there will soon be a free 
version of it, that you can use even if you didn't buy their compiler), 
and the AR module beats both of them ;). 


First of all, if your whole system freezes because of a 16-bit console 
application running in a DOS box, there is something wrong with the 
system, not only with siocons. The worst thing that siocons can do on a 
properly working NT is crashing the DOS box it's running in, leaving the 
rest of the system stable. 


Some advice: 


- Get the latest service pack from MicroSoft (currently SP4) and 
install it. 

- Test the serial port that you want to use with siocons with a 
terminal program and a modem (you find HyperTerminal in your 
accessories folder). 

- Set the port (in control panel) to 115200 bps, 8 data bits, 
no parity, 1 stop bit and hardware flow control. 

- Get the latest version of siocons from the NetYaroze web site. 
There are different versions, some of them written by members, 
I remember having seen a 32-bit version somewhere. 


If you get a lot of transmission errors (resulting in a 'hung' 
connection, where you need to reboot the NetYaroze and force close the 
DOS box), try a lower baud rate (as 38400 bps or even 9600 bps). 


HTH, 


3329 


—-MESSAGE FILE 5186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03908 


-—-MESSAGE FILE 5187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003909 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: AI and Creating a Newsgroup 
Date: Fri, 16 Apr 1999 22:18:12 +0100 
Organization: Max Studios 

Lines: 42 
Message-ID: <3717A914.758AD75F@which.net> 
References: <7e5u6fSnkpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p45-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" CA6508 9FE1AA6505D360859D" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
CA6508 9FE1AA6505D360859D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Goto http://www.intstudios.co.uk/gameon/index.htm for tonnes of games related 
stuff. 
Algorithms and such like. 


Rikki Prince wrote: 
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> Can anyone point me towards some games (with source code) that have good 

> computer AI? Or any good theory papers on Artificial Intelligence. Also, can 
> anyone how I can go about getting a new newsgroup created, as I think the 

> one topic not being covered in newsgroups in AI, and if a newsgroup is 

> started to discuss this element of games, and share idea, the future of Net 
> Yaroze games can only look better. 

> 

> Thanks 

> Rikki 


CA6508 9FE1AA6505D360859D 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


CA65089FE1AA6505D360859D-- 


—-MESSAGE FILE 5187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03909 


—-MESSAGE FILE 5188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003910 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Super Bub 

Date: Sat, 17 Apr 1999 21:21:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3718fafb.1622138@www.netyaroze-europe. com> 
References: <37162D95.E2597D12@scee.sony.co.uk> 
NNTP-Posting-Host: p40s03a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


you'll have to ignore him, he's wierd. Its why I've stopped going down 
to the second floor for quite a while. Still, at least you never had 
to suffer with his "hilarious' toy from his trip to somewhere forn, 
which involves him pressing a button and 'hilariously' it swears at 
you. 'Hilarious' I tell you. 


Rob_who_is_still_alive_and_working 
—-MESSAGE FILE 5188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03910 


—-MESSAGE FILE 5189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003911 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Super Bub 

Date: Mon, 19 Apr 1999 09:48:07 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <371AEDC7.562BE4EB@scee.sony.co.uk> 

References: <37162D95.E2597D12@scee.sony.co.uk> <3718fafb.1622138@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: camfw01.millennium.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Barry & Robert Swan wrote: 
> 


> you'll have to ignore him, he's wierd. 
What, Geoff Wilcox (who wrote the letter) or me? 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


<A>bort <R>etry <D>ynamite 
—-MESSAGE FILE 5189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03911 


—-MESSAGE FILE 5190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003912 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Choosing OPSM demos 

Date: Mon, 19 Apr 1999 07:17:49 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <371B10DD.363FA449@datasys.net> 

References: <7ejjdhSamo4@chuka.playstation.co.uk> <7eka3mSamo5@chuka.playstation.co. 
uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 353.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


George Bain wrote: 

Hi Rikki, 

I choose what goes on the OPM. Me and only me :) 

Lookout for Pandora's Box, Timeslip, Opera of Destruction, 
and Video Poker on upcoming OPM discs. These have all been 


confirmed. 


P.S. If you have or seen anything that looks worthwhile 
please point me in the direction! 


VVVVVVVVVV VV 


I have something that in a few weeks will be ready to be put on a CD. 
It's that 3D Mech game, Blaze of Glory. I've been putting alot of work 
into it. I just got the sound engine finished - it has stereo sound, and 
even the doppler effect built into it! It really sounds 3D. 


There's an old demo online, but it's pretty old. The newest version is 
much better. :) 


"Darco 
—-MESSAGE FILE 5190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03912 


—-MESSAGE FILE 5191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003913 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
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aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 
Subject: Re: gnu assembler modifications 

Date: Mon, 19 Apr 1999 07:20:11 -0400 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <371B116B.B6286C00@datasys.net> 

References: <slrn7gl14u5.buo.tjs@longford.cs.monash.edu.au> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 353.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3913 scee.yaroze.programm 
ing.gnu_compiler:315 scea.yaroze.programming.gnu_compiler:113 


I'm interested. if you can zip up the files and post em' that'd be cool. 
"Darco 

Toby Sargeant wrote: 

Hi, 


Just in case anyone's interested, I've made some small modifications to gas 
that add two new pseudo-ops - 


1) .sbss (which seems to be strangely lacking in the mips gas) which allows you 
to explicitly put bss data within reach of the gp. (gas will, by default, 
put small bss data in the sbss section, but I like to have more control) 


2) .incbin "file" — which will simply include the contents օք the named file 
at that point in the source. No more need for utilities to convert binaries 
into source. 


Is anyone interested in these patches? It's probably only useful if you're 
already using your own binutils, or if you're prepared to make the switch. 

It shouldn't be too difficult to patch the djgpp version of binutils (assuming 
that there's a binutils 2.9.1 djgpp port), so if you want to keep using dos, 
you probably can. 


Additionally, is there anything else that makes sense as a pseudo-op that 
gas currently doesn't implement? I'm actually rather enjoying making 
modifications to it :) 


It's a pity I can't remember enough about asm-one and snasm. (mmm. those were 
the days.) 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Toby. 
—-MESSAGE FILE 5191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03913 


—-MESSAGE FILE 5192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003914 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 - emulated? 

Date: Mon, 19 Apr 1999 07:21:42 -0400 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <371B11C6.C2870B74@datasys.net> 

References: <37090378.4D15DE1B@hinge.mistral.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 353.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


> 
> My own opinion: 


Net Yaroze newsgroups message dump.txt Page 3333 


> I reckon Yaroze 2 (if there ever is one) will be software only.... 


I really hope not. It would loose it's entire feel if it was all 
software! 


"Darco 
-—-MESSAGE FILE 5192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03914 


—-MESSAGE FILE 5193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003915 

Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons on NT4WKS 
Date: Mon, 19 Apr 1999 18:03:32 +0100 
Organization: StreetWise Consulting Limited. 
Lines: 14 

Message-ID: <7ffnmnS$dpk2@chuka.playstation.co.uk> 
References: <3715F780.7CF9972C@icl.com> 

Reply-To: "swiseltd@ aol.com" <"remove no spam"> 
NNTP-Posting-Host: ABDOAF49.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 
X-Accept—-Language: en 


If is of any use to you you can download PSXComm from my web page 
http://www.netyaroze-europe/~kmillar 


I wrote it especially for 32 bit machines and it should run just dandy 
under NT 


-Kenny 
Westerfield Akinyele wrote: 
> Hi guys, does anyone know how to resolve siocons on NT4. My system just 


> stall in the middle of processing siocons. Anyone ever had the same 
> problem of solution? 


--MESSAGE FILE 5193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03915 


--MESSAGE FILE 5194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003916 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 - emulated? 

Date: Mon, 19 Apr 1999 18:23:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7ffojaSdpk3@chuka.playstation.co.uk> 

References: <37090378.4D15DE1B@hinge.mistral.co.uk> <371B11C6.C2870B74@datasys.net> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Darco wrote in message <371B11C6.C2870B74@datasys.net>... 

>> 

>> My own opinion: 

>> I reckon Yaroze 2 (if there ever is one) will be software only.... 
> 
>I really hope not. It would loose it's entire feel if it was all 
>software! 


Yeah, no cool black playstation pads. That would be a real bummer 
ա 
r 
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Bob 
298rcs@tay.ac.uk 


> 
>"Darco 


—-MESSAGE FILE 5194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03916 


—-MESSAGE FILE 5195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003917 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: QA rules and Ape Escape 

Date: Tue, 20 Apr 1999 06:50:59 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <371C5C13.921C86B5@datasys.net> 

References: <7enmhOS$h742@chuka.playstation.co.uk> <86wvzeison.fsf@foo.mel.cybec.com. 
au> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 330.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


It's quickly becoming standard, but there are still more regular pads 
around than dual shock pads. 


"darco 

Toby Hutton wrote: 

"Matt Verran" <matt@frktl.freeserve.co.uk> writes: 

> I just noticed that Edge is reporting Ape Escape (in development by SCEI) 


> is going to be dual analogue control ONLY. I though the QA rules stated all 
> games must be playable with the standard pad. 


The analogue controller *is* the standard pad, these days. 

Toby. 

—-MESSAGE FILE 5195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03917 


VVVVVVVVVV 


-—-MESSAGE FILE 5196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003918 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GDUK '99 

Date: Tue, 20 Apr 1999 13:19:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <371C70C7.6B8A79B8@yaroze2000.freeserve.co.uk> 
NNTP-Posting-Host: 193.82.133.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi all, 


Has anyone heard any news of a GDUK '99 competition yet? I sincerely 
hope it will be running this year - as I might actually be able to enter 
something! 
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Any gossip welcome! 

Cheers! 

Tones 8) 


—-MESSAGE FILE 5196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03918 


—-MESSAGE FILE 5197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003919 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK '99 

Date: Tue, 20 Apr 1999 17:52:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <7fib51Sgpb2@chuka.playstation.co.uk> 
References: <371C70C7.6B8A79B8@yaroze2000.freeserve.co.uk> 
NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm not sure what is happening. It was a success to I can't see why not. 
Try looking the these for some info 


www.gduk.co.uk 
www.scottigames.org 


Hope that helps 


Bob 
298rcs@tay.ac.uk 


Tones wrote in message <371C70C7.6B8A79B8@yaroze2000.freeserve.co.uk>... 
>Hi all, 
> 

>Has anyone heard any news of a GDUK '99 competition yet? I sincerely 
>hope it will be running this year - as I might actually be able to enter 
>something! 

> 

>Any gossip welcome! 

> 

>Cheers! 

> 

>Tones 8) 

> 


—-MESSAGE FILE 5197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03919 


—-MESSAGE FILE 5198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003920 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK '99 

Date: Wed, 21 Apr 1999 00:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7fj1lrhS$gpb3@chuka.playstation.co.uk> 
References: <371C70C7.€6B8A79B8@yaroze2000.freeserve.co.uk> 
NNTP-Posting-Host: dialup137-83.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 


> Any gossip welcome! 
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Apparently, it will be running again this year. The Scottish Games Alliance 
definitely has some sort of plan - just check out the www.scottigames.org 


website 


(and while you're at it, post something in reply to my remarks on 


the bloody forums) ! 


Apparently, they will have clips from other people's games, unlike last year 


where we 


didn't have a clue about any entries other than the Yaroze ones 


(and still don't). 


And - if 


you want malicious gossip - apparently only Scottish people will be 


able to enter GDUK this year: a result of our new-found FREEEDOOOM! *ahem* 
(this from the guy with the not-very-Scottish accent) 


See you there! ;) 


Nick "David Reekie" F 


PS Quiet 


round these 'ere parts, innit? 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03920 


-—-MESSAGE FILE 5199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003921 


Path: chuka.playstation.co.uk!news 


Subject: 


From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.english 


Blood 2 Source Code and Tools! 


Date: Wed, 21 Apr 1999 07:46:22 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 108 

Message-ID: <371D662E.C7A32765@mundivia.es> 
NNTP-Posting-Host: infol19555204247.mundivia.es 


Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" FB7989F17C0C8213FDD4E717" 
X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


FB7989F17C0C8213FDD4E717 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi, 


Go to http://www.lithtech.com/mods/ ( Monolith Productions ) and download the sour 


ce code 


and tools of Blood 2. It could be interesting... 


Xavi. 


Blood 2 Modifications (Source Code & Tools!) 


w with 


n. How? 


Take a crack at making your own Blood 2 levels. Impress your cre 


your own weapon effects. Make an arena for your buddies to war i 


Get the Blood 2 Source Code & Blood 2 Tools! 
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Blood 2 Tools 


DEdit, the Lithtech world editor (also contains texture and 
sprite utilities). 
LITHREZ, a command-line program for packing and unpacking 
REZ (Resource) 
files. 
ModelEdit, the tool to tweak Lithtech .ABC models and anima 


tions. 

A 3DS -» ABC convertor that takes a series of .3DS files an 
d turns them into a 

mesh-deformed Lithtech .ABC file. 

A 3DSMAX exporter, to export .ABC files from in MAX. 

A 3DSMAX texture plug-in, to allow the use of Lithtech .DTX 
texture files as textures 

in 3DSMAX. 

A Photoshop plugin that allows you to load/save .DTX files. 


Blood 2 Source Code 


Client-side game source (HUD, player input, special effects 


չ. ՇԵՇ.)- 

Server-side game source (AI, world objects, etc.). 

Game headers shared between client and server (message type 
SL ՔԵԾՀ)- 

Lithtech engine API headers. 

GameSpy communication library binary. (Needed for listen se 
rver.) 


Source code to the stand-alone server. :) 


FB7989F17C0C8213FDD4E717 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 


<html> 

Hi, 

<p>Go to&nbsp; <a href="http://www.lithtech.com/mods/">http://www.lithtech.com/mods/ 
</a>&nbsp; 

( Monolith Productions ) and download the source code 

<br>and tools of Blood 2. It could be interesting... 

<p>Xavi. 

<p><font face="Arial,Helvetica"><font size=-2> </font></font><fon 


t face="Arial, Helvetica"><font size=-2></font></font> 

<p><font face="Arial,Helvetica"><font size=-2>Blood 2 Modifications (Source 

Code &amp; Tools!) </font></font><font face="Arial,Helvetica"><font size=—-2></font></ 
font> 
<p><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; én 
bsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; 

Take a crack at making your own Blood 2 levels. Impress your crew with</font></font> 
<br><font face="Arial,Helvetica"><font size=—2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 

your own weapon effects. Make an arena for your buddies to war in. How?</font></font 
><font face="Arial,Helvetica"><font size=-2></font></font> 

<p><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; én 
bsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 

Get the Blood 2 Source Code &amp; Blood 2 Tools!</font></font><font face="Arial, Helv 
etica"><font size=-2></font></font> 

<p><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; én 
bsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; 

Blood 2 Tools</font></font><font face="Arial,Helvetica"><font size=-2></font></font> 
<p><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; én 
bsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &n 
bsp; énbsp; énbsp; énbsp; 
DEdit, the Lithtech world editor (also contains texture and sprite utilities) .</font 
></font> 

<br><font face="Arial,Helvetica"><font size=—-2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

LITHREZ, a command-line program for packing and unpacking .REZ (Resource) </font></fo 
nt> 
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<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

files.</font></font> 

<br><font face="Arial,Helvetica"><font size=—2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

ModelEdit, the tool to tweak Lithtech .ABC models and animations.</font></font> 
<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

A 3DS -» ABC convertor that takes a series of .3DS files and turns them 

into a</font></font> 

<br><font face="Arial,Helvetica"><font size=—-2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

mesh-deformed Lithtech .ABC file.</font></font> 

<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

A 3DSMAX exporter, to export .ABC files from in MAX.</font></font> 

<br><font face="Arial,Helvetica"><font size=—2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

A 3DSMAX texture plug-in, to allow the use of Lithtech .DTX texture files 

as textures</font></font> 

<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

in 3DSMAX.</font></font> 

<br><font face="Arial,Helvetica"><font size=—-2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

A Photoshop plugin that allows you to load/save .DTX files.</font></font><font face= 
"Arial,Helvetica"><font size=—-2></font></font> 

<p><font face="Arial,Helvetica"><font size=—2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; én 
bsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 

Blood 2 Source Code</font></font><font face="Arial,Helvetica"><font size=-2></font>< 
/font> 

<p><font face="Arial,Helvetica"><font size=—2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; én 
bsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &n 
bsp; &énbsp; énbsp; énbsp; 

Client-side game source (HUD, player input, special effects, etc.) .</font></font> 
<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

Server-side game source (AI, world objects, etc.) .</font></font> 

<br><font face="Arial,Helvetica"><font size=—-2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

Game headers shared between client and server (message types, etc.) .</font></font> 
<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 
Lithtech engine API headers.</font></font> 

<br><font face="Arial,Helvetica"><font size=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

GameSpy communication library binary. (Needed for listen server.) </font></font> 
<br><font face="Arial,Helvetica"><font size=—-2>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; 

Source code to the stand-alone server. :)</font></font> 

<br><font face="Arial,Helvetica"><font size=-2></font></font>énbsp; 

<br><font face="Arial,Helvetica"></font>énbsp; </html> 


FB7989F17C0C8213FDD4E717-- 


—-MESSAGE FILE 5199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03921 


—-MESSAGE FILE 5200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003922 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Licensed Developer 

Date: Thu, 22 Apr 1999 13:01:31 +1200 

Organization: Sidhe Interactive 

Lines: 130 

Message-ID: <7flrdoS$k6rl@chuka.playstation.co.uk> 
References: <36F896FE.D1C01655@home.net> 
NNTP-Posting-Host: p35-max2.wlg.ihug.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


J. Pretorius <jpretori@home.net> wrote in message 

news: 36F896FE.D1C01655@home.net... 

> Does anybody know what the requirements are for becomming a licensed 
Playstation 

> developer? 


Hi James, 


I don't want you to think this is a definitive answer because we only had to 
apply once and each case is probably evaluated on its individual merits, but 
Sidhe Interactive basically had the following attributes on application that 
I believe were key to getting our license 


* A legally registered, debt free company 
* A talented development team 
* An extensive design document for a Playstation game concept 


Things that would probably help getting a license would include 


* Evidence of financial backing, cash flow projections, financial reports 
* An interactive demo of your first planned PSX game (Yaroze or PC) 


> Its obvious that Sony, Sega and Nintendo are quite restrictive as to 

> whom they license their development tools to. I was looking at the SCEA 
web site 
> and they don't even want to hear from potential developers unless you give 
them 

> detailed information about your company including management biographies. 


Any organisation looking to make an 'investment' in you will want this sort 
of information like banks, the government, or venture capitalists. If you 
can't supply them with that then you have to ask yourself if you can cut it 
in the game development world. You have to remember this is business. 


> I don't understand the logic behind restricting who can develop for a 
system. It 

> can't be for quality control reasons: there are dozens of titles published 
by 

> big name companies that are so poor they border on fraud. Besides, 
Sony/Nintendo 

> have the final say as to whether or not a title meets their quality 
standards 
> and may be released. 


Sony doesn't monitor the content of titles, only the technical side (like 
making sure games don't crash or screw up memory cards etc). In terms of 
the Playstation development gameplay and content are left to the discretion 
of the publisher. 


Nintendo is a different story. I have heard they are very involved in the 
development process (I don't know because I don't have first hand 
knowledge). 


I would assume Sony and other vendors are restrictive because they want to 


Net Yaroze newsgroups message dump.txt Page 3340 
sign developers who 


a. have teams large enough to produce expansive, high quality, market 
grabbing titles 
b. have enough financial clout to get titles to market 


> I've heard people say that becomming a succesful games 

> company requires millions in capital and therefore it's not viable to 
allow 

> small companies to develop. 


To some extent this is true. Small developers have an uphill battle because 
you (generally) rely on other peoples money to fund your projects. Having 
to compete against game development powerhouses like Square isn't easy 
either - they get to snap up a lot of quality personnel AND the consumers 
dollar. 


However, there is still a place for the small developer, especially 
developing niche or gameplay centric titles and developing for lower 
manpower requirement platforms such as the Gameboy. Sony (perhaps a lot 
more than other vendors) does recognise this which is why smaller companies 
such as ourselves still get a break now and again. Success can be had, as 
long as you are willing to put in several years of hard work. 


> Thankfully this is not yet true, but even 

> if it were, why would Sony or Nintendo care if a company failed while 
attempting 

> to create a game? 


As mentioned by some of the other posters, handing out a license is an 
investment. If a licensed developer went under it affects the reputation of 
Sony and the Playstation brand. And of course, it means support was wasted 
on the unsuccessful developer where it could have been applied elsewhere. 


That being said, Sony seems willing to take a risk now and again in terms of 
the developers they sign. I suspect this is another aspect of why the 
Playstation is the current market leader. 


> Are the video game manufacturers/developers purposely trying 

> to make it difficult for small companies to enter the market in an effort 
to 

> preserve their market share? 


It is not something they are doing on purpose - it is just good business. 
If you have a choice between giving a license to a large, established 
company or a small startup it makes business sense to back the larger 
company that will have the reputation and financial backing to bring 
products to market. 


> Hmmm, perhaps someone from Sony could provide some 
> insight, please.. 


I haven't seen anyone from Sony reply to this, but I would be interested in 
Sony's view on this as well. 


If you have the drive then I say go for it James. Make sure you spend some 
time planning (both in terms of company development and games) and then 
approach Sony. The worst they can say is no... 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 
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—-MESSAGE FILE 5200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03922 


-—-MESSAGE FILE 5201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003923 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Super Bub 

Date: Fri, 23 Apr 1999 15:13:13 +0200 

Organization: Debri Productions 

Lines: 35 

Message-ID: <ldqo6t5.llafa2n12g35zyN@al-—88-108.al.nl1> 
References: <37162D95.E2597D12@scee.sony.co.uk> 
NNTP-Posting-Host: 81-88-108.81.ու 

X-Newsreader: MacSOUP 2.3 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


> You utter, utter, b*******s,. How could you do this? Hour after hour, 
>night after night, twitching 


> (Letter to Official PlayStation Magazine, issue 45) 


Finally the NY project is putting of some pretty professional work. Most 
games are created like ShareWare (on the attic in spare time), but we 
see more and more realy professional games getting on our system. Like 
with the PSX, there is getting more and better games to the NY all the 
time and we will expect more and more from the NY-developers. 

We can't push the graphical limits of the system, so we have to do it 
with Gameplay (the most essential in games as far as I'm concerned). 


My first game played on NY was Psychon. A top-view shooter. Graphically 
great, but not a fresh new idea or something like that. After that I was 
hooked up to Gravitation for a wile. We played Hide and Seek in the 
multiplayer mode. I still hope there will come a 4 player splitscreen 
(split-joypad) version. On one of the last OPM cover-disks was Adventure 
Game from Robert Swan. That is worth a double look as well, very funny 
and playable. Now Superbub is doing the job. 

With all my respect to the big NY award-winner (forgot the name), that 
could not compete with the gameplay. That game was well coded but lacked 
gameplay IMHO. 


Cheers, 
DEnnis.. 


PS. It's always nice to have a comment on others if you didn't do 

anything yourself yet. 

—-MESSAGE FILE 5201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03923 


—-MESSAGE FILE 5202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003924 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: SFA3 among other things 

Date: Sat, 24 Apr 1999 12:41:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <3721ADF6.3D9A@bristol.ac.uk> 
NNTP-Posting-Host: n72.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 
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Hi there, 


It seems to me like the Yaroze scene's gone a bit dead at the moment 
(exams probably) but anyway I thought I'd drop a message in about a 
whole load of non-Yaroze related stuff. 


Has anyone seen Street Fighter Alpha 3 around in the shops? Apart from 
the PSM review, I've heard nothing about it in the press. Game-online 
reckon it was released on the 9th of April but there's nothing on the 
Virgin interactive site. 


Who's up for going to Edinburgh for the Summer? Money and accommodation 
permitting, I really want to go up there. Will we have to bring up our 
PC's and Yaroze's? It's a long drive from Hampshire! 


Lastly a bit of a plea. Has /anyone/ downloaded the fractal lanscape 
generator I'm doing for university. If so, can you _please_ drop me an 
e-mail with your opinions, good or bad, (bearing in mind I'll ignore the 
bad ones) 'cause I've got to do a 40-page write up by the end of next 
week and I'd like to include some user comments. Oh, I've just been 
informed by my studious collegues that the final version should be up 
within the week, so look out for it. 


Cheers, 


Tom 
-—-MESSAGE FILE 5202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03924 


-—-MESSAGE FILE 5203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003925 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SFA3 among other things 

Date: Sun, 25 Apr 1999 10:40:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7fup94S1lse3@chuka.playstation.co.uk> 
References: <3721ADF6.3D9A@bristol.ac.uk> 
NNTP-Posting-Host: dialup137-99.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> It seems to me like the Yaroze scene's gone a bit dead at the moment 
> (exams probably) but anyway I thought I'd drop a message in about a 
> whole load of non-Yaroze related stuff. 


Mmmm, yes it has been quiet. I know I'm concerned with my finals, hence the 
lack of my usual sparky presence on this group (you shitbags) ;) 


Has anyone seen Street Fighter Alpha 3 around in the shops? Apart from 
the PSM review, I've heard nothing about it in the press. Game-online 
reckon it was released on the 9th of April but there's nothing on the 
Virgin interactive site. 


V V V V 


Dunno. I was downtown yesterday, and I didn't notice it. I DID notice that 
Virgin was selling Ridge Racer Type 4 for 29.99, and that GAME were probably 
being silly showing the Ridge Racer Plus (enhanced original RR) disc running 
on their TV screens - people were being incredibly dull and saying "R4 looks 
just like the original" etc 


> Who's up for going to Edinburgh for the Summer? Money and accommodation 
> permitting, I really want to go up there. Will we have to Dbring up our 
> PC's and Yaroze's? It's a long drive from Hampshire! 


I'll be there! ;) I'd just like to reiterate to anyone else who's 
interested, but is worrying about the $$$ element - please let us know 
you're interested anyway, because the prospect of some sort of sponsorship 
isn't too unlikely and this could substantially reduce individual costs. 
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People will definitely need to bring up their Yarozes, and as for PCs - 
well, if you CAN bring it up, please do so. Remember that if you don't bring 
up a PC/Mac, we'll just have to rent one which makes things more expensive 
again... 


> Lastly a bit of a plea. Has /anyone/ downloaded the fractal lanscape 
> generator I'm doing for university. 


Yes, I had a look at it and I'm very impressed. It's the sort of work that 
depresses me, because you're obviously a much better coder than me! I'll 
load it up again tonight and let you have some comments via e-mail... 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


—-MESSAGE FILE 5203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03925 


-—-MESSAGE FILE 5204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003926 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SFA3 among other things 

Date: Mon, 26 Apr 1999 10:26:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <37243133.773C@bristol.ac.uk> 

References: <3721ADF6.3D9A@bristol.ac.uk> <7fup94Slse3@chuka.playstation.co.uk> 
NNTP-Posting-Host: m15.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Nick Ferguson wrote: 


> Mmmm, yes it has been quiet. I know I'm concerned with my finals, hence the 
> lack of my usual sparky presence on this group (you shitbags) ;) 


Finals, what a pain. I'm bricking myself over the end of year exams and 
I'm only in the second year. 


> Dunno. I was downtown yesterday, and I didn't notice it. I DID notice that 
> Virgin was selling Ridge Racer Type 4 for 29.99 


What branch was that? The Bristol branch was selling it for 39.99 when I 
was there this weekend, so I didn't buy it. They /did/ have the complete 
game running (with a memory card in the Playstation) so I played that 
for about an hour before being kicked off by the staff. 


> I'll be there! ;) 

As that famous fox says, 'Boom, Boom'. 

> as for PCs - 

I hope at least one person has a shitter PC than mine - the whole setup 
would be fairly reasonable except for the hideous Cyrix processor. It 


claims to be running at 200MHz, but my flatmate's 133 runs twice as 
fast. I don't suppose anyone wants to sell me an Intel P233? 


> Yes, I had a look at it and I'm very impressed. It's the sort of work that 
> depresses me, because you're obviously a much better coder than me! 
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I don't know about that, a friend on my course has written a real time 
voxel landscape engine. Unfortunatly, I couldn't copy the routine he 
used to do it as it creates a fish-eyed kind of effect and only allows 
for one degree of freedom. Ho hum, a painfully slow ray casting engine 
for me. 


> I'll load it up again tonight and let you have some comments via e-mail... 


Thanks a lot. Apparently the new version (still not finished) does all 
kinds of mutlithreading and stuff, and HAS A PROGRESS BAR, so you know 
if your PC has crashed or not. I've also written a cunning height 
smoothing routine so the landscapes don't look like their made of Lego 
when viewed close up. 


Cheers, 


Tom 
-—-MESSAGE FILE 5204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03926 


—-MESSAGE FILE 5205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003927 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Oops 

Date: 27 Apr 1999 19:15:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <0lbe90e1$fledfde0$SLocalHost@yaroze> 
NNTP-Posting-Host: 401.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Oops. Crashed my car on Sunday, very expenSive. 
Guess that Ք3'Տ outta the window for a few months. 


Gareth! 
-—-MESSAGE FILE 5205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03927 


—-MESSAGE FILE 5206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003928 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Oops 

Date: Tue, 27 Apr 1999 23:10:18 +0000 

Organization: Data Uncertain 

Lines: 15 

Message-ID: <372643DA.C94B6D@hinge.mistral.co.uk> 
References: <Olbe90e1Sfledfde0$LocalHost@yaroze> 
NNTP-Posting-Host: 195.184.231.36 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 
X-Accept—-Language: en 


Gareth wrote: 

> 

> Oops. Crashed my car on Sunday, very expenSive. 

> Guess that P3's outta the window for a few months. 


You have my sympathy. I traded my MX5 for a Hyundai 

Coupe last month, then the back window fell out of a 
Ford Transit 20 yards in front of me on sunday. 70mph 
through a sheet of glass, shagged the paintwork, stuffed 
the windscreen - and the van didn't stop, so I didn't get 
it's number. Bugger. 


> Gareth! 


Net Yaroze newsgroups message dump.txt Page 3345 


Craig. 
-—-MESSAGE FILE 5206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03928 


—-MESSAGE FILE 5207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003929 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Super Bub 

Date: Wed, 28 Apr 1999 00:16:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7g5gjv$7354@chuka.playstation.co.uk> 
References: <37162D95.E2597D12@scee.sony.co.uk> 
NNTP-Posting-Host: th-usr01-25.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Russell wrote in message <37162D95.E2597D12@scee.sony.co.uk>... 


>You utter, utter, b*******s, How could you do this? Hour after hour, night 
after night, twitching 

>frantically and staring transfixed at the TV screen until I drop from the 
settee at 3:30am face 

>first into a cold pizza, eyes bleeding and mumbling - in barely audible 
tones - "turn it off". It 

>has happened. I swear. 

> 

>What am I talking about? Super Bub of course, the Net Yaroze game on PSM 
disc no 43. The most 

>addictive game I have ever seen. 

> 

>Some might say "What a thoughtful and generous gesture by all those at PSM 
to put such a 

>well-thought-out and thoroughly playable game on a free demo disc." But I'm 
onto you lot, I know 

>what you're up to. Give 'em a sample for free and then jack up the price 
once everyone's hugely 

>addicted. 

> 

>So it will come as no surprise to me when PSM45 hits the shelves with Super 
Bub 2 on the disc and a 

>stonking cover price of £20. 

> — Geoff Wilcox 

> — Kirby Cane 

> — Suffolk 

>PS: Is the background some kind of government mind control device? If not, 
why not? There's money to 

>be made. 

> 

> 

>(Letter to Official PlayStation Magazine, issue 45) 

> 

> 


Just say NO! 
>) 


Herbs 


—-MESSAGE FILE 5207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03929 


—-MESSAGE FILE 5208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0003930 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Super Bub 

Date: Wed, 28 Apr 1999 00:30:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7g5hds$7355@chuka.playstation.co.uk> 
References: <37162D95.E2597D12@scee.sony.co.uk> <ldqo6t5.1llafa2n12g35zyN@al-88-108.a 
1.nl> 

NNTP-Posting-Host: th-usr01-25.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<ldqo6t5.1llafa2n12g35zyN@al-88-108.al.nl>... 


>James Russell <James_Russell@scee.sony.co.uk> wrote: 

> 

>> You utter, utter, b*******s. How could you do this? Hour after hour, 
>>night after night, twitching 

SD cakes 


>> (Letter to Official PlayStation Magazine, issue 45) 

> 

> 

>Finally the NY project is putting of some pretty professional work. Most 
>games are created like ShareWare (on the attic in spare time), but we 
>see more and more realy professional games getting on our system. Like 
>with the PSX, there is getting more and better games to the NY all the 
>time and we will expect more and more from the NY-developers. 

>We can't push the graphical limits of the system, so we have to do it 
>with Gameplay (the most essential in games as far as I'm concerned). 

> 

>My first game played on NY was Psychon. A top-view shooter. Graphically 
>great, but not a fresh new idea or something like that. After that I was 
>hooked up to Gravitation for a wile. We played Hide and Seek in the 
>multiplayer mode. I still hope there will come a 4 player splitscreen 
>(split-—joypad) version. On one of the last OPM cover-disks was Adventure 
>Game from Robert Swan. That is worth a double look as well, very funny 
>and playable. Now Superbub is doing the job. 

>With all my respect to the big NY award-winner (forgot the name), that 
>could not compete with the gameplay. That game was well coded but lacked 
>gameplay IMHO. 

> 

>Cheers, 

> 

>DEnnis.. 

> 

>PS. It's always nice to have a comment on others if you didn't do 
>anything yourself yet. 


Thanks DEnnis. The cheque's in the post. ;) 


Herbs 


-—-MESSAGE FILE 5208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03930 


—-MESSAGE FILE 5209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003931 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SFA3 among other things 
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Date: Wed, 28 Apr 1999 14:24:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <37270C13.DBC6F2B4@dma-—design. com> 
References: <3721ADF6.3D9A@bristol.ac.uk> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Tom wrote: 


It seems to me like the Yaroze scene's gone a bit dead at the moment 
(exams probably) but anyway I thought I'd drop a message in about a 
whole load of non-Yaroze related stuff. 


Has anyone seen Street Fighter Alpha 3 around in the shops? Apart from 
the PSM review, I've heard nothing about it in the press. Game-online 
reckon it was released on the 9th of April but there's nothing on the 
Virgin interactive site. 


VVVVVVVVV 


I don't believe it's out /yet/ - it should be out very soon. Virgin 
regularly delay Capcom fighters just before release. 


> Who's up for going to Edinburgh for the Summer? Money and accommodation 
> permitting, I really want to go up there. Will we have to bring up our 
> PC's and Yaroze's? It's a long drive from Hampshire! 


I wouldn't mind a big Yaroze meet in Edinburgh... Just depends on 
timing... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


3347 


—-MESSAGE FILE 5209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


03931 


-—-MESSAGE FILE 5210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0003933 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bleem! scam 

Date: Fri, 30 Apr 1999 01:08:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7gasg1$ft1l4@chuka.playstation.co.uk> 
References: <7g76t6Sft1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-103.atenolol.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


It's also been suggested that a late court move prevented the release .... I 
suppose we shall see in the coming weeks - funny though ( unless the person 
bought it :) 

Pete. 


Derek da Silva wrote in message <7g76t6Sft1l2@chuka.playstation.co.uk>... 
>Hmmm... looks as if those bleem guys might be a bunch of crooks. They've 
>been rather high profile though - how could they expect to get away with 
IEY 

> 

>www.emuhq.com 


>dasi@eidosnet.co.uk 
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> 
> 
> 


—-MESSAGE FILE 5210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03933 


-—-MESSAGE FILE 5211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003934 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Net Yaroze 2 ? Please. 

Date: Thu, 29 Apr 1999 20:44:56 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7gaug1$2mq3@scea> 

NNTP-Posting-Host: sud-tcsl-port98.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1311 scee.yaroze.freetalk.english 
23934 


As most of you are probably aware there are some rumors and some 
confirmations about Net Yaroze 2. 


The latest comes from http://www.gaming-intelligence.com/news/n990428f.html 
with news from Phil Harrision about the possibilities of a Net Yaroze 2 ata 
development press conference at Stanford University. 


I'm hoping that the support of current Net Yaroze members will influence 
Sony's decision to proceed with a follow up program. 


If you plan on continuing with the next Yaroze and would like Sony to know 
about it please add your name and comments to this thread. 


Steve Tolin SCEA Member 


—-MESSAGE FILE 5211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03934 


—-MESSAGE FILE 5212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003935 

Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 03:32:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7gb4poS$ft15@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: host5-99-60-227.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1312 scee.yaroze.freetalk.english 
23.935 


>>If you plan on continuing with the next Yaroze and would like Sony to know 
>>about it please add your name and comments to this thread. 


Yup, I'm definitely interested in yaroze 2. I would get one if Sony 
decide to release it. All that lovely new hardware, yummy! 
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Mac 
j-mac@lineone.net 


—-MESSAGE FILE 5212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03935 


—-MESSAGE FILE 5213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003936 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 09:28:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <372969BF.52A@bristol.ac.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: n73.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1313 scee.yaroze.freetalk.english 
23936 


Steve Tolin wrote: 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


Well I certainly wouldn't say no, the EE looks pretty cool and with all 
that processing power, I could write as badly coded routines as like ;-) 


Cheers, 
Tom 


I hope existing members would get a discount! 
—-MESSAGE FILE 5213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03936 


—-MESSAGE FILE 5214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003937 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 09:57:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7gbr2m$ftl6@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1314 scee.yaroze.freetalk.english 
. 39317 


"Harrison said that, given the machine's popularity, Sony was looking to 
eventually support non-gaming industries and academia with hardware and 
APIs" 


I think this has to De the most intresting Dit in the article. Great for us 
at Uni <g> 


Bob 
Robert Shand 
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Class Rep - First Year BSc Computer Games Technology 
University of Abertay-—Dundee 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03937 


-—-MESSAGE FILE 5215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003938 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sega in trouble... 
Date: Fri, 30 Apr 1999 09:55:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7gbrdm$ft17@chuka.playstation.co.uk> 
NNTP-Posting-Host: mail.ridgeway-sys.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


http: //www.wired.com/news/news/business/story/19379.html 


"TOKYO -- Sega Enterprises forecast a gaping annual loss and admitted that 
its dream of toppling rival Sony's PlayStation remained elusive. 


"On Wednesday, Sega said it had an estimated consolidated net loss of ¥45 
billion (US$378 million) in the year ended 31 March, due largely to 
write-offs from its overseas amusement facility operation and unsold 
inventories of its 32-bit Sega Saturn game consoles. 


korel 


"To help restore profitability, Sega said it would cut 25 percent of its 
work force, or about 1,000 workers, partly through voluntary retirements, by 
as early as March 2000. 


"Sega also plans to close 100 small game arcades in 1999 and cut executive 
jobs and salaries." 


--MESSAGE FILE 5215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03938 


--MESSAGE FILE 5216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003939 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 15:02:05 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3729A9CD.6A7433C8@mundivia.es> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: info1955520412.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1315 scee.yaroze.freetalk.english 
23.939 


Yaroze 2... umm... YES!, I want one! 


Net Yaroze newsgroups message dump.txt Page 3351 


And it would be great if Sony give us hardware docs to code 
low-level functions in assembler. But maybe ( with that 
"megafastersuperhardware" ) wouldn't be necessary, would be? 


Xavi. 


—-MESSAGE FILE 5216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03939 


—-MESSAGE FILE 5217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003940 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 14:06:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3729AADA.491DE75@reading.ac.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1316 scee.yaroze.freetalk.english 
:3940 


Javier Ventoso wrote: 

> 

> Yaroze 2... umm... YES!, I want one! 

> And it would be great if Sony give us hardware docs to code 
> low-level functions in assembler. But maybe ( with that 

> "megafastersuperhardware" ) wouldn't be necessary, would be? 


I'd definately want to get a Yaroze 2. Although a lot of good points 
have been made here regarding the fact that existing projects haven't 
exploited the existing Yaroze to its fullest, the Yaroze has been 
effective at enabling people who had not previously attempted anything 
like that to gain experience of console development. (I don't know if 
this is common, but whenever I program Yaroze stuff, I'm hardly ever 
thinking of actually attempting to write a game, but just "I wonder if I 
can do <suchandsuch-an-effect-or-whatever>"...) 

When the PSX2 supersedes the PSX, a similar way of gaining experience 
at PSX2 coding will be extremely valuable - PSX1 experience will be of 
limited applicability. 

One other - slightly OT - note. When the PocketStation comes out in 
this country, will Yarozers ever get the libraries for it? 

—-MESSAGE FILE 5217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03940 


-—-MESSAGE FILE 5218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003941 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 30 Apr 1999 14:00:56 +0000 

Organization: Data Uncertain 

Lines: 16 

Message-ID: <3729B798.1EFE9DE8@hinge.mistral.co.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> 

NNTP-Posting-Host: d3-s4-160-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1317 scee.yaroze.freetalk.english 
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Javier Ventoso wrote: 

Yaroze 2... umm... YES!, I want one! 

And it would be great if Sony give us hardware docs to code 


low-level functions in assembler. But maybe ( with that 
"megafastersuperhardware" ) wouldn't be necessary, would be? 


V V V V V V 


They didn't even do that for the pro's on the original PSX, 
they're even less likely to do it for PSX2 - esp. given the 
situation with emulators (and the existence of a PSX2 emulator 
already). 


> Xavi. 


Craig. 
—-MESSAGE FILE 5218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03941 


—-MESSAGE FILE 5219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003942 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 01 May 1999 10:46:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <372ACD59.2C43@dcs.gla.ac.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: carlisle.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1318 scee.yaroze.freetalk.english 
23942 


I would definately be getting a Yaroze 2 if they released one. Put my 
name down! 


David Johnston 
—-MESSAGE FILE 5219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03942 


-—-MESSAGE FILE 5220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003943 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 01 May 1999 12:23:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <372AE44C. 5E4F98D4@scee.sony.co.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> <3729B798.1EFEQDE8@hi 
nge.mistral.co.uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Craig Graham wrote: 

> 

> Javier Ventoso wrote: 
>> 


> > And it would be great if Sony give us hardware docs to code 
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> low-level functions in assembler. But maybe ( with that 
> "megafastersuperhardware" ) wouldn't be necessary, would be? 


> 
> 
> 
> They didn't even do that for the pro's on the original PSX, 
> they're even less likely to do it for PSX2. 


Ooohh, I dunno about that, Craig. ;0) 


> esp. given the situation with emulators (and the existence of a PSX2 emulator 
> already). 


Considering you need a 450Mhz PentiumII to emulate the PocketStation (!), I don't th 
ink any PS2 
emulator will be up to much for a loooong time. :OD 


James 
== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


The meek shall inherit the earth, if that's OK with you. 
—-MESSAGE FILE 5220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03943 


-—-MESSAGE FILE 5221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003944 

Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze 2 

Date: Sun, 2 May 1999 03:50:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7ggek9Spivl@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'd blatently be up for a Yaroze 2 
Aaron Gandaa 


blaisetech@yahoo.com 
+44 181 960 9880 


-—-MESSAGE FILE 5221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03944 


-—-MESSAGE FILE 5222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003945 

Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Develop '99 

Date: Sun, 2 May 1999 03:53:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7ggepeSpiv2@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I don't know about the actual conference [cash flow permitting] 
but I definetly want to check all the new products and dev tools. 
If anyone's interested we should hook up. 


Aaron 
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Are the ticket forms really photocopable??? 


--MESSAGE FILE 5222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03945 


—-MESSAGE FILE 5223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003946 

Path: chuka.playstation.co.uk!news 

From: "pete.black" <pete.black@eidosnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 11:32:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <372C29C6.4BA9941C@eidosnet.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: tnt-—3-200.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1319 scee.yaroze.freetalk.english 
23946 


Net Yaroze II 

Ummmm yes please! 

All that power! 

And if there are going to be limited numbers can existing members have 
preference? 


Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


—-MESSAGE FILE 5223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03946 


—-MESSAGE FILE 5224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003947 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 2 May 1999 13:16:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7ghfjuSpiv5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1320 scee.yaroze.freetalk.english 
23947 


I think it's fairly obvious we all want a Net Yaroze 2 


I certainly do, especially if we can hook it up to the PC/Mac using USB or 
FireWire. 


Nigel 


—-MESSAGE FILE 5224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03947 


—-MESSAGE FILE 5225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003948 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 15:15:12 GMT 

Organization: L4 Software 

Lines: 4 

Message-ID: <372c6bdc.2567305@205.149.189.29> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: firewall-ext.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1321 scee.yaroze.freetalk.english 
23948 


I may just be stating the obvious here, but I want one. 
Mario 


-—-MESSAGE FILE 5225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03948 


-—-MESSAGE FILE 5226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003949 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 2 May 1999 18:45:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7gi2o08She31@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: nelson.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1322 scee.yaroze.freetalk.english 
23949 


Me too, will there be a discount for existing owners? 


Warren Khan 
warren@nelson.demon.co.uk 
www.nelson.demon.co.uk 


—-MESSAGE FILE 5226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03949 
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—-MESSAGE FILE 5227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003950 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 2 May 1999 18:01:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0lbe94c5$da00b460S0a3ddec2@sonia> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1323 scee.yaroze.freetalk.english 
23950 


> If you plan on continuing with the next Yaroze and would like Sony to 
know 
> about it please add your name and comments to this thread. 


Yes please. 
-—-MESSAGE FILE 5227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03950 


—-MESSAGE FILE 5228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003951 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 13:54:50 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <372C916A.77AF8E5B@edatasys.net> 

References: <7gaugl$2mq3@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 292.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1324 scee.yaroze.freetalk.english 
23951 


Steve Tolin wrote: 
> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


Count me in. The net yaroze kit was the best investment I've ever made - 
It has given me the experience to be compeditive in this industry. If I 
ever end up making it big, I owe my sucess to the Net Yaroze program. 


Sony definately has a loyal follower here. 


"Darco 
—-MESSAGE FILE 5228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03951 


--MESSAGE FILE 5229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003952 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 02 May 1999 19:43:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <372C9CE5.DAC75DD3@hotmail.com> 

References: <7gaugl$2mq3@scea> 


Net Yaroze newsgroups message dump.txt Page 3357 


NNTP-Posting-Host: nat60.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1325 scee.yaroze.freetalk.english 
23952 


add me to thte list as well... 
Will 


—-MESSAGE FILE 5229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03952 


—-MESSAGE FILE 5230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003953 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Finally here, my site is up with some info on what I have been doing 

Date: Sun, 2 May 1999 15:10:46 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7gibh1She32@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AABOEO.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1326 scee.yaroze.freetalk.english 
23953 


It has taken me forever to put this site together, mostly because I haven't 
had the time to do it. Some pictures of my projects are comming soon, but 
don't let that discourage you, there is good info on what is happening 
around here! 


Click-> www.scea.sony.com/net/yaroze/pages/nmiller.html and find out what it 
is that I am SO busy on. 


Nathan Miller 
Linux is the best OS!!!! 


-—-MESSAGE FILE 5230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03953 


-—-MESSAGE FILE 5231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003954 

Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 01:08:13 +0100 

Organization: StreetWise Consulting Limited. 

Lines: 22 

Message-ID: <7gipemShe33@chuka.playstation.co.uk> 

References: <7gaugl1$2mq3@scea> 

Reply-To: "swiseltd@ aol.com" <"remove no spam"> 

NNTP-Posting-Host: 98AC7437.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1327 scee.yaroze.freetalk.english 
23954 


Count me in too! 


—Kenny Millar 
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Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-—intelligence.com/news/n990428f -html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


—-MESSAGE FILE 5231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03954 


—-MESSAGE FILE 5232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003955 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 2 May 1999 19:56:57 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7gis9fShe34@chuka.playstation.co.uk> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: 98A756DC.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1328 scee.yaroze.freetalk.english 
23955 


Like I need to say it... I want one too!! If it could come out less than a 
year after the PS2 comes out, it would be even better!!! :-) 


Nathan 


—-MESSAGE FILE 5232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03955 


—-MESSAGE FILE 5233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003956 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 11:50:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7gjv53She36@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: th-usr00-61.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1329 scee.yaroze.freetalk.english 
23956 


Oh go on then... You've twisted my arm. 7) 


—-MESSAGE FILE 5233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03956 
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-—-MESSAGE FILE 5234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003957 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 12:31:27 +0000 

Organization: Data Uncertain 

Lines: 60 

Message-ID: <372D971F.21469D06@hinge.mistral.co.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> <3729B798.1EFEQDE8@hi 
nge.mistral.co.uk> <372AE44C.5E4F98D4@scee.sony.co.uk> 

NNTP-Posting-Host: d3-s51-207-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 1586) 

X-Accept—-Language: en 


James Russell wrote: 


> = 

> Craig Graham wrote: 

>> 

> > Javier Ventoso wrote: 

>>> 

> > > And it would be great if Sony give us hardware docs to code 
> > > low-level functions in assembler. But maybe ( with that 

> > > "megafastersuperhardware" ) wouldn't be necessary, would be? 
>> 

> > They didn't even do that for the pro's on the original PSX, 

> > they're even less likely to do it for PSX2. 

>. 


> Ooohh, I dunno about that, Craig. ;0) 


Let's stick to the facts there - going straight to the hardware has 
always 

been an esy way to fail QA (if you get caught). Not to be confused with 
the simple low-level macro's. 


> > esp. given the situation with emulators (and the existence of a PSX2 = 
emulator 

> > already). 

> = 


> Considering you need a 450Mhz PentiumII to emulate the PocketStation (!= 
), I don't >think any PS2 


Then it's not setup properly. I was a beta tester for ARM on the ARM 
SDK development program, and the emulator that shipped with that would 
emulate the pocketstation CPU on anything from a K6-233 upwards. 

Maybe I should write you a proper Pocketstation emulator... 


> emulator will be up to much for a loooong time. :OD 


Cygnus is shipping one as part of the PSX2 devkit isn't it? 


(according to their WWW site anyways). I reckon that you'd need a 
kickass 

Sun or HP Apollo to run it on though...but....the PSX1 devkit's (esp. 
the PA) 


were so expensive that emulating and specifying a hugely expensive 
workstation 

to run it on is still a cheaper option (upwards of =A310K will buy a lot 
of 

workstation). Only a thought......... 


> James 


Jame's - you're an Oz bloke aren't you? Ever heard of a guy called 
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Cameron, 

used to work for Melbourne house down under, now heads up a team in 
Croydon 

doing Gameboy stuff? I'm only asking 'coz I was drinking in the pub with 
him 

the other night (he's dating our lass's mate). 


Craig. 
—-MESSAGE FILE 5234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03957 


—-MESSAGE FILE 5235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003958 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 12:55:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7gk2v9She37@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: th-gt142-140.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1330 scee.yaroze.freetalk.english 
23958 


> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 
> 


It seems a large majority of people (including me) are yearning for a NY2, 
but is it worth petitioning for one before, firstly, the actual PSX2 has 
been released, and more importantly, before Sony have decided otherwise.... 


Rikki 


-—-MESSAGE FILE 5235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03958 


—-MESSAGE FILE 5236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003959 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 15:21:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7gkb6kShe38@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gk2v9She37@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1331 scee.yaroze.freetalk.english 
23959 


>It seems a large majority of people (including me) are yearning for a NY2, 
>but is it worth petitioning for one before, firstly, the actual PSX2 has 
>been released, and more importantly, before Sony have decided otherwise.... 


Nothing ventured, nothing gained :-) 


Oh and BTW I'll take one 
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Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03959 


—-MESSAGE FILE 5237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003960 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 4 May 1999 02:23:44 +1200 

Organization: Sidhe Interactive 

Lines: 14 

Message-ID: <7gkbngShe39@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> <3729B798.1EFE9DE8@hi 
nge.mistral.co.uk> <372AE44C.5E4F98D4@scee.sony.co.uk> <372D971F.21469D06@hinge.mist 
ral.co.uk> 

NNTP-Posting-Host: pll-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news:372D971F.21469D06@hinge.mistral.co.uk... 

> 

>Jame's - you're an Oz bloke aren't you? 


Careful Craig! Them be fighting words to a New Zealander :) 


Cheers 


Mario 


-—-MESSAGE FILE 5237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03960 


—-MESSAGE FILE 5238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003961 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: DFSUSER <lamont.washington@db.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 14:02:29 -0400 

Organization: SCEA News Server 

Lines: 44 
Message-ID: <372DE4B5.B49B235C@db. com> 

References: <7gaugl$2mq3@scea> <7gk2v9She37@chuka.playstation.co.uk> <7gkb6kShe38@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: oakl.dfsc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1332 scee.yaroze.freetalk.english 
23961 


I agree. I think the best way to convince Sony to extend the NY program to the 
new hardware is to exploit the YAROZE even further. I bet half of the people on 
this pettition list don't even have a demo to show on the old yaroze including 
myself. 

Once I saw how great 3dfx was on the pc I decided to program for pc. 


But after letting my yaroze collect dust for a whole year I decided that it is 
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the perfect machine to create games for. you get to concentrate on creating 
gameplay and dont have to worry about creating videos and 3d engines. you just 
design your game logic and your i/o is there in respect to the input, your audio 
system and 3d system is there. you can do some amazing things. Right now I am 
remaking a classic sega game on this machine in 3D and the development process 
has been very exciting. I believe if sony sees that more and more people are 
actively creating content on the yaroze (not to be confused with just talking in 
the newsgroups) 
they would be more inclined to enable us to work with a NY2. I say exploit the 
yaroze now, and then get the new hardware and port your stuff. 
Some people just want the ny2 to learn the new architecture. Some people just 
want to create content on the latest dev platform. I hope everyone realizes that 
your basic game engine stays the same. If you dont have anything to show on the 
yaroze, what makes you think that you'll have something to show on the yaroze2? 
I fell into this trap on the pc swithing between voodool, voodoo2, voodoo3, DIRECTX 
OPENGL, GLIDE, and the bottom line is 

create your game engine, your environment your "world" from an game and logic 
sense and your graphics / audio / video can be built around that. Im willing to 
be if someone created a NY game with extensive game logic that was challanging 
and fun and had crappy graphics/sound that Sony or a 3rd part 
developer/publisher would sign that talent and allow that talent to work on the 
psx2 or whatever new platform emerges..... Sorry for the long post... 

I hope sony does not ask for the nyl back when/if we apply for NY2. 

I would still like to see what you guys think of my Yaroze Creations.... 


ROBERT C SHAND wrote: 


>It seems a large majority of people (including me) are yearning for a NY2, 
>but is it worth petitioning for one before, firstly, the actual PSX2 has 
>been released, and more importantly, before Sony have decided otherwise.... 


Nothing ventured, nothing gained :-) 
Oh and BIW I'll take one 


Bob 
298rcs@tay.ac.uk 


VVVVVVVVVV 


—-MESSAGE FILE 5238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03961 


-—-MESSAGE FILE 5239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003962 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 20:04:12 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 52 

Message-ID: <372DF32C.24403AA9@scee.sony.co.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> <3729B798.1EFEQDE8@hi 
nge.mistral.co.uk> <372AE44C.5E4F98D4@scee.sony.co.uk> <372D971F.21469D06@hinge.mist 
ral.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Craig Graham wrote: 

> 

> Let's stick to the facts there - going straight to the hardware has always 
> been an esy way to fail QA (if you get caught). Not to be confused with 

> the simple low-level macro's. 


Well, they're making the hardware a lot more open this time around. Like, it looks 1 
ike you can roll 

your own GTE, that sort of thing. Can't say anymore, cough cough, nudge nudge, etc. 
But yeah, with 

the PS1, low-level was a no-no. 
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> Considering you need a 450Mhz PentiumII to emulate the PocketStation (!), I don' 
>think any PS2 


Then it's not setup properly. I was a beta tester for ARM on the ARM 
SDK development program, and the emulator that shipped with that would 
emulate the pocketstation CPU on anything from a Ճ6-233 upwards. 


VVVV EV 


Well, emulating the processor is one thing, emulating the processor, the sound chip, 
the variable 

frequency screen, the infra-red, well that's another story. I think that's why it ne 
eded such a 

high-spec PC. As I recall, Datel didn't get the Gameboy-on-PSX emulator to do sound 
because it was 

just too darn hard. Sounds like "too-darn-processor-intensive" to me. 


> Cygnus is shipping one as part of the PSX2 devkit isn't it? 


AFAIK, it just emulates a certain aspect of the chip, not the whole chip itself. You 
'11 see why it's 

necessary if/when you get one. I'd better not say anymore, this isn't the appropriat 
e forum. :0) 


> Jame's - you're an Oz bloke aren't you? 


<RANT> YARGH! Insult number one: Never call a New Zealander an Australian, and never 
call an 

Australian a New Zealander. A certain Mr Colin Hughes of Sony does that regularly, a 

nd it is 

_extremely_ irritating. Same goes for mistaking Canadians and Americans, the Irish a 

nd English, and 

the Japanese and Chinese. Easy mistake to make, but it certainly pushes a few button 
s in some 

people. :O) Try calling George a Yank. :OD 


> Ever heard of a guy called Cameron, 
> used to work for Melbourne house down under, now heads up a team in Croydon 
> doing Gameboy stuff? 


YARGH! Insult number two: Why does everyone in England assume that all foreigners fr 
om a particular 

country know each other? The number of times I've heard "Oh, you're from New Zealand 
? Say, do you 


know <insert random first name here>? S/He lives there.". </RANT> The answer to your 
question Craig, 

is "No, I haven't had the pleasure". :0) 

Cheers, 

James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 

== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


A Buddhist asks for hot dog: "Make me one with everything." 
—-MESSAGE FILE 5239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03962 


—-MESSAGE FILE 5240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003963 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <defiantsoft@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Would this be cool? (NY2) 

Date: Mon, 3 May 1999 16:39:46 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <7glinnSrf j1@scea> 

NNTP-Posting-Host: oakl.dfsc.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


If sony allowed us members to gain a chance to get a ny2 before any other 
non member is allowed to apply 


—-MESSAGE FILE 5240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03963 


-—-MESSAGE FILE 5241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003964 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <defiantsoft@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ny2 comp? 

Date: Mon, 3 May 1999 16:41:38 -0400 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <7glinnSrfj2@scea> 

NNTP-Posting-Host: oak1l.dfsc.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


It would be cool if sony forced existing members to create a full demo of 
whatever they wanted before allowing them access to ny2? 

this would be cool if they allowed members who have completed some sort of 
demo prior to gaining ny2 but if they do this sucessfully, they can get a 
ny2 before any non member can apply..... 


—-MESSAGE FILE 5241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03964 


—-MESSAGE FILE 5242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003965 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <defiantsoft@yahoo.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 16:47:08 -0400 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <7g1220Srfj3@scea> 

References: <7gaugl$2mq3@scea> <372c6bdc.2567305@205.149.189.29> 

NNTP-Posting-Host: oakl.dfsc.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1333 scee.yaroze.freetalk.english 
23965 


I would like one as well. I hope that the transfer of data and code is no 
longer serial, lets start using those usb ports... 


—-MESSAGE FILE 5242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03965 


—-MESSAGE FILE 5243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003966 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 03 May 1999 15:06:03 -0700 

Organization: SCEA News Server 
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Lines: 3 

Message-ID: <372E1DCB.5COFFO75@vmlabs.com> 
References: <7gaugl$2mq3@scea> 
NNTP-Posting-Host: vmlabs73.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1334 scee.yaroze.freetalk.english 
23966 


Naturally, count me in! 


Scott 
—-MESSAGE FILE 5243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03966 


-—-MESSAGE FILE 5244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003967 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 3 May 1999 19:55:27 -0400 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <7gld3eSrf j4@scea> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> 

NNTP-Posting-Host: sud-tcsl-port8.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1335 scee.yaroze.freetalk.english 
23967 


The support for this is better that what I thought it would be I figured 
most were not paying any attention to this newsgroups anymore... 


Hopefully we can get almost everybody to place their name here. Keep them 
coming. 


Hopefully Sony is watching... 


Steve Tolin SCEA Member 
BitSlap Software 


—-MESSAGE FILE 5244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03967 


—-MESSAGE FILE 5245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003968 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 4 May 1999 04:48:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <slrn7isv0e.hh.tjs@longford.cs.monash.edu.au> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> <7gld3eSrfj4@scea> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1336 scee.yaroze.freetalk.english 
23968 


On Mon, 3 May 1999 19:55:27 -0400, Steve Tolin wrote: 
>Hopefully we can get almost everybody to place their name here. Keep them 
>coming. 
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I guess I shouldn't lurk any more on this one. I'd be more than a little 
interested to experience what an NY2 could do first hand. 


Toby. 
—-MESSAGE FILE 5245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03968 


—-MESSAGE FILE 5246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003969 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 04 May 1999 13:16:43 +0000 

Organization: Data Uncertain 

Lines: 40 

Message-ID: <372EF33B.39123290@hinge.mistral.co.uk> 

References: <7gauglS2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> <3729B798.1EFE9DE8@hi 
nge.mistral.co.uk> <372AE44C.5E4F98D4@scee.sony.co.uk> <372D971F.21469D06@hinge.mist 
ral.co.uk> <372DF32C.24403AA9@scee.sony.co.uk> 

NNTP-Posting-Host: 195.184.231.58 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 


James Russell wrote: 

> Well, emulating the processor is one thing, emulating the processor, the sound chi 
p, >the variable 

> frequency screen, the infra-red, well that's another story. I think that's why it 

>needed such a 

> high-spec PC. As I recall, Datel didn't get the Gameboy-on-PSX emulator to do soun 
d >because it was 

> just too darn hard. Sounds like "too-darn-processor-intensive" to me. 


I've got a Gameboy emulator for PSX that does sound. 


> > Cygnus is shipping one as part of the PSX2 devkit isn't it? 

> 

> AFAIK, it just emulates a certain aspect of the chip, not the whole chip itself. Y 
ou'll see why it's 

> necessary if/when you get one. I'd better not say anymore, this isn't the appropri 
ate >forum. :0) 


More likely if - I don't really do Playstation stuff anymore. 


> <RANT> YARGH! Insult number one: Never call a New Zealander an Australian, and nev 

er >call an 

> Australian a New Zealander. A certain Mr Colin Hughes of Sony does that regularly, 
>and it is 

> _extremely_ irritating. Same goes for mistaking Canadians and Americans, the Irish 
>and English, and 

> the Japanese and Chinese. Easy mistake to make, but it certainly pushes a few butt 

ons >in some 

> people. :0) Try calling George a Yank. :OD 


Among other things ;) 


> Ever heard of a guy called Cameron, 
> used to work for Melbourne house down under, now heads up a team in Croydon 
> doing Gameboy stuff? 


VVVVV 


YARGH! Insult number two: Why does everyone in England assume that all foreigners 
from a particular 

> country know each other? The number of times I've heard "Oh, you're from New Zeala 
nd? >Say, do you 

> know <insert random first name here>? S/He lives there.". </RANT> The answer to yo 
ur >question Craig, 

> is "No, I haven't had the pleasure". :0) 
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No worries - nothing to drop ye'r XXXX over cobba ;) 


> Cheers, 
> 


> James 


Laters, 

Craig. 

—-MESSAGE FILE 5246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03969 


—-MESSAGE FILE 5247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003970 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bleem! scam 

Date: Tue, 4 May 1999 09:13:08 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <7gn63iSrfj6@scea> 

References: <7g76t6S$ftl2@chuka.playstation.co.uk> <7gasg1$ftl4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: tide72.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


It's no scam, I got my Key CD yesterday. 
-Steve 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 

news: 7gasgl$ftl4@chuka.playstation.co.uk... 

> It's also been suggested that a late court move prevented the release 
1 

> suppose we shall see in the coming weeks - funny though ( unless the 
person 

> bought it :) 


Pete. 


Derek da Silva wrote in message <7g76t6Sft1l2@chuka.playstation.co.uk>... 
>Hmmm... looks as if those bleem guys might be a bunch of crooks. They've 
>been rather high profile though - how could they expect to get away with 
at? 

> 

>www.emuhq.com 

> 

>Derek 

----- 

>dasi@eidosnet.co.uk 

> 

> 

> 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 5247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03970 


—-MESSAGE FILE 5248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003971 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 04 May 1999 18:37:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 6 

Message-ID: <372F3061.71671BC7@yaroze2000.freeserve.co.uk> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1337 scee.yaroze.freetalk.english 
23971 


NY2? 
Most Definately - yum yum! 
Tones 8) 


—-MESSAGE FILE 5248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03971 


—-MESSAGE FILE 5249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003972 

Path: chuka.playstation.co.uk!news 

From: Alex Blamey <alex@blamey.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 04 May 1999 21:03:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <372F60AE.35827CF1@blamey.freeserve.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: blamey.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1338 scee.yaroze.freetalk.english 
23972 


> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


YES YES YES YES 


I've started saving already s 
--MESSAGE FILE 5249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03972 


—-MESSAGE FILE 5250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003973 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <garcia_au@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: PSY (Playstation II) 

Date: Wed, 05 May 1999 15:14:00 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <372FD398.5E4129DA@hotmail.com> 
NNTP-Posting-Host: 203.108.136.29 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


What some info got to this place- 
http://www.wire.net.au/~harleqin/psx2news.htm 


Lots of reading to do. 


—-MESSAGE FILE 5250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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03973 


—-MESSAGE FILE 5251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003974 

Path: chuka.playstation.co.uk!news 

From: "Daniel Abels" <dra@no_spum_alphalink.com.au> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 5 May 1999 20:25:31 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7gp65bSikol@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <372C29C6.4BA9941C@eidosnet.co.uk> 

NNTP-Posting-Host: guard.invetech.com.au 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1339 scee.yaroze.freetalk.english 
23974 


Who wouldn't be interested? :-) 


Now, lets see if the machine will actually live up to the hype... 


Daniel Abels 


—-MESSAGE FILE 5251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03974 


-—-MESSAGE FILE 5252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003975 

Path: chuka.playstation.co.uk!news 

From: "Mark Theyer" <theyergfx@ozemail.com.au> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 5 May 1999 23:15:39 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7gpftiSiko2@chuka.playstation.co.uk> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: slgol52p57.ozemail.com.au 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1340 scee.yaroze.freetalk.english 
23975 


NY2 would be great but I do not assume that the NY program 
has met the goals Sony wanted to achieve. 


Mark 
theyergfx@ozemail.com.au 


—-MESSAGE FILE 5252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03975 


-—-MESSAGE FILE 5253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003976 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 05 May 1999 14:04:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <37304b8c.2367490@www.netyaroze-europe. com> 
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References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p25slla0l1l.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1341 scee.yaroze.freetalk.english 
23976 


Lets play devil's advocate... 


we all want NY2, but would we benefit from it? I reckon not. First of 
all, there isn't one Yaroze demo Ive seen that would benefit from the 
"rumoured' 50005 increase in speed. What it would allow would be for 
us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 


fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. I personally am not really sure that 


100s more trees shows any advance in what we would be trying to 
acheive. The power of the NY2 would allow advancement in graphics and 
the game engine, but so far I cant really think of anyone who has 
followed the writing a complex game engine thread. That isn't a 
putdown at all; the resources available to us are miniscule compared 
to full dev houses, and the gap is only widening. 


Will be interesting to see what the Unis make of it; I want to see the 
first results from Abertay Uni which covers the Yaroze more 
extensively than the coutrse I did, and I have a sneaking suspicion 
how they will turn out. I cant see how it is reasonable to teach the 
NY2 even during a 3 year course as there is so much to know. At Sony, 
not everyone knows everything about PS; people specialise quite 
heavily. The idea of trying to know and do evreything for the NY2 
would be rather jolly scary. Not that this means they shouldnt try in 
the Unis, just that I wouldnt expect them to be as productive as you 
might think. 


The best chance of getting the NY2 would be to do what somebody 
previously mentioned; really stretch the NY to show that we could cope 
with the extra performance in rgw areas such as dynamics , collision 
detection, AI behaviour etc etc. 


I was thinking about doing a PDA game for the Yaroze. I havent checked 
up on it at work but the answer would probably be a big slap in the 
face. Cant gaurantee it (considering it will be extremely to 
dissassemble whats on the PDAs anyway) but I dont think so somehow. 
Might ask if can be arsed. I have to admit one thing recently made me 
laugh; the quote from a guy at Codemasters saying that he didnt think 
the PS2 would accept PDAs (oh, pocketstations if youre wondering). 
Made me laugh a treat that one!) They are pretty sweet. Just nothing 
worthwhile playing really, considering its all in Japanese. Wow, must 
get a picture of Crash in the bath, wahey. (cough) 


Most of the games Ive seen so far are pretty limited and trivial, but 

Im sure you could do a half decent Zelda-like game on it. And because 

the levels take so small memory (and you could even download new 

levels from the PS) it could be huge. Or perhaps thats what Square are 

doing for FF8. ah well. 

—-MESSAGE FILE 5253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03976 


—-MESSAGE FILE 5254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003977 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK '99 

Date: Wed, 05 May 1999 14:07:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3730501f.3538629@www.netyaroze-europe. com> 

References: <371C70C7.6B8A79B8@yaroze2000.freeserve.co.uk> <7fj1lrhS$gpb3@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: p25slla0l1l.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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I wonder if they are a bit annoyed so far; GDUK was supposed to 
"showcase' the Scottish development scene, and of the people Ive 
spoken to only two of us have got jobs directly from the competition 
were both from the Yaroze section and both got employed by the 
distinctly non-Scottish Sony :) 


makes me laugh. Mind you, doesn't take much 


Rob 
—-MESSAGE FILE 5254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03977 


—-MESSAGE FILE 5255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003978 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 05 May 1999 17:56:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <37307845.F9B56B43@reading.ac.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1342 scee.yaroze.freetalk.english 
23978 


Barry & Robert Swan wrote: 


Lets play devil's advocate... 

we all want NY2, but would we benefit from it? I reckon not. First of 
all, there isn't one Yaroze demo Ive seen that would benefit from the 
"rumoured' 50005 increase in speed. What it would allow would be for 
us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 
fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. 


VVVVVVVV VV 


I don't see why the Yaroze 2 doesn't meet this. What is the real 
point is that once the Playstation 2 is established, the existing Yaroze 
will no longer serve one of the most useful functions it has now - 
providing a way of gaining current console development experience 
without having to get a job in the industry (which normally requires 
current console development experience to get, loop loop loop). 

(Although I do note that when the Yaroze came out, employers stopped 
looking for "current console experience" and started looking for 
"previously published titles", the *new* thing that you couldn't get 
without having the job you needed to get it for. Geez, why not just put 
"on the old-boy network" on the ad?) 


> I personally am not really sure that 

> 100s more trees shows any advance in what we would be trying to 

> acheive. The power of the NY2 would allow advancement in graphics and 
> the game engine, but so far I cant really think of anyone who has 
> 
> 
> 


followed the writing a complex game engine thread. That isn't a 
putdown at all; the resources available to us are miniscule compared 
to full dev houses, and the gap is only widening. 


And no NY2 will widen it even further. 


The best chance of getting the NY2 would be to do what somebody 
previously mentioned; really stretch the NY to show that we could cope 
with the extra performance in rgw areas such as dynamics , collision 
detection, AI behaviour etc etc. 


V V V V 
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"Stretching the NY" is going to be a fairly difficult task for 
anyone. Even you mentioned that there's no evidence that the PSX has 
been fully stretched yet. The other point about the non-graphics thing 
is.. well... 

Err... 

Ok, I'm going to have to duck here and say something that I hope 
people won't take offense to. I haven't followed that many of the Net 
Yaroze competitions. But most of the ones I have have not been won by 
innovative game designs, but by new versions of old-established 
designs. I don't recall seeing any really new designs on the Yaroze 
demo disk. What I do see winning a lot of the competitions are.. uhh.. 
games with good graphics. 


I was thinking about doing a PDA game for the Yaroze. I havent checked 
up on it at work but the answer would probably be a big slap in the 
face. Cant gaurantee it (considering it will be extremely to 
dissassemble whats on the PDAs anyway) but I dont think so somehow. 


V V V V 


I think if you disassemble stuff Sony send the guy in the suit 
around. It would be nice to get at the PDA libraries, but I'm not sure 
it'll happen - a friend told me that it's a whole seperate devkit for 
professionals. 
—-MESSAGE FILE 5255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03978 


—-MESSAGE FILE 5256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003979 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 5 May 1999 20:59:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0lbe973a$65f4ec40$SLocalHost@default> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: p3Fs13a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1343 scee.yaroze.freetalk.english 
23979 


I'd be mad not to want an NY 2. The only problem with the current NY is 
that it was released so long after the playstation.... it would be great if 
the NY2 was realeased not long after the playstation2 is. 


Jon Prestidge 
—-MESSAGE FILE 5256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03979 


-—-MESSAGE FILE 5257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003980 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 6 May 1999 00:43:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <7gqkr0Siko4@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup137-51.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1344 scee.yaroze.freetalk.english 
23980 


Hey 811, :) 
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I'm with Rob on this one. It strikes me as pretty rich that so many people 
clamouring for a NY2 on this group haven't really turned out a substantial 
demo on their current Yaroze. If you're struggling (either due to your 

technical ability, or the amount of time you have to spend on it) with the 
current machine, what makes you think having a PlayStation 2 to fool about 


with will make things any easier? If anything, it will only be more 
difficult! 
As a brief aside (i.e. rant) - although new technology drives the industry 


forward, there are really only a handful of developers who push for advances 
in game design, rather than just make old games with prettier visuals. 
Unfortunately, there seems to be plenty of evidence that the same disease of 
"pure techno-lust without intelligent application" exists on this newsgroup. 
Maybe that's just a result of the sort of people drawn to Yaroze..? 


This oft-cited argument along the lines of "the PS will soon no longer be a 
viable platform for developers so we need NY2 to stay up to speed" is the 
only decent reason I've heard for getting a NY2, but I'm not entirely 
convinced it will make any real difference in the quality of the demos we 
see. And by "quality" I don't mean knocking off a clone of some game with 
nicer graphics (or 100 trees), but coming up with something new and 
different that you would never see in the commercial scene anymore. Rob's 
"Adventure Game" (with its knowing piss-take օք the action-RPG genre and the 
Yaroze in-jokes) was the sort of thing I expected to see more of when I 
first got the machine. Snowball Fight has always struck me as a good, fun 
two-player game - a bit of an undiscovered NES classic (1 had 100's of NES 
games and it's a shitload better than most of them - and I'm not just saying 
all this coz James R's my mate). All SBF needs is a few more maps (I fear 
the much-needed multitap support will never happen) and it would be an OPSM 
cert. I single these games out not because they are the best-looking or the 
most ambitious or indeed anything other than the fact that they had a strong 
impression on me. I wish we saw more games these days and less demos, but I 
know that's just my preference. I also know I can't talk either - my 
priorities this year WRT games and Yaroze have, by necessity, not always 
been what I'd have liked them to have been. Still, I believe I have a valid 
point which deserves to be made :) 


With Phil Harrison's recent statements, I think NY2 is likely to happen in 
the next 2 years. I hope that we see a lot more from the European and US 
scenes; the quality of the demos is certainly beginning to give the Japanese 
stuff (which looked to be waaay ahead of us 12-18 months ago) a run for its 
money. My own wish is for people - once they get to grips with the basics of 
writing a game - to use the machine's abilities to come up with something 
new and original, rather than a souped-up clone of an old game (or inferior 
version of a current one). Surely having a demo which is brave and unusual 
and clever is only a good thing? I really, really hope the Edinburgh team 
happen to turn out a storming original game this summer... make us proud, 
guys! 


I'd like a Net Yaroze 2, sure - but mainly so I could have a multi-system 
PlayStation 2 and thus not have to worry about the whole chipping 
malarkey... a prime benefit of the original NY! :) If anything, the most 
important thing the Yaroze teaches you is how much bloody work it takes to 
write a good game these days... 


Nick F 


we all want NY2, but would we benefit from it? I reckon not. First of 
all, there isn't one Yaroze demo Ive seen that would benefit from the 
"rumoured' 50005 increase in speed. What it would allow would be for 
us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 
fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. I personally am not really sure that 
100s more trees shows any advance in what we would be trying to 
acheive. The power of the NY2 would allow advancement in graphics and 
the game engine, but so far I cant really think of anyone who has 
followed the writing a complex game engine thread. That isn't a 
putdown at all; the resources available to us are miniscule compared 
to full dev houses, and the gap is only widening. 


VVVVVVVVVVVV VV 
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—-MESSAGE FILE 5257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03980 


—-MESSAGE FILE 5258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003981 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:09:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <slrn7j2glt.n2g.tjs@longford.cs.monash.edu.au> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1345 scee.yaroze.freetalk.english 
23981 


On Thu, 6 May 1999 00:43:48 +0100, Nick Ferguson <nickf@saqnet.co.uk> wrote: 
>Hey all, :) 

> 

>I'm with Rob on this one. It strikes me as pretty rich that so many people 
>clamouring for a NY2 on this group haven't really turned out a substantial 
>demo on their current Yaroze. If you're struggling (either due to your 
>technical ability, or the amount of time you have to spend on it) with the 
>current machine, what makes you think having a PlayStation 2 to fool about 
>with will make things any easier? If anything, it will only be more 
>difficult! 


<snip> 
I think I'll have to (mostly) disagree with this on a number of points. 


Regarding ease of use, the whole point of a faster machine is that you can 
afford more levels of abstraction, thus making it easier, rather than harder, 
to program for. 


Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
worthwhile to note that pushing a machine to its limits requires a lot of hard 
work and time, and as such tends to be a demotivating factor. The 3 main things 
that the PS2 offers over the PSX, that I think everyone would consider a 
benefit are the FPU, increased CPU speed and increased memory (and the 
possibility of better memory management). 


While there is an element of technofetishism involved in wanting to program on 
newer and better hardware, I believe that it's a justified desire. If it 
wasn't, I'd still be happily programming for the Amiga. 


I also think productivity will also benefit from the fact that the PS2 is much 
more like a personal computer (in terms of connectivity, if nothing else), and 
hence will likely be a lot less painful to develop for. 


Regardless of any of this, I don't really understand why there's a need to 
"prove' that we're worthy of an NY2 program. I can't see any way in which the 
original NY program has hurt Sony (In fact, I think that even if the results 
have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
didn't have to prove anything when we signed up for the first NY program, so 
that obviously wasn't a criterion for Sony to start with. I'll be a little 
upset if it has become one now. 


Toby. 
—-MESSAGE FILE 5258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 5259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003982 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:11:06 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <7grfaaSiko5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (286 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1346 scee.yaroze.freetalk.english 
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You got that right Robert! 


George@SCEE 


In article <37304b8c.2367490@www.netyaroze-europe.com>, yaroze@theburrow.co.uk 


>I was thinking about doing a PDA game for the Yaroze. I havent checked 
>up on it at work but the answer would probably be a big slap in the 
>face. Cant gaurantee it (considering it will be extremely to 
>dissassemble whats օո the PDAs anyway) but I dont think so somehow. 
>Might ask if can be arsed. 


—-MESSAGE FILE 5259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03982 


—-MESSAGE FILE 5260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003983 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:18:45 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <7grfolSiko6@chuka.playstation.co.uk> 

References: <7gauglS$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <37307845.F9B56B43@reading.ac.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1347 scee.yaroze.freetalk.english 
23983 


In article <37307845.F9B56B43@reading.ac.uk>, Mark.Green@reading.ac.uk says... 


> I think if you disassemble stuff Sony send the guy in the suit 
>around. It would be nice to get at the PDA libraries, but I'm not sure 
>it'll happen - a friend told me that it's a whole seperate devkit for 
>professionals. 


Your friend is correct. 


George@SCEE 


—-MESSAGE FILE 5260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03983 


—-MESSAGE FILE 5261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003984 
Path: chuka.playstation.co.uk!news 
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From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 07:30:01 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <7grgdpSiko7@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1348 scee.yaroze.freetalk.english 
23984 


In article <slrn7j2glt.n2g.tjs@longford.cs.monash.edu.au>, tjs@cs.monash.edu.au 
says... 


>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>work and time, and as such tends to be a demotivating factor. The 3 main 
things 

>that the PS2 offers over the PSX, that I think everyone would consider a 
>benefit are the FPU, increased CPU speed and increased memory (and the 
>possibility of better memory management). 


My personal opinion is that these 3 factors in no way have anything to do 
with the NY libs. The main thing is the NY libs! Show me a NY game that 
would benefit from a FPU, increased CPU? Better yet, name 10 NY games 
that take up 2 megs!! You don't need any of this 3 things to do a great 
game.... 


The point being is that the NY libs are good enough to do some great 3D 
games. The problem is, there are only a handfull of NY games that are 3D. 
The NY has been released for 2 years in Europe and I think it's time 
members really pushed the NY libs to their fullest. 


George 


—-MESSAGE FILE 5261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03984 


-—-MESSAGE FILE 5262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003985 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 09:11:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <37314E9A.4613@ecs.ox.ac.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 

Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1349 scee.yaroze.freetalk.english 
23985 


How many Yaroze owners had seriously played around with 3D graphics (or 
other game stuff even) before the Yaroze came along ? many will have, 
but many not, even though they probably had PCs or Macs which were 
perfectly capable of doing them, they weren't pushing their current 
systems so how could they be expected to push a new system. 


Net Yaroze newsgroups message dump.txt Page 3377 


Realistically Yaroze owners were never going to really 'push' the limits 

of the system, partially due to time, but I would also say that the lack 

of incentive has held people back from pushing the system. 

The only real commercial gain people gan get from their 'investment' is 

a job in the industry, but once this is gained then they are a lot less 

likely to push the Yaroze libs since they may well have access to the 

full libs. I suppose the other way would be to come up with a good 

enough demo to encourage a full developer to take the game further - at 

—-MESSAGE FILE 5262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03985 


-—-MESSAGE FILE 5263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003986 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 10:50:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <373165F4.CO0O4F8970@reading.ac.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1350 scee.yaroze.freetalk.english 
23986 


Nick Ferguson wrote: 
Hey all, :) 


I'm with Rob on this one. It strikes me as pretty rich that so many people 
clamouring for a NY2 on this group haven't really turned out a substantial 
demo on their current Yaroze. If you're struggling (either due to your 
technical ability, or the amount of time you have to spend on it) with the 
current machine, what makes you think having a PlayStation 2 to fool about 
with will make things any easier? If anything, it will only be more 
difficult! 


VVVVVVV VV 


What I would hope for is that a Yaroze 2 would be a bit friendlier to 
start with :) 

When I first joined the Yaroze program, I was writing little games on 
DOS PC in C or Pascal with a few assembler subroutines and a sprite 
compiler I hacked together. It was quite hard work, but was enjoyable, 
and I was trying a few strange designs (mostly adjusted puzzle games). 

I hoped that the Yaroze would provide a platform where design ideas and 
original implementation techniques could be tried out relatively easily, 
with the libraries providing many of the basic functions games 

required. I was not disappointed - until I actually tried to use it. 

The real disheartening side was seeing that the most Yaroze demos 
being produced *AT THAT TIME* were not there to show new game ideas or 
effects or similar. The challenge wasn't to make new ideas - the 
challenge was to claw through the documentation and example code and try 
and figure out how to do ANYTHING. Now, of course, developing on *any* 
platform requires going through a learning phase, but the Yaroze 
documentation made the learning phase incredibly long and convoluted, 
often without much in the way of return, and meant that developing 
anything took several times the amount of time it would have taken 
elsewhere. I *far* prefer the Yaroze libraries to the DirectX ones, and 
yet the DirectX ones I was able to get things to start working 
relatively quickly, whereas the Yaroze ones took a lot of work before I 
could even get a sprite showing. 


As a brief aside (i.e. rant) - although new technology drives the industry 
forward, there are really only a handful of developers who push for advances 
in game design, rather than just make old games with prettier visuals. 
Unfortunately, there seems to be plenty of evidence that the same disease of 


V V V V 
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> "pure techno-lust without intelligent application" exists on this newsgroup. 
> Maybe that's just a result of the sort of people drawn to Yaroze..? 


I think a lot of people do have techno-lust. A lot of people also 
want jobs in the game industry, and if what they are doing is making old 
games with prettier visuals, then unfortunately that's what we must do 
if we want jobs with them. 


> see. And by "quality" I don't mean knocking off a clone of some game with 
> nicer graphics (or 100 trees), but coming up with something new and 
> different that you would never see in the commercial scene anymore. 


Well agreed. 
—-MESSAGE FILE 5263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 5264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003987 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDUK '99 

Date: Thu, 06 May 1999 15:04:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3731A16A.E96F81F8@dma-—design.com> 

References: <371C70C7.6B8A79B8@yaroze2000.freeserve.co.uk> <7fjlrh$gpb3@chuka.playst 
ation.co.uk> <3730501f.3538629@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Barry & Robert Swan wrote: 


I wonder if they are a bit annoyed so far; GDUK was supposed to 
"showcase' the Scottish development scene, and of the people Ive 
spoken to only two of us have got jobs directly from the competition 
were both from the Yaroze section and both got employed by the 
distinctly non-Scottish Sony :) 


VV NV V V V 


They shouldn't have made it GD/UK/ then.... 


Brian @ pMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 5265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003988 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 14:14:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <37319df7.900459@www.netyaroze-europe. com> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> 

NNTP-Posting-Host: p66s13a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1351 scee.yaroze.freetalk.english 
23988 
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On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 
wrote: 


>Regarding ease of use, the whole point of a faster machine is that you can 
>afford more levels of abstraction, thus making it easier, rather than harder, 
>to program for. 


Very true. But regardless of how powerful the machine, it can only do 
so much for you. If the Yaroze had the power of a PC cpu, Im not sure 
there would be any more intelligent collision detection than bounding 
box/ spheres etc. And these can be done on a speccy... Where are the 
solid state mechanics and stuff? Animation is another area... and I'm 
worried people think we should all be at that level, which is rubbish. 
My 'demos' are exactly the same as most other things on this site; 
same old game but with 'better' graphics. And in my case this is 
because of vanity on my part and wanting stuff to look good, and also 
Im aware that to follow one of those routes is a big area, one that 
doesn't have the instant nice results as of doing a decent landscape 
routine. So instead of ploughing into meaty areas of maths and stuff 
we concentrate on the graphics which is completely valid for ourselves 
but we would not necassarily benefit from an upgrade to NY2 by the 
same measure we would if trying to follow those maths-intensive areas. 


>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>work and time, and as such tends to be a demotivating factor. The 3 main things 
>that the PS2 offers over the PSX, that I think everyone would consider a 
>benefit are the FPU, increased CPU speed and increased memory (and the 
>possibility of better memory management). 


well, i push the machine to its limits in terms of memory and gpu/ 
gte, but reckon that only about 5% of the cpu time is used for non 
graphics stuff. Show me a Yaroze game that is different is what Id 
say... 


>Regardless of any of this, I don't really understand why there's a need to 
>"'prove' that we're worthy of an NY2 program. I can't see any way in which the 
>original NY program has hurt Sony (In fact, I think that even if the results 
>have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
>didn't have to prove anything when we signed up for the first NY program, so 
>that obviously wasn't a criterion for Sony to start with. I'll be a little 
>upset if it has become one now. 


You are right really. We paid for the NY we do what we want from it. 
And generally we are all happy with it. But from a business model Im 
not sure it has been worth it for Sony; some good publicity for what 
amounts to a pain in the arse for them. I disagree with businesses 
being run merely for profit and yet I cant argue if that is how they 
choose to run. NY2 for home users I think would leave a lot of people 
with a more expensive piece of kit than NY, and with not much better 
results from it. Working in teams I think should be the way to catch 
up with pro dev houses, not working with more powerful hardware, and 
would teach you skills worth more in the industry. (if you desire 
those) 


PS George; If I did a pda game for Yaroze then it would be hard to 
justify stopping it (although undoubtedly it would be!) Would not be 
giving any away any more stuff than you could get from any other 
commercial pda game. 


Rob 
—-MESSAGE FILE 5265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 5266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003989 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 6 May 1999 17:30:21 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7gsg77$2qcl@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <01lbe973aS65f4ec40$SLocalHost@default> 
NNTP-Posting-Host: th-gt143-002.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1352 scee.yaroze.freetalk.english 
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Yeah, but then would you buy the PSX2, or wait for the NY2? This leads onto 
a point that people who probably have done most with the current NY, are 

those who spent the £500 odd cash when it came out, and are most likely to 
splash out on the NY2 which will also start out at a high price. 17 


Those who 
have recently joined (like myself) haven't had a chance to really push 
towards anything semi-advanced, and probably will not be able to get the NY2 
straight away due to lack of cash, or at least of that amount (as they most 
likely only just decided to purchase the NY at its lower cost, Sony's 
example of 'Creaming', wow, just learnt that in Business Studies today, and 
its already of use!!! lol, if only they taught helpful stuff like 3d maths 
etc.). For this reason, those people will probably have to push on with 
working on the current NY. 


Jon Prestidge (alias Moose) <zmoose@premier.co.uk> wrote in message 
news: 01be973aS65f4ec40SLocalHost@default... 
> I'd be mad not to want an NY 2. The only problem with the current NY is 


> that it was released so long after the playstation.... it would be great 
IF 

> the NY2 was realeased not long after the playstation2 is. 

> 


> Jon Prestidge 


--MESSAGE FILE 5266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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--MESSAGE FILE 5267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003990 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 06 May 1999 20:54:57 +0000 

Organization: Data Uncertain 

Lines: 27 

Message-ID: <373201A1.41B86319@hinge.mistral.co.uk> 

References: <7gaug1$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <37319df7.900459@www.netyaroze-europe. com> 
NNTP-Posting-Host: d3-s57-213-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1353 scee.yaroze.freetalk.english 
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Barry & Robert Swan wrote: 


On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 
wrote: 


>Regarding ease of use, the whole point of a faster machine is that you can 
>afford more levels of abstraction, thus making it easier, rather than harder, 
>to program for. 


Very true. But regardless of how powerful the machine, it can only do 
so much for you. If the Yaroze had the power of a PC cpu, Im not sure 
there would be any more intelligent collision detection than bounding 


VVVVVVVVV VV 
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> box/ spheres etc. And these can be done on a speccy... Where are the 


I've got some cracking true poly intersection collision code that's 
great on a quick PC but to no use on the Yaroze.... 


> solid state mechanics and stuff? Animation is another area... and I'm 
> worried people think we should all be at that level, which is rubbish. 


Graphic's production tool's support from Sony wasn't up to much...so 
just like (a lot of) the pro stuff in that sense ;) 


> Rob 


Craig. 
—-MESSAGE FILE 5267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03990 


—-MESSAGE FILE 5268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003991 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 6 May 1999 23:45:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <slrn7j4abr.ph4.tjs@longford.cs.monash.edu.au> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7grgdpSiko7@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1354 scee.yaroze.freetalk.english 
23991 


On 6 May 1999 07:30:01 GMT, George Bain wrote: 


>My personal opinion is that these 3 factors in no way have anything to do 
>with the NY libs. The main thing is the NY libs! Show me a NY game that 
>would benefit from a FPU, increased CPU? Better yet, name 10 NY games 
>that take up 2 megs!! You don't need any of this 3 things to do a great 
>game.... 

> 

>The point being is that the NY libs are good enough to do some great 3D 
>games. The problem is, there are only a handfull of NY games that are 3D. 
>The NY has been released for 2 years in Europe and I think it's time 
>members really pushed the NY libs to their fullest. 


I didn't say not good enough. I merely said that it would make the PS2 
_easier_ to deal with than the PSX. Looking at the past for a moment, I'd 

say that it takes about 5 or 6 years for hobbyist developers to get to the 
point where they're getting everything they can out of the available 
hardware/software. I wouldn't expect the NY to be any different. This doesn't 
mean however, that there's no point upgrading until you've got everything 

you can out of a piece of hardware. If that was the case, Moore's law would 
have falled by the wayside a long time ago, and we'd still be using PDP11's 
or something :) 


Toby. 
—-MESSAGE FILE 5268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03991 


—-MESSAGE FILE 5269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003992 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 7 May 1999 01:32:07 -0700 

Organization: SCEA News Server 
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Lines: 33 

Message-ID: <ldrdpxt.1lrixcazl058ztyN@user-—33qsomr.dialup.mindspring.com> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe. com> 

NNTP-Posting-Host: user-33qsomr.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1355 scee.yaroze.freetalk.english 
23992 


Barry & Robert Swan <yaroze@theburrow.co.uk> wrote: 


What it would allow would be for 

us to take a simple game and add hundreds more incidental graphics 
(eg, racing + 100s of trees whizzing past the side) which wouldn't 
fulfill the criteria of the original NY brief (and presumably what the 
2nd would be based on) which was to help allow amateurs to develop and 
fulfill their creative ambitions. 


VV NV V V V 


i disagree. the increased power of a yaroze 2 would make it easier to 
concentrate on game design rather than technical stuff. i'm working on a 
3d game, and i burn a lot of time and energy on compensating for the 
lack of a z-buffer and perspective-correct texture mapping. it takes a 
bit of work to make things look acceptable, let alone flashy. for 
example, drawing something as basic as a "floor plane" correctly 
requires learning how to sort OTs into other OTs.... and net yaroze was 
supposed to let me concentrate on *game ideas*? but if you had the power 
to burn of a psx 2, you'd just throw all those polygons at the cpu/gpu, 
and concentrate on *the game*. 


if sony really wants to make good on the mission of allowing amateurs to 
develop breakthrough gameplay, say on a yaroze 2, then they should 
provide more and better *tools.* more than just a command-line C 
compiler and rudimentary RSD/TIM utilities. every kit should include a 
3d modeller and sound editor, with full import/export to yaroze 2's 
native formats, including textures and animation. maybe even a couple of 
simple level-editors/world-builders with accompanying game engines 
(w/source code). sure, this is a lot bigger investment and support 
hassle, but i think the extra effort and money would pay off a lot more 
than whatever what invested in the current yaroze program. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 5269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03992 


—-MESSAGE FILE 5270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003993 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 07 May 1999 11:28:10 +0000 

Organization: Data Uncertain 

Lines: 46 

Message-ID: <3732CE4A.A55D76E0@hinge.mistral.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7grgdpSiko7@chuka.playstation.co.uk> <slrn7j4abr.ph4. 
tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 195.184.231.34 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1357 scee.yaroze.freetalk.english 
23993 


Toby Sargeant wrote: 

> 

> On 6 May 1999 07:30:01 GMT, George Bain wrote: 
> 
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>My personal opinion is that these 3 factors in no way have anything to do 
>with the NY libs. The main thing is the NY libs! Show me a NY game that 
>would benefit from a FPU, increased CPU? Better yet, name 10 NY games 
>that take up 2 megs!! You don't need any of this 3 things to do a great 
>game.... 

> 


>The point being is that the NY libs are good enough to do some great 3D 
>games. The problem is, there are only a handfull of NY games that are 3D. 
>The NY has been released for 2 years in Europe and I think it's time 
>members really pushed the NY libs to their fullest. 


I didn't say not good enough. I merely said that it would make the PS2 
_easier_ to deal with than the PSX. Looking at the past for a moment, I'd 

say that it takes about 5 or 6 years for hobbyist developers to get to the 
point where they're getting everything they can out of the available 
hardware/software. I wouldn't expect the NY to be any different. This doesn't 
mean however, that there's no point upgrading until you've got everything 

you can out of a piece of hardware. If that was the case, Moore's law would 
have falled by the wayside a long time ago, and we'd still be using PDP11's 
or something :) 


VVVVVVVVVVVVVV VV VV VV 


The only hardware that has been utilised fully in the past 16 years is 
the 

ZX81, where the last couple of games that came out supported high-res 
(for then) 

graphics on a computer that even it's makers insisted didn't have them. 
Since then, no-one has pushed the envelope to the max, because it takes 
to 

long and the next generation of hardware comes along before you've 
finished 

and does what you spent 6 monthes trying to do, but the NG hardware has 
It 

in the standard libs and only takes one line of code to get the same 
ՏԵՒԾՇԵ»«« 


Generally ;) 
> Toby. 
I'm agreeing with Toby here BTW. 


Craig. 
—-MESSAGE FILE 5270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03993 


—-MESSAGE FILE 5271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003994 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bleem! scam 

Date: Fri, 7 May 1999 12:56:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7gukcp$2qce2@chuka.playstation.co.uk> 

References: <7g76t6S$ftl2@chuka.playstation.co.uk> <7gasgl$ftl4@chuka.playstation.co. 
սք» <7gn63iSrfj6@scea> 

NNTP-Posting-Host: pF1s14a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


But /still/ no EXE. What a mess. 
Derek 


Steve Spiller wrote in message <7gn63iSrfj6@scea>... 
>It's no scam, I got my Key CD yesterday. 

> 

>-Steve 
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—-MESSAGE FILE 5271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03994 


-—-MESSAGE FILE 5272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003995 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PSX File Server update 

Date: Fri, 7 May 1999 18:33:06 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7gvt8h$2qc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98ACCA14.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1360 scee.yaroze.freetalk.english 
23995 


Since the SCEA web page update is still not working, I have posted here 
again (sorry). 


But I have a short but informative update about my PSX File Server program. 
It gives you an idea about where the program is and how soon it will be 
done, hopefully :) 


www.scea.sony.com/net/yaroze/pages/nmiller.html 
I hope you find it interesting 


Nathan Miller 


—-MESSAGE FILE 5272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03995 


—-MESSAGE FILE 5273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003996 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 8 May 1999 11:17:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7h1340S2qc6@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1361 scee.yaroze.freetalk.english 
23996 


I certainly don't think there should be any qualifying program to justify a 
members exceptance into the future, possible Yaroze 2 program, although if 
they applied the same philosophy to pro. developers we might have to suffer 
far less crap games than we have with the current Playstation ( I mean VR 
Powerboat Racing... ermm... oppps.) 


Anyway my thoughts on Yaroze 2, what I would like to see done is Sony 
developing a viable PCI/AGP/FireWire device based on the EE then offer 
different levels of support / libs so professional developers pay shit loads 
of cash to develop with full support from Sony and also full library and 
tools access, the have a Yaroze style program that offers a similar toolset 
but doesn't offer the full support but does give access to Yaroze newsgroups 
and but offer a program where Yaroze members can release their games to 
market on a Yaroze label, this would mean Yaroze members get full access to 
the machine, we would have something to aim for, a release if the game is 
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good. 


OK none of this is going to happen, we can only hope we get a Net Yaroze 2 
program, we can only hope we can connect to it using USB or FireWire (kill 
serial now, yes I want to start a serial killer campaign) we can only hope 
we get access to a wider selection of libraries, we can only hope the 
manuals are better, we can only hope we don't have the libraries stuck ona 
CD so they can't be updated or expanded, we can only hope for a decent 
toolset, we can only hope the UKs car prices come in line with the rest of 
Europe we can only hope for peace. You get what I mean. 


Nigel 
http://www.netyaroze-europe.com/~ncritten 


Nigel 


—-MESSAGE FILE 5273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03996 


—-MESSAGE FILE 5274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003997 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PSX File Server update 

Date: Sat, 8 May 1999 15:21:31 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7h26djShrsl@chuka.playstation.co.uk> 

References: <7Jgvt8hS2qc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A9D43E.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1362 scee.yaroze.freetalk.english 
23997 


Just another update. I have got a screenshot of my PSX FileServer in the 
project section and a picture of me in the about me section. 


>www.scea.sony.com/net/yaroze/pages/nmiller.html 


Nathan Miller 


—-MESSAGE FILE 5274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03997 


—-MESSAGE FILE 5275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003998 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 08 May 1999 22:53:31 -0700 

Organization: @Home Network 

Lines: 40 

Message-ID: <373522DB.C2D5AF09@home.net> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: 24.64.205.80.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1363 scee.yaroze.freetalk.english 
23998 
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Nigel, 


I really like your idea of a commercial outlet for amateur developers. I wonder 
what would happen if Sony offered to pay Yaroze members for games published in 
OPM, like anywhere from 5200-515000 per title. I truly believe they could 
generate a *frenzy* of excitement that would result in a lot of good work, and 
OPM would turn into a showcase magazine featuring lots of free games. Everytime 
someone made a game better than the previous best, they would be given more 
money thereby raising the stakes and adding to the excitement. 


Assuming that Sony budgets $100,000 for prize money over a 1 year period, and 
that OPM makes about $1 profit per magazine, OPM would only need to increase its 
number of readers by about 8000 to cover the costs. Surely with several free, 
great games offered each month, they would get the attention of another 8000 
readers! 


Nigel Critten wrote: 


OK none of this is going to happen, we can only hope we get a Net Yaroze 2 
program, we can only hope we can connect to it using USB or FireWire (kill 
serial now, yes I want to start a serial killer campaign) we can only hope 
we get access to a wider selection of libraries, we can only hope the 
manuals are better, we can only hope we don't have the libraries stuck ona 
CD so they can't be updated or expanded, we can only hope for a decent 
toolset, we can only hope the UKs car prices come in line with the rest of 
Europe we can only hope for peace. You get what I mean. 


VVVVVVVV 


I would like to enlist in your serial killing campaign :) I must have downloaded 
to the Yaroze about 5000 times in the past 2 years. At an everage time of 30 
seconds per download, that's 42 hours of my life - My God that would have given 
me time to add color to my Pong clone! 


The only way we're going to get what we want is by creating a Yaroze lobby 
group. If every active member pitches in $10 ... Hmmmm, perhaps next time the 
Edinburgh Yaroze group has a meeting, they could try and bribe George Bain into 
making a "wise" corporate decision on our behalf. From what I here a couple of 
beers should do the trick :) 


James 
—-MESSAGE FILE 5275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03998 


-—-MESSAGE FILE 5276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0003999 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.gnu_compiler,scea.y 
aroze.freetalk.english, scea.yaroze.programming.gnu_compiler 

Subject: Re: gnu assembler modifications 

Date: 9 May 1999 08:33:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <slrn7jai2t.5m0.tjs@indy10.cs.monash.edu.au> 

References: <slrn7gl4u5.buo.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: indy10.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3999 scee.yaroze.programm 
ing.gnu_compiler:319 scea.yaroze.programming.gnu_compiler:114 


On 6 Apr 1999 23:07:54 GMT, Toby Sargeant <tjs@cs.monash.edu.au> wrote: 

>Hi, 

> 

>Just in case anyone's interested, I've made some small modifications to gas 
>that add two new pseudo-ops - 

<snip> 


The patch is here: 
http://www.netyaroze-europe.com/~gothic/ftp/diff—binutils-—2.9.1.psx 


Toby. 
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—-MESSAGE FILE 5276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
03999 


—-MESSAGE FILE 5277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004000 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 9 May 1999 10:53:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7h3ljpShrs2@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <373522DB.C2D5AF09@home.net> 

NNTP-Posting-Host: dialup137-20.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1364 scee.yaroze.freetalk.english 
:4000 


Hah - you've obviously never plied the Bain-meister with beer and then tried 
to get him to reveal PlayStation 2 info. A futile endeavour, I assure you. 
Still, maybe if we'd used *Canadian* beer...? 


BTW, the whole idea of paying members for demos is very cool, but it'll 
NEVER happen! There's probably some horrible legal aspect to it as well 


Nick F 

> The only way we're going to get what we want is by creating a Yaroze lobby 
> group. If every active member pitches in $10 ... Hmmmm, perhaps next time 
the 


> Edinburgh Yaroze group has a meeting, they could try and bribe George Bain 
into 
> making a "wise" corporate decision on our behalf. From what I here a 
couple of 

> beers should do the trick :) 


—-MESSAGE FILE 5277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04000 


-—-MESSAGE FILE 5278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004001 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: trueSpace 1.0 FREE! 

Date: 9 May 1999 10:58:06 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <7h3pnuShrs3@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Go grab it while it's still online! 
http://www. futurenet.com/pcplus/ 


George 


—-MESSAGE FILE 5278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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04001 


—-MESSAGE FILE 5279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004002 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 9 May 1999 11:12:33 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 35 

Message-ID: <7h3qj1Shrs4@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1365 scee.yaroze.freetalk.english 
:4002 


Don't forget that there had to be a difference between the NY kit 

and the pro-kit. The cost difference is about £15,000! The libs 

are also different in a very big way and so is support. Remember 

that pro developers make SCE money...NY members do not. Also if 

they would have given full libs to NY members..why would pro 
developers shell out £15,000 for a kit when they could just buy a 

NY for a lousy £500? I think what was supplied with the NY was nearly 
perfect. As a side note...how long did it take for some NY member 

to post NY manuals, code, exe's, tools on the Internet? Or even give 
their friends access the the private NY website/newsgroups? Almost a week 
after it was released here in Europe. Goes to show that some members 
did't take the NY User Agreement serious and still don't. Why then 
would SCE give full access to a NY 2? The Internet would be flooded! 
Damn hackers would sure love it..argh!! 


This is all my personal view by the way.... 


George 


In article <7h1340S2qc6@chuka.playstation.co.uk>, Nigel@gameware.demon.co.uk 


>Anyway my thoughts on Yaroze 2, what I would like to see done is Sony 
>developing a viable PCI/AGP/FireWire device based on the EE then offer 
>different levels of support / libs so professional developers pay shit loads 
>of cash to develop with full support from Sony and also full library and 
>tools access, the have a Yaroze style program that offers a similar toolset 
>but doesn't offer the full support but does give access to Yaroze newsgroups 
>and but offer a program where Yaroze members can release their games to 
>market on a Yaroze label, this would mean Yaroze members get full access to 
>the machine, we would have something to aim for, a release if the game is 
>good. 


—-MESSAGE FILE 5279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04002 


-—-MESSAGE FILE 5280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004003 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 9 May 1999 11:16:28 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <7h3qqcShrs5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
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90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <373522DB.C2D5AF09@home.net> <7h31ljp$hrs2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1366 scee.yaroze.freetalk.english 
:4003 


Yes, Canadian beer! Լ still doubt that it would have helped :) 
3 more days till E3 and 2 weeks in California! 10 more days until Star Wars! 
And I can't wait :) 


George 


In article <7h3ljpShrs2@chuka.playstation.co.uk>, nickf@saqnet.co.uk says... 


> 
>Hah - you've obviously never plied the Bain-meister with beer and then tried 
>to get him to reveal PlayStation 2 info. A futile endeavour, I assure you. 
>Still, maybe if we'd used *Canadian* beer...? 

> 

>BTW, the whole idea of paying members for demos is very cool, but 1ե'11 
>NEVER happen! There's probably some horrible legal aspect to it as well 
> 

>Nick F 


> 


—-MESSAGE FILE 5280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04003 


—-MESSAGE FILE 5281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004004 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: trueSpace 1.0 FREE! and trueSpace 2 ( Ithink) 
Date: Sun, 9 May 1999 13:22:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7h3ufmShrs7@chuka.playstation.co.uk> 
References: <7h3pnuShrs3@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If I remember correctly trueSpace 2 is given away on the latest PC Plus 
issue. 


Bob 

298rcs@tay.ac.uk 

>Go grab it while it's still online! 
> 

>http://www.futurenet.com/pcplus/ 

> 

>George 

> 

> 


—-MESSAGE FILE 5281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04004 


—-MESSAGE FILE 5282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004005 
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Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 9 May 1999 14:05:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <7h414vShrs8@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1Shrs4@chuka.playstation.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1367 scee.yaroze.freetalk.english 
:4005 


I'm not saying we get exactly what the developers get, I'm just saying a 
similar toolset, a bit more access to the machine, the libraries are just a 
bit of a let down, and the manuals are as well. 


I know Sony make money out of developers (£15,000 to start with ;-) but they 
must get something out of the Yaroze membership, otherwise why do it, a PR 
exercise? They hopefully get the talent out of it to make them money in the 
future, I'm probably alone in this group as the only person who didn't buy a 
Yaroze to join a developer as a playstation programmer (I'm certainly not 
kidding myself there) (I'm also probably the only one who isn't a student 
and have a full time job :-) it is more of a hobby for me, I like writing 
games, I don't like the PC so the Yaroze is the perfect solution for me, but 
I'm always keen to get my hands on the latest toy and a Net Yaroze 2 would 
be that new toy for me. 


I can just see a few improvements to the membership, would developers really 
care if we could send our files to the Yaroze at the same speed as they can 
to the Blue station? And would they really care (if there is one) if we 
could connect the Yaroze2 to the USB or FireWire port so we can send files 
and debug at speed, I don't think so. 


And as for the members who have given non members access to the newsgroups, 
well castration is my answer, why should we pay for something and they 
don't, they are no better than pirates, or any other thieves. There must be 
someway of stopping non NY2 machines from being developed on, that way they 
wouldn't gain anything from getting the Yaroze toolset, lets be honest it 
doesn't matter what SCE do hackers will crack it, that is why there are so 
many people using cracked software, and chipped playstations, DVD Players 
exist... 


Don't forget that there had to be a difference between the NY kit 

and the pro-kit. The cost difference is about £15,000! The libs 

are also different in a very big way and so is support. Remember 

that pro developers make SCE money...NY members do not. Also if 

they would have given full libs to NY members..why would pro 
developers shell out £15,000 for a kit when they could just buy a 

NY for a lousy £500? I think what was supplied with the NY was nearly 
perfect. As a side note...how long did it take for some NY member 

to post NY manuals, code, exe's, tools on the Internet? Or even give 
their friends access the the private NY website/newsgroups? Almost a week 
after it was released here in Europe. Goes to show that some members 
did't take the NY User Agreement serious and still don't. Why then 
would SCE give full access to a NY 2? The Internet would be flooded! 
Damn hackers would sure love it..argh!! 


This is all my personal view by the way.... 


VVVVVVVVVVVVVV VV VV 


George 
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—-MESSAGE FILE 5282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04005 


—-MESSAGE FILE 5283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004006 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graeme.evans@ieee.org> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? No thanks 

Date: Mon, 10 May 1999 18:34:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7h75s5Shrs11@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1368 scee.yaroze.freetalk.english 
:4006 


hey i don't want one. I'd like to emulate one on a quad merced tho. 


--MESSAGE FILE 5283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04006 


--MESSAGE FILE 5284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004007 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graeme.evans@ieee.org> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? No thanks 

Date: Mon, 10 May 1999 20:18:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7h7bveShrs12@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <7h75s5Shrsll@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1369 scee.yaroze.freetalk.english 
:4007 


Actually ive been thinking about this over tea. Scratch that. I *would* want 
one if they were cheap and came in a translucent case with an integral 
ashtray and sony got together with easyfreepc to give away complete 
advertising-supported devkits to the first 500 art college and textiles 
students who wrote in, just to see what fucked-up monstrosities arose. 


looking forward to that degree show already 


graeme 


—-MESSAGE FILE 5284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04007 


-—-MESSAGE FILE 5285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004008 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Mon, 10 May 1999 12:28:44 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3737336C.D00954C0@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
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A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user—33qsqe8.dialup.mindspring.com> 
NNTP-Posting-Host: vmlabs41.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1370 scee.yaroze.freetalk.english 
: 4008 


How about we meet at the lower left corner of the Sony booth according 

to the map? It's near the Sega and Electro Source booths. What's your 

schedule look like? I'm playing it by ear so any time is good. We 

could meet up for lunch on Thursday if you like. 
http://www.e3expo.com/floormap/west/west_topright.html 

Is anyone else going? I included the SCEE newsgroup just in case. 


Scott 


hey cool! i didn't know the floor maps were up. 


i think picking a corner might be a better bet than trying to find a 
yaroze booth, since the overall floor map is available now, and last 
year i got lost inside the sony area, trying to find the yaroze booth! 


VVVVVVVV 


if we pick a corner, we have to decide: do we meet near sega, or near 

nintendo? :-) 

—-MESSAGE FILE 5285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04008 


—-MESSAGE FILE 5286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004009 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 
Date: Mon, 10 May 1999 22:46:01 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3737619e.14024576@news.scea.sony.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs. com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1371 scee.yaroze.freetalk.english 
:4009 


I will be there too! 


On Mon, 10 May 1999 12:28:44 -0700, Scott Cartier 
<scartier@vmlabs.com> wrote: 


>How about we meet at the lower left corner of the Sony booth according 
>to the map? It's near the Sega and Electro Source booths. What's your 
>schedule look like? I'm playing it by ear so any time is good. We 
>could meet up for lunch on Thursday if you like. 

> 

> http://www.e3expo.com/floormap/west/west_topright.html 

> 

>Is anyone else going? I included the SCEE newsgroup just in case. 

> 

>Scott 

> 

> 


>> hey cool! i didn't know the floor maps were up. 
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>> 

>> i think picking a corner might be a better bet than trying to find a 
>> yaroze booth, since the overall floor map is available now, and last 
>> year i got lost inside the sony area, trying to find the yaroze booth! 
>> 

>> if we pick a corner, we have to decide: do we meet near sega, or near 
>> nintendo? :-) 


—-MESSAGE FILE 5286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04009 


—-MESSAGE FILE 5287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004010 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 11 May 1999 00:34:56 +0100 

Organization: Mobius Codeworks Ltd 

Lines: 25 

Message-ID: <37376D1F.495020B5@codeworks.demon.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1Shrs4@chuka.playstation.co.uk> 

NNTP-Posting-—Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1372 scee.yaroze.freetalk.english 
:4010 


George Bain wrote: 


>As a side note...how long did it take for some NY member 

>to post NY manuals, code, exe's, tools on the Internet? Or even give 
>their friends access the the private NY website/newsgroups? Almost a week 
>after it was released here in Europe. 


That is true. But remember that the pro stuff was floating for about a year 
before the Yaroze was even release.. Yaroze members aren't entirely to blame. 
Also devices like the Action Reply were not developed thanks to the release of 
Yaroze info, just a quick disassembly of that reveals Datel had access to the Pro 
stuff as did the developers of EZ-O-RAY.. 


>The Internet would be flooded! 
>Damn hackers would sure love it..argh!! 


To be honest George I think it will be anyway.. 


Don't get me wrong I'm definitely not advocating it and you know my stance on 
piracy, etc.. Gee, I'm professional programmer myself.. 


/Jim, 


—-MESSAGE FILE 5287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04010 


—-MESSAGE FILE 5288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004011 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Mon, 10 May 1999 16:35:14 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <ldrlkn6.1b4pb3slxo74ycN@user—-33qsoai.dialup.mindspring.com> 
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References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs. com> 

NNTP-Posting-Host: user-—33qsoai.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1373 scee.yaroze.freetalk.english 
:4011 


Scott Cartier <scartier@vmlabs.com> wrote: 


> How about we meet at the lower left corner of the Sony booth according 
> to the map? It's near the Sega and Electro Source booths. What's your 
> schedule look like? I'm playing it by ear so any time is good. We 

> could meet up for lunch on Thursday if you like. 

> 

> http://www.e3expo.com/floormap/west/west_topright.html 

> 

> Is anyone else going? I included the SCEE newsgroup just in case. 

> 

> Scott 


the "lower left corner" on thursday lunch sounds good to me. what time? 
that's the day i arrive, by the way, so i doubt i'll have had any chance 
to see much before then... maybe a later lunch rather than earlier 
(around 1?). 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 5288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04011 


—-MESSAGE FILE 5289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004012 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Import Suggestions 
Date: Mon, 10 May 1999 22:00:09 -0400 
Organization: Identical Software 
Lines: 15 
Message-ID: <37378F29.7CF4F349@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Transfer-Encoding: 7bit 


Content-T 
X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 


How disappointing the SCEA newsgroup drew no responses. Anyway I 
figured I'd try here. 


I was wondering if anyone had any suggestions of good Japan action games 
that aren't coming out in the USA. I'm interested in trying out the 
ability to play imports but don't know what to get. I can't read 
Japanese so RPG are out. 


I found a site selling Licifer Ring which is supposed to Golden Axe like 
so I was thinking of getting that. Does anyone know if it is coming to 
the US? (I'd rather get something that isn't going to be made in 
english.) 


Dennis Payne 

dulsi@identicalsoftware.com 

-—-MESSAGE FILE 5289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04012 


—-MESSAGE FILE 5290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004013 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
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Subject: Re: e3 countdown 

Date: 11 May 1999 06:57:52 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <7h8kdg$kr41@chuka.playstation.co.uk> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user—-33qsoai.dialup.mindspring.c 
om> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1374 scee.yaroze.freetalk.english 
24013 


I have to man the Space Debris, Anna Kournikova, and the Speed 
Freaks pods at E3 (SCEA booth). If I'm not there then I'm roaming around... 


George 


In article <ldrlkn6.1b4pb3s1lxo74ycN@user-33qsoai.dialup.mindspring.com>, 
wal@blarg.net says... 

> 

>Scott Cartier <scartier@vmlabs.com> wrote: 

> 

>> How about we meet at the lower left corner of the Sony booth according 
>> to the map? It's near the Sega and Electro Source booths. What's your 
>> schedule look like? I'm playing it by ear so any time is good. We 

>> could meet up for lunch on Thursday if you like. 

>> 

>> http://www.e3expo.com/floormap/west/west_topright.html 

>> 

>> Is anyone else going? I included the SCEE newsgroup just in case. 

>> 

>> Scott 

> 

>the "lower left corner" on thursday lunch sounds good to me. what time? 
>that's the day i arrive, by the way, so i doubt i'll have had any chance 


>to see much before then... maybe a later lunch rather than earlier 
>(around 1?). 

> 

>—— 


>wayne a. lee <wal@blarg.net> 
>http://www.scea.sony.com/net/yaroze/pages/wlee.html 


--MESSAGE FILE 5290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04013 


--MESSAGE FILE 5291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004014 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: 11 May 1999 06:59:48 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <7h8kh4Skr42@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1lShrs4@chuka.playstation.co.uk> <37376D1F.495020B5@codewo 
rks.demon.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1375 scee.yaroze.freetalk.english 
24014 


Yes, these were ex-PlayStation developers who have nothing 
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else better to do. Probably somewhere up in northern Europe 
where it's dark 6 months of the year! 


George 


In article <37376D1F.495020B5@codeworks.demon.co.uk>, jim@codeworks.demon.co.uk 
>That is true. But remember that the pro stuff was floating for about a year 
>before the Yaroze was even release.. Yaroze members aren't entirely to blame. 
>Also devices like the Action Reply were not developed thanks to the release of 
>Yaroze info, just a quick disassembly of that reveals Datel had access to the 
Pro 

>stuff as did the developers of EZ-O-RAY.. 


—-MESSAGE FILE 5291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04014 


—-MESSAGE FILE 5292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004015 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: 11 May 1999 08:09:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01be9b85S$5c9cfb20$9e9524c3@pal-—s-—omnibook> 
References: <37378F29.7CF4F349@identicalsoftware.com> 
NNTP-Posting-Host: Marseille-6-158.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I was wondering if anyone had any suggestions of good Japan action games 
that aren't coming out in the USA. I'm interested in trying out the 
ability to play imports but don't know what to get. I can't read 
Japanese so RPG are out. 


V V V V 


If you like fighting games with a pace that lets you think while you act, 
get Tobal 2. It's excellent. This is the only psx game I have that didn't 
came out in the US, so I can't recommend anything else. Perhaps you could 
buy Japanese versions of games that are sold in the US (if you just want to 
"play import games" ;) ). I don't know the situation in the US, but in 
France the Japanese version of a game that is released locally rapidly gets 
cheaper. 


(Eh, and what about import European games °) 


—-MESSAGE FILE 5292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04015 


-—-MESSAGE FILE 5293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004016 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Q3 Test Win32 

Date: Tue, 11 May 1999 09:22:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7h8p4jSkr43@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1376 scee.yaroze.freetalk.english 
:4016 


I have been reliably informed that the Win32 build of Q3 Test has been 
released. Here is the link 


http://www.quake3arena.com/q3test/win32.html 


Happy fraggin' 
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Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04016 


—-MESSAGE FILE 5294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004017 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 09:54:34 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <373860CA.74552442@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user—33qsoai.dialup.mindspring.c 
om> 

NNTP-Posting-Host: vmlabs54.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1377 scee.yaroze.freetalk.english 
24017 


the "lower left corner" on thursday lunch sounds good to me. what time? 
that's the day i arrive, by the way, so i doubt i'll have had any chance 
to see much before then... maybe a later lunch rather than earlier 
(around 1?). 


WOW NEN 


Sure, lpm sounds good. To help identify me, I'll be wearing a gray 
NUON t-shirt with red sleeves. Also, I have red hair. 


Scott 
--MESSAGE FILE 5294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04017 


--MESSAGE FILE 5295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004018 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 13:01:10 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <ldrn53n.lcps8f£9fqwb7mN@user—33qsqah.dialup.mindspring.com> 

References: <ldrew0s.16ql621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A50FAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user—-33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs .com> 

NNTP-Posting-Host: user-33qsqah.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1378 scee.yaroze.freetalk.english 
:4018 


arr, of course i had to check my flight info *after* suggesting a 
time... anyway, i *should* be able to make it at 1, but there's a chance 
i might be a little late. it may depend on how long i have to stand in 
line to pick up my badge :-) 


anyone trying to find me: i'm asian, blond, dressed in black, and i wear 
glasses. 


i hope other yarozers will be there too! 


Net Yaroze newsgroups message dump.txt Page 3398 


Scott Cartier <scartier@vmlabs.com> wrote: 


the "lower left corner" on thursday lunch sounds good to me. what time? 
that's the day i arrive, by the way, so i doubt i'll have had any chance 
to see much before then... maybe a later lunch rather than earlier 
(around 1?). 


V V V V 


Sure, lpm sounds good. To help identify me, I'll be wearing a gray 
NUON t-shirt with red sleeves. Also, I have red hair. 


VVVVVVVV VY 


Scott 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

-—-MESSAGE FILE 5295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04018 


—-MESSAGE FILE 5296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004019 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 13:59:19 -0700 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <37389A27.B38F844D@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> <ldrn53n.1lcps8f9fqwb7mN@user-—33qsqah.dialup.minds 
pring.com> 

NNTP-Posting-Host: vmlabs48.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1379 scee.yaroze.freetalk.english 
24019 


Want to make it Friday instead? That would give us time to see some 
games first, too. 


Scott 


arr, of course i had to check my flight info *after* suggesting a 

time... anyway, i *should* be able to make it at 1, but there's a chance 

i might be a little late. it may depend on how long i have to stand in 

line to pick up my badge :-) 

--MESSAGE FILE 5296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04019 


VVVV 


—-MESSAGE FILE 5297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004020 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Tue, 11 May 1999 19:23:26 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <ldrnmnk.lomrb0els5nxo8N@user-—33qspce.dialup.mindspring.com> 

References: <ldrew0s.16q1621jaup5dN@user-—33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> <ldrn53n.1lcps8f9fqwb7mN@user-—33qsqah.dialup.minds 
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pring.com> <37389A27.B38F844D@vmlabs.com> 

NNTP-Posting-Host: user-33qspce.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1380 scee.yaroze.freetalk.english 
:4020 


yeah friday might be better. a nice yaroze break in the middle of the 
show! 


friday at 1? 
w 


Scott Cartier <scartier@vmlabs.com> wrote: 


> Want to make it Friday instead? That would give us time to see some 

> games first, too. 

> 

> Scott 

> 

> 

> > arr, of course i had to check my flight info *after* suggesting a 

> > time... anyway, i *should* be able to make it at 1, but there's a chance 
> > i might be a little late. it may depend on how long i have to stand in 

> > line to pick up my badge :-) 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 5297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04020 


—-MESSAGE FILE 5298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004021 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Wed, 12 May 1999 10:36:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7hccfp$kr45@chuka.playstation.co.uk> 

References: <37378F29.7CF4F349@identicalsoftware.com> <01lbe9b85S$5c9cfb20$9e9524c3@pa 
1-s-omnibook> 

NNTP-Posting-Host: dialup137-57.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hey, 


> I was wondering if anyone had any suggestions of good Japan action games 
> that aren't coming out in the USA. I'm interested in trying out the 

> ability to play imports but don't know what to get. I can't read 

> Japanese so RPG are out. 


If you like fighting games with a pace that lets you think while you act, 
get Tobal 2. It's excellent. This is the only psx game I have that didn't 


VV VV V V V 


Tobal 2 does "kick some", but you'll be a bit stuck in the Adventure Mode... 
I'd suggest you head over to www.gamefaqs.com and check they have a Tobal 2 
FAQ (I'm sure they have several). But it does come highly recommended! 


Is "Ergheiz" (another Square fighter) coming out in the US? What about 
"Einhander" (a Square shooter)? Damn, what's with me and all these Square 
games!?! I believe Namco Museum Encore was a Japan-only release - the 6th in 
the Museum series, it has (let me think) Rolling Thunder, Skykid, Dragon 
Saber, Motos, King & Balloon, Rompers and some indecipherable Japanese game 
on it. It's OK. What about "Salamander Deluxe Pack" - a bit like the R-Types 
compilation, but with the Nemesis/Gradius games. I also remember a couple of 
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MSX retro packs... Hey, that should give you some food for thought :) I 
don't know why the focus here was on retro-games, I guess those tend to be 
the games not released in the West that aren't Japanese text/voice-heavy? 


Dunno if you have a Saturn, but the newsgroups are constantly raging about a 
good ol' fashioned 2D shooter called "Radiant Silvergun" - I've heard only 
good things about it (aside from the fact it's insanely hard - music to 
old-skool ears, I'm sure). 

> (Eh, and what about import European games ?) 

I have been led to believe that both "Colin McRae Rally" and "TOCA 2" 
(EXCELLENT Codemasters driving games) are unavailable in the US. Of course, 
you'll need a PAL signal to play them... 

Hope that helps, 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


3400 


—-MESSAGE FILE 5298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04021 


-—-MESSAGE FILE 5299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004022 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Q3 Test Win32 

Date: Wed, 12 May 1999 18:13:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7hcecfrSkr46@chuka.playstation.co.uk> 
References: <7h8p4jSkr43@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-57.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2014.211 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1381 scee.yaroze.freetalk.english 


24022 


> I have been reliably informed that the Win32 build of Q3 Test has been 
> released. Here is the link 


Indeedy. :) Unfortunately, it's 22 MB for the Q3 Test file, and another 22 
or so for the bloody OpenGL config program. Thank goodness for speedy 
university web access - I don't know what "ordinary" people will do! If you 
don't want to plough the net for ages trying to get a decent connection, try 
the uk.games.computer.quake3 newsgroup for info on UK mirrors. 


I'm impressed with the "demo" - for what is basically a pre-alpha test of 
the network code, it runs very well. On my P2 350 (64MB and TNT card) I get 
very playable rates at 800x600 with most of the effects on! This *could* 
replace Half-life as the DM of choice on our flat LAN... :) I've only been 
playing it for 2-3 hours, mind - and I haven't gone online with it. 


I put everything WAAAAY up (32-bit color & textures, 1024x768, all effects, 


etc) and it slowed to a crawl on my machine, but it did look beautiful. I 
can't wait till I upgrade my machine in 2 yrs and can finally run it like 
that at a decent speed - just in time for Quake 4! :-/ 


John Carmack is God. Highly recommended, guys. 
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Nick "back to deathmatch, then" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"They will never get me onto one of 
those dreadful starships!" 


-—-MESSAGE FILE 5299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04022 


—-MESSAGE FILE 5300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004023 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: e3 countdown 

Date: Wed, 12 May 1999 10:01:04 -0700 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3739B3D0.2E8262A8@vmlabs.com> 

References: <ldrew0s.16q1621jaup5dN@user-—33qsomr.dialup.mindspring.com> <37331546.86 
A5SOFAD@vmlabs.com> <ldrfom3.1kzekwh1b019aiN@user-—33qsqe8.dialup.mindspring.com> <373 
7336C.D00954C0@vmlabs.com> <ldrlkn6.1b4pb3slxo74ycN@user-—33qsoai.dialup.mindspring.c 
om> <373860CA.74552442@vmlabs.com> <ldrn53n.1lcps8f£9fqwb7mN@user-—33qsqah.dialup.minds 
pring.com> <37389A27.B38F844D@vmlabs.com> <ldrnmnk.lomrb0els5nxo8N@user-—33qspce.dial 
up.mindspring.com> 

NNTP-Posting-Host: vmlabs48.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1382 scee.yaroze.freetalk.english 
24023 


Okay, let's make that the time then. Friday lpm at the lower left 
corner 
of the Sony booth. 


Mike, will you be able to make it? 


Scott 


yeah friday might be better. a nice yaroze break in the middle of the 
show! 


> 
> 
> 
> friday at 1? 

> 

> w 

--MESSAGE FILE 5300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04023 


—-MESSAGE FILE 5301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004024 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <cvenz@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Wed, 12 May 1999 17:04:53 -0400 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <3739ECF5.B358BC4F@hotmail.com> 

References: <37378F29.7CF4F349@identicalsoftware.com> 
NNTP-Posting-Host: dynppp8.cobite.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Dennis Payne wrote: 


How disappointing the SCEA newsgroup drew no responses. Anyway I 
figured I'd try here. 


I was wondering if anyone had any suggestions of good Japan action games 
that aren't coming out in the USA. I'm interested in trying out the 
ability to play imports but don't know what to get. I can't read 
Japanese so RPG are out. 


I found a site selling Licifer Ring which is supposed to Golden Axe like 
so I was thinking of getting that. Does anyone know if it is coming to 
the US? (I'd rather get something that isn't going to be made in 
english.) 


Dennis Payne 
dulsi@identicalsoftware.com 


VVVVVVVVVVVVVV VV 


My recommendations for imports: 
Capcom Generations Series. 


I think this one is never going to see the light of day in the US. I 
picked up the Ghosts'n'Goblins one, its pretty damn cool. If you are a 
naughty boy and have Callus for your PC already then dont bother, 
otherwise. The other Capcom Generations volumes dont seem all that 
interesting, theres a 1942/1943 edition, one for Exedes and Vulgus, and 
another I cant remember right now. I got mine from therage.com. 


Street Fighter Zero 3 was also a great import buy, not much need for the 
text there. 


And R-Type Delta - this game _rocks_. 


Both those last two are headed for the US though, so if you have an 
aversion to seeing kanji/katakana/hiragana crawl across your screen, 
stick your hands in your pockets and wait a few more months. 


Craig 


(<Sigh> Back to work - real game development is a bitch, doesnt leave 

much time for Yarozing...) 

—-MESSAGE FILE 5301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04024 


—-MESSAGE FILE 5302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004025 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Wed, 12 May 1999 23:03:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7hctejSkr48@chuka.playstation.co.uk> 

References: <37378F29.7CF4F349@identicalsoftware.com> <3739ECF5.B358BC4F@hotmail.com 
> 

NNTP-Posting-Host: dialup137-45.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Capcom Generations Series. 
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Can't believe I forgot about this one. The newest sereis has Commando and 
Mercs on it, which is pretty hot stuff I'm sure you'll agree. Once again, 
retro stuff... I've heard good things about R-Type Delta, too! 


Nick F 


—-MESSAGE FILE 5302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04025 


—-MESSAGE FILE 5303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004026 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Wed, 12 May 1999 20:13:23 -0400 

Organization: Identical Software 

Lines: 23 
Message-ID: <373A1923.175A2D9C@identicalsoftware.com> 

References: <37378F29.7CF4F349@identicalsoftware.com> <01lbe9b85S$5c9cfb20$9e9524c3@apa 
1-s-omnibook> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 1486) 


> If you like fighting games with a pace that lets you think while you 
> act, get Tobal 2. It's excellent. This is the only psx game I have 
> that didn't came out in the US, so I can't recommend anything else. 


It seems that everything is a fighting game or rpg. I found reviews of 
a few Street of Rage/Golden Axe type games (which I generally like) but 
most got purely awful reviews. Appearently Lucifer Ring doesn't support 
2 players so it's no longer of interest. I suppose it makes since that 
the good stuff would get released in the US as well. 


> Perhaps you could buy Japanese versions of games that are sold in the 
> US (if you just want to "play import games" ;) ). 


Acutally I've never seen them for sale anywhere. The net companies that 
I've found who sell them generally cost similar to the US counterparts. 
Besides I don't simply want it for the novelty. 


> (Eh, and what about import European games ?) 

Well, the biggest problem with that is that I don't have a PAL TV. 
Dennis Payne 

dulsi@identicalsoftware.com 


—-MESSAGE FILE 5303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04026 


—-MESSAGE FILE 5304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004027 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Wed, 12 May 1999 20:16:21 -0400 

Organization: Identical Software 

Lines: 13 

Message-ID: <373A19D5.6219F7D9@identicalsoftware.com> 

References: <37378F29.7CF4F349@identicalsoftware.com> <3739ECF5.B358BC4F@hotmail.com 
> <7hetej$kr48@chuka.playstation.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 


> Capcom Generations Series. 


> 

> 

> Can't believe I forgot about this one. The newest sereis has Commando 
> and Mercs on it, which is pretty hot stuff I'm sure you'll agree. Once 
> again, retro stuff... I've heard good things about R-Type Delta, too! 
I just recently bought Williams Arcade's Greatest Hits. It included a 
history and interview clips with each of the games. Are similar things 
done with the other collections. (Not that it would matter much if it 
was in Japanese.) 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 5304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04027 


-—-MESSAGE FILE 5305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004028 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Thu, 13 May 1999 09:20:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <373A8B62.AFEEODC9@dma-—design. com> 

References: <37378F29.7CF4F349@identicalsoftware.com> <01lbe9b85S$5c9cfb20$9e9524c3@apa 
1-s-omnibook> <7hcecfpS$kr45@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


Is "Ergheiz" (another Square fighter) coming out in the US? What about 
"REinhander" (a Square shooter)? Damn, what's with me and all these Square 
games!?! I believe Namco Museum Encore was a Japan-only release - the 6th in 
the Museum series, it has (let me think) Rolling Thunder, Skykid, Dragon 
Saber, Motos, King & Balloon, Rompers and some indecipherable Japanese game 
on it. It's OK. What about "Salamander Deluxe Pack" - a bit like the R-Types 
compilation, but with the Nemesis/Gradius games. I also remember a couple of 
MSX retro packs... Hey, that should give you some food for thought :) I 
don't know why the focus here was on retro-games, I guess those tend to be 
the games not released in the West that aren't Japanese text/voice-heavy? 


VVVVVVVVV VV 


Ergheiz came out last week in the US. Einhander came out last year in 
the US. Both come highly recommended ;) 


> I have been led to believe that both "Colin McRae Rally" and "TOCA 2" 
> (EXCELLENT Codemasters driving games) are unavailable in the US. Of course, 
> you'll need a PAL signal to play them... 


Give them time, Euro driving games have a habit of taking time to get 
released in the US - different market perspectives... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04028 


—-MESSAGE FILE 5306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004029 
Path: chuka.playstation.co.uk!news 
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From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 10:12:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7he4r9Skr49@chuka.playstation.co.uk> 

References: <7h8p4jSkr43@chuka.playstation.co.uk> <7hcecfrS$kr46@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1383 scee.yaroze.freetalk.english 
24029 


>Indeedy. :) Unfortunately, it's 22 MB for the Q3 Test file, and another 22 
>or so for the bloody OpenGL config program. Thank goodness for speedy 
>university web access - I don't know what "ordinary" people will do! If you 
>don't want to plough the net for ages trying to get a decent connection, 
try 

>the uk.games.computer.quake3 newsgroup for info on UK mirrors. 


The best mirror I have found. I.e. Bloody fast 
http://sunsite.doc.ic.ac.uk 


Do a file search for and you'll find it. Haven't checked for the glSetup 
though 


>I'm impressed with the "demo" - for what is basically a pre-alpha test of 
>the network code, it runs very well. On my P2 350 (64MB and TNT card) I get 
>very playable rates at 800x600 with most of the effects on! This *could* 
>replace Half-life as the DM of choice on our flat LAN... :) I've only been 
>playing it for 2-3 hours, mind - and I haven't gone online with it. 


Yeah, yeah. Just because I got all excited got everything I needed, burnt a 
CD at uni to take it home, 

installed Q3, great just gletup. Doh, doesn't have Voodoo 2 drivers. 
Bugger. Then read Readme file for 03 

, damn again. Needs 64 MB ram. 


I used to have a great PC, now it needs upgrading big time. 


>Nick "back to deathmatch, then" F 
Bob "Back to bloody revision, which you should be doing too, Mr NickF, or 
have you finished finals?" Shand 


—-MESSAGE FILE 5306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04029 


—-MESSAGE FILE 5307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004030 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Import Suggestions 

Date: Thu, 13 May 1999 09:43:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7he65k$kr410@chuka.playstation.co.uk> 

References: <37378F29.7CF4F349@identicalsoftware.com> <01be9b85S5c9cfb20$9e9524c3lpa 
l-s-omnibook> <7hcecfp$kr45@chuka.playstation.co.uk> <373A8B62.AFEEODC9@dma-—design.co 
m> 

NNTP-Posting-Host: dialup137-36.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> > I have been led to believe that both "Colin McRae Rally" and "TOCA 2" 
> > (EXCELLENT Codemasters driving games) are unavailable in the US. Of 
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course, 

> > you'll need a PAL signal to play them... 

> 

> Give them time, Euro driving games have a habit of taking time to get 
> released in the US - different market perspectives... 


Aaaah, so once they add a few machine guns to Colin McRae's car and tweak 
the TOCA 2 engine to increase the chances of "catching some air", they'll be 
out in the US? Oops - I almost forgot about adding the obligatory "rawk" 
music soundtrack. ;) 


Nick F 


-—-MESSAGE FILE 5307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04030 


—-MESSAGE FILE 5308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004031 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 10:56:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7he7jq$kr411@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-33.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1384 scee.yaroze.freetalk.english 
24031 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7The4r9Skr49@chuka.playstation.co.uk>... 

>>Indeedy. :) Unfortunately, it's 22 MB for the Q3 Test file, and another 22 
>>or so for the bloody OpenGL config program. Thank goodness for speedy 
>>university web access - I don't know what "ordinary" people will do! If 
you 
>>don't want to plough the net for ages trying to get a decent connection, 
>try 

>>the uk.games.computer.quake3 newsgroup for info on UK mirrors. 

> 

>The best mirror I have found. I.e. Bloody fast 
>http://sunsite.doc.ic.ac.uk 


Yep sure is, took about 1 min to download Q3Test with the Uni connection :) 


>Do a file search for and you'll find it. Haven't checked for the glSetup 
>though 

> 

>>I'm impressed with the "demo" - for what is basically a pre-alpha test of 
>>the network code, it runs very well. On my P2 350 (64MB and TINT card) I 
get 

>>very playable rates at 800x600 with most of the effects on! This *could* 
>>replace Half-life as the DM of choice on our flat LAN... :) I've only been 
>>playing it for 2-3 hours, mind - and I haven't gone online with it. 

> 

>Yeah, yeah. Just because I got all excited got everything I needed, burnt 
a 

>CD at uni to take it home, 

>installed Q3, great just gletup. Doh, doesn't have Voodoo 2 drivers. 
>Bugger. Then read Readme file for 03 

>, damn again. Needs 64 MB ram. 

> 

>I used to have a great PC, now it needs upgrading big time. 


I have a P133 32MB RAM and a Voodoo 1! I wasn't even gonna bother with 
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Q3Test but then I thought what the hell and was quite supprised. With all 
the fancy settings turned down/off, it ran at an exceptable speed (just) but 
then again I was the only one in the game. 


>>Nick "back to deathmatch, then" F 

>Bob "Back to bloody revision, which you should be doing too, Mr NickF, or 
>have you finished finals?" Shand 

> 


Rad "about time I started some revision" K 


—-MESSAGE FILE 5308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04031 


—-MESSAGE FILE 5309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004032 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 13:15:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <373AC25A.F1940C05@yaroze2000.freeserve.co.uk> 

References: <7h8p4jSkr43@chuka.playstation.co.uk> <7hcecfrSkr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> <7he7jqSkr411@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.189 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1385 scee.yaroze.freetalk.english 
24032 


Blimey!!!! 
What sort of connection are you using - t3? That's gotta be one THICK cable! 


Cheers 
Tones 8) 
Rad wrote: 


> Yep sure is, took about 1 min to download Q3Test with the Uni connection :) 
> 


—-MESSAGE FILE 5309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04032 


—-MESSAGE FILE 5310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004033 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Q3 Test Win32 

Date: Thu, 13 May 1999 13:56:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7hehuiSnpp2@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> <7he7jq$kr411@chuka.playstation.co.uk> <37 
3AC25A.F1940C05@yaroze2000.freeserve.co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1386 scee.yaroze.freetalk.english 
24033 
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University cable, that's all that matters <g> 


Bob 
298rcs@tay.ac.uk 


>Blimey!!!! 

>What sort of connection are you using - t3? That's gotta be one THICK 
cable! 

> 

>Cheers 

> 

>Tones 8) 


—-MESSAGE FILE 5310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04033 


--MESSAGE FILE 5311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004034 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Animation 

Date: Thu, 13 May 1999 16:07:46 +0100 

Organization: Max Studios 

Lines: 31 
Message-ID: <373AEBEAC2.5D25C39E@which.net> 
NNTP-Posting-Host: p52-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" E130AA8E715273D30588C506" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
E130AA8E715273D30588C506 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Does anyone know where I can pick up a tutorial on 2D animation on the 
Net Yaroze? 


Cheers. 


E130AA8E715273D30588C506 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


E130AA8E715273D30588C506-- 
—-MESSAGE FILE 5311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04034 


—-MESSAGE FILE 5312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004035 
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Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 
Date: Thu, 13 May 1999 16:11:34 +0100 
Organization: Max Studios 
Lines: 46 
Message-ID: <373AEBA6. 96445EBC@which.net> 
References: <7gaugl1$2mq3@scea> 
NNTP-Posting-Host: p52-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 439DA9F5CDB77FF27CD15DAF" 
X-Mailer: Mozilla 4.5 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1387 scee.yaroze.freetalk.english 
24035 


This is a multi-part message in MIME format. 
439DA9F5CDB77FF27CD15DAF 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Damed right man! Make a Yaroze 2 and give Yaroze Members the chance to get one 
first! 


Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


43 9DA9F5CDB77FF27CD15DAF 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


43 9DA9F5CDB77FF27CD15DAF-- 


—-MESSAGE FILE 5312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04035 


—-MESSAGE FILE 5313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004036 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Silly names 

Date: Thu, 13 May 1999 17:36:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7heugqtSnpp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Is it just me, or do machine designers appear to internally name things 
stupidly all the time. 


Look at these 


Blackbelt - The SOA version of Dreamcast 
Katana - The SOJ version of Dreamcast 
Dreamcast - See Above 


Dolphin - New Nintendo machine project name 
Gekko - The PowerPC based chip 


What next?? 

The Sega "Brick"<g> 

The Sony "Whiteboard" 
The Nintendo "Catch-22" 


To emulate the pros I think I'll call me next project...... 

"Project Teapot". Yep that'll do.... erm... Oh I know maybe "Project 
EEE Etena eor 

Bob 


298rcs@tay.ac.uk 


--MESSAGE FILE 5313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04036 


--MESSAGE FILE 5314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004037 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Gregory A. Cook" <gregory.cook@delta-air.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Thu, 13 May 1999 16:11:11 -0400 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <7hfb1h$4sj1@scea> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> <7gld3e$rfj4@scea> 
Reply-To: "Gregory A. Cook" <gregcook@bellsouth.net> 

NNTP-Posting-Host: viking2.delta-air.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1388 scee.yaroze.freetalk.english 
24037 


One more for the stack! 


Count me in for Yaroze 2. This has been a tremendous learning experience. 

I think I am one of the few people in this program who has a full-time job 
in the IT industry. I have always enjoyed playing games and marveled from a 
distance at the increasing complexity and production value of videogames. 


The Yaroze program has given me an entry point into an otherwise fairly 
closed industry, that being console game development. If I had it to do 
over I would definitely go the route of game developer instead of IT 
developer, but at least with a Yaroze and hopefully Yaroze 2 program when I 
tire of corporate development (very soon), I have an opportunity to show 
that my software engineering skills are portable to this industry, thus 
hopefully avoiding starting over completely. 
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I sincerely hope Sony continues with the Yaroze program, this was a great 
idea! 


Thanks, 


Gregory A. Cook 


Steve Tolin <BitSlap_Software@bigfoot.com> wrote in message 

news: 7gld3e$rfj4@scea... 

> The support for this is better that what I thought it would be I figured 
most were not paying any attention to this newsgroups anymore... 


Hopefully we can get almost everybody to place their name here. Keep them 
coming. 


Hopefully Sony is watching... 


Steve Tolin SCEA Member 
BitSlap Software 


VVVVVVVVV VV 


—-MESSAGE FILE 5314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04037 


—-MESSAGE FILE 5315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004038 

Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Check my demo.. (yay !!) 

Date: Fri, 14 May 1999 12:20:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7hhOttSnpp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Check my demo at http://www.netyaroze-europe.com/~praxis1/ 
Tell me what you think...Even if you think it's crap still tell me. 
Check ya later, 


Aaron blaisetech@yahoo.com 


—-MESSAGE FILE 5315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04038 


—-MESSAGE FILE 5316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004039 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Fri, 14 May 1999 17:30:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <373C4FB4.40503AE4@yaroze2000.freeserve.co.uk> 
References: <373AEAC2.5D25C39E@which.net> 
NNTP-Posting-Host: 193.82.133.189 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Hi Andrew, 

Don't know of any tutorials, 'Շօտ I was in a similar situation nearly a year 


ago. If your still stuck in the meantime, try using arrays to store your u 
and v values- it's quick and a great deal easier to maintain. Ie. : 


#define NUM_ANIMS (23) // Number of animations 
#define ANIM_LEN_1 (10) //10 Frame animation 


int ANIM1U[10] = { 10, 20, 30, 40, 50, 60, 70, 80, 90, 100 }; // Ս 
positions for anim 1 which has 10 frames 

int ANIM1V[10] = { 0, 0, 0, 0, 0, 30, 30, 30, 30, 30 }; // 
V positions for anim 2 


Ie then to set playerl to frame 2 of anim 1, do playerl.u = ANIMI1U[1], 
playerl.v = ANIMIV[1]; 


Then all I do is call an animition procedure which handles EVERY type of 
animation you have set up. Even better, if you define an animation structure 
as an array 

the size of the number of animations, you can do all sorts of cool routines, 
and it's bloody easy to maintain, such as 


struct ANIM _ STRUCT 


{ 
int ANIM_DELAY; // How long to delay between each frame 


int CURRENT_FRAME; // How far into the animation has it played? 
int STILL_PLAYING; // Is the animation still playing ? 
int COUNTER; // How long till the next frame plays (I.e. has the 


counter reached the delay variable for this animation?) 
} ANIM_DETAIL[NUM_ANIMS]; 


Make sure you write an initialisation routine though, so that the values are 
set for later use. If your interested, my procedure for the animation handler 
in my new game (which is still a secret :) ) looks like this 


void AnimPlayerlControl(int AnimNumber, int *AnimArrayU, int *AnimArrayV) // 
Pass the animation you want to play, and the pointers to the ANIM1U 

{ 

// array (or ANIM2U etc) and the V array. 


// This procedure controls the animation routines required for Player 1 


ANIM_DETATIL[AnimNumber] .COUNTER++; 
PLAYER_DETAIL[PLAYER_ONE] .CURRENT_ANIM = AnimNumber; 
PLAYER_DETAIL[PLAYER_ONE] .STILL_PLAYING=1; 
PLAYER_DETAIL[PLAYER_ONE] .AnimArrayU = AnimArrayU; 
PLAYER_DETAIL[PLAYER_ONE] .AnimArrayV = AnimArrayV; 


if ( ANIM_DETAIL[AnimNumber].COUNTER > ANIM _DETAIL[AnimNumber].ANIM_DELAY ) 
{ 
ANIM_DETATIL[AnimNumber] . COUNTER=0; 
if ( ANIM_DETAIL[AnimNumber].CURRENT_FRAME < LENANIM[AnimNumber] ) 
{ 


playerl.u = AnimArrayU[ANIM_DETAIL[AnimNumber] .CURRENT_FRAME] ; 
playerl.v = AnimArrayV[ANIM_DETAIL[AnimNumber] .CURRENT_FRAME] ; 
ANIM_DETATL[AnimNumber] .CURRENT_FRAME++; 


} 
else 
{ 
ANIM_DETATIL[AnimNumber] . COUNTER=0; 
ANIM_DETATL[AnimNumber] .CURRENT_FRAME=0; 
ANIM_DETATL[AnimNumber] .STILL_ PLAYING = 0; 
PLAYER_DETAIL[PLAYER_ONE] .STILL_PLAYING=0; 


//Reset Player 1 to normal standing stance 


playerl.u 
playerl.v 


P1_STAND_U; 
P1_STAND_V; 
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} 


// * & k k * k k k k e Q 2 * * * * * < * * * *< 


I know it's a little crap - but it does the job nicely. If you Dase yours 
around this, or if someone else does it a little tidier, use that - but 
otherwise the general 
rule of thumb is pretty much the same no matter which way you do it. And as 
everything is controlled by arrays, you can muck around with the sizes and 
settings to your hearts content! 


Hope this helps, 
Cheers! 


Tones 8) 


Andrew Murray wrote: 


> Does anyone know where I can pick up a tutorial on 2D animation on the 
> Net Yaroze? 

> 
> 


Cheers. 


--MESSAGE FILE 5316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04039 


--MESSAGE FILE 5317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004040 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silly names 

Date: Fri, 14 May 1999 17:33:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <373C5041.AD4323FF@yaroze2000.freeserve.co.uk> 
References: <7heuqtSnpp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.189 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I remember the Amiga had odd named chips. 'Paula' was one that springs to 
mind.... 
I think I know what the Dreamcast will eventually be called - it could well 
be 'ՔՇ' | 
Tones 8) 


—-MESSAGE FILE 5317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04040 


—-MESSAGE FILE 5318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004041 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silly names 

Date: Fri, 14 May 1999 21:10:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7hi03iSnpp8@chuka.playstation.co.uk> 

References: <7heugqt$npp3@chuka.playstation.co.uk> <373C5041.AD4323FF@yaroze2000.free 
serve.co.uk> 

NNTP-Posting-Host: modem-9.osmium.dialup.pol.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


and agnus and denise, plus the main board was rock lobster, or dune buggy on 
the a600 (both songs by the b52's). what useless information :) 


Tones wrote in message <373C5041.AD4323FF@yaroze2000.freeserve.co.uk>... 
>I remember the Amiga had odd named chips. 'Paula' was one that springs to 


>mind.... 
> 


>I think I know what the Dreamcast will eventually be called - it could well 


>be 'PC'! 
> 
>Tones 8) 
> 


—-MESSAGE FILE 5318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04041 


—-MESSAGE FILE 5319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004042 
Path: chuka.playstation.co.uk!news 


From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Silly names 

Date: Sat, 15 May 1999 00:37:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 


Message-ID: <7hic91Snpp11@chuka.playstation.co.uk> 
References: <7heugqt$npp3@chuka.playstation.co.uk> <373C5041.AD4323FF@yaroze2000.free 


serve.co.uk> 


NNTP-Posting-Host: th-gt141-087.pool.dircon.co.uk 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Tones <slick@yaroze2000.freeserve.co.uk> wrote in message 
news :373C5041.AD4323FF@yaroze2000.freeserve.co.uk... 


> I remember the Amiga had odd named chips. "Paula' was one that springs to 
> mind.... 

> 

> I think I know what the Dreamcast will eventually be called - it could 
well 

> be 'PC'! 

> 

> Tones 8) 

> 


Gotta admit the 'DC' is suspiciously too similar 


Oe EPC u 


—-MESSAGE FILE 5319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04042 


—-MESSAGE FILE 5320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004043 
Path: chuka.playstation.co.uk!news 
From: "Al" <admars32@breathemail.net> 


Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 


Subject: Re: Q3 Test Win32 

Date: Fri, 14 May 1999 00:13:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 


Message-ID: <7hjaa9Snpp12@chuka.playstation.co.uk> 

References: <7h8p4j$kr43@chuka.playstation.co.uk> <7hccfrS$kr46@chuka.playstation.co. 
uk> <7he4r9Skr49@chuka.playstation.co.uk> <7he7jqS$kr411@chuka.playstation.co.uk> <37 
3AC25A.F1940C05@yaroze2000.freeserve.co.uk> <7hehuiSnpp2@chuka.playstation.co.uk> 
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NNTP-Posting-Host: VIP-209-28.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1389 scee.yaroze.freetalk.english 
24043 


At my uni (Bournemouth) we were surprised by how fast we could play over the 
internet, then Sys admin came in the following day and said it was 'cos most 
ppl are doing exams, hardly any-one is surfing throughout the day, so the 5 

of us had 4 t3 lines to ourselves basically :) 


unfortunately I didn't get the same speed at home on my 56k modem, which on 
retrospect is a good thing cos I'm sure I'd be in trouble when the phone 
bill arrives ;) 


While we're on the subject of Q3, has anyone else had the strange phenomena 
of it running better under NT than win 95? 


Chears, 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 
Playstation / Bodypiercing / CDs / Gigs / Radio 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
<7hehuiSnpp2@chuka.playstation.co.uk>... 
>University cable, that's all that matters <g> 

> 
>Bob 

>298rcs@tay.ac.uk 

> 

>>Blimey!!!! 

>>What sort of connection are you using - t3? That's gotta be one THICK 
>cable! 

>> 

>>Cheers 

>> 

>>Tones 8) 

> 

> 

> 


—-MESSAGE FILE 5320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04043 


—-MESSAGE FILE 5321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004044 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silly names 

Date: Fri, 14 May 1999 00:17:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7hjaaaSnpp1l3@chuka.playstation.co.uk> 
References: <7heuqtSnpp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: VIP-209-28.vip.uk.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hmmn, Project Teapot is actually a pretty good name, I don't think I've ever 
seen a 3d demo or 3d graphics book which doesn't have a teapot lurking about 
somewhere, oh hang on, that was probably your point, d'oh! 


thinking about it, I haven't seen any PSX teapots, would be kind of easy 
though for 3ds max users ;) 


Al 
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http://www.geocities.com/SunsetStrip/Palms/3657 
Playstation / Bodypiercing / CDs / Gigs / Radio 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 

<7heugqt Snpp3@chuka.playstation.co.uk>... 

>Is it just me, or do machine designers appear to internally name things 
>stupidly all the time. 

> 

>Look at these 


Blackbelt - The SOA version of Dreamcast 
Katana - The SOJ version of Dreamcast 


> 
> 
> 
>Dreamcast - See Above 
> 
> 


Dolphin - New Nintendo machine project name 

>Gekko - The PowerPC based chip 

> 

>What next?? 

>The Sega "Brick"<g> 

>The Sony "Whiteboard" 

>The Nintendo "Catch-22" 

> 

>To emulate the pros I think I'll call me next project...... 
> 

>"Project Teapot". Yep that'll do.... erm... Oh I know maybe "Project 
>2FPerret". շառ» 

> 

>Bob 

>298rcs@tay.ac.uk 

> 

> 


—-MESSAGE FILE 5321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04044 


—-MESSAGE FILE 5322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004045 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Animation 
Date: Sat, 15 May 1999 22:51:53 +0100 
Organization: Max Studios 
Lines: 133 
Message-ID: <373DEC79.53394309@which.net> 
References: <373AEAC2.5D25C39E@which.net> <373C4FB4.40503AR4@yaroze2000.freeserve.co 
.uk> 
NNTP-Posting-Host: p02-bantam-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 723E9F2C6B36027D20FD9721" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
723E9F2C6B36027D20FD9721 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Cheers tones you're a real cool guy. You helped me discover animation on the 
Yaroze (no mean feat!) What's yer web address and I'll put it on my web site. Mine 
is at 

http://www.netyaroze-europe.com/~leonl7 


Thanx 


Net Yaroze newsgroups message dump.txt Page 


Max 


Tones wrote: 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Hi Andrew, 


Don't know of any tutorials, 'cos I was in a similar situation nearly a year 
ago. If your still stuck in the meantime, try using arrays to store your u 
and v values- it's quick and a great deal easier to maintain. Ie. 


#define NUM_ANIMS (23) // Number of animations 
#define ANIM _LEN_1 (10) //10 Frame animation 


int ANIM1U[10] = { 10, 20, 30, 40, 50, 60, 70, 80, 90, 100 }; // U 
positions for anim 1 which has 10 frames 

int ANIM1V[10] = { 0, 0, 0, 0, 0, 30, 30, 30, 30, 30 }; // 
V positions for anim 2 


Ie then to set playerl to frame 2 of anim 1 , do playerl.u = ANIM1U[1], 
playerl.v = ANIMIV[1]; 


Then all I do is call an animition procedure which handles EVERY type of 
animation you have set up. Even better, if you define an animation structure 
as an array 

the size of the number of animations, you can do all sorts of cool routines, 
and it's bloody easy to maintain, such as 


struct ANIM STRUCT 


{ 
int ANIM_DELAY; // How long to delay between each frame 


int CURRENT_FRAME; // How far into the animation has it played? 
int STILL_PLAYING; // Is the animation still playing ? 
int COUNTER; // How long till the next frame plays (I.e. has the 


counter reached the delay variable for this animation?) 
} ANIM_DETAIL[NUM_ANIMS]; 


Make sure you write an initialisation routine though, so that the values are 
set for later use. If your interested, my procedure for the animation handler 
in my new game (which is still a secret :) ) looks like this 


void AnimPlayerlControl(int AnimNumber, int *AnimArrayU, int *AnimArrayV) // 
Pass the animation you want to play, and the pointers to the ANIM1U 

{ 

// array (or ANIM2U etc) and the V array. 


// This procedure controls the animation routines required for Player 1 


ANIM_DETATIL[AnimNumber] .COUNTER++; 
PLAYER_DETAIL[PLAYER_ONE] .CURRENT_ANIM = AnimNumber; 
PLAYER_DETAIL[PLAYER_ONE] .STILL_PLAYING=1; 
PLAYER_DETAIL[PLAYER_ONE] .AnimArrayU = AnimArrayU; 
PLAYER_DETAIL[PLAYER_ONE] .AnimArrayV = AnimArrayV; 


if ( ANIM_DETAIL[AnimNumber].COUNTER > ANIM_DETAIL[AnimNumber].ANIM_DELAY ) 
{ 
ANIM_DETATL[AnimNumber] . COUNTER=0; 
if ( ANIM_DETAIL[AnimNumber].CURRENT_FRAME < LENANIM[AnimNumber] ) 
{ 
playerl.u = AnimArrayU[ANIM_DETAIL[AnimNumber] .CURRENT_FRAME]; 
playerl.v = AnimArrayV[ANIM_DETAIL[AnimNumber] .CURRENT_FRAME]; 
ANIM_DETAIL[AnimNumber] . CURRENT_FRAME++; 
} 
else 
{ 
ANIM_DETATIL[AnimNumber] .COUNTER=0; 
ANIM_DETATL[AnimNumber] .CURRENT_FRAME=0; 
ANIM_DETATIL[AnimNumber].STILL_PLAYING = 0; 
PLAYER_DETAIL[PLAYER_ONE] .STILL_PLAYING=0; 


//Reset Player 1 to normal standing stance 


playerl.u 
playerl.v 


P1_STAND_U; 
P1_STAND_V; 
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} 
} 
} 


Tf * & k k * k k k k e Q 2 * * * * * * < * * *< 


I know it's a little crap - but it does the job nicely. If you Dase yours 
around this, or if someone else does it a little tidier, use that - but 
otherwise the general 
rule of thumb is pretty much the same no matter which way you do it. And as 
everything is controlled by arrays, you can muck around with the sizes and 
settings to your hearts content! 


Hope this helps, 
Cheers! 

Tones 8) 

Andrew Murray wrote: 


Does anyone know where I can pick up a tutorial on 2D animation on the 
Net Yaroze? 


VVVVVVVVVVVVVVV VV VV OMN Y VV 


> 
> 
> 
> Cheers. 


723E9F2C6B36027D20FD9721 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


723E9F2C6B36027D20FD9721-- 


—-MESSAGE FILE 5322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04045 


—-MESSAGE FILE 5323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004046 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 02:43:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <373£8229.524246726@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <3729A9CD.6A7433C8@mundivia.es> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1390 scee.yaroze.freetalk.english 
:4046 


I'm there! 


Need you ask? 
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> 

>Steve Tolin wrote: 

> 

>> As most of you are probably aware there are some rumors and some 

>> confirmations about Net Yaroze 2. 

>> 

>> The latest comes from http://www.gaming-intelligence.com/news/n990428f html 
>> with news from Phil Harrision about the possibilities of a Net Yaroze 2 ata 
>> development press conference at Stanford University. 

>> 

>> I'm hoping that the support of current Net Yaroze members will influence 

>> Sony's decision to proceed with a follow up program. 

>> 

>> If you plan on continuing with the next Yaroze and would like Sony to know 
>> about it please add your name and comments to this thread. 

>> 
>> Steve Tolin SCEA Member 


—-MESSAGE FILE 5323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04046 


-—-MESSAGE FILE 5324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004047 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 02:57:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <3740830d.524474704@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0S$iko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7gp65bSikol@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1391 scee.yaroze.freetalk.english 
24047 


Robert, 

If I may add my two cents... I quoted your entire message and Toby's 
excerpts because I think they are rather relevant to the "big 
picture". 


You argue that people spend most of their CPU doing graphics, that 
people push their machine for graphics, and that we really should 
focus on more team work to bring more professional looking games to 
the world. 


Now, considering what Toby said about more levels of abstraction, let 
me suggest this: 


1. More layers of abstraction means that only a handful of us need to 
worry about nitty-gritty graphical optimization 

2. Not worrying about nitty-gritty graphical optimization may mean 
that we can worry about writing a better game. 

3. Because in its current state, graphics really dominate the game 
development process (meaning, we have to squeeze every CPU clock we 
can to get decent results), we can't write games where the graphical 
code aren't intertwined in the source, and totally dominating the 
direction of the program. This makes it harder for a cooperative 
effort, since you can't as easily section off work. 


With a faster machine with a few more clocks to spare, we could not be 
completely paranoid about every last bit of juice. 


Maybe that way we can come up with playstation-like games ona 
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playstation 2 (yes, I said that right), instead of writing atari games 
on a playstation! 


The funny thing is that my points all go against my philosophy, but in 


this case, we're in as hobbyists. I keep complaining that though PC's 
are 1000's times faster than when I got my first one, software doesn't 
run any faster. Its all bloated and useless. Frankly, that is 


because in today's market, software vendors have become extremely 
lazy, whereas back in the days they used to spend much more time 
optimizing code than writing it. Now the just hack whatever they want 
in there. I sneer at this philosophy, but considering our position as 
hobbyists, with somewhat smaller aspirations, there is no reason we 
cannot do this. 


There is no reason why, once given good hardware to handle the 
overhead, some people cannot write really awesome graphical routines, 
others really awesome sound routines, and hey, let the visual basic 
programmers out there write half decent games (and those of us who 
program by higher standards, well, we can write really good games). 


Steven 


On Thu, 06 May 1999 14:14:17 GMT, yaroze@theburrow.co.uk (Barry & 
Robert Swan) wrote: 


>On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 

>wrote: 

> 

>>Regarding ease of use, the whole point of a faster machine is that you can 
>>afford more levels of abstraction, thus making it easier, rather than harder, 
>>to program for. 

> 

>Very true. But regardless of how powerful the machine, it can only do 

>so much for you. If the Yaroze had the power of a PC cpu, Im not sure 

>there would be any more intelligent collision detection than bounding 

>box/ spheres etc. And these can be done on a speccy... Where are the 

>solid state mechanics and stuff? Animation is another area... and I'm 
>worried people think we should all be at that level, which is rubbish. 

>My 'demos' are exactly the same as most other things on this site; 

>same old game but with 'better' graphics. And in my case this is 

>because of vanity on my part and wanting stuff to look good, and also 

>Im aware that to follow one of those routes is a big area, one that 

>doesn't have the instant nice results as of doing a decent landscape 
>routine. So instead of ploughing into meaty areas of maths and stuff 

>we concentrate on the graphics which is completely valid for ourselves 

>but we would not necassarily benefit from an upgrade to NY2 by the 

>same measure we would if trying to follow those maths-intensive areas. 

> 

> 

>>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>>work and time, and as such tends to be a demotivating factor. The 3 main things 
>>that the PS2 offers over the PSX, that I think everyone would consider a 
>>benefit are the FPU, increased CPU speed and increased memory (and the 
>>possibility of better memory management) . 

> 

>well, i push the machine to its limits in terms of memory and gpu/ 

>gte, but reckon that only about 5% of the cpu time is used for non 

>graphics stuff. Show me a Yaroze game that is different is what Id 

>say... 

> 

>>Regardless of any of this, I don't really understand why there's a need to 
>>'prove' that we're worthy of an NY2 program. I can't see any way in which the 
>>original NY program has hurt Sony (In fact, I think that even if the results 
>>have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
>>didn't have to prove anything when we signed up for the first NY program, so 
>>that obviously wasn't a criterion for Sony to start with. I'll be a little 
>>upset if it has become one now. 

> 

>You are right really. We paid for the NY we do what we want from it. 

>And generally we are all happy with it. But from a business model Im 

>not sure it has been worth it for Sony; some good publicity for what 

>amounts to a pain in the arse for them. I disagree with businesses 


Net Yaroze newsgroups message dump.txt Page 3421 


>being run merely for profit and yet I cant argue if that is how they 
>choose to run. NY2 for home users I think would leave a lot of people 
>with a more expensive piece of kit than NY, and with not much better 
>results from it. Working in teams I think should be the way to catch 
>up with pro dev houses, not working with more powerful hardware, and 


>would teach you skills worth more in the industry. (if you desire 
>those) 

> 

>PS George; If I did a pda game for Yaroze then it would be hard to 
>justify stopping it (although undoubtedly it would be!) Would not be 


>giving any away any more stuff than you could get from any other 
>commercial pda game. 

> 

>Rob 


—-MESSAGE FILE 5324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04047 


-—-MESSAGE FILE 5325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004048 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 03:27:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <37418c82.526895305@news.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <01lbe973aS65f4ec40SLocalHost@default> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1392 scee.yaroze.freetalk.english 
:4048 


On Fri, 7 May 1999 01:32:07 -0700, wal@blarg.net (wayne a. lee) wrote: 


>if sony really wants to make good on the mission of allowing amateurs to 
>develop breakthrough gameplay, say on a yaroze 2, then they should 
>provide more and better *tools.* more than just a command-line C 
>compiler and rudimentary RSD/TIM utilities. every kit should include a 
>3d modeller and sound editor, with full import/export to yaroze 2's 
>native formats, including textures and animation. maybe even a couple of 
>simple level-editors/world-builders with accompanying game engines 
>(w/source code). sure, this is a lot bigger investment and support 
>hassle, but i think the extra effort and money would pay off a lot more 
>than whatever what invested in the current yaroze program. 


I'm just a little curious... do they offer all this to professional 
developers right now? 


I mean 3d modelers and all? 
Steven 


—-MESSAGE FILE 5325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04048 


—-MESSAGE FILE 5326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004049 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 03:28:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <37428cdc.526985765@news.playstation.co.uk> 
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References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <slrn7j2glt.n2g.t 
js@longford.cs.monash.edu.au> <7gp65bSikol@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1393 scee.yaroze.freetalk.english 
24049 


Robert, 

If I may add my two cents... I quoted your entire message and Toby's 
excerpts because I think they are rather relevant to the "big 
picture". 


You argue that people spend most of their CPU doing graphics, that 
people push their machine for graphics, and that we really should 
focus on more team work to bring more professional looking games to 
the world. 


Now, considering what Toby said about more levels of abstraction, let 
me suggest this: 


1. More layers of abstraction means that only a handful of us need to 
worry about nitty-gritty graphical optimization 

2. Not worrying about nitty-gritty graphical optimization may mean 
that we can worry about writing a better game. 

3. Because in its current state, graphics really dominate the game 
development process (meaning, we have to squeeze every CPU clock we 
can to get decent results), we can't write games where the graphical 
code aren't intertwined in the source, and totally dominating the 
direction of the program. This makes it harder for a cooperative 
effort, since you can't as easily section off work. 


With a faster machine with a few more clocks to spare, we could not be 
completely paranoid about every last bit of juice. 


Maybe that way we can come up with playstation-like games ona 
playstation 2 (yes, I said that right), instead of writing atari games 
on a playstation! 


The funny thing is that my points all go against my philosophy, but in 


this case, we're in as hobbyists. I keep complaining that though PC's 
are 1000's times faster than when I got my first one, software doesn't 
run any faster. Its all bloated and useless. Frankly, that is 


because in today's market, software vendors have become extremely 
lazy, whereas back in the days they used to spend much more time 
optimizing code than writing it. Now the just hack whatever they want 
in there. I sneer at this philosophy, but considering our position as 
hobbyists, with somewhat smaller aspirations, there is no reason we 
cannot do this. 


There is no reason why, once given good hardware to handle the 
overhead, some people cannot write really awesome graphical routines, 
others really awesome sound routines, and hey, let the visual basic 
programmers out there write half decent games (and those of us who 
program by higher standards, well, we can write really good games). 


Steven 


On Thu, 06 May 1999 14:14:17 GMT, yaroze@theburrow.co.uk (Barry & 
Robert Swan) wrote: 


>On 6 May 1999 07:09:55 GMT, tjs@cs.monash.edu.au (Toby Sargeant) 

>wrote: 

> 

>>Regarding ease of use, the whole point of a faster machine is that you can 
>>afford more levels of abstraction, thus making it easier, rather than harder, 
>>to program for. 

> 

>Very true. But regardless of how powerful the machine, it can only do 
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>so much for you. If the Yaroze had the power of a PC cpu, Im not sure 

>there would be any more intelligent collision detection than bounding 

>box/ spheres etc. And these can be done on a speccy... Where are the 

>solid state mechanics and stuff? Animation is another area... and I'm 
>worried people think we should all be at that level, which is rubbish. 

>My 'demos' are exactly the same as most other things on this site; 

>same old game but with 'better' graphics. And in my case this is 

>because of vanity on my part and wanting stuff to look good, and also 

>Im aware that to follow one of those routes is a big area, one that 

>doesn't have the instant nice results as of doing a decent landscape 
>routine. So instead of ploughing into meaty areas of maths and stuff 

>we concentrate on the graphics which is completely valid for ourselves 

>but we would not necassarily benefit from an upgrade to NY2 by the 

>same measure we would if trying to follow those maths-intensive areas. 

> 

> 

>>Regarding the fact that noone's pushed a yaroze to its limits, I think it's 
>>worthwhile to note that pushing a machine to its limits requires a lot of hard 
>>work and time, and as such tends to be a demotivating factor. The 3 main things 
>>that the PS2 offers over the PSX, that I think everyone would consider a 
>>benefit are the FPU, increased CPU speed and increased memory (and the 
>>possibility of better memory management). 

> 

>well, i push the machine to its limits in terms of memory and gpu/ 

>gte, but reckon that only about 5% of the cpu time is used for non 

>graphics stuff. Show me a Yaroze game that is different is what Id 

>say... 

> 

>>Regardless of any of this, I don't really understand why there's a need to 
>>'prove' that we're worthy of an NY2 program. I can't see any way in which the 
>>original NY program has hurt Sony (In fact, I think that even if the results 
>>have been ... sparse ..., the publicity ias been _good_). Also, we certainly 
>>didn't have to prove anything when we signed up for the first NY program, so 
>>that obviously wasn't a criterion for Sony to start with. I'll be a little 
>>upset if it has become one now. 

> 

>You are right really. We paid for the NY we do what we want from it. 

>And generally we are all happy with it. But from a business model Im 

>not sure it has been worth it for Sony; some good publicity for what 

>amounts to a pain in the arse for them. I disagree with businesses 

>being run merely for profit and yet I cant argue if that is how they 

>choose to run. NY2 for home users I think would leave a lot of people 

>with a more expensive piece of kit than NY, and with not much better 

>results from it. Working in teams I think should be the way to catch 

>up with pro dev houses, not working with more powerful hardware, and 


>would teach you skills worth more in the industry. (if you desire 
>those) 

> 

>PS George; If I did a pda game for Yaroze then it would be hard to 
>justify stopping it (although undoubtedly it would be!) Would not be 


>giving any away any more stuff than you could get from any other 
>commercial pda game. 

> 

>Rob 


-—-MESSAGE FILE 5326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04049 


—-MESSAGE FILE 5327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004050 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Animation 

Date: Mon, 17 May 1999 13:57:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <37401252.C42D084E@yaroze2000.freeserve.co.uk> 

References: <373AEAC2.5D25C39E@which.net> <373C4FB4.40503AER4@yaroze2000.freeserve.co 
-uk> <373DEC79.53394309@which.net> 

NNTP-Posting-Host: 193.82.133.197 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


No sweat. 
Mine is at http://www.netyaroze-europe.com/~tbolton 


I wouldn't get excited too much though - I've not been able to update it for yonks, 
moving house and that has made my internet access dwindle somewhat! 


Cheers! 
Tones 8) 


—-MESSAGE FILE 5327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04050 


-—-MESSAGE FILE 5328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004051 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silly names 

Date: Mon, 17 May 1999 15:14:10 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldrx4tc.fmtb8qqo43b4N@[194.151.88.142]> 
References: <7heuqtSnpp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 


I can remember computers named after fruit (clothes) and nuts.. 


Apple (Macintosh) Acorn.. 
—-MESSAGE FILE 5328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04051 


—-MESSAGE FILE 5329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004052 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bleem! scam 

Date: Mon, 17 May 1999 09:18:51 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7hpf9c$s2i3@scea> 

References: <7g76t6Sft1l2@chuka.playstation.co.uk> <7gasg1Sft1l4@chuka.playstation.co. 
uk> <7gn63iSrfj6@scea> <7gukcp$2qce2@chuka.playstation.co.uk> 

NNTP-Posting-Host: tide74.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The final binary was released on the weekend. Wow! Լ must say that RR4 and 
Gran Turismo look much better hardware accelerated at 1024x768x32 :) 
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-Steve 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 


news: 7gukcp$2qc2@chuka.playstation.co.uk... 
> But /still/ no EXE. What a mess. 


Derek 


>It's no scam, I got my Key CD yesterday. 
> 
>-Steve 


VVVVVVVV VV 


Steve Spiller wrote in message <7gn63iSrfj6@scea>... 
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—-MESSAGE FILE 5329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04052 


—-MESSAGE FILE 5330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004053 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Animation Tutorials 

Date: Mon, 17 May 1999 17:59:03 +0100 
Organization: Max Studios 

Lines: 32 
Message-ID: <37404AD6.C6D383B9@which.net> 
NNTP-Posting-Host: p286-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" C808DF74D57AFA39B7454382" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
C808DF74D5 7AFA39B7454382 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Does anyone out there have any tutorials out there for 2D and 


animations. 
I would be very apreciative. 


Max 


C808DF74D57AFA39B7454382 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 
email;internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


C808DF74D57AFA39B7454382-- 


—-MESSAGE FILE 5330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04053 
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—-MESSAGE FILE 5331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004054 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silly names 

Date: Mon, 17 May 1999 18:26:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7hpjbh$4u51@chuka.playstation.co.uk> 

References: <7heugqtSnpp3@chuka.playstation.co.uk> <ldrx4tc. fmtb8qqo43b4N@[194.151.88 
.142|» 

NNTP-Posting-Host: 193.82.133.197 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hehe! 
I forgot all about the obvious ones! 


Tones 8) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in message 
news: ldrx4tc. fmtb8qqo43b4N@[194.151.88.142]... 
> I can remember computers named after fruit (clothes) and nuts.. 


—-MESSAGE FILE 5331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04054 


-—-MESSAGE FILE 5332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004055 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Personal E3 highlights 

Date: Mon, 17 May 1999 13:28:17 -0700 

Organization: SCEA News Server 

Lines: 68 

Message-ID: <37407BE1.86D23930@vmlabs.com> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4055 scea.yaroze.freetalk 
21394 


Hi all, 


Just thought I'd share what I found to be the highlights of my trip to 
E3 (this is cut-and-paste from my web page, sorry). Here we go: 


o Watching idiots embarrass themselves by asking Lara Croft questions 
at the Eidos booth. I felt bad for the model playing Lara. 

o Seeing a guy dressed in a big Q-bert suit and just about busting my 
gut laughing. 

o Watching the Rayman cartoon done in complete CG. This thing was just 
so cool. In addition to the beautifully rendered cartoon itself, it 
had lots of humor. Watch for it coming to Saturday mornings. 

o Putting a face to the name of another Yaroze member, Wayne Lee. We 
ate lunch and chatted for a bit. 

o Seeing Dance Dance Revolution for the first time and watching 
several people's adequate attempts. And then seeing a Japanese girl 
get up there and totally kick ass! Watching the game played by a 
master is like poetry in motion (to borrow a cliche). 
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Having a nice chat with Bryon from Maximum PC magazine during the 
shuttle ride home on Friday. 

Battlezone 2 for the PC - One of the few OHMYGOD titles at the show. 
I never played the first one, but I will definitely pick up the 
sequel. 
Happiness at getting to play a near-arcade-perfect version of one of 
my favorite games Space Ace. And then despair when seeing the half- 
second pauses that occur in between each move. And then happiness 
again after the gentleman explained that one of the enhancements to 
the NUON version will be to get rid of said pauses. 

Being taken by suprise at seeing a banner for Dragon's Lair 3D. I 
hope they don't screw that one up. Can you tell I'ma fan of the 
old laser disc games? 

Getting a free Zelda: OOT strategy guide from the Primas booth by 
just happening to walk by during the 2-hour window when they were 
giving them away. While I've already finished the game, my finacee 
is still working on it. 

Seeing the PSX2 demos firsthand including the playable Gran 

Tourismo demo. 

Obtaining no less than 16 distinct free magazines at the show. It 
was great until I had to carry all the ones I didn't finish reading 
back home with me. A dozen magazines in a duffle bag weigh 
approximately 10 tons. Not good when I'm trying to run to catch a 
flight in 15 minutes. 

The lack of recycling bins for said magazines. What a serious shame 
that thousands of people will throw away all those mags after 
reading them. 

Deciding to definetly buy FF8 after watching the movie shown on the 
huge screen. And then deciding there's no way I'll buy it after 
going to the interactive kiosks and watching some guy fight the same 
boring battle for 10 minutes. 

Ecco the Dolphin for Dreamcast - This game singlehandedly cinched a 
DC purchase for me. 

Being very impressed with Ready 2 Rumble for Dreamcast initially, 
and then bored with it after seeing it for 3 days. 

Watching people play Um Jammer Lammy on a giant 15-foot TV screen. 
And subsequently getting one of the songs stuck in my head ("Now put 
these kids to sleep will ya"). 

Initial impressions of Command & Conquer 2 leaving me unexcited. 
Units still move in only 8 directions? Come on guys, didn't you ever 
hear of a game called Total Annihilation? 

Not trying to tow the company line, but Tempest 3000 for NUON floored 
me. I'd seen earlier builds, but the one at the show was just sooo 
cool. Maybe it was because it was played on the big screen. Maybe 
it was the Prodigy used for background music. Nothing else at the 
show looked quite like it. 

Obtaining 46 new stickers with which to cover my PC case. The case 
is about 75% covered at this point. 


Scott 
—-MESSAGE FILE 5332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04055 
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—-MESSAGE FILE 5333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004056 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Members List CGI Program 

Date: Mon, 17 May 1999 22:02:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7hq0cuS$4u53@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-075.pool.dircon.co.uk 


X- 
Հ- 
X- 
Հ- 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 5.00.2014.211 
MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


As I didn't know who to e-mail this to, I thought I'd post it here: 
On the website, the members list has become huge, and is getting very slow 
to download. Seeing as a lot of people only nip onto this page to see if 
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there are any new games or updates, it becomes tedious to wait for the 
massive list to download, just to see that there no new updates! So to fix 
this is there any chance another CGI program could be written (in addition 
to the List by Registration Date, 
http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome.cgi, the List 
by the Date Last Updated, 
http://www.netyaroze-europe.com/cgi-bin/homepage/listscee_bytime.cgi, and 
the Directory of all Members, 
http://www.netyaroze-europe.com/cgi-bin/list_members.cgi) that displayed 
only those pages registered in the last two weeks or so? I think this would 
help a lot of people. 


Thanks 
Rikki 


—-MESSAGE FILE 5333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04056 


—-MESSAGE FILE 5334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004057 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Mon, 17 May 1999 16:10:01 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7hq0hu$s2i6@scea> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1395 scee.yaroze.freetalk.english 
24057 


Steve Tolin wrote in message <7gaugl$2mq3@scea>... 

>As most of you are probably aware there are some rumors and some 
> 

>[snip] 

> 

>confirmations about Net Yaroze 2. 


>If you plan on continuing with the next Yaroze and would like Sony to know 
>about it please add your name and comments to this thread. 


I'll sign up for a "Yaroze 2" program the day they announce it! :-) 


In fact, I'll *volunteer* to beta test it, or heck, even help *develop* it! 
:-) :-) 


Ed Federmeyer 


-—-MESSAGE FILE 5334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04057 


—-MESSAGE FILE 5335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004058 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Members List CGI Program 

Date: Mon, 17 May 1999 15:25:43 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <37409767.F9E26DC9@vmlabs.com> 

References: <7hq0cuS$4u53@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs33.vmlabs.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


I second this suggestion. For me it takes a full minute to load the 
page - and that doesn't include timeouts and password entry. 


The list "by date that the page was last updated" link is even worse, 
taking several minutes to load. 


Scott 

> As I didn't know who to e-mail this to, I thought I'd post it here: 

> On the website, the members list has become huge, and is getting very slow 
> to download. Seeing as a lot of people only nip onto this page to see if 

> there are any new games or updates, it becomes tedious to wait for the 

> massive list to download, just to see that there no new updates! So to fix 
> this is there any chance another CGI program could be written (in addition 

> to the List by Registration Date, 

> http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome.cgi, the List 
> by the Date Last Updated, 

> http://www.netyaroze-europe.com/cgi-bin/homepage/listscee_bytime.cgi, and 

> the Directory of all Members, 

> http://www.netyaroze-europe.com/cgi-bin/list_members.cgi) that displayed 

> only those pages registered in the last two weeks or so? I think this would 
> help a lot of people. 

> 

> Thanks 

> Rikki 


—-MESSAGE FILE 5335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04058 


-—-MESSAGE FILE 5336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004059 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kevin Holbrook <kwh@neosoft.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Tue, 18 May 1999 00:39:56 +0000 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <3740B6DC.79D59B37@neosoft.com> 

References: <7gaugl1$2mq3@scea> 

NNTP-Posting-Host: kwh.neosoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (X11; U; Linux 2.2.8 i686) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1396 scee.yaroze.freetalk.english 
24059 


Steve Tolin wrote: 


> 

> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 


I intend to continue working with my Yaroze, and would love a chance to 
work with the PSX 2 hardware. I don't work for a huge game development 
company with big bucks to spend on dev. kits, but I would love to 
develop games for the PSX and PSX2 platforms. 


Without the Yaroze, I am left having to settle for PC and Mac game 
development. 

This is also the ONLY way I can get "experience" working on a console 
system. 
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I sold several people on getting a Yaroze, but it was too late for them 
to get them. 

I think Sony started the Yaroze program way too late in the PSX 
lifecycle. 


With all the advances in the PSX2 and media glitz surrounding it, Sony 
could really create a developer storm by having the Yaroze 2 available 
earlier. Professional development houses wouldn't have to steal 
developers from other shops; instead, they could hire Yarozers as they 
"matured". 


I also would like access to everything the machine has to offer, unlike 
the Yaroze which held key software components aloof for "professionals" 
only. 


The Yaroze program can work in the US, but it needs a very strong and 
clear committment from Sony. It needs to empower, not restrict, 
encourage, not enrage. 


Just my two cents, 

Kevin Holbrook 

—-MESSAGE FILE 5336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04059 


—-MESSAGE FILE 5337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004060 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Personal E3 highlights 

Date: Tue, 18 May 1999 09:16:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <374121E0.7D58@ecs.ox.ac.uk> 

References: <37407BE1.86D23930@vmlabs.com> 

Reply-To: m93cec@ecs.ox.ac.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4060 scea.yaroze.freetalk 
21397 


Agree on the Rayman cartoon ... the game didn't look too bad either. 
Can't say I was blown away by either the Dreamcast or PSX2 - though some 
of the demos were pretty impressive - I liked the sink demo with the 
real-time 'tap' and rubber duck etc. bobbing around .. GT looked like it 


could have done with a bit of anti-aliasing - those graphics were just 
too sharp. 


other stuff ... Perfect Dark looked good, GT2 looked a bit like GT - 
though apparently they were showing a later build behind closed doors 
which was much better (why not on show then 22222). and some of the 
Color Gameboy stuff was fairly impressive - (though Resident Evil in 3D 
wasn't really one of them) 


my first E3 - basically ECTS, 5 times bigger, noisier etc etc. Can't say 


I was too impressed with LA ... Unversal Studios was cool though, 
Terminator 2 3D - nice 'ride' - 3D which really worked. 
Charlie 


Scott Cartier wrote: 
Hi all, 


Just thought I'd share what I found to be the highlights of my trip to 
E3 (this is cut-and-paste from my web page, sorry). Here we go: 


V V V V V V 
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o Watching idiots embarrass themselves by asking Lara Croft questions 
at the Eidos booth. I felt bad for the model playing Lara. 
o Seeing a guy dressed in a big Q-bert suit and just about busting my 
gut laughing. 
o Watching the Rayman cartoon done in complete CG. This thing was just 
so cool. In addition to the beautifully rendered cartoon itself, it 
had lots of humor. Watch for it coming to Saturday mornings. 
-—-MESSAGE FILE 5337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04060 


VVVVVVV 


—-MESSAGE FILE 5338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004061 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Members List CGI Program 

Date: Tue, 18 May 1999 09:23:39 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <3741238B.E21ACB9E@scee.sony.co.uk> 
References: <7hq0cuS$4u53@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw0l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


I'll ask our web guy if he can do anything about it - I'd prefer a page that wasn't 
a CGI script, 

one that was automatically updated daily or something. It's not good if it takes a f 
ull minute for 

the script to complete. 


Cheers 


James 


Rikki Prince wrote: 


> 

> As I didn't know who to e-mail this to, I thought I'd post it here: 

> On the website, the members list has become huge, and is getting very slow 

> to download. Seeing as a lot of people only nip onto this page to see if 

> there are any new games or updates, it becomes tedious to wait for the 

> massive list to download, just to see that there no new updates! So to fix 

> this is there any chance another CGI program could be written (in addition 

> to the List by Registration Date, 

> http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome.cgi, the List 

> by the Date Last Updated, 

> http://www.netyaroze-europe.com/cgi-bin/homepage/listscee_bytime.cgi, and 

> the Directory of all Members, 

> http://www.netyaroze-europe.com/cgi-bin/list_members.cgi) that displayed 

> only those pages registered in the last two weeks or so? I think this would 

> help a lot of people. 

> 

> Thanks 

> Rikki 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


When I die, I'm leaving my body to science fiction. 
-—-MESSAGE FILE 5338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04061 


-—-MESSAGE FILE 5339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004062 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 19 May 1999 08:12:34 +0300 

Organization: Nokia 

Lines: 32 

Message-ID: <37424842.8A499202@nokia.com> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: kilodhcp-171-115.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1398 scee.yaroze.freetalk.english 
24062 


Steve Tolin wrote: 


> As most of you are probably aware there are some rumors and some 

> confirmations about Net Yaroze 2. 

> 

> The latest comes from http://www.gaming-intelligence.com/news/n990428f .html 
> with news from Phil Harrision about the possibilities of a Net Yaroze 2 at a 
> development press conference at Stanford University. 

> 

> I'm hoping that the support of current Net Yaroze members will influence 

> Sony's decision to proceed with a follow up program. 

> 

> If you plan on continuing with the next Yaroze and would like Sony to know 

> about it please add your name and comments to this thread. 

> 

> Steve Tolin SCEA Member 

I will definately want to continue with the next Yaroze. I work as a principal 


software engineer 

at telecommunications branch but writing games is what I really enjoy doing - 
perhaps 

even more than playing them... My 7 year old son is a great help with creative 
ideas and 

fresh way of seeing things. Besides Yaroze is a motivating environment for him 
to 

learn C as well (I also teach C/C++ at a local college). 


Markku Kaurila, 
One of the newest 'Old Yaroze' members 


—-MESSAGE FILE 5339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04062 


-—-MESSAGE FILE 5340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004063 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Wed, 19 May 1999 15:57:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3742D157.76AAD519@reading.ac.uk> 

References: <7gaugl$2mq3@scea> <3740B6DC.79D59B37@neosoft.com> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1399 scee.yaroze.freetalk.english 
:4063 
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Kevin Holbrook wrote: 

> I also would like access to everything the machine has to offer, unlike 
> the Yaroze which held key software components aloof for "professionals" 
> only. 


I rather think that the only things that were "held aloof" were things 
that were extremely complicated anyway (low-level graphics), that had 
the potential to do damage if they went wrong (controller write), or 
that could threaten Sony's security (CD reading). Actually, I was 
rather more impressed at the range of stuff that *could* be done than 
that that couldn't (I didn't think, for example, we'd be able to write 
stuff for the lightgun) 

On the other hand, I'm not mad keen on the justification that "there 
must be bits left out of the Yaroze because the price difference means 
there must be some advantage for the professionals". The advantage is 
that they get to get their software licensed and published and make 
money from it, and we don't. That's how ~90% of development libraries 
I've seen differentiate between professional and amateur customers - in 
the license to publish and particularly to resell. 

But, like I've said, Yaroze 2 sounds like a fantastic idea. Just - 
please - rewrite, rather than translate, the documentation this time 
around? 


3433 


—-MESSAGE FILE 5340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04063 


—-MESSAGE FILE 5341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004064 

Path: chuka.playstation.co.uk!news 

From: "“gfisher" <graham_fisher@yaroze.in2home.co.uk> 
Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Sat, 22 May 1999 12:52:38 +0100 

Organization: Bespoke Software Solutions 

Lines: 8 

Message-ID: <7i661tSlic5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> <372E1DCB.5COFFO75@vmlabs.com> 
NNTP-Posting-Host: 212.225.16.91 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1400 scee.yaroze.freetalk.english 


:4064 
Add one more to the list (anyone keeping count?) 


Scott Cartier wrote in message <372E1DCB.5COFFO75@vmlabs.com>... 
>Naturally, count me in! 

> 

>Scott 


—-MESSAGE FILE 5341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04064 


—-MESSAGE FILE 5342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004065 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Invaders 
Date: Sun, 23 May 1999 15:14:03 -0400 

Organization: Identical Software 

Lines: 10 

Message-ID: <3748537B.4DA98950@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 


I downloaded the invaders program from the SCEE game demos. There are 
bunch of extra files in it such as foo5, debug.txt, and myassert.h. I 
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cleaned this up and wondered if SCEE would like it. If not I'l 
probably put it up on my net yaroze site. 


(I prefer Richard Cutting's Invaders game anyway but I'd still 
see the SCEE invader demo cleaned up.) 


Dennis Payne 
dulsi@identicalsoftware.com 
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like to 


—-MESSAGE FILE 5342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04065 


—-MESSAGE FILE 5343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004066 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Members List CGI Program 

Date: Mon, 24 May 1999 18:23:33 +0100 
Organization: Max Studios 

Lines: 51 
Message-ID: <37498B15.C97430AE@which.net> 
References: <7hq0cuS$4u53@chuka.playstation.co.uk> 
NNTP-Posting-Host: p59-mallard-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 05B3B7937974AB8A8EF617A3" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
05B3B7937974AB8A8EF617A3 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Yep, Indeedee I agree. Takes me a few seconds that I would rather be using to 


program my next masterpiece (I wish). 
Max 


Rikki Prince wrote: 


05B3B7937974AB8A8EF617A3 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 
adr:;;;;;; 


here: 


(in addition 


-cgi, the List 


> As I didn't know who to e-mail this to, I thought I'd post it 

> On the website, the members list has become huge, and is getting very slow 
> to download. Seeing as a lot of people only nip onto this page to see if 

> there are any new games or updates, it becomes tedious to wait for the 

> massive list to download, just to see that there no new updates! So to fix 
> this is there any chance another CGI program could be written 

> to the List by Registration Date, 

> http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome 

> by the Date Last Updated, 

> http://www.netyaroze-europe.com/cgi-bin/homepage/listscee_bytime.cgi, and 
> the Directory of all Members, 

> http://www.netyaroze-europe.com/cgi-bin/list_members.cgi) that displayed 

> only those pages registered in the last two weeks or so? I think this would 
> help a lot of people. 

> 

> Thanks 

> Rikki 
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version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


05B3B7937974AB8A8EF617A3-—- 


—-MESSAGE FILE 5343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04066 


—-MESSAGE FILE 5344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004067 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Alton Towers 

Date: Mon, 24 May 1999 18:23:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7ic2tjS$sfd12@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-57.glucophage.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2014.211 


Hi all, 


If anyone wants to try and meet up at Alton towers in the summer check out 
the scee.yaroze.events newsgroup 


Regards 
Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04067 


—-MESSAGE FILE 5345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004068 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A summer thread... 

Date: Mon, 24 May 1999 10:22:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7ic38bS$sfd13@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-10.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hey all, 


Well, it's getting close to summertime and obviously nobody can be 
bothered to "get jiggy with it" on the newsgroups, so I thought I'd start 
another of those 'recreational' threads... 


"What have been the best games of the last year for you guys, and what 
upcoming releases are you looking forward to most?" 


Personally, I really enjoyed Banjo-Kazooie, Half-Life, Metal Gear Solid, 
Ridge Racer 4, Zelda and X-Wing Alliance. As for the coming year, I think 
the most-wanted must be the new Resident Evil: Nemesis and Dino Crisis on 
PS, Quake 3, Messiah and Outcast on PC and the Dreamcast stuff that looks 
promising (esp. House of the Dead 2). As for the N64, all of Rare's games 
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(Perfect Dark, Donkey Kong 64, Jet Force Gemini) look like they'll be 
brilliant... ;) 


Blah, blah, blah! Well, let's see if this takes off... 


Nick "no real work" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Hot crumpet burning my cheeks with shame..." 


--MESSAGE FILE 5345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04068 


—-MESSAGE FILE 5346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004069 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Mon, 24 May 1999 12:30:45 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <3749A8E5.1844F294@vmlabs.com> 

References: <7ic38bS$sfd13@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabslll1l.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


"What have been the best games of the last year for you guys, and what 
upcoming releases are you looking forward to most?" 


Well, there's the obvious ones. Metal Gear Solid, Zelda, and Half-Life 
are classics. Going out of the mainstream, I loooved Space Station 
Silicon Valley. Not much else comes to mind. 


In the future, I see many Dreamcast goodies. Blue Stinger, D2, and 
Shenmue could all be great games. Then there's Ecco which looked 
phenomenal at E3. If it plays anywhere as good as it looks I'll be 
scooping that one up. 


On N64, I'm afraid I'm not excited about much. I'm pretty irritated 
(downright steamed actually) that Nintendo is packaging the RAM 
expansion with DK64. I bought the expansion a while ago in 
anticipation of needing it (not currently having any games that use it) 
only to find out I could have gotten it for "free". Grrrrrrrr 


You covered PSX pretty well. RE: Nemisis and Dino Crisis look yummy. 


For PC, I like Battlezone 2, Fear Factor, and Drakan. And maybe Oni, 
Outcast, and TA: Kingdoms. 


Oh where to find the time to play them all... 


Scott 
-—-MESSAGE FILE 5346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04069 


—-MESSAGE FILE 5347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004070 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Tue, 25 May 1999 00:07:48 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7icm5bSsfd17@chuka.playstation.co.uk> 
References: <7ic38bS$sfd13@chuka.playstation.co.uk> 
NNTP-Posting-Host: p70s13a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


Nick Ferguson wrote in message 

>"What have been the best games of the last year for you guys, and what 
>upcoming releases are you looking forward to most?" 

> 

>Personally, I really enjoyed Banjo-Kazooie, Half-Life, Metal Gear Solid, 
>Ridge Racer 4, Zelda and X-Wing Alliance. 


Page 


Banjo-Kazooie, Half-Life, Metal Gear Solid, Zelda 64 - still a few jiggys to 


collect in BK, and loose ends to tie up in Zelda before I take MGS off the 


back-burner... 


There's not a lot to add to your lists of this years most anticipated 


titles, though I am looking forward to SMB on the GBColor. There's also GT2 


and Driver on PS, Metroid and Excitebike from Nintendo, and PowerStone on 


Dreamcast. 


It'll be interesting to see if the too-little-too-late conversions of GTA, 


Ridge Racer and Res. Evil do anything on N64. Rare's stuff looks superb 
too. 


Backruptcy beckons. 


Derek 


3437 


-—-MESSAGE FILE 5347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04070 


—-MESSAGE FILE 5348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004071 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7310@bristol.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: A summer thread... 

Date: Tue, 25 May 1999 09:15:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <374A5C16.2301@bristol.ac.uk> 
References: <7ic38bS$sfd13@chuka.playstation.co.uk> 
NNTP-Posting-Host: n64.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Nick Ferguson wrote: 

> 

> "What have been the best games of the last year for you guys, and what 
> upcoming releases are you looking forward to most?" 


For my money, MGS has to be the toppermost game of the year. I just 
managed to complete it on extreme a few days ago so the appeal is 
wearing 

somewhat thin now. I thought that Rollcage was the most enjoyable game 
of 

the year (expecially with two players) but it fumbled the ball when 
going 

for my best game of the year award when it spontaniously corrupted my 
memory card. Also does anyone now why it insists on checking for a 
memory 

card when it loads but then fails to load any data from it? Weird. 
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I'm still waiting eagerly for the latest incarnation of Street Fighter 
which 
has be delayed for nearly two months now I think. The Virgin Interactive 
site 

( http://www.vie.co.uk ) claims that it's going to be out in the 
beginning of 

June. I shall wait and see... 


I'm sticking my neck out here a bit when I say that I didn't really 
enjoy 

RR4 that much. Sure, the graphics are nice and the powersliding's fun, 
but 

I didn't get that adrenaline rush you get when playing WipEout 2097 
(Challenge 2 of course). 


Anyway, I've got a Software Engineering exam it ten minutes so I think 
I'd 
better go ;) 


Cheers, 


Tom 
—-MESSAGE FILE 5348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04071 


-—-MESSAGE FILE 5349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004072 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Internet Pets 

Date: Tue, 25 May 1999 13:04:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <374A91D8.122F@bristol.ac.uk> 
NNTP-Posting-Host: n78.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; I) 


Hi there, 


I don't know how many of you will be interested in this but I thought it 
was fairly interesting. I was playing Metal Gear a few days ago and when 
I turned the Playstation off, I caught the end of one of those BBC 
Learning Zone programmes. Anyway it was about a site on the net which 
hosts a virtual planet and you can create you own creatures to inhabit 
it. The server then e-mails you every so often with reports on how 
they're doing. You can also check out their stats on the main page and 
see how may times they've eaten, killed, shagged etc. I've created two 
critters, a herbivore and a carnivore that are still babies and spend 
all of their time sleeping and playing but I'm hoping they'll grow into 
fearsome beasties. 


The server's a bit erratic but if you can find a time when it's working, 
why not check it out? 


http://www.technosphere.org.uk 
Cheers, 


Tom 
-—-MESSAGE FILE 5349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04072 


-—-MESSAGE FILE 5350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004073 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Alton Towers 

Date: Tue, 25 May 1999 22:17:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <374B1369.B9F813A1@manc.u-net.com> 
References: <7ic2t j$sfd12@chuka.playstation.co.uk> 
NNTP-Posting-Host: p83.nas2.is3.u-net.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Was browsing the ngs after a long break (quiet now aren't they?) and saw this 
thread. Not wanting to boast but Codemasters took us all there yesterday 
(indeed on a work day). Of course it rained, and of course Oblivion was worth 
doing as often as humanly possible (SERIOUS freefall into a hole type 
situation.) 

At least one Codie daren't go on it, and at least one other blew chunks after 
Nemesis. Even the old Log Flume managed to raise a few laughs. 


Another hilarious moment was watching this fat bloke attempting to squeeze 
into the Oblivion harness. By two members of staff. He had to get off and 
just watch, as his ample gut wouldn't fit, so the moral of the story, and some 
advice for any lardy Yarozers wanting to go this Summer, is don't eat too many 
donuts, or suffer serious dissapointment. 


Jim 


Robert Shand wrote: 


> Hi all, 

> 

> If anyone wants to try and meet up at Alton towers in the summer check out 
> the scee.yaroze.events newsgroup 

> 

> Regards 

> Bob 

> 


298rcs@tay.ac.uk 


—-MESSAGE FILE 5350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04073 


-—-MESSAGE FILE 5351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004074 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Is Silent Hill any good? 

Date: Wed, 26 May 1999 13:24:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <374BE7EF.847AA0F5@easynet.co.uk> 
NNTP-Posting-Host: 194.205.68.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


My TV can't take an NTSC signal, so I'm still waiting for the UK release 
of Silent Hill. 


Has anyone played it and is it any good? The review in Edge was 
interesting. 


Phil 


-—-MESSAGE FILE 5351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04074 
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—-MESSAGE FILE 5352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004075 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Wed, 26 May 1999 17:04:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7ih60tSec52@chuka.playstation.co.uk> 
References: <7ic38bS$sfd13@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Last year I was playing stuff like TOCA 2 and Colin McRae on the Playstation 
(well I still am) Banjo, Zelda, Silicon Valley, Goldeneye, Diddy Kong 
Racing, actually all the Rare and Nintendo titles on the N64 (You still 
can't beat it) Half-Life on the PC. 


Oh and of course VR Powerboat Racing on the Playstation and PC... hang on no 
I'm wrong I'm just being sarcastic ;-P . I'm really looking forward to the 
sequel year 2001+, and there wonderful ;P Wild Waters. What is their slogan 
again oh yeah, "So Crap you'll ask for your money back" 

This Paragraph has been brought to you by the bitter and twisted company 
Lese 


his coming year, well there is Perfect Dark, Donkey Kong 64, Jet Force 
emini on the N64 probably more but can't remember them, nothing on the 
laystation that I can think of looks worth worrying about, Dreamcast well 
'11 be getting mine as soon as they reach these shores and should be 
laying Sonic Adventure, Sega Rally, Get Bass (very cool), Metropolis, Fur 
alls. 


WOHUOAH ԹԾ 


I'm also looking forward to, Thunderbirds (Dreamcast & other NG Consoles), 
Little Cities (Dolphin, PS2, Dreamcast), PieRats, Kane, Rouges Gallery and 
Grant Spylo, I don't think these fall into the coming year but they all look 
brilliant can't wait... 


Plus, Ghostbusters getting a real release on DVD (not pan & scan), and ST 
Insurrection DVD... 


But what everyone should remember is unlike you smelly student types I don't 
get 4 months off over the summer ;-) 


NC 


--MESSAGE FILE 5352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04075 


--MESSAGE FILE 5353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004076 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Wed, 26 May 1999 18:47:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7ihc31$ec56@chuka.playstation.co.uk> 
References: <374BE7EF.847AA0F5@easynet.co.uk> 
NNTP-Posting-Host: dialup137-46.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


philip gooch <philg@easynet.co.uk> wrote in message 
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news: 374BE7EF.847AA0F5@easynet.co.uk... 
> My TV can't take an NTSC signal, so I'm still waiting for the UK release 
of Silent Hill. 


Has anyone played it and is it any good? The review in Edge was 


> 
> 
> 
> interesting. 


Yes, Silent Hill is top and comes highly recommended. I wrote a review of it 
for loonygames - the article can be found, erm (goes off to find URL) 
here! | 11 

http://www. loonygames.com/content/1.33/ph/ 


Cheers! 


Nick F 


-—-MESSAGE FILE 5353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04076 


—-MESSAGE FILE 5354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004077 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Wed, 26 May 1999 19:54:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7ihg9¥eSec57@chuka.playstation.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-93.uranium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> > Has anyone played it and is it any good? The review in Edge was 
> > interesting. 


It's great although too scary. 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04077 


—-MESSAGE FILE 5355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004078 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: unmodify@gate.net (Jesse Palmer) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze C++ examples 

Date: Wed, 26 May 1999 21:21:28 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <374c65a0.1375800@news.scea.sony.com> 
NNTP-Posting-Host: tstpal-36.gate.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm looking for C++ examples for NY. Please tell me where I can 

find/get some 

Thank You, 

Jesse Palmer 

—-MESSAGE FILE 5355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04078 
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—-MESSAGE FILE 5356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004079 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Wed, 26 May 1999 15:24:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7ihs76Sec58@chuka.playstation.co.uk> 
References: <374BE7EF.847AA0F5@easynet.co.uk> 
NNTP-Posting-Host: VIP-203-230.vip.uk.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I liked it, actually I only played it for a few hours, still had MGS to 
complete, and not enough time with school work : ( 


I know a couple of people who finished it pretty quickly, which they said 
was the only problem. 


Just re -read the Edge review, pretty accurate actually for a mag game 
review ;) Thinking about it, I think I'm at a point now where I'ma bit 
stuck. 


But yeh, it's a good game, worth buying I think, just don't expect it to be 
exactly like Res Evil 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 


>My TV can't take an NTSC signal, so I'm still waiting for the UK release 
>of Silent Hill. 

> 
>Has anyone played it and is it any good? The review in Edge was 
>interesting. 

> 

>Phil 

> 


—-MESSAGE FILE 5356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04079 


—-MESSAGE FILE 5357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004080 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Wed, 26 May 1999 15:33:02 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <374C769E.CCOA75F2@vmlabs.com> 

References: <374BE7EF.847AA0F5@easynet.co.uk> 

NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I go with Al (last name "Coholic"?) and Nick. It's a superbly creepy 
game. I played it alone at night and boy was my heart racing the whole 
time. I have since completed it a second time in order to get the 
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Good+ ending. I will eventually play it again to see the UFO ending. 


It is a bit on the short side, but if it weren't I never would have 
considered playing through it twice. So I consider it a plus. 


Also, Silent Hill is THE ONLY game I own where I watch the opening CGI 
every single time I boot it. 


Scott 
—-MESSAGE FILE 5357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04080 


—-MESSAGE FILE 5358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004081 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Viva la Football! 

Date: Thu, 27 May 1999 13:46:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7ijem8Sec511@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.202 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Anyone who hates footy, dimiss this post! 
Ok, 


Who saw the match last night? (Man U vs Bayern) 


What a game! We played crap (in case you haven't guessed, I support Man 
United) in the first half, then all of a sudden in the 80th minute we're a 
totally different team! Who'd have thought, 2 goals in 2 minutes after full 
time!!! 


For those who don't know (or don't care), Manchester United were losing 1-0 
to Bayern Munich until the 91st minute, when - during the 3 minutes օք 
injury time - Man United pulled off one of the most incredible victories 
ever by scoring 2 goals in 2 minutes, beating Bayern 2-1. Thus making 
Manchester United the UEFA champions! 


I do sympathise for the Bayern fans out there, however. Talk about gutting. 
Incidentally, any Bayern fans a Yaroze member ? It'd be interesting to hear 
your views.... 


Unbelievable stuff! 
Cheers! 


Tones 8) 


—-MESSAGE FILE 5358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04081 


-—-MESSAGE FILE 5359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004082 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Thu, 27 May 1999 15:55:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <374D5CFD.766F@ecs.ox.ac.uk> 
References: <7ijem8S$ec511@chuka.playstation.co.uk> 
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Reply-To: m93cec@ecs.ox.ac.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'm a Liverpool fan, mighty chuffed that we managed a draw with United a 
few weeks ago, and even considering how much Liverpool fans hate Man U 
and vice versa, last night was pretty special. 

I suppose my real angle is that now Man U have won everything then 
someone else can have ago - ie Liverpool again :) 


Charlie 

Tones wrote: 

Anyone who hates footy, dimiss this post! 
Ok, 


Who saw the match last night? (Man U vs Bayern) 


What a game! We played crap (in case you haven't guessed, I support Man 
United) in the first half, then all of a sudden in the 80th minute we're a 
totally different team! Who'd have thought, 2 goals in 2 minutes after full 
time!!! 


For those who don't know (or don't care), Manchester United were losing 1-0 
to Bayern Munich until the 91st minute, when - during the 3 minutes օք 
injury time - Man United pulled off one of the most incredible victories 
ever by scoring 2 goals in 2 minutes, beating Bayern 2-1. Thus making 
Manchester United the UEFA champions! 


I do sympathise for the Bayern fans out there, however. Talk about gutting. 
Incidentally, any Bayern fans a Yaroze member ? It'd be interesting to hear 
your views.... 


Unbelievable stuff! 


Cheers! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


Tones 8) 
—-MESSAGE FILE 5359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04082 


—-MESSAGE FILE 5360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004083 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Thu, 27 May 1999 17:22:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7ijrhm$ec513@chuka.playstation.co.uk> 
References: <7ijem8S$ec511@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-097.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Firstly, although everyone hates Man united, most of all me (being a West 
Ham fan, its compulsory), being an English football fan, its good to see 
English teams beating the crap out of Europeans, especially as when we beat 
them, it looks all the better. Secondly, I'm glad that following Eng-Ger 
confrontations recently, England have finally won something against them. 


Now to the match. Personally, I though Man United were the best team all 
match, which doesn't say much for Bayern. There goal was lucky, as 
Schmeichal mispositioned himself greatly. The middle 75 minutes were 
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admittedly poor, but Man United continued battling against the amazing 
German defence. The turning point was obviously Shezza coming on, and 
gettin' rid of Blomqvuist. Also, getting Beckham out wide right helped a 
lot. 

When Bayern hit the crossbar twice it was obvious Man United were going to 
win, as they always do, in the last few minutes! As I said, it was 
Sheringham, getting in the right place, when Giggs (I think) hit another 
shit shot which was going well wide, and Shezza rolled it in. The second 
goal was inevitable, as Bayern fell apart, especially as they took off there 
best 2 players. 


For Bayern, they had a strong defence, and a good attack minded midfield, 
which did most damage, while their striker took out Stam all the time. Then 
they tried to hang onto a 1-0 lead and failed (God! how many times have I 
seen that before at West Ham?!?!). 


Now, seeing as I've been extremely nice to S.C.U.M. (Soccer Club of United 
Manchester), I must reinitiate my West Ham faith, and sing: 


Andy Cole! 

Andy Cole! 

Andy, Andy Cole! 

He gets the ball and does f**k all! 
Andy, Andy Cole! 


Which was all too apparent last night. 


And a final laugh for all fans... who was bloody amazed when Schmeichal did 
that flip when Man United scored the second?!?! It almost gave me a heart 
attack seeing the 6'4" 16 stone Dane flip like the little shit from 


Rikki 


—-MESSAGE FILE 5360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04083 


—-MESSAGE FILE 5361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004084 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Alton towers (again) 

Date: Thu, 27 May 1999 18:20:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7ijvé6é4$ec514@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—41.methylphenidate.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Come on people, of all the NY members there must be more willing to try and 
make it to Alton towers. Check scee.yaroze.events 


Bob 
298rcs@tay.ac.uk 


-—-MESSAGE FILE 5361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04084 


-—-MESSAGE FILE 5362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004085 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 
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Date: Thu, 27 May 1999 18:21:29 +0000 

Organization: Data Uncertain 

Lines: 32 

Message-ID: <374D8D29.55F21722@hinge.mistral.co.uk> 

References: <7gaugl$2mq3@scea> <7gpftiSiko2@chuka.playstation.co.uk> <37304b8c.23674 
90@www.netyaroze-europe.com> <7gqkr0Siko4@chuka.playstation.co.uk> <7h1340S2qc6@chuk 
a.playstation.co.uk> <7h3qj1lShrs4@chuka.playstation.co.uk> <37376D1F.495020B5@codewo 
rks.demon.co.uk> <7h8kh4Skr42@chuka.playstation.co.uk> 

NNTP-Posting-Host: d5-s5-37-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1404 scee.yaroze.freetalk.english 
24085 


George Bain wrote: 

> 

> Yes, these were ex-PlayStation developers who have nothing 

> else better to do. Probably somewhere up in northern Europe 
> where it's dark 6 months of the year! 


As I heard it, the two guys that wrote EZ-O-Ray were developers at the 
time, 
and in fact at least one of them still is. 


And didn't they only rip off the DDX code from Datel anyway? Who were 
trying 
to clone the SN Systems CartDev.... 


George 


In article <37376D1F.495020B5@codeworks.demon.co.uk>, jim@codeworks.demon.co.uk 
>That is true. But remember that the pro stuff was floating for about a year 
>before the Yaroze was even release.. Yaroze members aren't entirely to blame. 
>Also devices like the Action Reply were not developed thanks to the release of 
>Yaroze info, just a quick disassembly of that reveals Datel had access to the 
Pro 

>stuff as did the developers of EZ-O-RAY.. 


VVVVVVVVV 


And loads of developers are using those tools today, because 9 out of 10 
times 
you don't need the power of an H2700 just to change the layout of a 
level a bit, 

or make the text a different shade of pink. 


Craig 

(who has an H2500 and hates the unreliable b*stard) 

-—-MESSAGE FILE 5362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04085 


—-MESSAGE FILE 5363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004086 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Worst Playstation Game Ever? 

Date: Thu, 27 May 1999 18:23:26 +0000 

Organization: Data Uncertain 

Lines: 6 

Message-ID: <374D8D9E.427CO7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: d5-s5-37-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 
X-Accept—-Language: en 


So folks - anyone want to vote for worst game ever? 
First up, I got "Animaniacs 10 pin Bowling" while I was away in the 
far East last week - and it's my vote for worst game ever 
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(I feel much better about the last cack I did now I've seen it). 


Craig. 
—-MESSAGE FILE 5363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04086 


—-MESSAGE FILE 5364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004087 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Thu, 27 May 1999 19:35:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7ik377Sec515@chuka.playstation.co.uk> 
References: <374D8D9E.427CO0O7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Got to be VR Powerboat Racing for me, even the Offical Playstation magazine 
used PC screenshots to review it. 


NC 


—-MESSAGE FILE 5364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04087 


-—-MESSAGE FILE 5365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004088 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Thu, 27 May 1999 20:19:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7ik5pvSec516@chuka.playstation.co.uk> 
References: <374D8D9E.427CO7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: dialup137-92.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Not PlayStation-exclusive in its crapness, but back in the early days of the 
PS and Saturn, "Streetfighter: The Movie" (the game of the movie of the 
game) managed to put me off upgrading to a 32-bit machine for 12 months... 
the fact it was such an evil bastardisation of a classic game was even worse 
(Kylie as a fighter? Noooo!). 


Mortal Kombat Trilogy on N64 was also pretty awful. My flatmate was given it 
FREE when he got Wave Race on import (this was in the very early days of the 
N64 when all imports were about 70-80 quid) and we only played if for 5 
minutes. It has never been out the box since, and considering that Ross 
(flatmate) was the biggest Mortal Kombat freak in the Mega Drive days, 
that's saying something... 


How long till someone mentions "Rise of the Robots", eh (what is it with 
crap fighting games) ? 


Nick F 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
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news :374D8D9E.427C07A0@hinge.mistral.co.uk... 


> So folks - anyone want to vote for worst game ever? 
> First up, I got "Animaniacs 10 pin Bowling" while I was away in the 
> far East last week - and it's my vote for worst game ever 


> (I feel much better about the last cack I did now I've seen it). 


—-MESSAGE FILE 5365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04088 


—-MESSAGE FILE 5366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004089 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Thu, 27 May 1999 20:26:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7ik67sSec518@chuka.playstation.co.uk> 
References: <7ijem8S$ec511@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-92.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Who saw the match last night? (Man U vs Bayern) 


Have to say, I'm the sort of person who only ever watches the big matches - 
like last night's, or World Cup events - but even I was hyped about 
yesterday's result. Crap match to watch till the last 20 mins, and the 
injury time goals were spectacular!!! Not the most graceful football, but 
certainly quite an incredible result. Those poor Bayern sods - I felt so 
sorry for them. Still, I think Man U. were getting into their stride towards 
the end (good sub decisions) and on track to win in extra time anyhoo... 


Congrats all you Man U fans (inc. my brother, despite being from Glasgow). 
Enjoy it while it lasts! :) 


Nick F 


—-MESSAGE FILE 5366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04089 


—-MESSAGE FILE 5367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004090 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Thu, 27 May 1999 20:40:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7ik746S$ec519@chuka.playstation.co.uk> 
References: <374D8D9E.427CO7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: p9As09a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message <374D8D9E.427CO7A0@hinge.mistral.co.uk>... 
>So folks - anyone want to vote for worst game ever? 


=== Original Message----- 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Date: 27 May 1999 19:23 

Subject: Worst Playstation Game Ever? 
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>So folks - anyone want to vote for worst game ever? 


Fifa64. I felt cheated just playing it for 5 minutes; heaven knows how the 
poor, unfortunate individuals who bought a copy must have felt. EA truly 
know no shame. 


Derek 


opps didn't mean to mail you directly Craig, apologies :-) 


—-MESSAGE FILE 5367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04090 


—-MESSAGE FILE 5368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004091 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Thu, 27 May 1999 21:05:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <7ik8jbSec521@chuka.playstation.co.uk> 
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glish/000 


english/0 


References: <7ijem8S$ec511@chuka.playstation.co.uk> <7ik67s$ec518@chuka.playstation.c 


o.uk> 
NNTP-Posting-Host: th-gt143-003.pool.dircon.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Congrats all you Man U fans (inc. my brother, despite being from Glasgow). 


> Enjoy it while it lasts! :) 
> 


> Nick F 
> 


Rik P 


—-MESSAGE FILE 5368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04091 


—-MESSAGE FILE 5369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004092 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Playing Import games on the Yaroze 

Date: Thu, 27 May 1999 21:13:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7ik804Sec524@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-132.name35.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Do you need a scart cable and scart TV to play import games (geez, I'm 
looking forward to my copy of Final Fantasy Tactics coming in the mail...) 


Ed :) 


glish/000 


english/0 
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-—-MESSAGE FILE 5369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04092 


—-MESSAGE FILE 5370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004093 
Path: chuka.playstation.co.uk!news 


From: "Ed Fear" <ed@directxbeginners.freeserve. 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: A summer thread... 

Date: Thu, 27 May 1999 21:25:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 


Message-ID: <7ik9g4Sec526@chuka.playstation.co. 
References: <7ic38bS$sfdl13@chuka.playstation.co. 


.uk> 

NNTP-Posting-Host: modem-132.name35.dialup.pol 
X-Priority: 3 

X-MSMail-Priority: Normal 


co.uk> 


uk> 
uk> <7ih60t$ec52@chuka.playstation.co 


-co.uk 


X-Newsreader: Microsoft Outlook Express 5.00.2014.211 


X-MimeOLE: Produced By Microsoft MimeOLE V5.00. 


Hmmm... Zelda was a real disappointment to me, 


2014.211 


I thought Shigeru let me 


down. Sold my N64 after having it for two months :) I think that the N64 


is on a downwards spiral now... 


How can none of you mention the one, the only Final Fantasy VIII? 


Seriously, it will blow the competition out of the water. (FFVII made me 
cry :) ). I'm also looking forward to Um Jammer Lammy, Dino Crisis, Quake 
3, Soul Reaver (whenever they get round to releasing it), Driver, 
Carmageddon PSX, can't think of any more... oh yeah, Tiberium Sun (heh, 
like in 2001), SW Episode 1 & Racer... 

And Parasite Eve... Xenogears hopefully (but very unlikley) 


Ed :) 


-—-MESSAGE FILE 5370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04093 


—-MESSAGE FILE 5371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004094 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co. 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: A summer thread... 

Date: Thu, 27 May 1999 21:45:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <7V7ikaqaSec528@chuka.playstation.co. 
References: <7ic38bS$sfdl13@chuka.playstation.co. 
-uk> <7ik9g4S$ec526@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 


uk> 


uk> 
uk> <7ih60tSec52@chuka.playstation.co 


X-Newsreader: Microsoft Outlook Express 5.00.2014.211 


X-MimeOLE: Produced By Microsoft MimeOLE V5.00. 


2014.211 


I'm affraid it's Final Fantasy VII that was a disappointment for me, 
everyone was raving about it and I normally like that sort of game but the 
random fight thing just ruined it, you are trying to get somewhere important 
and for no reason you are fighting, Zelda for me is the game to beat, and I 


don't know if FF8 is going to do it, I might hi 


re it first to try it out but 


it's going to have to be more than flash FMV to beat Zelda 


I disagree with the N64 going down, there are a number of games I'm looking 
forward to on it and still enjoy playing the games, there is nothing on the 
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Playstation that looks interesting, there seems to be a few Mario Kart style 
games coming out, from Square and Naughty Dog but I've been there done that 
(Mario Kart 64, Diddy Kong Racing) 


I'm hoping they announce some game on the PS2 that excite me again 


Nigel 


—-MESSAGE FILE 5371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04094 


—-MESSAGE FILE 5372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004095 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Thu, 27 May 1999 21:25:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <374eb81f.610468307@news.playstation.co.uk> 
References: <374D8D9E.427CO7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I "cast" my vote for Fisherman's Bait (pun intended) 
Steven 


On Thu, 27 May 1999 18:23:26 +0000, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>So folks - anyone want to vote for worst game ever? 

>First up, I got "Animaniacs 10 pin Bowling" while I was away in the 
>far East last week - and it's my vote for worst game ever 

>(I feel much better about the last cack I did now I've seen it). 

> 

>Craig. 


—-MESSAGE FILE 5372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04095 


—-MESSAGE FILE 5373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004096 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Thu, 27 May 1999 22:50:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7ikem0Sec529@chuka.playstation.co.uk> 

References: <7ic38bS$sfdl13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4S$ec526@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-37.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hey, 
> Hmmm... Zelda was a real disappointment to me, I thought Shigeru let me 
> down. Sold my N64 after having it for two months :) I think that the N64 


> is on a downwards spiral now... 
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Mmmm. Sorry, but I have to have reservations about anyone who sells their 
N64 after only *2 months* (what games were you playing?), prefers Final 
Fantasy VII to Zelda and is looking forward to a Carmageddon game. Sure, 
it's only my opinion, but C'MON - there has to be "absolute truth", right!?! 
IMO the N64 is looking pretty healthy (more so than the ageing PS) and will 
probably be THE biggest machine this Xmas. 


I'm definitely looking forward to seeing Final Fantasy VIII's FMV. Says it 
all, really. :) 


Nick F 


PS Sorry Ed, had to retaliate after your letter in Futuregamer a while back! 


—-MESSAGE FILE 5373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04096 


—-MESSAGE FILE 5374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004097 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Thu, 27 May 1999 23:50:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7iki8m$6pdl@chuka.playstation.co.uk> 

References: <7ic38bSsfd13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4S$ec526@chuka.playstation.co.uk> <7ikem0Sec529@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-103.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> 

> Nick F 

> 

> PS Sorry Ed, had to retaliate after your letter in Futuregamer a while 
back! 

> 

Agreed, Ed should be put to sleep for his love of all things F**** 
FREKKK . ordre 


lol 


—-MESSAGE FILE 5374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04097 


—-MESSAGE FILE 5375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004098 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playing Import games on the Yaroze 

Date: Thu, 27 May 1999 23:53:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7ikidsS6pd3@chuka.playstation.co.uk> 
References: <7ik804Sec524@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-103.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 
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news: 7ik804Sec524@chuka.playstation.co.uk... 
Do you need a scart cable and scart TV to play import games (geez, I'm 
looking forward to my copy of Final Fantasy Tactics coming in the mail...) 


> 
> 
> 
> Ed :) 
> 
Geez you need a life Ed.... 


Disclaimer: Sorry for the sudden outburst of Anti-Ed attacks, all in good 
humour of course 


—-MESSAGE FILE 5375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04098 


—-MESSAGE FILE 5376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004099 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playing Import games on the Yaroze 

Date: Fri, 28 May 1999 07:59:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <7ilekcSé6pd4@chuka.playstation.co.uk> 

References: <7ik804Sec524@chuka.playstation.co.uk> <7ikidsSépd3@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: modem-205.name35.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Oh yes Rikki... 


[If anyone wants to know what this is about, I am one of the biggest Final 
Fantasy fans in the world, and Rikki thinks I'm mad...] 


Well Rikki.... um... errr... you smell of wee!!! 
Ed :) 


P.S Can someone post a proper reply?? 


--MESSAGE FILE 5376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04099 


--MESSAGE FILE 5377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004100 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playing Import games on the Yaroze 

Date: Fri, 28 May 1999 10:29:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7ilnms$6pd5@chuka.playstation.co.uk> 

References: <7ik804$ec524@chuka.playstation.co.uk> <7ikids$6pd3@chuka.playstation.co 
.uk> <7ilekc$6pd4@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt144-251.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2014.211 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 
news: 7ilekcS6pd4@chuka.playstation.co.uk... 

> Oh yes Rikki... 

> 
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[If anyone wants to know what this is about, I am one of the biggest Final 
Fantasy fans in the world, and Rikki thinks I'm mad...] 


> 
> 
> 
> Well Rikki.... um... errr... you smell of wee!!! 
> 


Ed :) 


> 

> 

> P.S Can someone post a proper reply?? 
> 

> 


Yes, yes, yes, yes, yes, yes, yes....no!! 
(Viewers of Vicar of Dibley only) 


—-MESSAGE FILE 5377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04100 


—-MESSAGE FILE 5378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004101 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Fri, 28 May 1999 14:18:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <374E97B0.E0191BFD@easynet.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
<7ihg9eSec57@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Too scary - how can a game be too scary? 
I'm looking forward to it! 

Cheers 

Phil 

Robert Shand wrote: 


> > Has anyone played it and is it any good? The review in Edge was 
> > interesting. 


It's great although too scary. 


Bob 
298rcs@tay.ac.uk 


VVVVVVV 


—-MESSAGE FILE 5378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04101 


-—-MESSAGE FILE 5379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004102 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Fri, 28 May 1999 14:19:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <374E97D4.DA06DF5A@easynet.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
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NNTP-Posting-Host: 194.205.68.227 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Any idea when it's due to get a PAL release, Nick? 
Phil 


Nick Ferguson wrote: 


> philip gooch <philg@easynet.co.uk> wrote in message 

> news:374BE7EF.847AA0F5@easynet.co.uk... 

> > My TV can't take an NTSC signal, so I'm still waiting for the UK release 
> > of Silent Hill. 

>> 

> > Has anyone played it and is it any good? The review in Edge was 

> > interesting. 

> 

> Yes, Silent Hill is top and comes highly recommended. I wrote a review of it 
> for loonygames - the article can be found, erm (goes off to find URL) 

> here!!!! 

> 

> http://www. loonygames.com/content/1.33/ph/ 

> 

> Cheers! 

> 

> Nick F 


—-MESSAGE FILE 5379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04102 


—-MESSAGE FILE 5380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004103 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ireland 

Date: Fri, 28 May 1999 15:33:32 +0100 

Organization: Indigo ( ISP ) 

Lines: 19 

Message-ID: <7im9o0pS6pd9@chuka.playstation.co.uk> 
NNTP-Posting-Host: pc-83.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I must be one of the last people to get a Yaroze, I've been planning to get 


one for months and only just got in in time....I'm a second year student in 
Computer Science UCD and am desperate to hook up with people in Ireland who 
are currently programming for the Yaroze...... anybody know of anybody? 


Am currently getting to grips with codewarrior v.2...... 
Hook me up please! 


Donal O'Duibhir. 


"Your brain is a cre-a-tive com-pu-ter", Professor Hawk, Dexter's Laboratory 


Mailto: oduibhir@indigo.ie, dod@netsoc.ucd.ie 
Web: www.netsoc.ucd.ie/~dod 


—-MESSAGE FILE 5380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04103 
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—-MESSAGE FILE 5381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004104 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playing Import games on the Yaroze 
Date: Fri, 28 May 1999 15:38:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <374EAA4C.2BBDE50E@reading.ac.uk> 
References: <7ik804Sec524@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Ed Fear wrote: 

> 

> Do you need a scart cable and scart TV to play import games (geez, I'm 

> looking forward to my copy of Final Fantasy Tactics coming in the mail...) 


You need something that can handle an NTSC signal - either an NTSC 
TV or a SCART one is good. (The SCART cable must connect to the 
combined AV port, not to the RF outputs.) 


Mg (as I found out after wondering why 90% of USA/Japan PSX demos were 

B&W... doh..) 

—-MESSAGE FILE 5381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04104 


-—-MESSAGE FILE 5382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004105 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playing Import games on the Yaroze 

Date: Fri, 28 May 1999 16:45:28 +0000 

Organization: Data Uncertain 

Lines: 20 

Message-ID: <374EC828.C277A4B3@hinge.mistral.co.uk> 

References: <7ik804$ec524@chuka.playstation.co.uk> <374EAA4C.2BBDE50E@reading.ac.uk> 
NNTP-Posting-Host: d3-s37-197-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 1586) 

X-Accept—-Language: en 


Mark Green wrote: 


Ed Fear wrote: 

> 

> Do you need a scart cable and scart TV to play import games (geez, I'm 

> looking forward to my copy of Final Fantasy Tactics coming in the mail...) 


You need something that can handle an NTSC signal - either an NTSC 
TV or a SCART one is good. (The SCART cable must connect to the 
combined AV port, not to the RF outputs.) 


VVVVVVV VV 


And you gotta get the RGB scart cable, not the composite AV scart cable 
as pretty much nothing accepts AV PAL and AV NTSC (apart from a few real 
expensive true multi-system sets). Most will accept NTSC rate RGB 
though... 


> Mg (as I found out after wondering why 90% of USA/Japan PSX demos were 
> B&W... doh..) 
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Craig. 
-—-MESSAGE FILE 5382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04105 


—-MESSAGE FILE 5383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004106 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Fri, 28 May 1999 18:17:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7imjevS6pd11@chuka.playstation.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
<7ihg9eSec57@chuka.playstation.co.uk> <374E97B0.E0191BFD@easynet.co.uk> 
NNTP-Posting-Host: modem-99.vancomycin.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


You can tell that you haven't played this game, ok it isn't the gore that 
gets to me its the phycological (Ok I know that is spelt wrong but I've been 
to the pub and have 6 pints so give me some credit) stuff. 


Being scared s**tless by this game means I can only play it for about 5 mins 
in broad daylight. Oh well. Anyone who says otherwise will just have to 
put up with it and be hit with a dead wet Monkfish (Ask NickF ;0) 


Cheerio and back to the pub 
Bob 

bob@shandfam. freeserve.co.uk 
298rcs@tay.ac.uk 


> Too scary - how can a game be too scary? 
> 

> I'm looking forward to it! 

> 

> Cheers 

> 

> Phil 


—-MESSAGE FILE 5383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04106 


—-MESSAGE FILE 5384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004107 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Fri, 28 May 1999 18:49:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7imkmtS6pd14@chuka.playstation.co.uk> 

References: <7ic38bS$sfd13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4Sec526@chuka.playstation.co.uk> <7ikem0Sec529@chuka.playstation.co.uk> < 
7iki8m$6pd1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-174.name39.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Okay, I've had enough օք this. Here goes. 


Rikki, just shut up. I think sports games are possibly the worst genre 
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available (IMO, of course). I don't take the piss out of you. Just shut 
up, please. 


Nick - I bought the N64 especially for Zelda, I believe the other games are 
crap (heh, Donkey Kong 64 - wow, that's something to look forward to...). I 
don't think that something like Diddy Kong Racing is something to piss my 
pants with excitement about. The rest of the games seem to be either 
rediculosly expensive or not really very good. Most people do seem to think 
that the N64 is declining, the PSX is going from strength to strength due to 


the Performance Analyser. N64 games have hardly advanced at all.. Don't 
take the piss out of my choice of games - huh, you like GoldenEye. See, 
it's personal choice. I'm sorry, but you are just being really stupid - 


you're turning into a Rikki Prince!!! 


I'm sorry if I'm being mean, I've just had a really bad day, my life is a 
mess. 


Ed : ( 


—-MESSAGE FILE 5384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04107 


—-MESSAGE FILE 5385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004108 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Fri, 28 May 1999 18:05:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7imlotS6pd15@chuka.playstation.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
<374E97D4 .DA06DF5A@easynet.co.uk> 

NNTP-Posting-Host: dialup137-96.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Any idea when it's due to get a PAL release, Nick? 


18th June is what it says on the "reliable" EB release dates list... 


—-MESSAGE FILE 5385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04108 


-—-MESSAGE FILE 5386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004109 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Fri, 28 May 1999 18:53:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7imlouS6pd16@chuka.playstation.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
<7ihg9eSec57@chuka.playstation.co.uk> <374E97B0.E0191BFD@easynet.co.uk> <7imjev$6pd1 
1@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-96.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Being scared s**tless by this game means I can only play it for about 5 
mins 
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> in broad daylight. Oh well. Anyone who says otherwise will just have to 
> put up with it and be hit with a dead wet Monkfish (Ask NickF ;0) 


You big wuss. When I got my copy, I only "allowed" myself to play it after 
midnight (alone in the dark)! It really is genuinely scary/freaky in places. 
IMO Silent Hill is a landmark game - almost "arthouse" in its surreal 


horror-movie feel and sedate pace. It also has the most amazing intro FMV 
sequence (& music) which I must have watched about 100 times. 


I'd say it's one of the more "mature" and "intelligent" games released in 
the last year - more so than Final Fantasy, Half-Life and MGS, anyway. 
Certainly makes a change from driving / shooting (or both) games, anyway :) 


Nick F 


PS Ignore the monkfish remark - Bob's just reliving his favourite fantasy... 


www.saqnet.co.uk/users/nickf 
www.loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Hot crumpet burning my cheeks with shame..." 


—-MESSAGE FILE 5386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04109 


—-MESSAGE FILE 5387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004110 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Fri, 28 May 1999 19:22:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7immsg$6pd17@chuka.playstation.co.uk> 

References: <7ic38bSsfd13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4Sec526@chuka.playstation.co.uk> <7ikem0Sec529@chuka.playstation.co.uk> Հ 
7iki8m$6pdl1l@chuka.playstation.co.uk> <7imkmt$6pd14@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-96.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Nick - I bought the N64 especially for Zelda, I believe the other games 
are 

> crap (heh, Donkey Kong 64 - wow, that's something to look forward to...). 
Ë 

> don't think that something like Diddy Kong Racing is something to piss my 
> pants with excitement about. The rest of the games seem to be either 

> rediculosly expensive or not really very good. Most people do seem to 
think 

> that the N64 is declining, the PSX is going from strength to strength due 
to 


> the Performance Analyser. N64 games have hardly advanced at all.. Don't 
> take the piss out of my choice of games - huh, you like GoldenEye. See, 
> it's personal choice. I'm sorry, but you are just being really stupid - 
> you're turning into a Rikki Prince!!! 


Right, OK. What we're dealing with here is a system advocate. There's no 
point in appealing to someone who writes that every N64 game other than 
Zelda is crap, is there? BTW, writing "Huh, you like Goldeneye" doesn't 
exactly fill me with shame. I'm all for personal choice, but what we have 
here is ignorant system-bashing. Just because you didn't warm to the N64 
doesn't make your critical opinion correct. Quite the opposite - your 
opinions are those of a freak. :) 


Why am I being "Stupid", anyway? I have both a PS and N64, and thus get to 
play some of the best games in the world on both systems. "Oooh, cute games 
are crap!" "N64 games are crap" "The N64 is declining" - whatever you want 
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to think, mate. Maybe if you weren't so blinkered in your taste, you'd learn 
to appreciate that good games come in all shapes and sizes. 


Oh, and don't talk about sales figures or any of that crap. When it comes to 
sheer quality, Nintendo rule. When people cite Sony's mass market success, 
it's like saying "Godzilla" is a better film than "The Thin Red Line" 
because it made more money. 


*miaow! * 


"Catty" Nick F 


—-MESSAGE FILE 5387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04110 


—-MESSAGE FILE 5388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004111 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Fri, 28 May 1999 19:54:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7imoh4S6pd18@chuka.playstation.co.uk> 

References: <7ic38bS$sfdl13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4Sec526@chuka.playstation.co.uk> <7ikem0Sec529@chuka.playstation.co.uk> < 
7iki8mS6pd1l@chuka.playstation.co.uk> <7imkmtS6pd14@chuka.playstation.co.uk> <7immsg$ 
6pd17@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-226.name63.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


okay, I give up. Fine. I retaliate. 


—-MESSAGE FILE 5388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04111 


-—-MESSAGE FILE 5389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004112 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Fri, 28 May 1999 19:59:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7imopvS6pd19@chuka.playstation.co.uk> 

References: <7ic38bS$sfdl13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4Sec526@chuka.playstation.co.uk> <7ikem0Sec529@chuka.playstation.co.uk> Հ 
7iki8mS 6pd1l@chuka.playstation.co.uk> <7imkmtS6pd14@chuka.playstation.co.uk> <7immsg$ 
6pd17@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-226.name63.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Explination : I've had enough! You are right, I see how stupid my argument 
is (now I see why you get these journalist jobs...). I was really hot 
headed though, I'm currently seriously depressed (and seeing 3 
psychiatrists) - I've had a lot of trouble with my entire life recently, I'm 
prone to thinking things are all nastily directed at me. 


Sorry! 


Ed :) 
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—-MESSAGE FILE 5389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04112 


—-MESSAGE FILE 5390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004113 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? 

Date: Fri, 28 May 1999 20:05:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7implsS6pd20@chuka.playstation.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
<7ihg9eSec57@chuka.playstation.co.uk> <374E97B0.E0191BFD@easynet.co.uk> <7imjev$6pd1 
1@chuka.playstation.co.uk> <7imlouS$6pd16@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-60.ketamine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> PS Ignore the monkfish remark - Bob's just reliving his favourite 
fantasy... 


Oh suit you sir, you do like a moist one sir. Oh suit you. Like a bit of a 
fish around the face sir. OH suit YOU. 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04113 


—-MESSAGE FILE 5391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004114 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Fri, 28 May 1999 20:22:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7imq4sS6pd21@chuka.playstation.co.uk> 
References: <374D8D9E.427C07A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: modem-226.name63.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Has to be... (don't worry Nick F, it's not Ze...) hmm... Championship 
Manager 2 on the PC and Tunnel 81 on the PSX - actually it's not, but I'll 
redo it soon... 


Ed :) 

Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

news :374D8D9E.427CO07A0@hinge.mistral.co.uk... 

> So folks - anyone want to vote for worst game ever? 

> First up, I got "Animaniacs 10 pin Bowling" while I was away in the 
> far East last week - and it's my vote for worst game ever 

> (I feel much better about the last cack I did now I've seen it). 

> 

> 


Craig. 


—-MESSAGE FILE 5391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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04114 


—-MESSAGE FILE 5392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004115 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is Silent Hill any good? - And some other stuff 

Date: Fri, 28 May 1999 20:24:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <7imqt0S6pd22@chuka.playstation.co.uk> 

References: <374BE7EF.847AA0F5@easynet.co.uk> <7ihc31$ec56@chuka.playstation.co.uk> 
<7ihg9eSec57@chuka.playstation.co.uk> <374E97B0.E0191BFD@easynet.co.uk> <7imjev$6pd1 
1@chuka.playstation.co.uk> <7imlouS$6pd16@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-124.zyprexa.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> You big wuss. When I got my copy, I only "allowed" myself to play it after 
> midnight (alone in the dark)! It really is genuinely scary/freaky in 
places. 

> IMO Silent Hill is a landmark game - almost "arthouse" in its surreal 


> horror-movie feel and sedate pace. It also has the most amazing intro FMV 
> sequence (& music) which I must have watched about 100 times. 
> 


I know it is difficult to say but I have to agree with Nick, it is a great 
game, which has an extra "thing" to it. I can't really put my finger on it. 
I think it shows that games are no longer just for kids (as if they ever 
were). I just hope that this trend of more, how can I say, modern games 
making continues, hopefully pushing back the boundaries of what people 
perceive to be acceptible on a games platform. With any luck, we will start 
to see games with the feel of a David Cronenberg or Luc Beson (It his last 
name spelt like that?) film. Games companies have, or at least some have, 
tried to create new ideas to try and make games into a true genre of there 
own, only now is the technology allowing them to do so effectively. All I 
hope is that we don't just see a rehash of current games. 


> I'd say it's one of the more "mature" and "intelligent" games released in 
> the last year - more so than Final Fantasy, Half-Life and MGS, anyway. 


I liked Half-Life although I can only play the first 30 mins due to a load 
save bug, it seems as if games are trying to get through to the more mature 
gamer. Although someone should try to point out that showing a bit of 
blood, swearing a bit and showing a bit of leg is not only the way to do it. 
My favorite film is "Dr Strangelov: Or how i learned to stop worrying and 
love the bomb" this film has none of the above yet I believe it to be one of 
the best adult movies ever. 


> Certainly makes a change from driving / shooting (or both) games, anyway 


3) 
Sure does. 
Sorry it turned into a bit of a rant that rambled. Oh well 


Bob 
bob@shandfam. freeserve.co.uk 
298rcs@tay.ac.uk 


> 

> Nick F 

> 

> PS Ignore the monkfish remark - Bob's just reliving his favourite 
fantasy... 
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—-MESSAGE FILE 5392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04115 


—-MESSAGE FILE 5393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004116 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Fri, 28 May 1999 21:27:08 +0100 
Organization: Max Studios 

Lines: 59 
Message-ID: <374EFC1C.39E9B454@which.net> 
References: <7ijem8S$ec511@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl5-tinamou-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" E02 4D3AA0DDCC2438A9107D1" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
E024D3AA0DDCC2438A9107D1 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


That match was friggin 

es. ՆՆԵ. 1111 1 Ո Ո Ո Ո ՈՐՈ Ո Ո Ո ՈՒՐ ՈՒՒԼԸԼ1 11111111 1 Ւ Լ 1111 
Tones wrote: 

Anyone who hates footy, dimiss this post! 


Ok, 


Who saw the match last night? (Man U vs Bayern) 


What a game! We played crap (in case you haven't guessed, I support Man 
United) in the first half, then all of a sudden in the 80th minute we're a 
totally different team! Who'd have thought, 2 goals in 2 minutes after full 
time!!! 


For those who don't know (or don't care), Manchester United were losing 1-0 
to Bayern Munich until the 91st minute, when - during the 3 minutes of 
injury time - Man United pulled off one of the most incredible victories 
ever by scoring 2 goals in 2 minutes, beating Bayern 2-1. Thus making 
Manchester United the UEFA champions! 


I do sympathise for the Bayern fans out there, however. Talk about gutting. 
Incidentally, any Bayern fans a Yaroze member ? It'd be interesting to hear 
your views.... 


Unbelievable stuff! 


Cheers! 


VVVVVVVVVVVVVVV VV VV VV VV VV VY 


Tones 8) 


E024D3AA0DDCC2438A9107D1 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
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x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


E02 4D3AA0DDCC2438A9107D1-- 


—-MESSAGE FILE 5393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04116 


—-MESSAGE FILE 5394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004117 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Fri, 28 May 1999 20:39:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <374efe86.2262718@www.netyaroze-europe. com> 
References: <374D8D9E.427C0O7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: pl1Bs13a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Sensible Soccer on the PS. 


It would be a truly atrocious game as it is, if it wasn't for the 
history of the game as well... 


The commentary was awful (done by Jon Hare I think, and it stank), 

the graphics were the slowest and worst 3d Ive yet seen on the PS, 

and it took over a minute before it even loaded a few screens worth of 
outgame menus, _which_ were practically unreadable. 


I mean, it even corrupted the graphics occasionally on the mandatory 
PS screens on bootup - how it got past the TRC Ill never know. 


Rob 
—-MESSAGE FILE 5394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04117 


-—-MESSAGE FILE 5395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004118 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Fri, 28 May 1999 21:42:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7imv97S6pd23@chuka.playstation.co.uk> 
References: <374D8D9E.427CO7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: th-usr00-56.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I don't think I've played any really bad games recently, but... 


Bubsy 3D (PS) was really crap. I tried to trade it in, but EB said I'd have 
to give them £5 to take it off me! 


Street Fighter The Movie (Saturn) was quite sad. 


Personally, I found the Ridge Racer series a bit dull. (And I love driving 
games!) 


But Extreme Pinball has to be the worst PS game I've ever seen. Even if it 


Net Yaroze newsgroups message dump.txt Page 3465 


had been written in STOS (Atari ST) it would still have been an extremely 
poor effort. 


Herbs 


—-MESSAGE FILE 5395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04118 


—-MESSAGE FILE 5396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004119 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: 'reverse engineering' the OT 

Date: Fri, 28 May 1999 20:42:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <374eff4b.2460152@www.netyaroze-europe. com> 
NNTP-Posting-Host: p1Bs13a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


there was a discussion a while ago about the idea of being able to 
directly manipulate the packets in the workbase. Legally it was deemed 
a breach of our terms, but I seem to remember that some of sort of 
agreement was generally reached saying, yes it was in breach but noone 
cared 'that much'. :) Is that still true or what? 


Rob 
—-MESSAGE FILE 5396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04119 


—-MESSAGE FILE 5397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004120 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Fri, 28 May 1999 22:20:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7in1l23S6pd24@chuka.playstation.co.uk> 
References: <7ijem8Sec511@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-118.name55.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Whoops, time for me to look away... 
Ed :) 
Tones <slick@yaroze2000.freeserve.co.uk> wrote in message 


news: 7ijem8$ec511@chuka.playstation.co.uk... 
> Anyone who hates footy, dimiss this post! 


> 

> Ok, 

> 

> Who saw the match last night? (Man U vs Bayern) 

> 

> What a game! We played crap (in case you haven't guessed, I support Man 
> United) in the first half, then all of a sudden in the 80th minute we're a 
> totally different team! Who'd have thought, 2 goals in 2 minutes after 
full 

> time!!! 

> 


> For those who don't know (or don't care), Manchester United were losing 
1-0 
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to Bayern Munich until the 91st minute, when - during the 3 minutes of 
injury time - Man United pulled off one of the most incredible victories 
ever by scoring 2 goals in 2 minutes, beating Bayern 2-1. Thus making 
Manchester United the UEFA champions! 


> 
> 
> 
> 
> 
> I do sympathise for the Bayern fans out there, however. Talk about 
gutting. 

> Incidentally, any Bayern fans a Yaroze member ? It'd be interesting to 
hear 

> your views.... 

Unbelievable stuff! 


Cheers! 


Tones 8) 


VVVVVVVVV 


—-MESSAGE FILE 5397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04120 


—-MESSAGE FILE 5398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004121 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'reverse engineering' the OT 

Date: Sat, 29 May 1999 09:37:34 GMT 

Organization: Reichardt Informatik AG 

Lines: 33 

Message-ID: <3751b1d0.8086377@news.playstation.co.uk> 
References: <374eff4b.2460152@www.netyaroze-europe.com> 
NNTP-Posting-Host: dial-in-68.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 28 May 1999 20:42:46 GMT, yaroze@theburrow.co.uk (Barry & Robert 
Swan) wrote: 


there was a discussion a while ago about the idea of being able to 
directly manipulate the packets in the workbase. Legally it was deemed 
a breach of our terms, but I seem to remember that some of sort of 
agreement was generally reached saying, yes it was in breach but noone 
cared 'that much'. :) Is that still true or what? 


VV V V V 


I wanted to check how the NDA (if that's what we signed) deals with such 
issues as the Sega vs. Accolade court decision regarding reverse 
engineering in 1992 and the like. But unfortunately, I couldn't find 
Sony's license agreement on the web site. Is it online somewhere? 


Can you legally alienate your right to study the software on your 
computer? Or does the NDA just prohibit passing on information? Not all 
paragraphs of that license agreement must necessarily apply to you, if 
you have laws in your country that make them invalid. 


If I recall correctly, Sony reserves the right to take the NetYaroze 
back from you for whatever reason they like. So, it boils down to what 
their practice is in this matter, really. 


If you don't pass on information you gained through reverse engineering, 
but use the knowledge only to write your programs, how can someone tell 
that you did so, without reverse engineering your program? 

Regards, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 
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"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 5398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04121 


—-MESSAGE FILE 5399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004122 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Fri, 28 May 1999 00:24:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7iohdjS6pd31@chuka.playstation.co.uk> 

References: <7ijem8S$ec511@chuka.playstation.co.uk> <7ik67s$ec518@chuka.playstation.c 
o.uk> <7ik8jbSec521@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.176.215.226 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Typical bloody annoying Man U, waiting till the overtime. Guess they're used 
to Refs with their Mickey Mouse watches waiting until Man U wins before 
final whistle is blown. Maybe some-one remembered there's another official 
to stop that ;) 


I think Bayern were robbed, they should have won. 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 


Rikki Prince wrote in message <7ik8jbSec521@chuka.playstation.co.uk>... 
>> Congrats all you Man U fans (inc. my brother, despite being from 
Glasgow). 

>> Enjoy it while it lasts! :) 

>> 

> 


> 
>> Nick F 
>> 

> 

>Rik P 

> 

> 


—-MESSAGE FILE 5399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04122 


-—-MESSAGE FILE 5400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004123 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Viva la Football! 

Date: Sat, 29 May 1999 12:09:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7iohukS6pd32@chuka.playstation.co.uk> 

References: <7ijem8Sec511@chuka.playstation.co.uk> <7ik67sSec518@chuka.playstation.c 
o.uk> <7ik8jbSec521@chuka.playstation.co.uk> <7iohdj$6pd31@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-065.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Typical bloody annoying Man U, waiting till the overtime. Guess they're 
used 

> to Refs with their Mickey Mouse watches waiting until Man U wins before 

> final whistle is blown. Maybe some-one remembered there's another official 
> to stop that ;) 

> 

Good point... 


> I think Bayern were robbed, they should have won. 

> 

I disagree, I think Bayern were pretty poor, and Man U had the better 
attacking force. The only problem was that Man U couldn't finish to save 
their lives. Bayern fluked through in the last twenty minutes or so, but 
that was only because Man U pushed forward to compensate for the lack of 
striking in most of the match. Hitting the post and crossbar only proved 
Bayern's lack of commitment to put the game past Man U. If Bayern really 
deserved to win they would have put the pressure on while Man U kept missing 
chances, and scored to put the match past Man U, instead of defending deep. 


> Al 
> 
Rik 


—-MESSAGE FILE 5400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04123 


—-MESSAGE FILE 5401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004124 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'reverse engineering' the OT 

Date: Sat, 29 May 1999 15:29:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3750068b.291120@www.netyaroze-europe. com> 

References: <374eff4b.2460152@www.netyaroze-europe.com> <3751b1d0.8086377@news.plays 
tation.co.uk> 

NNTP-Posting-Host: p66s14a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


well, they could tell if I used what Im using, as its pretty obivous 
the results wouldn't be available using GsLibs. I don't want to get 
into a legal view on it as thats a bit too serious! I was just trying 
to think back when we had this discussion before and what was resolved 
as Im sure there was something mentioned by the Sony representatives 
before. 


I mean, if I wanted the definitve answer Id go downstairs and ask dev 
support directly, just that I cant be arsed to wait until Tuesday. 


The biggest problem with me is that Sony could claim I used my 
knowledge of the full dev kit to get these things, (believe me, if I 
had known there was a list of these structures in libgpu I would NEVER 
have sat through loads of bloody printouts to work the damn things 
out!). Having said that if I had used that stuff, then I wouldnt be in 
this position now. If Ive broken anything, its the Yaroze license 
agreement, and not my NDA or whatever with the full dev kit... 


Rob 
—-MESSAGE FILE 5401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04124 


-—-MESSAGE FILE 5402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004125 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: Sat, 29 May 1999 17:04:55 +0000 

Organization: Data Uncertain 

Lines: 28 

Message-ID: <37501E37.B8FE7FC7@hinge.mistral.co.uk> 
References: <374D8D9E.427C0O7A0@hinge.mistral.co.uk> <374efe86.2262718@www.netyaroze-— 
europe. com> 

NNTP-Posting-Host: d3-s47-207-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 
X-Accept—-Language: en 


Barry & Robert Swan wrote: 


Sensible Soccer on the PS. 


It would be a truly atrocious game as it is, if it wasn't for the 
history of the game as well... 


The commentary was awful (done by Jon Hare I think, and it stank), 

the graphics were the slowest and worst 3d Ive yet seen on the PS, 

and it took over a minute before it even loaded a few screens worth of 
outgame menus, _which_ were practically unreadable. 


VVVVVVVVVV 


But...Animaniacs Bowling load's from CD between each individual bowler, 
between each turn and each ball. Bowl one. Wait for it to access the CD, 
bowl another, wait ages while the next character is loaded. Wait while 
it bowls. Wait....Wait...turn off, load Ridge Racer R4 or Medievil 
instead... 


> I mean, it even corrupted the graphics occasionally on the mandatory 
> PS screens on bootup - how it got past the TRC 111 never know. 


It's amazing the things that get past TRC - like Wipeout leaving the 
sound 
system on so that the startup sample loops during loading... 


> Rob 


Craig. 
—-MESSAGE FILE 5402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04125 


—-MESSAGE FILE 5403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004126 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playing Import games on the Yaroze 

Date: Sun, 30 May 1999 10:35:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7ir0Onk$lujl@chuka.playstation.co.uk> 

References: <7ik804S$ec524@chuka.playstation.co.uk> <374EAA4C.2BBDE50E@reading.ac.uk> 
<374EC828.C277A4B3@hinge.mistral.co.uk> 

NNTP-Posting-Host: dialup137-21.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


And you gotta get the RGB scart cable, not the composite AV scart cable 
as pretty much nothing accepts AV PAL and AV NTSC (apart from a few real 
expensive true multi-system sets). Most will accept NTSC rate RGB 
though... 


MON SF A 


Yes, just make sure that 


1) Your TV has an *RGB* SCART socket (as opposed to a composite one). 
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Beware - օո 


the other (#2) is composite. 


a lot of big tellys with 2 SCARTs, one (usually #1) is true RGB, 


2) You are using an *RGB* SCART lead, connected to the PlayStation's 
multi-out. The official Sony one is a mind-boggling 30 quid, but you can get 
3rd party ones for about a tenner. For some bizarre reason, only the 
official model worked with my (14 inch Sony TV/VCR 2-in-1) TV. : ( 


3) You don't play too much Final Fantasy, now :) No, I've heard FF Tactics 


is ace from 


a fellow member, and I would be keen on playing it myself... 


Yep, Craig - nothing beats a TRUE multi-system TV. My parents have one 
(brought back from HK) and it's great to be able to plug ANYTHING into it 


and have it 


run gloriously. No 'orrible boxes round the back of the telly, 


or switching SCART leads. Bliss. Does anyone know of anywhere you can get 


them in the 


Nick F 


UK? 


—-MESSAGE FILE 5403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04126 


—-MESSAGE FILE 5404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004127 


Path: chuka.playstation.co.uk!news 


From: Craig 
Newsgroups: 
Subject: Re: 


Graham <c_graham@hinge.mistral.co.uk> 
scee.yaroze.freetalk.english 
Playing Import games on the Yaroze 


Date: Sun, 30 May 1999 12:47:57 +0000 
Organization: Data Uncertain 


Lines: 14 
Message-ID: 
References: 


<3751337D.5F763463@hinge.mistral.co.uk> 
<7ik804Sec524@chuka.playstation.co.uk> <374EAA4C.2BBDE50E@reading.ac.uk> 


<374EC828.C277A4B3@hinge.mistral.co.uk> <7ir0Onk$lujl@chuka.playstation.co.uk> 
NNTP-Posting-Host: d4-s44-46-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 1586) 
X-Accept—-Language: en 


Nick Ferguson wrote: 
> Yep, Craig - nothing beats a TRUE multi-system TV. My parents have one 


> 
> 
> 
> 


H 


Tt 


= 


(brought back from HK) and it's great to be able to plug ANYTHING into it 
and have it run gloriously. No ‘orrible boxes round the back of the telly, 
or switching SCART leads. Bliss. Does anyone know of anywhere you can get 
them in the UK? 


used to have a Philips one at work, but cann't remember where we got 


(it had options for Secam and stuff as well). 


> Nick F 


Craig. 


—-MESSAGE FILE 5404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04127 


—-MESSAGE FILE 5405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004128 


Path: chuka.playstation.co.uk!news 
From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
Playing Import games on the Yaroze 


Date: Sun, 30 May 1999 13:16:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 17 
Message-ID: 
References: 


<7irapd$1luj4@chuka.playstation.co.uk> 
<7ik804Sec524@chuka.playstation.co.uk> <374EAA4C.2BBDE50E@reading.ac.uk> 


<374EC828.C277A4B3@hinge.mistral.co.uk> <7ir0Onk$lujl@chuka.playstation.co.uk> <3751 
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337D.5F763463@hinge.mistral.co.uk> 

NNTP-Posting-Host: modem-10.zirconium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I used to have a Philips one at work, but cann't remember where we got 
> it 

> (it had options for Secam and stuff as well). 

> 

> > Nick F 

> 

> Craig. 


Well I know some people have had problems with the Hauppauge Win/TV but 
everything works fine for me. That also has the options for SECAM etc. just 
with a few button clicks 


Bob 
bob@shandfam. freeserve.co.uk 


—-MESSAGE FILE 5405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04128 


—-MESSAGE FILE 5406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004129 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 30 May 1999 15:30:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7irhpi$luj5@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: modem-80.namel2.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1420 scee.yaroze.freetalk.english 
24129 


> If you plan on continuing with the next Yaroze and would like Sony to know 
> about it please add your name and comments to this thread. 


Blooming hell yes, count me in!!! Especially if the tools are better... I 
hope we'll get a discount. Mmmmm, more memory. Also, I think it would be 
really good if the maximum sprite size was 800x600 because that would make 
backgrounds a hell of a lot easier!!! 


Ed 
ed@directxbeginners.freeserve.co.uk 


http://ffmusic.virtualave.net 
http://www.netyaroze-europe.com/~gookaloo 


"Cloud, did you really find Orthrapedic Underwear in my closet?" 


—-MESSAGE FILE 5406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04129 


—-MESSAGE FILE 5407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004130 
Path: chuka.playstation.co.uk!news 
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From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 - emulated? 

Date: Sun, 30 May 1999 15:35:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7iri30$1luj6@chuka.playstation.co.uk> 
References: <37090378.4D15DE1B@hinge.mistral.co.uk> <371B11C6.C2870B74@datasys.net> 
<7ffojaSdpk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-80.namel2.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I mean, without the black pads no-one would buy it ;-) 
<joke> 


Ed :) 


—-MESSAGE FILE 5407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04130 


—-MESSAGE FILE 5408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004131 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Worst Playstation Game Ever? 

Date: 30 May 1999 22:22:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0lbeaaea$91382e80$66b524c3@pal-—s-—omnibook> 
References: <374D8D9E.427C0O7A0@hinge.mistral.co.uk> 
NNTP-Posting-Host: Marseille-3-102.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I guess the Spice girls thing cannot compete here as a "game"... 


"Tail of the Sun" is worth having a look at. You can fall asleep while 
fighting with a mammoth ! And it looks worse than some Net Yaroze 3D 
games... 


—-MESSAGE FILE 5408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04131 


—-MESSAGE FILE 5409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004132 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A summer thread... 

Date: Mon, 31 May 1999 22:51:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7iv0dqSfsdl@chuka.playstation.co.uk> 

References: <7ic38bS$sfd13@chuka.playstation.co.uk> <7ih60tSec52@chuka.playstation.co 
-uk> <7ik9g4Sec526@chuka.playstation.co.uk> <7ikem0Sec529@chuka.playstation.co.uk> Հ 
7iki8mS 6pd1l@chuka.playstation.co.uk> <7imkmtS6pd14@chuka.playstation.co.uk> <7immsg$ 
6pd17@chuka.playstation.co.uk> <7imopvS6pd19@chuka.playstation.co.uk> 
NNTP-Posting-Host: du-1258.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


3 psychiatrists?? 


Is that all?? 
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Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 
news: 7imopvS6pd19@chuka.playstation.co.uk... 


> Explination : I've had enough! You are right, I see how stupid my 
argument 

> is (now I see why you get these journalist jobs...). I was really hot 
> headed though, I'm currently seriously depressed (and seeing 3 

> psychiatrists) - I've had a lot of trouble with my entire life recently, 
I'm 

> prone to thinking things are all nastily directed at me. 

> 

> Sorry! 

> 

> Ed :) 

> 

> 


—-MESSAGE FILE 5409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04132 


—-MESSAGE FILE 5410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004133 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Best E3 Site around 

Date: Tue, 1 Jun 1999 10:33:07 +0200 

Organization: Debri Productions 

Lines: 8 

Message-ID: <ldspukz.16p66b5erlmveN@al-—88-128.a1.nl1> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


http: //www.ga-source.com/community/news/bits/04+18+1999/20:31:8.shtml 


I had a ECTS girls page in 1998, this is the E3 '99 Girls page.. 
10000 times better than mine!! 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 5410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04133 


—-MESSAGE FILE 5411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004134 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best E3 Site around 

Date: Tue, 1 Jun 1999 22:55:20 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7j0edd$fsd2@chuka.playstation.co.uk> 
References: <ldspukz.16p66b5erlmveN@al-88-128.a1.nl1> 
NNTP-Posting-Host: p7-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


That is certainly a very comprehensive page! Demonstrates that a wide range 
of companies are still keen to appeal to low level human instincts to 
promote their products (not that I mind :) ). 


On that note, the g.o.d. parking lot 'booth' was very popular. Not 
surprising given the girls running around in school girl attire, Playboy 
playmates giving out free pornography, and the free alcohol. For the life 
of me I can't remember seeing a single g.o.d. title though... 


Net Yaroze newsgroups message dump.txt Page 3474 


Regards 
Mario 


www.Sidhe.co.nz 
mario@sidhe.co.nz 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in message 
news: 1ldspukz.16p66b5erlmveN@al-88-128.al.nl... 
> http://www.ga-source.com/community/news/bits/04+184+1999/20:31:8.shtml 


> 

> I had a ECTS girls page in 1998, this is the E3 '99 Girls page.. 
> 10000 times better than mine!! 

> 

> Cheers, 

> 

> DEnnis.. 


—-MESSAGE FILE 5411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04134 


—-MESSAGE FILE 5412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004135 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Eurovision Song Contest 

Date: Wed, 2 Jun 1999 14:05:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7j339u5Sm4q5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-114.name2.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I was one of the unfortunate people who actually watched this years 
Euroision song contest - it was the worst pile of dribble I have ever seen 
in my life... 


Any other comments on it? 


Ed :) 


"The best improvement of Rise of the Robots 2 is now they can jump over each 
others heads" - WOW!!! 


—-MESSAGE FILE 5412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04135 


—-MESSAGE FILE 5413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004136 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Wed, 2 Jun 1999 14:39:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7j3c7cSm4q6@chuka.playstation.co.uk> 
References: <74j39u5$m4q5@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-36.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Ed Fear wrote: 

>I was one of the unfortunate people who actually watched this years 
>Euroision song contest - it was the worst pile of dribble I have ever seen 
>in my life... 

> 

>Any other comments on it? 


Nope, I think you summed it up quite nicely! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04136 


—-MESSAGE FILE 5414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004137 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Wed, 2 Jun 1999 17:53:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7j3ngaSm4q7@chuka.playstation.co.uk> 
References: <7 j39u5Sm4q5@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-95.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I was one of the unfortunate people who actually watched this years 

> Euroision song contest - it was the worst pile of dribble I have ever seen 
> in my life... 
> 
> 


Any other comments on it? 


Yes. Was I the only one disturbed by the ridiculously biased / 
mutual-backpatting voting (all along ethnic background lines)? Almost as 
disturbing as the fact I watched it. At least Terry Wogan started taking the 
piss. 


Nick F 


—-MESSAGE FILE 5414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04137 


—-MESSAGE FILE 5415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004138 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Wed, 2 Jun 1999 19:30:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7j3t98Sm4q9@chuka.playstation.co.uk> 

References: <74j39u5$m4q5@chuka.playstation.co.uk> <7j3nga$m4q7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: vil-36.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote: 
>> I was one of the unfortunate people who actually watched this years 
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>> Euroision song contest - it was the worst pile of dribble I have ever 
seen 

>> in my life... 

>> 

>> Any other comments on it? 

> 


>Yes. Was I the only one disturbed by the ridiculously biased / 
>mutual-backpatting voting (all along ethnic background lines)? Almost as 
>disturbing as the fact I watched it. At least Terry Wogan started taking 
the 

>piss. 

> 


I guess they realised that all the entries were shit and so the only 
criteria left was to award the points in order of which country they most 
wanted to butt-lick!!! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04138 


—-MESSAGE FILE 5416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004139 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best E3 Site around 

Date: Wed, 2 Jun 1999 22:08:46 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ldsqiqn.hquqatcg70leN@al-88-140.al.nl1> 

References: <ldspukz.16p66b5erlmveN@al-88-128.al.nl> <7j0edd$fsd2@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-140.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Mario Wynands <mario@sidhe.co.nz> wrote: 


> For the life 

> of me I can't remember seeing a single g.o.d. title though... 

> 

> 

Who cares? It's great քսու I still think ECTS is heaven on earth.. I 


can't wait to be able to go to the E3. 
I saw more girls than games at the ECTS, but that probably is my sad 
little pervese mind.. No, it's not something dutch.. It's just me ;-) 


To be honest. 
I did see lot's of games and I did see a lot of girls as well, I like 


them both, but a girl still would keep me occupied a lot longer than any 
game.. 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 5416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04139 


-—-MESSAGE FILE 5417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004140 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best E3 Site around 
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Date: Wed, 2 Jun 1999 22:53:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7j3495jSm4q11@chuka.playstation.co.uk> 

References: <ldspukz.16p66b5erlmveN@al-88-128.al.nl> <7j0edd$fsd2@chuka.playstation. 
co.uk> <ldsqiqn.hquqatcg70leN@al-88-140.al.nl> 

NNTP-Posting-Host: vil-36.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote: 

>Mario Wynands <mario@sidhe.co.nz> wrote: 

> 

>> For the life 

>> of me I can't remember seeing a single g.o.d. title though... 

>> 

>> 

> 

>Who cares? It's great fun!! I still think ECTS is heaven on earth.. I 
>can't wait to be able to go to the E3. 

>I saw more girls than games at the ECTS, but that probably is my sad 


>little pervese mind.. No, it's not something dutch.. It's just me ;-) 

> 

>To be honest. 

> 

>I did see lot's of games and I did see a lot of girls as well, I like 
>them both, but a girl still would keep me occupied a lot longer than any 
>game.. 

> 


Depends what game, or what girl! 
Problem is you can't turn your girl off when you bored playing with her!!! 
Or turn her back on for a quick go any time you want! 


:7) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04140 


—-MESSAGE FILE 5418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004141 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Wed, 2 Jun 1999 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7 j4bgiSm4q12@chuka.playstation.co.uk> 

References: <73j39u5$m4q5@chuka.playstation.co.uk> <7j3nga$m4q7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p62s04a03.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message 

>Yes. Was I the only one disturbed by the ridiculously biased / 
>mutual-backpatting voting (all along ethnic background lines)? 
>Nick F 


Yeah - in addition, many countries are home to significant immigrant 
populations from neighbouring countries, so that's probably got something to 
do with it too. :-) 
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The partial voting and generally awful music are what make the contests such 
great entertainment. Nice to see such solidarity from the participating 
balkan nations - just as well there was no Yugoslavian entry... 


Derek 


# My lovely horse, my lovely horse... 


—-MESSAGE FILE 5418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04141 


—-MESSAGE FILE 5419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004142 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best E3 Site around 

Date: 3 Jun 1999 11:37:59 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <7j5pen$m4q14@chuka.playstation.co.uk> 

References: <ldspukz.16p66b5erlmveN@al-—88-128.al.nl> <7j0eddS$fsd2@chuka.playstation. 
co.uk> <ldsqiqn.hquqatcg70leN@al-88-140.al1l.nl> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


E3 women were way better!! They all had a tan not like 
the women at ECTS. No damn sun in this country!! 


George 


In article <ldsqiqn.hquqatcg70leN@al-88-140.al.nl>, macsuppor@al.nl says... 
> 
>Mario Wynands <mario@sidhe.co.nz> wrote: 


>> For the life 
>> of me I can't remember seeing a single g.o.d. title though... 


>Who cares? It's great fun!! I still think ECTS is heaven on earth.. I 
>can't wait to be able to go to the E3. 

>I saw more girls than games at the ECTS, but that probably is my sad 
>little pervese mind.. No, it's not something dutch.. It's just me ;-) 
> 

>To be honest. 

> 

>I did see lot's of games and I did see a lot of girls as well, I like 
>them both, but a girl still would keep me occupied a lot longer than any 
>game.. 

> 

>Cheers, 

> 

>DEnnis.. 


—-MESSAGE FILE 5419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04142 


-—-MESSAGE FILE 5420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004143 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Eurovision Song Contest 

Date: Thu, 3 Jun 1999 20:47:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7j6lso$m4q17@chuka.playstation.co.uk> 
References: <7339u5$m4q5@chuka.playstation.co.uk> <7j3nga$m4q7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-133.name41.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Yes. Was I the only one disturbed by the ridiculously biased / 

> mutual-backpatting voting (all along ethnic background lines)? Almost as 
> disturbing as the fact I watched it. At least Terry Wogan started taking 
the 

> piss. 


Yes, I noticed this too, it was rather amusing. But did you notice how 
Terry Wogan made such a big deal about being on it at the beginning. Not to 
mention the terrible middle-time song by those two flirting whores? 


ե 
Q 
2 


--MESSAGE FILE 5420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04143 


--MESSAGE FILE 5421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004144 

Path: chuka.playstation.co.uk!news 

From: Peter Miller <ptm97@doc.ic.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Fri, 04 Jun 1999 12:38:53 +0100 

Organization: Department of Computing, Imperial College, London 

Lines: 19 

Message-ID: <3757BACD.E4848495@doc.ic.ac.uk> 

References: <7j39u5$m4q5@chuka.playstation.co.uk> <7j3nga$m4q7@chuka.playstation.co. 
uk> <7j6lso$m4q17@chuka.playstation.co.uk> 

NNTP-Posting-Host: direct22.doc.ic.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


One of the best bits (actually, there are no good bits are there really?) about 
the Eurovision 
Song Contest is turning subtitles on and realising how unbelievably bad most of 
the lyrics are. 


Ed Fear wrote: 


> > Yes. Was I the only one disturbed by the ridiculously biased / 

> > mutual-backpatting voting (all along ethnic background lines)? Almost as 
> > disturbing as the fact I watched it. At least Terry Wogan started taking 
> the 

> > piss. 

> 

> Yes, I noticed this too, it was rather amusing. But did you notice how 

> Terry Wogan made such a big deal about being on it at the beginning. Not to 
> mention the terrible middle-time song by those two flirting whores? 

> 

> Ed :) 


—-MESSAGE FILE 5421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04144 


—-MESSAGE FILE 5422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004145 

Path: chuka.playstation.co.uk!news 

From: "James Duffield" <J.Duffield@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Star Wars Animation 

Date: Fri, 04 Jun 1999 13:27:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7j8gnh$9663@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.140.23.199 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Anyone intrested in Star Wars should check out 

this great little animation. It is done in entirely 

ASCII, so don't expect anything graphically amazing, 

but as a summary of the first film, it's pretty good. 

You can find it at: http://www.asciimation.co.nz/index.html 


Cheers 
James D 


—-MESSAGE FILE 5422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04145 


—-MESSAGE FILE 5423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004146 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Sat, 5 Jun 1999 00:17:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7j9mqs$9664@chuka.playstation.co.uk> 

References: <7339u5$m4q5@chuka.playstation.co.uk> <7j3nga$m4q7@chuka.playstation.co. 
uk> <7j6lso$m4ql7@chuka.playstation.co.uk> <3757BACD.E4848495@doc.ic.ac.uk> 
NNTP-Posting-Host: th-gt143-049.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> One of the best bits (actually, there are no good bits are there really?) 
about 

> the Eurovision 

> Song Contest is turning subtitles on and realising how unbelievably bad 
most of 

> the lyrics are. 

> 


Lyrics!?!? What lyrics? Ohhhhh, I see your game! lol you almost had me 
fooled there.... 


Rikki 


—-MESSAGE FILE 5423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04146 


—-MESSAGE FILE 5424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004147 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: An adventure project 

Date: Sat, 05 Jun 1999 11:34:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 47 

Message-ID: <3759079a.1869875@www.netyaroze-europe. com> 
NNTP-Posting-Host: p89s03a03.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


ok, ok yet another 'I want to do such and such a project and am 
looking for help...' 


In a a previous post I mentioned about me inserting stuff directly 
into the OTable, and the reason was that I was looking for a way to do 
isometric graphics for some sort of turn based strategy game (a bit 
like civilisation but approximately 0.00001% as complicated). So far I 
had a landscape that has real time lighting from various sources and 
you can slowly destroy the terrain too. The idea was that it was 
playable on one machine, or you could save your turn to memory card 
and then pass it on to someone else and back and forth etc, up to 
about 15 players (which would be stupid!) 


Anyway, I was looking through someone elses computer at work and I 
came across a movie of some game called dragon quest for the psx, and 
it was in a style reminiscent of Zelda on SNES, but had rotating 
isometric graphics. I thought, I like that... and might have a go. 


Been thinking about the problems and such forth and thought it should 
be fairly ok to do. (not as crappy as Adventure Game, btw!) Btw, the 
one graphical effect Im determined to do is to have the shadows of 
clouds passing over the landscape, and decent fog too.. anyway... 


What I might do today is knock up a demo today and show people, but 
was thinking how other people might help, and came up with a sort of 
list of things to do and roles etc. etc. 


K Not wanting to be limited to a few levels in the style of 
Adventure Game, need a file server. One exists and will be looking at 
today to see how good it is. Might need tewaks, dont know 


* V important: some sort of scripting for the NPCs - to allow 
them to act normally under their own steam, and interact in a passably 
intelligent manner with the player. 


k sprite andtexture artists (main characters and things like 
trees to be done in 2d, textures for landscape) 


* basic 3d modelling for artists. Will have to design a custom 
format tho, so design stuff might be good. 


2 People to draw սք a 'rough' design, simply so any code now 
doesnt limit future development (and thats bleedin' 'ard) 

K Level Designers (dependant on how well the file server works, 
really) 
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--MESSAGE FILE 5424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04147 


--MESSAGE FILE 5425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004148 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eurovision Song Contest 

Date: Sat, 5 Jun 1999 18:05:44 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <l1dsxtvx.12666f71ngn19yN@al-88-129.a1l.n1l> 


References: <7j39u5$m4q5@chuka.playstation.co.uk> <7j3ngaSm4q7@chuka.playstation.co. 


uk> <733t98Sm4q9@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-129.al.nl 
X-Newsreader: MacSOUP 2.3 
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> I guess they realised that all the entries were shit and so the only 
> criteria left was to award the points in order of which country they most 


> wanted to butt-lick!!! 


And now the votes of the dutch jury (did you 
that presented the Netherlands) 


Sorry to say but Germany had the biggest but] 


dutch are very anti-germany! 
even after more than 50 years. And still Hol 
It's total bul 
I must say the best moment of this years event was the moment that Dana 


full 12 point to Germany. 


went down!! 


Actually we should boycot this event. 


jacket... 
Kill 'm all!! 


DEnnis.. 


There are still 


see the horse of a girl 


lick ever this year!! Most 


a lot of hard feelings, 


land gives every year the 


llocks!! 


It's just politics in a fake 
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—-MESSAGE FILE 5425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04148 


—-MESSAGE FILE 5426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004149 


Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@breathemail.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Best E3 Site around 

Date: Fri, 4 Jun 1999 01:01:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 35 


Message-ID: <7jclgh$96613@chuka.playstation.co.uk> 
References: <ldspukz.16p66b5erlmveN@al-88-128.al.nl> <7j0edd$fsd2@chuka.playstation. 
co.uk> <ldsqiqn.hqugqatcg70leN@al-88-140.al.nl> <734953$m4ql1l@chuka.playstation.co.uk 


> 


NNTP-Posting-Host: ppp-1-105.cvxl.telinco.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


And queue the sexist jokes 


> 


>>To be honest. 
>> 


>>I did see lot's of games and I did see a lot of girls as well, 


>>them both, but a girl still would keep me occupied a lot longer than any 


7) 


>>game.. 
>> 

> 

> 


>Depends what game, or what girl! 
>Problem is you can't turn your 


girl off when you bored playing with her!!! 


Unless she's likes some "unusual" things, fart in her face? 


>Or turn her back on for a quick go any time you want! 


you're obviously not as skilled as me ;) 


Sorry, I couldn't resist! 
Al 
p.s. when is ECTS? 


> 

>:7) 

> 

>Rad. 
>rad@cyberdude.com 


>http://www.netyaroze-europe.com/~radpsx 


I like 
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> 
> 


—-MESSAGE FILE 5426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04149 


—-MESSAGE FILE 5427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004150 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Sun, 6 Jun 1999 11:16:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7 jdh19S49v2@chuka.playstation.co.uk> 
References: <3759079a.1869875@www.netyaroze-europe. com> 
NNTP-Posting-Host: 62.172.216.175 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 
news :3759079a.1869875@www.netyaroze-europe.com... 


* Not wanting to be limited to a few levels in the style of 
Adventure Game, need a file server. One exists and will be looking at 
today to see how good it is. Might need tewaks, dont know 


V V V V V 


I'll be putting up an update of the cyclone file server in a week or so, its 
more flexible and reliable than before (probably). 


Pete. 


—-MESSAGE FILE 5427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04150 


—-MESSAGE FILE 5428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004151 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Sun, 06 Jun 1999 13:04:32 +0000 

Organization: Data Uncertain 

Lines: 18 

Message-ID: <375A71E0.97FCOFO04@hinge.mistral.co.uk> 
References: <3759079a.1869875@www.netyaroze-europe. com> 
NNTP-Posting-Host: d4-s37-39-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 1586) 
X-Accept—-Language: en 


Barry & Robert Swan wrote: 


ae basic 3d modelling for artists. Will have to design a custom 
> format tho, so design stuff might be good. 


I've just started work on the follow-up to RSdANIM (a whole new 
program). 
If you let me know the format, I'll make sure it can support it. 

Gotta warn folks though, it's Linux based (KDE/Qt + OpenGL/MesaGL).... 
(thought it was time to head Linux-wards ready for NG PS, so having 
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already 

done a version of ARS for linux, and got the compilers and stuff 
working, 

thought it was time to do the big tool). 


Craig. 

(haven't had time to do much in recent months 'coz I got married a few 

weeks back, but I'm well up for it now) 

—-MESSAGE FILE 5428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04151 


—-MESSAGE FILE 5429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004152 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Sun, 6 Jun 1999 10:47:08 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7 je58dS$49v5@chuka.playstation.co.uk> 
References: <3759079a.1869875@www.netyaroze-europe.com> 
NNTP-Posting-Host: 98AA4B1F.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>* Not wanting to be limited to a few levels in the style of 
>Adventure Game, need a file server. One exists and will be looking at 


I am programming one right now. Even though I said that it was going to be 


linux based, I have ported it back to windows. I need to do some UI stuff 
and I am working out a bug in the download from PC to Yaroze (post SIOCONS 
type transfer), but I should have most of those issues woked out. It is 


Simplistic and fast, and right now about 95% reliable. 
If you need an early copy or something, email me. 


Nathan Miller 
KiRyu@aol.com 


—-MESSAGE FILE 5429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04152 


-—-MESSAGE FILE 5430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004153 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Sun, 6 Jun 1999 13:07:51 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7jedg7S49v6@chuka.playstation.co.uk> 

References: <3759079a.1869875@www.netyaroze-europe.com> <7 Je58d$49v5@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: ABD4CF24.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just an update, the download code is now fixed and I am getting downloads 
and uploads on the fly! Now I just have to finish up the UI and do some 
error checking code. 


Nathan 
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—-MESSAGE FILE 5430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04153 


—-MESSAGE FILE 5431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004154 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Sun, 06 Jun 1999 23:37:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <375b033f.286182@www.netyaroze-europe. com> 
References: <3759079a.1869875@www.netyaroze-europe. com> 
NNTP-Posting-Host: p30s05a03.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Blimey, this is a nice few responses... 


I had a look at the cyclone demo, it worked, I never thought more 
about it until now when I could really use it. Now I'll have two file 
servers to look at. And I was seriously considering CodeWarrior... 
btw, does CodeWarrior have a half decent debugger? Its only since 
getting my job that Ive realised how much effort they save, Ive im 
love with them. Nice of Sony to supply the gdb docs with the Yaroze, 
not. 


In terms of graphics format with rsdanim, that would be great. That 
certainly isnt going to be rushed though, as Ive got to make sure that 
the format does everything that I want it to before committing 
(currently each vertex has 3 sets of RGB data; don't ask...!) 


I do need to write some better way of handling the graphics and data 
files. I know some people have written programs to do this, but in the 
current state they wouldnt help much. So what Im hoping is that people 
can either remind where these are stored so I can have a lok at them, 
or better still send me some info on them so I can sort out exactly 
what it is that I shoudl be doing. im being a bit lazy, as I dont 
really want to have to get another 200+ previous messages from these 
boards to track those utils down. 


What else? oh yeah, maybe the compression routines that someone wrote 
might be useful, although with file server functionality it may be a 
moot point. Must admit I was planning on using VRAM for some array 
storage though, so maybe it would remove the necessity for that. 


Oh yeah, had another look at the Dragons Quest movie that made me want 
to do an isometric adventure game; it is actually perspective 
projection! oh wel... It really gives the impression of being Zelda 
from SNES in 3d (as opposed to full 3d zelda on n64) and I think it 
looks great. Im determined to see this through. 


Will gladly look at the stuff asap, (prob next weekend). 


Oh yeah, one side effect of using isometric perspective - no texture 

warping, HURRAH! (sorry, a bit excited there) 

—-MESSAGE FILE 5431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04154 


-—-MESSAGE FILE 5432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004155 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Windows Version of PSX File Server 

Date: Sun, 6 Jun 1999 20:54:03 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7jf8qg$49v7@chuka.playstation.co.uk> 
NNTP-Posting-Host: ABDOD135.ipt.aol.com 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1421 scee.yaroze.freetalk.english 
24155 


I am working on a Windows version of the PSX File Server that is almost 
complete. I just have a few UI issues to work out and I will be releasing 
the program and the Yaroze LIBs for it. 


You can see a screenshot and read a little more about it at 
www.scea.sony.com/net/yaroze/pages/nmiller.html 


Nathan Miller 


—-MESSAGE FILE 5432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04155 


-—-MESSAGE FILE 5433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004156 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Best E3 Site around 

Date: Mon, 7 Jun 1999 09:45:48 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldt0Owc5.lptnapfpdg4wmN@al-—88-106.a1l.nl1> 

References: <ldspukz.16p66b5erlmveN@al-88-128.al.nl> <7j0edd$fsd2@chuka.playstation. 
co.uk> <ldsqiqn.hquqatcg70leN@al-88-140.al.nl> <734953$m4ql1l@chuka.playstation.co.uk 
> <7Jclgh$96613@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


> p.s. when is ECTS? 


September 5, 6 and 7 if I'm not mistaking.. I do want to arrange a hotel 
with a group so we can get a reduce. But in that case I have to book 
soon. Are there any others that want to join to share rooms? ECTS is a 
real must if you have not been fortunate enough to go the E3.. 


DEnnis.. 
—-MESSAGE FILE 5433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04156 


-—-MESSAGE FILE 5434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004157 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Mon, 07 Jun 1999 11:11:44 +0000 

Organization: Data Uncertain 

Lines: 52 

Message-ID: <375BA8F0.A51D20C4@hinge.mistral.co.uk> 

References: <3759079a.1869875@www.netyaroze-europe.com> <375b033f.286182@www.netyaro 
ze-europe. com> 

NNTP-Posting-Host: d3-s52-212-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 


Barry & Robert Swan wrote: 
> 


> Blimey, this is a nice few responses... 
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I had a look at the cyclone demo, it worked, I never thought more 
about it until now when I could really use it. Now I'll have two file 
servers to look at. And I was seriously considering CodeWarrior... 
btw, does CodeWarrior have a half decent debugger? Its only since 
getting my job that Ive realised how much effort they save, Ive im 
love with them. Nice of Sony to supply the gdb docs with the Yaroze, 
not. 


VVVVVVVV 


We did our last (pro) project in CodeWarrior. The debugger is pretty 
good (at least in the ProDev4 version - if you're at SCEE, I expect 
there's a couple of copies kicking around). It works fine with the 
Yaroze (although there's a bug in the comm's DLL for the yaroze in later 
versions, so you have to replace it with an earlier one). Also works 

a treat with the H2000/H2500/H2700 as well (you get an extra GTE 
register 

view on them that the yaroze module doesn't support). 


In terms of graphics format with rsdanim, that would be great. That 
certainly isnt going to be rushed though, as Ive got to make sure that 
the format does everything that I want it to before committing 
(currently each vertex has 3 sets of RGB data; don't ask...!) 


VVVYV 


Guessing the 3 RGB sets are..... 

original (local static lights on) 

original (local static lights off), 

current (product օք originaltany dynamic lights). 


> I do need to write some better way of handling the graphics and data 
> files. I know some people have written programs to do this, but in the 
> current state they wouldnt help much. So what Im hoping is that people 


We alway's just malloc'ted a buffer for the object files after first 
loading the whole of the used VRAM as one big compressed TIM. 


What else? oh yeah, maybe the compression routines that someone wrote 
might be useful, although with file server functionality it may be a 
moot point. Must admit I was planning on using VRAM for some array 
storage though, so maybe it would remove the necessity for that. 


V V V V 


For a serial server (as it's dog slow compared to the ARS fileserver 
or the one on the devkit) the best thing would be for Nathan to add 
transparent compression to the fileserver and it's library (I never 
bothered doing it for ARS 'coz the link is so much quicker). You'd 
never notice it was there, but stuff like TIM's would be shit load's 
quicker to download (even RLE'ing the average TIM improves things 
loads). 


Craig. 
—-MESSAGE FILE 5434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04157 


—-MESSAGE FILE 5435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004158 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Mon, 7 Jun 1999 19:10:07 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7jhn3iS49v10@chuka.playstation.co.uk> 

References: <3759079a.1869875@www.netyaroze-europe.com> <375b033f.286182@www.netyaro 
ze-europe.com> <375BA8F0.A51D20C4@hinge.mistral.co.uk> 

NNTP-Posting-Host: 98AA92E2.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig- 


I know, I need to get to doing that incoding junk soon! It wasn't in my 
origional plan, but I know that it would help. I wish that I could make it 
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run even faster, but there is only one thing that all of us have, the serial 
cable and the Yaroze. I would love to write some other interface, like your 
ARS, but not everyone would get to use it, just like the codewarrior file 
server. 


By the way, you know of any good place to get encoding examples? 
Thanks 
Nathan Miller 


>For a serial server (as it's dog slow compared to the ARS fileserver 
>or the one on the devkit) the best thing would be for Nathan to add 
>transparent compression to the fileserver and it's library (I never 
>bothered doing it for ARS 'coz the link is so much quicker). You'd 
>never notice it was there, but stuff like TIM's would be shit load's 
>quicker to download (even RLE'ing the average TIM improves things 
>loads). 

> 

>Craig. 


—-MESSAGE FILE 5435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04158 


—-MESSAGE FILE 5436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004159 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@boone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NPC Scripting, Re: An adventure project 

Date: Mon, 07 Jun 1999 20:20:30 -0400 

Organization: SCEA News Server 

Lines: 108 

Message-ID: <375C61CE.2183A46D@boone.net> 

References: <3759079a.1869875@www.netyaroze-europe. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.88.25.169 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 


Barry & Robert Swan wrote: 

> 

> ok, ok yet another 'I want to do such and such a project and am 
> looking for help...' 


Kick Ars. 


> * V important: some sort of scripting for the NPCs - to allow 
> them to act normally under their own steam, and interact in a passably 
> intelligent manner with the player. 


A while back I wrote a fairly nifty scripting language for NPC's. Wrote 
a compiler, and even an emulator. It was never incorporated into a 
finished game, but it was fairly nifty being my first dabble into 
virtual machine programming. You could code small loops stuff into it -- 
make it even ask questions and check for items and such. The code is 
fairly small. The scripting code looked like this: 


###### START OF SCRIPT FILE ######## 
RSL 
#Burnt down town 


z 


#First sign post at main entrance to town 
“NPC 1 

Welcome to Alegville! ~PAU~END 

“XXX 


#Some guy lying on the ground 
“NPC 2 
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.~WAT1.~WAT1.~WAT1 No pulse.~PAU~END 
“XXX 


#Dude who eventually joins our main character 
“NPC 3 

SOLDIER~NXT"Go away"~PAU~END 

“XXX 


#Sign in front of big house 
“NPC 4 

Home Sweet Home~PAU~END 
“XXX 


#Some old geezer on the path who is alive 

“NPC 5 

OLD MAN~NXT"They~WAT1 came in the night;~WAT1 and killed 
.~WAT1.~WAT1.~WAT1 my wife. 

I have nothing left!~WAT1 What do I have to live for?"~PAU~END 
“XXX 

###### END OF SCRIPT FILE ԱՍՈՒՄ 


As you see, you'd have one of these files for each level - each NPC 


would follow the program. I wrote a compiler for it as well. Here is a 


full listing of the command codes: 


RSL v.1 Command set 


b=byte 
w=word 
?=not net decided on 


“NPC NpcNumber (b) - Signifies the start of RSL Script 
“XXX - Signifies the end of RSL Script 
~ANM AnimeNumber (b) - Play NPC anime sequence 

~WAT Seconds (b) - Wait specified seconds 

~PAU - Pause for button 

~YON — Yes Or No query 

~IFS <Heap Index> <Value> (Ե) - If bit(s) Set 

~EOB - End Of Block 

~CUT CutSceneNumber (?) - Play a cutscene number 

~NXT - Force next line 

~END - End execution 

~GIV ItemNumber (b) - Gives player item 

~TAK ItemNumber (b) - Takes item away from player 
~SEN SenerioName - Loads a scenerio 

~SET <Game Heap Index> <Value>(b) - Sets a variable 


Byte Values 


“NPC - 7Fh 
“XXX - 80h 
“ANM - 81h 
~WAT - 82h 
~PAU - 83h 
~YON - 84h 
~IFS - 85h 
~EOB - 86h 
~CUT - 87h 
~NXT - 88h 
~GIV - 89h 
~END - 8Ah 
“TAK - 8Bh 
“SEN - 8Ch 
“SET - 8Dh 


I honestly thought that all of this was pretty nifty myself when I wrote 
it 2 years ago. With a little bit of dusting, it just might suit your 


needs. While it's not the most powerful way to do things, it is simple, 
which is all that really matters in a project like this, right? And all 
of the major code has been written... If you are intertested, reply and 


I'll upload all of the stuff you need onto the net so you can take a 
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closer look. 


I also have a visual level editor that could be quickly re-written to 
work for an RPG game, but it's not isometric. Sorry. 


"Darco 
-—-MESSAGE FILE 5436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04159 


—-MESSAGE FILE 5437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004160 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: World Maker Plans 

Date: Mon, 7 Jun 1999 19:26:41 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7jho2m$49v11@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AA92E2.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1422 scee.yaroze.freetalk.english 
:4160 


10 DAYS TO BETA RELEASE OF PSX FILE SERVER V1.0!!! 


Now that my file server project is reaching its final stages, I have began 
design on my next project (on any time that I do not have access to my 
computer). It is going to use the file server as a transfer base, but is 
going to be a level editor and contrary to my web page, I have decided to 
implement it on the Yaroze. It will output a file much like the OpenFlight 
file from MultiGen. I already have plans for LODs and terrain and a bunch 
of other junk, but I can always use more. I am doing the preliminary design 
on the actual file format, so if you have suggestions on what should be 
implimented, please email me or post here. 


Thanks, 


Nathan Miller 
KiRyu@aol.com 


—-MESSAGE FILE 5437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04160 


—-MESSAGE FILE 5438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004161 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@boone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NPC Scripting, Re: An adventure project 

Date: Mon, 07 Jun 1999 20:30:45 -0400 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <375C6435. 6F43E4B4@boone.net> 

References: <3759079a.1869875@www.netyaroze-europe.com> <375C61CE.2183A46D@boone.net 
> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.88.25.169 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

To: darco@bigfoot.com 


This script is a little bit more helpful in showing you the capabilities 
of the scripting engine: 


RSL 
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#Example RSL Code 


#-- Chick on the corner 
# The ~ANM3 code would make the chick wink at the player. 

# Either way the player answers the question, it responds "Don't 

# Flatter Yourself", but only if the player chooses yes does she blink. 
“NPC 1 

Is this chick fine as hell?~YON~ANM3~EOBDon't flatter yourself! ~PAU~END 
“XXX 


#-- Bum in front of the inn 


“NPC 2 

Wana know a secret?~YON~NXTSo do I...~PAU~END~EOB~NXT.~WAT1.~WAT1.~WAT1 
You weirdo! ~PAU~END 

“XXX 


#—-— Tresure Chest Script 
“NPC 3 

~IFS10 8...Empty~PAU~END 
~EOBFound Excalabur!~PAU~SET10 8~GIV7~END 
“XXX 


#-- Well in courtyard 
“NPC 4 

Drop a coin in well?~YON~NXT 

. ~WAT1~NXT 

. ~WAT1~NXT 

. ~WAT1~NXT 

Plop! ~PAU~END 

~EOB 

~NXTAye, lets get a beer instead! ~PAU~END 
“XXX 


"Darco 
—-MESSAGE FILE 5438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04161 


—-MESSAGE FILE 5439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004162 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Net Yaroze and T.V. 

Date: 8 Jun 1999 11:16:25 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <7 jiu29Srgqe5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4162 scee.yaroze.freetalk 
.french:76 


" Paris- le 11 juin 1999. URGENT! 

Dans l'optique de réaliser une émission spéciale sur les jeux vidéo, Capital, 
la fameuse émission du dimanche soir sur M6, recherche des français qui ont 
acheté un kit Net Yaroze et ont expérimenté le développement sur cette machine 
ainsi que le site Net Yaroze. 
Nous serions ravis que vous nous contactiez pour faire part de votre expérience 
de membre du Net Yaroze aux journalistes, par e-mail a l'adresse suivante: 
Fleur_Breteau@scee.net 

Capital souhaiterait commencer le tournage la semaine prochaine, et serait prét 
a se déplacer en province. 


Merci de votre attention et de votre participation! 


Le service de presse de Sony Computer Entertainment France" 
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—-MESSAGE FILE 5439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04162 


—-MESSAGE FILE 5440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004163 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: An adventure project 

Date: Tue, 8 Jun 1999 23:17:32 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7jiubcSrgqe6@chuka.playstation.co.uk> 
References: <3759079a.1869875@www.netyaroze-europe. com> 
NNTP-Posting-Host: p30-max5.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 

news :3759079a.1869875@www.netyaroze-europe.com... 

> 

> Btw, the 

> one graphical effect Im determined to do is to have the shadows of 
> clouds passing over the landscape... 


The way we did that in NViron for Dirty War (in case you don't have an idea 
where to start) is to build procedural lighting into the overall game engine 
lighting model. The principle is pretty much the same as procedural 
texturing except you are varying the level of light throughout 3D space 
rather than the surface colour. You should find a function which will 
suitably simulate clouds if you check through some different procedural 
texture alogrithms (the 'marble' variants will be a good place to start). 

To get the effect of moving clouds or water caustics you just vary the 
parameters over time. 


If you need more help just email me. 


Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 5440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04163 


—-MESSAGE FILE 5441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004164 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@boone.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Re: Net Yaroze and T.V. 

Date: Tue, 08 Jun 1999 12:38:20 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <375D46FC.CBE9D299@boone.net> 

References: <7 jiu29Srqe5@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.88.25.137 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4164 scee.yaroze.freetalk 
.french:77 
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I threw what George posted through a fren 
what I got. It's sketchy, but barely unde 


"Paris օո June 11, 1999. URGENT! **time- 
out a emission special on the video game 
emission of Sunday evening on M6, search 
Net Yaroze and have test the development 
Net Yaroze. **time-out** we be delighted 
part de your experiment of member of Net 
e-mail with address following: Fleur_Bret 


ch translation program. Here's 
rstandable. 


out** with the a view to carry 
vidéo, Capital, the famous 

of French which have buy a kit 
on this machine like the site 
that you we contact to announce 
Yaroze with journalist, by 
eau@scee.net Capital would wish 
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—-MESSAGE FILE 5441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04164 


-—-MESSAGE FILE 5442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004165 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Rob 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: NPC Scripting, Re: An advent 
Date: Tue, 08 Jun 1999 22:42:33 GMT 
Organization: PlayStation Net Yaroze (SCE 
Lines: 27 

Message-ID: <375d9aac.2850158@www.netyaro 


ert Swan) 
ure project 
E) 


ze-europe.com> 


References: <3759079a.1869875@www.netyaroze-europe.com> <375C61CE.2183A46D@boone.net 


> <375C6435. 6F43E4B4 @boone.net> 
NNTP-Posting-Host: pCEs09a01.client.globa 
X-Newsreader: Forte Free Agent 1.11/32.23 


yes, that sounds like part of what I was 

Ive done a similar system (not using mess 
for the commercial game Im working on. Th 
be able to cope with absolutely anything 

research has to be in order, (ie, events 

time is reached, player has X money so fo 
system. (Does anyone remember ZZT?) 


Scripting works well for reactions to the 


l.net.uk 
5 


thinking. Having said that, 
aging between events though) 
e event based system has to 
that can happen, so a bit of 
only trigger if a certain 
rth)) before settling ona 


player to give relatively 


complex behaviour, but Im looking for something else to complement it 


which will allow for non scripted automat 
not having to script every NPC to create 

effect. And also just for things such as 

(ostensibly going home (nice word)) at ni 
BIG area - one company is promoting its c 
middleware for next gen PS (called 'Rampa 
remotely close would be fine. anyway, I h 


I dont think I need to look at any source 
not completely sure what I want and b) I 


ic behaviour. Ie, in a crowd, 
an interesting 'milling' 

NPCs tending to dissappear 
ght time etc, etc. This is 
rowd scene behaviour as 

ge' i think). Anything 

ave to think about that one. 


at the moment because a) Im 
havent got time for a few 


weeks (a little thing called work and moving house), but then it will 
be ACE, to quote the Quake 2 players at work. 


ahem, 


cheers, Robert 


—-MESSAGE FILE 5442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04165 


—-MESSAGE FILE 5443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004166 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 
Newsgroups: scea.yaroze.freetalk,scee.yar 
Subject: Re: World Maker Plans 

Date: Wed, 9 Jun 1999 02:38:35 +1200 
Organization: PlayStation Net Yaroze (SCE 
Lines: 44 

Message-ID: <7jkbt1Srqe9@chuka.playstatio 
References: <7jho2m$49v11@chuka.playstati 
NNTP-Posting-Host: p3-max8.wlg.ihug.co.nz 
X-Priority: 3 


oze.freetalk.english 


E) 


n.co.uk> 
on.co.uk> 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1423 scee.yaroze.freetalk.english 
24166 


Nathan Miller <KiRyu@aol.com> wrote in message 
news: 7jho2m$49v1l1l@chuka.playstation.co.uk... 
> 10 DAYS TO BETA RELEASE OF PSX FILE SERVER V1.0!!! 


> 

> Now that my file server project is reaching its final stages, I have began 
> design on my next project (on any time that I do not have access to my 

> computer). It is going to use the file server as a transfer base, but is 
> going to be a level editor and contrary to my web page, I have decided to 
> implement it on the Yaroze. It will output a file much like the 
OpenFlight 

> file from MultiGen. I already have plans for LODs and terrain and a bunch 
> of other junk, but I can always use more. I am doing the preliminary 
design 

> on the actual file format, so if you have suggestions on what should be 


> implimented, please email me or post here. 


Sounds like a good idea! Off the top of my head I can think of the 
following things which might come in handy 


- height, texture, colour, surface attributes info for landscape 
- collision detection info 

- lighting/camera info 

- object position/rotation/scaling info 

- list of required data files e.g. TIM, TMD etc 


It would probably be an idea to have within World Maker the option to 
include/exclude each information component from the export. That way if 
people are only interested in a subset of the functionality World Maker 
provides they can easilly exclude the extraneous data. Alternatively, use 
english language tokens in the file so people can skip over stuff when 
parsing. 


You might also want to code a Yaroze level file parsing template which will 
help people incorporate your format into their projects quickly. 


Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 5443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04166 


—-MESSAGE FILE 5444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004167 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Re: Net Yaroze and T.V. 

Date: Wed, 9 Jun 1999 16:36:40 +0200 

Organization: Debri Productions 

Lines: 1 

Message-ID: <ldt54rp.1rtesk3pfwuqeN@al-—88-112.al.nl1> 

References: <7jiu29$rqe5@chuka.playstation.co.uk> <375D46FC.CBE9D299@boone.net> 
NNTP-Posting-Host: al-88-112.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4167 scee.yaroze.freetalk 
.french:78 


french sucks... 
—-MESSAGE FILE 5444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04167 
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—-MESSAGE FILE 5445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004168 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: World Maker Plans 

Date: Wed, 9 Jun 1999 12:17:39 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <7jm7mlSrqgel0@chuka.playstation.co.uk> 

References: <7jho2m$49v1l1l@chuka.playstation.co.uk> <7jkbt1lSrqe9@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: 98ACD325.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1424 scee.yaroze.freetalk.english 
24168 


Mario Wynands wrote 


Off the top of my head I can think of the following things which might come 
in handy 


>- height, texture, colour, surface attributes info for landscape 


There are plans for all of that! 

>- collision detection info 

3 different types 

>- lighting/camera info 

I don't know why I forgot about this! THANKS! 

>- object position/rotation/scaling info 

What 3d level editor would be good without it! :-) 


>- list of required data files e.g. TIM, TMD etc 


Yup, planned also! 


>It would probably be an idea to have within World Maker the option to 
include/exclude each information component from the export. That way if 
people are only interested in a subset of the functionality World >Maker 
provides they can easilly exclude the extraneous data. >Alternatively, use 
english language tokens in the file so people can >skip over stuff when 
parsing. 


I look into the subset exports. Shouldn't be that hard, I will just have 
exclude options in the save box. As for the english tokens, the file is not 
going to be plain text, but binary. I am going to write a Doc describing 
the binary file and all of the chucks associated with it. I am doing it 
this way so that memory is kept to a minimum. The doc will describe 
everything, so it shouldn't be that hard to write a custom parser if you 
wanted (one will be included). 


>You might also want to code a Yaroze level file parsing template which will 
help people incorporate your format into their projects quickly. 


I plan on supporting different functions related to the parsing of the file. 
The first will load the entire level for you, allocating all the memory and 
initilizing all the variables on its own. 1 


Then you will access the objects 
through Unique IDs, with the supplied functions. The other functions will 
load the file differently, allowing a little more flexability. Again, 

documentation will be supplied if the default parsers are not good for your 
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project. 

Thanks for the input and keep it coming! 

Nathan 


>Regards 

> 

>Mario 

> 
>mario@sidhe.co.nz 
>www.Sidhe.co.nz 

> 

> 


—-MESSAGE FILE 5445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04168 


—-MESSAGE FILE 5446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004169 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Gay porn 

Date: Thu, 10 Jun 1999 00:09:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <7jmsOdSrgell@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-12.saqnet.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ha ha, you looked. 


Sorry, I'm bored - the concept of posting "Gay Porn" on a Sony server amused 
me. In an attempt to make this thread vaguely relevant, I'll just say that 
I'm up for level designing duties for Rob's project, and maybe even GAME 
design duties, if I've got the time. You prob. don't want me involved, 
though, as I'm buggering off to the US for 4 weeks on Sunday (among other 
reasons, I'm sure) :) 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Hot crumpet burning my cheeks with shame..." 


—-MESSAGE FILE 5446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04169 


—-MESSAGE FILE 5447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004170 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: PSX File Server Question 

Date: Wed, 9 Jun 1999 21:58:44 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7jn9nrSrgel2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98A98E7E.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1425 scee.yaroze.freetalk.english 
24170 


I know everyone is probably tiered of updates and questions, but this is 
actually important! I have decided that it will run at 115200 BAUD only. 

Is this going to be a problem for anyone? The windows comport device driver 
is not liking any other speed! 


Thanks, 
Nathan 


It is going to be released on the 17th (7 days!). I am getting 6 sec 
quicker uploads on my demo project (22 vs 28 sec) if I use the post siocons 


transfer rather than the siocons transfer code. No RLE of Tims yet (not in 
first release) 


—-MESSAGE FILE 5447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04170 


—-MESSAGE FILE 5448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004172 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gay porn 

Date: Thu, 10 Jun 1999 20:29:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7jp3lvSqtv5@chuka.playstation.co.uk> 
References: <7jmsOdS$rgell@chuka.playstation.co.uk> 
NNTP-Posting-Host: p7Fs10a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <7jmsOdSrqell@chuka.playstation.co.uk>... 
>Ha ha, you looked. 


Nick Ferguson wrote in message <7jmsOdSrqell@chuka.playstation.co.uk>... 
>Ha ha, you looked. 


Hi Nick 
How's your summer development aka /special opportunity/ thing going? 


Derek 


—-MESSAGE FILE 5448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04172 


—-MESSAGE FILE 5449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004173 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gay porn 

Date: Fri, 11 Jun 1999 23:15:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <376197d2.317104@www.netyaroze-europe. com> 
References: <7jmsOd$rgell@chuka.playstation.co.uk> 
NNTP-Posting-Host: p58slla01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 10 Jun 1999 00:09:22 +0100, "Nick Ferguson" 
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<nickf@saqnet.co.uk> wrote: 


>Ha ha, you looked. 

> 

> 

> 

>Sorry, I'm bored - the concept of posting "Gay Porn" on a Sony server amused 
>me. Լո an attempt to make this thread vaguely relevant, I'll just say that 
>I'm up for level designing duties for Rob's project, and maybe even GAME 
>design duties, if I've got the time. You prob. don't want me involved, 
>though, as I'm buggering off to the US for 4 weeks on Sunday (among other 
>reasons, I'm sure) :) 

> 

>Nick F 

> 
>www.saqnet.co.uk/users/nickf 
>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 


> 

>"Hot crumpet burning my cheeks with shame..." 

> 

> 

no I dont mind... what I have to be careful of doing is committing 


myself to a timetable at the moment - basically the commercial game Im 
working on is nearly at the end, and as Im sure you ccan imagine, most 
of us are working like frenzied ferrets (to coina phrase). 


btw, in latest CTW it quotes a SOny spokesperson as saying that the 
PDA (pocket station) is unlikely to ever be released here? what do 
people think? Kind of pi**es on my idea of doing a PDA attachment to 
this new game I want to do! 


btw, want to know some secret things about Ridge Racer 4? I could tell 
you what the pocket station app is like, but that wont help others, 
but are people aware of the four player mode??? 


Rob 
—-MESSAGE FILE 5449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04173 


—-MESSAGE FILE 5450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004174 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The Matrix - wow! 

Date: Sat, 12 Jun 1999 10:27:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <7 jt8upS$qtv1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-6.saqnet.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hey, 


Saw 'The Matrix' last night, and suggest that you do the same ASAP. It's the 
first time in a while I haven't been disappointed by a summer blockbuster, 
and although it's not an action movie in the 'traditional' sense (thank God) 
I'd say it's the best film of that ilk since Terminator 2. I know most of 
those in the US will have seen it a while ago, but finally us Brits have the 
chance so check it out. Much coolness awaits - lots of martial arts, 
jaw-dropping effects and big guns / explosions. I won't say much about what 
happens in the film because it's the sort of movie you want to know NOTHING 
about when you see it (if you know what the matrix is before you see it, I 


pity you) :) 


Nick "off to the US tomorrow" F 
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PS I saw it with James Rutherford (~mrfrosty), who was so pissed (we 
finished our finals yesterday) he fell asleep / passed out and missed a 
large chunk of the film so he didn't understand what was going on when he 
woke up. Ha ha ha! Unfortunately, James, no-one can tell you what 'the 
matrix' is - you'll have to see it for yourself.... again! :) 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Hot crumpet burning my cheeks with shame..." 


—-MESSAGE FILE 5450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04174 


—-MESSAGE FILE 5451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004175 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Sat, 12 Jun 1999 10:29:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7jt9m3Sqtv1l3@chuka.playstation.co.uk> 
References: <7 jt8upS$qtv1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.225.18.99 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeh, 


Well I seen it thrusday so na na nana na ;-) 
I have to agree I thought it was pretty amazing in bits with some of the 
action scenes up there with the best. Although gnu revs was slightly funny 


looking doing a bruce lee :) and the music during fights sometimes annoyed 
(but overall the sound track was great - I was very sad and sat thru' the 
creditis). 

Pete. 


Nick Ferguson wrote in message <7jt8upSqtv1l2@chuka.playstation.co.uk>... 
>Hey, 

> 

>Saw 'The Matrix' last night, and suggest that you do the same ASAP. It's 
the 

>first time in a while I haven't been disappointed by a summer blockbuster, 
>and although it's not an action movie in the 'traditional' sense (thank 
God) 
>I'd say it's the best film of that ilk since Terminator 2. I know most of 
>those in the US will have seen it a while ago, but finally us Brits have 
the 
>chance so check it out. Much coolness awaits - lots of martial arts, 
>jaw-dropping effects and big guns / explosions. I won't say much about what 
>happens in the film because it's the sort of movie you want to know NOTHING 
>about when you see it (if you know what the matrix is before you see it, I 


>pity you) :) 

> 

>Nick "off to the US tomorrow" F 
> 


>PS I saw it with James Rutherford (~mrfrosty), who was so pissed (we 
>finished our finals yesterday) he fell asleep / passed out and missed a 
>large chunk of the film so he didn't understand what was going on when he 
>woke up. Ha ha ha! Unfortunately, James, no-one can tell you what 'the 
>matrix' is - you'll have to see it for yourself.... again! :) 

> 
> 
>www.saqnet.co.uk/users/nickf 
>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 
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> 
>"Hot crumpet burning my cheeks with shame..." 
> 
> 


—-MESSAGE FILE 5451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04175 


—-MESSAGE FILE 5452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004176 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@boone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NPC Scripting, Re: An adventure project 

Date: Sat, 12 Jun 1999 13:48:19 -0400 

Organization: SCEA News Server 

Lines: 50 

Message-ID: <37629D63.49498D1E@boone.net> 

References: <3759079a.1869875@www.netyaroze-europe.com> <375C61CE.2183A46D@boone.net 
> <375C6435. 6F43E4B4@boone.net> <375d9aac.2850158@www.netyaroze-europe. com> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.88.25.168 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Barry & Robert Swan wrote: 


yes, that sounds like part of what I was thinking. Having said that, 
Ive done a similar system (not using messaging between events though) 
for the commercial game Im working on. The event based system has to 
be able to cope with absolutely anything that can happen, so a bit of 
research has to be in order, (ie, events only trigger if a certain 
time is reached, player has X money so forth)) before settling on a 
system. (Does anyone remember ZZT?) 


VVVVVVVV 


Simple IF THEN loops can be implemented in my system, as well as YES/NO 
statements. (If an IFSET statement or a YES/NO statement is reached, the 
interpreter continues as normal if the statement is TRUE. It jumps to 
the END OF BLOCK code if thestatement is FALSE.) There would be a game 
heap with all of the information for the game. The script could peek 
into his heap and check for anything set, etc. 


Scripting works well for reactions to the player to give relatively 
complex behaviour, but Im looking for something else to complement it 
which will allow for non scripted automatic behaviour. Ie, in a crowd, 
not having to script every NPC to create an interesting 'milling' 
effect. And also just for things such as NPCs tending to dissappear 
(ostensibly going home (nice word)) at night time etc, etc. This is 
BIG area - one company is promoting its crowd scene behaviour as 
middleware for next gen PS (called 'Rampage' i think). Anything 
remotely close would be fine. anyway, I have to think about that one. 


VVVVVVVV VV 


No, this script isn't capable of handling something like that. (Just 
stating the obvious) However, this could be a complement to another 
seprate system. If you are looking for crowd movements and such, then 
something so generic as that would probably be more efficiently 
hardcoded. Although other, nonrandom movements would require some sort 
of scripting. 


If you need such developed, I might be able to help out. 


I dont think I need to look at any source at the moment because a) Im 
not completely sure what I want and b) I havent got time for a few 
weeks (a little thing called work and moving house), but then it will 
be ACE, to quote the Quake 2 players at work. 


VV VV V V V 


ahem, 
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> 
> cheers, Robert 


heh, Allrighty. 


"darco 
—-MESSAGE FILE 5452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04176 


—-MESSAGE FILE 5453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004177 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@boone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gay porn 

Date: Sat, 12 Jun 1999 14:04:42 -0400 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <3762A13A.AA7A59C4@boone.net> 

References: <7jmsOd$rgqell@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.88.25.168 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Nick Ferguson wrote: 
> 
> Ha ha, you looked. 
> 


ROTFLMAO 


'darco 
--MESSAGE FILE 5453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04177 


--MESSAGE FILE 5454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004178 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Sun, 13 Jun 1999 13:00:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <37639D5D.357DB9C1@easynet.co.uk> 

References: <7jt8upSqtv1l2@chuka.playstation.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Nick Ferguson wrote: 
Hey, 


Saw 'The Matrix' last night, and suggest that you do the same ASAP. It's the 
first time in a while I haven't been disappointed by a summer blockbuster, 
and although it's not an action movie in the 'traditional' sense (thank God) 
I'd say it's the best film of that ilk since Terminator 2. 


VVVVVV 


Hope it's better than Terminator 2, which I thought was terrible. 'Boy and his 
pet Terminator' - sheesh, it was like some Disney pap but with lots of 
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explosions thrown in. 


Still, I've heard that the Matrix is probably the closest thing to a screen 
realisation of Neuromancer, so it sounds promising. 


Phil 


—-MESSAGE FILE 5454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04178 


—-MESSAGE FILE 5455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004179 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: 13 Jun 1999 15:56:12 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <7k0kasS$hn72@chuka.playstation.co.uk> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7 jt9m3S$qtvl1l3@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


I saw it last month at Mann's Chinese Theatre in L.A :) 
I also saw Phantom Menace 3 times and The Mummy last month :) :) 


George 


In article <7jt9m3Sqtv1l3@chuka.playstation.co.uk>, 
Peter.Dollochan@btinternet.com says... 

> 

>Yeh, 

> 

>Well I seen it thrusday so na na nana na չ-) 

>I have to agree I thought it was pretty amazing in bits with some of the 
>action scenes up there with the best. Although gnu revs was slightly funny 
>looking doing a bruce lee :) and the music during fights sometimes annoyed 
>(but overall the sound track was great - I was very sad and sat thru' the 
>creditis). 

> 

>Pete. 

> 


—-MESSAGE FILE 5455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04179 


—-MESSAGE FILE 5456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004180 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gay porn 

Date: Sun, 13 Jun 1999 19:25:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7k0sril$hn73@chuka.playstation.co.uk> 

References: <7jmsOd$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: modem-218.name35.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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No, the PocketStation definately isn't coming out over here. What a f***ing 
shame, IMO. The Final Fantasy 8 pocket station games were supposed to be 
good... it would have sold REALLY well, i think. Aaaah well, Sony shooting 
themselves in the foot (probably got advice from Nintendo, they've done it 
enough times). 


So, where do you work Barry & Robert :) ? 

Cya everyone, 

Ed :) 

Leader of the DreadKnights Starseige Tribes Clan 


ed@directxbeginners.freeserve.co.uk 
http://ffmusic.virtualave.net 


—-MESSAGE FILE 5456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04180 


—-MESSAGE FILE 5457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004181 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Sun, 13 Jun 1999 21:39:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7k14vd$Shn77@chuka.playstation.co.uk> 
References: <7 jt8upS$qtvl1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-5.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MIMEOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah I saw it last night (Saturday) but to be honest I didn't think much of 
the story. Although the fighting, action and special effects were fucking 
amazing. 


If they rewrote the story took out some of the crap and added more of that 
excellent action this could have been a top film, of course in my opinion. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Nick Ferguson wrote in message <7jt8upSqtv1l2@chuka.playstation.co.uk>... 
>Hey, 

> 

>Saw 'The Matrix' last night, and suggest that you do the same ASAP. It's 
the 

>first time in a while I haven't been disappointed by a summer blockbuster, 
>and although it's not an action movie in the 'traditional' sense (thank 
God) 
>I'd say it's the best film of that ilk since Terminator 2. I know most of 
>those in the US will have seen it a while ago, but finally us Brits have 
the 
>chance so check it out. Much coolness awaits - lots of martial arts, 
>jaw-dropping effects and big guns / explosions. I won't say much about what 
>happens in the film because it's the sort of movie you want to know NOTHING 
>about when you see it (if you know what the matrix is before you see it, I 
>pity you) :) 

> 


>Nick "off to the US tomorrow" F 

> 

>PS I saw it with James Rutherford (~mrfrosty), who was so pissed (we 
>finished our finals yesterday) he fell asleep / passed out and missed a 
>large chunk of the film so he didn't understand what was going on when he 
>woke up. Ha ha ha! Unfortunately, James, no-one can tell you what 'the 
>matrix' is - you'll have to see it for yourself.... again! :) 
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> 
> 
>www.saqnet.co.uk/users/nickf 

>www. loonygames.com 
>www.netyaroze-europe.com/~rookiel 

> 

>"Hot crumpet burning my cheeks with shame..." 
> 

> 


—-MESSAGE FILE 5457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04181 


—-MESSAGE FILE 5458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004182 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Sun, 13 Jun 1999 21:44:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7k158pShn78@chuka.playstation.co.uk> 

References: <7jt8up$qtvl2@chuka.playstation.co.uk> <37639D5D.357DB9C1l@easynet.co.uk> 
NNTP-Posting-Host: vil-5.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MIMEOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Philip Gooch wrote in message <37639D5D.357DB9C1l@easynet.co.uk>... 

> 

> 

>Nick Ferguson wrote: 

> 

>> Hey, 

>> 

>> Saw 'The Matrix' last night, and suggest that you do the same ASAP. It's 
the 

>> first time in a while I haven't been disappointed by a summer 
blockbuster, 

>> and although it's not an action movie in the 'traditional' sense (thank 
God) 

>> I'd say it's the best film of that ilk since Terminator 2. 

> 

>Hope it's better than Terminator 2, which I thought was terrible. 'Boy and 
his 

>pet Terminator' - sheesh, it was like some Disney pap but with lots օք 
>explosions thrown in. 


Hahaa, hay I happen to think Terminator 2 is a great film. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


-—-MESSAGE FILE 5458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04182 


—-MESSAGE FILE 5459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004183 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gay porn 

Date: Mon, 14 Jun 1999 00:11:33 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldt8uf0.lho4oaelmpbp54N@al1-88-112.al.nl1> 

References: <7jmsOd$rqell@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-112.81.ոլ 
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X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Hi Nick, 


Again a letter to Edge... This time I did see it.. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 5459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04183 


—-MESSAGE FILE 5460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004184 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gay porn 

Date: Mon, 14 Jun 1999 23:28:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <37658ed1.384675@www.netyaroze-europe. com> 

References: <7jmsOd$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0sr1Shn73@chuka.playstation.co.uk> 

NNTP-Posting-Host: p64s03a03.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I work for Sony - I was hired ostensibly (good word) to do the pda 
part of the game Im now helping out on in a minor role. 


What was funny was OPM (off. playstation magazine) saying they had to 
pay 120 pounds for the Pocket Station! Im one of the few people to own 
one (meaning the company own it and can take it off me when the hell 
they like) and a dev kit too. 


Amusing thing about the dev kit; its a fairly large box, but they 
didnt decide to 'helpfully' make the screen any bigger, or put it ata 
slant so that you can see what the hell is going on on the screen will 
developing for the miniature funbox. Shame as there were some really 
sweet ideas out there and I quickly tested doing a feasibilty of an 
even more miniature legend of zelda style thing for it, and it was 
_just_ about possibly. 


My only gripe about the pda was the size of the screen, if only it 
could have been twice the resolution (and it could). Oh hang, myt main 
gripe is will it/ wont it get released here. 


On the plus side though, I can now change channels of any sony tv I 
see in a shop window, and can now trade RR4 car parts with absolutely 
noone in the world. (sigh) 


On Sun, 13 Jun 1999 19:25:49 +0100, "Ed Fear" 
<ed@directxbeginners.freeserve.co.uk> wrote: 


>No, the PocketStation definately isn't coming out over here. What a f***ing 
>shame, IMO. The Final Fantasy 8 pocket station games were supposed to be 
>good... it would have sold REALLY well, i think. Aaaah well, Sony shooting 
>themselves in the foot (probably got advice from Nintendo, they've done it 
>enough times). 

> 

>So, where do you work Barry & Robert :) ? 

> 

>Cya everyone, 

> 

Հեզ :) 

> 

>——— 

>Leader of the DreadKnights Starseige Tribes Clan 
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>ed@directxbeginners.freeserve.co.uk 
>http://ffmusic.virtualave.net 

>——— 

> 

> 


--MESSAGE FILE 5460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04184 


—-MESSAGE FILE 5461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004185 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Mon, 14 Jun 1999 23:32:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3765905c.780120@www.netyaroze-europe. com> 

References: <7jt8up$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
.uk> 
NNTP-Posting-Host: p64s03a03.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


thought it was a great film, although as with almost every 


I 

blockbuster film it doesnt bare closer examination of the story. Hang 
on, what am I saying? they spend 30 million + on a film and cant even 
n 
5: 


ot leave loose ends/ dumb things for 2 hours? If ONLY they had 


lipped the last 5 seconds of the film... 


I saw it with a load of people from work, and as soon as they 
mentioned that the computers had grown from sophisticated Ai routines 
we all vowed to mercilessly slaughter the guy with us who had a 
doctorate in AI, which he found almost amusing. 


Rob 
—-MESSAGE FILE 5461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04185 


—-MESSAGE FILE 5462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004186 
Path: chuka.playstation.co.uk!news 
From: Alan Marshall <admars32@breathemail.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: The Matrix - wow! 
Date: Tue, 15 Jun 1999 02:40:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 58 
Message-ID: <3765AEF5.C98882D2@breathemail.net> 
References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem_213_104.vip.uk.com 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 7711782258904AA39D433D54" 
X-Mailer: Mozilla 4.6 [en] (WinNT; 1) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
771178225890 4AA39D433D54 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Barry & Robert Swan wrote: 


I thought it was a great film, although as with almost every 
blockbuster film it doesnt bare closer examination of the story. Hang 
on, what am I saying? they spend 30 million + on a film and cant even 
not leave loose ends/ dumb things for 2 hours? If ONLY they had 
clipped the last 5 seconds of the film... 


VV VV V V V 


Net Yaroze newsgroups message dump.txt Page 3507 


Weird, I was incredibly disappointed by the biggest load of garbage film 
so far of this year. the fight scene were stolen from Jackie Chan and 
John Woo films and half the dialogue seemed to be stolen from various 
films! I thought it was annoying that they only used Lawrence Fishbourne 
to link the stolen scenes with a truly crap mixed up story. 


Weird cos I know other ppl who loved it yet I hated it! The best thing 
about it I thought was the trailer for Wild Wild West (Will Smith's new 
film) and Spy Who Shagged Me.,, which looks soooooooooo funny. 


> I saw it with a load of people from work, and as soon as they 

> mentioned that the computers had grown from sophisticated Ai routines 
> we all vowed to mercilessly slaughter the guy with us who had a 

> doctorate in AI, which he found almost amusing. 

> 

> Rob 


I'm beginning to think as I get older and thus more seriously into 
computers for more than just playing games I'm starting ot get annoyed 
by technophobia films ;) Must remember to switch off brain and enjoy 
actions films involving computer stuff ;) 


Maybe the film is just one of those either love it or hate it films. 


Al 


7711782258904AA39D433D54 
Content-Type: text/x-vcard; charset=us-ascii; 
name="admars32.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Alan Marshall 
Content-—Disposition: attachment; 
filename="admars32.vcf" 


begin:vcard 

n:Marshall;Al 

x-mozilla-html:FALSE 
url:http://www.geocities.com/SunsetStrip/Palms/3657 


version:2.1 
email; internet:admars32@breathemail.net 
end:vcard 


771178225890 4AA3 9D433D54-- 


—-MESSAGE FILE 5462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04186 


—-MESSAGE FILE 5463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004187 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Tue, 15 Jun 1999 10:23:28 +0000 

Organization: IR / Data Uncertain 

Lines: 10 

Message-ID: <929442208.864347901@www.netyaroze-europe. com> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7k14vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
NNTP-Posting-Host: d5-s14-46-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.1.7 


Alan Marshall <admars32@breathemail.net> wrote: 

>Weird, I was incredibly disappointed by the biggest load of garbage film 
>so far of this year. the fight scene were stolen from Jackie Chan and 
>John Woo films and half the dialogue seemed to be stolen from various 


Didn't they get Woo in to direct the fight scenes? They definitely got 
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one of the Hong Kong directors to direct the martial arts bits.... 
Craig. 


—-MESSAGE FILE 5463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04187 


—-MESSAGE FILE 5464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004188 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Re: Net Yaroze and T.V. 

Date: Tue, 15 Jun 1999 13:31:13 +0100 

Organization: The Hex Heroes 

Lines: 7 

Message-ID: <37664790.5A32C0OCD@writeme.com> 

References: <7jiu29$rqe5@chuka.playstation.co.uk> <375D46FC.CBE9D299@boone.net> <ldt 
54rp.1irtesk3pfwugeN@al-88-112.al.nl> 

NNTP-Posting-Host: gnasher.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.6 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4188 scee.yaroze.freetalk 
.french: 80 


DEnnis Brinkhuis wrote: 


> french sucks... 


Computer-translated French sucks _big time_ - so disrespectful to the 
original language. 


—-MESSAGE FILE 5464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04188 


—-MESSAGE FILE 5465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004189 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Tue, 15 Jun 1999 13:35:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <37664879.56602B62@easynet.co.uk> 

References: <7 jt8upS$qtvl2@chuka.playstation.co.uk> <7k14vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe. com> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


If they did, it wasn't in the credits. The Kung Fu scenes were choreographed 
by someone called Yei (can't remember the rest of the name). 


Anyone else watch films right to the end of the credits? I hate it when 
everyone leaps up to leave as soon as the final scene fades. It's like people 
who leave gigs before the encore so they can be first to the car park. 

Phil 

Craig Graham wrote: 

> Alan Marshall <admars32@breathemail.net> wrote: 


> >Weird, I was incredibly disappointed by the biggest load of garbage film 
> >so far of this year. the fight scene were stolen from Jackie Chan and 
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>John Woo films and half the dialogue seemed to be stolen from various 


Didn't they get Woo in to direct the fight scenes? They definitely got 
one of the Hong Kong directors to direct the martial arts bits.... 


V V V V V V 


Craig. 


—-MESSAGE FILE 5465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04189 


—-MESSAGE FILE 5466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004190 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Tue, 15 Jun 1999 13:43:33 +0000 

Organization: IR / Data Uncertain 

Lines: 22 

Message-ID: <929454213.1601724725@www.netyaroze-europe. com> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7k14vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> 
NNTP-Posting-Host: d4-s45-47-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


philip gooch <philg@easynet.co.uk> wrote: 

>If they did, it wasn't in the credits. The Kung Fu scenes were choreogra= 
phed 

>by someone called Yei (can't remember the rest of the name). 


That might have been who I was thinking of... 


>Anyone else watch films right to the end of the credits? I hate it when 
>everyone leaps up to leave as soon as the final scene fades. It's like p= 
eople 

>who leave gigs before the encore so they can be first to the car park. 


I've not seen the film - only the program about the making of it 
- they had the guy who did the fight scenes on it, but he only spoke 


cantonese (which they didn't translate) - and I don't speak much canton b= 
eyond 

Kung Hey Fat Choy. 

>Phil 

Craig. 


—-MESSAGE FILE 5466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04190 


—-MESSAGE FILE 5467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004191 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Something strange with newsgroups 

Date: Tue, 15 Jun 1999 22:59:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7k6im6$75r10@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-24.bromine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi ppl, 
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Is anyone else experiencing this. Some of the threads within the newsgroup 
appear to disappear (Opps, no pun intended). What I mean is that I can see 
(At this moment) replies to messages but not the actual thread. 


I.e. I can see James Rutherfords post regarding NY and TV but not the rest 
of the thread. 


Is Outlook express mucking up for just me or is it at the server end??? 


Bob 
298rcs@tay.ac.uk 
bob@shandfam. freeserve.co.uk 


—-MESSAGE FILE 5467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04191 


—-MESSAGE FILE 5468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004192 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Something strange with newsgroups 

Date: Tue, 15 Jun 1999 15:39:57 -0700 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <3766D63D.FA7968EB@vmlabs.com> 

References: <7k6im6$75rl10@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


I'm not seeing the problem you mention. I'm using Netscape 4.5. 


Then again, I am getting a separate problem in the scee.yaroze.beginners 
group. Probably not related to what you're seeing, though. 


Scott 
—-MESSAGE FILE 5468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04192 


—-MESSAGE FILE 5469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004193 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Something strange with newsgroups 

Date: Wed, 16 Jun 1999 13:17:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7k841lv$75r15@chuka.playstation.co.uk> 
References: <7k6im6$75rl10@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-016.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Check your maintenance tab under options in OE, to check that 'Delete Read 
Messages after X days' isn't selected. 
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glish/000 


english/0 


glish/000 


english/0 


Also, to get your messages back, goto the properties of the newsgroup (right 


click on its name in the left hand column), goto Local File, click Reset, 
and then recheck the newgroup, you'll have all messages back 


Thanks 
Rikki 
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PS have you just installed IE5, as I had this problem when I did, but I'm 
trying to find out if it happened to others? 


Robert Shand <bob@shandfam.freeserve.co.uk> wrote in message 

news: 7k6im6$75r10@chuka.playstation.co.uk... 

> Hi ppl, 

> 

> Is anyone else experiencing this. Some of the threads within the 
newsgroup 

> appear to disappear (Opps, no pun intended). What I mean is that I can 
see 

> (At this moment) replies to messages but not the actual thread. 


> I.e. I can see James Rutherfords post regarding NY and TV but not the 
rest 
of the thread. 


Is Outlook express mucking up for just me or is it at the server end??? 
Bob 


298rcs@tay.ac.uk 
bob@shandfam. freeserve.co.uk 


VVVVVVVV VV 


3511 


—-MESSAGE FILE 5469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04193 


-—-MESSAGE FILE 5470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004194 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Something strange with newsgroups 
Date: Wed, 16 Jun 1999 19:02:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7k8p68S$75r20@chuka.playstation.co.uk> 


o.uk> 

NNTP-Posting-Host: modem-—41.fluorine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Rikki 


> 
> 
> PS have you just installed IE5, as I had this problem when I did, but I'm 
> trying to find out if it happened to others? 

Cheers Rikki, 


It worked a treat, and yes I have just installed IE5, it's obviously the 
default options. 


Thanks again 
Bob 
298rcs@tay.ac.uk 


References: <7k6im6$75r10@chuka.playstation.co.uk> <7k841lv$75r15@chuka.playstation.c 


-—-MESSAGE FILE 5470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04194 


-—-MESSAGE FILE 5471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004195 
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Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: PSX File Server DELAYED 

Date: Wed, 16 Jun 1999 21:23:01 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7k9m98S75r26@chuka.playstation.co.uk> 
NNTP-Posting-Host: ABD4CD26.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1427 scee.yaroze.freetalk.english 
24195 


Sorry all, I am commited to bring you the best product that I can. I am 
currently dealing with a show stopper bug. I hopw to have it worked out as 
soon as possible. 


Nathan Miller 


—-MESSAGE FILE 5471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04195 


—-MESSAGE FILE 5472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004196 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


-—-MESSAGE FILE 5472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04196 


—-MESSAGE FILE 5473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004197 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test 

Date: Fri, 18 Jun 1999 16:29:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7kdomkS4fj14@chuka.playstation.co.uk> 
References: <7kcscl1$4fj10@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-001.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


woh, that threw me, I thought it was something different! I thought there 
was scee.yaroze.test for that (I thought at least you'd know that Mr. Bain! 
j/k). Anyway, I see you're posting to a ton of groups, anychance you could 
tell us why, or is it a secret? 


Rikki 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7kcscl1$4fj10@chuka.playstation.co.uk... 

> this is a test 

> 


—-MESSAGE FILE 5473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04197 


—-MESSAGE FILE 5474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004198 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Jobs 

Date: Fri, 18 Jun 1999 19:42:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7ke46q$4fj16@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-170-205.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Does anybody know of any companies that are willing to recruit people for 
programming games on either games consols or PC's in the London area. I 
understand that may places require a fair bit of experience, the only real 
games programming exprience that i have is with the yaroze. Although ive 
done quite a bit of Java programming and have an City & Guilds in C/C++ 
programming (Distinction). Im still learning about 3d graphics. So any info 
would be great. 


Thank you, Gary Howlett aged 17. Gary.Howlett@btinternet.com 
ICO: 11256137 


—-MESSAGE FILE 5474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04198 


—-MESSAGE FILE 5475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004199 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
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2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


-—-MESSAGE FILE 5475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04199 


—-MESSAGE FILE 5476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004200 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.programmin 
g.2d_graphics 

Subject: Bristol Yaroze Meet 

Date: Sat, 19 Jun 1999 19:39:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7kgns4S4fj23@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-77.namel3.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:224 scee.yaroze.freetalk.english: 
4200 scee.yaroze.programming.2d_graphics:1002 


Please read the scee.yaroze.event newsgroup for information on this South of 
England Yaroze Meet. 


Ed :) 


—-MESSAGE FILE 5476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04200 


—-MESSAGE FILE 5477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004201 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: No Yaroze on OPSM! 

Date: Sat, 19 Jun 1999 20:45:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7kgs0vS4fj26@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-099.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2014.211 


Can anyone offer an explanation to why there was no Yaroze game on the OPSM 
disk? I know I can get the games myself and run them on the Yaroze, but I 
also prefer an alternative to some of the crap demos on the disc, when I'm 
using the disc, rather than boot up all the DOS and stuff to run the game. 
Also, this is bound to spark up more speculation that the Yaroze program is 
truly dead, when we all know it isn't. However, what annoyed me most was 
that there was no Yaroze game, which could have been understandable, if 
there were 3 or 4 'amazing' demos, such as the Tekken 3 hogged the whole 
disc, but instead there was one semi interesting one (Syphon Filter), a 
couple of others, and then a Colin McCrae Rally demo, of a game which is 
almost a year old (pretty good though), and a bloody Final Fantasy 7 
VIDEO!!! Now firstly I can't stand videos of games, and secondly I can't 
stand Final Fantasy 7! I could almost understand if it was of FF8, as that 
is looking to the future, but putting a game which virtually everyone has 
seen, and taking up space which could be filled by a playable full game is 
ridiculous. 
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Disgustedly, 
Rikki 


—-MESSAGE FILE 5477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04201 


—-MESSAGE FILE 5478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004202 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 20 Jun 1999 11:44:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7kig9q$33u3@chuka.playstation.co.uk> 

References: <7gaugl$2mq3@scea> 

NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1428 scee.yaroze.freetalk.english 
24202 


NY- 2:22 աաա Gad AOS oad Hmmm let me think about it 


OK I`ll have one. But PLEASE CAN WE HAVE SOME DECENT TOOLS 


Thanks 


--MESSAGE FILE 5478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04202 


—-MESSAGE FILE 5479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004203 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Sun, 20 Jun 1999 14:16:01 +0100 

Organization: Mobius Codeworks Ltd 

Lines: 14 

Message-ID: <376CE991.F2D4E155@codeworks.demon.co.uk> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7k14vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


philip gooch wrote: 
> 
> 


> Anyone else watch films right to the end of the credits? 
Yep, Did you get the web address and password? 
/* 

ա հԷԷէք: //www.codeworks.demon.co.uk 


ամ 
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—-MESSAGE FILE 5479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04203 


—-MESSAGE FILE 5480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004204 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No Yaroze on OPSM! 

Date: 20 Jun 1999 14:57:21 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 57 

Message-ID: <7kivgh$33u9@chuka.playstation.co.uk> 
References: <7kgs0vS4fj26@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi all, 


The reason why there was no Yaroze games on this 
month's disc is due to technical difficulties. 

To put it simple...there were QA problems with both 
games. I don't know how many times I have to 

tell members, but when they submit a disc please 
take the time to view the TRC document on the 
members website. It will delay and sometimes (like 
now) cause no games to appear on OPM. 


Next issue of OPM will have: 
—Opera of Destruction 
-Time Slip 


The issue after that will be: 
—-TankX 
-Decaying Orbit 


The issue after that will be: 


-IONStorm ?? 
=2? 


As you can see the Net Yaroze OPM will continue! 
The list above is confirmed but can be changed 
at any time. 


George@SCEE 


In article <7kgs0v$4fj26@chuka.playstation.co.uk>, 
netyaroze@rprince.dircon.co.uk says... 

> 

>Can anyone offer an explanation to why there was no Yaroze game on the OPSM 
>disk? I know I can get the games myself and run them on the Yaroze, but I 
>also prefer an alternative to some of the crap demos on the disc, when I'm 
>using the disc, rather than boot up all the DOS and stuff to run the game. 
>Also, this is bound to spark up more speculation that the Yaroze program is 
>truly dead, when we all know it isn't. However, what annoyed me most was 
>that there was no Yaroze game, which could have been understandable, if 
>there were 3 or 4 'amazing' demos, such as the Tekken 3 hogged the whole 
>disc, but instead there was one semi interesting one (Syphon Filter), a 
>couple of others, and then a Colin McCrae Rally demo, of a game which is 
>almost a year old (pretty good though), and a bloody Final Fantasy 7 
>VIDEO!!! Now firstly I can't stand videos of games, and secondly I can't 
>stand Final Fantasy 7! I could almost understand if it was of FF8, as that 
>is looking to the future, but putting a game which virtually everyone has 
>seen, and taking up space which could be filled by a playable full game is 
>ridiculous. 

> 

>Disgustedly, 
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>Rikki 
> 
> 


——MESSAGE FILE 5480 END: net-yaroze-usenet/0000 
04204 


—-MESSAGE FILE 5481 START: net-yaroze-usenet/00 
0004205 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve. 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No Yaroze on OPSM! 

Date: Sun, 20 Jun 1999 17:20:03 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 77 

Message-ID: <7kj42v$33ul1l@chuka.playstation.co. 
References: <7kgsOv$4fj26@chuka.playstation.co. 
.uk> 

NNTP-Posting-Host: modem-173.name45.dialup.pol 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.23 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00. 


Yeah, but for how long? I'm developing a game 
a RTS game, and I'd really like it to be on the 
it? Will members demos be knocking about on th 


Apologies if this is TOO forward thinking, but 
the next few months... 


Ed :) 
ed@directxbeginners.freeserve.co.uk 


George Bain <george_bain@playstation.sony.com> 
news: 7kivgh$33u9@chuka.playstation.co.uk... 

> 

Hi all, 


The reason why there was no Yaroze games on t 
month's disc is due to technical difficulties 
To put it simple...there were QA problems wit 
games. I don't know how many times I have to 
tell members, but when they submit a disc ple 
take the time to view the TRC document on the 
members website. It will delay and sometimes 
now) cause no games to appear on OPM. 


Next issue of OPM will have: 
—Opera of Destruction 
-Time Slip 


The issue after that will be: 
—-TankX 
-Decaying Orbit 


The issue after that will be: 


-IONStorm ?? 
S22. 


As you can see the Net Yaroze OPM will contin 
The list above is confirmed but can be change 
at any time. 


George@SCEE 


In article <7kgs0vS4fj26@chuka.playstation.co 
netyaroze@rprince.dircon.co.uk says... 
> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV NM 
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0001-SCEE/yaroze/freetalk/english/000 


000001-SCEE/yaroze/freetalk/english/0 


co.uk> 


uk> 
uk> <7kivgh$33u9@chuka.playstation.co 


-co.uk 


14.1300 
2314.1300 


now, a cross between Civ and 
coverdisc - Տօ is it worth 


e coverdisc in about October? 


put me down as a possible in 


wrote in message 


his 
h both 
ase 


(like 


ue! 
d 


-uk>, 


Net Yaroze newsgroups message dump.txt 


> >Can anyone offer an explanation to why there was no Yaroze game on t 

a I know I can get the games myself and run them on the Yaroze, 

> >also prefer an alternative to some of the crap demos on the disc, wh 
Ա 

Է Sonne the disc, rather than boot up all the DOS and stuff to run the 

> >Also, this is bound to spark up more speculation that the Yaroze pro 


> >truly dead, when we all know it isn't. However, what annoyed me most 
>that there was no Yaroze game, which could have been understandable, 


>disc, but instead there was one semi interesting one (Syphon Filter) 
>couple of others, and then a Colin McCrae Rally demo, of a game whic 
>almost a year old (pretty good though), and a bloody Final Fantasy 7 
>VIDEO!!! Now firstly I can't stand videos of games, and secondly I c 
>stand Final Fantasy 7! I could almost understand if it was of FF8, a 
that 

> >is looking to the future, but putting a game which virtually everyon 
> >seen, and taking up space which could be filled by a playable full g 
is 


v 


v 


>ridiculous. 
> 
>Disgustedly, 
>Rikki 

> 

> 


Page 
he 


but I 
en 


gram 


was 
if 


>there were 3 or 4 'amazing' demos, such as the Tekken 3 hogged the whole 


pä 
h is 


an't 
s 


e has 
ame 


3518 


--MESSAGE FILE 5481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04205 


--MESSAGE FILE 5482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004206 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No Yaroze on OPSM! 

Date: Sun, 20 Jun 1999 18:56:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 

Message-ID: <7kja26$33u12@chuka.playstation.co.uk> 


References: <7kgsOv$4fj26@chuka.playstation.co.uk> <7kivgh$33u9@chuka.playstation.co 


-uk> <7kj42v$33ul11@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-125.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Don't complain Ed, as when the good programmers move on to better thing 


and they can't supply Cover Disc games, there's more chance for our cra 
games to get on, and increase our world widefame!!!! lol 
Rikki 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 

news: 7k j42v$33ull@chuka.playstation.co.uk... 

> Yeah, but for how long? I'm developing a game now, a cross between C 
and 
> a RTS game, and I'd really like it to be on the coverdisc - so is it 
> it? Will members demos be knocking about on the coverdisc in about 
October? 

> 

> Apologies if this is TOO forward thinking, but put me down as a possi 
in 

> the next few months... 


Ed :) 
ed@directxbeginners.freeserve.co.uk 


V V V V 


s(?) 
p 


iv 


worth 


ble 
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George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7kivgh$33u9@chuka.playstation.co.uk... 

> 

Hi all, 


The reason why there was no Yaroze games on this 
month's disc is due to technical difficulties. 

To put it simple...there were QA problems with both 
games. I don't know how many times I have to 

tell members, but when they submit a disc please 
take the time to view the TRC document on the 
members website. It will delay and sometimes (like 
now) cause no games to appear on OPM. 


Next issue of OPM will have: 
—Opera of Destruction 
-Time Slip 


The issue after that will be: 
—-TankX 
-Decaying Orbit 


The issue after that will be: 


-IONStorm ?? 
See 


As you can see the Net Yaroze OPM will continue! 
The list above is confirmed but can be changed 
at any time. 


George@SCEE 


In article <7kgs0vS$4fj26@chuka.playstation.co.uk>, 
netyaroze@rprince.dircon.co.uk says... 

> 

>Can anyone offer an explanation to why there was no Yaroze game on the 
OPSM 

> >disk? I know I can get the games myself and run them on the Yaroze, but 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


> >also prefer an alternative to some of the crap demos on the disc, when 
I'm 
> >using the disc, rather than boot up all the DOS and stuff to run the 
game. 

> > >Also, this is bound to spark up more speculation that the Yaroze 
program 

> is 

> > >truly dead, when we all know it isn't. However, what annoyed me most 
was 

> > >that there was no Yaroze game, which could have been understandable, if 
> > >there were 3 or 4 'amazing' demos, such as the Tekken 3 hogged the 
whole 

> > >disc, but instead there was one semi interesting one (Syphon Filter), a 
> > >couple of others, and then a Colin McCrae Rally demo, of a game which 
is 

> > >almost a year old (pretty good though), and a bloody Final Fantasy 7 

> > >VIDEO!!! Now firstly I can't stand videos of games, and secondly I 
can't 

> > >stand Final Fantasy 7! I could almost understand if it was of FF8, as 

> that 

> > >is looking to the future, but putting a game which virtually everyone 
has 

> >seen, and taking up space which could be filled by a playable full game 


VVVVHVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


v 


>ridiculous. 
> 
>Disgustedly, 
>Rikki 

> 

> 


VVVVVVVV VV 
VV V V V V 
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> 


—-MESSAGE FILE 5482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04206 


—-MESSAGE FILE 5483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004207 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jobs 

Date: Sun, 20 Jun 1999 18:40:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <376d35aa.13108108@www.netyaroze-europe. com> 
References: <7ke46q$4fj16@chuka.playstation.co.uk> 
NNTP-Posting-Host: pEBslla01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Edge is usually the best place to try for job adverts (it certainly 
isnt for inside-industry knowledge though :)), but there are various 
agencies that deal with programmer recruitment. I dont have an opinion 
on them, but some companies only deal with agencies, and some avoid 
them like the plague... 


From this months edge... 


PC/Playstation Programmers (x2) 

Established, secure developer. Diverse genres. Drive and construct, 
strategy, sports management, character action. Yaroze suitable for PSX 
roles. Prestigious new offices overlooking greenery. Well organised 
yet relaxed environment. 

18-28k + benefits (London) 

Register by sending a CV (& examples where applicable) to: 

Aardvak Swift Consulting Ltd, Silicon House, Farfield Park, Wath upon 
Dearne, Rotherham, South Yorkshire S63 7DB 

(edge, page 99) 


Playstation & Nintendo 64 Porgrammers 

12 months minimum coding on these consoles or 1 game credit or better. 
Yaroze programmers welcome. Name your price (£NEG) 

Krystal (KRS) 

email: kassey@krystal-krs.demon.co.uk 


Some agencies (look on the net for more details) 
Answers Recruitment 

Datascope Recruitment 

Aardvark Consulting Ltd 

Pelican Consultants 


On Fri, 18 Jun 1999 19:42:58 +0100, "Gary Howlett" 
<Gary.Howlett@btinternet.com> wrote: 


>Does anybody know of any companies that are willing to recruit people for 
>programming games on either games consols or PC's in the London area. I 
>understand that may places require a fair bit of experience, the only real 
>games programming exprience that i have is with the yaroze. Although ive 
>done quite a bit of Java programming and have an City & Guilds in C/C++ 


>programming (Distinction). Im still learning about 3d graphics. So any info 
>would be great. 
> 


>Thank you, Gary Howlett aged 17. Gary.Howlett@btinternet.com 
>ICQ: 11256137 

> 

> 


—-MESSAGE FILE 5483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04207 


—-MESSAGE FILE 5484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004208 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze 2 ? Please. 

Date: Sun, 20 Jun 1999 18:46:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <376d36a8.13362243@www.netyaroze-europe. com> 

References: <7gaugl$2mq3@scea> <7kig9q$33u3@chuka.playstation.co.uk> 
NNTP-Posting-Host: pEBslla01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1429 scee.yaroze.freetalk.english 
: 4208 


maybe you'd be able to get hold օք the middleware tools, as long as 
you were prepared to pay whatever those companies will charge. Have 
you got several grand lying around (at a guess)? :) 


As has been pointed out before, things like timtool etc, are exactly 
what the pro developers get given, which is why there are lots of jobs 
around for tools programming :) 


Rob 


On Sun, 20 Jun 1999 11:44:44 +0100, "Steve Davison" 
<steve@sdar.demon.co.uk> wrote: 


SNY 2.22 ced CaS ee ei Hmmm let me think about it 


>OK I`ll have one. But PLEASE CAN WE HAVE SOME DECENT TOOLS 
> 

>Thanks 

> 

> 


—-MESSAGE FILE 5484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04208 


—-MESSAGE FILE 5485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004209 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No Yaroze on OPSM! 

Date: 20 Jun 1999 19:06:47 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <7kje47$33u13@chuka.playstation.co.uk> 

References: <7kgsOvS4fj26@chuka.playstation.co.uk> <7kivgh$33u9@chuka.playstation.co 
-uk> <7kj42v$33ul11@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


How long? I can't even answer that. But as long 
as good Yaroze titles are produced they will appear 
on OPM. OPM were VERY, VERY disappointed when they 
were told that no Yaroze games were avaliable for 
this months issue. 


So to answer your question as to whether or not it's 
worth it...why not? To complete a game on Net Yaroze 
or any other system should be for self respect and 
accomplishment....not for fame on OPM. 


P.S. I decide what goes on OPM so your game better 
be very good!! 


Net Yaroze newsgroups message dump.txt Page 3522 
Regards, 
George@SCEE 


In article <7kj42v$33ull@chuka.playstation.co.uk>, 
ed@directxbeginners.freeserve.co.uk says... 


> 
>Yeah, but for how long? I'm developing a game now, a cross between Civ and 
>a RTS game, and I'd really like it to be on the coverdisc - so is it worth 


>it? Will members demos be knocking about on the coverdisc in about October? 
> 

>Apologies if this is TOO forward thinking, but put me down as a possible in 
>the next few months... 

> 

>Ed :) 

>ed@directxbeginners.freeserve.co.uk 


—-MESSAGE FILE 5485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04209 


—-MESSAGE FILE 5486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004210 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: 20 Jun 1999 19:13:12 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <7kjeg8$33u14@chuka.playstation.co.uk> 

References: <7jt8up$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Phil, 


At the very last 10 seconds of Star Wars:Episode I (during the credits) 
-—-MESSAGE FILE 5486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04210 


—-MESSAGE FILE 5487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004211 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No Yaroze on OPSM! 

Date: Sun, 20 Jun 1999 20:38:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7kjfmg$33u15@chuka.playstation.co.uk> 

References: <7kgsOv$4fj26@chuka.playstation.co.uk> <7kivgh$33u9@chuka.playstation.co 
-uk> <7kj42v$33ul1l@chuka.playstation.co.uk> <7kj3e47$33u13@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-34.name55.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7kj3e47$33u13@chuka.playstation.co.uk... 
> 


How long? I can't even answer that. But as long 
as good Yaroze titles are produced they will appear 


> 
> 
> 
> on OPM. OPM were VERY, VERY disappointed when they 
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> were told that no Yaroze games were avaliable for 
> this months issue. 


It's good to know that they value our input and are not forced to put them 
on by Sony! 


So to answer your question as to whether or not it's 
worth it...why not? To complete a game on Net Yaroze 
or any other system should be for self respect and 
accomplishment....not for fame on OPM. 


V V V V 


Oh, I was going to do it anyway! There's no way I'm not going to do it! It 
was whether or not to work at more interface... which I will be doing 
now... 


> P.S. I decide what goes on OPM so your game better 
> be very good!! 


I know you do mate! I hope it will be very good, but I can't guarantee it! 
What makes me laugh is that you've never been tempted to put Star Fighter or 
Black Widow on OPM... I expect many people would have!! 

Ed :) 


—-MESSAGE FILE 5487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04211 


—-MESSAGE FILE 5488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004212 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Sun, 20 Jun 1999 20:41:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7kjftb$33ul6@chuka.playstation.co.uk> 

References: <7jt8up$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> <7k 
jeg8$33u1l4@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-34.name55.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Oh.... my.... god! That is so cool! 


Ed :) 
"One obsessed Star Wars fan, with sniper sights currently on George’ 


P.S Did you guys know that there is a site where you can download the whole 
movie! It's 1.2 Gb though... 


George Bain <george_bain@playstation.sony.com> wrote in message 

news: 7kjeg8$33ul4@chuka.playstation.co.uk... 

> Hi Phil, 

> 

> At the very last 10 seconds of Star Wars:Episode I (during the credits) 

—-MESSAGE FILE 5488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04212 


—-MESSAGE FILE 5489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004213 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: No Yaroze on OPSM! 

Date: Sun, 20 Jun 1999 21:58:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <376d63c0.304083@www.netyaroze-europe.com> 

References: <7kgsOvS$4fj26@chuka.playstation.co.uk> <7kivgh$33u9@chuka.playstation.co 
-uk> <7kj42v$33ul1l1l@chuka.playstation.co.uk> <7kj3e47$33u13@chuka.playstation.co.uk> Հ 
7Tkjfmg$33ul5@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl5s01a03.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ill say this before George does - George has already succumbed to the 
megolamaniac tendencies of absolute power - star fighter HAS appeared 
on a magazine cover, as a hidden game! 


Rob 
—-MESSAGE FILE 5489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04213 


—-MESSAGE FILE 5490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004214 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jobs 

Date: Sun, 20 Jun 1999 22:00:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <376d6409.377331@www.netyaroze-europe.com> 
References: <7ke46q$4fj16@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl5s01a03.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Actually edge this month has a supplement on how to get into the 
industry. What is nice about it is THAT MY NAME IS MENTIONED!!! wow, 
almost fame. Actually its rubbish compared to being mentioned in OPM 
which has a much larger circulation, so there. 


Other Yaroze people to get mentioned are Jason Spreadborough, Nick 
Slaven and Olly Reed. ooh, theres even a screen shot of my second 
yaroze demo. WOW. Thats what the yaroze is all about, FAME AND 
FORTUNE. Im now off to negotiate for my own daytime chat show. 


I thank you... 


On Fri, 18 Jun 1999 19:42:58 +0100, "Gary Howlett" 
<Gary.Howlett@btinternet.com> wrote: 


>Does anybody know of any companies that are willing to recruit people for 
>programming games on either games consols or PC's in the London area. I 
>understand that may places require a fair bit of experience, the only real 
>games programming exprience that i have is with the yaroze. Although ive 
>done quite a bit of Java programming and have an City & Guilds in C/C++ 


>programming (Distinction). Im still learning about 3d graphics. So any info 
>would be great. 
> 


>Thank you, Gary Howlett aged 17. Gary.Howlett@btinternet.com 
>ICQ: 11256137 

> 

> 


—-MESSAGE FILE 5490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04214 


-—-MESSAGE FILE 5491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004215 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No Yaroze on OPSM! 

Date: 21 Jun 1999 06:59:56 GMT 
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Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <7kkntc$33u18@chuka.playstation.co.uk> 

References: <7kgsOv$4fj26@chuka.playstation.co.uk> <7kivgh$33u9@chuka.playstation.co 
-uk> <7kj42v$33ull1l@chuka.playstation.co.uk> <7kj3e47$33u13@chuka.playstation.co.uk> < 
7Tkjfmg$33ul5@chuka.playstation.co.uk> <376d63c0.304083@www.netyaroze-europe. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Indeed! Ha! I have another hidden game to appear before 
years end.... 


George@SCEE 


In article <376d63c0.304083@www.netyaroze-europe.com>, yaroze@theburrow.co.uk 
says... 

> 

>Ill say this before George does George has already succumbed to the 
>megolamaniac tendencies of absolute power - star fighter HAS appeared 

>on a magazine cover, as a hidden game! 

> 

>Rob 


—-MESSAGE FILE 5491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04215 


-—-MESSAGE FILE 5492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004216 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jobs 

Date: 21 Jun 1999 07:02:43 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <7kko2j$33u19@chuka.playstation.co.uk> 

References: <7ke46q$4fj16@chuka.playstation.co.uk> <376d6409.377331@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Now don't be going off getting actors for your chat show! 
Robert "Springer" Swan!!! 


George 


In article <376d6409.377331@www.netyaroze-europe.com>, yaroze@theburrow.co.uk 
>Other Yaroze people to get mentioned are Jason Spreadborough, Nick 

>Slaven and Olly Reed. ooh, theres even a screen shot of my second 

>yaroze demo. WOW. Thats what the yaroze is all about, FAME AND 

>FORTUNE. Im now off to negotiate for my own daytime chat show. 

> 

>I thank you... 


—-MESSAGE FILE 5492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04216 


-—-MESSAGE FILE 5493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004217 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No Yaroze on OPSM! 

Date: Mon, 21 Jun 1999 15:33:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <376E4D3D.3534706C@dma-—design. com> 
References: <7kgsOv$4fj26@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rikki Prince wrote: 


Can anyone offer an explanation to why there was no Yaroze game on the OPSM 
disk? I know I can get the games myself and run them on the Yaroze, but I 
also prefer an alternative to some of the crap demos on the disc, when I'm 
using the disc, rather than boot up all the DOS and stuff to run the game. 
Also, this is bound to spark up more speculation that the Yaroze program is 
truly dead, when we all know it isn't. However, what annoyed me most was 
that there was no Yaroze game, which could have been understandable, if 
there were 3 or 4 'amazing' demos, such as the Tekken 3 hogged the whole 
disc, but instead there was one semi interesting one (Syphon Filter), a 
couple of others, and then a Colin McCrae Rally demo, of a game which is 
almost a year old (pretty good though), and a bloody Final Fantasy 7 
VIDEO!!! Now firstly I can't stand videos of games, and secondly I can't 
stand Final Fantasy 7! I could almost understand if it was of FF8, as that 
is looking to the future, but putting a game which virtually everyone has 
seen, and taking up space which could be filled by a playable full game is 
ridiculous. 


VVVVVVVVVVVVV VV VV 


FF7 had a video on the disk because of its recent release on Platinum. 
If ‘virtually everyone' has it, it wouldn't be near the top charts. 


Which it is. Same with the Colin McRae demo - it gets out on Platinum 
soon... 
They advertisted next month as having a Yaroze game - it could there 


just wasn't the space or a game of a suitable quality... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04217 


-—-MESSAGE FILE 5494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004218 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Mon, 21 Jun 1999 16:42:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 
Message-ID: <7klmhr$33u20@chuka.playstation.co.uk> 

References: <7jt8up$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> <7k 
jeg8$33u14@chuka.playstation.co.uk> <7kjftb$33ul6@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-189.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


A friend of a friend (no names mentioned) has it on 2 CDs, took about 4 days 
(non stop) to download apparently! 
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Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 


news: 7kjftb$33ul6@chuka.playstation.co.uk... 
> Օհ.... my.... god! That is so cool! 


Ed :) 


> 
> 
> 'One obsessed Star Wars fan, with sniper sights currently on George’ 
> 
> 


P.S Did you guys know that there is a site where you can download the 


whole 
movie! It's 1.2 Gb though... 


news: 7kjeg8$33ul4@chuka.playstation.co.uk. 
> Hi Phil, 
> 


> 
> 
> 
> 
> George Bain <george_bain@playstation.sony.com> wrote in message 
> 
> 
> 
> 


> At the very last 10 seconds of Star Wars:Episode I (during the credits) 
—-MESSAGE FILE 5494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04218 


—-MESSAGE FILE 5495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004219 
Path: chuka.playstation.co.uk!news 


From: "Rikki Prince" <netyaroze@rprince.dircon. 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No Yaroze on OPSM! 

Date: Mon, 21 Jun 1999 19:39:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <7km0u6$33u22@chuka.playstation 
References: <7kgsOv$4fj26@chuka.playstation. 
> 

NNTP-Posting-Host: th-gt144-208.pool.dircon. 
X-Priority: 3 

X-MSMail-Priority: Normal 


. CO 
CO. 


co 


co.uk> 


-uk> 


uk> <376E4D3D.3534706C@dma-design.com 


-uk 


X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


soon... 


VVVVVVVV 


FF7 had a video on the disk because of its recent release on Platinum. 
If 'virtually everyone' has it, it wouldn't be near the top charts. 
Which it is. Same with the Colin McRae demo - it gets out on Platinum 


They advertisted next month as having a Yaroze game - it could there 
just wasn't the space or a game of a suitable quality... 


But this is the first time I've seen a demo or video of a game that's being 
released on Platinum, and was blatant space filling. We now know it was 
because the chosen Yaroze game did not meet the TRC, but it's pleasing to 
hear that there's 2 Yaroze games on the next few issues. 

According to OPSM's charts FF7 isn't in the Top 40, though Colin McRae Rally 
is at 30, which is surprising, unless it is already on Platinum. This would 


also reason that FF7 isn't already out on Platinum. 
Just to clear things up, I said that virtually everyone has seen, from one 
source or another, not that virtually everyone has. 


Rikki 


—-MESSAGE FILE 5495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04219 


—-MESSAGE FILE 5496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004220 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-—design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: No Yaroze on OPSM! 

Date: Tue, 22 Jun 1999 12:46:51 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <376F77AB.348C2E71@dma-—design. com> 
References: <7kgsOv$4fj26@chuka.playstation.co.uk> <376E4D3D.3534706C@dma-design.com 
> <7km0u6$33u22@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rikki Prince wrote: 


> 

> But this is the first time I've seen a demo or video of a game that's being 
> released on Platinum, and was blatant space filling. We now know it was 

> because the chosen Yaroze game did not meet the TRC, but it's pleasing to 

> hear that there's 2 Yaroze games on the next few issues. 

> According to OPSM's charts FF7 isn't in the Top 40, though Colin McRae Rally 
> is at 30, which is surprising, unless it is already on Platinum. This would 
> also reason that FF7 isn't already out on Platinum. 

> Just to clear things up, I said that virtually everyone has seen, from one 
> source or another, not that virtually everyone has. 

OPSM's chart is a waste of space - it's a month out of date! FF7 came 

out /after/ they've printed the issue remember... Same with Colin McRae. 


That's the /full price/ version of CM that's in that chart.... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04220 


-—-MESSAGE FILE 5497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004221 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Wed, 23 Jun 1999 12:06:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7kqf2eSqpv2@chuka.playstation.co.uk> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7 jt9m3S$qtvl1l3@chuka.playstation.c 
o.uk> <7k0Okas$hn72@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nobody likes a show off ;) 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7kOkasS$hn72@chuka.playstation.co.uk... 


> 

> I saw it last month at Mann's Chinese Theatre in L.A :) 
> I also saw Phantom Menace 3 times and The Mummy last month :) :) 
> 

> George 

> 

> 

> 

> In article <7jt9m3Sqtv1l3@chuka.playstation.co.uk>, 

> Peter.Dollochan@btinternet.com says... 

>> 

> >Yeh, 


Net Yaroze newsgroups message dump.txt Page 3529 


>> 

> >Well I seen it thrusday so na na nana na :-) 

> >I have to agree I thought it was pretty amazing in bits with some of the 
> >action scenes up there with the best. Although gnu revs was slightly 
funny 

> >looking doing a bruce lee :) and the music during fights sometimes 
annoyed 

> >(but overall the sound track was great - I was very sad and sat thru' 
the 

>creditis). 

> 

>Pete. 

> 


v 


--MESSAGE FILE 5497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04221 


--MESSAGE FILE 5498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004222 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Wed, 23 Jun 1999 12:11:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <7kqfc5Sqpv3@chuka.playstation.co.uk> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7k14vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> <7k 
jeg8$33u14@chuka.playstation.co.uk> <7kjftb$33ul6@chuka.playstation.co.uk> <7klmhr$3 
3u20@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I just watched a copy on two CD's last night.... Belonging to a friend of a 
friend of a friend (also no names mentioned!) Don't bother with it. It's 
VERY poor quality. Sound is awful to start with, gets better then almost 
dies in the last 30 mins! Video quality is blurred, goes almost b&w for the 
last hour with mostly reds showing up! My advice is to wait it out and watch 
it in the cinemas like I am still going to do :) 


Regards, 
JohnT 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7klmhr$33u20@chuka.playstation.co.uk... 

> A friend of a friend (no names mentioned) has it on 2 CDs, took about 4 
days 

> (non stop) to download apparently! 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 
news: 7kjftb$33ul6@chuka.playstation.co.uk... 
Oh.... my.... god! That is so cool! 


v 


Ed :) 
"One obsessed Star Wars fan, with sniper sights currently on George' 


V V V V V 


P.S Did you guys know that there is a site where you can download the 
whole 
movie! It's 1.2 Gb though... 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7kjeg8$33ul4@chuka.playstation.co.uk... 


VVVVVVVVVVVVVV VV 


> 
> 
> 
> 
> 
> 
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> > > Hi Phil, 

>>> 

> > > At the very last 10 seconds of Star Wars:Episode I (during the 

credits) 

—-MESSAGE FILE 5498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04222 


—-MESSAGE FILE 5499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004223 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! !!!! 1!!! 

Date: Wed, 23 Jun 1999 12:23:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7kqg26Sqpv4@chuka.playstation.co.uk> 

References: <7jmsOdS$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srilShn73@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The info on Special Reserve's web site just says that Sony have delayed the 
PocketStation's release in Europe and USA. I quote.... 


The European and US launch of the much anticipated PocketStation has been 
delayed by Sony. 

It was hoped that we would see it before Christmas but that is looking 
increasingly unlikely. 

We'll bring you more news as we receive it. 


I will of course have to check Sony's site ;) But if they are dropping it's 
release over here despite it doing so well in Japan I would be very annoyed 
as I for one was looking forward to seeing what Ridge Racer Type 4 uses it 
for ;) No info in the game's manual! : ( 


Regards, 
JohnT 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 

news: 7kOsrl$hn73@chuka.playstation.co.uk... 

> No, the PocketStation definately isn't coming out over here. What a 
f***ing 

> shame, IMO. The Final Fantasy 8 pocket station games were supposed to be 


> good... it would have sold REALLY well, i think. Aaaah well, Sony 
shooting 
> themselves in the foot (probably got advice from Nintendo, they've done it 


enough times). 

So, where do you work Barry & Robert :) ? 

Cya everyone, 

Ed :) 

Leader of the DreadKnights Starseige Tribes Clan 


ed@directxbeginners.freeserve.co.uk 
http://ffmusic.virtualave.net 


VVVVVVVVVVV VV VV 


—-MESSAGE FILE 5499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04223 
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—-MESSAGE FILE 5500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004224 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! | 1 111111 

Date: Wed, 23 Jun 1999 14:02:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3770DAD1.A003F29F@dma-—design.com> 

References: <7jmsOd$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srlShn73@chuka.playstation.co.uk> <7kqg26Sqpv4@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


JohnT wrote: 


The info on Special Reserve's web site just says that Sony have delayed the 
PocketStation's release in Europe and USA. I quote.... 


The European and US launch of the much anticipated PocketStation has been 
delayed by Sony. 

It was hoped that we would see it before Christmas but that is looking 
increasingly unlikely. 

We'll bring you more news as we receive it. 


I will of course have to check Sony's site ;) But if they are dropping it's 
release over here despite it doing so well in Japan I would be very annoyed 
as I for one was looking forward to seeing what Ridge Racer Type 4 uses it 
for ;) No info in the game's manual! : ( 


VVVVVVVVVVVV VV 


It's a success in Japan - but they can't make enough of them. They're 
coming out in a trickle of releases - not enough to supply even a 
"moderate' demand. If Sony released it worldwide with the amount they're 
currently able to manufacture, there'd be /nothing/ available in the 
shops - there just aren't physically enough of them to release over 
here... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04224 


-—-MESSAGE FILE 5501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004225 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Wed, 23 Jun 1999 15:18:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <3770ECC5.851E1480@easynet.co.uk> 
References: <7 jt8upS$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> <37 
6CE991.F2D4E155@codeworks.demon.co.uk> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 
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I did. I noted it at the time but have forgotten it now. Was it worth 
it? 


Phil 


Jim wrote: 


> philip gooch wrote: 

>> 

>> 

> > Anyone else watch films right to the end of the credits? 
> 

> Yep, Did you get the web address and password? 
> 

> -- 

> /* 

> * http: //www.codeworks.demon.co.uk 

> */ 


—-MESSAGE FILE 5501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04225 


-—-MESSAGE FILE 5502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004226 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! | 1 111111 

Date: Wed, 23 Jun 1999 17:44:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7kr330Sqpv5@chuka.playstation.co.uk> 

References: <7jmsOd$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srlShn73@chuka.playstation.co.uk> <7kqg26Sqpv4@chuka.playstation.co.uk 
> <3770DAD1.A003F29F@dma-design.com> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm sure a huge company like Sony can surely increase production to meet 
demands. Granted it could take a little while to get up to the production 
rate they need for a worldwide release but I am sure they would not drop a 
successful product despite huge demands for it. That is just not the way any 
company works. 


JohnT 


Brian Baird <brian@dma-design.com> wrote in message 
news:3770DAD1.A003F29F@dma-design.com... 

> JohnT wrote: 

>> 

> > The info on Special Reserve's web site just says that Sony have delayed 
the 
> > PocketStation's release in Europe and USA. I quote.... 

>> 

> > The European and US launch of the much anticipated PocketStation has 
been 


> > delayed by Sony. 

> > It was hoped that we would see it before Christmas but that is looking 
> > increasingly unlikely. 

> > We'll bring you more news as we receive it. 

>> 

> > I will of course have to check Sony's site ;) But if they are dropping 
it's 

> > release over here despite it doing so well in Japan I would be very 
annoyed 


> > as I for one was looking forward to seeing what Ridge Racer Type 4 uses 
it 

> > for ;) No info in the game's manual! :( 

> 


Net Yaroze newsgroups message dump.txt Page 3533 


It's a success in Japan - but they can't make enough of them. They're 
coming out in a trickle of releases - not enough to supply even a 
"moderate' demand. If Sony released it worldwide with the amount they're 
currently able to manufacture, there'd be /nothing/ available in the 
shops - there just aren't physically enough of them to release over 
here... 


Brian @ DMA 


VVVVVVVVVV VV 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


-—-MESSAGE FILE 5502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04226 


—-MESSAGE FILE 5503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004227 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze Members list 

Date: Wed, 23 Jun 1999 18:06:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7kr45qSqpv6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I wonder when I will ever be in that list! 
I have been a member for well over a year but still my name is not there ;) 


JohnT 


—-MESSAGE FILE 5503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04227 


-—-MESSAGE FILE 5504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004228 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Members list 

Date: Wed, 23 Jun 1999 19:11:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7kr87fSqpv7@chuka.playstation.co.uk> 
References: <7kr45qSqpv6@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-170-149.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


if your talking about the big list of names in the hompages bit you have to 
subit a page before your name goes there. 


Gary Howlett, ICQ: 11256137 (for anyone that cares :-)) 


JohnT <johnt@tannsoft.force9.co.uk> wrote in message 

news: 7kr45q$qpv6@chuka.playstation.co.uk... 

> I wonder when I will ever be in that list! 

> I have been a member for well over a year but still my name is not there 
7) 

> 
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> JohnT 
> 
> 
> 


—-MESSAGE FILE 5504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04228 


—-MESSAGE FILE 5505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004229 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Wed, 23 Jun 1999 19:16:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <7kr8b3Sqpv8@chuka.playstation.co.uk> 

References: <7 jt8upS$qtvl2@chuka.playstation.co.uk> <7k14vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> <7k 
jeg8$33u14@chuka.playstation.co.uk> <7kjftb$33ul6@chuka.playstation.co.uk> <7klmhr$3 
3u20@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-24.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I could have watched it on CD (apparently it's doing the rounds at uni. and 
would only take 2 hours to download) but I will not condone a course of 
action which will lead to piracy!!! 

Besides I'd much rather wait and watch it at the cinema than some crappy 
version in a small window on a monitor. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7klmhrS$33u20@chuka.playstation.co.uk>... 
>A friend of a friend (no names mentioned) has it on 2 CDs, took about 4 
days 

>(non stop) to download apparently! 

> 

>Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 

>news: 7kjftb$33ulé6@chuka.playstation.co.uk... 

>> Օհ.... my.... god! That is so cool! 

>> 

>> Ed :) 

>> 'One obsessed Star Wars fan, with sniper sights currently on George’ 
>> 

>> P.S Did you guys know that there is a site where you can download the 
>whole 

>> movie! It's 1.2 Gb though... 

>> 

>> 

>> 

>> George Bain <george_bain@playstation.sony.com> wrote in message 

>> news: 7kjeg8$33ul4@chuka.playstation.co.uk... 

>> > Hi Phil, 

>> > 

>> > At the very last 10 seconds of Star Wars:Episode I (during the credits) 
—-MESSAGE FILE 5505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04229 


—-MESSAGE FILE 5506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004230 

Path: chuka.playstation.co.uk!news 

From: Alan Marshall <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: openGl from yaroze conversion 
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Date: Wed, 23 Jun 1999 01:02:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <37702400. 7AFE4B6Beébreathemail.net> 
NNTP-Posting-Host: VIP-203-32.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (Win95; I) 
X-Accept—-Language: en 


Hi, I just started converting my Yarzoe 3D Tetris style game (I'll put 
it out for download when it's not so buggy ;) ) to OpenGL. I guessed 
this would take a couple of days since I'm fairly familiar with openGL. 
( I did an assignment on it creating bounding boxes and bounding spheres 
to go round some models created in SImage3D. 


Anyway, has anyone else done this and come to the conclusion it's a lot 
more of a pain then it should be? 


Out of interest has anyone tried doing an OpenGL to Yaroze conversion? 
My guess is that would be a lot harder , but kind of interesting ;) 


Maybe i can convert my yarzoe game to OpenGl then as an extra bid for 
insanity try the DirectX port ;) (i've avoided DirectX so far. And then 
try to convert it from DirectX to Yaroze 2 ;) Actually if a "Dreamcast 
Yaroze" came out, theoretically that wouldn't be too difficult would it? 


Al 
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-—-MESSAGE FILE 5506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04230 


—-MESSAGE FILE 5507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004231 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Members list 

Date: Thu, 24 Jun 1999 11:02:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7ksvn6Sqpv1l0@chuka.playstation.co.uk> 


References: <7kr45q$qpv6@chuka.playstation.co.uk> <7kr87fSqpv7@chuka.playstation.co. 


uk> 

NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I was talking about that list. I kinda guessed that was how you get into the 


list but the page suggests it is a list of ALL members :) Hence the 'tongue 


in cheek' message ;) 
JohntT 


Gary Howlett <Gary.Howlett@btinternet.com> wrote in message 
news: 7kr87fSqpv7@chuka.playstation.co.uk... 


> if your talking about the big list of names in the hompages bit you have 


to 


v 


subit a page before your name goes there. 
Gary Howlett, ICQ: 11256137 (for anyone that cares :-)) 


JohnT <johnt@tannsoft.force9.co.uk> wrote in message 
news: 7kr45q$qpv6@chuka.playstation.co.uk... 
> I wonder when I will ever be in that list! 


7) 
> 


> JohnT 


VVVVVVVV VV 


> I have been a member for well over a year but still my name is not there 
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V V V V V 
Vv 


-—-MESSAGE FILE 5507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04231 


—-MESSAGE FILE 5508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004232 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! | 1 111111 

Date: Thu, 24 Jun 1999 20:17:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <37728447.ECF1899F@dma-—design.com> 

References: <7jmsOd$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srlShn73@chuka.playstation.co.uk> <7kqg26Sqpv4@chuka.playstation.co.uk 
> <3770DAD1.A003F29F@dma-design.com> <7kr330$qpv5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


JohnT wrote: 


I'm sure a huge company like Sony can surely increase production to meet 
demands. Granted it could take a little while to get up to the production 
rate they need for a worldwide release but I am sure they would not drop a 
successful product despite huge demands for it. That is just not the way any 
company works. 


VVVVVV 


The gossip is that they can't get the manufacturing right - whether 
that's cost/volume or quality/volume, who knows. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04232 


—-MESSAGE FILE 5509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004233 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! | 1 111111 

Date: Thu, 24 Jun 1999 21:10:37 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <37729d77.439934385@news.scea.sony.com> 

References: <7jmsOdS$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srlShn73@chuka.playstation.co.uk> <7kqg26Sqpv4@chuka.playstation.co.uk 
> <3770DAD1.A003F29F@dma-design.com> <7kr330S$qpv5@chuka.playstation.co.uk> <37728447 
-ECF1899F@dma-—design.com> 
NNTP-Posting-Host: vmlabs37.vmlabs.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


>The gossip is that they can't get the manufacturing right - whether 
>that's cost/volume or quality/volume, who knows. 


Tis funny that they'll be making a super-powerful console using a 
brand new fab process next year, yet they can't make a system which is 
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less powerful than a Gameboy. :) 
Scott 


—-MESSAGE FILE 5509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04233 


—-MESSAGE FILE 5510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004234 

Path: chuka.playstation.co.uk!news 

From: Alan Marshall <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Matrix - wow! 

Date: Wed, 23 Jun 1999 23:37:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <377161A9.9B4D3533@breathemail.net> 

References: <7jt8upS$qtvl2@chuka.playstation.co.uk> <7k1l4vd$hn77@chuka.playstation.co 
-uk> <3765905c.780120@www.netyaroze-europe.com> <3765AEF5.C98882D2@breathemail.net> 
<929442208.864347901@www.netyaroze-europe.com> <37664879.56602B62@easynet.co.uk> <7k 
jeg8$33u14@chuka.playstation.co.uk> <7kjftb$33ul6@chuka.playstation.co.uk> <7klmhr$3 
3u20@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.176.210.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (Win95; I) 

X-Accept—-Language: en 


It took a Uni colleague 5hrs to download Phantom Menace, again 2Cds 
worth. When ppl were watching it later I had to shout at them to turn 
the sound down since I want to wait for cinema to see it. i'm told 
though the quality was v good, perfectly watchable, full screen on 17 
inch monitor, sound just a bit dodgy. 


Apparently most ftp sites changed every 24hrs or so to stop the home 
modem ppl. 


What was weird was when I was out last weekend, some bloke came up to me 
saying 

"Do you wanna buy the Phantom Menace mate, a tenner on good quality 
video." 


I told him I wasn't interested 'cos a) i could have got it from uni 
for free about a month ago, and B) I wanna see it lst time on huge 
cinema screen with THX sound, not my 19inch TV (or 17" monitor). He told 
me 3 ppl that night had already agreed to buying it. Do some ppl have no 
sense? Even though from what I hear most of the "bootlegs" are pretty 
good quality, it's not quite the same is it, watching it on TV as the 
big screen. 


Al 


btw: has anyone else gone into ToysRUs recently and thought abot 
getting another bank loan/mortage whatever to buy all the cool stuff ;) 
I want the land speeder lilo :) 


—-MESSAGE FILE 5510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04234 


—-MESSAGE FILE 5511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004235 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! | 1 111111 

Date: Thu, 24 Jun 1999 23:11:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3772ba34.15410516@www.netyaroze-europe. com> 

References: <7jmsOd$rgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
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rope.com> <7k0srlShn73@chuka.playstation.co.uk> <7kqg26Sqpv4@chuka.playstation.co.uk 
> 
NNTP-Posting-Host: pF8s07a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Ive only looked at the Japanese version of the RR4 pocket station app, 
but I think it allows you to trade cars and/or parts (cant beleive 
parts though). 


Must admit I might as well check it out tomorrow, seeing as Ive got a 
pocketstation connected to my yaroze right now, with RR4 less than a 
foot away. 


The Crash Bandicoot one was bizarre; you could take photos of him in 
various poses at random as well as other things. In the instructions 
for it it suggests that you could set the Crash alarm to go off on an 
important anniversery, then give it to a partner without telling them, 
to surprise them on said day. aaah.... how (sickly) sweet. 


Anoying thing about PocketStation; have had black mem card for a 
while, just got two black duel shocks, and now there is a white PS 
sticking out a mile from it :(((( They never got around to doing any 
other colour other than white + transparent. 


Hey, maybe you could see mine at ECTS? nah, only kidding :P 


On Wed, 23 Jun 1999 12:23:19 +0100, "JohnT" 
<johnt@tannsoft.force9.co.uk> wrote: 


>as I for one was looking forward to seeing what Ridge Racer Type 4 uses it 
>for ;) No info in the game's manual! : ( 

> 

>Regards, 

>JohnT 


-—-MESSAGE FILE 5511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04235 


—-MESSAGE FILE 5512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004236 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Members list 

Date: 25 Jun 1999 07:48:55 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <7kvc97Sqpv1l1l@chuka.playstation.co.uk> 

References: <7kr45q$qpv6@chuka.playstation.co.uk> <7kr87fSqpv7@chuka.playstation.co. 
uk> <7ksvn6Sqpvl0@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


It has taken you a year to figure this out? The NY list will only list 
members that have registered. Some members wish not to be on that list, 
so that is the reason. 


George 


In article <7ksvn6Sqpvl0@chuka.playstation.co.uk>, johnt@tannsoft.force9.co.uk 


says... 
> 

>I was talking about that list. I kinda guessed that was how you get into the 
>list but the page suggests it is a list of ALL members :) Hence the 'tongue 
>in cheek' message ;) 

> 


>JohntT 
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—-MESSAGE FILE 5512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04236 


—-MESSAGE FILE 5513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004237 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No PocketStation release? ARGH! | 1 111111 

Date: 25 Jun 1999 07:50:35 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <7kvccbSqpvl12@chuka.playstation.co.uk> 

References: <7jmsOdSrgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srlShn73@chuka.playstation.co.uk> <7kqg26Sqpv4@chuka.playstation.co.uk 
> <3770DAD1.A003F29F@dma-design.com> <7kr330S$qpv5@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


They can't increase production if they don't make the chips. 
Remember that the PocketStation uses a ARM RISC chip.... 


George 


In article <7kr330Sqpv5@chuka.playstation.co.uk>, johnt@tannsoft.force9.co.uk 
says... 

> 

>I'm sure a huge company like Sony can surely increase production to meet 
>demands. Granted it could take a little while to get up to the production 
>rate they need for a worldwide release but I am sure they would not drop a 
>successful product despite huge demands for it. That is just not the way any 
>company works. 

> 

>JohnT 

> 


—-MESSAGE FILE 5513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04237 


—-MESSAGE FILE 5514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004238 

Path: chuka.playstation.co.uk!news 

From: "Մօհու" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Members list 

Date: Fri, 25 Jun 1999 10:58:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7kvk4kSqpv15@chuka.playstation.co.uk> 

References: <7kr45qSqpv6@chuka.playstation.co.uk> <7kr87fSqpv7@chuka.playstation.co. 
uk> <7ksvn6Sqpv1l0@chuka.playstation.co.uk> <7kvc97Sqpv1l1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hmmm, what part of 'tongue in cheek' do you not understand? It was not meant 
as a serious message but rather a fun one which plays on the fact that the 
link to the list does not suggest the list is only of people who have 
registered their site. It has never, in all the time I have been a member, 
indicated that fact. 


JohnT 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7kvc97S$qpvl1ll@chuka.playstation.co.uk... 
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It has taken you a year to figure this out? The NY list will only list 
members that have registered. Some members wish not to be on that list, 
so that is the reason. 


> 
> 
> 
> 
> 
> George 

> 

> 

> In article <7ksvn6$qpv1l0@chuka.playstation.co.uk>, 
johnt@tannsoft.force9.co.uk 

> says... 

>> 

> >I was talking about that list. I kinda guessed that was how you get into 
the 


> >list but the page suggests it is a list of ALL members :) Hence the 
"tongue 

> >in cheek' message ;) 

>> 

> >JohntT 

> 


—-MESSAGE FILE 5514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04238 


—-MESSAGE FILE 5515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004239 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Members list 

Date: 25 Jun 1999 11:25:36 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <7kvovgSqpvl6@chuka.playstation.co.uk> 

References: <7kr45q$qpv6@chuka.playstation.co.uk> <7kr87fSqpv7@chuka.playstation.co. 
uk> <7ksvn6Sqpv1l0@chuka.playstation.co.uk> <7kvc97Sqpv1ll@chuka.playstation.co.uk> <7 
kvk4kSqpv1l5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


I guess we should change the link to "registered home pages". 
Would that make you feel better? 


George 


In article <7kvk4kS$qpv1l5@chuka.playstation.co.uk>, johnt@tannsoft.force9.co.uk 
says... 

> 

>Hmmm, what part of 'tongue in cheek' do you not understand? It was not meant 
>as a serious message but rather a fun one which plays on the fact that the 
>link to the list does not suggest the list is only of people who have 
>registered their site. It has never, in all the time I have been a member, 
>indicated that fact. 

> 

>JohnT 

> 


—-MESSAGE FILE 5515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04239 


—-MESSAGE FILE 5516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004240 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Members list 
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Date: Fri, 25 Jun 1999 14:50:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7101le4Sqpv17@chuka.playstation.co.uk> 

References: <7kr45qS$qpv6@chuka.playstation.co.uk> <7kr87fSqpv7@chuka.playstation.co. 
uk> <7ksvn6Sqpv1l0@chuka.playstation.co.uk> <7kvc97Sqpv1ll@chuka.playstation.co.uk> <7 
kvk4kSqpv1l5@chuka.playstation.co.uk> <7kvovgSqpvl1l6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.106.143 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


THE END 


—-MESSAGE FILE 5516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04240 


—-MESSAGE FILE 5517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004241 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Pocketstation release???? 

Date: Fri, 25 Jun 1999 15:02:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7102bgSqpv19@chuka.playstation.co.uk> 
NNTP-Posting-Host: pll-snipe-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I've seen bits on the newsgroups about the apparent none-release of the 
pocketstation. :o( 


However, after reading the latest copy of OPM there was an article about E3 
and within I found this statement: 


" The still-to-be-confirmed announcement that the PocketStation won't make 
it over to America shocked more than a few (it WILL however be coming to the 
UK this autumn/winter) " - OPM. 


After all the speculation that's been flying around this has up'd my spirits 
once again but it would be nice if someone could confirm it 
once-and-for-all. 

Maybe one of you boys working at Sony could clear this up for us..... please? 


Scott Ward 


PSs 
Rob Swan - Is it true you've already got a pocketstation? Is it as cool 
as it looks? 


-—-MESSAGE FILE 5517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04241 


-—-MESSAGE FILE 5518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004242 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: That Import Gaming Issue 
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Date: Fri, 25 Jun 1999 19:53:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <71l0iveSqpv20@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-15.namel.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Heya all! 


I recently recieved FFT from America. It would be nice to run it, but it 
seems that the only two TV's that have SCART cables in our house are 
composite A/V ones. Darn It! I just get the damn black and white 
flick-o-rama... I'm using the SCART cable that came with the Net Yaroze, I 
guess that one is suitable. I'm pretty reluctant to splash out some money 
on a VCR so that it will run, but is it the only way? Do those Game 
Enhancer thingys work with the Net Yaroze, because when Mark Naylor came to 
my house and bought one with him, it went into flick-o-rama. I was speaking 
to the guy in my local games store and he has a chipped PSX and doesn't even 
need a SCART socket - do the chips covert the signals? I'm not going to get 
it chipped, obviosly, but I'm just curious. Any help would be really 
appreciated because I'm peeing my pants with anticipation here. 


Thanks in advance, 


Ed :) 
"Adam Rickett is a Prickett' 


—-MESSAGE FILE 5518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04242 


-—-MESSAGE FILE 5519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004243 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That Import Gaming Issue 

Date: Fri, 25 Jun 1999 19:53:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <710jb7Sqpv21@chuka.playstation.co.uk> 
References: <710iveSqpv20@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-173.name47.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


No you need to use a RGB scart cable, the one that comes with the yaroze is 
composite only. 


Ed Fear wrote in message <710iveSqpv20@chuka.playstation.co.uk>... 

>Heya all! 

> 

>I recently recieved FFT from America. It would be nice to run it, but it 


>seems that the only two TV's that have SCART cables in our house are 
>composite A/V ones. Darn It! I just get the damn black and white 
>flick-o-rama... I'm using the SCART cable that came with the Net Yaroze, I 
>guess that one is suitable. I'm pretty reluctant to splash out some money 
>on a VCR so that it will run, but is it the only way? Do those Game 
>Enhancer thingys work with the Net Yaroze, because when Mark Naylor came to 
>my house and bought one with him, it went into flick-o-rama. I was 
speaking 

>to the guy in my local games store and he has a chipped PSX and doesn't 
even 


>need a SCART socket - do the chips covert the signals? I'm not going to 
get 
>it chipped, obviosly, but I'm just curious. Any help would be really 


>appreciated because I'm peeing my pants with anticipation here. 
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> 

>Thanks in advance, 

> 

Հեզ :) 

>'Adam Rickett is a Prickett' 
> 

> 

> 


—-MESSAGE FILE 5519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04243 


—-MESSAGE FILE 5520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004244 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ALL PS games under £30 -- YIPEE! 

Date: Fri, 25 Jun 1999 20:12:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <71l0kbhSqpv22@chuka.playstation.co.uk> 
NNTP-Posting-Host: pB2slla01l.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The Virgin retail chain have taken it upon themselves to cut the price of 
all full price PS games to £29.99 - all the other multiples (Game, EB etc) 
have followed suit. 


This has been done in the interests of the consumer of course, and is in no 
way a cynical ploy to grab market share during the summer games drought. 


Don't get me wrong, 30 quid should be top whack for any game, but I know GT 
(Driver) and probably Sony are pretty unhappy about it. It's obviously an 
unsustainable situation unless somebody plans to permanently cut their 
margins. 


I guess they weren't prepared to wait and see if Driver, V-Rally 2 etc would 
get the tills ringing again after a slow couple of months - and the 
dominance of platinum titles in the chart was probably a little worrying 
too. Apparently punters are asking when a game will come out on platinum on 
the day of release... 


Driver beckons. 
Derek 


Has anyone got Outcast or Dungeon Keeper 2 yet? If so, what do you think? 


—-MESSAGE FILE 5520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04244 


-—-MESSAGE FILE 5521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004245 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: openGl from yaroze conversion 

Date: Fri, 25 Jun 1999 22:01:50 +0000 

Organization: IR / Data Uncertain 

Lines: 32 

Message-ID: <930348110.639671215@www.netyaroze-europe.com> 
References: <37702400.7AFE4B6Beébreathemail.net> 
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NNTP-Posting-Host: d3-s61-221-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


Alan Marshall <admars32@breathemail.net> wrote: 


>Out of interest has anyone tried doing an OpenGL to Yaroze conversion? 
>My guess is that would be a lot harder , but kind of interesting ;) 


Not quite - but I'm currently porting my class library for dealing 
with RSD,TIM and TMD files from Direct3D to OpenGL. 


>Maybe i can convert my yarzoe game to OpenGl then as an extra bid for 
>insanity try the DirectX port ;) (i've avoided DirectX so far. And then 
>try to convert it from DirectX to Yaroze 2 ;) Actually if a "Dreamcast 
>Yaroze" came out, theoretically that wouldn't be too difficult would it? 


=46rom my experience, Direct3D is a bitch to program (I never did 
sort out all the problems with RsdANIM). You can translate all 
the concepts in the Yaroze LIBGS library into OpenGL fairly 
simply though - you should be able to just to an interface library 
that lets you compile yaroze code on OpenGL systems (I know 

that some Japanese guy did that for DirectX, and ported the 

dino demo onto windows with it as a demo). 


OpenGL is so much easier to code for than Direct3D it's scary, 
but unfortunately Direct3D has a huge performance edge over 
the GL library I'm using now (MesaGL on Linux). 


I cam across a project to clone Wipeout on openGL the other day, 
and it's pretty but dog slow..... 


>A1 


Craig. 


Page 3544 


--MESSAGE FILE 5521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04245 


--MESSAGE FILE 5522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004246 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: openGl from yaroze conversion 

Date: 26 Jun 1999 01:04:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <slrn7n8900.fov.tjs@longford.cs.monash.edu.au> 


References: <37702400.7AFE4B6B@ebreathemail.net> <930348110.639671215@www.netyaroze-e 


urope.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 


On Fri, 25 Jun 1999 22:01:50 +0000, Craig Graham wrote: 

>Alan Marshall <admars32@breathemail.net> wrote: 

> 

>OpenGL is so much easier to code for than Direct3D it's scary, 
>but unfortunately Direct3D has a huge performance edge over 
>the GL library I'm using now (MesaGL on Linux). 

> 

>I cam across a project to clone Wipeout on openGL the other day, 
>and it's pretty but dog slow..... 

> 

>Craig. 

> 


MesaGL is a performace pig, yes. Especially given the fact that it's software 


only unless you've got a 3DFX card. 
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According to a friend of mine, the Matrox G200/G400 GLX support is the thing to 
watch. They have almost full support from Matrox and John Carmack is providing 
optimisation tips. 


Linux is also lacking in the very large DMA chunk area, which is something 

that the 2.3 series of kernels will apparently address. This should allow a 
large speed increase, as programmers will be able to decouple the graphics 

card and the CPU to a greater extent. 


Toby. 
—-MESSAGE FILE 5522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04246 


-—-MESSAGE FILE 5523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004247 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ALL PS games under £30 -- YIPEE! 

Date: Sat, 26 Jun 1999 20:11:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <71381fSqpv26@chuka.playstation.co.uk> 
References: <7l10kbh$qpv22@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-042.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well dropping it to 30 quid, will mean the shop (Virgin, game etc) will lose 
the money, publishers, Sony, and the others will still get the normal 
amount. Well, this is according to an article in Arcade a while ago, which 
stated that the games shop owners actually take about a third of the cost of 
games, to cover shop costs and profits etc. So on a £35 game, the shop 
owners used to be getting about £11.50, and by dropping the price by a 
fiver, they will only get about £6 on each game. This is could be a last 
minute scramble to get as many sales in before the PSX2, but that's being a 
bit premature. 

Oh, and by the way, I nipped over to the new Special Reserve shop in 
Basildon on Friday, and got me a copy of V-Rally 2 and Driver, both class 
game. I haven't had much time to over test them, but they both look great. 
Driver looks really difficult in the training section, but apart from 
get-away situations, looks pretty easy. V-Rally just looks gorgeous, and is 
definitely worth getting. 


Rikki 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 7lL0kbhS$qpv22@chuka.playstation.co.uk... 
> 


The Virgin retail chain have taken it upon themselves to cut the price of 
all full price PS games to £29.99 - all the other multiples (Game, EB etc) 
have followed suit. 


This has been done in the interests of the consumer of course, and is in 
way a cynical ploy to grab market share during the summer games drought. 


> 
> 
> 
> 
> 
> 
no 
> 
> 
> Don't get me wrong, 30 quid should be top whack for any game, but I know 
GT 

> (Driver) and probably Sony are pretty unhappy about it. It's obviously an 
> unsustainable situation unless somebody plans to permanently cut their 

> margins. 

> 

> I guess they weren't prepared to wait and see if Driver, V-Rally 2 etc 
would 
> get the tills ringing again after a slow couple of months - and the 

> dominance of platinum titles in the chart was probably a little worrying 
> too. Apparently punters are asking when a game will come out on platinum 
on 


Net Yaroze newsgroups message dump.txt Page 3546 
the day of release... 

Driver beckons. 

Derek 


Has anyone got Outcast or Dungeon Keeper 2 yet? If so, what do you think? 


VVVVVVVV VV 


—-MESSAGE FILE 5523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04247 


—-MESSAGE FILE 5524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004248 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ALL PS games under £30 -- YIPEE! 

Date: Sat, 26 Jun 1999 21:56:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <713ett$1112@chuka.playstation.co.uk> 
References: <710kbhS$qpv22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-9.liontamer.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This summer has been pretty good for game I reckon: 

Driver, MGS integral, RC Stunt Copter, Soul Reaver, Omega Boost on the psx 
alone, with GT2 coming soon. Then theres Mario Bros DX on the gameboy. I 
suppose you have to be playing imports mostly, but thats not a problem if 
you have a bit of your student loan left over :) 


Derek da Silva wrote in message <710kbhSqpv22@chuka.playstation.co.uk>... 

> 

> 

>The Virgin retail chain have taken it upon themselves to cut the price of 
>all full price PS games to £29.99 - all the other multiples (Game, EB etc) 
>have followed suit. 

> 

>This has been done in the interests of the consumer of course, and is in no 
>way a cynical ploy to grab market share during the summer games drought. 

> 

>Don't get me wrong, 30 quid should be top whack for any game, but I know GT 
>(Driver) and probably Sony are pretty unhappy about it. It's obviously an 
>unsustainable situation unless somebody plans to permanently cut their 
>margins. 

> 

>I guess they weren't prepared to wait and see if Driver, V-Rally 2 etc 
would 
>get the tills ringing again after a slow couple of months - and the 
>dominance of platinum titles in the chart was probably a little worrying 
>too. Apparently punters are asking when a game will come out on platinum 
on 

>the day of release... 

> 

>Driver beckons. 

> 

>Derek 

> 

>Has anyone got Outcast or Dungeon Keeper 2 yet? If so, what do you think? 
> 

> 

> 


—-MESSAGE FILE 5524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04248 
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-—-MESSAGE FILE 5525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004249 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That Import Gaming Issue 

Date: Sun, 27 Jun 1999 12:45:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <715218$1115@chuka.playstation.co.uk> 

References: <710iveSqpv20@chuka.playstation.co.uk> <710jb7S$qpv21@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: modem-80.name55.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Thanks Matt! 


I've been looking around EVERYWHERE, but no-where seems to sell the RGB 
cables... can the UK members tell me where they got there's from??? 
Everywhere just has the normal ones! 


Ed :) 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 710jb7S$qpv21@chuka.playstation.co.uk... 

> No you need to use a RGB scart cable, the one that comes with the yaroze 
is 


> composite only. 

> 

> 

> Ed Fear wrote in message <710iveSqpv20@chuka.playstation.co.uk>... 

> >Heya all! 

>> 

> >I recently recieved FFT from America. It would be nice to run it, but it 
> >seems that the only two TV's that have SCART cables in our house are 

> >composite A/V ones. Darn It! I just get the damn black and white 

> >flick-o-rama... I'm using the SCART cable that came with the Net Yaroze, 
3 

> >guess that one is suitable. I'm pretty reluctant to splash out some 
money 


> >on a VCR so that it will run, but is it the only way? Do those Game 
> >Enhancer thingys work with the Net Yaroze, because when Mark Naylor came 
to 


v 


>my house and bought one with him, it went into flick-o-rama. I was 
speaking 

>to the guy in my local games store and he has a chipped PSX and doesn't 
even 

>need a SCART socket - do the chips covert the signals? I'm not going to 
get 
>it chipped, obviosly, but I'm just curious. Any help would be really 
>appreciated because I'm peeing my pants with anticipation here. 

> 

>Thanks in advance, 

> 

>Ed :) 

>'Adam Rickett is a Prickett' 

> 

> 

> 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 5525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04249 
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—-MESSAGE FILE 5526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004250 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That Import Gaming Issue 

Date: Sun, 27 Jun 1999 13:08:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <7154cp$1116@chuka.playstation.co.uk> 

References: <710iveSqpv20@chuka.playstation.co.uk> <710jb7S$qpv21@chuka.playstation.c 
o.uk> <715218$1115@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-145.name57.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ummm HMV sell one its gray, costs £8, and has a little block with composite 
and audio outs on it. Not all of them say RGB but basically if it doesn't 
have the three cables into a little scart block adapter it probably is RGB. 


Ed Fear wrote in message <715218$1115@chuka.playstation.co.uk>... 
>Thanks Matt! 
> 

>I've been looking around EVERYWHERE, but no-where seems to sell the RGB 
>cables... can the UK members tell me where they got there's from??? 
>Everywhere just has the normal ones! 

> 

>Ed :) 

> 

> 

> 

>Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

>news: 710jb7Sqpv21@chuka.playstation.co.uk... 

>> No you need to use a RGB scart cable, the one that comes with the yaroze 
>is 

>> composite only. 

>> 

>> 

>> Ed Fear wrote in message <710iveSqpv20@chuka.playstation.co.uk>... 

>> >Heya all! 
>> > 

>> >I recently recieved FFT from America. It would be nice to run it, but 
it 

>> >seems that the only two TV's that have SCART cables in our house are 
>> >composite A/V ones. Darn It! 1 just get the damn black and white 


>> >flick-o-rama... I'm using the SCART cable that came with the Net 
Yaroze, 

>I 

>> >guess that one is suitable. I'm pretty reluctant to splash out some 
>money 


>> >on a VCR so that it will run, but is it the only way? Do those Game 

>> >Enhancer thingys work with the Net Yaroze, because when Mark Naylor came 
>to 

>> >my house and bought one with him, it went into flick-o-rama. I was 

>> speaking 

>> >to the guy in my local games store and he has a chipped PSX and doesn't 
>> even 


>> >need a SCART socket - do the chips covert the signals? I'm not going to 
>> get 
>> >it chipped, obviosly, but I'm just curious. Any help would be really 


>> >appreciated because I'm peeing my pants with anticipation here. 
>> > 

>> >Thanks in advance, 

>> > 

>> >Ed :) 

>> >'Adam Rickett is a Prickett' 
>> > 

>> > 

>> > 

>> 

>> 
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> 
> 


—-MESSAGE FILE 5526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04250 


—-MESSAGE FILE 5527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004251 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Hi 

Date: Sun, 27 Jun 1999 17:10:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <715ikq$1118@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-53-181.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Anyone here from Dagenham, Essex? 


Gary 


—-MESSAGE FILE 5527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04251 


—-MESSAGE FILE 5528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004252 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ALL PS games under =?iso-8859-170Q?=A330? YIPEE! 

Date: Sun, 27 Jun 1999 17:23:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <37765014.EEQ0A1FAA@dma-—design.com> 

References: <71l0kbhSqpv22@chuka.playstation.co.uk> <71381fSqpv26@chuka.playstation.c 
o.uk> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rikki Prince wrote: 


Well dropping it to 30 quid, will mean the shop (Virgin, game etc) will lose 
the money, publishers, Sony, and the others will still get the normal 
amount. Well, this is according to an article in Arcade a while ago, which 
stated that the games shop owners actually take about a third of the cost of 
games, to cover shop costs and profits etc. So on a £35 game, the shop 
owners used to be getting about £11.50, and by dropping the price by a 
fiver, they will only get about £6 on each game. This is could be a last 
minute scramble to get as many sales in before the PSX2, but that's being a 
bit premature. 


VVVVVVVVVV 


Unfortunately, none of the local independants can afford this pricedrop. 
It's a cynical move by Virgin to drive out competition in the short 
term. 


> Oh, and by the way, I nipped over to the new Special Reserve shop in 

> Basildon on Friday, and got me a copy of V-Rally 2 and Driver, both class 

> game. I haven't had much time to over test them, but they both look great. 
> 

> 


Driver looks really difficult in the training section, but apart from 
get-away situations, looks pretty easy. V-Rally just looks gorgeous, and is 
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> definitely worth getting. 


Nice of them to break the release date on VRally2 - it was officially 
delayed until next Friday. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04252 


—-MESSAGE FILE 5529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004253 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 

Date: Sun, 27 Jun 1999 18:09:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7151ltc$1119@chuka.playstation.co.uk> 
References: <715ikq$1118@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-147.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Wickford in Essex, about 30 minute drive away.... 


Gary Howlett <Gary.Howlett@btinternet.com> wrote in message 
news: 715ikq$1118@chuka.playstation.co.uk... 

> Anyone here from Dagenham, Essex? 

> 

> Gary 

> 

> 


—-MESSAGE FILE 5529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04253 


—-MESSAGE FILE 5530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004254 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That Import Gaming Issue 

Date: Sun, 27 Jun 1999 20:22:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <715td6$11110@chuka.playstation.co.uk> 

References: <710iveSqpv20@chuka.playstation.co.uk> <710jb7$qpv21@chuka.playstation.c 
o.uk> <715218$1115@chuka.playstation.co.uk> <7154cp$1116@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-164.name49.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Just to let you all know, I got one from Dixons and am currently enjoying 
the delights of Final Fantasy Tactics. Thanks Matt! 


(zal 
Զ. 
-- 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 
news: 7154cp$1116@chuka.playstation.co.uk... 
> Ummm HMV sell one its gray, costs £8, and has a little block with 
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composite 

> and audio outs on it. Not all of them say RGB but basically if it doesn't 
> have the three cables into a little scart block adapter it probably is 
RGB. 


Ed Fear wrote in message <715218$1115@chuka.playstation.co.uk>... 
>Thanks Matt! 

> 

>I've been looking around EVERYWHERE, but no-where seems to sell the RGB 
>cables... can the UK members tell me where they got there's from??? 
>Everywhere just has the normal ones! 

> 

Հեզ :) 

> 

> 

> 

>Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

>news: 710 jb7Sqpv21@chuka.playstation.co.uk... 

>> No you need to use a RGB scart cable, the one that comes with the 
aroze 

>is 

>> composite only. 

>> 

>> 

>> Ed Fear wrote in message <710iveSqpv20@chuka.playstation.co.uk>... 

>> >Heya all! 
>> > 

>> >I recently recieved FFT from America. It would be nice to run it, but 
it 

>> >seems that the only two TV's that have SCART cables in our house are 
>> >composite A/V ones. Darn It! 1 just get the damn black and white 


>> >flick-o-rama... I'm using the SCART cable that came with the Net 
Yaroze, 

>I 

>> >guess that one is suitable. I'm pretty reluctant to splash out some 
>money 


>> >on a VCR so that it will run, but is it the only way? Do those Game 
>> >Enhancer thingys work with the Net Yaroze, because when Mark Naylor 
came 

> >to 

> >> >my house and bought one with him, it went into flick-o-rama. I was 

> >> speaking 

> >> >to the guy in my local games store and he has a chipped PSX and 
doesn't 

> >> even 

> >> >need a SCART socket - do the chips covert the signals? I'm not going 


VVVVVVVVVVVVV VN M NE N MMY MMN MONM Y NY MAN 


>> get 
>> >it chipped, obviosly, but I'm just curious. Any help would be really 
>> >appreciated because I'm peeing my pants with anticipation here. 

>> > 

>> >Thanks in advance, 

>> > 

>> >Ed :) 

>'Adam Rickett is a Prickett' 

>> > 

>> > 

>> > 


sa T AEN YEN ENE N a ENE 
v 
v 


--MESSAGE FILE 5530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04254 


--MESSAGE FILE 5531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004255 
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Path: chuka.playstation.co.uk!news 

From: Alan Marshall <admars32@breathemail.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: openGl from yaroze conversion 

Date: Sun, 27 Jun 1999 13:31:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <377619BC.66BC29FE@breathemail.net> 
References: <37702400.7AFE4B6B@ébreathemail.net> <930348110.639671215@www.netyaroze-e 
urope.com> <slrn7n8900.fov.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: VIP-206-8.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (Win95; I) 

X-Accept—-Language: en 


I heard that although those 2 Matrox cards are v good, their OpenGL 
support isn't as good as it should be, but maybe that's just a Windoze 
thing. IS the 400 out here yet, or just in US? Slight tangent but I 
think some of the TNT2 cards ship with Win95,98,NT and BEos and Linux 
drivers! 


When you say performance edge, what exactly do you mean? Do you just 
mean faster or what? My only experience of Direct3D is playing a game, 
selecting openGL, then Direct3D, and then sticking to OpenGL. I decided 
not to bother to learn Direct3D ;) 


Back to my original thread ;) it took 1 afternoon of OpenGl to do what 
took 3 weeks of yaroze, d'oh! Makes me think maybe I should have 
listened to my class mates and lecturers when they told me it would be 
easier in OpenGL. 


the main thing is though I've got something else to put on my CV when I 
have to step oit into the "real world" in September ;) 


Al 


Toby Sargeant wrote: 


On Fri, 25 Jun 1999 22:01:50 +0000, Craig Graham wrote: 

>Alan Marshall <admars32@breathemail.net> wrote: 

> 

>OpenGL is so much easier to code for than Direct3D it's scary, 
>but unfortunately Direct3D has a huge performance edge over 
>the GL library I'm using now (MesaGL on Linux). 

> 

>I cam across a project to clone Wipeout on openGL the other day, 
>and it's pretty but dog slow..... 

> 

>Craig. 

> 


MesaGL is a performace pig, yes. Especially given the fact that it's software 
only unless you've got a 3DFX card. 


According to a friend of mine, the Matrox G200/G400 GLX support is the thing to 
watch. They have almost full support from Matrox and John Carmack is providing 
optimisation tips. 


Linux is also lacking in the very large DMA chunk area, which is something 

that the 2.3 series of kernels will apparently address. This should allow a 
large speed increase, as programmers will be able to decouple the graphics 

card and the CPU to a greater extent. 


VVVVVVVVVVVVVVV VV VV VV VV VV O A 


Toby. 


-—-MESSAGE FILE 5531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04255 
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—-MESSAGE FILE 5532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004256 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: void main { puts("hello world"); } 

Date: Mon, 28 Jun 1999 00:16:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <716bcq$11111@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.49.232.152 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4256 scee.yaroze.profile: 
173 


Hi All, 


Well, I've finally become an official Yarozer! For those who have never 
heard of me (99%...), I was on the same games programming course as a 
certain Robert Swan, and managed to get my demo 'Brain Dead' on the official 
Sony ECTS'98 demo disk. I was a bit pissed off that the bloody thing never 
worked on it... Mind you, I got awarded 4 stars in that German magazine 
review. 


Anyway, I was recently awarded a prize by Middlesex Uni for my efforts, 
jointly with Harvey Cotton (another Yarozer), and lo and behold a nice matt 
black playstation arrives in my lounge. Could I possibly be the last 
official Yarozer to join in this millenium? 


I've also been quoted in the supplement of the latest issue of Edge - two 
lines of complete b*1ll*x, but my at least my name is in bold type! 

I've kind of drifted out of touch with this stuff since last September, as 
I've been doing medical VR at Uni, but now I've got my Yaroze the bug has 
definitely bitten again. And just to top it all, I've got myself a job at 
Criterion Software starting in a few weeks. 


I intend to put a Yaroze web site up when I have the time, but in the 

meantime you can check out screenshots of my demos on part of my web site at 
www.sun.mdx.ac.uk/~oliver3 

and look out for Brain Dead 2000 !!! ;) 


That was a bit short and sweet, but I've been playing Driver all weekend. 
Most excellent. 

Cheers, 

Olly 


—-MESSAGE FILE 5532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04256 


—-MESSAGE FILE 5533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004257 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: Re: void main { puts("hello world"); } 

Date: Mon, 28 Jun 1999 00:20:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <716bfu$11112@chuka.playstation.co.uk> 

References: <716bcq$11111@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.49.232.152 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4257 scee.yaroze.profile: 
174 
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Spot the bug !!!!!!! 


Olly 


—-MESSAGE FILE 5533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04257 


—-MESSAGE FILE 5534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004258 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: openGl from yaroze conversion 

Date: 27 Jun 1999 23:27:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <slrn7ndcrp.gu4.tjs@longford.cs.monash.edu.au> 

References: <37702400.7AFE4B6B@ébreathemail.net> <930348110.639671215@www.netyaroze-e 
urope.com> <slrn7n8900.fov.tjs@longford.cs.monash.edu.au> <377619BC. 66BC29FE@breathe 
mail.net> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Sun, 27 Jun 1999 13:31:56 +0100, Alan Marshall wrote: 

>I heard that although those 2 Matrox cards are v good, their OpenGL 
>support isn't as good as it should be, but maybe that's just a Windoze 
>thing. IS the 400 out here yet, or just in US? Slight tangent but I 
>think some of the TNT2 cards ship with Win95,98,NT and BEos and Linux 
>drivers! 


The Matrox G400 is out in the US, and has just made it to Australia. 
Don't know about Europe :) 


As to OpenGL support, according to a FriendWhoKnows (tm) ther G200 OpenGL 
support has mostly sucked up til now. The G400 should have much better 
support and thias should flow on to the G200. The most important thing 

is that although they're not the best in terms of raw speed (although the 
G400 will apparently change that too), they're really good in terms of 
quality and features. The G400, for example, is the first 3D card to 

have real bumpmapping in hardware. The other important issue is that the 
Matrox cards perform exceptionally well as 2D cards. 


They're AGP cards, unfortuantely, so I'll have to upgrade before I can 
get one. : ( 


>When you say performance edge, what exactly do you mean? Do you just 
>mean faster or what? My only experience of Direct3D is playing a game, 
>selecting openGL, then Direct3D, and then sticking to OpenGL. I decided 
>not to bother to learn Direct3D ;) 


<AFAIK> 

Direct3D has the 'advantage' of being much lower level, which means that 
the speed is less a function of the driver and more a function of the 
actual game itself. Given a good OpenGL implementation, however, it should 
be possible to get comparable speed. OpenGL is _much_ more programmer 
friendly, which I think is arguably more important, given that raw machine 
power is increasing exponentially, whereas the number of hours in a week 
certainly isn't. 

</AFAIK> 


Toby. 
—-MESSAGE FILE 5534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04258 


-—-MESSAGE FILE 5535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004259 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 
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Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: Re: void main { puts("hello world"); } 

Date: 28 Jun 1999 01:42:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <slrn7ndknk.h4k.tjs@longford.cs.monash.edu.au> 

References: <716bcq$11111@chuka.playstation.co.uk> <716bfu$11112@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4259 scee.yaroze.profile: 
175 


On Mon, 28 Jun 1999 00:20:55 +0100, Olly Read <oliver3@mdx.ac.uk> wrote: 
>Spot the bug 111111) 

> 

>Olly 

> 

> 

> 


The return type of main isn't an int? 

Puts doesn't have a prototype? 

The return value of puts is ignored? 

"hello world" doesn't have a capital and a full stop? 


err. And there's no argument list for main... 
Oh, and that silly Re: thing won't compile either. 
*grin* 


Toby. 
—-MESSAGE FILE 5535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04259 


—-MESSAGE FILE 5536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004260 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That Import Gaming Issue 

Date: Mon, 28 Jun 1999 16:21:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <377792E6.242FF1B4@reading.ac.uk> 
References: <710iveSqpv20@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Ed Fear wrote: 

Heya all! 

I recently recieved FFT from America. It would be nice to run it, but it 
seems that the only two TV's that have SCART cables in our house are 
composite A/V ones. Darn It! I just get the damn black and white 
flick-o-rama... I'm using the SCART cable that came with the Net Yaroze, I 
guess that one is suitable. 


VVVVVV 


What type of cable? With my Yaroze I got a one-video-two-audio-plug 
to SCART adapter, which will NOT work for imports. (It can only provide 
a composite AV signal) You need a combined-AV-port to SCART cable (which 
provides an RGB signal). 


> Do those Game 
> Enhancer thingys work with the Net Yaroze, because when Mark Naylor came to 
> my house and bought one with him, it went into flick-o-rama. 


Yes, Action Replays work on the Yaroze just like any other PSX. But, 
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if you have a UK Action Replay and a US game, and you use the freeze 
frame feature on the Replay, the game will be jolted into a PAL 
resolution and will never recover (ie, it will flicker, flash and 
fail). However, if you set the codes up before the start of a game it 
will work fine. 


> I was speaking 
> to the guy in my local games store and he has a chipped PSX and doesn't even 
> need a SCART socket - do the chips covert the signals? 


Not as far as I know. There may be another modification that lets it 
produce a "PAL60" signal, though. 
Btw, Sega have APPARANTLY (according to Computer Exchange) bitten the 
bullet and announced that UK Dreamcast games will be dual standard - ie, 
we can run them in 60Hz NTSC mode if we want to avoid slowdown and 
bordering!! Yeeeeaaa! Let's all PLEASE hope that Sony'll follow suit 
on that with the PSX2.. 
—-MESSAGE FILE 5536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04260 


—-MESSAGE FILE 5537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004261 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ALL PS games under £30 -- YIPEE! 

Date: Tue, 29 Jun 1999 13:41:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7laf03$11114@chuka.playstation.co.uk> 
References: <710kbhS$qpv22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-33.name75.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Derek da Silva wrote in message <710kbhSqpv22@chuka.playstation.co.uk>... 
>Driver beckons. 

> 

>Derek 

> 


Got it yesterday, and have been playing it since. Excellent game :) 


Is that the phone?!....gotta go it's another mission.... 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04261 


-—-MESSAGE FILE 5538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004262 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graeme.evans@ieee.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: openGl from yaroze conversion 

Date: Tue, 29 Jun 1999 19:20:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <71b3ih$11116@chuka.playstation.co.uk> 

References: <37702400.7AFE4B6Beébreathemail.net> <930348110.639671215@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
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>From my experience, Direct3D is a bitch to program (I never did 
>sort out all the problems with RsdANIM). You can translate all 
>the concepts in the Yaroze LIBGS library into OpenGL fairly 
>simply though - you should be able to just to an interface library 
>that lets you compile yaroze code on OpenGL systems (I know 

>that some Japanese guy did that for DirectX, and ported the 

>dino demo onto windows with it as a demo). 


Hmm and if you could do a graphics interface library then the biggest hurdle 
to compiling yaroze code on the pc is pointers to fixed locations in memory. 
I was daydreaming about that for a while, and i realised the easiest way 
round that is to use the R3000 compilers and emulate the R3000 code and 
memory, trap out the most common function calls to the static library and 
route them to PC native versions (stuff like abs() and the like). bout six 
months ago i thought that would be cool and wrote an R3000 emulator but i 
really cant be bothered doing the function trapping. It might make a nice 
summer conversation piece project and turn into a real cool debugger, if 
anyone wants the code i'll mail you a copy. 


your HAckER DUde friend 


graeme 


—-MESSAGE FILE 5538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04262 


—-MESSAGE FILE 5539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004263 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: openGl from yaroze conversion 

Date: 29 Jun 1999 23:38:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <slrn7nim7q.jrv.tjs@longford.cs.monash.edu.au> 

References: <37702400.7AFE4B6B@ebreathemail.net> <930348110.639671215@www.netyaroze-e 
urope.com> <71b3ih$11116@chuka.playstation.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 29 Jun 1999 19:20:34 +0100, Graeme Evans <graeme.evans@ieee.org> wrote: 
>Hmm and if you could do a graphics interface library then the biggest hurdle 
>to compiling yaroze code on the pc is pointers to fixed locations in memory. 
>I was daydreaming about that for a while, and i realised the easiest way 
>round that is to use the R3000 compilers and emulate the R3000 code and 
>memory, trap out the most common function calls to the static library and 
>route them to PC native versions (stuff like abs() and the like). bout six 
>months ago i thought that would be cool and wrote an R3000 emulator but i 
>really cant be bothered doing the function trapping. It might make a nice 
>summer conversation piece project and turn into a real cool debugger, if 
>anyone wants the code i'll mail you a copy. 

> 

>your HAckER DUde friend 

> 

>graeme 


A lot of R3K instructions are register relative. The coolest way to do this 
would be to convert the MIPS back into GCC RTL, and then have GCC recompile it, 
performing x86 optimisation as it goes. Then you just mprotect() all the 
read/writeable memory on the PSX, and then on the first trap, do on the fly 
recompilation to turn the invalid memory access to a valid access (in the case 
of ram) or a function call (in the case of ROM or HW access). Because 
relatively few instructions refer directly to main memory (i.e. generally only 
the lui/addiu pairs that make 32 bit addresses for indexed addressing) When you 
perform one adjust, you'll get rid of whole swathes of invalid accesses, so the 
partial recompiles should be relatively infrequent. 


Of course, having said this, I think it'd be insanely difficult, and noone 
in their right mind would _really_ want to do it... 
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Toby. 
—-MESSAGE FILE 5539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04263 


—-MESSAGE FILE 5540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004264 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Outcast the letdown 
Date: Wed, 30 Jun 1999 18:57:01 +0100 
Organization: Max Studios 

Lines: 29 
Message-ID: <377A5A6D.650CB269@which.net> 
NNTP-Posting-Host: pl62-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" EF034F183656388F22446A6E" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
EF034F183656388F2244 6A6E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Whomever thinks outcast is a letdown reply to this messsage. Graphics 
are understandibly medicore and bugs are in the bucketload. 


EF034F183656388F22446A6E 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


EFO034F183656388F2244 6A6E-— 


—-MESSAGE FILE 5540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04264 


—-MESSAGE FILE 5541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004265 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ALL PS games under £30 -- YIPEE! 

Date: Wed, 30 Jun 1999 19:03:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <71ldm07Sko23@chuka.playstation.co.uk> 

References: <7l10kbh$qpv22@chuka.playstation.co.uk> <7laf03$11114@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 193.82.133.236 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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An excellent game! 


Tones 8) 


—-MESSAGE FILE 5541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04265 


—-MESSAGE FILE 5542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004266 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Outcast the letdown 

Date: 1 Jul 1999 11:32:58 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 12 

Message-ID: <71fjlaS$ko24@chuka.playstation.co.uk> 
References: <377A5A6D.650CB269@which.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Two of my friends worked on that game. The graphics 
are excellent if you have a super machine! Bugs, 

I wouldn't be surprised... 

George 


In article <377A5A6D.650CB269@which.net>, mad.max@which.net says... 


>Whomever thinks outcast is a letdown reply to this messsage. Graphics 
>are understandibly medicore and bugs are in the bucketload. 


—-MESSAGE FILE 5542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04266 


-—-MESSAGE FILE 5543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004267 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: First pictures of PSX 2 

Date: Thu, 1 Jul 1999 18:03:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7lg7e0Sko25@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-121.hyalgan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Wow take a look in CGI magazine next time your in your newsagents. There is 
a bit about games and next to a picture of our lovely little black Yaroze is 
the the comment (Something like this) "LEFT: Playstation 2 will bring 
graphics even closer to reality" 


I almost laughed my socks off 


Bob 
bob@shandfam. freeserve.co.uk 
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—-MESSAGE FILE 5543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04267 


—-MESSAGE FILE 5544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004268 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Outcast the letdown 

Date: Thu, 1 Jul 1999 18:37:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <71g915Sko26@chuka.playstation.co.uk> 
References: <377A5A6D.650CB269@which.net> 
NNTP-Posting-Host: pF2s01la01.client.global.net.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Andrew Murray <mad.max@which.net> wrote in message 

news:377A5A6D. 650CB269@which.net... 

> Whomever thinks outcast is a letdown reply to this messsage. Graphics 
> are understandibly medicore and bugs are in the bucketload. 

> 


I've only looked it it for literally a couple of minutes, but it looked 
great. 

Don't know about bugs, but I did notice the game gives you the curious 
option to alter 'mouse sensibility’... 


Derek 


—-MESSAGE FILE 5544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04268 


—-MESSAGE FILE 5545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004269 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 2 ? Please. 

Date: Fri, 2 Jul 1999 20:50:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <71j5e0$k0212@chuka.playstation.co.uk> 

References: <7gauglS2mq3@scea> <372C916A.77AF8E5B@datasys.net> 

NNTP-Posting-Host: host62-172-169-20.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1430 scee.yaroze.freetalk.english 
24269 


count me in 
Gary Howlett ICQ: 11256137 


Darco <rquat@datasys.net> wrote in message 
news:372C916A.77AF8E5B@datasys.net... 

> Steve Tolin wrote: 

> > If you plan on continuing with the next Yaroze and would like Sony to 
know 

> about it please add your name and comments to this thread. 


Count me in. The net yaroze kit was the best investment I've ever made - 


> 
> 
> 
> 
> It has given me the experience to be compeditive in this industry. If I 
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> ever end up making it big, I owe my sucess to the Net Yaroze program. 

— Sony definately has a loyal follower here. 
x 


'Darco 


--MESSAGE FILE 5545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04269 


--MESSAGE FILE 5546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004270 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 
Date: Fri, 2 Jul 1999 20:52:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <71j5he$ko213@chuka.playstation.co.uk> 

References: <715ikq$1118@chuka.playstation.co.uk> <7151tc$1119@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host62-172-169-20.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Cool 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
news: 7151tc$1119@chuka.playstation.co.uk... 
> Wickford in Essex, about 30 minute drive away.... 


Gary Howlett <Gary.Howlett@btinternet.com> wrote in message 
news: 715ikq$1118@chuka.playstation.co.uk... 

> Anyone here from Dagenham, Essex? 

> 

> Gary 

> 

> 


VVVVVVVVVV 


—-MESSAGE FILE 5546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04270 


—-MESSAGE FILE 5547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004271 
Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ALL PS games under £30 -- YIPEE! 

Date: Fri, 2 Jul 1999 21:22:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <71j6pf$ko214@chuka.playstation.co.uk> 

References: <7l10kbh$qpv22@chuka.playstation.co.uk> <7laf03$11114@chuka.playstation.c 
o.uk> <7ldm07S$ko23@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-10.name47.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2314.1300 


I bought it today and must admit that it is superb! 
Well done Reflections! 


Ed :) 
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Tones <slick@yaroze2000.freeserve.co.uk> wrote in message 


news: 71ldm07S$ko23@chuka.playstation.co.uk... 


An excellent game! 


Tones 8) 


V V V V V V 


—-MESSAGE FILE 5547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04271 


—-MESSAGE FILE 5548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004272 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Driver / V-Rally 2 

Date: Fri, 2 Jul 1999 22:44:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <71jbt8$ko0215@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-061.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Has anyone else noticed the similarity between the way the really dumb 
people who run on the track in V-Rally 2 and the people who dive into 
buildings when you drive along the pavement in Driver, run - that 
stand-facing-the-car-until-its-running-you-over-then-run-with-your-body-slan 
ting-at-10-degrees-—from-the-floor action!!! 

Sorry, just an idle observation, and a plea for help!! 


Rikki 


—-MESSAGE FILE 5548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04272 


—-MESSAGE FILE 5549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004273 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: 3 Jul 1999 07:35:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0Olbec526$b1657cc0$S0a3ddec2@sonia> 
References: <71jbt8$ko0215@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Talking of Driver. It's a great game but my version seems to have suffered 
some Friday afternoon QC? To date, it has locked up three times in 
mid-game; I've become stuck inside(!) a building; and I often get a sort of 


re-draw ghosting effect over sections of the screen. Thank god it didn't 
come out it May! 


- Miles 
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—-MESSAGE FILE 5549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04273 


—-MESSAGE FILE 5550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004274 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Sat, 3 Jul 1999 12:48:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
Message-ID: <7lkucq$ko216@chuka.playstation.co.uk> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <Olbec526$b1657cc0S$0a3ddec2@sonia 
> 

NNTP-Posting-Host: modem-125.name41.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've only had Driver lock up on me once (and that was after I just completed 
a mission - doh!). 

Although I think the games great, there are a few little things that piss me 
off about it: 


1. Having to keep entering a new name each time you save. 

2. The way the game reads each block on both memory cards before and AFTER 
you save your game. 

3. The fact that it doesn't save your option settings. 

4. Not being able to rewind frame by frame in the film director. 

5. The story usually leaves you wondering what exactly's going on (or is 
that just me?) 

6. some other things I can't remember now. 


And the FMV's aren't exactly breath taking, and some of the voices are just 
plain crap. 

It does make me wonder how many corners they cut to get the game out the 
door, but then with GT (Interactive) breathing down their back I can't 
really blame them! 


Anyway enough whinging, does anybody know if you can cut parts out of a 
replay when in film director or do you have to stick with the while whole 
thing? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Miles Buzzing wrote in message <0lbec526Sb1657ccOS$0a3ddec2@sonia>... 


>Talking of Driver. It's a great game but my version seems to have suffered 
>some Friday afternoon QC? To date, it has locked up three times in 
>mid-game; I've become stuck inside(!) a building; and I often get a sort of 


>re-draw ghosting effect over sections of the screen. Thank god it didn't 
>come out it May! 

> 

»- Miles 

> 

> 


—-MESSAGE FILE 5550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04274 


—-MESSAGE FILE 5551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004275 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Sat, 3 Jul 1999 21:34:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <7llrva$ko219@chuka.playstation.co.uk> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <Olbec526$b1657cc0S$0a3ddec2@sonia 
> <7lkucq$ko216@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.49.231.202 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Driver u 


I've been playing this game every day for a week now, and I have to admit it 
has never crashed on me (yet...) 


However, I don't know whether I'm imagining things or not, but the game 
readily seems to drop frames, especially when there are more than a couple 
of police cars chasing you. In my mind this is the ultimate sin - a driving 
game needs to keep the speed up above everything else. It is easy enough to 
compensate for dropped frames by moving everything twice as far as normal, 
but Driver does not seem to do this and you get a noticeable drop in the 
car's speed. 


This suggests to me either slack programming (hopefully not, as the game 
overall is excellent), or lack of testing possibly due to release date 
pressures... 


Olly 


—-MESSAGE FILE 5551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04275 


—-MESSAGE FILE 5552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004276 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Outcast the letdown 

Date: Sun, 4 Jul 1999 10:58:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <71lnb00S$k0221@chuka.playstation.co.uk> 
References: <377A5A6D.650CB269@which.net> 
NNTP-Posting-Host: modem-200.name37.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


One of my friends has it and he said it was a bit buggy but generally 
excellent. I'm waiting a while to see if I'll buy it... However, TA 
Kingdoms and Dungeon Keeper 2 are higher in ~my~ list! 


Ed :) 


—-MESSAGE FILE 5552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04276 


—-MESSAGE FILE 5553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004277 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Mon, 05 Jul 1999 09:04:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
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Message-ID: <37806717.5FF89CDB@dma-—design. com> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <Olbec526$b1657cc0S$0a3ddec2@sonia 
> <7lkucq$ko216@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Rad wrote: 


I've only had Driver lock up on me once (and that was after I just completed 
a mission - doh!). 

Although I think the games great, there are a few little things that piss me 
off about it: 


4. Not being able to rewind frame by frame in the film director. 
Anyway enough whinging, does anybody know if you can cut parts out of a 


replay when in film director or do you have to stick with the while whole 
thing? 


VVVVVVVVV VV 


As far as I'm aware, Driver uses the 'classic' method of saving your 
keypresses from when you play the game, and then 'replaying' them back 
to get the replay movie. People have complained that their replay isn't 
the same as the 'original' - this is a symptom of the game not /quite/ 
behaving properly & deterministically ;) 


GTA handles its replays in the same fashion - it's a pretty common 
technique. unfortunately it means you can't go 'back' in a replay - only 
pause or forward. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 5553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04277 


—-MESSAGE FILE 5554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004278 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Mon, 05 Jul 1999 12:46:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <37809B2B.6B1l6@dcs.gla.ac.uk> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <Olbec526$b1657cc0S$0a3ddec2@sonia 
> <7lkucq$ko216@chuka.playstation.co.uk> <37806717.5FF89CDB@dma-design. com> 
NNTP-Posting-Host: amchitka.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.5.1 i86pc) 


Brian Baird wrote: 


As far as I'm aware, Driver uses the 'classic' method of saving your 
keypresses from when you play the game, and then 'replaying' them back 
to get the replay movie. People have complained that their replay isn't 
the same as the 'original' - this is a symptom of the game not /quite/ 
behaving properly & deterministically ;) 


VVVVVV 


I had that problem when I completed one of the early missions. It was 
actually the first time I tried the director option and I tried fast 
forwarding to get a bit more into the action. At one point when I 
stopped it the view didn't seem familiar, I played the replay and 
discovered that this time round I'd crashed into a wall!?! 
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When I went back to the screen with the options to continue, 
film director etc, 
asking if I wanted to try again. 


replay, 


I al 


lso got stuck inside a building as wel 
mission in new york I tried to jump the 
map to get onto the ocean and try to drive round. 
but eventually it just locks up when you try and go round. 
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save 
the continue option had gone and it was 
Cheeky beggar! 


CLC, 


ll. In the presumably very last 
little wall at the top of the 
It worked as well, 
You get a 


better view of the statue of liberty though, quite small isn't it! 


> GTA handles 
> technique. 


unfortunately it means you can't go 


its replays in the same fashion - it's a pretty common 
"back' in a replay - only 


> pause or forward. 


David Johnston 
—-MESSAGE FILE 5554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04278 


—-MESSAGE FILE 5555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004279 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: #include <stdio.h>\int main(int argc, char **argv) í return puts ("hello wor 
ld"); } 

Date: Mon, 5 Jul 1999 23:39:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <71lrc2h$i9a4@chuka.playstation.co.uk> 

References: <716bcq$11111@chuka.playstation.co.uk> <716bfu$11112@chuka.playstation.c 
o.uk> <slrn7ndknk.h4k.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 212.49.233.209 


X-Priority: 3 


X-MSMail-Priority: Normal 


X-Newsreader: 


Microsoft Outlook Express 5.00.2314.1300 


X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4279 scee.yaroze.profile: 
176 

Well, if you're gonna be picky... 

Olly 


—-MESSAGE FILE 5555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04279 


—-MESSAGE FILE 5556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004280 
Path: 


chuka.playstation.co.uk!news 


From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TA-kingdoms the real let down was Re: Outcast the letdown 

Date: Tue, 6 Jul 1999 18:06:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <71ltdd0Si9a5@chuka.playstation.co.uk> 

References: <377A5A6D.650CB269@which.net> <71nb00S$k0221@chuka.playstation.co.uk> 


NNTP-Posting-Host: 


X-Newsreader: 


212.49.231.229 


Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I would like to point out for anyone else interested in TA kingdoms that 
they have managed to quarter the speed of the game with the beafed up 
graphics, there isn't very many units to muck around with and the game is 
generally guff.. stick with TA + all the internet unit packs. I mean ona 


two PC LAN both running well above the recommended box specs the game pauses 


for about one second every ten.. and thats not including the occasional 


message on the client saying waiting for other player ?? never ever had this 
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trouble with TA (which is great and 15 quid - go buy it ;-) ) 


Have you had any probs with it Ed ? 


Pete. 


Ed Fear wrote in message <71nb00$ko0221@chuka.playstation.co.uk>... 
>One of my friends has it and he said it was a bit buggy but generally 
>excellent. I'm waiting a while to see if I'll buy it... However, TA 
>Kingdoms and Dungeon Keeper 2 are higher in ~my~ list! 

> 

Հեզ :) 

> 

> 

> 


—-MESSAGE FILE 5556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04280 


—-MESSAGE FILE 5557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004281 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Sony 32" widescreen 

Date: Tue, 6 Jul 1999 18:14:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <71ltdth$Si9a6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.231.229 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


has anyone with a Sony TV (or any TV) ever seen 3 or 4 horizontal pixel 
lines drift left by about 1-2 pixels ? it is only visible when there is some 
sort of light background say a window with vertical blinds on it. I just ask 
because the sony approved engineer stuck his test doobrie in the back and 
said there were no faults. 

The lines are all in the top half of the screen and are separated by various 
distances, there isn't any other big things around that could cause 
interference. 


cheers 


Pete. 


—-MESSAGE FILE 5557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04281 


—-MESSAGE FILE 5558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004282 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Tue, 6 Jul 1999 18:44:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <71tflcSi9a7@chuka.playstation.co.uk> 

References: <377A5A6D.650CB269@which.net> <71lnb00$ko0221@chuka.playstation.co.uk> <71 
tdd0$i9a5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-124.name8.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I took Driver back recently because I thought it was a bit scruffy (and 
generally didn't hold my interest). I changed it for Dungeon Keeper 2 which 
is almost EXACTLY the same as the first one, but the graphics will make your 
draw drop, they are superb. Hell, so what if it's almost identical? That's 
no bad thing! 


I've heard a lot about this TA : Kingdoms slowdown and so am choosing not to 


buy it - it's about time I stopped buying games and saved up for a Voodoo 
Sess 

Oh, soon I will be posting a link to a review of Driver that I am currently 
doing for Console Domain. Should be up sometime soon! 

Ed :) 


—-MESSAGE FILE 5558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04282 


—-MESSAGE FILE 5559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004283 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Outcast the letdown 

Date: Tue, 06 Jul 1999 19:46:20 +0100 

Organization: Max Studios 

Lines: 42 
Message-ID: <37824EFB.DBB2B840@which.net> 

References: <377A5A6D.650CB269@which.net> 
NNTP-Posting-Host: p30-honeycatcher-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" A77571250E2EBACAB521EEC2" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
A77571250E2EBACAB521EEC2 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


After several hours intense play I have come to the conclusion that 
Outcast is not as much a let down as I originally thought. It is however 
repetiteve, talk to him go to her get this take it back, talk to 

Hims 2. 72 esa yada, yada, yada. 


Driver is brilliant though. I can't find anything wrong with it at all, I 
think it's amazing! 


V-Rally is incredibly unrealistic and is not a patch on Colin McRae 
Rally. 


Andrew Murray wrote: 


> Whomever thinks outcast is a letdown reply to this messsage. Graphics 
> are understandibly medicore and bugs are in the bucketload. 


A77571250E2EBACAB521EEC2 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
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x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


A77571250E2EBACAB521EEC2-—- 


—-MESSAGE FILE 5559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04283 


—-MESSAGE FILE 5560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004284 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Tue, 06 Jul 1999 19:49:02 +0100 

Organization: Max Studios 

Lines: 70 

Message-ID: <37824F9E. 6DF7C4F7@which.net> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <Olbec526$b1657cc0S$0a3ddec2@sonia 
> <7lkucq$ko216@chuka.playstation.co.uk> 

NNTP-Posting-Host: p30-honeycatcher-gui.tch.which.net 


Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" FDE486D65C819F4CC81C30ED" 


X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
FDE486D65C819F4CC81C30ED 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Al the comments below are reinforced my my influence, if I have any on the Net 
Yaroze newsgroups. 


Rad wrote: 


I've only had Driver lock up on me once (and that was after I just completed 
a mission - doh!). 

Although I think the games great, there are a few little things that piss me 
off about it: 


1. Having to keep entering a new name each time you save. 

2. The way the game reads each block on both memory cards before and AFTER 
you save your game. 

3. The fact that it doesn't save your option settings. 

4. Not being able to rewind frame by frame in the film director. 

5. The story usually leaves you wondering what exactly's going on (or is 
that just me?) 

6. some other things I can't remember now. 


And the FMV's aren't exactly breath taking, and some of the voices are just 
plain crap. 

It does make me wonder how many corners they cut to get the game out the 
door, but then with GT (Interactive) breathing down their back I can't 
really blame them! 


Anyway enough whinging, does anybody know if you can cut parts out of a 
replay when in film director or do you have to stick with the while whole 
thing? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Miles Buzzing wrote in message <0lbec526Sb1657cc0S$0a3ddec2@sonia>... 
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> >Talking of Driver. It's a great game but my version seems to have suffered 
> >some Friday afternoon QC? To date, it has locked up three times in 

> >mid-game; I've become stuck inside(!) a building; and I often get a sort of 
> >re-draw ghosting effect over sections of the screen. Thank god it didn't 

> >come out it May! 

>> 

> >- Miles 

>> 

>> 


FDE486D65C819F4CC81C30ED 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


FDE486D65C81 9F4CC81C30ED-— 


—-MESSAGE FILE 5560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04284 


-—-MESSAGE FILE 5561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004285 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Tue, 06 Jul 1999 19:58:29 +0100 

Organization: Max Studios 

Lines: 56 

Message-ID: <378251D5. 984BF434@which.net> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <01lbec526$b1657cc0S0a3ddec2@sonia 
> <7lkucq$ko216@chuka.playstation.co.uk> <7llrva$ko219@chuka.playstation.co.uk> 
NNTP-Posting-Host: p30-honeycatcher-gui.tch.which.net 


Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" BE9C963A1C50F139D3A47EBO" 


X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
BE9C963A1C50F139D3A47EBO 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I noticed an interesting glitch in Driver: 


When you are behind a car or see a car nearby in your view, when the frame rate 
drops look closely and you will see the car being substituted for an even lower 
polygon box car, you know the one that appears on the horizon in the distance to 
save the frame rate. It flickers back and forth. Police cars are very dumb and 
you'd wonder if all the drivers on the road had heard of "MIRROR, SIGNAL, 
MANOEUVRE" as they blatantly colide with you when they cross the junctions. 


Olly Read wrote: 


> Driver... 
> 


> I've been playing this game every day for a week now, and I have to admit it 
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VVVVVVVVVVV VV VV 


has never crashed on me (yet...) 


However, I don't know whether I'm imagining things or not, but the game 
readily seems to drop frames, especially when there are more than a couple 
of police cars chasing you. In my mind this is the ultimate sin - a driving 
game needs to keep the speed up above everything else. It is easy enough to 
compensate for dropped frames by moving everything twice as far as normal, 
but Driver does not seem to do this and you get a noticeable drop in the 
car's speed. 


This suggests to me either slack programming (hopefully not, as the game 
overall is excellent), or lack of testing possibly due to release date 
pressures... 


Olly 


Շ 


Շ 
Շ 
Շ 


Ե 
n 
x 
° 


BE9C963A1C50F139D3A47EBO 
ontent-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 

ontent-Transfer-Encoding: 7bit 
ontent—Description: Card for Andrew Murray 
ontent-—Disposition: attachment; 
filename="mad.max.vcf" 


egin:vcard 

:Murray; Andrew 
—mozilla-html:FALSE 
rg:Max Studios 


version:2.1 


e 
È 
f 
e 


mail;internet:mad.max@which.net 
itle:Mr 

n:Andrew Murray 

nd:vcard 


BE9C963A1C50F139D3A47EB0-- 


3571 


--MESSAGE FILE 5561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


0 


4285 


—-MESSAGE FILE 5562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0 
P 
E 
N 
S 
D 
O 
L 


004286 

ath: chuka.playstation.co.uk!news 

rom: Andrew Murray <mad.max@which.net> 
ewsgroups: scee.yaroze.freetalk.english 
ubject: Re: Driver / V-Rally 2 

ate: Tue, 06 Jul 1999 20:00:23 +0100 
rganization: Max Studios 

ines: 60 


Message-ID: <37825247.D16BFD6F@which.net> 


References: 


<7ljbt8$ko215@chuka.playstation.co.uk> <01lbec526$b1657cc0S0a3ddec2@sonia 


> <7lkucq$ko216@chuka.playstation.co.uk> <37806717.5FF89CDB@dma-design.com> <37809B2 


B 
N 


.6B16@dcs.gla.ac.uk> 
NTP-Posting-Host: p30-honeycatcher-gui.tch.which.net 


Mime-Version: 1.0 


Շ 


X 
X 


T 


ontent-Type: multipart/mixed; 

boundary=" CCB456A0970B9C721E101635" 
—-Mailer: Mozilla 4.5 [en] (Win95; 1) 
-Accept-Language: en 


his is a multi-part message in MIME format. 


C 
C 


H 
D 
> 


> 
> 


CCB456A0970B9C721E101635 
ontent-Type: text/plain; charset=us-ascii 
ontent-Transfer-Encoding: 7bit 


ey that happened to me as well! 
avid T Johnston wrote: 
Brian Baird wrote: 


> 
> As far as I'm aware, Driver uses the 'classic' method of saving your 
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keypresses from when you play the game, and then 'replaying' them back 

to get the replay movie. People have complained that their replay isn't 
the same as the 'original' - this is a symptom of the game not /quite/ 

behaving properly & deterministically ;) 


VV V V 


I had that problem when I completed one of the early missions. It was 
actually the first time I tried the director option and I tried fast 
forwarding to get a Dit more into the action. At one point when [I 
stopped it the view didn't seem familiar, I played the replay and 
discovered that this time round I'd crashed into a wall!?! 


When I went back to the screen with the options to continue, save 
replay, film director etc, etc, the continue option had gone and it was 
asking if I wanted to try again. Cheeky beggar! 


I also got stuck inside a building as well. In the presumably very last 
mission in new york I tried to jump the little wall at the top of the 
map to get onto the ocean and try to drive round. It worked as well, 
but eventually it just locks up when you try and go round. You get a 
better view of the statue of liberty though, quite small isn't it! 


> GTA handles its replays in the same fashion - it's a pretty common 
> technique. unfortunately it means you can't go 'back' in a replay - only 
> pause or forward. 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


David Johnston 


CCB456A0970B9C721E101635 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


CCB456A0970B9C721E101635-- 


—-MESSAGE FILE 5562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04286 


—-MESSAGE FILE 5563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004287 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Tue, 6 Jul 1999 22:30:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <71ltslbSi9a8@chuka.playstation.co.uk> 

References: <71jbt8$ko215@chuka.playstation.co.uk> <01lbec526$b1657cc0S0a3ddec2@sonia 
> <7lkucq$ko216@chuka.playstation.co.uk> <7llrva$ko219@chuka.playstation.co.uk> <378 
251D5. 984BF434@which.net> 

NNTP-Posting-Host: th-gt144-241.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> save the frame rate. It flickers back and forth. Police cars are very dumb 
and 
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> you'd wonder if all the drivers on the road had heard of "MIRROR, SIGNAL, 
> MANOEUVRE" as they blatantly colide with you when they cross the 
junctions. 


I agree, some of the driving in 'DRIVER'! is extremely bad, some how, no-one 
notices you flying at them head on, which is a pain when you're not looking 
where you're going, but at the poxy little map which is flashing red and 
blue. I do like it when the police cars try to ram you head on, and you just 
flick the car past them! lol 

Oh and the police road blocks: "Lets cover both lanes on the 'dual 
carriageway' style road, but leave the central preservation open which is 
easily wide enough to fit 2 cars through! 

I could go on all night, but I can't be bothered... 


Rikki 


—-MESSAGE FILE 5563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04287 


—-MESSAGE FILE 5564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004288 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Wed, 7 Jul 1999 10:14:08 -0700 

Organization: SCEA News Server 

Lines: 39 

Message-ID: <7m020kS$e691@scea> 

References: <377A5A6D.650CB269@which.net> <71lnb00$ko0221@chuka.playstation.co.uk> <71 
tdd0$i9a5@chuka.playstation.co.uk> 

NNTP-Posting-Host: tide77.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


My copy of TA: Kingdoms did this for me too... I upgraded to the latest 
drivers for my 3D card (Viper 550) and all the problems went away. I run at 
1024x768 with all the options on and it's smooth as silk. Even 
multi-player. 


-Steve 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 

news: 71tdd0$i9a5@chuka.playstation.co.uk... 

> I would like to point out for anyone else interested in TA kingdoms that 
> they have managed to quarter the speed of the game with the beafed up 

> graphics, there isn't very many units to muck around with and the game is 
> generally guff.. stick with TA + all the internet unit packs. I mean on a 
> two PC LAN both running well above the recommended box specs the game 
pauses 

> for about one second every ten.. and thats not including the occasional 

> message on the client saying waiting for other player ?? never ever had 
this 

> trouble with TA (which is great and 15 quid - go buy it ;-) ) 


Have you had any probs with it Ed ? 


Pete. 


Ed Fear wrote in message <71lnb00$k0221@chuka.playstation.co.uk>... 
>One of my friends has it and he said it was a bit buggy but generally 
>excellent. I'm waiting a while to see if I'll buy it... However, TA 
>Kingdoms and Dungeon Keeper 2 are higher in ~my~ list! 

> 

>Ed :) 

> 

> 


VVVVVVVVVVV VV VV 
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—-MESSAGE FILE 5564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04288 


-—-MESSAGE FILE 5565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004289 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Driver review - Console Domain 

Date: Wed, 7 Jul 1999 19:43:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7m06rcSdq82@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-211.name47.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey everybody! 


I recently reviewed Driver for Console Domain, so see it at this URL and 
tell me what you think (it's BOUND to be contraversial) 


http: //www.consoledomain.co.uk/psx/reviews/Driver-html 
Cheers! 


Ed 


—-MESSAGE FILE 5565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04289 


—-MESSAGE FILE 5566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004290 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver review - Console Domain 

Date: Wed, 7 Jul 1999 21:08:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7m0bveSdq83@chuka.playstation.co.uk> 
References: <7m06rcSdq82@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.230.15 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Far from being controversial, I think you've got it just about spot on! It's 
a good review, but I will just add that I think the slowdown / frame 
dropping gets really annoying after a while, as it obviously occurs when all 
the action does. It may give you extra time to react to 5 cop cars bearing 
down on you - but as I've said before driving games are ALL about speed, so 
you don't get quite the same rush as you should do when you dodge the cop 
cars cleanly whilst going sideways round a corner on full opposite lock... 


Olly 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 

news: 7m06rcS$dq82@chuka.playstation.co.uk... 

> Hey everybody! 

> 

> I recently reviewed Driver for Console Domain, so see it at this URL and 
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> tell me what you think (it's BOUND to be contraversial) 
> 

> http://www.consoledomain.co.uk/psx/reviews/Driver.html 
> 

> Cheers! 

> 

> Ed 

> 

> 


—-MESSAGE FILE 5566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04290 


—-MESSAGE FILE 5567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004291 

Path: chuka.playstation.co.uk!news 

From: Alan Marshall <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Wed, 07 Jul 1999 01:58:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3782A645.903D6799@breathemail.net> 

References: <377A5A6D.650CB269@which.net> <71lnb00$ko221@chuka.playstation.co.uk> <71 
tdd0$i9a5@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem_32_217_176_194.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en, ja 


Peter Dollochan wrote: 


I would like to point out for anyone else interested in TA kingdoms that 
they have managed to quarter the speed of the game with the beafed up 
graphics, there isn't very many units to muck around with and the game is 
generally guff.. stick with TA + all the internet unit packs. I mean ona 
two PC LAN both running well above the recommended box specs the game pauses 
for about one second every ten.. and thats not including the occasional 
message on the client saying waiting for other player ?? never ever had this 
trouble with TA (which is great and 15 quid - go buy it ;-) ) 


VVVVVVV VV 


That was my first game purchase to go with my PC, and I since I finished 
it I though I'd wait for Kingdoms and get that. So would I be better of 
buying Core Contingency and the other expansion thing than Kingdoms 
then? 


Ed Fear wrote: 
- it's about time I stopped buying games and saved up for a Voodoo 


Eee eee 

> 

> Oh, soon I will be posting a link to a review of Driver that I am currently 
> doing for Console Domain. Should be up sometime soon! 


>From what I've read V3s are a major disappointment and TNT2s Ultras seem 
to shit all over them from a great height. You can even get wrappers by 
Creative for their TNT2 card to play GLIDE games. I'm not sure exactly 
when TNT2s are out here though, since I've seen internet mail order 
companies advertising them in their price lists, but I don't think 
any-one has them in stock. 


As for Driver, i really can't get the hang of steering in this game, is 
it just me, or does it take a while to get used to, 'cos at the mo, i 
really can't see what the fuss is all about! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 
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-—-MESSAGE FILE 5567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04291 


—-MESSAGE FILE 5568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004292 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Thu, 8 Jul 1999 14:26:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7m28ksSdq85@chuka.playstation.co.uk> 

References: <377A5A6D.650CB269@which.net> <71lnb00$ko221@chuka.playstation.co.uk> <71 
tdd0Si9a5@chuka.playstation.co.uk> <3782A645.903D6799@breathemail.net> 
NNTP-Posting-Host: modem-104.name71.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I *would* buy a TNT2 but I don't have an AGP slot - if they make an un-AGP 
version (unlikely) then i'd get one. Damn AGP!!!! 


Ed :) 


P.S Actually AGP is superb because it makes data being sent from memory to 
the video card MUCH faster and so is brilliant for when you run out of video 
memory. 


—-MESSAGE FILE 5568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04292 


—-MESSAGE FILE 5569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004293 

Path: chuka.playstation.co.uk!news 

From: "Carl" <noa@knoware.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony 32" widescreen 

Date: Fri, 09 Jul 1999 01:33:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7m3c32Sdq88@chuka.playstation.co.uk> 

References: <7ltdth$i9a6@chuka.playstation.co.uk> 

NNTP-Posting-Host: dynaisdn-44.knoware.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Get rid of that sony I had one and it was a endless headache I swaped it for 
a panasonic 4:3 Stereo and amoung other things a s-video imput on problems 
since. 

I have even seen the little widescreens in shops on display hooked up to 
PS/N64 with bugs in their screens. That technology is not ready yet. 


In article <71ltdth$i9a6@chuka.playstation.co.uk>, "Peter Dollochan" 
<Peter.Dollochan@btinternet.com> wrote: 


Hi all, 


has anyone with a Sony TV (or any TV) ever seen 3 or 4 horizontal pixel 
lines drift left by about 1-2 pixels ? it is only visible when there is some 
sort of light background say a window with vertical blinds on it. I just ask 
because the sony approved engineer stuck his test doobrie in the back and 
said there were no faults. 

The lines are all in the top half of the screen and are separated by various 


VVVVVVVV 


Net Yaroze newsgroups message dump.txt Page 3577 


distances, there isn't any other big things around that could cause 
interference. 


cheers 


Pete. 


VVVVVVV VV 


—-MESSAGE FILE 5569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04293 


—-MESSAGE FILE 5570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004294 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Fri, 09 Jul 1999 00:31:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <378534BB. 35FEFAC4@breathemail.net> 

References: <377A5A6D.650CB269@which.net> <71lnb00$ko221@chuka.playstation.co.uk> <71 
tdd0$i9a5@chuka.playstation.co.uk> <3782A645.903D6799@breathemail.net> <7m28ks$dq85@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-209-175.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en, ja 


Ed Fear wrote: 


I *would* buy a TNT2 but I don't have an AGP slot - if they make an un-AGP 
version (unlikely) then i'd get one. Damn AGP!!!! 


P.S Actually AGP is superb because it makes data being sent from memory to 
the video card MUCH faster and so is brilliant for when you run out of video 
memory. 


VVVVVVVVV 
Gl 
Զ. 


That was the same reason a friend օք mine had to get a Voodoo 3. I also 
read that v3s are better on "slower" processors than TNT2s 'cos TNT2s 
are a bit processor dependent. 


I think TNT2s will only be 2x and now 4x AGP. 
I've got a regular TNT, so I'm gonna wait for Voodoo4 or TNT3 i think 
before I upgrade. (excluding Dreamcast in September ;) ) 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
-—-MESSAGE FILE 5570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04294 


—-MESSAGE FILE 5571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004295 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Fri, 9 Jul 1999 15:25:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 
Message-ID: <7m514q$dq810@chuka.playstation.co.uk> 

References: <377A5A6D.650CB269@which.net> <71nb00$ko0221@chuka.playstation.co.uk> <71 
tdd0$i9a5@chuka.playstation.co.uk> <7m020kSe691@scea> 

NNTP-Posting-Host: 212.225.18.160 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hmm I have a TNT2 card so obviously it'll be using dodgy drivers :( in fact 
I recently went back to the drivers I got with the card instead of the new 
ones because 

a) several games crashed 

and 

b) it started overheating ... (yup it was slightly overclocked) 


no doubt the game will get a second chance at a later date especially if its 
a driver thing although I'm very sceptical when general advice from games 
companies is true (upgrade to the latest drivers ;-) 


Pete. 


Steve Spiller wrote in message <7m020kSe691@scea>... 


>My copy of TA: Kingdoms did this for me too... I upgraded to the latest 
>drivers for my 3D card (Viper 550) and all the problems went away. I run 
at 


>1024x768 with all the options on and it's smooth as silk. Even 
>multi-player. 
> 
>-Steve 
> 
>Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 
>news: 71tdd0$i9a5@chuka.playstation.co.uk... 
>> I would like to point out for anyone else interested in TA kingdoms that 
>> they have managed to quarter the speed of the game with the beafed up 
>> graphics, there isn't very many units to muck around with and the game is 
>> generally guff.. stick with TA + all the internet unit packs. I mean on a 
>> two PC LAN both running well above the recommended box specs the game 
>pauses 
>> for about one second every ten.. and thats not including the occasional 
>> message on the client saying waiting for other player ?? never ever had 
>this 
>> trouble with TA (which is great and 15 quid - go buy it ;-) ) 
>> 
>> 
>> Have you had any probs with it Ed ? 
>> 
>> 
>> Pete. 
>> 
>> Ed Fear wrote in message <71lnb00S$ko0221@chuka.playstation.co.uk>... 
>> >One of my friends has it and he said it was a bit buggy but generally 
>> >excellent. I'm waiting a while to see if I'll buy it... However, TA 
>> >Kingdoms and Dungeon Keeper 2 are higher in ~my~ list! 
>> > 
>> >Ed :) 
> 
> 
> 


--MESSAGE FILE 5571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04295 


—-MESSAGE FILE 5572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004296 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TA-kingdoms the real let down was : Re: Outcast the letdown 

Date: Fri, 9 Jul 1999 19:25:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 74 

Message-ID: <7m5ehs$dq811@chuka.playstation.co.uk> 

References: <377A5A6D.650CB269@which.net> <71lnb00$ko0221@chuka.playstation.co.uk> <71 
tdd0$i9a5@chuka.playstation.co.uk> <7m020kS$e691@scea> <7m514q$dq810@chuka.playstatio 
n.co.uk> 
NNTP-Posting-Host: modem-—41.name13.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Whenever a company says 'Hmmm.. check you drivers' it is a way of saying 
"we haven't got a clue'. 


Ed :) 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 

news: 7m514q$dq810@chuka.playstation.co.uk... 

> Hmm Լ have a TNT2 card so obviously it'll be using dodgy drivers :( in 
fact 

> I recently went back to the drivers I got with the card instead of the new 
ones because 

a) several games crashed 

and 

b) it started overheating ... (yup it was slightly overclocked) 


no doubt the game will get a second chance at a later date especially if 
its 


HV VV VV Vv 


>Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 

>news: 71tdd0$i9a5@chuka.playstation.co.uk... 

>> I would like to point out for anyone else interested in TA kingdoms 
that 

> >> they have managed to quarter the speed of the game with the beafed up 
> >> graphics, there isn't very many units to muck around with and the game 


> a driver thing although I'm very sceptical when general advice from games 
> companies is true (upgrade to the latest drivers ;-) 

> 

> 

> Pete. 

> 

> 

> Steve Spiller wrote in message <7m020kSe691@scea>... 

> >My copy of TA: Kingdoms did this for me too... I upgraded to the latest 
> >drivers for my 3D card (Viper 550) and all the problems went away. I run 
> at 

> >1024x768 with all the options on and it's smooth as silk. Even 

> >multi-player. 

>> 

> >-Steve 

>> 

> 

> 


v 


> >> generally guff.. stick with TA + all the internet unit packs. I mean on 
a 

> >> two PC LAN both running well above the recommended box specs the game 

> >pauses 

> >> for about one second every ten.. and thats not including the occasional 
> >> message on the client saying waiting for other player ?? never ever had 
> >this 

> >> trouble with TA (which is great and 15 quid - go buy it ;-) ) 

> >> 

> >> 

> >> Have you had any probs with it Ed ? 

> >> 

> >> 

> >> Pete. 

> >> 

> >> Ed Fear wrote in message <7lnb00$ko221@chuka.playstation.co.uk>... 

> >> >One of my friends has it and he said it was a bit buggy but generally 
> >> >excellent. I'm waiting a while to see if I'll buy it... However, TA 
> >> >Kingdoms and Dungeon Keeper 2 are higher in ~my~ list! 


v 


>> > 
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>> 
>> 
>> 


Ed :) 


V UN S: S 


VVVVVVVV VV 


—-MESSAGE FILE 5572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04296 


—-MESSAGE FILE 5573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004297 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: All gone a bit quiet 

Date: Sat, 10 Jul 1999 22:32:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7m8dtp$dq819@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-92-143.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Heya, 
Too true, ain't it? 
Lets start some really contraversial thread... 


Ed :) 


—-MESSAGE FILE 5573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04297 


-—-MESSAGE FILE 5574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004298 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 11 Jul 1999 01:05:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7m8mv4Sdq821@chuka.playstation.co.uk> 
References: <7m8dtp$dq819@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.232.216 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Now there's a challenge! If this doesn't produce a response, then I'm the 
pope. 


Hands up all you mugs who are still PAYING for their internet connections. 


I get mine totally free (no call charges) evenings & weekends. Anybody else 
on the same system? (far be it from me to advertise...) Yes, the service 
ain't that good, but since you're not paying for it, who cares? And to top 
that, ALL my phone calls are 10% cheaper then BT. 

I used to be on freeserve (hey Ed), which is now an excellent service, but 
of course the phone bills kept mounting up. I wonder if anybody is still 
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paying subscription charges too? 


Olly 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 
news: 7m8dtp$dq819@chuka.playstation.co.uk... 


> Heya, 

> 

> Too true, ain't it? 

> 

> Lets start some really 
> 

> Ed :) 

> 

> 


--MESSAGE FILE 5574 END: 
04298 


contraversial thread... 


net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


—-MESSAGE FILE 5575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004299 


Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6é@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: All gone a bit quiet 

Date: Sun, 11 Jul 1999 02:20:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 31 


Message-ID: <7m8sufSdq822@chuka.playstation.co.uk> 
References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 


o.uk> 


NNTP-Posting-Host: pl137-penguin-gui.tch.virgin.net 


X-Priority: 3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Seen as you're not the pope here's a response, 


Maybe you could share the name of this magical service so others could 
profit from this apparent free internet time. ;0) 


Scott Ward 


My hand is well and truelly UP. :o( 


Olly Read <oliver3@mdx.ac.uk> wrote in message 
news: 7m8mv4$dq821@chuka.playstation.co.uk... 
> Now there's a challenge! If this doesn't produce a response, then I'm the 


--MESSAGE FILE 5575 END: 
04299 


> pope. 

> 

> Hands up all you mugs who are still PAYING for their internet connections. 
> 

> I get mine totally free (no call charges) evenings & weekends. Anybody 
else 

> on the same system? (far be it from me to advertise...) Yes, the service 

> ain't that good, but since you're not paying for it, who cares? And to top 
> that, ALL my phone calls are 10% cheaper then BT. 

> I used to be on freeserve (hey Ed), which is now an excellent service, but 
> of course the phone bills kept mounting up. I wonder if anybody is still 

> paying subscription charges too? 

> 

> Olly 


net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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-—-MESSAGE FILE 5576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004300 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 11 Jul 1999 10:11:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 
Message-ID: <7m9ndeStivl@chuka.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <7m8suf$dq822@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.49.231.105 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well..... The service will really make you SCREAM .. took 30 redials for me 
to get on this morning and if you miss the 5mins to 6 thang at nights you 
just dont get on till like lpm ... yup its free but if you cant use it whats 
the point .. at the moment I suggest using either BTfree or F9 premier both 
0800 access over the weekend at a cost of 11.75 (BT) 9.95 (F9) monthly. Much 
better service as well although F9 think its necessary to CHANGE?? the 0800 
number every week and BT kicks you every 2 hours regardless of modem 
activity.... actually I think it depends more on the number of peeps using 
the service my mates have been on for 6-7 hours before getting kicked. While 
I'm pointing out something about BT, F9 are gits when you want to cancel the 
service so check it all out before signing up :) 


Pete. 


Scott Ward wrote in message <7m8sufS$dq822@chuka.playstation.co.uk>... 

>Seen as you're not the pope here's a response, 

> 

>Maybe you could share the name of this magical service so others could 
>profit from this apparent free internet time. ;0) 

> 

>Scott Ward 

> 

>My hand is well and truelly ՍՔ. :օ( 

> 

> 

> 

>Olly Read <oliver3@mdx.ac.uk> wrote in message 

>news: 7m8mv4Sdq821@chuka.playstation.co.uk... 

>> Now there's a challenge! If this doesn't produce a response, then I'm the 
>> pope. 

>> 

>> Hands up all you mugs who are still PAYING for their internet 
connections. 

>> 

>> I get mine totally free (no call charges) evenings & weekends. Anybody 
>else 

>> on the same system? (far be it from me to advertise...) Yes, the service 
>> ain't that good, but since you're not paying for it, who cares? And to 
top 

>> that, ALL my phone calls are 10% cheaper then BT. 

>> I used to be on freeserve (hey Ed), which is now an excellent service, 
but 
>> of course the phone bills kept mounting up. I wonder if anybody is still 
>> paying subscription charges too? 

>> 

>> Olly 

> 

> 

> 


—-MESSAGE FILE 5576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04300 
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-—-MESSAGE FILE 5577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004301 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 11 Jul 1999 11:40:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <7m9rrnStiv2@chuka.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <7m8sufS$dq822@chuka.playstation.co.uk> <7m9ndeStlvl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.166.143.52 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 
Personally, I've been using DABSOL for my internet connection. Sign-up is 
free, but you still have to pay local call charges. I consistently get a 


good fast connection and have had no problems at all - well except that 
e-mails seem to be a bit iffy for the first 48 hours after singing up. You 
can sing-up on line at www.dabsol.co.uk. The service is offered by Dabs 
Direct (www.dabs.co.uk) who I order most of my computer bits and pieces from 
and in general I'm very impressed with the company. 


I know this sounds like an advertisement, but I have no connection with this 
company other than the fact that I'm a very satisfied customer. 


Herbs 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 
news: 7m9ndeStlvl@chuka.playstation.co.uk... 


> Well..... The service will really make you SCREAM .. took 30 redials for 
me 

> to get on this morning and if you miss the 5mins to 6 thang at nights you 
> just dont get on till like lpm ... yup its free but if you cant use it 
whats 

> the point .. at the moment I suggest using either BTfree or F9 premier 
both 


> 0800 access over the weekend at a cost of 11.75 (BT) 9.95 (F9) monthly. 
Much 

> better service as well although F9 think its necessary to CHANGE?? the 
0800 

> number every week and BT kicks you every 2 hours regardless of modem 

> activity.... actually I think it depends more on the number of peeps using 
> the service my mates have been on for 6-7 hours before getting kicked. 
While 

> I'm pointing out something about BT, F9 are gits when you want to cancel 
the 

service so check it all out before signing up :) 


v 


Pete. 


Scott Ward wrote in message <7m8suf$dq822@chuka.playstation.co.uk>... 
>Seen as you're not the pope here's a response, 

> 

>Maybe you could share the name of this magical service so others could 
>profit from this apparent free internet time. ;0) 

> 

>Scott Ward 

> 

>My hand is well and truelly ՍՔ. :օ( 

> 

> 


VVVVVVVVVVVVVV VV 
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>> 

> >Olly Read <oliver3@mdx.ac.uk> wrote in message 

> >news: 7m8mv4Sdq821@chuka.playstation.co.uk... 

> >> Now there's a challenge! If this doesn't produce a response, then I'm 
the 


v 
v 
v 
go) 
O 
Ծ 
O 


>> Hands up all you mugs who are still PAYING for their internet 
connections. 

>> 

>> I get mine totally free (no call charges) evenings & weekends. Anybody 
>else 

>> on the same system? (far be it from me to advertise...) Yes, the 
ervice 

>> ain't that good, but since you're not paying for it, who cares? And to 
top 

>> that, ALL my phone calls are 10% cheaper then BT. 

>> I used to be on freeserve (hey Ed), which is now an excellent service, 
but 
>> of course the phone bills kept mounting ub. I wonder if anybody is 
till 

>> paying subscription charges too? 

>> 

>> Olly 

> 

> 

> 


VVVVVVVVDaVVVVVVDVV NV V NV NV V 


--MESSAGE FILE 5577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04301 


—-MESSAGE FILE 5578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004302 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 11 Jul 1999 11:49:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7m9sbqStiv3@chuka.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <7m8sufSdq822@chuka.playstation.co.uk> <7m9ndeStlivl@chuka.playstation.co.uk> < 
Tm9rrn$tlv2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.166.143.52 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


You can sign up too, if you're not a good singer. :) 


—-MESSAGE FILE 5578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04302 


—-MESSAGE FILE 5579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004303 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 11 Jul 1999 12:53:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 114 

Message-ID: <7ma0faStiv4@chuka.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <7m8sufSdq822@chuka.playstation.co.uk> <7m9ndeStlvl@chuka.playstation.co.uk> 
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NNTP-Posting-Host: 212.49.232.56 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ah, there is life out there! Apologies for the original message, but I was 
deliberately being provocative. 


For those who don't know what I'm talking about, it is screaming.net. Yes, 
the service is completely free - but that is about it's only good point! So 
here is a list of all the bad points: 


- You have to transfer your phone connection from BT to a company called 
LocalTel. They use the same equipment as BT, so no hardware needs changing. 
The line rental charges are the same, and the standard call charges are 
guaranteed 10% cheaper than BT. BUT, it took them (BT) nearly FIVE weeks to 
transfer my phone account, allegedly due to overwhelming demand. And, when 
it finally was transfered, I discover that I'm being charged line rental 
from BOTH BT and LocalTel for the same period! But can I get through to 
LocalTel customer services? - can I £***, 


- As Peter Dollochan rightly says, actually getting connected to the service 


is a marathon effort - one night it took me 93 redials! However, just now it 
only took 5 redials - so you have to try and guess when everybody else is 
not using the service (ie. when it's 90F and hot and sunny). I have to 


admit, if I just need to read my mail without faffing about for an hour 
trying to dial up, then I still use the freeserve connection, at a cost of 
5p a time. 


- Even once you are connected, it is usually mind-bendingly slow. The 
connection speed is the same as freeserve (44000 in my case), but the 
bandwidth is so low that it takes forever just to load a web page with a few 
graphics. Apparantly, this is due to screaming.net not having cache servers 
to speed things along (unlike freeserve), although they keep promising to 
upgrade their systems. 


— The email system is a pile of poo. You may be able to access it maybe one 
time in three - usually it seems to have problems logging in, and even they 
admit that the servers are far too slow. As you may notice, I'm still using 
my Middlesex Uni mail server for my email - 100% reliable. 


To be fair, it is (so far) the only service to do this, so they were bound 
to have teething problems. Freeserve was in a similar state when I joined 
that last year, but now it's very good. And just look how many ISP's there 
are now offering no subscription charges - it'll only be a matter of time 
before a load of other companies follow screaming.net's lead. Meanwhile, my 
phone bills will hopefully reduce dramatically - the last one was 80% 
internet call charges! (sad git or what) 


Olly 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 
news: 7m9ndeStlivl@chuka.playstation.co.uk... 


> Well..... The service will really make you SCREAM .. took 30 redials for 
me 

> to get on this morning and if you miss the 5mins to 6 thang at nights you 
> just dont get on till like lpm ... yup its free but if you cant use it 
whats 

> the point .. at the moment I suggest using either BTfree or Բ9 premier 
both 


> 0800 access over the weekend at a cost of 11.75 (BT) 9.95 (F9) monthly. 
Much 

> better service as well although F9 think its necessary to CHANGE?? the 
0800 

> number every week and BT kicks you every 2 hours regardless of modem 

> activity.... actually I think it depends more on the number of peeps using 
> the service my mates have been on for 6-7 hours before getting kicked. 
While 

> I'm pointing out something about BT, F9 are gits when you want to cancel 
the 

> service so check it all out before signing up :) 


Net Yaroze newsgroups message dump.txt Page 3586 


Pete. 


Scott Ward wrote in message <7m8sufSdq822@chuka.playstation.co.uk>... 

>Seen as you're not the pope here's a response, 

> 

>Maybe you could share the name of this magical service so others could 

>profit from this apparent free internet time. ;0) 

> 

>Scott Ward 

> 

>My hand is well and truelly ՍՔ. :օ( 

> 

> 

> 

>Olly Read <oliver3@mdx.ac.uk> wrote in message 

>news: 7m8mv4S$dq821@chuka.playstation.co.uk... 

>> Now there's a challenge! If this doesn't produce a response, then I'm 
he 

>> pope. 

>> 

>> Hands up all you mugs who are still PAYING for their internet 

connections. 

>> 

>> I get mine totally free (no call charges) evenings & weekends. Anybody 

>else 


>> on the same system? (far be it from me to advertise...) Yes, the 
ervice 

>> ain't that good, but since you're not paying for it, who cares? And to 
top 


>> that, ALL my phone calls are 10% cheaper then BT. 

>> I used to be on freeserve (hey Ed), which is now an excellent service, 
but 
>> of course the phone bills kept mounting up. I wonder if anybody is 
till 

>> paying subscription charges too? 

>> 

>> Olly 

> 

> 

> 


VVVVVVVVQAVVVVV VOD VV VV VV VV EVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 5579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04303 


—-MESSAGE FILE 5580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004304 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Driver / V-Rally 2 

Date: Sun, 11 Jul 1999 14:11:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7maé6éffStlv5@chuka.playstation.co.uk> 

References: <71jbt8$ko0215@chuka.playstation.co.uk> <Olbec526$b1657cc0S$0a3ddec2@sonia 
> <7lkucgq$ko216@chuka.playstation.co.uk> <37824F9E. 6DF7C4F7@which.net> 
NNTP-Posting-Host: p54-raven-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi there, 


I've had a few bad experiences with my mate's copy of Driver (I sensibly 
plumped for buying SFA3 and was mightily impressed). On the last city, I 
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forget what it's called, if you drive the wrong way down the one way tunnel 
a cop will spot and ram you, pushing the car straight through the 


in it, 
tunnel 


wall 


and crashing the game. This happens /every/ time you play and is 


pretty poor, it must be said. 


I've al 


my replays, 
fairly spectacular crash once I met up with the other cars. Does anyone know 
if you can race head-to-head against a friend on a track built in the 
editor? I've only found an option to do it in time trial mode, whih means 
you can ram the other cars off the road :-( 


so seen that dodgy replay thing going on in V-Rally2. In one of 
I ended up driving the wrong way round the track, causing a 


I've also noticed a _really_ bad drop in frame rate on the night stages 
in V-Rally2 which make some of the courses virtually unplayable in Arcade 
mode. Boo! 


Tom 


Hiss! 


—-MESSAGE FILE 5580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04304 


—-MESSAGE FILE 5581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004305 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 
Newsgroups: 
Subject: Re 
Date: Mon, 

Organization: PlayStation Net Yaroze (SCEE) 


Lines: 


51 


Message-ID: 
References: 
o.uk> <7m8sufSdq822@chuka.playstation.co.uk> <7m9ndeStivl@chuka.playstation.co.uk> Հ 
Tma0faStiv4 
NNTP-Posting-Host: 194.176.208.58 
Mime-Version: 1.0 


եռ 


scee.yaroze.freetalk.english 
: All gone a bit quiet 
12 Jul 1999 01:41:54 +0100 


<378939D2.32ECA0FA@breathemail.net> 
<7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 


@chuka.playstation.co.uk> 


Content-Type: text/plain; charset=us-ascii 


եռ 


Content-Tra 
X-Mailer: M 
X-Accept-Language: en, ja 


nsfer-Encoding: 7bit 
ozilla 4.61 [en] (Win95; 1) 


> — You have to transfer your phone connection from BT to a company called 
> LocalTel. 


They use the same equipment as BT, so no hardware needs > changing. 


The thing is you can only transfer from BT, I'm on cable and wireless, 
so I can't change! But there's a new C&W scheme where for 6 quid a 
month, you get 12 hrs free internet time a month, I think 12 quid you 
get 30, and 
what the bloke on the phone said, is that you use your "free" time like 
mobile phone "free" time. i.e. your 12hrs can be more, afternoon, 
evening, we 
service is like 'cos I haven't connected to it yet. 


it goes up in similar increments. The good thing is from 


ekend, whatever, doesn't matter. I don't know what the 


I use breathe.net 'cos it has all the newsgroups i want, and I always (I 
shouldn't say this, bound to tempt fate) can get through first time any 
time, unlike freeserve ;) 


A friend of mine tried Screaming.net and said that the rare occasions he 
could connect, he couldn't even get any web pages to fully load, which 
pissed him off 'cos he had just go a new 56k modem, d'oh! 


from 
Local 


VVVVYV 


BOTH 
Tel 


guaranteed 10% cheaper than BT. BUT, it took them (BT) nearly FIVE weeks to 
transfer my phone account, allegedly due to overwhelming demand. And, when 
it finall 


y was transfered, I discover that I'm being charged line rental 
BT and LocalTel for the same period! But can I get through to 
customer services? - can I f£***, 


There's been lots of bad press recently about BT blaming Screaming, and 


them Ե 


lamin 


g BT for the unorganized transferring accounts lark. Some ppl 
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being left with no account on either etc. Oftel apparently were gettinga 


ridiculously large number of complaints. 


I think they said they had no idea demand would be so high so basically 
they didn't (don't have?) enough modems, 'cos the number of ppl tryng to 


enrolee would double each day. 


Funny thing is i remember reading before it started that they 
definite cap on the number of ppl who could join! 


When X-stream.net do their "free weekends" or "free-evenings" 
to really lucky to connect. I think the only times I found it 
it, when I wanted to download a big file from somewhere so it 
the redialing, rather than just using my regular ISP 


AL 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


had 


you 
was 
was 
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—-MESSAGE FILE 5581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04305 


—-MESSAGE FILE 5582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004306 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Tue, 13 Jul 1999 12:59:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7mfaldStiv8@chuka.playstation.co.uk> 


References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <7m8sufS$dq822@chuka.playstation.co.uk> <7m9ndeStlvl@chuka.playstation.co.uk> < 


Tma0faStlv4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-58.anadrol.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Olly Read wrote in message <7ma0faS$tlv4@chuka.playstation.co.uk>... 


>- You have to transfer your phone connection from BT to a company called 
>LocalTel. They use the same equipment as BT, so no hardware needs changing. 
>The line rental charges are the same, and the standard call charges are 
>guaranteed 10% cheaper than BT. BUT, it took them (BT) nearly FIVE weeks to 
>transfer my phone account, allegedly due to overwhelming demand. And, 
>it finally was transfered, I discover that I'm being charged line rental 
>from BOTH BT and LocalTel for the same period! But can I get through to 


>LocalTel customer services? - can I f£***. 


It happened to me as well (the extra month thing) got thru’ to customer 
support today and got a refund on next bill line, read from a page in front 


of the guy no doubt... 


Heres the new thing though... Screaming.net now kick you every 2hours 

regardless of line activity even though lack of activity was the reason 

stated for implementing the 2hour cutoff. But you can reconnect right after 
yeh right after another 100 redials ... hmmm whats oftels number. 


Pete. 


when 


—-MESSAGE FILE 5582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04306 
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—-MESSAGE FILE 5583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004307 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Siocons problems 

Date: Wed, 14 Jul 1999 15:24:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7mi7sj$tlvl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: p34-nothura-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I know this isn't the right newsgroup but I figure this one is read more 
regularly than scee.yaroze.problems.pc. 


I've recently finished (more or less) Arena2, so I thought I'd get round to 
designing some more levels. Normally I use PSComUtil for my downloading, but 
since I needed to save data from the Yaroze while level editing, I loaded up 
Siocons as PSComUtil only saves data in 1KB chunks. Previously, I'd used 
siocons with no problems, but now when I try to download data from the PC, I 
get weird error messages. 


Siocons connects OK, but whenever I try to download something, I either get 
a Sync error, or the Yaroze informs me that I'm trying to download a file 
that's FEFEFEFF bytes in size! This problem seems to have developed 
spontaniously as I've not changed the configuration of my PC except changing 
my serial mouse to a PS/2 mouse. I'd appreciate any ideas that anyone has 
about this as it's all a mystery to me. 


Cheers, 


Tom 


-—-MESSAGE FILE 5583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04307 


-—-MESSAGE FILE 5584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004308 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons problems 

Date: Wed, 14 Jul 1999 18:53:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <378CCE82.C6B44E67@yaroze2000.freeserve.co.uk> 
References: <7mi7sjS$tlvl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.225 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Tom. 


Might be a lonnnnnng shot, but check your serial connector is firmly home - I've 
had a similar problem before and that fixed it fine. 


Cheers! 

Tones 8) 

-—-MESSAGE FILE 5584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04308 


—-MESSAGE FILE 5585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004309 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
SUBYSCES as 
Date: Wed, 14 Jul 1999 19:43:02 -0500 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 
Message-ID: <7mjaveSbjc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98ACO88D.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1433 scee.yaroze.freetalk.english 
24309 


Is anyone reading these? Is anyone still active? Is it worth starting a 
project? 


This is for the US site mostely, but I noticed a large decline in the Europe 
site also. 


Nathan 


—-MESSAGE FILE 5585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04309 


—-MESSAGE FILE 5586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004310 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: ..... 

Date: Thu, 15 Jul 1999 02:09:44 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <378d424f.34413461@news.scea.sony.com> 

References: <7mjaveSbjc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1434 scee.yaroze.freetalk.english 
24310 


>Is anyone reading these? Is anyone still active? Is it worth starting a 
>project? 


Reading? 
Yes. 


Active? 
Not really. 


Worth starting a project? 
Don't let others' inactivity keep you from programming! 


Scott 
-—-MESSAGE FILE 5586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04310 


—-MESSAGE FILE 5587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004311 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Lets start ... 

Date: Thu, 15 Jul 1999 05:04:53 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7mjkemSbjc5@chuka.playstation.co.uk> 
NNTP-Posting-Host: pec-30.aul.ks.uunet.de 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
do ya have some suggestions ?? 


Bye MT 


—-MESSAGE FILE 5587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04311 


—-MESSAGE FILE 5588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004312 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: ..... 

Date: Thu, 15 Jul 1999 17:58:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <7ml42uSbjc8@chuka.playstation.co.uk> 

References: <7mjave$bjc4@chuka.playstation.co.uk> <378d424f.34413461@news.scea.sony. 
com> 

NNTP-Posting-Host: th-gt141-072.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1435 scee.yaroze.freetalk.english 
24312 


>Is anyone reading these? Is anyone still active? Is it worth starting a 
>project? 


Reading? 
Yes. 


Me too, just not replying... 


> Active? 

> Not really. 
> 
Not yet, still at school, and for some reason we've got tons of work at the 
end of the year, whereas normally it all sorta tails off towards the end. 
Strange. Anyway, I'll have the summer hols to get my Bomberman clone 
rewritten and completed - hopefully! 


> Worth starting a project? 

> Don't let others' inactivity keep you from programming! 
> 

Definitely, it might get some activity going again. 


> Scott 


Rikki 


—-MESSAGE FILE 5588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04312 


—-MESSAGE FILE 5589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004313 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons problems 

Date: Thu, 15 Jul 1999 19:01:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <7m1908Sbjc9@chuka.playstation.co.uk> 

References: <7mi7sjS$tlvl0@chuka.playstation.co.uk> <378CCE82.C6B44E67@yaroze2000.fre 
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eserve.co.uk> 

NNTP-Posting-Host: p36-albatross-gui.tch.virgin.net 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I don't think that's the problem as PSComUtil works fine. 

I've just noticed a little mistake in my post, PSComUtil save in 4KB blocks, 
not !KB. 

To be going on with, I wrote a little utility that truncates files to a 
specified length, so I can save data using PSComUtil and truncate 
afterwards. Somewhat of a bodge, but it works (kind of). 


Cheers, 
Tom 
> Hi Tom. 
> 
> Might be a lonnnnnng shot, but check your serial connector is firmly 
home - I've 
> had a similar problem before and that fixed it fine. 


Cheers! 


Tones 8) 


VVVVV 


—-MESSAGE FILE 5589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04313 


—-MESSAGE FILE 5590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004314 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Star Wars: Episode I 

Date: Fri, 16 Jul 1999 13:44:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 
Message-ID: <7mn9ipSbjcl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-251.name47.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Saw The Phantom Menace last night, just wondered what other people's 
comments on the film were. 


My opinion's were that it was a great film but not as good as the originals. 
I'm sure I'll grow to like it even more as I watch it again. 

I guess it could never have been as good as the originals because as the 
first film there was too much of the story it had to setup for the following 
films. 


Things I liked about episode 1: (erm...you might not want to read this if 
you haven't seen it) 


* GREAT special effects 

* light saber action 

* the hinting at how Anakin turns to the dark side (i.e. I reckon something 
happens to his mother) 

* the way senator Palpatine gains more power (so that he eventually becomes 
emperor) 

* pod racing scene (especially the tusken raiders taking dirty shoots at the 
pods :) 
* the way R2-D2 is introduced to the story ( the idea of C3PO being half 
built was cool but by a little kid who also happens to build the fastest pod 
racer!?! come on!!) 

* Darth Maul (although he could have played a larger role, with more 
fighting) 
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Things I didn't particularly like: 


* Trade Federation's crap skinny army droids who can all be switched off 
from one terminal!!! (bring out the stormtroopers) 

* Starfighters generally looked crap, not a touch on the originals. 
* almost no involvement from the Jedi council, and I think Samuel L. Jackson 
could have played a larger role. 

* a few corny lines especially from obi-wan 

* the way the queen changed her outfit every 5 minutes (couldn't she make up 
her mind which one to wear :) 


Something I didn't understand: 
* If senator Palpatine was a sith, master to Darth Maul (although I'm not 
100% sure if he was) why didn't the Jedis sense it? 


I reckon the next two will hopefully be up there with the originals, 
especially Episode 3, with Stormtroopers, Han Solo, Boba Fett to name a few 
of my favourite characters. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04314 


—-MESSAGE FILE 5591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004315 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Star Wars: Episode I 

Date: Fri, 16 Jul 1999 18:12:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 
Message-ID: <7mngqg1$bjcll@chuka.playstation.co.uk> 
References: <7mn9ipSbjcl0@chuka.playstation.co.uk> 
NNTP-Posting-Host: pll-heron-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Rad <rad@cyberdude.com> wrote in message 
news: 7mn9ip$bjcl0@chuka.playstation.co.uk... 


> My opinion's were that it was a great film but not as good as the 
originals. 

> I'm sure I'll grow to like it even more as I watch it again. 

> I guess it could never have been as good as the originals because as the 
> first film there was too much of the story it had to setup for the 
following 

> films. 


I happened to see Star Wars a while ago and didn't think that much of it to 
be honest. That kid who played Anakin was really a pretty bad actor, the 
couple of times he ran off shouting 'Yippee!' pissed me off. 


> Things I liked about episode 1: (erm...you might not want to read this if 
> you haven't seen it) 
> * GREAT special effects 


The effects were very good, especially the way they finally managed to get 
the CGI parts too look less like filmed bits with computer effects added 
over the top are much more natural looking. 


> * light saber action 


I agree with you there. In the original trilogy the fights were more like 
two people standing opposite one another taking half-hearted swipes with 
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shiny sticks. The fight sequences in Episode 1 had much more of a martial 
arts feel too them (especially when Darth Maul takes on the two heroes). 


> Things I didn't particularly like: 
> * Trade Federation's crap skinny army droids who can all be switched off 
> from one terminal!!! (bring out the stormtroopers) 


Now come on, the reason they're all droids is that they can be dismembered 
by the truck load and the film can still get a PG certificate. This theory 
also holds for Stormtroopers. They never speak with normal voices (always 


via a radio) and their faces are covered by opaque helmets, unlike our brave 
Rebel heroes! 


> * Starfighters generally looked crap, not a touch on the originals. 
Have you seen the new Lego models? Utter arse! 
> Something I didn't understand: 
> * If senator Palpatine was a sith, master to Darth Maul (although I'm not 
> 100% sure if he was) why didn't the Jedis sense it? 
We'll find out, probably, in Episode 2... 
Cheers, 
Tom 
PS Call me slow if you want, but as I watched Coming To America on video 


last night, I only just figured out that one of James Earl Jones' lines was 
lifted srigh out of Star Wars. 


"Do not alert him to my presence, I will deal with him myself" 


—-MESSAGE FILE 5591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04315 


-—-MESSAGE FILE 5592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004316 

Path: chuka.playstation.co.uk!news 

From: "Brian" <Brian_E_ Baker@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony 32" widescreen 

Date: 16 Jul 1999 18:42:29 GMT 

Organization: Very Little 

Lines: 9 

Message-ID: <Olbecfb8$85f96a00S0214edc1@thumper> 
References: <71ltdth$i9a6@chuka.playstation.co.uk> 
NNTP-Posting-Host: snuffle.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


What your probably seeing is the double scan refresh thing producing 
atefacts, there is an option to change the double scan mode, but there 
isn't much that you can do about it apart from that. I suppose that it 
might be a firmware problem, but then again it could be the hardware, I've 
never heard of a manufacturer providing a firmware upgrade, so whatever the 
cause I guess that you'll have to grin and bare it. 


Brian 


—-MESSAGE FILE 5592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04316 


—-MESSAGE FILE 5593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004317 

Path: chuka.playstation.co.uk!news 

From: "Brian" <Brian_E_ Baker@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: That Import Gaming Issue 

Date: 16 Jul 1999 18:42:30 GMT 

Organization: Very Little 
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Lines: 10 

Message-ID: <Olbecfb9$b0cee100$0214edc1@thumper> 
References: <710iveSqpv20@chuka.playstation.co.uk> 
NNTP-Posting-Host: snuffle.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I got a video capture card for my PC as I don't have enough room near my 
computer for another television (or another television to put there even if 
I had the room) Its pretty good for programming as I can have the Yaroze 
output in the corner of a hi-res 1280 x 1024 screen, and still have a dos 
box next to it. The other good thing is that the TV Capture card is 
software configurable for NTSC, SECAM and PAL, which is ideal as it cope 
fine with a composite connection from Yaroze to capture card. 


Brian 
—-MESSAGE FILE 5593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04317 


—-MESSAGE FILE 5594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004318 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Star Wars: Episode I 

Date: Fri, 16 Jul 1999 20:00:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7mnvik$bjcl2@chuka.playstation.co.uk> 

References: <7mn9ipSbjcl0@chuka.playstation.co.uk> <7mngqgl$bjcll@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: modem-239.name59.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tom wrote in message <7mnqglSbjcll@chuka.playstation.co.uk>... 

>> * Trade Federation's crap skinny army droids who can all be switched off 
>> from one terminal!!! (bring out the stormtroopers) 

> 

>Now come on, the reason they're all droids is that they can be dismembered 
>by the truck load and the film can still get a PG certificate. This theory 
>also holds for Stormtroopers. They never speak with normal voices (always 
>via a radio) and their faces are covered by opaque helmets, unlike our 
brave 

>Rebel heroes! 

> 


No, you misunderstood me, I disliked the fact that the droids looked crap, 
too skinny and not menacing enough and that they were all controlled/powered 
from one place i.e. the battle station around the planet. 

Oh and Star Wars is a U certificate. 

> 

>PS Call me slow if you want, but as I watched Coming To America on video 
>last night, I only just figured out that one of James Earl Jones' lines was 
>lifted srigh out of Star Wars. 


> 

>"Do not alert him to my presence, I will deal with him myself" 
> 

I would call you slow :), but I never noticed it myself! 

Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04318 


—-MESSAGE FILE 5595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004319 
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Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Silent Hill out now! 

Date: Fri, 16 Jul 1999 20:42:23 +0100 
Organization: Max Studios 

Lines: 41 
Message-ID: <378F8B1F.98CDDD9D@which.net> 
NNTP-Posting-Host: p245-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 222EC8064F178D2D8328E058" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
222EC8064F178D2D8328E058 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


For Y'all, 


Silent Hill is now out in the UK. It's better than Res Evil coz you get 
more movement and better backdrops - namely 3D backgrounds. Scares twice 
the crap out of you that Res Evil 2 did. 


The whole Yaroze effort is a bit quiet right now, everyone liven things 
up! I have to wait 3 days for a re-registered web site, come on 
everyone! 


Well as many reply as possible, 
lets make this an effort chaps and chapeses! 


Max 


222EC8064F178D2D8328E058 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


222EC8064F178D2D8328E058-- 


—-MESSAGE FILE 5595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04319 


—-MESSAGE FILE 5596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004320 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Re: ..... 

Date: Fri, 16 Jul 1999 19:39:33 GMT 

Organization: L4 Software 

Lines: 13 

Message-ID: <37918a71.17096640@205.149.189.29> 

References: <7mjaveSbjc4@chuka.playstation.co.uk> 
NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1437 scee.yaroze.freetalk.english 
24320 


On Wed, 14 Jul 1999 19:43:02 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Is anyone reading these? Is anyone still active? 
I'm still reading these posts. 
>Is it worth starting a project? 


It depends on how you define 'worth.' IMHO it's always a good time to 
start a new project unless you're already knee deep in another one. 


Mario 
—-MESSAGE FILE 5596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04320 


-—-MESSAGE FILE 5597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004321 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Star Wars: Episode I 

Date: Fri, 16 Jul 1999 21:11:55 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <378£9e93.189128519@news.scea.sony.com> 

References: <7mn9ipSbjcl0@chuka.playstation.co.uk> <7mngqgl$bjcll@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I happened to see Star Wars a while ago and didn't think that much of it to 
>be honest. That kid who played Anakin was really a pretty bad actor, the 
>couple of times he ran off shouting 'Yippee!' pissed me off. 


You might be interested in the <A 
HREF="http://www.bressler.org/recycle/80thingschafin.html">80 
Unforgivable Things About "The Phantom Menace"</A> of which "Yippee" 
is one. And then there's someone's <A 
HREF="http://www.bressler.org/recycle/80thingschafin.html">response to 
the 80 things</A> which refutes them one by one. I hope that HTML 
came out right. 


Both of those can be found here: 
http://www.bressler.org/recycle/starwars.html 


Scott 
—-MESSAGE FILE 5597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04321 


—-MESSAGE FILE 5598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004322 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Star Wars: Episode I 

Date: Fri, 16 Jul 1999 21:13:54 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <378fa07c.189617494@news.scea.sony.com> 

References: <7mn9ipSbjcl0@chuka.playstation.co.uk> <7mngqgl$bjcll@chuka.playstation.c 
o.uk> <378£9e93.189128519@news.scea.sony.com> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 
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> I hope that HTML came out right. 
Aw nuts, it didn't. Sorry about that. 


Scott 
—-MESSAGE FILE 5598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04322 


-—-MESSAGE FILE 5599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004323 

Path: chuka.playstation.co.uk!news 

From: "James Duffield" <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silent Hill out now! 

Date: Sat, 17 Jul 1999 00:27:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7mof62Sbjc14@chuka.playstation.co.uk> 

References: <378F8B1F.98CDDD9D@which.net> 

NNTP-Posting-Host: host62-172-60-169.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


I got Silent Hill on import recently, 

and i have to agree it walks all over Res 2. 

Not only is the story and the graphics better, 

but you are'nt limited to the amount of things 

you can carry which is always something that has bugged 
me with Resident Evil. 


I also noticed that the Japanese version of Dino Crisis 
is out now, Which is another game which is being marked 
as incompatible with chipped playstations, so it will be 
intresting to see if it actually works with the Yaroze 
or not. (has anyone actually tried FF8 yet?). 


BTW as a small question to anyone who can answer, when 
playing Res 2 i noticed that the FMV sections in the latter 
halve of the first disk have no sound. this happens on both 
my Yaroze and my Grey Playstation. Is this supposed to happen, 
because it just dosen't seem right when you are playing it. 


Cheers 


James D 


In article <378F8B1F.98CDDD9D@which.net>, Andrew Murray <mad.max@which.net> 
wrote: 


For Y'all, 


Silent Hill is now out in the UK. It's better than Res Evil coz you get 
more movement and better backdrops - namely 3D backgrounds. Scares twice 
the crap out of you that Res Evil 2 did. 


The whole Yaroze effort is a bit quiet right now, everyone liven things 
up! I have to wait 3 days for a re-registered web site, come on 
everyone! 


Well as many reply as possible, 
lets make this an effort chaps and chapeses! 


Max 


VVVVVVVVVVVVV VV 


—-MESSAGE FILE 5599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04323 
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-—-MESSAGE FILE 5600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004324 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: More Driver - Sorry again! 

Date: Sat, 17 Jul 1999 14:31:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7mq0mk$bjc15@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-014.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This is a plea for help to all those who've completed Driver. How on Earth 
do you complete "Rite of Passage", the mission in which you have to drive 
all the way across New York diagonally in under 4 minutes!!! I hope that's 
all you have to do on the mission, coz I can't even do that! I get within 1 
block/corner of the target point, and I run out of time! I swear its 
impossible, but I can't go any further without doing it. Anyone got any tips 
on the route? 


Cheers 
Rikki 


—-MESSAGE FILE 5600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04324 


—-MESSAGE FILE 5601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004325 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More Driver - Sorry again! 

Date: Sat, 17 Jul 1999 17:41:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7mqc2cSbjcl6@chuka.playstation.co.uk> 
References: <7mqOmkS$bjcl15@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-—98.name59.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rikki Prince wrote in message <7mq0mkSbjcl5@chuka.playstation.co.uk>... 
>This is a plea for help to all those who've completed Driver. How on Earth 
>do you complete "Rite of Passage", the mission in which you have to drive 
>all the way across New York diagonally in under 4 minutes!!! I hope that's 
>all you have to do on the mission, coz I can't even do that! I get within 1 
>block/corner of the target point, and I run out of time! I swear its 
>impossible, but I can't go any further without doing it. Anyone got any 
tips 

>on the route? 

> 


Yep, that mission was quite tuff, I kept missing the target by about 2-3 
seconds. But when I did do it I had 5 seconds to spare :). The only tip I 
can offer is don't crash :) oh and I hope you can take corners well too. 
Basically, you only have enough time for one small slip up, any more and you 
won't make it, you really do have to drive damn good all the way! 


Oh yeah and if you liked that mission, you'll LOVE the next one! Now that is 
what I call impossible (almost). I've got to the last corner before the 
target point twice before wasting my car, how f**king annoying is that! I've 
stopped playing it for a while, I'll have to go back to it soon. 

Anyone got any tips for this one (it's the president mission) 27 


Rad. 
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rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04325 


—-MESSAGE FILE 5602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004326 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More Driver - Sorry again! 

Date: Sat, 17 Jul 1999 17:56:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7mqcemm$bjc17@chuka.playstation.co.uk> 

References: <7mqOmk$bjcl15@chuka.playstation.co.uk> <7mqc2cS$bjcl6@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-gt142-129.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yep, that mission was quite tuff, I kept missing the target by about 2-3 
seconds. But when I did do it I had 5 seconds to spare :). The only tip I 
can offer is don't crash :) oh and I hope you can take corners well too. 


Basically, you only have enough time for one small slip up, any more and 
ou 
won't make it, you really do have to drive damn good all the way! 


VK VV V V 


The strangest this mission is where you start, in Brooklyn. If you've tried 
both roads of getting out of where you start, they're both one-way, but 
always towards you! Also, if you take the tunnel into the main part of New 
York, the road leading up to the tunnel is 2-way, so there's traffic coming 
towards you, but once you get into the tunnel, it's l-way, in the direction 
you're going, so where all the cars come from is anybody's guess. Also, on 
this mission the other drivers seem even worse than usual, never moving when 
you're driving head on at them, so there's virtually no chance to check the 
map, as taking your eyes off the road nearly always means a crash. 

As you say, its always the way that you keep missing the target by a coupla 
seconds, then do it with ages to spare! Also, in a couple of smash the 
driver off the road, I've completed it without the other driver's damage 
being full, they just seem to stop. 

I reckon the best mission I've done so far is the one where you get a cops 
car to smash someone up in. Turning on the siren is so much cooler than the 
shitty horn. 


> Oh yeah and if you liked that mission, you'll LOVE the next one! Now that 
is 

> what I call impossible (almost). I've got to the last corner before the 

> target point twice before wasting my car, how f**king annoying is that! 
I've 


> stopped playing it for a while, I'll have to go back to it soon. 
> Anyone got any tips for this one (it's the president mission) 27 
> 

> Rad. 

> rad@cyberdude.com 

> http://www.netyaroze-europe.com/~radpsx 

> 

> 

Rikki 


—-MESSAGE FILE 5602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04326 


—-MESSAGE FILE 5603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004327 
Path: chuka.playstation.co.uk!news 
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From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More Driver - Sorry again! 

Date: Sat, 17 Jul 1999 18:35:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7mqf0h$bjcl8@chuka.playstation.co.uk> 
References: <7mqO0mkS$bjcl15@chuka.playstation.co.uk> <7mqce2cSbjcl6@chuka.playstation.c 
o.uk> <7mqcemm$bjcl17@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-129.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Oh and anyone noticed how its always raining in New York, but not in the 
FMVs? Hmmm, something's going on here... 


Rikki 


-—-MESSAGE FILE 5603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04327 


—-MESSAGE FILE 5604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004328 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yippee! Done It! [Re: More Driver - Sorry again! | 
Date: Sat, 17 Jul 1999 22:13:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7mqro0S$bjc21@chuka.playstation.co.uk> 
References: <7mqOmk$bjcl15@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-077.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yea!!!! Yippee!!! Phew!! I finally did the "Rite of Passage" mission, with 
an amazing 3 seconds to go. For those struggling on it (if there are any, it 
was just my crappness that kept me on it for ages) go accross the bridge out 
of Brooklyn, and got diagonally as much as possible. Do not try what I did 
which was to go through the tunnel, straight up, and then straight accross, 
as although its all along straight, large roads, there's more cars, and it's 
easier for cops to block you. Going down the smaller roads means there's 
more corners (easier to lose cops) and shorter straights (less chance off a 
road block). 

I see what Rad means about the "President's Run". I suppose its time for a 
bit of practise in Survival Mode in the Driving Games. 


Cheers 
Rikki 


—-MESSAGE FILE 5604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04328 


-—-MESSAGE FILE 5605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004329 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 128-bit Internet Explorer encryption 

Date: Sat, 17 Jul 1999 22:14:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7mqru4Sbjc22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-114.tantulum.dialup.pol.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hi there, 


Just wondering if anybody has a clue how I can get my copy of Internet 
Explorer 4 (or 5) upgraded to the 128-bit encryption. It seems to be 


impossible to do outside the US - does anyone have any ideas on how a UK 
resident can get the necessary patch / fix...? 
As an aside, sorry I've been absent so long - just enjoyed a month in the US 


and I'm starting at Rare on Monday - oooh. :) 
Thanks for (anyone's) help! 
Nick F 


—-MESSAGE FILE 5605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04329 


—-MESSAGE FILE 5606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004330 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 128-bit Internet Explorer encryption 

Date: Sun, 18 Jul 1999 00:11:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <7mr2ieSbjc23@chuka.playstation.co.uk> 
References: <7mqru4S$bjc22@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


You just have to persuade the download program that you are in the US, they 
are uneasy about letting poor countries like ours have such powerful 
encryption, we might do something nasty with it like encrypt all their 
missiles that they keep over here :-) 


Apparently the US government think 128bit encryption is a weapon, you can 
see the headlines now, Post Office held up using IE5 CD, "it was the 128bit 
key version, so of course I gave them the money" said the Post Master ;-) 


Here you go 2 places that you can get the 128bit version of IE5, the only 
tricky bit is they add this onto the license 


3. Qualify by connecting from a U.S. or Canadian Internet service provider 
(we'll check that for you). 


I don't know how strict that is but you could try to see. 


http://www.microsoft.com/windows/ie/download/all.htm?bShowPage 
http://www.microsoft.com/windows/ie/download/128bit/intro.htm 


Anyway congratulations on the job with Rare hope you enjoy yourself, I can 
guarantee they will be better than the game company I worked for :-) 


Nigel 
www.gameware.demon.co.uk 


-—-MESSAGE FILE 5606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04330 


—-MESSAGE FILE 5607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004331 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Arrrrrrggggggghhhhh!!!!! [Re: Yippee! Done It! [Re: More Driver - Sorry aga 
in!]] 

Date: Sun, 18 Jul 1999 01:18:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7mr6j2Sbjc25@chuka.playstation.co.uk> 

References: <7mqOmk$bjcl15@chuka.playstation.co.uk> <7mqro0S$bjc21@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-gt142-227.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


"The Presidents Run" is more impossible than "The Rite of Passage". How can 
such good game have turned out to be soooooo bleedin' frustratin'? Why was 
there no learning curve? The missions have gone from piss easy drive 
somewhere in 10 minutes, watch FMV, go back in unlimited time, straight to 
drive accross New York in 4 minutes, and drive about 20 miles while getting 
smashed shitless by areshole drivers who appear from nowhere and head-on 
crash you at 500mph. 

Once again: "AAAAARRRRRRRGGGGGGHHHHHHH! !!!!!'rm 


AAAAAARRRRRRRGGGGGGHHHHHHily, 
Rikki 


-—-MESSAGE FILE 5607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04331 


-—-MESSAGE FILE 5608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004332 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arrrrrrggggggghhhhh!!!!! [Re: Yippee! Done It! [Re: More Driver - Sorry 
again!]] 

Date: Sun, 18 Jul 1999 10:34:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7ms75cSbjc26@chuka.playstation.co.uk> 

References: <7mqOmk$bjcl15@chuka.playstation.co.uk> <7mqro0$bjc21@chuka.playstation.c 

o.uk> <7mr6j2Sbjc25@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt143-025.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I would like to express my sincerest apologies to anyone offended by my 
previous post. It was in a fit of rage at having my car flipped over, and 
somehow, no matter how much it's hit, always staying on its side. Why does 
it never roll back onto its wheels? 


Anyway sorry again. 
Sorrily, 
Rikki 


—-MESSAGE FILE 5608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04332 


—-MESSAGE FILE 5609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004333 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arrrrrrggggggghhhhh!!!!! [Re: Yippee! Done It! [Re: More Driver - Sorry 
again!]] 

Date: Sun, 18 Jul 1999 12:45:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7mselq$bjc27@chuka.playstation.co.uk> 

References: <7mqO0mk$bjcl5@chuka.playstation.co.uk> <7mqro0$bjc21@chuka.playstation.c 
o.uk> <7mr642Sbjc25@chuka.playstation.co.uk> <7ms75cS$bjc26@chuka.playstation.co.uk> 

NNTP-Posting-Host: p06-dunlin-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Don't apologise Rikki, the 'president' level is absolutely unplayable. It 
continues to amaze me how a group like reflections can create, what promised 
to be a great game, only to completely ruin it with the 'president' level! 
Have they never heard of playtesting? 


As for the cars being flipped, on the president level I've actually had my 
car smacked higher than the buildings! Needless to say, I didn't land on my 
wheels either. 


My advice is to save your sanity and forget all about the president level 
for a while. :o) 


Scott Ward 
Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 


news: 7ms75cS$bjc26@chuka.playstation.co.uk... 
> I would like to express my sincerest apologies to anyone offended by my 


> previous post. It was in a fit of rage at having my car flipped over, and 
> somehow, no matter how much it's hit, always staying on its side. Why does 
> it never roll back onto its wheels? 

> 

> Anyway sorry again. 

> Sorrily, 

> Rikki 

> 

> 


—-MESSAGE FILE 5609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04333 


-—-MESSAGE FILE 5610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004334 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 18 Jul 1999 15:09:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <932310593.830546921@news.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: d4-s56—-58-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


"Olly Read" <oliver3@mdx.ac.uk> wrote: 

>Now there's a challenge! If this doesn't produce a response, then I'm th= 
e 

>pope. 

> 

>Hands up all you mugs who are still PAYING for their internet connection= 
s. 
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> 
>I get mine totally free (no call charges) evenings & weekends. Anybody e= 
lse 


>on the same system? (far be it from me to advertise...) Yes, the service 
>ain't that good, but since you're not paying for it, who cares? And to t= 
op 


>that, ALL my phone calls are 10% cheaper then BT. 

>I used to be on freeserve (hey Ed), which is now an excellent service, b= 
ut 
>of course the phone bills kept mounting up. I wonder if anybody is still 
>paying subscription charges too? 


All be irrelevant soon anyway - you'll be able to get ADSL permanent 
connection's for =A330 a month at the end of the summer from BT 
(although full national coverage won't be until 2001). 

I'd pay =A330 a month for a 1Mbps down / 128Kbps up permanent link... 


Oh yeah, and if you live near reading you can get wireless permanent 
links for the same sort of money right now. 


And NTL have started offering cable modems in the uk (pretty cheap 
for a 10Mbps permanent link). 


>Olly 
Craig. 


—-MESSAGE FILE 5610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04334 


—-MESSAGE FILE 5611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004335 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arrrrrrggggggghhhhh!!!!! [Re: Yippee! Done It! [Re: More Driver - Sorry 
again!]] 

Date: Sun, 18 Jul 1999 15:43:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7msp9q$bjc29@chuka.playstation.co.uk> 

References: <7mqO0mk$bjc1l5@chuka.playstation.co.uk> <7mqro0S$bjc21@chuka.playstation.c 
o.uk> <7mr6j2Sbjc25@chuka.playstation.co.uk> <7ms75cS$bjc26@chuka.playstation.co.uk> 

<7mselq$bjc27@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt142-133.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> As for the cars being flipped, on the president level I've actually had my 
> car smacked higher than the buildings! Needless to say, I didn't land on 
my 

> wheels either. 


That's really dumb, as the higher you go, on the way down, you should flip 
more, so have more chance of landing on your wheels (BTW this is the reason 
that toast will always land butter side down when knocked of a table. We'd 
need to be sitting about 5 foot above the ground for it to land butter side 
up. Pointless Fact of the Day). 


> My advice is to save your sanity and forget all about the president level 
> for a while. :o) 


That's the problem though. I play it get all pissed off, then just chuck the 
controller at the screen and go sulk. Then when I'm feeling better, I think 
"Hmmm, I reckon I could do that mission now", which is very stupid indeed. 


I just wanna complete the game to see if there's anything special at the 
end. I especially wanna see if there's any chance of going back to specific 
missions, or choosing different cars in the Driving Games (namely the police 
car which just kicks butt!). Has anyone completed it, and if so, is there 
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anything good at the end? Also, does anyone know anything about the cheats? 
The cheats section on the main menu just sits there so promisingly at the 
moment. 


> Scott Ward 


Rikki 


—-MESSAGE FILE 5611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04335 


—-MESSAGE FILE 5612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004336 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 18 Jul 1999 18:31:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7mt34q$bjc30@chuka.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <932310593.830546921@news.playstation.co.uk> 

NNTP-Posting-Host: th-gt141-117.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


All be irrelevant soon anyway - you'll be able to get ADSL permanent 
connection's for £30 a month at the end of the summer from BT 
(although full national coverage won't be until 2001). 

I'd pay £30 a month for a 1Mbps down / 128Kbps up permanent link... 


V V V V 


Sounds cool. I'm well under educated on this subject so am wondering if 
there are any websites with more info about this. By permanent link do you 
mean no call costs? Just a £30 a month? Sounds excellent. Are there any set 
dates on when this starts? What is the connection fee? How would I go about 
getting it set up? 


> Oh yeah, and if you live near reading you can get wireless permanent 
> links for the same sort of money right now. 


> And NTL have started offering cable modems in the uk (pretty cheap 
> for a 10Mbps permanent link 


> Craig. 


Rikki 


—-MESSAGE FILE 5612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04336 


--MESSAGE FILE 5613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004337 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 18 Jul 1999 20:21:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <932329313.1615252141@news.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4Sdq821@chuka.playstation.c 
o.uk> <932310593.830546921@news.playstation.co.uk> <7mt34q$bjc30@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: d3-s36-196-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
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Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


"Rikki Prince" <netyaroze@rprince.dircon.co.uk> wrote: 

>Sounds cool. I'm well under educated on this subject so am wondering if 
>there are any websites with more info about this. By permanent link do y= 
ou 
>mean no call costs? Just a =A330 a month? Sounds excellent. Are there an= 
y set 

>dates on when this starts? What is the connection fee? How would I go ab= 
out 

>getting it set up? 


For the absolute, must be done by dates, check out OFTEL (the government '= 
s 

telecoms watchdog), as they published a paper on it a couple of weeks ago 
(that's where 2001 deadline for national coverage came from). 


The wireless stuff has a home page, you can go for it now... 
Not sure about NTL - got that one from this months EDGE (so it's 
probably wrong). 


>Rikki 
Craig. 


—-MESSAGE FILE 5613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04337 


—-MESSAGE FILE 5614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004338 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 18 Jul 1999 21:31:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 
Message-ID: <7mtcvp$bjc31@chuka.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <932310593.830546921@news.playstation.co.uk> <7mt34q$Sbjc30@chuka.playstation.c 
o.uk> <932329313.1615252141@news.playstation.co.uk> 

NNTP-Posting-Host: 195.166.142.48 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 
Being in the telecoms industry, I'd be more likely to believe what I read in 
EDGE rather than anything OFTEL have to say. ;) 


Herbs 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news : 932329313.1615252141@news.playstation.co.uk... 
"Rikki Prince" <netyaroze@rprince.dircon.co.uk> wrote: 


>Sounds cool. I'm well under educated on this subject so am wondering if 
>there are any websites with more info about this. By permanent link do you 
>mean no call costs? Just a £30 a month? Sounds excellent. Are there any set 


>dates on when this starts? What is the connection fee? How would I go about 
>getting it set up? 


For the absolute, must be done by dates, check out OFTEL (the government's 
telecoms watchdog), as they published a paper on it a couple of weeks ago 
(that's where 2001 deadline for national coverage came from). 


The wireless stuff has a home page, you can go for it now... 
Not sure about NTL - got that one from this months EDGE (so it's 
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probably wrong). 
>Rikki 


Craig. 


—-MESSAGE FILE 5614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04338 


—-MESSAGE FILE 5615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004339 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: All gone a bit quiet 

Date: Sun, 18 Jul 1999 22:05:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <932335525.1079988750@news.playstation.co.uk> 

References: <7m8dtp$dq819@chuka.playstation.co.uk> <7m8mv4$dq821@chuka.playstation.c 
o.uk> <932310593.830546921@news.playstation.co.uk> <7mt34qSbjc30@chuka.playstation.c 
o.uk> <932329313.1615252141@news.playstation.co.uk> <7mtcvp$bjc31@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: d3-s39-199-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


"Alex Herbert" <alex@herbs.dabsol.co.uk> wrote: 

>Hi all, 

> 

>Being in the telecoms industry, I'd be more likely to believe what I rea= 
d in 

>EDGE rather than anything OFTEL have to say. :) 


Heh heh heh. 
>Herbs 
Craig. 


—-MESSAGE FILE 5615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04339 


-—-MESSAGE FILE 5616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004340 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 128-bit Internet Explorer encryption 
Date: Mon, 19 Jul 1999 09:40:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3792E497.8D142AD6@easynet.co.uk> 
References: <7mqru4$bjc22@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.1 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


What job are you doing at Rare? 
Phil 


Nick Ferguson wrote: 
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> Hi there, 

> 

> Just wondering if anybody has a clue how I can get my copy of Internet 

> Explorer 4 (or 5) upgraded to the 128-bit encryption. It seems to be 

> impossible to do outside the US - does anyone have any ideas on how a UK 
> resident can get the necessary patch / fix...? 

> 

> As an aside, sorry I've been absent so long - just enjoyed a month in the US 
> and I'm starting at Rare on Monday - oooh. :) 

> 

> Thanks for (anyone's) help! 

> 

> Nick F 


—-MESSAGE FILE 5616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04340 


—-MESSAGE FILE 5617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004341 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 128-bit Internet Explorer encryption 

Date: Mon, 19 Jul 1999 16:27:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7mvg7iS6tnl@chuka.playstation.co.uk> 

References: <7mqru4$bjc22@chuka.playstation.co.uk> <3792E497.8D142AD6@easynet.co.uk> 
NNTP-Posting-Host: th-gt142-142.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> What job are you doing at Rare? 


Isn't it "Product Analyst (games tester)", as quoted from the Newsflash from 
Nick's website (http://www.netyaroze-europe.com/~rookiel/). 


> Phil 


HTH 
Rikki 


—-MESSAGE FILE 5617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04341 


—-MESSAGE FILE 5618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004342 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony 32" widescreen 

Date: Mon, 19 Jul 1999 17:57:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7mvlocS6tn2@chuka.playstation.co.uk> 

References: <7ltdth$i9a6@chuka.playstation.co.uk> <Olbecfb8$85f96a00$0214edc1@thumpe 
r> 

NNTP-Posting-Host: 212.225.17.140 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


cheers for the replies guys :) 


looks like after speaking to a few peeps its gonna be sold on to some 
unsuspecting fool and they can deal with it, because as Sony say .. its 
natural .. arse it just doesnt do what it says on the tin 
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Pete. 


Brian wrote in message <0Olbecfb8$85f96a00S0214edc1@thumper>... 

>What your probably seeing is the double scan refresh thing producing 
>atefacts, there is an option to change the double scan mode, but there 
>isn't much that you can do about it apart from that. I suppose that it 
>might be a firmware problem, but then again it could be the hardware, I've 
>never heard of a manufacturer providing a firmware upgrade, so whatever the 
>cause I guess that you'll have to grin and bare it. 

> 

>Brian 

> 


—-MESSAGE FILE 5618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04342 


—-MESSAGE FILE 5619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004343 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Silent Hill out now! 

Date: Wed, 21 Jul 1999 11:50:43 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <3795A603.B6F8EAC7@easynet.co.uk> 
References: <378F8B1F.98CDDD9D@which.net> 
NNTP-Posting-Host: 193.131.140.1 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Anyone got any tips 'cos I'm a bit stuck :) 


I've gone through the clocktower and entered the other side and explored the 
school. Explored it as fully as possible - there's one section I can't get 
acess to because it's blocked on one side and the door is locked from the 
inside on the other, which means I can't get down to the basement. Have been 
onto the roof, there's a valve there but it just says 'nothing special’. 
Have found the library reserve key and entered the library reserve room. 
Have found the card key and opened the door with the slot. Have found the 
rubber ball. What next? - there's nowhere else to go and you can't go back 
to the 'real' world... 


Help! 
Phil 


—-MESSAGE FILE 5619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04343 


-—-MESSAGE FILE 5620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004344 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silent Hill out now! 

Date: Wed, 21 Jul 1999 11:53:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <3795A68F.6C78F802@easynet.co.uk> 

References: <378F8B1F.98CDDD9D@which.net> <3795A603.B6F8EAC7@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.1 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
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X-Accept—-Language: en 


Also, when do you get to meet any of the other characters that are mentioned in 
the booklet? Seem to have got quite far into the game and only met the 
policewoman so far! 


Phil 


—-MESSAGE FILE 5620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04344 


—-MESSAGE FILE 5621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004345 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silent Hill out now! (SPOILERS!) 

Date: Wed, 21 Jul 1999 16:34:52 GMT 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3795f5cc.168528993@news.scea.sony.com> 

References: <378F8B1F.98CDDD9D@which.net> <3795A603.B6F8EAC7@easynet.co.uk> <3795A68 
F.6C78F802@easynet.co.uk> 

NNTP-Posting-Host: vmlabs51.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Phil, 


About the place you're stuck. I'm not sure if you want to know the 
answer explicitly so I'll give you a hint. What you need is on the 
roof. Look around. 


If you need further help, let me know. 
>Also, when do you get to meet any of the other characters that are mentioned in 
>the booklet? Seem to have got quite far into the game and only met the 


>policewoman so far! 


Don't worry, there's plenty more of the game to go! You meet a couple 
other characters once you finish the school and reach the next area. 


This game is just so cool. I've finished it twice already and will do 
it again eventually (you need to in order to see all the endings). 


Scott 
—-MESSAGE FILE 5621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04345 


—-MESSAGE FILE 5622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004346 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silent Hill out now! (SPOILERS!) 

Date: Thu, 22 Jul 1999 09:22:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3796D4D0.712F593D@easynet.co.uk> 

References: <378F8B1F.98CDDD9D@which.net> <3795A603.B6F8EAC7@easynet.co.uk> <3795A68 
F.6C78F802@easynet.co.uk> <3795f5cc.168528993@news.scea.sony.com> 

NNTP-Posting-Host: 193.131.140.1 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Scott Cartier wrote: 
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Phil, 


About the place you're stuck. I'm not sure if you want to know the 
answer explicitly so I'll give you a hint. What you need is on the 
roof. Look around. 


VV NV V V V 


Thanks Scott. I'll try again. 


The quality of the graphics in the game are superb. It's certainly one of the 
best-looking realtime 3D games on the Playstation at the moment. And the lighting 
effects are fantastic, especially when you leave the dog house by the back door and 
you enter the garden. 


Phil 


--MESSAGE FILE 5622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04346 


--MESSAGE FILE 5623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004347 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Silent Hill out now! 

Date: Thu, 22 Jul 1999 16:54:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <37973EBC.12FC34D7@reading.ac.uk> 

References: <378F8B1F.98CDDD9D@which.net> <7mof62Sbjcl4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


ames Duffield wrote: 

I got Silent Hill on import recently, 

and i have to agree it walks all over Res 2. 

Not only is the story and the graphics better, 

but you are'nt limited to the amount of things 

you can carry which is always something that has bugged 
me with Resident Evil. 

I also noticed that the Japanese version of Dino Crisis 
is out now, Which is another game which is being marked 
as incompatible with chipped playstations, so it will be 
intresting to see if it actually works with the Yaroze 
or not.(has anyone actually tried FF8 yet?). 


VVVVVVVVVV VG 


The Yaroze can play games with the anti-chip protection with no 
difficulty whatsoever. Um Jammer Lammy, Dance Dance Revolution, Omega 
Boost, etc. all worked perfectly. From what I'm given to understand, 
the chip protection only checks for the *copy protection* being 
bypassed, not the regional lockout (some companies claim that chips, 
such as CEX's, which allow imports but not pirates to be played will not 
trigger the lockout). 
—-MESSAGE FILE 5623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04347 


—-MESSAGE FILE 5624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004348 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: URGENT! OPM Games 

Date: 22 Jul 1999 18:15:43 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <7n7n4fSé6tn6@chuka.playstation.co.uk> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4348 scee.yaroze.mydemos: 
451 


To all NY members worldwide, 


As you all know, each issue of OPM has 2 NY playable games. 
We have continued to supply OPM with games for nearly 2 years. 
However, it seems we are running out of games!! 


I do consider putting another game from the same author if it's good. 
So if the same NY member gives me a game every month, and it's good, 
then it will appear on OPM! 


It looks like NY members work to get their game on OPM and don't do anymore 


games afterwards?!?! I could be wrong?!?! 

P.S. I'm desparate for a game by tomorrow 12 noon!! 
Regards, 

George@SCEE 


-—-MESSAGE FILE 5624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04348 


—-MESSAGE FILE 5625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004349 
Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Melons? 

Date: Fri, 23 Jul 1999 19:32:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7nacl1S6tn8@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts05-037.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Gentlemen two things struck me the other day as I was coming home from 
college ( Damn repeat exams! ) 


1. Large brick 
2. Large brick 


or was that just the concussion....anyway out of curiosity are there any 
female Yarozers out there? 


and I've hooked up with a guy here in Dublin to start work on a project as 


of yet unnamed, but are there, or is anyone aware of any other Yarozers in 
Ireland for God's sake? ( Being a staunch catholic ye see! ) 


Regards, 
Donal O'Duihbir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 
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/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


/o\ : Home 353 - 01 - 831 1046 
Work 353 - 01 - 701 0384 ( Indigo Technical Support ) 


—-MESSAGE FILE 5625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04349 


—-MESSAGE FILE 5626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004350 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 23 Jul 1999 19:35:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7nacrdS6tn9@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-75.helium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4350 scee.yaroze.mydemos: 
452 


If you dont manage to find games might the OPM game-on-disc be cancelled 
completely or can it continue with intermittent games? 


George Bain wrote in message <7n7n4f$6tn6@chuka.playstation.co.uk>... 
> 

>To all NY members worldwide, 

> 

> 

>As you all know, each issue of OPM has 2 NY playable games. 

>We have continued to supply OPM with games for nearly 2 years. 
>However, it seems we are running out of games!! 

> 

>I do consider putting another game from the same author if it's good. 
>So if the same NY member gives me a game every month, and it's good, 
>then it will appear on OPM! 

> 

>It looks like NY members work to get their game on OPM and don't do anymore 
>games afterwards?!?! I could be wrong?!?! 

> 

>P.S. I'm desparate for a game by tomorrow 12 noon!! 

> 

>Regards, 

> 

>George@SCEE 

> 

> 

> 


—-MESSAGE FILE 5626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04350 


—-MESSAGE FILE 5627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004351 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: 24 Jul 1999 10:36:47 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 21 
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Message-ID: <7nc4vv$i4ml@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4351 scee.yaroze.mydemos: 
453 


Hi Matt, 


If I don't start to see some games being produced for OPM then 

we might take the decision to end NY games on OPM. If there are 
no games, what can I do? I don't want to start putting games 
that have been on before. It will be a shame if we decide to end 
it now. 


P.S. 1 hope this is a wakeup call for all NY members worldwide. 


Regards, 
George@SCEE 


In article <7nacrdS$6tn9@chuka.playstation.co.uk>, matt@frktl.freeserve.co.uk 
says... 

> 

>If you dont manage to find games might the OPM game-on-disc be cancelled 
>completely or can it continue with intermittent games? 
> 


—-MESSAGE FILE 5627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04351 


—-MESSAGE FILE 5628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004352 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Showreels and demo-discs 

Date: Sat, 24 Jul 1999 10:50:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <37998C57.C5A728E4@breathemail.net> 
NNTP-Posting-Host: modem-29-216-176-194.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en, ja 


Hi, 
I was wondering how ppl were handing in show reels etc, or those in the 
business would recommend handing them in. 


At the moment I'm working on a Yaroze 3D Tetris style game, and an 
OpenGL version of it. So when I'm ready i thought I'd burn the OpenGL 
version onto CD so companies can see/play what I can do, and have the 
Yaroze version on there as a .mov file ( like a rolling demo), and also 
have the executables on the CD so if the company does regular PSX dev, 
they can play that. 


So I was wondering, since I'll be applying for games programmer jobs 
rather than artists is the CD option better than making a video tape as 
a "rolling demo" of my PSX and PC game dev? 


I'm pretty sure at Uni they have the equipment for me to reverse dump 


from video tape (hence also Yaroze) to a computer, and they def have 
the equipment for dumping to VHS. 


Cheers for any ideas/advice/help etc 
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http://www.geocities.com/SunsetStrip/Palms/3657/ 


—-MESSAGE FILE 5628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04352 


—-MESSAGE FILE 5629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004353 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sat, 24 Jul 1999 15:01:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1017 

Message-ID: <7ncdj4S$i4m2@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> 

NNTP-Posting-Host: handi4-145-253-094-160.arcor-ip.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4353 scee.yaroze.mydemos: 
454 


Hi, please don’t do this ... I’m working on a 3D Fighting Game ( that I hope 
could be released ...) but I think to code some good games take some time, 
the problem for myself is that I have to work each day 8 hours at buisines 
and I can only develop at my free time 


So don’t end it, I hope also other members work on some stuff that they want 
to release too. So please be patient for some time ... and just have a look 


Bye Markus Tesche 


—-MESSAGE FILE 5629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04353 


—-MESSAGE FILE 5630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004354 

Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sat, 24 Jul 1999 15:57:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7nckdoSi4m3@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4Si4m2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-229-209.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4354 scee.yaroze.mydemos: 
455 


If everyone who is currently writing a game could reply to this group, 
we could see how many people are coding at the moment. 

I am finishing off a game myself (snake). It would be a great pity if NY 
games were to stop appearing on the OPM coverdisk, so lets do something 
about it! 


Mac 
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—-MESSAGE FILE 5630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04354 


—-MESSAGE FILE 5631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004355 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: 24 Jul 1999 18:59:32 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <7nd2ekSi4m4@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4Si4m2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4355 scee.yaroze.mydemos: 
456 


Hi Markus, 


Your fighting game is starting to take shape. 
Let me know when you are finished so we can 
put it on OPM. 


Regards, 


George@SCEE 


In article <7ncdj4S$i4m2@chuka.playstation.co.uk>, m.tesche@blup.de says... 

> 

>Hi, please don’t do this ... I’m working on a 3D Fighting Game ( that I hope 
>could be released ...) but I think to code some good games take some time, 
>the problem for myself is that I have to work each day 8 hours at buisines 
>and I can only develop at my free time 


> 

>So don’t end it, I hope also other members work on some stuff that they want 
>to release too. So please be patient for some time ... and just have a look 
>. 

> 

> 

> 

>Bye Markus Tesche 

> 


—-MESSAGE FILE 5631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04355 


—-MESSAGE FILE 5632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004356 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 24 Jul 1999 19:04:25 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <7nd2np$i4m5@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdo$i4m3@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Johan, 


I also have to say that I don't look for an 
incredible outstanding game. I look for a game 
that is very playable and I know that the NY member 
put alot of work into it. I don't expect members 
to put years into a game. We just want to showcase 
the best possible NY games produced. 


Regards, 
George@SCEE 


In article <7nckdoSi4m3@chuka.playstation.co.uk>, j-mac@lineone.net says... 
> 


> If everyone who is currently writing a game could reply to this group, 
>we could see how many people are coding at the moment. 
> I am finishing off a game myself (snake). It would be a great pity if NY 


>games were to stop appearing on the OPM coverdisk, so lets do something 
>about it! 


Mac 


VVVVVV 


3618 


-—-MESSAGE FILE 5632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04356 


—-MESSAGE FILE 5633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004357 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: URGENT! OPM Games 

Date: Sat, 24 Jul 1999 22:06:11 +0100 

Organization: I 

Lines: 79 

Message-ID: <gHEOSEADrim3EwQU@trsoft.demon.co.uk> 
References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4357 scee.yaroze.mydemos: 


457 


In article <7n7n4fS6tn6@chuka.playstation.co.uk>, George Bain <george_ba 
in@playstation.sony.com> writes 

> 

>To all NY members worldwide, 

> 

> 

>As you all know, each issue of OPM has 2 NY playable games. 

>We have continued to supply OPM with games for nearly 2 years. 
>However, it seems we are running out of games!! 

> 

>I do consider putting another game from the same author if it's good. 
>So if the same NY member gives me a game every month, and it's good, 
>then it will appear on OPM! 


> 

>It looks like NY members work to get their game on OPM and don't do anymore 
>games afterwards?!?! I could be wrong?!?! 

> 


There are too many time wasting activities and hurdles on the Yaroze and 
these contribute to a loss of interest in the project. 


1) Recalculating those stupid Hexadecimal memory addresses every time 
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one of your data files changes. (The number of times I've been caught 
out by this..... ) 


2) Having to make graphics and sounds in the first place (tiles, sound 
effects and stuff like that should be part of the boot CD) 


3) No code samples in the (and a lack of consistency in the way things 
are done in the tutorials) 


4) Not much info on game design and implementation 


5) No proper tools to work with (sprite tools etc) 


6) No multitap libs (we all know that the good multi-player games can 
sometimes look poor but we accept this because they are so much fun so 
we could produce good 4-player games and people would overlook the poor 
graphics that home-coders produce) 


7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
royalty (or fixed fee) 


We are supposed to solve these problems in our spare time and produce 
games in a matter of weeks. Mainstream PSX stuff is produced by teams 
and take months or years. 


I don't want to release something which looks like a load of cack but I 
don't want to give away something, which represents loads of my spare 
time, for no payment. 


What about a competition with some prizes? Sony are loaded so they can 
afford it. Or did they only start the Yaroze program to generate new 
game ideas on the cheap! 


Rant O Ver * ERK KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KK KKK 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 


Anthony Ross 
—-MESSAGE FILE 5633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04357 


—-MESSAGE FILE 5634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004358 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6é@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 00:45:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7ndj3cSi4m6@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4S$i4m2@chuka.playstation.co.uk> <7nc 
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kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> 
NNTP-Posting-Host: p59-puffback-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7nd2np$i4m5@chuka.playstation.co.uk... 
> Hi Johan, 


> 

> I also have to say that I don't look for an 

> incredible outstanding game. I look for a game 

> that is very playable and I know that the NY member 
> put alot of work into it. I don't expect members 

> to put years into a game. We just want to showcase 
> the best possible NY games produced. 

> 

> Regards, 

> 

> George@SCEE 

> 


I thought you boys at Sony had enough Yaroze games to fill the demo disks up 
to September? If so, what's the rush to get more games ready now? 


Maybe if you released more deadline dates for game entries it would give 
Yaroze members something to work towards. 


Scott Ward. 


PO S. 
I guess we'll see you answering more newsgroup threads, George, seen as 
you're wanting more members to complete their games? ;0) 


—-MESSAGE FILE 5634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04358 


—-MESSAGE FILE 5635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004359 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 01:25:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 154 

Message-ID: <7ndks5Si4m7@chuka.playstation.co.uk> 

References: <7n7n4fS6tné6@chuka.playstation.co.uk> <gHEOsSEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: 195.166.144.174 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4359 scee.yaroze.mydemos: 
458 


== === Original Message ----- 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english,scee.yaroze.mydemos 
Sent: 24 July 1999 22:06 

Subject: Re: URGENT! OPM Games 
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There are too many time wasting activities and hurdles on the Yaroze and 
these contribute to a loss of interest in the project. 


1) Recalculating those stupid Hexadecimal memory addresses every time 
one of your data files changes. (The number of times I've been caught 
out by this..... ) 


VVVVVVVV 


Life's a bitch, huh? Other NY members have come across the same problems 
and have written tools to help, and have been kind enough to share them with 
us. 


> 2) Having to make graphics and sounds in the first place (tiles, sound 
> effects and stuff like that should be part of the boot CD) 
> 


But there are textures and GM sounds on the boot CD. Ok, they are limited 
and quite poor really, but creating graphics and sounds are all part of game 
creation, surely. 


> 3) No code samples in the (and a lack of consistency in the way things 
> are done in the tutorials) 
> 


There's plenty of source code and information on the NY/members web site. 
Personally, I found the manuals explained most things adequately, and where 
the didn't, the FAQ and these newsgroups provided the answers. 


> 4) Not much info on game design and implementation 
> 


Well, that's really down to each individual and their talents (or lack of). 
The most fun aspect of programming 15 the problem solving - working out how 
to translate your ideas into code and onto the screen. 


> 5) No proper tools to work with (sprite tools etc) 
> 


It's up to you to source these tools. Pro developers have to do the same. 
Besides, there have been several opportuninties to get fully blown graphics 
packages (which usually cost more than the complete Yaroze package) for free 
on cover discs of magazines etc. - information on which has often been given 
on these newsgroups. 


6) No multitap libs (we all know that the good multi-player games can 
sometimes look poor but we accept this because they are so much fun so 
we could produce good 4-player games and people would overlook the poor 
graphics that home-coders produce) 


VV V V V 


Agreed. It's a shame, but we can't have everything. 


7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
royalty (or fixed fee) 


VVVVVVVVVV 


The incentives are: fun, learning, and the fact that the NY project is a 
proving ground for new talent, and therefore a possible way into the 
industry. It is also very satisfying to get a game published on the OPM 
cover disc, not to mention the recognition received. And, your arrogance 
bemuses me. You really think that your ideas are too good to share without 
someone ripping them off and making a killing from them? Well, in that case 
I suggest you start developing your ideas on the PC, then try and find a 
publisher. Or, try and get a job in the industry - but then, you need to 
prove yourself first to do that. 
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We are supposed to solve these problems in our spare time and produce 
games in a matter of weeks. Mainstream PSX stuff is produced by teams 
and take months or years. 


V V V V V 


It's what game designers/programmers (i.e. you) do - solve the problems. If 
you want it all done for you, then that already exists - they're called 
commercial games and I believe you can pick them up for £20-50 at your local 
games retailer. 


We do it in our spare time bacause WE WANT TO. We do what we want, when we 
want and at the pace we want, and no one is expecting us to do anything 
other than that. Nor is anyone expecting us to compete with professional 
development teams. 


I don't want to release something which looks like a load of cack but I 
don't want to give away something, which represents loads of my spare 
time, for no payment. 


> 
> 
> 
> 


If your talents don't live up to your own expectations then that's your 
problem. 


You are not going to get paid! You made a mistake in buying a NY if you 
expect to get paid for anything you do with it. It's a HOBBY. It's not 
work, and it's not a job. 


> What about a competition with some prizes? Sony are loaded so they can 
> afford it. 


What like GDUK? 


> Or did they only start the Yaroze program to generate new 
> game ideas on the cheap! 
> 


Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
ideas. People with great ideas are two a penny. People who can put great 
ideas to effect are those in demand. 


> Rant O Ver * ERK KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK 
> 


Thank {insert expletive here} for that. 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 


VVVVVVVVV VV 


Ah, now who's stealing who's ideas exactly? 
Oh, I get it! This is a wind up isn't it? Had me fooled for a while there. 


> 
> 
> Anthony Ross 


Herbs 
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—-MESSAGE FILE 5635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04359 


—-MESSAGE FILE 5636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004360 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 01:26:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7ndkt1$i4m8@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrdS6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.166.144.174 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4360 scee.yaroze.mydemos: 
459 


SSS Original Message ----- 

From: Johan MacLeod <j-mac@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Sent: 24 July 1999 15:57 

Subject: Re: URGENT! OPM Games 


> If everyone who is currently writing a game could reply to this group, 
> we could see how many people are coding at the moment. 

> I am finishing off a game myself (snake). It would be a great pity if 
NY 


> games were to stop appearing on the OPM coverdisk, so lets do something 
> about it! 


> 

> 

> Mac 

> 

> 

Well, I'm working on a 3D platform type game. I've kinda been working on it 


on and off for ages. I estimate that it'll take about 2 months to finish. 
It would be pretty cool to get a 2nd game on the cover disc, so I'll make 
every effort to get it finished ASAP. 


Herbs 


—-MESSAGE FILE 5636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04360 


—-MESSAGE FILE 5637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004361 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 25 Jul 1999 04:20:19 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 33 

Message-ID: <7ne3a3$i4m1l0@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4S$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
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@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Scott, 


On the news section and on the newsgroups it has been 
stated plenty of times about deadlines. Everyone know 
that OPM gets released every month. Remember that we 
have to build these OPM discs months in advance! 


P.S. I always check the newsgroups twice daily. 


George@SCEE 


In article <7ndj3cSi4m6@chuka.playstation.co.uk>, scott.ward6@virgin.net 
says... 


>I thought you boys at Sony had enough Yaroze games to fill the demo disks up 
>to September? If so, what's the rush to get more games ready now? 

> 

>Maybe if you released more deadline dates for game entries it would give 
>Yaroze members something to work towards. 

> 

>Scott Ward. 

> 

>P.S. 

>I guess we'll see you answering more newsgroup threads, George, seen as 
>you're wanting more members to complete their games? ;0) 

> 


> 
> 
> 


—-MESSAGE FILE 5637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04361 


—-MESSAGE FILE 5638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004362 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: 25 Jul 1999 04:25:38 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <7ne3k2Si4m11@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4362 scee.yaroze.mydemos: 
460 


Hi Anthony, 

Nobody said programming was easy. Nobody said 
programming games was easy. Give it some time 

and something good will come out of it. Everyone 
struggles at the start...it's the finish that counts. 


George@SCEE 
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In article <gHEOsSEADrim3EwQJ@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.uk 
says... 


>There are too many time wasting activities and hurdles on the Yaroze and 
>these contribute to a loss of interest in the project. 


>Anthony Ross 


—-MESSAGE FILE 5638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04362 


-—-MESSAGE FILE 5639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004363 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 25 Jul 1999 04:31:01 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <7ne3u5$i4ml12@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> <7ndks5$i4m7@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hmmmmm....a very good quote...... 


George 


In article <7ndks5S$i4m7@chuka.playstation.co.uk>, alex@herbs.dabsol.co.uk 
says... 


>You are not going to get paid! You made a mistake in buying a NY if you 
>expect to get paid for anything you do with it. It's a HOBBY. It's not 
>work, and it's not a job. 


> 
>Herbs 
> 
> 
> 


—-MESSAGE FILE 5639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04363 


—-MESSAGE FILE 5640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004364 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 25 Jul 1999 04:33:50 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <7ne43e$i4m13@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdo$i4m3@chuka.playstation.co.uk> <7ndkt1$i4m8@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Herbs, 
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Great stuff, I can't wait to see it. I can't recall 

a 3D platform game has ever been done? I wanted to 

do a SuperMario 64 clone but..... other major projects 

at the moment. Let me know when you have a alpha or beta... 


George@SCEE 


In article <7ndkt1Si4m8@chuka.playstation.co.uk>, alex@herbs.dabsol.co.uk 
says... 


>Well, I'm working on a 3D platform type game. I've kinda been working on it 
>on and off for ages. I estimate that it'll take about 2 months to finish. 
>It would be pretty cool to get a 2nd game on the cover disc, so I'll make 
>every effort to get it finished ASAP. 

> 

> 

>Herbs 

> 


VV v 


—-MESSAGE FILE 5640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04364 


—-MESSAGE FILE 5641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004365 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 08:56:39 +0100 

Organization: I 

Lines: 203 

Message-ID: <GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4365 scee.yaroze.mydemos: 
461 


In article <7ndks5$i4m7@chuka.playstation.co.uk>, Alex Herbert 
<alex@herbs.dabsol.co.uk> writes 

> 

> 

> 

>Life's a bitch, huh? Other NY members have come across the same problems 
>and have written tools to help, and have been kind enough to share them with 
>us. 

Why aren't they in the tools section then? 

The point that I was making was that being caught out by this has often 
resulted in a major re-write of my data loading code in an attempt to 

find a non-existent fault (it encourages me to find nothing wrong with 

my code but infuriates me to find that such a simple problem has cost me 

an hour and a half of me precious spare time) 

>> 2) Having to make graphics and sounds in the first place (tiles, sound 

>> effects and stuff like that should be part of the boot CD) 

>> 
Ok I admit that this is a ridiculous complaint but the lack of a basic 
(decent) library of textures and basic object shapes leads to increased 
development time (and more of point 1) 

>But there are textures and GM sounds on the boot CD. Ok, they are limited 
>and quite poor really, but creating graphics and sounds are all part of game 
>creation, surely. 

> 
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>> 3) No code samples in the (and a lack of consistency in the way things 

>> are done in the tutorials) 

>> 

> 

>There's plenty of source code and information on the NY/members web site. 
>Personally, I found the manuals explained most things adequately, and where 
>the didn't, the FAQ and these newsgroups provided the answers. 

> 

>> 4) Not much info on game design and implementation 

>> 

> 

>Well, that's really down to each individual and their talents (or lack of). 
>The most fun aspect of programming is the problem solving - working out how 
>to translate your ideas into code and onto the screen. 

So you are telling me that articles on good and bad style (algorithms) 

and articles on game design submitted by SONY's vast array of developers 
would be a bad idea? 


>> 5) No proper tools to work with (sprite tools etc) 

>> 

> 

>It's up to you to source these tools. Pro developers have to do the same. 
>Besides, there have been several opportuninties to get fully blown graphics 
>packages (which usually cost more than the complete Yaroze package) for free 
>on cover discs of magazines etc. - information on which has often been given 
>on these newsgroups. 

I have some of the most fancy graphics packages available but none of 

these do the sort of things that programmers really need. These are 
specialist functions which make game design easier. 

Repeating tile creation. 

Tile map editors. 

Interactive sprite manipulation. 

etc. 

OK I could write these myself (and have done in the past on the PC) but 

why should I? We all bought into a game design club which SONY promised 

to support (I am not slagging off the support team but the amount of 
resources which SONY seem to be making available to them). 


SONY could (and probably do) have all of these developed internally by 
their coders. So why can't we have them? 

>> 6) No multitap libs (we all know that the good multi-player games can 
>> sometimes look poor but we accept this because they are so much fun so 
>> we could produce good 4-player games and people would overlook the poor 
>> graphics that home-coders produce) 

>> 

> 

>Agreed. It's a shame, but we can't have everything. 

I'm glad you agree but it's not just a shame it is a restrictive measure 
which will always make our stuff second best. 


>> 7) No incentive (if we give a submission for the magazine we get nothing 
>> and some mainstream coders can take our ideas and make a better 

>> version). 

>> SONY could have easily set up some deal with their developers (or at 


>> least established links) to have our work included on mainstream games 
>> as sub-games. The developers could then pay us a standard fee for our 
>> work. Equally, SONY could produce a compilation of the best work (say 


>> 10 games per disk) and sell them commercially with coders getting a 
>> royalty (or fixed fee) 


>The incentives are: fun, learning, and the fact that the NY project is a 
>proving ground for new talent, and therefore a possible way into the 
>industry. It is also very satisfying to get a game published on the OPM 
>cover disc, not to mention the recognition received. And, your arrogance 
>bemuses me. You really think that your ideas are too good to share without 
You are quite naive if you think that my attitude is pure arrogance and 

that nobody is ripping anybody off in the world (where intellectual 

property is concerned). I actually wouldn't mind having my ideas copied 
(imitation being a form of flattery) if I had already been rewarded for 

my efforts. 

>someone ripping them off and making a killing from them? Well, in that case 
>I suggest you start developing your ideas on the PC, then try and finda 
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>publisher. Or, try and get a job in the industry - but then, you need to 
Why can't we just find a publisher now? Again because of a restrictive 
measure! 

>prove yourself first to do that. 

I gave up needing to prove myself years ago. (after getting my honours 
degree in physics and masters in opto-electronics and optical 

information processing) 

So I'm not some snot-nosed kid who just wants to complain. I ama 
reasonably well-educated 31 year old who wants to see a bit more effort 
from SONY (it's called after sales care in most countries) 

>> 

>> We are supposed to solve these problems in our spare time and produce 

>> games in a matter of weeks. Mainstream PSX stuff is produced by teams 
>> and take months or years. 

>> 

> 

>It's what game designers/programmers (i.e. you) do - solve the problems. If 
I love solving the problems (I hate doing graphics and sounds) 
>you want it all done for you, then that already exists - they're called 
>commercial games and I believe you can pick them up for £20-50 at your local 
>games retailer. 

smart-—ass 

>We do it in our spare time bacause WE WANT TO. We do what we want, when we 
Why do we fart around on the Yaroze...because we want to....because we 

WANT “CO ատակ ւա (sounds like a song to me) 

>want and at the pace we want, and no one is expecting us to do anything 
>other than that. Nor is anyone expecting us to compete with professional 
>development teams. 

> 

>> I don't want to release something which looks like a load of cack but I 
>> don't want to give away something, which represents loads of my spare 

>> time, for no payment. 

>> 

> 

>If your talents don't live up to your own expectations then that's your 
>problem. 

This is an obvious baiting but I have to respond. 

This has nothing to do with my talents not matching my own expectations. 

It is to do with having a professional attitude to anything which you 

are prepared to attach your name to. 

>You are not going to get paid! You made a mistake in buying a NY if you 
>expect to get paid for anything you do with it. It's a HOBBY. It's not 
>work, and it's not a job. 

> 

>> What about a competition with some prizes? Sony are loaded so they can 
>> afford it. 

> 

>What like GDUK? 

I checked the site a few times this year and it seemed to only have info 
about last year. Is it running this year? 

>> Or did they only start the Yaroze program to generate new 

>> game ideas on the cheap! 

>> 

> 

>Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
>ideas. People with great ideas are two a penny. People who can put great 
>ideas to effect are those in demand. 

How do you know what people are doing at the moment? 

Not everyone has the time to write into the groups (or wants to talk 

about some project which they couldn't put a release date on). 

> 

>> Rant OVELK * * KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK KKK KK 
>> 

> 

>Thank {insert expletive here} for that. 

> 

>> Believe it or not I am actually producing a game for Yaroze but I am not 
>> sure how long it will take. If I had all the graphics and sounds done I 
>> could finish the code in a couple of weeks. However I have no idea when 
>> I will be finished because the graphics and sound are such a grey area 
>> (because they are down to your own personal standards and are limited by 
>> your tools and artistic ability) 

>> 
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>> 

>> My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 

>> 

>> 

> 

>Ah, now who's stealing who's ideas exactly? 

Every first person shooter hails back to Wolfenstein 3D or whatever came 
before it. What I said above was the closest example to what I'm doing. 
I could have just said puzzle game. 


Anyway I wouldn't do a straight clone since nobody would want it. And I 
wouldn't release any game that couldn't hold my own attention for at 

least 5 minutes. 

>Oh, I get it! This is a wind up isn't it? Had me fooled for a while there. 
You need to deal with your rage mucker! Get help soon! 


In your reply you showed absolutely no respect for someone who you don't 
even know and took a SUPERIOR tone at every possible opportunity. 


A REAL COMMUNITY SPIRIT 
>> 
>> 
>> Anthony Ross 

> 

> 

>Herbs 

(....must....resist...one-liner....urge..) 

> 

> 

> 

Don't feel the need to rely (I'm sure your wrist is very tired) 


Tony 
—-MESSAGE FILE 5641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04365 


-—-MESSAGE FILE 5642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004366 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 09:21:20 +0100 

Organization: I 

Lines: 40 

Message-ID: <v50tjJEAAksm3EwTG@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4366 scee.yaroze.mydemos: 
462 


In article <7ne3k2$i4m1l1@chuka.playstation.co.uk>, George Bain 
<george_bain@playstation.sony.com> writes 

>Hi Anthony, 

> 

>Nobody said programming was easy. Nobody said 

>programming games was easy. Give it some time 

>and something good will come out of it. Everyone 

>struggles at the start...it's the finish that counts. 

I'm not struggling....I just can't keep interest in a project which may 
not see the light of day before the PSX falls into a historical 
category. 
A bit more effort on SONY's part would go a long way to sorting out most 
of my gripes. (I just spent 5 days of my holiday messing around in 
3DStudio, then over to photoshop, then back to the yaroze, then back to 
photoshop etc. It's very annoying to feel that a project is going so 
slowly because of graphics problems) 

Perhaps there should have been a route for graphics and sound people to 
come into Yaroze instead of just programmers. 
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What about some freeware graphics and sound on the website? 

What about some articles? 

SONY could ask for donations from the mainstream developers. 


What about the multitap libs? 
What about new initiatives within the Yaroze project? 


Is there even somebody who you can raise these issues with? 


P.S. Thanks for your efforts with the support (it really is 
appreciated). 


The only time I ever had a coding query you sorted me out very quickly 
(unfortunately the reply was that there was a bug in the library) ...No 
jokes about Rentokil please! 


Anthony Ross 
—-MESSAGE FILE 5642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04366 


—-MESSAGE FILE 5643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004367 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 12:35:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7nesq6$i4m14@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwVZ@trsoft.demon.co.uk> 
NNTP-Posting-Host: pFDs04a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4367 scee.yaroze.mydemos: 
463 


> I gave up needing to prove myself years ago. (after getting my honours 
> degree in physics and masters in opto-electronics and optical 

> information processing) 

> So I'm not some snot-nosed kid who just wants to complain. 1 ama 

> reasonably well-educated 31 year old who wants to see a bit more effort 
> from SONY (it's called after sales care in most countries) 

It seems to me you signed up with unrealistic expectations of what Net 
Yaroze is about. 


>Why can't we just find a publisher now? Again because of a restrictive 
>measure! 


http: //www.netyaroze-europe.com/yaroze/newmembers/terms.htm 


Why did you sign up having read the terms and conditions? Commercial 
distribution was never an option. You expect publishers/Sony to distribute 
your game free of charge and pay you royalties?! Why should they? Unless 
the game is an inspired work of genius, there's just no way a publisher 
could ever hope to recover it's costs (duplication, distribution, 
advertising, QA etc) and make any money out of it. And making money is, 
after all, the only incentive for doing /anything/... 


I'm no graphics artist/sound engineer either, so do the best I can. I never 
expected to be spoon-fed by SONY anyway. 
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> >You are not going to get paid! You made a mistake in buying a NY if you 
> >expect to get paid for anything you do with it. It's a HOBBY. It's not 
> >work, and it's not a job. 


This is the bottom line. 


I look forward to playing your game :-) 
Derek 


> Tony 


-—-MESSAGE FILE 5643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04367 


—-MESSAGE FILE 5644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004368 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 12:23:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7netfb$i4m15@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1@chuka.playstation.co.uk> <v50t JEAAksm3EwTG@trsoft.demon.co.uk> 
NNTP-Posting-Host: p48-jay-gui.tch.virgin.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4368 scee.yaroze.mydemos: 
464 


Hi George, 


Poop. It seems that the irregularity of my newsgroup reading has buggered me 
again. Anyway, if it's any help, I'm going to put the finished version of 
Arena2 up on my page, maybe you could consider it for OPM? 


Cheers, 


(A very hopeful) Tom 


—-MESSAGE FILE 5644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04368 


—-MESSAGE FILE 5645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004369 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 12:29:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7netqa$i4ml6@chuka.playstation.co.uk> 

References: <7n7n4fS6tné6@chuka.playstation.co.uk><gHEOSEADrim3EwQJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1@chuka.playstation.co.uk> <v50t JEAAksm3EwTG@trsoft.demon.co.uk> 
NNTP-Posting-Host: p48-Jjay-gui.tch.virgin.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4369 scee.yaroze.mydemos: 
465 


Doh! 
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I forgot to ask, where's the doc that says what the restrictions are on the 
games we submit (you know the one about the title screen and things)? 


Cheers, 


Tom 


—-MESSAGE FILE 5645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04369 


—-MESSAGE FILE 5646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004370 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 13:35:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7nf09k$Si4m17@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1l@chuka.playstation.co.uk> <v50tjJEAAksm3EwTG@trsoft.demon.co.uk> <7ne 
tqa$i4ml6@chuka.playstation.co.uk> 

NNTP-Posting-Host: p43s13a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4370 scee.yaroze.mydemos: 
466 


Tom <tm7130@bristol.ac.uk> wrote in message 

news: 7netgqa$i4ml1l6@chuka.playstation.co.uk... 

> Doh! 

> 

> I forgot to ask, where's the doc that says what the restrictions are on 
the 

> games we submit (you know the one about the title screen and things)? 


http: //www.netyaroze-europe.com/yaroze/docs/yartrcel0-.htm 


—-MESSAGE FILE 5646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04370 


—-MESSAGE FILE 5647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004371 

Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 13:15:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7nfOha$i4m18@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1l@chuka.playstation.co.uk> <v50t jJEAAksm3EwTG@trsoft.demon.co.uk> <7ne 
tqaSi4m1l6@chuka.playstation.co.uk> <7nf09kSi4m17@chuka.playstation.co.uk> 
NNTP-Posting-Host: p272-penguin-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4371 scee.yaroze.mydemos: 
467 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 


Net Yaroze newsgroups message dump.txt Page 3633 
news: 7nf09k$i4m17@chuka.playstation.co.uk... 
> http://www.netyaroze-europe.com/yaroze/docs/yartrcel0-htm 


Thanks, I was being a bit dense there. My page has just been updated with 
the release version of Arena2 as well as a few other odds and ends. 


Cheers, 


Tom 


—-MESSAGE FILE 5647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04371 


—-MESSAGE FILE 5648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004372 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 13:46:10 +0100 

Organization: I 

Lines: 34 

Message-ID: <WFgjsBAScwm3EwxD@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4m14@chuka.playstation.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4372 scee.yaroze.mydemos: 
468 


In article <7nesq6$i4ml14@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>I'm no graphics artist/sound engineer either, so do the best I can. I never 
>expected to be spoon-fed by SONY anyway. 

Nor did I but I did expect a big company to follow-up a project and make 

it easier to get things done. What would it cost them anyway? 


Remember that I first posted because there was a hint that even the OPM 
disk thing was going to stop if we didn't all get busy. 


Don't get me wrong Derek. I did read the restrictions in the sign-up 
documentation and knew then what the situation was. What surprised me 
was the lack of any links to a commercial avenue and any improvements in 
the situation since I signed (SONY tout themselves as a cool and 
progressive company and yet they restrict what we can do in our games) 


Anyone can slag off another member of this group but explain to my why 
the lifting of the restrictions and provision of a better set of tools 
would be a bad thing at this stage. 


> 

>This is the bottom line. 
> 
>I look forward to playing your game :-) 

I feel that you are more interested in slating my efforts which will 
probably result in the completion date slipping even further (I am 
putting quite enough pressure on myself without you adding to it) 


It was perhaps foolish of me to expect anything more in the way of 
support for my wild and outlandish ideas in these groups. 


The group does say freetalk (I thought I was allowed). 


Anthony Ross 
—-MESSAGE FILE 5648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04372 
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—-MESSAGE FILE 5649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004373 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: complaints 

Date: 25 Jul 1999 13:13:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <01lbed690Sbf2bb560SLocalHost @pal-s-—omnibook> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQJ@trsoft.demon.co.u 
k> <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwV2Z@trsoft.demon.co.uk> 
NNTP-Posting-Host: Marseille-4-245.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4373 scee.yaroze.mydemos: 
469 


> I have some of the most fancy graphics packages available but none of 

> these do the sort of things that programmers really need. These are 

> specialist functions which make game design easier. 

> Repeating tile creation. 

> Tile map editors. 

> Interactive sprite manipulation. 

> etc. 

> OK I could write these myself (and have done in the past on the PC) but 
> why should I? We all bought into a game design club which SONY promised 
> to support (I am not slagging off the support team but the amount of 

> resources which SONY seem to be making available to them). 


If I were a games company looking for a programmer, and a candidate told me 

"I made a map editor on the PC, but I'm not able to use it for my NY 
programs", I would be very amazed, and he'd have a hard day convincing me 
that he's a competent coder. 


> 7) No incentive 


I hope the guys who originated the NY project won't ever read this. I hope 
the guys at Sony who are currently considering the possibility of a NY2 do 
not read this. What an insult. 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


V V V V V V 


I agree with you here. It is very easy to say that producing data is part 
of the job, and it is obviously part of the design (Silent Hill without 
textures or sound ?) ; however, people who bought a NY want to be either 
programmers or game designers. What I personnally want to achieve with NY 
is giving a playable shape to my ideas, and I do not have the time or 
talent to produce even ugly but recognizable graphics or sounds. Just 
consider how many images you need to put in a simple Bomberman clone... 
Maybe Sony should have looked closer at the possibility of providing us 
with a lot of basic data useful for various games. Maybe too, we just can 
find free data on the Internet. Some of us even rip data off commercial 
games. 

But had Sony given us those images and sounds, most NY games would have 
used them, and that would be no good for the image of NY - I don't think 
anyone would be pleased to discover the NY game of the month on OPSM to 
find it has exactly the same graphics and sounds as the previous one, and 
Sony surely cares about that. 

I think the best thing Sony could have done is actively interfacing the NY 
members with amateur artists via the Internet. I don't know how, however. 
An official web site where the advantages of working with yarozers would be 
detailed (although the fact that a distant partner would have few chances 
of ever seeing its work in-game may keep away many people), with 
screenshots of games, linked to a public newsgroup where artists could post 
sample work, and yarozers tell what they need for their games ? 
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(Maybe we could start discussing this, what do you everybody think ? If not 
for NY1 (too late), maybe for NY2 ?) 


pal (palpalpalpal@hotmail.com) 


-—-MESSAGE FILE 5649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04373 


—-MESSAGE FILE 5650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004374 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 16:16:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7nf90aSi4m20@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ndks5$i4m7@chuka.playstation.co.uk><GJpn$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq 
6$i4m14@chuka.playstation.co.uk> <WFgjsBAScwm3EwxXD@trsoft.demon.co.uk> 
NNTP-Posting-Host: pC8s13a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4374 scee.yaroze.mydemos: 
470 


> >I look forward to playing your game :-) 


> I feel that you are more interested in slating my efforts which will 
> probably result in the completion date slipping even further (I am 
> putting quite enough pressure on myself without you adding to it) 


/No one/ on these newsgroups has any interest in slating your work or 
slagging you off. What would be the point? It'd be a great shame for 
everyone if you didn't complete your game. 


Everything I said was said with the utmost sincerity. The :-) was to try 
and show a little goodwill. 


>It was perhaps foolish of me to expect anything more in the way of 
>support for my wild and outlandish ideas in these groups. 


I'm surprised you weren't expecting the hefty backlash resulting from your 


original post. It was simply a result of the way you put your points 
across. None of what you said was particularly controversial - we've all 
had the problems you mention - but almost all can be overcome by putting in 


a the necessary leg-work. Your original post /implied/ you couldn't be 
bothered to do this, and that's why some members were a little irritated. 


Anyway, you've certainly provoked an interesting discussion/arguement. The 
newsgroups certainly needed one :-) 


>The group does say freetalk (I thought I was allowed). 
Sure. But people are just as entitled to disagree with you. 
Good luck with your game. 


Derek 


-—-MESSAGE FILE 5650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04374 


—-MESSAGE FILE 5651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004375 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 17:10:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <7nfcvoSi4m21@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4S$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npSi4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-73.zirconium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well I'm working on a turn based strategy thing at the mo, pretty old-school 
but it's shaping up well, another couple of months I should think. 


One thing I was wondering: what are the rules on using ripped graphics or 
game concepts? Could a user write a copy of another game like used to 
happen on old Amiga Coverdisk PD games, i.e. a version of asteroids of 
defender or maybe something a bit more recent? How old would the game have 
to be before it could be straight copied? And what are the rules about 
using graphics ripped from other games? 1 remember Super Bub contained some 
ripped graphics, did these have to be taken out? 


Cheers 
Matt 


> 

>George Bain <george_bain@playstation.sony.com> wrote in message 
>news: 7nd2np$i4m5@chuka.playstation.co.uk... 

>> Hi Johan, 

>> 

>> I also have to say that I don't look for an 

>> incredible outstanding game. I look for a game 

>> that is very playable and I know that the NY member 
>> put alot of work into it. I don't expect members 
>> to put years into a game. We just want to showcase 
>> the best possible NY games produced. 

>> 

>> Regards, 


>> George@SCEE 


>I thought you boys at Sony had enough Yaroze games to fill the demo disks 
up 

>to September? If so, what's the rush to get more games ready now? 

> 

>Maybe if you released more deadline dates for game entries it would give 
>Yaroze members something to work towards. 

> 

>Scott Ward. 

> 

>P.S. 

>I guess we'll see you answering more newsgroup threads, George, seen as 
>you're wanting more members to complete their games? ;0) 

> 


> 
> 
> 


—-MESSAGE FILE 5651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04375 
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-—-MESSAGE FILE 5652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004376 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 17:53:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <7nffb3Si4m22@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7ne3a3$i4m1l0@chuka.playstation.co.uk> 

NNTP-Posting-Host: p33-spurfowl-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7ne3a3$i4m1l0@chuka.playstation.co.uk... 


> 

> Hi Scott, 

> 

> On the news section and on the newsgroups it has been 
> stated plenty of times about deadlines. Everyone know 
> that OPM gets released every month. Remember that we 
> have to build these OPM discs months in advance! 

> 

> P.S. I always check the newsgroups twice daily. 

> 

> George@SCEE 

George, 


I meant how about releasing future deadlines earlier. Say, 
the next two or three dates so people who are currently working on games 
have something to work towards. It might help Yaroze members plan out their 
time better instead of reading a two/three week deadline (or in this case, 
one day ;0)) and not bothering to do anything because they know they wont 
get it finished in time. 

I'm currently working on a game but I'm only a novice so it would help me to 
plan my time out better if I knew the next few deadlines (it seems to take 
me ages to complete the simplest of tasks). Yes, I know OPM is released 
monthly but for some reason I seem to work better when I have specific dates 
in mind. 


I've only been a Yaroze member for the last few months so me of all people 
wants the fame game to continue. After a short time out from programming I'm 
starting to get back into the swing of things so I'll try to get a game 
ready for you in about a month or so. I only hope the fame game's still 
running. 


Good luck finding something for the cover disk, 


Scott Ward. 


—-MESSAGE FILE 5652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04376 


—-MESSAGE FILE 5653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004377 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 00:04:51 +0100 
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Organization: I 

Lines: 12 

Message-ID: <qcg8qBATg5m3EwBe@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4m14@chuka.playstation.co.uk> 
<WFgjsBAScwm3EwxXD@trsoft.demon.co.uk> <7nf90aS$i4m20@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4377 scee.yaroze.mydemos: 
471 


In article <7nf90aSi4m20@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>Sure. But people are just as entitled to disagree with you. 

> 

>Good luck with your game. 

> 

>Derek 

Sorry if we got our wires crossed mate. 


All the best! 


Anthony Ross 
-—-MESSAGE FILE 5653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04377 


—-MESSAGE FILE 5654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004378 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: complaints 

Date: Mon, 26 Jul 1999 00:29:51 +0100 

Organization: I 

Lines: 85 

Message-ID: <8cP5aGAv35m3EwiF@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnSDA3Msm3EwVZ@trsoft.demon.co.uk> 
<O0lbed690Sbf2bb560SLocalHost @pal-s-—omnibook> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4378 scee.yaroze.mydemos: 
472 


In article <01lbed690Sbf2bb560SLocalHost@pal-s-omnibook>, pal 
<palpalpalpal@hotmail.com> writes 

>> I have some of the most fancy graphics packages available but none of 
>> these do the sort of things that programmers really need. These are 

>> specialist functions which make game design easier. 

>> Repeating tile creation. 

>> Tile map editors. 

>> Interactive sprite manipulation. 

>> etc. 

>> OK I could write these myself (and have done in the past on the PC) but 
>> why should I? We all bought into a game design club which SONY promised 
>> to support (I am not slagging off the support team but the amount of 


>> resources which SONY seem to be making available to them). 

> 

>If I were a games company looking for a programmer, and a candidate told me 
>: "I made a map editor on the PC, but I'm not able to use it for my NY 


>programs", I would be very amazed, and he'd have a hard day convincing me 
>that he's a competent coder. 

Come on now....any tit can surely write a map editor. The point that I 
was making was that "why should we re-invent the wheel". Such simple 
tasks are things which would be easy for the company to have ready for 

us in a few weeks but it was often left up to generous NY members to 
produce the tools. 

>> 7) No incentive 
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> 

>I hope the guys who originated the NY project won't ever read this. I hope 
>the guys at Sony who are currently considering the possibility of a NY2 do 
>not read this. What an insult. 

I can't believe that you see this as an insult and not an indication of 
what many of us could do with. I wonder how many more fantastic games 

we could all produce if things were made just a little more straight 
forward and less restrictive. 


There is one thing which will convince SONY that NY2 is worth a go and 
that is 'will it be any more of a success than NY1. If we all stand and 
just suck up to SONY and say that they gave it all it needed then they 
may say 'why bother' (I have PSX owning friends who don't even know what 
NY is). 


SONY really need to know what we all need to get this stuff done 
efficiently (and quickly). 

> 
>> Believe it or not I am actually producing a game for Yaroze but I am not 
>> sure how long it will take. If I had all the graphics and sounds done I 
>> could finish the code in a couple of weeks. However I have no idea when 
>> I will be finished because the graphics and sound are such a grey area 
>> (because they are down to your own personal standards and are limited by 


>> your tools and artistic ability) 

> 

>I agree with you here. It is very easy to say that producing data is part 
>of the job, and it is obviously part of the design (Silent Hill without 


>textures or sound ?) ; however, people who bought a NY want to be either 
>programmers or game designers. What I personnally want to achieve with NY 
>is giving a playable shape to my ideas, and I do not have the time or 
>talent to produce even ugly but recognizable graphics or sounds. Just 
>consider how many images you need to put in a simple Bomberman clone... 
>Maybe Sony should have looked closer at the possibility of providing us 
>with a lot of basic data useful for various games. Maybe too, we just can 
>find free data on the Internet. Some of us even rip data off commercial 
>games. 

>But had Sony given us those images and sounds, most NY games would have 
>used them, and that would be no good for the image of NY - I don't think 
>anyone would be pleased to discover the NY game of the month on OPSM to 
>find it has exactly the same graphics and sounds as the previous one, and 
>Sony surely cares about that. 

Yes but you could use character shapes and things as basic ideas around 
which to build your code (I wouldn't dream of just cogging out last 

weeks graphics and sounds but it would allow us to keep going with the 
coding if we had a suitable image to insert in the mean time) 

>I think the best thing Sony could have done is actively interfacing the NY 
>members with amateur artists via the Internet. I don't know how, however. 
>An official web site where the advantages of working with yarozers would be 
>detailed (although the fact that a distant partner would have few chances 
>of ever seeing its work in-game may keep away many people), with 
>screenshots of games, linked to a public newsgroup where artists could post 
>sample work, and yarozers tell what they need for their games ? 

> 
>(Maybe we could start discussing this, what do you everybody think ? If not 
>for NY1 (too late), maybe for NY2 ?) 

I think that this is an excellent idea (similar to one I mentioned in 
another post) 


Thanks for the input. 


Anthony Ross 
—-MESSAGE FILE 5654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04378 


—-MESSAGE FILE 5655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004379 

Path: chuka.playstation.co.uk!news 

From: "Ghost Technical Support" <support@ghost.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 13:17:13 +1200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 16 

Message-ID: <7ngcud$i4m25@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdo$i4m3@chuka.playstation.co.uk> 

NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4379 scee.yaroze.mydemos: 
473 


Johan MacLeod wrote in message <7nckdoSi4m3@chuka.playstation.co.uk>... 


> If everyone who is currently writing a game could reply to this group, 
>we could see how many people are coding at the moment. 

> I am finishing off a game myself (snake). It would be a great pity if 
NY 


>games were to stop appearing on the OPM coverdisk, so lets do something 
>about it! 


I'm finishing off a defender style game at the moment. 


..Chuck.. 


—-MESSAGE FILE 5655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04379 


—-MESSAGE FILE 5656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004380 

Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 14:00:42 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7ngffrSi4m26@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7ngcud$i4m25@chuka.playstation.co.uk> 
NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4380 scee.yaroze.mydemos: 
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I appear to have used the wrong settings in this message... please don't 
reply to author, it will go somewhere completely innappropriate. 


Ghost Technical Support wrote in message 
<7Tngcud$i4m25@chuka.playstation.co.uk>... 


> 

>Johan MacLeod wrote in message <7nckdoSi4m3@chuka.playstation.co.uk>... 

>> If everyone who is currently writing a game could reply to this group, 
>>we could see how many people are coding at the moment. 

>> I am finishing off a game myself (snake). It would be a great pity if 
>NY 


>>games were to stop appearing on the OPM coverdisk, so lets do something 
>>about it! 

> 

> 

>I'm finishing off a defender style game at the moment. 

> 

.-Chuck.. 


> 
> 
> 
> 


Net Yaroze newsgroups message dump.txt Page 3641 


—-MESSAGE FILE 5656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04380 


—-MESSAGE FILE 5657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004381 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invaders 

Date: Mon, 26 Jul 1999 03:35:28 +0000 

Organization: Identical Software 

Lines: 7 

Message-ID: <379BD780.120577C4@identicalsoftware.com> 

References: <3748537B.4DA98950@identicalsoftware.com> 
NNTP-Posting-Host: 207.60.36.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.2.5-22 i586) 


Well no one from the SCEE responded so I put the cleaned up invaders 
code on my SCEA site. 

http: //www.scea.sony.com/net/yaroze/pages/ftp/dpayne/invaders.zip 
I haven't gotten around to making a web page for it. 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 5657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04381 


—-MESSAGE FILE 5658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004382 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 18:34:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <932927650.199670712@news.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4ml14@chuka.playstation.co.uk> <WFgjs 
BAScwm3EwXD@trsoft.demon.co.uk> 

NNTP-Posting-Host: d4-s39-41-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4382 scee.yaroze.mydemos: 
475 


Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 

>In article <7nesqé6$i4ml4@chuka.playstation.co.uk>, Derek da Silva 
><dasi@eidosnet.co.uk> writes 

>>I'm no graphics artist/sound engineer either, so do the best I can. I = 
never 

>>expected to be spoon-fed by SONY anyway. 

>Nor did I but I did expect a big company to follow-up a project and make 
>it easier to get things done. What would it cost them anyway? 

> 

>Remember that I first posted because there was a hint that even the OPM 
>disk thing was going to stop if we didn't all get busy. 

> 

>Don't get me wrong Derek. I did read the restrictions in the sign-up 
>documentation and knew then what the situation was. What surprised me 
>was the lack of any links to a commercial avenue and any improvements in 
>the situation since I signed (SONY tout themselves as a cool and 
>progressive company and yet they restrict what we can do in our games) 

> 

>Anyone can slag off another member of this group but explain to my why 


Net Yaroze newsgroups message dump.txt 


>the lifting of the restrictions and provision of a better set of tools 
>would be a bad thing at this stage. 


It's a fact of life that the tools in the games industry are one of: 
1) Expensive 

2) Not up to the job 

ՑԻ. 

3) Written yourself. 


As a (ex) professional PSX programmer, I can honestly say that the 
professional tools weren't that much better than the yaroze ones 
(the specific case of the PA devkit excepted). 


No-one had really cool toolsets to work with, everyone had to write 
their own. Sony do provide a graphic artist toolset, but to be honest 
it sucks. Only good thing about it is that you can get a driver for 
3DS Max or Alias to render on it directly as a preview. But then, 
RsdANIM has that as well if you set it up correctly (and I gave that 
away). 


Among the better tools that folks have written to help are: 

By me: 

RSdANIM 3D animator (grin) 

ARS File Server 

ARS2K (linux hosted fileserver with improved comms protocol) 

By Maurice Sibrandi: 

Yaroze Master (nice IDE, with built in ARS protocol server) 

By Steve Dunn: 

NiceARS (ARS server for NT) 

By Other People: 

Several map editors, inculding a lovely one by Mobius Codeworks 
Auto-file layout tools to aviod recalculating the address of stuff in 
memory. 

A linux or BSD Unix hosted development environment 

A GNU debugger for Action Replay use. 

Lots of other stuff...... you just gotta ask..... 


>I feel that you are more interested in slating my efforts which will 
>probably result in the completion date slipping even further (I am 
>putting quite enough pressure on myself without you adding to it) 


Show us a few screenshots, maybe a bit of code.... 


>It was perhaps foolish of me to expect anything more in the way of 
>support for my wild and outlandish ideas in these groups. 

> 

>The group does say freetalk (I thought I was allowed). 


You are, but folks are allowed to put forward their own response 
to your views as well. 


>Anthony Ross 


The only thing that I think would be at all constuctive for Sony 

to do now is release the full monty library set (it does exist in a form 
that will work with GNU linker, as it's the same as the CodeWarrior 
releases). It cann't hurt - any hacker's who want it have it already, 
and you can build some pretty cool yaroze stuff with it. 


If someone at SCEE wants to mail me the link map for the loadable 


library on the yaroze disc I'll do a stub library for them..... (that avio= 
ds 
the larger code size and download times you'd get if you linked 


with the proper libraries). 


Craig Graham. 
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—-MESSAGE FILE 5658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04382 


—-MESSAGE FILE 5659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004383 
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Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 26 Jul 1999 08:14:53 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 74 

Message-ID: <7nh5dt$i4m27@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> <v50tj 

EAAksm3EwTG@trsoft.demon.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <v50tjJEAAksm3EwTG@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.uk 
says... 

>I'm not struggling....I just can't keep interest in a project which may 
>not see the light of day before the PSX falls into a historical 
>category. 


I'm not forcing anyone to do a OPM game.... 

The point I was trying to get across was that I was running 
dry of NY games to put on OPM. If I have no games then we 
have to stop OPM...it's rather logical. 


>A bit more effort on SONY's part would go a long way to sorting out most 


>of my gripes. (I just spent 5 days of my holiday messing around in 
>3DStudio, then over to photoshop, then back to the yaroze, then back to 
>photoshop etc. It's very annoying to feel that a project is going so 


>slowly because of graphics problems) 
>Perhaps there should have been a route for graphics and sound people to 
>come into Yaroze instead of just programmers. 


We did have the dxf2rsd and rsd2tmd converters but yes, I know people 
wanted more. But we did have the file formats documentation that 

any NY member could have made their own tools. In fact many members did. 
Even check free 3D packages that members post on the newsgroups. Some 
magazine every month is giving something away for free.... 


>What about some freeware graphics and sound on the website? 

You have the NY cd that came bundled with your NY. Their are lots 

of models and textues to use. Look through some members pages and 

you can find lots that are free. Or do a simple two second search on the 
Internet.. 

>What about some articles? 

Same as above. Or look at previous newsgroup postings. 


>SONY could ask for donations from the mainstream developers. 


We did, in fact their were some posting on the newsgroups and 
in the news section of people wanting to work with NY members. 


>What about the multitap libs? 
It's never going to happen. Surly all the other controllers are 
more then enough to support in your games? What's wrong with a good 


two player game? Besides 99% of members use one player not two! 


>What about new initiatives within the Yaroze project? 


We have the OPM cover disc! You can have your game in the hands of 
nearly 600,000 OPM magazine buyers in Europe in a single month. 


How many professional developers can claim that their FULL game (not a demo,or 
illegal copy) is in the hands of that many gamers? Not very many...it even 
took the mighty Quake II several months to hit a million. 
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>Is there even somebody who you can raise these issues with? 
Yes, me. 


>P.S. Thanks for your efforts with the support (it really is 
>appreciated). 


Not a problem. Լ try my best to help NY members....even DenNIS :) 
>The only time I ever had a coding query you sorted me out very quickly 


>(unfortunately the reply was that there was a bug in the library)...No 
>jokes about Rentokil please! 


>Anthony Ross 


—-MESSAGE FILE 5659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04383 


-—-MESSAGE FILE 5660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004384 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 11:52:39 +0100 

Organization: I 

Lines: 50 

Message-ID: <9mYZkDA33Dn3EwJX@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4m14@chuka.playstation.co.uk> 
<WFgjSBAScwm3EwXD@trsoft.demon.co.uk> 
<932927650.199670712@news.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4384 scee.yaroze.mydemos: 
476 


In article <932927650.199670712@news.playstation.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> writes 

>It's a fact of life that the tools in the games industry are one of: 
>1) Expensive 

>2) Not up to the job 

POT 

>3) Written yourself. 

All the more point for someone to sort out decent tools then 

>As a (ex) professional PSX programmer, I can honestly say that the 
>professional tools weren't that much better than the yaroze ones 
>(the specific case of the PA devkit excepted). 

> 

I understand but the pro's have full-time on their side (we need the 
quick stuff) 

>Among the better tools that folks have written to help are: 

>By me: 

>RsdANIM 3D animator (grin) 

>ARS File Server 

>ARS2K (linux hosted fileserver with improved comms protocol) 
>By Maurice Sibrandi: 

>Yaroze Master (nice IDE, with built in ARS protocol server) 
> 
> 


By Steve Dunn: 

NiceARS (ARS server for NT) 

>By Other People: 

>Several map editors, inculding a lovely one by Mobius Codeworks 
>Auto-file layout tools to aviod recalculating the address of stuff in 
>memory. 

>A linux or BSD Unix hosted development environment 

>A GNU debugger for Action Replay use. 

>Lots of other stuff...... you just gotta ask..... 

Thanks for the list (would I be right in saying that I need the Pro 
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Action Replay and PC Comms Link for some of these) 


We need links to the pages containing these from the main tools section. 
>>I feel that you are more interested in slating my efforts which will 
>>probably result in the completion date slipping even further (I am 
>>putting quite enough pressure on myself without you adding to it) 

> 

>Show us a few screenshots, maybe a bit of code.... 

I promise that I'll get something up soon. 

>The only thing that I think would be at all constuctive for Sony 

>to do now is release the full monty library set (it does exist in a form 
>that will work with GNU linker, as it's the same as the CodeWarrior 
>releases). It cann't hurt - any hacker's who want it have it already, 
>and you can build some pretty cool yaroze stuff with it. 


I can't see it happening Craig but thanks for the input. 


Anthony Ross 
—-MESSAGE FILE 5660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04384 


—-MESSAGE FILE 5661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004385 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 15:30:00 +0100 

Organization: I 

Lines: 100 

Message-ID: <ISPUZGAoDHn3EwMf@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <7nh5dt$i4m27@chuka.playstation.co.uk>, George Bain 
<george_bain@playstation.sony.com> writes 

>I'm not forcing anyone to do a OPM game.... 

>The point I was trying to get across was that I was running 

>dry of NY games to put on OPM. If I have no games then we 

>have to stop OPM...it's rather logical. 

If there are no games then that disk goes out without a game. It 
doesn't have to mean that the whole thing stops (that would only happen 
if OPM stopped circulating) 


>>A bit more effort on SONY's part would go a long way to sorting out most 


>>of my gripes. (I just spent 5 days of my holiday messing around in 
>>3DStudio, then over to photoshop, then back to the yaroze, then back to 
>>photoshop etc. It's very annoying to feel that a project is going so 


>>slowly because of graphics problems) 

>>Perhaps there should have been a route for graphics and sound people to 
>>come into Yaroze instead of just programmers. 
> 

>We did have the dxf2rsd and rsd2tmd converters but yes, I know people 
>wanted more. But we did have the file formats documentation that 
>any NY member could have made their own tools. In fact many members did. 
>Even check free 3D packages that members post on the newsgroups. Some 
>magazine every month is giving something away for free.... 

Links to these should be documented as a bare minimum level of support! 

> 

>>What about some freeware graphics and sound on the website? 

> 

>You have the NY cd that came bundled with your NY. Their are lots 

You could probably load everything on the cd and still have room for a 
whole game worth of data (hardly a massive selection) 

>of models and textues to use. Look through some members pages and 

>you can find lots that are free. Or do a simple two second search on the 
I thought that the whole point of it being on the CD was to improve 
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loading times etc. 

>Internet.. 

Of course I can search the net (and indeed spent long hours doing so in 
my DirectX days and before that in my ModeX days) but 2 seconds would 
suggest that you have the Sandra Bullock version of the NET in your 
house (where everything happens instantly and you never get dodgy links 
or links suggesting that something is free but is actually not free or 
links which promise the earth and turn out to be crap) 


And anyway none of these activities would get them onto the CD 

>>What about some articles? 

> 

>Same as above. Or look at previous newsgroup postings. 

You are suggesting that I work from NET based articles on writing for 
the PLAYSTATION? (isn't that a bit dodgy from your point of view?) 


Actually the underground scene might be the best place to look for the 
sort of things that many of us are after. (Tools etc.) 

(I heard once that it was possible to burn your own CD and append all 
the necessary files for your game to run on a chipped machine) 

>>SONY could ask for donations from the mainstream developers. 

> 

>We did, in fact their were some posting on the newsgroups and 

>in the news section of people wanting to work with NY members. 


> 

>>What about the multitap libs? 

> 

>It's never going to happen. Surly all the other controllers are 


>more then enough to support in your games? What's wrong with a good 
I would gladly give up all support for other controllers (many are just 
gimmicks anyway with the exception of analogue control) 

>two player game? Besides 99% of members use one player not two! 
Interaction being more powerful than (graphics we don't have) 

>>What about new initiatives within the Yaroze project? 

> 

>We have the OPM cover disc! You can have your game in the hands of 
New Initiatives! 

>nearly 600,000 OPM magazine buyers in Europe in a single month. 

I do actually like the idea (but why was there not a feedback system 
which determined the commercial viability, of an OPM demo becoming a 
full game, from those who had tried it)..... 7) 


I find it very hard to believe that there aren't Yaroze coders (I am not 
currently one of them) who have good games ready and waiting but think 
that they have a novel idea or design and so only show it at interviews 
and to potential purchasers (ie. software houses the want to sell it 
over to for development). Many of these might respond to a financial 
incentive to release it (with a circulation like that perhaps OPM could 
agree to pay a fee {and back-date it to previous entries}) 


Do they pay for the PRO demos? 


>How many professional developers can claim that their FULL game (not a demo,or 
>illegal copy) is in the hands of that many gamers? Not very many...it even 
>took the mighty Quake II several months to hit a million. 

Think how many the would have hit if it had been on the cover of some 

magazine ;) 


>>Is there even somebody who you can raise these issues with? 

> 

>Yes, me. 

It just amazes me that they are not prepared to try anything new and 
sounds rather like a situation where technical support is the only 
allocation of cash nowadays. 


Anthony Ross 
-—-MESSAGE FILE 5661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04385 


—-MESSAGE FILE 5662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004386 
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Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 13:17:10 -0700 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <ldvjw36.wlk1zk8jrof8N@user-33qthnj.dialup.mindspring.com> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7ndkt1lSi4m8@chuka.playstation.co.uk> <7ne43eSi4ml 
3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user-33qthnj.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


i'm working on a 3d platform-type game too.... 


BIW, i've only very recently become aware of the OPSM cover disc, being 
a US-based yarozer. i think you mentioned that the competition was open 
to yarozers worldwide? but of course i'd have to have a PAL version.... 


what i've got so far, in a pre-alpha stage, is available at 
<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1l> 
...but it's NTSC only at the moment i'm afraid. 


gee, i should visit the SCEE yaroze site more often. you guys seem to 
have better support than over here. 


George Bain <george_bain@playstation.sony.com> wrote: 


> Hi Herbs, 

> 

> Great stuff, I can't wait to see it. I can't recall 

> a 3D platform game has ever been done? I wanted to 

> do a SuperMario 64 clone but..... other major projects 

> at the moment. Let me know when you have a alpha or beta... 

> 

> George@SCEE 

> 

> 

> In article <7ndkt1$i4m8@chuka.playstation.co.uk>, alex@herbs.dabsol.co.uk 
> says... 

> 

> >Well, I'm working on a 3D platform type game. I've kinda been working on it 
> >on and off for ages. I estimate that it'll take about 2 months to finish. 
> >It would be pretty cool to get a 2nd game on the cover disc, so I'll make 
> >every effort to get it finished ASAP. 

>> 

>> 

> >Herbs 

>> 

>> 

>> 

>> 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 5662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04386 


—-MESSAGE FILE 5663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004387 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 13:28:58 -0700 

Organization: SCEA News Server 

Lines: 50 
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Message-ID: <ldvjxdb.lidkljkekgd8gN@user—33qthnj.dialup.mindspring.com> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7ndkt1lSi4m8@chuka.playstation.co.uk> <7ne43eSi4ml 
3@chuka.playstation.co.uk> <ldvjw36.wlk1zk8jrof8N@user-33qthnj.dialup.mindspring.com 
> 

NNTP-Posting-Host: user-33qthnj.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


wayne a. lee <wal@blarg.net> wrote: 


oops, i guess i should also list the SCEE mirror-equivalent: 
<http://www.netyaroze-europe.com/yaroze_scea/pages/wlee.html> 


> i'm working on a 3d platform-type game too.... 

> 

> BIW, i've only very recently become aware of the OPSM cover disc, being a 
> US-based yarozer. i think you mentioned that the competition was open to 
> yarozers worldwide? but of course i'd have to have a PAL version.... 

> 

> what i've got so far, in a pre-alpha stage, is available at 

> <http://www.scea.sony.com/net/yaroze/pages/wlee.html> ...but it's NTSC 

> only at the moment i'm afraid. 

> 

> gee, i should visit the SCEE yaroze site more often. you guys seem to have 
> better support than over here. 

> 

> George Bain <george_bain@playstation.sony.com> wrote: 

> 

> > Hi Herbs, 

>> 

> > Great stuff, I can't wait to see it. I can't recall a 3D platform game 
> > has ever been done? I wanted to do a SuperMario 64 clone but..... other 
> > major projects at the moment. Let me know when you have a alpha or 

> > beta... 

>> 

> > George@SCEE 

> 

>> 

>> 

> > In article <7ndkt1Si4m8@chuka.playstation.co.uk>, 

> > alex@herbs.dabsol.co.uk says... 

>> 

> > >Well, I'm working on a 3D platform type game. I've kinda been working 
> > >on it on and off for ages. I estimate that it'll take about 2 months 
> > >to finish. It would be pretty cool to get a 2nd game on the cover disc, 
> > >so I'll make every effort to get it finished ASAP. 

>>> 

>>> 

> > >Herbs 

>>> 

>>> 

>>> 

>>> 


-- wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 5663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04387 


—-MESSAGE FILE 5664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004388 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More Driver - Sorry again! 

Date: Mon, 26 Jul 1999 23:27:18 +0100 

Organization: Max Studios 

Lines: 51 

Message-ID: <379CE0C6.DBC4E8A8@which.net> 
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References: <7mqOmk$bjcl15@chuka.playstation.co.uk> 
NNTP-Posting-Host: p279-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 30971E10E6BA0534AA9BO006C" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en 


This is a multi-part message in MIME format. 
30971E10R6BA0534AA9B006C 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Sorry I just had to reply to this post. 


I have actually flew higher than the buildings in driver and I mean FLEW. 
Reflections must have been getting their asses severely kicked by GT or 
something to get it out in time coz some of the missions are shabby and 
unplayable. As for Mirror Signal Manuvour... DON'T GET ME STARTED! CIVILAN 
DRIVERS ARE RETARDS! 


Sorry if I offended anyone :-) 
Max 


Rikki Prince wrote: 


> This is a plea for help to all those who've completed Driver. How on Earth 

> do you complete "Rite of Passage", the mission in which you have to drive 

> all the way across New York diagonally in under 4 minutes!!! I hope that's 

> all you have to do on the mission, coz I can't even do that! I get within 1 
> block/corner of the target point, and I run out of time! I swear its 

> impossible, but I can't go any further without doing it. Anyone got any tips 
> on the route? 

> 

> Cheers 

> Rikki 


30971E10E6BA0534AA9B006C 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


30971E10E6BA0534AA9B006C-- 


—-MESSAGE FILE 5664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04388 


—-MESSAGE FILE 5665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004389 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The Passmore Tutorial 

Date: Mon, 26 Jul 1999 23:32:28 +0100 

Organization: Max Studios 

Lines: 39 

Message-ID: <379CE1FC.D1528C7C@which.net> 
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NNTP-Posting-Host: p279-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 468F2AD61060E9B527DD2A8C" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
468F2AD61060E9B527DD2A8C 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello oneéall, 


In the Passmore tutorial the is a line I do not understand. It is in the 
LoadTexture Function and the line is: 


if ((timl1.pmode>>3) &0x01) 


Can anyone enlighten me coz I am stuck tight right now. I NEED TO 


468F2AD61060E9B527DD2A8C 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


468F2AD61060E9B527DD2A8C-— 


3650 


—-MESSAGE FILE 5665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04389 


—-MESSAGE FILE 5666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004390 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 27 Jul 1999 08:00:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <7njovp$i4m31@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 


<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> <ISPUZ 


GAoDHn3EwMf@trsoft.demon.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <ISPUZGAoDHn3EwMf@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.uk 
says... 


>And anyway none of these activities would get them onto the CD 


Net Yaroze newsgroups message dump.txt Page 3651 


>>>What about some articles? 

>> 

>>Same as above. Or look at previous newsgroup postings. 

>You are suggesting that I work from NET based articles on writing for 
>the PLAYSTATION? (isn't that a bit dodgy from your point of view?) 


I thought you meant articles on game programming not PSX programming. 
I also, don't recommend PSX hacker sites. 


>>>Is there even somebody who you can raise these issues with? 

>> 

>>Yes, me. 

>It just amazes me that they are not prepared to try anything new and 
>sounds rather like a situation where technical support is the only 
>allocation of cash nowadays. 

> 
> 
>Anthony Ross 


SCEA members hardly got any support. They hardly got any feedback. They 
don't have OPM, they don't have alot of things. Consider yourself lucky that 
your a SCEE member :) 


George 


—-MESSAGE FILE 5666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04390 


—-MESSAGE FILE 5667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004391 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 27 Jul 1999 08:02:38 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <7njp2uSi4m32@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7ndkt1Si4m8@chuka.playstation.co.uk> <7ne43eSi4ml 
3@chuka.playstation.co.uk> <ldvjw36.wlk1zk8jrof8N@user-33qthnj.dialup.mindspring.com 
> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <ldvjw36.wlk1zk8jrof8N@user-33qthnj.dialup.mindspring.com>, 
wal@blarg.net says... 

> 

>i'm working on a 3d platform-type game too.... 

> 

>BIW, i've only very recently become aware of the OPSM cover disc, being 
>a US-based yarozer. i think you mentioned that the competition was open 
>to yarozers worldwide? but of course i'd have to have a PAL version.... 
> 

>what i've got so far, in a pre-alpha stage, is available at 
><http://www.scea.sony.com/net/yaroze/pages/wlee.html> 
>...but it's NTSC only at the moment i'm afraid. 


Great, I'll ahve a look. Yes, OPM is for members worldwide! If you have 
anything good then let me know. 
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>gee, i should visit the SCEE yaroze site more often. you guys seem to 
>have better support than over here. 
> 


Gee,...I was just telling a SCEE member this..... 


George@SCEE 


—-MESSAGE FILE 5667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04391 


—-MESSAGE FILE 5668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004392 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Passmore Tutorial 

Date: 27 Jul 1999 08:05:06 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 37 

Message-ID: <7njp7i$i4m33@chuka.playstation.co.uk> 
References: <379CE1FC.D1528C7C@which.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Max, 


It just checks for a CLUT. If one is found it loads it in VRAM. 


// check if CLUT exists and transfer it to VRAM 
if( (tim.pmode >> 3) ճ 0201 ) 
{ 


rect.x = tim.cx; 
rect.y = tim.cy; 
rect.w = tim.cw; 
rect.h = tim.ch; 


LoadImage(&rect, tim.clut); 


George@SCEE 


In article <379CE1FC.D1528C7C@which.net>, mad.max@which.net says... 


>Hello oneéall, 

oe the Passmore tutorial the is a line I do not understand. It is in the 
>LoadTexture Function and the line is: 

re Ue aa sade աա աո գեյ 

ae anyone enlighten me coz I am stuck tight right now. I NEED TO 


—-MESSAGE FILE 5668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04392 
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-—-MESSAGE FILE 5669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004393 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Tue, 27 Jul 1999 12:26:10 +0100 

Organization: I 

Lines: 28 

Message-ID: <ZS8Y8GASdZn3Ewvl@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> 
<ISPUZGAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <7njovp$i4m31@chuka.playstation.co.uk>, George Bain 
<george_bain@playstation.sony.com> writes 

>SCEA members hardly got any support. They hardly got any feedback. They 
>don't have OPM, they don't have alot of things. Consider yourself lucky that 
>your a SCEE member :) 

> 

>George 


I did go looking last night and found some things on the Yaroze site but 
I also found some map editing and other stuff on hacker sites also. 

I was just wondering that if such material manipulates things like TIMs 
(a proprietary format from SONY) would my using it be breaking something 
in my agreement? 


Is such stuff OK if it seems to be free from SONY specific sections? 


I am sorry George if my comments over the last few days have wound you 
up in any way (it was not my intention). As a customer/member I felt 
that it was my right to point out what I felt would be a real boost to 
the Yaroze project (perhaps my tone was a bit out-of-order and for this 
I apologise unreservedly). 


Perhaps if the remaining users discussed what would be useful then we 
could split up the work and all contribute something. 


No hard feelings I hope! 


Anthony Ross 
—-MESSAGE FILE 5669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04393 


—-MESSAGE FILE 5670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004394 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Tue, 27 Jul 1999 15:09:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <933088164.1196056987@news.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> <ISPUZ 

GAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> 

NNTP-Posting-Host: d5-s23-183-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


george_bain@playstation.sony.com (George Bain) wrote: 
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>In article <ISPUZGAoDHn3EwMf@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.= 
uk=20 

>says... 

> 

>>And anyway none of these activities would get them onto the CD 
>>>>What about some articles? 

>>> 

>>>Same as above. Or look at previous newsgroup postings. 

>>You are suggesting that I work from NET based articles on writing for 
>>the PLAYSTATION? (isn't that a bit dodgy from your point of view?) 

> 

> 

>I thought you meant articles on game programming not PSX programming. 
>I also, don't recommend PSX hacker sites. 


How many AR's does SCEE own George? And how many of it's coding staff 
own them? And how many re-flashed them with forbidden code? Be honest.... 


But that aside, there's some useful stuff on a few hacker sites that a ya= 
roze 

member using wouldn't infringe anything (eg. the TIM plugin for GIMP is 

a good example). 


>SCEA members hardly got any support. They hardly got any feedback. The 
y 

>don't have OPM, they don't have alot of things. Consider yourself lucky 
that 

>your a SCEE member :) 


Heh heh heh. 
>George 
Craig. 


-—-MESSAGE FILE 5670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04394 


—-MESSAGE FILE 5671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004395 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Passmore Tutorial 

Date: Tue, 27 Jul 1999 20:56:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <7nl2q3Soubl@chuka.playstation.co.uk> 

References: <379CE1FC.D1528C7C@which.net> <7njp7iSi4m33@chuka.playstation.co.uk> 
NNTP-Posting-Host: p58-falcon-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Sorry to butt in on Max's question but there is something about this that 
has me confused. 


rect.h = tim.ch; 
LoadIimage (&rect, tim.clut); 


> // check if CLUT exists and transfer it to VRAM 
> if( (tim.pmode >> 3) & 0201 ) 

> { 

> rect.x = tim.cx; 

> rect.y = tim.cy; 

> rect.w = tim.cw; 

> 

> 

> 


Although I already knew that this was to check for a CLUT I never actually 
understood HOW it checked for a CLUT. I've been looking through the YAROZE 
FILE FORMATS doc. to solve it but things don't seem to add up. 
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For a start, in Peter Passmore's tutorial he mentions that pmode=8 for 4-bit 
and 9 for 8-bit. If this is the case then the first 'bit' of the Flag is 
being missed out. 

For example, the FILE FORMATS doc. seems to imply that a 4-bit image with 
CLUT is: '10000' in binary (16). 

when in reality it appears to be: '1000' (8). BitO is being omitted. 

Does this have something to do with the (LSB) part on the diagram? Perhaps 
someone who has a copy of the Yaroze File Formats doc. could explain all 
this in a bit more detail. What does the (LSB) and (MSB) bits mean? 


Also, why are hex numbers shown as 0x01, 0x04, 0x09, etc. instead of just 
0x1, 024, 0x9 and for that matter, why use hex at all? 
Wouldn't ((timl.pmode>>3) & 1) be the same as ((timl.pmode>>3) & 0x01)? 


Cheers, 


Scott Ward 


—-MESSAGE FILE 5671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04395 


—-MESSAGE FILE 5672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004396 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 28 Jul 1999 07:52:50 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <7nmcsiSoub7@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> 
<ISPUZGAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> <ZS8Y8 

GASdZn3Ewvl@trsoft.demon.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <ZS8Y8GASdZn3Ewvl@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.uk 
says... 


>I did go looking last night and found some things on the Yaroze site but 
>I also found some map editing and other stuff on hacker sites also. 
t seems to be free from SONY specific sections? 


Lets pretend that I never read this... 


>No hard feelings I hope! 


None at all.. 
George 


—-MESSAGE FILE 5672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04396 


-—-MESSAGE FILE 5673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004397 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 28 Jul 1999 07:58:09 GMT 
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Organization: Sony Computer Entertainment Europe 
Lines: 12 
Message-ID: <7nmdéhSoub8@chuka.playstation.co.uk> 
References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> <ISPUZ 
GAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> <933088164.11 
96056987@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <933088164.1196056987@news.playstation.co.uk>, 
c_graham@hinge.mistral.co.uk says... 


>How many AR's does SCEE own George? And how many of it's coding staff 
>own them? And how many re-flashed them with forbidden code? Be honest.... 


SCEE don't have any. Some employees have personal AR's to cheat into games 
thats all. Լ use James to grab screen grabs of NY games! 


George 


—-MESSAGE FILE 5673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04397 


—-MESSAGE FILE 5674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004398 

Path: chuka.playstation.co.uk!news 

From: "Jun Nakamura" <jun@formula.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: job offer 

Date: Wed, 28 Jul 1999 10:01:12 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7nmd8sSoub9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.109.93.4 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi all, 


Is there anyone interested in working in Amsterdam? The company I work for 
(Formula Game Development) is looking for someone to convert our Playstation 
game from PAL to NTSC. If you are up to the task, you will be fully rewarded 
of course ; ) 


After completion you can join one of the three teams we have here and work 
either on NGPSX, Dreamcast, ColorGameBoy or PC and probably in the future 

the Nintendo Dolphin. I can really recommend working in Amsterdam as it is 
a nice and quite town (compared to London) and the ppl are really friendly 
here. 


Have I caught your interest? Then please contact Martin de Ronde 
at: martin@formula.nl or try me at jun@formula.nl 


cheers, 
Jun Nakamura 
Formula Game Development 


www.formula.nl 


—-MESSAGE FILE 5674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04398 
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-—-MESSAGE FILE 5675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004399 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Passmore Tutorial 
Date: Wed, 28 Jul 1999 11:48:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <379EDFF2.CAC11A57@scee.sony.co.uk> 

References: <379CE1FC.D1528C7C@which.net> <7njp7iSi4m33@chuka.playstation.co.uk> <7n 
12q3$oubl@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Scott Ward wrote: 


For example, the FILE FORMATS doc. seems to imply that a 4-bit image with 
CLUT is: '10000' in binary (16). 

when in reality it appears to be: '1000' (8). BitO is being omitted. 

Does this have something to do with the (LSB) part on the diagram? Perhaps 
someone who has a copy of the Yaroze File Formats doc. could explain all 
this in a bit more detail. What does the (LSB) and (MSB) bits mean? 


VVVVVVV 


There is an error in the FileFormats document. The first 3 bits specify the bit-dept 
h, and it's the 
4th bit (not the 5th) that specifies whether there is a CLUT or not. 


> Also, why are hex numbers shown as 0x01, 0x04, 0x09, etc. instead of just 
> 021, 0x4, 0x9 and for that matter, why use hex at all? 


No idea - it doesn't make any difference. I guess it sort of implies that you're loo 
king at the 
individual bits of the number instead of the number itself? 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


-—-MESSAGE FILE 5675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04399 


—-MESSAGE FILE 5676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004400 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 13:26:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <379EF702.C54F3A77@yaroze2000.freeserve.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4400 scee.yaroze.mydemos: 
478 


Hi George, 


I'm working on one - but real life keeps getting in the bloody way and coding 
stops! 
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However - your 'wake-up' call should give me the push to try a little harder - 
gimme about 2 months and I should have a demo up and running! 


It'll be worth the wait! 
Tones 8) 


Mainly moving house - living there for abit - moving again etc etc etc! Anyone 
would think I'm a crim! 


—-MESSAGE FILE 5676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04400 


—-MESSAGE FILE 5677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004401 
Path: chuka.playstation.co.uk!news 
From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: URGENT! OPM Games 
Date: Wed, 28 Jul 1999 15:38:07 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 
Message-ID: <933176287.117992690@news.playstation.co.uk> 
References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> <ISPUZ 
GAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> <933088164.11 
96056987@news.playstation.co.uk> <7nmd6hSoub8@chuka.playstation.co.uk> 
NNTP-Posting-Host: d5-s34-194-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


george_bain@playstation.sony.com (George Bain) wrote: 

>In article <933088164.1196056987@news.playstation.co.uk>,=20 
>c_graham@hinge.mistral.co.uk says... 

> 

>>How many AR's does SCEE own George? And how many of it's coding staff 
>>own them? And how many re-flashed them with forbidden code? Be honest.. 
=2E. 

> 

>SCEE don't have any. Some employees have personal AR's to cheat into ga 
mes=20 

>thats all. I use James to grab screen grabs of NY games! 


That's I stand corrected - I must be mistaken that I saw one or two kicki= 
ng 
around the Noel Street offices last time I was there. 


On the other hand, as I remember it the standard flash in an AR doesn't 
do screenshots - that's a feature of EZ or Caetla. 


>George 
Craig. 


—-MESSAGE FILE 5677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04401 


-—-MESSAGE FILE 5678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004402 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: job offer 

Date: Wed, 28 Jul 1999 15:43:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <933176599.775373443@news.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 3659 


References: <7nmd8sSoub9@chuka.playstation.co.uk> 
NNTP-Posting-Host: d5-s34-194-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


"Jun Nakamura" <jun@formula.nl> wrote: 

>Hi all, 

> 

>Is there anyone interested in working in Amsterdam? The company I work f= 
or 

>(Formula Game Development) is looking for someone to convert our Playsta= 
tion 

>game from PAL to NTSC. If you are up to the task, you will be fully rewa= 
rded 

>of course ; ) 

> 

>After completion you can join one of the three teams we have here and wo= 
rk 

>either on NGPSX, Dreamcast, ColorGameBoy or PC and probably in the futur= 
e 

>the Nintendo Dolphin. I can really recommend working in Amsterdam as it 
is 

>a nice and quite town (compared to London) and the ppl are really friend= 
ly 

>here. 


Don't anyone take them up on it - Amsterdam's a den of promiscuous sex 
and hard drugs. At least, it was there on holiday last year ;) 


Actually, I bumped into one of my old college mates there, and the games 
house he was working for had all gone on a traditional company outing 

— the MD took everyone to amsterdam, so I found a whole PSX dev house 

sat in a 'coffee shop' stoned off their boxes searching for the next big = 
idea... 


Maybe they're still there.... 
Craig. 


—-MESSAGE FILE 5678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04402 


—-MESSAGE FILE 5679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004403 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 14:55:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7nn7n3Soub10@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-5.name49.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4403 scee.yaroze.mydemos: 
479 


Hi George, 


I'm (slowly) working on a game. Nothing major exiting for my first one, just 
a basic 2d game but it'll hopefully be fun never-the-less. Anyhow it won't 
be finished for at least another few months, I just don't have the time to 
get it done sooner. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
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George Bain wrote in message <7n7n4fS6tn6@chuka.playstation.co.uk>... 
> 

>To all NY members worldwide, 

> 

> 

>As you all know, each issue of OPM has 2 NY playable games. 

>We have continued to supply OPM with games for nearly 2 years. 
>However, it seems we are running out of games!! 

> 

>I do consider putting another game from the same author if it's good. 
>So if the same NY member gives me a game every month, and it's good, 
>then it will appear on OPM! 


> 

>It looks like NY members work to get their game on OPM and don't do anymore 
>games afterwards?!?! I could be wrong?!?! 

> 

>P.S. I'm desparate for a game by tomorrow 12 noon!! 

> 

>Regards, 

> 

>George@SCEE 

> 


—-MESSAGE FILE 5679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04403 


—-MESSAGE FILE 5680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004404 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 15:01:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <7nn7n6Soub11@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npSi4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7ne3a3$i4m1l0@chuka.playstation.co.uk> <7nffb3$i4m22@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: modem-5.name49.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I agree with Scott, I also seem to work better when I have specific 
dates in mind. 


So how about it, George? Why not setup a list of specific dates as to when 
you need games done by, that way people can work towards those dates. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Scott Ward wrote in message <7nffb3S$i4m22@chuka.playstation.co.uk>... 
> 

>George Bain <george_bain@playstation.sony.com> wrote in message 
>news: 7ne3a3$i4ml0@chuka.playstation.co.uk... 

>> 

>> Hi Scott, 

>> 

>> On the news section and on the newsgroups it has been 

>> stated plenty of times about deadlines. Everyone know 

>> that OPM gets released every month. Remember that we 

>> have to build these OPM discs months in advance! 

>> 

>> P.S. I always check the newsgroups twice daily. 

>> 
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>> George@SCEE 

> 

> 

>George, 

> I meant how about releasing future deadlines earlier. Say, 
>the next two or three dates so people who are currently working on games 
>have something to work towards. It might help Yaroze members plan out their 
>time better instead of reading a two/three week deadline (or in this case, 
>one day :9)) and not bothering to do anything because they know they wont 
>get it finished in time. 

>I'm currently working on a game but I'm only a novice so it would help me 
to 

>plan my time out better if I knew the next few deadlines (it seems to take 
>me ages to complete the simplest of tasks). Yes, I know OPM is released 
>monthly but for some reason I seem to work better when I have specific 
dates 

>in mind. 

> 

>I've only been a Yaroze member for the last few months so me of all people 
>wants the fame game to continue. After a short time out from programming 
I'm 

>starting to get back into the swing of things so I'll try to get a game 
>ready for you in about a month or so. I only hope the fame game's still 


>running. 

> 

>Good luck finding something for the cover disk, 
> 

>Scott Ward. 

> 


—-MESSAGE FILE 5680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04404 


-—-MESSAGE FILE 5681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004405 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 15:20:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7nn7n8Soub12@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npSi4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7nfcvo$i4m21@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-5.name49.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


These are interesting questions. At the moment I'm using ripped graphics 
from a commercial game just as placeholder graphics, until I make my own (if 
I have the time or ability). 
I don't think you can use ripped graphics without the copyright holders 
express permission, game concepts should be ok though. 


Oh yeah, this is a plee to anyone who knows of any R-Type style/quality 
shoot'em up graphics and/or sounds that I could freely use, whether it's 
from a game author / artist that I can get permission from or whether it's 
floating around on the net somewhere. Full credit of the work will of course 
be given, if any is used. 


Thanks, 
Rad. 
rad@cyberdude.com 


http://www.netyaroze-europe.com/~radpsx 


p.s. I already know about SpriteLib although it's not what I'm looking for. 
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Matt Verran wrote in message <7nfcvo$i4m21@chuka.playstation.co.uk>... 

> 

>One thing I was wondering: what are the rules on using ripped graphics or 
>game concepts? Could a user write a copy of another game like used to 
>happen on old Amiga Coverdisk PD games, i.e. a version of asteroids of 
>defender or maybe something a bit more recent? How old would the game 
have 

>to be before it could be straight copied? And what are the rules about 
>using graphics ripped from other games? I remember Super Bub contained 
some 

>ripped graphics, did these have to be taken out? 

> 

>Cheers 

>Matt 

> 


—-MESSAGE FILE 5681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04405 


—-MESSAGE FILE 5682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004406 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 16:15:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 133 

Message-ID: <7nn7ncSoub13@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: modem-5.name49.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4406 scee.yaroze.mydemos: 
480 


Anthony Ross wrote in message 

> 

>There are too many time wasting activities and hurdles on the Yaroze and 
>these contribute to a loss of interest in the project. 


I would'nt say there are that many, you should at least be grateful for the 
libs, if you were coding games for the PC you'd probably have to write your 
own. 


>1) Recalculating those stupid Hexadecimal memory addresses every time 
>one of your data files changes. (The number of times I've been caught 
>out by this..... ) 


I agree this can be quite annoying at times, oh well you can't have 
everything done for you! 


>2) Having to make graphics and sounds in the first place (tiles, sound 
>effects and stuff like that should be part of the boot CD) 


It's all part of the game development, I'm not great at making graphics or 
sound myself but you have many choices. You can try and make them yourself 
anyway, get someone else to do it for you, or look around and find them 
yourself. 


>3) No code samples in the (and a lack of consistency in the way things 
>are done in the tutorials) 
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I'd have to disagree, there are plenty of code samples around you just have 
to look for them. 


>4) Not much info on game design and implementation 


Again there is, but you just have to look around on the net. You probably 
won't find much here because game design isn't a yaroze specific topic. 


>5) No proper tools to work with (sprite tools etc) 


Wow man, you don't want much do you! How about a free development house, 
including staff with every yaroze!!! 

You can buy tools yourself or get them free from cover disks, or public 

domain, and any conversion tools you need are provided on the yaroze web 
site. 


>6) No multitap libs (we all know that the good multi-player games can 
>sometimes look poor but we accept this because they are so much fun so 
>we could produce good 4-player games and people would overlook the poor 
>graphics that home-coders produce) 


Oh well, you'll just have to settle with 2-player. 


>7) No incentive (if we give a submission for the magazine we get nothing 
>and some mainstream coders can take our ideas and make a better 
>version). 


If you had no incentive, then why did you get a yaroze. Surely you knew 
before you bought in that you would'nt make any money from writing yaroze 
games, unless you know something I don't. 


>SONY could have easily set up some deal with their developers (or at 
>least established links) to have our work included on mainstream games 
>as sub-games. The developers could then pay us a standard fee for our 
>work. Equally, SONY could produce a compilation of the best work (say 
>10 games per disk) and sell them commercially with coders getting a 
>royalty (or fixed fee) 

> 


This would be nice, but I can't see it happening. 


>We are supposed to solve these problems in our spare time and produce 
>games in a matter of weeks. Mainstream PSX stuff is produced by teams 
>and take months or years. 


You not "supposed" to do anything, just what you want to do. 
>I don't want to release something which looks like a load of cack but I 


>don't want to give away something, which represents loads of my spare 
>time, for no payment. 


Why, not? Everybody else here does, what makes you so special. Besides the 
idea behind the yaroze 

is for "hobbysts" to do something they enjoy, and maybe move on to do it 
professionally. 

You may be supprised to know that people who do things for a hobby don't 
usually expect to get paid from it. 


>What about a competition with some prizes? Sony are loaded so they can 
>afford it. Or did they only start the Yaroze program to generate new 
>game ideas on the cheap! 


I'm sure there are many reasons for Sony starting the Yaroze program, either 
way, I'm grateful they have given us the chance to program on a console, no 
other company has. 


Net Yaroze newsgroups message dump.txt Page 3664 


>Rant OVELK EK KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK KKK 


> 
>Believe it or not I am actually producing a game for Yaroze but I am not 
>sure how long it will take. If I had all the graphics and sounds done I 
>could finish the code in a couple of weeks. However I have no idea when 
>I will be finished because the graphics and sound are such a grey area 
>(because they are down to your own personal standards and are limited by 
>your tools and artistic ability) 


This is true, and I have the same problem, but like I said before there ways 
to create/get graphics and sounds for your games. 

Time permitting I will probably have a go at the graphics and sounds myself, 
even if they end up crap at least they'll be unique and my own. 


> 
>My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 
> 


I think you're problem with the yaroze is you expected too much from it and 
you expected to much to be done for you. Everything you need is out there, 
you just need to look for it, and most of it is right under your nose. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04406 


—-MESSAGE FILE 5683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004407 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 17:55:17 +0100 

Organization: I 

Lines: 23 

Message-ID: <d2YRgDA1Xzn3EwMp@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7nn7ncSoub13@chuka.playstation.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4407 scee.yaroze.mydemos: 
481 


In article <7nn7ncSoub13@chuka.playstation.co.uk>, Rad 

<rad@cyberdude.com> writes 

>I think you're problem with the yaroze is you expected too much from it and 
>you expected to much to be done for you. Everything you need is out there, 
>you just need to look for it, and most of it is right under your nose. 

> 

I expected a reasonably well integrated environment which would allow 
someone of a HOBBYIST standard to get stuff done quickly. I expected 

that SONY would see where extra cash would help and then spend it. 


I am only glad that I paid the much cheaper price for it. 


Yes I probably did expect too much. 


I've done all this roll-your-own tools stuff before but writing tools 
gets in the way of writing game code (turning a 2 month project into a 
project with so many stops and starts that you just lose interest). 
Damn TV for ruining my attention span..;) 


I'll just resurrect my old tools and re-hash them to do something new. 


Net Yaroze newsgroups message dump.txt Page 3665 


Anthony Ross 
—-MESSAGE FILE 5683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04407 


—-MESSAGE FILE 5684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004408 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 18:13:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7nndp5Soub14@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4S$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7nfcvo$i4m21@chuka.playstation.co.uk> <7nn7n8Soub12@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: modem-50.krypton.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I remember a while back one of us (sorry can't remember who) had a letter 
published in Edge asking for graphic artists to come forward for the Yaroze 
community. Were there any replys? 


As mentioned elsewhere in this thread artists may not be too keen because 

they won't be able to see their work in action (bar screenshots). Although 
I'm sure there would be a few who would like to see some of their stuff on 
OPM. 


Rad wrote in message <7nn7n8Soub12@chuka.playstation.co.uk>... 

>These are interesting questions. At the moment I'm using ripped graphics 
>from a commercial game just as placeholder graphics, until I make my own 
(if 

>I have the time or ability). 

>I don't think you can use ripped graphics without the copyright holders 
>express permission, game concepts should be ok though. 

> 

>Oh yeah, this is a plee to anyone who knows of any R-Type style/quality 
>shoot'em up graphics and/or sounds that I could freely use, whether it's 
>from a game author / artist that I can get permission from or whether it's 
>floating around on the net somewhere. Full credit of the work will of 
course 

>be given, if any is used. 

> 

>Thanks, 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

>p.s. I already know about SpriteLib although it's not what I'm looking for. 


—-MESSAGE FILE 5684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04408 


—-MESSAGE FILE 5685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004409 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 23:47:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <7no0ieSoub18@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npSi4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7nfcvo$i4m21@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.113.103 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Mat, 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 
news: 7nfcvo$i4m21@chuka.playstation.co.uk... 

> I remember Super Bub contained some 

> ripped graphics, did these have to be taken out? 


Yeah, the player graphics had to be changed 'cos I stole them from an old, 
obscure arcade game (we'll, from MAME). So, the OPM version is not the same 
as the one available on my page. 


> 

> Cheers 
> Matt 

> 

> 


Herbs 


—-MESSAGE FILE 5685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04409 


-—-MESSAGE FILE 5686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004410 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Thu, 29 Jul 1999 00:03:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7no2anSoub19@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7nn7ncSoubl3@chuka.playstation.co.uk> <d2YRgDA1Xzn3EwMp@trsoft.demon.co.uk> 
NNTP-Posting-Host: modem-63.name47.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4410 scee.yaroze.mydemos: 
482 


Anthony Ross wrote in message 

> 

>I've done all this roll-your-own tools stuff before but writing tools 
>gets in the way of writing game code (turning a 2 month project into a 
>project with so many stops and starts that you just lose interest). 

> 


Why do you have to write your own tools? If it's to do something thats 
specific to your game, then it goes without saying, you can't have a tool 
that will do everything for everybody. 
For example I'll need to write a level editor for my game but that's because 
I have my own level format, plus it'll save me time in the long run, instead 
of having to construct the raw level data by hand. Apart from that, that's 
the only tool I need to write myself, which is fine. 


Rad. 
rad@cyberdude.com 
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http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 5686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04410 


—-MESSAGE FILE 5687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004411 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Passmore Tutorial 

Date: Thu, 29 Jul 1999 00:19:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7no2drSoub20@chuka.playstation.co.uk> 

References: <379CE1FC.D1528C7C@which.net> <7njp7iSi4m33@chuka.playstation.co.uk> <7n 
12q3$oubl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.113.103 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi Scott, 


Scott Ward <scott.ward6@virgin.net> wrote in message 
news: 7nl2q3Soubl@chuka.playstation.co.uk... 


> 

> Also, why are hex numbers shown as 0x01, 0x04, 0x09, etc. instead of just 
> 021, 0x4, 0x9 and for that matter, why use hex at all? 

> Wouldn't ((timl.pmode>>3) & 1) be the same as ((timl.pmode>>3) & 0x01)? 
> 

> Cheers, 

> 

> Scott Ward 

> 


The reason for hex is that it's binary friendly. Each hex digit represents 
4-bits, so it often more convenient when you're thinking in binary. It also 
shows that the programmer was thinking binary (logic) instead of decimal 
(numerical), and can make code easier to understand. 


In the original post, the & operator was used with a hex value. This make's 


sense as & is a binary operator. & (AND) is useful for clearing selective 
bits to 0. | (OR), on the other hand, is useful for setting selective bits 
to: Ales 


Hex numbers are usually expressed as pairs of digits as each pair makes a 
byte. 


Herbs 


—-MESSAGE FILE 5687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04411 


—-MESSAGE FILE 5688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004412 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Thu, 29 Jul 1999 00:13:11 +0100 

Organization: I 

Lines: 20 

Message-ID: <SjZBgDAH64n3EwZv@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<7TnacrdS$6tn9@chuka.playstation.co.uk> <7nc4vv$i4ml@chuka.playstation.co.uk> 
<7ncdj4$i4m2@chuka.playstation.co.uk> <7nckdo$i4m3@chuka.playstation.co.uk> 
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<7nd2np$i4m5@chuka.playstation.co.uk> <7ndj3c$i4m6@chuka.playstation.co.uk> 
<7nfcvo$i4m21@chuka.playstation.co.uk> <7no0ieSoub18@chuka.playstation.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 
Mime-Version: 1.0 
X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <7no0ieSoub1l8@chuka.playstation.co.uk>, Alex Herbert 
<alex@herbs.dabsol.co.uk> writes 

>Yeah, the player graphics had to be changed 'cos I stole them from an old, 
>obscure arcade game (we'll, from MAME). So, the OPM version is not the same 
>as the one available on my page. 

> 

>Herbs 

Sorry but I am only now making the connection with what you said to me 
before about 'copying ideas'. I didn't know that Super Bub was your 

game (well I sort of did but didn't make the connection when we had our 
earlier discussion). Rest assured Alex that my game is very different 

to yours (well I haven't played your game but promise to do so ASAP) 

from what I can see of your screenshots anyway. I am desparately trying 
to bring in new gameplay elements (and a completely different playfield 
from the Bust a Move games) but I have some optimisation to do (not to 
mention a bucketload of graphics and sounds). 


Tony 
—-MESSAGE FILE 5688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04412 


—-MESSAGE FILE 5689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004413 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Thu, 29 Jul 1999 01:51:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7no7qeSoub22@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk><7nacrdS6tn9@chuka.playstation.co.u 
k> <7nc4vv$i4ml@chuka.playstation.co.uk><7ncdj4$i4m2@chuka.playstation.co.uk> <7nckd 
o$i4m3@chuka.playstation.co.uk><7nd2np$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6@ch 
uka.playstation.co.uk><7nfcvo$i4m21@chuka.playstation.co.uk> <7no0ieSoub1l8@chuka.pla 
ystation.co.uk> <$jZBgDAH64n3EwZv@trsoft.demon.co.uk> 

NNTP-Posting-Host: 212.56.113.103 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Tony, 


Anthony Ross <ARoss@trsoft.demon.co.uk> wrote in message 

news :$jZBgDAH64n3EwZv@trsoft.demon.co.uk... 

> Sorry but I am only now making the connection with what you said to me 
before about 'copying ideas'. I didn't know that Super Bub was your 
game (well I sort of did but didn't make the connection when we had our 
earlier discussion). Rest assured Alex that my game is very different 
to yours (well I haven't played your game but promise to do so ASAP) 
from what I can see of your screenshots anyway. I am desparately trying 
to bring in new gameplay elements (and a completely different playfield 
from the Bust a Move games) but I have some optimisation to do (not to 
mention a bucketload of graphics and sounds). 


VVVVVVVVV 


I wasn't accusing you of ripping MY ideas off. There is very little which 
is original in SuperBub. The game mechanics are basically Sega's Baku Baku 
upside-down with a hint of Bust-a-Move. When writing SuperBub, I was 
specifically creating something which I thought would go down well on OPM. 

I set myself the brief that it should be an addictive, 1 or 2 player game, 
yet easy to program. So I ripped off one of the most addictive and simple 2 
player games I've ever played. 
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I'm sorry if I offended you with my previous posts - I just got the 
impression that you couldn't be bothered with putting the required effort 
into creating a game to the standards which you had set yourself, and were 
blaming others for your lack of effort. 


I wish you all the best with your game, and look forward to playing it. 


Herbs 


—-MESSAGE FILE 5689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04413 


—-MESSAGE FILE 5690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004414 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Passmore Tutorial 

Date: Thu, 29 Jul 1999 02:31:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <7noaviSoub23@chuka.playstation.co.uk> 

References: <379CE1FC.D1528C7C@which.net> <7njp7iSi4m33@chuka.playstation.co.uk> <7n 
12q3$oubl@chuka.playstation.co.uk> <7no2dr$oub20@chuka.playstation.co.uk> 
NNTP-Posting-Host: p20-lorikeet-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Thanks to James and Alex for clearing that up. 


Ah, I see the light. 

I always thought programmers just used hex to make their programs look more 
complicated, I now understand why it's used in binary. 

I'm still looking for someone to explain what the '(LSB)' and'(MSB)' bits 
mean in the FILE FORMATS doc. section on TIM data bytes. If anyone could let 
me know it would set my mind at ease. It's really bugging me now, god damn 
it. ;0) 


Cheers gents, 


Scott 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 7no2drSoub20@chuka.playstation.co.uk... 
> Hi Scott, 


Scott Ward <scott.ward6@virgin.net> wrote in message 

news: 7nl2q3Soubl@chuka.playstation.co.uk... 

> 

> Also, why are hex numbers shown as 0x01, 0x04, 0x09, etc. instead of 
just 

> 021, 0x4, 0x9 and for that matter, why use hex at all? 

Wouldn't ((timl.pmode>>3) & 1) be the same as ((timl.pmode>>3) & 0x01)? 


Cheers, 


Scott Ward 


VVVVVVVVUVV VV N 
VV V V V V 


> The reason for hex is that it's binary friendly. Each hex digit 
represents 

> 4-bits, so it often more convenient when you're thinking in binary. It 
also 

> shows that the programmer was thinking binary (logic) instead of decimal 
> (numerical), and can make code easier to understand. 
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> 

> In the original post, the & operator was used with a hex value. This 
make's 

> sense as & is a binary operator. ճ (AND) is useful for clearing selective 
> bits to 0. | (OR), on the other hand, is useful for setting selective 
bits 

» էօ 1. 

> 


Hex numbers are usually expressed as pairs of digits as each pair makes a 
byte. 


> 
> 
> 
> 
> Herbs 
> 

> 


—-MESSAGE FILE 5690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04414 


—-MESSAGE FILE 5691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004415 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au! nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Zelda wasted my year. BTW, Xplorer anyone? 

Date: 28 Jul 1999 12:56:16 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86aeshlbxr.fsf@foo.mel.cybec.com.au> 
NNTP-Posting-Host: foo.mel.cybec.com.au 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


Well, it only took me 8 months, but I finally finished Zelda 64 this 
morning. Sigh. Time to put the N64 away and pull old Black Beauty 
back out. 


Is anyone using an Xplorer cheat thingo to communicate with their 
Yaroze? I know quite a few people are using ARs so it wouldn't 
surprise me if the Xpolorer is being utilised by a few of you. 


I currently have 4 devices (Yaroze, modem, Palm and Mindstorms) all 
fighting for my single serial hole in the back of my notebook. I 
might be able to get the Palm and Mindstorms to use the IR port back 
there, but the modem must use it, and if I could get the Yaroze hooked 
up through the parallel port then all would be dandy. But my local 
dealer only has Xplorers, no ARs. 


BIW, is there any way to search the nntp archive via the web page 

anymore? I couldn't see a way to tell if these questions had been 

asked before... 

Toby. 

—-MESSAGE FILE 5691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04415 


—-MESSAGE FILE 5692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004416 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: 29 Jul 1999 07:53:53 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 10 

Message-ID: <7nplahSoub24@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> <ISPUZ 

GAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> <933088164.11 
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96056987@news.playstation.co.uk> <7nmd6hSoub8@chuka.playstation.co.uk> <933176287.11 
7992690@news.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <933176287.117992690@news.playstation.co.uk>, 
c_graham@hinge.mistral.co.uk says... 


>On the other hand, as I remember it the standard flash in an AR doesn't 
>do screenshots - that's a feature of EZ or Caetla. 


I meant the Xplorer. It's similiar to the Action Replay. 
George 


—-MESSAGE FILE 5692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04416 


—-MESSAGE FILE 5693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004417 
Path: chuka.playstation.co.uk!news 
From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: URGENT! OPM Games 
Date: Thu, 29 Jul 1999 10:09:53 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <933242993.1342725467@news.playstation.co.uk> 
References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 
<v50t JEAAksm3EwTG@trsoft.demon.co.uk> <7nh5dt$i4m27@chuka.playstation.co.uk> <ISPUZ 
GAoDHn3EwMf@trsoft.demon.co.uk> <7njovp$i4m31@chuka.playstation.co.uk> <933088164.11 
96056987@news.playstation.co.uk> <7nmd6hSoub8@chuka.playstation.co.uk> <933176287.11 
7992690@news.playstation.co.uk> <7nplahSoub24@chuka.playstation.co.uk> 
NNTP-Posting-Host: d5-s43-203-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


george_bain@playstation.sony.com (George Bain) wrote: 

>In article <933176287.117992690@news.playstation.co.uk>,=20 
>c_graham@hinge.mistral.co.uk says... 

> 

>>On the other hand, as I remember it the standard flash in an AR doesn't 
>>do screenshots - that's a feature of EZ or Caetla. 

> 

>I meant the Xplorer. It's similiar to the Action Replay. 


Doesn't James have an AR? Or has he now bought an Xplorer as well? 
>George 


Craig. 

(flogging a dead horse as usual) 

—-MESSAGE FILE 5693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04417 


—-MESSAGE FILE 5694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004418 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Passmore Tutorial 
Date: Thu, 29 Jul 1999 14:55:15 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <37A05D43.1ABDB015@scee.sony.co.uk> 

References: <379CE1FC.D1528C7C@which.net> <7njp7iSi4m33@chuka.playstation.co.uk> <7n 
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12q3Soubl@chuka.playstation.co.uk> <7no2drSoub20@chuka.playstation.co.uk> <7noaviS$ou 
b23@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Scott Ward wrote: 

> 

> I'm still looking for someone to explain what the '(LSB)' and'(MSB)' bits 

> mean in the FILE FORMATS doc. section on TIM data bytes. If anyone could let 
> me know it would set my mind at ease. It's really bugging me now, god damn 

> it. ;0) 


LSB = Least Significant Bit (bit 0) and MSB = Most Significant Bit (usually bit 31). 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
"YOU! Kidney failure!" --—Death 


—-MESSAGE FILE 5694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04418 


—-MESSAGE FILE 5695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004419 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Trying to contact Stuart Ashley 

Date: Thu, 29 Jul 1999 20:44:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7nqbgeSoub27@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-95.captain.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi all, 


I'm trying to contact Stuart Ashley about his game Clone (I think, off the 
top of my head) which appeared on the Net Yaroze collection on OPM. I have 
tried his website but there is nothing there, if any one has he email 
address can you please pass it to me. Thanks for the help 


Regards 
Bob 
bob@shandfam. freeserve.co.uk 


—-MESSAGE FILE 5695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04419 


—-MESSAGE FILE 5696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004420 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: OPM Games 

Date: 29 Jul 1999 22:57:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01lbedal5$4eed5e60$a79524c3@pal-—s-—omnibook> 
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References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: Marseille-4-167.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4420 scee.yaroze.mydemos: 
483 


Hi George, 
Would a 2-player only game be ok for OPM ? And a GunCon game ? 


—-MESSAGE FILE 5696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04420 


-—-MESSAGE FILE 5697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004421 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: OPM Games 

Date: 30 Jul 1999 07:47:23 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 11 

Message-ID: <7nrlabSoub30@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <Olbedal5$4eed5e60$a79524c3@pal-s-— 
omnibook> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4421 scee.yaroze.mydemos: 
484 


Sure why not... 


In article <0lbedal5$4eed5e60$a79524c3@pal—s—omnibook>, 
palpalpalpal@hotmail.com says... 
> 


>Hi George, 

> 

>Would a 2-player only game be ok for OPM ? And a GunCon game ? 
> 


—-MESSAGE FILE 5697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04421 


—-MESSAGE FILE 5698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004422 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Trying to contact Stuart Ashley 

Date: Fri, 30 Jul 1999 11:26:00 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <37A17DB8.2701BE9E@scee.sony.co.uk> 
References: <7ngqbgeSoub27@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Robert Shand wrote: 

> 

I'm trying to contact Stuart Ashley about his game Clone (I think, off the 
top of my head) which appeared on the Net Yaroze collection on OPM. I have 
tried his website but there is nothing there, if any one has he email 
address can you please pass it to me. Thanks for the help 


> 
> 
> 
> 
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Try Stuart_Ashley@scee.net 


== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


My lucky color just faded. 
-—-MESSAGE FILE 5698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04422 


—-MESSAGE FILE 5699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004423 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: No NY games on OPM 50 

Date: 30 Jul 1999 11:58:39 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 19 

Message-ID: <7ns41fSoub33@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi all, 


We are very tight for space on issue 50 and 
therefore will not be having a NY game. There 

is a few megs left but the menu system only allows 
for 12 icons (12 on a TPAGE). 


NY games on issue 51 


Blockz 
Kamix 


Regards, 


George@SCEE 


—-MESSAGE FILE 5699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04423 


-—-MESSAGE FILE 5700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004424 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No NY games on OPM 50 

Date: Fri, 30 Jul 1999 23:25:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7nt7v0Soub35@chuka.playstation.co.uk> 
References: <7ns41fSoub33@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.94.114 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi George, 


Given the shortage of games, wouldn't it be better to only put 1 game on 
each issue? I understand that one of those games got bumped from issue 50 
onto 51, but why not just skip issue 50? One less month to worry about... 
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Herbs 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 7ns41fSoub33@chuka.playstation.co.uk... 


> 

> Hi all, 

> 

> We are very tight for space on issue 50 and 

> therefore will not be having a NY game. There 
> is a few megs left but the menu system only allows 
> for 12 icons (12 on a TPAGE). 

> 

> NY games on issue 51 

> 

> Blockz 

> Kamix 

> 

> 

> Regards, 

> 

> George@SCEE 

> 


—-MESSAGE FILE 5700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04424 


-—-MESSAGE FILE 5701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004425 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 30 Jul 1999 23:55:14 +0100 

Organization: I 

Lines: 11 

Message-ID: <9XeJIKAS1lio3Ewit@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4425 scee.yaroze.mydemos: 
487 


OK so I took a screen-shot of a bit of my game and put it up on my empty 
site. 


http://www.netyaroze-europe.com/~shaggy 


(Just as I was getting somewhere, my motivation sods off down the pub 
for a pint and runs off with the barmaid ............. Typical!) 


Cheers! 


Tony 
—-MESSAGE FILE 5701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04425 


-—-MESSAGE FILE 5702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004426 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Cool 2d animation library 

Date: Sat, 31 Jul 1999 22:03:43 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7nvkodSqsv5@chuka.playstation.co.uk> 
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NNTP-Posting-Host: ppp-119-44.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Get the AniMotion Library here : http://www.netyaroze-europe.com/~SKELET/ 
Please feedback !!! 


—-MESSAGE FILE 5702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04426 


-—-MESSAGE FILE 5703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004427 

Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 2 Aug 1999 10:24:30 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <7o2hfbSqsv8@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <9XeJIKASlio3Ewit@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4427 scee.yaroze.mydemos: 
489 


Anthony Ross wrote in message <9XeJIKAS1io3Ewit@trsoft.demon.co.uk>... 
>OK so I took a screen-shot of a bit of my game and put it up on my empty 
>site. 

> 

>http://www.netyaroze-europe.com/~shaggy 

> 

>(Just as I was getting somewhere, my motivation sods off down the pub 
>for a pint and runs off with the barmaid ............. Typical!) 

> 

>Cheers! 

> 
>Tony 


That looks cool! is it going to have a computer opponent? 
I'm looking forward to playing it. 


..Chuck.. 


—-MESSAGE FILE 5703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04427 


—-MESSAGE FILE 5704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004428 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No NY games on OPM 50 

Date: 2 Aug 1999 07:13:13 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <7o3ge9Sqsv9@chuka.playstation.co.uk> 

References: <7ns41fSoub33@chuka.playstation.co.uk> <7nt7v0Soub35@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Alex, 
Both games did get bumped from issue 50. 
George 


In article <7nt7v0Soub35@chuka.playstation.co.uk>, alex@herbs.dabsol.co.uk 
says... 

> 

>Hi George, 

> 

>Given the shortage of games, wouldn't it be better to only put 1 game on 
>each issue? I understand that one of those games got bumped from issue 50 
>onto 51, but why not just skip issue 50? One less month to worry about... 
> 

> 

>Herbs 


—-MESSAGE FILE 5704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04428 


—-MESSAGE FILE 5705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004429 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 2 Aug 1999 22:23:58 +0100 

Organization: I 

Lines: 16 

Message-ID: <7VwooBAuxgp3EwL8@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<9XeJIKAS1lio3Ewit+@trsoft.demon.co.uk> <7o2hfbS$qsv8@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4429 scee.yaroze.mydemos: 
490 


In article <7o2hfbSqsv8@chuka.playstation.co.uk>, Chuck 
<chuck@ghost.co.nz> writes 

> 

>That looks cool! is it going to have a computer opponent? 

I would like to but I don't know if my AI skills are up to it (and of 
course there's the time factor) 


At the moment I plan to have just a sort of puzzle mode for 1Ք. 

The versus mode should have a few extra scenarios to spice it up a bit. 
>I'm looking forward to playing it. 

Thanks for the interest mate. 


Cheers! 


Tony 
-—-MESSAGE FILE 5705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04429 


-—-MESSAGE FILE 5706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004430 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GUNCON question 

Date: Tue, 03 Aug 1999 22:41:33 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <37A753FD.9E7F37D0@netway.at> 
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NNTP-Posting-Host: t1p127.at-732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Hi there! 


AFAIK the gunCon (from Namco) is connected to 
the normal controller-port AND to a video-out 
on the backside of the psx. This will provide 
a very good detection. 


On the new versions of the psx this video-port 
has been removed... 


So my question is: 
Will the gunCon work on a NEW psx?? 


...and what do you think about Time Crisis?? 


Thanx a lot for your help! 
greetz 


obiWAhN 
I hate bugs! - I like Starship Troopers... 


-—-MESSAGE FILE 5706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04430 


—-MESSAGE FILE 5707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004431 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GUNCON question 

Date: Tue, 3 Aug 1999 22:43:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7o7nga$iphl@chuka.playstation.co.uk> 
References: <37A753FD.9E7F37D0@netway.at> 
NNTP-Posting-Host: p72s05a03.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


<john.j@netway.at> wrote in message news:37A753FD.9E7F37D0@netway.at... 
Hi there! 


On the new versions of the psx this video-port 
has been removed... 


So my question is: 
Will the gunCon work on a NEW psx?? 


VVVVVVV 


You need a G-con 45 AV Adapter (SCPH-1160E). It should be pretty easy to 
find a cheap third party equivalent at your local videogames retailer. 


Derek 
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-—-MESSAGE FILE 5707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04431 


—-MESSAGE FILE 5708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004432 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zelda wasted my year. BTW, Xplorer anyone? 
Date: Thu, 5 Aug 1999 19:04:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7ockmrSiph6@chuka.playstation.co.uk> 
References: <86aeshlbxr.fsf@foo.mel.cybec.com.au> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


hey toby 


this is kind of unrelated, but have you ever tried to use your pilot as a 
portable download tool for the yaroze? 


—-MESSAGE FILE 5708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04432 


—-MESSAGE FILE 5709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004433 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zelda wasted my year. BTW, Xplorer anyone? 

Date: 06 Aug 1999 11:19:33 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86hfmd4sey.fsf@foo.mel.cybec.com.au> 

References: <86aeshlbxr.fsf@foo.mel.cybec.com.au> <7ockmrS$lph6@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: foo.mel.cybec.com.au 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Graeme Evans" <evans@fourny.demon.co.uk> writes: 


> hey toby 

> 

> this is kind of unrelated, but have you ever tried to use your pilot as a 
> portable download tool for the yaroze? 


I thought about it, but didn't bother trying anything... It would be 
cool if you could visit your mate who has a grey machine, slip in your 
CD, plugin your Palm and show him your demo... damn, would be great 


for job interview too. 

Toby. 

—-MESSAGE FILE 5709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04433 


—-MESSAGE FILE 5710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004434 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zelda wasted my year. BTW, Xplorer anyone? 

Date: Fri, 6 Aug 1999 11:39:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
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Message-ID: <7oee38S$iph17@chuka.playstation.co.uk> 

References: <86aeshlbxr.fsf@foo.mel.cybec.com.au> <7ockmrS$lph6@chuka.playstation.co. 
uk> <86hfmd4sey.fsf@foo.mel.cybec.com.au> 

NNTP-Posting-Host: th-gt143-044.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> this is kind of unrelated, but have you ever tried to use your pilot as 
> portable download tool for the yaroze? 

I thought about it, but didn't bother trying anything... It would be 
cool if you could visit your mate who has a grey machine, slip in your 


CD, plugin your Palm and show him your demo... damn, would be great 
for job interview too. 


VV V VV VD V 


I thought of that a while ago, specifically with a Win CE machine, in the 
hope that they may have some sort of DOS shell, to run siocons, esp. as some 
CE machines have proper serial ports (I think) so you plug the normal Yaroze 
cable in. 

On the Palm Pilot scene, is it easy to program for it? Can you communicate 
with the serial port easily? Also, I wonder if I could port Siocons to a 
Psion version, so I could use my Psion. Oh wait, that would mean 
understanding the Siocons source code, d'oh! :) 


--MESSAGE FILE 5710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04434 


--MESSAGE FILE 5711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004435 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Metal Gear Solid bug? 

Date: Wed, 11 Aug 1999 22:28:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <37B1EAEC.6719585@easynet.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


OK, only got around to buying MGS recently. Second-hand copy from 
Computer Exchange. But I wonder if I've got an 'early' edition or 
something (comes with an extra CD with a lengthy demo of Silent Hill) 


Anyway, I'm about to do battle with Psycho Mantis when the console 
bleeps, the screen goes black with the word HIDEO appears in green in 
the top left hand corner. This is held for a few seconds at which point 
it returns to the game (which has 'jumped' a bit - Psycho has now moved 
to a different place). Anyway, everything is back to normal, and I'm 
gradually giving him a beating, when, having got him cornered and giving 
him a hammering, the same thing happens! When it returns to the game, 
Psycho is off somewhere else again (so I never get to finish him off). 
Finally, when it gets to the point where I have to stop Meryl from 
shooting herself, the game steals one of my rations! 


Needless to say, I haven't managed to defeat Psycho Mantis yet because 
it appears the game is cheating or has a bug. Anyone else had this? 
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Maybe I should take the game back. 


Cheers 
Phil 


—-MESSAGE FILE 5711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04435 


—-MESSAGE FILE 5712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004436 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Metal Gear Solid bug? 

Date: Thu, 12 Aug 1999 00:26:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7ot0dk$233@chuka.playstation.co.uk> 
References: <37B1EAEC.6719585@easynet.co.uk> 
NNTP-Posting-Host: dialup137-36.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Needless to say, I haven't managed to defeat Psycho Mantis yet because 
> it appears the game is cheating or has a bug. Anyone else had this? 
> Maybe I should take the game back. 


Not a bug, merely one of the game's more bizarre quirks - it's actually an 
amazingly obscure clue as to what to do. Here's a hint: think of 
Psycho-Mantis as slyly READING your pad input via slot 1, and react 
accordingly... ;) 


Nick F 


—-MESSAGE FILE 5712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04436 


—-MESSAGE FILE 5713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004437 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Metal Gear Solid bug? 

Date: Thu, 12 Aug 1999 00:19:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <37B2050A.7BBFF885@breathemail.net> 
References: <37B1EAEC.6719585@easynet.co.uk> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: VIP-203-146.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


No, not a bug, there's a special way to do it, i would tell you but that 
may ruin the suprise if you like to work these things out for yourself 
7) post again if you give up on how to do it! 


Al 


Philip Gooch wrote: 
> 
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OK, only got around to buying MGS recently. Second-hand copy from 
Computer Exchange. But I wonder if I've got an 'early' edition or 
something (comes with an extra CD with a lengthy demo of Silent Hill) 


Anyway, I'm about to do battle with Psycho Mantis when the console 
bleeps, the screen goes black with the word HIDEO appears in green in 
the top left hand corner. This is held for a few seconds at which point 
it returns to the game (which has 'jumped' a bit - Psycho has now moved 
to a different place). Anyway, everything is back to normal, and I'm 
gradually giving him a beating, when, having got him cornered and giving 
him a hammering, the same thing happens! When it returns to the game, 
Psycho is off somewhere else again (so I never get to finish him off). 
Finally, when it gets to the point where I have to stop Meryl from 
shooting herself, the game steals one of my rations! 


Needless to say, I haven't managed to defeat Psycho Mantis yet because 
it appears the game is cheating or has a bug. Anyone else had this? 
Maybe I should take the game back. 


Cheers 


VVVVVVVVVVVVVV VV VV VV VV 


Phil 


—-MESSAGE FILE 5713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04437 


—-MESSAGE FILE 5714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004438 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Metal Gear Solid bug? 

Date: Fri, 13 Aug 1999 08:55:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <37B3CF6F.707792A@easynet.co.uk> 

References: <37B1EAEC.6719585@easynet.co.uk> <37B2050A. 7BBFF885@breathemail.net> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Yes, I'd already used the controller in port 2 so he wouldn't be able to guess 
my moves. Can't see the significance of Hideo (the name of the game's 
producer?) flashing up in the top right of the screen though. 


Cheers 

Phil 

Al wrote: 

> No, not a bug, there's a special way to do it, i would tell you but that 
> may ruin the suprise if you like to work these things out for yourself 

> ;) post again if you give up on how to do it! 

> 

> Al 

> 

> Philip Gooch wrote: 

>> 

> > OK, only got around to buying MGS recently. Second-hand copy from 

> > Computer Exchange. But I wonder if I've got an 'early' edition or 

> > something (comes with an extra CD with a lengthy demo of Silent Hill) 
>> 

> > Anyway, I'm about to do battle with Psycho Mantis when the console 

> > bleeps, the screen goes black with the word HIDEO appears in green in 

> > the top left hand corner. This is held for a few seconds at which point 
> > it returns to the game (which has 'jumped' a bit - Psycho has now moved 
> > to a different place). Anyway, everything is back to normal, and I'm 

> > gradually giving him a beating, when, having got him cornered and giving 
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> > him a hammering, the same thing happens! When it returns to the game, 
> > Psycho is off somewhere else again (so I never get to finish him off). 
> > Finally, when it gets to the point where I have to stop Meryl from 

> > shooting herself, the game steals one of my rations! 

>> 

> > Needless to say, I haven't managed to defeat Psycho Mantis yet because 
> > it appears the game is cheating or has a bug. Anyone else had this? 

> > Maybe I should take the game back. 

>> 

> > Cheers 

>> 

> > Phil 


—-MESSAGE FILE 5714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04438 


—-MESSAGE FILE 5715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004439 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:19 +0200 

Organization: DEbri 

Lines: 63 

Message-ID: <ldwh6po.oek81luluzt 7wwN@al-—88-104.a1.nl1> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4S$i4m2@chuka.playstation.co.uk> <7nc 
kdo$i4m3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4439 scee.yaroze.mydemos: 
493 


Johan MacLeod <j-mac@lineone.net> wrote: 


If everyone who is currently writing a game could reply to this group, 
we could see how many people are coding at the moment. 

I am finishing off a game myself (snake). It would be a great pity if NY 
games were to stop appearing on the OPM coverdisk, so lets do something 
about it! 


VV N V V V 


We are working on several games at the moment; 


- FREEFALL 

A 3D Skydivingsim where you can perform tricks in the sky and get points 
for them. At this moment I think I can say it's about 40% ready. We have 
a man falling trough the clouds towards the ground. The man is 
controllable and you can make him flip around any axis. We still need to 
implement a parachute and parachute controls, sound, tricks and a 
scoresystem. 


- PANGBANG 

A 2player SuperPang-clone. In our version you can shoot straight and 
diagonal. You can shoot more bullets at the time but you do need to 
reload. You are shooting at big balls that came from a vulcano in the 
background. It looks a bit like one of the Pointblack-levels. This game 
is about 50% ready. We have the bouncing balls (with smoketrail). They 
can be shot (into 2 smaller balls). We have got it working with 2 
players. We still need to implement sound and score. And after that more 
levels. 


- UP&DOWN 

This is a very simple but addictive game that actually is 2 games. In 
the first game you must let a man jump higher and higher on platforms 
without falling. The controls are very simple and it will get a 4player 
option with split joypad system. In the second game you must let a man 
drop lower and lower in a shaft from platform to platform without being 
killed. It's hard to say how far we are with this game. We have a fully 
working lp-version without score or sound, but at the moment I'm working 
on better graphics. 
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- PLANESANE 

This is a fully working 3D dogfight game. There is only a 2p-option and 
the score-system is realy simple. It's not finished enough for the 
CoverDisc, but it is already a bit playable.We will finish this game 
after all the other projects. 


— PAINTCARS 
Again a game that is rather far developed. In this 2p-game you control a 
paintcar. You must pick up cans of paint and paint the screen (its a 2d 
top-view game). If the screen is painted for about 50% in your colour, 
you win. In the future lp-version, you must paint against the clock. 
This game is already playable as well, but the cars bounce rather odd to 
the sides. 


I may say that we really prove that it's easy to start developing, but 
it's hard to finish. We can always use all the help we can get so if you 
like one of the concepts and want to help, please let us know. As you 
may have noticed, we also could use somebody that could help us with 
sound-effects and background-music. 


Cheers, 


DEnnis... 

Team Parc (~parc) 

—-MESSAGE FILE 5715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04439 


—-MESSAGE FILE 5716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004440 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:22 +0200 

Organization: DEbri 

Lines: 16 

Message-ID: <ldwh7mk.tfwig21fpk9sON@al—88-104.al1l.nl1> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7ne3a3$i4ml10@chuka.playstation.co.uk> <7nffb3$i4m22@chuka 
-playstation.co.uk> <7nn7n6Soub11@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Rad <rad@cyberdude.com> wrote: 


> Yeah, I agree with Scott, I also seem to work better when I have specific 
> dates in mind. 

> 

> So how about it, George? Why not setup a list of specific dates as to when 
> you need games done by, that way people can work towards those dates. 

> 


I like the idea, but in this case I have to agree with George. I think 
if you work better with deadlines, set up some deadlines for yourself. 
Like the first of every month or something.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04440 


—-MESSAGE FILE 5717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004441 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 
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Date: Fri, 13 Aug 1999 15:15:25 +0200 

Organization: DEbri 

Lines: 25 

Message-ID: <ldwh7s8.h7hnqcl1c328 jwN@al-—88-104.a1l.nl> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7nfcvo$i4m21@chuka.playstation.co.uk> <7nn7n8Soub12@chuka 
-playstation.co.uk> <7nndp5Soubl14@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


We are working on 2 clones. "PangBang" is a SuperPang clone. "Up&Down" 
is a clone of 2 Mac-games. We have a fully working version of Up&Down 
with ripped graphics from the mac. At this moment I'm working on new 
graphics. PangBang had it's own graphics from the start. As far as I 
know, everything is allowed since we don't use our stuff for commercial 
use. I do understand that if you rip both the graphics and the complete 
concept of a game from the same platform, you could get in trouble. Say 
I would rip the complete RidgeRacer-game complete with models, graphics 
and gameplay, and I'd put it up for the cover-disk.. I might get a 
lawsuit for pirating their game or something. Although if I would be 
able to do that, I think the chance is bigger that I would be offered a 
job չ) 

Anyhow, I can also remember that I downloaded an imagelibary for 
freeware games once. That was a long time ago and I can't find it back, 
but it was rather good. Complete with animated figures, backgrounds, 
tiles for leves, etc. 

Anyhow... I would like to know where the exact line would be for using 
other games stuff.. 


DEnnis.. 


PS. For all the NY-members that know me.. You may have noticed that EA 

liked my FreeFall idea and ripped it and calls it SkyDive!. As far as I 

understand, SkyDive! is for 80% similar to my FreeFall. Well, I was not 

able to get it developed anyhow.. 

—-MESSAGE FILE 5717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04441 


—-MESSAGE FILE 5718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004442 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:27 +0200 

Organization: DEbri 

Lines: 11 

Message-ID: <ldwh8fk.112w3bllyxkapnN@al1-88-104.al.nl1> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4S$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7nd2npS$i4m5@chuka.playstation.co.uk> <7ndj3cSi4m6 
@chuka.playstation.co.uk> <7nfcvo$i4m21@chuka.playstation.co.uk> <7no0ieSoub18@chuka 
-playstation.co.uk> <S$jZBgDAH64n3EwZv@trsoft.demon.co.uk> <7no7qeSoub22@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I wish you all the best with your game, and look forward to playing it. 


Herbs 


AAAAARghhhhhh first get me to stop playing your game D-: 


DEnnis.. 
—-MESSAGE FILE 5718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04442 
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-—-MESSAGE FILE 5719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004443 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:29 +0200 

Organization: DEbri 

Lines: 92 

Message-ID: <ldwh8ks.amy77v119001gN@al-88-104.a1.nl1> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4443 scee.yaroze.mydemos: 
494 


> 2) Having to make graphics and sounds in the first place (tiles, sound 
> effects and stuff like that should be part of the boot CD) 


I think it would be a good idea to make this a school-project. I'm 
following a study at an Artschool in the Netherlands. I might try to 
start a Freeware-clipart-lib for NY-games. Maybe with some other 
students. A CD filled with "usable" graphics and models for NY-games. 
I'ts just that I'm a bit late with this idea.. Maybe if we could find 
other artists as well to join in, that we could get a complete libary. 
It seems that most of us suffer from this problem. 


> 4) Not much info on game design and implementation 


I'm working on GameDesign-projects. I already made a CD with a collected 
work on articles about Games Design. 


> 5) No proper tools to work with (sprite tools etc) 


We all agree, but this lack also makes it a bit of a chanance to get 
things done (what a bad excuse don't you agree ;) 


6) No multitap libs (we all know that the good multi-player games can 
sometimes look poor but we accept this because they are so much fun so 
we could produce good 4-player games and people would overlook the poor 
graphics that home-coders produce) 


V V V v 


Think of the Joypad-split mode like in Micromachines. Yes it sucks but 
it is an option. 


7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
royalty (or fixed fee) 


VVVVVVVVV 


Personally I think a good game gives you a chance of getting in the 
industry.. There will be new idea's and projects and you know that your 
great idea can be stolen, but keeping it a secret will never get you 
anywhere. 


> We are supposed to solve these problems in our spare time and produce 
> games in a matter of weeks. Mainstream PSX stuff is produced by teams 
> and take months or years. 


We are not supposed to beat the pro's.. You should have a fun time 
developing and having a chance to play your own game. You should not try 
to compare with the commercial stuff. On the NY, you should develop a 
game for your own fun. And if in the end it's a good game, thats great.. 
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but in the first place do it for your own fun and experiance. 


> I don't want to release something which looks like a load of cack but I 
> don't want to give away something, which represents loads of my spare 
> time, for no payment. 


Ever had a hobby? Hobbies cost hudge amounds of money and time and you 
won't gain more than an experiance.. It's great to be able to make a job 
out of your hobby, but don't force a hobby to be a job. 


> What about a competition with some prizes? Sony are loaded so they can 
afford it. Or did they only start the Yaroze program to generate new 
game ideas on the cheap! 


v v 


I think you completely interpetate the idea wrong. You buy and use a NY 
for yourself! Sure Sony will gain some on developers that learned to 
develop with their system in the spare time, but in the end, I think 
Sony puts more money into this project than gaining from it. And there 
were several contests in the past years. So if you like, you could get 
enter some. And also think of all the contacts you gain with your Net 
Yaroze. Some of my best friends are fellow NY-members! 


Rant O Ver * * * * KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK 


> 

> 

> Believe it or not I am actually producing a game for Yaroze but I am not 
> sure how long it will take. If I had all the graphics and sounds done I 
> could finish the code in a couple of weeks. However I have no idea when 
> I will be finished because the graphics and sound are such a grey area 

> (because they are down to your own personal standards and are limited by 
> your tools and artistic ability) 


I understand, try to team up with some artist that would love to do this 


stuff!! To tell you something.. I can't even code.. I just do graphics 
and game-idea's!!!! To bad I'm not so good with sound. 

Cheers, 

DEnnis.. (~madmac) 
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> 

> > 7) No incentive (if we give a submission for the magazine we get nothing 
> > and some mainstream coders can take our ideas and make a better 

> > version). 

> > SONY could have easily set up some deal with their developers (or at 

> > least established links) to have our work included on mainstream games 

> > as sub-games. The developers could then pay us a standard fee for our 

> > work. Equally, SONY could produce a compilation of the best work (say 

> > 10 games per disk) and sell them commercially with coders getting a 

> > royalty (or fixed fee) 
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> 


The incentives are: fun, learning, and the fact that the NY project is a 
proving ground for new talent, and therefore a possible way into the 
industry. It is also very satisfying to get a game published on the OPM 
cover disc, not to mention the recognition received. And, your arrogance 
bemuses me. You really think that your ideas are too good to share without 
someone ripping them off and making a killing from them? Well, in that case 
I suggest you start developing your ideas on the PC, then try and find a 
publisher. Or, try and get a job in the industry - but then, you need to 
prove yourself first to do that. 


VVVVVVVVV VV 


I totally agree! I had an idea of a skydivinggame. For 2 years I've 
sread my idea and wanted to develop it. But I was not in the position of 
developing it. Now EA developed it without me. I can look at it like 
they stole my idea, but I don't. I just look at it like they had the 
same idea, and I can't get the rights on a seratain game-idea, and I 
can't get it developed. So now I see the resemblance with my concept, I 
think.. "Hey, I did it right! The Pro's are doing the same I did". I 
even think my idea is still better!! 

I had the same with Cooboarders. In Arcades, I used to play 
Alpine-Surfer from Namco. I wondered why there was no 3D snowboarding 
game for a homeconsole. Since the PSX was typical designed for 3D, I 
made up a complete game for the PSX called "Snow-B". About a month after 
I finished my complete concept, SCEE anounced that UEP was working ona 
3D snowboardgame. When it hit the shops, I bought it at once. I did not 
even own a PSX when I bought Coolboarders. It turned out that my game 
was almost the same. Only my game had a damage-score. There was no way 
that SCEE or UEP could have seen my idea, but still our concepts were 
almost identical. If you like, I could show you some screenshots I 
pre-rendered for Snow-B. The same happend with a console-contest in the 
Netehrlands. In 1994 I won a second price with a "design the next gen 
games console". Those were the times of Gameboy and SNES. I designed a 
system called SNES+ (32-bit) and a SGB (SuperGameBoy). In those days the 
supergameboy as we know it now did not excist. The SGB looked like a 
SNES-joypad with a GameGear-screen on it. With a special cable, you 
could connect your SGB to a joypad-port of the SNES+. The joypad-port on 
the SNES+ had a videoOut as well. SO some of the game-info would apeir 
on the SGB. Actually, that is what SEGA is doing with the dreamcast. But 
this idea of mine was publisched in 1994!!! The great thing about my 
system was, that you could also play multiplayer games on the seperate 
screens. Of course my SNES+ had 4 joypad-ports, like the N64 has now. 
For Example, it would have been possible to play MariokKart64 on the 
SNES+ with the TV-screen turned of. The 4 small screens on the GBS would 
be used as the screens. This way you could play a multiplayer game with 
only buying one copy and all the players would have a seperate screen 
but the quality would be great course of the powerfull chip in the 
mothersystem. To be honest, I expect a system like this to hit the 
market somewhere in the future... 


It's what game designers/programmers (i.e. you) do - solve the problems. If 
you want it all done for you, then that already exists - they're called 
commercial games and I believe you can pick them up for £20-50 at your local 
games retailer. 


VVVVVV 


Heheheh Cool... 


I don't want to release something which looks like a load of cack but I 
don't want to give away something, which represents loads of my spare 
time, for no payment. 


V V V V 


If your talents don't live up to your own expectations then that's your 
problem. 


You are not going to get paid! You made a mistake in buying a NY if you 
expect to get paid for anything you do with it. It's a HOBBY. It's not 
work, and it's not a job. 


VVVVVVVVV VV 
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I agree in full!! 


> 

> > Or did they only start the Yaroze program to generate new 

> > game ideas on the cheap! 

>> 

> 

> Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
> ideas. People with great ideas are two a penny. People who can put great 
> ideas to effect are those in demand. 

> 

heheheh 

Cheers, 

DEnnis.. 
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Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


>The incentives are: fun, learning, and the fact that the NY project is a 
>proving ground for new talent, and therefore a possible way into the 
>industry. It is also very satisfying to get a game published on the OPM 
>cover disc, not to mention the recognition received. And, your arrogance 
>bemuses me. You really think that your ideas are too good to share without 


VVVVYV 


> You are quite naive if you think that my attitude is pure arrogance and 

> that nobody is ripping anybody off in the world (where intellectual 

> property is concerned). I actually wouldn't mind having my ideas copied 
> (imitation being a form of flattery) if I had already been rewarded for 

> my efforts. 

Welcome in the world where we all rip each other off!!! Open your 

eyes!!! We all rip eachother off and we all are greedy! Understand that 


the developers of a product (say games) won't get half the share of the 
people that sell the stuff. 

Iff you really think that your idea's are OpsyTopsy, present them at the 
ECTS. I'm a freak as that as well! I think my idea's are great and I try 
to show what I'm worth. Till here I did not gain a lot, but at least I'm 
trying. 


>someone ripping them off and making a killing from them? Well, in that case 
>I suggest you start developing your ideas on the PC, then try and find a 
>publisher. Or, try and get a job in the industry - but then, you need to 
Why can't we just find a publisher now? Again because of a restrictive 
measure! 


V V V V V 
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>prove yourself first to do that. 

I gave up needing to prove myself years ago. (after getting my honours 
degree in physics and masters in opto-electronics and optical 
information processing) 

So I'm not some snot-nosed kid who just wants to complain. I ama 
reasonably well-educated 31 year old who wants to see a bit more effort 
from SONY (it's called after sales care in most countries) 


VVVVVVV 


The fact that you are on these newsgroups is already a service from 
Sony, And the fact that George Bain is replying, is also service from 
sony!!! 


>It's what game designers/programmers (i.e. you) do - solve the problems. If 
I love solving the problems (I hate doing graphics and sounds) 
>you want it all done for you, then that already exists - they're called 
>commercial games and I believe you can pick them up for £20-50 at your local 
>games retailer. 


V V V V V 


> smart-ass 


WELCOME IN THE WORLD OF NET YAROZE!!!!! HAHAHAHAHAHA, and you didn't 
even meet me yet! 


> >We do it in our spare time bacause WE WANT TO. We do what we want, when we 
> Why do we fart around on the Yaroze...because we want to....because we 
> Want “CO. ¿u l s Us eee (sounds like a song to me) 


Who is the smart ass around here? Why don't you find yourself another 
Hobby, like pealing potatoes or something... 


> >If your talents don't live up to your own expectations then that's your 
> >problem. 

> This is an obvious baiting but I have to respond. 

> This has nothing to do with my talents not matching my own expectations. 
> It is to do with having a professional attitude to anything which you 

> are prepared to attach your name to. 

Euhm... Professional? we are here working on homedevelopment and 


amateuristic stuff.. You can be professional, but don't expect to much. 


> >What like GDUK? 
I checked the site a few times this year and it seemed to only have info 
about last year. Is it running this year? 


v 


v 


A lot of NY-members set up their own competitions as well, you can will 
some nice games sometimes, but no money.. Again, fun is the magic word, 
not money. 


>> Or did they only start the Yaroze program to generate new 
>> game ideas on the cheap! 


>Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
>ideas. People with great ideas are two a penny. People who can put great 
>ideas to effect are those in demand. 


> How do you know what people are doing at the moment? 
> Not everyone has the time to write into the groups (or wants to talk 
> about some project which they couldn't put a release date on). 


Tell me one idea that has been "stolen" over the past years? And I mean 
stolen from the NY-members, not by the NY-members?? 


>> Believe it or not I am actually producing a game for Yaroze but I am not 
>> sure how long it will take. If I had all the graphics and sounds done I 
>> could finish the code in a couple of weeks. However I have no idea when 
>> I will be finished because the graphics and sound are such a grey area 
>> (because they are down to your own personal standards and are limited by 
>> your tools and artistic ability) 

>> 


VV VV V V V 
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>> 

>> My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 
>> 

>> 

> 

>Ah, now who's stealing who's ideas exactly? 


Every first person shooter hails back to Wolfenstein 3D or whatever came 
before it. What I said above was the closest example to what I'm doing. 
I could have just said puzzle game. 


VVVVVVVV VV 


must say that I agree that Wolfenstein was the first as far as I kno. 
lot of people think it was Doom.. 


DH 


> Anyway I wouldn't do a straight clone since nobody would want it. And I 
> wouldn't release any game that couldn't hold my own attention for at 
> least 5 minutes. 


Maybe thats why we haven't seen anything of you yet. 


> >Oh, I get it! This is a wind up isn't it? Had me fooled for a while there. 
> You need to deal with your rage mucker! Get help soon! 


Help is on the way mate.... cockadoodledoo.... 


> In your reply you showed absolutely no respect for someone who you don't 
> even know and took a SUPERIOR tone at every possible opportunity. 


Sorry to interrub.. But Alex is a respected member as far as I know and 
most of us just apreciate a fair and honest reply, even when it's 
negative.. And what do you mean with possible oppertunity?!?!? 


> A REAL COMMUNITY SPIRIT 
Yeah, you should see the spirit at the ECTS last year.. 
Cheers mate, 


DEnnis.. 
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Derek da Silva <dasi@eidosnet.co.uk> wrote: 

> I'm no graphics artist/sound engineer either, so do the best I can. I never 
> expected to be spoon-fed by SONY anyway. 

Hmmmm, sounds interesting ;) 

DEnnis.. 
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Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


In article <7nesq6$i4m1l4@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>I'm no graphics artist/sound engineer either, so do the best I can. I never 
>expected to be spoon-fed by SONY anyway. 

Nor did I but I did expect a big company to follow-up a project and make 

it easier to get things done. What would it cost them anyway? 


VVVVVVV 


I'ts not about what THEY do, its about what YOU do! 


Obywhan has spoken... 


Don't get me wrong Derek. I did read the restrictions in the sign-up 
documentation and knew then what the situation was. What surprised me 
was the lack of any links to a commercial avenue and any improvements in 
the situation since I signed (SONY tout themselves as a cool and 
progressive company and yet they restrict what we can do in our games) 


VV V V V 


Just think!!! what did you expect? Do you want to compete with the pro's 
by only buying a Net Yaroze?!?! That sounds realy dutch.. trying to sit 
on the front row wile paying for a cheap ticket. And you make it what 
you want! You can get in contact with people in the industry, if you do 
things right! 


> Anyone can slag off another member of this group but explain to my why 
> the lifting of the restrictions and provision of a better set of tools 
> would be a bad thing at this stage. 


First, we don't want to slag anybody off. We always like it when there 
are some good idea's that could improve the project. Bet we also must 
stay realistic. 


It was perhaps foolish of me to expect anything more in the way of 
support for my wild and outlandish ideas in these groups. 


> 
> 
> 
> The group does say freetalk (I thought I was allowed). 


The knife cuts on both sides, we say in Holland. Freetalk also allowes 
us to reply. Believe me, I think it's great that you write your idea's 
and share them with us. Otherwise I would not even reply. But as far as 
I'm concerned, I just try to give you a bit of an realistic view. 


Cheers, 


DEnnis.. 
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Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


Sorry if we got our wires crossed mate. 


> In article <7nf90a$i4m20@chuka.playstation.co.uk>, Derek da Silva 
> <dasi@eidosnet.co.uk> writes 

> >Sure. But people are just as entitled to disagree with you. 

>> 

> >Good luck with your game. 

>> 

> >Derek 

> 

> 


Actually, everybody around here is very nice.. Let's all have a nice 
pint of beer after the first day at the ECTS.. Who's comming? 


DEnnis.. 
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Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


> I am only glad that I paid the much cheaper price for it. 
> 
> Yes I probably did expect too much. 


Amazing! Pay less, expect more?!?!? 

Just think off all those who paid more than double your price! 
Well, in the end you'll start to like it.. 

DEnnis.. 
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George Bain <george_bain@playstation.sony.com> wrote: 


In article <v50tjJEAAksm3EwTG@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.uk 
says... 

>I'm not struggling....I just can't keep interest in a project which may 
>not see the light of day before the PSX falls into a historical 
>category. 


I'm not forcing anyone to do a OPM game.... 

The point I was trying to get across was that I was running 
dry of NY games to put on OPM. If I have no games then we 
have to stop OPM...it's rather logical. 


VVVVVVVVV VV 


What the hack... I'm starting to like George Bain... I agree AGAIN!!! 


>SONY could ask for donations from the mainstream developers. 


> 
> 
> We did, in fact their were some posting on the newsgroups and 

> in the news section of people wanting to work with NY members. 

George, just a question that comes up. You asked how many NY-members got 
jobs in the industry. Well, could you tell how many replys you had? I 
think most members that did get a job, are not to active in the 
Newsgroups anymore.. 


We have the OPM cover disc! You can have your game in the hands of 
nearly 600,000 OPM magazine buyers in Europe in a single month. 


How many professional developers can claim that their FULL game (not a demo,or 
illegal copy) is in the hands of that many gamers? Not very many...it even 
took the mighty Quake II several months to hit a million. 


VV V V V V 


Coooooool, in Holland we all buy it.. 


> >P.S. Thanks for your efforts with the support (it really is 

> >appreciated). 

> 

> Not a problem. I try my best to help NY members....even DenNIS :) 


Now I really like you George.. After the ECTS, pints on me mate!!! 


Cheers, 


DEnnis.. 
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X-Newsreader: MacSOUP 2.3 (unregistered) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> 
> Don't anyone take them up on it - Amsterdam's a den of promiscuous sex 
> and hard drugs. At least, it was there on holiday last year ;) 


Well thats not completly true... Yes we allow prostitution, but you will 
only see it if you really are looking for it. A bit like the internet, 
so we now know what you were looking for ;-) 
And yes, we allow softdrugs and you can buy it legally, but don't expect 
all junks around Amsterdam.. 


> Actually, I bumped into one of my old college mates there, and the games 
> house he was working for had all gone on a traditional company outing 

> — the MD took everyone to amsterdam, so I found a whole PSX dev house 
> 
> 


sat ina 'coffee shop' stoned off their boxes searching for the next big 
idea... 


What company might that be?!?! That really does not sound like formula. 
Formula is about the most professional games company we have in Holland. 
It's settled in the middle of Amsterdam and they have things really good 
taken care off. 


And the teams are not like those junks as you describe.. 


DEnnis.. 
--MESSAGE FILE 5727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04451 


—-MESSAGE FILE 5728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004452 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Fri, 13 Aug 1999 15:15:51 +0200 

Organization: DEbri 

Lines: 19 

Message-ID: <ldwhdvs.lyfrobulqcalbdN@al-88-104.a1l.nl> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Hi All, 


The ECTS is getting close again and I wondered if we could get to gether 
one day. Last year we spoke off at the Sony Stand. That was not such a 
great idea I think. I think it would be far more fun if we speak off 
somewhere at the end off the day and go to a pub with the hole bunch. 
What about on the end off the first day? Say... lets meet at stand GL400 
(westwood studios) on the first floor in the corner? 

This way we can have a decent chat with all we like to chat with. That 
would be so much better than last year. We might even go out and have 
diner (some chips or something) together... 


What about it? And who is comming to the ECTS? This year I sure would 


Net Yaroze newsgroups message dump.txt Page 3696 


like to have a decent chat with Nick for example.. I missed that out 
last year.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04452 


—-MESSAGE FILE 5729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004453 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: job offer 

Date: Fri, 13 Aug 1999 14:47:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <934555627.1122836957@news.playstation.co.uk> 

References: <7nmd8sSoub9@chuka.playstation.co.uk> <933176599.775373443@news.playstat 
ion.co.uk> <ldwhdiz.9ojxplighg3bN@a1-88-104.al.n1> 

NNTP-Posting-Host: d3-s23-183-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


debri@dds.nl (DEnnis Brinkhuis) wrote: 

>Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 

> 

> 

>>=20 

>> Don't anyone take them up on it - Amsterdam's a den of promiscuous sex 
>> and hard drugs. At least, it was there on holiday last year ;) 


>Well thats not completly true... Yes we allow prostitution, but you will 
>only see it if you really are looking for it. A bit like the internet, 
>so we now know what you were looking for չ-) 


Heh heh - I was there with my wife to see the Van Gogh museam. 

It's a bithard to miss the pro's though, as the red light district's righ= 
t next to the 

central station. 


>And yes, we allow softdrugs and you can buy it legally, but don't expect 
>all junks around Amsterdam.. 


There's still a problem though - Amsterdam's the only city in the world 
where people have tried to sell me heroin (not just once, this happened 
several times a day). Scary or what? I've been into the Golden Triangle 
and never had that happen... 


That said though, I was joking in my first post. Amsterdam's a nice place= 


r 

pleasent people, lovely environment, food's a bit dull - but you cann't h= 
ave 

everything. It just has a (deserved) reputation as a bit of a haven for 
the less than legal drug industry. I'm surprised no one's done a game 
about it yet ;P 


>What company might that be?!?! That really does not sound like formula. 
>Formula is about the most professional games company we have in Holland. 
>It's settled in the middle of Amsterdam and they have things really good 
>taken care off. 

> 

>And the teams are not like those junks as you describe.. 


Humour Dennis, humour.... 


Although, that said it was true what I said about the devco I met crashed 
outside the grasshopper near the station...but no, it wasn't formula... 
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>DEnnis.. 
Craig. 


—-MESSAGE FILE 5729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04453 


—-MESSAGE FILE 5730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004454 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: This months Edge - George, did you read it? 
Date: Fri, 13 Aug 1999 15:02:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <934556542.2031740877@news.playstation.co.uk> 
NNTP-Posting-—Host: d3-s23-183-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


Interesting article on page 106 of Edge this month. 


An independent optinion on the use of an AR/Xplorer vs 
the Yaroze. 


I pass no comment. 
Craig. 


—-MESSAGE FILE 5730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04454 


—-MESSAGE FILE 5731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004455 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: TIM Format Info 

Date: Fri, 13 Aug 1999 15:38:48 +0100 
Organization: Max Studios 

Lines: 7 

Message-ID: <37B42DF8.86F334A6@which.net> 
NNTP-Posting-Host: p57-warbler-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Can anyone suggest where I can get information on the format of a TIM? 
I need to know what all the bits in the TIM do so as I can decipher some 
code. 


Cheers 
Max 


—-MESSAGE FILE 5731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04455 


—-MESSAGE FILE 5732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004456 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:36:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
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Message-ID: <7plase$235@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwVZ@trsoft.demon.co.uk> <7ne 
sq6$i4ml14@chuka.playstation.co.uk> <ldwhbzv.1lxw4lyrszlizN@al-88-104.al.nl1> 
NNTP-Posting-Host: modem-23.penicillin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4456 scee.yaroze.mydemos: 
501 


It's the coding I have the trouble with, graphics and game ideas are fine. 
It leads to me having to shelve ideas that would take me over 6 months to 
create (maybe I'm a bit impatient). 

On the point of who's making games right now, things do seem a little 
quiet. I'm currently trying to get to grips with my next project' Terror 
from Planet X', a sci-fi b-movie type thing (it's on my site). I'm setting a 
deadilne myself for November/December, so here's hoping I can stick to it... 

And seeing the product of a few weeks of your hobby get onto OPM is 
great. I was chuffed to bits to see Tanx on this months OPM. 


Stuart. 


DEnnis Brinkhuis wrote in message <ldwhbzv.1lxw4lyrszlizN@al-88-104.al.nl>... 
>Derek da Silva <dasi@eidosnet.co.uk> wrote: 

> 

>> I'm no graphics artist/sound engineer either, so do the best I can. I 
never 

>> expected to be spoon-fed by SONY anyway. 

> 

> 

>Hmmmm, sounds interesting ;) 

> 

>DEnnis.. 


—-MESSAGE FILE 5732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04456 


—-MESSAGE FILE 5733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004457 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Metal Gear Solid bug? 

Date: Fri, 13 Aug 1999 16:22:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <37B4384A.97960DDC@reading.ac.uk> 
References: <37B1EAEC.6719585@easynet.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Philip Gooch wrote: 


OK, only got around to buying MGS recently. Second-hand copy from 
Computer Exchange. But I wonder if I've got an 'early' edition or 
something (comes with an extra CD with a lengthy demo of Silent Hill) 
Anyway, I'm about to do battle with Psycho Mantis when the console 
bleeps, the screen goes black with the word HIDEO appears in green in 
the top left hand corner. This is held for a few seconds at which point 
it returns to the game (which has 'jumped' a bit - Psycho has now moved 
to a different place). Anyway, everything is back to normal, and I'm 
gradually giving him a beating, when, having got him cornered and giving 
him a hammering, the same thing happens! When it returns to the game, 
Psycho is off somewhere else again (so I never get to finish him off). 
Finally, when it gets to the point where I have to stop Meryl from 


VVVVVVVVVVV VV 
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shooting herself, the game steals one of my rations! 

Needless to say, I haven't managed to defeat Psycho Mantis yet because 
it appears the game is cheating or has a bug. Anyone else had this? 
Maybe I should take the game back. 


VV V V 


The "HIDEO" bit is a really strange meta-joke. The idea is that 
Psycho Mantis is changing the channel on your television set, putting it 
onto the video channel, so that he can get out of the way while you're 
distracted. To make this even more confusing, they then made it display 
"HIDEO" instead of "VIDEO" as a pun (Hideo is Hideo Kojima, the director 
of the game) 
How to beat him? Well, it's a meta-joke, and it refers toa 
meta-puzzle.. 
—-MESSAGE FILE 5733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04457 


—-MESSAGE FILE 5734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004458 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Metal Gear Solid bug? 

Date: Fri, 13 Aug 1999 17:39:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <37B44A38.AF10075C@easynet.co.uk> 

References: <37B1EAEC.6719585@easynet.co.uk> <37B4384A.97960DDC@reading.ac.uk> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Thanks Mark 
Clearly, I'm getting too old for all this games playing stuff (30 next month) 
Phil 


Mark Green wrote: 


The "HIDEO" bit is a really strange meta-joke. The idea is that 
Psycho Mantis is changing the channel on your television set, putting it 
onto the video channel, so that he can get out of the way while you're 
distracted. To make this even more confusing, they then made it display 
"HIDEO" instead of "VIDEO" as a pun (Hideo is Hideo Kojima, the director 
of the game) 

How to beat him? Well, it's a meta-joke, and it refers toa 
meta-puzzle.. 


VVVVVVVV VV 


—-MESSAGE FILE 5734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04458 


—-MESSAGE FILE 5735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004459 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Metal Gear Solid bug? 

Date: Fri, 13 Aug 1999 18:15:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7plkc8$236@chuka.playstation.co.uk> 

References: <37B1EAEC.6719585@easynet.co.uk> <37B4384A.97960DDC@reading.ac.uk> <37B4 
4A38.AF10075C@easynet.co.uk> 

NNTP-Posting-Host: modem-25.copper.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> 

> Clearly, I'm getting too old for all this games playing stuff (30 next 
month) 

> 

> Phil 


You're never too old. 


Bob 
70) 


bob@shandfam. freeserve.co.uk 


> 


-—-MESSAGE FILE 5735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04459 


—-MESSAGE FILE 5736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004460 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Edge: Where can I get it? [was Re: This months Edge - George, did you read 
it?] 

Date: Fri, 13 Aug 1999 19:51:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7plpip$237@chuka.playstation.co.uk> 

References: <934556542.2031740877@news.playstation.co.uk> 

NNTP-Posting-Host: th-gt145-015.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Can anyone tell me where I can get hold of a copy of Edge, as I hear about 
it all the time, but have never been able to find it. Is there a website, 
maybe where I can subscribe (I take it this would be a good idea). 


Thanks 


—-MESSAGE FILE 5736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04460 


—-MESSAGE FILE 5737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004461 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge: Where can I get it? [was Re: This months Edge - George, did you r 
ead it?] 

Date: Fri, 13 Aug 1999 21:13:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7plulm$i8sl@chuka.playstation.co.uk> 

References: <934556542.2031740877@news.playstation.co.uk> <7plpip$237@chuka.playstat 
ion.co.uk> 
NNTP-Posting-Host: modem-9.tantulum.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Rikki, 
Edge is by Future Publishing, and can be found at: 
http://www. futurenet.com/futureonline/ 
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just use the pull-down list to get ot Edge. 
stuart Macdonald. 


Rikki Prince wrote in message <7plpip$237@chuka.playstation.co.uk>... 

>Can anyone tell me where I can get hold of a copy of Edge, as I hear about 
>it all the time, but have never been able to find it. Is there a website, 
>maybe where I can subscribe (I take it this would be a good idea). 

> 

>Thanks 

> 

> 


—-MESSAGE FILE 5737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04461 


—-MESSAGE FILE 5738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004462 
Path: chuka.playstation.co.uk!news 
From: Al <admars32@breathemail.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Edge: Where can I get it? [was Re: This months Edge - George, did 
you read it?] 
Date: Sat, 14 Aug 1999 12:02:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 
Message-ID: <37B54CBF.ECD013A@breathemail.net> 
References: <934556542.2031740877@news.playstation.co.uk> <7plpip$237@chuka.playstat 
ion.co.uk> <7plulm$i8sl@chuka.playstation.co.uk> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: FreeDU-84-238.x-stream.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en, ja 


You should be able to get it in most newagensts, especially the chain 
ones like WHSmiths or John Menzies, Try looking in the section on car 
mags ;) 

Al 


p.s. Subscription is not a bad idea, you save a fair amount of money and 
it is pretty much the only "adult" computer games mag. 


stuart @macdonald4798.freeserve.co.uk wrote: 


> 

> Hi Rikki, 

> Edge is by Future Publishing, and can be found at: 

> http://www.futurenet.com/futureonline/ 

> just use the pull-down list to get ot Edge. 

> stuart Macdonald. 

> 

> Rikki Prince wrote in message <7plpip$237@chuka.playstation.co.uk>... 

> >Can anyone tell me where I can get hold of a copy of Edge, as I hear about 
> >it all the time, but have never been able to find it. Is there a website, 
> >maybe where I can subscribe (I take it this would be a good idea). 

>> 

> >Thanks 

>> 

>> 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' computers 'n' piercing 'n' stuff 

-—-MESSAGE FILE 5738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04462 


—-MESSAGE FILE 5739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004463 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge: what an OUTSTANDING letters page 

Date: Sat, 14 Aug 1999 12:14:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7p3jbh$i8s4@chuka.playstation.co.uk> 

References: <934556542.2031740877@news.playstation.co.uk> <7plpip$237@chuka.playstat 
ion.co.uk> <7plulm$i8sl@chuka.playstation.co.uk> <37B54CBF.ECD013A@breathemail.net> 
NNTP-Posting-Host: dialup137-72.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> p.s. Subscription is not a bad idea, you save a fair amount of money and 
> it is pretty much the only "adult" computer games mag. 


They also have one of the better letter pages - discussion focuses օո 
extremely important issues such as whether we need review scores etc! ;) 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


—-MESSAGE FILE 5739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04463 


—-MESSAGE FILE 5740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004464 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge: truely EXCELLENT supplements 

Date: Sat, 14 Aug 1999 13:49:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7p3qgn$i8s5@chuka.playstation.co.uk> 

References: <934556542.2031740877@news.playstation.co.uk> <7plpip$237@chuka.playstat 
ion.co.uk> <7plulm$i8sl@chuka.playstation.co.uk> <37B54CBF.ECD013A@breathemail.net> 
<7p3jbh$i8s4@chuka.playstation.co.uk> 

Reply-To: "Nick Slaven" <NickSlaven@bigfoot.com> 

NNTP-Posting-Host: host5-99-56-119.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Nick Ferguson wrote in message <7p3jbhSi8s4@chuka.playstation.co.uk>... 
>They also have one of the better letter pages - discussion focuses օո 
>extremely important issues such as whether we need review scores etc! ;) 


Not to mention the rather excellent supplements that appear from time to 
time, such as "playing the game" :) 


Nick S 


—-MESSAGE FILE 5740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04464 


—-MESSAGE FILE 5741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004465 

Path: chuka.playstation.co.uk!news 

From: "“praxisl" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 3703 


Subject: Re: ECTS 

Date: Sat, 14 Aug 1999 14:39:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7p3rtj$i8s6@chuka.playstation.co.uk> 
References: <ldwhdvs.lyfrobulqcalbdN@a1-88-104.al.nl1> 
NNTP-Posting-Host: 193.82.54.41 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Dennis, 


I'm already going to ECTS. I will probably meet up with Rad, so we should 
all hook up..If I do remember to find stand GL400, I'll 
probably try and catch you guys up. 


Anyway give me an e-mail some time at blaisetech@yahoo.com 
so we can try to sort stuff out. 


Check ya later, 


Aaron 


—-MESSAGE FILE 5741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04465 


-—-MESSAGE FILE 5742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004466 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: job offer 

Date: Sat, 14 Aug 1999 18:06:12 +0200 

Organization: DEbri 

Lines: 78 

Message-ID: <ldwj2wl.73dcjztuexz2N@al1l-88-116.al.nl1> 

References: <7nmd8sSoub9@chuka.playstation.co.uk> <933176599.775373443@news.playstat 
ion.co.uk> <ldwhdiz.9o0jxplighg3bN@al-88-104.al.nl> <934555627.1122836957@news.playst 
ation.co.uk> 

NNTP-Posting-Host: 81-88-116.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> Heh heh - I was there with my wife to see the Van Gogh museam. 
Yeah, we all say that ;) 


> It's a bithard to miss the pro's though, as the red light district's right 
> next to the central station. 


Well you sure won't get trough the red light district if you go from the 
central station to the Van Gogh museum as far as I know. 

And I've been working in Amsterdam for several years now but the first 3 
years I never past the red light district allthough I do work all around 
in Amsterdam. I did not even know were it was until 2 years ago. 


>And yes, we allow softdrugs and you can buy it legally, but don't expect 
>all junks around Amsterdam.. 


There's still a problem though - Amsterdam's the only city in the world 
where people have tried to sell me heroin (not just once, this happened 
several times a day). Scary or what? I've been into the Golden Triangle 
and never had that happen... 


VVVVVVV 


Well, that did happen to me in Utrecht, but never in Amsterdam. It even 
happend to me in central London. Last year I stayed in a Hotel in Kings 
Cross during the ECTS. Well, several people asked me if I wanted to buy. 
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But telling them that I was from Holland, was enought to make them 
understand we would not need anything.. 


That said though, I was joking in my first post. Amsterdam's a nice place, 
pleasent people, lovely environment, food's a bit dull - but you cann't have 
everything. It just has a (deserved) reputation as a bit of a haven for 

the less than legal drug industry. I'm surprised no one's done a game 

about it yet ;P 


VVVVYV 


I know you were kidding.. I did not take it hard or anything.. And our 
food is not a bit dull, its complete trash. We have kroetten, 
frikandellen and such stuff. It looks tastfull, and it actually is 
sometimes, but it's made out of left-over meat. Most people like it 
though. 
And there is a very microsoft-like company in Holland called Davilex 
that is producing a game called "Amsterdoom". As you might expect, it's 
a doom clone in Amsterdam complete with all the porn and drugs. 

If it will be a success, there might even be a Londoom. Befor this they 
made A2 Racer (A2 is the biggest highway we have in Holland) And 
Autobohn Raser for Germany. It seems they also made a racer for the 
local highway in the UK. It's a crap company but the marketing is at 
level MS. 


>What company might that be?!?! That really does not sound like formula. 
>Formula is about the most professional games company we have in Holland. 
>It's settled in the middle of Amsterdam and they have things really good 
>taken care off. 

> 

>And the teams are not like those junks as you describe.. 


VVVVVVV VY 


Humour Dennis, humour.... 


Yeah yeah.. I know.. I just know a littlebit of how they fight in 
Holland to get something off the ground.. 


> Although, that said it was true what I said about the devco I met crashed 
> outside the grasshopper near the station...but no, it wasn't formula... 


The Grashopper is not a real coffeshop ads far as I know and yes, it's 
almost in the RL district.. 


Next time you come to Amsterdam, give me a ring and I'll give you a 
tour.. And we can have a pint in one of the better places around.. 


Cheers my friend, 
DEnnis.. 
> >DEnnis.. 


> 
> Craig. 


3704 


—-MESSAGE FILE 5742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04466 


—-MESSAGE FILE 5743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004467 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Collaboration proposal 
Date: Sun, 15 Aug 1999 11:56:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7pé66puSi8s9@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—54.buproprione.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello folks, 

I was wondering... after I finish my latest effort ( 2 months 

hopefully ),would anyone that's more adept at the programming side of things 
than me ( which wouldn't be hard ) consider working on a new game design 
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none in mind just now, open to suggestions - preferably 3d ). I noticed a 
few folk mentioning their need for better graphics etc. which is why I'm 
wondering.... Check out my stuff at: 


http://www.netyaroze-europe.com/~scmacd/ 
and see what you think. 


Stuart. 


—-MESSAGE FILE 5743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04467 


—-MESSAGE FILE 5744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004468 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Sun, 15 Aug 1999 14:33:19 +0200 

Organization: DEbri 

Lines: 9 

Message-ID: <ldwllkd.f9wrtvnk7ybaN@al-—88-128.al1l.nl1> 
References: <7p66puSi8s9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


<stuart@macdonald4798.freeserve.co.uk> wrote: 

> http://www.netyaroze-europe.com/~scmacd/ 

You are to good for the Net Yaroze.. Can you also do Low Poly? 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 5744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04468 


—-MESSAGE FILE 5745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004469 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Sun, 15 Aug 1999 14:40:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7p6gcr$i8s11l@chuka.playstation.co.uk> 

References: <7p66puSi8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-—88-128.a 
1.nl> 

NNTP-Posting-Host: modem-76.aspirin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message <ldwllkd.f9wrtvnk7ybaN@al-88-128.al.nl>... 
><stuart @macdonald4798.freeserve.co.uk> wrote: 
> 


>> http://www.netyaroze-europe.com/~scmacd/ 
> 
>You are to good for the Net Yaroze.. Can you also do Low Poly? 


Nobody's too good for the Net Yaroze, it's a great way for me to get some 
games design experience before I try to get into the real thing... 


Yep, low-poly's easier than the fmv modelling I do (having to wait 24+ hrs 
for an animation to render is a real pain), just a bit different skills, 
3dMax isn't bad for low-poly, but I personally found that FormZ ( which 
hardly anyone seems to have heard of, except for product designers ) has 
much better solids and faces manipulation for simple modelling. 
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—-MESSAGE FILE 5745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04469 


—-MESSAGE FILE 5746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004470 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Zelda wasted my year. BTW, Xplorer anyone? 

Date: Sun, 15 Aug 1999 16:59:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7p6p41$i8sl16@chuka.playstation.co.uk> 

References: <86aeshlbxr.fsf@foo.mel.cybec.com.au> <7ockmrS$lph6@chuka.playstation.co. 
uk> <86hfmd4sey.fsf@foo.mel.cybec.com.au> <7oee38S1iph17@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


>I thought of that a while ago, specifically with a Win CE machine, in the 
>hope that they may have some sort of DOS shell, to run siocons, esp. as 
some 

>CE machines have proper serial ports (I think) so you plug the normal 
Yaroze 

>cable in. 


I borrowed a win CE machine to try, but the dev kits cost a fortune and you 
cant get them from your average market trader. They dont have a DOS shell 
and they are pretty bulky, but do have proper serial ports (albeit with a 
funny connector), as do pilots. Sitting about somewhere i have a trial 
adaptor thing made out of two 9-25 way adaptors and a null modem block that 
got my yaroze and the palmtop talking in a console session with a terminal 
program, could dir a cd that sort of thing but no downloads. 


The other thing to bear in mind is that CE machines are really expensive but 
pilots are dead cheap, especially this new IIIc model with cool transparent 
shell, if it ever comes out in the UK. 


>On the Palm Pilot scene, is it easy to program for it? Can you communicate 
>with the serial port easily? 


you can get gnu c for free for a pilot and that has a full SDK which 
includes stuff for hacking the serial port. Take a look at 
http://www.palm.com/devzone/docs.html also the serial connectors are 
unofficially documented (as are the playstation ones) so you could make a 
really slim and pocketable cable (with a 5V to 3.3V converter on it) from a 
pilot modem cable and a playstation link cable, chopping the ends off each. 


>Also, I wonder if I could port Siocons to a 
>Psion version, so I could use my Psion. Oh wait, that would mean 
>understanding the Siocons source code, d'oh! :) 


Have a check in your programming manual, I had a peek at one in dixons once 
and I think that the psion programming language doesnt include anything for 
driving a serial port. best of luck, tho. 


—-MESSAGE FILE 5746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04470 


—-MESSAGE FILE 5747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004471 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Sun, 15 Aug 1999 22:04:57 +0200 

Organization: DEbri 

Lines: 26 
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Message-ID: <ldwlmgm. 4mqn48100s5ysN@al-88-114.a1.nl> 

References: <7p66puSi8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-88-128.a 
l.nl> <7p6gcer$i8s11l@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


<stuart@macdonald4798.freeserve.co.uk> wrote: 
> Nobody's too good for the Net Yaroze, it's a great way for me to get some 
> games design experience before I try to get into the real thing... 


You can't use FMV on NY projects as far as I know. But at least I must 
say I was very impressed with your skills, I like your style.. 


Yep, low-poly's easier than the fmv modelling I do (having to wait 24+ hrs 
for an animation to render is a real pain), just a bit different skills, 
3dMax isn't bad for low-poly, but I personally found that FormZ ( which 
hardly anyone seems to have heard of, except for product designers ) has 
much better solids and faces manipulation for simple modelling. 


V V V V V 


To be honest, FormZ is a very populair program on the Macintosh. Since 
we can't run 3Dmax on the Mac, we have to do with other programs. A lot 
of pro's use FormZ for modeling and Electric Image for rendering. I must 
say I find the interface a little hard to get around with.. 


Are you comming to the ECTS? I would like to have a chat with you in 
person.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04471 


-—-MESSAGE FILE 5748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004472 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Sun, 15 Aug 1999 21:18:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7p77am$i8s21@chuka.playstation.co.uk> 

References: <7p66puS$i8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-88-128.a 
l.nl> <7p6gcer$i8s1l1l@chuka.playstation.co.uk> <ldwlmgm. 4mgqn48100s5ysN@al-—88-114.al.nl 
> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


You can always use Lightwave on the MAC, the new release [6] has great 
features for games, probably a bit pricey for ametuers but there is always 
Inspire 3D, a cut down version for MultiMedia people. 


I love Lightwave myself and can't wait for LW [6], alot easier to use than 
MAX the modeling tools are ideal for games (let you really get in there and 
mess around with the vertex & poly stuff) 


Nigel 
www.gameware.demon.co.uk 
http://www.netyaroze-europe.com/~ncritten/ 


To be honest, FormZ is a very populair program on the Macintosh. Since 
we can't run 3Dmax on the Mac, we have to do with other programs. A lot 
of pro's use FormZ for modeling and Electric Image for rendering. I must 
say I find the interface a little hard to get around with.. 


VVVYV 
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—-MESSAGE FILE 5748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04472 


—-MESSAGE FILE 5749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004473 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Cool 

Date: Sun, 15 Aug 1999 23:15:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <7p7e72S$i8s22@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Can you believe it all this time with no job (well except electrician) and 
now 2 opportunities present themselves, first is working on more TV and Film 
projects as a 3D Artist the other is working back in the games industry as a 
Playstation programmer. 


The problem is and it's happened before nothing will come of either of them 
and I'll be stuck here for the rest of my life waiting for Yaroze 2 to come 
out (with USB connection please :-) stuck between being a programmer and an 
artist and not doing either : ( 


Life History everyone please turn over NOW... 


I started way back as a 2D artist on the Spectrum and got a job just before 
leaving school converting some C64 graphics over to the Spectrum & Amstrad 
(remember those) things were going well (I got the job because I went to 
school with the programmer working on the spectrum / amstrad version) and 
then all of a sudden THE letter arrived "please stop all work on **** **** 
as the programmer has left so that was that, I tried other places nobody 
would have me, after fiddling with the C64 graphics and programming and 
producing a nice little BASIC shooter featuring the then hero of the day 
"Thing On A Spring" I sent it to Gremlin they didn't like it :-( so I 
carried on producing another BASIC game "ICE Warriors" you had to pick up 
lumps of ice from one side of the screen and move them to the other without 
getting killed (Yes a shit idea but I was young) and then I started 
programming in Amiga BASIC got a workable version of Flying Shark running in 
BASIC - only one level - (Not an easy thing to do just ask anyone) then I 
found STOS on the ST and hated it, then found AMOS on the Amiga and loved 
it, I got into Assembly programming here never looked back (well yes I did) 
I wrote a couple of extensions for AMOS the wonderful Sticks extension which 
allowed you to use Sega's MegaDrive pads on the Amiga (using all the 
buttons) and a thingie that allowed you to plug another 2 joysticks into the 
parallel port. The next extension was my crowning glory the AGA Extension, 
this started out after joining the AMOS Club with Aaron Fothergill we got 
talking about stuff and his new game Jetstrike, he wanted to do an AGA 
version so I said yeah I can do an extension to help there (lying through my 
teeth) but he sent me some info on AMOS I hacked around I ended up replacing 
the AMOS Copperlist (remember those) and replaced it with my own sparkly one 
that allowed you to carry on using AMOS functions to draw to the screen but 
in 256 colours, we then went on to do the CD32 version (remember those, are 
these remember those things getting annoying yet :-) and I upgraded the 
Sticks extension to support the flashy new CD32 joypad and all 11 buttons 
(OHHH) and that was it game released did nothing special my AGA extension 
was sold to someone who marketed it after paying me to finish it, through 
all this I was learning Lightwave then 3.5 it had just been unbundled from 
the Video Toaster and was the hottest thing around, so I let my programming 
drift a bit, I never finished a game in AMOS despite starting a couple, I 
was contracted to speed up a couple of games for the same people who 
published jetstrike and was asked to re-write Harold the Hairy Hermit (cool 
platform game) but they went bust just after I started work, I finished one 
level and an ECTS demo (I have since converted it to an ADF file so I can 
run it under WinUAE (I might even put it on the web site one day) (BTW It's 
a bit broken but funny, it even had a real-time shadow on the title screen). 
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The PC came into my life when newtek released version 4 of Lightwave, it was 
faster on the PC so I followed it, I still used the Amiga as it was as fast 
as the PC in those days (a P75) but the display was lower-res. I've been 
working with Lightwave ever since, last year I went to work on Lost In Space 
(using Lightwave) and then as I said at the top nothing. 


So I'm now in that what to do situation, I love programming, apparently the 
system this company has is great, some top guru's hack out the 3D Engine and 
Dynamics Engine and the rest is a case of moveforward X etc. I'm certainly 
not up to writing a 3D Engine, they are also down to work on the new 
consoles, Nintendo, Sega and Playstation2 which is very very tempting, I 
certainly want Yaroze 2 and if it was released tomorrow I would buy one. 

But this other job is another love of mine working on TV and Film CGI it's 
just such a cool thing to do... 


Now if you actually read all that all I can say is WHY, I only wrote it to 
see if I could work it out as I typed ;-) but I couldn't... There is always 
a part of me that says it would be more fun to keep these as hobbies and get 
a proper job (as everyone told me when I was at school) I would love to be a 
producer or something like that telling everyone what to do that sort of 
thing, I would also like to stay in the same area, the only company around 
here is Promethean Designs and I've already worked for them (it wasn't in 
the above history as I would rather forget that particular year of my life, 
shit conditions, shit money, shit game--- VR Powerboat (remember that - ոօ 
nobody does) and I hear there latest game was rejected by Sony's testing 
procedure, laugh I certainly did. LOVL (that VERY LOUD) 


So it goes on will this post never end... I can imagine everyone seeing the 
number of line/size of this a thinking it is something really important 
about the Yaroze 2 but no, I bored, the newsgroup has been REALLY quite 
recently and I'm about to run this through the spell checker so that must be 
the end. 


Expect my biography to be on Amazon.com very soon :-Ք 


Nigel. 


-—-MESSAGE FILE 5749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04473 


--MESSAGE FILE 5750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004474 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 00:47:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7p7jua$Si8s23@chuka.playstation.co.uk> 
References: <7p7e72$i8s22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-63.amoxicillin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah, I remember doing graphics on the Spectrum, I went through TONS of 


graph paper designing small monochrome things ( like a slow basic version of 
bubble bobble, gauntlet and any other arcade game I saw and liked at the 
time ). I read all your post, it's nearly one in the morning, I've got a 


multi-media archiving project for the university to finish off on Director 
6.5 that's already 2 weeks overdue and I'm fed up because I'd rather be 
programming my new game on the Yaroze ( which is sitting in front of me, 
damn ). I had an Amiga 600 ( I was permamently hooked on Speedball and 
Sensible soccer ), but never got into programming for it. I've still got my 
Spectrum up in the loft, but the last time I tried to put it on the symbol 
shift was gone ( it's the membrane under the old rubber keys that's gone, 
Shame) . 


Stuart. 
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—-MESSAGE FILE 5750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04474 


—-MESSAGE FILE 5751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004475 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 01:07:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7p7knbSi8s24@chuka.playstation.co.uk> 

References: <7p7e72S$i8s22@chuka.playstation.co.uk> <7p7jua$i8s23@chuka.playstation.c 
o.uk> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I hope my post didn't take to much time away from your university project, 
anyway I thought all universities had about 6months off during the summer 
չ-) 

E 


I had hoped the Yaorze would bring back some of those good-old-days, as of 
Friday I'll be old enough to use that phrase officially :-) It is nice in 
here all cosy and warm everybody seems to know everybody else, I've been 
here nearly a year and have kept quite quiet so still don't know many people 
around here, but it's still better than all the other newsgroups at least 
you can have a little fun without people jumping up and down and complaining 
about band width ;-) 


Anyway hope your MM project goes well, it's now 1:05 in the morning and I've 
got to be up at 7:00 to go to work but I wanted to update my Yaroze and 
pages... 


I will also admit to not using my Yaroze in anger recently I hope to get 
back to it soon 


BTW you could always get a Spectrum emulator that's what I do, I still have 
mine in the loft same as you but the emulator I use is brilliant (expect it 
doesn't bleep when It's loading, but at least the modem does when it's 
connecting so I just pretend :) 


Have Fun 
Nigel 


<stuart@macdonald4798.freeserve.co.uk> wrote in message 
news: 7p7jua$i8s23@chuka.playstation.co.uk... 
> Yeah, I remember doing graphics on the Spectrum, I went through TONS of 


> graph paper designing small monochrome things ( like a slow basic version 
of 
> bubble bobble, gauntlet and any other arcade game I saw and liked at the 


time ). I read all your post, it's nearly one in the morning, I've got a 
multi-media archiving project for the university to finish off on Director 
6.5 that's already 2 weeks overdue and I'm fed up because I'd rather be 
programming my new game on the Yaroze ( which is sitting in front of me, 
damn ). I had an Amiga 600 ( I was permamently hooked on Speedball and 
Sensible soccer ), but never got into programming for it. I've still got 


my 

> Spectrum up in the loft, but the last time I tried to put it on the symbol 
> shift was gone ( it's the membrane under the old rubber keys that's gone, 
> Shame). 


—-MESSAGE FILE 5751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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04475 


—-MESSAGE FILE 5752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004476 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 01:14:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7p71gj$i8s25@chuka.playstation.co.uk> 

References: <7p7e72$i8s22@chuka.playstation.co.uk> <7p7jua$i8s23@chuka.playstation.c 
o.uk> <7p7knb$i8s24@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-63.amoxicillin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel Critten wrote in message <7p7knbSi8s24@chuka.playstation.co.uk>... 

>I hope my post didn't take to much time away from your university project, 
>anyway I thought all universities had about 6months off during the summer 
»:-) 


Not for staff unfortunately, it's a commercial project. 


>BIW you could always get a Spectrum emulator that's what I do, I still have 
>mine in the loft same as you but the emulator I use is brilliant (expect it 
>doesn't bleep when It's loading, but at least the modem does when it's 
>connecting so I just pretend :) 


Ah those 5 minute loading times when you could go make a cup of tea and get 
through half of Your Sinclair before the game loaded. And having to 
constantly adjust your tape heads with a small screwdriver to get the first 
part of the game to load right... 


I think I'll quit at 2am, I've had enough. 


Stuart. 


-—-MESSAGE FILE 5752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04476 


—-MESSAGE FILE 5753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004477 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 02:29:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <37B76988.3E03E922@breathemail.net> 

References: <7p7e72S$i8s22@chuka.playstation.co.uk> <7p7jua$i8s23@chuka.playstation.c 
o.uk> <7p7knbS$i8s24@chuka.playstation.co.uk> <7p71gj$i8s25@chuka.playstation.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.176.211.211 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en,ja 


stuart @macdonald4798.freeserve.co.uk wrote: 
> 


> Nigel Critten wrote in message <7p7knb$i8s24@chuka.playstation.co.uk>... 
> >I hope my post didn't take to much time away from your university project, 
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>anyway I thought all universities had about 6months off during the summer 
»:-) 


> 
> 
> 
> Not for staff unfortunately, it's a commercial project. 


Or MScs like me :) 


> 

> >BIW you could always get a Spectrum emulator that's what I do, I still have 
> >mine in the loft same as you but the emulator I use is brilliant (expect it 
> >doesn't bleep when It's loading, but at least the modem does when it's 

> >connecting so I just pretend :) 

> 

> Ah those 5 minute loading times when you could go make a cup of tea and get 
> through half of Your Sinclair before the game loaded. And having to 

> constantly adjust your tape heads with a small screwdriver to get the first 
> part of the game to load right... 

> 

5 min load time, I'm reliving that with my yaroze game now ;) 


> I think I'll quit at 2am, I've had enough. 


v 


> Stuart. 


2:30 I win, but that's cos I just watch Mallrats not 'cos I was working 


2 ( 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
—-MESSAGE FILE 5753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04477 


--MESSAGE FILE 5754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004478 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 03:13:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7p7sb8Si8s26@chuka.playstation.co.uk> 

References: <7p7e72S$i8s22@chuka.playstation.co.uk> <7p7jua$i8s23@chuka.playstation.c 
o.uk> <7p7knb$i8s24@chuka.playstation.co.uk> <7p71gj$i8s25@chuka.playstation.co.uk> 
<37B76988.3E03E922@breathemail.net> 

NNTP-Posting-Host: host62-172-58-157.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> 

> 2:30 I win, but that's cos I just watch Mallrats not ‘cos I was working 
> :( 

> 

> Al 

> http://www.geocities.com/SunsetStrip/Palms/3657/ 


I win its 03:12 in the morning, but i haven't been programming my yaroze so 


does it still count, oh well!!! 


—-MESSAGE FILE 5754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04478 
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—-MESSAGE FILE 5755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004479 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 07:26:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7p8bbcS$i8s27@chuka.playstation.co.uk> 

References: <7p7e72$i8s22@chuka.playstation.co.uk> <7p7jua$i8s23@chuka.playstation.c 
o.uk> <7p7knbS$i8s24@chuka.playstation.co.uk> <7p71gj$i8s25@chuka.playstation.co.uk> 
<37B76988.3E03E922@breathemail.net> 

NNTP-Posting-Host: modem-38.altace.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>> I think I'll quit at 2am, I've had enough. 

>> 

>> Stuart. 

> 

>2:30 I win, but that's cos I just watch Mallrats not ‘cos I was working 
>: ( 

> 

>A1 


Yeah, but it's now 7.30am and I'm back in front of this infernal device once 
more. Probably wouldn't be in such a rush if it wasn't for me wasting so 
much time writing daft posts like this one. 


"Klaatu barada nikto", 


Stuart. 


--MESSAGE FILE 5755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04479 


--MESSAGE FILE 5756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004480 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TIM Format Info 

Date: 16 Aug 1999 07:01:50 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 14 

Message-ID: <7p8d0uSi8s28@chuka.playstation.co.uk> 
References: <37B42DF8.86F334A6@which.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Look at the NY members website...under documents "file formats". 
George 


In article <37B42DF8.86F334A6@which.net>, mad.max@which.net says... 

> 

>Can anyone suggest where I can get information on the format of a TIM? 
>I need to know what all the bits in the TIM do so as I can decipher some 
>code. 

> 

>Cheers 

>Max 

> 


—-MESSAGE FILE 5756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 5757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004481 
Path: chuka.playstation.co.uk!news 


-co.uk> 


From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Cool 

Date: Mon, 16 Aug 1999 11:50:06 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <37B7ECDE.D167A56F@easynet.co.uk> 
References: <7p7e72$i8s22@chuka.playstation 
NNTP-Posting-Host: 193.131.140.238 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.61 [en] 
X-Accept—-Language: en 


charset=us-ascii 
7bit 


(Win95; I) 


You worked on Lost in Space? That's got to be good for your CV. 


Maybe you should concentrate on one thing - 
than trying to do both. 


graphics or programming - rather 


I would have thought with your skills you would be seriously in demand! 


Phil 


—-MESSAGE FILE 5757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04481 


—-MESSAGE FILE 5758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004482 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Cool 

Date: Mon, 16 Aug 1999 16:22:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <7p9ahf$i8s29@chuka.playstation 
References: <7p7e72$i8s22@chuka.playstation 


NNTP-Posting-Host: 
X-Priority: 3 
X-MSMail-Priority: Normal 


gameware.demon.co.uk 


-co.uk> 


-co.uk> 
.co.uk> <37B7ECDE.D167A56F@easynet.co.uk> 


X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 


X-MimeOLE: Produced 


By Microsoft MimeOLE V5 


.00.2314.1300 


> You worked on Lost in Space? That's got to be good for your CV. 


> 

> Maybe you should concentrate on one thing 
rather 

> than trying to do both. 

> 

> I would have thought with your skills you 


Well without sounding to up myself, 
main problem is that of location, I'm stuck 
in Norwich, I could have gone to London for 


you would think so wouldn't you չ-) 


— graphics or programming - 


would be seriously in demand! 


The 
in a happy little rutt up here 
a lead artist job but I've done 


that and no offence to anyone living in London but it ain't a great place 


despite what Tony 
swung since the 60's :-) 
Norwich but with far less shops. 


I've tried to concentrate on one thing but I 
having no 
(I've done Visual Basic and fiddled with C++ 
and then Sony come along and say 
then I thought no don't do it 
but they kept dropping the price and in 


just doing CGI stuff in Lightwave, 


be mad :-)) 
can program and I thought cool, 
helped me say that to start with) 


Blair would have us believe, 


and I don't think it has 


I didn't mind Shepperton that was very similar to 


kind of drift, I was doing well 
inclination to write for the PC 
but prefer 68k assembly (I must 
look at this a Playstation you 


(the price 
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the end I weakened and gave in. 


The main problem was that after Lost In Space I was at a loose end, and the 
Yaroze can up so I went for it. 


To be honest these 2 jobs that have been mentioned to me I don't even know 
where they are :) the first is because they are looking for a bigger place, 
to get a Blue Screen stage, Motion Capture stage, workshops and CG 
department in, its bound to be in London somewhere. The other is because... 
hang on I've just found out Middlesex... 


The other problem is that deep down I've always been into games, loved them 
if you actually managed to get through my original post you will see I go 
back a few years... ever since I got my first ZX81 I wanted to write games, 
the first one was one I typed in from a Listings magazine (Remember Those... 
arghhhh) it was a skiing game if I remember with a X for the hero and *'s 
for the flags :-) oh that takes me back, I also remember it didn't work very 
well :) 


Nigel. 
www.gameware.demon.co.uk 
http://www.netyaroze-europe.com/~ncritten/ 


3715 


—-MESSAGE FILE 5758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04482 


—-MESSAGE FILE 5759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004483 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Mon, 16 Aug 1999 16:52:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7p9cg6Si8s30@chuka.playstation.co.uk> 


References: <7p66puSi8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-88-128.a 
l.nl> <7p6gcer$i8s1l1l@chuka.playstation.co.uk> <ldwlmgm. 4mgn48100s5ysN@al-—88-114.al.nl 


> 
NNTP-Posting-Host: modem-116.penicillin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<ldwlmgm. 4mqn48100s5ysN@al-88-114.al.nl>... 


>Are you comming to the ECTS? I would like to have a chat with you in 
>person.. 

> 

>Cheers, 

> 

>DEnnis.. 


I'm not sure if my last post today came through.... 
At the moment I'm not going to ECTS, but if you know how I go about getting 
a ticket, I'll see about going. 


Cheers. 
Stuart. 


—-MESSAGE FILE 5759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04483 


—-MESSAGE FILE 5760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004484 
Path: chuka.playstation.co.uk!news 
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From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Mon, 16 Aug 1999 17:17:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7p9dilSi8s31@chuka.playstation.co.uk> 

References: <7p66puSi8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-—88-128.a 
1.ուլ» <7p6gcer$i8s1l1l@chuka.playstation.co.uk> <ldwlmgm. 4mgqn48100s5ysN@al-—88-114.al.nl 
> <7p9cg6S$i8s30@chuka.playstation.co.uk> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Go to the ECTS web site. www.ects.com just go to the register link and you 
will be sent a badge with in a week or so... 


Nigel 


>At the moment I'm not going to ECTS, but if you know how I go about getting 
> a ticket, I'll see about going. 


—-MESSAGE FILE 5760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04484 


-—-MESSAGE FILE 5761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004485 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 17:44:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <37B83FEB.CA216D06@easynet.co.uk> 

References: <7p7e72S$i8s22@chuka.playstation.co.uk> <37B7ECDE.D167A56F@easynet.co.uk> 
<7p9ahf$i8s29@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Nigel Critten wrote: 


Well without sounding to up myself, you would think so wouldn't you ;-) The 
main problem is that of location, I'm stuck in a happy little rutt up here 
in Norwich, I could have gone to London for a lead artist job but I've done 
that and no offence to anyone living in London but it ain't a great place 
despite what Tony Blair would have us believe, and I don't think it has 
swung since the 60's :-) I didn't mind Shepperton that was very similar to 
Norwich but with far less shops. 


VV V V V V V 


I like Norwich - my girlfriend's parents live near there, and my family on my 
dad's side are all from Norwich. 


You could always commute to London from there. You could get a lot done of your 
own stuff on the train on the way down (a friend of mine is writing a fantastic 
RPG for the Psion Series 5 palmtop, and he's written it all on the bus journey 
to and from work each day for the last few months!) 


The other problem is that deep down I've always been into games, loved them 
if you actually managed to get through my original post you will see I go 
back a few years... ever since I got my first ZX81 I wanted to write games, 


V V V V 
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the first one was one I typed in from a Listings magazine (Remember Those... 
arghhhh) it was a skiing game if I remember with a X for the hero and *'s 
for the flags :-) oh that takes me back, I also remember it didn't work very 
well :) 


V V V V 


Yeah, I've always wanted to write games. I've dabbled here and there since the 
Spectrum days but my problem is that I've never been able to finish anything! 
I'm currently working in publishing doing a load of XML stuff - pays well but 
it's pretty dull. 


Cheers 
Phil 


—-MESSAGE FILE 5761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04485 


—-MESSAGE FILE 5762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004486 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Mon, 16 Aug 1999 19:16:08 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <ldwmglh.x5rjzn53holyN@al-—88-133.al.nl1> 

References: <7p66puSi8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-88-128.a 
l.nl> <7p6gcer$i8sl1l@chuka.playstation.co.uk> <ldwlmgm. 4mgn48100s5ysN@al-—88-114.al.nl 
> <7p77am$i8s21@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-133.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 


> You can always use Lightwave on the MAC, the new release [6] has great 
> features for games, probably a bit pricey for ametuers but there is always 
> Inspire 3D, a cut down version for MultiMedia people. 


As far as I know, Cinema4D is the most populair 3D program on Mac. The 
interface is ever so easy but animating is rather hard. Lightwave has a 
very DOS-like interface but I know it's very good for low-poly modling. 


> I love Lightwave myself and can't wait for LW [6], alot easier to use than 
> MAX the modeling tools are ideal for games (let you really get in there and 
> mess around with the vertex & poly stuff) 


But Max is the industry standard and Lightwave has some bugs. I remember 
that one of the TombRaider artists used it for a poster and after a lot 
of work, the rendered image had all stripes over it. He contacted the 
techsupport of Lightwave and they said it was a but they knew of but 
what they could not fix. Personally I have not much experiance with 
lightwave, but on Mac you really miss the second-mousebutton. 


> Nigel 

> www.gameware.demon.co.uk 

> http://www.netyaroze-europe.com/~ncritten/ 
> 

Cheers, 

DEnnis.. 


-—-MESSAGE FILE 5762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04486 


—-MESSAGE FILE 5763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004487 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Cool 

Date: Mon, 16 Aug 1999 19:29:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7p91m2Si8s32@chuka.playstation.co.uk> 

References: <7p7e72S$i8s22@chuka.playstation.co.uk> <37B7ECDE.D167A56F@easynet.co.uk> 
<7p9ahf$i8s29@chuka.playstation.co.uk> <37B83FEB.CA216D06@easynet.co.uk> 

NNTP-Posting-Host: modem—-51l.amitriptyline.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Philip Gooch wrote in message <37B83FEB.CA216D06@easynet.co.uk>... 

>Yeah, I've always wanted to write games. I've dabbled here and there since 
the 

>Spectrum days but my problem is that I've never been able to finish 
anything! 


I started by writing BASIC stuff on the Spectrum as well, there must be 
quite a few who's first programming experience started with the zx81 and 
spectrum. They were mostly incomplete slow platform games and things. I 
always ended up designing the graphics then getting bored half way through 
the programming and putting Daley Thomson on or something like that. 


Stuart. 


—-MESSAGE FILE 5763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04487 


-—-MESSAGE FILE 5764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004488 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 19:55:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7p9qq4$i8s33@chuka.playstation.co.uk> 

References: <7p7e72Si8s22@chuka.playstation.co.uk> <37B7ECDE.D167A56F@easynet.co.uk> 
<7p9ahf$i8s29@chuka.playstation.co.uk> <37B83FEB.CA216D06@easynet.co.uk> <7p91m2S$i8 
s32@chuka.playstation.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> always ended up designing the graphics then getting bored half way through 
> the programming and putting Daley Thomson on or something like that. 


And breaking yet another Quickshot joystick, I always liked the keys until 
you hit them so hard they got jammed under the case, there are somethings an 
emulator just can't do :-) I'll have to spill coffee all over the keyboard 
to achive the same effect 


Nigel 


—-MESSAGE FILE 5764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04488 


-—-MESSAGE FILE 5765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004489 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 21:00:54 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7p9qq6Si8s34@chuka.playstation.co.uk> 

References: <7p7e72$i8s22@chuka.playstation.co.uk> <37B7ECDE.D167A56F@easynet.co.uk> 
<7p9ahf$i8s29@chuka.playstation.co.uk> <37B83FEB.CA216D06@easynet.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I like Norwich - my girlfriend's parents live near there, and my family on 
my 
> dad's side are all from Norwich. 


It is as all the city signs say a fine city. 


> You could always commute to London from there. You could get a lot done of 
your 

> own stuff on the train on the way down (a friend of mine is writing a 
fantastic 


I've always fancied getting one of those notebook things, a nice one with 
USB & Firewire ready for Net Yaroze 2 ;-) I could program/work on Lightwave 
on the train that's not a bad idea, it probably would be a bad idea if I 
tried to drive to London, because the notebook would get in the way of the 
steering wheel. 


> Yeah, I've always wanted to write games. I've dabbled here and there since 
the 

> Spectrum days but my problem is that I've never been able to finish 
anything! 


Staying interested in a project is the hardest thing to do, you start out 
with this grand plan the more problems you hit the less interested you stay, 
the short high you get after solving a problem gets shorter each time :-( 


> I'm currently working in publishing doing a load of XML stuff - pays well 
but 
> it's pretty dull. 


Pays the bills so you can endulge in programming the stuff you want to do I 
suppose. 


Nigel 


—-MESSAGE FILE 5765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04489 


—-MESSAGE FILE 5766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004490 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Mon, 16 Aug 1999 22:17:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7p9usnShtril@chuka.playstation.co.uk> 

References: <ldwhdvs.lyfrobulqcalbdN@al-88-104.al.nl> <7p3rtj$i8s6@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: modem-211.name43.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I should be going to ECTS this year, but damn school means I can only go for 
the day ;( - Damn you headmaster! Burn in hell! 

praxisl <blaisetech@yahoo.com> wrote in message 

news: 7p3rtj$i8s6@chuka.playstation.co.uk... 
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Dennis, 

I'm already going to ECTS. I will probably meet up with Rad, so we should 
all hook up..If I do remember to find stand GL400, I'll 

probably try and catch you guys up. 


Anyway give me an e-mail some time at blaisetech@yahoo.com 
so we can try to sort stuff out. 


Check ya later, 


Aaron 


VVVVVVVVVVVVVV VV 


—-MESSAGE FILE 5766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04490 


—-MESSAGE FILE 5767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004491 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 22:36:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7pa09vShtr2@chuka.playstation.co.uk> 
References: <7p7e72$i8s22@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What I would really like at this moment is a collaberation between some 
hobbiest programmers, to release some software for something like £4.99 or 
£7.95 (for real retro fans)all original, along the lines of the old 8bit 
days when you could do anything put it out and sell it, a £4.99/£7.50 price 
point is good the whole system would be based on royalties, not the current 
advance system that currently excists. 


There are however two problems that I can see. 


1. What platform do you support, Sony won't let us release Yaroze games and 
even if we could no one could run them unless they were converted to run on 
a Grey Playstation, and that would mean licensing to Sony (maybe they will 
relax that when Playstation2 comes in, but then everyone is off doing PS2 
stuff) and with a £4.99 — £7.95 title there is no money for licensing Which 
pretty much leave the PC, Mac and budget games don't work on these machines, 
people would prefer to pay £35 as they think they are getting more for their 
money (which in many cases they are not) The new Amiga's and systems from 
Phase 5 look very exciting but the installed user base at the moment is 
ZERO. The other chance is the VMLabs NUON system again no user base at the 
moment but has potential, I've talked to the guys VM 

Labs for the past year now and they have some interesting stuff happening 
(if I go to this ECTS I'll meet them in person) there was talk of releasing 
a Yaroze style system but not at the moment. 


2. Well actually I addressed this in the first point, it's the perceived 
value for money. 


Maybe we should all rebel and go back to our Spectrums and C64's 


I'd really like a scheme put in place that would allow Yaroze members to 
distribute their work, but then I suppose full developers would complain... 


Let be honest it's a pipe dream that will never come true unless something 
like the Spectrum / C64 comes along that is popular with no overlords 
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licensing 

dev kits, £7.95 is probably not realistic these days anyway probably closer 

to £14.99 to get any return :-( 


Nigel 


—-MESSAGE FILE 5767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04491 


T 


--MESSAGE FILE 5768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004492 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Tue, 17 Aug 1999 00:24:56 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <ldwn9vp.qqg5cj19z5ytyN@al-88-136.al.nl> 

References: <7p66puS$i8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-88-128.a 
l.nl> <7p6gcer$i8sl1l@chuka.playstation.co.uk> <ldwlmgm. 4mgn48100s5ysN@al—88-114.al.nl 
> <7p9cg6$i8s30@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-136.81.ոլ 

X-Newsreader: MacSOUP 2.3 


<stuart@macdonald4798.freeserve.co.uk> wrote: 


DEnnis Brinkhuis wrote in message 
<ldwlmgm. 4mqn48100s5ysN@al-88-114.al.nl>... 


>Are you comming to the ECTS? I would like to have a chat with you in 
>person.. 

> 

>Cheers, 

> 

>DEnnis.. 


I'm not sure if my last post today came through.... 
At the moment I'm not going to ECTS, but if you know how I go about getting 
a ticket, I'll see about going. 


VVVVVVVVVVV VV 


make up an oreginal companyname, like poopadoopers, or PSX2.. Maybe N64 
Flush... Or what about Commodore? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04492 


—-MESSAGE FILE 5769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004493 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 17 Aug 1999 00:37:47 +0200 

Organization: DEbri 

Lines: 11 

Message-ID: <ldwnodz.s19t191x438z6N@al-—88-136.al.nl> 

References: <ldwhdvs.lyfrobulqcalbdN@al-88-104.al.nl> <7p3rtj$i8s6@chuka.playstation 
.co.uk> <7p9usnShtrl@chuka.playstation.co.uk> 
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NNTP-Posting-Host: 81-88-136.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote: 


> I should be going to ECTS this year, but damn school means I can only go for 
> the day ;( - Damn you headmaster! Burn in hell! 

> praxisl <blaisetech@yahoo.com> wrote in message 

> news: 7p3rtj$i8s6@chuka.playstation.co.uk... 

>> 

Wich day? 

DEnnis.. 


—-MESSAGE FILE 5769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04493 


—-MESSAGE FILE 5770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004494 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Mon, 16 Aug 1999 23:24:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7pa3evShtr3@chuka.playstation.co.uk> 

References: <7p7e72S$i8s22@chuka.playstation.co.uk> <37B7ECDE.D167A56F@easynet.co.uk> 
<7p9ahf$i8s29@chuka.playstation.co.uk> <37B83FEB.CA216D06@easynet.co.uk> <7p91m2$i8 
s32@chuka.playstation.co.uk> <7p9qq4$i8s33@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-5.biaxin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel Critten wrote in message <7p9qq4Si8s33@chuka.playstation.co.uk>... 

>> always ended up designing the graphics then getting bored half way 
through 

>> the programming and putting Daley Thomson on or something like that. 

> 

>And breaking yet another Quickshot joystick, I always liked the keys until 
>you hit them so hard they got jammed under the case, there are somethings 
an 


>emulator just can't do :-) I'll have to spill coffee all over the keyboard 
>to achive the same effect 

> 

>Nigel 


I had a Competition Pro ( for £20, which was pretty dear ), which I got not 
long after I got my Spectrum. The wires in it broke once and I repaired it 
with chewing gum and a pipe cleaner, after that the thing lasted so well I 
used it on my Amiga 600 as well. I had it at least 10 years ( '82-'92ish) 
then gave it to a mate who was still playing his Amiga, only because the 
port wouldn't fit on the pe ( I think ). 


The old Comp Pros were the best. 


Stuart. 


—-MESSAGE FILE 5770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04494 


-—-MESSAGE FILE 5771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004495 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Collaboration proposal 

Date: Mon, 16 Aug 1999 23:38:41 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7pa49nShtr4@chuka.playstation.co.uk> 

References: <7p66puS$i8s9@chuka.playstation.co.uk> <ldwllkd.f9wrtvnk7ybaN@al-88-128.a 
l.nl> <7p6gcer$i8s11l@chuka.playstation.co.uk> <ldwlmgm. 4mgn48100s5ysN@al-—88-114.al.nl 
> <7p9cg6S$i8s30@chuka.playstation.co.uk> <ldwn9vp.qqg5cj19z5ytyN@al-—88-136.al.nl1> 
NNTP-Posting-Host: modem-5.biaxin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<ldwn9vp.qqg5cj19z5ytyN@al-88-136.al.nl>... 

>make up an oreginal companyname, like poopadoopers, or PSX2.. Maybe N64 
>Flush... Or what about Commodore? 


I applied through the University, since I do actually produce multimedia 
projects (and the department has a VR theatre thing - it's a big curved 
screen, still can't get half-life to run on it though), even if it's for 
educational/archiving purposes ( in between doing our own stuff - 2 of the 
folk in the dept. won the animation section of GDUK ). Doing a multimedia 
catalogue of 550 200 year old etchings of castles is very, very boring 
though (I'd show you a picture of it, but it's not that interesting). 

If that route fails to get me a ticket I'll make something սք... 


Stuart. 


—-MESSAGE FILE 5771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04495 


—-MESSAGE FILE 5772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004496 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: 16 Aug 1999 23:04:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <slrn7rh68d.isl.tjs@longford.cs.monash.edu.au> 

References: <7p7e72Si8s22@chuka.playstation.co.uk> <7pa09vShtr2@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 16 Aug 1999 22:36:10 +0100, Nigel Critten wrote: 

<snip> 

>stuff) and with a £4.99 - £7.95 title there is no money for licensing Which 
>pretty much leave the PC, Mac and budget games don't work on these machines, 
>people would prefer to pay £35 as they think they are getting more for their 
>money (which in many cases they are not) 


The user base for linux is beginning to become big enough for commercial 
games support. Writing games for either Linux or BeOS is looking increasingly 
interesting. While programming for the PSX is fun 'n all, and certainly takes 
a number of us back to the good ol' days, the flexibility and power of a 

PC and a decent OS just can't be beat. 


With good support for 3d acceleration nearly here, and sound support already 
reasonably good, it's beginning to look like wintel might well be facing some 
competition in the gaming area soon. 


And with the internet the way it is now, I'd be just as happy to release stuff 
I wrote for free. Of course between working and writing a thesis, and trying 
to have a life in between all that... 


Toby. 
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—-MESSAGE FILE 5772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04496 


—-MESSAGE FILE 5773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004497 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Cool 

Date: Tue, 17 Aug 1999 09:21:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 
Message-ID: <37B91BA7.7B57BFCB@easynet.co.uk> 

References: <7p7e72Si8s22@chuka.playstation.co.uk> <7pa09vShtr2@chuka.playstation.co 
-uk> <slrn7rh68d.isl.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Toby Sargeant wrote: 


On Mon, 16 Aug 1999 22:36:10 +0100, Nigel Critten wrote: 
<snip> 
>stuff) and with a £4.99 - £7.95 title there is no money for licensing Which 


>pretty much leave the PC, Mac and budget games don't work on these machines, 
>people would prefer to pay £35 as they think they are getting more for their 
>money (which in many cases they are not) 


The user base for linux is beginning to become big enough for commercial 
games support. Writing games for either Linux or BeOS is looking increasingly 
interesting. While programming for the PSX is fun 'n all, and certainly takes 
a number of us back to the good ol' days, the flexibility and power of a 

PC and a decent OS just can't be beat. 


With good support for 3d acceleration nearly here, and sound support already 
reasonably good, it's beginning to look like wintel might well be facing some 
competition in the gaming area soon. 


VVVVVVVVVVVVVV VV 


What about Palmtops? PalmPilots and Psion's are just about ubiquitous now and 
there's already a number of quite decent shareware games out for these. Most sell 
for about £10 and people seem quite happy to pay this. Because of the relative 
lack of power in these machines most games are very 8/16 bit in style (having said 
that, the Psion 5mx is very powerful and someone has just written a very 
impressive 3D engine for it). 


The Psions are easy to program if you use the built in OPL language - although 
it's a BASIC variant games written in it can actually run at a decent speed. Also 
Psion have now made the C++ and OPL dev kits free. 


Java is also an option with the Psion 5. If assembler is your thing, this is an 
option for the Series 3 machines (there's a great book on programming the Psion 
machines - I've got it at home, I'll let you know the details if anyone's 

interested) 


I've heard that the PalmPilot is also quite easy to program and there are a number 
of options here too. Apparently you can program straight onto the machine in C or 
Forth with the relevant compilers. The Mac Pilot C SDK is free, and Metrowerks 
have got Codewarrior for Pilot. 


I don't know about WinCE but Visual Studio 6 will let you compile for it - but the 
problem here is that, as it typical with Wintel machines, what might run on one 
WinCE machine may well not run on another. At least with the Psions and Pilots you 
know that your program will definitely run on all of them. 


I had discussed this with a friend of mine and between us we've got two games on 
the go for the Psion 3 and 5. Progress is slow as we've both got day jobs but it's 
great fun. 
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Cheers 


Phil 


—-MESSAGE FILE 5773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04497 


—-MESSAGE FILE 5774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004498 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 17 Aug 1999 10:02:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7pb8qfShtr5@chuka.playstation.co.uk> 

References: <ldwhdvs.lyfrobulqcalbdN@al-88-104.al.nl> <7p3rtj$i8s6@chuka.playstation 
.co.uk> <7p9usnShtrl@chuka.playstation.co.uk> <ldwnodz.s19t191x438z6N@al-—88-136.al.n 
1» 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed, 


Pretend you've got i dunno herpes or something then skip school....and come 
out on the beers... 


Aaron. blaisetech@yahoo.com 


—-MESSAGE FILE 5774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04498 


—-MESSAGE FILE 5775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004499 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 17 Aug 1999 10:05:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7pb908Shtr6@chuka.playstation.co.uk> 

References: <ldwhdvs.lyfrobulqcalbdN@al-88-104.al.nl> <7p3rtj$i8s6@chuka.playstation 
.co.uk> <7p9usnShtrl@chuka.playstation.co.uk> <ldwnodz.s19t191x438z6N@al-88-136.al.n 
l> <7pb8qfShtr5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad, 


If you read this, your ECTS badge has arrived at my house. 
I'11 mail it to you in a couple of days. 


Aaron 
blaisetech@yahoo.com 
http://www.netyaroze-europe.com/~praxisl 


—-MESSAGE FILE 5775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04499 
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-—-MESSAGE FILE 5776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004500 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: I need money....... 

Date: Tue, 17 Aug 1999 10:08:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7pb976Shtr7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


Does anyone want to give me a job. 
I'm poor. I need money. 


Aaron 


blaisetech@yahoo.com 
http: \\www.netyaroze-europe.com\~praxisl 


—-MESSAGE FILE 5776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04500 


-—-MESSAGE FILE 5777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004501 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Tue, 17 Aug 1999 12:56:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <37B94DD3.924C98AER@easynet.co.uk> 

References: <ldwhdvs.lyfrobulqcalbdN@al-88-104.al.nl> <7p3rtj$i8s6@chuka.playstation 
.co.uk> <7p9usnShtrl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Ed Fear wrote: 


> I should be going to ECTS this year, but damn school means I can only go for 
> the day ;( - Damn you headmaster! Burn in hell! 

> praxisl <blaisetech@yahoo.com> wrote in message 

> news: 7p3rtj$i8s6@chuka.playstation.co.uk... 

>> 


Go to the ECTS Web site and note: no students or under 18s. You're out of luck 
pal :) 


—-MESSAGE FILE 5777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04501 


-—-MESSAGE FILE 5778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004502 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I need money....... 

Date: Tue, 17 Aug 1999 14:15:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <7pbnmaShtr8@chuka.playstation.co.uk> 
References: <7pb976Shtr7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


doh!! slashes the wrong way round. 


—-MESSAGE FILE 5778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04502 


—-MESSAGE FILE 5779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004503 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I need money....... 

Date: Tue, 17 Aug 1999 18:15:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7pcS5SbaShtr9@chuka.playstation.co.uk> 

References: <7pb976Shtr7@chuka.playstation.co.uk> <7pbnmaShtr8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Try sending a CV to Argonaut they are looking for coders at the moment 


Keith Robinson, Argonaut Software, 369 Burnt Oak 
Broadway, Edgeware, Middlesex, HA8 5XZ 


or email it 
Nigel. 


Aaron Gandaa <blaisetech@yahoo.com> wrote in message 
news: 7pbnmaShtr8@chuka.playstation.co.uk... 

> doh!! slashes the wrong way round. 

> 

> 

> 


—-MESSAGE FILE 5779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04503 


—-MESSAGE FILE 5780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004504 

Path: chuka.playstation.co.uk!news 

From: "Brian Baker" <bbaker@snuffle.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: More news on PSX2 

Date: Tue, 17 Aug 1999 19:52:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7pcb3cShtr1l0@chuka.playstation.co.uk> 
NNTP-Posting-—Host: mpc-data.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


They're recycling stuff, 
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http://www.wired.com/news/news/technology/story/21301.html 


I'm so hungry I've got stomach pain ;-) 


—-MESSAGE FILE 5780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04504 


—-MESSAGE FILE 5781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004505 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I need money....... 

Date: Wed, 18 Aug 1999 19:25:19 +0200 

Organization: DEbri 

Lines: 18 

Message-ID: <ldwooyy.xadjewjqmwqcN@al-88-115.al.nl1> 
References: <7pb976Shtr7@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-115.al.nl 

X-Newsreader: MacSOUP 2.3 


Aaron Gandaa <blaisetech@yahoo.com> wrote: 
Hi 


Does anyone want to give me a job. 
I'm poor. I need money. 


Aaron 


blaisetech@yahoo.com 
http: \\www.netyaroze-europe.com\~praxisl 


VVVVVVV VV 


Yeah, now the joboffers will fill your mailbox ;_) 
Apply for the Amsterdam-job.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04505 


—-MESSAGE FILE 5782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004506 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: ECTS "guest list" info! 

Date: Wed, 18 Aug 1999 21:14:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7pf43vShtr13@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-21.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:225 scee.yaroze.event:157 scee.ya 
roze.freetalk.english: 4506 


Hi all, 

In an attempt to sort out everyone's ECTS activities (and eventually, the 
world) I have created the "Net Yaroze ECTS Guest List". Check it out at 
www.netyaroze-europe.com/~rookiel 


More "excitement" (in the form of mega-diary entries) coming soon. 


Nick F 
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www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"You were nearly a gerbil sandwich!" 


—-MESSAGE FILE 5782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04506 


—-MESSAGE FILE 5783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004507 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 12:01:22 +0200 

Organization: DEbri 

Lines: 9 

Message-ID: <ldws9d6.bik2jgqyrbloN@al-88-122.al1l.nl1> 

References: <7pf43vShtrl13@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-122.al.nl 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:226 scee.yaroze.event:158 scee.ya 
roze.freetalk.english:4507 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 
> www.netyaroze-europe.com/~rookiel 

I could not find it, am I turning blind? 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 5783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04507 


—-MESSAGE FILE 5784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004508 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 11:04:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7pgkuqShtr14@chuka.playstation.co.uk> 

References: <7pf43v$htrl3@chuka.playstation.co.uk> <ldws9d6.bik2jgqyrbloN@al-88-122. 
al.nl> 

NNTP-Posting-Host: th-gt141-011.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:227 scee.yaroze.event:159 scee.ya 
roze.freetalk.english: 4508 


> Nick Ferguson <nickf@saqnet.co.uk> wrote: 

Ց > www.netyaroze-europe.com/~rookiel 

- I could not find it, am I turning blind? 

Yes, it's at the top, in the newsflash bit. Though Nick probably doesn't 


want people skipping past without looking at his homepage, go here 
http://www.netyaroze-europe.com/~rookiel/ects.htm but keep it a bit quiet ;) 


> Cheers, 
> 
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> DEnnis.. 


Rikki 


—-MESSAGE FILE 5784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04508 


—-MESSAGE FILE 5785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004509 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: control, scee.yaroze.event,scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet,scee.yaroze.profile 

Subject: Virus Alert 

Date: Thu, 19 Aug 1999 13:23:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7pgtckShtri15@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk control:195 scee.yaroze.event:160 scee.yaroze.freetalk 
-english:4509 scee.yaroze.mydemos:503 scee.yaroze.problems.internet:90 scee.yaroze.p 
rofile:179 


Hip Allers 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


If by chance you do receive it DO NOT double click on it!!! Just delete it 
Hope you don't get infected... 


Aaron 


—-MESSAGE FILE 5785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04509 


—-MESSAGE FILE 5786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004510 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os, scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Thu, 19 Aug 1999 17:35:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37BC3257.C04D2C69@easynet.co.uk> 

References: <7pgtckShtri5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
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X-Accept—-Language: en 

Xref: chuka.playstation.co.uk control:196 scee.yaroze.event:161 scee.yaroze.freetalk 
-english:4510 scee.yaroze.mydemos:504 scee.yaroze.problems.internet:91 scee.yaroze.p 
rofile:180 


Aaron Gandaa wrote: 

Hiyo Ea S 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVV VV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


Phil 


—-MESSAGE FILE 5786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04510 


—-MESSAGE FILE 5787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004511 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 13:16:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7phjr7Shtrl6@chuka.playstation.co.uk> 

References: <7pf43vShtr13@chuka.playstation.co.uk> <ldws9d6.bik2jgqyrbloN@al-88-122. 
al.nl> <7pgkuq$htr14@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-114.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:228 scee.yaroze.event:162 scee.ya 
roze.freetalk.english:4511 


> > www.netyaroze-europe.com/~rookiel 
> 


> I could not find it, am I turning blind? 


Yes, it's at the top, in the newsflash bit. Though Nick probably doesn't 
want people skipping past without looking at his homepage, go here 
http://www.netyaroze-europe.com/~rookiel/ects.htm but keep it a bit quiet 


VVVVVVV 


7) 


Yes, I admit it, I'm a counter-slut (like everyone else). Sorry if the page 
was hard to find - I'll admit it was a rather "lazy" update. 


Nick F 


—-MESSAGE FILE 5787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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04511 


—-MESSAGE FILE 5788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004512 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Thu, 19 Aug 1999 20:58:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7phklmShtr17@chuka.playstation.co.uk> 

References: <7pf43vShtr13@chuka.playstation.co.uk> 

NNTP-Posting-Host: ppp-119-116.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:229 scee.yaroze.event:163 scee.ya 
roze.freetalk.english: 4512 


Hi ! 
Isn't the ECTS a press only show ? 
How do you get a pass ? 


Nick Ferguson <nickf@saqnet.co.uk> a écrit dans le message 
Tpf43vShtri3@chuka.playstation.co.uk... 
> Hi all, 


In an attempt to sort out everyone's ECTS activities (and eventually, the 
world) I have created the "Net Yaroze ECTS Guest List". Check it out at 
www.netyaroze-europe.com/~rookiel 


More "excitement" (in the form of mega-diary entries) coming soon. 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"You were nearly a gerbil sandwich!" 


VVVVVVVVVVVV VV VV 


—-MESSAGE FILE 5788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04512 


-—-MESSAGE FILE 5789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004513 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Virus Alert 

Date: Thu, 19 Aug 1999 21:13:24 GMT 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <37bc7251.261527222@news.scea.sony.com> 

References: <7pgtckShtri5@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs46.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Worse yet, how about this one. Pardon the vulgarity. This comes 
courtesy of http://www.themushroom.com 


7) 


I removed the irrelevant cross-posting. 
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Scott 


The most vicious virus yet to hit the Internet has damaged millions of 


computers across the world. The United States military intranet has 
been brought to a halt and nearly a third of all major web sites have 
been blacked out as a result. 


On Monday, thousands opened their e-mail to see the subject "For the 
love of God, don't read this message, it contains a virus!" in their 
inboxes. Cleverly, the message was from a complete stranger with a 
bogus e-mail address, prompting curious users to check the message. 
Inside, a message read "Don't Fucking Open This File! There's a really 


a nasty goddamn Virus that's gonna not only destroy all of your files, 


but probably infect all of your friends in your address book, crawl 
through any open ports, and just cause a lot of havoc!" 


Confused, many opened the attached file named 
"You.Stupid.Fuck.Don't.Even.Click.Anywhere.Near.This.Zip". 


The file, when extracted, contained an executable labelled 
"ARRRGH_CAN'T_YOU_READ_FOR_CHRIST'S_ SAKE DON'T _RUN_THIS_DAMN_ YOU.EXE." 


When run, the program then displayed the following message "You are 
about to destroy everything you hold dear. Continue?" and offered 
"Yes" "No" and "Cancel" as options. 


If the user clicked "Yes", a DOS prompt popped up and asked "Really 
Format Drive C:>?". If the user again chose YES, the virus then 
proceeded to delete everything on the user's hard drive, then spawn 
itself over networks and through e-mail. 


By Wednesday, over two million people had been infected after reading, 


downloading, extracting, running, and choosing "Yes" twice. This virus 


is twice as vicious as the Previously_Unreleased_Beatles_Song.mp3 
virus, the exclusively Macintosh and hard-to-open 
Dig_Your_Own_Grave.arj.com.bat.vxd.qt.gz.tar.exe.zip virus, and the 
This_Is_Not_A Virus.Zip Virus - combined. 


—-MESSAGE FILE 5789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04513 


-—-MESSAGE FILE 5790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004514 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Fri, 20 Aug 1999 13:31:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7pjhn5$8mol@chuka.playstation.co.uk> 

References: <7pf43vS$htrl13@chuka.playstation.co.uk> <7phklmShtr17@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: dialup137-110.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:230 scee.yaroze.event:164 scee.ya 
roze.freetalk.english:4514 


HPMAN <mwa.p@infonie.fr> wrote in message 
news: 7phkimShtr17@chuka.playstation.co.uk... 
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> Hi | 

> Isn't the ECTS a press only show ? 
> How do you get a pass ? 

I am press - www.loonygames.com 


And if you think that doesn't count, guess again. Loonygames is getting 
pretty big now! :) 


Nick F 


—-MESSAGE FILE 5790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04514 


—-MESSAGE FILE 5791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004515 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Exploitation 

Date: Sat, 21 Aug 1999 02:18:23 +0100 
Organization: Max Studios 

Lines: 24 

Message-ID: <37BDFE5F.50A08328@which.net> 
NNTP-Posting-Host: pl5-teal-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Follow NY Coders, 


I believe that the NY has so much more power. All games that I have 
downloaded have been very good and they all show tallent. However, the 
NY has much more potential. Not everybody that owns an NY will know how 
to exploit every bit of it's inards to the fullest but try a bit more be 
a bit more daring! 


This may seem like cheek coming from the member who has done only one 
game.... if you can call it that. 

Right now I am developing a game that I will admit is a bit ambitious 
but I will do it due to careful planning and design. Even if games get 
too big for the 2MB use an incrementation method whereby levels are 
sectioned out and only the data for this level is loaded, then when 
finished you can hook your levels together in order for them to be 
published on the OPM disk ( I don't know that the NY game is allowed any 
more that 2MB but I recon it's strict). 


If all this sounds a little "screwy" then please remember that I am 
typing this at 2.00am. 


Reply all those who agree 
Max 


—-MESSAGE FILE 5791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04515 


—-MESSAGE FILE 5792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004516 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: ..... 

Date: Sat, 21 Aug 1999 00:13:26 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 11 

Message-ID: <developer-2108990013570001@192.168.0.1> 

References: <7mjave$bjc4@chuka.playstation.co.uk> <37918a71.17096640@205.149.189.29> 
NNTP-Posting-Host: pro2-223.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1449 scee.yaroze.freetalk.english 
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>Is anyone reading these? Is anyone still active? 
I'm still reading these posts. 
>Is it worth starting a project? 


It depends on how you define 'worth.' IMHO it's always a good time to 
start a new project unless you're already knee deep in another one. 
Mario> 


VVVVVVV 


that would be me... 


-sean 
--MESSAGE FILE 5792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04516 


--MESSAGE FILE 5793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004517 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: control,scee.yaroze.event,scee.yaroze.freetalk.english,scee.yaroze.mydem 
os,scee.yaroze.problems.internet,scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Fri, 20 Aug 1999 01:37:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <37BCA356.A2CCB813@breathemail.net> 

References: <7pgtckS$htri5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.247.246.31 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en,ja 

Xref: chuka.playstation.co.uk control:197 scee.yaroze.event:165 scee.yaroze.freetalk 
-english:4517 scee.yaroze.mydemos:505 scee.yaroze.problems.internet:92 scee.yaroze.p 
rofile:181 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 

i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


Al 


Philip Gooch wrote: 


> 

> Aaron Gandaa wrote: 

> 

> > Hi, All... 

>> 

> > I recieved this communication from my boss a few seconds ago 

>> 

>> I MPORTANTINFORMATION 

>> 

> > A NEW VIRUS 

>> 

> > It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
> > that it is VERY powerful, more so than Melissa, there is no7F00,0000, 0000 
> > remedy. It will destroy all your information on the hard drive and 

> > it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
> > Explorer. Do not open anything with this title and please pass this message 
> > onto all your contacts and anyone who uses your e-mail facility. Not many 
> > people seem to know about this yet, so propagate it as fast as possible! 
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> 

> The virus is this message that gets forwarded to everyone and you've just 
> propagated it! 
> 
> 


Phil 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 5793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04517 


—-MESSAGE FILE 5794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004518 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Exploitation 

Date: Sat, 21 Aug 1999 11:24:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <37BE7E62.AC7E15F5@breathemail.net> 
References: <37BDFES5F.50A08328@which.net> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: 194.247.246.31 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


Actually, that's not a bad idea. 


Another way round it, although this would admittedly be a pain in the 
arse, would be say on completing 2 levels, get a password for level 3, 
which you could then load to your Yaroze. The other obvious problem 
being ppl "Sharing" passwords, but then "real winners" don't do that 
sort of thing ;) 


Al 


Andrew Murray wrote: 
Follow NY Coders, 


I believe that the NY has so much more power. All games that I have 
downloaded have been very good and they all show tallent. However, the 
NY has much more potential. Not everybody that owns an NY will know how 
to exploit every bit of it's inards to the fullest but try a bit more be 
a bit more daring! 


This may seem like cheek coming from the member who has done only one 
game.... if you can call it that. 

Right now I am developing a game that I will admit is a bit ambitious 
but I will do it due to careful planning and design. Even if games get 
too big for the 2MB use an incrementation method whereby levels are 
sectioned out and only the data for this level is loaded, then when 
finished you can hook your levels together in order for them to be 
published on the OPM disk ( I don't know that the NY game is allowed any 
more that 2MB but I recon it's strict). 


If all this sounds a little "screwy" then please remember that I am 
typing this at 2.00am. 


Reply all those who agree 
Max 


VVVVVVVVVVVVVV VV VV VV VV VV 
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http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' computers 'n' piercing 'n' stuff 

-—-MESSAGE FILE 5794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04518 


—-MESSAGE FILE 5795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004519 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Exploitation 

Date: Sat, 21 Aug 1999 11:41:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <7plvlaS$8mo3@chuka.playstation.co.uk> 
References: <37BDFES5F.50A08328@which.net> 
NNTP-Posting-Host: dialup137-28.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Right now I am developing a game that I will admit is a bit ambitious 
but I will do it due to careful planning and design. Even if games get 
too big for the 2MB use an incrementation method whereby levels are 
sectioned out and only the data for this level is loaded, then when 
finished you can hook your levels together in order for them to be 
published on the OPM disk ( I don't know that the NY game is allowed any 
more that 2MB but I recon it's strict). 


VVVVVVV 


Whenever I read stuff like this, I feel a bit like saying "There's plenty of 
room to have a great game in the 2MB we get". Oops, I already did. But 
seriously, there are plenty of ways to be "clever" about writing a game and 
fit a graphically-impressive, extremely playable game into one-loadings 
worth. Think about the space that classic games such as Zelda on SNES etc 
took up; I think that part of being a good NY coder is being inventive with 
the space you're given. :) 


My point: why does 'ambition' require an extra 2, 4 or 16 MB of RAM? My case 
will be proven when (if) the NY2 gets released and a few months into it 
people start asking for more RAM, or faster libraries etc ;) We're console 
programmers here, not performance-sucking PC programmers! 


Anyone else feel this way, or am I the only miserable bugger? 


Nick "limited output" F 


—-MESSAGE FILE 5795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04519 


-—-MESSAGE FILE 5796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004520 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Want to learn Katakana? 

Date: Sat, 21 Aug 1999 12:00:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7pm0ngq$8mo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-28.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Konichiwa! 


Having wanted to learn Katakana for yonks, and having found a decent 
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games-oriented tutorial page, I thought I should share it for the terminal 
Japan-o-philes out there :) 


http://server.sega-dreams.com/specials/katakana/index.html 


Check it out even if you're not initially interested - did you know that a 
lot of what looks like "Japanese" in game menus is actually English spelled 
phonetically in Japanese? Only 40-odd characters to learn and you'd be much 
better off when you import Japanese games! 


Cheers, 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 5796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04520 


—-MESSAGE FILE 5797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004521 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Exploitation 

Date: Sat, 21 Aug 1999 13:01:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7pm4ehS$8mo5@chuka.playstation.co.uk> 

References: <37BDFE5F.50A08328@which.net> <7plvlaS8mo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> My point: why does 'ambition' require an extra 2, 4 or 16 MB of RAM? My 
case 

> will be proven when (if) the NY2 gets released and a few months into it 
> people start asking for more RAM, or faster libraries etc ;) We're console 
> programmers here, not performance-sucking PC programmers! 

> 

> Anyone else feel this way, or am I the only miserable bugger? 


Nick you are being a miserable bugger, but you are absolutely right about 
the space & performance issues, there is no reason for 2mb to be strict at 
all, look what people did with the C64 (PowerDrift, SpaceHarrier, and Elite 
in 64k) Elite 2 in 720k (1 floppy) all the GameBoy Color games, it's only 
because PC programmers have gotten lazy that the RAM limits are going up 
every 6 months, I'm all for being inventive but it's more inventive to be 
inventive in 2mb :-) 


Did I say inventive enough yet. 


My biggest problem with the Yaroze has always been the manuals not the RAM 
or Speed. 


Nigel 


—-MESSAGE FILE 5797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04521 


—-MESSAGE FILE 5798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004522 
Path: chuka.playstation.co.uk!news 
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From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Exploitation 

Date: Sun, 22 Aug 1999 03:28:40 +0100 

Organization: Max Studios 

Lines: 33 

Message-ID: <37BF6058.BFDE86F6@which.net> 
References: <37BDFE5F.50A08328@which.net> <7plvlaS$8mo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p40-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


No sorry. I didn't mean it that way. What I meant was exactly what you said with 
the incrementation thingy used only as an option for those that NEED more RAM 
and not WANT more RAM. 


Nick Ferguson wrote: 


Right now I am developing a game that I will admit is a bit ambitious 
but I will do it due to careful planning and design. Even if games get 
too big for the 2MB use an incrementation method whereby levels are 
sectioned out and only the data for this level is loaded, then when 
finished you can hook your levels together in order for them to be 
published on the OPM disk ( I don't know that the NY game is allowed any 
more that 2MB but I recon it's strict). 


VV VV V V V 


Whenever I read stuff like this, I feel a bit like saying "There's plenty of 
room to have a great game in the 2MB we get". Oops, I already did. But 
seriously, there are plenty of ways to Dbe "clever" about writing a game and 
fit a graphically-impressive, extremely playable game into one-loadings 
worth. Think about the space that classic games such as Zelda on SNES etc 
took up; I think that part of being a good NY coder is being inventive with 
the space you're given. :) 


My point: why does 'ambition' require an extra 2, 4 or 16 MB of RAM? My case 
will be proven when (if) the NY2 gets released and a few months into it 
people start asking for more RAM, or faster libraries etc ;) We're console 
programmers here, not performance-sucking PC programmers! 


Anyone else feel this way, or am I the only miserable bugger? 


VVVVVVVVVVVV VV VV VV VV VV VV 


Nick "limited output" F 


—-MESSAGE FILE 5798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04522 


-—-MESSAGE FILE 5799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004523 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Exploitation 

Date: Sun, 22 Aug 1999 03:36:56 +0100 

Organization: Max Studios 

Lines: 43 

Message-ID: <37BF6248.869C33A8@which.net> 

References: <37BDFE5F.50A08328@which.net> <7plvla$8mo3@chuka.playstation.co.uk> <7pm 
4ehS$8mo5@chuka.playstation.co.uk> 

NNTP-Posting-Host: p40-kookaburra-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Your damed right. Those games were clasics. Time needs to be spent on code and 
not just the graphics. People see the code as being just data that handles the 
objects on screen as many industry advances such as the article in Edge about a 
package that actually "made" the game, all you had to do is set a lot of 
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perimeters and flags as well as design some models. LAZY is the word that 
sprigns to mind. Many games have been classics they didn't need a stupid 
"helper" package. besides coding is half the fun (?) and is also the most 
rewarding thing to see going, "like........... I did that, man" 


However don't get me wrong a lot of companies especially id are going into the 
code a lot deeper all the physics and stuff are a key element people buy games 
to have that escape from reality, but is realistic such as reliving the Starsky 
and Hutch car chases in Driver, blah, blah blah blah. 


Nigel Critten wrote: 


> > My point: why does 'ambition' require an extra 2, 4 or 16 MB of RAM? My 
> case 

> > will be proven when (if) the NY2 gets released and a few months into it 
> > people start asking for more RAM, or faster libraries etc ;) We're console 
> > programmers here, not performance-sucking PC programmers! 

>> 

> > Anyone else feel this way, or am I the only miserable bugger? 

> 

> Nick you are being a miserable bugger, but you are absolutely right about 

> the space & performance issues, there is no reason for 2mb to be strict at 
> all, look what people did with the C64 (PowerDrift, SpaceHarrier, and Elite 
> in 64k) Elite 2 in 720k (1 floppy) all the GameBoy Color games, it's only 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


because PC programmers have gotten lazy that the RAM limits are going up 
every 6 months, I'm all for being inventive but it's more inventive to be 
inventive in 2mb :-) 


Did I say inventive enough yet. 


My biggest problem with the Yaroze has always been the manuals not the RAM 
or Speed. 


Nigel 


—-MESSAGE FILE 5799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04523 


—-MESSAGE FILE 5800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004524 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Up the ante 

Date: Sun, 22 Aug 1999 03:40:59 +0100 

Organization: Max Studios 

Lines: 11 

Message-ID: <37BF633B.5332037A@which.net> 
NNTP-Posting-Host: p40-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


come on don't let the NY members down make more games and prove we are 
not a dying breed. Besides Mr Bain would be a lot happier, with all that 
OPM cover disk stuff to do. 


More games, better games. 
More games, better games. 


Repeat 10 times daily. 
Max 


—-MESSAGE FILE 5800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04524 
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—-MESSAGE FILE 5801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004525 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PSX File Server still on track 

Date: Sat, 21 Aug 1999 23:02:46 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7pnt03S8mo8@chuka.playstation.co.uk> 

NNTP-Posting-Host: ABD4F9B9.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1451 scee.yaroze.freetalk.english 
24525 


Just another update, the show stopper bug has been fixed!!! You can get all 
the info on my web site, which has a screenshot from my test program saved 
during runtime. I am packaging it up to ship it out, hopefully before the 
Dreamcast arrives!!! 


Come and check it out.... 
www.scea.sony.com/net/yaroze/pages/nmiller.html 


Nathan 


—-MESSAGE FILE 5801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04525 


—-MESSAGE FILE 5802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004526 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 
Subject: Re: ECTS "guest list" info! 

Date: Sun, 22 Aug 1999 16:06:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <935337993.259545891@news.playstation.co.uk> 

References: <7pf43vShtril3@chuka.playstation.co.uk> <7phkimShtr17@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: d4-s41-43-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.announce:231 scee.yaroze.event:166 scee.ya 
roze.freetalk.english: 4526 


"HPMAN" <mwa.p@infonie.fr> wrote: 


>Hi ! 
> Isn't the ECTS a press only show ? 
> How do you get a pass ? 


Fill in the application on their WWW page - just invent 
a company name and job title, they never check. 


A guy I worked with alway's attends as=20 
"Technical Tea-boy, Shit Systems Inc." 
I'll not spoil things for him by letting on who he really works for... 


Alternatively, just ring the tickets line on the day, complain that 
your pass didn't arrive (you registered by post, if they ask). They'll 
give a password to use with the folks at the pass desk at the door, 
who'll print you a pass for free anyway...(I did this last year because 
my pass really hadn't turned up). 


Craig. 
(there on the sunday, probably hanging with the lads from Pixelogic) 
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-—-MESSAGE FILE 5802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04526 


—-MESSAGE FILE 5803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004527 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: query 

Date: 23 Aug 1999 07:25:52 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 16 

Message-ID: <7pqt20$8mol1@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


"im not a member but if you coul send me the demo of the game i could 
burn it on a cd and play it . also if you could please send me the 
playstation code libraries so i can make games." 


Would you believe that someone sent me this e-mail? I'll leave his name 
anonymous..... some people really do have alot of guts! 


George 


—-MESSAGE FILE 5803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04527 


—-MESSAGE FILE 5804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004528 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: control, scee.yaroze.event,scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Mon, 23 Aug 1999 11:21:30 +0200 

Organization: DEbri 

Lines: 39 

Message-ID: <ldwy10i.9dr8a07643qsN@[194.151.88.143]> 

References: <7pgtckShtri5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
<37BCA356.A2CCB813@breathemail.net> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk control:198 scee.yaroze.event:167 scee.yaroze.freetalk 
-english:4528 scee.yaroze.mydemos:507 scee.yaroze.problems.internet:93 scee.yaroze.p 
rofile:182 


Al <admars32@breathemail.net> wrote: 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 

i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


VVVVVVVVVV VV 


Net Yaroze newsgroups message dump.txt 


Here my Mac comes in handy, there are less virusses on Mac in total than 
the amount of virusses that are discovered on a PC in one week. 


I must say that I can remember a story (maybe even legend) of a couple 
of students that did an investigation. They wanted to know how effective 
it would be to warn people overt the internet. So they made up this 
dummy-message with an virus allert about a non-exciting virus. In the 
mail there was a question to warn all your palls for this virus. 


The outcome of the test was that they had created one of the worst 
virusses that ever hit the internet. Everybody was sending the message 
on and on.. Complete servers completely got blocked and the whole 
internet was over-worked. Lot's of servers crashed.. No virus-killer was 
able to fix this. It was like almost all the mail-adresses got 
bombmails.. 

From that moment on, servers were better protected for this type of 
overload. 


I still get now and then one off these messages from this test, that was 
done over 8 years ago. And for anybody longer then 2 years on the 
internet, you must have had one of these as well.. It's about a mail you 
are not alowed to open (not even an attachment). 


DEnnis.. 


Page 3743 


—-MESSAGE FILE 5804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04528 


—-MESSAGE FILE 5805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004529 
Path: chuka.playstation.co.uk!debri 
From: debri@dds.nl (DEnnis Brinkhuis) 


Subject: Re: ECTS "guest list" info! 

Date: Mon, 23 Aug 1999 11:31:39 +0200 

Organization: DEbri 

Lines: 28 

Message-ID: <ldwzmb2.lys7niktujtjgN@[194.151.88.143]> 


o.uk> <935337993.259545891@news.playstation.co.uk> 
NNTP-Posting-Host: 194.151.88.143 
X-Newsreader: MacSOUP 2.3 


Newsgroups: scee.yaroze.announce, scee.yaroze.event, scee.yaroze.freetalk.english 


References: <7pf43vShtr13@chuka.playstation.co.uk> <7phkimShtr17@chuka.playstation.c 


Xref: chuka.playstation.co.uk scee.yaroze.announce:232 scee.yaroze.event:168 scee.ya 


roze.freetalk.english: 4529 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


> "HPMAN" <mwa.p@infonie.fr> wrote: 

> >Hi ! 

>> Isn't the ECTS a press only show ? 

>> How do you get a pass ? 

> 

> Fill in the application on their WWW page - just invent 

> a company name and job title, they never check. 

> 

> A guy I worked with alway's attends as 

> “Technical Tea-boy, Shit Systems Inc." 

> I'll not spoil things for him by letting on who he really works for... 
> 

> Alternatively, just ring the tickets line on the day, complain that 

> your pass didn't arrive (you registered by post, if they ask). They'll 
> give a password to use with the folks at the pass desk at the door, 

> who'll print you a pass for free anyway...(I did this last year because 
> my pass really hadn't turned up). 

> 

> Craig. 

> (there on the sunday, probably hanging with the lads from Pixelogic) 
How evil we all are.. I signed in for another pass. This time I used as 


name: Lekker Ding 
Thats dutch for something like Horney chunk heheheheh 


DEnnis.. 
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—-MESSAGE FILE 5805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04529 


—-MESSAGE FILE 5806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004530 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: query 

Date: Mon, 23 Aug 1999 11:31:42 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <ldwzmnl.1lptz83wlojnkON@[194.151.88.143]> 
References: <7pqt20$8moll@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@playstation.sony.com> wrote: 


> "im not a member but if you coul send me the demo of the game i could 
> burn it on a cd and play it . also if you could please send me the 

> playstation code libraries so i can make games." 

> 

> 

> Would you believe that someone sent me this e-mail? I'll leave his name 
> anonymous..... some people really do have alot of guts! 

> 

> 

> George 

Hahahahahahahahaha, 


And what was your reply???? 
Hehehehe 


DEnnis.. 
—-MESSAGE FILE 5806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04530 


—-MESSAGE FILE 5807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004531 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: query 

Date: Mon, 23 Aug 1999 10:40:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <37C11729.B180060E@dma-—design. com> 
References: <7pqt20$8moll@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


George Bain wrote: 
"im not a member but if you coul send me the demo of the game i could 


burn it on a cd and play it . also if you could please send me the 
playstation code libraries so i can make games." 


Would you believe that someone sent me this e-mail? I'll leave his name 
anonymous..... some people really do have alot of guts! 


VVVVVVV 


Have you seen the new issue of Total Control (DC swirl on the cover)? 
Big long congratulatory article on the 'Hitmen' & other 'unofficial' PSX 
programmers... 
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Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04531 


—-MESSAGE FILE 5808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004532 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Exploitation 

Date: Mon, 23 Aug 1999 11:20:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <37C12073.11B1297@reading.ac.uk> 

References: <37BDFE5F.50A08328@which.net> <7plvla$8mo3@chuka.playstation.co.uk> <7pm 
4ehS$8mo5@chuka.playstation.co.uk> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nigel Critten wrote: 

> My point: why does 'ambition' require an extra 2, 4 or 16 MB of RAM? My 
case 

will be proven when (if) the NY2 gets released and a few months into it 

> people start asking for more RAM, or faster libraries etc ;) We're console 
> programmers here, not performance-sucking PC programmers! 
> 


v 


> Anyone else feel this way, or am I the only miserable bugger? 

Nick you are being a miserable bugger, but you are absolutely right about 
the space & performance issues, there is no reason for 2mb to be strict at 
all, look what people did with the C64 (PowerDrift, SpaceHarrier, and Elite 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> in 64k) Elite 2 in 720k (1 floppy) all the GameBoy Color games, 


Those games are remembered as good because on those platforms it was 
expected that graphics and similar things would be relatively weak - 
(they weren't seen as weak then, of course, because it was what was 
expected!). A game with similar graphics today wouldn't get noticed, 
which is IMHO a bit of a shame. (And when people talk about games 
programming, I find that 90% of the time they are talking about graphics 
programming. We were explicitly told in a course here that "If you want 
a job with a game company, they'll want a graphics demo..") 


Mg (who still liked those days when it was OK for one person on their 
own to produce a game, and when flying cow's heads, bas-reliefed 
circles, and/or gates and "It's your round" signs were acceptable as 
adversaries :) (And wants to do one like that when I get a time when I'm 
not sick of programming after work :) )) 


> My biggest problem with the Yaroze has always been the manuals not the RAM 
> or Speed. 


Ps. Hear! Hear! Hear! 
—-MESSAGE FILE 5808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04532 


—-MESSAGE FILE 5809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004533 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: George Bain read this 

Date: Mon, 23 Aug 1999 19:17:50 +0100 
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Organization: Max Studios 

Lines: 9 

Message-ID: <37C1904E.248AFBOD@which.net> 
NNTP-Posting-Host: p55-warbler-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


How much are the games NY members produce allowed to take up on the OPM 
coverdisk? 


I know Sony is strict that all games must be within 2MB but since there 
seems to be a little extra left on the OPM coverdisk can we use it? 
Please? Pretty please? 


Max 


—-MESSAGE FILE 5809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04533 


—-MESSAGE FILE 5810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004534 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Exploitation 

Date: Mon, 23 Aug 1999 20:29:00 +0200 

Organization: DEbri 

Lines: 31 

Message-ID: <ldwznj4.1lfysczulpz6qxcN@al-196-121.al.nl> 

References: <37BDFE5F.50A08328@which.net> <7plvlaS8mo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-196-121.al.nl 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Whenever I read stuff like this, I feel a bit like saying "There's plenty of 
room to have a great game in the 2MB we get". Oops, I already did. But 
seriously, there are plenty of ways to be "clever" about writing a game and 
fit a graphically-impressive, extremely playable game into one-loadings 
worth. Think about the space that classic games such as Zelda on SNES etc 
took up; I think that part of being a good NY coder is being inventive with 
the space you're given. :) 


VV VV V V V 


It's a bit like sexy girls... In the olden days, you only had your wife 
in the nude, then there became a camera and you could see pics of other 
woman. Nowadays, we can cover up all the bad bits on a picture and we 
can even do that in real with Plastic surgery.. But in the end... the 
gameplay did not change.. 


This was just some utter crap, wasn't it? I just like to compare games 
with girls.. 


Now for the more serious matter.. I'm still totally amazed with the 
amount of Ram used in consoles. When I play Tombraider on my PC or Mac, 
I will at least nead 16 Mb to run it. And if I wanne run it a bit 
better, I need at least 32 Mb and a 3D card that is about even as 
expensive as a complete console. The same game on PSX won't even use one 
4th of the amount we use on PC. I just bought Falcon 4.0. And they 
advize to play with 128Mb ram!!!!!! Can you believe that??? For "just" a 
game! And how much did a normal PSX have?!?!!? What a contrast! 


DEnnis.. 
—-MESSAGE FILE 5810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04534 


—-MESSAGE FILE 5811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004535 
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Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Want to learn Katakana? 

Date: Mon, 23 Aug 1999 20:29:02 +0200 
Organization: DEbri 

Lines: 16 

Message-ID: <ldwzo52.z1l7yyzt57yrjN@al-196-121.al.nl1> 
References: <7pm0nq$8mo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-196-121.al.nl 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> http://server.sega-dreams.com/specials/katakana/index.html 


That is interesting... I will share one of my better links from the past 
week.. 


http://sunsite.sut.ac.jp/multimed/sounds/ 


I had a lot of trouble getting good soundfiles for games, here is an 
index with some pretty need stuff! 


Cheers, 


DEnnis.. 
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—-MESSAGE FILE 5811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04535 


-—-MESSAGE FILE 5812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004536 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Up the ante 

Date: Mon, 23 Aug 1999 20:29:04 +0200 
Organization: DEbri 

Lines: 21 

Message-ID: <ldwzo8t.hf47qthuq4jsN@al-196-121.al.nl1> 
References: <37BF633B.5332037A@which.net> 
NNTP-Posting-Host: al-196-121.al.nl 
X-Newsreader: MacSOUP 2.3 


Andrew Murray <mad.max@which.net> wrote: 


> come on don't let the NY members down make more games and prove we are 
> not a dying breed. Besides Mr Bain would be a lot happier, with all that 
> OPM cover disk stuff to do. 
> 
> More games, better games. 
> More games, better games. 
> 
> Repeat 10 times daily. 
> 
> Max 
I'm still very disapointed with us and me in special.. THis is the 
oppertunity of a lifetime!!! Your game on 600.000 CD's that even turns 
me on!!! 
Լ Հւ COs US ety GO kee Teat fates Geiak «տաճա տայք U. ces 
Հա «ՆԱՆ Sie Աաաա Այ 
DEnnis.. 
-—-MESSAGE FILE 5812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04536 


—-MESSAGE FILE 5813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004537 
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Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 
Subject: Need Beta Testers for PSX File Server 1.0B 

Date: Mon, 23 Aug 1999 19:52:32 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7psqjh$6lpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98AA33A7.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1452 scee.yaroze.freetalk.english 
24537 


As the title states, I need some beta testers for PSX File Server V1.0B As 
soon as I get some data back from my alpha stage testers, I need to open the 
program up to a few more people. 


All you have to do is load the program according to the instructions and run 
a few net yaroze projects, then if you want, write a program that tests the 
runtime file transfer stuff. 


Please contact me via email at kiryu@aol.com 


Thanks, 


Nathan 


—-MESSAGE FILE 5813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04537 


—-MESSAGE FILE 5814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004538 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain read this 

Date: 24 Aug 1999 07:17:33 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <7ptgud$6l1p2@chuka.playstation.co.uk> 
References: <37C1904E.248AFBOD@which.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Max, 


You must keep your game under 2 megs since the PlayStation only 
has 2 megs. 


George 


In article <37C1904E.248AFBOD@which.net>, mad.max@which.net says... 

> 

>How much are the games NY members produce allowed to take up on the OPM 
>coverdisk? 

> 

>I know Sony is strict that all games must be within 2MB but since there 
>seems to be a little extra left on the OPM coverdisk can we use it? 
>Please? Pretty please? 

> 

>Max 

> 


—-MESSAGE FILE 5814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04538 
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—-MESSAGE FILE 5815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004539 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: query 

Date: 24 Aug 1999 07:18:18 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <7ptgvq$S6lp3@chuka.playstation.co.uk> 

References: <7pqt20$8moll@chuka.playstation.co.uk> <ldwzmnl.1lptz83wlojnkON@[194.151. 
88.143]> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


A big fat NO. 
George 
In article <ldwzmnl.1lptz83wlojnkON@[194.151.88.143]>, debri@dds.nl says... 


>Hahahahahahahahaha, 

> 

>And what was your reply???? 
> 

>Hehehehe 

> 

>DEnnis.. 


—-MESSAGE FILE 5815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04539 


—-MESSAGE FILE 5816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004540 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: query 

Date: 24 Aug 1999 07:20:19 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <7pth3j$61p4@chuka.playstation.co.uk> 

References: <7pqt20$8moll@chuka.playstation.co.uk> <37C11729.B180060E@dma-design.com 
> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Those guys are ex-psx developers who really haven't done much at all. 
Most NY members have done more then those hackers. [I'll check out the 
article for a good laugh. 


George 


In article <37C11729.B180060E@dma-design.com>, brian@dma-design.com says... 


>Have you seen the new issue of Total Control (DC swirl on the cover)? 
>Big long congratulatory article on the 'Hitmen' & other '‘unofficial' PSX 
>programmers... 

> 

>—— 

> 

>Brian @ DMA 

> 

>[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 
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—-MESSAGE FILE 5816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04540 


—-MESSAGE FILE 5817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004541 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ssssh! Dreamcast talk... 

Date: Tue, 24 Aug 1999 11:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <7pts91S61p5@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-53.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


(Everybody quiet now...) 


Has anyone played on the new Dreamcast demo machines which popped up in 
games stores (and Blockbuster Video) over the weekend? After playing on one 
yesterday for an hour (with Senor Frosty), here are some impressions / tips: 


First up, note that the disc in the machine contains *numerous demos*. For 
some reason, the public-at-large seem unable to grasp this concept and end 
up stuck playing the dull-looking boxing game 90% of the time. So remember - 
quit to the main screen! 


Off the top of my head, there were the following games / videos on the disc 
(plus a few I prob. forgot): 


Sonic Adventure (video) 

- Pretty badly edited video. Interesting if you haven't seen the game 
running already, I suppose. I'd just like to say that what I've seen of SA 
makes it seem significantly more interesting than this footage. Cool 
twister, tho' 


Sega Rally 2 (video) 

- About as exciting as watching a video of a 2 yr old arcade racer can be. 
Hopefully they fixed the slowdown problems for the PAL release, but I'm 
waiting for Metropolis Street Racer, Crazy Taxi and F355, thanks. 


VF3 (video) 

- VF3 suffers more than the above from being shown on video. It looks MUCH 
BETTER than this in RL (as an aside, I can't think why Sega let their 3 
flagship DC games be represented in this cruddy MDEC compressed-video 
format). 


Toy Commander (playable) 
- Surprisingly fun little game - "C&C meets Micro Machines". Nothing to 
write home about graphically, but runs full-screen in 50Hz. 


Incoming (playable) 

- "Glorified Space Invaders": lots of pretty effects and explosions (just 
like the PC version) but most exciting was the inclusion of a 50 / 60Hz 
switch in the video options screen (try it)!!!! Let's hope this becomes 
standard in PAL DC games ASAP (tho' we all know it wouldn't pass Sony's QA) 
i) 

r 


UEFA Striker (video) 
— Um. Didn't watch this one. 


Red Dog (video) 

- Looks quite fun, in a "big truck with machine guns bolted to the front" 
kinda way. 4-player mode looks entertaining, too. Nice weapon effects and 
promising bad guys / environments. 


Trickstyle (playable) 
- This is the futuristic "hover racing" game by Criterion, featured in EDGE 
a few times. My favourite demo of the lot - it looks beautiful, and plays 
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well too. The only game I might buy as a result of seeing this demo disc, 
but then I was a big 2000AD fan (remember the Chopper stories)? 


Ready 2 Rumble (playable) 
- Boxing. As with almost every boxing/wrestling game ever made, who cares? 
Codie's Prince Nassim game looks much better than this. 


Monaco GP (playable) 

- I find console Fl games a a bit like PC flight sims i.e. dull. The 
graphics were OK, but nothing AMAZING. I think this had a 2-player option, 
but we never tried it. 


Tokyo Highway Battle (video) 
- The video (of real-time gameplay) looks like the Gran Turismo FMV. Not bad 
looking then, but it has been slated in a few reviews already. 


Powerstone (video) 

- Yay! This looks like a lot of fun, although I've already pre-ordered Soul 
Caliber so I think another fighting game is out of the question for a while. 
Very cartoony, kinetic gameplay (whatever that means). 


Not a sausage on the disc about truly wank-worthy titles Shen Mue, Get Bass, 
RE: Code Veronica, House of the Dead 2, Soul Calibur or anything to do with 
net access. Hmmm. Sort it out, Sega. Did I mention Incoming's 50 / 60 Hz 
switch? Seeing as almost all the demos were fully-bordered (and thus 
s-l-o-w), I think the speed switch is going to be a vital option for the 95% 
of us with suitable TVs. :) Loading times were on par with your typical OPSM 
disc - I don't think you can draw many conclusions from demo versions, 
though (look at Driver)! 


I was quite disappointed with the contents of the disc. If it wasn't for 
TrickStyle, I would say that there wasn't a single playable demo that showed 
the DC's potential. The videos show off the detail of the game environments, 
but compression artifacts and the low frame rate really make the graphics 
look horrible compared to how they really appear. I really hope this isn't 
the disc to be bundled with the retail version... In comparison, the US demo 
disc has *playable* versions of Power Stone, Sonic Adventure, Get Bass and 
HOTD2, among others. Video is reserved for games still in development, or 
much less exciting releases. Hmmm - *already* I'm glad I'm getting a US 
Dreamcast. 


This has been a public service announcement. :) 
Is anyone else here definitely getting a Dreamcast? 


Nick "Pong 3D" F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 5817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04541 


—-MESSAGE FILE 5818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004542 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Want to learn Katakana? 

Date: Tue, 24 Aug 1999 12:20:17 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <37C27FF1.86FD800@reading.ac.uk> 
References: <7pm0nq$8mo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept-Language: en 


Nick Ferguson wrote: 

Konichiwa! 

Having wanted to learn Katakana for yonks, and having found a decent 
games-oriented tutorial page, I thought I should share it for the terminal 
Japan-o-philes out there :) 
http://server.sega-dreams.com/specials/katakana/index.html 
Check it out even if you're not initially interested - did you know that a 
lot of what looks like "Japanese" in game menus is actually English spelled 
phonetically in Japanese? Only 40-odd characters to learn and you'd be much 
better off when you import Japanese games! 


VVVVVVV VV 


Better yet, you can learn Hiragana too (not much harder, and some 


games do spell English words in Hiragana). Then grab a copy of JDIC off 
http://www.cc.monash.edu.au/pub/nihongo and you're pretty much set for 
most basic stuff in games (menus, etc). (Dialogue's another matter 


because of the hairy grammar in Japanese.) 
—-MESSAGE FILE 5818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04542 


—-MESSAGE FILE 5819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004543 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Truespace 2 

Date: Tue, 24 Aug 1999 17:27:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7puhOkS61p6@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-58.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4543 scee.yaroze.programm 
ing.3d_graphics:1387 


Hey ho, 


I'm *finally* getting into 3D, after completing the legendary Passmore 
3D Tutorial(tm). I noticed (browsing the 3D newsgroup) that everyone seems 


to rave about Truespace 2 - does anyone know of a way to get hold of it for 
free now or - even better - have a (spare) copy I could get off them? At the 
moment it's dynamic TMDs all the way... *shiver* 


Reply, or be denied the best 3D Pong game the world has ever seen. Hmmm. 
Cheers, 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
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—-MESSAGE FILE 5819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04543 


—-MESSAGE FILE 5820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004544 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Tue, 24 Aug 1999 17:20:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <935515210.219565289@news.playstation.co.uk> 

References: <7puhOkS61p6@chuka.playstation.co.uk> 

NNTP-Posting-Host: d4-s47-49-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4544 scee.yaroze.programm 
ing.3d_graphics:1388 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 


>Hey ho, 

> 

> I'm *finally* getting into 3D, after completing the legendary Passmo= 
re 


>3D Tutorial(tm). I noticed (browsing the 3D newsgroup) that everyone see= 

ms 

>to rave about Truespace 2 - does anyone know of a way to get hold of it 
for 

>free now or - even better - have a (spare) copy I could get off them? At 
the 


>moment it's dynamic TMDs all the way... *shiver* 
It's on the front of magazines pretty frequently - I got it on the cover = 
of 


PC Plus (issue 152), but it's cropped up on load's of others... 
It's not a patch on 3DS Max though... 
>Nick F 


Craig. 


—-MESSAGE FILE 5820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04544 


—-MESSAGE FILE 5821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004545 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Tue, 24 Aug 1999 17:24:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <935515477.1696547151@news.playstation.co.uk> 
References: <7pts91S6lp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: d4-s47-49-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 
>(Everybody quiet now...) 


>Has anyone played on the new Dreamcast demo machines which popped up in 
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My baby brother got a Jap import DC back in May. I borrowed it and spent 
an evening with my mate from Pixelogic trying out a couple of the games..= 
=2E 


>Sonic Adventure (video) 

>- Pretty badly edited video. Interesting if you haven't seen the game 
>running already, I suppose. I'd just like to say that what I've seen of 
SA 

>makes it seem significantly more interesting than this footage. Cool 
>twister, tho' 


I was really disappointed with this - it just didn't have the impact that 
a really great game should have the first time you see it. I remember whe= 
n 


I first saw Mario64 (in Hong Kong) - I layed my money straight down and 
bought an N64. Sonic just doesn't have it - looks rushed, gameplay is 
unbalanced and it's just not enough fun. 


>Not a sausage on the disc about truly wank-worthy titles Shen Mue, Get B= 
ass, 

>RE: Code Veronica, House of the Dead 2, Soul Calibur or anything to do w= 
ith 

>net access. Hmmm. Sort it out, Sega. Did I mention Incoming's 50 / 60 Hz 


You didn't mention Blue Stinger (which is another game my bro's got) 

- the folks who liked Resident Evil will love it - but I was almost frog = 
marched 

out of SCEE's Noel St office when I voiced my opinion about Resident Evil 
(I hated it) - better than Sonic, but again, not enough better to interes= 
t 

me in a DC. 


Another thing my bro's got is the browser, unfortunately the Jap spec 
modem doesn't work in the UK so I didn't try that.... 


>disc - I don't think you can draw many conclusions from demo versions, 
>though (look at Driver)! 


Loading's no faster than a PSX really. 


>I was quite disappointed with the contents of the disc. If it wasn't for 
>TrickStyle, I would say that there wasn't a single playable demo that sh= 
eae DC's potential. The videos show off the detail of the game environme= 
ne compression artifacts and the low frame rate really make the graphic= 
idok horrible compared to how they really appear. I really hope this isn= 
' 

"Pp disc to be bundled with the retail version... In comparison, the US = 
Se has *playable* versions of Power Stone, Sonic Adventure, Get Bass a= 
ed among others. Video is reserved for games still in development, o= 
eae less exciting releases. Hmmm - *already* I'm glad I'm getting a ՍՏ 
>Dreamcast. 


The ingame FMV is a bit of a let down from what I've seen - poor quality, 
low production values (nothing to come close to Soul Blade's intro). 


>This has been a public service announcement. :) 

ա anyone else here definitely getting a Dreamcast? 
Definitely not. I'll get an NGPS or (and?) a Dolphin instead... 
>Nick "Pong 3D" F 


Craig. 


-—-MESSAGE FILE 5821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04545 
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-—-MESSAGE FILE 5822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004546 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Tue, 24 Aug 1999 16:51:41 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <37c2cbcc.674970512@news.scea.sony.com> 

References: <7pts91S6lp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs39.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Is anyone else here definitely getting a Dreamcast? 


Oh my gosh yes definitely. One look at Ecco the Dolphin at E3 
cinched it for me. And the recent Shenmue videos from IGN just 
took my breath away. I'm not sure if I'll get Sonic though since 
it left me somewhat flat when I played it. Blue Stinger sounds 
intriguing. I hope it can live up to my expectations. 


That being said, I'm not pre-ordering a DC. I'll just wait until 
I can pick one up in the store normally. After all, Ecco and 
Shenmue aren't launch titles. 


I'm glad you mention Ready 2 Rumble as being disappointing. I feel 
the same way, but every review I read praises this game to no end. 
I played it a few times at E3 and I couldn't figure out if there 
was any strategy beyond mashing buttons. You can't really 
anticipate your opponent's punches, and since you have to block 
high or low you'd only have a 50/50 chance of blocking it anyway. 
Maybe someone can enlighten me. 


>Nick "Pong 3D" F 
Saw this at E3. It actually looks entertaining! 


Scott 
—-MESSAGE FILE 5822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04546 


—-MESSAGE FILE 5823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004547 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Tue, 24 Aug 1999 18:59:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <7pun34S61p7@chuka.playstation.co.uk> 
References: <7pts91S6lp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-111.helium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Not a sausage on the disc about truly wank-worthy titles Shen Mue, Get 
Bass, 

> RE: Code Veronica, House of the Dead 2, Soul Calibur or anything to do 
with 

> net access. 


Nick you really do need some help. 


I think the rest of the NY team should club together to buy Nick a copy of 
the FHM top 100. 
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70) 


Bob 
bob@shandfam. freeserve.co.uk 


—-MESSAGE FILE 5823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04547 


—-MESSAGE FILE 5824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004548 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Tue, 24 Aug 1999 19:14:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <37C2E116.8048BABC@dma-—design.com> 
References: <7pts91S6lp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Nick Ferguson wrote: 


Trickstyle (playable) 

- This is the futuristic "hover racing" game by Criterion, featured in EDGE 
a few times. My favourite demo of the lot - it looks beautiful, and plays 
well too. The only game I might buy as a result of seeing this demo disc, 
but then I was a big 2000AD fan (remember the Chopper stories)? 


VVVVVV 


Yeah, completely enjoyed playing this. I was a lil worried I'd be 
dissappointed, but I wasn't. Graphically excellent, fast, nice to play. 
I've pre-ordered it. 

> Is anyone else here definitely getting a Dreamcast? 


Yep, 14th in Tronix's queue for US DCs ;) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04548 


—-MESSAGE FILE 5825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004549 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Tue, 24 Aug 1999 19:17:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <37C2E1A7.33494D4D@dma-—design. com> 

References: <7pts91S$6lp5@chuka.playstation.co.uk> <37c2cbcc.674970512@news.scea.sony 
. com> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
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X-Accept—-Language: en 
Scott Cartier wrote: 


I'm glad you mention Ready 2 Rumble as being disappointing. I feel 
the same way, but every review I read praises this game to no end. 
I played it a few times at E3 and I couldn't figure out if there 
was any strategy beyond mashing buttons. You can't really 
anticipate your opponent's punches, and since you have to block 
high or low you'd only have a 50/50 chance of blocking it anyway. 
Maybe someone can enlighten me. 


VVVVVVVV 


It's been designed as regular beat-em-up style game, just using boxers 
instead of fighters.. The controls etc are styled around Tekken etc, 
rather than being a boxing 'sim'. Fighting games regularly only have a 
high/low block! I'll reserve judgement till I play it - but it's got a 
lot of positive feedback after the Hollywood rental deal. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04549 


—-MESSAGE FILE 5826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004550 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Tue, 24 Aug 1999 21:56:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7pvlb1S61p8@chuka.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: modem-62.sulfur.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4550 scee.yaroze.programm 
ing.3d_graphics:1389 


>It's on the front of magazines pretty frequently - I got it on the cover of 
>PC Plus (issue 152), but it's cropped up on load's of others... 


>It's not a patch on 3DS Max though... 


Yeah, but if you export DXFs from Max all the polys are triangular, whereas 


with FormZ it exports quads as well. Unless there's some plugin for max for 
writing RSDs. I saw there was a plugin on SCEA's site for 3DS r4. 

If anybody knows if such a plugin exists ( or how to get around the tri poly 
problem ), it would be a great help. 

Cheers. 

Stuart 


—-MESSAGE FILE 5826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04550 


—-MESSAGE FILE 5827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004551 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 
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Date: Tue, 24 Aug 1999 23:36:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7pv6éom$61p10@chuka.playstation.co.uk> 
References: <7pts91S6lp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: p00s03a01.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nick Ferguson <nickf@saqnet.co.uk> wrote in message 

news: 7pts91S6lp5@chuka.playstation.co.uk... 

> (Everybody quiet now...) 

> 

> Has anyone played on the new Dreamcast demo machines which popped up in 
> games stores (and Blockbuster Video) over the weekend? 


Hi 


Yeah. A demo machine finally arrived at work last week. Sega have 
assembled a very impressive launch line-up, so I've no idea why they chose 
to fill the disc with blurry video and generally mediocre playable demos. 
And no Sega presence at ECTS... 


At least things seem to be going well in the US. 


> Is anyone else here definitely getting a Dreamcast? 


Definitely. I've been thinking about buying American, but it'd rule out any 
online DC gaming or sofa internet access. Bah! 

> Nick you really do need some help. 

> 

> I think the rest of the NY team should club together to buy Nick a copy of 
> the FHM top 100. 

> 

> ;0) 

> 

> Bob 


As DEnnis would probably tell you, "playing a videogame is like making love 
to a beautiful woman" (or something) - so it's easy to see how the poor chap 
has become confused ;-) 


> Nick "Pong 3D" F 
Pong 3D? Groovy baby. 


Derek 


—-MESSAGE FILE 5827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04551 


-—-MESSAGE FILE 5828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004552 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 02:27:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7pvgtg$61p12@chuka.playstation.co.uk> 
References: <7pts91S61p5@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-174.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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> (Everybody quiet 
> 

> Has anyone played 
> games stores (and 
one 


now...) 


on the new Dreamcast demo machines which popped up in 
Blockbuster Video) over the weekend? After playing on 


> yesterday for an hour (with Senor Frosty), here are some impressions / 


tips: 


I played a demo 'po 


d' about 2 weeks ago in a cinema in Basildon (next door 


to the new Special Reserve shop, in fact). One thing I must say, I loved the 


control pads. The p 
semi-comfortable. I 
"one trigger for ac 
the position of the 
uncomfortable. 


> First up, note th 


ictures of them look awful, but they were almost 
only really had a whizz on Sega Rally 2, and I liked the 
celeration, one for braking', though I was concerned at 
anaolgue stick/d-pad (can't remember which), looks 


at the disc in the machine contains *numerous demos*. For 


> some reason, the public-at-large seem unable to grasp this concept and end 
> up stuck playing the dull-looking boxing game 90% of the time. So 


remember - 
> quit to the main 


D'oh, didn't bother 


screen! 


trying, had to go watch SW El... 


[snipped demo reviews] 


> Is anyone else he 


Well a mate is none 
got a spare PSX lay 
advert for getting 
the only reason to 


re definitely getting a Dreamcast? 


stop at me to get one, and I'm considering it, coz I've 
ing about (since I got the Yaroze), and I've seen an 
the DC for £100, if you trade a PSX in. Only thing is, 
get one is to keep me going until the PSX2, but I might 


as well just spend my money on PSX1 games... 


Nick "Pong 3D" F 


www.saqnet.co.uk/ 


www.netyaroze-eur 


VV VV V V V 


"Game over, man. 


Rikki 


—-MESSAGE FILE 5828 
04552 


—-MESSAGE FILE 5829 
0004553 

Path: chuka.playsta 
From: "Rikki Prince 
Newsgroups: scee.ya 
Subject: Re: Ssssh! 
Date: Wed, 25 Aug 1 
Organization: Plays 
Lines: 10 
Message-ID: <7pvhlu 
References: <7pts91 
tion.co.uk> 
NNTP-Posting-Host: 
X-Priority: 3 
X-MSMail-Priority: 
X-Newsreader: Micro 


users/nickf 


www. loonygames.com 


ope.com/~rookiel 


Game over!" 


END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


tion.co.uk!news 

" <netyaroze@rprince.dircon.co.uk> 
roze.freetalk.english 

Dreamcast talk... 

999 02:29:35 +0100 

tation Net Yaroze (SCEE) 


$61p13@chuka.playstation.co.uk> 
S6lp5@chuka.playstation.co.uk> <935515477.1696547151@news.playsta 


th-gt144-174.pool.dircon.co.uk 


Normal 
soft Outlook Express 5.00.2014.211 


X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Definitely not. I 
What's a NGPS? A Ni 


> >Nick "Pong 3D" F 


'11 get an NGPS or (and?) a Dolphin instead... 


ntendo Global Positioning Satellite? ;) 
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Craig. 


—-MESSAGE FILE 5829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04553 


—-MESSAGE FILE 5830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004554 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 02:33:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7pvh8t$61p14@chuka.playstation.co.uk> 

References: <7puhOkS6l1p6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: th-gt144-174.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4554 scee.yaroze.programm 
ing.3d_graphics:1393 


> It's on the front of magazines pretty frequently - I got it on the cover 
of 
> PC Plus (issue 152), but it's cropped up on load's of others... 


It's on something this or last month, so if you're quick, you may be able to 
find it in a newsagent. Sorry I can't remember what mag it is, I saw it made 
a mental note, and forgot before I could post a message. D'oh! It's pretty 
easily spottable, so just look around a bit. Or maybe back order PC Plus 
Ցա» 


> It's not a patch on 3DS Max though... 
> > Nick F 


Craig. 


—-MESSAGE FILE 5830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04554 


—-MESSAGE FILE 5831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004555 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: 25 Aug 1999 10:37:28 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86iu64y9tj.fsf@foo.mel.cybec.com.au> 

References: <7pts91S6lp5@chuka.playstation.co.uk> <935515477.1696547151@news.playsta 
tion.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


I haven't played one yet, and I haven't seen them in Oz yet (they're 
due in late October I think) but I reckon they'll be worth getting for 
Soul Calibre and Shen Mue alone. 


How much will the initial retail price be in the UK? 
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Toby. 
—-MESSAGE FILE 5831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04555 


—-MESSAGE FILE 5832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004556 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: 25 Aug 1999 10:53:06 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86vha4llzh.fsf@foo.mel.cybec.com.au> 

References: <7pts91S6lp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


What's more, I just read that some hackers have started porting NetBSD 
to the thing! 


http://softrare.com/openbsd-sh4/ 
Toby. 
—-MESSAGE FILE 5832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04556 


—-MESSAGE FILE 5833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004557 

Path: chuka.playstation.co.uk!news 

From: "Mark Theyer" <theyergfx@ozemail.com.au> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Performance test results 

Date: Wed, 25 Aug 1999 13:47:29 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7pvog6S$61p15@chuka.playstation.co.uk> 
NNTP-Posting-Host: slgol53p32.ozemail.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 
I have done some performance tests... 


The point at which my frame rate drops from 60fps to 30fps 
(without drawing anything except some font output is...) 


135,000 integer ops 

3350 32bit float ops 

90 double ops 

8000 int to float conversions! 


Interesting ay? 


Mark 


—-MESSAGE FILE 5833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04557 


—-MESSAGE FILE 5834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004558 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 


Net Yaroze newsgroups message dump.txt Page 3762 


Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 09:24:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <935573084.2087440360@news.playstation.co.uk> 

References: <7puhOkS6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> <7pvlb1S61p8@chuka.playstation.co.uk> 

NNTP-Posting-Host: d5-s8-40-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4558 scee.yaroze.programm 
ing.3d_graphics:1394 


<stuart@macdonald4798.freeserve.co.uk> wrote: 


>>It's on the front of magazines pretty frequently - I got it on the cove= 
r of 

>>PC Plus (issue 152), but it's cropped up on load's of others... 

> 

>>It's not a patch on 3DS Max though... 

> 


>Yeah, but if you export DXFs from Max all the polys are triangular, wher= 
eas 


>with FormZ it exports quads as well. Unless there's some plugin for max= 
for 

>writing RSDs. I saw there was a plugin on SCEA's site for 3DS r4. 

>If anybody knows if such a plugin exists ( or how to get around the tri = 

poly 

>problem ), it would be a great help. 


There is a max plugin for writing RSD/TMD/TOD/HMD files, but it's 
a bit expensive. 


>Cheers. 
>Stuart 


Craig. 


—-MESSAGE FILE 5834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04558 


—-MESSAGE FILE 5835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004559 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: query 

Date: Wed, 25 Aug 1999 09:27:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <935573271.1044363302@news.playstation.co.uk> 

References: <7pqt20$8moll@chuka.playstation.co.uk> <37C11729.B180060E@dma-design.com 
> <7pth3j$6lp4@chuka.playstation.co.uk> 

NNTP-Posting-Host: d5-s8-40-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


george_bain@playstation.sony.com (George Bain) wrote: 
>Those guys are ex-psx developers who really haven't done much at all. 


You're thinking of the two lads who wrote EZORAY - they were (ex?) develo= 
pers 
(and they ripped off a lot of that from one of the few DDX's Datel sold). 


Craig. 
—-MESSAGE FILE 5835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04559 
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—-MESSAGE FILE 5836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004560 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS Hotel Tip! 

Date: Wed, 25 Aug 1999 12:15:39 +0200 

Organization: DEbri 

Lines: 37 

Message-ID: <ldx3dtu.ozolcs16k8ib0ON@al-196-100.a1.nl1> 
NNTP-Posting-Host: al-196-100.al.nl 

X-Newsreader: MacSOUP 2.3 


Hi, 


After by big search to the best place to stay, I've come out at these 
Hotels: 


RASOOL COURT HOTEL 

19-21 Penywern Road, Earls Court, London SW5 

Tel: 0171 373 8900 

From 19.00 ukp per night. Colour TV. Most with private 
showers. 

Rooms availeble with private toilet and shower 

- 2pr is 52 pound per night per room (per person 26 pound) 
— 3pr is 69 pound per night per room (per person 23 pound) 
Fax: 0171 244 6835 

Reservation confirmed after payment first night. 

make clear date of arrival and departure. 


RAMSEES HOTEL 

33-36 Hogarth Road, Earls Court, London SW5 

Tel: 0171 370 1445 

From 19.00 ukp per night. All rooms witk colour TVs (incl sky 
and sports) and 

direct dialling phones. 

— 2pr is 47 pound per night per room (per person 24 pound) 
- 3pr is 66 pound per night per room (per person 22 pound) 
Fax: 0171 244 6835 (same number) 

Reservation confirmed after payment first night. 

make clear date of arrival and departure. 


It's cheep, nearby and private shower and toilet and..... not expensive! 
And they still have rooms availeble.. Try to join with others to stay in 
cheep shared bedrooms. 
I'll be staying here.. 


Cheers,, 


DEnnis.. 
—-MESSAGE FILE 5836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04560 


-—-MESSAGE FILE 5837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004561 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 11:34:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7q0h8iS61p16@chuka.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> <7pvlb1S6lp8@chuka.playstation.co.uk> <935573084.2087440360@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: modem-30.irdium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4561 scee.yaroze.programm 
ing.3d_graphics:1396 
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Craig Graham wrote 


in message 


<935573084.2087440360@news.playstation.co.uk>... 
<stuart@macdonald4798.freeserve.co.uk> wrote: 


>>Yeah, but if you 
whereas 


export DXFs from Max all the polys are triangular, 


>>with FormZ it exports quads as well. Unless there's some plugin for max 


for 


>>writing RSDs. I saw there was a plugin on SCEA's site for 3DS r4. 
>>.If anybody knows if such a plugin exists ( or how to get around the tri 


poly 


>>problem ), it would be a great help. 


>There is a max plugin for writing RSD/TMD/TOD/HMD files, but it's 


>a bit expensive. 


I figured as much. 


I'll just need to wait until I can get my copy օք Formz 


3.0 running ( someone pinched my parralel port dongle ), which is a 


fantastic modeller 


for low-poly work. 3DMax may be the greatest, but 


low-poly modeling is very pc orientated ( ie. triangles ). 


Stuart. 


—-MESSAGE FILE 5837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04561 


—-MESSAGE FILE 5838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004562 


Path: chuka.playstation.co.uk!news 
From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: Ssssh! 


Dreamcast talk... 


Date: Wed, 25 Aug 1999 12:21:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 7 


Message-ID: <7q0jcb$61p17@chuka.playstation.co.uk> 
References: <7pts91S$6lp5@chuka.playstation.co.uk> <37C2E116.8048BABC@dma-design.com> 


NNTP-Posting-Host: 
X-Priority: 3 
X-MSMail-Priority: 


dialup137-109.saqnet.co.uk 


Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Yep, 14th in Tronix's queue for US DCs ;) 


> 
Really? I'm 2nd! ;) 


Nick F 


—-MESSAGE FILE 5838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04562 


—-MESSAGE FILE 5839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004563 


Path: chuka.playstation.co.uk!news 
From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: Ssssh! 


Dreamcast talk... 


Date: Wed, 25 Aug 1999 13:36:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 14 


Message-ID: <7q0mq3$61p19@chuka.playstation.co.uk> 
References: <7pts91S6lp5@chuka.playstation.co.uk> <935515477.1696547151@news.playsta 
tion.co.uk> <7pvhluS$61lp13@chuka.playstation.co.uk> 


NNTP-Posting-Host: 
X-Priority: 3 


212.56.110.167 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
news: 7pvhluS61p13@chuka.playstation.co.uk... 

> 

> What's a NGPS? A Nintendo Global Positioning Satellite? ;) 

> 


Hehehe, no, it's the Next Generation PlayStation! 


Herbs 


—-MESSAGE FILE 5839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04563 


—-MESSAGE FILE 5840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004564 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 13:56:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7q0o0k$61p20@chuka.playstation.co.uk> 

References: <7pts91S$6lp5@chuka.playstation.co.uk> <7pvgtg$6lp12@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: 212.56.110.167 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7pvgtg$61p12@chuka.playstation.co.uk... 

> I played a demo 'pod' about 2 weeks ago in a cinema in Basildon (next door 
> to the new Special Reserve shop, in fact). One thing I must say, I loved 
the 

> control pads. The pictures of them look awful, but they were almost 
> semi-comfortable. I only really had a whizz on Sega Rally 2, and I liked 
the 

> 'one trigger for acceleration, one for braking', though I was concerned at 
> the position of the anaolgue stick/d-pad (can't remember which), looks 

> uncomfortable. 

> 


The analog pads for that Saturn had those analog triggers - absolutly 
brilliant for driving games. This is one area where I think Sega beats 
Sony. Sega's controllers may be horrendously ugly, but they feel great! 


I haven't tried a Dreamcast yet, but I think I'll be getting one anyway. 
What I'm really waiting for, of course, is the Nintendo Global Positioning 
Satellite! p=) 


Herbs 


> Rikki 
> 
> 


--MESSAGE FILE 5840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04564 
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—-MESSAGE FILE 5841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004565 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Hotel Tip! 

Date: Wed, 25 Aug 1999 14:46:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <935592386.1964039865@news.playstation.co.uk> 
References: <ldx3dtu.ozolcsl6k8ibONQal-196-100.al.n1> 
NNTP-Posting-Host: d4-s56—-58-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-—Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


debri@dds.nl (DEnnis Brinkhuis) wrote: 
>I'll be staying here.. 


I'll stick with my seafront apartment in Brighton... 


>Cheers,, 
> 
>DEnnis.. 


Hey Dennis, I've saved you an article that was in one 


of the UK's papers this week - show's how the press here 
view's Amsterdam (make's my cracks about it seem pretty 
tame). 
Craig. 


—-MESSAGE FILE 5841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04565 


-—-MESSAGE FILE 5842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004566 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: King of the Road 

Date: Wed, 25 Aug 1999 16:51:18 +0200 

Organization: DEbri 

Lines: 15 

Message-ID: <ldx3mdz.1t6p6edj5vxz6N@al—-196-115.al.nl> 
NNTP-Posting-Host: al-196-115.al.nl 

X-Newsreader: MacSOUP 2.3 


After being a great fan of GTA and GTA London, I'm now completely hooked 
up to Driver. This game is it!! 


But if you think the Presidents Run is hard? I think the Survival-mode 
is far worse. I managed to stay alive for 1 minute. 

And as a reward you get this stopid note.."You've wrecked your car". 
What a total crap, utter bullocks. I wrecked up my car my arse!! 4 
bloodhound squadcars wrecked me car up. I should take those bastards to 
court if I'll live.. 

Another thing that irritaes me is the interface, it's just like 
windows... are you sure all the time... 

And the only way to get out of the survival mode is by saving your 
score, it should also be possible to skip that bit. 


DEnnis.. 
—-MESSAGE FILE 5842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04566 


—-MESSAGE FILE 5843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004567 
Path: chuka.playstation.co.uk!debri 
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From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Hotel Tip! 

Date: Wed, 25 Aug 1999 16:56:52 +0200 

Organization: DEbri 

Lines: 27 

Message-ID: <ldx3qym.1lmjgww8 9qtlysN@al-196-115.al.nl1> 
References: <ldx3dtu.ozolcs1l16k8ib0N@al-196-100.a1l.nl> <935592386.1964039865@news.pla 
ystation.co.uk> 

NNTP-Posting-Host: al-196-115.al.nl 

X-Newsreader: MacSOUP 2.3 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


debri@dds.nl (DEnnis Brinkhuis) wrote: 


> 
> >I'll be staying here.. 
> 
> 


I'll stick with my seafront apartment in Brighton... 
Hey, can't I stick there as wel? չ-) 


>Cheers,, 
> 
>DEnnis.. 


Hey Dennis, I've saved you an article that was in one 

of the UK's papers this week - show's how the press here 
view's Amsterdam (make's my cracks about it seem pretty 
tame). 


VVVVVVVV 


Cool, thanks.. We have lot's of UK-programs at this moment in Holland. 
One is about the britisch youngsters going on Holiday to Kavos (Greece). 
Well, compared to that, we (Dutch) are very dull. 


Cheers, 
DEnnis.. 


> Craig. 
—-MESSAGE FILE 5843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04567 


-—-MESSAGE FILE 5844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004568 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 15:59:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7ql0gu$61p21@chuka.playstation.co.uk> 

References: <7pts91S$6lp5@chuka.playstation.co.uk> <935515477.1696547151@news.playsta 
tion.co.uk> <7pvhluS$6l1lp13@chuka.playstation.co.uk> <7q0mq3$6l1p19@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-gt141-042.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> What's a NGPS? A Nintendo Global Positioning Satellite? ;) 
> 


Hehehe, no, it's the Next Generation PlayStation! 


VVVVVV 


I made sure I sussed out what it meant before posting that. It took me a few 
mintues though. Should be NGPSX, to avoid confusion, coz I would have know 
instantly by the PSX part, PS on its own could mean loadsa different 
things... 
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> 
> Herbs 


—-MESSAGE FILE 5844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04568 


—-MESSAGE FILE 5845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004569 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 17:50:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7ql17j9S61p22@chuka.playstation.co.uk> 

References: <7puhO0OkS61p6@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-76.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4569 scee.yaroze.programm 
ing.3d_graphics:1398 


Thanks all - I found a copy of Truespace 2 today so no worries. My flatmate 
has it on the Computer Arts 3D special issue CD, but neglected to mention it 
to me until after I mailed the ng! :) 


Nick F 


--MESSAGE FILE 5845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04569 


—-MESSAGE FILE 5846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004570 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 18:00:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7ql7jbS$61p23@chuka.playstation.co.uk> 

References: <7pts91S$6lp5@chuka.playstation.co.uk> <935515477.1696547151@news.playsta 
tion.co.uk> 

NNTP-Posting-Host: dialup137-76.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


>I was really disappointed with this - it just didn't have the impact that 
>a really great game should have the first time you see it. I remember when 
>I first saw Mario6é4 (in Hong Kong) - I layed my money straight down and 
>bought an N64. Sonic just doesn't have it - looks rushed, gameplay is 
>unbalanced and it's just not enough fun. 


I was similarly underwhelmed by Sonic Adventure the first time I saw it 
(also in HK). It certainly isn't a AAA title, but it does look fun enough 
for 40 quid. If they've patched up some of the more blatant camera problems, 
I'll give it a second chance... 


>You didn't mention Blue Stinger (which is another game my bro's got) 


>- the folks who liked Resident Evil will love it - but I was almost frog 
>marched out of SCEE's Noel St office when I voiced my opinion about 
>Resident Evil (I hated it) - better than Sonic, but again, not enough 


>better to interest me in a DC. 
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General opinion seems to be that Blue Stinger is a bit pants. Nice graphics, 
but apparently the RE games are much better in every other respect. What 
didn't you like about RE? Aside from the loading times, obviously... 


>The ingame FMV is a bit of a let down from what I've seen - poor quality, 
>low production values (nothing to come close to Soul Blade's intro). 


Soul Blade's intro was ridiculously good, wasn't it? It depends on the game, 
I think - Sonic's wasn't too bad. Still, what does FMV quality say about a 
system anyway? Not much IMHO. Interestingly, Soul Blade sequel Soul Calibur 
doesn't have an FMV intro on DC but a real-time one which (cunningly) 
changes over time to incorporate the extra characters / costumes you pick up 
during gameplay. Cool, eh? 


>Definitely not. I'll get an NGPS or (and?) a Dolphin instead... 


Harsh decision... I think the DC might end up doing quite well (something I 
wouldn't have thought 6 months ago). I'm looking forward to the new Sonic 
Team games! 


Nick F 


—-MESSAGE FILE 5846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04570 


-—-MESSAGE FILE 5847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004571 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 18:05:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7ql7jcS61p24@chuka.playstation.co.uk> 

References: <7pts91S61p5@chuka.playstation.co.uk> <7pun34S61p7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: dialup137-76.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I think the rest of the NY team should club together to buy Nick a copy of 
> the FHM top 100. 


How about a night with your mum instead? Should be cheaper for everyone, 
too! :-P 


Nick F 


—-MESSAGE FILE 5847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04571 


-—-MESSAGE FILE 5848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004572 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksj@tesco.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TV to display NTSC 

Date: Wed, 25 Aug 1999 19:15:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7qlch7$61p25@chuka.playstation.co.uk> 
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NNTP-Posting-Host: dialup. 62-172-20-118.tesco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, can anyone suggest a TV that will allow me to play NTSC Yaroze 
programs / import games in full colour ?? (Preferably with 2 scart sockets, 
teletext and between 14" and 21" screen size). 


Cheers, 


James 


—-MESSAGE FILE 5848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04572 


—-MESSAGE FILE 5849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004573 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TV to display NTSC 

Date: Wed, 25 Aug 1999 20:55:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7qlhpk$61p26@chuka.playstation.co.uk> 
References: <7qlch7$61lp25@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-60.vaqta.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well I have a 21" panasonic, quintrix screen, pall/ntsc full screen 
capability, really cood sharp picture, good sound too, 2X scart sockets (one 
RGB one Composite/SVid) plus a separate front AV input. I thouroughly 
recommend it, about £250-£300 depending on how much discount you can get, 
always ask. 


Nearly ALL TV's with 2 scart sockets only have one RGB one, the other being 
Composite. 


James Banks wrote in message <7qlch7S$61p25@chuka.playstation.co.uk>... 

> Hi, can anyone suggest a TV that will allow me to play NTSC Yaroze 
>programs / import games in full colour ?? (Preferably with 2 scart sockets, 
>teletext and between 14" and 21" screen size). 

> 

>Cheers, 

> 

> 

>James 


—-MESSAGE FILE 5849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04573 


—-MESSAGE FILE 5850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004574 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 20:57:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7qlhu6$61p27@chuka.playstation.co.uk> 

References: <7pts91S$6lp5@chuka.playstation.co.uk> <7pun34S$6lp7@chuka.playstation.co. 
uk> <7ql7jcS$61p24@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-60.vaqta.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


oooooohh, is this in bad taste or am I over sensitive? 


Nick Ferguson wrote in message <7ql7jcS61p24@chuka.playstation.co.uk>... 
>> I think the rest of the NY team should club together to buy Nick a copy 
Of 

>> the FHM top 100. 

> 

>How about a night with your mum instead? Should be cheaper for everyone, 
>too! :-Ք 

> 

>Nick F 

> 

> 


—-MESSAGE FILE 5850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04574 


—-MESSAGE FILE 5851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004575 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Worldmaker development starting soon 

Date: Wed, 25 Aug 1999 15:18:49 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7qljaeS61p28@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A73910.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1457 scee.yaroze.freetalk.english 
24575 


Just another update, I am full of them. With PSX File Server in beta and 
most of the problems identified (I hope), Worldmaker is soon to be the next 
big project. You can read a little about it on my page at 
www.scea.sony.com/net/yaroze/pages/nmiller2.html. Basically, it is going to 
be a 3D level editor that exists half on the PC and the other half on the 
Yaroze. All of the user interface and data stuff is going to be on the PC 
with the editor window on the Yaroze. This will insure that everything 


displays how you intended it to. Some of the features: 

1) Terrain data and UV editing 

2) Object placement and collision boundaries 

3) Path generation 

4) Key points or areas (ie start/end of level, movie cut scene) 

5) Data Tagging: Sounds, events, etc. 

6) I am not sure about this one: Dynamic Recompilation of TMDs based on 


on-the-fly TIM arrangment (?!?) 

None of these are set into stone, but this gives you an idea of what I am 
searching for. Data will be output in an open format binary file that will 
be accompanied by a file parser and documentation (in case you want to 
extract the data for your own purposes). 

I am hoping that dev will only take 4 months, but we will see. 


Any suggestions, 
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Nathan 


—-MESSAGE FILE 5851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04575 


—-MESSAGE FILE 5852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004576 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 21:47:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7qllak$61p29@chuka.playstation.co.uk> 

References: <7pts91S$6lp5@chuka.playstation.co.uk> <7pun34S$6lp7@chuka.playstation.co. 
uk> <7ql7jc$61p24@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-60.argon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Owwww ouch, 
Unfortunately it's probably true. ;0) 
Bloody good thing she won't see this ;-) 


Bob 


Nick Ferguson <nickf@saqnet.co.uk> wrote in message 

news: 7ql7jc$61p24@chuka.playstation.co.uk... 

> > I think the rest of the NY team should club together to buy Nick a copy 
of 


v 


> the FHM top 100. 


How about a night with your mum instead? Should be cheaper for everyone, 
tool s= 


Nick F 


--MESSAGE FILE 5852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04576 


—-MESSAGE FILE 5853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004577 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Wed, 25 Aug 1999 01:49:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <37C33DB4.DA3BD626@breathemail.net> 

References: <7pts91S6lp5@chuka.playstation.co.uk> <37c2cbcc.674970512@news.scea.sony 
. com> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: modem-214-123.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en,ja 
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Scott Cartier wrote: 
>Is anyone else here definitely getting a Dreamcast? 


Oh my gosh yes definitely. One look at Ecco the Dolphin at E3 
cinched it for me. And the recent Shenmue videos from IGN just 
took my breath away. I'm not sure if I'll get Sonic though since 
it left me somewhat flat when I played it. Blue Stinger sounds 
intriguing. I hope it can live up to my expectations. 


VVVVVVVV 


i played Sonic 'cos my mate got a JPN machine, I couldn't believe how 
fast it is!I quite enjoyed it. Also I hear the've "finished" it for UK 
i) 

Ա 


As for Shenmue, I agree the vids are amazing, but various reports imply 
that you may as well just play the quicklime movies over again 'cos that 
involves more interaction than plaing the game! Seems like they decided 
that rather than carry on doing what sounded like it was going to be an 
innovative breath of fresh air, they've done an interactive movie : ( 


That being said, I'm not pre-ordering a DC. I'll just wait until 
I can pick one up in the store normally. After all, Ecco and 
Shenmue aren't launch titles. 


VVVV 


I was toying with the idea of getting a US machine, 'cos JPN ones are 
about as cheap as UK ones now, so US ones will soon, then no massive 
wait for games and crappy slowdown. i'm not convinced many Euro 
developers will be arsed to make use of being allowed to do NTSC and PAL 
Hz in the games. 


Virtua Fighter 3TB is a top notch conversion, Sega rally 2 also. I 
haven't played it but another friend who has played Get Bass says they 
spend all day playing that at work! (he works for THE, yes the Nintendo 
distributor !!!) 


House of the Dead 1 and 2 is apparently v v good also if you like gun 
games, that's also been finished for UK ;) 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 5853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04577 


—-MESSAGE FILE 5854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004578 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TV to display NTSC 

Date: Thu, 26 Aug 1999 10:04:49 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <1ldx41v7.1hi9hx5787i9mN@al-196-148.a1l.nl1> 
References: <7qlch7$6l1p25@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-196-148.al.nl 

X-Newsreader: MacSOUP 2.3 


James Banks <banksj@tesco.net> wrote: 

Hi, can anyone suggest a TV that will allow me to play NTSC Yaroze 
programs / import games in full colour ?? (Preferably with 2 scart sockets, 
teletext and between 14" and 21" screen size). 


Cheers, 


VVVVVVVV 
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> James 


Mine is an Akai, it was one of the few affordable TV's with all what you 
ask except for the double skart. I have a double scart on my Video. The 
screensize is about 20 inch (53 cm) and I paid about 200 pounds for it. 
But as far as I understand you don't need an NTSC-TV.. there are other 
solutions as well. I noticed that my TV cuts off a bit of the screen. 
Thats irritating. 


DEnnis.. 
—-MESSAGE FILE 5854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04578 


—-MESSAGE FILE 5855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004579 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ssssh! Dreamcast talk... 

Date: Thu, 26 Aug 1999 13:27:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7q3bla$61p30@chuka.playstation.co.uk> 

References: <7pts91S6lp5@chuka.playstation.co.uk> <7pun34S$6lp7@chuka.playstation.co. 
uk> <7ql7jcS61p24@chuka.playstation.co.uk> <7qllakS$61p29@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-33.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Apologies for any offense, but this honestly passes for lighthearted 
"banter" round my part, so you can no doubt look forward to further abuse at 
ECTS. Erm... 


Nick F 
Robert Shand <bob@shandfam.freeserve.co.uk> wrote in message 


news: 7qllak$61p29@chuka.playstation.co.uk... 
> Owwww ouch, 


Unfortunately it's probably true. ;0) 


V V V v 


Bloody good thing she won't see this ;-) 


—-MESSAGE FILE 5855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04579 


—-MESSAGE FILE 5856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004580 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: New Problems 

Date: Thu, 26 Aug 1999 18:20:21 +0100 
Organization: Max Studios 

Lines: 13 

Message-ID: <37C57755.435CBB5B@which.net> 
NNTP-Posting-Host: p213-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Recently I have just had a HD cleanout with a service and I knew I would 
dread making the make and siocons programs work again.... It was 
justified. 
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Can anyone tell me what the problem is and how should I fix it? Well 
here it is. When I run MAKE from any directory it works but it says it 
can't find the include files in this case LIBPS.H to include with the 
finished file. I've tryed and tryed and now I'm angry, 


Anyone help 
ASAP 
Max 


—-MESSAGE FILE 5856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04580 


—-MESSAGE FILE 5857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004581 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: A great work of fiction 

Date: Fri, 27 Aug 1999 22:07:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7qgu0f$701@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi, 


I've started work on an article for the greatest things to happen to 
computers and consoles ever, so basically all the good and bad things, all 
the great games, all the great hardware, all the really bad games, all the 
duff hardware that seemed a good idea at the time. 


If you want to tell me about your favourite game or hardware, any memories 
stuff like that. 


I've got a few about games like thing on a spring, potty pigeon, just 
memories really. 


At the very least I'll be placing it on my web sites (yaroze & 
www.gameware.demon.co.uk) at best I'll be trying to get it published, I've a 
couple of contacts that might help with that. 


It's all to do with the Year 2000, Millennium stuff, if you have any visions 
on the way the future is looking for games and consoles I'd be interested to 
hear that as well. 


All contributions appreciated and credited :-) 


You can either email it to me at Nigel@gameware.demon.co.uk or reply to the 
NG if you think others would be interested. 


TIA 
Nigel 


—-MESSAGE FILE 5857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04581 


—-MESSAGE FILE 5858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004582 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 
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Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Page 3776 


Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 


2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze. 


profile:183 


scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 


2169 


this is a test 


—-MESSAGE FILE 5858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04582 


—-MESSAGE FILE 5859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004583 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: How about those new machines from Apple? 
Date: Wed, 01 Sep 1999 16:45:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <37CD4A0B.F6DB76DE@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Apple have announced some great new Macs today. Apparently, they're the 
first 'supercomputers' to be publicly available, because they can 

process over one gigaflops. Intels own tests rate the new machines up to 
3 times faster than a 600MHz Pentium III. Yet the prices start at $1500. 


Seems like Apple are taking a leaf out of Sony's book, what with 
describing the machine as a supercomputer and talk of the G4 processor's 
new 'Velocity engine'. 

Shame I just brought a new G3 just the other week. Oh well! 


Phil 


—-MESSAGE FILE 5859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04583 


—-MESSAGE FILE 5860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004584 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How about those new machines from Apple? 
Date: Thu, 2 Sep 1999 22:00:51 +0200 

Organization: DEbri 

Lines: 6 

Message-ID: <ldxhlep.litcopf18mc906N@a1l-88-132.a1.nl1> 
References: <37CD4A0B.F6DB76DE@easynet.co.uk> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Philip Gooch <philg@easynet.co.uk> wrote: 
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I'm about to sell everything I have to get me an iBook... 


DEnnis.. 
—-MESSAGE FILE 5860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04584 


-—-MESSAGE FILE 5861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004585 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS Meeting 

Date: Thu, 2 Sep 1999 22:04:24 +0200 

Organization: DEbri 

Lines: 6 

Message-ID: <ldxiykd.5gx01j12zymviN@al-88-132.a1.nl1> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Who's comming for a beer after the first day ECTS? Please meet up at the 
end of the day at the WestwoodStudios stand (first floor corner). 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04585 


—-MESSAGE FILE 5862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004586 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Meeting 

Date: Thu, 2 Sep 1999 21:23:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7qmnaa$4g72@chuka.playstation.co.uk> 
References: <ldxiykd.5gx01j12zymviN@a1l-88-132.al.nl1> 
NNTP-Posting-Host: dialup137-2.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Count me in. Anyone who signed my ECTS Guest List, let's meet there after 
the 1st day... 


Nick F 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 

news: ldxiykd.5gx01j12zymviN@al-88-132.al.nl... 

> Who's comming for a beer after the first day ECTS? Please meet up at the 
end of the day at the WestwoodStudios stand (first floor corner). 


> 

> 

> Cheers, 
> 

> 


DEnnis.. 


-—-MESSAGE FILE 5862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04586 


—-MESSAGE FILE 5863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004587 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Meeting 
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Date: Fri, 3 Sep 1999 09:36:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7qol1b9$761@chuka.playstation.co.uk> 
References: <ldxiykd.5gx01j12zymviN@a1l-88-132.al.nl1> 
NNTP-Posting-Host: mail.ridgeway-sys.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


DEnnis Brinkhuis wrote in message 
<ldxiykd.5gx01j12zymviN@al-88-132.al.nl>... 

>Who's comming for a beer after the first day ECTS? Please meet up at the 
>end of the day at the WestwoodStudios stand (first floor corner). 

> 

>Cheers, 

> 

>DEnnis.. 


Anyone know what extra privileges (if any) a press badge will get over a 
visitor one? 


Mike, who applied for and got "Mr Mike Hatfield, Playstation, Press"...! 


—-MESSAGE FILE 5863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04587 


—-MESSAGE FILE 5864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004588 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Meeting 

Date: Fri, 3 Sep 1999 10:44:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7qo4v9$762@chuka.playstation.co.uk> 

References: <ldxiykd.5gx01jl2zymviN@al-88-132.al.nl> <7qolb9$761@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: dialup137-65.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


You get press packs, better freebies and occasional queue-jump privileges. 
Apparently. ;) 


Nick F 


Mike Hatfield <mhatfield@ridgeway-sys.com> wrote in message 

news: 7qo1b9$761@chuka.playstation.co.uk... 

> DEnnis Brinkhuis wrote in message 
<ldxiykd.5gx01j12zymviN@al-88-132.al.nl>... 

>Who's comming for a beer after the first day ECTS? Please meet up at the 
>end of the day at the WestwoodStudios stand (first floor corner). 

> 

>Cheers, 

> 

>DEnnis.. 


Anyone know what extra privileges (if any) a press badge will get over a 
visitor one? 


Mike, who applied for and got "Mr Mike Hatfield, Playstation, Press"...! 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 5864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04588 
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-—-MESSAGE FILE 5865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004589 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Meeting 

Date: Fri, 3 Sep 1999 13:16:43 +0200 

Organization: DEbri 

Lines: 66 

Message-ID: <ldxk3al.i8xvzrlh80ru6N@al-88-114.a1l.nl1> 

References: <ldxiykd.5gx01j12zymviN@al-—88-132.al.nl> <7qo1lb9$761@chuka.playstation.c 
o.uk> <7qo4v9$762@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


> 

> Mike, who applied for and got "Mr Mike Hatfield, Playstation, Press"...! 
> 

> 


V V V V 


I wonder how long it will take before they find out about our scam... 
Next year I will sign in for a "Cris Deering from SCEE" card or a "Peter 
Molyneux from Lionhead" card. 

Or what about "Bill Clinton of Spicybyte". Or "Mr. Blobby of ScrewUp". 
Any other sugestions? 

This Year I'm pleased with my "Lekker Ding" (Super Hunk in dutch) card. 


Hmmm.... idea's turn up in me head.. 

Mr. Mercedes Benz from Honda cycles 
Mr. Visn Chips from McDonalds 

Mr. Bill Gates from Apple Computers 
Mr. Steve Jobs from Microsoft 

Mr. Crash Bandicoot from Marioland 

Mr. Vanessa Williams from Elite Models 
Mr. La La from Teletubbies 

Mr. Bite Me from Dogshit 


Any other idea's? 

(I suppose if we'll try this next year, they won't give us badges) 
Can you imagine.... 

Mary: "George, I'm making up a visitors-list" 

George: "What about it?" 

Mary: "Well, it seems that we send some blokes multiple cards" 


George: "What do you mean? 
George: "We only post one card on one name to one adress" 


Mary: "I know." 
Mary: "Some people have asked to sent a card to different adresses" 


George: "That's possible, 2 people can have identical names" 


Mary: "T understand, but...." 

Mary: "One sir BILL GATES recieved 253 badges..." 

Mary: ",.on 253 different adresses devided over 12 countries" 
Mary: "And he seems to work for over 120 different companies" 


George: "Well, he could be a very populair guy..." 
George: "But personally I think we're being scammed!!" 


Mary: "Oh now... Do you think we sent badges to... STUDENTS?" 


George: "I'm afraid so, better cancel all the badgenumbers." 
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Mary: "One of the Bill's seems to be a special guest from the US" 


George: "Better cancel his card as well, we can't take any risk" 


DEnnis.... 


—-MESSAGE FILE 5865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04589 


—-MESSAGE FILE 5866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004590 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javiervr@teleline.es> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: PSX2 Dev Kits 

Date: Fri, 03 Sep 1999 13:50:26 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <37CFB601.6A7CAA36@teleline.es> 
NNTP-Posting-Host: rad041236.radius.teleline.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


http://psx.ign.com/news/10067.html 


—-MESSAGE FILE 5866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04590 


—-MESSAGE FILE 5867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004591 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Meeting 

Date: Fri, 3 Sep 1999 15:20:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7qolfa$763@chuka.playstation.co.uk> 

References: <ldxiykd.5gx01j12zymviN@al-88-132.al.nl> <7qo1b9$761@chuka.playstation.c 
o.uk> <7qo4v9$762@chuka.playstation.co.uk> <ldxk3al.i8xvzrlh8o0ru6N@al-88-114.al.nl1> 
NNTP-Posting-Host: mail.ridgeway-sys.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


DEnnis Brinkhuis wrote in message 
<ldxk3al.i8xvzrlh8o0ru6N@al-88-114.al.nl>... 

> 

Համամ 

> 

>Mary: "Oh now... Do you think we sent badges to... STUDENTS?" 
> 

>DEnnis.... 


I don't get how they are going to find the students anyway...? 


"Excuse me Sir, but I have deduced from your somewhat shabby appearance that 
there is a possibility you're a student. Are you in posession of an N.U.S. 
card?" 


"It's a fair cop. Good job I've only travelled 150 miles to get here at 
great expense. I'll get me coat." 
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-—-MESSAGE FILE 5867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04591 


—-MESSAGE FILE 5868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004592 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Meeting 

Date: Fri, 03 Sep 1999 17:23:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37CFF60F.E34A08A2@easynet.co.uk> 

References: <ldxiykd.5gx01j12zymviN@al—88-132.al.nl> <7qo1b9$761@chuka.playstation.c 
o.uk> <7qo4v9$762@chuka.playstation.co.uk> <ldxk3al.i8xvzrlh8o0ru6N@al-88-114.al.nl1> 
<7qolfa$763@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


I seem to remember seeing on the ECTS Web site that proof of ID (e.g proof that 
you work for the company your badge says you work for) would be required. Can't 
see how they can ask everyone though. 


Phil 
Mike Hatfield wrote: 


DEnnis Brinkhuis wrote in message 
<ldxk3al.i8xvzrlh8o0ru6N@al-88-114.al.nl>... 

> 

>. “|; z 1 

> 

>Mary: "Oh now... Do you think we sent badges to... STUDENTS?" 
> 

>DEnnis.... 


I don't get how they are going to find the students anyway...? 


"Excuse me Sir, but I have deduced from your somewhat shabby appearance that 
there is a possibility you're a student. Are you in posession of an N.U.S. 
card?" 


"It's a fair cop. Good job I've only travelled 150 miles to get here at 
great expense. I'll get me coat." 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 5868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04592 


—-MESSAGE FILE 5869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004593 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2 Dev Kits 

Date: Sun, 5 Sep 1999 15:42:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7qtvio$S766@chuka.playstation.co.uk> 
References: <37CFB601.6A7CAA36@teleline.es> 
NNTP-Posting-Host: modem-93.isotretinoin.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


This arcitcle is a little unfair isn't it? Are not all first revisions of 
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dev kits incomplete systems, isn't it unrealistic to expect a finished 
development system before even the basic console is finished/finalised? 


Oh well developers eh? What a bunch of moaners :) 


Javier Ventoso <javiervr@teleline.es> wrote in message 
news:37CFB601.6A7CAA36@teleline.es... 

> http://psx.ign.com/news/10067.html 

> 

> 


—-MESSAGE FILE 5869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04593 


—-MESSAGE FILE 5870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004594 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS: Viewpoint... 

Date: Sun, 5 Sep 1999 21:12:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <936565931.1478197387@news.playstation.co.uk> 
NNTP-Posting-Host: d3-s36-196-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


Well, after attending the first day of ECTS, I gotta say I found it a big 
disappointment. There were a couple of fun games (Battle Buddies on the S= 
CEE 
stand was a good multiplayer laugh), but overall nothing groundbreaking. = 
The 
NGPS video's were to brief, not enough to get you really excited, Nintend= 
o's 

stand was a let down as well. There seemed to be more suits and less real= 
games 

people than in previous years (a lot less nubile models as well ;) ). To = 
hot, 

to crowded, to little really cool stuff. 


Still, I got to play with 3DS Max 3. Nice... 


Craig. 
—-MESSAGE FILE 5870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04594 


—-MESSAGE FILE 5871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004595 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Mon, 06 Sep 1999 11:01:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <37D390EA.23AD01A9@easynet.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> 

Reply-To: philg@easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt Page 3783 


Yeah, I tend to agree, though I had a lot of fun with the new Gameboy releases 
(Resident Evil on the Gameboy - incredible!) and the NeoGeo Pocket. 


On the console side, Soul Calibur looked great, but for me it was the handhelds 
that did it. I love that stuff! 


Phil 


-—-MESSAGE FILE 5871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04595 


-—-MESSAGE FILE 5872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004596 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Mon, 6 Sep 1999 16:23:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7r0m90$768@chuka.playstation.co.uk> 
References: <936565931.1478197387@news.playstation.co.uk> 
NNTP-Posting-—Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yep a total let down, I remember why I stopped going now, can't agree with 
the Nintendo stand let down, I think it was the best there, 3 great games, 
DK64, Jet Force Gemini & Perfect Dark, that was followed by the Sony stand, 
nice but as you say short NGPS video (hope the Tokyo show announcment gives 
us all the details we want :) actually thinking about it the Codemasters 
stand had some nice looking stuff on it, including MicroMachines 4, very 
playable (with the digital pad) 


Not bad just not great that's all 


Nigel 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 

news: 936565931.1478197387@news.playstation.co.uk... 

Well, after attending the first day of ECTS, I gotta say I found it a big 
disappointment. There were a couple of fun games (Battle Buddies on the SCEE 
stand was a good multiplayer laugh), but overall nothing groundbreaking. The 
NGPS video's were to brief, not enough to get you really excited, Nintendo's 
stand was a let down as well. There seemed to be more suits and less real 
games 
people than in previous years (a lot less nubile models as well ;) ). To 
hot, 

to crowded, to little really cool stuff. 


Still, I got to play with 3DS Max 3. Nice... 


Craig. 


—-MESSAGE FILE 5872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04596 


—-MESSAGE FILE 5873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004597 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MAKE Include file problems 

Date: Tue, 07 Sep 1999 23:15:13 +0100 

Organization: Max Studios 
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Lines: 14 

Message-ID: <37D58E71.597B66F8@which.net> 
NNTP-Posting-Host: p278-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Please help, 


When I run MAKE it says that it cannot find the include files ie. 
libps.h etc..... These files are kept in the Include diractory in the 
PSX folder but somehow MAKE cannot find them. I have run DJSETUP.BAT and 
changed my config.sys and AUTOEXEC files to let make be accesable from 
any folder. 


Can anyone suggest a solution? 

I will be forever grateful, hey I am already you opened the message 
didn't you? 

At least someone on the newsgroups is still alive. 

Max 


—-MESSAGE FILE 5873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04597 


—-MESSAGE FILE 5874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004598 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Wed, 8 Sep 1999 08:28:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7r53ko$23b8@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r0m90$768@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


ECTS....-hmmm....disappointing to say the least. 


Wasn't really impressed by very much, but Soul Caliber on the Dreamcast is a 
dark game. Liked it enough to even consider buying one. While the show in 
itself was crap the parties were pretty good. I didn't get to the Sega 
party...damn, but got to the Sony one after being crushed in the rush for 
tickets. 

All I can say is Faithless, Wipeout 3 and free alcohol, a combination which 
is bound to lead to disaster...it did and I got completely mashup. 

But I'll still be doing it again same time next year. 


—-MESSAGE FILE 5874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04598 


—-MESSAGE FILE 5875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004599 

Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Wed, 8 Sep 1999 21:34:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <7r6h9a$23b9@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r0m90$768@chuka.playstat 
ion.co.uk> <7r53ko$23b8@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-204.orange-spotted-sleeper-goby.dialup.pol.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yeah I kinda agree with ya... 


The best stuff at the show for me was the NeoGeo Colour Portable, played it 
every day for at least an hour!, Must have one when its released officially 
(Currently available via import bods). Codemasters Naseem's boxing was good, 
it kinda grew on me over the days I attended the show, probably get this to. 
But the best day was Monday when I got to go to a special Preview of 
Lionhead's soon-to-be released Black & White, Headed by Peter Molyneux. I 
(and some other guys I was with) was invited by Peter when we met him in a 
pub off earl's court road on Sunday after the show. What I piece of luck!!, 
he just happened to walk in the pub to go to the toilet!!, so came and sat 
with us, brought us all a drink and had a chat. This game is AWESOME!! when 
its released early next year nothing will be close to it trust me!. 


Monday Night - SONY Party 


What can Լ say, what a WICKED Night! (James Russell - SCEE thanks for the 
ticket :-) ), Faithless live PA, free drinks ե food (Those mini cheese 
burgers, uuuuuummmm!!). SONY do know how to PARTY :-) 


Well I'll be putting up my Yaroze Web Site shortly along with pictures from 
the show, also the EXCLUSIVE Preview of BLACK & WHITE which I have recorded 
on _DVSEaM seve e Sisxs 6 Watch this Space. Shout out to all the guys I was 
hanging/Met with during the show days..: 


Nick Ferguson 
Stuart Macdonald 
DEnnis Brinkhuis 
Mr Frosty 

Andy 

James Russell 
Robert Shand 
Robert Swan 


And all who I've forgotten (Sorry) 


Derrick Bailey (AKA: DeL) 


Aaron Gandaa wrote in message <7r53koS$23b8@chuka.playstation.co.uk>... 
>ECTS....hmmm....disappointing to say the least. 
> 

>Wasn't really impressed by very much, but Soul Caliber on the Dreamcast is 
a 

>dark game. Liked it enough to even consider buying one. While the show in 
>itself was crap the parties were pretty good. I didn't get to the Sega 
>party...damn, but got to the Sony one after being crushed in the rush for 
>tickets. 

>All I can say is Faithless, Wipeout 3 and free alcohol, a combination which 
>is bound to lead to disaster...it did and I got completely mashup. 

>But I'll still be doing it again same time next year. 

> 


> 
> 
> 


-—-MESSAGE FILE 5875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04599 


—-MESSAGE FILE 5876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004600 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Pocketstation =?iso—-8859-1?7Q?=A332=2E99?=, September release?!?!? 
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Date: Wed, 08 Sep 1999 17:34:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <37D68FFC.3F56E21A@breathemail.net> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: 194.176.208.185 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


Hi, 

I was looking at my Mum's Great Universal Shopping catalogue, and on 
the Playstation page, it had a picture of the Pocketstation, and said 
£32.99 available September! 


I was under the impression that Sony Japan still couldn't keep up with 
JPN demand and thus rest of the world release was unconfirmed. Although 
I think I remember reading a rumour ages ago at ign.com that Europe was 
more likely to get them before U.S. since European demand would be less 
than U.S. 


At least I know what to get for my Birthday/ Masters graduation now ;) 


Speaking of Masters (sorry tenuous link) but could ppl please (if they 
have time) download and play my game at 


http://www.netyaroze-europe.com/~admars/ 


It's unfinished at the mo, but playable. 

It's a kind of 3d tetris puzzle game, where you have to build a tower 
from falling blocks. It's only one player at the moment. There's also a 
PC OpenGL conversion to download. 


I'd appreciate feedback, 'cos that gives me more to write about for my 
MSc project report :) 


Cheers 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 5876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04600 


—-MESSAGE FILE 5877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004601 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: GUI and Widget Library 

Date: Thu, 9 Sep 1999 00:17:28 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7r7g5j$23b12@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A9CFC1.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1464 scee.yaroze.freetalk.english 
:4601 


Starting on a GUI windowing library for the Yaroze, so that you can make 
windowed applications with unlimited desktop space on the Yaroze. 


Anyone interested or care? 


Nathan 
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—-MESSAGE FILE 5877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04601 


-—-MESSAGE FILE 5878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004602 

Path: chuka.playstation.co.uk!vincent.ket 

From: vincent.ket@student-kmt.hku.nl (vincent) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... DEnnis.. 

Date: Thu, 9 Sep 1999 09:58:40 +0200 

Organization: hku 

Lines: 63 

Message-ID: <19990909095840239281@[192.87.216.211]> 
References: <936565931.1478197387@news.playstation.co.uk> 
NNTP-Posting-Host: 192.87.216.211 

X-Newsreader: MacSOUP 2.2b5 


Hi All, 


I feel this is going to be a rather long one, so be prepared. 
Personally I have to agree with a disapointing ECTS. My personal 
highlight was the meeting and hanging around with the other NY-guys. 


— NINTENDO: 

I expected a lot of DonkeyKong64, Jet Force Gemini and Perfect Dark. And 
each of them was a disapointment to me. Maybe I did expect to much of 
them. DK64 was not more special then Marioland64, Zelda64 or even Spiro3 
in my opinion. Like last year I still think the ColourGB lacks of real 
attitude. The coulours are pale and limited, the hardware is just a 
little to slow for some games and a lot of the games are like cheap 
shareware. I must say that I did have a lot of fun with Super Buster 
Bros (if I'm right). I don't think I would buy the game but for a 
4-player arcade-play it was pretty good! 

I also noticed that Nintendo put some better-looking girls in their 
booth compared to last year. Last year the girls were actualy scaring me 
of at Nintendo. But this time, the silver-shirted girls were very 
atractive. 

But like last year, no freebee's or gimmicks. Last year I did get a free 
Nintendo Polo, but this year I even had trouble getting a press-pack.. 
even with a Press-card! 


- NEOGEO: 

An interesting gadget. Although rather overpriced as far as I 
understood. I don't think I'd buy a handheld-system for the same money 
that I would have to pay for a N64 or a PSX. 

The brochure said it would last for 40 hours on one set of batteries, 
well that is impressive... if true. 

Screen-quality was far better than Nintendo's Colour-gameboy, although I 
had the impression of seeing some ging-quality GB's with far better 
coulours and smaller Pixels. These GB's were far better but probably 
expensive as well. 
The system felt well and the D-pad was a lot better comapred to the GB. 
The games were a little to far-east-oriented, but that could change. 


- SONY: 

Like always, Sony had the most (and probably the best) freebee's. That 
started with keyholders and stickers, until T-shirts, Mousepads and 
wipeout Bags. Since they spread a lot of stuff, you will also see greed 
turning up. Here I can't exclude myself. I came off with 2 nice shirts 
and a PSX-bag, but was still a little disapointed I did not get a 
Wip3o0ut shirt or bag. I know, I'm scum.. 

The girs are actually rather ok at Sony and so this year as well. 
Although they start up nice and giving a lot of stuff, in the end they 
see the greed and get fed up with it. If you want, you could ask fora 
specific freebee during the first day, the second day will already be 
harder and the last day, only the nice girls still can take it. 

The PSX2 movie was rather impressive on a large screen, although the 
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"room" was really hot. Actually the whole stand was really hot... 
Again!! It was good that you could get free drinks.... 


well. Study starts again.. 


I'll finish this one later.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04602 


-—-MESSAGE FILE 5879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004603 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Thu, 9 Sep 1999 11:18:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <7r817i$23b14@chuka.playstation.co.uk> 
References: <936565931.1478197387@news.playstation.co.uk> 
NNTP-Posting-Host: dialup137-108.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi all, 


God, Scotland's so much colder than London. Brrr! I hope my US Dreamcast 
arrives before the weekend. What else? Oh yeah, ECTS... 


Highs: 


- Black and White preview and chat with Peter Molyneux 

- Meeting the NY "crew" by Westwood's stand. Big shout to the BOYZZZZZZZ! 
(ahem) 

- Eating out a lot 

- Dreamcast looking GREAT (esp. Soul Calibur and HOTD2) 

- Perfect Dark, despite being the hoary old E3 demo 

- Getting RESPECT as a semi-bonafide member of the press! 

- People knowing Loonygames and saying "Hi!" etc :) 

— Not meeting anyone from Rare ;) 

- Free food and drink (thanks, Sony) 

- Joytech girls, and those Union Jack "tops" - WOOO! 

— Seeing lots of "famous" industry people 

- Interplay's piss-take video screening 

- Freebies (inc. Sony bag, t-shirts and demo CDs) 

- Mr Frosty helping out a damsel (read: babe) in distress. The picture in 
her wallet was her brother, man! 


Lows: 


- Hot, hot, hot Sony stand! 

- Not blagging a free Neo-Geo 

- Tiredness (read: being an unfit geek) 

- Spending too much 5555 

- Not being able to hear many of the games 

- Not as many fit/willing/drunk/matronly* women as last year 

— Not getting enough pictures of the show (see above) 

- Not getting to see GTA2 in action 

— Getting up *gasp!* before 10am 

- Not seeing even a whisker of Miyamoto, the wily midget 

- Too many pimple-faced kids getting in. Call security! 

- No Get Bass or Shen Mue (indeed, no official Sega presence in general) 
- Londoners (no offence) 

- DEnnis getting a letter in EDGE (it had to happen eventually) 
- Did anyone really WANT those PlayStation black plastic bags? 
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SPECIAL ECTS WEIRDO AWARD: That malformed chick in the PlayStation ad (Bob 
Shand's girlfriend!) 


The lows seem to outnumber the highs, so it must have been a crap show. But 
I enjoyed myself! Eh? 


Nick's Notable Games (tm): 


(good/interesting) 

Rare's N64 trio (obviously), Gran Turismo 2, Giants, Resident Evil 3, Dino 
Crisis, Wip30ut, Soul Calibur, HOTD2, Trickstyle, Resident Evil GB, MDK 2, 
Messiah (again), Prince of Persia 3D, Konami's "Bemani" things, 'Korea Game' 
stand everyone (rightly) ignored, "kiddy software" (i.e. that PlayMobil 
farming thing), Un Jammer Lammy, TOTAL SOCCER GB!!!, Super Smash Bros, 
Shadowman, Rogue Spear, Micro Machines 4, Nassim Boxing, Mud n Blood 64, 
plus a whole lot I forget 


(crap/boring/disappointing/obviously pre-alpha) 

Titus' entire stand, a depressing number of racing games, Nintendo showing 3 
yr old games like Mario (WTF?), Turok Rage Wars, all the South Park games, 
and all uninspired genre clones (excluding Resident Evil 3, which has 
zombies), PC strategy/sim games i.e. Blue Byte Software, No Fear Racing, all 
of EIDOS' games and GTA2 (they wouldn't let me see them), C&C: Renegade, 
anything by the self-styled "Hex Heroes", and everything else. 


And with my wrath suitably vented ;) 
Nick F 


*delete as applicable 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 5879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04603 


-—-MESSAGE FILE 5880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004604 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Thu, 9 Sep 1999 11:19:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7r822b$23b15@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r0m90S768@chuka.playstat 
ion.co.uk> <7r53ko$23b8@chuka.playstation.co.uk> <7r6éh9aS23b9@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: modem-5.holmium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well, it was my first ECTS, so I can't make any comparisons, but there were 
a few games that did grab me. 
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Virgin had a few interseting games, if you could take the sauna-like heat 
for more than a few minutes. Messiah looks fantastic, if you're into 3rd 
person games. Evolva was interesting, but the levels looked a bit boring and 
samey. Earthworm Jim 3D finally finished, and looks as if it could be good. 


եռ 


Sony's stand was ok. Not being into racing games, I found Crash Team Racing 
fun, better than Speed Freaks anyway. International Track and Field wasn't 
bad until you got to the Hammer, then it was impossible ( did anyone that 
played it qualify ?). Found I couldn't score in This is Football ( we ended 
up cycling right through the goalkeeper in taking penalties ! ), I guess 
more playtime would possibly cure that. 


I got pretty hooked on Unreal Tournament in the Aureal 3D stand, where there 
was 3 linked machines, it played much smoother than Unreal, and the weapons 
felt better. Might satisfy until Team Fortress 2. 


Neo Geo Pocket was cool, I love the stick controller, but I didn't really 
see any games for it that grabbed me, maybe I missed something, I'll wait a 
bit and see what else comes out for it. 


Nintendo left me cold a bit. Jet Force Gemini looks like it could get really 
playable, but the areas I played seemed empty. Perfect Dark was Goldeneye 
with a new set of clothes. 


Ramble over. There's lots more to talk about, but this will do for now. 
Big hello to all the NY folk I met, hope there weren't too many hangovers 
after the Sony party. 

Stuart. 


-—-MESSAGE FILE 5880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04604 


—-MESSAGE FILE 5881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0004605 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Thu, 9 Sep 1999 12:47:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <7r86pmSmacl@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> 

NNTP-Posting-Host: p41s07a07.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——---=_NextPart_000_0028_01BEFAC1.85179560" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


Sona =_NextPart_000_0028 01BEFAC1.85179560 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


A BIG HELLO to everyone who attended - DEnnis + Team Parc, Bob Shand, = 
Stuart MacDonald, Nick F, James R, David Johnston, and many others - it = 
was great to finally meet you all! :-) 


My personal highlights? Don't worry, I'll keep it brief... 

a.. Peter Molyneux + Black and White 

b.. The SONY party!! =20 

c.. Seeing Miyamoto outside the show as I arrived on Sunday, and later 
on checking out games on the Nintendo stand! 

d.. The v. funny Interplay presentation. The games looked great too - 
even the Star Trek ones 

e.. Many cool games: Crash Team Racing, Toy Story, Wipeout 3, 
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Rollcage 2, DK 64... 

f.. Also cool, but scarily similar to originals: Perfect Dark, GT 2, = 
Spyro The Dragon 2... 
Things I'd rather forget... 

a.. My hotel room 

b.. The incredible pain and suffering I endured carrying around all = 
those freebies 

c.. Confusing Rayman 2 with Tonic Trouble while speaking to the nice = 
UbiSoft lady. I'm sorry! 

d.. The queue for SONY party tickets. "GET BACK YOU ANIMALS!!!!" 


Derek da Silva 


s= == = NextPart_000_0028_01BEFAC1.85179560 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 
<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY> 
<DIV><FONT size=3D2>A BIG&nbsp;HELLO to everyone who attended - <FONT=20 
size=3D2>DEnnis + Team Parc, Bob Shand, Stuart MacDonald, Nick F, James = 
R, David=20 
Johnston, &nbsp;and many others - </FONT>it was great to finally meet you 
all!=20 
:-) </FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2>My personal highlights?é&nbsp; Don't worry, I'll keep = 
it=20 
brief...</FONT></DIV> 
<UL> 
<LI><FONT size=3D2>Peter Molyneux +&nbsp; Black and White</FONT><FONT=20 
size=3D2></FONT></LI> 
<LI><FONT size=3D2>The SONY party!!&nbsp; </FONT></LI> 
<LI><FONT size=3D2>Seeing Miyamoto outside the show as I arrived on = 
Sunday, and=20 
later on checking out games on the Nintendo stand!</FONT></LI> 
<LI><FONT size=3D2>The v. funny Interplay presentation.&énbsp; The = 
games looked=20 
great too - even the Star Trek ones</FONT></LI> 
<LI><FONT size=3D2>Many cool games:&nbsp; Crash Team Racing, Toy = 
Story, Wipeout=20 
3, Rollcage 2, DK 64...</FONT></LI> 
<LI><FONT size=3D2>Also cool, but scarily similar to originals:é&nbsp; = 
Perfect=20 
Dark, GT 2, Spyro The Dragon 2...</FONT></LI></UL> 
<DIV><FONT size=3D2><FONT size=3D2>Things I'd rather = 
forget...</FONT></FONT></DIV> 
<UL> 
<LI><FONT size=3D2>My hotel room</FONT></LI> 
<LI><FONT size=3D2>The incredible pain and suffering I endured = 
carrying around=20 
all those freebies</FONT></LI> 
<LI><FONT size=3D2>Confusing Rayman 2 with Tonic Trouble while = 
speaking to the=20 
nice UbiSoft lady.&énbsp; I'm sorry!</FONT></LI> 
<LI><FONT size=3D2>The queue for SONY party tickets.énbsp; "GET BACK = 
YOU=20 
ANIMALS! !!!"</FONT></LI></UL> 
<DIV>&nbsp; </DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2>Derek da Silva</FONT></DIV> 
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<DIV>é&nbsp; </DIV> 
<DIV>é&nbsp; </DIV> 
<DIV>é&nbsp; </DIV> 
<DIV>énbsp; </DIV></BODY></HTML> 


seca = _NextPart_000_0028_01BEFAC1.85179560-- 


—-MESSAGE FILE 5881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04605 


—-MESSAGE FILE 5882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004606 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 09 Sep 1999 17:11:01 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <37d7e9eb.767868262@news.scea.sony.com> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1465 scee.yaroze.freetalk.english 
:4606 


>Starting on a GUI windowing library for the Yaroze, so that you can make 
>windowed applications with unlimited desktop space on the Yaroze. 

> 

>Anyone interested or care? 

> 

>Nathan 


Sounds neat, but how would it be used in a game? On menu screens 
perhaps? Or maybe it's meant to be used during development and not in 
the actual game? 


Scott 
—-MESSAGE FILE 5882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04606 


—-MESSAGE FILE 5883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004607 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Thu, 09 Sep 1999 18:44:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <37D7F20E.800E6B69@dma-—design. com> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


> 

> Hi all, 

> 

> God, Scotland's so much colder than London. Brrr! I hope my US Dreamcast 
> arrives before the weekend. What else? Oh yeah, ECTS... 


> — Not getting to see GTA2 in action 


Yeah, that was a bit shit. We knew nothing about it until reports 
started to filter back from ECTS - even the lead programmer was shunned 
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till someone recognised him. We were expecting it to be playable on the 
stand - decision by Take Two/Rockstar... :-/ 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04607 


—-MESSAGE FILE 5884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004608 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 9 Sep 1999 14:04:55 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <7r9013Smac3@chuka.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98ACAC51.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1466 scee.yaroze.freetalk.english 
:4608 


The intent is to make a gui that can be used for on Yaroze dev tools. The 
main reason I thought it up was for the WorldMaker program that I am working 
on right now. Basically it would handle the clicking of windows and buttons 
and such, much like the gtk lib used in Linux GUI dev. 


As I thought more about it last night (and I was tired!) I realized that it 
might even be possible to create a desktop with shortcuts to your favorite 
games (that would have to be recompiled with a new start address) using PSX 
File Server (unfinished) to transfer files from the hard drive. Even though 
it would not multi-task (no two games running at once), It would be nice to 
have all of those games waiting for a single click. The only downfall to 
this is that the exe have to be in PSX-EXE format and I think only 
codewarrior does that. Anyway, it would be an interesting project. 


Besides the above project, I will need the widget library no matter what. I 
have desided to keep the Worldmaker program on the Yaroze with a scrollable 
desktop environment. Then PSX File Server will be updated to handle the 
worldmaker requests and save files (and fix an annoying bug that causes a 
few people not to be able to use it!) and worldmaker will be born. 


Does anyone else have a use for buttons, windows, and the like? 


Nathan Miller 


—-MESSAGE FILE 5884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04608 


—-MESSAGE FILE 5885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004609 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Child exe processes 

Date: Thu, 9 Sep 1999 18:16:29 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7r9fcpSmac5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AAB459.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1467 scee.yaroze.freetalk.english 
:4609 
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Has anyone tried running other exe as child threads on the Yaroze. 

Apparently there is support in the libs for this, but I haven't seen it used. 
Does the process return normally, giving control back to the parent process? 
Does the stack get corrupted? Can you give the child process full control 
over the graphics process? Is there any info required to already be set up 
to run the child? 


Hope some of these have good answers :-) 


Nathan 


—-MESSAGE FILE 5885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04609 


—-MESSAGE FILE 5886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004610 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Want to learn Katakana? 

Date: Fri, 10 Sep 1999 03:01:59 +0000 

Organization: Identical Software 

Lines: 7 

Message-ID: <37D874A7.3F4B0659@identicalsoftware.com> 

References: <7pm0nq$8mo4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 207.60.36.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.2.5-22 i586) 


Nick Ferguson thanks for the link to the Katakana site. 

It helped with Rockman although I still haven't gotten all 
the menu items translated. (Now if I could just translate 
the text in the enhanced game mode.) 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 5886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04610 


—-MESSAGE FILE 5887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004611 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... DEnnis.. 

Date: Fri, 10 Sep 1999 07:36:19 +0200 

Organization: DEbri 

Lines: 115 

Message-ID: <ldxvv3g.6a3xbiailk2gN@al1-88-102.a1.nl1> 

References: <936565931.1478197387@news.playstation.co.uk> <19990909095840239281@[192 
.87.216.211]> 

NNTP-Posting-Host: al-88-102.al.nl 

X-Newsreader: MacSOUP 2.3 


vincent <vincent.ket@student—-kmt.hku.nl> wrote: 


Hi All, 


I feel this is going to be a rather long one, so be prepared. 
Personally I have to agree with a disapointing ECTS. My personal 
highlight was the meeting and hanging around with the other NY-guys. 


— NINTENDO: 

I expected a lot of DonkeyKong64, Jet Force Gemini and Perfect Dark. And 
each of them was a disapointment to me. Maybe I did expect to much of 
them. DK64 was not more special then Marioland64, Zelda64 or even Spiro3 


VVVVVVVVV VV 
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VVVVVVVVVVV VV 


in my opinion. Like last year I still think the ColourGB lacks of real 
attitude. The coulours are pale and limited, the hardware is just a 
little to slow for some games and a lot of the games are like cheap 
shareware. I must say that I did have a lot of fun with Super Buster 
Bros (if I'm right). I don't think I would buy the game but for a 
4-player arcade-play it was pretty good! 

I also noticed that Nintendo put some better-looking girls in their 
booth compared to last year. Last year the girls were actualy scaring me 
of at Nintendo. But this time, the silver-shirted girls were very 
atractive. 

But like last year, no freebee's or gimmicks. Last year I did get a free 
Nintendo Polo, but this year I even had trouble getting a press-pack.. 
even with a Press-card! 


Perfect Dark was to similar to Golden Eye, again... more of the same. 
Jet Force Gemini to childish. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


- NEOGEO: 

An interesting gadget. Although rather overpriced as far as I 
understood. I don't think I'd buy a handheld-system for the same money 
that I would have to pay for a N64 or a PSX. 

The brochure said it would last for 40 hours on one set of batteries, 
well that is impressive... if true. 

Screen-quality was far better than Nintendo's Colour-gameboy, although I 
had the impression of seeing some ging-quality GB's with far better 
coulours and smaller Pixels. These GB's were far better but probably 
expensive as well. 
The system felt well and the D-pad was a lot better comapred to the GB. 
The games were a little to far-east-oriented, but that could change. 


- SONY: 

Like always, Sony had the most (and probably the best) freebee's. That 
started with keyholders and stickers, until T-shirts, Mousepads and 
wipeout Bags. Since they spread a lot of stuff, you will also see greed 
turning up. Here I can't exclude myself. I came off with 2 nice shirts 
and a PSX-bag, but was still a little disapointed I did not get a 
Wip3o0ut shirt or bag. I know, I'm scum.. 

The girs are actually rather ok at Sony and so this year as well. 
Although they start up nice and giving a lot of stuff, in the end they 
see the greed and get fed up with it. If you want, you could ask fora 
specific freebee during the first day, the second day will already be 
harder and the last day, only the nice girls still can take it. 

The PSX2 movie was rather impressive on a large screen, although the 
"room" was really hot. Actually the whole stand was really hot... 
Again!! It was good that you could get free drinks.... 


Getting on again.. 


The Sony-party was good. Not half as good as it was last year. I must 
say that I did expect a smaller party. Here are the differences; 


1998 = 1999 

Bigger = Smaller 

Pulp = Faitless 

Glass with PSX-logo - Plasic cups 

15M buffet _ Hot snacks; fish 'n chips, mini cheeseburger.. 
Large Arcade = Few PXS'es and table-football 

home at 4 = home at 2 

Totally Drunk = Free T-shirt at leaving 


Kylie _ Nathalie 
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Great moment was having lot's of fun at the table-soccer with Demis 
Hassabis. My god... He can play! He did not loose one game! 


Back to the sony-booth... GTA2 was a bit dissapointing.. more of the 
same. Same for Spyro. Crash Team Racing was good. I liked the fact that 
somebody of Nauthy Dog (artist) gave me some hints and tips. 

Erzeig was a nice game, odd controls though. The other fighting-game had 
some bugs and got borring after a wile. The CrashBandicoot-—drink was 
nice! 


Anyhow... it was worth going.. 


Check out my Website later to see a full report.. 


DEnnis.. 


PS. I'd like to thank all the NY-members that came to the WestWood 
booth. I had a great time and my poersonal highlight was the fact of 
meeting you all again and our little adventure.. 
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—-MESSAGE FILE 5887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04611 


—-MESSAGE FILE 5888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004612 

Path: chuka.playstation.co.uk!debri 
From: debri@dds.nl (DEnnis Brinkhuis) 


> 
> 
> 
> 
> 
> 
> 
> 


I 


Vv 


References: 

ation.co.uk> 
NNTP-Posting-Host: 81-88-102.81.ու 
X- 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Fri, 10 Sep 1999 07:36:29 +0200 

Organization: DEbri 

Lines: 193 

Message-ID: <ldxvwe6.1jts28elig9k74NQal-88-102.al.n1> 
<936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 


Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Hi all, 


God, Scotland's so much colder than London. Brrr! I hope my US Dreamcast 
arrives before the weekend. What else? Oh yeah, ECTS... 


Highs: 


- Black and White preview and chat with Peter Molyneux 


still can't believe it!! 


— Meeting the NY "crew" by Westwood's stand. Big shout to the BOYZZZZZZZ! 
(ahem) 


Same here... 


> 


I 


- Dreamcast looking GREAT (esp. Soul Calibur and HOTD2) 


disagree. Like last year, no Sega booth and most games (not all) were 


a bit disapointing. 

Most disapointing was Sega World! It turned shit!! It was not worth the 
Subway-fee. Half the macines were gone and replaced by cheap 
fair-stands. The other half was crap, out of order or really old. 
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> — Perfect Dark, despite being the hoary old E3 demo 


You're kidding, not much new here. Although the Nintendo Press Pack gave 
the impression that they think they are god! 


> — Getting RESPECT as a semi-bonafide member of the press! 


Same here, but still rather disapointing what I had to do for 
Press-packs. 


> — People knowing Loonygames and saying "Hi!" etc :) 
YOU MAKE US KNOW!!!! 

> — Not meeting anyone from Rare ;) 

I'll keep shut 

> — Free food and drink (thanks, Sony) 

Same here, HEY NINTENDO WAKE UP!!!! 

> - Joytech girls, and those Union Jack "tops" - WOOO! 


Coumbawoumba.. have a look at my site later on to see what he's on 
about.. 


> — Seeing lots of "famous" industry people 

YEah! Peter, Demis.. I just missed the Nintendo-guy.. 
> — Interplay's piss-take video screening 

huh? 

> - Freebies (inc. Sony bag, t-shirts and demo CDs) 
Sorry I couldn't get you a FF8 shirt... 


> — Mr Frosty helping out a damsel (read: babe) in distress. The picture in 
> her wallet was her brother, man! 


huh 2 


> Lows: 
> 
> — Hot, hot, hot Sony stand! 


If only the girls would undress... next year girls in swimming wear! | 


> — Not blagging a free Neo-Geo 


I brought a pair of pliers the last day, but it didn't do it. I'm 
actually against that. 


> — Tiredness (read: being an unfit geek) 


I'm still feeling dead.. I expected to get in trouble with my sexdrift, 
but I just was to tired. 


> — Spending too much ՏՏՏՏ 
Not here, I spend less then expected.. 
> — Not being able to hear many of the games 


I couldn't see too much games either. I had to fight my way trough the 
brests at some stands.. 


> — Not as many fit/willing/drunk/matronly* women as last year 
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Yeah, I must say that my faforite girl this year was the 3DO-girl 

(military blonde). 

> — Not getting enough pictures of the show (see above) 

I'll help you out ;-) 

> — Not getting to see GTA2 in action 


The CD is utter crap. The cover said "GTA2 Demo" but it wasn't even a 
demo. 


> — Getting up *gasp!* before 10am 


We were at 9.45 every day at the show.. I was killing myself.. 


> — Not seeing even a whisker of Miyamoto, the wily midget 

I missed him as well, but Peter M made that up. 

> — Too many pimple-faced kids getting in. Call security! 

YEAH! And having Nintendo-badges... boykot Nintendo next year.. 


> - No Get Bass or Shen Mue (indeed, no official Sega presence in general) 


I think that was a hudge error, no seek for publicity right before their 
launce in Europe.. 


> — Londoners (no offence) 
No problem there... 


> — DEnnis getting a letter in EDGE (it had to happen eventually) 


> — Did anyone really WANT those PlayStation black plastic bags? 


Yeah, I didn't like them either but my girlfriend thought it was the 
best gimmick I had!! And I had a lot of gimmicks!! 

Airhostess always carry 2 pair of shoes, she will use the bag to put the 
shoes in wile they are in her proper bag. 


> SPECIAL ECTS WEIRDO AWARD: That malformed chick in the PlayStation ad (Bob 
> Shand's girlfriend!) 


Malformed? Hmm, I've seen a lot of malformed girls.. Remember the Empire 
girl? And the unionjack girls? That was mallformed as well, but that 
would not be any problem for me.... for one night.. 


> The lows seem to outnumber the highs, so it must have been a crap show. But 
> I enjoyed myself! Eh? 


It's still a nice show, but less than last years show... 


> Nick's Notable Games (tm): 

> 

> (good/interesting) 

> Rare's N64 trio (obviously) 

disagree 

> Gran Turismo 2 

disagree 

> Giants, Resident Evil 3, Dino 

> Crisis, Wip30ut, Soul Calibur, HOTD2, Trickstyle, Resident Evil GB, MDK 2, 
> Messiah (again), Prince of Persia 3D, Konami's "Bemani" things, 'Korea Game' 
> stand everyone (rightly) ignored, "kiddy software" (i.e. that PlayMobil 

> farming thing), Un Jammer Lammy, TOTAL SOCCER GB!!!, 

no comment 

> Super Smash Bros, 

agree 

> Shadowman, Rogue Spear, 
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no comment 
> Micro Machines 4, 

agree, athoug it's still bugged!!! 

When 2 players leave the track, the one that stays on losses, that's 
still crapp!!! 


> Nassim Boxing, Mud n Blood 64, 
> plus a whole lot I forget 
no comment 


(crap/boring/disappointing/obviously pre-alpha) 


Page 


Titus' entire stand, a depressing number of racing games, Nintendo showing 3 
yr old games like Mario (WTF?), Turok Rage Wars, all the South Park games, 


zombies), PC strategy/sim games i.e. Blue Byte Software, No Fear Racing, 
of EIDOS' games and GTA2 (they wouldn't let me see them), C&C: Renegade, 
anything by the self-styled "Hex Heroes", and everything else. 

agree.. 


> 
> 
> 
> and all uninspired genre clones (excluding Resident Evil 3, which has 
> 
> 
> 


DEnnis.. 


all 


3799 


—-MESSAGE FILE 5888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04612 


—-MESSAGE FILE 5889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004613 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Fri, 10 Sep 1999 07:36:51 +0200 

Organization: DEbri 

Lines: 25 

Message-ID: <ldxvyue.ldtdpsopfdf0kN@al-—88-102.a1.nl1> 


References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 


ation.co.uk> <37D7F20E.800E6B69@dma-—design. com> 
NNTP-Posting-Host: 81-88-102.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Brian Baird <brian@dma-design.com> wrote: 


> Nick Ferguson wrote: 

>> 

> > Hi all, 

>> 

> > God, Scotland's so much colder than London. Brrr! I hope my US Dreamcast 
> > arrives before the weekend. What else? Oh yeah, ECTS... 

> 

> > — Not getting to see GTA2 in action 

> 

> Yeah, that was a bit shit. We knew nothing about it until reports 

> started to filter back from ECTS - even the lead programmer was shunned 
> till someone recognised him. We were expecting it to be playable on the 
> stand - decision by Take Two/Rockstar... :-/ 

I missed you Brain!!! I hoped you would come to the westwood stand as 


well. GTA and London GTA were my bast games for a long time, I had put 
my bets on GTA2 but actually I've went on to Driver now... 


Can you believe that I've lived in the survival mode for... over 11 


DEnnis.. 


—-MESSAGE FILE 5889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04613 


—-MESSAGE FILE 5890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004614 
Path: chuka.playstation.co.uk!debri 


Net Yaroze newsgroups message dump.txt Page 3800 


From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Fri, 10 Sep 1999 07:37:14 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldxvz32.1lg4yehtlhee8j7N@al-88-102.al.nl1> 

References: <936565931.1478197387@news.playstation.co.uk> <7r0m90S768@chuka.playstat 
ion.co.uk> <7r53ko$23b8@chuka.playstation.co.uk> <7r6h9aS$23b9@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: 81-88-102.81.ոլ 

X-Newsreader: MacSOUP 2.3 


DeL <derrick@jdcom.freeserve.co.uk> wrote: 


> What can I say, what a WICKED Night! (James Russell - SCEE thanks for the 
> ticket :-) ), Faithless live PA, free drinks & food (Those mini cheese 

> burgers, uuuuuummmm!!). SONY do know how to PARTY :-) 

> 


Yes they do know how to party, but they showed that last year. If you've 
seen last years party, this wasn't impressive.. 


DEnnis.. 


PS. Can't wait to see your site.. 
—-MESSAGE FILE 5890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04614 


—-MESSAGE FILE 5891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004615 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pocketstation =?1S0O-8859-1?70?=A332=2E99=2C?= September 


Date: Fri, 10 Sep 1999 07:37:43 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldxvzd7.93rl2v15xpOngN@al-—88-102.al1l.nl1> 
References: <37D68FFC.3F56E21A@breathemail.net> 
NNTP-Posting-Host: al-88-102.al.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


Al <admars32@breathemail.net> wrote: 


Hi, 

I was looking at my Mum's Great Universal Shopping catalogue, and on 
the Playstation page, it had a picture of the Pocketstation, and said 
£32.99 available September! 


VV V V V 


Be carefull!! There is also a non-colour version around and availeble. 
Officially not availeble in Holland, just import. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 5891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04615 


—-MESSAGE FILE 5892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004616 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pocketstation =?iso—-8859-1?0?=A332=2E99?=, Septemberrelease?!?!? 
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Date: Fri, 10 Sep 1999 10:27:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <37D8CEE5.122FO0EQA@reading.ac.uk> 
References: <37D68FFC.3F56E21A@breathemail.net> <ldxvzd7.93rl2v15xp0ngN@al-88-102.al 
-nl> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


v 


£32.99 available September! 
Be carefull!! There is also a non-colour version around and availeble. 
Officially not availeble in Holland, just import. 


> 

> Al <admars32@breathemail.net> wrote: 

> 

> > Hi, 

>> I was looking at my Mum's Great Universal Shopping catalogue, and on 
> > the Playstation page, it had a picture of the Pocketstation, and said 

> 

> 

> 


There's a *colour* PocketStation? 
—-MESSAGE FILE 5892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04616 


-—-MESSAGE FILE 5893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004617 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Fri, 10 Sep 1999 12:22:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7rapd2Smac7@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: co3155.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick, that really is no way to talk about your Mother ! 


Bob 


>SPECIAL ECTS WEIRDO AWARD: That malformed chick in the PlayStation ad (Bob 
>Shand's girlfriend!) 
> 


—-MESSAGE FILE 5893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04617 


—-MESSAGE FILE 5894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004618 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... DEnnis.. 

Date: Fri, 10 Sep 1999 11:32:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7rb36qSmac8@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <19990909095840239281@[192 
-87.216.211]> <ldxvv3g. 6a3xbiailk2gN@al-88-102.al.nl> 
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NNTP-Posting-Host: dialup137-73.saqnet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Perfect Dark was to similar to Golden Eye, again... more of the same. 
> Jet Force Gemini to childish. 


I wouldn't knock JFG, myself. It might look a wee bit childish, but I assure 
you it's a fiendish game. In fact, people at Rare were worrying about it 
being too hard to complete. And PD's resemblance to Goldeneye is overtly 
noticable in that hoary old E3/ECTS demo (basically the first level)- the 
final version won't re-use the old Bond animations. And the many gameplay 
tweaks only really take off in the later levels, BTW... 


Just in case anyone else was underwhelmed by the Rare games. Heh heh! ;) 


Nick "name-drop" F 


—-MESSAGE FILE 5894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04618 


-—-MESSAGE FILE 5895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004619 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... DEnnis.. 

Date: Fri, 10 Sep 1999 16:41:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <37D926A8.5753382Bédma-—design. com> 

References: <936565931.1478197387@news.playstation.co.uk> <19990909095840239281@[192 
-87.216.211]> <ldxvv3g.6a3xbiailk2gN@al-88-102.al.nl> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 

> 

> GTA2 was a bit dissapointing.. more of the 
> same. 


The problem is that it's a sequel. It's *supposed* to be 'more of the 
same' in so much as it's got to hook the people who played the first 
game. Our 'brief' was to create a game similar in feel to GTA but much 
more 'freeform' & polished. I think we've succeeded in that. The 
missions are *much* more varied, the cities are very much more alive, 
the engine's got a kick into the '90s, and it *plays* nice. People here 
are really getting into it, even the guys who've slogged away on it for 
nearly two years - *we're* enjoying it, and that's got to be a good 
thing. It's damn good fun. It's definitely more the game we *wanted* to 
make first time round - but it's still not perfect. That's for GTA3 ;) 


What did you want out of it? Driver? Bah. :) 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04619 


—-MESSAGE FILE 5896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004620 
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Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Fri, 10 Sep 1999 18:13:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7rbdriSmacl0@chuka.playstation.co.uk> 
References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rapd2$mac7@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-7.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote in message 
news: 7rapd2$mac7@chuka.playstation.co.uk... 
> Nick, that really is no way to talk about your Mother ! 


Touche! 
END OF LINE 


FILE STATUS: CLOSED 


—-MESSAGE FILE 5896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04620 


—-MESSAGE FILE 5897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004621 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pocketstation £32.99, Septemberrelease?!?!? 

Date: Fri, 10 Sep 1999 20:08:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7rbldiS$macll@chuka.playstation.co.uk> 

References: <37D68FFC.3F56E21A@breathemail.net> <ldxvzd7.93rl2v15xp0ngN@al-88-102.al 
.ոլ» <37D8CEE5.122F0E0A@reading.ac.uk> 

NNTP-Posting-Host: modem-10.aspirin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> There's a *colour* PocketStation? 


Yeah, that sounds a bit suspect to me as well.... 


Stuart. 


—-MESSAGE FILE 5897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04621 


—-MESSAGE FILE 5898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004622 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pocketstation =?1ISO-8859-1?0?=A332=2E99=2C? 


Date: Sat, 11 Sep 1999 11:19:10 +0200 

Organization: DEbri 

Lines: 24 

Message-ID: <ldxxjmo.ggpf2qlqauqeoN@al-—88-103.al.nl> 

References: <37D68FFC.3F56E21A@breathemail.net> <ldxvzd7.93rl2v15xp0ngN@al-88-102.al 
.ոլ» <37D8CEE5.122F0E0A@reading.ac.uk> 
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NNTP-Posting-Host: 81-88-103.81.ոլ 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: MacSOUP 2.3 


Mark Green <Mark.Green@reading.ac.uk> wrote: 


> DEnnis Brinkhuis wrote: 

>> 

> > Al <admars32@breathemail.net> wrote: 

>> 

> > > Hi, 

>>> I was looking at my Mum's Great Universal Shopping catalogue, and on 
> > > the Playstation page, it had a picture of the Pocketstation, and said 
> > > £32.99 available September! 

> > Be carefull!! There is also a non-colour version around and availeble. 
> > Officially not availeble in Holland, just import. 

> 

> There's a *colour* PocketStation? 

You must be joking.... The colour Pocketstation was one of the few realy 


inovative new items at the ECTS.. Read the ECTS-reports. The screen is 
far better than the CGB and the batteries will last up to 40 hours!! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 5898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04622 


—-MESSAGE FILE 5899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004623 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Afterchat ECTS on ICQ 

Date: Sat, 11 Sep 1999 11:19:12 +0200 

Organization: DEbri 

Lines: 15 

Message-ID: <ldxysjp.54eapbm0y6daN@al1-88-103.al1.nl1> 
NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Hi All, 


The ECTS was great fun. Our Team always has a chat at sunday 22:00 hours 
EUR (9:00 PM UK). 

I'd like to invite you to join our chat wich probably will be merely 
about our ECTS experiances. 

My ICQ-number is: 


5667178 
Hope to see a lot of you!! 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 5899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04623 


—-MESSAGE FILE 5900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004624 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sat, 11 Sep 1999 11:26:26 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 142 

Message-ID: <7rdag8Smacl3@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: host5-99-54-29.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Right, here goes... 

Nick Ferguson <nickf@saqnet.co.uk> wrote in message 
news: 7r817i$23b14@chuka.playstation.co.uk... 

> Hi all, 


God, Scotland's so much colder than London. Brrr! I hope my US Dreamcast 
arrives before the weekend. What else? Oh yeah, ECTS... 


Highs: 


VVVVVVV 


- Black and White preview and chat with Peter Molyneux 


I only got to meet him for about 30 seconds, and all he said was "Hello 
friend". 


> — Meeting the NY "crew" by Westwood's stand. Big shout to the BOYZZZZZZZ! 


I wanted to, but we couldn't find it! AAAARGH! Sorry all you guys... I 
guess you just had to struggle without me ;-) 


> — Eating out a lot 
> — Dreamcast looking GREAT (esp. Soul Calibur and HOTD2) 


I agree, although I thought it was quite strange that it wasn't on a Sega 
stand.... 


> — Perfect Dark, despite being the hoary old E3 demo 


Never saw it (thank god) 


> — Getting RESPECT as a semi-bonafide member of the press! 

With my new ConsoleDomain job, that'll happen to me next year (I hope) 
> — People knowing Loonygames and saying "Hi!" etc :) 

Bugger. 

> — Not meeting anyone from Rare ;) 

Ooook, let's skip that one... 

> — Free food and drink (thanks, Sony) 

Damn, I never got any. Screw you sony! 

> - Joytech girls, and those Union Jack "tops" - WOOO! 


Hmmm, now that was a good sight. Did you see anyone go down the big slide, 
cos I did. And I played on the giant Connect 4... 


> — Seeing lots of "famous" industry people 
Only Peter for me... boo hoo... 

> — Interplay's piss-take video screening 
2-2:2 


> - Freebies (inc. Sony bag, t-shirts and demo CDs) 
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Yes, now they WERE good!! 1 didn't think I'd get THAT much stuff!! 

> — Mr Frosty helping out a damsel (read: babe) in distress. The picture in 
> her wallet was her brother, man! 

> 

> Lows: 

> 

> — Hot, hot, hot Sony stand! 


Fuck yes, it was wasn't it. 


> — Not blagging a free Neo-Geo 
> - Tiredness (read: being an unfit geek) 


չ-) 


> - Spending too much $$$$ 
> Not being able to hear many of the games 


True, esp. Final Fantasy VIII which has the best music in the world 


- Not as many fit/willing/drunk/matronly* women as last year 
- Not getting enough pictures of the show (see above) 

Not getting to see GTA2 in action 

- Getting սք *gasp!* before 10am 

— Not seeing even a whisker of Miyamoto, the wily midget 


VVVVYV 
| 


He never turns up, does he? 


> — Too many pimple-faced kids getting in. Call security! 


Right, that's it. Yes, I got in, and so na-na-nana-na to you. Ssssh! 

> — No Get Bass or Shen Mue (indeed, no official Sega presence in general) 

> — Londoners (no offence) 

> — DEnnis getting a letter in EDGE (it had to happen eventually) 

> — Did anyone really WANT those PlayStation black plastic bags? 

> 

> SPECIAL ECTS WEIRDO AWARD: That malformed chick in the PlayStation ad (Bob 
> Shand's girlfriend!) 


She is SO malformed - it's scary 


> The lows seem to outnumber the highs, so it must have been a crap show. 
But 
> I enjoyed myself! Eh? 


True, but I enjoyed myself also. It was my first ECTS, and I liked it. 
My Faves: 


Final Fantasy VIII - god that game is good (I've now got it on US import) 
Sonic Adventure 

Um Jammer Lammy 

Pokemon (got it on US import) 

Watching the Konami Dancers on that Arcade Dancing Machine (the name escapes 
me) 

Playing MGS : SM 

Rogue Spear 


My Lows: 


Looking for a toilet for a few hours 
Prince of Persia 3D... 

Harvest Moon 64 (YUCK!!) 

Castlevania 2 

No Net Yaroze stand!! 


Bye now, 


Ed չ-) 
edfear@epistaxis.co.uk 
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Lead Programmer - Epistaxis Studios 
www.epistaxis.co.uk 
www.consoledomain.com 


—-MESSAGE FILE 5900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04624 


—-MESSAGE FILE 5901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004625 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pocketstation £32.99,Septemberrelease?!?!? 

Date: Sat, 11 Sep 1999 11:49:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7rdc39Smacl4@chuka.playstation.co.uk> 

References: <37D68FFC.3F56E21A@breathemail.net> <ldxvzd7.93rl2v15xp0ngN@al-88-102.al 
-nl> <37D8CEE5.122F0EQ0A@reading.ac.uk> <ldxxjmo.ggpf2qlqauqeoN@al-88-103.al.nl1> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


You sure that wan't the NeoGeo, I certainly didn't see anything like that on 
the Sony Stand, and I would imagine that would be a BIG announcment from 
Sony? 


The "Original" pocketstation certainly doesn't have a better screen than the 
CGB being so small and all... 


Nigel 


> You must be joking.... The colour Pocketstation was one of the few realy 
> inovative new items at the ECTS.. Read the ECTS-reports. The screen is 
> far better than the CGB and the batteries will last up to 40 hours!! 


—-MESSAGE FILE 5901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04625 


—-MESSAGE FILE 5902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004626 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sat, 11 Sep 1999 11:54:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7rdcbvSmacl15@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8$macl3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> > — Black and White preview and chat with Peter Molyneux 


I'm supprised he managed to get into the place, did they have to widden the 
doors for his Ego, for a man that hasn't done anything decent since Populous 
2 he seems to be in the press a lot, I suppose Black & White could be good 
but I've not seen it yet. 
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Nigel. 
Don't bother to flame me saying how great he is... please it's just a waste 
of time 


—-MESSAGE FILE 5902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04626 


-—-MESSAGE FILE 5903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004627 

Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sat, 11 Sep 1999 17:56:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7relkuSmacl6@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8Smacl3@chuka.playstation.co.uk> <7rdcbvSmacl5@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: modem-21.angler.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


HHhhmm, well I suppose that's your opinion, but then as your sir name 
SUGGESES ise Se we ered ն (Don't take it personally). 


Nigel Critten wrote in message <7rdcbv$macl15@chuka.playstation.co.uk>... 

>> > - Black and White preview and chat with Peter Molyneux 

> 

>I'm supprised he managed to get into the place, did they have to widden the 
>doors for his Ego, for a man that hasn't done anything decent since 
Populous 

>2 he seems to be in the press a lot, I suppose Black & White could be good 
>but I've not seen it yet. 


> 

>Nigel. 

>Don't bother to flame me saying how great he is... please it's just a waste 
>of time 

> 

> 


—-MESSAGE FILE 5903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04627 


-—-MESSAGE FILE 5904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004628 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sat, 11 Sep 1999 19:16:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7re6ap$Smacl7@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8Smacl3@chuka.playstation.co.uk> <7rdcbvSmacl5@chuka.playstation. 
co.uk> <7relkuSmacl6@chuka.playstation.co.uk> 

NNTP-Posting-—Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ah I see you are playing on the fact that my "Surname" is Critten and that 
sounds a bit like cretin (spelt and pronounced differently of course), but 
my statement wasn't cretinous at all (And my thyroid is fine thanks for 
asking ;) 
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Oh and BIW I've never heard that one before :) 


And you have a dig at my surname and I'm not supposed to take it personally, 
OK I won't, you obviously worship Peter, maybe he should have his own God 
game... 


As you say I do have my opinion, and I've met the bloke 
Nigel Critten (If you pronounce it as you would Written you will be fine) 


DeL <derrick@jdcom.freeserve.co.uk> wrote in message 

news: 7relkuSmacl6@chuka.playstation.co.uk... 

> HHhhmm, well I suppose that's your opinion, but then as your sir name 
> SUGGSESES us ss s Sete’, 6 (Don't take it personally). 


--MESSAGE FILE 5904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04628 


--MESSAGE FILE 5905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004629 

Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sat, 11 Sep 1999 21:26:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7redtuSmacl18@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8Smacl3@chuka.playstation.co.uk> <7rdcbvSmacl5@chuka.playstation. 
co.uk> <7relkuSmacl6@chuka.playstation.co.uk> <7re6ap$macl7@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-112.potassium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel, No hard feelings man :-) the "sir name" bit is a joke, yes I can 
spell correctly (when sober). You must excuse my very warped sense of 
humour at times. 


Its nice to hear my joke was new to you!. Anyway I don't really consider 
myself I PM fan I just admire the man for his current achievements within 
the industry, his "AI talents" to me are amazing, if you had seen the depth 
of Black & White, you may then agree with my statement. As for his attitude, 
well he was fine with us, brought us all a drink & everything. Maybe when 
you spoke to him you had caught him on the wrong day or something. 


Nigel Critten wrote in message <7re6apSmacl7@chuka.playstation.co.uk>... 
>Ah I see you are playing on the fact that my "Surname" is Critten and that 
>sounds a bit like cretin (spelt and pronounced differently of course), but 
>my statement wasn't cretinous at all (And my thyroid is fine thanks for 
>asking ;) 

> 

>Oh and BTW I've never heard that one before :) 

> 

>And you have a dig at my surname and I'm not supposed to take it 
personally, 

>OK I won't, you obviously worship Peter, maybe he should have his own God 
>game... 

> 

>As you say I do have my opinion, and I've met the bloke 

> 

>Nigel Critten (If you pronounce it as you would Written you will be fine) 
> 

>DeL <derrick@jdcom.freeserve.co.uk> wrote in message 

>news: 7relkuS$macl6@chuka.playstation.co.uk... 

>> HHhhmm, well I suppose that's your opinion, but then as your sir name 
>> Suggest, առա Sense See es (Don't take it personally). 

> 

> 

> 
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—-MESSAGE FILE 5905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04629 


—-MESSAGE FILE 5906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004630 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sun, 12 Sep 1999 11:09:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7rfu7pS$g0d2@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8Smacl3@chuka.playstation.co.uk> <7rdcbvSmacl5@chuka.playstation. 
co.uk> <7relkuSmacl6@chuka.playstation.co.uk> <7re6ap$macl7@chuka.playstation.co.uk> 
<7redtu$macl18@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-121.calcium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> well he was fine with us, brought us all a drink & everything. 


Ah, the quickest way to a yarozers heart: beer. 


—-MESSAGE FILE 5906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04630 


—-MESSAGE FILE 5907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004631 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Sun, 12 Sep 1999 23:22:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7rh9h1$g0d4@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8$macl3@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-34.buproprione.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed Fear wrote in message <7rdag8$macl3@chuka.playstation.co.uk>... 


>Watching the Konami Dancers on that Arcade Dancing Machine (the name 
escapes 

>me) 

Yep, the bizzare thing was seeing them on the Tuesday night in Sega World 
on the same machine - wasn't 3 solid days of it enough!!!! 


—-MESSAGE FILE 5907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04631 


—-MESSAGE FILE 5908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004632 

Path: chuka.playstation.co.uk!news 

From: "DeL" <derrick@jdcom. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Mon, 13 Sep 1999 06:16:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 17 

Message-ID: <7rilft$g0d5@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8$macl3@chuka.playstation.co.uk> <7rh9h1l$g0d4@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: modem-173.naso-tang.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Stuart how was it @ Sega World, sorry I ducked out & went home, I was 
knackered! 


stuart @macdonald4798.freeserve.co.uk wrote in message 
<7rh9hl$g0d4@chuka.playstation.co.uk>... 

> 

>Ed Fear wrote in message <7rdag8$macl3@chuka.playstation.co.uk>... 

> 

>>Watching the Konami Dancers on that Arcade Dancing Machine (the name 
>escapes 

>>me) 

> Yep, the bizzare thing was seeing them on the Tuesday night in Sega World 
>on the same machine - wasn't 3 solid days of it enough!!!! 

> 

> 


—-MESSAGE FILE 5908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04632 


—-MESSAGE FILE 5909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0004633 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pocketstation =?1ISO-8859-1?0?=A332=2E99=2CSeptemberrelease=3F ?= 
?I1SO-8859-170?!=3F!=3F? 

Date: Mon, 13 Sep 1999 09:23:53 +0200 

Organization: DEbri 

Lines: 23 

Message-ID: <ldylhzn.qOrhodllcleleN@al-—88-131.al.nl1> 

References: <37D68FFC.3F56E21A@breathemail.net> <ldxvzd7.93rl2v15xp0ngN@al-88-102.al 

-nl> <37D8CEE5.122F0EQ0A@reading.ac.uk> <ldxxjmo.ggpf2qlqauqeoN@al-88-103.al.n1l> <7rd 

c39$macl4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 


> inovative new items at the ECTS.. Read the ECTS-reports. The screen is 
> far better than the CGB and the batteries will last up to 40 hours!! 


> You sure that wan't the NeoGeo, I certainly didn't see anything like that on 
> the Sony Stand, and I would imagine that would be a BIG announcment from 

> Sony? 

> 

> The "Original" pocketstation certainly doesn't have a better screen than the 
> CGB being so small and all... 

> 

> Nigel 

> 

> > You must be joking.... The colour Pocketstation was one of the few realy 

> 

> 


AAAAAAaaaaahhh Now I understand... Sony and Neogeo both have a 
Pocketstation. The Neogeo Pocketstation is the one I'm talking about.. 
My error... 


Sorry.. 
DEnnis.. 


—-MESSAGE FILE 5909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04633 
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-—-MESSAGE FILE 5910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004634 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Mon, 13 Sep 1999 09:24:11 +0200 

Organization: DEbri 

Lines: 36 

Message-ID: <ldy2bad.1jqw0lviljwyeN@al-—88-131.al.nl1> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8Smacl3@chuka.playstation.co.uk> <7rdcbvSmacl5@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 
> > — Black and White preview and chat with Peter Molyneux 


> 
> 
> I'm supprised he managed to get into the place, did they have to widden the 
> doors for his Ego, for a man that hasn't done anything decent since Populous 
> 2 he seems to be in the press a lot, I suppose Black & White could be good 

> but I've not seen it yet. 

> 

> 

> 

> 


Nigel. 
Don't bother to flame me saying how great he is... please it's just a waste 
of time 


I can understand your opinion towards him. It's just the fact that he's 
got this great reputation and he's media-mad. 

He did some impressive work in the past at Bullfrog and he's one of the 
insiders at the top that does show his opinion towards the industry. 

As you might have understood, Black & White was deffinetly the best game 
I saw during the ECTS and no games looked impressive anymore after 
seeing B&W. 
I must correct you on the Ego as well. One of my friends knows him 
rather well and he told as well that this man has the ego of a king, but 
when we met him, he wasn't this way at al. 

He came into a pub to go to the toilet, we asked him to join us for a 
drink, and we all thought he would take off. It even looked like he was 
going to take off. 

But he didn't, instead, he joined us and we had a great chat. He didn't 
have much time so he invited us over the next day to come to his hotel. 
This does not sound like a man with a giant ego to me. He invited about 
10 strangers he'd never saw before! 

Then when he showed us the game, he did say how good he liked it, but he 
wasn't actually bragging about it. I think this is a guy we can learn 
something of, and with me there are a lot others who agree I suppose. 


DEnnis.. 
—-MESSAGE FILE 5910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04634 


—-MESSAGE FILE 5911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004635 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What is Gameplay... 

Date: Mon, 13 Sep 1999 09:24:28 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl1> 
NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Hi, 


It seems that on interviews some questions are favorite. In a lot of 
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interviews I got the question; 
"Describe GAMEPLAY to us" 


It seems to me that this is one of those words that everybody thinks 
different about, just like "MultiMedia"... 


The best descrription I had was: 


"Gameplay is a balance between achievement and reward". Every time you 
set a sertain achievement, you'll get rewared. 
The further you get, the harder it will be but the better the reward. 


Anybody out there with a clear description of Gameplay? 
Or anybody with more questions from interviews that are worth 
mentioning? 


DEnnis.. 
—-MESSAGE FILE 5911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04635 


—-MESSAGE FILE 5912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004636 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS Pictures!!!! 

Date: Mon, 13 Sep 1999 09:24:46 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldy2c2q.wvvl4bcsz4auN@al1-88-131.al.nl1> 
NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Go to my page and click on the DEnnis-logo or go to the TeamParc-page 
and click on the burning Team-Parc-logo... 


http://come.to/debri 
http://go.to/teamparc 


Cheers, 


DEnnis.. 


PS. I'm still working on the page for the thirth day.. 
—-MESSAGE FILE 5912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04636 


—-MESSAGE FILE 5913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004637 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Mon, 13 Sep 1999 09:43:39 +0200 

Organization: DEbri 

Lines: 10 

Message-ID: <ldy2dlv.1xno7uw7iajp1N@al-—88-131.al.nl1> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8$macl3@chuka.playstation.co.uk> <7rh9h1l$g0d4@chuka.playstation.c 
o.uk> <7rilftS$g0d5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-131.81.ոլ 

X-Newsreader: MacSOUP 2.3 


DeL <derrick@jdcom.freeserve.co.uk> wrote: 


> Hi Stuart how was it @ Sega World, sorry I ducked out & went home, I was 
> knackered! 
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> 


SegaWorld sucks!! Last year was 5 times better. It's becomming a cheap 
fair.. More loss for Sega! 


DEnnis.. 
—-MESSAGE FILE 5913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04637 


—-MESSAGE FILE 5914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004638 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: how do you do, PS2? 

Date: Mon, 13 Sep 1999 12:04:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7rilo6é$g0d7@chuka.playstation.co.uk> 
NNTP-Posting-Host: p8Ds10a07.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


http://www.playstation-europe.com/ 


Launch details, pictures of the ugly beast itself, plus reaction from 
European developers, including everyone's favourite industry guru - Peter 
Molyneux... 


Derek 


—-MESSAGE FILE 5914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04638 


—-MESSAGE FILE 5915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004639 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Mon, 13 Sep 1999 14:41:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7riuklSg0d8@chuka.playstation.co.uk> 
References: <7rilo6$g0d7@chuka.playstation.co.uk> 
NNTP-Posting-Host: is3125.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


> 
>Launch details, pictures of the ugly beast itself, 


I must say not what I was expecting in the looks department. I was hoping 
for a silver kind of thing like a lot of the Discmans. 


I don't like the new PS2 logo, althought I noticed that the orgional logo 
was on the front of the drive door. 


Maybe it'll grow on me, maybe.... 


Bob 
298rcs@tay.ac.uk 


—-MESSAGE FILE 5915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04639 
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-—-MESSAGE FILE 5916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004640 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ACE! 

Date: Mon, 13 Sep 1999 15:14:33 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <37DD06C9.80700B5E@scee.sony.co.uk> 
References: <7rilo6$g0d7@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 
X-Accept-Language: en-GB, en, en-* 


DVD playable, internet connectivity, backwards compatibility... Sounds rockin'! 


I've seen some hi-res screen shots on some site, the first few games look awesome (a 
lthough not 
Significantly better than DreamCast). 


Surprise to me about the name (I've been dealing with recent legal agreements for th 
e thing, and 

even THOSE didn't have the name in it!) and I think it looks neato. Sort of like a C 
ray or and SGI 

in a way. Even the devkit looks ace. 


For all those complaining about the lack of 4 controller ports, remember... USB mean 
s you can have 
as many as you like! 


ACE 

James 

== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Who were the Beta Testers for Preparations A through G??? 
—-MESSAGE FILE 5916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04640 


—-MESSAGE FILE 5917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004641 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ACE! 

Date: Mon, 13 Sep 1999 17:05:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <37DD20E0.3CC34F20@dma-—design.com> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DD06C9.80700B5E@scee.sony.co.uk 
> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


James Russell wrote: 
> 
> DVD playable, internet connectivity, backwards compatibility... Sounds rockin'! 
> 


Net Yaroze newsgroups message dump.txt Page 3816 


> I've seen some hi-res screen shots on some site, the first few games look awesome 
(although not 
> significantly better than DreamCast). 


I think the machine looks *horrible*, as does the logo. These things 
don't really matter. They *still* haven't explicitly said about it 
playing DVD movies - just that it has DVD video 'capabilities'. Unless 
you know something we don't, James :) 


And again, if Sega had announced a ‘network add-on', they'd be getting 
slagged off for it. *That* annoys me. 


> For all those complaining about the lack of 4 controller ports, remember... USB me 
ans you can have 
> as many as you like! 


Daisychaining like the 3D0? Ugh. 


Brian @ DMA 


[ All opinions & views are my own, not DMA's, yadda, yadda, yadda ] 
—-MESSAGE FILE 5917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04641 


—-MESSAGE FILE 5918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004642 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ACE! 

Date: Mon, 13 Sep 1999 17:31:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7rj8rk$g0d12@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DD06C9.80700B5E@scee.sony.co.uk 
> <37DD20E0.3CC34F20@dma-design.com> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I think the machine looks *horrible*, as does the logo. These things 


Not sure about the Logo, but the machine doesn't look that bad grown on me 
(Not as nice as looking as the 320 SGI :) and it looks like you can stand it 
on end to fit in a small space . nice. 


> > For all those complaining about the lack of 4 controller ports, 


remember... USB means you can have 
> > as many as you like! 
> 


> Daisychaining like the 3D0? Ugh. 


I would imagine not, it's more likely that it will be all HUB based, however 
as most HUBs only have 6 ports (4 on some) it does mean you will get an ugly 
mess when you try to plug the 100 or so controllers in :) 


I would like to see more games announced for it however, a nice Platformer 
for a change, none of the Playstation platformers are as good as their 
Nintendo rivals, and I would love them to dump the old controllers, they are 
not great for long stints, I would have never completed Zelda using one my 
thumb would have cramped up ages ago :) and as for Mario aghhh I can feel 
the pain, thankfully I didn't have to, the N64 controllers are a lot more 
comfortable, and developers seem to have gotten on better with the N64 
controllers, most games on the Playstation that support the Dual Shock still 
work better with the DPad, Micro Machines 4 being the latest example, 
completely unplayable with the analog (as one of the programmers said at 
ECTS) much better with the DPad, I could even stay on the track with the 
analog : ( 
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I Suppose you all think it's the best thing since sliced bread ;-) 


Nigel 


—-MESSAGE FILE 5918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04642 


—-MESSAGE FILE 5919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004643 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS: Viewpoint... 

Date: Mon, 13 Sep 1999 17:43:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7rj9irSg0d13@chuka.playstation.co.uk> 

References: <936565931.1478197387@news.playstation.co.uk> <7r817i$23b14@chuka.playst 
ation.co.uk> <7rdag8Smacl3@chuka.playstation.co.uk> <7rdcbvSmacl5@chuka.playstation. 
co.uk> <ldy2bad.1ljqw0lviljwyeN@al-88-131.al.nl> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


But he didn't, instead, he joined us and we had a great chat. He didn't 
have much time so he invited us over the next day to come to his hotel. 
This does not sound like a man with a giant ego to me. He invited about 
10 strangers he'd never saw before! 

Then when he showed us the game, he did say how good he liked it, but he 
wasn't actually bragging about it. I think this is a guy we can learn 
something of, and with me there are a lot others who agree I suppose. 


VV VV V V V 


Maybe it was just me, he probably took an immediate dislike to (yeah far to 
easy so don't bother). 


OK I'll admit that he is probably a great bloke but that wasn't the way he 
came across when I was speaking to him. Ho Hum : ( 


Nigel 


—-MESSAGE FILE 5919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04643 


-—-MESSAGE FILE 5920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004644 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ACE! 

Date: Mon, 13 Sep 1999 18:14:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7rjbcu$g0d14@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DD06C9.80700B5E@scee.sony.co.uk 
> <37DD20E0.3CC34F20@dma-—design.com> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Having now seen the HUGE pictures I must say I like the look of the PS2, 
it's makes such a change from the normal button each side with a CD in the 
middle that has become common. 


Still not sure about those controllers. 
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CTW is saying it has Movie playback but I've not read all the press stuff 
yet ? 


Nigel 


—-MESSAGE FILE 5920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04644 


-—-MESSAGE FILE 5921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004645 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Mon, 13 Sep 1999 17:40:29 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <37dd3438.1111125959@news.scea.sony.com> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs26.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'm glad they're going with a high-capacity 8M memory card. It 
boggles my mind that Dreamcast's is only 128k (the same as the current 
PS). Games end up taking a whole card which is just unbelievable. I 
didn't buy a second card for the Playstation until well into it's 
life, yet I've already got a second VMU. 


Now, here's hoping that save games for PS2 don't take 8 meg :) 


Scott 
—-MESSAGE FILE 5921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04645 


—-MESSAGE FILE 5922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004646 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ACE! 

Date: Mon, 13 Sep 1999 18:54:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7rjdrp$g0d15@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DD06C9.80700B5E@scee.sony.co.uk 
> <37DD20E0.3CC34F20@dma-design. com> 

NNTP-Posting-Host: host62-6-2-120.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Personally i like the logo, but the console no way!!! It hidious!!! 
Looks like something from packard bell, sorry don't like packard bell. 


_Mark_ 


-—-MESSAGE FILE 5922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04646 


-—-MESSAGE FILE 5923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004647 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 
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Date: Mon, 13 Sep 1999 21:07:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <7rjlhh$g0d16@chuka.playstation.co.uk> 
References: <7rilo6$g0d7@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-150.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> http://www.playstation-europe.com/ 

> 

> Launch details, pictures of the ugly beast itself, plus reaction from 

> European developers, including everyone's favourite industry guru - Peter 
> Molyneux... 

> 

> Derek 


Right, I'll go through this point-by-point, from what other people have said 
so far (rather than post to each thread) and whatever else I think of. 


Firstly, the logo - the symbol by which the console will be recognised by. 
Personally, I don't think it matters, especially in the actual use of the 
machine. I don't really like the old PlayStation logo, but that didn't stop 
me getting one. The most recognisable advertising symbol of the PlayStation 
is 'Cross, Circle, Square, Triangle', and as these are being kept at least 
on the Dual Shock 2, the logo on the machine will not be too relevant. One 
good thing about the logo is that you can easily draw it!! ;) 


Secondly, the machine. Well, black looks pretty nice, goes with everything, 
and looks like my Yaroze - (turn to camera - stage left) nice! Right, the 
bluey bit's look a bit iffy, but they should grow on me. The overall thing 
that strikes me is that it looks too PC like, although a pretty nice PC. I 
suppose this is mainly due to the ability to stand vertically, instead of 
horizontally. Actually, I reckon the shape is based on my flat bed scanner, 
well, the over hang of console at the top. Hmmm, what else. Oh, yeah, I 
don't like the CD loader, 'tray-style' - PC, not nice. Another thing is that 
the button's look a bit strange, and it's odd how there's a power switch 
(1-0 one) on the side, and a power button on the front. 


Ok, now other stuff. 2 pad slots?!?! Bit amazing, especially the image it 
will confer to 'the casual gamer' (Edge 75-76 ;), who all whine "but the 
Dreamcast/N64 has got 4, the PS2 is shit...". I dunno how it will work with 
more than 2 people, mainly as we (read: "I") don't know any details about 
the pad, but if it's normal port/USB, then obviously, the two normal ports 
are only there for backwards compatibility, and use with multi taps etc, and 
the USB attaches to one of the 2 USB ports, then multiple pads are either 
daisychained or attached to some sort of hub. Someone complained about daisy 
chaining, but surely it would be more convenient than a multitap/hub, as 
you'd just stick the next pad into the latest pad plugged in, rather than 
into the hub, taking up less space. This also leaves less of a restriction, 
such as the 8 player one on the PSX. Although not possible in every game, it 
will allow a lot more multiplayer fun, in games such as Micro Machines, 
especially as the graphics in that are pretty simple, the number of cars at 
one time can be massive. Also, in sports, you could have one player for each 
player on the field/pitch. (Gonna stop here, sounding too much like 
advertising for Sony...) 


Finally, extras. Memory card: 8mb, although you could've had these ages ago, 
with all the third party mem cards, but now games can be certain of having 


8mb. Hopefully that will only be used for the user to have more games saved 
on one card, but most likely, it will be used by lazy programmers (all of 
us? ;) who can't be bothered to work out clever ways to store all the data 
needed, and you'll still need to buy a ton of mem cards. Let's hope the 
programmers can prove us wrong. Also, anyone got any idea about the stance 
on modems in the PS2, I couldn't pick out anything specific, anyone? 

Rikki 


—-MESSAGE FILE 5923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04647 
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-—-MESSAGE FILE 5924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004648 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: PS2, how about NY2? 

Date: Mon, 13 Sep 1999 16:24:40 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7rjqbb$g0d17@chuka.playstation.co.uk> 

NNTP-Posting-Host: ABD4DE62.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1468 scee.yaroze.freetalk.english 
24648 


Since the PS2 is designed to be interfaced easily, how about a Yaroze level 


library CD for free? :-) Online documentation, hell, just list the function 
prototypes!!! (We will hack away at it!) 
Nathan 


-—-MESSAGE FILE 5924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04648 


—-MESSAGE FILE 5925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004649 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Mon, 13 Sep 1999 23:50:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7rk19h$g0d18@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: pl4-pigeon-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Personally, I think it looks fantastic! 

I was hoping Sony would come up with something like this and they didn't let 
me down. :0) 

With all the talk about Sony wanting it to be a 'home entertainment' system 
it figured that Sony would try and come up with something that won't look 
out of place in a video cabinet or 'հ1-ք1' unit. It's black which pretty 
much goes with any other video, TV, hi-fi, satellite decoder, etc. etc. and 
it looks way sleek..... Mmmmm. Look at what Sega did with the dreamcast, now 
that's an ugly machine! 

Just imagine it sat on top of a video in a nice birch coloured cabinet from 
IKEA, I think that's what Sony's aiming at. :օ) 


As for the logo and the name, who cares? Most of us have been calling it PS2 
anyway and as far as I can tell they're sticking with the same logo (front 
of the disk drive drawer), I think the PS2 label on the top/side looks fine 
aswell. 


I agree with Nigel, I would have liked them to come up with some new 
analogue pads. I've never really felt comfortable with Sony's analogue 
system. Even though I don't rate the N64 much I have to admit that the N64 
pads are much better than the Sony ones when it comes to analogue. It's a 
shame that we'll have to use the same ones on the PS2. Oh well... :o/ That, 
and we'll probably have to buy poxy add-ons to watch quality DVD movies are 
probably about the only bad points. 


I'm just happy that no-ones moaning about the spec's, even if you think it 
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looks shit we all know that it's got some serious power under the bonnet! 
:0) which, at the end of the day, is what really matters. I'm looking 
forward to seeing how the developers can cope with it, long gone are the 
days when developers could put bad gameplay elements down to machine 
limitations. 


Roll on the shiny boxy black brick that is.... PS2. 


Scott 


—-MESSAGE FILE 5925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04649 


—-MESSAGE FILE 5926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004650 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Mon, 13 Sep 1999 20:35:56 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <ldy37t2.1krbi0wbmxhxgN@[192.168.0.1]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: user-33qthef.dialup.mindspring.com 

User-Agent: MacSOUP/2.4 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


> Oh, yeah, I 
> don't like the CD loader, 'tray-style' - PC, not nice. 


i actually like the front-loading tray. it means i can stack things on 
top; plus, a motorized tray seems classier to me than the toilet-top lid 
(more like a decent stereo component or DVD player). 


wayne a. lee <wal@blarg.net> 

http://www.scea.sony.com/net/yaroze/pages/wlee.html 

—-MESSAGE FILE 5926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04650 


—-MESSAGE FILE 5927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004651 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: 14 Sep 1999 16:10:08 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <867lluja67.fsf@foo.mel.cybec.com.au> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Scott Ward" <scott.ward6@virgin.net> writes: 
> I agree with Nigel, I would have liked them to come up with some new 
> analogue pads. I've never really felt comfortable with Sony's analogue 


> system. Even though I don't rate the N64 much I have to admit that the N64 
> pads are much better than the Sony ones when it comes to analogue. It's a 
I totally disagree with you (and Nigel :) here. The PSX analogue 

controller feels more balanced and robust, and has two sticks which is 

great for GT - analogue acceleration/breake, and for MDK - turn with 


one, strafe with the other. 


Net Yaroze newsgroups message dump.txt Page 3822 


Are there *any* games out there which use the d-pad on the N64? That 
left prong is useless. The middle prong on the N64 means your left 
hand is slightly closer to you than your right and I find I naturally 
tend to hold the controller at an angle, pointed slightly to the right. 
Consequently when pushing the analogue stick up, it's actually a 
little to the left of up. 


I don't have a rumble pack for my N64 (but a friend does), and without 
it the N64 controller feels like a toy. That ugly little analogue 
stick doesn't help. With the added weight from the rumble pack it 
feels a little better, though the dual shock rumbles better. 


The nice rubber tops of the fatter Sony analogue sticks feel nicer 
under your thumbs too. 


Wow, until I'd written this I didn't realise just how much I prefer 

the Sony pads. I'm glad they're sticking with them, I reckon they're 

pretty tops. 

Toby. 

—-MESSAGE FILE 5927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04651 


—-MESSAGE FILE 5928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004652 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: 14 Sep 1999 16:12:42 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <864sgyjalx.fsf@foo.mel.cybec.com.au> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1469 scee.yaroze.freetalk.english 
24652 


"Nathan Miller" <KiRyu@aol.com> writes: 


> Since the PS2 is designed to be interfaced easily, how about a Yaroze level 
> library CD for free? :-) Online documentation, hell, just list the function 
> prototypes!!! (We will hack away at it!) 


That's a fair point. If the PS2 is backwards compatible we should be 
able to load our Yaroze games into it - will the rest of the hardware 
be locked out, or will we able tap into the raw power that is the PS2 
(even slightly) ? 


(Sorry if this has already been discussed, I haven't noticed. :) 

Toby. 

—-MESSAGE FILE 5928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04652 


-—-MESSAGE FILE 5929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004653 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Logo Problem 

Date: Mon, 13 Sep 1999 23:02:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <7rl4p1$g0d19@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


Just an observation, why do you think the PS logo rotates on the front of 
the drive tray, it's always the correct way up, so on when the PS2 is 
horizontal the logo is the right way up and when it is vertical it's also 
the right way up (according to the pictures on the Sony web site) 


Strange... 


Also they have a cool blue LED on the eject button :-) (I know people who 
would buy it just for that) 


Nigel 


—-MESSAGE FILE 5929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04653 


—-MESSAGE FILE 5930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004654 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Tue, 14 Sep 1999 10:54:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <7r1l62jSg0d20@chuka.playstation.co.uk> 


References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> 


NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Maybe it's because I use the N64 pads more than the Dual Shocks but I know 
others who only have a PS and they say similar things, the angle the 
analogue sticks are such that they force the thumb to be at almost right 
angles, that just isn't comfortable, the N64 stick it right under the thumb 
where it should be. 


When trying to use both sticks at the same time my thumbs often hit each 
other (because of the angle and having long thumbs :-) and I find I'm 
continually readjusting my thumbs position on the stick because my thumb 
keeps slipping forward (rubber tops or not) 


To be honest there is no point thrashing this point out, I like the N64 pads 
you like the PS pads, it just a shame that Sony didn't spend any money on 
the pads (Well they probably paid a school kid a £10 to invent those 
analogue buttons), all they did was make the buttons analogue now that's 
great on the Dreamcasts triggers but I can't see how that will benefit fire 
buttons, that aren't triggers? 


I also hope they have removed the stupid button that changes the controllers 
mode from Digital to Analogue, why, oh why, must this be... I can't actually 
see from the pictures but I think I can just see it hiding behind one of the 
sticks. 


BTW I think there are a couple of games that use the digital pad on the N64 
but nobody really bothers as the Analogue is so nice ;) 


Nigel 
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—-MESSAGE FILE 5930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04654 


—-MESSAGE FILE 5931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004655 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Tue, 14 Sep 1999 12:29:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <37DE3196.63A19291@easynet.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> <7 
r1625$g0d20@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


The big issue with the PSX2 is whether Sony will be able to mass produce the 
chips. Nobody has yet managed to mass produce the 0.18 micron wafers required - 
see http://www.next-—generation.com/jsmid/news/5999. html 


Phil 


—-MESSAGE FILE 5931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04655 


-—-MESSAGE FILE 5932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0004656 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Tue, 14 Sep 1999 14:23:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 168 

Message-ID: <7rli78S$g0d23@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 

-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> <7 

r1625$g0d20@chuka.playstation.co.uk> 

NNTP-Posting-Host: pBEs04a07.client.global.net.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_001C_01BEFEBC.A9B87F20" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


SSS Sey =_NextPart_000_001C_0O1BEFEBC.A9B87F20 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> To be honest there is no point thrashing this point out, I like the = 
N64 pads 

> you like the PS pads, it just a shame that Sony didn't spend any money = 
on 

> the pads (Well they probably paid a school kid a =A310 to invent those 

> analogue buttons), all they did was make the buttons analogue now = 
that's 
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> great on the Dreamcast's triggers but I can't see how that will = 


benefit fire 


> buttons, that aren't triggers? 


> Nigel 


I like the trigger button arrangement on the N64 pads and the Nintendo 


analogue stick is a little better too IMHO. 


Nintendo are investing a lot of effort into designing a new pad for = 


Dolphin while it's fair too say Sony have been a 
Dual Shock owes a 
and it was a little short sighted not to have incl 
beginning. Լ guess having successful 
bearing in mind backwards compatibility, 


controller dept. 


would've been too much hassle. =20 


little lazy in the = 
lot to Nintendo's SNES pad design, 


Page 3825 


luded analogue from the = 


Lly weaned players off digital and 
a major controller redesign = 


I've had a look at the hi-res pics of PS2 - kinda reminds me of my = 
clock/radio - and I must admit I'm intrigued by those strange blue = 
feet... it's reassuring to know that in 5 years time I'll have the = 
choice of using PS2 as a doorstop OR a bookend :-) 


=A539,800 is a lot of money considering Dreamcast is only =A519,900. 
Will PS2 lauch games be significantly lovlier than 2nd generation = 
Dreamcast software? 


buy both consoles, 


I don't care - and I suspect most of us here will 
or else miss out on some great games - but hopefull 


this will ensure a more evenly matched scrap we had than last time = 


around. 


Re: press releases. 


intriguing... =20 


SONY COMPUTER ENTERTAINMENT CHARTS PLAYSTATION (r) 2-20 


NETWORK STRATEGY 


TOKYO, September 13, 
announced that it will establish its revolutionary computer = 
entertainment system, 


PlayStation (r)2, 


1999 - Sony Computer Entertainment Inc. today = 


as a platform for Internet-based 


electronic distribution of digital content in 2001. 


In addition to packaged media, 


and recognizing the potential of = 
broadband networks to offer the consumer a vast selection of content and 


the convenience of download capability, Sony Computer Entertainment will 


establish broadband based distribution of digital content, beginning = 
with the PlayStation and PlayStation2 software libraries. With an = 
Ethernet connection to a broadband network such as digital cable, 
PlayStation2 users will be able to download data-intensive computer = 
entertainment content to hard-disc drives to be provided by Sony = 
Computer Entertainment. 


Hmmm... 


Derek da Silva 


Soe =_NextPart_000_001C_01BEFEBC.A9B87F20 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUI 


BLIC 


<HTML><HEAD> 


"—//W3C//DTD HTML 4.0 Transitional//EN"> 


<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 


<META content=3D"MSHTML 5.00.2314.1000" 


<STYLE></STYLE> 
</HEAD> 

<BODY> 
<DIV>&nbsp; </DIV> 


point out,=20 


<DIV><FONT size=3D2>&gt; To be honest there is no 


I like the N64 pads<BR>&gt; you like the PS pads, 


name=3DGENERATOR> 


point thrashing this 


it just a shame that 


The PS2 network/e-distribution plans for 2001 sound = 
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Sony=20 

didn't spend any money on<BR>&gt; the pads (Well they probably paid a = 
school kid=20 

a =A310 to invent those<BR>é&gt; analogue buttons), all they did was make = 
the=20 

buttons analogue now that's<BR>&gt; great on the Dreamcast's triggers = 
but 1-20 

can't see how that will benefit fire<BR>&égt; buttons, that aren't=20 
triggers ?<BR></FONT></DIV> 

<DIV><FONT size=3D2>&gt; Nigel<BR></FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>I like the trigger button arrangement on the N64 = 
pads and the=20 
Nintendo analogue stick is a little better too IMHO.</FONT></DIV> 
<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>Nintendo are investing a lot ofénbsp;effort into 
designing a=20 
new&énbsp;pad for Dolphin while it's fair too say Sony have been a little 
lazy in=20 
the controller dept.&nbsp; Dual Shock owes a lot to Nintendo's SNES pad = 
design, =20 

and it was a little short sighted not to have included analogue from the 


beginning.&énbsp; I guess having successfully weaned players off digital = 
and=20 

bearing in mind backwards compatibility, &nbsp;a major controller = 
redesign=20 

would've been too much hassle.&nbsp; </FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>I've had a look at the hi-res pics of PS2 - kinda = 
reminds me=20 

of my clock/radio - and I must admit I'm intrigued by those strange blue 
feet...=20 

it's reassuring to know that in 5 years time I'll have the choice of = 
using PS2=20 

as a doorstop OR a bookend :-)</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>=A539,800 is a lot of money considering Dreamcast is = 
only=20 

=A519,900.&nbsp; Will PS2 lauch games be significantly lovlier than 2nd 
generation=20 
Dreamcast software?énbsp; I don't care - and I suspect most of us here = 
will buy=20 
both consoles, or else miss out on some great games - but hopefully=20 
this&énbsp;will ensure a more evenly matchedénbsp;scrap we had than last 
time=20 

around. </FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>Re: press releases.&nbsp; The = 

PS2énbsp; network/e-distribution=20 

plans for 200lénbsp;sound intriguing...&nbsp; </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D1>SONY COMPUTER ENTERTAINMENT CHARTS PLAYSTATION (r)2 = 
<BR>NETWORK=20 
STRATEGY<BR><BR>TOKYO, September 13, 1999 - Sony Computer Entertainment = 
Inc.=20 

today announced that it will establish its revolutionary computer = 
entertainment=20 

system, PlayStation(r)2, as a platform for Internet-based electronic=20 
distribution of digital content in 2001.<BR><BR>In addition to packaged 
media, =20 

and recognizing the potential of broadband networks to offer the = 
consumer a vast=20 

selection of content and the convenience of download capability, Sony = 
Computer=20 

Entertainment will establish broadband based distribution of digital = 
content, =20 

beginning with the PlayStation and PlayStation2 software = 
libraries.&énbsp; With=20 

an Ethernet connection to a broadband network such as digital cable, =20 
PlayStation2 users will be able to download data-intensive computer=20 
entertainment content to hard-disc drives to be provided by Sony = 
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Computer=20 

Entertainment .<BR></FONT></DIV> 

<DIV><FONT size=3D2>Hmmm...<BR></FONT></DIV> 

<DIV><FONT size=3D2>Derek da Silva</FONT></DIV></BODY></HTML> 


Աոա = s = NextPart_000_001C_01BEFEBC.A9B87F20-- 


—-MESSAGE FILE 5932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04656 


—-MESSAGE FILE 5933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004657 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Tue, 14 Sep 1999 17:06:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <7rlrqh$n2il@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <ldy37t2.1krbi0wbmxhxgN@[192.168.0.1]> 

NNTP-Posting-Host: th-gt141-020.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> > Oh, yeah, I 

> > don't like the CD loader, 'tray-style' - PC, not nice. 
> 
> i actually like the front-loading tray. it means i can stack things on 

> top; plus, a motorized tray seems classier to me than the toilet-top lid 
> (more like a decent stereo component or DVD player). 


I suppose I was really thinking of a 'slot-loading' CD/DVD. I agree that the 
top loading is worse than tray loading, I just like the look of the original 
(?) design of the PlayStation SNES in Edge, with the front loading slot. 
Hmmm, I wonder how people will react to the similarities between the PS2 and 
a PC, like they have with the Dreamcast. At least the PS2 isn't running 
Windows! ;) 


> -- 
> wayne a. lee <wal@blarg.net> 
> http://www.scea.sony.com/net/yaroze/pages/wlee.html 


Rikki 


—-MESSAGE FILE 5933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04657 


—-MESSAGE FILE 5934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004658 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PSX2!!!!1!11!11111! 

Date: Tue, 14 Sep 1999 19:35:52 +0100 

Organization: Max Studios 

Lines: 10 

Message-ID: <37DE9588.D78D019B@which.net> 

NNTP-Posting-Host: p218-bantam-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Please Please, please sony make a PlayStation 2 Net Yaroze I beg of you. 
If you havew any mercy, please, please, PLEASE!!!!! 
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Look at those damn screen shots on the official site coz I will tell you 
the PlayStation 2 looks amazing! 


Max 


—-MESSAGE FILE 5934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04658 


—-MESSAGE FILE 5935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004659 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Tue, 14 Sep 1999 21:16:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7rmat1$n2i2@chuka.playstation.co.uk> 
References: <ldy2bsg.3sru775gi5s0ON@al1-88-131.al.nl> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Gameplay is 

not feeling like trashing your playstation after dying in a stupid place. 
not having to start a mission from the beginning when you die. 

not going round and round in circles trying to find a frigging 
switch...NNNNGGG!!!! 

feeling like you've achieved something instead of feeling like you've gained 
nothing 


If any one has any other opinions feel free to pass them my way. 
Aaron 


blaisetech@yahoo.com 


—-MESSAGE FILE 5935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04659 


-—-MESSAGE FILE 5936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004660 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!1!111111 

Date: Tue, 14 Sep 1999 21:17:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7rmavn$n2i3@chuka.playstation.co.uk> 
References: <37DE9588.D78D019B@which.net> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I want one too..then maybe I'll be able to do IONStorm in the way that it's 
supposed to be.. 


Aaron 


—-MESSAGE FILE 5936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04660 
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--MESSAGE FILE 5937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004661 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Tue, 14 Sep 1999 22:52:48 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <ldy56va.c9qv9816cq6zwN@[194.151.88.142]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7riukl$g0d8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote: 


> 
>Launch details, pictures of the ugly beast itself, 


I must say not what I was expecting in the looks department. I was hoping 
for a silver kind of thing like a lot of the Discmans. 


I don't like the new PS2 logo, althought I noticed that the orgional logo 
was on the front of the drive door. 


Maybe it'll grow on me, maybe.... 


Bob 
298rcs@tay.ac.uk 


VVVVVVVVVVV VV 


I agree.. 


I miss the minidiscs as repleasement for the memory cards ;-) 

And I was expecting somhing transparant with silver as well. Still I 
can't say I feel disapointed. 

It looks bigger and more adult than the dreamcast. Comapared to this, 
the dreamcast looks like a cheap toy. I think that when I am spending 
200 pounds, I'd like to have a thing a little more impressive looking 
than the dreamcast.. 

I know it's all about the power and the games, but I'm just discussing 
the looks here.. 


DEnnis.. 
-—-MESSAGE FILE 5937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04661 


—-MESSAGE FILE 5938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004662 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ACE! 

Date: Tue, 14 Sep 1999 22:52:50 +0200 

Organization: DEbri 

Lines: 37 

Message-ID: <ldy5786.1lgzxkfw305hxcN@[194.151.88.142]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DD06C9.80700B5E@scee.sony.co.uk 
> 

NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


DVD playable, internet connectivity, backwards compatibility... 
Sounds rockin"! 


I've seen some hi-res screen shots on some site, the first few games look 
awesome (although not 
Significantly better than DreamCast). 


VV VV V V V 
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Surprise to me about the name (I've been dealing with recent legal agreements 
for the thing, and 

even THOSE didn't have the name in it!) and I think it looks neato. Sort of 
like a Cray or and SGI 

in a way. Even the devkit looks ace. 


For all those complaining about the lack of 4 controller ports, remember... 
USB means you can have 
as many as you like! 


ACE 


VVVVVVVVVVVV VV 


James 


I remember... 


transparant pink with minidisc չ-) 


I'm very pleased. The backwards comp. is a hudge pro for me, I have 
several dual-shocks, 2 lightguns, steeringwheel multitap, 


arcade-joypad.. And I can use it all again... 
Sony Rocks.. I hope they will set a standard for console-gaming.. 
And how often do you play with 4 players? use the multitap for parties 


and otherwise just wait for a console with 2 video-out ports. 


DEnnis.. 
—-MESSAGE FILE 5938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04662 


—-MESSAGE FILE 5939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004663 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Logo Problem 

Date: Tue, 14 Sep 1999 21:27:25 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <37debdic.1210312246@news.scea.sony.com> 

References: <7rl4p1$g0d19@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs24.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Just an observation, why do you think the PS logo rotates on the front of 
>the drive tray, it's always the correct way up, so on when the PS2 is 
>horizontal the logo is the right way up and when it is vertical it's also 
>the right way up (according to the pictures on the Sony web site) 

> 

>Strange... 


Yeah, saw that too. Very odd. Either the pics were altered, or maybe 
it's just a sticker that you can put on either way. 


Scott 
—-MESSAGE FILE 5939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04663 


—-MESSAGE FILE 5940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004664 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: 14 Sep 1999 21:41:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <0Olbefef9$72f4a4e0$709124c3@pal—s—omnibook> 

References: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> 
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NNTP-Posting-Host: Aubervilliers-—3-112.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


> not having to start a mission from the beginning when you die. 


I have to disagree here. This is only true in games with not enough depth 
(mmh... so you're statistically right ;) ). In a game where secondary 
objectives are sufficiently strong and numerous, or in a game which allows 
sufficiently varied means of completing the main objectives / missions, 
having to start again from the beginning can be harmless and enhance the 
immersion and attachment of the player. Bubble Bobble is an example of the 
first case, but shortcuts remain welcome. 


> not going round and round in circles trying to find a frigging 
> switch...NNNNGGG!!!! 


Agreed! Even in Ocarina of Time I managed to get myself stuck in that 
situation! Although circlerounding for a switch is still better than 
circlerounding for something to do, asking every npc: "Hey, is there 
anything I can do in this world?"... 


pal 


—-MESSAGE FILE 5940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04664 


—-MESSAGE FILE 5941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004665 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: 14 Sep 1999 22:10:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbefefd$6d46£3a0$709124c3@pal-—s-—omnibook> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.plays 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.c 
NNTP-Posting-Host: Aubervilliers-—3-112.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Are there *any* games out there which use the d-pad on the N64? 


Not even played it, but I think Killer Instinct probably does. Anyone deny 
or confirm ? 


—-MESSAGE FILE 5941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04665 


—-MESSAGE FILE 5942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004666 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ACE! 

Date: Wed, 15 Sep 1999 00:40:56 +0200 

Organization: DEbri 

Lines: 45 

Message-ID: <ldy593x.lucpk6219ih4xcN@[194.151.88.142]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DD06C9.80700B5E@scee.s 
> <37DD20E0.3CC34F20@dma-design.com> <7rj8rk$g0d12@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 


> I would like to see more games announced for it however, a nice Platforme 
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glish/000 


english/0 


tation.co 
om. au> 


glish/000 


english/0 


ony.co.uk 


Է 
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> for a change, none of the Playstation platformers are as good as their 
> Nintendo rivals, 


Agree 


and I would love them to dump the old controllers, they are 

not great for long stints, I would have never completed Zelda using one my 
thumb would have cramped up ages ago :) and as for Mario aghhh I can feel 
the pain, thankfully I didn't have to, the N64 controllers are a lot more 
comfortable, and developers seem to have gotten on better with the N64 
controllers, most games on the Playstation that support the Dual Shock still 
work better with the DPad, Micro Machines 4 being the latest example, 
completely unplayable with the analog (as one of the programmers said at 
ECTS) much better with the DPad, I could even stay on the track with the 
analog : ( 


VVVVVVVV VV 


Totally disagree.. I think the Nintendo-controller can't compete with 
the Sony-controller. When I use the analog stick on a N64 controller, it 
just feels unnatural. I also think tht the N64 controllers look hudge 
and childish. Personally I can't say that I prever the analog stick of 
the N64 over the one of the PSX. I'm more used to the PSX-analog-stick 
so I say keep it like this. I can imagine that if you're used to the 
N64-stick, you'd prefer that one. It's a bit like the 
never-ending-PC-Mac discussion. It's different but none of them is 
better. It's just what you're used to. 

Personally I think the shape of the analog controller was the best (not 
the dual shock). The sticks on the dual-shock are better, buth the 
analog pad was more robuust. It had just a bit better shape. And it was 
also a tiny bit more heavy. 

I think the best thing sony did, was keeping on the old add-ons. We 
don't pay the extra costs for a new shaped controller wile the previouw 
was perfectly ok. 

If you're not happy with the feel of the offisial one, try a thirth 
party controller.. 


> I Suppose you all think it's the best thing since sliced bread :-) 


Tell me what's so great about slished bread? I'd prefer rolls.. 


DEnnis.. 
—-MESSAGE FILE 5942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04666 


-—-MESSAGE FILE 5943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004667 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 00:40:58 +0200 

Organization: DEbri 

Lines: 100 

Message-ID: <ldy59se.hg05qzrb23hbN@[194.151.88.142]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 

> Right, I'll go through this point-by-point, from what other people have said 
> so far (rather than post to each thread) and whatever else I think of. 

I'm right after you.. 

> Firstly, the logo - 

I agree that actually the button-figures are the logo. And nect to that, 


the old logo is still on there, so I'm not to sure they mean it as a 
logo. The G3 Mac's have as well rather big G3 on the side, but that 
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isn't the new logo. 
It does look crap, but I'll just ignore to see that as a logo.. 


Secondly, the machine. Well, black looks pretty nice, goes with everything, 
and looks like my Yaroze - (turn to camera - stage left) nice! Right, the 
bluey bit's look a bit iffy, but they should grow on me. The overall thing 
that strikes me is that it looks too PC like, although a pretty nice PC. I 
suppose this is mainly due to the ability to stand vertically, instead of 
horizontally. Actually, I reckon the shape is based on my flat bed scanner, 
well, the over hang of console at the top. Hmmm, what else. Oh, yeah, I 
don't like the CD loader, 'tray-style' - PC, not nice. Another thing is that 
the button's look a bit strange, and it's odd how there's a power switch 
(1-0 one) on the side, and a power button on the front. 


VVVVVVVV VV 


I must say that if you compare it to a PC, it would look like one of the 
best PC's I have ever seen. The fact that you can lay it down or put it 
standing up, is got to do with the fact that it will become a 
home-system instead of a games-console only. A bit the way Philips 
wanted the CD-i to be. This is not the kind of system that a kid will 
bring down every time he is allowed to play on the big screen 
downstairs. But more a system with a solid place next or under the TV. 
The bleu holder looks like it's a loose part and so we can expect any 
colour you like of those.. Maybe even a free one with the logo of a game 
on it. 

The buttons are a bit small and when the system is standing up, it might 
be not to handy. I also think that it can be hard to put the CD in when 
the system is standing up. During the ECTS there was somebody who 
mentioned that it would be a great idea to put a little audio-control on 
the system. Or maybe even just an infrared port. Optional could be a 
remote controller to control the CD-player part, but also a on/off 
switch and a reset. 

Personally I would think of that as a big advantage. I would not even 
mind to have to buy the remote seperatly.. 


Ok, now other stuff. 2 pad slots?!?! Bit amazing, especially the image it 
will confer to 'the casual gamer' (Edge 75-76 ;), who all whine "but the 
Dreamcast/N64 has got 4, the PS2 is shit...". I dunno how it will work with 
more than 2 people, mainly as we (read: "I") don't know any details about 


the pad, but if it's normal port/USB, then obviously, the two normal ports 
are only there for backwards compatibility, and use with multi taps etc, and 
the USB attaches to one of the 2 USB ports, then multiple pads are either 
daisychained or attached to some sort of hub. Someone complained about daisy 
chaining, but surely it would be more convenient than a multitap/hub, as 
you'd just stick the next pad into the latest pad plugged in, rather than 
into the hub, taking up less space. This also leaves less of a restriction, 
such as the 8 player one on the PSX. Although not possible in every game, it 
will allow a lot more multiplayer fun, in games such as Micro Machines, 
especially as the graphics in that are pretty simple, the number of cars at 
one time can be massive. Also, in sports, you could have one player for each 
player on the field/pitch. (Gonna stop here, sounding too much like 
advertising for Sony...) 


VVVVVVVVVVVVVVV VV 


I must say I had a period I only bought multiplayer games. I have a lot 
of multitap-games but I hardly use it. Of course I wanted the multitap, 
just in case, but there are very limited games that actually are 
playable with 4 players. Like Crash Racing Team. Great game, but in 
4-player splitscreen, it's almost unplayable. And now be honest, how 
often do you play games with 4 at the same time? 


Finally, extras. Memory card: 8mb, although you could've had these ages ago, 
with all the third party mem cards, but now games can be certain of having 
8mb. Hopefully that will only be used for the user to have more games saved 
on one card, but most likely, it will be used by lazy programmers (all of 
us? ;) who can't be bothered to work out clever ways to store all the data 
needed, and you'll still need to buy a ton of mem cards. Let's hope the 
programmers can prove us wrong. Also, anyone got any idea about the stance 
on modems in the PS2, I couldn't pick out anything specific, anyone? 


VV V NV VV VV V 


I hope these memorycards will encurage developers to greate more 
level-editors for PSX-games. That is one advantage the PC has over the 
console-industry. 

Personally I don't think the time is right to play networkgames over a 
games-console. Ok, try it and make it an option, but I don't think it 
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would be used a lot. 
tel 
Personally I'd like 
second TV to play a 
spl 


It's only interesting if you have free 
lephone-access or if you have a better connection to the internet. 

to have multiple video-out. This way you only need a 
multiplayer game. For example, play a 4player 
litscreen game on 2 TV's... 


Or make and option to connectt 2 Neogeo Pockets to the controller-ports 
with a special lead and make the lead also go to the video-out. 


And let the pl 
pocket, 


DEnnis.. 


> 


Rikki 


layers play a multiplayer game on the screens of the NeoGeo 
but the PSX2 can do the calculations.. 


3834 


—-MESSAGE FILE 5943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04667 


—-MESSAGE FILE 5944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004668 


Path: 
From: debri@dds.nl 
Newsgroups: 
Subject: 
Date: 


Wed, 


chuka.playstation.co.uk!debri 
(DEnnis Brinkhuis) 


Organization: DEbri 
Lines: 12 


Message-ID: 
References: 


scee.yaroze.freetalk.english 
Re: how do you do, PS2? 
15 Sep 1999 00:41:14 +0200 


<ldy5awl.1lve78kln0em3sN@[194.151.88.142]> 
<7rilo6é$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 


-uk> <ldy37t2.1krbi0wbmxhxgN@[192.168.0.1]> <7rlrqh$n2il@chuka.playstation.co.uk> 


NNTP-Posting-Host: 


X-Newsreader: MacSOUP 2.3 


1-88-106.81.ո1 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


>At least the PS2 isn't running 
> Windows! ;) 


> 


Well, 
WindowsCE. As far as I know, 


it seems that the dreamcast contains microsoft parts and even a 
the PSX2 does not have that, does it? It 


seems to me like that is a hudge advantage.. 


DEnnis.. 
—-MESSAGE FILE 5944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04668 


—-MESSAGE FILE 5945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004669 


Path: 
From: debri@dds.nl 
Newsgroups: 
Subject: 
Date: 


Wed, 


chuka.playstation.co.uk!debri 


Organization: DEbri 
Lines: 38 


Message-ID: 
References: 


(DEnnis Brinkhuis) 
scee.yaroze.freetalk.english 
Re: how do you do, PS2? 

15 Sep 1999 00:41:23 +0200 


<ldy5b2h.wu0jazlrp459hN@[194.151.88.142]> 
<7rilo6é$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 


-uk> <7rk19h$g0d18@chuka.playstation.co.uk> 


NNTP-Posting-Host: 


X-Newsreader: MacSOUP 2.3 


Scott Ward <scott.ward6@virgin 


VV VV V V V 


Personally, I think it looks 
I was hoping Sony would come 


me down. 


With all 


20) 
Լ the talk about Sony 


1-88-106.81.ո1 


-net> wrote: 


fantastic! 
up with something like this and they didn't let 


wanting it to be a 'home entertainment' system 


it figured that Sony would try and come up with something that won't look 
out of place in a video cabinet or 'hi-fi' unit. It's black which pretty 
much goes with any other video, TV, hi-fi, satellite decoder, etc. etc. and 
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it looks way sleek..... Mmmmm. Look at what Sega did with the dreamcast, now 
that's an ugly machine! 

Just imagine it sat on top of a video in a nice birch coloured cabinet from 
IKEA, I think that's what Sony's aiming at. :0) 


As for the logo and the name, who cares? Most of us have been calling it PS2 
anyway and as far as I can tell they're sticking with the same logo (front 

of the disk drive drawer), I think the PS2 label on the top/side looks fine 
aswell. 


VVVVVVV VV 


Till here I totally agree. And after another look to the big pictures, 
did anybody notica that the old PSX logo on the tray is turnable? 


I'm just happy that no-ones moaning about the spec's, even if you think it 
looks shit we all know that it's got some serious power under the bonnet! 
:0) which, at the end of the day, is what really matters. I'm looking 
forward to seeing how the developers can cope with it, long gone are the 
days when developers could put bad gameplay elements down to machine 
limitations. 


VV NV V V V 


Just what you said, if you don't like the looks, keep a picture of the 
dreamcast at hand to compare.. 


> Roll on the shiny boxy black brick that is.... PS2. 
> 
in Holland as well.. 


DEnnis.. 
—-MESSAGE FILE 5945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04669 


—-MESSAGE FILE 5946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004670 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 00:41:26 +0200 

Organization: DEbri 

Lines: 46 

Message-ID: <ldy5b6z.1i9xhcelwg2qc1N@[194.151.88.142]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


Toby Hutton <thutton@vet.com.au> wrote: 


"Scott Ward" <scott.ward6@virgin.net> writes: 

> I agree with Nigel, I would have liked them to come up with some new 

> analogue pads. I've never really felt comfortable with Sony's analogue 

> system. Even though I don't rate the N64 much I have to admit that the N64 
> pads are much better than the Sony ones when it comes to analogue. It's a 


> 
> 
> 
> 
> 
> 
> I totally disagree with you (and Nigel :) here. The PSX analogue 

> controller feels more balanced and robust, and has two sticks which is 
> great for GT - analogue acceleration/breake, and for MDK - turn with 
> 
> 
> 
> 
> 
> 
> 
> 


one, strafe with the other. 


Are there *any* games out there which use the d-pad on the N64? That 
left prong is useless. The middle prong on the N64 means your left 
hand is slightly closer to you than your right and I find I naturally 
tend to hold the controller at an angle, pointed slightly to the right. 
Consequently when pushing the analogue stick up, it's actually a 
little to the left of up. 


Same here... At this point I completly agree! 


> I don't have a rumble pack for my N64 (but a friend does), and without 
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> 
> 
> 


it the N64 controller feels like a toy. That ugly little analogue 
stick doesn't help. With the added weight from the rumble pack it 
feels a little better, though the dual shock rumbles better. 


More to agree with... 


> The nice rubber tops of the fatter Sony analogue sticks feel nicer 

> under your thumbs too. 

And look a lot stronger.... even more to agree.. 

> Wow, until I'd written this I didn't realise just how much I prefer 

> the Sony pads. I'm glad they're sticking with them, I reckon they're 
> pretty tops. 


I 


could have said this... 


But admit that the analog pad (wich is slightly fatter then the dual 
shock) is even better of shape (not the tops of the analog sticks) 


DEnnis.. 
—-MESSAGE FILE 5946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04670 
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—-MESSAGE FILE 5947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004671 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 00:41:35 +0200 

Organization: DEbri 

Lines: 50 

Message-ID: <ldy5bh6.64jyulevj5zhN@[194.151.88.142]> 


References: 


<7rilo6é$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 


-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> <7 
r162j5$g0d20@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-106.81.ոլ 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 


X- 


Newsreader: MacSOUP 2.3 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote: 


H VVVVYV 


V V V V 


Maybe it's because I use the N64 pads more than the Dual Shocks but I know 


others who only have a PS and they say similar things, the angle the 
analogue sticks are such that they force the thumb to be at almost right 


angles, that just isn't comfortable, the N64 stick it right under the thumb 


where it should be. 
can imagine this... 


When trying to use both sticks at the same time my thumbs often hit each 
other (because of the angle and having long thumbs :-) and I find I'm 
continually readjusting my thumbs position on the stick because my thumb 
keeps slipping forward (rubber tops or not) 


This seems to be an oppertunity for 3th party developers.. 


WM NVON N 


To be honest there is no point thrashing this point out, I like the N64 pads 
you like the PS pads, it just a shame that Sony didn't spend any money on 


the pads (Well they probably paid a school kid a £10 to invent those 
analogue buttons), all they did was make the buttons analogue now that's 


great on the Dreamcasts triggers but I can't see how that will benefit fire 


buttons, that aren't triggers? 


More development will cost more money you need to pay. Now when I just 
buy the system, I can directly play with up to four players or with my 
lightguns. 


I 


would like it if they made an optional new controller to go with the 


ԵՏ2 
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I also hope they have removed the stupid button that changes the controllers 
mode from Digital to Analogue, why, oh why, must this be... I can't actually 
see from the pictures but I think I can just see it hiding behind one of the 
sticks. 


V V V V 


Yeah, pretty good point. Take the button off, keep the light. If a game 
is analog compatible, let the light be on, otherwise let it bDe off. 


> BTW I think there are a couple of games that use the digital pad on the N64 
> but nobody really bothers as the Analogue is so nice ;) 


If this is so, why did they not put the stick to the far left and the 
D-pad in the middle, that would look abvious to me. 
Maybe it would be an idea for 3th party developers as well to create a 
ps2 joypad on wich the left analog stick and the D-pad swich places. 
This way the stick would be on the right spot. 

Personally, I liked the NeoGeo pocked analog pad better than N64 or PSX. 


DEnnis.. 
-—-MESSAGE FILE 5947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04671 


—-MESSAGE FILE 5948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004672 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 00:41:40 +0200 

Organization: DEbri 

Lines: 23 

Message-ID: <ldy5bwm.lomcabb98nfq2N@[194.151.88.142]> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> <7 
r16243S$g0d20@chuka.playstation.co.uk> <7rli78$g0d23@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Derek da Silva <dasi@eidosnet.co.uk> wrote: 


Nintendo are investing a lot of effort into designing a new pad for 
Dolphin while it's fair too say Sony have been a little lazy in the 
controller dept. Dual Shock owes a lot to Nintendo's SNES pad design, 
and it was a little short sighted not to have included analogue from 
the beginning. I guess having successfully weaned players off digital 
and bearing in mind backwards compatibility, a major controller redesign 
would've been too much hassle. 


VVVVVVV 


What is the fuzz about? It's good for them and good for us... 

The fact that they did not start of directly with dual shock is in my 
eyes a commercial decision. And I can't blaim them. I'f youre not using 
a memcard or rumblepack on a N64, your controller looks incomplete. You 
need to pay for the rumblepack and if I'm right you even need to put 
batteries in there. 

And a joypad that concists of more that one part does not sound really 
robuust to me. When I loose, I sometimes trow away my controller, and 
with nintendo I think I could break the controller. It never happened to 
me with one of the PSX controllers.. 


DEnnis.. 
—-MESSAGE FILE 5948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04672 


—-MESSAGE FILE 5949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004673 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: What is Gameplay... 

Date: Wed, 15 Sep 1999 00:41:43 +0200 

Organization: DEbri 

Lines: 26 

Message-ID: <ldy5ca0.100z61218i9afzN@[194.151.88.142]> 

References: <ldy2bsg.3sru775gi5sON@al-—88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


Aaron Gandaa <blaisetech@yahoo.com> wrote: 


Gameplay is 

not feeling like trashing your playstation after dying in a stupid place. 
not having to start a mission from the beginning when you die. 

not going round and round in circles trying to find a frigging 
switch...NNNNGGG!!!! 

feeling like you've achieved something instead of feeling like you've gained 
nothing 


If any one has any other opinions feel free to pass them my way. 


Aaron 


VVVVVVVVVVV VV 


blaisetech@yahoo.com 


If it's getting worse, better dail 911 ;-) 


Well, I do think that for every achievement, you should get an reward, 
just enough to give you a good feeling, but just not enough, to make you 
loose interest.. 


DEnnis.. 
—-MESSAGE FILE 5949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04673 


—-MESSAGE FILE 5950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004674 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!lirt! 

Date: Wed, 15 Sep 1999 00:41:45 +0200 

Organization: DEbri 

Lines: 19 

Message-ID: <ldy5cee.ligvividakrc5N@[194.151.88.142]> 
References: <37DE9588.D78D019B@which.net> 
NNTP-Posting-Host: al-88-106.al.nl 

X-Newsreader: MacSOUP 2.3 


Andrew Murray <mad.max@which.net> wrote: 


> Please Please, please sony make a PlayStation 2 Net Yaroze I beg of you. 
> If you havew any mercy, please, please, PLEASE!!!!! 

> 

> Look at those damn screen shots on the official site coz I will tell you 
> the PlayStation 2 looks amazing! 

> 

> Give me one! !!!!!! 

> 

> Max 


Can't we tell sony directly what we think of the new system and ask them 
for a new NY-project. It seems that we are a great usergroup who spends 
more than general users on their products.. And if they want feedback 
from users, there is no better place than here and us.. 


DEnnis.. 
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-—-MESSAGE FILE 5950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04674 


—-MESSAGE FILE 5951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004675 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 01:48:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <37DEECF6.D779E611@breathemail.net> 
References: <7riloéSg0d7@chuka.playstation.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: modem-69-217-176-194.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


I think the most important question is why can Sony call is Playstation 
2 when all the mags etc have to call it the "Next Generation 
Playstation". 


I suppose it's like magazines weren't allowed to have PSX in their title 
and SOny apparently discouraged the use of PSX professionally, and tehn 
along comes yaroze with PSX written all over the manuals etc ;) 


Al 


p.s. yes it's ugly, maybe this is just to get everyone talking again 
befor they reveal it properly :) 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' computers 'n' piercing 'n' stuff 

—-MESSAGE FILE 5951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04675 


—-MESSAGE FILE 5952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004676 

Path: chuka.playstation.co.uk!news 

From: "Jun Nakamura" <jun@formula.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Wed, 15 Sep 1999 11:44:50 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7rnplt$n2i5@chuka.playstation.co.uk> 

References: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100z61z218i9afzN@[194.151.88.142]> 

NNTP-Posting-Host: 194.109.93.4 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 

news: 1ldy5ca0.100z61218i19afzN@[194.151.88.142]... 

> Well, I do think that for every achievement, you should get an reward, 
just enough to give you a good feeling, but just not enough, to make you 
loose interest.. 


> 
> 
> 
> DEnnis.. 


That is difficult to determine, especially with differences in age, gender, 
culture etc. 
Maybe you can use the storyline/puzzles/graphics to immerse the player into 
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the 

game. That way you can totally stuff yourself with rewards, but still be 
curious 

about what's next around the corner. 


Jun. 


—-MESSAGE FILE 5952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04676 


—-MESSAGE FILE 5953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004677 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 14:01:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <37DF98A8.585FBA8D@dma-—design. com> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <ldy37t2.1krbi0wbmxhxgN@[192.168.0.1]> <7rlrqh$n2il@chuka.playstation.co.uk> <1 
dy5awl.1lve78kln0em3sN@[194.151.88.142]> 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


>At least the PS2 isn't running 
> Windows! ;) 


Well, it seems that the dreamcast contains microsoft parts and even a 
WindowsCE. As far as I know, the PSX2 does not have that, does it? It 
seems to me like that is a hudge advantage.. 


VV V V V V V 


*sigh* 


The Dreamcast has the capability to run a specially coded version of 
WindowsCE & DirectX. If a developer wishes *not* to make use of those 
libraries, they're not loaded & the developer is free to use the lower 
level routines provided by Sega, or to work even lower if they feel the 
need. 


So far, very few games have made use of the WinCE capabilities - the 
most notable is Sega Rally 2. 


Sega have even developed a networking library now, so you're not 
restricted to using DirectPlay. 


There are no "microsoft parts" inside a Dreamcast. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 5953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04677 


-—-MESSAGE FILE 5954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004678 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 14:59:24 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <37DFA63C.2F3E@127.0.0.1> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> 
NNTP-Posting-Host: grimsel.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Derek da Silva wrote: 


> 

> http://www.playstation-europe.com/ 

> 

> Launch details, pictures of the ugly beast itself, plus reaction from 

> European developers, including everyone's favourite industry guru - Peter 
> Molyneux... 

> 

> Derek 

Ugly??? 


I think it looks fantastic, kindof like a NeXT Station on Steroids!!! 


I want one. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 5954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04678 


—-MESSAGE FILE 5955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004679 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 18:53:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7romdu$n2i6@chuka.playstation.co.uk> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.plays 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.c 
dy5b6z.1i9xhcelwg2qc1N@[194.151.88.142]> 

NNTP-Posting-Host: th-gt143-071.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I could have said this... 
> But admit that the analog pad (wich is slightly fatter then the dual 
> shock) is even better of shape (not the tops of the analog sticks) 


Yeah, it would have been better if Sony could have kept the length of the 
handles on the original Analogue pad, but the improved sticks of the Dual 
Shock. The only thing I can complain about the controller is using both the 
shoulder buttons, a bit hard to get to, especially when your hands are 
slipping. Even harder to get to when using the analogue sticks... 


> DEnnis.. 


Rikki 


—-MESSAGE FILE 5955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04679 
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—-MESSAGE FILE 5956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004680 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 18:58:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 80 

Message-ID: <7romgqp$n2i7@chuka.playstation.co.uk> 


References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <ldy37t2.1krbi0wbmxhxgN@[192.168.0.1]> <7rlrqh$n2il@chuka.playstation.co.uk> <1 


dy5awl.lve78kln0em3sN@[194.151.88.142]> <37DF98A8.585FBA8D@dma-design. com> 
NNTP-Posting-Host: 212.56.110.144 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hmm, could this be where Sega fail yet again? 


Sega have had some brilliant ideas with the Dreamcast which should have left 
them in a very strong position, but somehow Sega has not conveyed these 
ideas to the public very well and they are often seen as negatives. 


When designing the DC, Sega looked very carefully at the performance/price 
ratio and came to the conclusion that it would be better to use existing, 
cutting-edge, mass produced components rather than develop their own, if 
they want to keep costs down. So, they're using a graphics chip which can 
also be found in some PCs. The primary defining points of PC hardware are 
the processor/bus/io/memory configuration. In these respects the DC has 
little in common with the PC. 


And the OS? Like Brian (and others) pointed out, WinCE is an option. Sega 
did not want to be caught in the same catch 22 situation as they have been 
in before. Software developers don't like to take risks, and want to 
develop for successful formats, but a format cannot be successful without a 
good software base. With WinCE, however, it will be a relatively easy, 
quick and cheap job to port PC software to the DC, or to develop PC and DC 
software in tandem. The quicker and cheaper it is to port, the lower the 
risk. Just think about it from a PC developers point of view. Why not port 
to DC? 


So, the idea was to open the floodgates for DC software, especially during 
the early stages of the DCs life. Meanwhile the "true" console developers 
can avoid WinCE, write highly optimised code, and push the machine to the 

limits. 


Besides, a lot of PC software is probably better suited to a console anyway. 
When Quake II was released, would you rather have played it sat at a desk on 
your 17" monitor, or sat on the sofa in front of a 29" TV? I know which one 
I'd choose - providing the machines were of similar spec/performance of 
course. 


So, bearing in mind that Sega got their new console out first, have taken 
steps to build a solid software base, and the fact that PS2 is likely to 
cost significantly more than DC, Sega should be looking good. But somehow I 
get the feeling that with the PS2's superior technology, Sony's marketing 
machine, and the fact that Sega have been taking lessons from Atari in PR, 
Sony will be triumphant again. 


Herbs 


Brian Baird <brian@dma-design.com> wrote in message 
news:37DF98A8.585FBA8D@dma-design.com... 

> DEnnis Brinkhuis wrote: 

> 


> >At least the PS2 isn't running 
> > Windows! ;) 
> 


V V V V 
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> Well, it seems that the dreamcast contains microsoft parts and even a 
> WindowsCE. As far as I know, the PSX2 does not have that, does it? It 
> seems to me like that is a hudge advantage.. 

*sigh* 


The Dreamcast has the capability to run a specially coded version of 
WindowsCE & DirectX. If a developer wishes *not* to make use of those 
libraries, they're not loaded & the developer is free to use the lower 
level routines provided by Sega, or to work even lower if they feel the 
need. 


So far, very few games have made use of the WinCE capabilities - the 
most notable is Sega Rally 2. 


Sega have even developed a networking library now, so you're not 
restricted to using DirectPlay. 


There are no "microsoft parts" inside a Dreamcast. 


Brian @ DMA 


VVVVVVVVVVVVVV VV VV VV VV VV 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 


—-MESSAGE FILE 5956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04680 


-—-MESSAGE FILE 5957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004681 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: compiler news 

Date: Wed, 15 Sep 1999 19:07:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7ronlg$n2i8@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-28.antimony.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


hmm i havent seen it mentioned anywhere here, have you guys been scanning 
the press? Bad news good news time. 


The bad news is that Metrowerks have been taken over by Motorola so are 
likely to drop CodeWarrior for MIPS any time soon. Boo! 


But the good news is that MIPS have just paid cygnus a load of moolah to 
make new better versions of gcc. Yeah! 


Did any of you guys at ECTS manage to sneak into the microsoft console 
unveiling? 


—-MESSAGE FILE 5957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04681 


—-MESSAGE FILE 5958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004682 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 19:09:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7ronbk$n2i9@chuka.playstation.co.uk> 
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References: <7rilo6$g0d7@chuka.playstation.co.uk> <37DEECF6.D779E611@breathemail.net 
> 

NNTP-Posting-Host: th-gt143-071.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I think the most important question is why can Sony call is Playstation 
> 2 when all the mags etc have to call it the "Next Generation 
> Playstation". 


Well, I only heard that mags had to call it the NGPS before the annoucement 
of the console's looks, name and date of release. Now that Sony have 
officially revealed the name, they will be able to call it ‘PlayStation 2'. 


> I suppose it's like magazines weren't allowed to have PSX in their title 
> and SOny apparently discouraged the use of PSX professionally, and tehn 
> along comes yaroze with PSX written all over the manuals etc ;) 


Well, I suppode it's better for the mags to call it PlayStation, as it 
sounds more professional than PSX. PSX has become a common way of typing 
PlayStation quickly, not something a magazine who wants to appear 
professional should have to do. The use of PSX in the manuals is probably 
due to the rather relax method of writing in the manuals. 


> Al 
Rikki 


> p.s. yes it's ugly, maybe this is just to get everyone talking again 
> befor they reveal it properly :) 


—-MESSAGE FILE 5958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04682 


-—-MESSAGE FILE 5959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004683 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Wed, 15 Sep 1999 21:49:11 +0200 

Organization: DEbri 

Lines: 32 

Message-ID: <ldy6x9u.f2ntrs6jnh0O4N@al—-88-130.al1.nl1> 

References: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100zZ61218i9afZN@[194.151.88.142]> <7rnplt$n2i5@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 


Jun Nakamura <jun@formula.nl> wrote: 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news: 1ldy5ca0.100z61218i19afzN@[194.151.88.142]... 


> Well, I do think that for every achievement, you should get an reward, 

> just enough to give you a good feeling, but just not enough, to make you 
> loose interest.. 

> 

> DEnnis.. 


That is difficult to determine, especially with differences in age, gender, 
culture etc. 

Maybe you can use the storyline/puzzles/graphics to immerse the player into 
the 
game. That way you can totally stuff yourself with rewards, but still be 
curious 

about what's next around the corner. 


VVVVVVVVVVVVVVV VV 
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> Jun. 


I agree, but the reward should compensate to the achievement. When I 
must do something really hard, and finally I did it, it must be worth 
the effort. 

Could you form a clear statement on Gameplay. You've told me before and 
you sure have a point.. 


DEnnis... 


PS. Jammer dat je niet op de ECTS was. Maar eerlijk gezegt heb je niet 

al te veel gemist volgens mij. 

—-MESSAGE FILE 5959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04683 


—-MESSAGE FILE 5960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004684 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Wed, 15 Sep 1999 16:51:33 -0500 

Organization: SCEA News Server 

Lines: 52 

Message-ID: <7rp40n$a483@scea> 

References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 
-uk> <7rk19h$g0d18@chuka.playstation.co.uk> <867lluja67.fsf@foo.mel.cybec.com.au> <7 
r162j$g0d20@chuka.playstation.co.uk> 

NNTP-Posting-Host: 149.112.102.13 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 7r1624$g0d20@chuka.playstation.co.uk... 

> (Well they probably paid a school kid a £10 to invent those 

> analogue buttons), all they did was make the buttons analogue now that's 
> great on the Dreamcasts triggers but I can't see how that will benefit 
fire 

> buttons, that aren't triggers? 


I can imagine fighting games where the harder you mash the buttons, the 
harder your punches/kicks/whatever hit your opponent. 


Also, for platform games, maybe the harder you mash the button, 
the higher or longer your character will jump, as opposed to todays 
"standard" of the longer you hold the button the higher/longer he jumps. 


> I also hope they have removed the stupid button that changes the 
controllers 

> mode from Digital to Analogue, why, oh why, must this be... I can't 
actually 

> see from the pictures but I think I can just see it hiding behind one of 
the 


> sticks. 

We all should know why :-) A lot of original software was apparently 
written like: if (controller.mode == 0x04) {//Do some controller stuff} 
For example, my "GameShark" (a.k.a. Pro Action Replay) does not 

work when my controller is in analog mode. 1 need to select digital 
mode, do my cheat selection, start the game, then switch to analog 

mode. I'd guess there are older games that do just the same thing. 


In another thread, someone was saying how it was short-sighted 

not to have the analog sticks from the start. But don't forget all the 
previous systems: Atari 2600 with it's digital joystick worked 

just right for most games. (Yes, they did break easily, but thats a 
different story! :-) Then all these other systems came out like the 
Intellivision that tried to one-up the Atari joystick, with that funny 
"disc", with 16 positions rather than Atari's measly 8. I don't 
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know anyone who actually liked the Intellivision disc controller. 
And what were they thinking about with the Atari 5200 analog 
controllers. What a mess that was! And the IBM-PC analog 
joysticks just never caught on for a variety of reasons. So then 
NES comes along with it's digital pad, and completely changes 

the way everyone thinks of game control for the next decade. 

I'd say it was quite a flash of brilliance, and risk-taking, to 
re-introduce the analog control to the game world. Obviously 
they took a good look at the old (failed) analog controllers in 
order to understand how to do it correctly this time around. 


EdF 


—-MESSAGE FILE 5960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04684 


-—-MESSAGE FILE 5961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004685 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze cables and stuff! 

Date: Wed, 15 Sep 1999 23:48:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7rp7k5$n2il10@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-38.havrix.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello everyone, 


Can anyone help with this quick query I have. 


You see, when I ordered my Yaroze earlier this year I thought it would be 
best to read through the terms and conditions on the back of the application 
form(s) first. Now while most of this went straight out of my head, there 
was one point that has stayed with me. One of the terms stated that the 
Yaroze program will run until at least the summer of next year, and after 
that time Sony have the right to take back our cables leaving us with just a 
normal black PlayStation for our troubles. Does anyone know if Sony intends 
to do this? I certainly hope they don't. Just imagine after all of our 
hard work being left with programs that we couldn't use. It would be 
terrible. And will the web sites and newsgroups also be closed??? 


I am sorry if this has been answered before but I have only recently 
discovered these newsgroups. In fact this is my first ever entry. Thanks 
in advance for any help. 


Steven 


—-MESSAGE FILE 5961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04685 


—-MESSAGE FILE 5962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004686 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Logo Problem 

Date: Wed, 15 Sep 1999 12:05:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <37DF7D70.CAEE9EAC@breathemail.net> 

References: <7rl4p1$g0d19@chuka.playstation.co.uk> <37debd1ic.1210312246@news.scea.so 
ny . com> 
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Reply-To: admars32@bigfoot.com 
NNTP-Posting-—Host: modem-214-46.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (WinNT; I) 
X-Accept-Language: en, ja 


Scott Cartier wrote: 


Intergraph do that on their PCs so you can stand them either way and 
rotate the logo to always be the right way up. 


I can see the headlines now... 
"Intergraph sue Sony over breach of copyright of spinning logo" ;) 


Integraphs also have funny little clips in the CD tray you should move 
when standing the PC as a tower rather the desktop. 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


Page 3847 


> 

> >Just an observation, why do you think the PS logo rotates on the front of 
> >the drive tray, it's always the correct way up, so on when the PS2 is 

> >horizontal the logo is the right way up and when it is vertical it's also 
> >the right way up (according to the pictures on the Sony web site) 

>> 

> >Strange... 

> 

> Yeah, saw that too. Very odd. Either the pics were altered, or maybe 

> it's just a sticker that you can put on either way. 

> 

> Scott 


—-MESSAGE FILE 5962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04686 


—-MESSAGE FILE 5963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004687 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Thu, 16 Sep 1999 16:23:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7rr2hi$n2il3@chuka.playstation.co.uk> 


References: <ldy2bsg.3sru775gi5sON@al—-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100z61218i9afzN@[194.151.88.142]> <7rnplt$n2i5@chuka.playstation.co.u 


k> <ldy6x9u. f2ntrs6jnh04N@a1l—-88-130.al.nl1> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


My final point... 
Gameplay is double perfecting your brother with Panda on Tekken 3.... 
Aaron.. 


blaisetech@yahoo.com 


—-MESSAGE FILE 5963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04687 


—-MESSAGE FILE 5964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0004688 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze cables and stuff! 

Date: Thu, 16 Sep 1999 19:45:18 +0200 

Organization: DEbri 

Lines: 39 

Message-ID: <ldy7sej.bsfjohn8i3e2N@al-88-136.al.nl1> 
References: <7rp7k5$n2il0@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-136.al.nl 
X-Newsreader: MacSOUP 2.3 


Steven Lewis <stevenlewis@birminghamhome.freeserve.co.uk> wrote: 


Hello everyone, 


Can anyone help with this quick query I have. 


You see, when I ordered my Yaroze earlier this year I thought it would be 
best to read through the terms and conditions on the back of the application 
form(s) first. Now while most of this went straight out of my head, there 
was one point that has stayed with me. One of the terms stated that the 
Yaroze program will run until at least the summer of next year, and after 
that time Sony have the right to take back our cables leaving us with just a 
normal black PlayStation for our troubles. Does anyone know if Sony intends 
to do this? I certainly hope they don't. Just imagine after all of our 
hard work being left with programs that we couldn't use. It would be 
terrible. And will the web sites and newsgroups also be closed??? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> I am sorry if this has been answered before but I have only recently 

> discovered these newsgroups. In fact this is my first ever entry. Thanks 
> in advance for any help. 

> 
> 


Steven 


Hi Steven, 


I think Sony keeps itself save to be able to pull the plug anytime for 
anybody. I think they did that so they could keep grip off us. The NY is 
a very powerfull tool and If I would make all kind of antisocial games, 
they should need a backup to get me of the program. 

Also, when one of us notices that we can use the NY as a pro-dev system 
with only a few adjustments, they will need to pull the plugg for us 
ՅԼԼ.. 

But personally I can't see Sony doing something like that.. As far as I 
know, they are very happy with the result of this project.. 


Cheers, 


DEnnis.. 


—-MESSAGE FILE 5964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04688 


—-MESSAGE FILE 5965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004689 

Path: chuka.playstation.co.uk!news 

From: "Dave Smethurst" <dave@ulthwe.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how do you do, PS2? 

Date: Thu, 16 Sep 1999 21:19:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 138 

Message-ID: <7rrj2b$lcul@chuka.playstation.co.uk> 


References: <7rilo6$g0d7@chuka.playstation.co.uk> <7rjlhh$g0d16@chuka.playstation.co 


-uk> 

NNTP-Posting-Host: modem-45.conductor.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Net Yaroze newsgroups message dump.txt Page 3849 


Right .. lets comment =) 


> Firstly, the logo - the symbol by which the console will be recognised by. 
> Personally, I don't think it matters, especially in the actual use of the 
> machine. I don't really like the old PlayStation logo, but that didn't 
stop 

> me getting one. The most recognisable advertising symbol of the 
PlayStation 

> is 'Cross, Circle, Square, Triangle', and as these are being kept at least 
> on the Dual Shock 2, the logo on the machine will not be too relevant. One 
> good thing about the logo is that you can easily draw it!! ;) 


Hmmm, I'm still undecided about the new logo - looks very 'futuristic' to 

me. 

Mind you , if you look carefully, there is the old PS logo on the front of 
the 

CD loading tray ... and since the controller isn't changing much then the 

obvious marketing of the 'Cross, Circle, Square, Triangle' will continue. 


> Secondly, the machine. Well, black looks pretty nice, goes with 
everything, 

> and looks like my Yaroze - (turn to camera - stage left) nice! Right, the 
> bluey bit's look a bit iffy, but they should grow on me. The overall thing 
> that strikes me is that it looks too PC like, although a pretty nice PC. I 
> suppose this is mainly due to the ability to stand vertically, instead of 
> horizontally. Actually, I reckon the shape is based on my flat bed 
scanner, 

> well, the over hang of console at the top. Hmmm, what else. Oh, yeah, I 

> don't like the CD loader, 'tray-style' - PC, not nice. Another thing is 
that 

> the button's look a bit strange, and it's odd how there's a power switch 

> (1-0 one) on the side, and a power button on the front. 


Okay, lets maybe take another look here, I think the PS2 looks alot like 
old CD players (at least like one my parents used to have) Also the long 
"heat sink' like bars remind me in some ways of the old Spectrum 128K 


Anyway, if you think about where Sony might be marketing this machine - alot 
of current owners are in the mid 20 to early 30 ranges now - since the PSX 
is going 


to near on 4-5 years old when PS2 is launched you have to recognise that the 
people 


who grew up with it will be older, therefore the design is more asthetic 
than the PSX 

and might have been designed to garden for the older range players - alot of 
people 

will probably buy because of the Playstation connection anyway ! Plus the 
machine 

will probably fit nicely next to the video/tv/hi-fi system and not look out 
of place. 

Admit it - have you seen many grey boxed tv's hifi's ? what color are they 
all 

usually - that's it .... BLACK !! 


> Ok, now other stuff. 2 pad slots?!?! Bit amazing, especially the image it 
> will confer to 'the casual gamer' (Edge 75-76 ;), who all whine "but the 


> Dreamcast/N64 has got 4, the PS2 is shit...". I dunno how it will work 
with 
> more than 2 people, mainly as we (read: "I") don't know any details about 


> the pad, but if it's normal port/USB, then obviously, the two normal ports 
> are only there for backwards compatibility, and use with multi taps etc, 
and 

> the USB attaches to one of the 2 USB ports, then multiple pads are either 
> daisychained or attached to some sort of hub. Someone complained about 
daisy 
> chaining, but surely it would be more convenient than a multitap/hub, as 
> you'd just stick the next pad into the latest pad plugged in, rather than 
> into the hub, taking up less space. This also leaves less of a 
restriction, 

> such as the 8 player one on the PSX. Although not possible in every game, 
ԼԵ 
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> will allow a lot more multiplayer fun, in games such as Micro Machines, 
> especially as the graphics in that are pretty simple, the number of cars 
at 

> one time can be massive. Also, in sports, you could have one player for 
each 

> player on the field/pitch. (Gonna stop here, sounding too much like 

> advertising for Sony...) 


This sounds like what I'd think it'd go like - can you imagine if the 
controllers weren't USB ? 

Has anyone actually found out the connection type for the DualShock2 pad yet 
թ) 


Since it's got a 2 in it, I'd expect something different and I'd edge 
towards the 

USB connection. Also think about it, how many people do you know with 
multi-taps ? 

I ain't got one ! But I know alot of people with PSX machines. If the pads 
were USB then that 

would be alot of people who could all gather round and play micro-machines 
at once !! 

The only limit then would be the developers who would have to produce high 
multiplayer 
games ... and the amount of power that a psx can deliver to all the pads - 
admit it - do you really 
think the PSX was designed to power 8 connected dual shock pads all 
vibrating at the same time ? 


> Finally, extras. Memory card: 8mb, although you could've had these ages 
ago, 

> with all the third party mem cards, but now games can be certain of having 
> 8mb. Hopefully that will only be used for the user to have more games 
saved 
> on one card, but most likely, it will be used by lazy programmers (all of 
us? ;) who can't be bothered to work out clever ways to store all the data 
needed, and you'll still need to buy a ton of mem cards. Let's hope the 
programmers can prove us wrong. Also, anyone got any idea about the stance 
on modems in the PS2, I couldn't pick out anything specific, anyone? 


VVVYV 


Modems will be either PCMCIA or USB I think - or from what I've gleaned from 
the documentation. 


Probably of the Cable Modem type or at least 56K !! The only problem is 
going to be local telecoms 

providers here in the UK!!. Is BT going to actually have ASDL rolled out by 
2001 (when sony plans 

to launch their net strategy !?!). Also , I'm interested in the 


multi-gigabyte device they reckon will be 

used to store 'downloaded' games and the strategy for this - will you pay a 
one off fee then will be 
able to download the game whenever you want - what about games like 
everquest - will they be 

available via this sort of strategy - where you have a client-server 
architecture with 'free' updates 

being provided - it opens up a whole load more oportunities this way. Not in 
the patching sense but 

more along the line of extra content. Where the gamer would be able to get 
extra levels to play, better 

cars to driver etc etc. To me this sounds like a top console, even without 
the modem provided at 

launch. It just depends on sony's development support (which is probably 
pretty good) and the 

developers ideas ..... 


just a couple of pennies in there 
D. 


—-MESSAGE FILE 5965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04689 


—-MESSAGE FILE 5966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004690 
Path: chuka.playstation.co.uk!news 
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From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Pictures!!!! 

Date: Thu, 16 Sep 1999 22:30:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7rrngo$lcu2@chuka.playstation.co.uk> 
References: <ldy2c2q.wvvl4bcsz4auN@al-88-131.al.nl1> 
NNTP-Posting-Host: p21s08a07.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news: ldy2c2q.wvvl4bcsz4auN@al-88-131l.al.nl... 


> 

> 

> Go to my page and click on the DEnnis-logo or go to the TeamParc-page 
> and click on the burning Team-Parc-logo... 

> 

> http://come.to/debri 

> http://go.to/teamparc 

> 

> PS. I'm still working on the page for the thirth day.. 


Hi DEnnis 
I'm eager to see if those pics of Demis and Faithless 'came out" OK :-) 


Derek 


—-MESSAGE FILE 5966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04690 


—-MESSAGE FILE 5967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004691 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze cables and stuff! 

Date: Thu, 16 Sep 1999 00:22:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <37E02A52.9A09753D@breathemail.net> 
References: <7rp7k5$n2il0@chuka.playstation.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.176.208.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en, ja 


Hi, this gets brought up every now and again. 


Nothing official has been said apart from "Support is carry on for the 
time being". The thing is is yes they could take back the stuff, but 
would it really be worth the time and trouble for them? Didn't the big 
box all the other boxes come in say something like "Do not throw away 
this box"? 


if they did take all the stuff back, the undeground Caetla scene would 
probably get an extra few hundred interested parties :) 


Al 
Steven Lewis wrote: 


> 
> Hello everyone, 
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Can anyone help with this quick query I have. 


You see, when I ordered my Yaroze earlier this year I thought it would be 
best to read through the terms and conditions on the back of the application 
form(s) first. Now while most of this went straight out of my head, there 
was one point that has stayed with me. One of the terms stated that the 
Yaroze program will run until at least the summer of next year, and after 
that time Sony have the right to take back our cables leaving us with just a 
normal black PlayStation for our troubles. Does anyone know if Sony intends 
to do this? I certainly hope they don't. Just imagine after all of our 
hard work being left with programs that we couldn't use. It would be 
terrible. And will the web sites and newsgroups also be closed??? 


I am sorry if this has been answered before but I have only recently 
discovered these newsgroups. In fact this is my first ever entry. Thanks 
in advance for any help. 


VVVVVVVVVVVVVVV VV VV 


Steven 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 5967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04691 


—-MESSAGE FILE 5968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004692 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Thu, 16 Sep 1999 23:16:39 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 41 

Message-ID: <developer-1609992316400001@192.168.0.1> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
.Յս» 

NNTP-Posting-Host: prol-148.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1470 scee.yaroze.freetalk.english 
24692 


> "Nathan Miller" <KiRyu@aol.com> writes: 

> > Since the PS2 is designed to be interfaced easily, how about a Yaroze level 
> > library CD for free? :-) Online documentation, hell, just list the function 
> > prototypes!!! (We will hack away at it!) 

> That's a fair point. If the PS2 is backwards compatible we should be 

> able to load our Yaroze games into it - will the rest of the hardware 

> be locked out, or will we able tap into the raw power that is the PS2 

> (even slightly)? 

> (Sorry if this has already been discussed, I haven't noticed. :) 

> Toby. 


Actually the discussion was based on Non-Available info. 
Now that the PS2 has been shown in Japan, a dev version will follow here 
Real soon. 


With the capability of the PS2, development for a Yarose version may be 
easier to implement, if not just open up. 


Then later allow the advanced PS2 features to be exploited. 


Just as an aside, Nintendo looked very closely at the "Net Yarose" project 
and are probably going to investigate a similar mechanism for the Dolphin. 


LinuxPPC on Dolphin. 


I would just love to see a Linux on the PS2. 
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That way maintenance for the OS and Copyrighting of an OS is relieved from 
Nintendo as an issue. 


AND it gives them control over what Prospective Developers can do with the 
Hard ware. Since they control access to information on the Hardware 
Sub-Systems AND that Linux Operations DV-ROM {etc} would need to be used. 
Piracy is reduced. 


In fact Nintendo could leverage the Linux Platform for a remarkable 
presence ON-LINE. 


But again. We have to wait and See what happens. 


-sean 
--MESSAGE FILE 5968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04692 


--MESSAGE FILE 5969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004693 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Pictures!!!! 

Date: Fri, 17 Sep 1999 11:22:49 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <1dy9w0n.1hfxxf517f45xmN@[194.171.204.57]> 

References: <ldy2c2q.wvvl4bcsz4auN@al-88-131.al.nl> <7rrngo$lcu2@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 (unregistered for 51 days) 


Derek da Silva <dasi@eidosnet.co.uk> wrote: 


> DEnnis Brinkhuis <debri@dds.nl> wrote in message 

> news: ldy2c2q.wvvl4bcsz4auN@al-88-131.al.nl... 

>> 

>> 

> > Go to my page and click on the DEnnis-logo or go to the TeamParc-—page 
> > and click on the burning Team-Parc-logo... 

>> 

> > http://come.to/debri 

> > http://go.to/teamparc 

>> 

> > PS. I'm still working on the page for the thirth day.. 

> 

> Hi DEnnis 

> 

> I'm eager to see if those pics of Demis and Faithless 'came out' OK :-) 
> 

> Derek 


You made some nice shots of the Party but only one of Faitless, and that 

one is not to good.. Thanks anyhow 

—-MESSAGE FILE 5969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04693 


—-MESSAGE FILE 5970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004694 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze cables and stuff! 

Date: Fri, 17 Sep 1999 11:22:50 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <ldy9wta.1lmgqclr5fzxhdsN@[194.171.204.57]> 

References: <7rp7k5$n2il0@chuka.playstation.co.uk> <37E02A52.9A09753D@breathemail.ne 
t> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 (unregistered for 51 days) 
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Al <admars32@breathemail.net> wrote: 
Hi, this gets brought up every now and again. 


Nothing official has been said apart from "Support is carry on for the 
time being". The thing is is yes they could take back the stuff, but 
would it really be worth the time and trouble for them? Didn't the big 
box all the other boxes come in say something like "Do not throw away 
this box"? 


if they did take all the stuff back, the undeground Caetla scene would 
probably get an extra few hundred interested parties :) 


VVVVVVVVV VV 


I think this as well and they probably want us to stick with the NY. 


DEnnis.. 
—-MESSAGE FILE 5970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04694 


—-MESSAGE FILE 5971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004695 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Sega Dreamcrash 

Date: Fri, 17 Sep 1999 12:04:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7rt78rSlcu3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mail.ridgeway-sys.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 


From: 
http://www.pa.press.net/news/technology/TECHNOLOGY_Segabug_78004.html1 


SEGA BROWSER BUG 


The web browser built into Sega's new Dreamcast games console has a problem 
coping with some e-mail messages, it has been shown. 


Just days after the Dreamcast was launched in America, prompting huge sales, 
a computer expert discovered a problem with its built-in Internet software. 


If the browser tries to open mail messages with very long subject lines, it 
crashes, telling users: "An internal error has occurred. Please contact 
Sega." 


Raises some interesting issues though: 

(i) Have Sega built-in an "update over the Internet" capability for their 
firmware? 

(ii) Will Sony do the same for PSX2 (if/when the modem is released)? 


Mike 


—-MESSAGE FILE 5971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04695 


—-MESSAGE FILE 5972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004696 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Pictures!!!! 

Date: Fri, 17 Sep 1999 15:19:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
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Message-ID: <7rtilgqSlcu4@chuka.playstation.co.uk> 

References: <ldy2c2q.wvvl4bcsz4auN@al-88-131.al.nl> <7rrngo$lcu2@chuka.playstation.c 
o.uk> <ldy9w0n.1lhfxxf517f£45xmN@[194.171.204.57]> 

NNTP-Posting-Host: p75s08a07.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> You made some nice shots of the Party but only one of Faitless, and that 
> one is not to good.. Thanks anyhow 


Oops :-) 


Derek 


—-MESSAGE FILE 5972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04696 


-—-MESSAGE FILE 5973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004697 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega Dreamcrash 

Date: Fri, 17 Sep 1999 19:42:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7ru226Slcu7@chuka.playstation.co.uk> 
References: <7rt78rS$lcu3@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> SEGA BROWSER BUG 
One of the reason behind the delayed Euro Release 


Nigel 


—-MESSAGE FILE 5973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04697 


—-MESSAGE FILE 5974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004698 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Sat, 18 Sep 1999 02:04:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7ruot1S$lcu8@chuka.playstation.co.uk> 

References: <ldy2bsg.3sru775gi5sON@al—-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100z61218i9afZN@[194.151.88.142]> <7rnplt$n2i5@chuka.playstation.co.u 
k> <ldy6x9u.f2ntrs6jnh0O4N@al—-88-130.al.nl> <7rr2hi$n2il3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-102.thulium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


>Gameplay is double perfecting your brother with Panda on Tekken 3.... 


:-) 
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Says it all, really. I've been playing Zelda all night which should mean I 
have something worthwhile to contribute to this thread (esp. as the last 
hour was spent on the fishing sub-game).... alas, I don't. How about this 
for a 2:00am effort: "gameplay... is loads of bloody hard work"? 


Works for me! 


Nick F 


—-MESSAGE FILE 5974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04698 


--MESSAGE FILE 5975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004699 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS Pictures!!!! 

Date: Sat, 18 Sep 1999 11:52:27 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldybspp.llnn22vlvgyszyN@al-88-126.al.nl> 

References: <ldy2c2q.wvvl4bcsz4auN@al-88-131.al.nl> <7rrngo$lcu2@chuka.playstation.c 
o.uk> <ldy9w0n. 1lhfxxf517f45xmN@[194.171.204.57]> <7rtilqSlcu4@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Derek da Silva <dasi@eidosnet.co.uk> wrote: 


> > You made some nice shots of the Party but only one of Faitless, and that 
> > one is not to good.. Thanks anyhow 

> 

> Oops :-) 

> 

> Derek 


No problem, you made some realy fine pictures of Demis and me. 
Thanks again.. 
Did you see the pics on my page? 


DEnnis.. 
-—-MESSAGE FILE 5975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04699 


—-MESSAGE FILE 5976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004700 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega Dreamcrash 

Date: Sat, 18 Sep 1999 11:52:39 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <ldybsvv.t3qn4n15kgreoN@al-88-126.a1l.nl1> 
References: <7rt78rS$lcu3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Mike Hatfield <mhatfield@ridgeway-sys.com> wrote: 


From: 
http://www.pa.press.net/news/technology/TECHNOLOGY_Segabug_78004.html1 


SEGA BROWSER BUG 


The web browser built into Sega's new Dreamcast games console has a problem 
coping with some e-mail messages, it has been shown. 


VVVVVVV VV 


Just days after the Dreamcast was launched in America, prompting huge sales, 
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> a computer expert discovered a problem with its built-in Internet software. 
> 

> If the browser tries to open mail messages with very long subject lines, it 
> crashes, telling users: "An internal error has occurred. Please contact 

> Sega." 

> 

> 

> Raises some interesting issues though: 

> (i) Have Sega built-in an "update over the Internet" capability for their 
> firmware? 

> (ii) Will Sony do the same for PSX2 (if/when the modem is released)? 

> 

> Mike 


I see no future yet for a good intergration of internet and consoles.. 
Maybe in the next generation (after PS2).. 


DEnnis.. 
—-MESSAGE FILE 5976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04700 


—-MESSAGE FILE 5977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004701 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Sat, 18 Sep 1999 11:57:15 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <ldybt4w.7w96onjh0d72N@al-88-126.a1.nl1> 

References: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100z61218i9afzN@[194.151.88.142]> <7rnplt$n2i5@chuka.playstation.co.u 
k> <ldy6x9u.f2ntrs6jnh04N@al—-88-130.al.nl> <7rr2hi$n2il3@chuka.playstation.co.uk> <7 
ruotl$lcu8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


>Gameplay is double perfecting your brother with Panda on Tekken 3.... 


:-) 


> 

> 

> 

> 

> 

> Says it all, really. I've been playing Zelda all night which should mean I 
> have something worthwhile to contribute to this thread (esp. as the last 
> 
> 
> 
> 
> 
> 


hour was spent on the fishing sub-game).... alas, I don't. How about this 
for a 2:00am effort: "gameplay... is loads of bloody hard work"? 


Works for me! 


Nick F 


I don't agree... 
My school sure is "loads of bloody hard work" but there sure is no 
gameplay in there.. 


DEnnis.. 
—-MESSAGE FILE 5977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04701 


—-MESSAGE FILE 5978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004702 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Sat, 18 Sep 1999 11:22:16 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 


Lines: 22 


Message-ID: <7rvpifSlcu9@chuka.playstation.co.uk> 

References: <ldy2bsg.3sru775gi5sON@al—-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100z61218i9afzN@[194.151.88.142]> <7rnplt$n2i5@chuka.playstation.co.u 
k> <ldy6x9u.f2ntrs6jnh04N@al—-88-130.al.nl> <7rr2hi$n2il3@chuka.playstation.co.uk> <7 
ruot1l$lcu8@chuka.playstation.co.uk> <ldybt4w. 7w96onjh0d72N@al-88-126.al.nl1> 
NNTP-Posting-Host: modem-43.rhenium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


>I don't agree... 


>My school sure is "loads of bloody hard work" but there sure is no 
>gameplay in there.. 


I mean, it takes 


lots of hard work to CREATE strong gameplay. For instance, 


I think some peopl] 


le just like to think that they can kick back, come up with 


a cool scenario/idea for a game, and then it will be OK to play. In reality, 
you have to experiment, change and start over from scratch to get it right! 


Let's face it - gameplay is all about that "hook" that is very difficult to 
describe but pretty easy (to an experienced gamer) to find once it's there. 
There was an interesting article on Gamasutra a few weeks back about 
creating a vocabulary for gameplay: 


http://www.gamasutra.com/features/19990716/design_tools_01.htm 


Check it out and see what you think! 


Nick F 


—-MESSAGE FILE 5978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04702 


-—-MESSAGE FILE 5979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004703 


Path: chuka.playstation.co.uk!news 
From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Speed it 
Date: Sat, 18 Sep 


up PS2 
1999 12:17:34 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 35 


Message-ID: <7rvscoSlcul0@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 


X-Priority: 3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Well I've finally 


got a couple of comments on the PS2 worth reading. 


With the PS2 being backward compatible with the PS but the PS2 having a 24x 
CD ROM does this mean PS games are actually going to achieve respectable 


loading times, if 


they do I can see some of my old games actually being 


played again, that was always one of my main problems with CD systems and 
this could just fix that... however they could always spin the CD down to 2x 
for ultimate compatibility, that would be a real shame and disappointment. 


And secondly with 


a March release I would certainly be interested to see 


what sort of games we can expect at launch, I know they have mentioned 
things like Tekken, GT2000, RidgeRacer but what of new games, original, what 


is the point of a 
with just more pol 


new console if you are going to put the same games out 
lygons. 


OK I know it's not original but if there is ever a Net Yaroze 2 I know what 


my first game will 


L be Carrier Command 2000, I already have the models, story 


line and gameplay, I was going to do it for the Yaroze but went off ona 
different line, NY2 would be perfect for the detail I want to get into it, 
sharing the same basics as the original but with loads more to do, the 
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connectivity would be the main thing, you could connect as many PS2's 
together as is possible on a LAN and each take charge of a carrier for World 
domination, so what shall we do tonight watch Coronation Street or try to 
take over the world :) 


I'd like to do a couple of other remakes as well, including StarGlider 2000, 
Hunter (Amiga) Superb game) 


But lets please have 24x CDRom for old Playstation compatibility 


Nigel. 


—-MESSAGE FILE 5979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04703 


—-MESSAGE FILE 5980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004704 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: enough PS2 

Date: Sat, 18 Sep 1999 22:38:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7sl0nbSlcul2@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi 


Diverting slightly from PS2 for a second, do you think Final Fantasy 8 is 
worth getting on import (might as well make use of the fact that the Yaroze 
can play American games)... 


I wasn't overly impressed with FF7 the fight that just happened were to 
annoying, do these still happen in 8? 


Now back to PS2 and NY2 
BTW I would like to be added to the list of people wanting an NY2 


Cheers 
Nigel 


—-MESSAGE FILE 5980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04704 


—-MESSAGE FILE 5981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004705 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: NY2 before or after 

Date: Sun, 19 Sep 1999 12:46:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7s2jckSbbgl@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


We obviously know nothing about if there will even be a NY2 but it's nice to 
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speculate about it for a while. 


What I would like to see is the NY2 released here shortly after the release 
of the PS2 in Japan (for current Members), with a USB connection (most PCs 
and new Macs have these and older version can have them added for a small 
price) FireWire would be very nice for the G3, G4 owners, PC owners can get 
Firewire with the expense of adding a PCI card, a lot of new Notebooks come 
with Firewire now. 


Cut down libraries we all expect that, but being able to support lots of 
players maybe with the Multitap or with the new system, being able to use 
the Dual Shock 2 rumble stuff, and being able to use middleware tools with 
it would be nice (Lightwave, Max, Maya, Softimage, MathEngine etc.) anda 
better set of manuals than those which came with the NY would be nice, maybe 
even access to the hardware would be nice. 


As the PS2 is built to be connected to other computers Sony could use the 
base unit for the Yaroze program and put together the libraries and manuals, 
that would mean there would be no problem with running out of stock. 


So a much more open Yaroze 2 program would be the best. 


I suppose we will actually have to wait a year or more after the European 
launch :-( 


Nigel 


—-MESSAGE FILE 5981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04705 


—-MESSAGE FILE 5982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004706 

Path: chuka.playstation.co.uk!news 

From: "Ray Edwards" <rayed@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PSX2 

Date: Sun, 19 Sep 1999 17:50:43 +0100 

Organization: IC 

Lines: 8 

Message-ID: <7s346aSbbg3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.246.63 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Does anyone know if a Net Yaroze of Playstation 2is going to be available 


Thanks 


Ray 


—-MESSAGE FILE 5982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04706 


—-MESSAGE FILE 5983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004707 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: enough PS2 

Date: Sun, 19 Sep 1999 20:15:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7s3cqrSbbg4@chuka.playstation.co.uk> 
References: <7sl0nb$lcul2@chuka.playstation.co.uk> 
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NNTP-Posting-Host: modem-28.krypton.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hmmm, I have FF8 (from tronix only worked out as about £40) but I loved 
Final Fantasy 7. 


Yes the random battles still happen in much the same way, and if you don't 

enjoy them in a building-experience-for-your-charachters type way then you 

will find them pretty annoying. There is an extra dimension in that you can 
'draw' magic out of the enemies then use this magic to make your party more 
powerfull, but it's still really a fight/level up type situation. 


Personally I think the game is great, but if you don't like FF7 then it's 
unlikely 8 is different enough to win you over. 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 7sl0nbS$lcul2@chuka.playstation.co.uk... 

> Hi 

> 

> Diverting slightly from PS2 for a second, do you think Final Fantasy 8 is 
> worth getting on import (might as well make use of the fact that the 
Yaroze 

> can play American games)... 


> 

> I wasn't overly impressed with FF7 the fight that just happened were to 
> annoying, do these still happen in 8? 

> 

> Now back to PS2 and NY2 

> 

> BTW I would like to be added to the list of people wanting an NY2 
> 

> Cheers 

> Nigel 

> 

> 


—-MESSAGE FILE 5983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04707 


—-MESSAGE FILE 5984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004708 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY2 before or after 

Date: Sun, 19 Sep 1999 20:22:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7s3d88Sbbg5@chuka.playstation.co.uk> 
References: <7s2jckSbbgl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-28.krypton.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Well with the all the connection features of the psx2 and the way SONY 
have left their options open with the architecture wouldn't it be possible 
for them to market a NY2 as a software only package? Or possibly with a 
little extra hardware 'box' to enable further features. 


This way no-one would be made to buy another playstation, more people 
could afford the program and it would be cheaper to implement. 


Also if there is a NY2 isn't it quite likely that the existing NY 
newsgroups and websites will be used for it? Now that all these things are 
in place it should be much easier, and less risky, for SONY to implement a 
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NY2 than the original NY. 


—-MESSAGE FILE 5984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04708 


—-MESSAGE FILE 5985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004709 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!11111 

Date: 20 Sep 1999 11:48:50 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86l1lzbujqt9.fsf@foo.mel.cybec.com.au> 

References: <37DE9588.D78D019B@which.net> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


Andrew Murray <mad.max@which.net> writes: 


Please Please, please sony make a PlayStation 2 Net Yaroze I beg of you. 
If you havew any mercy, please, please, PLEASE!!!!! 


Look at those damn screen shots on the official site coz I will tell you 
the PlayStation 2 looks amazing! 


VVVVVVV 


Considering that most of us have trouble producing a decent game on a 
relatively simple system like the Yaroze I doubt more than a very few 
of us would be able to do anything with a PS2 based Yaroze. 


Even the big boys are saying developing for the thing properly using 

the emotion engines etc. is extremely difficult and may shut out the 

smaller developers out there leaving only larger developers like 

Namco, Square, etc. 

Toby. 

—-MESSAGE FILE 5985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04709 


—-MESSAGE FILE 5986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004710 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!!1111 

Date: Mon, 20 Sep 1999 09:22:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <37E5EEC1.2E841B28@easynet.co.uk> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


I agree. It seems that most of the people calling for NY2 have yet to produce 
anything for the project's first incarnation. 


It would make more sense, once the PS2 is released, to give Yaroze members 
access to the full original PSX libs. 


Phil 


Toby Hutton wrote: 
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> Andrew Murray <mad.max@which.net> writes: 

> 

> > Please Please, please sony make a PlayStation 2 Net Yaroze I beg of you. 
> > If you havew any mercy, please, please, PLEASE!!!!! 

>> 

> > Look at those damn screen shots on the official site coz I will tell you 
> > the PlayStation 2 looks amazing! 

>> 

> > Give me one!!! !!!! 

> 

> Considering that most of us have trouble producing a decent game on a 

> relatively simple system like the Yaroze I doubt more than a very few 

> of us would be able to do anything with a PS2 based Yaroze. 

> 

> Even the big boys are saying developing for the thing properly using 

> the emotion engines etc. is extremely difficult and may shut out the 

> smaller developers out there leaving only larger developers like 

> Namco, Square, etc. 

> -- 

> Toby. 


—-MESSAGE FILE 5986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04710 


—-MESSAGE FILE 5987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004711 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!!1111 

Date: Mon, 20 Sep 1999 10:43:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <37e608dc.6716292@www.netyaroze-europe. com> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> 

NNTP-Posting-Host: ppp-1-8.cvx3.telinco.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 20 Sep 1999 09:22:25 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>I agree. It seems that most of the people calling for NY2 have yet to produce 
>anything for the project's first incarnation. 


I agree absolutely. There are perhaps 10-15 current members (based on 
public output) who would make enough use of a NY2 for it to be 
worthwhile. BTW, if there's anyone out there clamouring for PS2 who 
has yet to get to grips with even the basics of 3D on the Yaroze... 
well, what makes you think PS2 will be any easier to write for? 


The exception would be if we got limited/cut-down access to 
"middleware" programs like the MathEngine SDK (which I've been fooling 
with under Windows and found refreshingly simple to get into). That 
would be VERY interesting indeed, as it would remove a number of 
barriers for those of us with limited knowledge of 3D physics/maths. I 
think that the reality of NY development has been harder than everyone 
thought it would be when they first joined - imagine if we'd had 
physics / collision libraries as well as the 3D libs? (yes, I know the 
PS CPU's slow speed would make "real" physics impossible, but I'm 
talking about the principle). Hmm, what about AI libs, too? :-) 


I guess the ultimate extension for this would be a drag-n-drop GUI 
that allowed you to make almost any game? These already exist in the 
form of those cheesy "Create your own Doom game - no programming 
required!" books/CDs but I'm talking about something a bit more 
powerful and more technical. Do you think that ultimately there will 
be a big(ger) divide between the programming and the "creative"/design 
aspect of game creation? Does this mean that programmers, ultimately, 
will be stuck working out 3D / Math / Physics / Object / Logic 
"libraries" and dev tools whilst the technically less proficient 
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"designers" get to have all the fun? I mean, even more so than the 
case is today? ;-) 


Some would say that development is getting increasingly technical, so 
is the techie / design divide going to get even bigger? Will 
programmers get increasingly removed from the "creative"/design 
process? I think this is quite an interesting question - if a worrying 
one. 


>It would make more sense, once the PS2 is released, to give Yaroze members 
>access to the full original PSX libs. 


I hadn't thought of that - a rather good idea IMO (4 player Snowball 
Fight!). Of course, after clamouring for the "real" libs, most members 
would prob. never use them. I doubt it will happen, though - Sony 
probably expect commercial developers to produce PS games for another 
2 years or so. 


Nick F 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
-—-MESSAGE FILE 5987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04711 


—-MESSAGE FILE 5988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004712 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY2 before or after 

Date: Mon, 20 Sep 1999 11:42:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 49 

Message-ID: <37E60F90.4A5E4F39@reading.ac.uk> 
References: <7s2jckS$bbgl@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Nigel Critten wrote: 


We obviously know nothing about if there will even be a NY2 but it's nice to 
speculate about it for a while. 


What I would like to see is the NY2 released here shortly after the release 
of the PS2 in Japan (for current Members), with a USB connection (most PCs 
and new Macs have these and older version can have them added for a small 
price) FireWire would be very nice for the G3, G4 owners, PC owners can get 
Firewire with the expense of adding a PCI card, a lot of new Notebooks come 
with Firewire now. 


VVVVVVVVVV 


I don't think they'll be able to release NY2 *that* soon - after all, 
by the time they've done all the documentation translation and/or 
rewriting they'll probably want it out in other territories. 


Cut down libraries we all expect that, but being able to support lots of 
players maybe with the Multitap or with the new system, being able to use 
the Dual Shock 2 rumble stuff, and being able to use middleware tools with 
it would be nice (Lightwave, Max, Maya, Softimage, MathEngine etc.) and a 
better set of manuals than those which came with the NY would be nice, maybe 
even access to the hardware would be nice. 


VVVVVV 


I don't think we'll get low-level hardware access, since I think that 
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not even professionals get that on many systems. The Multitap would be 
nice - rumblepaks were probably not supported for a reason (you could 
probably break the controller quite easily if something went wrong). 
What would be nice is if they let us use the entire graphics library 
instead of just half of it - yes, I know that the other half is even 
harder to learn than the one we've got, but I'm sure somebody would have 
managed it. 


As the PS2 is built to be connected to other computers Sony could use the 
base unit for the Yaroze program and put together the libraries and manuals, 
that would mean there would be no problem with running out of stock. 

So a much more open Yaroze 2 program would be the best. 


V V V V 


I have a feeling it's a bit unlikely to be much more open. I mean, 
look at recent PSXs and the spec for the PSX2: Sony have taken the 
expansion port completely off the new PSXs, and the PSX2 apparantly goes 
so far as having an authentication system on the *memory card* to stop 
third-party developers making hardware. "Open" is becoming a thing of 
the past - apparantly because we all have to be punished thanks to 
software pirates. (Unfortunately, really, because closing everything up 
just makes the average player feel like they can't create anything and 
hence makes them more sympathetic to piracy, since they can't empathise 
with the people they're hurting and if they do they think they're either 
privileged or megacorporate.) 

—-MESSAGE FILE 5988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04712 


-—-MESSAGE FILE 5989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004713 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!11111 

Date: Mon, 20 Sep 1999 13:47:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <37E62CE4.F0A181C9@easynet.co.uk> 

References: <37DE9588.D78D019B@which.net> <861lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> <37e608dc.6716292@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


> ...Do you think that ultimately there will 

> be a big(ger) divide between the programming and the "creative"/design 
> aspect of game creation? Does this mean that programmers, ultimately, 
> will be stuck working out 3D / Math / Physics / Object / Logic 
> 
> 
> 


"libraries" and dev tools whilst the technically less proficient 
"designers" get to have all the fun? I mean, even more so than the 
case is today? ;-) 


Interesting scenario. Edge ran an article on this recently. I think it will happen 
- it's already commonplace to use existing 3D engines in new games. The team who 
created Half-life were able to concentrate on the plot and AI, to great effect, 
because they didn't need to worry about the 3D side of things. 


The current situation with game development is unsustainable (huge teams, massive 
budgets), but if the scenario develops where the most talented programmers work on 
the core game engines, and license the technology, then there's the possibility 
for opening things up to smaller teams of lesser mortals to worry about the game 
creation process. 


> Some would say that development is getting increasingly technical, so 
> is the techie / design divide going to get even bigger? Will 
> programmers get increasingly removed from the "creative"/design 
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> process? I think this is quite an interesting question - if a worrying 
> one. 


I think we will see two types of programmers emerge: the hard core engine 
programmers and the general developers. The hard core will be made up of people 
with PhDs in Physics, Maths and AI, and the general developers can be anyone who 
has the time and inclination to learn how to make use of the technology. 


If this does not happen, the industry will die, because there are simply not 
enough people with the talent to develop amazing graphics/physics/AI routines from 
scratch each time. 


It is very important to maintain access for the 'bedroom coder'. To do this, the 
groups who develop the core technology should allow it to be used freely for 
non-commercial purposes, but charge appropriately for commercial use. The bedroom 
coder then just needs to know how to use these engines to put a game together. 
Just as, in the general commercial world, a VB, Java or C++ programmer often just 
needs to know how to use existing libraries and classes to build a product or 
tool. 


At present, anyone with a bit of programming knowledge can get a job as a VB, C++ 
or Java programmer in the general commercial market, and be very well paid for it. 
But it is getting very difficult to get into the games industry as a programmer 
unless you have a brain the size of a planet. And the remuneration only begins to 
match what a bog-standard VB guy will get, once you have two or three published 
games under your belt. 


Phil 


—-MESSAGE FILE 5989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04713 


—-MESSAGE FILE 5990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004714 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!lirt! 

Date: Mon, 20 Sep 1999 13:51:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <37E62DD1.8E5D7E2C@reading.ac.uk> 

References: <37DE9588.D78D019B@which.net> <861lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> <37e608dc.6716292@www.netyaroze-europe. com> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nick Ferguson wrote: 

>I agree. It seems that most of the people calling for NY2 have yet to produce 
>anything for the project's first incarnation. 

I agree absolutely. There are perhaps 10-15 current members (based on 

public output) who would make enough use of a NY2 for it to be 

worthwhile. BTW, if there's anyone out there clamouring for PS2 who 

has yet to get to grips with even the basics of 3D on the Yaroze... 

well, what makes you think PS2 will be any easier to write for? 


VVVVVVV 


People who haven't produced much on the Yaroze may be perfectly able 
to understand it but simply not have made use of it yet. One of the big 
points of Yaroze coding for a while was to gain job experience.. well, 
now people know that by doing that coding they'll only be gaining 
experience in a platform that's about to be obsoleted. 

I don't think PS2 will be easier to learn to write for, not least 
because 3D engines are complicated things to deal with no matter how 
well the interface is designed. But I suspect that it'll take less code 
to do cooler things. 

(Also, what did you mean by "would make enough use of an NY2 for it to 
be worthwhile?" Worthwhile to who exactly? Sony? They don't seem to 
gain much by us writing stuff on Yarozes, apart from good PR. If all 
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these people are clamouring for NY2s, that means Sony will get to sella 
lot of them.. once they've sold them, they've still got the money, even 
if the user never even takes it out of the box.) 


The exception would be if we got limited/cut-down access to 
"middleware" programs like the MathEngine SDK (which I've been fooling 
with under Windows and found refreshingly simple to get into). That 
would be VERY interesting indeed, as it would remove a number of 
barriers for those of us with limited knowledge of 3D physics/maths. I 
think that the reality of NY development has been harder than everyone 
thought it would be when they first joined - imagine if we'd had 
physics / collision libraries as well as the 3D libs? (yes, I know the 
PS CPU's slow speed would make "real" physics impossible, but I'm 
talking about the principle). Hmm, what about AI libs, too? չ-) 


VVVVVVVVVV 


Collision libraries would have been very useful, but physics-like 
systems don't take much time to develop that I've seen. AI libs would 
probably be impractical because there's far too much choice in AI to 
deal with. 


> I guess the ultimate extension for this would be a drag-n-drop GUI 
> that allowed you to make almost any game? These already exist in the 

> form of those cheesy "Create your own Doom game - no programming 

> required!" books/CDs but I'm talking about something a bit more 

> powerful and more technical. Do you think that ultimately there will 

> be a big(ger) divide between the programming and the "creative"/design 
> 

> 

> 

> 

> 


aspect of game creation? Does this mean that programmers, ultimately, 
will be stuck working out 3D / Math / Physics / Object / Logic 
"libraries" and dev tools whilst the technically less proficient 
"designers" get to have all the fun? I mean, even more so than the 
case is today? ;-) 


It's starting to sound that way, but programming when unrestricted 
tends to generate neat ideas too. But I don't think it would be 
possible to make an interface, programming library, GUI or otherwise, 
that could create any game at will. 


Some would say that development is getting increasingly technical, so 
is the techie / design divide going to get even bigger? Will 
programmers get increasingly removed from the "creative"/design 
process? I think this is quite an interesting question - if a worrying 
one. 


V V V V V 


Personally I think even more worrying is the increase in games that 
aren't designed by designers, but by marketers.. 
—-MESSAGE FILE 5990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04714 


—-MESSAGE FILE 5991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004715 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!11111 

Date: Mon, 20 Sep 1999 19:17:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7s5to2$731@chuka.playstation.co.uk> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


OK cancel NY2 and give us decent manuals, access to the whole system, dual 
shock and multitap support, some decent tools, and then we might get 
somewhere. and better access to the console not just serial, my old c64 
loads from tape quicker than I can load one of my games into the Yaroze 
through the serial port. When debugging this is a pain you can spend hours 
trying to find a simple bug that would take a few minutes if you could 
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upload the game quicker. 


I've produced games on other systems with little problem, but the Yaroze 
libraries are horrible, the manuals are a joke. 


If you want to see decent library manuals look at the old Amiga RKM manuals. 


Don't get me wrong, I like the whole idea of the Yaroze otherwise why would 
I be here. I just expected a much more open system. 


As long as we can continue to Yaroze it up on the PS2 I'm happy, but I would 
love to get a Yaroze2 


If making a decent game is a criteria for getting access to a PS2 then there 
are very few developers in the professional market that would get access 
either. 


Nigel 


Philip Gooch <philg@easynet.co.uk> wrote in message 

news: 37E5EEC1.2E841B28@easynet.co.uk... 

> I agree. It seems that most of the people calling for NY2 have yet to 
produce 

> anything for the project's first incarnation. 


It would make more sense, once the PS2 is released, to give Yaroze members 
access to the full original PSX libs. 


V V V V 


--MESSAGE FILE 5991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04715 


—-MESSAGE FILE 5992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004716 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Fri, 17 Sep 1999 18:06:28 -0500 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <7s66eiSdm14@scea> 

References: <ldy2bsg.3sru775gi5s0N@al-88-131.al.nl> 
NNTP-Posting-Host: 149.112.102.13 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 

news: ldy2bsg.3sru775gi5sON@al-88-131.al.nl... 

> It seems that on interviews some questions are favorite. In a lot of 
interviews I got the question; 


> 

> 

> "Describe GAMEPLAY to us" 

> 

> Anybody out there with a clear description of Gameplay? 
Wow, good question. 

To me, "gameplay" describes how fluid a game is in responding 


to a player's controller action. It also involves how consistant 
and fair the game world is. 


"Good" gameplay is when a player's actions with the controller 
translate easily and immediately into intuitive action on the screen. 
Also, "good" gameplay allows a player to see obsticals in 

enough time to do something about them. 


Some things that contribute to "bad" gameplay therefore are: 
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1) Moving the controller, and waiting for several animation 

frames to play, before the onscreen character actually tracks 
the controller. This makes the response seem bogged down and 
slow. 


2) Controller relative movement rather than screen relative 
movement. For example, moving the stick right moves the 
character right UNLESS the character happens to be facing 

the screen, in which case it still moves the character to HIS 
right, which is now YOUR left. Ugh. 


3) Going through an entire game "knowning" that hitting a box 
does nothing, then coming across a puzzle who's solution is to 
hit a box. (The solution is not intuitive.) 


4) Really low frame rates can cause a controller action to 
appear on the screen as a sudden, huge jerk in a new 
direction, which is not intuitive. 


5) "Leaps of faith" where a player cannot see where they 

are jumping to. Whats even worse is when sometimes 

the leaps of faith are the correct thing to do, and other times 
they lead to immediate death. 


Just because the controller-to-screen interaction is "easy" 
doesn't mean that the game needs to be easy. It just means 
that it's easy to get your character to do what you want it to 
do, when you want it to. Learning what the character *should* 
be doing to win the game can be the hard part. 


EdF 


—-MESSAGE FILE 5992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04716 


—-MESSAGE FILE 5993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004717 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Speed it up PS2 

Date: Mon, 20 Sep 1999 21:05:02 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <37e6a112.357560337@news.scea.sony.com> 

References: <7rvsco$lcul0@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs33.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>OK I know it's not original but if there is ever a Net Yaroze 2 I know what 
>my first game will be Carrier Command 2000 


Wooo! I absolutely sucked at the original CC, but I thought it was 
one of the most refreshing games I played on the Amiga. Cheers on 
wanting to keep it alive! 


Scott 
—-MESSAGE FILE 5993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04717 


—-MESSAGE FILE 5994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004718 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!11111 

Date: Mon, 20 Sep 1999 22:03:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
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Message-ID: <37e6ae9c.621185@www.netyaroze-europe.com> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> <37e608dc.6716292@www.netyaroze-europe.com> <37E62DD1. 
8E5D7E2C@reading.ac.uk> 

NNTP-Posting-Host: ppp-2-128.cvx6é.telinco.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> (Also, what did you mean by "would make enough use of an NY2 for it to 
>be worthwhile?" Worthwhile to who exactly? 


For it to be worthwhile having a NY2 as opposed to a regular NY. Aside 
from the "coolness" factor of having an NY2, which is just a natural 
side-effect of being a big geek! :) 


But seriously, yes - I do mean "worthwhile to Sony". They're the only 
ones who can do it after all, and they're not a charity. 


www.loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 5994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04718 


—-MESSAGE FILE 5995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004719 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Mon, 20 Sep 1999 23:48:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7s6eqn$733@chuka.playstation.co.uk> 

References: <ldy2bsg.3sru775gi5sON@al-—88-131.al.nl> <7s66eiSdm14@scea> 
NNTP-Posting-Host: m50-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What is gameplay?... 


This is really an unanswerable question, or should I say it's impossible to 
define. We can all look for deep philosophical answers or technical 
definitions but at the end of the day I personally feel that *gameplay* is 
simply how much a player enjoys a game. It's as simple as that. 
If I like playing a game then, to me, the gameplay is good. If another 
person doesn't like the same game then they will say that the gameplay is 
shit. Neither opinion is right or wrong. 


All these answers are really what each person looks for in a 'good' or 'bad' 
game. Surely, they're not definitions of what *gameplay* is, are they? 


Scott 


-—-MESSAGE FILE 5995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04719 


—-MESSAGE FILE 5996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004720 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Mon, 20 Sep 1999 23:55:16 GMT 
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Organization: SCEA News Server 

Lines: 15 

Message-ID: <37e6c696.367049748@news.scea.sony.com> 

References: <ldy2bsg.3sru775gi5sON@al—-88-131.al.nl> <7s66eiSdm1l4@scea> <7s6eqn$733@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs33.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>All these answers are really what each person looks for in a 'good' or 'bad' 
>game. Surely, they're not definitions of what *gameplay* is, are they? 


Definitions, no. But, they are *examples* of good/bad gameplay. 


Suppose I ask someone to define the color green. The only way they 
could do so is by citing examples: leaves on a tree, grass, etc. 
(Okay, technically you could say it's light that has wavelength 
between X and Y, but that wouldn't be a very pratical answer.) 


I think examples are a perfectly reasonable way of conveying what 
comprises gameplay. 


Scott (a different one) 


—-MESSAGE FILE 5996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04720 


—-MESSAGE FILE 5997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004721 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!!1111 

Date: Tue, 21 Sep 1999 10:55:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <37E755F8.F0D342CE@reading.ac.uk> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> <7s5to02$731@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nigel Critten wrote: 

OK cancel NY2 and give us decent manuals, access to the whole system, dual 
shock and multitap support, some decent tools, and then we might get 
somewhere. and better access to the console not just serial, my old c64 
loads from tape quicker than I can load one of my games into the Yaroze 
through the serial port. When debugging this is a pain you can spend hours 
trying to find a simple bug that would take a few minutes if you could 
upload the game quicker. 

I've produced games on other systems with little problem, but the Yaroze 
libraries are horrible, the manuals are a joke. 


VVVVVVVVV 


The manuals are pretty bad, but I think the *libraries* are pretty 
good - compared to a lot of other game library sets I've seen, anyway. 
(I spent ages getting a DirectX SDK from the States, only to discover 
how hideous it is - the only 2D function it provides is raw bitmap 
write! Even their 2D demo uses an inline assembler subroutine to draw 
the bitmap in a memory space for writing..) 


> Don't get me wrong, I like the whole idea of the Yaroze otherwise why would 
> I be here. I just expected a much more open system. 


It *is* pretty open as it stands. Although leaving out the multitap 
support seemed a distinct bit weird. 


> If making a decent game is a criteria for getting access to a PS2 then there 
> are very few developers in the professional market that would get access 
> either. 
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Hmm, I doubt that. Now, if it was making a decent *and original* 
game.. 
—-MESSAGE FILE 5997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04721 


—-MESSAGE FILE 5998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004722 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!1!11111! 

Date: Tue, 21 Sep 1999 10:59:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <37E7571B. 90F09371@reading.ac.uk> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> <37e608dc.6716292@www.netyaroze-europe.com> <37E62DD1. 
8E5D7E2C@reading.ac.uk> <37e6ae9c. 621185@www.netyaroze-europe.com> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nick Ferguson wrote: 

> > (Also, what did you mean by "would make enough use of an NY2 for it to 
> >be worthwhile?" Worthwhile to who exactly? 

> For it to be worthwhile having a NY2 as opposed to a regular NY. Aside 
> from the "coolness" factor of having an NY2, which is just a natural 
> side-effect of being a big geek! :) 
> But seriously, yes - I do mean "worthwhile to Sony". They're the only 
> ones who can do it after all, and they're not a charity. 


And Sony get their money by people *buying* Yarozes, not by people 
*developing on* them. (If they made much money out of stuff produced on 
the Yaroze, you can bet we would have gotten better manuals ;) ) 

With all the clamour about the NY2 here, I suspect they'd sell pretty 
well. I'd certainly want one just so I could get a look a little way 
inside the development of PS2 games, even if I *didn't* write anything 
for it (and I *have* written stuff for my Yaroze, it's just not complete 
enough to submit anywhere). Hopefully the PS2 won't remain so difficult 
to program for too much longer, since that will affect professionals as 
well. 
—-MESSAGE FILE 5998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04722 


—-MESSAGE FILE 5999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004723 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX2!!!!!!1111 

Date: Tue, 21 Sep 1999 18:17:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7s8gmh$76cl@chuka.playstation.co.uk> 

References: <37DE9588.D78D019B@which.net> <86lzbujqt9.fsf@foo.mel.cybec.com.au> <37E 
5EEC1.2E841B28@easynet.co.uk> <7s5to2$731@chuka.playstation.co.uk> <37E755F8.FOD342C 
E@reading.ac.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> The manuals are pretty bad, but I think the *libraries* are pretty 
> good - compared to a lot of other game library sets I've seen, anyway. 


It's probably more the manuals being bad which make the libraries horrible 
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r=) 


If you can't understand what a lib call is doing it is horrible, you have to 
know what goes in and what you expect to come out if you don't know either 
of these then the whole thing is unpredictable, I'm beginning to get the 
hang of things now, thanks to copious downloads from various web sites and 
tutorials, ripping other peoples code apart is often the best way to learn, 
as long as it's documented and in english - I remember trying to hack the 
Amos Library to write the AGA extension that was a nightmare all the 
comments were in French. 


> Hmm, I doubt that. Now, if it was making a decent *and original* 
> game.. 


God that's worrying there would be no games ever released on the PS2 and no 
developers working on it :-) 


Tomb Raider 9 anybody (Nope thought not) 


Nigel 


—-MESSAGE FILE 5999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04723 


—-MESSAGE FILE 6000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004724 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Tue, 21 Sep 1999 20:10:08 +0200 

Organization: DEbri 

Lines: 10 

Message-ID: <ldyciyj.vm225dty7gkqN@al1-88-135.al.nl1> 

References: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl> <7rmat1$n2i2@chuka.playstation.c 
o.uk> <ldy5ca0.100z61218i9afzN@[194.151.88.142]> <7rnplt$n2i5@chuka.playstation.co.u 
k> <ldy6x9u.f2ntrs6jnh04N@al—-88-130.al.nl> <7rr2hi$n2il3@chuka.playstation.co.uk> <7 
ruot1l$lcu8@chuka.playstation.co.uk> <ldybt4w. 7w96onjh0d72N@al-88-126.al.nl> <7rvpif$ 
lcu9@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-135.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> http://www.gamasutra.com/features/19990716/design_tools_01.htm 


Thanks, great info.. 
I think I'll write my essay about the subject "GAMEPLAY".. 


DEnnis.. 
—-MESSAGE FILE 6000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04724 


—-MESSAGE FILE 6001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004725 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Visual Studio/Ct+ 

Date: Tue, 21 Sep 1999 18:39:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <37e7cfcd.18742521@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup137-108.saqnet.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi all, 
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I've been learning C++ in my spare time recently, and I am looking for 
a freebie version of Microsoft Visual C++ such as might have graced 
the cover of a magazine of similar. I could probably get the full 
version of Visual C++ 6 for about 70 quid as a student, but an upgrade 
from 4 or 5 might be cheaper... I'd also like it for fooling with the 
MathEngine SDK, which I got proper documentation for and looks quite 
simple to use. Yay! I plan on looking into Visual Basic and J++ too, 
so I might be better off getting the Visual Studio package. Hmm... any 
ideas on how to do this cheaply and legally? 


Cheers, 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04725 


—-MESSAGE FILE 6002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004726 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Tue, 21 Sep 1999 19:51:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <37E7D395.5D44@livemedia.co.uk> 

References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> simple to use. Yay! I plan on looking into Visual Basic and J++ too, 

> so I might be better off getting the Visual Studio package. Hmm... any 
> 

> 


ideas on how to do this cheaply and legally? 


if you're looking at things like VB and VJ++ then you should take a look 
as Delphi - often gets a bad press from games developers, but in terms 
of productivity its the most powerful development language/environment 
I've ever used. Virtually zero compile time, and performance usually as 
good as (and sometimes better) than VC++, and virtually anything you can 
do in VC++ you can do in Delphi. Only slight drawback is portability 
(coz the underlying language is pascal), but even then if you're careful 
this isn't as much of a problem. I think it appears regularly on 
magazine cover cds in a limited form. 


Charlie 
-—-MESSAGE FILE 6002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04726 


—-MESSAGE FILE 6003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004727 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++t 

Date: Tue, 21 Sep 1999 22:08:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7s8rtf$76c2@chuka.playstation.co.uk> 
References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-88.antimony.dialup.pol.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Nicko 


I'm pretty sure there is a visual studio student package you can get at 
"student rates’ (i.e. still dead expensive). If i remember you get all the 
visual tools professional edition for about 60 notes. Had a look in Thins 
lately? If you werent a student, the 'learning edition' of VC++ would weigh 
in at a hefty £70 out of pc world. And an upgrade from any version 
professional to 6 professional will set you back a mean £250 towards bill's 
retirement fund. I dont think microsoft give stuff away on magazines but 
there was a microsoft book once at about £30 that had Visual C++ V1.0 (eek!) 
full version on a CD at the back. Needless to say, stay well away from this 
retro pile of poo unless you really like windows 3.1. It only does 16-bit 
apps. 


I think the learning edition of VC4 has everything except optimisation, 
static libraries and a debug context stack display (the latter is a really 
annoying omission!). But it does act as the best yaroze dev environment too, 
with a great source browser and context sensitive yaroze help. 


Never used delphi, vb or java so cant comment. 
yer pal 


graeme 


—-MESSAGE FILE 6003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04727 


—-MESSAGE FILE 6004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004728 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: 21 Sep 1999 21:49:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <slrn7ufvb5.ud7.tjs@longford.cs.monash.edu.au> 
References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 21 Sep 1999 18:39:20 GMT, Nick Ferguson <nickf@saqnet.co.uk> wrote: 
>Hi all, 

> 

>I've been learning C++ in my spare time recently, and I am looking for 
>a freebie version of Microsoft Visual C++ such as might have graced 
>the cover of a magazine of similar. I could probably get the full 
>version of Visual C++ 6 for about 70 quid as a student, but an upgrade 
>from 4 or 5 might be cheaper... I'd also like it for fooling with the 
>MathEngine SDK, which I got proper documentation for and looks quite 
>simple to use. Yay! I plan on looking into Visual Basic and J++ too, 
>so I might be better off getting the Visual Studio package. Hmm... any 
>ideas on how to do this cheaply and legally? 


Visual Studio is wildly overpriced. If you want to be able to say that you've 
had experience with Visual Studio, then I guess you have no way of avoiding 
that cost. 


If, however, you want to be able to say that you've had C++ experience, 

which is really all that _should_ count (familiarity with an IDE is something 
you can pick up easily, and IMHO, the Visual Studio editor _bites_), then 

you soulh look at picking up the անոյշ port of the latest g++ (or egcs, if 
it's been ported yet). Apart from being free, it's also one of the better 
compilers for adhering to the ANSI standard, it's command line based, which 
is a bonus (at least to some of us), it has a real version of make, and it's 
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a lot more similar to yaroze/unix development than using VC++ is. 


The MathEngine SDK should compile using any C++ compiler, and if it doesn't, 
then the changes you need to make should be reasonably trivial. With a bit 
of work, you should even be able to use DirectX with g++ (or find some 
information about how to do it, at least). 


If you're thinking of learning VB, I'd suggest that you look at Perl or Python 
first. They cover the same kind of ground as VB, but are portable between 
windows and unix, are also free, and probably won't ruin you as a programmer 
(Jury's out on whether Perl is toxic in large doses). 


As for java, if you don't care about speed, you can download Sun's win32 port 
of their reference JDK for free as well. If all you're doing is writing 
applets, then all you need is a compiler; you can use netscape or IE to run 
the compiled code. I got a free MS Java Virtual Machine implementation with 
my laptop (in fact I got 2 cds). I promptly installed linux on it, so I have 
no idea what's on the CD, but that might give you something to run generic 
java code on. 


Basically, the bottom line is that if you don't feel a need to have a sexy 
IDE (although python has a free one), then there are heaps of free tools that 
will do what you want, even on windows platforms. 


Toby. 
-—-MESSAGE FILE 6004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04728 


—-MESSAGE FILE 6005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004729 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Tue, 21 Sep 1999 23:34:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <37e815cf.330261@www.netyaroze-europe. com> 
References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup137-124.saqnet.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Thanks for the great replies everyone - I guess this gives me a bit 
more to think about. :) 


Cheers! 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04729 


—-MESSAGE FILE 6006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004730 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Wed, 22 Sep 1999 00:29:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <7s94r3$76c3@chuka.playstation.co.uk> 

References: <ldy2bsg.3sru775gi5sON@al-88-131.al.nl> <7s66eiSdm1l4@scea> <7s6eqn$733@c 
huka.playstation.co.uk> <37e6c696.367049748@news.scea.sony.com> 

NNTP-Posting-Host: m39-mpl-cvxl1lb.hud.ntl.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Scott Cartier <shade@dragonshadow.com> wrote in message 

news :37e6c696.367049748@news.scea.sony.com... 

> >All these answers are really what each person looks for in a 'good' or 
'bad' 

> >game. Surely, they're not definitions of what *gameplay* is, are they? 
> 

> Definitions, no. But, they are *examples* of good/bad gameplay. 

> 


This is the point I was trying to make, you're right, these are *examples* 
of gameplay from an individuals point of view. These are neither right or 
wrong. 


> Suppose I ask someone to define the color green. The only way they 
> could do so is by citing examples: leaves on a tree, grass, etc. 

> (Okay, technically you could say it's light that has wavelength 
> 
> 


between X and Y, but that wouldn't be a very pratical answer.) 


I see what you mean but at the end of the day, the colour 'green' can be 
*defined* as the colour of grass, leaves, etc. .This is fact. I was just 
suggesting that defining 'gameplay' is more like defining what's a 'good 
film'. You can critically dissect the technicalities of a film (and I did 
shit loads of that in College :o/) but what makes a good film really comes 
down to whether the individual in the audience enjoyed it or not (or was 
entertained by it). In my own opinion, the same applies with 'gameplay'. 


> I think examples are a perfectly reasonable way of conveying what 
> comprises gameplay. 
> 


So do I, I was really referring to Dennis' request to define it ina 
statement. 


**T agree, but the reward should compensate to the achievement. When I 
**must do something really hard, and finally I did it, it must be worth 
*xthe effort. 

*xCould you form a clear statement on Gameplay. You've told me before and 
**you sure have a point.. 

xx 


**DEnnis... 


I wasn't trying to be a pompous arse or anything by putting a downer on 
everyones opinion of gameplay. My point was that everyone's answer was 
right, but if Dennis was looking for a clear statement on what 'gameplay' 
is, he'd be hard pushed to find one. :o) 

Although, if you're thinking of writing an essay on gameplay, Dennis, I'm 
sure you'll have plenty of fun trying to describe it (or researching it 
;9) ). 


> Scott (a different one) 
> 


Scott 


Page 3877 


--MESSAGE FILE 6006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04730 


--MESSAGE FILE 6007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004731 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Visual Studio/C++ 
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Date: Wed, 22 Sep 1999 09:58:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <37E89A1F.D5EF805C@dma-design. com> 
References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Nick Ferguson wrote: 
Hi all, 


I've been learning C++ in my spare time recently, and I am looking for 
a freebie version of Microsoft Visual C++ such as might have graced 
the cover of a magazine of similar. I could probably get the full 
version of Visual C++ 6 for about 70 quid as a student, but an upgrade 
from 4 or 5 might be cheaper... I'd also like it for fooling with the 
MathEngine SDK, which I got proper documentation for and looks quite 
simple to use. Yay! I plan on looking into Visual Basic and J++ too, 
so I might be better off getting the Visual Studio package. Hmm... any 
ideas on how to do this cheaply and legally? 


VVVVVVVVVV VV 


If you can afford teh student package, go for it - it's *great* value. 
It's the cheapest way of getting the full Studio as far as I know. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 6007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04731 


—-MESSAGE FILE 6008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004732 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Wed, 22 Sep 1999 12:06:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <37E8B830.2602CE30@reading.ac.uk> 
References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nick Ferguson wrote: 

Hi all, 

I've been learning C++ in my spare time recently, and I am looking for 
a freebie version of Microsoft Visual C++ such as might have graced 
the cover of a magazine of similar. I could probably get the full 
version of Visual C++ 6 for about 70 quid as a student, but an upgrade 
from 4 or 5 might be cheaper... I'd also like it for fooling with the 
MathEngine SDK, which I got proper documentation for and looks quite 
simple to use. Yay! I plan on looking into Visual Basic and J++ too, 
so I might be better off getting the Visual Studio package. Hmm... any 
ideas on how to do this cheaply and legally? 


VVVVVVVV VV 


The student package is a pretty good deal, but Microsoft are real 
pains about sending it out. (Normally, you buy a box off the shelf, 
fill in a form to say you're a student, and send it to Microsoft, who 
send you the software. Now that seems a fine way to do it if you want 
to sell the box on the shelf, but when I actually called Microsoft to 


Net Yaroze newsgroups message dump.txt Page 3879 


ask if I could buy it directly, they said that I would actually have to 
MAIL ORDER THE EMPTY BOX only to immediately send it back with the form 
filled out! Why couldn't they just fax the form? (And the fact that he 
still needed the form to show I was a student when the Microsoft rep had 
phoned me twice in my lab passing through the University switchboard 
each time..) I went ahead with this, and they then sent me the wrong box 
(Office instead of VC++), took 3 months to notice that it had been 
returned, and then told me that they would refund the purchase and I 
could start again instead of just sending me the right box..) 

On the other hand, I would be careful about it and you might like to 


go for a different system, really. If you like game development, 
DJGPP/Allegro is far friendly than VC++, especially if you've used the 
Yaroze. (The complete DJGPP can do C++ too.) I have found VC++ to be 


an incredibly frustrating system to attempt to learn. (And be sure you 

have lots of harddisk space. VC++ will require you to install at least 

3 CDROM's worth of data - and IE4 (WHY is this necessary for a 

development tool?) - to make it usable. VS is probably even worse.) 

—-MESSAGE FILE 6008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04732 


—-MESSAGE FILE 6009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004733 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Wed, 22 Sep 1999 13:56:53 +0200 

Organization: DEbri 

Lines: 26 

Message-ID: <ldyhehx.1lrzxpnle97iquN@[194.171.204.57]> 

References: <ldy2bsg.3sru775gi5sON@al-—88-131.al.nl> <7s66eiSdm14@scea> <7s6eqn$733@c 
huka.playstation.co.uk> <37e6c696.367049748@news.scea.sony.com> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Scott Cartier <shade@dragonshadow.com> wrote: 


>All these answers are really what each person looks for in a 'good' or 'bad' 
>game. Surely, they're not definitions of what *gameplay* is, are they? 


Definitions, no. But, they are *examples* of good/bad gameplay. 


Suppose I ask someone to define the color green. The only way they 
could do so is by citing examples: leaves on a tree, grass, etc. 
(Okay, technically you could say it's light that has wavelength 
between X and Y, but that wouldn't be a very pratical answer.) 


I think examples are a perfectly reasonable way of conveying what 
comprises gameplay. 


VVVVVVVVVVVV VV 


Scott (a different one) 


I think it's good to have a fair idea of what gameplay is. Compare it 
with movies.. They are build on a sertain base as well. It was not 
coincidence that Starwars became a big hit.. By knowing what to do, or 
maybe what not to do to generate gameplay, you can get a better view of 
making up a game.. 


DEnnis.. 
—-MESSAGE FILE 6009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04733 


—-MESSAGE FILE 6010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004734 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Wed, 22 Sep 1999 11:10:28 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 49 

Message-ID: <37E8AB14.D9C00813@breathemail.net> 
References: <37e7cfcd.18742521@www.netyaroze-europe. com> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: modem-213-170.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (WinNT; I) 
X-Accept-Language: en, ja 


Hi, 
I would like to say that for by BSc Com Sci project I used Visual C++ 
using the MFC (Microsoft Foundation Classes) etc. I think the first line 
of my conclusion in my project report was 
"I should have used GNU C on a Sun Spark in an x-term. " (Unix) 
The MFC stuff is all bollocks! It looks like it has nice functions to 
save you time and do nice things but it's convoluted crap! Ever seen the 
helllo world code with it? It's stupidly big. 


I think the IDE+debugger is nice (better than CodeWarrio IMO). I use it 
for OpenGL dev at the mo, which luckily uses no Microsoft stuff :) 


Al 


http://www.netyaroze-europe.com/~admars 


Nick Ferguson wrote: 


> 

> Hi all, 

> 

> I've been learning C++ in my spare time recently, and I am looking for 
> a freebie version of Microsoft Visual C++ such as might have graced 

> the cover of a magazine of similar. I could probably get the full 

> version of Visual C++ 6 for about 70 quid as a student, but an upgrade 
> from 4 or 5 might be cheaper... I'd also like it for fooling with the 
> MathEngine SDK, which I got proper documentation for and looks quite 

> simple to use. Yay! I plan on looking into Visual Basic and J++ too, 

> so I might be better off getting the Visual Studio package. Hmm... any 
> ideas on how to do this cheaply and legally? 

> 

> Cheers, 

> 

> Nick F 

> Sica eh se uka Sel մա 

> www.loonygames.com 

> www.saqnet.co.uk/users/nickf 

> www.netyaroze-europe.com/~rookiel 

> 

> "Game over, man. Game over!" 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004735 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Wed, 22 Sep 1999 18:26:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 35 

Message-ID: <37e90399.1184380@www.netyaroze-europe. com> 

References: <37e7cfcd.18742521@www.netyaroze-europe.com> <37E8B830.2602CE30@reading. 
ac.uk> 

NNTP-Posting-Host: dialup137-56.saqnet.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


> On the other hand, I would be careful about it and you might like to 


>go for a different system, really. If you like game development, 
>DJGPP/Allegro is far friendly than VC++, especially if you've used the 
>Yaroze. (The complete DJGPP can do C++ too.) 1 have found VC++ to be 


>an incredibly frustrating system to attempt to learn. (And be sure you 
>have lots of harddisk space. VC++ will require you to install at least 
>3 CDROM's worth of data - and IE4 (WHY is this necessary for a 
>development tool?) - to make it usable. VS is probably even worse.) 


It's really about getting experience in a popular (in one sense, 
anyway) development tool that a lot of developers use "for real". I 
doubt many companies are writing in DJGPP/Allegro and it might be a 
pain to learn to use it but then it does look good on the old CV. And, 
given the outstanding value of the student pack, I think I'd be a twat 
not to capitalise on it while I have the chance. It would also come in 
handy for MathEngine and DirectX. After 18 months with DOS commands 
and MS Edit I think it's time to move on to some more sophisticated / 
bloated tools... :) 


Does it *really* take up >1.5 GB on the hard drive, BIW? I only have a 
2.1 GB hard drive!!! Surely you can install with various options, etc 

(my Office 97 install of Word and Excel only takes up 30MB) or else I 

might be stuffed. Alternately, it would provide the perfect excuse for 
getting that new >10Gb hard drive... Mmmm. 


Cheers 


Nick Ferguson 

www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
-—-MESSAGE FILE 6011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04735 


—-MESSAGE FILE 6012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004736 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Wed, 22 Sep 1999 19:54:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <7sb8mb$icgl@chuka.playstation.co.uk> 

References: <37e7cfcd.18742521@www.netyaroze-europe.com> <37E8B830.2602CE30@reading. 
ac.uk> <37e90399.1184380@www.netyaroze-europe. com> 

NNTP-Posting-Host: th-gt142-198.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


It's really about getting experience in a popular (in one sense, 
anyway) development tool that a lot of developers use "for real". I 
doubt many companies are writing in DJGPP/Allegro and it might be a 
pain to learn to use it but then it does look good on the old CV. And, 
given the outstanding value of the student pack, I think I'd be a twat 
not to capitalise on it while I have the chance. It would also come in 
handy for MathEngine and DirectX. After 18 months with DOS commands 
and MS Edit I think it's time to move on to some more sophisticated / 
bloated tools... :) 


VVVVVVV VV 
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If you just want a Windows IDE, you could use LCC-Win32, and muck about with 
the program it uses to do the compile, and point it to make in your PSX\BIN 
folder (or where ever), just like you'd have to in VC++. Also, you could get 
PFE, and customise it to link to make (I think you should be able to, as 
it's pretty easy to change everything). As for the experience, if it's as 
easy to use as some people suggest, then surely you would not need to buy it 
just to learn how to use it. As most all Windows programs, especially with 
MS products, they're all set out as similarly as possible, especially in 
terms of menus, toolbars etc. For this reason, it should be pretty easy to 
move from one to another. Your only problem would be if there's a bunch of 
things VC++ can do that you'd need to learn, which there shouldn't be, as 
it's an IDE and a compiler. All that could be important about VC++ is 
possible optimisation in the compiler, and for practising your coding, it's 
not really necessary, maybe even a bad thing as without super optimisation, 
you'd be more determined to make your code as quick as possible without 
optimising. Is there anything else that people find particularly helpful in 
VC++ that I can pick apart? ;) 

Oh and if writing your own makefiles is particularly annoying (not that VC++ 
helps AFAIK), I've been working on a makefile generator, where you select 
your files through an open file dialog, and then set depenacies. I basically 
finished it in my 'Working Model' of VB 4, but that doesn't output .exes, so 
I'm working on rewriting it in C in the Win API in LCC-Win32 (enough 'in's 
there? :) 


Does it *really* take up >1.5 GB on the hard drive, BIW? I only have a 
2.1 GB hard drive!!! Surely you can install with various options, etc 

(my Office 97 install of Word and Excel only takes up 30MB) or else I 

might be stuffed. Alternately, it would provide the perfect excuse for 
getting that new >10Gb hard drive... Mmmm. 


V V V V V 


Well a friend who's got Visual Studio, says that's only on 3 CDs, so 
obviously VC++ doesn't take up all room on the 3 CDs. I think the reason for 
3 CDs is all the addons etc you get with VS, so basically VS is on one CD, 
then you get a MSDN CD, and a load of other stuff, but I can't be certain, 
due to little exposure to this software... 


> Cheers 
> 
> Nick Ferguson 


Rikki 


--MESSAGE FILE 6012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04736 


--MESSAGE FILE 6013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004737 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What is Gameplay... 

Date: Thu, 23 Sep 1999 09:20:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7scocq$licg2@chuka.playstation.co.uk> 

References: <ldy2bsg.3sru775gi5sON@al-—88-131.al.nl> <7s66eiSdm1l4@scea> <7s6eqn$733@c 
huka.playstation.co.uk> <37e6c696.367049748@news.scea.sony.com> <ldyhehx.1lrzxpnle97i 
quN@[194.171.204.57]> 

NNTP-Posting-Host: modem-24.osmium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


DEnnis Brinkhuis wrote in message 
<ldyhehx.1rzxpnle97iquN@[194.171.204.57]>... 


>I think it's good to have a fair idea of what gameplay is. Compare it 
>with movies.. They are build on a sertain base as well. It was not 
>coincidence that Starwars became a big hit.. By knowing what to do, or 
>maybe what not to do to generate gameplay, you can get a better view of 
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>making up a game.. 


There probably are a number of 'dos' and 'don'ts' you could define, probably 
it would be easier to define the 'don'ts', since gameplay is so objective. 
But these aren't set in stone, attitudes and expectations change all the 
time. Take years ago, a numerical score would have been a 'do' for most 
games since a player would try to beat his or others hi-score in pac-man, 
space invaders, etc. Nowadays that just isn't the case. 


—-MESSAGE FILE 6013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04737 


—-MESSAGE FILE 6014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004738 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Thu, 23 Sep 1999 13:51:39 +0100 

Organization: IO Productions Ltd 

Lines: 26 

Message-ID: <7sd7rbSicg3@chuka.playstation.co.uk> 

References: <37e7cfcd.18742521@www.netyaroze-europe.com> <37E8B830.2602CE30@reading. 
ac.uk> <37e90399.1184380@www.netyaroze-europe. com> 

NNTP-Posting-Host: ioproductions.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Nick Ferguson <nickf@saqnet.co.uk> wrote in message 

news :37e90399.1184380@www.netyaroze-europe.com... 

> Does it *really* take up >1.5 GB on the hard drive, BIW? I only have a 
2.1 GB hard drive!!! Surely you can install with various options, etc 

(my Office 97 install of Word and Excel only takes up 30MB) or else I 

might be stuffed. Alternately, it would provide the perfect excuse for 
getting that new >10Gb hard drive... Mmmm. 


The VC++ & IDE together probably take up no more that about 300Mb, but you 
will need to reference MSDN for all the docs on dev studio, C++,DirectX & 
lots of other Windows information - so its worth installing that for speed 
of access (takes just under 1Gb), but also bear in mind that your projects 
will generate a bucket load of intermediate files some of which are quite 
large (precompiled headers for instance) 


Buy the student package & a mother of a hard drive. You know it makes sense. 


Cheers 


Nick S 


—-MESSAGE FILE 6014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04738 


—-MESSAGE FILE 6015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004739 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: "DOWN" 

Date: Fri, 24 Sep 1999 08:14:36 +0200 

Organization: DEbri 

Lines: 13 

Message-ID: <ldymmsk.llpnzzaltehtbcN@al-88-110.al.nl> 
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NNTP-Posting-Host: 81-88-110.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Hi, 


We finally (after 1 year of teamwork) completed a game. It's called Down 
and the goal of the game if to fall from platform to platform without 
falling out of the screen or beeing squeezed at the top. 

It's simple but fun. 

It supports up to 4 players!! 


Download it @ http://www.netyaroze-europe.com/~parc 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 6015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04739 


—-MESSAGE FILE 6016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004740 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Sat, 25 Sep 1999 00:21:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7shl1lh$6vn2@chuka.playstation.co.uk> 
References: <ldymmsk.1llpnzzaltehtbcN@al-88-110.al.nl1> 
NNTP-Posting-Host: th-gt144-134.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi, 


We finally (after 1 year of teamwork) completed a game. It's called Down 
and the goal of the game if to fall from platform to platform without 
falling out of the screen or beeing squeezed at the top. 

It's simple but fun. 

It supports up to 4 players!! 


VVVVVVV VV 


Download it Q http://www.netyaroze-europe.com/~parc 


Very addictive, really simple to get playing with, looks like it could be a 
great laugh with some mates, horribly annoying music (just like all the best 
games!?!) and a cheat screen, which is too easy to find (won't tell you 
where it is, coz you should find it :) Only pain is a no way (as far as I 
could find) to get out of the game without resetting, and possibly the lack 
of a readme.txt in the zip, just to round things up and make it all nice. 
Good game though, just gotta try it 4-player, split controller while 
Moonwalking... 


> Cheers, 
> 
> DEnnis.. 


Rikki 


—-MESSAGE FILE 6016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04740 


—-MESSAGE FILE 6017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004741 

Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Stars Wars 
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Date: Sat, 25 Sep 1999 20:36:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <37ED244E. 6E3B6D97@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-02-08.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 


Stars Wars is finally finished and on my site. It is a 2D 
beat-em-up with rock stars in (no real names :) ) which includes special 
moves, combos, last blast combos (last ditch attempts) and finishers. 

Check it out and let me know what you think, 


Cheers, 


The CHIEF 


http://www.netyaroze-europe.com/~cyclone/ 


—-MESSAGE FILE 6017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04741 


—-MESSAGE FILE 6018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004742 

Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Sat, 25 Sep 1999 23:11:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <37ED4877.159545EC@netcomuk.co.uk> 

References: <ldymmsk.1llpnzzaltehtbcN@al-88-110.al.nl1> 

NNTP-Posting-Host: dialup-14-07.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Good work on the game. It really is addictive and as soon as I can, I will 
> play the 4 player mode (which I bet is a great laugh) 


I'm looking forward to your next team effort, 
The CHIEF 


p.s: Try out my new game Stars Wars and let me know what you think. 


—-MESSAGE FILE 6018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04742 


—-MESSAGE FILE 6019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004743 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Mon, 27 Sep 1999 17:38:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7so6fd$aj21@chuka.playstation.co.uk> 
References: <ldymmsk.1llpnzzaltehtbcN@al1-88-110.al.nl1> 
NNTP-Posting-Host: 212.56.119.56 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news: ldymmsk.llpnzzaltehtbcN@al-88-110.al.nl... 


> Hi, 

> 

> We finally (after 1 year of teamwork) completed a game. It's called Down 
> and the goal of the game if to fall from platform to platform without 
> falling out of the screen or beeing squeezed at the top. 

> It's simple but fun. 

> It supports up to 4 players!! 

> 

> Download it 6 http://www.netyaroze-europe.com/~parc 

> 

> Cheers, 

> 

> DEnnis.. 


And who said "leaps of faith" aren't fun? 


Herbs 


-—-MESSAGE FILE 6019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04743 


—-MESSAGE FILE 6020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004744 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Video capture cards 

Date: Mon, 27 Sep 1999 00:47:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <37EEB094.41BC71FF@breathemail.net> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: 194.176.211.193 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


z 


hi, 
has anyone tried using video capture card s for their Yaroze stuff? I'm 
toying with the idea of getting either an iomega Buz or the Pinnacle 
Systems Studio MP10. I'd probably also use it for cam corder video 
editting, just need to work out if it's worth the expense :) 


What I plan to do for jobs is send CDs with a playable version of my 
game done in OpenGL for PCs and AVI/MOV/MPeg of the Yaroze version, in 
case companies don't have proper dev kits/ my program won't compile on a 
proper dev kit ;) 

Any advice would be great 

cheers 


Al 


~admars 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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04744 


—-MESSAGE FILE 6021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004745 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: 28 Sep 1999 11:34:37 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <7sq94d$lhsl@chuka.playstation.co.uk> 

References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


I can't stand that when that happens. People send me zip 
files all the time! I'm always left wondering ..who made 
this game? how do I play? Contact info? Homepage..etc...ARGH!! 


George 


In article <7shllh$6vn2@chuka.playstation.co.uk>, 
netyaroze@rprince.dircon.co.uk says... 
> and possibly the lack of a readme.txt in the zip, 


>Rikki 
> 
> 


-—-MESSAGE FILE 6021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04745 


—-MESSAGE FILE 6022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004746 

Path: chuka.playstation.co.uk!news 

From: Daniel Hartmeier <daniel@reichardt.ch> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PocketStation software (was: Re: Gay porn) 

Date: Tue, 28 Sep 1999 13:47:04 +0200 

Organization: Reichardt Informatik AG 

Lines: 18 

Message-ID: <tKrwN196LO0veRB19=Ri9jOMwvZ1G@4ax.com> 

References: <7jmsOdSrgell@chuka.playstation.co.uk> <376197d2.317104@www.netyaroze-eu 
rope.com> <7k0srlShn73@chuka.playstation.co.uk> <37658ed1.384675@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: dial-in-44.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.6/32.525 


On Mon, 14 Jun 1999 23:28:56 GMT, yaroze@theburrow.co.uk (Barry & Robert 
Swan) wrote: 


> On the plus side though, I can now change channels of any sony tv I 
> see in a shop window, and can now trade RR4 car parts with absolutely 
> noone in the world. (sigh) 


I just got a PocketStation (yes, FF8) and am looking for related 
information. How do you get the remote control software on the thing? Is 
there a game which includes such a download? What other software is 
available by now? 


Regards, 
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Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 6022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04746 


—-MESSAGE FILE 6023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004747 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Diary 

Date: Tue, 28 Sep 1999 21:13:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7sr8qnSlhs2@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Not sure if anyone reads diaries on Yaroze Web Sites 


But as I now have a clear idea of what direction I'm going in now I've 
decided to start my Diary again. 


I'd like to know if people read them :) 


Nigel 


—-MESSAGE FILE 6023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04747 


—-MESSAGE FILE 6024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004748 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: action replay 

Date: Tue, 28 Sep 1999 21:40:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7sr943Slhs3@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What version action replay would I need to use with the Yaroze... 


Actually, how do I use the action reply to develop for the Yaroze, getting 
rid of the old Serial connection. 


Nigel 


—-MESSAGE FILE 6024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04748 


—-MESSAGE FILE 6025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004749 
Path: chuka.playstation.co.uk!news 
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From: "pal" <palpalpalpal@hotmail.com <NO SPAM>> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: DDR controller 

Date: 28 Sep 1999 21:34:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01bf09f8Sbe0c9be0$b39124c3@pal-—s-—omnibook> 
NNTP-Posting-Host: Aubervilliers-—4-179.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm considering buying a DDR controller, and I am facing the difficult 
choice of which one to choose 

1. A Konami one, hard to find, expensive, and lacking two buttons compared 
to others... 

2. An "unofficial" one, which may not be reliable and may not last long... 


Has anyone advice (maybe even experience) about that ? 


Also, what public ng do you think would be the best place to ask this kind 
of question ? 


pal 
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--MESSAGE FILE 6025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04749 


—-MESSAGE FILE 6026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004750 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diary 

Date: Wed, 29 Sep 1999 09:58:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <37F1D49D.4CE40D9@easynet.co.uk> 
References: <7sr8qnS$lhs2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


I don't :) 
Phil 
Nigel Critten wrote: 


Not sure if anyone reads diaries on Yaroze Web Sites 


But as I now have a clear idea of what direction I'm going in now I've 
decided to start my Diary again. 


I'd like to know if people read them :) 


VVVVVVVV 


Nigel 


—-MESSAGE FILE 6026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04750 


—-MESSAGE FILE 6027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004751 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PC Comm card 

Date: Wed, 29 Sep 1999 18:32:29 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7stihh$7f£81@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Does anyone know where I can get a PC Comm card to work with the PS Action 
Replay? 


TIA 
Nigel 


—-MESSAGE FILE 6027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04751 


—-MESSAGE FILE 6028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004752 

Path: chuka.playstation.co.uk!news 

From: "Jorge Contreras" <jorgec@airmail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diary 

Date: Wed, 29 Sep 1999 23:11:17 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7suni6$jfpl@chuka.playstation.co.uk> 

References: <7sr8qn$lhs2@chuka.playstation.co.uk> <37F1D49D.4CE40D9@easynet.co.uk> 
NNTP-Posting-Host: pppt14-86.ght.iadfw.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Me neither :) 


Philip Gooch <philg@easynet.co.uk> wrote in message 
news:37F1D49D. 4CE40D9@easynet.co.uk... 


> I don't :) 

> 

> Phil 

> 

> Nigel Critten wrote: 

> 

> > Not sure if anyone reads diaries on Yaroze Web Sites 
>> 

> > But as I now have a clear idea of what direction I'm going in now I've 
> > decided to start my Diary again. 

>> 

> > I'd like to know if people read them :) 

>> 

> > Nigel 

> 


—-MESSAGE FILE 6028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04752 


-—-MESSAGE FILE 6029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004753 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diary 

Date: Thu, 30 Sep 1999 19:44:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7t0b5d$2d01@chuka.playstation.co.uk> 

References: <7sr8qn$lhs2@chuka.playstation.co.uk> <37F1D49D.4CE40D9@easynet.co.uk> Հ 


Net Yaroze newsgroups message dump.txt Page 3891 


7sunié6Sjfpl@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-42.strontium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I read them, and enjoy them, although it's better if each entry is 
downloadable or all on one page so you dont have to waste online time 
reading.... 


Jorge Contreras <jorgec@airmail.net> wrote in message 
news: 7suni6$jfpl@chuka.playstation.co.uk... 
> Me neither :) 


> 
> Philip Gooch <philg@easynet.co.uk> wrote in message 

> news:37F1D49D.4CE40D9@easynet.co.uk... 

> > I don't :) 

>> 

> > Phil 

>> 

> > Nigel Critten wrote: 

>> 

> > > Not sure if anyone reads diaries on Yaroze Web Sites 
>>> 

> > > But as I now have a clear idea of what direction I'm going in now I've 
> > > decided to start my Diary again. 

>>> 

> > > I'd like to know if people read them :) 

>>> 

> > > Nigel 

>> 

> 

> 


—-MESSAGE FILE 6029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04753 


-—-MESSAGE FILE 6030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004754 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diary 

Date: Thu, 30 Sep 1999 18:53:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <37fled9f.2874594@www.netyaroze-europe. com> 
References: <7sr8qnSlhs2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-20.saqnet.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 28 Sep 1999 21:13:37 +0100, "Nigel Critten" 
<Nigel@gameware.demon.co.uk> wrote: 


>Not sure if anyone reads diaries on Yaroze Web Sites 

on as I now have a clear idea of what direction I'm going in now I've 
>decided to start my Diary again. 

Sis like to know if people read them :) 

աաա 


Back when dragons roamed the earth (and I regularly updated my diary) 
my page got a fair few extra hits (~100) when I announced diary 
updates. Dunno how else it got over the 3000 hits mark, quite frankly 
(I know I don't visit it that much)... 


BTW, I read everyone's diaries (as it were) :) But I'm just a nosey 
git. 
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Nick F 


PS More Nick F diary entries *are* on the way, pending "clearance" 
from top (secretive) software house... they should make pretty 
interesting reading for a change, too. 

www. loonygames.com 

www.saqnet.co.uk/users/nickf 

www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04754 


—-MESSAGE FILE 6031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004755 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Visual Studio/C++ 

Date: Sun, 3 Oct 1999 20:53:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <7t8bviSh0ol@chuka.playstation.co.uk> 

References: <37e7cfcd.18742521@www.netyaroze-europe.com> <37E8B830.2602CE30@reading. 
ac.uk> <37e90399.1184380@www.netyaroze-europe.com> <7sb8mbSlcgl@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: host5-171-230-49.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I have Developer Studio, and honestly it is brilliant, if you plan on 
programming on the PC then don't look any further. 


No, it doesn't take >1.2GB, not nearly that, because most of the help stuff 
you don't need (Visual FoxPro, anyone?) 


I got it for £80 with no student stuff, but I did get the Standard Edition 
(which is all you need to be honest) 

Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7sb8mbS$lcgl@chuka.playstation.co.uk... 

> > It's really about getting experience in a popular (in one sense, 
anyway) development tool that a lot of developers use "for real". I 
doubt many companies are writing in DJGPP/Allegro and it might be a 
pain to learn to use it but then it does look good on the old CV. And, 
given the outstanding value of the student pack, I think I'd be a twat 
not to capitalise on it while I have the chance. It would also come in 
handy for MathEngine and DirectX. After 18 months with DOS commands 
and MS Edit I think it's time to move on to some more sophisticated / 
bloated tools... :) 


VVVVVVV VV 
VVVVVVVV 


> If you just want a Windows IDE, you could use LCC-Win32, and muck about 
with 

> the program it uses to do the compile, and point it to make in your 
PSX\BIN 

> folder (or where ever), just like you'd have to in VC++. Also, you could 
get 

> PFE, and customise it to link to make (I think you should be able to, as 
> it's pretty easy to change everything). As for the experience, if it's as 
> easy to use as some people suggest, then surely you would not need to buy 
it 


v 


just to learn how to use it. As most all Windows programs, especially with 
> MS products, they're all set out as similarly as possible, especially in 
> terms of menus, toolbars etc. For this reason, it should be pretty easy to 
> move from one to another. Your only problem would be if there's a bunch of 
> 
> 
> 


things VC++ can do that you'd need to learn, which there shouldn't be, as 

it's an IDE and a compiler. All that could be important about VC++ is 

possible optimisation in the compiler, and for practising your coding, 
Itis 
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> not really necessary, maybe even a bad thing as without super 
optimisation, 

> you'd be more determined to make your code as quick as possible without 
> optimising. Is there anything else that people find particularly helpful 
in 

> VC++ that I can pick apart? ;) 

> Oh and if writing your own makefiles is particularly annoying (not that 
VC++ 

> helps AFAIK), I've been working on a makefile generator, where you select 
> your files through an open file dialog, and then set depenacies. I 
basically 

> finished it in my 'Working Model' of VB 4, but that doesn't output .exes, 
so 


v 


I'm working on rewriting it in C in the Win API in LCC-Win32 (enough 'in's 
there? :) 


Does it *really* take up >1.5 GB on the hard drive, BIW? I only have a 
2.1 GB hard drive!!! Surely you can install with various options, etc 

(my Office 97 install of Word and Excel only takes up 30MB) or else I 

might be stuffed. Alternately, it would provide the perfect excuse for 
getting that new >10Gb hard drive... Mmmm. 


V V V V V 


Well a friend who's got Visual Studio, says that's only on 3 CDs, so 
obviously VC++ doesn't take up all room on the 3 CDs. I think the reason 
or 

3 CDs is all the addons etc you get with VS, so basically VS is on one CD, 
then you get a MSDN CD, and a load of other stuff, but I can't be certain, 
due to little exposure to this software... 


> Cheers 
> 


> Nick Ferguson 


Rikki 


VVVVVVVVVVV RAV VV VV VV VV V 
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—-MESSAGE FILE 6031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04755 


-—-MESSAGE FILE 6032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004756 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Tue, 5 Oct 1999 15:08:18 +0200 

Organization: DEbri 

Lines: 61 

Message-ID: <ldz7hr9.8nud0rl66ach2N@[194.171.204.57]> 


References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 


.co.uk> <7sq94d$lhsl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.171.204.57 
X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@playstation.sony.com> wrote: 

I can't stand that when that happens. People send me zip 
files all the time! I'm always left wondering ..who made 

this game? how do I play? Contact info? Homepage..etc...ARGH!! 


George 


VVVVVVVV 


Sorry, a first-timer error.. 
Won't happen again. 


To make it easy, under here is the text that should go wit the game: 
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--- DOWN --- 
- by Team Parc - 
September 1999 


> WHAT IS IT ABOUT?: 

You represent a bloke in a shaft. on the screen the shaft scrolls down. 
You must keep your bloke on the screen. When you fall of the screen, you 
loose. When you get squased at the top, you loose. When you are out of 
energy, you loose. The longer you stay on screen, the more you score. A 
nice extra is the fact that it can be played with up to 4 players. 


> CONTROLS: 

The cotrols are simple, but here is an explenation. In the main screen 
you can center the game-screen by holding [select] down and using the 
D-pad. 

At start-up, the number of players is set to 1. By pressing [circle], 
you can increase the number of players. The game supports up to 4 
players. By pressing [square] you can reduce the number of players. 

By pressing [triangle], you see a screen with the game-controls. 

By pressing [cross], you'll start the game. 
During the game you use left and right on the D-pad to control your 
bloke. In a 2 player game, the second player will need to use the joypad 
in port 2. 

In a 3 or 4 player game, the controls are different. To support 3 or 4 
players, we used the split-—joypad technique. In that case on joypad 1; 
player 1 uses [up] and [down] (D-pad), player 2 uses [triangle] and 
[cross]. And this is similar for player 3 and 4 but now with joypad 2. 


> HISTORY: 

The concept for this game is rather old, it's possible that you've seen 
a game on platforms like the Spectrum similar to this. DOWN is only half 
the game. The other half is called UP and is temporarely hidden. In 
future versions, we might bring back the UP part. And otherwise make a 
seperate game called UP. 


>TEAM: 

This game was coded by Andy Weissl and all designing was done by DEnnis 
(me) .. 

We also used idea's and code from others in our team like the 
jumping-code from Paul.. 


teamparc@go.to 

http://go.to/teamparc 

--MESSAGE FILE 6032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04756 


-—-MESSAGE FILE 6033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004757 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Tue, 5 Oct 1999 15:08:18 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldz7hu7.1lg4o07ejlbfgqkzkN@[194.171.204.57]> 

References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7so6fd$aj21@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote: 


And who said "leaps of faith" aren't fun? 


V V V V 


Herbs 
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Thanx, 
I'm actually ashamed that this is our first Game.. 


DEnnis.. 
—-MESSAGE FILE 6033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04757 


—-MESSAGE FILE 6034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004758 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Tue, 5 Oct 1999 15:08:19 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <ldz7hwy.1mmtjdfo2kb5iN@[194.171.204.57]> 

References: <ldymmsk.11lpnzzaltehtbcN@al-88-110.al.nl> <37ED4877.159545EC@netcomuk.co 
.uk> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Marc Lambert <mlambert@netcomuk.co.uk> wrote: 


> > Good work on the game. It really is addictive and as soon as I can, I will 
> > play the 4 player mode (which I bet is a great laugh) 


I'm looking forward to your next team effort, 


The CHIEF 


VVVVVV 


p.s: Try out my new game Stars Wars and let me know what you think. 


Yeah, 4-player is the most fun for sure... 


I think I checked your game but I had a bit trouble with my NY. It 
crashes!!! But that's not due to your game.. 

I remember that your game technically was ok, but the graphics could be 
improved? Or am I thinking of the wrong game? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04758 


—-MESSAGE FILE 6035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004759 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Tue, 5 Oct 1999 15:08:20 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <1dz7i52.18mh98wmxhfdxN@ [194.171.204.57]> 

References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


Very addictive, really simple to get playing with, looks like it could be a 
great laugh with some mates, horribly annoying music (just like all the best 
games!?!) and a cheat screen, which is too easy to find (won't tell you 
where it is, coz you should find it :) Only pain is a no way (as far as I 
could find) to get out of the game without resetting, and possibly the lack 


VVVVYV 
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of a readme.txt in the zip, just to round things up and make it all nice. 
Good game though, just gotta try it 4-player, split controller while 
Moonwalking... 


> 

> 

> 

> 

> > Cheers, 
>> 

> > DEnnis.. 
> 

> Rikki 


Great Reply!!! Lot's of info we can use to improve it!! 

Music is bad, I agree, anybody who can provide something better? 

Cheat screen, is that new for NY-games? I didn't see it before.. 

But as you say, far too easy to find!! 

The resettingproblem may be solved by Andy (the coder).. I sent him your 
reply. We totally forgot a readme-file, so we did add that as well. 
4-player mode is far better than single player mode!! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04759 


—-MESSAGE FILE 6036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004760 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Stealing of an idea 

Date: Tue, 5 Oct 1999 15:08:20 +0200 

Organization: DEbri 

Lines: 54 

Message-ID: <ldz7idx.1txa004bsrd2eN@[194.171.204.57]> 
NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


I got some mails of people that noticed that somebody made a very 
similar idea of a game we did. You will see that in on the page with 
home-pages. 


We made a game called DOWN. It was supposed to be called UP&DOWN and 
that's also the way as we showed and explained it on our site. Our site 
showed the complete oncept of both games (UP & DOWN). 

Since UP was still a bit buggy and most people liked DOWN better, we cut 
out UP for now so that it would be a finished game (for our first time). 
The UP-code is still in our game, but temporary hidden. 


Now this other guy (David?!?) made a game, exactly the same as our UP. 
That can happen since the concept of our game is rather old. I heard 
that there was a similar game on the Spectrum and I know the 
Mac-versions of this game (NS-tower & NS-shaft). 

I must say that it's really a coincident that he made this (type of) 
game at the same time as we did, and even when we put it on our site 
that we were working on this. 

But again, this can happen.. 


But there are some things that I can't imagine that are coincidence. 
Like: 

Our game was called UP, this other person also called his game UP 

We added a 4-player mode, this other guy also made a 4player mode. 
The timing, I added the game to the Homepage-list, he was the next to 
add his game to this list and he even wrote an almost identical text 
with it. 

The only thing what he did was release a 1.1 version, as if he ever 
reeased a version 1. As if he was working on this before us. 

The fact that we were working on these games have been on our site for 
almost a year, I took the UP-part off when I put a link on the 
Homepage-list. That is very recently. 


I don't mind somebody elso doing a similar game, but this time I feel a 
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bit screwed. Using the same concept, the same name and some identical 
new options. All at the same time, the least this peron could have done 
was contacting us that he was working on a similar game. 


I'm not happy about the fact that I put this in the Newsgroups, but I 
tried to mail him without getting any reply. I would have prefered to 
keep this "irritation" personal, but since I didn't got any reply, I put 
it here. 

I don't ask him to credit us or anything, just an explenation of how his 
game can be this identical to ours... 

Cheers, 


DEnnis.. 


PS. I do have a back-up off our old site somewhere, so I can show that 
his idea is identicall to ours!! 


—-MESSAGE FILE 6036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04760 


—-MESSAGE FILE 6037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004761 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stealing of an idea 

Date: Tue, 5 Oct 1999 15:18:04 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <ldz7jr2.cnjgu893qj9gN@[194.171.204.57]> 
References: <ldz7idx.1txa004bsrd2eN@[194.171.204.57]> 
NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Forget my previous mail, 


just when I sent this mail, I did get a reply. 

And actually I am now sorry that I wrote the message. 

So please ignore it, we'll handle it personally like I'd prefered it as 
well.. 


Sorry David, 


DEnnis.. 
—-MESSAGE FILE 6037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04761 


—-MESSAGE FILE 6038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004762 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stealing of an idea 

Date: Tue, 5 Oct 1999 15:43:46 +0200 

Organization: DEbri 

Lines: 13 

Message-ID: <ldz7kuk.1s09xhclufga9sN@[194.171.204.57]> 

References: <ldz7idx.1txa004bsrd2eN@[194.171.204.57]> <ldz7jr2.cnjgu893qj9gN@[194.17 
1.204.57]> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


David actually is a friend of mine with whom I spend some time on the 
ECTS. I did not make the link between the person and the game. 
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He must have made the game withing a week or so, so I think that's 
rather impressive. 

I now asked him if he'd like to join our games with similar graphics and 
join them into one game. 


Cheers all, 


DEnnis.. 
—-MESSAGE FILE 6038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04762 


—-MESSAGE FILE 6039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004763 

Path: chuka.playstation.co.uk!news 

From: David Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stealing of an idea 

Date: Tue, 05 Oct 1999 18:37:04 +0000 

Organization: - 

Lines: 26 

Message-ID: <37FA454F.3BF1@dcs.gla.ac.uk> 

References: <ldz7idx.1txa004bsrd2eN@[194.171.204.57]> <ldz7jr2.cnjgu893qj9gN@[194.17 
1.204.57]> 

Reply-To: johnstdt@dcs.gla.ac.uk 

NNTP-Posting-Host: modem-—49.technetium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


I don't know if anyone else apart from me and DEnnis are bothered about 
this but here's my explanation of what happened so hopefully people 

don't think I'm a bad 'un. When Team Parc put up their "down" game for 
download it was the first time I had heard about it. I hadn't seen 

their website which apparantly explained they were planning on making a 
game called "up & down" which contains "down" and another game like the 
one I released. 


When I played "down" it reminded me of a sub-game I wrote a while ago 
for the Acorn called "Dodos can't fly" which was inspired by a game on 
the mac called "NS-Tower" which also inspired Team Parc apparently. I 
decided as a joke (remember I didn't know anything about their plans to 
make "up") to do a quick conversion of "Dodos can't fly" and call it 
"up". I thought as the two games are so very simple to make it wouldn't 
be taken as an insult but more of a joke. 


Obviously, if I had known about Team Parc's plans then I would never 
have made a game which appears to so blatently steal their idea. Now 
that I have been told of their plans I feel awful about releasing "up" 
and on reflection I should have checked out their website before 
starting to convert the game. 


I can only apologize to Team Parc for stomping so cack-handedly on their 
toes and hope they can see it was an honest mistake. 


David Johnston 
—-MESSAGE FILE 6039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04763 


—-MESSAGE FILE 6040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004764 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stealing of an idea 

Date: Tue, 5 Oct 1999 21:00:08 +0200 

Organization: DEbri 

Lines: 41 
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Message-ID: ՀԼՎ4272Ե5Ե1.Ե95զ02ցա23178081-88-138.81.ո1» 

References: <ldz7idx.1txa004bsrd2eN@[194.171.204.57]> <ldz7jr2.cnjgu893qj9gN@[194.17 
1.204.57]> <37FA454F.3BF1@dcs.gla.ac.uk> 

NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 


David Johnston <johnstdt@dcs.gla.ac.uk> wrote: 


I don't know if anyone else apart from me and DEnnis are bothered about 
this but here's my explanation of what happened so hopefully people 

don't think I'm a bad 'un. When Team Parc put up their "down" game for 
download it was the first time I had heard about it. I hadn't seen 

their website which apparantly explained they were planning on making a 
game called "up & down" which contains "down" and another game like the 
one I released. 


> 

> 

> 

> 

> 

> 

> 

> 

> When I played "down" it reminded me of a sub-game I wrote a while ago 
> for the Acorn called "Dodos can't fly" which was inspired by a game on 
> the mac called "NS-Tower" which also inspired Team Parc apparently. I 
> decided as a joke (remember I didn't know anything about their plans to 
> make "up") to do a quick conversion of "Dodos can't fly" and call it 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


"up". I thought as the two games are so very simple to make it wouldn't 
be taken as an insult but more of a joke. 


Obviously, if I had known about Team Parc's plans then I would never 
have made a game which appears to so blatently steal their idea. Now 
that I have been told of their plans I feel awful about releasing "up" 
and on reflection I should have checked out their website before 
starting to convert the game. 


I can only apologize to Team Parc for stomping so cack-handedly on their 
toes and hope they can see it was an honest mistake. 


David Johnston 


I think I should apologize for putting up the message here before 
getting a mail from you. And like you said, both games are inspired on 
the same NS-tower and NS-shaft. 

I never blamed you for stealing our idea, since the idea was not ours, 
but I did feel it like a quick insult. There was no way I would ever 
have thought you made this similar game up. 

But hey, still friends and pals.. 


Thanks for your mail David, 


DEnnis.. 
—-MESSAGE FILE 6040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04764 


-—-MESSAGE FILE 6041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004765 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Stealing of an idea 

Date: Tue, 05 Oct 1999 21:05:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <37fa6719.1312522@www.netyaroze-europe. com> 

References: <ldz7idx.1txa004bsrd2eN@[194.171.204.57]> <ldz7jr2.cnjgu893qj9gN@ [194.17 
1.204.57]> <37FA454F.3BF1@dcs.gla.ac.uk> 

NNTP-Posting-Host: dialup137-68.saqnet.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Mr Frosty and myself really enjoyed playing "Down" the other weekend, 
and we thought it was pretty hilarious what David did with "Up" - 
kudos to the guy for putting something together under such short 
notice, as it were :) 


I know I didn't see it as an insult to Team Parc, rather as the sort 
of thing that happens on these ng's that makes being a Net Yaroze 
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member so worthwhile. 


Don't worry DEnnis, nobody thinks you overreacted. Although, hey, 
nobody complained much when some guy ripped off Snowball Fight in that 
crap Blood 'n Mud game, or whatever it was called (I forget)... 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04765 


—-MESSAGE FILE 6042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004766 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Frustration 

Date: Wed, 6 Oct 1999 12:38:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <7tfcl4Sg7pl@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts99-117.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Every so often I creep on to the ng's and see what people are talking about 
and feel real bad for not having started writing any code yet, with college 
and 6 million other things, getting to grips with the Yaroze is taking 
longer than a while. I reckon I was one of the last people to get one last 
April or so, having to talk my way round the guy on the phone who was 
adamant the offer was over ....etc 


What am I waffling about? Well I'm just voicing my frustration with myself 
for not finding more time and wondering if anyone else reckons it took them 
longer than they thought to get a feel for the Yaroze. 


This is coming from a Computer Science student ( 3rd year ) who somehow has 
never programmed C in their lives before...... which is weird considering I 
started with basic on a Speccy 128K +2 ( And before you ask the +2 is very 
important......... I forget why though , was it the tape deck+tsomething 

else? ) 


Anyway, expect maybe a little from me in the future now that college is 
under way. 


Ques: does anyone know how many Yarozers there are in Britain in total? 
Ques: what about Ireland? ( I only know of three! ) 

Regards, 

Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 
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—-MESSAGE FILE 6042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04766 


—-MESSAGE FILE 6043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004767 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Wed, 6 Oct 1999 14:05:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7tfhhgSg7p2@chuka.playstation.co.uk> 

References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 
.co.uk> <1dz7i52.18mh98wmxhfdxN@[194.171.204.57]> 

NNTP-Posting-Host: th-gt146-159.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Great Reply!!! Lot's of info we can use to improve it!! 
> Music is bad, I agree, anybody who can provide something better? 


I wouldn't say the music is terrible, it's a bit annoying, but that seems to 
work with really addictive games. I remember staying up ALL night playing 
Pushy II at a friends house, and the bleeps when you move kept everyone else 
awake :) 


> Cheat screen, is that new for NY-games? I didn't see it before.. 
> But as you say, far too easy to find!! 


Actually, I found it by complete accident. As there was no visible option to 
reset, I tried pressing everything and anything, and fluked upon a combo of 
of feiss tan Յաման ans (I won't say ;). It was only after playing a bit more that 
it started to tell me in the actual game how to get the cheats. The problem 
is that it distracts you from the game, and you end up dying before you find 
the code! :) 


> The resettingproblem may be solved by Andy (the coder).. I sent him your 
> reply. We totally forgot a readme-file, so we did add that as well. 
> 4-player mode is far better than single player mode!! 


The resetting should be easy, you just need to exit the main() function 
(there may be another way, but I'm not sure what it is). You may finda 
problem depending on the structure on your code. If you get deep into loops 
and functions, it may be a pain to get back out of them all. 


> Cheers, 
> 
> DEnnis.. 


Rikki 


—-MESSAGE FILE 6043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04767 


—-MESSAGE FILE 6044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004768 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Wed, 6 Oct 1999 19:57:01 +0200 

Organization: DEbri 

Lines: 29 

Message-ID: <ldz9orr.1lphitoSluerwgyN@al1-88-128.al.nl1> 
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References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 
.co.uk> <1dz7i52.18mh98wmxhfdxN@[194.171.204.57]> <7tfhhg$g7p2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 
> The resettingproblem may be solved by Andy (the coder).. I sent him your 


> reply. We totally forgot a readme-file, so we did add that as well. 
> 4-player mode is far better than single player mode!! 


The resetting should be easy, you just need to exit the main() function 
(there may be another way, but I'm not sure what it is). You may finda 
problem depending on the structure on your code. If you get deep into loops 
and functions, it may be a pain to get back out of them all. 


VVVVVVV VY 


I told andy, and he replied that he expected that they would of wanted 
this if you want a game to become on the coverdisk of OPM. 

He said it was no problem to make this reset. 

As you might have noticed, Andy has some trouble with the newsgroups at 
the moment (bloody firewall). 


Can anybody say something about this? What should a game be like to be 
able to get it on a OPM coverdisc? 

What can or can't be done? I remember that this has been said before, 
sorry for that.. 


help.... George....? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04768 


—-MESSAGE FILE 6045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004769 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Wed, 6 Oct 1999 19:57:04 +0200 

Organization: DEbri 

Lines: 31 

Message-ID: <ldz9qqf.1lvfrhgl172bewwN@al-88-128.a1.nl1> 
References: <7tfcl4Sg7pl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Donal O'Duibhir <oduibhir@indigo.ie> wrote: 


> What am I waffling about? Well I'm just voicing my frustration with myself 
> for not finding more time and wondering if anyone else reckons it took them 
> longer than they thought to get a feel for the Yaroze. 


I think most NY members need more than a year to get into the system.. I 
think most of us have similar feelings, at least I do.. 


> Ques: does anyone know how many Yarozers there are in Britain in total? 
> 


I think only SCEE knows that. I do know that there are more than 400 
NY-systems sold at SCEE. That could as wel be over 1000, but I don't 
know that. I can only count the amount of dir's at the SCEE-server.. 

I used to have a NY-list with this kind of info about NY-members. I had 
over 50 NY-members on my list wich is rater good if you would know how 
much info there was on all these members. In the end it took too much 
time to keep the list up, so I took it off.. 
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> Ques: what about Ireland? ( I only know of three! ) 


No idea... 


Later.. 


Dennis.. 
-—-MESSAGE FILE 6045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04769 


—-MESSAGE FILE 6046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004770 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NY Games on OPM CoverCD 

Date: Wed, 6 Oct 1999 19:57:07 +0200 

Organization: DEbri 

Lines: 13 

Message-ID: <1ldz9r8z.1045zsplyxvwmyN@al1l-88-128.al.nl1> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Hi George, 


It seems that your call has made an impact. I get the impression that 
there were some good games released after you asked for games for the 
OPM DC. 

Can you tell us again what we should do and what our games should be 
like to get them on this cover-disk? 
And if you know what games will be put on the comming CD's, could you 
let us know... 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04770 


—-MESSAGE FILE 6047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004771 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY Games on OPM CoverCD 

Date: Wed, 06 Oct 1999 19:17:56 +0100 

Organization: Netscape Online member 

Lines: 13 

Message-ID: <37FB9254.F6C863Beénetscapeonline.co.uk> 

References: <ldz9r8z.1045zsplyxvwmyN@al-—88-128.al1l.nl1> 
NNTP-Posting-Host: dialup-11-57.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


I just thought I'd add my two cents to this one. I am glad that the 
Yaroze is still going and that people are still making games for the 
system. Although I am suprised at the 

downturn in interest lately (especially with the chance to have your game 
published on the cover of a top magazine). 


By the way, I hope StarsWars makes it on the FameGame disc (since 
I left out blood and nastiness so it will be allowed :) ) 


See Ya, 
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The CHIEF 


—-MESSAGE FILE 6047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04771 


—-MESSAGE FILE 6048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004772 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: BEOS 

Date: Wed, 6 Oct 1999 22:45:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7tgfs4Sict1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Does anyone know if the GNU compiler, SIOCONS etc. have been ported to BEOS 
yet. 


If not is anyone currently working on these? 


Nigel 


—-MESSAGE FILE 6048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04772 


—-MESSAGE FILE 6049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004773 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6é@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Thu, 7 Oct 1999 00:31:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 100 

Message-ID: <7tglv9Sict2@chuka.playstation.co.uk> 
References: <7tfcl4Sg7pl@chuka.playstation.co.uk> 
NNTP-Posting-Host: m36-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Donal O'Duibhir <oduibhir@indigo.ie> wrote in message 

news: 7tfcl4S$g7pl@chuka.playstation.co.uk... 

> Every so often I creep on to the ng's and see what people are talking 
about 
> and feel real bad for not having started writing any code yet, with 
college 

> and 6 million other things, getting to grips with the Yaroze is taking 

> longer than a while. I reckon I was one of the last people to get one last 
> April or so, having to talk my way round the guy on the phone who was 

> adamant the offer was over ....etc 

> 


I always thought I was the last to get a Yaroze (some time in March) but 
I've learnt that there are a couple of others like yourself that got one 
just before the cut-off point. It's nice to know I'm not the only Yaroze 
novice. ;0) 


> What am I waffling about? Well I'm just voicing my frustration with myself 
> for not finding more time and wondering if anyone else reckons it took 
them 


Net Yaroze newsgroups message dump.txt Page 3905 


> longer than they thought to get a feel for the Yaroze. 
> 


It took me a lot longer than expected to get the hang of the Yaroze but this 
was mainly due to the fact that I had no knowledge of C code whatsoever. I 
think if you've already got a good grasp of C then it's probably much easier 
to understand (or maybe not, who knows? :o) ). I think it's generally felt 
that the Yaroze manuals just aren't good enough, if it wasn't for these 
newsgroups and other more experienced members I don't think half of us would 
get anywhere, not on the Sony docs alone anyway. 


As for the feeling of frustration, I know how you feel but I think this 
stems from the pressure (from ourselves) to create a polished game. I've 
been working on the same game for month's now but it's still far from being 
finished. However, if I look back at the things I've learned since getting 
my Yaroze I'm pretty pleased with my progress, I've just not got much to 
show off to others. :o( I think it all depends on what you want to get out 
of the Yaroze project. Personally, I'd rather set myself a harder project to 
achieve than knocking out a cheesy space invader clone every couple of 
weeks. I may be hitting problem after problem but at least at the end of it 
all I've learnt how to solve them. You don't get this by ripping off other 
peoples bits of code and creating a bog standard shoot 'em-up just for the 
sake of finishing something. 


I wouldn't feel too bad about not having anything finished just yet. There's 
some members who've had their Yarozes for years and still not done anything 
with them, some knock out a number of sub-standard games and some create 
some really brilliant bits of test code, preferring to work on coding 
routines and effects rather than games. Just do what you want to do. There's 
very little support left from the older members (although there's still some 
very helpful guys around) so I wouldn't bother trying to impress or prove 
yourself to anyone else. If you're not in the *elite* group of Yaroze 
members then frankly, no-one's that bothered. Take Marc Lambert's 'Stars 
Wars' for example, released around the same time as DEnnis' 'DOWN' but for 
some reason has had no response. It's a much more quality game in my opinion 
and shows some good coding skills but because DEnnis is more 'well-known' 
over the newsgroups his game has had more response. The bottom line is that 
most of the other members don't give a shit how much effort you put into 
your stuff so don't get all frustrated about how fast you're picking things 
up. :0) 


> This is coming from a Computer Science student ( 3rd year ) who somehow 
has 

> never programmed C in their lives before...... which is weird considering I 
> started with basic on a Speccy 128K +2 ( And before you ask the +2 is very 
> important......... I forget why though , was it the tape deck+something 

> else? ) 

> 


I wouldn't know, I was always a C64 kinda guy. ;o) 


> Anyway, expect maybe a little from me in the future now that college is 
> under way. 


I look forward to it, if you ever need any help with anything let me know 
and I'll see what I can do. 


> Ques: does anyone know how many Yarozers there are in Britain in total? 
> 

> Ques: what about Ireland? ( I only know of three! ) 

> 

> 


It would be good if DEnnis could create a new list of Yaroze members who are 
still *active* at the moment. I know of a few people who've tried to get in 
touch with other members but had no reply because they don't bother with it 
anymore. Maybe we'd all get our projects finished a little faster if we 
could drum up some of that old (but sadly depleted) Yaroze spirit! How about 
it DEnnis, do you fancy setting up another list? 


Cheers, 
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Scott 


—-MESSAGE FILE 6049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04773 


—-MESSAGE FILE 6050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004774 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BEOS 

Date: 07 Oct 1999 10:19:29 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86iu4kkooe.fsf@foo.mel.cybec.com.au> 

References: <7tgfs4Sictl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Nigel Critten" <Nigel@gameware.demon.co.uk> writes: 


> Does anyone know if the GNU compiler, SIOCONS etc. have been ported to BEOS 
> yet. 
> 


They most definitely have. Actually, although I haven't run BeOS for 
a while now and don't really follow it, I think they dropped 
CodeWarrior as their system compiler and swapped to gcc. Or something 
like that. 


Siocons shouldn't need to be 'ported' as BeOS is POSIX and uses 


similar methods for accessing the serial ports. It should just 
compile. I may be wrong, since as I said, I don't keep up with it any 
more. 

Toby. 


-—-MESSAGE FILE 6050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04774 


—-MESSAGE FILE 6051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004775 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Truespace Reg. Code 

Date: 7 Oct 1999 05:58:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bf1089$3d1036e0S0a3ddec2@sonia> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I've need to re-install my copy of Truespace (from the cover of PC Plus) 
but I've lost the serial number required to activate it. Can anyone 
enlighten me? 


Ta, 


- Miles 
—-MESSAGE FILE 6051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04775 


—-MESSAGE FILE 6052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004776 
Path: chuka.playstation.co.uk!debri 
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From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY Games on OPM CoverCD 

Date: Thu, 7 Oct 1999 08:24:59 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <ldzapx4.1ilvlfnhey3h9xsN@al-—88-134.al.nl> 
References: <ldz9r8z.1045zsplyxvwmyN@al-88-128.al.nl> <37FB9254.F6C863Bénetscapeonli 
ne.co.uk> 

NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 


thechief666 <thechief666@netscapeonline.co.uk> wrote: 


> By the way, I hope StarsWars makes it on the FameGame disc (since 
> I left out blood and nastiness so it will be allowed :) ) 

> 

> See Ya, 

> 

> The CHIEF 


So blood and nastiness are not allowed? 
What a bout commercials? 

Or patented images and sound? 

Or sex? 


We did not put any of these in DOWN, but is it allowed? 


Or if you have enough ram left, can I put a hidden picture in there 
(like one of me or so).. 


DEnnis.. 
—-MESSAGE FILE 6052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04776 


—-MESSAGE FILE 6053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004777 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Thu, 7 Oct 1999 12:17:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7ti03j$t171@chuka.playstation.co.uk> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-44.terbium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Donal O'Duibhir <oduibhir@indigo.ie> wrote in message 
>news: 7tfcl4S$g7pl@chuka.playstation.co.uk... 


>> This is coming from a Computer Science student ( 3rd year ) who somehow 
>has 

>> never programmed C in their lives before...... which is weird considering 
I 


>> started with basic on a Speccy 128K +2 ( And before you ask the +2 is 
very 

>> important......... I forget why though , was it the tape deck+tsomething 
>> else? ) 


I think the +2 was because there was a Spectrum+ before it, the one with the 
plastic keys with the indents in them which replaced the old rubber keyed 
one, it looked a bit like a smaller QL ( remember those anyone? or am I just 
showing my age here? ). Then there was that +3 with the disk drive... 


On the subject of frustration, I tend to get too many game ideas at once, 
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start coding and designing them and end up having to juggle the lot (ie. 
tanx2, arcade puzzlers, and others all in various states of coding and 
amounts of graphics), so it can be frustrating even when you are making 
progress to try to see a game through to completion. The best thing is to 
have fun coding and see what comes of it. 


Stuart. 


—-MESSAGE FILE 6053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04777 


—-MESSAGE FILE 6054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004778 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 

Date: Thu, 7 Oct 1999 17:25:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7tihi0St173@chuka.playstation.co.uk> 

References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 
-co.uk> <1dz7i52.18mh98wmxhfdxN@[194.171.204.57]> <7tfhhg$g7p2@chuka.playstation.co. 
uk> <ldz9orr.1lphitoSluerwgyN@al1-—88-128.al.nl1> 

NNTP-Posting-Host: th-en139-062.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I told andy, and he replied that he expected that they would of wanted 
> this if you want a game to become on the coverdisk of OPM. 
> He said it was no problem to make this reset 


That's good. People using the OPSM disc are probably a lot happier when you 
can exit a demo and get back to the main menu without getting out of their 
seat. Actually, it probably doesn't matter too much as you can't get to the 
main menu from the Net Yaroze menu. You would only need to get back to the 
NY menu if there's more than one game on the list. 


Can anybody say something about this? What should a game be like to be 
able to get it on a OPM coverdisc? 

What can or can't be done? I remember that this has been said before, 
sorry for that.. 


V V V V 


Really you need to read through the Technical Requirements Checklist, and 
make sure your game fits all of them. The link is: 
http://www.netyaroze-europe.com/yaroze/docs/yartrcl0.htm 

Game wise (I think this may be in the TRC) but you need to keep it clean and 
unoffensive, and you need to avoid breaking copyright. I'm sure others with 
more experience will be able to give you more information. 


help.... George....? 


> 
> 
> 
> Cheers, 
> 
> 


DEnnis.. 


Rikki 


—-MESSAGE FILE 6054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04778 


-—-MESSAGE FILE 6055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004779 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: NY Games on OPM CoverCD 
Date: Thu, 07 Oct 1999 18:09:03 +0100 
Organization: Netscape Online member 
Lines: 9 

Message-ID: <37FCD3AE.6DC6D6BF@netscapeonline.co.uk> 

References: <ldz9r8z.1045zsplyxvwmyN@al-88-128.al.nl> <37FB9254.F6C863Beénetscapeonli 
ne.co.uk> <ldzapx4.1lvlfnhey3h9xsN@al-88-134.al.nl> 

NNTP-Posting-Host: dialup-05-29.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


To be honest, I don't know the situation on blood and guts for the cover 
disk. I just assumed it would be no-go. 
Not that I think it really matters on StarsWars (the dodgy humour is scary 
enough, although you can only imagine 
what I could have done with the Kirt Cobain type character :) ) 


The CHIEF 


—-MESSAGE FILE 6055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04779 


—-MESSAGE FILE 6056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004780 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "DOWN" 
Date: Thu, 7 Oct 1999 19:50:28 +0200 
Organization: DEbri 
Lines: 16 
Message-ID: <ldzblks.1rtwn2uiy0d3cN@al-—-88-121.al.nl1> 

References: <ldymmsk.1llpnzzaltehtbcN@al-—88-110.al.nl> <7shllh$6vn2@chuka.playstation 
.co.uk> <1dz7i52.18mh98wmxhfdxN@[194.171.204.57]> <7tfhhg$g7p2@chuka.playstation.co. 
uk> <ldz9orr.lphito5luerwgyN@al-88-128.al.nl> <7tihi0$t173@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


Really you need to read through the Technical Requirements Checklist, and 
make sure your game fits all of them. The link is: 

http: //www.netyaroze-europe.com/yaroze/docs/yartrcl10.htm 

Game wise (I think this may be in the TRC) but you need to keep it clean and 
unoffensive, and you need to avoid breaking copyright. I'm sure others with 
more experience will be able to give you more information. 


VV V V V V 


I think we kept it clean and no copyrights are being broken... 
So as far for our game, I don't expect trouble.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04780 


—-MESSAGE FILE 6057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004781 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY Games on OPM CoverCD 

Date: Thu, 7 Oct 1999 19:50:31 +0200 

Organization: DEbri 
Lines: 18 
Message-ID: <ldzblina.v0c4dylust4lcN@al-88-121.al.nl> 
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References: <ldz9r8z.1045zsplyxvwmyN@al-88-128.al.nl> <37FB9254.F6C863Beénetscapeonli 
ne.co.uk> <ldzapx4.1lvlfnhey3h9xsN@al-88-134.al.nl> <37FCD3AE. 6DC6D6BF@netscapeonline 
-co.uk> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 


thechief666 <thechief666@netscapeonline.co.uk> wrote: 


To be honest, I don't know the situation on blood and guts for the cover 
disk. I just assumed it would be no-go. 
Not that I think it really matters on StarsWars (the dodgy humour is scary 
enough, although you can only imagine 
what I could have done with the Kirt Cobain type character :) ) 


VV VV V V V 


The CHIEF 


Hehehe, I do feel like taking another look at your game... 
Using Kurt Cobain could make the game provocating, but I 
would not use that either. 


Later mate.. 


DEnnis.. 
—-MESSAGE FILE 6057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04781 


—-MESSAGE FILE 6058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004782 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Thu, 7 Oct 1999 19:50:33 +0200 

Organization: DEbri 
Lines: 8 
Message-ID: <ldzblqm.laqung0jvav2sN@al-88-121.al.nl> 

References: <7tfcl4Sg7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <7ti034$t171@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-121.al.nl 

X-Newsreader: MacSOUP 2.3 


<stuart@macdonald4798.freeserve.co.uk> wrote: 


Stuart... still alive, I've sent you some mails but there was no 
reply... Whats up mate? 

Cheers, 

DEnnis.. 


—-MESSAGE FILE 6058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04782 


—-MESSAGE FILE 6059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004783 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Thu, 07 Oct 1999 22:17:56 +0100 

Organization: Netscape Online member 

Lines: 14 

Message-ID: <37FD0E04.B71BC65E@netscapeonline.co.uk> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: dialup-05-27.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 
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I am always willing to help in any way if I can, so get in touch Donal, and I'll 
see what 
I can do. I have made two games (check them out and let me know what you think), 


and I am in the process of learning 3D. 


By the way Scott, I like the message :) 


The CHIEF 


mlambert @netcomuk.co.uk 
http://www.netyaroze-europe.com/~cyclone/ 


—-MESSAGE FILE 6059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04783 


—-MESSAGE FILE 6060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004784 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY Games on OPM CoverCD 

Date: Thu, 07 Oct 1999 22:22:33 +0100 

Organization: Netscape Online member 

Lines: 8 

Message-ID: <37FDOF18.1FEBDF9C@netcomuk.co.uk> 

References: <ldz9r8z.1045zsplyxvwmyN@al-88-128.al.nl> <37FB9254.F6C863Beénetscapeonli 
ne.co.uk> <ldzapx4.1lvlfnhey3h9xsN@al-88-134.al.nl> <37FCD3AE. 6DC6D6BF@netscapeonline 
-co.uk> <ldzblna.v0c4dylust41lcN@al1-88-121.al.nl1> 

NNTP-Posting-Host: dialup-05-27.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Yeah a bit too provocating (I'd probably get lynched by the Nirvan fans). 
Mind you, it certaily might have got me a bit more notice off of the 
Yaroze members. 

Maybe I'll do a special edition and let the Yarozers choose the 
characters չօ 


The CHIEF 


—-MESSAGE FILE 6060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04784 


—-MESSAGE FILE 6061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004785 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hi 

Date: Fri, 8 Oct 1999 01:38:21 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <7tjees$9v12@chuka.playstation.co.uk> 
NNTP-Posting-Host: asn14-252.mcmail.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello everyone, 


Just thought I'd put in an appearance as I've not been around lately. 
This is mostly the fault of Dune 2000, which IMHO is the best networked 
strategy game around. Anyway, as OPM coverdisks have been discussed 
recently, I was wondering about the experiences of those people who got 
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their games burned onto a CD. When I finished Arena2, I was pretty chuffed 
with the outcome as it was the first game I'd every completed. I sent an 
e-mail to George to see if it was good enough to get on a CD and got a reply 
telling me to alter a few things. Fair enough, I thought and went about 
writing the changes he wanted. Once that was done, I sent another couple of 
e-mails, but have heard nothing since. 


I would've liked to have known one way or the other, if the game was 
thought to be a steaming, fetid pile of monkey spunk then fair enough 
(although I would consider such a discription a little harsh). In that case 
I could forget it and move on to newer, greater things. As it was, I was 
hanging around on the off-chance that I'd get told to change it some more 
and would still be familiar with the code. In the end I gave up and started 
a new project, a cheesy Wipeout rip-off (which, by the way, can be found on 
my newly updated page) and hoped for better luck the next time around. 


On another note, I was thinking of writing a DOS based TMD editor that 
would make full use of all the available polygon properties (graduated 
coloured textures, selective transparency etc) and was wondering about VESA 
driver compatibility. I know very little about 386 interrupt programming and 
I'm just using code that I 'borrowed' from a friend's game. Do all graphics 
cards support the same screen modes and methods of setting them? Help would 
be truly appreciated. 


Cheers, 


Tom 


—-MESSAGE FILE 6061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04785 


—-MESSAGE FILE 6062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004786 

Path: chuka.playstation.co.uk!news 

From: mgarcia <garcia_au@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SCEE News Group question 

Date: Fri, 08 Oct 1999 17:17:24 +1000 

Organization: TAFE BRISBANE 

Lines: 20 

Message-ID: <37FD9A84.F14DF49E@start.com.au> 

NNTP-Posting-Host: 203.108.136.28 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hello all, 
As I am only a begginer I haven't really been very helpful here 

but this has been a great resource of information for psx stuff as well 

as in my S/W Eng. Dip. 


Well as the hands of time bring the Yaroze to a close (not to soon I 
hope), it would be a great 
loss if all these postings went with it. 


Can I ask before all this disappears, could some nice person at Sony 
please collect all the postings 

(or the most relevent ones anyway) into a big zip file availabe to 
download for future references. 


Thanks 
mgarcia. 


—-MESSAGE FILE 6062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04786 
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-—-MESSAGE FILE 6063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004787 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY Games on OPM CoverCD 

Date: Fri, 8 Oct 1999 14:31:25 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <ldzcq63.kg7jqtlbayfxeN@al-—88-126.al.nl> 

References: <ldz9r8z.1045zsplyxvwmyN@al-88-128.al.nl> <37FB9254.F6C863Beénetscapeonli 
ne.co.uk> <ldzapx4.1lvlfnhey3h9xsN@al-88-134.al.nl> <37FCD3AE. 6DC6D6BF@netscapeonline 
-co.uk> <ldzblna.v0c4dylust41lcN@al1-88-121.al.nl> <37FDOF18.1FEBDF9C@netcomuk.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 


thechief666 <thechief666@netscapeonline.co.uk> wrote: 


Yeah a bit too provocating (I'd probably get lynched by the Nirvan fans). 
Mind you, it certaily might have got me a bit more notice off of the 
Yaroze members. 

Maybe I'll do a special edition and let the Yarozers choose the 
characters չօ 


VV V V V V V 


The CHIEF 


Better choose some real anoying characters.. Kurt could be a bit 
sensitive.. What about; 


- Spice Girls 

- Dolly Parton 

= EC; 

—-MESSAGE FILE 6063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04787 


-—-MESSAGE FILE 6064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004788 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY Games on OPM CoverCD 

Date: Fri, 08 Oct 1999 19:12:13 +0100 

Organization: Netcom member 

Lines: 7 

Message-ID: <37FE33FD.420C0099@netscapeonline.co.uk> 

References: <ldz9r8z.1045zsplyxvwmyN@al-88-128.al.nl> <37FB9254.F6C863Beénetscapeonli 
ne.co.uk> <ldzapx4.1lvlfnhey3h9xsN@al-88-134.al.nl> <37FCD3AE. 6DC6D6BF@netscapeonline 
.co.uk> <ldzblna.v0c4dylust41lcN@al1-88-121.al.nl> <37FDOF18.1FEBDF9C@netcomuk.co.uk> 
<ldzcq63.kg/7jqtlbayfxeN@al-88-126.al.nl> 

NNTP-Posting-Host: dialup-21-29.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Yeah I can have Geri poke you in the eyes with her t**s. 

Or what about having Baby spice slip over (while wearing her stupid high heels) 
and break her neck. Maybe I can also have that prat out of Suede as a training 
punching bag, 


Oh the possibilities........ 


—-MESSAGE FILE 6064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04788 


—-MESSAGE FILE 6065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004789 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE News Group question 

Date: Fri, 08 Oct 1999 19:16:11 +0100 

Organization: Netcom member 

Lines: 11 

Message-ID: <37FE34EB.BFD2A197@netscapeonline.co.uk> 
References: <37FD9A84.F14DF49E@start.com.au> 
NNTP-Posting-Host: dialup-21-29.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


I certainly hope that the Yaroze will not end soon, since I have just got 
the hang of it. Although I've heard that some developers are planning PSX 
games սք to 2yrs after the launch օք PSX2. 


Maybe we should all show a lot of interest to make Sony take notice 
(and give us a Yaroze2), 


The CHIEF 


—-MESSAGE FILE 6065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04789 


—-MESSAGE FILE 6066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004790 

Path: chuka.playstation.co.uk!news 

From: Keith Wallace <keithw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Fri, 08 Oct 1999 21:43:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <37FE5785.28E2F75C@chilternmag.demon.co.uk> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
նէ» <37FD0E04.B71BC65E@netscapeonline.co.uk> 

NNTP-Posting-Host: modem-29.lamivudine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


thechief666 wrote: 


> I am always willing to help in any way if I can, so get in touch Donal, and I'll 
> see what 

> I can do. I have made two games (check them out and let me know what you think), 
> 


> and I am in the process of learning 3D. 
By the way Scott, I like the message :) 
The CHIEF 


mlambert @netcomuk.co.uk 
http://www.netyaroze-europe.com/~cyclone/ 


VVVVVVV 


Personally I agree, 

Stars Wars is alot better than Down. And yet have heard of no reply. 
Stars Wars has nealy every thing including the classic 'Finishing Moves' 
Mortal combat style and nice animation and graphics... 

So why has Down had all the attencion??? 

You just have to get to the bottom of the screen. 

Fair enough it's playable but Stars Wars has so much more to offer.... 
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—-MESSAGE FILE 6066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04790 


-—-MESSAGE FILE 6067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004791 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: IMPORTANT..... 

Date: Fri, 08 Oct 1999 22:43:00 +0100 

Organization: Netcom member 

Lines: 44 

Message-ID: <37FE6564.EBBD943F@netscapeonline.co.uk> 

NNTP-Posting-Host: dialup-06-49.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Good, I've got you're attention, 


If you are reading this, it hopefully means that you are 
still using the Yaroze. I have something to say and I hope it prompts a 
response. 


I am looking to build up some interest in the Yaroze amongst the members 
because as of late there seems to be a sharp decline. I am (like most of 
you) hoping for a Yaroze 2, so we need to show Sony that it is safe to 
do so. 

Now I read somewhere (sorry who said this, but I forgot so reply 
and let me know), that one or two people have said that there isn't 
enough 'good' people to 
warrant the release of a NY2. (I understand what you are saying, but 
bear with me and I'll explain my point). 

What I think of the situation is that with the Yaroze, people are 
taking on too much. For instance, where in the Industry do you see 
people doing al the work, the graphics, the sound, the design, the 
code....etc...... On the Yaroze there has been a few excellant pieces 
of work (albeit mainly from those who have attended some sort of 
university course), but I think there are a lot of varied talent. I've 
personally seen some excellant programmers but not artists. Lots of 
brilliant tools, but no game demo's. Lots of good artists but not enough 
coding skills to make things work. 

What I am saying is that we all want to enter the same Industry but 
at different positions, so if there is a NY2, (or if NY continues), 
maybe it is a good idea to group people into their prefered role. I 
would like to also see more groups like Team Parc (although you guys 
need to hurry up and knock out some more quality games :) ). 


Anyway, what I want is for anyone who is still here to reply to this 
message. Tell everyone that you are still about and what you are 
currently working on. 

Alternatively, reply to let me know if you agree/disagree with this 
message (it is designed to prompt some kind of response). 


Well I'm done, 


The CHIEF 


p.s It is great to see Chris Chadwick and Scott Evans back with site 
updates. 


--MESSAGE FILE 6067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04791 


—-MESSAGE FILE 6068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004792 
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Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Sat, 9 Oct 1999 01:49:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7tm62cSb6rl1@chuka.playstation.co.uk> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <37FD0E04.B71BC65E@netscapeonline.co.uk> <37FE5785.28E2F75C@chilternmag.demon.co 
.uk> 

NNTP-Posting-Host: m12-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Personally I agree, 

Stars Wars is alot better than Down. And yet have heard of no reply. 
Stars Wars has nealy every thing including the classic 'Finishing Moves' 
Mortal combat style and nice animation and graphics... 

So why has Down had all the attencion??? 

You just have to get to the bottom of the screen. 

Fair enough it's playable but Stars Wars has so much more to offer.... 


Chris. 


VVVVVVVVVV 


Well said squire. 


It's nice to see someone paying a little attention to other members efforts. 
I agree, as far as beat 'em-up's go 'Stars Wars' has just about everything 
you'd expect from a professional effort. It may lack the crispness and 
graphical qualities of a pro game (which is to be expected) but it pretty 
much has everything else. 'DOWN' got all the attention because DEnnis is 
well known throughout the newsgroups. It's all a sorry state of 
affairs....mmmm ;o) 

Although, this shouldn't take away the credit given to DOWN. I always 
respect anything produced by other Yaroze members and DOWN is very playable 
in its own right. It's just a shame that there's a certain 'elitism' 
throughout the Yaroze members, you've only to read through the newsgroups to 
notice it. 


Let's hope that Mr. Bain sees fit to put Stars Wars on the OPM disk. It 
would definately be a good example of what can be produced on the Net 
Yaroze. 


Word up... 


SCOE; 


--MESSAGE FILE 6068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04792 


--MESSAGE FILE 6069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004793 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Sat, 9 Oct 1999 02:37:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <7tm62eSb6r2@chuka.playstation.co.uk> 
References: <37FE6564.EBBD943F@netscapeonline.co.uk> 
NNTP-Posting-Host: m12-mpl-cvxla.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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Some interesting points. 

Setting up some coding groups could be a good idea if you could get it to 

work. Respect due to Team Parc for taking the initiative but like you say, 


people tend to expect more from them than they actually produce which is 
maybe a downside to starting a *group*. 


On the good side.... 

*Mucho time-saving! (if done right). Imagine working as part of a team where 
you can concentrate on coding whilst some graphics monkey does all the 
lovely pics. :0) 

*The collective skills should increase the overall quality of games by far. 
*Working with others always acts as one of best ways of learning and 
improving your skills. 


On the bad side.... 
*Requires extreme planning. Getting everyone organised so they all know what 
they're doing could be a ballache. 

*Could add pressure to workload through fear of 'not letting the side down'. 
*Trying to find a good set of like minded people who are all active, 
willing, like the same projects, etc. 


As for some people thinking there's not enough 'good' people to warrant a 
Yaroze 2, I tend to think this is a bit insulting to the current list of 
Yaroze members. There's plenty of 'good' programmers around, it all depends 
where you look. How 'good' would you have to be to get a Yaroze 2? If we 
were all that good we'd have bleeding jobs coding pro games, wouldn't we? 

I agree with the opinion that Sony will release a Yaroze 2 if the profits 
are worth their time and effort. Although I suppose if a number of the 
members knocked out some top notch games and raised the credability of the 
Yaroze it may up Yaroze 2's chances a little. 


Regardless, any extra effort put into the Yaroze scene always has my vote. 
I'd be willing to work as part of a team so let me know if you try and get 
something started. The worse that can happen is that it falls flat on its 

arse which is no great shame. 


Speaking of groups, what happened to that Edinburgh meet that Nick Ferguson 
was planning? It seemed like a pretty good idea but I never heard if 
anything ever came of it. Does anyone know? 


Hopefully, you'll get some more replies and we'll be able to get something 
started. There's got to be some active members out there who are willing to 
give it a shot. 


Good Luck, 


Scott 


thechief666 <thechief666@netscapeonline.co.uk> wrote in message 
news :37FE6564.EBBD943F@netscapeonline.co.uk... 
> Good, I've got you're attention, 


If you are reading this, it hopefully means that you are 
still using the Yaroze. I have something to say and I hope it prompts a 
response. 


I am looking to build up some interest in the Yaroze amongst the members 
because as of late there seems to be a sharp decline. I am (like most of 
you) hoping for a Yaroze 2, so we need to show Sony that it is safe to 
do so. 

Now I read somewhere (sorry who said this, but I forgot so reply 
and let me know), that one or two people have said that there isn't 
enough 'good' people to 
warrant the release of a NY2. (I understand what you are saying, but 
bear with me and I'll explain my point). 

What I think of the situation is that with the Yaroze, people are 
taking on too much. For instance, where in the Industry do you see 
people doing al the work, the graphics, the sound, the design, the 
code....etc...... On the Yaroze there has been a few excellant pieces 


VVVVVVVVVVVVVV VV VV 
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of work (albeit mainly from those who have attended some sort of 
university course), but I think there are a lot of varied talent. I've 
personally seen some excellant programmers but not artists. Lots of 
brilliant tools, but no game demo's. Lots of good artists but not enough 
coding skills to make things work. 

What I am saying is that we all want to enter the same Industry but 
at different positions, so if there is a NY2, (or if NY continues), 
maybe it is a good idea to group people into their prefered role. I 
would like to also see more groups like Team Parc (although you guys 
need to hurry up and knock out some more quality games :) ). 


Anyway, what I want is for anyone who is still here to reply to this 
message. Tell everyone that you are still about and what you are 
currently working on. 

Alternatively, reply to let me know if you agree/disagree with this 
message (it is designed to prompt some kind of response). 


Well I'm done, 


The CHIEF 


p.s It is great to see Chris Chadwick and Scott Evans back with site 
updates. 


VVVVVVVVVVVVVVV VV VV VV VV VV 
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—-MESSAGE FILE 6069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04793 


—-MESSAGE FILE 6070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004794 

Path: chuka.playstation.co.uk!news 

From: mgarcia <garcia_au@start.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: SCEE News Group question 

Date: Sat, 09 Oct 1999 13:05:39 +1000 
Organization: TAFE Brisbane 

Lines: 30 

Message-ID: <37FEB103.3AB9B94A@start.com.au> 
References: <37FD9A84.F14DF49E@start.com.au> 
NNTP-Posting-Host: 203.108.136.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


mgarcia wrote: 


> Hello all, 

> As I am only a begginer I haven't really been very helpful here 
> but this has been a great resource of information for psx stuff as well 
> as in my S/W Eng. Dip. 

> 

> Well as the hands of time bring the Yaroze to a close (not to soon I 
> hope), it would be a great 

> loss if all these postings went with it. 

> 

> Can I ask before all this disappears, could some nice person at Sony 
> please collect all the postings 

> (or the most relevent ones anyway) into a big zip file availabe to 

> download for future references. 

> 

> Thanks 

> mgarcia. 

Hi again. 


I found out how to do it in Netscape (Collabra) and I should be 
doing it soon-ish (2-3 weeks) , depending on the size of the archives 
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(I'ld like to do an exact copy) I'll put it on my home page. 


latter. 
mgarcia 


—-MESSAGE FILE 6070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04794 


—-MESSAGE FILE 6071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004795 

Path: chuka.playstation.co.uk!news 

From: Keith Wallace <keithw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 09 Oct 1999 08:11:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <37FEEA95.391C27D9@chilternmag.demon.co.uk> 
References: <37FE6564.EBBD943F@netscapeonline.co.uk> 
NNTP-Posting-Host: modem-64.vancomycin.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


thechief666 wrote: 
Good, I've got you're attention, 


If you are reading this, it hopefully means that you are 
still using the Yaroze. I have something to say and I hope it prompts a 
response. 


I am looking to build up some interest in the Yaroze amongst the members 
because as of late there seems to be a sharp decline. I am (like most of 
you) hoping for a Yaroze 2, so we need to show Sony that it is safe to 
do so. 

Now I read somewhere (sorry who said this, but I forgot so reply 
and let me know), that one or two people have said that there isn't 
enough 'good' people to 
warrant the release of a NY2. (I understand what you are saying, but 
bear with me and I'll explain my point). 

What I think of the situation is that with the Yaroze, people are 
taking on too much. For instance, where in the Industry do you see 
people doing al the work, the graphics, the sound, the design, the 
code. os KCC Cs u. utu On the Yaroze there has been a few excellant pieces 
of work (albeit mainly from those who have attended some sort of 
university course), but I think there are a lot of varied talent. I've 
personally seen some excellant programmers but not artists. Lots of 
brilliant tools, but no game demo's. Lots of good artists but not enough 
coding skills to make things work. 

What I am saying is that we all want to enter the same Industry but 
at different positions, so if there is a NY2, (or if NY continues), 
maybe it is a good idea to group people into their prefered role. I 
would like to also see more groups like Team Parc (although you guys 
need to hurry up and knock out some more quality games :) ). 


Anyway, what I want is for anyone who is still here to reply to this 
message. Tell everyone that you are still about and what you are 
currently working on. 

Alternatively, reply to let me know if you agree/disagree with this 
message (it is designed to prompt some kind of response). 


Well I'm done, 
The CHIEF 


p.s It is great to see Chris Chadwick and Scott Evans back with site 
updates. 
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Belive it or not, some of the oldies are still around, they're just not 
doing much. 

I've e-mailed a few, and some of them offered help with my current project - 
Drum 'n' Race - But your right there realy arn't enough people around at the 
moment.. 

Where are you all??? 


Oh, and if you want to help with DNR, it's a MicroMachines type game. 
You can e-mail me at chrisw@blycroft.freeserve.co.uk 
and its not all that hard to find my site. :) 


I agree with making more Programming Groups like Team Parc..... 
Chris Wallace. 


—-MESSAGE FILE 6071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04795 


—-MESSAGE FILE 6072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004796 

Path: chuka.playstation.co.uk!news 

From: Keith Wallace <keithw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Sat, 09 Oct 1999 08:21:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 118 

Message-ID: <37FEED06.ABCS5SEFA0@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: modem-64.vancomycin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


I'm here and ready for anything ( Yaroze related ), 

and It would be alot easier to be able to tell a *member* that you need a BG 
tile of a table, than slaving over it your self when you can't draw for your 
life, or more likely.. 

sound.... 

I don't have a clue about sound and music on the Yaroze so there for someone 
else who is good at sound conversion and malipulation could do it, and get a 
much better result that I possibly could. 


Is it me or do Yaroze members seem to dissapear after they get on the Demo 


i.e.What happened to Stuart Macdonald's weekly update? 


Chris Wallace. 


Scott Ward wrote: 


> Some interesting points. 

> 

> Setting up some coding groups could be a good idea if you could get it to 
> work. Respect due to Team Parc for taking the initiative but like you say, 
> people tend to expect more from them than they actually produce which is 
> maybe a downside to starting a *group*. 

> 

> On the good side.... 

> *Mucho time-saving! (if done right). Imagine working as part of a team where 
> you can concentrate on coding whilst some graphics monkey does all the 

> lovely pics. :o) 

> 


*The collective skills should increase the overall quality of games by far. 
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*Working with others always acts as one of best ways of learning and 
improving your skills. 


On the bad side.... 
*Requires extreme planning. Getting everyone organised so they all know what 
they're doing could be a ballache. 

*Could add pressure to workload through fear of 'not letting the side down'. 
*Trying to find a good set of like minded people who are all active, 
willing, like the same projects, etc. 


As for some people thinking there's not enough 'good' people to warrant a 
Yaroze 2, I tend to think this is a bit insulting to the current list of 
Yaroze members. There's plenty of 'good' programmers around, it all depends 
where you look. How 'good' would you have to be to get a Yaroze 2? If we 
were all that good we'd have bleeding jobs coding pro games, wouldn't we? 

I agree with the opinion that Sony will release a Yaroze 2 if the profits 
are worth their time and effort. Although I suppose if a number of the 
members knocked out some top notch games and raised the credability of the 
Yaroze it may up Yaroze 2's chances a little. 


Regardless, any extra effort put into the Yaroze scene always has my vote. 
I'd be willing to work as part of a team so let me know if you try and get 
something started. The worse that can happen is that it falls flat on its 
arse which is no great shame. 


Speaking of groups, what happened to that Edinburgh meet that Nick Ferguson 
was planning? It seemed like a pretty good idea but I never heard if 
anything ever came of it. Does anyone know? 


Hopefully, you'll get some more replies and we'll be able to get something 
started. There's got to be some active members out there who are willing to 
give it a shot. 

Good Luck, 

Scott 

thechief666 <thechief666@netscapeonline.co.uk> wrote in message 


news :37FE6564.EBBD943F@netscapeonline.co.uk... 
Good, I've got you're attention, 


v 


If you are reading this, it hopefully means that you are 
still using the Yaroze. I have something to say and I hope it prompts a 
response. 


I am looking to build up some interest in the Yaroze amongst the members 
because as of late there seems to be a sharp decline. I am (like most of 
you) hoping for a Yaroze 2, so we need to show Sony that it is safe to 
do so. 

Now I read somewhere (sorry who said this, but I forgot so reply 
and let me know), that one or two people have said that there isn't 
enough 'good' people to 
warrant the release of a NY2. (I understand what you are saying, but 
bear with me and I'll explain my point). 

What I think of the situation is that with the Yaroze, people are 
taking on too much. For instance, where in the Industry do you see 
people doing al the work, the graphics, the sound, the design, the 
code....etc...... On the Yaroze there has been a few excellant pieces 
of work (albeit mainly from those who have attended some sort of 
university course), but I think there are a lot of varied talent. I've 
personally seen some excellant programmers but not artists. Lots of 
brilliant tools, but no game demo's. Lots of good artists but not enough 
coding skills to make things work. 

What I am saying is that we all want to enter the same Industry but 
at different positions, so if there is a NY2, (or if NY continues), 
maybe it is a good idea to group people into their prefered role. I 
would like to also see more groups like Team Parc (although you guys 
need to hurry up and knock out some more quality games :) ). 


Anyway, what I want is for anyone who is still here to reply to this 
message. Tell everyone that you are still about and what you are 
currently working on. 

Alternatively, reply to let me know if you agree/disagree with this 
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> > message (it is designed to prompt some kind of response). 

>> 

>> Well I'm done, 

>> 

> > The CHIEF 

> > 

>> 

> > p.s It is great to see Chris Chadwick and Scott Evans back with site 
> > updates. 

> > 


--MESSAGE FILE 6072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04796 


--MESSAGE FILE 6073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004797 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english,scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sat, 09 Oct 1999 10:15:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <37FF07CA.5D309750@chilternmag.demon.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-88.oxygen.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4797 scee.yaroze.mydemos: 
515 


I hope it doesn't end, 
I've been working my ass off over the holidays on Drum 'n' Race, 
and now I'm back at school things are going slower. 


I think you're right though, people do seem to dissapear after getting on the 
Disk... 


Maybe we should help each other more, then games would be finished faster. 
Chris Wallace. 


George Bain wrote: 


> To all NY members worldwide, 

> 

> As you all know, each issue of OPM has 2 NY playable games. 

> We have continued to supply OPM with games for nearly 2 years. 

> However, it seems we are running out of games!! 

> 

> I do consider putting another game from the same author if it's good. 
> So if the same NY member gives me a game every month, and it's good, 
> then it will appear on OPM! 

> 

> It looks like NY members work to get their game on OPM and don't do anymore 
> games afterwards?!?! I could be wrong?!?! 

> 

> P.S. I'm desparate for a game by tomorrow 12 noon!! 

> 

> Regards, 

> 

> George@SCEE 

> 

> 


—-MESSAGE FILE 6073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04797 
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—-MESSAGE FILE 6074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004798 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Sat, 9 Oct 1999 11:49:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7tn76sSb6r4@chuka.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> <37FEED06.ABCSEFA0@chilternmag.demon.co.uk> 

NNTP-Posting-Host: modem-27.amitriptyline.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Keith Wallace wrote in message 
<37FEED06.ABC5EFA0@chilternmag.demon.co.uk>... 

>I'm here and ready for anything ( Yaroze related ), 

>and It would be alot easier to be able to tell a *member* that you need a 
BG 
>tile of a table, than slaving over it your self when you can't draw for 
your 

>life, or more likely.. 

>sound.... 

>I don't have a clue about sound and music on the Yaroze so there for 
someone 

>else who is good at sound conversion and malipulation could do it, and get 
a 

>much better result that I possibly could. 

> 

>Is it me or do Yaroze members seem to dissapear after they get on the Demo 


>i.e.What happened to Stuart Macdonald's weekly update? 


Wow! I never knew anyone followed my updates. 

I'll be updating this weekend. I'm working on 2 new games at the moment, at 
least one of which I plan on having out before Christmas, so if it dosen't 
seem that I've been around, it's not because I've been neglecting my Yaroze, 
and I do check the newsgroups every couple of days! Coding's my problem 
though, it's a struggle compared to knocking up decent graphics... 

Stuart. 


—-MESSAGE FILE 6074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04798 


—-MESSAGE FILE 6075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004799 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Sat, 09 Oct 1999 12:46:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <37FF2B1A.DAFC6DC0@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> <37FEED06.ABCS5SEFA0@chilternmag.demon.co.uk> <7tn76sSb6r4@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: modem-93.tinactin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


I check everybodys pages when theyr'e updated, read the diarys, info, and 
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anything worth looking at or downloading... 


The only reson I've only justy started using the NewsGroups is because they 
wouldn' work. 


By the way if anybody wants me to test there games I will. 
Chris Wallace. 
stuart @macdonald4798.freeserve.co.uk wrote: 


Keith Wallace wrote in message 
<37FEED06.ABC5SEFA0@chilternmag.demon.co.uk>... 

>I'm here and ready for anything ( Yaroze related ), 

>and It would be alot easier to be able to tell a *member* that you need a 
BG 
>tile of a table, than slaving over it your self when you can't draw for 
your 

>life, or more likely.. 

>sound.... 

>I don't have a clue about sound and music on the Yaroze so there for 
someone 

>else who is good at sound conversion and malipulation could do it, and get 
a 

>much better result that I possibly could. 

> 

>Is it me or do Yaroze members seem to dissapear after they get on the Demo 


> 
>i.e.What happened to Stuart Macdonald's weekly update? 


Wow! I never knew anyone followed my updates. 

I'll be updating this weekend. I'm working on 2 new games at the moment, at 
least one of which I plan on having out before Christmas, so if it dosen't 
seem that I've been around, it's not because I've been neglecting my Yaroze, 
and I do check the newsgroups every couple of days! Coding's my problem 
though, it's a struggle compared to knocking up decent graphics... 

Stuart. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 6075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04799 


—-MESSAGE FILE 6076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004800 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 09 Oct 1999 12:48:54 +0100 

Organization: Netcom member 

Lines: 7 

Message-ID: <37FF2BA5.862A96C5@netcomuk.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <37FEEA95.391C27D9@chilternmag. 
demon.co.uk> 

NNTP-Posting-Host: dialup-13-33.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


If George Bain happens to read these messages (or anyone from SCEE) then let us 
know that you are still around, 


The CHIEF 


—-MESSAGE FILE 6076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04800 
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-—-MESSAGE FILE 6077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004801 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE News Group question 

Date: Sat, 09 Oct 1999 12:47:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <37FF2B6B.5D44E0B2@chilternmag.demon.co.uk> 

References: <37FD9A84.F14DF49E@start.com.au> <37FE34EB.BFD2A197@netscapeonline.co.uk 
> 

NNTP-Posting-Host: modem-93.tinactin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


agreed. 
Chris. 
thechief666 wrote: 
> I certainly hope that the Yaroze will not end soon, since I have just got 


> the hang of it. Although I've heard that some developers are planning PSX 
> games սք to 2yrs after the launch օք PSX2. 


v 


Maybe we should all show a lot of interest to make Sony take notice 
(and give us a Yaroze2), 


V V V V 


The CHIEF 


--MESSAGE FILE 6077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04801 


—-MESSAGE FILE 6078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004802 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 9 Oct 1999 16:16:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 95 

Message-ID: <7tnm3sShbm1l@chuka.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> 
NNTP-Posting-Host: modem-126.argon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I just wanted to say that I am certainly still around. In fact, I have 
never been more around than I am now, if you know what I mean. I am an 
extremely keen Yaroze user who is desperate, for want of a better word, to 
get a finished game under his belt. 


My current project is a game which is (at present) called Track N' No Field, 
which as you can probably tell is more or less a blatant rip-off of Konami's 
Track N' Field arcade game from many years ago, but without any field events 
(as yet!) It is coming along quite nicely and I have just finished putting 
a two player mode in. The trouble is that I am having to learn how to do 
everything myself, and subsequently the whole game is taking far longer than 
it should. If I was working in a group on this project, I would be able to 
learn from other people instead of having to read through as much source 
code as I can find to see how a certain task is acheived. Working ina 
group would certainly speed up the whole learning process. There is also a 
saying which I think is very appropriate to this discussion, "Two heads are 
better than one!" 
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I am certainly in favour of seeing more groups like Team Parc set up, as I 
think people would then really start to take notice of the Yaroze scene if 
games approaching a commercial quality were released. Can you imagine 
seeing a Yaroze demo on the OPM cover disc which was almost 
indistinguishable in quality from the rest of the demos on it. I believe 
that teaming up into groups is the only real way to make this happen. I 
mean no disrespect to any games that have appeared on the aforementioned 
cover disc to date, they have all been of a very high quality and I have 
been impressed with all of them. 


If anyone decides to set up a Yaroze programming group, I would very much 
like to be included. I would also like to wish any groups which are formed 
as a result of this discussion the best of luck, and I look forward to 
seeing your games on a future cover of OPM. 


Regards, 


Steven 


Yaroze homepage: http://www.netyaroze-europe.com/~slewis 
ICQ number: 40785589 


thechief666 <thechief666@netscapeonline.co.uk> wrote in message 
news :37FE6564.EBBD943F@netscapeonline.co.uk... 
> Good, I've got you're attention, 


If you are reading this, it hopefully means that you are 
still using the Yaroze. I have something to say and I hope it prompts a 
response. 


I am looking to build up some interest in the Yaroze amongst the members 
because as of late there seems to be a sharp decline. I am (like most of 
you) hoping for a Yaroze 2, so we need to show Sony that it is safe to 
do so. 

Now I read somewhere (sorry who said this, but I forgot so reply 
and let me know), that one or two people have said that there isn't 
enough 'good' people to 
warrant the release of a NY2. (I understand what you are saying, but 
bear with me and I'll explain my point). 

What I think of the situation is that with the Yaroze, people are 
taking on too much. For instance, where in the Industry do you see 
people doing al the work, the graphics, the sound, the design, the 
COME wie ՇԵՇ ա On the Yaroze there has been a few excellant pieces 
of work (albeit mainly from those who have attended some sort of 
university course), but I think there are a lot of varied talent. I've 
personally seen some excellant programmers but not artists. Lots of 
brilliant tools, but no game demo's. Lots of good artists but not enough 
coding skills to make things work. 

What I am saying is that we all want to enter the same Industry but 
at different positions, so if there is a NY2, (or if NY continues), 
maybe it is a good idea to group people into their prefered role. I 
would like to also see more groups like Team Parc (although you guys 
need to hurry up and knock out some more quality games :) ). 


Anyway, what I want is for anyone who is still here to reply to this 
message. Tell everyone that you are still about and what you are 
currently working on. 

Alternatively, reply to let me know if you agree/disagree with this 
message (it is designed to prompt some kind of response). 


Well I'm done, 


The CHIEF 


p.s It is great to see Chris Chadwick and Scott Evans Dback with site 
updates. 
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—-MESSAGE FILE 6078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04802 


—-MESSAGE FILE 6079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004803 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.ci.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Video capture cards 

Date: Sat, 9 Oct 1999 18:22:40 +0100 

Organization: - 

Lines: 6 

Message-ID: <7tntloShbm2@chuka.playstation.co.uk> 
References: <37EEB094.41BC71FF@breathemail.net> 
NNTP-Posting-—Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


1) 


You could always try one of the cards with a virtual VCR, I think the new 
Voodoo 3500 TV has one, as do some Savage4 cards (I think), saves taking up 
another slot 


—-MESSAGE FILE 6079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04803 


—-MESSAGE FILE 6080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004804 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.ci.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation 3 for 2002 

Date: Sat, 9 Oct 1999 18:30:45 +0100 

Organization: - 

Lines: 8 

Message-ID: <7tnu36Shbm3@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Not sure how to take this, I think it's a bad idea but read all about 
Playstation 3 and 4 here 


http://www.theregister.co.uk/991006-000026.html1 


—-MESSAGE FILE 6080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04804 


-—-MESSAGE FILE 6081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004805 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 3 for 2002 

Date: Sat, 9 Oct 1999 19:06:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7to0q4Shbm4@chuka.playstation.co.uk> 
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References: <7tnu36Shbm3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-—41.cerium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel Critten wrote in message <7tnu36Shbm3@chuka.playstation.co.uk>... 
>Not sure how to take this, I think it's a bad idea but read all about 
>Playstation 3 and 4 here 

> 

>http://www.theregister.co.uk/991006-000026. html 

> 


Hmm. Not good if it is true, as we are only seeing the full capabilites of 
the original Playstation now with the likes of Silent Hill, FFVIII, etc. 
Consoles nooed a bit of time and support to develop, developers will only be 
too happy to jump to the next generation. 


Stuart. 


—-MESSAGE FILE 6081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04805 


—-MESSAGE FILE 6082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004806 

Path: chuka.playstation.co.uk!news 

From: theChief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 09 Oct 1999 19:17:18 +0100 

Organization: Netcom member 

Lines: 8 

Message-ID: <37FF86AE.754474A8@netcomuk.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tnm3s$hbml@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: dialup-—01-40.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi Steven, 


I'm always around if you need any help with your game. Just mail me and 
I'll see what I can do, 


The CHIEF 


—-MESSAGE FILE 6082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04806 


—-MESSAGE FILE 6083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004807 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 3 for 2002 

Date: Sat, 09 Oct 1999 19:30:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <37FF89C2.FB495C83@chilternmag.demon.co.uk> 

References: <7tnu36Shbm3@chuka.playstation.co.uk> <7to0q4Shbm4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-—46.vancomycin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Playstation 3 & 4 is all nice and fine, 
but isn't it a bit to soon to be talking about it? 
I meen PS2 aint out yet!!! 


I have to agree they should wait untill evey-body has brought the software and 
controllers and stuff untill they release yet another Playstation. 


I feel the old PSM line coming... 
"Don't fix it if it aint broke' 


Chris Wallace. 


stuart @macdonald4798.freeserve.co.uk wrote: 


> Nigel Critten wrote in message <7tnu36Shbm3@chuka.playstation.co.uk>... 

> >Not sure how to take this, I think it's a bad idea but read all about 

> >Playstation 3 and 4 here 

>> 

> >http://www.theregister.co.uk/991006-000026.htm1 

>> 

> 

> Hmm. Not good if it is true, as we are only seeing the full capabilites of 
> the original Playstation now with the likes of Silent Hill, FFVIII, etc. 

> Consoles nooed a bit of time and support to develop, developers will only be 
> too happy to jump to the next generation. 

> 

> Stuart. 


—-MESSAGE FILE 6083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04807 


—-MESSAGE FILE 6084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004808 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diary 

Date: Sat, 09 Oct 1999 20:25:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <37FF96BE.2DA0388@chilternmag.demon.co.uk> 

References: <7sr8qnSlhs2@chuka.playstation.co.uk> <37fled9f.2874594@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: modem-—46.vancomycin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Yeah, 
I read most diarys, but only if I can diconnect so not to drain money.. 
hmmmm. 

Chris Wallace. 


Nick Ferguson wrote: 


> On Tue, 28 Sep 1999 21:13:37 +0100, "Nigel Critten" 

> <Nigel@gameware.demon.co.uk> wrote: 

> 

> >Not sure if anyone reads diaries on Yaroze Web Sites 
>> 

> >But as I now have a clear idea of what direction I'm going in now I've 
> >decided to start my Diary again. 

>> 

> >I'd like to know if people read them :) 

>> 

> 


>Nigel 
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PS More Nick F diary entries *are* on the way, pending "clearance" 
from top (secretive) software house... they should make pretty 
interesting reading for a change, too. 


> 

> Back when dragons roamed the earth (and I regularly updated my diary) 
> my page got a fair few extra hits (~100) when I announced diary 

> updates. Dunno how else it got over the 3000 hits mark, quite frankly 
> (I know I don't visit it that much)... 

> 

> BTW, I read everyone's diaries (as it were) :) But I'm just a nosey 
> git. 

> 

> Nick F 

> 

> 

> 

> 


v 


> www.loonygames.com 

> www.saqnet.co.uk/users/nickf 

> www.netyaroze-europe.com/~rookiel 
> 

> 


"Game over, man. Game over!" 


—-MESSAGE FILE 6084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04808 


—-MESSAGE FILE 6085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004809 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Games testing 

Date: Sat, 09 Oct 1999 20:40:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <37FF9A18.74FF6253@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-—46.vancomycin.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hey, If anyone wants a second opinion on a game, I'm always (nearly) 
available to have a look. 
If you want help e-mail me at chrisw@blycroft.freeserve.co.uk 


Chris Wallace. 


-—-MESSAGE FILE 6085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04809 


—-MESSAGE FILE 6086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004810 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 9 Oct 1999 21:26:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7to8dfShbm5@chuka.playstation.co.uk> 
References: <37FE6564.EBBD943F@netscapeonline.co.uk> 
NNTP-Posting-Host: host5-99-60-52.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is just an idea, so no abusive replys. But what about making a web 
page where people can add details about what they are good at ( art, coding, 
AI, graphics, sound music etc... ). This si just an idea but i think it 
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might be a good one?? 


—-MESSAGE FILE 6086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04810 


—-MESSAGE FILE 6087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004811 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Video capture cards 

Date: Sat, 09 Oct 1999 23:09:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37FFBD00.12EAFBC@breathemail.net> 

References: <37EEB094.41BC71FF@breathemail.net> <7tntloShbm2@chuka.playstation.co.uk 
> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: freedu-137-98.x-stream.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en,ja 


Nigel Critten wrote: 

> 

> You could always try one of the cards with a virtual VCR, I think the new 

> Voodoo 3500 TV has one, as do some Savage4 cards (I think), saves taking up 
> another slot 


Aren't those card just TV out, so you can display your PC stuff on a TV 
rather than a monitor? Would be handy to make a VCR of my OpenGL game, 
but i want to to do it the other way round and put my PSX onto my 
monitor and make an avi or whatever! 


Cheers anyay 
Al 
p.s. my Yaroze/OpenGL game is at 


http://www.netyaroze-europe.com/~admars/ 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04811 


—-MESSAGE FILE 6088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004812 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games testing 

Date: Sat, 09 Oct 1999 23:11:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <37FFBD84.9829FC@breathemail.net> 
References: <37FF9A18.74FF6253@chilternmag.demon.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: freedu-137-98.x-stream.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en, ja 


Chris Wallace wrote: 
Hey, If anyone wants a second opinion on a game, I'm always (nearly) 


available to have a look. 
If you want help e-mail me at chrisw@blycroft.freeserve.co.uk 


VVVVVV 


Chris Wallace. 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04812 


—-MESSAGE FILE 6089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004813 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games testing 

Date: Sat, 09 Oct 1999 23:12:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37FFBDE3.C579BD5@breathemail.net> 
References: <37FF9A18.74FF6253@chilternmag.demon.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: freedu-137-98.x-stream.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


Hi, my game is at 

http://www.netyaroze-europe.com/~admars/ 

It's a kind of 3D Tetris build a tower type game, which is not at all 
finished. Well the basic game is pretty much done, but i need to do the 
front end. There's an OpenGL version there also. 


Cheers 


Al 


Chris Wallace wrote: 


Hey, If anyone wants a second opinion on a game, I'm always (nearly) 
available to have a look. 
If you want help e-mail me at chrisw@blycroft.freeserve.co.uk 


VV V V V V 


Chris Wallace. 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04813 


—-MESSAGE FILE 6090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004814 
Path: chuka.playstation.co.uk!news 
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From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 10 Oct 1999 01:04:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7tokvbShbm6@chuka.playstation.co.uk> 
References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8dfShbm5@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: m13-mp2-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Mark Naylor <satan#2@usa.net> wrote in message 

news: 7to8dfShbm5@chuka.playstation.co.uk... 

> This is just an idea, so no abusive replys. But what about making a web 
> page where people can add details about what they are good at ( art, 
coding, 

> AI, graphics, sound music etc... ). This si just an idea but i think it 
> might be a good one?? 

> 

> 


This sort of thing has been done before but a newer version that involves 
all the currently *active* Yaroze members could definately be useful. It 
just takes someone to take the time out to organise it. Do you fancy taking 
up the challenge Mark? :0) 


Scott 


—-MESSAGE FILE 6090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04814 


—-MESSAGE FILE 6091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004815 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 3 for 2002 

Date: Sun, 10 Oct 1999 01:12:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7tolmj$Shbm7@chuka.playstation.co.uk> 
References: <7tnu36Shbm3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-135.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Not sure how to take this, I think it's a bad idea but read all about 
Playstation 3 and 4 here 


V V V V 


http://www.theregister.co.uk/991006-000026.html 


I read something similar to this earlier today or yesterday. Obviously, it 
sounds an annoying thing to do, and stupid thing to tell people, before even 
releasing the PS2. However, nowhere in the story does it say that Sony have 
confirmed a third console in the PlayStation series. Just because Sony are 
bringing out a newer version of the chip it's using in their latest games 
console, doesn't mean they're going to use it in another games console. It's 
highly likely they will apply the massive power of the Emotion Engine 2 to 
another area of entertainment. Admittedly I cannot think of numerous 
applications for the new chip (and if Sony have got some innovative idea, 
it's unlikely many people will be able to predict it), Dbut there's one thing 
that I thought of straight away, Dbased on something I heard about a year 
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As I said, a year or so ago I read about how someone was pioneering a method 
of showing football matches over the internet, by putting transmitters on 
the players, and in the ball, which were then sent over the internet to 
whoever was watching, and deciphered by the software, which then played the 
match in real time, using an engine similar to a football game like FIFA or 
ISS. I haven't heard much lately, probably as a year or so ago technology 
wasn't quite good enough. However, thinking about it now, it seems even more 
viable. With the amount Sony are claiming you can do with the current 
Emotion Engine - show people's facial expressions, put many hi res figures 
on screen etc - imagine with 5 times more in transistor count (don't sound 
much, but when you compare the figure of 10 million to 50 million you 
suddenly realise the difference), and possibly tons more RAM, you could have 
photo textures of all the players' faces and the teams' shirts, downloaded 
at the start of the match, running the game engine, by receiving information 
on exactly where on the pitch the player is. 


Of course, Sony could be planning increase its market by going head-to-head 
with Intel by releasing a PC processor. But of course, they could, just as 
equally be inventing another form of technology, that no one outside 
somewhere deep inside Sony's R and D building could ever fathom. 


Rikki 


—-MESSAGE FILE 6091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04815 


-—-MESSAGE FILE 6092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004816 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 10 Oct 1999 09:00:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <38004782.57C61C9A@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8df$hbm5@chuka.playstation. 
co.uk> <7tokvbShbm6@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-28.germanium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


I someone told me how to put it on my web page and gave me enough time I could 
probably get one going...... 


Chris Wallace. 


Scott Ward wrote: 


Mark Naylor <satan#2@usa.net> wrote in message 

news: 7to8dfShbm5@chuka.playstation.co.uk... 

> This is just an idea, so no abusive replys. But what about making a web 
> page where people can add details about what they are good at ( art, 
coding, 

> AI, graphics, sound music etc... ). This si just an idea but i think it 
> might be a good one?? 

> 

> 


This sort of thing has been done before but a newer version that involves 
all the currently *active* Yaroze members could definately be useful. It 
just takes someone to take the time out to organise it. Do you fancy taking 
up the challenge Mark? :0) 


VVVVVVVVVVVVVV VV 


Scott 
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—-MESSAGE FILE 6092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04816 


—-MESSAGE FILE 6093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004817 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 10 Oct 1999 12:13:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7tps9cSmv51@chuka.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tnm3sShbml@chuka.playstation. 
co.uk> <37FF86AE.754474A8@netcomuk.co.uk> 

NNTP-Posting-Host: modem-88.thalium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Thanks, I may take you up on that. 
Steven 
theChief666 <mlambert@netcomuk.co.uk> wrote in message 


news: 37FF86AE.754474A8@netcomuk.co.uk... 
> Hi Steven, 


> 

> I'm always around if you need any help with your game. Just mail 
me and 

> I'll see what I can do, 

> 

> 

> The CHIEF 

> 


—-MESSAGE FILE 6093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04817 


-—-MESSAGE FILE 6094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004818 

Path: chuka.playstation.co.uk!news 

From: theChief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 10 Oct 1999 14:15:26 +0100 

Organization: Netcom member 

Lines: 2 

Message-ID: <3800916E.7F5D484E@netcomuk.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tnm3s$hbml@chuka.playstation. 
co.uk> <37FF86AE.754474A8@netcomuk.co.uk> <7tps9c$mv51@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-02-45.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Anytime :) 


—-MESSAGE FILE 6094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04818 


—-MESSAGE FILE 6095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004819 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 10 Oct 1999 22:14:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7tr07oSna71@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <37FFO7CA.5D309750@chilternmag.dem 
on.co.uk> 

NNTP-Posting-Host: modem-34.tantulum.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4819 scee.yaroze.mydemos: 
517 


Chris Wallace wrote in message 
<37FFO7CA.5D309750@chilternmag.demon.co.uk>... 

>I hope it doesn't end, 

>I've been working my ass off over the holidays on Drum 'n' Race, 

>and now I'm back at school things are going slower. 

> 

>I think you're right though, people do seem to dissapear after getting on 
the 

>Disk... 

> 

>Maybe we should help each other more, then games would be finished faster. 
> 

> Chris Wallace. 


I'm not dissapearing. I've just been too damn busy recently, but hopefully 
I'll have at least one of my 2 games in progress finished before 
Christmas... 

And yes, we should help each other more. 

Stuart. 


-—-MESSAGE FILE 6095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04819 


-—-MESSAGE FILE 6096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004820 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Mon, 11 Oct 1999 19:59:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7ttccg$dall@chuka.playstation.co.uk> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <37FD0E04.B71BC65E@netscapeonline.co.uk> <37FE5785.28E2F75C@chilternmag.demon.co 
-uk> <7tm62cS$b6rl1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: ts99-395.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 


Gentlemen my spirit is re-kindled! 


I have also noticed this elitism and this has also made it harder for 
newbies to get around approaching the Yaroze in the right frame of mind, 
were all these guys not novices once too? 


Currently I'm bogged down in a LISP project but Yaroze is still close to my 
heart! 
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—-MESSAGE FILE 6096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04820 


—-MESSAGE FILE 6097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004821 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Probably the most IMPORTANT! 

Date: Mon, 11 Oct 1999 20:26:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7ttdv7S$dal2@chuka.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8df$hbm5@chuka.playstation. 
co.uk> <7tokvbShbm6é@chuka.playstation.co.uk> <38004782.57C61C9A@chilternmag.demon.co 
.uk> 

NNTP-Posting-Host: ts99-395.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 


Funny you guys should be talking about groups because I have only managed to 
get in contact with 3 people in Ireland who have Yaroze's ( That's 3 
including me (:-b)+< ) 


One of the guys was a university professor evaluating it's capabilities for 
teaching graphics! ( I actually can't wait to start my 3d graphics unit in 
college this year, one unit I'll be actually attending, :) 


The other guy codes for a company working in C and assembly, who I've hooked 
up with about a month ago to start coding! 


I personally am more of a graphics guy rather than coder even though I enjoy 
coding! ( slightly insulted by the earlier monkey comment but I know what 
whoever it was was getting at! ) 


Anyway, expect to hear more from me, although between LISP, decryption 
algorithms in C , learning unix to become a sysadmin for our internet 
society, ohh and writing a 30 page essay on flow and congestion control in 
computer networks and trying to write a client/server type thingy over a 
TCP/IP connection I'm fairly blasted with stuff, but I'11 muddle through! 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


So lets get a new Yaroze buzz going! Whether it be veterans or newbies the 
whole spirit as I understood it was to promote bedroom coders, a sense of 
sharing, communal support, and offer people a backdoor into the games 
industry! So let's ignore elitists and get back to the roots of Yaroze and 
make this thing accessible to all members, black, white, thick, not so 
thick, intelligent, geeky, simeon ohhhh and lazy! 


* k k k x k k k k k k k k k k < k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k & k KKK k < < < 


Reagrds, 
Donal 
Web http://indigo.ie/~nodecity 


Instant Messenger: IRL Dexter 
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—-MESSAGE FILE 6097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04821 


-—-MESSAGE FILE 6098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004822 

Path: chuka.playstation.co.uk!news 

From: theChief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Probably the most IMPORTANT! 

Date: Mon, 11 Oct 1999 21:20:43 +0100 

Organization: Netcom member 

Lines: 5 

Message-ID: <3802469B.A5628FA8@netcomuk.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8df$Shbm5@chuka.playstation. 
co.uk> <7tokvbShbm6é@chuka.playstation.co.uk> <38004782.57C61C9A@chilternmag.demon.co 
-uk> <7ttdv7$dal2@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-15-08.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Maybe if you're interested in doing some graphics as part of a team (time 
permitting), mail me because I might have something interesting brewing, 


The CHIEF 


—-MESSAGE FILE 6098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04822 


—-MESSAGE FILE 6099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004823 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Probably the most IMPORTANT! 

Date: Mon, 11 Oct 1999 22:32:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7tt1l2n$dal3@chuka.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8df$Shbm5@chuka.playstation. 
co.uk> <7tokvbShbm6é@chuka.playstation.co.uk> <38004782.57C61C9A@chilternmag.demon.co 
-uk> <7ttdv7$dal2@chuka.playstation.co.uk> 

NNTP-Posting-Host: m186-mpl-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2314.1300 


Donal O'Duibhir <oduibhir@indigo.ie> wrote in message 
news: 7ttdv7$dal2@chuka.playstation.co.uk... 


> I personally am more of a graphics guy rather than coder even though I 


enjoy 

> coding! ( slightly insulted by the earlier monkey comment but I know what 
> whoever it was was getting at! ) 

> 


Sorry if this insulted you. When I referred to graphics artists as 'monkeys' 
I did it in the most loving way. It was just some light-hearted banter from 
a coder (the smart ones) to the artists (monkeys). ;0) 


Purely tongue-in-cheek, 
Scott 


P.S. The truth is, if it wasn't for all you graphic artists out there the 
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video games industry just wouldn't be a patch on what it is now. 


—-MESSAGE FILE 6099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04823 


—-MESSAGE FILE 6100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004824 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Probably the most IMPORTANT! 

Date: Mon, 11 Oct 1999 23:18:55 +0100 

Organization: Netcom member 

Lines: 2 

Message-ID: <3802624F.C3168C83@netscapeonline.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8dfShbm5@chuka.playstation. 
co.uk> <7tokvbShbm6é@chuka.playstation.co.uk> <38004782.57C61C9A@chilternmag.demon.co 
-uk> <7ttdv7$dal2@chuka.playstation.co.uk> <7tt1l2n$dal3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-—02-60.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Ooh, causing trouble again Scott? j;0 


—-MESSAGE FILE 6100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04824 


—-MESSAGE FILE 6101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004825 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Tue, 12 Oct 1999 18:55:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <380383f9.7090574@www.netyaroze-europe. com> 

References: <7tfcl4Sg7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <37FD0E04.B71BC65E@netscapeonline.co.uk> <37FE5785.28E2F75C@chilternmag.demon.co 
-uk> <7tm62cS$b6rl1l@chuka.playstation.co.uk> <7ttccg$dall@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-104.saqnet.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


>were all these guys not novices once too? 


Some of us still are *ahem!* 


www.loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04825 


—-MESSAGE FILE 6102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004826 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Tue, 12 Oct 1999 20:49:26 +0100 

Organization: Max Studios 
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Lines: 46 

Message-ID: <380390C6.338E2C09@which.net> 
References: <7tfcl4$g7pl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p287-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Where do these Irish Yaroze coders live, coz my gran lives over in Sligo Rep. of 
Ireland does anyone live near there? 


Max 
Donal O'Duibhir wrote: 


Every so often I creep on to the ng's and see what people are talking about 
and feel real bad for not having started writing any code yet, with college 
and 6 million other things, getting to grips with the Yaroze is taking 
longer than a while. I reckon I was one of the last people to get one last 
April or so, having to talk my way round the guy on the phone who was 
adamant the offer was over ....etc 


What am I waffling about? Well I'm just voicing my frustration with myself 
for not finding more time and wondering if anyone else reckons it took them 
longer than they thought to get a feel for the Yaroze. 


This is coming from a Computer Science student ( 3rd year ) who somehow has 
never programmed C in their lives before...... which is weird considering I 
started with basic on a Speccy 128K +2 ( And before you ask the +2 is very 
important, աշտա» I forget why though , was it the tape deck+tsomething 

else? ) 


Anyway, expect maybe a little from me in the future now that college is 
under way. 


Ques: does anyone know how many Yarozers there are in Britain in total? 


Ques: what about Ireland? ( I only know of three! ) 


Regards, 
Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


—-MESSAGE FILE 6102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04826 


—-MESSAGE FILE 6103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004827 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 3 for 2002 

Date: Wed, 13 Oct 1999 00:22:09 +0100 

Organization: Max Studios 

Lines: 55 

Message-ID: <3803C2A1.CD00181B@which.net> 
References: <7tnu36Shbm3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p26-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


What sony are doing is: 


Developing a new "Emotion Engine" chip that can be used as anything 
people licence it for (Kinda like licensing a Quake engine if you want). 
They are talking of using it to power PC like computers, of course more 
powerful, but isn't everything "more powerful" these days, everyone needs 


to slow down and produce good games instead of better technology, 
something that will justify such power. 


What Stuart said is precisly true devlopers only want to put games on 
machines that will make their games look better and run faster, they are 
lazy and connot be bothered optimising code if they don't have to. The 
original PlayStation has tonnes of life left...... its just that the 
mainstream world of Computer and Video games (composed of media, 
developers, gamers and the manufacturers themselves as well as the people 


on the outside looking in) decide when a console has reached it's best 
and then a new one is released. I was pissed off when Sega stopped 
manufacturing Saturns because I'd never played one and I wanted to own 
one (forget the second hand stuff I want an untouched - fresh from the 
factory feeling) but that aint gonna happen. The same happened with Super 


NES games, how are people of the future gonna get hold of such a historic 


piece of gaming hardware? I suppose they cannot develop them forever 
though. 


Gaming today is based more on what the "mainstream gamer" wants and not 


the "individual gamer". It is admitedly hard to cater for everyone, but 
what happened to the classics like Jet Set Willy, Flashback, Skooldaze 
and dare I say it...... Space Inveders. Many games these days are based 


on some game that has happened before be it sequels or copying games of a 
particular genre. True there is the frequent bestseller, Half-Life echos, 


my point is its all one big shove forward that not everone wants to take, 


It's the casual gamer thing again, brilliant technology, shit games. 
But heres to Dreamcast, may it live long and prosper (for Segas sake). 


Max 


Nigel Critten wrote: 


Not sure how to take this, I think it's a bad idea but read all about 
Playstation 3 and 4 here 


VVVYV 


http://www.theregister.co.uk/991006-000026.html1 


—-MESSAGE FILE 6103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04827 


-—-MESSAGE FILE 6104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004828 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEE News Group question 

Date: Wed, 13 Oct 1999 00:25:40 +0100 

Organization: Max Studios 

Lines: 39 

Message-ID: <3803C374.B52C2C40@which.net> 

References: <37FD9A84.F14DF49E@start.com.au> <37FEB103.3AB9B94A@start.com.au> 
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NNTP-Posting-Host: p26-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Documenting the whole thing would take ages, you would have to link to all 
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the topics through a main menu, or you could use MS Sord and make a contents 


table automatically. One things for sure you are a very kind person to do 


such a thing for us Yarozers. 
Max 
mgarcia wrote: 


mgarcia wrote: 


I found out how to do it in Netscape (Collabra) and I should be 
doing it soon-ish (2-3 weeks) , depending on the size of the archives 
(I'ld like to do an exact copy) I'll put it on my home page. 


latter. 
mgarcia 


> 

> 

> > Hello all, 

> > As I am only a begginer I haven't really been very helpful here 
> > but this has been a great resource of information for psx stuff as well 
> > as in my S/W Eng. Dip. 

>> 

> > Well as the hands of time bring the Yaroze to a close (not to soon I 
> > hope), it would be a great 

> > loss if all these postings went with it. 

>> 

> > Can I ask before all this disappears, could some nice person at Sony 
> > please collect all the postings 

> > (or the most relevent ones anyway) into a big zip file availabe to 

> > download for future references. 

>> 

> > Thanks 

> > mgarcia. 

> 

> Hi again. 

> 

> 

> 

> 

> 

> 

> 


—-MESSAGE FILE 6104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04828 


—-MESSAGE FILE 6105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004829 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: New pleas....READ NOW! 

Date: Wed, 13 Oct 1999 00:54:18 +0100 
Organization: Max Studios 

Lines: 34 

Message-ID: <3803CA2A.FDODE1B5@which.net> 
NNTP-Posting-Host: p291-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I am deeply and emotionally tugged by the thread above "IMPORTANT" we 
should all get together and mayby kick the crap out of comercial games! 
- mayby. 


As the visitors of the homepage section will have noticed Max Studios 

has now been updated - not much but updated none the less. I feel as if 
I am slightly ignored or mayby I'm not getting noticed enough. But now I 
am in a fairly easy course at college with 4 week days off so Yaroze is 
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my secondary objective, that is after college, but none the less its 
gonna get a lot more attention. I have started development of MANaJET 
again, I emphasise again, and things look promising. 


What I need is some info from all you kind NYers..... As you may have 
noticed in the description of my NY homepage I need help on dynamic TMDs 
for MANaJET. This is my first project and I have set my sights high (I 
always do). The advantage of anyone sending me info on dynamic TMD 
creation is all of the information will go into a special tutorial that 
I will make available in Acrobat Reader, HTML and Word documents. 
Everything no matter how insignificant will be included, I plan to take 
all the methods you guys hopefully send me and pick the best or merge 
them chucking in my own ideas. I will constantly refer here for info and 
feedback, so essentially its a tutorial by NYers for NYers, this way I 
hope we can impress sony and they may give us the sacred Yaroze 2. 


A team is a really good idea and that page on the NYers chosen 
profession is also a good idea. Whos gonna do it though? 


One things for sure, your gonna see more of me around here! Now how is 
it you code stuff. (- joke) 


Max :-) 


http://www.netyaroze-europe.com/~leonl7 
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—-MESSAGE FILE 6105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04829 


—-MESSAGE FILE 6106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004830 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6é@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Frustration 

Date: Wed, 13 Oct 1999 01:19:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <7u0jit$761@chuka.playstation.co.uk> 


References: <7tfcl4S$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <37FD0E04.B71BC65E@netscapeonline.co.uk> <37FE5785.28E2F75C@chilternmag.demon.co 
-uk> <7tm62cS$b6rl1l@chuka.playstation.co.uk> <7ttccg$dall@chuka.playstation.co.uk> <38 


0383f£9.7090574@www.netyaroze-europe. com> 
NNTP-Posting-Host: m13-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-Mimeole: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nick Ferguson <nickf@saqnet.co.uk> wrote in message 
news: 380383f9.7090574@www.netyaroze-europe.com... 
> >were all these guys not novices once too? 


Some of us still are *ahem!* 


z) 


VV V V V 


Nick F 

Does this mean you would consider yourself part of the Yaroze 'elite'? ;o) 
By the way Nick, what happened to that Edinburgh meet you were organising? 
It sounded like a good idea and I've been looking forward to seeing the 


results for a while now. How did it all pan out? 


Scott 


—-MESSAGE FILE 6106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04830 


Net Yaroze newsgroups message dump.txt Page 3944 


-—-MESSAGE FILE 6107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004831 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Spot the NY Member 

Date: Wed, 13 Oct 1999 11:40:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7ulnkOS$vpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: is3488.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Right, 


First one to spot the NY members in the new Edge, wins a hearty slap on the 
back and a very gentlemanly round of applause. 


PS - Look for ‘em in groups. 
չ-) 


Bob 


—-MESSAGE FILE 6107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04831 


-—-MESSAGE FILE 6108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004832 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spot the NY Member 

Date: Wed, 13 Oct 1999 17:16:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7u2brsSvp5@chuka.playstation.co.uk> 
References: <7ulnk0OSvpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p27s04a07.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> First one to spot the NY members in the new Edge, wins a hearty slap on 
the 
> back and a very gentlemanly round of applause. 


> 

> PS - Look for 'em in groups. 

> 

> 77) 

> 

> Bob 

Fame at last... though I deny having ever exposed my underbelly. Not even 


at the Sony Party. Honest. 


Derek :-) 


—-MESSAGE FILE 6108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04832 
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-—-MESSAGE FILE 6109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004833 

Path: chuka.playstation.co.uk!news 

From: TheCHIEF <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New pleas....READ NOW! 

Date: Wed, 13 Oct 1999 17:48:44 +0100 

Organization: Netcom member 

Lines: 9 

Message-ID: <3804B7EC.6D1F14C3@netcomuk.co.uk> 

References: <3803CA2A.FDODE1B5@which.net> 

NNTP-Posting-Host: dialup-—06-05.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi Andrew, 


I'm glad someone took a deep interest in my thread, 
since it was meant as a rallying call rather than a whinge. 


See Ya, 
The CHIEF 


—-MESSAGE FILE 6109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04833 


—-MESSAGE FILE 6110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004834 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New pleas....READ NOW! 

Date: Wed, 13 Oct 1999 19:56:26 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 206 
Message-ID: <7u2kk4$6k71@chuka.playstation.co.uk> 
References: <3803CA2A.FDODE1B5@which.net> 
NNTP-Posting-Host: ad14-s16-206-60.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi there, 


I got an e-mail from Stuart Macdonald asking for help on dynamic TMD 
creation the other day and I wrote a very basic TMD project. It's 
comprehinsively commented and shows the easiest (and best?) way to do 
dynamic TMD's. I've put it in the attached zip and it'll go up on my web 
page at the next update. 


Cheers, 


Tom 


—-MESSAGE FILE 6110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04834 


—-MESSAGE FILE 6111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004835 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Probably the most IMPORTANT! 

Date: Wed, 13 Oct 1999 22:43:18 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7u2unt$6k72@chuka.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8dfS$hbm5@chuka.playstation. 
co.uk> <7tokvbShbm6@chuka.playstation.co.uk> <38004782.57C61C9A@chilternmag.demon.co 
-uk> <7ttdv7$dal2@chuka.playstation.co.uk> <7tt1l2n$dal3@chuka.playstation.co.uk> <38 
02624F .C3168C83@netscapeonline.co.uk> 

NNTP-Posting-Host: ts99-277.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


nothig like an ol' bit o banter to warm the heart and softe the spirit! 


D. 


thechief666 <thechief666@netscapeonline.co.uk> wrote in message 
news: 3802624F.C3168C83@netscapeonline.co.uk... 

> Ooh, causing trouble again Scott? j;0 

> 


—-MESSAGE FILE 6111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04835 


—-MESSAGE FILE 6112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004836 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yarozer List 

Date: Wed, 13 Oct 1999 22:56:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts99-277.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This is an idea I just had to let the new Yarozers and old alike get to know 
everyone else ( I dunno if everyone is aware of absolutely everyone and even 
if you aren't this thread could act as a resource) and also would be easier 

than the homepage list on the yaroze server, and basically more current. + I 
don't think everyone reads the newsgroups do they? 


Please post with your general details: 

Name: 

Age: 

Occupation: [work] [student/course] 

Length of time owning Yaroze: 

Any useful utlities you have written or complete games: 


Email address: 
Web page: [both yaroze and personal] 


Regards, 
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Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


-—-MESSAGE FILE 6112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04836 


—-MESSAGE FILE 6113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004837 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Wed, 13 Oct 1999 23:06:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7u3045$6k74@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts99-277.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well here's a start + I get to go first since it was my idea!!!! ( messin' ) 
Name: Donal O'Duibhir 
Age: 22 


Occupation: Student Computer Science 3rd year UCD 
Time with Yaroze: 5 months ( still haven't written anything! ) 
Mailto: oduibhir@indigo.ie 


Web: Personal http://indigo.ie/~nodecity 
Yaroze http://www.netyaroze-europe.com/~oduibhir 


My favourite game ever by the way is either Bomberjack or Shinobi, now 
there's playability! 


-—-MESSAGE FILE 6113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04837 


—-MESSAGE FILE 6114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004838 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 01:10:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <7u36tb$6k75@chuka.playstation.co.uk> 

References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-25.thorium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

This seems like a good idea to me, so I thought I would go next: 

Name: Steven Lewis 

Age: 20 

Location: Birmingham 

Occupation: Final year of a BSc(Hons) Software Engineering degree at 
University 

Length of time owning a Yaroze: About six months 

Anything useful written: Well, not really. On my Yaroze page you will 
find a couple of tutorial programs I have written which show you how to do 
such things as scroll backgrounds and animate sprites, but that is really 
about it. 1 am currently working on my first game though! 

Primary Skill (if it can be called that!) for any future group work: 
Really at heart I am a programmer, that is what I enjoy doing. I have the 
artistic talents of a very small child, and the music abilities of a monkey. 
I can speak in quite a few funny voices though, so expect some of those in 
my first game! 

E-Mail Address: stevenlewis@birminghamhome.freeserve.co.uk 

ICQ Number: 40785589 

Yaroze Homepage: http://www.netyaroze-europe.com/~slewis 

Thanks for taking an interest in me :) 

Regards, 

Steven 

Donal O'Duibhir <oduibhir@indigo.ie> wrote in message 

news: 7u2vgm$6k73@chuka.playstation.co.uk... 

> This is an idea I just had to let the new Yarozers and old alike get to 
know 

> everyone else ( I dunno if everyone is aware of absolutely everyone and 
even 

> if you aren't this thread could act as a resource) and also would be 
easier 

> than the homepage list on the yaroze server, and basically more current. 


don't think everyone reads the newsgroups do they? 


Please post with your general details: 
Name: 

Age: 

Occupation: [work] [student/course] 


Length of time owning Yaroze: 


Any useful utlities you have written or complete games: 


Email address: 
Web page: [both yaroze and personal] 


VVVVVVVVVVVVVV VV VV 
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Regards, 


Donal O'Duibhir 


VVVVVVVV 


> "Do not dwell in the past, do not dream of the future, concentrate the 
mind 


> on the present moment." - Buddha 

> 

> / \ 

> Mailto: oduibhir@indigo.ie 

> Web : http://indigo.ie/~nodecity | 
> \ / 

> 

> 

> 


—-MESSAGE FILE 6114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04838 


—-MESSAGE FILE 6115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004839 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Thu, 14 Oct 1999 03:49:03 +0200 

Organization: DEbri 

Lines: 16 

Message-ID: <ldzn94y.10wz101lnbfjp8N@al—88-114.al.nl> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <37FEEA95.391C27D9@chilternmag. 
demon.co.uk> <37FF2BA5.862A96C5@netcomuk.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


thechief666 <mlambert@netcomuk.co.uk> wrote: 


> If George Bain happens to read these messages (or anyone from SCEE) then let 
> us know that you are still around, 
> 


Vv v v 


The CHIEF 


I was about to start on that as well. I mailed him but didn't get any 
reply.. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 6115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04839 


—-MESSAGE FILE 6116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004840 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Thu, 14 Oct 1999 03:49:05 +0200 

Organization: DEbri 

Lines: 55 

Message-ID: <1ldzn961.19ynys8kxolsN@al1-88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <37FEEA95.391C27D9@chilternmag. 
demon.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 
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X-Newsreader: MacSOUP 2.3 
Keith Wallace <keithw@chilternmag.demon.co.uk> wrote: 


> I agree with making more Programming Groups like Team Parc..... 
> 


> Chris Wallace. 


Hi, 


I'm very pleased that a lot of you know Team Parc and that you think 
that it's good what we're doing. 


I do feel the need to give some back-ground on Team Parc. 
We started to join skilles like how the NY was ment to be. 
For all that don't know, Net Yaroze means something like: 
"Let's work together". 

agree that a lot of people work independant on games. 
The big pro on that is that you have total control on the 
complete project and you never have to wait for others to 
finish stuff. 

The good thing about a team is that you can combine skills 
and that you have others to call in for help. 


With Team Parc we try to combine the good of both. 

Team Parc has chats every week on ICQ, we keep each other 
informed about progress and we have a list of people we can 
mail if we need help. We also have some people working on 
graphics, sound and concepts. 

But you're not supposed to work together with everybody, that 
does not work. I think it's best to do a game alone with help 
of the rest or maybe with 2 or at most 3 people. 

I think Andy and I are working the most on games at Team Parc, 
but it's completely dependant to what time others have. 

There is no "must", but there is a responsibility. If you 
really want to finish a game, you need to take responsebillity. 


Another cool thing is the fact that you can stick with 
developing your game. We can put it online and make a site about 
it. 
We also noticed that it's cool to meet each other every year at the 
ECTS. At this moment I'm hoping to expand Team Parc up to at least 15 
"members". So if anybody is interested!!! 

We could use some people with experiance in sound and music as well.. 
For graphics we also have some people that don't own a NY but do like to 
work on games.. 


And now a little personal note... 

MY PICTURE SUPPOSED TO BE IN THE NEW EDGE!! 

I say supposed since I didn't see it myself yet. In Holland the EDGE is 
always 2 weeks late. So that makes my letter printed in the issue before 
(with Sonic on the front) and now a picture.. 


Cheers all, 


DEnnis.. 
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—-MESSAGE FILE 6116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04840 


—-MESSAGE FILE 6117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004841 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Thu, 14 Oct 1999 03:49:13 +0200 

Organization: DEbri 

Lines: 28 

Message-ID: <ldznave.lyvia6al2xe55sN@al—-88-114.al1l.nl> 


References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 


co.uk> 
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NNTP-Posting-Host: 81-88-114.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Scott Ward <scott.ward6@virgin.net> wrote: 


Setting up some coding groups could be a good idea if you could get it to 
work. Respect due to Team Parc for taking the initiative but like you say, 
people tend to expect more from them than they actually produce which is 
maybe a downside to starting a *group*. 


VVVV 


You're right! 

We started a team for fun and our intention was having fun developing 
games. It was not our intention to do as many finished games as 
possible. And we also think that we should not force each other to do 
things. That makes developping rather hard sometimes. We also had 
trouble with a lack of experiance and lack of time. Next to this, I 
think teamworking is a skill on it's own. Not everybody is able to 
work together on projects. It's a lot harder than you might expect. 


I agree we only finished one game untill now. But we did do a lot of 
work and got a lot of experiance. We learn all the time from each other 
and you don't see a direct result of that. 


So, as far as I can say now, I'm proud that Team Parc is still excisting 
after a year and that we at least finished one game. (We just updated 
it, now you can pick up some Power-Ups!!) 


Cheers, 


DEnnis.. 

Team Parc (~parc) 

—-MESSAGE FILE 6117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04841 


—-MESSAGE FILE 6118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004842 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Thu, 14 Oct 1999 03:49:16 +0200 

Organization: DEbri 

Lines: 34 

Message-ID: <ldznako.187u5gj1lxlrukvN@al1-88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> <37FEED06.ABC5EFA0@chilternmag.demon.co.uk> 

NNTP-Posting-Host: al—-88-114.al.nl 

X-Newsreader: MacSOUP 2.3 


Keith Wallace <keithw@chilternmag.demon.co.uk> wrote: 


I'm here and ready for anything ( Yaroze related ), 

and It would be alot easier to be able to tell a *member* that you need a BG 
tile of a table, than slaving over it your self when you can't draw for your 
life, or more likely.. 

sound.... 

I don't have a clue about sound and music on the Yaroze so there for someone 
else who is good at sound conversion and malipulation could do it, and get a 
much better result that I possibly could. 


Is it me or do Yaroze members seem to dissapear after they get on the Demo 


i.e.What happened to Stuart Macdonald's weekly update? 


Chris Wallace. 


VVVVVVVVVVVVV VV VV 


Searching your but off for the right solution is part of the learing 
process. But I agree it's a lot easier if there is somebody that can 
point you in the right direction. The difference with Team Parc is that 
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we are a bit more dedicated compared with most other NY-users to help 
each other out.. 


The first NY games had no or almost no sound. This was coursed by the 
trouble people had with sound. As you might have noticed, there is some 
more info availeble on sound at the moment, but I can't help you with 
that, I'm not into coding.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04842 


—-MESSAGE FILE 6119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004843 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Thu, 14 Oct 1999 03:49:20 +0200 

Organization: DEbri 

Lines: 12 

Message-ID: <ldznasy.6831vhlat8sk8N@al-—88-114.a1l.nl> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> <37FEED06.ABCS5SEFA0@chilternmag.demon.co.uk> <7tn76sSb6r4@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


<stuart@macdonald4798.freeserve.co.uk> wrote: 


> Coding's my problem 
> though, it's a struggle compared to knocking up decent graphics... 
> Stuart. 


Come at the weekly chats and Andy can help you out.. he's our hANDYman! | 
Cheers, 


DEnnis.. 
-—-MESSAGE FILE 6119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04843 


—-MESSAGE FILE 6120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004844 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT! !..... 

Date: Thu, 14 Oct 1999 03:49:22 +0200 

Organization: DEbri 

Lines: 12 

Message-ID: <ldznaui.qxlnn7lage8ppN@al-—88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> <37FEED06.ABCS5SEFA0@chilternmag.demon.co.uk> <7tn76sSb6r4@chuka.playstation.co 
-uk> <37FF2B1A.DAFC6DCO@chilternmag.demon.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 

> By the way if anybody wants me to test there games I will. 
> 

> Chris Wallace. 


Please test the new version of DOWN with Power-Ups.. 


Cheers, 
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DEnnis.. 
—-MESSAGE FILE 6120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04844 


-—-MESSAGE FILE 6121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004845 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Thu, 14 Oct 1999 03:49:24 +0200 

Organization: DEbri 

Lines: 27 

Message-ID: <ldznaxg.jy7gied55q01N@al1-88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tnm3s$hbml@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Steven Lewis <stevenlewis@birminghamhome.freeserve.co.uk> wrote: 


I am certainly in favour of seeing more groups like Team Parc set up, as I 
think people would then really start to take notice of the Yaroze scene if 
games approaching a commercial quality were released. Can you imagine 
seeing a Yaroze demo on the OPM cover disc which was almost 
indistinguishable in quality from the rest of the demos on it. I believe 
that teaming up into groups is the only real way to make this happen. I 
mean no disrespect to any games that have appeared on the aforementioned 
cover disc to date, they have all been of a very high quality and I have 
been impressed with all of them. 


VVVVVVV VV 


I agree in total. Until now I get the impression that most of us want to 
finish a game in the shortest time possible. That is logical. 

Remember it's hard to find almost-professional people with enough time 
to put in a NY-project. Most real good people, are to bussy with other 
projects.. 


If anyone decides to set up a Yaroze programming group, I would very much 
like to be included. I would also like to wish any groups which are formed 
as a result of this discussion the best of luck, and I look forward to 
seeing your games on a future cover of OPM. 


VV V V 


Mail us if you're interested in Team Parc.. 


DEnnis.. 

debri@dds.nl 

—-MESSAGE FILE 6121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04845 


-—-MESSAGE FILE 6122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004846 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Thu, 14 Oct 1999 03:49:27 +0200 

Organization: DEbri 

Lines: 18 

Message-ID: <ldznb60.vllfdilvh2lvpN@al-—88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8dfShbm5@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Mark Naylor <satan#2@usa.net> wrote: 


This is just an idea, so no abusive replys. But what about making a web 
page where people can add details about what they are good at ( art, coding, 
AI, graphics, sound music etc... ). This si just an idea but i think it 


> 
> 
> 
> might be a good one?? 
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I used to have a profile-list on my page. 

On this page you could find profiles of NY-members. The info inclueded; 
name, surname, picture, nationality, hometown, age, skills, member 
since, projects, etc.. 
In the end I had over 50 profiles. But at that time it just bacame to 
much work and I stopped. It might even be that it's still online, but 
just not linked. I'll have a look for you.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04846 


—-MESSAGE FILE 6123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004847 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Thu, 14 Oct 1999 03:49:30 +0200 

Organization: DEbri 

Lines: 12 

Message-ID: <ldznbb2.xol92nleyl0yN@al-88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8dfShbm5@chuka.playstation. 
co.uk> <7tokvbShbm6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Scott Ward <scott.ward6@virgin.net> wrote: 


> This sort of thing has been done before but a newer version that involves 

> all the currently *active* Yaroze members could definately be useful. It 

> just takes someone to take the time out to organise it. Do you fancy taking 
> սք the challenge Mark? :0) 

> 

> Scott 

I know the amount of work it is, so not again for me.. sorry.. 

DEnnis.. 


—-MESSAGE FILE 6123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04847 


—-MESSAGE FILE 6124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004848 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Probably the most IMPORTANT! 

Date: Thu, 14 Oct 1999 03:49:32 +0200 

Organization: DEbri 

Lines: 19 

Message-ID: <ldznbdt.98evtr8eyv07N@al—88-114.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7to8df$hbm5@chuka.playstation. 
co.uk> <7tokvbShbm6@chuka.playstation.co.uk> <38004782.57C61C9A@chilternmag.demon.co 
-uk> <7ttdv7$dal2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Donal O'Duibhir <oduibhir@indigo.ie> wrote: 

> Funny you guys should be talking about groups because I have only managed to 
> get in contact with 3 people in Ireland who have Yaroze's ( That's 3 

> including me (:-)+< ) 


I had at least 5 people from Ireland on my list if I'm right.. 


> I personally am more of a graphics guy rather than coder even though I enjoy 
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> coding! ( slightly insulted by the earlier monkey comment but I know what 
> whoever it was was getting at! ) 


Graphics are really wanted by NY-members, it should be easy for you to 
team up. 
Show us some good stuff and if so, join Team Parc.. 


DEnnis.. 
—-MESSAGE FILE 6124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04848 


—-MESSAGE FILE 6125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004849 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spot the NY Member 

Date: Thu, 14 Oct 1999 03:49:34 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <ldznbls.1098g7v199ng7pN@al-88-114.al.nl> 
References: <7ulnkOSvpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


ROBERT C SHAND <298rcs@tay.ac.uk> wrote: 


> Right, 

> 

> First one to spot the NY members in the new Edge, wins a hearty slap on the 
> back and a very gentlemanly round of applause. 

> 

> PS - Look for 'em in groups. 

> 

> 77) 

> 

> Bob 

IT's Me in there! | 11111711 The bloke playing Point Blank 2 with Dereck!!! 
It's me, It's me!!!! After my letter last issue, this issue my picture. 


If you want to know who of the 2 is me, well, I'm the fat git չ-) 
DEnnis.. 
come to Holland to give me my pat on the back չ-) 


—-MESSAGE FILE 6125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04849 


—-MESSAGE FILE 6126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004850 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spot the NY Member 

Date: Thu, 14 Oct 1999 03:49:36 +0200 

Organization: DEbri 

Lines: 23 

Message-ID: <ldznbp7.o79g0bllgc2fjIN@al-88-114.al.nl> 

References: <7ulnkOSvpl@chuka.playstation.co.uk> <7u2brs$vp5@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Derek da Silva <dasi@eidosnet.co.uk> wrote: 


> > First one to spot the NY members in the new Edge, wins a hearty slap on 
> the 
> > back and a very gentlemanly round of applause. 
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PS - Look for ‘em in groups. 


ts) 


V V V V V V 


Bob 


Fame at last... though I deny having ever exposed my underbelly. Not even 
at the Sony Party. Honest. 


VVVVVVVVVVV VV 


Derek :-) 


How do I look and what does the text say? 


DEnnis.. 
-—-MESSAGE FILE 6126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04850 


—-MESSAGE FILE 6127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004851 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 03:49:37 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <ldznbrm.1lfmie0h106aanfN@al-88-114.al.nl> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-114.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Donal O'Duibhir <oduibhir@indigo.ie> wrote: 


This is an idea I just had to let the new Yarozers and old alike get to know 
everyone else ( I dunno if everyone is aware of absolutely everyone and even 
if you aren't this thread could act as a resource) and also would be easier 

than the homepage list on the yaroze server, and basically more current. + I 
don't think everyone reads the newsgroups do they? 


Please post with your general details: 
Name: 

Age: 

Occupation: [work] [student/course] 


Length of time owning Yaroze: 


Any useful utlities you have written or complete games: 


Email address: 
Web page: [both yaroze and personal] 


VVVVVVVVVVVVVVVV VV VV VV 


Sorry to say but my list was more complete, I'll have a look if I have a 
back-Up somewhere, that will give you this info and more about over 50 
NY-members.. 


DEnnis.. 
-—-MESSAGE FILE 6127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04851 


—-MESSAGE FILE 6128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004852 
Path: chuka.playstation.co.uk!debri 
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From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 03:54:45 +0200 

Organization: DEbri 

Lines: 5 

Message-ID: <ldznc63.125g6uwlba7kxhN@al-88-114.al.nl> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: al—-88-114.al.nl 

X-Newsreader: MacSOUP 2.3 


http://www.netyaroze-europe.com/~madmac/ny/profilelist.html 
Here is an old bit of my list... 


DEnnis.. 
—-MESSAGE FILE 6128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04852 


—-MESSAGE FILE 6129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004853 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games testing 

Date: Thu, 14 Oct 1999 16:45:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3805FA91.CCO568F@chilternmag.demon.co.uk> 

References: <37FF9A18.74FF6253@chilternmag.demon.co.uk> <37FFBDE3.C579BD5@breathemai 
l.net> 
NNTP-Posting-Host: modem-89.nickel.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en 


Right, 

I've had a quick look at it... 

It's realy quite good, well I'd be pleased with it, although I do think it 
needs a background and some better instructions, because I wasn't all sure 
of what I was doing. 

Next time you update it, tell me and I'll have anouther look. 

Al wrote: 

Hi, my game is at 

http://www.netyaroze-europe.com/~admars/ 

It's a kind of 3D Tetris build a tower type game, which is not at all 
finished. Well the basic game is pretty much done, but i need to do the 
front end. There's an OpenGL version there also. 

Cheers 

Al 

Chris Wallace wrote: 

Hey, If anyone wants a second opinion on a game, I'm always (nearly) 


available to have a look. 
If you want help e-mail me at chrisw@blycroft.freeserve.co.uk 


VV V V V V 


Chris Wallace. 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


VVVVVVVVVVVV VV VV VV VV VV N 
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—-MESSAGE FILE 6129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04853 


—-MESSAGE FILE 6130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004854 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 17:28:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7u50b2S1v91@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en140-214.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm working on knocking up a form, and once I've got that done, I'll put a 
site together, which will have all the replies to the form I get. Basically 
like DEnnis's site, but I'll try to keep it up to date, and e-mail all those 
on the list, every month or so, to keep everything upto current. 


Rikki 


—-MESSAGE FILE 6130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04854 


—-MESSAGE FILE 6131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004855 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 19:25:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <38062000.28C2CEA4@chilternmag.demon.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-18.vanadium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Well... why not.. 
Name: Chris Wallace 
Age: 

14 
Occupation: 


Student doing 9 (and a half) GCSE's including Math, Science, I.T and 
Electronics. 


Length of time owning Yaroze: 

Arrr, well I don't actually know. 

I think it's about 9 months but I'm not sure, I got the Yaroze about a day 
before they said you couldn't get them on the site. 


Any useful utlities you have written or complete games: 
Usefull? no, 
I've made my Genie game, and I'm making Drum 'n' Race. 


Email address: 
chrisw@blycroft.freeserve.co.uk 
plu666@icqmail.com 
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ICQ: 
47475066 


Web page: 

Username: ~chrisw 

http: \\www.angelfire.com\wa2\plutonic 
(not much there at the moment) 


Donal O'Duibhir wrote: 


This is an idea I just had to let the new Yarozers and old alike get to know 
everyone else ( I dunno if everyone is aware of absolutely everyone and even 
if you aren't this thread could act as a resource) and also would be easier 

than the homepage list on the yaroze server, and basically more current. + I 
don't think everyone reads the newsgroups do they? 


Please post with your general details: 
Name: 

Age: 

Occupation: [work] [student/course] 
Length of time owning Yaroze: 


Any useful utlities you have written or complete games: 


Email address: 
Web page: [both yaroze and personal] 


Regards, 
Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


-—-MESSAGE FILE 6131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04855 


-—-MESSAGE FILE 6132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004856 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EVEN MORE IMPORTANT!!..... 

Date: Thu, 14 Oct 1999 19:27:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <38062082.30A69C20@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <7tm62eSb6r2@chuka.playstation. 
co.uk> <37FEED06.ABC5EFA0@chilternmag.demon.co.uk> <7tn76sSb6r4@chuka.playstation.co 
-uk> <37FF2B1A.DAFC6DC0@chilternmag.demon.co.uk> <ldznaui.qxlnn7lage8ppN@al-88-114.a 
1.nl> 

NNTP-Posting-Host: modem-18.vanadium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


will do.. :) 


DEnnis Brinkhuis wrote: 
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> Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 
> 

> > By the way if anybody wants me to test there games I will. 
>> 

>> Chris Wallace. 

> 

> Please test the new version of DOWN with Power-Ups.. 
> 

> Cheers, 

> 

> DEnnis.. 


—-MESSAGE FILE 6132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04856 


—-MESSAGE FILE 6133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004857 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Thu, 14 Oct 1999 15:14:56 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3805f1d1.59065528@news.scea.sony.com> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> 

NNTP-Posting-Host: client-119-140.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1473 scee.yaroze.freetalk.english 
24857 


>LinuxPPC on Dolphin. 
> 
>I would just love to see a Linux on the PS2. 


Forgive me if I am off-mark, but I have not been around for a bit. 


I do believe I read Linux will be the OS for the development tools 
for PSX II. For reasons of stability. I have also been reading quite a 
bit about how difficult development for PSX II will be. Doesn't make 
much sense to me, technology should mature and become easier to use 
over time, not more difficult... albeit I also read Dreamcast-like 
results could be obtained without the extra effort. To only harness 
1/6 of the machines power without extraordinary effort? Odd... 


I do know From Software is doing a King's Field type RPG for the 
system's launch, which will coerce me to have to spend the $390.. 


-Matt 


--MESSAGE FILE 6133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04857 


--MESSAGE FILE 6134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004858 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Thu, 14 Oct 1999 21:21:09 +0100 

Organization: Netcom member 

Lines: 2 

Message-ID: <38063B35.CCCC5F48@netscapeonline.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <37FEEA95.391C27D9@chilternmag. 
demon.co.uk> <37FF2BA5.862A96C5@netcomuk.co.uk> <ldzn94y.10wz101nbfjp8N@al-88-114.al 
-nl> 

NNTP-Posting-Host: dialup-14-04.netcomuk.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Is there anyone else that we can contact? 


—-MESSAGE FILE 6134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04858 


—-MESSAGE FILE 6135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004859 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: New pleas....READ NOW! 

Date: Thu, 14 Oct 1999 21:35:59 +0100 
Organization: Max Studios 

Lines: 68 
Message-ID: <38063EAF.374999D1@which.net> 
References: <3803CA2A.FDODE1B5@which.net> 
NNTP-Posting-Host: p182-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" OE8B52EE929CF654BDC517DD" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
OE8B52EE929CF654BDC517DD 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Good Response so far. Cheers Tom. 
Keep it up! 
Andrew 
Andrew Murray wrote: 
I am deeply and emotionally tugged by the thread above "IMPORTANT" we 


should all get together and mayby kick the crap out of comercial games! 
- mayby. 


As the visitors of the homepage section will have noticed Max Studios 
has now been updated - not much but updated none the less. I feel as if 
I am slightly ignored or mayby I'm not getting noticed enough. But now I 
am in a fairly easy course at college with 4 week days off so Yaroze is 
my secondary objective, that is after college, but none the less its 
gonna get a lot more attention. I have started development of MANaJET 
again, I emphasise again, and things look promising. 


> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> What I need is some info from all you kind NYers..... As you may have 

> noticed in the description of my NY homepage I need help on dynamic TMDs 
> for MANaJET. This is my first project and I have set my sights high (1 
> always do). The advantage of anyone sending me info on dynamic TMD 

> creation is all of the information will go into a special tutorial that 
> I will make available in Acrobat Reader, HTML and Word documents. 

> Everything no matter how insignificant will be included, I plan to take 
> all the methods you guys hopefully send me and pick the best or merge 

> them chucking in my own ideas. I will constantly refer here for info and 
> feedback, so essentially its a tutorial by NYers for NYers, this way I 
> hope we can impress sony and they may give us the sacred Yaroze 2. 

> 
> 
> 
> 
> 
> 
> 
> 


A team is a really good idea and that page on the NYers chosen 
profession is also a good idea. Whos gonna do it though? 


One things for sure, your gonna see more of me around here! Now how is 
it you code stuff. (- joke) 


Max =) 
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> 
> http://www.netyaroze-europe.com/~leonl7 


OE8B52EE 92 9CF654BDC517DD 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


OE8B52EE929CF654BDC517DD-- 
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—-MESSAGE FILE 6135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04859 


-—-MESSAGE FILE 6136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004860 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 21:52:20 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 


NNTP-Posting-Host: ad14-s15-205-229.cwci.net 
X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


ETE; 


Name : Tom Madams 


Age : 20 

Occupation : 3rd year Computer Scientist at Bristol Uni 
UWE) 

Length of time owning a Yaroze : Just over a year know 


I've written a few useful a few useful tutorials, 


Arena2. 
I'm currently working on a 3d racer, Apex 


You can reach me at: 
codemonkey@cwcom.net 
or 
http://www.netyaroze-europe.com/~topcats 
or (when the page has been written) 
http://www.155studios.cwce.net 
Cheers, 


Tom 


Message-ID: <7uS5fp3$Slv92@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 


(the proper one, 


a few shite games and 


not 
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-—-MESSAGE FILE 6136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04860 


-—-MESSAGE FILE 6137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004861 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New pleas....READ NOW! 

Date: Thu, 14 Oct 1999 21:53:55 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7u5fs2Slv93@chuka.playstation.co.uk> 

References: <3803CA2A.FDODE1B5@which.net> <38063EAF.374999D1@which.net> 
NNTP-Posting-Host: ad14-s15-205-229.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Andrew Murray wrote: 
Good Response so far. Cheers Tom. 


> 
> 
> 
> 
> Keep it up! 
> 

> 


Andrew 

Anytime. 

Well actually, not at 4 in the morning but you get the general idea. 
If anyone's got any questions, just drop me a line. 


Cheers, 


Tom 


—-MESSAGE FILE 6137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04861 


-—-MESSAGE FILE 6138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004862 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yarozer List 
Date: Thu, 14 Oct 1999 21:55:01 +0100 
Organization: Max Studios 
Lines: 80 
Message-ID: <38064325.FCD1134D@which.net> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: p259-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 3E5BC6345CCC56265CCO6F4E" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
3E5BC6345CCC56265CCO6F4E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Name: Max (aka Andrew Murray) prefer Max 
Age:18 
Occupation: Student 1st year HND Computing (Software Development) 


Time owning Yaroze: since Christmas 1998 
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Useful apps/ complete games: none as of yet but working on both, a Yaroze 
workmate (long term project) 
and of course MANaJET. 


E-mail: (amoungst others) mad.max@which.net 


Web page/s: Max Studios http://www.netyaroze-europe.com/~leonl17 
Max Was Here http://www.maxwashere.fsnet.co.uk 


Favourite saying: "Like tears in rain" - Roy Batty, Bladerunner 


Hey my CV is on my site and this is exactly the reason I put it there for so ge 
see it if you want. 


Donal O'Duibhir wrote: 


This is an idea I just had to let the new Yarozers and old alike get to know 
everyone else ( I dunno if everyone is aware of absolutely everyone and even 
if you aren't this thread could act as a resource) and also would be easier 

than the homepage list on the yaroze server, and basically more current. + I 
don't think everyone reads the newsgroups do they? 


Please post with your general details: 

Name: 

Age: 

Occupation: [work] [student/course] 

Length of time owning Yaroze: 

Any useful utlities you have written or complete games: 
Email address: 

Web page: [both yaroze and personal] 

Regards, 

Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


3E5BC6345CCC56265CCO6F4E 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 
email;internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


3E5BC6345CCC56265CC06F4E-- 


—-MESSAGE FILE 6138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04862 
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-—-MESSAGE FILE 6139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004863 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 22:05:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7uS5gbg$lv94@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: m38-mpl-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Well, whether we do this on the newsgroups or someone creates a list ona 
website I think this sort of thing is a good idea all round so here's my 
bits... 


Name: 

Scott Ward 
Age: 
21 
Occupation: 

BSc (Hons) Computing 1st Year (desperately trying not to kicked out due 
to illness/absence) 


Length of time owning Yaroze: 
Errrm...about... [takes far too long to work out basic maths]...7 
months. 


Any useful utlities you have written or complete games: 

heh heh...no 

I have written an extremely basic tutorial on some skeleton code for Net 
Yaroze and about half way through about five other tutorials that I never 
bothered to finish. AND if you take a sneaky peak in my ftp area of my 
website you might find a really early version of a helicopter game I'm 
working on, ssshhh...though, it's secret. It's nowt special but at least it 
shows I'm not that lazy. 


Email address: 
scott .ward6é@virgin.net 
Web page: 
YAROZE HOME PAGES /~scottwd (neglected over past few months due to lack 
of interest... and laziness) 


Some favourites games: 
Wizball (C64) 
Choplifter (C64) 
Secret Of Monkey Island (AMIGA) 
Sensible Soccer (AMIGA) 
Tetris (any format) 
Streetfighter II (SNES) 
Final Fantasy VII (PSX) 
Woohoo!....some classics! :o) 


—-MESSAGE FILE 6139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04863 


—-MESSAGE FILE 6140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004864 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.ci.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 22:24:17 +0100 

Organization: - 

Lines: 42 

Message-ID: <7uS5hkg$lv95@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm game. 


> Name: 
Nigel Critten 


> Age: 
27 


> Occupation: [work] [student/course] 
Electrician (But have worked in the game and film industry as a 3D graphic 
artist) 


> Length of time owning Yaroze: 
Just over a year, give or take. 


> Any useful utlities you have written or complete games: 

No... nothing that I could upload and anyone could get any use out of, test 
stuff mostly, I'm now working on a new project, started last weekend, not 
sure how it's going to go but it's 2D and I hope to have an entire game 
rather than just a level at the end, hopefully in a short while I'll post 
some screenshots 


> Email address: 
Nigel@gameware.demon.co.uk 


> Web page: [both yaroze and personal] 
www.gameware.demon.co.uk (just one page as I'm updating it) 


http://www.netyaroze-europe.com/~ncritten (I think can never remember that) 
Fav. games 


Wizball 
Thing On A Spring 
Monty on the Run 
Oh they are all listed on my Yaroze page. 


The new project is a combination of years of gameplay from these classics 


—-MESSAGE FILE 6140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04864 


—-MESSAGE FILE 6141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004865 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Thu, 14 Oct 1999 22:41:14 +0100 

Organization: Netcom member 

Lines: 24 

Message-ID: <38064DFA.E154E95D@netscapeonline.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-18-46.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Well I'll have a go at this one, 


Name: Marc ‘The CHIEF" Lambert 

Age: 21 

Occupation: Shopfitter/studying for a City and Guilds (425 or something) in 
C/C++/UNIX 

Length of Time Owning a Yaroze: err, about a year. 

Utils/Games: I have made a sprite displayer (hands up who hasn't :) ), my 


first game DX1 and my latest, the rock star beat-em-up STARS WARS (which is 
an entry to the FameGame comp) 


Email and Website: mlambert @netcomuk.co.uk 
http://www.netyaroze-europe.com/~cyclone/ 


Other Stuff: I am always here and willing to help people with code 
problems/test games or general chat. 


Fave Games: Anything ever made (except Fifa64) 
Current project: I'm learning 3D and will start a new game very soon. 


—-MESSAGE FILE 6141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04865 


-—-MESSAGE FILE 6142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004866 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 

Date: Fri, 15 Oct 1999 09:27:52 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 13 

Message-ID: <3806E588.C720A587@scee.sony.co.uk> 
References: <7tjeesS9v12@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 
X-Accept-Language: en-GB,en,en-* 


Hi Tom, 


George is on holiday at the moment which may explain why you haven't received a repl 
y yet. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Hummingbirds never remember the words to songs. 
—-MESSAGE FILE 6142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04866 


—-MESSAGE FILE 6143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004867 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 3968 


Subject: Re: Hi 

Date: Fri, 15 Oct 1999 11:03:22 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <ldzpqhk.hy5gvmi3kt80N@[194.171.204.57]> 

References: <7tjees$9v12@chuka.playstation.co.uk> <3806E588.C720A587@scee.sony.co.uk 
> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


James Russell <James_Russell@scee.sony.co.uk> wrote: 
Hi Tom, 


George is on holiday at the moment which may explain why you haven't received 
a reply yet. 


Cheers, 


VVVVVVVV 


James 


Hi James, 


Why don't you reply a little more on the questions towards SCEE? 
I'd like to know some more info about how we can get a game on the OPM 
CD. And is there a list with games that will be put on the comming CD's? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04867 


—-MESSAGE FILE 6144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004868 

Path: chuka.playstation.co.uk!news 

From: johnstdt@dcs.gla.ac.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Fri, 15 Oct 1999 11:18:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <38070D8B.4A0B250C@dcs.gla.ac.uk> 

References: <7u2vgm$6k73@chuka.playstation.co.uk> 

NNTP-Posting-Host: g081-mac9.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Here's my stuff: 


Name: David Johnston 
Age: 20 
Occupation: Computing science student at Glasgow Uni. 


Lenght of time owning Yaroze: 1 think it's about a year. 
Any useful utilities you have written or complete games: 


A bunch of games: Super Snail, TimeSlip, Bloodlust, 
Flood, A Farewell to Kings & Up. 


Email address: deejay@hotmail.com, johnstdt@dcs.gla.ac.uk 
Web page: None, apart from the Yaroze one (userid: deejay) 


FaveGames: StarControl, Flashback, Zelda: Ocarina of Time, Silent Hill, FFVII. 


—-MESSAGE FILE 6144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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04868 


—-MESSAGE FILE 6145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004869 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Infinite polygon 3D engine 

Date: Fri, 15 Oct 1999 14:07:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3807272F.C2501A71@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Anyone know what this ‘infinite polygon' engine alluded to by Demis 
Hassibis in this month's Edge is about? Is is some kind of voxel engine? 


The back page of Edge says it will reveal all next month... 


BTW, has anyone checked out www.nervana.com. Pretty cool landscaping 
engine... 


Phil 


—-MESSAGE FILE 6145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04869 


—-MESSAGE FILE 6146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004870 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Fri, 15 Oct 1999 15:40:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <38074ac5.1391490187@news.playstation.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1475 scee.yaroze.freetalk.english 
24870 


I'm not sure, but I don't get the impression that the child executes 
in a separate thread. 


On Thu, 9 Sep 1999 18:16:29 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Has anyone tried running other exe as child threads on the Yaroze. 
>Aparently there is support in the libs for this, but I haven't seen it used. 
>Does the process return normally, giving control back to the parent process? 
>Does the stack get corrupted? Can you give the child process full control 
>over the graphics process? Is there any info required to already be set up 
>to run the child? 

> 

>Hope some of these have good answers :-) 

> 

>Nathan 

> 


—-MESSAGE FILE 6146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04870 
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-—-MESSAGE FILE 6147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004871 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Fri, 15 Oct 1999 15:44:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <38084b40.1391612873@news.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1476 scee.yaroze.freetalk.english 
24871 


Don't forget -- the playstation is a game system, but it is also a 
computer! 
Tasks outside of the gaming realm could be used... If not something 


as simple as a menu of games, then a drawing package (or 3d graphics 
app), or hell, even an accounting package if you really wanted to. 


Granted, a 3D graphics app would make better use of the hardware, but 
on the other hand, maybe you can use the optimized matrix functions to 
compute every tax possiblilty and see what minimizes your taxes! 


Steven 


On Thu, 09 Sep 1999 17:11:01 GMT, shade@dragonshadow.com (Scott 
Cartier) wrote: 


>>Starting on a GUI windowing library for the Yaroze, so that you can make 
>>windowed applications with unlimited desktop space on the Yaroze. 

>> 

>>Anyone interested or care? 

>> 

>>Nathan 

> 

>Sounds neat, but how would it be used in a game? On menu screens 
>perhaps? Or maybe it's meant to be used during development and not in 
>the actual game? 

> 

>Scott 


—-MESSAGE FILE 6147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04871 


—-MESSAGE FILE 6148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004872 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 
Date: Fri, 15 Oct 1999 19:50:25 +0100 

Organization: Max Studios 

Lines: 73 
Message-ID: <38077771.67F07796@which.net> 
References: <37FE6564.EBBD943F@netscapeonline.co.uk> 
NNTP-Posting-Host: p257-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" EFBB926D6FE941E32DBE57DC" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt 


This is a multi-part message in MIME format. 


EFBB92 6D6FE941E32DBE57DC 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Probably the longest thread on the NY news server! 


thechief666 wrote: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Good, I've got you're attention, 


If you are reading this, it hopefully means that you are 
still using the Yaroze. I have something to say and I hope it prompts a 
response. 


I am looking to build up some interest in the Yaroze amongst the members 
because as of late there seems to be a sharp decline. I am (like most of 
you) hoping for a Yaroze 2, so we need to show Sony that it is safe to 
do so. 

Now I read somewhere (sorry who said this, but I forgot so reply 
and let me know), that one or two people have said that there isn't 
enough 'good' people to 
warrant the release of a NY2. (I understand what you are saying, but 
bear with me and I'll explain my point). 

What I think of the situation is that with the Yaroze, people are 
taking on too much. For instance, where in the Industry do you see 
people doing al the work, the graphics, the sound, the design, the 
COdE 60. SECs Sie ss On the Yaroze there has been a few excellant pieces 
of work (albeit mainly from those who have attended some sort of 
university course), but I think there are a lot of varied talent. I've 
personally seen some excellant programmers but not artists. Lots of 
brilliant tools, but no game demo's. Lots of good artists but not enough 
coding skills to make things work. 

What I am saying is that we all want to enter the same Industry but 
at different positions, so if there is a NY2, (or if NY continues), 
maybe it is a good idea to group people into their prefered role. I 
would like to also see more groups like Team Parc (although you guys 
need to hurry up and knock out some more quality games :) ). 


Anyway, what I want is for anyone who is still here to reply to this 
message. Tell everyone that you are still about and what you are 
currently working on. 

Alternatively, reply to let me know if you agree/disagree with this 
message (it is designed to prompt some kind of response). 


Well I'm done, 
The CHIEF 


p.s It is great to see Chris Chadwick and Scott Evans back with site 
updates. 


EFBB926D6FE941E32DBE57DC 


Content-Type: text/x-vcard; charset=us-ascii; 


name="mad.max.vcf" 


Content-Transfer-Encoding: 7bit 
Content-Description: Card for Andrew Murray 
Content-Disposition: attachment; 


filename="mad.max.vcf" 


begin: vcard 


n: 
«- 


Murray; Andrew 
mozilla-html:FALSE 


org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


EFBB92 6D6FE941E32DBE57DC-— 
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—-MESSAGE FILE 6148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04872 


—-MESSAGE FILE 6149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004873 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Fri, 15 Oct 1999 23:35:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7u8atd$Ssinl@chuka.playstation.co.uk> 

References: <7u2vgm$6k73@chuka.playstation.co.uk> <38062000.28C2CEA4@chilternmag.dem 
on.co.uk> 

NNTP-Posting-Host: modem-—7.depacon.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Name : Stuart Macdonald 


Age : 27 
Occupation : Research Assistant/Part-time Tutor 
Length of time owning a Yaroze : 6 or 7 months 


Utils/games: Tanx - my first ever program 


I'm currently working on Tanx2 and Spike & Blade. 
With any luck Tanx2 will be out before Christmas. 


You can reach me at: 
Stuart @macdonald4798.freeserve.co.uk 


My ( currently being reworked ) page is: 
http://www.netyaroze-europe.com/~scmacd 


Cheers 
Stuart. 


—-MESSAGE FILE 6149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04873 


—-MESSAGE FILE 6150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004874 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 16 Oct 1999 01:11:30 +0100 

Organization: Netcom member 

Lines: 6 

Message-ID: <3807C2B2.DD5CBD9E@netcomuk.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> 
NNTP-Posting-Host: dialup-13-22.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I'd hoped I'd get some reply, but this is taking the micky. I guess the Yaroze 
is not quite finished yet huh? 
The CHIEF 


—-MESSAGE FILE 6150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04874 
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-—-MESSAGE FILE 6151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004875 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygon 3D engine 

Date: Sat, 16 Oct 1999 10:25:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7u9gcaS45p1@chuka.playstation.co.uk> 
References: <3807272F.C2501A71@easynet.co.uk> 
NNTP-Posting-Host: modem-56.thorium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Demis' page is starting to go the way of the Rockstar one and turning into a 
big advert. It's a shame because I really like the idea of members of the 
dev community writing a column each month... 


On a side note: Now the yaroze scene is seeing some more action after the 
summer lull wouldn't it be cool if we could get a monthly 'yaroze news' box 
in a mag? 


Philip Gooch <philg@easynet.co.uk> wrote in message 

news :3807272F.C2501A71@easynet.co.uk... 

> Anyone know what this ‘infinite polygon' engine alluded to by Demis 
Hassibis in this month's Edge is about? Is is some kind of voxel engine? 


The back page of Edge says it will reveal all next month... 


BTW, has anyone checked out www.nervana.com. Pretty cool landscaping 
engine... 


Phil 


VVVVVVVV V 


—-MESSAGE FILE 6151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04875 


-—-MESSAGE FILE 6152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004876 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 16 Oct 1999 11:07:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <38084E5D.A89C2152@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> < 
3807C2B2 .DD5CBD9E@netcomuk.co.uk> 
NNTP-Posting-Host: modem-50.manganese.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


It is kinda big isn't it.... 


thechief666 wrote: 


I'd hoped I'd get some reply, but this is taking the micky. I guess the Yaroze 


> 
> is not quite finished yet huh? 
> 
> 


The CHIEF 
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-—-MESSAGE FILE 6152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04876 


—-MESSAGE FILE 6153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004877 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygon 3D engine 

Date: Sat, 16 Oct 1999 11:09:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <38084EF3.716D2BA0@chilternmag.demon.co.uk> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-50.manganese.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Matt Verran wrote: 


Demis' page is starting to go the way of the Rockstar one and turning into a 
big advert. It's a shame because I really like the idea of members of the 
dev community writing a column each month... 


On a side note: Now the yaroze scene is seeing some more action after the 
summer lull wouldn't it be cool if we could get a monthly 'yaroze news" box 
in a mag? 


VV VV V V V 


I'd like that... maybe the OMP? 
Chris Wallace 


--MESSAGE FILE 6153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04877 


--MESSAGE FILE 6154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004878 

Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Databugs 

Date: Sat, 16 Oct 1999 11:44:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7u910kS45p4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-24.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi guys, 


I don't know if this is the most appropiate place for plugging a demo, but 
it seems the one of the most lively forums. 


I've just finished a demo of my first Yaroze game, and would love a few 
comments / criticisms (I've got tough skin!). 


I've done it for an part-time MSc. in computer graphics, and my project viva 
(interrogation) is on Monday, so a few well placed comments would really 
help me get prepared for when my tutors pull the game apart. 


All favours will be endeavoured to be returned, as I can enjoy getting into 
the Yaroze community now my course work is over! 


Thanks very much, 
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Siocons & CodeWarrior version of Databugs at 
http://www.netyaroze-europe.com/~tlimrvl 

or 
http://www.netyaroze-europe.com/~timrvl/ftp 
if you want to skip the pictures! 


—-MESSAGE FILE 6154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04878 


—-MESSAGE FILE 6155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004879 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Sat, 16 Oct 1999 12:01:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <7u9m0jS45p5@chuka.playstation.co.uk> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> 

NNTP-Posting-Host: pc-69.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 


Here in Ireland Sony is trying to start a free games review magazine that 
they send to all their registered Playstation customers for free. 

I wrote to them ( snail mail ) very nicely, as they were looking for 
reviewers etc basically any feedback, and I have still not received a reply. 
I tried to stress the fact I was a Yarozer and to me being a programmer and 
avid games player I thought that I would make a good reviewer. I also 
offered any of my other skillz of which I have too many to mention!!! 
(:-p)+< messin' 


But I also suggested to them that my little group do a news type thing and 
keep them updated on our project, which we haven't started yet, obviously 

then the reporting would start from the beginning, the best place to start 
in my opinion, but still no reply. 


I think pushing for a regular section in the official magazine would also be 
a good idea as before I was a Yarozer I would have loved more technical info 
and an amateurs section. Sony can't lose except for the fact that the Yaroze 
is not available any more, so any budding new members would be stopped 
before they started. 


Let's put together a mail to send to OPM? Just a thought...... i have a lot 
of them...it's just following them through that's the problem. 

Regards, 

Donal ( Anyone use Instant Messnger as opposed to ICQ ? ) 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 

news: 38084EF3.716D2BA0@chilternmag.demon.co.uk... 

> 

> 

> Matt Verran wrote: 

> 

> > Demis' page is starting to go the way of the Rockstar one and turning 
into a 

> > big advert. It's a shame because I really like the idea of members of 
the 
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> > dev community writing a column each month... 

>> 

> > On a side note: Now the yaroze scene is seeing some more action after 
the 

> > summer lull wouldn't it be cool if we could get a monthly 'yaroze news' 
box 

> > in a mag? 

> 

> I'd like that... maybe the OMP? 

> 

> Chris Wallace 

> 


—-MESSAGE FILE 6155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04879 


—-MESSAGE FILE 6156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004880 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Sat, 16 Oct 1999 10:46:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7u9nu2S45p6@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-1l.hytrin.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This seems like a good idea! 


Name: Matt Verran (frktlx: member id) 
Age: 21 
Occupation: I am currently working at a company called Technolog, near 
Derby, for a year as an Industrial Placement. I am programming internal use 
applications and tools for the company, mainly database stuff but a little 
internet too. This counts as the third year of my four year Computer Science 
degree at Manchester Uni. 


Length of time owning Yaroze: About 10 months now I think. 


Any useful utlities you have written or complete games: I've done a Fonts 
Module with full docs, similar Pad module coming soon. I've been working on 
a turn based strategy game for about 3 months and have recently started 
another simpler gaem that hopefully will be finished soonish. 


Email address: matt@frktl.freeserve.co.uk 
Web page: www.netyaroze-europe.com/~frkt1lx 


-—-MESSAGE FILE 6156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04880 


—-MESSAGE FILE 6157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004881 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 

Date: Sat, 16 Oct 1999 12:41:30 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7u9081S45p7@chuka.playstation.co.uk> 

References: <7tjees$9v12@chuka.playstation.co.uk> <3806E588.C720A587@scee.sony.co.uk 
> 

NNTP-Posting-Host: ad14-s16-206-245.cwci.net 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


What, he's been on holiday since the beginning of August? That was the last 
time I e-mailed him. 


Lucky bar steward 
Cheers, 


Tom 


—-MESSAGE FILE 6157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04881 


-—-MESSAGE FILE 6158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004882 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Sat, 16 Oct 1999 12:50:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7u9o0tvS45p8@chuka.playstation.co.uk> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0j$45p5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-30.isotretinoin.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Let's put together a mail to send to OPM? 


This is a good idea, I should have though they would welcome some free 
editorial for the mag, as long as it was fairly well written and moderately 
interesting. It could possibly plug games that are to appear on upcoming 
coverdisks and maybe reveal cheats for existing coverdisk games. 


All we need to do now is find a writer willing to gather NY news and do say 
2000-4000 words a month. 


—-MESSAGE FILE 6158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04882 


—-MESSAGE FILE 6159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004883 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Pad Module 

Date: Sat, 16 Oct 1999 13:54:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7u9siqS45p9@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-106.thalidomide.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


New pad module online at my NY site www.netyaroze-europe.com/~frkt1lx/ 
Its got full docs and source and is nice and easy to use. Features: 


-returns button status 
-returns pad mode digital/analog 
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-returns analog stick values 
-returns whether a pad is connected or not 


I know several pad modules exist but hopefully the NY style docs and the 
completeness of this one set it apart. Let meknow what you think.... 


cheers//matt 

electronicmail: matt@frktl.freeserve.co.uk 
universalresourcelocator: www.netyaroze-europe.com/~frkt1lx/ 
icq: 38714129 


—-MESSAGE FILE 6159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04883 


—-MESSAGE FILE 6160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004884 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 16 Oct 1999 17:21:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <380bb3f7.1483955845@news.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> < 
3807C2B2.DD5CBD9E@netcomuk.co.uk> <38084E5D.A89C2152@chilternmag.demon.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


So, is this list limited to SCEE users, or SCEA ones also? 
Steven 


On Sat, 16 Oct 1999 11:07:26 +0100, Chris Wallace 
<chrisw@chilternmag.demon.co.uk> wrote: 


>It is kinda big isn't it.... 

aaa ենն wrote: 

3 I'd hoped I'd get some reply, but this is taking the micky. I guess the Yaroze 
>> is not quite finished yet huh? 

= The CHIEF 


-—-MESSAGE FILE 6160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04884 


—-MESSAGE FILE 6161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004885 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Sat, 16 Oct 1999 18:06:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3804bee2.5144281@www.netyaroze-europe. com> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <37FD0E04.B71BC65E@netscapeonline.co.uk> <37FE5785.28E2F75C@chilternmag.demon.co 
-uk> <7tm62cS$b6rl1l@chuka.playstation.co.uk> <7ttccg$dall@chuka.playstation.co.uk> <38 
0383f£9.7090574@www.netyaroze-europe.com> <7u0jit$761@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-72.saqnet.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Does this mean you would consider yourself part of the Yaroze 'elite'? ;0) 
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Dunno. I know most of the obvious "elite members" fairly well 
(considering we all met thru the internet, anyway), but considering my 
output so far maybe I'm more of a "hanger-on" than a true, 
full-blooded member of the "elite"...? Who knows? More importantly, 
who cares? 


>By the way Nick, what happened to that Edinburgh meet you were organising? 
>It sounded like a good idea and I've been looking forward to seeing the 
>results for a while now. How did it all pan out? 


There was a meet earlier this year. I wanted to do something this 
summer (during the Edinburgh Festival) but never got round to it. 
Maybe next year? Seeing as myself and Mr Frosty are no longer 
Edinburgh residents it might prove tricky, unless Graeme Evans, James 
Duffield or some other Edinburgh ("official Net Yaroze capital of 
Europe") Yarozer wants to assume the mantle? 


Alternately, anyone interested in a Cambridge Yaroze Meet - sometime 
in early 2000..? ;-) 


Nick "faster, stronger, better" F 


PS Check out pics of the last Yaroze meet on Bob Shand's and James 
Rutherford's (~mrfrosty) sites... 

www.loonygames.com 

www.saqnet.co.uk/users/nickf 

www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
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-—-MESSAGE FILE 6161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04885 


—-MESSAGE FILE 6162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004886 

Path: chuka.playstation.co.uk!news 

From: nickf@saqnet.co.uk (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Sat, 16 Oct 1999 18:10:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3808bee6.12163435@www.netyaroze-europe. com> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup137-72.saqnet.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Name: 
Nick Ferguson 


>Age: 
22 


>Occupation: 

Agent Engineer - Cyberlife Technology 

(as of 25/10, anyway) 

>Length of time owning Yaroze: 

18 months 

>Any useful utlities you have written or complete games: 


Amateur Wars, Mud 'ո Blood 


>Email address: 
nickf@saqnet.co.uk 


>Web page: [both yaroze and personal] 
www.netyaroze-europe.com/~rookiel 
www.saqnet.co.uk/users/nickf 


english/0 
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Hope that was gripping enough. 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04886 


—-MESSAGE FILE 6163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004887 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sat, 16 Oct 1999 19:58:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3808CACD.3D667F85@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> < 
3807C2B2.DD5CBD9EF@netcomuk.co.uk> <38084E5D.A89C2152@chilternmag.demon.co.uk> <380bb 
3£7.1483955845@news.playstation.co.uk> 

NNTP-Posting-Host: modem-118.niobium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


wouldn't know.. 


Steven Osman wrote: 


> So, is this list limited to SCEE users, or SCEA ones also? 
> 

> Steven 

> 

> On Sat, 16 Oct 1999 11:07:26 +0100, Chris Wallace 

> <chrisw@chilternmag.demon.co.uk> wrote: 

> 

> >It is kinda big isn't it.... 

>> 

> >thechief666 wrote: 

>> 

> >> I'd hoped I'd get some reply, but this is taking the micky. I guess the Yaroze 
> >> is not quite finished yet huh? 

> >> 

> >> The CHIEF 


—-MESSAGE FILE 6163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04887 


—-MESSAGE FILE 6164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004888 

Path: chuka.playstation.co.uk!news 

From: "Alan Mullett" <amm@powernet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Sat, 16 Oct 1999 21:32:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7uanbsSdv41@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: natcust79.powernet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Name: Alan Mullett 

> Age: 30 

> Occupation: [work] internal Design/Programming consultant for large bank. 
> 

> Length of time owning Yaroze: 1.5 - 2 years or so I think... 

> 

> Any useful utlities you have written or complete games: 

> Iwas full of expectation when I got it but unfortunatally work must come 
first so I dust it occationally. 

> 

> Email address: amm@powernet.co.uk 

> Web page: [both yaroze and personal] none at this time 

> 

> 

> 

> 


—-MESSAGE FILE 6164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04888 


—-MESSAGE FILE 6165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004889 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Teams/Groups... 

Date: Sat, 16 Oct 1999 23:32:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7uau9uSdv42@chuka.playstation.co.uk> 
NNTP-Posting-Host: m7-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


With the new injection of interest in the Yaroze scene there are a number of 
us Yarozers that are thinking of starting a group(s) in an attempt to create 
something a little special and keep the whole Yaroze project *alive*. 

At the moment it's all just ideas and stuff but it'd be nice to know how 
many of you would be interested in this sort of thing. 


It doesn't matter how experienced/skilled you are or where your strengths 
lie (if any ;o) ) or whether you'd like to work in a big or small group. 
Just give us a quick note and if there's enough interest then we might just 
set something up. :0) 


Cheers, 


Scott 


—-MESSAGE FILE 6165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04889 


-—-MESSAGE FILE 6166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004890 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 17 Oct 1999 00:03:23 +0100 

Organization: Netcom member 

Lines: 7 

Message-ID: <3809043B.A5DCF68F@netscapeonline.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> < 
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3807C2B2 .DD5CBD9F@netcomuk.co.uk> <38084E5D.A89C2152@chilternmag.demon.co.uk> <380bb 
3£7.1483955845@news.playstation.co.uk> 

NNTP-Posting-Host: dialup-21-06.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I don't see why we shouldn't include ALL the Yarozers, after all it is supposed to b 
e 
a global thing right? 


The CHIEF 


—-MESSAGE FILE 6166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04890 


—-MESSAGE FILE 6167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004891 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Sun, 17 Oct 1999 00:09:39 +0100 

Organization: Netcom member 

Lines: 12 

Message-ID: <380905B3.3FC6F521@netcomuk.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-21-06.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


This will also be a great opportunity to mix idea's, programming style's and to 
learn new ways of doing things. Hopefully we should beable to knock up a few 
good games to show that the Yaroze was a brilliant idea by Sony. 


As Scott said, get in touch if you are at all interested - all levels/all 
talents. 


Cheers, 
The CHIEF 


—-MESSAGE FILE 6167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04891 


—-MESSAGE FILE 6168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004892 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Sun, 17 Oct 1999 10:18:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3809947E.A2F6752@chilternmag.demon.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <380905B3.3FC6F521@netcomuk.co.uk> 
NNTP-Posting-Host: modem-103.scandium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 
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Here's another one of my classicly small messages.. 
I've e-mailed Marc... 


Chris Wallace. 
thechief666 wrote: 
This will also be a great opportunity to mix idea's, programming style's and to 
learn new ways of doing things. Hopefully we should beable to knock up a few 


good games to show that the Yaroze was a brilliant idea by Sony. 


As Scott said, get in touch if you are at all interested - all levels/all 
talents. 


Cheers, 


VVVVVVVVVV 


The CHIEF 


—-MESSAGE FILE 6168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04892 


—-MESSAGE FILE 6169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004893 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 17 Oct 1999 10:19:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <380994B1.AA86B46C@chilternmag.demon.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> Հ 
3807C2B2.DD5CBD9E@netcomuk.co.uk> <38084E5D.A89C2152@chilternmag.demon.co.uk> <380bb 
3£7.1483955845@news.playstation.co.uk> <3809043B.A5DCF68F@netscapeonline.co.uk> 
NNTP-Posting-Host: modem-103.scandium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


That'll do me.. 
there's ya answer. 


thechief666 wrote: 


> I don't see why we shouldn't include ALL the Yarozers, after all it is supposed to 
be 

> a global thing right? 

> 

> The CHIEF 


—-MESSAGE FILE 6169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04893 


—-MESSAGE FILE 6170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004894 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Sun, 17 Oct 1999 10:57:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <7uc6kd$dq61@chuka.playstation.co.uk> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0j$45p5@chuka.playstation.co.uk> <7 
u9otvS45p8@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc-70.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Gentlemen in regards a Yaroze section in OPM! 


I thought I'd take the bull by the horns......... 


KkKKKK 


Perhaps a letter could be forwarded around each person, thus adding each 
persons signature as such, it then goes back to the first person who then 
sends it to the OPM editor? 


What's the editor's mail anyone? Or do we just have to send a mail to the 
letter's guy and hope he passes it on to the relevant person? 


KKKKK 
E.g. 


draft cs by no means 'the' letter, just ideas...... please write your own 
and post for perousal or add a quoted paragraph to be included, changed 
etc" 


Dear Fd, 


We the undersigned Net Yaroze members, who love the Playstation and hold 
it close to our hearts ( literally! ) would formally request serious 
consideration in the matter of a Yaroze section? ( No matter how Dig or 
small! ) 
As avid gamers and coders we believe we have a unique insight into the 
world of Playstation which could and should be exploited giving the readers 
a small technical insight into the world of creating games, playstation 
hardware and amateur game creation. Before being Yarozers many of us craved 
a slightly more technical side to the OPM, not being geeks, but interested 
in technology as most people today are. Obviously the younger readers may 
not have the same interest, but as you know a large proportion of readers 
are in their late teens and twenties. 

Without wanting to come across with an inflated opinion of ourselves 

as novices/amateurs we can't anyway!] we think that people like us will 
probably be writing the games of 'tomorrow'. Even a top ten Yaroze list, or 
a small section with a basic review of a Yaroze Fame Game game which might 
contain a basic explantion of one or some of the processes used in it's 
creation, eg. planning, short explanation of 2d/3d graphical technique/s, 
character creation etc. 


Regards, 


Net Yarozers SCEE 99! 


—-MESSAGE FILE 6170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04894 


—-MESSAGE FILE 6171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004895 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Sun, 17 Oct 1999 11:34:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7uc8npS$dq62@chuka.playstation.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <380905B3.3FC6F521@netcomuk.co.uk> 
<3809947E .A2F6752@chilternmag.demon.co.uk> 

NNTP-Posting-Host: host62-172-219-221.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I would be interested in joining a group, if this goes ahead!! 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 
news: 3809947E.A2F6752@chilternmag.demon.co.uk... 

> Here's another one of my classicly small messages.. 

I've e-mailed Marc... 


Chris Wallace. 
thechief666 wrote: 


> This will also be a great opportunity to mix idea's, programming style's 
and to 

> > learn new ways of doing things. Hopefully we should beable to knock up a 
few 

> > good games to show that the Yaroze was a brilliant idea by Sony. 

>> 


>> As Scott said, get in touch if you are at all interested - all 
levels/all 

> > talents. 

>> 

>> Cheers, 

>> 

> > The CHIEF 

> 


—-MESSAGE FILE 6171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04895 


—-MESSAGE FILE 6172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004896 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Sun, 17 Oct 1999 11:36:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7uc800Sdq63@chuka.playstation.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-108.radium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi, 


I am up for anything, so to speak! If any groups were set up, I would 
certainly be very interested. 


Thanks, 
Steven 


Yaroze homepage: http://www.netyaroze-europe.com/~slewis 
ICQ Number: 40785589 


Scott Ward <scott.ward6@virgin.net> wrote in message 

news: 7uau9uSdv42@chuka.playstation.co.uk... 

> With the new injection of interest in the Yaroze scene there are a number 
of 

> us Yarozers that are thinking of starting a group(s) in an attempt to 
create 

> something a little special and keep the whole Yaroze project "11176". 

> At the moment it's all just ideas and stuff but it'd be nice to know how 
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many of you would be interested in this sort of thing. 


> 

> 

> It doesn't matter how experienced/skilled you are or where your strengths 
> 

> 


lie (if any ;o) ) or whether you'd like to work in a big or small group. 
Just give us a quick note and if there's enough interest then we might 

just 

> set something up. :0) 

> 

> Cheers, 

> 

> Scott 

> 

> 

> 


—-MESSAGE FILE 6172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04896 


-—-MESSAGE FILE 6173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004897 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Sun, 17 Oct 1999 11:37:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7uc8uaSdq64@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-219-221.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Name: Mark Naylor 
Age: 15 
Occipation: Student 


Length of time owning yaroze: 1 year 2 months, i think 


E-mail address: satan#2@usa.net 
Web page: http://www.netyaroze-europe.com/~mnaylor and 
http://www.twisted-minds.co.uk 


—-MESSAGE FILE 6173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04897 


—-MESSAGE FILE 6174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004898 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Sun, 17 Oct 1999 13:26:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <3809C079.E2B3BF5C@chilternmag.demon.co.uk> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0j$45p5@chuka.playstation.co.uk> <7 
u9otvS45p8@chuka.playstation.co.uk> <7uc6kdS$dq61@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-95.isotretinoin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Not a bad idea.. 
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we could also supply cheats to already released games don't forget. 
who's gunna be the first person? 
Chris Wallace. 


Donal O'Duibhir wrote: 
Gentlemen in regards a Yaroze section in OPM! 


I thought I'd take the bull by the horns......... 


KkKKKK 


Perhaps a letter could be forwarded around each person, thus adding each 
persons signature as such, it then goes back to the first person who then 
sends it to the OPM editor? 


What's the editor's mail anyone? Or do we just have to send a mail to the 
letter's guy and hope he passes it on to the relevant person? 


KkKKKK 


"ՎԵՑԻՆ by ոօ means 'the' letter, just ideas...... please write your own 
and post for perousal or add a quoted paragraph to be included, changed 
ete 


Dear Ed, 


We the undersigned Net Yaroze members, who love the Playstation and hold 
it close to our hearts ( literally! ) would formally request serious 
consideration in the matter of a Yaroze section? ( No matter how big or 
small! ) 

As avid gamers and coders we believe we have a unique insight into the 
world of Playstation which could and should be exploited giving the readers 
a small technical insight into the world of creating games, playstation 
hardware and amateur game creation. Before being Yarozers many of us craved 
a slightly more technical side to the OPM, not being geeks, but interested 
in technology as most people today are. Obviously the younger readers may 
not have the same interest, but as you know a large proportion of readers 
are in their late teens and twenties. 

Without wanting to come across with an inflated opinion of ourselves 

as novices/amateurs we can't anyway!] we think that people like us will 
probably be writing the games of 'tomorrow'. Even a top ten Yaroze list, or 
a small section with a basic review of a Yaroze Fame Game game which might 
contain a basic explantion of one or some of the processes used in it's 
creation, eg. planning, short explanation of 2d/3d graphical technique/s, 
character creation etc. 


Regards, 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Net Yarozers SCEE 99! 


—-MESSAGE FILE 6174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04898 


—-MESSAGE FILE 6175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004899 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Sun, 17 Oct 1999 14:13:08 +0100 

Organization: Netcom member 

Lines: 8 

Message-ID: <3809CB64.B643BF73@netscapeonline.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-01-23.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 
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We are currently getting the basics sorted, but we will soon be mailing the 
people replying to this thread to let you all know more. 


Thanx for the interest, we look forward to speaking to you soon, 


The CHIEF 


—-MESSAGE FILE 6175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04899 


—-MESSAGE FILE 6176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004900 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Active Members List 

Date: Sun, 17 Oct 1999 15:46:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7ucnf4S$dq65@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-089.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


As I said (well deep in a thread somewhere ;) I've made a form which will 

let us collect everyone's info, and then I'll work on presenting it in the 
form of a website, a bit like DEnnis' list. Anyway, I need to know all the 
info we want to collect, but have put together an early prototype, to give 
an idea of what's going on. You can find it at: 
http://www.netyaroze-europe.com/~rprince/listform.html 
Please e-mail me (or reply to this post) with any constructive criticism. 


Cheers 
Rikki 


—-MESSAGE FILE 6176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04900 


-—-MESSAGE FILE 6177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004901 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Sun, 17 Oct 1999 09:43:47 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7ucnimSdq66@chuka.playstation.co.uk> 
References: <7uau9uSdv42@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98ADFD9D.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm always up for a worthwile project! 


Nathan 


—-MESSAGE FILE 6177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04901 


—-MESSAGE FILE 6178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004902 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 17 Oct 1999 16:28:22 +0100 

Organization: Netcom member 

Lines: 7 

Message-ID: <3809EB16.7A894668@netscapeonline.co.uk> 
References: <7ucnf4$dqé65@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-11-32.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I think the form looks very good and want to congratulate you in taking up 
this task, 


Nice One, 
The CHIEF 


—-MESSAGE FILE 6178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04902 


—-MESSAGE FILE 6179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004903 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Particle demo 

Date: Sun, 17 Oct 1999 18:34:21 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 191 

Message-ID: <7udlasSdq68@chuka.playstation.co.uk> 
NNTP-Posting-Host: ad12-s15-202-143.cwci.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi there, 


I know that, strictly speaking, this should go on the demos newsgroup but 
seeing as my last mini project ended up here, I thought I'd post the new one 
here too. Once I've done a site redesign (I've just found out how crap my 
current one looks on Netscape) I'll put all the demos on the page. 'Till 
then, just download the attachment and try it out. If you've got any 
questions or comments please just reply to the thread so I don't answer the 
same question over and over. 


Cheers, 


Tom 


-—-MESSAGE FILE 6179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04903 


—-MESSAGE FILE 6180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004904 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 17 Oct 1999 18:44:45 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <7udlud$dq69@chuka.playstation.co.uk> 
References: <7ucnf4$dqé65@chuka.playstation.co.uk> 
NNTP-Posting-Host: ad1l2-s15-202-143.cwci.net 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi there, 


The form's looking good. It's well laid out and covers more or less 
everything anyone would need to know. Top. 


Cheers, 


Tom 


-—-MESSAGE FILE 6180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04904 


—-MESSAGE FILE 6181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004905 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 17 Oct 1999 20:49:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7ud9ilSdq610@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: ts05-014.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I agree good job!!! Mind you I laughed at myself today when I filled it out 
only to read that it's not active yet!!!! 


Mind you the thread list is handy as a quick reference, but the form kicks 
ass. 

Will you get it to update a page on the fly or update it yourself every so 
often? 


Tom <codemonkey@cwcom.net> wrote in message 
news: 7udludSdq69@chuka.playstation.co.uk... 
> Hi there, 


> 

> The form's looking good. It's well laid out and covers more or less 
> everything anyone would need to know. Top. 

> 

> Cheers, 

> 

> Tom 

> 

> 


—-MESSAGE FILE 6181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04905 


—-MESSAGE FILE 6182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004906 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Sun, 17 Oct 1999 20:13:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
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Message-ID: <380a2c2e.1580267123@news.playstation.co.uk> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> Հ 
3807C2B2.DD5CBD9E@netcomuk.co.uk> <38084E5D.A89C2152@chilternmag.demon.co.uk> <380bb 
3£7.1483955845@news.playstation.co.uk> <3809043B.A5DCF68F@netscapeonline.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well, in that case, 


Name: 

Steven Osman 
Age: 

26 
Occupation: 


Senior Systems Architect/Programmer Analyst. Now also 
full-time student. 
Length of time owning Yaroze: 
1 Year. 
Any useful utilities you have written or complete games: 
None as of yet. 
Email address: 
sosman@terratron.com 
Web page: 
personal (old) http://www.terratron.com/~sosman/ 
yaroze - not prepared yet 


On Sun, 17 Oct 1999 00:03:23 +0100, thechief666 
<thechief666@netscapeonline.co.uk> wrote: 


>I don't see why we shouldn't include ALL the Yarozers, after all it is supposed to 
be 

>a global thing right? 

> 


> The CHIEF 
> 
> 


—-MESSAGE FILE 6182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04906 


-—-MESSAGE FILE 6183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004907 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 17 Oct 1999 20:21:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <380b2f£92.1581134701@news.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well, considering that it is a mailto: form (i.e. the responses are 
emailed to him), I would gather that he will update the page himself. 


Steven 


On Sun, 17 Oct 1999 20:49:27 +0100, "Donal O'Duibhir" 
<oduibhir@indigo.ie> wrote: 


>I agree good job!!! Mind you I laughed at myself today when I filled it out 
>only to read that it's not active yet!!!! 
> 


Net Yaroze newsgroups message dump.txt Page 3992 


>Mind you the thread list is handy as a quick reference, but the form kicks 
>ass. 

>Will you get it to update a page on the fly or update it yourself every so 
>often? 

> 

> 

> 

>Tom <codemonkey@cwcom.net> wrote in message 

>news: 7udludSdq69@chuka.playstation.co.uk... 

>> Hi there, 

>> 

>> The form's looking good. It's well laid out and covers more or less 

>> everything anyone would need to know. Top. 

>> 

>> Cheers, 

>> 

>> Tom 

>> 

>> 

> 


—-MESSAGE FILE 6183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04907 


—-MESSAGE FILE 6184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004908 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: HELP 

Date: Sun, 17 Oct 1999 23:12:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <7udhvh$ng01@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts99-430.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


OK this sounds really sad but I'm running out of ideas! 


After starting to get involved in the newsgroups I finally sat down to code 
and after 3 months of not touching the Yaroze it will now not connect to my 
Pos Cs, 


N.B. it was connecting fine! 


First I get: 


Connection failed status 335646140 
Playstation has generated exception at instruction address 0x0 
Disconnected 


" 


then 


Connection failed status 469863868 
Playstation has generated exception at instruction address 0x0 
Disconnected 


I'm connecting on Coml, I hypertrm'd to it and it's kinda garbelled when you 
type. 

I re-installed Codewarrior. 

I checked all the connections. 

Yaroze booting fine, reading access card + memory card O.K. 


I re-installed Coml 
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No programs running that would open port or interfere. 

The only thing I can think of is that I used my yaroze during the summer 
with my link cable and other playstation and maybe that re-wrote some 
permission on the playstation port, some kind of master slave thing! 


Could be Windows? doubt it though as it seems to get a response from the 
Yaroze, just not the right one! 


Siocons has some weird extra characters when I run it and try and get a 
prompt! 


I dunno, feel like a twat! 
Any ideas before I mail help@netyaroze-europe.com 
[ God I'd hate to think it was bust, or I invalidated my warranty! ] 


Donal, feeling helpless and alone (:-b)+< 


Regards, 


Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


—-MESSAGE FILE 6184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
04908 


—-MESSAGE FILE 6185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0004909 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Mon, 18 Oct 1999 00:20:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7udlfeSng02@chuka.playstation.co.uk> 

References: <7ucnf4$dqé65@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-19.nickel.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I agree with all of the above, the form is excellent. I can't think of 
anything else that would need adding. Thanks for taking the time to put it 
together. 

Regards, 

Steven 

Yaroze Homepage: http://www.netyaroze-europe.com/~slewis 


ICQ Number: 40785589 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
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glish/000 


english/0 
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news: 7ucnf4$dq65@chuka.playstation.co.uk... 


> As I said (well deep in a thread somewhere ;) I've made a form which will 
> let us collect everyone's info, and then I'll work on presenting it in the 
> form of a website, a bit like DEnnis' list. Anyway, I need to know all the 
> info we want to collect, but have put together an early prototype, to give 
> an idea of what's going on. You can find it at: 

> http://www.netyaroze-europe.com/~rprince/listform.html 

> Please e-mail me (or reply to this post) with any constructive criticism. 
> 

> Cheers 

> Rikki 

> 

> 


3994 


—-MESSAGE FILE 6185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04909 


T 


--MESSAGE FILE 6186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004910 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Mon, 18 Oct 1999 00:24:45 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <7udlrv$ng03@chuka.playstation.co.uk> 


References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udlud$dq69@chuka.playstation.co. 


uk> <7ud9il$dq610@chuka.playstation.co.uk> 
NNTP-Posting-Host: ad13-s15-204-30.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I agree good job!!! Mind you I laughed at myself today when I filled it 
out 

> only to read that it's not active yet!!!! 

Never mind, I did that too 


Cheers, 


Tom 


—-MESSAGE FILE 6186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04910 


—-MESSAGE FILE 6187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004911 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Mon, 18 Oct 1999 11:02:07 +0200 
Organization: DEbri 

Lines: 15 

Message-ID: <ldzufn5.lagl7ub1172cbaN@al-88-104.a1l.nl> 
References: <7uau9uSdv42@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Scott Ward <scott.ward6@virgin.net> wrote: 


With the new injection of interest in the Yaroze scene there are a number of 
us Yarozers that are thinking of starting a group(s) in an attempt to create 
something a little special and keep the whole Yaroze project *alive*. 

At the moment it's all just ideas and stuff but it'd be nice to know how 
many of you would be interested in this sort of thing. 


V V V V V 
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This is what Team Parc is about as well... But it seems that there is a 
lack of intresse.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04911 


—-MESSAGE FILE 6188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004912 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Mon, 18 Oct 1999 11:02:09 +0200 

Organization: DEbri 

Lines: 26 

Message-ID: <ldzufv5.1indd6éyr13z4ssgN@al-88-104.a1l.nl> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Donal O'Duibhir <oduibhir@indigo.ie> wrote: 


> Name: 
DEnnis Brinkhuis (~madmac) 


> Age: 
24 (20-03-75) 


> Occupation: [work] [student/course] 
Student Interaction Design (MA last year) 


> Length of time owning Yaroze: 
about 2 years 


> Any useful utlities you have written or complete games: 
Lot's of projects, only DOWN is finished.. 


> 
> Email address: 
macsuppor@al.nl 


> Web page: [both yaroze and personal] 

~madmac 

~parc 

http://come.to/debri 

http://go.to/teamparc 

—-MESSAGE FILE 6188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04912 


—-MESSAGE FILE 6189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004913 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle demo 

Date: Mon, 18 Oct 1999 13:01:15 +0100 

Organization: Max Studios 

Lines: 51 
Message-ID: <380BOCOB.289B66BF@which.net> 
References: <7udlasS$dqé68@chuka.playstation.co.uk> 
NNTP-Posting-Host: p51-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 8661440E25CF265D8B6FFBDF" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 
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This is a multi-part message in MIME format. 
8661440E25CF2 65D8B6FFBDF 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Cheers Tom your one cool guy, this will go into my tutorial again and your name 
will be in the credits my friend. 


Max 


Tom wrote: 


Name: Particle.zip 
Particle.zip Type: Zip Compressed Data (application/x-zip-—compressed) 
Encoding: x-uuencode 


> Hi there, 

> 

> I know that, strictly speaking, this should go on the demos newsgroup but 

> seeing as my last mini project ended up here, I thought I'd post the new one 
> here too. Once I've done a site redesign (I've just found out how crap my 

> current one looks on Netscape) I'll put all the demos on the page. 'Till 

> then, just download the attachment and try it out. If you've got any 

> questions or comments please just reply to the thread so I don't answer the 
> same question over and over. 

> 

> Cheers, 

> 

> Tom 

> 

> 

> 

> 


8661440E25CF265D8B6FFBDF 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


8661440E25CF2 65D8B6FFBDF-- 


—-MESSAGE FILE 6189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04913 


—-MESSAGE FILE 6190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004914 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle demo 

Date: Mon, 18 Oct 1999 12:31:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <380b1307.10896037@news.playstation.co.uk> 
References: <7udlasS$dq68@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 
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I have a comment actually... 

" WOW " ` 

Steven 


On Sun, 17 Oct 1999 18:34:21 -0700, "Tom" <codemonkey@cwcom.net> 
wrote: 


>Hi there, 

> 

>I know that, strictly speaking, this should go on the demos newsgroup but 
>seeing as my last mini project ended up here, I thought I'd post the new one 
>here too. Once I've done a site redesign (I've just found out how crap my 
>current one looks on Netscape) I'll put all the demos on the page. 'Till 
>then, just download the attachment and try it out. If you've got any 
>questions or comments please just reply to the thread so I don't answer the 
>same question over and over. 


> 
>Cheers, 
> 

> Tom 
> 


--MESSAGE FILE 6190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04914 


--MESSAGE FILE 6191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004915 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Mon, 18 Oct 1999 16:18:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <380B3A59.144F08C5@chilternmag.demon.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludSdq69@chuka.playstation.co. 
uk> <7ud9il$dq610@chuka.playstation.co.uk> <7udlrv$ng03@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-69.molybdenum.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


Yeah, 
me too. 
Chris. 
Tom wrote: 
> I agree good job!!! Mind you I laughed at myself today when I filled it 


out 
> only to read that it's not active yet!!!! 


> 
> 
> 
> 
> Never mind, I did that too 
> 
> Cheers, 

> 

> 


Tom 


--MESSAGE FILE 6191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04915 


--MESSAGE FILE 6192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004916 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: HELP 

Date: Mon, 18 Oct 1999 16:24:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <380B3BA5. 92B6358E@chilternmag.demon.co.uk> 
References: <7udhvhS$ng01@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-69.molybdenum.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Oh, the problems, 
when I fist got the Yaroze I had to go through these and I'll try and remember 
some... 


Donal O'Duibhir wrote: 
OK this sounds really sad but I'm running out of ideas! 


After starting to get involved in the newsgroups I finally sat down to code 
and after 3 months of not touching the Yaroze it will now not connect to my 
PCr 


N.B. it was connecting fine! 


First I get: 


Connection failed status 335646140 
Playstation has generated exception at instruction address 0x0 
Disconnected 


then 


Connection failed status 469863868 
Playstation has generated exception at instruction address 0x0 
Disconnected 


I'm connecting on Coml, I hypertrm'd to it and it's kinda garbelled when you 
type. 

I re-installed Codewarrior. 

I checked all the connections. 

Yaroze booting fine, reading access card + memory card O.K. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


I re-installed Coml 


have you tryed COM2? 


> 

> 

> No programs running that would open port or interfere. 

> 

> The only thing I can think of is that I used my yaroze during the summer 
> with my link cable and other playstation and maybe that re-wrote some 

> permission on the playstation port, some kind of master slave thing! 
Nah, 

I play link up Red Alert with my brother all the time... 


Could be Windows? doubt it though as it seems to get a response from the 
Yaroze, just not the right one! 


Siocons has some weird extra characters when I run it and try and get a 
prompt! 


VVVVVVVV 
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try having a look at the djsetup.bat file and your autoexec.bat ,and check it 
all with the red start up book. 

I dunno, feel like a twat! 

Any ideas before I mail help@netyaroze-europe.com 


[ God I'd hate to think it was bust, or I invalidated my warranty! ] 


Donal, feeling helpless and alone (:-b)+< 


Regards, 
Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


VVVVVVVVVVVVVVV VV VV VV 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 
\ / 
Hope that helps.. If it doesn't I'll have a look around and see what else I can 


find.. 


—-MESSAGE FILE 6192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04916 


—-MESSAGE FILE 6193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004917 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Mon, 18 Oct 1999 16:30:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7ufedr$s9gl@chuka.playstation.co.uk> 

References: <7ucnf4Sdq65@chuka.playstation.co.uk> <7udludSdq69@chuka.playstation.co. 
uk> <7ud9ilS$dq610@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en138-228.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I agree good job!!! Mind you I laughed at myself today when I filled it 
out 
> only to read that it's not active yet!!!! 


Sorry about that. I suppose I should have put the note at the top, but it 
was a great marketing move to make you all read through and consider your 
answers, so I would get better feedback ;) 


> Mind you the thread list is handy as a quick reference, but the form 
kicks 

> ass. 

> Will you get it to update a page on the fly or update it yourself every so 
> often? 


I suppose it would be better to have a self updating list, as then it would 
make it easier to write a script to search it all, but I haven't got a clue 
how to write CGI perl or anything Web related, so my only option would be to 
set-up a guestbook, but that would allow multiple entries from everyone. 
Ideally I'd need to have something like on the NY homepage, where it gets 
rid of your last entry and replaces it with your new one, but then you would 
have to input all your info each time you progress in a project, so I'd need 
to allow each person to check all the info they have currently got, and 
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change what they want. As I say, I haven't got the slightest clue how to do 
that, so I'm planning on manually updating it, though I'm writing a very bad 
and inefficient utility in VB which I can just paste the e-mail into, and 
then it outputs a .html file (hopefully, I'm pretty useless at VB, and I've 
only got VB 4.0 learning edition, so I can't make .exe files, but it should 
speed everything up and keep it all standard. I'll activate the form once 
I've finished the utility and tested it a bit. Should be this week, maybe 
even tonight, but I've got a week off school next week so I'll have it up 
and running for definite then. 


Anyway, one thing I want to know is about the colours. Who thinks they 
should be changed? Andrew Murray sent me a suggested form, with a few things 
updated, and the colours changed. You can view it here: 

http: //www.netyaroze-europe.com/~rprince/listform2.html 


Any thoughts on it? (Submissions still not allowed ;) 


Rikki 


—-MESSAGE FILE 6193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04917 


—-MESSAGE FILE 6194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004918 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Mon, 18 Oct 1999 16:39:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7ufevp$s9g2@chuka.playstation.co.uk> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en138-228.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Name: 

Rikki Prince (~rprince) 

> Age: 

15 

> Occupation: [work] [student/course] 


Student - GCSE course 

> Length of time owning Yaroze: 

About 9-10 months I think. Since last Christmas at least. 
> Any useful utlities you have written or complete games: 


Errr.... a sprite viewer and 'Noughts and Crosses' doesn't count does it? :) 
I've been strugling with a bomberman clone for ages, mainly due to trying to 
work out how to do it with maximum flexibilty, so anyone can make different 
maps with different bombermen and sounds etc. Anyway, I've been working on 
wrapper funtions at the mo. I've done a basic 2d graphics one, with most of 
the stuff (though I'm going to update the GsBG intialisation function). I 
don't know whether to do a pad one or not, as there are plenty of good ones 
available, and I haven't got a clue how they work with so much 
functionality. Anyway, this is going further than the question wanted, so 
I'll shut up now and go and eat dinner :) 


> 
> Email address: 
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netyaroze@rprince.dircon.co.uk 
> Web page: [both yaroze and personal] 


http://www.netyaroze-europe.com/~rprince 
Personal one isn't online, coz it doesn't exist... 


> 
> Regards, 

> 

> Donal O'Duibhir 


Rikki 


—-MESSAGE FILE 6194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04918 


—-MESSAGE FILE 6195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004919 

Path: chuka.playstation.co.uk!news 

From: Peter Miller <ptm97@doc.ic.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Mon, 18 Oct 1999 17:09:55 +0100 

Organization: Department of Computing, Imperial College, London 
Lines: 17 

Message-ID: <380B4653.DB8E5F9@doc.ic.ac.uk> 

References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: active47.doc.ic.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


DT s; 


Name: Peter Miller 
Age: 20 
Occupation : Maths and Computer Science Bsc 3rd Year Imperial College London 


Length of time owning Yaroze : Urm, almost a year now I think 


Useful things: nothing finished, I am coding a game, its just things always get 
in the way 


E-mail: ptm97@doc.ic.ac.uk 


Web page: nope 


—-MESSAGE FILE 6195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04919 


—-MESSAGE FILE 6196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004920 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: HELP 
Date: Mon, 18 Oct 1999 17:14:06 +0100 
Organization: Max Studios 
Lines: 100 
Message-ID: <380B474E.C146EF90@which.net> 
References: <7udhvhS$ng01@chuka.playstation.co.uk> 
NNTP-Posting-Host: p262-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" F52F2459B1209F631B9F65FA" 
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X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
F52F2459B1209E631B9F65FA 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


I recommend trying as chris said if you have a free port try that first but you 
eventually want to get it working. Chech that you have not got the memory card 
for baud rate in then restart siocons without any arguments. If that does not 
work then I don't have a clue. Mr Bain kindly helped me with my setup and I got 
it working first time. 


Donal O'Duibhir wrote: 
OK this sounds really sad but I'm running out of ideas! 


After starting to get involved in the newsgroups I finally sat down to code 
and after 3 months of not touching the Yaroze it will now not connect to my 
Pius 


N.B. it was connecting fine! 


First I get: 


Connection failed status 335646140 
Playstation has generated exception at instruction address 0x0 
Disconnected 


then 


Connection failed status 469863868 
Playstation has generated exception at instruction address 0x0 
Disconnected 


I'm connecting on Coml, I hypertrm'd to it and it's kinda garbelled when you 
type. 

I re-installed Codewarrior. 

I checked all the connections. 

Yaroze booting fine, reading access card + memory card O.K. 


I re-installed Coml 

No programs running that would open port or interfere. 

The only thing I can think of is that I used my yaroze during the summer 
with my link cable and other playstation and maybe that re-wrote some 


permission on the playstation port, some kind of master slave thing! 


Could be Windows? doubt it though as it seems to get a response from the 
Yaroze, just not the right one! 


Siocons has some weird extra characters when I run it and try and get a 
prompt | 


I dunno, feel like a twat! 
Any ideas before I mail help@netyaroze-europe.com 
[ God I'd hate to think it was bust, or I invalidated my warranty! ] 


Donal, feeling helpless and alone (:-b)+< 


Regards, 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Donal O'Duibhir 
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> 

> "Do not dwell in the past, do not dream of the future, concentrate the mind 
> on the present moment." - Buddha 

> 

> / \ 

> Mailto: oduibhir@indigo.ie 

> Web : http://indigo.ie/~nodecity | 

> \ / 


F52F2459B1209F631B9F65FA 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


F52F2459B1209E631B9F65FA-—- 


—-MESSAGE FILE 6196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04920 


—-MESSAGE FILE 6197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004921 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Active Members List 
Date: Mon, 18 Oct 1999 17:16:45 +0100 
Organization: Max Studios 
Lines: 74 
Message-ID: <380B47EC.EBCA08B7@which.net> 
References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p262-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 85A24A776A88A4E6BD195BCC" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


T 


This is a multi-part message in MIME format. 
85A24A776A88A4E6BD195BCC 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


E-mail Net Yaroze team if they are still about then ask them if you could use 
the script or a modified version. 


Max 
Rikki Prince wrote: 


> I agree good job!!! Mind you I laughed at myself today when I filled it 
out 
> only to read that it's not active yet!!!! 


Sorry about that. I suppose I should have put the note at the top, but it 
was a great marketing move to make you all read through and consider your 


> 
> 
> 
> 
> 
> 
> answers, so I would get better feedback ;) 
> 
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> Mind you the thread list is handy as a quick reference, but the form 
kicks 

> ass. 

> Will you get it to update a page on the fly or update it yourself every so 
> often? 


> 
> 

> 

> 

> 

> 

> I suppose it would be better to have a self updating list, as then it would 
> make it easier to write a script to search it all, but I haven't got a clue 
> how to write CGI perl or anything Web related, so my only option would be to 
> set-up a guestbook, but that would allow multiple entries from everyone. 

> Ideally I'd need to have something like on the NY homepage, where it gets 

> rid of your last entry and replaces it with your new one, but then you would 
> have to input all your info each time you progress in a project, so I'd need 
> to allow each person to check all the info they have currently got, and 

> change what they want. As I say, I haven't got the slightest clue how to do 
> that, so I'm planning on manually updating it, though I'm writing a very bad 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


and inefficient utility in VB which I can just paste the e-mail into, and 
then it outputs a .html file (hopefully, I'm pretty useless at VB, and I've 
only got VB 4.0 learning edition, so I can't make .exe files, but it should 
speed everything up and keep it all standard. I'll activate the form once 
I've finished the utility and tested it a bit. Should be this week, maybe 
even tonight, but I've got a week off school next week so I'll have it up 
and running for definite then. 


Anyway, one thing I want to know is about the colours. Who thinks they 
should be changed? Andrew Murray sent me a suggested form, with a few things 
updated, and the colours changed. You can view it here: 

http: //www.netyaroze-europe.com/~rprince/listform2.html 


Any thoughts on it? (Submissions still not allowed ;) 
Rikki 


85A24A776A88A4E6BD195BCC 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


85A24A776A88A4E6BD1 95BCC-—- 


—-MESSAGE FILE 6197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04921 


—-MESSAGE FILE 6198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004922 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP 

Date: Mon, 18 Oct 1999 18:19:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <380B56BA. 65FBB582@chilternmag.demon.co.uk> 

References: <7udhvh$ng01l@chuka.playstation.co.uk> <380B474E.C146EF90@which.net> 
NNTP-Posting-Host: modem-74.hydroxybutyrate.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Andrew Murray wrote: 


> I recommend trying as chris said if you have a free port try that first but you 
> eventually want to get it working. Chech that you have not got the memory card 
> for baud rate in then restart siocons without any arguments. If that does not 

> work then I don't have a clue. Mr Bain kindly helped me with my setup and I got 
> it working first time. 


yeah, 

look and see if the baud rate specified in djsetup is the same as the one on your 
memory card. 

If you use PScomUtil go in the the options and look there, if you re-installed 
codewarrior you might have reset it to 9600. 


—-MESSAGE FILE 6198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04922 


—-MESSAGE FILE 6199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004923 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle demo 

Date: Mon, 18 Oct 1999 18:53:16 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7ufmp3$s9g3@chuka.playstation.co.uk> 

References: <7udlasS$dq68@chuka.playstation.co.uk> <380b1307.10896037@news.playstatio 
n.co.uk> 
NNTP-Posting-Host: adl1-s15-200-16.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Why thank you. 
Cheers, 


Tom 


-—-MESSAGE FILE 6199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04923 


—-MESSAGE FILE 6200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004924 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Mon, 18 Oct 1999 20:34:05 +0100 

Organization: Netcom member 

Lines: 6 

Message-ID: <380B762D.4A2CB55E@netscapeonline.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1-—88-104 
-al.nl> 

NNTP-Posting-Host: userab77.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


It's that very interest that we are looking to rekindle, hopefully it will spread 
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throughout the Yaroze scene and benifit us all, 


The CHIEF 


—-MESSAGE FILE 6200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04924 


—-MESSAGE FILE 6201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004925 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games testing 

Date: Mon, 18 Oct 1999 22:23:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <380B8FE2.1C93500F@bigfoot .com> 

References: <37FF9A18.74FF6253@chilternmag.demon.co.uk> <37FFBDE3.C579BD5@breathemai 
l.net> <3805FA91.CCO568F@chilternmag.demon.co.uk> 

NNTP-Posting-Host: VIP-205-145.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Cheers for playing it! 

<p>The OpenGl has kind of backgrounds! Or at least I draw a green square 
under the board and blue ones around it for grass and sky. We (me the programmer 
and te 2 artists) didn't have time to draw and/or implement nice backgrounds. 
<p>I'll work on the instructions, I have a feeling I did them as a rushed 
afterthough; ) 

<p>Al 

<p>p.s. expect to hear from me soon when I need help ;) 

<p>Chris Wallace wrote: 

<blockquote TYPE=CITE>Right, 

<br>I've had a quick look at it... 

<br>It's realy quite good, well I'd be pleased with it, although I do think 
it 

<br>needs a background and some better instructions, because I wasn't all 
sure 

<br>of what I was doing. 

<p>Next time you update it, tell me and I'll have anouther look. 

<p>Al wrote: 

<p>> Hi, my game is at 

<br>> 

<br>> <a href="http://www.netyaroze-europe.com/~admars/">http://www.netyaroze-europe 
.com/~admars/</a> 

<br>> 

<br>> It's a kind of 3D Tetris build a tower type game, which is not at 

all 

<br>> finished. Well the basic game is pretty much done, but i need to 

do the 

<br>> front end. There's an OpenGL version there also. 

<br>> 

<br>> Cheers 

<br>> 

<br>> Al 

<br>> 

<br>> Chris Wallace wrote: 

<br>> > 
<br>> > Hey, If anyone wants a second opinion on a game, I'm always (nearly) 
<br>> > available to have a look. 

<br>> > If you want help e-mail me at chrisw@blycroft.freeserve.co.uk 

<br>> > 

<br>> >&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp 
; &nbsp; énbsp; énbsp; 

Chris Wallace. 

<br>> 
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<br>> -- 

<br>> <a href="http://www.geocities.com/SunsetStrip/Palms/3657/">http://www.geocitie 
s.com/SunsetStrip/Palms/3657/</a> 

<br>> music 'n' computers 'n' piercing 'n' stuff</blockquote> 

</html> 


-—-MESSAGE FILE 6201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04925 


—-MESSAGE FILE 6202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004926 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com <NO SPAM>> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: 18 Oct 1999 21:51:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01bf19b2$74370860$709124c3@pal-—s-—omnibook> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: Aubervilliers-—3-112.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


> Name: 
pal 


> Age: 
25 


> Occupation: [work] [student/course] 
student 


> Length of time owning Yaroze: 
2 years 3 months... 


> Any useful utlities you have written or complete games: 
..-absolutely nothing ! Well, nothing complete, that is... 


> Email address: 
palpalpalpal@hotmail.com 


> Web page: [both yaroze and personal] 
none yet 


—-MESSAGE FILE 6202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04926 


—-MESSAGE FILE 6203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004927 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Mon, 18 Oct 1999 23:07:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7ug5m9Ss9g4@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCA08B7@which.net> 

NNTP-Posting-Host: th-gt143-028.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> E-mail Net Yaroze team if they are still about then ask them if you could 
use 

> the script or a modified version. 

> 

> Max 
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Can we use CGI scripts on individual NY homepages? Would we have to have the 
script hosted somewhere else on the server (I'm don't know much about CGI 
scripting and the like)? I suppose it would be best as part of the main 
site, maybe another option on the members list. 


I suppose, doing it manually means I can track people down and check the 
progress of projects, without the member having to remember themselves to do 
it: 


Rikki 


--MESSAGE FILE 6203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04927 


--MESSAGE FILE 6204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004928 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Tue, 19 Oct 1999 10:35:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7uhebj$82il@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilS$dq610@chuka.playstation.co.uk> <7ufedrSs9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ug5m9$s9g4@chuka.playstation.co.uk> 

NNTP-Posting-Host: ts99-509.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


You'd have to have the script running on the yaroze server. They would have 
to give you permission to upload your script and have support for it though. 


Perl or cgi would probably be the main thing to use, and if the yaroze team 
is still around why don't we ask if they would add a section of active 
members in the home pages section, with Rikki's layout and specs. 


—-MESSAGE FILE 6204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04928 


—-MESSAGE FILE 6205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004929 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Prerendered backdrop style 3D engine 

Date: Tue, 19 Oct 1999 11:35:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <380C496C.2D938EEB@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1415 scee.yaroze.f 
reetalk.english: 4929 


Hi 
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I was wondering what might be involved in creating a 3D engine that used 
prerendered backdrops, as in Resident Evil etc. 


Seems to me that this is harder than a realtime 3D engine (Tomb Raider 
etc), because you would need to take your prerendered backdrop and slice 
it up so that characters could walk around the scene realistically (i.e 
move behind and in front of wall, cars, pillars and so on). Also, you 
would need 'invisible' 3D objects to act as bounding areas for each 
"slice' of the backdrop. 


Has anyone tried this or got tips on how to start, sample code etc 
Thanks in advance 
Phil 


—-MESSAGE FILE 6205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04929 


-—-MESSAGE FILE 6206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004930 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP 

Date: Tue, 19 Oct 1999 11:44:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7uhicm$82i2@chuka.playstation.co.uk> 

References: <7udhvh$ng01l@chuka.playstation.co.uk> <380B474E.C146EF90@which.net> <380 
B56BA. 65FBB582@chilternmag.demon.co.uk> 

NNTP-Posting-Host: ts99-477.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


No joy as of yet, mailing Bain dude, + then may re-install Windows just in 
case something somewhere has ben re-written that I can't get at! 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 

news: 380B56BA. 65FBB582@chilternmag.demon.co.uk... 

> 

> 

> Andrew Murray wrote: 

> 

> > I recommend trying as chris said if you have a free port try that first 
but you 

> > eventually want to get it working. Chech that you have not got the 
memory card 

> > for baud rate in then restart siocons without any arguments. If that 
does not 

> > work then I don't have a clue. Mr Bain kindly helped me with my setup 
and I got 

> > it working first time. 

> 

> yeah, 

> look and see if the baud rate specified in djsetup is the same as the one 
on your 

> memory card. 

> If you use PScomUtil go in the the options and look there, if you 
re-installed 

> codewarrior you might have reset it to 9600. 

> 

> 
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-—-MESSAGE FILE 6206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04930 


—-MESSAGE FILE 6207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004931 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 
Date: Tue, 19 Oct 1999 17:45:25 +0100 
Organization: Max Studios 
Lines: 69 
Message-ID: <380CA025. 95BFO8C9@which.net> 
References: <380C496C.2D938EEB@easynet.co.uk> 
NNTP-Posting-Host: pl186-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 420115B9AA4752CBFCCAD48D" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1416 scee.yaroze.f 
reetalk.english:4931 


This is a multi-part message in MIME format. 
420115B9AA4752CBFCCAD48D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I would imagine this could be quite easy, only thing is you might not have 
enough memory for all the images you want, I recon with 320x240 8bit colour 
you will get about 4 scenes and 5 may be pushing it. However you could use 
it 3 scenes at a time and after you finish one you could move onto the next 
or something by uploading them separately. 


Technically though: 


Create a bounding box kind of area (source code can be found quite freely on 
the NY demos hub) around where you want the player to be within, I recommend 
starting easy then add things like cars and fences later. Think about where 
you would want the bounding box and visulise it then., code! You could use 
arrays, ie: 


int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
do for a wall in the z axis then change for the x and y axis eg: int 
boundry_wall[x,y,xpos]*/ 


Simple and the way you implement it is completly up to you. Check the demo 
code hub though. 


Philip Gooch wrote: 


> Hi 

> 

> I was wondering what might be involved in creating a 3D engine that used 
> prerendered backdrops, as in Resident Evil etc. 

> 

> Seems to me that this is harder than a realtime 3D engine (Tomb Raider 

> etc), because you would need to take your prerendered backdrop and slice 
> it up so that characters could walk around the scene realistically (i.e 
> move behind and in front of wall, cars, pillars and so on). Also, you 

> would need 'invisible' 3D objects to act as bounding areas for each 

> 'slice' of the backdrop. 

> 

> Has anyone tried this or got tips on how to start, sample code etc 

> 

> Thanks in advance 

> 

> Phil 


420115B9AA4752CBFCCAD48D 


Net Yaroze newsgroups message dump.txt Page 4011 


Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


420115B9AA4752CBFCCAD48D-—- 


—-MESSAGE FILE 6207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04931 


—-MESSAGE FILE 6208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004932 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Tue, 19 Oct 1999 18:47:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7uibelS6vl@chuka.playstation.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1l-88-104 
-al.nl> <380B762D. 4A2CB55E@netscapeonline.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


So Marc you wish to form an alliance..... hmm.... 
Why not...count me in. 
Aaron. 


blaisetech@yahoo.com 
http://www.blaisetech.webprovider.com 


PS: Marc what happened with the piss up??? 


—-MESSAGE FILE 6208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04932 


—-MESSAGE FILE 6209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004933 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Tue, 19 Oct 1999 19:43:01 +0100 

Organization: Netcom member 

Lines: 13 

Message-ID: <380CBBB5.29413F0A@netcomuk.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1-—88-104 
-al.nl> <380B762D. 4A2CB55E@netscapeonline.co.uk> <7uibelS6vl@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: dialup-01-59.netcomuk.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-Language: en-GB,en 


Did I not mail you back on the piss-up? Sorry if not, I thought I had, 
but we should definately get together in the new year. I hear there are 
a few Yarozers in London, so maybe it could be a big thing. 


As for the team, as soon as we get the final details down, I will be 
mailing everyone interested to let you all know more. Thanx for the 
interest, 


See Ya, 
The CHIEF 


—-MESSAGE FILE 6209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04933 


—-MESSAGE FILE 6210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004934 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Frustration 

Date: Tue, 19 Oct 1999 21:21:00 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <ldzxxpu.lliqjo0lbtw710N@[194.151.88.143]> 

References: <7tfcl4$g7pl@chuka.playstation.co.uk> <7tglv9Sict2@chuka.playstation.co. 
uk> <37FD0E04.B71BC65E@netscapeonline.co.uk> <37FE5785.28E2F75C@chilternmag.demon.co 
-uk> <7tm62cS$b6rl1l@chuka.playstation.co.uk> <7ttccg$dall@chuka.playstation.co.uk> <38 
0383f£9.7090574@www.netyaroze-europe.com> <7u0jit$761@chuka.playstation.co.uk> <3804b 
ee2 .5144281@www.netyaroze-europe.com> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 
> Alternately, anyone interested in a Cambridge Yaroze Meet - sometime 


> in early 2000..? ;-) 


make it worth comming over for and I'll try to find a place to sleep and 
come over as well. 


I actually wanted to do a meet as well, of about a week.... At my place 
in Holland!!! There can at least sleep 8 people in my appartment! I have 
a couple of computers and can arange more. I also have 2 tv's and again 
I can arrange more!! 


Is there any intresse for that? Sleeping is free, you do need to share 
in food and drinks, but at least Holland is supposed to be cheaper than 
the UK.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04934 


—-MESSAGE FILE 6211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004935 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Tue, 19 Oct 1999 21:21:32 +0200 

Organization: DEbri 
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Lines: 6 

Message-ID: <ldzxxw8.2c9ryo192188wN@[194.151.88.143]> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1l-—88-104 
-al.nl> <380B762D. 4A2CB55E@netscapeonline.co.uk> <7uibelS6vl1l@chuka.playstation.co.uk 
> <380CBBB5.29413F0A@netcomuk.co.uk> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 


So there is going to be another big team? 


Till then, everybody with intresse to join Team Parc, please mail me at 
macsuppor@al.nl 


DEnnis.. 
-—-MESSAGE FILE 6211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04935 


—-MESSAGE FILE 6212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004936 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Tue, 19 Oct 1999 21:14:36 +0100 

Organization: Netcom member 

Lines: 14 

Message-ID: <380CD12C.F58C3671@netcomuk.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1-—88-104 
-al.nl> <380B762D.4A2CB55E@netscapeonline.co.uk> <7uibelS6vl@chuka.playstation.co.uk 
> <380CBBB5.29413F0A@netcomuk.co.uk> <ldzxxw8.2c9ryo192188wN@[194.151.88.143]> 
NNTP-Posting-Host: dialup-14-52.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-Language: en-GB,en 


I hope so, this should increase interest for both of us and show what the 
Yaroze can do :) 


The CHIEF 


DEnnis Brinkhuis wrote: 


So there is going to be another big team? 


Till then, everybody with intresse to join Team Parc, please mail me at 
macsuppor@al.nl 


VV V V V V 


DEnnis.. 


—-MESSAGE FILE 6212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04936 


-—-MESSAGE FILE 6213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004937 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Wed, 20 Oct 1999 00:05:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <380CF93B.294207E8@bigfoot .com> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-214-242.vip.uk.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 
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> Name: 

Alan Marshall 
> Age: 

24 


> Occupation: [work] [student/course] 


Unemployed (just finished MSc at Bmouth) looking for work as game 
programmer 


> Length of time owning Yaroze: 
8 months 
> Any useful utlities you have written or complete games: 


Errr, incomplete PC and PSX game : ( 


I suppose I wrote a little util to display a TMD which kets you rotate 
it round all 3 axis and translate it forward and backwards 


> 
> Email address: 


admars32@bigfoot.com 
> Web page: [both yaroze and personal] 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
http://www.netyaroze-europe.com/~admars 

—-MESSAGE FILE 6213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04937 


—-MESSAGE FILE 6214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004938 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Wed, 20 Oct 1999 09:30:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <380D7D88.F8FC5E5@easynet.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1417 scee.yaroze.f 
reetalk.english: 4938 


Yes, it would be easy to merely use the backdrop as a backdrop and just have a 
predefined bounding area for each screen. But I was thinking more along the 
lines of a more 'interactive' backdrop, where you can move behind and in front 
of various parts of it (such as tables, chairs, stairs etc) and this would be a 
pain, because you would have to slice up the background image then. 


I guess this is how it must be done. 
Phil 
Andrew Murray wrote: 


> I would imagine this could be quite easy, only thing is you might not have 
> enough memory for all the images you want, I recon with 320x240 8bit colour 
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you will get about 4 scenes and 5 may be pushing it. However you could use 
it 3 scenes at a time and after you finish one you could move onto the next 
or something by uploading them separately. 


Technically though: 


Create a bounding box kind of area (source code can be found quite freely on 
the NY demos hub) around where you want the player to be within, I recommend 
starting easy then add things like cars and fences later. Think about where 
you would want the bounding box and visulise it then., code! You could use 
arrays, ie: 


int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
do for a wall in the z axis then change for the x and y axis eg: int 
boundry_wall[x,y,xpos]*/ 


Simple and the way you implement it is completly up to you. Check the demo 
code hub though. 


VVVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 6214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04938 


-—-MESSAGE FILE 6215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004939 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Wed, 20 Oct 1999 10:57:11 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <ldzyzob.hqvh7dlfv3n96N@[194.171.204.57]> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1l-—88-104 
-al.nl> <380B762D.4A2CB55E@netscapeonline.co.uk> <7uibelS6vl@chuka.playstation.co.uk 
> <380CBBB5.29413F0A@netcomuk.co.uk> <ldzxxw8.2c9ryo192188wN@[194.151.88.143]> <380C 
D12C.F58C3671@netcomuk.co.uk> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


thechief666 <mlambert@netcomuk.co.uk> wrote: 


> I hope so, this should increase interest for both of us and show what the 
> Yaroze can do :) 


The CHIEF 


V V V V 


I hope we can work together sometimes.. May we get the best out of our 
NY; 


Whats going on at SCEE?!?! They are very quiet. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 6215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04939 


-—-MESSAGE FILE 6216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004940 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Wed, 20 Oct 1999 11:31:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <380da7b7.180032503@news.playstation.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> <380D7D8 
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8. F8FC5E5@easynet.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1418 scee.yaroze.f 
reetalk.english:4940 


Well, also, if you use an ‘interactive' backdrop like that, you can't 
be planning on moving the view point at all, right? (After all, 
backdrops are "thin", when viewed from the side... well, you know...) 


Steven 


On Wed, 20 Oct 1999 09:30:00 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>Yes, it would be easy to merely use the backdrop as a backdrop and just have a 
>predefined bounding area for each screen. But I was thinking more along the 
>lines of a more ‘interactive' backdrop, where you can move behind and in front 
>of various parts of it (such as tables, chairs, stairs etc) and this would be a 
>pain, because you would have to slice up the background image then. 

> 

>I guess this is how it must be done. 

> 

>Phil 

> 

>Andrew Murray wrote: 

> 

>> I would imagine this could be quite easy, only thing is you might not have 
>> enough memory for all the images you want, I recon with 320x240 8bit colour 
>> you will get about 4 scenes and 5 may be pushing it. However you could use 
>> it 3 scenes at a time and after you finish one you could move onto the next 
>> or something by uploading them separately. 

>> 

>> Technically though: 

>> 

>> Create a bounding box kind of area (source code can be found quite freely on 
>> the NY demos hub) around where you want the player to be within, I recommend 
>> starting easy then add things like cars and fences later. Think about where 
>> you would want the bounding box and visulise it then., code! You could use 
>> arrays, ie: 

>> 

>> int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
>> do for a wall in the z axis then change for the x and y axis eg: int 

>> boundry_wall[x,y,xpos] */ 

>> 

>> Simple and the way you implement it is completly up to you. Check the demo 
>> code hub though. 

>> 


—-MESSAGE FILE 6216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04940 


—-MESSAGE FILE 6217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004941 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 
Date: Wed, 20 Oct 1999 18:33:12 +0100 
Organization: Max Studios 
Lines: 73 
Message-ID: <380DFCD8.B18940B@which.net> 
References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> <380D7D8 
8. F8FC5E5@easynet.co.uk> 
NNTP-Posting-Host: p61-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" A4AB986A5A7 9EA8A2DC6116E" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
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X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1419 scee.yaroze.f 
reetalk.english:4941 


This is a multi-part message in MIME format. 
A4AB986A5A7 9EA8A2DC6116E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


What I meant was start simple and build up to much more difficult things. Anyway 
you would do exactly the same. Make the invisible boundarys with arrays or whatever 
(there may be better ways!) and just position it where the table would be in the 3D 
world. Easy. 


E-mail me below if you need any other help. 

Max 

mad.max@which.net 

Philip Gooch wrote: 

Yes, it would be easy to merely use the backdrop as a backdrop and just have a 
predefined bounding area for each screen. But I was thinking more along the 
lines of a more 'interactive' backdrop, where you can move behind and in front 
of various parts of it (such as tables, chairs, stairs etc) and this would be a 
pain, because you would have to slice up the background image then. 

I guess this is how it must be done. 


Phil 


Andrew Murray wrote: 


I would imagine this could be quite easy, only thing is you might not have 
enough memory for all the images you want, I recon with 320x240 8bit colour 
you will get about 4 scenes and 5 may be pushing it. However you could use 
it 3 scenes at a time and after you finish one you could move onto the next 
or something by uploading them separately. 


Technically though: 


> 

> 

> 

> 

> 

> 

> 

> 

> Create a bounding box kind of area (source code can be found quite freely on 
> the NY demos hub) around where you want the player to be within, I recommend 
> starting easy then add things like cars and fences later. Think about where 
> you would want the bounding box and visulise it then., code! You could use 
> arrays, ie: 

> 
> 
> 
> 
> 
> 
> 
> 


int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
do for a wall in the z axis then change for the x and y axis eg: int 
boundry_wall[x,y,xpos] */ 


Simple and the way you implement it is completly up to you. Check the demo 
code hub though. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


A4AB986A5A7 9EA8A2DC6116E 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content—-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 
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end:vcard 


A4AB98 6A5A7 9EA8A2DC6116E-- 


—-MESSAGE FILE 6217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04941 


—-MESSAGE FILE 6218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004942 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Wed, 20 Oct 1999 21:51:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <7ulanc$9892@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilS$dq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> <38 
OB47EC .EBCA08B7@which.net> 

NNTP-Posting-Host: modem-107.rhenium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Andrew Murray wrote in message <380B47EC.EBCAO8B7@which.net>... 

>E-mail Net Yaroze team if they are still about then ask them if you could 
use 

>the script or a modified version. 

> 

>Max 

> 

>Rikki Prince wrote: 

> 

>> > I agree good job!!! Mind you I laughed at myself today when I filled it 
>> out 

>> > only to read that it's not active yet!!!! 


Bugger, I just filled it out as well. How about a big DO NOT FILL THIS FORM 
OUT at the start of the page? Incidentally, it's fine, so how about 
activating it? 


Cheers. 
Stuart. 


-—-MESSAGE FILE 6218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04942 


—-MESSAGE FILE 6219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004943 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 

Date: Wed, 20 Oct 1999 23:47:29 +0100 

Organization: Netcom member 

Lines: 9 

Message-ID: <380E4680.9340C663@netcomuk.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al-—88-104 
-al.nl> <380B762D.4A2CB55E@netscapeonline.co.uk> <7uibelS6vl@chuka.playstation.co.uk 
> <380CBBB5.29413F0A@netcomuk.co.uk> <ldzxxw8.2c9ryo192188wN@[194.151.88.143]> <380C 
D12C.F58C3671@netcomuk.co.uk> <ldzyzob.hqvh7d1lfv3n96N@[194.171.204.57]> 
NNTP-Posting-Host: dialup-01-55.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 
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What has happened to George and co? I still haven't heard anything about the 
FameGame yet. 
At least there are still a number of Yarozers about, 


See Ya, 
The CHIEF 


—-MESSAGE FILE 6219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04943 


—-MESSAGE FILE 6220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004944 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Wed, 20 Oct 1999 18:29:02 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <7uljim$9893@chuka.playstation.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> <380D7D8 
8. F8FC5E5@easynet.co.uk> <380DFCD8.B18940B@which.net> 

NNTP-Posting-Host: ABDOC787.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1420 scee.yaroze.f 
reetalk.english:4944 


Actually the Yaroze makes it easy to do (comparatively speaking). You would 
use a dynamic tim type routine that points to the bounding area of the 
backdrop and sort that tim as a sprite (or use it as a texture). That way 
you have the effect of resident evil with only a small amount of problems. 


Does take some tricky programming to get it just right, using objects that 
are very arbitrary in shape. 


Nathan 


—-MESSAGE FILE 6220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04944 


—-MESSAGE FILE 6221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004945 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Boot Disk 

Date: Wed, 20 Oct 1999 18:33:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7ullch$9894@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts99-117.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Why if you can play games on the Yaroze which has to contain the os + 
libraries, do you have to use the boot disk? 

The access card gives us access to write to the 2MB of ram right? 
Does it re-write everything so we can't use F.M.V. 

Just a query? 


Regards, 


Donal O'Duibhir 
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"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


/ ÓN 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

ÓN / 


—-MESSAGE FILE 6221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04945 


-—-MESSAGE FILE 6222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004946 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Boot Disk 

Date: Thu, 21 Oct 1999 07:35:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <380EB41B.BOA9BD2A@chilternmag.demon.co.uk> 
References: <7ullch$9894@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-70.erythromycin.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Donal O'Duibhir wrote: 


Why if you can play games on the Yaroze which has to contain the os + 
libraries, do you have to use the boot disk? 

The access card gives us access to write to the 2MB of ram right? 
Does it re-write everything so we can't use F.M.V. 

Just a query? 


V V V V V V 


Not sure what you meen, but I thought you couldn't use FMV because it took up 
too much space In the ummm.. bit that you load tims into with batch files ( 
can't remember what it's called ). 


Chris Wallace 


Regards, 
Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


/ \ 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


VVVVVVVVVVV VV 


—-MESSAGE FILE 6222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04946 


—-MESSAGE FILE 6223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004947 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Teams/Groups... 
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Date: Thu, 21 Oct 1999 07:38:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <380EB4C9.209B49DD@chilternmag.demon.co.uk> 

References: <7uau9uSdv42@chuka.playstation.co.uk> <ldzufn5.lagl7ub1172cbaN@al1-88-104 
-al.nl> <380B762D. 4A2CB55E@netscapeonline.co.uk> <7uibelS6vl@chuka.playstation.co.uk 
> <380CBBB5.29413F0A@netcomuk.co.uk> <ldzxxw8.2c9ryo192188wN@[194.151.88.143]> ՀՅՑ0Շ 
D12C.F58C3671@netcomuk.co.uk> <ldzyzob.hqvh7d1lfv3n96N@[194.171.204.57]> <380E4680.93 
40C663@netcomuk.co.uk> 

NNTP-Posting-Host: modem-70.erythromycin.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Yeah, 

we haven't had a Yaroze game on the Demo disk for to months, and he said that 
there was going to be 2 games on the issue 50 one. 

kamix and something else I think. 


He'd better be back for next months', he always complains about not having 
enough games to put on it, but he's never there when we send them! 


Chris Wallace 
thechief666 wrote: 
> What has happened to George and co? I still haven't heard anything about the 
> FameGame yet. 


> At least there are still a number of Yarozers about, 


See Ya, 


V V V V 


The CHIEF 


--MESSAGE FILE 6223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04947 


—-MESSAGE FILE 6224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004948 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.ci.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Action Replay 

Date: Thu, 21 Oct 1999 15:20:04 +0100 

Organization: - 

Lines: 11 

Message-ID: <7un7ek$dcll@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've not been paying much attention recently but I do remember someone 
saying that they had the utilities to use the Action Replay to upload the 
code to the Yaroze, I've now got one which I use for screenshots and stuff 
but I'd like to use it for the code and data stuff as well. I can dump the 
Yaroze memory to the PC and upload memory to the Yaroze, but that isn't 
really useful for dumping the code and data into the right places 


Cheers 
Nigel 


—-MESSAGE FILE 6224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04948 


—-MESSAGE FILE 6225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004949 


Net Yaroze newsgroups message dump.txt Page 4022 


Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Thu, 21 Oct 1999 16:54:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7uncveSdcl2@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedr$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ulanc$9892@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt141-011.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Bugger, I just filled it out as well. How about a big DO NOT FILL THIS 
FORM 

> OUT at the start of the page? Incidentally, it's fine, so how about 
activating it? 


Cheers. 
Stuart. 


V AV MN WV 


Sorry again. The updated form with the message at the top and some content 
changes offered by Andrew Murray is now online at 
http://www.netyaroze-europe.com/~rprince/listform.html 


Unfortunately I don't want to activate the form until I've set up the 
displaying form etc. and the page which lets you get to it. I'm working on 
that at the mo, and should have it done and the form active over the 
weekend. I'll announce in here once it's active. 


Rikki 


—-MESSAGE FILE 6225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04949 


-—-MESSAGE FILE 6226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004950 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Active Members List 
Date: Thu, 21 Oct 1999 18:09:58 +0100 
Organization: Max Studios 
Lines: 62 
Message-ID: <380F48E6.50DE1C29@which.net> 
References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ulanc$9892@chuka.playstation.co.uk> <7uncveS$dcl2@chuka. 
playstation.co.uk> 
NNTP-Posting-Host: pl124-bantam-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" F2AA5943525377B33456EA46" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
F2AA5943525377B33456EA46 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Cool I didn't think you would actually listen to my comments but hey thanks 
for the mention, glad to be of service to fellow yarozers, just hope now that 
everybody doesn't turn round and say its crap coz of my suggestions! 


It looks a lot better now, however the Ratings bit is a bit screwed up, I 
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recon the five rating radios should be between the poor and great and not on a 
separate line with great after it some people might not understand it's 
layout. center them in the table as well so that they look neat. 


I suggest that you somehow produce a script that will only keep the most up to 
date information ie like the yaroze homepages section as mentioned earlier in 
the thread. ask the Yaroze team for the script and say it's for a good cause. 


Max 

Rikki Prince wrote: 
> Bugger, I just filled it out as well. How about a big DO NOT FILL THIS 
FORM 


> OUT at the start of the page? Incidentally, it's fine, so how about 
activating it? 


> 
> 
> Cheers. 

> Stuart. 

changes offered by Andrew Murray is now online at 
http://www.netyaroze-europe.com/~rprince/listform.html 


Unfortunately I don't want to activate the form until I've set up the 
displaying form etc. and the page which lets you get to it. I'm working on 
that at the mo, and should have it done and the form active over the 
weekend. I'll announce in here once it's active. 


> 
> 

> 

> 

> 

> 

> 

> 

> Sorry again. The updated form with the message at the top and some content 
> 

> 

> 

> 

> 

> 

> 

> 

> 


Rikki 


F2AA5943525377B33456EA46 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


F2AA5943525377B33456EA46-—- 


—-MESSAGE FILE 6226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04950 


—-MESSAGE FILE 6227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004951 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Boot Disk 

Date: Thu, 21 Oct 1999 17:35:30 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <7uo4qdS$kt11@chuka.playstation.co.uk> 
References: <7ullch$9894@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98ACA9D0.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The boot disk has the other end of the siocons program on it (The CIP). 
Without it, siocons wouldn't work and the Yaroze wouldn't know how to read 
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your code. FMV was withheld from the libs to keep it a hobby system. The 
access card is read by the CIP program and it gives you the access to 
download files, but doesn't hold the key to the ram directly. CIP just 
searches the access card for the correct string (or whatever) and will 
continue running if it is read. 


Nathan 


—-MESSAGE FILE 6227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04951 


—-MESSAGE FILE 6228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004952 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay 

Date: Thu, 21 Oct 1999 17:36:27 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7uo4s5$kt12@chuka.playstation.co.uk> 
References: <7un7ekS$dcll@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98ACA9D0.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Look on Craig Graham's web site 


Nathan 


-—-MESSAGE FILE 6228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04952 


—-MESSAGE FILE 6229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004953 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Fri, 22 Oct 1999 09:18:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <38101DDC.901337D4@easynet.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> <380D7D8 
8.F8FC5E5@easynet.co.uk> <380DFCD8.B18940B@which.net> <7uljim$9893@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1421 scee.yaroze.f 
reetalk.english: 4953 


Hmm, yes, this should work. Might give it a try. 

Thanks 

Phil 

Nathan Miller wrote: 

Actually the Yaroze makes it easy to do (comparatively speaking). You would 
use a dynamic tim type routine that points to the bounding area of the 
backdrop and sort that tim as a sprite (or use it as a texture). That way 


you have the effect of resident evil with only a small amount of problems. 
Does take some tricky programming to get it just right, using objects that 


V V V V V 
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> are very arbitrary in shape. 
> 
> Nathan 


—-MESSAGE FILE 6229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04953 


-—-MESSAGE FILE 6230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004954 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Fri, 22 Oct 1999 16:49:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <7uql7r$m4k1@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ulanc$9892@chuka.playstation.co.uk> <7uncveSdcl2@chuka. 
playstation.co.uk> <380F48E6.50DE1C29@which.net> 

NNTP-Posting-Host: th-en139-117.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Cool I didn't think you would actually listen to my comments but hey 
thanks 

> for the mention, glad to be of service to fellow yarozers, just hope now 
that 

> everybody doesn't turn round and say its crap coz of my suggestions! 


Well I had to change the colours, as I admit I didn't like it. It was just I 
needed to put something there to start with. 


> It looks a lot better now, however the Ratings bit is a bit screwed up, I 
> recon the five rating radios should be between the poor and great and not 
ona 

> separate line with great after it some people might not understand it's 

> layout. center them in the table as well so that they look neat. 


I'm not sure what you mean. At least on my set-up it looks roughly as 
follows: 


CODING (underlinded) 


AI - Poor o O O O oO Great 
2d - Poor o o o o o Great 
3d - Poor o o o oO o Great 

etc. .ԲԵՇ.... 


The radio buttons etc should be right aligned. Maybe if your screen isn't as 
wide as mine, or you have a lower res. (I've got 800x640), then the 'Great' 
may wrap around onto the next line. Is this what is happening? Maybe you 
could take a screenshot of it (using Shift-Print Screen or something like 
that) and send it to me. Maybe I'll replace Poor with 1 and Great with 5, 
and just stick in a note like on your suggestion. 


> I suggest that you somehow produce a script that will only keep the most 
up to 

> date information ie like the yaroze homepages section as mentioned earlier 
in 

> the thread. ask the Yaroze team for the script and say it's for a good 
cause. 


Well then there's the problem of either having a script that replaces all of 
the data, or only the new stuff, which is difficult, as the person would 
have to 'sign in' and then edit their currently entered data. The username 
you sign into the server with may be saved as an evironmental variable, 
which may make it easier. Also, it would be difficult to add pictures, 
unless you have to have the photo on your own area, and just supply a link 


Net Yaroze newsgroups message dump.txt 
tot 
> Max 


Cheers 
Rikki 
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--MESSAGE FILE 6230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04954 


--MESSAGE FILE 6231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0004955 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List 

Date: Tue, 19 Oct 1999 17:51:55 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <380caf98.1641798@news.scea.sony.com> 
References: <7u2vgm$6k73@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs155.vmlabs.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


> Name: 
Scott Cartier (SCEA) 


> Age: 
26 (I can see I'm on the "fogey" side of the age curve) 


> Occupation: 
Hardware Engineer 


> Length of time owning Yaroze: 
Since it first started. Geez, when was that? Early '97 I 
think, which would put the length at over 2 years. 


> Any useful utlities you have written or complete games: 

Tim Manipulator - My first utility which I designed to help me 
convert 8-bit TIMs to 4-bit with more control than just telling 
some paint program to eliminate colors. Definitely showing its 
age at this point. 


Sprite Assembler - Takes multiple frames of a sprite animation, 
crops, resizes, and packs them all together into one big TIM 
for ease in animation. The automatic cropping part was the 
reason I made this utility. 


Address Arranger - Similar to all the other address generation 
utilities out there. Takes all your input data files and 
creates an siocons "auto" file as well as a C header. 


Decaying Orbit - Not exactly a full game, but complete enough to 
make it on the OPM cover disc. Work continues on it as I 
attempt to convert the planets to polygons. 


Tim Pak - A TIM compression utility. I'm beginning to run out 
of RAM so developed this to help. It does a reasonable job at 
compression. It takes a long time (multiple minutes) to 


compress, but decompression is quick. 
> Email address: 
shade@dragonshadow.com 


> Web page: 
http://www. dragonshadow.com 


—-MESSAGE FILE 6231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04955 
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-—-MESSAGE FILE 6232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004956 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Tue, 19 Oct 1999 17:52:25 GMT 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <380cafc7.1688771@news.scea.sony.com> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0jS45p5@chuka.playstation.co.uk> <7 
u9otvS45p8@chuka.playstation.co.uk> <7uc6kdSdq61@chuka.playstation.co.uk> <3809C079. 
E2B3BF5C@chilternmag.demon.co.uk> 

NNTP-Posting-Host: vmlabs155.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Not a bad idea.. 

>we could also supply cheats to already released games don't forget. 
>who's gunna be the first person? 

> Chris Wallace. 


I put in quite a few. They're all posted on my website, but it might 
be good to list them for the people who don't want to bother surfing. 


Scott 
—-MESSAGE FILE 6232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04956 


--MESSAGE FILE 6233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004957 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Team Work-not an empty gesture..... 

Date: Sat, 23 Oct 1999 04:30:48 +0100 

Organization: Netcom member 

Lines: 27 

Message-ID: <38112BE8.CC6A31C4@netcomuk.co.uk> 

NNTP-Posting-Host: dialup-07-51.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi Everyone, 

I have noticed a sharp increase in the 
amount of new messages on the NY newsgroups so I thought this would be 
the best time to anounce this message. 


There is a group project starting that will go ahead, and 
be of any interest to those looking for a co-operative team to make 
those game dreams a reality. 
Scott Ward and I have already started a project that will enable 
Yarozers to become Part of a Team, so if you are interested, reply to 
this thread (If I haven't been in touch already) and I will mail you to 
let you know more.................. It doesn't matter about 
experiance/2D/3D, we have a team to suit you.................. 


I repeat, this is not an empty promise, but a 
reality. If you want to show the world what the Yaroze can do, let me 
KNOWS sup qu U uw w O a a 


I look forward to hearing from you, 


Marc 'The CHIEF'! Lambert 
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--MESSAGE FILE 6233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04957 


—-MESSAGE FILE 6234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004958 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Team Work-not an empty gesture..... 

Date: Sat, 23 Oct 1999 10:38:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <38118211.F9AF8354@chilternmag.demon.co.uk> 
References: <38112BE8.CC6A31C4@netcomuk.co.uk> 
NNTP-Posting-Host: modem-109.beryllium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Count me in (again). 
Whats the project? 
Chris Wallace. 


thechief666 wrote: 


Hi Everyone, 

I have noticed a sharp increase in the 
amount of new messages on the NY newsgroups so I thought this would be 
the best time to anounce this message. 


There is a group project starting that will go ahead, and 
be of any interest to those looking for a co-operative team to make 
those game dreams a reality. 
Scott Ward and I have already started a project that will enable 
Yarozers to become Part of a Team, so if you are interested, reply to 
this thread (If I haven't been in touch already) and I will mail you to 
let you know more.................. It doesn't matter about 
experiance/2D/3D, we have a team to suit you.................. 


I repeat, this is not an empty promise, but a 
reality. If you want to show the world what the Yaroze can do, let me 
KNOW 656.6 աաա L pig te endure lta աո աալ Հ 


I look forward to hearing from you, 


VVVVVVVVVVVVVVV VV VV VV 


Marc 'The CHIEF' Lambert 


—-MESSAGE FILE 6234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04958 


—-MESSAGE FILE 6235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004959 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Team Work-not an empty gesture..... 

Date: Sat, 23 Oct 1999 18:54:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7usso2$5u31@chuka.playstation.co.uk> 
References: <38112BE8.CC6A31C4@netcomuk.co.uk> 
NNTP-Posting-Host: pE0s10a07.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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Sounds promising Marc. Let me know what's going on... 

I enjoyed Stars Wars BIW - apologies for not playing it sooner :-) 

Cheers, 


Derek 


—-MESSAGE FILE 6235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04959 


—-MESSAGE FILE 6236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004960 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 24 Oct 1999 19:18:42 +0100 

Organization: Max Studios 

Lines: 83 
Message-ID: <38134D82.522FC2F3@which.net> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ulanc$9892@chuka.playstation.co.uk> <7uncveS$dcl2@chuka. 
playstation.co.uk> <380F48E6.50DE1C29@which.net> <7ugql7rSm4k1@chuka.playstation.co.u 
k> 
NNTP-Posting-Host: p32-mallard-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" OF 81A2B4FA8E38CA6FAEB808" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
OF 81A2B4FA8E38CA6FAEB808 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


My res is 1024x760. I suggest that you put all the radios in separate tables 
within the table this way they are sure to be in the same line. 


Rikki Prince wrote: 


> Cool I didn't think you would actually listen to my comments but hey 
thanks 

> for the mention, glad to be of service to fellow yarozers, just hope now 
that 

> everybody doesn't turn round and say its crap coz of my suggestions! 


Well I had to change the colours, as I admit I didn't like it. It was just I 
needed to put something there to start with. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> > It looks a lot better now, however the Ratings bit is a bit screwed up, I 
> > recon the five rating radios should be between the poor and great and not 
> ona 

> > separate line with great after it some people might not understand it's 
> > layout. center them in the table as well so that they look neat. 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I'm not sure what you mean. At least on my set-up it looks roughly as 
follows: 


CODING (underlinded) 


AI - Poor o O O O O Great 
2d - Poor o o o o o Great 
3d - Poor o o o o o Great 

CEC CECE yu Y 


The radio buttons etc should be right aligned. Maybe if your screen isn't as 
wide as mine, or you have a lower res. (I've got 800x640), then the 'Great' 
may wrap around onto the next line. Is this what is happening? Maybe you 
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could take a screenshot of it (using Shift-Print Screen or something like 
that) and send it to me. Maybe I'll replace Poor with 1 and Great with 5, 
and just stick in a note like on your suggestion. 


> I suggest that you somehow produce a script that will only keep the most 
up to 

> date information ie like the yaroze homepages section as mentioned earlier 
in 

> the thread. ask the Yaroze team for the script and say it's for a good 
cause. 


Well then there's the problem of either having a script that replaces all of 
the data, or only the new stuff, which is difficult, as the person would 
have to 'sign in' and then edit their currently entered data. The username 
you sign into the server with may be saved as an evironmental variable, 
which may make it easier. Also, it would be difficult to add pictures, 
unless you have to have the photo on your own area, and just supply a link 
to it. 


> Max 


Cheers 
Rikki 


VVVVVVVVVVVVVVV VV VV VV VV 


OF81A2B4FA8E38CA6FAEB808 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 
email;internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


OF81A2B4FA8E38CA6FAEB808-- 


--MESSAGE FILE 6236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04960 


--MESSAGE FILE 6237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004961 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 24 Oct 1999 19:50:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7uvkds$91sl@chuka.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludS$dq69@chuka.playstation.co. 
uk> <7ud9ilS$dq610@chuka.playstation.co.uk> <7ufedrS$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ulanc$9892@chuka.playstation.co.uk> <7uncveS$dcl2@chuka. 
playstation.co.uk> <380F48E6.50DE1C29@which.net> <7ugql7r$m4k1@chuka.playstation.co.u 
k> <38134D82.522FC2F3@which.net> 

NNTP-Posting-Host: th-gt143-123.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> My res is 1024x760. I suggest that you put all the radios in separate 
tables 
> within the table this way they are sure to be in the same line. 
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What browser are you using? 
Has anyone else had a problem like this? What about if I use a drop down 
list/combo box, instead of radio buttons? 


Why would putting the radio buttons in a separate table (inside the table) 
have an effect? Wouldn't they just wrap to the next line within the table, 
within the table? 


Cheers, 
Rikki 


-—-MESSAGE FILE 6237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04961 


—-MESSAGE FILE 6238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004962 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 24 Oct 1999 23:23:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <38139462.195710777@news.playstation.co.uk> 

References: <7ucnf4$dq65@chuka.playstation.co.uk> <7udludSdq69@chuka.playstation.co. 
uk> <7ud9ilSdq610@chuka.playstation.co.uk> <7ufedr$s9gl@chuka.playstation.co.uk> <38 
OB47EC.EBCAO8B7@which.net> <7ulanc$9892@chuka.playstation.co.uk> <7uncveS$dcl2@chuka. 
playstation.co.uk> <380F48E6.50DE1C29@which.net> <7ugl7rS$m4k1@chuka.playstation.co.u 
k> <38134D82.522FC2F3@which.net> <7uvkds$91sl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


What you need to do is put all the radios in different cells within 
one table. That way they will line up. 


IMHO, I preferred the less detailed "skills" questions... I think a 
good coder who's never touched a piece of 3D code is better than a 
mediocre 3D coder. 


The detailed questionnaire implies immediately relevant experience, 
which frankly speaking can make people who aren't great seem better 
than those who are. 


Steven 


On Sun, 24 Oct 1999 19:50:46 +0100, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>> My res is 1024x760. I suggest that you put all the radios in separate 
>tables 

>> within the table this way they are sure to be in the same line. 

> 

>What browser are you using? 

>Has anyone else had a problem like this? What about if I use a drop down 
>list/combo box, instead of radio buttons? 

> 

>Why would putting the radio buttons in a separate table (inside the table) 
>have an effect? Wouldn't they just wrap to the next line within the table, 
>within the table? 

> 

>Cheers, 

>Rikki 

> 


—-MESSAGE FILE 6238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04962 
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-—-MESSAGE FILE 6239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004963 

Path: chuka.playstation.co.uk!news 

From: mgarcia <garcia_au@start.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Tech Documents 

Date: Mon, 25 Oct 1999 11:36:47 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <3813B42E.9BD11613@start.com.au> 
References: <337D2DE1.F67@cobradev.demon.co.uk> 
NNTP-Posting-Host: 203.108.136.28 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hi all, 


Well, after getting sick of reading the poorly writen hard copies, I 
thought I would print out the newer versions. 


But I don't want to print each page on a single page, I would rather perfer 
to print two 

pages on the one page. 

-eg in word, print all the even pages օք the whole doc and then print it 
again with odd pages. 


My question is how can this be done in Acrobat Reader? or better still who 
to convert to 


a .doc. 
Ps - Լ was reading the early postings of this group and come across this 
one- 


Net Yaroze: An "Early Adopters" Review v1.0 by colin adams 


What is the lastest on this? 


Thanks. 
MGarcia. 


--MESSAGE FILE 6239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04963 


--MESSAGE FILE 6240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004964 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tech Documents 

Date: Mon, 25 Oct 1999 10:26:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <940847182.1481948315@news.playstation.co.uk> 

References: <337D2DE1.F67@cobradev.demon.co.uk> <3813B42E.9BD11613@start.com.au> 
NNTP-Posting-Host: d3-s10-170-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


mMgarcia <garcia_au@start.com.au> wrote: 

>Hi all, 

> 

>Well, after getting sick of reading the poorly writen hard copies, I 
>thought I would print out the newer versions. 

> 

>But I don't want to print each page on a single page, I would rather per= 
fer 

>to print two 
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>pages on the one page. 

>-eg in word, print all the even pages of the whole doc and then print i= 
Է 

>again with odd pages. 

> 

>My question is how can this be done in Acrobat Reader? or better still w= 
ho 

>to convert to 

>a .doc. 


Dunno about the convertion to .doc, but you can use Ghostscript to 
print a pdf file, and that supports all manor of useful things (like prin= 
Է 


front/back faces). 
>MGarcia. 
Craig. 


—-MESSAGE FILE 6240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04964 


-—-MESSAGE FILE 6241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004965 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Website update 

Date: Tue, 26 Oct 1999 00:14:40 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7vlelbShhfl@chuka.playstation.co.uk> 
NNTP-Posting-Host: p38-max3.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


For those that are interested, we have finally updated our website after a 
long period of neglect. Dirty War screenshots and some screens of our level 
editor in action are now available at 


http://www.sidhe.co.nz/ 


While Dirty War is a pro PSX title, it did start out on Yaroze-based 
technology, and with all this talk of teams lately I thought some of you may 
be keen to have a look. Anyway, have a gander and tell me what you think. 
All feedback welcome. 


Regards 
Mario 


Mario Wynands 

Company Director/Producer 

SIDHE INTERACTIVE 

Playstation and PC game developer 
mario@sidhe.co.nz 
http://www.sidhe.co.nz 


—-MESSAGE FILE 6241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04965 


—-MESSAGE FILE 6242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004966 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Boot Disk 

Date: Tue, 26 Oct 1999 12:13:21 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <38158CD1.33FC41FA@reading.ac.uk> 
References: <7ullch$9894@chuka.playstation.co.uk> 
NNTP-Posting-Host: ssfmse3.rdg.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Donal O'Duibhir wrote: 

> 

> Why if you can play games on the Yaroze which has to contain the os + 
> libraries, do you have to use the boot disk? 


The Yaroze doesn't contain the OS and libraries. The "OS", as it is, 
is (AFAIK) quite small and just deals with the opening sequence and 
booting a disk (and the audio UI and similar). Professional games have 
the libraries linked into their executable files, whereas Yaroze games 
expect them to be resident in the machine in advance, and that's what 
the boot disc does. 


> The access card gives us access to write to the 2MB of ram right? 


Only in an abstract sense. The RAM is always available for writing, 
and all PSX games will write to the RAM (since they'll be loaded into 
it, amongst other things!). The access card is just a dongle that the 
bootdisk looks for as it starts up. The program on the bootdisk then 
allows you to *download* into the RAM. 


> Does it re-write everything so we can't use F.M.V. 


No. The only reason is that playing FMV from memory would be 
pointless (after all, you couldn't hold very much in 2MB). Playing full 
FMVs would require that you could write them onto a CDROM, and Sony 
can't take the risk of allowing that on a hobby system since the 
architecture could then be misused by pirates. 
-—-MESSAGE FILE 6242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04966 


—-MESSAGE FILE 6243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004967 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: IMPORTANT..... 

Date: Tue, 26 Oct 1999 22:39:51 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <le09var.banhullvy4fbmN@al-—88-138.al.nl1> 

References: <37FE6564.EBBD943F@netscapeonline.co.uk> <38077771.67F07796@which.net> < 
3807C2B2.DD5CBD9EF@netcomuk.co.uk> <38084E5D.A89C2152@chilternmag.demon.co.uk> <380bb 
3£7.1483955845@news.playstation.co.uk> <3808CACD.3D667F85@chilternmag.demon.co.uk> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


> wouldn't know.. 

> 

> Steven Osman wrote: 

> 

> > So, is this list limited to SCEE users, or SCEA ones also? 
>> 


SCEA also uses this list. There is a scea.yaroze.freetalk.english, but 
that is almost out of use. The active scea members use this one as well 
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I think. 


DEnnis.. 
—-MESSAGE FILE 6243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04967 


—-MESSAGE FILE 6244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004968 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Team Work-not an empty gesture..... 
Date: Tue, 26 Oct 1999 22:39:53 +0200 

Organization: DEbri 

Lines: 38 

Message-ID: <le09v11.1hz5xxptO0byo0N@al-88-138.al.nl1> 
References: <38112BE8.CC6A31C4@netcomuk.co.uk> 
NNTP-Posting-Host: al-88-138.al.nl 

X-Newsreader: MacSOUP 2.3 


Mark, I think it's time for you to make up a Team name. Your "team in 
development" is called "the Marc Lambert team" at the moment... 

And tell what your team is about. I understand it right that everybody 
on the team will work on one and the same project? 


Sorry, I won't join you... I got my own team ;-) 
but I do encurage you with your team! 


Cheers, 


DEnnis.. 


Hi Everyone, 

I have noticed a sharp increase in the 
amount of new messages on the NY newsgroups so I thought this would be 
the best time to anounce this message. 


There is a group project starting that will go ahead, and 
be of any interest to those looking for a co-operative team to make 
those game dreams a reality. 
Scott Ward and I have already started a project that will enable 
Yarozers to become Part of a Team, so if you are interested, reply to 
this thread (If I haven't been in touch already) and I will mail you to 
let you know more...........-.--00- It doesn't matter about 
experiance/2D/3D, we have a team to suit you.................. 


I repeat, this is not an empty promise, but a 
reality. If you want to show the world what the Yaroze can do, let me 
KILOW 2 ap ah area 421 41181 գյ ա 2 BUS աարի SS’ A 


I look forward to hearing from you, 


VVVVVVVVVVVVVV VV VV VV VV ՎՊ 


Marc ‘The CHIEF" Lambert 
—-MESSAGE FILE 6244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04968 


-—-MESSAGE FILE 6245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004969 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Team Work-not an empty gesture..... 

Date: Tue, 26 Oct 1999 22:06:03 +0100 

Organization: Netcom member 

Lines: 6 

Message-ID: <381617BB.6C3D16E7@netcomuk.co.uk> 
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References: <38112BE8.CC6A31C4@netcomuk.co.uk> <le09v11.1hz5xxpt0byo0N@al-88-138.al1. 
nl> 

NNTP-Posting-Host: dialup-13-26.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Expect a team title to be given soon, and the exact idea's. Untill then 
everyone who I've been in contact with rest assured that this project is 
DEFINATELY going ahead, 


The CHIEF 


—-MESSAGE FILE 6245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04969 


--MESSAGE FILE 6246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004970 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Team Work-not an empty gesture..... 

Date: Wed, 27 Oct 1999 17:26:42 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <leOcdlg.neaqéedpxilkN@al-—-88-132.al1.nl1> 

References: <38112BE8.CC6A31C4@netcomuk.co.uk> <le09v11.1hz5xxpt0byo0N@al1l-88-138.al. 
ու» <381617BB.6C3D16E7@netcomuk.co.uk> 

NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


thechief666 <mlambert@netcomuk.co.uk> wrote: 


Expect a team title to be given soon, and the exact idea's. Untill then 
everyone who I've been in contact with rest assured that this project is 
DEFINATELY going ahead, 


V V V V 


Keep us informed. Although I won't join you, I would like to hear about 
the progress you're making. 
I expect and hope that there will come a healthy concurence between the 
2 teams so that both teams try to push the NY to the limit. Although I 

must say that making (the most) impressive games is not our objective.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04970 


—-MESSAGE FILE 6247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004971 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygon 3D engine 

Date: Wed, 27 Oct 1999 17:26:45 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <leOcdei.2d521i1182no8wN@al-—88-132.al.nl1> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> 

NNTP-Posting-Host: al-88-132.al.nl 

X-Newsreader: MacSOUP 2.3 


Good idea, we could all add some to the articles. What about a half page 
for the NY. Give readers an impression of what is going on here and what 
the options are. We could give the readers an insight-view of how some 
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people enter the industry.. 


Thats cool!! 


DEnnis... 

> > On a side note: Now the yaroze scene is seeing some more action after the 

> > summer lull wouldn't it be cool if we could get a monthly 'yaroze news' box 
> > in a mag? 

> 

> I'd like that... maybe the OMP? 

> 

> Chris Wallace 


-—-MESSAGE FILE 6247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04971 


—-MESSAGE FILE 6248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004972 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Wed, 27 Oct 1999 17:26:47 +0200 

Organization: DEbri 

Lines: 60 

Message-ID: <leOcdkq.117ue0wthadv8N@al-—88-132.al.nl1> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m043S45p5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


Donal O'Duibhir <oduibhir@indigo.ie> wrote: 


But I also suggested to them that my little group do a news type thing and 
keep them updated on our project, which we haven't started yet, obviously 

then the reporting would start from the beginning, the best place to start 
in my opinion, but still no reply. 


MENN Y 


Yeah, a lot of NY-ers make a little journall of their progress. I also 
think that Sony has created the biggest group of dedicated gameplayers 
(with job-wishes in the industry), and got them in contact with each 
other. I understand that there is still IRC, but we have a complete 
community.. 


> I think pushing for a regular section in the official magazine would also be 
> a good idea as before I was a Yarozer I would have loved more technical info 
> and an amateurs section. Sony can't lose except for the fact that the Yaroze 
> 
> 


is not available any more, so any budding new members would be stopped 
before they started. 


I think the NY is going to be a classic. I don't see the NY as just a 
grey PSX that can be conected to a PC or Mac, I see it as a community 
with people with similar idea's and wishes. It's not just the machine, 
but more the people that use it. They got the biggest group of 
developers for PSX, and they are all in contact with each other. 


It's just like school. At this moment I'm doing a MA GAMES study. In our 
group are only people that love games and know a lot about them, this 
way you learn from the others. If somebody read something interesting, 
he will take the book or magazine to show the others. And this is what 
it's all about. Sharing information. 


I just got a book from a good friend, a fellow NY-member. The book is 
called "Games Design, secrets of the sages". I can just say one thing 
about it... 


It's about the complete process of developing games. Not the design or 
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the coding, it's more about the ins and the outs. Some very interesting 
people took part in this book. People like; Peter Molyneux, Shigeru 
Miyamoto, John Romero and David Perry, and lots more!! 

ISBN 1-56686-904-8 £18.- 

http://www. bradygames.com 

(scroll to the bottom, first bookcover on the left) 


> Let's put together a mail to send to OPM? Just a thought...... i have a lot 
> of them...it's just following them through that's the problem. 


Ok, good plan. Could you also give the mail-adress? 


> Regards, 

> 

> Donal ( Anyone use Instant Messnger as opposed to ICQ ? ) 

I tried it but all my friends are on ICQ.. I'd love an alternative to 


ICQ with conferancing-option and better connections. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04972 


—-MESSAGE FILE 6249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004973 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Book about Games Design!! 

Date: Wed, 27 Oct 1999 17:26:50 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <leOQcedk.ewOxrdc6rtibN@al-88-132.al.nl1> 
NNTP-Posting-Host: al-88-132.al.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 


I just got a book from a good friend, a fellow NY-member. The book is 
called "Games Design, secrets of the sages". I can just say one thing 
about it... 


It's about the complete process of developing games. Not about the 
design or the coding, it's more about the ins and the outs. Some very 
interesting people took part in this book. People like; Peter Molyneux, 
Shigeru Miyamoto, John Romero and David Perry, and lots more!! 


ISBN 1-56686-904-8 £18.- 
http://www.bradygames.com 
(scroll to the bottom, first bookcover on the left) 


DEnnis.. 
—-MESSAGE FILE 6249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04973 


—-MESSAGE FILE 6250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004974 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Wed, 27 Oct 1999 17:26:51 +0200 

Organization: DEbri 

Lines: 21 
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Message-ID: <leOQcehu.18rkkunldd1518N@al-88-132.al1l.nl1> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0j$45p5@chuka.playstation.co.uk> <7 
u9otvS45p8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Matt Verran <matt@frktl.freeserve.co.uk> wrote: 

> Let's put together a mail to send to OPM? 

This is a good idea, I should have though they would welcome some free 
editorial for the mag, as long as it was fairly well written and moderately 


interesting. It could possibly plug games that are to appear on upcoming 
coverdisks and maybe reveal cheats for existing coverdisk games. 


> 
> 
> 
> 
> 
> 


Are there more games for NY with cheats? 


> All we need to do now is find a writer willing to gather NY news and do say 
> 2000-4000 words a month. 


I'd vote for Nick Ferguson, he's the MAN!!! 
He can give some excelent material. But he's quiet bussy I suppose. He's 
also writing for www.loonygames.com 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04974 


—-MESSAGE FILE 6251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004975 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite /Now OPM discussion 

Date: Wed, 27 Oct 1999 17:26:54 +0200 

Organization: DEbri 

Lines: 34 

Message-ID: <leOceqx.fxqjvhltcz3yvN@al-88-132.al.nl> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0j$45p5@chuka.playstation.co.uk> <7 
u9otvS45p8@chuka.playstation.co.uk> <7uc6kdSdq61@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Sounds cool, we should sent it with all our membernames under it. 

Then we should all sent a mail to ask for such a section without telling 
that we are Net Yaroze members. 

We can also support ourselves by sending in letters that we missed the 
NY games on the last cover CD's and that we want them back (wile they 
won't know WE ARE the NY members). Double impact.. 


DEnnis.. 


Dear Ed, 


> 
> 
> We the undersigned Net Yaroze members, who love the Playstation and 
> hold it close to our hearts ( literally! ) would formally request 

> serious consideration in the matter of a Yaroze section? ( No matter how 
> big or small! ) As avid gamers and coders we believe we have a unique 

> insight into the world of Playstation which could and should be 

> exploited giving the readers a small technical insight into the world of 
> 

> 

> 

> 

> 

> 

> 


creating games, playstation hardware and amateur game creation. Before 
being Yarozers many of us craved a slightly more technical side to the 
OPM, not being geeks, but interested in technology as most people today 
are. Obviously the younger readers may not have the same interest, but 
as you know a large proportion of readers are in their late teens and 
twenties. Without wanting to come across with an inflated opinion of 
ourselves as novices/amateurs we can't anyway!] we think that people 
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like us will probably be writing the games of 'tomorrow'. Even a top ten 
Yaroze list, or a small section with a basic review of a Yaroze Fame 
Game game which might contain a basic explantion of one or some of the 
processes used in it's creation, eg. planning, short explanation of 
24/34 graphical technique/s, character creation etc. 


Regards, 


VVVVVVV VV 


Net Yarozers SCEE 99! 
—-MESSAGE FILE 6251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04975 


—-MESSAGE FILE 6252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004976 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM discussion Email-adress!! 

Date: Wed, 27 Oct 1999 17:26:57 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <leOcevp.139ach5oqqlcodN@al-88-132.al.nl> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <7u9m0jS45p5@chuka.playstation.co.uk> <7 
u9otvS45p8@chuka.playstation.co.uk> <7uc6kdS$dq61@chuka.playstation.co.uk> <3809C079. 
E2B3BF5C@chilternmag.demon.co.uk> <380cafc7.1688771@news.scea.sony.com> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Scott Cartier <shade@dragonshadow.com> wrote: 


>Not a bad idea.. 

>we could also supply cheats to already released games don't forget. 
>who's gunna be the first person? 

> Chris Wallace. 


I put in quite a few. They're all posted on my website, but it might 
be good to list them for the people who don't want to bother surfing. 


VVVVVVVVV 


Scott 


Here is the mail-adress to write letters too: 
FEEDBACK 


psm@futurenet.co.uk 


DEnnis... 
—-MESSAGE FILE 6252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04976 


—-MESSAGE FILE 6253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004977 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New pleas....READ NOW! 

Date: Wed, 27 Oct 1999 17:26:59 +0200 

Organization: DEbri 

Lines: 33 

Message-ID: <leOcf41.ubkvyud6éepgvN@al-—88-132.al.nl1> 
References: <3803CA2A.FDODE1B5@which.net> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Andrew Murray <mad.max@which.net> wrote: 


> What I need is some info from all you kind NYers..... As you may have 
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noticed in the description of my NY homepage I need help on dynamic TMDs 
for MANaJET. This is my first project and I have set my sights high (I 
always do). The advantage of anyone sending me info on dynamic TMD 
creation is all of the information will go into a special tutorial that 
I will make available in Acrobat Reader, HTML and Word documents. 
Everything no matter how insignificant will be included, I plan to take 
all the methods you guys hopefully send me and pick the best or merge 
them chucking in my own ideas. I will constantly refer here for info and 
feedback, so essentially its a tutorial by NYers for NYers, this way I 
hope we can impress sony and they may give us the sacred Yaroze 2. 


VVVVVVVV VV 


We tried some with TMD but had difficulties as well. We couldn't get it 
right, we did made something but it's not working the way we wanted. We 
dropped that project. You can see some of it, it was called WingWorld 
and you can download it from ~parc. But remember it is crap and 
unfinished.. 


> A team is a really good idea and that page on the NYers chosen 
> profession is also a good idea. Whos gonna do it though? 


Euh.. Marc is going to do it. And I'm one of those who did it already 
(at least the starting of a team) 


> One things for sure, your gonna see more of me around here! Now how is 
> it you code stuff. (- joke) 


I still can't figure that out either, too bad I'm not kidding ;-) 


DEnnis.. 
-—-MESSAGE FILE 6253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04977 


—-MESSAGE FILE 6254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004978 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Wed, 27 Oct 1999 17:27:01 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <leOcfcl.bgsc2xlasr8qcN@al-—88-132.al.nl1> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> 

NNTP-Posting-Host: 81-88-132.81.ոլ 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1478 scee.yaroze.freetalk.english 
24978 


Steven Osman <sosman@terratron.com> wrote: 


Don't forget -- the playstation is a game system, but it is also a 
computer! 
Tasks outside of the gaming realm could be used... If not something 


as simple as a menu of games, then a drawing package (or 3d graphics 
app), or hell, even an accounting package if you really wanted to. 


VVVVVVVV 


What about something as simple as a clock, with some nice coded 
effects.. 


DEnnis.. 
—-MESSAGE FILE 6254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04978 


—-MESSAGE FILE 6255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004979 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Website update 

Date: Wed, 27 Oct 1999 17:27:03 +0200 

Organization: DEbri 

Lines: 21 

Message-ID: <leOcffp.4rvfnl25mim1N@al-88-132.al.nl1> 
References: <7vlelbShhfl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Mario Wynands <mario@sidhe.co.nz> wrote: 


For those that are interested, we have finally updated our website after a 
long period of neglect. Dirty War screenshots and some screens of our level 
editor in action are now available at 


http://www.sidhe.co.nz/ 


While Dirty War is a pro PSX title, it did start out on Yaroze-based 
technology, and with all this talk of teams lately I thought some of you may 
be keen to have a look. Anyway, have a gander and tell me what you think. 
All feedback welcome. 


VVVVVVVVVV VV 


This sounds interesting, I'll have a look. Are there options for an 
internship? 


Cheers, 


DEnnis.. 
-—-MESSAGE FILE 6255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04979 


—-MESSAGE FILE 6256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004980 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 

Date: Wed, 27 Oct 1999 17:00:34 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <381721A2.1828AF0C@scee.sony.co.uk> 

References: <7tjees$9v1l2@chuka.playstation.co.uk> <3806E588.C720A587@scee.sony.co.uk 
> <ldzpqhk .hy5gvmi3kt80N@[194.171.204.57]> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 
> 
> Why don't you reply a little more on the questions towards SCEE? 


Well, I answer the ones that I can, but it's George that looks after the stuff like 
OPM CD. 


James 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
-—-MESSAGE FILE 6256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04980 


—-MESSAGE FILE 6257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004981 
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Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Wed, 27 Oct 1999 17:02:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <3817220F.462F8E16@scee.sony.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1479 scee.yaroze.freetalk.english 
24981 


Steven Osman wrote: 


I'm not sure, but I don't get the impression that the child executes 
in a separate thread. 


On Thu, 9 Sep 1999 18:16:29 -0500, "Nathan Miller" <KiRyu@aol.com> 
wrote: 


>Has anyone tried running other exe as child threads on the Yaroze. 
>Aparently there is support in the libs for this, but I haven't seen it used. 
>Does the process return normally, giving control back to the parent process? 
>Does the stack get corrupted? Can you give the child process full control 
>over the graphics process? Is there any info required to already be set up 
>to run the child? 


VVVVVVVVVVV VV 


Child processes do not run concurrently with the parent - it's just like loading ano 
ther program in 
really. I'm sure the stack doesn't get corrupted, and exiting normally returns you t 
o the parent. 


James 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
—-MESSAGE FILE 6257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04981 


—-MESSAGE FILE 6258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004982 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP 

Date: Wed, 27 Oct 1999 17:07:06 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 10 

Message-ID: <3817232A.47A0DCD0@scee.sony.co.uk> 
References: <7udhvhS$ng01@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


If you have strange characters at the SIOCONS prompt, but otherwise things look OK t 
hen you may have 
uninstalled ANSI.SYS. 


James 
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== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
—-MESSAGE FILE 6258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04982 


—-MESSAGE FILE 6259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004983 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Book about Games Design! | 

Date: Wed, 27 Oct 1999 18:17:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7v7c53S$f4p3@chuka.playstation.co.uk> 
References: <leQcedk.ewOxrdc6rtibN@al-88-132.al.nl> 
NNTP-Posting-Host: host212-140-101-161.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This book is brilliant, i haven't got it yet, but i saw it at ECTS 99 as 
some others of you might have, and its the best!!!! 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 

news: leOQcedk.ew0xrdcé6rtibN@al-88-132.al.nl... 

> I just got a book from a good friend, a fellow NY-member. The book is 
called "Games Design, secrets of the sages". I can just say one thing 
about it... 


It's about the complete process of developing games. Not about the 
design or the coding, it's more about the ins and the outs. Some very 
interesting people took part in this book. People like; Peter Molyneux, 
Shigeru Miyamoto, John Romero and David Perry, and lots more!! 


ISBN 1-56686-904-8 £18.- 
http://www. bradygames.com 
(scroll to the bottom, first bookcover on the left) 


VVVVVVVVVVVVVV VV 


DEnnis.. 


-—-MESSAGE FILE 6259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04983 


—-MESSAGE FILE 6260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004984 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygon 3D engine 

Date: Wed, 27 Oct 1999 18:32:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3817371D.57B563F9@chilternmag.demon.co.uk> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <leOcdei.2d521i182no8wN@al-—88-132.al1.nl1> 
NNTP-Posting-Host: modem-45.neptunium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
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X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


Good idea, we could all add some to the articles. What about a half page 
for the NY. Give readers an impression of what is going on here and what 
the options are. We could give the readers an insight-view of how some 
people enter the industry.. 


Thats cool!! 


DEnnis... 


VVVVVVVVV 


In February (1999), there was that huge thing on the Yaroze and how it works etc. 
It was this that finaly made me to deside to get one.. 

Then about 3 days after I ordered it, they stopped selling! 

What was the point in advertising it to millians just to stop selling to the 
public? 

Since then there hasn't been a single thing on the NY, but people do still play our 
games, some letters still get though asking for help on NY games. 


Some people don't even know what the Yaroze is though, so they just ignor the 
"Yaroze Games’ icon on the demo disk. 

If people knew what it was, they would play them more. 

If we get a section in PSM then we would be able to tell them... 


Maybe we should make a new thread about this with a better name than some polygon 
thing.. 


I'm gunna shut up now. 
Can't think of anything else to say, darnit. 


—-MESSAGE FILE 6260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04984 


—-MESSAGE FILE 6261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004985 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NY SECTION IN PSM 

Date: Wed, 27 Oct 1999 18:38:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <381738A5.C2C38024@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-45.neptunium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hey, 

anyone else think that we should have a section in PSM? 

there is a thread higher up called 'Infinate Polygon 3D Engine’ 
discussing this but it's not a very good name for the subject... 
Please reply to this because a section in PSM would be cool. 


Chris. 


—-MESSAGE FILE 6261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04985 


—-MESSAGE FILE 6262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004986 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
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Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Wed, 27 Oct 1999 22:25:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <38177b5a.204546271@news.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> <leOcfcl.bgsc2xlasr8qcN@al-—88-13 
2.81.ո1» 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1480 scee.yaroze.freetalk.english 
24986 


Well, did I forget to mention that the playstation is only a 
reasonably functional computer... 


Remember, there's no built in RTC (realtime clock)... that means, each 
time you power it up, you have to set the clock again... 


You're definitely thinking along what I was suggesting though... 


Are there any fish-bowl PSX programs yet? 


I understand some computer software versions are being SOLD, why not 
PSX fishbowls? After all, that'd be a much bigger bowl than a 
computer one! (generally, people have bigger TV's than monitors). 


Steven 


On Wed, 27 Oct 1999 17:27:01 +0200, debri@dds.nl (DEnnis Brinkhuis) 
wrote: 


>Steven Osman <sosman@terratron.com> wrote: 


> 

>> Don't forget -- the playstation is a game system, but it is also a 
>> computer! 

>> 

>> Tasks outside of the gaming realm could be used... If not something 


>> as simple as a menu of games, then a drawing package (or 3d graphics 
>> app), or hell, even an accounting package if you really wanted to. 
>> 

>> 

>What about something as simple as a clock, with some nice coded 
>effects.. 

> 

>DEnnis.. 


—-MESSAGE FILE 6262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04986 


—-MESSAGE FILE 6263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004987 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Wed, 27 Oct 1999 22:28:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <38187c03.204715825@news.playstation.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1481 scee.yaroze.freetalk.english 
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What if the other process overwrites memory where your code is or 
something... 


I'm not convinced that everything will return nice and neatly! 
Steven 


On Wed, 27 Oct 1999 17:02:23 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Steven Osman wrote: 

>> 

>> I'm not sure, but I don't get the impression that the child executes 

>> in a separate thread. 

>> 

>> On Thu, 9 Sep 1999 18:16:29 -0500, "Nathan Miller" <KiRyu@aol.com> 

>> wrote: 

>> 

>> >Has anyone tried running other exe as child threads on the Yaroze. 

>> >Aparently there is support in the libs for this, but I haven't seen it used. 
>> >Does the process return normally, giving control back to the parent process? 
>> >Does the stack get corrupted? Can you give the child process full control 
>> >over the graphics process? Is there any info required to already be set up 
>> >to run the child? 

> 


4047 


>Child processes do not run concurrently with the parent - it's just like loading an 


other program in 


>really. I'm sure the stack doesn't get corrupted, and exiting normally returns you 


to the parent. 
> 


>James 


—-MESSAGE FILE 6263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04987 


—--MESSAGE FILE 6264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/engli 
0004988 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website update 

Date: Thu, 28 Oct 1999 18:28:22 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7v8mseSm3b1@chuka.playstation.co.uk> 

References: <7vlelbShhfl@chuka.playstation.co.uk> <leOcffp.4rvfnl25mim1N@al-88-1 
1.nl> 

NNTP-Posting-Host: p39-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 

news: leOcffp.4rvfn1l25mim1N@al-88-132.al.nl... 

> Mario Wynands <mario@sidhe.co.nz> wrote: 

> 

> > For those that are interested, we have finally updated our website after 


> > long period of neglect. Dirty War screenshots and some screens of our 
level 
> > editor in action are now available at 


http://www.sidhe.co.nz/ 


> 

> 

> 

> While Dirty War is a pro PSX title, it did start out on Yaroze-based 

> technology, and with all this talk of teams lately I thought some of you 
y 


> > be keen to have a look. Anyway, have a gander and tell me what you 
think. 


sh/0 


32.a 
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> All feedback welcome. 
> 


> 
> 
> 
> This sounds interesting, I'll have a look. Are there options for an 

> internship? 

Well, it would be a long way for you on the train every morning as we are 
based in New Zealand :) 


We actually already have someone doing an internship who will move into full 
employment over the coming months, so there may be an internship opportunity 
early in the new year. We have been working quite closely with the local 
university though, so it is likely we would source someone from there. 


In any case, if we offer something it will be announced on the website. 


Regards 
Mario 


mario@sidhe.co.nz 
http://www.sidhe.co.nz/ 


—-MESSAGE FILE 6264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04988 


—-MESSAGE FILE 6265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004989 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 28 Oct 1999 09:50:01 +0200 

Organization: DEbri 

Lines: 33 

Message-ID: <leOdpfs.19gvvkyjya8i8N@al-—88-110.al.nl> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> <leOcfcl.bgsc2xlasr8qcN@al-—88-13 
2.al.nl> <38177b5a.204546271@news.playstation.co.uk> 

NNTP-Posting-Host: 81-88-110.81.ոլ 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1482 scee.yaroze.freetalk.english 
24989 


Steven Osman <sosman@terratron.com> wrote: 


> Well, did I forget to mention that the playstation is only a 

> reasonably functional computer... 

> 

> Remember, there's no built in RTC (realtime clock)... that means, each 
> time you power it up, you have to set the clock again... 

> 

> You're definitely thinking along what I was suggesting though... 

> 

> Are there any fish-bowl PSX programs yet? 

> 

> I understand some computer software versions are being SOLD, why not 
> PSX fishbowls? After all, that'd be a much bigger bowl than a 

> computer one! (generally, people have bigger TV's than monitors). 

> 

> Steven 


I understand that you would have to set the time every time again. But 
it could be fun to make a clock with a different effect every 15 minutes 
or so. This is just for fun and if you want to leave your TV on to see 
the effects. 


The fishbole is cool idea. You could leave out the clock-ellement and 
give an effect every 15 minutes, like one fish eats another, a fish 
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explodes, etc.. 

The longer you leave your NY on, the more effects you will see and the 
further you get, the more spectaculair the effects get. I sure would 
want to see as much effects as possible and leave my system on for a 
longer time. 


DEnnis.. 
—-MESSAGE FILE 6265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04989 


—-MESSAGE FILE 6266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004990 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Thu, 28 Oct 1999 09:50:05 +0200 

Organization: DEbri 

Lines: 9 

Message-ID: <leOdplv.1k5b3nm59cwaoN@al-—88-110.al.nl> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> 

NNTP-Posting-Host: 81-88-110.81.ու 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1483 scee.yaroze.freetalk.english 
24990 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


JAMES IS BACK!!!! 
SCEE is still alive!!! 


DEnnis.. 
—-MESSAGE FILE 6266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04990 


—-MESSAGE FILE 6267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004991 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi 

Date: Thu, 28 Oct 1999 09:50:07 +0200 

Organization: DEbri 

Lines: 18 

Message-ID: <le0Odpn5.19n8a6c10d35hoN@al-88-110.a1l.nl> 

References: <7tjees$9v12@chuka.playstation.co.uk> <3806E588.C720A587@scee.sony.co.uk 
> <ldzpqhk .hy5gvmi3kt80N@[194.171.204.57]> <381721A2.1828AF0C@scee.sony.co.uk> 
NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 


James Russell <James_Russell@scee.sony.co.uk> wrote: 


> DEnnis Brinkhuis wrote: 

>> 

> > Why don't you reply a little more on the questions towards SCEE? 

> 

> Well, I answer the ones that I can, but it's George that looks after the stuff 
> like OPM CD. 

> 

> James 

Ok, thanks.... 


When will George be back? 


Cheers, 
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DEnnis.. 
—-MESSAGE FILE 6267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04991 


—-MESSAGE FILE 6268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004992 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygon 3D engine 

Date: Thu, 28 Oct 1999 09:50:09 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <leOdpr0.1tlkuot1x3xm2jN@a1l-88-110.al.nl> 

References: <3807272F.C2501A71@easynet.co.uk> <7u9gcaS45pl1@chuka.playstation.co.uk> 
<38084EF3.716D2BA0@chilternmag.demon.co.uk> <leOcdei.2d521i182no8wN@al-88-132.al1.nl1> 
<3817371D.57B563F9@chilternmag.demon.co.uk> 

NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 


I think we are still in a very special position since the NY is the only 
legal amateur console developer system around and I think the biggest 
community of amateurs on console.. 

AS long as there are no alternatives, the NY will stay special IMHO. 


DEnnis.. 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


In February (1999), there was that huge thing on the Yaroze and how it works. 
It was this that finaly made me to deside to get one.. 

Then about 3 days after I ordered it, they stopped selling! 

What was the point in advertising it to millians just to stop selling to the 
public? 

Since then there hasn't been a single thing on the NY, but people do still 
play our games, some letters still get though asking for help on NY games. 


Some people don't even know what the Yaroze is though, so they just ignor the 
"Yaroze Games’ icon on the demo disk. 

If people knew what it was, they would play them more. 

If we get a section in PSM then we would be able to tell them... 


Maybe we should make a new thread about this with a better name than some 
polygon thing.. 


I'm gunna shut up now. 

Can't think of anything else to say, darnit. 

-—-MESSAGE FILE 6268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04992 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 6269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004993 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website update 

Date: Thu, 28 Oct 1999 09:50:11 +0200 

Organization: DEbri 

Lines: 28 

Message-ID: <leOdpw9.iyofl7qq521wN@al-88-110.al.nl1> 

References: <7vlelb$hhfl@chuka.playstation.co.uk> <leOcffp.4rvfnl25mim1N@al-88-132.a 
l.nl> <7v8mseSm3b1@chuka.playstation.co.uk> 

NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 


Mario Wynands <mario@sidhe.co.nz> wrote: 
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mario@sidhe.co.nz 
http://www.sidhe.co.nz/ 


> Well, it would be a long way for you on the train every morning as we are 

> based in New Zealand :) 

> 

> We actually already have someone doing an internship who will move into full 
> employment over the coming months, so there may be an internship opportunity 
> early in the new year. We have been working quite closely with the local 

> university though, so it is likely we would source someone from there. 

> 

> In any case, if we offer something it will be announced on the website. 

> 

> 

> Regards 

> 

> Mario 

> 

> 

> 


Ok, thanks for the reply.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04993 


—-MESSAGE FILE 6270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004994 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Thu, 28 Oct 1999 09:50:14 +0200 

Organization: DEbri 

Lines: 18 

Message-ID: <leOdpxc.130jefdh5dqhvN@al-88-110.al.nl> 
References: <381738A5.C2C38024@chilternmag.demon.co.uk> 
NNTP-Posting-Host: al-88-110.al.nl 

X-Newsreader: MacSOUP 2.3 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


Hey, 

anyone else think that we should have a section in PSM? 

there is a thread higher up called ‘'Infinate Polygon 3D Engine' 
discussing this but it's not a very good name for the subject... 
Please reply to this because a section in PSM would be cool. 


VV VV V V V 


Chris. 


This discussion already went far in the other thread.. 


Cheers, 
DEnnis.. 


PS. 1:71 all for it... 
—-MESSAGE FILE 6270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04994 


—-MESSAGE FILE 6271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004995 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Thu, 28 Oct 1999 10:56:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <7v977£Sm3b2@chuka.playstation.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <leQdpxc.130jefdh5dqhvN@al1-8 
8-110.al.nl> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'd be more than ready to add stuff to this column. 
Aaron. 


blaistech@europe.com 
http://www.blaisetech.webprovider.com 


—-MESSAGE FILE 6271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04995 


—-MESSAGE FILE 6272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004996 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Thu, 28 Oct 1999 13:18:12 +0200 

Organization: DEbri 

Lines: 20 

Message-ID: <leOabbo.50bylybj41jcN@[194.171.204.57]> 
References: <7ucnf4$dq65@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


> http://www.netyaroze-europe.com/~rprince/listform.html 


I tried to fill it in but could not find the 'sent'-button. On my 
computer it also looked a bit odd. I also think that most people can't 
remember when they they got the NY, make it an open option, so that they 
can say, "Since the beginning". 


I think you can better leave out the complete skills part and replace it 
for one open text-box for; 
describe skills: 


Personally I think you can better use plain white background and just 
black text, thats more relaxed for your eyes. 


But all together, I think you're doing a good job.. 


DEnnis.. 
-—-MESSAGE FILE 6272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04996 


—-MESSAGE FILE 6273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004997 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: GUI and Widget Library 

Date: Thu, 28 Oct 1999 14:05:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <381b57ac.260948914@news.playstation.co.uk> 

References: <7r7g5j$23b12@chuka.playstation.co.uk> <37d7e9eb.767868262@news.scea.son 
y.com> <38084b40.1391612873@news.playstation.co.uk> <leOcfcl.bgsc2xlasr8qcN@al-88-13 
2.al.nl> <38177b5a.204546271@news.playstation.co.uk> <leQdpfs.19gvvkyjya8i8N@al-—88-1 


Net Yaroze newsgroups message dump.txt Page 4053 


10.al.nl> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1485 scee.yaroze.freetalk.english 
24997 


The fish you watch, and they do their own thing (kinda like a 
"soothing" experience, like a real bowl would be)... 


How about something like a tamagochi? Where you have to take 
responsibility over your little creature! That shouldn't be too hard 
to program. 


Steven 


On Thu, 28 Oct 1999 09:50:01 +0200, debri@dds.nl (DEnnis Brinkhuis) 
wrote: 


>Steven Osman <sosman@terratron.com> wrote: 

> 

>> Well, did I forget to mention that the playstation is only a 
>> reasonably functional computer... 


>> 

>> Remember, there's no built in RTC (realtime clock)... that means, each 
>> time you power it up, you have to set the clock again... 

>> 


>> You're definitely thinking along what I was suggesting though... 

>> 

>> Are there any fish-bowl PSX programs yet? 

>> 

>> I understand some computer software versions are being SOLD, why not 
>> PSX fishbowls? After all, that'd be a much bigger bowl than a 

>> computer one! (generally, people have bigger TV's than monitors). 
>> 

>> Steven 

> 

> 

>I understand that you would have to set the time every time again. But 
>it could be fun to make a clock with a different effect every 15 minutes 
>or so. This is just for fun and if you want to leave your TV on to see 
>the effects. 

> 

>The fishbole is cool idea. You could leave out the clock-ellement and 
>give an effect every 15 minutes, like one fish eats another, a fish 
>explodes, etc.. 

>The longer you leave your NY on, the more effects you will see and the 
>further you get, the more spectaculair the effects get. I sure would 
>want to see as much effects as possible and leave my system on for a 
>longer time. 

> 

>DEnnis.. 


-—-MESSAGE FILE 6273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04997 


—-MESSAGE FILE 6274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004998 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Hello Everyone! 

Date: Sun, 24 Oct 1999 14:10:23 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <38134B8F.D289BA16@surfsouth. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 03-vald-029.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4998 scea.yaroze.freetalk 
21486 


Hey everyone! I know it's been a while since I've been on the message 
boards. I don't know if anyone remembers me, or even cares - but I 
figured I should post anyway and tell what's been up with me because I 


use to be fairly active. 


Somehow that nerdly charm payed off and I got me a girlfriend -- and 
bamm! all of that free time that I devoted to playstation programming 
was whisked away. now all the free time I had was for homework or 
sleeping. I'm glad I have a girlfriend, I love her to death, but I just 
wish that there were more hours added to the day to compensate for those 
lost. :) 


That's the prime reason I've been on hiatus. I've been on the net, just 
not in the newsgroups -- or in the weekly SCEA chat. I don't even know 
if there is still a weekly chat. Gosh. It's been months! 


Well, I'm back and hopefuly to stay for a while. Me and a friend of mine 
are going to start working on a Raceing game for the PlayStation - 
Wipeout style. If anyone is interested drop me an email. 


What's everyone been up? Anyone care to fill me in or should I go search 
though the thousands of newsgroup messages that have been posted since? 
:) I need a new version of ARS, I know that. 


Later! 


"darco 

darco@bigfoot.com 

icq 1454810 (please add me to your list if you are a net yaroze member!) 

—-MESSAGE FILE 6274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
04998 


-—-MESSAGE FILE 6275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0004999 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Tue, 26 Oct 1999 23:51:54 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 45 

Message-ID: <developer-2610992351560001@192.168.0.1> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
NNTP-Posting-Host: prol-171.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1487 scee.yaroze.freetalk.english 
24999 


> >LinuxPPC on Dolphin. 
> >I would just love to see a Linux on the PS2. 
Latest Update on the LinuxMIPS, and LinuxR10K. 


Well! Kids, a Friend of mine who does the Linuxy thingy with me has just 
been sent off to San Diego for work on the New LinuxMIPS port from 
LinuxPPC type of porting job. He is porting to the MIPS4 platform, as 
well as the MIPS R10K platform [SGT] 


> Forgive me if I am off-mark, but I have not been around for a bit. 
Nope all offers not rejected. I Am One so don't worry... 


> I do believe I read Linux will be the OS for the development tools 
> for PSX TT. 


Quite right, but the platform for Development is the ECGS cross-compiler 
on Intel. It connects to the PSX2 via TCP/IP ethernet. 


Net Yaroze newsgroups message dump.txt 


The Setup for LinuxPPC would entail a bit of work getting ECGS to work as 
a X-Compiler, but I did that with MkLinux for GCC for the NY. 

Trouble was, I needed the Intel box to do the file downloading.. 

Thank god for Samba.. 


> For reasons of stability. I have also been reading quite a 
> bit about how difficult development for PSX II will be. 


Not as difficult as some are saying. The big thing are the editing tools. 
Hard to find Photoshop for Linux. : ( 

However, for die hard MacOS enthusiasts like me, I run both and do 
extensive networking. TCP/IP, Appletalk, and SMB. 


> I do know From Software is doing a King's Field type RPG for the 
> system's launch, which will coerce me to have to spend the $390.. 


Hmm, don't remind me. I now have cleared the cost/benefit of the NY, only 
to be looking at $5K for PSX2_Dev. : ( 

Hope they come out with a LinuxMIPS PSX2_NetYarose2-devel-1.0.0.mips4.rpm 
so that we can use an off-the-shelf unit, but register its MAC [NIC] 
address with Sony [SCEA] and use it for doing "Higher-end" development. 


If it contains the FireWire port, you can use the MacG3/G4 as a drive, and 
use a DVD-AUTH-OS-LinuxMIPS disk as a booter/authenticator. 


Ahhh, but my wishes are limitless aren't they? 


Sean 


Page 4055 


--MESSAGE FILE 6275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


04999 


--MESSAGE FILE 6276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005000 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 
From: developer@woodentulip.com (Sean Kennedy) 
Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: Hello Everyone! 

Date: Wed, 27 Oct 1999 00:07:58 -0400 

Organization: Wooden Tulip Ltd. 

Lines: 28 

Message-ID: <developer-2710990007590001@192.168.0.1> 
References: <38134B8F.D289BA16@surfsouth. com> 
NNTP-Posting-Host: prol-171.barrie.connex.net 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5000 scea.yaroze.freetalk 


21488 


> Hey everyone! I know it's been a while since I've been on the message 
> boards. 
Hi Darco! Great "Reading" you again! 


Somehow that nerdly charm payed off and I got me a girlfriend -- and 
bamm! all of that free time that I devoted to playstation programming 
was whisked away. now all the free time I had was for homework or 
sleeping. I'm glad I have a girlfriend, I love her to death, but I just 
wish that there were more hours added to the day to compensate for those 
lost. :) 


VV V V V V 


HAH, HAH, HAH! 
:)))))) 


Hey I've been there. Was doing it last year in January. 
Girlfriend thing panned after finding out I had a girl with the 


personality of a Plastic Toy for a "Significant Other". So it did not 
pan out. 
I got majorly behind in all respects, and then just turned into a potato 


for 2-3 months after July. {Friend got married, I had New System 
Implementation. ETC.) 


Now I will be back in the Wooden Tulip Saddle for a New Project that will 
have me programming neat stuff for a while, so you all may be hearing more 
from me too. 
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-sean 
--MESSAGE FILE 6276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05000 


--MESSAGE FILE 6277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005001 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english,scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Thu, 28 Oct 1999 21:59:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <7vadfa$lk1@chuka.playstation.co.uk> 

References: <38134B8F.D289BA16@surfsouth.com> 

NNTP-Posting-Host: th-gt143-114.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5001 scea.yaroze.freetalk 
21489 


> What's everyone been up? Anyone care to fill me in or should I go search 
> though the thousands of newsgroup messages that have been posted since? 
> :) I need a new version of ARS, I know that. 


It's worth a look through the list will give you a good idea, especially of 
what games etc people have released. However, it's only in the last month or 
so that it's really become busy in here. I don't know how far back you want 
to go, but about July/August there was a request from G. Bain for OPM games, 
which lead to a massive response with most people pointing out that they're 
working hard on new projects, though there was a discussion about the amount 
of support etc given for the NY (almost turned into a flame war, but I think 
we just about avoided that). Then Septemeber, most of the talk was about 
ECTS which seemed to be enjoyed by all that went. Also, Septemeber saw quite 
a lot of talk about Next Gen consoles - basically, who's getting a 
Dreamcast, then a lot of discussion about the PS2 and more requests for an 
NY2. In October, there has been talk about a list of currently active Net 
Yaroze members, as well as the wish for more teams like Team Parc, and talk 
of trying to get a column or section in OPM with cheats for games which have 
already been on the disc, and news of what is happening. 


If you want any further back than July, either ask, or have a look yourself 
(if you ask, we'll be able to summarise from what we remember, rather than 
you having to guess from the subject, as most threads change in the middle). 


Later! 
"darco 


darco@bigfoot.com 
icq 1454810 (please add me to your list if you are a net yaroze member!) 


V V V V V 


Cheers, 
Rikki 


—-MESSAGE FILE 6277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05001 


-—-MESSAGE FILE 6278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005002 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Thu, 28 Oct 1999 22:20:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <381lccbdb.290691021@news.playstation.co.uk> 
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References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
<developer-2610992351560001@192.168.0.1> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1490 scee.yaroze.freetalk.english 
25002 


On Tue, 26 Oct 1999 23:51:54 -0400, developer@woodentulip.com (Sean 
Kennedy) wrote: 


>> For reasons of stability. I have also been reading quite a 

>> bit about how difficult development for PSX II will be. 

> 

>Not as difficult as some are saying. The big thing are the editing tools. 
>Hard to find Photoshop for Linux. : ( 


And that's compiled for a non-intel CPU, which will further reduce 
availability of software. 


>Hmm, don't remind me. I now have cleared the cost/benefit of the NY, only 
>to be looking at $5K for PSX2_Dev. : ( 


$5k? 


Where did you get that number from? (I thought the Japanese version 
is approximately $20k). 


Steven 


—-MESSAGE FILE 6278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05002 


-—-MESSAGE FILE 6279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005003 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Sun, 31 Oct 1999 17:17:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7vhtldSa6nl@chuka.playstation.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <leQdpxc.130jefdh5dqhvN@al1-8 
8-110.al.nl> <7v977£$m3b2@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc-67.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


OK then should the letter be from all the Yarozers or an anonymous letter, 
snail mail or email ? 


psm@futurenet.co.uk ? 


Anyone know the ed's email? His name is on the intro at the start of each 
OPM so I presume it would be name.secondname@futurenet.co.uk? 


—-MESSAGE FILE 6279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05003 
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-—-MESSAGE FILE 6280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005004 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Sun, 31 Oct 1999 18:49:18 +0000 

Organization: Max Studios 

Lines: 42 
Message-ID: <381C8F2E. 6CDA4B83@which.net> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> 
NNTP-Posting-Host: p55-mallard-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 35D89D10D82F2035480848D9" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
35D89D10D82F2035480848D9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Yo, 

Well sed chum. 

My name is in. 

Chris Wallace wrote: 

Hey, 

anyone else think that we should have a section in PSM? 

there is a thread higher up called ‘'Infinate Polygon 3D Engine’ 


discussing this but it's not a very good name for the subject... 
Please reply to this because a section in PSM would be cool. 


VVVVVVV 


Chris. 


35D89D10D82F2035480848D9 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


35D89D10D82F2035480848D9-- 


—-MESSAGE FILE 6280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05004 


—-MESSAGE FILE 6281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005005 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Sun, 31 Oct 1999 19:45:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 32 

Message-ID: <381C9C77.A7E68B79@chilternmag.demon.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <leQdpxc.130jefdh5dqhvN@al1-8 
8-110.81.ու» <7v977f£Sm3b2@chuka.playstation.co.uk> <7vhtldSa6nl@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: modem-77.perium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


Donal O'Duibhir wrote: 


> OK then should the letter be from all the Yarozers or an anonymous letter, 
> snail mail or email ? 


What's snail mail? 


psm@futurenet.co.uk ? 


> 
> 
> 
> 
> Anyone know the ed's email? His name is on the intro at the start of each 

> OPM so I presume it would be name.secondname@futurenet.co.uk? 

E-mail is probably easyest, and cheapest. 

If we wanted it to be an anonymous then we couls send it from a friends house, 


or if you've more than one e-mail address then send it from a differen one 
that you normally use. 

i.e. 
plu666@icqmail.com (my very under-used address ) could be used for a home 
non-yaroze mail. 
And then my freeserve one for the yaroze-based mail. 


Chris Wallace. 


P.S. Anyone noticed the programming bit at the very back of the latest PSM? 
We could bring that up. 


—-MESSAGE FILE 6281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05005 


—-MESSAGE FILE 6282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005006 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Sun, 31 Oct 1999 19:56:19 +0000 

Organization: Netcom member 

Lines: 7 

Message-ID: <381C9EE3.BFA5968@netcomuk.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <381C8F2E. 6CDA4B83@which.net 
> 

NNTP-Posting-Host: dialup-16-12.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Yeah, I'm more than willing to add anything I can to this............. 


The CHIEF 
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-—-MESSAGE FILE 6282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05006 


—-MESSAGE FILE 6283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005007 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP 

Date: Sun, 31 Oct 1999 20:18:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7vi8hiSa6n3@chuka.playstation.co.uk> 

References: <7udhvh$ng01@chuka.playstation.co.uk> <3817232A.47A0DCD0@scee.sony.co.uk 
> 

NNTP-Posting-Host: ts99-407.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Nah got ansi.sys but been in touch with Georgey baby and he reckons it's the 
cable, but thanks one and all for replying! 


-—-MESSAGE FILE 6283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05007 


—-MESSAGE FILE 6284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005008 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Sun, 31 Oct 1999 21:25:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7vic03Sa6n4@chuka.playstation.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-8.radon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Indeed, this sounds like a great idea. Not only would it give us Yaroze 
owners a way of keeping in touch with those in the "outside world" by 
letting them know what we are up to, but it would also keep up interest in 
the Yaroze community. I'm sure you have all noticed of late that Sony seems 
to be forgetting us, what with the members web site not being updated for 
around four months and the last two issues of OPM coming without any Yaroze 
games on the cover CD. This would be just what we need to fuel interest in 
what we are doing, and would be the perfect way of making Sony take notice 
of us again to show them we are still here. 


I for one am certainly willing to contribute to articles for OPM, and I 
would also be willing to send a letter to Sony on behalf of us all. 

However, I disagree with some of the previous threads in the 'Infinite 
polygon 3D engine' group above which said that we should use this section 
for making Yaroze game cheats available. I am not sure anyone would really 
be too interested in this. I personally believe that we could use it to 
actually talk about what is happening in the Yaroze community. We could 
mention any games that get released, any games that are currently in 
development, and with the arrival of a few Yaroze teams, a small development 
article could be incorporate which could mention such topics as how the team 
members are getting along, how progress is going etc. Of course these are 
only my opinions but I think we should really push for this to make this 
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happen. What I think we need to do is get together small group who would be 
willing to contribute to the article each month for the magazine. When we 
have done this we should get together (probably on ICQ or via e-mail) to 
draft a column that we could send to the magazine to show then what we are 
willing to do each month. This is really the only way I can see it 
happening. Let me know what you all think. 


Thanks. 
Steven 


http://www.netyaroze-europe.com/~slewis 
ICQ Number : 40785589 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 
news :381738A5.C2C38024@chilternmag.demon.co.uk... 

> Hey, 

anyone else think that we should have a section in PSM? 

there is a thread higher up called '‘'Infinate Polygon 3D Engine’ 
discussing this but it's not a very good name for the subject... 
Please reply to this because a section in PSM would be cool. 


Chris. 


VVVVVVV 


4061 


—-MESSAGE FILE 6284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05008 


—-MESSAGE FILE 6285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005009 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Eclipse Software 

Date: Sun, 31 Oct 1999 21:39:07 +0000 
Organization: Netcom member 

Lines: 44 

Message-ID: <381CB6FB.32B74E63@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-16-12.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi All, 
I'm sure most of you by now has read that Myself and Scott 
Ward are currently putting a group of people together for team work on 
Yaroze games. This is DEFINATELY going ahead now and we want to explain 
a little more about the situation. 


The idea is to get as many people together as possible, then split 
off into groups of about 4-5 people to work on various projects. This 
way all will be accounted for, i.e 2D in one group 3D in another. The 
teams will work on their own project and will learn how to work together 
from the initial game-plan to the final completed project.. 

There is already a team going working on a 2D project and things 
are beginning to go well, so we can already state that this will bea 
worthwhile project to anyone interested. Our website will also be up and 
running soon and all members will beable to contribute to what goes on 
this also. 


We currently have 7 members listed below, if you are remotely interested 
get in touch with either myself or Scott and we can explain more. It 
doesn't matter about experiance/2D/3D/graphics/sound, we are aiming to 
have a project for all to work on. We already have a good mix of novices 
to more experianced members, so everyone is catered for. 


This is the list so far: 


Marc Lambert 
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Scott Ward 
Andrew Murray 
Chris Wallace 
Nathan Miller 
Mark Naylor 
Steven Lewis 


And we are also in contact with another 5 members (no names at 
present :) ). So again, get in touch with us if you are interested: 


THANK YOU 


Marc Lambert 
mlambert@netcomuk.co.uk 

Scott Ward 
scott .wardé@virgin.net 


-—-MESSAGE FILE 6285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05009 


—-MESSAGE FILE 6286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005010 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Sun, 31 Oct 1999 21:44:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7vicvrSa6n5@chuka.playstation.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <7vic03Sa6n4@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: m597-mpl-cvxlb-.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


You can definately count on my support. Anything that improves the overall 
Yaroze scene is a bonus. 


However, I think it'll be a struggle to get OPM interested. It sounds good 
to me but I don't know whether or not the editor will see it as a viable 
addition. Especially as Yaroze's are no longer available to the public. 
Maybe we could campaign for a one-off section that involves the progress of 
the Yaroze over the last couple of years. This way we might be able to get a 
couple of pages dedicated to it. How about including the members who've 
gained jobs in the industry, games released and games due for release etc. 


I think the idea of releasing game cheats is a good idea. Anything that 
would make the readers actually want to spend the time reading it. I know I 
would read a section like this if it meant I could get the codes to Pushy2 
(yes, I know they've been submitted in the letters section but you get the 
point ;o) ). 


Anyway, despite my pessimism ;0) I'd be glad to offer my services if need 
be. 


Cheers, 


Scott 


—-MESSAGE FILE 6286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05010 


—-MESSAGE FILE 6287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005011 
Path: chuka.playstation.co.uk!news 
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From: thechief666 <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Eclipse Software 

Date: Sun, 31 Oct 1999 21:41:59 +0000 
Organization: Netcom member 

Lines: 10 

Message-ID: <381CB7A6.43AF21CD@netcomuk.co.uk> 
References: <381CB6FB.32B74E63@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-16-12.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept-Language: en-GB,en 


Anyone interested in working on a 3D project? We currently have a few good 
members for you to work with, so get in touch with us and we will let you 
know more, 


Thank You 


Marc Lambert 
Scott Ward 


-—-MESSAGE FILE 6287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05011 


—-MESSAGE FILE 6288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005012 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: whats "snail mail" 

Date: 31 Oct 1999 22:08:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01lbf23eb$faaal340$a09124c3@pal-—s-—omnibook> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <leQdpxc.130jefdh5dqhvN@al1-8 
8-110.81.ու» <7v977f£Sm3b2@chuka.playstation.co.uk> <7vhtldSa6nl@chuka.playstation.co 
-uk> <381C9C77.A7E68B79@chilternmag.demon.co.uk> 

NNTP-Posting-Host: Aubervilliers-—3-160.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace wrote 
> What's snail mail? 


"Normal" mail (paper, stamp etc), as opposed to email (not *absolutely* 
sure of that though, as English's not my native language). 


pal 


—-MESSAGE FILE 6288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05012 


—-MESSAGE FILE 6289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005013 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Sun, 31 Oct 1999 23:25:49 +0100 

Organization: DEbri 

Lines: 27 

Message-ID: <le0kb4u.191li2vkv7n8tgN@al—88-114.al.nl> 
References: <381CB6FB.32B74E63@netcomuk.co.uk> 
NNTP-Posting-Host: al—-88-114.al.nl 

X-Newsreader: MacSOUP 2.3 
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thechief666 <mlambert@netcomuk.co.uk> wrote: 


> Hi All, 
> eee 


Congratulations! 
So far it's impressive to see how many people you got together.. 


I just would like to say something about my experiance. I don't say that 
this will apply to your team, but it did at our team. 

We let people work on projects by them selves, as much as possibly. 
NY-games must be finished as asoon as possible before you loose 
interest. 

If you start developing a game on NY. Make a clear gameplan and keep 
everybody well informed. After finishing a very simple but playable 
version, you start adding extra options. 

In our case, I do most of the concepts of all the games, I do a lot of 
graphics of several games and there are working 2 coders at most on one 
project.. 


May I ask who made up the team tilte "eclipse" and why? 


I hope you can do something with this info.. 


Cheers, 


DEnnis. 


4064 


—-MESSAGE FILE 6289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05013 


-—-MESSAGE FILE 6290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005014 

Path: chuka.playstation.co.uk!news 

From: thechief666 <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Eclipse Software 

Date: Sun, 31 Oct 1999 22:45:41 +0000 
Organization: Netcom member 

Lines: 13 

Message-ID: <381CC694.1ACA2B91@netcomuk.co.uk> 


References: <381CB6FB.32B74E63@netcomuk.co.uk> <leOkb4u.191i2vkv7n8tgN@al1l-88-114.al. 


ու» 

NNTP-Posting-Host: dialup-05-05.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


The general idea is to get people working together as teams, which 


hopefully, will provide learning experiance for future industry employment. 
Everyone involved has expressed willingness to work as teams and as I've 
explained previously, all involved with a team will make the desicions on 


all aspects of the project. This obviously needs to be structured, but we 
already have a project going and many of the issues have been met and 
resolved so we have some good experiance already to share, 


Thanx for the input though, 


Marc 


-—-MESSAGE FILE 6290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05014 


—-MESSAGE FILE 6291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005015 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: whats "snail mail" 
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Date: Sun, 31 Oct 1999 23:39:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <381cd330.554712644@news.playstation.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <leQdpxc.130jefdh5dqhvN@al1-8 
8-110.81.ու» <7v977f£Sm3b2@chuka.playstation.co.uk> <7vhtldSa6nl@chuka.playstation.co 
-uk> <381C9C77.A7E68B79@chilternmag.demon.co.uk> <Olbf23eb$faaal340$a09124c3@pal-s-o 
mnibook> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


That's right. 


Because sending a letter by the mail is as slow as a snail is. Email 
is much faster (or fax). 


Steven 


On 31 Oct 1999 22:08:54 GMT, "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
wrote: 


>Chris Wallace wrote 

>> What's snail mail? 

> 

>"Normal" mail (paper, stamp etc), as opposed to email (not *absolutely* 
>sure of that though, as English's not my native language). 

> 

> 

> 

>pal 


—-MESSAGE FILE 6291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05015 


—-MESSAGE FILE 6292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005016 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Mon, 1 Nov 1999 01:48:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <7virabSa6n6@chuka.playstation.co.uk> 

References: <381CB6FB.32B74E63@netcomuk.co.uk> <leOkb4u.191i2vkv7n8tgN@al1-88-114.al. 
ու» 

NNTP-Posting-Host: m63-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news: le0kb4u.191i2vkv7n8tgN@al-88-114.al.nl... 
> thechief666 <mlambert@netcomuk.co.uk> wrote: 


> 

> 

> May I ask who made up the team tilte "eclipse" and why? 
> 

> I hope you can do something with this info.. 

> 

> Cheers, 

> 

> DEnnis. 


That was me I'm afraid. It was just, and still is, a temporary group name 
that I made up so I could work on some logo designs. *WHY?* Who knows. It 
was just one of four that I made up on the spot. Maybe a psychiatrist could 
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answer this for you. ;0) 
OR perhaps I'm mentally scarred over the media coverage of this year's 


*epic* event. I swear, if I hear 'Corona' or 'Bailey's Beads' ever again I 
think I'll shit myself! 


Booyaka 'n' Rrreespect! 


Scott 


—-MESSAGE FILE 6292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05016 


—-MESSAGE FILE 6293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005017 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Mon, 01 Nov 1999 16:47:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <381DC428.3A25542@chilternmag.demon.co.uk> 

References: <381738A5.C2C38024@chilternmag.demon.co.uk> <7vicO3Sa6n4@chuka.playstati 
on.co.uk> <7vicvrSaén5@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-73.calcium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Hey, 

I'd like to push for a monthly section, but if we can't, a one-off will do 
(for now). 
If giving cheats for the games out at the moment we might get people going to 
try them again, and perhaps wanting more Yaroze games. (1 hope) 


Does anyone know if G Bain is still on holiday? 

If you realy want, my ICQ number is: 47475066 
Chris. 

Scott Ward wrote: 


You can definately count on my support. Anything that improves the overall 
Yaroze scene is a bonus. 


However, I think it'll be a struggle to get OPM interested. It sounds good 
to me but I don't know whether or not the editor will see it as a viable 
addition. Especially as Yaroze's are no longer available to the public. 
Maybe we could campaign for a one-off section that involves the progress of 
the Yaroze over the last couple of years. This way we might be able to get a 
couple of pages dedicated to it. How about including the members who've 
gained jobs in the industry, games released and games due for release etc. 


I think the idea of releasing game cheats is a good idea. Anything that 
would make the readers actually want to spend the time reading it. I know I 
would read a section like this if it meant I could get the codes to Pushy2 
(yes, I know they've been submitted in the letters section but you get the 
point ;o) ). 


Anyway, despite my pessimism ;0) I'd be glad to offer my services if need 
be. 


Cheers, 


VVVVVVVVVVVVVVV VV VV VV VV 


Scott 


—-MESSAGE FILE 6293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05017 


—-MESSAGE FILE 6294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005018 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY SECTION IN PSM 

Date: Mon, 01 Nov 1999 16:49:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <381DC496.E8E07195@chilternmag.demon.co.uk> 


References: <381738A5.C2C38024@chilternmag.demon.co.uk> <7vicO03Sa6n4@chuka.playstati 
on.co.uk> <7vicvrSa6n5@chuka.playstation.co.uk> <381DC428.3A25542@chilternmag.demon. 


co.uk> 
NNTP-Posting-—Host: modem-73.calcium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Chris Wallace wrote: 


> Hey, 

> I'd like to push for a monthly section, but if we can't, a one-off will do 
> (for now). 

> If giving cheats for the games out at the moment we might get people going to 
I wrote that wrong... 

get rid of the first 'If' and the 'we'. 


try them again, and perhaps wanting more Yaroze games. (1 hope) 
Does anyone know if G Bain is still on holiday? 
If you realy want, my ICQ number is: 47475066 
Chris. 
Scott Ward wrote: 


You can definately count on my support. Anything that improves the overall 
Yaroze scene is a bonus. 


However, I think it'll be a struggle to get OPM interested. It sounds good 
to me but I don't know whether or not the editor will see it as a viable 
addition. Especially as Yaroze's are no longer available to the public. 
Maybe we could campaign for a one-off section that involves the progress of 
the Yaroze over the last couple of years. This way we might be able to get a 
couple of pages dedicated to it. How about including the members who've 
gained jobs in the industry, games released and games due for release etc. 


I think the idea of releasing game cheats is a good idea. Anything that 
would make the readers actually want to spend the time reading it. I know I 
would read a section like this if it meant I could get the codes to Pushy2 
(yes, I know they've been submitted in the letters section but you get the 
point ;o) ). 


Anyway, despite my pessimism ;0) I'd be glad to offer my services if need 
be. 


Cheers, 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVVV VV VV VV VV 


Scott 


—-MESSAGE FILE 6294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05018 
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-—-MESSAGE FILE 6295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005019 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Mon, 01 Nov 1999 17:29:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <381DCEOD.AERE6EC7F@scee.sony.co.uk> 

References: <7r9fcpSmac5@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> <38187c03.204715825@news.playstation. 
co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1491 scee.yaroze.freetalk.english 
25019 


Steven Osman wrote: 
> 
> What if the other process overwrites memory where your code is or 
> something... 

> 

> I'm not convinced that everything will return nice and neatly! 


As far as I know I don't think it will overwrite code or data that you included into 
your C file, 

but anything else you upload with SIOCONs (eg TIMs, sounds, etc), the loader doesn't 
know about and 

therefore it may overwrite it. 


In comparison with the code size, TIMs, model data and sounds are much bigger and th 
erefore most 
people concentrate on different ways of managing that instead of using code overlays 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 

their prejudices. 

—-MESSAGE FILE 6295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05019 


—-MESSAGE FILE 6296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005020 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: Child exe processes 

Date: Mon, 01 Nov 1999 17:30:38 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <381DCE3E.AA954C86@scee.sony.co.uk> 

References: <7r9fcpSmac5S@chuka.playstation.co.uk> <38074ac5.1391490187@news.playstat 
ion.co.uk> <3817220F.462F8E16@scee.sony.co.uk> <leQdplv.1k5b3nm59cwaoN@al-88-110.al. 
ու» 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1492 scee.yaroze.freetalk.english 
25020 
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DEnnis Brinkhuis wrote: 


> 

> James Russell <James_Russell@scee.sony.co.uk> wrote: 
> 

> JAMES IS BACK!!!! 

> SCEE is still alive!!! 


Well, understandably (what with a certain announcement in Japan) we've been a bit BU 
SY over the past 


few months. :0) 
== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 

their prejudices. 

—-MESSAGE FILE 6296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05020 


—-MESSAGE FILE 6297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005021 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Mon, 01 Nov 1999 17:31:58 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <381DCE8E.D2879D02@scee.sony.co.uk> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
<developer-2610992351560001@192.168.0.1> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1493 scee.yaroze.freetalk.english 
25021 


Sean Kennedy wrote: 
> 
> Hard to find Photoshop for Linux. : ( 


GIMP does almost everything Photoshop does. 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Many people think they are thinking, when they are really only rearranging 

their prejudices. 

—-MESSAGE FILE 6297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05021 


—-MESSAGE FILE 6298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005022 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Mon, 1 Nov 1999 20:12:52 +0100 

Organization: DEbri 

Lines: 27 

Message-ID: <le013ik.4dy8xer3h0wN@[194.151.88.144]> 

References: <381CB6FB.32B74E63@netcomuk.co.uk> <leOkb4u.191i2vkv7n8tgN@al1-—88-114.al. 
nl> <7virabSa6n6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.151.88.144 
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X-Newsreader: MacSOUP 2.3 


It's always nice to hear where a name came from. But it appears that the 
game-industrie has a lot of "bull-shit" names. Team Parc is not the most 
serious name in the world, and the only real question I asked Peter 
Molyneux in the pub was where the names Bullfrog and Lionhead came from. 
Well, Lionhead (or was that BullFrog?) is the name of the ginnypig of 
one of the employers!!! 


A good explenation in your case could be "the year in witch the group 
was formed was a year with a total eclipse" or "Eclipse is a rearly and 
mysterious happening, just like your team"... 


Yeah right չ-) 
Cheers guys, 


I'll be looking towards your products.. 


DEnnis.. 


PS. We made up our team right after the ECTS. I met some people during 
the short course and again at the ECTS. With these we started Team Parc, 
so we excist about 1 year now. But we celibrate it during the ECTS. So 
for us the ECTS is not only a nice game-show, but also a gathering of 
Team Parc and celibration of our aniversary (what a load of crap ;-) 


—-MESSAGE FILE 6298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05022 


—-MESSAGE FILE 6299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005023 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Mon, 1 Nov 1999 20:12:55 +0100 

Organization: DEbri 

Lines: 36 

Message-ID: <le013q2.1r803827ktbi8N@[194.151.88.144]> 

References: <381CBO6FB.32B74E63@netcomuk.co.uk> <leO0kb4u.191i2vkv7n8tgN@al—88-114.al. 
ու» <381CC694.1ACA2B91@netcomuk.co.uk> 

NNTP-Posting-Host: 194.151.88.144 

X-Newsreader: MacSOUP 2.3 


thechief666 <mlambert@netcomuk.co.uk> wrote: 


The general idea is to get people working together as teams, which 
hopefully, will provide learning experiance for future industry employment. 
Everyone involved has expressed willingness to work as teams and as I've 
explained previously, all involved with a team will make the desicions on 
all aspects of the project. This obviously needs to be structured, but we 
already have a project going and many of the issues have been met and 
resolved so we have some good experiance already to share, 


Thanx for the input though, 


VVVVVVVVVV VV 


Marc 


Yeah, we are also aiming for the experiance and I get the impression 
that I'm more dedicated if I work with others. A major difference 
between Eclipse and Team Parc is the fact that we are not divided in 
groups, but we all work sepratly on projects. If somebody wants to join 
the development of a sertain game, that is possible if the other(s) are 
ok with that. Normally, we will discuss the problems every sunday and 
mondya nd you can ask the rest to help. Also, if you don't want to wait 
for the weekly chats, you can mail the others and you will know a little 
about the others to get the impression of what talents they got. 

Again I think it's good to have a few people just working on designing 
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and stuff. In our case we really are based around a few very dedicated 
people. Most of the Team Parc members are really bussy. That is ok, they 
can join in whenever they have time or get out whenever they want. Than 
we are back to our goal, and that is basicly "Having fun in games 
development". 

But it's a good thing you already have experiance.. 

What is your current project about? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05023 


—-MESSAGE FILE 6300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005024 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Mon, 01 Nov 1999 19:11:36 -0500 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <381E2C38.A4F6C759@surfsouth. com> 

References: <381CB6FB.32B74E63@netcomuk.co.uk> <381CB7A6.43AF21CD@netcomuk.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 11-vald-Oaa.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


thechief666 wrote: 

Anyone interested in working on a 3D project? We currently have a few good 
members for you to work with, so get in touch with us and we will let you 
know more, 


Thank You 


Marc Lambert 
Scott Ward 


VVVVVVV VV 


I am most definately interested. I'm about to start work on a 3D project 
right now, I'm just working out the framework code. (And it's a really 
awesome framework I might add :) The framework right now has no game on 
it so it is very flexible as to what kind of game it can be. I'll have 
to re-write a few things to make it so that people without an AR can 
work on it, but that shouldn't be that difficult. OR, we could just dump 
my framework and go from scratch. 


Well, count me in I suppose. My artist friend (who's been working on my 
past 2 projects) wants me to work with some other yarozers out there 
anyway. 


"darco 

darco@bigfoot.com 

—-MESSAGE FILE 6300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05024 


—-MESSAGE FILE 6301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005025 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 2 Nov 1999 11:27:41 +0100 

Organization: DEbri 

Lines: 30 
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Message-ID: <leOgm80.c54naullhfbigN@[194.171.204.57]> 

References: <38134B8F.D289BA16@surfsouth.com> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5025 scea.yaroze.freetalk 
21494 


Darco <rquat@surfsouth.com> wrote: 


Somehow that nerdly charm payed off and I got me a girlfriend -- and 
bamm! all of that free time that I devoted to playstation programming 
was whisked away. now all the free time I had was for homework or 
sleeping. I'm glad I have a girlfriend, I love her to death, but I just 
wish that there were more hours added to the day to compensate for those 
lost. :) 


V V V V V V 


Good for you, stick with her, might be your last chance ;-) 
To bad most girls aren't as excited about games as we are.. 


> Well, I'm back and hopefuly to stay for a while. Me and a friend of mine 
> are going to start working on a Raceing game for the PlayStation - 
> Wipeout style. If anyone is interested drop me an email. 


Not interested, sorry. Actually I think it's not original. Robert Swan 
did a nice Wipe-out clone and I've seen some good wipeout-like-work from 
SCEI as well. Maybe try to be a bit inovative.. 


> What's everyone been up? Anyone care to fill me in or should I go search 
> though the thousands of newsgroup messages that have been posted since? 
> :) I need a new version of ARS, I know that. 


A lot of talinking about the PS2 and DC. 
Personally I'd like to add that my picture is in EDGE magazine.. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 6301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05025 


—-MESSAGE FILE 6302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005026 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 2 Nov 1999 11:27:42 +0100 

Organization: DEbri 

Lines: 25 

Message-ID: <leOgmk7.1472t1i9vqw74N@[194.171.204.57]> 

References: <38134B8F.D289BA16@surfsouth.com> <7vadfa$1lk1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.171.204.57 
X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5026 scea.yaroze.freetalk 
21495 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


> What's everyone been up? Anyone care to fill me in or should I go search 
> though the thousands of newsgroup messages that have been posted since? 
> :) I need a new version of ARS, I know that. 


....-already been on the disc, and news of what is happening. 


> 

> 

> 

> 

> It's worth a 
> 

> 

> Cheers, 

> Rikki 

This summs it up well. ECTS was great and we (Team Parc) finally 
released our first game called DOWN. It's really simple and can be 
played with up to 4 players (split-—joypad). When played in 4-player mode 
is sure is great fun. Something els thats rather new I guess, is a 
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hidden cheat-menu. Download irt from ~parc (http://go.to/teamparc) 


George did ask for more games and did get a hudge response. But he went 
on holiday right after putting up his request. We didn't get much reply 
from Sony after that. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05026 


—-MESSAGE FILE 6303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005027 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Mon, 01 Nov 1999 19:11:07 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <381de48e.3952247@news.scea.sony.com> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
7]> 

NNTP-Posting-Host: vmlabs32.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5027 scea.yaroze.freetalk 
21496 


> Good for you, stick with her, might be your last chance ;-) 
> To bad most girls aren't as excited about games as we are.. 


My finacee enjoys playing action/adventure games like Zelda and Mario 
(havn't gotten her into Banjo yet). She also loves watching the 
dancing animals in Diddy Kong Racing's character select screen. 


If I play GTA, however, she gets all grossed out. Especially with 
that lovely *squish* when running over pedestrians :) 


Scott 
—-MESSAGE FILE 6303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05027 


—-MESSAGE FILE 6304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005028 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Tue, 02 Nov 1999 22:32:00 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <381FACB0O.A7DC7C96@surfsouth. com> 

References: <381CBO6FB.32B74E63@netcomuk.co.uk> <leOkb4u.191li2vkv7n8tgN@al—88-114.al. 
nl> <7virabSa6n6@chuka.playstation.co.uk> <le013ik.4dy8xer3h0OwN@[194.151.88.144]> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 01-vald-0O0f.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


DEnnis Brinkhuis wrote: 


It's always nice to hear where a name came from. But it appears that the 
game-industrie has a lot of "bull-shit" names. Team Parc is not the most 
serious name in the world, and the only real question I asked Peter 
Molyneux in the pub was where the names Bullfrog and Lionhead came from. 
Well, Lionhead (or was that BullFrog?) is the name of the ginnypig of 


V V V V V V 


Net Yaroze newsgroups message dump.txt Page 4074 
one of the employers!!! 

A good explenation in your case could be "the year in witch the group 

was formed was a year with a total eclipse" or "Eclipse is a rearly and 


mysterious happening, just like your team".. 


Yeah right ;-) 


VVVVVVVV 


"voria", from Voria Gameworks, was just a non-sense word that me and my 
friend dusty made up when we were brainstorming for a name of a coding 
group. Later on out of curosity, I did a web search for "voria" and I 
found out the Voria rurialias was the larval parasite of the cabage 
loper. Go figure. 


"darco 
—-MESSAGE FILE 6304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05028 


-—-MESSAGE FILE 6305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005029 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 02 Nov 1999 22:39:21 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <381FAE69.E2B66CE6@surfsouth. com> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
7]> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 01-vald-00f.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5029 scea.yaroze.freetalk 
21497 


DEnnis Brinkhuis wrote: 
> 


> Not interested, sorry. Actually I think it's not original. Robert Swan 
> did a nice Wipe-out clone and I've seen some good wipeout-like-work from 
> SCEI as well. 


Actually the inspiration for the game I thought was kinda cool. The idea 
was to make a racing game and a shooting game into one - ie: you stick a 
regular controler into controler port 1, and a light gun into controler 
port 2. Then you drive with one hand and shoot stuff with the light gun. 
It might not work out as well as I would want it to, but hey - why not 
give it a try? You never know. 


Of course, you would be able to play the game without the light gun, 
even though that was the whole inspiration of the game. The game being 
of a 'wipeout' style is totaly tentave - no work beyond that of the 
initial code framework has commensed. 


> Maybe try to be a bit inovative.. 


-darco 
--MESSAGE FILE 6305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05029 


--MESSAGE FILE 6306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005030 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "David Alan Romig, Jr." <drjr@drexel.edu> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Tue, 02 Nov 1999 23:06:48 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <381FB4CE.FC1FB451@drexel.edu> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
71» <381FAR69.E2B66CE6@surfsouth. com> 

NNTP-Posting-Host: a122.COMCAT.COM 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5030 scea.yaroze.freetalk 
21498 


I was in chat tonight but I missed ya' coming in cause I was browsing the 
newsgroups. Sorry. There wasn't really anyone here this week anyway. (There 
was last week though.) Anyway, I plan on showing up next week. I see anyone 
who shows up. 


--Dave Romig, Jr. (drjr@drexel.edu) 


—-MESSAGE FILE 6306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05030 


-—-MESSAGE FILE 6307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005031 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: PS2, how about NY2? 

Date: Fri, 05 Nov 1999 01:24:45 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 18 

Message-ID: <developer—-0511990124490001@192.168.0.1> 

References: <7rjqbb$g0d17@chuka.playstation.co.uk> <864sgyjalx.fsf@foo.mel.cybec.com 
-au> <developer-1609992316400001@192.168.0.1> <3805f1d1.59065528@news.scea.sony.com> 
<developer—-2610992351560001@192.168.0.1> <381DCE8E.D2879D02@scee.sony.co.uk> 

NNTP-Posting-Host: pro2-182.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1500 scee.yaroze.freetalk.english 
25031 


> Sean Kennedy wrote: 
> > Hard to find Photoshop for Linux. : ( 


> GIMP does almost everything Photoshop does. 
> == James_Russell@scee.sony.co.uk 


Very true. And ImageMajik can open more files than GIMP and Photoshop. 


I mentioned Pshop because as an industry standard the training involved is 
consistent across platforms. 


Reason Number 2: 
Photoshop has the patent on the 2x2/3x3/4x4 matrix dither anti-alias. 
So when you do a rez/derez, it looks normal. Rather than aliased and pixelated. 


But GIMP does splendid work. 


-sean 
--MESSAGE FILE 6307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05031 


--MESSAGE FILE 6308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005032 
Path: chuka.playstation.co.uk!debri 
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From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Thu, 4 Nov 1999 20:55:16 +0100 

Organization: DEbri 

Lines: 24 

Message-ID: <leOpbd0.10vv3u2got5moN@al-88-123.al1.nl1> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
71» <381FAER69.E2B66CE6@surfsouth. com> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5032 scea.yaroze.freetalk 
21501 


Darco <rquat@surfsouth.com> wrote: 


Actually the inspiration for the game I thought was kinda cool. The idea 
was to make a racing game and a shooting game into one - ie: you stick a 
regular controler into controler port 1, and a light gun into controler 
port 2. Then you drive with one hand and shoot stuff with the light gun. 
It might not work out as well as I would want it to, but hey - why not 
give it a try? You never know. 


VVVVVVV VV 


-darco 


We once had an idea of a mountain climber that had to climb up a wall, 
as you understand. During his climb, all rocks were falling down, a 
second player could keep the climber free from being hit by the blocks. 
In one player mode you could choose to save an automatic climber with a 
gun or controll the climber with less rocks falling down.. 


Well, keep us informed.. 
Cheers mate, 


DEnnis.. 
--MESSAGE FILE 6308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05032 


--MESSAGE FILE 6309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005033 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eclipse Software 

Date: Thu, 4 Nov 1999 20:55:33 +0100 

Organization: DEbri 

Lines: 20 

Message-ID: <le0pbi4.whxbnullta5xcN@al-88-123.al.nl> 

References: <381CB6FB.32B74F63@netcomuk.co.uk> <le0kb4u.19li2vkv7n8tgN@al-88-114.al1. 
nl> <7virabša6n6@chuka.playstation.co.uk> <le013ik.4dy8xer3hO0wNQ@[194.151.88.144]> ՀՅ 
81FACBO.A7DC7C96@surfsouth. com> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Darco <rquat@surfsouth.com> wrote: 


"voria", from Voria Gameworks, was just a non-sense word that me and my 
friend dusty made up when we were brainstorming for a name of a coding 
group. Later on out of curosity, I did a web search for "voria" and I 
found out the Voria rurialias was the larval parasite of the cabage 
loper. Go figure. 


VVVVVVVV 


"darco 


I started my own company and had to made up a name as well. My name is 
DEnnis Brinkhuis so I choose Debri (DEnnis BRInkhuis). 
Afterwards I found out that you pronounce it similar to Debris. Can you 
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imagine a company with such a name չ-) 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 6309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05033 


—-MESSAGE FILE 6310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005034 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: Hello Everyone! 

Date: Fri, 05 Nov 1999 04:32:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <38225dd4.220295568@news.playstation.co.uk> 

References: <38134B8F.D289BA16@surfsouth.com> <le0gm80.c54naullhfbigN@[194.171.204.5 
7]> <381FAE69.E2B66CE6@surfsouth.com> <381FB4CE.FC1FB451@drexel.edu> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5034 scea.yaroze.freetalk 
21502 


Yeah, I wanted to be on there but I had just pulled an all-nighter 
getting some code done for work the night before! 


Steven 


On Tue, 02 Nov 1999 23:06:48 -0500, "David Alan Romig, Jr." 
<drjr@drexel.edu> wrote: 


>I was in chat tonight but I missed ya' coming in cause I was browsing the 
>newsgroups. Sorry. There wasn't really anyone here this week anyway. (There 
>was last week though.) Anyway, I plan on showing up next week. I see anyone 
>who shows up. 

> 

>--Dave Romig, Jr. (drjr@drexel.edu) 

> 


—-MESSAGE FILE 6310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05034 


-—-MESSAGE FILE 6311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005035 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: err??? 

Date: 6 Nov 1999 09:53:58 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <800trmSaucl@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi all, 
I got this e-mail and was wondering if anyone here knew who he was? 


George 


>>>> 
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Hi! 

How are you eh? 

Well, I don’t speak a god english, beacause I am of Ecuador....what Ecuador? 
Yes friend. 

Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 


Hey friend if you have another information about a new Net Yaroze II please 
send me a mail. 

Your Friend Santiago Nicolalde. 

Hey write me! 

<<<< 


—-MESSAGE FILE 6311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05035 


—-MESSAGE FILE 6312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005036 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: Sat, 06 Nov 1999 11:00:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <38240A48.DE9AFB76@chilternmag.demon.co.uk> 
References: <800trmSaucl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-32.radon.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


George Bain wrote: 

Hi all, 

I got this e-mail and was wondering if anyone here knew who he was? 
George 


>>>> 

Hi! 

How are you eh? 

Well, I don’t speak a god english, beacause I’am of Ecuador....what Ecuador? 
Yes friend. 

Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

Hey friend if you have another information about a new Net Yaroze II please 
send me a mail. 

Your Friend Santiago Nicolalde. 

Hey write me! 

<<<< 


VVVVVVVVVVVVV VV VV 


errrm.... haven't a clue. sorry.. 
Chris 


—-MESSAGE FILE 6312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05036 


—-MESSAGE FILE 6313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005037 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PSM Scary 

Date: Sat, 6 Nov 1999 11:00:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <8011q5Sauc2@chuka.playstation.co.uk> 
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NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


Just read the new PSM the one with the really scary Lara on the front (Who 
looks disturbingly like Marina out of StingRay with collagen implants) 


I'm not even going to question why they say that you can add a keyboard to 
the PS2 with the PCCard slot, surely the USB slot is a lot easier as the 
keyboards already exist, shall we put that down to an oversight. What I 
question is their apparent lack of knowledge of the industry, in the PS2 
overview bit they are talking about the DVD capabilities of the machine and 
the rumours that George Lucas is getting involved to oversee interactive 
movies for the machine, IMHO that is the last thing the machine needs, 
interactive movies have failed, and probably always will fail nobody wants 
to watch a film and press left or right just before jumping out of a train 
or something, I can't think of anything more boring, the only interactive 
movie I want to get involved with will take more than a PS2 to achieve, I 
need a holodeck, a large starship and a chatty computer. 


If PS2 is to usher in Interactive movies, I'll stick with my N64 and 
Cartridges. 


My other problem is with their review of Tomb Raider, I've never been a fan 
of TR, but they were stupid enough to put a playable demo on the CD so we 
could see what it was like, well I would give it about 3 or 4 if I was being 
generous, the control system is the worst kind of wank I've ever seen, if I 
could get lara to aim at something was a miracle, if they fixed the controls 
it might be an average game but as I say it a sub standard game... 


—-MESSAGE FILE 6313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05037 


-—-MESSAGE FILE 6314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005038 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 12:45:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <8017urSauc3@chuka.playstation.co.uk> 
References: <8011q5Sauc2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-102.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Just read the new PSM the one with the really scary Lara on the front (Who 
> looks disturbingly like Marina out of StingRay with collagen implants) 


Lol 


> I'm not even going to question why they say that you can add a keyboard to 
> the PS2 with the PCCard slot, surely the USB slot is a lot easier as the 
> keyboards already exist, shall we put that down to an oversight. What I 


They really haven't got a clue. They very obviously only ever used a PSX and 
probably typewrite the magazine. It seemed much of what they said in their 
PS2 section was all assumed, and they assumed wrong. Another strange thing 
they said was that with the downloadability of "digital content, the memory 
card could be an essential purchase". Are they trying to say that people 
will buy an 8meg memory card to download movies and games onto it? I thought 
the increased size was so you wouldn't have to have fourteen million memory 
cards lying around, not knowing what is on each one. This was especially 
dumb as they say later that there will be a HD for storing downloads... 
Finally, they also seem to be excited about recordable DVD, but surely that 
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will just lead to even more piracy. 
Oh, and wouldn't the output to MiniDisc be through the digital optical out, 
rather than the PCMCIA card? 


> question is their apparent lack of knowledge of the industry, in the PS2 

> overview bit they are talking about the DVD capabilities of the machine 
and 

the rumours that George Lucas is getting involved to oversee interactive 
movies for the machine, IMHO that is the last thing the machine needs, 
interactive movies have failed, and probably always will fail nobody wants 
to watch a film and press left or right just before jumping out of a train 
or something, I can't think of anything more boring, the only interactive 
movie I want to get involved with will take more than a PS2 to achieve, I 
need a holodeck, a large starship and a chatty computer. 


v 


Again, I think it's more naivity on PSMs part. Their typewriters and morse 
code has let them down again ;) Anyway, it will be the developers that fail 
by trying to bring in interactive movies, not the machine, as there are 
going to many other games than just IMs. I reckon it would be good if you 
had a reasonably normal movie that reacted to things people shout out when 
watching it (eg. "He's behind you" will make the character spin around and 
start shooting, or something), but that's probably beyond PS2. 


If PS2 is to usher in Interactive movies, I'll stick with my N64 and 
Cartridges. 


My other problem is with their review of Tomb Raider, I've never been a 
fan 

> of TR, but they were stupid enough to put a playable demo on the CD so we 
> could see what it was like, well I would give it about 3 or 4 if I was 
being 

> generous, the control system is the worst kind of wank I've ever seen, if 
1 

> could get lara to aim at something was a miracle, if they fixed the 
controls 

> it might be an average game but as I say it a sub standard game... 


For some reason I bought 181 and TR2 and hated both, and sold them. Shame 
they couldn't make 3 or 4 any better. Actually, no it's not. The whole idea 
of the sequels is a complete rip off, as it's the same stuff over again, and 
none if it's fun. There's not enough battling, and any that does happen is 
to difficult to control from third person, and after that you've got 
searching around and trying to guess which blocks to move or switches to 
'flick', which is difficult in third person view as the camera buggers off 
and points in the other direction... 


Rikki 


-—-MESSAGE FILE 6314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05038 


—-MESSAGE FILE 6315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005039 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 06 Nov 1999 12:57:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <382425CD. 6FD92F2@chilternmag.demon.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-109.selenium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 
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For some reason I bought 181 and TR2 and hated both, and sold them. Shame 
they couldn't make 3 or 4 any better. Actually, no it's not. The whole idea 
of the sequels is a complete rip off, as it's the same stuff over again, and 
none if it's fun. There's not enough battling, and any that does happen is 
to difficult to control from third person, and after that you've got 
searching around and trying to guess which blocks to move or switches to 
'flick', which is difficult in third person view as the camera buggers off 
and points in the other direction... 


VVVVVVVV 


Personaly I don't hate the TR's although some bits are stupidly hard to work out 
and there is some times to many slow moving blocks to pull. 

It's still a good game, if it wasn't, no-body would buy it... 

Do you two like Soul Reaver? 


Chris. 


-—-MESSAGE FILE 6315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05039 


—-MESSAGE FILE 6316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005040 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 14:54:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <801ffjScp3@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-63.cesium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rikki Prince wrote in message <8017urSauc3@chuka.playstation.co.uk>... 

> I reckon it would be good if you 

>had a reasonably normal movie that reacted to things people shout out when 
>watching it (eg. "He's behind you" will make the character spin around and 
>start shooting, or something), but that's probably beyond PS2. 


Yeah, and and a 'oh no he isn't/ oh no he is' feature, some washed-up 
commedians/boxers/soap 'stars', men in drag, and you could get your own 
interactive pantomime! (aid jack in his quest to the beanstalk, and 
beyond..... in this exciting new interactive entertainment). 


Anyway, enough of that. The old ‘interactive movie' thing always seems to 
make an appearance when a new games platform/technology appears. With any 
luck they'll sink without a trace like the others before ( 7th Guest, et 
al ) ;) 


I hated Tomb Raider as well. There's always some point where the camera 
fails to give you a decent idea of what's going on. I hate sequels that are 
like glorified add-on disks, basically an improvement in technology and some 
new levels. I recently bought Tiberium Sun and found that to be little more 
than Red Alert with some added bells and whistles. 


Oh well, moan over. 
Stuart. 


—-MESSAGE FILE 6316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05040 


—-MESSAGE FILE 6317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005041 
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Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 13:35:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <801fkiScp4@chuka.playstation.co.uk> 
References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
նէ» <382425CD. 6FD92F2@chilternmag.demon.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


> It's still a good game, if it wasn't, no-body would buy it... 
Well that's not entirely true, hype is a wonderful thing, have a babe 


walking around the show floor, and in a few magazines and you will sell more 
games. 


You can name any number of games & films that do stupidly well because of 
hype or babes, the whole boy band thing is all down to hype and selling to 
little girls. 


> Do you two like Soul Reaver? 


Again I played a demo of it and it's controls were a lot better than TR, 
there still wasn't enough action, very few creatures to kill and before you 
complain that I just don't like puzzle/adventure games, I loved Zelda 64, 
I'm now getting into FF8 (despite not getting on well with FF7 - FF8 is a 
lot better IMHO), I've also loved every Monkey Island game and many others. 


Nigel 


-—-MESSAGE FILE 6317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05041 


—-MESSAGE FILE 6318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005042 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: Sat, 06 Nov 1999 11:47:47 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <38245BB3.3944819F@surfsouth. com> 

References: <800trmSaucl@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 08-vald-04d.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


George Bain wrote: 

Hi all, 

I got this e-mail and was wondering if anyone here knew who he was? 
George 

>>>> 

Hi! 


How are you eh? 
Well, I don’t speak a god english, beacause I’am of Ecuador....what Ecuador? 


VVVVVVVVV VV 
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Yes friend. 

Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

Hey friend if you have another information about a new Net Yaroze II please 
send me a mail. 

Your Friend Santiago Nicolalde. 

Hey write me! 

<<<< 


VV V V V V V 


Seems like you have a secret admirer, George. :) 


"darco 
—-MESSAGE FILE 6318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05042 


—-MESSAGE FILE 6319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005043 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: 3D Team from Eclipse 

Date: Sat, 06 Nov 1999 12:01:42 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <38245EF6.27C0OAEC8@surfsouth. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 08-vald-04d.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5043 scea.yaroze.freetalk 
¿1503 


All right, we've all heard about the new teams forming - especially from 
Eclipse Software. Well, Sunday (Tomorrow) will be the first meeting of 
the 3D team. Anyone interested in joining, send me a mail and your ICQ 


number. (The chat will be over ICQ, unless an unforeseen problem arises) 
Go ahead and add me to your ICQ list as well - even if you aren't that 
interested. 


The chat will be around 2:00 pm EST, which would make it about 9'ish for 
you guys in Europe. (give or take an hour or two) If you are remotely 
interested, add my ICQ number to your list and join in the chat. The 
times are not locked in, it is an informal meeting. 


The game is open for discussion - we are not locked into the racing game 
I was planning on making earlier this week. At the moment I appear to to 
be the team leader, but that doesn't mean only my ideas go. 


If you cannot make tomorrow's meeting, just drop me a line. All 
territories are welcome. (SCEA, SCEE, SCEI,...) 


Hope to hear from everyone soon! 


-darco 

ICQ: 1454810 

mailto:darco@bigfoot.com 

—-MESSAGE FILE 6319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05043 


—-MESSAGE FILE 6320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005044 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 06 Nov 1999 18:58:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <38247A68.F5001E31@chilternmag.demon.co.uk> 
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References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <382425CD.6FD92F2@chilternmag.demon.co.uk> <801fkiScp4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-83.levothyroxine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Nigel Critten wrote: 

> > It's still a good game, if it wasn't, no-body would buy it... 

> 

> Well that's not entirely true, hype is a wonderful thing, have a babe 

> walking around the show floor, and in a few magazines and you will sell more 
> games. 

> 

> You can name any number of games & films that do stupidly well because of 
> hype or babes, the whole boy band thing is all down to hype and selling to 
> little girls. 

> 

> > Do you two like Soul Reaver? 

> 

> Again I played a demo of it and it's controls were a lot better than TR, 

> there still wasn't enough action, very few creatures to kill 


H 


have to agree that the demo was kinda slow moving... 
'm borrowing the game from a mate and it's alot better... 


H 


v 


and before you 
complain that I just don't like puzzle/adventure games, I loved Zelda 64, 
I'm now getting into FF8 


v v 


Arrr, FF8.. 
Geat game aint it? 
where are you up too? 


> (despite not getting on well with FF7 - FF8 is a 

> lot better IMHO), I've also loved every Monkey Island game and many others. 
> 

> Nigel 


-—-MESSAGE FILE 6320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05044 


—-MESSAGE FILE 6321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005045 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 06 Nov 1999 19:00:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <38247ACB.ABBOF5F5@chilternmag.demon.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-83.levothyroxine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


stuart @macdonald4798.freeserve.co.uk wrote: 


> Rikki Prince wrote in message <8017urSauc3@chuka.playstation.co.uk>... 
> > I reckon it would be good if you 
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>had a reasonably normal movie that reacted to things people shout out when 
>watching it (eg. "He's behind you" will make the character spin around and 
>start shooting, or something), but that's probably beyond PS2. 

Yeah, and and a 'oh no he isn't/ oh no he is' feature, some washed-up 
commedians/boxers/soap 'stars', men in drag, and you could get your own 
interactive pantomime! (aid jack in his quest to the beanstalk, and 
beyond..... in this exciting new interactive entertainment). 


Anyway, enough of that. The old ‘interactive movie' thing always seems to 
make an appearance when a new games platform/technology appears. With any 
luck they'll sink without a trace like the others before ( 7th Guest, et 
al ) չ) 


hated Tomb Raider as well. There's always some point where the camera 
fails to give you a decent idea of what's going on. I hate sequels that are 
like glorified add-on disks, basically an improvement in technology and some 
new levels. I recently bought Tiberium Sun and found that to be little more 
than Red Alert with some added bells and whistles. 


VVVVVVVVVVVV VV VV VV V 


There I have to agree, Cé&C:TS is a realy good game but it isn't much more than 
Red Alert and some levels are just too hard.. 
Oh well 


> 
> 
> Oh well, moan over. 

> Stuart. 

—-MESSAGE FILE 6321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05045 


—-MESSAGE FILE 6322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005046 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: Sat, 6 Nov 1999 18:33:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <801luhnScp5@chuka.playstation.co.uk> 
References: <800trmSaucl@chuka.playstation.co.uk> 
NNTP-Posting-Host: m127-mpl-cvxla.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Speaking of weird e-mails, George, maybe you can help me out with this one. 
Yesterday, you sent me this mail: 


>Hi Scott, 

> 

>There must be something wrong at your end or the server could have 
>been down. 

> 

>Regards, 

> 

> 

>George Bain 

>Sony Computer Entertainment Europe 
>http://www.playstation-europe.com 


It was entitled 'I can't access newsgroups...' which is strange because I 
havn't sent you any mails for ages. However, I did once have some bother 
with the newsgroups but it was about five months ago when I mailed anyone at 
Sony. So, either there's something wrong with the server at your end or 
you're just really, REALLY slow at replying to your mails. չօ) 


Cheers, 
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Scott 


George Bain <george_bain@playstation.sony.com> wrote in message 
news: 800trmSaucl@chuka.playstation.co.uk... 


> 

> Hi all, 

> 

> I got this e-mail and was wondering if anyone here knew who he was? 
> 

> George 

> 

> 

> >>>> 

> Hi! 

> How are you eh? 

> Well, I don’t speak a god english, beacause I am of Ecuador....what 
Ecuador? 

> Yes friend. 

> Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

> Hey friend if you have another information about a new Net Yaroze II 
please 


> send me a mail. 

Your Friend Santiago Nicolalde. 
Hey write me! 

<<<< 


V V V V 


--MESSAGE FILE 6322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05046 


--MESSAGE FILE 6323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005047 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 19:13:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <80luhsScp6@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> 

NNTP-Posting-Host: m127-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Wow, why so harsh on the Tomb Raiders boys? 


Personally, I think all 3 were excellent, although Tomb Raider II was a bit 
of a lazy effort. Too many fighting/shooting for my liking, not enough 
exploring. Nice extra moves, though. I find it strange that some of you find 
the controls fiddly. I've always thought the controls are probably the 
easiest but most versatile set of moves in any game. As far as 3D worlds go, 
you'd be hard pressed to find a better control system. In most other games I 
still find myself cursing at the main character for being useless, usually 
along the lines of..... "stupid t***, if it was Lara she'd just jump over 
there, grab onto that, crawl under here...blah blah". 


Nigel, with all due respect, if you want Lara to aim at something just don't 
stand with your back to it. It's probably the easiest way of aiming for any 
game. Just stand there and she automatically aims at it. Unless, it's a 
vase, bell whatever. :0) 


Not enough battling? Too much in my point of view, this is where it spoils 
itself, more traps/puzzles I say! :0) 
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As for the camera angles I'm sure everyones seen much much worse. Granted, 
it can get a bit messy in tight corners but name a game that can pull it off 
better. You tend to find that in most 3D games you get some kind of ' R2, 
L2, spins camera ' control because the auto-camera just simply isn't good 
enough. I've never found it a problem in any of the Tomb Raiders though. 


Are you sure this isn't some kind of grudge against the marketing scheme 
that EIDOS flogs to death. Fair enough, the whole 'LARA' phenomenon is a 
crock of shite but the games sell well for a reason, they're good. If you 
think the game's crap then that's fine but let's not start making up faults 
that simply aren't there. ;0) 


There we go, that should spark up a bit of friendly debate. ;0) 


Heh, heh, 


Scott 
Chairman (Tomb Raider Appreciation Society) 


<stuart@macdonald4798.freeserve.co.uk> wrote in message 

news: 801ff j$cp3@chuka.playstation.co.uk... 

> 

> Rikki Prince wrote in message <8017urSauc3@chuka.playstation.co.uk>... 
> > I reckon it would be good if you 

> >had a reasonably normal movie that reacted to things people shout out 
when 

> >watching it (eg. "He's behind you" will make the character spin around 
and 

>start shooting, or something), but that's probably beyond PS2. 


v 


Yeah, and and a 'oh no he isn't/ oh no he is' feature, some washed-up 
commedians/boxers/soap 'stars', men in drag, and you could get your own 
interactive pantomime! (aid jack in his quest to the beanstalk, and 
beyond..... in this exciting new interactive entertainment). 


Anyway, enough of that. The old ‘interactive movie' thing always seems to 
make an appearance when a new games platform/technology appears. With any 
luck they'll sink without a trace like the others before ( 7th Guest, et 
al ) չ) 


I hated Tomb Raider as well. There's always some point where the camera 
fails to give you a decent idea of what's going on. I hate sequels that 
“like glorified add-on disks, basically an improvement in technology and 
aes levels. I recently bought Tiberium Sun and found that to be little 
Senge Red Alert with some added bells and whistles. 


VYUVVVVVVVV VV VV VV 


> 
> 
> Oh well, moan over. 
> Stuart. 

> 

> 


—-MESSAGE FILE 6323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05047 


—-MESSAGE FILE 6324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005048 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: Sat, 6 Nov 1999 19:06:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 39 

Message-ID: <80lusfScp7@chuka.playstation.co.uk> 

References: <800trmSaucl@chuka.playstation.co.uk> <38245BB3.3944819EF@surfsouth. com> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hmm... . 
random bloke sending you random messages. 
George you should be scared.. 


Aaron 
blaisetech@europe.com 
http://www.blaisetech.webprovider.com 


Darco wrote in message <38245BB3.3944819F@surfsouth.com>... 

> 

>George Bain wrote: 

>> 

>> Hi all, 

>> 

>> I got this e-mail and was wondering if anyone here knew who he was? 
>> 

>> George 


>> 

>> >>>> 

>> Hi! 

>> How are you eh? 

>> Well, I don’t speak a god english, beacause I am of Ecuador....what 
Ecuador? 

>> Yes friend. 

>> Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

>> Hey friend if you have another information about a new Net Yaroze II 
please 


>> send me a mail. 

>> Your Friend Santiago Nicolalde. 

>> Hey write me! 

>> <<<< 

> 

>Seems like you have a secret admirer, George. :) 
> 

>'darco 


—-MESSAGE FILE 6324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05048 


—-MESSAGE FILE 6325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005049 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 19:52:54 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8020s7Scp8@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: ad14-s15-206-26.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi there, 
Personally, I thought the original Tomb Raider was great and the three 


sequals have just been one let down after another. I was just wondering if 
anyone out there plays controls dear old Lara with the analog stick. I tried 
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to get to grips with it once but kept running off cliffs when I meant to 
sidestep. The right stick was quite handy for controlling the camera though. 


What do people think of FFVIII? Personally I think it's great and at £29.99, 
you can't get better value. I've run up about 50 hours so far but I have yet 
to suss out what the Chocobo forests are all about. Just how do you get one 
without shelling out money? 


Cheers, 


Tom 


—-MESSAGE FILE 6325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05049 


—-MESSAGE FILE 6326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005050 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 20:08:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8022g1Scp9@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <8020s 
7Scp8@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tom , 


Aaron 


—-MESSAGE FILE 6326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05050 


-—-MESSAGE FILE 6327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005051 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 20:47:19 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <802429Scp10@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <8020s 
7Scp8@chuka.playstation.co.uk> <8022g1Scp9@chuka.playstation.co.uk> 
NNTP-Posting-Host: adl1l-s15-200-212.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yeah, I went down to Electronics Boutique and it was there for 29.99. I was 
pretty surprised as I expected to pay 45 for it :o) 


—-MESSAGE FILE 6327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05051 


—-MESSAGE FILE 6328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005052 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 06 Nov 1999 20:58:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <38249677.DE199E33@chilternmag.demon.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <8020s 
7Scp8@chuka.playstation.co.uk> <8022g1S$cp9@chuka.playstation.co.uk> <802429Scp10@chu 
ka.playstation.co.uk> 

NNTP-Posting-Host: modem-84.perium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Tom wrote: 


> Yeah, I went down to Electronics Boutique and it was there for 29.99. I was 
> pretty surprised as I expected to pay 45 for it :0) 


Yes it's true EB , GAME and another shop are selling it for 30 quid... 
Why are you reading this? GO AND BUY IT! 


Chris. 


—-MESSAGE FILE 6328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05052 


—-MESSAGE FILE 6329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005053 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 6 Nov 1999 21:44:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <8027gdScp11@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
սք» <801ffjScp3@chuka.playstation.co.uk> <38247ACB.ABBOF5F5@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-78.gadolinium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Chris Wallace wrote in message 
<38247ACB.ABBOF5F5@chilternmag.demon.co.uk>... 
> 


>There I have to agree, Cé&C:TS is a realy good game but it isn't much more 
than 

>Red Alert and some levels are just too hard.. 

>Oh well. 


I managed to finish both disks in a week, some of the units are just too 
powerful and a bit unbalanced. For example, large groups of gdi diskthrowers 
are cheap to produce and wipe out everything apart from the nod artillery 
unit and of course air units. The nod artillery unit is too powerful in 
groups of 4-5 with rocket troops for air defense, just step 2 groups along 
to advance easily. The only missions that are a real pain are the 'get from 
a to b without enemy patrols catching you', try to avoid those and the 
game's a doddle. Haven't played it multiplayer though, which might be 
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different altogether. 

I actually feel I prefer Red Alert, it's great at multiplayer and fast 
since theres less of all those new graphic enhancements that add little to 
the gameplay. The destructable landscape was shouted about for TS, but you 
only see it in action occasionally when an artillery barrage lowers some 
tiles. 


stuart. 


—-MESSAGE FILE 6329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05053 


-—-MESSAGE FILE 6330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005054 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 00:54:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <802imqScp12@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.5600 


To be honest I don't care how Eidos market TR it's always going to be bad, 
if I could get Lara to run in a straight line and turn when I want her to it 
is a major achievement, getting her to aim is just a pipe dream.. 


> Nigel, with all due respect, if you want Lara to aim at something just 
don't 

> stand with your back to it. It's probably the easiest way of aiming for 
any 

> game. Just stand there and she automatically aims at it. Unless, it's a 
> vase, bell whatever. :o) 


OK I'll admit I didn't spend very long with the demo but the controls were 
so bad it didn't make me want to spend long with it, on Mario 64 it was 
instant, completely natural. 


> think the game's crap then that's fine but let's not start making up 
faults 
> that simply aren't there. ;0) 


No it's obvious from the response that the faults are there. 


> There we go, that should spark up a bit of friendly debate. ;0) 


—-MESSAGE FILE 6330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05054 


—-MESSAGE FILE 6331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005055 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 00:56:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <802imrScp13@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <8020s 
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7Scp8@chuka.playstation.co.uk> <8022g1Scp9@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


Yep not just Game and EB everywhere, I personally bought one of the box sets 
which was a bit more but looks better :) 


I've not got very far yet only clocked up a few hours between work but it's 
brilliant a lot better than FF7 IMHO... The random battles which annoyed me 
so much in FF7 seem valuable now and I even run around trying to make a few 
happen. 


Nigel, 


"Aaron Gandaa" <blaisetech@yahoo.com> wrote in message 
news: 8022g1S$cp9@chuka.playstation.co.uk... 

> Tom , 

> 


> 
> 
> Aaron 
> 
> 


—-MESSAGE FILE 6331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05055 


-—-MESSAGE FILE 6332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005056 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 00:52:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <802k1kScp14@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <8020s 
7TScp8@chuka.playstation.co.uk> <8022g1Scp9@chuka.playstation.co.uk> <802429Scp10@chu 
ka.playstation.co.uk> <38249677.DE199E33@chilternmag.demon.co.uk> 

NNTP-Posting-—Host: m30-mpl-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yeah, apparently Sony are driving the prices down once again because of the 
release of the Dreamcast. Well, this is what the guy at Toy 'R' Us said when 
I managed to pick up Ape Escapet+Dual Shock Pad for £27.98. Woohoo, bargain. 


All the new releases in EB are no more than £29.99, let's hope that it'll 
stay that way. 


Cheers, 


Scott 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 

news: 38249677.DE199E33@chilternmag.demon.co.uk... 

> 

> 

> Tom wrote: 

> 

> > Yeah, I went down to Electronics Boutique and it was there for 29.99. I 
was 

> > pretty surprised as I expected to pay 45 for it :o) 
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Yes it's true EB , GAME and another shop are selling it for 30 quid... 
Why are you reading this? GO AND BUY IT! 


Chris. 


V V V V V V 


--MESSAGE FILE 6332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05056 


--MESSAGE FILE 6333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005057 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 02:00:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <802m92Scp15@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <802im 
gq$cp12@chuka.playstation.co.uk> 

NNTP-Posting-Host: m25-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 802imq$cpl12@chuka.playstation.co.uk... 

> To be honest I don't care how Eidos market TR it's always going to be bad, 
> if I could get Lara to run in a straight line and turn when I want her to 
it 

> is a major achievement, getting her to aim is just a pipe dream.. 

> 


It sounds like you're using analogue, I wouldn't bother, as with most PSX 
games the analogue system is poor in relation to it's digital counterpart. 
Getting Lara to run in a straight line is as simple as pushing 'սք' whilst 


getting her to turn is as simple as pushing 'up-right/left'. I can see where 
analogue might make it tricky but in digital mode the controls are quite 
good. 


Getting her to aim is just a pipe dream?! How hard can it be? There's a 
scorpion on the floor, make Lara stand so she's roughly facing it, draw her 
guns, hey presto, she aims. The problem might be that you're trying to hit 
the scorpions from distance with the shotgun, this'll make her miss more 
often than not. Use pistols at distance or let things get close before 
blasting them with the shotgun. Excellent. :o) 


OK I'll admit I didn't spend very long with the demo but the controls were 
so bad it didn't make me want to spend long with it, on Mario 64 it was 
instant, completely natural. 


VVVVV 


Granted, Lara's array of moves might need a bit of getting used to but 
sometimes games take a little bit of time and effort to get the best out of 
them. 


> 

> No it's obvious from the response that the faults are there. 

> 

Heh, heh. "My gang's bigger than your gang...". Nice one. ;0) Seriously, 
though when I say you're making up faults I'm really referring to some of 
your more exaggerated comments like " I would give it about a 3 or a 4 if I 


was being generous...." Other people might mention minor problems that they 
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*personally* don't like but completely trashing a game just because it 
doesn't suit your taste is a bit harsh don't you think? Can you honestly 
say, from a games player/developers point of view, that the Tomb Raider 
series is that bad? 


At the end of the day though, I guess it's all down to opinion. BUT that's 
all it is. I personally don't reckon much to Mario 64 but I don't go around 
saying that it's a rancid bucket of ferret spunk. I can appreciate it for 
what it is, it just doesn't appeal to me like it does to others. 


Cheers, 


Scott 


4094 


—-MESSAGE FILE 6333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05057 


—-MESSAGE FILE 6334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005058 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 02:03:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <802mnpScpl16@chuka.playstation.co.uk> 


References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 


uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> 


NNTP-Posting-Host: th-gt144-142.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> As for the camera angles I'm sure everyones seen much much worse. Granted, 
> it can get a bit messy in tight corners but name a game that can pull it 
off 

> better. You tend to find that in most 3D games you get some kind of ' R2, 
> L2, spins camera ' control because the auto-camera just simply isn't good 
> enough. I've never found it a problem in any of the Tomb Raiders though. 


The best camera set up in my opinion is a fixed one, or at least fixed in 
relation to a certain thing such as the main character or the ball ina 
football match. This is for two reasons: 

a) You don't have to constantly keep rethinking what direction to move/aim 
in, or keep recalculating angles of things in relation to you. 

b) You don't get problems with controls. One of the things that annoys me 
most is when you hold down left to turn left, you do so, the camera swings 
around and because you're holding down the left button you end up moving in 
some other obscure direction, the camera again swings around etc etc. All 
the games I love (so not neccessarily the same as others) have reasonably 
non-moving cameras - sports sims, FPSs, driving games, simple puzzle games. 


Oh, and just to stir things up even more - I hate Sonic Adventure as it 
suffers from this evil camera-movement cock-up syndrome. A bit lucky I don't 
actually own the Dreamcast and game, and am just renting it. 


> Are you sure this isn't some kind of grudge against the marketing scheme 
> that EIDOS flogs to death. Fair enough, the whole 'LARA' phenomenon is a 
> crock of shite but the games sell well for a reason, they're good. If you 
> think the game's crap then that's fine but let's not start making up 
faults 

> that simply aren't there. ;0) 

> 

> There we go, that should spark up a bit of friendly debate. ;0) 


When have you ever known a debate to be friendly? ;) 
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Heh, heh, 


Scott 
Chairman (Tomb Raider Appreciation Society) 


V V V V V 


Rikki 

Chairman (Tomb Raider Appreciation Society Haters - T.R.A.S.H. :) 
"Our number one enemies are the People's front of Judea" 

"No! We're the People's Front of Judea" 

"You coming Reg?" 

"Nah, I've got a bad back, but solidarity Drothers!!" 

:) 


--MESSAGE FILE 6334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05058 


--MESSAGE FILE 6335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005059 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 11:53:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <803pqm$5f51@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <802im 
q$cp12@chuka.playstation.co.uk> <802m92Scp15@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.5600 


I've just tried TR again using this new technology I think they have called 
D-Pad and it's still shit. Let just agree that you think TR is the pinnacle 
of game design, and I think it's a load of shit. 


Getting back to my original point to score 10 in PSM a game has to be 
without fault (or at least without a fault that will spoil the game) the 
control system in TR would bring it down to 4 (as control over the character 
is a huge part of any game) and the camera would probably drop it another 
point as it spins and disorientates as you are trying to jump or swim, and 
then the framerate which should leave the game at 3 or 4 if I was being 
generous. 


An engine that mature should not be that sloppy. 


Forget TR4 it's a waste of time you would be better off buying FF8, it will 
last you longer as well. 


Nigel 


—-MESSAGE FILE 6335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05059 


—-MESSAGE FILE 6336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005060 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 13:03:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 25 

Message-ID: <803ta6S5f52@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <8020s 
7Scp8@chuka.playstation.co.uk> <8022g1Scp9@chuka.playstation.co.uk> <802429Scp10@chu 
ka.playstation.co.uk> <38249677.DE199E33@chilternmag.demon.co.uk> <802k1k$cp14@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: pA2s02a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Scott wrote in message 

> Yeah, apparently Sony are driving the prices down once again because of 
the 

> release of the Dreamcast. Well, this is what the guy at Toy 'R' Us said 
when 

> I managed to pick up Ape EscapetDual Shock Pad for £27.98. Woohoo, 
>bargain. 


Retailers are trying to pressure publishers + SONY into reducing their 
prices. It has very little to do with dreamcast. A new release costs them 
approx. £26 per unit so they're making very little at £29.99 (boo-hoo). 
Dixons are refusing to stock titles like Dino Crisis and FF8 with RRP over 
£34.99. 


It's possible to pick up FF8 at virgin for £26.99 (less 10% with NUS card) + 
free FF8 t-shirt. 


re: the snes jr. console - classic games for £3. I wish japan was a little 
closer to home... 


Derek 


—-MESSAGE FILE 6336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05060 


—-MESSAGE FILE 6337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005061 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: Sun, 7 Nov 1999 13:45:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <BtUmmIA+JYJ4EwyO0@trsoft.demon.co.uk> 

References: <800trmSaucl@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <800trmSaucl@chuka.playstation.co.uk>, George Bain <george_ba 
in@playstation.sony.com> writes 


>Ecuador.... 

ԳՅ Հարոն de....da..da..de..da..da 
Ga u susu de....da..da..de..da..da 
(SASH) 


Sorry but I couldn't resist that one..! 


Tony 
—-MESSAGE FILE 6337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05061 
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--MESSAGE FILE 6338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005062 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 14:34:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <8043bu$5f55@chuka.playstation.co.uk> 

References: <8011q5$auc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <802im 
q$cp12@chuka.playstation.co.uk> <802m92Scp15@chuka.playstation.co.uk> <803pqmS5f51@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: m48-mp2-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 803pqm$5f51@chuka.playstation.co.uk... 

> I've just tried TR again using this new technology I think they have 
called 

> D-Pad and it's still shit. Let just agree that you think TR is the 
pinnacle 

> of game design, and I think it's a load of shit. 

> 


Well, at least you gave it a go. Although, what puzzles me is that I NEVER 
actually said that the d-pad was new technology nor did I say that Tomb 
Raider was the PINNACLE of game design. Strange that...... 


> Getting back to my original point to score 10 in PSM a game has to be 

> without fault (or at least without a fault that will spoil the game) the 

> control system in TR would bring it down to 4 (as control over the 
character 

> is a huge part of any game) and the camera would probably drop it another 
point as it spins and disorientates as you are trying to jump or swim, and 
then the framerate which should leave the game at 3 or 4 if I was being 
generous. 


V V V V 


I'm sure that if you play other titles that ACTUALLY got 3 or 4 out of ten 
and then compare them, then you might decide that it should at least get 
above a 6. ;o) 


> An engine that mature should not be that sloppy. 
> 


I agree, an engine that mature shouldn't be that sloppy. Whether it's sloppy 
or not is down to opinion though. 


> Forget TR4 it's a waste of time you would be better off buying FF8, it 
will 

> last you longer as well. 

> 


Even though I'm touched that you show concern over my financial well-being 
I'll be buying both so I should get the best of both worlds. :o) 


> Nigel 
> 


Always a pleasure Nigel, 


Scott 
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-—-MESSAGE FILE 6338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05062 


—-MESSAGE FILE 6339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005063 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 14:50:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <8043bvS5f56@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <802mn 
pScplé6@chuka.playstation.co.uk> 

NNTP-Posting-Host: m48-mp2-cvx1lb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 802mnpScpl1l6@chuka.playstation.co.uk... 

> 

> The best camera set up in my opinion is a fixed one, or at least fixed in 
> relation to a certain thing such as the main character or the ball ina 

> football match. This is for two reasons: 

> a) You don't have to constantly keep rethinking what direction to move/aim 
> in, or keep recalculating angles of things in relation to you. 
> 
> 
> 
են 
> 


b) You don't get problems with controls. One of the things that annoys me 
most is when you hold down left to turn left, you do so, the camera swings 
around and because you're holding down the left button you end up moving 


n 
some other obscure direction, the camera again swings around etc etc. All 


This only happens when the controls are in relation to the actual 
screen-directions, not when the controls are in relation to the game 
environment. Seen as Tomb Raider hosts the latter method this is not a 
problem, I fail to see where the problem lies. 


> the games I love (so not neccessarily the same as others) have reasonably 
> non-moving cameras - sports sims, FPSs, driving games, simple puzzle 
games. 

> 


Agreed, fixed cameras are probably best but not always suitable when 
creating an ‘indoor/internal 3D world'. I'll admit, I have noticed certain 
*artistic* camera angles included in some of the latest Tomb Raider games 
which is unnecessary but for the most, the camera kind of sticks straight 
behind Lara's back which eliminates the problems you've mentioned. 


> Oh, and just to stir things up even more - I hate Sonic Adventure as it 
> suffers from this evil camera-movement cock-up syndrome. A bit lucky I 
don't 

> actually own the Dreamcast and game, and am just renting it. 

> 

> 

> When have you ever known a debate to be friendly? ;) 

> 


Debates are always friendly, you're thinking of arguements. I prefer to 
debate, others prefer to argue (mentioning no names ;0) ). Let's face it, a 
debate's simply an arguement with the arrogance taken out of it. :o) 


> 
> Rikki 
> Chairman (Tomb Raider Appreciation Society Haters - T.R.A.S.H. :) 


Both clever AND funny... nice. 
Do you really hate us though? That's sad. :օ( 
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Cheers, 


Scott 


—-MESSAGE FILE 6339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05063 


—-MESSAGE FILE 6340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005064 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sun, 7 Nov 1999 15:05:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <8044e9S5f57@chuka.playstation.co.uk> 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
uk> <801ffjScp3@chuka.playstation.co.uk> <80luhsScp6@chuka.playstation.co.uk> <802im 
q$cp12@chuka.playstation.co.uk> <802m92Scp15@chuka.playstation.co.uk> <803pqmS5f51@c 
huka.playstation.co.uk> <8043buS5f55@chuka.playstation.co.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.5600 


> Well, at least you gave it a go. Although, what puzzles me is that I NEVER 
> actually said that the d-pad was new technology nor did I say that Tomb 


I know you never said that it was more a dig at the developers than 
anything, the fact that all these years on from the introduction on Analogue 
their games still play better with the D-Pad, I'm sure they haven't updated 
the controls so fans of the game don't get put of by a new control system 
but if they had just put a bit more work into it, it could be a good game 
(IMHO others think it is) this is probably the laziest version to date, they 
have introduced skinned characters (although I've only heard that Lara is 
skinned the rest probably are as well) and new levels (there is probably ore 
than that but that is the outward appearance anyway) 


> Raider was the PINNACLE of game design. Strange that...... 


No I realise that, but you are defending it rather heavily, it still wasn't 
worth a 10, if I'm totally honest I could go as high as 5 :) (The engine 
chugs it way through the demo - just let the game sit there and the camera 


pan around the room on mine it is stuttering every second) 
Even the team who wrote the original said the sequels should stop :) 


Nigel 


—-MESSAGE FILE 6340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05064 


—-MESSAGE FILE 6341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005065 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 unclear muddyish? 

Date: Sun, 7 Nov 1999 17:38:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 27 

Message-ID: <804dhkS$5fql@chuka.playstation.co.uk> 
NNTP-Posting-Host: pc-70.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


K 
MUD= thousands + / - users. 


PC gaming max full action game 8/16 players 56K Modem, Lan sweet!!! Tling or 
T3ish 


PSX2 ADSL? Max players, dependant on connection/software/os? 
How many we talkin? and what about dreamcast currently on 56K Modems, god 
love em' who does techsupport for em? 


Regards, 
Donal O' Duibhir 


Indigo Technical Support 


Go-Live: ( 01 ) 6046913 
Go-Free: 1550 22 88 44 


Mailto:support@indigo.ie 


—-MESSAGE FILE 6341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05065 


—-MESSAGE FILE 6342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005066 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECLIPSE STILL GROWING!!! 

Date: Sun, 07 Nov 1999 20:21:53 +0000 

Organization: Netcom member 

Lines: 21 

Message-ID: <3825DF61.7B45CO0OD4@netscapeonline.co.uk> 

NNTP-Posting-Host: dialup-18-27.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi All, 

Yet another call for anyone interested in our Eclipse 
project. We are now up to 10 members, but there is still room for more 
a sa 
Currently we have are in the process of organizing teams, but there 
are at least two one 2D, the other 3D. So if you are interested in 
joining then this is the best time. 


Also, if you are currently working on a project/about to start one, 
but don't want to join a team only have people close at hand to help, 
then contact us at the mail addresses below and we can explain further. 

Look out soon for our website and info on the teams and projects 
forthcoming, 


THANK YOU 
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Marc Lambert mlambert@netcomuk.co.uk 
Scott Ward scott.ward6@virgin.net 


—-MESSAGE FILE 6342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05066 


-—-MESSAGE FILE 6343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005067 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: 3D Team from Eclipse 

Date: Sun, 7 Nov 1999 21:52:48 +0100 

Organization: DEbri 

Lines: 10 

Message-ID: ՀԼ607812.9սԵքտօ1էքթ11628081-88-104.81.ո1» 

References: <38245EF6.27COAEC8@surfsouth.com> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5067 scea.yaroze.freetalk 
21504 


I have tried to be part of Team Nemises, but the difference in time 
became a real problem. The chats were on sunday really early in the 
morning. The correct time is very important and also remember the 
difference in Pal/NTSC. Of course it is possible, but put a lot of 
effort in there!! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05067 


—-MESSAGE FILE 6344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005068 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk 

Subject: Re: 3D Team from Eclipse 

Date: Sun, 07 Nov 1999 16:40:48 -0500 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3825F1E0.131A784D@surfsouth.com> 

References: <38245EF6.27COAEC8@surfsouth.com> <le0v81z.9ubfs5ltplio2N@a1-88-104.al.n 
1» 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 11-vald-0O7a.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5068 scea.yaroze.freetalk 
21505 


DEnnis Brinkhuis wrote: 


I have tried to be part of Team Nemises, but the difference in time 
became a real problem. The chats were on sunday really early in the 
morning. The correct time is very important and also remember the 
difference in Pal/NTSC. Of course it is possible, but put a lot of 
effort in there!! 


VVVVVVV 


I've already got the timming issue worked out in the framework. A 
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perfect pal port can be attained with alot less effort than doing a 
total conversion from NISC to PAL. The game will be developed with both 
in mind from day one. 


"darco 
—-MESSAGE FILE 6344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05068 


—-MESSAGE FILE 6345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005069 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation programming without the Yaroze??? 
Date: Sun, 7 Nov 1999 21:53:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <804si2S5fq2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-52-98 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Just found this site and thought people might be intrested. Looks like 
theres a way to program the playstation without the yaroze. 


http://napalm.intelinet.com/ 


If i am wrong don't got sending horrible messages back, i haven't really 
check the site out fully yet!!!! 


[Mark] 


—-MESSAGE FILE 6345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05069 


—-MESSAGE FILE 6346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005070 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation programming without the Yaroze??? 
Date: Mon, 08 Nov 1999 01:08:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <38262217.209537799@news.playstation.co.uk> 
References: <804si2S5fq2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Mark, 
1. You're not wrong, they can. 


2. They can do a lot more than you think! 
3. We should consider though, that what we do here is with Sony's 


blessings (granted, we all paid them a lot of money). Let's try and 
show some courtesy and avoid discussing "unsanctioned" development 
procedures. (Unless someone from Sony wants to step in and say it's 
cool). 

Steven 


On Sun, 7 Nov 1999 21:53:45 -0000, "Mark Naylor" <satan#2@usa.net> 
wrote: 
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>Just found this site and thought people might be intrested. Looks like 
>theres a way to program the playstation without the yaroze. 


> 


>http://napalm.intelinet.com/ 


> 
> 


>If i am wrong don't got sending horrible messages back, i haven't really 
>check the site out fully yet!!!! 


> 
> [Mark] 
> 


—-MESSAGE FILE 6346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05070 


—-MESSAGE FILE 6347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005071 


Path: chuka.playstation.co.uk!news 
From: george_bain@playstation.sony.com (George Bain) 
scee.yaroze.freetalk.english 


Newsgroups: 
Subject: Re: 
Date: 8 Nov 


Lines: 63 
Message-ID: 
References: 
k> 


Organization: 


err??? 
1999 07:40:22 GMT 


<805up6$b8il@chuka.pl 


Sony Computer Entertainment Europe 


Laystation.co.uk> 


<800trmSaucl@chuka.pl 


Mime-Version: 1.0 
Content-Type: Text/Plain; charset=ISO-8859-1 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


laystation.co.uk> <80luhn$cp5@chuka.playstation.co.u 


NNTP-Posting-Host: mailgate.scee.sony.co.uk 


I was actually cleaning up the NY database. Sometimes we miss one or 


two e-mails. 


George 


In article <80luhnScp5@chuka.playstation.co.uk>, scott.ward6@virgin.net says... 


> 


>Speaking of weird e-mails, 


> 
>Yesterday, 
> 
>>Hi Scott, 
>> 


George, maybe you can help me out with this one. 


you sent me this mail: 


>>There must be something wrong at your end or the server could have 


>>been down. 
>> 
>>Regards, 
>> 

>> 


>>George Bain 
>>Sony Computer Entertainment Europe 
>>http://www.playstation-europe.com 


> 


>It was entitled 'I can't access 
>havn't sent you any mails for ages. However, I did once have some bother 
>with the newsgroups but it was about five months ago when I mailed anyone at 
>Sony. So, either there's something wrong with the server at your end or 
>you're just really, REALLY slow 


> 
>Cheers, 
> 
>Scott 
> 

> 

> 


newsgroups...' which is strange because I 


at replying to your mails. ;0) 


>George Bain <george_bain@playstation.sony.com> wrote in message 
>news: 800trmSaucl@chuka.playstation.co.uk... 


>> 
>> Hi all, 
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>> 

>> I got this e-mail and was wondering if anyone here knew who he was? 
>> 

>> George 


>> 

>> 

>> >>>> 

>> Hi! 

>> How are you eh? 

>> Well, I don’t speak a god english, beacause I am of Ecuador....what 
>Ecuador? 

>> Yes friend. 

>> Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

>> Hey friend if you have another information about a new Net Yaroze II 
>please 


>> send me a mail. 

>> Your Friend Santiago Nicolalde. 
>> Hey write me! 

>> <<<< 


> 
> 


—-MESSAGE FILE 6347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05071 


—-MESSAGE FILE 6348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005072 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation programming without the Yaroze??? 
Date: 8 Nov 1999 07:42:36 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <805utcS$b8i2@chuka.playstation.co.uk> 
References: <804si2S5fq2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Thanks, but we knew about this 2 years ago... 


George 


In article <804si2S5fq2@chuka.playstation.co.uk>, satan#2@usa.net says... 
> 

>Just found this site and thought people might be intrested. Looks like 

>theres a way to program the playstation without the yaroze. 

> 

>http://napalm.intelinet.com/ 

> 

> 

>If i am wrong don't got sending horrible messages back, i haven't really 
>check the site out fully yet!!!! 

> 

> [Mark] 

> 

> 


—-MESSAGE FILE 6348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05072 


—-MESSAGE FILE 6349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005073 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 
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Date: Mon, 8 Nov 1999 09:50:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8066e5Sb8i4@chuka.playstation.co.uk> 
References: <3825DF61.7B45C0D4@netscapeonline.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


ello! 


> Also, if you are currently working on a project/about to start one, 
> but don't want to join a team only have people close at hand to help, 
> then contact us at the mail addresses below and we can explain further. 


hmmm, I'm a bit suspicious of this :) Isn't the point of the entire NY 
program to share ideas and have people close at hand, we should all be using 
these newsgroups to do this. I hope that this Project Eclipse doesn't close 
people (and the stuff they contribute) off from the rest of the NY members. 


I do accept though that this project is getting the people who are left 
active and inspired to do more NY work. I also think it is a great idea to 
have a pool of talent/resources that members can draw from, just make sure 
it's kept open to all. 


—-MESSAGE FILE 6349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05073 


—-MESSAGE FILE 6350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005074 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: Mon, 8 Nov 1999 10:00:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <80670nSb8i5@chuka.playstation.co.uk> 
References: <800trmSaucl@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


լ 

> Hi all, 

> 

> I got this e-mail and was wondering if anyone here knew who he was? 
> 

> George 

woohoo... George your back! 


Have a good holiday? Lots of PS2 work? Whats the score with the OPM 
yaroze games? 


cheers 
Matt 


—-MESSAGE FILE 6350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05074 


—-MESSAGE FILE 6351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005075 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: George still not back? OPM cover CD 
Date: Mon, 8 Nov 1999 12:47:15 +0100 
Organization: DEbri 

Lines: 8 

Message-ID: <leOybgq.1l6yk3zobthrr0ON@al-—88-102.a1.nl1> 
NNTP-Posting-Host: 81-88-102.81.ու 
X-Newsreader: MacSOUP 2.3 


Is George still not back? 


I would like some info about what is going on with the OPM CD games.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05075 


—-MESSAGE FILE 6352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005076 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George still not back? OPM cover CD 

Date: Mon, 8 Nov 1999 13:00:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <806hilSb8i6@chuka.playstation.co.uk> 
References: <leOybgq.1l6yk3zobthrrON@al1-—88-102.al1.nl1> 
Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Is George still not back? 


he posted on saturday, "err???" 


—-MESSAGE FILE 6352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05076 


—-MESSAGE FILE 6353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005077 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: George OPM CD was:[Re: err???] 

Date: Mon, 8 Nov 1999 14:39:41 +0100 

Organization: DEbri 

Lines: 69 

Message-ID: <leOybry.ao5184zpvy80N@al-88-120.al1.nl1> 
References: <800trmSaucl@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-120.al.nl 

X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@playstation.sony.com> wrote: 


> Hi all, 

> 

> I got this e-mail and was wondering if anyone here knew who he was? 
> 


Net Yaroze newsgroups message dump.txt Page 4107 
> George 
Hi George, 


Glad to have you back.. Any reply on the OPM issue? 


>>>> 

Hi! 

How are you eh? 

Well, I don't speak a god english, beacause I'am of Ecuador....what Ecuador? 
Yes friend. 

Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

Hey friend if you have another information about a new Net Yaroze II please 
send me a mail. 

Your Friend Santiago Nicolalde. 

Hey write me! 

<<<< 


VVVVVVVVVV VV 


Hmmm, let's have a look at this in the "inspector gadget"-way.. 


>Hi! 
No name mentioned, he might not know who you are.. 


>How are you eh? 
I understand the "How are you", that is just being polite. But then 
again, the "eh" is impolite, and again indicates on a strager. 


> Well, I don't speak a god english, beacause I'am of Ecuador....what Ecuador? 
He does not speak a GOD English. Well this solved one of the big 

mysteries in the world, "what nationality is God?" You lucky bunch, he 

seems to be from the UK!!! 

He seems to be from Ecuador, but then doesn't seem to sure of himself. 


> Yes friend. 

This indicates that he does know you... Hmmm... So you do have friends 
չ-) 

r 


> Sony Net Yaroze....I miss you wahhh wahh wah wah wah! 

I get the impression he thinks that Net Yaroze is a person, I just 
couldn't decode the: 

> wahhh wahh wah wah wah! 


> Hey friend if you have another information about a new Net Yaroze II please 


him something before? His English seems to be from a odd dialect, maybe 
of a 12-year old.. 

Again he tries to be polite with 

>please 


> send me a mail. 
Yea right... You were just dieing to sent this bloke a mail, right? 


> Your Friend Santiago Nicolalde. 

Here you go, his name.. George, it's YOUR FRIEND SN!!! Don't you 
remember him? From the ECTS!!! He stood at the Microprose stand, all 
covered in silver paint!!! 


> Hey write me! 
Yeah, let's all write him, maybe he will feel populair then ;-) 


—-MESSAGE FILE 6353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05077 


—-MESSAGE FILE 6354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005078 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 
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Date: Mon, 08 Nov 1999 16:27:56 +0000 

Organization: Netcom member 

Lines: 21 

Message-ID: <3826FA0C.  95FF93B7@netscapeonline.co.uk> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5$b8i4@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: dialup-15-18.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi Matt, 

I can see what you mean, but I think you got the wrong end of 
the stick. Getting help from the newsgroups is still a good way of learning 
stuff, but you have to admit as of late it is getting tougher and tougher to get 
responses. With This project, you will always have people to contact, and even 
show you how to do things with very quick responses. 

On the website, there will be many tutorials and faq's with everything any 
Eclipse member learns to help others. Also if you are not interested in joining, 
still feel free to contact us and we will see what we can do. 


Again, everything we learn will be made available to all, since the idea is 
to get a bit of interest back in the Yaroze project, so I hope this put's aside 
any doubts you have. Let me know if you want to know any more :) 


CHEERS 


Marc. 


—-MESSAGE FILE 6354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05078 


—-MESSAGE FILE 6355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005079 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 unclear muddyish? 

Date: Mon, 8 Nov 1999 17:15:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <8070eq$b8i7@chuka.playstation.co.uk> 
References: <804dhkS$5fql@chuka.playstation.co.uk> 
NNTP-Posting-Host: tannsoft.force9.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Donal O'Duibhir <oduibhir@indigo.ie> wrote in message 
news: 804dhk$5fql@chuka.playstation.co.uk... 


> K 

> 

> MUD= thousands + / - users. 

> 

> PC gaming max full action game 8/16 players 56K Modem, Lan sweet!!! Tling 
or 

> T3ish 

> 

> PSX2 ADSL? Max players, dependant on connection/software/os? 

> How many we talkin? and what about dreamcast currently on 56K Modems, god 
> love em' who does techsupport for em? 

> 

> 

> 

> -- 

> Regards, 
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> 
> Donal O' Duibhir 

> 

> Indigo Technical Support 

> 

> Go-Live: ( 01 ) 6046913 

> Go-Free: 1550 22 88 44 

> 

> Mailto:support@indigo.ie 

> 

> 

Typical of a tech support person... Talks a lot but does not say anything of 
use ;) 


Just kidding Donal, nothing on you personally :) 


JohnT 


--MESSAGE FILE 6355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05079 


—-MESSAGE FILE 6356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005080 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George still not back? OPM cover CD 

Date: Mon, 8 Nov 1999 19:33:46 +0100 

Organization: DEbri 

Lines: 10 

Message-ID: <le0Oygqw. 32mi3eprmli8N@al1-88-134.al.nl1> 

References: <leOybgq.1l6yk3zobthrr0N@al-—88-102.al.nl> <806hilS$b8i6@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


> > Is George still not back? 
> 
> 
> 


he posted on saturday, "err???" 


this message has been qued for some time... 

my mistake.. 

—-MESSAGE FILE 6356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05080 


—-MESSAGE FILE 6357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005081 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Mon, 08 Nov 1999 22:39:47 +0000 

Organization: Max Studios 

Lines: 62 
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Message-ID: <38275133.C562D1EB@which.net> 
References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5$b8i4@chuka.playstation. 
co.uk> 
NNTP-Posting-Host: p42-mallard-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 3F110C187A2F987F1DC3DBD4" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
3F110C187A2F987F1DC3DBD4 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I will back Marc up, 


I also am a member of eclipse software but I have told Marc that I still am 
producing some of my own games, It's a case of contribute what you can, but if 
you say you are going to dedicate a lot then you must stick to your word, of 
course you will be forgiven. 


But really what Marc says is right, we are putting up some tutorials (2D 3D and 
Sound as well as some game design tutorials, my specialist area, i'd like to 
think!) I for one want to be a major contributor and I will take nothing for 
granted as when I was learning Yaroze (as I still am) I wish people didn't take 
so much for granted, In terms of the users knowlege of the subject at hand. 


Really this is nto cutting people off from the Yaroze community, Christ you can 
all join man! 


Max 

Matt Verran wrote: 

ello! 

> Also, if you are currently working on a project/about to start one, 

> but don't want to join a team only have people close at hand to help, 

> then contact us at the mail addresses below and we can explain further. 
hmmm, I'm a bit suspicious of this :) Isn't the point of the entire NY 
program to share ideas and have people close at hand, we should all be using 


these newsgroups to do this. I hope that this Project Eclipse doesn't close 
people (and the stuff they contribute) off from the rest of the NY members. 


I do accept though that this project is getting the people who are left 
active and inspired to do more NY work. I also think it is a great idea to 
have a pool of talent/resources that members can draw from, just make sure 
it's kept open to all. 


VVVVVVVVVVVV VV V 


3F110C187A2F987F1DC3DBD4 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 
email;internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


3F110C187A2F987F1DC3DBD4-- 


—-MESSAGE FILE 6357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005082 

Path: chuka.playstation.co.uk!news 

From: george_bain@scee.net (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: err??? 

Date: 9 Nov 1999 08:05:42 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <808kkmSiqil@chuka.playstation.co.uk> 

References: <800trmSaucl@chuka.playstation.co.uk> <80670nSb8i5@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Matt, 


Yes, great holiday. Yes, tons of XXX work. I'll get back 
to everyone about NY on OPM this week. Thanks. 


George 


In article <80670nSb8i5@chuka.playstation.co.uk>, matt@frktl.freeserve.co.uk 
says... 


>Have a good holiday? Lots of PS2 work? Whats the score with the OPM 
>yaroze games? 

> 

>cheers 

>Matt 

> 

> 


—-MESSAGE FILE 6358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05082 


-—-MESSAGE FILE 6359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005083 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Tue, 9 Nov 1999 09:48:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <808qn0Sokt1@chuka.playstation.co.uk> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5Sb8i4@chuka.playstation. 
co.uk> <38275133.C562D1EB@which.net> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Well it all sounds excellent! I look forward to seeing/using the 
tutorials and playing the Eclipse games... 


cheers 


Matt 


—-MESSAGE FILE 6359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05083 
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-—-MESSAGE FILE 6360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005084 

Path: chuka.playstation.co.uk!news 

From: george_bain@scee.net (George Bain) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Familiar? - atarifalcon040.jpg [1/1] 
Date: 9 Nov 1999 18:16:37 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 602 

Message-ID: <8090e5Sokt2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Image/JPEG 
Content-Transfer-Encoding: 885664 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


—-MESSAGE FILE 6360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05084 


—-MESSAGE FILE 6361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005085 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 
Date: Tue, 09 Nov 1999 18:23:05 +0000 
Organization: Max Studios 

Lines: 32 
Message-ID: <38286688. 4AFAF42A@which.net> 
References: <8090e5Sokt2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p91-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" C15BB93AAE026BEOBCE04637" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
C15BB93AAE026BEOBCE04637 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hmmmmm.... a bit too familiar. 
George Bain wrote: 


> [Image] 


C15BB93AAE026BEOBCE04637 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


C15BB93AAE02 6BEOBCE04637-—- 


—-MESSAGE FILE 6361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005086 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Tue, 9 Nov 1999 18:35:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <809picS6sl@chuka.playstation.co.uk> 
References: <8090e5Sokt2@chuka.playstation.co.uk> 
NNTP-Posting-Host: tannsoft.force9.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I want one! 


No, really I do. I want to add it to my collection and be able to use some 
of my old Atari software ;) 


JohnT 


George Bain <george_bain@scee.net> wrote in message 
news: 8090e5Sokt2@chuka.playstation.co.uk... 


—-MESSAGE FILE 6362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05086 


—-MESSAGE FILE 6363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005087 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Infinite polygons 

Date: Tue, 9 Nov 1999 21:51:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <80a52bS6s2@chuka.playstation.co.uk> 
NNTP-Posting-—Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.5600 


For an Infinite polygon engine doesn't Republic look drab? 


And from the sounds of it a cross between Sim City and Populous, the thought 
of playing Bill Clinton is not a nice one :) 


OK so I'm basing it all on what is really just an engine but if that is what 
they choose to reveal to the public then that is what they get judged on, 
and very sadly the way the industry is going... "LOOK AT OUR GREAT ENGINE... 
and please overt your eyes as we shown you the game that runs on it" 


If that confuses see this months Edge. 


Nigel 


—-MESSAGE FILE 6363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05087 


—-MESSAGE FILE 6364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005088 
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Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Tue, 9 Nov 1999 22:32:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <80a7epS6s3@chuka.playstation.co.uk> 
References: <80a52bS6s2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-80.nabumatone.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel Critten wrote in message <80a52bS6s2@chuka.playstation.co.uk>... 
>For an Infinite polygon engine doesn't Republic look drab? 


I think they'e still to put in the lighting, which should help a bit, but 
you're right, also I don't think large drab heavily industrialised eastern 
european cities make the most promising environments for inspiring 
visuals... ... and another thing, ‘Republic's artists have been arguing 
whether to model pollen particles on the petals of flowers' I hate this sort 
of bullshit you get whenever a developer is harking on about it's latest 
engine, I mean, that's really going to make a difference to you gathering 
political power in an attempt to control a country ( unles you're a bee of 
course ). Somehow I think that there's more importan things to be concerned 
with when you're making a game of its intended scope. Five pages on an 
unfinished engine is a bit extreme, mind you, EDGE did it with Titanium 
Angels as well ( by the way, for those that got it, did anyone see the tech 
demo for that on the sci disk from ECTS? ). 

With the Tokyo Game Show, you would have thought that they'd have plenty of 
other material. 


Stuart. 


-—-MESSAGE FILE 6364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05088 


—-MESSAGE FILE 6365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005089 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: 9 Nov 1999 23:08:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bf2b06$dbd794c0$db9624c3@pal-—s-—omnibook> 
References: <8090e5Sokt2@chuka.playstation.co.uk> 
NNTP-Posting-Host: Aubervilliers-1-219.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Wow ! 

Was the thing really released? The few Falcons I met looked just like STs 
with darker keys. 

Unless it's fake, it's a must-have now ! 


...ՕԲ maybe is it indeed... NY2 | ;) 


pal 
—-MESSAGE FILE 6365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05089 


—-MESSAGE FILE 6366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005090 
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Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 09:24:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <80bd17$2d41@chuka.playstation.co.uk> 
References: <80a52bS6s2@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hmmm a bit harsh maybe? I like to see stuff in development rather than 
finished shots maybe a month before its released, thats why I buy edge. I do 
think that this "infinite polygon engine" stuff is a bit silly, why not just 
be honest and say they are using a scaling technology, but I suppose if 
you're writing/promoting/funding a game you want to hype it. 


cheers 
Matt 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 
news: 80a52bS6s2@chuka.playstation.co.uk... 
> For an Infinite polygon engine doesn't Republic look drab? 


> 

> And from the sounds of it a cross between Sim City and Populous, the 
thought 

> of playing Bill Clinton is not a nice one :) 

> 


> OK so I'm basing it all on what is really just an engine but if that is 
what 

> they choose to reveal to the public then that is what they get judged on, 
> and very sadly the way the industry is going... "LOOK AT OUR GREAT 
ENGINE... 

> and please overt your eyes as we shown you the game that runs on it" 


If that confuses see this months Edge. 


Nigel 


VVVVVVV 


—-MESSAGE FILE 6366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english 
05090 


—--MESSAGE FILE 6367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/engli 
0005091 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 11:42:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <38295A37.45B3A575@easynet.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation. 
k> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


But the colours do look very drab. And I'm not sure a game about an Eastern Bloc 
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country is going to have mass-market appeal, which is what they're aiming for. 


But I'm interested in the engine. They *claim* that there is no limit to the 
number of polygons they can display in any given instant - how would this be 
achieved? There's more to it than just scaling, I think. 


Phil 
Matt Verran wrote: 


Hmmm a bit harsh maybe? I like to see stuff in development rather than 
finished shots maybe a month before its released, thats why I buy edge. I do 
think that this "infinite polygon engine" stuff is a bit silly, why not just 
be honest and say they are using a scaling technology, but I suppose if 
you're writing/promoting/funding a game you want to hype it. 


cheers 
Matt 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 80a52bS6s2@chuka.playstation.co.uk... 

> For an Infinite polygon engine doesn't Republic look drab? 

> 

> And from the sounds of it a cross between Sim City and Populous, the 
thought 

> of playing Bill Clinton is not a nice one :) 

> 

> OK so I'm basing it all on what is really just an engine but if that is 
what 

> they choose to reveal to the public then that is what they get judged on, 
> and very sadly the way the industry is going... "LOOK AT OUR GREAT 
ENGINE... 

> and please overt your eyes as we shown you the game that runs on it" 

> 


If that confuses see this months Edge. 


Nigel 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


> 
> 
> 
> 
> 
> 
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--MESSAGE FILE 6367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05091 


--MESSAGE FILE 6368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005092 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Too much coverage of driving games in Edge? 
Date: Wed, 10 Nov 1999 11:51:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <38295C4B.A3E1E2BD@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en 


Edge bemoan the number of Fl games around at the moment, then review two 
in the same issue! 


Looking back over previous issues, there's been way too much coverage of 
driving games. We have issues devoted to them, and huge spreads on 
Ferrari sims. 


I don't understand why Edge doesn't do more coverage on the GameBoy and 
NeoGeo, apart from a few bits and pieces in the back pages. OK, we've 
had a feature on handhelds in general recently, but there's never been 
review space devoted to actually reviewing the games. New titles come 
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out on the GameBoy colour every week. 


How about reviews of the best shareware on all platforms too, anda 
feature on PDA games (PalmPilot, Psion etc) 


Phil 


—-MESSAGE FILE 6368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05092 


—-MESSAGE FILE 6369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005093 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 12:05:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <80bn3b$2d42@chuka.playstation.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38295A37.45B3A575@easynet.co.uk> 

NNTP-Posting-Host: modem-64.indium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Maybe I was a bit harsh, if the engine does what they sa it still is a 
fantastic technical achievement, it's just premature ( ie. there's no decent 
description of the game ) hype really annoys me sometimes. 

The only thing I can think of is scaling for the engine and perhaps some 
sort of library of parts that could be used, after all most of the scenes 
involve rectalinear buildings with similar styling, but that dosen't account 
for the trees and people. There must be some limit to the engine, since one 
of the demos was running at 20fps and presumably they want beter refresh 
rates than that. 

Stuart. 


Philip Gooch wrote in message <38295A37.45B3A575@easynet.co.uk>... 

>But the colours do look very drab. And I'm not sure a game about an Eastern 
Bloc 

>country is going to have mass-market appeal, which is what they're aiming 
for. 

> 

>But I'm interested in the engine. They *claim* that there is no limit to 
the 

>number of polygons they can display in any given instant - how would this 
be 

>achieved? There's more to it than just scaling, I think. 

> 

>Phil 


—-MESSAGE FILE 6369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05093 


—-MESSAGE FILE 6370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005094 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Too much coverage of driving games in Edge? 

Date: Wed, 10 Nov 1999 12:19:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <80bnto$2d43@chuka.playstation.co.uk> 
References: <38295C4B.A3E1E2BD@easynet.co.uk> 
NNTP-Posting-Host: modem-64.indium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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For a 'multi-format' magazine it does seem to be a little narrow-focused 
sometimes, since as well as handhelds/shareware/PDA there's very little on 
the online games/community as well, maybe it's not possible to cover 
everything though. 

Perhaps the number of driving games this month was down to timing, with the 
Tokyo Games Show showing GT2, GT200, etc. and the two formula 1 games and 
Rally Championship reviewed as well. 

The DC title 'Chu Chu Rocket' sounds interesting, but there was no further 
info, or maybe it's just my preference for multiplayer games. 

Stuart. 


Philip Gooch wrote in message <38295C4B.A3E1E2BD@easynet.co.uk>... 

>I don't understand why Edge doesn't do more coverage on the GameBoy and 
>NeoGeo, apart from a few bits and pieces in the back pages. >How about 
reviews of the best shareware on all platforms too, and a 

>feature on PDA games (PalmPilot, Psion etc) 

> 

>Phil 

> 


—-MESSAGE FILE 6370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05094 


—-MESSAGE FILE 6371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005095 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 13:49:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <80bt6q$2d44@chuka.playstation.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38295A37.45B3A575@easynet.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> But I'm interested in the engine. They *claim* that there is no limit to 
the 

> number of polygons they can display in any given instant - how would this 
be 

> achieved? There's more to it than just scaling, I think. 


Well I assumed this was rubbish, maybe the models can be infinitely 
polygoned but the engine will have to adapt the amount that are displayed 
depending on machine speed etc... Maybe if you weight each polygon with a 
value representing its level of importance in describing that model, the 
engine then renders each model up to a level of detail it can sustain. Well 
thats one idea? 


-—-MESSAGE FILE 6371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05095 


—-MESSAGE FILE 6372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005096 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 14:07:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <38297c0e.429176212@news.playstation.co.uk> 
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References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Incidentally, what computer CAN handle infinite polygons? 
Steven 


On Wed, 10 Nov 1999 09:24:23 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


> Hmmm a bit harsh maybe? I like to see stuff in development rather than 
>finished shots maybe a month before its released, thats why I buy edge. I do 
>think that this "infinite polygon engine" stuff is a bit silly, why not just 
>be honest and say they are using a scaling technology, but I suppose if 
>you're writing/promoting/funding a game you want to hype it. 

> 

>cheers 

>Matt 

> 

> 

>Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

>news: 80a52bS6s2@chuka.playstation.co.uk... 

>> For an Infinite polygon engine doesn't Republic look drab? 

>> 

>> And from the sounds of it a cross between Sim City and Populous, the 
>thought 

>> of playing Bill Clinton is not a nice one :) 

>> 

>> OK so I'm basing it all on what is really just an engine but if that is 
>what 

>> they choose to reveal to the public then that is what they get judged on, 
>> and very sadly the way the industry is going... "LOOK AT OUR GREAT 
>ENGINE... 

>> and please overt your eyes as we shown you the game that runs on it" 

>> 

>> If that confuses see this months Edge. 

>> 

>> Nigel 


—-MESSAGE FILE 6372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05096 


—-MESSAGE FILE 6373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005097 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 14:08:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <382a7c30.429210912@news.playstation.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17S$2d41@chuka.playstation.co.u 
k> <38295A37.45B3A575@easynet.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Yes, you're right. Tetris barely affected the US market or any other 
part of the world. 
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Hell, I played the original Tetris IN RUSSIAN when it first came out. 


Those Easterners! 
Steven 


On Wed, 10 Nov 1999 11:42:48 +0000, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>But the colours do look very drab. And I'm not sure a game about an Eastern Bloc 
>country is going to have mass-market appeal, which is what they're aiming for. 
> 

>But I'm interested in the engine. They *claim* that there is no limit to the 
>number of polygons they can display in any given instant - how would this be 
>achieved? There's more to it than just scaling, I think. 

> 

>Phil 

> 

>Matt Verran wrote: 

> 

>> Hmmm a bit harsh maybe? I like to see stuff in development rather than 


>> finished shots maybe a month before its released, thats why I buy edge. I do 
>> think that this "infinite polygon engine" stuff is a bit silly, why not just 
>> be honest and say they are using a scaling technology, but I suppose if 

>> you're writing/promoting/funding a game you want to hype it. 

>> 

>> cheers 

>> Matt 

>> 

>> Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

>> news: 80a52bS6s2@chuka.playstation.co.uk... 

>> > For an Infinite polygon engine doesn't Republic look drab? 

>> > 

>> > And from the sounds of it a cross between Sim City and Populous, the 

>> thought 

>> > of playing Bill Clinton is not a nice one :) 

>> > 

>> > OK so I'm basing it all on what is really just an engine but if that is 

>> what 

>> > they choose to reveal to the public then that is what they get judged on, 
>> > and very sadly the way the industry is going... "LOOK AT OUR GREAT 

>> ENGINE... 

>> > and please overt your eyes as we shown you the game that runs on it" 

>> 
>> 
>> 
>> 
>> 
>> 
>> 


v 


If that confuses see this months Edge. 


Nigel 


VV NV V V V 


--MESSAGE FILE 6373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05097 


--MESSAGE FILE 6374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005098 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 14:26:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <80bvbq$2d45@chuka.playstation.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38297c0e.429176212@news.playstation.co.uk> 

NNTP-Posting-Host: modem-4.ofloxacin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steven Osman wrote in message <38297c0e.429176212@news.playstation.co.uk>... 
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>Incidentally, what computer CAN handle infinite polygons? 
> 
>Steven 


Not only that, but there must be a limit to how many will be visible on any 
given screen resolution before it becomes pointless to draw any more to the 
screen ie. if the smallest a poly can be on-screen is 1 pixel then surely 
the limit is then number of on-screen pixels, so there's obviously some sort 
of bsp tree or something used to determine the level of detail/model region 
required. 
How compact can the information required on each poly be? For infinite polys 
you'd need infinite storage space, even some sort of fractal-like scaling 
would have a limited number of models for each scaling level. Or am I just 
missing something being no 3d expert. 

Stuart. 


-—-MESSAGE FILE 6374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05098 


—-MESSAGE FILE 6375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005099 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 14:35:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <382982AE.FBDDD953@easynet.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38297c0e.429176212@news.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


There's only a finite number of pixels on the screen, so it's about which pixels 
you choose to draw. Beyond a certain distance they might be just plotting pixels 
on the screen and shearing and rotating sprite-based primitives to give the 
illusion of unlimited polygons. 


Steven Osman wrote: 


Incidentally, what computer CAN handle infinite polygons? 
Steven 


On Wed, 10 Nov 1999 09:24:23 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


> Hmmm a bit harsh maybe? I like to see stuff in development rather than 
>finished shots maybe a month before its released, thats why I buy edge. I do 
>think that this "infinite polygon engine" stuff is a bit silly, why not just 
>be honest and say they are using a scaling technology, but I suppose if 
>you're writing/promoting/funding a game you want to hype it. 

> 

>cheers 

>Matt 

> 

> 

>Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

>news: 80a52bS6s2@chuka.playstation.co.uk... 

>> For an Infinite polygon engine doesn't Republic look drab? 

>> 

>> And from the sounds of it a cross between Sim City and Populous, the 
>thought 

>> of playing Bill Clinton is not a nice one :) 


VVVVVVVVVVVVVVVV VV VV VV VV 
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>> 

>> OK so I'm basing it all on what is really just an engine but if that is 
>what 

>> they choose to reveal to the public then that is what they get judged on, 
>> and very sadly the way the industry is going... "LOOK AT OUR GREAT 
>ENGINE... 

>> and please overt your eyes as we shown you the game that runs on it" 

>> 

>> If that confuses see this months Edge. 


>> Nigel 


VVVVVVVVVVV VV VV 


—-MESSAGE FILE 6375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05099 


-—-MESSAGE FILE 6376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005100 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Infinite polygons 
Date: Wed, 10 Nov 1999 18:36:27 +0000 
Organization: Max Studios 
Lines: 94 
Message-ID: <3829BB2B. 42CCA820@which.net> 
References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38297c0e.429176212@news.playstation.co.uk> <382982AK.FBDDD953@easynet.co.uk> 
NNTP-Posting-Host: p278-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" BC7E8D3F28DO0AF91AE57BB01" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
BC7E8D3F28DO0AF 91AE57BBO1 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


"Pha! Infinite polygon engine - so what" is what I said, what is the point anyway, i 
n 

graphical terms I will only be truly impressed when they can render atoms within 
molecules and have a display to justify such detail, not in our lifetime! 


Anyway all this talk about these compressable AI NPCs inside this "infinite polygon 
world" does that mean more of Outcasts running around purely to pass on messages? 
further more adding to the fustration of the fact that the game looks mega drab. The 
idea around a game is to make something imaginative... sure anyone can make a game 
about one man's part in the cold war but it lacks any real imaginations as it was 
based on the past. True games take an imaginative area and make it playable, Republi 
ë 

looks more like an army combat trainer - just plain virtual reality. Who the hell is 
gonna sit for two weeks putting in the detail into a building which would otherwise 
take an afternoon to make, Dev times will stretch to four years purely because of th 
e 

amount of time to model a building or a grain of frickin' pollen! 


Nice flowers though. (please note sarcastic tone as it is not expressable in text). 
Max 

Philip Gooch wrote: 

There's only a finite number of pixels on the screen, so it's about which pixels 
you choose to draw. Beyond a certain distance they might be just plotting pixels 


on the screen and shearing and rotating sprite-based primitives to give the 
illusion of unlimited polygons. 


V V V V V 


Net 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VN NV VN YN NN EN ENP NN VV VV VV VV VV VV VV VV VV VV VV VV VV V 
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Steven Osman wrote: 


Incidentally, what computer CAN handle infinite polygons? 
Steven 


On Wed, 10 Nov 1999 09:24:23 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


> Hmmm a bit harsh maybe? I like to see stuff in development rather than 
>finished shots maybe a month before its released, thats why I buy edge. I do 
>think that this "infinite polygon engine" stuff is a bit silly, why not just 
>be honest and say they are using a scaling technology, but I suppose if 
>you're writing/promoting/funding a game you want to hype it. 

> 

>cheers 

>Matt 

> 

> 

>Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

>news: 80a52bS6s2@chuka.playstation.co.uk... 

>> For an Infinite polygon engine doesn't Republic look drab? 

>> 

>> And from the sounds of it a cross between Sim City and Populous, the 
>thought 

>> of playing Bill Clinton is not a nice one :) 

>> 

>> OK so I'm basing it all on what is really just an engine but if that is 
>what 

>> they choose to reveal to the public then that is what they get judged on, 
>> and very sadly the way the industry is going... "LOOK AT OUR GREAT 
>ENGINE... 

>> and please overt your eyes as we shown you the game that runs on it" 

>> 

>> If that confuses see this months Edge. 


>> Nigel 


BC7E8D3F28D0AF91AE57BB01 


Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 


org 
adr 


:Max Studios 


° ff FFF 


version:2.1 
email;internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


BC7E8D3F28D0AF 91AE57BB01-- 


—-MESSAGE FILE 6376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05100 


-—-MESSAGE FILE 6377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005101 
Path: chuka.playstation.co.uk!news 
From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Please help me - I'm desperate!!! 
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Date: Wed, 10 Nov 1999 20:43:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <80c18b$2d46@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-65.aluminum.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi, 


Can anyone please help me with this programming related problem. If you 
can, I will be eternally grateful. 


The problem is to do with makefiles. When I first brought my Yaroze I 
remember trying to compile demo programs with the accompanying makefiles 
that came with them. The documentation would state that all I had to do was 
type 'make' from within the same directory. However, whenever I did this I 
would always get error messages thrown back at me straight away. This 
bothered me a little at first, but because I have brought CodeWarrior as 
well, I just used that instead. And before you asked, I followed Sony's 
documentation to the letter at least three times, and modified the 
djsetup.bat file as appropriate, but still I received nothing but errors. 


Now, after a while I forgot about this problem, happily working on Yaroze 
projects in Windows. That is until recently, when I started getting into 
DOS programming again under the DJGPP environment. The same problems happen 
now, even though I have downloaded all of the appropriate DJGPP files from 
the Delorie site. Whenever I type 'make', even with example programs, my PC 
just says "NOOOOOO!! - I will not let you do that!" Every time - I am yet 
to get even one makefile to do as its supposed to! As you can imagine, this 
is hindering my DOS programming progress somewhat. 


Please, please, please, can anyone out there help me! I am really a very 
desperate man. I have read through loads of documentation, set up the DJGPP 
environment like it says to in the Readme.txt file, and am now quite 
literally at my wits end. Just some suggestions on where I might be going 
wrong would be great. I'm sure I'm just overlooking some simple 
configuration task, but I have no idea what it could be. If it helps I have 
a Pentium 2 350Mhz and am running Windows 98. 


Thanks in advance. 
Steven 


website: http://www.netyaroze-europe.com/~slewis 
ICQ Number: 40785589 


-—-MESSAGE FILE 6377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05101 


-—-MESSAGE FILE 6378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005102 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Please help me - I'm desperate!!! 

Date: Wed, 10 Nov 1999 21:30:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <80c041$2d47@chuka.playstation.co.uk> 
References: <80c18bS$2d46@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 
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can you get a simple Hello World program to compile? 


#include "stdio.h" 


main () 
{ 

printf ("Hello World\n"); 
} 


Now that program works for me in DJGPP and Visual C++. 
Makefiles are a mystery all their own, look at the DJGPP help files or get a 


good C book like "The C Programming Language" By Brian W.Kernighan and 
Dennis M.Ritchie... it covers ANSI C and not anything mangled by Microsoft. 


BTW did you download rhide the IDE for DJGPP, it's all dos based but it puts 
many Windows efforts to shame... 


Nigel 


—-MESSAGE FILE 6378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05102 


—-MESSAGE FILE 6379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005103 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: Wed, 10 Nov 1999 22:17:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <382bee4f.458425721@news.playstation.co.uk> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38297c0e.429176212@news.playstation.co.uk> <80bvbq$2d45@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Well, I could argue that a number of stars together will have a result 
on the appearance of onscreen things, for instance, a system of stars 
together may cause that one pixel you are referring to to appear as a 
different color. 


But that's just silly. 


Stupid question: Are we trying to meet or exceed real-life quality in 
games? 


Who looks up in the sky and sees infinite stars? 


Personally, I see only a finite number at any given time. In fact, 
there is only a finite number that my eyes are capable of seeing in 
total. This number also happens to be relatively small. (So, even if 
I COULD see 10,000 stars in the sky on an extremely clear evening - if 
I stared off into every possible direction, or eve 100,000. That's 
not THAT many). 


Steven 


On Wed, 10 Nov 1999 14:26:39 -0000, 
<stuart@macdonald4798.freeserve.co.uk> wrote: 


> 
>Steven Osman wrote in message <38297c0e.429176212@news.playstation.co.uk>... 
>>Incidentally, what computer CAN handle infinite polygons? 
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>> 

>>Steven 

> 

> 

>Not only that, but there must be a limit to how many will be visible on any 
>given screen resolution before it becomes pointless to draw any more to the 
>screen ie. if the smallest a poly can be on-screen is 1 pixel then surely 
>the limit is then number of on-screen pixels, so there's obviously some sort 
>of bsp tree or something used to determine the level of detail/model region 
>required. 
>How compact can the information required on each poly be? For infinite polys 
>you'd need infinite storage space, even some sort of fractal-like scaling 
>would have a limited number of models for each scaling level. Or am I just 
>missing something being no 3d expert. 

>Stuart. 

> 

> 


—-MESSAGE FILE 6379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05103 


—-MESSAGE FILE 6380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005104 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Please help me - I'm desperate!!! 

Date: Wed, 10 Nov 1999 22:25:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <382cf0ce.459064209@news.playstation.co.uk> 
References: <80c18bS$2d46@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Steven, 
Maybe it would help if you gave us a specific message you are getting. 


I highly doubt that your computer just says "NOOOOOO!! - I will not 
let you do that!" 


Steven 


On Wed, 10 Nov 1999 20:43:06 -0000, "Steven Lewis" 
<stevenlewis@birminghamhome.freeserve.co.uk> wrote: 


>Hi, 

> 

>Can anyone please help me with this programming related problem. If you 
>can, I will be eternally grateful. 
> 
>The problem is to do with makefiles. When I first brought my Yaroze I 
>remember trying to compile demo programs with the accompanying makefiles 
>that came with them. The documentation would state that all I had to do was 
>type 'make' from within the same directory. However, whenever I did this I 
>would always get error messages thrown back at me straight away. This 
>bothered me a little at first, but because I have brought CodeWarrior as 
>well, I just used that instead. And before you asked, I followed Sony's 
>documentation to the letter at least three times, and modified the 
>djsetup.bat file as appropriate, but still I received nothing but errors. 

> 
>Now, after a while I forgot about this problem, happily working on Yaroze 
>projects in Windows. That is until recently, when I started getting into 
>DOS programming again under the DJGPP environment. The same problems happen 
>now, even though I have downloaded all of the appropriate DJGPP files from 
>the Delorie site. Whenever I type 'make', even with example programs, my PC 
>just says "NOOOOOO!! - I will not let you do that!" Every time - I am yet 
>to get even one makefile to do as its supposed to! As you can imagine, this 
>is hindering my DOS programming progress somewhat. 
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> 
>Please, please, please, can anyone out there help me! I am really a very 
>desperate man. I have read through loads of documentation, set up the DJGPP 


>environment like it says to in the Readme.txt file, and am now quite 
>literally at my wits end. Just some suggestions on where I might be going 


>wrong would be great. I'm sure I'm just overlooking some simple 
>configuration task, but I have no idea what it could be. If it helps I have 
>a Pentium 2 350Mhz and am running Windows 98. 

> 

>Thanks in advance. 

> 

>Steven 

> 

>website: http://www.netyaroze-europe.com/~slewis 

>ICQ Number: 40785589 

> 

> 

> 


-—-MESSAGE FILE 6380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05104 


—-MESSAGE FILE 6381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005105 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Please help me - I'm desperate!!! 

Date: Thu, 11 Nov 1999 07:46:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <382A7458.8EA1A0F@chilternmag.demon.co.uk> 
References: <80c18bS$2d46@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—-31.methylphenidate.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; 1) 

X-Accept—-Language: en 


Hey, that's exactly why I use CodeWarrior! 
the main problem I'm having now is converting MakeFiles into CW projects... 
any ideas? 


Chris 
Steven Lewis wrote: 


Hi, 


Can anyone please help me with this programming related problem. If you 
can, I will be eternally grateful. 


The problem is to do with makefiles. When I first brought my Yaroze I 
remember trying to compile demo programs with the accompanying makefiles 
that came with them. The documentation would state that all I had to do was 
type 'make' from within the same directory. However, whenever I did this I 
would always get error messages thrown back at me straight away. This 
bothered me a little at first, but because I have brought CodeWarrior as 
well, I just used that instead. And before you asked, I followed Sony's 
documentation to the letter at least three times, and modified the 
djsetup.bat file as appropriate, but still I received nothing but errors. 


Now, after a while I forgot about this problem, happily working on Yaroze 
projects in Windows. That is until recently, when I started getting into 
DOS programming again under the DJGPP environment. The same problems happen 
now, even though I have downloaded all of the appropriate DJGPP files from 
the Delorie site. Whenever I type 'make', even with example programs, my PC 
just says "NOOOOOO!! - I will not let you do that!" Every time - I am yet 
to get even one makefile to do as its supposed to! As you can imagine, this 
is hindering my DOS programming progress somewhat. 


VVVVVVVVVVVVVV VV VV VV VV VV 
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> Please, please, please, can anyone out there help me! I am really a very 

> desperate man. I have read through loads of documentation, set up the DJGPP 
> environment like it says to in the Readme.txt file, and am now quite 

> literally at my wits end. Just some suggestions on where I might be going 

> wrong would be great. I'm sure I'm just overlooking some simple 

> configuration task, but I have no idea what it could be. If it helps I have 
> a Pentium 2 350Mhz and am running Windows 98. 

> 

> Thanks in advance. 

> 

> Steven 

> 

> website: http://www.netyaroze-europe.com/~slewis 

> ICQ Number: 40785589 


—-MESSAGE FILE 6381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05105 


-—-MESSAGE FILE 6382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005106 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Too much coverage of driving games in Edge? 
Date: Thu, 11 Nov 1999 09:57:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <80e3u1$7rd1l@chuka.playstation.co.uk> 
References: <38295C4B.A3E1E2BD@easynet.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I don't understand why Edge doesn't do more coverage on the GameBoy and 
> NeoGeo, apart from a few bits and pieces in the back pages. OK, we've 

> had a feature on handhelds in general recently, but there's never been 
> review space devoted to actually reviewing the games. New titles come 

> out on the GameBoy colour every week. 


Lots of them are the same dull platform game with a different liscenced 
charachter wedged in, although there have been some fantastic games from 
Nintendo that ought to have been covered with a proper review (Mario Bros DX 
and Golf DX to name two)... 


-—-MESSAGE FILE 6382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05106 


—-MESSAGE FILE 6383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005107 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Please help me - I'm desperate!!! 

Date: Thu, 11 Nov 1999 19:16:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <80f407Seot1@chuka.playstation.co.uk> 

References: <80c18bS$2d46@chuka.playstation.co.uk> <382cf0ce.459064209@news.playstati 
on.co.uk> 

NNTP-Posting-Host: host5-171-255-118.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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Steven Osman <sosman@terratron.com> wrote in message 
news: 382cf0ce.459064209@news.playstation.co.uk... 
> Steven, 


Maybe it would help if you gave us a specific message you are getting. 
I highly doubt that your computer just says "NOOOOOO!! - I will not 
let you do that!" 


VV V V 


Yeah, try using my computer!!! 


--MESSAGE FILE 6383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05107 


—-MESSAGE FILE 6384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005108 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 unclear muddyish? 

Date: Thu, 11 Nov 1999 20:10:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <80f86qSeot2@chuka.playstation.co.uk> 

References: <804dhkS$5fql@chuka.playstation.co.uk> <8070eq$b8i7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: ts99-051.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ahh the life of a tech--> Mornin' watch Matrix again ( or Phantom or one օք 
a number of movies, sssh)!!! Download about half a gig of mp3's, then have 
pizza for lunch, cringe at a few bored housewife's, lazy gimps, and 
illiterate demi-humans while playin some game or sumfin', then fill up a few 
zip disks and go home n' kick back wiff some bevies and go out for a dance, 
hopefully get a shag, and keep yer mouth shut about puters' for a change way 
hay!!! 


Anyone elses mates keep away from computer speak wif ya coz they reckon your 
a bit of a geek.......... ( good job our little puties r' gettin a better 
image these days right? ) 


Please don't tell the computer POLICE, there out there listening so I'm 
gonna encode the next bit with a variation of RSA and a binary filter I 
invented with a hairpin and a defective 

BOOEND LUSH 5.6% աաա She alee oS Bet message starts: 


1010101011000000001010101010001011101010100001111100001010101010100000111101 
0111101010011000000101000000001111010100111010100000001110001011010000101001 
1111110101000010010100100101111111010101011010000001010101011111010101010110 
1011010110001010100101001 


JohnT <johnt@tannsoft.force9.co.uk> wrote in message 
news: 8070eq$b8i7@chuka.playstation.co.uk... 
> Donal O'Duibhir <oduibhir@indigo.ie> wrote in message 


> news: 804dhkS5fql@chuka.playstation.co.uk... 

> > K 

> > 

> > MUD= thousands + / - users. 

> > 

> > PC gaming max full action game 8/16 players 56K Modem, Lan sweet!!! 
Tling 

> or 

> > T3ish 

> > 

> > PSX2 ADSL? Max players, dependant on connection/software/os? 

> > How many we talkin? and what about dreamcast currently on 56K Modems, 


O 


VVVVVVVVVVVVVVV VV VV OVV VV VV VV VV VV VV VV V VQ 
rh 


ypical of a tech support person... 
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love em' who does techsupport for em? 


Regards, 
Donal O' Duibhir 


Indigo Technical Support 


Go-Live: ( 01 ) 6046913 
Go-Free: 1550 22 88 44 


Mailto:support@indigo.ie 


Just kidding Donal, nothing on you personally 


JohnT 


Talks a lot but does not say anything 
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—-MESSAGE FILE 6384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05108 


—-MESSAGE FILE 6385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005109 


Path: 
From: 
Newsgroups: 


References: 
NNTP-Posting-Host: 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5109 scea.yaroze.freetalk 


21507 


Well... You know you can count me in... 


My current project is for the school program I'm in.. 
definitely use a side role in a Yaroze game.. 


I won't be able to play any type of lead role... 


in the project... 


ICQ... 


35011897 


chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
"Steve Tolin" <BitSlap_Software@bigfoot.com> 
scee.yaroze.freetalk.english, scea.yaroze.freetalk 
Subject: Re: 3D Team from Eclipse 
Date: Thu, 11 Nov 1999 18:33:40 -0400 
Organization: SCEA News Server 

Lines: 43 

Message-ID: <80fgj0Slhe3@scea> 
<38245EF6.27COAEC8@surfsouth. com> 
nwests12c69.nbnet.nb.ca 


But I could 


But I am very interested 
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Steve Tolin 


Darco <rquat@surfsouth.com> wrote in message 

news: 38245EF6.27COAEC8@surfsouth.com... 

> All right, we've all heard about the new teams forming - especially from 
Eclipse Software. Well, Sunday (Tomorrow) will be the first meeting of 
the 3D team. Anyone interested in joining, send me a mail and your ICQ 


number. (The chat will be over ICQ, unless an unforeseen problem arises) 
Go ahead and add me to your ICQ list as well - even if you aren't that 
interested. 


The chat will be around 2:00 pm EST, which would make it about 9'ish for 
you guys in Europe. (give or take an hour or two) If you are remotely 
interested, add my ICQ number to your list and join in the chat. The 
times are not locked in, it is an informal meeting. 


The game is open for discussion - we are not locked into the racing game 
I was planning on making earlier this week. At the moment I appear to to 
be the team leader, but that doesn't mean only my ideas go. 


If you cannot make tomorrow's meeting, just drop me a line. All 
territories are welcome. (SCEA, SCEE, SCEI,...) 


Hope to hear from everyone soon! 


-darco 
ICQ: 1454810 
mailto:darco@bigfoot.com 


VVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 6385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05109 


—-MESSAGE FILE 6386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005110 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 unclear muddyish? 

Date: Fri, 12 Nov 1999 15:48:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <382C36D1.376C3D39@bigfoot.com> 

References: <804dhkS$5fql@chuka.playstation.co.uk> <8070eq$b8i7@chuka.playstation.co. 
uk> <80f86qSeot2@chuka.playstation.co.uk> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: modem-102-23-60-62.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


Donal O'Duibhir wrote: 


Ahh the life of a tech--> Mornin' watch Matrix again ( or Phantom or one օք 
a number of movies, sssh)!!! Download about half a gig of mp3's, then have 
pizza for lunch, cringe at a few bored housewife's, lazy gimps, and 
illiterate demi-humans while playin some game or sumfin', then fill up a few 
zip disks and go home n' kick back wiff some bevies and go out for a dance, 
hopefully get a shag, and keep yer mouth shut about puters' for a change way 
hay!!! 


Anyone elses mates keep away from computer speak wif ya coz they reckon your 
a bit of a geek.......... ( good job our little puties r' gettin a better 
image these days right? ) 


VVVVVVVVVV VV 
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Actually most of my mates are geeks to, but what I find more annoying is 
the mate's mate who "thinks" he knows about computers! 


We were ina pub and it was really hard work not to call him a twat, but 
he was telling me about the new PC he was gonna buy, size of monitor 
etc. So iask him what graphics card. 


He tells me he doesn't need one cos he's gonna be using it for music! So 
I say, well you don't have to get an expensive 3D accelerated one, and 
so he proceeds to explain to me why you don't need a graphics card ina 
PC if you're using it for writing/creating music and burning i onto 
CD!!! 


I would tell you the explanation he gave but I switched off ;) 


When I'm with my geeky sad mates it normally takes us a good hour or so 
to realise that discussing programming and or modelling tecniques for 
the disco mirror ball is actually a bit sad ;) 


Although maybe not as sad as my mates pumping money into a Tekken 2 
machine in a nightclub when they can play Tekken 3 on PSX at home or 
various Dreamcast games!!! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 
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—-MESSAGE FILE 6386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05110 


—-MESSAGE FILE 6387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005111 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Hows my DOS shell meant to be set? 
Date: Fri, 12 Nov 1999 15:50:45 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <382C3755.784B98B5@bigfoot.com> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-—Host: modem-102-23-60-62.vip.uk.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en (Win95; 1) 
X-Accept—-Language: en 


Hi everyone, 
I had to re-install Win95 etc and now sometimes when I try to 

"make" my 

program it give a windoze popup saying 


"STOCONS may not run well unless it is in MS-DOS mode. Would you like to 
create a shortcut to this program that will run it in MS-DOS mode?" 


So I say "no" 'Շօտ I don't want to and in the DOS shell it says 


>> 

Dos[53]# make 

gcc -Wall -g -funsigned-char -c main.c 
CPU must be in REAL mode (not V86 mode) to run this program without 
VCPI. 

(If you are using an EMS emulator, make sure that EMS isn't disabled) 
make.exe: *** [main.o] Error 1" 


I've never had this problem before so I'm assuming I need to fiddle with 
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the setting in the memory tab on teh DOS Prompt Properties, but I've 
fiddled with no success so far : ( 


Cheers for any help/suggestions 
Al 


p.s. I did origianlly post this to problems.pc but no-onr replied ! 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05111 


—-MESSAGE FILE 6388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005112 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hows my DOS shell meant to be set? 

Date: Fri, 12 Nov 1999 20:29:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <382C789F.5B66E078@chilternmag.demon.co.uk> 
References: <382C3755.784B98B5@bigfoot.com> 
NNTP-Posting-Host: modem-120.germanium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Al wrote: 


Hi everyone, 

I had to re-install Win95 etc and now sometimes when I try to 
"make" my 
program it give a windoze popup saying 


"STOCONS may not run well unless it is in MS-DOS mode. Would you like to 
create a shortcut to this program that will run it in MS-DOS mode?" 


So I say "no" 'Շօտ I don't want to and in the DOS shell it says 


>> 

Dos[53]# make 

gcc -Wall -g -funsigned-char -c main.c 
CPU must be in REAL mode (not V86 mode) to run this program without 
VCPI. 

(If you are using an EMS emulator, make sure that EMS isn't disabled) 
make.exe: *** [main.o] Error 1" 


I've never had this problem before so I'm assuming I need to fiddle with 
the setting in the memory tab on teh DOS Prompt Properties, but I've 
fiddled with no success so far : ( 

Cheers for any help/suggestions 


Al 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


p.s. I did origianlly post this to problems.pc but no-onr replied ! 


No-one replyed? 

I'm pretty sure I did... maybe it was someone else with the same problem... 
or maybe not. 

I'll shut up. 


Net Yaroze newsgroups message dump.txt Page 4134 


Chris. 

> 

> 

> -- 

> http://www.geocities.com/SunsetStrip/Palms/3657/ 
> music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05112 


—-MESSAGE FILE 6389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005113 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hows my DOS shell meant to be set? 

Date: Fri, 12 Nov 1999 20:32:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <382C7952.D9A6AE15@chilternmag.demon.co.uk> 

References: <382C3755.784B98B5@bigfoot.com> <382C789F.5B66E078@chilternmag.demon.co. 
uk> 

NNTP-Posting-Host: modem-120.germanium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Chris Wallace wrote: 


Al wrote: 


> 
> 
> 
> 
> No-one replyed? 

> I'm pretty sure I did... maybe it was someone else with the same problem... 
> or maybe not. 

> I'll shut up. 

> 

> 

> 


Chris. 


No your right, no-one replyed.... 

I'll have a think about it but I don't use the DOS compiler etc. apart from 
SIOCONS... 

I found it wouldn't work also... that's why I use CodeWarrior. 


Chris. 


—-MESSAGE FILE 6389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05113 


—-MESSAGE FILE 6390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005114 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 
Date: Sat, 13 Nov 1999 01:48:00 +0100 

Organization: DEbri 

Lines: 4 

Message-ID: <lel5tnb.lcavjgd14t936aN@al-—88-128.al1l.nl> 
References: <8090e5Sokt2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


what is it?!?! 
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DEnnis.. 
—-MESSAGE FILE 6390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05114 


—-MESSAGE FILE 6391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005115 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Sat, 13 Nov 1999 01:48:07 +0100 

Organization: DEbri 

Lines: 24 

Message-ID: <lel5txi.jnttm5ly61lflsN@al-—88-128.al1l.nl1> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5$b8i4@chuka.playstation. 
co.uk> <38275133.C562D1EB@which.net> <808qn0Soktl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


> Well it all sounds excellent! I look forward to seeing/using the 
> tutorials and playing the Eclipse games... 

> 

> cheers 

> Matt 


I hope it all works out well, and I noticed thet you have some very 
dedicated people at hand. 

I still do have to say I'm not sure if you all will stay this dedicated. 
To make a proper tutorial is a lot of work. It will sure help others and 
I'll be looking forward to them too. 


To Compare Team Parc; In our case it's more like having a bit more 
contact compared with the Newsgroups. The Chats are important and 
sometimes you like feedback on an idea that you don't want to put in the 
open yet. That is what Team Parc is for. 


Cheers all, 
DEnnis.. 


A first article about the NY scene: Team Parc VS Team Eclipse :չ-) 
—-MESSAGE FILE 6391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05115 


—-MESSAGE FILE 6392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005116 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM Scary 

Date: Sat, 13 Nov 1999 01:48:15 +0100 

Organization: DEbri 

Lines: 19 

Message-ID: ՀԼ615ս8ց.19149698էԷէԷ18ց8081-88-128.81.ոլ» 

References: <8011q5Sauc2@chuka.playstation.co.uk> <8017urSauc3@chuka.playstation.co. 
նք» <382425CD. 6FD92F2@chilternmag.demon.co.uk> 

NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


Personaly I don't hate the TR's although some bits are stupidly hard to work 
out and there is some times to many slow moving blocks to pull. 
It's still a good game, if it wasn't, no-body would buy it... 
Do you two like Soul Reaver? 


V V V V V 
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TR 2, TR 3, TR 4 are just more of the same. This is the japanese way. 
They hold on the say; "never change a winning formula". 

Europe seems to like innovation, the US goes for shocking gore, violence 
and sex. 

I'm a typical European.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05116 


—-MESSAGE FILE 6393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005117 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NY in or near Paris 

Date: Sat, 13 Nov 1999 01:48:35 +0100 

Organization: DEbri 

Lines: 13 

Message-ID: <lel5var.180y7zqly2lykqN@al1-88-128.al.nl1> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Hi all, 


I'm looking for somebody in or near Paris with a NY. I want to submit 
our NY project to the "New Talant Competition" from Milia2000 
(http://www.milia.com) 

15 projects can be displayed at Milia, but the selection takes place 
around 20 December somewhere in or near Paris. Since the commity doesn't 
have a Net Yaroze, I need to find somebody with a Net Yaroze in the 
neighbourhood. I think we can settle a fee for the inconvieniance.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05117 


—-MESSAGE FILE 6394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005118 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Sat, 13 Nov 1999 02:18:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <80ihhtSmir2@chuka.playstation.co.uk> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5Sb8i4@chuka.playstation. 
co.uk> <38275133.C562D1EB@which.net> <808qn0S$oktl@chuka.playstation.co.uk> <lel5txi. 
jnttm5ly61flsN@al1-—88-128.al.n1> 

NNTP-Posting-Host: m20-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news: lel5txi.jnttm51ly6l1flsN@al-88-128.al.nl... 
> Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


> 
> 
> Cheers all, 
> 
> 


DEnnis.. 
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> 
> A first article about the NY scene: Team Parc VS Team Eclipse :-) 


Eh? Team Parc VS Team Eclipse (Eclipse Software)?! 
Do you mean in terms of creating games? Or perhaps you think we should just 
have a fight. ;o) Now that would be interesting. ;0) A-la Tekken! 


Scott 


—-MESSAGE FILE 6394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05118 


—-MESSAGE FILE 6395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005119 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Sat, 13 Nov 1999 05:15:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <382cf3da.656452338@news.playstation.co.uk> 

References: <8090e5S$okt2@chuka.playstation.co.uk> <lel5tnb.lcavjgd14t936aN@al—88-128 
-al.nl> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Apparently Dennis hasn't seen a picture of the PS2 yet. 


On Sat, 13 Nov 1999 01:48:00 +0100, debri@dds.nl (DEnnis Brinkhuis) 
wrote: 


>what is it?!?! 
> 
> 


>DEnnis.. 


—-MESSAGE FILE 6395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05119 


—-MESSAGE FILE 6396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005120 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Sat, 13 Nov 1999 10:44:11 +0000 

Organization: Netcom member 

Lines: 13 

Message-ID: <382D40FB.55ACBB38@netscapeonline.co.uk> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5$b8i4@chuka.playstation. 
co.uk> <38275133.C562D1EB@which.net> <808qn0$oktl@chuka.playstation.co.uk> <lel5txi. 
jnttm5ly61lflsN@al-—88-128.al.nl> <80ihht$mir2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-05-27.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Yeah, I'm not sure what this Vs stuff is about, but come and have a go if you 
think you're hard enough :) ...... Seriously though, as for dedication, all the 
Yarozers throughout the world must be pretty dedicated to sign up for this 
Yaroze project (as well as spending so much money). 

I personally am even more dedicated, now that I have a team to work with, 
and I know all the other Eclipse members feel the same. A lot of other Yarozers 
must also see the point of working as a group, since we now have 12 members 
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split into 3 teams. I think that only time will tell, but at least we can have 
a good crack at it eh? 


Marc. 


—-MESSAGE FILE 6396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05120 


—-MESSAGE FILE 6397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005121 

Path: chuka.playstation.co.uk!news 

From: george_bain@scee.net (George Bain) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: 13 Nov 1999 17:18:27 GMT 
Organization: Sony Computer Entertainment Europe 
Lines: 18 
Message-ID: <80k6h3S91lvl@chuka.playstation.co.uk> 

References: <8090e5S$okt2@chuka.playstation.co.uk> <lel5tnb.lcavjgd14t936aN@al—88-128 
-al.nl> <382cf3da.656452338@news.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hahahahahahahaha 
George 


In article <382cf3da.656452338@news.playstation.co.uk>, sosman@terratron.com 
says... 

> 

>Apparently Dennis hasn't seen a picture of the PS2 yet. 

> 

>On Sat, 13 Nov 1999 01:48:00 +0100, debri@dds.nl (DEnnis Brinkhuis) 
>wrote: 

> 

>>what is it?!?! 

>> 

>> 

>>DEnnis.. 

> 


—-MESSAGE FILE 6397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05123. 


--MESSAGE FILE 6398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005122 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Sat, 13 Nov 1999 18:31:42 +0100 

Organization: DEbri 

Lines: 16 

Message-ID: <lel7sab.1b1790xlugi7t6N@al-88-133.al.nl1> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5$b8i4@chuka.playstation. 
co.uk> <38275133.C562D1EB@which.net> <808qn0S$oktl@chuka.playstation.co.uk> <lel5txi. 
jnttm5ly61flsN@al-—88-128.al.nl> <80ihht$mir2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-133.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Scott Ward <scott.ward6@virgin.net> wrote: 


> Eh? Team Parc VS Team Eclipse (Eclipse Software) ?! 

> Do you mean in terms of creating games? Or perhaps you think we should just 
> have a fight. ;0) Now that would be interesting. ;0) A-la Tekken! 
> 
> 


Scott 
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And after the real fight, we might join and make a game about it where 
you can play with yourself. A bit like Streetfighter vs Capcom. 


Hehehehe, 


DEnnis.. 
—-MESSAGE FILE 6398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05122 


—-MESSAGE FILE 6399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005123 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE STILL GROWING!!! 

Date: Sat, 13 Nov 1999 18:32:04 +0100 

Organization: DEbri 

Lines: 27 

Message-ID: <lel7sch.mq6iwllafjlhcN@al-—88-133.al.nl1> 

References: <3825DF61.7B45C0OD4@netscapeonline.co.uk> <8066e5$b8i4@chuka.playstation. 
co.uk> <38275133.C562D1EB@which.net> <808qn0Soktl@chuka.playstation.co.uk> <lel5txi. 
jnttm5ly6l1lflsN@al-88-128.al.n1> <80ihhtSmir2@chuka.playstation.co.uk> <382D40FB.55AC 
BB38@netscapeonline.co.uk> 

NNTP-Posting-Host: 81-88-133.81.ոլ 

X-Newsreader: MacSOUP 2.3 


thechief666 <thechief666@netscapeonline.co.uk> wrote: 


Yeah, I'm not sure what this Vs stuff is about, but come and have a go if you 
think you're hard enough :) ...... Seriously though, as for dedication, all the 
Yarozers throughout the world must be pretty dedicated to sign up for this 
Yaroze project (as well as spending so much money). 


V V V V 


I don't afree, I noticed that a lot of Yaroze members use the NY just 
now and then. I think that most of the usere barely uses the system. 
There is just a small hard-core group that keeps activly working on 
projects. I think there are about 100 core-members or so. And I think 
that at least 400 SCEE-members only use the NY now and then. 


> I personally am even more dedicated, now that I have a team to work with, 
> and I know all the other Eclipse members feel the same. A lot of other 

> Yarozers must also see the point of working as a groub, since we now have 12 
> 

> 


members split into 3 teams. I think that only time will tell, but at least 
we can have a good crack at it eh? 


We started with a hudge amount of dedication as well, but after a time, 
people will get bussy and less dedicated. 

I still see the NY as a hudge chance to get some experiance, and that is 
wghy I'm still this active. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05123 


--MESSAGE FILE 6400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005124 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Sat, 13 Nov 1999 18:32:08 +0100 

Organization: DEbri 

Lines: 9 

Message-ID: <lel7so8.holtgd1llokizé6éN@al-—88-133.al.nl> 

References: <8090e5S$okt2@chuka.playstation.co.uk> <lel5tnb.lcavjgd14t936aN@al—88-128 
-al.nl> <382cf3da.656452338@news.playstation.co.uk> 

NNTP-Posting-Host: 81-88-133.81.ոլ 
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X-Newsreader: MacSOUP 2.3 
Steven Osman <sosman@terratron.com> wrote: 


> Apparently Dennis hasn't seen a picture of the PS2 yet. 
> 


I did, but don't know how to decode it.. 


DEnnis.. 
—-MESSAGE FILE 6400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05124 


—-MESSAGE FILE 6401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005125 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Too much coverage of driving games in Edge? 

Date: Sat, 13 Nov 1999 18:32:09 +0100 

Organization: DEbri 

Lines: 20 

Message-ID: <lel7svi.n5ts4ylshlvsxN@al-—88-133.al.nl1> 

References: <38295C4B.A3E1E2BD@easynet.co.uk> <80bnto$2d43@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-133.al.nl 

X-Newsreader: MacSOUP 2.3 


<stuart@macdonald4798.freeserve.co.uk> wrote: 


For a 'multi-format' magazine it does seem to be a little narrow-focused 
sometimes, since as well as handhelds/shareware/PDA there's very little on 
the online games/community as well, maybe it's not possible to cover 
everything though. 


V V V V 


I noticed that EDGE is most of the times just focusing at the latest 
consoles. The last console is always the best. I remember when the PSX 
is THE machine, they praised it in every issue. Now they focus on DC and 
praise DC up in the air. And PSX is oldskool. Wait untill the PSX2 is on 
sale, I bet they'll think the world of it and completely neglect the DC. 
There is always some cool stuff on pro developers, but I'd like to see 
much more about development in total. Every month 2 pages of amateur 
development would be cool. And say every month 1/2 page of these 2 pages 
about the NY. 


Cheers, 


DEnnis.. 
--MESSAGE FILE 6401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05125 


--MESSAGE FILE 6402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005126 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Sat, 13 Nov 1999 18:47:52 +0100 

Organization: DEbri 
Lines: 6 
Message-ID: <lel8lic.1j2eavmlclhp9sN@al-88-133.al.nl> 

References: <8090e5S$okt2@chuka.playstation.co.uk> <lel5tnb.lcavjgd14t936aN@al—88-128 
-al.nl> <382cf3da.656452338@news.playstation.co.uk> <80k6h3$9lvl@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 81-88-133.81.ոլ 

X-Newsreader: MacSOUP 2.3 


George Bain <george_bain@scee.net> wrote: 


> Hahahahahahahaha 
> 
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tickle me... 
—-MESSAGE FILE 6402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05126 


-—-MESSAGE FILE 6403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005127 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPM ACTION!! 

Date: Sat, 13 Nov 1999 19:45:36 +0100 

Organization: DEbri 

Lines: 7 

Message-ID: <le1845n.mj51qllfry78yN@al-—88-133.al.nl1> 
NNTP-Posting-Host: al-88-133.al.nl 

X-Newsreader: MacSOUP 2.3 


George told that OPM might not get on with the Fame Game Competition. 


So let's all mail them at OPM to tell that you miss the NY games!!!! 


DEnnis.. 
-—-MESSAGE FILE 6403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05127 


—-MESSAGE FILE 6404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005128 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Sat, 13 Nov 1999 21:14:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <80kkdiSftcl@chuka.playstation.co.uk> 

References: <8090e5S$okt2@chuka.playstation.co.uk> <lel5tnb.lcavjgd14t936aN@al—88-128 
eal.nl> <382cf3da.656452338@news.playstation.co.uk> <lel7so8.holtgdllokiz6N@al1-88-13 
3.al.nl> 

NNTP-Posting-Host: th-gt145-095.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> > Apparently Dennis hasn't seen a picture of the PS2 yet. 
>> 

> 

> I did, but don't know how to decode it.. 


If you haven't done so yet, save the file to disk, and rename it removing 


the ' [11].jpe' bit, so you're left with a .jpg file. 
> DEnnis.. 
Rikki 


—-MESSAGE FILE 6404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05128 


—-MESSAGE FILE 6405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005129 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Sun, 14 Nov 1999 01:05:15 -0800 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 
Message-ID: <801llpd$ftc3@chuka.playstation.co.uk> 
References: <le1845n.mj51qllfry78yN@al1-88-133.al.nl1> 
NNTP-Posting-Host: asn6-188.mcmail.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


And to think that only a couple of months ago, PSM couldn't get enough... 


—-MESSAGE FILE 6405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05129 


—-MESSAGE FILE 6406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005130 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Sun, 14 Nov 1999 08:29:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <382E72EA.2FB3B3F8@chilternmag.demon.co.uk> 
References: <le1845n.mj51qllfry78yN@a1-88-133.al.nl1> 
NNTP-Posting-Host: modem-79.polonium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Yeah, I was thinking of doing that.. I was also thinking of getting all 
my non-NY friends ( ans enemys ) to send in mails/e-mails complaining. 


Chris. 


DEnnis Brinkhuis wrote: 


> George told that OPM might not get on with the Fame Game Competition. 
> 

> So let's all mail them at OPM to tell that you miss the NY games!!!! 
> 

> DEnnis.. 


—-MESSAGE FILE 6406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05130 


—-MESSAGE FILE 6407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005131 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Sun, 14 Nov 1999 11:16:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <80m5o0fS$f2n1l@chuka.playstation.co.uk> 
References: <1le1845n.mj51qllifry78yN@al-—88-133.al.nl> 
NNTP-Posting-Host: modem-102.francium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


the editors email addr is: 


mike.goldsmith@futurenet.co.uk 
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DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news:1e1845n.mj51qlifry78yN@al-88-133.al.nl... 
> George told that OPM might not get on with the Fame Game Competition. 


v 


> So let's all mail them at OPM to tell that you miss the NY games!!!! 
> 

> 

> 

> DEnnis.. 


--MESSAGE FILE 6407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05131 


-—-MESSAGE FILE 6408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005132 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The AULD enemy 

Date: Sun, 14 Nov 1999 14:16:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <80mg01Sf2n2@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3718.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


As an Englishman living in Scotland I can't help myself 


Can't wait for Wednesday 


Bob 
bob@shand.org.uk 


—-MESSAGE FILE 6408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05132 


—-MESSAGE FILE 6409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005133 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The AULD enemy 

Date: Sun, 14 Nov 1999 16:02:34 +0000 

Organization: Netcom member 

Lines: 6 

Message-ID: <382EDD1A.E8306BD1@netscapeonline.co.uk> 

References: <80mg01Sf2n2@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-11-41.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Yeah, great wasn't it? Although I foresee you getting a few rather 
pissed replies to this post :) 
The CHIEF 


—-MESSAGE FILE 6409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05133 
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—-MESSAGE FILE 6410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005134 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The AULD enemy 

Date: Sun, 14 Nov 1999 17:16:12 +0000 
Organization: Max Studios 

Lines: 40 
Message-ID: <382EEE5C.DEEF1CA@which.net> 
References: <80mg01Sf2n2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p29-wigeon-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" F7B94FB938DCA5B038DAE835" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
F7B94FB938DCA5BO038DAE835 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Emm.... I saw it from the start so I can admit it man, the ref was a bit 
of a git but. Congrats anyways. 


ROBERT C SHAND wrote: 

As an Englishman living in Scotland I can't help myself 
2.20: 22S JOR ORG առ 

Can't wait for Wednesday 


Bob 
bob@shand.org.uk 


VVVVVVVV 


F7B94FB938DCA5B038DAE835 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


F7B94FB938DCA5B038DAE835-- 


—-MESSAGE FILE 6410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05134 


—-MESSAGE FILE 6411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005135 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The AULD enemy 

Date: Sun, 14 Nov 1999 20:37:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <80n6kuSf2n4@chuka.playstation.co.uk> 

References: <80mg01$f2n2@chuka.playstation.co.uk> <382EEE5C.DEEFICA@which.net> 
NNTP-Posting-Host: modem-84.samarium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


It's a pity Scotland's so crap it won't end up as a draw on aggregate in 
Wembley, England have a fine tradition in blowing crucial penalty 
shoot-outs, and Pizza Hut could do with a new face for the next Millenium... 


—-MESSAGE FILE 6411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05135 


—-MESSAGE FILE 6412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005136 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Sun, 14 Nov 1999 22:13:58 +0000 

Organization: Netcom member 

Lines: 8 

Message-ID: <382F3426.2640081C@netscapeonline.co.uk> 

References: <le1845n.mj51qllfry78yN@al1-88-133.al.nl1> 

NNTP-Posting-Host: dialup-16-32.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Yeah, I believe George is going on holiday again, but the decision will 
be made afterwards (although not by him). 

I really do hope that they won't scrap the FameGame, or at very 
least, they put new games on them as they are made........... 


The CHIEF 


—-MESSAGE FILE 6412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05136 


-—-MESSAGE FILE 6413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005137 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: 15 Nov 1999 00:03:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0lbf2efc$5d914120$aa9124c3@pal—s—omnibook> 
References: <lel845n.mj51qllfry78yN@al-—88-133.al.nl1> 
NNTP-Posting-Host: Aubervilliers-—3-170.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


DEnnis Brinkhuis wrote 
> George told that OPM might not get on with the Fame Game Competition. 
> 


> So let's all mail them at OPM to tell that you miss the NY games!!!! 


Maybe the best thing to do would rather be : make a game that would make 
them knee down to get it... 


pal 


—-MESSAGE FILE 6413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
0513'7 
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—-MESSAGE FILE 6414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005138 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Infinite polygons 

Date: 15 Nov 1999 00:30:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0O1bf2£00$0d4822c0$aa9124c3@pal—s-—omnibook> 

References: <80a52bS6s2@chuka.playstation.co.uk> <80bd17$2d41@chuka.playstation.co.u 
k> <38297c0e.429176212@news.playstation.co.uk> 

NNTP-Posting-Host: Aubervilliers-—2-93.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman wrote 
> Incidentally, what computer CAN handle infinite polygons? 


Something can be considered infinite, from a *practical* point of view, 
when adding more to it does not modify it. 

For instance there's a point where increasing resolution for sound or 
images doesnt make any perceivable difference. It is imho reasonable then 
to say that the resolution is infinite. 


Maybe "infinite polygons" engine means : no less than one poly per pixel. 
But there's still a problem with "infinite polygons" models... 


pal 


—-MESSAGE FILE 6414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05138 


-—-MESSAGE FILE 6415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005139 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Mon, 15 Nov 1999 07:25:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <382FB576. 6BBEEFE6@chilternmag.demon.co.uk> 

References: <lel1845n.mj51qllfry78yN@al—-88-133.al.nl> <0Olbf2efc$5d914120$aa9124c3@pal 
—s-omnibook> 

NNTP-Posting-Host: modem—98.lead.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Yeah but it might have ended by the time it's finished.. 


Chris. 

"pal 

> DEnnis Brinkhuis wrote 

> > George told that OPM might not get on with the Fame Game Competition. 
>> 

> > So let's all mail them at OPM to tell that you miss the NY games!!!! 
> 

> Maybe the best thing to do would rather be : make a game that would make 
> them knee down to get it... 

> 

> pal 


—-MESSAGE FILE 6415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05139 


—-MESSAGE FILE 6416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005140 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Too much coverage of driving games in Edge? 

Date: Mon, 15 Nov 1999 09:36:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <382FD419.53287424@easynet.co.uk> 

References: <38295C4B.A3E1E2BD@easynet.co.uk> <80bnto$2d43@chuka.playstation.co.uk> 
<lel7svi.n5Sts4ylshlvsxN@al-88-133.al.nl> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Yes, I think more coverage of NY and shareware/amateur/semi-pro developers would 
be very welcome. 


Both the 'pro' developers columns in Edge are becoming pretty tiresome. Demis' 
used to be quite interesting but now it seems apparent that someone with a brain 
the size of a planet may also have an ego to match. 


I would like to see more coverage of 'real' games, rather than focussing on the 
latest graphics engine and technology. There was a good article by Ernest Adams 
in Gamasutra last week, getting nostalgic for the old classic 'adventure' games 
that no longer being developed now, and hoping for their return one day. 


Phil 


DEnnis Brinkhuis wrote: 


> <stuart@macdonald4798.freeserve.co.uk> wrote: 

> 

> > For a 'multi-format' magazine it does seem to be a little narrow-focused 
> > sometimes, since as well as handhelds/shareware/PDA there's very little on 
> > the online games/community as well, maybe it's not possible to cover 

> > everything though. 

> 

> I noticed that EDGE is most of the times just focusing at the latest 

> consoles. The last console is always the best. I remember when the PSX 

> is THE machine, they praised it in every issue. Now they focus on DC and 

> praise DC up in the air. And PSX is oldskool. Wait untill the PSX2 is on 

> sale, I bet they'll think the world of it and completely neglect the DC. 

> There is always some cool stuff on pro developers, but I'd like to see 

> much more about development in total. Every month 2 pages of amateur 

> development would be cool. And say every month 1/2 page of these 2 pages 

> about the NY. 

> 

> Cheers, 

> 

> DEnnis.. 


—-MESSAGE FILE 6416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05140 


-—-MESSAGE FILE 6417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005141 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Mon, 15 Nov 1999 14:56:49 +0100 

Organization: DEbri 

Lines: 7 

Message-ID: <lelb020.yvp7ail6égmnr4N@al-—88-123.al.nl> 
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References: <lel1845n.mj51qllfry78yN@al-—88-133.al.nl> <0Olbf2efc$5d914120$aa9124c3@pal 
—s-omnibook> <382FB576.6BBEEFE6@chilternmag.demon.co.uk> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


> Yeah but it might have ended by the time it's finished.. 


Is there anybody almost finished with a bloody impressive game? 


DEnnis.. 
—-MESSAGE FILE 6417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05141 


—-MESSAGE FILE 6418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005142 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Milia 

Date: Mon, 15 Nov 1999 14:56:51 +0100 

Organization: DEbri 

Lines: 3 

Message-ID: <lelb03n.1lrpqtsalvbqwe8N@al-88-123.al.nl> 
NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Is there anybody going to Milia 2000? 


DEnnis.. 
-—-MESSAGE FILE 6418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05142 


—-MESSAGE FILE 6419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005143 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Mon, 15 Nov 1999 14:13:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <80p4gh$6o01@chuka.playstation.co.uk> 

References: <lel1845n.mj51qllfry78yN@al—-88-133.al.nl> <0Olbf2efc$5d914120$aa9124c3@pal 
—-s-omnibook> <382FB576.6BBEEFE6@chilternmag.demon.co.uk> <lelb020.yvp7ail6égmnr4N@al- 
88-123.al.nl> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I am almost finished with a game, even I cant say it will be bloody 
impressive though. It should be fimiliarly mildly distracting :) 


DEnnis Brinkhuis <debri@dds.nl> wrote in message 
news:1le1b020.yvp7ailégmnr4N@al-88-123.al.nl... 
> Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


> Yeah but it might have ended by the time it's finished.. 


Is there anybody almost finished with a bloody impressive game? 


V V V V V V 


DEnnis.. 


--MESSAGE FILE 6419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05143 


—-MESSAGE FILE 6420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005144 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! 

Date: Mon, 15 Nov 1999 16:17:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <38303235.561C4314@chilternmag.demon.co.uk> 

References: <le1845n.mj51lqllfry78yN@al-—88-133.al.nl1> <O1lbf2efc$5d914120$aa9124c3@pal 
-s-omnibook> <382FB576.6BBEEFE6@chilternmag.demon.co.uk> <lelb020.yvp7ail6égmnr4N@al- 
88-123.al.nl> <80p4gh$6ol@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-62.infed.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Although I like my game it aint that distracting ( at the moment any way 
) 

and it isn't finished yet.... 

Chris 


Matt Verran wrote: 


> I am almost finished with a game, even I cant say it will be bloody 
> impressive though. It should be fimiliarly mildly distracting :) 
> 

> DEnnis Brinkhuis <debri@dds.nl> wrote in message 

> news:lelb020.yvp7ailégmnr4N@al-88-123.al.nl... 

> > Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 

>> 

> > > Yeah but it might have ended by the time it's finished.. 

>> 

> > Is there anybody almost finished with a bloody impressive game? 
>> 

> > DEnnis.. 


—-MESSAGE FILE 6420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05144 


-—-MESSAGE FILE 6421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005145 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPM REPLY! 

Date: Mon, 15 Nov 1999 17:38:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <80pghf$4ej1@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-66.havrix.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I just got a reply from Mike Goldsmith (editor of OPM): 


Matt, 
Thanks for the mail. Here's some points... 


While you say Sony are still supporting Yaroze, it was looking for a time 


Net Yaroze newsgroups message dump.txt Page 4150 


that they were going to wind the whole thing up. Honest. Indeed, we actually 
ran out of Yaroze games at one point last year. 

We're nor denying anyone anything - SCEE make our disc and if they don't 
offer us the games, we can't put them on! For the last few months, we 
haven't 
been able to put them on. Sorry but that's the truth. But... 

But with the change of heart over Yaroze and thanks to Cat's enquiries, 
Tes 
looking like we might be able to start putting Yaroze games on again. Here's 
hoping. 

Lastly, when things drop and demos disappear, it's actually not our fault. 
I'm not trying to divert blame here but when developers deliver demos that 
simply don't work or contain Class 'A' bugs (something which happens a lot), 
they can't go on the disc as they fail Sony's Q'n'A - and with 19 days to 
compile, test and finish each disc, it does mean delays. 

Scratch that last one - we want Yaroze games on our disc and by Zod, we'll 
have them. We'll keep you posted. 


Best, 


Mike 


cheers//matt 

electronicmail: matt@frktl.freeserve.co.uk 
universalresourcelocator: www.frktl.freeserve.co.uk 
icq: 38714129 


—-MESSAGE FILE 6421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05145 


—-MESSAGE FILE 6422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005146 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM REPLY! 

Date: Mon, 15 Nov 1999 18:17:09 +0000 

Organization: Netcom member 

Lines: 5 

Message-ID: <38304E25.F65DA1DF@netscapeonline.co.uk> 

References: <80pghf$4ej1@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-07-26.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Nice one Matt, that is definately a big boost concerning the OPM's opinion on 
the Yaroze. Maybe now everyone can be more inspired to make lots of good games. 


Marc 


—-MESSAGE FILE 6422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05146 


—-MESSAGE FILE 6423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005147 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! REPLY FROM OPM!! 

Date: Mon, 15 Nov 1999 21:36:58 +0100 

Organization: DEbri 

Lines: 44 

Message-ID: <lelbycg.cj5qs6lu0owugN@al-88-116.al.nl> 
References: <le1845n.mj51qllfry78yN@a1-88-133.al.nl1> 
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NNTP-Posting-Host: al-88-116.al.nl 
X-Newsreader: MacSOUP 2.3 


I sent a mail to OPM and here is the reply I got!!! 


>Date: Mon, 15 Nov 1999 10:31:29 +0000 

>From: "Mike Goldsmith" <mike.goldsmith@futurenet.co.uk> 
>Organization: Future Publishing 

>X-Accept—-Language: en 

>MIME-Version: 1.0 

>To: DEnnis <macsuppor@al.nl> 

>Subject: Re: No NY Games on the CD?!?!?! 

>Status: 

> 

>DEnnis, 

> 

>Thanks for the mail. It was looking for a while that Sony were going to 
>wind Yaroze up - indeed, we actually ran out of Yaroze games at one 
>point 

>last year. As Sony make our disc, if they don't offer us the games, we 
>can't put them on! But... 

> 

>But with the change of heart from SCEE, it's looking like we might be 
>able 

>to start putting Yaroze games on again. We want them on our disc and by 
>Zod, we'll have them. We'll keep you posted. 

> 

>Best, 

> 

> 

>Mike 

> 

>DEnnis wrote: 

> 

>> Hi, 

>> 

>> What happened to the Net Yaroze games? I really mis them. 

>> I used to buy 

>> your mag for the CD and for the Net Yaroze games in special. 

>> It was the only way to get some free complete games, 

>> instead of demo's. 

>> Will they be back? 

>> 

>> Cheers, 

>> 

>> DEnnis.. 


4151 


—-MESSAGE FILE 6423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05147 


—-MESSAGE FILE 6424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005148 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM ACTION!! REPLY FROM OPM!! 

Date: Mon, 15 Nov 1999 21:03:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <38307536.4437168@chilternmag.demon.co.uk> 


References: <1le1845n.mj51lqllfry78yN@al1-—88-133.al.nl> <lelbycg.cj5qs6lu0owugN@al- 


16.al.nl> 

NNTP-Posting-—Host: modem-—59.ibogaine.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hey! 
sounds promising! 
Lets just hope that they do put them back! 


88-1 
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Chris. 


DEnnis Brinkhuis wrote: 


I sent a mail to OPM and here is the reply I got!!! 


>Date: Mon, 15 Nov 1999 10:31:29 +0000 

>From: "Mike Goldsmith" <mike.goldsmith@futurenet.co.uk> 
>Organization: Future Publishing 

>X-Accept—-Language: en 

>MIME-Version: 1.0 

>To: DEnnis <macsuppor@al.nl> 

>Subject: Re: No NY Games on the CD?!?!?! 

>Status: 

> 

>DEnnis, 

> 

>Thanks for the mail. It was looking for a while that Sony were going to 
>wind Yaroze up - indeed, we actually ran out of Yaroze games at one 
>point 

>last year. As Sony make our disc, if they don't offer us the games, we 
>can't put them on! But... 

> 

>But with the change of heart from SCEE, it's looking like we might be 
>able 

>to start putting Yaroze games on again. We want them on our disc and by 
>Zod, we'll have them. We'll keep you posted. 

> 

>Best, 

> 

> 

>Mike 

> 

>DEnnis wrote: 

> 

>> Hi, 

>> 

>> What happened to the Net Yaroze games? I really mis them. 

>> I used to buy 

>> your mag for the CD and for the Net Yaroze games in special. 

>> It was the only way to get some free complete games, 

>> instead of demo's. 

>> Will they be back? 

>> 

>> Cheers, 

>> 

>> DEnnis.. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 6424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05148 


—-MESSAGE FILE 6425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005149 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM REPLY! 

Date: Mon, 15 Nov 1999 21:06:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <383075DC.916478FB@chilternmag.demon.co.uk> 

References: <80pghf$4ej1l@chuka.playstation.co.uk> <38304E25.F65DA1DF@netscapeonline. 
co.uk> 

NNTP-Posting-Host: modem—-59.ibogaine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Yeah, it sounds good but it seems Dennis sent an e-mail and got an almost identical 
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reply, word for word! 
Maybe it's come up so many times that they just send the same mail! 


Chris. 
thechief666 wrote: 


Nice one Matt, that is definately a big boost concerning the OPM's opinion on 
the Yaroze. Maybe now everyone can be more inspired to make lots of good games. 


> 
> 
> 
> Marc 


—-MESSAGE FILE 6425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05149 


—-MESSAGE FILE 6426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005150 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM REPLY! 
Date: Mon, 15 Nov 1999 22:08:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <80q0b6$4ej2@chuka.playstation.co.uk> 

References: <80pghf$4ej1@chuka.playstation.co.uk> <38304E25.F65DAIDF@netscapeonline. 
co.uk> <383075DC.916478FB@chilternmag.demon.co.uk> 

NNTP-Posting-Host: modem-39.phosphorus.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey check the times, I got mine up here first. But yeah I have got several 
of my mates to email OPM also to request the return of the NY games and the 
same basic mail has come back, although one of my friends got a reply saying 
that his was the 4th email on that day alone and the editor smells a 
conspiracy :) Although showing that people do care about the NY games on 
OPM can only be a good thing. Personally I think it will be a real shame if 
they are stopped, *not* just because I won't be able to get my game on the 
disc but because it is one of the only outlets for games made by amateur 
developers. Magazine coverdisks used to always contain PD and shareware 
games in the days of the 8 and 16 bit computer games, it was these games 
that inspired me to start game programming. 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 
news:383075DC. 916478FB@chilternmag.demon.co.uk... 

> Yeah, it sounds good but it seems Dennis sent an e-mail and got an almost 
identical 
> reply, word for word! 

Maybe it's come up so many times that they just send the same mail! 


Chris. 


thechief666 wrote: 


VV V V V V V 


> Nice one Matt, that is definately a big boost concerning the OPM's 
opinion on 

> > the Yaroze. Maybe now everyone can be more inspired to make lots of good 
games. 

>> 

>> Marc 

> 


—-MESSAGE FILE 6426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05150 


—-MESSAGE FILE 6427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005151 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM REPLY! 

Date: Tue, 16 Nov 1999 09:54:27 +0100 
Organization: DEbri 

Lines: 9 

Message-ID: <lelbytx.qi5u0mapvlogN@al1-88-118.al.nl1> 
References: <80pghf$4ej1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


> I just got a reply from Mike Goldsmith (editor of OPM): 
> 


Me Too!!! 


DEnnis.. 
—-MESSAGE FILE 6427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05151 


-—-MESSAGE FILE 6428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005152 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM REPLY! 

Date: Tue, 16 Nov 1999 16:23:53 +0100 

Organization: DEbri 

Lines: 19 

Message-ID: <lelcx99.1ldng8yzu5qoiuN@al-88-128.al.nl> 

References: <80pghf$4ej1l@chuka.playstation.co.uk> <38304E25.F65DA1DF@netscapeonline. 
co.uk> <383075DC.916478FB@chilternmag.demon.co.uk> <80q0b6S4ej2@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: al-88-128.al.nl 

X-Newsreader: MacSOUP 2.3 


Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


> although one of my friends got a reply saying 
> that his was the 4th email on that day alone and the editor smells a 
> conspiracy :) 


LOL 

> Although showing that people do care about the NY games on 

> OPM can only be a good thing. Personally I think it will be a real shame if 
> they are stopped, *not* just because I won't be able to get my game on the 

> disc but because it is one of the only outlets for games made by amateur 

> developers. Magazine coverdisks used to always contain PD and shareware 

> games in the days of the 8 and 16 bit computer games, it was these games 

> that inspired me to start game programming. 


Totally agree!!! 


DEnnis.. 
—-MESSAGE FILE 6428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05152 


—-MESSAGE FILE 6429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005153 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Tue, 16 Nov 1999 16:08:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <38318186.DFC3804B@127.0.0.1> 
References: <8090e5Sokt2@chuka.playstation.co.uk> 
NNTP-Posting-Host: grimsel.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


The Acorn RiscPC could also do this sort of thing, except I can't be 
bothered to hunt for a piccie ;) 


George Bain wrote: 
> 
> [Image of Atari Falcon] 


M. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
SE Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 6429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05153 


—-MESSAGE FILE 6430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005154 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Familiar? - atarifalcon040.jpg [1/1] 

Date: Wed, 17 Nov 1999 08:34:58 +0100 

Organization: DEbri 

Lines: 12 

Message-ID: <lelenta.1lny2hzcl0apqnoN@al1-88-115.al.nl1> 

References: <8090e5Sokt2@chuka.playstation.co.uk> <lel5tnb.lcavjgd14t936aN@al-—88-128 
eal.nl> <382cf3da.656452338@news.playstation.co.uk> <lel7so8.holtgdllokizé6N@al1-88-13 
3.al.nl> <80kkdiSftcl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-115.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


> If you haven't done so yet, save the file to disk, and rename it removing 
> the ' [11].jpe' bit, so you're left with a .jpg file. 
> 


Thanks ;) 


DEnnis.. 
—-MESSAGE FILE 6430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05154 


—-MESSAGE FILE 6431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005155 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Sony licenses PalmOS 

Date: Wed, 17 Nov 1999 10:43:34 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <383286D6.9467BB4@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Sony has licensed the OS from Palm. They're going to bring out a range 
of handheld multimedia devices. 


No prizes for guessing which next generation console these handheld 
devices will be able to talk to. 


More bad news for Microsoft and WindowsCE (and therefore Sega). But good 
news for Psion/Symbian/EPOC too, as Palm and Symbian have struck a deal 
to license each other's technology. 

Is there anyone apart from Sega and Casio using CE now? Could CE be dead 
within the year? 


Phil 
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—-MESSAGE FILE 6431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05155 


—-MESSAGE FILE 6432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005156 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Sony licenses PalmOS 

Date: Wed, 17 Nov 1999 11:04:12 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <38328BAC.AF1BE070@127.0.0.1> 
References: <383286D6.9467BB4@easynet.co.uk> 
NNTP-Posting-Host: grimsel.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


> No prizes for guessing which next generation console these handheld 
> devices will be able to talk to. 
wahey.. 


> More bad news for Microsoft and WindowsCE (and therefore Sega). But good 
> news for Psion/Symbian/EPOC too, as Palm and Symbian have struck a deal 
> to license each other's technology. 

double wahey... 


yeah, I'd heard that Palm are going to use EPOC in their next gen 
handhelds 


> Is there anyone apart from Sega and Casio using CE now? Could CE be dead 
> within the year? 

ooh lovely warm fuzzy thoughts, but you can bet M$ have more tricks up 
there sleeve than a magician at a childrens party! 


M. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 6432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05156 


—-MESSAGE FILE 6433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005157 
Path: chuka.playstation.co.uk!debri 
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From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Milia: FREE HOLIDAY TO CANNES!! 

Date: Wed, 17 Nov 1999 15:42:43 +0100 

Organization: DEbri 

Lines: 16 

Message-ID: <lelf728.13y31l0amglqowN@[194.171.204.57]> 
References: <lelb03n.l1lrpqtsalvbqwe8N@al-88-123.al.nl> 
NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


For everybody!! 


If you want a totally free holiday to see the Milia show in Cannes 
France, enter the young talent competition!! 


If your game or project is selected, they pay travel-expenses, 
hotel-expenses and free entrance (of course) 


Cheers, 


DEnnis 

Al on their expenses. One of the guy's of Milia already arranged a Net 

Yaroze. just one thing.. You need to submit before december 3th. A demo 

of your project or game should be finished december 20th and the 

presentation is in februari 2000 (if you get selected). 

—-MESSAGE FILE 6433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05157 


-—-MESSAGE FILE 6434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005158 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Milia: FREE HOLIDAY TO CANNI 
Date: Wed, 17 Nov 1999 15:31:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <3832CA63.F2C75D05@easynet.co.uk> 

References: <lelb03n.1lrpqtsalvbqwe8N@a1l-88-123.al.nl1> <lelf728.13y31l0amglqowN@ [194.1 
71.204.571» 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Gl 


s!! 


I thought there were limitations on who could apply, namely, you can only 
apply if you are a student on a recognised course, and the course tutor is 
the only one who can submit entries. 


Phil 


DEnnis Brinkhuis wrote: 


Al on their expenses. One of the guy's of Milia already arranged a Net 
Yaroze. just one thing.. You need to submit before december 3th. A demo 
of your project or game should be finished december 20th and the 
presentation is in februari 2000 (if you get selected). 


> For everybody! | 

> 

> If you want a totally free holiday to see the Milia show in Cannes 
> France, enter the young talent competition! | 

> 

> If your game or project is selected, they pay travel-expenses, 
> hotel-expenses and free entrance (of course) 

> 

> Cheers, 

> 

> DEnnis 

> 

> 

> 

> 
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—-MESSAGE FILE 6434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05158 


—-MESSAGE FILE 6435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005159 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony licenses PalmOS 

Date: Wed, 17 Nov 1999 18:12:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <80ur7bSfscl@chuka.playstation.co.uk> 
References: <383286D6.9467BB4@easynet.co.uk> 
NNTP-Posting-Host: host212-140-100-248 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Is there anyone apart from Sega and Casio using CE now? 
The HP jornado, or whatever its called, uses CE. 


—-MESSAGE FILE 6435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05159 


—-MESSAGE FILE 6436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005160 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Milia: FREE HOLIDAY TO CANNES!! 

Date: Thu, 18 Nov 1999 09:41:54 +0100 

Organization: DEbri 

Lines: 16 

Message-ID: <lelgldj.1lsmjyt519bxauyN@[194.171.204.57]> 

References: <lelb03n.1rpqtsalvbqwe8N@al-—88-123.al.nl> <lelf728.13y31l0amglqowN@ [194.1 
71.204.57]> <3832CA63.F2C75D05@easynet.co.uk> 

NNTP-Posting-Host: 194.171.204.57 

X-Newsreader: MacSOUP 2.3 


Philip Gooch <philg@easynet.co.uk> wrote: 


> I thought there were limitations on who could apply, namely, you can only 
> apply if you are a student on a recognised course, and the course tutor is 
> the only one who can submit entries. 
> 
> 


Phil 


Yes and no. You do have to be a student from a related course. 

And you do need somebody of your institute to support you. 

But since they don't have to pay anything and they do get a lot of 
public exposure, most institutes are glad you enter on their behalf. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05160 


—-MESSAGE FILE 6437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005161 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sony licenses PalmOS 

Date: Thu, 18 Nov 1999 09:23:19 -0800 

Organization: SCEA News Server 
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Lines: 26 

Message-ID: <81llcnaSqcq4@scea> 

References: <383286D6.9467BB4@easynet.co.uk> 
NNTP-Posting-Host: ipl76.gte2.rbl.bel.nwlink.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Philip Gooch <philg@easynet.co.uk> wrote in message 

news :383286D6. 9467BB4@easynet.co.uk... 

> Is there anyone apart from Sega and Casio using CE now? Could CE be dead 
> within the year? 


Well, let's see... You forgot HP, Compaq, Phillips, LuckyGoldstar, NEC, 
Everex, Trogon and even IBM. No, Windows CE is not, nor will it be, dead 
anytime soon. The problem most people have is that their view of MS 
products and MS in general is skewed by the media. Windows CE is not a 
"palmtop" It's a small footprint OS. The OS is in, and has plans to be in, 
many other devices. In fact, if you pick up both a PalmtopPC and a Handheld 
PC, they are running the same OS, but use different shells. And if you are 
a diehard, you can get a Palm emulator for CE... Some devices which have 
4x's the ram and a 133mhz CPU actually run PalmOS in emulation faster than 
an actual Palm device. 


P 
So there!! :) 


-Steve 


> 
> Phil 
> 


--MESSAGE FILE 6437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05161 


--MESSAGE FILE 6438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005162 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Milia: FREE HOLIDAY TO CANNES!! 

Date: Thu, 18 Nov 1999 23:08:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
Message-ID: <383486F2.19663EA1@bigfoot.com> 

References: <lelb03n.lrpqtsalvbqwe8N@al1-88-123.al.nl1> <lelf728.13y31l0amglqowN@ [194.1 
71.204.57]> <3832CA63.F2C75D05@easynet.co.uk> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: host212-140-26-245.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


Yeh I think that's right and I don't think games were covered in teh 
brief of things to hand in. Also the deadline was over a month ago 'cos 
I was still at Bournemouth! 


Al 
Philip Gooch wrote: 
I thought there were limitations on who could apply, namely, you can only 


apply if you are a student on a recognised course, and the course tutor is 
the only one who can submit entries. 


Phil 


VV VV V V V 
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> DEnnis Brinkhuis wrote: 

> 

> > For everybody!! 

>> 

> > If you want a totally free holiday to see the Milia show in Cannes 

> > France, enter the young talent competition!! 

>> 

> > If your game or project is selected, they pay travel-expenses, 

> > hotel-expenses and free entrance (of course) 

>> 

> > Cheers, 

>> 

> > DEnnis 

> > Al on their expenses. One of the guy's of Milia already arranged a Net 
> > Yaroze. just one thing.. You need to submit before december 3th. A demo 
> > of your project or game should be finished december 20th and the 

> > presentation is in februari 2000 (if you get selected). 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05162 


-—-MESSAGE FILE 6439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005163 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Milia: FREE HOLIDAY TO CANNES!! 

Date: Fri, 19 Nov 1999 00:44:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <38349D57.48E24762@bigfoot .com> 

References: <lelb03n.lrpqtsalvbqwe8N@al1-88-123.al.nl1> <lelf728.13y31l0amglqowN@ [194.1 
71.204.57]> <3832CA63.F2C75D05@easynet.co.uk> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: host212-140-26-245.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


Yeh I think that's right and I don't think games were covered in teh 
brief of things to hand in. Also the deadline was over a month ago 'cos 
I was still at Bournemouth! 

Al 


Philip Gooch wrote: 


> 

> I thought there were limitations on who could apply, namely, you can only 
> apply if you are a student on a recognised course, and the course tutor is 
> the only one who can submit entries. 

> 

> Phil 

> 

> DEnnis Brinkhuis wrote: 

> 

> > For everybody!! 

>> 

> > If you want a totally free holiday to see the Milia show in Cannes 

> > France, enter the young talent competition!! 

>> 

> > If your game or project is selected, they pay travel-expenses, 

> > hotel-expenses and free entrance (of course) 

>> 

> > Cheers, 

>> 

> > DEnnis 
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Al on their expenses. One of the guy's of Milia already arranged a Net 
Yaroze. just one thing.. You need to submit before december 3th. A demo 
of your project or game should be finished december 20th and the 
presentation is in februari 2000 (if you get selected). 


VV V V 
V V V V 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' computers 'n' piercing 'n' stuff 

—-MESSAGE FILE 6439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05163 


—-MESSAGE FILE 6440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005164 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George still not back? OPM cover CD 

Date: Fri, 19 Nov 1999 09:57:16 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <38351EFC.67D4961E@scee.sony.co.uk> 

References: <leOybgq.1l6yk3zobthrr0ON@al-88-102.al.nl> <806hilSb8i6@chuka.playstation. 
co.uk> <leOygqw. 32mi3eprm1li8N@al-88-134.al.nl> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept-Language: en,pdf 


DEnnis Brinkhuis wrote: 

> 

> Matt Verran <matt@frktl.freeserve.co.uk> wrote: 
> 

> > > Is George still not back? 


George is currently on holiday (again!) and should be back next week. 

== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 
DO NOT DISTURB... already disturbed. 


—-MESSAGE FILE 6440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05164 


—-MESSAGE FILE 6441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005165 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George still not back? OPM cover CD 

Date: Fri, 19 Nov 1999 10:13:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <8137ud$2cel@chuka.playstation.co.uk> 

References: <leOybgq.1l6yk3zobthrr0ON@al-88-102.al.nl> <806hilSb8i6@chuka.playstation. 
co.uk> <leOygqw.32mi3eprmli8N@al-—88-134.al.nl> <38351EFC.67D4961E@scee.sony.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Now I'm confused? Dennis wrote, that I wrote that I didn't know if George 
was back, but I know now, before James wrote, that George is on holiday 
(AGAIN). Then James wrote that dennis wrote that I wrote, and now i'm 
writing and.... argggggggghhhh 


I wouldn't mind working for SONY: lots of holidays + mucking around with the 
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Playstation 2, hang on thats not a job! 


James Russell <James_Russell@scee.sony.co.uk> wrote in message 
news: 38351EFC.67D4961E@scee.sony.co.uk... 
> DEnnis Brinkhuis wrote: 


>> 

> > Matt Verran <matt@frktl.freeserve.co.uk> wrote: 

>> 

> > > > Is George still not back? 

> 

> George is currently on holiday (again!) and should be back next week. 
> 

> — 

> == James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 
7390 4324 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 

> DO NOT DISTURB... already disturbed. 


—-MESSAGE FILE 6441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05165 


—-MESSAGE FILE 6442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005166 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George still not back? OPM cover CD 

Date: Fri, 19 Nov 1999 12:07:43 +0100 

Organization: DEbri 

Lines: 13 

Message-ID: <lelimr4.13x401i7e6jc8N@al—88-138.al.nl1> 

References: <leOybgq.1l6yk3zobthrr0ON@al-88-102.al.nl> <806hilSb8i6@chuka.playstation. 
co.uk> <leOygqw.32mi3eprmli8N@al-—88-134.al.nl> <38351EFC.67D4961E@scee.sony.co.uk> Հ 
8137ud$2cel@chuka.playstation.co.uk> 

NNTP-Posting-Host: 81-88-138.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


Now I'm confused? Dennis wrote, that I wrote that I didn't know if George 
was back, but I know now, before James wrote, that George is on holiday 
(AGAIN). Then James wrote that dennis wrote that I wrote, and now i'm 
writing and.... argggggggghhhh 


I wouldn't mind working for SONY: lots of holidays + mucking around with the 
Playstation 2, hang on thats not a job! 


VVVVVVV 


That is a hobby!! 


DEnnis.. 
—-MESSAGE FILE 6442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05166 


—-MESSAGE FILE 6443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005167 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Milia: FREE HOLIDAY TO CANNES!! 

Date: Fri, 19 Nov 1999 12:08:05 +0100 

Organization: DEbri 

Lines: 18 

Message-ID: <lelimta.c3fomev9f534N@al1l-88-138.a1.nl1> 

References: <lelb03n.1lrpqtsalvbqwe8N@al-88-123.al.nl1> <lelf728.13y31l0amglqowN@ [194.1 
71.204.57]> <3832CA63.F2C75D05@easynet.co.uk> <383486F2.19663EA1@bigfoot.com> 
NNTP-Posting-Host: 81-88-138.81.ոլ 
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X-Newsreader: MacSOUP 2.3 
Al <admars32@bigfoot.com> wrote: 

Yeh I think that's right and I don't think games were covered in teh 


> 

> brief of things to hand in. Also the deadline was over a month ago 'cos 
> I was still at Bournemouth! 
> 
> 


Al 


No, submission forms need to be in at 3th of December. 

A demo needs to be in before december 18 or so. 

If you're not a student but you are working on a related expirimental 
project, you can sign in as well. And if you take a look at the website 
you'll see dat games definetly are covered! Last year Peter Molyneux was 
there as well.. 


DEnnis.. 


DEnnis.. 
—-MESSAGE FILE 6443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05167 


—-MESSAGE FILE 6444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005168 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Jet Force G 
Date: Fri, 19 Nov 1999 11:18:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <813bnbS$2ce2@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Anyone tried Jet Force Gemini yet. I got it yesterday and am pretty sure 
it's up there with Goldeneye as Rare's best output and one of the greatest 
N64 games. 


AI, Graphics, Control, Sound, Cutscenes *all* excellent, and there is a king 
called King Jeff! Groovy. 


—-MESSAGE FILE 6444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05168 


-—-MESSAGE FILE 6445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005169 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Good movie 

Date: Fri, 19 Nov 1999 15:44:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <813r3fS2ce3@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3717.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Since it's freetalk I might as well say that if you get the chance you 
should see Run Lola Run (aka Lola rennt) 


It may not be everyones' cup of tea but it's a great German film. 
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Bob 
bob@shand.org.uk 


—-MESSAGE FILE 6445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05169 


—-MESSAGE FILE 6446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005170 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good movie 

Date: Fri, 19 Nov 1999 15:58:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <813s4q$5d11@chuka.playstation.co.uk> 
References: <813r3fS2ce3@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


My girf went to see RLR the other day, I couldn't go and was well pissed off 
I missed it : ( Anyway she said it's pretty good. 


Talking of movies, anyone seen PI (well its actually called the symbol for 


pi), I just got it on DVD. Best maths movie ever made, sums ARE scary :) 


Since it's freetalk I might as well say that if you get the chance you 
should see Run Lola Run (aka Lola rennt) 


It may not be everyones' cup of tea but it's a great German film. 


Bob 
bob@shand.org.uk 


VV VV V V V 


—-MESSAGE FILE 6446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05170 


-—-MESSAGE FILE 6447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005171 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.nospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jet Force G 

Date: Sat, 20 Nov 1999 01:00:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <814rqd$5d12@chuka.playstation.co.uk> 
References: <813bnb$2ce2@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


You're right it's a great game, can't stop playing it, some of the big 
weapons are extremely nice, the fact that the enemy run away and duck behind 
the scenery is a nice touch as is the fact that if you're above the enemy 
(who have shields) you can shoot them in the head... 


Of course I'm still holding my breath for Donkey Kong 64 (pre-ordered it so 
I can get my inflatable banana :) and Perfect Dark next year 
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Nigel 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 813bnb$2ce2@chuka.playstation.co.uk... 

> Anyone tried Jet Force Gemini yet. I got it yesterday and am pretty sure 

> it's up there with Goldeneye as Rare's best output and one of the greatest 
> N64 games. 

> 

> AI, Graphics, Control, Sound, Cutscenes *all* excellent, and there is a 
king 

> called King Jeff! Groovy. 

> 


VV v 


—-MESSAGE FILE 6447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05171 


—-MESSAGE FILE 6448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005172 

Path: chuka.playstation.co.uk!news 

From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jet Force G 

Date: Sat, 20 Nov 1999 21:23:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <38370e5f.14870272@www.netyaroze-europe. com> 
References: <813bnbS$2ce2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p3-nsvl-luton2.tch.dtn.ntl.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 19 Nov 1999 11:18:21 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>Anyone tried Jet Force Gemini yet. I got it yesterday and am pretty sure 
>it's up there with Goldeneye as Rare's best output and one of the greatest 
>N64 games. 

> 

>AI, Graphics, Control, Sound, Cutscenes *all* excellent, and there is a king 
>called King Jeff! Groovy. 


Aaah, even though I only tested it for a couple of weeks, I felt a 
twinge of pride and excitement seeing JFG on the shelves last week! If 
you beat it, could you let me know if my name's still in the credits? 
:) Oh, and good luck in the final battle with Mizar - he's a 
S%&#-er!!! And good luck finding all the Tribals - i think that must 
be one of the hardest things to do in any game EVER. A tad too hard 
IMHO. 


I've been off the newsgroups the last month coz I moved down to 
Cambridge to start work at Cyberlife - I only got my PC online today 
I've been that busy. It's fun writing games for a living, though :) 


Nick "ex-Rare and rather wanky about it" F 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05172 


—-MESSAGE FILE 6449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005173 
Path: chuka.playstation.co.uk!news 
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From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good movies! 

Date: Sat, 20 Nov 1999 21:23:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <38370ffc.15283690@www.netyaroze-europe. com> 
References: <813r3fS2ce3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p3-nsvil-luton2.tch.dtn.ntl.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Since it's freetalk I might as well say that if you get the chance you 
>should see Run Lola Run (aka Lola rennt) 
> 


>It may not be everyones' cup of tea but it's a great German film. 


Yup, best German movie since Das Boot (not counting porn titles, 
obviously). I really, really liked RLR as well - short, but punchy. 
Quite a few good films doing the rounds just now - all the scary ones 
(Blair Witch, 6th Sense) were good, Fight Club was brilliant IMO and 
next week we have James Bond (!!!!!) to look forward to. Wooooo! With 
the return of the big, dumb Arnie movie next month, who needs video 
games? 


Well, evidently I do, having just got FF8 and System Shock 2... 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


4166 


—-MESSAGE FILE 6449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05173 


—-MESSAGE FILE 6450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005174 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good movies! 

Date: Sat, 20 Nov 1999 21:37:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3837148E.3BFOF258@chilternmag.demon.co.uk> 


References: <813r3f$2ce3@chuka.playstation.co.uk> <38370ffc.15283690@www.netyaroze-e 


urope.com> 
NNTP-Posting-Host: modem-14.thalidomide.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


FF8 is is brillient.. can anyone help me with the first boss on disk4? 
I won't name it as it would wreck it 4 others.. 


Chris. 
Nick Ferguson wrote: 


>Since it's freetalk I might as well say that if you get the chance you 
>should see Run Lola Run (aka Lola rennt) 
> 


>It may not be everyones' cup of tea but it's a great German film. 


Yup, best German movie since Das Boot (not counting porn titles, 
obviously). I really, really liked RLR as well - short, but punchy. 
Quite a few good films doing the rounds just now - all the scary ones 
(Blair Witch, 6th Sense) were good, Fight Club was brilliant IMO and 
next week we have James Bond (!!!!!) to look forward to. Wooooo! With 


VVVVVVVV VV 
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the return of the big, dumb Arnie movie next month, who needs video 
games? 


Well, evidently I do, having just got FF8 and System Shock 2... 


V V V V V V 


v 


www.loonygames .com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


VVVVYV 


"Game over, man. Game over!" 


—-MESSAGE FILE 6450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05174 


—-MESSAGE FILE 6451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005175 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.nospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Oh my god 

Date: Sat, 20 Nov 1999 22:12:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <8176ae$d421@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


New Edge arrived this morning, it's quite good this month. 


I just can't help feeling there's just a few to many First Person Shooters 

around today and all of a sudden they are called FPS (which confused me for 
a while) I was reading with interest the Mev Dinc interview and was really 

getting into it until right at the end he mentioned that he was working on 

an "interactive movie" Noooo000000. 


Everyone goes on about the fact that games are a lot more real now, they can 
emulate the real world even down to the pollen (cough, no please stop) but 
what games have to be, absolutely have to be is fun, otherwise they are just 
flash looking encyclopaedias. 


I'm excited about the next-next-generation ps2, dolphin etc. but I want to 
see innovation and fun games not interactive movies, this is the second time 
I've complained about interactive movies in about a month, lets hope this 
isn't a trend that continues. 


I'm also upset that they only gave Soul Fighter, three out of ten, I thought 
that game had real promise and looked great, ah well, that was the game I 
was getting a Dreamcast for, never mind I'll have to wait for Ferrari F355 
Twin, that and the price to come down :) 


Nigel 


—-MESSAGE FILE 6451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
051:75 


—-MESSAGE FILE 6452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005176 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6é@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jet Force G 

Date: Sat, 20 Nov 1999 22:49:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <817881Sd422@chuka.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 4168 


References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: m292-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nick Ferguson <nickf@writeme.com> wrote in message 

news :38370e5f.14870272@www.netyaroze-europe.com... 

> 

I've been off the newsgroups the last month coz I moved down to 
Cambridge to start work at Cyberlife - I only got my PC online today 
I've been that busy. It's fun writing games for a living, though :) 


> 
> 
> 
> 
> Nick "ex-Rare and rather wanky about it" F 
> 
Nick, 

It's good to hear that you got a job in the games industry, 


congratulations (he says, though extremely jealous). Now all I want to know 
is HOW did you get a job in the industry. 


I wouldn't mind a crack at this *being-paid-for-writing-games* business 
sometime in the future so I'm pretty interested in how people get their 
proverbial foot in the door. 


Are we talking academic qualifications, practical experience a-la Yaroze or 
perhaps it's a case of WHO you know, not WHAT you know....nudge, nudge, 
wink, wink..... 20) 


With the upmost respect, and I hope you don't take this the wrong way, I 
wouldn't have thought that your Yaroze projects were strong enough to 
warrant a company taking you on. Although, admittedly, my assumptions on 
what it takes to get in to the industry are all based on..... well, my 
imagination really. :0) 


Maybe you could enlighten me as to how to start on the path to games 
creation (and getting paid for it). 


Good Luck, 


Scott 


—-MESSAGE FILE 6452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05176 


—-MESSAGE FILE 6453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005177 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good movies! 

Date: Sat, 20 Nov 1999 22:45:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8178ce$d423@chuka.playstation.co.uk> 

References: <813r3fS2ce3@chuka.playstation.co.uk> <38370ffc.15283690@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: host62-172-95-129.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Well, evidently I do, having just got FF8 and System Shock 2... 


System Shock 2, i love that game, very cool twists in it and the graphics 


Net Yaroze newsgroups message dump.txt Page 4169 


are brill!!! 


—-MESSAGE FILE 6453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05177 


—-MESSAGE FILE 6454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005178 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Oh my god 

Date: Sun, 21 Nov 1999 09:27:59 +0000 

Organization: Netcom member 

Lines: 12 

Message-ID: <3837BB1F.ABD849@netscapeonline.co.uk> 

References: <8176ae$d421@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-19-27.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I'd prefer the games not to be "as real as the real world", unless of course it 
is a game that really needs to. Personally, I'd like to see more vivid 'fantasy' 
worlds to play around in. Sure being able to perfectly model our world is a fine 
acheivement, but I just think that it would lead to plenty of those 
dull-interactive movies. At least if the creator's took time to create their own 
world, then things might just be a little better. 

Mind you, this doesn't apply to the likes of GT2 and such, since this is the 
closest thing most of us will get to racing one of those flash motors.......... 


The CHIEF 


-—-MESSAGE FILE 6454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05178 


—-MESSAGE FILE 6455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005179 

Path: chuka.playstation.co.uk!news 

From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Getting a job 

Date: Sun, 21 Nov 1999 13:41:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <3837ef59.820808@www.netyaroze-europe. com> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl4-nsvl-luton2.tch.dtn.ntl.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 20 Nov 1999 22:49:08 -0000, "Scott Ward" 
<scott.ward6é@virgin.net> wrote: 


> It's good to hear that you got a job in the games industry, 
>congratulations (he says, though extremely jealous). Now all I want to know 
>is HOW did you get a job in the industry. 


The question is, how did I get not one but two jobs in the industry, 
in the space of 6 months... A combination of luck, knowing what people 
are looking for and hard work (in that order) ! 


>I wouldn't mind a crack at this *being-paid-for-writing-games* business 
>sometime in the future so I'm pretty interested in how people get their 
>proverbial foot in the door. 


I think getting a foot in the door is the most difficult part. If you 
actually try writing to a games company, it's very difficult to judge 
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the tone of a letter... You have to talk yourself up, playing on the 
Yaroze and (in my case) games journalism experience, to get them 
interested but at the same time acknowledge that you still have a lot 
to learn and you just need a break... You also have to write the right 
letter at the right time IMO. 


>Are we talking academic qualifications, practical experience a-la Yaroze or 
>perhaps it's a case of WHO you know, not WHAT you know....nudge, nudge, 
>wink, wink..... 20) 


Both jobs I got were in some respect thanks to fellow Yarozers. I 
wrote to Rare in January saying "I'd like to work for you as a tester 
when I finish uni" and got a reply saying "Thanks but we don't need 
anyone". Then a fellow Yarozer wrote to me in March and said he'd been 
offered an interview as a tester, but as he had since got himself a 
job I should think about writing again. So I wrote Rare again and this 
time got an interview in mid-April, after which I was offered the job 
- starting in July - the next day :) 


Well, Rare didn't work out and so I decided to enjoy what remained of 
the summer back in Edinburgh, and then wrote off to several companies 
advertising without much success. Another Yarozer suggested i sign up 
with Aarkvark Swift, the recruitment agency who often advertises in 
the back of EDGE, so I did and I was offered 3 interviews. The first I 
turned down because it was a company that does football games and I 
HATE most footy games (picky, eh?) the second was Cyberlife which I 
went to and was offered the job the next day - again! :) The third was 
Codemasters who I never went to the interview because I accepted 
Cyberlife's offer... 


Why write and share all this with the world? Well, it just shows how 
tricky it can be to get your foot in the door. Rare was just lucky 
timing really, thanks to a hot tip, and Cyberlife the agency did it 
for me. Also, without wanting to soound arrogant, i think the 
interview is extremely important - you have to really do your homework 
and I sure as hell did a LOT of planning for both interviews, 
particularly Cyberlife's (going so far as to learn their Creatures 
CAOS object scripting language from tutorials on their webpage, which 


of course I don't have to use at work now - bah!) I'm well aware of my 
strengths (unusually encyclopaedic gaming knowledge, good 
understanding of the industry, strong communications skills, good 


degree etc, blah, etc) and my weaknesses (dodgy C skills, no real 
killer demos, little maths background). I also knew which jobs to go 
for - no way was I going to get a "proper" programming job (my 
Cyberlife job is a cross between "real" programming and scripting) so 
I was going for lowest-rung-on-the-ladder like testing or entry-level 
stuff (Codies were interested in me as a trainee programmer - TBH I 
don't think I'd have got it)... 


>With the upmost respect, and I hope you don't take this the wrong way, I 
>wouldn't have thought that your Yaroze projects were strong enough to 
>warrant a company taking you on. Although, admittedly, my assumptions on 
>what it takes to get in to the industry are all based on..... well, my 
>imagination really. :0) 


Well, my Yaroze stuff is > 1 year old now - I'm better than that!!! 
But, I see what you mean - I'm certainly no programming God. Thing is, 
everyone is unique - you have to figure out your strengths and play 
them, whilst hiding (but acknowledging) your weaknesses. Nobody 
expects a total novice to be much cop - but they expect you to have 
potential and enthusiasm. I got lucky, I freely admit - twice, in 
fact. "You must find your own path" - there is no secret recipie for 
success. "Know thyself" etc (sorry to go all fortune cookie) 


>Maybe you could enlighten me as to how to start on the path to games 
>creation (and getting paid for it). 


Well, if you have any questions on the above, I'm happy to answer 
them... 


www. loonygames.com 
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www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05179 


—-MESSAGE FILE 6456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005180 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good movie 

Date: 21 Nov 1999 21:33:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <slrn83gp96.fa7.tjs@longford.cs.monash.edu.au> 
References: <813r3f$2ce3@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.csse.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 


On Fri, 19 Nov 1999 15:44:37 -0000, ROBERT C SHAND <bob@shand.org.uk> wrote: 
>Since it's freetalk I might as well say that if you get the chance you 
>should see Run Lola Run (aka Lola rennt) 

> 

>It may not be everyones' cup of tea but it's a great German film. 

> 

>Bob 

>bob@shand.org.uk 


I certainly second that. It was the best film at the Melbourne Film Festival 
as far as I was concerned, and there were a bunch or really amazing films 
there. 


As a friend put it, it's worth going and seeing(!?) a second time with your 
eyes shut, simply for the soundtrack (which, by the way was composed by the 
director, which makes it all the more impressive). 


Toby. 
—-MESSAGE FILE 6456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05180 


—-MESSAGE FILE 6457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005181 

Path: chuka.playstation.co.uk!news 

From: "Yaroze" <jdub@jdub.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yarozer List - I know I know.. Its late in coming 
Date: Sun, 21 Nov 1999 21:58:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <819pueSmh61@chuka.playstation.co.uk> 
NNTP-Posting-Host: jdub.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Hi All, 

When I got my Yaroze ( a long time ago... getting on to a year now I guess ) 
I dabbled.. I wrote little snippets of code here and there... I came up with 
an idea for a game, I then came up with a similar game which was less 
ambitious. Then other things came up and my Yaroze work ( or should I call 
it play ) ground to a halt. Its been at this state for probably at least 6 


months. 


I have been reading about the new Playstation ( which sounds pretty damm 
good ). I also noticed the Official mag was no longer doing a Yaroze game of 
the month and I thought the whole Yaroze thing was on its last legs. 


Well... tonight I popped into the web site and found very little had changed 
for quite a few months and this didn't surprise me. I thought I'd take a 
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peek at the newsgroups. I must say I honestly thought I wouldn't see any 


signs of life... I was expecting to hear just a feint gush of wind, bell's 
tolling in the background and a tumbleweed to roll past my eyes. I must 
admit I feel very excited to see so much activity !. I dont have much spare 


time but I feel like digging out the manuals and rekindling the old memory 


cells tonight ! 


I've been wading though some of the messages and I thought I'd pop a message 


out to all you people to let you know I'm here. I may be quiet ( on fact my 
online handle for chat rooms is QuietBloke.. or QuietBlk on IRC... why does 
IRC only allow 8 character handles ?... you'd think it was designed and 
written on a DOS platform ! ) but I am here. 


Anyway.. here are my vital statistics. Hopefuly you will get to hear from me 
more from now on. 


Long live the Yaroze ! Until a sucessor to the throne is made available 
are you listening Sony ? ) 


Name: John Wojcik 

Age: 31 

Occupation: Analyst/Programmer ( this is on Mainframes and PC's ) 
Length of time owning Yaroze: Probably about a year now 


Any useful utlities you have written or complete games: 


Nothing useful to anyone else ( just useful for me to learn to use the 
libraries ) and to remember how to code in C. 


Email address: john@jdub.demon.co.uk 
Web page: Dont have any Web Pages yet ( Yet another thing to add to my ToDo 
list... grrrr... so much to do.. soo little time | ). 


John Wojcik ( A re-born Yarozer ) 


—-MESSAGE FILE 6457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05181 


—-MESSAGE FILE 6458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005182 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List - I know I know.. Its late in coming 
Date: Mon, 22 Nov 1999 09:28:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <81b2e1Smh62@chuka.playstation.co.uk> 

References: <819pueSmh61@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Welcome to the community John! 


—-MESSAGE FILE 6458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05182 


—-MESSAGE FILE 6459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005183 
Path: chuka.playstation.co.uk!news 
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From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Mon, 22 Nov 1999 12:42:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <38393A51.D5C6C703@easynet.co.uk> 

References: <813bnbS2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en 


What are the hours like? Are you working 20 hours a day, sleeping at/under your 
desk and living off chocolate spread sandwiches and curry like the staff at 
Elixir (if you believe what you read in Edge!) 


Phil 


—-MESSAGE FILE 6459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05183 


—-MESSAGE FILE 6460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005184 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good movie 

Date: Mon, 22 Nov 1999 16:47:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <81lbs2fSpet1l@chuka.playstation.co.uk> 

References: <813r3f$2ce3@chuka.playstation.co.uk> <slrn83gp96.fa7.tjs@longford.cs.mo 
nash.edu.au> 

NNTP-Posting-Host: is2935.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Yeah the soundtrack is great. 
Do a check on the imdb and it'll give you links to buy it. 


Bob 


—-MESSAGE FILE 6460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05184 


—-MESSAGE FILE 6461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005185 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List - I know I know.. Its late in coming 

Date: Mon, 22 Nov 1999 22:48:08 +0000 

Organization: Netcom member 

Lines: 4 

Message-ID: <3839C827.95232236@netscapeonline.co.uk> 

References: <819pueSmh61@chuka.playstation.co.uk> <81b2el1Smh62@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: dialup-13-10.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 
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Or should that be WELCOME BACK!!! 
Marc 


—-MESSAGE FILE 6461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05185 


—-MESSAGE FILE 6462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005186 

Path: chuka.playstation.co.uk!news 

From: "Yaroze" <jdub@jdub.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozer List - I know I know.. Its late in coming 

Date: Tue, 23 Nov 1999 00:36:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <81lcnemSpet2@chuka.playstation.co.uk> 

References: <819pueSmh61@chuka.playstation.co.uk> <81b2e1Smh62@chuka.playstation.co. 
նք» <3839C827.95232236@netscapeonline.co.uk> 

NNTP-Posting-Host: jdub.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Thanx for the welcomes, 


No all I gotta do is sort out my notes and get stuck in !... I actually 
thought of a new game idea today.. so thats three ! 


Problem is they are all quite complex for a first project... hmmm... 
suddenly the original classic game of Pong seems like a much more likely 
first game attempt. 


John ( digging out all the old game notes ) 


-—-MESSAGE FILE 6462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05186 


—-MESSAGE FILE 6463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005187 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Tue, 23 Nov 1999 22:11:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 121 

Message-ID: <383B111F.89BO50D6@bigfoot .com> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.176.210.136 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


Well done on getting a job, 

I've got my 2nd interview tomorrow since finishing Uni end of 
September. I'm getting more and more pissed off with the "thanks but no 
thanks, we want some-one with experience" letters I'm getting :( Maybe 
I'm jsut sending my demo disc to the wrong companies or your timing is 
better than mine ;) 


As you say getting foot in the door is the hard bit. Just need that 
first break : ( 


I'm getting near to the "if I can't get a games job soon I may do any 
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old boring programmer work", which would mean more money (at least 
initially), but less job satisfaction, and then there's the risk of 
getting stuck in a rut and so giving up on the games thing : ( 


Al 


p. 


s. another mate of mine who works for a company linked with Nintendo 


thinks Jet Force Gemini is really shit! 


Nick Ferguson wrote: 


ԺՄՊԿԿՊՊՊՊՊՎՊՎՊՎՊՎՊ,ՎՊՎՊՎՊՎՊՎՊՊՊՎՊ ՊՎՊՎՊՎՊՎՊՎՊՊՊՎՊ VNMS VV VV VV VV VV VV VV NN NANNY MYM VV VV VV MY VV 


On Sat, 20 Nov 1999 22:49:08 -0000, "Scott Ward" 
<scott.ward6@ĝvirgin.net> wrote: 


> It's good to hear that you got a job in the games industry, 
>congratulations (he says, though extremely jealous). Now all I want to know 
>is HOW did you get a job in the industry. 


The question is, how did I get not one but two jobs in the industry, 
in the space of 6 months... A combination of luck, knowing what people 
are looking for and hard work (in that order)! 


>I wouldn't mind a crack at this *being-paid-for-writing-games* business 
>sometime in the future so I'm pretty interested in how people get their 
>proverbial foot in the door. 


I think getting a foot in the door is the most difficult part. If you 
actually try writing to a games company, it's very difficult to judge 
the tone of a letter... You have to talk yourself up, playing on the 
Yaroze and (in my case) games journalism experience, to get them 
interested but at the same time acknowledge that you still have a lot 
to learn and you just need a break... You also have to write the right 
letter at the right time IMO. 


>Are we talking academic qualifications, practical experience a-la Yaroze or 
>perhaps it's a case of WHO you know, not WHAT you know....nudge, nudge, 
>wink, wink..... 20) 


Both jobs I got were in some respect thanks to fellow Yarozers. I 
wrote to Rare in January saying "I'd like to work for you as a tester 
when I finish սու" and got a reply saying "Thanks but we don't need 
anyone". Then a fellow Yarozer wrote to me in March and said he'd been 
offered an interview as a tester, but as he had since got himself a 
job I should think about writing again. So I wrote Rare again and this 
time got an interview in mid-April, after which I was offered the job 
- starting in July - the next day :) 


Well, Rare didn't work out and so I decided to enjoy what remained of 
the summer back in Edinburgh, and then wrote off to several companies 
advertising without much success. Another Yarozer suggested i sign up 
with Aarkvark Swift, the recruitment agency who often advertises in 
the back of EDGE, so I did and I was offered 3 interviews. The first I 
turned down because it was a company that does football games and I 
HATE most footy games (picky, eh?) the second was Cyberlife which I 
went to and was offered the job the next day - again! :) The third was 
Codemasters who I never went to the interview because I accepted 
Cyberlife's offer... 


Why write and share all this with the world? Well, it just shows how 
tricky it can be to get your foot in the door. Rare was just lucky 
timing really, thanks to a hot tip, and Cyberlife the agency did it 
for me. Also, without wanting to soound arrogant, i think the 
interview is extremely important - you have to really do your homework 
and I sure as hell did a LOT of planning for both interviews, 
particularly Cyberlife's (going so far as to learn their Creatures 
CAOS object scripting language from tutorials on their webpage, which 


of course I don't have to use at work now - bah!) I'm well aware of my 
strengths (unusually encyclopaedic gaming knowledge, good 
understanding of the industry, strong communications skills, good 


degree etc, blah, etc) and my weaknesses (dodgy C skills, no real 
killer demos, little maths background). I also knew which jobs to go 
for - no way was I going to get a "proper" programming job (my 
Cyberlife job is a cross between "real" programming and scripting) so 
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I was going for lowest-rung-on-the-ladder like testing or entry-level 
stuff (Codies were interested in me as a trainee programmer - TBH I 
don't think I'd have got it)... 


>With the upmost respect, and I hope you don't take this the wrong way, I 
>wouldn't have thought that your Yaroze projects were strong enough to 
>warrant a company taking you on. Although, admittedly, my assumptions on 
>what it takes to get in to the industry are all based on..... well, my 
>imagination really. :0) 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Well, my Yaroze stuff is > 1 year old now - I'm better than that!!! 

> But, I see what you mean - I'm certainly no programming God. Thing is, 
> everyone is unique - you have to figure out your strengths and play 

> them, whilst hiding (but acknowledging) your weaknesses. Nobody 

> expects a total novice to be much cop - but they expect you to have 

> potential and enthusiasm. I got lucky, I freely admit - twice, in 

> fact. "You must find your own path" - there is no secret recipie for 
> success. "Know thyself" etc (sorry to go all fortune cookie) 

> 
> 
> 
> 
> 
> 
> 
> 


>Maybe you could enlighten me as to how to start on the path to games 
>creation (and getting paid for it). 


Well, if you have any questions on the above, I'm happy to answer 
them... 


v 


www.loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


V V V V V 


"Game over, man. Game over!" 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05187 


—-MESSAGE FILE 6464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005188 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Wed, 24 Nov 1999 20:03:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8lhgdeScs01@chuka.playstation.co.uk> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot .com> 

NNTP-Posting-Host: modem—-5.verapamil.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've got my 2nd interview tomorrow since finishing Uni end of 
September. I'm getting more and more pissed off with the "thanks but no 
thanks, we want some-one with experience" letters I'm getting :( Maybe 
I'm jsut sending my demo disc to the wrong companies or your timing is 
better than mine ;) 


VVVVV 


Good luck with the interview! What kind of things are you getting asked in 
a ‘games job' interview. Is it *really* informal chatting about games with 
people in jeans, as some developers claim, or are they pretty much standard 
suit-tie 'what can you bring to this company?' type affairs? I suppose 
this depends on the company too though... 


> p.s. another mate of mine who works for a company linked with Nintendo 
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> thinks Jet Force Gemini is really shit! 

Nintendo's bin man? Or Parhaps the bloke who delivers their sandwiches? 
Cheers 

Matt 


—-MESSAGE FILE 6464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05188 


—-MESSAGE FILE 6465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005189 

Path: chuka.playstation.co.uk!news 

From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Wed, 24 Nov 1999 20:11:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <383c4613.657199@www.netyaroze-europe.com> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <38393A51.D5C6C703@easynet.co.uk> 

NNTP-Posting-Host: pl0-nsvil-luton2.tch.dtn.ntl.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 22 Nov 1999 12:42:57 +0000, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>What are the hours like? Are you working 20 hours a day, sleeping at/under your 
>desk and living off chocolate spread sandwiches and curry like the staff at 
>Elixir (if you believe what you read in Edge!) 


Nope. It's pretty early into the project cycle, but my average working 
day is 9:30 - 6pm (1 hour for lunch) and I've yet to step anywhere 
near the office on a weekend. We'll see if it's still like that in 6 
to 9 months, though... :) 


Oh, I wouldn't say my diet is far off those Elixir guys', though! 


www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05189 


—-MESSAGE FILE 6466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005190 

Path: chuka.playstation.co.uk!news 

From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Wed, 24 Nov 1999 20:14:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <383c4683.769355@www.netyaroze-europe.com> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot .com> 

NNTP-Posting-Host: pl0-nsvl-luton2.tch.dtn.ntl.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>As you say getting foot in the door is the hard bit. Just need that 
>first break : ( 


Exactamundo - good luck. 
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>p.s. another mate of mine who works for a company linked with Nintendo 
>thinks Jet Force Gemini is really shit! 


Gah - it must be shit then! Funny I never spotted that after playing 
it all day, every day, all the time I was at Rare (who, as we all 
know, have NO links with Nintendo at all)... ;-) 


Nick "arsey" F 

www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05190 


-—-MESSAGE FILE 6467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005191 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Thu, 25 Nov 1999 11:33:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <81j6gc$gall@chuka.playstation.co.uk> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <383c4683.769355@www.netyaroze-europe. com> 
NNTP-Posting-Host: co3718.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


The hardest part is getting your foot in the door. I recently got a part 
time testing job for EA. It was pure luck that they were after people in my 
area so I applied. Just keep on in there. I'm sure you'll find the break 
your after. 


Bob 
bob@shand.org.uk 


—-MESSAGE FILE 6467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05191 


—-MESSAGE FILE 6468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005192 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Thu, 25 Nov 1999 11:30:16 +0000 

Organization: Glasgow University 

Lines: 21 

Message-ID: <383D1DC8.D3C1B2B9@dcs.gla.ac.uk> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89BO050D6@bigfoot.com> <81lhgdeScs01@chuka.playstation.co.uk> 
NNTP-Posting-Host: bo620-21lu.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.5-22 1686) 

X-Accept—-Language: en 


> > I've got my 2nd interview tomorrow since finishing Uni end of 
> > September. I'm getting more and more pissed off with the "thanks but no 
> > thanks, we want some-one with experience" letters I'm getting :( Maybe 
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> I'm jsut sending my demo disc to the wrong companies or your timing is 
> better than mine ;) 


> 
> 
> 
> Good luck with the interview! What kind of things are you getting asked in 
> a 'games job' interview. Is it *really* informal chatting about games with 

> people in jeans, as some developers claim, or are they pretty much standard 
> suit-tie 'what can you bring to this company?' type affairs? I suppose 

> this depends on the company too though... 

I had an interview at Codemasters recently and that's exactly what it was like 
(the people in jeans option). The main part of it was the written tests, I 
think 

the interview was just to make sure I wasn't a complete tosser. 


I got the job BTW :) 
David Johnston 


—-MESSAGE FILE 6468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05192 


—-MESSAGE FILE 6469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005193 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: news-groups problems 

Date: Thu, 25 Nov 1999 11:40:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <81j7g6S$gal2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-113.maxipime.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is anyone good at fixing news group problems? If so perhaps they could give 
Carlos a hand, who has been unable to access Yaroze news groups yet. If you 
can help please mail him at:- 

carlos@trilingual.freeserve.co.uk 

He's a relatively new user, by the sound of it, and is raring to go on the 


programming front, but without newsgroup access he'll be at a loss... he can 
access the web site OK but, but... well.. the web site is hardly a hot bed 
of activity...is it? 


Here's a description of his problem he e-mailed me.... 

Using outlook express, if i were to click directly on the beginners link 
on 

the page accessed by the link in the 'news' part, i get all these 
messages 

downloaded, but there's nowt on the main window. And sometimes, when i 
click 

on a group, i get the message 'cannot access headers' or nonsense like 
that. 


Cheers if anyone can help. 
Jon Prestidge. 


—-MESSAGE FILE 6469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05193 


—-MESSAGE FILE 6470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005194 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 
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Date: Thu, 25 Nov 1999 13:54:13 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <383D3F85.307EF9A5@127.0.0.1> 
References: <81j7g6S$gal2@chuka.playstation.co.uk> 
NNTP-Posting-Host: grimsel.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


> Here's a description of his problem he e-mailed me.... 
> Using outlook express, if i were to click directly on the beginners ah... I can 
see his problem straight away. 


get Netscape, its much easier to use, and way friendlier. 


[can see groups, but not messages - snip] 
the problem here is that he hasn't authenticated on the news server yet, 
its a funny one - it lets you download the news list but not access any 


messages before you authenticate. 


now, I've never (well I did once, but don't hold it against me) used 
outlook for newsgroups, but If you can find a dialog box, titled 
something like 'News Server Properties' then it should have some boxes 
for you to type in your members username/password. Type them in and you 
should be able to read the newsgroups fine. 


Netscape actually asks for authentication when you try to read a 
message, I don't now why Outlook doesn't... 


let me know if this doesnt work. 


M. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 6470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05194 


—-MESSAGE FILE 6471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005195 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 

Date: Thu, 25 Nov 1999 16:35:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <383D654F.5A20F0F1@chilternmag.demon.co.uk> 

References: <81j7g6$gal2@chuka.playstation.co.uk> <383D3F85.307EF9A5@127.0.0.1> 
NNTP-Posting-Host: modem-22.beryllium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Same, get Netscape.. 

And I wouldn't say you can't get going on the Yaroze without the NGs.. 

I've been Yarozing for about 9 - 10 months or so and only managed to get into them a 
bout a month ago. 

Chris. 


Majik wrote: 


> > Here's a description of his problem he e-mailed me.... 
> > Using outlook express, if i were to click directly on the beginners ah... I c 
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an see his problem straight away. 


get Netscape, its much easier to use, and way friendlier. 


[can see groups, but not messages - snip] 
the problem here is that he hasn't authenticated on the news server yet, 
its a funny one - it lets you download the news list but not access any 


messages before you authenticate. 


now, I've never (well I did once, but don't hold it against me) used 
outlook for newsgroups, but If you can find a dialog box, titled 
something like 'News Server Properties' then it should have some boxes 
for you to type in your members username/password. Type them in and you 
should be able to read the newsgroups fine. 


Netscape actually asks for authentication when you try to read a 
message, I don't now why Outlook doesn't... 


let me know if this doesnt work. 


M. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 6471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05195 


-—-MESSAGE FILE 6472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005196 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Thu, 25 Nov 1999 19:19:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <81kl1v9$gal3@chuka.playstation.co.uk> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <8lhgdeScs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> 

NNTP-Posting-Host: p90s07a03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Congratulations on getting a job with Codemasters. I hope it works out for 
you. 


By the way, what were the written tests like? 
Thanks 


Steven 


David T Johnston <johnstdt@dcs.gla.ac.uk> wrote in message 
news:383D1DC8.D3C1B2B9@dcs.gla.ac.uk... 

> > > I've got my 2nd interview tomorrow since finishing Uni end of 

> > > September. I'm getting more and more pissed off with the "thanks but 
no 


> thanks, we want some-one with experience" letters I'm getting :( Maybe 
> I'm jsut sending my demo disc to the wrong companies or your timing is 
> better than mine ;) 


Good luck with the interview! What kind of things are you getting 


> 
> 
> 
> 
> 
asked in 


> 
> 
> 
> 
> 
k 


s 
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> > a 'games job' interview. Is it *really* informal chatting about games 
with 

> > people in jeans, as some developers claim, or are they pretty much 
standard 


> > suit-tie 'what can you bring to this company?' type affairs? I 
suppose 

> > this depends on the company too though... 

> 


> I had an interview at Codemasters recently and that's exactly what it was 
like 
(the people in jeans option). The main part of it was the written tests, 


think 
the interview was just to make sure I wasn't a complete tosser. 


I got the job BTW :) 


David Johnston 


VVVVVVVHV 


-—-MESSAGE FILE 6472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05196 


-—-MESSAGE FILE 6473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005197 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Thu, 25 Nov 1999 10:21:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <383D0DC4.DFF5BFFD@bigfoot.com> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89BO050D6@bigfoot.com> <8lhgdeScs01@chuka.playstation.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: modem-215-185.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


Hi, 
thanks for the good luck messages guys. 


Interview 1 was v informal, teh MD showed me round teh offcie whilewe 
chatted about what they were working on what games I liked, didn't liek, 
what programming I had done, I got introduced to various artists and 
programmers. That somehow lasted 2hrs. It was quite enjoyable actually 
cos it was pretty much just like an informal chat but got to see up and 
coming Dreamcast stuff :) Sorry signed non-disclosure agreement :) 


Actually the only bad bit was when he asked about my maths experience 
and I told him that I had studied all that stuff, and he then asked me 
to explain cross product and dot product and when/why you used them. I 
think he found it funny when i said "errrr I remember learning this for 
my exams, and I can see the page of Foley Van Dam now, errr... one you 
add those things and multipy them and get a matrix, and the other you do 
that that that to get one number, errr but I can't remember which is 
which"!!! 


I heard from the agency that got me that interview that they were 
interessted in me, but gave me an assignment to do. I get the impression 
that when/if(?) I've finished it, and I do a good job, I get the job. 


interview 2 (yesterday) didn't go so well :( They asked the usual what 
games do you like and why. What don't you like and why blah blah. Then 
they started asking me more techy questions. Easy ones were what's 
antialiasing, what's alphablending, but then there was som ereally 
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specific name differences between this in C and in C++, when would you 
do this, why wouldn't you do this. 


I had to tell them i wasn't sure 'cos I learned C++ on my degree at 
Essex but used C for Yaroze and OpenGL so i needed to brush up on my 
inheritence and all that stuff. I decided honesty was the best policy 
rather than trying to bluff my way through it :) They then gave me a 
written test which was questions like. 


this function should print a but prints y, why is it doing that and how 
would you fix it. Again it was all to do with constyructors, destructors 
C++ type things I've forgotton : ( 


And yes they are informal clothes wise etc. before the first interview I 
was told to phone the company up and ask what i should wear/bring. So I 
phoned them up, and the secretay said, right i'll just put you through 
to the MD. 


So I was a bit shocked, but he was cool and friendly and without me 
asking he said that they were an informal company, suits were banned in 
the offices so I should not wear one. 


For my interview yesterday I asked when arranging the interview if I 
should wear suit and tie, and I was told "you can if you want but you'll 
probably be interview by ppl wearing t-shirt and jeans" :) 


I've opted for the "smart-casual" look. i.e. Black black jeans, plus 
smart denim shirt untucked, hair tyed back nicely and I take out my nose 
ring. I guessed that way it looks liek I've met a bit of an effort 
without going overboard. 


neither have been scary :) they are informal first name basis shake 
hands and chat type affairs luckily! The other good thing about them has 
been rather than saying "you will be interviewed at this time" they've 
both asked "where are you coming from, what sort of time will you get 
here." interview one even told me to phone them back when I knew what 
time the train would arrive so teh secretary could pick me up, which was 
nice of them I thought :) 


Does anyone know anything about Etchinghill Studios, Kent? they've 
advertised teh last few months in the Edge for programmers and srtists 
but I can't find out what they are/have worked on : ( 


Cheers 


Al 


Matt Verran wrote: 


I've got my 2nd interview tomorrow since finishing Uni end of 
September. I'm getting more and more pissed off with the "thanks but no 
thanks, we want some-one with experience" letters I'm getting :( Maybe 
I'm jsut sending my demo disc to the wrong companies or your timing is 
better than mine ;) 


VVVVV 


Good luck with the interview! What kind of things are you getting asked in 
a ‘games job' interview. Is it *really* informal chatting about games with 
people in jeans, as some developers claim, or are they pretty much standard 
suit-tie 'what can you bring to this company?' type affairs? I suppose 
this depends on the company too though... 


> p.s. another mate of mine who works for a company linked with Nintendo 
> thinks Jet Force Gemini is really shit! 


Nintendo's bin man? Or Parhaps the bloke who delivers their sandwiches? 


Cheers 
Matt 


VVVVVVVVVVVVVV VV VV VV 


>From what I gather he'd rather be doing that than what he does at the mo 
for the big N :) 
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http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05197 


—-MESSAGE FILE 6474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005198 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Thu, 25 Nov 1999 00:24:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <383C81C5.288F343D@bigfoot .com> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <383c4683.769355@www.netyaroze-europe. com> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-—Host: modem-215-185.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


hiy 

Nick Ferguson wrote: 

: >As you say getting foot in the door is the hard bit. Just need that 
> >first break : ( 

Վ Exactamundo - good luck. 


Cheers, read othe remail for "report" ;) 


>p.s. another mate of mine who works for a company linked with Nintendo 
>thinks Jet Force Gemini is really shit! 


Gah - it must be shit then! Funny I never spotted that after playing 
it all day, every day, all the time I was at Rare (who, as we all 
know, have NO links with Nintendo at all)... ;-) 


VVVVVVVV 


i have noticed that the more games he plays the less games he likes ;) 
Al 


> Nick "arsey" F 


v 


www.loonygames .com 
www.saqnet .co.uX-Mozilla-Status: 0009etyaroze-europe.com/~rookiel 


V V V V 


"Game over, man. Game over!" 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 6474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05198 


—-MESSAGE FILE 6475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005199 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MILIA Cannes 
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Date: Fri, 26 Nov 1999 10:59:58 +0100 

Organization: DEbri 

Lines: 4 

Message-ID: <lelvigw.16xmhi2hg6xy8N@[194.171.204.4]> 
NNTP-Posting-Host: 194.171.204.4 

X-Newsreader: MacSOUP 2.3 


Is there nobody else submitting for Milia???? 
This is a great chance, take it!!!! 


DEnnis.. 
—-MESSAGE FILE 6475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05199 


—-MESSAGE FILE 6476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005200 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MILIA Cannes 
Date: Fri, 26 Nov 1999 10:36:51 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 
Message-ID: <81linsp$6j1@chuka.playstation.co.uk> 
References: <lelvigw.16xmhi2hg6xy8N@[194.171.204.4]> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Whats the web address Dennis? 


DEnnis Brinkhuis <macsuppor@al.nl> wrote in message 
news: lelvigw.16xmhi2hgé6xy8N@[194.171.204.4]... 

> Is there nobody else submitting for Milia???? 
This is a great chance, take it!!!! 


> 
> 
> DEnnis.. 


—-MESSAGE FILE 6476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05200 


—-MESSAGE FILE 6477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005201 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 

Date: Sat, 27 Nov 1999 12:11:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <8lohq8$4s61@chuka.playstation.co.uk> 

References: <81j7g6$gal2@chuka.playstation.co.uk> <383D3F85.307EF9A5@127.0.0.1> <383 
D654F.5A20F0F1@chilternmag.demon.co.uk> 

NNTP-Posting-Host: modem-5.perium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Cheers for the pointers I'll forward your messages to Carlos... 


... yes now you come to mention it, it probably is that he has not put հւտ 
username and password in to the fiendishly hidden window where you enter 
that kind of stuff for newsgroups: which just I couldn't see anywhere in my 
outlook-depress until a few minutes ago, when I was having a look around the 
labarinth of its menus and accidentally discovered that you only get to see 
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the newsgroup set-up details when you happen to be in a newsgroup -- even 
though e-mail and newsgroups are mashed into the same program and there is 
other newsgroup stuff you can access in any mode. 


Hmm... I think I might try NG when I get some spare time...I'm getting 
fed-up with outlook-depress's foibles (e.g. like the 'online/offline' option 
that does absoloutely nothing). 


By the way, speaking of Yaroze newsgroups... which ones are still frequently 
used these days? I was just looking at the full list of the Yaroze 
newsgroups and I only have a fraction of them enabled. They can't all be 
lively like this can they? ... well appart from one of the ones I look at 
(the Code Warrior one) which is absoulutely dead now. 


Cheers, 
Jon 


4186 


—-MESSAGE FILE 6477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05201 


—-MESSAGE FILE 6478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005202 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 

Date: Sat, 27 Nov 1999 18:24:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <81p702S4s63@chuka.playstation.co.uk> 

References: <81j/g6$gal2@chuka.playstation.co.uk> <383D3F85.307EF9A5@127.0.0.1> 
D654F.5A20F0F1@chilternmag.demon.co.uk> <8lohq8$S4s61@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-083.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> By the way, speaking of Yaroze newsgroups... which ones are still 
frequently 

> used these days? I was just looking at the full list of the Yaroze 

> newsgroups and I only have a fraction of them enabled. They can't all be 
> lively like this can they? ... well appart from one of the ones I look at 
> (the Code Warrior one) which is absoulutely dead now. 


I only regularly check freetalk.english now. I do check the others I'm 
subscribed to, but graphics.3d was probably the last to have a glut of 
messages. Other than that, beginners and announce/event were probably the 
last to have any new messages... 


Rikki 


<383 


-—-MESSAGE FILE 6478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05202 


—-MESSAGE FILE 6479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005203 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MILIA Cannes 

Date: Sun, 28 Nov 1999 12:11:24 +0100 

Organization: DEbri 

Lines: 9 

Message-ID: <lely8nh.lvdjbknsye5ymN@al-88-128.a1.nl> 


References: <lelvigw.16xmhi2hg6xy8N@[194.171.204.4]> <81llnsp$6j1@chuka.playstation.c 


o.uk> 
NNTP-Posting-Host: 81-88-128.81.ոլ 
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X-Newsreader: MacSOUP 2.3 

Matt Verran <matt@frktl.freeserve.co.uk> wrote: 

http://www.milia.com 

take the "young talent competition" link.. 

I have an email-adress as wel if you like. 


DEnnis.. 
—-MESSAGE FILE 6479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05203 


—-MESSAGE FILE 6480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005204 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 

Date: Sun, 28 Nov 1999 11:52:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <81r5a7$97o1l@chuka.playstation.co.uk> 

References: <81j7g6$gal2@chuka.playstation.co.uk> <383D3F85.307EF9A5@127.0.0.1> <383 
D654F.5A20F0F1@chilternmag.demon.co.uk> <8lohq8$4s61@chuka.playstation.co.uk> <81p7o 
2$4s63@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-79.polonium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Other than that, beginners and announce/event were probably the 
> last to have any new messages... 


Ah... announce/event -- I've never looked at that, I'll have to subscribe 
to that one.. thanks. 


—-MESSAGE FILE 6480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05204 


—-MESSAGE FILE 6481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005205 

Path: chuka.playstation.co.uk!news 

From: "Troy" <carlos@trilingual.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 

Date: Mon, 29 Nov 1999 02:06:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <81lsoh5Send1l@chuka.playstation.co.uk> 

References: <81j7g6S$gal2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-227.orange-shoulder-tang.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Phew! Finally got here. Thanks all. 


—-MESSAGE FILE 6481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05205 


—-MESSAGE FILE 6482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005206 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Getting a job 

Date: Mon, 29 Nov 1999 13:30:20 +0000 

Organization: Glasgow University 

Lines: 28 

Message-ID: <38427FEC.87E86489@dcs.gla.ac.uk> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <8lhgdeScs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> 

NNTP-Posting-Host: bo620-27u.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.5-22 1686) 

X-Accept—-Language: en 


Steven Lewis wrote: 


> Congratulations on getting a job with Codemasters. I hope it works out for 
> you. 

> 

> By the way, what were the written tests like? 

Not too bad. There were 4 different one's: 


Logical - Standard IQ type test (next shape in the sequence, what's the missing 
number sort of stuff) 


Games Knowledge - Had questions like "name two 16 bit consoles", "the star օք 
Tomb Raider". The hardest question was actually "name 3 games released in 
19972". It sounds easy but it isn't something you normally pay that much 
attention too. 


C programming - General stuff about C programming, fixing errors in a program, 
stuff about fixed and floating point numbers. 


Diagrammatical - Flowcharts where some of the bits were missing and you had a 
choice of what should go in. 


The logical one was probably the hardest but some of the C programming was 
quite tricky as well. 


David Johnston 


-—-MESSAGE FILE 6482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05206 


—-MESSAGE FILE 6483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005207 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Mon, 29 Nov 1999 15:20:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <81lu5t8Send2@chuka.playstation.co.uk> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89BO050D6@bigfoot.com> <8lhgdeS$cs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 
@des.gla.ac.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Games Knowledge - Had questions like "name two 16 bit consoles", "the star 
of 
> Tomb Raider". The hardest question was actually "name 3 games released in 
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> 19972". It sounds easy but it isn't something you normally pay that much 
> attention too. 


Wipeout 2097 and King Of Fighters '97 are two that spring to mind :) 


-—-MESSAGE FILE 6483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05207 


—-MESSAGE FILE 6484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005208 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Mon, 29 Nov 1999 17:19:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8lucm7Sipml@chuka.playstation.co.uk> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <81lhgdeScs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 
@des.gla.ac.uk> <81u5t8Send2@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en137-026.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> > Games Knowledge - Had questions like "name two 16 bit consoles", "the 
star 

> of 

> > Tomb Raider". The hardest question was actually "name 3 games released 
in 

> > 19972". It sounds easy but it isn't something you normally pay that 
much 

> > attention too. 

> 

> Wipeout 2097 and King Of Fighters '97 are two that spring to mind :) 


Don't forget FIFA 97, NHL 97, NFL 97 etc etc Actually, I'm not certain about 
any of those, but it's highly likely that they came out! :) 


Rikki 


—-MESSAGE FILE 6484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05208 


—-MESSAGE FILE 6485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005209 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: news-groups problems 

Date: Mon, 29 Nov 1999 18:13:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3843c208.87958848@news.playstation.co.uk> 

References: <81j7g6S$gal2@chuka.playstation.co.uk> <383D3F85.307EF9A5@127.0.0.1> <383 
D654F.5A20F0F1@chilternmag.demon.co.uk> <8lohq8$S4s61@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


You should give Forte Agent a chance too. It is one of the de facto 
news readers out there. 
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Steven 


On Sat, 27 Nov 1999 12:11:28 -0000, "Jon Prestidge (Moose)" 
<jon@surfed.to> wrote: 


>Cheers for the pointers I'll forward your messages to Carlos... 

> 

>...yes now you come to mention it, it probably is that he has not put his 
>username and password in to the fiendishly hidden window where you enter 
>that kind of stuff for newsgroups: which just I couldn't see anywhere in my 
>outlook-depress until a few minutes ago, when I was having a look around the 
>labarinth of its menus and accidentally discovered that you only get to see 
>the newsgroup set-up details when you happen to be in a newsgroup -- even 
>though e-mail and newsgroups are mashed into the same program and there is 
>other newsgroup stuff you can access in any mode. 

> 

>Hmm... I think I might try NG when I get some spare time...I'm getting 
>fed-up with outlook-depress's foibles (e.g. like the 'online/offline' option 


>that does absoloutely nothing). 

> 

>By the way, speaking of Yaroze newsgroups... which ones are still frequently 
>used these days? I was just looking at the full list of the Yaroze 
>newsgroups and I only have a fraction of them enabled. They can't all be 
>lively like this can they? ... well appart from one of the ones I look at 
>(the Code Warrior one) which is absoulutely dead now. 

> 

>Cheers, 

>Jon 

> 

> 


4190 


—-MESSAGE FILE 6485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05209 


—-MESSAGE FILE 6486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005210 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Mon, 29 Nov 1999 18:15:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3844c299.88103125@news.playstation.co.uk> 


@des.gla.ac.uk> <81u5t8Send2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Wasn't there a Fifa 97 and a Madden 97 also? 


On Mon, 29 Nov 1999 15:20:25 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>> Games Knowledge - Had questions like "name two 16 bit consoles", "the star 
>of 


>> Tomb Raider". The hardest question was actually "name 3 games released in 
>> 19972". It sounds easy but it isn't something you normally pay that much 
>> attention too. 

> 


>Wipeout 2097 and King Of Fighters '97 are two that spring to mind :) 
> 


References: <813bnbS2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89BO050D6@bigfoot.com> <8lhgdeS$cs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 


—-MESSAGE FILE 6486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05210 
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-—-MESSAGE FILE 6487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005211 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Tue, 30 Nov 1999 12:10:18 +0000 

Organization: Glasgow University 

Lines: 18 

Message-ID: <3843BEAA.298CB734@dcs.gla.ac.uk> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <8lhgdeScs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 
@des.gla.ac.uk> <81u5t8Send2@chuka.playstation.co.uk> 

NNTP-Posting-Host: bo620-21lu.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.5-22 1686) 

X-Accept-Language: en 


Matt Verran wrote: 


> Games Knowledge - Had questions like "name two 16 bit consoles", "the star 
of 

> Tomb Raider". The hardest question was actually "name 3 games released in 
> 19972". It sounds easy but it isn't something you normally pay that much 
> attention too. 


VVVVVVV 


Wipeout 2097 and King Of Fighters '97 are two that spring to mind :) 


I was trying to think of things like that but I thought they would probably 
find it a bit cheeky. The only one I was sure of was Tomb Raider 2 since they 
release one a year and they're at 4 now. BTW Does anyone know when GoldenEye 
came out? 


David Johnston 


—-MESSAGE FILE 6487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05211 


-—-MESSAGE FILE 6488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005212 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Tue, 30 Nov 1999 18:05:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8213me$611@chuka.playstation.co.uk> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <81lhgdeScs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 
@des.gla.ac.uk> <81u5t8Send2@chuka.playstation.co.uk> <3843BEAA.298CB734@dcs.gla.ac. 
uk> 

NNTP-Posting-Host: pC7s13a03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


>BTW Does anyone know when GoldenEye came out? 
1997. That would probably have been one of my three too :-) 


Derek 
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—-MESSAGE FILE 6488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05212 


—-MESSAGE FILE 6489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005213 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Wed, 01 Dec 1999 16:48:57 +0000 

Organization: Glasgow University 

Lines: 11 
Message-ID: <38455179.B4D64E21@dcs.gla.ac.uk> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89BO50D6@bigfoot.com> <8lhgdeS$cs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 
@des.gla.ac.uk> <81u5t8Send2@chuka.playstation.co.uk> <3843BEAA.298CB734@dcs.gla.ac. 
uk> <8213me$611@chuka.playstation.co.uk> 

NNTP-Posting-Host: bo620-02u.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.5-22 1686) 

X-Accept—-Language: en 


Derek da Silva wrote: 


> >BTW Does anyone know when GoldenEye came out? 
> 


> 1997. That would probably have been one օք my three too :-) 


Ah, that was the only one I wasn't sure about. I luckily managed to get 
all 3 in 1997 then :) 


David Johnston 


—-MESSAGE FILE 6489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05213 


-—-MESSAGE FILE 6490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005214 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: physics game engines 

Date: Fri, 3 Dec 1999 11:48:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <828anuSnq61@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—44.selenium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Someones just lent me the 20th November 1999 issue of 'New Scientist' 
magazine, 

and, incase anyone's interested, it has an interesting section on 

a group of bods who are developing true physics based game engines. 
(page 40 to 45) 


—-MESSAGE FILE 6490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05214 


—-MESSAGE FILE 6491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005215 
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Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: My e-mail's knackered.... 

Date: Sat, 4 Dec 1999 16:06:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <82bdu9S4fk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: m320-mpl-cvxla.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Just in case anybody from Eclipse has been trying to get in touch with me 
about anything I'm having a bit of bother receiving e-mails at the minute so 
it's debatable whether I got them or not. Especially the guys in Team 
Asylum. 


I usually reply to all mails within a day or so so if you haven't heard from 
me then this is why. 


Team Asylum, 
I'll try and see you at tomorrows chat (Sunday) 
and see what I've missed, sorry about that. 


Cheers, 


SCOE 


--MESSAGE FILE 6491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05215 


--MESSAGE FILE 6492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005216 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My e-mail's knackered.... 

Date: Sat, 04 Dec 1999 17:12:13 +0000 

Organization: Netcom member 

Lines: 4 

Message-ID: <38494B6D.337CCDA7@netscapeonline.co.uk> 

References: <82bdu9S4fk3@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-02-56.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Ok man, I'll see ya there............... 
Marc 


—-MESSAGE FILE 6492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05216 


—-MESSAGE FILE 6493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005217 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@tannsoft.force9.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Are you interested in making $$$$ fast? 

Date: Sun, 5 Dec 1999 13:49:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
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Message-ID: <82dqin$5b31@chuka.playstation.co.uk> 
NNTP-Posting-Host: tannsoft.force9.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Here's an incredibly simple way to do it, and there is nothing to buy, no 
investment to make, no money to lose! Try it now! Scroll down to find out 
this simple procedure: 


1) Hold down the shift key. 
2) Hit the 4 key four times. 


—-MESSAGE FILE 6493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05217 


—-MESSAGE FILE 6494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005218 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My e-mail's knackered.... 

Date: Tue, 07 Dec 1999 19:32:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <384D60D7.9B7ABEC2@chilternmag.demon.co.uk> 

References: <82bdu9S4fk3@chuka.playstation.co.uk> <38494B6D.337CCDA7@netscapeonline. 
co.uk> 

NNTP-Posting-Host: modem—96.lamivudine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt Page 4195 


Is this the net??? 
WOWWWW..... 


thechief666 wrote: 


> Ok man, I'll see ya there............... 
> 
> Marc 


—-MESSAGE FILE 6494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05218 


—-MESSAGE FILE 6495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005219 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: My e-mail's knackered.... 
Date: Tue, 07 Dec 1999 19:56:25 +0000 
Organization: Max Studios 
Lines: 41 
Message-ID: <384D6669.C93BFEBE@which.net> 
References: <82bdu9S4fk3@chuka.playstation.co.uk> <38494B6D.337CCDA7@netscapeonline. 
co.uk> <384D60D7.9B7ABEC2@chilternmag.demon.co.uk> 
NNTP-Posting-Host: pl43-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" B166E45F965CC6C94808F307" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
B166E45F965CC6C94808F307 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


No Probs dude, you havn't heard from me for a while have you, well I'm 


Chris Wallace wrote: 


> Neate ta SS Boe A 2 

> Is this the net??? 

> WOWWWW..... 

> 

> thechief666 wrote: 

> 

> > Ok many ILLI see ya CHESTS. tsunu ieee sa 
>> 

>> Marc 


B166E45F965CC6C94808F307 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 
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B166E45F965CC6C94808F307-- 


—-MESSAGE FILE 6495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05219 


—-MESSAGE FILE 6496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005220 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are you interested in making $$$$ fast? 
Date: Thu, 9 Dec 1999 15:45:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <82o0isk$25il@chuka.playstation.co.uk> 
References: <82dqin$5b31@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I dont get it? 


JohnT <johnt@tannsoft.force9.co.uk> wrote in message 

news: 82dqin$5b31@chuka.playstation.co.uk... 

> Here's an incredibly simple way to do it, and there is nothing to buy, no 
> investment to make, no money to lose! Try it now! Scroll down to find out 
> this simple procedure: 


1) Hold down the shift key. 
2) Hit the 4 key four times. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 6496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05220 


—-MESSAGE FILE 6497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005221 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: chrimble games... 

Date: Thu, 9 Dec 1999 15:53:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <82ojar$25i2@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


So what is everyone looking forward to games wise this christmas? 


Personally its: Gran Turismo 2 (now its confirmed), Donkey Kong 64, Quake 3, 
Rally Masters (hey they were brilliant at pinball games, and I really liked 
Benefactor) and Ghosts and Goblins on the Gameboy. Bit of a slack year I 
reckon, but I think there will be enough to last me through my pitifully 
inadequate two weeks off, oh to be a student again.... 


Cheers 
Matt 


—-MESSAGE FILE 6497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05221 


—-MESSAGE FILE 6498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005222 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 

Date: Fri, 10 Dec 1999 12:35:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <3850F38B.BC4B4A08@easynet.co.uk> 
References: <82ojar$25i2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Do you think it's likely that Ghosts and Goblins will be out for Xmas? 


Most of the games I'm looking forward to won't be out until the New Year (all 
Gameboy titles: Res Evil, Metal Gear Ghost Babel and Streetfighter Alpha) 


Phil 


Matt Verran wrote: 


So what is everyone looking forward to games wise this christmas? 


> 
> 
> Personally its: Gran Turismo 2 (now its confirmed), Donkey Kong 64, Quake 3, 
> Rally Masters (hey they were brilliant at pinball games, and I really liked 
> Benefactor) and Ghosts and Goblins on the Gameboy. Bit of a slack year I 

> reckon, but I think there will be enough to last me through my pitifully 

> inadequate two weeks off, oh to be a student again.... 
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> 
> Cheers 
> Matt 


—-MESSAGE FILE 6498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05222 


—-MESSAGE FILE 6499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005223 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: physics game engines 

Date: Fri, 10 Dec 1999 17:25:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <82rd0sS$6u72@chuka.playstation.co.uk> 
References: <828anuSnq6l1@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-73.protactinium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I forgot to say what their web site was: www.mathengine.com 


—-MESSAGE FILE 6499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05223 


-—-MESSAGE FILE 6500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005224 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 

Date: Fri, 10 Dec 1999 19:31:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <82rka5$9801@chuka.playstation.co.uk> 

References: <82o0jar$25i2@chuka.playstation.co.uk> 
NNTP-Posting-Host: pB3s08a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm afraid Santa won't be able to place Gran Turismo 2 in your Christmas 
stocking - Sony have delayed it until early next year. 


Yeah I'm looking forward to Donkey Kong 64 as well, but I brought the memory 
expansion pak bundled with it last year for Turok 2, and don't really want 
to pay £60 for the pleasure of owning two!!! 


Steven 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 82ojar$25i2@chuka.playstation.co.uk... 

> So what is everyone looking forward to games wise this christmas? 

> 

> Personally its: Gran Turismo 2 (now its confirmed), Donkey Kong 64, Quake 
3, 

> Rally Masters (hey they were brilliant at pinball games, and I really 
liked 

> Benefactor) and Ghosts and Goblins on the Gameboy. Bit of a slack year I 
reckon, but I think there will be enough to last me through my pitifully 
inadequate two weeks off, oh to be a student again.... 


Cheers 
Matt 


V V V V V V 
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> 


—-MESSAGE FILE 6500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05224 


—-MESSAGE FILE 6501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005225 

Path: chuka.playstation.co.uk!news 

From: Peter Miller <ptm97@doc.ic.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 

Date: Fri, 10 Dec 1999 19:36:52 +0000 

Organization: Dept of Computing, Imperial College, London 
Lines: 15 

Message-ID: <38515654.EAB05420@doc.ic.ac.uk> 

References: <82ojar$25i2@chuka.playstation.co.uk> 
NNTP-Posting-Host: project18.doc.ic.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Would have been GT2 without a doubt for me 


Matt Verran wrote: 


> So what is everyone looking forward to games wise this christmas? 

> 

> Personally its: Gran Turismo 2 (now its confirmed), Donkey Kong 64, Quake 3, 
> Rally Masters (hey they were brilliant at pinball games, and I really liked 
> Benefactor) and Ghosts and Goblins on the Gameboy. Bit of a slack year I 

> reckon, but I think there will be enough to last me through my pitifully 

> inadequate two weeks off, oh to be a student again.... 

> 

> Cheers 

> Matt 


—-MESSAGE FILE 6501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05225 


-—-MESSAGE FILE 6502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005226 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 
Date: Fri, 10 Dec 1999 19:49:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <82rli0S9802@chuka.playstation.co.uk> 

References: <82ojar$25i2@chuka.playstation.co.uk> <82rka5$9801@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-37.tyrloses.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


wrong! You have to get it on import, but it's out before christmas... 


Steven Lewis <stevenlewis@birminghamhome. freeserve.co.uk> wrote in message 
news: 82rka5$9801@chuka.playstation.co.uk... 
> I'm afraid Santa won't be able to place Gran Turismo 2 in your Christmas 


> stocking - Sony have delayed it until early next year. 

> 

> Yeah I'm looking forward to Donkey Kong 64 as well, but I brought the 
memory 


> expansion pak bundled with it last year for Turok 2, and don't really want 
> to pay £60 for the pleasure of owning two!!! 
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> 
> Steven 


—-MESSAGE FILE 6502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05226 


—-MESSAGE FILE 6503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005227 

Path: chuka.playstation.co.uk!news 

From: "daniel brown" <convict_at_large@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: How do I initialize a sprite? 

Date: Mon, 13 Dec 1999 09:40:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <832etmSmosl@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3748.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What do I need to do to a 16 bit sprite after I have loaded it into a 
buffer in main memory? I think I need to use GsGetTimInfo to fill out the 
t-page data, what do I need to do after that, so I can use GsSortSprite? 
I'm trying to write my own sprite handling code and have got a bit stuck :-) 
I f one of you would be kind enough to tell me what I have to do, then that 
should be enough.... 


Cheers, 


Daniel Brown 
Universaty of Abertay Dundee 


—-MESSAGE FILE 6503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05227 


—-MESSAGE FILE 6504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005228 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How do I initialize a sprite? 

Date: Mon, 13 Dec 1999 19:22:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 304 

Message-ID: <833gsg$rb01@chuka.playstation.co.uk> 

References: <832etmSmosl@chuka.playstation.co.uk> 
NNTP-Posting-Host: pBDs13a03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi Daniel, 


Have a look at the attached 'main.c' file. I wrote it ages ago to display a 
single 4, 8, or 16 bit sprite onto the PlayStation's screen. If my memory 
serves me correctly I placed heaps of comments into the code to try to 
explain what was going on. If you need more information just let me know 
and I'll try to help. 


Steven. 


P.S. By the way, I actually came up to the University of Abertay Dundee 
about a week ago to talk to John Sutherland about a masters degree in 
Computer Games Technology. He showed me around all the labs you have up 
there and it looked fantastic. The only bad point was that Scotland is so 
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bloody cold. I think a year up there would end my life! 


http://www.netyaroze-europe.com/~slewis 


daniel brown <convict_at_large@yahoo.com> wrote in message 

news: 832etmSmosl@chuka.playstation.co.uk... 

> What do I need to do to a 16 bit sprite after I have loaded it into a 

> buffer in main memory? I think I need to use GsGetTimInfo to fill out the 
> t-page data, what do I need to do after that, so I can use GsSortSprite? 

> I'm trying to write my own sprite handling code and have got a bit stuck 
:—) 

> I f one of you would be kind enough to tell me what I have to do, then 
that 

should be enough.... 


v 


Cheers, 


> 

> 

> 

> Daniel Brown 
> Universaty of Abertay Dundee 
> 
> 


--MESSAGE FILE 6504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05228 


--MESSAGE FILE 6505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005229 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: physics game engines 

Date: Sun, 12 Dec 1999 19:39:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3853F9FE.B3185EA9@bigfoot .com> 

References: <828anuSnq61l@chuka.playstation.co.uk> <82rd0sS6u72@chuka.playstation.co. 
uk> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: modem-137-217-176-194.vip.uk.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


I downloaded teh SDk for that from their websire ages ago (before teh 
were confirmed as PSX2 middleware). 


It's quite nice, Physics API and links in with OpenGL or DirectX nicely. 
The demos look quite cool, althougha bit too clinical, if you see what I 
mean. They were also kind enogh to send me manuals, although they 
weren't kind enough to give me a job when I applied recently ; ( 


I was going to do a little project using it but never got round to it. 
Al 
"Jon Prestidge (Moose)" wrote: 


> 
> I forgot to say what their web site was: www.mathengine.com 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' computers 'n' piercing 'n' stuff 

—-MESSAGE FILE 6505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05229 


—-MESSAGE FILE 6506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 4202 


0005230 

Path: chuka.playstation.co.uk!news 

From: deejayl69@hotmail.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are you interested in making $$$$ fast? 

Date: Tue, 14 Dec 1999 14:40:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <385656C3.E3211C38@hotmail .com> 

References: <82dqin$5b31@chuka.playstation.co.uk> <820isk$25il@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: g081-mac5.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 

X-Accept—-Language: en 


It took me a while as well. Look at what you type when you hold down shift 
and hit 4 four times! 


DJ 
Matt Verran wrote: 
I dont get it? 
JohnT <johnt@tannsoft.force9.co.uk> wrote in message 
news: 82dqgin$5b31@chuka.playstation.co.uk... 
> Here's an incredibly simple way to do it, and there is nothing to buy, no 


> investment to make, no money to lose! Try it now! Scroll down to find out 
> this simple procedure: 


1) Hold down the shift key. 
2) Hit the 4 key four times. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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-—-MESSAGE FILE 6506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05230 


—-MESSAGE FILE 6507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005231 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are you interested in making $$$$ fast? 

Date: Tue, 14 Dec 1999 14:29:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <835k93$3n51@chuka.playstation.co.uk> 

References: <82dqin$5b31@chuka.playstation.co.uk> <82o0isk$25il@chuka.playstation.co. 
սք» <385656C3.E3211C38@hotmail.com> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> It took me a while as well. Look at what you type when you hold down 
shift 
> and hit 4 four times! 


DOH! 


—-MESSAGE FILE 6507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05231 


-—-MESSAGE FILE 6508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005232 
Path: chuka.playstation.co.uk!news 
From: "CONVICT_AT_LARGE@YAHOO.COM" <convict_at_large@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: How do I initialize a sprite? 
Date: Tue, 14 Dec 1999 21:02:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 121 
Message-ID: <3856B083.9561B4D8@yahoo. com> 
References: <832etmSmosl@chuka.playstation.co.uk> <833gsg$rb01@chuka.playstation.co. 
uk> 
NNTP-Posting-Host: host62-172-88-92.host.btclick.com 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" BA3CA04EB4361AE03086C1B3" 
X-Mailer: Mozilla 4.7 [en] (Win98; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
BA3CA04EB4361AE03086C1B3 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Thanks! That was a great help it confirmed what I thought was the correct order 
for setting up a sprite. I've written a function to load 16 bit sprites from a 
buffer in memory (an array of chars), I've loaded the tim in using the MWbload 
function of CodeWarrior. But something really weird keeps happening, the 
LoadImage function never seems to successfully load the sprite into VRAM! Լե 
always fails, my programming lecturer has looked at this and he says the code is 
sound. We both spent a hour this morning trying to get it to work, I've 
attached the offending *.c and *.h files if your interested. 


Cheers, 


Daniel Brown 
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University of Abertay Dundee 
PS:- I think the their will be a variant of the masters course next year that 


will be a distance learning degree I don't know if that is the one you are 
looking into... 


BA3CA04EB4361AE03086C1B3 

Content-Type: application/x-—unknown-content-type-hFile; 

name="yar_16bit_sprite.h" 

—-MESSAGE FILE 6508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05232 


—-MESSAGE FILE 6509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005233 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Active Members List II: The Return 

Date: Tue, 14 Dec 1999 23:01:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <836ieiShogl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-156.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Festive greetings to all. 


I have returned, rather belatedly, with an infrastructure for the Active 
Members List. Last update (a couple of months ago) I said I would create a 
page for each member based on what they entered into the form, which I would 
then process etc. However, I had rather faltered from that, as I had created 
CGI scripts which would work, but had nowhere to run them from. With other 
things coming up, such as GCSE mocks, on top of some laziness, time passed 
rather quickly, while I had relatively little done. However, at the weekend, 
I finally found a short list of free webspace providers which allowed CGI 
scripts to be run from them!! Signed upto a couple that looked best (though 
I'm only using one of them, as it has no requirement for a banner etc) and 
I've been playing with the scripts to get them working on the server. After 
much editing and rewriting (mainly coz I kept forgetting to set the 
execute/read/write properties, and got server errors!) I've got the basic 
set up working. However, I have now hit a few problems, and decisions to 
make, so have decided to put these to all of you so the best decision for 
everyone is made. 


1) My first big problem is getting this to work in Netscape. As well as 
problems with displaying in Netscape (though I should have those fixed if I 
rework all the formatting) I have now found that it doesn't like passing 
data to my script. In Internet Explorer 5, it works perfectly, passing any 
data in the form to the script as I request, and the script processes, 
displays my test output, and saves to file. However, when run in Netscape, 
my script displays some output, but it and the save file are unaffected by 
the input into the form. Basically, I'm wondering if anyone here has a clue 
why I would get this problem. Could it be a problem in the actual script, or 
have I done something wrong in the HTML coding/Netscape? As I don't use 
Netscape much, could I have not set something that would allow me to send 
form data? 


2) Not much of a problem, though maybe depending on some other questions. 
Should I send the data by POST (safer, passed through server) or GET (passed 
by attaching the info to the end of the URL)? I suppose it doesn't matter 
much, and as POST is safer, I suppose I should just use that. Any opinions? 


3) This decision is about access. Do I need to restrict from outside 
(non-NY) users? If so, how would I go about it? Would I need passwords from 
everyone? Also, internally. If I offer an option to edit the info someone 
has already entered, do I need to make sure no-one else in the community can 
access and edit that data, or will everyone act grown up and not edit other 
people's info? 
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4) A rather stupid one, but I would like it answered: does it seem likely 
that I will need to e-mail from the script, to confirm that a person has 
been added, or can I just display a screen saying 'Thanks, here's a link 
back to the front page'? Unfortunately, the company I signed up with doesn't 
have a sendmail program on their server, so I either have to look at another 
way of sending mail from a script, or use another company (probably one 
which uses banners....). Does anyone see any future need for me to e-mail 
out from the script? 


Well, that's all I can think of at the moment, if I think of anything more, 
I'll post a reply with them added. 


Thanks all, 
Rikki 


—-MESSAGE FILE 6509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05233 


-—-MESSAGE FILE 6510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005234 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Wed, 15 Dec 1999 14:20:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <83886aSeaul@chuka.playstation.co.uk> 
References: <836ieiShogl@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> 4) A rather stupid one, but I would like it answered: does it seem likely 
> that I will need to e-mail from the script, to confirm that a person has 
> been added, or can I just display a screen saying 'Thanks, here's a link 
> back to the front page'? Unfortunately, the company I signed up with 
doesn't 

> have a sendmail program on their server, so I either have to look at 
another 

> way of sending mail from a script, or use another company (probably one 

> which uses banners....). Does anyone see any future need for me to e-mail 
> out from the script? 


A message would be fine I should think, at least for me anyway. 
I am looking forward to seeing/using the final thing... 


cheers 
Matt 


—-MESSAGE FILE 6510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05234 


-—-MESSAGE FILE 6511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005235 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Wed, 15 Dec 1999 16:04:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <838eakShoh1l@chuka.playstation.co.uk> 
References: <836ieiShoql@chuka.playstation.co.uk> 
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NNTP-Posting-Host: th-en137-091.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Well, that's all I can think of at the moment, if I think of anything 
more, 
> I'll post a reply with them added. 


Right, remembered another one: 


5) I'm looking at having frames with a list of people who have entered data 
in one, and the display/edit/add screen in another frame. The list of people 
is currently sorted alphabetically by their Net Yaroze Username, should I 
write it so it sorts by something else? Name? I suppose I could add a hidden 
field to the form which stores the date, and sort by last edited date. (If I 
do this, should I save the date from the server which has the CGI on, or use 
JavaScript to take it from the browser?) Any other way I could sort the 
data? 


Thanks all, 
Rikki 


-—-MESSAGE FILE 6511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05235 


—-MESSAGE FILE 6512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005236 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Wed, 15 Dec 1999 17:04:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <838ho3Shoh2@chuka.playstation.co.uk> 

References: <836ieiShoql@chuka.playstation.co.uk> <838eakShohl@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-16.flunitrazepam.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I think a sort by last edited date would be the best because you usually 
want to see what's newest... but you would need to find someone by their 
name too sometimes. I reckon the least useful would be the Yaroze username 
because I don't think people tend to know each others usernames (or do they? 
I could be wrong). 


And about problem (4) .. I don't think it'll be plenty good enough without 
confirmations via email... a message would be good enough as far as I'm 
concerned. I think email confirmations are so often used by web sites 


because it make's sure the user's email address is correct...but you could 
always ask the user to double check that. 


About number (3)... I can only speak for myself but: it wouldn't matter to 
me if non-members could see stuff about me and my work (might be an 
advantage in getting employment -- you never know). I guess the down side 
it that it increases the possibility of people stealing your ideas etc. I 
dare not even suggest having in-group private pages and public pages on your 
site since you sound like you've got more than enough on your plate already! 


Sorry I can't help with the rest but I don't know anything about scripts. 


Jon Prestidge 


—-MESSAGE FILE 6512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05236 


—-MESSAGE FILE 6513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005237 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: physics game engines 

Date: Wed, 15 Dec 1999 17:58:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <838krqShoh3@chuka.playstation.co.uk> 

References: <828anuSnq6l1l@chuka.playstation.co.uk> <82rd0s$6u72@chuka.playstation.co. 
նէ» <3853F9FE.B3185EA9@bigfoot.com> 

NNTP-Posting-Host: modem-84.lansoprazole.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm scared to look at it (and I don't have much time to) since I'm working 
on something similar myself for the Yaroze and it might demoralize me if it 
was too good (which I dare say it is). Bah! I'm goining through a pretty 
scarey time at the moment since I don't know for sure wether my prog will be 
fast enough etc when I finished it, but I'll do my damnedist to get it 
working on the Yaroze. 


—-MESSAGE FILE 6513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05237 


—-MESSAGE FILE 6514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005238 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 

Date: Thu, 16 Dec 1999 15:37:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <83blcvSmhd1l@chuka.playstation.co.uk> 
References: <82o0jar$25i2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host-74-188.dial.in2home.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


hmmm cant remember the last time i read these groups *grin* I've been 
playing Everquest since March or something (damn you Sony) hence my lack of 
interest of all that is yaroze and just about every other game out there =( 
BUT 


Everquest has now lost its edge and i might just torture some of you guys 
with my razor sharp wit and cunningly designed games =) 


ok ok sloppy slapstick and hair pullingly poor games =( 


Whats it to do with crimbo games well if your list is the best out there 


then its a slow xmas and i aint missed much .. think I'll settle down and 
play with the yaroze stuff that i have missed in the last 6 months - save me 
some money as well .. or .. i could buy one of the dozen or so football 2000 


games being released :-/ 
cheerfully sad 
Pete. 


[I'm not poking at your choice of games btw matt =) ] 
[happy crimbo all] 
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Matt Verran wrote in message <82o0jar$25i2@chuka.playstation.co.uk>... 

> So what is everyone looking forward to games wise this christmas? 

> 

>Personally its: Gran Turismo 2 (now its confirmed), Donkey Kong 64, Quake 
3, 
>Rally Masters (hey they were brilliant at pinball games, and I really liked 
>Benefactor) and Ghosts and Goblins on the Gameboy. Bit of a slack year I 
>reckon, but I think there will be enough to last me through my pitifully 
>inadequate two weeks off, oh to be a student again.... 

> 

>Cheers 

>Matt 

> 

> 


—-MESSAGE FILE 6514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05238 


—-MESSAGE FILE 6515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005239 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 

Date: Thu, 16 Dec 1999 16:25:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <83b3rbSmhd2@chuka.playstation.co.uk> 

References: <82ojar$25i2@chuka.playstation.co.uk> <83blcv$Smhdl1l@chuka.playstation.co. 
uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> [I'm not poking at your choice of games btw matt =) ] 


good, I don't think I would want poked ones... 


—-MESSAGE FILE 6515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05239 


—-MESSAGE FILE 6516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005240 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chrimble games... 

Date: Thu, 16 Dec 1999 17:58:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <83b9kiSmhd3@chuka.playstation.co.uk> 

References: <82ojar$25i2@chuka.playstation.co.uk> <83blcvSmhdl1l@chuka.playstation.co. 
uk> <83b3rbSmhd2@chuka.playstation.co.uk> 

NNTP-Posting-Host: host-—74-125.dial.in2home.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


donno they are normally half price ;-) 


Matt Verran wrote in message <83b3rb$mhd2@chuka.playstation.co.uk>... 
>> [I'm not poking at your choice of games btw matt =) ] 

> 

>good, I don't think I would want poked ones... 

> 
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> 


—-MESSAGE FILE 6516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05240 


—-MESSAGE FILE 6517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005241 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Thu, 16 Dec 1999 23:23:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <83bsdfSq6el@chuka.playstation.co.uk> 

References: <836ieiShogql@chuka.playstation.co.uk> <838eakShohl@chuka.playstation.co. 
uk> <838ho3Shoh2@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt144-134.pool.dircon.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I think a sort by last edited date would be the best because you usually 


> want to see what's newest... but you would need to find someone by their 
> name too sometimes. I reckon the least useful would be the Yaroze 
username 

> because I don't think people tend to know each others usernames (or do 
they? 


> I could be wrong). 


I'll get it sorted by last date edited, though I'm not sure about sorted by 
name, as I've currently only got the field 'Name:', and if I were to sort by 
name, it should be alphabetically by surname, so people would have to enter 
first and surname separately. Not only is this a pain, in my opinion, it 
would make it feel too rigid, which this is not meant to be. 


And about problem (4) .. I don't think it'll be plenty good enough without 
confirmations via email... a message would be good enough as far as I'm 
concerned. I think email confirmations are so often used by web sites 
because it make's sure the user's email address is correct...but you could 
always ask the user to double check that. 


V V V V V 


Good, that's decided, just a confirmation page then. 


About number (3)... I can only speak for myself but: it wouldn't matter to 
me if non-members could see stuff about me and my work (might be an 
advantage in getting employment -- you never know). I guess the down side 
it that it increases the possibility of people stealing your ideas etc. I 
> dare not even suggest having in-group private pages and public pages on 
your 

> site since you sound like you've got more than enough on your plate 
already! 


VVVV 


Thinking about it again, outside access is not really a problem, as the 
input form and links would be from my Net Yaroze page anyway. The scripts on 
the other server would then just be called from the NY page. I think my main 
concern at the moment is allowing re-editing of information, but only by the 
person who entered it in the first place. Anyone got any ideas on how to do 
this? I could use a really basic password protection on the editing form, 
but that's then a pain for the person to remember their password. 


> Sorry I can't help with the rest but I don't know anything about scripts. 
> 
> Jon Prestidge 


Thanks, I appreciate the time you took to put forward ideas, 


Rikki 
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—-MESSAGE FILE 6517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05241 


-—-MESSAGE FILE 6518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005242 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Thu, 16 Dec 1999 23:28:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <83bsmmSq6e2@chuka.playstation.co.uk> 

References: <836ieiShogql@chuka.playstation.co.uk> <83886aSeaul@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: th-gt144-134.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> A message would be fine I should think, at least for me anyway. 


OK, I'll leave it as that. 


> I am looking forward to seeing/using the final thing... 


Good, good, though I can't put an exact date on it, as I have a few problems 
to sort out, mainly getting it to work in Netscape (and knowing my luck it 
won't work in any other browsers in existance, on any platform), and 
allowing re-editing but only by the person who entered the information in 
the first place. Once these are done, it will just need a bit of tidying up, 
and final testing (though that will probably show that it never has and 
never will work), then it will be up and running. Anyway, I'll post in here 
(.freetalk.english) as soon as it's working. 


> cheers 
> Matt 


Thanks, 
Rikki 


-—-MESSAGE FILE 6518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05242 


—-MESSAGE FILE 6519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005243 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How do I initialize a sprite? 

Date: Fri, 17 Dec 1999 00:34:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <83c08vSq6e3@chuka.playstation.co.uk> 

References: <832etmSmosl@chuka.playstation.co.uk> <833gsg$rb01@chuka.playstation.co. 
uk> <3856B083.9561B4D8@yahoo. com> 

NNTP-Posting-Host: pC0slla03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Sorry I really can't help you with this. I've had a look over the code and, 
as your lecturer said, it seems fine. I'm sure the problem must be 
something really trivial that we are all just overlooking. I break up from 


Uni for Christmas tomorrow so I will be able to have a more detailed look at 
it over the weekend. 


By the way, is there a particular reason why you are using the MWbload 
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function of CodeWarrior to load your TIM file? Personally I have never used 
it before as I have always found it easier to load the TIM's using a batch 
file. 


Anyway, good luck with trying to solve your problem. As I've mentioned I'll 
have a more detailed look at your code over the weekend to see if I can spot 
anything amiss. 


Steven 


P.S. What course are you doing at the University of Abertay Dundee? And 
how are you finding it so far? John Sutherland mentioned something to me 
about a distance learning masters degree. It would certainly mean that I 
could keep warm. It must have been -26 degrees celcius when I came up to 
look around a few weeks ago! John also mentioned something about a games 
loan library. Is that as good as it sounds? 


http://www.netyaroze-europe.com/~slewis 


CONVICT_AT_LARGE@YAHOO.COM <convict_at_large@yahoo.com> wrote in message 
news: 3856B083.9561B4D8@yahoo.com... 

> Thanks! That was a great help it confirmed what I thought was the correct 
order 

> for setting up a sprite. I've written a function to load 16 bit sprites 
from a 

> buffer in memory (an array of chars), I've loaded the tim in using the 
MWbload 
> function of CodeWarrior. But something really weird keeps happening, the 
> LoadImage function never seems to successfully load the sprite into VRAM! 
It 

> always fails, my programming lecturer has looked at this and he says the 
code is 

> sound. We both spent a hour this morning trying to get it to work, I've 


> attached the offending *.c and *.h files if your interested. 

> 

> Cheers, 

> 

> Daniel Brown 

> University of Abertay Dundee 

> 

> PS:- I think the their will be a variant of the masters course next year 
that 


> will be a distance learning degree I don't know if that is the one you are 
> looking into... 

> 

> 


—-MESSAGE FILE 6519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05243 


—-MESSAGE FILE 6520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005244 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How do I initialize a sprite? 

Date: Tue, 21 Dec 1999 02:11:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <385fel6c.1060484956@news.playstation.co.uk> 

References: <832etmSmosl@chuka.playstation.co.uk> <833gsg$rb01@chuka.playstation.co. 
uk> <3856B083.9561B4D8@yahoo. com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey Daniel, 
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I was wondering. By starting from a char* and casting it to an 
unsigned long *, are you sure the variables will be properly aligned 
to be read by the PSX? 


I know I've been blaming this issue for many things, but remember, 
that different data types need to be aligned on specific boundaries. 


Steven 


On Tue, 14 Dec 1999 21:02:59 +0000, "CONVICT_AT_LARGE@YAHOO.COM" 
<convict_at_large@yahoo.com> wrote: 


>Thanks! That was a great help it confirmed what I thought was the correct order 
>for setting up a sprite. I've written a function to load 16 bit sprites from a 
>buffer in memory (an array of chars), I've loaded the tim in using the MWbload 
>function of CodeWarrior. But something really weird keeps happening, the 
>LoadImage function never seems to successfully load the sprite into VRAM! It 
>always fails, my programming lecturer has looked at this and he says the code is 
>sound. We both spent a hour this morning trying to get it to work, I've 
>attached the offending *.c and *.h files if your interested. 

> 

>Cheers, 

> 

>Daniel Brown 

>University of Abertay Dundee 

> 

>PS:- I think the their will be a variant of the masters course next year that 
>will be a distance learning degree I don't know if that is the one you are 
>looking into... 


-—-MESSAGE FILE 6520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05244 


—-MESSAGE FILE 6521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005245 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Tue, 21 Dec 1999 02:22:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <3860e396.1061038502@news.playstation.co.uk> 

References: <836ieiShogql@chuka.playstation.co.uk> <838eakShohl@chuka.playstation.co. 
uk> <838ho3Shoh2@chuka.playstation.co.uk> <83bsdfSq6el@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Rikki, 


My name is Steven, not Mr. Osman. I'd expect you to call me Steven, 
as I am calling you Rikki and not Mr. Prince. 


My point? I think we're all on a first-name basis that it makes MORE 
sense to use first name sorting than sirname anyway! 


Steven 

p.s. On the "which time to use", use the server time. If you go by 
the javascript time on the user's machine, everyone will have 
different times depending on their timezones and whether their 
computers are properly set up, etc. 


Even though the server times may be confusing (i.e. I fill it out at 


12:00pm and the server then says it was updated at 6:00pm -- because 
of a timezone issue), we wlil know that if one was updated at 12:50, 
and another at 12:55, the one at 12:55 was more recent. (without 


havint to worry about how people's clocks were set up and all). 
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Still having your Netscape problem? 


On Thu, 16 Dec 1999 23:23:29 -0000, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>> I think a sort by last edited date would be the best because you usually 


>> want to see what's newest... but you would need to find someone by their 
>> name too sometimes. I reckon the least useful would be the Yaroze 
>username 

>> because I don't think people tend to know each others usernames (or do 
>they? 

>> I could be wrong). 

> 


>I'll get it sorted by last date edited, though I'm not sure about sorted by 
>name, as I've currently only got the field 'Name:', and if I were to sort by 
>name, it should be alphabetically by surname, so people would have to enter 
>first and surname separately. Not only is this a pain, in my opinion, it 
>would make it feel too rigid, which this is not meant to be. 


> 

>> And about problem (4) .. I don't think it'll be plenty good enough without 
>> confirmations via email... a message would be good enough as far as I'm 

>> concerned. I think email confirmations are so often used by web sites 


>> because it make's sure the user's email address is correct...but you could 
>> always ask the user to double check that. 


> 

>Good, that's decided, just a confirmation page then. 

> 

>> About number (3)... I can only speak for myself but: it wouldn't matter to 
>> me if non-members could see stuff about me and my work (might be an 

>> advantage in getting employment -- you never know). I guess the down side 
>> it that it increases the possibility of people stealing your ideas etc. I 
>> dare not even suggest having in-group private pages and public pages on 
>your 

>> site since you sound like you've got more than enough on your plate 
>already! 

> 


>Thinking about it again, outside access is not really a problem, as the 
>input form and links would be from my Net Yaroze page anyway. The scripts on 
>the other server would then just be called from the NY page. I think my main 
>concern at the moment is allowing re-editing of information, but only by the 
>person who entered it in the first place. Anyone got any ideas on how to do 
>this? I could use a really basic password protection on the editing form, 
>but that's then a pain for the person to remember their password. 

> 

>> Sorry I can't help with the rest but I don't know anything about scripts. 
>> 

>> Jon Prestidge 

> 

>Thanks, I appreciate the time you took to put forward ideas, 

> 

>Rikki 

> 


—-MESSAGE FILE 6521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05245 


—-MESSAGE FILE 6522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005246 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Tue, 21 Dec 1999 02:28:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <3861e4a5.1061309292@news.playstation.co.uk> 

References: <836ieiShogql@chuka.playstation.co.uk> <838eakShohl@chuka.playstation.co. 
uk> <838ho3Shoh2@chuka.playstation.co.uk> <83bsdfSq6el@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.452 


On Thu, 16 Dec 1999 23:23:29 -0000, "Rikki Prince" 

wrote: 

>Thinking about it again, outside access is not really a problem, as the 
>input form and links would be from my Net Yaroze page anyway. The scripts on 
>the other server would then just be called from the NY page. I think my main 
>concern at the moment is allowing re-editing of information, but only by the 
>person who entered it in the first place. Anyone got any ideas on how to do 
>this? I could use a really basic password protection on the editing form, 
>but that's then a pain for the person to remember their password. 


Well, people will forget their password, and you'll probably get 
emails now and then to tell them what theirs are (unless you can make 
a tiny "I forgot my password" form, which should be cake -- just send 
it to the email address they registered with). 


To make it as simple as possible, do the following: 


1 button, says "click to create a new record". Another says "click 
to edit this record". If someone edits his record, (I'm assuming you 
will fill out the form with everything they had put in initially), 
just add a hidden variable like edit=true. 


Then, your save form should do the following: 


if edit="true" then 
if password_entered=password_on_file 
save_edited_record 
else 
complain "Incorrect edit password used" 
endif 
else 
create_new_record (with password) 
endif 


Steven 
—-MESSAGE FILE 6522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05246 


—-MESSAGE FILE 6523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005247 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Tue, 21 Dec 1999 16:20:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <8309g4Si5d1@chuka.playstation.co.uk> 

References: <836ieiShoql@chuka.playstation.co.uk> <838eakShohl@chuka.playstation.co. 
uk> <838ho3Shoh2@chuka.playstation.co.uk> <83bsdfSq6el@chuka.playstation.co.uk> <386 
1e4a5.1061309292@news.playstation.co.uk> 

NNTP-Posting-Host: th-en132-202.pool.dircon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Thanks for all your input Steven, it's very much appreciated. On the name 
issue, I'll just list the names sorted by whatever is typed in. I'll also 
use the server date program to generate the date, for the reasons you 
mentioned in your other post. 


> >Thinking about it again, outside access is not really a problem, as the 

> >input form and links would be from my Net Yaroze page anyway. The scripts 
on 

> >the other server would then just be called from the NY page. I think my 
main 

> >concern at the moment is allowing re-editing of information, but only by 
the 
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> >person who entered it in the first place. Anyone got any ideas on how to 


օ 


>this? I could use a really basic password protection on the editing form, 
>but that's then a pain for the person to remember their password. 


Well, people will forget their password, and you'll probably get 
emails now and then to tell them what theirs are (unless you can make 
a tiny "I forgot my password" form, which should be cake -- just send 
it to the email address they registered with). 


VVVVVVV VQ 


Now there's a perfect reason to need a sendmail program. I'll look at ways 
of setting up a 'send me my password' option. 


will fill out the form with everything they had put in initially), 
just add a hidden variable like edit=true. 


> To make it as simple as possible, do the following: 

> 

> 1 button, says "click to create a new record". Another says "click 
> to edit this record". If someone edits his record, (I'm assuming you 
> 

> 


Ahh, brilliant. Cheers, perfect solution. That's virtually all my questions 
answered, just the problem with getting it to work in Netscape. I think I'll 
get back to basics, and test simple forms in Netscape, and build it up. On 
the subject of browsers, are there any others I need to test it on? I've 
only got IE 5 and Netscape Communicator 4.7 at the moment, are there any 
other Windows browsers I should test in, or do most people use these two? 
Also, what shall I do about Linux/Unix browsers, seeing as I don't have 
access to Linux/Unix? Has anyone that has tested browsers on both Windows 
and Linux/Unix found any problems, or do both run pretty similarly? 


I've got a few free days no before Christmas, so I'm hoping it will be up 
and running this side of the new millienium. 


> Steven 


Thanks, 
Rikki 


—-MESSAGE FILE 6523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05247 


-—-MESSAGE FILE 6524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005248 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List II: The Return 

Date: Wed, 22 Dec 1999 00:49:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <38601fa9.1141959811@news.playstation.co.uk> 

References: <836ieiShoql@chuka.playstation.co.uk> <838eakShohl@chuka.playstation.co. 
uk> <838ho3Shoh2@chuka.playstation.co.uk> <83bsdfSq6el@chuka.playstation.co.uk> <386 
1e4a5.1061309292@news.playstation.co.uk> <8309g4Si5d1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Tue, 21 Dec 1999 16:20:10 -0000, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>Ahh, brilliant. Cheers, perfect solution. That's virtually all my questions 
>answered, just the problem with getting it to work in Netscape. I think I'll 
>get back to basics, and test simple forms in Netscape, and build it up. On 
>the subject of browsers, are there any others I need to test it on? I've 
>only got IE 5 and Netscape Communicator 4.7 at the moment, are there any 
>other Windows browsers I should test in, or do most people use these two? 
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>Also, what shall I do about Linux/Unix browsers, seeing as I don't have 
>access to Linux/Unix? Has anyone that has tested browsers on both Windows 
>and Linux/Unix found any problems, or do both run pretty similarly? 

> 

> I've got a few free days no before Christmas, so I'm hoping it will be up 
>and running this side of the new millienium. 


I can probably help you with your netscape problem if you show me the 
code. 


I'd grab a version of Netscape 3.0 and see that it works on that. 
That should help you be more "compatible" with older browsers. 


Linux/Unix users use Netscape. (I know I do on both my Linux and 
Solaris box). You don't really need to worry too much about other 
browsers. You're not building an online trading site after all! 
Steven 


—-MESSAGE FILE 6524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05248 


—-MESSAGE FILE 6525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005249 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Game Over.. 

Date: Wed, 22 Dec 1999 10:35:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <83q9hcSh9t1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Did any one see me make a complete twat of myself on Game Over.. 
I hate camera's. 


Aaron 
E-MAIL š blaisetech@europe.com 
INTERNET: http://www.blaisetech.webprovider.com 


—-MESSAGE FILE 6525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05249 


—-MESSAGE FILE 6526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005250 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Over.. 

Date: Wed, 22 Dec 1999 16:58:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3861034F .D7E42FF@chilternmag.demon.co.uk> 
References: <83q9hcSh9t1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-48.visine.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


What's Game Over? 


Aaron Gandaa wrote: 
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Did any one see me make a complete twat of myself on Game Over.. 
I hate camera's. 


E-MAIL : blaisetech@europe.com 


> 
> 
> 
> Aaron 
> 
> 
> INTERNET: http://www.blaisetech.webprovider.com 


—-MESSAGE FILE 6526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05250 


—-MESSAGE FILE 6527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005251 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Nick F's diaries 
Date: Thu, 23 Dec 1999 13:59:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <83t9t8So5h1@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nick F's Rare diaries appear to have turned up (in a slightly different 
form) as his Pad Happy column for loonygames (www.looneygames.com). Makes 
interesting reading! 


—-MESSAGE FILE 6527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05251 


-—-MESSAGE FILE 6528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005252 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Over.. 

Date: Thu, 23 Dec 1999 20:59:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <83u2ftSoSh2@chuka.playstation.co.uk> 

References: <83q9hcSh9t1l@chuka.playstation.co.uk> <3861034F.D7E42FF@chilternmag.demo 
n.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


It's some cheesy video games show on .tv 
I was in a piece on the Net Yaroze and bedroom coding. 


Chris Wallace wrote in message <3861034F .D7E42FF@chilternmag.demon.co.uk>... 
>What's Game Over? 

> 

>Aaron Gandaa wrote: 

> 

>> Did any one see me make a complete twat of myself on Game Over.. 

>> I hate camera's. 


>> 

>> Aaron 

>> 

>> E-MAIL : blaisetech@europe.com 

>> INTERNET: http://www.blaisetech.webprovider.com 
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-—-MESSAGE FILE 6528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05252 


—-MESSAGE FILE 6529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005253 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Merry Christmas!!! 

Date: Fri, 24 Dec 1999 18:28:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <840e22Sngd1@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-132-18.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


seeing as this is freetalk. 


MERRY CHRISTMAS ! ! ! 


—-MESSAGE FILE 6529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05253 


-—-MESSAGE FILE 6530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005254 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Merrier Christmas!!! 

Date: Sat, 25 Dec 1999 01:15:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <8415s6Sop01@chuka.playstation.co.uk> 
References: <840e22Sngd1@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-004.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> seeing as this is freetalk. 
> 
> MERRY CHRISTMAS ! ! ! 


Hi Mark, 


Hope everyone is enjoying a great Christmas, and I'd just like to point out 
my message is better than Mark's, as it's actually on Christmas Day! Nur 
Nur!! 


Christmas Wishes to All NY Members, and anyone they know, and all their 
families, and all their families friends, and anyone who has known them, and 
anyone who might know them, and anyone who met them on the bus the other 
day, and anyone who sold them a goldfish, and anyone who knows someone who 
sold them a goldfish (unless it was a faulty goldfish ;), and anyone else, 
both inclusively and non-exclusively, who has not been mentioned in the 
above statement....... 


Bye, Merry Christmas, and goodnight! 


Rikki 


—-MESSAGE FILE 6530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05254 
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—-MESSAGE FILE 6531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005255 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merrier Christmas!!! 

Date: Sat, 25 Dec 1999 11:44:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <842ap0$q081@chuka.playstation.co.uk> 

References: <840e22Sngd1l@chuka.playstation.co.uk> <8415s6Sop01@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host62-172-58-224 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


If this wasn't christmas i would send something abusibe back but it is so i 
will be kind. 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
news: 8415s6Sop01@chuka.playstation.co.uk... 

> > seeing as this is freetalk. 

> 

> MERRY CHRISTMAS ! ! ! 


Hi Mark, 


Hope everyone is enjoying a great Christmas, and I'd just like to point 
out 

> my message is better than Mark's, as it's actually on Christmas Day! Nur 
> Nur!! 

> 

> Christmas Wishes to All NY Members, and anyone they know, and all 
their 

> families, and all their families friends, and anyone who has known them, 
and 


> anyone who might know them, and anyone who met them on the bus the other 
> day, and anyone who sold them a goldfish, and anyone who knows someone who 
> sold them a goldfish (unless it was a faulty goldfish ;), and anyone else, 
> both inclusively and non-exclusively, who has not been mentioned in the 

> above statement....... 

> 

> 

> Bye, Merry Christmas, and goodnight! 

> 

> Rikki 

> 

> 


-—-MESSAGE FILE 6531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05255 


—-MESSAGE FILE 6532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005256 

Path: chuka.playstation.co.uk!news 

From: "Joachim Mertens" <brainchild@cityweb.de> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: How do I program interrupts ?? 

Date: Sun, 26 Dec 1999 00:43:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <843kp1Ssaql@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialin-194-29-44-196.duesseldorf.gigabell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hie 

Can anyone tell me where the interrupt registers are ? How is the interrupt 
system working on the PSX ? 

I want to read/write on the serial interface and so I would be very happy 
about some information about interrupt programming. 

Thanx! 


JO. Ss 


—-MESSAGE FILE 6532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05256 


—-MESSAGE FILE 6533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005257 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How do I program interrupts ?? 

Date: Sun, 26 Dec 1999 15:28:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <845cbrS$qt71@chuka.playstation.co.uk> 
References: <843kp1Ssaql@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-55-221.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The serial port hardware and interrupts in general can't be accessed 
directly using the libps library. To access the serial port you'll need to 
make calls to it via the tty device. 


The tty device allows you to open(),close(),read() and write() to the port, 
and the ioctl() function provides a set of commands for changing port 
settings. 


To get an idea of how some of these functions work, take a look at the 
source code in this zip: 
http://www.netyaroze-europe.com/~imilco/ftp/cyclo20a.zip 


To make use of the ioctl() function you'll also need the updated libps 
library at http://www.netyaroze-europe.com/yaroze/ftp/tools/dev/libps.zip 


And when you've worked out how to use all the ioctl() commands, let me know. 
:-) 


Pete. 


Joachim Mertens <brainchild@cityweb.de> wrote:- 


ՀԱԱ... 

> Can anyone tell me where the interrupt registers are ? How is the 
interrupt 

> system working on the PSX ? 


> I want to read/write on the serial interface and so I would be very happy 
> about some information about interrupt programming. 

> Thanx! 

> 

> մօ... 

> 

> 

> 


—-MESSAGE FILE 6533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05257 
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—-MESSAGE FILE 6534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005258 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How do I initialize a sprite? 

Date: Tue, 28 Dec 1999 15:08:01 +0000 

Organization: Max Studios 

Lines: 62 

Message-ID: <3868D251.65E7D19B@which.net> 

References: <832etmSmosl@chuka.playstation.co.uk> <833gsg$rb01@chuka.playstation.co. 
uk> <3856B083.9561B4D8@yahoo. com> 

NNTP-Posting-Host: modem-16.doxycycline.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" E1BB69ED1 94BF 64E07F7B85D" 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


This is a multi-part message in MIME format. 
E1BB69ED1 94BF 64E07F7B85D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I suggest actually making sure the image is as it sould be i.e. is it actually 16 bi 
so: TS 
it alligned corectly in the VRAM diagram in TIMUTIL? - ??7?????? 


If all this checks ou then I'm stuck for a soloution. 


Max 


"CONVICT_AT_LARGE@YAHOO.COM" wrote: 


Thanks! That was a great help it confirmed what I thought was the correct order 
for setting up a sprite. I've written a function to load 16 bit sprites from a 
buffer in memory (an array of chars), I've loaded the tim in using the MWbload 
function of CodeWarrior. But something really weird keeps happening, the 
LoadiImage function never seems to successfully load the sprite into VRAM! It 
always fails, my programming lecturer has looked at this and he says the code is 
sound. We both spent a hour this morning trying to get it to work, I've 
attached the offending *.c and *.h files if your interested. 


Cheers, 


Daniel Brown 
University of Abertay Dundee 


PS:- I think the their will be a variant of the masters course next year that 
will be a distance learning degree I don't know if that is the one you are 
looking into... 


Name: yar_l6bit_sprite.h 
yar_l16bit_sprite.h Type: H File (application/x-—unknown-content-type-h_auto_f 
le) 
Encoding: base64 


Name: yar_l6bit_sprite.c 
yar_l6bit_sprite.c Type: C File (application/x-—unknown-content-type-c_auto_f 
le) 


VREVVVVE VV VV VV VV VV VV VV VV VV VV V. 


Encoding: base6é4 


E1BB69ED1 94BF64E07F7B85D 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
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x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


E1BB69ED1 94BF64E07F7B85D-—- 


—-MESSAGE FILE 6534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05258 


—-MESSAGE FILE 6535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005259 

Path: chuka.playstation.co.uk!news 

From: Scott Campbell <escotia@escotia.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: 7 months in. 1 game out 

Date: Tue, 28 Dec 1999 17:50:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3868F87E.3E74D971@escotia. freeserve.co.uk> 
NNTP-Posting-Host: ppp-6b-167.3com.telinco.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Just a quick one to say Hi to everyone. I haven't had any internet 
access since I started my new job, so to anyone who mailed me since May 
- I'm afraid I never got it. 


Back in Scotland for the hols though, Տօ..... 


My new e-mail address is escotia@bun.com 


Only trust that address till January 2nd though. I will try to keep it 
going but I can't say for sure. 


My first game (LEGO Rock Raiders) came out on December 10th. Apologies 
to anyone at Sony who had to play it. ;0) 


Cheers 
ScoTT 


—-MESSAGE FILE 6535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05259 


—-MESSAGE FILE 6536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005260 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Bleem 

Date: Wed, 29 Dec 1999 12:31:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <84cuttS$8ael@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


Hi, 


Quick question, I want to use Bleem (or other emulator) to grab some 
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screenshots, is that possible, I figure I can create a CDRom using a CD-RW 
so I can just replace the exe. 


Nigel 


—-MESSAGE FILE 6536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05260 


—-MESSAGE FILE 6537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005261 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bleem 

Date: Wed, 29 Dec 1999 16:01:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <84db93S8ae2@chuka.playstation.co.uk> 
References: <84cuttS$8ael@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nigel, 


Use PSEmu. You can get it at www.psemu.com 

You'll need to find a bios image though.. 

I can't tell you where to get one. (legalities, getting slap by Sony 
probably ain't fun) 


It seems to be fine from here.. 

I also use it for testing code round at my mate's place on days 
when I can't be arsed to lug my Yaroze over there, also so I can 
code at work. 

A bit impractical carrying a TV and Yaroze to work every day.. 


Aaron 
PS: If you get baffled by it at any time..e-mail me at blaisetech@europe.com 


Nigel Critten wrote in message <84cuttS8ael@chuka.playstation.co.uk>... 
>Hi, 

> 

>Quick question, I want to use Bleem (or other emulator) to grab some 
>screenshots, is that possible, I figure I can create a CDRom using a CD-RW 
>so I can just replace the exe. 

> 

>Nigel 

> 

> 


—-MESSAGE FILE 6537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05261 


—-MESSAGE FILE 6538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005262 

Path: chuka.playstation.co.uk!news 

From: Daniel Brown <convict_at_large@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How do I initialize a sprite? 

Date: Wed, 29 Dec 1999 19:47:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <386A6534.302D4B2@yahoo.com> 

References: <832etmSmosl@chuka.playstation.co.uk> <833gsg$rb01@chuka.playstation.co. 
uk> <3856B083.9561B4D8@yahoo.com> <3868D251.65E7D19B@which.net> 

NNTP-Posting-Host: host212-140-118-109.host.btclick.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.7 [en] (Win98; I) 
X-Accept-Language: en, ja 


I'll check tonight. Sorry about not replying in ages I've had a bit of keyboard & c 
up of 

juice problems :-( I still have no right shift key and no right and down arrow keys 
sss Rr 

check about what you said. 


Cheers guys, 
Daniel 


—-MESSAGE FILE 6538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05262 


—-MESSAGE FILE 6539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005263 

Path: chuka.playstation.co.uk!news 

From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick F's diaries 

Date: Wed, 05 Jan 2000 21:39:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3873b97b.4748306@www.netyaroze-europe. com> 
References: <83t9t8So5h1@chuka.playstation.co.uk> 
NNTP-Posting-Host: p96-harcl-guildford2.tch.dtn.ntl.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 23 Dec 1999 13:59:01 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>Nick F's Rare diaries appear to have turned up (in a slightly different 
>form) as his Pad Happy column for loonygames (www.looneygames.com). Makes 
>interesting reading! 


Well, cheers, although it really was just an article about games 
testing! Actually, the Rare diaries proper DO exist - it's just that I 
need some time to polish them up and add some up-to-date stuff about 
Creature Labs... sorry to be useless, but it's best to do these things 
properly... 


oh, and it's www.loonygames.com :) 


Nick F will return... (honest) 
www. loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05263 


—-MESSAGE FILE 6540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005264 

Path: chuka.playstation.co.uk!news 

From: nickf@writeme.com (Nick Ferguson) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 7 months in. 1 game out 

Date: Wed, 05 Jan 2000 21:42:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3873ba5c.4973323@www.netyaroze-europe. com> 
References: <3868F87E.3E74D971@escotia. freeserve.co.uk> 
NNTP-Posting-Host: p96-harcl-guildford2.tch.dtn.ntl.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 28 Dec 1999 17:50:54 +0000, Scott Campbell 
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<escotia@escotia.freeserve.co.uk> wrote: 
>Just a quick one to say Hi to everyone. I haven't had any internet 


>access since I started my new job, so to anyone who mailed me since May 
>- I'm afraid I never got it. 


That'll include me, then. Congrats ScoTT, hope the job is going well 
>) 


>My first game (LEGO Rock Raiders) came out on December 10th. Apologies 
>to anyone at Sony who had to play it. ;0) 


Let's have some optimism, eh! So what sort of thing are you doing now? 
I'm basically doing AI stuff, but with a bit of level design work 
thrown in from time to time. Mmm, I like my job. 


www.loonygames.com 
www.saqnet.co.uk/users/nickf 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 
—-MESSAGE FILE 6540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05264 


—-MESSAGE FILE 6541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005265 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Seasons greetings ..... 

Date: Thu, 6 Jan 2000 14:06:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <85286mS6vel@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts99-352.dublin.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Happy new year to one and all 


[ Now I've got my cable back and a huge list of new years resolutions I'm 
gonna' start programming ] YAY! 


Regards, 


Donal 


—-MESSAGE FILE 6541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05265 


—-MESSAGE FILE 6542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005266 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 7 months in. 1 game out 

Date: Thu, 6 Jan 2000 18:06:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <8521 jmS6ve2@chuka.playstation.co.uk> 

References: <3868F87E.3E74D971@escotia.freeserve.co.uk> <3873ba5c.4973323@www.netyar 
oze-europe. com> 

NNTP-Posting-Host: modem-109.amantadine.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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I think Scotts bunked back off down to Engerland ... he says he's thoroughly 
enjoying his job though =) 


Pete. 


Nick Ferguson wrote in message 
<3873ba5c.4973323@www.netyaroze-europe.com>... 

>On Tue, 28 Dec 1999 17:50:54 +0000, Scott Campbell 
><escotia@escotia.freeserve.co.uk> wrote: 

> 

>>Just a quick one to say Hi to everyone. I haven't had any internet 
>>access since I started my new job, so to anyone who mailed me since May 
>>- I'm afraid I never got it. 

> 

>That'll include me, then. Congrats ScoTT, hope the job is going well 
>:) 

> 

>>My first game (LEGO Rock Raiders) came out on December 10th. Apologies 
>>to anyone at Sony who had to play it. ;0) 

> 

>Let's have some optimism, eh! So what sort of thing are you doing now? 
>I'm basically doing AI stuff, but with a bit of level design work 
>thrown in from time to time. Mmm, I like my job. 

> 

>Nick F 


>www. loonygames.com 
>www.saqnet.co.uk/users/nickf 
>www.netyaroze-europe.com/~rookiel 
> 

>"Game over, man. Game over!" 


—-MESSAGE FILE 6542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05266 


—-MESSAGE FILE 6543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005267 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NZ Yarozers? 

Date: Sat, 8 Jan 2000 18:30:29 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <856ht4$c4j1@chuka.playstation.co.uk> 
NNTP-Posting-Host: p25-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi guys, 


I know there were a couple of NZ Yarozers around a while back. Anyone in NZ 
still active? 


Regards 
Mario 
mario@sidhe.co.nz 


www.Sidhe.co.nz 


—-MESSAGE FILE 6543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05267 
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—-MESSAGE FILE 6544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005268 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Jonathan Calvert" <jonathan@mindspring.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Need some help getting back up and running 

Date: Sat, 8 Jan 2000 21:34:02 -0500 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <858rrcS$3rt1l@scea> 

NNTP-Posting-Host: user-37ka96k.dialup.mindspring.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I am a more or less inactive SCEA member (see message below). I just tried 
to post to the SCEA news server, but I received an error indicating that I 
could not post. If this is the case it would explain why there are no new 
messages for this year. Of course it could be my lack of understand of this 
new news server. I just want to post to the SCEE server to see if I could 
post messages 


Of course you guys would no better than me if the SCEE address below is 
correct. <grin> 


Thanks for the help! 


Hi all. I have been away from the Yaroze scene for a while now. I recently 
moved (well ... not really recently, it was back in June) and my Yaroze has 
been in storage. 


Long story short, I am just getting back up and running. I never really had 
time in the first place ... what with my son being born and all. Of course 
there is always work. Always, something. I would like to make a go of 
things this time around. 


I just picked up a new Dell PIII (much faster than the P66 I have had for 
almost 5 years for home development). I am using the Outlook Express news 
reader (I have never used this before). It looks like activity has 
completely ended (don't see any new post for this year) or I don't know how 
to use this reader and missed a bunch of stuff. 


Anyway, I wanted to pull some demos from the SCEE site. They use to seem 
pretty active over there. I tried going to the SCEE link from the SCEA link 
page. I could not get the page to load. The address is: 
http://www.scee.sony.co.uk/yaroze 


Is this still valid? Have I lost privileges because I have been inactive? 
Is Mario still more or less the contact person for problems? 


Thanks for the help. 


—-MESSAGE FILE 6544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05268 


-—-MESSAGE FILE 6545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005269 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: S**t. I've lost my tools CD.. 

Date: Sun, 9 Jan 2000 18:42:22 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <85akrp$17ml@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 
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X-Newsreader: 


Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've lost my tools CD and I've just reformatted my computer. 


So I can't do 


nothing for the moment.. 


Does anyone have a CD copier so they can copy me a CD. 


I'll pay for the blank CD-R and postage and all that shit.. 


Cheers 


Aaron 
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—-MESSAGE FILE 6545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05269 


—-MESSAGE FILE 6546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005270 


Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Dynamic Texture Changing 


Date: Sat, 15 
Organization: 
Lines: 10 


Jan 2000 19:42:34 +0000 
Max Studios 


Message-ID: <3880CDAA.87D5513@which.net> 
NNTP-Posting-Host: p55-chaffinch-gui.tch.which.net 


Mime-Version: 
Content-Type: 


1.0 
text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Right now, 


Does any one know how to change textures dymnamically within the code. 


have one model 


and three textures and it would be really handy to have 


just one model 


L instead of three. 


Thanking everybody in advance. 


Max 


I 


—-MESSAGE FILE 6546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05270 


—-MESSAGE FILE 6547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005271 


Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dynamic Texture Changing 


Date: Sat, 15 
Organization: 
Lines: 17 


Jan 2000 21:12:15 GMT 
PlayStation Net Yaroze (SCEE) 


Message-ID: <3882e271.3289110590@news.playstation.co.uk> 
References: <3880CDAA.87D5513@which.net> 
NNTP-Posting-Host: 209.27.57.69 


Mime-Version: 
Content-Type: 


Tso 
text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 


X-Newsreader: 


Do you use onl] 
as simple as 


Forte Agent 1.5/32.452 


ly one of the textures at a time? If so, isn't it just 


loading the new texture into the same part of VRAM? 


Net Yaroze newsgroups message dump.txt Page 4229 
Steven 
On Sat, 15 Jan 2000 19:42:34 +0000, Max <mad.max@which.net> wrote: 


>Right now, 

> 

>Does any one know how to change textures dymnamically within the code. I 
>have one model and three textures and it would be really handy to have 
>just one model instead of three. 

> 

>Thanking everybody in advance. 

> 

>Max 


-—-MESSAGE FILE 6547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05271 


—-MESSAGE FILE 6548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005272 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Sun, 16 Jan 2000 11:29:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <85sah2$11nl@chuka.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <3882e271.3289110590@news.playstation.co.uk 
> 

NNTP-Posting-Host: modem-33.caffeine.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steven Osman wrote in message 
<3882e271.3289110590@news.playstation.co.uk>... 

>Do you use only one of the textures at a time? If so, isn't it just 
>as simple as loading the new texture into the same part of VRAM? 

> 


But wouldn't that alter all the models in your scene if you had more than 
one instance of the model. If there's just one model in your view then that 
should work though. 


Stuart. 


—-MESSAGE FILE 6548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05272 


—-MESSAGE FILE 6549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005273 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Sun, 16 Jan 2000 14:12:10 +0000 

Organization: Netcom member 

Lines: 20 

Message-ID: <3881D1B9.343BA98B@netscapeonline.co.uk> 

References: <3880CDAA.87D5513@which.net> <3882e271.3289110590@news.playstation.co.uk 
> <85sah2$l1inl@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-05-07.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Unless you draw the texture for one model, then overwrite it and draw the next 
and so on, but speed might be a problem with this, especially doing it every 
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frame. 
Marc. 


stuart @macdonald4798.freeserve.co.uk wrote: 


> Steven Osman wrote in message 

> <3882e271.3289110590@news.playstation.co.uk>... 

> >Do you use only one of the textures at a time? If so, isn't it just 

> >as simple as loading the new texture into the same part of VRAM? 

>> 

> 

> But wouldn't that alter all the models in your scene if you had more than 
> one instance of the model. If there's just one model in your view then that 
> should work though. 

> 

> Stuart. 


4230 


—-MESSAGE FILE 6549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05273 


—-MESSAGE FILE 6550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005274 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Dynamic Texture Changing 
Date: Sun, 16 Jan 2000 18:03:04 +0000 
Organization: Max Studios 

Lines: 31 

Message-ID: <388207D8.8826ECED@which.net> 
References: <3880CDAA.87D5513@which.net> 
NNTP-Posting-Host: p38-ibis-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Well yee see, 


what I'm trying to do is just have 3 textures then have one model. What I 
would have otherwise done is load up three versions of the same model to 
accomodate 3 different textures. What I would like to do is just have one 
model uploaded (to save space, etc...) and then just have the three texures 
put on it. Please note I do not want to change the textures while they are 
on the model i.e. flashing between the 3 different textures, it's a bit hard 
to explain. Overwriting them in VRAM wouldn't work because I want to display 
the same model with the 3 textures all at a time essentially coming up with 
3 models (same model) with the different textures on each of them, 
overwriting would screw up the textures. 


If any one can come up with a soloution then you would probably be like the 
smartest guy I know and I would also be very happy. 


Cheers, 
Max 


Max wrote: 


> Right now, 

> 

> Does any one know how to change textures dymnamically within the code. I 
> have one model and three textures and it would be really handy to have 

> just one model instead of three. 

> 

> Thanking everybody in advance. 

> 

> Max 


—-MESSAGE FILE 6550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05274 
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—-MESSAGE FILE 6551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005275 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Sun, 16 Jan 2000 19:51:50 +0000 

Organization: Netcom member 

Lines: 41 

Message-ID: <38822156.8960F16A@netscapeonline.co.uk> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> 
NNTP-Posting-Host: dialup-—03-48.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


What I was getting at is displaying the model with one texture, then 
overwritting the texture in memory and displaying the second model, then repeat 
for the third, all in one function. Then you would have three models on screen, 
all with the different textures, the only problem is the speed/memory 
tradeoff....... 


Marc. 
Max wrote: 
Well yee see, 


what I'm trying to do is just have 3 textures then have one model. What I 
would have otherwise done is load up three versions of the same model to 
accomodate 3 different textures. What I would like to do is just have one 
model uploaded (to save space, etc...) and then just have the three texures 
put on it. Please note I do not want to change the textures while they are 
on the model i.e. flashing between the 3 different textures, it's a bit hard 
to explain. Overwriting them in VRAM wouldn't work because I want to display 
the same model with the 3 textures all at a time essentially coming up with 
3 models (same model) with the different textures on each of them, 
overwriting would screw up the textures. 


If any one can come up with a soloution then you would probably be like the 
smartest guy I know and I would also be very happy. 


Cheers, 
Max 


Max wrote: 
Right now, 
Does any one know how to change textures dymnamically within the code. I 


have one model and three textures and it would be really handy to have 
just one model instead of three. 


Thanking everybody in advance. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


VVVVVVVVV 


Max 


—-MESSAGE FILE 6551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05275 


—-MESSAGE FILE 6552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005276 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Mon, 17 Jan 2000 03:39:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 4232 


Lines: 21 

Message-ID: <38828ee8.3398805533@news.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <3882e271.3289110590@news.playstation.co.uk 
> <85sah2$l11inl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Yes it would. That's why I asked if you used only one texture at a 
time! 
(i.e. all models with the same one texture). 


On Sun, 16 Jan 2000 11:29:17 -0000, 
<stuart@macdonald4798.freeserve.co.uk> wrote: 


> 

>Steven Osman wrote in message 
><3882e271.3289110590@news.playstation.co.uk>... 

>>Do you use only one of the textures at a time? If so, isn't it just 
>>as simple as loading the new texture into the same part of VRAM? 

>> 

> 

>But wouldn't that alter all the models in your scene if you had more than 
>one instance of the model. If there's just one model in your view then that 
>should work though. 

> 

>Stuart. 

> 


—-MESSAGE FILE 6552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05276 


-—-MESSAGE FILE 6553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005277 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Mon, 17 Jan 2000 03:47:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <38838fe2.3399055253@news.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Max, 


You can load the different textures in different pages. Then you 
modify the "TSB" element in the packet data of your TMD. Basically, 
part of this "TSB" element contains the texture page which is used for 
the texture mapped onto the model. The thing is that you may need to 
take your TMD file and make 3 copies of it in memory, (well, not 
entirely, and I'll get to that), so that each one of the three copies 
points to different texture pages. 


The "not entirely" part is this... 


When you load a TMD file, the beginning of it contains 3 pointers: one 
to a list of vertices, one to a list of normals, and the last one to a 
list of polygons. The neat part is that your 2 new copies of the TMD 
file (so you have three in all), can point to the original 
vertex/normal lists, you need only duplicate the polygon data. You 
then have to go through these polygons, pick out whichever ones use 
textures, and alter the texture page appropriately. 


Steven 
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On Sun, 16 Jan 2000 18:03:04 +0000, Max <mad.max@which.net> wrote: 


>Well yee see, 
> 
>what I'm trying to do is just have 3 textures then have one model. What I 
>would have otherwise done is load up three versions of the same model to 
>accomodate 3 different textures. What I would like to do is just have one 
>model uploaded (to save space, etc...) and then just have the three texures 
>put on it. Please note I do not want to change the textures while they are 
>on the model i.e. flashing between the 3 different textures, it's a bit hard 
>to explain. Overwriting them in VRAM wouldn't work because I want to display 
>the same model with the 3 textures all at a time essentially coming up with 
>3 models (same model) with the different textures on each of them, 
>overwriting would screw up the textures. 

> 

>If any one can come up with a soloution then you would probably be like the 
>smartest guy I know and I would also be very happy. 

> 

>Cheers, 

>Max 

> 

>Max wrote: 

> 

>> Right now, 

>> 

>> Does any one know how to change textures dymnamically within the code. I 
>> have one model and three textures and it would be really handy to have 

>> just one model instead of three. 

>> 

>> Thanking everybody in advance. 

>> 

>> Max 


—-MESSAGE FILE 6553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05277 


—-MESSAGE FILE 6554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005278 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Sun, 16 Jan 2000 19:35:14 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <38821cb9.263624567@news.scea.sony.com> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>If any one can come up with a soloution then you would probably be like the 
>smartest guy I know and I would also be very happy. 


Max, 
I've been trying to figure out how to do the same thing. I don't 
think there's a clean way to do it. So we'll have to go with either 


Marc or Steven's suggestions. 


Scott 
—-MESSAGE FILE 6554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05278 


—-MESSAGE FILE 6555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005279 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Tue, 18 Jan 2000 19:26:36 +0000 
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Organization: Max Studios 

Lines: 69 

Message-ID: <3884BE6C.1928D403@which.net> 
References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> <38838fe2.339 
9055253@news.playstation.co.uk> 

NNTP-Posting-Host: p20-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Righty then, 


I think I have a pretty good idea of what to do now, an emalgamtion of most 
everything I think!!!! 

Tricky business indeed, I think I'll just have a loop within a function to change 
the texture each time this way I will only have one version of the model no 
matter which way I do it.... funky, no cheree? 


Our French class for today is concluded on the note that I know none. 
Max 

Steven Osman wrote: 

Max, 


You can load the different textures in different pages. Then you 
modify the "TSB" element in the packet data of your TMD. Basically, 
part of this "TSB" element contains the texture page which is used for 
the texture mapped onto the model. The thing is that you may need to 
take your TMD file and make 3 copies of it in memory, (well, not 
entirely, and I'll get to that), so that each one of the three copies 
points to different texture pages. 


The "not entirely" part is this... 


When you load a TMD file, the beginning of it contains 3 pointers: one 
to a list of vertices, one to a list of normals, and the last one to a 
list of polygons. The neat part is that your 2 new copies of the TMD 
file (so you have three in all), can point to the original 
vertex/normal lists, you need only duplicate the polygon data. You 
then have to go through these polygons, pick out whichever ones use 
textures, and alter the texture page appropriately. 


Steven 
On Sun, 16 Jan 2000 18:03:04 +0000, Max <mad.max@which.net> wrote: 


>Well yee see, 
> 
>what I'm trying to do is just have 3 textures then have one model. What I 
>would have otherwise done is load up three versions of the same model to 
>accomodate 3 different textures. What I would like to do is just have one 
>model uploaded (to save space, etc...) and then just have the three texures 
>put on it. Please note I do not want to change the textures while they are 
>on the model i.e. flashing between the 3 different textures, it's a bit hard 
>to explain. Overwriting them in VRAM wouldn't work because I want to display 
>the same model with the 3 textures all at a time essentially coming up with 
>3 models (same model) with the different textures on each of them, 
>overwriting would screw up the textures. 

> 

>If any one can come up with a soloution then you would probably be like the 
>smartest guy I know and I would also be very happy. 

> 

>Cheers, 

>Max 

> 

>Max wrote: 

> 

>> Right now, 

>> 


VN V N N N N N N NV V Y V N Y VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> >> Does any one know how to change textures dymnamically within the code. I 
> >> have one model and three textures and it would be really handy to have 

> >> just one model instead of three. 

> >> 

> >> Thanking everybody in advance. 

> >> 

> >> Max 


-—-MESSAGE FILE 6555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05279 


—-MESSAGE FILE 6556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005280 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Tue, 18 Jan 2000 20:24:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <3884cb4d.3545346658@news.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> <38838fe2.339 
9055253@news.playstation.co.uk> <3884BE6C.1928D403@which.net> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Max, 

I was thinking about what you are talking about, BUT... 

The question is, when does the model get sent to the rendering engine? 
If you change ONE copy of the model, and then ask the scene to be 


rendered, you run the risk that all objects will use the latest 
incarnation of the model. 


What I'm getting at, is whether or not NY duplicates an object each 
time you call SortObject. If it does not, you'll find that you are 
messing them all up. If, on the other hand, sortobject really does 
duplicate the model data, then you're okay. 


If you consider what I told you though -- changing only the polygon 
data of the object, you'll eliminate the need of having to run the 
update for each frame -- possibly twice! 

Steven 


On Tue, 18 Jan 2000 19:26:36 +0000, Max <mad.max@which.net> wrote: 


>Righty then, 

> 

>I think I have a pretty good idea of what to do now, an emalgamtion of most 
>everything I think!!!! 

>Tricky business indeed, I think I'll just have a loop within a function to change 
>the texture each time this way I will only have one version of the model no 
>matter which way I do it.... funky, no cheree? 

> 

>Our French class for today is concluded on the note that I know none. 

> 

>Max 

> 

>Steven Osman wrote: 

> 

>> Max, 

>> 

>> You can load the different textures in different pages. Then you 

>> modify the "TSB" element in the packet data of your TMD. Basically, 

>> part of this "TSB" element contains the texture page which is used for 

>> the texture mapped onto the model. The thing is that you may need to 

>> take your TMD file and make 3 copies of it in memory, (well, not 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


entirely, and I'll get to that), so that each one of the three copies 
points to different texture pages. 


The "not entirely" part is this... 


When you load a TMD file, the beginning of it contains 3 pointers: one 
to a list of vertices, one to a list of normals, and the last one to a 
list of polygons. The neat part is that your 2 new copies of the TMD 
file (so you have three in all), can point to the original 


>> vertex/normal lists, you need only duplicate the polygon data. You 
>> then have to go through these polygons, pick out whichever ones use 
>> textures, and alter the texture page appropriately. 

>> 

>> Steven 

>> 

>> On Sun, 16 Jan 2000 18:03:04 +0000, Max <mad.max@which.net> wrote: 
>> 

>> >Well yee see, 


>> 
>> 
>> 
>> 


> 
>what I'm trying to do is just have 3 textures then have one model. What I 
>would have otherwise done is load up three versions of the same model to 
>accomodate 3 different textures. What I would like to do is just have one 
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>> >model uploaded (to save space, etc...) and then just have the three texures 


>> >put on it. 


Please note I do not want to change the textures while they are 


>> >on the model i.e. flashing between the 3 different textures, it's a bit hard 


>> >to explain. 


Overwriting them in VRAM wouldn't work because I want to display 


>> >the same model with the 3 textures all at a time essentially coming up with 
>> >3 models (same model) with the different textures on each of them, 
>> >overwriting would screw up the textures. 


>> > 
>> >If any one 


can come up with a soloution then you would probably be like the 


>> >smartest guy I know and I would also be very happy. 


>>> 

>> >Cheers, 

>> >Max 

>>> 

>> >Max wrote: 
>> > 


>> >> Right now, 


>> >> 

>> >> Does any 
>> >> have one 
>> >> just one 
>> >> 

>> >> Thanking 
>> >> 

>> >> Max 


——-MESSAGE FILE 
05280 


——-MESSAGE FILE 
0005281 


one know how to change textures dymnamically within the code. I 
model and three textures and it would be really handy to have 
model instead of three. 


everybody in advance. 


6556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


6557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Path: chuka.playstation.co.uk!news 
From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english, games, comp 


Subject: games 


comp 


Date: Tue, 18 Jan 2000 23:54:47 +0000 


Organization: 
Lines: 10 


PlayStation Net Yaroze (SCEE) 


Message-ID: <3884FD47.A8FC7CD0@mdx.ac.uk> 
NNTP-Posting-Host: modem-59.rugby.dialup.pol.co.uk 


Mime-Version: 


1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi all, 


There is a new games competition coming up which you may already know 
about,details aren't fixed yet but check out www.gameswire.com/awards 
for some info 
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Cheers, 
Peter 


—-MESSAGE FILE 6557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05281 


—-MESSAGE FILE 6558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005282 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Wed, 19 Jan 2000 21:45:37 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <863tloS8kul@chuka.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> <38838fe2.339 
9055253@news.playstation.co.uk> <3884BE6C.1928D403@which.net> <3884cb4d.3545346658@n 
ews.playstation.co.uk> 

NNTP-Posting-Host: p58-max9.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Steven Osman <sosman@terratron.com> wrote in message 
news: 3884cb4d.3545346658@news.playstation.co.uk... 
> Max, 


The question is, when does the model get sent to the rendering engine? 
If you change ONE copy of the model, and then ask the scene to be 
rendered, you run the risk that all objects will use the latest 
incarnation of the model. 


What I'm getting at, is whether or not NY duplicates an object each 
time you call SortObject. If it does not, you'll find that you are 
messing them all up. If, on the other hand, sortobject really does 
duplicate the model data, then you're okay. 


VVVVVVVVVV 


It does duplicate the model data. SortObject creates GPU new primitives in 
a primitive buffer which are hooked into your ordering table. So changing 
the texture info, calling SortObject, changing the texture info, calling 
SortObject... will produce the desired result. 


However, SortObject does not store actual texture pixels with each 
primitive, only the info on where to get the texture when the GPU goes to 
draw the polygon. Because of this the idea of copying over the current 
texture for the model with a new texture in VRAM in between calls to 
SortObject will not work. 


Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 6558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05282 


—-MESSAGE FILE 6559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005283 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 
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Date: Wed, 19 Jan 2000 13:28:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <3885bb78.3606834774@news.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> <38838fe2.339 
9055253@news.playstation.co.uk> <3884BE6C.1928D403@which.net> <3884cb4d.3545346658@n 
ews.playstation.co.uk> <863tloS8kul@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Mario, 


I did have a hunch it may work that way -- I'll take it that's what 
the packet work area is for in the first place? 


Still, IMHO Max may be better off cloning the polygon part of his 
objects so that he does not have to modify them for every frame. 


Steven 


On Wed, 19 Jan 2000 21:45:37 +1300, "Mario Wynands" 
<mario@sidhe.co.nz> wrote: 


>Steven Osman <sosman@terratron.com> wrote in message 

>news : 3884cb4d. 3545346658@news.playstation.co.uk... 

>> Max, 

>> 

>> The question is, when does the model get sent to the rendering engine? 
>> If you change ONE copy of the model, and then ask the scene to be 
>> rendered, you run the risk that all objects will use the latest 

>> incarnation of the model. 

>> 

>> What I'm getting at, is whether or not NY duplicates an object each 
>> time you call SortObject. If it does not, you'll find that you are 


>> messing them all up. If, on the other hand, sortobject really does 

>> duplicate the model data, then you're okay. 

> 

>It does duplicate the model data. SortObject creates GPU new primitives in 
>a primitive buffer which are hooked into your ordering table. So changing 
>the texture info, calling SortObject, changing the texture info, calling 
>SortObject... will produce the desired result. 

> 


>However, SortObject does not store actual texture pixels with each 
>primitive, only the info on where to get the texture when the GPU goes to 
>draw the polygon. Because of this the idea of copying over the current 
>texture for the model with a new texture in VRAM in between calls to 
>SortObject will not work. 

> 

> 

> 

>Regards 

> 

>Mario 

> 

>mario@sidhe.co.nz 

>www.sidhe.co.nz 

> 


—-MESSAGE FILE 6559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05283 


—-MESSAGE FILE 6560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005284 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Decisions about my future 

Date: Wed, 19 Jan 2000 17:33:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 27 

Message-ID: <864sifS3vil@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en136-248.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm coming towards the end of my GCSEs and need to look towards the future. 
I'm hoping to stay on at my school's 6th form (depending on my GSCE results) 
to do A-Levels, so need to decide which A-Levels I'm going to do. At the 
moment I'm thinking of doing A-Levels in Physics, Maths and Further Maths, 
and doing one of the new half or AS-Levels in IT (as I my school does not 
offer computing, though are thinking about offering a half course in it in 
time for my second year of 6th form). Do these sound the types of subjects I 
need to be doing to get onto a Uni. course in either Computer Science or 
Software Engineering? Also, which would be better for getting into the games 
programming industry? I ask this after reading an article on Gamasutra about 
how Software Engineering would be better on the theory that in product 
making when done by scientists is only in the prototype stage (as it is 
usually being researched and developed), and not safe to be released into 
the public, but when the engineers create a product it is better for 
release, and that this theory should also apply to programming. (At least I 
think that was the gist of it.) Anyway, I digress. I basically would like 
some advice on which subjects to do at A-Level, what I should do at 
university (possibly where would be a good place to do it), and also how 
should I go about trying to get work experience. My school does not organise 
work experience, but instead offer 'work shadowing', but none of the options 
on their list have anything to do with (games) programming. Is there anyway 
I could get a list of PSX developers in the SE of England? 


Cheers, 
Rikki 


—-MESSAGE FILE 6560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05284 


—-MESSAGE FILE 6561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005285 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dynamic Texture Changing 

Date: Thu, 20 Jan 2000 08:59:36 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <8654uc$71d1@chuka.playstation.co.uk> 

References: <3880CDAA.87D5513@which.net> <388207D8.8826ECED@which.net> <38838fe2.339 
9055253@news.playstation.co.uk> <3884BE6C.1928D403@which.net> <3884cb4d.3545346658@n 
ews.playstation.co.uk> <863tloS8kul@chuka.playstation.co.uk> <3885bb78.3606834774@ne 
ws.playstation.co.uk> 

NNTP-Posting-Host: p40-max7.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Steven Osman <sosman@terratron.com> wrote in message 

news: 3885bb78.3606834774@news.playstation.co.uk... 

> Mario, 

> 

> I did have a hunch it may work that way -- I'll take it that's what 
> the packet work area is for in the first place? 


Yep. 
> Still, IMHO Max may be better off cloning the polygon part of his 
> objects so that he does not have to modify them for every frame. 


Assuming the models aren't absolutely huge then cloning would definitely be 
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the way to go performance wise. 


Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 6561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05285 


—-MESSAGE FILE 6562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005286 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Decisions about my future 

Date: Thu, 20 Jan 2000 10:36:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <866o0gi$9n01@chuka.playstation.co.uk> 
References: <864sifS$3vil@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I'm coming towards the end of my GCSEs and need to look towards the 
future. 

> I'm hoping to stay on at my school's 6th form (depending on my GSCE 
results) 

> to do A-Levels, 


<snip> 


> Cheers, 
> Rikki 


Pysics, Maths and Further Maths is quite a big workload, you might 
consider to do a non-science (or at least an easier) course instead of 
further maths, especially considering all uni's admit on points these days. 
When I did FM it was almost all statistics anyway and of little use to 
anything I was interested in programming. Maths is a good idea as a couple 
of uni's insist on this for their Computer Science degrees, and a few game 
companies mention in their ads you need a-level maths. 

Most Unis lump computer science and software engineering degrees together 
for the first year so you shouldn't have to decide untill you have seen what 
type of modules each has. Mostly Software engineering is the same course as 
straight cpu science but you have to take all the programming/analysis 
modules. 

Nearly all Unis are the same for computer science degrees so it matters 
little where you go, it's definately more important to go somewhere you will 
enjoy living. Other than that it may be worth trying to get into a 
"redbrick" uni (ie one that didn't use to be a college/polytechnic) but this 
is only a big issue when doing a classical degree really. 


hope this is of help 
Matt 


—-MESSAGE FILE 6562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05286 


—-MESSAGE FILE 6563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005287 
Path: chuka.playstation.co.uk!news 
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From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk.english 
Subject: Consecutive ՄՏՄոՇ(0) calls... 

Date: Thu, 20 Jan 2000 17:17:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <388742d7.3707031359@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey, 
I was curious, what does the following bit of code do? 


VSync (0); 
VSync (0); 


The first call clearly waits for a ՄՏՄոօ... Does the second call 
return immediately, or wait for the next vsync? 


Steven 
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-—-MESSAGE FILE 6563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05287 


—-MESSAGE FILE 6564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005288 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk.english 
Subject: Re: Consecutive VSync(0) calls... 

Date: Thu, 20 Jan 2000 20:34:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <867qvv$d281@chuka.playstation.co.uk> 
References: <388742d7.3707031359@news.playstation.co.uk> 
NNTP-Posting-Host: 212.159.73.76 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Steven Osman <sosman@terratron.com> wrote in message 
news :388742d7.3707031359@news.playstation.co.uk... 
> Hey, 


I was curious, what does the following bit of code do? 


VSync (0); 
VSync (0); 


The first call clearly waits for a ՄՏՄոօ... Does the second call 
return immediately, or wait for the next vsync? 


Steven 


VVVVVVVVV VV 


Hi, 


The second call should wait for the next vsync, thus dropping the frame 
rate. I wouldn't advise doing this though because you would always loose 
1/50th second (1/60th for NTSC) of CPU/GPU time. If you need to run at a 
lower frame rate it would be far better to use VSync(2). 


Herbs 
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—-MESSAGE FILE 6564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05288 


—-MESSAGE FILE 6565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005289 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk.english 
Subject: Re: Consecutive ՄՏՄոօ(0) calls... 

Date: Thu, 20 Jan 2000 20:29:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <38876f90.2357620@news.playstation.co.uk> 

References: <388742d7.3707031359@news.playstation.co.uk> 

Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: gw-dr-215-d09.gre.ac.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


Hi Steven, 
It waits for the next vsync. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


On Thu, 20 Jan 2000 17:17:55 GMT, sosman@terratron.com (Steven Osman) 
wrote: 


>Hey, 

> 

>I was curious, what does the following bit of code do? 
> 

>VSync (0); 

>VSync (0); 

> 

>The first call clearly waits for a vsync... Does the second call 
>return immediately, or wait for the next vsync? 

> 

>Steven 

> 


—-MESSAGE FILE 6565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05289 


—-MESSAGE FILE 6566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005290 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk.english 

Subject: Re: Consecutive VSync (0) calls... 

Date: Thu, 20 Jan 2000 22:20:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <388789d2.1771807@news.playstation.co.uk> 

References: <388742d7.3707031359@news.playstation.co.uk> <867qvv$d281@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Actually, I'm writing a library that works with both Direct-X 7 and 
yaroze. 


I am not interested in actually doing this, but I wanted to make sure 
that the DX part of the library would behave similarly to it's NY 
counterpart. 


Thanks for the feedback. 
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Steven 


On Thu, 20 Jan 2000 20:34:14 -0000, "Alex Herbert" 
<alex@herbs.dabsol.co.uk> wrote: 


>Steven Osman <sosman@terratron.com> wrote in message 
>news :388742da7.3707031359@news.playstation.co.uk... 

>> Hey, 

>> 

>> I was curious, what does the following bit of code do? 
>> 

>> VSync(0); 

>> VSync(0); 


>> 

>> The first call clearly waits for a vsync... Does the second call 

>> return immediately, or wait for the next vsync? 

>> 

>> Steven 

>> 

> 

>Hi, 

> 

>The second call should wait for the next vsync, thus dropping the frame 
>rate. I wouldn't advise doing this though because you would always loose 


>1/50th second (1/60th for NTSC) of CPU/GPU time. If you need to run ata 
>lower frame rate it would be far better to use VSync(2). 

> 

> 

>Herbs 

> 

> 


—-MESSAGE FILE 6566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05290 


—-MESSAGE FILE 6567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005291 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: sorry, this page in japanese only 

Date: Sat, 22 Jan 2000 01:18:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <86b011S4hd2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p49s11la03.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 


Here's a Japanese NY game that may be unknown to most SCEE and SCEA 
members - I think it was released just before xmas. It's a beautifully 
presented bomb disposal puzzle-game type arrangement, and it's well worth 
downloading. 


The first link below will take you to the main site, but those with no 
manners can go directly to the game's download page via the second link :-) 


http://village.infoweb.ne.jp/~exe/ 


http://village.infoweb.ne.jp/~exe/kiken.htm 


The middle option is a training mode, so try that first, whilst the top 
starts the game's 'story-mode' (must get around to learning japanese 
sometime). Good luck! 


If anyone can diffuse the first 'stadium' bomb, post here - I keep blowing 
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myself up... 

Derek :-) 

PS 


It's zipped in LZH format - so you'll need LHA (or whatever) to unzip it. 


—-MESSAGE FILE 6567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05291 


—-MESSAGE FILE 6568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005292 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Making a race track 

Date: Sat, 22 Jan 2000 14:43:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3889bee7.180910525@news.playstation.co.uk> 
Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: gw-dr-215-d1ll.gre.ac.uk 
X-Newsreader: Forte Free Agent 1.21/32.243 


Hi, 


Sorry for the cross post, this was originally posted on 3d_graphics 
but I've had no response so I thought I'd try my luck on freetalk. 


I'm trying to create a race track, at the moment I can create a basic 
X by Y rectangular ground using a dynamic TMD but I'm stuck on making 
a proper track with smooth bends. 


I've just recently figured out that this can be achieved using bezier 
curves but I have no understanding of how they work and unfortunately 
my maths is limited/crap, could someone explain them/point me in the 

right direction/or suggest an alternative to using them. 


I've already looked at Lars code, but I still can't figure out whats 
going on. 


Any ideas? 


Thanks, 

Rad. 

rad@cyberdude.com 

—-MESSAGE FILE 6568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05292 


—-MESSAGE FILE 6569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005293 

Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <"eddieharrison"@ netscape.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Work Experience 

Date: Sat, 22 Jan 2000 14:46:18 +0000 

Organization: 24/7 Games Design 

Lines: 8 

Message-ID: <86cfq5S81lv2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-36-135.host.btclick.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 
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I need to sort out my compulsory work experience for college , I was 
hoping to go to a (you guessed it ) games developers .I need to find one 
that's easy to get to from manchester but they all seem to be down south 
Does anyone know any good ones up north ? Please help me because I 
don't want to end up going to a local pub as a potato peeler or 
something. 
Eddie 


—-MESSAGE FILE 6569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05293 


—-MESSAGE FILE 6570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005294 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Decisions about my future 

Date: Fri, 21 Jan 2000 12:24:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <86flgpSbe31@chuka.playstation.co.uk> 
References: <864sifS$3vil@chuka.playstation.co.uk> 
NNTP-Posting-Host: as33-s16-151-65.cwci.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


Your A levels choices make sense to me. I did A-Levels in Maths with 
Stats, Computing, French and German before doing a Comp Sci woth French 
degree at Uni of Essex. 


You normally need maths to do comp sci at a "proper uni" ;) but almost 
never computing. My computing A-level helped a bit since I already new 
what a pointer was and an array and such but everything was taught from 
the beginning. 


At Essex you could do a degree in AI, comp Sci, hard ware, Softer 
Engineering, but everyone did the same first year, then in yrs 2 and 3, 
you had to choose certain modules to qualify for your specialist area, 
but it was fairly flexible. 


If you read some of the programming newsgroups (i.e. regular newsnet) 
this sort of question comes up a lot with ppl doing Software Engineering 
over Comp Sci but I think this is because in U.S.A. they are seen as 
quite different degrees, rather than 2 degrees with the same core but 
slightly different options. 


I would suggest though you don't do what I did! I did my degree then 
started to buy the Edge in my final year to apply for jobs, saw that 
most wanted demo discs, and though "oh bugger". So then spent 4,500quid 
to do an MSc in Digital Entertainment Systems (games programming ) at 
Bournemouth Uni. Which I could(should?) have avoided by sensinbly 
concentrating on Graphics and AI options and chosing a final year 
project related to games at Essex. At Bmouth I learned OpenGL and 
Playstation Yaroze, but I would have saved a lot of money and learned a 
lot more if I had got a job and taught myslef at home, although it was 
sometimes nice to play with Softimage on SGs :) 


As for SE PSX developers, you know Guildford, there's a few there ;) 
Basically go to Yahoo and filter down to UK regional business computer 
games companies and then go to web sites to see if they develop PSX! 
Alternatively www.datascope.com (recruitment agency) has a link to 
nearly all developers but then you'd have to work out for yourself where 
they are from their web pages. 


I remember a while ago Lionhead had a vacancy for a paid internship type 
thing, and so I'm sure if they do it other companies might do. 
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Good luck 


Al 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 864sifS$3vil@chuka.playstation.co.uk... 

> I'm coming towards the end of my GCSEs and need to look towards the 
future. 

> I'm hoping to stay on at my school's 6th form (depending on my GSCE 
results) 

> to do A-Levels, so need to decide which A-Levels I'm going to do. At 
the 

> moment I'm thinking of doing A-Levels in Physics, Maths and Further 
Maths, 

> and doing one of the new half or AS-Levels in IT (as I my school does 
not 

> offer computing, though are thinking about offering a half course in 
it in 

> time for my second year of 6th form). Do these sound the types of 
subjects I 

> need to be doing to get onto a Uni. course in either Computer Science 
or 

> Software Engineering? Also, which would be better for getting into the 
games 

> programming industry? I ask this after reading an article on Gamasutra 
about 

> how Software Engineering would be better on the theory that in product 
> making when done by scientists is only in the prototype stage (as it 
is 

> usually being researched and developed), and not safe to be released 
into 

> the public, but when the engineers create a product it is better for 

> release, and that this theory should also apply to programming. (At 
least I 

> think that was the gist of it.) Anyway, I digress. I basically would 
like 
> some advice on which subjects to do at A-Level, what I should do at 
> university (possibly where would be a good place to do it), and also 
how 

> should I go about trying to get work experience. My school does not 
organise 

> work experience, but instead offer 'work shadowing', but none of the 
options 

> on their list have anything to do with (games) programming. Is there 
anyway 

I could get a list of PSX developers in the SE of England? 


v 


Cheers, 
Rikki 


VVVVYV 


—-MESSAGE FILE 6570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05294 


—-MESSAGE FILE 6571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005295 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Making a race track 

Date: Sun, 23 Jan 2000 15:37:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <86f7adSbe32@chuka.playstation.co.uk> 
References: <3889bee7.180910525@news.playstation.co.uk> 
NNTP-Posting-Host: modem-88.endostatin.dialup.pol.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I can't help with the maths but until you find out how to do these 'bezier 
curve' doobries how about just sketching some appealing looking curves in a 
CAD package or on graph paper and just reading off some co-ordinates from 
the out line...and hard code 'em into a little array, then multiply or 
divide the co-ords in x and y at run-time to make them fit to the straights. 
A bit naff what with hard-coded arrays and what-not, but perhaps good enough 
for an interim solution. 


Jon 


—-MESSAGE FILE 6571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05295 


-—-MESSAGE FILE 6572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005296 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work Experience 

Date: Mon, 24 Jan 2000 11:57:44 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 16 

Message-ID: <388C3E38.69A64D57@scee.sony.co.uk> 
References: <86cfq5S$8lv2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept-Language: en, pdf 


Eddie Harrison wrote: 


> 
> I need to sort out my compulsory work experience for college , I was 
> hoping to go to a (you guessed it ) games developers .I need to find one 


> that's easy to get to from manchester but they all seem to be down south 


Infogrammes are in Manchester, but I don't know if they offer interships. Might take 
an interest if 
you say you're a Yarozer though. 


J 


== James_Russell@scee.net ph: +44 (20) 7447-1626 - fax: +44 (20) 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Forgiveness is easier to get than permission. 
—-MESSAGE FILE 6572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05296 


—-MESSAGE FILE 6573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005297 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work Experience 

Date: Mon, 24 Jan 2000 12:55:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <86hi57Shusl@chuka.playstation.co.uk> 

References: <86cfq5S$8lv2@chuka.playstation.co.uk> <388C3E38.69A64D57@scee.sony.co.uk 
> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> > I need to sort out my compulsory work experience for college , I was 

> > hoping to go to a (you guessed it ) games developers .I need to find one 
> > that's easy to get to from manchester but they all seem to be down south 
> 

> Infogrammes are in Manchester, but I don't know if they offer interships. 
Might take an interest if 

> you say you're a Yarozer though. 


Didn't they used to be Ocean. I read somewhere they were moving down to 
London soon? 


—-MESSAGE FILE 6573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05297 


—-MESSAGE FILE 6574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005298 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Making a race track 

Date: Mon, 24 Jan 2000 13:35:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <388c5384.265161271@news.playstation.co.uk> 

References: <3889bee7.180910525@news.playstation.co.uk> <86f7adSbe32@chuka.playstati 
on.co.uk> 

Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: gw-dr-215-d09.gre.ac.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


Hi Jon, 


Thanks for the idea. 
Fortunatly I've kind of worked out how to do it using bezier splines, 
or at least I think ;7) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


On Sun, 23 Jan 2000 15:37:24 -0000, "Jon Prestidge (Moose)" 
<jon@surfed.to> wrote: 


>I can't help with the maths but until you find out how to do these 'bezier 
>curve' doobries how about just sketching some appealing looking curves in a 
>CAD package or on graph paper and just reading off some co-ordinates from 
>the out line...and hard code 'em into a little array, then multiply or 
>divide the co-ords in x and y at run-time to make them fit to the straights. 
>A bit naff what with hard-coded arrays and what-not, but perhaps good enough 
>for an interim solution. 

> 

>Jon 

> 

> 


—-MESSAGE FILE 6574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05298 


—-MESSAGE FILE 6575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005299 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Codies talk at my uni 

Date: Wed, 26 Jan 2000 10:27:07 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <86mi6uSgqrpl@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Some recruitment bods from Codemasters came to my uni yesterday, I couldn't 
go because I am on my placement year working away from the uni but my mate 
did go and here is his report: 


I went to the presentation. I think they were mainly saying "Look, we 
want you to work for us when you leave, we're really good." It was a 
kind of recruitment talk really. 
Still, they had a question and answer thing at the end and that was more 
interesting. They said they were looking at bringing some Japanese games 
over here :) 

They also had a go at pirates, this guy asked if you'd still be able to 
copy ps2 games and what they thought of pirates, what a stupid thing to 
ask a game developer. 
Some other guy asked if they still had some of the old people working 
there and the guy said "You just want a free copy of Dizzy don't you?" 
:) He also told the guy that you can get it if you download a speccy 
emulator :D 
On the job related side of things they went on about how Codemasters 
only produce quality games, and Codemasters = Pure gameplay, and they 
only accept the very best of applicants. Then they said that programming 
knowledge wasn't really necessary, most programmers start out in the QA 
dept as testers, and you only really need to like solving problems and 
have an interest in games. 


We got free brochures and bookmarks too! 


I though the part about emulation was interesting, The Codies have quite 
famously refused free distribution rights to their old 8-bit software. Oh 
and I think I would have asked how their new American division is going and 
what they think about Mike Tyson being the licence for Prince Naseem Boxing 
in the states (just to be controversial)... 


—-MESSAGE FILE 6575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
05299 


—-MESSAGE FILE 6576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0005300 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Any good Physics book recommendations? 

Date: Wed, 26 Jan 2000 13:38:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <86o02td$21h1@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-27-2-60-62.vip.uk.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi 


I want to do some realistic physics for balls bouncing off balls in 3D 

for a breakout game I'm doing. the bouncing off of walls and bat I have 
with no probs but I think I need to do some proper maths for the balls 

colliding : ( 


So basically it's like particle collision detection but with only 3 
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glish/000 


english/0 
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particles. All masses are the same. 
Cheers 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 


—-MESSAGE FILE 6576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05300 


—-MESSAGE FILE 6577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005301 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codies talk at my uni 

Date: Thu, 27 Jan 2000 00:56:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <86q914jS5tt1l@chuka.playstation.co.uk> 
References: <86mi6uSqrpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-120-20-60-62.vip.uk.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


They gave a talk at Bmouth Uni last year (when I was there). Did it come 
across as more of a sales pitch than anything else and you didn't 
actually learn anything at all? 


Did they tell you when you go for an interview them make you spend a few 
hours doing an Art test, a Maths test, and an English test? I think it's 
1 of each, or I might be getting confused. I know a few ppl who applied 
and after leaving the interviews they decided they didn't want to work 
there! 


I remember how they told us how they were all about pure game play, 
which would explain why they do some half decent race games and nothing 
else then ?!?!? ;) 


(I would be right in thinking they haven't developed (i.e. developed not 
published) anything worth note on PSX apart from Colin McRae and TOCA 
aren't I?) 


I got a free Music T-shirt, a Music Yoyo and a TOCA2 torch! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 
Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 
news: 86mi6uSqrpl@chuka.playstation.co.uk... 
> Some recruitment bods from Codemasters came to my uni yesterday, I 
couldn't 
> go because I am on my placement year working away from the uni but my 
mate 
did go and here is his report: 


want you to work for us when you leave, we're really good." It was a 
kind of recruitment talk really. 
Still, they had a question and answer thing at the end and that was 
more 
> interesting. They said they were looking at bringing some Japanese 


> 
> 
> 
> I went to the presentation. I think they were mainly saying "Look, we 
> 
> 
> 
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games 
> over here :) 

> They also had a go at pirates, this guy asked if you'd still be able 
to 

> copy ps2 games and what they thought of pirates, what a stupid thing 
to 


v 


ask a game developer. 
> Some other guy asked if they still had some of the old people working 
> there and the guy said "You just want a free copy of Dizzy don't you?" 
> :) He also told the guy that you can get it if you download a speccy 
> emulator :D 
> 
> 
> 


On the job related side of things they went on about how Codemasters 
only produce quality games, and Codemasters = Pure gameplay, and they 
only accept the very best of applicants. Then they said that 
programming 
> knowledge wasn't really necessary, most programmers start out in the 
QA 


v 


dept as testers, and you only really need to like solving problems and 
have an interest in games. 


We got free brochures and bookmarks too! 
" 


VVVVYV 


> I though the part about emulation was interesting, The Codies have 
quite 

> famously refused free distribution rights to their old 8-bit software. 
Oh 

> and I think I would have asked how their new American division is 
going and 

> what they think about Mike Tyson being the licence for Prince Naseem 
Boxing 

> in the states (just to be controversial)... 

> 

> 
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—-MESSAGE FILE 6577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05301 


—-MESSAGE FILE 6578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005302 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codies talk at my uni 

Date: Fri, 28 Jan 2000 09:45:35 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <86rogrS$3ibl@chuka.playstation.co.uk> 


uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> They gave a talk at Bmouth Uni last year (when I was there). Did it come 
> across as more of a sales pitch than anything else and you didn't 
> actually learn anything at all? 


Well I didn't actually go but yes this was the impression I got from my 
mate. 


> (I would be right in thinking they haven't developed (i.e. developed not 
> published) anything worth note on PSX apart from Colin McRae and TOCA 
> aren't I?) 


Micro Machines V3 was quite good, isn't there a new MM game coming out soon 
too, with little running robot things instead of cars? 


References: <86mi6uSqrpl@chuka.playstation.co.uk> <86q91jS5tt1l@chuka.playstation.co. 
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—-MESSAGE FILE 6578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05302 


—-MESSAGE FILE 6579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005303 

Path: chuka.playstation.co.uk!news 

From: "James Tait" <james.TAIT@coats-viyella.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Decisions about my future 

Date: Fri, 28 Jan 2000 11:21:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <86rul3S$3ib2@chuka.playstation.co.uk> 
References: <864sifS$3vil@chuka.playstation.co.uk> 
NNTP-Posting-Host: 62.172.118.90 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The A-levels you mention seem good to me. I started out doing A-Levels in 
Maths, Physics, Chemistry and Further Maths, but dropped the Further Maths 
after 4 months because of the workload - in retrospect I'd have been better 
dropping Chemistry, because a lot of what we were doing in FM would have a) 
partly overlapped with the Physics course, b) stood me in good stead for the 
PSX programming (matrices, friction, mechanics, etc....) and c) been a damn 
sight more fun! It's easy to have 20/20 hindsight though. 


As regards the AS-Level, I'm not sure - it's an extra workload for you and I 
would guess that it will only really cover the kind of things you'll do in 
your first year at Uni - I know at Middlesex (plug, plug) I learned VB, 
Pascal, Fortran and C in Year 1, and C++, Java and SQL in Year 2. OK, I'd 
done a lot of programming before Uni on my trusty old Atari ST, but only in 
BASIC and 68k assembler - C was completely new to me. 


Then of course there's the PlayStation modules at Middlesex with Peter 
Passmore (I assume this is still the case and will continue to be so, 
Peter?) who is not only an excellent tutor but also a really decent bloke. 
Look at Rob Swan and Olly Reed as examples of his former students. 


Anyhow, before I embarrass anyone else, I'd say go with the Maths, Further 
Maths and Physics, then get yourself off down to Middlesex for and Applied 
Computing course. I did, and I'm cleaning the streets... oh, no I'm not... 
but I don't regret it. *80) 


Regards, 
JT 


Rikki Prince wrote in message <864sifS3vil@chuka.playstation.co.uk>... 

>I'm coming towards the end of my GCSEs and need to look towards the future. 
>I'm hoping to stay on at my school's 6th form (depending on my GSCE 
results) 

>to do A-Levels, so need to decide which A-Levels I'm going to do. At the 
>moment I'm thinking of doing A-Levels in Physics, Maths and Further Maths, 
>and doing one of the new half or AS-Levels in IT (as I my school does not 
>offer computing, though are thinking about offering a half course in it in 
>time for my second year of 6th form). Do these sound the types of subjects 
1 

>need to be doing to get onto a Սու. course in either Computer Science or 
>Software Engineering? Also, which would be better for getting into the 
games 

>programming industry? I ask this after reading an article on Gamasutra 
about 

>how Software Engineering would be better on the theory that in product 
>making when done by scientists is only in the prototype stage (as it is 
>usually being researched and developed), and not safe to be released into 
>the public, but when the engineers create a product it is better for 
>release, and that this theory should also apply to programming. (At least I 
>think that was the gist of it.) Anyway, I digress. I basically would like 
>some advice on which subjects to do at A-Level, what I should do at 
>university (possibly where would be a good place to do it), and also how 
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>should I go about trying to get work experience. My school does not 
organise 

>work experience, but instead offer 'work shadowing', but none of the 
options 

>on their list have anything to do with (games) programming. Is there anyway 
>I could get a list of PSX developers in the SE of England? 

> 

>Cheers, 

>Rikki 

> 

> 


-—-MESSAGE FILE 6579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05303 


—-MESSAGE FILE 6580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005304 

Path: chuka.playstation.co.uk!news 

From: "James Tait" <james.TAIT@coats-viyella.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work Experience 

Date: Fri, 28 Jan 2000 11:26:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <86ruunS3ib3@chuka.playstation.co.uk> 
References: <86cfq5S$8lv2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 62.172.118.90 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Try Psygnosis, they were based in Liverpool when they came to our Uni. I 
have an address somewhere. 


Regards, 


JT 


—-MESSAGE FILE 6580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05304 


—-MESSAGE FILE 6581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005305 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english, games, comp 
Subject: Re: games comp 

Date: Fri, 28 Jan 2000 17:08:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <86sj13$6591@chuka.playstation.co.uk> 
References: <3884FD47.A8FC7CD0@mdx.ac.uk> 
NNTP-Posting-Host: modem-101.samarium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>There is a new games competition coming up which you may already know 
>about,details aren't fixed yet but check out www.gameswire.com/awards 
>for some info 


Is anyone considering having a bash at this? 
Stuart. 


-—-MESSAGE FILE 6581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05305 


—-MESSAGE FILE 6582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005306 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codies talk at my uni 

Date: Fri, 28 Jan 2000 23:12:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <86t8cs$8 j11@chuka.playstation.co.uk> 
References: <86mi6uSqrpl@chuka.playstation.co.uk> <86q91jS$5ttl@chuka.playstation.co. 
uk> <86rogr$3ibl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—54.copper.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Micro Machines V3 was quite good, isn't there a new MM game coming out soon 
>too, with little running robot things instead of cars? 


Yeah, it was micro-machines with little running guys, you could play it 
4-player at last years ECTS. It wasn't bad actually. 
Stuart. 


-—-MESSAGE FILE 6582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05306 


-—-MESSAGE FILE 6583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005307 

Path: chuka.playstation.co.uk!news 

From: Daniel Brown <convict_at_large@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Power surge damage 

Date: Sat, 29 Jan 2000 21:12:56 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3893C858.6A7EA035@yahoo. com> 
NNTP-Posting-Host: host62-6-121-215.host.btclick.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win98; I) 
X-Accept-Language: en,ja 


How do I go about getting my yaroze repaired? It has been damaged by a 
power surge, the CD-ROM motor is heavily damaged it can now barely load 
stuff and takes multiply attempts to spin up to speed :-( 


Cheers, 
Daniel 


—-MESSAGE FILE 6583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05307 


—-MESSAGE FILE 6584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005308 

Path: chuka.playstation.co.uk!news 

From: Javier <javiervr@teleline.es> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any good Physics book recommendations? 
Date: Sun, 30 Jan 2000 16:30:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <3894592B.D2001B4F@teleline.es> 
References: <8602td$2lh1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 213.4.76.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.7 [en-gb] (Win98; I) 
X-Accept—-Language: en 


http://www.lb.cs.cmu.edu/~baraff/home.html 
http://www.merl.com/people/mirtich/papers/thesis/thesis.html 
http://www.cs.unc.edu/~ehmann/PhyModSim/tutorial/ 
http://members.home.net/rck/phor/ 
http://www.efg2.com/lab/library/SimulationAndModeling.htm 


Salu2, 

Javier. 

Al wrote: 

> Hi 

> 

> I want to do some realistic physics for balls bouncing off balls in 3D 
> for a breakout game I'm doing. the bouncing off of walls and bat I have 
> with no probs but I think I need to do some proper maths for the balls 
> colliding : ( 

> 

> So basically it's like particle collision detection but with only 3 

> particles. All masses are the same. 

> 

> Cheers 

> 

> Al 

> 

> -- 

> http://www.geocities.com/SunsetStrip/Palms/3657/ 

> music 'n' game dev 'n' piercing 'n' stuff 


—-MESSAGE FILE 6584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05308 


—-MESSAGE FILE 6585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005309 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Power surge damage 

Date: Mon, 31 Jan 2000 13:51:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <87441hSgual@chuka.playstation.co.uk> 
References: <3893C858.6A7EA035@yahoo.com> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> How do I go about getting my yaroze repaired? It has been damaged by a 
> power surge, the CD-ROM motor is heavily damaged it can now barely load 
> stuff and takes multiply attempts to spin up to speed :-( 

> 

> Cheers, 

> 

> Daniel 


As far as I know the psx laser mechanism is a standard part and you should 
be able to pick up a new one for about £40. Try the small ads in the back of 
Edge. 


—-MESSAGE FILE 6585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05309 
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—-MESSAGE FILE 6586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005310 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Power surge damage 

Date: Tue, 1 Feb 2000 00:24:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <87595d$m341@chuka.playstation.co.uk> 

References: <3893C858.6A7EA035@yahoo.com> 

NNTP-Posting-Host: e-airlock165.esatclear.ie 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hey it's under warranty right? How long have you had it, I sent back my 
cable there recently and they sent me out a new one! 


Donal. 
"Daniel Brown" <convict_at_large@yahoo.com> wrote in message 


news :3893C858. 6A7EA035@yahoo.com... 
> How do I go about getting my yaroze repaired? It has been damaged by a 


> power surge, the CD-ROM motor is heavily damaged it can now barely load 
> stuff and takes multiply attempts to spin up to speed :-( 

> 

> Cheers, 

> 

> Daniel 

> 


—-MESSAGE FILE 6586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05310 


—-MESSAGE FILE 6587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005311 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Is OPM still taking games? 

Date: Thu, 3 Feb 2000 00:33:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Is there still any point in completing a game for OPM release? 


Are there any new initiatives regarding Yaroze games or have SONY given 
up on us. 


I really would like to go back to my game but would not want to end up 
with something that I couldn't share with other PSX users outside the 
Yaroze community (and cost me lots more of my spare time for no return). 
xx*x**Please don't start a flame war over this slight whinge****** 


I can't remember seeing much info from SONY for some time. 


Any info would be appreciated. 

Tony Ross 

—-MESSAGE FILE 6587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05311 


Net Yaroze newsgroups message dump.txt Page 4257 


—-MESSAGE FILE 6588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005312 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Thu, 3 Feb 2000 03:11:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <87ar8tS$sf21@chuka.playstation.co.uk> 
References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> 
NNTP-Posting-Host: m3-mp2-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Tony, 


As far as I know the fame game is still up and running. I can remember a few 
weeks ago hearing that George Bain was going to make "an announcement" about 
the whole affair but I never heard anything more about it. I think the only 
reason there's been no Yaroze games on the OPM disk is purely because 
there's been none submitted. So, get coding my good man! :o) 

I'm actually more bothered about this June 30th 2000 cutoff point for the 
Yaroze project. On the back of the Yaroze application form it says something 
about the Yaroze project ending on this date. Does anyone know what this 
means as far all the members go? Does everything shut down completely or 
does Sony just stop providing support? 

As far as the OPM fame game goes how about releasing a final demo disk with 
as much Yaroze stuff on as possible to mark the occasion? If everything is 
going to be shut down it would be nice if OPM put out a disk with every 
Yaroze (Europe) demo on to date no matter how crap. This would still give 
some of us novices something to work towards and might spark a final bit of 
effort from other members (we all know how dead the newsgroups have been 
lately :o/ ). Anyway, it's something to think about, or perhaps not if I'm 
just speaking tosh. 


SCOE- 


"Tony Ross" <ARoss@trsoft.demon.co.uk> wrote in message 
news: 75+oDKAqzMm4EwNH@trsoft.demon.co.uk... 
> Is there still any point in completing a game for OPM release? 


Are there any new initiatives regarding Yaroze games or have SONY given 
up on us. 


I really would like to go back to my game but would not want to end up 
with something that I couldn't share with other PSX users outside the 
Yaroze community (and cost me lots more of my spare time for no return). 
x*x*x**Please don't start a flame war over this slight whinge****** 


I can't remember seeing much info from SONY for some time. 


Any info would be appreciated. 


VVVVVVVVVVVVV VV 


Tony Ross 


—-MESSAGE FILE 6588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05312 


—-MESSAGE FILE 6589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005313 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Thu, 3 Feb 2000 10:15:51 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <87bkhuSt7h1l@chuka.playstation.co.uk> 
References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87ar8tS$sf21@chuka.playstation.co. 
uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Tony, 

> 

> As far as I know the fame game is still up and running. I can remember a 
few 

> weeks ago hearing that George Bain was going to make "an announcement" 
about 

> the whole affair but I never heard anything more about it. I think the 
only 

> reason there's been no Yaroze games on the OPM disk is purely because 

> there's been none submitted. So, get coding my good man! :o) 


Down, Stars Wars, Arena2, Up, Trisis, Katarsis, Downfall, Git just to name 
eight and I am sure there have been others that I missed in my 2 minute 
search. Personally I think the SONY staff are too busy with the whole PS2 
thing, it is them that have to compile the disk after all. I emailed the 
editor of OPM a while back (which I posted) and his take on the situation 
was that if SONY supply the disk with NY games on it they are happy to put 
it on the cover. 


> I'm actually more bothered about this June 30th 2000 cutoff point for the 
> Yaroze project. On the back of the Yaroze application form it says 
something 

> about the Yaroze project ending on this date. Does anyone know what this 
> means as far all the members go? Does everything shut down completely or 
> does Sony just stop providing support? 


I don't think at the moment the NY project takes up many of their resources, 
the official support side has almost completely wound down now so it's only 
the newsgroups and the webspace. If they get rid of that they must know 
everyone will take their NY stuff to the public domain. I think they will 
probably leave it up untill no-one uses it anymore. 


> As far as the OPM fame game goes how about releasing a final demo disk 
with 

> as much Yaroze stuff on as possible to mark the occasion? If everything is 
> going to be shut down it would be nice if OPM put out a disk with every 

> Yaroze (Europe) demo on to date no matter how crap. This would still give 
> some of us novices something to work towards and might spark a final bit 
of 

> effort from other members (we all know how dead the newsgroups have been 

> lately :o/ ). Anyway, it's something to think about, or perhaps not if I'm 
> just speaking tosh. 


I agree with this, a final disk that we were all told about in advance with 
loads of games on. Even if it was just for members it would be nice to have 
your game on a black disk, and a nice thankyou for all the great press we 
have given SONY. 


I don't think it is anyone's fault (except maybe SONY as a corporation) that 
we don't have the OPM fame game anymore, but it is a shame... 


Matt 


—-MESSAGE FILE 6589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: games? what are they? 

Date: Thu, 3 Feb 2000 12:31:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <87bsfvSt7h2@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Don't you think it's weird that although we are all amatuer (some pro) game 
developers hardly any talk about actual *games* goes on in this newsgroup? 
So lets start some: 


Whats everyone playing at the moment? 


Anyone got anything on import recently? 


Personally I am playing FzeroxX (only £10 at GAME now!) and Gran Turismo 2, 
which I got on import from the US a month back. I have the "buggy" version, 
although it's not half as bad as some websites were reporting... 

Anyone played Shenmue? I havn't seen a single review even though it been 
out for over a month (maybe it's unplayable if you don't speak japenese?)... 


—-MESSAGE FILE 6590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005315 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Thu, 03 Feb 2000 22:08:25 +0000 

Organization: Netcom member 

Lines: 23 

Message-ID: <3899FC59.3609CBOA@netscapeonline.co.uk> 

References: <75+oDKAgqzMm4EwNH@trsoft.demon.co.uk> <87ar8tSsf21@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: dialup-15-42.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


George did send me a mail saying he was going to make some sort of announcement, 
but that was weeks ago. I reckon Sony has pretty much given up on suppporting 
the Yaroze, which is a shame. You could point to the lack of Yarozers still 
showing an active interest, what with games releases slowing, but if you look 
back through the NG's, I believe that Sony support slowed way before the actual 
Yarozers did. 

Anyhow, there's still us around, and even if the Yaroze project ends, theres 
nothing stopping the remaining Yarozers setting up a public domain for continued 
Yaroze use, also this project has at least set most of us up for windows 
programming (the next logical step), so maybe we can all go off and forma 
public group? 


Still like Matt says below, there have been a few good entries, and I for 
one would be making a BIG effort to create more games if we only had even a 
little acknowledgement from Sony. 


As long as we continue showing interest, at least we might still get 
to keep the ng's and տսշհ----- hopefully, 
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Marc. 
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—-MESSAGE FILE 6592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECLIPSE IS BACK!!! !!!! 

Date: Fri, 04 Feb 2000 01:26:04 +0000 

Organization: Netcom member 

Lines: 34 

Message-ID: <389A2AAC.A02805D6@netscapeonline.co.uk> 

NNTP-Posting-Host: dialup-07-11.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Well almost :) 


Hi All, after a rather lengthy xmas/new year rest, I'm pleased to 
say that the Eclipse group are in the process of getting back to work. 
For those of you who don't know, Eclipse is a group of Yarozers who are 
learning to make games as part of teams. Hopefully this will give good 
experiance for work in the industry, and motivate people into continue 
use of the Yaroze. EVERYONE IS WELCOME! | 

The ECLIPSE Yaroze site will be ready very soon, and hopefully the 
Team pages will follow shortly. These will include details of 
projects/members/Team Diaries and individual's work. 


To all existing members, a short while ago everyone was sent a 
lengthy mail detailing the current/future state of the group. There has 
only been a small amount of people I have not yet heard from, but if you 
are one and didn't recieve the mail then get in touch :) 


Hopefully, with all this talk of impending Yaroze Doom, we can 
kickstart some life back into it and give Sony something to think about. 
Also in the near future, we hope to move to a public Domain and include 
DirectX/OpenGL shareware/demos, so if anyone is interested in 
joining/finding out more, contact us by the ways below. 


See Ya All, 


Marc. 


CONTACTS: mlambert @netcomuk.co.uk ICQ: 28183385 


scott .wardé@virgin.net 
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-—-MESSAGE FILE 6593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Fri, 4 Feb 2000 09:43:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <87e7r1$sg01@chuka.playstation.co.uk> 
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References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87ar8tS$sf21@chuka.playstation.co. 
նք» <3899FC59.3609CBOA@netscapeonline.co.uk> 

NNTP-Posting-Host: modem-30.krypton.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


thechief666 wrote in message <3899FC59.3609CBOA@netscapeonline.co.uk>... 
>George did send me a mail saying he was going to make some sort of 
announcement, 

>but that was weeks ago. I reckon Sony has pretty much given up on 
suppporting 

>the Yaroze, which is a shame. You could point to the lack of Yarozers still 
>showing an active interest, what with games releases slowing, but if you 
look 

>back through the NG's, I believe that Sony support slowed way before the 
actual 

>Yarozers did. 


The only thing to do is if we all mail George to try and get some sort of 
response, but I remember late last year he was absent of a long time and 
took an age to respond. All I want to know is exactly where the whole thing 
stands with Sony right now. On the amount of Yaroze games being produced, 
you're right, they are slowing, but I think folks are still producing them 
at the sme rate as always, but with less active members the quantiny is 
obviously going to go down. 


> Still like Matt says, there have been a few good entries, and I for 
>one would be making a BIG effort to create more games if we only had even a 
>little acknowledgement from Sony. 


I know how you feel, I've been working flat out to finish Tanx2 just now, 
and it's a little depressing that there might not be a fame game to enter it 
into, as it is nice to get a bit of acknowledgement of all the effort we put 
into our games. A large compilation disk would be a great idea though... 
Stuart. 


—-MESSAGE FILE 6593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: games? what are they? 

Date: Fri, 4 Feb 2000 00:03:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <87eo01lg$1171@chuka.playstation.co.uk> 
References: <87bsfvSt7h2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-21-11-60-62.vip.uk.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Don't you think it's weird that although we are all amateur (some pro) 
game 

> developers hardly any talk about actual *games* goes on in this 
newsgroup? 

> So lets start some: 

> 

> Whats everyone playing at the moment? 


I'm still plating Tony Hawk Pro Skateboarding 'cos it's my fave game out 
from last year, I've got all the tapes with a few skaters and all golds 
with a few but some more to do :) 
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Medal of Honour is a pleasant surprise. After owning a PC and playing 
Half Life, Unreal T, Quake 3 (not as good as Unreal T IMHO) I didn't 
think I'd enjoy MOH but although buggy (sniper rifle cross hair on head, 
shoot and make bullet hole in thin air !) and it is too easy I think 
that's excellent, and shows 1st person shooters can be done on PSX. 


US GT2. Played it a bit at my mates. I don't like racing games, or at 
least I didn't but doing the licences in it has taught me how to drive 
so I like it now :) !!! 


I don't think my mate has noticed any bugs, although I don't think he's 
played it enough to get the 97% but finished bug, and he hasn't been 
whinging about memory card saves vanishing! 


Champ Man 99/00, but I've hardly played that cos I still prefer playing 
games on PSX to PC. 


In an arcade today I played Sega Virtua Tennis which is excellent, and 
Capcom's errr, Shoot em up bottom to top, Gamma Wing, Delta Wing? 
Something like that, it has a ludicrous amount of sprites on screen at 
once, was pretty good fun. I don't play that sort of game cos I can't 
remember patterns but I was with a mate who likes it. 


> Anyone got anything on import recently? 

> 

> 

> Personally I am playing FzeroX (only £10 at GAME now!) and Gran 
Turismo 2, 

> which I got on import from the US a month back. I have the "buggy" 
version, 

> although it's not half as bad as some websites were reporting... 

> Anyone played Shenmue? I havn't seen a single review even though it 
been 

> out for over a month (maybe it's unplayable if you don't speak 
japenese?)... 


I'd be interested in finding out if Shenmue is the amazing movie game 
experience as suggested about a year ago or has turned into the 
Quicktime movie fest as suggest in the last few months ;) 


I think it is in Japanese. Actually I know it's in Japanese cos a friend 
was talking to another friend about the lip sinking that had been done 
in it and whether they'd redo it for UK or just do subtitles, which 
would suggest Japanese speech ;) 


Are there any good games coming out on anything soon? Seems like "good 
games" are coming out Easter, i.e. Black and White, Giants, Perfect 
Dark. I'm interested in that Spiderman game also. 
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05318 


—-MESSAGE FILE 6595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005319 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: games? what are they? 

Date: Fri, 4 Feb 2000 14:56:22 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <87epbv$1172@chuka.playstation.co.uk> 


References: <87bsfvS$t7h2@chuka.playstation.co.uk> <87eo01lg$1171@chuka.playstation.co. 


uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I'm still plating Tony Hawk Pro Skateboarding 'cos it's my fave game out 
> from last year, I've got all the tapes with a few skaters and all golds 
> with a few but some more to do :) 


I had THS but was supremely crap at it (bah, lack of time to practise I say) 
so gave it to my brother, who finished it completely in about a week, 
bastard. 


> Medal of Honour is a pleasant surprise. 


I remember being surprised when I first got into Goldeneye that a console 
FPS could be better than a PC one, and it's still better than any other I 
have played. 


> Are there any good games coming out on anything soon? Seems like "good 
> games" are coming out Easter, i.e. Black and White, Giants, Perfect 
> Dark. I'm interested in that Spiderman game also. 


Well there is a certain new console arriving in exactly a month's time, but 
I won't be getting mine untill sometime in April probably. Ummm yeah and I 
hope Black & White really does make it out at easter or at least this year, 
then again which Molenuex game has ever come out the year it was supposed 
to? 


—-MESSAGE FILE 6595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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-—-MESSAGE FILE 6596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: The end of Akira... 

Date: Fri, 4 Feb 2000 15:04:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <87eprj$1173@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I would warn that this is off topic but it is freetalk so: 


Anyone got any idea what happens at the end of Akira? So far my friend and 
I have compiled this list of events that occur during the last 10 minutes or 
SO: 


-lots of people stand on windy hilltops 
-the camera zooms in and out a lot 
-Tetsuo turns into a giant fleshy blob 
—Kaneda shoots a big laser 
-scientist bloke looks at a swirly light thing 
-EVERYTHING gets blown up 

-a baby says some stuff in space 


If anyone can add to that list or derive any kind of meaning from it feel 
free. 


—-MESSAGE FILE 6596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Fri, 4 Feb 2000 16:44:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <87evlp$1174@chuka.playstation.co.uk> 
References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> 
NNTP-Posting-Host: th-en135-124.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


On this subject, someone wrote into OPSM about the Yaroze, and OPSMs 
response is in the latest issue. Here's a bit of it: 

",..,calls into PSM Towers suggest you lot want the Yaroze games to return 
to our cover disc. Why have they dropped off? Because none have been 
submitted of sufficient quality." 


What bloody cheek!! There's been plenty of games released in the past few 
months that have been brilliantly playable, and I'm pretty sure that's the 
only quality issue that may be considered, if any. Admittedly the problem 
may be that the games submitted have not met the Sony Technical Requirements 
Checklist, but if so, why not say that? Why try and say that the currently 
active programmers are shit? Especially as they're wrong. 


I'd also like to mention that they made them look even more stupid by saying 
that: 

a) "Sony still support Yaroze on their Website so order one from there..." 
even though I'm sure they stopped accepting orders for the Yaroze almost a 
year ago. They then naively say that the letter writer could alternatively 
buy one second, despite the fact that the license agreement says you can't 
transfer the Yaroze to other people. 

b) as well as needing a PC, "you'll need knowledge of C++ and Visual Basic". 
Now I might have missed something here, but I've been programming for the 
Yaroze (alright, I haven't done much recently, but my GCSEs are in 12 weeks 
so I don't have too much time to piss about) in C, not C++, and certainly 
haven't been using a piece of software which outputs Windows .dlls and .exes 
for making Yaroze games. 

So it's great to see that some journalists still fail to get any facts 
correct, even when there's no need to exaggerate the truth to sensationalise 
the story... 


Rikki 
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—-MESSAGE FILE 6598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Fri, 04 Feb 2000 19:57:49 +0000 

Organization: Netcom member 

Lines: 15 

Message-ID: <389B2F3C.30F6C924@netscapeonline.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87evlp$1174@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: dialup-21-17.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I would take offence to this, if I wasn't of the opinion that most magazine 
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journalists are complete idiots anyway (not all, but most :-) ). My game 
StarsWars did meet ALL of the technical requirements, so I guess it must be 
shite then huh? I personally think that it is because Sony has virtually stopped 
support for the Yaroze and so can't be bothered to continue sending our games to 
the PSM magazine. Still, I myself plan to continue using the Yaroze, since it 
does provide valuable experiance to enter the industry, as well as providing 
some demos for potential employers.... 


Marc. 


Maybe we should all e-mail this complete waste-of-space who wrote this piece and 
ask him to show us how to make a proper game huh? Anyone know the address? 


—-MESSAGE FILE 6598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Fri, 04 Feb 2000 22:43:42 +0000 

Organization: Max Studios 

Lines: 49 

Message-ID: <389B561E.8ACD3970@which.net> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87ar8tS$sf21@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p119-bantam-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Are you joking man!!!!! June the 30th, crap! They better not terminate our 
accounts and ask for the cables back or we are done for!!! 


Max 
Scott Ward wrote: 
Tony, 


As far as I know the fame game is still up and running. I can remember a few 
weeks ago hearing that George Bain was going to make "an announcement" about 
the whole affair but I never heard anything more about it. I think the only 
reason there's been no Yaroze games on the OPM disk is purely because 
there's been none submitted. So, get coding my good man! :o) 

I'm actually more bothered about this June 30th 2000 cutoff point for the 
Yaroze project. On the back of the Yaroze application form it says something 
about the Yaroze project ending on this date. Does anyone know what this 
means as far all the members go? Does everything shut down completely or 
does Sony just stop providing support? 

As far as the OPM fame game goes how about releasing a final demo disk with 
as much Yaroze stuff on as possible to mark the occasion? If everything is 
going to be shut down it would be nice if OPM put out a disk with every 
Yaroze (Europe) demo on to date no matter how crap. This would still give 
some of us novices something to work towards and might spark a final bit of 
effort from other members (we all know how dead the newsgroups have been 
lately :o/ ). Anyway, it's something to think about, or perhaps not if I'm 
just speaking tosh. 


Scott: 


"Tony Ross" <ARoss@trsoft.demon.co.uk> wrote in message 
news: 75+oDKAqzMm4EwNH@trsoft.demon.co.uk... 
> Is there still any point in completing a game for OPM release? 


Are there any new initiatives regarding Yaroze games or have SONY given 
up on us. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


V v v 
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>> 

> > I really would like to go back to my game but would not want to end up 
> > with something that I couldn't share with other PSX users outside the 
> > Yaroze community (and cost me lots more of my spare time for no return). 
> > ****x*xPlease don't start a flame war over this slight whinge****** 

>> 

>> 

> > I can't remember seeing much info from SONY for some time. 

>> 

> > Any info would be appreciated. 

> > -- 

> > Tony Ross 
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Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Please Note.... 

Date: Fri, 04 Feb 2000 23:16:45 +0000 

Organization: Max Studios 
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NNTP-Posting-Host: p57-wren-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Good day one and all, 
I have read all this string and have come up with the following commnts..... 


Marc Stars Wars was not shite, I enjoyed it. Don't let anyone else tell you 
differently. 


Programmers of games have forgotten what counts the most... Remember making your 
first yaroze program, no matter what it was, remember the bugs you had to fix? 
remember how you felt when you got it working? It was sensational that you could 
turn (esentially a bunch of on-off switches) to create a program, no matter how 
simple it was. Has anyone read the Game Development Hell article in Februarys edge? 
this proves my point. I like downloading people's code, playing the game and then 
seeing how they made it work, its fun in itself, and believe me I am no geek. I 
don't belive in the term "geek" anyway, reminds me of arrogant piers, people who 
think they are above everyone else. Who cares if some self opinionated rowdy 
journalist thinks your game is pish, you like your creation and thats all that 
counts (at this level of profesionalism anyway). It's brilliant to hear someone 
commending your work, it serves as a pay off, no money involved. 


If Sony cut the NY project at the head they will be making a big mistake, sure, sure 
they have to think of prioritories but they didn't just cut off the production of 
WalkMen when Mini Disks came out on the market, yea bad comparison but you get my 
point. It is now a standard amoungst many poeple, to cut it would leave this area as 
a blank in peoples souls, this is the way I feel at least, some others might not 
love the NY as much as I do. 


Having a public doman would be troublesome unless we have a web genius who is 
commited enough to the sites upkeep, not all of us know CGI scripts for listing 
members web pages, nor how to set up a dedicated newsgroup. 

Does anyone else feel that we are victims of Sony's success? 


Max 


thechief666 wrote: 
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> I would take offence to this, if I wasn't of the opinion that most magazine 

> journalists are complete idiots anyway (not all, but most :-) ). My game 

> StarsWars did meet ALL of the technical requirements, so I guess it must be 

> shite then huh? I personally think that it is because Sony has virtually stopped 
> support for the Yaroze and so can't be bothered to continue sending our games to 
> the PSM magazine. Still, I myself plan to continue using the Yaroze, since it 

> does provide valuable experiance to enter the industry, as well as providing 

> some demos for potential employers.... 

> 

> 

> 

> 

> 


Marc. 


Maybe we should all e-mail this complete waste-of-space who wrote this piece and 
ask him to show us how to make a proper game huh? Anyone know the address? 


-—-MESSAGE FILE 6600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05324 


-—-MESSAGE FILE 6601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005325 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Fri, 4 Feb 2000 23:34:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <87fnnk$2s31@chuka.playstation.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87evlp$1174@chuka.playstation.co. 
նէ» <389B2F3C.30F6C924@netscapeonline.co.uk> 

NNTP-Posting-Host: th-gt148-188.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> I would take offence to this, if I wasn't of the opinion that most 
magazine 


The letter reply in PSM or my post? 


> journalists are complete idiots anyway (not all, but most :-) ). My game 
> StarsWars did meet ALL of the technical requirements, so I guess it must 
be 

> shite then huh? I personally think that it is because Sony has virtually 
stopped 


That seems to be what the mag is saying to those that ask. You'd think 
they'd have the decency to tell people the truth, maybe that Sony are too 
busy at the moment, with the PS2 arrival reasonably soon. 

I'd like to know how they claim to judge the 'quality', as I'm sure that 
anything playable and a 'game' (ie. not just pad control and some text 
printed օո the screen - unless that's the idea - and not just a sprite 
viewer etc) is good enough to be on the disc, and it must be admitted that 
the games which have been produced recently have easily been above any 
minimum quality standard. 


> support for the Yaroze and so can't be bothered to continue sending our 
games to 

> the PSM magazine. Still, I myself plan to continue using the Yaroze, since 
ԼԷ 

> does provide valuable experiance to enter the industry, as well as 
providing 

> some demos for potential employers.... 

> 


Marc. 


VVV 


> Maybe we should all e-mail this complete waste-of-space who wrote this 
piece and 
> ask him to show us how to make a proper game huh? Anyone know the address? 


I suggest we write to Dan Mayers at feedback@psmonline.co.uk to complain 
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about his utter ineptness and insulting nature. 


Rikki 


—-MESSAGE FILE 6601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05325 


—-MESSAGE FILE 6602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005326 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Sat, 05 Feb 2000 00:20:06 +0000 

Organization: Netcom member 

Lines: 18 

Message-ID: <389B6CB6.AEC53124@netscapeonline.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87evlp$1174@chuka.playstation.co. 
uk> <389B2F3C.30F6C924@netscapeonline.co.uk> <87fnnk$2s31@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-05-46.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Rikki Prince wrote: 


> > I would take offence to this, if I wasn't of the opinion that most 

> magazine 

> 

> The letter reply in PSM or my post? 

> 

This was a comment aimed at the PSM letter reply. I myself will be rushing out 


to buy a copy of that magazine so I can read exactly for myself what this idiot 
is on about, then I will be mailing him very soon about his comments :-) 


Cheers man, 
Marc. 


—-MESSAGE FILE 6602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05326 


—-MESSAGE FILE 6603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005327 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Sat, 5 Feb 2000 09:58:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <87gt5fS7qvl@chuka.playstation.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87evlp$1174@chuka.playstation.co. 
սք» <389B2F3C.30F6C924@netscapeonline.co.uk> <87fnnk$2s31@chuka.playstation.co.uk> Հ 
389B6CB6.AEC53124@netscapeonline.co.uk> 

NNTP-Posting-Host: modem-117.arsenic.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If I remember rightly George Bain said in a newsgroup post that the games 
needn't be masterpieces, just as long as they're playable and in working 
order ( which is a job in itself ). Games like Down, StarsWars, etc. have 
all been good enough and playable. 
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It's not even as if there's no interest in the magazine readers - I still 
get the occasional mail about tanx, which came out 5-6 months ago! 

If you ask me it's just sheer apathy on Sony's part. 

Stuart. 


—-MESSAGE FILE 6603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05327 


—-MESSAGE FILE 6604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005328 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: saving TIMs 

Date: Sun, 6 Feb 2000 13:53:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <87jufd$9ihl@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


I'm trying to find a way to restore some TIMs to BMBs or TGAs, I've just 
tried to recover a project from a ZIP disk and some of the files are 
corrupt, including a source file and all the original images, I've only got 
the TIM's left so I need to be able to save these out to edit them again... 
I've looked in the TIMTool v3 utility but there doesn't seem to De a way to 
save out the TIMs as something different, I thought about doing a screen 
grab but that would screw up the palette so I want to avoid that if 
possible. 


Cheers 
Nigel 


—-MESSAGE FILE 6604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05328 


—-MESSAGE FILE 6605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005329 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: saving TIMs 

Date: Sun, 6 Feb 2000 14:20:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <87jvilS9ih2@chuka.playstation.co.uk> 
References: <87jufd$S9ihl@chuka.playstation.co.uk> 
NNTP-Posting-Host: m115-mpl-cvxlb.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Nigel, 

Use TIMUtil (the one on the Yaroze PC disk or you can get it on 
the Yaroze website), this will do it for you. Just open your tim from there 
and select the BMP button in the 'write type' box. 

Job's a good ‘tun. :0) 


Scott 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 


Net Yaroze newsgroups message dump.txt Page 4270 


news: 87 jufd$9ihl@chuka.playstation.co.uk... 


> Hi, 

> 

> I'm trying to find a way to restore some TIMs to BMBs or TGAs, I've just 
> tried to recover a project from a ZIP disk and some of the files are 

> corrupt, including a source file and all the original images, I've only 
got 

> the TIM's left so I need to be able to save these out to edit them 
again... 

> I've looked in the TIMTool v3 utility Dbut there doesn't seem to be a way 
to 

> save out the TIMs as something different, I thought about doing a screen 
> grab but that would screw up the palette so I want to avoid that if 

> possible. 

> 

> Cheers 

> Nigel 

> 

> 


--MESSAGE FILE 6605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05329 


--MESSAGE FILE 6606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005330 

Path: chuka.playstation.co.uk!news 

From: Daniel Brown <convict_at_large@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Power surge damage 

Date: Tue, 08 Feb 2000 20:08:31 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <38A0E83E. 6C2804BD@yahoo. com> 

References: <3893C858.6A7EA035@yahoo.com> <87595d$m341@chuka.playstation.co.uk> 
NNTP-Posting-Host: host212-140-154-235.host.btclick.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win98; I) 

X-Accept-Language: en,ja 


Unforunately its not under warrenty, but I'll check edge to see if I ca get a 
replacment CD unit. I just hope thats all thats damaged, I think I might 
just send it back in for an offical repair. 


Cheers, 
Daniel 


—-MESSAGE FILE 6606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05330 


—-MESSAGE FILE 6607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005331 

Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <t_harvey@creations.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Decisions about my future 

Date: Thu, 10 Feb 2000 11:55:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <87u96nS5ob1@chuka.playstation.co.uk> 
References: <864sifS$3vil@chuka.playstation.co.uk> 
NNTP-Posting-Host: proxy.creations.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Check out the game programming courses at the School of Computing and Maths 
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at Teesside University, 
match your subjects to their entry requirements. 


"Rikki Prince" <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 864sif$3vil@chuka.playstation.co.uk... 

> I'm coming towards the end of my GCSEs and need to look towards the 
future. 

> I'm hoping to stay on at my school's 6th form (depending on my GSCE 
results) 

> to do A-Levels, so need to decide which A-Levels I'm going to do. At the 
moment I'm thinking of doing A-Levels in Physics, Maths and Further Maths, 
and doing one of the new half or AS-Levels in IT (as I my school does not 
offer computing, though are thinking about offering a half course in it in 
time for my second year of 6th form). Do these sound the types of subjects 


VHVVV Vv 


need to be doing to get onto a Uni. course in either Computer Science or 
> Software Engineering? Also, which would be better for getting into the 
games 

> programming industry? I ask this after reading an article on Gamasutra 
about 

> how Software Engineering would be better on the theory that in product 
making when done by scientists is only in the prototype stage (as it is 
usually being researched and developed), and not safe to be released into 
the public, but when the engineers create a product it is better for 
release, and that this theory should also apply to programming. (At least 


think that was the gist of it.) Anyway, I digress. I basically would like 
some advice on which subjects to do at A-Level, what I should do at 
university (possibly where would be a good place to do it), and also how 
> should I go about trying to get work experience. My school does not 
organise 

> work experience, but instead offer 'work shadowing', but none of the 
options 

> on their list have anything to do with (games) programming. Is there 
anyway 

I could get a list of PSX developers in the SE of England? 


VVVHVVVV 


v 


Cheers, 
Rikki 


VV V V V 


—-MESSAGE FILE 6607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05331 


-—-MESSAGE FILE 6608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005332 

Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <t_harvey@creations.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work Experience 

Date: Thu, 10 Feb 2000 11:58:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <87u9ch$Sob2@chuka.playstation.co.uk> 
References: <86cfq5S$8lv2@chuka.playstation.co.uk> 
NNTP-Posting-Host: proxy.creations.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Try 


Sarah Doogan 

Software Creations 

140 Cheetham Hill Road 
Manchester 

M8 8PZ 
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They're a independant develpment house and currently do lots of work for EA, 
THQ and Hasbro. 


"Eddie Harrison" <"eddieharrison"@ netscape.net> wrote in message 

news: 86cfq5S$81lv2@chuka.playstation.co.uk... 

> I need to sort out my compulsory work experience for college , I was 

hoping to go to a (you guessed it ) games developers .I need to find one 

that's easy to get to from manchester but they all seem to be down south 
Does anyone know any good ones up north ? Please help me because I 

don't want to end up going to a local pub as a potato peeler or 

something. 

Eddie 


VV VV V V V 


4272 


--MESSAGE FILE 6608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05332 


--MESSAGE FILE 6609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005333 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Games Competition 

Date: Fri, 11 Feb 2000 18:20:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <881kr8S8081@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-220.zinc.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi folks, 
I dropped a mail to that Gameswire developer2000 competition and got this 
response: 


>There will be something specific for Net Yaroze. Yon't need to wory about 
time-scale yet, we haven't even issued our entry >packs yet - they'll be 
issued in the next few weeks. Deadline will be late May. 


>f you pre-register your team at www.gameswire.com/awards you'll receive an 
entry pack when they're ready to go out. (pre->registering doesn't commit 
you to entering). 


>I'll keep you informed. 


>Adrian 
>Gameswire.com 


Don't know about worrying about timescale - the time most of us takes to 
finish off a project means a late May deadline will feel like one long 
crunch time! 
So come on guys, give this one a bash and let's show everyone what we can 
do! 

I'm going for it anyway ('Ironforge' team), even if it's a solo attempt ;-) 
Stuart. 


—-MESSAGE FILE 6609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05333 


—-MESSAGE FILE 6610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005334 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <lwashington@premierhome.net> 


Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 


cee.yaroze.programming.2d_graphics 
Subject: 2000 Game Developer Conference? 
Date: Sat, 12 Feb 2000 10:37:31 -0000 
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Organization: SCEA News Server 

Lines: 3 

Message-ID: <883ui3$2kh1@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1534 scee.yaroze.freetalk.english 
25334 scea.yaroze.announce:138 scee.yaroze.programming.2d_graphics:1123 


Are any fellow yarozers going to the game Developer conference this year? 


—-MESSAGE FILE 6610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05334 


—-MESSAGE FILE 6611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005335 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:55 -0000 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <883ui4S2kh2@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1535 scee.yaroze.freetalk.english 
25335 scea.yaroze.announce:139 scee.yaroze.programming.2d_graphics:1124 


Are any fellow yarozers going to the game Developer conference this year? 


—-MESSAGE FILE 6611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05335 


—-MESSAGE FILE 6612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005336 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: One last favour sony??? 

Date: Sat, 12 Feb 2000 16:15:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8841v1Sfhf4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-167-170.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Just a thought i had, no laughing, i thought maybe sony could maybe do us 

yarozes one last favour seeing as they have abandoned us (in my opinion), 

maybe they could give us some more features in the librarys or something?? 
This is just my opinion, so no abusive or stupid replies, thanx. 

Mark Naylor. 


—-MESSAGE FILE 6612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05336 
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—-MESSAGE FILE 6613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005337 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Sat, 12 Feb 2000 17:15:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <8844fsSfhf1l6@chuka.playstation.co.uk> 
References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi there, 


We will no longer be putting Net Yaroze games on demo discs. The main 
reason is for the number of playable demos on the disc and the excitement 
generated by Net Yaroze games. As you all know SCEE no longer sells 

Net Yaroze but still provide technical support and repairs, not generate 
more interest by having them back on OPM again. 


I personally do not see why Net Yaroze members should stop making 
games as a result from this. Net Yaroze members can gain valuable 
information on programming a game console unlike PC programmers. 


George Bain 


Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 
news: 75+oDKAqzMm4EwNH@trsoft.demon.co.uk... 
> Is there still any point in completing a game for OPM release? 


Are there any new initiatives regarding Yaroze games or have SONY given 
up on us. 


I really would like to go back to my game but would not want to end up 
with something that I couldn't share with other PSX users outside the 
Yaroze community (and cost me lots more of my spare time for no return). 
x*x*x**Please don't start a flame war over this slight whinge****** 


I can't remember seeing much info from SONY for some time. 


Any info would be appreciated. 


VVVVVVVVVVV VV VV 


Tony Ross 


—-MESSAGE FILE 6613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05337 


—-MESSAGE FILE 6614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005338 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codies talk at my uni 

Date: Sat, 12 Feb 2000 17:18:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8844kkSfhf18@chuka.playstation.co.uk> 
References: <86mié6uSqrpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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Yes, a very stupid thing to ask a developer. 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message > They also had a 
go at pirates, this guy asked if you'd still be able to 

> copy ps2 games and what they thought of pirates, what a stupid thing to 

> ask a game developer. 


—-MESSAGE FILE 6614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05338 


—-MESSAGE FILE 6615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005339 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work Experience 

Date: Sat, 12 Feb 2000 17:24:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <88450eSfhf21@chuka.playstation.co.uk> 
References: <86cfq5S$8lv2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Ed, 


We do occasionally look for Industrial Placement students. 
Check out our website for more information. 


http://www.scee.sony.co.uk 


George Bain 


Eddie Harrison <"eddieharrison"@ netscape.net> wrote in message 

news: 86cfq5S$81lv2@chuka.playstation.co.uk... 

> I need to sort out my compulsory work experience for college , I was 

> hoping to go to a (you guessed it ) games developers .I need to find one 
> that's easy to get to from manchester but they all seem to be down south 
> Does anyone know any good ones up north ? Please help me because I 

> don't want to end up going to a local pub as a potato peeler or 

> something. 

> Eddie 

> 


—-MESSAGE FILE 6615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05339 


—-MESSAGE FILE 6616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005340 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Sat, 12 Feb 2000 17:26:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <884547Sfhf22@chuka.playstation.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87ar8tS$sf21@chuka.playstation.co. 
uk> <87bkhuSt7hl@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 
> Personally I think the SONY staff are too busy with the whole PS2 
> thing, 


Maybe ; ) 


George 


—-MESSAGE FILE 6616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05340 


-—-MESSAGE FILE 6617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005341 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Tanx2 demo 

Date: Sat, 12 Feb 2000 17:58:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8847utSfhf24@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-235.germanium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi folks, 

I know this isn't the place, but it's the most-read area! 

After 3 furious weeks of work, the Tanx2 demo is now in my ftp area 
(~scmacd). Still got some effects, sfx and better front-end to put in. Also 


the bots ( I'm designing the code just now! ). 
Let me know what you think. 
Stuart. 


—-MESSAGE FILE 6617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05341 


—-MESSAGE FILE 6618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005342 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Sat, 12 Feb 2000 18:50:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <884a2mS$fhf26@chuka.playstation.co.uk> 

References: <881kr8S$8081@chuka.playstation.co.uk> 

NNTP-Posting-Host: pD7s02a01.client.global.net.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> So come on guys, give this one a bash and let's show everyone what we can 
> do! 

> I'm going for it anyway ('Ironforge' team), even if it's a solo attempt 
p=) 

, 

> Stuart. 


I'm in. 
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Prepare yourselves for the most derivative platform game ever. 


Derek :-) 


—-MESSAGE FILE 6618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05342 


—-MESSAGE FILE 6619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005343 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Sat, 12 Feb 2000 19:28:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <884c97Sfhf27@chuka.playstation.co.uk> 

References: <75+oDKAgqzMm4EwNH@trsoft.demon.co.uk> <8844fsSfhfl6@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: pD7s02a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Hi there, 

> 

> We will no longer be putting Net Yaroze games on demo discs. The main 

> reason is for the number of playable demos on the disc and the excitement 
> generated by Net Yaroze games. 

> I personally do not see why Net Yaroze members should stop making 

> games as a result from this. Net Yaroze members can gain valuable 

> information on programming a game console unlike PC programmers. 

> 

> We will no longer be putting Net Yaroze games on demo discs. The main 

> reason is for the number of playable demos on the disc and the excitement 


v 


generated by Net Yaroze games. 


I personally do not see why Net Yaroze members should stop making 
games as a result from this. Net Yaroze members can gain valuable 
information on programming a game console unlike PC programmers. 


V V V V V 


George Bain 
Hi George, 


No more Net Yaroze games in OPSM because they cause too much excitement ;-) 
Net Yaroze games causing unwelcome interest in a discontinued product... 


That's too bad, as there have been a few good games released in recent 
months, which I thought were worthy of inclusion. As you say, there are 
still plenty of reasons to continue Net Yaroze development, but it's still a 
little disappointing. 


Thanks, 


Derek :-) 


—-MESSAGE FILE 6619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05343 
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-—-MESSAGE FILE 6620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005344 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Sat, 12 Feb 2000 19:51:46 +0000 

Organization: Netcom member 

Lines: 5 

Message-ID: <38A5B9D2.87B993D9@netscapeonline.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <8844fsS$fhf16@chuka.playstation.co 
-uk> <884c97Sfhf27@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup-01-09.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Well Myself and Eclipse are definately still making yaroze games. I really do 
hope that there will be more from others...SO COME ON!!!!!! 


Marc. 


-—-MESSAGE FILE 6620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05344 


—-MESSAGE FILE 6621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005345 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Sat, 12 Feb 2000 19:54:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <884emvSfhf28@chuka.playstation.co.uk> 

References: <881kr8S$8081@chuka.playstation.co.uk> <884a2m$fhf26@chuka.playstation.co 
.uk> 
NNTP-Posting-Host: modem-64.nickel.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Derek da Silva wrote in message <884a2mSfhf26@chuka.playstation.co.uk>... 


>I'm in. 

> 

>Prepare yourselves for the most derivative platform game ever. 
> 

>Derek :-) 

> 


That's the spirit, ' Send in the clones.... ' ;-) 
Stuart, 


—-MESSAGE FILE 6621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05345 


-—-MESSAGE FILE 6622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005346 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Sat, 12 Feb 2000 21:20:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
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Message-ID: <884iomS$fhf30@chuka.playstation.co.uk> 
References: <881kr8S$8081@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-16.neon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Thanks for the info... I might just have finished my project by then. 
By the looks of the website though, I might not get in since I'm on my 
own... I'm not quite sure from first glance what constitutes a 'team' 
but I'll have to look into it. 


Cheers, 
Jon 


—-MESSAGE FILE 6622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05346 


—-MESSAGE FILE 6623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005347 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Sun, 13 Feb 2000 01:10:09 +0000 

Organization: Netcom member 

Lines: 15 

Message-ID: <38A60471.7ACAB642@netscapeonline.co.uk> 

References: <881kr8$8081@chuka.playstation.co.uk> <884iomSfhf30@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: dialup-20-02.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-—Language: en-GB,en 


Make a game then get a few mates to say they were in on it. This is probably 
the easiest way!! 


Marc. 


"Jon Prestidge (Moose)" wrote: 


> Thanks for the info... I might just have finished my project by then. 
> By the looks of the website though, I might not get in since I'm on my 
> own... I'm not quite sure from first glance what constitutes a 'team' 
> but I'll have to look into it. 

> 

> Cheers, 

> Jon 


—-MESSAGE FILE 6623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05347 


—-MESSAGE FILE 6624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005348 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Sun, 13 Feb 2000 16:49:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <886nbmSidh3@chuka.playstation.co.uk> 

References: <881kr8S$8081@chuka.playstation.co.uk> <884iomSfhf30@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: 212.49.228.174 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
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Theres no I in team however there is a ME .. cant see it being a prob really 
just means your so many times better than the team of people that entered 
չ-) 

r 


Pete. 


Jon Prestidge (Moose) wrote in message 
<884iomSfhf30@chuka.playstation.co.uk>... 

>Thanks for the info... I might just have finished my project by then. 
>By the looks of the website though, I might not get in since I'm on my 
>own... I'm not quite sure from first glance what constitutes a 'team' 
>but I'll have to look into it. 

> 

>Cheers, 

>Jon 

> 

> 


—-MESSAGE FILE 6624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05348 


—-MESSAGE FILE 6625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005349 

Path: chuka.playstation.co.uk!news 

From: (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Roundup of events 

Date: Sun, 13 Feb 2000 19:09:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <38a6ff43.5444703@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup137-178.saqnet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


Ive just come back after a long time to find several hundred messages 
— obviously i'll try to read them all to see if I can make any 
educated guesses for answers. 


For those that don't know me I was on yaroze a few years ago - did 
some stuff at uni on them (Middlesex university) which meant I could 
waste the time trying to write a game for GDUK and me and two others 
went up to Scotland for the final where the best man won. It wasn't 
me. I did get offered a job at Sony and thats where i work now - just 
finished my first game that was 2/3rds of the way through (This Is 
Football) and now working on the next project. 


Reason I'm back is because i always threaten to but I never get the 
time. However, I have been thinking about something that interestes me 
enough to come back etc, etc. Which is that I do want to have another 
go on the Yaroze now and seeing as I want to mess around with Windows 
C++ MFC programming I thought I could do both - and considering that I 
quite enjoy trying to help others I wouldpost up progress as I go 
along to see if it helps anyone. A lot of it will be theory first 
before examples, but I think it pays (if you want to do games) to get 
strong at maths etc, etc. So when I get my internet sorted at work AND 
I try to find all the bloody emails of people on Yaroze that I've 
somehow lost (twat) then I should get started. 


I've personally learnt loads at Sony, and I also know how I want to do 
my website (my advice to people is make it neat, simple, and without 
needing any large amount of maintainance; it becomes a drag). 


Hi to everyone out there - and once i get the disks for me Yaroze I'll 
try out everyones demos. Will trawl through all the unread messages to 
see if I can help - Ive been thinking loads about LOD and creating 


TMDs on the fly (not just at the start of the program) to allow 
morphing between hi and lo detail models. Now all I have to do is put 
it into practice. 
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PS - any emails people have for me probably dont work - 

One at uni I cant access now (lost loads of email addresses dammit) 
One at Xerox - well I dont work there 

One at Sony has changed 

Its now Robert_Swan@scee.net 


bye 


Rob 
—-MESSAGE FILE 6625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05349 


—-MESSAGE FILE 6626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005350 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Mon, 14 Feb 2000 00:24:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <le5yubd.n6éienx9d4fyN@al-—88-139.al.nl1> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <8844fsS$fhf16@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: al-88-139.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered for 74 days) 


George Bain <george_bain@playstation.sony.com> wrote: 
Hi there, 


We will no longer be putting Net Yaroze games on demo discs. The main 
reason is for the number of playable demos on the disc and the excitement 
generated by Net Yaroze games. As you all know SCEE no longer sells 

Net Yaroze but still provide technical support and repairs, not generate 
more interest by having them back on OPM again. 


I personally do not see why Net Yaroze members should stop making 
games as a result from this. Net Yaroze members can gain valuable 
information on programming a game console unlike PC programmers. 


George Bain 


VVVVVVVVVVVV VV 


I expected something like this and I can say I am disapointed, although 
I know there is nobody to blame.. 

I did wonder if there would be a chance of a second NY collection CD. 
Personally I would like that a lot and would even be willing to pay for 
that. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05350 


—-MESSAGE FILE 6627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005351 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Mon, 14 Feb 2000 09:25:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <888hn4Snuml@chuka.playstation.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <8844fsSfhf1l6@chuka.playstation.co 
-uk> <leSyubd.n6ienx9d4fyN@al1-88-139.al.nl1> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I did wonder if there would be a chance of a second NY collection CD. 
> Personally I would like that a lot and would even be willing to pay for 
> that. 


I'd pay too, if my game was on it. I expect only those whose games featured 
would buy it tho, then again there has been a lot of support in OPM from 
*real* people who liked the games.. 


—-MESSAGE FILE 6627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05351 


—-MESSAGE FILE 6628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005352 

Path: chuka.playstation.co.uk!news 

From: John@jdub.demon.co.uk (John) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Mon, 14 Feb 2000 12:00:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <888qrvSnum2@chuka.playstation.co.uk> 

References: <8841v1Sfhf4@chuka.playstation.co.uk> 
NNTP-Posting-Host: jdub.demon.co.uk 

X-Newsreader: RMRNews for EPOC v1.02 (http://www.rmrsoft.com/) 


Mark Naylor <reaper65@x-stream.co.uk> wrote: 

Just a thought i had, no laughing, i thought maybe sony could maybe do us 

yarozes one last favour seeing as they have abandoned us (in my opinion), 

maybe they could give us some more features in the librarys or something?? 


This is just my opinion, so no abusive or stupid replies, thanx. 


Mark Naylor. 


VVVVVVV VV 


Well... features I dont need.... I still havent made full use of the 
ones we have !... but... 


Am I right in understanding that we cannot make our own CD's which can 


run on a standard playstation ?.. if this is the case and Yaroze 
support is effectivley being dropped would it be possible to get one 
last tool which will allow us to burn our own CD's with our games on. 
That way we can at least give out to friends etc. 


John Wojcik ( frustrated by lack of free time Yarozer ) 


Sent using an unregistered copy of RMRNews v1.02 

Check out our website at http://www.rmrsoft.com/ 

for other high quality software for EPOC machines. 

-—-MESSAGE FILE 6628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05352 


—-MESSAGE FILE 6629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005353 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Mon, 14 Feb 2000 11:56:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <888rf5Snum3@chuka.playstation.co.uk> 

References: <8841v1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-18.zirconium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 


Net Yaroze newsgroups message dump.txt Page 4283 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Use of the rumble feature of the dual shock would be nice ;-) 
Stuart. 


-—-MESSAGE FILE 6629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05353 


—-MESSAGE FILE 6630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005354 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Mon, 14 Feb 2000 12:48:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <888tjsSnum4@chuka.playstation.co.uk> 

References: <8841v1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> <888rf5Snum3@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'd rather have multitap support, but it will never happen. 


<stuart@macdonald4798.freeserve.co.uk> wrote in message 

news: 888rf5Snum3@chuka.playstation.co.uk... 

> Use of the rumble feature of the dual shock would be nice ;-) 
> Stuart. 

> 

> 


—-MESSAGE FILE 6630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05354 


—-MESSAGE FILE 6631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005355 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Sun, 13 Feb 2000 18:22:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <889h50S2mrl@chuka.playstation.co.uk> 

References: <8841lv1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> <888rf5Snum3@chuka.playstation.co.uk> <888tjsSnum4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-162-72.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


These are the kinda things i was talking about. 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 888tjsSnum4@chuka.playstation.co.uk... 
> I'd rather have multitap support, but it will never happen. 


<stuart@macdonald4798.freeserve.co.uk> wrote in message 

news: 888rf5Snum3@chuka.playstation.co.uk... 

> Use of the rumble feature of the dual shock would be nice ;-) 
> Stuart. 

> 


VVVVVYV 
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> 


V Vv v 


—-MESSAGE FILE 6631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05355 


—-MESSAGE FILE 6632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005356 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codies talk at my uni 

Date: 15 Feb 2000 11:02:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bf75b8Sb6aebb40$939124c3@pal-—s-—omnibook> 

References: <86mi6uSqrpl@chuka.playstation.co.uk> <8844kkSfhf18@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: Aubervilliers-3-116.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran wrote 
> this guy asked if you'd still be able to copy ps2 games and what they 
thought of pirates, what a stupid thing to ask a game developer. 


Few people (amongst those I know at least) seem to understand why piracy is 
harmful, and it's not an easy task to discuss that with them. Who could 
explain the issue better than a games developer ? 


pal 


--MESSAGE FILE 6632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05356 


--MESSAGE FILE 6633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005357 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Tue, 15 Feb 2000 18:59:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <88c71g$77d1@chuka.playstation.co.uk> 

References: <881kr8$8081@chuka.playstation.co.uk> <884iom$fhf30@chuka.playstation.co 
.uk> <886nbm$idh3@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-13.medroxyprogest.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yep cheers guys, I'm sure you're right... where there's a will there's a 
way. I may try and get someone else to do the sound in any case (once I've 
got far enough with the other programming to know how much memory will be 
left-over). 


Anyhow I've mailed the gameswire people to see if solo entries are allowed, 
but I've not heard back yet. 


Cheers' 
Jon 


—-MESSAGE FILE 6633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05357 
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-—-MESSAGE FILE 6634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005358 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Tue, 15 Feb 2000 19:40:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <88cb2j$77d2@chuka.playstation.co.uk> 

References: <881kr8S$8081@chuka.playstation.co.uk> <884iomS$fhf30@chuka.playstation.co 
-uk> <886nbmSidh3@chuka.playstation.co.uk> <88c7lg$77d1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-76.yttrium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Anyhow I've mailed the gameswire people to see if solo entries are allowed, 
>but I've not heard back yet. 


You should hear pretty quickly. I'd imagine that there's no problem as long 
as the quality's good. After all, most Yaroze games are created as solo 
efforts. 

Stuart. 


—-MESSAGE FILE 6634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05358 


-—-MESSAGE FILE 6635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005359 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Wed, 16 Feb 2000 08:52:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <88do04jSfee2@chuka.playstation.co.uk> 

References: <8841v1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> <888rf5Snum3@chuka.playstation.co.uk> <888tjsSnum4@chuka.playstation.co.uk> <889 
h50$2mril@chuka.playstation.co.uk> 

NNTP-Posting-—Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


All nice idea’s especially the one to let us burn our own CD's but do Sony 
even look at the newsgroups anymore ? 


—-MESSAGE FILE 6635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05359 


—-MESSAGE FILE 6636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005360 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Wed, 16 Feb 2000 09:26:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <88dqha$cj11@chuka.playstation.co.uk> 

References: <8841lv1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> <888rf5Snum3@chuka.playstation.co.uk> <888tjsSnum4@chuka.playstation.co.uk> <889 
h50S2mri@chuka.playstation.co.uk> <88do04jSfee2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yes, the PS2 newsgroups :) 
But of coarse we look at the Net Yaroze groups also! 


George 


Steve Davison <steve@sdar.demon.co.uk> wrote in message 

news: 88do4j$fee2@chuka.playstation.co.uk... 

> All nice idea’s especially the one to let us burn our own CD's but do Sony 
> even look at the newsgroups anymore ? 

> 

> 


—-MESSAGE FILE 6636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05360 


—-MESSAGE FILE 6637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005361 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Wed, 16 Feb 2000 09:47:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <88drck$cj12@chuka.playstation.co.uk> 

References: <8841v1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> <888rf5Snum3@chuka.playstation.co.uk> <888tjsSnum4@chuka.playstation.co.uk> <889 
h50S$2mrl@chuka.playstation.co.uk> <88do4jSfee2@chuka.playstation.co.uk> <88dqhaS$cj11 
@chuka.playstation.co.uk> 

NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


So how about instead of allowing us to burn our own CD`s you quote us a 
price for burning them for us, we send you the code and payment and then you 
send us a bunch of CD's. That way piracy isnt an issue and you could also 
but on some kind of message so that everyone knows that they are yaroze 
demo`s and not official releases, maybe allow us to put a few demos on one 
disc. I know burning CD’s isnt cheap but how about giving us an idea of 
cost? and a minimum run size (say 10). As long as its done as a service and 
not a money making idea you may get a few takers ? 


—-MESSAGE FILE 6637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05361 


—-MESSAGE FILE 6638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005362 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: One last favour sony??? 

Date: Wed, 16 Feb 2000 09:53:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <88ds3m$cj13@chuka.playstation.co.uk> 

References: <8841v1Sfhf4@chuka.playstation.co.uk> <888qrvSnum2@chuka.playstation.co. 
uk> <888rf5Snum3@chuka.playstation.co.uk> <888tjsSnum4@chuka.playstation.co.uk> <889 
h50S2mri@chuka.playstation.co.uk> <88do4jSfee2@chuka.playstation.co.uk> <88dqha$cj11l 
@chuka.playstation.co.uk> <88drck$cj12@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 


Net Yaroze newsgroups message dump.txt Page 4287 


NNTP-Posting-Host: 194.70.71.140 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> So how about instead of allowing us to burn our own CD`s you quote us a 
> price for burning them for us, we send you the code and payment and then 
you 
> send ստ a bunch of CD's. That way piracy isnt an issue and you could also 
> but on some kind of message so that everyone knows that they are yaroze 

> demo`s and not official releases, maybe allow us to put a few demos on one 
> disc. I know burning CD’s isnt cheap but how about giving us an idea of 

> cost? and a minimum run size (say 10). As long as its done as a service 
and 

> not a money making idea you may get a few takers ? 


Hmm methinks the minimum run size would need to be closer to 1000 than 10, 
but you never know? 


—-MESSAGE FILE 6638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05362 


--MESSAGE FILE 6639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005363 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Demo CD's 

Date: Wed, 16 Feb 2000 10:26:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <88dtm1$cj14@chuka.playstation.co.uk> 
NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This thread continues on from the "One last favour sony???" thread. 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 88ds3m$cj13@chuka.playstation.co.uk... 

> > So how about instead of allowing us to burn our own CD`s you quote us a 
> > price for burning them for us, we send you the code and payment and then 
> you 

> > send us a bunch of CD's. That way piracy isnt an issue and you could 
also 

> > but on some kind of message so that everyone knows that they are yaroze 
> > demo`s and not official releases, maybe allow us to put a few demos on 
one 


> disc. I know burning CD’s isnt cheap but how about giving us an idea of 
> cost? and a minimum run size (say 10). As long as its done as a service 
and 


> not a money making idea you may get a few takers ? 


Hmm methinks the minimum run size would need to be closer to 1000 than 10, 


> 
> 
> 
> 
> 
> 
> but you never know? 
> 

> 


It may be that a minimum run of CD`s would be about a 1000, but if each CD 
could hold a number of demos, say 10, then whats to stop ten people 
submitting a demo each, splitting the cost and dividing up the CD's. It 
would be nice to get some figures so we could decide if it was viable. Im 
sure most NY users would happily stump up the cost of a new game (possibly 
more) if it meant they could show of there work to other 'standard' PS 
owners. 


—-MESSAGE FILE 6639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05363 


—-MESSAGE FILE 6640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005364 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s 

Date: Wed, 16 Feb 2000 12:33:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <88e6eo0$cj16@chuka.playstation.co.uk> 
References: <88dtml1$cj14@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-114.ytterbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steve Davison wrote in message <88dtml1$cj14@chuka.playstation.co.uk>... 
>This thread continues on from the "One last favour sony???" thread. 


>It may be that a minimum run of CD`s would be about a 1000, but if each CD 
>could hold a number of demos, say 10, then whats to stop ten people 
>submitting a demo each, splitting the cost and dividing up the CD's. It 
>would be nice to get some figures so we could decide if it was viable. Im 
>sure most NY users would happily stump up the cost of a new game (possibly 
>more) if it meant they could show of there work to other 'standard' PS 
>owners. 


It's a really nice idea, but I just don't see Sony giving up a far more 
profitable CD-run ( ie. games ), for a short run of our cd's. Apart from 
that, who decides what goes onto the cd, and would there be enough to fill 
the cd sufficiently. It looks like we'll still be only able to show our 
stuff on video or captured segments. 
The other stuff ( rumble, multi-tap functions), isn't a financial risk or a 
time-consuming exercise for Sony to make available to us, so why not? I'm 
sure information/data could be made available to us on the 
frequently-updated home site չ-) 

Stuart. 


—-MESSAGE FILE 6640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05364 


—-MESSAGE FILE 6641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005365 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Wed, 16 Feb 2000 12:39:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <88e6pn$cj17@chuka.playstation.co.uk> 

References: <881kr8S$8081@chuka.playstation.co.uk> <884iomSfhf30@chuka.playstation.co 
-uk> <886nbmSidh3@chuka.playstation.co.uk> <88c7lg$77d1l@chuka.playstation.co.uk> <88 
cb24$77d2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-114.ytterbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


So, anyone else entering this competition? 

If you are, it would be nice to let everyone know, so we can guage the 
amount of interest. 
It would be good if we could keep our sites up to date on the progress of 
competition entries, it would help generate a bit of excitement and spur 
each other on. 

Hopefully I will,after some site re-design, so it's easily updated. Mind 
you, it looks as though finishing tanx2 is going to be mothballed for a few 
weeks! 


Net Yaroze newsgroups message dump.txt Page 4289 


Stuart. 


—-MESSAGE FILE 6641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05365 


-—-MESSAGE FILE 6642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005366 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's 

Date: Wed, 16 Feb 2000 13:37:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <88e8qg$cj18@chuka.playstation.co.uk> 

References: <88dtm1$cj14@chuka.playstation.co.uk> <88e6eo0$cj16@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yeah it would have to give up some time on its CD run’s but it would be a 
nice demonstration of customer loyalty if they would do it. We all parted 
with hard cash for the machines so if we covered the costs of the run it 
would be nice if sony gave us the time to run them. As for what goes on the 
CD*s we could simply organise ourselves, if someone posted a thread saying 
they had a demo other ppl could add to the thread and when there were enough 
submissions they could forward the data on to Sony. That said stuff like 
Multi Tap support wouldn’t go wanting either :) 


—-MESSAGE FILE 6642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05366 


—-MESSAGE FILE 6643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005367 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's 
Date: Wed, 16 Feb 2000 13:45:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88e9mf$cj19@chuka.playstation.co.uk> 

References: <88dtm1$cj14@chuka.playstation.co.uk> <88e6eo0$cj16@chuka.playstation.co. 
uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> The other stuff ( rumble, multi-tap functions), isn't a financial risk or 
a 
> time-consuming exercise for Sony to make available to us, so why not? 


IIRC our libraries contain a much simplified version of the pad handling 
functions present in the 'proper' developer libraries, they would have to 
write new yaroze controller stuff, which would be time consuming and I think 
they would need to change the libsps.exe file on the Yaroze boot disk, 
meaning new boot disks for everyone. 

And Sony staff have said several times in these newsgroups it won't happen. 


cheers 
Matt 
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—-MESSAGE FILE 6643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05367 


—-MESSAGE FILE 6644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005368 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Demo CD 

Date: Wed, 16 Feb 2000 14:16:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <38aaaf9e.16451189@www.netyaroze-europe. com> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Ok, so its nearly a copy of the above thread but:- 


_hypothetically_ what demos/ games would you want to be put on a cd? 
I would forward two of my finished demos 


Adventure Game 
Race Game 1 


and whatever it is Im working on (Race Game 3). I would also submit 
various Japanese demos. 


This thread is here to judge what sort of stuff could be put on. 
Please dont post anything along the lines of "I think we should have a 
cd" :) Can people just reply stating what complete games of theirs or 
of others peoples they would want to see, and if there is a project 
they are working on they would like to see on it that will be finished 
in the _near_ future. 


If there are enough demos for it to be worthwhile there might be 
something worth doing. As I cant judge how many people are active, it 
could be just like 3 people with stuff, which isn't worthwhile. 


Cheers 
Rob 


Disclaimer: 

Anything I say has no direct relation to where I work (Sony), is not 

an official voice of where I work (Sony) and Sony doesn't even exist 

as far as I'm concerned. 

—-MESSAGE FILE 6644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05368 


-—-MESSAGE FILE 6645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005369 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Wed, 16 Feb 2000 14:47:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88edbb$cj110@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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Ok, 


_hypothetically_ what demos/ games would you want to be put on a cd? 
I would forward two of my finished demos 


Adventure Game 
Race Game 1 


> 
> 
> 
> 
> 
> 
> and whatever it is Im working on (Race Game 3). I would also submit 

> various Japanese demos. 

Well I'd like to see that Japanese HoverRacing game on a disk, as well as my 
first game (which is finished and being released this weekend). Plus the two 
projects I am working on at the moment. 


cheers 
Matt 


—-MESSAGE FILE 6645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05369 


—-MESSAGE FILE 6646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005370 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Wed, 16 Feb 2000 15:03:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <88edsm$cj111@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well Id want my current game on, its finished as a PC game and Im just 
converting the graphics and sound functions across to run on the PSX. Maybe 
a week to completion. 


—-MESSAGE FILE 6646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05370 


—-MESSAGE FILE 6647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005371 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Wed, 16 Feb 2000 15:06:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <38aabc5f.88729826@news.playstation.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <87evlp$1174@chuka.playstation.co. 
նէ» <389B2F3C.30F6C924@netscapeonline.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Don't be offended, but honestly, I think you're wasting a little too 
much energy concerning yourself about him. 


I think he may have been offering a polite way of saying "we're not 
interested". If he had said something else, perhaps you could argue 
with him "but what about ..."? so he said something that you just kind 
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of have to swallow. 
I don't think hurt feelings were intended. 


Steven 


On Fri, 04 Feb 2000 19:57:49 +0000, thechief666 
<thechief666@netscapeonline.co.uk> wrote: 


>I would take offence to this, if I wasn't of the opinion that most magazine 
>journalists are complete idiots anyway (not all, but most :-) ). My game 
>StarsWars did meet ALL of the technical requirements, so I guess it must be 
>shite then huh? I personally think that it is because Sony has virtually stopped 
>support for the Yaroze and so can't be bothered to continue sending our games to 
>the PSM magazine. Still, I myself plan to continue using the Yaroze, since it 
>does provide valuable experiance to enter the industry, as well as providing 
>some demos for potential employers.... 

> 

> 

> Marc. 

> 

>Maybe we should all e-mail this complete waste-of-space who wrote this piece and 
>ask him to show us how to make a proper game huh? Anyone know the address? 


—-MESSAGE FILE 6647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05371 


—-MESSAGE FILE 6648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005372 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Wed, 16 Feb 2000 18:00:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <88eo0k5$cj113@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr48-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi 


Here's a Japanese game - Kiken(?) - which would be good for the disc: 
http://village.infoweb.ne.jp/~exe/kiken.htm 


And another SCEI game - Hardbrain: 
HTTP: //www.geocities.co.jp/Playtown—Denei/6672/ 


Derek 


—-MESSAGE FILE 6648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05372 


—-MESSAGE FILE 6649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005373 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's 

Date: Wed, 16 Feb 2000 18:07:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <88ep1t$cj114@chuka.playstation.co.uk> 

References: <88dtm1$cj14@chuka.playstation.co.uk> <88e6eo0$cj16@chuka.playstation.co. 
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uk> <88e9mf$cj19@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-6-84-187.btinternet.com 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


This is kinda why i called it "One Last favour sony???" 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 88e9mf$cj19@chuka.playstation.co.uk... 

> 

> 

> > The other stuff ( rumble, multi-tap functions), isn't a financial risk 
or 


v 


a 
> time-consuming exercise for Sony to make available to us, so why not? 


IIRC our libraries contain a much simplified version of the pad handling 
functions present in the 'proper' developer libraries, they would have to 
> write new yaroze controller stuff, which would be time consuming and I 
think 

> they would need to change the libsps.exe file on the Yaroze boot disk, 

> meaning new boot disks for everyone. 

> And Sony staff have said several times in these newsgroups it won't 
happen. 


> 
> 
> 
> 


v 


cheers 
Matt 


> 
> 
> 
> 
> 
> 


--MESSAGE FILE 6649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05373 


--MESSAGE FILE 6650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005374 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Games Competition 

Date: Wed, 16 Feb 2000 18:25:25 +0000 

Organization: Netcom member 

Lines: 3 

Message-ID: <38AAEB95.D063D1BB@énetscapeonline.co.uk> 

References: <881kr8$8081@chuka.playstation.co.uk> <884iomSfhf30@chuka.playstation.co 
-uk> <886nbmSidh3@chuka.playstation.co.uk> <88c7lg$77d1l@chuka.playstation.co.uk> <88 
cb24$77d2@chuka.playstation.co.uk> <88e6pn$cj17@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-13-36.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Team Asylum will be there!!!!11111111111 


—-MESSAGE FILE 6650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05374 


—-MESSAGE FILE 6651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005375 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 
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Date: Wed, 16 Feb 2000 18:29:39 +0000 

Organization: Netcom member 

Lines: 4 

Message-ID: <38AAEC93.BC56FD1@netscapeonline.co.uk> 

References: <38aaaf9e.16451189@www.netyaroze-europe.com> <88e0k5$cj113@chuka.playsta 
tion.co.uk> 

NNTP-Posting-Host: dialup-13-36.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I wouldn't mind StarsWars, although I do think we should include the 
Yaroze entries into the GamesWire competition, if such a CD operation did 
go ahead :-) 


—-MESSAGE FILE 6651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05375 


—-MESSAGE FILE 6652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005376 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Wed, 16 Feb 2000 18:32:26 +0000 

Organization: Netcom member 

Lines: 8 

Message-ID: <38AAED3A.4C83C1CF@netscapeonline.co.uk> 

References: <75+oDKAgqzMm4EwNH@trsoft.demon.co.uk> <87evlp$1174@chuka.playstation.co. 
նէ» <389B2F3C.30F6C924@netscapeonline.co.uk> <38aabc5f.88729826@news.playstation.co. 
uk> 

NNTP-Posting-Host: dialup-13-36.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Yeah, I do agree with you. My general feeling was he could have picked a better 
response, or just blantently said if they weren't interested. Still I'm not offended 
by this anyway since I don't intend on stopping my Yaroze work :-) 


Marc. 


—-MESSAGE FILE 6652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05376 


—-MESSAGE FILE 6653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005377 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Wed, 16 Feb 2000 18:34:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <88eqjo$cj115@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-124.elmiron.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> _hypothetically_ what demos/ games would you want to be put on a cd? 
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If I could finish it in time I would definately, definately, be submitting 
my project that I have been working on for 2 years now. 

(It's a first person perspective fighting/puzzel game with a 'real phisics' 
game engine.) 


I have nearly given up hope of ever seeing it on a CD, which was the main 
point of doing it in the first place... 

I find it exceedingly unfair that people who have been working on really 
long term projects like me, may in the end only get to show their years of 
work to thier friends. I've gambled a lot of time and money on this project 
and it saddens me to think that few people will get to see it when it is 
finished. Also I'd be nice to go to job interviews with a CD rather than a 
Yaroze and a lap-top and all the gubbins. 


Jon Prestidge 


—-MESSAGE FILE 6653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05377 


—-MESSAGE FILE 6654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005378 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's 

Date: Wed, 16 Feb 2000 19:48:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <38aafd64.36364689@www.netyaroze-europe. com> 
References: <88dtml1$cj14@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Am quoting from thread below as I only wanted it to be for short 
messages :) 


quote 
If I could finish it in time I would definately, definately, be 
submitting 
my project that I have been working on for 2 years now. 
(It's a first person perspective fighting/puzzel game with a 'real 
phisics' 
game engine.) 
==========end quote========= 


Is there anything to show anyone? it would always be nice to see some 
of the work even if you dont think its anywhere near finished. Or 
maybe i should have a look at the websites as well :) 


quote 
I have nearly given up hope of ever seeing it on a CD, which was the 
main 
point of doing it in the first place... 
I find it exceedingly unfair that people who have been working on 
really 
long term projects like me, may in the end only get to show their 
years of 
work to thier friends. I've gambled a lot of time and money on this 
project 
and it saddens me to think that few people will get to see it when it 
is 
finished. Also I'd be nice to go to job interviews with a CD rather 
than a 
Yaroze and a lap-top and all the gubbins. 


Jon Prestidge 
=== =s pet qu ote========= 
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well - I understand how you feel - but it _was_ clear when getting the 
system about the way things were generally. Ok the OPM is a bit of an 
issue but that was always discretionary anyway. 


In terms of getting job interviews there are various ways of getting 
things to them - either lugging the kit across (which isnt such an 
effort if its going for the job of a lifetime) or by getting screen 
grabs blah blah. For real developers who really wanted to see your 
stuff there is something on the faq about making your code friendlier 
for the company to convert onto a real devkit. 


Not much of a helpful answer - but it tends to be the same as with the 
requests for the new libraries - its not likely to happen (some things 
definately wont happen). Im just asking about what _exact_ interest 
there would be in getting a disk done because everyone would like to 
see their stuff on a disk but 90% of yaroze owners havent really 
started a game beyond the design + graphics and the others tend to 
never quite finish it ( i consider myself in that category). Its only 
final products which would be worth putting on a disc so thats what I 
was asking for a list for so we can weigh up the worth of an approach 
tO: SONY 2. š 


Cheers 
Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

--MESSAGE FILE 6654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05378 


--MESSAGE FILE 6655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005379 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Where do we go from here? 

Date: Wed, 16 Feb 2000 20:39:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Could someone from SONY please explain to all of us what we can do with 
our Yaroze kits (....don't even go there....). 


We really should have been given notice that the OPM stuff was coming to 
an end and given us the opportunity to produce some work for 
presentation to the gaming world. Rewind to July last year when I 
compained that SONY were not making it worth our while and not giving us 
the libraries and tools that we as casual programmers needed. So many 
people gave me a hard time about that but look at how little we have 
heard from them in all this time. 


I remember hearing somewhere that SEGA dev. kits could burn on special 
discs which would run on an unmodified system. 


We need some way of producing CD's of our work. Other magazines may 
support our work if SONY would only allow them to. 


I have heard that it is possible to burn a disk which will run ona 
chipped PSX. Perhaps SONY could give Yaroze users permission to do that 
legally (with royalties being due to SONY if they make any money at it). 


When the PS2 backward compatibility was announced I thought we'd be OK 
but now they tell us they cannot use our stuff anymore. 
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I'm sure that my non-disclosure agreement does not stop me from 
complaining to Watchdog etc. about the shoddy treatment we are receiving 
from SONY. Actually, a friend of mine works for the BBC and might be 
able to pull a few strings to get it on air. 

If SONY are refusing to continue actively running the Yaroze project 
then perhaps they are preparing to stop actively supporting the 
Playstation as a way of forcing the punters to buy the new machine. 


What about us all thinking about SONY's level of effort during the last 
2 Years (lets compile an audit). 


Add SONY sponsored initiatives below with an approximate date 


Tony Ross 
—-MESSAGE FILE 6655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05379 


-—-MESSAGE FILE 6656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005380 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's 

Date: Wed, 16 Feb 2000 20:25:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <88f23s$cj116@chuka.playstation.co.uk> 

References: <88dtm1$cj14@chuka.playstation.co.uk> <88e6eo0$cj16@chuka.playstation.co. 
uk> <88e9mf$cj19@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-50.palladium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Matt Verran wrote in message <88e9mf$cj19@chuka.playstation.co.uk>... 

> 

> 

>> The other stuff ( rumble, multi-tap functions), isn't a financial risk or 
>a 

>> time-consuming exercise for Sony to make available to us, so why not? 

> 

>IIRC our libraries contain a much simplified version of the pad handling 
>functions present in the 'proper' developer libraries, they would have to 
>write new yaroze controller stuff, which would be time consuming and I 
think 

>they would need to change the libsps.exe file on the Yaroze boot disk, 
>meaning new boot disks for everyone. 

>And Sony staff have said several times in these newsgroups it won't happen. 
> 


Oops, showed my ignorance there didn't I? My mistake. No point in grumbling 
anyway, as nothing is going to happen. After all, the Yaroze is stilla 
pretty damn fine piece of kit, I'm currently trying to get my megre coding 
ability ( and the mathematical prowess of a hamster! ) round 
windows/directX, and I really appreciate what an easy job the Yaroze makes 
of creating games. 

Stuart ( eating humble pie )... 


—-MESSAGE FILE 6656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05380 


—-MESSAGE FILE 6657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005381 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tanx2 demo 
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Date: Wed, 16 Feb 2000 20:29:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <88f2c0$cj118@chuka.playstation.co.uk> 
References: <8847utSfhf24@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-50.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


stuart @macdonald4798.freeserve.co.uk wrote in message 
<8847utS$fhf24@chuka.playstation.co.uk>... 

>Hi folks, 

>I know this isn't the place, but it's the most-read area! 

>After 3 furious weeks of work, the Tanx2 demo is now in my ftp area 
>(~scmacd). Still got some effects, sfx and better front-end to put in. Also 


>the bots ( I'm designing the code just now! ). 
>Let me know what you think. 

>Stuart. 

> 


Some folk might not be bothered to go to the Yaroze site and go through all 
that homepage stuff, so here's the link to my ftp section: 
http: //www.netyaroze-europe.com/~scmacd/ftp/ 


Enjoy ( and plaese give feedback ) 
Stuart. 


—-MESSAGE FILE 6657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05381 


—-MESSAGE FILE 6658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005382 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Wed, 16 Feb 2000 20:35:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <88f2m9$cj119@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-50.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert wrote in message <38aaaf9e.16451189@www.netyaroze-europe.com>... 
>Ok, so its nearly a copy of the above thread but:- 

> 

>_hypothetically_ what demos/ games would you want to be put on a cd? 


Well, probably: 
Tanx ( possibly, although it was on OPM ) 
Tanx2 


My GamesWire competition entry as well ( provided it gets completed ) 
Stuart. 


—-MESSAGE FILE 6658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05382 


-—-MESSAGE FILE 6659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005383 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Is OPM still taking games? 

Date: Wed, 16 Feb 2000 22:41:13 +0000 
Organization: Max Studios 

Lines: 40 

Message-ID: <38AB2789.983CC3C4@which.net> 
References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <8844fsSfhf1l6@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: p291-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


What if there was a killer game arriving on the platform? would it get any 


Max 


George Bain wrote: 
Hi there, 


We will no longer be putting Net Yaroze games on demo discs. The main 
reason is for the number of playable demos on the disc and the excitement 
generated by Net Yaroze games. As you all know SCEE no longer sells 

Net Yaroze but still provide technical support and repairs, not generate 
more interest by having them back on OPM again. 


I personally do not see why Net Yaroze members should stop making 
games as a result from this. Net Yaroze members can gain valuable 
information on programming a game console unlike PC programmers. 


George Bain 


Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 
news: 75+oDKAqzMm4EwNH@trsoft.demon.co.uk... 
> Is there still any point in completing a game for OPM release? 


Are there any new initiatives regarding Yaroze games or have SONY given 
up on us. 


I really would like to go back to my game but would not want to end up 
with something that I couldn't share with other PSX users outside the 
Yaroze community (and cost me lots more of my spare time for no return). 
xx*x*x*Please don't start a flame war over this slight whinge****** 


I can't remember seeing much info from SONY for some time. 


Any info would be appreciated. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


VVVVVVVVVVVVV VV 


Tony Ross 


—-MESSAGE FILE 6659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05383 


—-MESSAGE FILE 6660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005384 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Sony kept their end up...... 

Date: Wed, 16 Feb 2000 22:55:24 +0000 
Organization: Max Studios 

Lines: 14 

Message-ID: <38AB2ADC.71B060B3@which.net> 
NNTP-Posting-Host: p291-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
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X-Accept—-Language: en 


Sony did keep their end up, they provided a service, hey, not a great 
one but we got a PlayStation we can program on, is that not cool? I 
admit I have relativly nothing to show for my Yaroze ownership besides 
some little sample programs but I'm still glad I bought it, it has 
definately been worth my while. We signed a contract, I do not cuss or 
dis Sony, they are the creator of the black box sitting ontop of my 
Hi-Fi and plugged into my PC which runs game that I make. 


I'm getting into the really technical stuff right now and soon I should 
have my first game, hopefully half decent. This as well as Team Asylum's 
Mach Force. Hold on to yer pants!!!!! 


Max 


—-MESSAGE FILE 6660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05384 


-—-MESSAGE FILE 6661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005385 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 16 Feb 2000 23:13:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <88fb08$k301@chuka.playstation.co.uk> 
References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
NNTP-Posting-Host: 212.49.255.207 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Your post imho is quite harsh and undeserving in *almost* its entirety. 
Comments in text... 


Tony Ross wrote in message . 
>Could someone from SONY please explain to all of us what we can do with 
>our Yaroze kits (....don't even go there....). 


heh I paid 5-600 quid for my black box and am very happy having done so, a 
conversation piece if nothing else .. but it is so much more !! 


> 

>We really should have been given notice that the OPM stuff was coming to 
>an end and given us the opportunity to produce some work for 
>presentation to the gaming world. 


I dont believe the OPM thing was an original part of the program when i 
bought my yaroze (maybe someone could correct me here).But that aside how 


much notice would you need ? 1 month 6 months .. seriously with a few 
notable execptions the yaroze project from a coders viewpoint is running to 
an end the OPM thing was bound to finish .. there just isnt anything to put 


on the disks. 


> Rewind to July last year when I 

>compained that SONY were not making it worth our while and not giving us 
>the libraries and tools that we as casual programmers needed. So many 
>people gave me a hard time about that but look at how little we have 
>heard from them in all this time. 


Hmm would your projects gain from a vibrating pad or link up code .. which 
by the way is apparently dodgy as hell .. how much more is missing from the 
libs ? What tools are you personally missing ? 


> 
>I remember hearing somewhere that SEGA dev. kits could burn on special 
>discs which would run on an unmodified system. 


I thought the sega stuff was way inferior to the sony libs focusing on 
sprites etc missing out all the fun stuff ? 
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> 

>We need some way of producing CD's of our work. Other magazines may 
>support our work if SONY would only allow them to. 

> 

>I have heard that it is possible to burn a disk which will run ona 
>chipped PSX. Perhaps SONY could give Yaroze users permission to do that 
>legally (with royalties being due to SONY if they make any money at it). 


I cant see why you need a CD with your stuff .. if its for employment video 
the game showing all the good bits in the various levels and send them this 
with the code .. they will look at both. If its just for fame on a magazine 
then sony didnt say it was part of your yaroze package. 


> 
>When the PS2 backward compatibility was announced I thought we'd be OK 


>but now they tell us they cannot use our stuff anymore. 
> 


This i want to hear about .. I thought if the game was written to sony's 
specific standards it should work on PS2 which is why alot of the big games 
wont work because of direct hardware access etc. Obviously as yarozers we 
are using the original libs so should be ok .. unless there is memory issues 
or something else i dont know about =( 


>I'm sure that my non-disclosure agreement does not stop me from 
>complaining to Watchdog etc. about the shoddy treatment we are receiving 
>from SONY. Actually, a friend of mine works for the BBC and might be 
>able to pull a few strings to get it on air. 

>If SONY are refusing to continue actively running the Yaroze project 
>then perhaps they are preparing to stop actively supporting the 
>Playstation as a way of forcing the punters to buy the new machine. 


How many technical questions haven't been answered by either sony or another 
member, most members are to busy getting on with it to worry about NEW 
additions to libraries every other week that totally mess up the work they 
have done to date. 
Also are you refering to a yaroze 2 ? never heard there was going to be one 
even if there is it would be several years in the making at least as far 
in as the original one was. 
If you dont mean a yaroze 2 then why would Sony want to keep a large 
playstation base when the ps2 is out ? Your talking about a business that 
wants to make money .. at least they are trying for some level of backwards 
compatibilty unlike nintendo or sega. 


> 

>What about us all thinking about SONY's level of effort during the last 
>2 Years (lets compile an audit). 

> 

>Add SONY sponsored initiatives below with an approximate date 

>—— 

>Tony Ross 


I doubt Sony have made money from this project and yet they continue to 
provide web space for these newsgroups and homepages, on top of this they 


have sponsored a competition(cant remember the name .. chris won =) ) have 
done a couple of home spun things and put out for the OPM stuff. If sony put 
a stop to whats left (newsgroups and web sites) I believe it will be because 


of pressure from disgruntled yaroze members who done to little to late with 
their black boxes. Not to worry though you might get some of your money back 
but then you wouldnt be happy with that either. 


The members make this project NOT sony .. the last wee compo that james R 
set up there was like 3 entries .. WOAH .. worth doing one every week !! 
Pete. 


Yaroze - Lets do it together ?? nah 
Yaroze - Lets complain together. 
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—-MESSAGE FILE 6661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05385 


—-MESSAGE FILE 6662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005386 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Wed, 16 Feb 2000 23:22:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <88fbfv$k302@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.49.255.207 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hey, 


I'd like to see my stuff on the disk just to lower the overall quality of 
the disk, but wouldn't be to annoyed at just the good stuff being on 
there... honest =) 


Pete. 
[London aint that big a hiding place *grin* | 


—-MESSAGE FILE 6662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05386 


—-MESSAGE FILE 6663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005387 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 01:45:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <38ab5135.126831333@news.playstation.co.uk> 
References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Tony, 


I'm sorry, but I really have to disagree with your email entirely. 
Please don't take offense to what I write. 


First of all, the fact that the OPM stuff was even there, was an added 
bonus, not a requirement. Nowhere in the agreement did it mention 
that you stuff would be considered for anything like that. The fact 
that they did, was cool of them in the first place. 


Secondly, you do not have a professional dev. kit. You have a kit 

which entitles you to write games to run on your specific kit, and 

those of other NY members. Sony is/was under no obligation to make 
your disk playable to everyone else. 


I think that we're all dreaming pipe dreams if we think Sony will 
press discs for us. It costs money, it takes time, and really isn't 
worth their while. 


If you think that Sony will have anything to do with chipped systems, 
you've really got something else coming! 


Finally, regarding the "termination" of Net Yaroze, if memory serves 
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me well, we were all entitled to only one year membership, to be 
renewed annualy. I don't remember paying any renewal fees myself. We 
really do have to come to grips with the fact that with PS2 coming 
out, the emphasis will shift away from the old PSX. 


Steven 
p.s. I'm bracing for the flames that this message has earned me. 


On Wed, 16 Feb 2000 20:39:49 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>Could someone from SONY please explain to all of us what we can do with 
>our Yaroze kits (....don't even go there....). 

> 

>We really should have been given notice that the OPM stuff was coming to 
>an end and given us the opportunity to produce some work for 
>presentation to the gaming world. Rewind to July last year when I 
>compained that SONY were not making it worth our while and not giving us 
>the libraries and tools that we as casual programmers needed. So many 
>people gave me a hard time about that but look at how little we have 
>heard from them in all this time. 

> 

>I remember hearing somewhere that SEGA dev. kits could burn on special 
>discs which would run on an unmodified system. 

> 

>We need some way of producing CD's of our work. Other magazines may 
>support our work if SONY would only allow them to. 

> 

>I have heard that it is possible to burn a disk which will run ona 
>chipped PSX. Perhaps SONY could give Yaroze users permission to do that 
>legally (with royalties being due to SONY if they make any money at it). 
> 

>When the PS2 backward compatibility was announced I thought we'd be OK 
>but now they tell us they cannot use our stuff anymore. 

> 

>I'm sure that my non-disclosure agreement does not stop me from 
>complaining to Watchdog etc. about the shoddy treatment we are receiving 
>from SONY. Actually, a friend of mine works for the BBC and might be 
>able to pull a few strings to get it on air. 

>If SONY are refusing to continue actively running the Yaroze project 
>then perhaps they are preparing to stop actively supporting the 
>Playstation as a way of forcing the punters to buy the new machine. 

> 

>What about us all thinking about SONY's level of effort during the last 
>2 Years (lets compile an audit). 

> 

>Add SONY sponsored initiatives below with an approximate date 
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—-MESSAGE FILE 6663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05387 


—-MESSAGE FILE 6664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005388 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Demo CD`s again 

Date: Thu, 17 Feb 2000 08:33:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <88gbdfS6hl@chuka.playstation.co.uk> 
NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This whole thread is drifting away from the point, I don’t believe that Sony 


should press disc for ստ just for the hell of it, nor am I asking for a 
compilation of the best Yaroze stuff. As a simple business transaction I 
would like to know :- 


Net Yaroze newsgroups message dump.txt Page 4304 
(a) What is the minimum run size that Sony would be willing to press. 
(b) How many Yaroze demos would they be able to put on one CD. 
(c) How much would this service cost. 
(d) Would they be willing to do it. 


If Sony could simply quote us a price then we can at least make an 
informed decision ourselves. Surely thats not too much to ask ? 


—-MESSAGE FILE 6664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05388 


—-MESSAGE FILE 6665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005389 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 08:26:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <88gcb5S6h2@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> 

NNTP-Posting-Host: modem-21.iron.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Steven Osman wrote in message <38ab5135.126831333@news.playstation.co.uk>... 
>First of all, the fact that the OPM stuff was even there, was an added 
>bonus, not a requirement. Nowhere in the agreement did it mention 

>that you stuff would be considered for anything like that. The fact 

>that they did, was cool of them in the first place. 


You're right, no flames from me. I can't really complain. I never knew any c 
last Jan/Feb, and in 6 weeks I managed to cobble together my first game, 
tanx. I can't possibly imagine doing that with Windows and DirectX/Open GL. 
Fair enough, it got on the OPM disk, but that was a bounus to the achievment 
of writing a game in the first place. 

Okay, now the OPM thing is finished it's sad, but let's face it, there was 
no promises made by Sony, and it's a buisness not a charity! Don't think 
that just because I got one of my games on the OPM disk I don't care - I 
would have liked to see either Tanx2 or my next game on the cd as well. 
Okay, I haven't been overly productive - 2 games in a year, but the Yaroze 
has given me a great chance to learn and a gentle introduction into games 
programming, design & artwork. 

I don't see anything wrong with taking a short video of your work to an 
interview and your source code ( provided it's not spagetti :-) ). A 
developer will still be impressed you wrote a complete game. 

Okay, some of us mentioned multi-tap and rumble libraries, but this was just 
wishfull thinking, not a complaint at all, and I know it would be difficult 
and highly unlikely anyway. 

By the way Pete, it was the GDUK competition that Chris won. 

If people want freely distibutable code then it looks like they should use 
what they learned and get into Windows and DirectX ( that's what I'm 
attempting ). Okay it's more work and learning, but the Yaroze has provided 
a good start. 

If it's a competition you're looking for check out the GamesWire comp., I've 
been trying to drum up interest in it over the last few days, it may be your 
last chance at exposure if that's what you want, so go for it. 

Stuart. 


—-MESSAGE FILE 6665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05389 
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—-MESSAGE FILE 6666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005390 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 10:34:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <88gitiS6h3@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88gcb5S6h2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98AEB1A1.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Stuart if your looking at directX you might want to try a wrapper library, 
something like PowerRender(at least thats what it used to be called) It 
doesnt write the stuff for you but its as close as you'll get in a windows 
environment. I picked it up no probs but it is a bit of reading and trying 
to understand the examples (which there are many) 


Pete. 


stuart @macdonald4798.freeserve.co.uk wrote in message 
<88gcb5S$6h2@chuka.playstation.co.uk>... 

> 

>Steven Osman wrote in message 
<38ab5135.126831333@news.playstation.co.uk>... 

>>First of all, the fact that the OPM stuff was even there, was an added 
>>bonus, not a requirement. Nowhere in the agreement did it mention 

>>that you stuff would be considered for anything like that. The fact 
>>that they did, was cool of them in the first place. 

> 

> 

>You're right, no flames from me. I can't really complain. I never knew any 
c 

>last Jan/Feb, and in 6 weeks I managed to cobble together my first game, 
>tanx. I can't possibly imagine doing that with Windows and DirectX/Open GL. 
>Fair enough, it got on the OPM disk, but that was a bounus to the 
achievment 

>of writing a game in the first place. 

>Okay, now the OPM thing is finished it's sad, but let's face it, there was 
>no promises made by Sony, and it's a buisness not a charity! Don't think 
>that just because I got one of my games on the OPM disk I don't care - I 
>would have liked to see either Tanx2 or my next game on the cd as well. 
>Okay, I haven't been overly productive - 2 games in a year, but the Yaroze 
>has given me a great chance to learn and a gentle introduction into games 
>programming, design & artwork. 

>I don't see anything wrong with taking a short video of your work to an 
>interview and your source code ( provided it's not spagetti ;-) ). A 
>developer will still be impressed you wrote a complete game. 

>Okay, some of us mentioned multi-tap and rumble libraries, but this was 
just 
>wishfull thinking, not a complaint at all, and I know it would be difficult 
>and highly unlikely anyway. 

>By the way Pete, it was the GDUK competition that Chris won. 

>If people want freely distibutable code then it looks like they should use 
>what they learned and get into Windows and DirectX ( that's what I'm 
>attempting ). Okay it's more work and learning, but the Yaroze has provided 
>a good start. 

>If it's a competition you're looking for check out the GamesWire comp., 
I've 

>been trying to drum up interest in it over the last few days, it may be 
your 

>last chance at exposure if that's what you want, so go for it. 

>Stuart. 

> 

> 


—-MESSAGE FILE 6666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05390 


—-MESSAGE FILE 6667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005391 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 10:38:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <88gk3kS6h4@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88gcb5S$6h2@chuka.playstation.co.uk> <88gitiS6h3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-121.radium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks for the info Pete, I'll see if I can find PowerRender then. I've been 
stumbling along using lcc, but I'll need to lay my hands on Visual Studio 
since most of the books/tutorials seem to be written with it in mind. 
Stuart. 


—-MESSAGE FILE 6667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05391 


—-MESSAGE FILE 6668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005392 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 12:10:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88gognS6h5@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88gcb5S6h2@chuka.playstation.co.uk> <88gitiS6h3@chuka.playstation.co.uk> 
<88gk3k$6h4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98CBO058C.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just had a quick check to see if its still going .. looks stronger than ever 
check 

www.egerter.com 

I remember using Watcom 10.6 but chances are it is visual C now =( 


Pete. 


stuart @macdonald4798.freeserve.co.uk wrote in message 
<88gk3k$6h4@chuka.playstation.co.uk>... 

>Thanks for the info Pete, I'll see if I can find PowerRender then. I've 
been 

>stumbling along using lcc, but I'll need to lay my hands on Visual Studio 
>since most of the books/tutorials seem to be written with it in mind. 
>Stuart. 

> 

> 

> 


—-MESSAGE FILE 6668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05392 


—-MESSAGE FILE 6669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005393 
Path: chuka.playstation.co.uk!news 
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From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 12:21:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <88gqq4vS6h6@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88gcb5S$6h2@chuka.playstation.co.uk> <88gitiS6h3@chuka.playstation.co.uk> 
<88gk3kS$6h4@chuka.playstation.co.uk> <88gognS$6h5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-25.iron.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Peter Dollochan wrote in message <88gognS6h5@chuka.playstation.co.uk>... 
>Just had a quick check to see if its still going .. looks stronger than 
ever 

>check 

>www.egerter.com 

>I remember using Watcom 10.6 but chances are it is visual C now =( 


Yep, looked it up and you really need VC++. Time to see about a student 
licence... 
Stuart. 


—-MESSAGE FILE 6669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05393 


-—-MESSAGE FILE 6670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005394 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's again 

Date: Thu, 17 Feb 2000 12:36:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <38abe8a6.8986526@www.netyaroze-europe. com> 
References: <88gbdfS6hl@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 17 Feb 2000 08:33:34 -0000, "Steve Davison" 
<steve@sdar.demon.co.uk> wrote: 


>This whole thread is drifting away from the point, I don’t believe that Sony 
>should press disc for us just for the hell of it, nor am I asking for a 
>compilation of the best Yaroze stuff. As a simple business transaction I 
>would like to know :- 

> 

> (a) What is the minimum run size that Sony would be willing to press. 


I think Sony can get any amount they want produced - the price is 
(obviously) on a sliding scale 


> (b) How many Yaroze demos would they be able to put on one CD. 


more than Yaroze people can supply - remember each yaroze demo can 


take up a max օք 2 meg - a cd can take 640 meg - so thats over 300 
demos 

> (c) How much would this service cost. 

I dont know the price - probably quite a lot - for a small run i could 


believe it would one hundreds or more per disc. Unless you have a hell 
of a lot money I dont think it will be worth it. 


> (d) Would they be willing to do it. 
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probably not - but thats why I asked in a thread above to see how many 
games would people want on there; the more stuff the more leverage to 
say to sony 'go on; give us a goodbye’ 


> If Sony could simply quote us a price then we can at least make an 
>informed decision ourselves. Surely thats not too much to ask ? 


possibly yes - remember Sony have fulfilled their part of the contract 
— there is no need for George and James to read and reply other then 
the fact that they personally want to do it; and they are busy (I 
think!). To put together this disk would require some serious 
organization and time that will eat into other important things. Im 
not saying they shouldnt see about it doing it - but they dont have to 
hurry to answer, if indeed they answer at all 


Probably not want you want to hear but (hopefully) true :) 


Cheers 
Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05394 


-—-MESSAGE FILE 6671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005395 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s again 

Date: Thu, 17 Feb 2000 13:46:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <88gqu4tS6h7@chuka.playstation.co.uk> 

References: <88gbdfS$6hl@chuka.playstation.co.uk> <38abe8a6.8986526@www.netyaroze-eur 
ope.com> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> possibly yes - remember Sony have fulfilled their part of the contract 
> — there is no need for George and James to read and reply other then 

> the fact that they personally want to do it; and they are busy (I 

> think!). 

Yeah, busy playing GT2000 and Ridge5 (maybe) =) 


—-MESSAGE FILE 6671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05395 


—-MESSAGE FILE 6672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005396 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6é@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s again 

Date: Thu, 17 Feb 2000 14:24:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <88h0apS6h8@chuka.playstation.co.uk> 

References: <88gbdfS$6hl@chuka.playstation.co.uk> <38abe8a6.8986526@www.netyaroze-eur 
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ope .com> 

NNTP-Posting-Host: m25-mpl-cvxl1lb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi, 

I'd bet my left bollock that Sony will NEVER agree to this. Like I've 
suggested before, our best bet is to probably get OPM interested in some 
kind of massive Yaroze compilation disk. That way, they get all the 
publishing hassles and Sony just have to concentrate on gathering all the 
code together. 
Sony MAY be willing to do this for us. 

If everyone adds to Rob's thread above about what they would like to see 
on a compilation disk then we could see what we are looking at in terms of a 
viable compendium. 

I'm pretty sure OPM would go for it. If we organised it to be released 
around Autumn time when there's usually a drop in quality demos anyway then 
there would be shed loads of time for people to come up with extra stuff 
(including all those *long term* projects ;o) ). So, if you miss the boat 
this time, tough shite. Also, it would give Sony the chance to start adding 
stuff in their own time. I'm sure we can all imagine how busy they are at 
the moment. 


Basically, if we all want some kind of compilation Yaroze disk then it 
would be wise to start planning for one instead of bitching & moaning about 
what Sony do and do not do. Call me naive but slagging Sony off probably 
won't do our cause any good. ;0) 


If there's enough interest in this idea then I'll get in touch with the 
OPM editor otherwise I'll just get back to my corner coding my PONG clone. 
70) 


Cheers, 


Scott 


—-MESSAGE FILE 6672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05396 


—-MESSAGE FILE 6673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005397 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Thu, 17 Feb 2000 14:31:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <88h0aqS6h9@chuka.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe. com> 
NNTP-Posting-Host: m25-mpl-cvxlb.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Depending on the time limit we've got to submit games then I'd like to see 
my helicopter game on a disk. At the moment I'm working on Team Asylum's 
entry in the gameswire.com comp which I'm pretty sure all the team members 
would like to submit for a compilation disk. 

There's bucket loads of older stuff that could go on too. 

Cheers, 


SCott 
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—-MESSAGE FILE 6673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05397 


-—-MESSAGE FILE 6674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005398 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s again 

Date: Thu, 17 Feb 2000 14:25:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <88h1d9S6h10@chuka.playstation.co.uk> 

References: <88gbdf$6hl@chuka.playstation.co.uk> <38abe8a6.8986526@www.netyaroze-eur 
ope.com> <88h0apS6h8@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-204.zinc.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Scott Ward wrote in message <88h0apS6h8@chuka.playstation.co.uk>... 

> I'm pretty sure OPM would go for it. If we organised it to be released 
>around Autumn time when there's usually a drop in quality demos anyway then 
>there would be shed loads of time for people to come up with extra stuff 
>(including all those *long term* projects ;0) ). So, if you miss the boat 
>this time, tough shite. Also, it would give Sony the chance to start adding 
>stuff in their own time. I'm sure we can all imagine how busy they are at 
>the moment. 


This sounds like the most viable approach yet. Hopefully the GamesWire 
competition will encourage a few full games to be completed by the end of 
May also, just like the GDUK thing did. That way there should be a good 
selection of new games to go onto a disk from games completed late 99 to mid 
2000 and the competition entries. The only thing left is how best to badger 
OPM into taking on this idea. 

Stuart. 


—-MESSAGE FILE 6674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05398 


—-MESSAGE FILE 6675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005399 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s again 

Date: Thu, 17 Feb 2000 14:41:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <38ac0831.17063196@www.netyaroze-europe. com> 

References: <88gbdfS$6hl@chuka.playstation.co.uk> <38abe8a6.8986526@www.netyaroze-eur 
ope.com> <88h0apS6h8@chuka.playstation.co.uk> <88h1d9S6h10@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 17 Feb 2000 14:25:38 -0000, 
<stuart@macdonald4798.freeserve.co.uk> wrote: 


> 
>Scott Ward wrote in message <88h0apS6h8@chuka.playstation.co.uk>... 
>> I'm pretty sure OPM would go for it. If we organised it to be released 


>>around Autumn time when there's usually a drop in quality demos anyway then 
>>there would be shed loads of time for people to come up with extra stuff 
>>(including all those *long term* projects ;0) ). So, if you miss the boat 
>>this time, tough shite. Also, it would give Sony the chance to start adding 
>>stuff in their own time. I'm sure we can all imagine how busy they are at 
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>>the moment. 

> 

> 

>This sounds like the most viable approach yet. Hopefully the GamesWire 
>competition will encourage a few full games to be completed by the end of 
>May also, just like the GDUK thing did. That way there should be a good 
>selection of new games to go onto a disk from games completed late 99 to mid 
>2000 and the competition entries. The only thing left is how best to badger 
>OPM into taking on this idea. 

>Stuart. 

> 

> 


I agree generally with what you said - but I would recommend waiting 
until we know what there is to present - Ive said before there may be 
around 40+ projects on the go that people think will be finished in 4 
months time (thats a made up figure!) but Id only expect 5% to get 
finished. Its just the way it goes. Besides there is no real rush to 
get finalise anything - In two weeks time Ill have a count of how many 
programs were listed on my thread above and then we will have some 
concrete facts to deal with. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05399 


—-MESSAGE FILE 6676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005400 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s again 

Date: Thu, 17 Feb 2000 14:38:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <88h25uS6h11@chuka.playstation.co.uk> 

References: <88gbdfS6hl@chuka.playstation.co.uk> <38abe8a6.8986526@www.netyaroze-eur 
ope.com> <88h0apS6h8@chuka.playstation.co.uk> <88h1d9S6h10@chuka.playstation.co.uk> 
<38ac0831.17063196@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-204.zinc.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert wrote in message <38ac0831.17063196@www.netyaroze-europe.com>... 
>I agree generally with what you said - but I would recommend waiting 
>until we know what there is to present - Ive said before there may be 
>around 40+ projects on the go that people think will be finished in 4 
>months time (thats a made up figure!) but Id only expect 5% to get 
>finished. Its just the way it goes. Besides there is no real rush to 
>get finalise anything - In two weeks time 111 have a count of how many 
>programs were listed on my thread above and then we will have some 
>concrete facts to deal with. 


Good point - people do have a habit of not finishing things they start, 5% 
is probably even optimistic! 

I probably won't find time to finish tanx2 off properly until after my 
GamesWire competition entry. 


—-MESSAGE FILE 6676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05400 
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-—-MESSAGE FILE 6677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005401 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Thu, 17 Feb 2000 17:35:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <88hbkpS$47el@chuka.playstation.co.uk> 

References: <75+oDKAqzMm4EwNH@trsoft.demon.co.uk> <8844fsS$fhf1l6@chuka.playstation.co 
-uk> <38AB2789.983CC3C4@which.net> 

NNTP-Posting-Host: modem—-57.indium.dialup.pol.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> What if there was a killer game arriving on the platform? would it get any 


Well if it was a real killer app then ii'm sure SONY would be keen to 
publish it as a commercial game, but it would have to be good enough to 
sell. I seem to remember reading somewhere that XI (Devil Dice in europe) 


was originally a yaroze game that got picked up for a proper release, might 
have read that in OPM though so it might just be made up rubbish :) 


—-MESSAGE FILE 6677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05401 


—-MESSAGE FILE 6678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005402 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Started something 

Date: Thu, 17 Feb 2000 19:34:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <88hiftS47e3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-167-62.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Looks like i have started something now....? 


—-MESSAGE FILE 6678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05402 


—-MESSAGE FILE 6679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005403 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 19:34:44 +0000 

Organization: Max Studios 

Lines: 20 

Message-ID: <38AC4D53.5D4B674@which.net> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88gcb5S6h2@chuka.playstation.co.uk> <88gitiS6h3@chuka.playstation.co.uk> 
<88gk3k$6h4@chuka.playstation.co.uk> <88gognS$6h5@chuka.playstation.co.uk> <88gq4v$6h 
6@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl3-wigeon-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Buy "The Tricks of the Windows Game Programming Gurus" Book from Amazon by 


Andre LaMothe coz you can get a frre student version with that, 


only 


disadvantage is the aggrement says you cant commercially ship yer game but 


you just want to learn, 


am I right??? 


Max 


stuart @macdonald4798.freeserve.co.uk wrote: 


> Peter Dollochan wrote in message <88gognS$6h5@chuka.playstation.co.uk>... 
> >Just had a quick check to see if its still going looks stronger than 
> ever 

> >check 

> >www.egerter.com 

> >I remember using Watcom 10.6 but chances are it is visual C now =( 

> 

> Yep, looked it up and you really need VC++. Time to see about a student 

> licence... 

> Stuart. 


—-MESSAGE FILE 6679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05403 


—-MESSAGE FILE 6680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005404 


Path: 


chuka.playstation.co.uk!news 


From: Max <mad.max@which.net> 


Mime-Version: 
Content-Type: text/plain; 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Demo CD`s again 

Date: Thu, 17 Feb 2000 19:39:03 +0000 
Organization: Max Studios 

Lines: 28 

Message-ID: <38AC4E57.770COC97@which.net> 
References: <88gbdfS6h1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl3-wigeon-gui.tch.which.net 


1.0 
charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Mate, 


Something like that is gonna cost a truckload of wads of 100 pounds. 
it it's not just doing it, 


Think 


about 


Sony would be using the PlayStation licence in some 


way by producing those disks and I'l] 


be Sean Connery if they would do it for 


anything less than what the actual P] 
sense? 


Max 


Steve Davison wrote: 


informed decision ourselves. 


If Sony could simply quote us a 
Surely 


layStation name is worth, does this make 


price then we can at least make an 
thats not too much to ask ? 


> This whole thread is drifting away from the point, I don’t believe that Sony 
> should press disc for us just for the hell of it, nor am I asking for a 
> compilation of the best Yaroze stuff. As a simple business transaction I 
> would like to know :- 

> 

> (a) What is the minimum run size that Sony would be willing to press. 
> 

> (b) How many Yaroze demos would they be able to put on one CD. 

> 

> (c) How much would this service cost. 

> 

> (d) Would they be willing to do it. 

> 

> 

> 
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—-MESSAGE FILE 6680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05404 


—-MESSAGE FILE 6681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005405 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 17 Feb 2000 23:46:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 141 

Message-ID: <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<88fb08$k301@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <88fb08S$k301@chuka.playstation.co.uk>, Peter Dollochan 
<pete@ezoray.in2Zhome.co.uk> writes 

>Hmm would your projects gain from a vibrating pad or link up code .. which 
>by the way is apparently dodgy as hell .. how much more is missing from the 
>libs ? What tools are you personally missing ? 

Vibrating pad NO (gimmick) 

Link up NO 

Multi-tap YEEEESSSSSS I would be happy to have this facility 

How many of us stopped work until we could improve the graphics or sound 

to a professional level. We could so easily have used multi-player 

support to make the ultimate party game (graphics and sound not so 

important then). 

>>I remember hearing somewhere that SEGA dev. kits could burn on special 
>>discs which would run on an unmodified system. 

> 

>I thought the sega stuff was way inferior to the sony libs focusing on 
>sprites etc missing out all the fun stuff ? 

> 

>> 

>>We need some way of producing CD's of our work. Other magazines may 
>>support our work if SONY would only allow them to. 

>> 

>>I have heard that it is possible to burn a disk which will run ona 
>>chipped PSX. Perhaps SONY could give Yaroze users permission to do that 
>>legally (with royalties being due to SONY if they make any money at it). 

> 
>I cant see why you need a CD with your stuff .. if its for employment video 
>the game showing all the good bits in the various levels and send them this 
>with the code .. they will look at both. If its just for fame on a magazine 
>then sony didnt say it was part of your yaroze package. 

You don't see this as an intensely restrictive practice for a supposedly 
altruistic project by SONY to leave us with no method of attempting to 
distribute our work. No shareware/freeware scene, no links with 

developers (i.e. to offer our stuff to as sub-game bonuses etc.) No 

obvious goals as private games coders. I am not after a job in the 

industry but I do feel capable of producing an acceptable puzzle game of 
some sort. 


1)I can't post my work to a developer with the intention of 
demonstrating the game unless they have the Yaroze kit. 


2)When foreign friends/relatives take an interest I can't show them what 
I have done unless they have a yaroze. 


>How many technical questions haven't been answered by either sony or another 
>member, most members are to busy getting on with it to worry about NEW 
>additions to libraries every other week that totally mess up the work they 
>have done to date. 

The only question I ever asked turned out to be a bug (or lack of 

correct functionality in the libraries 

>Also are you refering to a yaroze 2 ? never heard there was going to be one 
>.. even if there is it would be several years in the making at least as far 
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>in as the original one was. 

>If you dont mean a yaroze 2 then why would Sony want to keep a large 
>playstation base when the ps2 is out ? Your talking about a business that 
>wants to make money .. at least they are trying for some level of backwards 
>compatibilty unlike nintendo or sega. 

This was a ploy and it will only work with some games (SONY libs and no 
hard-coding). SEGA would have a horrible task to create backward 
compatibility with the saturn since it had twin processors rushed in at 
the last minute to boost power. They have the most backward 

compatibility in their older product lines. 

> 

>> 

>>What about us all thinking about SONY's level of effort during the last 
>>2 Years (lets compile an audit). 


>> 

>>Add SONY sponsored initiatives below with an approximate date 
>>-- 

>>Tony Ross 

> 


>I doubt Sony have made money from this project and yet they continue to 

They never intended to generate CASH but they hoped to generate some 

good ideas and games. Since when did such things come without some 
incentive? Like many people, I need REAL motivation to get any REAL 

work done in my spare time (I don't have much of it especially now that 

our baby is born). Perhaps I felt that a large project initiated by a 

big company would have lots of internal mini competitions and activity 

to give us something to aim for. 

>provide web space for these newsgroups and homepages, on top of this they 
>have sponsored a competition(cant remember the name .. chris won =) ) have 

I was in too late for the COMP but assumed that it was an annual thing 

and so did not worry. 

>done a couple of home spun things and put out for the OPM stuff. If sony put 
>a stop to whats left (newsgroups and web sites) I believe it will be because 
>of pressure from disgruntled yaroze members who done to little to late with 
>their black boxes. Not to worry though you might get some of your money back 
>.. but then you wouldnt be happy with that either. 

I don't want my money back but I want to create in the public domain in 

an unrestricted manner. 


> 
>The members make this project NOT sony .. the last wee compo that james R 
>set up there was like 3 entries .. WOAH .. worth doing one every week !! 


Nope but one every 6 months with a decent prize might have been 
worthwhile. 


>Pete. 

>Yaroze - Lets do it together ?? nah 

>Yaroze - Lets complain together. 

No lets all continue to kiss SONY's ass and get the service we deserve. 


It's all over anyway. Why have people worried about the project ending 
when the only thing we have are the discussion forums (since when was 
TALK a privilege in the western world) and the web site which anybody 
could run with the same level of security. 


Look at the underground scene 

They exchange ideas and code 

They have some fantastic demos and games 
They cannot publish their work 

They help each other 


Apart from the legal side of things what did we gain by signing on with 
SONY? 


WE are SONY's customers or have you all forgotten that FACT!!!! 

(If I lived anywhere near their HQ I would go round and demand to speak 
to somebody but I have to make do with this method of IGNORED complaint) 
I own a SONY VAIO laptop and have been very pleased with the service and 
stuff that SONY provide (including a web site). Clearly some sections 
of the company have got their priorities right. 


P.S. I would be prepared to pay extra for any of the things that I have 
mentioned. 
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I am convinced that the project has been under-funded and badly managed. 
With SONY's clout they could have roped in the developers to include our 
work on their CDs (with disclaimers that they took no responsibility for 
our sorry efforts so we didn't show them up). 


There are so many things that COULD have been done if they had provided 
a PROPER feedback system rather than a "can't be done" attitude. 


Look around the news groups. How many Yarozers are there...... ? 

Can you tell me that there aren't loads of people like me who did DOS 
and windows stuff but thought that this project would contain some 
sources of motivation and co-ordination to COMPLETE their work. 


The words PISS-UP and BREWERY come to mind. 

Tony 

—-MESSAGE FILE 6681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05405 


-—-MESSAGE FILE 6682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005406 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 10:00:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <88 j58cS$1im01@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk><88fb08S$k301@chuka.playstation.co.u 
k> <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> 

NNTP-Posting-Host: usr179-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> The words PISS-UP and BREWERY come to mind. 


Congratulations on your new addition :-) Why not enter the gameswire compo? 
Cheers, 


Derek 


—-MESSAGE FILE 6682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05406 


-—-MESSAGE FILE 6683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005407 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is OPM still taking games? 

Date: Fri, 18 Feb 2000 10:34:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <38ad1e37.3494193@www.netyaroze-europe. com> 

References: <75+oDKAgqzMm4EwNH@trsoft.demon.co.uk> <8844fsSfhf1l6@chuka.playstation.co 
-uk> <38AB2789.983CC3C4@which.net> <88hbkpS$47el@chuka.playstation.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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On Thu, 17 Feb 2000 17:35:05 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>> What if there was a killer game arriving on the platform? would it get any 


> 


>Well if it was a real killer app then ii'm sure SONY would be keen to 
>publish it as a commercial game, but it would have to be good enough to 
>sell. I seem to remember reading somewhere that XI (Devil Dice in europe) 


>was originally a yaroze game that got picked up for a proper release, might 
>have read that in OPM though so it might just be made up rubbish :) 

> 

> 


i didnt know that it was originally a yaroze game. I do know that the 
team behind were from the Japanese Yaroze scene though. Would be nice 
to think that others could follow their example :) 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05407 


—-MESSAGE FILE 6684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005408 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 10:49:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 112 

Message-ID: <38ad2085.4083773@www.netyaroze-europe. com> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <88fb08S$k301@chuka.playstation.co. 
uk> <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 17 Feb 2000 23:46:53 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


sorry but Im being the harbinger of doom here :) I really dont 
understand the ability of people to rant. I will add a very great 
piece of my own rant at the end of text 


>Multi-tap YEEEESSSSSS Լ would be happy to have this facility 


yes the multitap is the one thing I wish we had - but it is just too 
bad. Having four player capability would have avoided the need for AI 
algorithms! 


>You don't see this as an intensely restrictive practice for a supposedly 
>altruistic project by SONY to leave us with no method of attempting to 
>distribute our work. No shareware/freeware scene, no links with 
>developers (i.e. to offer our stuff to as sub-game bonuses etc.) No 
>obvious goals as private games coders. I am not after a job in the 
>industry but I do feel capable of producing an acceptable puzzle game of 
>some sort. 


distribute our work? Your treading the same ground that has been trod 
years ago - dont get angry and shout about it - write a blinding game 
that we think is so good we all shout for you to get it on CD :) 


>1)I can't post my work to a developer with the intention of 


Net Yaroze newsgroups message dump.txt 
>demonstrating the game unless they have the Yaroze kit. 


make a video or read the faq again please - Im sure it states how you 
can make your code full dev-kit friendly 


>2)When foreign friends/relatives take an interest I can't show them what 
>I have done unless they have a yaroze. 


yes thats a shame but see above 


>This was a ploy and it will only work with some games (SONY libs and no 
>hard-coding). SEGA would have a horrible task to create backward 
>compatibility with the saturn since it had twin processors rushed in at 
>the last minute to boost power. They have the most backward 
>compatibility in their older product lines. 


>They never intended to generate CASH but they hoped to generate some 
>good ideas and games. Since when did such things come without some 
>incentive? Like many people, I need REAL motivation to get any REAL 
>work done in my spare time (I don't have much of it especially now that 
>our baby is born). Perhaps I felt that a large project initiated by a 
>big company would have lots of internal mini competitions and activity 
>to give us something to aim for. 


so you spent a fair bit of money on the kit and hoped someone else 
would provide the motivation. I find that very strange. 


>I don't want my money back but I want to create in the public domain in 
>an unrestricted manner. 


>No lets all continue to kiss SONY's ass and get the service we deserve. 


youve had the service you paid for end of story. Make the best of it 
in a productive manner. 


>It's all over anyway. Why have people worried about the project ending 
>when the only thing we have are the discussion forums (since when was 
>TALK a privilege in the western world) and the web site which anybody 
>could run with the same level of security. 

> 

>Look at the underground scene 

>They exchange ideas and code 

>They have some fantastic demos and games 

>They cannot publish their work 

>They help each other 


and they produce utter shite :) sorry but maybe I should have another 
look, but to be honest they are just as amateur as us. 

I was going to answer more of the points but they all boil down to the 
same thing. Sony gave you what you paid for, and you knew it at the 
time. If you can come up with a non-subjective area where Sony failed 
to fulfill its part of the contract 111 gladly take up the argument 
with you. 


Ok now for my time to rant, and I hope you'll understand this comes 
from reading the newsgroups for years and reading countless requests 
for things from Sony and stuff about competitions etc, etc. 


The yaroze can do a lot. Yes we have restrictions - but the most vocal 
people complaining are generally the people who have produced nothing 
and know nothing about programming. How many people have bought the 
Yaroze and realised its too hard, which it isnt if you could code C to 
a reasonable standard and knew a bit of maths (both mentioned on the 
sony site before buying the Yaroze). 


No ability to play fmv 

No file server 

No dual shock/multitap capability 
No ability to burn work 

etc 


If someone has written some games that have pushed the yaroze to the 
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limit and then said damn i wish id had this/that then Id respect their 
point of view. You CAN do a lot with 1.5 megs main memory, basic 3d 
model handling and the pads etc so do it. 


Im not always this cranky, honest :) 
Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05408 


—-MESSAGE FILE 6685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005409 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 11:08:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <88 ja81S1m02@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <88fb08$k301@chuka.playstation.co. 
նէ» <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> <38ad2085.4083773@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: modem-106.ytterbium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert wrote in message <38ad2085.4083773@www.netyaroze-europe.com>... 
>On Thu, 17 Feb 2000 23:46:53 +0000, Tony Ross 
><ARoss@trsoft.demon.co.uk> wrote: 


>The yaroze can do a lot. Yes we have restrictions - but the most vocal 
>people complaining are generally the people who have produced nothing 
>and know nothing about programming. How many people have bought the 
>Yaroze and realised its too hard, which it isnt if you could code C to 
>a reasonable standard and knew a bit of maths (both mentioned on the 
>sony site before buying the Yaroze). 


I can't understand this 'it's too hard' line at all. C isn't that hard to 
learn, and neither was using the Yaroze. i'd say it's probably been the 
easiest way to get into games creation - not just coding, but an environment 
where you can pull together your own graphics, sound and code to create 
something worthwhile. When I got my Yaroze last February I knew nothing of C 
or any kind of coding, and the last time I used any math was at school ( not 
a few years ago! ), but I stumbled about quite a bit, but learned and 
managed to find some time to write games. 
Okay, in a perfect world I'd like to see multi-tap use and be able to take 
my games round to show my mates on a cd ( and not the yaroze, cables etc.) 
as much as the others, but lets face it, it's not going to happen now, Sony 
have met their end of the yaroze agreement. 

However I do agree that there is a feeling of aimlessness around - people 
need motivation for their hobbies as much as anything else - but it looks 
like we'll need to provide that impetus ourselves. The active community is 
dwindling, and asking Sony for some help is going to fall on deaf ears. 

To end on an up note though, all I can say is in the meantime take a crack 
at that damn Gameswire competition! 

I didn't get my Yaroze until after GDUK , and also thought it was to be an 
annual event, so I'm not going to let this chance slip by! 

Stuart. 


—-MESSAGE FILE 6685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05409 
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-—-MESSAGE FILE 6686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005410 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD 

Date: Fri, 18 Feb 2000 11:47:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <38ad30f6.1896597@news.playstation.co.uk> 
References: <38aaaf9e.16451189@www.netyaroze-europe.com> 
Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: 193.60.73.129 

X-Newsreader: Forte Free Agent 1.21/32.243 


Yeah count me in. 
I should have a game demo ready by April/May. 


Rad. 


On Wed, 16 Feb 2000 14:16:43 GMT, Robert_Swan@scee.net (Robert) wrote: 


>Ok, so its nearly a copy of the above thread but:- 

> 

>_hypothetically_ what demos/ games would you want to be put on a cd? 
>I would forward two of my finished demos 

> 

>Adventure Game 

>Race Game 1 


> 

>and whatever it is Im working on (Race Game 3). I would also submit 
>various Japanese demos. 

> 


>This thread is here to judge what sort of stuff could be put on. 
>Please dont post anything along the lines of "I think we should have a 
>cd" :) Can people just reply stating what complete games of theirs or 
>of others peoples they would want to see, and if there is a project 
>they are working on they would like to see on it that will be finished 
>in the _near_ future. 

> 

>If there are enough demos for it to be worthwhile there might be 
>something worth doing. As I cant judge how many people are active, it 
>could be just like 3 people with stuff, which isn't worthwhile. 

> 

>Cheers 

>Rob 

> 

>Disclaimer: 

>Anything I say has no direct relation to where I work (Sony), is not 
>an official voice of where I work (Sony) and Sony doesn't even exist 
>as far as I'm concerned. 


—-MESSAGE FILE 6686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05410 


—-MESSAGE FILE 6687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005411 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 11:46:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 194 

Message-ID: <88jbjp$1im03@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk><88fb08Sk301@chuka.playstation.co.u 
k> <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> 

NNTP-Posting-Host: 98CCO7BD.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


Net Yaroze newsgroups message dump.txt Page 4321 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Grats on the babe .. got two myself =) 


Ok so you feel strongly about Sony letting you down, imho the majority of 
people are happy with what they got, its been said in the past and i believe 
Rob stated it again if you write a game thats worthy of more features 
nothing will stop you. Of course its so damn hard to get to that stage 
working on your own sure as hell i cant !! 


You must have known there was no shareware/freeware scene before you parted 
with your cash ? This also applies to making your own CD's i think i 
remember the original site saying that only other Yaroze owners can play 
your games ... thats across the 3 areas. 


I am subscribed to the psxdev mail list and they talk a load of rubbish. I 
have never been able to run any of the stuff but have looked at some 
screenies from the pirate scene .. sorry they aint got past some of the 
average games from yarozers.Theres a couple of yaroze teams on the go at the 
moment perhaps joining in on one of their projects would help you work up a 
coding sweat again. 


Not that I'm condoning (sp) such action but nothing stops you from burning 
your own CD's using the same methods as the pirates to give to your rele's 
but obviously you'd get chased if you sent it onto a pro developer. VHS is 
the way to go, for one thing the pro guys only see what you want them to see 
*grin* 


Kiss Sony's ass .. no i dont think i am i have just never expected as much 
as you so am not as disappointed when they do as they said and not much 
more. 


If i get back into the game i started I just hope the web site is still up 
so ican let other yarozers see what i have done. 


Pete. 


PS please accept my apologies if you thought my first post was in anyway a 
personal attack on you it wasn't mean't to be .. bad hair day 


Tony Ross wrote in message ... 
>In article <88fb08Sk301@chuka.playstation.co.uk>, Peter Dollochan 
><pete@ezoray.in2home.co.uk> writes 


>>Hmm would your projects gain from a vibrating pad or link up code .. which 
>>by the way is apparently dodgy as hell .. how much more is missing from 
the 


>>libs ? What tools are you personally missing ? 

>Vibrating pad NO (gimmick) 

>Link up NO 

>Multi-tap YEEEESSSSSS I would be happy to have this facility 

>How many of us stopped work until we could improve the graphics or sound 
>to a professional level. We could so easily have used multi-player 
>support to make the ultimate party game (graphics and sound not so 
>important then). 

>>>I remember hearing somewhere that SEGA dev. kits could burn on special 
>>>discs which would run on an unmodified system. 

>> 

>>I thought the sega stuff was way inferior to the sony libs focusing on 
>>sprites etc missing out all the fun stuff ? 

>> 

>>> 

>>>We need some way of producing CD's of our work. Other magazines may 
>>>support our work if SONY would only allow them to. 

>>> 

>>>I have heard that it is possible to burn a disk which will run ona 
>>>chipped PSX. Perhaps SONY could give Yaroze users permission to do that 
>>>legally (with royalties being due to SONY if they make any money at it). 
>> 

>>I cant see why you need a CD with your stuff .. if its for employment 
video 

>>the game showing all the good bits in the various levels and send them 
this 

>>with the code .. they will look at both. If its just for fame ona 
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magazine 

>>then sony didnt say it was part of your yaroze package. 

>You don't see this as an intensely restrictive practice for a supposedly 
>altruistic project by SONY to leave us with no method of attempting to 
>distribute our work. No shareware/freeware scene, no links with 
>developers (i.e. to offer our stuff to as sub-game bonuses etc.) No 
>obvious goals as private games coders. I am not after a job in the 
>industry but I do feel capable of producing an acceptable puzzle game of 
>some sort. 

> 

>1)I can't post my work to a developer with the intention of 
>demonstrating the game unless they have the Yaroze kit. 

> 
>2)When foreign friends/relatives take an interest I can't show them what 
>I have done unless they have a yaroze. 

> 

>>How many technical questions haven't been answered by either sony or 
another 

>>member, most members are to busy getting on with it to worry about NEW 
>>additions to libraries every other week that totally mess up the work they 
>>have done to date. 

>The only question I ever asked turned out to be a bug (or lack of 

>correct functionality in the libraries 

>>Also are you refering to a yaroze 2 ? never heard there was going to be 
one 

>>.. even if there is it would be several years in the making at least as 
far 

>>in as the original one was. 
>>If you dont mean a yaroze 2 then why would Sony want to keep a large 
>>playstation base when the ps2 is out ? Your talking about a business that 
>>wants to make money .. at least they are trying for some level of 
backwards 

>>compatibilty unlike nintendo or sega. 

>This was a ploy and it will only work with some games (SONY libs and no 
>hard-coding). SEGA would have a horrible task to create backward 
>compatibility with the saturn since it had twin processors rushed in at 
>the last minute to boost power. They have the most backward 
>compatibility in their older product lines. 

>> 

>>> 

>>>What about us all thinking about SONY's level of effort during the last 
>>>2 Years (lets compile an audit). 

>>> 

>>>Add SONY sponsored initiatives below with an approximate date 

»»»-- 

>>>Tony Ross 

>> 

>>I doubt Sony have made money from this project and yet they continue to 
>They never intended to generate CASH but they hoped to generate some 

>good ideas and games. Since when did such things come without some 
>incentive? Like many people, I need REAL motivation to get any REAL 

>work done in my spare time (I don't have much of it especially now that 
>our baby is born). Perhaps I felt that a large project initiated by a 
>big company would have lots of internal mini competitions and activity 

>to give us something to aim for. 

>>provide web space for these newsgroups and homepages, on top of this they 
>>have sponsored a competition(cant remember the name .. chris won =) ) have 
>I was in too late for the COMP but assumed that it was an annual thing 
>and so did not worry. 

>>done a couple of home spun things and put out for the OPM stuff. If sony 
put 

>>a stop to whats left (newsgroups and web sites) I believe it will be 
because 

>>of pressure from disgruntled yaroze members who done to little to late 
with 

>>their black boxes. Not to worry though you might get some of your money 
back 

>>.. but then you wouldnt be happy with that either. 

>I don't want my money back but I want to create in the public domain in 
>an unrestricted manner. 

>> 

>>The members make this project NOT sony .. the last wee compo that james R 
>>set up there was like 3 entries .. WOAH .. worth doing one every week !! 


Net Yaroze newsgroups message dump.txt Page 4323 


>Nope but one every 6 months with a decent prize might have been 
>worthwhile. 

> 

>>Pete. 

>>Yaroze - Lets do it together ?? nah 

>>Yaroze - Lets complain together. 

>No lets all continue to kiss SONY's ass and get the service we deserve. 
> 

>It's all over anyway. Why have people worried about the project ending 
>when the only thing we have are the discussion forums (since when was 
TALK a privilege in the western world) and the web site which anybody 
could run with the same level of security. 


1 


Look at the underground scene 


They exchange ideas and code 


= 


They have some fantastic demos and games 
They cannot publish their work 


= 


They help each other 


1 


VVVVVVVV WV 


>Apart from the legal side of things what did we gain by signing on with 

>SONY ? 

> 

>WE are SONY's customers or have you all forgotten that FACT!!!! 

>(If I lived anywhere near their HQ I would go round and demand to speak 

>to somebody but I have to make do with this method of IGNORED complaint) 
>I own a SONY VAIO laptop and have been very pleased with the service and 


>stuff that SONY provide (including a web site). Clearly some sections 
>of the company have got their priorities right. 
> 


>P.S. I would be prepared to pay extra for any of the things that I have 
>mentioned. 

> 

>I am convinced that the project has been under-funded and badly managed. 
>With SONY's clout they could have roped in the developers to include our 
>work on their CDs (with disclaimers that they took no responsibility for 
>our sorry efforts so we didn't show them up). 

> 

>There are so many things that COULD have been done if they had provided 
>a PROPER feedback system rather than a "can't be done" attitude. 

> 

>Look around the news groups. How many Yarozers are there...... ? 

>Can you tell me that there aren't loads of people like me who did DOS 
>and windows stuff but thought that this project would contain some 
>sources of motivation and co-ordination to COMPLETE their work. 

> 

>The words PISS-UP and BREWERY come to mind. 

>—— 

>Tony 


—-MESSAGE FILE 6687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05411 


—-MESSAGE FILE 6688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005412 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD`s again 

Date: Fri, 18 Feb 2000 12:00:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <38ad3259.2251898@news.playstation.co.uk> 

References: <88gbdfS$6hl@chuka.playstation.co.uk> <38abe8a6.8986526@www.netyaroze-eur 
ope.com> <88h0apS6h8@chuka.playstation.co.uk> <88h1d9S6h10@chuka.playstation.co.uk> 
Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: 193.60.73.129 

X-Newsreader: Forte Free Agent 1.21/32.243 


After reading the newsgroups I like the rest of you was very 
disappointed to hear that OPM was discontinuing yaroze games on their 
CDs. In fact, just thinking about why have they stopped doing yaroze 
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games, it's not like that they HAVE to include 1 or 2 games every 
month, they could just include them when they are available??? Well 
doesn't make much sense to me, maybe someone can enlighted me? 


Anyway, I agree with Scott and Stuart this is probably the best way 
and maybe our one last chance to get our games onto CD for others to 
enjoy (ok maybe not enjoy but at least play :-)) 

Rad. 


On Thu, 17 Feb 2000 14:25:38 -0000, 
<stuart@macdonald4798.freeserve.co.uk> wrote: 


> 
>Scott Ward wrote in message <88h0apS6h8@chuka.playstation.co.uk>... 
>> I'm pretty sure OPM would go for it. If we organised it to be released 


>>around Autumn time when there's usually a drop in quality demos anyway then 
>>there would be shed loads of time for people to come up with extra stuff 
>>(including all those *long term* projects ;0) ). So, if you miss the boat 
>>this time, tough shite. Also, it would give Sony the chance to start adding 
>>stuff in their own time. I'm sure we can all imagine how busy they are at 
>>the moment. 

> 

> 

>This sounds like the most viable approach yet. Hopefully the GamesWire 
>competition will encourage a few full games to be completed by the end of 
>May also, just like the GDUK thing did. That way there should be a good 
>selection of new games to go onto a disk from games completed late 99 to mid 
>2000 and the competition entries. The only thing left is how best to badger 
>OPM into taking on this idea. 

>Stuart. 

> 

> 


—-MESSAGE FILE 6688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05412 


—-MESSAGE FILE 6689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005413 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 13:24:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <88jgr8S1im04@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <88fb08S$k301@chuka.playstation.co. 
նէ» <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> <38ad2085.4083773@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I would disagree with the point about people finding the actual coding hard, 
I think its the dev tools and the quality of the manuals that make it hard. 


I learnt and created a few games using DirectX and windows before I tried 
again with the little black box, and I still find it easier programming for 
windows....... maybe I should have got the code warrior stuff ? 


—-MESSAGE FILE 6689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05413 


—-MESSAGE FILE 6690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005414 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 13:20:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <38ad45a0.7880633@www.netyaroze-europe. com> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <88fb08$k301@chuka.playstation.co. 
նէ» <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> <38ad2085.4083773@www.netyaroze-europe.com 
> <88jgr8S1m04@chuka.playstation.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 18 Feb 2000 13:24:42 -0000, "Steve Davison" 
<steve@sdar.demon.co.uk> wrote: 


>I would disagree with the point about people finding the actual coding hard, 
>I think its the dev tools and the quality of the manuals that make it hard. 
> 


>I learnt and created a few games using DirectX and windows before I tried 


>again with the little black box, and I still find it easier programming for 
>windows....... maybe I should have got the code warrior stuff ? 

> 

> 


personally I found almost all my problems were solved by looking at 
other peoples source code, of which there was a lot - but I appreciate 
there is more information available for other platforms and more 
active people with which to communicate. My (small) experience of 
windows programming showed that it was equally as hard (if not harder) 
than the yaroze - but there was hardly ever the need to really start a 
windows program from scratch because so much started code was 
available. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05414 


—-MESSAGE FILE 6691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005415 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 18 Feb 2000 17:37:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <88k2gk$84rl@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88gcb5S6h2@chuka.playstation.co.uk> <88gitiS6h3@chuka.playstation.co.uk> 

<88gk3kS$6h4@chuka.playstation.co.uk> <88gogn$6h5@chuka.playstation.co.uk> <88gq4v$6h 
6@chuka.playstation.co.uk> <38AC4D53.5D4B674@which.net> 

NNTP-Posting-Host: modem-21-33-60-62.vip.uk.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


that would probably be a good bet. 


I have Windows Games programming for Dummies by Andre which is pretty 
good, I thin kthe new one "tricks..windows...gurus" includes the dummies 
book and then some, ( from what I've read on "non-yaroze" games 
programming newsgroups. 
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the old book by him had a similar title, i.e. the same minus the word 
"windows" which you almost certainly don't want cos that is old and 
cover DOS games programming. 


Al 


p.s. Learn OpenGL instead it's easier to understand :) 
http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 


Max <mad.max@which.net> wrote in message 

news: 38AC4D53.5D4B674@which.net... 

> Buy "The Tricks of the Windows Game Programming Gurus" Book from 
Amazon by 

> Andre LaMothe coz you can get a frre student version with that, only 

> disadvantage is the aggrement says you cant commercially ship yer game 
but 

> you just want to learn, am I right??? 


> 

> Max 

> 

> stuart @macdonald4798.freeserve.co.uk wrote: 

> 

> > Peter Dollochan wrote in message 
<88gogn$6h5@chuka.playstation.co.uk>... 

> > >Just had a quick check to see if its still going .. looks stronger 
than 

> > ever 

> > >check 

> > >www.egerter.com 

> > >I remember using Watcom 10.6 but chances are it is visual C now =( 
>> 

> > Yep, looked it up and you really need VC++. Time to see about a 
student 


> > licence... 
> > Stuart. 
> 


—-MESSAGE FILE 6691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05415 


—-MESSAGE FILE 6692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005416 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Codemasters and Interviews 

Date: Fri, 18 Feb 2000 17:41:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88k2g1S$84r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-21-33-60-62.vip.uk.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 

I know at least one person here has had an interview for Codemasters (as 
a programmer), well I have that task ahead of me on Monday. How bad is 
the 2 hr(30min logic,, 20 Games, 40 C++, 15mins something, and something 
else) exam? 


Should I be afraid or just revise my Uni notes :) 


My experience of written tests at other interviews I've had has been 
comparable to Uni exam type questions : ( 


Cheers 
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Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 


-—-MESSAGE FILE 6692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05416 


—-MESSAGE FILE 6693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005417 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD's 

Date: Fri, 18 Feb 2000 20:19:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <88k9hkS$84r3@chuka.playstation.co.uk> 
References: <88dtm1$cj14@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt146-196.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


It may be that a minimum run of CD`s would be about a 1000, but if each CD 
could hold a number of demos, say 10, then whats to stop ten people 
submitting a demo each, splitting the cost and dividing up the CD's. It 
would be nice to get some figures so we could decide if it was viable. Im 
sure most NY users would happily stump up the cost of a new game (possibly 
more) if it meant they could show of there work to other 'standard' PS 
owners. 


VV V V V V V 


Just to help sort this debate out, I have quoted the text below from 
http://www.scee.sony.co.uk/ 


Getting your title into production 

Please be aware that all discs that run on consumer machines must be tested 
by SCEE QA & manufactured in large production plants at DADC in Austria, 
where special anti-piracy technology is added to the master to create the 
finished "black" disc. Standard production runs thus tend to be in the tens 
of thousands - it is thus not commercially viable to create small numbers of 
discs for niche applications. 


As you can see it is very unlikely that we will be able to get anything like 
this done, unless the people at Sony feel like doing the NY members a 
massive favour. I think the best bet would be to beg OPSM to put games on 
the cover CD, but I think the main problem here is that I read Sony put 
together the CD, or at least the Yaroze part, so it's again Dack to Sony to 
do something, though begging OPSM may get them to reason with Sony, to get 
them to restart the Fame Game. 


Rikki 


--MESSAGE FILE 6693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05417 


--MESSAGE FILE 6694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005418 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Demo CD’s again 

Date: Sat, 19 Feb 2000 10:14:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <88lqihSbufl@chuka.playstation.co.uk> 
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References: <88gbdfS$6hl@chuka.playstation.co.uk> <38abe8a6é.8986526@www.netyaroze-eur 
ope.com> <88h0apS6h8@chuka.playstation.co.uk> <88h1d9S6h10@chuka.playstation.co.uk> 
<38ad3259.2251898@news.playstation.co.uk> 

NNTP-Posting-Host: modem-88.hahnium.dialup.pol.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


After reading the newsgroups I like the rest of you was very 
disappointed to hear that OPM was discontinuing yaroze games on their 
CDs. In fact, just thinking about why have they stopped doing yaroze 
games, it's not like that they HAVE to include 1 or 2 games every 
month, they could just include them when they are available??? Well 
doesn't make much sense to me, maybe someone can enlighted me? 


V V V V V V 


Well as far as I understood what George said I think that they arn't on the 
disk anymore because the Yaroze is no longer on sale and so there is no 
point promoting it. SONY is a business, the yaroze games were there to 
pursuade people to buy a yaroze, they won't be spending money paying people 
to put yaroze games on the disks just as a service to us. 


> Anyway, I agree with Scott and Stuart this is probably the best way 
> and maybe our one last chance to get our games onto CD for others to 
> enjoy (ok maybe not enjoy but at least play ;-)) 


It might be possible because having a load of yaroze games might sell more 
magazines. 


--MESSAGE FILE 6694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05418 


--MESSAGE FILE 6695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005419 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: "Good... but not as good as the hype." 

Date: Sat, 19 Feb 2000 14:15:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <88m8j7Sbuf2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 213.48.100.175 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


The Guardian takes a first look at PS2 today. Their computer editor 
presents an accurate overview of the videogames industry, accompanied by a 
column from their man in Japan, who's attending the PS2 festival. 


Although recognising increase in visual quality over the last generation of 
hardware, the reporter was disappointed. "While the games on display could 
compete with anything in an arcade, none of the animation came close, in 
terms of quality, to the film Toy Story 2." 


There's just no pleasing some people :-) 


Derek 


—-MESSAGE FILE 6695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05419 


-—-MESSAGE FILE 6696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005420 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 web site 

Date: Sat, 19 Feb 2000 17:00:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <88mi8cSbuf3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.241.90 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


PLAYSTATION 2 
- launched yesterday as Sony website crashes due to huge 
demand for advance orders. 


Anyone else think this was 
a) funny 

b) inevitable 

c) err funny =) 


Pete. 


—-MESSAGE FILE 6696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05420 


—-MESSAGE FILE 6697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005421 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codemasters and Interviews 

Date: Sat, 19 Feb 2000 18:00:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <38AEDA2F.1D666FCB@édcs.gla.ac.uk> 
References: <88k2g1S84r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: bo620-18u.dcs.gla.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.5-22 1686) 
X-Accept—-Language: en 


That would be me :) 
Here's a quick run down of what they were like from my experience: 


Logic: Standard IQ test, probably the hardest. Lots of questions like 
‘what's the next number in the sequence’, 'what's the odd shape out', stuff 
like that. 


Games: Really easy provided you've looked at a couple of mags in the last 
year, questions like 'name the star of tomb raider' and 'name a hand held 
console'. Hint, take a note of three games that were released in 1997 
before you go :) 


C programming: I suppose how easy this one is really depends on how much C 
programming you've done. I remember there being quite a tricky bit about 

what types are actually declared as. For example, ‘int wibble*[10]"' & ‘int 
(wibble*)*[10]'. 


Diagrammatical: Pretty simple, multiple choice following answers and 
completing a flow chart. 


I think the main part of their selection process is based around these 
tests as the interview I had didn't last very long and wasn't all that 
searching. 


Hope that helps, 
Good luck, 


David Johnston 
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Al wrote: 

> Hi, 

> I know at least one person here has had an interview for Codemasters (as 
> a programmer), well I have that task ahead of me on Monday. How bad is 

> the 2 hr(30min logic,, 20 Games, 40 C++, 15mins something, and something 
> else) exam? 

> 

> Should I be afraid or just revise my Uni notes :) 

> 

> My experience of written tests at other interviews I've had has been 

> comparable to Uni exam type questions : ( 

> 

> Cheers 

> 

> Al 

> -- 

> http://www.geocities.com/SunsetStrip/Palms/3657/ 

> music 'n' game dev 'n' piercing 'n' stuff 


—-MESSAGE FILE 6697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05421 


-—-MESSAGE FILE 6698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005422 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECLIPSE SITE LAUNCHED! | 111111 

Date: Sat, 19 Feb 2000 20:22:42 +0000 

Organization: Netcom member 

Lines: 37 

Message-ID: <38AEFB92.C803BD@netscapeonline.co.uk> 

NNTP-Posting-Host: dialup-17-16.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi All, 


Well after all the worry and stuff about the OPM/Yaroze ending, here 
is a bit of good news, hopefully to spur people on to continued use of 
the Yaroze. 


Most of you who still access this NG, would have heard about our group 
called Eclipse Software. A large group of Yarozers who have joined 
forces to hopefully ensure continued Yaroze use for the forseable future 
and beyond. Add the planned inclusion of Windows/DirectX/OpenGL stuff, 
and a public domain website, you'll see how seriously we are taking this 
:-) 


So the Eclipse website is now up and ready to go. Check out all the 
sections, especially the Group Info page, since this describes us 
properly. Hopefully soon we can have the team pages built and ready, and 
lots more projects on the go. 

Speaking of projects, along with the site is the launch of the first 
game to come from Eclipse, Matt Verran's solo effort 'PING', which is 
available in the projects section. Also in this section we will list the 
future releases, both team and solo. Look out for the upcoming game from 
Chris Wallce, 'DRUM'n'RACE' and a team game from Team ASYLUM, which will 
be entered for the GamesWire comp. These are not the only games in 
progress, so like I say, keep checking the projects page for future 
confirmed releases :-) 


Thanx 
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Marc. mlambert@netcomuk.co.uk 
Scott. scott .wardé@virgin.net 


http://www.netyaroze-europe.com/~cyclone/ 


—-MESSAGE FILE 6698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05422 


—-MESSAGE FILE 6699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005423 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: New Game: Ping! 

Date: Sat, 19 Feb 2000 21:46:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <88n341Sg3rl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-146.carbon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yep thats right, the last message was right, my first game is out. Ping. 
It's a pong clone, and please have a go and mail me you comments.... 


cheers//matt 


electronicmail: matt@frktl.freeserve.co.uk 
universalresourcelocator: www.frktl.freeserve.co.uk 
icq: 38714129 


—-MESSAGE FILE 6699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05423 


—-MESSAGE FILE 6700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005424 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: Ping! 

Date: Sat, 19 Feb 2000 21:48:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <88n37h$g3r2@chuka.playstation.co.uk> 
References: <88n341Sg3rl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-146.carbon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


how about an url? 
oh ok then :) 
http://www.netyaroze-europe.com/~frkt1lx/ 


-—-MESSAGE FILE 6700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05424 


—-MESSAGE FILE 6701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005425 
Path: chuka.playstation.co.uk!news 
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From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Good... but not as good as the hype." 
Date: Sun, 20 Feb 2000 02:27:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <88njh2Sg3r3@chuka.playstation.co.uk> 
References: <88m8j7Sbuf2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt147-101.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Although recognising increase in visual quality over the last generation 
of 
> hardware, the reporter was disappointed. "While the games on display 
could 

> compete with anything in an arcade, none of the animation came close, in 
> terms of quality, to the film Toy Story 2." 


Hmmm... the bloke's got to be reasonable and realise that no-one has said 
that the quality of graphics would be like Toy Story 2 in the *first* 
generation of games, and if they did, they were exaggerating a bit. I reckon 
we'd be lucky to see anything near TS2 (though I've not seen it yet) or 
other pre-rendered film, for the first few years, mostly because of the fact 
that the games are in real time. 


Rikki 


—-MESSAGE FILE 6701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05425 


—-MESSAGE FILE 6702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005426 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Good... but not as good as the hype." 
Date: Sun, 20 Feb 2000 02:32:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <88njo3S$g3r4@chuka.playstation.co.uk> 
References: <88m8j7Sbuf2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-166-198.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


If there was the power to render things like TS2 in realtime i don't think 
it would have taken half the time to make TS2. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 88m8j7Sbuf2@chuka.playstation.co.uk... 

> The Guardian takes a first look at PS2 today. Their computer editor 

> presents an accurate overview of the videogames industry, accompanied by a 
> column from their man in Japan, who's attending the PS2 festival. 

> 

> Although recognising increase in visual quality over the last generation 
of 


> hardware, the reporter was disappointed. "While the games on display 
could 
> compete with anything in an arcade, none of the animation came close, in 


terms of quality, to the film Toy Story 2." 
There's just no pleasing some people :-) 


Derek 
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> 


—-MESSAGE FILE 6702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05426 


—-MESSAGE FILE 6703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005427 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Active Members List 

Date: Sun, 20 Feb 2000 03:06:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <88nlqiSg3r5@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt147-101.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I believe I have the Active Members List upto a standard now that allows me 
to let others to start using it. Please try it at: 
http://www.netyaroze-europe.com/~rprince/nyal/ 

If you have any problems or suggestions, either reply to this post, or 
e-mail me at netyaroze@rprince.dircon.co.uk 


Thanks 
Rikki 


—-MESSAGE FILE 6703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05427 


—-MESSAGE FILE 6704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005428 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List 

Date: Sun, 20 Feb 2000 10:29:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88o0fpl1Sfb81@chuka.playstation.co.uk> 
References: <88nlqiSg3r5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-17.einsteinium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


dark blue on black = hard to read 
but otherwise it seems good, nice one Rikki! 
Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 


news: 88nlgiS$g3r5@chuka.playstation.co.uk... 
> I believe I have the Active Members List upto a standard now that allows 


oO 


to let others to start using it. Please try it at: 
http://www.netyaroze-europe.com/~rprince/nyal/ 

If you have any problems or suggestions, either reply to this post, or 
e-mail me at netyaroze@rprince.dircon.co.uk 


Thanks 
Rikki 


VVVVVVVV V8 
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—-MESSAGE FILE 6704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05428 


—-MESSAGE FILE 6705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005429 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: For Sale 

Date: Sun, 20 Feb 2000 13:21:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <88o0ppbS$fb82@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-6-82-73.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Just saw on QXL that someone was selling their Net Yaroze. I am sure they 
aren't allowed to do this??? 


—-MESSAGE FILE 6705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05429 


—-MESSAGE FILE 6706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005430 

Path: chuka.playstation.co.uk!news 

From: David T Johnston <johnstdt@dcs.gla.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codemasters and Interviews 

Date: Sun, 20 Feb 2000 13:34:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <38AFED74.5EA812D7@dcs.gla.ac.uk> 

References: <88k2g1S$84r2@chuka.playstation.co.uk> <38AEDA2F.1D666FCB@dcs.gla.ac.uk> 
NNTP-Posting-Host: bo620-22u.dcs.gla.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.5-22 1686) 

X-Accept—-Language: en 


Of course they should be ‘int *wibble[10]' and ‘int *(*wibble)[10]'. I was 
just testing :) 


David Johnston 


> C programming: I suppose how easy this one is really depends on how much C 
> programming you've done. I remember there being quite a tricky bit about 

> what types are actually declared as. For example, ‘int wibble*[10]' & ‘int 
> 


(wibble*)*[10]'. 


—-MESSAGE FILE 6706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05430 


—-MESSAGE FILE 6707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005431 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: i got a job!!!, was Re: Codemasters and Interviews 

Date: Sun, 20 Feb 2000 13:08:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 

Message-ID: <880s79Sfb83@chuka.playstation.co.uk> 

References: <88k2g1$84r2@chuka.playstation.co.uk> <38AEDA2F.1D666FCB@dcs.gla.ac.uk> 
NNTP-Posting-Host: 195.44.222.48 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


He, he, thanks but here comes the good part, I don't need it now :) 


Fri morning, post arrives, letter from Codemasters to say, can you phone 
us to arrange an interview. So I phone them up, arrange to go on Monday. 


The I go to dole office, sign on, tell them I've got an interview so get 
them to pay for train travel. 


Go to cinema watch Toy Story 2. 


GO home, check email get one from a company I had an interview with last 
week to say 


" We are interested in offering you a position, this much money, pay 
immediately, do you accept" 


So basically Toy Story 2 and getting a job made Friday the best day of 
my life in quite some time :) I must have read the offer email 500 times 
now :) 


So, at long bloody last I got a games programming job :) 


I was getting to the stage where I was gonna start applying for anything 
mentioning programming, and was wondering if getting more in debt and 
going to Bmouth for my MSc was such a good move after all ;) 


Now I get to find out how much better real PSX is over Yaroze ;) 
Cheers for your codemasters hints anyway :) 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' game dev 'n' piercing 'n' stuff 

David T Johnston <johnstdt@dcs.gla.ac.uk> wrote in message 

news: 38AEDA2F.1D666FCB@dcs.gla.ac.uk... 

> That would be me :) 

Here's a quick run down of what they were like from my experience: 


Logic: Standard IQ test, probably the hardest. Lots of questions like 
‘what's the next number in the sequence', ‘what's the odd shape out', 
stuff 

> like that. 

> 

> Games: Really easy provided you've looked at a couple of mags in the 
last 

> year, questions like 'name the star of tomb raider' and 'name a hand 
held 


> 
> 
> 
>. 


> console'. Hint, take a note of three games that were released in 1997 
> before you go :) 
> 


> C programming: I suppose how easy this one is really depends on how 
much C 


> programming you've done. I remember there being quite a tricky bit 
about 

> what types are actually declared as. For example, ‘int wibble*[10]' & 
‘int 


> (wibble*)*[10]'. 


Diagrammatical: Pretty simple, multiple choice following answers and 
completing a flow chart. 


I think the main part of their selection process is based around these 
tests as the interview I had didn't last very long and wasn't all that 
searching. 


VVVVVVV VV 


Hope that helps, 
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Good luck, 


David Johnston 


> His, 

> I know at least one person here has had an interview for Codemasters 
as 
> > a programmer), well I have that task ahead of me on Monday. How bad 
is 
> > the 2 hr(30min logic,, 20 Games, 40 C++, 15mins something, and 
something 


> 
> 
> 
> 
> Al wrote: 
> 
> 
> 
( 


> > else) exam? 

>> 

> > Should I be afraid or just revise my Uni notes :) 
>> 

> > My experience of written tests at other interviews I've had has been 
> > comparable to Uni exam type questions : ( 

>> 

> > Cheers 

>> 

> > Al 

> > -- 

> > http://www.geocities.com/SunsetStrip/Palms/3657/ 
> > music 'n' game dev 'n' piercing 'n' stuff 

> 


—-MESSAGE FILE 6707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05431 


—-MESSAGE FILE 6708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005432 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <stevenlewis@birminghamhome.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codemasters and Interviews 

Date: Sun, 20 Feb 2000 14:17:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <88o0sqd$fb84@chuka.playstation.co.uk> 

References: <88k2g1S84r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p07s13a03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Good luck :) 


Al <admars32@bigfoot.com> wrote in message 
news: 88k2g1S$84r2@chuka.playstation.co.uk... 
> Hi, 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 


> I know at least one person here has had an interview for Codemasters (as 
> a programmer), well I have that task ahead of me on Monday. How bad is 

> the 2 hr(30min logic,, 20 Games, 40 C++, 15mins something, and something 
> else) exam? 

> 

> Should I be afraid or just revise my Uni notes :) 

> 

> My experience of written tests at other interviews I've had has been 

> comparable to Uni exam type questions : ( 

> 

> Cheers 

> 

> Al 

> 

> 

> 
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—-MESSAGE FILE 6708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05432 


—-MESSAGE FILE 6709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005433 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i got a job!!!, was Re: Codemasters and Interviews 

Date: Sun, 20 Feb 2000 14:52:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <88o0v7rSfb86@chuka.playstation.co.uk> 

References: <88k2g1$84r2@chuka.playstation.co.uk> <38AEDA2F.1D666FCB@dcs.gla.ac.uk> 
<880s79Sfb83@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-145.carbon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Well done Al, what company you going to? Or is it a secret untill you start 
properly... 


—-MESSAGE FILE 6709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05433 


—-MESSAGE FILE 6710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005434 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Active Members List - Complete 

Date: Sun, 20 Feb 2000 16:18:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <88p46gSfb88@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-221.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I've reposted this because a) The last post was crap, as it was done at 3 in 
the morning, and b) in my news reader it's been added to a previous thread, 
which will make it difficult (for me at least) to keep up with, as it was 
posted months ago. 


Basically, the Net Yaroze Active Members List is up and running. You can get 
to it at: 
http://www.netyaroze-europe.com/~rprince/nyal/ 


I've tested quite well, but the best testing is going to be letting everyone 
enter their details. I've checked it in both IE5.0 and Netscape 4.7, and it 
works. Hopefully there shouldn't be any problems with previous versions, 
though I cannot be certain. If you have any problems with previous versions, 
contact me, though your best bet is probably to upgrade if you can, as then 
you'll have no problems with other sites which don't work with your browser. 


It currently uses most of the form that was generally agreed on a while ago, 
though some things had to be altered to make it easier to store, and 
display, such as the current projects, and the programming languages known. 
At the moment you can only enter 5 of each, though if this turns out to be 
too restrictive, then I think I can quite easily add some. Also, due to the 
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way perl doesn't need variables to be defined before use, adding a form 
field, and then adding it to the display, edit etc, there will be no problem 
with old entries not having inputted those fields, so I can add new fields 
if they will be helpful. 


You can currently: 

1) Add a new entry. 

2) Edit a current entry (if you know the editing password). 

3) Have the editing password you entered e-mailed to the e-mail address you 
entered, if you forget it. 

4) View a list of all those entered, sorted by the last time they edited 
their details. 

5) View all the details entered by the person. 


Well I can't think of anything to write about so anything else I think of 
will appear as replies to this thread. 

If you have any queries about or problems with the Net Yaroze Active Members 
List, e-mail me at netyaroze@rprince.dircon.co.uk 


Rikki 


PS. Matt, what do you suggest instead of dark blue? I think it's only the 
links that are dark blue, and I didn't find it too hard to read when 
creating the forms. However, seeing as it may cause some people problems, 
what should I do instead? 

Do the survey at: 
http://www.netyaroze-europe.com/~rprince/nyal/colours.html 

I'll leave it a while, and see how it goes. 


—-MESSAGE FILE 6710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05434 


—-MESSAGE FILE 6711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005435 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List - Complete 

Date: Sun, 20 Feb 2000 18:18:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <88pb6o0Sfb89@chuka.playstation.co.uk> 
References: <88p46gS$fb88@chuka.playstation.co.uk> 
NNTP-Posting-Host: 213.48.100.34 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Basically, the Net Yaroze Active Members List is up and running. You can 
get 

> to it at: 

> http://www.netyaroze-europe.com/~rprince/nyal/ 


Thanks for taking the time to put this together Rikki. I think it would 
look better black text on white or grey bg... (maybe like the members site) 
but that's just my humble opinion ;-) 


Cheers, 


Derek 


—-MESSAGE FILE 6711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05435 


-—-MESSAGE FILE 6712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005436 
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Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Sun, 20 Feb 2000 18:48:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <WGoTsDAZcDs4EwLN@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<88fb08$k301@chuka.playstation.co.uk> <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> 
<884558cS$1m01@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <88 j58cS1im01@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>Hi Tony, 

> 

>Congratulations on your new addition :-) Why not enter the gameswire compo? 
> 

>Cheers, 

> 

>Derek 

I signed up last week. 

OLDIES I think the name was. 


I will enter with Bubble Trouble if I can find the time to get the 
bugger finished. 


Tony Ross 
—-MESSAGE FILE 6712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05436 


-—-MESSAGE FILE 6713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005437 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Sun, 20 Feb 2000 19:06:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <m2sfgGAKtDs4Ewuy@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<88fb08$k301@chuka.playstation.co.uk> <pNSsOJAthIr4Ewlt@trsoft.demon.co.uk> 
<88 jb jp$1im03@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <88jbjp$1m03@chuka.playstation.co.uk>, Peter Dollochan 
<pete@ezoray.in2Zhome.co.uk> writes 

>Grats on the babe .. got two myself =) 

Thanks mate! 

>Ok so you feel strongly about Sony letting you down, imho the majority of 
>people are happy with what they got, its been said in the past and i believe 
>Rob stated it again if you write a game thats worthy of more features 
>nothing will stop you. Of course its so damn hard to get to that stage 
>working on your own sure as hell i cant !! 

I was going really well last summer but then some DIY jobs came up and 

weeks later I realised that I hadn't worked on my game for weeks. 

I keep reading the groups but haven't enough free time to get back to it 
properly. 

>You must have known there was no shareware/freeware scene before you parted 
>with your cash ? This also applies to making your own CD's i think i 

True but I did think that an outfit like SONY would have lots of stuff 

in the pipeline to get our teeth into. 

>remember the original site saying that only other Yaroze owners can play 
>your games ... thats across the 3 areas. 

True. 
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> I am subscribed to the psxdev mail list and they talk a load of rubbish. I 
>have never been able to run any of the stuff but have looked at some 
>screenies from the pirate scene .. sorry they aint got past some of the 

I suppose they just talk themselves up a bit too much. 

>average games from yarozers.Theres a couple of yaroze teams on the go at the 
>moment perhaps joining in on one of their projects would help you work up a 
>coding sweat again. 

My code can be very messy and I wouldn't wish it on anyone. 

>Not that I'm condoning (sp) such action but nothing stops you from burning 
>your own CD's using the same methods as the pirates to give to your rele's 
>but obviously you'd get chased if you sent it onto a pro developer. VHS is 
>the way to go, for one thing the pro guys only see what you want them to see 
>*grin* 


Points taken onboard. 


Cheers! 

Tony Ross 

—-MESSAGE FILE 6713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05437 


—-MESSAGE FILE 6714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005438 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List - Complete 

Date: Mon, 21 Feb 2000 01:24:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88q45v$k2h1@chuka.playstation.co.uk> 
References: <88p46gS$fb88@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-022.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I just found a problem with when you enter C++ as a 'Most used programming 
language'. As Perl/CGI/Web browsers convert spaces into '+' while 
transporting the data around the net, at the other end, the script changes 
all '+'s back into spaces, which is a problem is you've typed in C++. At the 
moment I've fixed it so if you've typed in C++, it doesn't convert the '+'s 
to spaces. Hopefully this should fix it, unless there are people who are 
going to put J++ and the like. 


Also, I'd like to know the general feel on the colours used. Is the black 
background too harsh? Should it be changed to a grey/white? How about the 
links? Blue alright, or should it be yellow, green, or what (vote at 
www.netyaroze-europe.com/~rprince/nyal/colours.html). I suppose if I change 
the background to white/grey, I can leave the links as blue. 


Cheers, 
Rikki 


—-MESSAGE FILE 6714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05438 


—-MESSAGE FILE 6715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005439 

Path: chuka.playstation.co.uk!news 

From: Alan Yuen <Alan@argonaut.com> 

Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: i got a job!!!, was Re: Codemasters and Interviews 
Date: Mon, 21 Feb 2000 11:02:33 +0000 
Organization: 


Lines: 44 
Message-ID: <b1l62bsg6kol3habj8h9emi 9ckugs5nugv6@4ax.com> 


Net Yaroze newsgroups message dump.txt 
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References: <88k2g1$84r2@chuka.playstation.co.uk> <38AEDA2F.1D666FCB@dcs.gla.ac.uk> 


<880s79Sfb83@chuka.playstation.co.uk> 
Reply-To: alan@argonaut.com 

NNTP-Posting-Host: intgate.argonaut.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.7/32.534 trialware 


Congrats man. I noticed that a lot of people with Yarozes and are 
serious in going into games companies do. I am one example, Mike E. 
was the first, then there was many after him, Rob Swan, Olley Read, 
and others. 


On Sun, 20 Feb 2000 13:08:42 -0000, "Al" <admars32@bigfoot.com> wrote: 


>He, he, thanks but here comes the good part, I don't need it now :) 

> 

>Fri morning, post arrives, letter from Codemasters to say, can you phone 
>us to arrange an interview. So I phone them up, arrange to go on Monday. 
> 

>The I go to dole office, sign on, tell them I've got an interview so get 
>them to pay for train travel. 

> 

>Go to cinema watch Toy Story 2. 

> 

>GO home, check email get one from a company I had an interview with last 
>week to say 

> 

>" We are interested in offering you a position, this much money, pay 
>immediately, do you accept" 

> 
>So basically Toy Story 2 and getting a job made Friday the best day of 
>my life in quite some time :) I must have read the offer email 500 times 
>now :) 

> 

>So, at long bloody last I got a games programming job :) 

> 

>I was getting to the stage where I was gonna start applying for anything 
>mentioning programming, and was wondering if getting more in debt and 
>going to Bmouth for my MSc was such a good move after all ;) 

> 

>Now I get to find out how much better real PSX is over Yaroze ;) 

> 

>Cheers for your codemasters hints anyway :) 

> 

>Al 


Alan 


Disclamier: 


My views are mine and not my company's (Argonaut) views and what I say is not as ar 
epresetive of my company's (Argonaut) either and has no relation to my company (Argon 


aut). 


—-MESSAGE FILE 6715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05439 


—-MESSAGE FILE 6716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005440 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECLIPSE SITE LAUNCHED! 1 111111 

Date: Mon, 21 Feb 2000 11:25:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <38b12059.7508654@www.netyaroze-europe. com> 
References: <38AEFB92.C803BD@netscapeonline.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 
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On Sat, 19 Feb 2000 20:22:42 +0000, thechief666 
<thechief666@netscapeonline.co.uk> wrote: 


>Hi All, 
> 
> Well after all the worry and stuff about the OPM/Yaroze ending, here 


>is a bit of good news, hopefully to spur people on to continued use of 
>the Yaroze. 

> 

>Most of you who still access this NG, would have heard about our group 
>called Eclipse Software. A large group of Yarozers who have joined 
>forces to hopefully ensure continued Yaroze use for the forseable future 
>and beyond. Add the planned inclusion of Windows/DirectX/OpenGL stuff, 
>and a public domain website, you'll see how seriously we are taking this 
Հ:-) 

> 

> So the Eclipse website is now up and ready to go. Check out all the 
>sections, especially the Group Info page, since this describes us 
>properly. Hopefully soon we can have the team pages built and ready, and 
>lots more projects on the go. 

> Speaking of projects, along with the site is the launch of the first 
>game to come from Eclipse, Matt Verran's solo effort 'PING', which is 
>available in the projects section. Also in this section we will list the 
>future releases, both team and solo. Look out for the upcoming game from 
>Chris Wallce, 'DRUM'n'RACE' and a team game from Team ASYLUM, which will 
>be entered for the GamesWire comp. These are not the only games in 
>progress, so like I say, keep checking the projects page for future 
>confirmed releases :-) 


> 

> WE PROMISE TO UPDATE THIS SITE AS MUCH AS POSSIBLE! !!!! 
> 

> Thanx 

> 

> 

> Marc. mlambert @netcomuk.co.uk 

> Scott. scott .ward6é@virgin.net 

> 

> 

> http://www.netyaroze-europe.com/~cyclone/ 

> 

looks nice - and there are a few people actually working :) If I could 


put a timescale on things I might think about contributing. Im all for 
encouraging people but usually steer clear of groups because of the 
commitments but that seems to be much looser so thats good. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 
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—-MESSAGE FILE 6716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05440 


—-MESSAGE FILE 6717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005441 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i got a job!!!, was Re: Codemasters and Interviews 
Date: Mon, 21 Feb 2000 13:47:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <88rvlmSnfpl@chuka.playstation.co.uk> 


NNTP-Posting-Host: 194.176.208.136 
X-Priority: 3 


References: <88k2g1$84r2@chuka.playstation.co.uk> <38AEDA2F.1D666FCB@dcs.gla.ac.uk> 
<880s79Sfb83@chuka.playstation.co.uk> <880v7rS$fb86@chuka.playstation.co.uk> 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Matt Verran 


<matt@frktl.freeserve.co.uk> wrote in message 


news: 880v7rS$fb86@chuka.playstation.co.uk... 
> Well done Al, what company you going to? Or is it a secret untill you 


start 
> properly.. 


It's a secret until I've actually signed on the dotted line :) 


But cheers everyone, nice to not have to apply to help-desk and clerical 
positions the job centre was forcing me to, even though it's good for 
the ego when the interviewer thinks you're overqualified for the job :) 


cheers 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 


—-MESSAGE FILE 6717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05441 


—-MESSAGE FILE 6718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005442 


Path: chuka.playstation.co.uk!news 
From: thechief666 <thechief666@netscapeonline.co.uk> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 


Date: Mon, 21 Feb 2000 18:28:31 +0000 
Organization: Netcom member 


Lines: 63 

Message-ID: 
References: 
urope.com> 


<38B183CF.3A166B8A@netscapeonline.co.uk> 
<38AEFB92.C803BD@netscapeonline.co.uk> <38b12059.7508654@www.netyaroze-e 


NNTP-Posting-Host: dialup-07-32.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Yeah things 


are pretty loose, unless of course you do want to put in the 


effort for things like the GamesWire comp. We currently have two or three 
members not placed in teams, but offer support at any time they can, and so 
far it has worked well.... 


Marc. 


Robert wrote: 


>Hi All, 
> 
> Well 


>is a bit 


> 


>:-) 
> 


VVVVVVVVVVVVVV VV 


On Sat, 19 Feb 2000 20:22:42 +0000, thechief666 
<thechief666@netscapeonline.co.uk> wrote: 


after all the worry and stuff about the OPM/Yaroze ending, here 
of good news, hopefully to spur people on to continued use of 


>the Yaroze. 


>Most of you who still access this NG, would have heard about our group 
>called Eclipse Software. A large group of Yarozers who have joined 
>forces to 
>and beyond. Add the planned inclusion of Windows/DirectX/OpenGL stuff, 
>and a public domain website, you'll see how seriously we are taking this 


hopefully ensure continued Yaroze use for the forseable future 
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> So the Eclipse website is now up and ready to go. Check out all the 
>sections, especially the Group Info page, since this describes us 
>properly. Hopefully soon we can have the team pages built and ready, and 
>lots more projects on the go. 

> Speaking of projects, along with the site is the launch of the first 
>game to come from Eclipse, Matt Verran's solo effort 'PING', which is 
>available in the projects section. Also in this section we will list the 
>future releases, both team and solo. Look out for the upcoming game from 
>Chris Wallce, 'DRUM'n'RACE' and a team game from Team ASYLUM, which will 
>be entered for the GamesWire comp. These are not the only games in 
>progress, so like I say, keep checking the projects page for future 
>confirmed releases :-) 

> 


WE PROMISE TO UPDATE THIS SITE AS MUCH AS POSSIBLE!!!!! 


Thanx 


Marc. mlambert@netcomuk.co.uk 
Scott. scott .ward6é@virgin.net 


http://www.netyaroze-europe.com/~cyclone/ 


looks nice - and there are a few people actually working :) If I could 
put a timescale on things I might think about contributing. Im all for 
encouraging people but usually steer clear of groups because of the 
commitments but that seems to be much looser so thats good. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV OV 
VVVVVVVVV VV 


—-MESSAGE FILE 6718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05442 


—-MESSAGE FILE 6719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005443 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Work in the UK. 

Date: Tue, 22 Feb 2000 11:14:34 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <38B1D4E9.1D8C059B@fulcrum.com.au> 
NNTP-Posting-Host: longford.csse.monash.edu.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 
X-Accept—-Language: en 


Well, it's finally happened, Lisa and I have decided that it's time to spend 
some time working abroad. We've decided on the UK, and as I've always wanted to 
do some games programming work (the games programming industry is rather small 
in Australia) this seems like an ideal opportunity to do just that. 


I'm a British national, so I don't think there'll be any bureaucratic issues to 
cope with. 


Anyway, I was kind of hoping that some people could make some suggestions on a 
few fronts. We really don't have all that much idea of what to expect from the 
UK, so it would be good to get an idea of things like: 


* what kind of salaries are offered for games programmers? 
* what a recommended minimum living wage is to support two people? 


Net Yaroze newsgroups message dump.txt Page 4345 


* where it would be best to consider living (both in terms of jobs, and in 
terms of environment)? We've heard that London is very expensive, and 
also rather polluted... 

* which companies would people recommend as being fun & challenging places to 
work? 

* what is the IT (specifically games) job situation like in the UK at the moment? 


Also, are there any online resources with useful information that we can 
look at? 


Hopefully by August, I'll be able to meet some real life yaroze members. :) 
Thanks heaps, 

Toby. 

(Just in case, here's a quick experience summary) 


* BSc 
(major: comp sci) 
* BComp hons 
(thesis: constraint based graphic editor) 
* MComp (completed by June) 
(thesis: parallel logic programming extensions to java) 
* competitions: 
lst, ACM south pacific regional programming contest 
5th, ACM international collegiate programming contest (Phoenix, Arizona) 
* languages: 
C/C++/Java/Python/Perl 
x86/68k/MIPS assembler 
* platform experience: 
amiga,psx,unix,windows (Win32/DirectxX) 
* programming experience: 
3d/graphics/lowlevel OS&HW programming/networking/parsers/compilers/ 
web&cgi/databases/numerical algorithms/constraint solving&optimisation/ 
—-MESSAGE FILE 6719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05443 


—-MESSAGE FILE 6720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005444 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 22 Feb 2000 00:32:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <88sleeSad2@chuka.playstation.co.uk> 
References: <38B1D4E9.1D8C059B@fulcrum.com.au> 
NNTP-Posting-Host: host213-1-128-146.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Might find this site of use: 


http://www.datascope.co.uk 


"Toby Sargeant" <toby@fulcrum.com.au> wrote in message 

news: 38B1D4E9.1D8CO59B@fulcrum.com.au... 

> Well, it's finally happened, Lisa and I have decided that it's time to 
spend 

> some time working abroad. We've decided on the UK, and as I've always 
wanted to 

> do some games programming work (the games programming industry is rather 
small 

> in Australia) this seems like an ideal opportunity to do just that. 

> 

> I'm a British national, so I don't think there'll be any bureaucratic 
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issues to 

> cope with. 

> 

> Anyway, I was kind of hoping that some people could make some suggestions 
on a 
> few fronts. We really don't have all that much idea of what to expect 
from the 
> UK, so it would be good to get an idea of things like: 


> 

> * what kind of salaries are offered for games programmers? 

> * what a recommended minimum living wage is to support two people? 

> * where it would be best to consider living (both in terms of jobs, and in 
> terms of environment)? We've heard that London is very expensive, and 

> also rather polluted... 

> * which companies would people recommend as being fun & challenging places 
to 

> work? 

> * what is the IT (specifically games) job situation like in the UK at the 


moment? 


> 

> Also, are there any online resources with useful information that we can 
> look at? 

> 

> Hopefully by August, I'll be able to meet some real life yaroze members. 


>) 

Thanks heaps, 

Toby. 

(Just in case, here's a quick experience summary) 


* BSc 
(major: comp sci) 
* BComp hons 

(thesis: constraint based graphic editor) 
* MComp (completed by June) 

(thesis: parallel logic programming extensions to java) 
* competitions: 

lst, ACM south pacific regional programming contest 

5th, ACM international collegiate programming contest (Phoenix, 
Arizona) 
> * languages: 
C/C++/Java/Python/Perl 
> x86/68k/MIPS assembler 
> * platform experience: 
> amiga,psx,unix,windows (Win32/DirectxX) 
> * programming experience: 
> 
> 
s 


VVVVVVVVVVVVVV VV 


v 


3d/graphics/lowlevel OS&HW programming/networking/parsers/compilers/ 
web&cgi/databases/numerical algorithms/constraint 
olving&optimisation/ 


--MESSAGE FILE 6720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05444 


--MESSAGE FILE 6721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005445 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Tue, 22 Feb 2000 08:42:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <88ti5g$ad3@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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I personally agree. I think this e-mail pretty much sums it up. 

George 


Steven Osman <sosman@terratron.com> wrote in message 
news: 38ab5135.126831333@news.playstation.co.uk... 
> Tony, 


I'm sorry, but I really have to disagree with your email entirely. 
Please don't take offense to what I write. 


First of all, the fact that the OPM stuff was even there, was an added 
bonus, not a requirement. Nowhere in the agreement did it mention 
that you stuff would be considered for anything like that. The fact 
that they did, was cool of them in the first place. 


Secondly, you do not have a professional dev. kit. You have a kit 

which entitles you to write games to run on your specific kit, and 

those of other NY members. Sony is/was under no obligation to make 
your disk playable to everyone else. 


I think that we're all dreaming pipe dreams if we think Sony will 
press discs for us. It costs money, it takes time, and really isn't 
worth their while. 


If you think that Sony will have anything to do with chipped systems, 
you've really got something else coming! 


Finally, regarding the "termination" of Net Yaroze, if memory serves 
me well, we were all entitled to only one year membership, to be 
renewed annualy. I don't remember paying any renewal fees myself. We 
really do have to come to grips with the fact that with PS2 coming 
out, the emphasis will shift away from the old PSX. 


Steven 
p.s. I'm bracing for the flames that this message has earned me. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 6721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05445 


—-MESSAGE FILE 6722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005446 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 22 Feb 2000 09:44:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <38b25941.2645299@www.netyaroze-europe. com> 
References: <38B1D4E9.1D8C059B@fulcrum.com.au> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


A bit of a warning - I haven't had any personal experience with using 
the specialised programmer agencies but a lot of people here have and 
it is quite common for them to either misrepresent you or basically to 
send out your cv to jobs you dont want - mind you thats probably a 
risk with every agency. :) 


On Tue, 22 Feb 2000 11:14:34 +1100, Toby Sargeant 
<toby@fulcrum.com.au> wrote: 


>Well, it's finally happened, Lisa and I have decided that it's time to spend 
>some time working abroad. We've decided on the UK, and as I've always wanted to 
>do some games programming work (the games programming industry is rather small 
>in Australia) this seems like an ideal opportunity to do just that. 
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> 

>I'm a British national, so I don't think there'll be any bureaucratic issues to 
>cope with. 

> 

>Anyway, I was kind of hoping that some people could make some suggestions on a 
>few fronts. We really don't have all that much idea of what to expect from the 
>UK, so it would be good to get an idea of things like: 

> 

>* what kind of salaries are offered for games programmers? 


for first time? depends how much other industry work you've had. 
Graduates at Sony get around 18k to start with -after a few years 
probably expect about 21-22k (w/o bonuses). 


>* what a recommended minimum living wage is to support two people? 

>* where it would be best to consider living (both in terms of jobs, and in 
> terms of environment)? We've heard that London is very expensive, and 

> also rather polluted... 


it is polluted and I personally hate it but thats tough as I work 
here. Minimum wage to support two people - hmm probably about 26k at a 
real guess. Thats at a bout rent of £700 a month and theres travel and 
bills. 


>* which companies would people recommend as being fun & challenging places to 
> work? 
>* what is the IT (specifically games) job situation like in the UK at the moment? 


Sony may/ may not be better/ worse payers than other companies but Im 
assured they are pretty nice to work for. Im happy most of the time at 
least. Cant really say about others. Make sure you try to work at a 
secure place (ie not about to fold in 6 months) 


>Also, are there any online resources with useful information that we can 
>look at? 


You could do worse than buy edge magazine - has a few jobs and loads 
of adverts for agencies - dont know if they have online presence. 


>Hopefully by August, I'll be able to meet some real life yaroze members. :) 
Dont expect too much :) 


>Thanks heaps, 


> 

>Toby. 

> 

>(Just in case, here's a quick experience summary) 

> 

>* BSc 

> (major: comp sci) 

>* BComp hons 

> (thesis: constraint based graphic editor) 

>* MComp (completed by June) 

> (thesis: parallel logic programming extensions to java) 

>* competitions: 

> lst, ACM south pacific regional programming contest 

> 5th, ACM international collegiate programming contest (Phoenix, Arizona) 
>* languages: 

> C/Ct++/Java/Python/Perl 

> x86/68k/MIPS assembler 

>* platform experience: 

> amiga,psx,unix,windows (Win32/DirectxX) 

>* programming experience: 

> 3d/graphics/lowlevel OS&HW programming/networking/parsers/compilers/ 
> web&cgi/databases/numerical algorithms/constraint solving&optimisation/ 
Disclaimer: 


Anything I say has no direct relation 
to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 
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—-MESSAGE FILE 6722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05446 


—-MESSAGE FILE 6723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005447 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 22 Feb 2000 10:59:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <88tq7aSad4@chuka.playstation.co.uk> 

References: <38B1D4E9.1D8C0O59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


it is polluted and I personally hate it but thats tough as I work 
here. Minimum wage to support two people - hmm probably about 26k at a 
real guess. Thats at a bout rent of £700 a month and theres travel and 
bills. 


V V V V 


My rent for a two bedroomed (niceish) flat is only £250 per month and thats 
expensive for where I am (Derbyshire), the prices above are for London, the 
north of England is generally cheaper than the south too. Of course what you 
get paid depends on where you are too, the jobs in London pay more to 
accomodate the higher expense. 


> Dont expect too much :) 


(high pitched geordie accent:) 
What ya saying like, ya sayin' we're all flat chested like! 


—-MESSAGE FILE 6723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05447 


—-MESSAGE FILE 6724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005448 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: distribution on cd... 

Date: Tue, 22 Feb 2000 11:50:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <88tt89Sad5@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


from a previous thread (Where do we go from here?) by Peter Dollochan: 


> Not that I'm condoning (sp) such action but nothing stops you from burning 
> your own CD's using the same methods as the pirates to give to your rele's 
> but obviously you'd get chased if you sent it onto a pro developer. VHS is 
> the way to go, for one thing the pro guys only see what you want them to 
see 

> *grin* 


Would you get chased if you sent a cdr to a developer? Doesn't the full dev 
kit run cdr's? Isn't this a good way to dist your work? It says in the 
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liscence agreement that you cannot release your work to the public, only 
keep it within the confines of the yaroze groups, but is showing a developer 
to get a job really breaking this rule? And are developers going to assume 
you are a pirate simply because you put your game on a cdr or have a chipped 
machine? It's the only way you can play import games if you don't have a 
yaroze (or two other machines), I buy imports from Tronix and it costs 
around the same as if I bought the game here, I am not a pirate but I have a 
chipped playstation. 


These aren't rhetorical questions I'd like to know what people (especially 
people who actually are pro developers) think. 


Ok flame me :) 


cheers 
Matt 


—-MESSAGE FILE 6724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05448 


—-MESSAGE FILE 6725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005449 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: distribution on cd... 

Date: Tue, 22 Feb 2000 12:05:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <38b27b04.11289361@www.netyaroze-europe. com> 
References: <88tt89Sad5@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 22 Feb 2000 11:50:42 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>Would you get chased if you sent a cdr to a developer? Doesn't the full dev 
>kit run cdr's? Isn't this a good way to dist your work? It says in the 
>liscence agreement that you cannot release your work to the public, only 
>keep it within the confines of the yaroze groups, but is showing a developer 
>to get a job really breaking this rule? And are developers going to assume 
>you are a pirate simply because you put your game on a cdr or have a chipped 
>machine? It's the only way you can play import games if you don't have a 
>yaroze (or two other machines), I buy imports from Tronix and it costs 
>around the same as if I bought the game here, I am not a pirate but I have a 
>chipped playstation. 

> 

>These aren't rhetorical questions I'd like to know what people (especially 
>people who actually are pro developers) think. 

> 
>Ok flame me :) 
> 

>cheers 

>Matt 


hmm dont know that much about it but I would be very surprised if 
someone without illegally gained knowledge could make a cd that would 
run on a pro kit. So I dont think they would assume you were dodgy, 
they would know it. Of course whether they care is another issue! 


someone prove me wrong :) 
Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 
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—-MESSAGE FILE 6725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05449 


—-MESSAGE FILE 6726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005450 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 22 Feb 2000 12:06:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <38b27b99.11438733@www.netyaroze-europe. com> 

References: <38B1D4E9.1D8C059B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e. 
Reply-To: Robert_Swan@scee.net 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X- 


com> <88tq7aSad4@chuka.playstation.co.uk> 


Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 22 Feb 2000 10:59:03 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>> Dont expect too much :) 


> 


>(high pitched geordie accent:) 
>What ya saying like, ya sayin' we're all flat chested like! 


nah - just quite a few yaroze members have met me - and I expect most 
of them went away curiously unimpressed! 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05450 


—-MESSAGE FILE 6727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005451 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: distribution on cd... 

Date: Tue, 22 Feb 2000 12:41:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <88u08q$3941@chuka.playstation.co.uk> 

References: <88tt89Sad5@chuka.playstation.co.uk> <38b27b04.11289361@www.netyaroze-eu 
rope.com> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 


X- 
X- 
x- 
x- 


VVV WV 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 5.00.2314.1300 
MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hmm dont know that much about it but I would be very surprised if 
someone without illegally gained knowledge could make a cd that would 
run on a pro kit. So I dont think they would assume you were dodgy, 
they would know it. Of course whether they care is another issue! 


guess it's not really worth the risk then. 
someone prove me wrong :) 


agree with what you said, I think it *could* be worked out through 
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observation but most likely wasn't... 


—-MESSAGE FILE 6727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05451 


—-MESSAGE FILE 6728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005452 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Tue, 22 Feb 2000 13:21:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <SN4puDAblos4Eweh@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88tid5gSad3@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <88ti5gSad3@chuka.playstation.co.uk>, George Bain 
<george_bain@scee.net> writes 

>I personally agree. I think this e-mail pretty much sums it up. 
> 

>George 

OK George a few simple questions. 


Please ask the relevant people and get back to us. 


1) Would our boot CD's need to change in order to gain access to the 
full range of Playstation peripherals. 


2) What other problems would the change involve. 


3) Would SONY allow anyone else to run our stuff on their coverdisk and 
would they give a responsible third party the tools to do so. 


I refer everyone to the carefully worded agreement 
Section 4 


(i) SCEE will repair free of charge any fault in the Member's 
PlayStation ..... Blah..Blah 


(11) SCEE will use all reasonable endeavours to correct any bugs or 
faults in the Development Tools notified to SCEE within 30 days of the 
supply of the Development Tools free of charge. Thereafter SCEE 'may' 
undertake correction of the bugs or faults but reserves the right to 
charge for these services. 


(iii) SCEE 'may' provide upgrades to the members PlayStation and/or 
Development Tools. SCEE reserves the right to charge for any such 
upgrades. 


Would (ii) include the lack of functionality in the BG functions which I 
reported to you. (r,g,b alterations having no effect)? 


Was this bug listed anywhere on the web site or would that have just 
helped new members to find such bugs before the 30-day limit and put the 
onus on SONY to fix it for free? 


Would (iii) include the repeated requests from Yaroze members requesting 
improvements to the libraries? 
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Apart from all of this nonsense we all realise that good-looking, good- 
sounding, games with good gameplay require lots of development time even 
for large teams. The lack of complete games would suggest that most of 
us are struggling to find the time (in this modern world) to finish our 
work. Simple additions to the website like collections of graphics and 
sound (submissions from pro developers for example) for use in games 
would make the process quicker. SONY never made such attempts to 
streamline the development process for us. Few of us could be masters 
of all of those aspects anyway. 


Some people hit a brick wall in one of the following areas. 
1) Code problems (no excuses here) 

2) Graphics creation (a skill in itself) 

3) Sound effects (again a skill in itself) 

4) Music creation (ditto) 
5) A lack of functionality in the tools leading to compromises in your 
design. 

6) Motivation 


SONY have provided excellent help with (1) via. samples and contact with 
other users. Five stars. 
2) One star 


3) One star 

4) One star 

5) three stars 

6) 1999-2000 No stars 


We joined a club run by one of the biggest consumer electronics 
corporations in the world. It doesn't matter what we paid it's the 
impression given by the glossy brochures that matters. 


People are bound to snip tiny bits of this and argue over individual 
points. Please bear in mind that I am asking SONY for answers to these 
questions before you wade in. 


Tony Ross 


4353 


—-MESSAGE FILE 6728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05452 


-—-MESSAGE FILE 6729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005453 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List - Complete 

Date: Tue, 22 Feb 2000 16:16:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <38b2b5f9.611412454@news.playstation.co.uk> 


References: <88p46g$fb88@chuka.playstation.co.uk> <88q45vS$k2h1@chuka.playstation.co. 


uk> 

NNTP-Posting-Host: 209.27.57.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Rikki, 


The +'s should be converted to a hex code by the web browser when 
submitting the form. When you run across that particular hex code, 
you'll know they mean + and not space. 


If I knew you'd write it in perl, I would have given you a tiny 
library I used to use back since the beginning of time (lots when I 
was working at Razorfish). It makes perl CGI very simple. 


Steven 
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On Mon, 21 Feb 2000 01:24:22 -0000, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>I just found a problem with when you enter C++ as a 'Most used programming 
>language'. As Perl/CGI/Web browsers convert spaces into '+' while 
>transporting the data around the net, at the other end, the script changes 
>all '+'s back into spaces, which is a problem is you've typed in C++. At the 
>moment I've fixed it so if you've typed in C++, it doesn't convert the '+'s 
>to spaces. Hopefully this should fix it, unless there are people who are 
>going to put J++ and the like. 

> 

>Also, I'd like to know the general feel on the colours used. Is the black 
>background too harsh? Should it be changed to a grey/white? How about the 
>links? Blue alright, or should it be yellow, green, or what (vote at 
>www.netyaroze-europe.com/~rprince/nyal/colours.html). I suppose if I change 
>the background to white/grey, I can leave the links as blue. 

> 

> 

>Cheers, 

>Rikki 

> 
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—-MESSAGE FILE 6729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05453 


—-MESSAGE FILE 6730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005454 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 22 Feb 2000 16:29:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <38b3b79c.611831537@news.playstation.co.uk> 


References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 


e.com> 

NNTP-Posting-Host: 209.27.57.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


On Tue, 22 Feb 2000 09:44:33 GMT, Robert_Swan@scee.net (Robert Swan) 
wrote: 


>A bit of a warning - I haven't had any personal experience with using 
>the specialised programmer agencies but a lot of people here have and 
>it is quite common for them to either misrepresent you or basically to 
>send out your cv to jobs you dont want - mind you thats probably a 
>risk with every agency. :) 


Robert, 
I'd like to elaborate on this point, because it's worrisome sometimes. 


American agencies are often like that. It is important to really try 
and get an impression of the agency before you ask them to send out 
your resume. As a rule of thumb, you should *insist* that they 
contact you before sending your resume to any company, unless you 
really trust their judgement. They aren't all bad, but those that do 
send out resumes everywhere cause two severe problems to look out for: 


1. They blast resumes to give employers the impression that they are 
"on the ball" as far as sending candidates over. Ultimately, if you 
get sent on an interview you stand no chance of passing, you've wasted 
your time, and so has the employer. 

2: (and this is why you should INSIST on permission in advance) - if 
they send your resume to a company you're already talking to (perhaps, 
through another recruiter), they may insist on payment. Granted the 
company is not going to pay two recruiters for the same one employer, 
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but it will certainly become quite a headache. They make their 
commission by introducing you to employers. When they send your 
resume out -- that's exactly what they are doing. I wouldn't want my 
employer to start out with a bad taste in their mouth because they had 
to fight with some recruiter over me. 


...օո the other hand, recruiters are a GODSEND. Լե is big business, 
in the US, for instance, to introduce people to jobs where they'd have 
to relocate. 


People generally read the local newspaper to find work... Little do 
they know how many jobs are out there in some other town if they'd be 
willing to move. With Toby considering a move to the UK, he should 
conceivably be able to have his job offer before he even gets there, 
if not a choice of offers in different locations. 


Steven 


4355 


—-MESSAGE FILE 6730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05454 


—-MESSAGE FILE 6731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005455 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 22 Feb 2000 17:04:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <38b2c0b3.29131290@www.netyaroze-europe. com> 


e.com> <38b3b79c.611831537@news.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


I dont mean to add more scare stories BUT the few things Ive heard or 
seen myself are: 


agencies spamming CVs left right and center. It is not uncommon to get 
CVs for the same person from several agencies. It looks stupid! (thats 
not to say dont join on with every agency in sight of course!) 


agencies sending a CV to a company WHILE THE PERSON IS STILL WORKING 
THERE (absolutely bloody horrendous). This has happened twice in my 
small experiences of it. Cue people having to explain that noone knew 
they were looking to leave. Ok, so this wouldnt apply to a lot of 
people using agencies but do I trust them? nope. 


agencies sending your CV for jobs you dont want, cant have. We were 
recruiting for a football AI programmer. He turned up on the assurance 
that it was for a football AI programming job. I think he gave a good 
impression. After he leaves the agency phones up and says 'he didnt 
want a football AI job, have you got any others' to which the guys 
reply was 'no - **** off'. which got a reaction from some people but I 
think its funny :) 


keep em coming! 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 


References: <38B1D4E9.1D8CO059B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 


—-MESSAGE FILE 6731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05455 


—-MESSAGE FILE 6732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005456 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Tue, 22 Feb 2000 17:21:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <88ugjf$3942@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk><38ab5135.126831333@news.playstatio 
n.co.uk><88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Tony, 

Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 

news: SN4puDAblos4Eweh@trsoft.demon.co.uk... 

> 1) Would our boot CD's need to change in order to gain access to the 
> full range of Playstation peripherals. 

Yes, they will need changes. 

> 2) What other problems would the change involve. 


Time, money, and resources at DADC. 


> 3) Would SONY allow anyone else to run our stuff on their coverdisk and 
> would they give a responsible third party the tools to do so. 


No. 


> Would (ii) include the lack of functionality in the BG functions which I 


> reported to you. (r,g,b alterations having no effect)? 
This was not a bug. It's just a feature. 
> Would (iii) include the repeated requests from Yaroze members requesting 


> improvements to the libraries? 


Notice that 'may' is in quotes. We haven't provided such options and if we 
do in 
the future all Net Yaroze members will be notified. 


> would make the process quicker. SONY never made such attempts to 
> streamline the development process for us. Few of us could be masters 
> of all of those aspects anyway. 


Nowhere, did SCEE state that we will provide graphics, and sound for 
Net Yaroze members. 


> We joined a club run by one of the biggest consumer electronics 
> corporations in the world. It doesn't matter what we paid it's the 
> impression given by the glossy brochures that matters. 


You were given the oportunity to return your Net Yaroze within a certain 
number of days for a full refund. 


> People are bound to snip tiny bits of this and argue over individual 
> points. Please bear in mind that I am asking SONY for answers to these 
> questions before you wade in. 


I'm still in charge of Net Yaroze and if you have any futher questions 
please 
feel free to contact me. 


George 
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-—-MESSAGE FILE 6732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05456 


—-MESSAGE FILE 6733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005457 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Tue, 22 Feb 2000 19:47:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <88ugjf$3942@chuka.playstation.co.uk>, George Bain 
<george_bain@scee.net> writes 

>Hi Tony, 

> 

>Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 

>news : SN4puDAblos4Eweh@trsoft.demon.co.uk... 

>> 1) Would our boot CD's need to change in order to gain access to the 
>> full range of Playstation peripherals. 


> 

>Yes, they will need changes. 

> 

>> 2) What other problems would the change involve. 
> 


>Time, money, and resources at DADC. 
Could you give us a figure (we may be able to afford it if enough of us 
are interested)? 


Is there anything which precludes us from approaching a registered 
publisher with a view to publishing a 'compendium' of yaroze titles? 


What about passing our game to a registered developer for inclusion in 
their main game as a sub-game? 

>> 3) Would SONY allow anyone else to run our stuff on their coverdisk and 
>> would they give a responsible third party the tools to do so. 

> 

>No. 

What options do we have for getting our stuff to the wider PlayStation 
community as a demo? 


>> Would (ii) include the lack of functionality in the BG functions which I 


>> reported to you. (r,g,b alterations having no effect)? 

> 

>This was not a bug. It's just a feature. 

LOL 

>> Would (iii) include the repeated requests from Yaroze members requesting 
>> improvements to the libraries? 

> 


>Notice that 'may' is in quotes. We haven't provided such options and if we 
>do in 

>the future all Net Yaroze members will be notified. 

Come on George. I put the may in quotes to emphasise the fact that SONY 
did not have to do this but surely the question has to be raised now and 
again with your bosses? 

If the agreement had stated that they would never upgrade the libraries 
then I would have no arguement. 

>> would make the process quicker. SONY never made such attempts to 

>> streamline the development process for us. Few of us could be masters 
>> of all of those aspects anyway. 
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> 

>Nowhere, did SCEE state that we will provide graphics, and sound for 
>Net Yaroze members. 

It doesn't say that they will provide loads of code examples either but 
they do. 

What about asking the major software development houses for donations to 
the program (Eg. texture sets, 2d tile sets, sound effects, music) or 
even an agreement that we can rip off sound & graphics from published 
title X? 


>> We joined a club run by one of the biggest consumer electronics 

>> corporations in the world. It doesn't matter what we paid it's the 

>> impression given by the glossy brochures that matters. 

> 

>You were given the oportunity to return your Net Yaroze within a certain 
>number of days for a full refund. 

Agreed! 

>> People are bound to snip tiny bits of this and argue over individual 

>> points. Please bear in mind that I am asking SONY for answers to these 
>> questions before you wade in. 


> 

>I'm still in charge of Net Yaroze and if you have any futher questions 
>please 

>feel free to contact me. 

OK 


What have been the major events during my time as a member (Sept 98) 
Excluding GDUK98 which I obviously missed? 


Why was there no GDUK99 (the archived news states that SONY would be 
talking to the organisers) ? 


No hard feelings I hope! 


Tony Ross 
—-MESSAGE FILE 6733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05457 


—-MESSAGE FILE 6734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005458 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Gameswire awards 

Date: Tue, 22 Feb 2000 21:59:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <88v14h$3943@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-138.barium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I've heard back from Adrian at Gameswire and he has confirmed that you can 
enter their awards if you are a solo developer. 


(I've now pre registered myself - 'team OBLIQUE') 
The URL is www.gameswire.com/awards. 
Jon 


—-MESSAGE FILE 6734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05458 


—-MESSAGE FILE 6735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005459 
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Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 02:43:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <38b54835.648851278@news.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Tue, 22 Feb 2000 19:47:03 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>In article <88ugjf$3942@chuka.playstation.co.uk>, George Bain 
><george_bain@scee.net> writes 

>>Nowhere, did SCEE state that we will provide graphics, and sound for 
>>Net Yaroze members. 

>It doesn't say that they will provide loads of code examples either but 
>they do. 

>What about asking the major software development houses for donations to 
>the program (Eg. texture sets, 2d tile sets, sound effects, music) or 
>even an agreement that we can rip off sound & graphics from published 
>title X? 


Hi Tony, 


I had discussed this issue with some SCEA members on the Tuesday night 
chat. 


I was suggesting to them that we should collectively put together a 
large collection of sounds, textures, etc. and create CDRs out of 
them. 


This way, many games can access the CD directly (you'll just have to 
get a copy of the CDR - by burning it yourself or having someone do it 
for you), and not only will it provide a nice library of items to use, 
it will make game load time much faster. (reading off the CD is much 
faster). 


Since you seem pretty anxious on this point, why don't you try to 
organize it? 


I'm sure if we all contribute a little, we can have a nice collection. 
We just need to make it a "Standard library", so everyone just needs 
one disc, and all the files are in the same place for everyone. 


A good place to start? Well, there are tonnes of free textures 
packaged with software, and available on the Internet. 


Steven 
-—-MESSAGE FILE 6735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05459 


-—-MESSAGE FILE 6736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005460 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Active Members List - Complete 

Date: Wed, 23 Feb 2000 00:44:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <890bp9S6g1l@chuka.playstation.co.uk> 

References: <88p46g$fb88@chuka.playstation.co.uk> <88q45v$k2h1@chuka.playstation.co. 
նէ» <38b2b5f9.611412454@news.playstation.co.uk> 
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NNTP-Posting-Host: th-gt141-024.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Rikki, 

> 

> The +'s should be converted to a hex code by the web browser when 
> submitting the form. When you run across that particular hex code, 
> you'll know they mean + and not space. 

> 

> If I knew you'd write it in perl, I would have given you a tiny 

> library I used to use back since the beginning of time (lots when I 
> was working at Razorfish). It makes perl CGI very simple. 

> 

> Steven 


Hi Steven, 


I found that the problem was only with the plus signs when reading from the 
file, not taking the info from the form and saving it. Checking back, I 
realised I had been saving the input after swapping the hex codes for the 
actual characters and plus signs (for spaces), and had left the remove hex 
code and plus signs in the reading code of the display script. This 
basically meant that the code was checking through the stored input *again* 
and removing pluses which it shouldn't have. I have now removed the bit of 
code doing this in the output script, so it should all work properly. 


Rikki 


4360 


—-MESSAGE FILE 6736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05460 


—-MESSAGE FILE 6737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005461 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Has anyone got Dennis' email adress? 
Date: Wed, 23 Feb 2000 10:30:52 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <38b3b6b9.2865979@www.netyaroze-europe. com> 
Reply-To: Robert_Swan@scee.net 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


well the title sort of says it all really - 


maybe im just rubbish with the web sites now but I cant seem to find 
my way around! 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 


—-MESSAGE FILE 6737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05461 


—-MESSAGE FILE 6738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005462 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Has anyone got Dennis' email adress? 

Date: Wed, 23 Feb 2000 12:00:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <38B3CBCE.D073967D@chilternmag.demon.co.uk> 
References: <38b3b6b9.2865979@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-114.blue-streak-damsel.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


debri@dds.nl 
ICQ: 5667178 


I think, if were talking about the same Dennis... 


Robert Swan wrote: 


Anything I say has no direct relation 
to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 


> well the title sort of says it all really - 
> 

> maybe im just rubbish with the web sites now but I cant seem to find 
> my way around! 

> 

> Rob 

> 

> Disclaimer: 

> 

> 

> 

> 


—-MESSAGE FILE 6738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05462 


--MESSAGE FILE 6739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005463 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Wed, 23 Feb 2000 12:30:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <38B3D2CC.72BBFA6E@easynet.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <38b3b79c.611831537@news.playstation.co.uk> <38b2c0b3.29131290@www.netyaroze-— 
europe. com> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Agencies also sell your details to other rival agencies - even after 
you've got the job, and even your new work phone number! I got my current 
job (not game-related) through an agency. Since then I haven't given my 
details to any other agency, but last week I got a phone call *at work* 
from an agency I'd never heard of offering me a job. They could only have 
got my work number from the agency that got me the job. 


Also, once your CV is in the system, it'll be in the system forever. About 
3 years ago, I submitted my CV to the general agency 'pool' via JobServe. 
Didn't hear anything for over a year, but now I'm getting calls from 
agencies offering me Macromedial Director work - which I last did over 3 
years ago, when I submitted my CV! 


I got a letter recently from an agency that I submitted my CV to 5 years 
ago - offering me work as a DTP operator. 
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So be careful what you put on your CV - it'll haunt you forever. 
Phil 


—-MESSAGE FILE 6739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05463 


—-MESSAGE FILE 6740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005464 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 13:01:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5dgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <38b54835.648851278@news.playstation.co.uk>, Steven Osman 
<sosman@terratron.com> writes 

>Hi Tony, 

> 

>I had discussed this issue with some SCEA members on the Tuesday night 
>chat. 

> 

>I was suggesting to them that we should collectively put together a 
>large collection of sounds, textures, etc. and create CDRs out of 
>them. 

> 

>This way, many games can access the CD directly (you'll just have to 
>get a copy of the CDR - by burning it yourself or having someone do it 
>for you), and not only will it provide a nice library of items to use, 


>it will make game load time much faster. (reading off the CD is much 
>faster). 
This may be an ideal opportunity to contribute to a new boot CD 


containing everything we need. 


Can we use a CDR once the Yaroze has booted? 

>Since you seem pretty anxious on this point, why don't you try to 
>organize it? 

I would be happy to take the contributions and compile them into a disk. 
>I'm sure if we all contribute a little, we can have a nice collection. 
>We just need to make it a "Standard library", so everyone just needs 
>one disc, and all the files are in the same place for everyone. 
Agreed! 

>A good place to start? Well, there are tonnes of free textures 
>packaged with software, and available on the Internet. 

Send them to me (or give me the URL) 


I can eventually burn a CDR for each interested member. 
Make sure that they are free of copyright problems! 
Thanks Steven for the input. 

Lets get going then. 

Tony Ross 


—-MESSAGE FILE 6740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05464 


—-MESSAGE FILE 6741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005465 
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Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 13:25:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <38b3ddf1.12907334@www.netyaroze-europe. com> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Im having a hard time following your points - as you seem to refuse to 
take no for an answer. Im trying to avoid sounding like I'm having a 
go but there isnt any new conversation in the posts! 


I could respond to all your points with why they wont happen but that 
is asking for more of a response which will continue the threads! 


1) 

Sony has stopped its support for Yaroze - which it is entitled to do 
and we all knew was going to happen. George continues to head the 
project because he enjoys it but anything he offers is above and 
beyond what we should expect. 


2) 

we are retreading many points that have been discussed many times 
before - no new yaroze boot disc will happen. We cant get information 
for printing our own cds for any number of reasons. etc. 


3) 

Sony has fulfilled its obligations - anything more to take from the 
yaroze we have to do ourselves; you CAN create amazing stuff with what 
we have, so go and do it and stop rueing what you think you are 
mistakenly entitled to. 


I don't want people to get angry at sony for doing nothing or for not 
letting them realise the full potential of their work when in fact 
Sony has done nothing of the sort. You bought the yaroze under certain 
conditions which have been met. Now do your part and write some good 
games! We have _all_ been through the 'I wish sony had given us this' 
but just learn to accept it as 99% of active yarozers have. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05465 


—-MESSAGE FILE 6742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005466 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 13:49:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <38b3elbe.688155885@news.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
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NNTP-Posting-Host: 209.27.57.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


On Wed, 23 Feb 2000 13:01:19 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>In article <38b54835.648851278@news.playstation.co.uk>, Steven Osman 
><sosman@terratron.com> writes 

>>Hi Tony, 

>> 

>>I had discussed this issue with some SCEA members on the Tuesday night 
>>chat. 

>> 
>>I was suggesting to them that we should collectively put together a 
>>large collection of sounds, textures, etc. and create CDRs out of 
>>them. 

>> 
>>This way, many games can access the CD directly (you'll just have to 
>>get a copy of the CDR - by burning it yourself or having someone do it 
>>for you), and not only will it provide a nice library of items to use, 


>>it will make game load time much faster. (reading off the CD is much 
>>faster). 
>This may be an ideal opportunity to contribute to a new boot CD 


>containing everything we need. 


Not a boot CD! The boot CD will have to remain unchanged, you'd pop 
this disc in after the boot disc. 


>Can we use a CDR once the Yaroze has booted? 


My guess is yes. If I'm not mistaken, the PSX copy protection scheme 
involves checking the disc at bootup time. Once booted, the system 
should be willing to accept CDRs. Perhaps we should test it out 
before getting too excited. 


>>Since you seem pretty anxious on this point, why don't you try to 
>>organize it? 


>I would be happy to take the contributions and compile them into a disk. 


Good! 


>>I'm sure if we all contribute a little, we can have a nice collection. 
>>We just need to make it a "Standard library", so everyone just needs 
>>one disc, and all the files are in the same place for everyone. 
>Agreed! 


>>A good place to start? Well, there are tonnes of free textures 
>>packaged with software, and available on the Internet. 


>Send them to me (or give me the URL) 

I'll look for some, but others need to help. 

>I can eventually burn a CDR for each interested member. 

Well, I think the plan will be to help out people who can't burn on 
their own. Personally, I can download a disc image and burn it. We 


can either create a .zip file with the entire directory tree, OR 
(probably better) an ISO image so everyone has identical discs. 


>Make sure that they are free of copyright problems! 
Yes! Very important point! 
>Thanks Steven for the input. 


> 
>Lets get going then. 


I much prefer you with this attitude than with the other you were 


Page 4364 
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showing earlier! 


We need a good sound library in there too... See if you can find 
people to contribute some. 


This definately must be a group effort. Ideally, this will be a large 
enough collection to keep all of the members happy for a while, so we 
won't have to upload many of our own graphics by hand. If the 
collection is not a decent one, we'll find that we just volunteered 
ourselves into the CDR-of-the-week club, with new versions coming 
constantly. 


An important feature that we MUST put is a text file, perhaps in the 
root directory, containing a name of the compilation and a version 
number. This way, code will be able to automatically check and see if 
the right disc is loaded (i.e. right volume name, and version >= 
desired version) 


Also, there was a feature I was working on in my NY toolkit that you 
may find interesting conceptually. 


Basically, in the code, wherever I need an image, I pass in both the 
memory pointer where the image should exist, AND a filename. The 
library I wrote searches FIRST for the file, and if it does not search 
for the file, checks the memory address for it. 


This way, if a CD is in that contains the right files, all loading 
will happen off disc, and you only need to upload the executable. On 
the other hand, if the CD is not there, you'll need to upload 
everything. 


Steven 
—-MESSAGE FILE 6742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05466 


—-MESSAGE FILE 6743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005467 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 14:07:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 106 

Message-ID: <890plcS6g3@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> <38b3elbe 
-688155885@news .playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


IIRC whenever you put a disc into the machine it checks the protection, you 
cannot use cdr's for data purposes... 


Steven Osman <sosman@terratron.com> wrote in message 
news: 38b3elbe.688155885@news.playstation.co.uk... 

> On Wed, 23 Feb 2000 13:01:19 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>In article <38b54835.648851278@news.playstation.co.uk>, Steven Osman 
><sosman@terratron.com> writes 

>>Hi Tony, 

>> 

>>I had discussed this issue with some SCEA members on the Tuesday night 
>>chat. 

>> 


VVVVVVV VV 
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>>I was suggesting to them that we should collectively put together a 

>>large collection of sounds, textures, etc. and create CDRs out of 

>>them. 

>> 

>>This way, many games can access the CD directly (you'll just have to 

>>get a copy of the CDR - by burning it yourself or having someone do it 

>>for you), and not only will it provide a nice library of items to use, 

>>it will make game load time much faster. (reading off the CD is much 

>>faster). 
>This may be an ideal opportunity to contribute to a new boot CD 
>containing everything we need. 


Not a boot CD! The boot CD will have to remain unchanged, you'd pop 
this disc in after the boot disc. 


>Can we use a CDR once the Yaroze has booted? 


My guess is yes. If I'm not mistaken, the PSX copy protection scheme 
involves checking the disc at bootup time. Once booted, the system 
should be willing to accept CDRs. Perhaps we should test it out 
before getting too excited. 


>>Since you seem pretty anxious on this point, 
>>organize it? 


why don't you try to 


>I would be happy to take the contributions and compile them into a disk. 
Good! 


>>I'm sure if we all contribute a little, we can have a nice collection. 
>>We just need to make it a "Standard library", so everyone just needs 
>>one disc, and all the files are in the same place for everyone. 
>Agreed! 


>>A good place to start? 
>>packaged with software, 


Well, there are tonnes of free textures 
and available on the Internet. 


>Send them to me (or give me the URL) 


I'll look for some, but others need to help. 
>I can eventually burn a CDR for each interested member. 
Well, I think the plan will be to help out people who can't burn on 


their own. Personally, I can download a disc image and burn it. We 


can either create a .zip file with the entire directory tree, OR 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


(probably better) an 
>Make sure that they 


Yes! Very important 


ISO image so everyone has identical discs. 
are free of copyright problems! 


point! 


>Thanks Steven for the input. 
> 


>Lets get going then. 


I much prefer you with this attitude than with the other you were 
showing earlier! 


We need a good sound 
people to contribute 


library in there too... 
some. 


See if you can find 


This definately must be a group effort. Ideally, this will be a large 
enough collection to keep all of the members happy for a while, so we 
won't have to upload many of our own graphics by hand. If the 
collection is not a decent one, we'll find that we just volunteered 
ourselves into the CDR-of-the-week club, with new versions coming 


constantly. 


An important feature that we MUST put is a text file, perhaps in the 
root directory, containing a name of the compilation and a version 
number. This way, code will be able to automatically check and see if 
the right disc is loaded (i.e. right volume name, and version >= 
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> desired version) 

> 

> Also, there was a feature I was working on in my NY toolkit that you 
> may find interesting conceptually. 

> 

> Basically, in the code, wherever I need an image, I pass in both the 
> memory pointer where the image should exist, AND a filename. The 

> library I wrote searches FIRST for the file, and if it does not search 
> for the file, checks the memory address for it. 

> 

> This way, if a CD is in that contains the right files, all loading 

> will happen off disc, and you only need to upload the executable. On 
> the other hand, if the CD is not there, you'll need to upload 

> everything. 

> 

> Steven 
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-—-MESSAGE FILE 6743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05467 


—-MESSAGE FILE 6744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005468 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 16:27:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 118 

Message-ID: <38b40a32.698514751@news.playstation.co.uk> 


References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 

<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> <38b3elbe 


-688155885@news.playstation.co.uk> <890plcS6g3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Unfortunately, you are correct. 


I don't think that requiring people to use the "Swap trick" with their 
Yarozes is such a good idea, either :) 


Oh well. Sorry about that Tony! 
Steven 


On Wed, 23 Feb 2000 14:07:58 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>IIRC whenever you put a disc into the machine it checks the protection, 
>cannot use cdr's for data purposes... 

> 

>Steven Osman <sosman@terratron.com> wrote in message 

>news: 38b3elbe.688155885@news.playstation.co.uk... 

>> On Wed, 23 Feb 2000 13:01:19 +0000, Tony Ross 

>> <ARoss@trsoft.demon.co.uk> wrote: 

>> 

>> >In article <38b54835.648851278@news.playstation.co.uk>, Steven Osman 
>> ><sosman@terratron.com> writes 

>> >>Hi Tony, 

>> >> 


>> >>I had discussed this issue with some SCEA members on the Tuesday night 


>> >>chat. 

>> >> 

>> >>I was suggesting to them that we should collectively put together a 
>> >>large collection of sounds, textures, etc. and create CDRs out of 
>> >>them. 


you 
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>> >> 

>> >>This way, many games can access the CD directly (you'll just have to 
>> >>get a copy of the CDR - by burning it yourself or having someone do it 
>> >>for you), and not only will it provide a nice library of items to use, 
>> >>it will make game load time much faster. (reading off the CD is much 
>> >>faster). 
>> >This may be an ideal opportunity to contribute to a new boot CD 

>> >containing everything we need. 

>> 

>> Not a boot CD! The boot CD will have to remain unchanged, you'd pop 

>> this disc in after the boot disc. 

>> 

>> >Can we use a CDR once the Yaroze has booted? 

>> 

>> My guess is yes. If I'm not mistaken, the PSX copy protection scheme 

>> involves checking the disc at bootup time. Once booted, the system 

>> should be willing to accept CDRs. Perhaps we should test it out 

>> before getting too excited. 

>> 

>> >>Since you seem pretty anxious on this point, why don't you try to 

>> >>organize it? 

>> 

>> >I would be happy to take the contributions and compile them into a disk. 
>> 

>> Good! 

>> 

>> >>I'm sure if we all contribute a little, we can have a nice collection. 
>> >>We just need to make it a "Standard library", so everyone just needs 
>> >>one disc, and all the files are in the same place for everyone. 

>> >Agreed! 

>> 

>> >>A good place to start? Well, there are tonnes of free textures 

>> >>packaged with software, and available on the Internet. 

>> 

>> >Send them to me (or give me the URL) 

>> 

>> I'll look for some, but others need to help. 

>> 

>> >I can eventually burn a CDR for each interested member. 

>> 

>> Well, I think the plan will be to help out people who can't burn on 

>> their own. Personally, I can download a disc image and burn it. We 

>> can either create a .zip file with the entire directory tree, OR 

>> (probably better) an ISO image so everyone has identical discs. 

>> 

>> >Make sure that they are free of copyright problems! 

>> 

>> Yes! Very important point! 

>> 

>> >Thanks Steven for the input. 

>> > 

>> >Lets get going then. 

>> 

>> I much prefer you with this attitude than with the other you were 

>> showing earlier! 


>> 

>> We need a good sound library in there too... See if you can find 

>> people to contribute some. 

>> 

>> This definately must be a group effort. Ideally, this will be a large 


>> enough collection to keep all of the members happy for a while, so we 
>> won't have to upload many of our own graphics by hand. If the 

>> collection is not a decent one, we'll find that we just volunteered 
>> ourselves into the CDR-of-the-week club, with new versions coming 

>> constantly. 

>> 

>> An important feature that we MUST put is a text file, perhaps in the 
>> root directory, containing a name of the compilation and a version 

>> number. This way, code will be able to automatically check and see if 
>> the right disc is loaded (i.e. right volume name, and version >= 

>> desired version) 

>> 

>> Also, there was a feature I was working on in my NY toolkit that you 
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>> may find interesting conceptually. 

>> 

>> Basically, in the code, wherever I need an image, I pass in both the 
>> memory pointer where the image should exist, AND a filename. The 

>> library I wrote searches FIRST for the file, and if it does not search 
>> for the file, checks the memory address for it. 

>> 

>> This way, if a CD is in that contains the right files, all loading 

>> will happen off disc, and you only need to upload the executable. On 
>> the other hand, if the CD is not there, you'll need to upload 

>> everything. 


>> Steven 
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—-MESSAGE FILE 6744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05468 


—-MESSAGE FILE 6745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005469 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Wed, 23 Feb 2000 18:26:01 +0000 

Organization: Netcom member 

Lines: 23 

Message-ID: <38B42639.CC7C7395@netscapeonline.co.uk> 


References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news. 


playstati 


on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 


35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
.12907334@www.netyaroze-europe.com> 

NNTP-Posting-Host: dialup-14-34.netcomuk.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


It is a shame if it all does end on this note, I also have a large wish 
list, but like people need to grudginly accept, we won't get them. I still 
believe Sony has done a good thing by creating this project, after all I 
never saw Nintendo/Sega try it. I believe Sega wanted to, but realized the 
Saturn was crap :-օ. 

This is why Eclipse was started, and continues to grow so finally we 
can either make good use of the Yaroze, or take it further into Windows. 
Either way we have still all learnt a great deal from this project. 


Although I am a little pissed about the way the great Sony has run 
this project, we all have our idea's on this subject, but they have (as 
it's been pointed out many times) kept their end of the agreement up. 


I would like to thank George Bain for continuing to at least take some 
interest in this project, even though it's now clear he doesn't need to, 
and anyone else from Sony who help. 


Marc. 


ECLIPSE SOFTWARE---Team ASYLUM 
mlambert @netcomuk.co.uk 
http://www.netyaroze-europe.com/~cyclone/ 


<38b3ddf1 


—-MESSAGE FILE 6745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05469 


-—-MESSAGE FILE 6746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005470 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Moose)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Active Members List - Complete 

Date: Tue, 22 Feb 2000 22:36:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <891jfr$bl1@chuka.playstation.co.uk> 
References: <88p46gS$fb88@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-80.sulfur.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Smart... I've just put my details on without any problems. 
Good one Rikki. 


(P.S. I can't comment on the colours since the colours on my computer 
monitor are all-over the shop! Have you ever stuck a magnet by you monitor 

well it's like that -- different colours in different parts of the 
screen) 


—-MESSAGE FILE 6746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05470 


—-MESSAGE FILE 6747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005471 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 24 Feb 2000 11:51:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <kkFSOIAgsRt4Ewmu@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 
<iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
<38b3elbe.688155885@news.playstation.co.uk> 
<890plcS$6g3@chuka.playstation.co.uk> 
<38b40a32.698514751@news.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <38b40a32.698514751@news.playstation.co.uk>, Steven Osman 
<sosman@terratron.com> writes 

>Unfortunately, you are correct. 

> 

>I don't think that requiring people to use the "swap trick" with their 
>Yarozes is such a good idea, either :) 

> 

>Oh well. Sorry about that Tony! 

> 

>Steven 

Yes but would it work on a chipped GREY PSX? ;) 


Tony Ross 
—-MESSAGE FILE 6747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05471 


—-MESSAGE FILE 6748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005472 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 
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Date: Thu, 24 Feb 2000 12:22:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <DH5G8PAYKSt4EwRD@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 
<iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
<38b3ddf1.12907334@www.netyaroze-europe. com> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <38b3ddf1.12907334@www.netyaroze-europe.com>, Robert Swan 
<Robert_Swan@scee.net> writes 

>Im having a hard time following your points - as you seem to refuse to 
>take no for an answer. Im trying to avoid sounding like I'm having a 
>go but there isnt any new conversation in the posts! 

Next time you take something back to a shop to complain Rob remember 
that when the guy says there is nothing he can do for you then just 
leave with no argument. 

>I could respond to all your points with why they wont happen but that 
>is asking for more of a response which will continue the threads! 

All of the reasons boil down to the same thing. 

SONY will not put any more money into Yaroze. 


A 10p donation for every copy of OPM which carried a Yaroze game would 
have easily provided the cash for prizes and new tools and the gamers 
get a complete game for 10p. 


I'm sure that the PlayStation owners would not begrudge us this. 
What about an OPM campaign to save Yaroze (poll the readers). 


The whole project could have been self funding (No good games=no money) 


>1) 

>Sony has stopped its support for Yaroze - which it is entitled to do 
>and we all knew was going to happen. George continues to head the 
>project because he enjoys it but anything he offers is above and 
>beyond what we should expect. 

I am very grateful to George for all of his help. 


If the Yaroze access card had allowed us to use a modified boot CDR then 
we never would have had all of this trouble anyway. 


OK so I complained quite a bit but I also made several suggestions. 
I want to remain positive about the whole thing and it need not end here 
as a project. 


Tony Ross 
—-MESSAGE FILE 6748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05472 


—-MESSAGE FILE 6749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005473 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 24 Feb 2000 14:21:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <38b53e28.777354877@news.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
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35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> <38b3elbe 
-688155885@news.playstation.co.uk> <890plcS6g3@chuka.playstation.co.uk> <38b40a32.69 
8514751@news.playstation.co.uk> <kkFSOIAqsRt4Ewmu@trsoft.demon.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


It'll work on a chipped black psx if you really wanted to. 
A great way to void your warranty and piss of sony IMHO 
What about a game enhancer? 


On Thu, 24 Feb 2000 11:51:06 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>In article <38b40a32.698514751@news.playstation.co.uk>, Steven Osman 
><sosman@terratron.com> writes 

>>Unfortunately, you are correct. 

>> 

>>I don't think that requiring people to use the "swap trick" with their 
>>Yarozes is such a good idea, either :) 

>> 

>>Oh well. Sorry about that Tony! 

>> 

>>Steven 

>Yes but would it work on a chipped GREY PSX? ;) 


—-MESSAGE FILE 6749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05473 


—-MESSAGE FILE 6750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005474 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Thu, 24 Feb 2000 14:54:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <38b544ff.19209129@www.netyaroze-europe. com> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> <38b3ddf1 
.12907334@www.netyaroze-europe.com> <DH5G8PAYKSt4EwRD@trsoft.demon.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 24 Feb 2000 12:22:48 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>Next time you take something back to a shop to complain Rob remember 
>that when the guy says there is nothing he can do for you then just 
>leave with no argument. 


That is an inaccurate analogy. A better one would be buying a pair of 
trousers that have a sign on them saying 'these are ripped - so no 
complaints' and then taking them back to the shop and saying ' Եսե 
these are ripped' :) 


And if you met me you'd find how angry I do get at companies that 
don't fulfill their own promises/ standards - which sony hasn't done. 


>A 10p donation for every copy of OPM which carried a Yaroze game would 
>have easily provided the cash for prizes and new tools and the gamers 
>get a complete game for 10p. 

> 

>I'm sure that the PlayStation owners would not begrudge us this. 
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and then what - sony has finished the yaroze project. Lets be 
realistic about the Yaroze - there are probably about 20 people still 
working on them that might get something done. If there were 200 or 
2000 then things might be different. 


There is a salient point in that even when the Fame Game was running, 
often there was nothing offered to be put on the cover. Basically, we 
wernt producing enough to make it worthwhile, and nothing has changed 
now. In fact its probably got worse. 


>If the Yaroze access card had allowed us to use a modified boot CDR then 
>we never would have had all of this trouble anyway. 


but they didnt. You might as well complain that sony were nasty by 
making people chip their machines to be able to play backups :) Its 
just something they did. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05474 


—-MESSAGE FILE 6751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005475 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: distribution on cd... 

Date: Thu, 24 Feb 2000 18:03:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <893re4$16f1@chuka.playstation.co.uk> 

References: <88tt89Sad5@chuka.playstation.co.uk> <38b27b04.11289361@www.netyaroze-eu 
rope.com> <88u08qS$3941@chuka.playstation.co.uk> 

NNTP-Posting-Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 88u08q$3941@chuka.playstation.co.uk... 

> 

hmm dont know that much about it but I would be very surprised if 
someone without illegally gained knowledge could make a cd that would 
run on a pro kit. So I dont think they would assume you were dodgy, 
they would know it. Of course whether they care is another issue! 


VVVVYV 
VV V V 


What would constitute illegally gained knowledge, I have seen on a few 
websites apps that allow you to create cdr`s that would work on chipped 
playstation`s, would using the app constitute illegally gained knowledge ? 


--MESSAGE FILE 6751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05475 


--MESSAGE FILE 6752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005476 

Path: chuka.playstation.co.uk!news 

From: "Al" <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Thu, 24 Feb 2000 14:50:09 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <894iigS5erl@chuka.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <38b3b79c.611831537@news.playstation.co.uk> <38b2c0b3.29131290@www.netyaroze-— 
europe.com> <38B3D2CC.72BBFA6E@easynet.co.uk> 

NNTP-Posting-Host: VIP-205-33.vip.uk.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi 
In defence of agencies, I just got my new job I start next week 
through one. 


The thing is, loads of companies only hire through agency, I'm assuming 
because that way some-one else filters out the time wasters for them :) 


The other thing is that nearly every company I wrote to with demo disc 
and CV wrote back to me saying " Sorry we want ppl with experience", yet 
the agencies I was with got me interviews :) 


I'm assuming that's cos the agency guy is saying " sure he has no 
experience but he's the hardest working cleverest most talented quick 
thinking person in the known universe ;) 


So back to the point, maybe I'm an exception, but after Uni I spent 3 
months sending CVs and demo discs, and had 3 interviews. After Christmas 
I registered with 2 agencies and within 1 1/2 months had 4 interviews 
and got a job with a games company. 


Saying that it's better for you if you get a job without an agency cos 
it means you get more money :) 


One thing I'd say though is that different agencies treat different ppl 
well and badly. A friend of mine nearly had a heart attacked when I told 
him one I had registered with cos they messed him about, but they were 
brilliant to me, they were even nice when I told them I got offered a 
job which I had got the interview with via another agency :) 


Al 


p.s. I'll actually publicly announce the company next week once I've 
started :) I'm quite excited now cos my contract arrived today :) 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' game dev 'n' piercing 'n' stuff 


Philip Gooch <philg@easynet.co.uk> wrote in message 

news: 38B3D2CC. 72BBFA6E@easynet.co.uk... 

> Agencies also sell your details to other rival agencies - even after 

> you've got the job, and even your new work phone number! I got my 

current 

> job (not game-related) through an agency. Since then I haven't given 

my 

> details to any other agency, but last week I got a phone call *at 

work* 

> from an agency I'd never heard of offering me a job. They could only 

have 

> got my work number from the agency that got me the job. 

> 

> Also, once your CV is in the system, it'll be in the system forever. 

About 

> 3 years ago, I submitted my CV to the general agency 'pool' via 

JobServe. 

> Didn't hear anything for over a year, but now I'm getting calls from 
agencies offering me Macromedial Director work - which I last did over 


> 
3 
> years ago, when I submitted my CV! 
> 
> 


I got a letter recently from an agency that I submitted my CV to 5 
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years 
> ago - offering me work as a DTP operator. 

> 

> So be careful what you put on your CV - it'll haunt you forever. 
> 

> Phil 

> 


-—-MESSAGE FILE 6752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05476 


—-MESSAGE FILE 6753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005477 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: distribution on cd... 

Date: Fri, 25 Feb 2000 09:24:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <895hqg$5er2@chuka.playstation.co.uk> 

References: <88tt89Sad5@chuka.playstation.co.uk> <38b27b04.11289361@www.netyaroze-eu 
rope.com> <88u08q$3941@chuka.playstation.co.uk> <893re4$16f1l@chuka.playstation.co.uk 
> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Steve Davison <steve@sdar.demon.co.uk> wrote in message 
news: 893re4$16f1@chuka.playstation.co.uk... 
> 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 88u08q$3941@chuka.playstation.co.uk... 

> 

hmm dont know that much about it but I would be very surprised if 
someone without illegally gained knowledge could make a cd that would 
run on a pro kit. So I dont think they would assume you were dodgy, 
they would know it. Of course whether they care is another issue! 


V V V V V 
V V V V 


What would constitute illegally gained knowledge, I have seen on a few 
websites apps that allow you to create cdr`s that would work on chipped 
playstation`s, would using the app constitute illegally gained knowledge ? 


VVVVVVVVV VV 


Those app's were probably made using illegally gained knowledge, some 
‘underground' people have pirate copies of Psyq (the pro dev kit) which 
includes cd builing tools. 


—-MESSAGE FILE 6753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05477 


--MESSAGE FILE 6754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005478 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 12:16:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <AyLWRDAQKnt 4EwDe@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 
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<iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
<38b3ddf1.12907334@www.netyaroze-europe. com> 
<DH5G8PAYKSt 4EwRD@trsoft.demon.co.uk> 
<38b544ff.19209129@www.netyaroze-europe.com> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <38b544ff.19209129@www.netyaroze-europe.com>, Robert Swan 
<Robert_Swan@scee.net> writes 

>On Thu, 24 Feb 2000 12:22:48 +0000, Tony Ross 
><ARoss@trsoft.demon.co.uk> wrote: 

> 

>>Next time you take something back to a shop to complain Rob remember 
>>that when the guy says there is nothing he can do for you then just 
>>leave with no argument. 

> 

>That is an inaccurate analogy. A better one would be buying a pair of 
>trousers that have a sign on them saying 'these are ripped - so no 
>complaints' and then taking them back to the shop and saying ' Եսե 
>these are ripped' :) 

I can't remember being told that there would be no upgrades to the 
libraries (the agreement implied that there would). 

I can't remember being told that there was a hardware fault that 
prevented you from running the comms tools at full speed. 

can't remember being told that I couldn't use the multi-tap prior to 
joining the programme (perhaps I'm mistaken). 


This sycophantic attitude towards SONY is not helping me leave this 
thread alone. 

>And if you met me you'd find how angry I do get at companies that 
>don't fulfill their own promises/ standards - which sony hasn't done. 
If SONY were going to just leave us to it then they should have let US 
run the bloody thing ourselves. The restrictions strangled the whole 
project IMO. 

>>A 10p donation for every copy of OPM which carried a Yaroze game would 
>>have easily provided the cash for prizes and new tools and the gamers 
>>get a complete game for 10p. 

>> 

>>I'm sure that the PlayStation owners would not begrudge us this. 
>>What about an OPM campaign to save Yaroze (poll the readers). 

> 

>and then what - sony has finished the yaroze project. Lets be 
>realistic about the Yaroze - there are probably about 20 people still 
>working on them that might get something done. If there were 200 or 
>2000 then things might be different. 

Is there any chance of you offering ANY positive help Rob? 

Most people in service industries try to be helpful and explain fully if 
they can't. 

>There is a salient point in that even when the Fame Game was running, 
>often there was nothing offered to be put on the cover. Basically, we 
>wernt producing enough to make it worthwhile, and nothing has changed 
>now. In fact its probably got worse. 

My point (made about 9 months ago) was that competitions and reward 
should have been the route to encourage people. 


I know that many will see this as a mercenary attitude on my part but 
you show me one single person who wouldn't have tried harder if 

competitions and rewards were involved. (and my magazine idea would 
have paid for all of it) 


>>If the Yaroze access card had allowed us to use a modified boot CDR then 
>>we never would have had all of this trouble anyway. 


> 

>but they didnt. You might as well complain that sony were nasty by 
>making people chip their machines to be able to play backups :) Its 
>just something they did. 

My point exactly (they just did it ..... without thinking) 


SONY probably just want everybody to forget about the PlayStation and 
start buying PS2. 
They should allow us to take it from here if they don't care about us 
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but they would be afraid that we might make some money and they would 
miss out on a few quid. 


Clearly we are a major threat to their profit margin ;) 


What harm could we do if they set up some ground rules for us 

(considering that we can already put a disk together that will play ona 

chipped machine) ? 

Tony Ross 

—-MESSAGE FILE 6754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05478 


—-MESSAGE FILE 6755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005479 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 13:44:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <38b6835f.1274545@www.netyaroze-europe. com> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 

on.co.uk> <88tid5gS$ad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7/7DAfo9s4EwsW@trsoft.demon.co.uk> <38b3ddf1 
.12907334@www.netyaroze-europe.com> <DH5G8PAYKSt4EwRD@trsoft.demon.co.uk> <38b544ff. 
19209129@www.netyaroze-europe.com> <AyLWRDAQOKnt 4EwDe@trsoft.demon.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


ok - we obviously so disagree that we arent going to change each 
others minds, which is fair enough. 


I would say a couple more points though 


1) everything you say has been covered many times before. While I'm 
not suggesting that the fact that the previous attempts didnt change 
anything should put you off trying to change things now - you should 
be prepared for the same outcome. 


2) I've generally maintained that the restrictions we have do not 
affect our development of games (maybe apart from the multitap :) ). i 
think people should try to finish a game before complaining about 
restrictions - there are far more pertinent restrictions on the games 
we create and none of them are Sony related - the fact that we work in 
our spare time, that we dont all know programming too well, that we 
arent good as artists/ musicians and we are amateurs. Seriously, I 
recommend people to work through a complete project before criticising 
what we have/ dont have in the libraries. As an example - people ask 
why we are stuck with the tmd format and gslibs - why not give us the 
full libraries. Funnily enough a lot of those people cant even use the 
gslibs because they dont understand maths/ 3d matrix calculations so 
they definately wouldnt be able to use the lower level functions. 


you do have a passion about the yaroze - so get developing :) 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05479 
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—-MESSAGE FILE 6756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005480 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Fri, 25 Feb 2000 14:24:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <38b68ee5.863566112@news.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <38b3b79c.611831537@news.playstation.co.uk> <38b2c0b3.29131290@www.netyaroze-— 
europe.com> <38B3D2CC.72BBFA6E@easynet.co.uk> <894iig$5erl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Don't get me wrong! 
I was definitely saying that you need to 


1. Know your agent 

2. Trust your agent 

3. Pick only a couple of agents, or only one. DO NOT send your resume 
all over the place. If two agents share the same client (employer), 
you may find yourself in a sticky situation. 


I've had some decent experience with agents, in fact, a friend of mine 
who is an agent lined me up with 7 interviews a couple of years ago, 5 
of which I was unqualified for -- on the premise that I could learn 
whatever they needed me to know within the first week on the job. 


Needless to say, I had 7 job offers to pick through. 


As for a bad experience? This one agency I worked with sent me to a 
Japanese bank. After accepting the job, I changed my mind at the last 
minute. I really didn't have the time to work for that company -- I 
wanted to go to school at the same time. 


The agent freaked out. She called me, and my answering machine picked 
up. She hung up, but since she was on a conference call with her 
boss, something screwed up and she didn't get properly disconnected. 


"I can't believe this a**hole's doing this to us" began her 
conversation with her boss. 

He was telling her not to sweat it too much, "tell him, you know, 
great company, great pay, they give good bonuses, some bulls**t like 
that". 


Honestly, if you don't trust your agent, be careful. I don't want to 
take a job only to find out that everything the agent was feeding me 
was bulls**t. 


Steven 


On Thu, 24 Feb 2000 14:50:09 -0000, "Al" <admars32@bigfoot.com> wrote: 


>Hi 

> In defence of agencies, I just got my new job I start next week 
>through one. 

> 


>The thing is, loads of companies only hire through agency, I'm assuming 
>because that way some-one else filters out the time wasters for them :) 
> 

>The other thing is that nearly every company I wrote to with demo disc 
>and CV wrote back to me saying " Sorry we want ppl with experience", yet 
>the agencies I was with got me interviews :) 

> 

>I'm assuming that's cos the agency guy is saying " sure he has no 
>experience but he's the hardest working cleverest most talented quick 
>thinking person in the known universe ;) 
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> 

>So back to the point, maybe I'm an exception, but after Uni I spent 3 
>months sending CVs and demo discs, and had 3 interviews. After Christmas 
>I registered with 2 agencies and within 1 1/2 months had 4 interviews 
>and got a job with a games company. 

> 

>Saying that it's better for you if you get a job without an agency cos 
>it means you get more money :) 

> 

>One thing I'd say though is that different agencies treat different ppl 
>well and badly. A friend of mine nearly had a heart attacked when I told 
>him one I had registered with cos they messed him about, but they were 
>brilliant to me, they were even nice when I told them I got offered a 
>job which I had got the interview with via another agency :) 


> 

>A1 

> 

>p.s. I'll actually publicly announce the company next week once I've 
>started :) I'm quite excited now cos my contract arrived today :) 


4379 


—-MESSAGE FILE 6756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05480 


—-MESSAGE FILE 6757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005481 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 14:30:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 96 

Message-ID: <38b8915c.864197600@news.playstation.co.uk> 


References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> <38ab5135.126831333@news.playstati 
on.co.uk> <88tidgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> <38b548 
35.648851278@news.playstation.co.uk> <iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> <38b3ddf1 
.12907334@www.netyaroze-europe.com> <DH5G8PAYKSt4EwRD@trsoft.demon.co.uk> <38b544ff. 


19209129@www.netyaroze-europe.com> <AyLWRDAQOKnt 4EwDe@trsoft.demon.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Tony, 
I'm sorry, but I really am having a hard time seeing it your way. 


When you buy a model car kit,do you expect it to come with a contest 
for the one that is best assembled/painted? 


The NY is a hobbyist system, intended for people who want to do this 
because they want to do this. You buy a model car kit or boat kit to 
build it to kill time, and so you have a nice looking 
car/boat/whatever in the end. Do you insist on prices and contests 
from those people as well? 


As for the hardware bug, did it read anywhere in the literature that 
it WAS going to operate at 115200? I used to have a serial mouse that 
ran at 1200 baud only. That didn't make it defective. 


Steven 


On Fri, 25 Feb 2000 12:16:16 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>In article <38b544ff.19209129@www.netyaroze-europe.com>, Robert Swan 
><Robert_Swan@scee.net> writes 

>>On Thu, 24 Feb 2000 12:22:48 +0000, Tony Ross 
>><ARoss@trsoft.demon.co.uk> wrote: 

>> 
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>>>Next time you take something back to a shop to complain Rob remember 
>>>that when the guy says there is nothing he can do for you then just 
>>>leave with no argument. 

>> 

>>That is an inaccurate analogy. A better one would be buying a pair of 
>>trousers that have a sign on them saying 'these are ripped - so no 
>>complaints' and then taking them back to the shop and saying ' Եսե 
>>these are ripped' :) 

>I can't remember being told that there would be no upgrades to the 
>libraries (the agreement implied that there would). 

>I can't remember being told that there was a hardware fault that 
>prevented you from running the comms tools at full speed. 

>I can't remember being told that I couldn't use the multi-tap prior to 
>joining the programme (perhaps I'm mistaken). 

> 

>This sycophantic attitude towards SONY is not helping me leave this 
>thread alone. 

>>And if you met me you'd find how angry I do get at companies that 
>>don't fulfill their own promises/ standards - which sony hasn't done. 
>If SONY were going to just leave us to it then they should have let US 
>run the bloody thing ourselves. The restrictions strangled the whole 
>project IMO. 

>>>A 10p donation for every copy of OPM which carried a Yaroze game would 
>>>have easily provided the cash for prizes and new tools and the gamers 
>>>get a complete game for 10p. 

>>> 

>>>I'm sure that the PlayStation owners would not begrudge us this. 
>>>What about an OPM campaign to save Yaroze (poll the readers). 

>> 

>>and then what - sony has finished the yaroze project. Lets be 
>>realistic about the Yaroze - there are probably about 20 people still 
>>working on them that might get something done. If there were 200 or 
>>2000 then things might be different. 

>Is there any chance of you offering ANY positive help Rob? 

>Most people in service industries try to be helpful and explain fully if 
>they can't. 

>>There is a salient point in that even when the Fame Game was running, 
>>often there was nothing offered to be put on the cover. Basically, we 
>>wernt producing enough to make it worthwhile, and nothing has changed 
>>now. In fact its probably got worse. 

>My point (made about 9 months ago) was that competitions and reward 
>should have been the route to encourage people. 

> 

>I know that many will see this as a mercenary attitude on my part but 
>you show me one single person who wouldn't have tried harder if 


>competitions and rewards were involved. (and my magazine idea would 
>have paid for all of it) 

> 

> 


>>>If the Yaroze access card had allowed us to use a modified boot CDR then 


>>>we never would have had all of this trouble anyway. 

>> 

>>but they didnt. You might as well complain that sony were nasty by 
>>making people chip their machines to be able to play backups :) Its 
>>just something they did. 

>My point exactly (they just did it ..... without thinking) 

> 


>SONY probably just want everybody to forget about the PlayStation and 
>start buying PS2. 

>They should allow us to take it from here if they don't care about us 
>but they would be afraid that we might make some money and they would 
>miss out on a few quid. 

> 

>Clearly we are a major threat to their profit margin ;) 

> 

>What harm could we do if they set up some ground rules for us 
>(considering that we can already put a disk together that will play ona 
>chipped machine) ? 


—-MESSAGE FILE 6757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
05481 
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glish/000 
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—-MESSAGE FILE 6758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005482 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 14:57:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <89659cS28cl1l@chuka.playstation.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk><38ab5135.126831333@news.playstatio 
n.co.uk><88tid5gS$ad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk><8 
8ugjf£$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk><38b54835.6 
48851278@news.playstation.co.uk><iYp+7DAfo9s4EwsW@trsoft.demon.co.uk><38b3ddfl1.12907 
334@www.netyaroze-europe. com><DH5G8PAYKSt 4EwRD@trsoft.demon.co.uk><38b544ff.19209129 
@www.netyaroze-europe.com> <AyLWRDAOQKnt 4EwDe@trsoft.demon.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


T 


Hi Tony, 


I don't recall this bug? Is this with the Metrowerks software? I know that 
you 
can't debug at 115200 with the Metrowerks software. 


George 


"Tony Ross" <ARoss@trsoft.demon.co.uk> wrote in message 
> I can't remember being told that there was a hardware fault that 
> prevented you from running the comms tools at full speed. 


-—-MESSAGE FILE 6758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05482 


—-MESSAGE FILE 6759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005483 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 21:01:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <9LWJPEAn2ut 4EwxXJ@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5dgSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 
<iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
<38b3ddf1.12907334@www.netyaroze-europe. com> 
<DH5G8PAYKSt 4EwRD@trsoft.demon.co.uk> 
<38b544ff.19209129@www.netyaroze-europe. com> 
<AyLWRDAOKnt 4EwDe@trsoft.demon.co.uk> 
<38b6835f.1274545@www.netyaroze-europe. com> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <38b6835f.1274545@www.netyaroze-europe.com>, Robert Swan 
<Robert_Swan@scee.net> writes 


>ok - we obviously so disagree that we arent going to change each 
>others minds, which is fair enough. 
> 


>I would say a couple more points though 
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> 

>1) everything you say has been covered many times before. While I'm 
>not suggesting that the fact that the previous attempts didnt change 
>anything should put you off trying to change things now - you should 
>be prepared for the same outcome. 

> 

>2) I've generally maintained that the restrictions we have do not 
>affect our development of games (maybe apart from the multitap :) ). i 
>think people should try to finish a game before complaining about 
>restrictions - there are far more pertinent restrictions on the games 
>we create and none of them are Sony related - the fact that we work in 
>our spare time, that we dont all know programming too well, that we 
>arent good as artists/ musicians and we are amateurs. Seriously, I 
>recommend people to work through a complete project before criticising 
>what we have/ dont have in the libraries. As an example - people ask 
>why we are stuck with the tmd format and gslibs - why not give us the 
>full libraries. Funnily enough a lot of those people cant even use the 
>gslibs because they dont understand maths/ 3d matrix calculations so 
>they definately wouldnt be able to use the lower level functions. 
admit that I am a 2D freak but I studied Vector Analysis at UNI anda 
bit of Tensor Field Theory so I would be ok with 3D 'I Hope’ :) 

>you do have a passion about the yaroze so get developing :) 

I want to but I would like to have the opportunity to put it out 
somewhere on a demo disc. Not that it's fantastic or anything but it's 
mine and I want it out there. 

>Rob 

I had no intentions of offending you personally Rob so please don't take 
any of this that way. 


I have since had to defend my 'rant' but I did want some clarification 
about what we could do. SONY are bound to cut off the website and news 
groups eventually. 

1) Can we keep our dev. tools? 

2) How can we continue to discuss the projects after the NET part goes? 
3) What are our options regarding demo disks on other mags? 


4) Is there no way of salvaging the OPM situation? 


I could probably complete my game in about a month or so. 
I still can't understand why they won't continue to take submissions. 


Thanks for any help offered. 

Tony 

—-MESSAGE FILE 6759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05483 


—-MESSAGE FILE 6760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005484 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 21:02:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <SL7J£fLAT3ut4Ew2h@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 
<iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
<38b3ddf1.12907334@www.netyaroze-europe. com> 
<DH5G8PAYKSt 4EwRD@trsoft.demon.co.uk> 
<38b544ff.19209129@www.netyaroze-europe. com> 
<AyLWRDAQKnt 4EwDe@trsoft.demon.co.uk> <89659cS$28cl@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 
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X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <89659cS28cl1l@chuka.playstation.co.uk>, George Bain 
<george_bain@scee.net> writes 

>Hi Tony, 

> 

>I don't recall this bug? Is this with the Metrowerks software? Լ know that 
>you 

>can't debug at 115200 with the Metrowerks software. 

> 

>George 

Sorry George you are correct it's the debug info. 

I use the Metroworks stuff. 


Tony Ross 
—-MESSAGE FILE 6760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05484 


-—-MESSAGE FILE 6761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005485 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where do we go from here? 

Date: Fri, 25 Feb 2000 21:10:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <x7cKjSAMSut 4Ewlu@trsoft.demon.co.uk> 

References: <mltvwCAVswq4EwOR@trsoft.demon.co.uk> 
<38ab5135.126831333@news.playstation.co.uk> 
<88ti5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk> 
<88ugjf$3942@chuka.playstation.co.uk> <ULDDfBA3eus4EwaZ@trsoft.demon.co.uk> 
<38b54835.648851278@news.playstation.co.uk> 
<iYp+7DAfo9s4EwsW@trsoft.demon.co.uk> 
<38b3ddf1.12907334@www.netyaroze-europe. com> 
<DH5G8PAYKSt 4EwRD@trsoft.demon.co.uk> 
<38b544ff.19209129@www.netyaroze-europe. com> 
<AyLWRDAQOKnt 4EwDe@trsoft.demon.co.uk> 
<38b8915c.864197600@news.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <38b8915c.864197600@news.playstation.co.uk>, Steven Osman 
<sosman@terratron.com> writes 


>Tony, 

> 

>I'm sorry, but I really am having a hard time seeing it your way. 
You don't need to see it my way. I just don't want it to end and it 


wouldn't end if more people got games finished and people would get 
going if they had something to aim for. 


I'm not saying that SONY were obliged to do any of the things that I 
mentioned but that they just might have been good ideas and made the 
Yaroze project more successful (it's death has really caught me out) 


P +S. 
I did a load of .vags yesterday if you are interested in putting some 
files together still. 


Tony Ross 
--MESSAGE FILE 6761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05485 


--MESSAGE FILE 6762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005486 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Work in the UK. 
Date: Sun, 27 Feb 2000 22:51:13 -0000 


Page 4384 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 9 

Message-ID: <89c90tSf2c3@chuka.playstation 
References: <38B1D4E9.1D8C0O59B@fulcrum.com 
NNTP-Posting-Host: gameware.demon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 


-co.uk> 
-au> <88sleeSad2@chuka.playstation.co.uk> 


X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


All I can say is don't go to a place called Promethean Designs, unless you 
like not getting paid and working in a politically charged atmosphere. 


No I don't work there any more (not for over a year) but my friends who 


still don't hate every second. 


Nigel 


—-MESSAGE FILE 6762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05486 


-—-MESSAGE FILE 6763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005487 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Where do we go from here? 
Date: Mon, 28 Feb 2000 08:51:43 -0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 14 
Message-ID: <89dcusS$imnl@chuka.playstation 
References: <mltvwCAVswq4EwOR@trsoft.demon 


-co.uk> 
.co.uk><38ab5135.126831333@news.playstatio 


n.co.uk><88tid5gSad3@chuka.playstation.co.uk> <SN4puDAblos4Eweh@trsoft.demon.co.uk><8 


8ugjf£$3942@chuka.playstation.co.uk> <ULDDf 


BA3eus4EwaZ@trsoft.demon.co.uk><38b54835.6 


48851278@news.playstation.co.uk><iYp+7DAfo9s4EwsW@trsoft.demon.co.uk><38b3ddfl1.12907 
334@www.netyaroze-europe.com><DH5G8PAYKSt 4EwRD@trsoft.demon.co.uk><38b544ff.19209129 
@www.netyaroze-europe.com><AyLWRDAOKnt 4EwDe@trsoft.demon.co.uk><38b6835f.1274545@www 
-netyaroze-europe.com> <9LWJPEAn2ut 4EwxJ@trsoft.demon.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Tony Ross" <ARoss@trsoft.demon.co.uk> wrote in message > 


>1) Can we keep our dev. tools? 


> 

> 2) How can we continue to discuss the projects after the NET part goes? 
> 

> 3) What are our options regarding demo disks on other mags? 

> 4) Is there no way of salvaging the OPM situation? 


Please read the current NY FAQ on the NY website. 


-—-MESSAGE FILE 6763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05487 


—-MESSAGE FILE 6764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005488 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Busy, busy, busy.... 

Date: Thu, 02 Mar 2000 19:31:46 +0000 
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Organization: Max Studios 

Lines: 5 

Message-ID: <38BEC1A2.C2A8E49A@which.net> 
NNTP-Posting-Host: p06-teal-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


I guess everone is doing the gamecomp thing that is on just now. Good 
good. If yer not then at least post some messages. 


Max 


—-MESSAGE FILE 6764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05488 


—-MESSAGE FILE 6765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005489 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Busy, busy, busy.... 

Date: Fri, 3 Mar 2000 09:00:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <89nv12S6k1@chuka.playstation.co.uk> 

References: <38BEC1A2.C2A8E49A@which.net> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I guess everone is doing the gamecomp thing that is on just now. Good 
> good. If yer not then at least post some messages. 


Well I've had my car stolen so sorting it out has meant net-inaction for me. 
But I have had time to sign up for the BT internet £9 per month 0800 
weekend/evening thing which I can recommend, the service is much better than 
the freeserve acc I had before (much faster mail/news servers). Lets hope it 
lasts as they gain more users though... 


cheers 
Matt 


—-MESSAGE FILE 6765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05489 


—-MESSAGE FILE 6766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005490 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Any hand-downs, please 

Date: Fri, 3 Mar 2000 21:10:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <89p9r1S$3p51@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-108.acyclovir.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hola, 
Just out of a matter of interest sony, will us nice little yaroze's be 
getting and hand-downs from the pro dev system as the release of the psx 2 
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is iminant. Such as new libs etc. 


Matt 


—-MESSAGE FILE 6766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05490 


—-MESSAGE FILE 6767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005491 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any hand-downs, please 

Date: Fri, 3 Mar 2000 23:13:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <89ph34S3p52@chuka.playstation.co.uk> 
References: <89p9r1S3p51@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-6-65-186.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


That'd be nice, I bagsy one of those blue/green (can't remember which) debug 
machines.... 


Matthew Hardingham <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
wrote in message news: 89p9r1$3p51@chuka.playstation.co.uk... 
Hola, 

Just out of a matter of interest sony, will us nice little yaroze's be 
getting and hand-downs from the pro dev system as the release of the psx 2 
is iminant. Such as new libs etc. 


> 
> 
> 
> 
> 
> Matt 
> 

> 


—-MESSAGE FILE 6767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05491 


—-MESSAGE FILE 6768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005492 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any hand-downs, please 

Date: Fri, 3 Mar 2000 23:52:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <89pjafS3p53@chuka.playstation.co.uk> 

References: <89p9r1$3p51@chuka.playstation.co.uk> <89ph34S$3p52@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: th-gt144-203.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> That'd be nice, I bagsy one of those blue/green (can't remember which) 
debug 
> machines.... 


One of those machines would be good, seeing as they have 8mb of memory - 
lovely for us as we can't write/read from discs. 


Rikki 
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-—-MESSAGE FILE 6768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05492 


—-MESSAGE FILE 6769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005493 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any hand-downs, please 

Date: Sat, 4 Mar 2000 10:44:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <89qpj3$9g41@chuka.playstation.co.uk> 

References: <89p9r1$3p51@chuka.playstation.co.uk> <89ph34S$3p52@chuka.playstation.co. 
uk> <89pjaf$3p53@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-6-88-253.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I thought the Pc card version of the PSX had 8 meg and the blue/green 
jobbers were cdr playing machines for testing stuff on a real console? 
Thinking about it i'd rather have the card now.... 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 89pjaf$3p53@chuka.playstation.co.uk... 

> > That'd be nice, I bagsy one of those blue/green (can't remember which) 
debug 

> machines.... 


One of those machines would be good, seeing as they have 8mb of memory - 
lovely for us as we can't write/read from discs. 


Rikki 


VVVVVVVVV 


-—-MESSAGE FILE 6769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05493 


—-MESSAGE FILE 6770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005494 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Is your email OK Steven 

Date: Sun, 5 Mar 2000 23:10:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <vr+NHCAxluw4EweN@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Hi Steven (and apologies to everybody else) 
When I tried to email you back the other day I got this in the 
undelivered mail message 


A message that you sent could not be delivered to all of its recipients. 
The 
following address(es) failed: 


sosman@terratron.com: 
all relevant MX records point to non-existent hosts: 
it appears that the DNS operator for this domain has installed an 
invalid MX record with an IP address instead of a domain name on the 
right hand side 
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Just so you know that I did reply. 

Cheers! 

Tony Ross 

—-MESSAGE FILE 6770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05494 


—-MESSAGE FILE 6771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005495 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Busy, busy, busy.... 

Date: Sun, 5 Mar 2000 23:35:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <89uqsl$ck41@chuka.playstation.co.uk> 

References: <38BEC1A2.C2A8E49A@which.net> <89nv12S6k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-119.tin.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello Matt... 

Sorry to hear about your car. 

What's the name of that BT service? I can't find anything about it on their 
web site. 

It sounds like a good deal. 


Cheers, 
Jon Prestidge 


—-MESSAGE FILE 6771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05495 


—-MESSAGE FILE 6772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005496 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Busy, busy, busy.... 

Date: Sun, 5 Mar 2000 23:46:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <89urhv$ck42@chuka.playstation.co.uk> 

References: <38BEC1A2.C2A8E49A@which.net> <89nv12S6k1@chuka.playstation.co.uk> <89uq 
slSck41@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-119.tin.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ah, No wait, I've found it now... it's at 
http://www.btinternet.com/about.shtml ... I was looking at www.bt.co.uk -- 
Silly me to think it might be on there(!) 


—-MESSAGE FILE 6772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05496 


-—-MESSAGE FILE 6773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005497 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Busy, busy, busy.... 

Date: Sun, 5 Mar 2000 23:27:22 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
Message-ID: <89urjmS$ck43@chuka.playstation.co.uk> 

References: <38BEC1A2.C2A8E49A@which.net> <89nv12S6k1@chuka.playstation.co.uk> <89uq 
slS$ck41@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-102.neodymium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jon Prestidge (Moose) wrote in message 
<89uqsl$ck41@chuka.playstation.co.uk>... 

>Hello Matt... 

>Sorry to hear about your car. 

>What's the name of that BT service? I can't find anything about it on 
their 

>web site. 

>It sounds like a good deal. 


Just don't try the £10 free calls Telewest service. It's so oversubscribed 
my mate couldn't get a connection for 6 days! Hopefully BT will keep their 
server capacity in line with the demand. 

Stuart. 


—-MESSAGE FILE 6773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05497 


—-MESSAGE FILE 6774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005498 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is your email OK Steven 

Date: Mon, 06 Mar 2000 00:35:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <38c2fcdc.1678201486@news.playstation.co.uk> 
References: <vr+NHCAxluw4EweN@trsoft.demon.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Thanks. 


That's funny, because I am the DNS operator, and I purposely put IP 
addresses instead of hostnames (because some DNS servers complain 
about mx records pointing to names). 


It's odd that you couldn't reach either of the machines though. 
Steven 


On Sun, 5 Mar 2000 23:10:41 +0000, Tony Ross 
<ARoss@trsoft.demon.co.uk> wrote: 


>Hi Steven (and apologies to everybody else) 

>When I tried to email you back the other day I got this in the 
>undelivered mail message 
> 

>A message that you sent could not be delivered to all of its recipients. 
>The 

>following address(es) failed: 

> 

> sosman@terratron.com: 

> all relevant MX records point to non-existent hosts: 
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> it appears that the DNS operator for this domain has installed an 
>invalid MX record with an IP address instead of a domain name on the 
>right hand side 

> 

> 

>Just so you know that I did reply. 

>Cheers! 


—-MESSAGE FILE 6774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05498 


—-MESSAGE FILE 6775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005499 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brian@dma-design.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 09:04:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <89vs9g$S6k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.153.133.40 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Got this game on Friday from the US and it's the first ‘anti mod' game 
that's failed to work on my Yaroze :-( I've heard rumours of a workaround... 
Anyone else tried it & got it to work? 


—-MESSAGE FILE 6775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05499 


-—-MESSAGE FILE 6776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005500 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ps2 coverage 

Date: Mon, 6 Mar 2000 09:26:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <89vt1lh$6k2@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


www.playstation-europe.com have done an excellent job of covering the PS2 
launch, even an interview with Ken on there, Kuturagi that is, not the 
blonde haired streetfighter... 


cheers 


Matt 


—-MESSAGE FILE 6776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05500 


—-MESSAGE FILE 6777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005501 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any hand-downs, please 

Date: Mon, 06 Mar 2000 09:25:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Message-ID: <38c37937.306667@www.netyaroze-europe. com> 

References: <89p9r1$3p51@chuka.playstation.co.uk> <89ph34S$3p52@chuka.playstation.co. 
uk> <89pjafS3p53@chuka.playstation.co.uk> <89qpj3$9g41@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 4 Mar 2000 10:44:08 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>I thought the Pc card version of the PSX had 8 meg and the blue/green 
>jobbers were cdr playing machines for testing stuff on a real console? 
>Thinking about it i'd rather have the card now.... 


yes I think you're right. 


Mind you, I'd get a bit sick of waiting for an 8meg serial download :) 
also - as they will play pirate disks the chances of anyone outside 8 
developer getting one is _very small_. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05501 


—-MESSAGE FILE 6778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005502 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any hand-downs, please 

Date: Mon, 6 Mar 2000 10:17:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8a00m4S6k3@chuka.playstation.co.uk> 

References: <89p9r1$3p51@chuka.playstation.co.uk> <89ph34S$3p52@chuka.playstation.co. 
uk> <89pjafS3p53@chuka.playstation.co.uk> <89qpj3$9g41@chuka.playstation.co.uk> ՀՅՑՇ 
37937.306667@www.netyaroze-europe. com> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


>I thought the Pc card version of the PSX had 8 meg and the blue/green 
>jobbers were cdr playing machines for testing stuff on a real console? 
>Thinking about it i'd rather have the card now.... 


yes I think you're right. 


Mind you, I'd get a bit sick of waiting for an 8meg serial download :) 
also - as they will play pirate disks the chances of anyone outside a 
developer getting one is _very small_. 


VVVVVVV VV 


Chances of SONY actually giving one away are probably ever smaller than that 
i) 
r 


—-MESSAGE FILE 6778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05502 


-—-MESSAGE FILE 6779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005503 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 10:20:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8a00qnS6k4@chuka.playstation.co.uk> 
References: <89vs9g$6k1@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Got this game on Friday from the US and it's the first ‘anti mod' game 
> that's failed to work on my Yaroze :-( I've heard rumours of a 
workaround... 

> Anyone else tried it & got it to work? 


I thought that the yaroze PS was the same for every region, which would mean 
Vandal Hearts 2 won't work on US yarozer's machines either? 


—-MESSAGE FILE 6779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05503 


—-MESSAGE FILE 6780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005504 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Busy, busy, busy.... 

Date: Mon, 6 Mar 2000 10:35:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <8a01lma$6k5@chuka.playstation.co.uk> 

References: <38BEC1A2.C2A8E49A@which.net> <89nv12S6k1@chuka.playstation.co.uk> <89uq 
slSck41@chuka.playstation.co.uk> <89urjm$ck43@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr1274-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Just don't try the £10 free calls Telewest service. 


I'm using the telewest 'surf unlimited' service and it hasn't been too bad. 
It'll be interesting to see what happens with altavista's new service (£35 
one-off connection fee, £10 per year subscription). 

dasi@cableinet.co.uk 

Cheers, 

Derek 


—-MESSAGE FILE 6780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05504 


—-MESSAGE FILE 6781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005505 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: "sony's new deal" 

Date: Mon, 6 Mar 2000 11:40:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
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Message-ID: <8a05g0S6k6@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr1252-kno.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi 


http://www.mcvnow.com/servlets/Article?articleId=1815 


Sony are planning a five-band royalty structure which will replace the 
full-price/platinum system already operating. The plan is to give 
publishers the freedom to release niche products, utilities and educational 
titles, and greater choice in overall pricing. The scheme starts in April, 
and titles in the lowest band could be as little as £9.99. 


Now for some idle speculation :-) Since the new system is to apply to PS 
and PS2, perhaps we might see games from a future net yaroze type scheme 
released commercially at some point... 


Could there be room for new publishers and developers who specialise in 
exploiting the cheaper price-brackets? 


Cheers, 


Derek 


—-MESSAGE FILE 6781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
05505 


—-MESSAGE FILE 6782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0005506 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 14:28:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8a0faa$S6k7@chuka.playstation.co.uk> 

References: <89vs9gS6k1@chuka.playstation.co.uk> <8a00qnS6k4@chuka.playstat 
> 
NNTP-Posting-Host: 195.153.133.40 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Matt Verran wrote in message <8a00qnS$6k4@chuka.playstation.co.uk>... 

> 

>I thought that the yaroze PS was the same for every region, which would 
mean 

>Vandal Hearts 2 won't work on US yarozer's machines either? 


More than likely... There's a work around - the game skips the protection 
check if a save game exists on your memory card. But there should be no 
reason for a workaround - the Yaroze is a perfectly valid Playstation.... 
I've sent an email to Konami complaining about this.... 


—-MESSAGE FILE 6782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
05506 


—-MESSAGE FILE 6783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0005507 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 
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glish/000 


english/0 


ion.co.uk 


glish/000 


english/0 
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Date: Mon, 6 Mar 2000 14:44:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8a0gb8S6k8@chuka.playstation.co.uk> 
References: <89vs9g$6k1@chuka.playstation.co.uk> <8a00qnS$6k4@chuka.playstation.co.uk 
> <8a0faaS6k7@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Brian Baird <brian@dma-design.com> wrote in message 
news: 8a0faaS6k7@chuka.playstation.co.uk... 


> 

> Matt Verran wrote in message <8a00qnS6k4@chuka.playstation.co.uk>... 

>> 

> >I thought that the yaroze PS was the same for every region, which would 
> mean 

> >Vandal Hearts 2 won't work on US yarozer's machines either? 

> 

> More than likely... There's a work around - the game skips the protection 
> check if a save game exists on your memory card. But there should be no 
> reason for a workaround - the Yaroze is a perfectly valid Playstation.... 
> I've sent an email to Konami complaining about this.... 

> 


A mail to George would probably be a good idea too, are we to expect games 
being released here that on purchase are not compatible with the Yaroze? 


—-MESSAGE FILE 6783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05507 


-—-MESSAGE FILE 6784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005508 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 15:06:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <8a0hi7S6k9@chuka.playstation.co.uk> 

References: <89vs9g$6k1@chuka.playstation.co.uk> <8a00qnS6k4@chuka.playstation.co.uk 
> <8a0faaS6k7@chuka.playstation.co.uk> <8a0gb8S6k8@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I had some member e-mail me ages ago about this game. It 

turns out that it's in fact a problem with disc not Net Yaroze. I suggest 
contacting Konami Customer Support and asking them for a refund or 

there might now be a work around for this. 


George 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 8a0gb8S$6k8@chuka.playstation.co.uk... 


> 

> Brian Baird <brian@dma-design.com> wrote in message 

> news: 8a0faaS6k7@chuka.playstation.co.uk... 

>> 

> > Matt Verran wrote in message <8a00qnS$6k4@chuka.playstation.co.uk>... 
>>> 

> > >I thought that the yaroze PS was the same for every region, which would 
> > mean 
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> > >Vandal Hearts 2 won't work on US yarozer's machines either? 

>> 

> > More than likely... There's a work around - the game skips the 
protection 

> > check if a save game exists on your memory card. But there should be no 
> > reason for a workaround - the Yaroze is a perfectly valid 


Playstation.... 

> > I've sent an email to Konami complaining about this.... 

> 

> 

> A mail to George would probably be a good idea too, are we to expect games 
> being released here that on purchase are not compatible with the Yaroze? 

> 

> 


—-MESSAGE FILE 6784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05508 


-—-MESSAGE FILE 6785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005509 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 15:11:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8a0htn$6k10@chuka.playstation.co.uk> 

References: <89vs9g$6k1@chuka.playstation.co.uk> <8a00qn$6k4@chuka.playstation.co.uk 
> <8a0faaS6k7@chuka.playstation.co.uk> <8a0gb8S6k8@chuka.playstation.co.uk> <8a0hi7$ 
6k9@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I had some member e-mail me ages ago about this game. It 

> turns out that it's in fact a problem with disc not Net Yaroze. I suggest 
> contacting Konami Customer Support and asking them for a refund or 

> there might now be a work around for this. 

> 

> George 


Ah right, well just as long as it was a mistake not future practise. Nice 
speedy respose too George, you lurker :) 


—-MESSAGE FILE 6785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05509 


—-MESSAGE FILE 6786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005510 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 15:59:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8a0k1b$6k11@chuka.playstation.co.uk> 

References: <89vs9g$6k1@chuka.playstation.co.uk> <8a00qnS6k4@chuka.playstation.co.uk 
> <8a0faaS6k7@chuka.playstation.co.uk> <8a0gb8S6k8@chuka.playstation.co.uk> <8a0hi7$ 
6k9@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.153.133.40 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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George Bain wrote in message <8a0hi7S6k9@chuka.playstation.co.uk>... 

>I had some member e-mail me ages ago about this game. It 

>turns out that it's in fact a problem with disc not Net Yaroze. I suggest 
>contacting Konami Customer Support and asking them for a refund or 

>there might now be a work around for this. 


Cheers for the speedy response, George. Yep - there's a workaround for it 
now. Will Konami be changing their protection system for any future 
releases? 


—-MESSAGE FILE 6786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05510 


—-MESSAGE FILE 6787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005511 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ps2 coverage 

Date: Mon, 6 Mar 2000 17:02:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8a0o0cc$40j1@chuka.playstation.co.uk> 
References: <89vt1lh$6k2@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr137-kno.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I thought the Newsround coverage was better... 


Derek :-) 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 89vtlh$6k2@chuka.playstation.co.uk... 

> www.playstation-europe.com have done an excellent job of covering the PS2 
> launch, even an interview with Ken on there, Kuturagi that is, not the 

> blonde haired streetfighter... 


—-MESSAGE FILE 6787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05511 


—-MESSAGE FILE 6788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005512 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ps2 coverage 

Date: Mon, 6 Mar 2000 17:01:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8a00ek$40j2@chuka.playstation.co.uk> 

References: <89vtlh$6k2@chuka.playstation.co.uk> <8a0occS$4o0j1l@chuka.playstation.co.u 
k> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I thought the Newsround coverage was better... 
> 


> Derek :-) 
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Bring back John Craven.... 


—-MESSAGE FILE 6788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05512 


—-MESSAGE FILE 6789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005513 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Mon, 6 Mar 2000 17:07:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8a0010$40j3@chuka.playstation.co.uk> 

References: <89vs9g$6k1@chuka.playstation.co.uk> <8a00qnS6k4@chuka.playstation.co.uk 
> <8a0faaS6k7@chuka.playstation.co.uk> <8a0gb8S6k8@chuka.playstation.co.uk> <8a0hi7$ 
6k9@chuka.playstation.co.uk> <8a0k1bS6k11@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


I can't speak for Konami but I assume it was a mistake on their part 

and I doubt it will happen again. I suggest testing out the latest title 
from Konami and see if it responds the same way as Vandal Hearts. 

It "s worth a ԵՐՆ.» 


George 


"Brian Baird" <brian@dma-design.com> wrote in message > Cheers for the 
speedy response, George. Yep - there's a workaround for it 

> now. Will Konami be changing their protection system for any future 
> releases? 

> 


> 
> 


-—-MESSAGE FILE 6789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05513 


-—-MESSAGE FILE 6790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005514 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vandal Hearts 2 & Yarozes 

Date: Tue, 7 Mar 2000 10:21:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8a218sS8df2@chuka.playstation.co.uk> 

References: <89vs9g$6k1@chuka.playstation.co.uk> <8a00qnS6k4@chuka.playstation.co.uk 
> <8a0faaS6k7@chuka.playstation.co.uk> <8a0gb8S6k8@chuka.playstation.co.uk> <8a0hi7$ 
6k9@chuka.playstation.co.uk> <8a0k1bS6k11@chuka.playstation.co.uk> <8a0010$40j3@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: 195.153.133.40 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


George Bain wrote in message <8a0010S40j3@chuka.playstation.co.uk>... 

> 

>I can't speak for Konami but I assume it was a mistake on their part 

>and I doubt it will happen again. I suggest testing out the latest title 
>from Konami and see if it responds the same way as Vandal Hearts. 
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>It's worth a try.... 


No problem - there's a straightforward workaround for it - if you've got a 


VH2 savegame on your memcard, it skips the protection. Niiiiice. 


-—-MESSAGE FILE 6790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05514 


—-MESSAGE FILE 6791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005515 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Bad news for some 

Date: Wed, 8 Mar 2000 18:56:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <8a67ovSd9el@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-6-94-236.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello... 


I just got my the full entry details through from Gameswire.com about their 
‘Awards' competition... 


sadly it looks like all entries have to run on a PC (bah!). I'll e-mail 
them the make sure, but it does state that quite clearly in the info they 
sent. 


However there is a 'non-interactive' catagory that we could enter which has 
to be a 2 minute FMV ... so I suppose we could use a video capture card and 
create an MPEG movie of the game being played (I suppose the silver lining 
in the cloud there is that you can avoid any bugs you havn't managed to 
iron-out!) 


There is also a catagory where you can enter just a game design. 


Jon 


—-MESSAGE FILE 6791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05515 


—-MESSAGE FILE 6792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005516 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Wed, 8 Mar 2000 20:44:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8a6e3vSd9e2@chuka.playstation.co.uk> 
References: <8a67ovS$d9el@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr1255-kno.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
Hi 


My info pack arrived today and no mention of net yaroze. A little odd after 
Adrian Ma confirmed yaroze was a valid entry format. Too bad if it isn't - 
as 5 or 6 of the 24 teams currently registered are NY... 


I'm waiting for a reply concerning this on the gameswire message boards. 
Cheers, 


Derek. 


—-MESSAGE FILE 6792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05516 


—-MESSAGE FILE 6793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005517 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: 9 Mar 2000 02:16:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bf896d$68229280Sf£99624c3@pal—s-—omnibook> 
References: <8a67ovS$d9el@chuka.playstation.co.uk> 
NNTP-Posting-Host: Aubervilliers-2-249.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


btw, where can the details for the compo be found - I can't find any info 
on the main page (www.gameswire.com) ? 


pal 


--MESSAGE FILE 6793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05517 


-—-MESSAGE FILE 6794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005518 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Good news for some? 

Date: Mon, 13 Mar 2000 18:19:41 +0000 

Organization: Netcom member 

Lines: 21 

Message-ID: <38CD313D.88C872BA@netscapeonline.co.uk> 

NNTP-Posting-Host: host5-99-44-205.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi All, 


So the competition won't allow the NetYaroze (and for some 
pretty poor reasons I might add), so what? This doesn't mean we cannot 
continue Yaroze programming, or even enter the competition with a P.C. I 


am going to work on some routines for P.C 2D that should be as easy to 
use as PSX stuff and I can imagine that other Yarozers already have 
something similar to use. I am happy to help anybody who still wants to 
enter the comp. 


Also ECLIPSE SOFTWARE (you should all know the name by now :-) ) is 
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still running AND STILL WILL SUPPORT THE NETYAROZE, but we will also 
branch out into the Windows scene, so anybody who is interested, don't 
hesitate to contact me at the address below, 


See You All, 


Marc. 
mlambert@netcomuk.co.uk 


—-MESSAGE FILE 6794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05518 


—-MESSAGE FILE 6795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005519 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Is the PS2 Really that bad?... 

Date: Mon, 13 Mar 2000 20:48:54 +0000 
Organization: Max Studios 

Lines: 19 

Message-ID: <38CD5436.EAA1629C@which.net> 
NNTP-Posting-Host: p261-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


I've heard things about the new PS2 and word is it aint good. Supposedly 
the amount of RAM is a little on the thin side for such a hyped console 

and there is no hardware anti-ailising, is this true? The supposed only 

decent game is Ridge Racer 5 and even that failed to cause a rucus. 


Whats all this stuff about a VUO and ՄՍԼ maths co-processors? sounds 
cool 

whatever it is, cut this maybe what all the stuff about PS2 being hard 
to program for is all about. 


Call it sceptisism or just blatant lies but this is what the press has 
been reporting. Mind you I'd love to see Nintendo kick arse again like 
they used to. The Dreamcast might not fair as badly as most have thought 
due to the press saying that the PS2 is really not that much more 
powerful....... 


Or am I talking pants..... 


Max 
-—-MESSAGE FILE 6795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05519 


—-MESSAGE FILE 6796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005520 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Thu, 9 Mar 2000 18:36:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8aj1i2$7t01@chuka.playstation.co.uk> 

References: <8a67ovS$d9el@chuka.playstation.co.uk> <O1bf896d$68229280Sf99624c3@pal-s-— 
omnibook> 

NNTP-Posting-Host: host213-1-204-4.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Pal -- you should see details at:- http://www.gameswire.com/awards.asp 
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Jon. 


—-MESSAGE FILE 6796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05520 


—-MESSAGE FILE 6797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005521 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good news for some? 

Date: Mon, 13 Mar 2000 21:17:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8ajlprS$7t02@chuka.playstation.co.uk> 
References: <38CD313D.88C872BA@netscapeonline.co.uk> 
NNTP-Posting-Host: host213-1-204-4.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yes -- I'm certainally going to continue Yaroze programming. Good luck to 
those who are going to enter anyway -- don't forget about ստ Yarozers 
alltogether though! I don't think I'll have enough time to port my project 
to the PC... it'll be a miracle for it to get finished at all. And we still 
don't know if or when on the Yaroze II caper... who know's there may be a 
Yaroze II and it might beable to run Yaroze programs recompiled with a few 
tweeks. 


For those who have pre registered and are not going to change to PC format, 
it still might be worth filling-in your entry home page and listing a web 
page where people can see screen shots etc. of your stuff... it'll probably 
be deleted after the closing date for entries, but you may as well get some 
free publicity in the mean while. Just goto the page where it lists the 
pre-registered teams (www.gameswire.com/awards) and click on yours and it 
will let you fill in the details. 


Jon Prestidge 


—-MESSAGE FILE 6797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05521 


-—-MESSAGE FILE 6798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005522 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Mon, 13 Mar 2000 23:44:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <8ajugp$7t05@chuka.playstation.co.uk> 
References: <8a67ovS$d9el@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-69-171.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Just looking at the "Create new team page" and i saw that u have to make a 
£5-15 contribution to enter.. 


Bit unfair in a way. 


"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 
news: 8a67ovS$d9el@chuka.playstation.co.uk... 
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> I just got my the full entry details through from Gameswire.com about 


> Hello... 

> 

their 

> 'Awards' competition.. 
> 

> sadly it looks like all 
> them the make sure, 

> sent. 

> 


> However there is a 


has 


entries have to run on a PC (bah!). I'll e-mail 


> to be a 2 minute FMV 


and 


> create an MP] 


lining 
> in the cloud there is that you can avoid any bugs you havn't managed to 
> iron-out!) 


> 


Jon 


VVVVVVVVVVV VV 


but it does state that quite clearly in the info they 


‘non-interactive’ catagory that we could enter which 


so I suppose we could use a video capture card 


EG movie of the game being played (I suppose the silver 


There is also a catagory where you can enter just a game design. 


—-MESSAGE FILE 6798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05522 


-—-MESSAGE FILE 6799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005523 
chuka.playstation.co.uk!debri 

debri@hetnet.nl (DEnnis Brinkhuis) 


Path: 
From: 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: Re: Active Members List 
Tue, 14 Mar 2000 06:40:16 +0100 


Date: 
Organ 
Lines 


Message-ID: 
References: 
NNTP-Posting-Host: 
X-Newsreader: 


ization: DEbri 


< 18 


<1le74ck2.44w4f86i7qosN@ipc379b2a6.dial.wxs.nl> 
<88nlqiS$g3r5@chuka.playstation.co.uk> 
ipc379b2a6.dial.wxs.nl 

MacSOUP 2.3 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote: 


> 
> 
> 
> 
> 
> 
> 
> 


Wow great page. 


Thanks 
Rikki 


I believe I have the Active Members List upto a standard now that allows me 
to let others to start using it. Please try it at: 
http://www.netyaroze-europe.com/~rprince/nyal/ 

If you have any problems or suggestions, either reply to this post, or 
e-mail me at netyaroze@rprince.dircon.co.uk 


I agree that you could do something about the colours 


but technical a perfect page! And no keeping up for yourself!! Perfect!! 


DEnnis 


"T ղղ 


05523 


Back! 1" 
——MESSAGE FILE 6799 END: 


net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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-—-MESSAGE FILE 6800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005524 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: i got a job!!!, was Re: Codemasters and Interviews 

Date: Tue, 14 Mar 2000 06:40:18 +0100 

Organization: DEbri 

Lines: 4 

Message-ID: <le78ahz.gb09ddldrhhjeN@ipc379b2a6.dial.wxs.nl> 

References: <88k2g1$84r2@chuka.playstation.co.uk> <38AEDA2F.1D666FCB@dcs.gla.ac.uk> 
<880s79Sfb83@chuka.playstation.co.uk> <880v7rS$fb86@chuka.playstation.co.uk> <88rvlm$ 
nfpl@chuka.playstation.co.uk> 

NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


Would be cool if more people did this. Posting their experiances in the 
newsgroups. Nice to read, cons man!! 


DEnnis.. 
—-MESSAGE FILE 6800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05524 


--MESSAGE FILE 6801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005525 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Tue, 14 Mar 2000 06:40:19 +0100 

Organization: DEbri 

Lines: 5 

Message-ID: <le78aku.1q20g0xocde80N@ipc379b2a6.dial.wxs.nl> 

References: <8a67ov$d9el@chuka.playstation.co.uk> <8a6e3v$d9e2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


For the Milia Compo they also said it had to be running from PC, but 
they already arranged a NY, just in case.. even after not mentioning a 
thing. 


DEnnis.. 
—-MESSAGE FILE 6801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05525 


-—-MESSAGE FILE 6802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005526 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Tue, 14 Mar 2000 06:40:19 +0100 

Organization: DEbri 

Lines: 6 

Message-ID: <le78ao0l.k6ir8d1lnSwnpuN@ipc379b2a6.dial.wxs.nl> 

References: <813bnb$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <383c4683.769355@www.netyaroze-europe.com> < 
8146gc$gall@chuka.playstation.co.uk> 

NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


You should know how hard it is for me in Holland... We have NO NATIONAL 
GAMES INDURTRY AT ALL!!! 
England, here I come.. 


DEnnis. 
—-MESSAGE FILE 6802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05526 


—-MESSAGE FILE 6803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005527 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Tue, 14 Mar 2000 06:40:20 +0100 

Organization: DEbri 

Lines: 8 

Message-ID: <le78bld.nmf3cily91li69N@ipc379b2a6.dial.wxs.nl> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <81lhgdeScs01@chuka.playstation.co.uk> <383D0 
DC4.DFF5BFFD@bigfoot.com> 

NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


I really like these messages. There is now way I could get any 
experiance with this in the Netherlands. So it's nice to read and follow 
your experiances. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05527 


—-MESSAGE FILE 6804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005528 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got Dennis' email adress? 

Date: Tue, 14 Mar 2000 07:20:37 +0100 

Organization: DEbri 

Lines: 15 

Message-ID: <le7hivp.11xlqlfe7 jwc6N@ipc379b311.dial.wxs.nl> 

References: <38b3b6b9.2865979@www.netyaroze-europe.com> <38B3CBCE.D073967D@chilternm 
ag.demon.co.uk> 

NNTP-Posting-Host: ipc379b311.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote: 


> debri@dds.nl 

> ICQ: 5667178 

> 

> I think, if were talking about the same Dennis... 
> 

You could also try macsuppor@al.nl or debri@hetnet 


Again, if we are talking about the same DEnnis. 
Is there another Dennis around here anyway? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05528 


—-MESSAGE FILE 6805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005529 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting a job 

Date: Tue, 14 Mar 2000 07:20:38 +0100 
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Organization: DEbri 

Lines: 6 

Message-ID: <le7h20c.175v8fnzlmbpcN@ipc379b311.dial.wxs.nl> 

References: <813bnbS$2ce2@chuka.playstation.co.uk> <38370e5f.14870272@www.netyaroze-e 
urope.com> <817881Sd422@chuka.playstation.co.uk> <3837ef59.820808@www.netyaroze-euro 
pe.com> <383B111F.89B050D6@bigfoot.com> <81lhgdeScs01@chuka.playstation.co.uk> <383D1 
DC8.D3C1B2B9@dcs.gla.ac.uk> <81k1lv9Sgal3@chuka.playstation.co.uk> <38427FEC.87E86489 
@des.gla.ac.uk> <81u5t8Send2@chuka.playstation.co.uk> <3843BEAA.298CB734@dcs.gla.ac. 
սք» <8213me$611@chuka.playstation.co.uk> <38455179.B4D64E21@dcs.gla.ac.uk> 
NNTP-Posting-Host: ipc379b311.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


I think most of us buy all EDGES or have a subscription of EDGE. And I 
keep them all, So I could take a look to my EDGES from 1997.. 


Cheers, 


DEnnis. 
—-MESSAGE FILE 6805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05529 


—-MESSAGE FILE 6806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005530 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Good... but not as good as the hype." 

Date: Tue, 14 Mar 2000 07:20:38 +0100 

Organization: DEbri 

Lines: 16 

Message-ID: <le7h265.hamc636uadnqN@ipc379b311.dial.wxs.nl> 
References: <88m8j7Sbuf2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ipc379b311.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


Although recognising increase in visual quality over the last generation of 
hardware, the reporter was disappointed. "While the games on display could 
compete with anything in an arcade, none of the animation came close, in 
terms of quality, to the film Toy Story 2." 


V V V V 


Well, maybe it's better to compare it to SouthParc The movie. Then 
you'll be impressed.. 


> There's just no pleasing some people :-) 
I'm still pleased with the PSX1 quality.. 


DEnnis.. 
—-MESSAGE FILE 6806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05530 


—-MESSAGE FILE 6807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005531 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 07:20:39 +0100 

Organization: DEbri 

Lines: 28 

Message-ID: <le7h2hl.lazaiewh6iatxN@ipc379b311.dial.wxs.nl> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> 

NNTP-Posting-Host: ipc379b311.dial.wxs.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3 
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Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


it is polluted and I personally hate it but thats tough as I work 
here. Minimum wage to support two people - hmm probably about 26k at a 
real guess. Thats at a bout rent of £700 a month and theres travel and 
bills. 


V V V V 


My rent for a two bedroomed (niceish) flat is only £250 per month and thats 
expensive for where I am (Derbyshire), the prices above are for London, the 
north of England is generally cheaper than the south too. Of course what you 
get paid depends on where you are too, the jobs in London pay more to 
accomodate the higher expense. 


VVVVVVVVVV 


Christ!! How expensive!!!! I live in Holland (not comparable with the 
UK) and even in a cheaper place of Holland and I pay about 100 pounds a 
month on rent and about 50 pounds on gas, water and electric. 
Travelexpenses are never higher than about 400 pound since you would get 
a total public transportation pass for that. Here in holland I get 
around with about 2000 Nlg, that is something like 650 pounds a month!! 
In my situation, I might say that I am still a student, but still. 

A normal salery in Holland would be someting like 60k Nlg, that would be 
17k in pounds or so. Remind, that is not minimum, thats good money here. 
If you earn 23k here, you sure have above avaridge. 


DEnnis.. 


DEnnis.. 
—-MESSAGE FILE 6807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05531 


—-MESSAGE FILE 6808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005532 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 07:20:40 +0100 

Organization: DEbri 

Lines: 12 

Message-ID: <le7h2v3.1gth418x9c4ieN@ipc379b311.dial.wxs.nl> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <38b27b99.11438733@www.netyaroze-europe. 
com> 
NNTP-Posting-Host: ipc379b311.dial.wxs.nl 
X-Newsreader: MacSOUP 2.3 


Robert Swan <Robert_Swan@scee.net> wrote: 


> nah - just quite a few yaroze members have met me - and I expect most 
> of them went away curiously unimpressed! 


To kill the fanatasy: Rob is rather large and a coder to the bone. He 


looks just like a coder, long hair, glazes... Not impressive, but then 
again.. If you want impresive looks, find another industry.. Or visit 
the ECTS ;-) 

DEnnis.. 


—-MESSAGE FILE 6808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05532 


—-MESSAGE FILE 6809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005533 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Welcome back DEnnis 

Date: Tue, 14 Mar 2000 10:39:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 4 

Message-ID: <38CE16E5.D3F678B4@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Your posts always make me laugh! 
Phil 


—-MESSAGE FILE 6809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05533 


—-MESSAGE FILE 6810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005534 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is the PS2 Really that bad?... 

Date: Tue, 14 Mar 2000 11:40:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <38ce2355.7468968@www.netyaroze-europe. com> 
References: <38CD5436.EAA1629C@which.net> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 13 Mar 2000 20:48:54 +0000, Max <mad.max@which.net> wrote: 


Just to confuse matters I will freely intersperse my own opinions with 
some small facts :) 


>I've heard things about the new PS2 and word is it aint good. Supposedly 
>the amount of RAM is a little on the thin side for such a hyped console 

>and there is no hardware anti-ailising, is this true? The supposed only 

>decent game is Ridge Racer 5 and even that failed to cause a rucus. 


Definately my opinion here - the launch software wasnt that great - 
RR5 is the best looking by a long way - the first track is rubbish (to 
be honest) but the second onwards starts looking pretty amazing. If 
you compare it to the Dreamcast launch racing titles it craps all over 
them for look. Mind you the two player mode is awful looking. 


>Whats all this stuff about a VUO and VU1 maths co-processors? sounds 
>cool 

>whatever it is, cut this maybe what all the stuff about PS2 being hard 
>to program for is all about. 


Yep - thats one reason it could be hard to code. Once everyone sorts 
out how they want to work with it it will be pretty cool. 


>Call it sceptisism or just blatant lies but this is what the press has 
>been reporting. Mind you I'd love to see Nintendo kick arse again like 
>they used to. The Dreamcast might not fair as badly as most have thought 
>due to the press saying that the PS2 is really not that much more 
>powerful....... 


PS2 has sold more units in two days (just under a million) in Japan 
than Dreamcast has sold in total in Japan. In Uk it hasnt reached a 
million yet, and I think it has over America. 


My opinion - I hate interlace so Im a bit annoyed at the PS2 - but 
then again TVs are interlace anyway (mumble mumble). First titles 
arent too amazing (RR5 takes a while before it looks nice) and I wasnt 
initially impressed. Now though I think it looks amazing. 


Dreamcast is much less powerful - but the PS2 is being used properly 
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at the moment. 


Dolphin doesn't interest me - by the fact that Nintendo weren't 
screaming their system would be 100 times better than PS2 it means 
they have something comparable - yet 2 years later (latest news is 
wont be out in japan until 2001 or later (2002 for europe since they 
scrapped the idea of timed worldwide launch?) ) 


Computer Exchange have demos and are selling them (although 


technically illegal :)). Its worth a look. I will definately buy one 
at launch - Ive only just got a dreamcast though. 

Rob 

Disclaimer: 


Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05534 


—-MESSAGE FILE 6811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005535 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is the PS2 Really that bad?... 

Date: Tue, 14 Mar 2000 12:26:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <8alb4iScmrl@chuka.playstation.co.uk> 

References: <38CD5436.EAA1629C@which.net> <38ce2355.7468968@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: 195.153.133.40 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message <38ce2355.7468968@www.netyaroze-europe.com>... 
>On Mon, 13 Mar 2000 20:48:54 +0000, Max <mad.max@which.net> wrote: 
>Definately my opinion here - the launch software wasnt that great - 

>RR5 is the best looking by a long way - the first track is rubbish (to 
>be honest) but the second onwards starts looking pretty amazing. If 

>you compare it to the Dreamcast launch racing titles it craps all over 
>them for look. Mind you the two player mode is awful looking. 


Most Japanese launches /are/ crap. People seem to forget that. RR5 isn't 
that stunning a launch title. It's Ridge Racer. If you liked the other ones, 
you're getting RR4 with nicer graphics. Nothing more, nothing less. 


>PS2 has sold more units in two days (just under a million) in Japan 
>than Dreamcast has sold in total in Japan. In Uk it hasnt reached a 
>million yet, and I think it has over America. 


Check your facts, Robert. There's over 1.5 million DCs sold in the US. 
Europe has over 700k. Worldwide, there's a total of over 4 million 
Dreamcasts. 


>Dolphin doesn't interest me - by the fact that Nintendo weren't 
>screaming their system would be 100 times better than PS2 it means 
>they have something comparable - yet 2 years later (latest news is 
>wont be out in japan until 2001 or later (2002 for europe since they 
>scrapped the idea of timed worldwide launch?) ) 


Where'd you hear 20002 from?? They just announced they were putting the 
US/Euro launch back to first six months of 2001. I'll believe it when I see 
it in the shops - but that's a bit different to 2002. 


Besides, it's all about the games. If the PS2 & Dolphin have games I want, 
I'll buy the machines. Simple as that. 
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—-MESSAGE FILE 6811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05535 


—-MESSAGE FILE 6812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005536 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is the PS2 Really that bad?... 

Date: Tue, 14 Mar 2000 12:42:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <38ce302b.10755809@www.netyaroze-europe. com> 

References: <38CD5436.EAA1629C@which.net> <38ce2355.7468968@www.netyaroze-europe.com 
> <8alb4iScmrl@chuka.playstation.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 14 Mar 2000 12:26:21 -0000, "Brian Baird" 
<brian@dma-design.com> wrote: 


>>PS2 has sold more units in two days (just under a million) in Japan 
>>than Dreamcast has sold in total in Japan. In Uk it hasnt reached a 
>>million yet, and I think it has over America. 

>Check your facts, Robert. There's over 1.5 million DCs sold in the US. 
>Europe has over 700k. Worldwide, there's a total of over 4 million 
>Dreamcasts. 


Im confused - the figures for america and europe you quote match what 
I said, so what point did you make? As for the sales in Japan - as for 
japanese sales - I cant find the sales figures on the net but I was 
pretty reliably informed that PS2 had sold more than Dreamcast in 
Japan. 


>>Dolphin doesn't interest me - by the fact that Nintendo weren't 
>>screaming their system would be 100 times better than PS2 it means 
>>they have something comparable - yet 2 years later (latest news is 
>>wont be out in japan until 2001 or later (2002 for europe since they 
>>scrapped the idea of timed worldwide launch?) ) 


>Where'd you hear 20002 from?? They just announced they were putting the 
>US/Euro launch back to first six months of 2001. I'll believe it when I see 
>it in the shops - but that's a bit different to 2002. 


I point the honorable gentleman to the question mark at the end of the 
sentance. It was one of those 'overheard' statements. 


>Besides, it's all about the games. If the PS2 & Dolphin have games I want, 
>I'll buy the machines. Simple as that. 


Thats great if you have the money :) 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05536 


-—-MESSAGE FILE 6813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005537 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brian@dma-design.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Is the PS2 Really that bad?... 
Date: Tue, 14 Mar 2000 14:14:20 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 
Message-ID: <8alhevScmr2@chuka.playstation.co.uk> 

References: <38CD5436.EAA1629C@which.net> <38ce2355.7468968@www.netyaroze-europe.com 
> <8alb4iScmril@chuka.playstation.co.uk> <38ce302b.10755809@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.153.133.40 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message <38ce302b.10755809@www.netyaroze-europe.com>... 
>Im confused - the figures for america and europe you quote match what 

>I said, so what point did you make? As for the sales in Japan - as for 
>japanese sales - I cant find the sales figures on the net but I was 
>pretty reliably informed that PS2 had sold more than Dreamcast in 

>Japan. 


And I was pretty reliably informed it hadn't. 
>Thats great if you have the money :) 


Yep! If you don't, well, you shouldn't buy any console at launch. Wait & see 
what has the most games you want. 


—-MESSAGE FILE 6813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05537 


—-MESSAGE FILE 6814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005538 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is the PS2 Really that bad?... 

Date: Tue, 14 Mar 2000 15:16:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <8all4nScmr3@chuka.playstation.co.uk> 

References: <38CD5436.EAA1629C@which.net> <38ce2355.7468968@www.netyaroze-europe.com 
> <8alb4iScmrl@chuka.playstation.co.uk> <38ce302b.10755809@www.netyaroze-europe. com> 
<8alhevScmr2@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr906-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary="———--=_NextPart_000_0018_01BF8DC8.4C831D60" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


Soa = _NextPart_000_0018_01BF8DC8.4C831D60 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi 
According to Edge, Dreamcasts sold in Japan Jan to Dec 1999: 1,135,612. = 


Including launch sales, that's probably an installed total of almost = 
1,500,000 by now. Not much catching up to do for PS2, then. 


Derek 


աան =_NextPart_000_0018_01BF8DC8.4C831D60 
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Content-Type: text/html; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DVerdana size=3D2>Hi</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>According to Edge, Dreamcasts sold in = 
Japan Jan=20 

to Dec 1999: 1,135,612.&nbsp; Including launch sales, that's = 
probablyénbsp; an=20 

installed total of almost 1,500,000 by now.énbsp; Not much catching up = 
to do for=20 
PS2, then.</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT size=3D2>Derek</FONT></DIV> 
<DIV>é&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>énbsp; </DIV></BODY></HTML> 


Stee sS = NextPart_000_0018_01BF8DC8.4C831D60-- 


4411 


—-MESSAGE FILE 6814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05538 


—-MESSAGE FILE 6815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005539 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 15:16:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <38ce57aa.2422392976@news.playstation.co.uk> 


References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 


wxs.nl> 

NNTP-Posting-Host: 209.27.57.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Forte Agent 1.5/32.452 


My rent here in the US is $2260 for a 1 bedroom apartment that I share 
with my girlfriend. 


It's not cheap to live in New York CIty (and definitely not in 
Manhattan). I couldn't imagine living out of Manhattan though... 


Steven 


On Tue, 14 Mar 2000 07:20:39 +0100, debri@hetnet.nl (DEnnis Brinkhuis) 
wrote: 


>Matt Verran <matt@frktl.freeserve.co.uk> wrote: 


> 

>> > it is polluted and I personally hate it but thats tough as I work 

>> > here. Minimum wage to support two people - hmm probably about 26k at a 
>> > real guess. Thats at a bout rent of £700 a month and theres travel and 
>> > bills. 

>> 


>> My rent for a two bedroomed (niceish) flat is only £250 per month and thats 
>> expensive for where I am (Derbyshire), the prices above are for London, the 
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>> north of England is generally cheaper than the south too. Of course what you 
>> get paid depends on where you are too, the jobs in London pay more to 
>> accomodate the higher expense. 

> 

> 

>Christ!! How expensive!!!! I live in Holland (not comparable with the 
>UK) and even in a cheaper place of Holland and I pay about 100 pounds a 
>month on rent and about 50 pounds on gas, water and electric. 
>Travelexpenses are never higher than about 400 pound since you would get 
>a total public transportation pass for that. Here in holland I get 
>around with about 2000 Nlg, that is something like 650 pounds a month!! 
>In my situation, I might say that I am still a student, but still. 

>A normal salery in Holland would be someting like 60k Nlg, that would be 
>17k in pounds or so. Remind, that is not minimum, thats good money here. 
>If you earn 23k here, you sure have above avaridge. 

> 

>DEnnis.. 

> 

>DEnnis.. 


—-MESSAGE FILE 6815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05539 


—-MESSAGE FILE 6816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005540 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 16:07:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <8alo6oScmr4@chuka.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> My rent here in the US is $2260 for a 1 bedroom apartment that I share 
> with my girlfriend. 


Is that per month?! Then again you don't have to pay council tax do 
you... 


—-MESSAGE FILE 6816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05540 


-—-MESSAGE FILE 6817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005541 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 16:12:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <8aloclScmr5@chuka.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> <8alo6o$cmr4@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I never did see why we pay council tax over here. 1 thought 
our taxes we give the government would cover everything. 
Dman crooks! More money to give the "fat cats". 

George 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 8alo6oScmr4@chuka.playstation.co.uk... 


> 

> 

> > My rent here in the US is $2260 for a 1 bedroom apartment that I share 
> > with my girlfriend. 

> 

> Is that per month?! Then again you don't have to pay council tax do 

> you... 

> 

> 


—-MESSAGE FILE 6817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05541 


—-MESSAGE FILE 6818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005542 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 17:24:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <38ce72ea.2429368006@news.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> <8alo6oScmr4@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


That is per month. Honestly, I don't even know what council tax is. 


Keep in mind though that Manhattan is (unfortunately) one of the more 
expensive places to live. I think that rent prices in San Fransisco 
may be higher, but this really is close to the top. 


No game developers living here :) 


Steven 


On Tue, 14 Mar 2000 16:07:29 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


> 

> 

>> My rent here in the US is $2260 for a 1 bedroom apartment that I share 
>> with my girlfriend. 

> 

>Is that per month?! Then again you don't have to pay council tax do 
>you... 

> 
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—-MESSAGE FILE 6818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05542 


—-MESSAGE FILE 6819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005543 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 14 Mar 2000 17:28:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <8alsvj$f611@chuka.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> <8alo6oScmr4@chuka.playstation. 
co.uk> <8aloclScmr5@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I never did see why we pay council tax over here. I thought 
> our taxes we give the government would cover everything. 
> Dman crooks! More money to give the "fat cats". 


Do I detect a hint of irony here? 


—-MESSAGE FILE 6819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05543 


-—-MESSAGE FILE 6820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005544 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Tue, 14 Mar 2000 20:43:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8am94dSf612@chuka.playstation.co.uk> 

References: <8a67ov$d9el@chuka.playstation.co.uk> <8a6e3v$d9e2@chuka.playstation.co. 
uk> <le78aku.1q20g0xocde80N@ipc379b2a6.dial.wxs.nl> 

NNTP-Posting-Host: host213-1-116-76.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello DEnnis... how's it going? 
What's the 'Milia Compo'? Is it one that's already gone.... or one 
that's comming-up -- if so where can you get details? 
(I don't know nothin' me!) 
Jon 


—-MESSAGE FILE 6820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05544 


—-MESSAGE FILE 6821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005545 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Wed, 15 Mar 2000 08:17:30 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8angtq$ j831@chuka.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> <8alo6o$cmr4@chuka.playstation. 
co.uk> <38ce72ea.2429368006@news.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Only corrupted politicians and lawyers can afford to live in Manhattan. 
George 
"Steven Osman" <sosman@terratron.com> wrote in message 


news: 38ce72ea.2429368006@news.playstation.co.uk...> That is per month. 
Honestly, I don't even know what council tax is. 


> 

> Keep in mind though that Manhattan is (unfortunately) one of the more 
> expensive places to live. I think that rent prices in San Fransisco 
> may be higher, but this really is close to the top. 

> 

> No game developers living here :) 

> 

> 

> Steven 


—-MESSAGE FILE 6821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05545 


-—-MESSAGE FILE 6822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005546 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Wed, 15 Mar 2000 15:37:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <38cfae3f.5563690@news.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> <8alo6oS$cmr4@chuka.playstation. 
co.uk> <38ce72ea.2429368006@news.playstation.co.uk> <8angtq$ j831@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Ahem, are you saying something about me? 


On Wed, 15 Mar 2000 08:17:30 -0000, "George Bain" 
<george_bain@scee.net> wrote: 


>Only corrupted politicians and lawyers can afford to live in Manhattan. 
> 

>George 

> 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 
>news:38ce72ea.2429368006@news.playstation.co.uk...> That is per month. 
>Honestly, I don't even know what council tax is. 

>> 

>> Keep in mind though that Manhattan is (unfortunately) one of the more 
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>> expensive places to live. I think that rent prices in San Fransisco 
>> may be higher, but this really is close to the top. 

>> 

>> No game developers living here :) 


>> Steven 


—-MESSAGE FILE 6822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05546 


-—-MESSAGE FILE 6823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005547 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Pro Dev pics 

Date: Wed, 15 Mar 2000 21:51:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8ap0pf$6j1@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-131.arizona.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hola, 
Has any body out there got any pictures of the psx pro dev system ?, or 
does any body know any web pages that contain them ? 


Cheers thanks and b-y-e 
Matt 


—-MESSAGE FILE 6823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05547 


—-MESSAGE FILE 6824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005548 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: AML - mainly to Jon Prestidge 

Date: Wed, 15 Mar 2000 23:14:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8ap5pc$6j2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-225.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi all, and specifically Jon. 


I was experimenting with the Active Member's List, and in testing the list 
was temporarily not available to anyone, though I believed it would be. I 
received an e-mail from Jon informing me of this, and fixed it, so there 
should be no problems on that front. I am writing here to thank Jon for 
telling me about the problem, as I can't seem to reach him by e-mail. 


Anyway, while checking Jon's e-mail address on the List, I noticed that the 
date sorting isn't working as I'd hoped, and I'm going to have to fix it. 
I'm a bit busy at the moment, though I should hopefully have it fixed at the 
weekend. It only affects the sorting of the list display, not the editing, 
or adding, or viewing it. 


Thanks 
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Rikki 


—-MESSAGE FILE 6824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05548 


-—-MESSAGE FILE 6825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005549 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 

Date: Thu, 16 Mar 2000 11:32:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <38d0c4dc.5025960@www.netyaroze-europe. com> 
References: <8ap0pf$6j1@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 15 Mar 2000 21:51:50 -0000, "Matthew Hardingham" 
<MatthewHardingham@RebelwareInteractive.freeserve.co.uk> wrote: 


>Hola, 
> Has any body out there got any pictures of the psx pro dev system ?, or 
>does any body know any web pages that contain them ? 


the PS1 dev kit is a PC board - so its not very pretty to look at. 
the PS2 dev kits are bigger and styled like the PS2 consumer unit, and 
there are a few pictures around but Im buggered if I can find them. 


Cant seem to find any on the sony sites - you could try the sites of 
games magazines - I know there have been some photos around. 

Rob 

Disclaimer: 


Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05549 


—-MESSAGE FILE 6826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005550 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 
Date: Thu, 16 Mar 2000 11:57:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8aqi7fS4nd1l@chuka.playstation.co.uk> 

References: <8ap0pf$6j1l@chuka.playstation.co.uk> <38d0c4dc.5025960@www.netyaroze-eur 
ope.com> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


the PS2 dev kits are bigger and styled like the PS2 consumer unit, and 
there are a few pictures around but Im buggered if I can find them. 
Cant seem to find any on the sony sites - you could try the sites of 
games magazines - I know there have been some photos around. 


VVV WV 


they have DEBUG written accross the side of them too don't they? 
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-—-MESSAGE FILE 6826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05550 


—-MESSAGE FILE 6827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005551 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: 2d pad images 

Date: Thu, 16 Mar 2000 12:11:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8aqj20S4nd2@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Has anyone got any good quality images of the playstation pads. I need a 
top down view of the Dual Shock and the Standard pad for my current project. 


cheers 
Mattv 


—-MESSAGE FILE 6827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05551 


—-MESSAGE FILE 6828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005552 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 

Date: Thu, 16 Mar 2000 12:37:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <38d0d523.9193509@www.netyaroze-europe. com> 

References: <8ap0pf$6j1@chuka.playstation.co.uk> <38d0c4dc.5025960@www.netyaroze-eur 
ope.com> <8aqi7f£$4nd1l@chuka.playstation.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 16 Mar 2000 11:57:01 -0000, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 
>they have DEBUG written accross the side of them too don't they? 


there are two units - one is the debug which is just like a consumer 
PS2 but has debug written on it - Its probably the equivalent of the 
green/ blue psx units - you cant develop on them they are just for 
playing silver disks. 


The developer tool is slightly smaller (but the same shape) as a pc 
tower system. Its black and has TOOL written on the sides. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

-—-MESSAGE FILE 6828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05552 


—-MESSAGE FILE 6829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005553 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AML - mainly to Jon Prestidge 

Date: Thu, 16 Mar 2000 18:20:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8ar8icS4nd3@chuka.playstation.co.uk> 
References: <8ap5pc$6j2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-77-134.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hmm .. I'll have to check-out my email set-up perhaps the return address is 
not set-up properly. My email address is mailto: jon@surfed.to 
Anyway the active members list is working fine again for me. 


Thanks, 
Jon 


4419 


—-MESSAGE FILE 6829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05553 


—-MESSAGE FILE 6830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005554 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 

Date: Thu, 16 Mar 2000 18:31:07 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <8ar990S4nd4@chuka.playstation.co.uk> 


6. Շօո» 

NNTP-Posting-Host: host213-1-202-3.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


I have seen the PSX2 dev kit at lionhead, and it had TOOL written on the 
Side, very large though. 


"Robert Swan" <Robert_Swan@scee.net> wrote in message 
news :38d0d523.9193509@www.netyaroze-europe.com... 
> On Thu, 16 Mar 2000 11:57:01 -0000, "Matt Verran" 


> <matt@frktl.freeserve.co.uk> wrote: 

> >they have DEBUG written accross the side of them too don't they? 

> 

> there are two units - one is the debug which is just like a consumer 
> PS2 but has debug written on it - Its probably the equivalent of the 
> green/ blue psx units - you cant develop on them they are just for 

> playing silver disks. 

> 

> The developer tool is slightly smaller (but the same shape) as a pc 
> tower system. Its black and has TOOL written on the sides. 

> 

> Rob 

> 

> Disclaimer: 

> 


Anything I say has no direct relation 


References: <8ap0pf$6j1@chuka.playstation.co.uk> <38d0c4dc.5025960@www.netyaroze-eur 
ope.com> <8aqi7fS4ndl@chuka.playstation.co.uk> <38d0d523.9193509@www.netyaroze-europ 
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> to where I work (Sony), is not an official 
> voice of where I work (Sony) and Sony 
> doesn't even exist as far as I'm concerned. 


—-MESSAGE FILE 6830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05554 


—-MESSAGE FILE 6831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005555 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is the PS2 Really that bad?... 

Date: Fri, 17 Mar 2000 08:58:26 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <38D15902.E70DA61@fulcrum.com.au> 

References: <38CD5436.EAA1629C@which.net> <38ce2355.7468968@www.netyaroze-europe.com 
> 
NNTP-Posting-Host: redback.spyda.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 
X-Accept—-Language: en 


Robert Swan wrote: 


> >Whats all this stuff about a VUO and VU1 maths co-processors? sounds 

> >cool 

> >whatever it is, cut this maybe what all the stuff about PS2 being hard 
> >to program for is all about. 

> 

> Yep - thats one reason it could be hard to code. Once everyone sorts 

> out how they want to work with it it will be pretty cool. 


I'm not sure why people shoud be afraid of what is essentially just 
multiprocessing. While it does require a little more thought than normal, 
multithreaded code isn't all that hard to write, and when you're dealing with 
special purpose processors that perform a limited set of operations, things 
just get easier. Noone seemed to have any problems programming the BeBox, 

or dealing with the Amiga copper, which essentially covers anything that the 
PS2 could throw at developers, at least at a level of basic concepts. 


Of course, I'd love to know that I was wrong, and that there was actually 
something novel and tricky about programming the PS2. Anything with high 
magic factor is heaps'o'fun :). 


<rant> 

Frankly, after spending a few months in the land of Win32, I think the biggest 
problem developers can face are complex, inconsistent, overweight badly 
documented API's. As a cosmetic example of the inconsistency Microsoft has 
chosen to force down the collective throats of developers worldwide, the 
methods used for controlling reference counting in COM are called 

AddRef() and Release(). These two functions are essentially inverses of each 
other, so why on *earth* weren't they named like that? Acquire()/Release() or 
AddRef () /RemoveRef() would make so much more sense from a consistency 
standpoint. 


And don't even get me started on the *total* waste of time that is hungarian 
notation. 
</rant> 


Toby. 
—-MESSAGE FILE 6831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05555 


—-MESSAGE FILE 6832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005556 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 

Date: Fri, 17 Mar 2000 09:02:48 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <38D15A08.B58F3D05@fulcrum.com.au> 

References: <8ap0pf$6j1l@chuka.playstation.co.uk> <38d0c4dc.5025960@www.netyaroze-eur 
ope.com> <8aqi7fS4ndl@chuka.playstation.co.uk> <38d0d523.9193509@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: redback.spyda.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 

X-Accept—-Language: en 


Robert Swan wrote: 
> The developer tool is slightly smaller (but the same shape) as a pc 
> tower system. Its black and has TOOL written on the sides. 


AAAA 


Without knowing much internationl slang, is it only in Australia where 
this is going to be met with gales of laughter? 


(ok... not gales, but the people I told about this all chuckled) 


Toby. 
--MESSAGE FILE 6832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05556 


--MESSAGE FILE 6833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005557 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 

Date: Fri, 17 Mar 2000 04:40:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <38d1b733.138935178@news.playstation.co.uk> 

References: <8ap0pf$S6j1@chuka.playstation.co.uk> <38d0c4dc.5025960@www.netyaroze-eur 
ope.com> <8aqi7fS4ndl@chuka.playstation.co.uk> <38d0d523.9193509@www.netyaroze-europ 
e.com> <38D15A08.B58F3D05@fulcrum.com.au> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


No, not just Australia. 

I'm in New York and got a kick out of it. 

Steven "Saucy TOOL" Osman 

On Fri, 17 Mar 2000 09:02:48 +1100, Toby Sargeant 
<toby@fulcrum.com.au> wrote: 


>Robert Swan wrote: 


>> The developer tool is slightly smaller (but the same shape) as a pc 
>> tower system. Its black and has TOOL written on the sides. 
> NANN 


>Without knowing much internationl slang, is it only in Australia where 
>this is going to be met with gales of laughter? 

> 

>(ok... not gales, but the people I told about this all chuckled) 

> 

>Toby. 


--MESSAGE FILE 6833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05557 
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-—-MESSAGE FILE 6834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005558 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pro Dev pics 

Date: Fri, 17 Mar 2000 12:00:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <38D21E69.C5E124DC@easynet.co.uk> 

References: <8ap0pf$6j1@chuka.playstation.co.uk> <38d0c4dc.5025960@www.netyaroze-eur 
ope.com> <8aqi7fS4ndl@chuka.playstation.co.uk> <38d0d523.9193509@www.netyaroze-europ 
e.com> <38D15A08.B58F3D05@fulcrum.com.au> <38d1b733.138935178@news.playstation.co.uk 
> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Reminds me of an incident at work recently. 


I had been developing some 'tools' for our editorial staff to use and had 
been demonstrating them to some people. Anyway, my boss went up to one of 
the (female) managers and said, with a straight face, 'Have you seen Phil's 
tool?' 


Phil 


Steven Osman wrote: 


> No, not just Australia. 

> 

> I'm in New York and got a kick out of it. 

> 

> Steven "Saucy TOOL" Osman 

> 

> On Fri, 17 Mar 2000 09:02:48 +1100, Toby Sargeant 

> <toby@fulcrum.com.au> wrote: 

> 

> >Robert Swan wrote: 

> >> The developer tool is slightly smaller (but the same shape) as a pc 
> >> tower system. Its black and has TOOL written on the sides. 

> > NANN 

> >Without knowing much internationl slang, is it only in Australia where 
> >this is going to be met with gales of laughter? 

> > 

> >(ok... not gales, but the people I told about this all chuckled) 

> > 

> >Toby. 


--MESSAGE FILE 6834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05558 


--MESSAGE FILE 6835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005559 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Spark* Awards 10th March - ahh b*ll*cks 

Date: Fri, 10 Mar 2000 18:14:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <8atq26$6761@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.226.57.226 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


We're not allowed to play. Is it because we develop for the most popular 
console in the world? I wonder if sending in a video tape would be too 
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technically difficult for the judges to cater for? 


Gits. 


Warren : ( 


Potential bad news for Net Yaroze programmers like Warren Khan heading the 
team SIXDof - after much deliberation from higher authorities, I'm afraid 
that there will not be a Net Yaroze entry category. There are two reasons 
for this, firstly, and most sadly, the dwindling support for Yaroze and 
launch of PS2 in Japan last week is forcing us look more progressively and 
secondly, the judges would rather keep the entry format as simple as 
possible. So apologies to all Net Yaroze teams for assuming that the Judges 
would let the Yaroze enter. But don't let your enthusiasm slip. Mark from 
Team Asylum doesn't think that this will be too much of a problem as long as 
you can pick up DirectX quickly (see discussion area). .If anyone can do 
this coding or if you know anyone who can code this then it may be worth 
posting a message in the discussion area. Come on Yaroze programmers let 
your talent shine! 


4423 


—-MESSAGE FILE 6835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05559 


—-MESSAGE FILE 6836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005560 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spark* Awards 10th March - ahh b*1l*cks 
Date: Fri, 17 Mar 2000 18:53:41 +0000 

Organization: Netcom member 

Lines: 14 

Message-ID: <38D27F35.C4874AC5@netscapeonline.co.uk> 
References: <8atq26$6761@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-60-14.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Eer yeah and I was miss quoted! I mailed Adrain directly and complained about 
how hard is it to connect a Yaroze to the P.C? Probably easier than to get some 
of those entries running I bet! 

Team Asylum is still entering, but I would have much rather made a Yaroze 
entry to show the project is still going. Still, if any Yarozer wants to enter, 
but doesn't want to learn DirectX, maybe we should all enter the Concept 
category and hope one of us wins and maybe we can all go to the awards ceremony 


Marc "Is this on the record?" Lambert. 


-—-MESSAGE FILE 6836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05560 


—-MESSAGE FILE 6837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005561 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spark* Awards 10th March - ahh b*ll*cks 
Date: Fri, 17 Mar 2000 19:00:03 +0000 
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Organization: Netcom member 

Lines: 13 

Message-ID: <38D280B3.DFEF67AB@énetscapeonline.co.uk> 

References: <8atq26$6761@chuka.playstation.co.uk> <38D27F35.C4874AC5@netscapeonline. 
co.uk> 

NNTP-Posting-Host: host5-99-60-14.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Oh, and by the way, we didn't 'ASSUME' anything. Adrian made it quite clear on the 
message boards and in various mails to me, that there would be a Yaroze category. 
It was only when they decided to finally send out the entry packs that it was clear 
that we couldn't enter-Excuse me, it wasn't clear even then, we still had to mail 
him to make sure! 


If any Yarozer does want to enter, I am working on a DirectX based API for the 
comp (which I am keeping as close to the Yaroze ones as poss), which I am quite 
happy to let people use. It could be especially good for the single-screen 
category, especially if you have no knowledge of PC programming....... 


Marc. 


—-MESSAGE FILE 6837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05561 


—-MESSAGE FILE 6838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005562 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spark* Awards 10th March - ahh b*1ll*cks 

Date: Fri, 17 Mar 2000 19:11:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8au043$6762@chuka.playstation.co.uk> 

References: <8atq26$6761@chuka.playstation.co.uk> <38D27F35.C4874AC5@netscapeonline. 
co.uk> <38D280B3.DFEF67AB@netscapeonline.co.uk> 

NNTP-Posting-Host: host213-1-90-113.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> If any Yarozer does want to enter, I am working on a DirectX based API 
for the 

> comp (which I am keeping as close to the Yaroze ones as poss), which I am 
quite 


> happy to let people use. It could be especially good for the single-screen 
> category, especially if you have no knowledge of PC programming....... 


Brilliant! I've been wanting to get around to writing a set of wrapper 
functions for DirectX, using the names of the GsLibs functions, making sure 
they have the same or equivalent use, so you can just recompile Yaroze games 
with the wrapper functions and the DirectX libs. I think it should be 
reasonably easy, especially for 2d, if you've read something like 'Windows 
Game Programming for Dummies', which has a lot of helpful code, so it could 
be quite easy to create DX functions with the functionality of the NY libs. 
Is there any chance I could have a look at your DX API, or is it still ina 
primitive state? 


Cheers 
Rikki 


—-MESSAGE FILE 6838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05562 


—-MESSAGE FILE 6839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005563 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Spark* Awards 10th March - ahh b*1l*cks 

Date: Fri, 17 Mar 2000 21:55:06 +0000 

Organization: Netcom member 

Lines: 18 

Message-ID: <38D2A9B9.543F048F@netscapeonline.co.uk> 

References: <8atq26$6761@chuka.playstation.co.uk> <38D27F35.C4874AC5@netscapeonline. 
co.uk> <38D280B3.DFEF67AB@netscapeonline.co.uk> <8au043$6762@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: host213-1-161-155.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


I was going to create the API in the way you mention, but it wouldn't be allowed 
in the comp, and the Yaroze libs are pretty poor anyway. Instead, Լ'11 be 
creating the same functions patterns, but with updated results. i.e for the BG 


routines, I will be allowing any size tile/rotation etc...... I also will add 
further effects like anti-aliasing and using alpha channels for transparency. 
It is all still in the early state, and I am not putting 3D in at the moment 


(I will eventually), but for the duration of the comp, I want to write an API 
that is very fast, and flexible. 

Oh and I will be writing docs that explain what does what, and gets to the 
point! 


Get in touch with me at: mlambert@netcomuk.co.uk and I will keep you 
updated with how its going, and new builds :-) 


Marc. 


-—-MESSAGE FILE 6839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05563 


—-MESSAGE FILE 6840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005564 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Real Timers... 

Date: Sun, 19 Mar 2000 16:43:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8b3071$2dj1@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-152-73.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I was just wondering if anyone could suggest a good way to do a real 
timer, as in minutes and seconds. I just had a quick skim through the green 
and yellow books but nothing caught my eye, then again I was trying to watch 
Brewsters Millions at the same time :) 


cheers//matt 


—-MESSAGE FILE 6840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05564 


-—-MESSAGE FILE 6841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005565 
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Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real Timers... 

Date: Sun, 19 Mar 2000 17:43:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <8b33kiS$2dj2@chuka.playstation.co.uk> 
References: <8b3071$2d j1@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr44-kno.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi 


Check out the Gravitation source code on James Shaughnessy's homepage. Grav 
implements just such a timer... 


Derek 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 8b3071$2d j1@chuka.playstation.co.uk... 

> I was just wondering if anyone could suggest a good way to do a real 
> timer, as in minutes and seconds. I just had a quick skim through the 
green 

> and yellow books but nothing caught my eye, then again I was trying to 
watch 

> Brewsters Millions at the same time :) 


cheers//matt 


VV NV V V V 


—-MESSAGE FILE 6841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05565 


—-MESSAGE FILE 6842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005566 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Real Timers... 

Date: Mon, 20 Mar 2000 08:41:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8b4067S6dk1@chuka.playstation.co.uk> 
References: <8b3071$2dj1@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


I'm surprised you didn't see the one I did for the NY programming tutorial.. 


George 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8b3071$2dj1@chuka.playstation.co.uk... 

> I was just wondering if anyone could suggest a good way to do a real 
> timer, as in minutes and seconds. I just had a quick skim through the 
green 

> and yellow books but nothing caught my eye, then again I was trying to 
watch 

> Brewsters Millions at the same time :) 
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cheers//matt 


V V V V V V 


--MESSAGE FILE 6842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05566 


—-MESSAGE FILE 6843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005567 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Mon, 20 Mar 2000 23:17:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <le7tbuq.lbv4jbklstgsu8N@al-88-123.al.nl> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> 

NNTP-Posting-Host: 81-88-123.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered for 110 days) 


Steven Osman <sosman@terratron.com> wrote: 


My rent here in the US is $2260 for a 1 bedroom apartment that I share 
with my girlfriend. 


It's not cheap to live in New York CIty (and definitely not in 
Manhattan). 1 couldn't imagine living out of Manhattan though... 


Steven 


VVVVVVVV 


I think the average worker in the Netherlands probably earns about $1800 
a month. I would be happy if I earned $2000 a month!! 

Hey Steven, come over to the Netherlands for a stay at my Place and I'll 
be comming over to you չ-) 

Actually, I might even come to NY this summer to give a summercourse at 

Stony Brook College. Ever heard of that? 

And to compare... The Netherlands have a population of about 16.000.000 

people. I suppose that is about the same as NY. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05567 


—-MESSAGE FILE 6844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005568 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Mon, 20 Mar 2000 23:17:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <le7tf63.9i3v8m10080c8N@al-—88-123.a1l.nl1> 

References: <8a67ov$d9el@chuka.playstation.co.uk> <8a6e3v$d9e2@chuka.playstation.co. 
սք» <le78aku.1q20g0xocde80N@ipc379b2a6.dial.wxs.nl> <8am94d$f612@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 81-88-123.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 110 days) 


Jon Prestidge (Moose) <jon@surfed.to> wrote: 
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> Hello DEnnis... how's it going? 

> What's the 'Milia Compo'? Is it one that's already gone.... or one 
> that's comming-up -- if so where can you get details? 

> (I don't know nothin' me!) 

> Jon 

ok, 


Millia is an Interactivity Event/Congress that is kept every year in 
Cannes France. There are several awards to win in a bunch of catagories. 
Before the event, there is a selection of the attended projects. I think 
about 8 projects will be selected of the "Young Talent"-compo to present 
it at the show. They will pay all your exenses if you are selected. 
Complete with travel, logies and entree.. 

Take a look at www.milia.com 

It always takes place in february, so this years show has already past. 


Cheers, 


DEnnis.. 
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—-MESSAGE FILE 6844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05568 


—-MESSAGE FILE 6845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005569 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Mon, 20 Mar 2000 22:31:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <SvlC2MAJbq14EwxL@trsoft.demon.co.uk> 

References: <8a67ovS$d9el@chuka.playstation.co.uk> 
<8a6e3vS$d9e2@chuka.playstation.co.uk> 
<le78aku.1q20g0xocde80N@ipc379b2a6.dial.wxs.nl> 
<8am94dS$f612@chuka.playstation.co.uk> 
<le7t£63.913v8m10080c8N@al-88-123.al.nl> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <le7tf63.9i3v8mlo080c8N@al—-88-123.al.nl1>, DEnnis Brinkhuis 
<debri@hetnet.nl> writes 

>Millia is an Interactivity Event/Congress that is kept every year in 
>Cannes France. There are several awards to win in a bunch of catagories. 
>Before the event, there is a selection of the attended projects. I think 
>about 8 projects will be selected of the "Young Talent"-compo to present 
>it at the show. They will pay all your exenses if you are selected. 
>Complete with travel, logies and entree.. 

>Take a look at www.milia.com 

>It always takes place in february, so this years show has already past. 
> 

>Cheers, 

> 

>DEnnis.. 

A mate of mine was in Cannes in Feb with his mutimedia/games company 

At least I now know a bit more of what he was doing there. 


He doesn't say much! 


Tony Ross 


—-MESSAGE FILE 6845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05569 


—-MESSAGE FILE 6846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005570 
Path: chuka.playstation.co.uk!news 
From: sosman@terratron.com (Steven Osman) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 21 Mar 2000 04:54:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <38d6ffdb.485238165@news.playstation.co.uk> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38b25941.2645299@www.netyaroze-europ 
e.com> <88tq7aSad4@chuka.playstation.co.uk> <le7h2hl1.lazaiewh6iatxN@ipc379b311.dial. 
wxs.nl> <38ce57aa.2422392976@news.playstation.co.uk> <le7tbuq.1bv4jbkistgsu8N@al-88- 
123.81.ո1» 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


1800 a month? You know, the average New York isn't that much more -- 
most people probably live outside of Manhattan. It's good to be in 
the computer business :) 


I've heard of Stony Brook. That's a SUNY school if I remember (State 
University of New York), and it's upstate New York. 


You'll want to visit New York City at least once when you're there! 
Steven 


On Mon, 20 Mar 2000 23:17:48 +0100, debri@hetnet.nl (DEnnis Brinkhuis) 
wrote: 


>Steven Osman <sosman@terratron.com> wrote: 

> 

>> My rent here in the US is $2260 for a 1 bedroom apartment that I share 
>> with my girlfriend. 

>> 

>> It's not cheap to live in New York CIty (and definitely not in 

>> Manhattan). Լ couldn't imagine living out of Manhattan though... 

>> 

>> Steven 

>> 

> 

>I think the average worker in the Netherlands probably earns about $1800 
>a month. I would be happy if I earned $2000 a month!! 

>Hey Steven, come over to the Netherlands for a stay at my Place and I'll 
>be comming over to you ;-) 

>Actually, I might even come to NY this summer to give a summercourse at 
>Stony Brook College. Ever heard of that? 

>And to compare... The Netherlands have a population of about 16.000.000 
>people. I suppose that is about the same as NY. 

> 

> 

>Cheers, 

> 

>DEnnis.. 


—-MESSAGE FILE 6846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05570 


—-MESSAGE FILE 6847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005571 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bad news for some 

Date: Tue, 21 Mar 2000 10:20:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <le7u91f.es2mlphnfxxuN@al-88-107.al.nl> 

References: <8a67ov$d9el@chuka.playstation.co.uk> <8a6e3v$d9e2@chuka.playstation.co. 
uk> <le78aku.1q20g0xocde80N@ipc379b2a6.dial.wxs.nl> <8am94dS$f612@chuka.playstation.c 
o.uk> <le7tf63.9i13v8m10080c8N@al-88-123.al.n1l> <Sv1lC2MAJbq14EwxL@trsoft.demon.co.uk> 
NNTP-Posting-Host: al-88-107.al.nl 
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X-Newsreader: MacSOUP 2.3 (unregistered for 111 days) 


At least I now know a bit more of what he was doing there. 


V VON UN 


He doesn't say much! 


I'm totally not font of the French, but they already arranges a Net 
Yaroze, just in case.. So that is very possitive IMHO. 


I was about to go with a NY project but something came up. At the past 


show, nobody entered a compo with a NY project. 
Cheers, 


DEnnis. 


A mate of mine was in Cannes in Feb with his mutimedia/games company 
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—-MESSAGE FILE 6847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05571 


--MESSAGE FILE 6848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005572 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Destruction Of Arrays.... 

Date: Fri, 24 Mar 2000 19:50:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <38DBC707.49543F25@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-135.emperor-angel.dialup.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hi, 
I've bean having a few problems with arrays lately. 
What I need to do is be able to create a new array, use it and then 


completely destroy it so that I can re-assign it new values later on. 


Most people would find a way arround it them selves but the array is 
kinda large [20480 ints] and therefore difficult to manipulate.... 

I can't do: 

array={0,0,0,0,0,0,0,0 Lyly ceset} or 

array[1]=00; array[2]=[ 


r 
r 


Է 
0 
as I have already tried them.... 


any ideas? 


Chris. 


—-MESSAGE FILE 6848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05572 


—-MESSAGE FILE 6849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005573 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Moose)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Destruction Of Arrays.... 

Date: Sat, 25 Mar 2000 00:19:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <8bh0kg$7291@chuka.playstation.co.uk> 
References: <38DBC707.49543F25@chilternmag.demon.co.uk> 
NNTP-Posting-Host: host213-1-75-198.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm not totally sure I've understood -- probably not knowing me (so sorry in 
advance for telling you what you already know!)... 


but why not just populate the array with the appropriate values using a 
'for' loop when ever required, eg (if you want the same values as your 
example) :- 


int array[20480], *int_ptr; 


for ( int_ptr = &éarray[0]; int_ptr Հ éarray[9]; int_ptr++ ) 
UPS = 0; 

ՑՆ ; int_ptr Հ &array[20480]; int_ptr++ ) 
դու բոռ = 1; 


Also don't forget that you can set-up a pointer and use it just like it's an 
array, perhaps that may provide the extra flexability you need eg:- 


int array[20480], *false_array; 
false_array = éarray[0]; 


test_value = false_array[22] + false_array[29]; // for example 


Jon 


—-MESSAGE FILE 6849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05573 


—-MESSAGE FILE 6850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005574 
Path: chuka.playstation.co.uk!news 
From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Destruction Of Arrays.... 
Date: Sun, 26 Mar 2000 18:24:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 313 
Message-ID: <38DE47BA.331E1477@chilternmag.demon.co.uk> 
References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> 
NNTP-Posting-Host: modem-16.texas.dialup.pol.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 8A9F5104A14FCD0C2794F1FC" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
8A9F5104A14FCD0C2794F1FC 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


The problem with that.. (tell me if I read it wrong)... is that the actual array 
is very eratic, it's not just lots of O's and then lots of 1's. 

so counting out which int to start the loop at and which to finish it at for 
every change will be incredably timeconsuming... here is an example of one of 
the arrays: 


Chris. 


"Jon Prestidge (Moose)" wrote: 
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example) :- 


{ 
} 
fOr (a 


{ 
} 


VM VV V MVV NO YUCMO M N MENY ONM NNM NVN NEON- VV 


Jon 


'for' loop when ever required, 


int array[20480], 
false_array = &array[0]; 


Content-Type: text/plain; 


int array[20480], *int_ptr; 


*int_ptr = 0; 


I'm not totally sure I've understood -- probably not knowing me (so sorry in 
advance for telling you what you already know!)... 


but why not just populate the array with the appropriate values using a 
eg (if you want the same values as your 


for ( int_ptr = &array[0]; int_ptr Հ éarray[9]; int_ptr++ ) 


int_ptr Հ &array[20480]; int_ptr++ ) 


*int_ptr = 1; 


test_value = false_array[22] 


Also don't forget that you can set-up a pointer and use it just like it's an 
array, perhaps that may provide the extra flexability you need eg:- 


*false_array; 


+ false_array[29]; // for example 


8A9F5104A14FCD0C2794F1FC 


name="array.txt" 
Content-Transfer-Encoding: 7bit 
Content-Disposition: inline; 


filename="array.txt" 


u_short s_levell | ԱՍԱ 


` 


charset=us-ascii; 


` 
` 
` 
` 


մար 


ւթ | 
է 


` 


` 
` 
` 


մարական 


H 
Է' 
էլ 

ւթ ոու ւտ 
N 


1 F 
է 


a H 
H 


spy լո բլ 
H 


SH a Eg 


` 


PRR ի n p e 
է 


` 


ԻԲԻԻԻԹԾԻԲ 
ԻԲԻԻԻԻԾԻԲ 
PRP PPP 
ԻԲԻԻԻԹԾԻԲ 
ԻԲԻԻԻԻԾԻԲ 
ԻԲԻԻԻԻԾԻԲ 
ԻԲԻԻԻԹԾԻԲ 


Ւ» ԻԹ ԻԹ ԻԹ Բ է 


ւլ 
է 
ւլ 
է 
ւլ 
է 


ւլ 
է 


Հեա Ո րաի «ԱՑ 
ao RON «ապ 
< SS Sos 
< S S S S S S 
ed S SS p S 
«ա TS SU ST ` ՎՊ 
PRP PPP 
Հազար ալան Մա SOR 


` 


x «ՎՎՋՎ x x x + 
x «ՎՎՋՎՎ x x x + 


չոչ ` ` > ` ` +` + 
H 


- 
* 


ՒԻ ԻԲ Թ ԻԹ Թ ԻԲ է 


.զ« ` N N X x x ՀՎ — 


x x x X X x x x — 


x ` x x x x x + 
PrRRRERE: + 
x ` x x x x x + 
- ` x x x x x + 
PRrRRRERE: + 
PRrRRRERE: + 


SONA ROS Sw 
<: oS աշտ ա «Հ 
Հ աաա ավե, «ակ 
ԻԾԲԻԹԾԻ: 

ՀՀ. աշտ «ապ S 
ԻԾԲԻԹԾԻ: 

Հապա ալ ա «Ձայ 


8A9F5104A14FCD0C2794F1FC-- 


—-MESSAGE FILE 6850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05574 


—-MESSAGE FILE 6851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005575 


Path: chuka.playstation.co.uk!news 
From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 


Subject: Re: 


Organization: 
Lines: 4 


on.co.uk> 


Mime-Version: 


Content-Type: text/plain; 


Newsgroups: scee.yaroze.freetalk.english 
Destruction Of Arrays.... 
Date: Sun, 26 Mar 2000 18:32:11 +0100 


PlayStation Net Yaroze (SCEE) 


Message-ID: <38DE499B. 6FB463B1@chil 


lternmag.demon.co.uk> 


References: <38DBC707.49543F25@chil 


1.0 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5 [en] (Win95; 
X-Accept—-Language: en 


oops, sorry, 


I 


lternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 


NNTP-Posting-Host: modem-16.texas.dialup.pol.co.uk 


charset=us-ascii 


1) 


encluded 2 arrays. oh well... 
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—-MESSAGE FILE 6851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05575 


—-MESSAGE FILE 6852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005576 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PocketStation compatibility 

Date: Sun, 26 Mar 2000 22:47:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8bm00h$8401@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-1-224.cvx2.telinco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi, which versions of PSX games does the PocketStation work with ?? Does 
it work with UK releases or is it just US or Japanese releases ?? 


Cheers, 


James 
* Remove nospam to reply * 


—-MESSAGE FILE 6852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05576 


—-MESSAGE FILE 6853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005577 
Path: chuka.playstation.co.uk!news 
From: Daniel Brown <convict_at_large@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: GsGetTimInfo Problems 
Date: Sun, 26 Mar 2000 23:15:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 828 
Message-ID: <38DE8C08.B63A2993@yahoo.com> 
NNTP-Posting-Host: p3.nas3.is3.u-net.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 4FE7BF93636D97557D63D5CE" 
X-Mailer: Mozilla 4.72 [en] (Win98; I) 
X-Accept-Language: en,ja 


This is a multi-part message in MIME format. 
4FE7BF93636D97557D63D5CE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi, 


I'm a student doing "Computer Games Technology" at the University of 
Abertay Dundee and as part of our course we have to do a simple 2d game 
on the yaroze. For this I have been coding my own sprite code which 
does the all the is required to display a sprite but seems to mess up 
with the sprites RAM address in the GsGetTimInfo function. I've 
included a copy of the whole project in *.zip form its quite small 
theirs only pad code and the sprite code there. I'm using the MwLoad 
function to load the sprite into a char array/buffer and then passing a 
pointer to the buffer and adding four to it to skip the tim id. If you 
have any idea about whats causing it to mess up please tell me its doing 
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my head in! 


Cheers, 


4FE7BF93636D97557D63D5CE 

Content-Type: application/x-zip-compressed; 

name="se222testbed.zip" 

—-MESSAGE FILE 6853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05577 


—-MESSAGE FILE 6854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005578 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Destruction Of Arrays.... 

Date: Mon, 27 Mar 2000 00:41:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <38dfadec.988580042@news.playstation.co.uk> 

References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> <38DE499B. 6FB463B1l@chilternmag.demon.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I'm not sure if this will help, but you may try run-length encoding 
your arrays, so you can store more of them in less space and 
decompress them easily. 


I'm still not 100% sure what you're trying to do. 
Steven 


On Sun, 26 Mar 2000 18:32:11 +0100, Chris Wallace 
<chrisw@chilternmag.demon.co.uk> wrote: 


> 
>oops, sorry, I encluded 2 arrays. oh well... 
>Chris 


—-MESSAGE FILE 6854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05578 


—-MESSAGE FILE 6855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005579 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PocketStation compatibility 

Date: Mon, 27 Mar 2000 11:58:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <38df4c83.13891556@www.netyaroze-europe. com> 
References: <8bm0o0h$8401@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 26 Mar 2000 22:47:35 +0100, "James Banks" 
<banksjames@nospam.hotmail.com> wrote: 


> Hi, which versions of PSX games does the PocketStation work with ?? Does 
>it work with UK releases or is it just US or Japanese releases ?? 


Ridge Racer 4 has a game - where you can trade parts with other 
people. Useful if you are on your own. 
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Final Fantasy 8 has a chocobo subgame where you can get extra items 
and stuff. 


Pocketstation I dont think is territory locked - so it will work with 
any game that you can play on your psx 


Robert 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05579 


—-MESSAGE FILE 6856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005580 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Destruction Of Arrays.... 

Date: Mon, 27 Mar 2000 18:13:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8bo4ssSctsl@chuka.playstation.co.uk> 

References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> <38DE47BA.331E1477@chilternmag.demon.co.uk> 

NNTP-Posting-Host: host62-6-77-188.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ah, I see the data is too varied. I'll have an other think now I've got the 
full example. 


( by the way: I assume you're not reading it in the data from a data file 
because it would not be fast enough, or because you're not using a dev 
system that allows data file reads at run-time. ) 


Jon 


—-MESSAGE FILE 6856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05580 


—-MESSAGE FILE 6857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005581 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Destruction Of Arrays.... 

Date: Mon, 27 Mar 2000 21:30:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <8bogd9Sfonl@chuka.playstation.co.uk> 

References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> <38DE47BA.331E1477@chilternmag.demon.co.uk> 

NNTP-Posting-Host: host5-99-56-194.btinternet.com 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello Chris ... this is the best I can think of... hope it's OK.... 


Since you're dealing with a layout (if I've got that right) and it looks 
like the numbers seem to be organised mostly in blocks and lines, perhaps 
this might be a reasonable way to do it. Ofcourse you know the format of 
your own layouts better so perhaps there are ways to reduce the work 
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further (if say all walls start and end with a special number, or if 
some number could be placed automatically/randomly) . 


(by the way what happens when to set a u_short to -1 ... does it turn 
into FFFF?) 


I've defined some of your example in the below code. I've not had 
time to test it so there may be a bug or two. 


Jon 


#define LAYOUT_WIDTH 20 
#define LAYOUT_HEIGHT 128 


// Set the whole level with the most common value or background... 
set_block( -1, 0, 0, LAYOUT_WIDTH, LAYOUT_HEIGHT, 
LAYOUT_WIDTH, s_levell, &s_levell[NUM_TILES2-1] ); 


// Set blocks of values... 
// ոստ 2 y w h 
set_block( 0, 4, 5;- 137. 39; 

LAYOUT_WIDTH, s_levell, &s_levell [NUM_TILES2-1 ): 
set_block( 24, 6, 6, 8, L, 

LAYOUT_WIDTH, s_levell, &s_levell [NUM_TILES2-1 ): 
set_block( 9, 16, 6, Ly Ց. 

LAYOUT_WIDTH, s_levell, ճտ 167511 [NUM_TILES2-1 ): 
set_block( 24, Sy 6, 8, 17 

LAYOUT_WIDTH, s_levell, ճտ 167611 [NUM_TILES2-1 pe 
set_block( -1, 4, 57 1, Ly 

LAYOUT_WIDTH, s_levell, &s_levell [NUM_TILES2-1 ); 
set_block( 11, 5; 5; 1, Jr; 

LAYOUT_WIDTH, s_levell, &s_levell [NUM_TILES2-1 ); 
set_block( 11, 4, 6, ly 17 

LAYOUT_WIDTH, s_levell, ճտ 167511 [NUM_TILES2-1 ): 
set_block( 28, 5y 6, Ty 1, 

LAYOUT_WIDTH, s_levell, &s_levell [NUM_TILES2-1 Je 
set_block( 19, 14, 6, Վե» Ty 

LAYOUT_WIDTH, s_levell, &s_levell [NUM_TILES2-1 ); 


void set_block( u_short value, 

long x, long y, 

long width, long height, 

long whole_width, 

u_short *start_address, u_short *max_address ) 


{ 


// Where 'x' and 'y' start at zero ( as apposed to starting at one ). 


u_short *pointer; 
long i, j, gap; 


pointer = start_address; 
pointer += y * whole_width; 
pointer += x; 


gap = whole_width - width; 
if ( gap < 0 ) 
{ 


printf( "Error bad width" ); 
return; 


} 


for ( i = 0; i < height; i++ ) 
eae ( j = 0; j < width; j++, pointert+ ) 
2 ( pointer > max_address ) 
er "Error block overflow" ); 
ee 


*pointer = value; 
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} 
pointer += gap; 
} 


—-MESSAGE FILE 6857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05581 


-—-MESSAGE FILE 6858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005582 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: URGENT PADS 

Date: Mon, 27 Mar 2000 23:53:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <8boosaS$fon2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-106.silver.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hi all, 


Sorry for posting to freetalk but it is the most read bit, and with the site 
going down in a couple of days I could really do with an answer. 


According to the docs 


GetPadBuf returns volatile unsigned char *'s. The data at these locations 
being in the format 


uchar status; 
uchar type; 
uchar data[32]; 


Within the type byte the upper nibble is the controller ID and the lower 
nibble is the amount of data returned/2. 


The problem I have is this. 

In port 1 I have a GunCon returning ID 6 and 6 bytes of data. 

In port 2 I have a standard pad returning ID 4 and again 6 bytes of data. I 
know this is wrong. The standard pad should return 2 bytes of valid data. 


The same happens if I plug a mouse in port 1 returning ID 1 and data 4, I 
get in port 2 (A standard pad) returning ID 4 and data 4. 


Putting a standard pad in port 1 I get ID 4 and data 2, and a GunCon in port 
2 I get ID 1 and data 2. 


What's going on? Is this a known about problem???? 


It's the first time I've really mucked about with different controller types 
with more than one plugged in. 


Cheers for any help 
Regards 


Bob 
bob@shand.org.uk 


—-MESSAGE FILE 6858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05582 
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—-MESSAGE FILE 6859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005583 

Path: chuka.playstation.co.uk!news 

From: "Rad" <kr705@gre.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze 

Date: Tue, 28 Mar 2000 01:29:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8boudpS$fon3@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-221.village.gre.ac.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi everyone, 


How about some discussion. I'm doing a project on games development and just 
wondered 
1. What your opinions are on developing for the Net Yaroze. 

and 
2. What you think were the objectives of the Net Yaroze and do you think it 
was successful in meeting these objectives? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 6859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05583 


—-MESSAGE FILE 6860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005584 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT PADS 

Date: Tue, 28 Mar 2000 02:23:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <8bp2onS$fon4@chuka.playstation.co.uk> 

References: <8boosa$fon2@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-103.neilsborium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> The problem I have is this. 
> 
> In port 1 I have a GunCon returning ID 6 and 6 bytes of data. 


Looks right, I'm guessing its a Namco Gun. 


> In port 2 I have a standard pad returning ID 4 and again 6 bytes of data. 
1 
> know this is wrong. The standard pad should return 2 bytes of valid data. 


Is it a bog standard no frills controller, if so it is strange becasue it 
seems to 
be returning data for an analog controller, which also uses the ID. 


where the extra data corresponds to - 


byte 
4 Right Joystick Horizontal position 
5 Right Joystick Vertical position 


6 Left Joystick Horizontal position 
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7 Left Joystick Vertical position 
> The same happens if I plug a mouse in port 1 returning ID 1 and data 4, 


Seems right again, ID 1 is the mouse, and the data is 


byte 
2,3 Button state 1: released, 0: pressed 
4 Movement along X axis 
5 Movement along Y axis 


> I get in port 2 (A standard pad) returning ID 4 and data 4. 

> Putting a standard pad in port 1 I get ID 4 and data 2, and a GunCon in 
port 

> 2 I get ID 1 and data 2. 

> 


Seems that you port 2 is returning the doogy data for all of the above 
cases. 

Well Bob at this point I'm with you, baffled, have another flick through you 
code for reading 

port 2. 


Sorry that I couldn't help much more 
Matt 


—-MESSAGE FILE 6860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05584 


—-MESSAGE FILE 6861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005585 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <aaron@blaisetech.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 09:37:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8bpqutSh0tl@chuka.playstation.co.uk> 
References: <8boudpSfon3@chuka.playstation.co.uk> 
NNTP-Posting-Host: tnt-9-92.easynet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Rad, 

You've seen my attempts at yaroze games and heard me complaining down the 
phone about my dynamic TMD's and crap like that..... need I say more... 
But still it's easier than dealing with Direct X..... NNNGGG!!! 

Oh yeah how is your project going??? and give us a bell...at some point. 
Aaron 


aaron@blaisetech.xs3.com 
http://www.blaisetech.xs3.com 


Rad <kr705@gre.ac.uk> wrote in message 

news: 8boudp$fon3@chuka.playstation.co.uk... 

> Hi everyone, 

> 

> How about some discussion. I'm doing a project on games development and 
just 

> wondered 

> 1. What your opinions are on developing for the Net Yaroze. 

> and 

> 2. What you think were the objectives of the Net Yaroze and do you think 
it 

> was successful in meeting these objectives? 

> 


Net Yaroze newsgroups message dump.txt Page 4440 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


V V V V V V 


—-MESSAGE FILE 6861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05585 


-—-MESSAGE FILE 6862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005586 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 11:07:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <8bq09pShO0t2@chuka.playstation.co.uk> 
References: <8boudpS$fon3@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> 1. What your opinions are on developing for the Net Yaroze. 


I love it. There are a few small failings but out of what I have used in 
the past (PC/Amiga) it's almost a perfect development tool. So many good 
points: stable/level/standard/unchanging platform, bug free and well 
featured API, the internet newsgroups/websites, SONY support, the 
now-defunct fame game, all the dev tools needed as part of the package. It's 
just a shame it's coming to the end of it's life now really... 


> 2. What you think were the objectives of the Net Yaroze and do you think 
it 
> was successful in meeting these objectives? 


I think SONY recognised the lack of skills and saw a niche market (something 
it is, or used to be interested in permeating). Was it successfull? Well 
SONY have said the program was a success, they sold out of units in all 
regions, although the price did drop significantly before that happened. 
They have employeed many yarozer's themselves and more have gone on to find 
games jobs with other developers. I just hope it was enough of a success to 
warrant a NY2, not for the additional power but for the renewed support, 
competitions, new users, and the more relevant experiece it would provide. 


cheers 
Matt (a very happy yaroze owner) 


—-MESSAGE FILE 6862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05586 


—-MESSAGE FILE 6863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005587 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <aaron@blaisetech.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 14:38:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <8bqcjqSh0t3@chuka.playstation.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: tnt-—3-13.easynet.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Okay before I start may I warn people that I'm at work and I'm annoyed (FTP 
problems) so I'll probably start to go on a mad one..so please stop me If I 
ramble too much. 


I suppose as much as my dynamic TMD failure did irritate me (can't complain 
as that's my own failure as opposed to SONY's). I do have to agree with the 
points laid out by Matt Verran. The stability of the developement system was 
really good the only times my playstation crashed was when it was my own 
fault (using pointers with out declaring them first). 


The thing though that prevented any large scale quality projects on the 
Yaroze though wasn't lack of support from SONY or abilities of the 
programmers: -— 

It was down to the team work factor I'm guessing that most people who had a 
yaroze spent the first couple of months wondering why their TMD's wouldn't 
appear and the next couple of months after that trying create to something 
and usually you'd probably be working on that project on your jacks. 

Trying to work on something over the net is quite hard. Discussing your 
ideas over e-mail is irritating you raise a point and it takes a day to get 
a reply etc. On the other hand doing a project on your own is a long 
thing..take my attempt at a shoot em up IONSTORM. It took me months to get 
anything done as I had other commitments (uni, a job, a life...) and I'm 
sure that all of us have the same problems, most of us aren't full time 
programmers so we don't get the time we would like to develop our projects 
which is a shame. Maybe Eclipse Software and other teams set up will address 
this but who knows.... 
In the summer I want to try to get a whole load of yarozers together, this 
will probably involve living in some town (nice if it could be London but if 
not no biggie) for a couple of weeks and attempting to create a project. 


As far as quality goes I have had many criticisms levelled at me saying that 
the quality of Yaroze Games is shit, but most people even don't have an idea 
of the effort and work required to produce a game or even a level of a game. 
But I don't think we will see the best project coming from the Yaroze until 

the PS ready to be scrapped. Look at the MEGADRIVE for example most of the 

really great games for that system were released towards the end of its life 
(Gunstar Heroes, Alien Soldier) 


I still cling to the hope that SONY will use what they have learned during 

the course of the Yaroze project to hopefully produce a PS2 version, but 

would that power be too much for one person to handle? (I don't want to 

—-MESSAGE FILE 6863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05587 


—-MESSAGE FILE 6864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005588 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT PADS 

Date: Tue, 28 Mar 2000 19:21:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8bqtbaSimcl@chuka.playstation.co.uk> 

References: <8boosa$fon2@chuka.playstation.co.uk> <8bp2onS$fon4@chuka.playstation.co. 
uk> 
NNTP-Posting-Host: host213-1-75-154.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Well Bob at this point I'm with you, baffled, have another flick through 
you 

> code for reading 

> port 2. 
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I agree, reread the code for the second port reading, and for displaying the 
information returned by the port, until you're certain that it's working. 
It's always a pain realising later that it was something as simple as this. 
I'll have a check to see if I have a similar problem. 


Rikki 


—-MESSAGE FILE 6864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05588 


—-MESSAGE FILE 6865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005589 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 19:52:06 +0100 

Organization: Netcom member 

Lines: 24 

Message-ID: <38E0FF56.3B708B28@netscapeonline.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> <8bqcjq$Sh0t3@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-6-89-14.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi Aaron, 

I think your points are very valid and I agree that it was 
mainly down to the lack of teamwork from us. Everyone was helpfull on the NG's 
and with example code, but it just needed that extra part of having a team to 
work with. I've found it a big bonus working with my current team (Asylum) on 
our entry into the GamesWire comp, because everyone can work to their strengths, 
leaving the others to do theirs. 

I would definately welcome a chance to actually work alongside people in the 
flesh! But untill then, Eclipse and others are the best bet. Hopefully we can do 
as you say and at least let the Yaroze go out with a bang and make some VERY 
good games! 


Oh and one last thing! Even though Team Asylum will still be entering the 
GamesWire comp, and defecting to DirectX, We will still be doing a superior 
Yaroze version AND we promise to continue to plug the Yaroze at every 
opportunity (including those magazine interviews they expect us to do!)!!!!! 


BIW man, mail me and let me know how things are going with you! Are you 
getting the newsletters OK? 


Marc. 


—-MESSAGE FILE 6865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05589 


—-MESSAGE FILE 6866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005590 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 20:40:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 54 

Message-ID: <8brlugq$imc2@chuka.playstation.co.uk> 
References: <8boudpS$fon3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-95-48 .btinternet.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Despite what I'm going to say I think the Yaroze has been a great thing and 
I'm glad that Sony produced it... good on ‘em! And I hope, upon hope, that 
they bring out a Yaroze II... it would really save my bacon if they did, 
because all avenues for getting Yaroze projects into the public arena (cover 
discs, competitions etc) seem to have fallen by the way-side and I still 
have not finished my project I started back in April 1997! 


Anyway, here follows some of my complaints:- 


""Today Լ am mostly complaining about the Yaroze documentation"... 

for example the specification for all the TMD primitives were supplied 
separately on the web site .. and it wasn't easy to find them. "Well at 
least they would be easily updated if they had any mistakes", you might 
think -- good centiment, but they never were updated dispite glaring errors 
like the inclusion of the Line TMD primitive which wasn't even supported. 
And some combinations of flags didn't work... everyone was just expected to 
find-out what worked and what didn't by trying them... the thing is that if 
you're just learning a new system, how do you know if what you've done 
doesn't work because the TMD format is not supported or because your code 
has a bug?! Fortunately people shared a lot of info on the news groups 
about what they had concluded was not supported. 


Another thing with the docs was that some of the most most basic of 
information wasn't in them -- like a diagram of the showing the axes of the 
coordinate system for example. I'm sure it could be argued that all 
co-ordinate systems of games consoles are oganized the same way so it wasn't 
thought unnecessary to include it... but how are we supposed to know -- the 
Yaroze was designed for programmers who wanted to get into games writing 
(and thus typically would not have written on a games console before). I 
first assumed that Y increased as it went upwards, and it was a few painful 
months before I deduced that Y increased as it went downwards... contrary to 
the CAD systems I programed I at work. Easily deduced you might think 

but not if you've inverted the view point to compensate like I had! (oh how 
embarasing! and I made other similar rudimetary mistakes due to lack of 
docs). 


The docs didn't read very well (especially the first release) because (I 
assume) they had been translated from Japanese by someone who wasn't a 
programmer, or who didn't liaise with a programmer. 


As Aaron says, many people must have spent the fist couple of months just 
trying to get a single TMD to appear on the screen, I think that is mostly 
due to poor docs. 


Although I had not worked on a games console before, I had been a programmer 
for a decade and I've worked on various computer systems and I had never had 


so many problems due to documentation. It could be argued that those other 
systems I used were all proper professional systems and not a systems for 
learning a new field of programming..... but if you learning a new field of 


programming you need better docs, not worse docs! 


Jon Prestidge 


—-MESSAGE FILE 6866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05590 


-—-MESSAGE FILE 6867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005591 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 21:00:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8br30kSimc3@chuka.playstation.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
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սք» <8bqcjqShOt3@chuka.playstation.co.uk> <38E0FF56.3B708B28@netscapeonline.co.uk> 
NNTP-Posting-Host: host213-1-157-212.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> AND we promise to continue to plug the Yaroze at every 
> opportunity (including those magazine interviews they expect us to 


thanks Marc... that's very much appreciated! I can't realisicly 
convert to the PC even if I wanted to (and I'd prefer not to anyway) so any 
mention of us Yarozers to the outside world to let them know we're still 
worth a look, will be great. 


Thinking about it, with hindsight, I think Yaroze users home pages 
(excluding the ftp areas) should have been public because it would have 
helped the Yaroze scene to be less isolated. 


Jon Prestidge 


—-MESSAGE FILE 6867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05591 


—-MESSAGE FILE 6868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005592 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsGetTimInfo Problems 

Date: Tue, 28 Mar 2000 21:24:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8br4jjSimc4@chuka.playstation.co.uk> 
References: <38DE8C08.B63A2993@yahoo.com> 
NNTP-Posting-Host: host62-6-96-41.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello Daniel, 
> GsGetTimInfo(&(pT->base), pI); 


I don't know C++ I'm afraid. I don't undestand what the brackets round 
pT->base are for... is that a C++ thing? 
If pT->base is a pointer then in C, I personally, would have done: 


GsGetTimInfo( (unsigned long) pT->base, pI ); 
or if pT->base is the actual data then I would have put:- 
GsGetTimInfo( (unsigned long) &pT->base, pI ); 


Jon Prestidge 


—-MESSAGE FILE 6868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05592 


—-MESSAGE FILE 6869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005593 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsGetTimInfo Problems 

Date: Tue, 28 Mar 2000 21:59:04 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8br6m1Simc5@chuka.playstation.co.uk> 

References: <38DE8C08.B63A2993@yahoo.com> <8br4jjSimc4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-79-195.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


oops soory I' hadn't read the function prototype properly.... also I can see 
what the brackets do now .. but I may as well correct the code snippets I 
gave anyway:- 


GsGetTimInfo( (unsigned long *) pT->base, pI ); // if base is a 
pointer. 
GsGetTimInfo( (unsigned long *) &pT->base, pI ); // if base is the 


actual data. 


Have you been able to look at the values in a debugger? If your dev system 
does not have a debugger then try and printf the addresses:- 

printf( " %X, %X ", pT->base, pL ); // (or printf( " SX, %<X ", 
&pT->base, pI ) as applicable) 

and see if they look sensible. 


—-MESSAGE FILE 6869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05593 


-—-MESSAGE FILE 6870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005594 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 22:05:54 +0100 

Organization: Netcom member 

Lines: 19 

Message-ID: <38E11EB2.265DC65E@netscapeonline.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> <8bqcjqShO0t3@chuka.playstation.co.uk> <38E0FF56.3B708B28@netscapeonline.co.uk> Հ 
8br30k$imc3@chuka.playstation.co.uk> 

NNTP-Posting-Host: host213-1-188-109.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Well the new Public Eclipe site (www.eclipsesoftware.co.uk) will combine both 
Yaroze and Windows sections, although I might have made a few enemies amongst 
PSX hackers with a few "don't lie, your stuff is no better than Yaroze" on 
messageboards. hehe. I certainly hope we can continue the Yaroze for as long as 
poss.... 


Eclipse members have 3 new games due shortly, and I know of many more on 
progress, so hopefully this will be an encouragement to others....... 


Oh on a side point, I have recieved conformation from the organizer of the 
GamesWire comp, that My DirectX/Yaroze based API will be allowed to be used by 
other Yaroze members if they wish to enter the comp. Either way you look at it, 
the GamesWire comp could still be a BIG boost to us entering the industry, so 
hopefully we can still parade our games (then add a few comments on how it was 
the Yaroze scene that got us there!)... :-))) 


Marc. 


—-MESSAGE FILE 6870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05594 


Net Yaroze newsgroups message dump.txt Page 4446 


-—-MESSAGE FILE 6871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005595 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Tue, 28 Mar 2000 23:57:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8brdd5$llrli@chuka.playstation.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> <8bqcjqShO0t3@chuka.playstation.co.uk> <38E0FF56.3B708B28@netscapeonline.co.uk> Հ 
8br30k$imc3@chuka.playstation.co.uk> <38E11EB2.265DC65E@netscapeonline.co.uk> 
NNTP-Posting-Host: host62-6-69-223 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Oh on a side point, I have recieved conformation from the organizer of 
the 

> GamesWire comp, that My DirectX/Yaroze based API will be allowed to be 
used by 

> other Yaroze members if they wish to enter the comp. 


Hmmm ... that's very interesting.... how much of the Yaroze routines will 
you be emulating? Would they still reference TMDs etc as per the Yaroze? 
Have you got anything up and running with it yet? 


—-MESSAGE FILE 6871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05595 


-—-MESSAGE FILE 6872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005596 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT PADS 

Date: Wed, 29 Mar 2000 09:51:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8bsg57Sgsgl@chuka.playstation.co.uk> 
References: <8boosaSfon2@chuka.playstation.co.uk> 
NNTP-Posting-Host: is2935.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Stupidity claims yet another victim. 


The code works. But it helps if you give the function the correct pad to 
check. 

Ie I have this PadDataSize(0) in one line and PadDataSize(0) in the next 
line instead of PadDataSize(1) 


Sorry for wasting your time guys. 


Thanks again 
Stuuuuuupid Bob 


bob@shand.org.uk 


—-MESSAGE FILE 6872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05596 
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--MESSAGE FILE 6873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005598 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Wed, 29 Mar 2000 14:41:36 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 53 

Message-ID: <38E20810.8622E3A3@scee.sony.co.uk> 
References: <38B1D4E9.1D8C0O59B@fulcrum.com.au> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept-Language: en,pdf 


Toby Sargeant wrote: 

> 

Well, it's finally happened, Lisa and I have decided that it's time to spend 
some time working abroad. We've decided on the UK, and as I've always wanted to 
do some games programming work (the games programming industry is rather small 
in Australia) this seems like an ideal opportunity to do just that. 


> 
> 
> 
> 


Is it too late to add to this thread? 
IMHO (coming from NZ and living in London): 
> * what kind of salaries are offered for games programmers? 


For experienced programmers, anywhere between 28-40K. Lop a bit off that if you're o 
utside London. 


> * what a recommended minimum living wage is to support two people? 


I would leave if I was getting paid under 22K (London only, you can survive on 10K o 
utside London). 

Don't even BOTHER doing the conversion into Aus dollars, basically 22K here = $22K i 
n Aus. (Well, 
probably closer to SAus28K). If you're in IT working in the City (that's the financi 
al district, not 
the-city-of-London), expect to be paid a million billion pounds a year (the bastards 


). 


> * where it would be best to consider living (both in terms of jobs, and in 
> terms of environment)? We've heard that London is very expensive, and 
> also rather polluted... 


London's standard of living is less than what you'd expect, and very expensive (I pa 
y 400 a month 

for my room in my flat, which is a nice flat). Other cities are much lower and more 

in line with 

what you'd expect, but most of the Big Players are in or very close to London. Most 

people who come 

from SA/NZ/Oz want to live in London for the experience, the large SA/NZ/Oz communit 
y and the 

relative ease of getting over to Europe. 


> * what is the IT (specifically games) job situation like in the UK at the moment? 


They're always looking for more programmers. If you've got a university qualificatio 
n, you shouldn't 

have too much trouble finding work. That being said, don't assume uni degrees are al 
1 equal. You can 

get a MSc in 4 years here, whereas it takes 5 in NZ (and probably Aus too). 


> Also, are there any online resources with useful information that we can 
> look at? 


I'd check out the ads in the back of Edge magazine, which you should be able to find 
in specialist 
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mag shops. 


Cheers, 

James 

== James_Russell@scee.net ph: +44 (20) 7447-1626 - fax: +44 (20) 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


At least insane people don't have to worry about going insane! 
—-MESSAGE FILE 6873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05598 


—-MESSAGE FILE 6874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005599 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Wed, 29 Mar 2000 18:29:38 +0100 

Organization: Netcom member 

Lines: 39 

Message-ID: <38E23D82.86BCB278@netscapeonline.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> <8bqcjqShOt3@chuka.playstation.co.uk> <38E0FF56.3B708B28@netscapeonline.co.uk> Հ 
8br30kS$imc3@chuka.playstation.co.uk> <38E11EB2.265DC65E@netscapeonline.co.uk> <8brdd 
5$llrl@chuka.playstation.co.uk> 

NNTP-Posting-Host: host213-1-174-219.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


At the moment, I'm not actually ‘emulating’ the Yaroze routines as such, I am 
making a API that is similar to the Yaroze one in ease of use (although mine 
will be much easier), things like the structures for sprites and how to use 
Bg's and such. 


I will soon, IF i get enough people interested in it, will set out to make 
a DirectX based program that will run on Yaroze code With as little changes as 
poss (if this is allowed) if not, I will make it as close as I 'Legally' 


The problem at the moment, is the sheer amount of work it would take, and 
the severe limits to my time - especially trying to run Eclipse and entering 
the gameswire comp! but if I do get any offers of help, I would look at it! 


The code I am working on, will perform pretty much the same as the Yaroze, 


only better/easier/faster....and Yes I will be adding full 3D routines to the 
mix - eventually. 

I do have two builds of it so far, that do things like: Sets up all 
the DirectX7 routines, like surfaces/clippers ..etc, 


Uses DirectInput7 for keyboard--(soon to be controllers/rumbled -analogue 
wet) 


Display/move/scale sprites 


and the next one will introduce lots of new things, including BG routines! 


Also I've written Docs for it that explain all the functions and 
structures, as well as fully commenting the code............ 


If anyone is interested, mail me at: mlambert @netcomuk.co.uk 


www.eclipsesoftware.co.uk 


Marc. 
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—-MESSAGE FILE 6874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05599 


—-MESSAGE FILE 6875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005600 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Destruction Of Arrays.... 

Date: Wed, 29 Mar 2000 21:15:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <8btoa5$ j171@chuka.playstation.co.uk> 

References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> <38DE47BA.331E1477@chilternmag.demon.co.uk> 

NNTP-Posting-Host: host213-1-77-6.btinternet.com 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Here's an other idea using run length encoding, in a way, (like Steven Osman 
suggests).... 


I've knocked-up a QB pogram for you (it'd probably work in VB too) that 
generates a portion of C source code that you can paste into your program. 
Instead of typing in all the values in your source code you just have to do 
it in a text file instead that the program reads and interprets (exactly the 
same format though). I've tested this prog, but I've not tested the code it 
produces (but it looks OK). Although the work is done for you it generates 
quite a lot of code... you may be able to think of some tricks to shorten 
the code output. In anycase, even as it is now, I'm sure it'll use a lot 
less memory than including more than one complete definition in your source 
code. 


I hope it does the trick. 


Jon 


—-MESSAGE FILE 6875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05600 


—-MESSAGE FILE 6876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005601 

Path: chuka.playstation.co.uk!news 

From: Daniel Brown <convict_at_large@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsGetTimInfo Problems 

Date: Wed, 29 Mar 2000 20:36:34 +0100 

Organization: The Reality Dysfunction 

Lines: 11 

Message-ID: <38E25B42.4F8D0BOE@yahoo. com> 

References: <38DE8C08.B63A2993@yahoo.com> <8br4jj$imc4@chuka.playstation.co.uk> <8br 
6m1Simc5@chuka.playstation.co.uk> 

Reply-To: daniel@therealitydysfunction.com 

NNTP-Posting-Host: p63.nas3.is3.u-net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Win98; I) 

X-Accept-Language: en, ja 


Genius! Your a Genius! 

I used a bit mask and used the following line and it works! 
GsGetTimInfo (&tim->ram_address, &temp_image) ; 

Many thanks my friend I can now get on with my project! 


Cheers, 


Net Yaroze newsgroups message dump.txt Page 4450 


Daniel Brown 


—-MESSAGE FILE 6876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05601 


—-MESSAGE FILE 6877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005602 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Wed, 29 Mar 2000 22:29:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8bttpf$j172@chuka.playstation.co.uk> 

References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> <8bqcjqShO0t3@chuka.playstation.co.uk> <38E0FF56.3B708B28@netscapeonline.co.uk> Հ 
8br30kS$imc3@chuka.playstation.co.uk> <38E11EB2.265DC65E@netscapeonline.co.uk> <8brdd 
5$llrl@chuka.playstation.co.uk> <38E23D82.86BCB278@netscapeonline.co.uk> 
NNTP-Posting-Host: host213-1-90-116.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> At the moment, I'm not actually 'emulating' the Yaroze routines as such, I 
am 
> making a API that is similar to the Yaroze one in ease of use 


I gather from what you say there that the DirectX stuff is a lot harder 
to get into than the Yaroze stuff. 


> I will soon, IF i get enough people interested in it, will set out to 
make 
> a DirectX based program that will run on Yaroze code With as little 


changes as 
> poss (if this is allowed) if not, I will make it as close as I 'Legally' 
> ՇՅՁԱՆ ote sees 


I beleive reverse engineered stuff is usually OK... but I agree it is a 
grey area. If you have to make it significantly different you can always 
write a source code processor that will make the changes automatically...I'm 
quite good at source code processors so if you need such a thing writing I 
may be able to do it for you... as for other help, I probably haven't got 
the time, and I don't know any DirectX. 


I'm sorry that I can't say for certain whether I'd use your library or 
not... it just depends on how quickly I manage to finish my project (it 
looks like taking as long as a peice of string). 


Jon 


—-MESSAGE FILE 6877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05602 


-—-MESSAGE FILE 6878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005603 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze 

Date: Thu, 30 Mar 2000 21:00:10 +0100 

Organization: Netcom member 

Lines: 22 

Message-ID: <38E3B249.2B4E3BA7@netscapeonline.co.uk> 
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References: <8boudpS$fon3@chuka.playstation.co.uk> <8bq09pShOt2@chuka.playstation.co. 
uk> <8bqcjqShOt3@chuka.playstation.co.uk> <38E0FF56.3B708B28@netscapeonline.co.uk> Հ 
8br30kS$imc3@chuka.playstation.co.uk> <38E11EB2.265DC65E@netscapeonline.co.uk> <8brdd 
5$llrl@chuka.playstation.co.uk> <38E23D82.86BCB278@netscapeonline.co.uk> <8bttpf$j17 
2@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-6-95-184.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Well DirectX isn't as hard as you would imagine to program for, the only real 
hardship in converting Yaroze to DirectX is silly things like sprite rotation 
and such. Sure you can do it, but it doesn't work on every system 
(suprise-suprise), so you have to resort to using it as a 3D texture to rotate 
(which is basicaly what the Yaroze does anyway), but it does mean learning the 
basics of Direct3D............ 


It's nice to hear from other interested people-outside of Eclipse-and even 
nicer to see that there are still a few Yarozers (other than the members of the 
aforementioned group!) that respond to the newsgroup messages AND more 
importantly are making games! 


I won't be putting my 'API' up on my Yaroze site, since it would be easier 
for me to keep track of anyone who has it - so I can keep a mail list for 
updates! I will keep regular messages (assuming we do get the Newsgroups back) 
on the NG's on my progress though for anyone who is interested, but is still a 
little weary of DirectX................ 


Cheers for your interest mate! 
Marc. 


—-MESSAGE FILE 6878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05603 


—-MESSAGE FILE 6879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005604 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Information on Ars Technica... 

Date: Fri, 31 Mar 2000 13:18:36 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <38E4190C.15BB244E@fulcrum.com.au> 
NNTP-Posting-Host: redback.spyda.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 
X-Accept—-Language: en 


Slashdot has a link to an Ars Technica article discussing the internals of 
the PS2 Emotion Engine. Very interesting stuff, and definitely well worth 
a read. 


Given the description there, I think it's unlikely that we'll see a 

Net Yaroze style kit for the forseeable future. It's going to take some 
serious investment in library development before it's accessible to 
hobbyists. 


http://arstechnica.com/reviews/1q00/playstation2/ee-1.html 
http://slashdot.org/articles/00/03/30/0839233.shtml 

—-MESSAGE FILE 6879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05604 


—-MESSAGE FILE 6880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005605 
Path: chuka.playstation.co.uk!news 
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From: Toby Sargeant <toby@fulcrum.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Work in the UK. 
Date: Fri, 31 Mar 2000 13:39:31 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 
Message-ID: <38E41DF3.D147B6C2@fulcrum.com.au> 

References: <38B1D4E9.1D8C059B@fulcrum.com.au> <38E20810.8622E3A3@scee.sony.co.uk> 
NNTP-Posting-Host: redback.spyda.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 

X-Accept—-Language: en 


James Russell wrote: 

> I would leave if I was getting paid under 22K (London only, you can survive on 10K 
outside London). 

> Don't even BOTHER doing the conversion into Aus dollars, basically 22K here = $22K 
in Aus. (Well, 

> probably closer to $Aus28K). If you're in IT working in the City (that's the finan 
cial district, not 


> the-city-of-London), expect to be paid a million billion pounds a year (the bastar 
ds). 

The eternal dilemma... Do what interests you, or do what makes you money. Given the 
fact that 


games programmers (from what I've seen) tend to be skewed towards the upper end of t 
he IT 

professional skillfulness scale, it's a pity that they don't get salaries in line wi 
th that.. 


I've heard a lot about the 1 to 1 equivalence of pounds to AUD, but at the same time 
, listed salaries 

in the UK seem often to be a lot lower than over here. Admittedly I'm not quite comp 
aring apples with 

apples, but 50-60K here is not an unreasonably large wage, and certainly some progra 
mmers are getting 

80K+. Needless to say, this isn't in the games programming industry. Is the income t 
ax rate higher 

in Australia, possibly (49% these days, in the top tax bracket) 7 


> London's standard of living is less than what you'd expect, and very expensive (I 
pay 400 a month 

> for my room in my flat, which is a nice flat). Other cities are much lower and mor 
in line with 

what you'd expect, but most of the Big Players are in or very close to London. Mos 
people who come 

from SA/NZ/Oz want to live in London for the experience, the large SA/NZ/Oz commun 
ity and the 

> relative ease of getting over to Europe. 


v ct vo 


It's kind of strange to imagine going overseas to work, and choosing a place that al 
lows you to 

associate with noone but other expats :). Rent seems to be a little bit of a worry, 
really. I don't 

know whether we'll want to share a place with other people; we're kind of used to th 
e freedom 

associated with not having housemates these days. 


> They're always looking for more programmers. If you've got a university qualificat 
lon, you shouldn't 

> have too much trouble finding work. That being said, don't assume uni degrees are 
all equal. You can 

> get a MSc in 4 years here, whereas it takes 5 in NZ (and probably Aus too). 


Mmm. Nothing like fresh programmer blood to grease the wheels of the Juggernaut of C 
apitalism... 


Toby. 
—-MESSAGE FILE 6880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05605 
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-—-MESSAGE FILE 6881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005606 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Destruction Of Arrays.... 

Date: Fri, 31 Mar 2000 13:42:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <8c26d3Spf11@chuka.playstation.co.uk> 

References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> <38DE47BA.331E1477@chilternmag.demon.co.uk> 

NNTP-Posting-Host: 15.02-03.quay.dial.plus.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Chris, how's it going? 


Now let me guess... you're trying to implement multiple levels in 
Drum'n'Race, right? 


For everyone else's benefit I ought to give a quick explanation. I knocked 
up a quick example of a 'Micro Machines' type game for Chris a little while 
back which he is using as the basis for his game. The thing is, I hard 
coded the map data with static data (crude, I know) and I'm assuming this is 
now becoming a problem. 


So Chris, the best way to do it would be to write a level editor and fill 
the array from data files. (A simple BG editor will not do as the BG is 
only part of the map data.) However, I have a solution which I think will 
suit you better at this stage. Rather than working on the static level data 
directly it would be better to use intermediate map arrays: These arrays 
should be big enough to hold the largest level, and you'd simply copy in the 
relevant map data (with 'for' loops) just before the start of the level 
Then, when moving onto the next level, the old data in these arrays can “be 
safely overwritten with the next level's data. 


Anyhow, if you need any more help, or if I've completely missed the point, 
mail me. 


Alex 


Chris Wallace <chrisw@chilternmag.demon.co.uk> wrote in message 

news: 38DE47BA.331E1477@chilternmag.demon.co.uk... 

> The problem with that.. (tell me if I read it wrong)... is that the actual 
array 

> is very eratic, it's not just lots of 0's and then lots of 1's. 

> so counting out which int to start the loop at and which to finish it at 
for 

> every change will be incredably timeconsuming... here is an example of one 
of 

> the arrays: 

> 
> Chris. 
> 

> 


—-MESSAGE FILE 6881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05606 


—-MESSAGE FILE 6882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005607 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Destruction Of Arrays.... 

Date: Fri, 31 Mar 2000 13:45:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8c26hiSpfl2@chuka.playstation.co.uk> 

References: <38DBC707.49543F25@chilternmag.demon.co.uk> <8bh0kg$7291@chuka.playstati 
on.co.uk> <38DE47BA.331E1477@chilternmag.demon.co.uk> <8bogd9$fonl@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 15.02-03.quay.dial.plus.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Jon Prestidge (Moose) <jon@surfed.to> wrote in message 
news: 8bogd9$fonl@chuka.playstation.co.uk... 


> 

> (by the way what happens when to set a u_short to -1 ... does it turn 
> into FFFF?) 

> 

Yep! 

Alex 


-—-MESSAGE FILE 6882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05607 


—-MESSAGE FILE 6883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005608 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <j.blackburne@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PocketStation compatibility 

Date: Fri, 31 Mar 2000 22:48:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8c368hSrr81@chuka.playstation.co.uk> 

References: <8bm00h$8401@chuka.playstation.co.uk> 
<38df4c83.13891556@www.netyaroze-europe. com> 

NNTP-Posting-Host: m211-mpl-cvxla.ren.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


I've read (though have not checked for myself) that Codemasters included 
PocketStation code in LMA Manager, and left it in when Sony dropped plans to 
distribute the PocketStation outside Japan. 


John 


In article <38df£4c83.13891556@www.netyaroze-europe.com>, 
Robert_Swan@scee.net (Robert Swan) wrote: 


Ridge Racer 4 has a game - where you can trade parts with other 
people. Useful if you are on your own. 


Final Fantasy 8 has a chocobo subgame where you can get extra items 
and stuff. 


VVVVYV 


—-MESSAGE FILE 6883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05608 


—-MESSAGE FILE 6884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005609 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PocketStation compatibility 

Date: Thu, 30 Mar 2000 23:42:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <8c39k4Srr83@chuka.playstation.co.uk> 
References: <8bm0o0h$8401@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi James, 

The PocketStation should work wiith any game release. As you are 
aware PocketStation was only released in Japan so therefore games 
over in Japan support it. 


BAIN@SCEE 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8bm00h$8401@chuka.playstation.co.uk... 
> Hi, which versions of PSX games does the PocketStation work with ?? 
Does 
> it work with UK releases or is it just US or Japanese releases ?? 
> 
Cheers, 


> 
> 
> 
> James 

> * Remove nospam to reply * 
> 

> 

> 

> 


—-MESSAGE FILE 6884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05609 


—-MESSAGE FILE 6885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005610 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Information on Ars Technica... 

Date: Mon, 3 Apr 2000 11:03:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8c9qaiSe4k1@chuka.playstation.co.uk> 
References: <38E4190C.15BB244E@fulcrum.com.au> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Given the description there, I think it's unlikely that we'll see a 
Net Yaroze style kit for the forseeable future. It's going to take some 
serious investment in library development before it's accessible to 
hobbyists. 


V V V V 


Hmmm, I dunno, it looks like the bloke has worked all this out on his own 
rather than with a dev kit, he'd be bound by an NDA if he did have a dev kit 
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wouldn't he? Anyway isn't it going to look very complex when veiwed at such 
a close-to-the-metal angle? It all depends on the API. The impression I've 
got is that there are several different ways of doing things and the 
libraries are currently immature. 


cheers 
Matt 


—-MESSAGE FILE 6885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05610 


—-MESSAGE FILE 6886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005611 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Information on Ars Technica... 

Date: Mon, 03 Apr 2000 15:04:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <38E8A4FB.256FBCB1@easynet.co.uk> 

References: <38E4190C.15BB244E@fulcrum.com.au> <8c9qaiSe4k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Matt Verran wrote: 


Given the description there, I think it's unlikely that we'll see a 
Net Yaroze style kit for the forseeable future. It's going to take some 
serious investment in library development before it's accessible to 
hobbyists. 


V V V V 


Hmmm, I dunno, it looks like the bloke has worked all this out on his own 
rather than with a dev kit, he'd be bound by an NDA if he did have a dev kit 
wouldn't he? Anyway isn't it going to look very complex when veiwed at such 
a close-to-the-metal angle? It all depends on the API. The impression I've 
got is that there are several different ways of doing things and the 
libraries are currently immature. 


VVVVVVVVVV VV 


The impression I got from the article is that you need to do a lot of work in 
assembler to successfully utilise the PS2 architecture. But they've added lots 
more commands to the CPU instruction set to make the transition easier. 


Phil 


—-MESSAGE FILE 6886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05611 


—-MESSAGE FILE 6887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005612 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in the UK. 

Date: Tue, 4 Apr 2000 00:48:11 +0100 

Organization: Net Yaroze member 

Lines: 13 

Message-ID: <MPG.13533ela26bb1ab5989680@www.netyaroze-europe. com> 

References: <38B1D4E9.1D8CO59B@fulcrum.com.au> <38E20810.8622E3A3@scee.sony.co.uk> Հ 
38E41DF3.D147B6C2@fulcrum.com.au> 

NNTP-Posting-Host: pl3-nsvl-luton2.tch.dtn.ntl.com 

X-Newsreader: MicroPlanet Gravity v2.30.1751 
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> > London's standard of living is less than what you'd expect, and very expensive 


I pay 400 a month 


> > for my room in my flat, which is a nice flat). Other cities are much lower and m 


ore in line with 


> > what you'd expect, but most of the Big Players are in or very close to London. M 


ost people who come 


> > from SA/NZ/Oz want to live in London for the experience, the large SA/NZ/Oz comm 


unity and the 
> > relative ease of getting over to Europe. 


I'm moving to London in the next few weeks. I expect to be paying about 
400 to 450 for a room in a flat/house :( My rent at uni in Edinburgh was 
200 a month! Yikes. 

Hi everybody - how ya doing? :) 


Nick 


—-MESSAGE FILE 6887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05612 


—-MESSAGE FILE 6888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005613 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: What I'm up to... and a Meet in May? 
Date: Tue, 4 Apr 2000 01:05:31 +0100 

Organization: Net Yaroze member 

Lines: 37 

Message-ID: <MPG.1353422470920e7a989681@www.netyaroze-europe. com> 
NNTP-Posting-Host: pl3-nsvl-luton2.tch.dtn.ntl.com 
X-Newsreader: MicroPlanet Gravity v2.30.1751 


Hi everyone, 


Seeing as I kind of vanished off the face of the Yaroze scene last year 
(a la Mr Frosty), I thought I'd update people on what I'm up to. 


I've just finished working for Creature Labs, where I was working on 
their Yeti sim game "Beasts" (it's mentioned in this week's CTW) as an 
Agent Engineer (namely doing basic AI programming and - in my case - a 
lot of design work, mainly level design). MUCH better than being a tester 
at Rare, I have to add :) 


Anyway, last month I was "approached" to work for another company 
developing (prototyping, even) a top-secret new project down in London. 
Can't say too much about it at all, except that for me, personally, it's 
a big step towards what I want to do and it lets me have a lot more 
creative input in the day-to-day design work and gives me more of a 
"producer"-type role. I start on the 10th April, and I'm really looking 
forward to it - sorry to be so vague but I'll fill you in via my NY 
diaries (which should be up soon - promise) in the next few months. I 
just have to get my act together and move to London first... 


Because my daily work won't involve much (any) programming, I'm planning 
on a return to the Yaroze and writing something fun, clever and 
distinctly 2D. I'll shut up now, as we've all heard that 

before! Congratulations to those members who've got a job in the industry 
the last few months. I hope you find, like I did, that the hard work is 
worth it (and the late night network/online gaming sessions RULE)! :) 


So, anyone for a London Yaroze Meet in late May? I was planning one in 
Cambridge, but it's a bit late now! 


Cheerio, 
Nick F 


PS One benefit of this new job is getting to go to the big trade shows. 
If anyone is going to E3, get in touch - t'would be cool to meet up! 


—-MESSAGE FILE 6888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 6889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005614 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PocketStation compatibility 

Date: Mon, 3 Apr 2000 19:57:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <8cd9jiSjael@chuka.playstation.co.uk> 

References: <8bm0o0h$8401@chuka.playstation.co.uk> <8c39k4Srr83@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: ppp-1-50.cvx5.telinco.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


I've heard that the US versions of Final Fantasy 8 and Street Fighter 
Zero (I think) work with the PocketStation, I was wondering if anyone had 
heard if the UK versions still had the mini games in. I think the US version 
of Street Fighter requires a cheat code to be entered. 


Cheers, 


James 


PS. 
Anyone know how to learn to read Japanese quickly ?? 


"George Bain" <george_bain@scee.net> wrote in message 
news: 8c39k4Srr83@chuka.playstation.co.uk... 


Hi James, 

The PocketStation should work wiith any game release. As you are 
aware PocketStation was only released in Japan so therefore games 
over in Japan support it. 

BAIN@SCEE 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8bm00h$8401@chuka.playstation.co.uk... 


> Hi, which versions of PSX games does the PocketStation work with ?? 
Does 

> it work with UK releases or is it just US or Japanese releases ?? 

> 

> Cheers, 

> 

> 

> James 

> * Remove nospam to reply * 


—-MESSAGE FILE 6889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05614 


-—-MESSAGE FILE 6890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005615 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PocketStation compatibility 

Date: Tue, 4 Apr 2000 23:23:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8cdq0cSnrdl@chuka.playstation.co.uk> 
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References: <8bm0o0h$8401@chuka.playstation.co.uk> <8c39k4Srr83@chuka.playstation.co. 
uk> <8cd9jiSjael@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr202-haw.cableinet.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> PS. 
> Anyone know how to learn to read Japanese quickly ?? 


No ;-) but this site may be helpful to you... 
http://www.sf.airnet.ne.jp/~ts/japanese/index.html 


Derek 


—-MESSAGE FILE 6890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05615 


—-MESSAGE FILE 6891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005616 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Still here? 

Date: Wed, 5 Apr 2000 08:50:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8cer8c$81@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I thought the NG's and Web site were being turned off? 


—-MESSAGE FILE 6891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05616 


—-MESSAGE FILE 6892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005617 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still here? 

Date: Wed, 5 Apr 2000 09:38:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8ceu0b$82@chuka.playstation.co.uk> 
References: <8cer8c$81@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.242.158 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


No, if u look at the message on the site (which is still there for some 
reason) they didn't say they were taking them down. 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 8cer8cS$81@chuka.playstation.co.uk... 

> I thought the NG's and Web site were being turned off? 

> 

> 
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—-MESSAGE FILE 6892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05617 


—-MESSAGE FILE 6893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005618 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still here? 

Date: Wed, 5 Apr 2000 13:03:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8cfa3q$1141@chuka.playstation.co.uk> 

References: <8cer8cS$81@chuka.playstation.co.uk> <8ceu0bS$82@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> No, if u look at the message on the site (which is still there for some 
> reason) they didn't say they were taking them down. 


eh? It says: 


"On the 31st of March the members Net Yaroze Website and Newsgroups will be 
taken off line. Blah blah resume as soon as poss..." 


Did they only go off for a very short time then, I never noticed and I 
accessed them several times on the 31st. 


—-MESSAGE FILE 6893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05618 


-—-MESSAGE FILE 6894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005619 

Path: chuka.playstation.co.uk!news 

From: Keith Wallace <admin@chilternmag.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still here? 

Date: Wed, 05 Apr 2000 14:55:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <38EB45E9. 9AC2F11C@chilternmag.demon.co.uk> 

References: <8cer8cS$81@chuka.playstation.co.uk> <8ceu0bS$82@chuka.playstation.co.uk> 
<8cfa3q$1141@chuka.playstation.co.uk> 

NNTP-Posting-Host: chilternmag.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win98; I) 
X-Accept—-Language: en 


I have to agree with Matt, I thought it was supposed to be off-line ow... oh 
well... 


Matt Verran wrote: 


> No, if u look at the message on the site (which is still there for some 
> reason) they didn't say they were taking them down. 


eh? It says: 


"On the 31st of March the members Net Yaroze Website and Newsgroups will be 
taken off line. Blah blah resume as soon as poss..." 


> 
> 
> 
> 
> 
> 
> 
> 
> 


Did they only go off for a very short time then, I never noticed and I 
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-—-MESSAGE FILE 6894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05619 


—-MESSAGE FILE 6895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005620 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still here? 

Date: Wed, 5 Apr 2000 16:16:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <8cf1lb1$1142@chuka.playstation.co.uk> 

References: <8cer8c$81@chuka.playstation.co.uk> <8ceu0b$82@chuka.playstation.co.uk> 
<8cfa3q$1141@chuka.playstation.co.uk> <38EB45E9.9AC2F11C@chilternmag.demon.co.uk> 
NNTP-Posting-Host: 194.131.243.141 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Yeah it says "SCEE will keep this downtime to a minimum, resuming the 
service as soon as possible" which means they were going to put it back 
online! 


"Keith Wallace" <admin@chilternmag.demon.co.uk> wrote in message 

news: 38EB45E9. 9AC2F11C@chilternmag.demon.co.uk... 

> I have to agree with Matt, I thought it was supposed to be off-line ow... 
oh 

> well... 

> 

> Matt Verran wrote: 

> 

> > > No, if u look at the message on the site (which is still there for 
some 

> > reason) they didn't say they were taking them down. 


eh? It says: 
"On the 31st of March the members Net Yaroze Website and Newsgroups will 


taken off line. Blah blah resume as soon as poss..." 


Did they only go off for a very short time then, I never noticed and I 
accessed them several times on the 3lst. 


NON SNM a 


—-MESSAGE FILE 6895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05620 


—-MESSAGE FILE 6896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005621 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still here? 

Date: Wed, 5 Apr 2000 16:28:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8cfm5a$1143@chuka.playstation.co.uk> 

References: <8cer8cS$81@chuka.playstation.co.uk> <8ceu0b$82@chuka.playstation.co.uk> 
<8cfa3q$1141@chuka.playstation.co.uk> <38EB45E9.9AC2F11C@chilternmag.demon.co.uk> <8 
cf1lb1$1142@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

> Yeah it says "SCEE will keep this downtime to a minimum, resuming the 

> service as soon as possible" which means they were going to put it back 

> online! 

Oh I knew they weren't dissapearing forever, just moving the server or 


something. 


—-MESSAGE FILE 6896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05621 


—-MESSAGE FILE 6897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005622 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still here? 

Date: Wed, 5 Apr 2000 17:48:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <8cfqru$1144@chuka.playstation.co.uk> 

References: <8cer8c$81@chuka.playstation.co.uk> <8ceu0b$82@chuka.playstation.co.uk> 
<8cfa3q$1141@chuka.playstation.co.uk> <38EB45E9.9AC2F11C@chilternmag.demon.co.uk> <8 
cf1lb1$1142@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-229.zinc.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mark Cance messed with the idea of 2weeks downtime hence the confusion :-) 
Perhaps they havent been taken down yet ? 


Pete. 


Mark Naylor wrote in message <8cf1b1$1142@chuka.playstation.co.uk>... 

>Yeah it says "SCEE will keep this downtime to a minimum, resuming the 
>service as soon as possible" which means they were going to put it back 
>online! 

> 

>"Keith Wallace" <admin@chilternmag.demon.co.uk> wrote in message 

>news : 38EB45E9. 9AC2F11C@chilternmag.demon.co.uk... 

>> I have to agree with Matt, I thought it was supposed to be off-line ow... 
>oh 

>> well... 

>> 

>> Matt Verran wrote: 

>> 

>> > > No, if u look at the message on the site (which is still there for 
>some 

>> > > reason) they didn't say they were taking them down. 

>> 
>> 


eh? It says: 


"On the 31st of March the members Net Yaroze Website and Newsgroups 


taken off line. Blah blah resume as soon as poss..." 


Did they only go off for a very short time then, I never noticed and I 
accessed them several times on the 3lst. 


—-MESSAGE FILE 6897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05622 
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—-MESSAGE FILE 6898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005623 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Thu, 6 Apr 2000 12:34:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8chsooSsqkl@chuka.playstation.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe. com> 
Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Seeing as I kind of vanished off the face of the Yaroze scene last year 
> (a la Mr Frosty), I thought I'd update people on what I'm up to. 


What happened to James? Is he still having fun at Reflections? 


> So, anyone for a London Yaroze Meet in late May? I was planning one in 
> Cambridge, but it's a bit late now! 


I'll still be at work here in Derby, hopefully I'll be attending ECTS and so 
get to meet up with some yarozers then. 


Well done on the new job by the way, looking forward to reading the new 
diaries... 


cheers 
Matt 


—-MESSAGE FILE 6898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05623 


—-MESSAGE FILE 6899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005624 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Thu, 6 Apr 2000 13:04:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8chuh5S$sqk2@chuka.playstation.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe.com> <8chsoo$sqk1l@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: 212.38.167.204 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Where do you work in Derby? 
Core or Eurocom?? 


Bob 
bob@shand.org.uk 


BTW - I live in Burton on Trent about 14 miles away 


Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 

news: 8chsooS$sqkl@chuka.playstation.co.uk... 

> > Seeing as I kind of vanished off the face of the Yaroze scene last year 
> > (a la Mr Frosty), I thought I'd update people on what I'm up to. 

> 

> What happened to James? Is he still having fun at Reflections? 
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> So, anyone for a London Yaroze Meet in late May? I was planning one in 
> Cambridge, but it's a bit late now! 


I'll still be at work here in Derby, hopefully I'll be attending ECTS and 
° 
get to meet up with some yarozers then. 


Well done on the new job by the way, looking forward to reading the new 
diaries... 


cheers 
Matt 


VVVVVVVVVDVVV VV 


—-MESSAGE FILE 6899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05624 


—-MESSAGE FILE 6900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005625 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Thu, 6 Apr 2000 13:47:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8cillmSsqk3@chuka.playstation.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe.com> <8chsoo$sqk1l@chuka 
-playstation.co.uk> <8chuh5Ssqk2@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Where do you work in Derby? 
> 
> Core or ԽԱԲՕՇօտ 7 


Ha! I *WISH* No I'm just on a student placement at a company called 
Technolog (they make stuff for gas/water companies). I'm just programming 
databases. 


> BTW - I live in Burton on Trent about 14 miles away 


I actually live in Belper (on the A6,a few miles out from Derby), maybe we 
should try and setup a yaroze meet around here? 


—-MESSAGE FILE 6900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05625 


—-MESSAGE FILE 6901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005626 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Thu, 06 Apr 2000 19:16:28 +0100 

Organization: Netcom member 

Lines: 6 

Message-ID: <38ECD47C.EC4819C8@netscapeonline.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-71-111.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I'm up for some kind of meet, but it might be a good idea if it can be 
arranged for a little later in the year to give people some time to get 
SOTECO oe naea See 


Marc. 


—-MESSAGE FILE 6901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05626 


—-MESSAGE FILE 6902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005627 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: dma ICQ chat log leaked? 

Date: Fri, 7 Apr 2000 13:44:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8ck193Sqqil@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.140 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Have a look at a post called "dma chat log..." on 
comp.games.development.industry. It appears to be a log of ICQ messages sent 
between Rockstar in the US and DMA in scotland just before GTA2 wen't gold. 
Some very 'interesting' things in it, including the phone & mobile number of 
one of the DMA employees and some very candid comments on peoples ability :) 

I do wonder whether it's real, and whether it was supposed to be posted on 
a public newsgroup? 


cheers 
Matt 


--MESSAGE FILE 6902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05627 


—-MESSAGE FILE 6903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005628 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Sat, 8 Apr 2000 15:10:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <8cnem5$2131@chuka.playstation.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe.com> <8chsoo$sqkl@chuka 
-playstation.co.uk> <8chuh5Ssqk2@chuka.playstation.co.uk> <8cillm$sqk3@chuka.playsta 
tion.co.uk> 

NNTP-Posting-Host: 212.38.167.227 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yeah the problem is I have to go back to Uni tomorrow (Sunday) in Dundee 


Oh well. I'11 be back at the end of May so we can try and get a midland 
meet up anmd running. 


Bob 
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bob@shand.org.uk 
Matt Verran <matt@frktl.freeserve.co.uk> wrote in message 


news: 8cillm$sqk3@chuka.playstation.co.uk... 
> > Where do you work in Derby? 


> 

> Core or ԽԱԲՕՇօտ 7 

Ha! I *WISH* No I'm just on a student placement at a company called 
Technolog (they make stuff for gas/water companies). I'm just programming 
databases. 


> BTW - I live in Burton on Trent about 14 miles away 


I actually live in Belper (on the A6,a few miles out from Derby), maybe we 
should try and setup a yaroze meet around here? 


VVVVVVVVVVV VV 


—-MESSAGE FILE 6903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05628 


—-MESSAGE FILE 6904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005629 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: US / Japanese Game Compatibility 

Date: Sun, 9 Apr 2000 11:23:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8cplsvS$livol@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup.62-172-25-214.tesco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


I know this is a silly question but do import games work OK on our Net 
Yaroze systems ?? I seem to remember a post from ages ago saying Vandal 
Hearts II doesn't work. I would like to double check before I start spending 
loads of dosh on Lunar Silver Star Story. 

I think I have finally sorted out the problem of displaying a NTSC 
signal on a non SCART / Composite TV. I have just got Terra Incognita 
International working in full colour from the black Net Yaroze disc, does 
this mean I will be able to play US and Japanese titles ?? 


Thanks, 


James 
* Remove nospam to reply * 


—-MESSAGE FILE 6904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05629 


—-MESSAGE FILE 6905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005630 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US / Japanese Game Compatibility 
Date: Sat, 8 Apr 2000 16:58:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <8cq98mSlvo2@chuka.playstation.co.uk> 
References: <8cplsv$lvol@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yes, Import games work on your European Net Yaroze. There was a problem 
with Vandal Hearts 2 but this was apparently a fault by Konami. 


The Terra Incognita International that appeared on OPM was a PAL version. 
Therefore it would have worked on your PA1 t.v. 


To play import games on you NY in Europe you will need 3 things. 

1) A NTSC compatible t.v. (most new t.v.'s support NTSC) 

2) A proper scart cable (e.g. the official PlayStation scart cable) 
3) An NTSC game! 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8cplsv$lvol@chuka.playstation.co.uk... 


* Remove nospam to reply * 


> I know this is a silly question but do import games work OK on our Net 
> Yaroze systems ?? I seem to remember a post from ages ago saying Vandal 
> Hearts II doesn't work. I would like to double check before I start 
spending 

> loads of dosh on Lunar Silver Star Story. 

> I think I have finally sorted out the problem of displaying a NTSC 

> signal on a non SCART / Composite TV. I have just got Terra Incognita 

> International working in full colour from the black Net Yaroze disc, does 
> this mean I will be able to play US and Japanese titles ?? 

> 

> Thanks, 

> 

> 

> 

> James 

> 

> 

> 


—-MESSAGE FILE 6905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05630 


—-MESSAGE FILE 6906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005631 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US / Japanese Game Compatibility 

Date: Sun, 9 Apr 2000 20:14:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <8cql0nS4vql@chuka.playstation.co.uk> 

References: <8cplsv$lvol@chuka.playstation.co.uk> <8cq98m$lvo2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 62.172.87.17 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Hi, it wasn't a copy of Terra Incognito International from OPM (Official 
Playstation Magazine ??) but one of the black discs that were given out for 
returning a questionnaire (I think). 


James 


"George Bain" <george_bain@scee.net> wrote in message 
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news: 8cq98mS$lvo2@chuka.playstation.co.uk... 


Yes, Import games work on your European Net Yaroze. There was a problem 
with Vandal Hearts 2 but this was apparently a fault by Konami. 


The Terra Incognita International that appeared on OPM was a PAL version. 
Therefore it would have worked on your PA1 t.v. 


To play import games on you NY in Europe you will need 3 things. 

1) A NTSC compatible t.v. (most new t.v.'s support NTSC) 

2) A proper scart cable (e.g. the official PlayStation scart cable) 
3) An NTSC game! 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8cplsv$lvol@chuka.playstation.co.uk... 


> I know this is a silly question but do import games work OK on our 
Net 

> Yaroze systems ?? I seem to remember a post from ages ago saying Vandal 

> Hearts II doesn't work. I would like to double check before I start 

spending 

> loads of dosh on Lunar Silver Star Story. 

> I think I have finally sorted out the problem of displaying a NTSC 

> signal on a non SCART / Composite TV. I have just got Terra Incognita 

> International working in full colour from the black Net Yaroze disc, 
does 

> this mean I will be able to play US and Japanese titles ?? 

> 

> Thanks, 

> 

> 

> 

> James 

> * Remove nospam to reply * 
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—-MESSAGE FILE 6906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05631 


—-MESSAGE FILE 6907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005632 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US / Japanese Game Compatibility 
Date: Sun, 9 Apr 2000 10:13:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 61 

Message-ID: <8cs5tr$7d51@chuka.playstation.co.uk> 
References: <8cplsv$lvol@chuka.playstation.co.uk> <8cq98mS$lvo2@chuka.playstation.co. 
uk> <8cql0nS4vql@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 


X- 
x- 
X- 
X- 


Priority: 3 
MSMail-Priority: Normal 
Newsreader: Microsoft Outlook Express 5.00.2919.6600 

MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yep, that version should have been NTSC. So you have a proper 
scart cable to output the signal. 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8cql0nS$4vql@chuka.playstation.co.uk... 


> Hi, it wasn't a copy of Terra Incognito International from OPM 
(Official 

> Playstation Magazine ??) but one of the black discs that were given out 
for 

> returning a questionnaire (I think). 
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> 

> James 

> 

> "George Bain" <george_bain@scee.net> wrote in message 

> news: 8cq98mSlvo2@chuka.playstation.co.uk... 

> Yes, Import games work on your European Net Yaroze. There was a problem 
> with Vandal Hearts 2 but this was apparently a fault by Konami. 

> 

> The Terra Incognita International that appeared on OPM was a PAL 
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ersion. 


Therefore it would have worked on your PA1 t.v. 


To play import games on you NY in Europe you will need 3 things. 

1) A NTSC compatible t.v. (most new t.v.'s support NTSC) 

2) A proper scart cable (e.g. the official PlayStation scart cable) 
3) An NTSC game! 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 

news: 8cplsv$lvol@chuka.playstation.co.uk... 

> I know this is a silly question but do import games work OK on our 
Net 

> Yaroze systems ?? I seem to remember a post from ages ago saying 


andal 


> Hearts II doesn't work. I would like to double check before I start 
spending 

> loads of dosh on Lunar Silver Star Story. 

> I think I have finally sorted out the problem of displaying a 


> signal on a non SCART / Composite TV. I have just got Terra Incognita 
> International working in full colour from the black Net Yaroze disc, 
does 

> this mean I will be able to play US and Japanese titles ?? 


Thanks, 


James 
* Remove nospam to reply * 


VVVVVVV 
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-—-MESSAGE FILE 6907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05632 


—-MESSAGE FILE 6908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005633 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: NG threads disappeared?!... 

Date: Mon, 10 Apr 2000 18:54:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8ct4kv$6k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-161-127.btinternet.com 


X- 
x- 
X- 
x- 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 5.00.2919.6600 
MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Is it just me or has anyone else lost all the threads from the Yaroze 
newsgroups? 


I 


checked the newsgroups this morning for new threads and all the accounts 


are empty except 'freetalk' which has about 17-18 messages. 
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Is this just me? 


Scott 


—-MESSAGE FILE 6908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05633 


—-MESSAGE FILE 6909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005634 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NG threads disappeared?!... 

Date: Mon, 10 Apr 2000 19:32:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8ct6t1$2pcl@chuka.playstation.co.uk> 
References: <8ct4kvS6k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-146-252.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is it just me or has anyone else lost all the threads from the Yaroze 
newsgroups? 

I checked the newsgroups this morning for new threads and all the accounts 
are empty except 'freetalk' which has about 17-18 messages. 

Is this just me? 


VVVVV 


Is that new messages, or are you only getting 17-18 threads displayed in 
your newsreader. If its the latter, check your newsreader, you may have 
selected something such as 'Delete all messages over 10 days օԼ4' or 
something. Otherwise it may have something to do with the message about 
taking the servers and newsgroups down, though I haven't had any problems. 


Rikki 


—-MESSAGE FILE 6909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05634 


—-MESSAGE FILE 6910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005635 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NG threads disappeared?!... 

Date: Tue, 11 Apr 2000 14:36:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8cv9nj$6k1@chuka.playstation.co.uk> 
References: <8ct4kvS6k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.217.163.4 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Well i can't say its happened to me, but i can suggest, if u are using 
outlook, that u check the synchronization settings, and make sure All 
Messages box is checked. 


"Scott Ward" <scott.ward@btinternet.com> wrote in message 

news: 8ct4kvS$6k1@chuka.playstation.co.uk... 

> Is it just me or has anyone else lost all the threads from the Yaroze 

> newsgroups? 

> I checked the newsgroups this morning for new threads and all the accounts 
> are empty except 'freetalk' which has about 17-18 messages. 
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> Is this just me? 
> 

> Scott 

> 

> 


—-MESSAGE FILE 6910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05635 


—-MESSAGE FILE 6911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005636 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NG threads disappeared?!... 

Date: Tue, 11 Apr 2000 20:24:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8cvvlk$2qf1@chuka.playstation.co.uk> 

References: <8ct4kv$6k1@chuka.playstation.co.uk> <8ct6t1$2pcl@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: host213-1-141-38.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Cheers fella's. 


It's all sorted now. I had to reinstall Outlook the other day and by default 
it deletes messages after so many days like Rikki said. What I forgot to do 
was 'reset' the newsgroups so I could download all the threads again. Doh! 


Anyway, many thanks. All is well now. :o) 


Scott 


—-MESSAGE FILE 6911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05636 


—-MESSAGE FILE 6912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005637 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: UK PS2 games announcements 

Date: Fri, 14 Apr 2000 12:43:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8d70a7S2af1@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


the following uk release ps2 games have been announced: 


Wipeout Fusion (inevitable), Drakan 2, Spin Sprint Car Racing, Evo Rally, 
Dropship, The Getaway (gotta be a driver type game), Formula One 2000 
(yawn), This Is Football (double yawn). 


—-MESSAGE FILE 6912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05637 
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-—-MESSAGE FILE 6913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005638 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Fri, 14 Apr 2000 13:40:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8d73htS$2af2@chuka.playstation.co.uk> 
References: <8d70a7S2af1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


See the news section at: 

www.videogames.com 

George 

"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


news: 8d70a7S$2afl1l@chuka.playstation.co.uk... 


> the following uk release ps2 games have been announced: 
> 


Wipeout Fusion (inevitable), Drakan 2, Spin Sprint Car Racing, Evo Rally, 
Dropship, The Getaway (gotta be a driver type game), Formula One 2000 
(yawn), This Is Football (double yawn). 


> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 6913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05638 


—-MESSAGE FILE 6914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005639 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Fri, 14 Apr 2000 14:39:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8d772cS2af3@chuka.playstation.co.uk> 

References: <8d70a7S2af1l@chuka.playstation.co.uk> <8d73htS2af2@chuka.playstation.co. 
uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> See the news section at: 
զ www.videogames.com 
— George 

Is The Getaway anything to do with you SONY guys? I read it was from the 


Soho studio. It looks droolsome... 


—-MESSAGE FILE 6914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05639 
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--MESSAGE FILE 6915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005640 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Fri, 14 Apr 2000 15:05:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8d78juS2af4@chuka.playstation.co.uk> 

References: <8d70a7$2af1@chuka.playstation.co.uk> <8d73ht$2af2@chuka.playstation.co. 
uk> <8d772c$2af3@chuka.playstation.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


VVVVVVVV 


V V V V V 


See the news section at: 
www.videogames.com 


George 


Is The Getaway anything to do with you SONY guys? I read it was from the 
Soho studio. It looks droolsome... 


By "you SONY guys" I meant the sony lot who post here: George, James, Robert 
SUC ae 


—-MESSAGE FILE 6915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05640 


—-MESSAGE FILE 6916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005641 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Fri, 14 Apr 2000 15:40:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <8d7ahrS2af5@chuka.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <8d73ht$2af2@chuka.playstation.co. 
uk> <8d772cS2af3@chuka.playstation.co.uk> <8d78juS2af4@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I work in the Technology Group at the Soho studio with James. Yes, the game 
is being 
done here, that's about all I can say : ( 


George 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 8d78juS2af4@chuka.playstation.co.uk... 


> 


VVVAVVVV VV 


Da 
VOVVVVV VY 


> 


See the news section at: 


www.videogames.com 


VVVVYV 


George 
Is The Getaway anything to do with you SONY guys? I read it was from 


Soho studio. It looks droolsome... 


By "you SONY guys" I meant the sony lot who post here: George, James, 
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> 


—-MESSAGE FILE 6916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05641 


—-MESSAGE FILE 6917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005642 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Fri, 14 Apr 2000 16:56:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <8d7£44S30g1@chuka.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <8d73ht$2af2@chuka.playstation.co. 

uk> <8d772cS$2af3@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1263-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="————-=_NextPart_000_004A_01BFA632.72D376E0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


This is a multi-part message in MIME format. 


z =a sss = _NextPart_000_004A_01BFA632.72D376E0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


>It looks droolsome... 


Yep. But I don't think those Getaway shots are actual PS2 screens... or = 
are they? :-) =20 

=20 

Derek 


Oops, sorry Matt - wrong button :-) 


== === = NextPart_000_004A_01BFA632.72D376FE0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

DIV><FONT size=3D2>égt;It looks droolsome...</FONT></DIV> 
DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>Yep. But I don't think those Getaway shots are = 
ctual PS2=20 

creens... or are they? :—-)&nbsp; <BR>&nbsp; <BR>Derek</FONT></DIV> 
DIV>&nbsp; </DIV> 

DIV><FONT face=3DVerdana size=3D2>Oops, sorry Matt - wrong button=20 
:-) </FONT></DIV></BODY></HTML> 


AADDAAA 


------ =_NextPart_000_004A_ 01BFA632.72D376E0-—- 


—-MESSAGE FILE 6917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05642 
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—-MESSAGE FILE 6918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005643 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Summercamp Games for me!! 

Date: Sun, 16 Apr 2000 10:18:20 +0200 

Organization: DEbri 

Lines: 9 

Message-ID: <le8vetv.x2icdpl4n2ak2N@ipc379blle.dial.wxs.nl> 
NNTP-Posting-Host: ipc379blle.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


Hi All, 


It's almost final!! The 12th of July I am going to NY to assist ata 
Games SummerCamp at the Stony Brook University in New York. I can't wait 
to go there!! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 6918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05643 


—-MESSAGE FILE 6919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005644 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US / Japanese Game Compatibility 

Date: Sun, 16 Apr 2000 12:25:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <8dc850$18el@chuka.playstation.co.uk> 

References: <8cplsvSlvol@chuka.playstation.co.uk> <8cq98mSlvo2@chuka.playstation.co. 
սք» <8cql0nS4vql@chuka.playstation.co.uk> <8cs5tr$7d51@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.140.74.125 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Further to my original question, why do people prefer NTSC versions of 
games to the PAL versions ?? Is there a big difference ?? 


THanks, 


James 

"George Bain" <george_bain@scee.net> wrote in message 

news: 8csStr$7d51@chuka.playstation.co.uk... 

Yep, that version should have been NTSC. So you have a proper 
scart cable to output the signal. 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 


news: 8cql0nS$4vql@chuka.playstation.co.uk... 
> Hi, it wasn't a copy of Terra Incognito International from OPM 
(Official 


> Playstation Magazine ??) but one of the black discs that were given out 
for 


> returning a questionnaire (I think). 

> 

> 

> James 

> 

> "George Bain" <george_bain@scee.net> wrote in message 

> news: 8cq98mSlvo2@chuka.playstation.co.uk... 

> Yes, Import games work on your European Net Yaroze. There was a 
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problem 
> with Vandal Hearts 2 but this was apparently a fault by Konami. 


> The Terra Incognita International that appeared on OPM was a PAL 
version. 
Therefore it would have worked on your PA1 t.v. 


To play import games on you NY in Europe you will need 3 things. 

1) A NTSC compatible t.v. (most new t.v.'s support NTSC) 

2) A proper scart cable (e.g. the official PlayStation scart cable) 
3) An NTSC game! 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8cplsv$lvol@chuka.playstation.co.uk... 


> I know this is a silly question but do import games work OK on 
ou 
Net 
> Yaroze systems ?? I seem to remember a post from ages ago saying 
andal 
> Hearts II doesn't work. I would like to double check before I start 
spending 
> loads of dosh on Lunar Silver Star Story. 
> I think I have finally sorted out the problem of displaying a 
TSC 
> signal on a non SCART / Composite TV. I have just got Terra 
Incognita 
> International working in full colour from the black Net Yaroze disc, 
does 
> this mean I will be able to play US and Japanese titles ?? 
> 
> Thanks, 
> 
> 
> 
> James 
> * Remove nospam to reply * 


VVVVVVVVVVVVAVAVVVV GV VB VV VV VV VV VV VV VV VY 


—-MESSAGE FILE 6919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05644 


—-MESSAGE FILE 6920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005645 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US / Japanese Game Compatibility 

Date: Sun, 16 Apr 2000 14:53:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 96 

Message-ID: <8dcgl1k$18e2@chuka.playstation.co.uk> 

References: <8cplsv$lvol@chuka.playstation.co.uk> <8cq98mS$lvo2@chuka.playstation.co. 
սք» <8cql0nS4vql@chuka.playstation.co.uk> <8cs5tr$7d5l@chuka.playstation.co.uk> <8dc 
850$18el@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I personally think it depends on what type of game. Games in NTSC run 
at 60 frames per second while PAL at 50 frames per second. So if you 
want to play Street Fighter then 60 fps would like much better. However, 
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it really wouldn't matter for a RPG! It has mostly to do with the fact that 
people buy NTSC games because they are released much sooner. Don't 

ask me why!!! I hear people complain about this too often because they 
don't 

understand marketing, programming or the game industry. We can have a 
thread 

that can go on forever about game release dates but I won't take part in it. 
This is 

all I have to say :) 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 

news: 8dc850$18el@chuka.playstation.co.uk... 

> Further to my original question, why do people prefer NTSC versions of 
games to the PAL versions ?? Is there a big difference ?? 


THanks, 


James 

"George Bain" <george_bain@scee.net> wrote in message 

news: 8csStr$7d51@chuka.playstation.co.uk... 

Yep, that version should have been NTSC. So you have a proper 
scart cable to output the signal. 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 


news: 8cql0nS$4vql@chuka.playstation.co.uk... 
> Hi, it wasn't a copy of Terra Incognito International from OPM 
(Official 


> Playstation Magazine ??) but one of the black discs that were given 


C 

ct 
Թ) 
իո 


returning a questionnaire (I think). 


James 


"George Bain" <george_bain@scee.net> wrote in message 

news: 8cq98mS$lvo2@chuka.playstation.co.uk... 

Yes, Import games work on your European Net Yaroze. There was a 
lem 

with Vandal Hearts 2 but this was apparently a fault by Konami. 


ae) 
ի 
o 


VAZAVVVAVIGVVBVVV NN yN NN NVN VV VV VV VV GV VV OV VV VV VV V Hh 


The Terra Incognita International that appeared on OPM was a PAL 
ersion. 
Therefore it would have worked on your PA1 t.v. 


To play import games on you NY in Europe you will need 3 things. 

1) A NTSC compatible t.v. (most new t.v.'s support NTSC) 

2) A proper scart cable (e.g. the official PlayStation scart cable) 
3) An NTSC game! 


George 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news: 8cplsvS$lvol@chuka.playstation.co.uk... 


> I know this is a silly question but do import games work OK on 
ou 
Net 
> Yaroze systems ?? I seem to remember a post from ages ago saying 
andal 
> Hearts II doesn't work. I would like to double check before I 
tar 
spending 
> loads of dosh on Lunar Silver Star Story. 
> I think I have finally sorted out the problem of displaying a 
TSC 


VVVVVQVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV OV VV VV VV VV VV VV VV VV 


> signal on a non SCART / Composite TV. I have just got Terra 
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> Incognita 

> > > International working in full colour from the black Net Yaroze 
disc, 

> > does 

> > > this mean I will be able to play US and Japanese titles ?? 
> > > 

> > > Thanks, 

> > > 

> > > 

> > > 

> > > James 

> > > * Remove nospam to reply * 

> > 

> > 

> 

> 

> 

> 


-—-MESSAGE FILE 6920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05645 


—-MESSAGE FILE 6921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005646 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US / Japanese Game Compatibility 

Date: Sun, 16 Apr 2000 16:01:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8dcknc$18e3@chuka.playstation.co.uk> 

References: <8cplsv$lvol@chuka.playstation.co.uk> <8cq98mS$lvo2@chuka.playstation.co. 
սք» <8cql0nS4vql@chuka.playstation.co.uk> <8cs5tr$7d51l@chuka.playstation.co.uk> <8dc 
850$18el@chuka.playstation.co.uk> <8dcg1k$18e2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-93-111.btinternet.com 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I personally think it depends on what type of game. Games in NTSC run 
at 60 frames per second while PAL at 50 frames per second. So if you 
want to play Street Fighter then 60 fps would like much better. However, 
it really wouldn't matter for a RPG! It has mostly to do with the fact 
hat 

people buy NTSC games because they are released much sooner. Don't 

ask me why!!! I hear people complain about this too often because they 
don't 

understand marketing, programming or the game industry. We can have a 
thread 

that can go on forever about game release dates but I won't take part in 


“VVVVVV EVV VV 


Է 
ct 


> This is 
> all I have to say :) 


I sometimes wish they would spend longer on conversions and get them right, 
Japenese developers still seem to have problems translating thier games. Or 
were Metal Gear Solid and FF7 (for example) really that cheesy, confused and 
inarticulate in their native language? 


—-MESSAGE FILE 6921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05646 


-—-MESSAGE FILE 6922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005647 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: plasma? 

Date: Sun, 16 Apr 2000 18:01:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8dcrpa$18e4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-102-186.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Anyone want to see a little plasma demo I did today then: 
http://www.netyaroze-europe.com/~frkt1lx/ 


mmmmmmmm plasma 


cheers//matt 


—-MESSAGE FILE 6922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05647 


-—-MESSAGE FILE 6923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005648 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Mon, 17 Apr 2000 12:18:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <38fb00cf.11480028@www.netyaroze-europe. com> 
References: <8d70a7S2afl@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 14 Apr 2000 12:43:29 +0100, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>the following uk release ps2 games have been announced: 

> 

>Wipeout Fusion (inevitable), Drakan 2, Spin Sprint Car Racing, Evo Rally, 
>Dropship, The Getaway (gotta be a driver type game), Formula One 2000 
>(yawn), This Is Football (double yawn). 


Ah, cheers - you don't like football games. Bugger - better stop my 
work on This Is Football 2 then. Damn, just when I was getting 
comfortable in my job too :) 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05648 


—-MESSAGE FILE 6924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005649 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 
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Date: Mon, 17 Apr 2000 13:42:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8df0s8S$6c21@chuka.playstation.co.uk> 
References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> 

Reply-To: "Matt Verran" <matt@frktl1.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


>the following uk release ps2 games have been announced: 

> 

>Wipeout Fusion (inevitable), Drakan 2, Spin Sprint Car Racing, Evo Rally, 
>Dropship, The Getaway (gotta be a driver type game), Formula One 2000 
>(yawn), This Is Football (double yawn). 


Ah, cheers - you don't like football games. Bugger - better stop my 
work on This Is Football 2 then. Damn, just when I was getting 
comfortable in my job too :) 


VVVVVVVVV 


Sorry, being a little unfair. I've not even tried the original This Is 
Football so 2 could easily, and with your involvement Rob probably will, be 
excellent :) Hang on what am I saying, give up right now - I am still on 
the edge of my seat waiting for Adventure Game 2. 


I like Sensible Soccer and that's a football game... 


—-MESSAGE FILE 6924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05649 


—-MESSAGE FILE 6925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005650 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CodeWarrior 

Date: Mon, 17 Apr 2000 18:14:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8dfgp0S6c22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-1.zinc.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


I HATE codewarrior........ GRRRRR 


now its making an externed global variable NULL. 


Doh! 


Bob 
bob@shand.org.uk 


-—-MESSAGE FILE 6925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05650 


—-MESSAGE FILE 6926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005651 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Mon, 17 Apr 2000 18:15:25 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <8dfgsd$6c23@chuka.playstation.co.uk> 

References: <8d70a7S$2afl@chuka.playstation.co.uk> <8d73ht$2af2@chuka.playstation.co. 
uk> <8d772cS2af3@chuka.playstation.co.uk> <8d78juS2af4@chuka.playstation.co.uk> <8d7 
ahrS$2af5@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-44.cadmium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


The shots I've seen look prerendred. 
You seriously can't be saying that there are in game. 


"George Bain" <george_bain@scee.net> wrote in message 

news: 8d7ahrS$2af5@chuka.playstation.co.uk... 

> I work in the Technology Group at the Soho studio with James. Yes, the 
game 

> is being 

done here, that's about all I can say : ( 


George 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 8d78juS2af4@chuka.playstation.co.uk... 


> > > See the news section at: 

>>> 

> > > www.videogames.com 

>>> 

> > > George 

>> 

> > Is The Getaway anything to do with you SONY guys? I read it was from 
the 

> > Soho studio. It looks droolsome... 

> 

> By "you SONY guys" I meant the sony lot who post here: George, James, 


Robert 
> ԾԵԾ»: 
> 

> 


VVVVVVVVVVVV VV VV VV VV VV V 


—-MESSAGE FILE 6926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05651 


-—-MESSAGE FILE 6927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005652 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <jamesr@reflectionsinteractive.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Mon, 17 Apr 2000 19:07:04 +0100 

Organization: Reflections 

Lines: 22 

Message-ID: <8dfjqg$6c25@chuka.playstation.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe.com> <8chsooSsqkl@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: 195.188.116.131 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> What happened to James? Is he still having fun at Reflections? 


Yep, and I'm still (occasionally) lurking here too - tho' not getting enough 
time away from monitors to make me want to work at one in my spare time 
(shame) . 
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Maybe Nick and I will get round to cobbling something together in the 
nearish future - there's a seed of an idea which needs growing ;:0) 


Apologies for the Yaroze summer plans which never happened - there were a 
number of reasons for this: time, money and commitment being foremost (for 
myself and other interested parties). Would have been quite a project too, I 


reckon. Still, I don't regret how I spent my summer - and would hope others 
might consider championing an extended coding meet a la the original plans 
(three cheers for those groups forming to work with each other - it's quite 


probably the best way forward). 


If you're interested in a job in the games industry, get your experience 
now. I can assure you that it /is/ a pretty good job (if you're in the right 
place, and if you work sensibly). Perks are good, but headaches are not :o/ 


—-MESSAGE FILE 6927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05652 


—-MESSAGE FILE 6928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005653 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Mon, 17 Apr 2000 19:25:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <8dfkt7$80sl@chuka.playstation.co.uk> 

References: <8d70a7S2af1l@chuka.playstation.co.uk> <8d73htS2af2@chuka.playstation.co. 
uk> <8d772cS2af3@chuka.playstation.co.uk> <8d78juS2af4@chuka.playstation.co.uk> <8d7 
ahrS$2af5@chuka.playstation.co.uk> <8dfgsd$6c23@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


I say nothing :) 
George 
"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 


news: 8dfgsd$6c23@chuka.playstation.co.uk... 
> The shots I've seen look prerendred. 


> 

> You seriously can't be saying that there are in game. 

> 

> "George Bain" <george_bain@scee.net> wrote in message 

> news: 8d7ahrS2af5@chuka.playstation.co.uk... 

> > I work in the Technology Group at the Soho studio with James. Yes, the 
> game 

> > is being 

> > done here, that's about all I can say : ( 

>> 

> > George 

>> 

> > "Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

> > news: 8d78juS2af4@chuka.playstation.co.uk... 

> > > > > See the news section at: 

> > > > > 

> > > > > www.videogames.com 

> > > > > 

> > > > > George 

>>>> 

> > > > Is The Getaway anything to do with you SONY guys? I read it was 
from 

> > the 

> > > > Soho studio. It looks droolsome... 

>>> 

> > > By "you SONY guys" I meant the sony lot who post here: George, James, 
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Robert 
> CEC. աշ 
> 

> 


VVVVVVVV 
V V V V V V 


—-MESSAGE FILE 6928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05653 


-—-MESSAGE FILE 6929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005654 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What I'm up to... and a Meet in May? 

Date: Mon, 17 Apr 2000 21:35:46 +0100 

Organization: Netcom member 

Lines: 21 

Message-ID: <38FB75A2.993B9308@netscapeonline.co.uk> 

References: <MPG.1353422470920e7a989681@www.netyaroze-europe.com> <8chsoo$sqkl@chuka 
-playstation.co.uk> <8dfjqg$6c25@chuka.playstation.co.uk> 

NNTP-Posting-Host: host213-1-85-219.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I would love to hear more about what it's like to wok within the industry! Maybe 
one day when you have time, you might consider writing a short note about it? 


I definately welcome some move for a proper Yaroze meet, although I fear 
that a lack of all the things you mentioned (time/money/commitment) would hamper 
the plans. Another option would be to work over the net, but that would need a 
seriously relaxed person to run it all!! Although it isn't as difficult as you 
think, we are beggining to find our feet at Eclipse and things are picking up 
:-) 


In your opinion James, would having an entry into the GamesWire comp be that 
big of a deal to an employer? I know it would help in some way, but if you had 
to hire someone to work with you, how impressed would you be (if at all)? 


Anyway, it's nice to hear from some of the more experianced Yaroze 
members, so cheers Nick/ James and all others! 


Marc. 


—-MESSAGE FILE 6929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05654 


—-MESSAGE FILE 6930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005655 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Mon, 17 Apr 2000 23:05:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <8dglrhS$8o0s2@chuka.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <8d73ht$2af2@chuka.playstation.co. 
uk> <8d772cS2af3@chuka.playstation.co.uk> <8d78juS2af4@chuka.playstation.co.uk> <8d7 
ahrS$2af5@chuka.playstation.co.uk> <8dfgsd$6c23@chuka.playstation.co.uk> <8dfkt7$8o0s1 
@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1278-kno.cableinet.co.uk 
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Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_006C_O1BFA8C1.7B5FE5A0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 
Sasa = _NextPart_000_006C_0O1BFA8C1.7B5FE5A0 
Content-Type: text/plain; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


>You seriously can't be saying that there are in game. 


> I say nothing :) 


>=20 
> George 
Aww... go on. 


The Getaway screens are prerendered surely, but others (Wipeout Fusion = 
and F1 2000) look like the real thing - those jaggies are a dead = 
giveaway ;-) 


The Euro line-up looks fairly strong, but IMHO not particularly = 
exciting. Good luck with your respective games though everyone.=20 


Derek 


== Se =_NextPart_000_006C_0O1BFA8C1.7B5FE5A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY> 

DIV><FONT size=3D2> 

DIV><FONT size=3D2>&gt;You seriously can't be saying that there are in=20 
ame .</FONT></DIV> 

DIV><FONT size=3D2></FONT>&nbsp; </DIV> 

DIV>énbsp;</DIV><FONT size=3D2>égt; I say nothing :)<BR>&gt; <BR>&gt;=20 
eorge<BR></FONT></FONT></DIV> 
D 
D 
D 


IV><FONT face=3DVerdana size=3D2></FONT>&nbsp; </DIV> 
IV><FONT face=3DVerdana size=3D2>Aww... go on.</FONT></DIV> 
IV>énbsp; </DIV> 
<DIV><FONT face=3DVerdana size=3D2>The Getawayénbsp; screens&nbsp;are = 
prerendered=20 

surely, but others (Wipeout Fusion and Fl 2000) look like the real thing 
- those=20 

jaggies are a dead giveaway ;-)</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>The Euro line-up looks fairly strong, 
but IMHO=20 

not particularly exciting.énbsp; Good luck with yourénbsp; respective = 
games=20 

though&nbsp;everyone. </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Derek</FONT><FONT=20 
size=3D2></DIV></FONT></BODY></HTML> 


AAAQDAAQAA 


—----- =_NextPart_000_006C_O1BFA8C1.7B5FE5A0--— 


Page 


4484 
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-—-MESSAGE FILE 6930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05655 


—-MESSAGE FILE 6931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005656 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 09:07:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <38fc2480.1832624@www.netyaroze-europe. com> 

References: <8d70a7S2af1l@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8df0s8S$6c21@chuka.playstation.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 17 Apr 2000 13:42:24 +0100, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>Sorry, being a little unfair. I've not even tried the original This Is 
>Football so 2 could easily, and with your involvement Rob probably will, be 
>excellent :) Hang on what am I saying, give up right now - I am still on 
>the edge of my seat waiting for Adventure Game 2. 

> 

>I like Sensible Soccer and that's a football game... 

> 


My involvement, ah yes,cough. Ah that would be the bits that got most 
of the bug reports at the end :) 


Football games are still probably the most popular games in europe (in 
terms of total sales of all versions - I mean look at FIFA, (once 
youve got over how awful it looks) its the biggest selling games year 
on year (I think). And to cap it all they have ugly boy XTT twat. Only 
jealous at the sales of course. 


Amusing thing work; just when I think theres a break and I can do some 
of my own stuff, wouldnt you know it but some MORE comes along. Im 
sure its a conspiracy to keep you being productive during work hours, 
the sods. 


I had the landscape bit done for Adventure game 2 - but when I moved 
house I lost it - which is quite depressing. Please dont fall off your 
seat. 


Rob 
I like minidisc, discuss 


I also like Crazy taxi, think its one of the best games for years. 
Don't discuss 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05656 


-—-MESSAGE FILE 6932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005657 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 10:31:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
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Message-ID: <8dh9vjSb2el@chuka.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Ha! That's very funny....a tripple yawn from me! 
George 


"Robert Swan" <Robert_Swan@scee.net> wrote in message 
news: 38fb00cf.11480028@www.netyaroze-europe.com... 

> On Fri, 14 Apr 2000 12:43:29 +0100, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>the following uk release ps2 games have been announced: 

> 

>Wipeout Fusion (inevitable), Drakan 2, Spin Sprint Car Racing, Evo Rally, 
>Dropship, The Getaway (gotta be a driver type game), Formula One 2000 
>(yawn), This Is Football (double yawn). 


Ah, cheers - you don't like football games. Bugger - better stop my 
work on This Is Football 2 then. Damn, just when I was getting 
comfortable in my job too :) 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 6932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05657 


—-MESSAGE FILE 6933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005658 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 13:28:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <8dhkf9Sca31@chuka.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8df0s8S$6c21@chuka.playstation.co.uk> <38fc2480.1832624@www.netyaroze-eur 
ope.com> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I had the landscape bit done for Adventure game 2 - but when I moved 
> house I lost it - which is quite depressing. Please dont fall off your 
> seat. 


Crash, ouch. Too late. 


> I like minidisc, discuss 


I have a hifi separate MD player/recorder which I bought for mastering my 
own music to about 2 years ago. I got it because I couldn't afford a DAT. 
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These days I hardly touch it, only ever use it to do overdubs, mainly 
because I bought a CDwriter and a PC good enough to work almost completely 
digitally. 

The little discs are doody, but a bit too expensive. The quality is good but 
still audibly worse than a CD. The SCCS protection on most recorders is a 
complete PAIN, punishing people like me who wanted to keep their own music, 
which they can't recreate, digital. Whereas pirates are hardly going to care 
if their Shania Twain (pirates have bad taste) CD was run through some DA 
convertors. 

On the whole I like minidisc, but not as much as I did before I met Mr cd-r. 


> I also like Crazy taxi, think its one of the best games for years. 
> Don't discuss 


...I played th<snip> 


-—-MESSAGE FILE 6933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05658 


—-MESSAGE FILE 6934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005659 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 13:49:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <8dhli4Sca32@chuka.playstation.co.uk> 

References: <8d70a7S$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8df0s8$6c21@chuka.playstation.co.uk> <38fc2480.1832624@www.netyaroze-eur 
ope.com> <8dhkf9Sca31@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Easy dude....I'm Canadian also and she is from my hometown in Ontario :) 
See news snip below on my hometown hero! Now not that many people can 
have bad taste? Surely not! Ha! 


George 


"CPE ՏԵԾԻՄ 
Sales of Shania's Come On Over hit 17 million, most ever for country album 


NEW YORK (AP) - Shania Twain is keeping some lofty company these days. The 
defending Country Music Association entertainer of the year now owns the 
fifth best-selling 

album in U.S. history, with her Come on Over topping the 17 million mark. 


Twain trails only The Eagles, Michael Jackson, Led Zeppelin and Fleetwood 
Mac with the 

multi-multi-platinum sales of her album Come On Over, according to the 
Recording Industry 

Association of America. 


Her album, which spawned the hit singles You're Still the One and That Don't 
Impress 
Me Much, is already the biggest seller in country music history. Worldwide 
sales are more 
than 26 million, and Come on Over has been in the Billboard Top 200 for 122 
weeks. 


Last year, Twain's first-ever world tour netted more than $40 million US, 
according to Pollstar 
magazine. " 
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"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8dhkf9Whereas pirates are hardly going to care 

> if their Shania Twain (pirates have bad taste) CD was run through some DA 
> convertors. 

> 


—-MESSAGE FILE 6934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05659 


—-MESSAGE FILE 6935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005660 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 13:33:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <38fc6401.18091733@www.netyaroze-europe. com> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8dh9vjS$b2el@chuka.playstation.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 18 Apr 2000 10:31:46 +0100, "George Bain" 
<george_bain@scee.net> wrote: 


>Ha! That's very funny....a tripple yawn from me! 


yeah yeah - go back into your small room while I lounge in my large 


communal area :) How many dinosaurs have you got on screen now! 
Actually - maybe we could have dinosaur football - now that would be 
ace. 

Rob 

Disclaimer: 


Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05660 


—-MESSAGE FILE 6936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005661 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 15:15:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8dhqo6$ca33@chuka.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8dh9vjS$b2el@chuka.playstation.co.uk> <38fc6401.18091733@www.netyaroze-eu 
rope.com> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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>Ha! That's very funny....a tripple yawn from me! 


> 

> 

> yeah yeah - go back into your small room while I lounge in my large 
> communal area :) How many dinosaurs have you got on screen now! 
> 
> 
> 


Actually - maybe we could have dinosaur football - now that would be 
ace. 


Pterodactyl referee, diplodicus in goal, t-rex strikers: it'd be ace. 
Possible titles: "Roy of the Raptors", "Match of the Jurrasic Day" "FIFA 
20,000BC - Triassic Edition" 


—-MESSAGE FILE 6936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05661 


—-MESSAGE FILE 6937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005662 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 17:17:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <38fc985e.1211780027@news.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8df0s8$6c21@chuka.playstation.co.uk> <38fc2480.1832624@www.netyaroze-eur 
ope.com> <8dhkf9S$ca31@chuka.playstation.co.uk> <8dh1i4$ca32@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey George, 


You whipped out this news release a little too fast. Makes me worry 
that we're dealing with a Shania Twain fanatic here or something. 


Let me guess, you probably have posters all over your place too, 
right? 


Steven 


On Tue, 18 Apr 2000 13:49:24 +0100, "George Bain" 
<george_bain@scee.net> wrote: 


>Easy dude....I'm Canadian also and she is from my hometown in Ontario :) 
>See news snip below on my hometown hero! Now not that many people can 
>have bad taste? Surely not! Ha! 

> 

>George 

> 

> 

>"CP Story 

> Sales of Shania's Come On Over hit 17 million, most ever for country album 
> 

>NEW YORK (AP) - Shania Twain is keeping some lofty company these days. The 
>defending Country Music Association entertainer of the year now owns the 
>fifth best-selling 

>album in U.S. history, with her Come on Over topping the 17 million mark. 
> 

>Twain trails only The Eagles, Michael Jackson, Led Zeppelin and Fleetwood 
>Mac with the 

>multi-multi-platinum sales of her album Come On Over, according to the 
>Recording Industry 

>Association of America. 

> 

>Her album, which spawned the hit singles You're Still the One and That Don't 
>Impress 
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>Me Much, is already the biggest seller in country music history. Worldwide 
>sales are more 

>than 26 million, and Come on Over has been in the Billboard Top 200 for 122 
>weeks. 

> 

>Last year, Twain's first-ever world tour netted more than $40 million US, 
>according to Pollstar 

>magazine. " 

> 

> 

> 

> 

>"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
>news:8dhkf9Whereas pirates are hardly going to care 

>> if their Shania Twain (pirates have bad taste) CD was run through some DA 
>> convertors. 

>> 

> 


—-MESSAGE FILE 6937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05662 


—-MESSAGE FILE 6938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005663 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 17:18:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <38fd98c7.1211884878@news.playstation.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8dh9vjS$b2el@chuka.playstation.co.uk> <38fc6401.18091733@www.netyaroze-eu 
rope.com> <8dhqo6Sca33@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


And instead of penalty shots, they just eat the offending player. 


On Tue, 18 Apr 2000 15:15:04 +0100, "Matt Verran" 
<matt@frktl.freeserve.co.uk> wrote: 


>> >Ha! That's very funny....a tripple yawn from me! 

>> 

>> yeah yeah - go back into your small room while I lounge in my large 
>> communal area :) How many dinosaurs have you got on screen now! 

>> 

>> Actually - maybe we could have dinosaur football - now that would be 
>> ace. 

> 


>Pterodactyl referee, diplodicus in goal, t-rex strikers: it'd be ace. 
>Possible titles: "Roy of the Raptors", "Match of the Jurrasic Day" "FIFA 
>20,000BC - Triassic Edition" 

> 

> 


—-MESSAGE FILE 6938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05663 


—-MESSAGE FILE 6939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005664 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Tue, 18 Apr 2000 18:58:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 70 
Message-ID: <8di7m1l$ca34@chuka.playstation.co.uk> 


References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8df0s8S$6c21@chuka.playstation.co.uk> <38fc2480.1832624@www.netyaroze-eur 
ope.com> <8dhkf9Sca31@chuka.playstation.co.uk> <8dh1i4S$ca32@chuka.playstation.co.uk> 


<38£0985e.1211780027@news.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I keep the article handy when I first saw it last month. 
With a body like hers? C'mon dude...who wouldn't be :) 


George 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: 38fc985e.1211780027@news.playstation.co.uk... 
> Hey George, 


You whipped out this news release a little too fast. Makes me worry 
that we're dealing with a Shania Twain fanatic here or something. 


Let me guess, you probably have posters all over your place too, 
right? 


Steven 


> 

> 

> 

> 

> 

> 

> 

> 

> 

> On Tue, 18 Apr 2000 13:49:24 +0100, "George Bain" 
> <george_bain@scee.net> wrote: 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


>Easy dude....I'm Canadian also and she is from my hometown in Ontario :) 

>See news snip below on my hometown hero! Now not that many people can 

>have bad taste? Surely not! Ha! 

> 

>George 

> 

> 

>"CP Story 

> Sales of Shania's Come On Over hit 17 million, most ever for country 
album 


>> 

> >NEW YORK (AP) - Shania Twain is keeping some lofty company these days. 
The 

> >defending Country Music Association entertainer of the year now owns the 
> >fifth best-selling 

> >album in U.S. history, with her Come on Over topping the 17 million mark. 
>> 

> >Twain trails only The Eagles, Michael Jackson, Led Zeppelin and Fleetwood 
> >Mac with the 

> >multi-multi-platinum sales of her album Come On Over, according to the 

> >Recording Industry 

> >Association of America. 

>> 

> >Her album, which spawned the hit singles You're Still the One and That 


Don't 

> >Impress 

> >Me Much, is already the biggest seller in country music history. 
Worldwide 

> >sales are more 

> >than 26 million, and Come on Over has been in the Billboard Top 200 for 
122 

>weeks. 

> 

>Last year, Twain's first-ever world tour netted more than $40 million US, 
>according to Pollstar 

>magazine. " 

> 

> 

> 

> 


>"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


v 


VVVVVVVV V 
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> >news:8dhkf9Whereas pirates are hardly going to care 

> >> if their Shania Twain (pirates have bad taste) CD was run through some 
DA 

> >> convertors. 

> >> 

>> 

> 


—-MESSAGE FILE 6939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05664 


—-MESSAGE FILE 6940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005665 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Wed, 19 Apr 2000 01:40:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <38fd0e6d.1242003486@news.playstation.co.uk> 

References: <8d70a7S$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 

urope.com> <8df0s8S$6c21@chuka.playstation.co.uk> <38fc2480.1832624@www.netyaroze-eur 

ope.com> <8dhkf9S$ca31@chuka.playstation.co.uk> <8dh1i4$ca32@chuka.playstation.co.uk> 
<38f£c985e.1211780027@news.playstation.co.uk> <8di7ml$ca34@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I think Sony needs to start looking for a replacement. 


In the not too distant future, I see George travelling around in 8 
funky-colored Volkwagen van following Shania on tour for the rest of 
his days. 


On Tue, 18 Apr 2000 18:58:42 +0100, "George Bain" 
<george_bain@scee.net> wrote: 


>I keep the article handy when I first saw it last month. 

>With a body like hers? C'mon dude...who wouldn't be :) 

> 

>George 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news : 38fc985e.1211780027@news.playstation.co.uk... 

>> Hey George, 

>> 

>> You whipped out this news release a little too fast. Makes me worry 
>> that we're dealing with a Shania Twain fanatic here or something. 

>> 

>> Let me guess, you probably have posters all over your place too, 

>> right? 

>> 

>> Steven 

>> 

>> On Tue, 18 Apr 2000 13:49:24 +0100, "George Bain" 

>> <george_bain@scee.net> wrote: 

>> 

>> >Easy dude....I'm Canadian also and she is from my hometown in Ontario :) 
>> >See news snip below on my hometown hero! Now not that many people can 
>> >have bad taste? Surely not! Ha! 

>> > 

>> >George 

>> > 

>> > 

>> >"CP Story 

>> > Sales of Shania's Come On Over hit 17 million, most ever for country 
>album 

>> > 
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>> >NEW YORK (AP) - Shania Twain is keeping some lofty company these days. 
>The 

>> >defending Country Music Association entertainer of the year now owns the 
>> >fifth best-selling 

>> >album in U.S. history, with her Come on Over topping the 17 million mark. 
>> > 

>> >Twain trails only The Eagles, Michael Jackson, Led Zeppelin and Fleetwood 
>> >Mac with the 

>> >multi-multi-platinum sales of her album Come On Over, according to the 
>> >Recording Industry 

>> >Association of America. 

>> > 

>> >Her album, which spawned the hit singles You're Still the One and That 
>Don't 

>> >Impress 

>> >Me Much, is already the biggest seller in country music history. 
>Worldwide 

>> >sales are more 

>> >than 26 million, and Come on Over has been in the Billboard Top 200 for 
>122 

>> >weeks. 

>> > 

>> >Last year, Twain's first-ever world tour netted more than $40 million US, 
>> >according to Pollstar 

>> >magazine. " 

>> > 

>> > 

>> > 

>> > 

>> >"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

>> >news:8dhkf9Whereas pirates are hardly going to care 

>> >> if their Shania Twain (pirates have bad taste) CD was run through some 
>DA 

>> >> convertors. 

>> >> 

>> > 

>> 

> 


—-MESSAGE FILE 6940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05665 


—-MESSAGE FILE 6941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005666 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK PS2 games announcements 

Date: Wed, 19 Apr 2000 12:19:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <38FD962F.687A822F@easynet.co.uk> 

References: <8d70a7$2afl@chuka.playstation.co.uk> <38fb00cf.11480028@www.netyaroze-e 
urope.com> <8df0s8S$6c21@chuka.playstation.co.uk> <38fc2480.1832624@www.netyaroze-eur 
ope.com> <8dhkf9Sca31@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Similar situation to mine. I bought a nice Sony (natch) minidisc player/recorder 
last year for mastering music onto. The sound was good, but slightly 'hard'. In 
fact, in many ways I preferred the warm tape sound of my old four-track. 


But a couple of months ago I got a CD-R and haven't used the minidisc since. 
Will probably sell it actually. Anyone interested? It has a cool car converter 
that you plug into your cig lighter socket plus a box of blank minidiscs. 


Phil 
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Matt Verran wrote: 


I have a hifi separate MD player/recorder which I bought for mastering my 
own music to about 2 years ago. I got it because I couldn't afford a DAT. 
These days I hardly touch it, only ever use it to do overdubs, mainly 
because I bought a CDwriter and a PC good enough to work almost completely 
digitally. 

The little discs are doody, but a bit too expensive. The quality is good but 
still audibly worse than a CD. The SCCS protection on most recorders is a 
complete PAIN, punishing people like me who wanted to keep their own music, 
which they can't recreate, digital. Whereas pirates are hardly going to care 
if their Shania Twain (pirates have bad taste) CD was run through some DA 
convertors. 

On the whole I like minidisc, but not as much as I did before I met Mr cd-r. 


> I also like Crazy taxi, think its one of the best games for years. 
> Don't discuss 


VVVVVVVVVVVVVV VV VV 


...I played th<snip> 


—-MESSAGE FILE 6941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05666 


--MESSAGE FILE 6942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005667 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Japanese sales figures 

Date: Thu, 20 Apr 2000 09:04:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <8dmdneS$3r11@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1267-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_000D_01BFAAA7.81743440" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


====== =_NextPart_000_000D_O1BFAAA7.81743440 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


=20 

=20 

Famitsu Sales Charts (3-27/4-2)=20 

System Sales This Week Total Since 11/23/98 
PlayStation 2 165,685 1,484, 310 

Dreamcast 8,603 1,438,955 


Software Sales Marketshare 


PlayStation 2 13.3% 
Dreamcast 12.6% 


soe =_NextPart_000_000D_01BFAAA7.81743440 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
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<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT size=3D2> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2><FONT face=3DArial = 
size=3D3></FONT></FONT>énbsp; </DIV> 
<DIV><FONT size=3D2><FONT face=3DArial = 
size=3D3><B></B></FONT></FONT>é&nbsp; </DIV> 

<DIV><FONT size=3D2><FONT face=3DArial size=3D3><B>Famitsu Sales Charts = 
(3-27/4-2) </B>=20 


</FONT></DIV> 

<P><FONT size=3D3><PRE>System Sales This Week Total = 
Since 11/23/98</PRE><PRE>PlayStation 2 165,685 1,484,310 
Dreamcast 8,603 1,438,955 


Software Sales Marketshare 


PlayStation 2 13.3% 
Dreamcast 12.6% 
</PRE></FONT></FONT></FONT></DIV></BODY></HTML> 


_———— = _NextPart_000_000D_O1BFAAA7.81743440-- 


--MESSAGE FILE 6942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05667 


--MESSAGE FILE 6943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005668 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 09:36:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8dmfjs$3r12@chuka.playstation.co.uk> 
References: <8dmdneS$3r11@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


>Famitsu Sales Charts (3-27/4-2) 


>System Sales This Week Total Since 11/23/98 
>PlayStation 2 165,685 1,484,310 

>Dreamcast 8,603 1,438,955 

> 

>Software Sales Marketshare 

> 

>PlayStation 2 13.3% 

>Dreamcast 12.6% 


Shame really, the dreamcast games are some of the best sega product for ages 
(pun intended, sorry). It's all in the RPG's in Japan though isn't it? 

I still havn't bought a DC yet but I have a US PS2 on preorder, so I'm only 
aiding those hordes of casual gamers (who probably like Sania Twain) get 
their gaming VHS with it's yearly FIFA and Tomb Raider. 

Only one question left to be asked: Is Shania Twain really to blame for all 
the evil in the game industry? 


—-MESSAGE FILE 6943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05668 
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—-MESSAGE FILE 6944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005669 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 10:30:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <38FECE51.2197DAE@easynet.co.uk> 

References: <8dmdneS$3rl11@chuka.playstation.co.uk> <8dmfjs$3r12@chuka.playstation.co. 
uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


I think the only game that will make me buy a Dreamcast is Res Evil: Code 
Veronica. Just can't get enough of that series! 


Anyone know if Capcom are planning any Res Evil games for PS2? 
Phil 


Matt Verran wrote: 


>Famitsu Sales Charts (3-27/4-2) 

>System Sales This Week Total Since 11/23/98 
>PlayStation 2 165,685 1,484,310 

>Dreamcast 8,603 1,438,955 

> 

>Software Sales Marketshare 

> 

>PlayStation 2 13.3% 

>Dreamcast 12.6% 


Shame really, the dreamcast games are some of the best sega product for ages 
(pun intended, sorry). It's all in the RPG's in Japan though isn't it? 

I still havn't bought a DC yet but I have a US PS2 on preorder, so I'm only 
aiding those hordes of casual gamers (who probably like Sania Twain) get 
their gaming VHS with it's yearly FIFA and Tomb Raider. 

Only one question left to be asked: Is Shania Twain really to blame for all 
the evil in the game industry? 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 6944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05669 


—-MESSAGE FILE 6945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005670 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 10:57:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8dmkbp$3r13@chuka.playstation.co.uk> 

References: <8dmdneS$3rl11l@chuka.playstation.co.uk> <8dmfjs$3r12@chuka.playstation.co. 
նէ» <38FECE51.2197DAE@easynet.co.uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I think the only game that will make me buy a Dreamcast is Res Evil: Code 


> 
> Veronica. Just can't get enough of that series! 
> 
> 


Anyone know if Capcom are planning any Res Evil games for PS2? 
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> 
> Phil 


With such a big market they'd be a bit silly not to, but I don't think 
anything has been announced RE wise. Onimusha (think thats the right 
spelling) is by Capcom and a survival horror game thats been announced. 


—-MESSAGE FILE 6945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05670 


—-MESSAGE FILE 6946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005671 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 11:10:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <8dm116$3r14@chuka.playstation.co.uk> 

References: <8dmdneS$3rl1l1@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———--=_NextPart_000_0019_01BFAAB8.F9AE0920" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


This is a multi-part message in MIME format. 


aac =_NextPart_000_0019_01BFAAB8 .F9AE0920 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Thats strange, since I read that PS2 has shipped over 2million in Japan. 
If you look at the games ratio to PS2....... looks like alot more people 
buying DVD's then games...hmmm. That would be me! 


George 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message = 
news: 8dmdne$3r11l@chuka.playstation.co.uk... 


=20 

=20 

Famitsu Sales Charts (3-27/4-2) -20 
System Sales This Week Total Since 11/23/98 
PlayStation 2 165,685 1,484, 310 
Dreamcast 8,603 1,438,955 


Software Sales Marketshare 


PlayStation 2 13.3% 
Dreamcast 12.6% 


sss = = =_NextPart_000_0019_01BFAAB8 .F9AE0920 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 
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<META content=3D"MSHTML 5.00.3013.2600" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 


DIV><FONT size=3D2>Thats strange, since I read that PS2 has shipped = 
ver 2million=20 

n Japan.</FONT></DIV> 

DIV><FONT size=3D2>If you look at the games ratio to PS2....... looks = 
ike=20 


loténbsp;more people</FONT></DIV> 
DIV><FONT size=3D2>buying&nbsp;DVD's then games...hmmm.énbsp; That = 
ould be=20 
e!</FONT></DIV> 
DIV>&nbsp; </DIV> 
DIV><FONT size=3D2>George</FONT></DIV> 
DIV>&nbsp; </DIV> 
DIV>&nbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>"Derek da Silva" &1t;<A=20 
href=3D"mailto:dasi@eidosnet.co.uk">dasi@eidosnet.co.uk</A>é&gt; wrote = 
in message=20 
<A=20 
href=3D"news: 8dmdne$3r11@chuka.playstation.co.uk">news: 8dmdne$3r11@chuka. 
playstation.co.uk</A>...</DIV> 
<DIV><FONT size=3D2> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2><FONT face=3DArial = 
size=3D3></FONT></FONT>énbsp; </DIV> 
<DIV><FONT size=3D2><FONT face=3DArial = 
size=3D3><B></B></FONT></FONT>é&nbsp; </DIV> 
<DIV><FONT size=3D2><FONT face=3DArial size=3D3><B>Famitsu Sales = 
Charts=20 
(3-27/4-2) </B> </FONT></DIV> 


ՃՃՃՃՅՊՖՊՃՃՋԵհԷ՞ՕՃ 


<P><FONT size=3D3><PRE>System Sales This Week Total = 
Since 11/23/98</PRE><PRE>PlayStation 2 165,685 1,484,310 
Dreamcast 8,603 1,438,955 


Software Sales Marketshare 


PlayStation 2 13.3% 
Dreamcast 12.6% 
</PRE></FONT></FONT></FONT></DIV></BLOCKQUOTE></BODY></HTML> 


—----- =_NextPart_000_0019_01BFAAB8 .F 9AE0920-- 


—-MESSAGE FILE 6946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
05671 


——MESSAGE FILE 6947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0005672 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 11:40:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8dmmr9$3r15@chuka.playstation.co.uk> 

References: <8dmdneS$3r11@chuka.playstation.co.uk> <8dmfjsS$3r12@chuka.playst 
նք» <38FECE51.2197DAE@easynet.co.uk> 

NNTP-Posting-Host: usr1267-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I think the only game that will make me buy a Dreamcast is Res Evil: Code 
> Veronica. Just can't get enough of that series! 
> 
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glish/000 


english/0 


ation.co. 
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> Anyone know if Capcom are planning any Res Evil games for PS2? 

x Phil 

http://www.msnbc.com/news/397313.asp 


According to this article, Shinji Mikami is working on several PS2 games. 


Derek 


—-MESSAGE FILE 6947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05672 


—-MESSAGE FILE 6948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005673 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 13:06:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <38fefea4.33925001@news.playstation.co.uk> 

References: <8dmdneS$3rl11l@chuka.playstation.co.uk> <8dmfjs$3r12@chuka.playstation.co. 
uk> <38FECE51.2197DAE@easynet.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Dead or Alive 2 rocks on the Dreamcast. I've read many mixed reviews 
on the game, but personally, I haven't played a better fighting game 
anywhere else! 


I know it will be out on the PS2, but I'm not sure if it is yet/when 
it is. I read a preview about it and it sounded just like the DC 
version -- except fighting the last guy is wierd cause everything 
starts out really foggy (and hard to see). 


Steven 


On Thu, 20 Apr 2000 10:30:58 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>I think the only game that will make me buy a Dreamcast is Res Evil: Code 
>Veronica. Just can't get enough of that series! 

> 

>Anyone know if Capcom are planning any Res Evil games for PS2? 

> 

>Phil 

> 

>Matt Verran wrote: 

> 

>> >Famitsu Sales Charts (3-27/4-2) 

>> >System Sales This Week Total Since 11/23/98 

>> >PlayStation 2 165,685 1,484,310 

>> >Dreamcast 8,603 1,438,955 

>> > 

>> >Software Sales Marketshare 

>> > 

>> >PlayStation 2 13.3% 

>> >Dreamcast 12.6% 

>> 

>> Shame really, the dreamcast games are some of the best sega product for ages 
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>> (pun intended, sorry). It's all in the RPG's in Japan though isn't it? 
>> I still havn't bought a DC yet but I have a US PS2 on preorder, so I'm only 
>> aiding those hordes of casual gamers (who probably like Sania Twain) get 
>> their gaming VHS with it's yearly FIFA and Tomb Raider. 

>> Only one question left to be asked: Is Shania Twain really to blame for all 
>> the evil in the game industry? 


—-MESSAGE FILE 6948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05673 


—-MESSAGE FILE 6949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005674 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 14:25:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <38FF052D.D084A51B@éeasynet.co.uk> 

References: <8dmdneS$3rl11l@chuka.playstation.co.uk> <8dmfjs$3r12@chuka.playstation.co. 
uk> <38FECE51.2197DAE@easynet.co.uk> <8dmmr9S3r15@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Interesting article. Seems like Sony needs to pull its finger out and develop 
some standard libraries for PS2. If well-established and experienced developers 
are finding it 'very, very difficult', then that's pretty serious. Could mean 
few software titles for PS2. 


Phil 


Derek da Silva wrote: 


> > I think the only game that will make me buy a Dreamcast is Res Evil: Code 
> > Veronica. Just can't get enough of that series! 

>> 

> > Anyone know if Capcom are planning any Res Evil games for PS2? 

>> 

> > Phil 

> 

> http://www.msnbc.com/news/397313.asp 

> 

> According to this article, Shinji Mikami is working on several PS2 games. 
> 

> Derek 


—-MESSAGE FILE 6949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05674 


—-MESSAGE FILE 6950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005675 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Japanese sales figures 

Date: Thu, 20 Apr 2000 15:41:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8dn4uj$3r1l6@chuka.playstation.co.uk> 

References: <8dmdneS$3rl1l1@chuka.playstation.co.uk> <8dmfjs$3r12@chuka.playstation.co. 
նէ» <38FECE51.2197DAE@easynet.co.uk> <38fefea4.33925001@news.playstation.co.uk> 
NNTP-Posting-Host: usr2045-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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> I know it will be out 
> 
> 
> 
> 
> 


Steven 


on the PS2, but I'm not sure if it is yet/when 


it is. I read a preview about it and it sounded just like the DC 
version -- except fighting the last guy is wierd cause everything 
starts out really foggy (and hard to see). 


I've had a quick play with DOA 2 on PS2. I understand there isn't a great 
deal of difference between the PS2 and DC versions. The DC graphics have a 


smoother overall finish 


, but the PS2 version has some extra effects and 


stages, and the extra costumes have to be earned. The Euro version of DOA 2 
on DC is undergoing some tweakage hence the delay i.e. SEGA hate us. 


Derek 


——MESSAGE FILE 6950 END 
05675 


: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


—-MESSAGE FILE 6951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005676 
Path: chuka.playstation 


.co.uk! news 


From: Philip Gooch <philg@easynet.co.uk> 


Newsgroups: scee.yaroze 


.freetalk.english 


Subject: Portable Playstation at E3 
Date: Thu, 20 Apr 2000 17:31:26 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 12 


Message-ID: <38FF30DE.7! 


BAA6F31@easynet.co.uk> 


NNTP-Posting-Host: 193.131.140.238 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.61 
X-Accept—-Language: en 


[en] (Win95; I) 


Could the rumours be true: 


http://www. futuregamer.com/PlayStation/news.asp?ID=15843 


Rob, George: do you know anything about this? 


Goodbye GameBoy Color.. 


Phil 


—-MESSAGE FILE 6951 END 
05676 


: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


—-MESSAGE FILE 6952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005677 

Path: chuka.playstation 
From: "Derek da Silva" 
Newsgroups: scee.yaroze 


.co.uk! news 


<dasi@eidosnet.co.uk> 


.freetalk.english 


Subject: Re: Portable Playstation at E3 
Date: Thu, 20 Apr 2000 19:54:43 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 106 


Message-ID: <8dnjp5$5rgl@chuka.playstation.co.uk> 
References: <38FF30DE.7BAA6F31@easynet.co.uk> 
NNTP-Posting-Host: pCFslla03.client.global.net.uk 


Mime-Version: 1.0 

Content-Type: multipart 
boundary="—----= 

X-Priority: 3 


/alternative; 
NextPart_000_00AC_O1BFAB02.459D8A60" 


X-MSMail-Priority: Normal 


X-Newsreader: Microsoft 


Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


aa aa = _NextPart_000_00AC_O1BFAB02.459D8A60 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> Rob, George: do you know anything about this? 
>=20 

> Goodbye GameBoy Color... 

>=20 

> Phil 


A handheld PlayStation is a nice idea (and great rumour material) but = 
I'm not sure it'd be feasible. Compatibility (multi-player etc) would 
be tricky. 


The screen would be a big problem. It'd need to be at least 76,800 = 
pixels just to support 320*240. Handheld TVs of a similar resolution = 
and a 2.5" screen cost well over $100 and require 3 or 4 AA batteries. 


Power consumption. I think SONY claim around 16 hours with 2 AA = 
batteries for a mid-range Discman, but we'd need to run a double speed 
drive, and the PS chipset and screen as well. 


SONY would have to subsidise the console to make it affordable, but = 
users would be able to use their existing collection of PS games i.e. = 
SONY would have little hope of recovering their hardware losses in new 
software sales. 


Besides all that, sitting on the train waiting for Driver to load would = 
make me go a bit mental ;-) 


Derek 
The PS2 modem/hard drive rumour is much more interesting չ-) 


=20 


SSeS =_NextPart_000_00AC_01BFABO2.459D8A60 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>&gt; Rob, George: do you know = 
anything about=20 

this?<BR>&gt; <BR>&gt; Goodbye GameBoy Color...<BR>&gt; <BR>&gt;=20 
Phil<BR></FONT></DIV> 

<DIV><FONT face=3DVerdana size=3D2>A handheld PlayStation is a nice idea = 
(and great=20 

rumour material) but I'm not sure it'd be feasible.&énbsp; Compatibility=20 
(multi-player etc) would be tricky.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>The screen would be a big = 
problem.énbsp; It'd=20 

need to be at least 76,800 pixels just to support 320*240.énbsp; = 
Handheld TVs of=20 

a similar resolution and a 2.5" screen cost well over $100 and require 3 = 


Net Yaroze newsgroups message dump.txt Page 4503 


or 4 AA=20 

batteries.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Power consumption.&nbsp; I think SONY = 
claim=20 

around 16 hours with 2 AA batteries for a mid-range Discman, but we'd = 
need to=20 

run a double speed drive, and the PS chipset and screen as = 
well.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>SONY would have to subsidise the = 
console to make=20 

it affordable, but users would be able to use their existing collection = 
of PS=20 

games i.e. SONY would have little hope of recovering their hardware 
losses in=20 

new software sales.</FONT></DIV> 


<DIV>é&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Besides all that, sitting on the = 
train waiting=20 

for Driver to load would make me go a bit mental ;-)</FONT></DIV> 
<DIV>é&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Derek</FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>The PS2 modem/hard drive rumour is = 
much more=20 

interesting ;-)</FONT></DIV> 

<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>énbsp; </DIV></BODY></HTML> 


Z= == = _NextPart_000_00AC_01BFAB02.459D8A60-- 


—-MESSAGE FILE 6952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05677 


—-MESSAGE FILE 6953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005678 
Path: chuka.playstation.co.uk!news 
From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Portable Playstation at E3 
Date: Thu, 20 Apr 2000 21:53:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 86 
Message-ID: <38FFO6E3F.31F9EB92@easynet.co.uk> 
References: <38FF30DE.7BAA6F31@easynet.co.uk> <8dnjp5$5rgl@chuka.playstation.co.uk> 
Reply-To: phil@neuon.com 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 96B56E936DAD3DEF63419D80" 
X-Mailer: Mozilla 4.61 (Macintosh; I; PPC) 
X-Accept—-Language: en 


96B56E93 6DAD3DEF63419D80 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 


Hmm, yeah, it does sound a bit far out. Such a machine would probably 
run on a rechargeable power pack (like some MiniDisc recorders) rather 
than AAs. And it would need to be expensive - portable DVD players cost 
about £700. 


Still, the GameBoy Color is the biggest-selling console on the planet 
right now, and maybe Sony want to grab a piece of the action. 


All this hard drive stuff we're hearing about: XBox and now PS2. It's 
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going to get to the point where you might as well get a PC - by the time 
you've added on the cost for the hard drive and the modem, there won't 
be much in it, price-wise. 


Phil 
Derek da Silva wrote: 
Rob, George: do you know anything about this? 


Goodbye GameBoy Color... 


VVV WV 


v 


PhilA handheld PlayStation is a nice idea (and great rumour 
material) but I'm not sure it'd be feasible. Compatibility 
(multi-player etc) would be tricky. The screen would be a big 

problem. It'd need to be at least 76,800 pixels just to support 
320*240. Handheld TVs of a similar resolution and a 2.5" screen cost 
well over $100 and require 3 or 4 AA batteries. Power consumption. I 
think SONY claim around 16 hours with 2 AA batteries for a mid-range 
Discman, but we'd need to run a double speed drive, and the PS chipset 
and screen as well. SONY would have to subsidise the console to make 
it affordable, but users would be able to use their existing 
collection of PS games i.e. SONY would have little hope of recovering 
their hardware losses in new software sales. Besides all that, sitting 
on the train waiting for Driver to load would make me go a bit mental 
չ-) Derek The PS2 modem/hard drive rumour is much more interesting ;-) 


VVVVVVVVVVVVVV VV VV 


96B56E936DAD3DEF 63419D80 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
Hmm, yeah, it does sound a bit far out. Such a machine would probably run 
on a rechargeable power pack (like some MiniDisc recorders) rather than 
AAs. And it would need to be expensive - portable DVD players cost about 
é&pound; 700. 
<p>Still, the GameBoy Color is the biggest-selling console on the planet 
right now, and maybe Sony want to grab a piece of the action. 
<p>All this hard drive stuff we're hearing about: XBox and now PS2. It's 
going to get to the point where you might as well get a PC - by the time 
you've added on the cost for the hard drive and the modem, there won't 
be much in it, price-wise. 
<p>Phil 
<p>Derek da Silva wrote: 
<blockquote TYPE=CITE><style></style> 
<font face="Verdana"><font Տ126Հ-1»» 
Rob, George: do you know anything about this?</font></font> 
<br><font face="Verdana"><font size=—-1>></font></font> 
<br><font face="Verdana"><font size=-1>> Goodbye GameBoy Color...</font></font> 
<br><font face="Verdana"><font size=—1>></font></font> 
<br><font face="Verdana"><font size=-1>> PhilA handheld PlayStation is 
a nice idea (and great rumour material) but I'm not sure it'd be feasible. &nbsp; 
Compatibility (multi-player etc) would be tricky.</font></font> <font face="Verdana" 
><font size=—1>The 
screen would be a big problem.énbsp; It'd need to be at least 76,800 pixels 
just to support 320*240.&nbsp; Handheld TVs of a similar resolution and 
a 2.5" screen cost well over $100 and require 3 or 4 AA batteries.</font></font> 
<font face="Verdana"><font size=-1>Power consumption.&nbsp; I think SONY 
claim around 16 hours with 2 AA batteries for a mid-range Discman, but 
we'd need to run a double speed drive, and the PS chipset and screen as 
well.</font></font> <font face="Verdana"><font size=-1>SONY would have 
to subsidise the console to make it affordable, but users would be able 
to use their existing collection of PS games i.e. SONY would have little 
hope of recovering their hardware losses in new software sales.</font></font> 
<font face="Verdana"><font size=-1>Besides all that, sitting on the train 
waiting for Driver to load would make me go a bit mental ;-)</font></font> 
<font face="Verdana"><font size=—1>Derek</font></font> <font face="Verdana"><font si 
ze=—-1>The 
PS2 modem/hard drive rumour is much more interesting ;-)</font></font></blockquote> 
</html> 


96B56E936DAD3DEF 6341 9D80-- 
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—-MESSAGE FILE 6953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05678 


—-MESSAGE FILE 6954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005679 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 11:00:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <8dp8r0S8cel@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <8dnjp5$5rgl@chuka.playstation.co.uk> 

<38FFO6E3F .31F9EB92@easynet.co.uk> 

NNTP-Posting-Host: usr1299-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_001D_01BFAB80.BD722040" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


Աաաա աաա» =_NextPart_000_001D_01BFAB80.BD722040 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hmm, yeah, it does sound a bit far out.=20 
Phil=20 


Hi 


Still, it's fun speculating. I was thinking as cheaply as possible - a = 
regular portable TV/CD player combo might be possible to sell for around = 
$200 if mass produced in gameboy type quantities. A rechargeable = 
battery pack would add even more to the initial cost, but it'd be an = 
essential optional extra. But a 4" screen?! 


SONY are supposed to be planning a budget PS hardware re-release (like 
Nintendo's Super Famicom Jr. - snazzy new case etc.) - perhaps this is = 
the rumoured "PS Dash" console. 


Derek=20 


SS SSS =_NextPart_000_001D_01BFAB80.BD722040 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV>é&nbsp;</DIV>Hmm, yeah, it does sound a bit far out.=20 
<P>Phil=20 
<P><FONT face=3DVerdana size=3D2>Hi</FONT> 

<P><FONT face=3DVerdana><FONT size=3D2>Still, it's fun = 
speculating.&nbsp; I was=20 

thinking as cheaply as possible - a&nbsp;regular portable = 
TV/CD&nbsp; player=20 
combo might be possible to sell for around $200 if mass produced in = 
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gameboy type=20 

quantities.</FONT><FONT size=3D2>&nbsp; A rechargeable battery pack = 
would add even=20 

more to the initial cost, but it'd be an essential optional=20 
extra.é&nbsp; énbsp;But a 4" screen?!</FONT></FONT> 
<P><FONT face=3DVerdana size=3D2>SONY are supposed to be planning a = 
budget PS=20 


hardware re-release (like Nintendo's&nbsp;Super Famicom Jr. - snazzy new = 
case=20 
etc.) - perhaps this is the rumoured "PS Dash" console.</FONT> 


<P><FONT face=3DVerdana><FONT = 
size=3D2>Derek</FONT>énbsp; </FONT></P></BODY></HTML> 


—_——— =_NextPart_000_001D_01BFAB80.BD722040-- 


—-MESSAGE FILE 6954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05679 


—-MESSAGE FILE 6955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005680 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 11:12:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <8dp9fkS$8ce2@chuka.playstation.co.uk> 
References: <38FF30DE.7BAA6F31@easynet.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I'm going to E3 this year so I'll let you know if I see it! This is news 
EO: «ՈՅ. 22545 time to get some more info from my secret sources. 


As for Nintendo! Why GameBoy Color? Why did they ever release it? 

They should have waited for GameBoy Advance! Great, now EB will 

have stock piles of GameBoy original and GameBoy Color...who in the 

hell is going to buy the both of these when GameBoy Advance comes 

out? But they again...this is Nintendo and they are notorious for release 
dates. GameBoy Advance in 2001... anyone? 


George 

"Philip Gooch" <philg@easynet.co.uk> wrote in message 
news: 38FF30DE.7BAA6F31@easynet.co.uk... 

> Could the rumours be true: 

http://www. futuregamer.com/PlayStation/news.asp?ID=15843 
Rob, George: do you know anything about this? 

Goodbye GameBoy Color... 


Phil 


VVVVVVVVV VV 


—-MESSAGE FILE 6955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05680 


—-MESSAGE FILE 6956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005681 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Summercamp Games for me!! 

Date: Fri, 21 Apr 2000 11:14:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8dp9j3$8ce3@chuka.playstation.co.uk> 
References: <le8vetv.x2icdpl4n2ak2N@ipc379blle.dial.wxs.nl> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Why in the hell would anyone want to hire you ;) Have you 

ever been to New York? They have more then 3 hours of daylight 
you know! Ha! Anyways, congrats and try not to have too much 
fun. 


George 


"DEnnis Brinkhuis" <debri@hetnet.nl> wrote in message 
news: le8vetv.x2icdpl4n2ak2N@ipc379blle.dial.wxs.nl... 
> Hi All, 


It's almost final!! The 12th of July I am going to NY to assist ata 
Games SummerCamp at the Stony Brook University in New York. I can't wait 
to go there!! 


Cheers, 


VVVVVVVV 


DEnnis.. 


—-MESSAGE FILE 6956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05681 


-—-MESSAGE FILE 6957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005682 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Fri, 21 Apr 2000 11:16:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8dp90iS8ce4@chuka.playstation.co.uk> 
References: <8dfgp0S$6c22@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


That should be right. If I recall, all compilers set globals variables to 
0. 


George 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 
news:8dfgp0S6c22@chuka.playstation.co.uk... 
> I HATE codewarrior........ GRRRRR 


now its making an externed global variable NULL. 


Doh! 


Bob 
bob@shand.org.uk 


VVVVVVVVVV 
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—-MESSAGE FILE 6957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05682 


—-MESSAGE FILE 6958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005683 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 11:28:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <8dpag8$8ce5@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <8dp9fk$8ce2@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1299-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0038_01BFAB84.B52E33C0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


This is a multi-part message in MIME format. 


=== = = _NextPart_000_0038_01BFAB84.B52E33C0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi 

> As for Nintendo! Why GameBoy Color? Why did they ever release it? 
Because they're well clever. =20 

They should have waited for GameBoy Advance! Great, now EB will 
have stock piles of GameBoy original and GameBoy Color...who in the 


hell is going to buy the both of these when GameBoy Advance comes 
out? =20 


Surely the same situation for PS and PS2. This is just the sort of = 
incoherent nonsense I'd expect of a Shania Twain fan ;-) 


> But they again...this is Nintendo and they are notorious for release 
> dates. GameBoy Advance in 2001... anyone? 


You're probably right. Bring us back some juicy E3 gossip please! 
Cheers, 


Derek 


= = = _NextPart_000_0038_01BFAB84.B52E33C0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DVerdana size=3D2>Hi</FONT></DIV> 

<DIV>&nbsp; </DIV> 
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<DIV><FONT size=3D2>&gt; As for Nintendo! &nbsp; 


Why did=20 


they ever release it?<BR></FONT></DIV> 
<DIV><FONT face=3DVerdana size=3D2>Because they're well clever.énbsp; 


</FONT></DIV> 
<DIV>&nbsp; </DIV> 


<DIV><FONT size=3D2>&gt; They should have waited for GameBoy 


Advance! &nbsp; Great, =20 


now EB will<BR>é&gt; have stock piles of GameBoy original and Gamel 


Color...who=20 


in the<BR>&gt; hell is going to buy the both of these when GameBoy 


Advance=20 


comes<BR>égt; out?énbsp; </FONT></DIV> 


<DIV>&nbsp; </DIV> 


<DIV><FONT face=3DVerdana size=3D2>Surely the same situation for PS and 


PS2.é&nbsp; =20 


This is just the sort of incoherent nonsense I'd expect of a Shania 


Twain fan=20 

;—-) </FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV>&nbsp; </DIV> 


<DIV><FONT size=3D2>&gt; But they again...this is Nintendo and they are 


notorious=20 


for release<BR>&gt; dates.&nbsp; GameBoy Advance in 2001... 


anyone?</FONT></DIV> 
DIV>&nbsp; </DIV> 


ack some=20 


AKRAAAUWUOAA 


IV>é&nbsp; </DIV></BODY></HTML> 


ase = _NextPart_000_0038_01BFAB84.B52E33C0-- 


Why GameBoy Color?énbsp; 


DIV><FONT face=3DVerdana size=3D2>You're probably right.é&nbsp; 


uicy E3 gossip please!</FONT></DIV> 

DIV><FONT size=3D2></FONT>énbsp; </DIV> 

DIV><FONT face=3DVerdana size=3D2>Cheers, </FONT></DIV> 

DIV><FONT size=3D2></FONT>énbsp; </DIV> 

DIV><FONT size=3D2><FONT face=3DVerdana>Derek<BR></FONT></DIV></FONT> 
D 
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—-MESSAGE FILE 6958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05683 


—-MESSAGE FILE 6959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005684 
Path: chuka.playstation.co.uk!news 


From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: CodeWarrior 


Date: Fri, 21 Apr 2000 13:18:15 +0100 
Organization: PlayStation Net Yaroze 


Lines: 51 


Message-ID: <8dpgrrS8ce6@chuka.playstation.co.uk> 


References: <8dfgp0S$6c22@chuka.playstation.co.uk> <8dp90iS$8ce4@chuka.playstation.co. 


uk> 


NNTP-Posting-Host: is2932.tay.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


No George what I mean is this 
main.c 

int fred; // The global var 
main () 


{ 
fred = 255; // Give it a val 


foo(); 
} 


foo.c 


#include <stdio.h> 
extern int fred; // The global var 
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foo () 


{ 
printf("Fred is %d\n", fred); 


} 


Anyway its fixed itself now. God knows what it was up to. 


Bob 


George Bain wrote in message <8dp90iS8ce4@chuka.playstation.co.uk>... 

>That should be right. If I recall, all compilers set globals variables to 
>0. 

> 

>George 

> 

>"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

>news: 8dfgp0S$6c22@chuka.playstation.co.uk... 

>> I HATE codewarrior........ GRRRRR 

>> 

>> now its making an externed global variable NULL. 

>> 

>> Doh! 

>> 
>> Bob 

>> bob@shand.org.uk 
>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 6959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05684 


—-MESSAGE FILE 6960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005685 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 13:19:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <8dpgum$8ce7@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <8dp9fk$8ce2@chuka.playstation.co.uk> 

<8dpag8$8ce5@chuka.playstation.co.uk> 

NNTP-Posting-Host: is2932.tay.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-—-=_NextPart_000_0020_01BFAB94.43D734F0" 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


This is a multi-part message in MIME format. 


== =s =_NextPart_000_0020_01BFAB94.43D734F0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


This is just the sort of incoherent nonsense I'd expect of a Shania = 
Twain fan :-) 

=20 

George you ain't ever gonna live this down <g> 

=20 

Bob 

bob@shand.org.uk 
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anita = =_NextPart_000_0020_01BFAB94.43D734F0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 = 
Transitional//EN"> 

<META content=3D'"MSHTML 4.72.3612.1706"' name=3DGENERATOR> 
<STYLE></STYLE> 


</HEAD> 

<BODY bgColor=3D#ffffff> 

<BLOCKQUOTE=20 

style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 
<DIV><FONT face=3DVerdana size=3D2>This is just the sort of = 
incoherent nonsense=20 

I'd expect of a Shania Twain fan ;-)</FONT></DIV> 

<DIV>&nbsp; </DIV> 


<DIV><FONT color=3D#000000 face=3DArial size=3D2>George you ain't = 
ever gonna live=20 
this down &lt;g&égt;</FONT></DIV> 
<DIV><FONT color=3D#000000 face=3DArial size=3D2></FONT>é&nbsp; </DIV> 
<DIV><FONT color=3D#000000 face=3DArial size=3D2>Bob</FONT></DIV> 
<DIV><FONT color=3D#000000 face=3DArial size=3D2><A=20 
href=3D"mailto:bob@shand.org.uk">bob@shand.org.uk</A></FONT></DIV> 
<DIV><FONT color=3D#000000 face=3DArial=20 
size=3D2></FONT>énbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


_———— = NextPart_000_0020_O01BFAB94.43D734F0-- 


4511 


—-MESSAGE FILE 6960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05685 


—-MESSAGE FILE 6961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005686 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Fri, 21 Apr 2000 15:00:28 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 59 

Message-ID: <8dpmrj$3jsl@chuka.playstation.co.uk> 


References: <8dfgp0S$6c22@chuka.playstation.co.uk> <8dp90iS$8ce4@chuka.playstation.co. 


uk> <8dpgrrS$8ce6@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Gotcha.... 
Codewarrior..... hmmm. 


"ROBERT C SHAND" <298rcs@tay.ac.uk> wrote in message 
news: 8dpgrr$8ce6@chuka.playstation.co.uk... 

> No George what I mean is this 

main.c 


int fred; // The global var 


main () 


{ 


VVVVVVVV 


fred = 255; // Give it a val 
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foo(); 
} 


foo.c 


#include <stdio.h> 
extern int fred; // The global var 


foo () 
í 

printf("Fred is %d\n", fred); 
} 


Anyway its fixed itself now. God knows what it was up to. 


Bob 


George Bain wrote in message <8dp90iS8ce4@chuka.playstation.co.uk>... 
>That should be right. If I recall, all compilers set globals variables 
° 

>0. 

> 

>George 

> 

>"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 
>news:8dfgp0$6c22@chuka.playstation.co.uk... 

>> I HATE codewarrior........ GRRRRR 

>> 

>> now its making an externed global variable NULL. 

>> 

>> Doh! 

>> 

>> Bob 

>> bob@shand.org.uk 


VN V V NV V NV N NV NV V V NV NV VV VV VV VIE V VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 6961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05686 


—-MESSAGE FILE 6962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005687 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 16:29:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <39007ee6.812409@www.netyaroze-europe. com> 
References: <38FF30DE.7BAA6F31@easynet.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hell, I'll respond to everyones post in one thing here cos I cant be 
bothered to reply 5 times :) The details on the web page are at the 
bottom of this post. 


I personally don't believe it. I would love to be wrong but don't 
think I am - from my knowledge to run a cd player and lcd screen would 
be a pain - plus I certainly wouldnt want to have to hold my damn game 
unit still to avoid skipping of the cd - can you imagine trying to 
play gran turismo or any other game that streams stuff off the cd and 


Net Yaroze newsgroups message dump.txt 
hoping it doesnt skip - it would be hideous. 


Battery technology doesnt move as fast as other areas in a handheld - 
last I heard batteries were still the lmiting factor in deciding what 
you could do with anything portable, be it tv, dvd player or whatever. 
Unless they sorted out the pliable plastic batteries which sounded 
neat (the actual case of your portable machine would be one big 
battery!) me not think its worth it. 


Also - <opinion> Sony wouldn't release a handheld that could play 
normal PS games even if there were no other reasons not to </opinion>. 


Sony and Nintendo only really make money on software sales - of which 
there would be next to no more. Also, playing games not designed for 
the small screen isnt that great - I tried playing Master System games 


on the game gear and apart from a few there were big problems. 


What I think Sony should do - 

release a handheld completely based on the PS1 that takes cartridges - 
they are cheap, they work, they dont drain batteries much, blah blah 
blah - and then us lucky punters get to buy all our old games again. 
The only differences would be - different number of buttons and 
probably no analogues - maybe less main memory, vram, sound ram (they 
could get away with less sound ram and vram easily). 


Software companies spend 1-2 months to convert a game from PS1 to 
handheld (ie, work with less memory, no streaming, no fmv and lower 
screen resolution) and suddenly everyone buys it again. Hurrah all 
round. 


And finally - come on George what sort of strange comment is that to 
say that EB will stockpile gameboy and gameboy coloUr when the advance 
comes out? It will work exactly like everything else like games, 
videos, hardware etc, etc - shops always buy too much (apart from the 
very few things that sell like hot cakes) and then the big companies 
buy them all back - it happens for every single PS game, so why not 
for the hardware as well. And anyway - most people are probably on to 
their 2nd PS1 by now - so whats a 3rd gameboy :) 


It would be ace to work on a handheld playstation - probably quite 
profitable too... 


Rob 


Handheld PlayStation To be Revealed At E3? 
20 Apr 00 


If the rumours are true, the Game Boy Color is about to be blown out 
of the water... 


Sony are working on a portable PlayStation called the PlayStation 
Dash, according to rumours flying about Japanese games sites. 


Apparently, the machine will be similar in proportions to a Sony 
Discman and will have a 4-inch TFT display built in. 


It all sounds too good to be true, but some reports even go so far to 
claim that the unit is going to be officially announced at this year's 
E3 and that it already has a Japanese recommended retail price of 9800 
yen (£60) attached to it. 


The mere mention of the 'Dash' being similar in size to a Discman is 

enough to send shivers of excitement down the spine - and shivers of 

horror round the Nintendo boardroom. Imagine: all that back-catalogue 
available for a handheld... 


Naturally we don't give the rumours the slightest bit of credence - 
but we're still going to be hovering round Sony's gaffe at E3 like 
flies. 
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Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 6962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05687 


—-MESSAGE FILE 6963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005688 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 17:45:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <390192fc.137445626@news.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <8dnjp5$5rgl@chuka.playstation.co.uk> 
<38FF6E3F.31F9EB92@easynet.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.452 


I think hard drives are a really bad move personally. 


"Think of the possibilities" they tell us, streaming media, software 
patches/updates, downloaded games and all that jazz. 


What I think of is this: 
Garbage. 


I honestly hate having to sift through my HD to free up disk space. 
There's so much trash left over in my computer, when technically, it's 
all stuff that I installed myself. In a game console, I suppose a lot 
of this stuff is supposed to be installed behind the scenes, try 
cleaning that mess up? 


The only space management needed in a console so far was with memory 
cards. There are a reasonably small number of save games in a memory 
card, so it's not too hard to identify them and remove the ones you 
want. If you don't feel like going through that, you could always 
just buy a new memory card. Are people going to buy new hard drives 
when they fill up? 
Once again, "Think of the possibilities" the console developers tell 
us. My response is "Think of the irresponsible software vendors". 
They'll just litter the drive with trash and it will become an 
unmanageable mess. 


Steven 


On Thu, 20 Apr 2000 21:53:19 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>Hmm, yeah, it does sound a bit far out. Such a machine would probably 
>run on a rechargeable power pack (like some MiniDisc recorders) rather 
>than AAs. And it would need to be expensive - portable DVD players cost 
>about £700. 

> 

>Still, the GameBoy Color is the biggest-selling console on the planet 
>right now, and maybe Sony want to grab a piece of the action. 

> 

>All this hard drive stuff we're hearing about: XBox and now PS2. It's 
>going to get to the point where you might as well get a PC - by the time 
>you've added on the cost for the hard drive and the modem, there won't 
>be much in it, price-wise. 

> 
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>Phil 

> 

>Derek da Silva wrote: 
> 
>> 
>> 
>> 
>> 
>> > PhilA handheld PlayStation is a nice idea (and great rumour 

>> material) but I'm not sure it'd be feasible. Compatibility 

>> (multi-player etc) would be tricky. The screen would be a big 

>> problem. It'd need to be at least 76,800 pixels just to support 

>> 320*240. Handheld TVs օք a similar resolution and a 2.5" screen cost 
>> well over $100 and require 3 or 4 AA batteries. Power consumption. I 
>> think SONY claim around 16 hours with 2 AA batteries for a mid-range 
>> Discman, but we'd need to run a double speed drive, and the PS chipset 
>> and screen as well. SONY would have to subsidise the console to make 
>> it affordable, but users would be able to use their existing 

>> collection of PS games i.e. SONY would have little hope of recovering 
>> their hardware losses in new software sales. Besides all that, sitting 
>> on the train waiting for Driver to load would make me go a bit mental 
>> ;-) Derek The PS2 modem/hard drive rumour is much more interesting ;-) 


Rob, George: do you know anything about this? 


> 
> 
> Goodbye GameBoy Color... 
> 


—-MESSAGE FILE 6963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05688 


—-MESSAGE FILE 6964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005689 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 21 Apr 2000 19:18:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <8dq5um$3js2@chuka.playstation.co.uk> 

References: <38FF30DE./7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


C'mon Swan..wake up. 


1) Would you buy a B&W t.v. if it's 10 pounds less then a Color t..v? 
(no you wouldn't!) 
2) Would you spend an extra 10 pounds more if the Color t.v. had 

a better picture? (of coarse you would!) 


The bottom line is who would buy GameBoy original when GameBoy color 
doesn't cost that much more. Who is going to buy a GameBoy color 
when GameBoy Advance comes out? GameBoy Advance will play the old 
games! Why? Why would anyone think different! I'll tell EB myself to stop 
stocking this old crap when GameBoy Advance ever gets released! 


= 


Someone, anyone, please respond saying you agree with me on this.... 


George 

> And finally - come on George what sort of strange comment is that to 

> say that EB will stockpile gameboy and gameboy coloUr when the advance 
> comes out? It will work exactly like everything else like games, 

> videos, hardware etc, etc - shops always buy too much (apart from the 
> very few things that sell like hot cakes) and then the big companies 

> buy them all back - it happens for every single PS game, so why not 

> for the hardware as well. And anyway - most people are probably on to 
> their 2nd PS1 by now - so whats a 3rd gameboy :) 
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—-MESSAGE FILE 6964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05689 


—-MESSAGE FILE 6965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005690 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sat, 22 Apr 2000 00:28:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 196 

Message-ID: <8dqo5v$6d11@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1292-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="————-=_NextPart_000_004F_01BFABF1.A095COAO0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


=== - _NextPart_000_004F_01BFABF1.A095C0A0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi guys, 

> 1) Would you buy a B&W t.v. if it's 10 pounds less then a Color t..v? 
> (no you wouldn't!) 

> 2) Would you spend an extra 10 pounds more if the Color t.v. had 

> a better picture? (of coarse you would!) 

>=20 


> The bottom line is who would buy GameBoy original when GameBoy color 
> doesn't cost that much more. =20 


I'll clear a few things up. Forget about the original GB. When GB = 
Color was released in 1998 the monochrome versions were quickly phased = 
out. Also, believe it not, Nintendo are having difficulty meeting = 
demand for GBC hardware - so no stockpiling craziness down at EB. 


> Who is going to buy a GameBoy color 


> when GameBoy Advance comes out? GameBoy Advance will play the old 

> games! Why? Why would anyone think different! I'll tell EB myself to = 
stop 

> stocking this old crap when GameBoy Advance ever gets released! 


IMO, the transition form GBC to GBA is almost exactly equivalent to the = 
transition form PS to PS2 - in both cases, backwardly compatible = 
consoles designed to replace massively popular but outdated hardware. I 
imagine you won't be demanding EB stop stocking original PS hardware = 
come PS2 launch day...=20 


Who's gonna buy PS hardware when PS2 is out? I dunno, but people will = 
(they are in Japan). I'm sure SONY intend PS and PS2 to co-exist for = 
some time. 


Robert: 
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Also - <opinion> Sony wouldn't release a handheld that could play 
normal PS games even if there were no other reasons not to </opinion>. 
Sony and Nintendo only really make money on software sales - of which 
there would be next to no more. 


VV V V 


SONY would have to subsidise the console to make it affordable,=20 

but users would be able to use their existing collection of PS games=20 
i.e. SONY would have little hope of recovering their hardware losses=20 
in new software sales. 


V V V V 


'Great' minds thinking alike etc... :-) 


20 

Software companies spend 1-2 months to convert a game from PS1 to 
handheld (ie, work with less memory, no streaming, no fmv and lower 
screen resolution) and suddenly everyone buys it again. Hurrah all 
round.=20 


V V V V Il 


Having had a look at some official Nintendo docs regarding converting = 
between NES and GBC, conversions to handhelds aren't quite so easy as 
they seem. A switch to a lower screen resolution in itself would = 
require major reworking of most games (hence the small number of NES = 
conversions to GBC) .=20 


Soya =_NextPart_000_004F_01BFABF1.A095COAO 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DVerdana size=3D2>Hi guys, </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>é&gt; 1) Would you buy a B&amp;W t.v. if it's 10 = 
pounds less=20 

then a Color t..v?<BR>&gt; (no you wouldn't!)<BR>&gt; 2) Would you spend = 
an=20 

extra 10 pounds more if the Color t.v. had<BR>&gt; &nbsp;&nbsp;&nbsp; a = 
better=20 

picture? (of coarse you would!) <BR>&gt; <BR>&gt; The bottom line is who 
would=20 

buy GameBoy original when GameBoy color<BR>é&gt; doesn't cost that much=20 
more.énbsp; </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>I'1ll clear a few things up.énbsp; = 
Forget about=20 
the original GB.&nbsp; When GB Color was released in 1998 the monochrome = 


versions were quickly phased out.énbsp; Also, believe it not, Nintendo = 
are=20 

having difficulty meeting demand for GBC hardware - so no stockpiling = 
craziness=20 

down at EB.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>&gt; Who is going to buy a GameBoy color<BR>&gt; = 
when GameBoy=20 

Advance comes out?&nbsp; GameBoy Advance will play the old<BR>&é&gt; = 
games! &nbsp; =20 


Net Yaroze newsgroups message dump.txt 


Why? Why would anyone think different!é&nbsp; I'll tell EB myself to = 
stop<BR>&gt;=20 

stocking this old crap when GameBoy Advance ever gets = 

released! <BR></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>IMO, the&nbsp;transition form GBC to = 
GBA is=20 

almost exactly equivalent to the transition form PS to PS2 -&énbsp;in = 
both cases, =20 

backwardly compatible consolesénbsp;designed to&nbsp; replace massively = 
popular=20 

but outdated hardware.énbsp; I imagine you won't be demanding EB stop = 
stocking=20 

original PS hardware come PS2 launch day... </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana><FONT size=3D2>Who's gonna buy PS hardware = 
when PS2 is=20 

out?&nbsp; I dunno, but people will (they are in Japan) .&nbsp; I<FONT = 
size=3D2>'m=20 

sure SONY intend PS and PS2 to co-exist for some=20 
time.</FONT></FONT></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Robert :</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>é&gt; Also - &lt;opinioné&gt; Sony wouldn't release a = 
handheld=20 

that could play<BR>&gt; normal PS games even if there were no other = 
reasons not=20 

to &lt;/opinionégt; .<BR>&gt; Sony and Nintendo only really make money on = 


software sales - of which<BR>&gt; there would be next to no = 
more.</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT face=3DVerdana size=3D2> 

DIV><FONT face=3DVerdana size=3D2>&gt; SONY would have to subsidise the = 
nsole to=20 
ke it affordable, </FONT></DIV> 
IV><FONT face=3DVerdana size=3D2>& gt; but users would be able to use = 
eir=20 
isting collection of PS games </FONT></DIV> 
IV><FONT face=3DVerdana size=3D2>& gt; i.e. SONY would have little hope = 
=20 
covering their hardware losses </FONT></DIV> 

IV><FONT face=3DVerdana size=3D2>& gt; in new software = 
les.</FONT></DIV><FONT=20 

ce=3DArial> 

IV>é&nbsp; </DIV> 

IV>é&nbsp; </DIV></FONT> 

Iv>'Great' minds thinking alike etc... :-)</FONT></DIV></DIV> 
IV><FONT size=3D2></FONT>é&nbsp; </DIV> 

IV><FONT size=3D2>&nbsp;<BR>&gt; Software companies spend 1-2 months 
convert=20 

a game from PS1 to<BR>&gt; handheld (ie, work with less memory, no = 
streaming, no=20 
fmv and lower<BR>&gt; screen resolution) and suddenly everyone buys it = 
again.=20 
Hurrah all<BR>&gt; round. </FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Having had a look at some official = 
Nintendo docs=20 

regarding converting between NES and GBC, conversions to handhelds = 
aren't quite=20 

so easy as they seem.énbsp; A switch to a lower screen = 
resolutionénbsp;in itself=20 

would require major reworking of&nbsp;most games (hence theénbsp;small = 
number of=20 

NES conversions to GBC). </FONT></DIV> 

<DIV><FONT size=3D2>&nbsp; </DIV></FONT> 

<DIV><FONT face=3DVerdana size=3D2>Derek :-)</FONT></DIV> 

<DIV>&nbsp; </DIV> 


° 


tFAAAAANHHDAKROADTFAABAAAA 


O ÜUCOUCOUCUODPDO00ON0N HO Mx TOY 
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<DIV>énbsp; </DIV></BODY></HTML> 
— =_NextPart_000_004F_0O1BFABF1.A095COA0-- 


--MESSAGE FILE 6965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05690 


—-MESSAGE FILE 6966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005691 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sat, 22 Apr 2000 11:58:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 142 

Message-ID: <8ds0hjS$S6m1@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_00D7_01BFAC52.025FED00" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


This is a multi-part message in MIME format. 


aaa =_NextPart_000_00D7_01BFAC52.025FED00 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Nonsense, GB original can still be bought at EB an other electronic = 
stores. They still sell 

them at Dixens in Heathrow Airport! They are having difficulty because 
of the Pokemon craze. 


GameBoy original is over 10 years old. Why are they stocking this = 
still? Because they have 

built to many օք them! Nobody knows when we will stop stocking PS1 = 
hardware, but I don't see 

SCE selling them after 10 years! This is a first for SCE to release = 
another system, so it's anyone's 

guess what will happen. Do you know that Nintendo still sells Nintendo = 
8-bit and Super Nintendo 

still? They haven't even phased these systems out. They still = 
officially support 5 different systems! =20 


Well, if a PS2 is selling at 200 and a PS1 at 100, I would spend the = 
extra 100 and get a PS2. 

It really is that logical. Is plays PS1 titles with better graphics and = 
PS2 games along with 

DVD movies. Now c'mon, some consumers are completely brain dead and they = 
will buy PS1. 

However, if you don't own a PS1 then buying a PS2 is a damn bargin! 


George 
"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message=20 


I'll clear a few things up. Forget about the original GB. When GB = 
Color was released in 1998 the monochrome versions were quickly phased = 
out. Also, believe it not, Nintendo are having difficulty meeting = 
demand for GBC hardware - so no stockpiling craziness down at EB. 


IMO, the transition form GBC to GBA is almost exactly equivalent to = 
the transition form PS to PS2 - in both cases, backwardly compatible = 
consoles designed to replace massively popular but outdated hardware. I 
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imagine you won't be demanding EB stop stocking original PS hardware = 
come PS2 launch day...=20 


Who's gonna buy PS hardware when PS2 is out? I dunno, but people will = 
(they are in Japan). I'm sure SONY intend PS and PS2 to co-exist for = 
some time. 


See =_NextPart_000_00D7_01BFAC52.025FEDO00 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.3013.2600" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>Nonsense, GB original can still be bought at EB an 
ther=20 
1 
D 


ectronic stores.&nbsp; They still sell</FONT></DIV> 

IV><FONT size=3D2>them at Dixens in Heathrow Airport!&nbsp; They are 
having=20 
difficulty&nbsp; </FONT><FONT size=3D2>because of the Pokemon = 
craze.</FONT></DIV> 

<DIV>é&nbsp; </DIV> 


ADOAA 


<DIV><FONT size=3D2>GameBoy original is over 10 years old.&nbsp; Why are = 
they=20 

stocking this still?é&énbsp; Because they have</FONT></DIV> 

<DIV><FONT size=3D2>built to many of them!&nbsp; Nobody knows when we = 
will stop=20 

stocking PS1 hardware, but I don't see</FONT></DIV> 

<DIV><FONT size=3D2>SCE&nbsp;selling them after 10 years!&nbsp; This is = 
a first=20 

for SCE to release another system, so it's anyone's</FONT></DIV> 
<DIV><FONT size=3D2>guess what will happen.&nbsp; Do you know that = 
Nintendo still=20 

sells Nintendo 8-bit and Super Nintendo</FONT></DIV> 

<DIV><FONT size=3D2>still?&nbsp; They haven't even phased these systems=20 
out.&nbsp;&nbsp; They still officially supporté&nbsp;5 different = 

systems! énbsp; =20 

</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>Well, if a PS2 is selling at 200 and a PS1 at 100, I = 
would=20 

spend the extra 100 and get a PS2.</FONT></DIV> 

<DIV><FONT size=3D2>It really is that logical.&nbsp; Is plays PS1 titles = 
with=20 

better graphics and PS2 games along with</FONT></DIV> 

<DIV><FONT size=3D2>DVD movies. Now c'mon, some consumers are completely = 
brain=20 

dead and they will buy PS1.</FONT></DIV> 

<DIV><FONT size=3D2>However, if you don't own a PS1 then buying a PS2 is = 
a damn=20 

bargin! </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>George</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<BLOCKQUOTE=20 


style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>"Derek da Silva" &1t;<A=20 

href=3D"mailto:dasi@eidosnet.co.uk">dasi@eidosnet.co.uk</A>é&gt; wrote = 
in message=20 

</DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>I'1ll clear a few things up.énbsp; = 
Forget about=20 

the original GB.&nbsp; When GB Color was released in 1998 the = 
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monochrome=20 

versions were quickly phased out.&énbsp; Also, believe it not, Nintendo = 
are=20 

having difficulty meeting demand for GBC hardware - so no stockpiling=20 

craziness down at EB.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>IMO, theénbsp;transition form GBC 
to GBA is=20 

almost exactly equivalent to the transition form PS to PS2 -&nbsp;in 
both=20 

cases, backwardly compatible consolesé&nbsp; designed to&nbsp; replace = 
massively=20 

popular but outdated hardware.énbsp; I imagine you won't be demanding = 
EB stop=20 

stocking original PS hardware come PS2 launch day... </FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana><FONT size=3D2>Who's gonna buy PS hardware = 
when PS2 is=20 

out?&nbsp; I dunno, but people will (they are in Japan) .&nbsp; I<FONT=20 

size=3D2>'m sure SONY intend PS and PS2 to co-exist for some=20 

time.</FONT></FONT></FONT></DIV> 

<DIV>é&nbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


—----- =_NextPart_000_00D7_01BFAC52.025FED00-- 


—-MESSAGE FILE 6966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05691 


—-MESSAGE FILE 6967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005692 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sat, 22 Apr 2000 20:35:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 194 

Message-ID: <8dsut8$18rl@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 

sOhjS6m1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1252-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_001B_ 01BFAC9A.3CD0O7A20" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


Sasa =_NextPart_000_001B_01BFAC9A.3CD07A20 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi George 


> Nonsense, GB original can still be bought at EB an other electronic = 
stores. =20 

> They still sell them at Dixens in Heathrow Airport! They are having = 
difficulty=20 

> because of the Pokemon craze. 


Do you mean GB Pocket? The machines you've seen are old stock - = 
remnants that EB, Dixons for some reason still have lying around. They = 
still sell Saturn at my local Dixons and Virgin Megastore - go figure. 
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> GameBoy original is over 10 years old. Why are they stocking this = 
still? 
> Because they have built to many of them! =20 


They've built too many? What are you talking about? Check out this 
week's MCV. 


> Nobody knows when we will stop stocking PS1 hardware, but I don't see=20 
> SCE selling them after 10 years! 


You seem to be hugely irritated Nintendo have the nerve to sell a 10 = 
year old console. GB is more popular than ever; it has massive = 
developer support. As long as this is true, and irrespective of it's = 
age, Nintendo will continue to support GB. It would be insane not to. 


> Do you know that Nintendo still sells Nintendo 8-bit and Super = 
Nintendo still? =20 

> They haven't even phased these systems out. They still officially = 
support 5 different 

> systems!=20 


Yes. Consumers, "brain dead" or otherwise, still own and want to buy = 
these systems. Is this a problem? 


> Well, if a PS2 is selling at 200 and a PS1 at 100, I would spend the = 
extra 100 and=20 
> get a PS2. It really is that logical 


No, It really isn't that simple George. PS and GBC will be repositioned = 
as budget systems - people will still want to buy these machines if only = 
because they'll be cheap and the software will be cheap. I expect PS2 = 
will initially sell for at least =A3250 (I'm an optimist), while PS is = 
cut to =A350. The few who don't already own a PS won't necessarily make = 
a "logical" decision in the face of this huge difference. If they = 


choose PS/N64/DC over PS2 it won't necessarily be because they're stupid 
either. 


SaaS = =_NextPart_000_001B_01BFAC9A.3CD07A20 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DVerdana size=3D2>Hi George</FONT></DIV> 
<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>&gt; Nonsense, GB original can still be bought at EB = 
an other=20 

electronic stores.&énbsp; </FONT></DIV> 
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<DIV><FONT size=3D2>&gt; They still sell</FONT><FONT size=3D2> them at = 
Dixens in=20 

Heathrow Airport!&nbsp; They are having difficulty&nbsp; </FONT></DIV> 
<DIV><FONT size=3D2>&gt; because of the Pokemon craze.</FONT></DIV> 
<DIV>é&nbsp; </DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Do you mean GB Pocket?énbsp; The = 
machines you've=20 

seen are old stock - remnants that EB, Dixons for some reason&nbsp;still 
have=20 

lying around.&nbsp; They still sell Saturn at my local Dixons and Virgin = 


Megastore - go figure.</FONT></DIV> 

DIV>&nbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV><FONT size=3D2>&gt; GameBoy original is over 10 years = 
d. &nbsp; </FONT><FONT=20 
ze=3D2> Why are they stocking this still?</FONT></DIV> 

IV><FONT size=3D2>égt; &nbsp; Because they have</FONT><FONT size=3D2> = 
ilt to many=20 
them! &nbsp; </FONT></DIV> 

IV><FONT size=3D2></FONT>é&nbsp; </DIV> 

IV><FONT face=3DVerdana size=3D2></FONT>&nbsp; </DIV> 
IV><FONT face=3DVerdana size=3D2>They've built too = 
ny?énbsp; &nbsp;What are you=20 

lking about?&nbsp; Check out this week's MCV.</FONT></DIV> 
IV><FONT size=3D2></FONT>é&nbsp; </DIV> 

IV><FONT size=3D2></FONT>&nbsp; </DIV> 

IV>é&nbsp; </DIV> 
IV><FONT size=3D2> 

IV><FONT size=3D2>&gt; Nobody knows when we will stop stocking PS1 = 
, but=20 
don't see</FONT><FONT size=3D2> </FONT></DIV> 
DIV><FONT size=3D2>é&gt; SCE&nbsp;selling them after 10 = 
ears!</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT face=3DVerdana></FONT>é&nbsp; </DIV> 

DIV><FONT face=3DVerdana>You seem to be hugely irritated Nintendo have = 
the nerve=20 

to sell a 10 year old console.énbsp; GB is more popular than ever; it = 
has=20 

massive developer support.&nbsp;&nbsp;As long as this is true, and = 
irrespective=20 

of it's age, Nintendo will continue toé&énbsp;support GB.énbsp; It would = 
be insane=20 

not to.</FONT></DIV> 

<DIV>é&nbsp; </DIV></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>&gt; Do you know that Nintendo still sells Nintendo = 
8-bit and=20 
Super Nintendo</FONT><FONT size=3D2> still?énbsp; </FONT></DIV> 

<DIV><FONT size=3D2>&gt; They haven't even phased these systems=20 
out.&nbsp; &nbsp; They still officially supporté&nbsp;5 = 
different</FONT><FONT=20 

size=3D2></FONT></DIV> 

<DIV><FONT size=3D2>&gt; systems! énbsp; </FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Yes.&nbsp; Consumers, "brain dead" or = 
otherwise, =20 
still own and want to buy these systems.&nbsp; Is this a = 
problem?</FONT></DIV> 

DIV>&nbsp; </DIV> 
DIV><FONT size=3D2></FONT>&nbsp; </DIV> 

DIV><FONT size=3D2></FONT>é&nbsp; </DIV> 

DIV><FONT size=3D2>é&gt; Well, if a PS2 is selling at 200 and a PS1 at = 
00, I=20 

ould spend the extra 100 and </FONT></DIV> 
D 

h 

° 

D 
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AKAN AHDAAAAAPTBAAADTANDOAAAA 


IV><FONT size=3D2>&gt; get a PS2.</FONT><FONT size=3D2> It really is 
at=20 

gical</FONT></DIV> 

IV>é&nbsp; </DIV> 


AFAAZRPAAAA 
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<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>No, It really isn't that simple = 
George.&nbsp; PS=20 
and GBC will be repositioned as budget systems - people will still want = 
to buy=20 

these&nbsp;machines if only because they'll be cheap and the software = 
will be=20 
cheap.énbsp; énbsp;I expect PS2 will initially sell forénbsp;at least = 
=A3250 (I'm=20 

an optimist),énbsp;while PS is cut to =A350.é&nbsp;énbsp;The fewénbsp;who = 
don't=20 

already own a PS won't necessarilyénbsp;make&nbsp;a "logical" decision = 
in the=20 

face of this huge difference.&nbsp; If they choose PS/N64/DC over PS2 it 
won't=20 

necessarily be because they're stupid either.</FONT></DIV> 

<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Derek :-)</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>énbsp; </DIV></BODY></HTML> 


—_——— =_NextPart_000_001B_01BFAC9A.3CD07A20-- 


—-MESSAGE FILE 6967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05692 


-—-MESSAGE FILE 6968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005693 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sat, 22 Apr 2000 21:04:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 216 

Message-ID: <8dtO0ht$18r2@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 

sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0117_0O1BFAC9E.54919320" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


This is a multi-part message in MIME format. 


------ - _NextPart_000_0117_01BFAC9E.54919320 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


This is pointless.......... because I know that I'm correct :) 
George 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message = 
news: 8dsut8$18rl@chuka.playstation.co.uk... 
Hi George 


> Nonsense, GB original can still be bought at EB an other electronic = 
stores. =20 

> They still sell them at Dixens in Heathrow Airport! They are having = 
difficulty=20 

> because of the Pokemon craze. 
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=20 

Do you mean GB Pocket? The machines you've seen are old stock - = 
remnants that EB, Dixons for some reason still have lying around. They = 
still sell Saturn at my local Dixons and Virgin Megastore - go figure. 


> GameBoy original is over 10 years old. Why are they stocking this 
still? 

> Because they have built to many of them! =20 

=20 

=20 

They've built too many? What are you talking about? Check out this 
week's MCV. 

=20 

=20 


> Nobody knows when we will stop stocking PS1 hardware, but I don't = 
see=20 
> SCE selling them after 10 years! 


=20 

You seem to be hugely irritated Nintendo have the nerve to sell a 10 
year old console. GB is more popular than ever; it has massive = 
developer support. As long as this is true, and irrespective of it's = 
age, Nintendo will continue to support GB. It would be insane not to. 


> Do you know that Nintendo still sells Nintendo 8-bit and Super = 
Nintendo still? =20 

> They haven't even phased these systems out. They still officially 
support 5 different 

> systems!=20 

=20 

=20 

Yes. Consumers, "brain dead" or otherwise, still own and want to buy = 
these systems. Is this a problem? 


> Well, if a Ք52 is selling at 200 and a Ք51 at 100, I would spend the = 
extra 100 and=20 
> get a PS2. It really is that logical 


=20 

No, It really isn't that simple George. PS and GBC will be = 
repositioned as budget systems - people will still want to buy these = 
machines if only because they'll be cheap and the software will be = 
cheap. I expect PS2 will initially sell for at least =A3250 (I'm an = 
optimist), while PS is cut to =A350. The few who don't already own a PS = 
won't necessarily make a "logical" decision in the face of this huge = 


difference. If they choose PS/N64/DC over PS2 it won't necessarily be = 
because they're stupid either. 
=20 


=20 
Derek :-) 


ժԿ7ԿԿ,/ = _NextPart_000_0117_01BFAC9E.54919320 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.3013.2600" name=3DGENERATOR> 
<STYLE></STYLE> 
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</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT size=3D2>This is pointless.......... because I know that I'm = 
correct=20 
:) </FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2>George</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>"Derek da Silva" &1t;<A=20 
href=3D"mailto:dasi@eidosnet.co.uk">dasi@eidosnet.co.uk</A>é&gt; wrote = 
in message=20 
<A=20 
href=3D"news: 8dsut8$18rl@chuka.playstation.co.uk">news: 8dsut8$18rl1l@chuka. 
playstation.co.uk</A>...</DIV> 
<DIV><FONT face=3DVerdana size=3D2>Hi George</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2>é&gt; Nonsense, GB original can still be bought at = 
EB an=20 
Է 
D 


other electronic stores.&nbsp; </FONT></DIV> 

<DIV><FONT size=3D2>&gt; They still sell</FONT><FONT size=3D2> them at = 
Dixens in=20 

Heathrow Airport!&nbsp; They are having difficulty&nbsp; </FONT></DIV> 

<DIV><FONT size=3D2>&gt; because of the Pokemon craze.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Do you mean GB Pocket?é&énbsp; The = 


machines=20 

you've seen are old stock - remnants that EB, Dixons for some=20 

reasonénbsp; still have lying around.&nbsp; They still sell Saturn at = 
my local=20 

Dixons and Virgin Megastore - go figure.</FONT></DIV> 
DIV>&nbsp; </DIV> 
DIV>&nbsp; </DIV> 
DIV>&nbsp; </DIV> 
DIV><FONT size=3D2>&gt; GameBoy original is over 10 years=20 


ld.&nbsp;</FONT><FONT size=3D2> Why are they stocking this = 
still?</FONT></DIV> 

DIV><FONT size=3D2>égt; &nbsp; Because they have</FONT><FONT size=3D2> = 
built to=20 


ny of them! &nbsp; </FONT></DIV> 
IV><FONT size=3D2></FONT>é&nbsp; </DIV> 
IV><FONT face=3DVerdana size=3D2></FONT>&nbsp; </DIV> 
IV><FONT face=3DVerdana size=3D2>They've built too = 
?&nbsp; &nbsp;What are you=20 
lking about?&nbsp; Check out this week's MCV.</FONT></DIV> 
IV><FONT size=3D2></FONT>é&nbsp; </DIV> 
IV><FONT size=3D2></FONT>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV><FONT size=3D2> 
IV><FONT size=3D2>&gt; Nobody knows when we will stop stocking PS1 = 
ware, =20 
t I don't see</FONT><FONT size=3D2> </FONT></DIV> 
IV><FONT size=3D2>&gt; SCE&nbsp;selling them after 10 = 
s!</FONT></DIV> 
IV>é&nbsp; </DIV> 
IV><FONT face=3DVerdana></FONT>é&nbsp; </DIV> 
IV><FONT face=3DVerdana>You seem to be hugely irritated Nintendo 
have the=20 

nerve to sell a 10 year old console.&nbsp; GB is more popular than 
ever; it=20 

has massive developer support.énbsp;énbsp;As long as this is true, and = 


3 

իկ 
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irrespective of it's age, Nintendo will continue to&nbsp; support = 
GB.&nbsp; It=20 

would be insane not to.</FONT></DIV> 

<DIV>&nbsp;</DIV></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT size=3D2>&gt; Do you know that Nintendo still sells = 
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Nintendo 8-bit=20 
and Super Nintendo</FONT><FONT size=3D2> still?&nbsp; </FONT></DIV> 
<DIV><FONT size=3D2>&gt; They haven't even phased these systems=20 
out.&nbsp; &nbsp; They still officially supporté&nbsp;5 = 
different</FONT><FONT=20 
size=3D2></FONT></DIV> 
<DIV><FONT size=3D2>&gt; systems! énbsp; </FONT></DIV> 
<DIV><FONT size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DVerdana size=3D2>Yes.&nbsp; Consumers, "brain dead" = 
or=20 
otherwise, still own and want to buy these systems.&nbsp; Is this a=20 
problem?</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT size=3D2>é&gt; Well, if a PS2 is selling at 200 and a PS1 at 
100, 1-20 
would spend the extra 100 and </FONT></DIV> 
<DIV><FONT size=3D2>&gt; get a PS2.</FONT><FONT size=3D2> It really is = 
that=20 
logical</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DVerdana size=3D2>No, It really isn't that simple = 
George. &nbsp; =20 


PS and GBC will be repositioned as budget systems - people will still = 
want to=20 

buy theseénbsp;machines if only because they'll be cheap and the = 
software will=20 

be cheap.énbsp; &énbsp;I expect PS2 will initially sell forénbsp;at = 


least =A3250=20 

(I'm an optimist),é&nbsp;while PS is cut to =A350.&nbsp; &nbsp;The = 
few&nbsp; who=20 

don't already own a PS won't necessarilyé&nbsp;makeénbsp;a "logical" 
decision=20 

in the face of this huge difference.&énbsp; If they choose PS/N64/DC = 
over PS2=20 

it won't necessarily be because they're stupid either.</FONT></DIV> 

<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Derek :-)</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>é&nbsp; </DIV></BLOCKQUOTE></BODY></HTML> 


=== us = _NextPart_000_0117_01BFAC9E.54919320-- 


—-MESSAGE FILE 6968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05693 


—-MESSAGE FILE 6969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005694 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sat, 22 Apr 2000 21:19:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <8dt1g8$18r3@chuka.playstation.co.uk> 

References: <38FF30DE./7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 

sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtOht$18r2 

@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1252-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-—-=_NextPart_000_0045_01BFACAO0.6CF36AE0" 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 


X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314. 


This is a multi-part message in MIME format. 


== s= = _NextPart_000_0045_01BFACA0.6CF36AE0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


1300 


> This is pointless.......... because I know that I'm correct :) 


> 
> George 


Hi George :-) 


I'm sure no one will ever be able to persuade you otherwise! 


Cheers 
Derek 


=== = === = _NextPart_000_0045_01BFACA0.6CF36AE0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 


<HTML><HEAD> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 


<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 


<STYLE></STYLE> 
</HEAD> 

<BODY bgColor=3D#ffffff> 

DIV>&nbsp; </DIV> 

DIV><FONT size=3D2>égt; This is pointless.......... 
'm=20 
rrect :)</FONT></DIV> 

IV><FONT size=3D2>&gt;</FONT></DIV> 
IV><FONT size=3D2>&gt; George</FONT></DIV> 
IV>énbsp; </DIV> 


IV>é&nbsp; </DIV> 


rsuade you=20 
herwise!</FONT></DIV> 
IV>é&nbsp; </DIV> 


IV>énbsp; </DIV> 


NAKA ADWTAAAAAAQHAA 
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Jared = NextPart_000_0045_01BFACAO. 6CF36AE0-- 


because I know that 


IV><FONT face=3DVerdana size=3D2>Hi George :-)</FONT></DIV> 


IV><FONT face=3DVerdana size=3D2>I'm sure no one will ever be able to 


IV><FONT face=3DVerdana size=3D2>Cheers</FONT></DIV> 


IV><FONT face=3DVerdana size=3D2>Derek</FONT></DIV></BODY></HTML> 
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—-MESSAGE FILE 6969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05694 


—-MESSAGE FILE 6970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005695 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sun, 23 Apr 2000 00:44:01 +0100 

Organization: Neuon 

Lines: 102 

Message-ID: <8dtddj$2c21@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> 
<39007ee6.812409@www.netyaroze-europe. com> 
<8dq5um$3js2@chuka.playstation.co.uk> 
<8dqo5v$6d11l@chuka.playstation.co.uk> 
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<8ds0hj$6m1@chuka.playstation.co.uk> 
<8dsut8$18r1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary="MS_Mac_OE_3039295441_75206_MIME Part" 
X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


> THIS MESSAGE IS IN MIME FORMAT. Since your mail reader does not understand 
this format, some or all of this message may not be legible. 


—-MS_Mac_OEF_ 3039295441 _75206_MIME Part 
Content-type: text/plain; charset="ISO-8859-1" 
Content-transfer-encoding: 8bit 


So long as the software is there, the old consoles will continue to sell. 
If great games are still coming out for PS1, people will still buy it. Added 
to the fact that, well into 2001, there will still be only a handful of 


games available for PS2 compared to what's available for PS1. 


I know this is a Yaroze/PS newsgroup, but I'm still not convinced by PS2. 
I've seen the games running at Computer Warehouse, and they look good - but 
not *that* much better than Dreamcast. 


I'll certainly be holding off getting a PS2 until there's more available for 
it than Gran Turismo 2002 and Tekken 37 or whatever. 


In article <8dsut8$18rl@chuka.playstation.co.uk>, "Derek da Silva" 
<dasi@eidosnet.co.uk> wrote: 


> Well, if a PS2 is selling at 200 and a PS1 at 100, I would spend the extra 100 
and 
> get a PS2. It really is that logical 


No, It really isn't that simple George. PS and GBC will be repositioned as 
budget systems - people will still want to buy these machines if only 
because they'll be cheap and the software will be cheap. I expect PS2 will 
initially sell for at least £250 (I'm an optimist), while PS is cut to £50. 
The few who don't already own a PS won't necessarily make a "logical" 
decision in the face of this huge difference. If they choose PS/N64/DC over 
PS2 it won't necessarily be because they're stupid either. 


Derek :-) 


—-MS_Mac_OEF_3039295441_ 75206_MIME_ Part 
Content-type: text/html; charset="ISO-8859-1" 
Content-transfer-encoding: quoted-printable 


<HTML> 

<HEAD> 

<TITLE>Re: Portable Playstation at E3</TITLE> 

</HEAD> 

<BODY BGCOLOR=3D"#FFFFFE"> 

<BR> 

é&nbsp;So long as the software is there, the old consoles will continue to s= 
ell. If great games are still coming out for PS1, people will still buy it. = 
Added to the fact that, well into 2001, there will still be only a handful o= 


f games available for PS2 compared to what's available for PS1.<BR> 
<BR> 
I know this is a Yaroze/PS newsgroup, but I'm still not convinced by PS2. I= 
ՄՏ seen the games running at Computer Warehouse, and they look good - but n= 
ot *that* much better than Dreamcast .<BR> 
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<BR> 

I'll certainly be holding off getting a PS2 until there's more available fo= 
r it than Gran Turismo 2002 and Tekken 37 or whatever.<BR> 

< 


In article &1t;8dsut8$18rl@chuka.playstation.co.uk&gt;, &quot;Derek da Silv= 
a&équot; &lt;dasi@eidosnet.co.uk&gt; wrote:<BR> 

<BR> 

<BLOCKQUOTE><BR> 

<FONT SIZE=3D"2">& gt; Well, if a PS2 is selling at 200 and a PS1 at 100, I wo= 

uld spend the extra 100 and <BR> 

&gt; get a PS2. It really is that logical<BR> 

</FONT>&nbsp; <BR> 

é&nbsp; <BR> 

é&nbsp; <BR> 

<FONT SIZE=3D"2"><FONT FACE=3D"Verdana">No, It really isn't that simple George.= 
é&nbsp;PS and GBC will be repositioned as budget systems - people will still= 
want to buy these machines if only because they'll be cheap and the softwar= 

e will be cheap. &nbsp;I expect PS2 will initially sell for at least =A3250 (I= 
'm an optimist), while PS is cut to =A350. &nbsp;The few who don't already own= 
a PS won't necessarily make a &quot;logical&quot; decision in the face of t= 

his huge difference. &nbsp;If they choose PS/N64/DC over PS2 it won't necess= 
arily be because they're stupid either.<BR> 

</FONT></FONT>&nbsp; <BR> 

é&nbsp; <BR> 

é&nbsp; <BR> 

<FONT SIZE=3D"2"><FONT FACE=3D"Verdana">Derek :-) <BR> 

</FONT></FONT>énbsp; <BR> 

é&nbsp; <BR> 

<BR> 

</BLOCKQUOTE> 

</BODY> 

</HTML> 


--MS_Mac_OE_3039295441_75206_MIME_Part-—-— 


-—-MESSAGE FILE 6970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05695 


—-MESSAGE FILE 6971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005696 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sun, 23 Apr 2000 10:09:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 179 

Message-ID: <8dueihSgqft1l@chuka.playstation.co.uk> 

References: <38FF30DE./7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 

sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 

@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_074D_01BFADOC.0ED95480" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


This is a multi-part message in MIME format. 


== === = NextPart_000_074D_01BFAD0C.0ED95480 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Re: Portable Playstation at E3We have reached a point in graphics = 
hardware where it is difficult to see the difference. 
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Look at a 2000 poly model or a 4000 poly model in a graphics = 
application...it is hard 
to tell the difference. =20 


The hardware field is even this time around. The last round was won by = 
SCE because of 
the hardware and ease of use to program. 


Round ONE fight! 


Nintendo 64 
— cartridge based and therefore many developers stayed far away from it 


Sega Saturn 
- didn't have any dedicated graphics chip 
- was a nightmare to program for 


Playstation 

- CD based 

- dedicated graphics chip 

- easy to program for (hence Net Yaroze!!) 


Round TWO fight! 
Dophin 


- CD based 
- graphics chip capable of doing at least 3 million ploys 


Dreamcast 
- CD based 
- graphics chip capable of doing at least 3 million ploys 


PlayStation 2 
- CD based 
- graphics chip capable of doing at least 3 million ploys 


It's all going to come down to the best games. SCE will have Crash = 
9,10,11,etc and 

Dophin will have Mario 7,8,9,etc and or coarse Dreamcast will have Sonic = 
6,7,8,etc. 


Has anyone seen Dead or Alive 2 for both PlayStation 2 and = 
Dreamcast.......... I have. 


George 


"all of these views are my personal views, not SCE...blah, blah, blah" 


"Phil Gooch" <phil@neuon.com> wrote in message=20 


I know this is a Yaroze/PS newsgroup, but I'm still not convinced by = 
PS2. I've seen the games running at Computer Warehouse, and they look = 
good - but not *that* much better than Dreamcast. 


m= === = NextPart_000_074D_01BFAD0C.0ED95480 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD><TITLE>Re: Portable Playstation at E3</TITLE> 
<META content=3D"text/html; charset=3Diso-8859-1" 


4531 


Net Yaroze newsgroups message dump.txt 


http-equiv=3DCont 
<META content=3D" 
<STYLE></STYLE> 
</HEAD> 

<BODY bgColor=3D# 
DIV><FONT size=3 
t is=20 
ifficult 
DIV><FONT 
a=20 
aphics applicat 
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MSHTML 5.00.3013.2600" name=3DGENERATOR> 


ffffff> 
D2>We have reached a point in graphics hardware where 


the difference.</FONT></DIV> 
D2>Look aténbsp;a 2000 poly model or a 4000 poly model 
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IV><FONT size=3 
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IV>énbsp; </DIV> 
IV><FONT size=3 
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DIV><FONT size=3 
DIV><FONT size=3 
ast 3=20 
risen 


-0 


i oys</FO 
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and=20 
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E...blah,=20 


IV><FONT size=3D2>Has anyone seen Dead or Alive 2 for both PlayStation 


IV><FONT size=3D2>"all of these views are my personal views, 


D2>to tell the difference.&nbsp; </FONT></DIV> 


D2>Theénbsp;hardware field is even this time 
=20 

n by SCE because of</FONT></DIV> 
D2>the hardware and ease of use to 
DIV> 


D2>Round ONE fight!</FONT></DIV> 


D2>Nintendo 64</FONT></DIV> 
D2>-&nbsp; cartridge based and therefore many 


rs stayed far away from it</FONT></DIV> 


D2>Sega Saturn</FONT></DIV> 
D2>-&nbsp;didn't have any dedicated graphics 


D2>- was a nightmare to program for</FONT></DIV> 


D2>Playstation</FONT></DIV> 

D2>- CD based</FONT></DIV> 

D2>- dedicated graphics chip</FONT></DIV> 
D2>- easy to program for (hence Net 
/DIV> 


D2>Round TWO fight !</FONT></DIV> 


D2>Dophin</FONT></DIV> 


IV><FONT size=3D2>- CD based</FONT></DIV> 

IV><FONT size=3D2>- graphics chip capable of doing at least 3 million=20 
oys</FONT></DIV> 

IV>é&nbsp; </DIV> 

IV><FONT size=3D2>Dreamcast</FONT></DIV> 

IV><FONT size=3D2>- CD based</FONT></DIV> 

IV><FONT size=3D2><FONT size=3D2>- graphics chip capable of doing at = 
east 3=20 

illion ploys</FONT></FONT></DIV> 


D2>PlayStation 2</FONT></DIV> 
D2>- CD based</FONT></DIV> 
D2><FONT size=3D2>- graphics chip capable of doing at 


NT></FONT></DIV> 


D2>It's all going to come down to the best games. énbsp; 


1,etc and</FONT></DIV> 
D2>Dophin will have Mario 7,8,9,etc and or coarse 


etc.</FONT></DIV> 


I have.</FONT></DIV> 


IV><FONT size=3D2>George</FONT></DIV> 


not 
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blah, blah"</FONT></DIV> 
DIV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>énbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>é&nbsp; </DIV> 
IV>"Phil Gooch" &1t;<A = 
ref=3D"mailto:phil@neuon.com">phil@neuon.com</A>&gt;=20 
rote in message </DIV> 
BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV><BR>I know this is a Yaroze/PS newsgroup, but I'm still not = 
convinced by=20 

PS2. I've seen the games running at Computer Warehouse, and they look = 
good -=20 

but not *that* much better than=20 
Dreamcast .<BR><BR></DIV></BLOCKQUOTE></BODY></HTML> 


D 
D 
D 
D 
D 
D 
D 
D 


ANZOAAAAAKAAAAA 


—----- =_NextPart_000_074D_0O1BFADOC.0ED95480-- 


—-MESSAGE FILE 6971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05696 


—-MESSAGE FILE 6972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005697 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Sun, 23 Apr 2000 14:22:08 +0100 

Organization: Netcom member 

Lines: 15 

Message-ID: <3902F900.71BFAC9E@netscapeonline.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihS$qft1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-7-43-248 .btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-Language: en-GB,en 


A very good point, but the next round will only come down to Nintendo vs 
Sony due to the very bad opinion of Sega in the eyes of the consumer. 

What happens if every developer makes games for every system and 
every system is more or less equal? They will do this because it 
maximises the profit, so again it all boils down to the consumer and the 
name they know...which surely will be SONY. I myself, like most of us 
who do/aim to one day make the games that run on these systems, will 
wait and see. 


I myself am yet to play the PSX2, but I own a Dreamcast, and it is 
again, a pretty poor effort, I just hope that the PSX2 and Dolphin are 
better examples of the next-next gen systems! 


Marc. 


-—-MESSAGE FILE 6972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05697 


-—-MESSAGE FILE 6973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005698 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Portable Playstation at E3 

Date: Sun, 23 Apr 2000 20:40:40 +0100 
Organization: Max Studios 

Lines: 14 

Message-ID: <390351B8.D51BF1DD@which.net> 
References: <38FF30DE.7BAA6F31@easynet.co.uk> 
NNTP-Posting-Host: pl178-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


What a load of cack. 

Philip Gooch wrote: 

Could the rumours be true: 

http://www. futuregamer.com/PlayStation/news.asp?ID=15843 
Rob, George: do you know anything about this? 


Goodbye GameBoy Color... 


VVVVVVV VV 


Phil 


—-MESSAGE FILE 6973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05698 


—-MESSAGE FILE 6974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005699 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Mon, 24 Apr 2000 14:59:34 +0100 

Organization: Neuon 
Lines: 20 
Message-ID: <8eljtrS$4acl@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <390351B8.D51BF1DD@which.net> 
NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


that's an intelligent response. 


In article <390351B8.D51BF1DD@which.net>, Max <mad.max@which.net> wrote: 


> What a load of cack. 

Philip Gooch wrote: 

x Could the rumours be true: 

>> http://www. futuregamer.com/PlayStation/news.asp?ID=15843 

>> Rob, George: do you know anything about this? 

>> Goodbye GameBoy Color... 

>> Phil 

—-MESSAGE FILE 6974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05699 


—-MESSAGE FILE 6975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005700 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Mon, 24 Apr 2000 15:01:18 +0100 

Organization: Neuon 

Lines: 184 

Message-ID: <8e1lk15S4ac2@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> 
<39007ee6.812409@www.netyaroze-europe. com> 
<8dq5um$3js2@chuka.playstation.co.uk> 
<8dqo5v$6d11l@chuka.playstation.co.uk> 
<8ds0hj$6m1l@chuka.playstation.co.uk> 
<8dsut8$18rl@chuka.playstation.co.uk> 
<8dtddj$2c21@chuka.playstation.co.uk> 
<8dueihS$qft1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary="MS_Mac_OE_3039433278_106276_MIME Part" 
X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


> THIS MESSAGE IS IN MIME FORMAT. Since your mail reader does not understand 
this format, some or all of this message may not be legible. 


--MS_Mac_OE_3039433278_106276_MIME_Part 
Content-type: text/plain; charset="US-ASCII" 
Content-transfer-encoding: 7bit 

Can we add: 

— was a nightmare to program for 

to PS2 for the Round 2 fight? 

Phil 


In article <8dueihSqftl@chuka.playstation.co.uk>, "George Bain" 
<george_bain@scee.net> wrote: 


We have reached a point in graphics hardware where it is difficult to see 
the difference. 

Look at a 2000 poly model or a 4000 poly model in a graphics 
application...it is hard 

to tell the difference. 


The hardware field is even this time around. The last round was won by SCE 
because of 
the hardware and ease of use to program. 


Round ONE fight! 


Nintendo 64 
- cartridge based and therefore many developers stayed far away from it 


Sega Saturn 
- didn't have any dedicated graphics chip 
— was a nightmare to program for 


Playstation 

- CD based 

- dedicated graphics chip 

- easy to program for (hence Net Yaroze!!) 


Round TWO fight! 
Dophin 


- CD based 
- graphics chip capable of doing at least 3 million ploys 
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Dreamcast 
- CD based 
- graphics chip capable of doing at least 3 million ploys 


PlayStation 2 
- CD based 
- graphics chip capable of doing at least 3 million ploys 


It's all going to come down to the best games. SCE will have Crash 
9,10,11,etc and 

Dophin will have Mario 7,8,9,etc and or coarse Dreamcast will have Sonic 
6,7,8,etc. 


Has anyone seen Dead or Alive 2 for both PlayStation 2 and 
Dreamcast.......... I have. 


George 


"all of these views are my personal views, not SCE...blah, blah, blah" 


"Phil Gooch" <phil@neuon.com <mailto:phil@neuon.com> > wrote in message 


I know this is a Yaroze/PS newsgroup, but I'm still not convinced by PS2. 
I've seen the games running at Computer Warehouse, and they look good - but 
not *that* much better than Dreamcast. 


—-MS_Mac_OE_3039433278_106276_MIME_Part 
Content-type: text/html; charset="US-ASCII" 
Content-transfer-encoding: quoted-printable 


<HTML> 

<HEAD> 

<TITLE>Re: Portable Playstation at E3</TITLE> 

</HEAD> 

<BODY BGCOLOR=3D"#FFFFFE"> 

Can we add:<BR> 

<BR> 

<BLOCKQUOTE><FONT SIZE=3D"2">- was a nightmare to program for<BR> 
<BR> 

</FONT></BLOCKQUOTE><FONT SIZE=3D"2">to PS2 for the Round 2 fight?<BR> 
<BR> 

Phil<BR> 

</FONT><BR> 


In article &1t;8dueihSqftl@chuka.playstation.co.uk&gt;, &quot;George Bain&éq= 
uot; &lt;george_bain@scee.neté&gt; wrote:<BR> 

<BR> 

<BR> 

<BLOCKQUOTE><FONT SIZE=3D"2">We have reached a point in graphics hardware whe= 
re it is difficult to see the difference.<BR> 

Look at a 2000 poly model or a 4000 poly model in a graphics application...= 
it is hard<BR> 

to tell the difference. &nbsp; <BR> 

</FONT>&nbsp; <BR> 

<FONT SIZE=3D"2">The hardware field is even this time around. é&nbsp;The last = 
round was won by SCE because of<BR> 

the hardware and ease of use to program.<BR> 

</FONT>&nbsp; <BR> 

<FONT SIZE=3D"2">Round ONE fight!<BR> 

</FONT>&nbsp; <BR> 

<FONT SIZE=3D"2">Nintendo 64<BR> 

— cartridge based and therefore many developers stayed far away from it<BR> 
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</FONT>&nbsp; <BR> 

<FONT SIZE=3D"2">Sega Saturn<BR> 

- didn't have any dedicated graphics chip<BR> 
— was a nightmare to program for<BR> 
</FONT>&nbsp; <BR> 

<FONT SIZE=3D"2">Playstation<BR> 


- CD based<BR> 
- dedicated graphics chip<BR> 
- easy to program for (hence Net Yaroze!!) <BR> 


</FONT>&nbsp; <BR> 
é&nbsp; <BR> 


<FONT SIZE=3 
</FONT>é&nbsp 
<FONT SIZE=3 
- CD based<B 


D"2">Round TWO fight !<BR> 
7 <BR> 

D"2">Dophin<BR> 

R> 


- graphics chip capable of doing at least 3 million ploys<BR> 


</FONT>é&nbsp; <BR> 
<FONT SIZE=3D"2">Dreamcast<BR> 
- CD based<B 


R> 


— graphics chip capable of doing at least 3 million ploys<BR> 
</FONT>&nbsp; <BR> 

<FONT SIZE=3D"2">PlayStation 2<BR> 

- CD based<BR> 

- graphics chip capable of doing at least 3 million ploys<BR> 
</FONT>&nbsp; <BR> 

é&nbsp; <BR> 
<FONT SIZE=3D"2">It's all going to come down to the best games. 
1 have Crash 9,10,11,etc and<BR> 


Dophin will have Mario 7,8,9,etc and or coarse Dreamcast wil 
7,8,etc.<BR> 
</FONT>&nbsp; <BR> 
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&nbsp; SCE wil= 


ll have Sonic 6,= 


<FONT SIZE=3D"2">Has anyone seen Dead or Alive 2 for both PlayStation 2 and D= 


reamcast 


...... I have.<BR> 


</FONT> &nbsp; <BR> 

<FONT SIZE=3D"2">George<BR> 

</FONT> &nbsp; <BR> 

<FONT SIZE=3D"2">&quot;all of these views are my personal views, 
ah, blah, blah&quot; <BR> 

</FONT>&nbsp; <BR> 

é&nbsp; <BR> 


&nbsp; <B 


R> 


é&nbsp; <BR> 


&nbsp; ՀՑ 
&nbsp; ՀՑ 
&nbsp; ՀՑ 
&nbsp; ՀՑ 


é&équot;Phil Goochéquot; 


R> 
R> 
R> 
R> 


ote in message <BR> 
<BLOCKQUOTE><BR> 


I know this is a Yaroze/PS newsgroup, 
Մ seen the games running at Computer Warehouse, 


ot *that* much better than Dreamcast .<BR> 


<BR> 


</BLOCKQUOTE><BR> 
</BLOCKQUOTE> 


</BODY> 
</HTML> 


--MS_Mac_OE_3039433278_106276_MIME_Part-— 


but I'm still not convinced by PS2. 
and they look good - but n= 


not SCE...bl= 


&lt; <FONT COLOR=3D"#0000FF"><U>phil@neuon.com</U></FON= 
T> &lt;<FONT COLOR=3D"#0000FF"><U>mailto:phil@neuon.com</U></FONT>&9t; 


wr= 


—-MESSAGE FILE 6975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05700 


—-MESSAGE FILE 6976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005701 


Path: chuka.playstation.co.uk!news 
From: "George Bain" <george_bain@scee.net> 
Newsgroups: 


Subject: 


Date: Mon, 


Re: 


scee.yaroze.freetalk.english 
Portable Playstation at E3 


24 Apr 2000 15:20:28 +0100 


Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 55 

Message-ID: <8e114rS4ac3@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 

com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 

sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 

@chuka.playstation.co.uk> <8dueihS$qftl@chuka.playstation.co.uk> <8e1k15S$4ac2@chuka.p 

laystation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_01F0_0O1BFAE00.9F608880" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


This is a multi-part message in MIME format. 


=== = = _NextPart_000_01F0_01BFAE00.9F608880 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Re: Portable Playstation at E3Are you developing a PS2 title? 


George 

"Phil Gooch" <phil@neuon.com> wrote in message = 
news: 8e1k15S$4ac2@chuka.playstation.co.uk... 

Can we add: 


— was a nightmare to program for 


to PS2 for the Round 2 fight? 


Phil 


=== === =_NextPart_000_01F0_01BFAE00.9F608880 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD><TITLE>Re: Portable Playstation at E3</TITLE> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 
<META content=3D"MSHTML 5.00.3013.2600" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT size=3D2>Are you developing a PS2 title?</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT size=3D2>George</FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>"Phil Gooch" &1t;<A = 
href=3D"mailto:phil@neuon.com">phil@neuon.com</A>&gt;=20 

wrote in message <A=20 


href=3D"news: 8e1k15S$4ac2@chuka.playstation.co.uk">news: 8e1k15S$4ac2@chuka. 
playstation.co.uk</A>...</DIV>Can=20 
we add:<BR><BR> 
<BLOCKQUOTE><FONT size=3D2>- was a nightmare to program=20 
for<BR><BR></FONT></BLOCKQUOTE><FONT size=3D2>to PS2 for the Round 2=20 
fight ?<BR><BR>Phil<BR></FONT></BLOCKQUOTE></BODY></HTML> 


enue = NextPart_000_01F0_01BFAE00.9F608880-- 


—-MESSAGE FILE 6976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05701 
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—-MESSAGE FILE 6977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005702 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Mon, 24 Apr 2000 23:43:10 +0100 

Organization: Max Studios 

Lines: 25 

Message-ID: <3904CDFE. 3E4F95C9@which.net> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <390351B8.D51BF1DD@which.net> <8eljtrs 
4acli@chuka.playstation.co.uk> 

NNTP-Posting-Host: p206-bantam-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


No sorry I didn't mean any disrespect, I just think its another romour that 
the industry could do without. 


Phil Gooch wrote: 


> that's an intelligent response. 
> 


In article <390351B8.D51BF1DD@which.net>, Max <mad.max@which.net> wrote: 
> What a load of cack. 

< Philip Gooch wrote: 

>> Could the rumours be true: 

http://www. futuregamer.com/PlayStation/news.asp?ID=15843 
>> Rob, George: do you know anything about this? 


>> Goodbye GameBoy Color... 


>> Phil 


VVVVVVVVVVVVVV VV 
Vv 
v 


--MESSAGE FILE 6977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05702 


--MESSAGE FILE 6978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005703 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Tue, 25 Apr 2000 10:13:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <390561AD.F44C887@easynet.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <390351B8.D51BF1DD@which.net> <8eljtrs$ 
4acl@chuka.playstation.co.uk> <3904CDFE. 3E4F95C9@which.net> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Rumours are great - it keeps people talking and is good publicity. Seems this 
one is unlikely to be true, although Rob's suggestion of a portable machine 
with the PS architecture using cartridges would be nice. 
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Phil 
Max wrote: 


No sorry I didn't mean any disrespect, I just think its another romour that 
the industry could do without. 


Phil Gooch wrote: 


> that's an intelligent response. 
> 


v 


In article <390351B8.D51BF1DD@which.net>, Max <mad.max@which.net> wrote: 
> What a load of cack. 

Philip Gooch wrote: 

a Could the rumours be true: 

>> http://www. futuregamer.com/PlayStation/news.asp?ID=15843 

>> Rob, George: do you know anything about this? 

>> Goodbye GameBoy Color... 


>> Phil 


VVVVVVVVVVVVVV VV VV VV VV VV 


VVVVVVVVVVVVVV VV 
v 
Vv 


—-MESSAGE FILE 6978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05703 


—-MESSAGE FILE 6979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005704 
Path: chuka.playstation.co.uk!news 
From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Portable Playstation at E3 
Date: Tue, 25 Apr 2000 10:16:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 63 
Message-ID: <39056278.5BFE59E7@easynet.co.uk> 
References: <38FF30DE./7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihS$qftl@chuka.playstation.co.uk> <8e1k15$4ac2@chuka.p 
laystation.co.uk> <8e1l14rS4ac3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" E45D1D81266F 9CCBFFC43D95" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


E45D1D81266F 9CCBFFC43D95 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Nah, I develop for PDAs and WAP phones. This is just what I've heard and 
read about developers saying. I'll shut up as I don't know what I'm 
talking about and hand over to you: what are your experiences of PS2 
development - it would be interesting to know what you, Rob and James 
have to say about it. 


Phil 


George Bain wrote: 


> Are you developing a PS2 title? George 
> 


> "Phil Gooch" <phil@neuon.com> wrote in message 
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news: 8e1k15S$4ac2@chuka.playstation.co.uk...Can we add: 


— was a nightmare to program for 


to PS2 for the Round 2 fight? 


Phil 


VVVVVVVV VV 


E45D1D81266F 9CCBFFC43D95 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<body bgcolor="#FFFFFEF"> 

Nah, I develop for PDAs and WAP phones. This is just what I've heard and 
read about developers saying. I'll shut up as I don't know what I'm talking 
about and hand over to you: what are your experiences of PS2 development 

- it would be interesting to know what you, Rob and James have to say about 
ԼԵ: 

<p>Phil 

<p>George Bain wrote: 

<blockquote TYPE=CITE><style></style> 

<font size=-1>Are you developing 

a PS2 title?</font>&nbsp; <font size=—1>George</font> 

<blockquote 

style="BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: Opx; PADDING- 
LEFT: 5px; PADDING-RIGHT: Opx">"Phil 

Gooch" &lt;<a href="mailto:phil@neuon.com">phil@neuon.com</a>> wrote in 
message <a href="news: 8e1k15S$4ac2@chuka.playstation.co.uk">news: 8e1k15S$4ac2@chuka.pl 
aystation.co.uk</a>...Can 

we add: 

<br>é&nbsp; 

<blockquote><font size=-1>- was a nightmare to program for</font> 
<br>é&nbsp; </blockquote> 

<font size=-1>to PS2 for the Round 2 fight?</font> 

<p><font size=—1>Phil</font></blockquote> 

</blockquote> 


</body> 
</html> 


E45D1D81266F 9CCBFFC43D95-- 


—-MESSAGE FILE 6979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05704 


—-MESSAGE FILE 6980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005705 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Tue, 25 Apr 2000 12:59:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <390595c3.5927859@www.netyaroze-europe. com> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihS$qftl@chuka.playstation.co.uk> <8e1k15S$4ac2@chuka.p 
laystation.co.uk> <8e114rS4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 
o.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Unfortunately I happen to be working օո a PS1 game, not PS2 :) 1:11 
let you know when I make the change this year. 


Net Yaroze newsgroups message dump.txt 


I'm not worried by it though - you can program the PS2 well to get 
better results than the dreamcast - however, you have to put in more 
than double the effort to get double the results over a Dreamcast - 


time being what it is, and early in the development lifecycle of PS2 
there will be loads of average games around :) Im sure that by the 
time we get Ridge Racer 8 we will look back at these games and laugh 
at how crap they are - However, I dont see as much room for future 
expansion in terms of graphics for the Dreamcast as there is in PS2. 
Will it make a difference? I think so but it will take a while for it 
to matter. 


PS - just been playing Halflife on PC - not nearly as good as all the 
reviews made out. It is great but not mould-breaking. 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 
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—-MESSAGE FILE 6980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05705 


—-MESSAGE FILE 6981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005706 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Portable Playstation at E3 

Date: Tue, 25 Apr 2000 15:15:53 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 49 

Message-ID: <3905A899.E03BDC45@easynet.co.uk> 


References: <38FF30DE./7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihSqftl@chuka.playstation.co.uk> <8e1k15S$4ac2@chuka.p 
laystation.co.uk> <8e1ll14rS$4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 


o.uk> <390595c3.5927859@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


I'm still happy with the games that are coming out for PS1: for example, 


Fear Effect and Res Evil 3. We need to slow down; technology is moving 


too fast and stressing everyone out: both users and developers. You have 


to update your skills every few months now. Not a bad thing in itself, 
but we're all rushing headlong into a perceived technological utopia 


where everything will be faster, better, more efficient, yet the pace is 
such that these goals are never arrived at as some new development comes 


along that promises even greater improvements over what the previous 
thing was offering, so we drop that and go with the new thing. 


The PS1 still has great potential, it's such a great machine. Are we 
really ready for the quantum leap that PS2 is promising? 


I thought Half-Life was great, but I got severe motion sickness when 


playing it, and couldn't play it for more than 10 minutes at a time. It's 


because, on a good PC with a good 3d card, the sub-pixel movement, so 
silky smooth and slick, is just too much. 


I was playing Res Evil: Survivor the other day. Poorly reviewed in Edge, 
but I thought it was a real hoot. It's pretty easy, apart from the final 


boss, but great fun. Strangely, for a FPS game, it didn't make me feel 
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like I was on a cross-channel ferry. 
Robert Swan wrote: 


Unfortunately I happen to be working օո a PS1 game, not PS2 :) I'll 
let you know when I make the change this year. 


I'm not worried by it though - you can program the PS2 well to get 
better results than the dreamcast - however, you have to put in more 
than double the effort to get double the results over a Dreamcast - 


time being what it is, and early in the development lifecycle of PS2 
there will be loads of average games around :) Im sure that by the 
time we get Ridge Racer 8 we will look back at these games and laugh 
at how crap they are - However, I dont see as much room for future 
expansion in terms of graphics for the Dreamcast as there is in PS2. 
Will it make a difference? I think so but it will take a while for it 
to matter. 


PS - just been playing Halflife on PC - not nearly as good as all the 
reviews made out. It is great but not mould-breaking. 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 


VVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 6981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05706 


—-MESSAGE FILE 6982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005707 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Tue, 25 Apr 2000 19:54:04 +0100 

Organization: Max Studios 

Lines: 40 

Message-ID: <3905E9CC.6A8198D9@which.net> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <390351B8.D51BF1DD@which.net> <8eljtrs 
4acl@chuka.playstation.co.uk> <3904CDFE.3E4F95C9@which.net> <390561AD.F44C887@easyne 
t.co.uk> 

NNTP-Posting-Host: p28-wigeon-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Yeah man, I see your point. Once again, I'm sorry. Its just that couldn't they 
come up with something a little more believable........ 


Max 


Philip Gooch wrote: 


> Rumours are great - it keeps people talking and is good publicity. Seems this 
> one is unlikely to be true, although Rob's suggestion of a portable machine 

> with the PS architecture using cartridges would be nice. 

> 

> Phil 

> 

> Max wrote: 

> 

> > No sorry I didn't mean any disrespect, I just think its another romour that 
> > the industry could do without. 

>> 

> > Phil Gooch wrote: 

>> 

> > > that's an intelligent response. 
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>>> 

> > > ---------- 

> > > In article <390351B8.D51BF1DD@which.net>, Max <mad.max@which.net> wrote: 
>>> 

> > > > What a load of cack. 

>>>> 

> > > > Philip Gooch wrote: 

> > > > 

> > > >> Could the rumours be true: 

>>> >> 

> > > >> http://www. futuregamer.com/PlayStation/news.asp?1ID=15843 
>>> >> 

> > > >> Rob, George: do you know anything about this? 

>>> >> 

> > > >> Goodbye GameBoy Color... 

>>> >> 

> > > >> Phil 

>>>> 


-—-MESSAGE FILE 6982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05707 


—-MESSAGE FILE 6983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005708 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Tue, 25 Apr 2000 23:36:16 +0100 

Organization: Neuon 

Lines: 50 

Message-ID: <8e56inSbral@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31l@easynet.co.uk> <390351B8.D51BF1DD@which.net> 
<8eljtr$4acl@chuka.playstation.co.uk> <3904CDFE. 3E4F95C9@which.net> 
<390561AD.F44C887@easynet.co.uk> <3905E9CC.6A8198D9@which.net> 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Don't have to apologise man. You know, it could happen. Handhelds are the 
future: a mobile phone, internet browser, organiser/pocket pc and games 
console all in one. 


Phil 


In article <3905E9CC.6A8198D9@which.net>, Max <mad.max@which.net> wrote: 


> Yeah man, I see your point. Once again, I'm sorry. Its just that couldn't they 
> come up with something a little more believable........ 

> 

> Max 

> 

> Philip Gooch wrote: 

> 

>> Rumours are great - it keeps people talking and is good publicity. Seems this 


>> one is unlikely to be true, although Rob's suggestion of a portable machine 
>> with the PS architecture using cartridges would be nice. 


>> 

>> Phil 

>> 

>> Max wrote: 

>> 

>> > No sorry I didn't mean any disrespect, I just think its another romour that 
>> > the industry could do without. 

>> > 

>> > Phil Gooch wrote: 

>> > 

>> > > that's an intelligent response. 
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>> > > 
>> > > ---------- 

>> > > In article <390351B8.D51BF1DD@which.net>, Max <mad.max@which.net> wrote: 
>> >> 

>> > > > What a load of cack. 

>> >>> 

>> > > > Philip Gooch wrote: 

>> > > > 

>> > > >> Could the rumours be true: 

>> > > >> 

>> > > >> http://www.futuregamer.com/PlayStation/news.asp?ID=15843 
>> > > >> 

>> > > >> Rob, George: do you know anything about this? 

>> > > >> 

>> > > >> Goodbye GameBoy Color... 

>> > > >> 

>> > > >> Phil 

>> >>> 

> 


—-MESSAGE FILE 6983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05708 


—-MESSAGE FILE 6984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005709 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: FFVIII Soundtrack 

Date: Wed, 26 Apr 2000 19:00:28 +0100 
Organization: Max Studios 

Lines: 10 

Message-ID: <39072EBC.26291F99@which.net> 
NNTP-Posting-Host: pl0-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Has anyone listened to the FFVIII Soundtrack? I got it on import today 
and it rocks! If anyone likes the music from the game they should get 
it, however you will have to shell out arounf £35 for it, but, hell, its 
worth it! You can pick it up at amazon.co.uk under the miscalaneous 
music charts. 


Happy listening! 
Max 


—-MESSAGE FILE 6984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05709 


—-MESSAGE FILE 6985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005710 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Wed, 26 Apr 2000 22:20:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8e7mk2$81g1l@chuka.playstation.co.uk> 

References: <38FF30DE./7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihSqftl@chuka.playstation.co.uk> <8e1k15$4ac2@chuka.p 
laystation.co.uk> <8e1l14rS4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 
o.uk> <390595c3.5927859@www.netyaroze-europe.com> <3905A899.E03BDC45@easynet.co.uk> 

NNTP-Posting-Host: host213-1-168-162.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yeah things are getting a bit frantic. A far cry from what happened with 
the ZX Spectrum... 

I suppose some Yarozers were too young to remember or may not even have been 
born in 1983 so I'll elaborate a bit:- 

I remember trying to write something on the Spectrum but it got superseded 
before I had finished the game (by the QL, Atari ST etc) and at the time I 
thought I'd better move the next platform quick and start working on that 
since people will be chucking their Spectrums in the bin pretty soon -- no 
future in the Spectrum I thought... WRONG, WRONG, WRONG, WRONG, WRONG, 
WRONG, WRONG! People instead ran the damb things into the ground, bought a 
new one and ran that into the ground too....really until the Aimiga hit the 
scene I seem to remember. There seemed no limit to how much people would 
put-up with a 5 minute wait (if it worked) for a game to load. 


—-MESSAGE FILE 6985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05710 


—-MESSAGE FILE 6986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005711 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Thu, 27 Apr 2000 12:04:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <39081EC2.4864E336@easynet.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihS$qftl@chuka.playstation.co.uk> <8e1k15S$4ac2@chuka.p 
laystation.co.uk> <8e1l14rS4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 
o.uk> <390595c3.5927859@www.netyaroze-europe.com> <3905A899.E03BDC45@easynet.co.uk> 
<8e7mk2$81gl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Interesting comparison: the last 'Եստե' in the games market came soon after the 
last days of the Speccy. 


If the Playstation is the ZX Spectrum of the late 90s/early 00s then maybe the 
current video game boom is heading for another crash. 


Phil 
"Jon Prestidge (Moose)" wrote: 


Yeah things are getting a bit frantic. A far cry from what happened with 
the ZX Spectrum... 

I suppose some Yarozers were too young to remember or may not even have been 
born in 1983 so I'll elaborate a bit:- 

I remember trying to write something on the Spectrum but it got superseded 
before I had finished the game (by the QL, Atari ST etc) and at the time I 
thought I'd better move the next platform quick and start working on that 
since people will be chucking their Spectrums in the bin pretty soon -- no 
future in the Spectrum I thought... WRONG, WRONG, WRONG, WRONG, WRONG, 
WRONG, WRONG! People instead ran the damb things into the ground, bought a 
new one and ran that into the ground too....really until the Aimiga hit the 
scene I seem to remember. There seemed no limit to how much people would 
put-up with a 5 minute wait (if it worked) for a game to load. 


VVVVVVVVVVV VV 


—-MESSAGE FILE 6986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05711 


—-MESSAGE FILE 6987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005712 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Thu, 27 Apr 2000 23:44:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8eagi7$60j1@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5v$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihS$qftl@chuka.playstation.co.uk> <8e1k15S$4ac2@chuka.p 
laystation.co.uk> <8e114rS4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 
o.uk> <390595c3.5927859@www.netyaroze-europe.com> <3905A899.EO3BDC45@easynet.co.uk> 
<8e7mk2S$81gl@chuka.playstation.co.uk> <39081EC2.4864E336@easynet.co.uk> 
NNTP-Posting-Host: host62-6-96-92.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Oo-err. Hopefully not! Its was a bit different then though in that computer 
gamers were mainly enthusiasts in computers or video games where as now 
computer gaming is beomming an 'ordinary' recreation. I suppose we'll know 
for sure when PS2 is launched in the UK. 


—-MESSAGE FILE 6987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05712 


—-MESSAGE FILE 6988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005713 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 28 Apr 2000 11:14:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8ebodiSem51@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihSqftl@chuka.playstation.co.uk> <8e1k15S$4ac2@chuka.p 
laystation.co.uk> <8e1l14rS4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 
o.uk> <390595c3.5927859@www.netyaroze-europe.com> <3905A899.EO3BDC45@easynet.co.uk> 
<8e7mk2S$81gl@chuka.playstation.co.uk> <39081EC2.4864E336@easynet.co.uk> 
NNTP-Posting-Host: modem-68.curium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> If the Playstation is the ZX Spectrum of the late 90s/early 00s then maybe 
the 
> current video game boom is heading for another crash. 


I think we are more likely heading to a stagnation of the market, 
development studios are starting to write games for the lowest common 
denominator in order to make the most cash. Everything will become more and 
more publisher led until the general public realises that everything they 
buy is a clone or rehash. Of course the way is then open for original 
developers to swoop in and make a killing, bringing about a renaisance of 
the original game. 


I think SONY have been on the ball regarding original games by introducing 
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the new price structure, 'emotion' engine marketing and publishing original 
games from new developers. They realise the general gamer will *someday* 
twig on what games are good and which are pants, rather than just buy the 
same game again with a new year suffix. 


cheers//matt 


—-MESSAGE FILE 6988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05713 


—-MESSAGE FILE 6989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005714 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Portable Playstation at E3 

Date: Fri, 28 Apr 2000 11:45:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <8ebq3s$h221@chuka.playstation.co.uk> 

References: <38FF30DE.7BAA6F31@easynet.co.uk> <39007ee6.812409@www.netyaroze-europe. 
com> <8dq5um$3js2@chuka.playstation.co.uk> <8dqo5vS$6dll@chuka.playstation.co.uk> <8d 
sOhjS6ml@chuka.playstation.co.uk> <8dsut8$18rl@chuka.playstation.co.uk> <8dtddj$2c21 
@chuka.playstation.co.uk> <8dueihS$qftl@chuka.playstation.co.uk> <8e1k15$4ac2@chuka.p 
laystation.co.uk> <8e1l14rS4ac3@chuka.playstation.co.uk> <39056278.5BFE59E7@easynet.c 
o.uk> <390595c3.5927859@www.netyaroze-europe.com> <3905A899.E03BDC45@easynet.co.uk> 

<8e7mk2S$81gl@chuka.playstation.co.uk> <39081EC2.4864E336@easynet.co.uk> <8ebodiSem51 
@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


someone please start a new subject....this thread is getting long : ( 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8ebodiSem51@chuka.playstation.co.uk... 

> 

> > If the Playstation is the ZX Spectrum of the late 90s/early 00s then 


> current video game boom is heading for another crash. 


I think we are more likely heading to a stagnation of the market, 
development studios are starting to write games for the lowest common 
denominator in order to make the most cash. Everything will become more 
nd 

more publisher led until the general public realises that everything they 
buy is a clone or rehash. Of course the way is then open for original 
developers to swoop in and make a killing, bringing about a renaisance of 
the original game. 


I think SONY have been on the ball regarding original games by introducing 
the new price structure, 'emotion' engine marketing and publishing 
riginal 

games from new developers. They realise the general gamer will *someday* 
twig on what games are good and which are pants, rather than just buy the 
same game again with a new year suffix. 


cheers//matt 


VVVVVVVOVVVVVVV&®@ VV VV N V 


—-MESSAGE FILE 6989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05714 


—-MESSAGE FILE 6990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005715 
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Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 
From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 12:19:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


Ե.Տ. 

I asked a question a couple օք weeks back in the sound group but got ոօ 

responses. (perhaps I should have included 'PS2' in the header) 

Tony Ross 

—-MESSAGE FILE 6990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05715 


—-MESSAGE FILE 6991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005716 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 12:27:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <390AC707.137FFCC6@chilternmag.demon.co.uk> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: modem-199.washington.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


I am! 

Infact quite a few people are, there's also all the eclipse groups 
producing stuff.... 

I would try and name some but I'll probably get them wrong so I'll let them 
leave something here them selves. 

Chris. 


—-MESSAGE FILE 6991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05716 


—-MESSAGE FILE 6992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005717 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 13:17:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <8eejq3$dt51@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: co3747.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yeah I am, 


In fact I shouldn't be here. I've only got until Friday and I don't 
actually have what you would call a game. 


(In the style of old Alf) 
Oh Bugger 


Bob 
bob@shand.org.uk 


Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 

news : COKHPLArUSCSEwPt@trsoft.demon.co.uk... 

> Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


PS: 
I asked a question a couple of weeks back in the sound group but got no 
responses. (perhaps I should have included 'PS2' in the header) 


VVVVVVVVVVVV VV VV VV VV VV 


Tony Ross 


4550 


—-MESSAGE FILE 6992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05717 


—-MESSAGE FILE 6993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005718 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 13:29:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8eeki0Sdt52@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: 212.187.218.103 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 
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Yes, I'm writing a game, but it's sort of languishing in the design stage 
(well it's all preparation in't it). 


I'd certainly be getting on a lot faster without work and Quake2 getting in 
the way :-) 


Peter. 


—-MESSAGE FILE 6993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05718 


—-MESSAGE FILE 6994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005719 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: VGV 

Date: Sat, 29 Apr 2000 14:29:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 179 

Message-ID: <8eeo038Sdt53@chuka.playstation.co.uk> 

NNTP-Posting-Host: usr1942-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; 
boundary="——--=_NextPart_000_001A_01BFB1E7.513D5940" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


SSS =_NextPart_000_001A_01BFB1E7.513D5940 
Content-Type: multipart/alternative; 
boundary="——--=_NextPart_001_001B_01BFB1E7.513D5940" 


=== == = = NextPart_001_001B_01BFB1E7.513D5940 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> someone please start a new subject....this thread is getting long :( 
Hi 
You might have noticed earlier in the week some superficial media = 


coverage of new research regarding videogames and aggressive behaviour. 
Here's a link to the original article: 


http://www.apa.org/journals/psp/psp784772.html 


Also in today's news - can anyone point me toward the source behind this = 
story (see GIF)? 


Derek 


pista ae =_NextPart_001_001B_ 01BFB1E7.513D5940 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 
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<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT size=3D2>&gt; someone please start a new subject....this = 
thread is=20 

getting long : (</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>Hi</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DVerdana size=3D2>You might have noticed earlier in the = 


week&nbsp; some superficial media coverage of new research regarding = 
videogames=20 

and aggressive behaviour.&nbsp; Here's a link to the original=20 
article:</FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT face=3DVerdana size=3D2><A=20 
ref=3D"http://www.apa.org/journals/psp/psp784772 html">http://www.apa.or= 
/journals/psp/psp784772 .html</A></FONT></DIV> 

DIV>&nbsp; </DIV> 

DIV><FONT face=3DVerdana size=3D2>Also in today's news - can anyone = 
oint me toward=20 

he source behind this story (see GIF) ?</FONT></DIV> 

DIV>énbsp; </DIV> 

DIV><FONT face=3DVerdana size=3D2>Derek</FONT></DIV> 

DIV>énbsp; </DIV> 

DIV>énbsp; </DIV> 
DIV>énbsp; </DIV> 
DIV>énbsp; </DIV> 
DIV>énbsp; </DIV> 
DIV>énbsp; </DIV> 

DIV>&nbsp; </DIV></BODY></HTML> 


AAKAAAKAKAAAACTAAQDAA 


------ =_NextPart_001_001B_01BFB1E7.513D5940-- 


=== === = =_NextPart_000_001A_01BFB1FE7.513D5940 
Content-Type: image/gif; 
name="S05_141.gif" 
—-MESSAGE FILE 6994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05719 


—-MESSAGE FILE 6995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005720 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 14:31:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8eeo07jSdt54@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: usr1942-kno.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi Ross 
Yep. Still working on something. Did you sort out your sound problem? 
Derek 


—-MESSAGE FILE 6995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05720 
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—-MESSAGE FILE 6996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005721 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 15:02:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <8eeq3iSdt55@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5SEwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yes but it's for PS2....Star Fighter 2000. 
George 


"Tony Ross" <ARoss@trsoft.demon.co.uk> wrote in message 

news: cJKhPLArUsC5SEwPt@trsoft.demon.co.uk... 

> Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


P: S. 
I asked a question a couple of weeks Dack in the sound group but got no 
responses. (perhaps I should have included 'PS2' in the header) 


VVVVVVVVVVVVV NV N N NN NP VVV 


Tony Ross 


--MESSAGE FILE 6996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05721 


--MESSAGE FILE 6997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005722 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 15:17:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8eerlbSdt56@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: host213-1-207-65.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I have a game about 80% complete. Just tidying, soundFX, a few wizzy bits 
and playtesting to do. Expect a late May release and some teasers / 
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screenshots / movies / posters / badges / books and mugs very sooooon now :) 


cheers//matt 


—-MESSAGE FILE 6997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05722 


—-MESSAGE FILE 6998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005723 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 15:18:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8eer43Sdt57@chuka.playstation.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> <8eeq3iSdt55@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host213-1-207-65.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Yes but it's for PS2....Star Fighter 2000. 
> 


> George 


And SONY pay you to do this? 
Job description: Piss about with the PS2. 


Lucky bugger. 


—-MESSAGE FILE 6998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05723 


-—-MESSAGE FILE 6999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005724 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 15:35:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8eerukSdt58@chuka.playstation.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> <8eeq3iS$dt55@chuka.playstation.co. 
uk> <8eer43S$dt57@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


It's my pet project....not during working hours. Hence that's why 
I'm here on Saturday.... 


George 
"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


news: 8eer43Sdt57@chuka.playstation.co.uk... 
> 


> > Yes but it's for PS2....Star Fighter 2000. 
>> 
> > George 
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And SONY pay you to do this? 
Job description: Piss about with the PS2. 


Lucky bugger. 


VVVVVVV VV 


—-MESSAGE FILE 6999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05724 


—-MESSAGE FILE 7000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005725 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 16:56:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <8ef0m0Sdt59@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5SEwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: host213-1-152-236.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yep I'm writing a Yaroze game.... I'm just going thought a slow patch 
sorting out some phisics/mechanics for the game engine... but I am working 
my socks off on it. 


> I recently spotted someone posting something about the PS2 being 
> backward compatible. What use will this be to us if we have nothing to 
> offer in terms of good games. 


...if the PS2 is backwardly compatable then presumably Sony could get Yaroze 
games working on it... I wonder if SCEE will do a cover/demo disk of new 
Yaroze stuff when the PS2 is launched in Europe -- I hope so........ but if 
not, and there are never anymore Yaroze cover/demo disks published then any 
compatability of the PS1 with the PS2 is of little consolation to us 


Yarozers I would have thought (grumble grumble)... unless there's a Yaroze2 
ofcourse. 

And as regards the other news groups ... I would think (dunno about anyone 
else) that it'd be best now to post everything on this one... personally I 


don't look at the other newsgroups like the 3D one or the CodeWarrior one 
any more because they seem to be totally static. 


-—-MESSAGE FILE 7000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05725 


—-MESSAGE FILE 7001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005726 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 20:15:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8efcgeSdt510@chuka.playstation.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> <8eeq3iSdt55@chuka.playstation.co. 
uk> <8eer43Sdt57@chuka.playstation.co.uk> <8eerukSdt58@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-113-29.btinternet.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> It's my pet project....not during working hours. Hence that's why 
> I'm here on Saturday.... 

> 

> George 


Dedication! 


—-MESSAGE FILE 7001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05726 


—-MESSAGE FILE 7002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005727 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 
Date: Sun, 30 Apr 2000 00:28:33 +0100 
Organization: Max Studios 

Lines: 28 

Message-ID: <390B7021.67B0205D@which.net> 
References: <cJKhPLArUsSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: p21-wigeon-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Tony Ross wrote: 


Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


Pues 
I asked a question a couple of weeks back in the sound group but got no 
responses. (perhaps I should have included 'PS2' in the header) 


ՄՃՊԿԿՊՊՊՊՊՎՊՎՎՊՎՊՊՎՊՎՊՊՎՊՎՊՊԿՊՎՊՎՊՎՊԿՊԿ 


Tony Ross 


-—-MESSAGE FILE 7002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05727 


—-MESSAGE FILE 7003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005728 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sun, 30 Apr 2000 00:50:11 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8efsdvSn4ml@chuka.playstation.co.uk> 
References: <cJKhPLArUsSC5SEwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: 194.131.245.156 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


I am writing a game, but haven't had my yaroze set up for a bout a month 
now, could find any space to set it up, but i have space now so i am gonna 
be coding like crazy soon. 


"Tony Ross" <ARoss@trsoft.demon.co.uk> wrote in message 

news: cJKhPLArUsC5SEwPt@trsoft.demon.co.uk... 

> Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


Ե.Տ. 
I asked a question a couple օք weeks back in the sound group but got ոօ 
responses. (perhaps I should have included 'PS2' in the header) 


VVVVVVVVVVVV VV VV VV VV VV 


Tony Ross 


—-MESSAGE FILE 7003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05728 


—-MESSAGE FILE 7004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005729 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Projects 

Date: Sun, 30 Apr 2000 08:14:44 +0100 

Organization: Netcom member 

Lines: 91 

Message-ID: <390BDD63.F59C6E11@netscapeonline.co.uk> 

NNTP-Posting-Host: host62-7-92-24.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi All, 
I thought I would expand the above thread "is anybody 
actually writing a game" by Tony, by telling everybody how the Eclipse 
members are doing. At the moment there are two teams within us, as well 
as all the solo projects going on at the mo. 


NOH3DEE: NELSON SANTOS/MARK NAYLOR/CHRIS WALLACE These guys 
are working on a strategy/action/war style game called HIDDEN CONFLICTS 
and there are some talented people working on it!!!. Their website is 


within the Eclipse site, at our address at the bottom of this 
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TEAM ASYLUM: MARC LAMBERT/ANDREW MURRAY/MATT VERRAN This is the 
team that I am responsible for....... We have (to be completely honest) 
have stopped production of the Yaroze version, due to our inclusion in 
the GamesWire competition due to the need to enter a PC 
product..... HOWEVER......... There will be, not only a Yaroze/PSX 
version, BUT it will also be a FULL version of the game - complete with 
a very cool 3D sniper level and all!!!! 


SOLO PROJECTS: 


First Up I'll start with Chris Wallace....as you can see from his 
above post, he is working on a top-view racer style games called 
DRUM'n'RACE. I have seen and played this project and it is looking very 


Next comes Andrew 'MAX' Murray who is working with ASYLUM (where are 
those damn trees dude!!!! :-))))) ) he is also working on the 'Top 
SECRET’ 

MANaJET, which does promise to be very advanced for the Yaroze!!!!! 
(Sorry man If I've plugged you a bit too much!!!!) 

Nelson 'ROGUE' Santos is currently working on a conversion of the 
Amiga game LOGICAL, and it is very addictive, I still play it constantly 
(Damn you!!!!) It is in a advanced stage of the project, expect it 


Matt Verran is working on a VERY TOP SECRET game, which even I 
haven't yet seen, but I know from experiance how good he is with 
technical issues within the Yaroze (especially special effects), so look 
out for his game soon! !!!!!! 

Aaron Gandaa is working on a 3D robot Demo...... judging by his 
previous work, I think it will be something special!!!!!! 

John Wojcik is currently working on DOGFIGHT which he has written a 
framework structure for......... 


Nathan Miller has a very cool idea for some 3D work with the Yaroze, 
which hopefully we will see some results from soon....... 
Last, but no means least, Steve Tolin/Darco are both VERY busy with 


NOW, I hope that this message proves that the whole idea of how 
Eclipse Software functions. There are two things I'd like to 
mention sé zs rsispa 


Te IF the Yaroze newsgroups ever come to a complete 
shutdown, I still would like to continue hosting them somewhere else, if 
anyone is behind me on this, now is the time to say!!!!! 


28 ALTHOUGH my team (Team ASYLUM) is entering the 
gameswire comp, THIS DOES NOT MEAN that we are stopping Yaroze work, in 
fact I PROMISE that at every opportunity we get, we will plug the YAROZE 
scene as much aS we can.................. 


At the end of this LLLLLOOOONNNNGGGGGGG message, there are a few 
shout-outs....... 


MATT VERRAN>>>>> Thanx for keeping all the Eclipse members up to 
date with the Newsletter, it has been a VERYYYYY big help man!!!!!!! 

TEAM PARC>>>>>>> It's good to know that you guys are still 
running, I do hope we both can continue................. 

SCOTT WARD>>>>>> My partner in crime//the main reason for 
Eclipse Software.... I wish you all the luck with your 'personal 
venture' I am always here if you need it buddy! !!!!!! 


MARC 'The CHIEF!' LAMBERT 
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www.eclipsesoftware.co.uk 
www.netyaroze-europe.com/~cyclone/ 
mlambert @netcomuk.co.uk 


—-MESSAGE FILE 7004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05729 


—-MESSAGE FILE 7005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005730 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects 

Date: Sun, 30 Apr 2000 13:11:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8eh7sq$55b1@chuka.playstation.co.uk> 
References: <390BDD63.F59C6E11@netscapeonline.co.uk> 
NNTP-Posting-Host: host213-1-152-218.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Էչ IF the Yaroze newsgroups ever come to a complete 
> shutdown, I still would like to continue hosting them somewhere else, if 
> anyone is behind me on this, now is the time to say!!!!! 


I'm behind you on this. Coincidentally, I had been through a lot of the 
Yaroze newsgroups cutting/pasting peoples' e-mail addresses into a big list 
incase it got shut down last month for the maintenance and never got 
back-up. But it seemes such fears were unfounded. It's good of Sony to 
keep the news groups going this long (and kind of strange that they don't 
want to get anything back from it by putting out any more Yaroze stuff). 


Perhaps a news letter may be good thing in addition to a newsgroup because 
it would get some people re-enthused who don't log-on any more or very 
often. 


—-MESSAGE FILE 7005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05730 


—-MESSAGE FILE 7006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005731 

Path: chuka.playstation.co.uk!news 

From: "Rad" <kr705@gre.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sun, 30 Apr 2000 15:09:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <8eher3$55b2@chuka.playstation.co.uk> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: vil-221.village.gre.ac.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi all, 

Yep, I'm in the same boat as Tony, working on a game/project while silently 
lurking through the shadows of these newsgroups! 

Anyway expect screenshots/demo and some noise from me after I finish Uni. 


Rad. 
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rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 

news: COKHPLArUSC5SEwPt@trsoft.demon.co.uk... 

> Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


Ք::5:: 
I asked a question a couple օք weeks back in the sound group but got ոօ 
responses. (perhaps I should have included 'PS2' in the header) 


VVVVVVVVVVVVVVV VV VV VV V 


Tony Ross 


—-MESSAGE FILE 7006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05731 


-—-MESSAGE FILE 7007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005732 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: unofficial psx docs 

Date: Sun, 30 Apr 2000 18:20:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8ehq50$55b3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-109-190.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is quite interesting: 


http: //www.execpc.com/~halkun/PSX/index. html 


Some quite in depth techie playstation info... 


cheers//matt 
(just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 


—-MESSAGE FILE 7007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05732 


—-MESSAGE FILE 7008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005733 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Sun, 30 Apr 2000 18:36:58 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8ehr1h$55b4@chuka.playstation.co.uk> 
References: <8ehq50$55b3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.242.204 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Seems kinda interesting, only read a little. 


P.S. i ordered soldier of fortune form simplygames, cam within about 2-3 
days and only cost me £19.99, so i am very happy. 


Mark. 

"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 8ehq50$55b3@chuka.playstation.co.uk... 

> This is quite interesting: 


http://www.execpc.com/~halkun/PSX/index.html 


Some quite in depth techie playstation info... 


cheers//matt 
(just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 


VVVVVVVVVV 


—-MESSAGE FILE 7008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05733 


—-MESSAGE FILE 7009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005734 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Sun, 30 Apr 2000 20:13:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8ei0k8Sfct1l@chuka.playstation.co.uk> 
References: <8ehq50$55b3@chuka.playstation.co.uk> 
NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks for the information. I'll inform our legal department. 
George 
"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


news: 8ehq50$55b3@chuka.playstation.co.uk... 
> This is quite interesting: 


http: //www.execpc.com/~halkun/PSX/index.html 


Some quite in depth techie playstation info... 


cheers//matt 
(just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 


VVVVVVVV VV 


—-MESSAGE FILE 7009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05734 
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-—-MESSAGE FILE 7010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005735 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [Off topic]: Music 

Date: Sun, 30 Apr 2000 20:55:33 +0100 

Organization: Neuon 

Lines: 15 

Message-ID: <8ei31k$fct2@chuka.playstation.co.uk> 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


I guess most Yarozers, being programmers, mainly listen to drum n' bass, 
techno, and various other electronica. 


However, if you're into good songs, you might like to download some mp3 
files of some stuff I have written. 


Pop over to my page on mp3.com: 
http://www.mp3.com/MellowSun 
Let me know what you think! 
Cheers 


Phil 
-—-MESSAGE FILE 7010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05735 


-—-MESSAGE FILE 7011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005736 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Sun, 30 Apr 2000 22:07:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <8ei7b1Sfct3@chuka.playstation.co.uk> 

References: <8ehq50$55b3@chuka.playstation.co.uk> <8ei0k8S$fctl@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-53.zirconium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


I've seen it, look "intresting" 


Just a query, but the guy says that he reverse engineered most of it himself 
with documents found on the net. If so would sony have anything to go at 
him for? 


Another quick question. 
If we read this info, are we breaking our Yaroze agreement?? 
Bob 


"George Bain" <george_bain@scee.net> wrote in message 

news: 8ei0k8S$fctl@chuka.playstation.co.uk... 

> Thanks for the information. I'll inform our legal department. 
> 

> George 

> 
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> "Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
> news: 8ehq50S55b3@chuka.playstation.co.uk... 

> > This is quite interesting: 

>> 

> > http://www.execpc.com/~halkun/PSX/index.html 

>> 

> > Some quite in depth techie playstation info... 

>> 

>> -- 

> > cheers//matt 

> > (just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 
>> 

>> 

> 

> 


—-MESSAGE FILE 7011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05736 


—-MESSAGE FILE 7012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005737 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: Music 

Date: Sun, 30 Apr 2000 22:07:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8ei7ckS$fct4@chuka.playstation.co.uk> 
References: <8ei31kSfct2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-50-238.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


"Lost in my home town" was pretty good -- my heart rate slowed and my 
eyes de-focused. (I wasn't much into the other two though) 


-—-MESSAGE FILE 7012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05737 


—-MESSAGE FILE 7013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005738 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: Music 

Date: Sun, 30 Apr 2000 22:27:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <390CA530.55D7843C@easynet.co.uk> 

References: <8ei31k$fct2@chuka.playstation.co.uk> <8ei7ckS$fct4@chuka.playstation.co. 
uk> 

Reply-To: phil@neuon.com 

NNTP-Posting-Host: 111.04-03.quay.dial.plus.net.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 (Macintosh; I; PPC) 

X-Accept—-Language: en 


Does that mean it sent you to sleep ?! 


I'm uploading a new track later in the week - an acoustic bluesy number, 
slide guitar, laid back. 
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Phil 
"Jon Prestidge (Moose)" wrote: 


> "Lost in my home town" was pretty good -- my heart rate slowed and my 
> eyes de-focused. (I wasn't much into the other two though) 


—-MESSAGE FILE 7013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05738 


—-MESSAGE FILE 7014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005739 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Sun, 30 Apr 2000 22:29:48 +0100 

Organization: Neuon 

Lines: 29 

Message-ID: <8ei8i9Sfct5@chuka.playstation.co.uk> 

References: <8ehq50$55b3@chuka.playstation.co.uk> 
<8ei0k8Sfctl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 111.04-03.quay.dial.plus.net.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Yeah, fair enough. Although it's a useful document for Yarozers - explains a 
lot of stuff much more clearly than those Yaroze manuals! 


Phil 


In article <8ei0k8Sfctl@chuka.playstation.co.uk>, "George Bain" 
<george_bain@scee.net> wrote: 

Thanks for the information. I'll inform our legal department. 
George 

"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


news: 8ehq50$55b3@chuka.playstation.co.uk... 
> This is quite interesting: 


>> http://www.execpc.com/~halkun/PSX/index.html 
>> Some quite in depth techie playstation info... 


>> -- 
>> cheers//matt 
>> (just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 


—-MESSAGE FILE 7014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05739 


-—-MESSAGE FILE 7015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005740 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Mon, 01 May 2000 01:08:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <390cd8dc.941815428@news.playstation.co.uk> 
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References: <8ehq50$55b3@chuka.playstation.co.uk> <8ei0k8S$fctl@chuka.playstation.co. 
uk> <8ei7b1Sfct3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.452 


Last time I checked, reading isn't illegal in most countries. 


On Sun, 30 Apr 2000 22:07:56 +0100, "ROBERT C SHAND" 
<bob@shand.org.uk> wrote: 


>I've seen it, look "intresting" 

> 

>Just a query, but the guy says that he reverse engineered most of it himself 
>with documents found on the net. If so would sony have anything to go at 
>him for? 

> 

>Another quick question. 

> 

>If we read this info, are we breaking our Yaroze agreement?? 

> 

>Bob 

> 

>"George Bain" <george_bain@scee.net> wrote in message 

>news: 8ei0k8Sfctl@chuka.playstation.co.uk... 

>> Thanks for the information. I'll inform our legal department. 

>> 

>> George 

>> 

>> "Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

>> news: 8ehq50S55b3@chuka.playstation.co.uk... 

>> > This is quite interesting: 

>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


http: //www.execpc.com/~halkun/PSX/index.html 


Some quite in depth techie playstation info... 


cheers//matt 
(just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 


VVVVVVVVVV 


—-MESSAGE FILE 7015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05740 


—-MESSAGE FILE 7016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005741 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Mon, 1 May 2000 09:27:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <8ejf5q$Srkel@chuka.playstation.co.uk> 

References: <8ehq50S55b3@chuka.playstation.co.uk> <8ei0k8Sfct1l@chuka.playstation.co. 
uk> <8ei8i9Sfct5@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


You sound like a professional developer....blam it on the manuals! 


George 
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"Phil Gooch" <phil@neuon.com> wrote in message 
news: 8ei8i9Sfct5@chuka.playstation.co.uk... 


> Yeah, fair enough. Although it's a useful document for Yarozers - explains 
a 

> lot of stuff much more clearly than those Yaroze manuals! 

> 

> Phil 

> 


v 


In article <8ei0k8Sfctl@chuka.playstation.co.uk>, "George Bain" 
<george_bain@scee.net> wrote: 

Thanks for the information. I'll inform our legal department. 
George 

"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


news: 8ehq50$55b3@chuka.playstation.co.uk... 
> This is quite interesting: 


>> http://www.execpc.com/~halkun/PSX/index.html 


>> Some quite in depth techie playstation info... 


>> cheers//matt 
>> (just ordered DK64 for £30 on www.simplygames.com, therefore: chuffed!) 


VVVVVVVVVVVVVVV VV VV VV VV 
Vv 
v 


--MESSAGE FILE 7016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05741 


--MESSAGE FILE 7017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005742 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: unofficial psx docs 

Date: Mon, 1 May 2000 09:32:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <8ejffv$rke2@chuka.playstation.co.uk> 

References: <8ehq50$55b3@chuka.playstation.co.uk> <8ei0k8Sfctl@chuka.playstation.co. 
uk> <8ei7b1$fct3@chuka.playstation.co.uk> 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


You can read and download what ever you want from the NET. 


If I find any kind of this hacker stuff on NY members homepages hosted by 
SCEE, then 
it would be a problem. 


George 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8ei7b1$fct3@chuka.playstation.co.uk... 

> I've seen it, look "intresting" 

> 

> Just a query, but the guy says that he reverse engineered most of it 
himself 

> with documents found on the net. If so would sony have anything to go at 
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him for? 

Another quick question. 

If we read this info, are we breaking our Yaroze agreement?? 


Bob 


"George Bain" <george_bain@scee.net> wrote in message 
news: 8ei0k8S$fctl@chuka.playstation.co.uk... 
> Thanks for the information. I'll inform our legal department. 


George 
"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 


news: 8ehq50$55b3@chuka.playstation.co.uk... 
> This is quite interesting: 


http://www.execpc.com/~halkun/PSX/index.html 


Some quite in depth techie playstation info... 


cheers//matt 
(just ordered DK64 for £30 on www.simplygames.com, therefore: 
ed!) 


y 
VVVVGEVVVVVVVV VV VV VV 


Fh 


VVVVVVAVVVVVVVVV VV VV VV VV VV VV VV VV 
VVMhVVVVV VV Vv 


—-MESSAGE FILE 7017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05742 


-—-MESSAGE FILE 7018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005743 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Sat, 29 Apr 2000 13:34:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <Cn6x7DAUbtC5EwSV@trsoft.demon.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
<8eejq3$dt51@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <8eejq3$dt51@chuka.playstation.co.uk>, ROBERT C SHAND 
<bob@shand.org.uk> writes 

>Yeah I am, 

> 

>In fact I shouldn't be here. I've only got until Friday and I don't 
>actually have what you would call a game. 


> 
>(In the style of old Alf) 
>Oh Bugger 


Good luck Bob! 


Tony Ross 
—-MESSAGE FILE 7018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05743 


—-MESSAGE FILE 7019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005744 
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Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Mon, 1 May 2000 10:25:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <+thmpFIAe2UD5EWAb@trsoft.demon.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
<8ee07j$dt54@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <8ee07jSdt54@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>Hi Ross 

> 

>Yep. Still working on something. Did you sort out your sound problem? 
> 

>Derek 

> 

> 

Not really Derek 

I tried to put my own music VAB file together but couldn't really work 
out how to set the midi file to pick out the instruments I wanted. 

I tried banks 1 & 2 in the sequencer thinking that it would play 1&2 
from my VAB but it didn't. Is there some special method employed? 


P.S. Would this have anything to do with my SFX being in the same VAB. 


Thanks 

Tony Ross 

-—-MESSAGE FILE 7019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05744 


-—-MESSAGE FILE 7020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005745 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: Music 

Date: Mon, 1 May 2000 18:37:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <8ekfiaS5rt1l@chuka.playstation.co.uk> 

References: <8ei31k$fct2@chuka.playstation.co.uk> <8ei7ckS$fct4@chuka.playstation.co. 
uk> <390CA530.55D7843C@easynet.co.uk> 

NNTP-Posting-Host: host213-1-188-13.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Does that mean it sent you to sleep ?! 


..-Noo! Just submursed in the musical experience. 


—-MESSAGE FILE 7020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05745 


—-MESSAGE FILE 7021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005746 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Tue, 2 May 2000 10:16:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 4569 


Lines: 24 

Message-ID: <8em6c2$m351@chuka.playstation.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk><8eeo07 jS$dt54@chuka.playstation.co.u 
k> <+thmpFIAe2UD5EWwAb@trsoft.demon.co.uk> 

NNTP-Posting-Host: usr1895-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I tried to put my own music VAB file together but couldn't really work 
out how to set the midi file to pick out the instruments I wanted. 

I tried banks 1 & 2 in the sequencer thinking that it would play 1&2 
from my VAB but it didn't. Is there some special method employed? 


P.S. Would this have anything to do with my SFX being in the same VAB. 


> 
> 
> 
> 
> 
> 
> 
> Thanks 
> -- 

> 


Tony Ross 


Each instrument in your VAB is supposed to be a seperate program. I've been 
using cakewalk, and it's the patch number which needs to be changed to 
select different instruments. 


Are the wrong instruments being played, or no instruments at all? If you 
have no luck, I'll build a v. simple vab and mid/seq as an example (if I can 
figure out how :-)) 


Derek 


-—-MESSAGE FILE 7021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05746 


-—-MESSAGE FILE 7022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005747 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <aaron@blaisetech.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Tue, 2 May 2000 11:03:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <8em91m$m352@chuka.playstation.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> <8eher3$55b2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: tnt-14-100.easynet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Easy People, 


I'm still trying to write stuff but trying to juggle a job, a life and 
putting in time for some hardcore programming is a bit hard but expect some 
progress soon...(well just as soon as I've re-written the f***ing clipping 
routine). 


Aaron. 


Rad <kr705@gre.ac.uk> wrote in message 
news: 8eher3$55b2@chuka.playstation.co.uk... 
> Hi all, 

> 
> Yep, I'm in the same boat as Tony, working on a game/project while 
silently 

> lurking through the shadows of these newsgroups! 

> Anyway expect screenshots/demo and some noise from me after I finish Uni. 
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Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Tony Ross <ARoss@trsoft.demon.co.uk> wrote in message 

news: COKHPLArUSC5SEwPt@trsoft.demon.co.uk... 

> Just checking! 

I was thinking that you could almost hear the tumbleweeds blowing 
through these groups at the moment and was getting the impression that 
things really were DEAD. Then I reminded myself that 'I' have been 
lurking and not posting even though I am still active and working on a 
game. 


So perhaps there are several others in the same boat as me. 

Stuff the PS2, lets get some Yaroze chat going again. 

I recently spotted someone posting something about the PS2 being 
backward compatible. What use will this be to us if we have nothing to 


offer in terms of good games. 


If there was a PS2 yaroze tomorrow you would all be wetting your kecks 
but who here is actually still actively developing? 


PS: 
I asked a question a couple of weeks back in the sound group but got no 
responses. (perhaps I should have included 'PS2' in the header) 


VVVVVVVVVVV VV VV VV VV VV VY 


Tony Ross 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 7022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05747 


—-MESSAGE FILE 7023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005748 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: Music 

Date: Tue, 02 May 2000 22:46:35 +0100 

Organization: Neuon 

Lines: 16 

Message-ID: <8enia0S3fal@chuka.playstation.co.uk> 

References: <8ei31kS$fct2@chuka.playstation.co.uk> 
<8ei7ck$fct4@chuka.playstation.co.uk> <390CA530.55D7843C@easynet.co.uk> 
<8ekfiaS$5rt1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Just uploaded a new song for you - not the bluesy one ( haven't finished 
mixing it yet, it's called Dust me down). This one is called A spider 
writes, at http://www.mp3.com/MellowSun 


Phil 


In article <8ekfiaS5rtl@chuka.playstation.co.uk>, "Jon Prestidge (Moose)" 
<jon@surfed.to> wrote: 


>> Does that mean it sent you to sleep ?! 

> 

> ...Noo! Just submursed in the musical experience. 
> 
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> 
-—-MESSAGE FILE 7023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05748 


—-MESSAGE FILE 7024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005749 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: 2 May 2000 22:08:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01bf£b482$d827d320$c5c024c3@pal—s-—omnibook> 
References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
NNTP-Posting-Host: Paris—Raspail-2-197.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I was working on a project (not a game) for the Yaroze, but I put it on 
hold 'coz I'm now working on stuff for the Gameswire compo. But I 
definitiely will come back to it. 


pal 


—-MESSAGE FILE 7024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05749 


—-MESSAGE FILE 7025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005750 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Tue, 2 May 2000 23:51:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <lQYSpDAnv1D5EwxK@trsoft.demon.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
<8ee07jS$dt54@chuka.playstation.co.uk> <t+thmpFIAe2UD5EWwAb@trsoft.demon.co.uk> 
<8em6c2$m351@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <8em6c2S$m351@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>Each instrument in your VAB is supposed to be a seperate program. I've been 
>using cakewalk, and it's the patch number which needs to be changed to 
>select different instruments. 

> 

>Are the wrong instruments being played, or no instruments at all? If you 
The first one was OK but the second was playing from the wrong program. 

>have no luck, I'll build a v. simple vab and mid/seq as an example (if I can 
>figure out how :-)) 

Am I right in thinking that the instrument set to patch 1 will play 

program 1 from the VAB 

Patch 2 => Prog 2 

Patch 3 => Prog 3 

Patch 4 => Prog 4 

ՏԵՍ 5-72 


These were not the results that I was getting. 
I'll have a go again and see what happens. 


Thanks Derek! 


Tony Ross 
—-MESSAGE FILE 7025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05750 


—-MESSAGE FILE 7026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005751 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Wed, 3 May 2000 11:27:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <8eouusSgf01@chuka.playstation.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk><8eeo07 jS$dt54@chuka.playstation.co.u 
k> <+thmpFIAe2UD5EwAb@trsoft.demon.co.uk><8em6c2$m351@chuka.playstation.co.uk> <lQYSp 
DAnv1D5EwxK@trsoft.demon.co.uk> 

NNTP-Posting-Host: usr1291-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Am I right in thinking that the instrument set to patch 1 will play 

> program 1 from the VAB 

> Patch 2 => Prog 2 

> Patch 3 => Prog 3 

> Patch 4 => Prog 4 

> etc. ? 

Yes. 

I've made a very simple mid/seq (attached zip) - it plays each 
instrument/program in tll.vab once. If you want to test it with vabplay 


you'll need to get the t1l.vh/vb from here: 
http://www.netyaroze-europe.com/yaroze/ftp/scee/demos/other/t11.zip 


You switch between instruments in a track by inserting a 'patch change'. If 
you've got multiple tracks, set each to the appropriate instrument by 
inserting the patch change at the start of each track. 


I know very little about midi I'm afraid, but this seems to work for me. If 
you're not sorted already, I hope this helps. 


Derek 


> Tony Ross 


—-MESSAGE FILE 7026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05751 


—-MESSAGE FILE 7027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005752 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Tony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Is anybody actually writing a game? 

Date: Wed, 3 May 2000 16:50:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <hxRuxBAerEES5SEwbF@trsoft.demon.co.uk> 

References: <cJKhPLArUSC5EwPt@trsoft.demon.co.uk> 
<8ee07jS$dt54@chuka.playstation.co.uk> <t+thmpFIAe2UD5EwAb@trsoft.demon.co.uk> 
<8em6c2$m351@chuka.playstation.co.uk> <lOQYSpDAnv1D5EwxK@trsoft.demon.co.uk> 
<8eouus$gf01@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <8eouusSgf01@chuka.playstation.co.uk>, Derek da Silva 
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<dasi@eidosnet.co.uk> writes 

> 

>> Am I right in thinking that the instrument set to patch 1 will play 
>> program 1 from the VAB 

>> Patch 2 => Prog 2 

>> Patch 3 => Prog 3 

>> Patch 4 => Prog 4 

>> etc. ? 

> 

>Yes. 

> 

>I've made a very simple mid/seq (attached zip) - it plays each 
>instrument/program in tll.vab once. If you want to test it with vabplay 
>you'll need to get the t1l.vh/vb from here: 

> 

>http://www.netyaroze-europe.com/yaroze/ftp/scee/demos/other/t11.zip 

> 

>You switch between instruments in a track by inserting a 'patch change'. If 
>you've got multiple tracks, set each to the appropriate instrument by 
>inserting the patch change at the start of each track. 

This might be the problem with my music. 

I thought that setting the patch for track 2 was enough but perhaps I 
need a patch change at the start also. 


>I know very little about midi I'm afraid, but this seems to work for me. If 
>you're not sorted already, I hope this helps. 

> 

>Derek 


Thanks very much Derek I'll have a go ASAP. 


Cheers! 

Tony Ross 

-—-MESSAGE FILE 7027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05752 


-—-MESSAGE FILE 7028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005753 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: Music 

Date: Wed, 3 May 2000 21:44:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8eq32aSqk21@chuka.playstation.co.uk> 

References: <8ei31k$fct2@chuka.playstation.co.uk> <8ei7ckS$fct4@chuka.playstation.co. 
uk> <390CA530.55D7843C@easynet.co.uk> <8ekfiaS5Srt1l@chuka.playstation.co.uk> <8enia0$ 
3fal@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-7-79-207.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'll have a listen when I've got a minute. 


—-MESSAGE FILE 7028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05753 


-—-MESSAGE FILE 7029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005754 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VGV 

Date: Thu, 4 May 2000 12:04:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 45 

Message-ID: <8erlg1$e491@chuka.playstation.co.uk> 
References: <8ee038$dt53@chuka.playstation.co.uk> 
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NNTP-Posting-Host: usr1272-kno.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-=_NextPart_000_000C_0O1BFB5C0.F1D3C880" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


------ - _NextPart_000_000C_01BFB5C0.F1D3C880 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> someone please start a new subject....this thread is getting long : ( 
Alright... How about this month's PS2 launch reviews in Edge, then? = 
Ouch. 

Derek 


SSS = _NextPart_000_000C_01BFB5C0.F1D3C880 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

BODY bgColor=3D#ffffff> 

<DIV><FONT size=3D2><FONT size=3D2>&gt; someone please start a new = 
subject....this=20 

thread is getting long : (</FONT></FONT></DIV> 
< 

< 


A 


DIV>&nbsp; </DIV> 
DIV>Alright...&nbsp; How about this month's PS2 launch reviews in Edge, = 


then?&nbsp; Ouch.</DIV> 
<DIV>é&nbsp; </DIV> 
<DIV>Derek</DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>énbsp; </DIV></BODY></HTML> 


— ԲԱՆ» = NextPart_000_000C_01BFB5C0.F1D3C880-- 


4574 


--MESSAGE FILE 7029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05754 


--MESSAGE FILE 7030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005755 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VGV 

Date: Thu, 4 May 2000 13:12:51 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 63 

Message-ID: <8erpi8Se492@chuka.playstation.co.uk> 


References: <8ee038Sdt53@chuka.playstation.co.uk> <8erlg1$e491@chuka.playstation.co. 


uk> 

Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 
NNTP-Posting-Host: 194.70.71.146 

Mime-Version: 1.0 
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Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_005D_0O1BFB5CA. 73623360" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


aia aa ae = _NextPart_000_005D_01BFB5CA.73623360 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


I can't comment: my car isn't fast enough to get home before the = 
newsagents shuts. So I have to wait untill the weekend before I can buy = 
Edge. 

Derek da Silva <dasi@eidosnet.co.uk> wrote in message = 
news: 8erlg1$e491@chuka.playstation.co.uk... 


> someone please start a new subject....this thread is getting long : ( 

Alright... How about this month's PS2 launch reviews in Edge, then? = 
Ouch. 

Derek 


Bs FT =_NextPart_000_005D_01BFB5CA. 73623360 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 
<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV>I can't comment: my car isn't fast enough to get home before the = 
newsagent s=20 
shuts. So I have to wait untill the weekend before I can buy Edge.</DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>Derek da Silva &1t;<A=20 
href=3D"mailto:dasi@eidosnet.co.uk">dasi@eidosnet.co.uk</A>&gt; wrote = 
in message=20 
<A=20 


href=3D"news: 8erlg1$e491@chuka.playstation.co.uk">news: 8erlg1$e491@chuka.= 
playstation.co.uk</A>...</DIV> 

<DIV><FONT size=3D2><FONT size=3D2>&gt; someone please start a new = 
subject....this=20 

thread is getting long : (</FONT></FONT></DIV> 

<DIV>é&nbsp; </DIV> 

<DIV>Alright...&nbsp; How about this month's PS2 launch reviews in 
Edge, =20 
then?&nbsp; Ouch.</DIV> 
<DIV>é&nbsp; </DIV> 
<DIV>Derek</DIV> 
<DIV>é&nbsp; </DIV> 
<D 
<D 


IV>é&nbsp; </DIV> 
IV>énbsp; </DIV></BLOCKQUOTE></BODY></HIML> 


ee = _NextPart_000_005D_01BFB5CA.73623360-- 
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—-MESSAGE FILE 7030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05755 
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-—-MESSAGE FILE 7031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005756 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VGV 

Date: Thu, 4 May 2000 15:38:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8eslv7Se493@chuka.playstation.co.uk> 

References: <8ee038Sdt53@chuka.playstation.co.uk> <8erlg1$e491@chuka.playstation.co. 
uk> <8erpi8Se492@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.217.164.167 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


See now if u had played soemthign like colin mcrae rally more u would have 
learnt how to get the fast enough! 


Ok sorry bad joke. Ignore me. 


>Mark. 

>"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8erpi8S$e492@chuka.playstation.co.uk... 

>I can't comment: my car isn't fast enough to get home before the newsagents 
shuts. So I have to wait untill the >weekend before I can buy Edge. 

>>Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

news: 8erlg1$e491@chuka.playstation.co.uk... 


>> someone please start a new subject....this thread is getting long : ( 
>>Alright... How about this month's PS2 launch reviews in Edge, then? 
Ouch. 

>>Derek 


—-MESSAGE FILE 7031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05756 


-—-MESSAGE FILE 7032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005757 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VGV 

Date: Thu, 4 May 2000 16:29:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8es52nSe494@chuka.playstation.co.uk> 

References: <8ee038Sdt53@chuka.playstation.co.uk> <8erlg1$e491@chuka.playstation.co. 
uk> <8erpi8Se492@chuka.playstation.co.uk> <8eslv7Se493@chuka.playstation.co.uk> 
Reply-To: "Matt Verran" <matt@frktl.freeserve.co.uk> 

NNTP-Posting-Host: 194.70.71.146 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> See now if u had played soemthign like colin mcrae rally more u would have 
> learnt how to get the fast enough! 


No, I know how to drive fast, but my car got stolen and so now I have my 
girlfriends car and it's a reeeeaaaly clapped out old mini that can only 
just get up to 50 (on a good day). The newsagents closes at 5:30 and in my 
old car I could just get there in time, but this week the best I've managed 
is 5:34 and that time I left work a bit early. 


—-MESSAGE FILE 7032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05757 


—-MESSAGE FILE 7033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005758 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [Off topic]: I luvvvvveee you 

Date: Thu, 4 May 2000 18:17:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8esbbo$o0571@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-51.niobium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Hrrmm, appears like most of the computer systems in the UK ( or even the 
world) aren't ready for a widespread virus attack <g> 


Bob 


—-MESSAGE FILE 7033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05758 


—-MESSAGE FILE 7034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005759 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VGV 

Date: Thu, 4 May 2000 23:01:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8ess31$0572@chuka.playstation.co.uk> 

References: <8ee038Sdt53@chuka.playstation.co.uk> <8erlg1$e491@chuka.playstation.co. 
uk> <8erpi8Se492@chuka.playstation.co.uk> <8eslv7Se493@chuka.playstation.co.uk> <8es 
52nS$e494@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-6-231.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> > See now if u had played soemthign like colin mcrae rally more u would 
have 
> > learnt how to get the fast enough! 


No, I know how to drive fast, but my car got stolen and so now I have my 
girlfriends car and it's a reeeeaaaly clapped out old mini that can only 
just get up to 50 (on a good day). The newsagents closes at 5:30 and in my 
old car I could just get there in time, but this week the best I've 
managed 

> is 5:34 and that time I left work a bit early. 


VV V V V 


I made it today, took the faster back way home (is anyone *remotely* 
interested). Anyway, yeah quite harsh on the PS2 games, but deservedly so 
really. Nice black velcro-ey cover jobber too. 


I just got that 50meg Conker's Bad Fur Day mpg thats been posted on several 
websites and er Nick is right: it looks fucking twisted, but in a surreal 
utterly over the top bonkers way rather than a Kingpin/SoldieOfFortune 
depressing gore fest kinda thing. Definately going on my most wanted list. 


--MESSAGE FILE 7034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05759 
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—-MESSAGE FILE 7035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005760 

Path: chuka.playstation.co.uk!news 

From: "Phil Gooch" <phil@neuon.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: I luvvvvveee you 

Date: Fri, 05 May 2000 00:00:07 +0100 

Organization: Neuon 

Lines: 42 

Message-ID: <8esvbq$o573@chuka.playstation.co.uk> 

References: <8esbbo$o0571@chuka.playstation.co.uk> 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Yeah, we got stuffed by this at work. It's quite a nasty little virus, and 
once again shows how full of security holes Microsoft products are. 


It's a VB script that executes when you open the email in Outlook. As well 
as doing the Melissa stuff of sending itself to everyone in your address 
book, it installs itself on all drives (network or otherwise) that your 
computer is connected to. It also makes some changes to your registry so 
that it further propagates itself when you restart windows. 


Furthermore, it sets your Internet Explorer start page to a web site that 
downloads an executable to your IE downloads folder. It then makes a 
registry change so that this exe runs when you reboot. I don't know what 
this exe (called MSWIN-BUGFIX.exe) does. 


It also creates an HTML page, with the vb script itself embedded in it and 
infects mIRC (if you have it installed) so that this is sent out with all 
your IRC messages. 


Finally, and worst of all - and I can't believe MS allows VBscript to do 
this - it deletes *all* files on all your drives whose extensions are .jpg, 
-jpeg, .mp3, .vbe, .vbs, .js and others, and then installs itself using 
these filenames as a disguise. So if you had a file called my.mp3 you end up 


with my.mp3.vbs which is the virus. 


I ended up with 500 copies of the script on my system, each one sending out 
emails to my whole address book at regular intervals. Plus it trashed a 
whole load of files on my machine. 


Phil 


In article <8esbbo$0571@chuka.playstation.co.uk>, "ROBERT C SHAND" 
<bob@shand.org.uk> wrote: 


Hrrmm, appears like most of the computer systems in the UK ( or even the 
world) aren't ready for a widespread virus attack <g> 


Bob 


VV V V V V 


—-MESSAGE FILE 7035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05760 


-—-MESSAGE FILE 7036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005761 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: I luvvvvveee you 

Date: Fri, 5 May 2000 00:28:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <8et111$0574@chuka.playstation.co.uk> 
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References: <8esbbo$o0571@chuka.playstation.co.uk> <8esvbq$o0573@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 195.217.161.46 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


F**k thats one bad virus, don't suppose u have a win2k machine, i have win2k 
and wondered if this would be more secure, or if this would even matter???? 


"Phil Gooch" <phil@neuon.com> wrote in message 

news: 8esvbq$o573@chuka.playstation.co.uk... 

> Yeah, we got stuffed by this at work. It's quite a nasty little virus, and 
once again shows how full of security holes Microsoft products are. 


It's a VB script that executes when you open the email in Outlook. As well 
as doing the Melissa stuff of sending itself to everyone in your address 
book, it installs itself on all drives (network or otherwise) that your 
computer is connected to. It also makes some changes to your registry so 
that it further propagates itself when you restart windows. 


Furthermore, it sets your Internet Explorer start page to a web site that 
downloads an executable to your IE downloads folder. It then makes a 
registry change so that this exe runs when you reboot. I don't know what 
this exe (called MSWIN-BUGFIX.exe) does. 


It also creates an HTML page, with the vb script itself embedded in it and 
infects mIRC (if you have it installed) so that this is sent out with all 
your IRC messages. 


Finally, and worst of all - and I can't believe MS allows VBscript to do 
this - it deletes *all* files on all your drives whose extensions are 

. jpg, 

> .jpeg, .mp3, .vbe, .vbs, .js and others, and then installs itself using 

> these filenames as a disguise. So if you had a file called my.mp3 you end 
up 

> with my.mp3.vbs which is the virus. 

> 

> I ended up with 500 copies of the script on my system, each one sending 
out 


VVVVVVVVVVVVVVV VV VV 


> emails to my whole address book at regular intervals. Plus it trashed a 
> whole load of files on my machine. 

> 

> Phil 

> 

> 

> ere ei car Goal պան աակ ազան aaa 

> In article <8esbboS$o0571@chuka.playstation.co.uk>, "ROBERT C SHAND" 

> <bob@shand.org.uk> wrote: 

> 

> 

> > Hrrmm, appears like most of the computer systems in the UK ( or even the 
> > world) aren't ready for a widespread virus attack <g> 

>> 

> > Bob 

>> 

>> 


—-MESSAGE FILE 7036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05761 


—-MESSAGE FILE 7037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005762 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.programming.libraries,scee.yaro 
ze.programming.libraries 

Subject: [ON TOPIC] 'cdrom:' device ???? 
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Date: Fri, 05 May 2000 13:18:38 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 199 

Message-ID: <39123D8D.699FA972@start.com.au> 

Reply-To: mgarcia@start.com.au 

NNTP-Posting-Host: 203.108.136.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:5762 scea.yaroze.programm 
ing.libraries:18 scee.yaroze.programming.libraries:237 


Hi all, again :) 


I am trying to read the CDROM with the ANIS C functions open() read() 
lseek()... 


Here is what I am trying to do. 


[RKKK KKK KK KKK KKK KKK KK KK siocons test * * * * * * KK KK / 


#include <libps.h> 
#include <sys/file.h> 


main () 


{ 


int fd,ret; 
char f[] = "cdrom: \\DATA\\SOUND\\SAMPLE1.SEQ;1"; 
char text[1000]; 


printf("trying to open %s\n",f); 
fd = open(f,O_RDONLY) ; 


if(fd > 0) 
printf ("open worked fd = %d\n",fd); 
else 


{ 


printf("open failed fd %dNn", fd); 


return; 
} 
printf("trying to read %s\n fd = %d\n",f,fd); 
ret = read(fd, &text, 999); 
printf("ret = %d\n",ret); 
text [999] = 0; 
printf("File <%s> CONTAINS \n<%s>\n",f,text) ; 


close (fd); 


This compiles but hangs when it hits 
fd = open(f,O_RDONLY) ; 
When this is ran using 


char f[] = "\\DATA\\SOUND\\SAMPLE1.SEQ;1"; // (no device - cdrom: ) 


it says that - \DATA\SOUND\SAMPLE1.SEQ;1 is not a device then 


it displays all devices available eg bu: ,tty:, cdrom: 
and exits. 


What is the correct device name for the cdrom eg 
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cdrom? ?: 
I really don't want to use the Cd1lFILE functions | 
BTW how do you convert CdlLOC type to a int to create a seek fuction? 
What did I miss? 
I had a search and it seems that I am not the only one !! 
see below 
Subject: 
Re: Contents of Boot CD 


Date: 
Fri, 09 May 1997 07:40:41 -0400 


From: 
Jack Copper <impmeister@earthlink.net> 
Organization: 
ArcanaTech 
Newsgroups: 
scea.yaroze.beginners 
References: 
1 pe 22 


Mario Perdue wrote: 
> 


> Well, you could put the CD into your PC's CDROM drive browse it to see 


> what's there. You could also look in the PSX/DATA directory where you 
> installed the NY dev system. The files are all there as well. 

> 

> Mario 

This is the THIRD time I've tried to respond to you... the newsgroup bit 


bucket keeps eating messages. 


Anyway, I went ahead and tried programmatic access, but have had no 
success so far. I'm either doing something wrong (hmmm..) or there is a 
bug in the library firstfile() function. 


First, I tried what appeared to be the straightforward thing to do: 


struct DIRENTRY stBaseDirectory; 

firstfile( "cdrom:*", &stBaseDirectory); 
This sends the playstation off into the weeds (reset city), as do 
"cdrom:\\", "cdrom:\\*", and other variations. 


However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
resulted in an error message that listed devices (something to the 
effect of:) 
* is not a valid device 
valid devices are: 
cdrom: 
tty: 
bu: 
etc. 
And, if in fact I use "Ես10:»" as the name parameter, I get a reasonable 


string back for the first "directory" (i.e., I have a memory card in 
slot 2, and it has the configuration file on it) 


Any insights? 
Thanks, 
Jack Copper 


the reply 
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Subject: 
Re: Contents of Boot CD 
Date: 
Fri, 09 May 1997 13:52:23 GMT 


From: 
mperdue@iquest.net (Mario Perdue) 
Organization: 
SCEA Net Yaroze News 


Newsgroups: 
scea.yaroze.beginners 
References: 
dy 2222. 3 
>This is the THIRD time I've tried to respond to you... the newsgroup 
bit 


>bucket keeps eating messages. 


Sorry, we've been having a little trouble with the news groups. The 
problem seems to be under control now, and should be fixed shortly. 


>Anyway, I went ahead and tried programmatic access, but have had no 


>success so far. I'm either doing something wrong (hmmm..) or there is a 
>bug in the library firstfile() function. 
> 


>First, I tried what appeared to be the straightforward thing to do: 
> 

> struct DIRENTRY stBaseDirectory; 

> firstfile( "cdrom:*", &stBaseDirectory) ; 

>This sends the playstation off into the weeds (reset city), as do 
>"cdrom:\\", "cdrom:\\*", and other variations. 

> 

>However, some other permutations (e.g., "*", "\\*", "CDROM:\\") 
>resulted in an error message that listed devices (something to the 
>effect of:) 


> * is not a valid device 

> valid devices are: 

> cdrom: 

> tty: 

> bu: 

>etc 

>And, if in fact I use "bul0:*" as the name parameter, I get a 
reasonable 

>string back for the first "directory" (i.e., I have a memory card in 
>slot 2, and it has the configuration file on it) 

> 


>Any insights? 

Not really. I havn't worked with this stuff yet, but you can bet I'll 
be looking at it later today. If I can't figure it out, I'll find 
someone who can. 


Mario 


any help will be greatly appreciated.. 
-—-MESSAGE FILE 7037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05762 


-—-MESSAGE FILE 7038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005763 
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Path: chuka.playstation.co.uk!news 

From: Phil <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: [Off topic]: I luvvvvveee you 
Date: Fri, 05 May 2000 10:14:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <391290E8.94CA679F@easynet.co.uk> 
References: <8esbbo$o0571@chuka.playstation.co.uk> <8esvbq$o0573@chuka.playstation.co. 
uk> <8et111$0574@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Still running Win95 here. Probably win2K if affected as well. 
Mark Naylor wrote: 


F**k thats one bad virus, don't suppose u have a win2k machine, i have win2k 
and wondered if this would be more secure, or if this would even matter???? 


"Phil Gooch" <phil@neuon.com> wrote in message 

news: 8esvbq$o573@chuka.playstation.co.uk... 

> Yeah, we got stuffed by this at work. It's quite a nasty little virus, and 
once again shows how full of security holes Microsoft products are. 


It's a VB script that executes when you open the email in Outlook. As well 
as doing the Melissa stuff of sending itself to everyone in your address 
book, it installs itself on all drives (network or otherwise) that your 
computer is connected to. It also makes some changes to your registry so 
that it further propagates itself when you restart windows. 


Furthermore, it sets your Internet Explorer start page to a web site that 
downloads an executable to your IE downloads folder. It then makes a 
registry change so that this exe runs when you reboot. I don't know what 
this exe (called MSWIN-BUGFIX.exe) does. 


It also creates an HTML page, with the vb script itself embedded in it and 
infects mIRC (if you have it installed) so that this is sent out with all 
your IRC messages. 


Finally, and worst of all - and I can't believe MS allows VBscript to do 
this - it deletes *all* files on all your drives whose extensions are 

- jpg, 

> .jpeg, .mp3, .vbe, .ՄԵՏ, .js and others, and then installs itself using 

> these filenames as a disguise. So if you had a file called my.mp3 you end 
up 

> with my.mp3.vbs which is the virus. 

> 

> I ended up with 500 copies of the script on my system, each one sending 
out 


VVVVVVVVVVVVVVV VV VV 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> emails to my whole address book at regular intervals. Plus it trashed a 
> whole load of files on my machine. 

> 

> Phil 

> 

> 

> w $l a ee S= sO 

> In article <8esbboSo571@chuka.playstation.co.uk>, "ROBERT C SHAND" 

> <bob@shand.org.uk> wrote: 

> 

> 

> > Hrrmm, appears like most of the computer systems in the UK ( or even the 
> > world) aren't ready for a widespread virus attack <g> 

> > 

> > Bob 

> > 

> > 


—-MESSAGE FILE 7038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 4584 


05763 


—-MESSAGE FILE 7039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005764 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: I luvvvvveee you 

Date: Fri, 5 May 2000 11:54:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <8eu977S4d51@chuka.playstation.co.uk> 

References: <8esbbo$o0571@chuka.playstation.co.uk> <8esvbq$o0573@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: co3739.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Ohh ouch, apparently you can muck about with some registry settings that 
effectivly stop it from spreading. 


Phil Gooch <phil@neuon.com> wrote in message 

news: 8esvbq$o573@chuka.playstation.co.uk... 

> Yeah, we got stuffed by this at work. It's quite a nasty little virus, and 
once again shows how full of security holes Microsoft products are. 


It's a VB script that executes when you open the email in Outlook. As well 
as doing the Melissa stuff of sending itself to everyone in your address 
book, it installs itself on all drives (network or otherwise) that your 
computer is connected to. It also makes some changes to your registry so 
that it further propagates itself when you restart windows. 


Furthermore, it sets your Internet Explorer start page to a web site that 
downloads an executable to your IE downloads folder. It then makes a 
registry change so that this exe runs when you reboot. I don't know what 
this exe (called MSWIN-BUGFIX.exe) does. 


It also creates an HTML page, with the vb script itself embedded in it and 
infects mIRC (if you have it installed) so that this is sent out with all 
your IRC messages. 


Finally, and worst of all - and I can't believe MS allows VBscript to do 
this - it deletes *all* files on all your drives whose extensions are 

- jpg, 

> .յքոց, .mp3, .vbe, .vbs, .js and others, and then installs itself using 

> these filenames as a disguise. So if you had a file called my.mp3 you end 
up 

> with my.mp3.vbs which is the virus. 

> 

> I ended up with 500 copies of the script on my system, each one sending 
out 


VVVVVVVVVVVV VV VV VV CON 


> emails to my whole address book at regular intervals. Plus it trashed a 
> whole load of files on my machine. 

> 

> Phil 

> 

> 

> Նոր աան նանան eee ee 'wanawapis 


In article <8esbbo$0571@chuka.playstation.co.uk>, "ROBERT C SHAND" 
<bob@shand.org.uk> wrote: 


Hrrmm, appears like most of the computer systems in the UK ( or even the 
world) aren't ready for a widespread virus attack <g> 


Bob 


VVVVVVVVVV 


VV V V V V 
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—-MESSAGE FILE 7039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05764 


—-MESSAGE FILE 7040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005765 

Path: chuka.playstation.co.uk!news 

From: Phil <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: I luvvvvveee you 

Date: Fri, 05 May 2000 13:16:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <3912BB8A.A7B54F28@easynet.co.uk> 

References: <8esbbo$o0571@chuka.playstation.co.uk> <8esvbq$o0573@chuka.playstation.co. 
uk> <8eu977$4d51@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Yeah, it's quite easy to undo some of the damage, just read through the virus' 
VBS script to see what it has done. 


ROBERT C SHAND wrote: 


Ohh ouch, apparently you can muck about with some registry settings that 
effectivly stop it from spreading. 


Phil Gooch <phil@neuon.com> wrote in message 

news: 8esvbq$o573@chuka.playstation.co.uk... 

> Yeah, we got stuffed by this at work. It's quite a nasty little virus, and 
once again shows how full of security holes Microsoft products are. 


It's a VB script that executes when you open the email in Outlook. As well 
as doing the Melissa stuff of sending itself to everyone in your address 
book, it installs itself on all drives (network or otherwise) that your 
computer is connected to. It also makes some changes to your registry so 
that it further propagates itself when you restart windows. 


Furthermore, it sets your Internet Explorer start page to a web site that 
downloads an executable to your IE downloads folder. It then makes a 
registry change so that this exe runs when you reboot. I don't know what 
this exe (called MSWIN-BUGFIX.exe) does. 


It also creates an HTML page, with the vb script itself embedded in it and 
infects mIRC (if you have it installed) so that this is sent out with all 
your IRC messages. 


Finally, and worst of all - and I can't believe MS allows VBscript to do 
this - it deletes *all* files on all your drives whose extensions are 

- IPS, 

> .jpeg, .mp3, .vbe, .vbs, .js and others, and then installs itself using 

> these filenames as a disguise. So if you had a file called my.mp3 you end 
up 

> with my.mp3.vbs which is the virus. 

> 

> I ended up with 500 copies of the script on my system, each one sending 
out 


VVVVVVVVVVVVVVV VV VV 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> emails to my whole address book at regular intervals. Plus it trashed a 
> whole load of files on my machine. 

> 

> Phil 

> 

> 

> a an a «ամ. տան en ee ae a, բա 

> In article <8esbboS$o0571@chuka.playstation.co.uk>, "ROBERT C SHAND" 
> <bob@shand.org.uk> wrote: 

> 

> 
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> > > Hrrmm, appears like most of the computer systems in the UK ( or even the 
> > > world) aren't ready for a widespread virus attack <g> 

>>> 

> > > Bob 

>>> 

>>> 


-—-MESSAGE FILE 7040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05765 


—-MESSAGE FILE 7041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005766 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic]: I luvvvvveee you 

Date: Fri, 5 May 2000 22:13:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8evdipSaigl@chuka.playstation.co.uk> 

References: <8esbbo$0571@chuka.playstation.co.uk> <8esvbq$o0573@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: th-gt145-059.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


It's a VB script that executes when you open the email in Outlook. As well 
as doing the Melissa stuff of sending itself to everyone in your address 
book, it installs itself on all drives (network or otherwise) that your 
computer is connected to. It also makes some changes to your registry so 
that it further propagates itself when you restart windows. 


VV V V V 


Does it affect Outlook Express as well? Does it run only when you open the 
e-mail, or even if you have the preview showing? How the fuck can MS allow 
any sort of programming to run automatically when opening an e-mail? There's 
no real advantage (in being able to have scripts automatically run when an 
e-mail is opened, I'd rather have the choice what I want to run) and it's 
the perfect opportunity for virus programmers to do exactly what has 
happened. What an absolutely shite oversight. And they wonder why everyone 
hates them... 


Rikki 


--MESSAGE FILE 7041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05766 


—-MESSAGE FILE 7042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005767 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Project update 

Date: Sat, 6 May 2000 00:16:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <8evmjrSaig2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-68-32.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hi, 


With everyone talking about what they are upto or indeed not upto on the 
yaroze, I thought I would mention that I've just started converting a 2D 
game to the Yaroze, I wrote it originally for DirectX, but it's basic stuff 
so shouldn't be an easy port. 
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It was originally going to be written for the Yaroze but I was having 
trouble with flickering sprites so I decided to learn DirectX and get it 
running then convert it so that's what I'm doing. 


I've got the Yaroze hooked up via a WinTV card so I don't have to clutter 
the desk with the extra monitor I used to have... 


We shall see how we get on. 


I'm going to have to rewrite my sprite cutter to work with in TIM format but 
that shouldn't be a problem, I should be able to add a parameter to output 
either for my DirectX engine or TIM. 


I'm also working on some 3D graphics for a joint project that we might 
convert to the Yaroze. 


On a similar note, a friend works for a playstation developer and wants to 
see some stuff i've done, how do I build an exe that he can use on the 
pro-devkit or would I have to send him .obj files and let him link them at 
his end? 


Cheers 
Nigel 
www.gameware.demon.co.uk 


—-MESSAGE FILE 7042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05767 


—-MESSAGE FILE 7043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005768 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0ohoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


—-MESSAGE FILE 7043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05768 


-—-MESSAGE FILE 7044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005769 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Website and newsgroups up and running! 

Date: Fri, 1 Sep 2000 16:39:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <800in5$7h4@chuka.playstation.co.uk> 
NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:252 scee.yaroze.freetalk.english: 
5769 


Yes, it's true! During the next couple of weeks we will see how many 
Net Yaroze members out there who are still active. There are however 
some things that need to be noted. 


1) There is limited technical support (please check support information on 
website or newsgroups because 

it's more then likely that your question has already been answered) 

2) There will be no upgrade of the current libraries 

3) There will be no replacements for lost "boot discs", "boot memory cards" 
or “communication cables". 

The reason for this is that all left over Net Yaroze stock has been sent 
back to Japan. There is however, a small quantity of left over stock for 
Educational purposes. 


4) There will be no more OPM Fame Game submissions 

5) There will be no more competitions 

6) The "Net Yaroze Members in the games industry" list will continue to be 
updated 


7) Please read the FAQ located on the website for more information 


I'll check how future repairs of Net Yaroze will be handled and will post a 
message 
when I recieve the answer. 


Regards, 


Net Yaroze Team 


—-MESSAGE FILE 7044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05769 


—-MESSAGE FILE 7045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005770 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Fri, 1 Sep 2000 18:24:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <8o0o0onk$7h5@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> 

NNTP-Posting-Host: host213-1-176-156.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:253 scee.yaroze.freetalk.english: 
5770 


WHOOOO HOOOOO. 
...Յհ, nice to have got that out :) 
Anyway, most of the stuf below we already knew right? But Լ guess it's been 


stated again to kirb endless discussions about the fame game and why can't 
we have discs burnt... 84 infinitum. 


So who's still about then? 


> Yes, it's true! During the next couple of weeks we will see how many 
> Net Yaroze members out there who are still active. There are however 
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some things that need to be noted. 
1) There is limited technical support (please check support information on 


website or newsgroups because 
it's more then likely that your question has already been answered) 


2) There will be no upgrade of the current libraries 
3) There will be no replacements for lost "boot discs", "boot memory 
ards" 


or "communication cables". 

The reason for this is that all left over Net Yaroze stock has been sent 
back to Japan. There is however, a small quantity of left over stock for 
Educational purposes. 


4) There will be no more OPM Fame Game submissions 

5) There will be no more competitions 

6) The "Net Yaroze Members in the games industry" list will continue to be 
updated 


7) Please read the FAQ located on the website for more information 


I'll check how future repairs of Net Yaroze will be handled and will post 


message 
when I recieve the answer. 


Regards, 


Net Yaroze Team 


VVVVVVVVVV®D VV VV VV VV VV VV OAV VV VV VV 


—-MESSAGE FILE 7045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05770 


-—-MESSAGE FILE 7046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005771 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Still Here!!!!1!11!11111] 

Date: Fri, 1 Sep 2000 12:45:12 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <800q57S$7h6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 24.26.216.48 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Nathan Miller 


—-MESSAGE FILE 7046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05771 


--MESSAGE FILE 7047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005772 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 
Date: Fri, 1 Sep 2000 17:49:12 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <8o0pb19S7h7@chuka.playstation.co.uk> 
References: <800in5$7h4@chuka.playstation.co.uk> 
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NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"George Bain" <ps_yaroze@scee.net> wrote in message 

news: 800in5$7h4@chuka.playstation.co.uk... 

> Yes, it's true! During the next couple of weeks we will see how many 
> Net Yaroze members out there who are still active. There are however 
> some things that need to be noted. 


Good to be back. 


> 3) There will be no replacements for lost "boot discs", "boot memory 
cards" 

> or "communication cables". 

> The reason for this is that all left over Net Yaroze stock has been sent 
> back to Japan. There is however, a small quantity of left over stock for 
> Educational purposes. 


I understand this, but it's still a bit "Ouch". 


> 6) The "Net Yaroze Members in the games industry" list will continue to be 
> updated 


In that case, please update my entry (Brian Baird) to show I'm now a 
software engineer with Paradigm Entertainment. 


—-MESSAGE FILE 7047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05772 


-—-MESSAGE FILE 7048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005773 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Sat, 2 Sep 2000 00:16:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8o0pdcd$7h8@chuka.playstation.co.uk> 

References: <800in5S7h4@chuka.playstation.co.uk> <80o0onkS$7h5@chuka.playstation.co.uk 
> 
NNTP-Posting-Host: th-gt148-163.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scee.yaroze.announce:254 scee.yaroze.freetalk.english: 
5773 


> So who's still about then? 


I'm still about. I don't think the Net Yaroze Active Member's List will 
still work from my site. Instead, try going to 
http://www.rprince.dircon.co.uk/nyal/ until I get a chance to fix the one on 
the NY server (actually come to think of it, it should still work on the NY 
server, if it hasn't been deleted, but if it doesn't, use the above URL). 


Rikki 


—-MESSAGE FILE 7048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05773 


—-MESSAGE FILE 7049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005774 
Path: chuka.playstation.co.uk!news 
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From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Website and newsgroups up and running! 

Date: 2 Sep 2000 11:17:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01c014cf$4d386060$559124c3@pal-—s-—omnibook> 
References: <800in5S7h4@chuka.playstation.co.uk> 
NNTP-Posting-Host: nas3-85.aub.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:255 scee.yaroze.freetalk.english: 
5774 


Thank you very much George and all of you at SCEE who took the time to set 
the server back. You know we were all very worried about the future of 
Yaroze... 


I hope that great things will continue to come out of all of us Yarozers to 
show Sony that they were right with setting up and maintaining the Yaroze 
program (and make them think about Yaroze2 hehe). 


Don't expect to see anything from me in the next two months however - it's 
exam time and college courses beginning here. But count me as a soon-active 
member ! 


Oh, and I have a few requests 
- please upgrade the lib burn cd opm compo... no, just kidding ;) 


Btw, anyone knows what's the situation with NY overseas, especially in 
Japan ? 


pal 


Quotation of the day 

> It is unlikely that the site and newsgroups will be unavailable for more 
> that 2 weeks 

(Mark Cance, The Apocalypse, March 8th 2000) 


—-MESSAGE FILE 7049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05774 


--MESSAGE FILE 7050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005775 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Sat, 2 Sep 2000 13:15:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <8o0qqv8S7h9@chuka.playstation.co.uk> 

References: <800in5S7h4@chuka.playstation.co.uk> <01c014cf$4d386060$559124c3@pal-s-o 
mnibook> 

NNTP-Posting-Host: host62-7-94-89.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:256 scee.yaroze.freetalk.english: 
5775 


> Thank you very much George and all of you at SCEE who took the time to set 
> the server back. You know we were all very worried about the future of 
> Yaroze... 


Seconded! 


> I hope that great things will continue to come out of all of us Yarozers 
to 
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> show Sony that they were right with setting up and maintaining the Yaroze 
> program (and make them think about Yaroze2 hehe). 


Cool stuff is definately on the way, I've seen some of it. 


> Btw, anyone knows what's the situation with NY overseas, especially in 
> Japan ? 


Well the US has been very quiet for a good while, but they were never into 
the bedroom games coder idea really, were they? I dunno abut the JP side of 
it but I've not been directed towards anything new for ages from them 
either. 


—-MESSAGE FILE 7050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05775 


--MESSAGE FILE 7051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005776 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Old server name does not work any more 

Date: Sat, 2 Sep 2000 17:20:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8o0r9mg$7p1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-97-125.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


If anyone's in contact with other users who can't get back into the news 
groups (like I couldn't to start-off with) then tell them that it's probably 
because the old server name does not work anymore. 


use www.netyaroze-europe.com 
(instead of news.playstation.co.uk) 


Jon 


—-MESSAGE FILE 7051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05776 


-—-MESSAGE FILE 7052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005777 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 
Date: Sat, 2 Sep 2000 17:31:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8o0r9vdS7p2@chuka.playstation.co.uk> 
References: <800in5$7h4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-97-125.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Good one... an end to 'radio silence'. Thanks to all those concerned. 


Could SCEE send-out an e-mail shot to all SCEE Net Yaroze members to say 
it's back on-line now, since many will have assumed it was down for good? 


Jon Prestidge 
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—-MESSAGE FILE 7052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05777 


--MESSAGE FILE 7053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005778 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw666@btinternet.com- 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Sat, 02 Sep 2000 18:27:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <39B1387C.1ED4CC@btinternet.com> 

References: <800in5$7h4@chuka.playstation.co.uk> <8o0r9vd$7p2@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: host213-123-47-233.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 

X-Accept—-Language: en 


Hey I'm here! 
And am working on about 4 projects (not including Noh3Dee). 


Just a small question about the Fame Game... why did it go down in the first 
place? 

I was told it was because not enough games were being made mut it was at a 
time with about 3 games lined up! (Up, Down and Stars Wars at least). 


Anyway, great to be back up and running! 
Chris (~chrisw) 


—-MESSAGE FILE 7053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05778 


-—-MESSAGE FILE 7054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005779 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Sun, 3 Sep 2000 13:50:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8o0the2S7p4@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <8o0r9vd$7p2@chuka.playstation.co.uk 
> <39B1387C.1ED4CC@btinternet.com> 

NNTP-Posting-Host: host213-1-136-212.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Just a small question about the Fame Game... why did it go down in the 
first 

> place? 

> I was told it was because not enough games were being made mut it was at a 
> time with about 3 games lined up! (Up, Down and Stars Wars at least). 


That was the official reason, and although stars wars was ready I think 
there was concern over it's content, up & down were completed after it had 
stopped. 

The real reason (in my cynical opinion of course) is that SONY no longer 
sold the yaroze, and so they didn't want to spend any money promoting it, 
which is why the famegame was really run in the first place. The slow 
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trickle of games was more of a final nail. 


—-MESSAGE FILE 7054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05779 


—-MESSAGE FILE 7055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005780 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <8o0ohocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80ohocS$7h3@chuka.playstation.co.uk... 

> 

> 

> 


-—-MESSAGE FILE 7055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05780 


-—-MESSAGE FILE 7056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005782 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Good to be back .. 

Date: Sun, 3 Sep 2000 21:49:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Lines: 6 
Message-ID: <8p0mpkS$8pk3@chuka.playstation.co.uk> 
Reply-To: "sandinista" <sandinista@ic24.net> 


NNTP-Posting-Host: 212.137.185.102 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


May I add my thanks to those of others , that the server is back up 
Hands up those who've downloaded everything but the kitchen sink since 
Friday ? 

gaz 


—-MESSAGE FILE 7056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05782 


—-MESSAGE FILE 7057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005783 
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Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 
Date: Mon, 4 Sep 2000 19:50:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8p0qroS8pk4@chuka.playstation.co.uk> 
References: <800in5$7h4@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr1723-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hello! 


It's good to hear from you all again :-) 


> Could SCEE send-out an e-mail shot to all SCEE Net Yaroze members to say 
> it's back on-line now, since many will have assumed it was down for good? 


I agree, this would be ideal. Meanwhile, I've posted the news to the 
gameswire compo message board as there are net yaroze members taking part. 


Still recovering from the shock 


Derek da Silva 


—-MESSAGE FILE 7057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05783 


—-MESSAGE FILE 7058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005784 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Mon, 4 Sep 2000 20:26:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8p0svuS8pk5@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <8p0qroS8pk4@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: usr1723-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Meanwhile, I've posted the news to the 
> gameswire compo message board as there are net yaroze members taking part. 


Except you all already know . . . I've only-just-now-this-—very-second 
discovered http://www.eclipsesoftware.co.uk/. Doh! 


Derek da Silva 


—-MESSAGE FILE 7058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05784 


—-MESSAGE FILE 7059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005785 
Path: chuka.playstation.co.uk!news 
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From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 
Date: Mon, 4 Sep 2000 21:50:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <8pllisvS8pk6@chuka.playstation.co.uk> 
References: <800in5S7h4@chuka.playstation.co.uk> <01c014cf$4d386060$559124c3@pal-s-o 
mnibook> 

NNTP-Posting-Host: usr1723-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


> Btw, anyone knows what's the situation with NY overseas, especially in 
> Japan ? 


The SCEI Japanese NY site is here http://www.yaroze.spice-net.co.jp/ but a 
password is required to access most areas. 


I recommend you look here first. The second link below takes you straight 
to a list of NY related home pages. Most are dead links, but a couple of 
sites are still updated and a few have games etc to download. 


http://www.spice-net.co.jp/NY/ 
http://www.spice-net.co.jp/cgi-bin/link.pl?command=léattribute=1 


Here are a couple of sites from the list: 


http://www.geocities.co. jp/Playtown-Denei/6672/index.html 
http://www2.117.ne.jp/~zgen/ 


Derek da Silva 


-—-MESSAGE FILE 7059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05785 


—-MESSAGE FILE 7060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005786 

Path: chuka.playstation.co.uk!news 

From: "Phil Gould" <philgould@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze Shtufff in general (no complaining either) 
Date: Mon, 4 Sep 2000 23:59:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8pl8vq$8pk7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.137.226.10 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just wondered who used these newsgroups, I've never been on them before. 
Designing a new yaroze game and have made little progress on the 3d 
animation side of things. Does anyone know how to write a 3ds.set file or 
if you have the file could u send it to me as this is required to have 
proper texture mapping from 3dstudiomax. (I don't have 3d studio 4). 


Also am looking for anyone who knows how to edit dynamic tmds at runtime 
shtuff like that- ciao - Phil 
wierdphil@hotmail.com 


-—-MESSAGE FILE 7060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05786 


—-MESSAGE FILE 7061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005787 
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Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good to be back .. 

Date: Tue, 5 Sep 2000 11:53:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8p2jbsS8pk8@chuka.playstation.co.uk> 
References: <8pOmpkS$8pk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Sandinista" <sandinista@ic24.net> wrote in message 

news: 8pO0mpk$8pk3@chuka.playstation.co.uk... 

> May I add my thanks to those of others , that the server is back up 
> Hands up those who've downloaded everything but the kitchen sink since 
> Friday ? 


Is the server OK for speed? We've had a few ISP outages, so it has been 8 
bit slow during those times, but other than that, is everyone happy with the 
speed of connection? 


Steve 


—-MESSAGE FILE 7061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05787 


—-MESSAGE FILE 7062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005788 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good to be back .. 

Date: Tue, 5 Sep 2000 12:27:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8p219uS8pk9@chuka.playstation.co.uk> 
References: <8p0mpkS8pk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: user34-10.jakinternet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Hmm well luckily i still had all the old posts on my computer so haven't had 
to sit here downloading anything :) 


"Sandinista" <sandinista@ic24.net> wrote in message 

news: 8pOmpk$8pk3@chuka.playstation.co.uk... 

> May I add my thanks to those of others , that the server is back up 
> Hands up those who've downloaded everything but the kitchen sink since 
> Friday ? 

> gaz 
> 
> 


—-MESSAGE FILE 7062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05788 


—-MESSAGE FILE 7063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005789 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good to be back 
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Date: Tue, 05 Sep 2000 18:18:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <39B52AFA.FOF3EB89@btinternet.com> 
References: <8pOmpkS$8pk3@chuka.playstation.co.uk> <8p2jbsS$8pk8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host62-7-40-81.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 
X-Accept—-Language: en 


My dad's machine won't connect to the yaroze site or this news server, because 
it it's self is quite slow.. although it does cope with other sites.... 
chris 


—-MESSAGE FILE 7063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05789 


—-MESSAGE FILE 7064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005790 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Tue, 05 Sep 2000 20:35:03 +0100 

Organization: Netcom member 

Lines: 14 

Message-ID: <39B54AER7.8B7C1258@netscapeonline.co.uk> 

References: <800in5S7h4@chuka.playstation.co.uk> <8p0qroS8pk4@chuka.playstation.co.u 
k> <8p0OsvuS$8pk5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 62.125.152.253 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


HI Derek, 


I actually did mail you a while back about the Eclipse site (I tried to reach as 
many Yarozers as possible). 


Well now you've found it, let me know what you think, all comments are 
welcome! 


Marc ‘The CHIEF" Lambert 
TheCHIEF@eclipsesoftware.co.uk 
www.eclipsesoftware.co.uk 


—-MESSAGE FILE 7064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05790 


—-MESSAGE FILE 7065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005791 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: I have a problem... 

Date: Tue, 05 Sep 2000 20:40:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <39B54C37.70610E7E@btinternet .com> 
NNTP-Posting-Host: host213-1-140-40.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 
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X-Accept—-Language: en 


Hey all, 

I'm having a nasty problem with DnR... 

It is so unstable that I can fix, change or add anything. 

I can add a simple FntPrint and have it crash before the end of 
InitGame. And because of this I can get it finished, even tho it 
shouldn't be long... 

Is there any obdvious things that cause this or is it deeper? 
Chris. 


—-MESSAGE FILE 7065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05791 


—-MESSAGE FILE 7066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005792 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Here!!!!!!!1111 

Date: Tue, 5 Sep 2000 21:11:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8p3k07S$Sqd31@chuka.playstation.co.uk> 
References: <800q57$7h6@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr991-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi Nathan 

Where can I get hold of your PSX file server? 

Derek 

"Nathan Miller" <nmiller@hot.rr.com> wrote in message 
news: 800q57$7h6@chuka.playstation.co.uk... 

> Count me as a regular poster!!!!!!!!!1!11111111111111 


> 
> Nathan Miller 


—-MESSAGE FILE 7066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05792 


—-MESSAGE FILE 7067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005793 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [NOISE] Re: I have a problem... 

Date: 5 Sep 2000 21:46:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01c01782S948c8bc0$cc9624c3@pal-—s-—omnibook> 
References: <39B54C37.70610E7E@btinternet.com> 
NNTP-Posting-Host: nas1-204.aub.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<39B54C37.70610E7E@btinternet.com>... 

> Hey all, 
I'm having a nasty problem with DnR... 

It is so unstable that I can fix, change or add anything. 

I can add a simple FntPrint and have it crash before the end of 
InitGame. And because of this I can get it finished, even tho it 
shouldn't be long... 


V V V V V 
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> Is there any obdvious things that cause this or is it deeper? 


Well, that is just typical of C programs... 

Usually the solution is to start again from scratch. All design decisions 
you've made during development will then be made at a proper time, before 
coding ;) 


This is sad. Is FntPrint the only suspect ? If so, it's not too hard to 
replace. Maybe you could post a piece of your source that crashes (As it 
crashes in the init, should not be too long for us to read) ? 


> Chris. 

> 

> 

—-MESSAGE FILE 7067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05793 


—-MESSAGE FILE 7068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005794 
Path: chuka.playstation.co.uk!news 
From: Chris Wallace <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: [NOISE] Re: I have a problem... 
Date: Wed, 06 Sep 2000 07:23:06 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 477 
Message-ID: <39B5E2CA.E95A0B83@btinternet .com> 
References: <39B54C37.70610E7E@btinternet.com> <01c01782S948c8bc0$cc9624c3@pal-—s-—omn 
ibook> 
NNTP-Posting-Host: host62-7-70-244 .btinternet.com 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 62A4E3EC1AF7762D7771B61B" 
X-Mailer: Mozilla 4.5 [en] (Win95; U) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
62A4E3EC1AF7762D7771B61B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Well, changing most things it doesn't like. I thought it was a memory problem 
at one point cos it only did it when adding large arrays (more) but it does 


it with quite a few things. Here is the code with initgame() in and the file 
with a list of all the definitions of my OT and stuff... 
Chris. 


62A4E3EC1AF7762D7771B61B 
Content-Type: application/x—-unknown-content-type-hFile; 

name="game.h" 

—-MESSAGE FILE 7068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05794 


—-MESSAGE FILE 7069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005795 

Path: chuka.playstation.co.uk!news 

From: "Stuart Macdonald" <scmacdonald@cableinetco.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Wed, 6 Sep 2000 08:35:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <8p4sgl$qd32@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <80o0onk$7h5@chuka.playstation.co.uk 
> <80pdcd$7h8@chuka.playstation.co.uk> 

NNTP-Posting-Host: usri51l-uddl.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Xref: chuka.playstation.co.uk scee.yaroze.announce:258 scee.yaroze.freetalk 
5792 


Well, I'm still around. 

Been really busy with other projects, but I want to get back to my Yaroze 
eventually. If you want to see what I've been up to try 
http://www.scmacdonald.pwp.blueyonder.co.uk if the site dosen't work first 
time go back later on - Cable internet is useless! was considering a cable 
modem, but its a wee bit too dear:) 

Might even find time to finish Tanx2 maybe a couple of months from now ( I' 
really busy! ), but I think I'll be recoding most of it as it's a bit of a 
mess! 

Went to ECTS on Monday, didn't see any familiar faces though, anyone else 
there? 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 

news: 80pdcd$7h8@chuka.playstation.co.uk... 

> > So who's still about then? 

> 

> I'm still about. I don't think the Net Yaroze Active Member's List will 

> still work from my site. Instead, try going to 

> http://www.rprince.dircon.co.uk/nyal/ until I get a chance to fix the one 
on 

> the NY server (actually come to think of it, it should still work on the 
NY 

> server, if it hasn't been deleted, but if it doesn't, use the above URL). 
> 

> Rikki 

> 

> 


—-MESSAGE FILE 7069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
05795 


—-MESSAGE FILE 7070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0005796 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Wed, 6 Sep 2000 14:42:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <8p5hnaS$qd33@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <8o0pb19$7h7@chuka.playstat 
> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yes, please be careful with your NY kit! Another reason is because some 
members were abusing the system. They phone one day and they lost their 
boot 

disc, then a week later its the memory card, then finally they lost the 
cable. Now 

all of a sudden they have everything necessary to have a second kit! There 
was no 

real way to confirm that they indeed lost all that stuff. 


P.S.Congrats on the new job change. 


George 
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"Brian Baird" <brianb@pe-i.com> wrote in message 

news: 80pb19$7h7@chuka.playstation.co.uk... 

> > 3) There will be no replacements for lost "boot discs", "boot memory 
cards" 

> or "communication cables". 

> The reason for this is that all left over Net Yaroze stock has been sent 
> back to Japan. There is however, a small quantity of left over stock 


O 


r 
> Educational purposes. 
I understand this, but it's still a bit "Ouch". 


> 6) The "Net Yaroze Members in the games industry" list will continue to 


oO 


> updated 


In that case, please update my entry (Brian Baird) to show I'm now a 
software engineer with Paradigm Entertainment. 


VVVVVVVOVVV VV EVV VV 


--MESSAGE FILE 7070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05796 


—-MESSAGE FILE 7071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005797 

Path: chuka.playstation.co.uk!news 

From: "John Wojcik" <john@jdub.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [NOISE] Re: I have a problem... 
Date: Wed, 6 Sep 2000 23:04:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 60 

Message-ID: <8p6f22Sq681@chuka.playstation.co.uk> 


References: <39B54C37.70610E7E@btinternet.com> <01c01782S948c8bc0$cc9624c3@pal-—s-—omn 


ibook> <39B5E2CA.E95A0B83@btinternet .com> 
NNTP-Posting-Host: host213-123-51-186.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hmm... good ol' C. Just when you think you have it under control it springs 
a surprise on you. 
I can't see anything glaringly obviously wrong in the code (yet ). Some 


things you could try. The crashing suggests either a rogue pointer or 
possibly a bad value being sent to a Yaroze Library routine. 

One thing I often do in these sort of cases is fall back on good old printf. 
You say it never gets out of the initgame. I'm assuming this is the first 
thing your program executes. Try placing printf's along the code before and 
after each call to the Library routines. Display the contents of any 
variables you are passing to the functions. Hopefully this should get you to 
the actual line causing the error. With any luck once located the 
‘deliberate mistake will be waving its arms right in front of your eyes. 


At a glance I notice the lines 


// initialises the ordering table 
GsClearOt( 0, 0, &world_ordering_table[output_buffer_index]); 
GsClearOt( 0, 0, &world_ordering_table[output_buffer_index+1]); 


does output_buffer_index have the right value ?... I think the 
compiler/linker ensure all variables are initialized but I always insist on 
explicitly initialising them myself. Stick a printf before this code and 
display the value of this var. 


Other than that.. I cant suggest anything else. ermmm... hold on... 
maybe you could try adding the parms ( trying to remember the command ) 
-Xlinker Map -Xlinker mapfile to your linker parms in the makefile. 
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This will create a file ( called mapfile ) containing a breakdown of where 
the linker has placed your routines / globals in memory. You can check that 
the min / max memory doesnt conflict with any other loaded data. 


OK.. thats just about all the things I can think of to suggest for now. It 
may be of some help.. or it may not.. 


Good luck 


Let us know either way how it goes... if you still got probs Im sure someone 
here can help locate it 


ahhhh... the joys of C.. dont you just love it <grin> 
John ( QuietBloke ) 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 39B5E2CA.E95A0B83@btinternet.com... 

> 

> Well, changing most things it doesn't like. I thought it was a memory 
problem 

> at one point cos it only did it when adding large arrays (more) but it 
does 

> it with quite a few things. Here is the code with initgame() in and the 
file 

> with a list of all the definitions of my OT and stuff... 

> Chris. 

> 


> 
> 


—-MESSAGE FILE 7071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05797 


-—-MESSAGE FILE 7072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005798 

Path: chuka.playstation.co.uk!news 

From: "Mike Russell" <inkman@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: hello 

Date: Wed, 6 Sep 2000 20:49:54 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8p6omeSq682@chuka.playstation.co.uk> 
NNTP-Posting-Host: inkmaneight .ne.mediaone.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Just posting to say count me 
in on the return members tally. 


Cheers, 
—mike 


—-MESSAGE FILE 7072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05798 


—-MESSAGE FILE 7073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005799 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief6é66@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECLIPSE IS BACK!! 

Date: Thu, 07 Sep 2000 20:40:55 +0100 

Organization: Netcom member 

Lines: 35 
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Message-ID: <39B7EF47.3D8B5912@netscapeonline.co.uk> 
NNTP-Posting-Host: useraz40.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi All, 


I just wanted to point everyone's attention to the unofficial yaroze 
site at 

http://www.eclipsesoftware.co.uk (yaroze:: 
http://www.netyaroze-europe.com/@cyclone) 


We have been keeping the scene going strong, while the Yaroze site has 
been down, offering a messageboard/chatroom and all important help form 
fellow Yarozers. 

We will continue to do this, allthough now inline with this 
wonderful Yaroze site, many thanxs to George/James and anyone else who 
is continuing to show interest. 


I suspect that the large majority of Yarozers left, are actually Eclipse 
members already, but those who are not are welcome to use our 
site/messageboard for extra Yaroze suport (and DirectX/OpenGL) 


Lets just hope now that we get some more games done for this 
machine! 


See Ya All, 


Marc. 
www.netyaroze-europe.com/~cyclone/ 
www.eclipsesoftware.co.uk 
TheCHIEF@eclipsesoftware.co.uk 
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—-MESSAGE FILE 7073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05799 


—-MESSAGE FILE 7074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005800 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Website and newsgroups up and running! 

Date: Thu, 7 Sep 2000 22:52:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8p92o0o0Spnil@chuka.playstation.co.uk> 


References: <800in5$7h4@chuka.playstation.co.uk> <800onk$7h5@chuka.playstation.co.uk 


> 
NNTP-Posting-Host: 212.137.181.163 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Xref: chuka.playstation.co.uk scee.yaroze.announce:259 scee.yaroze.freetalk.english: 


5800 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news: 800onk$7h5@chuka.playstation.co.uk... 

> WHOOOO HOOOOO. 

> 

> ...Յհ, nice to have got that out :) 

> 


Net Yaroze newsgroups message dump.txt Page 4605 


> Anyway, most of the stuf below we already knew right? But I guess it's 
been 

> stated again to kirb endless discussions about the fame game and why can't 
> we have discs burnt... ad infinitum. 

> 

> So who's still about then? 


I'm still about but I haven't touched the Yaroze dev system for yonks 
(that's why my website is at the bottom of the list !!). 


James 


—-MESSAGE FILE 7074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05800 


—-MESSAGE FILE 7075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005801 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Good to be back .. 

Date: Sun, 10 Sep 2000 15:56:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8pjavg$534j1@chuka.playstation.co.uk> 

References: <8pOmpkS$8pk3@chuka.playstation.co.uk> <8p219uS8pk9@chuka.playstation.co. 
uk> 

Reply-To: "sandinista" <sandinista@ic24.net> 

NNTP-Posting-Host: 195.44.162.203 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Mark Naylor <reaper65@x-stream.co.uk> wrote in message 

news: 8p219uS8pk9@chuka.playstation.co.uk... 

> Hmm well luckily i still had all the old posts on my computer so haven't 
had 

> to sit here downloading anything :) 


Hi there , maybe I didn’t make myself clear . It was the files / examples / 
tutorials I was on about . As a beginner , I need them . I had some of them 
, but not that many . The collapse of the server for many months made me 
realise I should gather all the info I could from the site, before the Next 
time 


gaz 


—-MESSAGE FILE 7075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05801 


—-MESSAGE FILE 7076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005802 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Website and newsgroups up and running! 

Date: 12 Sep 2000 10:17:55 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <85u2bm79ak.fsf@foo.mel.vet.com.au> 

References: <800in5$7h4@chuka.playstation.co.uk> 
NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 
Xref: chuka.playstation.co.uk scee.yaroze.announce:260 scee.yaroze.freetalk.english: 
5802 


I think there must be some sort of psychic connection going on here, 
as my Yaroze has been in my cupboard for about a year and just 
yesterday I thought 'Hrmm, maybe I'll pull that out and fiddle - I 
wonder if the Yaroze server is still there..?' Lo and behold, the 
server is back! 


Hurrah! But for how long? Can Sony afford to run the server here 
even if without the support they used to provide? Yeah, I'm sure they 
can :) 


Toby. 
—-MESSAGE FILE 7076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05802 


-—-MESSAGE FILE 7077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005803 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Tue, 12 Sep 2000 17:06:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <8p1k5b$5342@chuka.playstation.co.uk> 
References: <800in5$7h4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hiya all, 


Great to see the NY websites and stuff back up and running. I won't pretend 
I'm going to be churning out masses of Yaroze stuff anymore because I won't 
be, but I'll certainly be looking in now and again to see what's սք. I might 
even get the last diary entries done and dusted, seeing as it's well over a 
year now and I'm on my third games job! I'm currently working in London 
(just down the road from SCEE's Studio Soho, actually) for Ragdoll Ltd, 
developing a couple of interactive projects for undecided-as-of-yet 
platforms. 


The Gameboy Advance does look rather nice, though. 


Nick Ferguson 


Technology Research 
Ragdoll Ltd. 


PS I hasten to add that I had nothing to do with the Teletubbies PS or PC 
games! 


—-MESSAGE FILE 7077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05803 


—-MESSAGE FILE 7078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005804 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Website and newsgroups up and running! 

Date: Wed, 13 Sep 2000 12:36:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8pnoqh$7861@chuka.playstation.co.uk> 

References: <800in5$7h4@chuka.playstation.co.uk> <8p1k5b$5342@chuka.playstation.co.u 
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k> 

NNTP-Posting-Host: usr1877-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 
> I might even get the last diary entries done and dusted, seeing as it's 


well over a 
> year now and I'm on my third games job! 


I hope you find the time to finish them. Congrats on the new job BTW. 


Stes wide 4s 

> developing a couple of interactive projects for undecided-as-of-yet 
platforms. 

> 

> The Gameboy Advance does look rather nice, though. 


It certainly does. ‘Rosie & Jim Canal Boat Racing' would be an ideal launch 
title :) 


Derek da Silva 


—-MESSAGE FILE 7078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05804 


—-MESSAGE FILE 7079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005805 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: dot product 

Date: Thu, 14 Sep 2000 20:13:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8pr7um$6801@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-3-177.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


How do you calculate the 'dot product'? No hurry on this -- I don't need 
to know now, I'm just interested. From what I gather, reading various 3D 
tutorials, it may be prove useful to me sooner or later. 


Jon 


—-MESSAGE FILE 7079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05805 


—-MESSAGE FILE 7080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005806 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dot product 

Date: Fri, 15 Sep 2000 09:06:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <8psl1d2S6802@chuka.playstation.co.uk> 
References: <8pr7um$6801@chuka.playstation.co.uk> 
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NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


float DotProduct (VECTOR v0, VECTOR v1) 
{ 
return (v0O.x*vl.x + vO.y*vl.y + vO.z*vl1l.z); 


} 


"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 

news: 8pr7um$6801@chuka.playstation.co.uk... 

> How do you calculate the 'dot product'? No hurry on this -- I don't need 
to know now, I'm just interested. From what I gather, reading various 3D 
tutorials, it may be prove useful to me sooner or later. 


Jon 


VVVVVVVV 


-—-MESSAGE FILE 7080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05806 


—-MESSAGE FILE 7081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005807 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dot product 

Date: Sat, 16 Sep 2000 12:48:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8pvmkeSmjal@chuka.playstation.co.uk> 

References: <8pr7um$6801@chuka.playstation.co.uk> <8psld2S6802@chuka.playstation.co. 
uk> 
NNTP-Posting-Host: host62-7-118-188.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Thanks George. Easy when you know how then! 


—-MESSAGE FILE 7081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05807 


-—-MESSAGE FILE 7082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005808 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: win2000 

Date: Sat, 16 Sep 2000 14:21:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8pvs30Smja2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-51-171.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi all, I'm back from my holiday! 


I was just wondering if anyone is running win2000 and want's to put me off 
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it :) I really need to do a reinstall and thought I might bite the bullet 
and upgrade to a 32bit OS. 


Is the MSDOS emulation sufficient to run Siocons and all the other SONY 
tools or will I have to use PSCOM and find alternatives? 


cheers//matt 

electronicmail: mverran@btinternet.com 
universalresourcelocator: www.btinternet.com/~mverran/ 
icq: 38714129 


—-MESSAGE FILE 7082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05808 


—-MESSAGE FILE 7083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005809 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dot product 

Date: Sat, 16 Sep 2000 17:32:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8q078sSmja3@chuka.playstation.co.uk> 

References: <8pr7um$6801@chuka.playstation.co.uk> <8psld2S$6802@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host213-1-158-73.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


George Bain <ps_yaroze@scee.net> wrote in message 
news: 8psld2S6802@chuka.playstation.co.uk... 

> float DotProduct (VECTOR v0, VECTOR v1) 

{ 


return (v0O.x*vl.x + vO.y*vl.y + vO.z¥*vl1l.z); 


VV v 


} 


now that's support... 


—-MESSAGE FILE 7083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05809 


—-MESSAGE FILE 7084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005810 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Sat, 16 Sep 2000 17:50:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8q08chSmja4@chuka.playstation.co.uk> 
References: <8pvs30Smja2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-4-209.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hope you had a good holiday! (where was it ... Jamaca, Hawaii? I just 
remember it was an unusually exotic location) 


Jon 
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—-MESSAGE FILE 7084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05810 


—-MESSAGE FILE 7085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005811 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Sat, 16 Sep 2000 17:59:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8q08s4Smja5@chuka.playstation.co.uk> 

References: <8pvs30Smja2@chuka.playstation.co.uk> <8q08chSmja4@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host213-1-158-73.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


St. Vincent (Grenadines, Caribbean), yeah it was great: very hot sunny 
etc... The rainy season too so we got some impressive, and cooling, tropical 
storms. Nice to be back sipping tea looking at some homely drizzle though. 


ECTS was enjoyable too as my first show, but I think I'll save all my 
rantings and proper updates until I get back to manchester tommorow, lots of 
stuff to pack up. 


Jon Prestidge (Moose) <jon@surfed.to> wrote in message 

news: 8q08chS$mja4@chuka.playstation.co.uk... 

> Hope you had a good holiday! (where was it ... Jamaca, Hawaii? I just 
remember it was an unusually exotic location) 


> 
> 
> Jon 
> 
> 


—-MESSAGE FILE 7085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05811 


—-MESSAGE FILE 7086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005812 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Sat, 16 Sep 2000 22:41:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <8q0pbvSmja6@chuka.playstation.co.uk> 
References: <8pvs30Smja2@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr1884-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


You could set up a dual boot system with Win 2000 and Win 98 on a seperate 

drive or partition. Not sure how you load ansi.sys on startup on Win 2000 

(required for siocons). Win 2000/Win 98 ME DOS emulation is a bit crap for 
console (or whatever) emulators too. 


The other NY tools work alright as far as I know. 


Derek da Silva 
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"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8pvs30S$mja2@chuka.playstation.co.uk... 

> Hi all, I'm back from my holiday! 

> 

> I was just wondering if anyone is running win2000 and want's to put me 
off 

Հ ե. 2) I really need to do a reinstall and thought I might bite the 
bullet 

> and upgrade to a 32bit OS. 


Is the MSDOS emulation sufficient to run Siocons and all the other SONY 
tools or will I have to use PSCOM and find alternatives? 


cheers//matt 

electronicmail: mverran@btinternet.com 
universalresourcelocator: www.btinternet.com/~mverran/ 
icq: 38714129 


VVVVVVVVVV VV 


—-MESSAGE FILE 7086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05812 


—-MESSAGE FILE 7087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005813 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Hello! (and help!) 

Date: Sun, 17 Sep 2000 22:26:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <39C536EA.103F7627@yaroze41.freeserve.co.uk> 
NNTP-Posting-Host: 195.44.218.144 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Win98; I) 

X-Accept—-Language: en 


Hi everyone 
Its good to be back!! 
I have a few conundrums: 


I am using the Sony GsBG stuff to display two maps on the screen. One 
map is made up of 16-bit graphics data, while the other map is made up 
from 8-bit graphics. Now, when I start displaying many other sprites on 
the screen as well, the 16-bit background does not get displayed 
properly (corrupted GFX), but the 8-bit maps work fine!! This only 
happens when I display over a certain number of sprites however. I seem 
to have plenty of raster time left (vsync(0) hovers between around 
90-120) so I don't think its a timing issue. Could I be running out of 
packet workspace? (it's no great hassle to make the 16-bit BG into an 
8-bit one, I just wanna know what's going on!) 


Secondly (sort of following on from before) if I allocate too much 
packet workspace, my sprites get displayed as a series of vertical 
lines. I define my packet workspace Ira Rainey style, i.e. PACKET 
GpuPacketArea[2] [512*sizeof (GSSPRITE) |: (thats an example that works 
for me) The thing is, i've seen code examples where people define way 
more packet workspace than me and their stuff seems to work OK. Is 
there some sort of relationship between ordering table depth and packet 
workspace, or a formula of some kind like for the GsBG workspace, or 
something like that? 
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Thirdly, there seems to be a problem accessing this server from 
Freeserve, I can get on from work or my Netscape online account, but 
Freeserve isn't having any of it. 


Fouthly, the source code for my Java map editor is on my site: 
http://www.netyaroze-europe.com/~partinga/ftp/ 

If you don't have the Java Development Kit or the Java Runtime 
Environment, you can get it from http://www. java.sun.com 

I coded it under JDK 1.1, but it works under 1.2. It's seriously alpha 
and doesn't double-buffer the screen properly, and needs a reasonably 
fast machine, but it works enough to create large maps with! It saves 
your map data as a 2D array of u_short, includable as a .h file. 


Thanks everyone 


Andy 


—-MESSAGE FILE 7087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05813 


--MESSAGE FILE 7088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005814 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hello! (and help!) 

Date: Tue, 19 Sep 2000 13:56:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <8q7035Sd8f1@chuka.playstation.co.uk> 
References: <39C536EA.103F7627@yaroze41.freeserve.co.uk> 
NNTP-Posting-Host: host62-6-26-172.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Andrew, 
Not sure I can be of much help but I'll try anyway. 


If your graphics become corrupted when more sprites are displayed this does 
suggest a lack of packet space. What most people do is allocate more space 
than they'll ever need and forget about it. This won't do any harm unless 
the workspace is overlapping your programs data/code, in CodeWarrior this 
can happen if you're dynamically allocating the workspace without first 
initialising the heap. 

If your sprite images are being displayed as vertical lines when the packet 
area is extended, then your sprite data structures are being corrupted. Use 
the debugger to keep an eye on the sprite structures and check the packet 
work area position in memory. 


If you havent done so already, take a look at the yaroze FAQ, it contains a 
lot of useful information: 
http: //www.netyaroze-europe.com/yaroze/newmembers/yarfaq-.htm 


I've had no luck accessing the yaroze site with Freeserve either, and 
another yarozer said the same. 


Regards, 


Peter. 


Andrew Partington <a.partington@yaroze41.freeserve.co.uk> wrote in message 
news :39C536EA.103F7627@yaroze41.freeserve.co.uk... 
> Hi everyone 
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VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Its good to be back!! 
I have a few conundrums: 


I am using the Sony GsBG stuff to display two maps on the screen. One 
map is made up of 16-bit graphics data, while the other map is made up 
from 8-bit graphics. Now, when I start displaying many other sprites on 
the screen as well, the 16-bit background does not get displayed 
properly (corrupted GFX), but the 8-bit maps work fine!! This only 
happens when I display over a certain number of sprites however. I seem 
to have plenty of raster time left (vsync(0) hovers between around 
90-120) so I don't think its a timing issue. Could I be running out of 
packet workspace? (it's no great hassle to make the 16-bit BG into an 
8-bit one, I just wanna know what's going on!) 


Secondly (sort of following on from before) if I allocate too much 
packet workspace, my sprites get displayed as a series of vertical 
lines. I define my packet workspace Ira Rainey style, i.e. PACKET 
GpuPacketArea[2] [512*sizeof (GSSPRITE) |: (thats an example that works 
for me) The thing is, i've seen code examples where people define way 
more packet workspace than me and their stuff seems to work OK. Is 
there some sort of relationship between ordering table depth and packet 
workspace, or a formula of some kind like for the GsBG workspace, or 
something like that? 


Thirdly, there seems to be a problem accessing this server from 
Freeserve, I can get on from work or my Netscape online account, but 
Freeserve isn't having any of it. 


Fouthly, the source code for my Java map editor is on my site: 
http://www.netyaroze-europe.com/~partinga/ftp/ 

If you don't have the Java Development Kit or the Java Runtime 
Environment, you can get it from http://www. java.sun.com 

I coded it under JDK 1.1, but it works under 1.2. It's seriously alpha 
and doesn't double-buffer the screen properly, and needs a reasonably 
fast machine, but it works enough to create large maps with! It saves 
your map data as a 2D array of u_short, includable as a .h file. 


Thanks everyone 


Andy 
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-—-MESSAGE FILE 7088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05814 


—-MESSAGE FILE 7089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005815 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Moose)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hello! (and help!) 

Date: Tue, 19 Sep 2000 21:24:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <8q8hv6Sd8f2@chuka.playstation.co.uk> 


References: 


ion.co.uk> 
NNTP-Posting-Host: host213-123-46-29.btinternet.com 


X- 
X- 
X- 
x- 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 5.00.2014.211 
MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I have a dummy buffer after my packet area that I initialize before the game 
starts and then check every frame refresh to see if it has been corrupted.. 


<39C536EA.103F7627@yaroze41.freeserve.co.uk> <8q7035S$d8f1@chuka.playstat 
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I make it spurt-out a printf if it finds anything in there. It's not 
guaranteed to catch all packet buffer overruns (it could crash before the 
printf for example) but it's an extra tool. Even when there is no problem 
it gives me extra peice of mind that my packet area is big enough. I doa 
similar thing with other buffers too. 


Jon 


—-MESSAGE FILE 7089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05815 


—-MESSAGE FILE 7090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005816 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hello! (and help!) 

Date: Wed, 20 Sep 2000 00:46:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <39C7FACB.4EB57CD1@yaroze41.freeserve.co.uk> 

References: <39C536EA.103F7627@yaroze41.freeserve.co.uk> <8q7035S$d8f1@chuka.playstat 
ion.co.uk> <8q8hv6Sd8f2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.44.215.59 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Win98; I) 

X-Accept—-Language: en 


Hi all 


I solved the problem of sprites being displayed as vertical lines when the 
packet buffer got over a certain size. I wasn't using GsSortFastSprites (1 
can't - to save graphics memory I have stored my main sprite rotated 90 
degrees,then when I initialise it, I set the rotation to -ONE*90 to display it 
the right way up), and my graphics were on even boundaries in memory, and there 
was no strange U values being used for my background map, so it couldn't have 
been related to any of those restrictions. 


What Peter wrote in his post about data structures being overwritten got me 
thinking though, so I changed where my code was being located in memory. I was 
locating my code at 0x80090000 and putting all my graphics etc above that. 
Probably not the smartest of moves, no wonder things were being trashed! So I 
located the program above the data, recompiled it and it works fine! 


In case you are wondering what i'm up to, at the moment i'm coding a 
sprite-based alternative for the background functions provided, I want to be 


able to do zoomable/rotatable maps in my game. I'd say it was about 75% 
complete: it has the basic zoomrotate functionality, but I want to optimise it 
further based on the magnification etc - if I didn't have a job i'd say it would 


take 3 days to finish at most, but at this rate who knows! I do want to get 
active again though... 


By the way, for a quality graphics converter, you should try a program called 


WinJPEG. It does conversions to 15-bit mode (among others), which is handy for 
Yaroze purposes, and it does a very good job of optimising the colours to fit in 
smaller palletes. I can't remember where I downloaded it from though... 


Thanks for all your help 
Andy 
"Jon Prestidge (Moose)" wrote: 


I have a dummy buffer after my packet area that I initialize before the game 
starts and then check every frame refresh to see if it has been corrupted.. 
I make it spurt-out a printf if it finds anything in there. It's not 
guaranteed to catch all packet buffer overruns (it could crash before the 
printf for example) but it's an extra tool. Even when there is no problem 
it gives me extra peice of mind that my packet area is big enough. I doa 


> 
> 
> 
> 
> 
> 


Net Yaroze newsgroups message dump.txt Page 4615 


> similar thing with other buffers too. 
> 
> Jon 


—-MESSAGE FILE 7090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05816 


—-MESSAGE FILE 7091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005817 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bitmap Brothers game tutorial 

Date: Wed, 20 Sep 2000 13:46:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <8qabngSd8f3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


http://www.pcformat.co.uk/news/detail.asp?id=23679 


How cool is that? 


—-MESSAGE FILE 7091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05817 


—-MESSAGE FILE 7092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005818 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bitmap Brothers game tutorial 

Date: Thu, 21 Sep 2000 00:22:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8qbg20Sem81@chuka.playstation.co.uk> 
References: <8qabngSd8f3@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-90-247.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


> http://www.pcformat.co.uk/news/detail.asp?id=23679 
> 
> How cool is that? 


Very :0) 


Will type-in listings become the new retro fad? 


—-MESSAGE FILE 7092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05818 


-—-MESSAGE FILE 7093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005819 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <MHatfield@Ridgeway-Sys.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bitmap Brothers game tutorial 

Date: Thu, 21 Sep 2000 16:13:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8qd8isSem82@chuka.playstation.co.uk> 
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References: <8qabng$d8f3@chuka.playstation.co.uk> <8qbg20Sem81@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mail.ridgeway-sys.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


> > http://www.pcformat.co.uk/news/detail.asp?id=23679 
>> 

> > How cool is that? 

> 

> Very :0) 

> 

> Will type-in listings become the new retro fad? 


Type-in listings?? You're presumably havin' a giraffe?! :-) 


Cut 'n' paste from CD-ROM (sorry: DVD) is the way forward... or no doubt 
will be... 
When *I* were a lad.... etc. 


-—-MESSAGE FILE 7093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05819 


—-MESSAGE FILE 7094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005820 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bitmap Brothers game tutorial 

Date: Thu, 21 Sep 2000 20:12:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <8qdmhd$gjk1@chuka.playstation.co.uk> 

References: <8qabngSd8f3@chuka.playstation.co.uk> <8qbg20Sem81@chuka.playstation.co. 
uk> <8qd8isSem82@chuka.playstation.co.uk> 

NNTP-Posting-Host: host62-7-105-133.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Bring back 10liner competitions, hmmm anyone wanna try a 10 line yaroze 
game? 


Mike Hatfield <MHatfield@Ridgeway-Sys.com> wrote in message 
news: 8qd8isSem82@chuka.playstation.co.uk... 
> > http://www.pcformat.co.uk/news/detail.asp?id=23679 


v 


> > > 

> > > How cool is that? 

> > 

> > Very :0) 

> > 

> > Will type-in listings become the new retro fad? 

> 

> Type-in listings?? You're presumably havin' a giraffe?! :-) 
> 

> Cut 'n' paste from CD-ROM (sorry: DVD) is the way forward... or no doubt 
> will be... 

> 

> When *I* were a lad.... etc. 

> 

> 


—-MESSAGE FILE 7094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05820 
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--MESSAGE FILE 7095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005821 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: blitz basic 

Date: Thu, 21 Sep 2000 20:14:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8qdmku$gjk2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-105-133.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


blitz basic is back, better than AMOS 


http://www.blitzbasic.com/ 


cheers//matt 

electronicmail: mverran@btinternet.com 
universalresourcelocator: www.btinternet.com/~mverran/ 
icq: 38714129 


—-MESSAGE FILE 7095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05821 


—-MESSAGE FILE 7096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005822 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: The oldies... 

Date: Fri, 22 Sep 2000 22:23:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <39CBCDB4.71048C78@btinternet .com> 
NNTP-Posting-Host: host213-1-206-153.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 
X-Accept—-Language: en 


I've been reading through the old news group messages and came across a 
list of every 'old' yarozers ICQ number.... 

U think it's worth seeing if they're still active cos most of them 
probably dont know this site is still alive... 


Chris 


-—-MESSAGE FILE 7096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05822 


—-MESSAGE FILE 7097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005823 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The oldies... 

Date: Sun, 24 Sep 2000 22:02:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <8qlqa0S$ao31@chuka.playstation.co.uk> 
References: <39CBCDB4.71048C78@btinternet .com> 
NNTP-Posting-Host: host5-99-61-52.btinternet.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


It most probably is, yep 
Chris Wallace <chrisw666@btinternet.com> wrote in message 


news : 39CBCDB4.71048C78@btinternet.com... 
> I've been reading through the old news group messages and came across a 


> list of every 'old' yarozers ICQ number.... 

> U think it's worth seeing if they're still active cos most of them 
> probably dont know this site is still alive... 

> 

> Chris 

> 


—-MESSAGE FILE 7097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05823 


—-MESSAGE FILE 7098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005824 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: vib ribbon 

Date: Tue, 26 Sep 2000 23:08:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8qr6u0$s2gl@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-171-170.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I got Vib Ribbon yesterday and grrr it's frustrating. Why couldn't they just 
use triangle, cross, circle, square? 


Anyway anyone else played it? Able to recommend any good music to use? 


cheers//matt 
electronicmail: mverran@btinternet.com 


—-MESSAGE FILE 7098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05824 


—-MESSAGE FILE 7099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005825 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Rip Van Winkle... 

Date: Wed, 27 Sep 2000 00:52:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8qrcln$s2g2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-1-28.cvx5.telinco.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yawn....who turned on the lights? 
Arrggh! You gaoota be Kindding, you really telling me it's September 2000 
already! 


Anyway, just wanted you all to know that I'm still lurking about in here. 
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I've dusted off the old Yaroze and it's working fine...watch this space for 
new projects coming soon! 


-Kenny 


--MESSAGE FILE 7099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05825 


--MESSAGE FILE 7100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005826 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Wed, 27 Sep 2000 00:57:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <8qrd0h$s2g3@chuka.playstation.co.uk> 
References: <8pvs30$mja2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-1-28.cvx5.telinco.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I'm using Windows 2000 with no problems, but I don't use SIOCONS I use my 
own PsxCOMM which you can get from my NY site. It does almost everything 
that siocons does, but in a true 32 bit windows way. 


-Kenny 
www.netyaroze-europe.com/~kmillar 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news :8pvs30$mja2@chuka.playstation.co.uk... 

> Hi all, I'm back from my holiday! 

> 

> I was just wondering if anyone is running win2000 and want's to put me 
off 

> it :) I really need to do a reinstall and thought I might bite the 
bullet 

> and upgrade to a 32bit OS. 


Is the MSDOS emulation sufficient to run Siocons and all the other SONY 
tools or will I have to use PSCOM and find alternatives? 


cheers//matt 

electronicmail: mverran@btinternet.com 
universalresourcelocator: www.btinternet.com/~mverran/ 
icq: 38714129 


VVVVVVVVVV VV 


—-MESSAGE FILE 7100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05826 


--MESSAGE FILE 7101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005827 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Wed, 27 Sep 2000 21:48:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <8qtml2Sqdgl@chuka.playstation.co.uk> 

References: <8pvs30Smja2@chuka.playstation.co.uk> <8qrd0h$s2g3@chuka.playstation.co. 
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uk> 

NNTP-Posting-Host: host213-123-49-20.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Kenny, 
I like your util a lot but there are a few reasons I don't use it: 


-I don't have codewarrior and so have to have a dos box open to 'make' my 
binaries, how about a button on your proggy that I can assign to run make 
from my current projects dir? 

-the window isn't resizable 

-there are no keyboard shortcuts for the menu items 

-how about a button or menu item that repeats the last auto file you sent, 
with a keyboard shortcut of course 


If you could do these then It'd be absolutely perfect for me, i'll give you 
until next friday :) 


It's a really good tool though, i'm just a fussy old moaner 


cheers 

Matt 

> I'm using Windows 2000 with no problems, but I don't use SIOCONS I use my 
> own PsxCOMM which you can get from my NY site. It does almost everything 
> that siocons does, but in a true 32 bit windows way. 

> 

> -Kenny 

> www.netyaroze-europe.com/~kmillar 

> 


—-MESSAGE FILE 7101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05827 


—-MESSAGE FILE 7102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005828 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: vib ribbon 

Date: Thu, 28 Sep 2000 19:14:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <8r01r6S$2of1@chuka.playstation.co.uk> 
References: <8qr6u0$s2gl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.157.34.23 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8qr6u0S$s2gl@chuka.playstation.co.uk... 

> I got Vib Ribbon yesterday and grrr it's frustrating. Why couldn't 
they just 

> use triangle, cross, circle, square? 

> 

> Anyway anyone else played it? Able to recommend any good music to 
use? 


Yeah, it's great fun to play, but it's a bit annoying for a couple of 
reasons: a) you can't pause in the middle of a track, b) you can't 
save high scores, which is just dumb, c) some of the changes, such as 
in the angle you see things at makes it difficult to play. 


As for music, I've found that quick, dance style music seems to give 
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reasonably easy ribbons, and I've heard this from a few other sources. 
More difficult are the ones you least expect. A difficult one I tried 
(though it may have been before I'd had much practise, I can't 
remember) was on the Semisonic album 'Feeling Strangely Fine', though 
I'm not sure whether it was 'Closing time' or 'Singing in my Sleep'. 
'Freestyler' by Bomfunk MCs is easy, which is often most fun. You 
don't get many points for it, even if you ace it. Any good ones you 
can suggest, and are they good for ease of play, or for gaining 
points? 


Rikki 


-—-MESSAGE FILE 7102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05828 


—-MESSAGE FILE 7103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005829 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: vib ribbon 

Date: 28 Sep 2000 21:27:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <01c02992$d5bd7060$3b251bd4@pal-—s-omnibook> 
References: <8qr6u0S$s2gl@chuka.playstation.co.uk> 
NNTP-Posting-Host: parisll-nas9-37-59.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


> I got Vib Ribbon yesterday and grrr it's frustrating. Why couldn't they 
just 
> use triangle, cross, circle, square? 


I think their choice of buttons makes sense. Non-gamer people who I made 
play Parappa had a very hard time learning where the buttons were, but my 
mother was able to play Vib-Ribbon quickly! Vib-Ribbon's layout is more 
diverse : two hands, up and down. Would it have used tricrocirsqua, you'd 
have to play all buttons with one same finger : weaker differenciation. 
Also, what would happen when you have to push two buttons simultaneously ? 
All combinations would not be practical. 


Of course there's a learning time, but it's not so long when you practice 
with the simpler songs. 


> Anyway anyone else played it? Able to recommend any good music to use? 


I was not happy with the auto-level-generation. Most quiet pieces produce 
an unbelievable mayhem, and heavy-rhythmed ones produce a flat boring 
thing. I tried some of my fav cds then got bored. When the level produced 
is good it does not fit the music. 


The original VB tracks are great, however! Thanks Sony for not changing 
them for the euro version (apparently) ! 


pal 


—-MESSAGE FILE 7103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05829 


—-MESSAGE FILE 7104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005830 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: vib ribbon 

Date: Thu, 28 Sep 2000 22:43:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
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Message-ID: <8r0e6iS20f2@chuka.playstation.co.uk> 

References: <8qr6u0$s2gl@chuka.playstation.co.uk> <01c02992$d5bd7060$3b251bd4@pal-s-— 
omnibook> 

NNTP-Posting-Host: host213-1-73-206.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've had a few more goes on it and i'm a bit better now, it does just 
require a bit of practice, I still manage to get mixed up between the spiky 
and spiked loop. 


The auto generation does seem a bit hit and miss, If your looking for a 
challenge try the Richard D James album (Aphex Twin), it's bloody 
impossible. Stuff with interesting bass lines generally works well, 
experimental drum and bass (the sitting-at-home-listening stuff rather than 
the club-repeat-for-eight-minutes variety) works fairly well. 


pal <pal_news@hotmail.com> wrote in message 

news :01c02992$d5bd7060$3b251bd4@pal-—s-omnibook... 

> > I got Vib Ribbon yesterday and grrr it's frustrating. Why couldn't they 
just 

> use triangle, cross, circle, square? 


think their choice of buttons makes sense. Non-gamer people who I made 
lay Parappa had a very hard time learning where the buttons were, but my 
other was able to play Vib-Ribbon quickly! Vib-Ribbon's layout is more 


1 
p 
m 
diverse : two hands, up and down. Would it have used tricrocirsqua, you'd 
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ave to play all buttons with one same finger : weaker differenciation. 
lso, what would happen when you have to push two buttons simultaneously ? 


ll combinations would not be practical. 


Of course there's a learning time, but it's not so long when you practice 
with the simpler songs. 


> Anyway anyone else played it? Able to recommend any good music to use? 


I was not happy with the auto-level-generation. Most quiet pieces produce 
an unbelievable mayhem, and heavy-rhythmed ones produce a flat boring 
thing. I tried some of my fav cds then got bored. When the level produced 
is good it does not fit the music. 


The original VB tracks are great, however! Thanks Sony for not changing 
them for the euro version (apparently) ! 


pal 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 7104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05830 


—-MESSAGE FILE 7105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005831 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 3d modelling package 
Date: Fri, 29 Sep 2000 22:40:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8r32cvSrcel@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-139-65.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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Right I'm having to bite the bullet and learn to do 3d modelling. I have no 
software and I've never attempted it before so whats the easiest package to 
learn? 


cheers//matt 

electronicmail: mverran@btinternet.com 
universalresourcelocator: www.btinternet.com/~mverran/ 
icq: 38714129 


—-MESSAGE FILE 7105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05831 


—-MESSAGE FILE 7106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005832 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3d modelling package 

Date: Sat, 30 Sep 2000 21:23:32 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <8r67em$4om1l@chuka.playstation.co.uk> 
References: <8r32cvSrcel@chuka.playstation.co.uk> 
NNTP-Posting-Host: cs26216-202.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Try MilkShape 3D. It is easy and powerful! There are lots of tutorials on 
the website also. 


http://www.swissquake.ch/chumbalum-soft/ 


Nathan 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8r32cv$rcel@chuka.playstation.co.uk... 

> Right I'm having to bite the bullet and learn to do 3d modelling. I have 
no 

> software and I've never attempted it before so whats the easiest package 
to 


> learn? 

> 

> 

> -- 

> cheers//matt 

> electronicmail: mverran@btinternet.com 

> universalresourcelocator: www.btinternet.com/~mverran/ 
> icq: 38714129 

> 

> 


—-MESSAGE FILE 7106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05832 


-—-MESSAGE FILE 7107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005833 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3d modelling package 

Date: Sun, 1 Oct 2000 12:48:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8r78f0S4om2@chuka.playstation.co.uk> 
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References: <8r32cv$rcel@chuka.playstation.co.uk> <8r67em$4oml@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: host213-123-51-207.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I did look at it, but it seemed as if it didn't export dxf? 


Nathan Miller <nmiller@hot.rr.com> wrote in message 

news: 8r67em$4oml@chuka.playstation.co.uk... 

> Try MilkShape 3D. It is easy and powerful! There are lots of tutorials 
on 


> the website also. 

> 

> http://www. swissquake.ch/chumbalum-soft/ 
> 

> Nathan 

> 


-—-MESSAGE FILE 7107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05833 


—-MESSAGE FILE 7108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005834 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Mon, 2 Oct 2000 18:36:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <8rahboS4om3@chuka.playstation.co.uk> 
References: <8pvs30Smja2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-58-220.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> I was just wondering if anyone is running win2000 and want's to put me 
off 

Հ. ՂԵ..5) I really need to do a reinstall and thought I might bite the 
bullet 

> and upgrade to a 32bit OS. 


aye, its great. 


> Is the MSDOS emulation sufficient to run Siocons and all the other SONY 
> tools or will I have to use PSCOM and find alternatives? 


i used to run NT, so i hacked up the siocons source to use win32 serial 
calls instead of interrupts. Anyway a few people tried it other than me and 
had problems, i was going to revisit it for windows 2000 and get it working 
100% since i know a lot more about serial comms now than i did before. 


But.. i cant find my yaroze boot disc anywhere. Anyone know what my options 
are? i would dearly like to continue pottering around with the old black 
box. 


graeme 
~frothy 


—-MESSAGE FILE 7108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05834 
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-—-MESSAGE FILE 7109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005835 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GCC Compiler optimisations with W2K 

Date: Mon, 2 Oct 2000 19:02:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8raicg$4om4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-3-140.cvx2.telinco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi buddies, 
I've recently upgraded to Windows 2000 Pro (quiet at the back!) 


Everything seems fine so far except when I 'make' any porject with the -03 
compiler option I get a fatal exception from the compiler. 


Any ideas people? 


-Kenny 


--MESSAGE FILE 7109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05835 


--MESSAGE FILE 7110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005836 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: win2000 

Date: Mon, 2 Oct 2000 19:07:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 101 

Message-ID: <8rain6S4om5@chuka.playstation.co.uk> 
References: <8pvs30Smja2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-3-140.cvx2.telinco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Cheers Matt, 


Look out for PsxComm v2 coming to a Net-Yaroze near you soon! Pre-orders 
being taken now....no wait that's PS2 silly me! 


Really though, I'll get onto thoses things you mentioned right away. 

As for W2k in general, I should have said you will need at least 128M Ram or 
your system will run slower than at present. But I like it. However see me 
new post here 'gcc compiler optimisation/W2K' 

Cheers! 

=K 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
news:<8qtml2Sqdgl@chuka.playstation.co.uk>... 


> Hi Kenny, 
> 


> I like your util a lot but there are a few reasons I don't use it: 
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> -I don't have codewarrior and so have to have a dos box open to 'make' my 
> binaries, how about a button on your proggy that I can assign to run make 
> from my current projects dir? 

> -the window isn't resizable 

> -there are no keyboard shortcuts for the menu items 

> -how about a button or menu item that repeats the last auto file you sent, 
> with a keyboard shortcut of course 

> 


> If you could do these then It'd be absolutely perfect for me, i'll give 
you 


> until next friday :) 
> 


> It's a really good tool though, i'm just a fussy old moaner 


> cheers 


> Matt 


> > I'm using Windows 2000 with no problems, but I don't use SIOCONS I use 


> > own PsxCOMM which you can get from my NY site. It does almost everything 


> > that siocons does, but in a true 32 bit windows way. 


> > -Kenny 


> > www.netyaroze-europe.com/~kmillar 


> 
> 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8pvs30S$mja2@chuka.playstation.co.uk... 

> Hi all, I'm back from my holiday! 

> 

> I was just wondering if anyone is running win2000 and want's to put me 
off 

> “te 2) I really need to do a reinstall and thought I might bite the 
bullet 

and upgrade to a 32bit OS. 


Is the MSDOS emulation sufficient to run Siocons and all the other SONY 
tools or will I have to use PSCOM and find alternatives? 


cheers//matt 
electronicmail: mverran@btinternet.com 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> universalresourcelocator: www.btinternet.com/~mverran/ 
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> icq: 38714129 
> 
> 


—-MESSAGE FILE 7110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05836 


—-MESSAGE FILE 7111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005837 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC Compiler optimisations with W2K 

Date: Mon, 2 Oct 2000 19:56:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <8ram0dS$4om6@chuka.playstation.co.uk> 
References: <8raicgS4om4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-12-166.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Everything seems fine so far except when I 'make' any porject with the -03 
compiler option I get a fatal exception from the compiler. 


V V V V 


Any ideas people? 


if you have any problems with the compiler just build your own gcc2.95 and 
binutils for cygwin or mingw32, 'mipsel-unknown-ecoff' is the target you 
need to know. ah! ok sorry i'd budget about a week for doing that... 


it does sound like that GO32 stack problem again, theres a million messages 
about similar stuff if you search back. 


if you're really stuck go to www.netyaroze-europe.com/~frothy and download 
2.8.1 for native win32. i havent tried it on win 2000 but it worked great on 
NT. Does C++ as well. it's not quite perfectly the same as the CD gcc (it 
either doesnt link or it does link, i cant remember) but if you mess around 
with your makefile (and maybe use mingw32 make?) you might be able to 
squeeze out the last optimisations. try it on something simple first and 
build up. 


best of luck 


graeme 
~frothy 


—-MESSAGE FILE 7111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05837 


—-MESSAGE FILE 7112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005838 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3d modelling package 

Date: Tue, 3 Oct 2000 20:01:05 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8rdvo9$ jk11@chuka.playstation.co.uk> 

References: <8r32cv$rcel@chuka.playstation.co.uk> <8r67em$4oml@chuka.playstation.co. 
uk> <8r78f0S4om2@chuka.playstation.co.uk> 

NNTP-Posting-Host: cs26216-202.hot.rr.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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> I did look at it, but it seemed as if it didn't export dxf? 


I have a plugin I made that will export tmd files. It is still in beta and 
a little crude, but if you want it I will send it to you 


Nathan 


—-MESSAGE FILE 7112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05838 


—-MESSAGE FILE 7113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005839 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3d modelling package 

Date: Sat, 7 Oct 2000 09:22:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8rmmld$1j21@chuka.playstation.co.uk> 

References: <8r32cv$rcel@chuka.playstation.co.uk> <8r67em$4oml@chuka.playstation.co. 
uk> <8r78f0S4om2@chuka.playstation.co.uk> <8rdvo9$ jk11@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-74-56.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'll give it a test yeah, are you planning on improving it for proper 
release? 


Nathan Miller <nmiller@hot.rr.com> wrote in message 

news: 8rdvo9$jk11@chuka.playstation.co.uk... 

> > I did look at it, but it seemed as if it didn't export dxf? 
> 

> I have a plugin I made that will export tmd files. It is still in beta 
and 

> a little crude, but if you want it I will send it to you 

> 

> Nathan 

> 

> 


-—-MESSAGE FILE 7113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05839 


—-MESSAGE FILE 7114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005840 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3d modelling package 

Date: Mon, 9 Oct 2000 00:07:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8rqugiSic71@chuka.playstation.co.uk> 
References: <8r32cvS$rcel@chuka.playstation.co.uk> 
NNTP-Posting-Host: m142-mpl-cvxlb.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Amapi is available FREE and unlimited, uncrippled on this months PC_Format 
magazine. 


-Kenny 
"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 
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news: 8r32cv$rcel@chuka.playstation.co.uk... 

> Right I'm having to bite the bullet and learn to do 3d modelling. I have 
no 

> software and I've never attempted it before so whats the easiest package 


to 

> learn? 

> 

> 

> -- 

> cheers//matt 

> electronicmail: mverran@btinternet.com 
> universalresourcelocator: www.btinternet.com/~mverran/ 
> icq: 38714129 

> 

> 


—-MESSAGE FILE 7114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05840 


-—-MESSAGE FILE 7115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005841 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Server down again? 

Date: Mon, 9 Oct 2000 00:08:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8rquisSic72@chuka.playstation.co.uk> 
NNTP-Posting-Host: m142-mpl-cvxlb.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


How come I can get to my FTP and newsgroups, but can't see the Yaroze 
website? 
Anyone any ideas what's up? 


-Kenny 


--MESSAGE FILE 7115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05841 


--MESSAGE FILE 7116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005842 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Server down again? 

Date: Mon, 9 Oct 2000 09:07:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8rrua0Sic73@chuka.playstation.co.uk> 
References: <8rquisSic72@chuka.playstation.co.uk> 
NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> How come I can get to my FTP and newsgroups, but can't see the Yaroze 
> website? 
> Anyone any ideas what's up? 


err... cos the server crashed and the httpd needs manually starting maybe? 
I`1ll get on the case.... 


Steve 
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-—-MESSAGE FILE 7116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05842 


—-MESSAGE FILE 7117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005843 

Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <Daniel@TheRealityDysfunction.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: setting up terminal speed on yaroze 

Date: Mon, 9 Oct 2000 19:23:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8rt2gd$7ql@chuka.playstation.co.uk> 
NNTP-Posting-Host: m745-mpl-cvx3c.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Does anyone know how to set up the terminal speed on the yaroze? as I need 
to get a new value on the memory card as the old one does not work and the 
default 9600 sucks big time... 


Cheers, 


Daniel 


-—-MESSAGE FILE 7117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05843 


-—-MESSAGE FILE 7118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005844 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: setting up terminal speed on yaroze 

Date: Mon, 9 Oct 2000 23:03:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <8rtfg6$7q2@chuka.playstation.co.uk> 
References: <8rt2gd$7ql@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-7-121-73.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


Run siocons and at the prompt type in baud 115200<enter>, then exit siocons 
and re-run it (as siocons -8115200). Press enter a couple of times and 
you'll be asked whether you wish to save the new rate to memory card, and 
that's it. 

There's a PC enviroment variable, DTLH3000, in either djsetup.bat or 
autoexec.bat. Set the last value to 115200 if it isn't already, so you don't 
need to specify siocons' baud rate each time you run it. 


Speaking of baud rates, does anyone have a PC that supports a port baud rate 
of 230400bps? 

It appears to be possible to change the psx port rate to this speed, by 
changing the value in the CIP memory card save, but I'm not in a position to 
test if it works. 


Peter 


Daniel Brown <Daniel@TheRealityDysfunction.com> wrote in message 
news: 8rt2gd$7ql@chuka.playstation.co.uk... 
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> Does anyone know how to set up the terminal speed on the yaroze? as I 
need 

to get a new value on the memory card as the old one does not work and the 
default 9600 sucks big time... 


v 


Cheers, 


Daniel 


--MESSAGE FILE 7118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05844 


--MESSAGE FILE 7119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005845 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Server down again? 

Date: 11 Oct 2000 14:47:38 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <85snq47zmd.fsf@foo.mel.vet.com.au> 

References: <8rquisSic72@chuka.playstation.co.uk> <8rrua0Sic73@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"Steve Loughran" <Steve_Loughran@scee.sony.co.uk> writes: 


> How come I can get to my FTP and newsgroups, but can't see the Yaroze 
> website? 
> Anyone any ideas what's up? 


> 
> 
> 
> 
> err... cos the server crashed and the httpd needs manually starting maybe? 
> Ը 11 get on the case.... 

Hrmm, it's still down. I did a little port scan (sorry, hope you guys 

don't mind) and 21 and 119 are open (obviously) but 80 is closed. 

Other ports are filtered behind a firewall which I noticed last week 

was true for most ports including 80. It appears the firewall is ok 

now. 


Yeah, but not httpd. 
Toby. 


—-MESSAGE FILE 7119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05845 


—-MESSAGE FILE 7120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005846 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Server down again? 

Date: Wed, 11 Oct 2000 13:11:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8slle3$83rl@chuka.playstation.co.uk> 

References: <8rquisS$ic72@chuka.playstation.co.uk> <8rrua0S$ic73@chuka.playstation.co. 
նք» <85snq47zmd.fsf@foo.mel.vet.com.au> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> I did a little port scan (sorry, hope you guys don't mind) 


Net Yaroze newsgroups message dump.txt Page 4632 


Can I highly recommend that you **DONT** do that in the future? 


We are working on the http problem, will let you know when its back up 
again. 


Steve 


—-MESSAGE FILE 7120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05846 


—-MESSAGE FILE 7121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005847 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NY demo turns into PSX game 

Date: Wed, 11 Oct 2000 16:32:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8s219jS83r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 
The first review of California Water Sports can be found at: 
http: //www.consolehaven.com.au/ps2/archives/californiawater/index.htm 


Regards 


Mark 
theyergfx@ozemail.com.au 


-—-MESSAGE FILE 7121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05847 


—-MESSAGE FILE 7122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005848 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: setting up terminal speed on yaroze 

Date: Wed, 11 Oct 2000 21:16:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <39E4CAA4 .D22BEBA3@btinternet .com> 

References: <8rt2gd$7ql@chuka.playstation.co.uk> <8rtfg6$7q2@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: host62-6-95-235.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; U) 

X-Accept—-Language: en 


I'm not sure if it supports it but it seems I can set up my port to 921600 if i 
realy want to... explain more... :) 


Peter Armstrong wrote: 


> Hi, 
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Run siocons and at the prompt type in baud 115200<enter>, then exit siocons 
and re-run it (as siocons -8115200). Press enter a couple of times and 
you'll be asked whether you wish to save the new rate to memory card, and 
that's it. 

There's a PC enviroment variable, DTLH3000, in either djsetup.bat or 
autoexec.bat. Set the last value to 115200 if it isn't already, so you don't 
need to specify siocons' baud rate each time you run it. 


Speaking of baud rates, does anyone have a PC that supports a port baud rate 
of 230400bps? 

It appears to be possible to change the psx port rate to this speed, by 
changing the value in the CIP memory card save, but I'm not in a position to 
test if it works. 


Peter 


Daniel Brown <Daniel@TheRealityDysfunction.com> wrote in message 

news: 8rt2gd$7ql@chuka.playstation.co.uk... 

> Does anyone know how to set up the terminal speed on the yaroze? as I 
need 

> to get a new value on the memory card as the old one does not work and the 
default 9600 sucks big time... 


Cheers, 


Daniel 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 7122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05848 


—-MESSAGE FILE 7123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005849 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Server down again? 

Date: 12 Oct 2000 16:24:05 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <85bswaqvapm.fsf@foo.mel.vet.com.au> 

References: <8rquisS$ic72@chuka.playstation.co.uk> <8rrua0Sic73@chuka.playstation.co. 
uk> <85snq47zmd.fsf@foo.mel.vet.com.au> <8s1lle3S$83rl1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"Steve Loughran" <Steve_Loughran@scee.sony.co.uk> writes: 
> > I did a little port scan (sorry, hope you guys don't mind) 


> 
> Can I highly recommend that you **DONT** do that in the future? 


Oops, sorry. :) 


> We are working on the http problem, will let you know when its back սք 
> again. 


Cool. 


Toby. 
—-MESSAGE FILE 7123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05849 


—-MESSAGE FILE 7124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005850 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY demo turns into PSX game 

Date: 12 Oct 2000 16:36:24 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <857l7eva53.fsf@foo.mel.vet.com.au> 
References: <8s2193$83r2@chuka.playstation.co.uk> 
NNTP-Posting-Host: foo.mel.vet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"George Bain" <ps_yaroze@scee.net> writes: 

> Hi 

> 

> The first review of California Water Sports can be found at: 

> 

> http://www.consolehaven.com.au/ps2/archives/californiawater/index.htm 
Wow, nice review. Is there still a Yaroze version floating around? 

And a pretty cool Australian site, I wasn't aware it existed. Other 
than FutureGamez.net there's bugger all Australian sites of worth. 


Thanks. 


Toby. 
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—-MESSAGE FILE 7124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05850 


--MESSAGE FILE 7125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005851 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY demo turns into PSX game 

Date: Thu, 12 Oct 2000 12:41:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <8s4846Se111@chuka.playstation.co.uk> 


References: <8s219j3$83r2@chuka.playstation.co.uk> <85717eva53.fsf@foo.mel.vet.com.au 


> 
NNTP-Posting-Host: 43.194.204.241 
X-Priority: 3 

X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Not that I'm aware of. He does have a NY homepage....check it out when 
the website is back up an running. 


George 
"Prof. Frink" <frink@foo.mel.vet.com.au> wrote in message 


news: 85717eva53.fsf@foo.mel.vet.com.au... 
> "George Bain" <ps_yaroze@scee.net> writes: 


Hi 


The first review of California Water Sports can be found at: 


V V V V V 


Wow, nice review. Is there still a Yaroze version floating around? 


And a pretty cool Australian site, I wasn't aware it existed. Other 
than FutureGamez.net there's bugger all Australian sites of worth. 
Thanks. 


VVVVVVVVVVVV VV 


Toby. 


http://www.consolehaven.com.au/ps2/archives/californiawater/index.htm 
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—-MESSAGE FILE 7125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05851 


-—-MESSAGE FILE 7126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005852 

Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <Daniel@TheRealityDysfunction.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: fractal landscape generation 

Date: Sat, 14 Oct 2000 15:49:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8s9rqcSgmil@chuka.playstation.co.uk> 
NNTP-Posting-Host: m896-mpl-cvx2b.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 


Can anyone recommend any good sites, tutorials, FAQs or Books about Fractal 
Landscape Generation? Preferably in c or c++. As I've found some tutorials 
but none of the code seems to work! 


Cheers, 


Daniel 
Daniel@therealitydysfunction.com 


—-MESSAGE FILE 7126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05852 


-—-MESSAGE FILE 7127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005853 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The BitMap brothers 

Date: Mon, 16 Oct 2000 00:31:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1597 

Message-ID: <8sdei7$ks61@chuka.playstation.co.uk> 
NNTP-Posting-Host: m235-mpl-cvx3c.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Anyone remember the BitMap brothers who brought us Xenon in to 80's? 
Well in Novembers PC Format mag they are starting a 6 part series, how to 
write your own game. 


The screen shots look amazing, and they will provide all the tools, code and 
know-how to write your own Xenon 2000 from scratch. 


It's out on October 20th. I reckon it will be worth a look. 
cheke it out at http://www.pcformat.co.uk/news/detail.asp?id=23679 


-Kenny 


I've attached a screen shot here, but don't know if you'll be able to see 
EEx 


--MESSAGE FILE 7127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05853 


--MESSAGE FILE 7128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005854 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The BitMap brothers 

Date: Mon, 16 Oct 2000 12:56:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <8seqd3$c091@chuka.playstation.co.uk> 
References: <8sdei7$ks61@chuka.playstation.co.uk> 
NNTP-Posting-Host: usr1139-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


I think this was mentioned here a little while ago. And, yes, it certainly 
looks nice. Do you think it'll be feasible to follow this tutorial and port 
this to yaroze, considering the limited C++ support? This might make things 
a little more challenging than just following the tutorial as it is. I hope 
the game runs in a yaroze friendly resolution :-) 


If it is possible, I wonder if anyone would want to convert this to yaroze 
as a useful learning experience, perhaps as a group project?. A lot depends 
on how this programming tutorial is structured - we'll just have to wait for 
the first part to be released in the next two weeks and see if it's 
appropriate. 


Derek 


Ss Original Message ----- 

From: "Kenny" <littlebrother@bigfoot.com> 
Newsgroups: scee.yaroze.freetalk.english 
Sent: Monday, October 16, 2000 12:31 AM 
Subject: The BitMap brothers 


Anyone remember the BitMap brothers who brought us Xenon in to 80's? 
Well in Novembers PC Format mag they are starting a 6 part series, how to 
write your own game. 


The screen shots look amazing, and they will provide all the tools, code 
nd 
know-how to write your own Xenon 2000 from scratch. 


It's out on October 20th. I reckon it will be worth a look. 
cheke it out at http://www.pcformat.co.uk/news/detail.asp?id=23679 


-Kenny 
I've attached a screen shot here, but don't know if you'll be able to see 
kU 


VVVVVVVVVVVV®@ NO NU W MO Y. 


--MESSAGE FILE 7128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05854 


--MESSAGE FILE 7129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005855 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: fractal landscape generation 

Date: Mon, 16 Oct 2000 13:37:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <8sesvk$c092@chuka.playstation.co.uk> 
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References: <8s9rqcS$gmil@chuka.playstation.co.uk> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Check out www.gdmag.com or www.gamasutra.com 


George 


"Daniel Brown" <Daniel@TheRealityDysfunction.com> wrote in message 
news: 8s9rqcS$gmil@chuka.playstation.co.uk... 

> Hi all, 

> 
> Can anyone recommend any good sites, tutorials, FAQs or Books about 
Fractal 
> Landscape Generation? Preferably in c or c++. As I've found some 
tutorials 

> but none of the code seems to work! 


Cheers, 


Daniel 
Daniel@therealitydysfunction.com 


VVVVVVV 


—-MESSAGE FILE 7129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05855 


-—-MESSAGE FILE 7130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005856 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The BitMap brothers 

Date: Mon, 16 Oct 2000 14:42:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8sf0jb$c093@chuka.playstation.co.uk> 

References: <8sdei7$ks61@chuka.playstation.co.uk> <8seqd3$c091@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: usr686-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


>. . .released in the next two weeks and see if it's appropriate. 
> 


Oops. I mean October 20th - this Friday. 


Derek 


—-MESSAGE FILE 7130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05856 


—-MESSAGE FILE 7131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005857 
Path: chuka.playstation.co.uk!news 
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From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Site back up ...and what’s this ????? 

Date: Tue, 17 Oct 2000 20:52:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8siacj$9b2@chuka.playstation.co.uk> 
Reply-To: "sandinista" <sandinista@ic24.net> 
NNTP-Posting-Host: 195.44.214.84 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


So the site’s back up again , and have you seen the * Hot News * ? Not sure 


what to make of this , but a Net Yaroze 2 ( as we know it ) seems more 
unlikely now ..having said that , the bedroom coding scene could really kick 
back in now . Though what good will basic really be ? Anyways , like I said 


, not sure what to make of it , anyone else ? 


* Cooler To Be Blue * 


sandinista 


—-MESSAGE FILE 7131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05857 


—-MESSAGE FILE 7132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005858 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site back up ...and what’s this 777737 

Date: Wed, 18 Oct 2000 13:22:52 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8skpk7S9pbl@www.netyaroze-europe. com> 
References: <8siacj$9b2@chuka.playstation.co.uk> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


"Sandinista" <sandinista@ic24.net> wrote in message 

news: 8siacj$9b2@chuka.playstation.co.uk... 

> So the site’s back up again , and have you seen the * Hot News * ? Not 

sure 

> what to make of this , but a Net Yaroze 2 ( as we know it ) seems more 

> unlikely now ..having said that , the bedroom coding scene could really 
kick 

> back in now . Though what good will basic really be ? Anyways , like I 

said 

> , not sure what to make of it , anyone else ? 


Done some searching around. It's called YaBasic (Yet Another Basic...). 
www.yabasic.de 


The support forum mentions Sony's approach (back in August): 
http://www. knjizara.com: 60000/forum/read. php3?num=2&id=117&loc=0&thread=117 


-—-MESSAGE FILE 7132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05858 


—-MESSAGE FILE 7133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005859 
Path: chuka.playstation.co.uk!news 
From: "Graeme Evans" <graemeevans@btinternet.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: yahoo 

Date: Wed, 18 Oct 2000 20:42:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8skun4S9pb2@www.netyaroze-europe.com> 
References: <8siacj$9b2@chuka.playstation.co.uk> <8skpk7S9pbl@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host62-6-93-81.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


having a look at the bison source. its got 'PEEK', 'POKE' & 'SYSTEM'. can 
you say ‘firewire bootloader' ?? 


C'mon george, give us the skinny. 


—-MESSAGE FILE 7133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05859 


—-MESSAGE FILE 7134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005860 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yahoo 

Date: 19 Oct 2000 09:59:36 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <85itqp3d1j.fsf@foo.mel.vet.com.au> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8skpk7S9pbl@www.netyaroze-europe.c 
om> <8skun4S$9pb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"Graeme Evans" <graemeevans@btinternet.com> writes: 

> having a look at the bison source. its got 'PEEK', 'POKE' & 'SYSTEM'. can 
Eww... I forgot how 'powerful' BASIC can be. 

> you say ‘firewire bootloader' ?? 


I shudder at the thought of writing a remote bootloader with POKEs, 
but damn, it may be possible. :) 


I'm also wondering how the PSX1 'emulation' would work, and if it'd be 
possible to break out of it and access the rest of the machine (not 
just the old PSX hardware 'I/O processor'.) Original games wouldn't 
be able to do it of course, no prior knowledge - but a Yaroze might. 


> 
> C'mon george, give us the skinny. 


Yeah. :) 


Toby. 
-—-MESSAGE FILE 7134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05860 


—-MESSAGE FILE 7135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005861 
Path: chuka.playstation.co.uk!news 
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From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: C++ Examples 

Date: Fri, 20 Oct 2000 18:54:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8sq0sfStligl@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1919-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


If you know of any net yaroze codewarrior C++ code examples, or projects 
written in C++, please let me know. I'm aware of Chris Blackwell's website 
and the pad example on the CW disc. 


Cheers, 


Derek 


—-MESSAGE FILE 7135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05861 


—-MESSAGE FILE 7136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005862 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yahoo 

Date: Mon, 23 Oct 2000 10:52:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <39F40A7B.EFC516B0@scee.net> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8skpk7S9pbl@www.netyaroze-europe.c 
om> <8skun4S9pb2@www.netyaroze-europe.com> <85itqp3dl1j.fsf@foo.mel.vet.com.au> 
NNTP-Posting-Host: jpage.wav.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 

To: "Prof. Frink" <frink@foo.mel.vet.com.au> 


Well, the product that we're releasing is aimed at the "mass market" - so BASIC 
seemed a good place to start, the guys here extended yabasic to add support 
for gouraud-shaded triangles and read a PS2 controller for example. However 


(sorry!) we cut out syntax that might allow access to the hardware (at least in 
the first rev.) 


It is pretty powerful though ... better than BBC Micros :-) (Actually better 
than P3 based PC's in a lot of code, despite not much use of VUs). 


Its pretty nice - and we added support for off-the-shelf USB keyboards (which 
are around 20 Euros these days). 


Look out for http://www.playstation-basic.com/ soon ... (we have until 
November) 


Personally, I'm keen to be able to bring out a PS2 Net Yaroze with more control 
for the "power user" (such as you)... watch this space, 


- Paul 


Prof. Frink wrote: 


> "Graeme Evans" <graemeevans@btinternet.com> writes: 


Net Yaroze newsgroups message dump.txt Page 4641 


> having a look at the bison source. its got 'PEEK', 'POKE' & 'SYSTEM'. can 
Eww... I forgot how 'powerful' BASIC can be. 
> you say ‘firewire bootloader' ?? 


I shudder at the thought of writing a remote bootloader with POKEs, 
but damn, it may be possible. :) 


I'm also wondering how the PSX1 'emulation' would work, and if it'd be 
possible to break out of it and access the rest of the machine (not 
just the old PSX hardware 'I/O processor'.) Original games wouldn't 
be able to do it of course, no prior knowledge - but a Yaroze might. 


> 
> C'mon george, give us the skinny. 


Yeah. :) 


VVVVVVVVVVVVVVV VV VV VV 


Toby. 


—-MESSAGE FILE 7136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05862 


-—-MESSAGE FILE 7137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005863 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yahoo 

Date: Mon, 23 Oct 2000 10:04:26 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <8tlkakS$8cl@www.netyaroze-europe.com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8skpk7S9pbl@www.netyaroze-europe.c 
om> <8skun4S$9pb2@www.netyaroze-europe.com> <85itqp3dl1lj.fsf@foo.mel.vet.com.au> <39F4 
OA7B.EFC516B0@scee.net> 

NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Is BASIC something that the US Yaroze users will have access to? 
Nathan Miller 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news: 39F40A7B.EFC516B0@scee.net... 


> Well, the product that we're releasing is aimed at the "mass market" - so 
BASIC 

> seemed a good place to start, the guys here extended yabasic to add 
support 


> for gouraud-shaded triangles and read a PS2 controller for example. 
However 
> (sorry!) we cut out syntax that might allow access to the hardware (at 
least in 
> the first rev.) 
> 
> 
> It is pretty powerful though ... better than BBC Micros :-) (Actually 
better 
> than P3 based PC's in a lot of code, despite not much use of VUs). 
> 
> Its pretty nice - and we added support for off-the-shelf USB keyboards 
which 

are around 20 Euros these days). 


( 
> 
> 
> Look out for http://www.playstation-basic.com/ soon ... (we have until 
> November) 

> 
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> Personally, I'm keen to be able to bring out a PS2 Net Yaroze with more 

control 

> for the "power user" (such as you)... watch this space, 


— Paul 


Prof. Frink wrote: 
"Graeme Evans" <graemeevans@btinternet.com> writes: 


> having a look at the bison source. its got 'PEEK', 'POKE' ե 'SYSTEM'. 


Eww... I forgot how 'powerful' BASIC can be. 
> you say 'firewire bootloader' ?? 


I shudder at the thought of writing a remote bootloader with POKEs, 
but damn, it may be possible. :) 


I'm also wondering how the PSX1 'emulation' would work, and if it'd be 
possible to break out of it and access the rest of the machine (not 
just the old PSX hardware 'I/O processor'.) Original games wouldn't 
be able to do it of course, no prior knowledge - but a Yaroze might. 


> 
> C'mon george, give us the skinny. 


Yeah. :) 


VVVVVVVVVVVVVVV VV VV OV VV 


Toby. 


VVVVVVVVVVVVVV VV VV VV OV VV VV VV VV N; 


—-MESSAGE FILE 7137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05863 


-—-MESSAGE FILE 7138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005864 

Path: chuka.playstation.co.uk!news 

From: bob@shand.org.uk (ROBERT C SHAND) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: C++ Examples 

Date: Tue, 24 Oct 2000 19:12:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <39f5de14.46315157@www.netyaroze-europe. com> 
References: <8sq0sfStlgl@www.netyaroze-europe.com> 
NNTP-Posting-Host: is3372.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


On Fri, 20 Oct 2000 18:54:31 +0100, "Derek da Silva" 
<dasi@eidosnet.co.uk> wrote: 


Hi Derek, 


I've been looking for some C++ stuff too. There are a few bits and 
peices on the SCEA mirror, but not much. I got most information from 
the CW disc, in the unsupported folder. 


I did have one problem, which I couldn't sort out.... once I had setup 
everything to work with C++ in CW, I could compile a project etc. but 
when I ran it and the program exited, it just started again. I found 
something in a previous message in scee.yaroze.codewarrior ( I think) 
which let me create an exit function, so I could connect back to the 
Yaroze without resetting it. 


went something like 


asm void exit (void) 
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{ 
breakc 0x821 // Can't remember the exact value 
nop 


} 
Hope this is of a bit of help 


Regards 

Bob 

Robert Shand 
bob@shand.org.uk 


>Hi 

> 

>If you know of any net yaroze codewarrior C++ code examples, or projects 
>written in C++, please let me know. I'm aware of Chris Blackwell's website 
>and the pad example on the CW disc. 

> 

>Cheers, 

> 

>Derek 

> 

> 


—-MESSAGE FILE 7138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05864 


—-MESSAGE FILE 7139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005865 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: C++ Examples 

Date: Tue, 24 Oct 2000 21:42:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <8t4s7j$10al@www.netyaroze-europe. com> 

References: <8sq0sfStlgl@www.netyaroze-europe.com> <39f5del14.46315157@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: usr1014-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 

> I did have one problem, which I couldn't sort out.... once I had setup 

> everything to work with C++ in CW, I could compile a project etc. but 

> when I ran it and the program exited, it just started again. 

Thanks Robert. I had this very same problem and found the same fix you did! 
As far as examples go, Graeme Evans was kind enough to send me a link to his 
Pune C++ source which is here: 
www.netyaroze-europe.com/~frothy/ftp/pune-0.2.srce.zip 

There's also some useful CW stuff on Steve Dunn's page: 
www.netyaroze-europe.com/~steved/ 


Cheers, 


Derek da Silva 


> 
> Hope this is of a bit of help 
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Regards 

Bob 

Robert Shand 
bob@shand.org.uk 


>Hi 

> 

>If you know of any net yaroze codewarrior C++ code examples, or projects 
>written in C++, please let me know. I'm aware of Chris Blackwell's 
website 
>and the pad example on the CW disc. 
> 

>Cheers, 

> 

>Derek 

> 

> 


VVVVVVVVV VV 


VVVVVVVV 


—-MESSAGE FILE 7139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05865 


-—-MESSAGE FILE 7140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005866 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: C++ Examples 

Date: Tue, 24 Oct 2000 22:07:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8t4tlo$l0a2@www.netyaroze-europe. com> 

References: <8sq0sfStlgl@www.netyaroze-europe.com> <39f5del14.46315157@www.netyaroze-— 
europe.com> <8t4s7j$10al@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr1014-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Here's another C++ example: 
http: //www.netyaroze-europe.com/~jeanluc/ftp/tmdview. zip 


> www.netyaroze-europe.com/~frothy/ftp/pune-0.2.sre.zip 
> www.netyaroze-europe.com/~steved/ 


—-MESSAGE FILE 7140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05866 


-—-MESSAGE FILE 7141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005867 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New 3d program / exporter 

Date: Mon, 30 Oct 2000 09:30:38 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8tk4g3S$8fl@www.netyaroze-europe. com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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Hello all, 


In light of recent events I have decided to finish my MilkShape 3D exporter 
for the PSX. If you haven't heard of MilkShape 3D, it is the BEST 3d 
program around for animating, modeling, skinning and boning a 3d object. 

Get it and get it now | :-) It is 20 USD to register, but that is a lot 
better than the 1000s you would pay for 3dsmax. Anyway, my exporter is a 
simple dll and will have full Yaroze support code for animated 3d meshes. 
Plus, all animations are based on bones so you can add physics or other 
special effects to the mesh. Once it is 100% complete I will post a message 
with the http address of the dll and support code. 


Nathan 


—-MESSAGE FILE 7141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05867 


-—-MESSAGE FILE 7142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005868 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yahoo 

Date: Mon, 30 Oct 2000 16:33:05 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8tk81kS8f2@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8skpk7S9pbl@www.netyaroze-europe.c 
om> <8skun4S9pb2@www.netyaroze-europe.com> <85itqp3dlj.fsf@foo.mel.vet.com.au> <39F4 
OA7B.EFC516B0@scee.net> <8tlkakS$8cl@www.netyaroze-europe.com> 

NNTP-Posting-Host: 212.187.138.46 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


It's good to see everything is back up (yeah I know I'm behind but I've been 
away) 


It's interesting to see that there is going to be a BASIC for the PS2, I 
remember my days of AMOS on the Amiga (ah the good old days) 


A full blown Yaroze 2 sounds even better to me, especially if it's more 
powerful than the original Yaroze, USB, firewire connection to the 
PC/Linux/Mac, access to less limiting libraries and some friendly manuals 
would be a god send. 


And of course my long awaited game that I had trouble with would look so 
much better on NY2 :) 


Nigel 
> > Well, the product that we're releasing is aimed at the "mass market" - 


so 
> BASIC 


> > It is pretty powerful though ... better than BBC Micros :-) (Actually 
> better 
> > than P3 based PC's in a lot of code, despite not much use of VUs). 


> > Personally, I'm keen to be able to bring out a PS2 Net Yaroze with more 
> control 

> > for the "power user" (such as you)... watch this space, 

>> 

> > - Paul 

> 


—-MESSAGE FILE 7142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05868 
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-—-MESSAGE FILE 7143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005869 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: YOUR CHANCE? 

Date: Tue, 31 Oct 2000 22:11:53 +0000 

Organization: Netcom member 

Lines: 28 

Message-ID: <39FF43A9.448E12FC@netscapeonline.co.uk> 

NNTP-Posting-Host: userca54.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi Guys, 
You may remember me from EclipseSoftware, the group set up to continue 


the Yaroze scene on for as long as possible. Well, now we are a lot more 
than that! 


We currently have ties to a psx developer, and hold the contracts to 
produce demos for psx games for publishers viewing, these involve 
licenses from a cult movie, a VERY popular pop band, a brilliant action 
series and an Olypic Medallist. 


Now, since we came from the Yaroze scene, and we need more guys to work 
with us, I wanted to come back to the Yaroze to see if anyone was still 
here and interested? 


We need 3D coders and Artists. Please feel free to contact us for any 
info, and if you are interested at all (even if you are nervous about 
something like this :-) ) 


THANK YOU 


Marc Lambert 
marc@eclipsesoftware.co.uk 
www.eclipsesoftware.co.uk 


—-MESSAGE FILE 7143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05869 


—-MESSAGE FILE 7144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005870 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone home? 

Date: Sat, 4 Nov 2000 17:59:37 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8u286o0Skhil@www.netyaroze-europe.com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Does anyone else check the newsgroups anymore. I guess most have moved away 
from Yaroze programming, but I hope to have some exciting new tools to help 
others develop good game demos. But, I guess since there is little 
possibility that games are recognized right now (no demo disc) several 
people moved to DirectX programming. Sure wish they would come back :-) 


Nathan 
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—-MESSAGE FILE 7144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05870 


—-MESSAGE FILE 7145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005871 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation 2 

Date: Sat, 4 Nov 2000 18:01:20 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8u289uSkhi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


By the way, 


All of the SCEE members waiting for the PS2, I just wanted to tell you that 
it ROCKS! Definately get SSX, as it is by far the best launch game and even 
the best racer that I have ever played! 


Nathan 


—-MESSAGE FILE 7145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05871 


—-MESSAGE FILE 7146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005872 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: Sun, 5 Nov 2000 02:10:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <8u2fnaSglpl@www.netyaroze-europe. com> 
References: <8u286o0Skhil@www.netyaroze-europe.com> 
NNTP-Posting-Host: th-gt142-247.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Nathan Miller" <nmiller@hot.rr.com> wrote in message 

news: 8u2860Skhil@www.netyaroze-europe.com... 

> Does anyone else check the newsgroups anymore. Լ guess most have 
moved away 

> from Yaroze programming, but I hope to have some exciting new tools 
to help 
> others develop good game demos. But, I guess since there is little 
> possibility that games are recognized right now (no demo disc) 
several 


> people moved to DirectX programming. Sure wish they would come 
back :-) 
I'm still about, and check this newsgroup regularly, but I haven't 


checked any of the others for ages (as Outlook Express did it's silly 
'I'm not gonna work just to piss you off' trick and I needed to 
reinstall an' all), so I won't be sure of what's new and what's not. I 
haven't done much programming at all for a long while. I couldn't do 
much at the start of the year, as it was leading up to my GCSEs, and 
there was loads of last minute coursework and revising. Then after the 
exams, I had 8 weeks before returning to 6th form, and my plan had 
been to spend that time programming, but my big plans were scuppered 


Net Yaroze newsgroups message dump.txt Page 4648 


by a 4 week holiday to the US, with my family. the next 4 were wasted 
with getting over jet lag, catching up with mates, anticipating GCSE 
results and finally realising I'd be starting A-Levels in a week. Now, 
with the A-Level workload, and the amount of extra-curricular 
activities we're encouraged to take part in for UCAS references, I 
barely have the time to do anything. However, one encouraging thing is 
that I've had loads of ideas for games, and have been jotting them 
down, and the last thing I was working on was a library of functions 
which simplifies everything, which when I finish, will allow my to 
quickly knock out a few basic games. Anyway, enough of my story of the 
past year, I gotta go get some sleep... 


Rikki 


—-MESSAGE FILE 7146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05872 


-—-MESSAGE FILE 7147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005873 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Library Reference Question 

Date: Sat, 4 Nov 2000 23:19:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8u2qv7Sglp2@www.netyaroze-europe. com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi, 


I am using a lot of matrix and vector functions for my skeletal animation 
system. I have been referencing the "Green Book" or "Library Reference" and 
have noticed that in the note section of most of the matrix functions it 
states "The rotation matrix is fragmented." What does this mean? To me, it 
sounds like you would have to reload the rotation matrix if you wanted to 
use it again, but that doesn't make sense. Can anyone make sense of this? 


Nathan 


—-MESSAGE FILE 7147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05873 


—-MESSAGE FILE 7148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005874 

Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <Daniel@TheRealityDysfunction.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: Sun, 5 Nov 2000 09:24:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <8u392nSglp3@www.netyaroze-europe. com> 

References: <8u286o0Skhil@www.netyaroze-europe.com> <8u2fnaSglpl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m388-mpl-cvx3b.ren.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I'm still here, some others are as well. 


Daniel 
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"Rikki Prince" <rprince@dircon.co.uk> wrote in message 

news: 8u2fnaSglpl@www.netyaroze-europe.com... 

> "Nathan Miller" <nmiller@hot.rr.com> wrote in message 

news: 8u2860Skhil@www.netyaroze-europe.com... 

> Does anyone else check the newsgroups anymore. I guess most have 
moved away 

> from Yaroze programming, but I hope to have some exciting new tools 
to help 
> others develop good game demos. But, I guess since there is little 
> possibility that games are recognized right now (no demo disc) 
several 


> people moved to DirectX programming. Sure wish they would come 
back :-) 
I'm still about, and check this newsgroup regularly, but I haven't 


checked any of the others for ages (as Outlook Express did it's silly 
‘I'm not gonna work just to piss you off' trick and I needed to 
reinstall an' all), so I won't be sure of what's new and what's not. I 
haven't done much programming at all for a long while. I couldn't do 
much at the start of the year, as it was leading up to my GCSEs, and 
there was loads of last minute coursework and revising. Then after the 
exams, I had 8 weeks before returning to 6th form, and my plan had 
been to spend that time programming, but my big plans were scuppered 
by a 4 week holiday to the US, with my family. the next 4 were wasted 
with getting over jet lag, catching up with mates, anticipating GCSE 
results and finally realising I'd be starting A-Levels in a week. Now, 
with the A-Level workload, and the amount of extra-curricular 
activities we're encouraged to take part in for UCAS references, I 
barely have the time to do anything. However, one encouraging thing is 
that I've had loads of ideas for games, and have been jotting them 
down, and the last thing I was working on was a library of functions 
which simplifies everything, which when I finish, will allow my to 
quickly knock out a few basic games. Anyway, enough of my story of the 
past year, I gotta go get some sleep... 


Rikki 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 7148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05874 


-—-MESSAGE FILE 7149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005875 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 

Date: Sun, 5 Nov 2000 11:46:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <8u3hdhS$glp4@www.netyaroze-europe. com> 
References: <8u289uSkhi2@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-123-41-138.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Timesplitters is the only game I considered buying the PS2 for. I hada 
quick go at ECTS but have you got a more considered opinion? 


Talking of games, I'm really looking forward to playing Metropolis Street 
Racer that should be arriving monday, not that i'll have much time to get 
into it. 


cheers 
Matt 


Nathan Miller <nmiller@hot.rr.com> wrote in message 
news: 8u289uSkhi2@www.netyaroze-europe.com... 
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> By the way, 

> 

> All of the SCEE members waiting for the PS2, I just wanted to tell you 
that 

> it ROCKS! Definately get SSX, as it is by far the best launch game and 
even 

> the best racer that I have ever played! 

> 

> Nathan 

> 

> 


—-MESSAGE FILE 7149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05875 


—-MESSAGE FILE 7150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005876 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: Sun, 5 Nov 2000 11:45:39 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <8u3heqSglp5@www.netyaroze-europe. com> 
References: <8u286o0Skhil@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.164.134 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Well I'm still around, I've done much recently but plan to if I ever get 
some free time 


I've done some DirectX programming so I did move that way a bit but I'm 
still planning some Yaroze stuff. 


Nigel 


"Nathan Miller" <nmiller@hot.rr.com> wrote in message 

news: 8u2860Skhil@www.netyaroze-europe.com... 

> Does anyone else check the newsgroups anymore. I guess most have moved 
away 

> from Yaroze programming, but I hope to have some exciting new tools to 
help 
> others develop good game demos. But, I guess since there is little 


> possibility that games are recognized right now (no demo disc) several 

> people moved to DirectX programming. Sure wish they would come back :-) 
> 

> Nathan 

> 

> 


—-MESSAGE FILE 7150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05876 


-—-MESSAGE FILE 7151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005877 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: Sun, 5 Nov 2000 11:47:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <8u3hevSglp6@www.netyaroze-europe. com> 

References: <8u286o0Skhil@www.netyaroze-europe.com> <8u2fnaSglpl@www.netyaroze-europe 
-com> <8u392nSglp3@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-123-41-138.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I still read and post if I can think of anything to say/have time. Busy with 
the eclipse commercial games stuff at the mo tho. 


cheers 
Matt 


Daniel Brown <Daniel@TheRealityDysfunction.com> wrote in message 
news: 8u392nSglp3@www.netyaroze-europe.com... 
> I'm still here, some others are as well. 


Daniel 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 

news: 8u2fnaSglpl@www.netyaroze-europe.com... 

"Nathan Miller" <nmiller@hot.rr.com> wrote in message 

news: 8u2860Skhil@www.netyaroze-europe.com... 

> Does anyone else check the newsgroups anymore. I guess most have 
moved away 

> from Yaroze programming, but I hope to have some exciting new tools 
to help 
> others develop good game demos. But, I guess since there is little 
> possibility that games are recognized right now (no demo disc) 


v 


several 
> people moved to DirectX programming. Sure wish they would come 
back :-) 
I'm still about, and check this newsgroup regularly, but I haven't 


checked any of the others for ages (as Outlook Express did it's silly 
'I'm not gonna work just to piss you off' trick and I needed to 
reinstall an' all), so I won't be sure of what's new and what's not. I 
haven't done much programming at all for a long while. I couldn't do 
much at the start of the year, as it was leading up to my GCSEs, and 
there was loads of last minute coursework and revising. Then after the 
exams, I had 8 weeks before returning to 6th form, and my plan had 
been to spend that time programming, but my big plans were scuppered 
by a 4 week holiday to the US, with my family. the next 4 were wasted 
with getting over jet lag, catching up with mates, anticipating GCSE 
results and finally realising I'd be starting A-Levels in a week. Now, 
with the A-Level workload, and the amount of extra-curricular 
activities we're encouraged to take part in for UCAS references, I 
barely have the time to do anything. However, one encouraging thing is 
that I've had loads of ideas for games, and have been jotting them 
down, and the last thing I was working on was a library of functions 
which simplifies everything, which when I finish, will allow my to 
quickly knock out a few basic games. Anyway, enough of my story of the 
past year, I gotta go get some sleep... 


Rikki 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


4651 


—-MESSAGE FILE 7151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05877 


—-MESSAGE FILE 7152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005878 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 

Date: Sun, 5 Nov 2000 13:10:44 -0800 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 13 

Message-ID: <8u3me9Sglp7@www.netyaroze-europe. com> 

References: <8u289uSkhi2@www.netyaroze-europe.com> <8u3hdhS$glp4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 212.187.164.134 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


You're going to love Metropolis Street Racer, a brilliant game... speaking 
of which must have another go :) 


Nigel 


> Talking of games, I'm really looking forward to playing Metropolis Street 
> Racer that should be arriving monday, not that i'll have much time to get 
> into it. 


—-MESSAGE FILE 7152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05878 


—-MESSAGE FILE 7153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005879 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 

Date: Sun, 5 Nov 2000 13:34:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8u3ntuSglp8@www.netyaroze-europe. com> 
References: <8u289uSkhi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-189-201.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> All of the SCEE members waiting for the PS2, I just wanted to tell you 
that 

> it ROCKS! Definately get SSX, as it is by far the best launch game and 
even 

> the best racer that I have ever played! 


does the yaroze boot disk load up then? 


—-MESSAGE FILE 7153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05879 


—-MESSAGE FILE 7154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005880 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Library Reference Question 

Date: Sun, 5 Nov 2000 18:20:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8u48cg$inml@www.netyaroze-europe. com> 
References: <8u2qv7Sglp2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr66-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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Hi Nathan 
The updated version of the Library Reference manual can be found here: 
www.netyaroze-europe.com/yaroze/ftp/docs/e_lib.zip 


The translation from Japanese is far better than that found in the printed 
version. 


> "The rotation matrix is fragmented." What does this mean? 
This function destroys the rotation matrix. 
> Nathan 


Derek da Silva 


-—-MESSAGE FILE 7154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05880 


—-MESSAGE FILE 7155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005881 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Library Reference Question 

Date: Sun, 5 Nov 2000 13:56:39 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8u4eb7Sinm2@www.netyaroze-europe. com> 

References: <8u2qv7$glp2@www.netyaroze-europe.com> <8u48cg$lnml@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Destroys the rotation matrix? 

Is this the output rotation matrix or the input or both? 

Thanks, 

Nathan 

"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 8u48cg$linml@www.netyaroze-europe.com... 

> Hi Nathan 

The updated version of the Library Reference manual can be found here: 
www.netyaroze-europe.com/yaroze/ftp/docs/e_lib.zip 


The translation from Japanese is far better than that found in the printed 
version. 


> "The rotation matrix is fragmented." What does this mean? 
This function destroys the rotation matrix. 
> Nathan 


Derek da Silva 


VVVVVVVVVVVV VV VV VV 
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—-MESSAGE FILE 7155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05881 


—-MESSAGE FILE 7156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005882 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Library Reference Question 

Date: Sun, 5 Nov 2000 20:27:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8u4fqsSinm3@www.netyaroze-europe. com> 

References: <8u2qv7$glp2@www.netyaroze-europe.com> <8u48cg$lnml@www.netyaroze-europe 
.com> <8u4eb7S$inm2@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr743-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I guess it's the input matrix which is destroyed. 1 could be wrong 


> Destroys the rotation matrix? 

> 

> Is this the output rotation matrix or the input or both? 
> 

> Thanks, 

> 

> Nathan 


Derek da Silva 


—-MESSAGE FILE 7156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05882 


—-MESSAGE FILE 7157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005883 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: JOBS AT SCEE LONDON 

Date: Mon, 6 Nov 2000 17:39:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <8u6qpcSdb41@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Jobs in SCEE Technology Group 


The Technology Group maximises the skills of third-party developers by 
providing high quality technical support, creating specialist tools and 
utilities, and creating showcase products that highlight the capabilities of 
the PlayStation. 


The group reports directly to SCEI R&D, headquartered in Tokyo. 


It includes a Developer Support team, and an R&D group and is responsible 
for developing this site and the others used for the SCEE Developer and 

Publisher communities. The Technology group takes on the vast majority of 
Graduates (typically with a computer science background) recruited by SCEE 
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and incl 


Currently (Nov 2000) 


support team) 


Send your C.V. to 


forget 


that you seen the 


to mention 


Regards, 


George 


Bain 


ludes opportunities for industrial placements from CompSci courses. 


we have openings for one new graduate (developer 


and one senior engineer (R&D group). 


mark_breugelmans@scee.net and paul_holman@scee.net. Don't 


job posting on the Net Yaroze newsgroups from George Bain. 


Senior Software Engineer, Technology Group 


Sony Computer 


http://www.scee.com 


Entertainment Europe 


—-MESSAGE FILE 7157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05883 


—-MESSAGE FILE 7158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005884 
Path: chuka.playstation.co.uk!news 


From: ' 


Newsgroups: 


"Matt Verran" 


<mverran@btinternet.com> 
scee.yaroze.freetalk.english 


Subject: Re: Playstation 2 


Date: Mon, 
Organization: 


Lines: 


Message-ID: 
References: 


16 


6 Nov 2000 20:37:21 -0000 
PlayStation Net Yaroze (SCEE) 


<8u74siSdb42@www.netyaroze-europe. com> 
<8u289uSkhi2@www.netyaroze-europe.com> <8u3hdhS$glp4@www.netyaroze-europe 


.com> <8u3me9Sglp7@www.netyaroze-europe. com> 


NNTP-Posting-Host: 


X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


You're 


> Nigel 
> 


host 62-6-67-87.btinternet.com 


right, it's fabaroonie :) 


> > Tal 
Street 


liking of games, 


I'm really looking forward to playing Metropolis 


> > Racer that should be arriving monday, not that i'll have much time to 


get 


> > into it. 


> 


V V V V 


--MESSAGE FILE 7158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05884 


--MESSAGE FILE 7159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005885 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 


Newsgroups: 
Subject: 
Date: Mon, 
Organization: 


Lines: 


Message-ID: 
References: 
NNTP-Posting-Host: 


11 


scee.yaroze.freetalk.english 
BASIC tax dodge 

6 Nov 2000 21:23:37 -0000 
PlayStation Net Yaroze (SCEE) 


<8u77gm$db43@www.netyaroze-europe. com> 
<8siacj$9b2@chuka.playstation.co.uk> 
tnt—-18-239.easynet.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 
http://195.92.178.248/cfdocs/site/news/cvgnewstemp.cfm?sid=811 
Is this the reason European PS2s will include YABASIC :-) 


Derek da Silva 


-—-MESSAGE FILE 7159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05885 


-—-MESSAGE FILE 7160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005886 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: JOBS AT SCEE LONDON 

Date: Tue, 07 Nov 2000 11:37:10 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3A07E966.BA9ED2EC@scee.net> 
References: <8u6qpcS$db41@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 


We're also looking for a manager for our Developer Support group.... needs 
professional IT/Games management experience. 


Paul 


-—-MESSAGE FILE 7160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05886 


—-MESSAGE FILE 7161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005887 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BASIC tax dodge 

Date: Tue, 07 Nov 2000 11:43:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3A07EAE9.19DA27F5@scee.net> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: 43.194.204.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 


Being a computer is more than simply having a programming language if 
so, Windows 2000 doesn't even include QBASIC any more....!!! 


I think its more that the machine will be positioned as a home 
entertainment computer because it will have a hard disc, ethernet 
connectivity, printers etc. (see a recent Edge on the Tokyo Game show), 


as well as having USB and i.Link. 


Net Yaroze newsgroups message dump.txt Page 4657 


Basically the PS2 is pretty much like a VAIO from a "black box" 
perspective. 


Paul 

Derek da Silva wrote: 

Hi 
http://195.92.178.248/cfdocs/site/news/cvgnewstemp.cfm?sid=811 


Is this the reason European PS2s will include YABASIC :-) 


MM ONN Y 


Derek da Silva 


--MESSAGE FILE 7161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05887 


--MESSAGE FILE 7162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005888 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 

Date: Tue, 07 Nov 2000 11:46:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3A07EB84.49E7F6C4@scee.net> 

References: <8u289uSkhi2@www.netyaroze-europe.com> <8u3ntuSglp8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 43.194.204.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 


Small problem ... PS2 lacks a serial port for "link cable" to PC. 


The PS1 processor is effectively the I/O controller, and thus in PS1 mode it 
wouldn't be possible to turn the USB port into a serial type connection :-( 


Graeme Evans wrote: 


> 
> 
> does the yaroze boot disk load up then? 


-—-MESSAGE FILE 7162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05888 


—-MESSAGE FILE 7163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005889 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BASIC tax dodge 

Date: Tue, 7 Nov 2000 18:07:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8u9gg7$891@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> <3A07EAE9.19DA27F5@scee.net> 

NNTP-Posting-Host: host213-123-49-124 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Basically the PS2 is pretty much like a VAIO from a "black box" 
> perspective. 
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or tax perspective... =) 


-—-MESSAGE FILE 7163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05889 


—-MESSAGE FILE 7164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005890 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BASIC tax dodge 

Date: Tue, 7 Nov 2000 20:42:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <8u9pfiS892@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 

om> <3A07EAE9.19DA27F5@scee.net> 

NNTP-Posting-Host: usr877-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-—-=_NextPart_000_001F_01C048FB.467C0D20" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is a multi-part message in MIME format. 


— ss sss = NextPart_000_001F_01C048FB.467C0D20 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> I think its more that the machine will be positioned as a home 
> entertainment computer because it will have a hard disc . . . etc. 


It's just a little odd Furope should get such a nice feature before = 
everyone else. I'm quite looking forward to it 


D da Silva 
http://www.dailyradar.co.uk/published/news/game_news_1243.html 


"That would be a shame, as it genuinely is a nice program, and despite = 
the recent speculation, it wasn't designed with the classification issue = 
in mind," said a spokesperson for Sony. "It was designed to give = 
everyone the opportunity to create basic programs and demos on their = 
PS2, regardless of their technical or programming background. With the = 
success of Net Yaroze, we wanted to make that concept available to a = 
much wider audience, in a much more user-friendly and cost effective = 
manner ."=20 


== = = _NextPart_000_001F_01C048FB.467C0D20 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4207.2601" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
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<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 


<DIV><FONT face=3DArial size=3D2>&gt; I think its more that the machine 


will be=20 

positioned as a home<BR>&gt; entertainment computer because it will have 
a hard=20 

aise. Հ etc.</FONT></DIV> 


<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 


<DIV><FONT face=3DArial size=3D2>It's just a little odd Europe should 


get such a=20 


nice feature before everyone else.&nbsp; I'm quite looking forward to it 


. .=20 

.</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>D da Silva</FONT></DIV> 


<DIV><FONT face=3DArial size=3D2></FONT><FONT face=3DArial = 


size=3D2></FONT>é&nbsp; </DIV> 
<DIV><A=20 


href=3D"http://www.dailyradar.co.uk/published/news/game_news_1243.html"><= 


FONT=20 
face=3DArial=20 


size=3D2>http://www.dailyradar.co.uk/published/news/game_ 


FONT></A></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>"That would be a shame, 
is a nice=20 


ոտատ 1243. հետ) 


ԼՀ/ 


as it genuinel 


LY 


program, and despite the recent speculation, it wasn't designed with the 


classification issue in mind," said a spokesperson for Sony. "It was = 


designed to=20 


give everyone the opportunity to create basic programs and demos on = 


their PS2,=20 


regardless of their technical or programming background. With the = 


success of=20 


<STRONG>Net Yaroze</STRONG>, we wanted to make that concept available to 


a much=20 


wider audience, in a much more user-friendly and cost effective manner." 


</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>&nbsp;</DIV> 


<DIV><FONT face=3DArial size=3D2></FONT>&nbsp;</DIV></BODY></HTML> 


Se s es = NextPart_000_001F_01C048FB.467C0D20-- 
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—-MESSAGE FILE 7164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05890 


--MESSAGE FILE 7165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005891 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TransMatrix() Function 

Date: Tue, 7 Nov 2000 16:50:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <8ualad$893@www.netyaroze-europe.com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Does TransMatrix just add to the translation value or does it also rotate 


the translation value? 
TBs 


TransMatrix (MATRIX *m, VECTOR *v) 
{ 


m->t [0] += v.vx; 
m->t[1] += v.vy; 
m->t[2] += v.vz; 
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} 

or 

TransMatrix (MATRIX *m, VECTOR *v) 

{ 


m->t [0] += v.vx*m[0] [0] + v.vy*m[1] [0] + v.vz*m[2] [0]; 


ավարա Է 


) 
Thanks, 


nathan 


—-MESSAGE FILE 7165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05891 


—-MESSAGE FILE 7166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005892 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation 2 

Date: 08 Nov 2000 10:16:31 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <85itpz4blc.fsf@foo.mel.vet.com.au> 

References: <8u289uSkhi2@www.netyaroze-europe.com> <8u3ntuSglp8@www.netyaroze-europe 
-com> <3A07EB84.49E7F6C4@scee.net> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


Paul Holman <Paul_Holman@scee.net> writes: 


Small problem ... PS2 lacks a serial port for "link cable" to PC. 


The PS1 processor is effectively the I/O controller, and thus in PS1 mode it 
wouldn't be possible to turn the USB port into a serial type connection :-( 


> 
> 
> 
> 


But a PS2 Action Replay / XPlorer / etc. would work... as long as the 
Yaroze disc boots and is happy with the dongle..? 


Toby. 
—-MESSAGE FILE 7166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05892 


—-MESSAGE FILE 7167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005893 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: 08 Nov 2000 10:21:03 +1100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <85em0n4bds.fsf_-_@foo.mel.vet.com.au> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"Derek da Silva" <dasi@eidosnet.co.uk> writes: 
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Hi 
http://195.92.178.248/cfdocs/site/news/cvgnewstemp.cfm?sid=811 


> 
> 
> 
> 
> Is this the reason European PS2s will include YABASIC :-) 
> 

> 


Derek da Silva 


In Australia we basically get the European releases (cos we're PAL) 
but does anyone know for sure if we'll get yabasic? 


Toby. 
-—-MESSAGE FILE 7167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05893 


—-MESSAGE FILE 7168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005894 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TransMatrix() Function 

Date: Tue, 7 Nov 2000 18:37:24 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <8ua7ho$894@www.netyaroze-europe. com> 
References: <8ualad$893@www.netyaroze-europe.com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Never mind, should have tested it before I wrote that posts. It isa 
straight copy 


Nathan 


"Nathan Miller" <nmiller@hot.rr.com> wrote in message 

news: 8ualad$893@www.netyaroze-europe.com... 

> Does TransMatrix just add to the translation value or does it also rotate 
the translation value? 


a 
I.E. 


TransMatrix(MATRIX *m, VECTOR *v) 


m->t[0] += v.vx; 
m->t[1] += v.vy; 
m->t[2] += v.vz; 
} 

or 


TransMatrix (MATRIX *m, VECTOR *v) 
{ 
m->t [0] += v.vx*m[0] [0] + v.vy*m[1] [0] + v.vz*m[2] [0]; 


ՅՇԵ..... 


) 
Thanks, 


nathan 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 7168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05894 
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—-MESSAGE FILE 7169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005895 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bitmap Brothers game tutorial 

Date: Wed, 8 Nov 2000 08:08:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8ub26c$8mk1@www.netyaroze-europe. com> 
References: <8qabng$d8f3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Has anyone checked this out yet? I might pick me up the November issue 
today... 


George 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 8qabng$d8f3@chuka.playstation.co.uk... 

> http://www.pcformat.co.uk/news/detail.asp?id=23679 
> 

> How cool is that? 

> 

> 


—-MESSAGE FILE 7169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05895 


—-MESSAGE FILE 7170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005896 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bitmap Brothers game tutorial 

Date: Wed, 8 Nov 2000 09:58:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <8ub84tS$8mk2@www.netyaroze-europe. com> 

References: <8qabng$d8f3@chuka.playstation.co.uk> <8ub26cS$8mk1l@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: usrl1685-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


> Has anyone checked this out yet? I might pick me up the November issue 
> today... 


Yeah. There's very little in the actual magazine - just instructions on how 
to set up the compiler and other tools and a Bitmap Brothers interview. On 
the disc there's a general purpose 2D library; the C++ source is included 
for those who want to tinker, but they'll be concentrating on the game code 
in the tutorials, the first part of which is a short test program (a 
starfield plus sprites moving up the screen). 


The design document and graphics for the project are also included which is 
nice. But no sound or music yet. 


I'm in the process of converting the 2D lib to yaroze (it's a good excuse to 
learn C++), and the parts necessary to run the first test program are almost 
done. I'll try to update my site before the next issue comes out on the 
Toth- 
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Derek da Silva 


> George 


-—-MESSAGE FILE 7170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05896 


-—-MESSAGE FILE 7171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005897 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bitmap Brothers game tutorial 

Date: Wed, 8 Nov 2000 20:16:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8uccacS8mk3@www.netyaroze-europe. com> 

References: <8qabng$d8f3@chuka.playstation.co.uk> <8ub26cS$8mk1l@www.netyaroze-europe. 
com> <8ub84t$8mk2@www.netyaroze-europe. com> 

NNTP-Posting-Host: tnt-—5-170.easynet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Download the design document here: 
http://www.netyaroze-europe.com/~tomaandi/ftp/xenon_design.zip 


D da Silva 


--MESSAGE FILE 7171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05897 


—-MESSAGE FILE 7172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005898 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BASIC tax dodge 

Date: 11 Nov 2000 08:01:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c04bb5$8d31£880$c1301bd4@pal-—s-—omnibook> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> 
NNTP-Posting-Host: parisll-nas5-48-193.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Sony's attitude is rather ridiculous here. Their clearly market the PS2 as 
a "console" (in France at least). Their ads state this is a "console", not 
a "computer" at all. Hence, if they achieve to get the "computer" status by 
filing a suit, I hope someone will take the time to sue them back for false 
advertising. 


However, I cant see how consoles and computers could be distinguished... 
oh, yes : consoles do their job ;). 


—-MESSAGE FILE 7172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05898 
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-—-MESSAGE FILE 7173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005899 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: 11 Nov 2000 08:10:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01c04bb6$b515a6c0$c1301bd4@pal-—s-—omnibook> 
References: <8u286o0Skhil@www.netyaroze-europe. com> 
NNTP-Posting-Host: parisll-nas5-—48-193.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm definitely "continuing" work on NY. I do not have much time these days, 
but expect to see some output before the end of the 3rd millenium. 
I check the NG from time to time. 


-—-MESSAGE FILE 7173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05899 


—-MESSAGE FILE 7174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005900 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: Sat, 11 Nov 2000 11:58:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8ukimpS9hd1l@www.netyaroze-europe. com> 

References: <8u2860Skhil@www.netyaroze-europe.com> <01c04bb6$b515a6c0$c1301bd4@pal-s 
-omnibook> 

NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yep, I check them almost everyday and wonder the same thing :-) 
Nathan 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c04bb6$b515a6c0$c1301bd4@pal-—s-omnibook... 

> I'm definitely "continuing" work on NY. I do not have much time these 
days, 

> but expect to see some output before the end of the 3rd millenium. 

> I check the NG from time to time. 

> 


—-MESSAGE FILE 7174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05900 


—-MESSAGE FILE 7175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005901 

Path: chuka.playstation.co.uk!news 

From: "James" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone home? 

Date: Mon, 13 Nov 2000 08:55:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8uo0a24Searl@www.netyaroze-europe. com> 

References: <8u286o0Skhil@www.netyaroze-europe.com> <01c04bb6$b515a6c0$c1301bd4@pal-s 
-omnibook> <8uklmp$ 9hd1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: nsl.dunlops.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Just cathcing up with all the info! 


James 


Nathan Miller <nmiller@hot.rr.com> wrote in message 
news: 8uklmp$9hd1l@www.netyaroze-europe.com... 
> Yep, I check them almost everyday and wonder the same thing :-) 


Nathan 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c04bb6$b515a6c0$c1301bd4@pal-—s-omnibook... 

> I'm definitely "continuing" work on NY. I do not have much time these 
days, 

> but expect to see some output before the end of the 3rd millenium. 

> I check the NG from time to time. 

> 


VVVVVVVVVV VV 


-—-MESSAGE FILE 7175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05901 


—-MESSAGE FILE 7176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005902 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: Mon, 13 Nov 2000 13:47:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3A0FF10E.BDBAD271@scee.net> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> <85em0n4bds.fsf_-_@foo.mel.vet.com.au> 

NNTP-Posting-Host: 43.194.204.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 


Yes, Australia will get Yabasic too.... 


Incidentally, both our opposite numbers in the US and Japan are looking 
at the inclusion of Yabasic too. 


Paul 

Prof. Frink wrote: 

"Derek da Silva" <dasi@eidosnet.co.uk> writes: 

Hi 
http://195.92.178.248/cfdocs/site/news/cvgnewstemp.cfm?sid=811 


Is this the reason European PS2s will include YABASIC :-) 


VV V V V V V 


Derek da Silva 


In Australia we basically get the European releases (cos we're PAL) 
but does anyone know for sure if we'll get yabasic? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Toby. 


—-MESSAGE FILE 7176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05902 
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-—-MESSAGE FILE 7177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005903 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BASIC tax dodge 

Date: Mon, 13 Nov 2000 13:49:38 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3A0FF172.6F244546@scee.net> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> <3A07EAE9.19DA27F5@scee.net> <8u9pfiS892@www.netyaroze-—europe.com> 
NNTP-Posting-Host: 43.194.204.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 


I suppose much interest from the group here came because the majority 
of people has joined after Net Yaroze experiences - and Yabasic is also 
another European origined program - see http://www.yabasic.de/.. 


Net Yaroze was much more popular in Europe than the US, and we see 
Yabasic being its mass market child... 


Paul 


Derek da Silva wrote: 


> > I think its more that the machine will be positioned as a home 

> > entertainment computer because it will have a hard disc ç 

> etc. It's just a little odd Europe should get such a nice feature 

> before everyone else. I'm quite looking forward to it .. . D da 

> Silva http://www.dailyradar.co.uk/published/news/game_news_1243.html "That 
> would be a shame, as it genuinely is a nice program, and despite the 

> recent speculation, it wasn't designed with the classification issue 
> 
> 
> 
> 
> 
> 


in mind," said a spokesperson for Sony. "It was designed to give 
everyone the opportunity to create basic programs and demos on their 
PS2, regardless of their technical or programming background. With the 
success of Net Yaroze, we wanted to make that concept available to a 
much wider audience, in a much more user-friendly and cost effective 
manner." 


—-MESSAGE FILE 7177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05903 


—-MESSAGE FILE 7178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005904 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: Mon, 13 Nov 2000 20:34:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <8upj98Sedrl@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gmSdb43@www.netyaroze-europe.c 
om> <85em0n4bds.fsf_-_@foo.mel.vet.com.au> <3A0FF10E.BDBAD271@scee.net> 
NNTP-Posting-Host: 212.187.222.131 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


So how would that work? Since they have already got their PS2's, you can't 
bundle it with the console. 
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Bob 
bob@shand.org.uk 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news: 3A0FF10E.BDBAD271@scee.net... 
> Yes, Australia will get Yabasic too.... 


Incidentally, both our opposite numbers in the US and Japan are looking 
at the inclusion of Yabasic too. 


Paul 


Prof. Frink wrote: 


v 


"Derek da Silva" <dasi@eidosnet.co.uk> writes: 
Hi 
http://195.92.178.248/cfdocs/site/news/cvgnewstemp.cfm?sid=811 


Is this the reason European PS2s will include YABASIC :-) 


VV V V V V V 


Derek da Silva 


In Australia we basically get the European releases (cos we're PAL) 
but does anyone know for sure if we'll get yabasic? 


VVVVVVVVVVV VV 


Toby. 


VVVVVVVVVVVV VV VV VV VV VV N 


—-MESSAGE FILE 7178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05904 


—-MESSAGE FILE 7179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005905 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: Mon, 13 Nov 2000 16:17:25 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8upp31Sedr2@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> <85em0n4bds.fsf_-_@foo.mel.vet.com.au> <3A0FF10E.BDBAD271@scee.net> <8up j98Sedr1 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8upj98Sedrl@www.netyaroze-europe.com... 

> So how would that work? Since they have already got their PS2's, you 
can't 

> bundle it with the console. 


Stick it on the official magazine coverdisk. 


—-MESSAGE FILE 7179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05905 


-—-MESSAGE FILE 7180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005906 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: Wed, 15 Nov 2000 13:01:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3A128921.8A9E85BA@scee.net> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> <85em0n4bds.fsf_-_@foo.mel.vet.com.au> <3A0FF10E.BDBAD271@scee.net> <8upj98Sedrl1 
@www.netyaroze-europe.com> <8upp31Sedr2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 


Precisely :-) 


The US has an "Underground" disc as well, and there other magazine style 
discs in Japan. Its also a way for us to distribute updates 


Paul 
Brian Baird wrote: 


> "ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

> news: 8upj98Sedrl1l@www.netyaroze-europe.com... 

> > So how would that work? Since they have already got their PS2's, you 
> can't 

> > bundle it with the console. 

> 

> Stick it on the official magazine coverdisk. 


—-MESSAGE FILE 7180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05906 


—-MESSAGE FILE 7181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005907 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: Thu, 16 Nov 2000 00:17:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8uv84g$Sl1h61@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gm$db43@www.netyaroze-europe.c 
om> <85em0n4bds.fsf_-_@foo.mel.vet.com.au> <3A0FF10E.BDBAD271@scee.net> <8up j98Sedr1 
@www.netyaroze-europe.com> <8upp31Sedr2@www.netyaroze-europe.com> <3A128921.8A9E85BA 
@scee.net> 

NNTP-Posting-Host: host62-6-69-53.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news :3A128921.8A9E85BA@scee.net... 


> Precisely :-) 

> 

> The US has an "Underground" disc as well, and there other magazine style 
> discs in Japan. Its also a way for us to distribute updates 


and games created with it too? You could keep a small area of the disk 
for submissions. 
Give the general public a chance to have their own games panned by popular 
opinion ;0) 


J. 
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-—-MESSAGE FILE 7181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05907 


—-MESSAGE FILE 7182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005908 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yabasic in Australia? (was Re: BASIC tax dodge) 

Date: Thu, 16 Nov 2000 11:41:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <8v0h4t$8h1l@www.netyaroze-europe. com> 

References: <8siacj$9b2@chuka.playstation.co.uk> <8u77gmS$db43@www.netyaroze-europe.c 
om> <85em0n4bds.fsf_-_@foo.mel.vet.com.au> <3A0FF10E.BDBAD271@scee.net> <8upj98Sedr1 
@www.netyaroze-europe.com> <8upp31Sedr2@www.netyaroze-europe.com> <3A128921.8A9E85BA 
@scee.net> <8uv84g$lh61@www.netyaroze-europe. com> 

NNTP-Posting-Host: 212.187.142.81 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hrmmm... I've got an idea... you could call it "The Fame Game" I think 
that's got a nice ring to it ;0) 


Bob 


"James Rutherford" <hexheroes@writeme.com> wrote in message 

news: 8uv84g$lh61@www.netyaroze-europe.com... 

> "Paul Holman" <Paul_Holman@scee.net> wrote in message 
news :3A128921.8A9E85BA@scee.net... 


Precisely :-) 


> 

> 

>> 

>> 

> > The US has an "Underground" disc as well, and there other magazine style 
> > discs in Japan. Its also a way for us to distribute updates 

> 

> and games created with it too? You could keep a small area of the disk 
> for submissions. 

> Give the general public a chance to have their own games panned by popular 
> opinion ;0) 

> 

> 

> 

> 

> 

> 


J. 


—-MESSAGE FILE 7182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05908 


—-MESSAGE FILE 7183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005909 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: So who is getting a PS2 on launch? 

Date: Fri, 17 Nov 2000 11:13:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8v33t1$8i81@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.166.150 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Well I'm getting mine on the 24th. Anybody else out there getting theirs? 
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Bob 


—-MESSAGE FILE 7183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05909 


—-MESSAGE FILE 7184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005910 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Congrats to Sidhe 

Date: Fri, 17 Nov 2000 13:05:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8v3ae2$91j1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.166.150 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Check out http://www.xbox365.com/ktalk/974285683, 70315, .shtml 


Bob 


—-MESSAGE FILE 7184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05910 


—-MESSAGE FILE 7185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005911 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Fri, 17 Nov 2000 16:07:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8v319kS$9il@www.netyaroze-europe. com> 
References: <8v33t1S$8i81@www.netyaroze-europe.com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yes, and it's going straight onto E-BAY. If anyone wants to buy mine, let 
me 
know. Starting price is going to be £450. 


George 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8v33t1$8i81@www.netyaroze-europe.com... 

> Well I'm getting mine on the 24th. Anybody else out there getting theirs? 
> 

Bob 


VVVV 


-—-MESSAGE FILE 7185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05911 
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T 


--MESSAGE FILE 7186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005912 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Congrats to Sidhe 

Date: Fri, 17 Nov 2000 16:09:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8v3lgaS9i2@www.netyaroze-europe.com> 
References: <8v3ae2$91j1@www.netyaroze-europe.com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yep, I saw this also...hmmm an X-BOX version. Congrats to Mario and 
his team in New Zealand! 


George 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8v3ae2$91j1@www.netyaroze-europe.com... 

> Check out http://www.xbox365.com/ktalk/974285683, 70315, .shtml 
> 

Bob 


VVVVV 


—-MESSAGE FILE 7186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05912 


—-MESSAGE FILE 7187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005913 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Fri, 17 Nov 2000 16:41:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8v3n71S$9i3@www.netyaroze-europe. com> 
References: <8v33t1$8i81@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.157.34.72 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8v33t1$8i81@www.netyaroze-europe.com... 

> Well I'm getting mine on the 24th. Anybody else out there getting 
theirs? 

> 

> Bob 


Hopefully I will. I ordered mine through cex.co.uk, who didn't do it 
exactly the same as the high street retailers. I think they filled in 
all the forms to themselves. They claim they do all the admin 
themselves, so we don't have to worry. Good thing is they've pledged 
that if I don't get one by Christmas, I can get a refund and a free 
DVD Movie, or a chipped Japanese PS2... 


Rikki 


—-MESSAGE FILE 7187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05913 
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-—-MESSAGE FILE 7188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005914 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Fri, 17 Nov 2000 20:44:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <8v45df$S9i4@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-1-164-179.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


He said the 'C' word! George, do you have the gun ready? 


If only I had a bit more money i'd be trying to pick one up too. At least 
there isn't any software I really want at launch. 


Ngggg Timesplitters. 


Mattv 


Rikki Prince <rprince@dircon.co.uk> wrote in message 
news: 8v3n71$9i3@www.netyaroze-europe.com... 
> "ROBERT C SHAND" <bob@shand.org.uk> wrote in message 


news: 8v33t1$8i81@www.netyaroze-europe.com... 

> Well I'm getting mine on the 24th. Anybody else out there getting 
theirs? 

> 

> Bob 


Hopefully I will. I ordered mine through cex.co.uk, who didn't do it 
exactly the same as the high street retailers. I think they filled in 
all the forms to themselves. They claim they do all the admin 
themselves, so we don't have to worry. Good thing is they've pledged 
that if I don't get one by Christmas, I can get a refund and a free 
DVD Movie, or a chipped Japanese PS2... 


Rikki 


VVVVVVVVVVVVVV VV 


—-MESSAGE FILE 7188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05914 


—-MESSAGE FILE 7189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005915 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: 17 Nov 2000 23:47:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c050f0$a1d2e520$45361bd4@pal-—s-—omnibook> 
References: <8v33t1$8i81@www.netyaroze-europe. com> 
NNTP-Posting-Host: parisll-—nas8-54-69.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Sorry to say that here, but if I were to buy a console now, that would be a 
Dreamcast. I cant yet see any game that interests me on the PS2, except 
Fantavision. 
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Anyway, the price's much too high. 


—-MESSAGE FILE 7189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05915 


-—-MESSAGE FILE 7190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005916 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 00:36:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8v4j1d$9i5@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45df$9i4@www.netyaroze-europe. com> 

NNTP-Posting-Host: th-en138-225.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 8v45df$9i4@www.netyaroze-europe.com... 
> He said the 'C' word! George, do you have the gun ready? 


What??!! Cex?? ;) 


Rikki 


—-MESSAGE FILE 7190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05916 


—-MESSAGE FILE 7191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005917 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 00:44:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <8v4jdg$9i6@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <01c050f0$a1d2e520$45361bd4@pal-s 
—-omnibook> 

NNTP-Posting-Host: 212.187.142.133 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Yeah well it's another one on the collection. I must say if I didn't 
already have a Dreamcast then that would be my next buy. Just think I can 
spend all of this money on a PS2 now, 6 months down the line I can get GBA, 
then I have to save my pennies for XBox and GameCube.... then coming around 
full swing to the next Sega hardware (If they produce any). Just goes to 
show, that I'm destined never to have any money.... but plenty of games ;-) 


Bob 

"pal" <pal_news@hotmail.com> wrote in message 

news: 01c050f0$a1d2e520$45361bd4@pal-—s-omnibook... 

> Sorry to say that here, but if I were to buy a console now, that would be 


Dreamcast. I cant yet see any game that interests me on the PS2, except 
Fantavision. 
Anyway, the price's much too high. 


Vv Vv v v Db 
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—-MESSAGE FILE 7191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05917 


-—-MESSAGE FILE 7192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005918 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 11:17:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8v5o0foSamfl@www.netyaroze-europe. com> 

References: <8v33t1S8i81@www.netyaroze-europe.com> <01c050f0Sa1d2e520S$45361bd4@pal-s 
-omnibook> 

NNTP-Posting-Host: usrl7-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Sorry to say that here, but if I were to buy a console now, that would be 
a 
> Dreamcast 


Yep. There's at least £300's worth of cool DC and N64 games coming out 


before Christmas! I'll wait a bit until there's a PS2 game I can't do 
without . . . nothing at launch looks 'crucial'. 
Derek :-) 


—-MESSAGE FILE 7192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05918 


—-MESSAGE FILE 7193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005919 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 12:42:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8v5tiéSamf2@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45dfS$9i4@www.netyaroze-europe.com> <8v4j1d$9i5@www.netyaroze-europe.com> 
NNTP-Posting-Host: host62-7-57-90.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


chipped 
Rikki Prince <rprince@dircon.co.uk> wrote in message 


news: 8v4j1d$9i5@www.netyaroze-europe.com... 
> "Matt Verran" <mverran@btinternet.com> wrote in message 


> news: 8v45df$9i4@www.netyaroze-europe.com... 

> > He said the 'C' word! George, do you have the gun ready? 
> 

> What??!! Cex?? ;) 

> 

> Rikki 

> 

> 


—-MESSAGE FILE 7193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05919 
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—-MESSAGE FILE 7194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005920 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 13:36:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8v600eSamf3@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45dfS$9i4@www.netyaroze-europe.com> <8v4j1d$9i5@www.netyaroze-europe.com> <8v 
5tiéSamf2@www.netyaroze-europe. com> 

NNTP-Posting-Host: th-gt145-001.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 8v5tié6éSamf2@www.netyaroze-europe.com... 
> chipped 


I know, hence the ';)'. Anyway, I don't particularly want a chipped 
Jap one, as it, as of now, will not play UK DVDs, and I'm not too 
interested in import games, so I'll most likely refuse the offer of a 
chipped Jap machine and wait until they get stock of UK PS2s... 


Rikki 


—-MESSAGE FILE 7194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05920 


—-MESSAGE FILE 7195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005921 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 16:25:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8v6éajlSamf4@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45dfS$9i4@www.netyaroze-europe.com> <8v4j1d$9i5@www.netyaroze-europe.com> <8v 
5tiéSamf2@www.netyaroze-europe.com> <8v60oceSamf3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-6-76-137.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I'm quite temped to try and get a US machine after xmas, although I really 
do want to have a go on Yabasic... 


Rikki Prince <rprince@dircon.co.uk> wrote in message 
news: 8v600eSamf 3@www.netyaroze-europe.com... 

> "Matt Verran" <mverran@btinternet.com> wrote in message 
news: 8v5tié6éSamf2@www.netyaroze-europe.com... 

> chipped 


I know, hence the ';)'. Anyway, I don't particularly want a chipped 
Jap one, as it, as of now, will not play UK DVDs, and I'm not too 
interested in import games, so I'll most likely refuse the offer of a 
chipped Jap machine and wait until they get stock of UK PS2s... 


Rikki 


VVVVVVVVV VV 
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—-MESSAGE FILE 7195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05921 


-—-MESSAGE FILE 7196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005922 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Sat, 18 Nov 2000 21:52:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8vé6trilSnhjl@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45dfS$9i4@www.netyaroze-europe.com> <8v4j1d$9i5@www.netyaroze-europe.com> <8v 
5tiéSamf2@www.netyaroze-europe.com> <8v60ceSamf3@www.netyaroze-europe.com> <8v6ajlSa 
mf4@www.netyaroze-europe. com> 

NNTP-Posting-Host: th-gt142-211.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 8v6ajlSamf4@www.netyaroze-europe.com... 

> I'm quite temped to try and get a US machine after xmas, although I 
really 

> do want to have a go on Yabasic... 


Well I've heard that Sony want to release Yabasic in the US and Japan, 
so it will be available either on a free CD (maybe pay for P&P only) 
or for a small fee, or maybe on a magazine cover disc. And I think it 


will be available on UK demo discs, in case you do the untalked of and 
get it 'C'ed... ;) 
Rikki 


—-MESSAGE FILE 7196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05922 


-—-MESSAGE FILE 7197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005923 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bits ps2 special 

Date: Sun, 19 Nov 2000 01:10:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8v79bqSnhj2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-125-167.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Just saw that Bits Super Console Tour thing on C4. God it was terrible, I 
think it must have been filmed ages ago or something. Didn't mention GT2000 
is now GT3, and had Munch's Odyssee as 3rd most anticipated title and it's 
been cancelled for ps2 now has it not? And it was far from critical, more 
like an extended advert. 


It was interesting to see how "members of the public" hold/use their joypads 


tho... 


—-MESSAGE FILE 7197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05923 
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—-MESSAGE FILE 7198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005924 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bits ps2 special 

Date: Sun, 19 Nov 2000 10:35:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8v8aet$77sl@www.netyaroze-europe. com> 
References: <8v79bqSnhj2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1896-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I missed the programme last night, but did you see the show a while back 
when they reviewed Power Stone 2 and referred to it throughout the review as 
a PlayStation 2 game? PS2 . . . Power Stone 2 . . . it's so easy to get 
confused. 


> Just saw that Bits Super Console Tour thing on C4. God it was terrible, I 
> think it must have been filmed ages ago 


-—-MESSAGE FILE 7198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05924 


—-MESSAGE FILE 7199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005925 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bits ps2 special 

Date: Sun, 19 Nov 2000 22:12:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <8v9j31S77s2@www.netyaroze-europe. com> 

References: <8v79bqSnhj2@www.netyaroze-europe.com> <8v8aet$77sl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.122.162.169 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I think the girls distract me -- I can never remember anything about what 
was on Bits after it's finished. I must be in some sort of trance the whole 
time I'm watching it. 


Oh well. 


Jon. 


—-MESSAGE FILE 7199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05925 


-—-MESSAGE FILE 7200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005926 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bits ps2 special 
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Date: Sun, 19 Nov 2000 22:28:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8v9k71$S77s3@www.netyaroze-europe. com> 
References: <8v79bq$nhj2@www.netyaroze-europe.com> <8v8aet$77sl@www.netyaroze-europe 
.com> <8v9331S$77s2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-98-20.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Maybe you've figured out how it's *supposed* to be watched, Me and Derek 
have been foolishly trying to actually get game news from it :) 


Jon Prestidge (Moose) <jon@surfed.to> wrote in message 

news: 8v9j331S77s2@www.netyaroze-europe.com... 

> I think the girls distract me -- I can never remember anything about what 
> was on Bits after it's finished. I must be in some sort of trance the 
whole 

> time I'm watching it. 

> 


Oh well. 


> 
> 
> Jon. 
> 
> 


—-MESSAGE FILE 7200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05926 


-—-MESSAGE FILE 7201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005927 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Mon, 20 Nov 2000 15:37:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <8vbgkuS$fall@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71S9i3@www.netyaroze-europe. 
com> <8v45df$9i4@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I got a pre-order through work (£50 off retail) and I might get another 
one for free (SCEE X-mas gift). So, I do plan to sell them both :) 
Yes, I'm a scrooge! 


P.S. I'm getting TimeSplitters for free (I did support for Free Radical on 
this title) 


George 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 8v45df$9i4@www.netyaroze-europe.com... 

> He said the 'C' word! George, do you have the gun ready? 

> 

> If only I had a bit more money i'd be trying to pick one up too. At 
least 

> there isn't any software I really want at launch. 


> 
> Ngggg Timesplitters. 
> 
> 
> 


Mattv 


Net 


> 


VVVVVVVVVVVV VV VV VV VV VV V 
VVVVVVVVVVVVVV VV 
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Rikki Prince <rprince@dircon.co.uk> wrote in message 
news: 8v3n71$9i3@www.netyaroze-europe.com... 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8v33t1$8i81@www.netyaroze-europe.com... 

> Well I'm getting mine on the 24th. Anybody else out there getting 
theirs? 

> 

> Bob 


Hopefully I will. I ordered mine through cex.co.uk, who didn't do it 
exactly the same as the high street retailers. I think they filled in 
all the forms to themselves. They claim they do all the admin 
themselves, so we don't have to worry. Good thing is they've pledged 
that if I don't get one by Christmas, I can get a refund and a free 
DVD Movie, or a chipped Japanese PS2... 


Rikki 


—-MESSAGE FILE 7201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05927 


—-MESSAGE FILE 7202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005928 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Mon, 20 Nov 2000 17:44:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 


Lines: 18 


Message-ID: <8vbnurSfal2@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45dfS$9i4@www.netyaroze-europe.com> <8vbgkuS$fall@www.netyaroze-europe.com> 
NNTP-Posting-Host: 194.88.83.78 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Yeah.. yeah.. yeah. Just rub salt in the wound, why don't you <g> 


Bob 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 8vbgkuS$fall@www.netyaroze-europe.com... 


> I got a pre-order through work (£50 off retail) and I might get another 
> one for free (SCEE X-mas gift). So, I do plan to sell them both :) 

> Yes, I'm a scrooge! 

> 

> P.S. I'm getting TimeSplitters for free (I did support for Free Radical 
on 

> this title) 

> 

> George 


—-MESSAGE FILE 7202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05928 


—-MESSAGE FILE 7203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005929 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Mon, 20 Nov 2000 18:45:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8vbrieSfal3@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8v3n71$9i3@www.netyaroze-europe. 
com> <8v45df$9i4@www.netyaroze-europe.com> <8vbgku$fall@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-1-171-221.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


And telling us this is supposed to make you more endearing? :) 


George Bain <ps_yaroze@scee.net> wrote in message 
news: 8vbgkuS$fall@www.netyaroze-europe.com... 
> I got a pre-order through work (£50 off retail) and I might get another 


> one for free (SCEE X-mas gift). So, I do plan to sell them both :) 

> Yes, I'm a scrooge! 

> 

> P.S. I'm getting TimeSplitters for free (I did support for Free Radical 
on 

> this title) 

> 

> George 


—-MESSAGE FILE 7203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05929 


—-MESSAGE FILE 7204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005930 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A prediction for Friday 24th. 

Date: Tue, 21 Nov 2000 00:53:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8vcgo0Snmt1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: m303-mpl-cvx3c.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Ok, so just call me confusius, or simply confused, but I have a prediction 
for Friday 24th Novemeber. 


Now, we all know what day that is right? (For the slow it's PS2 launch day) 
So here is my prediction. 


MicroSoft will make a HUGE announcment on friday. It will consist of a 
hugely expensive campain, bringing their new console Y-Fronts, Sorry, 
X-Boxers....no X-Box that's it, to the attention of joe public. They will 
probably unveil the long awaited 'final design' (sniggering loudly from MS 
Beta testers will be aloud, sorry allowed!). All in an attempt to steal the 
thunder from Sony. 


Remember where you heard that first! 


-Kenny 


--MESSAGE FILE 7204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05930 
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--MESSAGE FILE 7205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005931 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Oh yeah, nearly forgot. 

Date: Tue, 21 Nov 2000 00:59:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <8vch30Snmt2@www.netyaroze-europe. com> 
NNTP-Posting-Host: m303-mpl-cvx3c.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Microsoft have had their cheque book out again. 
They are currently snapping up all the developers, Naughty Dog, Cerny, 
Munchworld etc, all signed up for 'exclusive' X-Box only deals. 


Now why would anyone want to cut off their one source of income for a 
console that doesn't launch for another year? Because they are being paid 
to! That leaves Sony with a dilema. They can either pay even bigger bucks to 
keep the best developers, or reduce the cost of the development and 
licensing system and let some lesser quality developers release some lesser 
quality works. 


Discuss! (ie, I am playing devil's advocate here! So please don't flame me! 
Unless your name is Spyro) 


-Kenny 


.ps. Is it just me or are their LOADS of Crash Bandicoot symbols, shapes, 
animations (especially death animations) and sounds in the new Spyro: Year 
of the dragon. 


--MESSAGE FILE 7205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05931 


--MESSAGE FILE 7206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005932 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Oh yeah, nearly forgot. 

Date: Tue, 21 Nov 2000 10:24:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <8vdijg$nmt3@www.netyaroze-europe.com> 
References: <8vch30$nmt2@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-123-61-54.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Sega arn't missing the opportunity either: 


http://www.wired.com/news/photo/0,1860,40170,00.html 


Kenny <littlebrother@bigfoot.com> wrote in message 
news: 8vch30Snmt2@www.netyaroze-europe.com... 

> Microsoft have had their cheque book out again. 
> They are currently snapping up all the developers, Naughty Dog, Cerny, 
> Munchworld etc, all signed up for 'exclusive' X-Box only deals. 

> 
> 


Now why would anyone want to cut off their one source of income for a 
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> console that doesn't launch for another year? Because they are being paid 
> to! That leaves Sony with a dilema. They can either pay even bigger bucks 
to 
> keep the best developers, or reduce the cost of the development and 
> licensing system and let some lesser quality developers release some 
lesser 

> quality works. 


> 

> Discuss! (ie, I am playing devil's advocate here! So please don't flame 
me! 

> Unless your name is Spyro) 

> 

> -Kenny 

> 

> .ps. Is it just me or are their LOADS of Crash Bandicoot symbols, shapes, 
> animations (especially death animations) and sounds in the new Spyro: Year 
> of the dragon. 

> 

> 


—-MESSAGE FILE 7206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05932 


-—-MESSAGE FILE 7207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005933 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Oh yeah, nearly forgot. 

Date: Tue, 21 Nov 2000 18:11:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <8vedidSjocl@www.netyaroze-europe.com> 

References: <8vch30Snmt2@www.netyaroze-europe.com> <8vdijgSnmt 3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m9l-mpl-cvxlb.ren.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yeah, people like MS and SEGA are confusing supply with demand. 
Just because supply out strips demand by a huge factor, does not make the 
launch a failure. 


How can 5 million units already shipped, 500,000 being shipped on the 24th 
acrosee europe (mine is one of them!) and 500,000 a month in the US be 
called a 'difficulty' - Nice problem to have! 

-K 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 8vdijg$nmt 3@www.netyaroze-europe.com... 
> Sega arn't missing the opportunity either: 


v 


http://www.wired.com/news/photo/0,1860,40170,00.html 


Kenny <littlebrother@bigfoot.com> wrote in message 

news: 8vch30Snmt2@www.netyaroze-europe.com... 

Microsoft have had their cheque book out again. 

They are currently snapping up all the developers, Naughty Dog, Cerny, 
Munchworld etc, all signed up for 'exclusive' X-Box only deals. 


v 


Now why would anyone want to cut off their one source of income for a 
> console that doesn't launch for another year? Because they are being 


VVVVVVVVVVV VV 


> > to! That leaves Sony with a dilema. They can either pay even bigger 
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to 

> keep the best developers, or reduce the cost of the development and 
> licensing system and let some lesser quality developers release some 
lesser 

> quality works. 

> 

> Discuss! (ie, I am playing devil's advocate here! So please don't flame 
me! 

> Unless your name is Spyro) 

> 

> -Kenny 

> 

> .ps. Is it just me or are their LOADS of Crash Bandicoot symbols, 
hapes, 
> > animations (especially death animations) and sounds in the new Spyro: 
ear 

> of the dragon. 

> 

> 


HNVVVVVVVVV VV VV 


VV VV V < 


—-MESSAGE FILE 7207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05933 


—-MESSAGE FILE 7208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005934 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Tue, 21 Nov 2000 20:20:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <8vel9eSjoc2@www.netyaroze-europe. com> 
References: <8v33t1$8i81@www.netyaroze-europe.com> 
NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


"llo all, 


I've had a US PS2 pre-ordered since October 1999 at www.tronixweb.com 
and I *still* haven't got it yet! =( I'm not too fussed as the only PS2 
games I want before Xmas are SSX and Mr Driller (yes, I know it's a Ք51 
game, but it's sooo fun). Timesplitters is OK, but I played it a few weeks 
ago and compared to recent PC titles like NOLF or even Half-Life mods it 
looks pretty primitive (I'm sure it's fun but... not sexy enough I'm 
afraid). I found the Timesplitters controls *horrible*, and as for the 
textures... I can hear Dave Doak going "More VRAM, please!" as I type this. 
=) 


The Dreamcast and N64 have an incredible Xmas lineup this year - the DC 
especially with Shenmue, MSR and Jet Set Radio. The new Zelda game is better 
than the last one IMHO (much darker, harder and more involving) and 
Banjo-Tooie looks like the best Rare platformer yet. If it wasn't for the 
much-needed DVD playback (I *hate* watching movies on my PC) I couldn't 
really care less if my PS2 arrived before Xmas... but I have to watch 
Gladiator and Se7en: Platinum Edition on Boxing Day, don't I? =) 


As for my decision to go NTSC, well, I gave up on PAL consoles a long 
time ago. Take a look at "widescreen" PAL Ridge Racer 5 and "bullet-time" 
PAL Tekken Tag for perfect examples why... I hardly own any 50Hz games on 
any format and all my DVDs are Region 1 too so that's not a problem. At 
least all this US gear will make moving easy for me when I get a job at 
Lucasarts *dreamy sigh* =) 
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PS Look for an article on the Net Yaroze in next month's EDGE, due out 
29/11! 


-—-MESSAGE FILE 7208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05934 


—-MESSAGE FILE 7209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005935 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Tue, 21 Nov 2000 15:07:47 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <8veo06Sjoc3@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8vel9eSjoc2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 8vel9eS joc2@www.netyaroze-europe.com... 
> 'llo all, 


I've had a US PS2 pre-ordered since October 1999 at www.tronixweb.com 
and I *still* haven't got it yet! =( I'm not too fussed as the only PS2 
games I want before Xmas are SSX and Mr Driller (yes, I know it's a Ք51 
game, but it's sooo fun). Timesplitters is OK, but I played it a few weeks 
ago and compared to recent PC titles like NOLF or even Half-Life mods it 
looks pretty primitive (I'm sure it's fun but... not sexy enough I'm 
afraid). I found the Timesplitters controls *horrible*, and as for the 
textures... I can hear Dave Doak going "More VRAM, please!" as I type 
this. 
> =) 


VVVVVVVVV 


Tronix, as an independent retailer, are waaaay down the pecking order for 
PS2 machines in the US. Mr.Driller's out on the Dreamcast y'know, and is 
very very good. 


> The Dreamcast and N64 have an incredible Xmas lineup this year - the 
DC 

> especially with Shenmue, MSR and Jet Set Radio. The new Zelda game is 
better 

> than the last one IMHO (much darker, harder and more involving) and 
Banjo-Tooie looks like the best Rare platformer yet. If it wasn't for the 
much-needed DVD playback (I *hate* watching movies on my PC) I couldn't 
really care less if my PS2 arrived before Xmas... but I have to watch 
Gladiator and Se7en: Platinum Edition on Boxing Day, don't I? =) 


N MMS A U N 


There are sooo many good games out right now for the DC. Funny fact - I just 
got a N64 this week for the first time. Her indoors is addicted to Mario 
Party & insisted. 


> PS Look for an article on the Net Yaroze in next month's EDGE, due out 
> 29/11! 


Cool. 


—-MESSAGE FILE 7209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05935 


—-MESSAGE FILE 7210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005936 
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Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Wed, 22 Nov 2000 00:45:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <8vf4jsSjoc4@www.netyaroze-europe.com> 
References: <8v33t1$8i81@www.netyaroze-europe.com> 
NNTP-Posting-Host: m27-mpl-cvxlb.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Me! I've got my letter, my 'limited edition' PS2 Brochure and my wad of used 
drinking vouchers! 
Is it friday yet? ;-) 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8v33t1$8i81@www.netyaroze-europe.com... 

> Well I'm getting mine on the 24th. Anybody else out there getting theirs? 
> 

Bob 


VVVV 


—-MESSAGE FILE 7210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05936 


-—-MESSAGE FILE 7211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005937 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Wed, 22 Nov 2000 14:46:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <8vgmdv$7ail@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8vel9eSjoc2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I still don't understand why people pre-order anything...surely you could 
have waited Nick :) 


George 
"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 


news: 8vel9eS joc2@www.netyaroze-europe.com... 
> 'llo all, 


I've had a US PS2 pre-ordered since October 1999 at www.tronixweb.com 
and I *still* haven't got it yet! =( I'm not too fussed as the only PS2 
games I want before Xmas are SSX and Mr Driller (yes, I know it's a Ք51 
game, but it's sooo fun). Timesplitters is OK, but I played it a few weeks 
ago and compared to recent PC titles like NOLF or even Half-Life mods it 
looks pretty primitive (I'm sure it's fun but... not sexy enough I'm 
afraid). I found the Timesplitters controls *horrible*, and as for the 
textures... I can hear Dave Doak going "More VRAM, please!" as I type 

his. 
=) 


The Dreamcast and N64 have an incredible Xmas lineup this year - the 


OVVVAVVVVVVV VV 
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> especially with Shenmue, MSR and Jet Set Radio. The new Zelda game is 
better 

> than the last one IMHO (much darker, harder and more involving) and 
Banjo-Tooie looks like the best Rare platformer yet. If it wasn't for the 
much-needed DVD playback (I *hate* watching movies on my PC) I couldn't 
really care less if my PS2 arrived before Xmas... but I have to watch 
Gladiator and Se7en: Platinum Edition on Boxing Day, don't I? =) 


As for my decision to go NTSC, well, I gave up on PAL consoles a long 
time ago. Take a look at "widescreen" PAL Ridge Racer 5 and "bullet-time" 
PAL Tekken Tag for perfect examples why... I hardly own any 50Hz games on 
any format and all my DVDs are Region 1 too so that's not a problem. At 
least all this US gear will make moving easy for me when I get a job at 
Lucasarts *dreamy sigh* =) 


Nick F 


PS Look for an article on the Net Yaroze in next month's EDGE, due out 
29/11! 


VVVVVVVVVVVVVVVV VV VV 


-—-MESSAGE FILE 7211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05937 


—-MESSAGE FILE 7212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005938 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Wed, 22 Nov 2000 14:56:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8vgmkc$7ai2@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8vel9eSjoc2@www.netyaroze-europe 
.com> <8vgmdv$7ail@www.netyaroze-europe.com> 

NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> I still don't understand why people pre-order anything...surely you could 
> have waited Nick :) 


Or got a job at SCEE... it probably would have been easier! ;) 


N 


-—-MESSAGE FILE 7212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05938 


—-MESSAGE FILE 7213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005939 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Net Yaroze (repairs reminder) 

Date: Wed, 22 Nov 2000 14:53:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <8vgmrc$7ai3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
Xref: chuka.playstation.co.uk scee.yaroze.announce:261 scee.yaroze.freetalk.english: 
5939 


Hi all, 


The one year gaurentee for Net Yaroze machines has been over for some time. 
If you want your 

Net Yaroze repaired, then you should contact the PlayStation Care Line at 
0990-998-877. They will 

most likely charge for any repairs that are needed. 


http://www.netyaroze-europe.com/yaroze/problems/guarent -htm 
Regards, 


George 


-—-MESSAGE FILE 7213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05939 


—-MESSAGE FILE 7214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005940 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: So who is getting a PS2 on launch? 

Date: Wed, 22 Nov 2000 17:57:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <8vhle0S7ai4@www.netyaroze-europe. com> 

References: <8v33t1$8i81@www.netyaroze-europe.com> <8vel9eSjoc2@www.netyaroze-europe 
.com> <8vgmdv$7ail@www.netyaroze-europe.com> <8vgmkc$7ai2@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr1748-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Or got a job at SCEE... it probably would have been easier! ;) 


It sure would. My local store (part of a small independent chain + mail 
order arm) took 40 pre-orders up to and including September. Their launch 
day allocation is just 6 units 


Derek "oops, wrong button" da Silva 


-—-MESSAGE FILE 7214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05940 


—-MESSAGE FILE 7215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005941 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Re: Net Yaroze (repairs reminder) 

Date: Wed, 22 Nov 2000 22:37:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8vhhnrSrjil@www.netyaroze-europe.com> 
References: <8vgmrc$7ai3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-147-64.btinternet.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.announce:262 scee.yaroze.freetalk.english: 
5941 


Good to know it can be fixed though if it goes wrong, all the same. 


Cheers, 
Jon 


—-MESSAGE FILE 7215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05941 


—-MESSAGE FILE 7216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005942 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Got my PS2! 

Date: Thu, 23 Nov 2000 18:23:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <8vjnm3Sqqml@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


) 


George 


-—-MESSAGE FILE 7216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05942 


—-MESSAGE FILE 7217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005943 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Thu, 23 Nov 2000 19:33:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8vjrevSqqm2@www.netyaroze-europe. com> 
References: <8vjnm3S$qqml@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-140-192.jakinternet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


you complete swine, I think it's soo unfair. I think we should have a 
petition making all Sony employees who have got a PS2 early, stand out in 
the freezing cold for two hours at midnight in Dundee... just like I've got 


to tonight ;0) 

Bob "Warm at the moment, but freezing my balls of at midnight" Shand 
"George Bain" <ps_yaroze@scee.net> wrote in message 

news: 8vjnm3S$qqml@www.netyaroze-europe.com... 


> : ) 


George 


V V V V 
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> 


—-MESSAGE FILE 7217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05943 


-—-MESSAGE FILE 7218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005944 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 01:40:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <8vkgt2Sqqm3@www.netyaroze-europe. com> 

References: <8vjnm3Sqqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: user-140-108.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yeah I got mine now... wahooo. Initial impressions.... I like it. I'm very 
impressed with the DVD playback. Right now I'm off to go and play 
TimeSplitters. 


Bob "Happy and warming up" Shand 


PS - I only had to queue for about 10mins....... and was first in Dundee. 
(Is that cool or very sad???) 

"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 8vjrevS$qqm2@www.netyaroze-europe.com... 


> you complete swine, I think it's soo unfair. I think we should have a 
> petition making all Sony employees who have got a PS2 early, stand out in 
> the freezing cold for two hours at midnight in Dundee... just like I've 
got 

> to tonight ;0) 


Bob "Warm at the moment, but freezing my balls of at midnight" Shand 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 8vjnm3$qqml@www.netyaroze-europe.com... 
> : ) 


George 


VVVVVVVVVVV VV 
V V V V V 


—-MESSAGE FILE 7218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05944 


--MESSAGE FILE 7219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005945 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.announce,scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze (repairs reminder) 

Followup-To: scee.yaroze.announce 

Date: 24 Nov 2000 18:05:33 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8566ldkfya.fsf@foo.mel.vet.com.au> 

References: <8vgmrc$7ai3@www.netyaroze-europe.com> <8vhhnrSrjil@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: foo.mel.vet.com.au 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:263 scee.yaroze.freetalk.english: 
5945 


"Jon Prestidge (Moose)" <jon@surfed.to> writes: 


> Good to know it can be fixed though if it goes wrong, all the same. 
> 


Yeah, if you're in the UK... lucky the PSX is a sturdy little 
bugger. :) 


Toby. 


—-MESSAGE FILE 7219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05945 


-—-MESSAGE FILE 7220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005946 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 08:39:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <8v1l9tfS$qohl@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
-com> <8vkgt2$qqm3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


How many were in line? Which store? 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 
news: 8vkgt2Sqqm3@www.netyaroze-europe.com... 
> Yeah I got mine now... wahooo. Initial impressions.... I like it. I'm 
very 
impressed with the DVD playback. Right now I'm off to go and play 
TimeSplitters. 


PS - I only had to queue for about 10mins....... and was first in Dundee. 


> 
> 
> 
> Bob "Happy and warming up" Shand 
> 
> 
> (Is that cool or very sad???) 


—-MESSAGE FILE 7220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05946 


—-MESSAGE FILE 7221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005947 

Path: chuka.playstation.co.uk!news 

From: bob@shand.org.uk (ROBERT C SHAND) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 09:59:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3ale3b88.95813772@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfSqohl@www.netyaroze-europe. com> 
NNTP-Posting-Host: is2930.tay.ac.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 
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On Fri, 24 Nov 2000 08:39:22 -0000, "George Bain" <ps_yaroze@scee.net> 
wrote: 


It was Game Dundee. 


I got there at about 20 past 11, and was the first there. The staff 
let me int to warm up. So I just chatted and looked at the games etc. 


Then I had to wait until 12:01 until they could actually put it thru 
the tills. 


By 12, there was probably about 20 people... 


Bob "I'm bloody tired after playing TimeSplitters, and it doesn't help 
in the middle of maths" Shand 


>How many were in line? Which store? 

> 

>"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

>news: 8vkgt2Sqqm3@www.netyaroze-europe.com... 

>> Yeah I got mine now... wahooo. Initial impressions.... I like it. I'm 
>very 

>> impressed with the DVD playback. Right now I'm off to go and play 

>> TimeSplitters. 

>> 

>> Bob "Happy and warming up" Shand 

>> 

>> PS - I only had to queue for about 10mins....... and was first in Dundee. 
>> (Is that cool or very sad???) 


—-MESSAGE FILE 7221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05947 


—-MESSAGE FILE 7222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005948 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 10:49:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <8vlgufSqoh3@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfSqohl@www.netyaroze-europe. com> 
<3ale3b88 .95813772@www.netyaroze-europe. com> 

NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Congrats Bob, I reckon being the first in Dundee is pretty cool. Then 
again, I reckon my faded white RR4 t-shirt from the limited edition Jap box 
set is cool (so that shows what my opinion is worth). And you got your PS2 
before me, which is <darth>impressive</darth> seeing as I "pre-ordered" over 
a year ago. Bah humbug. I'd be interested to see what people make of the 
launch titles. The only one I think is truly worth the asking price is SSX, 
although Timesplitters would be my second choice if there weren't infinitely 
superior N64 and DC games to get this Xmas. 


It's going to be funny walking into all these game shops and seeing PS2 
software everywhere, knowing that only 165,000 people in the whole country 
will actually be able to run any of it, and they'll probably just pick up 
SSX, FIFA (yawn), Timesplitters - and nothing else seeing as they just 
splashed out £300 for a console and many of them will be "penniless" 
students / low earners who couldn't really afford it in the first place. Too 
bad for publishers aside from EA and EIDOS, really. ;) 
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Everyone who didn't manage to get a PS2, I recommend you buy some cheap 
PS or N64 games to cheer yourself up. Simplygames have a Zelda / Jet Force 
Gemini two-pack for £17.99 (less than the cost of a Dual Shock 2), Diablo II 
on PC for £16.99 and, er, just about any PS game over 2 months old dead 
cheap =) 


Nick 


—-MESSAGE FILE 7222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05948 


—-MESSAGE FILE 7223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005949 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 11:29:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <8vljf2Sqoh4@www.netyaroze-europe.com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfS$qohl@www.netyaroze-europe. com> 
<3ale3b88 .95813772@www.netyaroze-europe.com> <8vlgufS$qoh3@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr978-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Everyone who didn't manage to get a PS2, I recommend you buy some cheap 
> PS or N64 games to cheer yourself up 


Or, if you're feeling nostalgic, pick up Cannon Fodder, Donkey Kong Country 
and International Karate 2000 - all just released for GBC. Mmm... 


Derek da Silva 


-—-MESSAGE FILE 7223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05949 


—-MESSAGE FILE 7224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005950 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 12:51:52 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 
Message-ID: <8vlo8vSqoh5@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl1l9tfSqohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufSqoh3@www.netyaroze-europe. com> 
<8v1jf2Sqoh4@www.netyaroze-europe. com> 

NNTP-Posting-Host: user-139-171.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I was thinking about picking up Cannon Fodder last night. The shots on the 
back look great for the GBC, just like I remember it. Just couldn't justify 
and more spending. Damn it I need a job.... 


Bob 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
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news: 8vljf£2Sqoh4@www.netyaroze-europe.com... 


> Everyone who didn't manage to get a PS2, I recommend you buy some cheap 
> PS or N64 games to cheer yourself up 


Or, if you're feeling nostalgic, pick up Cannon Fodder, Donkey Kong 
ountry 
and International Karate 2000 - all just released for GBC. Mmm 


Derek da Silva 


VVVVVAVVVV V 


-—-MESSAGE FILE 7224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05950 


—-MESSAGE FILE 7225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005951 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 13:17:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <8vlpi3Sqoh6@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe. com> 

NNTP-Posting-Host: dyn3l-ras12.screaming.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I heard there was some probs with new DVD's playing in the ps2, have i been 
misled ? Just that I'm in tight as a nad's chuff mode coming up to crimbo 
having to buy the kids pressie's etc. :-) 


err not that i can get a ps2 now though :-/ 
Pete. 


ROBERT C SHAND <bob@shand.org.uk> wrote in message 

news: 8vkgt2Sqqm3@www.netyaroze-europe.com... 

> Yeah I got mine now... wahooo. Initial impressions.... I like it. I'm 
very 

> impressed with the DVD playback. Right now I'm off to go and play 

> TimeSplitters. 

> 

> Bob "Happy and warming up" Shand 


—-MESSAGE FILE 7225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05951 


—-MESSAGE FILE 7226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005952 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 13:41:18 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <8vlré6é5Sqoh7@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vlpi3Sqoh6@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-139-171.jakinternet.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I haven't got any really new DVDs. I've tried 12 Monkeys and Shakespear in 
Love... they are about the newest ones I've got. Looked fine to me.... mind 
you so did VHS until I saw DVD. 


Bob 

"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 

news: 8vlpi3S$qoh6@www.netyaroze-europe.com... 

> I heard there was some probs with new DVD's playing in the ps2, have i 
been 

> misled ? Just that I'm in tight as a nad's chuff mode coming up to crimbo 


> having to buy the kids pressie's etc. :-) 

> 

> err not that i can get a ps2 now though :-/ 

> 

> Pete. 

> 

> ROBERT C SHAND <bob@shand.org.uk> wrote in message 

> news: 8vkgt2Sqqm3@www.netyaroze-europe.com... 

> > Yeah I got mine now... wahooo. Initial impressions.... I like it. I'm 
> very 

> > impressed with the DVD playback. Right now I'm off to go and play 
> > TimeSplitters. 

>> 

> > Bob "Happy and warming up" Shand 

> 

> 

> 


—-MESSAGE FILE 7226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05952 


-—-MESSAGE FILE 7227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005953 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 14:50:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 
Message-ID: <8vlv0vSqoh8@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vlpi3Sqoh6@www.netyaroze-europe. com> 
<8vlr65Sqoh7@www.netyaroze-europe.com> 

NNTP-Posting-Host: dyn216-ras52.screaming.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I mean the new ones supposedly have different methods of verifying regions 
so region 2 dvd's wont play at all in the uk ps2 (I think i have my regions 
correct ? 2 being us). As far as I'm aware sony have been in from the start 
on this region thing with its various guises so I'm doubting the fact that 
the info i was given is correct because they would know the in's and out's 
of the anti-piracy/import techie stuff prior to realeasing/designing the ps2 
player bits. 

In fact I dont even know if the newer dvd's using whatever new method was 
discussed are out yet so err I'll just shut up =) 


Pete. 
[anyone up to speed on dvd's 37 | 


ROBERT C SHAND <bob@shand.org.uk> wrote in message 

news: 8vlr65S$qoh7@www.netyaroze-europe.com... 

> I haven't got any really new DVDs. I've tried 12 Monkeys and Shakespear 
in 


Net Yaroze newsgroups message dump.txt Page 4695 
> Love... they are about the newest ones I've got. Looked fine to me.... 
you so did VHS until I saw DVD. 


Bob 

"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 

news: 8vlpi3S$qoh6@www.netyaroze-europe.com... 

> I heard there was some probs with new DVD's playing in the ps2, have i 
been 

> misled ? Just that I'm in tight as a nad's chuff mode coming up to 
rimbo 


> impressed with the DVD playback. Right now I'm off to go and play 
> TimeSplitters. 

> 

> Bob "Happy and warming up" Shand 


> having to buy the kids pressie's etc. :-) 

> 

> err not that i can get a ps2 now though :-/ 

> 

> Pete. 

> 

> ROBERT C SHAND <bob@shand.org.uk> wrote in message 
> news: 8vkgt2Sqqm3@www.netyaroze-europe.com... 

> > Yeah I got mine now... wahooo. Initial impressions.... I like it. 
'm 

> very 

> 

> 

> 

> 

> 

> 

> 


VVVVVVVVVVHV M NUM MON MAS SM G MMN VENON N: N 


--MESSAGE FILE 7227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05953 


--MESSAGE FILE 7228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005954 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 20:46:28 +0000 

Organization: Netcom member 

Lines: 13 

Message-ID: <3A1ED3A4.5913DBF1@netscapeonline.co.uk> 

References: <8vjnm3$qqm1@www.netyaroze-europe.com> <8vjrev$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl9tfšqohl@www.netyaroze-europe.com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlguf$qoh3@www.netyaroze-europe.com> 
<8v1jf2Sqoh4@www.netyaroze-europe.com> <8vlo8v$qoh5@www.netyaroze-europe.com> 
NNTP-Posting-Host: userbx76.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; Լ) 
X-Accept—-Language: en-GB,en 


You think they look good? wait until you see some of the games coming out froma 
company called CW-I, very impressive! (BTW I am not being paid to say that, 
only developing psx titles for them :-) ) 


ROBERT C SHAND wrote: 
I was thinking about picking up Cannon Fodder last night. The shots on the 
back look great for the GBC, just like I remember it. Just couldn't justify 


and more spending. Damn it I need a job.... 


Bob 


> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 7228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05954 
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—-MESSAGE FILE 7229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005955 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 24 Nov 2000 21:22:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8vmm51S4rel@www.netyaroze-europe.com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl9tfSqohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufS$qoh3@www.netyaroze-europe.com> 
<8v1ljf£2Sqoh4@www.netyaroze-europe.com> <8vlo8vSqoh5@www.netyaroze-europe.com> <3A1ED 
3A4.5913DBF1@netscapeonline.co.uk> 

NNTP-Posting-Host: usr2000-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


> You think they look good? wait until you see some of the games coming out 
froma 

> company called CW-I, very impressive! (BTW I am not being paid to say 
that, 

> only developing psx titles for them :-) ) 


I see CW-I have the STEPS licence on GBC. 


Derek da Silva 


—-MESSAGE FILE 7229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05955 


—-MESSAGE FILE 7230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005956 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: 25 Nov 2000 14:58:04 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <85wvds6é6ur.fsf@foo.mel.vet.com.au> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfSqohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufSqoh3@www.netyaroze-europe. com> 
<8v1jf2Sqoh4@www.netyaroze-europe. com> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"Derek da Silva" <dasi@eidosnet.co.uk> writes: 


> > Everyone who didn't manage to get a PS2, I recommend you buy some cheap 
> > PS or N64 games to cheer yourself up 

> 
> 
> 


Or, if you're feeling nostalgic, pick up Cannon Fodder, Donkey Kong Country 
and International Karate 2000 - all just released for GBC. Mmm... 


Or if you were blown away by Zelda tOoT (like me) then grab Majora's 
Mask. I'm absolutely loving it. I sit at work all day just wanting 
to go home and play. 


Toby. 
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—-MESSAGE FILE 7230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05956 


-—-MESSAGE FILE 7231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005957 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: DVD playback on PS2, with scart RGB 

Date: Sat, 25 Nov 2000 12:35:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8vobm1$bkql@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-143-185.jakinternet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 


I've just read on Digitiser, page 481 on CH4 teletext, that there a is bit 
of a problem viewing DVD's on the PS2 with a scart RGB connection. 
Apparently the movies are displayed with a green hue over them. I haven't 
tried anything yet since I don't have a RGB connection... but can anyone 
from Sony comfirm/deny this? 


Bob 


-—-MESSAGE FILE 7231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05957 


-—-MESSAGE FILE 7232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005958 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Sat, 25 Nov 2000 13:41:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <8vofknSbkq2@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfSqohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufS$qoh3@www.netyaroze-europe.com> 
<8v1ljf2Sqoh4@www.netyaroze-europe.com> <8vlo8vSqoh5@www.netyaroze-europe.com> <3A1ED 
3A4.5913DBF1@netscapeonline.co.uk> <8vmm51S4rel@www.netyaroze-europe.com> 
NNTP-Posting-Host: host62-7-109-141.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I see CW-I have the STEPS licence on GBC. 

Is this a jibe? Anyway i'll agree with Marc and add that there' some lovely 
retro goodness as well as teeniebop-rythm-action, hopefully, coming soon 
from ՇԱԼ. 


Oh and they're PSone stuff is pretty lovely too ;) 


Matt 


-—-MESSAGE FILE 7232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05958 
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—-MESSAGE FILE 7233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005959 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Sat, 25 Nov 2000 13:43:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <8vofn4Sbkq3@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-109-141.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


So, Bob, whats YaBasic like? And whats on the demo disc? 


Mattv 


—-MESSAGE FILE 7233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05959 


—-MESSAGE FILE 7234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005960 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Sat, 25 Nov 2000 14:19:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <8vohotSbkq4@www.netyaroze-europe. com> 

References: <8vjnm3Sqqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vofn4Sbkq3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.88.83.69 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


YaBasic, looks well erm... Basic. 


I only played with it quickly. Looks like they put a lot of thought into 
it. I couldn't do bothered to do much with the pad. I'll have to get a USB 
keyboard before I attempt anything. 


On the demo disc there is 
1) Playable demo SSX 


2) Some SCEA R&D demo 

3) Playable Wild Wild Racing 

4) Plenty of Videos 
Can't really remember. I'll take a look later 
Bob 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 8vofn4Sbkq3@www.netyaroze-europe.com... 

> So, Bob, whats YaBasic like? And whats on the demo disc? 
> 

> Mattv 

> 

> 


—-MESSAGE FILE 7234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05960 
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—-MESSAGE FILE 7235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005961 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Sat, 25 Nov 2000 15:19:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8volgmSbkq5@www.netyaroze-europe. com> 
References: <8vobm1Sbkql@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yes it's true. The best possible picture you can get with DVD playback on 
PS2 is by 
using a s-video cable. 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 
news: 8vobm1$bkql@www.netyaroze-europe.com... 


> Hi all, 

> 

> I've just read on Digitiser, page 481 on CH4 teletext, that there a is bit 
> of a problem viewing DVD's on the PS2 with a scart RGB connection. 

> Apparently the movies are displayed with a green hue over them. 1 haven't 
> tried anything yet since I don't have a RGB connection... but can anyone 

> from Sony comfirm/deny this? 

> 

> Bob 

> 

> 

> 


—-MESSAGE FILE 7235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05961 


—-MESSAGE FILE 7236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005962 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Sat, 25 Nov 2000 15:24:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <8volqtSbkq6@www.netyaroze-europe.com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrev$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl1l9tfSqohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufSqoh3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hey I got my name in the Credits/Special Thanks for TimeSplitters! 
Check out the manual :) 


George 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 

news: 8vlguf$qoh3@www.netyaroze-europe.com... 

> Congrats Bob, I reckon being the first in Dundee is pretty cool. Then 
> again, I reckon my faded white RR4 t-shirt from the limited edition Jap 
box 

> set is cool (so that shows what my opinion is worth). And you got your PS2 
> before me, which is <darth>impressive</darth> seeing as I "pre-ordered" 
over 
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> a year ago. Bah humbug. I'd be interested to see what people make of the 
> launch titles. The only one I think is truly worth the asking price is 
SSX, 

> although Timesplitters would be my second choice if there weren't 


infinitely 

> superior N64 and DC games to get this Xmas. 

> 

> It's going to be funny walking into all these game shops and seeing 
PS2 


> software everywhere, knowing that only 165,000 people in the whole country 

> will actually be able to run any of it, and they'll probably just pick up 

> SSX, FIFA (yawn), Timesplitters - and nothing else seeing as they just 

> splashed out £300 for a console and many of them will be "penniless" 

> students / low earners who couldn't really afford it in the first place. 

Too 

> bad for publishers aside from EA and EIDOS, really. ;) 

> 

> Everyone who didn't manage to get a PS2, I recommend you buy some 

cheap 

> PS or N64 games to cheer yourself up. Simplygames have a Zelda / Jet Force 

> Gemini two-pack for £17.99 (less than the cost of a Dual Shock 2), Diablo 

11 

> on PC for £16.99 and, er, just about any PS game over 2 months old dead 
cheap =) 


> 
> 
> Nick 
> 
> 


—-MESSAGE FILE 7236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05962 


—-MESSAGE FILE 7237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005963 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Sat, 25 Nov 2000 16:11:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8voodiSbkq7@www.netyaroze-europe. com> 

References: <8vobm1lS$bkql@www.netyaroze-europe.com> <8volgmSbkq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host62-7-107-61.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Yes it's true. The best possible picture you can get with DVD playback on 
> PS2 is by 
> using a s-video cable. 


:( bad news, I'm guessing it's a hardware issue that will need a new 
revision of the machine to fix? Are US and JAP machines similarily 
afflicted? 


-—-MESSAGE FILE 7237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05963 


—-MESSAGE FILE 7238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005964 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Sat, 25 Nov 2000 19:00:07 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8vp27dSbkq8@www.netyaroze-europe. com> 

References: <8vjnm3S$qqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfS$qohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufSqoh3@www.netyaroze-europe. com> 
<8v1jf2Sqoh4@www.netyaroze-europe.com> <8vlo8vS$qoh5@www.netyaroze-europe.com> <3A1ED 
3A4.5913DBF1@netscapeonline.co.uk> <8vmm51$4rel@www.netyaroze-europe.com> <8vofkn$bk 
q2@www.netyaroze-europe.com> 

NNTP-Posting-Host: usr981-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Is this a jibe? 
No. I'm, uh. . . a huge fan. 


-—-MESSAGE FILE 7238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05964 


—-MESSAGE FILE 7239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005965 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: YABASIC site online 

Date: Sat, 25 Nov 2000 19:33:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8vp46pSbkq9@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr981-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


http://www.playstation-basic.com/yabasic/index.html 


-—-MESSAGE FILE 7239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05965 


—-MESSAGE FILE 7240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005966 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Sat, 25 Nov 2000 19:58:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8vp5njSbkql0@www.netyaroze-europe.com> 

References: <8vjnm3Sqqml@www.netyaroze-europe.com> <8vjrevS$qqm2@www.netyaroze-europe 
.com> <8vkgt2Sqqm3@www.netyaroze-europe.com> <8vl19tfSqohl@www.netyaroze-europe. com> 
<3ale3b88.95813772@www.netyaroze-europe.com> <8vlgufSqoh3@www.netyaroze-europe. com> 
<8v1jf2Sqoh4@www.netyaroze-europe.com> <8vlo8v$qoh5@www.netyaroze-europe.com> <3A1ED 
3A4.5913DBF1@netscapeonline.co.uk> <8vmm51$4rel@www.netyaroze-europe.com> <8vofkn$bk 
q2@www.netyaroze-europe.com> <8vp27dSbkq8@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.122.86.56 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> > Is this a jibe? 

> 

> No. I'm, uh . . . a huge fan. 

> 

—-MESSAGE FILE 7240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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05966 


—-MESSAGE FILE 7241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005967 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Sat, 25 Nov 2000 21:40:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8vpbj8Sbkql1l@www.netyaroze-europe.com> 

References: <8vobm1lS$bkql@www.netyaroze-europe.com> <8volgm$bkq5@www.netyaroze-europe 
.com> <8voodiS$bkq7@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.122.75.62 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Interesting.... All Digital (now part of Compaq) computers used to put out 
RGB with the video sync on the green line...which ment when the RGB output 
was connected to normal non-Digital monitors everything had a green tint to 
it because the signal level was higher on the green line. 


(ignore this --- it's probably got nothing to do with anything ........ but 
if it does happen to be a similar thing then I'm sure sum bright spark will 
bring-out a replacement video lead with the green-line attenuated) 


Jon 


—-MESSAGE FILE 7241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05967 


—-MESSAGE FILE 7242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005968 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Sat, 25 Nov 2000 22:09:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <8vpdalSbkq1l2@www.netyaroze-europe.com> 
References: <8vobm1Sbkql@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-142-225.jakinternet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I've just tried it with a RGB cable. It isn't a green hue... everything is 
bloody green. Games appear ok, but DVD's a totally screwed. 


How on earth did Sony let this happen. It's totally wrong, yet again the 
european market is screwed! 


Are there any plans to fix this???? 
Bob 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 
news: 8vobm1$bkql@www.netyaroze-europe.com... 
> Hi all, 


I've just read on Digitiser, page 481 on CH4 teletext, that there a is bit 
of a problem viewing DVD's on the PS2 with a scart RGB connection. 
Apparently the movies are displayed with a green hue over them. I haven't 
tried anything yet since I don't have a RGB connection... but can anyone 


V V V V V 
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from Sony comfirm/deny this? 


Bob 


> 
> 
> 
> 
> 
> 


--MESSAGE FILE 7242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05968 


--MESSAGE FILE 7243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005969 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: YABASIC site online 

Date: Mon, 27 Nov 2000 12:09:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8vtislSlcql@www.netyaroze-europe.com> 
References: <8vp46pSbkq9@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.164.85 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Can we expect to see the sourcecode changes that SCEE made to YaBasic? 


Bob 

"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 8vp46pSbkq9@www.netyaroze-europe.com... 

> http://www.playstation-basic.com/yabasic/index.html 

> 

> 


—-MESSAGE FILE 7243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05969 


—-MESSAGE FILE 7244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005970 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Mon, 27 Nov 2000 17:16:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <8vu4ng$8d1@www.netyaroze-europe. com> 

References: <8vobm1lS$bkql@www.netyaroze-europe.com> <8vpdalSbkq12@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> Are there any plans to fix this???? 


I bloody hope this isn't a problem on the US PS2 as well... I've been 
banking on using the US machine to play my DVD collection (30+) for over a 
year now and if this is the case then... sod the PS2, I'll spend the £££ on 
a decent DVD player and wait till next summer (when more than 3 decent games 
will be out). 


I need to be able to watch DVDs via RGB because I don't have a US telly. I 
know that's my problem for being a PAL resident but FFS Sony you don't have 
to go out of your way to spite me. I strongly suspect this green hue has 
something to do with copy-protection, but I'm sure that's little consolation 
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for those people who thought they were buying a SCART-quality DVD player at 
the weeekend. What's the difference between SCART on normal DVD players and 
RGB on the PS2 anyway? Anyone..? 


Does anyone of a more hardware-oriented bent know if a 3rd-party cable could 
be released to fix this? If not, it looks like I might have to cancel my 
preorder. =( 


Nick "pissed off" F 


—-MESSAGE FILE 7244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05970 


—-MESSAGE FILE 7245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005971 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Mon, 27 Nov 2000 17:20:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8vu4v8S8d2@www.netyaroze-europe. com> 

References: <8vobm1Sbkql@www.netyaroze-europe.com> <8volgmSbkq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


George - does this apply to the US model of the machine as well? 


Nick 


George Bain <ps_yaroze@scee.net> wrote in message 

news: 8volgm$bkq5@www.netyaroze-europe.com... 

> Yes it's true. The best possible picture you can get with DVD playback on 
> PS2 is by 

> using a s-video cable. 

> 


—-MESSAGE FILE 7245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05971 


—-MESSAGE FILE 7246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005972 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Mon, 27 Nov 2000 19:13:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <8vubnsS$8d3@www.netyaroze-europe. com> 

References: <8vobm1S$bkql@www.netyaroze-europe.com> <8vpdalSbkq12@www.netyaroze-europ 

e.com> <8vu4ng$8d1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr771-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_001C_01C058A6.1BF60FA0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is a multi-part message in MIME format. 


Net Yaroze newsgroups message dump.txt Page 


ժԿ7ԿԿ,/ =_NextPart_000_001C_01C058A6.1BF60FA0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Am I right in assuming a US PS2 has a component video signal ouput = 
rather than RGB signal output? 


Skip down to What's recorded on a DVD? 
http://www.michaeldvd.melb.net/Articles/VideoConnectors/VideoConnectors.h= 
tml 


> I need to be able to watch DVDs via RGB because I don't have a US = 
telly.=20 


> Nick "pissed off" F 


mam sss = = _NextPart_000_001C_01C058A6.1BF60FA0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4207.2601" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DArial size=3D2></FONT>é&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>é&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>Am I right in assumingénbsp;a US = 
PS2énbsp; has=20 
a&nbsp; <STRONG>component</STRONG> video signal ouput rather than=20 
<STRONG>RGB</STRONG> signal output ?</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>Skip down to <STRONG>What's recorded on = 
a=20 
DVD?</STRONG></FONT></DIV> 

<DIV><A=20 
href=3D"http://www.michaeldvd.melb.net/Articles/VideoConnectors/VideoConn= 
ectors.html"><FONT=20 

face=3DArial=20 
size=3D2>http://www.michaeldvd.melb.net/Articles/VideoConnectors/VideoCon= 
nectors.html</FONT></A></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

IV><FONT face=3DArial size=3D2>&gt; I need to be able to watch DVDs = 


IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
IV><FONT face=3DArial size=3D2>é&gt; Nick "pissed off"=20 
BR></FONT></DIV></BODY></HTML> 


<D 
<D 
<D 
vi 
because I don't have a US telly. </FONT></DIV> 
<D 
<D 
F< 


See = _NextPart_000_001C_01C058A6.1BF60FA0-- 


4705 


—-MESSAGE FILE 7246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05972 


-—-MESSAGE FILE 7247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005973 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 09:17:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <8vvtdtS$sv0l@www.netyaroze-europe. com> 
References: <8vobm1lS$bkql@www.netyaroze-europe.com> <8volgmSbkq5@www.netyaroze-europe 
.com> <8vu4v8$8d2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Nick, 
Not sure about the US model (don't have one here to test out). I'm almost 


certain all PS2 models (SCEA,SCEE,SCEI) only output composite 
for DVD playback. 


The best possible DVD output you can get(on PS2) is via the s-video cable. 
This 

applies to all territories! If you use a scart cable the DVD playback will 
be green. 

This isn't a bug, it was for protection so people don't record DVD onto 
video tapes. 


It really is a shame because most people in Europe use scart RGB to get the 
best 
possible picture. Most T.V.'s in North America and Japan don't have this 
feature so 

they just rely on composite signal. If only they knew what they are 
missing!! 


Note! All PS2's come included with a composite cable not scart or s-video. 
George 

"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 

news: 8vu4v8S$8d2@www.netyaroze-europe.com... 


> George - does this apply to the US model of the machine as well? 


Nick 


George Bain <ps_yaroze@scee.net> wrote in message 

news: 8volgm$bkq5@www.netyaroze-europe.com... 

> Yes it's true. The best possible picture you can get with DVD playback 
n 

> PS2 is by 

> using a s-video cable. 

> 


VVVVVVOVVVV VV 


—-MESSAGE FILE 7247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05973 


—-MESSAGE FILE 7248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005974 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 09:53:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <8vvvamSsv02@www.netyaroze-europe. com> 

References: <8vobm1S$bkql@www.netyaroze-europe.com> <8volgm$bkq5@www.netyaroze-europe 
.com> <8vu4v8S$8d2@www.netyaroze-europe.com> <8vvtdtSsv0l@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr1932-avo.cableinet.co.uk 
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Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0022_01C05921.12361160" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This is a multi-part message in MIME format. 


Sa = _NextPart_000_0022_01C05921.12361160 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> The best possible DVD output you can get(on PS2) is via the s-video = 
cable. 

> This 

> applies to all territories! =20 

If this is so, why bother with a Component video cable for the US PS2? 


> It really is a shame because most people in Europe use scart RGB to = 
get the 
> best 
> possible picture. Most T.V.'s in North America and Japan don't have = 
this 

> feature so 

> they just rely on composite signal. =20 


I thought the US/Canadian alternative to RGB was a Component signal. Is = 
that not right? =20 


> I'm almost 
> certain all PS2 models (SCEA,SCEE,SCEI) only output composite 
> for DVD playback. 


I guess it must be s-video output rather than composite, but I'm only = 
going by the info on this page: = 
www.michaeldvd.melb.net/Articles/VideoConnectors/VideoConnectors.html 


Cheers, 
Derek=20 


SSeS =_NextPart_000_0022_01C05921.12361160 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4207.2601" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DArial size=3D2>&gt; The best possible DVD output you = 
can get (on=20 

PS2) is via the s-video cable.<BR>&gt; This<BR>&gt; applies to all=20 
territories!&nbsp; </FONT></DIV> 
< 
< 
h 


DIV></FONT></DIV> 

DIV>If this is so, why&nbsp;bother withénbsp;a <A=20 
ref=3D"http://www.sonysource.com/specials/index.cgi?id=3D149g">Component= 
video=20 

cable</A> for the US PS2?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>égt; It really is a shame because most people in Europe use scart 
RGB to=20 

get the<BR>&gt; best<BR>&gt; possible picture.énbsp; Most T.V.'s in = 
North=20 

America and Japan don't have this<BR>&gt; feature so<BR>&égt; they just 
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rely on=20 

composite signal.&nbsp; </FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I thought the US/Canadian alternative = 
to RGB was a=20 
Component signal.&nbsp; Is that not right?&énbsp; </FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT><FONT face=3DArial = 
size=3D2></FONT>&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>&gt; I'm almost<BR>&gt; certain all PS2 = 
models=20 
(SCEA, SCEE,SCEI) only output composite<BR>&gt; for DVD=20 

playback .<BR></FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I guess it must be s-video output = 
rather than=20 

composite, but I'm only going by the info on this page: <A=20 
href=3D"http://www.michaeldvd.melb.net/Articles/VideoConnectors/VideoConn= 
ectors.html"><FONT=20 

face=3DArial=20 
size=3D2>www.michaeldvd.melb.net/Articles/VideoConnectors/VideoConnectors= 
.html</FONT></A></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>Cheers, </DIV> 

<DIV>&nbsp; </DIV> 

<DIV>Derek </FONT></DIV></BODY></HTML> 


Ses = _NextPart_000_0022 01605921.12361160-- 


—-MESSAGE FILE 7248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05974 


-—-MESSAGE FILE 7249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005975 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 10:16:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9000g4Ssv03@www.netyaroze-europe. com> 

References: <8vobm1Sbkql@www.netyaroze-europe.com> <8volgmSbkq5@www.netyaroze-europe 
.com> <8vu4v8S$8d2@www.netyaroze-europe.com> <8vvtdtSsv0l@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Not sure about the US model (don't have one here to test out). I'm almost 
> certain all PS2 models (SCEA,SCEE,SCEI) only output composite 
> for DVD playback. 


The Japanese model definitely works with RGB SCART - I know this because my 
old flatmate has one (not the first run with the dodgy Region 1 cheat, 
either) and he can watch NTSC Region 0 DVDs on it no problem using his old 
RGB cable - I've seen it myself. I remember reading after the Jap release 
that Sony were concerned the PS2 could be used for DVD piracy, so this must 
be their response. I guess I'm still hoping that they decided not to fix it 
for the US machine seeing as hardly anyone there uses RGB. Does anyone here 
know the answer 100% for certain? 


I have to say, what kind of sad c*** would rather own a pirate copy of a DVD 
on VHS than the real deal? I thought the whole point of DVD was to provide 
such an attractive package (i.e. chapter stops, extras, picture and DD/DTS 
sound quality) that piracy onto VHS would be pretty pointless... I mean, 
pirating the DVD isn't any better than owning the VHS tape - and not that 
much cheaper these days. 


So I guess either I buy a UK multi-region DVD player and give the PS2 the 
shaft till Summer 2001, or fork out for both the US PS2 *and* a new TV that 
can handle composite/S-Video NTSC? 
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Bah. 


Nick 


-—-MESSAGE FILE 7249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05975 


—-MESSAGE FILE 7250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005976 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 10:23:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9000siSsv04@www.netyaroze-europe. com> 

References: <8vobm1Sbkql@www.netyaroze-europe.com> <8vpdalSbkq12@www.netyaroze-europ 
e.com> <8vu4ng$8d1l@www.netyaroze-europe.com> <8vubns$8d3@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I suspect the multi-out on the US PS2 outputs exactly the same information 
as the PAL and Japanese model, it's just the choice cable and encoding of 
that information (i.e. PAL/NTSC) that is different in each territory. 


I think the component vs RGB thing is a bit of a red herring. I gather the 
US PS2 works with a component connection 
(http://ps2.ign.com/news/26976.html) so RGB should also be OK (US PSones 
work fine with RGB). 


Nick 
Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 8vubns$8d3@www.netyaroze-europe.com... 


Am I right in assuming a US PS2 has a component video signal ouput rather 
than RGB signal output? 


Skip down to What's recorded on a DVD? 
http://www.michaeldvd.melb.net/Articles/VideoConnectors/VideoConnectors.html 


> I need to be able to watch DVDs via RGB because I don't have a US telly. 


> Nick "pissed off" F 


-—-MESSAGE FILE 7250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05976 


—-MESSAGE FILE 7251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005977 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 15:03:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <900habSsv05@www.netyaroze-europe. com> 

References: <8vobm1Sbkql@www.netyaroze-europe.com> <8vpdalSbkql2@www.netyaroze-europ 
e.com> <8vu4ng$8d1l@www.netyaroze-europe.com> <8vubns$8d3@www.netyaroze-europe.com> < 
9000siSsv04@www.netyaroze-europe. com> 

NNTP-Posting-Host: mail.furryboo.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I think the component vs RGB thing is a bit of a red herring. I gather the 
US PS2 works with a component connection 
(http://ps2.ign.com/news/26976.html) so RGB should also be OK (US PSones 
work fine with RGB). 


VVV WV 


Having done a bit of digging, I have determined that the reason the PS2 
shows a green picture during DVD playback is because this is what component 
(n.b. NOT composite) video looks like when viewed through an RGB connection! 
Although component and RGB are quite similar, it looks like the only way to 
get an RGB signal out of the UK (and US?) PS2 is to use component leads 
(see URL above), and convert this component signal to an RGB signal. I 
gather that the kit required to do this is quite expensive (despite the 
relative technical simplicity of the process), but if anyone knows 
otherwise, pipe up! 


Is it just me who cares about this then? ;) 


Nick 


-—-MESSAGE FILE 7251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05977 


—-MESSAGE FILE 7252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005978 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 15:04:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <900hibSsv06@www.netyaroze-europe. com> 

References: <8vobm1lSbkql@www.netyaroze-europe.com> <8vpdalSbkq12@www.netyaroze-europ 
e.com> <8vu4ng$8d1l@www.netyaroze-europe.com> <8vubns$8d3@www.netyaroze-europe.com> Հ 
9000siSsv04@www.netyaroze-europe.com> <900habSsv05@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.138.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> 
> Is it just me who cares about this then? ;) 


No 


—-MESSAGE FILE 7252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05978 


—-MESSAGE FILE 7253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005979 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 16:22:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
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Message-ID: <900m5iSsv07@www.netyaroze-europe. com> 

References: <8vobm1Sbkql@www.netyaroze-europe.com> <8vpdalSbkq12@www.netyaroze-europ 
e.com> <8vu4ng$8d1l@www.netyaroze-europe.com> <8vubns$8d3@www.netyaroze-europe.com> < 
9000siSsv04@www.netyaroze-europe.com> <900habSsv05@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-82-191.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Is it just me who cares about this then? ;) 


No, I think it's pretty poor we can't use an RGB scart lead to view dvd. I 
believe that you could purchase DVD players with scart connection that 
implement Macrovision protection to stop people taping their DVD's , why not 
the PS2. 


—-MESSAGE FILE 7253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05979 


—-MESSAGE FILE 7254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005980 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Tue, 28 Nov 2000 17:19:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <900pehS8al@www.netyaroze-europe. com> 

References: <8vobm1S$bkql@www.netyaroze-europe.com> <8vpdalSbkq12@www.netyaroze-europ 

e.com> <8vu4ng$8d1l@www.netyaroze-europe.com> <8vubnsS$8d3@www.netyaroze-europe.com> < 

9000siSsv04@www.netyaroze-europe.com> <900habSsv05@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr184-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_0061_01C0595F.5C34C020" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is a multi-part message in MIME format. 


aa aa = _NextPart_000_0061_01C0595F.5C34C020 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> Is it just me who cares about this then? ;) 
>=20 
> Nick 


Right, so it is a component signal. 


Since the US is unaffected by this, I find it hard to believe this is an = 
anti-piracy measure. 


Derek da SIlva 


=== = = _NextPart_000_0061_01C0595F.5C34C020 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META http-equiv=3DContent-Type content=3D"text/html; = 
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charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4207.2601" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DArial size=3D2>&gt; Is it just me who cares about this 
then?=20 
<BR>&gt; <BR>&gt; Nick<BR></FONT></DIV> 

IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

IV><FONT face=3DVerdana size=3D2>Right, so it is a component = 
ignal.</FONT></DIV> 

IV><FONT face=3DVerdana size=3D2></FONT>&nbsp; </DIV> 


IV><FONT face=3DVerdana size=3D2>Since the US is unaffected by this, I = 
ind it=20 
rd to believeé&nbsp;this is an anti-piracy measure.</FONT></DIV> 


IV><FONT face=3DVerdana><FONT size=3D2></FONT></FONT>&nbsp; </DIV> 
IV><FONT face=3DVerdana size=3D2></FONT>&nbsp; </DIV> 

IV><FONT face=3DVerdana size=3D2>Derek da = 
lva</FONT></DIV></BODY></HTML> 


NAAADMHAANDAA™* 
H Ü Ü Ü % kE: Ü Ü E- Ü Ü — 


s= = a= =_NextPart_000_0061_01C0595F.5C34C020-- 
—-MESSAGE FILE 7254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05980 


—-MESSAGE FILE 7255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005981 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: 30 Nov 2000 11:16:07 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <85k89m48mw.fsf@foo.mel.vet.com.au> 

References: <8vobm1S$bkql@www.netyaroze-europe.com> <8volgmS$bkq5@www.netyaroze-europe 
.com> <8vu4v8S$8d2@www.netyaroze-europe.com> <8vvtdtSsv0l@www.netyaroze-europe. com> 
NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 


"George Bain" <ps_yaroze@scee.net> writes: 

> It really is a shame because most people in Europe use scart RGB to 
> get the best possible picture. Most T.V.'s in North America and 

> Japan don't have this feature so they just rely on composite signal. 
> If only they knew what they are missing!! 


I've never seen scart RGB before - I use s-video. Is scart noticably 
better than s-video? Is it to the same degree that s-video is better 
than composite? 


Toby. 
—-MESSAGE FILE 7255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05981 


—-MESSAGE FILE 7256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005982 

Path: chuka.playstation.co.uk!news 

From: frink@foo.mel.vet.com.au (Prof. Frink) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze + PS2? 

Date: 30 Nov 2000 15:22:17 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <85aeaium12.fsf@foo.mel.vet.com.au> 

NNTP-Posting-Host: foo.mel.vet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.0807 (Gnus v5.8.7) XEmacs/21.1 (Carlsbad Caverns) 
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So have any of you 'owners' tried the Yaroze disc in the PS2? I'm 
assuming you can stick the dongle memory card in the thing (I'm yet to 
actually see one of these things in person). I realise it doesn't 
have a serial port for the link cable though. 


Toby. 
-—-MESSAGE FILE 7256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05982 


—-MESSAGE FILE 7257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005983 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Thu, 30 Nov 2000 09:19:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9056ceS$jfj1@www.netyaroze-europe. com> 

References: <8vobm1S$bkql@www.netyaroze-europe.com> <8volgm$bkq5@www.netyaroze-europe 
.com> <8vu4v8S$8d2@www.netyaroze-europe.com> <8vvtdtSsv0l@www.netyaroze-europe.com> Հ 
85k89m48mw.fsf@foo.mel.vet.com.au> 

NNTP-Posting-Host: 43.194.204.54 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


There are pretty close to be honest with you... 
George 
"Prof. Frink" <frink@foo.mel.vet.com.au> wrote in message 


news: 85k89m48mw.fsf@foo.mel.vet.com.au... 
> "George Bain" <ps_yaroze@scee.net> writes: 


> > It really is a shame because most people in Europe use scart RGB to 
> > get the best possible picture. Most T.V.'s in North America and 

> > Japan don't have this feature so they just rely on composite signal. 
> > If only they knew what they are missing!! 

> 

> I've never seen scart RGB before - I use s-video. Is scart noticably 
> better than s-video? Is it to the same degree that s-video is better 
> than composite? 

> 

> Toby. 


—-MESSAGE FILE 7257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05983 


—-MESSAGE FILE 7258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005984 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Thu, 30 Nov 2000 09:20:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9056fjSjfj2@www.netyaroze-europe.com> 

References: <8vobm1S$bkql@www.netyaroze-europe.com> <8volgmSbkq5@www.netyaroze-europe 
.com> <8vu4v8S$8d2@www.netyaroze-europe.com> <8vvtdtSsv0l@www.netyaroze-europe.com> Հ 
85k89m48mw.fsf@foo.mel.vet.com.au> 

NNTP-Posting-Host: 43.194.204.54 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


http://www.dailyradar.co.uk/news/game_news_1376.html 
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"Prof. Frink" <frink@foo.mel.vet.com.au> wrote in message 
news: 85k89m48mw.fsf@foo.mel.vet.com.au... 
> "George Bain" <ps_yaroze@scee.net> writes: 


> > It really is a shame because most people in Europe use scart RGB to 
> > get the best possible picture. Most T.V.'s in North America and 

> > Japan don't have this feature so they just rely on composite signal. 
> > If only they knew what they are missing!! 

> 

> I've never seen scart RGB before - I use s-video. Is scart noticably 
> better than s-video? Is it to the same degree that s-video is better 
> than composite? 

> 

> Toby. 


—-MESSAGE FILE 7258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05984 


—-MESSAGE FILE 7259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005985 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze + PS2? 

Date: Thu, 30 Nov 2000 10:24:49 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 
Message-ID: <9059t9Sjfj3@www.netyaroze-europe. com> 
References: <85aeaiuml12.fsf@foo.mel.vet.com.au> 
NNTP-Posting-Host: 194.88.86.152 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I've just tried the bootdisk, it doesn't even boot. 
Bob 
"Prof. Frink" <frink@foo.mel.vet.com.au> wrote in message 


news: 85aeaiuml2.fsf@foo.mel.vet.com.au... 
> So have any of you 'owners' tried the Yaroze disc in the PS2? I'm 


> assuming you can stick the dongle memory card in the thing (I'm yet to 
> actually see one of these things in person). I realise it doesn't 

> have a serial port for the link cable though. 

> 

> Toby. 


—-MESSAGE FILE 7259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05985 


—-MESSAGE FILE 7260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005986 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze + PS2? 

Date: Thu, 30 Nov 2000 14:14:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <905ne6Sjfj4@www.netyaroze-europe. com> 

References: <85aeaiuml2.fsf@foo.mel.vet.com.au> <9059t9Sjfj3@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: host62-7-63-236.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
Any other PSone software that doesn't work? I remember a list of 


non-working japenese titles when the PS2 was released over there. And how 
much better does PS1 software look with the special filtering turned on? 


cheers 

Matt 

> I've just tried the bootdisk, it doesn't even boot. 

> 

> Bob 

> 

> "Prof. Frink" <frink@foo.mel.vet.com.au> wrote in message 

> news: 85aeaiuml2.fsf@foo.mel.vet.com.au... 

> > So have any of you 'owners' tried the Yaroze disc in the PS2? I'm 
> > assuming you can stick the dongle memory card in the thing (I'm yet to 
> > actually see one of these things in person). I realise it doesn't 
> > have a serial port for the link cable though. 

>> 

> > Toby. 

> 

> 


—-MESSAGE FILE 7260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05986 


—-MESSAGE FILE 7261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005987 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: YABASIC site online 

Date: Fri, 01 Dec 2000 14:04:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3a27afd1.4738061@www.netyaroze-europe. com> 
References: <8vp46pSbkq9@www.netyaroze-europe. com> 
NNTP-Posting-Host: gateway.peapod.co.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


I have trouble seeing this site. All the images in the right are 
broken. 


On Sat, 25 Nov 2000 19:33:56 -0000, "Derek da Silva" 
<dasi@eidosnet.co.uk> wrote: 


>http://www.playstation-basic.com/yabasic/index.html 
> 
> 


—-MESSAGE FILE 7261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05987 


—-MESSAGE FILE 7262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005988 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: sales figures... 

Date: Fri, 1 Dec 2000 14:41:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <908dffSsnvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-25-89.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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Erk! 


C4 teletext Digitiser is reporting some pretty scary sales figures for PS2 
softwares first week: 


Tekken Tag: 15,575 
Timesplitters: 10,795 
Ssx: 9,222 

Fifa: 9,172 

Ridge Racer 5: 6,795 
Fantavision: 826 
Gradius3/4: 95 
Midnight Club: 18 


—-MESSAGE FILE 7262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05988 


-—-MESSAGE FILE 7263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005989 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: YABASIC site online 

Date: Fri, 1 Dec 2000 15:30:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <908g6sSsnv2@www.netyaroze-europe. com> 

References: <8vp46pSbkq9@www.netyaroze-europe.com> <3a27afd1.4738061@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: 194.88.78.167 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've checked it again, it now looks like the pages are going to the 
"screwed' standard error page. 


Been like it a couple of days 


Bob 

"Mark Dickman" <markd@elenisys.freeserve.co.uk> wrote in message 
news: 3a27afd1.4738061@www.netyaroze-europe.com... 

> I have trouble seeing this site. All the images in the right are 


> broken. 

> 

> On Sat, 25 Nov 2000 19:33:56 -0000, "Derek da Silva" 
> <dasi@eidosnet.co.uk> wrote: 

> 

> >http://www.playstation-basic.com/yabasic/index.html 
>> 

>> 

> 


—-MESSAGE FILE 7263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05989 


-—-MESSAGE FILE 7264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005990 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sales figures... 

Date: Fri, 1 Dec 2000 19:29:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 204 

Message-ID: <908u6rS811@www.netyaroze-europe. com> 
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References: <908dffSsnvl@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr1433-avo.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——---=_NextPart_000_0019_01C0O5BCD.0E7A6720" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This is a multi-part message in MIME format. 


== = =s =_NextPart_000_0019_01C05BCD.OF7A6720 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


http://www.dailyradar.co.uk/news/game_news_1410.html 

Industry figures . . . put the number of PS2's sold on Friday and = 
Saturday at 69347. Total software units sales are 99142 which gives a = 
software to hardware ratio of 1.42 


http://www.dailyradar.co.uk/news/game_news_1411.html 


GAME NAME PUBLISHER DEVELOPER AMOUNT SOLD=20 

1 TEKKEN TAG TOURNAMENT NAMCO SONY 15575=20 

2 TIMESPLITTERS EIDOS EIDOS 10795=20 

3 SSX: SNOWBOARD SUPERCROSS EA SPORTS ELECTRONIC ARTS 9226=20 
4 FIFA 2001 EA SPORTS ELECTRONIC ARTS 9172=20 

5 RIDGE RACER V NAMCO SONY COMPUTER ENT 6795=20 
6 

7 

8 


SILENT SCOPE KONAMI KONAMI 5863=20 
ISS KONAMI KONAMI 4080=20 
SMUGGLER'S RUN TAKE 2 TAKE 2 3511=20 
9 READY 2 RUMBLE BOXING ROUND 2 MIDWAY MIDWAY 2720=20 
10 ORPHEN: SCION OF SORCERY ACTIVISION ACTIVISION 1848=20 
11 DYNASTY WARRIORS 2 MIDAS MIDAS 1236=20 
12 WILD WILD RACING RAGE RAGE 1210=20 
13 FANTAVISION SONY SONY COMPUTER ENT 826=20 
14 NHL 2001 EA SPORTS ELECTRONIC ARTS 698=20 
15 AQUA AQUA: WETRIX H20 SCI SCI 688=20 
16 GRADIUS III AND IV KONAMI KONAMI 95=20 


=== = = NextPart_000_0019_01C05BCD.0E7A6720 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4207.2601" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2><A=20 
href=3D"http://www.dailyradar.co.uk/news/game_news_1410.html">http://www. 
dailyradar.co.uk/news/game_news_1410.html1</A></FONT></DIV> 

<DIV><FONT face=3DArial size=3D2> 

<P>Industry figures . . .&nbsp;put the number of PS2's sold on Friday 
and=20 

Saturday at 69347. Total software units sales are 99142 which gives a = 
software=20 

to hardware ratio of 1.42 . . .</FONT></P></DIV> 

<DIV><FONT face=3DArial size=3D2><A=20 
href=3D"http://www.dailyradar.co.uk/news/game_news_1411.htm1l">http://www. 
dailyradar.co.uk/news/game_news_1411.html1</A></FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2></FONT> 

<TABLE cellSpacing=3D2 cellPadding=3D2 border=3D0> 
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Net Yaroze newsgroups message dump.txt Page 
<TBODY> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>GAME = 
NAME </B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica = 
size= 3D2><B>PUBLISHER</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica = 
size= 3D2><B>DEVELOPER</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER><B>AMOUNT SOLD</CENTER></B> 
<CENTER></CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>1</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>TEKKEN TAG = 
TOURNAMENT</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>NAMCO</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>15575</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>2</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>TIMESPLITTERS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>EIDOS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>EIDOS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>10795</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>3</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SSX: SNOWBOARD = 
SUPERCROSS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>EA SPORTS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ELECTRONIC = 
ARTS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER> 922 6</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>4</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>FIFA 2001</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>EA SPORTS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ELECTRONIC = 
ARTS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER> 9172</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>5</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>RIDGE RACER V</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>NAMCO</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY COMPUTER = 
ENT</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>6795</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>6</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SILENT SCOPE</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>5863</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>7</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ISS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>4080</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>8</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SMUGGLER'S RUN</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>TAKE 2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>TAKE 2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 


<CENTER>3511</CENTER></FONT></TD></TR> 


<TR> 
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Page 


<TD><FONT face=3DArial,Helvetica size=3D2><B>9</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>READY 2 RUMBLE BOXING = 
ROUND=20 
2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDWAY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDWAY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>2720</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>10</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ORPHEN: SCION OF = 
SORCERY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ACTIVISION</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ACTIVISION</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>1848</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>11</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>DYNASTY WARRIORS = 
2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDAS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDAS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>1236</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>12</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>WILD WILD = 
RACING</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>RAGE</FONT></TD> 
<TD><FONT face= ԱԱՀ l Helvetica size=3D2>RAGE</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>1210</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>13</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>FANTAVISION</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY COMPUTER = 
ENT</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER> 82 6</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>14</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>NHL 2001</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>EA SPORTS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ELECTRONIC = 
ARTS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER> 698</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>15</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>AQUA AQUA: WETRIX = 
H20</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SCI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SCI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER> 688</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>16</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>GRADIUS III AND = 
IV</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 


r 


<CENTER>95</CENTER></FONT></TD></TR></TBODY></TABLE></DIV></BODY></HTML> 


—--MESSAGE FILE 
05990 


—-MESSAGE FILE 


7264 END: 


7265 START: 


_NextPart_000_0019_01C0O5BCD.0E7A6720-- 


4719 


net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0005991 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sales figures... 

Date: Mon, 4 Dec 2000 09:03:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 228 

Message-ID: <90fmvk$coll@www.netyaroze-europe. com> 

References: <908dffSsnvl@www.netyaroze-europe.com> <908u6rS$811@www.netyaroze-europe. 

com> 

NNTP-Posting-Host: 43.194.204.54 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_00CC_01C05DD1.1B600700" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This is a multi-part message in MIME format. 


aA =_NextPart_000_00CC_01C05DD1.1B600700 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


I wonder how many DVD's where sold to play on PS2's.... 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message = 
news: 908u6rS$811@www.netyaroze-europe.com... 


http://www.dailyradar.co.uk/news/game_news_1410.html 

Industry figures . put the number of PS2's sold on Friday and = 
Saturday at 69347. Total software units sales are 99142 which gives a = 
software to hardware ratio of 1.42 


http://www.dailyradar.co.uk/news/game_news_1411.html 


GAME NAME PUBLISHER DEVELOPER AMOUNT SOLD=20 
TEKKEN TAG TOURNAMENT NAMCO SONY 15575=20 
TIMESPLITTERS EIDOS EIDOS 10795=20 
SSX: SNOWBOARD SUPERCROSS EA SPORTS ELECTRONIC ARTS 9226=20 
FIFA 2001 EA SPORTS ELECTRONIC ARTS 9172=20 


SILENT SCOPE KONAMI KONAMI 5863=20 
ISS KONAMI KONAMI 4080=20 


SMUGGLER'S RUN 


TAKE 2 


READY 2 RUMBLE BOXING 


10 ORPHEN: 


TAKE 2 3511=20 


1 
2 
3 
4 
5 RIDGE RACER V NAMCO SONY COMPUTER ENT 6795=20 
6 
7 
8 
9 


ROUND 2 MIDWAY MIDWAY 2720=20 


SCION OF SORCERY ACTIVISION ACTIVISION 1848=20 
11 DYNASTY WARRIORS 2 MIDAS MIDAS 1236=20 

12 WILD WILD RACING RAGE RAGE 1210=20 

13 FANTAVISION SONY SONY COMPUTER ENT 826=20 

14 NHL 2001 EA SPORTS ELECTRONIC ARTS 698=20 

15 AQUA AQUA: WETRIX H20 SCI SCI 688=20 

16 GRADIUS III AND IV KONAMI KONAMI 95=20 


= = = _NextPart_000_00CC_01C05DD1.1B600700 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4134.100" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DArial size=3D2>I wonder how many DVD's where sold to = 
play on=20 


Net Yaroze newsgroups message dump.txt 


PS2" 8 wesc 
<DIV>&nb 
< 
style=3D 
BORDER-L 


.</FONT></DIV> 
sp; </DIV> 


"PADDING-RIGHT: 


EFT: 


<DIV>"Derek da Silva" 


href=3D"mailto:dasi@eidosnet.co.uk">dasi@eidosnet.co.uk</A>&gt; 


in messa 
<A=20 


ge=20 


BLOCKQUOTE dir=3D1tr=20 


Opx; 


&lt;<A=20 


PADDING-LEFT: 
#000000 2px solid; MARGIN-RIGHT: 


5PX; 


MARGIN-LEFT: 
Opx"> 


Page 


5px; 


wrote 


href=3D"news: 908u6r$811@www.netyaroze-europe.com">news: 908u6r$811@www.net= 
urope.com</A>.. 


yaroze-e 


<DIV><FONT face=3DAria 
<DIV><FONT face=3DArial 


href=3D"http://www.dailyradar.co.uk/news/game_news_1410.html 
dailyradar.co.uk/news/game_news_1410.html1</A></FONT></DIV> 


.</DIV> 


<DIV><FONT face=3DArial size=3D2> 


<P>Ind 
and=20 
Saturd 


software= 
to hardware ratio of 1.42 


ustry figures 


ay at 69347. 
20 


-&nbsp;put the number of PS2's so 


Total software units sales are 99142 which gives a 


<DIV><FONT face=3DArial size=3D2><A=20 


1 size=3D2></FONT>énbsp; </DIV> 
size=3D2><A=20 


"Shttp://www.= 


ld on Friday 


.</FONT></P></DIV> 


href=3D"http://www.dailyradar.co.uk/news/game_news_1411.html">http://www.= 
dailyradar.co.uk/news/game_news_1411.html1</A></FONT></DIV> 


<DIV><FONT face=3DAria 
<DIV><FONT face=3DArial 
D2 ce 


<TABLE 
<TBO 
<TR> 

<T 
NAME</B> 
<T 
size=3D2 
<T 
size=3D2 


<TR> 

<T 

<T 
TOURNAME 
<T 


<T 


<T 


<T 


<T 


<T 
<T 


<TR> 
<T 


TD><FONT 


cellSpacing=3 
DY> 


D><FONT face=3 
</FONT></TD> 

D><FONT face=3 
><B>PUBLISHER< 
D><FONT face=3 
><B>DEVELOPER< 


<CENTER><B>AMO 


/ 


DArial, Hel 


DArial,H 
/B></FON 
DArial,H 
B></FON 
<TD><FONT face=3DArial, Hel 
UNT SOLD</CENTER></B> 


vetica 


1 size=3D2></FONT>&nbsp; 
size=3D2></FONT> 
11Padding=3D2 border=3 


size=3D2>< 


vetica 
></TD> 
vetica 
></TD> 
vetica 


el 
T 
,Hel 
T 


size=3D2> 


<CENTER></CENTER></FONT></TD></TR> 


D><FONT 
D><FONT 
NTI</FONT></TD> 
D><FONT face=3 
D><FONT face=3 
D><FONT 
<CENTER>15575< 


face=3 


face=3 
D><FONT face=3 
D><FONT 
D><FONT 

D><FONT face=3 
<CENTER>10795< 


face=3 


D><FONT face=3 


DArial 
face=3DArial 


DArial, 
DArial, 
face=3DArial 
/ CENTER> 


DArial, 
DArial 
size=3D2>TIMESPLITTERS</FONT> 
DArial, 
face=3DArial, 
DArial 
/ CENTER> 


DArial, I 


lvetica 


size=3 


r m 
Փ 


vetica 


size=3 


oO 


lvetica 


size=3 


vetica 


size=3 


vetica 


size=3D2> 


vetica 


/FONT></TD></T 


R> 


size=3 


vetica 
TD> 
vetica 


D2>< 
D2>TEKKEN TAG 


D2>< 


</DIV> 


DO> 


B>GAME 


B>1</B></FONT></TD> 


D2>NAMCO</FONT></TD> 
D2>SONY</FONT></TD> 


B>2</B></FONT></TD> 


size=3D2>EIDOS</FONT></TD> 


vetica 


size=3D2>EIDOS</FONT></TD> 


vetica 


size=3D2> 


lvetica 


/FONT></TD></T 


R> 


size=3D2><B>3</B></FONT></TD> 


<TD><FONT 
SUPERCROSS</FON 
<TD><FONT 
<TD><FONT 


face=3DArial 


T></TD> 
face=3 


face=3DArial 


lvetica 


DArial 


lvetica size=3 


` 


lvetica size=3 


` 


size=3D2>SSX: 


SNOWBOARD=20 


D2>EA SPORTS</FONT></TD> 
D2>ELECTRONIC 


ARTS</FO 
<T 


<TR> 

<T 

<T 

<T 

<T 
ARTS</FO 
<T 


NT></TD> 
D><FONT 


D><FONT 
D><FONT 
D><FONT 
D><FONT 
NT></TD> 
D><FONT face=3 


face=3 
face=3 


face=3DArial, Hel 
<CENTER> 922 6</CENTER> 


face=3DArial 
face=3DArial 
DArial 
DArial 


DArial 


vetica 


size=3D2> 


lvetica 


</FONT></TD></TR> 


size=3 


lvetica 


size=3 


lvetica 


size=3D2> 


` « x x 


lvetica 


size=3D2>ELECTRONIC 


lvetica 


size=3D2> 


D2>< 
D2>FIFA 2001</FONT></TD> 
EA SPORTS</FONT></TD> 


B>4</B></FONT></TD> 


4721 


Net Yaroze newsgroups message dump.txt 


<CENTER>9172</CENTER></FONT></TD></TR> 


<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>5</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>RIDGE RACER = 
V</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>NAMCO</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY COMPUTER = 
ENT</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER> 67 95</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>6</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SILENT SCOPE</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>5863</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>7</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ISS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>KONAMI</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>4080</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>8</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SMUGGLER'S = 
RUN</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>TAKE 2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>TAKE 2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>3511</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>9</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>READY 2 RUMBLE BOXING = 
ROUND=20 
2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDWAY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDWAY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>2720</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>10</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ORPHEN: SCION OF = 
SORCERY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ACTIVISION</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>ACTIVISION</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>1848</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>11</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>DYNASTY WARRIORS = 
2</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDAS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>MIDAS</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>1236</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>12</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>WILD WILD = 
RACING</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>RAGE</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>RAGE</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>1210</CENTER></FONT></TD></TR> 
<TR> 
<TD><FONT face=3DArial,Helvetica size=3D2><B>13</B></FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>FANTAVISION</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2>SONY COMPUTER = 
ENT</FONT></TD> 
<TD><FONT face=3DArial,Helvetica size=3D2> 
<CENTER>8 2 6</CENTER></FONT></TD></TR> 
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<TR> 


dump. txt Page 


<TD><FONT face=3DArial,Helvetica size=3D2><B>14</B></FONT></TD> 

<TD><FONT face=3DArial,Helvetica size=3D2>NHL 2001</FONT></TD> 

<TD><FONT face=3DArial,Helvetica size=3D2>EA SPORTS</FONT></TD> 

<TD><FONT face=3DArial,Helvetica size=3D2>ELECTRONIC = 
ARTS</FONT></TD> 


<TD><FONT face=3DArial,t 


elvetica size=3D2> 


<CENTER>698</CENTER>< 
<TR> 
<TD><FONT face=3DArial 


/FONT></TD></TR> 


Helvetica size=3D2><B>15</B></FONT></TD> 


` 


Ht 


Helvetica size=3D2>AQUA AQUA: WETRIX = 


Helvetica size=3D2>SCI</FONT></TD> 


<TD><FONT face=3DArial, 
H20</FONT></TD> 

<TD><FONT face=3DArial, 

<TD><FONT face=3DArial, 


<TD><FONT face=3DArial 


Helvetica size=3D2>SCI</FONT></TD> 
Helvetica size=3D2> 


r 
<CENTER>688</CENTER>< 
<TR> 


/FONT></TD></TR> 


<TD><FONT face=3DArial, 
<TD><FONT face=3DArial, 


Helvetica size=3D2><B>16</B></FONT></TD> 
Helvetica size=3D2>GRADIUS III AND = 


IV</FONT></TD> 
<TD><FONT face=3DArial, 


Helvetica size=3D2>KONAMI</FONT></TD> 


<TD><FONT face=3DArial, 


Helvetica size=3D2>KONAMI</FONT></TD> 


Helvetica size=3D2> 


<TD><FONT face=3DArial, 


<CENTER>95</CENTER></FONT></T 
BODY></HTML> 


=SS5==> =_NextPart_000_00CC_01C 


D></TR></TBODY></TABLE></DIV></BLOCKQUOTE></= 


05DD1.1B600700-- 
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—-MESSAGE FILE 7265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


05991 


—-MESSAGE FILE 7266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0005992 

Path: chuka.playstation.co.uk 
From: "Matt Verran" <mverran@ 
Newsgroups: scee.yaroze.freet 
Subject: Re: sales figures... 
Date: Mon, 4 Dec 2000 09:54:2 
Organization: PlayStation Net 
Lines: 61 

Message-ID: <90fplvS$k5pl@www. 


com> <90fmvk$coll@www.netyaro 
NNTP-Posting-Host: 213.122.17 
Mime-Version: 1.0 
Content-Type: multipart/alter 
boundary="----=_NextP 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlo 
X-MimeOLE: Produced By Micros 


This is a multi-part message 


=== =_NextPart_000_0011_01C 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: qu 


George Bain <net_yaroze@sce 
news: 90fmvk$coll@www.netyaroz 
I wonder how many DVD's whe 


Good point, I suppose you hav 
increase in dvd sales that we 


Oh hows the ebay auction goin 


cheers 
Mattv 


'news 
btinternet.com> 
alk.english 


6 -0000 
Yaroze (SCEE) 


netyaroze-europe. com> 


ze-europe.com> 
6.196 


native; 
art_000_0011_01C05DD8.3036F100" 
ok Express 5.00.2314.1300 

oft MimeOLE V5.00.2314.1300 


in MIME format. 


O5DD8.3036F100 


oted-printable 


e.net> wrote in message = 
e-europe.com... 
re sold to play on PS2's.... 


e to see if there was a significant = 
ek. =20 


g George? Made enought to retire yet? 


References: <908dffSsnvl@www.netyaroze-europe.com> <908u6rS811@www.netyaroze-europe. 
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ժԿ7ԿԿ,/ = _NextPart_000_0011_01C05DD8.3036F100 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 
<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV>&nbsp; </DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>George Bain &1lt;<A=20 
href=3D"mailto:net_yaroze@scee.net">net_yaroze@scee.net</A>é&gt; wrote = 
in message=20 
<A=20 


href=3D"news: 90fmvk$coll@www.netyaroze-europe.com">news: 90fmvk$coll@www.n 

etyaroze-europe.com</A>...</DIV> 
<DIV><FONT face=3DArial size=3D2>I wonder how many DVD's where sold to 

play on=20 

PS2's....</FONT></DIV> 

<DIV>énbsp; </DIV></BLOCKQUOTE> 
DIV><FONT face=3DArial>Good point, I suppose you have to see if there = 
s a=20 
gnificant increase in dvd sales that week.énbsp; </FONT></DIV> 
IV><FONT face=3DArial></FONT>&nbsp; </DIV> 
IV><FONT face=3DArial>Oh hows the ebay auction going George?&nbsp; = 
de enought=20 
retire yet?</FONT></DIV> 
IV>énbsp; </DIV> 
IV><FONT face=3DArial>cheers</FONT></DIV> 
IV><FONT face=3DArial>MattV</FONT></DIV></BODY></HTML> 


w 


OOR: 


BEE oe etnies 


ogo 


=s === =_NextPart_000_0011_01C05DD8.3036F100-- 


—-MESSAGE FILE 7266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05992 


—-MESSAGE FILE 7267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005993 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Newbie help 

Date: Wed, 6 Dec 2000 14:39:01 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <90k560S5b61@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.125.251 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hey Guys, 


Just trying to get some help, im just starting out that this yaroze stuff, 
yeah im late but im just starting up, finally i have some time. Anyways 
what id appreciate is a list of reccommened sites or documents that would 
help a newbie, ive done alot of reading lately and have found some great 
help stuff, but any sites you think are good would be helpful. 


im really looking for some 2d sprites i can use to make a very basic demo of 
reading the pad and controlling an on screen item. Im looking to do the old 
classic 2d side scrolling shooter, so any help relating to this kinf of 
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project, or more important any sprites that i can use for the ships are all 
very welcomed. 


Thanks for any help. 


Greg 


-—-MESSAGE FILE 7267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05993 


-—-MESSAGE FILE 7268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0005994 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sales figures... 

Date: Wed, 6 Dec 2000 10:57:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 82 

Message-ID: <9016e7S4bj1@www.netyaroze-europe. com> 

References: <908dffSsnvl@www.netyaroze-europe.com> <908u6rS$811@www.netyaroze-europe. 

com> <90fmvkS$coll@www.netyaroze-europe.com> <90fplvS$k5p1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.54 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-—-=_NextPart_000_0081_01C05F73.4419E780" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is a multi-part message in MIME format. 


------ - _NextPart_000_0081_01C05F73.4419E780 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Nay, not yet. I plan to just seel it to CEX for =A3350....I only paid = 
=A3240 for it :) 


"Matt Verran" <mverran@btinternet.com> wrote in message = 
news: 90fplvS$k5pl@www.netyaroze-europe.com... 


George Bain <net_yaroze@scee.net> wrote in message = 
news: 90fmvk$coll@www.netyaroze-europe.com... 
I wonder how many DVD's where sold to play on PS2's.... 


Good point, I suppose you have to see if there was a significant = 
increase in dvd sales that week. =20 


Oh hows the ebay auction going George? Made enought to retire yet? 


cheers 
Mattv 


------ - _NextPart_000_0081_01C05F73.4419E780 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4134.100" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DArial size=3D2>Nay, not yet.&énbsp; I plan to just seel = 
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it to CEX=20 
for =A3350....I only paid =A3240 for it :)</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV>&nbsp; </DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 
<DIV>"Matt Verran" &1t;<A=20 
href=3D"mailto:mverran@btinternet.com">mverran@btinternet.com</A>&gt; = 
wrote in=20 
message <A=20 


href=3D"news: 90fplvSk5p1@www.netyaroze-europe.com">news: 90fplvS$k5p1@www.n= 
etyaroze-europe.com</A>...</DIV> 
<DIV>&nbsp; </DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 
<DIV>George Bain &1lt;<A=20 
href=3D"mailto:net_yaroze@scee.net">net_yaroze@scee.net</A>&gt; 
wrote in=20 
message <A=20 


href=3D"news: 90fmvk$coll@www.netyaroze-europe.com">news: 90fmvk$coll@www.n 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3DArial size=3D2>I wonder how many DVD's where sold = 
to play on=20 
PS2's....</FONT></DIV> 
<DIV>énbsp; </DIV></BLOCKQUOTE> 
<DIV><FONT face=3DArial>Good point, I suppose you have to see if there = 
was a=20 
significant increase in dvd sales that week.énbsp; </FONT></DIV> 
<DIV><FONT face=3DArial></FONT>&nbsp; </DIV> 
<DIV><FONT face=3DArial>Oh hows the ebay auction going George?énbsp; = 
Made=20 
enought to retire yet?</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT face=3DArial>cheers</FONT></DIV> 
<DIV><FONT face=3DArial>MattV</FONT></DIV></BLOCKQUOTE></BODY></HTML> 


see = _NextPart_000_0081_01C05F73.4419E780-- 


—-MESSAGE FILE 7268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05994 


—-MESSAGE FILE 7269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005995 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Generation Y 

Date: Wed, 6 Dec 2000 10:59:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <9016h3$4bj2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.54 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 


Has anyone seen the Net Yaroze article in this months Edge? It is 
pretty wicked. It's a shame I didn't say much during the meeting... 
I had a terrible flu and my head was pounding! Then, I lost out 
again when the Edge editor e-mailed us and asked for some more 
information...I forgot to reply! ARGH! Anyway, it has somke great 
photos and Edge did a good job. I have to send a copy back to 
Canada.... 


George 
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—-MESSAGE FILE 7269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05995 


—-MESSAGE FILE 7270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005996 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 11:27:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <90ns7d$8cl@www.netyaroze-europe. com> 
References: <9016h3S4bj2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.220.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yeah I saw it not bad at all, and all those scary photos as well :) 
Nigel 


"George Bain" <net_yaroze@scee.net> wrote in message 
news: 9016h3S4bj2@www.netyaroze-europe.com... 
> Hi all, 
> 
> Has anyone seen the Net Yaroze article in this months Edge? It is 


—-MESSAGE FILE 7270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05996 


—-MESSAGE FILE 7271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005997 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 12:39:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <90006tS8c2@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7dS$8cl@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Yeah Լ saw it not bad at all, and all those scary photos as well :) 
Scariest being the "brown" screenshot of Mud 'ո Blood on pg 64 :-/ 


I can't believe how much I was quoted in that article, along with Messrs 
Rutherford and Swan. I hope the other members think we were fair about the 
project and did it justice: I reckon it was a pretty complimentary article 
(and will serve as a source of misty-eyed nostalgia for the NY days in five 
years' time)! 


Yaroze 4 ever! 


Nick "hopes not too many people visit that diary link as he just cancelled 
his account with that ISP - ulp!" F 
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—-MESSAGE FILE 7271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05997 


—-MESSAGE FILE 7272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005998 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie help 

Date: Thu, 7 Dec 2000 12:43:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9000fg$8c3@www.netyaroze-europe. com> 
References: <90k560S5b61@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.furryboo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


If you want to get hold of some sprites, just take any image file and 
convert it to TIM format using TIMtool. My first NY project involved getting 
the FF8 logo onscreen and controlling it with the d-pad (& rotating and 
scaling with the 4 shape buttons). Once you get that down it's relatively 
trivial to get multiple sprites onscreen and a basic game engine running... 


Ira Rainey's sprite tutorial is still the original and best... I can't 
remember the direct URL but most I know ScoTT Campbell (~escotia) has a link 
tO Ֆե. 

Nick 


Cookie <gjc53@student.canterbury.ac.nz> wrote in message 
news: 90k560S5b61@www.netyaroze-europe.com... 
> Hey Guys, 


Just trying to get some help, im just starting out that this yaroze stuff, 
yeah im late but im just starting up, finally i have some time. Anyways 
what id appreciate is a list of reccommened sites or documents that would 
help a newbie, ive done alot of reading lately and have found some great 
help stuff, but any sites you think are good would be helpful. 


im really looking for some 2d sprites i can use to make a very basic demo 


f 

reading the pad and controlling an on screen item. Im looking to do the 
ld 

classic 2d side scrolling shooter, so any help relating to this kinf of 
project, or more important any sprites that i can use for the ships are 
11 

very welcomed. 


Thanks for any help. 


Greg 


VVVVVVV&® VV OVOVVVV VV VV 


—-MESSAGE FILE 7272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05998 


—-MESSAGE FILE 7273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0005999 

Path: chuka.playstation.co.uk!news 

From: "Derek da SIlva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie help 

Date: Thu, 7 Dec 2000 13:27:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
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Message-ID: <90032mS8c4@www.netyaroze-europe. com> 

References: <90k560S$5b61@www.netyaroze-europe.com> <9000fg$8c3@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: usr1843-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> If you want to get hold of some sprites, just take any image file and 
> convert it to TIM format using TIMtool. 


> > im really looking for some 2d sprites i can use to make a very basic 
demo 


Download a large (and free) collection of assorted sprites from here: 
http://www.arifeldman.com/free/spritelib.html 


Derek 


—-MESSAGE FILE 7273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
05999 


—-MESSAGE FILE 7274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006000 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 14:25:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <9006mtS$8c5@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS$8c2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-105-44.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I trudged around manchester centre today but everywhere still has ish 
NinetyOne on the shelves, why do so few newsagents stock edge? 


Matt 


-—-MESSAGE FILE 7274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06000 


-—-MESSAGE FILE 7275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006001 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 14:52:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <900874S8c6@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mt$8c5@www.netyaroze-europe.com> 
NNTP-Posting-Host: 212.187.166.165 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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I've just had a quick glimpse of it. Looks good. Haven't read the article 
yet. I've got the first two pages scanned, but the scaning software kept 
crashing :0( 


I should put the first two pages of the article on my NY site later tonight, 
the rest should follow later 


Bob 

"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9006mt$8c5@www.netyaroze-europe.com... 

> I trudged around manchester centre today but everywhere still has ish 
NinetyOne on the shelves, why do so few newsagents stock edge? 


> 
> 
> Matt 
> 
> 


—-MESSAGE FILE 7275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06001 


—-MESSAGE FILE 7276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006002 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 11:23:17 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <900gqm$8c7@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mt$8c5@www.netyaroze-europe. com> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9006mt$8c5@www.netyaroze-europe.com... 

> I trudged around manchester centre today but everywhere still has ish 
> NinetyOne on the shelves, why do so few newsagents stock edge? 


Because it isn't mass-market. It doesn't sell a lot of copies - something 
like 20,000 a month compared to 200,000 for the OPSM mag. 


—-MESSAGE FILE 7276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06002 


—-MESSAGE FILE 7277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006003 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 17:32:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <90o0hugS8c8@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS$8c2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Doh! Hurry and get it back up! Surely this new company your working for 
is paying you big ՏՏՏ. 
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George 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 90006tS$8c2@www.netyaroze-europe.com... 


Nick "hopes not too many people visit that diary link as he just cancelled 
his account with that ISP - ulp!" F 


> 
> 
> 
> 


—-MESSAGE FILE 7277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06003 


—-MESSAGE FILE 7278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006004 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 7 Dec 2000 17:33:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <900i5mS$8c9@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mt$8c5@www.netyaroze-europe.com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Best to go visit WHSmiths or Borders... 


George 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9006mt$8c5@www.netyaroze-europe.com... 

> I trudged around manchester centre today but everywhere still has ish 
NinetyOne on the shelves, why do so few newsagents stock edge? 


> 
> 
> Matt 
> 
> 


-—-MESSAGE FILE 7278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06004 


—-MESSAGE FILE 7279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006005 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Got my PS2! 

Date: Fri, 8 Dec 2000 00:22:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <90p9h1S$5901@www.netyaroze-europe. com> 
References: <8vjnm3Sqqml@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Cool! 
And congrats with Timesplitters thing! I always look out for SCEE names that 
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I recognize in games. 


I had to wait till 9:00am on the 24th Nov to get my paws on my PS2 as I got 
it from 'Currys' in Glasgiw - inside the Buchanan Galelries shopping centre, 
and they wouldn't open the entire place just for currys! 


Anyway, had no problems with it and the DVD has made me hate VHS 
Now, how can I get my Yaroze disc to boot.......... 77) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 8vjnm3$qqml@www.netyaroze-europe.com... 
> : ) 


George 


V V V V V 


--MESSAGE FILE 7279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06005 


—-MESSAGE FILE 7280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006006 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DVD playback on PS2, with scart RGB 

Date: Fri, 8 Dec 2000 00:30:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <90p9vf$5902@www.netyaroze-europe. com> 
References: <8vobm1Sbkql@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I only have one word to say about this:- 
MACROVISION (Sony take note) 


-Kenny 
littlebrother@ntlworld.com 


"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 
news: 8vobm1$bkql@www.netyaroze-europe.com... 


> Hi all, 

> 

> I've just read on Digitiser, page 481 on CH4 teletext, that there a is bit 
> of a problem viewing DVD's on the PS2 with a scart RGB connection. 

> Apparently the movies are displayed with a green hue over them. 1 haven't 
> tried anything yet since I don't have a RGB connection... but can anyone 

> from Sony comfirm/deny this? 

> 

> Bob 

> 

> 

> 


—-MESSAGE FILE 7280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06006 


-—-MESSAGE FILE 7281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006007 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: more newbie help please 

Date: Fri, 8 Dec 2000 13:44:01 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <90pak1$5903@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.125.251 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hi Guy, 


got hold of some sprites, they are of course in bmp format. (its a sheet of 
graphics and i can cut what graphic i want out of it). 


Anyway im not sure how to go about turning a ordinary graphcs file, gif, 
jpg, bmp or what ever into a compatible psx tim file. 


any help with a description of how to do this would be most helpful. i can 
get stuff on the screen if im using a tim file that someone has already 
created, but im not sure how to create my own tim files. 


ive donwloaded the photoshop plugin for the web site, but i only have 
version 5.5 at my work, and it says its only for version 2 or 3. 


well any help on a description of how to create my graphic files would b 
wonerful. 


thanks guys 


—-MESSAGE FILE 7281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06007 


—-MESSAGE FILE 7282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006008 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: more newbie help please 

Date: Fri, 8 Dec 2000 08:38:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <90qé6émiS5904@www.netyaroze-europe. com> 
References: <90pak1$5903@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.88.76.215 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi, 

I think the Photoshop plugin should work. 1 think I've got it to work with 
newer versions of Photoshop... But the best thing to do is use TimTool3, it 
should be available in the Tools section. That way you can graphically move 
TIMS around VRAM 

Regards 

Bob 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 90pak1$5903@www.netyaroze-europe.com... 


> Hi Guy, 

> 

> got hold of some sprites, they are of course in bmp format. (its a sheet 
of 


> graphics and i can cut what graphic i want out of it). 
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Anyway im not sure how to go about turning a ordinary graphcs file, gif, 
jpg, bmp or what ever into a compatible psx tim file. 


any help with a description of how to do this would be most helpful. i 
an 

get stuff on the screen if im using a tim file that someone has already 
created, but im not sure how to create my own tim files. 


ive donwloaded the photoshop plugin for the web site, but i only have 
version 5.5 at my work, and it says its only for version 2 or 3. 


well any help on a description of how to create my graphic files would b 
wonerful. 


thanks guys 


VVVVVVVVVVVVVVAVVV VV 


—-MESSAGE FILE 7282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06008 


-—-MESSAGE FILE 7283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006009 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 11 Dec 2000 09:30:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <9126s2S7f1@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mtS$8c5@www.netyaroze-europe.com> <90 
0874S8c6@www.netyaroze-europe. com> 

NNTP-Posting-Host: 212.187.167.8 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've uploaded the full article to my NY homepage, I've reduced the image 
quality on the scans so they work out at about ~130k each. 


http: //www.netyaroze-europe.com/~dogsnads/events/index.htm 
Bob 

"ROBERT C SHAND" <bob@shand.org.uk> wrote in message 

news: 900874S8c6@www.netyaroze-europe.com... 


> I've just had a quick glimpse of it. Looks good. Haven't read the 
article 


> yet. I've got the first two pages scanned, but the scaning software kept 
> crashing :0 ( 

> 

> I should put the first two pages of the article on my NY site later 
tonight, 

> the rest should follow later 


Bob 
"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9006mt$8c5@www.netyaroze-europe.com... 


> I trudged around manchester centre today but everywhere still has ish 
> NinetyOne on the shelves, why do so few newsagents stock edge? 

> 

> Matt 

> 

> 


VVVVVVVVV VV 
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> 


—-MESSAGE FILE 7283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06009 


—-MESSAGE FILE 7284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006010 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 11 Dec 2000 19:51:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <913ba5$871@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mtS$8c5@www.netyaroze-europe.com> <90 
0874S8c6@www.netyaroze-europe.com> <9126s2S7f1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-39-151.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


hey thats a really sweet article. Nice bit of attitude about lurkers there 
Mr Rutherford. 


What i cant understand is how you went the entire article without mentioning 
direct X once. The bit about 'who will be as brave as sony', surely the next 
generation of coders will get themselves a nice copy of visual C++ standard 
edition (complete with great online docs), and a copy of Inside DirectX and 
Direct3D, total cost about £100. The only thing thats missing is a bit of 
community (msdn.microsoft.com is a bit slow), and the fact that you dont 
have to spend £500 to show how committed you are to the games industry. 


Actually, theres not really anything stopping anyone starting 
xboxacademy.com ("the same API as your X-box! code like the stars!") as a 
subscription website, write a couple of passmore-style tutorials every 
couple of months, do a bit of self-promotion lah di dah. Do you think it 
would work? 


hmm 


graeme 


—-MESSAGE FILE 7284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06010 


-—-MESSAGE FILE 7285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006011 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: gcc compiler and visual stuido 

Date: Tue, 12 Dec 2000 09:02:26 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <913bkg$872@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.125.251 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


HI Guys, 


This may have been anwsered before but i'll ask anyway. 


For work i use visual studio (visual ct+, interdev etc.) 
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im wondering if there is anyway to set it up so that i can compile my yaroze 
code under that development environment? 


any help with this would be appreciated, i would expect you should be able 
to define what directory the includes/lib etc are and what compiler to use. 


ok i hope someone can help. 


Also sorry for the posts in this newsgroup, but the rest look like they are 
dead? 


—-MESSAGE FILE 7285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06011 


—-MESSAGE FILE 7286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006012 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gcc compiler and visual stuido 

Date: Mon, 11 Dec 2000 22:35:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <913ks4S$873@www.netyaroze-europe. com> 
References: <913bkg$872@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1405-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


www.netyaroze-europe.com/~steved/articles/using_gcc_makefiles_in_ds.htm 


-—-MESSAGE FILE 7286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06012 


—-MESSAGE FILE 7287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006013 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: siocons and gcc replacements 

Date: Tue, 12 Dec 2000 12:45:31 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9130mo0$874@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.125.251 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Ok, 


so i can use visual studio, and ive been reading all the old posts of the 
newsgroups, and have seen many mentions of replacement software for siocons 
and gcc. 


ive seen yarozemaster, rhide? and a few others. 


Could anyone reccomend a replace dev ide that has siocons built in? i think 
jeff lawson (scea) had/has built one, but his site links to 
www.yarozeworld.org, which happens to be dead, so has anyone downloaded a 
very good ide and siocons terminal in one program? 


comments and reccomendations welcomed. Sorry for all the posts, like i said 
im just starting out, the newsgroups are pretty dead, and after reading many 
postings a lot of the sites that were alive are dead. 
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thanks for all your help 


—-MESSAGE FILE 7287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06013 


—-MESSAGE FILE 7288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006014 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 11 Dec 2000 23:49:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <913p1t$875@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mtS$8c5@www.netyaroze-europe.com> <90 
o874S8c6@www.netyaroze-europe.com> <9126s2S7f1@www.netyaroze-europe.com> <913ba5$871 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.122.253.26 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> hey thats a really sweet article. Nice bit of attitude about lurkers there 
> Mr Rutherford. 


That was me actually. But seeing as you posted, I guess you won't be taking 
offence ;) 


—-MESSAGE FILE 7288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06014 


—-MESSAGE FILE 7289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006015 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 11 Dec 2000 23:56:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <913pe2$876@www.netyaroze-europe. com> 

References: <9016h3S4b j2@www.netyaroze-europe.com> <90ns7dS$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <90o0hug$8c8@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.122.253.26 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Doh! Hurry and get it back up! Surely this new company your working for 
> is paying you big $$$. 


Hmmm. Unfortunately they know I'm a sucker for expenses-paid trips to GDC, 
E3, Milia etc, so they have me by the balls and on the cheap. I guess if I 
wanted megabucks I could always go write investment banking software in VB 
though. 


For some reason the old site is still up, even though I cancelled my account 
4 months ago - handy. =) 


Nick 
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—-MESSAGE FILE 7289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06015 


-—-MESSAGE FILE 7290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006016 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons and gcc replacements 

Date: Tue, 12 Dec 2000 00:11:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <913qbt$877@www.netyaroze-europe.com> 
References: <9130mo0$874@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Check out my PSXComm util, it's on my home page at 
http://www.netyaroze-europe.com/~kmillar 


I've updated it a little since I posted it there, and if you find it useful 
let me know and I will send you the latest version. 


-Kenny 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9130mo$874@www.netyaroze-europe.com... 

> Ok, 

> 

> so ican use visual studio, and ive been reading all the old posts of the 
> newsgroups, and have seen many mentions of replacement software for 
siocons 

> and gcc. 


ive seen yarozemaster, rhide? and a few others. 


Could anyone reccomend a replace dev ide that has siocons built in? i 
hink 

jeff lawson (scea) had/has built one, but his site links to 

www. yarozeworld.org, which happens to be dead, so has anyone downloaded a 
very good ide and siocons terminal in one program? 


VVVVVIAVV VV 


comments and reccomendations welcomed. Sorry for all the posts, like i 
said 

> im just starting out, the newsgroups are pretty dead, and after reading 
many 

> postings a lot of the sites that were alive are dead. 


v 


> thanks for all your help 
> 
> 
> 


--MESSAGE FILE 7290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06016 


--MESSAGE FILE 7291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006017 

Path: chuka.playstation.co.uk!news 

From: "Kenny" <littlebrother@bigfoot.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons and gcc replacements 

Date: Tue, 12 Dec 2000 00:12:37 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <913qeg$878@www.netyaroze-europe. com> 
References: <9130mo$874@www.netyaroze-europe. com> 
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NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


...doesn't code warrior have the siocons equivalent built in? 
-Kenny 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9130mo$874@www.netyaroze-europe.com... 

> Ok, 

> 

> so ican use visual studio, and ive been reading all the old posts of the 
> newsgroups, and have seen many mentions of replacement software for 
siocons 

> and gcc. 


ive seen yarozemaster, rhide? and a few others. 


Could anyone reccomend a replace dev ide that has siocons built in? i 
hink 

jeff lawson (scea) had/has built one, but his site links to 
www.yarozeworld.org, which happens to be dead, so has anyone downloaded a 
very good ide and siocons terminal in one program? 


VV NV VC NV VV V 


> comments and reccomendations welcomed. Sorry for all the posts, like i 
said 

> im just starting out, the newsgroups are pretty dead, and after reading 
many 

> postings a lot of the sites that were alive are dead. 


v 


> thanks for all your help 
> 
> 
> 


4739 


--MESSAGE FILE 7291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06017 


--MESSAGE FILE 7292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006018 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons and gcc replacements 

Date: Tue, 12 Dec 2000 14:34:12 +1300 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <913v2f£$879@www.netyaroze-europe. com> 


References: <9130mo$874@www.netyaroze-europe.com> <913qeg$878@www.netyaroze-europe.c 


om> 

NNTP-Posting-Host: 202.37.125.251 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hey Kenny, 


Yup it does but i dont like the codewarrior, ( a friend had it and i tried 
it out but didnt liek it, i never bought it when it was offered). 


send through your latest version if you can, you can email it to me or post 
it to your site and ill download it from there. 


im looking for an all in one dev environment with upload via siocons type 
util. I know jeff lawton made one, but i cant find it and his yaroze page 
is dead so i was hoping someone downloaded it and has a copy to send. 


cheers 
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"Kenny" <littlebrother@bigfoot.com> wrote in message 

news: 913qeg$878@www.netyaroze-europe.com... 

> ...doesn't code warrior have the siocons equivalent built in? 
-Kenny 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9130mo$874@www.netyaroze-europe.com... 

> Ok, 

> 


he 


siocons 

> and gcc. 

> 

> ive seen yarozemaster, rhide? and a few others. 
> 


think 
> jeff lawson (scea) had/has built one, but his site links to 


> very good ide and siocons terminal in one program? 

> 

> comments and reccomendations welcomed. Sorry for all the posts, 
said 


many 
> postings a lot of the sites that were alive are dead. 
> 


> thanks for all your help 
> 
> 
> 


VVVVVVVVVVVV VV D VV VV VV VV VV EV VV VV V V 


Page 4740 


> so i can use visual studio, and ive been reading all the old posts of 


> newsgroups, and have seen many mentions of replacement software for 


> Could anyone reccomend a replace dev ide that has siocons built in? i 


> www.yarozeworld.org, which happens to be dead, so has anyone downloaded 


like i 


> im just starting out, the newsgroups are pretty dead, and after reading 


—-MESSAGE FILE 7292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06018 


—-MESSAGE FILE 7293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006019 

Path: chuka.playstation.co.uk!news 

From: "James" <jburns@dunlops.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: lurking 

Date: Tue, 12 Dec 2000 09:55:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <914sg4$d831@www.netyaroze-europe. com> 
NNTP-Posting-Host: nsl.dunlops.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


lurking here 
lurking there 

all those lurkers 
everywhere.... 


that's me that is! 


James 


—-MESSAGE FILE 7293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06019 


—-MESSAGE FILE 7294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006020 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 14 Dec 2000 21:02:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <91lbdg3Skell@www.netyaroze-europe.com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <90ohugS$8c8@www.netyaroze-europe.com> <91 
3pe2S$876@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-145-66.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> For some reason the old site is still up, even though I cancelled my 
account 
> 4 months ago - handy. =) 


Are you still planning to do a new site with all the up to date NickF news? 
And, hey(!) you said you'd put those Rare diaries up yeaaaaars ago. 


Matt 


—-MESSAGE FILE 7294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06020 


-—-MESSAGE FILE 7295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006021 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 14 Dec 2000 22:03:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <91lbfu2Skel2@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <90ohugS$8c8@www.netyaroze-europe.com> <91 
3pe2S876@www.netyaroze-europe.com> <9lbdg3S$kell@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-145-226.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Are you still planning to do a new site with all the up to date NickF 
news? 
> And, hey(!) you said you'd put those Rare diaries up yeaaaaars ago. 


Are people really that interested in what I'm doing now? All the lurkers put 
your hand up :) 


Here's a snippet (not really) from the famed-if-not-yet-mythical Rare diary: 


"Oh God why is Twycross in the middle of nowhere and I can't even drive and 
I have to cycle 15 miles a day and playing Jet Force Gemini every day isn't 
the laff I thought it would be and why does everyone diss the testers 
(except for the lead designer of JFG who was cool) and am I really going to 
be working 9am - lam every day for the next 5 weeks????" 


No you're not - you're going to quit and go to work at C Labs instead. 
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Oh well, at least I can laugh about it now! =) 


Nick "not yet shipped a product" F 


—-MESSAGE FILE 7295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06021 


—-MESSAGE FILE 7296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006022 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 14 Dec 2000 18:24:16 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <91bo031S$kel13@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <90o0hug$8c8@www.netyaroze-europe.com> <91 
3pe2S876@www.netyaroze-europe.com> <9lbdg3Skell@www.netyaroze-europe.com> <9lbfu2Ske 
12@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 9lbfu2Skel2@www.netyaroze-europe.com... 


> 

> Are people really that interested in what I'm doing now? All the lurkers 
put 

> your hand սք :) 

I'd love to read the stories from the Rare days... They're just so 
secretive... 


> "Oh God why is Twycross in the middle of nowhere and I can't even drive 
ae have to cycle 15 miles a day and playing Jet Force Gemini every day 

` Ա 

ae laff I thought it would be and why does everyone diss the testers 

> (except for the lead designer of JFG who was cool) and am I really going 
ee working 9am - lam every day for the next 5 weeks????" 


I had a mate interview down there once, he made up his mind he wasn't 
interested before reaching the office - it was just too far away from 
civilization of any kind. 


> Nick "not yet shipped a product" F 
I know people who've been in this industry for well over five years without 


even coming close to finishing a project, never mind actually *shipping* 
something. 


—-MESSAGE FILE 7296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06022 


—-MESSAGE FILE 7297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006023 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Fri, 15 Dec 2000 09:35:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 15 

Message-ID: <91d54nSs3f1l@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <90ohugS$8c8@www.netyaroze-europe.com> <91 
3pe2S876@www.netyaroze-europe.com> <9lbdg3S$kell@www.netyaroze-europe.com> <9lbfu2Ske 
12@www.netyaroze-europe.com> <91bo31$kel3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-147-155.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> > Are people really that interested in what I'm doing now? All the lurkers 
> put 

> > your hand up :) 

> 

> I'd love to read the stories from the Rare days... They're just so 

> secretive... 


Yep, plus I'm still a student, so if people don't post enough yaroze diaries 
I won't have anything to do while avoiding writing my essays. It'd be nice 
to read the final conclusion to your diaries Nick, from the first hearing 
about the yearoze and meeting James to getting an industry job. 


Matt 


—-MESSAGE FILE 7297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06023 


-—-MESSAGE FILE 7298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006024 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Fri, 15 Dec 2000 17:53:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
Message-ID: <3A3A5A95.4D9E1F9C@reading.ac.uk> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mtS$8c5@www.netyaroze-europe.com> <90 
o874S8c6@www.netyaroze-europe.com> <9126s2S7f1@www.netyaroze-europe.com> <913ba5$871 
@www.netyaroze-europe.com> <913p1t$875@www.netyaroze-europe.com> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Nick Ferguson wrote: 


> hey thats a really sweet article. Nice bit of attitude about lurkers there 
> Mr Rutherford. 


VV NV V V V 


That was me actually. But seeing as you posted, I guess you won't be taking 
offence ;) 


I don't really like the anti-lurker attitude there, though. Ever hear 
of social disablement? 

Some people are just shy or hold low opinions of themselves and don't 
get on well in groups of people, especially ones they don't know. I'm 
overcoming this at the moment but when I started with the Yaroze it was 
very strong, and the necessity at that time to become involved with 
groups of unknown people in order to obtain anything near adequate 
information to program the thing was a major disincentive. To be told 
that because of such a disablement I was "never a real Yaroze user" is 
quite insulting, as I did produce a few bits (but didn't circulate them 
— that would mean becoming involved in the group, after all) Besides, I 
didn't think they were good enough (but then, a good 50% of Yaroze stuff 
I saw fell into the category of "If I had made this I wouldn't have 
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shown it to anyone" (and some of that fell into the category "And I'd 
deny it if anyone asked me" ;) ) ). And if I was spending time on the 
Yaroze I'd far rather spend time trying to write stuff on it than 
maintaining a web site. 

Even the end of the article said that the nature of the community made 
people feel uncomfortable with it. 

I *can* understand the reason behind the clamouring for NY2 coming 
from people who didn't do much on the NY1 - most likely these are the 
people who kept putting off the day when they'd finally write something, 
and seeing the PS1 become obsolete, want to avoid the realization of 
"Out of time, game over!". 

Oh, and "will there ever be another Net Yaroze"? There already is, 
except they've blurred the amateur/professional distinction even 
further. http://idn.indrema.com/. (Although it doesn't make me too keen 
that the director doesn't know how to use capital letters in chat.) 
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—-MESSAGE FILE 7298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06024 


-—-MESSAGE FILE 7299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006025 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Generation Y 

Date: Fri, 15 Dec 2000 20:08:09 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 
Message-ID: <9ldtonSs3f2@www.netyaroze-europe. com> 


References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 


com> <90006tS8c2@www.netyaroze-europe. com> 

Reply-To: "sandinista" <sandinista@ic24.net> 
NNTP-Posting-Host: 212.137.179.171 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nick Ferguson <nick@digidoll.co.uk> wrote in message 
news: 90006tS$8c2@www.netyaroze-europe.com... 
> > Yeah I saw it not bad at all, and all those scary photos as well :) 


Scariest being the "brown" screenshot of Mud 'ո Blood on pg 64 :-/ 


I can't believe how much I was quoted in that article, along with Messrs 
Rutherford and Swan. 


> 
> 
> 
> 
> 


Neither can 1.. 


I hope the other members think we were fair about the 
> project and did it justice: 


No . And No again 

I reckon it was a pretty complimentary article 

> (and will serve as a source of misty-eyed nostalgia for the NY days in 
five 


> years' time)! 


It was your chance to compliment the scheme . Instead you chose to rubbish 
your fellow members 


> 
> Yaroze 4 ever! 


Yeah , right , Fatty 


* Cooler To Be Blue * 
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gaz 


-—-MESSAGE FILE 7299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06025 


—-MESSAGE FILE 7300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006026 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Sat, 16 Dec 2000 00:27:21 +0000 

Organization: Netcom member 

Lines: 75 

Message-ID: <3A3AB6E9. 92B3BD6A@netscapeonline.co.uk> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: userap78.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I personally, appreciate that you guys did an article with edge about the 
Yaroze, however it could have been done a litte more friendly. If you re-read 
the article, it does seem to spend too much time telling everyone that those 
who did not enter the industry had wasted the opportunity they paid up to £600 
for....hmmmmmmm 


I also think, you guys should have done a little more research, did you 
manage to miss the Eclipse Software stuff? We are still going strong, we still 
have plenty of active members and we are on the verge of entering the industry 
ourselves. I did post many messages on this newsgroup, but a little bit of 
self-indulgence seemed to be the order of the day. Matt Verran and myself have 
worked hard to keep the scene alive, so I think it is a little premature to 
write the death certificate yet, especially due to the latest 
developments....... 


However, That's not to say I hold any grudge, quite the opposite, there were 
many good points about the article that managed to show, in a bit-part, that 
the Yaroze was worth while, and I congratulate everyone who entered the 
industry because of their efforts and the Yaroze...... 


I wish everyone the best for the future and I hope that all of us, who wish to 
enter the industry, does so. The yaroze does live on through: 


www. yarozescene.co.uk 


Everyone is welcome to visit/join and leave messages on our board.... 
Thank you, 


Marc Lambert. 


marc@eclipsesoftware.co.uk 
www.eclipsesoftware.co.uk 
www. yarozescene.co.uk 


sandinista wrote: 


Nick Ferguson <nick@digidoll.co.uk> wrote in message 
news: 90006tS$8c2@www.netyaroze-europe.com... 
> > Yeah I saw it not bad at all, and all those scary photos as well :) 


> 
> 
> 
> > 
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Scariest being the "brown" screenshot of Mud 'ո Blood on pg 64 :-/ 


> 
> 
> I can't believe how much I was quoted in that article, along with Messrs 
> Rutherford and Swan. 

Neither can I.. 


I hope the other members think we were fair about the 
> project and did it justice: 


No . And No again 

I reckon it was a pretty complimentary article 

> (and will serve as a source of misty-eyed nostalgia for the NY days in 
five 


> years' time)! 


It was your chance to compliment the scheme . Instead you chose to rubbish 
your fellow members 


> 
> Yaroze 4 ever! 


Yeah , right , Fatty 


* Cooler To Be Blue * 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


gaz 


—-MESSAGE FILE 7300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06026 


—-MESSAGE FILE 7301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006027 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Generation Y 

Date: Sat, 16 Dec 2000 00:59:52 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 226 
Message-ID: <9leereSrlbl@www.netyaroze-europe. com> 

References: <9016h3S4b j2@www.netyaroze-europe.com> <90ns7dS$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe.com> ՀՅ 
A3AB6E9. 92B3BD6A@netscapeonline.co.uk> 

NNTP-Posting-Host: user-216-81. jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> I personally, appreciate that you guys did an article with edge about the 
> Yaroze, however it could have been done a litte more friendly. If you 
re-read 
> the article, it does seem to spend too much time telling everyone that 
those 

> who did not enter the industry had wasted the opportunity they paid up to 
£600 

> for....hmmmmmmm 


I think what a lot of people are forgetting is that we didn't write the 
article. Sure we went to London, did the interview and answered some email 
questions... but we didn't write the interview!!! We can't be held 
responsible for what Edge actually published. 


I personally think that we gave an honest view of what NetYaroze tried to 
do, and where it succeded and failed. I don't think it is fair to criticse 
the people that were mentioned in the article from one line quotes, since 
there is no context given for them. 
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> I also think, you guys should have done a little more research, did 
you 

> manage to miss the Eclipse Software stuff? We are still going strong, we 
still 
> have plenty of active members and we are on the verge of entering the 
industry 

> ourselves. I did post many messages on this newsgroup, but a little bit of 
> self-indulgence seemed to be the order of the day. Matt Verran and myself 
have 

> worked hard to keep the scene alive, so I think it is a little premature 
to 

> write the death certificate yet, especially due to the latest 

> developments....... 


OK I'm going to take the bait on this one ;0)...... I personally did 
mention the stuff that you guys are doing... but again I can't do anything 
about what Edge decide to print. 


I tried to give a personal balenced view of the NY, if some people don't 
agree with my views.... tough... 


I don't know why.. but below are the questions that I was asked and the 
replies I gave..... Read 'em see if you think I was being fair... 


Comments welcome to me bob@shand.org.uk (COMMENTS NOT FLAMES ;0) 


Anyway that's my two cents 
Bob 


> 
> 1. What are you currently doing/working on? 


Well I'm still at Uni (University of Abertay-—Dundee), on the BSc Computer 
Games Technology, I'm in my third year, working on courseworks etc. At uni 
we are looking at Software Tool Creation, OpenGL for Games and 3D on the 
Yaroze. 

For OpenGL we've got to create a random terrain, that looks as good as we 
can make it. For 3D Yaroze we have to create a 3D tile based game. I'm 
(hopefully) going to work on a port of the origional Wolfenstein. 


> 

> 2. How did you get involved in the Yaroze scene? What were you doing at 
> the time; did you have any previous programming experience? How heavily 
> involved with the scene were you? 


I origionally saw the Yaroze adverts that appeared on the OPM disc, so I 
saved my money for a looonnng time and then shelled out £470 odd quid for 
the Yaroze and Codewarrior. When the package arrived it was like Christmas 
<g>. The the price dropped about two weeks after I bought mine. Օհ well 
<g> 


Before I got the Yaroze I had a little programming experience in C, not 
much, just simple "Hello world" stuff, and things for friends. I was just 
playing with programming really. I decided at a (relatively) young age that 
I wanted to work in the games industry. My first industry experience was 


when I did my work experience with school. I managed to get a week long 
testing job down at Bullfrog, so the family took a holiday down near 
Guildford, while I went to work. (Ok so near Guildford ‘aint the best 


place for a holiday but my Family have been very supportive <g>) 


Well.... erm... on the programming side I didn't really post much code... or 
for that matter finish many projects. BUT! I did try and get involved with 
the social scene. I organised a night out in Dundee for all of the Yaroze 
people who were near Dundee. Also had a good night out in Edinburgh with 
NickF and load the others. George Bain also visited the University, since 
Sony were giving some Net Yarozes to Uni, so after the official thing we 
went and got drunk. Which was pretty cool. 


> 3. How well did the Yaroze help you prepare for a job in the videogame 
> industry? 


Hrmmm. Not really applicable YET! But if anyone want to offer me summer 
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placements please mail bob@shand.org.uk <g>. I think having an insight of 
developing for a different platform, instead of the PC, must be a great 
advantage. 


> 4. How important was support from Sony? 


When new members arrived on the news groups they often criticised Sony for 
the tools and support that they received, I did so myself. I think a lot of 
poeple were annoyned that they had spent X many pounds on the Yaroze, and 
support could appear (to newbies) thin on the ground. But after a while you 
realised just what Sony were offering, and in fact that the support was 
there, if you asked nicely and checked previous messages on the news groups. 


I think Sony got a lot of stick, most of which was undeserved. 


> 5. How important was the community that grew up around the Yaroze? How 
> accessible to outsiders was this community? 


If anything this was the most important aspect of the Yaroze. It enabled 
you to meet people, help.. be helped... etc. I've met a lot of good friends 
thru the Yaroze, some here and some abroad. 


I think the Yaroze community could be a bit harsh at times.... not 
intentionally. I think a few of the older members could get annoyed at 
newbies coming in and asking how do I do this?, can someone help me do? How 
do I load TIMS? How do I set the baud rate? etc. a lot of new people were 
unwilling to look at the example code, and search the previous news posts. 
But generally the Yaroze scene was a very welcoming bunch of people. 


> 6. What were the advantages of learning to programme on the Yaroze 
> compared to the PC? 


Well I don't think learning to programming from the ground up on the Yaroze 
is/was a good idea. Once you understand at least the basics of C than the 
Yaroze is a fun thing to play with. It gets you out of the mindset of "All 
computer are PCs". The Yaroze is obviously a very different beast from the 
PC. I found it fun and challenging to get used to programming for a target 
and not the host. 


> 7. How good/diverse was the content that was produced by Yaroze coders? 


As with everything it varied, there was some absolutely great stuff, and 
some completely wacky stuff. But the most important thing was that a lot of 
it was FUN and inovative. A lot of people in the industry are just churning 
out the same old stuff, and aren't creating fun, new and intresting games. 


> 8. How widespread was actual collaboration on projects (as opposed to 
> simple sharing of information)? 


Hrm.. a difficult one to judge. A lof of people started projects with 
others... which then fell apart. I'm not saying anything bad against people 
working together, but the fact that we aren't together in the same 
room/building makes it very difficult to colaborate with other people. 

There are still some people and projects that are going strong and the very 
best of luck to them. http://www.yarozescene.co.uk 


> 9. Do you think that there are too many games out there that place 
> technical slickness over enjoyable gameplay? How far did programming for 
> the Yaroze force you to focus on gameplay? 


Yes and No, I think the problem is not on the technical side, but more on 
the design side. Games have appeared to be stuck in a rut lately, you know 
the same old 1st person shooter, followed by a Tomb Raider clone.... YET 
another FIFA. I think more technical stuff in games is great, the more the 
merrier, but we have to remember the most important thing of all Gameplay! 


I think gameplay was always key on the Yaroze, you've got to remeber that a 
lot of people worked on their own, and simple didn't have the time or skill 
to make a game look/sound nice aswell as play well. So it HAD to play well 


> 10. The release of PS2 has, arguably, highlighted current over reliance 
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> on software libraries etc. at the expense of fully getting to grips with 
> assembly language. How far did the Yaroze encourage/discourage such a 
> reliance? 


The documentation provided was very sparse for the Yaroze, so no detail 
about asm, or how the units actually work. So most development was done 
with the Gs library calls. 


11. With the Net Yaroze and PC providing an adequate testing ground for 
the future generation of the industry's coders while the videogame 
industry is relatively immature, where do you see the next generation of 
programmers coming from? Do you have any experience with videogame 
specific university courses? How far do they meet the needs of a 
fast-maturing business? 


VV NV V V V 


I think you'll find a lot of people again coming from the bedroom, and from 
specific courses. I think that with SCEE giving away a free version of 
BASIC with each PS2 is a superb scheme, that should encourage loads of PS2 
owners to play with programming, and then maybe develop it further into a 
hobby, and a possible career. 


As for the degree courses I think they are a great idea, Dbut they need more 
support from games companies. We need more companies coming to us and 
telling us what they want. We need more offers of placements, we need 
people to come and talk to us. 


I also think that a lot of people perceive the course at Abertay 
(www.abertay-dundee.ac.uk) to be about design, whilst it is true there are 
design elements, the most impotant aspect is that of programming. 


> 12. With several of you now working in the videogame industry, what are 
> your impressions? How mature do you think it is, in terms of the way 
> employees, and minorities are treated. 


Again NA, but.... 
> 13. Where now for the Net Yaroze? Do you think anything like it will be 


> produced again (and why)? Is it just a fading memory, and if so, what 
> are the lessons that should be learned. 


Where now?? Hrm .. a difficult one, I think it'll just carry on chugging 
along people having fun, talking and helping each other. Just like it has 
since it began. 


I'd like to think that a Yaroze (in the true sense, not the free BASIC from 
SCEE) will happen again.... but I doubt it. Looking at it from a pure 
business view, it cost too much money etc. but I'd like to be proven wrong 
by some Sony exec! HINT HINT !! <g> 


Fading memory I hope not. When I first saw the Yaroze on the cover of Edge 


I fell in love with it, lets hope that this is not the last time that the 
Yaroze graces the pages of Edge. Lessons to be learned.... I don't know at 
all.... I haven't thought about it. Maybe just that it was a *unique* 


experiment from a company that didn't have to do anything like it did. They 
supported the end users, and let them try new and intresting things, with 
commercially sensitive information... maybe some other companies should take 
a leaf out of Sonys book. 


—-MESSAGE FILE 7301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06027 


—-MESSAGE FILE 7302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006028 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Sat, 16 Dec 2000 10:49:53 +0000 

Organization: Netcom member 
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Lines: 31 

Message-ID: <3A3B48D1.C6436E35@netscapeonline.co.uk> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe.com> ՀՅ 
A3AB6E9. 92B3BD6A@netscapeonline.co.uk> <9leereSrlbl@www.netyaroze-europe.com> 
NNTP-Posting-Host: userbd84.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi Robert. 


I'm in no way saying that yourself and the others intentionally went out to 
rubbish the rest of us, in fact I don't think you did at all. The reason why a 
few people seem a little annoyed at the article is that it does have an 
unfavourable tone on those of us who are still here. There must have been some 
point in the interview when it came up and you all probably had strong opinions, 
because lets face it, a great deal of people who bought the Yaroze never did do 
anything with it, otherwise these newsgroups would be a lot more active, the 
Journo probably picked up on this a little too much and seemed to split the 
article into two sides, those who have made it into one category, those who 
haven't WHETHER or not they are still trying, into the category of those who 
never will. 


However, you guys DID help bring the Yaroze back into the limelight, if fora 
short while, most of you HAVE showed the rest of us that it is very possible to 
get into the industry through the Yaroze and some of you even still appear on 
this newsgroup, which helps to keep it going. 


Finally, I will mail you later to find out how you are getting on, but by no 
means am I going to flame you since there's nothing to flame about (do you know 
the journalists e-mail? hehe) :-) 


Cheers, 


Marc. 


-—-MESSAGE FILE 7302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06028 


-—-MESSAGE FILE 7303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006029 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Sat, 16 Dec 2000 11:50:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <91fl6sSrlb2@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-84-95.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I think the article reflected a certain section of the yaroze users, 
specifically the ones that turned up to the Edinborough yaroze meet. And to 
be honest those are some of the members that have done the most on/for the 
yaroze. Like Bob says, they didn't write the article but I think that 
everything that was quoted was justified and the people chosen deserved to 
be there. 


If you havn't produced any games, code or programs and have never posted to 
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these newsgroups then you can't be considered part of the community, it's a 
given. Don't take offence, prove people wrong by getting involved and 
putting some stuff out. 


The article showed the yaroze and it's members in a professional and 
intelligent light which everyone here should be pleased about. The more 
developers and publishers understand about the yaroze the better it is for 
any members seeking jobs in the industry. 


The only really bad thing about it for me was that it implied the yaroze was 
all over. Just because the PSone isn't the latest technology anymore doesn't 
mean it's not fun to write games for. I hope that the yaroze program 
continues waaaay into the future. 


Hey: Merry Christmas Everybody! 
Matt V 


—-MESSAGE FILE 7303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06029 


—-MESSAGE FILE 7304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006030 

Path: chuka.playstation.co.uk!news 

From: "James" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: USB keyb for ps2 

Date: Sat, 16 Dec 2000 22:48:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9lgr50Sp9ul@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-166-110.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Does anyone know of a decent usb keyboard to use on the ps2? 


also has anyone coded anything decent on it yet? 


James Burns 


—-MESSAGE FILE 7304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06030 


-—-MESSAGE FILE 7305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006031 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: your christmas present... A GAME! 

Date: Sat, 16 Dec 2000 23:25:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9lgtmbSp9u2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-148-244 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Merry Christmas everybody: 
have Robot Ron: http://www.netyaroze-europe.com/~frkt1x/ 


sorry it's dual shock only, and that it only has 15 levels, I ran out of 
time 


feedback always appreciated! 
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Matt V 


—-MESSAGE FILE 7305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06031 


—-MESSAGE FILE 7306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006032 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Sun, 17 Dec 2000 11:50:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <91i9alSronl@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mt$8c5@www.netyaroze-europe.com> <90 
o874S8c6@www.netyaroze-europe.com> <9126s2S7f1@www.netyaroze-europe.com> <913ba5$871 
@www.netyaroze-europe.com> <913p1t$875@www.netyaroze-europe.com> <3A3A5A95.4D9E1F9C@ 
reading.ac.uk> 

NNTP-Posting-Host: usr1923-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


I'm just glad to see another member make an appearance. Please stick 
around - it's not too late to join in. 


Derek da Silva 


—-MESSAGE FILE 7306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06032 


-—-MESSAGE FILE 7307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006033 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: your christmas present... A GAME! 

Date: Sun, 17 Dec 2000 12:18:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9liau4Sron2@www.netyaroze-europe. com> 
References: <9lgtmbSp9u2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1923-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> feedback always appreciated! 
> 

> Matt V 

Very nice :-) 


I notice that moving into the left wall will prevent you from shooting, 
although you can still hear the shooting sfx. 


score: 188300 


Derek da Silva 
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—-MESSAGE FILE 7307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06033 


-—-MESSAGE FILE 7308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006034 

Path: chuka.playstation.co.uk!news 

From: "James" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: your christmas present... A GAME! 

Date: Sun, 17 Dec 2000 16:52:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9liqmdSron3@www.netyaroze-europe. com> 
References: <9lgtmbSp9u2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-81-189.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


What a simple yet fun game, certainly inspiring me to get my finger out. 
Reminds me very much of Super Smash TV 


Merry Christmas Matt! 

James 

Matt Verran <mverran@btinternet.com> wrote in message 
news: 9lgtmbSp9u2@www.netyaroze-europe.com... 

> Merry Christmas everybody: 


have Robot Ron: http://www.netyaroze-europe.com/~frkt1lx/ 


sorry it's dual shock only, and that it only has 15 levels, I ran out of 
time 


feedback always appreciated! 


Matt V 


VVVVVVVVV VV 


—-MESSAGE FILE 7308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06034 


—-MESSAGE FILE 7309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006035 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: your christmas present... A GAME! 


Date: Sun, 17 Dec 2000 17:38:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9lithq$Sron4@www.netyaroze-europe. com> 

References: <9lgtmbSp9u2@www.netyaroze-europe.com> <9ligqmdSron3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-139-182.btinternet.com 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yeah, smart one Matt, you've put loads of finishing touches in since I 
tested it. 


Oh, and sorry for not finding that bug that Derek spotted (i.e. when your 
hard to the left you don't fire bullets) ... and you were kind enough to 
list me as the 'game tester' too --- I hang my head in shame! 
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For reasons best known to the inner workings of my brain, I still find it 
tricky to operate the controls separately (dispite being able to chew gum 


and walk at the same time). When I'm moving Ron away from a hazard I can't 
stop myself also pointing the gun away as well --- Doh! Still I'm getting 
there! 

Jon 


—-MESSAGE FILE 7309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06035 


-—-MESSAGE FILE 7310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006036 

Path: chuka.playstation.co.uk!news 

From: "Yaroze" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: your christmas present... A GAME! 

Date: Sun, 17 Dec 2000 20:09:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <917j6ck$891@www.netyaroze-europe. com> 

References: <9lgtmbSp9u2@www.netyaroze-europe.com> <9ligqmdSron3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host62-7-19-241.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I gotta say Matt.. I like the game.. I was trying to think what the game 
reminded me of.. and Yes.. I think James got it.. The controls are Smash TV 
like... I loved that game on my old SNES. 


How you managed to knock the whole thing out in three days is pretty 
impressive especially when you look at how polished it looks/feels. 

Nice one... 
Cant wait to see what the sequal will be like. 


Now.. if only you could have lied a bit and said it took you 2 months to 
complete... that would have made me feel better... I've spent almost a month 
on Yarozians already and I'm starting to doubt I will manage to complete it 
in time for christmas... at least I now have the excuse that I was busy 
playing RoboTron <grin> 


Matt seems to have thrown down the Gauntlet with this one... Has anyone else 
got anything coming out soon ? 


And finally 
Merry Christmas everyone 


and sorry I've been real quiet in the NewsGroups.. My new Year resolution 
will be to be less Quiet.. 


John ( QuietBloke) 


btw sorry matt... I got confused with my mailer and ended up sending this 
post to you instead of the group .. duh !! 


"James" <james.burnsl@btinternet.com> wrote in message 

news: 9liqmdSron3@www.netyaroze-europe.com... 

> What a simple yet fun game, certainly inspiring me to get my finger out. 
Reminds me very much of Super Smash TV 


Merry Christmas Matt! 


Matt Verran <mverran@btinternet.com> wrote in message 
news: 9lgtmbSp9u2@www.netyaroze-europe.com... 


> 
> 
> 
> 
> James 
> 
> 
> 
> > Merry Christmas everybody: 
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>> 

> > have Robot Ron: http://www.netyaroze-europe.com/~frkt1lx/ 
>> 

> > sorry it's dual shock only, and that it only has 15 levels, I ran out of 
> > time 

>> 

> > feedback always appreciated! 

>> 

> > Matt V 

>> 

>> 

> 

> 


—-MESSAGE FILE 7310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06036 


—-MESSAGE FILE 7311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006037 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: your christmas present... A GAME! 

Date: Sun, 17 Dec 2000 20:26:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <91j7deS$892@www.netyaroze-europe. com> 

References: <9lgtmbSp9u2@www.netyaroze-europe.com> <9ligqmdSron3@www.netyaroze-europe 
-com> <91j6ck$891@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-19-241.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I really didnt set my account up weill did I ?. I mean .. what kind of idiot 


would set their name up to be Yaroze... who !?... a Quiet idiot thats who 
| 


ahh well.. apologies 


—-MESSAGE FILE 7311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06037 


-—-MESSAGE FILE 7312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006038 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: USB keyb for ps2 

Date: Mon, 18 Dec 2000 01:29:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <91jpbc$893@www.netyaroze-europe. com> 
References: <9lgr50Sp9ul@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-gt148-168.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"James" <james.burnsl@btinternet.com> wrote in message 
news: 9lgr50S$p9ul@www.netyaroze-europe.com... 
> Does anyone know of a decent usb keyboard to use on the ps2? 


> 
> also has anyone coded anything decent on it yet? 
> 
> 


James Burns 


Net Yaroze newsgroups message dump.txt Page 4756 


Well any USB keyboard will work on it, so find one you like the look 
and feel of. I ordered a 'Belkin ClassicBoard USB 107 key black' from 
jungle.com but got sent a Belkin UltraBoard 98, so I'm sorting out 


getting it replaced. I'll tell you what the ClassicBoard is like if I 
ever get it (looking like after Christmas), but it should at least 
look nice as it's black to match the PS2! ;) I haven't had a chance to 


code much on it, but I want to set up a website (as there's nothing 
about that I can find yet, except the official one) and I'm typing up 
the tutorials which are built into Yabasic, so you don't have to read 
them on a TV screen (bleedin' 'orrible!), then I'll work on some demo 
stuff, and a basic 2d game (prob. a shooty game of some sort). I want 
to try some sort of 3d engine - maybe just using the built-in triangle 
tool, and flat/gradiated shading, or maybe a full on, 
draw-your-own-triangles engine, though I think that would be pushing 
it. I'm upset there isn't some 3d demo code (that I can find at least) 
as the playstation-basic.com site has a screenshot of a 3d object and 
Edge mentioned a 3d demo or a ball, or something. I wish they'd put 
that in the program. Maybe OPSM2 can start having programs on their 
demo disk to download to Memory Card to then load into Yabasic. 


Cya, 
Rikki 


—-MESSAGE FILE 7312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06038 


—-MESSAGE FILE 7313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006039 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 18 Dec 2000 10:19:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 
Message-ID: <91lkpk6S8el@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7dS8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldton$s3f2@www.netyaroze-europe.com> <9 
1fl6sSrlb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Doh! You were so close! I just about agreed with everything you wrote 
except for the last paragraph! 


I don't believe that the article implied that NY is dead. It certainly is 
hanging on by a thin thread but it lives on. Edge is geared toward 

the development community which is extremly usefull. Did you notice 

how many of us in the article now work in the industry? I can say that 

if you produce a playable demo on NY, any game company will take you 

very serious! Your chances of getting in the game industry are far greater 
then someone who has a degree in Computer Science. 


This is of coarse my personal opinion... 


George 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 91fl6sS$rlb2@www.netyaroze-europe.com... 

> I think the article reflected a certain section of the yaroze users, 

> specifically the ones that turned up to the Edinborough yaroze meet. And 
to 

> be honest those are some of the members that have done the most on/for the 
yaroze. Like Bob says, they didn't write the article but I think that 
everything that was quoted was justified and the people chosen deserved to 
be there. 


> 
> 
> 
> 
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> If you havn't produced any games, code or programs and have never posted 
to 


v 


these newsgroups then you can't be considered part of the community, it's 


given. Don't take offence, prove people wrong by getting involved and 
putting some stuff out. 


The article showed the yaroze and it's members in a professional and 
intelligent light which everyone here should be pleased about. The more 
developers and publishers understand about the yaroze the better it is for 
any members seeking jobs in the industry. 


VVVVVVVV VD 


The only really bad thing about it for me was that it implied the yaroze 
was 

> all over. Just because the PSone isn't the latest technology anymore 
doesn't 

> mean it's not fun to write games for. I hope that the yaroze program 
continues waaaay into the future. 


Hey: Merry Christmas Everybody! 
Matt V 


VVVVVV 


--MESSAGE FILE 7313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06039 


—-MESSAGE FILE 7314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006040 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: USB keyb for ps2 

Date: Mon, 18 Dec 2000 10:33:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9lkqduS8e2@www.netyaroze-europe. com> 
References: <9lgr50Sp9ul@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi James, 


Actually it was tested with a couple of USB keyboards (microsoft,generic, 
etc). If it complies 
with USB regulations then it should work fine. 


George 


"James" <james.burnsl@btinternet.com> wrote in message 
news: 9lgr50Sp9ul@www.netyaroze-europe.com... 
> Does anyone know of a decent usb keyboard to use on the ps2? 
> 
also has anyone coded anything decent on it yet? 


> 
> 
> James Burns 
> 
> 


-—-MESSAGE FILE 7314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06040 


—-MESSAGE FILE 7315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006041 

Path: chuka.playstation.co.uk!news 

From: "James" <jburns@dunlops.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: USB keyb for ps2 

Date: Mon, 18 Dec 2000 12:13:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9lkur2S8e3@www.netyaroze-europe. com> 
References: <9lgr50Sp9ul@www.netyaroze-europe. com> 
NNTP-Posting-Host: nsl.dunlops.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


cheers for the info. 
i'm in the process of ordering a usb keyboard. 


James 


—-MESSAGE FILE 7315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06041 


—-MESSAGE FILE 7316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006042 

Path: chuka.playstation.co.uk!news 

From: "James" <jburns@dunlops.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 18 Dec 2000 14:04:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <91l5ap$8e4@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe.com> <9 
1flésSrlb2@www.netyaroze-europe.com> <91kpk6S$8el@www.netyaroze-europe. com> 
NNTP-Posting-Host: nsl.dunlops.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I agree with George on the point about having the game writing experience. 
Having done a tour of a few games companies before I finished my degree, 
they were all interested in my net yaroze experience. 

Since I hadn't done anything, they lost interest and i didn't get any 
offers. 


My new years resolution is to make games!!! 
Merry Christmas everone. 


James 


—-MESSAGE FILE 7316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06042 


—-MESSAGE FILE 7317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006043 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 18 Dec 2000 15:21:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3A3E2B97.36FFD972@reading.ac.uk> 
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References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mtS$8c5@www.netyaroze-europe.com> <90 
o874S8c6@www.netyaroze-europe.com> <9126s2S7f1l@www.netyaroze-europe.com> <913ba5$871 
@www.netyaroze-europe.com> <913p1t$875@www.netyaroze-europe.com> <3A3A5A95.4D9E1F9C@ 
reading.ac.uk> <91i9alSronl@www.netyaroze-europe. com> 

NNTP-Posting-Host: ssfmse3.rdg.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; I) 

X-Accept—-Language: en 


Derek da Silva wrote: 


> 
> Hi 
> 
> I'm just glad to see another member make an appearance. Please stick 
> around - it's not too late to join in. 

I'm surprised you mentioned that - I have posted a few times a while 
back. 


My real position with the Yaroze was that I didn't get it just so that 
I could write Playstation stuff for the sake of writing Playstation 
stuff - I got it to see what the platform was like and to have a nice 
platform available for writing stuff on, given that I've had experiences 
with DirectX and Visual Studio that make me scream and tear chunks out 
of my hair any time I get near them. ("Class Wizard"? "Class Wrecker", 
more like..) 

And I did get a feel for the Yaroze and I did like it, but the 
bugbears of downloading code, constantly resetting, and the fact that I 
couldn't distribute anything I wrote, made it less attractive. Pretty 
soon I found another platform I preferred - DJGPP/Allegro - and started 
writing more for that (there was a whisper around that somebody was 
going to write Allegro for the Yaroze - did anyone ever do it? I 
suspect probably not, since Allegro didn't have anything to support 
pipelining that I recall...) (Hmm, anyone know what details can be 
gotten about the PS2's internal parallelism? My pHd research is a 
parallelism visualisation system and I could always use more case 
studies..) 

I expect industry interest in the Yaroze to decline a bit now that 
it's becoming obsolete. But besides, if you like writing neat, 
original, gameplay-based games for a limited-space platform (which is 
what a lot of people say about Yaroze games), why do so as a jumping 
point to a job where you'll only be working on 
Behind-Character-—Adventure 8, RPG-with-collectables 4 or 
Sport-conversion 3, which weighs in at 2mb or 402mb with FMV? I 
certainly find design a lot more interesting than implementation.. 

-—-MESSAGE FILE 7317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06043 


—-MESSAGE FILE 7318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006044 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Getting Started... 

Date: Mon, 18 Dec 2000 10:55:43 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <9llfalS8e5@www.netyaroze-europe. com> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


OK. I wanna get started on some Yaroze stuff after a LONG break. 


I'd like some pointers though to 'jump start' into things - I can program 
pretty good, I just don't want to reinvent the wheel & start from scratch... 
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SOc 


Has anyone written any decent 2d wrappers for the PSX routines? How about a 
nice simple framework I can hang things off of? 


Help! :) 


—-MESSAGE FILE 7318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06044 


—-MESSAGE FILE 7319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006045 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting Started... 

Date: Mon, 18 Dec 2000 21:14:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 
Message-ID: <91llujt$b91@www.netyaroze-europe. com> 
References: <91llfalS8e5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-101-57.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi Brian, 


I have actually written a framework of sorts. If you go to my homepage and 
download Yarozians you will get a a driectory 2dfw which contains the very 
latest implementation of the framework and Yarozians .. a game written using 
it. 

What I dont currently have is a manual but if you want something to get you 
started take a look at it. Better still give me an e-mail and I will talk 
you through the various areas.. you can then just pick out the bits you want 
to use.. its fairly well split into key areas ( the costume manager loads 
TIM's into the video area, the actor manager creates sprite and assigns 
costumes to them ( amongst other things ).. the director will take all the 
actors and send them to the display... the pad manager will read the 
controller inputs and tell you which buttons are up/down and which have just 
been pressed or released since you last checked. ).. the framework has a 
nice way of handling collision detection between groups of actors ( 

sprite ). In a nutshell actors exist in layers. An actor exists in any 
number of layers. An actor can also be told what layers it collides with. 
Sounds a bit overkill but it works quite well I think. It also has some 
nices little touches for automation.. eg.. you can assign an actor to cycle 
through x number of costumes at a certain speed to give an animated 
sprite... you can also assign animations to the size and position of a 
sprite... As nice examples if you look at yarozians you'll see the stars are 
only initialised at the start of the game to have an animated y-position... 
after that all the work is done by the framework. Firing a shot simply 
involves giving the shot a y animation and a lifespan... the frameowrk moves 
it.. all you gotta do is each cycle ask the frameowrk if the bullet has 
collided with something. 


Phew !... enough hard sell... so.. as I as saying.. if you want something to 
get you started take a look in ( www.netyaroze-europe.com/~jdubpsx ) and get 
Yarozians from my ftp area... you can ask me any questions and as many 
questions you like about it ( QuietBloke@btinternet.com ). Its all 
freeware.. you can take it all or just the bits you want.. all I ask is that 
if you do use any of the code you mention me in your game somewhere. 

PS.. I know a lot of the code looks inneficient but its fast enough for what 


I use it for so I cant currently see the point in optimising it. 


John ( QuietBloke ) 


"Brian Baird" <brianb@pe-i.com> wrote in message 

news: 91lfalS$8e5@www.netyaroze-europe.com... 

> OK. I wanna get started on some Yaroze stuff after a LONG break. 
> 
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> I'd like some pointers though to 'jump start' into things - I can program 
> pretty good, I just don't want to reinvent the wheel & start from 
scratch... 


> 

> So... 

> 

> Has anyone written any decent 2d wrappers for the PSX routines? How about 
a 

> nice simple framework I can hang things off of? 

> 

> Help! :) 

> 

> 


-—-MESSAGE FILE 7319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06045 


-—-MESSAGE FILE 7320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006046 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Virtual Fish 

Date: Mon, 18 Dec 2000 21:59:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <9lm1f6Sb92@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.166.217 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Well I've not said much for a while so time to pop out of my box marked lurk 
and into my box marked flame proof :) 


First it's great to see activity in here again even made me go check out my 
yaroze HomePage Wow that needs work, I started to change it sometime this 
year and never really finished so all the links have the wrong backgrounds 
and stuff... never mind... and the intro well that's just a tad out of date 
now don't you think... might get round to updating it... must do my GAMEWARE 
homepage first that's been waiting since August : ( 


right first I wanted to share an idea with you all and a possible project 
for someone to work with me one, I mentioned this way back in '98 or '99 it 
was a while ago anyway... it was for a virtual fish tank, the first time you 
run it a fish is generated for you and saved out, then you can interact with 
your fish however you want feed it let it starve, give it a castle or 
mermaid to swim round whatever, it was a shock when the Sega game came out, 
there must be a bug in my brain... because Nintendo have started work on 
another of my ideas that I've told no one about :-) 


Anyway this fish thing is only a test project for the true idea I was going 
to create but seem to struggle to get down in code... it's a virtual world, 
a bit like the old Little Computer People crossed with the Nintendo game 
Animal Forest (that's what I mean about then stealing my brain :) it's a 
world with various houses, shops, places to visit, when you first play you 
get your own character, that is saved to memory card, you can take them with 
you to another persons or play over a network where you can all join up and 
chat. or you can go off and play it on your own just with your virtual 
person and the people who live in the world... 


I don't have what it takes to write these ( I can knock up a quick platform 
game or shooter but this is a bit harder - I could do it given time but that 
I don't have ), obviously the above is a brief outline, I have more on 
these... 


Now that these ideas are out there anyone can have a go and maybe something 
will come of it... maybe you all think these are just a load of toss... let 
me know... I'd rather spend my time writing something I know people will 

want rather than...well rather than something nobody is interested in... PS2 
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would be nice for the 3D world which takes me onto my third point... 


PS2... now I've not got one of these yet so bare with me but is there even a 
twinkle of a plan to get a Yaroze 2 going... I seen YaBasic as a great start 
but I can see that it might be limited (again I don't have it so I don't 
know) but there seems a large number of problems that it has to overcome, 
but then not so many that it couldn't be great... If there is a Yaroze 2 
twinkling in homebodies eye somewhere I hope the include much better manuals 
that has been my biggest bug bear with the Yaroze and a better way of 
communicating with the machine, even if it's pushing the code down a USB 
connection it would be better than serial... I know it has to be limited to 
stop developers complaining. 


Whatever you lot think and if you made it this far down the post 
congratulations have a house point/ Gold Star (only people over 25 need 
worry about that last bit) and above all have a great Christmas and a 
spanking new year... 


TIA 
Nigel 
~ncritten 


—-MESSAGE FILE 7320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06046 


—-MESSAGE FILE 7321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006047 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Mon, 18 Dec 2000 22:02:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <91lmlhpSb93@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9006mtS$8c5@www.netyaroze-europe.com> <90 
o874S8c6@www.netyaroze-europe.com> <9126s2S7f1l@www.netyaroze-europe.com> <913ba5$871 
@www.netyaroze-europe.com> <913p1t$875@www.netyaroze-europe.com> <3A3A5A95.4D9E1F9C@ 
reading.ac.uk> <91i9al$ronl@www.netyaroze-europe.com> <3A3E2B97.36FFD972@reading.ac. 
uk> 

NNTP-Posting-Host: usr866-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> > I'm just glad to see another member make an appearance. Please stick 
> > around - it's not too late to join in. 

> 

> I'm surprised you mentioned that - I have posted a few times a while 

> back. 


Before the Big Shutdown? My failing memory only stretches back so far 


But besides, if you like writing neat, original, gameplay-based games for 
a limited-space platform (which is what a lot of people say about Yaroze 
games), why do so as a jumping point to a job where you'll only be working 
on Behind-Character-Adventure 8 . . . which weighs in at 2mb or 402mb 

with FMV? 


V V V V V 


There are other jobs/games - GBA, mobile phones and interactive TV are all 
'limited' platforms. 


Derek 


--MESSAGE FILE 7321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06047 


Net Yaroze newsgroups message dump.txt Page 4763 


--MESSAGE FILE 7322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006048 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: WIN 2k and siocons 

Date: Tue, 19 Dec 2000 11:39:46 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <91lm3g2Sb94@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.125.251 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hi Guys 


I should introduce myself, ive borrowed a friends yaroze, and seeing as they 
never used it for programming im going to give it a go for a while. (no 
point it sitting there being wasted). 


Anyways im learning so hang in there with me. my last 2 posts have been 
removed (dunno why? the beginners groups are dead so this is where ive 
come) . 


Im looking to use the dev tools with win2k and a toshiba laptop. Not having 
much luck, does anyone know if the siocons and other tools will work with 
win2k? 


Any advice welcomed, ive already had a bit of a play with the tools, and am 
just remembering pointers in C. Once ive done that i should get something 
running, after xmas hopefully (though you guys are so far ahead it will most 
likely be nothing special compared to some of the stuff ive seen). 


Anyways i hope you dont mind me sending any questions i have here. 
Cheers 


Greg 


—-MESSAGE FILE 7322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06048 


-—-MESSAGE FILE 7323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006049 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting Started... 

Date: Mon, 18 Dec 2000 17:22:05 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <91lm5v2Sb95@www.netyaroze-europe. com> 

References: <9llfalS8e5@www.netyaroze-europe.com> <91llujtS$b91l@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 91lujtS$b91l@www.netyaroze-europe.com... 

> Hi Brian, 
> 

> I have actually written a framework of sorts. If you go to my homepage and 
> download Yarozians you will get a a driectory 2dfw which contains the very 
> latest implementation of the framework and Yarozians .. a game written 
using 
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> it. 


Cheers, I'll go have a looksie tonight if I can get the time. 


> PS.. I know a lot of the code looks inneficient but its fast enough for 
what 
> I use it for so I cant currently see the point in optimising it. 


Not a problem ;) That's the way it SHOULD be. Don't optimise until you know 
what needs it... 


-—-MESSAGE FILE 7323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06049 


—-MESSAGE FILE 7324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006050 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Tue, 19 Dec 2000 01:04:15 +0000 

Organization: Netcom member 

Lines: 77 

Message-ID: <3A3EB40F.18B5BBF1@netscapeonline.co.uk> 

References: <9016h3S4b j2@www.netyaroze-europe.com> <90ns7dS$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe.com> <9 
1flé6sSrlb2@www.netyaroze-europe.com> <91kpk6$8el@www.netyaroze-europe.com> 
NNTP-Posting-Host: userbw25.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Well, as I've found out, your opinion is very much the opinion of quite a few 
publishers/developers, as it is mine also (and I hope to be in one of the above 
positions). 


Basically, if anyone reading this newsgroup, has any worries that the Yaroze is 
coming to an end, think again. 


It may be hanging by a thread, but it's still providing a much better entry 
point to the industry than 3 years of university does (not that I am saying 
there is anything wrong with higher-education, of course) 


If nothing else, publishers and developers are still very much in need of psx 
programers, does the PSone ring any bells? Sony wouldn't have bothered to 
release the machine if they didn't think there was life in it still, so if it's 
good enough for them, it's good enough for me :-) 


Cheers, 


Marc Lambert 
marc@eclipsesoftware.co.uk 
www.eclispesoftware.co.uk 
www. yarozescene.co.uk 


George Bain wrote: 


Doh! You were so close! I just about agreed with everything you wrote 
except for the last paragraph! 


I don't believe that the article implied that NY is dead. It certainly is 
hanging on by a thin thread but it lives on. Edge is geared toward 

the development community which is extremly usefull. Did you notice 

how many of us in the article now work in the industry? I can say that 

if you produce a playable demo on NY, any game company will take you 

very serious! Your chances of getting in the game industry are far greater 


VVVVVVV VV 
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then someone who has a degree in Computer Science. 

This is of coarse my personal opinion... 

George 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 91fl6sSrlb2@www.netyaroze-europe.com... 

> I think the article reflected a certain section of the yaroze users, 

> specifically the ones that turned up to the Edinborough yaroze meet. And 
to 

be honest those are some of the members that have done the most on/for the 
yaroze. Like Bob says, they didn't write the article but I think that 
everything that was quoted was justified and the people chosen deserved to 
be there. 


If you havn't produced any games, code or programs and have never posted 
° 
these newsgroups then you can't be considered part of the community, it's 


given. Don't take offence, prove people wrong by getting involved and 
putting some stuff out. 


The article showed the yaroze and it's members in a professional and 
intelligent light which everyone here should be pleased about. The more 
developers and publishers understand about the yaroze the better it is for 
any members seeking jobs in the industry. 


VVVVVVVV@®@VEV VV VV V 


v 


The only really bad thing about it for me was that it implied the yaroze 
was 

> all over. Just because the PSone isn't the latest technology anymore 
doesn't 

> mean it's not fun to write games for. I hope that the yaroze program 
continues waaaay into the future. 


Hey: Merry Christmas Everybody! 
Matt V 


ՄՃՊԿՊՊՊԿՊՊՊՎՊՎՊՎՊՎՊՊ ՊՊՎՊՊՊՎՊՊՎՊՊՎՊՊՊՊՊՎՊՎՊՊՎՊՎՊՎՊՎՊՊՎՊՎՊԿՉՊՎ 


V V V V V V 


--MESSAGE FILE 7324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06050 


--MESSAGE FILE 7325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006051 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@hot.rr.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Mon, 18 Dec 2000 19:32:42 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <91lme71Sb96@www.netyaroze-europe. com> 
References: <91lm3g2Sb94@www.netyaroze-europe. com> 
NNTP-Posting-Host: cs26214-129.hot.rr.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Doesn't this violate our agreement? Anyway, there is one such program, just 
go on the member site and look for it under the member home pages on Kenny 
Millar's web page. Or better yet, let your friend find it for you since he 
is the member 


Nathan 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 91m3g2Sb94@www.netyaroze-europe.com... 

> Hi Guys 

> 
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> I should introduce myself, ive borrowed a friends yaroze, and seeing as 


they 

> never used it for programming im going to give it a go for a while. (no 
> point it sitting there being wasted). 

> 

> Anyways im learning so hang in there with me. my last 2 posts have been 
> removed (dunno why? the beginners groups are dead so this is where ive 

> come). 

> 

> Im looking to use the dev tools with win2k and a toshiba laptop. Not 
having 

> much luck, does anyone know if the siocons and other tools will work with 
> win2k? 

> 

> Any advice welcomed, ive already had a bit of a play with the tools, and 


am 
> just remembering pointers in C. Once ive done that i should get something 
> running, after xmas hopefully (though you guys are so far ahead it will 
most 

> likely be nothing special compared to some of the stuff ive seen). 


v 


Anyways i hope you dont mind me sending any questions i have here. 
Cheers 


> 
> 
> 
> 
> Greg 
> 

> 


--MESSAGE FILE 7325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06051 


--MESSAGE FILE 7326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006052 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Tue, 19 Dec 2000 12:06:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9lnivsSqp91@www.netyaroze-europe.com> 

References: <91lm3g2Sb94@www.netyaroze-europe.com> <9lme71Sb96@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: usr985-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Doesn't this violate our agreement? 


Yes, big time. The licence is non-transferable. 
www.netyaroze-europe.com/yaroze/newmembers/terms.htm 


But at this late stage, it doesn't bother me. Dunno what SCEE might think 
though. 


2. Rules 


(iv) Each Member acknowledges the aim and [Christmas] spirit of Net Yaroze 
and agrees to participate actively in it. 


Merry Christmas everyone! 


Derek 


—-MESSAGE FILE 7326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06052 


—-MESSAGE FILE 7327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006053 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Wed, 20 Dec 2000 09:41:10 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <9logtqSqp93@www.netyaroze-europe. com> 

References: <91lm3g2Sb94@www.netyaroze-europe.com> <9lme71Sb96@www.netyaroze-europe.c 
om> <9lnivsSqp91@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.125.252 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Hi Guys, 


Im sorry, i didnt realise about the license thing. And i had only borrowed 
the machine, he still owns it and i only had it for a month. It was out of 
pure interest that i wanted to see what the psx was like. Plus you cant buy 
a yaroze anymore which is a pitty because if you could i most likely would. 


Anyways i'll just return the machine back to him so that he doesnt get in 


trouble because of me (sorry sony). Good luck with your stuff, i hope edge 
or opsm show off some of your games cos they look pretty cool. I dunno how 
you do it. 


Maybe they will make a ps2 yaroze which i'll be able to get. 

Merry Xmas and good luck. 

Cheers 

"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9lnivsSqp91@www.netyaroze-europe.com... 

> 

> > Doesn't this violate our agreement? 

> 

> Yes, big time. The licence is non-transferable. 

> www.netyaroze-europe.com/yaroze/newmembers/terms.htm 

> 

> But at this late stage, it doesn't bother me. Dunno what SCEE might think 

> though. 

> 

> 2. Rules 

> 

> (iv) Each Member acknowledges the aim and [Christmas] spirit of Net Yaroze 
and agrees to participate actively in it. 


Merry Christmas everyone! 


Derek 


VVVVVVV Ve 


—-MESSAGE FILE 7327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06053 


—-MESSAGE FILE 7328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006054 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 


Net Yaroze newsgroups message dump.txt Page 4768 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Tue, 19 Dec 2000 21:36:23 -0000 
Organization: PlayStation Net Yaroze 
Lines: 44 

Message-ID: <9lok31Sqp94@www.netyaroze-europe. com> 

References: <91lm3g2Sb94@www.netyaroze-europe.com> <9lme71Sb96@www.netyaroze-europe.c 
om> <9lnivsSqp91@www.netyaroze-europe.com> <9logtqSqp93@www.netyaroze-europe. com> 
Reply-To: "sandinista" <sandinista@ic24.net> 

NNTP-Posting-Host: 195.44.242.29 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


(SCEE) 


Cookie <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9logtq$qp93@www.netyaroze-europe.com... 

> Hi Guys, 
> 

> Im sorry, 
borrowed 

> the machine, 
of 

> pure interest that i wanted to see what the psx was 
buy 

> a yaroze anymore which is a pitty because if you could i 
would. 

> 

> Anyways i'll just return the machine back to him so that 


i didnt realise about the license thing. And i had only 


he still owns it and i only had it for a month. It was out 


like. Plus you cant 


most likely 


he doesnt get in 


> trouble because of me (sorry sony). Good luck with your stuff, i hope 
edge 

> or opsm show off some of your games cos they look pretty cool. I dunno 
how 

> you do it. 

> 

> Maybe they will make a ps2 yaroze which i'll be able to get. 

> 

> Merry Xmas and good luck. 

> 

> Cheers 


Pity about that 
project , 


It`s a shame to see an obviously interested newcomer put off 


Considering that there are very few people left in this 
like 


this How many more systems are lying dormant 


in someones bedroom ? Plenty 


license is a license so to speak , 


more since the next gen games consoles have arrived I bet I know a 
but again , aint it a shame ? 
send this guy the necessary doc’s to sign , and let 


so come on sony , 


him onboard 


* Cooler To Be Blue * 


gazw 


—-MESSAGE FILE 7328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06054 


-—-MESSAGE FILE 7329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006055 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: your christmas present... 
Date: Tue, 19 Dec 2000 21:43:47 -0000 
Organization: PlayStation Net Yaroze 
Lines: 28 
Message-ID: 


A GAME! 
(SCEE) 


<9lokdbSqp95@www.netyaroze-europe. com> 
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References: <9lgtmbSp9u2@www.netyaroze-europe. com> 
Reply-To: "sandinista" <sandinista@ic24.net> 
NNTP-Posting-Host: 195.44.242.29 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


gazw 
Matt Verran <mverran@btinternet.com> wrote in message 
news: 9lgtmbSp9u2@www.netyaroze-europe.com... 

> Merry Christmas everybody: 

have Robot Ron: http://www.netyaroze-europe.com/~frkt1lx/ 


sorry it's dual shock only, and that it only has 15 levels, I ran out of 
time 


feedback always appreciated! 


Matt V 


VVVVVVVVV VV 


As good a reason as any to * eventually * buy a dual shock pad then . Hope 
it’s a sgood as Ping Matt : ) 


* Cooler To Be Blue * 


gazw 
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—-MESSAGE FILE 7329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06055 


—-MESSAGE FILE 7330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006056 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Tue, 19 Dec 2000 22:20:33 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9lon05Sqp96@www.netyaroze-europe. com> 


om> 

NNTP-Posting-Host: th-gt148-165.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Nathan Miller" <nmiller@hot.rr.com> wrote in message 

news: 9lme71Sb96@www.netyaroze-europe.com... 

> Doesn't this violate our agreement? Anyway, there is one such 
program, just 

> go on the member site and look for it under the member home pages on 
Kenny 

> Millar's web page. Or better yet, let your friend find it for you 
since he 

> is the member 


But it hasn't been transferred, has it? Wouldn't that imply that it 
was sold, so the ownership was transferred. I agree, terming it as 
loaning it, possibly makes the act illegal, I'm not sure. However, 
would it be illegal for Greg to go to his friend's house and use the 
Yaroze there? Isn't that the same thing as Greg having the Yaroze at 


References: <91m3g2Sb94@www.netyaroze-europe.com> <91lme71Sb96@www.netyaroze-europe.c 
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his house - it's just at a different site to where it was originally. 
It isn't owned by a different person, just used currently by a 
different person. If this is wrong, then surely those people who have 
taken their Yaroze and a laptop to job interviews would be violating 
the agreement because they are letting someone else use the Yaroze on 
a different site. (Sorry if I'm being a complete plonker here, I'm 
trying not to be too inflammatory) 


Rikki 


—-MESSAGE FILE 7330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06056 


—-MESSAGE FILE 7331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006057 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Wed, 20 Dec 2000 00:23:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9louloSgqp97@www.netyaroze-europe. com> 

References: <91lm3g2Sb94@www.netyaroze-europe.com> <9lme71Sb96@www.netyaroze-europe.c 
օո» <9lnivsSqp9l@www.netyaroze-europe.com> <9logtq$qp93@www.netyaroze-europe.com> <9 
lok31Sqp94@www.netyaroze-europe. com> 

NNTP-Posting-Host: freedu-173-50.libertysurf.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I agree.. it is a shame.. As our numbers seem to have dwindled it's a pity 
that there are tons of Yaroze machines out there gathering dust and probably 
tons of people who would love to get hold of a Yaroze but cant get one 
anymore. 


I Wonder if Sony would consider some method of transferring existing 
memberships to people who are still interested in this platform. 


Just my pennies worth 
John ( QuietBloke ) 


"Sandinista" <sandinista@ic24.net> wrote in message 
news: 91o0k31Sqp94@www.netyaroze-europe.com... 
> 


Cookie <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9logtq$qp93@www.netyaroze-europe.com... 

> Hi Guys, 

> 

> Im sorry, i didnt realise about the license thing. And i had only 
borrowed 

> the machine, he still owns it and i only had it for a month. It was out 
of 

> pure interest that i wanted to see what the psx was like. Plus you cant 
buy 
> a yaroze anymore which is a pitty because if you could i most likely 
would. 

> 

> Anyways i'll just return the machine back to him so that he doesnt get 
n 


> trouble because of me (sorry sony). Good luck with your stuff, i hope 
edge 

> or opsm show off some of your games cos they look pretty cool. I dunno 
how 

> you do it. 

> 


VVVVVVV EVV V VV VV VV VV VV VV V 


> Maybe they will make a ps2 yaroze which i'll be able to get. 
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> 

> Merry Xmas and good luck. 
> 

> 


Cheers 


Pity about that . Considering that there are very few people left in this 
> project , It’s a shame to see an obviously interested newcomer put off 
like 


> this . How many more systems are lying dormant in someones bedroom ? 
Plenty 

> more since the next gen games consoles have arrived I bet . I know a 
> license is a license so to speak , but again , aint it a shame ? 

> so come on sony , send this guy the necessary doc’s to sign , and let 
> him onboard ! 

> 

> — 

2. 2 2 

> * Cooler To Be Blue * 

> 

> gazw 

> 

> 


-—-MESSAGE FILE 7331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06057 


—-MESSAGE FILE 7332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006058 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Wed, 20 Dec 2000 13:00:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9lqc1n$35bl@www.netyaroze-europe. com> 

References: <91m3g2Sb94@www.netyaroze-europe.com> <91lme71Sb96@www.netyaroze-europe.c 
օո» <9lon05Sqp96@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-62-228 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


If Sony had a problem with Greg I think he would have been mailed and asked 
to leave officially. If Sony are worried about something they usually act 
pretty quickly. I should think another willing and enthusiastic programmer 
is a good thing, it's a shame so many yarozes are sitting collecting dust. 
Maybe there should be a recall program, I'd be willing to buy someone a 
brand new PSone in exchange for their yaroze :) 


Matt V 


—-MESSAGE FILE 7332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06058 


—-MESSAGE FILE 7333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006059 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: your christmas present... A GAME! 

Date: Wed, 20 Dec 2000 13:34:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9lqclo$35b2@www.netyaroze-europe.com> 

References: <9lgtmbSp9u2@www.netyaroze-europe.com> <9ligqmdSron3@www.netyaroze-europe 
.com> <91j6ck$891@www.netyaroze-europe.com> <91j7deS$892@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-62-228 .btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thanks for everyones kind comments. 


I'll fix the left wall bug as soon as I get back to Manchester (8thJan), any 
other oustanding bugs or grievances? 


I had a little chuckle that people seem to think it's copied from Smash TV, 
especially considering the (massive hint) name. Maybe you're all too young 
or something? 


How hard do you find it? I though it might be too easy, anyone actually 
finish all 15 levels? 


Well as for doing the game in 3 days: I spent a few evenings 6 months ago 
coming up with the game idea and a little prototype and two FULL days 
(10am-llpm) before release turning it into a full blown game. But of course 
this doesn't take into account all the little usefull bits of code (like 
font and pad handling) that I just reused from my other projects. 


I've found that the more yaroze stuff I've done the faster I've become at 
getting projects done, Ping took me 2 months which seems an incredibly long 
time for such a simple game now. The most important thing about Ping was 
that I actually "finished" something, which I found was a lot harder than 
starting a project. 


The sequel? Well if I get time I think i'll have an Rtype-style-pod, more 
enemy types, obstacles, different powerup types, lasers, britneyspears mode, 
multiplayer, smartbombs and a hiscore table for starters. 


Matt V 


p.s. If you liked Robot Ron just wait and see what I'm planning for easter 


:) 


4772 


—-MESSAGE FILE 7333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06059 


-—-MESSAGE FILE 7334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006060 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: SCEA/SCEI mirrors 

Date: Wed, 20 Dec 2000 22:41:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9lrcirS8j1@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr1109-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 
Could we have the SCEA and SCEI mirrors updated? A lot of links are broken 
on the SCEI site (and I don't mean on the members pages - but on the actual 


SCEI part). 


Or perhaps we could have guest access to SCEA and SCEI (just as SCEA members 
have to SCEE). 


I know there's still a little activity at SCEI - is an updated mirror at all 
possible? 


Cheers, 
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Derek 


-—-MESSAGE FILE 7334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06060 


-—-MESSAGE FILE 7335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006061 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 21 Dec 2000 00:22:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <91ri9d$8j2@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7dS$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe.com> ՀՅ 
A3AB6E9. 92B3BD6A@netscapeonline.co.uk> <9leereSrlbl@www.netyaroze-europe.com> <3A3B4 
8D1.C6436E35@netscapeonline.co.uk> 

NNTP-Posting-Host: host62-7-91-234.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi there, 


Well, first up I'd like to apologise to anyone I offended in the EDGE 
article with my disparaging remarks about "lurkers"... take every quote in 
that piece with a healthy dose of "IMHO". For the shy guys or those with 
delicate dispositions, I can only say that you'll need an even thicker skin 
in the real world of game development than you did on the NY newsgroups. I'd 
also add that more and more game development relies on good communication 
skills and cohesive teamwork as much as 133t h4X0r 5k1LL. 


I think you have to realise that there was a lot said that *didn't* make it 
into the article. We had a good 2 or 3 hours on tape with David McCarthy 
from EDGE last summer, and we also answered some follow-up question via 
email - there's no way all that was said would fit in a 5 page article. :) I 
remember lengthy conversations about female Yarozers and (heh) middleware 
that were not even touched on, for example. 


In response to a few remarks made about me personally, I would only say that 
I don't profess to be the greatest programmer in the world, and I never 
intended to work as a games programmer full-time anyway. I'm quite happy 
being involved in the design/producer role I seem to have wormed my way 
into, although my rudimentary C/C++ programming ability comes in very handy 
when dealing with technical issues/decisions. In my defense, though, Mud 'n 
Blood wasn't the high point of my programming career - it's just that the 
later stuff was done for companies who wouldn't be too happy if I stuck it 
on the internet!!! =) 


I saw getting involved the Yaroze as my way into the weird and wonderful 


world of "interactive entertainment". I suppose my attitude was very 
different from that of people who just bought the machine to play around 
with, or who had no great ambition to work in games profesionally... if I 


pissed off any of you guys, soz. On the other hand, thanks to everyone who 
said they enjoyed the article and found it a good read! 


Nick 


--MESSAGE FILE 7335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06061 


—-MESSAGE FILE 7336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006062 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: dma ICQ chat log leaked? 

Date: Thu, 21 Dec 2000 10:19:21 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9ltaa9Shjol@www.netyaroze-europe.com> 
References: <8ck193Sqqil@chuka.playstation.co.uk> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Matt Verran" <matt@frktl.freeserve.co.uk> wrote in message 

news: 8ck193Sqqil@chuka.playstation.co.uk... 

> Have a look at a post called "dma chat log..." on 

> comp.games.development.industry. It appears to be a log of ICQ messages 
sent 

> between Rockstar in the US and DMA in scotland just before GTA2 wen't 
gold. 

> Some very ‘interesting' things in it, including the phone & mobile number 
of 

> one of the DMA employees and some very candid comments on peoples ability 
>) 

> I do wonder whether it's real, and whether it was supposed to be posted 
on 

> a public newsgroup? 


I just saw this message.... I was 'on the inside' when this happened. It was 
real, very real. Real messages from our technical producer at Rockstar to 
the head of Rockstar. 


They most definitely were not supposed to be posted - he left the messages 
on someone else's PC that he was using whilst over in Dundee for the final 
stages of GTA2. Someone leaked them after he & his boss closed down the 
office & made over a dozen people redundant. I had nothing to do with the 
leaking! 


There was a lot of antagonism between us & Rockstar as you can probably tell 
from those messages. Pretty much most of the GTA/GTA2 quit a few months 
afterwards for a variety of reasons... 


—-MESSAGE FILE 7336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06062 


-—-MESSAGE FILE 7337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006063 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting Started... 

Date: Thu, 21 Dec 2000 10:26:42 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <9ltaolShjo2@www.netyaroze-europe. com> 

References: <9llfalS8e5@www.netyaroze-europe.com> <91llujtSb91l@www.netyaroze-europe.c 
օո» <91lm5v2$b95@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Brian Baird" <brianb@pe-i.com> wrote in message 
news: 91lm5v2Sb95@www.netyaroze-europe.com... 
> Cheers, I'll go have a looksie tonight if I can get the time. 


I can't find my keycard :-( 
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-—-MESSAGE FILE 7337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06063 


—-MESSAGE FILE 7338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006064 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA/SCEI mirrors 

Date: Thu, 21 Dec 2000 17:06:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9ltdaiShjo3@www.netyaroze-europe. com> 
References: <9lrcirS$8j1@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr2195-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Aa Original Message ----- 

From: "Terry Arnold" <talesal@home.com> 
To: "Derek da Silva" <dasi@eidosnet.co.uk> 
Sent: Thursday, December 21, 2000 4:17 PM 
Subject: Re: SCEA/SCEI mirrors 


Yeah I know .... I agree 

cuz Im a SCEA member and I the only way I can access SCEI stuff is through 
the mirror on SCEE. We need an updated one. 

I know their website has been shut down but what about everything that was 
on it be4 it got shutdown ? 

sass Original Message ----- 

From: Derek da Silva <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Sent: Wednesday, December 20, 2000 4:41 PM 

Subject: SCEA/SCEI mirrors 


VV NV V V V 


VVVVVV 


SCEI hasn't been shut down - see: www.yaroze.spice-net.co.jp 


The mirror of the above site is so broken it's actually possible to access 
more of the actual SCEI, even without a password. 


Derek 


-—-MESSAGE FILE 7338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06064 


—-MESSAGE FILE 7339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006065 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SCEA/SCEI mirrors 

Date: Thu, 21 Dec 2000 17:14:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <91ltdp0Shjo4@www.netyaroze-europe. com> 

References: <9lrcirS$8j1@www.netyaroze-europe.com> <9ltdaiShjo3@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: usr2195-avo.cableinet.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Sorry, *cough* that didn't make much sense - try this: 
SCEI hasn't been shut down - see: www.yaroze.spice-net.co.jp 


Our mirror of the above site is so broken it's possible for us to access 
more of the actual SCEI site than the mirror, even without a password. 


Derek 


-—-MESSAGE FILE 7339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06065 


-—-MESSAGE FILE 7340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006066 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Thu, 21 Dec 2000 17:24:02 +0000 

Organization: Netcom member 

Lines: 69 

Message-ID: <3A423CB2.C98D9432@netscapeonline.co.uk> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7dS$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldton$s3f2@www.netyaroze-europe.com> ՀՅ 
A3AB6E9. 92B3BD6A@netscapeonline.co.uk> <9leereSrlbl@www.netyaroze-europe.com> <3A3B4 
8D1.C6436E35@netscapeonline.co.uk> <91ri9d$8j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: userbm59.netscapeonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


Hi Nick, 
Nick Ferguson wrote: 
Hi there, 


Well, first up I'd like to apologise to anyone I offended in the EDGE 
article with my disparaging remarks about "lurkers"... take every quote in 
that piece with a healthy dose of "IMHO". For the shy guys or those with 
delicate dispositions, I can only say that you'll need an even thicker skin 
in the real world of game development than you did on the NY newsgroups. I'd 
also add that more and more game development relies on good communication 
skills and cohesive teamwork as much as 133t h4X0r 5k1LL. 


VVVVVVV VV 


You don't need to apologize to anyone about anything. My posts were more about 
the article as a whole, I wasn't personally offended by any of the article, it 
was a good read, but I didn't like the fact that it seemed to focus on the 
people who didn't intend to do anything with the Yaroze, since those are the 
ones who never appeared here anyway, and wouldn't give a damn about the article. 


I think you have to realise that there was a lot said that *didn't* make it 
into the article. We had a good 2 or 3 hours on tape with David McCarthy 
from EDGE last summer, and we also answered some follow-up question via 
email - there's no way all that was said would fit in a 5 page article. :) I 
remember lengthy conversations about female Yarozers and (heh) middleware 
that were not even touched on, for example. 


In response to a few remarks made about me personally, I would only say that 
I don't profess to be the greatest programmer in the world, and I never 
intended to work as a games programmer full-time anyway. I'm quite happy 
being involved in the design/producer role I seem to have wormed my way 


VVVVVVVVVV VV 
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into, although my rudimentary C/C++ programming ability comes in very handy 
when dealing with technical issues/decisions. In my defense, though, Mud 'n 
Blood wasn't the high point of my programming career - it's just that the 
later stuff was done for companies who wouldn't be too happy if I stuck it 
on the internet!!! =) 


VVVVYV 


Nice one, I honestly glad you have got to a point where you are happy with, nice 
one :-) 


I saw getting involved the Yaroze as my way into the weird and wonderful 
world of "interactive entertainment". I suppose my attitude was very 
different from that of people who just bought the machine to play around 
with, or who had no great ambition to work in games profesionally... if I 
pissed off any of you guys, soz. On the other hand, thanks to everyone who 
said they enjoyed the article and found it a good read! 


VVVVVVV 


Well, I'm not sure where this comment is heading, since I doubt very much if 
many of these people are left, if any at all............ even so, the Yaroze 
project has served it's purpose for people like you and me anyway, it's up to 
them if they wasted the money or not. 


Basically I just think the article should have covered a little more than the 
extremes of those who have now entered the industry, straight to the ones who 
didn't give a crap, what about those who are stil working away on projects? 
There are still plenty of them whether they appear here a lot or not. 
However, at least it was another article! 


> 
> Nick 


Cheers, 


Marc. 


-—-MESSAGE FILE 7340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06066 


—-MESSAGE FILE 7341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006067 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: [90K binary] GsCube of doom 

Date: Thu, 21 Dec 2000 23:36:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2101 

Message-ID: <91lu37gShjo5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-111-25.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


[Scanned from the ubiquitous freebie Metro News - 20/12/2000] 
James. 


(Reports that Mr. Hussein has made enquires about licensing MathEngine are 
utterly unfounded.) 


—-MESSAGE FILE 7341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06067 


—-MESSAGE FILE 7342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006068 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [90K binary] GsCube of doom 

Date: Fri, 22 Dec 2000 07:45:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <91v0i9S3psl@www.netyaroze-europe. com> 
References: <91lu37g$hjo5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-77-249.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Death by Renderware!!!! 
8-) 


"James Rutherford" <hexheroes@writeme.com> wrote in message 
news: 9lu37g$hjo5@www.netyaroze-europe.com... 
> [Scanned from the ubiquitous freebie Metro News - 20/12/2000] 


James. 


> 
> 
> 
> 
> (Reports that Mr. Hussein has made enquires about licensing MathEngine are 

> utterly unfounded.) 

—-MESSAGE FILE 7342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06068 


—-MESSAGE FILE 7343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006069 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons and gcc replacements 

Date: Sat, 23 Dec 2000 14:58:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <922ei2S7a61@www.netyaroze-europe. com> 
References: <9130mo$874@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1704-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> www.yarozeworld.org, which happens to be dead 


http://www.netyaroze-europe.com/~mrfrosty/oldpages/yarworld/yw_index. html 


—-MESSAGE FILE 7343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06069 


—-MESSAGE FILE 7344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006070 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Merry Christmas 

Date: Sun, 24 Dec 2000 12:25:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <924prpSa8pl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-46-211.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi everyone, 


I've already posted a message on the Yarozescene site ( 
http://www.yarozescene.co.uk/ ) but just to make sure I get everyone I'm 
posting here too. 


Merry Christmas everyone.. I was hoping to get Yarozians ready in time but I 
hadn't planned for quite so many christmas parties !... I will try to get it 
done ASAP though just so I can start on my next project at the beginning of 
next year. ( I have a few idea's bouncing around ) 


Hope you all have a great one and here's to a productive 2001. 


Cheers 
John ( QuietBloke ) 


—-MESSAGE FILE 7344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06070 


—-MESSAGE FILE 7345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006071 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Christmas 

Date: Sun, 24 Dec 2000 13:01:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <924rt1Sa8p2@www.netyaroze-europe. com> 
References: <924prpSa8pl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.122.186.37 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Merry Christmas everyone! 


Jon Prestidge 


—-MESSAGE FILE 7345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06071 


—-MESSAGE FILE 7346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006072 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Christmas 

Date: Sun, 24 Dec 2000 13:38:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <924trdSa8p3@www.netyaroze-europe. com> 

References: <924prpSa8pl@www.netyaroze-europe.com> <924rt1Sa8p2@www.netyaroze-europe 
. com> 

Reply-To: "sandinista" <sandinista@ic24.net> 

NNTP-Posting-Host: 195.44.230.98 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yeah , all the best everyone !! 
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* Cooler To Be Blue * 


gazw 


-—-MESSAGE FILE 7346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06072 


-—-MESSAGE FILE 7347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006073 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Einstein Phantom - New SCEI game released 

Date: Tue, 26 Dec 2000 19:00:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <92apscS8d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1027-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi all, 


š or at least an updated version of an existing game - I should've 
mentioned this a few days ago, but I couldn't get the game to d/load using 
PSComUtil, and psxcomm doesn't seem to want to work properly on my machine. 


Finstein Phantom: 
http://homepage2.nifty.com/ein/yaroze.html 
http://homepage2.nifty.com/ein/einstein.lzh 


It's an up-the-screen blaster with some nice graphics, music and weapons 
(LHA is required to unzip it). 


Derek da Silva 


-—-MESSAGE FILE 7347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06073 


—-MESSAGE FILE 7348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006074 

Path: chuka.playstation.co.uk!news 

From: "Jeremy" <mrhaboobi@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Help With Pads 

Date: Wed, 27 Dec 2000 14:04:59 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <92bfd1S8c5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-148-188.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey, 
Just trying to remember some stuff 
Anyone able to explain this (below), obviously code to read the pads, but im 


looking for a bit more of an explanantion :) so that i can modify some of my 
pad reading code. 


any info appreciated. I dont really have the greatest understanding of bit 
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shifts, so simple explanantion would be good. 


return (~ (* (pad1Buffer+3) | (pad1Buffert+2) <<8| (*pad2Buffer+3) <<16|*pad2Buffer+2 
)<<24)); 


Thanks 


—-MESSAGE FILE 7348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06074 


—-MESSAGE FILE 7349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006075 

Path: chuka.playstation.co.uk!news 

From: "stevendavidlewis" <stevendavidlewis@netscapeonline.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Your belated Christmas present - A GAME! 

Date: Wed, 27 Dec 2000 03:33:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <92bnn1S8c6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pE4s04a03.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi All, 


I've finally found a few spare moments to make available my first ever 
Yaroze game effort - TRACK N' NO FIELD. You can download it at: 
http://www.netyaroze-europe.com/~slewis 


It's not finished but has it's been in it's current state (about 60% 
complete) for almost a year now, and as it's fully playable I've decided to 
release it! As the name suggests it is quite similar to that Konami classic 
Track & Field, only without any field events! You can find out more about 
it on my web page. 


I hope you enjoy it. Let me know what you think, and Happy New Year to all 
of you. 


Regards, 


Steven 


—-MESSAGE FILE 7349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06075 


-—-MESSAGE FILE 7350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006076 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Generation Y 

Date: Wed, 27 Dec 2000 12:38:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <92co43S8c7@www.netyaroze-europe. com> 

References: <9016h3S4bj2@www.netyaroze-europe.com> <90ns7d$8cl@www.netyaroze-europe. 
com> <90006tS8c2@www.netyaroze-europe.com> <9ldtonS$s3f2@www.netyaroze-europe.com> <9 
1flé6sSrlb2@www.netyaroze-europe.com> <91kpk6S8el@www.netyaroze-europe.com> <3A3EB40F 
. L8SB5BBF1@netscapeonline.co.uk> 

NNTP-Posting-Host: 43.194.204.241 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yep, I agree but it's still very good experience to get a higher-education. 
You get to spend shedloads of money on teachers who don't know 
much but you can drink your face off when you go back to the dorms. 


On the other hand it's just a piece of paper when you completed your 
coarse that will get you a job. If you decide to leave the game industry 
then that piece of paper will become very handy :) 


George 


"thechief666" <thechief6é6é6é@netscapeonline.co.uk> wrote in message 
news: 3A3EB40F.18B5BBF1@netscapeonline.co.uk... 


> It may be hanging by a thread, but it's still providing a much better 
entry 

> point to the industry than 3 years of university does (not that I am 
saying 

> there is anything wrong with higher-education, of course) 


—-MESSAGE FILE 7350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06076 


—-MESSAGE FILE 7351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006077 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Getting Started... 

Date: Wed, 27 Dec 2000 12:41:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <92coaoS8c8@www.netyaroze-europe. com> 
References: <91llfalS8e5@www.netyaroze-europe.com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


There is the NY Tutorial which has plenty of sprite samples. 
Once you get a sprite moving with the controller...it's showtime! 


George 


Brian Baird" <brianb@pe-i.com> wrote in message 

news: 91lfalS$8e5@www.netyaroze-europe.com... 

> OK. I wanna get started on some Yaroze stuff after a LONG break. 

> 

> I'd like some pointers though to 'jump start' into things - I can program 
> pretty good, I just don't want to reinvent the wheel & start from 
scratch... 

> 

So... 


Has anyone written any decent 2d wrappers for the PSX routines? How about 
nice simple framework I can hang things off of? 


Help! :) 


VV NV NV VO VV Vv 
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glish/000 


english/0 
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-—-MESSAGE FILE 7351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06077 


-—-MESSAGE FILE 7352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006078 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Virtual Fish 

Date: Wed, 27 Dec 2000 12:44:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <92cohjS8c9@www.netyaroze-europe. com> 
References: <9lm1f6Sb92@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Developers will always have something to complain about. BIG BAD SONY! 


George 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9lm1f6Sb92@www.netyaroze-— 


>. I know it has to be limited to 
> stop developers complaining. 

> TIA 

> Nigel 

> ~ncritten 

> 

> 


—-MESSAGE FILE 7352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06078 


-—-MESSAGE FILE 7353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006079 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WIN 2k and siocons 

Date: Wed, 27 Dec 2000 12:48:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <92con5$nqol@www.netyaroze-europe. com> 

References: <91m3g2Sb94@www.netyaroze-europe.com> <91lme71Sb96@www.netyaroze-europe.c 
om> <9lnivsSqp91l@www.netyaroze-europe.com> <9logtgqSqp93@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


There is nothing wrong with this. He didn't sell you his kit so it doesn't 
break 
the agreement. 


George 
"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 


news: 9logtq$qp93@www.netyaroze-europe.com... 
> Hi Guys, 
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> 

> Im sorry, i didnt realise about the license thing. And i had only 
borrowed 

> the machine, he still owns it and i only had it for a month. It was out 
of 

> pure interest that i wanted to see what the psx was like. Plus you cant 
buy 
> a yaroze anymore which is a pitty because if you could i most likely 
would. 


> 

> Anyways i'll just return the machine back to him so that he doesnt get in 
> trouble because of me (sorry sony). Good luck with your stuff, i hope 
edge 

> or opsm show off some of your games cos they look pretty cool. I dunno 
how 


you do it. 
Maybe they will make a ps2 yaroze which i'll be able to get. 
Merry Xmas and good luck. 
Cheers 
"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9lnivsSqp91@www.netyaroze-europe.com... 
Í > Doesn't this violate our agreement? 
Yes, big time. The licence is non-transferable. 


www.netyaroze-europe.com/yaroze/newmembers/terms.htm 


hink 


> 
> 
> 
> 
> 
> But at this late stage, it doesn't bother me. Dunno what SCEE might 
i 
> though. 

> 

> 2. Rules 

> 

> 


(iv) Each Member acknowledges the aim and [Christmas] spirit of Net 
aroze 


and agrees to participate actively in it. 
Merry Christmas everyone! 


Derek 


VVVVVVVVVVV KV VV VV EVV NV NV NV NP NP VN VN NV N VV VV VV 
VVVVVVV Vs 


—-MESSAGE FILE 7353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06079 


—-MESSAGE FILE 7354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006080 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: web update 

Date: Wed, 27 Dec 2000 19:42:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <92dgp1$841@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.187.164.137 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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glish/000 


english/0 
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Well thought I would clean up my yaroze homepage 
http://www.netyaroze-europe.com/~ncritten/ 


cleaned it up and added some screenshots 


—-MESSAGE FILE 7354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06080 


—-MESSAGE FILE 7355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006081 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Einstein Phantom - New SCEI game released 
Date: Wed, 27 Dec 2000 21:18:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <92dmat$8d1@www.netyaroze-europe.com> 
References: <92apscS$8d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1948-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I think this is an updated version of an existing game. Using e-lingo.com 
at http://www.spice-net.co.jp/cgi-bin/bbs.pl 


> The software of black PS was improved. 
> It is 3D. It is in the following addresses. 
> http://homepage2 .nifty.com/ein/yaroze.html 


Derek da Silva 


—-MESSAGE FILE 7355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06081 


-—-MESSAGE FILE 7356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006082 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Help Needed 

Date: Thu, 28 Dec 2000 00:40:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <92e20m$8d2@www.netyaroze-europe. com> 
NNTP-Posting-Host: freedu-181-49.libertysurf.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


OK.. Its late and Im stumped. I dont suppose anyone out there can point me 
in the right direction. 


As soon as I adda string of sprites to my current game I get 


ps_sort_sprite,bg: z resolution overflow 


Now... 
Does this really mean what it says ?... and if it does.. what does it mean ? 
I have not used any z-buffering.... all my sprites go to a single layer.. I 


prefer writing them in the correct order 
rather than wasting CPU time sorting my sprites. Is there a limit to how 
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many sprites can be sent to a single layer ? 
OR 


is this a complete red herring and I've more than likely just used up all my 
stack/data whatever space ? 


If you can help please do... I want to get Yarozians done and currently its 
in a state of non-runningness and time is running out. 


Thanx 
John 


—-MESSAGE FILE 7356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06082 


—-MESSAGE FILE 7357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006083 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help With Pads 

Date: Thu, 28 Dec 2000 01:34:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 143 

Message-ID: <92e56gS8d3@www.netyaroze-europe. com> 
References: <92bfd1S$8c5@www.netyaroze-europe. com> 
NNTP-Posting-Host: freedu-181-49.libertysurf.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


OK.. I'll give this one a go... and Im gonna assume the code needs 
explaining too ( If you understand the code sorry.. but it may be useful to 
someone else ). 
From the top 

you need to define then following 
volatile u_char *bb0, *bb1; 

This creates two pointers each of which point to a single byte of memory. 
Then you must initialize these pointers by calling 

GetPadBuf (&bb0, &bbl ); 

This will basically set the two pointers to point to the appropriate bit of 


memory which contains the status of each controller ( bbO = left controller, 
bbl = right controller ) 


So now you simply look at the contents of the memory pointed to by these 
pointers to get the controller status. 


The pointers actually point to a single byte. Each controller returns 32 
bits. The first 8 bits simply indicate if a controller is plugged in ( Oxff 
= You have a controller, 0x00 means you dont ). The second byte can tell you 
what kind of controller you have ( Im a bit vague on this data as currently 
I just assume you have a standard controller... shabby I know but what the 
hey | ). Finally the next two bytes actually contain the info about what 
buttons are up.down. 
Therefore to check the buttons for controller 1 you need the contents of 
bytes 3 and 4. ( offsets 2 and 3 ). 
You'd want to store both bytes into a single variable therefore you do 


unsigned int result = *(bb0+3) | *(bb0+2) << 8 


* (bb0+2) will return the contents of the byte held in memory at the address 
pointed to by bbO plus 2. This number is shifted 8 bits to the left ( << 8 ) 
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and then we add the contents at offset 3 ( *(bb0+3) ). 

So.. there you have the bit values for all the buttons in controller 1. 

To look at controller 2 we do the same thing using bbl. 

Now.. for some reason ( Must be a hardware techy thing ) the bits returned 
are the opposite of what 

we would be expecting. ie If you wanted to see if the start button is down 
you would look at bit 11 but what you actually get is a 1 if its up anda 
zero when its down. So what we do is invert the bits by using 
ones-compliment ( the '~' ). 

So.. to return the result for controller 1 we do 


result = ~(* (bb0+3) | * (bb0+2) ՀՀ 8); 


and for controller 2 we do 


result = ~(*(bb1+3) | *(bb1+2) << 8); 


If now for example you wanted to see if start had been hit for a controller 
you can just perform a bitwise AND 


if ( result & 0x0800 ) 
do something 


explanation ?.. you wont need this but Im on a roll so you might want to 
skip this bit 


Say for example the player has pressed several buttons including the start 
button 


The binary values would be thus 


result = 0000100000001010 

if we AND this value with 0x0800 
0x0800 = 0000100000000000 

we get 

0000100000000000 


The if statement will take any value other than zero as being true and 
viola.. we have found out the button was pressed and we can deal with it. 


The example app(s) supplied on the development CD actually have a pad.h file 
which defines all the 
bit tests you need to check the controller buttons. So you can make the code 
much readable by having something like 


if ( padd & PADstart ) 
instead. 


Or you can check the user guide in chapter 12 to get a full explanation of 
all the bits returned in the full 32 bits. 


As a final note 

In the code you supplied what you've actually done is returned the results 
from both controllers in one hit. So the first ( rightmost ) two bytes 
contain controller 1 data and the next 2 bytes ( leftmost) contain 
controller 2 data. 


Hope this helps.. 
John ( QuietBloke ) 


PS.. I know... I know.. for a QuietBloke I sure do waffle !.. and if I 
stated the obvious too .. I'm sorry... I'd just rather explain everything 
than assume something. 
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"Jeremy" <mrhaboobi@yahoo.com> wrote in message 
news: 92bfd1S$8c5@www.netyaroze-europe.com... 


> Hey, 

> 

> Just trying to remember some stuff 

> 

> Anyone able to explain this (below), obviously code to read the pads, but 


im 
> looking for a bit more of an explanantion :) so that i can modify some of 
my 

> pad reading code. 

> 

> any info appreciated. I dont really have the greatest understanding of 
bit 
> shifts, so simple explanantion would be good. 

> 

> 

> 

return (~ (* (pad1Buffer+3) | (pad1Buffert+2) <<8| (*pad2Buffer+3) <<16|*pad2Buffer+2 
> )<<24)); 


Thanks 


VV V NV VV VV V 


--MESSAGE FILE 7357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06083 


--MESSAGE FILE 7358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006084 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: help with yarozeMaster, pscomm or psxide 

Date: Fri, 29 Dec 2000 12:09:43 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <92ghdfS$ssr2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-148-124.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Guys, 

And thanks for the support i got from some of you. 

(by the way i read the edge mag and its great to know who some of the people 
are behind the posts) 


Anyway im trying to use YarozeMaster, PSComm and psxIDE 


im sure someone has set them up to work properly but im having some 
problems. 


yarozemaster will upload fine to the psx, but will not compile code ive set 
the enviroment path, but it doesnt like the xxx.h files cant find them for 
some reason. 


pscomm also connects to the psx, but when trying to use an auto file it 
uploads the first file and then return NO BWR. (i noticed the auto files it 
looks for is a .sio file?) is this a special format 


finally psxide (v.09B) doesnt do anything. 
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i also found another nice ide called psxide from www.obsolution.com it 
however doesnt work either. 


if anyone knows how to fix problems with the settings for these programs id 
be happy to hear from them. or if you can reccomend another IDE. 


Cheers 


—-MESSAGE FILE 7358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06084 


-—-MESSAGE FILE 7359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006085 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: help with yarozeMaster, pscomm or psxide 
Date: Fri, 29 Dec 2000 00:15:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <92gl2aSssr3@www.netyaroze-europe. com> 
References: <92ghdfSssr2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1988-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> pscomm also connects to the psx, but when trying to use an auto file it 
> uploads the first file and then return NO BWR. (i noticed the auto files 
it 

> looks for is a .sio file?) is this a special format 


I have the same problem with psxcomm. It's strange, because when I had it 
installed before it worked fine. An .sio is a codewarrior batch file - it's 
just a normal text file though. 


> Anyway im trying to use YarozeMaster, PSComm and psxIDE 


> yarozemaster will upload fine to the psx 
I've had a quick go on this. Shame it doesn't support normal auto files - 
converting is a pain. I'll take a look at it again when I have a minute and 


see if I can get it to compile something. 


> i also found another nice ide called psxide from www.obsolution.com it 
> however doesnt work either. 


Derek da Silva 


—-MESSAGE FILE 7359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06085 


-—-MESSAGE FILE 7360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006086 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Needed 

Date: Fri, 29 Dec 2000 20:47:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <92it46$14b1l@www.netyaroze-europe. com> 


Net Yaroze newsgroups message dump.txt Page 4790 


References: <92e20m$8d2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-0-140.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Thanx to those who offered help. The problem is now solved and if you want 
to see the results check out my homepage ( jdubpsx ). 


thanx 
John ( QuietBloke ) 


—-MESSAGE FILE 7360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06086 


—-MESSAGE FILE 7361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006087 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Happy New Year 

Date: Sun, 31 Dec 2000 17:34:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <92nqqp$12ul@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.140.68.70 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


Happy New Year everyone, hopefully I'll do something with my Yaroze this 
year !! 


Jim 
Join the search - SETI@home 
http://setiathome.ssl.berkeley.edu 


-—-MESSAGE FILE 7361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06087 


—-MESSAGE FILE 7362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006088 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Happy New Year 

Date: Sun, 31 Dec 2000 21:20:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <920d54Spagl@www.netyaroze-europe. com> 
References: <92nqqp$12ul@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-169-65.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Happy new year! 


Jon 


—-MESSAGE FILE 7362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06088 


—-MESSAGE FILE 7363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006089 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <maurice_thisshouldbedeleted_@codeglue.nl> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: help with yarozeMaster, pscomm or psxide 

Date: Tue, 2 Jan 2001 11:40:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <92sb7iSk61@www.netyaroze-europe. com> 

References: <92ghdfS$ssr2@www.netyaroze-europe.com> <92gl12aSssr3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.201.143.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


It has been quite a while since I looked at my source code of YarozeMaster, 
but maybe I can help you out. What exactly doesn't work? 


Maurice Sibrandi 


> > yarozemaster will upload fine to the psx 

> 

> I've had a quick go on this. Shame it doesn't support normal auto files - 
> converting is a pain. I'll take a look at it again when I have a minute 
and 


> see if I can get it to compile something. 


> 
> 
> > i also found another nice ide called psxide from www.obsolution.com it 
> > however doesnt work either. 

> 


-—-MESSAGE FILE 7363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06089 


—-MESSAGE FILE 7364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006090 

Path: chuka.playstation.co.uk!news 

From: "Blipz" <Blipz@btiinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Happy New Year 

Date: Wed, 3 Jan 2001 22:04:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9307j3Sa01@www.netyaroze-europe. com> 

References: <92nqqp$12ul@www.netyaroze-europe.com> <920d54Spagl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-216-216.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Happy New Year guyz, with any luck you've all recovered! Fingers crossed 
I'll be releasing some demos this year which is about time cos I haven't 
touched it since I left Uni. Game Programmer to Business Process Analyst in 
two easy years. 


...-God how wrong its gone! =) 
Hugz, PT 


"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 
news: 920d54Spag1l@www.netyaroze-europe.com... 

> Happy new year! 

> 

> Jon 

> 
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> 


—-MESSAGE FILE 7364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06090 


-—-MESSAGE FILE 7365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006091 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Saving wasted memory 

Date: Fri, 5 Jan 2001 02:42:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <933braS7cl@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-6-73-60-62.vip.uk.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, I was just wondering if there's a way to change the size of some of the 
data arrays (eg, instead of having a u_short array for a GsMAP's cell data 


have an u_char array). This would save a lot of memory if you have many 
large BGs with a small selection of tiles, you could fit 4 times as many 
maps in the same amount of memory - I am currently making an rpg, and I need 


many screens to make it big (obviously), so on a memory-limited machine (ոօ 
loading in the screens half-way through, must all be at the begining, grrr) 
reducing the amount of memory required for each screen would help greatly. 
I have tried changing struct GsMAP to point to a u_char instead of u_short, 
but it didn't work. 


—-MESSAGE FILE 7365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06091 


-—-MESSAGE FILE 7366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006092 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Saving wasted memory 

Date: Fri, 5 Jan 2001 18:54:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9354us$il41@www.netyaroze-europe. com> 
References: <933bra$7cl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-205-210.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Shaun Gibson" <shaunyg@hotmail.com> wrote in message 

news: 933bra$7cl@www.netyaroze-europe.com... 

> Hi, I was just wondering if there's a way to change the size of some of 
the 

> data arrays (eg, instead of having a u_short array for a GsMAP's cell data 


> have an u_char array). This would save a lot of memory if you have many 
> large BGs with a small selection of tiles, you could fit 4 times as many 
> maps in the same amount of memory - I am currently making an rpg, and I 
need 


> many screens to make it big (obviously), so on a memory-limited machine 
(no 

> loading in the screens half-way through, must all be at the begining, 
grrr) 

> reducing the amount of memory required for each screen would help greatly. 
> I have tried changing struct GsSMAP to point to a u_char instead of 
u_short, 

> but it didn't work. 


You shouldn't try messing around with the Sony structures - they're 
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hardcoded into the libraries, so bad stuff lies that way. 


You need to encode your data in a different form (as u_chars / 4-bit data / 
with compression) and expand / decompress what you need as you need it. This 
might be into a screen sized array of u_shorts if you're doing a 
flick-screen game or into a slightly larger than screen array if you're 
doing a scrolling game. 


Compressing u_shorts (2 bytes) into u_chars (1 byte) will allow you 2x as 
much space, if you want 4x you'll have to encode as 4-bit (although you'll 
only get a range of 0-15). 


Good Luck! 


James (~mrfrosty). 


—-MESSAGE FILE 7366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06092 


—-MESSAGE FILE 7367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006093 

Path: chuka.playstation.co.uk!news 

From: “James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Saving wasted memory 

Date: Fri, 5 Jan 2001 19:08:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9355p0S$i142@www.netyaroze-europe. com> 

References: <933bra$7cl@www.netyaroze-europe.com> <9354us$il41@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-1-205-210.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"James Rutherford" <hexheroes@writeme.com> wrote in message 

news: 9354us$il41l@www.netyaroze-europe.com... 

> "Shaun Gibson" <shaunyg@hotmail.com> wrote in message 

> news: 933braS$7cl@www.netyaroze-europe.com... 

> > Hi, I was just wondering if there's a way to change the size of some of 
> the 

> > data arrays (eg, instead of having a u_short array for a GsMAP's cell 
data 

> > have an u_char array). This would save a lot of memory... 

> > <snip> 


You might also want to encode your data as 'metatiles'. 

Yaroze libraries fix each cell pixel width and height to 16x16 for a 
background. If you don't mind losing some resolution, you can encode the 
data in groups of tiles so each 'metatile' sits on, say, a 32x32 pixel 
boundary. 


Metatiles (the building blocks) are stored in memory as 2x2 u_shorts (or 
u_chars). Your stored map(s) are an array of indices (shorts, chars) into 
this building block template. 


Uncompress these into your active BG array as they are needed. 


Depending on the variation in your maps, you should be able to strike a 
worthwhile balance. 


James (~mrfrosty). 


—-MESSAGE FILE 7367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06093 
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—-MESSAGE FILE 7368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006094 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Saving wasted memory 

Date: 5 Jan 2001 19:48:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <01c07750$6313b9a0$07341bd4 @pal-—s-omnibook> 
References: <933bra$7cl@www.netyaroze-europe. com> 
NNTP-Posting-Host: parisll-nas7-52-7.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Maybe the best way to go is not to use the standard GsMAP for that. Coding 
it by hand with individual sprites will take just a bit longer, but will 
allow you so far more freedom, including support for any tile size. For 
instance it should allow simpler mixing of image and logical data. 

Hasn't anybody already written libs for that ? 


It may be a bit slower at execution but for an rpg this should not be 
noticeable. I remember I made a scrolling map of individual sprites, and 
"real" sprites moving over it, that ran at full speed. Not sure whether I 
can dig up the code though. 


Anyway, as James pointed out, trying to modify the standard libraries is 
not going to help, so you're left with either that sprite map or the 
compression way. 


pal 


Shaun Gibson <shaunyg@hotmail.com> wrote in article 
<933bra$7cl@www.netyaroze-europe.com>... 

> Hi, I was just wondering if there's a way to change the size of some of 
the 

> data arrays (eg, instead of having a u_short array for a GsMAP's cell 
data 


> have an u_char array). This would save a lot of memory if you have many 
> large BGs with a small selection of tiles, you could fit 4 times as many 
> maps in the same amount of memory - I am currently making an rpg, and I 
need 


> many screens to make it big (obviously), so on a memory-limited machine 
(no 
> loading in the screens half-way through, must all be at the begining, 


grrr) 

> reducing the amount of memory required for each screen would help 
greatly. 

> I have tried changing struct GsMAP to point to a u_char instead of 
u_short, 


> but it didn't work. 


-—-MESSAGE FILE 7368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06094 


—-MESSAGE FILE 7369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006095 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: repairing a matrix 

Date: Sun, 7 Jan 2001 18:05:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <93ab2bSnvol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-227-219.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
Hello, 


I understand that to get an object's matrix back to have perfectly 
perpendictular axis and proper scale (after it has gradually been corrupted 
by many rotations) you can some how use a cross product or a dot product 
method, but I don't know any more than that. And I can't immediately 
work-out how it's done. Can anyone explain it further (which elements of 
the matrix you do what to etc), or perhaps give me a code snippet? 


Cheers, 
Jon Prestidge. 


—-MESSAGE FILE 7369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06095 


-—-MESSAGE FILE 7370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006096 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: repairing a matrix 

Date: Mon, 8 Jan 2001 11:14:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <93c7epSiicl@www.netyaroze-europe. com> 
References: <93ab2bSnvol@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr2071-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Have a look at "STEP 6. Precision problems" in P. Passmore's 3D tutorial. 


www.netyaroze-europe.com/~middx_uni/ftp/tutorial.zip 


Derek da Silva 


"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 
news: 93ab2bSnvol@www.netyaroze-europe.com... 

> Hello, 

> 


> I understand that to get an object's matrix back to have perfectly 

> perpendictular axis and proper scale (after it has gradually been 
corrupted 

by many rotations) you can some how use a cross product or a dot product 
method, but I don't know any more than that. And I can't immediately 
work-out how it's done. Can anyone explain it further (which elements of 
the matrix you do what to etc), or perhaps give me a code snippet? 


v 


Cheers, 
Jon Prestidge. 


VVVVVVVV 


--MESSAGE FILE 7370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06096 


-—-MESSAGE FILE 7371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006097 

Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <daniel@therealitydysfunction.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TMD file generation 

Date: Mon, 8 Jan 2001 12:02:05 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <93ca85Siic4@www.netyaroze-europe.com> 
NNTP-Posting-Host: m544-mpl-cvxlb.edi.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 

Can anyone send me a copy of code that will generate a TMD file either on 
the yaroze or on the PC? As I would like to generate my own TMD format 
files from of a landscape I have generated. 


Cheers, 


Daniel Brown 
www. TheRealityDysfunction.com 
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--MESSAGE FILE 7371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06097 


-—-MESSAGE FILE 7372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006098 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TMD file generation 

Date: Mon, 8 Jan 2001 12:31:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <93cc51Siic6@www.netyaroze-europe.com> 
References: <93ca85Siic4@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-143-152.jakinternet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Read the NY file formats document. Should be linked off of the main page 


NY homepage. That has all of the details required for the dynamic generation 


of TMD data. 


Also take a look at the Clone example source (SCEE)... I also think that Rob 
Swans Adventure Game dynamically generated a TMD from a heightmap. I could 


be wrong tho ;0) 


Bob 
bob@shand.org.uk 


"Daniel Brown" <daniel@therealitydysfunction.com> wrote in message 
news: 93ca85Siic4@www.netyaroze-europe.com... 
> Hi all, 


the yaroze or on the PC? As I would like to generate my own TMD format 
files from of a landscape I have generated. 


Cheers, 


Daniel Brown 
www. TheRealityDysfunction.com 


VVVVVVVVV VV 


Can anyone send me a copy of code that will generate a TMD file either on 


—-MESSAGE FILE 7372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06098 
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—-MESSAGE FILE 7373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006099 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: repairing a matrix 

Date: Mon, 8 Jan 2001 13:25:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <93cfbm$Siic7@www.netyaroze-europe. com> 

References: <93ab2bSnvol@www.netyaroze-europe.com> <93c7epSiicl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-139-163.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Thanks Derek for the pointer. I can't look at that yet though because I've 
not got Word. I'll have to get some one to dunmp it into ASCII or HTML. 


Cheers, 
Jon 


-—-MESSAGE FILE 7373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06099 


—-MESSAGE FILE 7374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006100 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: repairing a matrix 

Date: Mon, 8 Jan 2001 13:56:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <93cguuSiic8@www.netyaroze-europe. com> 

References: <93ab2bSnvol@www.netyaroze-europe.com> <93c7epSiicl@www.netyaroze-europe 
.com> <93cfbmS$iic7@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr2071-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


I don't have Word either, but WordPad loads it up fine. I hope that doc 
helps fix things. 


Derek 


> Thanks Derek for the pointer. I can't look at that yet though because 
I've 
> not got Word. I'll have to get some one to dunmp it into ASCII or HTML. 


> 
> Cheers, 
> Jon 


-—-MESSAGE FILE 7374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06100 


—-MESSAGE FILE 7375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006101 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: repairing a matrix 

Date: Mon, 8 Jan 2001 16:57:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <93cre3$5a51@www.netyaroze-europe. com> 

References: <93ab2bSnvol@www.netyaroze-europe.com> <93c7epSiicl@www.netyaroze-europe 
.com> <93cfbmS$iic7@www.netyaroze-europe.com> <93cguuSiic8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-252-211.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yes WordPad worked on it OK.... alas though the doc mentions a different 
solution to stop the problem which is to reset the matrix before each 
rotation and accumulate the rotation in a variable instead. I can't do 


that though because I need to do object relative rotations and they don't 
work with that method. 


Cheers anyway Derek, 


Jon 


—-MESSAGE FILE 7375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06101 


—-MESSAGE FILE 7376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006102 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: repairing a matrix 

Date: Mon, 8 Jan 2001 20:30:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <93d7vaS5a52@www.netyaroze-europe. com> 
References: <93ab2bSnvol@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-1-161-128.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hello, 


Ah, you want to Normalise (normalize - whatever) the matrix. 


1. Take 1 row (or column - and it really doesn't matter which) of the 3x3 
rotation matrix at a time. 

2»: Square each element in that row (or column) and add them together. 
(With an unscaled/undistorted matrix, this should always equal 1. Well, to 
be more accurate, the square root of 1 - it's the scaling factor for that 
axis, squared.) 

Qs Divide each of the three elements by the above result. 


Do this for each row (or column), and you should be sorted. Օհ, don't 
forget the fixed-point maths involved. (>>12 after multiplying, <<12 before 
dividing - if that makes sense.) 


Hope this helps, 


Alex 


== === Original Message ----- 

From: Jon Prestidge (Moose) <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 
Sent: 07 January 2001 18:05 

Subject: repairing a matrix 


Net Yaroze newsgroups message dump.txt 


> Hello, 

> 

> I understand that to get an object's matrix back to have perfectly 

> perpendictular axis and proper scale (after it has gradually been 
corrupted 

by many rotations) you can some how use a cross product or a dot product 
method, but I don't know any more than that. And I can't immediately 
work-out how it's done. Can anyone explain it further (which elements of 
the matrix you do what to etc), or perhaps give me a code snippet? 


v 


Cheers, 
Jon Prestidge. 


VVVVVVVV 


Jon Prestidge (Moose) <jon@surfed.to> wrote in message 

news: 93ab2bSnvol@www.netyaroze-europe.com... 

> Hello, 

> 

> I understand that to get an object's matrix back to have perfectly 

> perpendictular axis and proper scale (after it has gradually been 
corrupted 

by many rotations) you can some how use a cross product or a dot product 
method, but I don't know any more than that. And I can't immediately 
work-out how it's done. Can anyone explain it further (which elements of 
the matrix you do what to etc), or perhaps give me a code snippet? 


v 


Cheers, 
Jon Prestidge. 


VVVVVVV VY 


—-MESSAGE FILE 7376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06102 


—-MESSAGE FILE 7377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006103 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: repairing a matrix 

Date: Mon, 8 Jan 2001 20:44:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <93d8kkS5a53@www.netyaroze-europe. com> 

References: <93ab2bSnvol@www.netyaroze-europe.com> <93d7va$5a52@www.netyaro 
. com> 

NNTP-Posting-Host: host213-122-218-129.btinternet.com 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ah-ha! That sounds like exactly what I wanted! Thanks very much Alex 
you've saved me loads of scratching of my head trying to work out how I'm 
supposed to combine the elements etc. 


—-MESSAGE FILE 7377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06103 


—-MESSAGE FILE 7378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006104 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 2D Tutorial... Need help - please 

Date: Tue, 09 Jan 2001 14:56:59 +0000 

Organization: Max Studios 

Lines: 32 

Message-ID: <3A5B26BB. 89E5AC69@which.net> 
NNTP-Posting-Host: p25-woodpecker-gui.tch.which.net 
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glish/000 


english/0 


ze-europe 


glish/000 


english/0 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Following a screw up on the Yaroze Scene message boards I will post it 
here instead: 


Amoungst other stuff I am doing right now I am learning a bit of 2D on 


the Yaroze. As I learn I am doing a tutorial so that others can benefit. 


This tutorial will of course be exclusive to Yaroze Scene, But I am 
having a bit of trouble... 


Can anyone tell me please what exactly these lines of code mean? 


1. static GsOT_TAG wtags[2] [1<<OT_LENGTH]; 
2. #define PACKETMAX2 (PACKETMAX*24) 
3. static PACKET packetArea[2] [PACKETMAX2]; 


1. why is this a two dimensional array and what should [1<<OT_LENGTH] 
equate to (OT_LENGTH is 9 btw)? 

2. why is a second PACKETMAX needed and why does the coder not put in 
the actual number value instead of doing a multiplication? 

3. why is this a two dimensional array and does anyone know where the 
library reference is for the PACKET structure is? 


I also wish to know what a packet is... is it the smallest amount of 
data that can be processed by the GPU at any one time? 


I know there are a lot of experienced 2D Yaroze coders out there so 
help! ||) 
No doubt I will have many more questions later so look out :) 


Cheers all 
Max 
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-—-MESSAGE FILE 7378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06104 


-—-MESSAGE FILE 7379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006105 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@start.com.au> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 2D Tutorial... Need help - please 
Date: Wed, 10 Jan 2001 03:07:27 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 74 

Message-ID: <3A5C426F.2FCC2EA3@start.com.au> 
References: <3A5B26BB. 89E5AC69@which.net> 
Reply-To: mgarcia@start.com.au 
NNTP-Posting-Host: wdcax5-187.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


> 1. static GsOT_TAG wtags[2] [1<<OT_LENGTH]; 
> 2. #define PACKETMAX2 (PACKETMAX*24) 
> 3. static PACKET packetArea[2] [PACKETMAX2]; 


Q1. why is this a two dimensional array 37 
OK well 
there are 2 video ram buffers // (usually) 
there are 2 packet areas // the libs/HW use this memory to process the 
drawing commands 


when the one vram buffer is being displayed(reading from the first packet 


area and writing to the vram) 
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the other vram buffer is being processed with your drawing commands in the 
packet area ( the second packet area is being writting too). 
so u need 2 packet areas! or else u (might) corrupt the drawing data 


and what should [1<<OT_LENGTH] equate to 


1 ՀՀ 9 = 512 = 29 
bit manipulation 


the manual says 


The length field indicates the size of the ordering table. It is a value 
from 1-14 where 

the actual ordering table size is 2**length (i.e. a value of 14 indicates an 
array of 
16384 GsOT_TAG items, while a value of 8 indicates an array of 256 GsOT_TAG 
items). 


(OT_LENGTH is 9 btw)? 


9? It doesnzt have to be 9 it only has to be 
OT_LENGTH > 1 
OT_LENGTH < 14 


2. why is a second PACKETMAX needed and why does the coder not 
put in 
the actual number value instead of doing a multiplication? 


PACKETMAX is the maximum drawing packet size used in the program! 

Each triangle, quad, line,sprite etc has a packet size, if u use quads a lot 
eg 3d game the your PACKETMAX will be the size of a text quad or flat quad; 
etce. 

(I forget where a listing is for each packet type and size ?) 


3. why is this a two dimensional array and does anyone know where 
the 
library reference is for the PACKET structure is? 


look in libps.h 
typedef unsigned char PACKET; 
I also wish to know what a packet is... is it the smallest amount 
a data that can be processed by the GPU at any one time? 
Yip you got it! 


Max ¿ hope this help ya .. 
but you¿d learn more if u found things out of yourself¿no flame intended. 


try looking in 
news://news.netyaroze-europe.com/scee.yaroze.programming.3d_graphics 
Subject: packet size & GsSetWorkBase() 


smell ya later 
gwald 


--MESSAGE FILE 7379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06105 


--MESSAGE FILE 7380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006106 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: repairing a matrix 

Date: Tue, 9 Jan 2001 17:19:35 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <93fh5aSlv91l@www.netyaroze-europe. com> 

References: <93ab2bSnvol@www.netyaroze-europe.com> <93d7va$5a52@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-123-128-3.btopenworld.com 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Oops, I think I made a bit of a mistake there. I think I should have said 
divide by the square root. 


Alex 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 93d7va$5a52@www.netyaroze-europe.com... 


> Hello, 
> 
> Ah, you want to Normalise (normalize - whatever) the matrix. 
> 
> 1. Take 1 row (or column - and it really doesn't matter which) of the 
3x3 
> rotation matrix at a time. 
> 2. Square each element in that row (or column) and add them together. 
> (With an unscaled/undistorted matrix, this should always equal 1. Well, 
° 
be more accurate, the square root of 1 - it's the scaling factor for that 
axis, squared.) 
3. Divide each օք the three elements by the above result. 


Do this for each row (or column), and you should be sorted. Օհ, don't 


forget the fixed-point maths involved. (>>12 after multiplying, <<12 
efore 
dividing - if that makes sense.) 


Hope this helps, 


Alex 


Us pecs Original Message ----- 

From: Jon Prestidge (Moose) <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 
Sent: 07 January 2001 18:05 

Subject: repairing a matrix 


> Hello, 

> 

> I understand that to get an object's matrix back to have perfectly 

> perpendictular axis and proper scale (after it has gradually been 
corrupted 

> by many rotations) you can some how use a cross product or a dot product 
> method, but I don't know any more than that. And I can't immediately 
> work-out how it's done. Can anyone explain it further (which elements 
f 

> the matrix you do what to etc), or perhaps give me a code snippet? 

> 

> Cheers, 

> Jon Prestidge. 

> 

> 


Jon Prestidge (Moose) <jon@surfed.to> wrote in message 

news: 93ab2bSnvol@www.netyaroze-europe.com... 

> Hello, 

> 

> I understand that to get an object's matrix back to have perfectly 

> perpendictular axis and proper scale (after it has gradually been 
corrupted 

> by many rotations) you can some how use a cross product or a dot product 
> method, but I don't know any more than that. And I can't immediately 


VVVVVVVVVVVVVV VV OVV VV VV VV VV VV VV VV VV VV VV OV VV V V V 
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> work-out how it's done. Can anyone explain it further (which elements 
the matrix you do what to etc), or perhaps give me a code snippet? 


Cheers, 
Jon Prestidge. 


VVVVVVVVO NV 
VV V V V V 


-—-MESSAGE FILE 7380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06106 


-—-MESSAGE FILE 7381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006107 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2D Tutorial... Need help - please 

Date: Tue, 9 Jan 2001 18:31:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <93f171S8hm1@www.netyaroze-europe. com> 

References: <3A5B26BB. 89E5AC69@which.net> <3A5C426F.2FCC2EA3@start.com.au> 
NNTP-Posting-Host: host213-1-180-173.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Max, 


> try looking in 
> news://news.netyaroze-europe.com/scee.yaroze.programming.3d_graphics 
> Subject: packet size & GsSetWorkBase() 


You might also want to take a look at the yaroze FAQ, lots of useful info 
there. 


http: //www.netyaroze-europe.com/yaroze/newmembers/yarfaq-.htm 


Peter 


-—-MESSAGE FILE 7381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06107 


—-MESSAGE FILE 7382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006108 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2D Tutorial... Need help - please 

Date: Fri, 12 Jan 2001 01:08:26 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <3A5EC98A.3993EAEB@start.com.au> 
References: <3A5B26BB. 89E5AC69@which.net> 

Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax5-042.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


lots of info here. 
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http://www.netyaroze-europe.com/~sevans/tech.htm 


—-MESSAGE FILE 7382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06108 


--MESSAGE FILE 7383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006109 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2D Tutorial... Need help - please 
Date: Thu, 11 Jan 2001 21:05:50 +0000 

Organization: Max Studios 

Lines: 37 

Message-ID: <3A5E202E.FD282652@which.net> 
References: <3A5B26BB. 89E5AC69@which.net> 
NNTP-Posting-Host: p265-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Thanks all... I believe I have 'seen the light’. 
Max 
Max wrote: 


Following a screw up on the Yaroze Scene message boards I will post it 
here instead: 


Amoungst other stuff I am doing right now I am learning a bit of 2D on 
the Yaroze. As I learn I am doing a tutorial so that others can benefit. 
This tutorial will of course be exclusive to Yaroze Scene, But I am 
having a bit of trouble... 


Can anyone tell me please what exactly these lines of code mean? 


1. static GsOT_TAG wtags[2] [1<<OT_LENGTH]; 
2. #define PACKETMAX2 (PACKETMAX*24) 
3. static PACKET packetArea[2] [PACKETMAX2]; 


1. why is this a two dimensional array and what should [1<<OT_LENGTH] 
equate to (OT_LENGTH is 9 btw)? 

2. why is a second PACKETMAX needed and why does the coder not put in 
the actual number value instead of doing a multiplication? 

3. why is this a two dimensional array and does anyone know where the 
library reference is for the PACKET structure is? 


I also wish to know what a packet is... is it the smallest amount of 
data that can be processed by the GPU at any one time? 


I know there are a lot of experienced 2D Yaroze coders out there so 
help! !!! 
No doubt I will have many more questions later so look out :) 


Cheers all 
Max 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 7383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06109 


—-MESSAGE FILE 7384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006110 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Junior programmer required 

Date: Sat, 13 Jan 2001 12:04:06 -0000 
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Organization: Tronji Ltd 

Lines: 29 

Message-ID: <93pg7dSlvtl@www.netyaroze-europe. com> 
Reply-To: "Nick Ferguson" <nick@digidoll.co.uk> 
NNTP-Posting-Host: host213-1-70-82.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Please feel free to forward this to all and sundry :) 


<Producer hat on> 

Tronji Ltd are currently looking for a programmer to develop several 
applications for the PocketPC platform. If you know anyone who has 
experience of Windows programming - not necessarily CE - and of writing 
basic networked applications (or someone who is a genuinely fast learner 
with an interest in this area), please pass this email on to them and they 
can contact me for more information. We see this as an ideal opportunity for 
a recent graduate or developer with limited experience looking to work with 
innovative network/wireless technology. Oops, I'm giving it all away 
already! ;) 


We are based in central London, pay a competitive salary and provide an 
excellent working environment (etc, etc...) =) 


Tronji Ltd is a joint venture between Ragdoll Ltd (creators of the 
Teletubbies, Rosie & Jim, Pob, etc) and media giant Carlton Communications 
ples, 

www.ragdoll.co.uk 

www.carltonplc.co.uk 


<Producer hat off> 


Cheers guys - hope your 2001 is going well! 


Nick F 


--MESSAGE FILE 7384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06110 


--MESSAGE FILE 7385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006111 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Junior programmer required 

Date: Sat, 13 Jan 2001 12:10:33 -0000 

Organization: Tronji Ltd 

Lines: 8 

Message-ID: <93pgjd$lvt2@www.netyaroze-europe.com> 
References: <93pg7d$lvtl@www.netyaroze-europe. com> 
Reply-To: "Nick Ferguson" <nick@digidoll.co.uk> 
NNTP-Posting-Host: host213-1-70-82.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Also, if anyone has had any experience with some of the industry recruitment 
agencies (Aardvark Swift, Datascope, etc) I'd be keen to hear about it. 


Thx, 
Nick F 


-—-MESSAGE FILE 7385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06111 
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T 


--MESSAGE FILE 7386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006112 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BG Help 

Date: Sat, 13 Jan 2001 12:21:08 +0000 

Organization: Max Studios 

Lines: 6 

Message-ID: <3A604834.2DE69D0E@which.net> 
NNTP-Posting-Host: p235-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Does anyone know where I can get info on implementing BGs? Perhaps a 
member site or something has some useful info or someone can tell me?? 


Thanks, 
Max 


—-MESSAGE FILE 7386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06112 


—-MESSAGE FILE 7387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006113 

Path: chuka.playstation.co.uk!news 

From: "James" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Junior programmer required 

Date: Sat, 13 Jan 2001 13:27:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <93pl14eSlvt3@www.netyaroze-europe. com> 

References: <93pg7dS$lvtl@www.netyaroze-europe.com> <93pgjd$lvt2@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: m1l00-mpl-cvx3c.ren.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi Nick, 
I've used OPM Response,Datascope and Ardvark Swift. 

Ardvark Swift got me a lot of interviews, but i reckon a few were out of my 
league at the time. 

Datascope on the other hand got the odd few interviews, very helpful and 
friendly. 

OPM Response got me good interviews closer to my abilities, which resulted 
in my new employment. ( A company very close to the Net Yaroze project) 

Hope that helps 


If you want to ask more questions feel free, just hope i can answer em. 
ttin 
James Burns 


Nick Ferguson <nick@digidoll.co.uk> wrote in message 

news: 93pgjdS$lvt2@www.netyaroze-europe.com... 

> Also, if anyone has had any experience with some of the industry 
recruitment 

> agencies (Aardvark Swift, Datascope, etc) I'd be keen to hear about it. 


v 


Thx, 


> 
> 
> Nick F 
> 
> 
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-—-MESSAGE FILE 7387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06113 


—-MESSAGE FILE 7388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006114 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Junior programmer required 

Date: Sat, 13 Jan 2001 21:48:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <93qicuS$lvt4@www.netyaroze-europe. com> 

References: <93pg7dS$lvtl@www.netyaroze-europe.com> <93pgjd$lvt2@www.netyaroze-europe 
.com> <93pl14eSlvt3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-194-125.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Guyz, 


I've just spent the last 2 year using UML and the Rational stuff to develop 
an OO System. I know the OO stuff is useful but is the games industry 
interested in people with 'formal' software methods and modelling skills or 
should I just brush up on my coding like I planned? 


I'd be interested to hear what people think the best skill-set for working 
in the industry is 


Hugz, Peter 


"James" <james.burnsl@btinternet.com> wrote in message 

news: 93p14eSlvt3@www.netyaroze-europe.com... 

> Hi Nick, 

> I've used OPM Response, Datascope and Ardvark Swift. 

> Ardvark Swift got me a lot of interviews, but i reckon a few were out of 


K 


league at the time. 

Datascope on the other hand got the odd few interviews, very helpful and 
friendly. 

OPM Response got me good interviews closer to my abilities, which resulted 
in my new employment.( A company very close to the Net Yaroze project) 
Hope that helps 


If you want to ask more questions feel free, just hope i can answer em. 
ttfn 
James Burns 


Nick Ferguson <nick@digidoll.co.uk> wrote in message 

news :93pgjd$lvt2@www.netyaroze-europe.com... 

> Also, if anyone has had any experience with some of the industry 
recruitment 

> agencies (Aardvark Swift, Datascope, etc) I'd be keen to hear about it. 
> 

Thx, 


Nick F 


VVVVVVVVVVVVVV VV VV VV VV VV VV BB 
VV V V V 


—-MESSAGE FILE 7388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06114 
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—-MESSAGE FILE 7389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006115 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BG Help 

Date: Mon, 15 Jan 2001 02:12:54 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3A62CD25.B54B5A71@start.com.au> 
References: <3A604834.2DE69D0E@which.net> 

Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax2-221.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Max 
Do yourself a favor mate and download this one 


http: //www.netyaroze-europe.com/yaroze/ftp/scee/tutor/chap7.zip 


or better still look at 


http://www.netyaroze-europe.com/yaroze/docs/main.htm 
http://www.netyaroze-europe.com/yaroze/docs/tutor.htm 
http://www.netyaroze-europe.com/yaroze/newmembers/yarfaq.htm 


Background stuff isn't hard just read the manual, look at the tut and get 
coding. 


gwald 


—-MESSAGE FILE 7389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06115 


—-MESSAGE FILE 7390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006116 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BG Help 

Date: Sun, 14 Jan 2001 16:05:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <93simh$c2il@www.netyaroze-europe. com> 
References: <3A604834.2DE69D0E@which.net> 
NNTP-Posting-Host: host213-1-141-144.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Check out George Bain's tutorials, chapter 7 contains a background example. 
http://www.netyaroze-europe.com/yaroze/docs/tutor.htm 

Peter 

"Max" <mad.max@which.net> wrote in message 

news :3A604834.2DE69D0E@which.net... 


> Does anyone know where I can get info on implementing BGs? Perhaps a 
member site or something has some useful info or someone can tell me?? 


Thanks, 


> 
> 
> 
> Max 
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—-MESSAGE FILE 7390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06116 


—-MESSAGE FILE 7391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006117 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BG Help 

Date: Sun, 14 Jan 2001 23:06:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <93tau1$3721@www.netyaroze-europe. com> 

References: <3A604834.2DE69D0E@which.net> 

NNTP-Posting-Host: 195.44.222.203 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Max 


I did a GsBG tutorial a while ago, its not presented in the clearest style 
[being fairly nished at the time ;)] but there's source code as well, it 
should get you on the right track. 


Get it from http://www.netyaroze-europe.com/~partinga 


Good luck 
Andy 


Max <mad.max@which.net> wrote in message news: 3A604834.2DE69D0E@which.net... 


> Does anyone know where I can get info on implementing BGs? Perhaps a 

> member site or something has some useful info or someone can tell me?? 
> 

> Thanks, 

> Max 

> 


—-MESSAGE FILE 7391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06117 


—-MESSAGE FILE 7392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006118 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Xenon 2000: Project NY - demo 1 (16K) 

Date: Mon, 15 Jan 2001 15:54:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 375 

Message-ID: <93v6h1S1tkl@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1833-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


Here's the first part of the PCF Xenon 2000 tutorial I've been messing with. 
I'll tidy up the source and upload it to my site tomorrow. 


There's a couple of things which aren't implemented yet, e.g. the 
multi-coloured stars, but otherwise it's identical to the PC version. 
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Cheers, 


Derek da Silva 


-—-MESSAGE FILE 7392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06118 


—-MESSAGE FILE 7393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006119 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Xenon 2000: Project NY - demo 1 (16K) 

Date: Mon, 15 Jan 2001 19:41:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <93vvi2$1g91@www.netyaroze-europe.com> 
References: <93v6h1S1tkl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-156-10.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nice one Derek, it looks so nice I can almost hear the Bomb the Bass 
soundtrack :) 


Are we going to get updates every month? 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

news: 93v6h1S1tk1l@www.netyaroze-europe.com... 

> Hi 

> 

> Here's the first part of the PCF Xenon 2000 tutorial I've been messing 
with. 

> I'll tidy up the source and upload it to my site tomorrow. 


There's a couple of things which aren't implemented yet, e.g. the 
multi-coloured stars, but otherwise it's identical to the PC version. 


Cheers, 


Derek da Silva 


VVVVVVVVV V 


-—-MESSAGE FILE 7393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06119 


—-MESSAGE FILE 7394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006120 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Xenon 2000: Project NY 

Date: Mon, 15 Jan 2001 23:23:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9400q9S1g92@www.netyaroze-europe. com> 

References: <93v6h1S1tkl@www.netyaroze-europe.com> <93vvi2$1g91@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr91-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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Hi Matt 


> Nice one Derek, it looks so nice I can almost hear the Bomb the Bass 
> soundtrack :) 
> Are we going to get updates every month? 


A release every month was what I had in mind when I started, but um A 
that was a couple of months ago. Learning C++, and getting it to work on 
CodeWarrior has slowed me down a bit. Part 2 shouldn't be too long coming 
though. 

Cheers for taking a look, 

Derek 


--MESSAGE FILE 7394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06120 


--MESSAGE FILE 7395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006121 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 2D Tutorial Preview 

Date: Tue, 16 Jan 2001 12:52:24 +0000 

Organization: Max Studios 

Lines: 48 

Message-ID: <3A644408.7713DAF1@which.net> 
NNTP-Posting-Host: p157-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Net Yaroze - Simple 2D Tutorial (Preview) 


This preview was made for the purposes of letting people know what the 
tutorial (my first) will include. 


#What the tutorial will cover: 


Double buffering and screen resolutions 
Displaying Text 

Reading pad Input 

Creating a TIM file 

Getting the TIM on the screen 

Moving the TIM with the control pad 


+ + FF * FH 


As well as the above I hope to include in later revisions (or the first 
one depending on how long it takes to get my head around the stuff) 


* Displaying backgrounds 

* Sprite animation 

* Artificial Intelligence (this should be good :)) 
x 

s 


Sound processing (including music and sound effects [warning: cheesy 
ound effects]) 


Some of the points such as AI seem a Dit out of my reach right now but 
this tutorial is being written as I learn so bear with me. I will only 
put in hard facts so that you are not left wondeing about anything. I 
WILL include all the later points in the first or later revisions. 


If you haven't already done so, I suggest that you read the Yaroze FAQ, 
there are a lot of "mind putting at rest" explanations in there. The 
link is http://www.netyaroze-europe.com/yaroze/newmembers/yarfaq.htm 


I will be coding using the software supplied with the Yaroze i.e. the 
GNU compiler and debugger. Later I also hope to include CodeWarrior 
source code (I have hardly used it despite me spending an extra £90 on 
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ՂԵ). 

#At the end of the Tutorial: 

By the end of the tutorial I hope to have a small game similar in game 


play aspects to MERCS on the Sega Mega Drive (top down 2D shoot-em-up). 
This will be included with the tutorial. 


I hope to make the tutorial easy to read, well split up into 
decipherable and managable sections and come in Acrobat Reader, Word 97 
and Rich Text flavours. Also work is already well on its way on the 
tutorial so expect it soon, no promises though. 


—-MESSAGE FILE 7395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06121 


—-MESSAGE FILE 7396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006122 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Xenon 2000: Project NY - demo 1 (16K) 

Date: Tue, 16 Jan 2001 22:25:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <942hkd$2d51@www.netyaroze-europe. com> 
References: <93v6h1S1tkl@www.netyaroze-europe.com> 
NNTP-Posting-Host: 212.139.44.92 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Just got some time to take a look at your demo. I'll certainly be following 
your progress on this one.. I'm planning ( have been for some time ) of 
taking advantage of C++ in a project.. You can be sure I shall be taking a 


look at your source code for inspiration :) 


I havent actually been following the tutorial.. and I kinda regret it now.. 
It just always slips my mind to look out for the mag. 


Anyway.. I hope you follow this one through because it looks like its gonna 
make one hell of a good Yaroze game. 


Keep up the good work 
John ( QuietBloke ) 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 93v6h1S1tk1l@www.netyaroze-europe.com... 

> Hi 

> 

> Here's the first part of the PCF Xenon 2000 tutorial I've been messing 
with. 

> I'll tidy up the source and upload it to my site tomorrow. 


There's a couple of things which aren't implemented yet, e.g. the 
multi-coloured stars, but otherwise it's identical to the PC version. 


Cheers, 


Derek da Silva 


VVVVVVVV VV 


—-MESSAGE FILE 7396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06122 


—-MESSAGE FILE 7397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006123 
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glish/000 


english/0 


glish/000 


english/0 
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Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Xenon 2000: Project NY - demo 1 (16K) 

Date: Wed, 17 Jan 2001 17:02:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <944j85Sokb1@www.netyaroze-europe. com> 
References: <93v6h1S1tkl@www.netyaroze-europe.com> <942hkd$2d51@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr960-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi John 


> You can be sure I shall be taking a 
> look at your source code for inspiration :) 


Very little of it is in fact my code :) but I hope it's of some use. Source 
code for demo one is now available on my site. Let me know if you can see 
any areas where I'm messing up or could do things better. 


> Anyway.. I hope you follow this one through because 
> it looks like its gonna make one hell of a good Yaroze game. 
I'll do my best :) I might have to drop down to 384x256 in the later 


demos - the design doc supports a 320x240 mode for the PC version so it's 
alright to do that I guess. Everything might look a bit big though. 


Derek da Silva 


—-MESSAGE FILE 7397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06123 


—-MESSAGE FILE 7398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006124 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2D Tutorial Preview 

Date: Wed, 17 Jan 2001 20:27:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <944v64Sokb2@www.netyaroze-europe. com> 
References: <3A644408.7713DAF1@which.net> 
NNTP-Posting-Host: host62-7-109-157.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> By the end of the tutorial I hope to have a small game similar in game 
> play aspects to MERCS on the Sega Mega Drive (top down 2D shoot-em-up). 
> This will be included with the tutorial. 


ahhhh! MERCS rules! i still have that game! (in Japanese) 


—-MESSAGE FILE 7398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06124 


—-MESSAGE FILE 7399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006125 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Zelda Style Landscapes 
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Date: Wed, 17 Jan 2001 23:50:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <945avkSokb4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-165-203.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Guyz, 


Does anyone know how to implement Zelda 64 style landscapes on the Yaroze. 
I've got no trouble with the graphics stuff but the landscape seem to be 
arbitary shapes and I just can't figure out how the collision detection was 
done. Does it use some sort of BSP based technique? 


Does anyone know of any decent documents or tutorials I could read, 
preferably with supporting code in C, C++ or Java. 


Hugz, Peter 


-—-MESSAGE FILE 7399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06125 


—-MESSAGE FILE 7400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006126 

Path: chuka.playstation.co.uk!news 

From: "Nick Tsoukas" <nicktsoukas@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Windows utility to read/write memory card blocks to PC? 
Date: Thu, 18 Jan 2001 18:27:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9475i1Sb993@www.netyaroze-europe. com> 
NNTP-Posting-Host: komo364-a080.otenet.gr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-Mimeole: Produced By Microsoft MimeOLE V5.00.2919.6600 


Is there any application like that folks? 


—-MESSAGE FILE 7400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06126 


—-MESSAGE FILE 7401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006127 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows utility to read/write memory card blocks to PC? 
Date: Fri, 19 Jan 2001 18:48:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <94a23pSjerl@www.netyaroze-europe. com> 

References: <9475i1Sb993@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-199-213.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I had a prog once, i think it was used for emulators realy but it might be 
usefull if i still have it, ill have a look 4 u. 


—-MESSAGE FILE 7401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06127 
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-—-MESSAGE FILE 7402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006128 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TimTool 
Date: Fri, 19 Jan 2001 20:12:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <94a784Sjer2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-133-14.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi, 


I must be thick or something (no don't answer that)... In TimTool 3.0 is 
there a way to export the TIMs as BMPs or IFFs or anything else? 


TIA 
Nigel 


—-MESSAGE FILE 7402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06128 


—-MESSAGE FILE 7403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006129 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimTool 

Date: Sun, 21 Jan 2001 17:57:33 +0000 
Organization: Max Studios 

Lines: 14 

Message-ID: <3A6B230D.C2A60B0@which.net> 
References: <94a784Sjer2@www.netyaroze-europe. com> 
NNTP-Posting-Host: p92-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Nope I don't thing there is, use TimUtil instead. 
Max 


Nigel Critten wrote: 


> Hi, 

> 

> I must be thick or something (no don't answer that)... In TimTool 3.0 is 
> there a way to export the TIMs as BMPs or IFFs or anything else? 

> 

> TIA 

> Nigel 


—-MESSAGE FILE 7403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06129 


—-MESSAGE FILE 7404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006130 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Particle Effects 
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Date: Sun, 21 Jan 2001 21:42:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <94f11fSgu6él@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-67-231.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


How can a get a particle effects in 2D? I found Tom's 3D one but couldnt get 
it across to 2D. 

Cheers 

Chris 


—-MESSAGE FILE 7404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06130 


-—-MESSAGE FILE 7405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006131 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle Effects 

Date: Sun, 21 Jan 2001 21:46:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <94f196Sgu6é2@www.netyaroze-europe. com> 
References: <94f11fSgu6él1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-67-231.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Oh, wait... I think i have it =) 
chris 


—-MESSAGE FILE 7405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06131 


—-MESSAGE FILE 7406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006132 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle Effects 

Date: Sun, 21 Jan 2001 23:00:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <94fplnSgué3@www.netyaroze-europe. com> 

References: <94f11fSgu6él@www.netyaroze-europe.com> <94f196Sgu6é2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-183-240.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ah particle effects, my FAVOURITE :) 


one wat is to define a particle structure which will dictate what you can do 
with it, generally it'll store the particles position, it's movement vector 
and it's lifespan. Then you create a whole load of these particles and write 
functions to spawn them in a certain way and animate them each frame. 


Does this make sense? 
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Matt 


Chris Wallace <chrisw666@btinternet.com> wrote in message 
news: 94f196Sgué2@www.netyaroze-europe.com... 

> Oh, wait... I think i have it =) 

> chris 

> 

> 


—-MESSAGE FILE 7406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06132 


—-MESSAGE FILE 7407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006133 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: calling major TOM... 

Date: Mon, 22 Jan 2001 10:57:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <94h5k5S4nrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-183-124.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I just wondered if TOM (Tom Madams) is still around these groups? Seeing as 
he was featured in the Gen-Y article. I'd love to see further versions of 
Apex. 


cheers 
Matt 


—-MESSAGE FILE 7407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06133 


—-MESSAGE FILE 7408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006134 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: calling major TOM... 

Date: Mon, 22 Jan 2001 16:13:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <94hmmqS4nr2@www.netyaroze-europe. com> 
References: <94h5k5S4nrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Speaking of Gen-Y and Edge, does anyone still have that issue? If anyone 
doesn't 
want it anymore, can I please have it. Drop me an e-mail! 


Thanks, 

George 

"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 94h5k5S4nrl@www.netyaroze-europe.com... 


> I just wondered if TOM (Tom Madams) is still around these groups? Seeing 
as 
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he was featured in the Gen-Y article. I'd love to see further versions of 
Apex. 


> 

> 

> 

> cheers 
> Matt 

> 

> 


—-MESSAGE FILE 7408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06134 


—-MESSAGE FILE 7409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006135 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: calling major TOM... 

Date: Mon, 22 Jan 2001 19:08:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <94i0dg$fdnl@www.netyaroze-europe. com> 

References: <94h5k5S4nrl@www.netyaroze-europe.com> <94hmmq$4nr2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: ppp-2-185.5800-11.access.uk.worldonline.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Should be able to still get back issues unless they stopped doing that sort 
of thing ? 


Pete. 


George Bain <ps_yaroze@scee.net> wrote in message 
news: 94hmmq$4nr2@www.netyaroze-europe.com... 


> 

> Speaking of Gen-Y and Edge, does anyone still have that issue? If anyone 
> doesn't 

> want it anymore, can I please have it. Drop me an e-mail! 

> 

> Thanks, 

> 

> George 

> 

> "Matt Verran" <mverran@btinternet.com> wrote in message 

> news: 94h5k5S4nrl@www.netyaroze-europe.com... 

> > I just wondered if TOM (Tom Madams) is still around these groups? 
Seeing 

> as 

> > he was featured in the Gen-Y article. I'd love to see further versions 
of 

> > Apex. 

>> 

> > cheers 

> > Matt 

>> 

>> 

> 

> 


—-MESSAGE FILE 7409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06135 


-—-MESSAGE FILE 7410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006136 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Particle Effects 

Date: Mon, 22 Jan 2001 19:08:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <94i0ejSfdn2@www.netyaroze-europe. com> 
References: <94f11fSgu6él@www.netyaroze-europe.com> <94f196Sgu6é2@www.netyaroze-europe 
.com> <94fplnSgu6é3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-237-237.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Not totaly.... 


—-MESSAGE FILE 7410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06136 


-—-MESSAGE FILE 7411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006137 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle Effects 

Date: Mon, 22 Jan 2001 22:49:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <94id7jSfdn3@www.netyaroze-europe. com> 

References: <94f11fSgu6él@www.netyaroze-europe.com> <94f196Sgu6é2@www.netyaroze-europe 
.com> <94fplnS$gué3@www.netyaroze-europe.com> <94i0ejSfdn2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-123-131-123.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hey Chris, how's it going? 


The smoke in the MicroMachines style demo I sent you is a basic particle 
effect. Do you still have it? 


Alex 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 
news: 94i0ej$fdn2@www.netyaroze-europe.com... 

> Not totaly.... 

> 

> 


—-MESSAGE FILE 7411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06137 


—-MESSAGE FILE 7412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006138 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: calling major TOM... 

Date: Tue, 23 Jan 2001 08:39:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <94jgj1Ssrill@www.netyaroze-europe. com> 

References: <94h5k5S4nrl@www.netyaroze-europe.com> <94hmmq$4nr2@www.netyaroze-europe 
-com> <94i0dg$fdnl@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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Ya, but I would have to pay for it :) 


George 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 

news: 94i0dg$fdnl@www.netyaroze-europe.com... 

> Should be able to still get back issues unless they stopped doing that 
sort 

> of thing ? 


Pete. 


George Bain <ps_yaroze@scee.net> wrote in message 

news: 94hmmq$4nr2@www.netyaroze-europe.com... 

> 

> Speaking of Gen-Y and Edge, does anyone still have that issue? If 
nyone 

> doesn't 


> 

> 

> 

> 

> 

> 

> 

a 

> 

> > want it anymore, can I please have it. Drop me an e-mail! 
>> 

> > Thanks, 

>> 

> > George 

>> 

> > "Matt Verran" <mverran@btinternet.com> wrote in message 
> > news: 94h5k5S4nrl@www.netyaroze-europe.com... 

> > > I just wondered if TOM (Tom Madams) is still around these groups? 
> Seeing 

> > as 

> > > he was featured in the Gen-Y article. I'd love to see further versions 
> of 

> > > Apex. 

>>> 

> > > cheers 

>> > Matt 

>>> 

>>> 

>> 

>> 

> 

> 


-—-MESSAGE FILE 7412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06138 


—-MESSAGE FILE 7413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006139 

Path: chuka.playstation.co.uk!news 

From: "James" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: calling major TOM... 

Date: Tue, 23 Jan 2001 11:09:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <94jop9Ssr1l2@www.netyaroze-europe. com> 

References: <94h5k5S4nrl@www.netyaroze-europe.com> <94hmmq$4nr2@www.netyaroze-europe 
.com> <94i0dg$fdnl@www.netyaroze-europe.com> <94 jg j1Ssrl1l1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: m49-mpl-cvxlc.edi.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I've got a second copy of the issue if your still looking for it. 
(accidentally bought 2 issues, weird story, lets just say the online order 
took a long time) 


James 
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-—-MESSAGE FILE 7413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06139 


—-MESSAGE FILE 7414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006140 

Path: chuka.playstation.co.uk!news 

From: "Nick Tsoukas" <nicktsoukas@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows utility to read/write memory card blocks to PC? 

Date: Tue, 23 Jan 2001 16:36:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <94k550Ssr13@www.netyaroze-europe. com> 

References: <9475i1Sb993@www.netyaroze-europe.com> <94a23pSjerl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: komo364-a067.otenet.gr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


That would be nice... 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 94a23pS$jerl@www.netyaroze-europe.com... 

> I had a prog once, i think it was used for emulators realy but it might be 
usefull if i still have it, ill have a look 4 u. 


> 
> 
> 


—-MESSAGE FILE 7414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06140 


—-MESSAGE FILE 7415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006141 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle Effects 

Date: Tue, 23 Jan 2001 14:47:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <94kh11Sc2gl@www.netyaroze-europe.com> 

References: <94f11fSgu6él@www.netyaroze-europe.com> <94f196Sgu6é2@www.netyaroze-europe 
.com> <94fplnSgué3@www.netyaroze-europe.com> <94i0ejS$fdn2@www.netyaroze-europe. com> 
<94id7jSfdn3@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-1-109-118.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Right, I've attached a simple example. 


—-MESSAGE FILE 7415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06141 


-—-MESSAGE FILE 7416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006142 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MCV BREAKING NEWS Sega kills off Dreamcast 

Date: Tue, 23 Jan 2001 18:42:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <94kjuqSc2g2@www.netyaroze-europe. com> 
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NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


www.mcvuk.com 


Sega kills off Dreamcast 
Huge losses have forced Sega to pull out of the hardware market, with 
production of Dreamcast hardware ceasing by the end of March. 


A fourth straight year of losses, mainly caused by Dreamcast, have forced 
the company into a radical rethink of its strategy. The machine will 
continue to be marketed throughout 2001, halting sales once the inventory is 
exhausted. 


Software will continue to be developed for the machine by Sega in the mean 
time. 


The future for Sega lies as a software company on other formats and it 
already has five PlayStation 2 titles in the pipeline and two for Nintendo's 
Game Boy Advance machine, due out in March. 


—-MESSAGE FILE 7416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06142 


—-MESSAGE FILE 7417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006143 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MCV BREAKING NEWS Sega kills off Dreamcast 
Date: Tue, 23 Jan 2001 19:52:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <94knhpSc2g3@www.netyaroze-europe. com> 
References: <94kjuq$c2g2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-134-97.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I think its a shame they haven't had more success with the Dreamcast, I know 
this is probably a PS biased newsgroup ;-) but the Dreamcast was a damn fine 
piece of kit. 


Some of the Dreamcast games are really great, at the moment it's a shame at 
the moment the PS2 line up can't offer the same quality, given time I'm sure 
it will. 


Lets hope the Gamecube and to a FAR lesser extent the XBox does well, there 
is only one winner in a one horse race and its not the consumer (games 
player) 


Flame proof underwear on standby. 


I'm looking forward to seeing what Sega have to offer on the GBA and PS2 


Nigel 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 94kjuq$c2g2@www.netyaroze-europe.com... 
> www.mcvuk.com 


Sega kills off Dreamcast 
Huge losses have forced Sega to pull out of the hardware market, with 
production of Dreamcast hardware ceasing by the end of March. 


V V V V V 


Net Yaroze newsgroups message dump.txt Page 4823 


> 

> A fourth straight year of losses, mainly caused by Dreamcast, have forced 
> the company into a radical rethink of its strategy. The machine will 

> continue to be marketed throughout 2001, halting sales once the inventory 
is 

> exhausted. 


Software will continue to be developed for the machine by Sega in the mean 
time. 


The future for Sega lies as a software company on other formats and it 
already has five PlayStation 2 titles in the pipeline and two for 
Nintendo's 

> Game Boy Advance machine, due out in March. 

> 

> 


V V V V V V 


—-MESSAGE FILE 7417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06143 


—-MESSAGE FILE 7418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006144 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Particle Effects 

Date: Tue, 23 Jan 2001 20:41:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <94kq63Sc2g4@www.netyaroze-europe. com> 
References: <94f11fSgu6él@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-168-136.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Oopp, 


Havent checked the newsgroups for a good few days.. or I would have replied 
sooner... 


If you want a code base to make your particle effect you could always go 
download Yarozians.zip from my homepage www.netyaroze-europe.com/~ jdubpsx 
and look at the source code. You will find a a couple of files... explosn.h 
explosn.c. This is a very simple particle effect. The particles themselves 
are just lines but you can modify them to be anything you want. 


It exposes 2 functions. The .h file defines how many explosions are allowed 
and how many particles in each one. 


void startExplosion ( int xpos, int ypos ); - Will kick off a new 
explosion... if the max explosions are currently active it will remove and 
use the oldest one. The logic here initializes each particle giving it a 
start xpos, ypos, xspeed, yspeed and lifespan... change this to produce any 
sort of effect you like. 


void showExplosions ( void ); - This gets called for each screen refresh. It 
basically moves all the particles and writes them out to the ordering table. 
The current logic moves all the particles by the x and y speed, reduces the 
x and y speeds and finally accelerates the yspeed downd the screen ( a sort 
of gravity effect ). NOTE : In order to get a nice range of speeds I store 
all my positions, speeds left shifted by STAGE_SHIFT then right shift to get 
back to screen co-ords just so I can get a nice range of speeds. 


And there it is.. a very basic self contained particle effect ready to be 
modified, extended and improved... I was thinking of making all the 
particles transparent sprites and then you could add a scale value to each 
particle so they can appear to get closer or move away over time... 
anyway... this might help.. or it may not 
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"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 94f11fSguél@www.netyaroze-europe.com... 

> How can a get a particle effects in 2D? I found Tom's 3D one but couldnt 
get 

> it across to 2D. 

Cheers 


> 
> Chris 
> 
> 


-—-MESSAGE FILE 7418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06144 


—-MESSAGE FILE 7419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006145 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Where can I pay Codewarrior for the playstation 
Date: Tue, 23 Jan 2001 20:49:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <94kqkvSc2g5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-85-44.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Guyz, 


I'm after buying codewarrior so I can code using OO but I can't seem to work 
out where I should get it from. The metrowork site only list codewarrior for 
the Playstation 2 (Yer, I wish!) Anyone got any other suggestions...That 
aren't rude at any rate =) 


Hugz, Pete 


-—-MESSAGE FILE 7419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06145 


—-MESSAGE FILE 7420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006146 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sega kills off Dreamcast 

Date: Tue, 23 Jan 2001 20:56:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <94kr7eSc2g6@www.netyaroze-europe. com> 
References: <94kjuq$c2g2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr949-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Sega kills off Dreamcast 
Sega Japan have been hinting at this for ages - still, it's sad news. 
See how hardcore Sega fans have reacted : www.segatech.com 


Derek 
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-—-MESSAGE FILE 7420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06146 


-—-MESSAGE FILE 7421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006147 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows utility to read/write memory card blocks to PC? 

Date: Thu, 25 Jan 2001 21:20:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8287 

Message-ID: <94q5eh$ j541@www.netyaroze-europe. com> 

References: <9475i1Sb993@www.netyaroze-europe.com> <94a23pS$jerl@www.netyaroze-europe 
-com> <94k550$sr13@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.123.18.185 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I think this is it... 
Chris 


—-MESSAGE FILE 7421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06147 


—-MESSAGE FILE 7422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006148 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Windows ME.... 

Date: Thu, 25 Jan 2001 21:25:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <94q5j7$7j542@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.123.18.185 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I'm sure someone else around here has WinME. 

I left a post on the YarozeScene site but no-one replied. 

How do i get Siocons to work with ME? windows can connect to the Yaroze fine 
but do just wont. 

Cheers 

Chris. 


—-MESSAGE FILE 7422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06148 


—-MESSAGE FILE 7423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006149 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Thu, 25 Jan 2001 22:29:14 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <94q99t$ j543@www.netyaroze-europe. com> 
References: <94q5j7$j542@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.123.18.185 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


do = DOS 
$) 


--MESSAGE FILE 7423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06149 


--MESSAGE FILE 7424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006150 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 07:54:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <94radbS7el@www.netyaroze-europe.com> 

References: <94q53j7$j542@www.netyaroze-europe.com> <94q99tšj543Gwww.netyaroze-europe 
. com> 

NNTP-Posting-Host: host62-7-53-143.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This was meant to go to the group i think. 


Chris, 


I think siocons requires ANSI.SYS to be loaded in order to run properly. 
Unfortunatelty WinME doesn't load it and there is no way for you to load 
t 

through CONFIG.SYS anymore. As a workaround I downloaded the Codewarrior 
update from the website and installed it. It is not the full version of 
codewarrior but it did give me access to the PSCOmUtil which can be used 
instead of Siocons. There's a slight problem though - no CodeWarrior 
licence! I'm currently trying to purchase a copy but I'm not having much 
lock finding anywhere to get it, so if anyone knows I'd appreciate it if 
ou 

could let me know. 


ՊԿՀ WO NOMEN NN PEN: M- VV 


> There is another alternative but it isn't pretty and WinME takes much 
longer 

to boot up.There is a patch that can be downloaded that gives you back the 
Win98 style dos bootup -> Config.sys, Autoexec.bat etc.Once you have run 
this patch you can load ANSI.SYS et al. and hey presto all your legacy Dos 
apps work again.Unless your me of course! In my case the machine becomes 
hopelessly unstable, cough, splutters, chokes and then dies a horrible and 
squealing death. Hence why I ended up doing it the other way. Hope this 
helps 


v 


Hugz, Pete 


PS: I'd rather not do it this way so if anyone knows of a working 
alternative I'd appreciate it loads 


VVVVVVVVVV VV 


v 


=== Original Message ----- 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Sent: Thursday, January 25, 2001 10:29 PM 
Subject: Re: Windows ME.... 


> do = DOS 


VVVVVVV VV 
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> 


V Vv v 


—-MESSAGE FILE 7424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06150 


-—-MESSAGE FILE 7425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006151 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 07:59:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <94ram8S$7e2@www.netyaroze-europe. com> 

References: <94q5j7$7j542@www.netyaroze-europe.com> <94q99t$j543@www.netyaroze-europe 
.com> <94radb$7el@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-53-143.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I think autoexec does still exist but under a different name... 
cant remember what tho. 

111 see if i can find out. 

oops, dont have time to type now.... 

Chris. 


—-MESSAGE FILE 7425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06151 


—-MESSAGE FILE 7426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006152 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 12:18:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <94rpvnS5Srol@www.netyaroze-europe. com> 

References: <94q5j7$7j542@www.netyaroze-europe.com> <94q99t$ j543@www.netyaroze-europe 
.com> <94radb$7el@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr2160-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


I've been looking for an answer to this but I 
don't think there is one. Here's part of a MS 
WinME support chat transcript from last Sept.. 


Derek 


Guest_Mike_MS says: 

[QUESTION]: Henry: WHen I had win 98 I had in the config device=ansi.sys to 
load the ansi.sys I can not load the ansi.sys in the config because winme 
does not read the config file... 


Guest_Mike_MS says: 

[ANSWER]: You are correct that Config.Sys is no longer parsed. 
Unfortunately, there is no way to specifically direct Windows Millennium to 
load this, it looks that you'll have to use a WinME Bootdisk to accomplish 
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the loading of Ansi.Sys and running Dos-Based applications that require 
this. Otherwise, we no longer have support for ANSI.SYS. 


http://support.microsoft.com/support/PersonalUser/News/chat_091900.asp 


—-MESSAGE FILE 7426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06152 


—-MESSAGE FILE 7427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006153 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: line intersect algorithm 

Date: Fri, 26 Jan 2001 13:18:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <94rtemS5ro2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-90-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi 


Can anyone give me a good standard algorithm to check if two lines 
intersect? 


bool Intersect (x1,yl1,x2,y2,x3,y3,x4,y4) 


Where the bool is 1 if they intersect and 0 if they don't, x1,yl1-x2,y2 is 
one line, x3,y3-x4,y4 is the other. 


I think you check if points lie clockwise or something, right? 


Matt 


-—-MESSAGE FILE 7427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06153 


—-MESSAGE FILE 7428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006154 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: line intersect algorithm 

Date: Fri, 26 Jan 2001 13:31:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <94ru9hSSro3@www.netyaroze-europe. com> 
References: <94rtem$5ro2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr2057-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


Is this any use? 
www.netyaroze-europe.com/~topcats/routines. html 


> Hi 
> 
> Can anyone give me a good standard algorithm to check if two lines 
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> intersect? 

> 

> bool Intersect (x1,y1,x2,y2,x3,y3,x4,y4) 

> 

> Where the bool is 1 if they intersect and 0 if they don't, x1,y1-x2,y2 is 
> one line, x3,y3-x4,y4 is the other. 

> 

> I think you check if points lie clockwise or something, right? 
> 

> 

> Matt 

> 

> 

Derek 


—-MESSAGE FILE 7428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06154 


-—-MESSAGE FILE 7429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006155 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 18:23:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <94sfcv$5ro4@www.netyaroze-europe. com> 

References: <94q5j7$j542@www.netyaroze-europe.com> <94q99t$j543@www.netyaroze-europe 
.com> <94radbS$7el@www.netyaroze-europe.com> <94rpvnS$5rol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-139-60.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I don't think siocons needs Ansi.sys to run. I've rebooted without it and 
siocons uploads and downloads fine, just some of the screen text is garbled. 


I can't shed any light on the problem though, I'm still running Win95 here. 


Regards, 
Peter 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote... 
> Hi 


I've been looking for an answer to this but I 
don't think there is one. Here's part of a MS 
WinME support chat transcript from last Sept.. 


Derek 


Guest_Mike_MS says: 

[QUESTION]: Henry: WHen I had win 98 I had in the config device=ansi.sys 
° 

load the ansi.sys I can not load the ansi.sys in the config because winme 
does not read the config file... 


Guest_Mike_MS says: 

[ANSWER]: You are correct that Config.Sys is no longer parsed. 
Unfortunately, there is no way to specifically direct Windows Millennium 
° 

load this, it looks that you'll have to use a WinME Bootdisk to accomplish 
the loading of Ansi.Sys and running Dos-Based applications that require 
this. Otherwise, we no longer have support for ANSI.SYS. 


http://support.microsoft.com/support/PersonalUser/News/chat_091900.asp 


VVVVVVEVVVV VV EV VN VN VP VP VV VV 
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> 
> 


—-MESSAGE FILE 7429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06155 


—-MESSAGE FILE 7430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006156 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 20:48:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <94snmg$5ro5@www.netyaroze-europe. com> 

References: <94q5j7$73542@www.netyaroze-europe.com> <94q99t$ j543@www.netyaroze-europe 
.com> <94radbS$7el@www.netyaroze-europe.com> <94rpvnS$5Srol@www.netyaroze-europe.com> < 
94sfcvS5ro4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-246-81.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I think 95 automatically loads other SYS files as well as ANSI.SYS which 
aren't present or loadable under WinME. This would explain why it runs but 
is garbelled under 95. The patch I was refering to allows you to load 
ANSI.SYS (I managed to get that far...just!) as well as others, so if we can 
work out what other SYS files need to be loaded we might be able to crack 
this one. Any ideas 'cos I'm clean out...sorry 


Hugz, Peter 


PS I can't remember where I got the patch but I'll hunt it down again if 
anyones really interested. Just say the word 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: 94sfcvS$5ro4@www.netyaroze-europe.com... 

> I don't think siocons needs Ansi.sys to run. I've rebooted without it and 
> siocons uploads and downloads fine, just some of the screen text is 
garbled. 

> 

> I can't shed any light on the problem though, I'm still running Win95 
here. 


Regards, 
Peter 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote... 
> Hi 

> 

> I've been looking for an answer to this but I 
> don't think there is one. Here's part of a MS 
> WinME support chat transcript from last Sept.. 
> 

> Derek 

> 

> Guest_Mike_MS says: 

> [QUESTION]: Henry: WHen I had win 98 I had in the config device=ansi.sys 


to 

> load the ansi.sys I can not load the ansi.sys in the config because 

inme 

> does not read the config file... 

> 

> Guest_Mike_MS says: 

> [ANSWER]: You are correct that Config.Sys is no longer parsed. 

> Unfortunately, there is no way to specifically direct Windows Millennium 
to 

> load this, it looks that you'll have to use a WinME Bootdisk to 


VVVVVVV EVV VV VV VV VV VV VV VV VV 
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accomplish 

> > the loading of Ansi.Sys and running Dos-Based applications that require 
> > this. Otherwise, we no longer have support for ANSI.SYS. 

>> 

> > http://support.microsoft.com/support/PersonalUser/News/chat_091900.asp 
>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06156 


—-MESSAGE FILE 7431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006157 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 20:53:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <94so30S5ro6@www.netyaroze-europe. com> 

References: <94q5j7$7j542@www.netyaroze-europe.com> <94q99t$j543@www.netyaroze-europe 
.com> <94radbS$7el@www.netyaroze-europe.com> <94rpvnS$5Srol@www.netyaroze-europe.com> Հ 
94sfcvS5ro4@www.netyaroze-europe.com> <94snmgS5ro5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-170-51.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Just another little thought, if anyone can do batch-file programming, is it 
possible to load up sys files manually? 

Or even make our own autoexec to run as a startup file? just an idea. 
Chris. 


—-MESSAGE FILE 7431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06157 


—-MESSAGE FILE 7432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006158 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 20:58:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <94so89S5ro7@www.netyaroze-europe. com> 

References: <94q5j7$7j542@www.netyaroze-europe.com> <94q99t$ j543@www.netyaroze-europe 
.com> <94radb$7el@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-246-81.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Oops! Sorry about that, I must have been having a blond moment...actually my 
hairs blue at the minute but you know what I mean =) Thanx Chris 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: 94radbS$7el@www.netyaroze-europe.com... 

> 

> This was meant to go to the group i think. 

> 

> 

> > Chris, 
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I think siocons requires ANSI.SYS to be loaded in order to run properly. 
Unfortunatelty WinME doesn't load it and there is no way for you to load 
t 

through CONFIG.SYS anymore. As a workaround I downloaded the Codewarrior 
update from the website and installed it. It is not the full version of 
codewarrior but it did give me access to the PSCOmUtil which can be used 
instead of Siocons. There's a slight problem though - no CodeWarrior 
licence! I'm currently trying to purchase a copy but I'm not having much 
lock finding anywhere to get it, so if anyone knows I'd appreciate it if 
ou 

could let me know. 


ՄՊՀ VVVVVV EV V V 


> There is another alternative but it isn't pretty and WinME takes much 
longer 
> to boot up.There is a patch that can be downloaded that gives you back 


Win98 style dos bootup -» Config.sys, Autoexec.bat etc.Once you have run 
this patch you can load ANSI.SYS et al. and hey presto all your legacy 


apps work again.Unless your me of course! In my case the machine becomes 
hopelessly unstable, cough, splutters, chokes and then dies a horrible 


squealing death. Hence why I ended up doing it the other way. Hope this 
helps 


Hugz, Pete 


PS: I'd rather not do it this way so if anyone knows of a working 
alternative I'd appreciate it loads 


SS Original Message ----- 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Sent: Thursday, January 25, 2001 10:29 PM 
Subject: Re: Windows ME.... 


do = DOS 
) 


VVVVVVVVVVVVVVV VV VV VV OV VO V VO 
V V V V 


SS POS SSO SSO NA N YEN VEN N VA ee Sree E Ve easy NNO VEN PC VEVEN oo 


--MESSAGE FILE 7432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06158 


--MESSAGE FILE 7433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006159 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Fri, 26 Jan 2001 21:07:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <94sopg$5ro8@www.netyaroze-europe. com> 

References: <94q5j7$7j542@www.netyaroze-europe.com> <94q99t$j4543@www.netyaroze-europe 
.com> <94radbS$7el@www.netyaroze-europe.com> <94rpvnS$5Srol@www.netyaroze-europe.com> Հ 
94sfcvS5ro4@www.netyaroze-europe.com> <94snmgS$5ro5@www.netyaroze-europe.com> <94so030 
S5ro6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-246-81.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


If memory serves me correctly (I don't trust it me-self) SYS files are 
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similar to really basic drivers and must be loaded prior to the OS being 
kicked off in earnest Whereas stuff thats in AUTEXEC etc is performed after 
it starts running which means we have no way to process the SYS file. Bummer 
huh? I'll check my hardware book to make sure though. 


Well, that's if I can still walk when I get back from the pub. Beeeeeeeer! 
Yuuuuuuum! =P'''' 


Hugz Peter 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 

news: 94so30S$5ro6@www.netyaroze-europe.com... 

> Just another little thought, if anyone can do batch-file programming, is 
it 


v 


possible to load up sys files manually? 
Or even make our own autoexec to run as a startup file? just an idea. 


> 
> Chris. 
> 
> 


—-MESSAGE FILE 7433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06159 


-—-MESSAGE FILE 7434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006160 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Error! 

Date: Sat, 27 Jan 2001 14:13:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <94u10kS2th1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-30-228 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Help! 

When ever i close a full-screen program such as worms or RedAlert2, i get 
that well-known blue screen giving an error of: 

OE : O17F : BFF8E64B 

it doesnt say much more than this, other than that an error occured. 

If any one can please help, its driving me insane and my only option 
remaining now as far as i know is to try and get hold of a CD and 
re-install..... 

Chris. 


—-MESSAGE FILE 7434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06160 


—-MESSAGE FILE 7435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006161 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi__DELTHIS_ @quicknet.nl> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows ME.... 

Date: Sat, 27 Jan 2001 16:01:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <94uno7$2th2@www.netyaroze-europe. com> 
References: <94q537$73542@www.netyaroze-europe. com> 
NNTP-Posting-Host: qn-195-66-31-13.quicknet.nl 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 
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What you could try is to setup the correct portspeed in WinME. (Ports applet 
in Control Panel) 

This what I believe you must do when running Siocons in a command-box under 
NT and W2K. 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 

news: 94q547$4542@www.netyaroze-europe.com... 

> I'm sure someone else around here has WinME. 

> I left a post on the YarozeScene site but no-one replied. 

> How do i get Siocons to work with ME? windows can connect to the Yaroze 


> but do just wont. 


-—-MESSAGE FILE 7435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06161 


—-MESSAGE FILE 7436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006162 

Path: chuka.playstation.co.uk!news 

From: "Nick Tsoukas" <nicktsoukas@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows utility to read/write memory card blocks to PC? 

Date: Fri, 26 Jan 2001 16:56:31 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <94vbruS7el@www.netyaroze-europe.com> 

References: <9475i1Sb993@www.netyaroze-europe.com> <94a23pS$jerl@www.netyaroze-europe 
.com> <94k550Ssrl13@www.netyaroze-europe.com> <94q5eh$j541@www.netyaroze-europe. com> 
NNTP-Posting-Host: komo364-a093.otenet.gr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks Chris, I'm not sure though if you should've sent that binary file 
here.. Unfortunately, despite of it being a cool program psxge doesn't work 
with yaroze... :-( Thnx anyway... 


Nick 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 
news: 94q5eh$ 4541@www.netyaroze-europe.com... 

> I think this is it... 

Chris 


> 
> 
> 
> 


—-MESSAGE FILE 7436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06162 


—-MESSAGE FILE 7437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006163 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 10:23:11 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <950t9sSaaal@www.netyaroze-europe. com> 
References: <94u10kS$2th1l@www.netyaroze-europe.com> 
NNTP-Posting-Host: 43.194.204.241 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


What does this have to do with Net Yaroze? 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 

news: 94u1L0kS2thl@www.netyaroze-europe.com... 

> Help! 

When ever i close a full-screen program such as worms or RedAlert2, i get 
that well-known blue screen giving an error of: 

OE : O17F : BFF8E64B 
it doesnt say much more than this, other than that an error occured. 
If any one can please help, its driving me insane and my only option 
remaining now as far as i know is to try and get hold of a CD and 
re-install..... 

Chris. 


VVVVVVVV VV 


-—-MESSAGE FILE 7437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06163 


—-MESSAGE FILE 7438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006164 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where can I pay Codewarrior for the playstation 
Date: Sun, 28 Jan 2001 10:25:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <950teuSaaa2@www.netyaroze-europe. com> 
References: <94kqkvS$c2g5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


HI tehre, 
Try sending an e-mail to their sales department. 
George 


"Peter" <blipz@btinternet.com> wrote in message 

news: 94kqkv$c2g5@www.netyaroze-europe.com... 

> Hi Guyz, 

> 

> I'm after buying codewarrior so I can code using OO but I can't seem to 

work 

> out where I should get it from. The metrowork site only list codewarrior 

for 

> the Playstation 2 (Yer, I wish!) Anyone got any other suggestions...That 
aren't rude at any rate =) 


> 
> 
> Hugz, Pete 
> 
> 


—-MESSAGE FILE 7438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06164 


—-MESSAGE FILE 7439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006165 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows utility to read/write memory card blocks to PC? 

Date: Sun, 28 Jan 2001 13:33:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <95171luSaaa3@www.netyaroze-europe. com> 

References: <9475i1Sb993@www.netyaroze-europe.com> <94a23pSjerl@www.netyaroze-europe 
.com> <94k550Ssr13@www.netyaroze-europe.com> <94q5eh$ j541@www.netyaroze-europe. com> 
<94vbruS$7el@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-21-135.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Oh yeah, :) good point... 
oh well. 


—-MESSAGE FILE 7439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06165 


—-MESSAGE FILE 7440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006166 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 13:37:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <951793Saaa4@www.netyaroze-europe. com> 

References: <94u10kS$2thl@www.netyaroze-europe.com> <950t9sSaaal@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-21-135.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


urrm, directly, very little. But it does it at other times and i dont want 
it to crash while programming etc. Just thought it would be a good place to 
ask as we all use computers and someone might have had a similar problem. 
oops, sorry... 

Chris. 


--MESSAGE FILE 7440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06166 


—-MESSAGE FILE 7441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006167 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 14:55:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <951bt7Saaa5@www.netyaroze-europe. com> 

References: <94u10kS2thl@www.netyaroze-europe.com> <950t9sSaaal@www.netyaroze-europe 
-com> <951793Saaa4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-107-89.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


and it is the "freetalk" group 
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Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 951793Saaa4@www.netyaroze-europe.com... 

> urrm, directly, very little. But it does it at other times and i dont want 
> it to crash while programming etc. Just thought it would be a good place 


to 


> ask as we all use computers and someone might have had a similar problem. 


> 
> Chris. 
> 
> 


oops, sorry... 


4837 


-—-MESSAGE FILE 7441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06167 


—-MESSAGE FILE 7442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006168 


Path: chuka.playstation.co.uk!news 
From: "Peter" <blipz@btinternet.com> 
: scee.yaroze.freetalk.english 


Newsgroups 


Date: Sun, 
Organizati 
Lines: 31 

Message-ID 
References 
. com> 


X-Priority 


Subject: Re: Where can I pay Codewarrior for the playstation 


28 Jan 2001 15:18:03 -0000 


on: 


PlayStation Net Yaroze (SCEE) 


: <951d2iSaaa6@www.netyaroze-europe. com> 
: <94kqkv$c2g5@www.netyaroze-europe.com> <950teuSaaa2@www.netyaroze-europe 


3 


NNTP-Posting-Host: host213-1-81-145.btinternet.com 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
Produced By Microsoft MimeOLE V5.50.4133.2400 


X-MimeOLE: 


I tried that but they've never written back =( 
I gues I'm not offering to sleep with the right people =) 


Hugz, Pete 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 950teuSaaa2@www.netyaroze-europe.com... 


> HI tehre 
George 


> Hi Guy 
> 


work 


for 


> 
> 
> Hugz, 
> 
> 


VVVVVVVVVVVVVVV VV VV VV 


r 


27 


Pete 


Try sending an e-mail to their sales department. 


"Peter" <blipz@btinternet.com> wrote in message 

news: 94kqkvS$c2g5@www.netyaroze-europe.com... 

> I'm after buying codewarrior so I can code using OO but I can't seem to 
> out where I should get it from. The metrowork site only list codewarrior 


> the Playstation 2 (Yer, I wish!) Anyone got any other suggestions...That 
aren't rude at any rate =) 


—-MESSAGE FILE 7442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06168 


—-MESSAGE FILE 7443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006169 


Path: chuka.playstation.co.uk!news 
From: "Peter" <blipz@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 15:29:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <951do0Saaa7@www.netyaroze-europe. com> 
References: <94u10kS$2th1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-81-145.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Chris, 


Please will you give us a little more info to work on. Answers to the 
follwoing will help a bit: 


1) What OS are you running and what service release? 

2) Did this always happen with these games or have they started recently? 
3) What was the last major change you made to your system before this 
started to happen? (Guess if you don't know) 

4) Do these games require DirectX support and if so what version? What 
version do you have installed? 

5) What graphics card do you have and what the driver version? 

6) What sound card do you have and whats the driver version? 

7) Are you experiencing any other problems with your machine? 


Its a lot of questions I know but its hard to say whats wrong when your not 
infront of the beast. In the meantime I'll try and see what the error code 
means. 


Hugz, Pete 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: 94u1L0kS2thl@www.netyaroze-europe.com... 

> Help! 
When ever i close a full-screen program such as worms or RedAlert2, i get 
that well-known blue screen giving an error of: 

OE : O17F : BFF8E64B 

it doesnt say much more than this, other than that an error occured. 

If any one can please help, its driving me insane and my only option 
remaining now as far as i know is to try and get hold of a CD and 
re-install..... 

Chris. 


VVVVVVVVVV 


—-MESSAGE FILE 7443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06169 


—-MESSAGE FILE 7444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006170 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 18:24:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <951p24Snghl@www.netyaroze-europe. com> 

References: <94u10kS2thl@www.netyaroze-europe.com> <951ldo0Saaa7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host62-7-74-225.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Ok, here goes. 
> 1) What OS are you running and what service release? 
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WindowsME 

> 2) Did this always happen with these games or have they started 

recently? 

Started resently... 

> 3) What was the last major change you made to your system before this 


> started to happen? (Guess if you don't know) 


Lots, and my brothers been on my machine too. Urm, new hard drive, firewall 
installed... Nothing huge other than the HD tho. 


> 4) Do these games require DirectX support and if so what version? What 
> version do you have installed? 

The do need DX as far as i know, and i have dqdx8 

> 5) What graphics card do you have and what the driver version? 


Nvidia riva TNT2 M64 - the latest drivers from the site. 


> 6) What sound card do you have and whats the driver version? 
SoundBlaster Live (the original . not 5) 
> 7) Are you experiencing any other problems with your machine? 


When i shut down i get a 'windows protection error', but with no code or 
anything. 
I cant get into some of the options in the advanced display propertys... 


Cheers for help, 
Chris. 


4839 


—-MESSAGE FILE 7444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06170 


—-MESSAGE FILE 7445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006171 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 21:32:56 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <952376Snqh2@www.netyaroze-europe. com> 


References: <94u10kS$2thl@www.netyaroze-europe.com> <951ldo0Saaa7@www.netyaroze-europe 


. com> 

NNTP-Posting-Host: th-gt146-204.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Peter" <blipz@btinternet.com> wrote in message 

news: 95l1do0Saaa7@www.netyaroze-europe.com... 

> Its a lot of questions I know but its hard to say whats wrong when 
your not 

> infront of the beast. In the meantime I'll try and see what the 
error code 

> means. 


While you're on this subject, does anyone know of a list of the BOSD 
error codes and what they mean? A friend in my IT class is constantly 
asking where he can find a list that will tell him what the error code 
means. Is there anything other than the MS KB, as I tell him to go 
there, but he says it's no help. 


Cheers, 
Rikki 
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-—-MESSAGE FILE 7445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06171 


—-MESSAGE FILE 7446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006172 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 22:16:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9525laSngqh3@www.netyaroze-europe. com> 

References: <94u10kS2th1l@www.netyaroze-europe.com> <951do0Saaa7@www.netyaroze-europe 
.com> <952376Sngh2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-197-113.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've just shut down every thing running in the background and it seems to be 


working.... so far. A list of all the codes would be useful though as the 
blue screen codes are un decipherable.... 
Chris 


—-MESSAGE FILE 7446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06172 


-—-MESSAGE FILE 7447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006173 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Sun, 28 Jan 2001 23:46:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <952ar0Snqh4@www.netyaroze-europe. com> 

References: <94u10kS2th1l@www.netyaroze-europe.com> <951do0Saaa7@www.netyaroze-europe 
-com> <951p24Snqhl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-150-209.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Chris, 


It sounds like you have the wrong video driver installed. Double-check that 
you have downloaded the latest version from your manufacturer (Don't use the 
Windows Auto Update feature - it lies!) If you've got the right one then I'm 
afraid that's when the real work starts. Contact tech support with a 
description of the problem and read through the FAQ's in case it's a common 
problem. 


It could be that your problem is more general and relates to a page fault. 
(hence the error code OE) Unfortunately these can be caused by all kinds of 
stuff. It might be worth starting all your systray applications one at a 
time and seeing if the problem occurs as one of these may be the culprit. 
Anyway here's a link to some Fatal Exception related information. 
http://support.microsoft.com/support/kb/articles/Q150/3/14.asp#1 


Another issue I have become aware of lately is the WDM/VXD problem. 
Basically WDM drivers aren't particularly stable under WinME (go figure!) 
and as such you are often better off using the VXD equivalent. This 
basically means installing the Win98 driver. I had to do this to solve a 
"hanging' modem problem I had recently but I'm not sure its an option for 
you. 
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Having said all this its all guess-work based on the crap I had go through 
when upgrading. Hope its some use though 


Hugz, Pete 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: 951p24Snqhl@www.netyaroze-europe.com... 


> Ok, here goes. 

>> 1) What OS are you running and what service release? 

> WindowsME 

> > 2) Did this always happen with these games or have they started 

> recently? 

> Started resently... 

> > 3) What was the last major change you made to your system before this 
> > started to happen? (Guess if you don't know) 

> 

> Lots, and my brothers been on my machine too. Urm, new hard drive, 
firewall 

> installed... Nothing huge other than the HD tho. 

> 

> > 4) Do these games require DirectX support and if so what version? 
What 


> version do you have installed? 
The do need DX as far as i know, and i have dX8 


> 5) What graphics card do you have and what the driver version? 


Nvidia riva TNT2 M64 - the latest drivers from the site. 


> 6) What sound card do you have and whats the driver version? 
SoundBlaster Live (the original . not 5) 
> 7) Are you experiencing any other problems with your machine? 


When i shut down i get a 'windows protection error', but with no code or 
anything. 
I cant get into some of the options in the advanced display propertys... 


Cheers for help, 
Chris. 


4841 


—-MESSAGE FILE 7447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06173 


-—-MESSAGE FILE 7448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006174 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Calling all C++ Gurus 

Date: Mon, 29 Jan 2001 00:09:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <952c6hS$nqh5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-150-209.btinternet.com 


X- 
x- 
X- 


Priority: 3 
MSMail-Priority: Normal 
Newsreader: Microsoft Outlook Express 5.50.4133.2400 


X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
Hi Guyz, 
I spend a fair bit of my time designing OO systems. I would like to put this 


to some use by designing and documenting a few frameworks (Scene Management, 
Collision Detection, Ai etc) that make our life a little easier. There's 
only one problem though: I've never coded C++ on the Yaroze (although I've 
done a fair bit under Windows) so I'm a little unsure of how to do it. Does 
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anyone know of any useful links to get me started. 


I know some of you guyz have already produced some C++ frameworks so links 
to these frameworks would be great as well. Anything I come up with will be 
documented in UML and uploaded to my site: 
http://www.netyaroze-europe.com/~asteapot/ Its about time I put something 
useful up! =) 


Hugz, Pete 


PS Anyone wanna give me hand? Please!!! =) 


—-MESSAGE FILE 7448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06174 


—-MESSAGE FILE 7449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006175 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Mon, 29 Jan 2001 00:19:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <952cpoSngqh6@www.netyaroze-europe. com> 

References: <94u10kS$2thl@www.netyaroze-europe.com> <951ldo0Saaa7@www.netyaroze-europe 
.com> <951p24Snghl@www.netyaroze-europe.com> <952ar0Snqh4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-150-209.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


PS What Fire-wall are you using? I'm currently using Zone Alarm because 
its free for personal use but I may buy Black Ice Defender if its any good. 
You wouldn't believe the amount of guyz that have been trying to probe my 
ports recently (Oo-er missus!) I'm glad I installed it. 


I can also recommend Hacking Exposed (Second Edition) It a full disclosure 
book that teaches you how to hack and how to defend against it. It's very 
good but well scary..eek! 


"Peter" <blipz@btinternet.com> wrote in message 

news: 952ar0Snqh4@www.netyaroze-europe.com... 

> Hi Chris, 

> 

> It sounds like you have the wrong video driver installed. Double-check 
that 

> you have downloaded the latest version from your manufacturer (Don't use 
the 

> Windows Auto Update feature - it lies!) If you've got the right one then 
I'm 

> afraid that's when the real work starts. Contact tech support with a 

> description of the problem and read through the FAQ's in case it's a 
common 

> problem. 

> 

> It could be that your problem is more general and relates to a page fault. 
> (hence the error code OE) Unfortunately these can be caused by all kinds 


Fh 


stuff. It might be worth starting all your systray applications one at a 
time and seeing if the problem occurs as one of these may be the culprit. 
Anyway here's a link to some Fatal Exception related information. 
http://support.microsoft.com/support/kb/articles/Q150/3/14.asp#1 


Another issue I have become aware of lately is the WDM/VXD problem. 
Basically WDM drivers aren't particularly stable under WinME (go figure!) 
and as such you are often better off using the VXD equivalent. This 
basically means installing the Win98 driver. I had to do this to solve a 
"hanging' modem problem I had recently but I'm not sure its an option for 
you. 


VVVVVVVVVV VO 
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Having said all this its all guess-work based on the crap I had go through 
when upgrading. Hope its some use though 


Hugz, Pete 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 951p24Snqhl@www.netyaroze-europe.com... 

Ok, here goes. 

> 1) What OS are you running and what service release? 

WindowsME 

> 2) Did this always happen with these games or have they started 
recently? 

Started resently... 

> 3) What was the last major change you made to your system before 
s 

> started to happen? (Guess if you don't know) 


h 


Lots, and my brothers been on my machine too. Urm, new hard drive, 
irewall 
> installed... Nothing huge other than the HD tho. 


hVVVEV V V V V V V 


> > 4) Do these games require DirectX support and if so what version? 


> version do you have installed? 
The do need DX as far as i know, and i have dx8 


> 5) What graphics card do you have and what the driver version? 
Nvidia riva TNT2 M64 - the latest drivers from the site. 

> 6) What sound card do you have and whats the driver version? 
SoundBlaster Live (the original . not 5) 

> 7) Are you experiencing any other problems with your machine? 

When i shut down i get a 'windows protection error', but with no code or 
anything. 

I cant get into some of the options in the advanced display propertys... 


Cheers for help, 
Chris. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV EV VV VV VV VV VV VV VV 
OS ae Weare VNS ye ee Ա» 
w 
ct 


—-MESSAGE FILE 7449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06175 


—-MESSAGE FILE 7450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006176 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Calling all C++ Gurus 

Date: Mon, 29 Jan 2001 09:34:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <953dgtSngh7@www.netyaroze-europe. com> 
References: <952c6hSnqh5@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr157-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Peter 
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Not a guru :) but 


here's a link to a GNU Ct+ project by Graeme Evans 
www.netyaroze-europe.com/~frothy/ftp/pune-0.2.src.zip 
(Also see : www.netyaroze-europe.com/~frothy/ftp/) 
And a small CodeWarrior C++ demo on my page: 
www.netyaroze-europe.com/~tomaandi/ 
There are a few other examples I could fish out, almost all 
for CW. Do you have a copy of CW yet? 


I just had a look on the SCEA.yaroze.programming.gnu_compiler 
and there's a thread called 'C++ include paths' dated 150298 
about setting up C++ with GNU. Looks complicated though . . . :) 


Just out of interest - who here doesn't have a copy of CodeWarrior ? 
Derek 


> 
> 


4844 


—-MESSAGE FILE 7450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06176 


—-MESSAGE FILE 7451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006177 

Path: chuka.playstation.co.uk!news 

From: "Peter" <blipz@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Calling all C++ Gurus 

Date: Mon, 29 Jan 2001 12:30:39 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <953nkk$dnk1l@www.netyaroze-europe. com> 


References: <952c6hSnqh5@www.netyaroze-europe.com> <953dgtS$ngh7@www.netyaroze-europe 


. com> 

NNTP-Posting-Host: host62-7-6-64.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hehe...I think I've been sending posts off to the wrong company. I really 
should learn to read =) Anyway I've just sent off a couple more posts so 
fingers crossed I'll have it soon. Just out of interest do any of you guyz 
use the Rational modelling tools. If I'm the only one I'll only make the 
models available in HTML but if others have it I'll make the Rose models 
available as well. 


Thanx for the links, I'll check them out tonight. Hugz, Pete 


PS: Would anyone mind if I posted modelling questions to this newsgroup? 
I'm aiming to design a layered architecture ands it easier when you've 
talked it out with someone first 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 953dgt$ngh7@www.netyaroze-europe.com... 

> 

Hi Peter 


Not a guru :) but 


here's a link to a GNU Ct+ project by Graeme Evans 
www.netyaroze-europe.com/~frothy/ftp/pune-0.2.src.zip 
(Also see : www.netyaroze-europe.com/~frothy/ftp/) 
And a small CodeWarrior C++ demo on my page: 
www.netyaroze-europe.com/~tomaandi/ 
There are a few other examples I could fish out, almost all 
for CW. Do you have a copy of CW yet? 


VVVVVVVVV VV 
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> 

> I just had a look on the SCEA.yaroze.programming.gnu_compiler 

> and there's a thread called 'C++ include paths' dated 150298 

> about setting up C++ with GNU. Looks complicated though . .. :) 
> 

> 

> Just out of interest - who here doesn't have a copy of CodeWarrior ? 
> 

> Derek 

>> 

>> 

> 

> 


—-MESSAGE FILE 7451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06177 


--MESSAGE FILE 7452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006178 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Mon, 29 Jan 2001 18:18:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <954c3aSdnk2@www.netyaroze-europe. com> 

References: <94u10kS$2thl@www.netyaroze-europe.com> <95ldo0Saaa7@www.netyaroze-europe 
-com> <951p24Snghl@www.netyaroze-europe.com> <952ar0Snqh4@www.netyaroze-europe. com> 
<952cpoSnqh6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-114-108.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I was using Zone Alarm to. But i un-installed it to see which programs might 
have messed it all about. I've uninstalled my virus protection and things 
seem 2 be working. woohoo!. 

So i might reinstall it now... 

Chris 


-—-MESSAGE FILE 7452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06178 


—-MESSAGE FILE 7453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006179 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone got a spare CD 

Date: Mon, 29 Jan 2001 18:21:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <954c6eSdnk3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-191-22.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi Guyz, 


As you maybe aware I'm trying to get hold of a copy of Codewarrior and not 
having much luck. That's probably because they stopped doing it ages 
ago...sigh. But there's some good news - maybe. If some one was 
nice/sweet/good-looking enough (delete as appropriate =) to make a copy for 
me I could still buy the license and everything would be ok. (Yay, man, 


yay!) 
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Can anyone help me out? Hugz, Pete 


PS: Please let me know if I'm not begging enough, I'll happily switch to 
grovel mode =P'' (Pant/Beg Smiley) 

PPS: I've included the message I got from Metroworks just so you know I'm 
being legit >=| (Serious/Legal Smiley) 

The licensing agreement should be on the CD...it was before my time here so 


I am not sure what the exact specifications are. We no longer support the 
tools though so that is something to keep in mind... 


eae Original Message----- 

From: Peter [mailto:blipz@btinternet.com] 
Sent: Monday, January 29, 2001 11:27 AM 
To: rhook@metrowerks.com 

Subject: Re: Codewarrior for the Yaroze 


I know someone who has a copy already. Would I be allowed to install this 
without breaking any licensing rules? 


Please? Pretty Please!?? =) 


SSeS Original Message ----- 

From: <rhook@metrowerks.com> 

To: "'Peter'" <blipz@btinternet.com> 
Sent: Monday, January 29, 2001 5:12 PM 
Subject: RE: Codewarrior for the Yaroze 


> No, it is no longer available at all as far as I know. We quit selling it 
a 

> few years ago. 

> 

> -Becky 

> 

r === Original Message----- 

> From: Peter [mailto:blipz@btinternet.com] 

> Sent: Monday, January 29, 2001 11:11 AM 

> To: rhook@metrowerks.com 

> Subject: Re: Codewarrior for the Yaroze 

> 

> 

> Becky 

> 

> Does this mean that it is no longer available anywhere? Is it available 
for 

> download somewhere or could I get a copy from someone else and purchase a 
> license for it? As you can imagine the development options are pretty 

> limited so I'm having to explore all options! 

> 

> Hugz Pete 

> 


v 


—= === Original Message ----- 

From: <rhook@metrowerks.com> 

To: "'Peter'" <blipz@btinternet.com> 
Sent: Monday, January 29, 2001 4:29 PM 
Subject: RE: Codewarrior for the Yaroze 


> Hi Peter, 
> We actually no longer have Net Yaroze tools and have not for some time. 
My 


v 


apologies and best of luck with your development plans! 
> Becky 


> s= s= Original Message----- 

From: Peter [mailto:blipz@btinternet.com] 
Sent: Monday, January 29, 2001 9:12 AM 
To: games@Metrowerks.com 


v 


VVVVVVVVVVVVVV VV 
v 


v 
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> > Subject: Codewarrior for the Yaroze 

>> 

>> 

> > Hi Guyz, 

>> 

> > I'm trying to buy a copy of the Codewarrior for the Playstation 

> Net-Yaroze. 

> > I'm based in the London UK and have sent a couple of posts off to 

> Criterion 

> > software but to no avail. Is this version of Codewarrior still available 
> > and am I trying to buy it from the right company? I'd really appreciate 
> > your help in this matter because I'm eager to get started. 

>> 

> > Hugz, Pete 

>> 

>> 

> 

> 


—-MESSAGE FILE 7453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06179 


—-MESSAGE FILE 7454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006180 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Mon, 29 Jan 2001 18:25:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <954cdqSdnk4@www.netyaroze-europe. com> 

References: <94u10kS2thl@www.netyaroze-europe.com> <951ldo0Saaa7@www.netyaroze-europe 
.com> <951p24Snghl@www.netyaroze-europe.com> <952ar0Snqh4@www.netyaroze-europe. com> 
<952cpoSngh6@www.netyaroze-europe.com> <954c3a$dnk2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-191-22.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Congratulations mate. It feels fuxxing great when you beat it doesn't it! 
Hugz Pete 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 954c3aS$dnk2@www.netyaroze-europe.com... 

> I was using Zone Alarm to. But i un-installed it to see which programs 
might 

> have messed it all about. I've uninstalled my virus protection and things 
> seem 2 be working. woohoo!. 

> So i might reinstall it now... 
> Chris 
> 
> 


—-MESSAGE FILE 7454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06180 


-—-MESSAGE FILE 7455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006181 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: neGcon offer 

Date: Mon, 29 Jan 2001 20:26:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
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Message-ID: <954jneSdnk5@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1l001-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


I can get hold of *brand new* boxed official negCon controllers from work 
(the original Ridge Racer was re-released last month) for £2.85 each. If 
you'd like one, let me know and we can arrange something (e.g. a cheque for 
£2.85 + whatever postage is). 


Cheers, 


Derek 


—-MESSAGE FILE 7455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06181 


—-MESSAGE FILE 7456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006182 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: 29 Jan 2001 20:45:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c08a34$5856£440$5a251bd4@pal—s-—omnibook> 

References: <952c6hSnqh5@www.netyaroze-europe.com> <953dgtS$ngqh7@www.netyaro 
. com> 

NNTP-Posting-Host: parisll-nas9-37-90.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Derek da Silva <dasi@eidosnet.co.uk> wrote in article 
<953dgtS$nqh7@www.netyaroze-europe.com>... 

<snip> 

> Just out of interest - who here doesn't have a copy of CodeWarrior ? 


I have one, but do not use it. I have it just in case I'll have to port 
some tools to the Mac (if I ever release something ;) ) or make sure 
they're compatible with both gnu and cw compilers... 

..-perhaps I should give it a second try, though... 


pal 


—-MESSAGE FILE 7456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06182 


—-MESSAGE FILE 7457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006183 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MCV BREAKING NEWS Sega kills off Dreamcast 

Date: Mon, 29 Jan 2001 20:47:37 +0000 

Organization: Max Studios 

Lines: 55 

Message-ID: <3A75D6E9.CAAF12A3@which.net> 

References: <94kjuq$c2g2@www.netyaroze-europe.com> <94knhp$c2g3@www.netyaro 
. com> 

NNTP-Posting-Host: p37-chaffinch-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 
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glish/000 


english/0 


ze—-europe 


glish/000 


english/0 


ze-europe 


Net Yaroze newsgroups message dump.txt Page 4849 


I recon that the Dramcast is better than the PS2, I know this will come as a 
contravercial statement but not everything comes down to hardware and marketing 
- e.g. what the hell is the "third place"??? DC has better games (so far) and 
with Sega (one of the few left developing for the DC) working on it, still, it 
looks good. I'm just really attatched to my Dreamcast, I love it to bits and no 
X-Box or PS2 is gonna prise it from my grasp... but maybe the GameCube will. 
Besides: PS2 = £300, DC = £100. 


Max 
Nigel Critten wrote: 


I think its a shame they haven't had more success with the Dreamcast, I know 
this is probably a PS biased newsgroup ;-) but the Dreamcast was a damn fine 
piece of kit. 


Some of the Dreamcast games are really great, at the moment it's a shame at 
the moment the PS2 line up can't offer the same quality, given time I'm sure 
it will. 


Lets hope the Gamecube and to a FAR lesser extent the XBox does well, there 
is only one winner in a one horse race and its not the consumer (games 
player) 


Flame proof underwear on standby. 


I'm looking forward to seeing what Sega have to offer on the GBA and PS2 


Nigel 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 94kjuq$c2g2@www.netyaroze-europe.com... 
> www.mcvuk.com 


Sega kills off Dreamcast 
Huge losses have forced Sega to pull out of the hardware market, with 
production of Dreamcast hardware ceasing by the end of March. 


A fourth straight year of losses, mainly caused by Dreamcast, have forced 
the company into a radical rethink of its strategy. The machine will 
continue to be marketed throughout 2001, halting sales once the inventory 


exhausted. 


Software will continue to be developed for the machine by Sega in the mean 
time. 


The future for Sega lies as a software company on other formats and it 
already has five PlayStation 2 titles in the pipeline and two for 
Nintendo's 

> Game Boy Advance machine, due out in March. 

> 

> 


VVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVE VV VV VV VV V 


—-MESSAGE FILE 7457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06183 


—-MESSAGE FILE 7458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006184 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone got a spare CD 

Date: 29 Jan 2001 21:03:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <01c08a36$d8351b40$5a251bd4@pal-—s-—omnibook> 
References: <954c6eSdnk3@www.netyaroze-europe. com> 
NNTP-Posting-Host: parisll-nas9-37-90.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 
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mmh... maybe I missed something, but I dont understand from the messages 
you included that they were wanting to sell you a license... 

That would be an obvious thing to do, though. I can't believe that they do 
not have any copy of their own works somewhere ! This is pretty crazy, 
isn't it ? 


I'm not sure I understood what kind of copy you're asking for (see, I'm 
French, so my English's not perfect ;) ), but if you mean a cd-r, and if 
they're ok with that, then I'll happily send one to you... 


pal 


Pete <cybersmurf@btinternet.com> wrote in article 
<954c6eSdnk3@www.netyaroze-europe.com>... 

> Hi Guyz, 

> 

> As you maybe aware I'm trying to get hold of a copy of Codewarrior and 
not 

> having much luck. That's probably because they stopped doing it ages 


> ago...sigh. But there's some good news - maybe. If some one was 
> nice/sweet/good-looking enough (delete as appropriate =) to make a copy 
for 


> me I could still buy the license and everything would be ok. (Yay, man, 
> yay!) 
<snip> 


-—-MESSAGE FILE 7458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06184 


—-MESSAGE FILE 7459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006185 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Mon, 29 Jan 2001 21:11:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <954m8bSdnk6@www.netyaroze-europe. com> 

References: <94u10kS2thl@www.netyaroze-europe.com> <951ldo0Saaa7@www.netyaroze-europe 
.com> <951p24Snghl@www.netyaroze-europe.com> <952ar0Snqh4@www.netyaroze-europe. com> 

<952cpoSnqh6@www.netyaroze-europe.com> <954c3aS$dnk2@www.netyaroze-europe.com> <954cd 
qSdnk4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-234-161.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


does in deed... i still get the windows protection error when i shut down, 
maybe i should just email microsoft for that 1.... 

Cheers mate, 

Chris. 


—-MESSAGE FILE 7459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06185 


-—-MESSAGE FILE 7460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006186 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone got a spare CD 

Date: Mon, 29 Jan 2001 21:15:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <954mg3Sdnk7@www.netyaroze-europe. com> 

References: <954c6eSdnk3@www.netyaroze-europe.com> <01c08a36$d8351b40$5a251bd4@pal-s 
-omnibook> 

NNTP-Posting-Host: host213-122-234-161.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I have CW, but i only have the CD-RW and no normal cd reader so i cant do 
copies : ( 
Chris 


—-MESSAGE FILE 7460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06186 


—-MESSAGE FILE 7461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006187 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone got a spare CD 

Date: Mon, 29 Jan 2001 21:20:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 369 

Message-ID: <954mo1lSdnk8@www.netyaroze-europe. com> 

References: <954c6eSdnk3@www.netyaroze-europe.com> <01c08a36$d8351b40$5a251bd4@pal-s 
-omnibook> <954mg3Sdnk7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-234-161.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


In case you need it i have also included the licence agreement for CW... :) 
Chris 


—-MESSAGE FILE 7461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06187 


-—-MESSAGE FILE 7462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006188 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Error! 

Date: Mon, 29 Jan 2001 22:06:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <954pcnSdnk9@www.netyaroze-europe. com> 

References: <94u10kS$2thl@www.netyaroze-europe.com> <951do0Saaa7@www.netyaroze-europe 
.com> <951p24Snghl@www.netyaroze-europe.com> <952ar0Snqh4@www.netyaroze-europe. com> 
<952cpoSnqh6@www.netyaroze-europe.com> <954c3aSdnk2@www.netyaroze-europe.com> <954cd 
qSdnk4@www.netyaroze-europe.com> <954m8bSdnk6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-60-120.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Its easy to fix that one...Don't turn the machine off! =P 
Hugz 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: 954m8bSdnk6@www.netyaroze-europe.com... 

> does in deed... i still get the windows protection error when i shut down, 
> maybe i should just email microsoft for that 1.... 

> Cheers mate, 
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> Chris. 
> 
> 


—-MESSAGE FILE 7462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06188 


-—-MESSAGE FILE 7463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006189 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone got a spare CD 

Date: Mon, 29 Jan 2001 23:26:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <954u33Sdnk10@www.netyaroze-europe. com> 

References: <954c6eSdnk3@www.netyaroze-europe.com> <01c08a36$d8351b40S$5a251bd4@pal-s 
-omnibook> <954mg3Sdnk7@www.netyaroze-europe.com> <954molSdnk8@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host62-7-28-172.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi Pal, 


Thanx for the offer, a CD-R copy is just what I'm after. I'll write back to 
Metroworks and confirm that we have permission to copy it. (They seemed 
fine about the idea but said that there would be no technical support even 
if I do get a licence for it) .Anywasy I'll write again soon. 


Hugz, Pete 


PS: What do you mean your English isn't that good? It's better than 
mine! =) 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news :954mo1$dnk8@www.netyaroze-europe.com... 

> In case you need it i have also included the licence agreement for CW... 
:) 

> Chris 

> 

> 

> 


--MESSAGE FILE 7463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06189 


--MESSAGE FILE 7464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006190 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer 

Date: Mon, 29 Jan 2001 23:25:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <954u4aSdnk11@www.netyaroze-europe.com> 
References: <954jneSdnk5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-207-12.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hey that sounds good to me, I'd like one! 
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Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 954jneSdnk5@www.netyaroze-europe.com... 


> Hi 

> 

> I can get hold of *brand new* boxed official negCon controllers from work 
> (the original Ridge Racer was re-released last month) for £2.85 each. If 


> you'd like one, let me know and we can arrange something (e.g. a cheque 
for 
> £2.85 + whatever postage is). 
> 
Cheers, 


> 
> 
> Derek 
> 
> 


—-MESSAGE FILE 7464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06190 


—-MESSAGE FILE 7465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006191 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Calling all C++ Gurus 

Date: Mon, 29 Jan 2001 23:55:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <954vo3Sdnk12@www.netyaroze-europe. com> 

References: <952c6hSngh5@www.netyaroze-europe.com> <953dgtSngh7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host62-7-28-172.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


You weren't kidding about the GNU C++ thread were you. I'm not convinced 
they were even speaking English?!! =) 


Hugz, Pete 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 953dgt$ngh7@www.netyaroze-europe.com... 

> 

Hi Peter 


Not a guru :) but 


here's a link to a GNU C++ project by Graeme Evans 
www.netyaroze-europe.com/~frothy/ftp/pune-0.2.src.zip 
(Also see : www.netyaroze-europe.com/~frothy/ftp/) 
And a small CodeWarrior C++ demo on my page: 
www.netyaroze-europe.com/~tomaandi/ 
There are a few other examples I could fish out, almost all 
for CW. Do you have a copy of CW yet? 


I just had a look on the SCEA.yaroze.programming.gnu_compiler 
and there's a thread called 'C++ include paths' dated 150298 
about setting up C++ with GNU. Looks complicated though . . . :) 


Just out of interest - who here doesn't have a copy of CodeWarrior ? 
Derek 


> 
> 


VVVVVVVVVVVVVV VV VV VV VV VV 
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—-MESSAGE FILE 7465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06191 


—-MESSAGE FILE 7466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006192 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DISCLAIMER 

Date: Tue, 30 Jan 2001 00:13:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <955119Sdnk13@www.netyaroze-europe. com> 
References: <954jneSdnk5@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr2152-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This offer is limited to NY members. Offer ends Friday 2nd Feb. 
Derek 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 954jneSdnk5@www.netyaroze-europe.com... 


> Hi 

> 

> I can get hold of *brand new* boxed official negCon controllers from work 
> (the original Ridge Racer was re-released last month) for £2.85 each. If 
> you'd like one, let me know and we can arrange something (e.g. a cheque 
for 

> £2.85 + whatever postage is). 

> 

> Cheers, 

> 

> Derek 

> 

> 


-—-MESSAGE FILE 7466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06192 


—-MESSAGE FILE 7467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006193 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer 

Date: Tue, 30 Jan 2001 10:37:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <95668bS2hb1@www.netyaroze-europe.com> 
References: <954jneSdnk5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-13-233.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


here are some reviews: 


http://www.sol.no/games/psgamer/others/negcon.htm 
http://www. bham.net/users/wendell/negcon.txt 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 954jneSdnk5@www.netyaroze-europe.com... 
> Hi 
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> 
> I can get hold of *brand new* boxed official negCon controllers from work 
> (the original Ridge Racer was re-released last month) for £2.85 each. If 


> you'd like one, let me know and we can arrange something (e.g. a cheque 
for 
> £2.85 + whatever postage is). 
> 
Cheers, 


> 
> 
> Derek 
> 
> 


—-MESSAGE FILE 7467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06193 


—-MESSAGE FILE 7468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006194 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Calling all C++ Gurus 

Date: Wed, 31 Jan 2001 02:38:14 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <3A77EB16.6CAFBDOC@start.com.au> 

References: <952c6hSnqh5@www.netyaroze-europe.com> <953dgtS$ngqh7@www.netyaro 
.com> <954vo3$dnk12@www.netyaroze-europe. com> 

Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax7-123.dialup.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


Hi, if your after a good C++ compiler try this out itgs 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 

I've been using it for a couple of months now. 

There is one catch, it must be extracted to C:\psx3 
Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


Pete wrote: 


> You weren't kidding about the GNU C++ thread were you. I'm not convinced 
> they were even speaking English?!! =) 

> 

> Hugz, Pete 

> 

> "Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

> news: 953dgtSngh7@www.netyaroze-europe.com... 

>> 

> > Hi Peter 

>> 

> > Not a guru :) but 

>> 

>> . . here's a link to a GNU C++ project by Graeme Evans 

> > www.netyaroze-europe.com/~frothy/ftp/pune-0.2.src.zip 

> > (Also see : www.netyaroze-europe.com/~frothy/ftp/) 

> > And a small CodeWarrior C++ demo on my page: 

> > www.netyaroze-europe.com/~tomaandi/ 

> > There are a few other examples I could fish out, almost all 
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glish/000 


english/0 


ze-europe 
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> > for CW. Do you have a copy of CW yet? 

>> 

> > I just had a look on the SCEA.yaroze.programming.gnu_compiler 

> > and there's a thread called 'Ct++ include paths' dated 150298 

> > about setting up C++ with GNU. Looks complicated though . . . :) 
>> 

> > 

> > Just out of interest - who here doesn't have a copy of CodeWarrior ? 
> > 

> > Derek 

>>> 

>>> 

>> 

>> 


—-MESSAGE FILE 7468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06194 


--MESSAGE FILE 7469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006195 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer 

Date: Tue, 30 Jan 2001 18:18:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <95709qS7el@www.netyaroze-europe. com> 
References: <954jneSdnk5@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-1-163-203.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Yes please....get me one too! Tell me where to send the cheque (my e-mail 
is jon@surfed.to) 


Cheers 
Jon Prestidge 


—-MESSAGE FILE 7469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06195 


—-MESSAGE FILE 7470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006196 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MCV BREAKING NEWS Sega kills off Dreamcast 

Date: Tue, 30 Jan 2001 19:56:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <95769uS7e2@www.netyaroze-europe. com> 

References: <94kjuq$c2g2@www.netyaroze-europe.com> <94knhpS$c2g3@www.netyaroze-europe 
-com> <3A75D6E9.CAAF12A3@which.net> 

NNTP-Posting-Host: th-gt148-153.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Max" <mad.max@which.net> wrote in message 
news: 3A75D6E9.CAAF12A3@which.net... 
> Besides: PS2 = £300, DC = £100. 


DC for 100 quid? Where? I want one now!! That's just about what I can 
afford (after the PS2 spend), and I'd like to get one for games like 
MSR and Crazy Taxi (and TrickStyle for nostalgic memories from when I 
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rented one ages ago... :) 


Rikki 


—-MESSAGE FILE 7470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06196 


-—-MESSAGE FILE 7471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006197 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer 

Date: Tue, 30 Jan 2001 22:04:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <957dv7S7e3@www.netyaroze-europe. com> 
References: <954jneSdnk5@www.netyaroze-europe.com> 
NNTP-Posting-Host: ad22-s15-139-212-121.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I wouldn't mind one, can you email details of where to send the cheque 
etc. to banksjames@hotmail.com. 


Cheers, 
Jim 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 954jneSdnk5@www.netyaroze-europe.com... 


> Hi 

> 

> I can get hold of *brand new* boxed official negCon controllers from work 
> (the original Ridge Racer was re-released last month) for £2.85 each. If 


> you'd like one, let me know and we can arrange something (e.g. a cheque 
for 
> £2.85 + whatever postage is). 
> 
Cheers, 


> 
> 
> Derek 
> 
> 


-—-MESSAGE FILE 7471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06197 


—-MESSAGE FILE 7472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006198 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer [CLOSED] 

Date: Tue, 30 Jan 2001 22:17:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <957ej0S7e4@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1l071-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


Alright - I've been 'overwhelmed' with requests (it doesn't take much 
to overwhelm me I'm afraid) so I'll have to call an early end to this one 
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for the time being. 


I will be contacting everyone who has already replyed to the thread, 
though in the next couple of days. 


Cheers, 


Derek 


—-MESSAGE FILE 7472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06198 


—-MESSAGE FILE 7473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006199 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer 

Date: Tue, 30 Jan 2001 22:28:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <957f8aS7e5@www.netyaroze-europe.com> 
References: <954jneSdnk5@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1l071-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


Can those who have replied to this thread and haven't emailed me their 
address, please do so. 


I'll contact you all shortly. 
Cheers, 


Derek 


-—-MESSAGE FILE 7473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06199 


—-MESSAGE FILE 7474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006200 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer [CLOSED] 

Date: 31 Jan 2001 17:05:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01c08ba7Sf£40a5c0$09361bd4@pal-—s-—omnibook> 
References: <957ej0S7e4@www.netyaroze-europe. com> 
NNTP-Posting-Host: parisll-—nas8-54-9.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


: ( 


Will there be a joGcon rush too some day ;) ? 


—-MESSAGE FILE 7474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06200 


-—-MESSAGE FILE 7475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006201 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Know of any Game Programming Competitions? 
Date: Wed, 31 Jan 2001 22:11:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <95a2e6Shh71@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-179-131.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Guyz, 


Does anyone know of any game programming competitions going ahead this year? 
I was just checking out the GDUK '98 stuff and it looked like a right laugh. 
Well, if you ignore the blokes in dresses (Kilts? Yeah, pull the other one, 
it's got bells on!). Not that I'm against blokes in dresses, if it helps 'em 
code it gets my vote. You never know, a couple of months of matrix math and 
I might even try it myself. =P 


Hugz, Pete 


—-MESSAGE FILE 7475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06201 


—-MESSAGE FILE 7476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006202 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Oops...Not even remotely yaroze related 

Date: Wed, 31 Jan 2001 22:45:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <95a4cvShh72@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-145-64.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This was posted to one of the www.grc.com security newsgroups. Its got 
nothing at all to do with the Yaroze but it made me giggle like a girlie so 
I just had to pass it on..Flame-proof pants at the ready. =) 


"If you receive an email entitled "Badtimes," delete it immediately. Do 
not 

open it. Apparently this one is pretty nasty. It will not only erase 
everything on your hard drive, but it will also delete anything on disks 
within 20 feet of your computer. It demagnetizes the stripes on ALL of your 
credit cards. It reprograms your ATM access code, screws up the tracking on 
your VCR and uses subspace field harmonics to scratch any CD's you attempt 
to play. 


It will program your phone auto dial to call only your mother-in-law's 
number. This virus will mix antifreeze into your fish tank. It will drink 
all your beer. (For Gods sake people are you listening!?!) 


It will leave dirty socks on the coffee table when you are expecting 
company. It will replace your shampoo with Nair and your Nair with Rogaine, 
all the while dating your current boy/girlfriend behind your back and 
billing their hotel rendezvous to your Visa card. 


It will cause you to run with scissors and throw things in a way that is 
only fun until someone loses an eye. It will rewrite your backup files, 
changing all your active verbs to passive tense and incorporating 
undetectable misspellings which grossly change the interpretations of key 
sentences. 


If the "Badtimes" message is opened in a Windows 95/98 environment, it will 
leave the toilet seat up and leave your hair dryer plugged in dangerously 
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close to a full bathtub. 


It will not only remove the forbidden tags from your mattresses and pillows, 
it will also refill your skim milk with whole milk. (Oh...my...God!) 


**WARN AS MANY PEOPLE AS YOU CAN.** 


And if you don't send this to 5000 people in 20 seconds you'll fart the next 
time you are making love. 


send send send send send 


In case you are a blonde, this is a joke!" 


—-MESSAGE FILE 7476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06202 


-—-MESSAGE FILE 7477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006203 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MCV BREAKING NEWS Sega kills off Dreamcast 

Date: Sat, 03 Feb 2001 18:01:56 +0000 

Organization: Max Studios 

Lines: 22 

Message-ID: <3A7C4794.A480F26F@which.net> 

References: <94kjuq$c2g2@www.netyaroze-europe.com> <94knhpS$c2g3@www.netyaroze-europe 
.com> <3A75D6E9.CAAF12A3@which.net> <95769uS7e2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pl64-chaffinch-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Hi Rikki, 


You should try the major on-line game selling sites, ie. gameplay.com, 
game-reatil.com as well as the mojor high street stores. I saw a DC and 
Chu-Chu for £70! You do have to scout about a bit though, but its well 
worth it. 


Max 
Rikki Prince wrote: 


"Max" <mad.max@which.net> wrote in message 
news: 3A75D6E9.CAAF12A3@which.net... 
> Besides: PS2 = £300, DC = £100. 


> 

> 

> 

> 

> DC for 100 quid? Where? I want one now!! That's just about what I can 
> afford (after the PS2 spend), and I'd like to get one for games like 
> MSR and Crazy Taxi (and TrickStyle for nostalgic memories from when I 
> rented one ages ago... :) 

> 
> 


Rikki 


—-MESSAGE FILE 7477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06203 


—-MESSAGE FILE 7478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006204 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Prob with texture mapped triangular gouraud shaded polys. 

Date: Sun, 4 Feb 2001 13:56:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 31 

Message-ID: <95jmp8$il61@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-142-109.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello, 


has anyone used: 
gouraud shaded triangular polygons with texture mapping? (G_3T 0x34) 


I'm getting a problem and I just want to make sure that it is one of the tmd 
modes that works properly before spending more hours tyring to find the bug 
in my program. The texture seems to map onto the polygon fine but I get a 
strange shadow effect over the surrounding area when the polygon is being 
displayed. When the polygon is not in view the shadowing accross the other 
objects disappears. Really odd. 


Also I'd be interested to know of other tmd modes that people have used and 
that they know work fine. Perhaps we could build a list of all the proven 
ones. I've heard that the straight line TMD modes don't work for example. 


I've used the following with no problems... 


F3 0220 --- Triangle No-texture 

F_3_NL 0x21 --- triangle no texture no light 

G_3 0x30 --- triangle gouraud shaded 

G_3 with ABE 0232 --- triangle gouraud shaded with semi transparency. 
Cheers, 


Jon Prestidge. 


—-MESSAGE FILE 7478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06204 


—-MESSAGE FILE 7479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006205 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 DVD help 

Date: Sun, 4 Feb 2001 17:52:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <95k4pq$il62@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-214-126.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I just got a PS2!!! 

does anyone else have aproblem with playing DVD's? 

When they play with me, the brightness keeps on changing and sometimes my TV 
loses the signal and goes into 'blue' mode... anyone have any ideas? is it 
the console or the DVD? 

cheers, 

Chris. 


-—-MESSAGE FILE 7479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06205 


—-MESSAGE FILE 7480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006206 
Path: chuka.playstation.co.uk!news 
From: "Brian Baird" <brianb@pe-i.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 DVD help 

Date: Sun, 4 Feb 2001 16:09:20 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <95kjts$Sil63@www.netyaroze-europe. com> 
References: <95k4pq$il62@www.netyaroze-europe. com> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 95k4pq$il62@www.netyaroze-europe.com... 

> I just got a PS2!!! 

> does anyone else have aproblem with playing DVD's? 

> When they play with me, the brightness keeps on changing and sometimes my 
TV 

> loses the signal and goes into 'blue' mode... anyone have any ideas? is it 
> the console or the DVD? 

> cheers, 


Do you have it plugged into a VCR & theninto your TV? Are you using a RGB 
SCART connector? 


—-MESSAGE FILE 7480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06206 


—-MESSAGE FILE 7481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006207 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 DVD help 

Date: Sun, 4 Feb 2001 22:17:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <95kkbm$i1l64@www.netyaroze-europe. com> 

References: <95k4pq$il62@www.netyaroze-europe.com> <95kjts$il63@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.123.14.9 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I dont know what scart lead i have but it is going through the video... 
Chris 


—-MESSAGE FILE 7481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06207 


—-MESSAGE FILE 7482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006208 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MCV BREAKING NEWS Sega kills off Dreamcast 

Date: Mon, 5 Feb 2001 00:43:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <95kt07$3031@www.netyaroze-europe. com> 

References: <94kjuq$c2g2@www.netyaroze-europe.com> <94knhpS$c2g3@www.netyaroze-europe 
.com> <3A75D6E9.CAAF12A3@which.net> <95769uS7e2@www.netyaroze-europe.com> <3A7C4794. 
A480F26F@which.net> 
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NNTP-Posting-Host: th-gt149-037.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Max" <mad.max@which.net> wrote in message 

news: 3A7C4794 .A480F26F@which.net... 

> Hi Rikki, 

> 

> You should try the major on-line game selling sites, ie. 
gameplay.com, 

> game-reatil.com as well as the mojor high street stores. I saw a DC 
and 

> Chu-Chu for £70! You do have to scout about a bit though, but its 
well 

> worth it. 


Cheers Max. www.gameplay.com was helpful - £129.99 with a couple of 
games, www.game-retail.co.uk wasn't any use - impossible to find where 
to buy a DC console! Have you got any idea where you saw it for £70? 
I'll have to look around some high street stores. 


Thanks, 
Rikki 
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—-MESSAGE FILE 7482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06208 


—-MESSAGE FILE 7483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006209 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 DVD help 

Date: Mon, 05 Feb 2001 11:36:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3A7E905A.58ACAB8@harbinger. com> 


References: <95k4pq$il62@www.netyaroze-europe.com> <95kjts$il63@www.netyaroze-europe 


-com> <95kkbm$il64@www.netyaroze-europe. com> 
NNTP-Posting-Host: gate.harbinger.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Could be Macrovision copy protection upsetting your video - some 
videos/tv's are affected by it to different degrees, frinstance, I can 


watch DVD fine at my house with it going through my video (Aiwa) with no 


probs, but at home (same player chained through my parent's video 


(Phillips)) it varies the brightness pretty much how you describe, making 


it unwatchable. Try connecting directly to your TV if possible. 


Chris Wallace wrote: 


> I dont know what scart lead i have but it is going through the video... 


> Chris 


—-MESSAGE FILE 7483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06209 


—-MESSAGE FILE 7484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006210 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Moose)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: bug! 
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Date: Mon, 5 Feb 2001 13:50:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <95mar7$3032@www.netyaroze-europe. com> 
References: <95jmp8$il61@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-36-78.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


It's looking like it's definately a bug in my program since I've now tried 
the following two other types and they have the same problem:-— 

Շ 41 

F_AT 


The problem only happens with textured types:- the texture is displayed 
fine, but there is a big shadow around the object. 


Any ideas anyone? 


Jon 


—-MESSAGE FILE 7484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06210 


—-MESSAGE FILE 7485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006211 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bug! 

Date: Mon, 5 Feb 2001 14:07:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <95mbmu$3033@www.netyaroze-europe. com> 

References: <95jmp8$il61@www.netyaroze-europe.com> <95mar7$3032@www.netyaro 
. com> 

NNTP-Posting-Host: host213-123-133-245.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Jon, 


Hmm, this sounds very odd. The only thing I can think of is that you may b 
over-running your GPU packet workspace. I can think of no other reason why 
the GPU would affect pixels outside of the primitive's area. Perhaps the 
problem only occurs with textured polys as the GPU primitives are larger 
(causing the over-run)? 


Just a guess... 


Alex 


"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 

news: 95mar7$3032@www.netyaroze-europe.com... 

> It's looking like it's definately a bug in my program since I've now trie 
the following two other types and they have the same problem:- 

G_4T 

F_AT 


The problem only happens with textured types:- the texture is displayed 
fine, but there is a big shadow around the object. 


Any ideas anyone? 


Jon 


VVVVVVVVV VV 
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> 


-—-MESSAGE FILE 7485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06211 


—-MESSAGE FILE 7486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006212 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bug! 

Date: Mon, 5 Feb 2001 19:08:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <95mted$1t01@www.netyaroze-europe.com> 

References: <95jmp8$il61@www.netyaroze-europe.com> <95mar7$3032@www.netyaroze-europe 
-com> <95mbmu$3033@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-194-91.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I think there is plenty of space there ... but it's worth a try so I'll try 
deleting a few of the other objects and see if it helps. 


Thanks. 


—-MESSAGE FILE 7486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06212 


—-MESSAGE FILE 7487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006213 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MCV BREAKING NEWS Sega kills off Dreamcast 

Date: Mon, 05 Feb 2001 20:43:11 +0000 

Organization: Max Studios 

Lines: 43 

Message-ID: <3A7F105F.64BBC19D@which.net> 

References: <94kjuqSc2g2@www.netyaroze-europe.com> <94knhpSc2g3@www.netyaroze-europe 
.com> <3A75D6E9.CAAF12A3@which.net> <95769uS7e2@www.netyaroze-europe.com> <3A7C4794. 
A480F26F@which.net> <95kt07$3031@www.netyaroze-europe. com> 

NNTP-Posting-Host: p08-bantam-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Hi Rikki, 


You should scout around. In my local GameForce they were selling them for 
70 quid to get rid of them after christmas, coz of the PS2. Also GAME have 
good deals in store as do GamePlay (they have new high street stores). 
Also haggle a bit and see if you can get only a DC on its own, without 
games, maybe if your willing to stretch get a second hand console or an 
ex-display model (new controller of course). Check this out from 
amazon.co.uk 


"Didn't get that Dreamcast for Christmas? Blow those Christmas blues away 
with our Crazy Taxi and Dreamcast Bundle, which comes with Chu Chu Rocket, 
Sonic the Hedgehog and Crazy Taxi all for the price of £159.99, a SAVING 
of over £40." 


Now thats really something considering they are selling the solus console 
for 144.99!!! 
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Max 


Rikki Prince wrote: 


> "Max" <mad.max@which.net> wrote in message 

> news: 3A7C4794 .A480F26F@which.net... 

> > Hi Rikki, 

>> 

> > You should try the major on-line game selling sites, ie. 

> gameplay.com, 

> > game-reatil.com as well as the mojor high street stores. I saw a DC 
> and 

> > Chu-Chu for £70! You do have to scout about a bit though, but its 

> well 
> 
> 
> 
> 
> 
> 
> 
> 
> 


> worth it. 


Cheers Max. www.gameplay.com was helpful - £129.99 with a couple of 
games, www.game-retail.co.uk wasn't any use - impossible to find where 
to buy a DC console! Have you got any idea where you saw it for £70? 
I'll have to look around some high street stores. 


Thanks, 
Rikki 


—-MESSAGE FILE 7487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06213 


—-MESSAGE FILE 7488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006214 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 
Date: Mon, 05 Feb 2001 20:51:30 +0000 

Organization: Max Studios 

Lines: 37 

Message-ID: <3A7F1252.442353C7@which.net> 

References: <95jmp8$il61@www.netyaroze-europe. com> 

NNTP-Posting-Host: p08-bantam-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


Excuse my ignorance, but I think I can remember somewhere in Yaroze 
documentation that textured, gourauds are a no-no. I say "I think" because I'm 
not exactly sure but... 


Max 
"Jon Prestidge (Moose)" wrote: 
Hello, 


has anyone used: 
gouraud shaded triangular polygons with texture mapping? (G_3T 0x34) 


I'm getting a problem and I just want to make sure that it is one of the tmd 
modes that works properly before spending more hours tyring to find the bug 
in my program. The texture seems to map onto the polygon fine but I get a 
strange shadow effect over the surrounding area when the polygon is being 
displayed. When the polygon is not in view the shadowing accross the other 
objects disappears. Really odd. 


Also I'd be interested to know of other tmd modes that people have used and 
that they know work fine. Perhaps we could build a list of all the proven 
ones. I've heard that the straight line TMD modes don't work for example. 


I've used the following with no problems... 


VVVVVVVVVVVVVV VV VV 
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> F_3 0220 --- Triangle No-texture 

F_3_NL 0221 --- triangle no texture no light 

— G_3 0x30 --- triangle gouraud shaded 

մ Շ 3 with ABE 0232 --- triangle gouraud shaded with semi transparency. 
> 


> Cheers, 
> Jon Prestidge. 


-—-MESSAGE FILE 7488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06214 


—-MESSAGE FILE 7489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006215 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 

Date: Mon, 5 Feb 2001 22:28:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <95n95g$1t02@www.netyaroze-europe. com> 

References: <95jmp8$il61@www.netyaroze-europe.com> <3A7F1252.442353C7@which.net> 
NNTP-Posting-Host: host213-122-207-103.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Well.. I've not seen that said sofar... but I'm going through all the docs 
again to find some clues. But hopefully texture mapped gouraud shaded 
polygons do work because today I got the same problem trying to texture map 
a non shaded quad polygon ---- so it's something I'm doing wrong I think, 
and when I find the prob it I expect gouraud shaded ones will work too. 


I'll let you know if I get them to work anyway. 


Cheers. 


—-MESSAGE FILE 7489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06215 


-—-MESSAGE FILE 7490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006216 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 

Date: Mon, 5 Feb 2001 23:23:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <95ncgp$1t03@www.netyaroze-europe. com> 

References: <95jmp8$il61@www.netyaroze-europe.com> <3A7F1252.442353C7@which.net> 
NNTP-Posting-Host: host62-7-80-248 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I wrote a paper on Dynamic TMD creation/manipulation when I was at Uni. I'll 
try to hunt it down later but I can't promise anything because I didn't 
manage to save that much when my old drive died =( Sorry I can't do it now 
but I've got three interviews lined up for 2morrow and I haven't even 
started planning them yet. 


-.-Oops! =) 
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Much hugz, Peter 


"Max" <mad.max@which.net> wrote in message 

news: 3A7F1252.442353C7@which.net... 

> Excuse my ignorance, but I think I can remember somewhere in Yaroze 

> documentation that textured, gourauds are a no-no. I say "I think" because 
I'm 


> not exactly sure but... 

> 

> Max 

> 

> "Jon Prestidge (Moose)" wrote: 

> 

> > Hello, 

>> 

> > has anyone used: 

> > gouraud shaded triangular polygons with texture mapping? (G_3T 0x34) 
>> 

> > I'm getting a problem and I just want to make sure that it is one of the 
tmd 

> > modes that works properly before spending more hours tyring to find the 
bug 

> > in my program. The texture seems to map onto the polygon fine but I get 
a 


> > strange shadow effect over the surrounding area when the polygon is 
being 

> > displayed. When the polygon is not in view the shadowing accross the 
other 

> > objects disappears. Really odd. 

>> 

> > Also I'd be interested to know of other tmd modes that people have used 
and 

> > that they know work fine. Perhaps we could build a list of all the 
proven 


> > ones. I've heard that the straight line TMD modes don't work for 
example. 

>> 

> > I've used the following with no problems... 

>> 

>> F_3 0220 --- Triangle No-texture 

>> 

>> Բ 3 ՎԼ 0221 --- triangle no texture no light 

>> 

>> G_3 0x30 --- triangle gouraud shaded 

>> 

> > G_3 with ABE 0232 --- triangle gouraud shaded with semi 
transparency. 

>> 

> > Cheers, 

> > Jon Prestidge. 

> 


—-MESSAGE FILE 7490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06216 


-—-MESSAGE FILE 7491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006217 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 

Date: Tue, 6 Feb 2001 12:49:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <95o0rn1$7cfl@www.netyaroze-europe. com> 

References: <95jmp8$Sil61l@www.netyaroze-europe.com> <3A7F1252.442353C7@which.net> 
NNTP-Posting-Host: host213-122-191-27.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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I found the following note in chapter 10 of the SCEE tutorials '3D Graphics' 
(in part 15). 


// Notes: RSDTOOL removes information regarding to gourand shading. It's 


// best to add textures then modify the .mat file for gourand 
shading 
// Also subdivision must be set to achieve gourand shaded textures! 


It could be something to do with what you're thinking Max: that you couldn't 
use gouraud shaded textured polys...it seems you can though from that, if 
you set it manually in the .mat file. 


But that should not effect me anyway since I'm setting all the TMDs-up in 
the Yaroze prog (I'm not using RSD). 


I've tried the other thing it says which is to set polygon subdivision, but 
that didn't improve the problem. 
So I'm still looking. 


Jon 


—-MESSAGE FILE 7491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06217 


-—-MESSAGE FILE 7492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006218 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 

Date: Tue, 6 Feb 2001 12:51:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <95ornm$7cf2@www.netyaroze-europe. com> 

References: <95jmp8$il61@www.netyaroze-europe.com> <3A7F1252.442353C7@which.net> <95 
ncegp$1t03@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-191-27.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Thanks that could be useful if there's an example or explaination of 
textured TMDs set-up in a Yaroze prog. 


Cheers 


-—-MESSAGE FILE 7492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06218 


—-MESSAGE FILE 7493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006219 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 DVD help 

Date: Tue, 6 Feb 2001 10:30:38 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <95p8qn$7el@www.netyaroze-europe. com> 

References: <95k4pq$il62@www.netyaroze-europe.com> <95kjts$il63@www.netyaroze-europe 
-com> <95kkbm$il64@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news: 95kkbm$il64@www.netyaroze-europe.com... 
> I dont know what scart lead i have but it is going through the video... 


That's your problem then. 


DVD playback is Macrovision protected - the common symptom of this is if the 
brightness is constantly changing, which is what you described. 


Unplug the PS2 from the back of the VCR & plug it directinto your TV - that 
should solve it. 


—-MESSAGE FILE 7493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06219 


—-MESSAGE FILE 7494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006220 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 
Date: Tue, 6 Feb 2001 17:36:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <95pcet$7e2@www.netyaroze-europe.com> 

References: <95jmp8$il61@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-3-218.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I seem to have got it working! 


Up until now I've been using and 'abr' (see below) of O .... but I tried 1 
and Bob's yer Unlce! 


I'll be trying some more stuff to see if I can get it working without any 
transparancey now (I only tried putting transparancey on with the ABE bit in 
the prim header 'mode' to see if it would work that way) 


Jon 

// Values for the second parameter of GetTPage ('abr' -- Semi-transparency 
rate)... 

// 0: 0.5 x Back + 0.5 x poly 

// 1: 1.0 x Back + 1.0 x poly 

// 2: 1.0 x Back - 1.0 x poly 

// 3: 1.0 x Back + 0.25 x poly 

// (... these are values and not bit numbers) 


p_texture->tsb = GetTPage( imageInfo.pmode, 1, imageInfo.px, 
imageInfo.py); 


-—-MESSAGE FILE 7494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06220 


—-MESSAGE FILE 7495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006221 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prob with texture mapped triangular gouraud shaded polys. 
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Date: Tue, 6 Feb 2001 18:28:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <95pffgS7e3@www.netyaroze-europe. com> 
References: <95jmp8$il61@www.netyaroze-europe.com> <95pcet$7e2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-1-133-139.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Strange.... even if I have a solid poly (ie not setting transparancey in the 
prim header) I still get the shadow problem unless I specify 1 as the second 
param in GetTPage (even though you'd think it'd have no baring on solid 
polys). I've tried the other values for that second param too and they 
cause the prob too (2 causes an even darker shadow over the scene). So from 
now-on I'm always going to specify that pram as 1. The name of the 
function 'GetTPage' is a bit misleading as it does a couple more things 
beside that (perhaps a better name would have been 'GetTSB'. 


Strange but I'm happy now since I can get solid and semi-transparent gouraud 
shaded textured polys working at last! 


Cheers for the suggestions anyway. 
Jon 

> 

> 

> 


-—-MESSAGE FILE 7495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06221 


—-MESSAGE FILE 7496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006222 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 DVD help 

Date: Tue, 6 Feb 2001 20:16:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <95pm0d$7e4@www.netyaroze-europe. com> 

References: <95k4pq$il62@www.netyaroze-europe.com> <95kjtsSil63@www.netyaroze-europe 
.com> <95kkbm$il64@www.netyaroze-europe.com> <95p8qn$7el@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-171-121.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Cheers people, I havent had the chance to test what you said as I was only 
borrowing the DVD and had given it back before I wrote. I'll have to give it 
a try next time around. 

cheers 

Chris 


—-MESSAGE FILE 7496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06222 


—-MESSAGE FILE 7497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006223 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: yarozians released 

Date: Fri, 9 Feb 2001 00:17:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
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Message-ID: <95vcq2Sqct1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.74.112.167 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi all, 


Its getting a bit quiet in here so I thought I'd mention that my long 
overdue game Yarozians has now been officially released as a final product 
www.netyaroze-europe.com/~jdubpsx . Im not saying Im entirely happy with it 
but sometimes you gotta know when to let go and move on. 

I am now officially moving on :) 

wonder what will take my fancy next ? 


—-MESSAGE FILE 7497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06223 


—-MESSAGE FILE 7498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006224 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians released 

Date: Fri, 9 Feb 2001 11:43:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <96014sS7e8@www.netyaroze-europe. com> 
References: <95vcq2Sqctl@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr886-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi John 


> but sometimes you gotta know when to let go and move on. 
> I am now officially moving on :) 
> wonder what will take my fancy next ? 


Yarozians is rather good, especially the eerie alien sound effects. 
Are you moving on to another Yaroze based project or something else? 


Cheers, 


Derek 


—-MESSAGE FILE 7498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06224 


-—-MESSAGE FILE 7499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006225 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: yarozians remix competition 

Date: Fri, 9 Feb 2001 13:08:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <960q2iS7e9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-73-46.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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Hi All, 


To celebrate the final version of Yarozians yarozescene are running a remix 
competition. The first prize is £30 from amazon.co.uk/.com. 


Your remix can be as many changes to the original as you want to make, you 
can enter as many times as you like, deadline is april lst. 


For all the rules and information please head on over to 
www. yarozescene.co.uk 


Tweaking John's code shouldn't be too hard due to his top framework, or you 
could just try changing the graphics or sound effects. 


looking forward to the entries 
Matt V 


4873 


—-MESSAGE FILE 7499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06225 


—-MESSAGE FILE 7500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006226 

Path: chuka.playstation.co.uk!news 

From: "Pete" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Fri, 9 Feb 2001 21:14:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <961mf0S7el0@www.netyaroze-—europe.com> 
References: <960q2iS7e9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-77-145.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Did someone say competition? You mean like ass-kickin-butt-—whuppin 
competition?!! Oh yes, count me in...Grrr! =) 


Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 960q2iS7e9@www.netyaroze-europe.com... 

> Hi All, 

> 

> To celebrate the final version of Yarozians yarozescene are running a 
remix 

competition. The first prize is £30 from amazon.co.uk/.com. 


Your remix can be as many changes to the original as you want to make, you 
can enter as many times as you like, deadline is april lst. 


For all the rules and information please head on over to 
www. yarozescene.co.uk 


Tweaking John's code shouldn't be too hard due to his top framework, or 
ou 
could just try changing the graphics or sound effects. 


looking forward to the entries 
Matt V 


VVVVVVKS VVVV VV VV V 


—-MESSAGE FILE 7500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06226 
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—-MESSAGE FILE 7501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006227 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians released 

Date: Fri, 9 Feb 2001 21:35:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <961n1hSh8k1@www.netyaroze-europe. com> 

References: <95vcq2Sqctl@www.netyaroze-europe.com> <96014sS7e8@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: 213.123.23.184 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Im glad you liked the game... the eerie alien sound effects were more of a 
by product of me trying to create some sounds <grin>. 

What next.. hmmm.. good question. I have several things Im thinking of 
Yaroze wise I've only really scraped the surface... boy.. I havent even 
looked at the 3d side of it.. so that is looking favorite. 

I also bought a copy of Animation Master about 6 months ago and havent tried 


using it in anger yet so I may spend a little time dabbling with that... in 
fact.. I could combine the modeling with the 3d Yaroze and kill 2 birds with 
one stone. 

then. also ..I still want to get round to taking a look at the Windows 
platform ie. DirectX... of course there's my new found interest in php.... 

I have a whole stack of things I want to try.. I suspect whatever I code 
next will still be the Yaroze because I just plain like it :) 


hmmm.. come to think of it.. I havent had a go writing anything on my trusty 
of Palm Pilot yet either.. better go add that to my list | 


Hows Xenon coming along ?.. got any more nice demo's coming soon ? 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 96014sS$7e8@www.netyaroze-europe.com... 


> Hi John 

> 

> > but sometimes you gotta know when to let go and move on. 

> > I am now officially moving on :) 

> > wonder what will take my fancy next ? 

> 

> Yarozians is rather good, especially the eerie alien sound effects. 
> Are you moving on to another Yaroze based project or something else? 
> 

> Cheers, 

> 

> Derek 

> 

> 


—-MESSAGE FILE 7501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06227 


—-MESSAGE FILE 7502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006228 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians released 

Date: Fri, 9 Feb 2001 21:48:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9610j3Sh8k2@www.netyaroze-europe. com> 

References: <95vcq2Sqctl@www.netyaroze-europe.com> <96014sS7e8@www.netyaroze-europe. 
com> <961nlhSh8k1@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr1l64-haw.cableinet.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> 
> Hows Xenon coming along ?.. got any more nice demo's coming soon ? 


I've had some problems but am back on track now. I spent the time while I 
was stumped converting the Xenon 2000 sound effects to VAG, VH VB etc. but 
I'm back working on demo 2 again now (control the shaip and fire bullets). 


I hope to have another demo out in a couple of weeks. 
Thanks 


Derek 


—-MESSAGE FILE 7502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06228 


—-MESSAGE FILE 7503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006229 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sat, 10 Feb 2001 00:19:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <9621d8Sh8k3@www.netyaroze-europe. com> 

References: <960q2iS7e9@www.netyaroze-europe.com> <961lmf0S7el0@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-1-104-14.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Excellent, well thats one entry hopefully. 

Please remember everyone you don't have to do loads of work or anything, 
just changing the graphics might win you £30 so there's no reason to not 
enter 

Matt 

Pete <cybersmurf@btinternet.com> wrote in message 


news: 961mf0S7el0@www.netyaroze-europe.com... 
> Did someone say competition? You mean like ass-kickin-butt-whuppin 


> competition?!! Oh yes, count me in...Grrr! =) 

> 

> Hugz, Pete 

> 

> 

> "Matt Verran" <mverran@btinternet.com> wrote in message 

> news: 960q2iS7e9@www.netyaroze-europe.com... 

> > Hi All, 

>> 

> > To celebrate the final version of Yarozians yarozescene are running a 
> remix 

> > competition. The first prize is £30 from amazon.co.uk/.com. 

>> 

> > Your remix can be as many changes to the original as you want to make, 
you 

> > can enter as many times as you like, deadline is april 1st. 

>> 

> > For all the rules and information please head on over to 

> > www.yarozescene.co.uk 
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>> 

> > Tweaking John's code shouldn't be too hard due to his top framework, or 
> you 

> > could just try changing the graphics or sound effects. 
>> 

> > looking forward to the entries 

> > Matt V 

>> 

>> 

> 

> 


—-MESSAGE FILE 7503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06229 


—-MESSAGE FILE 7504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006230 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sat, 10 Feb 2001 00:43:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9622nbSh8k4@www.netyaroze-europe. com> 
References: <960q2iS7e9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-73-73.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Can I also add if you need any questions answered regarding the code you can 
post here or e-mail me and I'll answer as soon as I can. 


good luck to whoever enters. 
John 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 960q2iS7e9@www.netyaroze-europe.com... 

> Hi All, 

> 

> To celebrate the final version of Yarozians yarozescene are running a 
remix 

> competition. The first prize is £30 from amazon.co.uk/.com. 


Your remix can be as many changes to the original as you want to make, you 
can enter as many times as you like, deadline is april lst. 


For all the rules and information please head on over to 
www. yarozescene.co.uk 


Tweaking John's code shouldn't be too hard due to his top framework, or 
ou 
could just try changing the graphics or sound effects. 


looking forward to the entries 
Matt V 


VVVVVVNS VVV VV VV V 


—-MESSAGE FILE 7504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06230 


—-MESSAGE FILE 7505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006231 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sat, 10 Feb 2001 14:11:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <963i4tS2cvl@www.netyaroze-europe. com> 
References: <960q2iS7e9@www.netyaroze-europe.com> <9622nbSh8k4@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host62-7-50-191.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Okay apart from Pete who's thinking of entering, and if not why not. 


Cmon chaps don't make me cry ;) I really wanted this to work, sniff. 
Mattv 


—-MESSAGE FILE 7505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06231 


-—-MESSAGE FILE 7506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006232 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sat, 10 Feb 2001 15:11:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9631k8S2cv2@www.netyaroze-europe. com> 

References: <960q2iS7e9@www.netyaroze-europe.com> <9622nbSh8k4@www.netyaroze-europe. 
com> <963i4tS2cvl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-158-152.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I want to give it ago, but even though I have updated CW to its latest 
version, and have run the project converter. I cant seem to open the CW 
project, and trying to make my own doesnt work.... 

Chris 


—-MESSAGE FILE 7506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06232 


—-MESSAGE FILE 7507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006233 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sat, 10 Feb 2001 19:11:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9643k4S2cv3@www.netyaroze-europe. com> 

References: <960q2iS7e9@www.netyaroze-europe.com> <9622nbSh8k4@www.netyaroze-europe. 
com> <963i4tS2cvl@www.netyaroze-europe.com> <9631k8S2cv2@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-8-210.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 
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If we can't get enough people interested in the competition, what about 
working together to develop a full game (preferably of release quality). I 
know I'm somewhat of an unknown quantity here because I haven't released 
anything as yet but I'm not new to this (I was in the same group as Rob at 
Uni). I handed my notice in at work and am due to 'bum around' (Aaah...Free 
at last =) from 31st April which is when I'm hoping to have the main 
components of the 'Unity' framework finished. (2d/3d/Sound). I'm not quite 
sure of the details yet but I envisage it as a cross between the DirectX and 
the Java2d/3d Frameworks, only without the hardware independence rubbish. 


Anyway it's just a thought. So what do you reckon? Hugz, Peter 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 9631k8S2cv2@www.netyaroze-europe.com... 

> I want to give it ago, but even though I have updated CW to its latest 
> version, and have run the project converter. I cant seem to open the CW 
> project, and trying to make my own doesnt work.... 

> Chris 
> 
> 


-—-MESSAGE FILE 7507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06233 


—-MESSAGE FILE 7508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006234 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sun, 11 Feb 2001 12:25:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9660bgSeiul@www.netyaroze-europe.com> 

References: <960q2iS7e9@www.netyaroze-europe.com> <9622nbSh8k4@www.netyaroze-europe. 
com> <963i4tS2cvl@www.netyaroze-europe.com> <9631k8S2cv2@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1783-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 
Have you installed the two updates for CW Release 2 ? 


After installing CW Release 2, install the first update found here 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 


Install the second one one 
http: //www.netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_update2.exe 


Have you converted libps.a to libps.a.lib as described in the manual? 


Do your own CW projects work alright? 


Derek 


—-MESSAGE FILE 7508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06234 


—-MESSAGE FILE 7509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006235 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Direct Access to Video Memory 

Date: Sun, 11 Feb 2001 12:42:48 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <96616aSeiu2@www.netyaroze-europe.com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host62-7-40-167.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Guyz, 


How do I upload images directly to psx video memory as going via main memory 
is just a waste of space. I've saw some old posting in the other groups but 
damned if I could find them again. Any ideas? 


Muchos Hugos, Pete 


—-MESSAGE FILE 7509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06235 


—-MESSAGE FILE 7510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006236 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Direct Access to Video Memory 

Date: Sun, 11 Feb 2001 14:37:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <96682jS29p1@www.netyaroze-europe. com> 
References: <96616aSeiu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-148-116.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I dont beieve it's possible, at least not with siocons. 


Peter <cybersmurf@btinternet.com> wrote in message 

news: 96616aSeiu2@www.netyaroze-europe.com... 

> Hi Guyz, 

> 

> How do I upload images directly to psx video memory as going via main 
memory 

> is just a waste of space. I've saw some old posting in the other groups 
but 

> damned if I could find them again. Any ideas? 


Muchos Hugos, Pete 


--MESSAGE FILE 7510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06236 


—-MESSAGE FILE 7511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006237 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Direct Access to Video Memory 

Date: Sun, 11 Feb 2001 15:24:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <966alnS29p2@www.netyaroze-europe. com> 

References: <96616aSeiu2@www.netyaroze-europe.com> <96682jS29p1@www.netyaroze-europe 
. com> 
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Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-1-87-69.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Cheers mate. It looks like I'll have to go the file server route instead. 
Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 966824S29p1@www.netyaroze-europe.com... 
> I dont beieve it's possible, at least not with siocons. 


> 

> Peter <cybersmurf@btinternet.com> wrote in message 

> news: 96616aSeiu2@www.netyaroze-europe.com... 

> > Hi Guyz, 

>> 

> > How do I upload images directly to psx video memory as going via main 
> memory 

> > is just a waste of space. I've saw some old posting in the other groups 
> but 

> > damned if I could find them again. Any ideas? 

>> 

> > Muchos Hugos, Pete 

>> 

>> 

> 

> 


4880 


—-MESSAGE FILE 7511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06237 


—-MESSAGE FILE 7512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006238 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Direct Access to Video Memory 

Date: Sun, 11 Feb 2001 16:10:36 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <966dijS29p3@www.netyaroze-europe. com> 


.com> <966alnS29p2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-67-224 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


once you have transferred your graphics to the video memory you can then 
reclaim the space that they were using in main ram for whatever you like. 


Peter <cybersmurf@btinternet.com> wrote in message 

news: 966alnS29p2@www.netyaroze-europe.com... 

> Cheers mate. It looks like I'll have to go the file server route instead. 
Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 966824S29p1@www.netyaroze-europe.com... 
> I dont beieve it's possible, at least not with siocons. 


> 

> Peter <cybersmurf@btinternet.com> wrote in message 

> news: 96616aSeiu2@www.netyaroze-europe.com... 

> > Hi Guyz, 

>> 

> > How do I upload images directly to psx video memory as going via main 
> memory 


VVVVVVVVVVV VV 


> > is just a waste of space. I've saw some old posting in the other 
groups 


References: <96616aSeiu2@www.netyaroze-europe.com> <966827jS29p1@www.netyaroze-europe 
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but 

> damned if I could find them again. Any ideas? 
> 

> Muchos Hugos, Pete 

> 

> 


VVVVVVVV 


VVVVVVVV VV 


—-MESSAGE FILE 7512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06238 


—-MESSAGE FILE 7513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006239 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yarozians remix competition 

Date: Sun, 11 Feb 2001 17:04:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <966gk5S$29p4@www.netyaroze-europe. com> 

References: <960q2iS7e9@www.netyaroze-europe.com> <9622nbSh8k4@www.netyaroze-europe. 
com> <963i4tS2cvl@www.netyaroze-europe.com> <9631k8S2cv2@www.netyaroze-europe.com> Հ 
9660bgSeiul@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-209-90.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


ahhh.. cheers, I think i only installed the first 1... didnt expect there to 
be 2.. :) 

cheers 

Chris 


—-MESSAGE FILE 7513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06239 


—-MESSAGE FILE 7514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006240 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GNU Not Unix? GNU Not Bloody Working more like! 
Date: Mon, 12 Feb 2001 02:41:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <967ibdSeqgl@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: 213.123.17.43 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Guyz, 


I'm trying to run the GNU compiler provided on on the Yaroze CD under WinME 
and I keep get the following error: 


"Cannot run this program cannot be run in DOS mode" 
This didn't used to happen under 95/98. I've checked all my environment 


variables, command properties etc and just can't figure out whats going on. 
Got any ideas, I'm clean out on this one. 
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Sleepy hugz, Pete 


—-MESSAGE FILE 7514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06240 


—-MESSAGE FILE 7515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006241 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: It's still here! 

Date: Mon, 12 Feb 2001 13:19:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <968nt9Scil@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.82.133.31 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hello all, 


After many months (maybe even a year or so) of faffing about trying to 
develop for the PC, I became fed up and wished there was something I could 
just sit down at and try and write a game for - without continually moving 
goalposts etc. 


And once again the trusty Yaroze has come to the rescue. To be honest I had 
forgotten all about it until the recent article in Edge magazine - but then 
that just made me more determined to get back into it. So, armed with a 
half decent game idea (this time around anyway - ‘Apples & Pears' just 
didn't cut it!) I thought I would say hello once again and thank god a few 
are still around! 


I couldn't believe the website was still up! 
Cheers, 


Tones 


-—-MESSAGE FILE 7515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06241 


—-MESSAGE FILE 7516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006242 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: It's still here! 

Date: Mon, 12 Feb 2001 14:10:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <968qq7S7el@www.netyaroze-europe. com> 
References: <968nt9Scil@www.netyaroze-europe.com> 
NNTP-Posting-Host: host62-7-69-204.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


well if you want to cut your teeth on something simpler than writing an 
entire game there's the yarozians competition. There's John Wojcik's 2d 
framework which helps out with some of the more mundane coding tasks too. 


Mattv 


Tones <tony@webbed-fingerz.co.uk> wrote in message 
news: 968nt9Scil@www.netyaroze-europe.com... 
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Hello all, 


> 
> 
> After many months (maybe even a year or so) of faffing about trying to 

> develop for the PC, I became fed up and wished there was something I could 
> just sit down at and try and write a game for - without continually moving 
> goalposts etc. 

> 


v 


And once again the trusty Yaroze has come to the rescue. To be honest I 
had 

> forgotten all about it until the recent article in Edge magazine - but 
then 


> that just made me more determined to get back into it. So, armed with a 
> half decent game idea (this time around anyway - 'Apples ե Pears' just 

> didn't cut it!) I thought I would say hello once again and thank god a few 
> are still around! 

> 

> I couldn't believe the website was still up! 

> 

> Cheers, 

> 

> Tones 

> 

> 


-—-MESSAGE FILE 7516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06242 


—-MESSAGE FILE 7517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006243 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Texture Pages...er...what are they? 

Date: Mon, 12 Feb 2001 20:08:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <969fm2S7e2@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-122-61-87.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Guyz, 


Its been a long long time since I coded for the little black...ahem... and 
I've totally forgotten what texture pages are all about. In fact the only 
thing that I can remember is that I need to know about them. 


Could someone take pity and jog an old man memory or let me know of any 
useful links? 


Hugz, Peter 


—-MESSAGE FILE 7517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06243 


—-MESSAGE FILE 7518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006244 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU Not Unix? GNU Not Bloody Working more like! 

Date: Mon, 12 Feb 2001 20:40:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
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Message-ID: <969hkdS$7e3@www.netyaroze-europe. com> 
References: <967ibdSeqgl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.123.10.240 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


ahhhh.. I have these things. and gave up. 

I never use the compiler but used to use Siocons, which i now cant.... :) 

I never knew if there was a way around but noone told me one when i asked... 
dont think enough ppl have WinME yet to have found out.... 

sorry i cant help... 

Chris 


-—-MESSAGE FILE 7518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06244 


-—-MESSAGE FILE 7519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006245 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU Not Unix? GNU Not Bloody Working more like! 
Date: Mon, 12 Feb 2001 21:44:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <969lahSbh11@www.netyaroze-europe. com> 
References: <967ibdSeqgl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-226-97.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I think ( Im not 100% on this.. maybe someone else can prove/disprove me on 
this ) that WinMe just wont run the compiler. As I understand it it was 
compiled as a DOS app and WinMe doesnt have a DOS mode as such. 

Win 95/98 were more accomodating as they basically ran on top of DOS but it 
seems its trying to do things memorywise which are just not allowed under 
Me. 

Personally I gave up and have a old machine which has win98 on it to do my 
Yaroze stuff.. 

Maybe the trick would be to take the source code for it and compile it as a 
Win32 console app. 


Of course someone could prove me totally wrong.. which would be nice.. then 
I can do away with the old machine. 


Good luck 
John 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 967ibdSeqgl@www.netyaroze-europe.com... 

> Hi Guyz, 

> 

> I'm trying to run the GNU compiler provided on on the Yaroze CD under 
WinME 

> and I keep get the following error: 


"Cannot run this program cannot be run in DOS mode" 

This didn't used to happen under 95/98. I've checked all my environment 
variables, command properties etc and just can't figure out whats going 
n. 


Got any ideas, I'm clean out on this one. 


Sleepy hugz, Pete 


VVVVVOVVV VV 
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—-MESSAGE FILE 7519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06245 


—-MESSAGE FILE 7520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006246 
Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: It's still here! 

Date: Mon, 12 Feb 2001 21:53:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <969lroSbh12@www.netyaroze-europe. com> 
References: <968nt9Scil@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-226-97.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


haha !.. yes some are still here... Must admit I've experienced the same 
problems with windows. 
At least the Yaroze is a standard/stable platform and your in full control. 


So.. welcome back.. so when's the first demo due ? <grin> 


Cheers 
John 


"Tones" <tony@webbed-fingerz.co.uk> wrote in message 
news: 968nt9Scil@www.netyaroze-europe.com... 
> Hello all, 


After many months (maybe even a year or so) of faffing about trying to 
develop for the PC, I became fed up and wished there was something I could 
just sit down at and try and write a game for - without continually moving 
goalposts etc. 


v 


And once again the trusty Yaroze has come to the rescue. To be honest I 
had 

> forgotten all about it until the recent article in Edge magazine - but 
then 


> that just made me more determined to get back into it. So, armed with a 
> half decent game idea (this time around anyway - 'Apples ե Pears' just 

> didn't cut it!) I thought I would say hello once again and thank god a few 
> are still around! 

> 

> I couldn't believe the website was still up! 

> 

> Cheers, 

> 

> Tones 

> 

> 


—-MESSAGE FILE 7520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06246 


-—-MESSAGE FILE 7521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006247 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texture Pages...er...what are they? 

Date: Mon, 12 Feb 2001 22:46:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <969p36Sbh13@www.netyaroze-europe. com> 
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References: <969fm2S7e2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-82-208.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


well basically they are the PSX videomemory. 

Theres 1622 pages and each page is 64x256 16bit pixels big (or 128x256 8bit 
pixels or 256x256 4bit pixels). The texture pages are used to build the 
current screen as well as store all your graphics. 


Mattv 


Peter <cybersmurf@btinternet.com> wrote in message 
news: 969fm2S7e2@www.netyaroze-europe.com... 


> Hi Guyz, 

> 

> Its been a long long time since I coded for the little black...ahem... and 
> I've totally forgotten what texture pages are all about. In fact the only 
> thing that I can remember is that I need to know about them. 

> 

> Could someone take pity and jog an old man memory or let me know of any 

> useful links? 

> 

> Hugz, Peter 

> 

> 

> 

> 


—-MESSAGE FILE 7521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06247 


—-MESSAGE FILE 7522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006248 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texture Pages...er...what are they? 

Date: Mon, 12 Feb 2001 23:41:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <969s5fSbh14@www.netyaroze-europe.com> 

References: <969fm2S7e2@www.netyaroze-europe.com> <969p36Sbh13@www.netyaroze-europe. 
com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-1-157-13.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Cheers Matt, I remember that there were some rules about the alignment of 
sprites in these pages but I can't remember what they are. Could you 
enlighten me further. 


Much Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 969p36Sbh13@www.netyaroze-europe.com... 

> well basically they are the PSX videomemory. 

> 

> Theres 16x2 pages and each page is 64x256 16bit pixels big (or 128x256 
8bit 

pixels or 256x256 4bit pixels). The texture pages are used to build the 
current screen as well as store all your graphics. 


v 


> 
> 
> MattV 
> 
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> Peter <cybersmurf@btinternet.com> wrote in message 

> news: 969fm2S7e2@www.netyaroze-europe.com... 

> > Hi Guyz, 

>> 

> > Its been a long long time since I coded for the little black...ahem... 
and 

> > I've totally forgotten what texture pages are all about. In fact the 
only 

> > thing that I can remember is that I need to know about them. 

>> 

> > Could someone take pity and jog an old man memory or let me know of any 
> > useful links? 

>> 

> > Hugz, Peter 

>> 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06248 


—-MESSAGE FILE 7523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006249 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Unity 

Date: Tue, 13 Feb 2001 01:06:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <96al4gSbh15@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-1-106-141.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I am about to start a project I'm calling 'Unity'. The purpose of this is to 
produce an easy to use, yet comprehensive framework which we can all use to 
develop games, in a similar fashion to DirectX and Java2d/3d. 


I must apologise in advance to all the C users but I'll be coding in C++ 
because its easier to produce robust, flexible 
architectures...blah...blah...blah. The first release of Unity will include 
support for 2d/3d and sound. In reality the code for this framework has 
already been written by Yaroze members so in many ways it will bea 
conversion effort more than anything. 


I'll be focusing on the 3D side of the framework first because thats where I 
have the most experience. It will cover a whole range of stuff but I've 
decided to start with the Dynamic Creation of TMDs so I can get my bearings 
again. The TMD framework will essentially be a conversion of Stuart Ashley C 
code to C++ but I would like to extend it somewhat. Anyway now you know what 
I'll be doing for the next God-know-how-long I figure I better get to the 
point. And here it is. 


I'm not sure what you guyz are using Dynamic TMDs for. If you could give me 
'wish-list' of functionality you would like to see available I can try to 
implement and document it. 


Anyway, sorry this mail was long and dull but hey I'm a civil servant, its 
what we do. =) I'm sure the next one will be funnier, I'll write it in blue. 


Hugz Pete 


—-MESSAGE FILE 7523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 7524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006250 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texture Pages...er...what are they? 

Date: Tue, 13 Feb 2001 13:25:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <96bcjmSk0d1@www.netyaroze-europe. com> 

References: <969fm2S7e2@www.netyaroze-europe.com> <969p36Sbh13@www.netyaroze-europe. 
com> <969s5fSbh14@www.netyaroze-europe. com> 

NNTP-Posting-Host: 193.82.133.31 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi Pete, 


I vaguely remember that the U + V coordinates need to be on even numbers (or 
was it just the U coordinate?) I can't quite recall (as I am just starting 
up again), but I do remember mucking up my sprites when I used odd 
alignments. 


Hope this helps - let me know if I'm correct! 
Cheers, 


Tones 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 969s5fSbh14@www.netyaroze-europe.com... 

> Cheers Matt, I remember that there were some rules about the alignment of 
sprites in these pages but I can't remember what they are. Could you 
enlighten me further. 


Much Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 969p36Sbh13@www.netyaroze-europe.com... 

> well basically they are the PSX videomemory. 

> 

> Theres 1622 pages and each page is 64x256 16bit pixels big (or 128x256 
8bit 

> pixels or 256x256 4bit pixels). The texture pages are used to build the 
current screen as well as store all your graphics. 


Mattv 


Peter <cybersmurf@btinternet.com> wrote in message 
news: 969fm2S7e2@www.netyaroze-europe.com... 


> Hi Guyz, 

> 

> Its been a long long time since I coded for the little black...ahem... 
nd 

> I've totally forgotten what texture pages are all about. In fact the 


nly 
> thing that I can remember is that I need to know about them. 
> 


> Could someone take pity and jog an old man memory or let me know of 


useful links? 


Hugz, Peter 


VY YNNN VOV NIN NJN VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVKS VVVOVDVVVV VV VV Vv 
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--MESSAGE FILE 7524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06250 


--MESSAGE FILE 7525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006251 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: It's still here! 

Date: Tue, 13 Feb 2001 13:46:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <96bdpiSk0d2@www.netyaroze-europe. com> 

References: <968nt9Scil@www.netyaroze-europe.com> <969lroSbh12@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: 193.82.133.31 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Hi John, 

Don't get me started on the demos yet! When I first started out I began my 
projects promising this, and promising that - completing almost finished 
demos - then failing to release them because I thought they were not up to 
scratch. I managed to retrieve the second effort I started (about 1-2 weeks 
work) off a floppy the other night and turned it on - I would say nostalgia 
is definitely more fun! (Mind you, if anyone's interested I suppose I can 


stick this on FTP) 


This time though I will be a lot more open in how things are progressing. 
However, rather than start writing web pages first (another fault of mine!) 
I am going to get the barebones of the game engine I need to write done 
first, then probably release that to get something out. I'll then start 
publishing what it is about and regular updates. 


Problem is it is quite an ambitious game I want to do - think of a Theme 
Park/Sim City style game - so there's quite a bit of logic to sort out 
first - not to mention brushing up on my C skills (I'm 100% Java nowadays). 


However, I'm definitely 100% committed to getting this game finished - for 


once it's a half decent idea (Apples & Pears - god, someone shoot me!) ! 
Cheers, 

Tones 

"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 969lroSbh12@www.netyaroze-europe.com... 

> haha !.. yes some are still here... Must admit I've experienced the same 


> problems with windows. 

> At least the Yaroze is a standard/stable platform and your in full 
control. 

> 


So.. welcome back.. so when's the first demo due ? <grin> 


Cheers 


> 
> 
> 
> John 


—-MESSAGE FILE 7525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06251 
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-—-MESSAGE FILE 7526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006252 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texture Pages...er...what are they? 

Date: Tue, 13 Feb 2001 14:24:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <96bg2iSk0d3@www.netyaroze-europe. com> 

References: <969fm2S7e2@www.netyaroze-europe.com> <969p36Sbh13@www.netyaroze-europe. 
com> <969s5fSbhl14@www.netyaroze-europe.com> <96bcjmS$k0d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-20-252.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


the U value needs to be on an even number if the image you are loading is 8 
bit, or divisable by 4 if you you are using 4-bit. The same applies to the 
width օք the image. This is because the texture page works in 16bit by 
default so you cant specify location between the 16 bit boundary without 
weird results. 


Basically when you assign a sprite to a graphic in vid ram you just specify 
the texture page, the sprites U and V values say where on the texture page 
it is located and Height and Width designate it's size. 


I think all this is right :) 
Mattv 


Tones <tony@webbed-fingerz.co.uk> wrote in message 

news: 96bcjm$k0d1@www.netyaroze-europe.com... 

> Hi Pete, 

> 

> I vaguely remember that the U + V coordinates need to be on even numbers 
(or 


> was it just the U coordinate?) I can't quite recall (as I am just 
starting 
> up again), but I do remember mucking up my sprites when I used odd 


alignments. 
Hope this helps - let me know if I'm correct! 
Cheers, 


Tones 


"Peter" <cybersmurf@btinternet.com> wrote in message 
news: 969s5fSbh14@www.netyaroze-europe.com... 
> Cheers Matt, I remember that there were some rules about the alignment 


sprites in these pages but I can't remember what they are. Could you 
enlighten me further. 


Much Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 969p36Sbh13@www.netyaroze-europe.com... 

> well basically they are the PSX videomemory. 

> 

> Theres 1622 pages and each page is 64x256 16bit pixels big (or 128x256 
8bit 

> pixels or 256x256 4bit pixels). The texture pages are used to build 


current screen as well as store all your graphics. 


VVVVVEVVVVVVV VV VV VOVVV VV VV VV VV VV 


VVVVVOVVVVVVVV VV VV 


> 
> 
> Mattv 
> 
> 


Peter <cybersmurf@btinternet.com> wrote in message 
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> > > news: 969fm2S7e2@www.netyaroze-europe.com... 

> > > > Hi Guyz, 

>> >> 

> > > > Its been a long long time since I coded for the little 
black...ahem... 

> > and 

> > > > I've totally forgotten what texture pages are all about. In fact the 
> > only 

> > > > thing that I can remember is that I need to know about them. 
>> >> 

> > > > Could someone take pity and jog an old man memory or let me know of 
> any 

> > > > useful links? 

>> >> 

> > > > Hugz, Peter 

>> > > 

> > > > 

> > > > 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 


—-MESSAGE FILE 7526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06252 


—-MESSAGE FILE 7527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006253 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Unity 

Date: Tue, 13 Feb 2001 14:28:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <96bg8qSk0d4@www.netyaroze-europe. com> 
References: <96al4gS$bh15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-20-252.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Sounds good even if it is in C++ (ick) :) 


As far as dynamic TMD's go I gues it would be nice to be able to just give a 
function an array of vertex structures and it outputs a finished TMD. The 
vertex struct could include position, type, transparency and texture coords. 


cheers 
Mattv 


Peter <cybersmurf@btinternet.com> wrote in message 

news: 96al4g$bh15@www.netyaroze-europe.com... 

> I am about to start a project I'm calling 'Unity'. The purpose of this is 
to 

> produce an easy to use, yet comprehensive framework which we can all use 
to 

> develop games, in a similar fashion to DirectX and Java2d/3d. 

> 
> I must apologise in advance to all the C users but I'll be coding in C++ 
> because its easier to produce robust, flexible 

> architectures...blah...blah...blah. The first release of Unity will 
include 

> support for 2d/3d and sound. In reality the code for this framework has 
> already been written by Yaroze members so in many ways it will bea 

> conversion effort more than anything. 

> 
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> I'll be focusing on the 3D side of the framework first because thats where 
I 

> have the most experience. It will cover a whole range of stuff but I've 

> decided to start with the Dynamic Creation of TMDs so I can get my 
bearings 

> again. The TMD framework will essentially be a conversion of Stuart Ashley 
Շ 

> code to C++ but I would like to extend it somewhat. Anyway now you know 
what 

> I'll be doing for the next God-know-how-long I figure I better get to the 
> point. And here it is. 

> 

> I'm not sure what you guyz are using Dynamic TMDs for. If you could give 
me 

> 'wish-list' of functionality you would like to see available I can try to 
> implement and document it. 
> 

> Anyway, sorry this mail was long and dull but hey I'm a civil servant, its 
> what we do. =) I'm sure the next one will be funnier, I'll write it in 
blue. 

> 

> Hugz Pete 

> 

> 


-—-MESSAGE FILE 7527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06253 


-—-MESSAGE FILE 7528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006254 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Unity 

Date: Tue, 13 Feb 2001 15:29:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <96bjmaSdd1l@www.netyaroze-europe. com> 

References: <96al4g$bh15@www.netyaroze-europe.com> <96bg8qS$k0d4@www.netyaroze-europe 
. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-73-204.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hehe...Ct++ is the future. Well at least if you ignore C# and Java and ...Հ) 


I've had a request from Max to make designing Dynamic landscapes easy and 
I'm also considering how Dynamic TMDs can be used for the adaptive level of 
detail issue. Any other suggestions please let me know. The more I get the 
more flexible I can make the code. There's nothing worse than getting it 
running and people going "I'm working on X, but it doesn't do what I need". 
So keep 'em coming, its in all our interests. 


Additionally if you'd like to contribute code to this effort or direct me to 
good examples feel free. Much Hugz, Peter 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 96bg8q$k0d4@www.netyaroze-europe.com... 
> Sounds good even if it is in C++ (ick) :) 


As far as dynamic TMD's go I gues it would be nice to be able to just give 


function an array of vertex structures and it outputs a finished TMD. The 
vertex struct could include position, type, transparency and texture 
coords. 

> 

> cheers 


V VO VV 
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Peter <cybersmurf@btinternet.com> wrote in message 

news: 96al4g$bh15@www.netyaroze-europe.com... 

> I am about to start a project I'm calling 'Unity'. The purpose of this 

s 

to 

> produce an easy to use, yet comprehensive framework which we can all use 
to 

> develop games, in a similar fashion to DirectX and Java2d/3d. 

> 

> I must apologise in advance to all the C users but I'll be coding in C++ 
> because its easier to produce robust, flexible 

> architectures...blah...blah...blah. The first release of Unity will 
include 

support for 2d/3d and sound. In reality the code for this framework has 
already been written by Yaroze members so in many ways it will bea 
conversion effort more than anything. 


v 


VVVVVVVVVVVV VV EMN Y VV 


> 

> 

> 

> I'll be focusing on the 3D side of the framework first because thats 
e 

I 

> 


have the most experience. It will cover a whole range of stuff but I've 
> decided to start with the Dynamic Creation of TMDs so I can get my 
bearings 
> again. The TMD framework will essentially be a conversion of Stuart 


տ 


v OQ p' 
= 
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code to C++ but I would like to extend it somewhat. Anyway now you know 
what 


> I'll be doing for the next God-know-how-long I figure I better get to 
he 

> point. And here it is. 

> 

> I'm not sure what you guyz are using Dynamic TMDs for. If you could give 
me 

> 'wish-list' of functionality you would like to see available I can try 
° 

> implement and document it. 

> 

> Anyway, sorry this mail was long and dull but hey I'm a civil servant, 
its 

> what we do. =) I'm sure the next one will be funnier, I'll write it in 

blue. 

> 

> Hugz Pete 

> 

> 
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--MESSAGE FILE 7528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06254 


--MESSAGE FILE 7529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006255 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texture Pages...er...what are they? 

Date: Tue, 13 Feb 2001 15:32:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 
Message-ID: <96bjt6Sdd2@www.netyaroze-europe. com> 

References: <969fm2S7e2@www.netyaroze-europe.com> <969p36Sbh13@www.netyaroze-europe. 
com> <969s5fSbh14@www.netyaroze-europe.com> <96bcjmSk0d1@www.netyaroze-europe.com> Հ 
96bg2iSk0d3@www.netyaroze-europe. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-73-204.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Thanks for jogging my memory mate, thats the description I was after. Hugz 
Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 96bg2iSk0d3@www.netyaroze-europe.com... 
the U value needs to be on an even number if the image you are loading is 


bit, or divisable by 4 if you you are using 4-bit. The same applies to the 
width օք the image. This is because the texture page works in 16bit by 
default so you cant specify location between the 16 bit boundary without 
weird results. 


Basically when you assign a sprite to a graphic in vid ram you just 

pecify 
the texture page, the sprites U and V values say where on the texture page 
it is located and Height and Width designate it's size. 


I think all this is right :) 
Mattv 


Tones <tony@webbed-fingerz.co.uk> wrote in message 

news: 96bcjm$k0d1l@www.netyaroze-europe.com... 

> Hi Pete, 

> 

> I vaguely remember that the U + V coordinates need to be on even numbers 
(or 

> was it just the U coordinate?) I can't quite recall (as I am just 
starting 

up again), but I do remember mucking up my sprites when I used odd 
alignments. 


Hope this helps - let me know if I'm correct! 
Cheers, 


Tones 


"Peter" <cybersmurf@btinternet.com> wrote in message 
news: 969s5fSbh14@www.netyaroze-europe.com... 
> Cheers Matt, I remember that there were some rules about the alignment 


Fh 


sprites in these pages but I can't remember what they are. Could you 
enlighten me further. 


Much Hugz, Pete 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 969p36Sbh13@www.netyaroze-europe.com... 
> well basically they are the PSX videomemory. 
> 
> Theres 16x2 pages and each page is 64x256 16bit pixels big (or 
56 
8bit 
> pixels or 256x256 4bit pixels). The texture pages are used to build 
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current screen as well as store all your graphics. 
Mattv 

Peter <cybersmurf@btinternet.com> wrote in message 
news: 969fm2S7e2@www.netyaroze-europe.com... 


> Hi Guyz, 


> Its been a long long time since I coded for the little 
-ahem... 


= 


Q 
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nd 
> I've totally forgotten what texture pages are all about. In fact 
the 
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> > > only 

>> > > > thing that I can remember is that I need to know about them. 
> > > > > 

> > > > > Could someone take pity and jog an old man memory or let me know 
of 

> > any 

> > > > > useful links? 
> > > > > 

> > > > > Hugz, Peter 

> > > > > 

> > > > > 

>>>>> 

> > > > > 

Հ» չող» 

>>>> 

>>> 

>>> 

>> 

>> 

> 

> 


-—-MESSAGE FILE 7529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06255 


—-MESSAGE FILE 7530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006256 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Unity 

Date: Tue, 13 Feb 2001 20:59:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <96c728Sdd3@www.netyaroze-europe. com> 
References: <96al4gSbh15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-193-223.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Sounds good. 
I was already planning on moving over to C++ for my next project. 
Also I've been concentrating on 2D.. now I want to try my hand at 3D. 


Unity may well be something I could make use of... saves me the effort 
<grin>... 
seroiusly though... If you need someone to test your framework as you 


develop it 
you can put me on the list. 


Cheers 
John 


=a iss Original Message ----- 

"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 96al4g$bh15@www.netyaroze-europe.com... 

> I am about to start a project I'm calling 'Unity'. The purpose of this is 
to 

> produce an easy to use, yet comprehensive framework which we can all use 
to 

> develop games, in a similar fashion to DirectX and Java2d/3d. 

> 

> I must apologise in advance to all the C users but I'll be coding in C++ 
> because its easier to produce robust, flexible 

> architectures...blah...blah...blah. The first release of Unity will 
include 

> support for 2d/3d and sound. In reality the code for this framework has 
> already been written by Yaroze members so in many ways it will bea 

> conversion effort more than anything. 
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I'll be focusing on the 3D side of the framework first because thats where 


have the most experience. It will cover a whole range of stuff but I've 
decided to start with the Dynamic Creation of TMDs so I can get my 
bearings 

> again. The TMD framework will essentially be a conversion of Stuart Ashley 
Շ 

> code to C++ but I would like to extend it somewhat. Anyway now you know 
what 

> I'll be doing for the next God-know-how-long I figure I better get to the 
> point. And here it is. 

> 

> I'm not sure what you guyz are using Dynamic TMDs for. If you could give 


V VH V V 


me 
> 'wish-list' of functionality you would like to see available I can try to 
> implement and document it. 

> 

> Anyway, sorry this mail was long and dull but hey I'm a civil servant, its 
> what we do. =) I'm sure the next one will be funnier, I'll write it in 
blue 

> 

> Hugz Pete 

> 

> 


—-MESSAGE FILE 7530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06256 


--MESSAGE FILE 7531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006257 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi_ DELTHIS_ @quicknet.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Unity 

Date: Tue, 13 Feb 2001 22:20:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <96c8dkSdd4@www.netyaroze-europe. com> 

References: <96al4g$bh15@www.netyaroze-europe.com> <96c728Sdd3@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: qn-195-66-31-13.quicknet.nl 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Somewhat off-topic, but what C++ compiler do you use? The Codewarrior with 
the IDE which doesn't do what I want or the GNU one? I found the GNU one 
somewhere but the PC executables had very weird names. I can't look them up 
because I'm not behind my Yaroze-PC. 


Maurice 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 96c728Sdd3@www.netyaroze-europe.com... 
> Sounds good. 


> I was already planning on moving over to C++ for my next project. 

> Also I've been concentrating on 2D.. now I want to try my hand at 3D. 
> 

> Unity may well be something I could make use of... saves me the effort 
> <grin>... 

> seroiusly though... If you need someone to test your framework as you 
> develop it 

> you can put me on the list. 

> 

> Cheers 

> John 

> 
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> "Peter" <cybersmurf@btinternet.com> wrote in message 

> news: 96al4gSbhl5@www.netyaroze-europe.com... 

> > I am about to start a project I'm calling 'Unity'. The purpose of this 
is 

to 

> produce an easy to use, yet comprehensive framework which we can all use 
to 


v 


develop games, in a similar fashion to DirectX and Java2d/3d. 


I must apologise in advance to all the C users but I'll be coding in C++ 
because its easier to produce robust, flexible 
architectures...blah...blah...blah. The first release of Unity will 
nclude 
support for 2d/3d and sound. In reality the code for this framework has 
already been written by Yaroze members so in many ways it will bea 
conversion effort more than anything. 


VVVVVVVVVVVV VV 


I'll be focusing on the 3D side of the framework first because thats 
re 


a 
HOVVVVVEVV VV 


> have the most experience. It will cover a whole range of stuff but I've 
> decided to start with the Dynamic Creation of TMDs so I can get my 
bearings 

> again. The TMD framework will essentially be a conversion of Stuart 
shley 

Շ 

> code to C++ but I would like to extend it somewhat. Anyway now you know 
what 


> I'll be doing for the next God-know-how-long I figure I better get to 
e 


a 


> point. And here it is. 


v 


> I'm not sure what you guyz are using Dynamic TMDs for. If you could give 
me 
> 'wish-list' of functionality you would like to see available I can try 


օ 


implement and document it. 


Anyway, sorry this mail was long and dull but hey I'm a civil servant, 


ct 
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what we do. =) I'm sure the next one will be funnier, I'll write it in 


Hugz Pete 
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—-MESSAGE FILE 7531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06257 


—-MESSAGE FILE 7532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006258 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Unity 

Date: Tue, 13 Feb 2001 22:41:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <96cd0tSbfpl@www.netyaroze-europe.com> 

References: <96al4g$bh15@www.netyaroze-europe.com> <96c728Sdd3@www.netyaroze-europe. 
com> <96c8dkS$dd4@www.netyaroze-europe. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-26-111.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 
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I'll be using CodeWarrior (providing my mate can find his copy). I've never 
used it before, so I've got a horriblly steep learning curve ahead of me on 
that one =( I tried the one with the weird names and I just couldn't get it 
to run under WinME =( =( But still, I'm getting lots of good feedback at the 
minute, so I better get the web-site up and running before people start 
bopping me =) 


Hugz, Pete 


"Maurice Sibrandi" <sibrandi__DELTHIS_ @quicknet.nl> wrote in message 

news: 96c8dkS$dd4@www.netyaroze-europe.com... 

> Somewhat off-topic, but what C++ compiler do you use? The Codewarrior with 
> the IDE which doesn't do what I want or the GNU one? I found the GNU one 

> somewhere but the PC executables had very weird names. I can't look them 


up 

> because I'm not behind my Yaroze-PC. 

> 

> Maurice 

> 

> 

> "John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

> news: 96c728Sdd3@www.netyaroze-europe.com... 

> > Sounds good. 

> > I was already planning on moving over to C++ for my next project. 

> > Also I've been concentrating on 2D.. now I want to try my hand at 3D. 
>> 

> > Unity may well be something I could make use of... saves me the effort 
> > <grin>... 

> > seroiusly though... If you need someone to test your framework as you 
> > develop it 

> > you can put me on the list. 

>> 

> > Cheers 

> > John 

>> 

Հ»----- Original Message ----- 

> > "Peter" <cybersmurf@btinternet.com> wrote in message 

> > news: 96al4gSbh1l5@www.netyaroze-europe.com... 

> > > I am about to start a project I'm calling 'Unity'. The purpose of this 
> is 

> > to 

> > > produce an easy to use, yet comprehensive framework which we can all 
use 

> > to 

> > > develop games, in a similar fashion to DirectX and Java2d/3d. 

>>> 

> > > I must apologise in advance to all the C users but I'll be coding in 
C++ 

> > > because its easier to produce robust, flexible 

> > > architectures...blah...blah...blah. The first release of Unity will 
> > include 

> > > support for 2d/3d and sound. In reality the code for this framework ha 
s 

> > > already been written by Yaroze members so in many ways it will be a 
> > > conversion effort more than anything. 

> > > 

> > > I'll be focusing on the 3D side of the framework first because thats 
> where 

>> I 

> > > have the most experience. It will cover a whole range of stuff but 
I've 

> > > decided to start with the Dynamic Creation of TMDs so I can get my 

> > bearings 

> > > again. The TMD framework will essentially be a conversion of Stuart 
> Ashley 

>> C 

> > > code to C++ but I would like to extend it somewhat. Anyway now you 
know 

> > what 

> > > I'll be doing for the next God-know-how-long I figure I better get to 
> the 

> > > point. And here it is. 

>>> 
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> > > I'm not sure what you guyz are using Dynamic TMDs for. If you could 


give 

> > me 

> > > 'wish-list' of functionality you would like to see available I can try 
> to 

> > > implement and document it. 

>>> 

> > > Anyway, sorry this mail was long and dull but hey I'm a civil servant, 
> its 

> > > what we do. =) I'm sure the next one will be funnier, I'll write it in 
> > blue. 

>>> 

> > > Hugz Pete 

>>> 

>>> 

>> 

>> 

> 

> 


-—-MESSAGE FILE 7532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06258 


-—-MESSAGE FILE 7533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006259 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Unity 

Date: Tue, 13 Feb 2001 22:47:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <96cdcaSbfp2@www.netyaroze-europe. com> 

References: <96al4g$bh15@www.netyaroze-europe.com> <96c728Sdd3@www.netyaroze-europe. 
com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-26-111.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Nice one mate. I'll be adding a diary to my website so people can see what 
I'm up to and no doubt I'll be requesting lots of help from everyone and 
anyone, although begging would probably be a better description! =P 


Keep in touch. Much Hugz, Pete 
"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 


news: 96c728Sdd3@www.netyaroze-europe.com... 
> Sounds good. 


> I was already planning on moving over to C++ for my next project. 

> Also I've been concentrating on 2D.. now I want to try my hand at 3D. 
> 

> Unity may well be something I could make use of... saves me the effort 
> <grin>... 

> seroiusly though... If you need someone to test your framework as you 
> develop it 

> you can put me on the list. 

> 

> Cheers 

> John 

> 

2 Հ-Ի Original Message ----- 

> "Peter" <cybersmurf@btinternet.com> wrote in message 


> news: 96al4gSbhl5@www.netyaroze-europe.com... 

> > I am about to start a project I'm calling 'Unity'. The purpose of this 
is 

> to 

> > produce an easy to use, yet comprehensive framework which we can all use 
> to 
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develop games, in a similar fashion to DirectX and Java2d/3d. 


I must apologise in advance to all the C users but I'll be coding in C++ 
because its easier to produce robust, flexible 
architectures...blah...blah...blah. The first release of Unity will 
nclude 
support for 2d/3d and sound. In reality the code for this framework has 
already been written by Yaroze members so in many ways it will bea 
conversion effort more than anything. 


VVVVVVVVV VV 
HOVVVVVEVVV V V 


I'11 be focusing on the 3D side of the framework first because thats 
re 


> 
> > have the most experience. It will cover a whole range of stuff but I've 
> > decided to start with the Dynamic Creation of TMDs so I can get my 
> bearings 

> > again. The TMD framework will essentially be a conversion of Stuart 


> > code to C++ but I would like to extend it somewhat. Anyway now you know 
> what 

> > I'll be doing for the next God-know-how-long I figure I better get to 
the 

> > point. And here it is. 

> > 

> > I'm not sure what you guyz are using Dynamic TMDs for. If you could give 
> me 

> > 'wish-list' of functionality you would like to see available I can try 
to 

> > implement and document it. 
>> 

> > Anyway, sorry this mail was long and dull but hey I'm a civil servant, 
its 
> what we do. =) I'm sure the next one will be funnier, I'll write it in 
blue. 

> 

> Hugz Pete 

> 

> 


VVVVVVVV 
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-—-MESSAGE FILE 7533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06259 


—-MESSAGE FILE 7534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006260 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Smoke 

Date: Wed, 14 Feb 2001 21:52:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <96eukqS9gd1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-205-210.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Ok, this is possable game-specific so i wont go into too much detail, but is 
it possible to make a semi-transparent sprite more see through? 
Chris 


—-MESSAGE FILE 7534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06260 


—-MESSAGE FILE 7535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006261 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Smoke 

Date: Wed, 14 Feb 2001 22:33:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <96f1l1rS9gd2@www.netyaroze-europe. com> 
References: <96eukq$9gd1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-93-170.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


yep, If you go for change the semitransparency rate to lxback and 1xforward 
(+ (1<<28)) you can just adjust the brightness to make if more or less 
transparent, ie adjust R G and B values by the same proportion. Using 1x1 
transparency rate will mean the stuff below is no dimmed like in 0.5x0.5, 
perfect for smoke 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 96eukq$9gd1l@www.netyaroze-europe.com... 

> Ok, this is possable game-specific so i wont go into too much detail, but 
is 

> it possible to make a semi-transparent sprite more see through? 

> Chris 

> 

> 


-—-MESSAGE FILE 7535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06261 


—-MESSAGE FILE 7536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006262 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze parts 

Date: Thu, 15 Feb 2001 13:04:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <96gk4rS7el@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.82.133.31 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hello all, 


Perhaps a dim question, but is there anyway to order replacement 'parts' for 
the Yaroze (such as serial cable, access card, boot disc) at all? 


The reason I ask is having just got back into it all again - I was paranoid 
when booting it up for the first time that these 'parts' may have been 
damaged in transit (we've moved about 3 times in the past 3 years!). 
Thankfully they were fine, but it did make me wonder. 

Anyone have an idea? 

Cheers, 

Tones 


—-MESSAGE FILE 7536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06262 
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-—-MESSAGE FILE 7537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006263 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze parts 

Date: Thu, 15 Feb 2001 13:21:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <96g155S7e2@www.netyaroze-europe.com> 
References: <96gk4rS$7el@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-221-100.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


George Bain posted a while back warning everyone to look after their yaroze 
bits because stocks were getting very low. I think he possibly said that 
spares were limited to education establishments too, but i'm not *sure* on 
that. The standard playstation repair centre will repair the playstation 
unit too. 


There are plans on dodgy websites for constructing your own serial cables, 
as well as dodgy versions of the bootdisc that don't require the access 
card. I have also heard that it's possible to copy your access card. I don't 
condone the use of these in any way tho, thankfully all my kit still works 
fine, and i'm doing my best to treasure it. 


Mattv 


Tones <tony@webbed-fingerz.co.uk> wrote in message 

news: 96gk4rS$7el@www.netyaroze-europe.com... 

> Hello all, 

> 

> Perhaps a dim question, but is there anyway to order replacement 'parts' 
for 

> the Yaroze (such as serial cable, access card, boot disc) at all? 

> 

> The reason I ask is having just got back into it all again - I was 
paranoid 

> when booting it up for the first time that these 'parts' may have been 


> damaged in transit (we've moved about 3 times in the past 3 years!). 
> Thankfully they were fine, but it did make me wonder. 

> 

> Anyone have an idea? 

> 

> Cheers, 

> 

> Tones 

> 

> 


-—-MESSAGE FILE 7537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06263 


—-MESSAGE FILE 7538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006264 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 00:17:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <96kfp8$Srfol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-11-145.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


OK.. I've just been looking into Quadtrees today. Part of my 3d self 
training course. I can see its a very simple concept but I must be being 
real dim tonight because I cant see the point of them. 


Reason... 

OK.. the main example I saw was a small example terrain of a 16x16 grid. The 
reasoning was you dont want to draw the whole terrain just the bit the 
camera can see. 

This is the bit I dont get.. the tutorial then goes through how with a 
quadtree you start from the root and check the camera in the four quarters 
and eliminate the ones its not in.. then sub divide again etc etc and 
eventually you end up with just the leaf(s) that the camera is in and the 
leafs point to triangle data to draw the scene. 

Thats all fine and dandy but if its a grid then surely you can just doa 
quick calculation to figure out which leaf the camera is in... 


ie.. the camera x and y position will tell you exactly what cell the camera 
is in. 
So what has this tutorial missed out ?... anyone ?.. why would I need to use 


an quadtree when drawing a terrain ? 


Also... what happens next ?.. I know what leaf the camera is in but how do 
you decide what cells are visible going out to the horizon ( or a fair 
distance at least ) ? 


Im sure some of you have done this and its obvious and sorry for being dim 
but this really is all new to me and from what I've discovered I have a 
awful lot to learn ! 


Ahhh who knows.. by tommorow morning Լ may have it figured out. 


Cheers 
John 


—-MESSAGE FILE 7538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06264 


-—-MESSAGE FILE 7539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006265 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 09:33:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <96lgebSfigl@www.netyaroze-europe.com> 
References: <96kfp8Srfol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-215-196.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


ok, i have never used them and never looked into them, but im sure ive heard 
this somewhere... 
As far as i know they are used for collision detection, so that u dont have 
2 callculate precise collision if for example the character is nowhere near 
the wall, so only calculating whithin the first big section that u were in 
and following it down untill u have a precise calculation, rather than 
checking with every object every time. 

I dont know if this makes sence. Someone will say something better, but 2 be 
fair Ive only had 4 hours sleep... 

Chris 


—-MESSAGE FILE 7539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06265 
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-—-MESSAGE FILE 7540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006266 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 13:12:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 
Message-ID: <961t9pSfig2@www.netyaroze-europe. com> 

References: <96kfp8Srfol@www.netyaroze-europe.com> <96lgebS$figl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-14-37.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


oh wait, that could be octrees... 


—-MESSAGE FILE 7540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06266 


—-MESSAGE FILE 7541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006267 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer [CLOSED] 

Date: Sat, 17 Feb 2001 15:08:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <96m46qSfig3@www.netyaroze-europe. com> 
References: <957ej0S7e4@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1786-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


http://special.reserve.co.uk are selling neGcons for £7.99. Product code is 
GG4911 - search for neg-con on their search engine. RRV supports it too. 


"OFFICIAL SONY/NAMCO NEG-CON RACING TWIST-GRIP CONTROLLER FOR PLAYSTATION, 
PS1 AND PS2 (JOYPAD, PAD, NEG CON). Unique 8 Button Sony controller ideally 
suited to racing games with amazing analogue twist action for intuitive and 
precise gameplay - Worth £39.99! (NEW) " 


—-MESSAGE FILE 7541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06267 


—-MESSAGE FILE 7542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006268 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 15:21:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <96m4mgSfig4@www.netyaroze-europe. com> 

References: <96kfp8Srfol@www.netyaroze-europe.com> <96lgebS$figl@www.netyaroze-europe 
-com> <961t9p$fig2@www.netyaroze-europe. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: 213.123.18.223 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


There are a number of ways to do the whole collision detection thingy. The 
predominant ways seem to be OBB and AABB trees. Here's a link to a page that 
gives a bit more info about it but there's loads of acadic papers on the 
net. 


http://www.gamasutra.com/features/20000330/bobic_03.htm 


I'm sure these can be used to work out what is visible to the camera but I'm 
still working out how its done. Sorry I couldn't be more help. 


Hugz, Pete 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: 961t 9pS$fig2@www.netyaroze-europe.com... 

> oh wait, that could be octrees... 

> 

> 


—-MESSAGE FILE 7542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06268 


—-MESSAGE FILE 7543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006269 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 15:29:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3772 
Message-ID: <96m58mSfig5@www.netyaroze-europe. com> 
References: <96kfp8Srfol@www.netyaroze-europe.com> <96lgebSfigl@www.netyaroze-europe 
.com> <961t9pS$fig2@www.netyaroze-europe.com> <96m4mg$fig4@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: 213.123.18.223 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Here's one of those academic papers I was on about. (I'm hoping to implement 
an AABB algorithm as part of the Unity 3d framework so I'll keep you 
posted). Hugz, Peter 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 96m4mg$fig4@www.netyaroze-europe.com... 

> There are a number of ways to do the whole collision detection thingy. The 
> predominant ways seem to be OBB and AABB trees. Here's a link to a page 
that 

> gives a bit more info about it but there's loads of acadic papers on the 
net. 


http://www.gamasutra.com/features/20000330/bobic_03.htm 

I'm sure these can be used to work out what is visible to the camera but 
Ա 

m 

still working out how its done. Sorry I couldn't be more help. 

Hugz, Pete 

"Chris Wallace" <chrisw666@btinternet.com> wrote in message 


news: 961t 9pS$fig2@www.netyaroze-europe.com... 
> oh wait, that could be octrees... 


VVVVVVVVHVV VV V 
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VV V V 


--MESSAGE FILE 7543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06269 


—-MESSAGE FILE 7544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006270 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: neGcon offer [CLOSED] 

Date: Sat, 17 Feb 2001 15:32:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <96m5kmSfig6@www.netyaroze-europe. com> 

References: <957ej0S7e4@www.netyaroze-europe.com> <96m46qS$fig3@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: th-gt148-208.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 96m46q$fig3@www.netyaroze-europe.com... 

> http://special.reserve.co.uk are selling neGcons for £7.99. Product 
code is 

> GG4911 - search for neg-con on their search engine. RRV supports it 
too. 

> 

> “OFFICIAL SONY/NAMCO NEG-CON RACING TWIST-GRIP CONTROLLER FOR 
PLAYSTATION, 

> PS1 AND PS2 (JOYPAD, PAD, NEG CON). Unique 8 Button Sony controller 
ideally 

> suited to racing games with amazing analogue twist action for 
intuitive and 

> precise gameplay - Worth £39.99! (NEW)" 


Or you can get one for free if you have 5 'Reddies'. 


Rikki 


—-MESSAGE FILE 7544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06270 


-—-MESSAGE FILE 7545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006271 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 18:17:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 
Message-ID: <96melmS$3gil@www.netyaroze-europe.com> 
References: <96kfp8Srfol@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-123-130-134.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Right, I've never heard of a quadtree before but I think I get it. I think 
it goes something like this: 


Divide the terrain into quadrants. For each quadrant define a bounding 
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rectangle (or a cuboid maybe better) then bash it through your view 
transformation matrix (i.e. transform to screen coord's). If none of the 
vertices end up within the screen area then the whole quadrant is out of 
view and can be eliminated from drawing. If all the vertices are within the 
screen area then the whole area needs to be drawn. If only some of the 
vertices are within the screen area then that quadrant is partially visible 
and needs to be sub-divided further. 


Does that sound right? 
Alex 
"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 


news: 96kfp8Srfol@www.netyaroze-europe.com... 
> OK.. I've just been looking into Quadtrees today. Part of my 3d self 


> training course. I can see its a very simple concept but I must be being 
> real dim tonight because I cant see the point of them. 

> 

> Reason... 

> OK.. the main example I saw was a small example terrain of a 16x16 grid. 
The 

> reasoning was you dont want to draw the whole terrain just the bit the 

> camera can see. 

> This is the bit I dont get.. the tutorial then goes through how with a 

> quadtree you start from the root and check the camera in the four quarters 
> and eliminate the ones its not in.. then sub divide again etc etc and 

> eventually you end up with just the leaf(s) that the camera is in and the 
> leafs point to triangle data to draw the scene. 

> Thats all fine and dandy but if its a grid then surely you can just doa 
> quick calculation to figure out which leaf the camera is in... 

> 

> ie.. the camera x and y position will tell you exactly what cell the 
camera 

> is in. 

> 

> So what has this tutorial missed out ?... anyone ?.. why would I need to 
use 

> an quadtree when drawing a terrain ? 

> 

> Also... what happens next ?.. I know what leaf the camera is in but how do 
> you decide what cells are visible going out to the horizon ( or a fair 

> distance at least ) ? 

> 

> Im sure some of you have done this and its obvious and sorry for being dim 
> but this really is all new to me and from what I've discovered I have a 

> awful lot to learn ! 

> 

> Ahhh who knows.. by tommorow morning I may have it figured out. 

> 

> Cheers 

> John 

> 

> 


—-MESSAGE FILE 7545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06271 


—-MESSAGE FILE 7546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006272 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 20:01:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <96ml6éc$3gi2@www.netyaroze-europe. com> 
References: <96kfp8Srfol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-2-184.btinternet.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Its all making a little more sense I think... still getting my brain used to 
all this 3d stuff... 
What was puzzling me last night and still a little today is wouldnt it be 
easier to just to perform a translate / rotate on the camera and then see 
what grid pos it is in... from there I would have thought you could quite 
quickly figure out what cells are within view. Everyone cant possibly be 
wrong so I guess its quicker to rotate / transform each quadrant down until 
you get to leaf level. 


I also nipped over to the gamasutra articles Peter mentioned and am now 


wading through that... I'm going on the theory of keep reading everything 
and eventually it'll all click into place and make sense | 
Anyway.. thanks to you all for you help.. I may be asking more questions 


real soon <grin> 


PS. If anyone else has any good articles on just about any 3d related 
subject Id be most grateful if you let me know it. That goes for good books 
too :) 

Cheers 

John 

"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 96kfp8Srfol@www.netyaroze-europe.com... 

> OK.. I've just been looking into Quadtrees today. Part of my 3d self 


> training course. I can see its a very simple concept but I must be being 
> real dim tonight because I cant see the point of them. 

> 

> Reason... 

> OK.. the main example I saw was a small example terrain of a 16x16 grid. 
The 

> reasoning was you dont want to draw the whole terrain just the bit the 

> camera can see. 

> This is the bit I dont get.. the tutorial then goes through how with a 

> quadtree you start from the root and check the camera in the four quarters 
> and eliminate the ones its not in.. then sub divide again etc etc and 

> eventually you end up with just the leaf(s) that the camera is in and the 
> leafs point to triangle data to draw the scene. 

> Thats all fine and dandy but if its a grid then surely you can just doa 
> quick calculation to figure out which leaf the camera is in... 

> 

> ie.. the camera x and y position will tell you exactly what cell the 
camera 

> is in. 

> 

> So what has this tutorial missed out ?... anyone ?.. why would I need to 
use 

> an quadtree when drawing a terrain ? 

> 

> Also... what happens next ?.. I know what leaf the camera is in but how do 
> you decide what cells are visible going out to the horizon ( or a fair 

> distance at least ) ? 

> 

> Im sure some of you have done this and its obvious and sorry for being dim 
> but this really is all new to me and from what I've discovered I have a 

> awful lot to learn ! 

> 

> Ahhh who knows.. by tommorow morning I may have it figured out. 

> 

> Cheers 

> John 

> 

> 


-—-MESSAGE FILE 7546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06272 


—-MESSAGE FILE 7547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006273 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sat, 17 Feb 2001 22:42:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <96muirS3gi3@www.netyaroze-europe. com> 
References: <96kfp8Srfol@www.netyaroze-europe.com> <96ml6c$3gi2@www.netyaroze-europe 
. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-122-12-104.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


The book I use is: 


Title: 3D Computer Graphics 
Author: Alan Watts 

Publisher: Addison Wesley 

ISBN: 0-201-63186-5 


Its probably a bit dated now and doesn't cover 2D but it saw me through Uni. 
It covers some stuff that you would just never do on the Yaroze (Radiosity) 
but its coverage of general 3D is comprehensive. Its a bit academic though. 
(For academic read 'really fuxxing dull' =) 


Hugz, Peter 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 96m16c$3gi2@www.netyaroze-europe.com... 
> Its all making a little more sense I think... still getting my brain used 
to 
> all this 3d stuff... 
What was puzzling me last night and still a little today is wouldnt it be 


easier to just to perform a translate / rotate on the camera and then see 
what grid pos it is in... from there I would have thought you could quite 
quickly figure out what cells are within view. Everyone cant possibly be 
wrong so I guess its quicker to rotate / transform each quadrant down 
ntil 

you get to leaf level. 


I also nipped over to the gamasutra articles Peter mentioned and am now 


wading through that... I'm going on the theory of keep reading everything 
and eventually it'll all click into place and make sense | 
Anyway.. thanks to you all for you help.. I may be asking more questions 


real soon <grin> 


PS. If anyone else has any good articles on just about any 3d related 
subject Id be most grateful if you let me know it. That goes for good 
ooks 

too :) 

Cheers 

John 

"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 96kfp8Srfol@www.netyaroze-europe.com... 

> OK.. I've just been looking into Quadtrees today. Part of my 3d self 
training course. I can see its a very simple concept but I must be being 
real dim tonight because I cant see the point of them. 


Reason... 

OK.. the main example I saw was a small example terrain of a 16x16 grid. 
he 

> reasoning was you dont want to draw the whole terrain just the bit the 
> camera can see. 
> This is the bit I dont get.. the tutorial then goes through how with a 
> quadtree you start from the root and check the camera in the four 
quarters 

> > and eliminate the ones its not in.. then sub divide again etc etc and 


VVVVVVVVVVVVVV VV OV VV VV VV VV VV GEV VV VV 
HV V V V V 
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eventually you end up with just the leaf(s) that the camera is in and 


5 


> 
e 
> leafs point to triangle data to draw the scene. 

> Thats all fine and dandy but if its a grid then surely you can just doa 
> 

> 

> 


quick calculation to figure out which leaf the camera is in... 


> 

Ë 

> 

> 

> 

> 

> ie.. the camera x and y position will tell you exactly what cell the 

> camera 

> > is in 

>> 

> > So what has this tutorial missed out 2... anyone ?.. why would I need to 
> use 

> > an quadtree when drawing a terrain ? 

>> 

> > Also... what happens next ?.. I know what leaf the camera is in but how 
do 

> > you decide what cells are visible going out to the horizon ( or a fair 
> > distance at least ) ? 

>> 

> > Im sure some of you have done this and its obvious and sorry for being 
dim 

> > but this really is all new to me and from what I've discovered I have a 
> > awful lot to learn ! 

>> 

> > Ahhh who knows.. by tommorow morning I may have it figured out. 

>> 

> > Cheers 

> > John 

>> 

>> 

> 

> 


—-MESSAGE FILE 7547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06273 


-—-MESSAGE FILE 7548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006274 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sun, 18 Feb 2001 10:55:32 -0000 

Organization: Tronji Ltd 

Lines: 14 

Message-ID: <9609giSkigl@www.netyaroze-europe. com> 

References: <96kfp8Srfol@www.netyaroze-europe.com> <96ml6c$3gi2@www.netyaroze-europe 
-com> <96muir$3gi3@www.netyaroze-europe. com> 

Reply-To: "Nick Ferguson" <nick@digidoll.co.uk> 

NNTP-Posting-Host: host62-7-4-171.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Title: 3D Computer Graphics 
> Author: Alan Watts 

> Publisher: Addison Wesley 

> ISBN: 0-201-63186-5 


One of the programmers on the game I was working on at Creature Labs studied 
under Alan Watts. Apparently he's a completely psychotic but entertaining 
bastard with a South American wife who lives life like a mad animal. Not the 
sort of chap you'd expect to be writing academic tomes about 3D graphics, 
but that's what makes life interesting... :) 


Nick 


—-MESSAGE FILE 7548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06274 
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-—-MESSAGE FILE 7549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006275 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Sun, 18 Feb 2001 21:35:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <96pf33S7el@www.netyaroze-europe. com> 

References: <96kfp8Srfol@www.netyaroze-europe.com> <96ml6c$3gi2@www.netyaroze-europe 
.com> <96muir$3gi3@www.netyaroze-europe.com> <9609giSkigl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-78-64.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


So... a dull book written by a nutter ! 


I may just have to order that one 


>) 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 9609giSkigl@www.netyaroze-europe.com... 


> > Title: 3D Computer Graphics 

> > Author: Alan Watts 

> > Publisher: Addison Wesley 

> > ISBN: 0-201-63186-5 

> 

> One of the programmers on the game I was working on at Creature Labs 


studied 

> under Alan Watts. Apparently he's a completely psychotic but entertaining 

> bastard with a South American wife who lives life like a mad animal. Not 

the 

> sort of chap you'd expect to be writing academic tomes about 3D graphics, 
but that's what makes life interesting... :) 


> 
> 
> Nick 
> 
> 


-—-MESSAGE FILE 7549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06275 


—-MESSAGE FILE 7550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006276 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Mon, 19 Feb 2001 09:27:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <96qoumSiivl@www.netyaroze-europe.com> 

References: <96kfp8Srfol@www.netyaroze-europe.com> <96ml6c$3gi2@www.netyaroze-europe 
.com> <96muir$3gi3@www.netyaroze-europe.com> <9609giSkigl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.117 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hehehe, now thats some funny stuff... 


Bain @ SCEE Tech Group 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 


Net Yaroze newsgroups message dump.txt Page 4912 


news: 9609giSkigl@www.netyaroze-europe.com... 

> > Title: 3D Computer Graphics 

> > Author: Alan Watts 

> > Publisher: Addison Wesley 

> > ISBN: 0-201-63186-5 

> 

> One of the programmers on the game I was working on at Creature Labs 


studied 

> under Alan Watts. Apparently he's a completely psychotic but entertaining 

> bastard with a South American wife who lives life like a mad animal. Not 

the 

> sort of chap you'd expect to be writing academic tomes about 3D graphics, 
but that's what makes life interesting... :) 


> 
> 
> Nick 
> 
> 


—-MESSAGE FILE 7550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06276 


—-MESSAGE FILE 7551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006277 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 

Date: Tue, 20 Feb 2001 12:51:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <96tp7nSivdl@www.netyaroze-europe. com> 

References: <96kfp8Srfol@www.netyaroze-europe.com> <96ml6c$3gi2@www.netyaroze-europe 
.com> <96muir$3gi3@www.netyaroze-europe.com> <9609giSkigl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 193.82.133.117 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Allegedly, of course! 7) 


Tones 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 9609giSkigl@www.netyaroze-europe.com... 


> > Title: 3D Computer Graphics 

> > Author: Alan Watts 

> > Publisher: Addison Wesley 

> > ISBN: 0-201-63186-5 

> 

> One of the programmers on the game I was working on at Creature Labs 


studied 

> under Alan Watts. Apparently he's a completely psychotic but entertaining 

> bastard with a South American wife who lives life like a mad animal. Not 

the 

> sort of chap you'd expect to be writing academic tomes about 3D graphics, 
but that's what makes life interesting... :) 


> 
> 
> Nick 
> 
> 


—-MESSAGE FILE 7551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06277 


—-MESSAGE FILE 7552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006278 
Path: chuka.playstation.co.uk!news 
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From: "Shaun Gibson" <shaunyg@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: AI 

Date: Tue, 20 Feb 2001 13:37:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <96trbhSivd2@www.netyaroze-europe. com> 
NNTP-Posting-Host: warp9-219.enta-net.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, could anyone please give me tips on coding enemy AI. I'm making an rpg 
and don't have a clue how I am going to make the enemies attack and/or 
approach the player. The rpg is the type where the enemies are always 
visible (eg. zelda / secret of mana), so its not just a case of doing random 
attacks on a separate screen. Any help would be nice. 


Cheers, Shaun 


—-MESSAGE FILE 7552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06278 


—-MESSAGE FILE 7553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006279 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Vertical Borders 

Date: Tue, 20 Feb 2001 15:35:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <96u2suSivd3@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1934-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hmmm 


I've been thinking about ways of freeing up more VRAM space in Xenon 2000 (a 
vertically scrolling shoot-'em-up). One idea I've been toying with is 
vertical borders - since I'm running in 640x512 I could have a black 64 
pixel border on each side of the screen giving me a viewable area of 512x512 
and some extra VRAM space. But why don't I just use the 512x512 screen mode 
you ask? Because it messes up the aspect ratio, which looks bad (worse than 
having borders IMO). 


Implementing them is a bit of a problem though. It's easy to clip drawing 
to a width of 512 with GsClip2D and shift the screen over 64 pixels with 
GsDISPENV but on the right the bricks screen and part of my extra VRAM is 
visible which looks real nasty. Any ideas on how to do hide this or if it's 
really a sensible idea? 


Derek 


—-MESSAGE FILE 7553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06279 


-—-MESSAGE FILE 7554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006280 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vertical Borders 

Date: Tue, 20 Feb 2001 16:17:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <96u582Sivd4@www.netyaroze-europe. com> 
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References: <96u2suSivd3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-202-201.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Hmmm 

> 

> I've been thinking about ways of freeing up more VRAM space in Xenon 2000 
(a 

> vertically scrolling shoot-'em-up). One idea I've been toying with is 
> vertical borders - since I'm running in 640x512 I could have a black 64 
> pixel border on each side of the screen giving me a viewable area of 
512x512 

> and some extra VRAM space. But why don't I just use the 512x512 screen 
mode 

> you ask? Because it messes up the aspect ratio, which looks bad (worse 
than 

> having borders IMO). 


> 

> Implementing them is a bit of a problem though. It's easy to clip drawing 
> to a width of 512 with GsClip2D and shift the screen over 64 pixels with 

> GsDISPENV but on the right the bricks screen and part of my extra VRAM is 
> visible which looks real nasty. Any ideas on how to do hide this or if 
it's 

> really a sensible idea? 

> 

> Derek 


I've seen this happen when setting the GsDISPENV variables. I've found that 
whatever screenmode I'm using I have to set "GsDISPENV.screen.w" and 
"GsDISPENV.screen.h" both to 255 to stop other bits of the vram being 
visible at the sides of the screen. Maybe altering these value might help? 


-—-MESSAGE FILE 7554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06280 


—-MESSAGE FILE 7555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006281 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: AI 

Date: Tue, 20 Feb 2001 17:57:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <96ub0fS17pl@www.netyaroze-europe. com> 
References: <96trbhSivd2@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-1-131-176.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


There are a number of approaches you can take. One of the most used is the 
finite state machine which you can model in UML (which I highly recommend) . 
These basically describe what states an object can exist in, what behaviour 
an object can do when its in that state and what events cause it to change 
from one state to another. You can find general information on the use of 
state machines and other AI stuff at http://www.gameai.com 


There's links to lots information from the 'Resources Quick Jump' menu at 
the bottom of the page. Hope you find it useful. 


Much Hugz, Peter 


"Shaun Gibson" <shaunyg@hotmail.com> wrote in message 
news: 96trbhSivd2@www.netyaroze-europe.com... 
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> Hi, could anyone please give me tips on coding enemy AI. 


rpg 


Page 4915 


I'm making an 


> and don't have a clue how I am going to make the enemies attack and/or 
> approach the player. The rpg is the type where the enemies are always 
> visible (eg. zelda / secret of mana), so its not just a case of doing 


random 


> attacks on a separate screen. Any help would be nice. 


> 

> Cheers, Shaun 
> 

> 


—-MESSAGE FILE 7555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06281 


—-MESSAGE FILE 7556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006282 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vertical Borders 

Date: Wed, 21 Feb 2001 00:29:03 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <96v25k$17p2@www.netyaroze-europe. com> 


References: <96u2suSivd3@www.netyaroze-europe.com> <96u582Sivd4@www.netyaroze-europe 


. com> 
NNTP-Posting-Host: usr1759-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


> whatever screenmode I'm using I have to set "GsDISPENV.screen.w" and 
> "GSDISPENV.screen.h" both to 255 to stop other bits of the vram being 
> visible at the sides of the screen. Maybe altering these value might help? 


Thanks Matt. I wasn't setting GsSDISPENV.screen.w to the correct value. 


Also, GsSortClear() clears the whole 640x512 (so my extra VRAM was getting 
wiped) but using GsDRAWENV.isbg instead causes only the part of the screen 
set by GsSetClip2D() (set to 512x512) to be cleared. Problem solved 


methinks. 


dasi 


—-MESSAGE FILE 7556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06282 


—-MESSAGE FILE 7557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006283 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees - am I missing something 
Date: Wed, 21 Feb 2001 01:13:51 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <96v4i6S17p3@www.netyaroze-europe. com> 
References: <96kfp8Srfol@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-1-87-222.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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Here's a link to a paper called "Faster 3D Game Graphics 
by Not Drawing What Is Not Seen" that you may find useful. 


http://www.cs.unc.edu/~hoff/papers/vfc/vfc.html 
Hugz, Peter 
"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 


news: 96kfp8Srfol@www.netyaroze-europe.com... 
> OK.. I've just been looking into Quadtrees today. Part of my 3d self 


> training course. I can see its a very simple concept but I must be being 
> real dim tonight because I cant see the point of them. 

> 

> Reason... 

> OK.. the main example I saw was a small example terrain of a 16x16 grid. 
The 

> reasoning was you dont want to draw the whole terrain just the bit the 

> camera can see. 

> This is the bit I dont get.. the tutorial then goes through how with a 

> quadtree you start from the root and check the camera in the four quarters 
> and eliminate the ones its not in.. then sub divide again etc etc and 

> eventually you end up with just the leaf(s) that the camera is in and the 
> leafs point to triangle data to draw the scene. 

> Thats all fine and dandy but if its a grid then surely you can just doa 
> quick calculation to figure out which leaf the camera is in... 

> 

> ie.. the camera x and y position will tell you exactly what cell the 
camera 

> is in. 

> 

> So what has this tutorial missed out ?... anyone ?.. why would I need to 
use 

> an quadtree when drawing a terrain ? 

> 

> Also... what happens next ?.. I know what leaf the camera is in but how do 
> you decide what cells are visible going out to the horizon ( or a fair 

> distance at least ) ? 

> 

> Im sure some of you have done this and its obvious and sorry for being dim 
> but this really is all new to me and from what I've discovered I have a 

> awful lot to learn ! 

> 

> Ahhh who knows.. by tommorow morning I may have it figured out. 

> 

> Cheers 

> John 

> 

> 


4916 


—-MESSAGE FILE 7557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06283 


-—-MESSAGE FILE 7558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006284 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Unity Documentation 

Date: Thu, 22 Feb 2001 15:47:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <973c4g$Sh6ml@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-122-189-74.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Guyz, 
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After some deliberation I have decided that the documentation for the Unity 
work will be made available in PDF format. If Acrobat Reader is not 
available for your platform I suggest that you consider GhostScript which is 
available from http://www.ghostscript.com 


For those that are interested GhostScript (with GhostView) can be used to 
create PDF files from standard postscript files which can be made with most 
Word Processing packages. If your interested in how this is done under Win9x 
then check out http://info.orsp.mu.edu/how2gsview. html 


I'm also investigating the use of LaTeX as this potentially offer smaller 
file sizes. If anyone knows of any better (and free =) ways please let me 
know. 


Much Hugz, Peter 


-—-MESSAGE FILE 7558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06284 


—-MESSAGE FILE 7559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006285 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CygWin and Visual C++ 

Date: Fri, 23 Feb 2001 00:53:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <974c47$2121@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-1-61-8.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Guyz, 


Has anyone managed to get the Cygwin (MIPS variant) compiler working with 
Visual C++. I've managed to get it to compile standard Yaroze C apps but I 
just can't get it to compile a C++ one. I think my makefile is wrong (God, I 
hate makefiles =) 


All help gratefully and desperately received. Hugz, Pete 


—-MESSAGE FILE 7559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06285 


—-MESSAGE FILE 7560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006286 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CygWin and Visual C++ 

Date: Fri, 23 Feb 2001 23:32:25 -0800 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3A976389.2E694B37@start.com.au> 
References: <974c47$2121@www.netyaroze-europe. com> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: 203.134.106.81 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 
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Hi there, 
I posted this message in a thread called 
Calling all C++ Gurus 
but here it is again.... 
Hi, if your after a good C++ compiler try this out itgs 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 
I've been using it for a couple of months now. 
There is one catch, it must be extracted to C:\psx3 


Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


Peter wrote: 
Hi Guyz, 


Has anyone managed to get the Cygwin (MIPS variant) compiler working with 
Visual C++. I've managed to get it to compile standard Yaroze C apps but I 
just can't get it to compile a C++ one. I think my makefile is wrong (God, I 
hate makefiles =) 


VV V NV VV V 


All help gratefully and desperately received. Hugz, Pete 


--MESSAGE FILE 7560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06286 


--MESSAGE FILE 7561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006287 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CygWin and Visual C++ 

Date: Fri, 23 Feb 2001 13:51:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <975pn5$bh81@www.netyaroze-europe.com> 

References: <974c47$2121@www.netyaroze-europe.com> <3A976389.2E694B37@start.com.au> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-1-87-53.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Thats the one I'm using but I can't seem to get it compile c++. (It doesn't 
even recognise the 'class' keyword which is kind of essential =). I'm sure 
its something to do with my makefiles or some environment variables but I 
just can't figure out which. Could you post an example makefile from one of 
you efforts so I can check it out. 


Cheers Pete 


"gwald" <gwald@start.com.au> wrote in message 

news: 3A976389.2E694B37@start.com.au... 

> Hi there, 

I posted this message in a thread called 
Calling all C++ Gurus 


> 
> 
> 
> but here it is again.... 
> 
> 


Hi, if your after a good C++ compiler try this out it's 4mgs. 
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http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 
I've been using it for a couple of months now. 

There is one catch, it must be extracted to C:\psx3 
Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


Peter wrote: 


> Hi Guyz, 

> 

> Has anyone managed to get the Cygwin (MIPS variant) compiler working 
ith 

> Visual C++. I've managed to get it to compile standard Yaroze C apps but 


> just can't get it to compile a C++ one. I think my makefile is wrong 
God, I 

> hate makefiles =) 

> 

> All help gratefully and desperately received. Hugz, Pete 


VVVVAVHVEVVV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 7561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06287 


—-MESSAGE FILE 7562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006288 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <maurice_thisshouldbedeleted_@codeglue.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CygWin and Visual C++ 

Date: Fri, 23 Feb 2001 16:38:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <97608aSbh82@www.netyaroze-europe. com> 

References: <974c47$2121@www.netyaroze-europe.com> <3A976389.2E694B37@start.com.au> 
NNTP-Posting-Host: 213.201.143.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Is it allowed to remove the 'mips-unknown-ecoff' bit from the executables 
and directories? 


"gwald" <gwald@start.com.au> wrote in message 
news :3A976389.2E694B37@start.com.au... 
> Hi there, 
I posted this message in a thread called 
Calling all C++ Gurus 
but here it is again.... 
Hi, if your after a good C++ compiler try this out it's 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 


I've been using it for a couple of months now. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> There is one catch, it must be extracted to C:\psx3 
> 


Net Yaroze newsgroups message dump.txt Page 4920 


Thankyou frothy where ever you are 


Enjoy 


gwald (mgarcia) 


Peter wrote: 


> 


> Has anyone managed to get the Cygwin (MIPS variant) compiler working 


ith 


> Visual C++. I've managed to get it to compile standard Yaroze C apps but 


God, I 


> 
° 
> 
> 
> 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> > Hi Guyz, 
> 
> 
w 
> 
ի 
> 
( 
> 
> 
> 
> 


just can't get it to compile a C++ one. I think my makefile is wrong 
r 
hate makefiles =) 


All help gratefully and desperately received. Hugz, Pete 


--MESSAGE FILE 7562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06288 


--MESSAGE FILE 7563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006290 


Path: chuka.playstation.co.uk!news 
From: gwald <gwald@start.com.au> 


Newsgroups: 
Subject: No 
Date: Sat, 


scee.yaroze.freetalk.english 


24 Feb 2001 03:42:14 -0800 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 64 
Message-ID: 
References: 


<3A979E16.350B689C@start.com.au> 
<974c47$2121@www.netyaroze-europe.com> <3A976389.2E694B37@start.com.au> 


<97608aSbh82@www. net yaroze-europe. com> 
Reply-To: gwald@start.com.au 
NNTP-Posting-Host: 203.134.103.103 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Hi, 


NO! 


No, don't rename anything with a target as part of a name. 
Just add this to the front of the your path in djsetup.bat 
C:\psx3\mips-unknown-ecoff\bin 


e.g 


set path=C:Npsx3Nmips-unknown-ecoffNbin;C:Npsx3Nbin;%path%š 


then you can call the compiler by gcc instead of mips-unknown-ecoff-gcc. 


So I take it you got Graeme Evans' compiler working?. 


Hope that does the trick. 


mgarcia. 


Maurice Sibrandi wrote: 


> Is it allowed to remove the 'mips-unknown-ecoff' bit from the executables 
> and directories? 


> 
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> "gwald" <gwald@start.com.au> wrote in message 

news: 3A976389.2E694B37@start.com.au... 

Hi there, 

I posted this message in a thread called 
Calling all C++ Gurus 


but here it is again.... 

Hi, if your after a good C++ compiler try this out it's 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 

I've been using it for a couple of months now. 

There is one catch, it must be extracted to C:\psx3 


Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


Peter wrote: 


> Hi Guyz, 

> 

> Has anyone managed to get the Cygwin (MIPS variant) compiler working 
ith 


> Visual C++. I've managed to get it to compile standard Yaroze C apps but 


ust can't get it to compile a C++ one. I think my makefile is wrong 
I 


j 
God, 
hate makefiles =) 


> 
od 
> 
> 
> 


All help gratefully and desperately received. Hugz, Pete 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVAVHVEVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 7563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06290 


—-MESSAGE FILE 7564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006291 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CygWin and Visual C++ 

Date: Sat, 24 Feb 2001 04:18:37 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <3A97A69D.CDOEE90E@start.com.au> 

References: <974c47$2121@www.netyaroze-europe.com> <3A976389.2E694B37@start.com.au> 
<975pn5S$bh81@www.netyaroze-europe. com> 

Reply-To: gwald@start.com.au 

NNTP-Posting-Host: 203.134.103.103 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


Hi again, 


I doubt it'd be the makefile. 
I use nmake with VC anyway but I tried it with gnu make and it works too. 


I went through hell setting it up ...... 

I tried everything environment variables, linker scripts ect. 
But then I extracted it to C:\psx3 

and it worked first go. 
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I stress make sure it's in C:\psx3 


Are you sure it's the right one 'cause he has a few compilers there. 


I just quickly install a fresh one. 

All I had to do was change one line in djsetup.bat (to use gcc instead of 
mips-unknown-ecoff-gcc) . 

I compiled my music C++ program just fine. 


In my ftp site (~mgarcia) is a zip file which has the program and there is a 
file called 

gcc281.txt , 

it is what my gcc281.zip contains. 


Suerte! 
mgarcia 
Peter wrote: 


Thats the one I'm using but I can't seem to get it compile c++. (It doesn't 
even recognise the 'class' keyword which is kind of essential =). I'm sure 
its something to do with my makefiles or some environment variables but I 
just can't figure out which. Could you post an example makefile from one of 
you efforts so I can check it out. 


Cheers Pete 


"gwald" <gwald@start.com.au> wrote in message 

news: 3A976389.2E694B37@start.com.au... 

Hi there, 

I posted this message in a thread called 
Calling all C++ Gurus 


but here it is again.... 

Hi, if your after a good C++ compiler try this out it's 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 

I've been using it for a couple of months now. 

There is one catch, it must be extracted to C:\psx3 
Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


Peter wrote: 


> Hi Guyz, 

> 

> Has anyone managed to get the Cygwin (MIPS variant) compiler working 
ith 


> Visual C++. I've managed to get it to compile standard Yaroze C apps but 


ust can't get it to compile a C++ one. I think my makefile is wrong 
I 


j 
God, 
hate makefiles =) 


> 
od 
> 
> 
> 


All help gratefully and desperately received. Hugz, Pete 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVAVHV EVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 7564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06291 
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—-MESSAGE FILE 7565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006292 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: No 

Date: Fri, 23 Feb 2001 22:51:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <976pbrSmal2@www.netyaroze-europe. com> 

References: <974c47$2121@www.netyaroze-europe.com> <3A976389.2E694B37@start.com.au> 
<97608aSbh82@www.netyaroze-europe.com> <3A979E16.350B689C@start.com.au> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-122-237-220.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Whoops...I changed the names cos I figured they looked messy. Go figure! 
I'll try to do it properly this time...honest. 


Hugz, Pete 
"gwald" <gwald@start.com.au> wrote in message 


news :3A979E16.350B689C@start.com.au... 
> Hi, 


NO! 

No, don't rename anything with a target as part of a name. 
Just add this to the front of the your path in djsetup.bat 
C:\psx3\mips-unknown-ecoff\bin 


e.g 
set path=C:\psx3\mips-unknown-ecoff\bin;C:\psx3\bin; Spath% 

then you can call the compiler by gcc instead of mips-unknown-ecoff-gcc. 
So I take it you got Graeme Evans' compiler working?. 

Hope that does the trick. 

mgarcia. 

Maurice Sibrandi wrote: 

> Is it allowed to remove the 'mips-unknown-ecoff' bit from the 
xecutables 


> and directories? 
> 


"gwald" <gwald@start.com.au> wrote in message 
news: 3A976389.2E694B37@start.com.au... 
> Hi there, 
I posted this message in a thread called 
Calling all C++ Gurus 
but here it is again.... 
Hi, if your after a good C++ compiler try this out it's 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 
I've been using it for a couple of months now. 


There is one catch, it must be extracted to C:\psx3 


Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


VVVVVVVVVVVVVV VV VV VV VV VV OV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV 
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>>> 

>>> 

>>> 

> > > Peter wrote: 

>>> 

> > > > Hi Guyz, 

>> > > 

> > > > Has anyone managed to get the Cygwin (MIPS variant) compiler working 
> > with 

> > > > Visual C++. I've managed to get it to compile standard Yaroze C apps 
but 

>> I 

> > > > just can't get it to compile a C++ one. I think my makefile is wrong 
> > (God, I 

> > > > hate makefiles =) 

>> >> 

> > > > All help gratefully and desperately received. Hugz, Pete 

>>> 

> 


—-MESSAGE FILE 7565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06292 


—-MESSAGE FILE 7566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006293 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: It Works! 

Date: Fri, 23 Feb 2001 23:24:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <976r82Smal3@www.netyaroze-europe. com> 

References: <974c47$2121@www.netyaroze-europe.com> <3A976389.2E694B37@start.com.au> 
<97608aSbh82@www.netyaroze-europe.com> <3A979E16.350B689C@start.com.au> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-122-237-220.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


At last a C++ compiler and not a CodeWarrior in sight. Now I've just got to 
try and set up VC properly so my clean: command works and I'll be a happy 
man. 


Cheers mate. I can write some proper demos now. =) Much Hugz, Peter 
"gwald" <gwald@start.com.au> wrote in message 


news : 3A979E16.350B689C@start.com.au... 
> Hi, 


NO! 

No, don't rename anything with a target as part of a name. 
Just add this to the front of the your path in djsetup.bat 
C:\psx3\mips-unknown-ecoff\bin 


EN path=C:\psx3\mips-unknown-ecoff\bin;C:\psx3\bin;%path% 

then you can call the compiler by gcc instead of mips-unknown-ecoff-gcc. 
So I take it you got Graeme Evans' compiler working?. 

Hope that does the trick. 


mgarcia. 


Maurice Sibrandi wrote: 


VVVVVVVVVVVVVV VV VV VV 
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> > Is it allowed to remove the 'mips-unknown-ecoff' bit from the 
executables 
and directories? 


"gwald" <gwald@start.com.au> wrote in message 
news: 3A976389.2E694B37@start.com.au... 
Hi there, 
I posted this message in a thread called 
Calling all C++ Gurus 
but here it is again.... 
Hi, if your after a good C++ compiler try this out it's 4mgs. 
http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 
I've been using it for a couple of months now. 
There is one catch, it must be extracted to C:\psx3 


Thankyou frothy where ever you are 


Enjoy 
gwald (mgarcia) 


Peter wrote: 


VEVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


> All help gratefully and desperately received. Hugz, Pete 


VVVVVVVAVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> Hi Guyz, 
> 
> Has anyone managed to get the Cygwin (MIPS variant) compiler working 
ith 
> Visual C++. I've managed to get it to compile standard Yaroze C apps 
u 
I 
> > just can't get it to compile a C++ one. I think my makefile is wrong 
(God, I 
> > hate makefiles =) 
>> 
> 
> 


VVVVVVVVOVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 7566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06293 


—-MESSAGE FILE 7567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006294 

Path: chuka.playstation.co.uk!news 

From: "Tony Bolton" <Tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Freetalk - La Football! 

Date: Sat, 24 Feb 2001 00:22:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <976uu6Smal4@www.netyaroze-europe. com> 
NNTP-Posting-Host: plBs01a02.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello all, 


Rather than just lurkin"' about - thought I'd post a late nighter about the 
football last night (or should that be yesterday night!) Who saw it!? 


Now, not being a Liverpool or Roma supporter ( I won't say who I do 
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support!) I've taken an interest in all the UEFA matches - after all, it's 
always nice when a British team go through. However, for sheer drama I 
would say last night is going to take some beating for pure entertainment! 
I was in hysterics when the Ref. was waving the yellows around left, right 
and centre! Even my missus sat down for the last 10 just to watch it all 
unfurl.... 


So, is there any Liverpool supporters out there, or indeed Roma ones - and 
dare I say it, was it a penalty ?!?! 


Apologies if everyone hates the 'beautiful game'. I thought it may make an 
interesting thread while away from coding! 


Cheers, 
Tones 


Ps: For those that did miss it - take a look at 
http://news.bbc.co.uk/sport/hi/english/photo_galleries/newsid_1185000/118502 
8.stm - there's a classic picture in there when the ref. was dishing them 
out... 


—-MESSAGE FILE 7567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06294 


—-MESSAGE FILE 7568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006295 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Freetalk - La Football! 

Date: Sat, 24 Feb 2001 19:06:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9790q7S7el@www.netyaroze-europe. com> 
References: <976uu6Smal4@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-gt148-152.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Tony Bolton" <Tony@webbed-fingerz.co.uk> wrote in message 

news: 976uu6Smal4@www.netyaroze-europe.com... 

<snip> 

> So, is there any Liverpool supporters out there, or indeed Roma 
nes - and 

> dare I say it, was it a penalty ?!?! 


Nope, not a penalty - he was protecting himself and his arms were held 
to his body. It wasn't purposeful handball, and most fair refs don't 
give those as penalties, though there's ambiguity as refs are 
sometimes asked to use their own judgement, and other times told to 
stick strictly to the rules. As for what the ref. was doing, I have no 
idea. I still haven't heard a statement from the ref explaining what 
he did. Roma have lodged a complaint, and want the match replayed, so 
we'll probably soon find out what he did. 


I'm glad Roma didn't win as they dived too much and were dirty 
tacklers. And they had the evil one, Batistuta on their team... 


Rikki 


—-MESSAGE FILE 7568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06295 


—-MESSAGE FILE 7569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006296 
Path: chuka.playstation.co.uk!news 
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From: "stevendavidlewis" <stevendavidlewis@netscapeonline.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Freetalk - La Football! 

Date: Sun, 25 Feb 2001 01:10:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <979mloSf291@www.netyaroze-europe. com> 

References: <976uu6Smal4@www.netyaroze-europe.com> <9790q7S7el@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: m108-mpl-cvx3a.ren.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


While on the subject of football, being a huge Birmingham City fan, can I 
just say that I hope Liverpool get stuffed in the Worthington Cup final on 
Sunday! Up the Blues! 


Regards, 
Steven (~slewis) 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 

news: 9790q7S7el@www.netyaroze-europe.com... 

> "Tony Bolton" <Tony@webbed-fingerz.co.uk> wrote in message 

news: 976uu6Smal4@www.netyaroze-europe.com... 

<snip> 

> So, is there any Liverpool supporters out there, or indeed Roma 
nes - and 

> dare I say it, was it a penalty ?!?! 


Nope, not a penalty - he was protecting himself and his arms were held 
to his body. It wasn't purposeful handball, and most fair refs don't 
give those as penalties, though there's ambiguity as refs are 
sometimes asked to use their own judgement, and other times told to 
stick strictly to the rules. As for what the ref. was doing, I have no 
idea. I still haven't heard a statement from the ref explaining what 
he did. Roma have lodged a complaint, and want the match replayed, so 
we'll probably soon find out what he did. 


I'm glad Roma didn't win as they dived too much and were dirty 
tacklers. And they had the evil one, Batistuta on their team... 


Rikki 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 7569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06296 


—-MESSAGE FILE 7570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006297 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Freetalk - La Football! Come on you Reds 

Date: Sun, 25 Feb 2001 11:52:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <97arsrSitsl@www.netyaroze-europe. com> 

References: <976uu6Smal4@www.netyaroze-europe.com> <9790q7S$7el@www.netyaroze-europe. 
com> <979mloSf291@www.netyaroze-europe.com> 

NNTP-Posting-Host: ch8asl12-76-167-74.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I think there's only one team that will get stuffed ... and it ain't 
Liverpool. Up the Reds !!!! 
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Jim 

"stevendavidlewis" <stevendavidlewis@netscapeonline.co.uk> wrote in message 

news: 979mloSf291@www.netyaroze-europe.com... 

> While on the subject of football, being a huge Birmingham City fan, can I 

just say that I hope Liverpool get stuffed in the Worthington Cup final on 
Sunday! Up the Blues! 


Regards, 
Steven (~slewis) 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 
news:9790q7S$7el@www.netyaroze-europe.com... 

> "Tony Bolton" <Tony@webbed-fingerz.co.uk> wrote in message 
news: 976uu6Smal4@www.netyaroze-europe.com... 


<snip> 
> So, is there any Liverpool supporters out there, or indeed Roma 
nes - and 


> dare I say it, was it a penalty ?!?! 


Nope, not a penalty - he was protecting himself and his arms were held 
to his body. It wasn't purposeful handball, and most fair refs don't 
give those as penalties, though there's ambiguity as refs are 
sometimes asked to use their own judgement, and other times told to 
stick strictly to the rules. As for what the ref. was doing, I have no 
idea. I still haven't heard a statement from the ref explaining what 
he did. Roma have lodged a complaint, and want the match replayed, so 
we'll probably soon find out what he did. 


I'm glad Roma didn't win as they dived too much and were dirty 
tacklers. And they had the evil one, Batistuta on their team... 


Rikki 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV 


-—-MESSAGE FILE 7570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06297 


—-MESSAGE FILE 7571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006298 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: DnR... why wont it work?! 

Date: Mon, 19 Feb 2001 20:37:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <97een7$31k4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-66-210.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Ok people, my own game is now annoying me and I realy want to get it 
finished so I can move on. But there are a few things not right with it. And 
some stuff I want to add first. I'm not going to make another release for 
everyl to look over until its finished in it's non-sound version, but is 
there anyone out there willing to do a bit of debugging for me because im 
completely stuck. 


Firstly, my smoke. It works on level 2 fine. a smoke is produced, it gets 
bigger and fades untill u cant see it and it is re-used elsewhere. fine. 
But on every other level it doesnt get any more transparent, it is 
semitransparent as you can see through the edges, it just wont fade. This 
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has lost me, because the only difference between the levels is the starting 
possitions, the car used and the level and AI maps. Everything else is 
exactly the same. 


I would also like to make my boats act like they're on water rather than 
wheels. My code (now almost 2yrs old) is quite tackey and trying to change 
the main 'physics' involved causes to many errors for my liking and so was 
hoping to slip it in with an IF on what car your using but cant work it out 
with what I know. 


If anyone wants to give it a look, and perhaps make a few other suggestions 
PLEEAASE email me. 

Cheers all, 

Chris 


—-MESSAGE FILE 7571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06298 


—-MESSAGE FILE 7572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006299 

Path: chuka.playstation.co.uk!news 

From: marc@eclipsesoftware.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Freetalk - La Football! Come on you Reds 

Date: Mon, 26 Feb 2001 21:59:21 +0000 

Organization: Netscape Online member 

Lines: 45 
Message-ID: <3A9AD1B9.1D962B73@eclipsesoftware.co.uk> 

References: <976uu6Smal4@www.netyaroze-europe.com> <9790q7S$7el@www.netyaroze-europe. 
com> <979mloSf291@www.netyaroze-europe.com> <97arsrSlitsl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-85.earendil.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept-Language: en-GB,en 


What about the 6-1!! hehehehehehe :-) 
James Banks wrote: 


I think there's only one team that will get stuffed ... and it ain't 
Liverpool. Up the Reds !!!! 


Jim 

"stevendavidlewis" <stevendavidlewis@netscapeonline.co.uk> wrote in message 

news: 979mloS$f291@www.netyaroze-europe.com... 

> While on the subject of football, being a huge Birmingham City fan, can I 

just say that I hope Liverpool get stuffed in the Worthington Cup final on 
Sunday! Up the Blues! 


Regards, 
Steven (~slewis) 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 

news: 9790q7S7el@www.netyaroze-europe.com... 

> "Tony Bolton" <Tony@webbed-fingerz.co.uk> wrote in message 

news: 976uu6Smal4@www.netyaroze-europe.com... 

<snip> 

> So, is there any Liverpool supporters out there, or indeed Roma 
nes - and 

> dare I say it, was it a penalty ?!?! 


Nope, not a penalty - he was protecting himself and his arms were held 
to his body. It wasn't purposeful handball, and most fair refs don't 
give those as penalties, though there's ambiguity as refs are 
sometimes asked to use their own judgement, and other times told to 
stick strictly to the rules. As for what the ref. was doing, I have no 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVVV VV VV VV 


VVVVVVVVV VV 
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> > > idea. I still haven't heard a statement from the ref explaining what 
> > > he did. Roma have lodged a complaint, and want the match replayed, so 
> > > we'll probably soon find out what he did. 

>>> 

> > > I'm glad Roma didn't win as they dived too much and were dirty 

> > > tacklers. And they had the evil one, Batistuta on their team... 
>>> 

> > > Rikki 

>>> 

>>> 

>> 

>> 


—-MESSAGE FILE 7572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06299 


—-MESSAGE FILE 7573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006300 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: compile times... 

Date: Mon, 26 Feb 2001 23:26:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <97e018$31k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-3-15.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Here's a nice techie topic: 


I was just reading the latest issue of Edge, Gregg Barnett FAQ, and he 
mentions the time between between compiles being just an hour back in the 
8bit days. I guess he's thinking of commercial projects with big teams, but 
it's really rare for me to code for an hour without compiling and testing. 

I pretty much never go more than about 30 minutes without giving features a 
little test of some kind. 


I was just wondering what everyone else's coding habits were, anyone code 
for hours on end so confident in their code they don't need to compile? 


Mattv 


—-MESSAGE FILE 7573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06300 


—-MESSAGE FILE 7574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006301 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: compile times... 

Date: Tue, 27 Feb 2001 00:03:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 
Message-ID: <97eqpv$31k6@www.netyaroze-europe. com> 
References: <97e018$31k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-225-134.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


It depends what Im working on. At the early stages of development I will 
write a discreet block of code and then wrap some code around it and test 
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in isolation using printfs where necessary to see my results. It probably 
comes out to 30-45 mins thinking about it and coding.. of course then I 
usually have to compile a few times to get rid of any stupid typo's.. if all 
goes well then the testing only takes a few mins and I can remove the 
printfs etc and move on. 

Near project end its just a case of tweaking and the code changes are all 
just a few lines generally.. 1 minute to code before I recompile again.. in 
fact at that point I make the changes and compile faster than I can dowload 
the new version to the Yaroze. 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 97e018$31k5@www.netyaroze-europe.com... 
Here's a nice techie topic: 


I was just reading the latest issue of Edge, Gregg Barnett FAQ, and he 

mentions the time between between compiles being just an hour back in the 

8bit days. I guess he's thinking of commercial projects with big teams, 
ut 

it's really rare for me to code for an hour without compiling and testing. 

I pretty much never go more than about 30 minutes without giving features 


little test of some kind. 


I was just wondering what everyone else's coding habits were, anyone code 
for hours on end so confident in their code they don't need to compile? 


Mattv 


VVVVVVVVVV®D VV OVV VV V 


—-MESSAGE FILE 7574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06301 


-—-MESSAGE FILE 7575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006302 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: compile times... 

Date: Tue, 27 Feb 2001 01:34:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <97evv9S31k7@www.netyaroze-europe. com> 

References: <97e018$31k5@www.netyaroze-europe.com> <97eqpv$31k6@www.netyaroze-europe 
. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-122-81-52.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I design most of my code up front using class diagrams and activity diagrams 
etc, so doing the actual coding is the easy bit. Its kind of like writing up 
an essay when you've written the notes already. I try to experiment as much 
as I can on paper first and maybe I'll write some code to keep me focused 
(generally this gets discarded but some-times I keep it). When I think I've 
got a fairly strong design I'll pick out some of the architecturally 
significant classes and make a start on these. If I'm coding a complex class 
then I'll implement a method and then test it using printf's etc but if its 
a simple class I'll write all the methods and then test it afterwards. Once 
these classes are out of the way I write whatever additional classes are 
required to implement an important use-case. Once this is all tested I move 
on to the next use-case and the next one and the next...you get the picture 


7) 


I can't really be more specific about time though. Sometimes I'll go for an 
hour without compiling sometimes it will be every 10 seconds. It depends 
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upon what stage I'm at and how much I've had to drink ;) 


Hugz, Pete 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 97eqpv$31k6@www.netyaroze-europe.com... 

> It depends what Im working on. At the early stages of development I will 
write a discreet block of code and then wrap some code around it and test 
in isolation using printfs where necessary to see my results. It probably 
comes out to 30-45 mins thinking about it and coding.. of course then I 
usually have to compile a few times to get rid of any stupid typo's.. if 
all 

> goes well then the testing only takes a few mins and I can remove the 

> printfs etc and move on. 

> Near project end its just a case of tweaking and the code changes are all 
> just a few lines generally.. 1 minute to code before I recompile again.. 
in 

> fact at that point I make the changes and compile faster than I can 
dowload 

> the new version to the Yaroze. 


> 
> 
> 
> 


> 

> 

> "Matt Verran" <mverran@btinternet.com> wrote in message 

> news:97e018S31k5@www.netyaroze-europe.com... 

> > Here's a nice techie topic: 

>> 

> > I was just reading the latest issue of Edge, Gregg Barnett FAQ, and he 
> > mentions the time between between compiles being just an hour back in 
the 

> > 8bit days. I guess he's thinking of commercial projects with big teams, 


> but 

> > it's really rare for me to code for an hour without compiling and 
testing. 

> > I pretty much never go more than about 30 minutes without giving 
features 

>a 

> > little test of some kind. 

>> 

> > I was just wondering what everyone else's coding habits were, anyone 
code 

> for hours on end so confident in their code they don't need to compile? 
> 


Mattv 


VVVVVVVV ON 
VVVVYV 


—-MESSAGE FILE 7575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06302 


-—-MESSAGE FILE 7576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006303 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: compile times... 

Date: Tue, 27 Feb 2001 13:53:51 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3A9C21EE.49D3325D@start.com.au> 

References: <97e018$31k5@www.netyaroze-europe.com> <97eqpvS31k6@www.netyaroze-europe 
.com> <97evv9$31k7@www.netyaroze-europe. com> 

Reply-To: gwald@start.com.au 

NNTP-Posting-Host: 203.134.105.120 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.75 [en] (Win98; U) 
X-Accept—-Language: en 


Hay guys, 
Ok, When I'm working on something I start of writting some logic on paper. 
Then i code it, compile it until the syntax is fixed, then if I have logic 


errors I define something like this 


#define DEBUG_HEAD_TEXTURE( x ) printf( x ) 
then I use it like this 


DEBUG_HEAD_TEXTURE( ("u0 = %d\n",u0) ); 


when it's doing what its surposed to, i change the define to this 
#define DEBUG_HEAD TEXTURE( x ) // printf( x ) 


and then i copy the whole directory and call it something like 'Մ51 head 
textures completed'. 


If I get stuck or I have completly killed the program , I rename the directory 
to 'Մ51 head textures dead' 
and copy the previous one. 


This has saved my project many times. 
I like the idea of using Rational Rose but I have the design in my head and it's 


always changing. 
I will do this when the design is more solid. 


Well that's what I do ..... by the way I got 


#define DEBUG_HEAD_TEXTURE( x ) printf( x ) 


from someone's yaroze code and haven't stopped using it. 


cheers 
~mgarcia 


—-MESSAGE FILE 7576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06303 


-—-MESSAGE FILE 7577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006304 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: compile times... 

Date: Tue, 27 Feb 2001 13:43:08 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <97gb2r$ j2f1@www.netyaroze-europe. com> 
References: <97e018S531k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: p223-bantam-gui.tch.which.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I'm a compile-a-holic! Mostly due to the fact that I have no confidence in 
my coding ability what-so-ever. 


Max 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 97e018$31k5@www.netyaroze-europe.com... 

> Here's a nice techie topic: 

> 

> I was just reading the latest issue of Edge, Gregg Barnett FAQ, and he 

> mentions the time between between compiles being just an hour back in the 


Net Yaroze newsgroups message dump.txt Page 4934 


> 8bit days. I guess he's thinking of commercial projects with big teams, 
but 

it's really rare for me to code for an hour without compiling and testing. 
I pretty much never go more than about 30 minutes without giving features 


little test of some kind. 


I was just wondering what everyone else's coding habits were, anyone code 
for hours on end so confident in their code they don't need to compile? 


Mattv 


VVVVVVVVVV@®@ VV 


—-MESSAGE FILE 7577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06304 


--MESSAGE FILE 7578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006305 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 2D Tutorial Update 

Date: Tue, 27 Feb 2001 13:57:48 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <97gbu6$j2f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: p223-bantam-gui.tch.which.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Just a small note... for anyone whos interested. 


Getting on fine with it... I am about a quarter of the way there and all the 
easy stuff is out of the way. Now the hard stuff. 


After this I'm gonna do some OpenGL work and a tutorial. All exclusive to 
YarozeScene (if matt and marc let me). 


—-MESSAGE FILE 7578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06305 


-—-MESSAGE FILE 7579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006306 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Dreamcast: Dead, Sega: Unstopable 

Date: Tue, 27 Feb 2001 14:12:00 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <97gcoq$ j2f3@www.netyaroze-europe. com> 
NNTP-Posting-Host: p223-bantam-gui.tch.which.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Sega is dead, 
long live Sega! 


I hope Sega show EA a thing or two. Can't wait for the first wave of 
GameCube and GBA Sega games, SonicTeam here we come! 


Max 
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-—-MESSAGE FILE 7579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06306 


-—-MESSAGE FILE 7580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006307 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Tue, 27 Feb 2001 19:43:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <97gvqg$j2f4@www.netyaroze-europe. com> 
References: <97gcoq$j2f3@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-122-189-106.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I reckon the GameCube is gonna be a non-starter. Nintendo and Sega have had 
their day, its Sony and Microsoft Territory now. 


Hugz, Pete 


"Max" <mad.max@which.net> wrote in message 
news: 97gcoq$j2f3@www.netyaroze-europe.com... 
> Sega is dead, 

long live Sega! 


I hope Sega show EA a thing or two. Can't wait for the first wave of 
GameCube and GBA Sega games, SonicTeam here we come! 


> 
> 
> 
> 
> 
> Max 
> 

> 


—-MESSAGE FILE 7580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06307 


—-MESSAGE FILE 7581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006308 

Path: chuka.playstation.co.uk!news 

From: marc@eclipsesoftware.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: compile times... 

Date: Tue, 27 Feb 2001 20:42:27 +0000 

Organization: Netscape Online member 

Lines: 23 

Message-ID: <3A9C1133.24AE4DA6@eclipsesoftware.co.uk> 

References: <97e018$31k5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-212.humu-humu-trigger.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I tend to write pseudo code more and more, but I still recompile frequently. 
This is not down to having no faith in my abilities, but I just really prefer to 
make sure everything is working perfectly before I move on to the next piece. I 
find this really saves on debugging time....... 


Marc. 


Matt Verran wrote: 
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Here's a nice techie topic: 


I was just reading the latest issue of Edge, Gregg Barnett FAQ, and he 
mentions the time between between compiles being just an hour back in the 
8bit days. I guess he's thinking of commercial projects with big teams, but 
it's really rare for me to code for an hour without compiling and testing. 

I pretty much never go more than about 30 minutes without giving features a 
little test of some kind. 


I was just wondering what everyone else's coding habits were, anyone code 
for hours on end so confident in their code they don't need to compile? 


VVVVVVVVVVV VV 


Mattv 


—-MESSAGE FILE 7581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06308 


—-MESSAGE FILE 7582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006309 

Path: chuka.playstation.co.uk!news 

From: marc@eclipsesoftware.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Tue, 27 Feb 2001 20:46:39 +0000 

Organization: Netscape Online member 

Lines: 31 

Message-ID: <3A9C122F.19DFC6E1@eclipsesoftware.co.uk> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-212.humu-humu-trigger.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hmmm, I'm not so sure. The X-Box is looking cool, but I'm very dissapointed in 
the PS2. I know it will get much better, but I'm beginning to wonder if Sony 
has made the Sega mistake....... although the name alone guarantees survival! 


Besides, both Nintendo and Sega are far better game creators than most other 
companies, so they will always be around in some form. 


Lets also not forget the AGB, now that is a nice piece of kit! 


Marc :-) 


Peter wrote: 


> I reckon the GameCube is gonna be a non-starter. Nintendo and Sega have had 
> their day, its Sony and Microsoft Territory now. 

> 

> Hugz, Pete 

> 

> "Max" <mad.max@which.net> wrote in message 

> news: 97gcoq$j2f3@www.netyaroze-europe.com... 

> > Sega is dead, 

> > long live Sega! 

>> 

> > I hope Sega show EA a thing or two. Can't wait for the first wave of 
> > GameCube and GBA Sega games, SonicTeam here we come! 

>> 

> > Max 

>> 

>> 


-—-MESSAGE FILE 7582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06309 


—-MESSAGE FILE 7583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006310 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DnR... why wont it work?! 

Date: Tue, 27 Feb 2001 22:40:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <97h9siSj2f5@www.netyaroze-europe. com> 
References: <97een7$31k4@www.netyaroze-europe. com> 
NNTP-Posting-Host: as24-s15-198-144-184.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Chris 


Chris Wallace <chrisw666@btinternet.com> wrote in message 
news: 97een7$31k4@www.netyaroze-europe.com... 


Firstly, my smoke. It works on level 2 fine. a smoke is produced, it gets 
bigger and fades untill u cant see it and it is re-used elsewhere. fine. 
But on every other level it doesnt get any more transparent, it is 
semitransparent as you can see through the edges, it just wont fade. This 
> has lost me, because the only difference between the levels is the 
starting 

> possitions, the car used and the level and AI maps. Everything else is 

> exactly the same. 


VV V V 


Does the data come before or after the .pxe in memory? i.e. do you upload 
the pxe at (say) 0x80090000, then put all your data above the program? If 

so, try relocating the .pxe so it is above your data, so you have something 
looking like this in memory: 


rest of memory 


end address of .pxe 
.pxe 


whatever address this turns out to be... 
data (.tims etc) 


0x80090000 
OS level 


(sorry if this isnt too accurate, I don't have the user guide handy) 


I had some strange problems with sprites that I just couldn't figure out why 
they were being corrupted, I rearranged things like above, and things 
started working fine! I must have been overwriting some data structure 
somewhere. If your data is already arranged like that, i'm not sure what to 
suggest, other than more packet space... 


Hope this helps. 


Andy 


--MESSAGE FILE 7583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06310 


--MESSAGE FILE 7584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006311 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Wed, 28 Feb 2001 01:57:00 -0000 


Net Yaroze newsgroups message dump.txt Page 4938 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <97h1m7S7iel@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
.com> <3A9C122F.19DFC6E1@eclipsesoftware.co.uk> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-1-204-196.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I reckon that Nintendo will go the same route as Sega and mainly make games 
for other platforms. They'll continue to dominate the portable market for 
ages yet cos there doesn't seem to be any much in the way of competition at 
the minute, although I reckon PDAs that play scaled down DIrectX stuff must 
be in the pipeline somewhere. 


I got to admit though. I'd want 'em all! ;) 


Hugz, Pete 


<marc@eclipsesoftware.co.uk> wrote in message 

news: 3A9C122F.19DFC6E1@eclipsesoftware.co.uk... 

> Hmmm, I'm not so sure. The X-Box is looking cool, but I'm very 
dissapointed in 

> the PS2. I know it will get much better, but I'm beginning to wonder if 
Sony 

> has made the Sega mistake....... although the name alone guarantees 
survival! 

> 

> Besides, both Nintendo and Sega are far better game creators than most 
other 

> companies, so they will always be around in some form. 


Lets also not forget the AGB, now that is a nice piece of kit! 


Marc :-) 
Peter wrote: 
I reckon the GameCube is gonna be a non-starter. Nintendo and Sega have 
their day, its Sony and Microsoft Territory now. 
Hugz, Pete 
"Max" <mad.max@which.net> wrote in message 
news: 97gcoq$j2f3@www.netyaroze-europe.com... 
> Sega is dead, 


long live Sega! 


I hope Sega show EA a thing or two. Can't wait for the first wave of 
GameCube and GBA Sega games, SonicTeam here we come! 


Max 


VVVVVVVVVVVVV VV QV 


VVVVVVVVVVVVVV VV OV VV VV VV VV 
VVVVVVVV 


—-MESSAGE FILE 7584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06311 


—-MESSAGE FILE 7585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006312 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 
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Date: Wed, 28 Feb 2001 19:01:58 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <97j3i4iS7el@www.netyaroze-europe. com> 
References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: p36-chaffinch-gui.tch.which.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Is it just me or does anyone else feel like the industry is in a major 
slump? The fact that Sega have fanished off the hardware market is only the 
start of it. 


There have been no games out recently that I have seriously wanted to own. I 
have money in my bank and I'm really trying to save it just now but usually 
I see a game I want and can't resist - that hasn't happened for ages and it 
confirms my grief. I love the industry but the drivel that pours out the 
doors of publishers these days doesn't even warrant a sniff. Don't get me 
wrong Metal Gear 2 looks amazing but it will be revolutionary, not 
evolutionary. Final Fantasy 9 looks good but I mean wheres the originallity? 
(I may buy it eventually). The last really good game that I actually looked 
forward to playing was Deus Ex on the PC, that was original. Before that it 
was FFVII. 


I don't even think the new wave of consoles will change this. Nintendo will 
unjustifiably bet cut down at the knees, Sony will rule again, promoting 
drivel (and EA) and I recon Microsoft have already positioned themselves in 
the corner of the class room due to the X-Box trying to be something it 
shouldn't and the developer complaints (I know - every new console gets em). 


Also my beloved Edge seems to have been going down the pan a bit, of late. 
Read the inbox section... a single gaming platform... WHAT! have they all 
gone demented! Jamie Smith is also right Edge has become more cynical, they 
do not have the same passion they had for the industry at first. Judging by 
Edge's reply they have also been working on their sarcasm, perhaps too much. 


Max 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 97gvqg$j2f4@www.netyaroze-europe.com... 

> I reckon the GameCube is gonna be a non-starter. Nintendo and Sega have 
had 

their day, its Sony and Microsoft Territory now. 


v 


Hugz, Pete 


"Max" <mad.max@which.net> wrote in message 
news: 97gcoq$j2f3@www.netyaroze-europe.com... 
> Sega is dead, 

long live Sega! 


I hope Sega show EA a thing or two. Can't wait for the first wave of 
GameCube and GBA Sega games, SonicTeam here we come! 


Max 


VVVVVVVVVVVVVV VV 
VVVVVVVV 


—-MESSAGE FILE 7585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06312 


—-MESSAGE FILE 7586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006313 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 4940 


Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Wed, 28 Feb 2001 21:25:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <97jqgs$7e2@www.netyaroze-europe. com> 
References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
-com> <973i4iS$7el@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-22-222 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Agree almost 100% with that, I think the industry has been in something of a 
slump for a year, in my opinion anyway, if I see another Fifa game I'll 
scream (the only decent football game is sensible soccer on the Amiga) 
another Quake, no thanks, another Tomb Raider, God help us. 


What is happening, I agree that I normally have at least three games on my 
list that are must buys, at the moment there are ermm. no can't think of 
any. 


A lot of people put the slump down to the PSOne with it bringing in the 
casual gamer, along with them they brought with them the curse of the 
sequel, the casual gamer wants sequels according to developers & publishers 
(they have said this many times in magazines) who am I to argue, I don't 
fall into the casual gamer or the hard core gamer either, I enjoy games and 
don't buy shite, so is it the casual gamer who buys sequel after sequel or 
the PSOne for bringing them in. 


my opinion is split, I'm not one of these Playstation religion people, hands 
up I prefer the N64 or Dreamcast and am looking forward to the Gamecube a 
lot more than the X-Box and might end up getting a PS2 if they have some 
good games released this year and the price falls at least £100, I don't 
want a DVD player I've got a very nice one thanks I want a games machine for 
heavens above playing games on. 


As for the Single gaming Platform... no, no, no, no, no, no, no, no, no, no, 
no, no... what made me laugh is right after saying they should develop a 
single gaming platform he then said and sony's could have enhanced lighting 
and Segas could have more visual memory... the guy is sick the best thing 
about consoles is you know your target, you don't have to worry about the 
memory you know how much you have and if your games doesn't fit you have to 
shrink it not limit it. No don't get me started... 


Is there any hope... Yeah Nintendo have the intiguing Animal Forest for us. 


I think its great that Sega are going to publish for other platforms and if 
it shakes the other developers up a bit then maybe we will end up getting 
some decent games, instead of YET ANOTHER Fifa game. 


Nigel 


—-MESSAGE FILE 7586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06313 


—-MESSAGE FILE 7587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006314 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Wed, 28 Feb 2001 18:11:39 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <97k42hSi7g2@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
-com> <973i4iS$7el@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Max" <mad.max@which.net> wrote in message 

news: 973i4iS7el@www.netyaroze-europe.com... 

> Is it just me or does anyone else feel like the industry is in a major 
> slump? The fact that Sega have fanished off the hardware market is only 
the 

> start of it. 


Start of it? Look at the financial figures for any major publisher in the 
last 12 months.... 


Page 4941 


> There have been no games out recently that I have seriously wanted to own. 


I 
> have money in my bank and I'm really trying to save it just now but 
usually 


Guess it depends what you're looking for - I'm suffering from a total 
surplus of great games... 
Do you have a Dreamcast? 


—-MESSAGE FILE 7587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06314 


—-MESSAGE FILE 7588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006315 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Wed, 28 Feb 2001 18:15:34 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <97k49qSi7g3@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaro 
. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 97gvqg$j2f4@www.netyaroze-europe.com... 

> I reckon the GameCube is gonna be a non-starter. Nintendo and Sega have 
had 

> their day, its Sony and Microsoft Territory now. 


Rubbish. 


And here's why - Nintendo aren't going after the same punters Sony & 
Microsoft are. They'll skew slightly younger, with brands targetted at that 
age group, ala Pokemon & Mario etc. The machine will be cheap & cheerful, 
and will sell tons to that group & parents. Combined with links to the 
allconquring Gameboy platforms, and it'll sell a ton. 


Nintendo have enough unque IP to do it - they've supported the N64 on their 
own. They don't *need* to be number one in hte marketplace, unlike Sony & 
Microsoft whose strategy depends on it. 

All my opinions etc, etc. 


—-MESSAGE FILE 7588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06315 


—-MESSAGE FILE 7589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 


glish/000 


english/0 


ze-europe 


glish/000 


english/0 
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0006316 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Thu, 1 Mar 2001 01:54:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <97k9tbSi7g4@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
.com> <973i4iS7el@www.netyaroze-europe.com> <97k42hSi7g2@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-1-129-178.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


The games industry has become very much like the movie industry in an 
alarmingly short space of time. The same stuff churned out time after time, 
same story different pictures. But I guess there is only so much that can be 
done when all the designers have the same 'shootit-stabit-—driveit-—fuckit' 
mentality. God I wish someone would change the formula so we could have 
games that challange our perceptions of the world we live in. (It'd probably 
piss me off no end but at least it would be interesting! ;) 


As for the 'GameCube vs PS2 vs X-Box' debate, maybe this'll bring back some 
memories 'Commodore64 vs Spectrum vs Amstrad' or maybe even ‘Amiga vs 
Atari-ST'. Each machine appeals to a different demographic, the important 
thing is not who 'wins' or 'loses' but whether we end up with a monopoly. If 
the PS2 becomes too dominant all the developers will be making 'casual 
player' games and then porting them to the other machines because this way 
they stand to make the greatest amount of cash. If that happens original 
games go out the window. 


Thats why DirectX and the Yaroze etc are so important, it gives idiots like 
us a chance to play around and experiment. Its just a shame that the 
industry doesn't take the kind of contributions we can make seriously. Hence 
why we end up with such lame tools and cakky APIs, I want to write games, 
but that doesn't mean that I want to write rendering engines and collision 
detection routines and...Does the word 'middleware' ring any bells?!! 


Rant over. Sorry =) 


Hugz, Pete 


"Brian Baird" <brianb@pe-i.com> wrote in message 

news: 97k42hSi7g2@www.netyaroze-europe.com... 

> "Max" <mad.max@which.net> wrote in message 

news: 973i4iS$7el@www.netyaroze-europe.com... 

> Is it just me or does anyone else feel like the industry is in a major 
> slump? The fact that Sega have fanished off the hardware market is only 
the 

> start of it. 


Start of it? Look at the financial figures for any major publisher in the 
last 12 months.... 


> There have been no games out recently that I have seriously wanted to 
wn. 

Լ 

> have money in my bank and I'm really trying to save it just now but 
usually 


Guess it depends what you're looking for - I'm suffering from a total 
surplus of great games... 
Do you have a Dreamcast? 


VVVVVVVVVVVOVVVVVV VV VV 
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-—-MESSAGE FILE 7589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06316 


—-MESSAGE FILE 7590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006317 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Why won't this link? 

Date: Thu, 1 Mar 2001 03:24:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <97kf51Si7g5@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-1-151-182.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi guyz, 


I'm using the Gygwin (MIPS variant) C++ compiler. I can the following 
program to compile but I just can't get it to link. Every time I try I get 
the following error. 


gcc —-Xlinker -Ttext -Xlinker 80140000 main.o object.o -o main.exe 
\psx3\mips-unknown-ecoff\lib/libsngcc.a(new_hand.o): In function 
` default_new_handler': 
libgcc2.c(.text+0x3c): undefined reference to *_exit' 
libgcc2.c(.text+0x3c): relocation truncated to fit: JMPADDR _exit 


Main.cpp looks as follows: 


#include <libps.h> 
#include "object.h" 


int main (void) 


Object* ptrObject = new Object ("blip"); 
ResetGraph (0); 
} 


The Object class is defined as follows: 


class Object 


{ 
protected: 
char* message; 


public: 

Object () ()չ 

Object (char* string); 
J; 


My coding is very rusty so I may Dbe missing something but I'm sure this 
should work. Its also 3 in the morning and my brain shut down 
about...actually come to think of it I don't remember it starting up :) 


Hugz, Peter 


--MESSAGE FILE 7590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06317 


--MESSAGE FILE 7591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006318 
Path: chuka.playstation.co.uk!news 
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From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Why won't this link? 

Date: Thu, 01 Mar 2001 13:52:49 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 

Message-ID: <3A9EC4B0.AD349076@start.com.au> 
References: <97k£51Si7g5@www.netyaroze-europe. com> 
Reply-To: gwald@start.com.au 
NNTP-Posting-Host: 073.0108.brs.iprimus.net.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.75 [en] (Win98; U) 
X-Accept—-Language: en 


Hi 

Okay , I'm not on my Yaroze programming machine but of the top of my head, I 
remember useing ar.exe to extract libps.a mods and added some modules into 
libsngcc.a or something like this, because it uses only libsngcc.a to link and 
not libps.a. 

Sorry i can't remember which but it didn't take long. 

make sure u keep a backup of everything and just experiment. 


Buena suerte! 


~mgarcia 


Peter wrote: 
Hi guyz, 
I'm using the Gygwin (MIPS variant) C++ compiler. I can the following 


program to compile but I just can't get it to link. Every time I try I get 
the following error. 


gcc -Xlinker -Ttext -Xlinker 80140000 main.o object.o -o main.exe 
\psx3\mips-unknown-ecoff\lib/libsngcc.a(new_hand.o): In function 
` default_new_handler': 
libgcc2.c(.text+0x3c): undefined reference to *_exit' 
libgcc2.c(.text+0x3c): relocation truncated to fit: JMPADDR _exit 


Main.cpp looks as follows: 


#include <libps.h> 
#include "object.h" 


int main (void) 


Object* ptrObject = new Object ("blip"); 
ResetGraph (0); 
} 


The Object class is defined as follows: 


class Object 
{ 
protected: 
char* message; 


public: 

Object () ()չ 

Object (char* string); 
J; 


My coding is very rusty so I may be missing something but I'm sure this 
should work. Its also 3 in the morning and my brain shut down 
about...actually come to think of it I don't remember it starting up :) 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Hugz, Peter 


4944 


—-MESSAGE FILE 7591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06318 


—-MESSAGE FILE 7592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006319 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Thu, 1 Mar 2001 11:44:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 
Message-ID: <971lcktSi7g6@www.netyaroze-europe.com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
-com> <973i4iS$7el@www.netyaroze-europe.com> <97k42hSi7g2@www.netyaroze-europe.com> Հ 
97k9tbSi7g4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-202-233.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Personally I'm not feeling any effects of this so called 'slump'. I've been 
playing top new games for quite a few months and there's still lots on my 
list to buy/play. 


MSR, JetSetRadio, Shenmue, Giants, Mario Tennis, Excitebike64, Zelda MM, 
Bagai-o, PSO. 


And there seems to be a steady enough stream of games I want to play for 
this year: MGS2, PaRappa3, Conker BFD, GT3, Planet Harrier, WipeoutFusion, 
Castlevania GBA, MarioKart GBA, KuruKuruKururu GBA 


I think the majority of maoning is coming from PS/PS2 only owners who are 
feeling the effect of the format transition: PSone games are either being 
delayed to change them over to PS2 or knocked out quickly so the teams can 
move onto PS2. Things ought to get better when specific PSone budget stuff 
starts getting through, at lower prices consumers should be more willing to 
take a risk on an inovative game concept, and so hopfully publishers will 
fund more original games, plus there's sega's back catlogue to come. 


I don't agree the Xbox and PS2 will dominate and Nintendo will go the way of 
Sega. Ninty can look after themselves, and with GC and GBA they have much 
more attractive dev platforms for 3rd parties than the N64 and GB. Microsoft 
could die on their arse with the most expensive console, no exclusive 
content and their extremely arrogant we're-really-cool-skateboarders dev 
team. Does *anyone* really think Jay Allard is a 
rebel/cool/skateboarder/gamer, and not a front for the MS trojan horse? 


Anyway thats my 2p's worth. 


Mattv 


—-MESSAGE FILE 7592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06319 


—-MESSAGE FILE 7593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006320 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why won't this link? 

Date: Thu, 1 Mar 2001 13:06:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 
Message-ID: <971h9t$3v21@www.netyaroze-europe. com> 

References: <97kf51Si7g5@www.netyaroze-europe.com> <3A9EC4B0.AD349076@start.com.au> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-122-157-124.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I figured that libps.a must be linked already because my call to 
ResetGraph() call works fine. It seems to be the use of the 'new' keyword 
its got a problem with (and pure virtual functions too, I mean how am I 
supposed to define an interface without using pure virtual functions?!!) 
Anyway I'll give it a try and keep you posted. Thanxs mate. 


Hugz Pete 


PS: If anyone knows of another C++ compiler that I can use, please let me 
know. this one is doing my ‘ed in! ;) 


"gwald" <gwald@start.com.au> wrote in message 

news: 3A9EC4B0.AD349076@start.com.au... 

> Hi 

> Okay , I'm not on my Yaroze programming machine but of the top of my head, 
I 

> remember useing ar.exe to extract libps.a mods and added some modules into 
> libsngcc.a or something like this, because it uses only libsngcc.a to link 
and 

not libps.a. 

Sorry i can't remember which but it didn't take long. 

make sure u keep a backup of everything and just experiment. 


Buena suerte! 


~mgarcia 


Peter wrote: 


> Hi guyz, 
> 
> I'm using the Gygwin (MIPS variant) C++ compiler. I can the following 


program to compile but I just can't get it to link. Every time I try I 


the following error. 


gcc -Xlinker -Ttext -Xlinker 80140000 main.o object.o -o main.exe 
\psx3\mips-unknown-ecoff\lib/libsngcc.a(new_hand.o): In function 
` default_new_handler': 
libgcc2.c(.text+0x3c): undefined reference to *_exit' 
libgcc2.c(.text+0x3c): relocation truncated to fit: JMPADDR _exit 


Main.cpp looks as follows: 


#include <libps.h> 
#include "object.h" 


int main (void) 


Object* ptrObject = new Object ("blip"); 
ResetGraph (0); 
} 


The Object class is defined as follows: 


class Object 
{ 
protected: 
char* message; 


public: 

Object () ()չ 

Object (char* string); 
J; 


VVVVVVVVVVVVV EN EN VV NV VV VV VV VN VN V N NV VV EV 


> My coding is very rusty so I may be missing something but I'm sure this 
> should work. Its also 3 in the morning and my brain shut down 
> about...actually come to think of it I don't remember it starting up :) 
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>> 
> > Hugz, Peter 
> 


—-MESSAGE FILE 7593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06320 


—-MESSAGE FILE 7594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006321 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why won't this link? 

Date: Fri, 02 Mar 2001 00:48:06 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <3A9F5E46.73A79D7@start.com.au> 

References: <97kf£51Si7g5@www.netyaroze-europe.com> <3A9EC4B0.AD349076@start.com.au> 
<971LhH9It$3v21e@www.netyaroze-europe. com> 

Reply-To: gwald@start.com.au 

NNTP-Posting-Host: 037.0303.brs.iprimus.net.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Win98; U) 

X-Accept—-Language: en 


Hay pete, 


I don't know about pure virtual functions, I try avoiding the C++ overheads but 
I would be very surprised if it didn't support it. 


And I don't use new/delete either, search the newsgroups and NY sites for info 
on how to get new and delete 
working. 


Try my libsngcc.a in a file call setup.zip from my NY site at 
http://www.netyaroze-europe.com/~mgarcia 


it's my libps.a + libsngcc.a in one. It's a bit of a hack though. 


Good luck 
~mgarcia 


H 


thinkPeter wrote: 


I figured that libps.a must be linked already because my call to 
ResetGraph() call works fine. It seems to be the use of the 'new' keyword 
its got a problem with (and pure virtual functions too, I mean how am I 
supposed to define an interface without using pure virtual functions?!!) 
Anyway I'll give it a try and keep you posted. Thanxs mate. 


Hugz Pete 


PS: If anyone knows of another C++ compiler that I can use, please let me 
know. this one is doing my ‘ed in! ;) 


"gwald" <gwald@start.com.au> wrote in message 

news: 3A9EC4B0.AD349076@start.com.au... 

> Hi 

Okay , I'm not on my Yaroze programming machine but of the top of my head, 


remember useing ar.exe to extract libps.a mods and added some modules into 
libsngcc.a or something like this, because it uses only libsngcc.a to link 
nd 

not libps.a. 

Sorry i can't remember which but it didn't take long. 

make sure u keep a backup of everything and just experiment. 


VVVVVVVVVVVVVV VV VV VV VV VV 
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Buena suerte! 
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~mgarcia 


Peter wrote: 
Hi guyz, 


I'm using the Gygwin (MIPS variant) C++ compiler. I can the following 
program to compile but I just can't get it to link. Every time I try I 


the following error. 


gcc —-Xlinker -Ttext -Xlinker 80140000 main.o object.o -o main.exe 
\psx3\mips-unknown-ecoff\lib/libsngcc.a(new_hand.o): In function 

` default_new_handler': 
libgcc2.c(.text+0x3c): undefined reference to *_exit' 
libgcc2.c(.text+0x3c): relocation truncated to fit: JMPADDR _exit 


Main.cpp looks as follows: 


#include <libps.h> 
#include "object.h" 


int main (void) 


Object* ptrObject = new Object ("blip"); 
ResetGraph (0); 
} 


The Object class is defined as follows: 


class Object 
{ 
protected: 
char* message; 


public: 

Object () ()չ 

Object (char* string); 
J; 


My coding is very rusty so I may Dbe missing something but I'm sure this 
should work. Its also 3 in the morning and my brain shut down 
about...actually come to think of it I don't remember it starting up :) 


VN V NV V V NV N N NNJNN NJN NNNJNN NV V V V V NV NV V NV V NP VPN NN V N VN N VV FV VV V V 


Hugz, Peter 
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—-MESSAGE FILE 7594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06321 


—-MESSAGE FILE 7595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006322 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: compile times... 

Date: Thu, 1 Mar 2001 19:03:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <97m5q0$3v24@www.netyaroze-europe. com> 
References: <97e018$31k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: warp9-14.enta-net.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hmm, what I usually do is go without compiling some bits for days, as i know 
they wont work how i've got them, then some other bits (usually towards the 
end, just tweaks n stuff) just take minutes. It's those long bits which 
annoy me. 
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Matt Verran wrote in message <97e018$31k5@www.netyaroze-europe.com>... 
>Here's a nice techie topic: 

> 

>I was just reading the latest issue of Edge, Gregg Barnett FAQ, and he 
>mentions the time between between compiles being just an hour back in the 
>8bit days. I guess he's thinking of commercial projects with big teams, 
but 

>it's really rare for me to code for an hour without compiling and testing. 
>I pretty much never go more than about 30 minutes without giving features a 
>little test of some kind. 

> 

>I was just wondering what everyone else's coding habits were, anyone code 
>for hours on end so confident in their code they don't need to compile? 

> 

> 

> 

>Mattv 

> 

> 
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—-MESSAGE FILE 7595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06322 


—-MESSAGE FILE 7596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006323 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why won't this link? 

Date: Thu, 1 Mar 2001 21:33:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 118 

Message-ID: <97mev2$3v25@www.netyaroze-europe. com> 


References: <97kf51$Si7g5@www.netyaroze-europe.com> <3A9EC4B0.AD349076@start.com.au> 


<971LH9ItS3v21@www.netyaroze-europe.com> <3A9F5E46.73A79D7@start.com.au> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host213-122-69-25.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


No luck I'm afraid. I think at this rate I might just give up and go program 
DirectX instead =) Well OK maybe I'll give the gcc documentation a once over 
before trashing it completely but I wasn't counting on this at all. But as 
my dear old mother used to say "shit happens, you may as well get used to 
TET 


Thanks for trying, much hugz Peter 


"gwald" <gwald@start.com.au> wrote in message 
news: 3A9F5E46.73A79D7@start.com.au... 
> Hay pete, 
> 
> I don't know about pure virtual functions, I try avoiding the C++ 
overheads but 
> I would be very surprised if it didn't support it. 
> 
> And I don't use new/delete either, search the newsgroups and NY sites for 
info 
> on how to get new and delete 
working. 


> 

> 

> Try my libsngcc.a in a file call setup.zip from my NY site at 
> http://www.netyaroze-europe.com/~mgarcia 
> 
> 
> 


it's my libps.a + libsngcc.a in one. It's a bit of a hack though. 
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> Good luck 

> -mgarcia 

> 

> 

> I thinkPeter wrote: 

> 

> > I figured that libps.a must be linked already because my call to 

> > ResetGraph() call works fine. It seems to be the use of the 'new' 
keyword 

> > its got a problem with (and pure virtual functions too, I mean how am I 
> > supposed to define an interface without using pure virtual functions?!!) 
> > Anyway I'll give it a try and keep you posted. Thanxs mate. 

>> 

> > Hugz Pete 

>> 

> > PS: If anyone knows of another C++ compiler that I can use, please let 


oO 


know. this one is doing my ‘ed in! ;) 


"gwald" <gwald@start.com.au> wrote in message 

news: 3A9EC4B0.AD349076@start.com.au... 

> Hi 

> Okay , I'm not on my Yaroze programming machine but of the top of my 
d 


oO 


Ա 
1 
> remember useing ar.exe to extract libps.a mods and added some modules 


5 
VEFEVVVVVVV VV VV VV VV OV EVV DV VV V V V 


VOVVVVVVVVVV VV VV & 


° 
> libsngcc.a or something like this, because it uses only libsngcc.a to 
k 


B: 
թ| 
Q 


not libps.a. 
Sorry i can't remember which but it didn't take long. 
make sure u keep a backup of everything and just experiment. 


Buena suerte! 


~mgarcia 


Peter wrote: 


> Hi guyz, 
> 
> I'm using the Gygwin (MIPS variant) C++ compiler. I can the 
wing 
> program to compile but I just can't get it to link. Every time I try 


oll 


լն 


VVVVVVVVVVVVV VV VV VV VV VV VV Tt 


the following error. 


gcc —-Xlinker -Ttext -Xlinker 80140000 main.o object.o -o main.exe 
\psx3\mips-unknown-ecoff\lib/libsngcc.a(new_hand.o): In function 

` default_new_handler': 
libgcc2.c(.text+0x3c): undefined reference to *_exit' 
libgcc2.c(.text+0x3c): relocation truncated to fit: JMPADDR _exit 


Main.cpp looks as follows: 


#include <libps.h> 
#include "object.h" 


int main (void) 


Object* ptrObject = new Object ("blip"); 
ResetGraph (0); 
} 


The Object class is defined as follows: 


class Object 
{ 
protected: 
char* message; 


VVVVVVVVVVVVV VV VV VV VV VV VV VAR NH, N VV VV VV VV VV VV VV EP VB VV OV VV VV VB 
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>> >> 

>>>> public: 

>>>> Object () (); 

> > > > Object (char* string); 

> > > > ): 

Հ»»» 

> > > > My coding is very rusty so I may be missing something but I'm sure 
this 

> > > > should work. Its also 3 in the morning and my brain shut down 

> > > > about...actually come to think of it I don't remember it starting up 
>) 

>> >> 

> > > > Hugz, Peter 

>>> 

> 


—-MESSAGE FILE 7596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06323 


-—-MESSAGE FILE 7597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006324 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why won't this link? 

Date: Thu, 1 Mar 2001 22:28:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <97mifhS3v28@www.netyaroze-europe. com> 
References: <97kf£51Si7g5@www.netyaroze-europe.com> 
NNTP-Posting-Host: host62-7-3-196.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hello. I think i know the answer to this question. 


A lot of features of gnu c++ rely on a 'support' library called libgcc2, 
which isn't compiled into the standard yaroze library. Gil Jaysmith of SN 
systems compiled quite a lot of it into libsngcc.a. Except libsngcc.a wasnt 
really meant for the yaroze, it was meant for the pro developers, and they 
have a function called _exit(). I have no idea what this does 


To get your program to compile, try giving it a function _exit() and see 
what happens. It better be a 'C' function to avoid 'name mangling’. make a 
file exit.c 


void _exit (void) 
{ 
} 


compile -c and link it in. I never found this problem because I always 

linked in ctors.cpp (ctors.txt in ~frothy/ftp) and this took precedence over 
the version in libsngcc.a which calls _exit. Your way is better though. Also 
i never used pure virtual functions at the time, but i think they work with 
the above fix. These are the only two modules in libsngcc.a that call _exit. 


Hey im a bit worried about your main() though. You are calling new (which 
calls malloc) before you've initialised the heap with InitHeap(), so i have 
no idea where you're creating your Object. Best to call InitHeap before you 
do anything else. 


best wishes 
graeme 


—-MESSAGE FILE 7597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06324 
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-—-MESSAGE FILE 7598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006325 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Thu, 1 Mar 2001 17:41:31 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <97mmluSfrql@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97gvqg$j2f4@www.netyaroze-europe 
-com> <973i4iS$7el@www.netyaroze-europe.com> <97k42hSi7g2@www.netyaroze-europe.com> Հ 
97k9tbSi7g4@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 97k9tbS$i7g4@www.netyaroze-europe.com... 

> The games industry has become very much like the movie industry in an 

> alarmingly short space of time. The same stuff churned out time after 
time, 

> same story different pictures. But I guess there is only so much that can 
be 

> done when all the designers have the same 'shootit-stabit-—driveit-—fuckit' 
> mentality. God I wish someone would change the formula so we could have 
> games that challange our perceptions of the world we live in. (It'd 
probably 

> piss me off no end but at least it would be interesting! ;) 


This might make me unpopular, but originality by & large doesn't sell. The 
public *wants* WWTBAM and Fifa0X etc. The public gets what the public wants 
by & large. 


And don't go blaming designers for producing ‘unoriginal’ games - a lot of 
the time it's the publishers pushing for these things. 


Change the formula? Have you missed games like Jet Set Radio, PSO, Tony 
Hawk, SSX etc that have came out recently? There's no shortage of quality 
games out there at the moment. Are you a PS2 owner by any chance? Heck - 
there's even some really quality new releases for the N64 - Mario Tennis, 
Zelda MM, Conker, Star Wars Naboo, Paper Mario etc. 


—-MESSAGE FILE 7598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06325 


-—-MESSAGE FILE 7599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006326 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why won't this link? 

Date: Fri, 2 Mar 2001 01:26:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <97mskbSfrq2@www.netyaroze-europe. com> 

References: <97kf51Si7g5@www.netyaroze-europe.com> <97mifhS$3v28@www.netyaroze-europe 
. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-2-45.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 
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It worked...Cheers mate you're a diamond geezer. About the InitHeap call 
though, I always figured that this was handled during startup. It seems to 
run fine without it but does this mean I'll run into trouble later? 


Again thanx for the help. Hugz, Peter 


"Graeme Evans" <graemeevans@btinternet.com> wrote in message 
news: 97mifhS$3v28@www.netyaroze-europe.com... 

> Hello. I think i know the answer to this question. 

> 
> A lot of features of gnu c++ rely on a 'support!' library called libgcec2, 

> which isn't compiled into the standard yaroze library. Gil Jaysmith of SN 
> systems compiled quite a lot of it into libsngcc.a. Except libsngcc.a 
wasnt 

> really meant for the yaroze, it was meant for the pro developers, and they 


> have a function called _exit(). I have no idea what this does 

> 

> To get your program to compile, try giving it a function _exit() and see 
> what happens. It better be a 'C' function to avoid 'name mangling'. make a 
> file exit.c 

> 

> void _exit (void) 

> { 

> ) 

> 

> compile -c and link it in. I never found this problem because I always 

> linked in ctors.cpp (ctors.txt in ~frothy/ftp) and this took precedence 


over 
> the version in libsngcc.a which calls _exit. Your way is better though. 
Also 

> i never used pure virtual functions at the time, but i think they work 
with 

> the above fix. These are the only two modules in libsngcc.a that call 
_exit. 

> 

> Hey im a bit worried about your main() though. You are calling new (which 
> calls malloc) before you've initialised the heap with InitHeap(), so i 
have 

> no idea where you're creating your Object. Best to call InitHeap before 
you 

> do anything else. 


v 


best wishes 


> 
> 
> graeme 
> 
> 


--MESSAGE FILE 7599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06326 


--MESSAGE FILE 7600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006327 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: DnR... why wont it work?! 

Date: Thu, 1 Mar 2001 20:23:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <97ovc9St6q4@www.netyaroze-europe. com> 

References: <97een7$31k4@www.netyaroze-europe.com> <97h9siS$j2f5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-233-56.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> 
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> Does the data come before or after the .pxe in memory? i.e. do you 
upload 

> the pxe at (say) 0x80090000, then put all your data above the program? If 
> so, try relocating the .pxe so it is above your data, so you have 
something 

> looking like this in memory: 


urm, 2 be totaly honest i dont have a clue where every thing is aranged in 
memory. I just know its all quite tightly packed. How do i find out? 
cheers, 

Chris 


—-MESSAGE FILE 7600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06327 


—-MESSAGE FILE 7601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006328 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: freeserve sees the light (and octtrees) 

Date: Sat, 3 Mar 2001 00:57:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <97pffvSdeul@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-95.aluminum.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hello, 


today was a great day for science. Or, at least, suddenly I can see 
the yaroze servers using freeserve. Marvellous. Now I can check 
them every day instead of like once a month and possibly get 
actively involved with this thing and upload stuff and things. 


Anyway, I'm Martin, I got my yaroze right at the end of them being 
available. I've done a bit of 2D coding on it (couple of crap games 
which I'll upload now I can do it for free) but I'm basically a 3D man. 
My experience is in rendering (ray tracing, radiosity, volume 
rendering) and VR (culling, collision detection and so on). 


People were talking about octrees and what good they are recently. 
Well they are used a lot in rendering in particular ray tracing for 
improving ray-object intersections. Other approaches are regular 
grids or more generic subdivisions based on complexity. BB 
hierarchies aren't so good (for this). 

You could probably use octrees for culling and collision but BBs are 
so fast even for massive models that there's probably not much 
point. Anyway, as far as the yaroze goes, there probably isn't 
enough memory in it to implement much of a spatial management 

system - not such a general one anyway. Լ was going to try and 

use something specific to whatever game I *am* going to write 
someday. (high optimism there). 


I used Watt at university too (11 years ago...). I think Foley and 
Van Dam is better, but no idea about recent books. 

later, 

Martin. 


—-MESSAGE FILE 7601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06328 
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-—-MESSAGE FILE 7602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006329 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 
Date: Sat, 3 Mar 2001 13:07:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <97qq8k$7cl@www.netyaroze-europe. com> 
References: <97pffvSdeul@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-83-120.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Martin 
Looking forward to seeing these games! 
Mattv 
Martin Keates <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 97pffvSdeul@www.netyaroze-europe.com... 
> Hello, 
today was a great day for science. Or, at least, suddenly I can see 
the yaroze servers using freeserve. Marvellous. Now I can check 


them every day instead of like once a month and possibly get 
actively involved with this thing and upload stuff and things. 


Anyway, I'm Martin, I got my yaroze right at the end of them being 
available. I've done a bit of 2D coding on it (couple of crap games 
which I'll upload now I can do it for free) but I'm basically a 3D man. 
My experience is in rendering (ray tracing, radiosity, volume 
rendering) and VR (culling, collision detection and so on). 


People were talking about octrees and what good they are recently. 
Well they are used a lot in rendering in particular ray tracing for 
improving ray-object intersections. Other approaches are regular 
grids or more generic subdivisions based on complexity. BB 
hierarchies aren't so good (for this). 

You could probably use octrees for culling and collision but BBs are 
so fast even for massive models that there's probably not much 
point. Anyway, as far as the yaroze goes, there probably isn't 
enough memory in it to implement much of a spatial management 
system - not such a general one anyway. Լ was going to try and 

use something specific to whatever game I *am* going to write 
someday. (high optimism there). 


I used Watt at university too (11 years ago...). I think Foley and 
Van Dam is better, but no idea about recent books. 

later, 

Martin. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 7602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06329 


—-MESSAGE FILE 7603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006330 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Sat, 3 Mar 2001 14:02:01 -0800 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 49 

Message-ID: <97qtmb$7c2@www.netyaroze-europe. com> 
References: <97gcoq$j2f3@www.netyaroze-europe. com> 
NNTP-Posting-Host: p247-chaffinch-gui.tch.which.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Right, 


I have got a Dreamcast and damn proud of it. I am an owner of a PS 
(obvoiusly) but I do not yet wish to own a PS2, nor can I see that any time 
in the foreseeable future. Dreamcast has some really great games, I own Jet 
Set, Shenmue, Soul Calibur, DOA2 and most of the other greats but what I'm 
saying is that, Sega, a developer that has a great amount of originality is 
having to withdraw itself from the hardware market. This may seem rather 
irrelevant but, if sega was making enough profit with their games then the 
hardware would follow. 


What the "public" wants is sequels? Are you not just talking of the casual 
gamer sector? And fair enough most of the industry now is aimed at the 
casual gamer because they want sequels and sequels are very easy to make, 
using the older engines, cutting dev time in half. What I'm pissed at is the 
fact that most (if not all, dare I say it) developers do not want to break 
the mould and make original games. 


The fact that Sega have gone strictly software IS the start of the slump - 
for me. I love Sega and they are the main source of original games, that 
fact that they make original games is the reason why they have had to cut 
losses and pull out of the hardware market. They have kind of dug their own 
grave, the ratio of consoles they have released compared to Nintendo is 
something like 3:1 from the past 10 or so years, how can they possible hope 
of supporting them all? 


Well, thats what I think anyways. 
Max 


"Max" <mad.max@which.net> wrote in message 
news: 97gcoq$j2f3@www.netyaroze-europe.com... 
> Sega is dead, 

long live Sega! 


I hope Sega show EA a thing or two. Can't wait for the first wave of 
GameCube and GBA Sega games, SonicTeam here we come! 


> 
> 
> 
> 
> 
> Max 
> 

> 


—-MESSAGE FILE 7603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06330 


—-MESSAGE FILE 7604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006331 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Sat, 3 Mar 2001 15:16:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <97rlqtS7c3@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97qtmbS$7c2@www.netyaroze-europe. 
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com> 

NNTP-Posting-Host: host62-7-110-201.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hmmm I dunno if the massmarket really does want sequels. I mean Tomb Raider 
has been getting less sales for each game after the peak of TR2. The thing 
about sequels is that they are a safe bet for publishers. They know that the 
game is worth paying dev costs for because it will almost definately provide 
them with a return. The same goes for licences, it provides the publisher 
with a bit of a guarantee that the game wont bomb and lose them money. 


With the high cost of games the public doesn't really want to take a chance 
on something that might be crap. They look at the shelves and say "Hmmm I 
could buy Bangai-O or Tony Hawk Skateboarding, well I know what 
skateboarding is all about but have no idea what a Bangai is or why it might 
be O'ing". If the publisher/developer can sufficiently explain what a game 
is all about then more people are willing to give it a try, would Final 
Fantasy 7 and 9 done as well without the "it's-an-epic-adventure" TV ads. 


So maybe publishers need to take more risks or invest more money into 
pushing less games or even reduce the price of games. 


Matt 


—-MESSAGE FILE 7604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06331 


—-MESSAGE FILE 7605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006332 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Sat, 3 Mar 2001 21:07:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <97rm36$g2ul@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97qtmbS7c2@www.netyaroze-europe. 
com> <97rlqtS$7c3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-232-6.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Publishers 2.5...» yeesh. 


—-MESSAGE FILE 7605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06332 


—-MESSAGE FILE 7606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006333 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast: Dead, Sega: Unstopable 

Date: Sun, 4 Mar 2001 13:55:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <97th94S$3hel@www.netyaroze-europe. com> 

References: <97gcoq$j2f3@www.netyaroze-europe.com> <97qtmb$7c2@www.netyaroze-europe. 
com> <97rlqtS7c3@www.netyaroze-europe.com> <97rm36S$g2ul@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: 213.123.18.83 


Net Yaroze newsgroups message dump.txt Page 4958 


X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Or maybe they could set a couple of coders free for 12 months, with no 
agenda and no rules and see what they come up with. Its not that big an 
investment and it could pay for itself a hundred-fold if they come up with 
something that fun/interesting to play. 


Even if they did come up with a winning formula though I doubt it would ever 
get published. Exceptional games will occasionally come from nowhere but its 
not the rule. People buy the big games that are produced by the big 
companies and have the biggest launch. The publishers know this and don't 
like to take big risks. Hence the same stuff over and over and over again. 


I think the biggest shame for everyone is that computer games are never 
recognised as a form of modern media. We could do so much with them but 
instead we run around jumping on someones head or if we're really 
lucky(...yawn) ripping it off. I'd put mindless drivel like this into the 
same social commentary bucket as Eminem and shit in it. 


But that's just me :) Hugz 

"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 
news: 97rm36S$g2ul@www.netyaroze-europe.com... 

> Publishers ........ yeesh. 

> 

> 

> 

> 


-—-MESSAGE FILE 7606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06333 


-—-MESSAGE FILE 7607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006334 

Path: chuka.playstation.co.uk!news 

From: marc@eclipsesoftware.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 

Date: Mon, 05 Mar 2001 18:25:59 +0000 

Organization: Netscape Online member 

Lines: 54 

Message-ID: <3AA3DA37.78458588@eclipsesoftware.co.uk> 

References: <97pffvSdeul@www.netyaroze-europe.com> <97qq8k$7cl@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: modem-41.barad-dur.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept-Language: en-GB,en 


I agree! It'll be good to see some new games :-) 


Head over to the yarozescene (www.yarozescene.co.uk) and check out the 
competiton going on. 


Marc :-) 
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Matt Verran wrote: 
Hi Martin 
Looking forward to seeing these games! 
Mattv 
Martin Keates <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 97pffvS$deul@www.netyaroze-europe.com... 
> Hello, 
today was a great day for science. Or, at least, suddenly I can see 
the yaroze servers using freeserve. Marvellous. Now I can check 


them every day instead of like once a month and possibly get 
actively involved with this thing and upload stuff and things. 


Anyway, I'm Martin, I got my yaroze right at the end of them being 
available. I've done a bit of 2D coding on it (couple of crap games 
which I'll upload now I can do it for free) but I'm basically a 3D man. 
My experience is in rendering (ray tracing, radiosity, volume 
rendering) and VR (culling, collision detection and so on). 


People were talking about octrees and what good they are recently. 
Well they are used a lot in rendering in particular ray tracing for 
improving ray-object intersections. Other approaches are regular 
grids or more generic subdivisions based on complexity. BB 
hierarchies aren't so good (for this). 

You could probably use octrees for culling and collision but BBs are 
so fast even for massive models that there's probably not much 
point. Anyway, as far as the yaroze goes, there probably isn't 
enough memory in it to implement much of a spatial management 
system - not such a general one anyway. I was going to try and 

use something specific to whatever game I *am* going to write 
someday. (high optimism there). 


I used Watt at university too (11 years ago...). I think Foley and 
Van Dam is better, but no idea about recent books. 

later, 

Martin. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 7607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06334 


-—-MESSAGE FILE 7608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006335 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 
Date: Mon, 5 Mar 2001 22:47:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9814tpS9v31@www.netyaroze-europe. com> 
References: <97pffvSdeul@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-51-19.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Nice to have you back here Martin. 

Im afraid it was me asking the octree question.. and whats worse it that Im 

sure there will be many more to come. Ive taken a step back at the moment 

—-MESSAGE FILE 7608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06335 
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—-MESSAGE FILE 7609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006336 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 

Date: Tue, 6 Mar 2001 00:58:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <981cgjS9v32@www.netyaroze-europe. com> 

References: <97pffvS$deul@www.netyaroze-europe.com> <9814tpS$9v31@www.netyaroze-europe 
. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-7-254.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Yer, the whole maths thing is just a nightmare. Its never been my strong 
point so what ever posessed me to get into graphics I'll never know =) I 
started off looking a dynamic TMDs and its just kind of snow-balled, Now I'm 
working through the Watt book, my idiots guide to Calculus and a book on 
engineering mathmatics. I've booked a nervous breakdown for Thursday and I'm 
planning a mid-life crisis on Friday, so I reckon I can start coding again 
at the weekend. Although I destinctly remember saying that about 2 weeks 
ago...Oh well ;) 


Hugz 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9814tpS$9v31@www.netyaroze-europe.com... 

> Nice to have you back here Martin. 

> Im afraid it was me asking the octree question.. and whats worse it that 

Im 

> sure there will be many more to come. Ive taken a step back at the moment 
—-MESSAGE FILE 7609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06336 


—-MESSAGE FILE 7610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006337 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 

Date: Tue, 6 Mar 2001 01:03:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <981lcooS9v33@www.netyaroze-europe. com> 

References: <97pffvS$deul@www.netyaroze-europe.com> <9814tpS$9v31@www.netyaroze-europe 
. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 

NNTP-Posting-Host: host62-7-7-254.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Oops...sorry, I was so busy waffling that I forgot the reason I was posting. 
Is the latest version of the Watt book much different to the second edition? 
I'm kind of skint this month so I don't want to waste good drinking money 
unless I really have to. What do you reckon? 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9814tpS$9v31@www.netyaroze-europe.com... 

> Nice to have you back here Martin. 

> Im afraid it was me asking the octree question.. and whats worse it that 
Im 
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> sure there will be many more to come. Ive taken a step back at the moment 
—-MESSAGE FILE 7610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06337 


—-MESSAGE FILE 7611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006338 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 

Date: Tue, 6 Mar 2001 17:20:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <98366gS7f1@www.netyaroze-europe. com> 

References: <97pffvSdeul@www.netyaroze-europe.com> <9814tpS$9v31@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-231.silicon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> as I was saying.. welcome back and where's those games ? <grin> 


Hmm I should have emphasised the "crap" part a little more. All I 
have at the moment are two games that were learning exercises. 

A connect-4 game (which has been done well already), and space 
invaders. But with banjos. 
They're both "functional", which is what all my programs tend to be. 
Not much spit and polish (I'm not a graphic designer, and I'm only 
really interested in the technical coding). 

So expect to have maybe 5 minutes fun with them before you get 
bored. :) (111 put them on the web pages in a couple of days). 


Now when I get onto producing a 3D demo/game I hope to come 
up with something a little bit more exciting... 


Martin. 


—-MESSAGE FILE 7611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06338 


—-MESSAGE FILE 7612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006339 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GCC (sorry) 

Date: Tue, 6 Mar 2001 18:30:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <983afiS7f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-64-211.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi, 


I know this has been asked before and I'm being a bit thick :) but is there 
a clever person out there that can help me setup GCC, I'm using CodeWarrior 
at the moment and would like to move away from it and VC if possible, I've 

never got involved with makefiles and stuff before because before this I've 
used Devpac 3 on the Amiga, SAS/C Amiga, VC, Codewarrior, all either didn't 
need makefiles or generated their own. 


Please help... the window is so tempting and my computer is looking nervous 


>) 
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Nigel 


—-MESSAGE FILE 7612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06339 


-—-MESSAGE FILE 7613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006340 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Tue, 6 Mar 2001 21:16:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <983kimS7f£3@www.netyaroze-europe. com> 
References: <983afiS7f£2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-230.neon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Makefiles are a beast unto themselves... 


But, basically you want a file called "Makefile" or "makefile" 
containing some rules for compilation like this: 


<rulenamel>: <dependencies> 

<one single tab><what you want to happen 1> 
<one single tab><what you want to happen 2> 
<one single tab><what you want to happen 3> 


<rulename2>: <more dependencies> 
<one single tab><what you want to happen...> 


and so on. 


rulenames can be anything like lib or prog or all so 
"make lib" does that rule. "make all" or "make" will 
do the "all" rule if there is one. 


dependencies are filenames (my_file.c, my_file.h, my_file.o) 
or other rulenames in the makefile (so rules can be dependent 
on other rules). 


the <one single tab> is important. Just put a tab, and only one 
before rule actions. Rule actions are just commands, like: 


gcc -O3 proggy.c -o proggy 


That's basically enough to work with, but you can use shell 


variables as well. Here you just right something like: 
CFLAGS = -03 -Wall 

and then anywhere else in the makefile put $(C_FLAGS) 
which will be interpretted as "-O3 -Wall". 


I've attached a Makefile for one of my projects. It's about as 
complex as a yaroze makefile needs to be (i.e. not very 
complex at all really). A couple of variables, and four rules. 
When make runs, it checks "all", which is dependent on 

"banjo" which is dependent on "banjo.o" and "pad.o" 

which are dependent on the source code files. 

If the source code changes, the object files are rebuilt. 

If an object file changes, the executable is relinked. 


Makefiles have a lot more functionality than this, and can 
be hideously more complex... 


Blimey - that all looks confusing now I look back at it. 


Oh well. :) 
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Anyway, as long as "gcc" and "make" and the other 
GNU tools off the yaroze disk are in your PATH that's all 
the setting up you need (for compilation at least). 


Martin. 


—-MESSAGE FILE 7613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06340 


—-MESSAGE FILE 7614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006341 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Tue, 6 Mar 2001 21:22:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <983kcn$S7f4@www.netyaroze-europe. com> 

References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS$7f3@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: modem-230.neon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> When make runs, it checks "all", which is dependent on 
> "banjo" which is dependent on "banjo.o" and "pad.o" 


just to be clear "banjo" is a filename here (the final executable). 
make looks at the time stamps of the different files when 


rulenames and dependencies are filenames and does the 
rule if any of the dependency files are more recent than the rule file. 


erm. yeah. that's what it does. 


Martin. 


—-MESSAGE FILE 7614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06341 


—-MESSAGE FILE 7615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006342 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Tue, 6 Mar 2001 22:02:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <983mun$7f5@www.netyaroze-europe.com> 

References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS7f3@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host213-122-16-101.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Wow looks like I've lead a sheltered life, I'm sure once my brain comes back 
from the cleaners 
everything will become clear. 
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Actually that did make sense so thanks, can you do assembler files in the 
same way, assemble them to object files and then link them or can they all 
be passed through GCC, or would inline assembler be a better idea? 
Actually come to think of it can I even use assembler with the Yaroze. 


I'm I better of sticking with CodeWarrior? What advantages are there to GCC? 


Cheers 
Nigel 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 983k1im$7f3@www.netyaroze-europe.com... 

> Makefiles are a beast unto themselves... 

> 
> But, basically you want a file called "Makefile" or "makefile" 
> containing some rules for compilation like this: 


4964 


—-MESSAGE FILE 7615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06342 


—-MESSAGE FILE 7616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006343 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Tue, 6 Mar 2001 22:37:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9830p7$7f£6@www.netyaroze-europe. com> 


References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS7f3@www.netyaroze-europe.c 


օո» <983mun$7f5@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-230.neon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Actually that did make sense so thanks, can you do assembler files in the 
> same way, assemble them to object files and then link them or can they all 
> be passed through GCC, or would inline assembler be a better idea? 


Sure you can do assembler files, or anything else that you have a compiler/ 
builder for. Just put the relevant command for assembling instead of the 
"gcc ..." line. You can put any commands you want in the makefile, that can 
be completely unrelated to the compilation if you like (e.g. you can create/ 
delete/move files, echo output to the terminal, send an email, whatever 
you've got a command for). 


> Actually come to think of it can I even use assembler with the Yaroze. 


Ah. Yes well that might be a problem - I don't know. You've got "as" for 
assembling I think but god knows what you do with it... 


> I'm I better of sticking with CodeWarrior? What advantages are there to GCC? 


The advantages for me are: I've been programming in unix environment for 

12 or so years and I'm not about to change now. :) 

Is codewarrior a compiler itself or just a wrapping for gcc? Makefiles are 
actually pretty damn useful and powerful when you use them correctly, but I 
expect that most of their behaviour is already part of the codewarrior 
interface (I don't have codewarrior, in case you hadn't worked that out). 


Martin. 


—-MESSAGE FILE 7616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06343 
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-—-MESSAGE FILE 7617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006344 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: freeserve sees the light (and octtrees) 


Date: Wed, 7 Mar 2001 01:46:13 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <98439iS7f£7@www.netyaroze-europe. com> 


References: <97pffvSdeul@www.netyaroze-europe.com> <9814tpS$9v31@www.netyaroze-europe 


-com> <98366g$7f1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: warp9-212.enta-net.co.uk 


X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>They're both "functional", which is what all my programs tend to be. 


>Not much spit and polish (I'm not a graphic designer, 


>really interested in the technical coding). 


and I'm only 


I know what you mean about the graphics. I get annoyed all the time coz 


they cant make themselves, so my games always look shitty. 


Oh well, never 


mind, I'm sure I can get a friend to redo the graphics if i ever release 


anything THAT good! 


—-MESSAGE FILE 7617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06344 


—-MESSAGE FILE 7618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006345 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Wed, 7 Mar 2001 02:04:01 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <9844moS7f£8@www.netyaroze-europe. com> 


References: <983afi$7f2@www.netyaroze-europe.com> <983klim$7f£3@www. 


om> <983mun$7f£5@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 


NNTP-Posting-Host: host213-123-25-230.btinternet.com 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


GCC is free and the VCC interace is luuuuuuurvly but that's about 
now I got an exit function things 'seem' to be working just fine. 
be interesting to compare program sizes though. (Has anybody done 


Hugz, Pete 


netyaroze-europe.c 


it. Still, 
It would 
this?) 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 


news: 983mun$7f5@www.netyaroze-europe.com... 


> Wow looks like I've lead a sheltered life, I'm sure once my brain comes 


back 
> from the cleaners 
everything will become clear. 


VVVVVVVV 


GCC? 


Actually that did make sense so thanks, can you do assembler files in the 
same way, assemble them to object files and then link them or can they all 
be passed through GCC, or would inline assembler be a better idea? 
Actually come to think of it can I even use assembler with the Yaroze. 


I'm I better of sticking with CodeWarrior? What advantages are there to 
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Cheers 
Nigel 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 983k1imS$7f3@www.netyaroze-europe.com... 
Makefiles are a beast unto themselves... 


> 
> But, basically you want a file called "Makefile" or "makefile" 
> containing some rules for compilation like this: 


VVVVVVVVVVV VV 
v 


--MESSAGE FILE 7618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06345 


--MESSAGE FILE 7619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006346 

Path: chuka.playstation.co.uk!news 

From: "John N( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 

Date: Wed, 7 Mar 2001 08:01:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 106 

Message-ID: <984pnc$bmm1@www.netyaroze-europe.com> 

References: <97pffvšdeul@www.netyaroze-europe.com> <9814tp$9v31@www.netyaroze-europe 
.com> <981lcoo$9v33@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-103-165.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


T 


hmmm... Ive not really compared the two. From what I remember of the old one 
and the new most of it is still the same. It does have some nice extra's 
though. Before I bought the new one I looked up BSP trees and it just had 
the 2-3 pages on them. The new one has those same two pages but later on 
when talking about the graphics pipeline it talks about BSP trees and how 
they can be used for hidden surface removal. 
I also see a whole chapter on Mapping techniques. It talks about 2D texture 
maps but it now also talks about billboards ( 1 page ) and lightmaps ( 
precalculated lighting ) which I dont recall being in the 2nd edition. 


So... its basically the same I think. I wouldnt spend valuable drinking 
money on it but Im glad I got it. 


Ahh well.. time to go to work. 


Cheers 
John ( QuietBloke ) 


"Peter" <cybersmurf@btinternet.com> wrote in message 

news: 981cooS$9v33@www.netyaroze-europe.com... 

> Oops...sorry, I was so busy waffling that I forgot the reason I was 

posting. 

> Is the latest version of the Watt book much different to the second 

edition? 

> I'm kind of skint this month so I don't want to waste good drinking money 
unless I really have to. What do you reckon? 


> 
> 
> 
> "John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
> news: 9814tpS9v31@www.netyaroze-europe.com... 
> > Nice to have you back here Martin. 

> > Im afraid it was me asking the octree question.. and whats worse it that 

> Im 

> > sure there will be many more to come. Ive taken a step back at the 

moment 

—-MESSAGE FILE 7619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06346 


—-MESSAGE FILE 7620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006347 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Wed, 7 Mar 2001 13:09:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <985bt1Sbmm2@www.netyaroze-europe. com> 

References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS$7f3@www.netyaroze-europe.c 
om> <983mun$7f£5@www.netyaroze-europe. com> 

NNTP-Posting-Host: 193.82.133.34 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 983mun$7f5@www.netyaroze-— 

> I'm I better of sticking with CodeWarrior? What advantages are there to 
GCC? 


Hi Nigel, 


I did try starting out with GCC etc., but ordered CodeWarrior with my NY at 
the same time. I'm also a bit of a UNIX kiddy, but to be honest found 
CodeWarrior is better for compiling the projects - it's always nice to just 
click on the error to be taken to the source of the problem ( in most cases, 
anyway!). 


I'd personally persevere with CodeWarrior - once you've started it's hard to 
go back to the old school ways.... 


Cheers! 


Tones 


—-MESSAGE FILE 7620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06347 


—-MESSAGE FILE 7621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006348 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: freeserve sees the light (and octtrees) 

Date: Wed, 7 Mar 2001 13:12:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <985c46Sbmm3@www.netyaroze-europe. com> 

References: <97pffvSdeul@www.netyaroze-europe.com> <9814tpS$9v31@www.netyaroze-europe 
-com> <98366g$7f1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: 193.82.133.34 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 98366g$7f1@www.netyaroze- 
> ...and space invaders. But with banjos. 


I am most intrigued! 
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Tones 


—-MESSAGE FILE 7621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06348 


-—-MESSAGE FILE 7622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006349 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Codewarrior C++ Problem 

Date: Wed, 7 Mar 2001 15:15:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 175 

Message-ID: <985jdnSbmm4@www.netyaroze-europe. com> 

NNTP-Posting-Host: svr3-haw.cableinet.net 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———--=_NextPart_000_003E_01C0A719.83491640" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is a multi-part message in MIME format. 


=== ao = _NextPart_000_003E_01C0A719.83491640 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi 


Can anyone tell me why the following program causes a 
Machine Exception at 0x801ffecO (or some similar value)? 


The above error only occurs when the destructor is declared as virtual. 
So, basically I can't allocate memory for objects with virtual = 
destructors - aargh. 


I can't upload anything to my site as the FTP LIST command doesn't seem = 
to be working (is FTP working for everyone else?), so I've attached this = 
simple project to another post in this thread so those who want to can = 
have a fiddle with it can do. Help! 


Cheers 
Derek da Silva 


// 


#include <libps.h> 
#include <stdio.h> 


const int NUM_POINTS =3D 2; 


class gsCPoint 
{ 
private: 
int x; 
int y; 
public: 
gsCPoint (); 
virtual ~gsCPoint (); 
}; 


gsCPoint::gsCPoint () 
{ 
} 


gsCPoint::~gsCPoint () 
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{ 
} 


void quit (void); 
main () 


gsCPoint *p; 


=20 

թ =3D new gsCPoint [NUM_POINTS]; 
=20 

delete [] p; 
=20 


p =3D new gsCPoint [NUM_POINTS]; 
printf ("hello world"); 


quit (); 


asm void quit (void) 


breakc 0x8201 
nop 


= _NextPart_000_003E_01C0A719.83491640 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4611.1300" 
<STYLE></STYLE> 

</HEAD> 

<BODY> 

DIV>Hi</DIV> 

DIV>&nbsp; </DIV> 

DIV>Can anyone tell me why the following program causes a 
DIV>Machine Exception at 0x801ffecO (or some similar valu 
D 
D 


"_//W3C//DTD HTML 4.0 Transitional// 


name=3DGENERATOR> 


IV>é&nbsp; </DIV> 
IV>The above&nbsp;error only occurs when the destructor 


AAAAAKAA 


irtual.</DIV> 

DIV>So, basically I can't allocate memory for objects wit 
estructors=20 

aargh.</DIV> 

DIV>&nbsp; </DIV> 


AA Ս Զ/ՃՀՊՀ 


seem to=20 
be working 
simple=20 
project to another post in this thread so those who want t 
fiddle=20 

with it can do.&nbsp; 
<DIV>é&nbsp; </DIV> 
IV>Cheers</DIV> 
IV>Derek da Silva</DIV> 

IV><FONT size=3D2><FONT face=3DCourier=20 
lor=3D#f£f£0000></FONT></FONT>é&nbsp; </DIV></DIV> 
IV><FONT size=3D2><FONT face=3DCourier=20 
lor=3D#££0000>// 
ԼՄՀ 
IV><FONT size=3D2><FONT face=3DCourier><FONT=20 
lor=3D#0000ff></FONT></FONT></FONT>é&nbsp; </DIV> 
IV><FONT size=3D2><FONT face=3DCourier><FONT 
lor=3D#0000ff>#include</FONT>=20 
&lt;libps.hégt;<BR><FONT color=3D#0000ff>#include</FONT>=2 


(is FTP working for everyone else?), 


Help! </DIV> 


QAQANQA AQAAAA 
O U O. ԽՕ To TU gG 


so I've attached this 


EN"> 


e) ?</DIV> 


is declared as 


h virtual 


DIV>I can't upload anything to my site as the FTP LIST command doesn't = 


o can have a 


</FONT></FONT><= 


0 
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&lt;stdio.hégt;</FONT></FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D2><FONT color=3D#0000ff>const</FONT> = 
<FONT=20 

color=3D#0000ff>int</FONT> NUM_POINTS =3D 2;</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2><FONT face=3DCourier><FONT = 
color=3D#0000ff>class</FONT>=20 

gsCPoint<BR>{<BR>énbsp; énbsp; &nbsp; <FONT=20 
color=3D#0000ff>private</FONT>:<BR>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; ճո» 
bsp; &énbsp; =20 

<FONT color=3D#0000ff>int</FONT>=20 

x; <BR>&nbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; <FONT=20 
color=3D#0000ff>int</FONT> y;<BR>é&nbsp; &énbsp; énbsp; <FONT=20 
color=3D#0000ff>public</FONT>:<BR>énbsp; énbsp; &nbsp; &nbsp; = 

énbsp; &nbsp; &nbsp; =20 

gsCPoint ();<BR>&nbsp; &nbsp; &nbsp; &énbsp; &nbsp; &nbsp; é&nbsp; <FONT=20 
color=3D#0000ff>virtual</FONT> ~gsCPoint () ; <BR>};</FONT></FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

DIV><FONT face=3DCourier size=3D2>gsCPoint::gsCPoint ()</FONT></DIV> 
DIV><FONT face=3DCourier size=3D2>{<BR>}</FONT></DIV> 

DIV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 

DIV><FONT face=3DCourier = 
ize=3D2>gsCPoint::~gsCPoint () <BR>{<BR>}</FONT></DIV> 
DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 
D 
° 
° 
D 
D 


IV><FONT size=3D2><FONT face=3DCourier><FONT = 
lor=3D#0000ff>void</FONT> quit (<FONT=20 
lor=3D#0000ff>void</FONT>) ; </FONT></FONT></DIV> 

IV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D2>main()<BR>{<BR>é&nbsp; énbsp; &nbsp; = 
gsCPoint=20 

*p;<BR>&nbsp; <BR>&nbsp; &nbsp; &nbsp; ք =3D <FONT = 
color=3D#0000ff>new</FONT>=20 

gsCPoint [NUM_POINTS];<BR>énbsp; <BR>&nbsp; énbsp; &énbsp; <FONT=20 
color=3D#0000ff>delete</FONT> լ) p;<BR>&nbsp; <BR>&nbsp; &énbsp; énbsp; p = 
=3D <FONT=20 

lor=3D#0000ff>new</FONT> gsCPoint [NUM_POINTS] ; </FONT></DIV> 

DIV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 

DIV><FONT face=3DCourier size=3D2>&nbsp; &nbsp; &énbsp; printf ("hello=20 
orld") ;</FONT></DIV> 
DIV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 
DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; &énbsp; = 
uit ( ;</FONT></DIV> 
D 
D 
D 


ANQQAAHAAAA 


Q 
O 


IV><FONT face=3DCourier size=3D2>}</FONT></DIV> 

IV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

IV><FONT size=3D2><FONT face=3DCourier><FONT = 
color=3D#0000ff>asm</FONT> <FONT=20 

color=3D#0000ff>void</FONT> quit (<FONT=20 
color=3D#0000ff>void</FONT>)<BR>{<BR>&nbsp; &nbsp; &nbsp; breakc=20 
0x8201<BR>&nbsp; &nbsp; &nbsp; nop<BR>}<BR></FONT></FONT></DIV> 

<DIV><FONT size=3D2><FONT face=3DCourier><FONT=20 

color=3D#f££0000>// </FONT></DIV></= 
FONT></FONT></BODY></HTML> 


AAAQAAZAA 


a = _NextPart_000_003E_01C0A719.83491640-- 


4970 


—-MESSAGE FILE 7622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06349 


—-MESSAGE FILE 7623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006350 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior C++ Problem Project 

Date: Wed, 7 Mar 2001 15:18:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 460 

Message-ID: <985jikSbmm5@www.netyaroze-europe. com> 
References: <985jdnSbmm4@www.netyaroze-europe. com> 
NNTP-Posting-Host: svr3-haw.cableinet.net 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Codewarrior C++ project demonstrating this problem. 


-—-MESSAGE FILE 7623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06350 


—-MESSAGE FILE 7624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006351 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior C++ Problem 

Date: Wed, 7 Mar 2001 18:35:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <985umoSbmm6@www.netyaroze-europe. com> 

References: <985jdnSbmm4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-229-30.btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_002F_01C0A735.622B8B20" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This is a multi-part message in MIME format. 


== == === =_NextPart_000_002F_01C0A735.622B8B20 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hello Derek, 

I dunno about C++, but with CW in C if you write-down the address it = 
spits-out and then look at the linker map (file names ends in .xMAP) you = 
can at least see which routine that address is in and hence the routine = 
where the problem is. (you can actually work-out where the offending = 
instruction is with a bit of subtraction and a disassemly). 


Jon 


== S= == = _NextPart_000_002F_01C0A735.622B8B20 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" Հ 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2014.210" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3D"Courier New" size=3D2>Hello Derek, </FONT></DIV> 
<DIV><FONT face=3D"Courier New" size=3D2>I dunno about C++, but with CW = 
in C if you=20 

write-down the address it spits-out and then look at the linker map = 
(file names=20 

ends in .xMAP) you can at least see which routine that address is in and = 
hence=20 
the routine where the problem is.&nbsp; (you can actually work-out where 
the=20 

offending instruction is with a bit of subtraction and a=20 

disassemly) .</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3D"Courier New" size=3D2>Jon</FONT></DIV></BODY></HTML> 
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",/ =_NextPart_000_002F_01C0A735.622B8B20-- 


—-MESSAGE FILE 7624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06351 


—-MESSAGE FILE 7625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006352 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior C++ Problem 

Date: Wed, 7 Mar 2001 18:47:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <985vq7Sbmm7@www.netyaroze-europe. com> 

References: <985jdnSbmm4@www.netyaroze-europe.com> <985umoSbmm6@www.netyaroze-europe 

. com> 

NNTP-Posting-Host: svr3-haw.cableinet.net 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0046_01C0A737.0DBB6A40" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is a multi-part message in MIME format. 


SSS =_NextPart_000_0046_01C0A737.0DBB6A40 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> Machine Exception at 0x801ffecO (or some similar value)? 


Doesn't this address suggests thers's something going wrong on the stack = 
թ 


Cheers 
Derek 

"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message = 
news: 985umoSbmm6@www.netyaroze-europe.com... 

Hello Derek, 

I dunno about C++, but with CW in C if you write-down the address it = 
spits-out and then look at the linker map (file names ends in .xMAP) you = 
can at least see which routine that address is in and hence the routine = 
where the problem is. (you can actually work-out where the offending = 
instruction is with a bit of subtraction and a disassemly). 


Jon 


արարեր, =_NextPart_000_0046_01C0A737.0DBB6A40 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4611.1300" name=3DGENERATOR> 


<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV>&gt; Machine Exception at 0x801ffecO (or some similar value) ?</DIV> 
<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>Doesn't this address suggests thers's = 
something=20 

going wrong on the stack ?</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>Cheers</FONT></DIV> 
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<DIV><FONT face=3DArial size=3D2>Derek</FONT></DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 

<DIV>"Jon Prestidge (Moose)" &1t;<A=20 

href=3D"mailto: jon@surfed.to">jon@surfed.to</A>é&gt; wrote in message = 
<A=20 


href=3D"news: 985umoSbmm6@www.netyaroze-europe.com">news: 985umoSbmm6@www.n= 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3D"Courier New" size=3D2>Hello Derek, </FONT></DIV> 

<DIV><FONT face=3D"Courier New" size=3D2>I dunno about C++, but with = 
CW in C if=20 

you write-down the address it spits-out and then look at the linker = 
map (file=20 

names ends in .xMAP) you can at least see which routine that address 
is in and=20 

hence the routine where the problem is.&nbsp; (you can actually = 
work-out where=20 

the offending instruction is with a bit of subtraction and a=20 

disassemly) .</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3D"Courier New" = 
size=3D2>Jon</FONT></DIV></BLOCKQUOTE></BODY></HTML> 


=== =_NextPart_000_0046_01C0A737.0DBB6A40-- 


—-MESSAGE FILE 7625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06352 


—-MESSAGE FILE 7626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006353 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior C++ Problem 

Date: Wed, 7 Mar 2001 20:30:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9865rh$d91@www.netyaroze-europe. com> 

References: <985jdnSbmm4@www.netyaroze-europe.com> <985umoSbmm6@www.netyaroze-europe 
.com> <985vq7Sbmm7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-123-170.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in: 

> 

> Machine Exception at 0x801ffecO (or some similar value)? 

> 

>Doesn't this address suggests thers's something going wrong on the stack ? 


I've set up my CW to work with C++ and compiled your project, I don't know 
much about C++ either though. 


Is that exception reported in PSComUtil? I've tried debugging the program 
and it always fails on the 'delete [] p;' line if ~gsCPoint() is declared 
virtual (as you've stated), otherwise it's fine. The debugger doesn't give 
any other information. 


Why delete fails I couldn't guess, but that's what's causing the exception 
in the progam. 


Not much help there I'm afraid. :) 


Peter 


Net Yaroze newsgroups message dump.txt Page 4974 


—-MESSAGE FILE 7626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06353 


—-MESSAGE FILE 7627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006354 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Game Developers Conference 2001 

Date: Thu, 8 Mar 2001 00:11:40 -0000 

Organization: Tronji Ltd 

Lines: 11 

Message-ID: <986iakSd92@www.netyaroze-europe. com> 
Reply-To: "Nick Ferguson" <nick@digidoll.co.uk> 
NNTP-Posting-Host: host213-1-74-103.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


So, who will be going to the GDC this year? I'd love to meet up with the 
other NY members now working in the industry - particularly any of our 
"American friends" I haven't met yet. If you're going and interested in 
arranging to meet up somehow, please reply to the thread and I'll try to 
sort something out between us! 


Cheers guys! 


Nick F 


—-MESSAGE FILE 7627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06354 


—-MESSAGE FILE 7628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006355 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior C++ Problem 

Date: Thu, 8 Mar 2001 16:27:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <988bn5Sg0m1l@www.netyaroze-europe. com> 

References: <985jdnSbmm4@www.netyaroze-europe.com> <985umoSbmm6@www.netyaroze-europe 

.com> <985vq7Sbmm7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-207-150.btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-—-=_NextPart_000_0026_01COA7EC.AD97C8A0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


This is a multi-part message in MIME format. 


=== = =_NextPart_000_0026_01COA7EC.AD97C8A0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


=20 
> Doesn't this address suggests thers's something going wrong on the = 
stack ? 


Oh yes, sorry, you're right there.... I'd not looked at the address. 
Perhaps it's having trouble reading a parameter to a routine then. 
Jon 
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ժԿ7ԿԿ,/ = _NextPart_000_0026_01COA7EC.AD97C8A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2014.210" name=3DGENERATOR> 


<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3D"Courier New"><FONT face=3DFixedsys>énbsp; 
<DIV><FONT face=3DArial size=3D2>&gt; Doesn't this address suggests = 
thers's=20 

something going wrong on the stack ?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>Oh yes, sorry, you're right there.... I'd not looked at the=20 
address.</FONT></DIV> 

<DIV><FONT face=3DFixedsys>Perhaps it's having trouble reading a = 
parameter to a=20 

routine then.</FONT></DIV> 

<DIV><FONT face=3DFixedsys>Jon</FONT></DIV></FONT></DIV></BODY></HIML> 


oe = _NextPart_000_0026_01C0A7EC.AD97C8A0-- 


—-MESSAGE FILE 7628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06355 


—-MESSAGE FILE 7629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006356 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Developers Conference 2001 

Date: Thu, 8 Mar 2001 16:31:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <988bqbSg0m2@www.netyaroze-europe. com> 
References: <986iakSd92@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-207-150.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello Nick, 
Where is it then? 


Jon. 


—-MESSAGE FILE 7629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06356 


—-MESSAGE FILE 7630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006357 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game Developers Conference 2001 

Date: Thu, 8 Mar 2001 17:52:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <988greSg0m3@www.netyaroze-europe. com> 

References: <986iakSd92@www.netyaroze-europe.com> <988bqbSg0m2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: modem-242.zinc.dialup.pol.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Nick, 
I'll be out there again this year. Give me a mail and we can get in touch. 


Bob 
bob@shand.org.uk 


"Jon Prestidge (Moose)" <jon@surfed.to> wrote in message 
news: 988bqbSg0m2@www.netyaroze-europe.com... 
> Hello Nick, 
> 
Where is it then? 


> 
> 
> Jon. 
> 
> 


—-MESSAGE FILE 7630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06357 


—-MESSAGE FILE 7631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006358 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Can't upload 

Date: Fri, 9 Mar 2001 14:33:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <98aphiSip51@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3.boron.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi 


I'm having problems uploading to the yaroze server. The 
data transfers appear to start, and the file is created on 
the server, but no data is transfered. Is this a problem 
at the yaroze end? 


Martin. 


—-MESSAGE FILE 7631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06358 


-—-MESSAGE FILE 7632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006359 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't upload 

Date: Fri, 9 Mar 2001 19:54:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <98bc56Sit01@www.netyaroze-europe. com> 
References: <98aphi$lp51l@www.netyaroze-europe. com> 
Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host213-122-60-119.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I just tried and it worked fine. If you're running a firewall you may have 
to use passive FTP instead. 


Hugz, Pete 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 98aphiSlp51@www.netyaroze-europe.com... 


> Hi 

> 

> I'm having problems uploading to the yaroze server. The 
> data transfers appear to start, and the file is created on 
> the server, but no data is transfered. Is this a problem 
> at the yaroze end? 

> 

> Martin. 

> 

> 

> 


—-MESSAGE FILE 7632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06359 


—-MESSAGE FILE 7633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006360 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't upload 

Date: Fri, 9 Mar 2001 21:04:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <98bgiuSit02@www.netyaroze-europe. com> 
References: <98aphiS$lp51@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1759-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


All of a sudden, I can't access my site either. 
Derek 


STATUS:> Retrieving directory listing... 
COMMAND:> PORT 213,48,112,119,4,167 
200 PORT command successful. 
COMMAND:> LIST 
ERROR:> Timeout 
COMMAND:> REST 0 
425 Can't build data connection: Connection timed out. 
STATUS:> Trashed response received 
350 Restarting at 0. Send STORE or RETRIEVE to initiate transfer. 


—-MESSAGE FILE 7633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06360 


-—-MESSAGE FILE 7634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006361 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't upload 

Date: Fri, 9 Mar 2001 23:53:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <98bq8aSit03@www.netyaroze-europe.com> 
References: <98aphiS$lp51@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-122-221-39.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I cant seem to get ftp to work either 


I can log on OK but any command I issue ( I only tried dir, 1s ) just gets 
as far as 


200 Port command successful. 
and thats it.. it just sits there for ages before coming up with 
425 can't build data connection: Connection timed out. 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 98aphiSlp51@www.netyaroze-europe.com... 


> Hi 

> 

> I'm having problems uploading to the yaroze server. The 
> data transfers appear to start, and the file is created on 
> the server, but no data is transfered. Is this a problem 
> at the yaroze end? 

> 

> Martin. 

> 

> 

> 


4978 


—-MESSAGE FILE 7634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06361 


-—-MESSAGE FILE 7635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006362 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Can't upload 

Date: Sat, 10 Mar 2001 00:28:23 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <98bs76S$q561@www.netyaroze-europe. com> 


References: <98aphiSlp51@www.netyaroze-europe.com> <98bq8aSit03@www.netyaroze-europe 


. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host62-7-30-246.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I just tried doing ftp from the command line and got the same thing. If I do 
it using IE5.5 (with the FTP update) it works fine. 


Hugz, Pete 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 98bq8aSit03@www.netyaroze-europe.com... 
> I cant seem to get ftp to work either 


I can log on OK but any command I issue ( I only tried dir, ls ) just gets 
as far as 


200 Port command successful. 
and thats it.. it just sits there for ages before coming up with 


425 can't build data connection: Connection timed out. 


VVVVVVVV VV 
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> "Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 


> news: 98aphi$1p51@www.netyaroze-europe.com... 

> > Hi 

>> 

> > I'm having problems uploading to the yaroze server. The 
> > data transfers appear to start, and the file is created on 
> > the server, but no data is transfered. Is this a problem 
> > at the yaroze end? 

>> 

> > Martin. 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06362 


-—-MESSAGE FILE 7636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006363 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Sun, 11 Mar 2001 15:10:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <98g4mtSe3d1@www.netyaroze-europe. com> 

References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS7f£3@www.netyaroze-europe.c 
om> <983mun$7f£5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-21.buproprione.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I'd say the advantages of working with GCC is that you know all other 
Yarozians out there will be able to compile your source easily. Not everyone 
bought CodeWarrior with thier Yaroze. But for CodWarrior: I suppose the GUI 
environment is really desirable - I work with GCC for the Yaroze and VC++ 
for the PC and VC++ makes me more productive. I bought CodeWarrior but to me 
makefiles were easier to understand rather than all this "target" stuff. But 
then again... 


I remember when I first got my Yaroze - the puzzle wasn't how to code for 
it, it was wondering how the damn makefiles worked :) 


Max 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 983mun$7f5@www.netyaroze-europe.com... 

> Wow looks like I've lead a sheltered life, I'm sure once my brain comes 
back 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 983k1im$7f3@www.netyaroze-europe.com... 


> from the cleaners 

> everything will become clear. 

> 

> Actually that did make sense so thanks, can you do assembler files in the 
> same way, assemble them to object files and then link them or can they all 
> be passed through GCC, or would inline assembler be a better idea? 

> Actually come to think of it can I even use assembler with the Yaroze. 

> 

> I'm I better of sticking with CodeWarrior? What advantages are there to 
GCC? 

> 

> Cheers 

> Nigel 

> 

> 

> 
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Makefiles are a beast unto themselves... 


But, basically you want a file called "Makefile" or "makefile" 
containing some rules for compilation like this: 


VVVVVVV 


—-MESSAGE FILE 7636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06363 


—-MESSAGE FILE 7637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006364 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Sun, 11 Mar 2001 15:13:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <98g4t7Se3d2@www.netyaroze-europe. com> 

References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS$7f3@www.netyaroze-europe.c 
om> <983mun$7f5@www.netyaroze-europe.com> <98g4mtSe3d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-21.buproprione.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Haha - "CodWarrior" - the fishy IDE! 
Ahem... Sorry. 
Max 


Max <mad.max@which.net> wrote in message 

news: 98g4mt$e3d1@www.netyaroze-europe.com... 

> I'd say the advantages of working with GCC is that you know all other 

> Yarozians out there will be able to compile your source easily. Not 
everyone 

> bought CodeWarrior with thier Yaroze. But for CodWarrior: I suppose the 
GUI 

> environment is really desirable - I work with GCC for the Yaroze and VC++ 
> for the PC and VC++ makes me more productive. I bought CodeWarrior but to 
me 

> makefiles were easier to understand rather than all this "target" stuff. 
But 

then again... 


I remember when I first got my Yaroze - the puzzle wasn't how to code for 
it, it was wondering how the damn makefiles worked :) 


Max 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 983mun$7f5@www.netyaroze-europe.com... 

> Wow looks like I've lead a sheltered life, I'm sure once my brain comes 
back 
from the cleaners 

> everything will become clear. 


> Actually that did make sense so thanks, can you do assembler files in 


same way, assemble them to object files and then link them or can they 


e 

> 

1 

> be passed through GCC, or would inline assembler be a better idea? 

> Actually come to think of it can I even use assembler with the Yaroze. 
> 
> 


I'm I better of sticking with CodeWarrior? What advantages are there to 
GCC? 


VVVVV@YVAVV VV VV VV VV VV VV VV 
v 
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Cheers 
Nigel 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 983k1imS7f3@www.netyaroze-europe.com... 
Makefiles are a beast unto themselves... 


> 
> But, basically you want a file called "Makefile" or "makefile" 
> containing some rules for compilation like this: 


VVVVVVVVVVV VV VV 
VVVVVVVVVVV VV 
v 


--MESSAGE FILE 7637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06364 


--MESSAGE FILE 7638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006365 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Sun, 11 Mar 2001 15:27:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <98g519Se3d3@www.netyaroze-europe. com> 

References: <983afiS7f£2@www.netyaroze-europe.com> <983k1imS7f3@www.netyaroze-europe.c 
om> <983mun$7f5@www.netyaroze-europe.com> <98g4mtSe3d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-44-45.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


GCC hates me, thats the only conclusion I can come to :) 
I'm going to stick with CodeWarrior for a while. 


I've got another problem but I'll start a new topic for that. when I can 
find the source code to back it up (another painful story) 


Thanks to everyone who helped. GCC is less of a mystery now. 
Nigel 


-—-MESSAGE FILE 7638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06365 


-—-MESSAGE FILE 7639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006366 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ftp ok and games uploaded 

Date: Sun, 11 Mar 2001 16:25:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <98g8rfSe3d4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-168.boron.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


command line ftp worked ok for me today, so I've uploaded my 
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2D game attempts. 


There are two versions օք connect-4 (with and with-out AI) and 
banjo invaders. 


Hopefully I'll put something that's actually any good up before 
too long... 


Martin. 


—-MESSAGE FILE 7639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06366 


—-MESSAGE FILE 7640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006367 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC (sorry) 

Date: Sun, 11 Mar 2001 17:19:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <98gc8tSe3d5@www.netyaroze-europe.com> 

References: <983afiS7f2@www.netyaroze-europe.com> <983k1imS7f3@www.netyaroze-europe.c 
om> <983munS$7f5@www.netyaroze-europe.com> <98g4mtS$e3d1l@www.netyaroze-europe.com> <98 
g519Se3d3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-26-70.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've just found a bit of a nasty bug in codewarriors IDE (I remember this 
happening before) and as Metrowerks hasn't updated the Yaroze version since 
'98 I might have to struggle on with GCC after all. 


Just so you know the bug is when editing text, scrolling the file up and 
down it occassionly copies duplicates a line :( and can delete some code 
when it does it... not good... also when highlighting the view scrolls by so 
fast you get the entire file selected instead of a couple of lines. I'll 
have to send this into Metrowerks and see if there is a fix 


Nigel 

"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 989519Se3d3@www.netyaroze-europe.com... 

> GCC hates me, thats the only conclusion I can come to :) 


I'm going to stick with CodeWarrior for a while. 


I've got another problem but I'll start a new topic for that. when I can 
find the source code to back it up (another painful story) 


Thanks to everyone who helped. GCC is less of a mystery now. 
Nigel 


VVVVVVVVVV 


—-MESSAGE FILE 7640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06367 


-—-MESSAGE FILE 7641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006368 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Flashing 

Date: Sun, 11 Mar 2001 17:36:01 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <98gd6édSe3d6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-26-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi, 


Misleading subject because I was going ask for help with this thing flashing 
but I've fixed that so I'm on to more worrying problems. 


first when you run the program you will see that some of the letters have 
been screwed up, N,V,Y are the most notable, any ideas? 


second I want to get a background scrolling in here, well not just one but 
three layers, the two layers under the action and one layer above, so the 
sprites are sandwiched between the background, but I want the score and logo 
to be above everything. 


I did put some background code in there a while ago but it crashed so I took 
it out, it's been a while since and have only just returned to it (and the 
yaroze for that matter) and have been trying to change myself over to GCC 
ever since so I've not done to much on this and we all know how going back 
on old code is, you can never work out what is going on and it looks like 
somebody else wrote it (well I've pinched large chunks on pad code so 
someone else did write that :) cheers George) 


Opps should say the code is available on my yaroze site 
http://www.netyaroze-europe.com/~ncritten/sector73.zip 


Any help much appreciated 
Nigel 


—-MESSAGE FILE 7641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06368 


—-MESSAGE FILE 7642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006369 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flashing 

Date: Sun, 11 Mar 2001 18:35:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <98ggje$7il@www.netyaroze-europe. com> 
References: <98qd6dSe3d6@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1920-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


> first when you run the program you will see that some of the letters have 
> been screwed up, N,V,Y are the most notable, any ideas? 


I see what you mean. Are you sure the u and x attributes and bit depth are 
correct ? I'm sure logosprite.w should be an even value. 


> logosprite.u = 141; 

> logosprite.v = 215+logotim.py; 
> logosprite.w = 47; 

> logosprite.h = 38; 


I was going to test the above but codewarrior tells me your project was 
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created on an older version of codewarrior and it won't link, so I can't. 
You mentioned something about the last update being in 98 in another 
thread - there is a 99 update in the tools area of the website. 


cheers 
Derek 


> second I want to get a background scrolling in here, well not just one but 
> three layers, the two layers under the action and one layer above, so the 
> sprites are sandwiched between the background, but I want the score and 
logo 

> to be above everything. 

> 

> I did put some background code in there a while ago but it crashed so I 
took 

> it out, it's been a while since and have only just returned to it (and the 
yaroze for that matter) and have been trying to change myself over to GCC 
ever since so I've not done to much on this and we all know how going back 
on old code is, you can never work out what is going on and it looks like 
somebody else wrote it (well I've pinched large chunks on pad code so 
someone else did write that :) cheers George) 


Opps should say the code is available on my yaroze site 
http://www.netyaroze-europe.com/~ncritten/sector73.zip 


Any help much appreciated 
Nigel 


VVVVVVVVVVV VV 


—-MESSAGE FILE 7642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06369 


—-MESSAGE FILE 7643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006370 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flashing 

Date: Sun, 11 Mar 2001 18:36:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <98ggmp$7i2@www.netyaroze-europe. com> 

References: <98gd6dSe3d6@www.netyaroze-europe.com> <98ggje$7il@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: usr1920-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> I see what you mean. Are you sure the u and x attributes and bit depth 
are 
> correct ? 


Oops. Not x - I meant u and w. 


Derek 


—-MESSAGE FILE 7643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06370 


—-MESSAGE FILE 7644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006371 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flashing 
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Date: Sun, 11 Mar 2001 19:38:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <98gkct$7i3@www.netyaroze-europe. com> 
References: <98gqd6dSe3d6@www.netyaroze-europe.com> <98ggje$7il@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-122-26-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Thanks Derek, you are a star, it was exactly that the values should have 
been even, that sort of throws up another problem or question anyway, I've 
adjusted the font table so the u & w are even but several of the other font 
characters have odd u attributes and don't show this problem, I've just got 
to rearrange the image a bit then it should all be looking good again. 


I'm suprised you could find your way around the code its a bit of a mess in 
there. 


I've just downloaded the new codewarrior update, a vast improvement all 
round, not sure how I missed this, its not on the Metrowerks site anyway. 


Things are going better... 


should have mentioned when running this on the title page you can press 
"select" to show some extra info and pressing "select" in game (when there 
is one :) pauses it. 


Nigel 


—-MESSAGE FILE 7644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06371 


—-MESSAGE FILE 7645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006372 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flashing 

Date: Sun, 11 Mar 2001 19:56:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <98glet$7i4@www.netyaroze-europe. com> 

References: <98gqd6dS$e3d6@www.netyaroze-europe.com> <98ggje$7il@www.netyaroze-europe. 
com> <98gkct$7i3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-26-70.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've upload a new *.zip that works with the latest CodeWarrior 


http://www.netyaroze-europe.com/~ncritten/sector73_01.zip 


—-MESSAGE FILE 7645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06372 


—-MESSAGE FILE 7646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006373 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: floating points 

Date: Sun, 11 Mar 2001 22:07:55 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <98gt47$7i5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-26-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Well I got a little bit adventurous tonight a wrote a routine that spins 
sprites round in circles using the sin / cos function, I know it works 
because I've just dropped it into my DirectX engine and no problems, but it 
won't compile on the Yaroze, now I know why 


double Q=0.01 


QPos-=0.2250004 
Q+=+0.225; 


HSX=co0s (Q) *RX; 
HSY=sin (Q) *RY; 


these are all using floating point stuff which I know is emulated on the 
playstation (or at least thats what the Yaroze documents say) but it won't 
link. 


I've included the "libps.h" but I get link errors link 


Link Error : undefined: '_d_itod'¢¢¢gé 
Referenced from 'high_score' in Title_Gover.c 


Link Error : undefined: '_d_dtoi'¢g¢¢gé 
Referenced from 'high_score' in Title_Gover.c 


Link Error : Link failed. 


help... BTW I've turned on Floating Point CodeGen in CodeWarrior, but with 
it on or off it makes no difference 


Cheers 
Nigel (keeping up the flow of traffic) 


—-MESSAGE FILE 7646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06373 


—-MESSAGE FILE 7647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006374 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Sun, 11 Mar 2001 23:28:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <98h1ht$7i6@www.netyaroze-europe.com> 
References: <98gt47$7i5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-111-30.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Juts had a quick look in the book and the only thing I can find is 
Have you got 
MATH-ISA1-noFPU-LE.1lib 


included in your project ? 


Page 4986 


glish/000 


english/0 
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long and floating point operations need to use this library 


Cheers 

John ( Quietbloke ) 

"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 98gt47$7i5@www.netyaroze-europe.com... 

> Well I got a little bit adventurous tonight a wrote a routine that spins 
> sprites round in circles using the sin / cos function, I know it works 

> because I've just dropped it into my DirectX engine and no problems, but 
It 


v 


won't compile on the Yaroze, now I know why 
double Q=0.01 


QPos-=0.2250004 
Q+=+0.225; 


HSX=co0s (Q) *RX; 
HSY=sin (Q) *RY; 


these are all using floating point stuff which I know is emulated on the 
playstation (or at least thats what the Yaroze documents say) but it won't 
link. 


I've included the "libps.h" but I get link errors link 


Link Error : undefined: '_d_itod'¢gé¢¢ 
Referenced from 'high_score' in Title_Gover.c 


Link Error : undefined: '_d_dtoi'¢¢¢gé 
Referenced from 'high_score' in Title_Gover.c 


Link Error : Link failed. 


help... BIW I've turned on Floating Point CodeGen in CodeWarrior, but with 
it on or off it makes no difference 


Cheers 
Nigel (keeping up the flow of traffic) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


—-MESSAGE FILE 7647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06374 


—-MESSAGE FILE 7648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006375 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Sun, 11 Mar 2001 23:30:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <98hlvk$7i7@www.netyaroze-europe. com> 

References: <98gt47$7i5@www.netyaroze-europe.com> <98h1ht$7i6@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host213-122-26-70.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


You guys are good tonight :) 


Yep that certainly was the problem... must RTFM a bit better next time, 
where about was that? 


Cheers 
Nigel 
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"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 98hl1ht$7i6@www.netyaroze-europe.com... 
> Juts had a quick look in the book and the only thing I can find is 


> 
> Have you got 
> 
> 


MATH-ISA1-noFPU-LE.1lib 


—-MESSAGE FILE 7648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06375 


—-MESSAGE FILE 7649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006376 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Sun, 11 Mar 2001 23:31:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <98h210S7i8@www.netyaroze-europe. com> 

References: <98gt47$7i5@www.netyaroze-europe.com> <98h1ht$7i6@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host213-122-26-70.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


only problem is it hideously slow : ( 


Nigel 


—-MESSAGE FILE 7649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06376 


-—-MESSAGE FILE 7650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006377 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Sun, 11 Mar 2001 23:39:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <98h27t$7i9@www.netyaroze-europe. com> 

References: <98gt47$7i5@www.netyaroze-europe.com> <98h1ht$7i6@www.netyaroze-europe.c 
օո» <98h210S7i8@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-109-45.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Use a lookup, or even better use the Matrix rotation functions to spin stuff 
about! 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 98h210$7i8@www.netyaroze-europe.com... 

> only problem is it hideously slow : ( 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 7650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06377 


—-MESSAGE FILE 7651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006378 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Sun, 11 Mar 2001 23:56:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <98h3g2$7i10@www.netyaroze-europe. com> 

References: <98gt47$7i5@www.netyaroze-europe.com> <98h1ht$7i6@www.netyaroze-europe.c 
om> <98h210$7i8@www.netyaroze-europe.com> <98h27t$7i9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-26-70.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yeah thats what I'm now doing, changing it do use a lookup table :) 


The really silly thing is, this code is based on some old stuff I did in 
AMOS on the Amiga, and by the looks of the source I had to slow it down :) 


Well before I was getting 1 FPS :( now with the new lookup table in place 
I'm getting 50 again, and will have to slow the rotation down... 


Not sure about Matrix rotation, what i'm doing is moving sprites round ina 
circle, I haven't done any Matrix stuff yet, I'm sure you will all know when 
I do :-) 


Nigel 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 98h27t$7i9@www.netyaroze-europe.com... 

> Use a lookup, or even better use the Matrix rotation functions to spin 
stuff 

> about! 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 98h210$7i8@www.netyaroze-europe.com... 

> only problem is it hideously slow : ( 

> 

> Nigel 

> 

> 


VVVVVVVV VV 


—-MESSAGE FILE 7651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06378 


—-MESSAGE FILE 7652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006379 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: BG Maps 

Date: Mon, 12 Mar 2001 00:06:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <98h410$7i11@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-26-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


All in all a great day, got my fonts fixed thanks Derek, got my floating 
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point sorted and converted into a table thanks John & Matt... and I even 
made my logo sprite semi transparent... thanks Nigel yes I did that one on 
my own :) 


Right tomorrows tasks stop annoying the news groups and get the BG Maps in.. 
I'm going to take the manuals to bed tonight to try and figure these out but 
if anyone can help in the mean time please do. 


Thanks again 
Nigel 


—-MESSAGE FILE 7652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06379 


—-MESSAGE FILE 7653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006380 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Mon, 12 Mar 2001 00:14:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <98h4bg$7i1l2@www.netyaroze-europe. com> 

References: <98gt47S7i5@www.netyaroze-europe.com> <98h1ht$7i6@www.netyaroze-europe.c 
օո» <98h210S7i8@www.netyaroze-europe.com> <98h27t$7i9@www.netyaroze-europe.com> <98h 
3g2$7i10@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-224-225.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Not sure about Matrix rotation, what i'm doing is moving sprites round in 
a 

> circle, I haven't done any Matrix stuff yet, I'm sure you will all know 
when 

>: T. dor t=) 


I always used to use the Sin/Cos lookup option for loads of stuff, I cut my 
teeth AMOS too funnily enough :) But after playing about with 3d stuff I 
realised I could use the 3d functions for everything I'd used sin/cos for 
and it was way faster and more flexible. 


If say you wanted to rotate about a circle with radius 50: 


startVector.vx = 50; 
startVector.vy = 0; 
startVector.vz = 0; 
rotateVector.vx = 0; 
rotateVector.vy = 0; 
rotateVector.vz = 64; 


RotMatrix(&rotateVector, &matTmp) ; 
ApplyMatrixSV(&matTmp, &startVector, &resultVector) ; 


x = currentDirection.vx; 
y currentDirection.vy 


the "startVector.vx = 50; startVector.vy = 0;" bit specifies your start 
position (rotation about 0,0). The value in rotateVector.vz specifies how 
much you want to rotate (4096 is one complete rotation). "x" and "y" are 
your new rotated values. 


The beauty of this is that you can piss about with the radius of the circle 
really easily (something that would require a Dbig lookup table or some kind 
of scaling with sin/cos), it's super fast and it lets you rotate about x and 
y too so you can get going into and out of the screen bonkers style effects 


:) 
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Mattv 


—-MESSAGE FILE 7653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06380 


—-MESSAGE FILE 7654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006381 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BG Maps 

Date: Mon, 12 Mar 2001 11:56:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 145 

Message-ID: <98idjoSeo92@www.netyaroze-europe. com> 

References: <98h410$7i11@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr830-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0088_01COAAEB.71C13DA0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This is a multi-part message in MIME format. 


SSS =_NextPart_000_0088_01COAAEB.71C13DA0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi 


These might be useful - both progs use the BG functions. 


www.netyaroze-europe.com/~shaughnj/ftp/bgedit.zip 
www.netyaroze-europe.com/~shaughnj/ftp/bgview.zip 


Or, you can avoid using the lib function and use something similar to = 
this 


u_long scrolly, scrollx; // map scroll offsets 


u_char bg_data[NTILEH] [NTILEW] ; 


tile.w =3D 16; 
tile.h =3D 16; 


void draw_bg (void) 
{ 


u_long x, y, mx, my, ox, oy; =20 


ox =3D scrollx & 15; 
oy =3D scrolly & 15; =20 


for (y=3D0, my=3Dscrolly>>4; y<=3D8; yt++, my++)=20 
tile.y =3D (y<<4)-oy; 
for (x=3D0, mx=3Dscrollx>>4; x<=3D20; x++, mx++) 
{ 


tile.x =3D (x<<4)-ox; 


tile.u =3D (bgdata[my] [mx] %16) <<4; 
tile.v =3D (bgdata[my] [mx]/16)<<4; =20 


GsSortFastSprite (&tile, &£WorldOT, 0); 
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} 
} 


cheers 
Derek 


= === = =_NextPart_000_0088_01COAAEB.71C13DA0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4611.1300" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

BODY> 

DIV>Hi</DIV> 

DIV>&nbsp; </DIV> 

DIV>These might be useful - both progs use the BG functions.</DIV> 
DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

DIV><A=20 
ef=3D"http://www.netyaroze-europe.com/~shaughnj/ftp/bgedit.zip">www.net= 
roze-europe.com/~shaughnj/ftp/bgedit .zip</A></DIV> 


R 


HB 
D H 
Էհ 
վ 
w 


D"http://www.netyaroze-europe.com/-shaughnj/ftp/bgview.zip">www.net= 
roze-europe.com/~shaughnj/ftp/bgview. zip</A></DIV> 

IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

Iv>Or, you can avoid using the lib function and use = 

mething&nbsp; similar=20 

énbsp;this :</DIV> 

IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

IV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

IV><FONT face=3DCourier size=3D2>u_long scrolly, scrollx; // map = 


FONT></DIV> 
T face=3DCourier size=3D2>u_char = 
TILEH] [NTILEW] ; </FONT></DIV> 
T face=3DCourier size=3D2></FONT>é&nbsp; </DIV> 
IV><FONT face=3DCourier size=3D2>tile.w =3D 16;</FONT></DIV> 
T 


IV><FONT face=3DCourier size=3D2>tile.h =3D 16;</FONT></DIV> 
IV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 

IV><FONT face=3DCourier size=3D2>void draw_bg (void) </FONT></DIV> 
IV><FONT face=3DCourier size=3D2>{</FONT></DIV> 

IV><FONT face=3DCourier size=3D2>&nbsp; &nbsp; &nbsp; u_long x, y, mx, 
ox, -20 
; énbsp; &énbsp; </FONT></DIV> 
DIV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 

DIV><FONT face=3DCourier size=3D2>é&nbsp; &énbsp; &énbsp; ox =3D scrollx = 
amp; =20 
5;</FONT></DIV> 
DIV><FONT face=3DCourier size=3D2>é&nbsp; &énbsp; &énbsp; oy =3D scrolly 
&amp; =20 

15; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; <BR>&nbsp; &nbsp; &nbsp; &nbsp; = 
énbsp; &nbsp; <BR>&nbsp; énbsp; &énbsp; =20 

for (y=3D0, my=3Dscrollyégt;&gt;4; yélt;=3D8; ytt, 

my++) &nbsp; <BR>&nbsp; énbsp; &énbsp; =20 

{</FONT></DIV> 

DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; énbsp; &nbsp; &énbsp; &nbsp; 
le.y =3D=20 
&1t; &1lt; 4) -oy;</FONT></DIV> 

IV><FONT face=3DCourier size=3D2></FONT>&nbsp; </DIV> 

IV><FONT face=3DCourier = 
ze=3D2>énbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; for=20 

=3D0, mx=3Dscrollxégt;&gt;4; x&lt;=3D20; x++, mx++)</FONT></DIV> 
IV><FONT face=3DCourier size=3D2>&nbsp; &nbsp; &nbsp; é&nbsp; &énbsp; &énbsp; 


` 


KK See eee Ծ ԻՇՕԾԵԽԵԵՕՕԶՉԶՔՕԶՓԾ 
Զ. 
իկ 
ct 
իվ 
= 


APR AADBAAAAAAATDADOBAAATBHBAAN TAN DAAAAAA 


AAD AAATAA 
OK F- Ü Um. H- 


{</FONT></DIV> 
<DIV><FONT face=3DCourier=20 

size=3D2>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &énbsp; &nbs 
p; tile.x=20 


4992 
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=3D (x&lt;&1lt; 4) -ox;</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier=20 

size=3D2>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; &énbsp; &nbs 
p; tile.u=20 

=3D (bgdata[my] [mx]%16) &lt;&1lt; 4; </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; énbsp; &nbsp; &énbsp; &nbsp; 


énbsp; &nbsp; &nbsp; tile.v =3D (bgdata[my] [mx]/16) &lt;&lt;4;énbsp; = 
</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; énbsp; é&nbsp; &énbsp; &nbsp; 


énbsp; énbsp; énbsp; = 
GsSortFastSprite (&amp; tile, &amp; WorldOT, 0) ;</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; énbsp; &nbsp; &énbsp; &nbsp; 


}</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; &nbsp; &nbsp; }</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2>}</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 
<DIV>cheers</DIV> 

<DIV>Derek</DIV></BODY></HTML> 


—----- =_NextPart_000_0088_01COAAEB.71C13DA0-- 
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—-MESSAGE FILE 7654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06381 


—-MESSAGE FILE 7655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006382 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BG Maps 

Date: Tue, 13 Mar 2001 17:17:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 
Message-ID: <981ku0Sh8rl@www.netyaroze-europe. com> 


References: <98h410$7il1l@www.netyaroze-europe.com> <98idjoSeo92@www.netyaroze-europe 


. com> 

NNTP-Posting-Host: host213-122-13-214.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I've thought about doing it that way before, it depends how much hassle I 
have with the BG stuff, I've had a good read of it this time, I'm using tUME 
for the maps so I hope to use them, I can always write an exporter for tUME 
for a specific format... should be fun :) 


I've also ripped the code apart and put it back together its a little bit 
cleaner now, I've a new main loop which has finally allowed me to exit 
cleanly so it's a bit quicker developing now because I'm not resetting the 
Yaroze every 5 minutes :) should have done it ages ago. 


And I've also started a new diary on my Yaroze website, like I say nobody 
reads them but i found them very useful, 5 months afterwards it nice to see 
what you were thinking :) 

Thanks again for the help so far... 

Nigel 

"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 98idjoSeo92@www.netyaroze-europe.com... 

Hi 


These might be useful - both progs use the BG functions. 
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www.netyaroze-europe.com/~shaughnj/ftp/bgedit.zip 
www.netyaroze-europe.com/~shaughnj/ftp/bgview.zip 


Or, you can avoid using the lib function and use something similar to this 


u_long scrolly, scrollx; // map scroll offsets 
u_char bg_data[NTILEH] [NTILEW]; 

tile.w = 16; 

tile.h = 16; 


void draw_bg (void) 
{ 


u_long x, y, mx, My, OX, OY; 


Ox scrollx & 15; 
oy = scrolly & 15; 


for (y=0, my=scrolly>>4; y<=8; yt+, my++) 
{ 
tile.y = (y<<4)-oy; 


for (x=0, mx=scrollx>>4; x<=20; x++, mx++) 


{ 


tile.x = (x<<4)-ox; 
tile.u = (bgdata[my] [mx] %16) <<4; 
tile.v = (bgdata[my] [mx] /16) <<4; 


GsSortFastSprite (&tile, &£WorldOT, 0); 


} 


cheers 
Derek 


—-MESSAGE FILE 7655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06382 


-—-MESSAGE FILE 7656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006383 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: floating points 

Date: Tue, 13 Mar 2001 17:19:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <98110aSh8r2@www.netyaroze-europe. com> 

References: <98gt47$7i5@www.netyaroze-europe.com> <98h1ht$7i6@www.netyaroze-europe.c 
օո» <98h210$7i8@www.netyaroze-europe.com> <98h27t$7i9@www.netyaroze-europe.com> <98h 
3g2$7i10@www.netyaroze-europe.com> <98h4bg$7i12@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-13-214.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Thanks Matt, 


That looks really useful, and much better than tables, I'll have a play 
around. 


Nigel 
> I always used to use the Sin/Cos lookup option for loads of stuff, I cut 


my 
> teeth AMOS too funnily enough :) But after playing about with 3d stuff I 
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> realised I could use the 3d functions for everything I'd used sin/cos for 
> and it was way faster and more flexible. 


—-MESSAGE FILE 7656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06383 


—-MESSAGE FILE 7657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006384 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BG Maps 

Date: Tue, 13 Mar 2001 20:25:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <98lvt3Sh8r4@www.netyaroze-europe. com> 

References: <98h410$7il1l@www.netyaroze-europe.com> <98idjoSeo92@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-13-214.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


After about an hour I've got a scrolling BG working... "finally" they all 
said. 


Anyway with the BG running I lose sprites, mainly the custom fonts which use 
sprites, and everything is behind the BG at the moment. 


Nigel 


—-MESSAGE FILE 7657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06384 


—-MESSAGE FILE 7658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006385 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ftp ok and games uploaded 

Date: Wed, 14 Mar 2001 10:17:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <98ngdo$16il@www.netyaroze-europe.com> 
References: <98gq8rfSe3d4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-167-43.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Nice games Martin. Pretty damn good for first projects i'd say. 


The AI in connect four seems to take ageeees but I suppose it does have a 
big lookup table to traverse. 


Hope to see more surreal concepts like banjo space invaders in your next 
games. 


What are you working on now? 


Mattv 
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Hi, 


command line ftp worked ok for me today, so I've uploaded my 
2D game attempts. 


There are two versions օք connect-4 (with and with-out AI) and 
banjo invaders. 


Hopefully I'll put something that's actually any good up before 
too long... 


Martin. 


VVVVVVVVVVV VV VV 


—-MESSAGE FILE 7658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06385 


—-MESSAGE FILE 7659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006386 

Path: chuka.playstation.co.uk!news 

From: "Webmaster" <webmaster@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Netyaroze server downtime 

Date: Wed, 14 Mar 2001 10:44:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <98ni95$16i2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.193.234.96 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6386 scee.yaroze.announce 
2267 


Hi 


We will be moving the netyaroze web site and newsgroup to a new (more secure 
and reliable!) host. 

The server will be offline Thursday morning (14th March) and probably won't 
be back until Friday sometime. 


Once it's back up and running, only the news and web services will be 
available, the ftp is going to take a little while longer to sort. 


Thanks 
Webmaster 


—-MESSAGE FILE 7659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06386 


-—-MESSAGE FILE 7660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006387 

Path: chuka.playstation.co.uk!news 

From: "Tones" <tony@webbed-fingerz.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 
Subject: Re: Netyaroze server downtime 

Date: Wed, 14 Mar 2001 13:04:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <98nq88516i3@www.netyaroze-europe. com> 
References: <98ni95S16i2@www.netyaroze-europe.com> 
NNTP-Posting-Host: 193.82.133.57 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6387 scee.yaroze.announce 
: 268 


Thanks for letting ստ know! 
Tones 


"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 

news: 98ni95$16i2@www.netyaroze-europe.com... 

> Hi 

> 

> We will be moving the netyaroze web site and newsgroup to a new (more 
secure 
> and reliable!) host. 

> The server will be offline Thursday morning (14th March) and probably 
won't 


> be back until Friday sometime. 

> 

> Once it's back up and running, only the news and web services will be 
> available, the ftp is going to take a little while longer to sort. 

> 

> Thanks 

> Webmaster 

> 

> 


—-MESSAGE FILE 7660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06387 


-—-MESSAGE FILE 7661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006388 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ftp ok and games uploaded 

Date: Wed, 14 Mar 2001 13:46:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <98ns18$16i4@www.netyaroze-europe. com> 

References: <98g8rfSe3d4@www.netyaroze-europe.com> <98ngdo$16il@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-174.beryllium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Nice games Martin. Pretty damn good for first projects i'd say. 
Cheers. 


> The AI in connect four seems to take ageeees but I suppose it does have a 
> big lookup table to traverse. 


Actually I think you get really fast moves when it uses the look-up table (e.g. 
the 

first half dozen or so on hard vs. hard) but it's doing look ahead and rules 
based 
searches for other positions and that takes the time. Connect 4 is a complex AI 
problem... I certainly couldn't have written it from scratch. 


> Hope to see more surreal concepts like banjo space invaders in your next 
> games. 

> 

> What are you working on now? 


Firstly some basic 3D stuff - I'll see what works but I'm looking at LOD (for 
geometry and textures) and portals/culling/HSR (hopefully in a unified structure 
of some sort). 


Then banjos will probably feature again in "Duke Folk'em". And maybe morris 
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dancers. Or something. :) 


Martin. 


—-MESSAGE FILE 7661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06388 


—-MESSAGE FILE 7662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006389 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: negative scrolling on homebrew map routine - need help!! 
Date: Wed, 14 Mar 2001 14:09:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <3AAF7BB2.B427AED3@harbinger.com> 

NNTP-Posting-Host: gate.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept-Language: en 


Hi everyone 


I have a 98% working routine for drawing my own maps (I don't want to 
use the GsBG stuff supplied because I want zoomrotation in my 

project!). It zoomrotates fine, and seems to work 100% when scrolling 
in a positive direction (i.e. down and to the right). However, my maths 
fails on the following range of negative numbers... 


The problem lies in the following formula, which calculates the block in 
the map to start drawing from: 


offsetX = (X scroll position (in pixels) / block size X (also in pixels) 
) 6 background size X (number of blocks going across the map, in this 
case 80); 


I'm using the mod operator in order to wrap the values around to the 
other side of a 2D array containing map data if the scrollX/scrollY 
values go out of range. For any positive numbers I am asking to scroll 
the map by, this approach works fine... 


However, If the scroll value is in the range of -blocksize to 
(-blocksize * 16) (i.e. in the range of -16 to -256), the offset of the 


map comes out in the range of positive 15 - 0! (I need it to be in the 
range of 79 to 64). Any negative scroll numbers NOT in this range work 
fine!!! 


This is mathematically correct (well according to Windows calculator 
anyway ;) , but its a very annoying bug - when you scroll in a negative 
direction and you hit that particular range of scroll values, it looks 
like some of the old cartoon backgrounds where you notice the wraparound 


>) 


Is there any way I can make this approach work for all negative numbers 
without having to reset my scroll positions for the map, and without 
having to resort to a large number of complex, error-prone IF 
statements? I kinda like the simplicity of the maths as it seems to 
work for most cases... (if I reset my scroll positions, that would work 
for that particular map, but will knacker any parallax effects I have - 
and I don't think you have to resort to any similar kludges when using 
the GsBG16 stuff!) 


Sorry if this message isn't clear, i'm on my dinner break at work and I 
don't have my routine/CW project in front of me to post it, i'll do that 
when I get home... 


I hope someone can help out with this problem, it's been holding me back 
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for about 3 months, and I wanna get back into the swing of things!!! 

Cheers 

Andy 


—-MESSAGE FILE 7662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06389 


—-MESSAGE FILE 7663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006390 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Wed, 14 Mar 2001 15:44:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <98038vSij81@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> 

NNTP-Posting-Host: host213-1-184-172.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Sorry I've not got time to think about your prob specifically right now but 
generally speaking you usually need an additional line of code with this 
sort of thing for when you go negative e.g. after your line of code you 
might want something like:- 


if ( offsetX < 0 ) offsetX += max_X_offset; 


and also make sure all your variables are signed (and not unsigned) and that 
they are of sufficient size to cope with the largest result. 


Jon 


—-MESSAGE FILE 7663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06390 


-—-MESSAGE FILE 7664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006391 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior C++ Problem 

Date: Wed, 14 Mar 2001 16:57:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <98080uSij82@www.netyaroze-europe. com> 

References: <985jdnSbmm4@www.netyaroze-europe.com> <985umoSbmm6@www.netyaroze-europe 
.com> <985vq7Sbmm7@www.netyaroze-europe.com> <988bn5Sg0m1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1131l-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 

Thanks for taking a look guys. I'm still looking for a neat solution for 
this problem. I thought about overloading new and delete so they use free 
and malloc so I avoid the bug in delete. I can overload delete but not 
delete[] (it won't compile). The code below works (so it is possible to 
overload delete), but I want to be able to overload delete[] as well. Can 
all you C++ gurus offer some advice? 


cheers 
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Derek :-) 


#include <libps.h> 
#include <stdio.h> 
#include <stdlib.h> 


void operator delete(void * p) 
{ 

printf ("z"); 

free (p); 
Ե 


class gsCPoint 
{ 
private: 
u_long x; 
u_long y; 
public: 
gsCPoint (); 
virtual ~gsCPoint (); 


}; 
gsCPoint::gsCPoint () 
| printf("c"); 
} 
gsCPoint::~gsCPoint () 
i printf ("Վ"): 
} 
void quit (void); 
main () 
| gsCPoint "քչ 
p = new gsCPoint; 
delete p; 
printf ("end"); 


quit (); 


asm void quit (void) 


breakc 0x8201 
nop 


Page 5000 


—-MESSAGE FILE 7664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06391 


—-MESSAGE FILE 7665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006392 


Path: chuka.playstation.co.uk!news 


From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 


negative scrolling on homebrew map routine - need help!! 


Date: Thu, 15 Mar 2001 00:49:08 -0000 


Organization: 


Lines: 48 
Message-ID: 
References: 


X-Priority: 


<98p3erSrmsl@www.netyaroze-europe.com> 
B] 
NNTP-Posting-Host: modem-211.aluminum.dialup.pol.co.uk 


<3AAF 71 


3 


82.1 


PlayStation Net Yaroze (SCEE) 


B42 7AED3@harbinger.com> 


X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> offsetX = (X scroll position (in pixels) / block size X (also in pixels) 
> ) % background size X (number of blocks going across the map, in this 


> case 80); 


So this is equivalent to: offsetX= (x/16)%80; ? 


This should give ... -2, -1, 0, 0, 1, 2 ... and wrap around ok for both 
positive and negative numbers (for x values (-48,-33), (-32,-17), 
(-16,-1), (0,15), (16,31), (32, 47)). 


> However, If the scroll value is in the range of -blocksize to 

> (-blocksize * 16) (i.e. in the range of -16 to -256), the offset of the 
> map comes out in the range of positive 15 - 0! (I need it to be in the 
> range of 79 to 64). Any negative scroll numbers NOT in this range work 
> fine!!! 


This shouldn't happen. 
> This is mathematically correct (well according to Windows calculator 
No it isn't (which makes me think maybe I've misunderstood the problem). 


> having to resort to a large number of complex, error-prone IF 
> statements? I kinda like the simplicity of the maths as it seems to 
> work for most cases... (if I reset my scroll positions, that would work 


Nothing wrong with a few IF statements... 


You could use: 
offsetx= (x/16) %80; 
if (x<0) offsetx += 80 - 1; 


This fixes the negative offsets being 1 too large. offsetx will be in the range 
(-79,0) when x is negative. Adding 80-1 puts it in the range (0, 79). 
(I've put "80 - 1" because 80 is a variable). 


x needs to be at least a short. offsetx can be a char or larger (as long as 
background size stays under 128). The block size and background size 
variables should be ok as chars as well, but you're probably safer with 
shorts or ints (which are probably the same thing on the yaroze anyway). 


As for reseting scroll positions - this would work too. You could keep 
independent coords for each layer for doing parallax. 


Martin. 


—-MESSAGE FILE 7665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06392 


-—-MESSAGE FILE 7666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006393 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 
Date: Thu, 15 Mar 2001 01:01:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 502 

Message-ID: <98p3qpSrms2@www.netyaroze-europe. com> 


References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 


NNTP-Posting-Host: modem-58.silicon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Jon 
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Thanks for the tip - i've not had chance to test it yet [late home from 
work after doing 9 hours of bugfixing:( mind you, its inspiration enough to 
want to finish my game off :) ]. 


The controls are currently: 


X - boost 

pad L/R - rotate ship left/right 
L1/R1 - Zoom map in/out 

L2/R2 - rotate map left/right 


no fire button yet 
Have a look at the attachment to see the bug in action! Look at the offsetx 


and y positions in relation to the negative scroll values and watch the map 
do a passable Flintstones background impersination :) 


If anyone wants to send me any comments about the current look+feel of this 
thing, go for it! (the map graphics are placeholders but the spaceship and 
main character are probably gonna make it in. Bear in mind, i'm no graphics 
artist, so go easy :) 


Cheers 


Andy 


Jon Prestidge (Moose) <jon@surfed.to> wrote in message 

news: 98038v$ij81@www.netyaroze-europe.com... 

> Sorry I've not got time to think about your prob specifically right now 
but 

generally speaking you usually need an additional line of code with this 
sort of thing for when you go negative e.g. after your line of code you 
might want something like:- 


if ( offsetX < 0 ) offsetX += max_X_offset; 
and also make sure all your variables are signed (and not unsigned) and 


that 
> they are of sufficient size to cope with the largest result. 


v 


Jon 


V V V V 


—-MESSAGE FILE 7666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06393 


-—-MESSAGE FILE 7667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006394 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: Netyaroze server downtime 

Date: Fri, 16 Mar 2001 10:44:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <98sqroS6fl@www.netyaroze-europe. com> 

References: <98ni95$16i2@www.netyaroze-europe.com> <98nq88$16i3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6394 scee.yaroze.announce 
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2269 
It lives!!! Its alive.... Just doing an internal test... 


Steve 


—-MESSAGE FILE 7667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06394 


-—-MESSAGE FILE 7668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006395 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: Netyaroze server downtime 

Date: Fri, 16 Mar 2001 12:06:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <98svlcS6f2@www.netyaroze-europe. com> 

References: <98ni95$16i2@www.netyaroze-europe. com> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:6395 scee.yaroze.announce 
2270 


Hi all 


The Netyaroze Server has now been moved to a new host (more secure and 
stable) and is back online for web and news access. 


FTP access will take a while to get sorted out so please be patient, but 
I`ll announce in this newsgroup when it is available again. 


Steve 


Steve Loughran, Network Infrastructure Manager 
Sony Computer Entertainment Europe (Cambridge) 
Home Page -» http://sl.scee.sony.co.uk/ 

Yamaha YZF1000R Thunderace 

ICQ#: 12666311 (Work), 104426046 (Laptop) 

Team Waste - Where do you want to go wrong today? 


—-MESSAGE FILE 7668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06395 


—-MESSAGE FILE 7669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006396 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: makefiles 

Date: Fri, 16 Mar 2001 14:23:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <98t7poS6f3@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1719-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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Hi all 


I've switched from CodeWarrior to the GNU C++ compiler. I'ma bit crap at 
all this makefile business (despite reading Martin's excellent explanation). 
I've attached a small project and it's makefile to this thread. Can anyone 
take a look and point out where I'm going wrong? 


cheers 
Derek 


gcc -c -03 -Wall main.cpp 

gcc -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 main.o 
_exit.o gs_object.o gs_random.o -o xenon 

main.o: In function `main': 

main.cpp(.text+0x2c): undefined reference to `gsCRandom: :gsCRando (void) ' 
main.cpp(.text+0x2c): relocation truncated to fit: JMPADDR 

gsCRandom: :gsCRandom (void) 
main.cpp(.text+0xe0): undefined reference to *gsCRandom: :~gsCRando (void) ' 
main.cpp(.text+0xe0): relocation truncated to fit: JMPADDR 

gsCRandom: :~gsCRandom (void) 


—-MESSAGE FILE 7669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06396 


—-MESSAGE FILE 7670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006397 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: makefiles 

Date: Fri, 16 Mar 2001 14:25:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 153 

Message-ID: <98t7u0S6f4@www.netyaroze-europe. com> 
References: <98t7poS6f3@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1719-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


—-MESSAGE FILE 7670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06397 


—-MESSAGE FILE 7671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006398 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Fri, 16 Mar 2001 14:32:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <98t840S6f5@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-97.arkansas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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> Have a look at the attachment to see the bug in action! Look at the offsetx 
> and y positions in relation to the negative scroll values and watch the map 
> do a passable Flintstones background impersination :) 


I had a look, and it is pretty bizarre. The strange thing is, the y values don't 
seem to do it (although it's hard to tell - the numbers fly by so fast...). But, 
I think 

that if you had map detail on screen as you crossed y=0 you'd still get a 1 
block 

flintstone shift as offsety 0 is repeated for -16 to -1. 

Is the code exactly equivalent for x and y? I noticed that x size is 80 and y 
size 

is 64 - you've not mixed them up anywhere? 

The map appears to be fine going left after a while, except that if you look at 
the 

offsetx it's 5 or 10 out. 


If anyone wants to send me any comments about the current look+feel of this 
thing, go for it! (the map graphics are placeholders but the spaceship and 
main character are probably gonna make it in. Bear in mind, i'm no graphics 
artist, so go easy :) 


V V V V 


I think it looks pretty flash. 


Martin. 


—-MESSAGE FILE 7671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06398 


--MESSAGE FILE 7672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006399 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: makefiles 

Date: Fri, 16 Mar 2001 15:25:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <98tb72S6f6@www.netyaroze-europe. com> 
References: <98t7poS6f3@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-70.fermium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I don't think this is a makefile problem. Your makefile looks ok. I 
can't test it though, because I've not got a c++ compiler. (It does 
use long filenames though, which would cause a problem with 

my make, but nothing would compile at all if that was your problem). 


main.o: In function `main': 

main.cpp(.text+0x2c): undefined reference to *gsCRandom::gsCRando (void) ' 
main.cpp(.text+0x2c): relocation truncated to fit: JMPADDR 

gsCRandom: :gsCRandom (void) 
main.cpp(.text+0xe0): undefined reference to *gsCRandom: :~gsCRando (void) ' 
main.cpp(.text+0xe0): relocation truncated to fit: JUMPADDR 

gsCRandom: :~gsCRandom (void) 


VV VV V V V 


Like it says, some truncation is going on for some reason. gsCRandom has 
been cut to 8 characters. But only in the methods and not the class name... 
weird. 

This looks like a gcc and linker problem (or restriction). 


Martin. 


--MESSAGE FILE 7672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06399 
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-—-MESSAGE FILE 7673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006400 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: makefiles 

Date: Fri, 16 Mar 2001 16:15:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <98tec2S6f7@www.netyaroze-europe. com> 
References: <98t7poS6f3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host62-7-7-248 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hello 


if i do a 'make' with the .o files you included in the archive, i get a 
similar message to the one you get, except the symbol names arent truncated 
(its gsCRandom::gsCRandom not CRando) 


If i delete all your .o files and start again, doing another make, the thing 
compiles and links without warning. My new .o files are the same as yours 
except my gs_random.o is 3008 bytes to your 556. Could this just be 'finger 
trouble'?? 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 98t 7poS6f3@www.netyaroze-europe.com... 


> Hi all 
> 
> I've switched from CodeWarrior to the GNU C++ compiler. I'm a bit crap at 


> all this makefile business (despite reading Martin's excellent 
explanation). 

> I've attached a small project and it's makefile to this thread. Can 
anyone 

> take a look and point out where I'm going wrong? 


cheers 
Derek 


gcc -c -03 -Wall main.cpp 

gcc -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 
main.o 

_exit.o gs_object.o gs_random.o -0o xenon 

main.o: In function `main': 

main.cpp(.text+0x2c): undefined reference to `gsCRandom: :gsCRando (void) ' 
main.cpp(.text+0x2c): relocation truncated to fit: JMPADDR 

gsCRandom: :gsCRandom (void) 
main.cpp(.text+0xe0): undefined reference to *‘gsCRandom: :~gsCRando (void) ' 
main.cpp(.text+0xe0): relocation truncated to fit: JMPADDR 

gsCRandom: :~gsCRandom (void) 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


--MESSAGE FILE 7673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06400 


—-MESSAGE FILE 7674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006401 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GsSPRITE 
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Date: Fri, 16 Mar 2001 17:40:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <98tjd3S6f8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-15-111.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi, 
glad this thing is back up... nice work Steve :) How the bike? 
I've a small question.. can I reuse a GSSPRITE after I've passed the 


structure to GsSort. I want to change the .x .y .Ա .v 


Thanks 
Nigel 


—-MESSAGE FILE 7674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06401 


-—-MESSAGE FILE 7675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006402 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsSPRITE 

Date: Fri, 16 Mar 2001 17:50:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <98tju7S6f9@www.netyaroze-europe. com> 
References: <98tjd3S6f8@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr726-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> I've a small question.. can I reuse a GsSSPRITE after I've passed the 
> structure to GsSort. I want to change the .x .y .u .v 


Yes. 


Derek :-) 


-—-MESSAGE FILE 7675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06402 


—-MESSAGE FILE 7676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006403 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: makefiles 

Date: Fri, 16 Mar 2001 18:00:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <98tkg7S6f10@www.netyaroze-europe. com> 

References: <98t7poS6f3@www.netyaroze-europe.com> <98tec2S6f7@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: usr726-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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> Could this just be 'finger 
> trouble'?? 


Finger trouble, eh. I'm not sure how gs_random.o got messed up but that 
fixed it. Thanks. 


Can anyone suggest a wrapper for the GNU tools that'll make managing my 
project a little easier? 


cheers 
Derek 


—-MESSAGE FILE 7676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06403 


—-MESSAGE FILE 7677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006404 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsSPRITE 

Date: Fri, 16 Mar 2001 17:59:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <98tkgaS6f11@www.netyaroze-europe. com> 

References: <98tjd3S6f8@www.netyaroze-europe.com> <98tju7S6f9@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host213-122-15-111.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


bugger :) 
Not the answer I wanted. Thats how I'm using them at the moment for my Font 
Print routines, but for some reason lots of these are disappearing... its 


mainly now that I've got a BG running? 


Thanks Derek 
Nigel 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 98tju7S6f9@www.netyaroze-europe.com... 


> 

> > I've a small question.. can I reuse a GSSPRITE after I've passed the 
> > structure to GsSort. I want to change the .x .7 .u.v 

> 

> Yes 

> 

> Derek :-) 

> 

> 


—-MESSAGE FILE 7677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06404 


-—-MESSAGE FILE 7678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006405 

Path: chuka.playstation.co.uk!news 

From: "Peter" <cybersmurf@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: makefiles 

Date: Fri, 16 Mar 2001 19:50:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <98tqjhS6f12@www.netyaroze-europe. com> 

References: <98t7poS6f3@www.netyaroze-europe.com> <98tec2S6f7@www.netyaroze-europe.c 
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om> <98tkg7S6f10@www.netyaroze-europe. com> 

Reply-To: "Peter" <cybersmurf@btinternet.com> 
NNTP-Posting-Host: host62-7-54-5.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I'm doing all my coding using the Visual C++ environment but using the GCC 
compiler. You still have to edit/update the mkefile your self but it works 
for me. 


Peter 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 98tkg7S6f10@www.netyaroze-europe.com... 
> 

> Could this just be 'finger 

> trouble'?? 


Finger trouble, eh. I'm not sure how gs_random.o got messed up but that 
fixed it. Thanks. 


project a little easier? 


cheers 


> 
> 
> 
> 
> 
> 
> Can anyone suggest a wrapper for the GNU tools that'll make managing my 
> 
> 
> 
> Derek 

> 

> 


-—-MESSAGE FILE 7678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06405 


—-MESSAGE FILE 7679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006406 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: endians 

Date: Fri, 16 Mar 2001 19:48:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <98tqu8S6f13@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-15-111.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi, 

May not seem relevant but I'm writing a map converter so I can use tUME maps 
on the Yaroze, but the maps are in IFF format and the PC is the other way 
round... 

I used to have a MACRO to swap endians but I've lost it : ( 

IFF are a pain to load as well anyone got any ideas how to make it easier 
Nigel 


—-MESSAGE FILE 7679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06406 


—-MESSAGE FILE 7680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006407 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: endians 

Date: Sat, 17 Mar 2001 00:02:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <98u9p6S6f14@www.netyaroze-europe. com> 
References: <98tqu8S6f13@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-15-111.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


sorted out now... 


Thanks 


—-MESSAGE FILE 7680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06407 


—-MESSAGE FILE 7681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006408 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: todays question "tpages" 

Date: Sat, 17 Mar 2001 02:42:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <98uj59S6f15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-15-111.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Got the map routines working last night, so I can now import a tUME map. 
So to the question, can the tile sheets be wider than 256. 


for (county =0; county < 13; county+t) 
{ 


for (countx = 0; countx < 19; countx+t+t) 
{ 
gscell[count].u = (countx * 16); 
gscell[count].v = (county * 16); 
gscell[count].cba = GetClut (tilestim.cx, tilestim.cy); 
Js 


tpage = GetTPage(GsSprite4bit, 0, tilestim.px, 


tilestim.py 
gscell 
count+ 


} 


, 


count].flag = 0; 


[ 

[ 

[ 
gscell[count 

) 

[ 

+ 


} 


that how I grab the tiles at the moment and everything seems fine except 
when the .u goes over 256, the tile sheet is 320 wide, when it reaches tile 
17 it wraps round to 0. 17*16 Հ 272 which is the first tile to go over the 
256 boundary, the next line down gets stranger... any ideas, i'll post the 
source again if its going to help? 


Thanks 
Nigel (the pain) 


-—-MESSAGE FILE 7681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06408 


—-MESSAGE FILE 7682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006409 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: todays question "tpages" 

Date: Sat, 17 Mar 2001 11:09:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <98vgk1$30k1l@www.netyaroze-europe. com> 
References: <98uj59S6f15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-124-6.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I don't believe an individual 8bit sprite can be wider than 256 pixels, 
sorry. 


Mattv 

Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 98uj59S6f15@www.netyaroze-europe.com... 

Got the map routines working last night, so I can now import a tUME map. 


So to the question, can the tile sheets be wider than 256. 


for (county =0; county < 13; county+t) 
{ 


for (countx = 0; countx < 19; countx++) 
{ 
gscell[count].u = (countx * 16); 
gscell[count].v = (county * 16); 
gscell[count].cba = GetClut (tilestim.cx, tilestim.cy); 
յ. 


tpage = GetTPage(GsSprite4bit, 0, tilestim.px, 


r 


count] .flag = 0; 


tilestim.py 
gsce11 
count+ 


) 


[ 

[ 

[ 
gscell[count 

) 

[ 

+ 


} 


that how I grab the tiles at the moment and everything seems fine except 
when the .u goes over 256, the tile sheet is 320 wide, when it reaches 

ile 

17 it wraps round to 0. 17*16 Հ 272 which is the first tile to go over the 
256 boundary, the next line down gets stranger... any ideas, i'll post the 
source again if its going to help? 


Thanks 
Nigel (the pain) 


VVVVVVVVVVAFVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 7682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06409 


—-MESSAGE FILE 7683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006410 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsSPRITE 

Date: Sat, 17 Mar 2001 11:08:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <98vgkv$30k2@www.netyaroze-europe. com> 
References: <98tjd3S6f8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc226-cam2.cable.ntl.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> glad this thing is back up... nice work Steve :) How the bike? 


Havent been on the bike since November, no insurance and finances are tight 
:( Yes I miss it terribly 


ftp access to this server will take a while to get sorted, need to secure it 
properly before I can allow external access again. 


Steve 


—-MESSAGE FILE 7683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06410 


-—-MESSAGE FILE 7684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006411 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: todays question "tpages" 

Date: Sat, 17 Mar 2001 11:26:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <98vhqaS30k3@www.netyaroze-europe. com> 

References: <98uj59S6f15@www.netyaroze-europe.com> <98vgk1$30k1@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-24-226.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yeah I thought that might be the problem, what I'm thinking however is that 
Tim Tool 3 show the TIM crossing the tpage so maybe I could change the TPage 
when it crosses the 256 boundary... either that or I shift all the tiles 
around, I'm now going to add support to write out TIM files from my cutter, 
which should fix the problem. 


Nigel 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 98vgk1$30k1l@www.netyaroze-europe.com... 

> I don't believe an individual 8bit sprite can be wider than 256 pixels, 
> sorry. 

> 

> Mattv 


—-MESSAGE FILE 7684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06411 


—-MESSAGE FILE 7685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006412 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: endians 

Date: Sat, 17 Mar 2001 12:55:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <98vnlp$30k4@www.netyaroze-europe. com> 

References: <98tqu8S6f1l3@www.netyaroze-europe.com> <98u9p6S6f14@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-150-223.btinternet.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


There are IFF and HAM plugins included with Photoshop, at least with v4.0. 
If they can be of any use to you let me know. 


Peter 


—-MESSAGE FILE 7685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06412 


—-MESSAGE FILE 7686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006413 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: endians 

Date: Sat, 17 Mar 2001 13:36:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <98vpe7S30k5@www.netyaroze-europe. com> 

References: <98tqu8S6f13@www.netyaroze-europe.com> <98u9p6S6f14@www.netyaroze-europe 
.com> <98vnlp$30k4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-24-226.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


That HAM one sounds interesting, and I would mind have a look at that, does 
it do HAM8 or just HAM? 


Thanks 
Nigel 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: 98vnlp$30k4@www.netyaroze-europe.com... 

> There are IFF and HAM plugins included with Photoshop, at least with v4.0. 
If they can be of any use to you let me know. 


> 
> 
> Peter 
> 
> 


—-MESSAGE FILE 7686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06413 


—-MESSAGE FILE 7687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006414 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: endians 

Date: Sat, 17 Mar 2001 14:36:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 449 

Message-ID: <98vsuiS30k6@www.netyaroze-europe.com> 

References: <98tqu8S6f13@www.netyaroze-europe.com> <98u9pé6Sé6f14@www.netyaroze-europe 
.com> <98vnlp$30k4@www.netyaroze-europe.com> <98vpe7$30k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-150-223 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


After looking at it, I think the HAM plugin only supports exporting to HAM8, 
so it's not really much use. Nevermind, I've attached both the plugins 
anyway. 
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Peter 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 98vpe7$30k5@www.netyaroze-europe.com... 

> That HAM one sounds interesting, and I would mind have a look at that, 
does 


> it do HAM8 or just HAM? 

> 

> Thanks 

> Nigel 

> 

> "Peter Armstrong" <hanno@btinternet.com> wrote in message 
> news: 98vn1lpS$30k4@www.netyaroze-europe.com... 

> > There are IFF and HAM plugins included with Photoshop, at least with 
v4.0. 

> > If they can be of any use to you let me know. 

>> 

> > Peter 

>> 

>> 

> 

> 


—-MESSAGE FILE 7687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06414 


—-MESSAGE FILE 7688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006415 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Sat, 17 Mar 2001 16:58:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <99057g$S30k7@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr1910-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> I think it looks pretty flash. 
Yep - nice demo. So, what's the game going to be about? 


Derek 


—-MESSAGE FILE 7688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06415 


—-MESSAGE FILE 7689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006416 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Makefiles drive me rather nuts 

Date: Sun, 18 Mar 2001 19:17:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9931joS5Sia2@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-256.sand-martin.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Here's a puzzle: 

Excuse my ignorance but, what the jimmy hill does this mean: 


<b> 

gcc -Wall -funsigned-char -c mainl.c 

Fatal! cannot open swap file c:\tmp/pg15a3AA.AAA 
</b> 


This has not happened before and I clueless really. 
all help muchos appreciated! 


Max 


—-MESSAGE FILE 7689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06416 


—-MESSAGE FILE 7690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006417 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Makefiles drive me rather nuts 

Date: Mon, 19 Mar 2001 15:01:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9956vm$7j11@www.netyaroze-europe.com> 
References: <9931joS$5ia2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-226.utah.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Its cool, it was an environment setup error of sorts. Didn't even edit my 
djsetup.bat to point to my correct temp directory... doh. 


Max 

Max <mad.max@which.net> wrote in message 

news: 9931 joS$S5ia2@www.netyaroze-europe.com... 

> Here's a puzzle: 

Excuse my ignorance but, what the jimmy hill does this mean: 
<b> 

gcc -Wall -funsigned-char -c mainl.c 

Fatal! cannot open swap file c:\tmp/pg15a3AA.AAA 

</b> 

This has not happened before and I clueless really. 


all help muchos appreciated! 


Max 


VVVVVVVVVVVV VV N 


—-MESSAGE FILE 7690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06417 


—-MESSAGE FILE 7691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006418 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Mon, 19 Mar 2001 17:22:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <3AB6404F. 65C9AF1C@harbinger.com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 
g$30k7@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk72.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi all! 


Firstly, thanks to all for the help you guys have given me! I *think* 
i've got it scrolling smoothly in all directions now, will post the 
latest build for everyone to look at when I get home... 


For those interested, the fix turned out to be (as indicated by Jon and 
Martin): 


offsetX = background->scrollxX / background->blockSizex; 
while (offsetX < 0) //Had to change 
the if to a while to cope with when things went massively negative! 
{ 
offsetX += background->backgroundSizexX; 
} 


offset %= background->backgroundSizexXx; 
[similar for Y offset] 


However, (using a GsBG map for the nebula graphics, and with my 
foreground map being drawn with 32*32 16-bit/pixel blocks to fit in the 
texture cache) the value returned by VSync(0) seems a bit high - it 
almost uses all the time available when there is a screen full of blocks 
to be displayed (and especially when being zoomed/rotated - VSync hovers 
between around 60 - >200 depending on where you are in the map). 


I have moved as many of the multiplications and divisions outside the 
map drawing routine as I can, and I am using optimisation level 4 (using 
CodeWarrior BTW), but although it has helped a little, there doesn't 
seem to be as much speed increase as I thought. (I am currently drawing 
around 264 blocks in total). A maximum VSync of around 90-100 seems 
reasonably acceptable for this sort of thing though, after all we have 
all seen things on PSOne that would probably take more time than drawing 
around 300 sprites and still run at 50FPS (well, smoothly at least) - 
then again, those guys are better coders than me :) 


I am thinking about moving to a VSyncCallback, that will probably give 
me a bit more time to play with, but i'm not convinced that'll give me 
the speed increase that I am after (I want to put in some Defender-style 
pixelshatter routines and have potentially loads of them on the screen 
at once). 1 don't really want to drop my screen resolution either 
(currently 320*256). Surprisingly, eliminating the mod (to test the 
speed difference) didn't seem to have much effect either (apart from 
things were then allowed to go out of range)! [surprising, because I 
was sure that was one reason why it was slow - a divide per block would 
be needed to get the remainder :( ]. Can anyone else suggest anything I 
might be able to do? (most sprites are now 32*32 for faster texture 
cache lookups, most are 8bpp but some are 16bpp) 


Derek da Silva wrote: 


> > I think it looks pretty flash. 


> 
> Yep - nice demo. So, what's the game going to be about? 
Hehe, cheers! The nebula background was from GIMP by the way (not some 


strange bloke in a leather suit and mask, but the quality Linux/UNIX 


Net Yaroze newsgroups message dump.txt 
image manipulation tool!) - everything else was by me... 


Well, I have a concept of sorts brewing - a kind of a cross between 
Defender, Solar Jetman on the NES and Super Metroid... I've not got a 
story together yet (just a few elements lurking in my mind), but I want 
it to be fairly action-packed (with a VSync of around 200? Hah!!) with 
a bit of exploration/puzzle solving thrown in for good measure. I want 
to be able to pick stuff up with the ship (more Solar Jetman/Thrust 
influences), and have the character swing about on a grappling hook 
(Super Castlevania IV/Metroid influences!) for certain bits of the 
game... nothing really original so far! 


Thanks everyone - hopefully I can turn this collection of routines into 
something like a game!! 


Andy 
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—-MESSAGE FILE 7691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06418 


—-MESSAGE FILE 7692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006419 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: todays question "tpages" 

Date: Mon, 19 Mar 2001 19:37:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <995mnr$7j12@www.netyaroze-europe. com> 
References: <98uj59S6f15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-72-171.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 98uj59S6f15@www.netyaroze-europe.com... 

> Got the map routines working last night, so I can now import a tUME map. 
> 


> So to the question, can the tile sheets be wider than 256. 


Yep, I think so, but .u and .v are u_char, so (countx * 16) won't get you 
very far. 


You'll have to access any .u >= 256 by finding out the TPage and then the 
offset. 


There may well be a speed hit for this over keeping all your cells in the 
same TPage (it might wallop the texture cache?). But I'm really not sure. 
Give it a try ;) 


J. 

> for (county =0; county < 13; county+t+) 

> { 

> for (countx = 0; countx < 19; countx++) 

> { 

> gscell[count].u = (countx * 16); 

> gscell[count].v = (county * 16); 

> gscell[count].cba = GetClut (tilestim.cx, tilestim.cy); 

> gscell[count].tpage = GetTPage(GsSprite4bit, 0, tilestim.px, 
> tilestim.py); 

> gscell[count].flag = 0; 

> count++; 

> } 

> } 

> 

> that how I grab the tiles at the moment and everything seems fine except 
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> when the .u goes over 256, the tile sheet is 320 wide, when it reaches 
tile 

> 17 it wraps round to 0. 17*16 Հ 272 which is the first tile to go over the 
256 boundary, the next line down gets stranger... any ideas, i'll post the 
source again if its going to help? 


Thanks 
Nigel (the pain) 


VVVVVVNV VV 


—-MESSAGE FILE 7692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06419 


—-MESSAGE FILE 7693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006420 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: todays question "tpages" 

Date: Mon, 19 Mar 2001 19:39:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <995nfs$7j13@www.netyaroze-europe.com> 

References: <98uj59S6f15@www.netyaroze-europe.com> <995mnr$7j12@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-30-15.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've actually done something like that, I got round it like you said by 
offsetting. 


I'm not sure if there is a speed hit, can't see one at the moment, it's only 
a 2D game so I'm not pushing this thing to the limits but splatting a few 
tiles & sprites about :) 


But I'll do it properely in the end, I'll get my map converter to output a 
tile sheet as well. 


Thanks for the help 
Nigel 


—-MESSAGE FILE 7693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06420 


—-MESSAGE FILE 7694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006421 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Mon, 19 Mar 2001 22:41:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 452 

Message-ID: <9961fnS$7j14@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F. 65C9AF1C@harbinger. com> 

NNTP-Posting-Host: modem-34.indium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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here's the lastest - working, but slow : ( 


Anyone know where I can find that Yaroze optimisation doc - I had it but its 
gone missing! 


Cheers 


Andy 


—-MESSAGE FILE 7694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06421 


—-MESSAGE FILE 7695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006422 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Mon, 19 Mar 2001 22:43:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <99624qS7j15@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe. com> 

NNTP-Posting-Host: usr735-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Anyone know where I can find that Yaroze optimisation doc - I had it but 
its 
> gone missing! 


Hi 
Is this it? 
http://www.netyaroze-europe.com/~harveyc/ftp/optimize.txt 


cheers 
Derek 


—-MESSAGE FILE 7695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06422 


—-MESSAGE FILE 7696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006423 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Mon, 19 Mar 2001 23:13:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9963bb$74j16@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-34.indium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yep, that's the one - (2 minute reply - good service in here ;) 
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Thanks mate! 
Andy 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 99624q$7j15@www.netyaroze-europe.com... 


> > Anyone know where I can find that Yaroze optimisation doc - I had it but 
> its 

> > gone missing! 

> 

> Hi 

> 

> Is this it? 

> 

> http://www.netyaroze-europe.com/~harveyc/ftp/optimize.txt 
> 

> cheers 

> Derek 

> 

> 


—-MESSAGE FILE 7696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06423 


—-MESSAGE FILE 7697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006424 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 
Date: Tue, 20 Mar 2001 02:01:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <996din$7j17@www.netyaroze-europe. com> 


References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 


g$30k7@www.netyaroze-europe.com> <3AB6404F. 65C9AF1C@harbinger. com> 
NNTP-Posting-Host: modem-102.sodium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


offsetX = background->scrollxX / background->blockSizex; 
while (offsetX < 0) file://Had to change 
the if to a while to cope with when things went massively negative! 
{ 
offsetX += background->backgroundSizex; 
} 


offset %= background->backgroundSizex; 


VVVVVVV 


I don't think this is quite right. Looking at it again you need to 

check for negativity before doing the integer division. 

Dividing by 16: 16 1, -15- 0, -1= 0, 0Հ- 0, 15=0, 16=1, 31= 1, 32= 2 

==> the first negative block is only 15, and repeats the first positive block. 


Here's my second spasm at it (splitting positive and negative into 2 cases): 


if (background->scrollxX<0) { 
offsetxX= 
( (background->scrol1X-1) /background->blockSizeX) Sbackground->backgroundSizeX+ 
background->backgroundSizex-1; 
} else { 
offsetxX= 
(background->scrol1X/background->blockSizex) thackground->backgroundSizex; 
} 


The first -1 copes with the size 15 block. The second -1 copes 
with the negative blocks all being 1 too large. 


Net Yaroze newsgroups message dump.txt Page 5021 


The map drawing certainly looks ok at the moment, so this 
probably doesn't matter, but you may end getting bugs later 
(e.g. when trying to compute which block the ship is over). 


Sorry I've no help for optimising - I'm trying to learn all that stuff myself... 


Martin. 


—-MESSAGE FILE 7697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06424 


—-MESSAGE FILE 7698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006425 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Tue, 20 Mar 2001 12:42:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <997j361$7j18@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe. com> 

NNTP-Posting-Host: host213-1-73-46.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I aggree that you shouldn't be getting such a high Hsync value. Like you 
said i'd expect it to be under 100. 


Hmmm I'd try eliminating all the 16bit textures for starters. 


Are you drawing blocks even if they are offscreen maybe (maybe when they are 
really big and only a few can be seen but you're still sorting a screen full 


of small ones)? Things can slow down quite a bit when you are scaling 
sprites up massively (more than 6 times ish). 


Try changing divisions and multiplications to shifts in loops with many 
itterations. 


Matt 


—-MESSAGE FILE 7698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06425 


—-MESSAGE FILE 7699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006426 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Tue, 20 Mar 2001 15:18:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <3AB774C7. 6B4D8F95@harbinger. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <997361S57j18@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk94.harbinger.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi all! 
Matt Verran wrote: 


> Լ aggree that you shouldn't be getting such a high Hsyne value. Like you 
> said i'd expect it to be under 100. 

> 
> 


Hmmm I'd try eliminating all the 16bit textures for starters. 


Wouldn't that affect the drawing speed with regard to the texture cache? I 
thought that the optimum block size for 16bpp graphics was 32*32 (which is not 
in the demo I posted BIW, I have another version where all my blocks are of size 
32*32 but zoomed out to give the appearance of a map made of 16*16 blocks, I 
didn't post that one because it currently doesn't look as nice when everything 


is zoomed out ;). This does give a small speed increase, but doesn't get me 
under 100 HSyncs) If I moved to 8bpp wouldn't I need my blocks to be sized 
32*64 to be optimal? (or am I misunderstanding something?) This is the reason I 


moved to l6bpp 32"32 blocks for the foreground map graphics (everything else is 
8bpp) . 


Are you drawing blocks even if they are offscreen maybe (maybe when they are 
really big and only a few can be seen but you're still sorting a screen full 
of small ones)? Things can slow down quite a bit when you are scaling 
sprites up massively (more than 6 times ish). 


VVVVVVV 


err.. yes I am - but I expected slowdown from that anyway, it should be fairly 
simple to reduce the amount of blocks being drawn depending on the level of 
zoom. I thought that I should sort out optimisation for the "normal" (i.e. 
unzoomed) case first, then work on stuff like that later. (there's only a 4X 
zoom being done BTW) 


> 


> Try changing divisions and multiplications to shifts in loops with many 
> itterations. 


I'll have a go tonight [i'll also try Martin's idea of checking for -ve before 
doing any divisions - not an optimisation measure I know but it might make the 
background handler work more correctly :)] - although, like I said, removing the 
mod didn't seem to help much (even though its essentially a divide, which are 
meant to be slow as, (for CISC anyway...)) 


Last night I attempted using VSyncCallback() for the first time to attempt to 
get more raster time (as explained in the Net Yaroze FAQ), but I couldn't get it 
working [so I went away and had a look at some other optimisation measures 
instead, none of which seemed to have much effect :( ] 


I had something like: 


(in my globals section of my code) 
volatile int waitVSync = 0; 


void MyCallbackFunction () 
{ 


//callback code 
} 


then before entering the main program loop (not every frame), I did: 
vSyncCallback((void*) & MyCallbackFunction) ; 
Where I usually call DrawSync(0); VSync(0), I replaced it with the suggested 


code to change the waitVSync variable, as sugested in the Yaroze FAQ. On 
compiling/running I just got a black screen. 
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Do you need to register MyCallbackFunction() with VSyncCallback() every frame, 
or just once? (I was only registering it once - admittedly, I didn't experiment 
very much with this, as i'm not 100% convinced i'll get a major speedup - wasn't 
VSyncCallback() written just to get round a problem in interlace mode?) And 
what is the int that VSyncCallback() returns? 


Cheers again for everybody's help!! 
Andy 


—-MESSAGE FILE 7699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06426 


—-MESSAGE FILE 7700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006427 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GsIMAGE.pmode Values 

Date: Tue, 20 Mar 2001 17:56:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9985j0$7j19@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-41.carnivore.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Does anyone know the actual values that are stored in the pmode part of the 
GsIMAGE structure (they are hex numbers I'm sure, am I wrong)? I think for 
4-bit its 0x08 and 8-bit is 0x09 what about 16 and 24 bit? Also why is it 
that 4 bit IS 0x08 I thought it would have made more sense to have 4-bit as 
0200 and 8-bit as 0x01 etc... or is it that this is just the way it is and 
thats that??? 


Max 


—-MESSAGE FILE 7700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06427 


-—-MESSAGE FILE 7701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006428 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsIMAGE.pmode Values 

Date: Tue, 20 Mar 2001 18:43:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9988ef$7j110@www.netyaroze-europe. com> 
References: <9985j0$7j19@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr819-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi 


Oh. I've answered this on the other forum but perhaps you'll see it here 
first :) 


The pmode values are: 
0x08: 4 bit CLUT 


0x09: 8 bit CLUT 
0x02: 16 bit 
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0203: 24 bit 


Bit 3 of pmode is set if the TIM contains a CLUT - so a 4 bit TIM will have 
a pmode of 0x08 rather than 0x00, and an 8 bit TIM a pmode of 0x09, rather 
than 0x01. 


cheers 
Derek 


—-MESSAGE FILE 7701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06428 


—-MESSAGE FILE 7702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006429 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Tue, 20 Mar 2001 19:34:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <998bjc$7j111@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <99736157j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 
com> 

NNTP-Posting-Host: 195.149.22.27 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Andrew Partington" <andrew.partington@harbinger.com> wrote 

Last night I attempted using VSyncCallback() for the first time to attempt 
= get more raster time (as explained in the Net Yaroze FAQ), but I couldn't 
re [so I went away and had a look at some other optimisation measures 


> instead, none of which seemed to have much effect :( ] 
> 

> I had something like: 

> 

> (in my globals section of my code) 

> volatile int waitVSync = 0; 


There are problems accessing global variables from within the callback 
function. Try declaring your variable as 


__declspec(bss) volatile int waitVSyne = 0; 


This should work. There's also another method, which involves restoring the 
gp register value, check out the CW doc Targeting Net Yaroze, page 66/67 for 
more info. 


Peter 


—-MESSAGE FILE 7702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06429 


—-MESSAGE FILE 7703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006430 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: MGS Integral 

Date: Tue, 20 Mar 2001 20:23:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <998ej1$7j5112@www.netyaroze-europe.com> 
NNTP-Posting-Host: dk3as17-81-232-149.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, I know this is probably a bit of topic but does anyone know where I 
may be able to purchase a copy of Metal Gear Solid Integral ?? 


Thanks, 


Jim 
Join the search - SETI@home 
http://setiathome.ssl.berkeley.edu 


—-MESSAGE FILE 7703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06430 


—-MESSAGE FILE 7704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006431 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GsIMAGE.pmode Values 

Date: Tue, 20 Mar 2001 22:02:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <998jvt$7j113@www.netyaroze-europe.com> 

References: <9985j0$7j19@www.netyaroze-europe.com> <9988ef$7j110@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: modem-10.buproprione.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Cheers Derek! much appreciated! 
Max 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 9988ef$7j110@www.netyaroze-europe.com... 


Hi 


Oh. I've answered this on the other forum but perhaps you'll see it here 
first :) 


The pmode values are: 


0x08: 4 bit CLUT 
0x09: 8 bit CLUT 
0x02: 16 bit 
0x03: 24 bit 


Bit 3 of pmode is set if the TIM contains a CLUT - so a 4 bit TIM will 

ave 

a pmode of 0x08 rather than 0x00, and an 8 bit TIM a pmode of 0x09, rather 
than 0201. 


cheers 
Derek 


VVVVVVEFVVVV VV VV VV VV VV 
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> 


—-MESSAGE FILE 7704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06431 


—-MESSAGE FILE 7705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006432 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Wed, 21 Mar 2001 13:06:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <3AB8A751.A5D36CCF@harbinger.com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <99736157j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk81.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Thanks Peter, that worked 100%! But now I can't see how many HSyncs/frame I am 
getting - is there any way I can get my VSync(0) value back using callbacks 
without causing another wait for vertical retrace? (calling VSync with values 
greater than 0 doesn't seem to return anything useful) 


I also tried setting the stack to point at the DCache, as in the the NY FAQ. 
The given asm wouldn't work for CW though, so I tried to come up with something 
I thought was equivalent... 


volatile asm void SetStackToDCache () 
{ 


sw $29,0(sp) // Put R3000 register 29 (stack pointer) 
onto stack 
lw $29,0x1f£8003f0 // Point at the upper bound of DCache (since 


the stack grows downwards) 


} 
volatile asm void SetStackToR29 () 


lw $29,0(sp) // Restore stack pointer 
} 


Trying this out, (not surprisingly perhaps, since the first item of the stack 
might have had some useful value in it) I got the black screen of death! I know 
the DCache is only 1K but I don't think I was putting enough params on the stack 
to overflow it (unless setting the project to build with maximum optimisation 
has reorganised the code somewhat, or I may need a delay slot to be filled with 
nop after the load). 


Can anyone see what I am doing wrong? Also, do I set the stack to point at the 
DCache as the very first thing in the initialiation code, or only before a 
time-critical procedure call (resetting it afterwards)? Or would a better 
approach be to just dump structures into the DCache as needed without touching 
the stack pointer? 


Cheers everyone! [crikey, this thread's getting hefty innit! Not that i'm 
complaining :) | 


Andy 
Peter Armstrong wrote: 


> "Andrew Partington" <andrew.partington@harbinger.com> wrote 
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> 

> Last night I attempted using VSyncCallback() for the first time to attempt 
to 

> get more raster time (as explained in the Net Yaroze FAQ), but I couldn't 
get it 


> working [so I went away and had a look at some other optimisation measures 
> instead, none of which seemed to have much effect :( ] 

> 

> I had something like: 

> 

> (in my globals section of my code) 

> volatile int waitVSync = 0; 


There are problems accessing global variables from within the callback 
function. Try declaring your variable as 


__declspec(bss) volatile int waitVSynec = 0; 


This should work. There's also another method, which involves restoring the 
gp register value, check out the CW doc Targeting Net Yaroze, page 66/67 for 
more info. 


VVVVVVVVVVVVVVV VV VV VV VV 


Peter 


-—-MESSAGE FILE 7705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06432 


—-MESSAGE FILE 7706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006433 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Wed, 21 Mar 2001 17:07:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <3AB8DFBA. 7BDE2A4E@harbinger.com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 

oze-europe.com> <997361$S7j18@www.netyaroze-europe.com> <3AB774C7.6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> 

NNTP-Posting-Host: manuk81.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hang օո - I think I know why i'm having problems setting the stack to point at the 
DCache: 


I was browsing the member homepages and I came across Andreas Schrattenecker's page 
- he did something similar, but he was using a couple of global variables to store 
the stack pointer in, instead of trying to dump it straight on the stack like the 
thick git that I am :-P 


Andreas reckons he's getting a 400% speed increase under CW, negligable speed 
increase under GCC - is GCC really that much better when it comes to producing 
optimal code? 


Cheers 


Andy 
Andrew Partington wrote: 


> Thanks Peter, that worked 100%! But now I can't see how many HSyncs/frame I am 
> getting - is there any way I can get my VSync(0) value back using callbacks 


Net Yaroze newsgroups message dump.txt Page 5028 


without causing another wait for vertical retrace? (calling VSync with values 
greater than 0 doesn't seem to return anything useful) 


I also tried setting the stack to point at the DCache, as in the the NY FAQ. 
The given asm wouldn't work for CW though, so I tried to come up with something 
I thought was equivalent... 


volatile asm void SetStackToDCache () 
{ 


sw $29,0(sp) // Put R3000 register 29 (stack pointer) 
onto stack 
lw $29,0x1f£8003f0 // Point at the upper bound of DCache (since 


the stack grows downwards) 


} 


volatile asm void SetStackToR29 () 
{ 

lw $29,0(sp) // Restore stack pointer 
} 


Trying this out, (not surprisingly perhaps, since the first item of the stack 
might have had some useful value in it) I got the black screen of death! I know 
the DCache is only 1K but I don't think I was putting enough params on the stack 
to overflow it (unless setting the project to build with maximum optimisation 
has reorganised the code somewhat, or I may need a delay slot to be filled with 
nop after the load). 


Can anyone see what I am doing wrong? Also, do I set the stack to point at the 
DCache as the very first thing in the initialiation code, or only before a 
time-critical procedure call (resetting it afterwards)? Or would a better 
approach be to just dump structures into the DCache as needed without touching 
the stack pointer? 


Cheers everyone! [crikey, this thread's getting hefty innit! Not that i'm 
complaining :) | 


Andy 
Peter Armstrong wrote: 


"Andrew Partington" <andrew.partington@harbinger.com> wrote 


> 

> Last night I attempted using VSyncCallback() for the first time to attempt 
to 

> get more raster time (as explained in the Net Yaroze FAQ), but I couldn't 
get it 

> working [so I went away and had a look at some other optimisation measures 


> instead, none of which seemed to have much effect :( ] 
> 

> I had something like: 

> 

> (in my globals section of my code) 

> volatile int waitVSync = 0; 


There are problems accessing global variables from within the callback 
function. Try declaring your variable as 


__declspec(bss) volatile int waitVSyne = 0; 


This should work. There's also another method, which involves restoring the 
gp register value, check out the CW doc Targeting Net Yaroze, page 66/67 for 
more info. 


VN NV N NV N N N NV V V NV NV Y V VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVVVV VV VV VV VV 


Peter 


—-MESSAGE FILE 7706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06433 


-—-MESSAGE FILE 7707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006434 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Wed, 21 Mar 2001 19:53:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <99b1l1lcS$cial@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <997361S57j18@www.netyaroze-europe.com> <3AB774C7.6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA. 7BDE2A4F@harbinger.com> 

NNTP-Posting-Host: host213-122-194-232.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Andrew Partington" <andrew.partington@harbinger.com> wrote in message 
news: 3AB8DFBA. 7BDE2A4F@harbinger.com... 

> Hang on - I think I know why i'm having problems setting the stack to 
point at the 

> DCache: 

> 

> I was browsing the member homepages and I came across Andreas 
Schrattenecker's page 

> — he did something similar, but he was using a couple of global variables 
to store 

> the stack pointer in, instead of trying to dump it straight on the stack 
like the 

> thick git that I am :-P 


> 

> Andreas reckons he's getting a 400% speed increase under CW, negligable 
speed 

> increase under GCC - is GCC really that much better when it comes to 
producing 


> optimal code? 


I've been trying to set the stack pointer to the d-cache but havent been 
having much luck. All my tests have been within the debugger, which seems to 
have a problem with the new stack pointer. After your post I tried the 
program in PSComsUtil and it runs fine. 

Despite the new stack value in the target settings the ny.pxe file still has 
it's stack set at the default 801FFFFO. I changed this to point to the 
d-cache and the program runs but in siocons it won't return to the brick 
screen. 


CW code does seem to be a little slower than GCC code, I've not really done 
any proper comparisons but in one instance the GCC compiled code was around 
10% faster than CW. 


> > Thanks Peter, that worked 100%! But now I can't see how many 
HSyncs/frame I am 


> > getting - is there any way Լ can get my VSync(0) value back using 
callbacks 

> > without causing another wait for vertical retrace? (calling VSync with 
values 


> > greater than 0 doesn't seem to return anything useful) 


ՄՏՃոօ (1) does still appear to return the hsyne count, it's just its counter 
is no longer reset. If you add the relevant lines from the following code 
you should get the same timing value as before. 


DrawSync (0); 


timer = ՄՏՄոօ(1) - timer; 
FntPrint ("timer %d\n",timer); 


wait = 1; 
while(wait == 1); 
wait = 2 


r 
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timer = VSync(1); 


Regards, 
Peter 


—-MESSAGE FILE 7707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06434 


-—-MESSAGE FILE 7708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006435 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: cool fx 

Date: Thu, 22 Mar 2001 03:11:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <99bptvScia2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-21-66-60-62.vip.uk.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


can anyone tell me how to get blurring effexts, etc, like in final fantasy 
when going into batle? 


-—-MESSAGE FILE 7708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06435 


—-MESSAGE FILE 7709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006436 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: cool fx 

Date: Thu, 22 Mar 2001 10:27:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <99ck0tScia3@www.netyaroze-europe. com> 
References: <99bptvS$cia2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-64-236.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


It depends on exactly what you want to do, but good places to start would be 
TOM's screen/motion blurring routine: 
http://www.netyaroze-europe.com/~topcats/routines.html 

The blitterboy sourcecode, particularily the "visfx" module: 
http://www.netyaroze-europe.com/~CHRISC/ 


Shaun Gibson <shaunyg@hotmail.com> wrote in message 
news: 99bptvS$cia2@www.netyaroze-europe.com... 


> can anyone tell me how to get blurring effexts, etc, like in final fantasy 
> when going into batle? 

> 

> 


—-MESSAGE FILE 7709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06436 
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—-MESSAGE FILE 7710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006437 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: cool fx 

Date: Thu, 22 Mar 2001 10:34:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <99cklpScia4@www.netyaroze-europe. com> 
References: <99bptvS$cia2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-5-159.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Not sure, but one way but probably very slow is simply to not clear the 
buffer. 


The way some 3D packages do motion blur is to draw the same frame (well the 
next 6 frames) starting of almost transparent coming up to drawing it with 
no transparency. Like I say this is probably very slow because you are 
drawing the same frame 6 times... an alternative would be to grab the screen 
buffer and paste the screen down 6 times instead of the entire scene, you 
could also rotate it as you lay it down as in Final Fantasy. 


Not sure if that helps if not there will be a more intelligent answer along 
in a minute :) 


Nigel 


"Shaun Gibson" <shaunyg@hotmail.com> wrote in message 
news: 99bptvS$cia2@www.netyaroze-europe.com... 


> can anyone tell me how to get blurring effexts, etc, like in final fantasy 
> when going into batle? 

> 

> 


--MESSAGE FILE 7710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06437 


—-MESSAGE FILE 7711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006438 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Fri, 23 Mar 2001 00:47:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <99e5ufSmp51@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <99736157j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA. 7BDE2A4EF@harbinger.com> <99bl1lcScial@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-239.arizona.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi everyone 


just a quick update for those interested: 
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With a VSyne callback in place, and using 32*32 16-bit sprites for optimal 
texture cache usage, i'm still getting around 250 HSyncs in the worst 

case -- not enough to cause visible slowdown but enough so that I can't do 
anything else in the frame - must try harder! 


Still no joy with setting the stack to the DCache, it either black screens 
on me, or doesn't even leave the brick screen after "go" has been executed 
by siocons... no luck with PSComUtil either... 


I can copy structures into the DCache and point at them successfully with no 
probs though, but there doesn't seem to be much in the way of speed increase 
so far... 


Peter Armstrong <hanno@btinternet.com> wrote in message 

news: 99bl1lcScial@www.netyaroze-europe.com... 

> "Andrew Partington" <andrew.partington@harbinger.com> wrote in message 
> news: 3AB8DFBA. 7BDE2A4F@harbinger.com... 


> CW code does seem to be a little slower than GCC code, I've not really 
done 

> any proper comparisons but in one instance the GCC compiled code was 
around 

> 10% faster than CW. 


Cheers for the info Peter - I reckon its time to try GCC!! (i'm getting 
desperate now) 


Andy 


-—-MESSAGE FILE 7711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06438 


—-MESSAGE FILE 7712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006439 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Fri, 23 Mar 2001 11:16:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <99fb8 jSmp52@www.netyaroze-europe.com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 

oze-europe.com> <997361$7j18@www.netyaroze-europe.com> <3AB774C7.6B4D8F95@harbinger. 

com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA.7BDE2A4E@harbinger.com> <99bllc$cial@www.netyaroze-europe.com> <99e5ufS$mp51@www 
-netyaroze-europe. com> 

NNTP-Posting-Host: modem-36.rutherfordium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> With a VSync callback in place, and using 32*32 16-bit sprites for optimal 
> texture cache usage, i'm still getting around 250 HSyncs in the worst 

> case -- not enough to cause visible slowdown but enough so that I can't do 
> 


anything else in the frame - must try harder! 


I think you should try using smaller sprites with less depth. I don't think that 


you have to completely fill the t-cache to get benefit from it. And if you're 
changing your texture frequently you won't be getting anything from it 
anyway so you might as well ignore it... 


> Still no joy with setting the stack to the DCache, it either black screens 
> on me, or doesn't even leave the brick screen after "go" has been executed 
> by siocons... no luck with PSComUtil either... 
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Aren't there some library functions that use the dcache? Malloc maybe? 
The other alternative is that your function variables go over 1K - quite easy to 
do with a few nested functions. 


Martin. 


—-MESSAGE FILE 7712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06439 


—-MESSAGE FILE 7713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006440 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Sun, 25 Mar 2001 22:37:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1059 

Message-ID: <99lnvq$Sroal@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 

oze-europe.com> <99736157j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 

com> <998bjc$7j3111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA.7BDE2A4E@harbinger.com> <99bllcS$cial@www.netyaroze-europe.com> <99e5uf$mp51@www 
-netyaroze-europe.com> <99fb8jSmp52@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-228.nitrogen.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Martin Keates <martin@jabadaw.fsnet.co.uk> wrote in message 

news: 99fb8jSmp52@www.netyaroze-europe.com... 

> > With a VSync callback in place, and using 32*32 16-bit sprites for 
optimal 


> > texture cache usage, i'm still getting around 250 HSyncs in the worst 

> > case -- not enough to cause visible slowdown but enough so that I can't 
do 

> > anything else in the frame - must try harder! 

> 


> I think you should try using smaller sprites with less depth. I don't 
think that 
> you have to completely fill the t-cache to get benefit from it. And if 
you're 
> changing your texture frequently you won't be getting anything from it 
> anyway so you might as well ignore it... 


Hmm... surely it'd help if zoom/rotate/rgb adjustment was being performed 
for each sprite. Plus, it actually takes more time if the blocks are 
smaller. I've attached a zip file with map sprites at 16"16 and 32*32 pixel 
blocks, with colour depths of 16, 256 and 15-bit direct which shows this 
phenomenon. 


With 16*16 blocks (no zoom), no matter what colour depth, it frequently goes 
over 300 Hysncs/frame when there are many blocks on the screen (it actually 
seems slower in 16/256 colour modes, due to CLUT lookup??), but with a block 
size of 32*32 (zoomed out to look like 16*16 blocks, so should take up more 
time to display) it runs faster! Again, colour depth doesn't seem to have 
too much impact. 


From this, I assume that: 


- colour depth doesn't have much impact on performance (although it has 
some) 
- block/texture size is fairly critical to get max throughput with the GPU 
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I got CW to disassemble the code it was producing for that routine, and 
considering the MIPS has like loads of general purpose registers to play 
with, it was hardly touching any of them (this is with optimisation levels 
set to maximum) - perhaps the memory traffic is killing it?? Guess it's GNU 
or an asm rewrite of that routine... 


There's not really much scope for cheating either, I really need each block 
to be zoomable/rotatable/rgb adjustable, so I can't turn those features off. 
Mebbe sprites aren't really the way forward - would dynamic TMD make better 
use of the hardware? 


Cheers for the input everyone! 


Andy 


—-MESSAGE FILE 7713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06440 


—-MESSAGE FILE 7714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006441 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Mon, 26 Mar 2001 02:06:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <99m4juSroa2@www.netyaroze-europe. com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <99736157j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA.7BDE2A4E@harbinger.com> <99bllc$cial@www.netyaroze-europe.com> <99e5ufS$mp51@www 
-netyaroze-europe.com> <99fb8jSmp52@www.netyaroze-europe.com> <99lnvqSroal@www.netya 

roze-europe. com> 

NNTP-Posting-Host: modem-250.helium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> — colour depth doesn't have much impact on performance (although it has 
> some) 


From my tests colour depth has a big effect. 8 bit is 25-40% faster than 
16 bit. 4 bit is 50% quicker than 16 bit in some circumstances, but 
sometimes not quicker than 8 bit. Effective use of the texture cache makes 
a big difference too (you can double your rendering time with a poor use 
of texture caching). 


> — block/texture size is fairly critical to get max throughput with the GPU 


I ran your demos, and noted the hsyncs for a few of the same map positions 

with each one. I got about the same results for all the 16x16 demos, and 

about the same for all the 32x32 ones. This probably indicates that your 
program is CPU dominated, which wouldn't be surprising, because 

zoom-rotated sprites take a lot longer to sort than to draw. I don't think it's 
the GPU causing the difference between the 16x16 and 32x32 timings. 

Try timing the CPU and GPU separately (i.e. use one packet list at a time 

and do a VSync (0) after both the CPU code and the GPU code). (This will 
obviously make your program run (visually) half as fast...). 


There's not really much scope for cheating either, I really need each block 
to be zoomable/rotatable/rgb adjustable, so I can't turn those features off. 
Mebbe sprites aren't really the way forward - would dynamic TMD make better 
use of the hardware? 


W N-N-N 
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I think it probably would be better (not that I've tried anything like that 
though). 

If you set up a bunch of polygons with your background textures on them you'd 
only need to set up the GTE once with your transformation matrix, rather than 
set up the zoom/rotate on a per-sprite basis (which I guess is what 
GsSortSprite does). 


Martin. 


--MESSAGE FILE 7714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06441 


—-MESSAGE FILE 7715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006442 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Tue, 27 Mar 2001 11:40:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <3ACO06E14.DDF52035@harbinger.com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe. com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 
netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <99736157j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA.7BDE2A4E@harbinger.com> <99bllc$cial@www.netyaroze-europe.com> <99e5uf$mp51@www 
-netyaroze-europe.com> <99fb8jSmp52@www.netyaroze-europe.com> <99lnvqSroal@www.netya 
roze-europe.com> <99m4juSroa2@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk63.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi everyone! 


I had a moment of inspiration last night while playing Bangai-o :) (level 19 boss 
to be exact) 


I think I might have sussed out another way of improving the performance of this 
routine, without having to learn about TMD 

manipulation beforehand [even though I thought I was going to have to go down that 
route and waste another year :)] - using the much overlooked (by me anyway) 
MovelImage() | 


Basically, I intend to MoveImage() my blocks directly from VRAM into another VRAM 
area, then have between 80-20 sprites (depending on colour depth) in an array 
making up the background which use this other VRAM area to grab their textures 
from. 

Obviously this means I can't store as many textures as I could before, but I 
consider this an acceptable tradeoff. (VRAM buffer size is also dependant on 
colour depth). Surely I can display 80 sprites at very maximum (more likely to be 
40 though, coz i'm going back to 8-bit backgrounds!) for a background without 
killing performance too much! 


Another advantage (besides the speed of moving stuff in VRAM) is that its no longer 
dependant on the way I want to draw the map - I can use sprites, or when I get less 
scared of dynamic TMD maybe I can use it as a texture :) Disadvantage - I lose 
per-block lighting (using sprites anyway) :( Which, to be honest, might have 
looked a bit ropey anyway, given the resolution of 16:16 or 32*32 blocks... (might 
have been nice with 8*8 tho!) 


That'll teach me for doing it the brute force way and not taking the PSX 
architecture into account! [Wonder if that's why the X-Box is coming out ;)] 


And [another moment of inspiration reading Matthew Smith's homepage, and reminicing 
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about the good old Speccy - though I hesitate to mention it because I may get 
burned at the stake by Sony, but still... :)] 


Has anyone investigated the possibility of burning data onto CDR as audio, then 
writing a Yaroze loader to read CDDA into the audio buffer, decode it and store it 
into the relevant place in memory? (something similar must get done with the 
sound-light programs that are floating about) Obviously you wouldn't be able to 
boot from CD, but you could put the CDR in after uploading the code via normal 
means, and you'd have to have the Yaroze turn the volume down on the sound channels 
before you did this or suffer from blown speakers :) I'd try it but I doubt they'd 
be too happy at work if I kept coming up to them asking to burn some tims for me! 
Or is CDDA too imprecise for data transfer - I saw some TV programme once where 
they were showing something about music piracy, and they took this copied CD and 
the original round to some blokes house who had magic ears, and he could tell them 
apart pretty much straight away (this was a supposedly good copy as well)! 


I thought about doing something similar with the memory cards once, to see if it 
was possible to cram a Yaroze game into an 8K memory card block, and have a memory 
card loader running on Yaroze. I never got round to it though [work got in the way 
:( ] That might have been cool - an 8K games competition, and 15 games/memory 

card - minus siocons baud rate info of course :) I get first call on doing Combat 
though :) [which is what this game actually started as, before I started adding 
stuff to it, hence the design of the ship :) I've got this quality aerial view of 
Washington showing the Pentagon, which would be excellent for the jet games! I've 
also got some satellite pics of Area 51 (in black+white though) which might be 
pretty cool] 


Cheers everyone for their input, it's really been appreciated! It's good to know 
that people still read the newsgroups and are ready to help out! 


Andy 


-—-MESSAGE FILE 7715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06442 


—-MESSAGE FILE 7716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006443 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: negative scrolling on homebrew map routine - need help!! 

Date: Tue, 27 Mar 2001 15:28:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <99q8b3S3rgl@www.netyaroze-europe.com> 

References: <3AAF7BB2.B427AED3@harbinger.com> <98038v$ij81@www.netyaroze-europe.com> 
<98p3qpSrms2@www.netyaroze-europe.com> <98t840S6f5@www.netyaroze-europe.com> <99057 

g$30k7@www.netyaroze-europe.com> <3AB6404F.65C9AF1C@harbinger.com> <9961fnS7j14@www. 

netyaroze-europe.com> <99624qS7j15@www.netyaroze-europe.com> <9963bb$7j16@www.netyar 
oze-europe.com> <997361S57j18@www.netyaroze-europe.com> <3AB774C7. 6B4D8F95@harbinger. 
com> <998bjc$7j111@www.netyaroze-europe.com> <3AB8A751.A5D36CCF@harbinger.com> <3AB8 

DFBA.7BDE2A4E@harbinger.com> <99bllc$cial@www.netyaroze-europe.com> <99e5ufS$mp51@www 
-netyaroze-europe.com> <99fb8jSmp52@www.netyaroze-europe.com> <99lnvqSroal@www.netya 
roze-europe.com> <99m4juSroa2@www.netyaroze-europe.com> <3AC06E14.DDF52035@harbinger 
. com> 

NNTP-Posting-Host: host62-7-25-136.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Andrew Partington" <andrew.partington@harbinger.com> wrote in message 
news: 3ACO6E14.DDF52035@harbinger.com... 

> 

> Has anyone investigated the possibility of burning data onto CDR as audio, 
then 

> writing a Yaroze loader to read CDDA into the audio buffer, decode it and 
store it 

> into the relevant place in memory? (something similar must get done with 
the 

> sound-light programs that are floating about) Obviously you wouldn't be 
able to 
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> boot from CD, but you could put the CDR in after uploading the code via 
normal 

> means, and you'd have to have the Yaroze turn the volume down on the sound 
channels 

> before you did this or suffer from blown speakers :) I'd try it but I 
doubt they'd 

> be too happy at work if I kept coming up to them asking to burn some tims 
for me! 

> Or is CDDA too imprecise for data transfer - I saw some TV programme once 
where 

> they were showing something about music piracy, and they took this copied 
CD and 

> the original round to some blokes house who had magic ears, and he could 
tell them 
> apart pretty much straight away (this was a supposedly good copy as well)! 


I had a go at storing data as cd audio a long while back, I didn't get it to 
work though. The data appeared to be stored on disc correctly but the data 
returned from Colin Hughes' cdfeed function didn't match it. I wasn't 
totally surprised, looked like it was worth a try at the time. :) 


I don't know how it used to work on the Spectrum, or with modem handshaking 
for that matter, something to do with each sound pitch having a different 
value? 


If you did manage to store data as cd audio, you'd probably want to test the 
data for errors after reading it to memory. As you suspect, the error 
detection/correction tests on cd audio aren't precise enough for data. 


> I thought about doing something similar with the memory cards once, to see 
if it 

> was possible to cram a Yaroze game into an 8K memory card block, and have 
a memory 


> card loader running on Yaroze. I never got round to it though [work got 
in the way 

> :( ] That might have been cool - an 8K games competition, and 15 
games/memory 

> card - minus siocons baud rate info of course :) I get first call on 
doing Combat 

> though :) [which is what this game actually started as, before I started 
adding 

> stuff to it, hence the design of the ship :) I've got this quality aerial 
view of 

> Washington showing the Pentagon, which would be excellent for the jet 
games! I've 


> also got some satellite pics of Area 51 (in black+white though) which 
might be 
> pretty cool] 


The idea of a small game competition did also occur to me, not on memory 
cards though. :) 

It wouldn't be a problem to create a card game loader program, you can 
execute games as child processes relatively easy using Exec(). 

Also using compression would allow larger games to be written and stored. 


Regards, 
Peter 


—-MESSAGE FILE 7716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06443 


—-MESSAGE FILE 7717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006444 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: How the texture cache works 

Date: Tue, 27 Mar 2001 22:42:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 83 

Message-ID: <99r1f2Sdkql@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-136.sodium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 


I've been doing some experimenting to try and figure out the inner 

workings of the texture cache (probably other people have done 

so before me - is there any documentation on the website about 

it at all?). I'm not saying that this is right, just what I've inferred from 
my timings and the behaviour I've encountered. 


Anyway: the t-cache size is 64x64 pixels for 4-bit, 64x32 for 8-bit 
and 32x32 for 16-bit. There ends the documentation that I could 
find a 


So how does it work? As far as I can tell, each row and column of 

the cache keeps track of the texture page offset last used, but they 
all work to MOD cache size. So, supposing we are using 8-bit 

textures and have a cache size of 64x32 pixels. A 16x16 texture at 
(0,0) on a texture page would map to (0,0) on the cache, but so 

would a texture at (0,32), (0,64), (64,32), (64,64) etc. etc. so 
changing between textures at those points will cause a lot of cache 
misses. On the other hand, a texture at say (16, 108) would map to 
(16,12) in the cache which isn't a conflict with (0,0) to (15,15) and 
so we could alternate two textures with optimal performance. 


So, for 16x16 textures we can have 8 textures anywhere in the texture 
page as long as they MOD to distinct cache addresses. And it's 
cleverer than that: textures can wrap around to the other side of the 
cache no problem (e.g. with a 64x32 texture at (10,10) the texture 
would look pretty mangled mapped to (0,0) but it doesn't matter), and 
only the offending pixels are changed during conflicts (e.g. two 16x16 
textures at (0,0) and (0,18) would only have 2 lines conflicting and 
would have much less of a performance hit than two completely 
conflicting textures). 


All jolly nice, but when do you get cache misses? Well, apart from 
overlapping textures as described above, changing the texture page 
invalidates the entire texture cache, and changing between texture 
depths causes misses too. 


Why worry about this then? Because it can triple your rendering 

time if you get it wrong! Actual rendering times are very sprite 
specific (probably dependent on the the amount of pixels rendered), 

but for drawing 1000 sprites using two textures I get (times in hsyncs): 


32x32x16 -» no misses: 438, all misses: 1455 
32x32x8 —> no misses: 366, all misses: 906 


16x16x16-> none: 150, all: 433 
16x16x8-> none: 114, all: 263 


4-bit renders at the same speed as 16-bit with no cache misses, but 
isn't as bad with them (it's much easier to keep all your textures in the 
cache using 4-bits anyway). 


I did some tests using zoom/rotate as well: 


32x32x16 (mag*0.5)-> none: 183, all: 739 
32x32x8 (mag*0.5)-> none: 177, all: 470 


16x16x16 (mag*2)-> none: 542, all: 840 
16x16x8 (mag*2)-> none: 525, all: 650 


The set up time for these tests was 585, so generally you're going to 
be waiting for the CPU rather than the GPU if you use a lot of zoomed 
sprites. 
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Note that the performance hit drops off pretty fast - if you can string 
5 or 10 cache hits in a row together you'll only be about 20-30% off 
optimum rather than 200%. 


So... is this right? 

Was this all obvious? Did everyone just know it anyway? 

Is there any documentation about this on the web already? Or a post 
in one of the newsgroups? 


cheers, 
Martin. 


—-MESSAGE FILE 7717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06444 


—-MESSAGE FILE 7718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006445 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Wibbly lines and no reason? 

Date: Fri, 30 Mar 2001 20:27:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 227 

Message-ID: <9a2mu5$md41@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-0-254 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi wonder if anyone can help with this problem... 

As you can see from the image I'm saving out a BMP using standard fwrite 
functions everything goes fine until I hit a patch of memory that I've 
written to. 


This isn't strictly a Yaroze problem its a PC tool to export images as tiles 
and maps for the yaroze so it is relevant :) 


I allocate memory for the tile sheet like this 


tilesheet = (UCHAR *)malloc (320 * 256); 
FillMemory (tilesheet, 320%*256, 12); 


// filling the memory with colour 12 


// I write the tiles like this 


image_index = x + (y*w); 
dest_index = tix + (tiy*imagewidth) ; 


for (int line =0; line<h; linet++, image_index+=w) 

{ 

memcpy (&dest [dest_index], &source[image_index], w); 
dest_index +=imagewidth; 


} 


// I save the tiles like this 


/* WRITES COLOURS TO SCREEN TO CHECK ALIGNMENT. 
for (int coloury=0; coloury<256;coloury+tt) 


{ 


for (int colour=0; colour<h-1;colour+t) 


{ 


front_buffer[colourt+coloury*w]=colour; 
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} 
} 
ef 


for (i = 0; i < h ; i++) 
{ 
nWritten = fwrite( front_buffer, w , 1, pFile); 
front_buffert+=w; 
// printf("%Sd expected w 54, actually nWritten %d\n",i, w, nWritten); 
} 


If I don't write to the momory Engine007.png is the result 


WHAT ON EARTH IS GOING ON 


—-MESSAGE FILE 7718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06445 


—-MESSAGE FILE 7719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006446 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: C++ Examples 

Date: Wed, 4 Apr 2001 16:39:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9affb8Shlu2@www.netyaroze-europe. com> 

References: <8sq0sfStlgl@www.netyaroze-europe.com> <39f5del14.46315157@www.netyaroze-— 
europe.com> <8t4s7j$10al@www.netyaroze-europe.com> <8t4tlo$1l0a2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr884-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


And another 


http://www.netyaroze-europe.com/~dhartmei/ 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 8t4tlo$1l0a2@www.netyaroze-europe.com... 
> Here's another C++ example: 


http: //www.netyaroze-europe.com/~jeanluc/ftp/tmdview. zip 


> www.netyaroze-europe.com/~frothy/ftp/pune-0.2.srce.zip 
> www.netyaroze-europe.com/~steved/ 


VVVVVVVV 


—-MESSAGE FILE 7719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06446 


-—-MESSAGE FILE 7720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006447 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze Server... 

Date: Wed, 11 Apr 2001 14:33:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9blmfg$9skl@www.netyaroze-europe. com> 
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NNTP-Posting-Host: modem-111l.ytterbium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Has anyone been able to log onto the Yaroze server since it was last taken 
off line. Someone said that they mannaged to access it via command line FTP, 
I use Windows because its easier (and I'm stupid)... I just need to know IF 
it will be back up and if so WHEN. I've got some stuff I've wanted to upload 
for weeks now. 


Cheers all 
Max. 


—-MESSAGE FILE 7720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06447 


—-MESSAGE FILE 7721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006448 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: C++ Question 

Date: Wed, 11 Apr 2001 22:42:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9b2j3fS9sk3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-25-133.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I am just getting started on rewriting my framework in C++. 
I have a question that I hope someone here could either answer or point me 
to something that'll do it. 


I want to create a high level class as a sort of replacement for my Director 
code in the framework. 
This class does the actual top level screen handling ( init the screen, add 
entries to the WOT and refreshing the display ). What I really want is to 
only create 1 instance of this class. Any additional creates of this class 
should simply point to the existing one. Of course when destroying I want to 
ensure it only gets destroyed once it has truely gone out of scope. 

I think I know what I need to do.. ie.. keep a static instance counter anda 
pointer to the first 'this' and I think I almost have it working but Im also 
thinking this MUST be a standard requirement for an app and therefore a 
simple,elegant standard way of implementing it. 

I'm sure I read something somewhere about this very topic but for the life 
of me I cant currently remember where I read it. 


I hope this makes sense.. and yes.. as suggested in my homepage ( 
www.quietbloke.com ) I really am starting a new project.. it will be another 
2d ( probably ) game but a lot more ambitious and of course it will be 
written in C++ so there will probably be more questions to follow soon. 


Cheers 
John ( QuietBloke ) 


PS... how is everyone else getting on ?.. anything new to show soon ? 


—-MESSAGE FILE 7721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06448 


-—-MESSAGE FILE 7722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006449 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 
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Newsgroups: 


Subject: Re: 


scee.yaroze.freetalk.english 
C++ Question 


Date: 11 Apr 2001 21:53:23 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 25 
Message-ID: 
References: 


<01c0c2d1$878704a0$S030be4d5@pal-—s-—omnibook> 
<9b243£S$9sk3@www.netyaroze-europe. com> 


NNTP-Posting-Host: nas-cbv-5-11-3.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi John, 


I believe the model you're depicting is well exposed in the famous book 
"Design Patterns" as the "Singleton" (not sure for the English name 


though). As 
say... 


pal 


I did not personnally implement it in C++, that's all I can 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in article 
<9b243f£S9sk3@www.netyaroze-europe.com>... 


<snip> 


> What I really want is to 
> only create 1 instance of this class. Any additional creates of this 


class 


> should simply point to the existing one. 


<snip> 


> Im also thinking this MUST be a standard requirement for an app and 


therefore a 


> simple,elegant standard way of implementing it. 
> I'm sure I read something somewhere about this very topic but for the 


life 


> of me I cant currently remember where I read it. 


<snip> 


—-MESSAGE FILE 7722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06449 


—-MESSAGE FILE 7723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006450 
Path: chuka. 
From: "John 
Newsgroups: 
Subject: Re: 


playstation.co.uk!news 

\( QuietBloke N)" <quietbloke@btinternet.com> 
scee.yaroze.freetalk.english 

C++ Question 


Date: Wed, 11 Apr 2001 23:36:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 37 

Message-ID: 
References: 
-omnibook> 


<9b2m8 6S 9sk4@www.netyaroze-europe. com> 
<9b253fS9sk3@www.netyaroze-europe.com> <01c0c2d1$878704a0S030be4d5@pal-s 


NNTP-Posting-Host: host213-122-127-252.btinternet.com 


X-Priority: 


3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I must be real dozy tonight. Of course its a singleton ! and I remember now 
where I read it. 

Thanx for the quick reply... maybe next time I'll come up with a tricky 
question. 


Cheers ( QuietBloke ) 


"pal" <pal_news@hotmail.com> wrote in message 
news :01c0c2d1$878704a0S030be4d5@pal-—s-—omnibook... 


> Hi John, 


say... 


V V V V V 


I believe the model you're depicting is well exposed in the famous book 
"Design Patterns" as the "Singleton" (not sure for the English name 
though). As I did not personnally implement it in C++, that's all I can 
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pal 

John ( QuietBloke ) <quietbloke@btinternet.com> wrote in article 
<9b243£S9sk3@www.netyaroze-europe.com>... 

<snip> 


> What I really want is to 

> only create 1 instance of this class. Any additional creates of this 
class 
> should simply point to the existing one. 
<snip> 
> Im also thinking this MUST be a standard requirement for an app and 
therefore a 

> simple,elegant standard way of implementing it. 

> I'm sure I read something somewhere about this very topic but for the 
life 

> of me I cant currently remember where I read it. 

<snip> 


VVVVVVVVVVVV VV VV VV W 


--MESSAGE FILE 7723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06450 


-—-MESSAGE FILE 7724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006451 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Server... 

Date: Thu, 12 Apr 2001 12:30:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9b43j3S9sk5@www.netyaroze-europe. com> 
References: <9blimfg$9skl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-92-8 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I can't access it at the mo, I think we just have to wait. 


cheers 
Matt 


Max <mad.max@which.net> wrote in message 

news: 9blmfg$9skl@www.netyaroze-europe.com... 

> Has anyone been able to log onto the Yaroze server since it was last taken 
> off line. Someone said that they mannaged to access it via command line 
FTP, 

> I use Windows because its easier (and I'm stupid)... I just need to know 
IF 

> it will be back up and if so WHEN. I've got some stuff I've wanted to 
upload 

> for weeks now. 


Cheers all 
Max. 


VVVVV 


—-MESSAGE FILE 7724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06451 


-—-MESSAGE FILE 7725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006452 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: C++ Question 

Date: Fri, 13 Apr 2001 00:47:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9b5eveS9sk6@www.netyaroze-europe. com> 
References: <9b27j3fS9sk3@www.netyaroze-europe.com> <01c0c2d1$878704a0S030be4d5@pal-s 
—-omnibook> <9b2m86S9sk4@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr707-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 
I'd never heard of the Singleton design pattern until now (shows how much I 


know about C++), but I thought it sounded interesting as I was attempting to 
do something similar with the screen class in xenon. 


I see using a singleton is far better, as this prevents the creation of 
multiple screen objects; before I was just preventing the screen setup code 
in the constructor running more than once. Much neater. 


http://www.inquiry.com/techtips/cpp_pro/10min/10min0200.asp 


cheers guys 
Derek 


—-MESSAGE FILE 7725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06452 


—-MESSAGE FILE 7726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006453 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: loading an exe and using Exec() 

Date: Sun, 15 Apr 2001 10:23:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9bbp7uSt451@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-25-161.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi All 


I spent the whole of yesterday puzzling over this yaroze problem. I'm trying 
to load and execute an exe file from disk, which would allow yarozers the 
ability to play update disks (gta london, beatmania 2, 3, 4, 5, etc) without 
the original disk. 


I used the following code to (I think) successfully load the yaroze boot 
disk app and execute it: 


if ( CdSearchFile(0, "\\DTL_S30.35;1") ՀՀ O ) 
{ 
printf("\n not found Nn"); 


} 
else 
{ 
printf("\n found Nn"); 
exec_struct = CdReadExec( "\\DTL_S30.35;1" ); 


result = CdReadSync(0, 0); 
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printf("\n loaded, result: sd \n\n", result); 


if (result==0) 
{ 
printf("\n executing \n"); 
EnterCriticalSection(); 
Exec (exec_struct, 0, 0): 
ExitCriticalSection(); 


} 


} 


But all the other disks I tried, FF8, OPM coverdisks, beatmania 2, first had 
trouble with the CdSearchFile() function, they didn't find the file 100% of 

the time. Then always failed at the CdReadExec/CdReadSync statements, I just 
got timeouts. 


I though it might be that the CdReadExec is trying to overwrite the current 
code that is executing, but if I quit after the timeout and reexecute the 
proggy it works fine. I also wondered if the filesystem has to be reset 
somehow if the disk is changed? 


Yes I am using original black disks and know that any other type of CD can 
only be used for audio. I also remembered to set the two strings correctly 
(indicated by the CdSearchFile sometimes finding the file). 


Anyone used these functions successfully, or able to point me to some other 
yarozers site who has? 


cheers 
Matt 


-—-MESSAGE FILE 7726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06453 


-—-MESSAGE FILE 7727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006454 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: what I'm up to 

Date: Sun, 15 Apr 2001 12:07:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9bbvbuSt452@www.netyaroze-europe. com> 
References: <9b23j3fS9sk3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-37-42.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> PS... how is everyone else getting on ?.. anything new to show soon ? 

I was hoping to have another game out for easter, but uni work has got in 
way. Maybe i'll have something small done for the FTP reappearance tho. 
Quick poll: 

What would everyone rather see from me: 

- New action game 

- New multiplayer game 


- New strategy game 
- New version of robotron 


What about everyone else? 


cheers 
Matt 
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-—-MESSAGE FILE 7727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06454 


-—-MESSAGE FILE 7728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006455 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: happy easter... 

Date: Sun, 15 Apr 2001 12:49:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9bclpfSt453@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-37-42.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Happy easter yaroze type fellows... 


Hmmm normally we have a mass of people wishing all kinds of holiday 
greetings to everyone on any excuse. I suppose things really are getting 
quiet. 


Ah well back to my creme egg and spaced DVD. 


Matt_V 


—-MESSAGE FILE 7728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06455 


-—-MESSAGE FILE 7729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006456 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Sun, 15 Apr 2001 14:19:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9bc75jSt454@www.netyaroze-europe. com> 
References: <9bclpfS$t453@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-221.germanium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Happy Easter!!!!!!!!!!!!! Mmmmm... chocolate. 
Max 


Matt Verran <mverran@btinternet.com> wrote in message 
news: 9bclpf$t453@www.netyaroze-europe.com... 
> Happy easter yaroze type fellows... 


Hmmm normally we have a mass of people wishing all kinds of holiday 
greetings to everyone on any excuse. I suppose things really are getting 
quiet. 


Ah well back to my creme egg and spaced DVD. 


Matt_V 


VVVVVVVV VV 
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—-MESSAGE FILE 7729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06456 


—-MESSAGE FILE 7730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006457 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what I'm up to 

Date: Sun, 15 Apr 2001 14:24:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9bc7ekSt455@www.netyaroze-europe. com> 

References: <9b2j3fS9sk3@www.netyaroze-europe.com> <9bbvbuSt452@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-221.germanium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


A strategy game would be interesting! But not a C&C clone, please! 
Max 
Matt Verran <mverran@btinternet.com> wrote in message 


news: 9bbvbuSt 452@www.netyaroze-europe.com... 
> > PS... how is everyone else getting on ?.. anything new to show soon ? 


I was hoping to have another game out for easter, but uni work has got in 
way. Maybe i'll have something small done for the FTP reappearance tho. 
Quick poll: 

What would everyone rather see from me: 

- New action game 

- New multiplayer game 


- New strategy game 
- New version of robotron 


What about everyone else? 


cheers 
Matt 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 7730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06457 


-—-MESSAGE FILE 7731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006458 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: what I'm up to 

Date: Sun, 15 Apr 2001 14:45:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9bc8ioSt456@www.netyaroze-europe. com> 

References: <9b23j3fS9sk3@www.netyaroze-europe.com> <9bbvbuSt452@www.netyaroze-europe 
-com> <9bc7ek$t455@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-37-42 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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> A strategy game would be interesting! But not a C&C clone, please! 
> 
> Max 


it'd be turn based, so thats one vote for "strategy game" 


—-MESSAGE FILE 7731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06458 


—-MESSAGE FILE 7732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006459 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Sun, 15 Apr 2001 23:11:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9bd691St457@www.netyaroze-europe. com> 
References: <9bclpfS$t453@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-38-96.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Is it too late to wish everyone a happy easter ? 
ahh well.. what the heck 
Happy Easter everyone ! 


and as for the game Matt.. as far as Im concerned any game would be good but 
as strategy doesnt seem to be being done at the moment ( feel free to 
correct me if someone is writing one ) then that seems like a good choice... 
besides.. I dont think you've come up with a turn based game so it'll be 
good practice for ya<grin> 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9bclpf$t453@www.netyaroze-europe.com... 
> Happy easter yaroze type fellows... 


Hmmm normally we have a mass of people wishing all kinds of holiday 
greetings to everyone on any excuse. I suppose things really are getting 
quiet. 

Ah well back to my creme egg and spaced DVD. 


Matt_V 


VVVVVVVV VV 


—-MESSAGE FILE 7732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06459 


—-MESSAGE FILE 7733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006460 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Mon, 16 Apr 2001 02:06:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9bdgco$30sl@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: modem-99.magnesium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Is it too late to wish everyone a happy easter ? 
naaah. 
> > Hmmm normally we have a mass of people wishing all kinds of holiday 


> > greetings to everyone on any excuse. I suppose things really are getting 
> > quiet. 


oh go on then. Happy Easter everyone. Everything gets quiet just as I get 
really interested in it... bleeding typical. 


What game do I want to see from Matt? 
Yeah a strategy game would be interesting. (BTW I did finish all the levels 
in RobotRon - do I win £5?). 


As for me I've been converting a VR system from dx7 to dx8 recently (nice of 
those microsoft peeps to keep as little back compatibility as possible...) which 
has been taking most of my time, but I'm also working on a cell/portal engine 

for yaroze. Fairly early stages - I've written a poly world editor for PC but not 
much on yaroze yet (I've done a lot of thinking/planning though). 


Martin. 


—-MESSAGE FILE 7733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06460 


—-MESSAGE FILE 7734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006461 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Mon, 16 Apr 2001 12:24:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9bekmbS30s2@www.netyaroze-europe. com> 

References: <9bclpfSt453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-49-145.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> What game do I want to see from Matt? 

> Yeah a strategy game would be interesting. (BIW I did finish all the 
levels 

> in RobotRon - do I win £5?). 


Ah you would have if you'd told me yesterday but I just spent the last of my 
money on a dancing monkey. 


Dance monkey, daddamn you, DANCE! 


—-MESSAGE FILE 7734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06461 


—-MESSAGE FILE 7735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006462 
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Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: loading an exe and using Exec () 

Date: Mon, 16 Apr 2001 13:33:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <9bep1d$30s3@www.netyaroze-europe. com> 
References: <9bbp7uSt451@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-129-122.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9bbp7ust451@www.netyaroze-europe.com... 

> Hi All 

> 

> I spent the whole of yesterday puzzling over this yaroze problem. I'm 
trying 

> to load and execute an exe file from disk, which would allow yarozers the 
> ability to play update disks (gta london, beatmania 2, 3, 4, 5, etc) 
without 

> the original disk. 

> 

> I used the following code to (I think) successfully load the yaroze boot 
> disk app and execute it: 


if( CdSearchFile(0, "\\DTL_S30.35;1") ՀՀ O ) 
{ 
printf("\n not found Nn"); 
} 


else 


{ 
printf("\n found Nn"); 


exec_struct = CdReadExec( "\\DTL_S30.35;1" ); 
result = CdReadSync(0, 0); 
printf("\n loaded, result: 54 \n\n", result); 


if (result==0) 
{ 
printf("\n executing \n"); 
EnterCriticalSection (); 
Exec (exec_struct, 0, 0); 
ExitCriticalSection(); 


VVVVVVVVVVVVVV VV VV VV VV VV 


> But all the other disks I tried, FF8, OPM coverdisks, beatmania 2, first 


> trouble with the CdSearchFile() function, they didn't find the file 100% 


> the time. Then always failed at the CdReadExec/CdReadSyne statements, I 
just 

> got timeouts. 

> 

> I though it might be that the CdReadExec is trying to overwrite the 
current 

> code that is executing, but if I quit after the timeout and reexecute the 
> proggy it works fine. I also wondered if the filesystem has to be reset 
> somehow if the disk is changed? 


I would have said CdReadExec overwriting data is the problem. The yaroze 
boot exe loads in at 80090000, as long as your own program is located higher 
in memory it won't cause any problems. Most commercial game exe's load in 
below 80090000, over yaroze system data, and may well be overwriting data 
and functions still associated with your program. For example CdReadExec 
could load an exe over the position of CdReadSync, and as this is the next 
call in your program it would fail. You say you're getting timeouts rather 
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than lock-ups though, which is what I've been getting, so perhaps there's 
another reason. 


You may be able to get some exe's to run, as long as they don't overwrite 
anything vital. You could try using the Load() function instead of 
CdReadExec, if you can get it to work, I've had nothing but lock-ups with it 
and LoadTest(). 


Peter 


—-MESSAGE FILE 7735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06462 


—-MESSAGE FILE 7736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006463 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: loading an exe and using Exec () 

Date: Mon, 16 Apr 2001 13:48:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9bepkoS30s4@www.netyaroze-europe. com> 

References: <9bbp7uSt451@www.netyaroze-europe.com> <9bep1d$30s3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-0-98 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I would have said CdReadExec overwriting data is the problem. The yaroze 

> boot exe loads in at 80090000, as long as your own program is located 
higher 

in memory it won't cause any problems. Most commercial game exe's load in 
below 80090000, over yaroze system data, and may well be overwriting data 
and functions still associated with your program. For example CdReadExec 
could load an exe over the position of CdReadSync, and as this is the next 
call in your program it would fail. You say you're getting timeouts rather 
than lock-ups though, which is what I've been getting, so perhaps there's 
another reason. 


v 


VVVVVYV 


Yeah, you seem to be having the same problems I am, do you get the following 
error from CdReadSync: 


CD_sync: (CdlSync) Sync=NoIntr, Ready=DataReady 


> You may be able to get some exe's to run, as long as they don't overwrite 
> anything vital. You could try using the Load() function instead of 

> CdReadExec, if you can get it to work, I've had nothing but lock-ups with 
it 

> and LoadTest(). 


I originally tried Load() but couldn't get it to work at all. 


-—-MESSAGE FILE 7736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06463 


—-MESSAGE FILE 7737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006464 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: loading an exe and using Exec () 
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Date: Mon, 16 Apr 2001 15:17:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <9bev5uS$30s5@www.netyaroze-europe. com> 
References: <9bbp7uSt451@www.netyaroze-europe.com> <9bep1d$30s3@www.netyaroze-europe 
.com> <9bepko$30s4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-40-14.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9bepko$30s4@www.netyaroze-europe.com... 

> 

> > I would have said CdReadExec overwriting data is the problem. The yaroze 
> > boot exe loads in at 80090000, as long as your own program is located 

> higher 

> > in memory it won't cause any problems. Most commercial game exe's load 
in 

> > below 80090000, over yaroze system data, and may well be overwriting 
data 

> > and functions still associated with your program. For example CdReadExec 
> > could load an exe over the position of CdReadSync, and as this is the 
next 
> > call in your program it would fail. You say you're getting timeouts 
rather 

> > than lock-ups though, which is what I've been getting, so perhaps 
there's 

> > another reason. 

> 

> Yeah, you seem to be having the same problems I am, do you get the 
following 

> error from CdReadSync: 

> 

> CD_sync: (CdlSync) Sync=NoIntr, Ready=DataReady 


No, I just get lock-ups, I've got timeouts like that with CDSearchfile a few 
times before. 


I've tried a demo of Toshinden2 which loads high in memory and this ran 
okay. I tried Doom which loads low and CdReadExec locked up each time. 


Probably the greatest chance of success is to avoid any libps calls that 
might come in conflict with executing the program. You could try loading the 
exe as data into your program, transfer it to its start address yourself 
then jump to it from within your own program it rather than call Exec. Can't 
say this will work, but it sounds good in theory. :) 


I'll give it a try and see what happens. 


Peter 


—-MESSAGE FILE 7737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06464 


—-MESSAGE FILE 7738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006465 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: loading an exe and using Exec () 

Date: Mon, 16 Apr 2001 20:16:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 173 

Message-ID: <9bfgktS30s6@www.netyaroze-europe. com> 

References: <9bbp7uSt451@www.netyaroze-europe.com> <9bep1d$30s3@www.netyaroze-europe 
.com> <9bepko$30s4@www.netyaroze-europe.com> <9bev5u$30s5@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-122-79-252 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Probably the greatest chance of success is to avoid any libps calls that 
> might come in conflict with executing the program. You could try loading 
the 

> exe as data into your program, transfer it to its start address yourself 
> then jump to it from within your own program it rather than call Exec. 
Can't 

> say this will work, but it sounds good in theory. :) 

> 

> I'll give it a try and see what happens. 


I wrote a short proggy to give this a go, but no joy. The programs that ran 
before like the boot disc and Toshinden2 still run, but those that didn't 
still don't. I've attached the source file in case it's of any use to 
anyone, let me know if you get it working. :) 


Peter 


—-MESSAGE FILE 7738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06465 


-—-MESSAGE FILE 7739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006466 

Path: chuka.playstation.co.uk!news 

From: marc@eclipsesoftware.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Mon, 16 Apr 2001 23:02:53 +0100 

Organization: Netscape Online member 

Lines: 7 

Message-ID: <3ADB6CO0OC.1516FB79@eclipsesoftware.co.uk> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-241.hogfish.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


> Dance monkey, daddamn you, DANCE! 


Yeah I had one of them once, but the damn thing bit me so I sold it to some 
unlucky sod for £5 at a boot sale up in Manchester, funnily enough mine didn't 
dance either...... 


—-MESSAGE FILE 7739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06466 


-—-MESSAGE FILE 7740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006467 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Tue, 17 Apr 2001 16:21:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9bhmnp$30s7@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 
<3ADB6C0C.1516FB79@eclipsesoftware.co.uk> 
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NNTP-Posting-Host: 213.123.11.78 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Sorry for missing the Easter greetings thread till it was too late by the 


time I saw it...oops. Anyway I hope all Yarozers are well and fully 
chocolated. 

Matt -- a strategy game would be interesting.... would it have a computer 
opponent? 

Jon 


—-MESSAGE FILE 7740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06467 


-—-MESSAGE FILE 7741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006468 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Tue, 17 Apr 2001 16:27:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9bhnh6S30s8@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 
<3ADB6CO0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr2014-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Matt -- a strategy game would be interesting.... would it have a computer 
> opponent? 

> 

> Jon 


Something like Rebelstar perhaps? Turn-based and simple in terms of rules 
and graphics. See Edge #93. 


Derek 


—-MESSAGE FILE 7741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06468 


—-MESSAGE FILE 7742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006469 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Tue, 17 Apr 2001 17:24:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9bhqmcS$30s9@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 

<3ADB6C0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe.com> <9b 
hnh6éS$30s8@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-47-142 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 


Net Yaroze newsgroups message dump.txt Page 5055 


X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 


X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

> > Matt -- a strategy game would be interesting.... would it have a 
computer 

> > opponent? 

>> 

> > Jon 

> 

> Something like Rebelstar perhaps? Turn-based and simple in terms of rules 
> and graphics. See Edge #93. 

> 

> Derek 

> 


Crikey stop guessing or you'll have worked out what i'm doing :) 


It's going to be a remake I started ages ago (so only needs a few hours 
work). If it's popular I might add some new features depending on what 
people ask for. 


Hows Xenon2k coming along Derek? 


Matt 


—-MESSAGE FILE 7742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06469 


—-MESSAGE FILE 7743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006470 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Fri, 20 Apr 2001 20:27:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9bq2ntS7vpl@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 
<3ADB6C0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe.com> <9b 
hnh6S$30s8@www.netyaroze-europe.com> <9bhqmcS30s9@www.netyaroze-europe. com> 
NNTP-Posting-Host: tnt-9-76.easynet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Matt 


> > Something like Rebelstar perhaps? 
> Crikey stop guessing or you'll have worked out what i'm doing :) 


Well, more a hopeful suggestion really. I love a bit of Rebelstar. 


> Hows Xenon2k coming along Derek? 


I'm using the gnu compiler now, but to be honest not much has been done for 
about a month, as I've been busy with work etc. 


If anyone is interested in working on the Xenon conversion with me (some C++ 


experience required) then email me. I'd like to push on and get something 
finished. 

Re: Darkhex - the CWi page is looking good. Steps, eh - I never would have 
guessed (except I did, hehe). I assume your association with CWi is to help 


with locating publishers for your PS1 games and sorting you out with 
official dev kits? 


cheers 
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Derek 


—-MESSAGE FILE 7743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06470 


-—-MESSAGE FILE 7744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006471 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Sat, 21 Apr 2001 01:34:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9bqknpS7vp2@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 

<3ADB6C0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe.com> <9b 
hnh6$30s8@www.netyaroze-europe.com> <9bhgqmcS30s9@www.netyaroze-europe.com> <9bq2nt$7 
vpl@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr89-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> . . . about a month, as I've been busy with work etc. 
The "etc." includes a lot of Phantasy Star Online. 
Derek ;-) 


—-MESSAGE FILE 7744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06471 


—-MESSAGE FILE 7745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006472 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Sat, 21 Apr 2001 00:24:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9brktqS7vp3@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmb$30s2@www.netyaroze-europe. com> 

<3ADB6CO0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe.com> <9b 
hnh6éS30s8@www.netyaroze-europe.com> <9bhqmcS30s9@www.netyaroze-europe.com> <9bq2nt$7 
vpl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-79-160.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> > > Something like Rebelstar perhaps? 

> > Crikey stop guessing or you'll have worked out what i'm doing :) 
> 

> Well, more a hopeful suggestion really. I love a bit of Rebelstar. 


Then I can safely predict you'll love the game i'll release soon (well 
hopefully). Actually you probably *already* love it, but you'll love my 
version too, if you see what I mean :) 


> Re: Darkhex - the CWi page is looking good. Steps, eh - I never would 
have 
> guessed (except I did, hehe). I assume your association with CWi is to 
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help 
> with locating publishers for your PS1 games and sorting you out with 
> official dev kits? 


Yep, pretty much exactly. 


-—-MESSAGE FILE 7745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06472 


—-MESSAGE FILE 7746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006473 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Sat, 21 Apr 2001 20:35:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9bsnf4Sbu41@www.netyaroze-europe.com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 
<3ADB6C0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe.com> <9b 
hnh6$30s8@www.netyaroze-europe.com> <9bhgqmcS$30s9@www.netyaroze-europe.com> <9bq2nt$7 
vpl@www.netyaroze-europe.com> <9bqknpS7vp2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-598.ekto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Is Phantasy Star really worth Edge's acclaim? I don't doubt is isn't, I mean 
it was made by Sega and all. From a seasoned PSO player I might get the 
encouragment to go out and buy it and break my recent trend of not buying or 
playing any games for ages (as Sega frequently does to me). 


Max 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 9bqknp$7vp2@www.netyaroze-europe.com... 


> 

> >. . . about a month, as I've been busy with work etc. 
> 

> The "etc." includes a lot of Phantasy Star Online. 

> 

> Derek :-) 

> 

> 


—-MESSAGE FILE 7746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06473 


-—-MESSAGE FILE 7747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006474 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Sat, 21 Apr 2001 21:15:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9bsptmSbu42@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9bd691St457@www.netyaroze-europe 
.com> <9bdgco$30sl@www.netyaroze-europe.com> <9bekmbS$30s2@www.netyaroze-europe. com> 

<3ADB6CO0C.1516FB79@eclipsesoftware.co.uk> <9bhmnp$30s7@www.netyaroze-europe.com> <9b 
hnh6$30s8@www.netyaroze-europe.com> <9bhgqmcS30s9@www.netyaroze-europe.com> <9bq2nt$7 
vpl@www.netyaroze-europe.com> <9bqknpS7vp2@www.netyaroze-europe.com> <9bsnf4Sbu41@ww 
w.netyaroze-europe. com> 

NNTP-Posting-Host: usr1866-avo.cableinet.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi 


The Edge review is spot-on. As Edge says, the oneplayer mode is repetitive, 
so I'd only buy it if you can afford the phone bill or set your DC up to use 
a flat-rate ISP (as I've done). Online it's excellent as long as you have a 
keyboard and enjoy building up a character over a period of time. Also, 
playing with strangers is fun, but it's better with friends/acquaintances, 
so it helps if you know a few people who already have the game. 


cheers 
Derek 


—-MESSAGE FILE 7747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06474 


—-MESSAGE FILE 7748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006475 

Path: chuka.playstation.co.uk!news 

From: "news.ntlworld.com" <yaroze@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Tue, 24 Apr 2001 00:52:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9c2fadSbu43@www.netyaroze-europe. com> 
References: <9bclpfSt453@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Happy week after easter! 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9bclpf$t453ewww.netyaroze-europe.com... 
> Happy easter yaroze type fellows... 


Hmmm normally we have a mass of people wishing all kinds of holiday 
greetings to everyone on any excuse. I suppose things really are getting 
quiet. 


Ah well back to my creme egg and spaced DVD. 


Matt_V 


VVVVVVVVVV 


—-MESSAGE FILE 7748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06475 


—-MESSAGE FILE 7749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006476 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: happy easter... 

Date: Tue, 24 Apr 2001 00:55:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9c2ffiSbu44@www.netyaroze-europe. com> 

References: <9bclpfS$t453@www.netyaroze-europe.com> <9c2fadSbu43@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Whoops, 
Should have said my name! 


—Kenny Millar 
"news.ntlworld.com" <yaroze@ntlworld.com> wrote in message 


news: 9c2fadSbu43@www.netyaroze-europe.com... 
> Happy week after easter! 


> 

> "Matt Verran" <mverran@btinternet.com> wrote in message 

> news: 9bclpfSt453@www.netyaroze-europe.com... 

> > Happy easter yaroze type fellows... 

>> 

> > Hmmm normally we have a mass of people wishing all kinds of holiday 
> > greetings to everyone on any excuse. I suppose things really are getting 
> > quiet. 

>> 

> > Ah well back to my creme egg and spaced DVD. 

>> 

> > Matt_V 

>> 

>> 

> 

> 


-—-MESSAGE FILE 7749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06476 


—-MESSAGE FILE 7750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006477 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: PS2 Linux 

Date: Thu, 26 Apr 2001 15:21:54 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 9 

Message-ID: <3AE82F02.67C8020A@scee.net> 
Reply-To: ps2_support@scee.net 
NNTP-Posting-Host: 43.193.234.100 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.73 [en] (Win95; I) 
X-Accept-Language: en,pdf 


http://www.jp.playstation.com/linux/ 


Japan only at this stage. 


== James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 7859-5856 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


EARTH is 98% full. Please delete anybody you can. 
-—-MESSAGE FILE 7750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06477 


—-MESSAGE FILE 7751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006478 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Thu, 26 Apr 2001 15:56:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 34 

Message-ID: <9c9cv0Skvp3@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: host213-122-189-65.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


running it through a babelfish i've got a few details clear: 


includes: linux, hard disk, pc interface, vga adapter, mouse, kb 
cost: £150 (ish) 


It seems it includes gcc and all you need to program the GS (!). 

It only operates via a monitor and not a tv. 

The DVD and CD only operate with PS2 disks while in PS2 linux. 

Anyway I'm still not completely sure if this is the holy grail, a PS2 


yaroze, or a linux enthusiast toy. Seems more like the former to me with the 
ability to code the GS etc. so I'll let out a "woooohooo"! 


Put me down on the list for a US or EU one immediately 
Matt 


James Russell <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 


> http://www.jp.playstation.com/linux/ 

> 

> Japan only at this stage. 

> 

> -- 

> == James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 
7859-5856 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 


> EARTH is 98% full. Please delete anybody you can. 


-—-MESSAGE FILE 7751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06478 


—-MESSAGE FILE 7752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006479 

Path: chuka.playstation.co.uk!news 

From: "Peter Bell" <Peter.Bell1l2@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Thu, 26 Apr 2001 17:30:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9c9ivmSkvp4@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: 212.113.23.202 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


"James Russell" <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 

> http://www.jp.playstation.com/linux/ 

> 

> Japan only at this stage. 

> 


Interesting. Is this basically the same version of Linux that runs on the 
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Tool? 


Although my Japanese is not good (massive understatement), it looks like the 
supplied documentation covers the EE both VUs and the GS. Assuming the 
coverage is complete, this sounds like basically the same documentation that 
the commercial licensees get. 


Although you obviously can't make any kind of official statement, what do 
you think the chances of this getting a release outside of "the japanese 
domestic linux community"? 


Pete 


—-MESSAGE FILE 7752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06479 


-—-MESSAGE FILE 7753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006480 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Thu, 26 Apr 2001 18:46:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9c9n0kSkvp5@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: modem-59.wolfram.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Sounds cool, 

keep us up to date. And make sure the Yaroze owners get first dibs ;0) 
Bob 

"James Russell" <James_Russell@scee.net> wrote in message 


news: 3AE82F02.67C8020A@scee.net... 
> http://www. jp.playstation.com/linux/ 


> 

> Japan only at this stage. 

> 

> -- 

> == James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 
7859-5856 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 


> EARTH is 98% full. Please delete anybody you can. 


—-MESSAGE FILE 7753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06480 


—-MESSAGE FILE 7754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006481 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Thu, 26 Apr 2001 23:31:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9ca7j8Skvp6@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: host213-122-8-147.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


ermmm... 
I have just 2 words to say. 


Yes Please ! 
When can we pre-order ? <grin> 


"James Russell" <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 


> http://www.jp.playstation.com/linux/ 

> 

> Japan only at this stage. 

> 

> -- 

> == James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 
7859-5856 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 


> EARTH is 98% full. Please delete anybody you can. 


—-MESSAGE FILE 7754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06481 


-—-MESSAGE FILE 7755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006482 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 27 Apr 2001 16:20:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9cc2e8Skvp7@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: host213-122-8-14.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello I've just been informed of another article on the new PS2 dev bobbins, 
but in English this time:- 


http://ps2.ign.com/news/33873.html 


Jon 


-—-MESSAGE FILE 7755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06482 


—-MESSAGE FILE 7756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006483 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 27 Apr 2001 16:57:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9cc4v5Skvp8@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: modem—448.ekto.dialup.pol.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Gaaahhhhhaaaaaa. (I must stop drooling). 
Max 
James Russell <James_Russell@scee.net> wrote in message 


news: 3AE82F02.67C8020A@scee.net... 
> http://www.jp.playstation.com/linux/ 


> 

> Japan only at this stage. 

> 

> -- 

> == James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 
7859-5856 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 


> EARTH is 98% full. Please delete anybody you can. 


-—-MESSAGE FILE 7756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06483 


—-MESSAGE FILE 7757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006484 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 27 Apr 2001 17:18:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9cc6éb3Skvp9@www.netyaroze-europe. com> 

References: <3AE82F02.67C8020A@scee.net> <9cc2e8Skvp7@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1468-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Hello I've just been informed of another article on the new PS2 dev 
bobbins, 

> but in English this time:- 

> 

> http://ps2.ign.com/news/33873.html 


Here's another site (in english) which SONY mentioned in their PS2 linux 
press release: 


http://www.peanuts.gr.jp/pslinux/ 


Derek 


—-MESSAGE FILE 7757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06484 


—-MESSAGE FILE 7758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006485 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 27 Apr 2001 18:27:27 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9cc9ugSkvp10@www.netyaroze-europe.com> 

References: <3AE82F02.67C8020A@scee.net> <9cc2e8Skvp7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-73.florida.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> http://ps2.ign.com/news/33873.html 
Me want. 


Would there be any way of distributing code? 
What about a yaroze-style website and newsgroups? 


Me want anyway. 


-—-MESSAGE FILE 7758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06485 


-—-MESSAGE FILE 7759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006486 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 27 Apr 2001 23:18:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9ccrf9Segql@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: th-gt144-174.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"James Russell" <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 

> http://www.jp.playstation.com/linux/ 

> 

> Japan only at this stage. 


I wouldn't mind just the keyboard for the mo, so I can speed up 
Yabasic use. 


I'd love the Linux dev kit though. Is it available to consumers or is 
it companies only? 


Cheers, 
Rikki 


—-MESSAGE FILE 7759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06486 


-—-MESSAGE FILE 7760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006487 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 28 Apr 2001 10:28:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9ce2f0Segq2@www.netyaroze-europe. com> 

References: <3AE82F02.67C8020A@scee.net> <9ccrf9ISegql@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-122-159-113.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


It's a consumer thing, the press release mentions the Linux petition group 
at http://www.peanuts.gr.jp/pslinux/ 


Can't you just use any old USB keyboard with the PS2 for Yabasic? 


Rikki Prince <rprince@dircon.co.uk> wrote in message 

news: 9ccrf9Segql@www.netyaroze-europe.com... 

> "James Russell" <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 

> http://www.jp.playstation.com/linux/ 

> 

> Japan only at this stage. 


I wouldn't mind just the keyboard for the mo, so I can speed up 
Yabasic use. 


I'd love the Linux dev kit though. Is it available to consumers or is 
it companies only? 


Cheers, 
Rikki 


VVVVVVVVVVVV VV N 


-—-MESSAGE FILE 7760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06487 


—-MESSAGE FILE 7761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006488 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 28 Apr 2001 12:52:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9ceavhSegq3@www.netyaroze-europe. com> 

References: <3AE82F02.67C8020A@scee.net> <9ccrf9ISegql@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-308.ekto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


What is this YaBasic language? I havn't heard that much about it, only what 


was in edge - it comes with the console (am I right?) and it can be used to 
make your own PS2 games (am I right?) How then does one get the media such 
as sound fx, artwork and 3D model data onto it? - this maybe the sole reason 


for me getting a PS2. 
Any data appreciated much! 
Max 


Rikki Prince <rprince@dircon.co.uk> wrote in message 

news: 9ccrf9Segql@www.netyaroze-europe.com... 

> "James Russell" <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 

> http://www.jp.playstation.com/linux/ 

> 

> Japan only at this stage. 


I wouldn't mind just the keyboard for the mo, so I can speed up 


> 
> 
> 
> 
> 
> 
> Yabasic use. 
> 
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I'd love the Linux dev kit though. Is it available to consumers or is 
it companies only? 


Cheers, 
Rikki 


VV V V V V V 


--MESSAGE FILE 7761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06488 


—-MESSAGE FILE 7762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006489 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: FTP File Servers 

Date: Sat, 28 Apr 2001 13:09:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9cebv5Segq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-308.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Does ANYbody have ANY idea when the Yaroze FTP file servers will be back up? 
I've been waiting to upload stuff right since they went off-line! 


Sorry for the rant :) 


Max 


—-MESSAGE FILE 7762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06489 


—-MESSAGE FILE 7763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006490 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FTP File Servers 

Date: Sat, 28 Apr 2001 13:59:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9cef0qSegq5@www.netyaroze-europe. com> 
References: <9cebv5Segq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1790-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Max, 
Try emailing Steve about it. 


"Steve Loughran" <Steve_Loughran@scee.sony.co.uk> wrote in message 
> Hi all 


The Netyaroze Server has now been moved to a new host (more secure and 
stable) and is back online for web and news access. 


FTP access will take a while to get sorted out so please be patient, but 
1`11 announce in this newsgroup when it is available again. 


VVVVVVV VV 


Net Yaroze newsgroups message dump.txt Page 5067 


Steve 


> 

> 

> 

> Steve Loughran, Network Infrastructure Manager 
> Sony Computer Entertainment Europe (Cambridge) 

> Home Page -» http://sl.scee.sony.co.uk/ 

> Yamaha YZF1000R Thunderace 

> ICQ#: 12666311 (Work), 104426046 (Laptop) 

> Team Waste - Where do you want to go wrong today? 
> 
> 
> 
> 


—-MESSAGE FILE 7763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06490 


-—-MESSAGE FILE 7764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006491 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: 29 Apr 2001 08:37:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c0d087$62449cc0$5619e4d5@pal-—s-—omnibook> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: nas-cbv—4-25-86.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


This is great news, especially after the death of the Indrema. I'll 
remember this day as the one when I started wanting a ps2 :). Now I'm 
praying all gods at Sony that the beast reaches these shores... and to help 
them get convinced, I'm even planning to finally release something for the 
NY (after *coug* several years ;) ) ! Well, wait, no, just another Space 
Invaders clone might frighten them :(... 


pal 


-—-MESSAGE FILE 7764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06491 


—-MESSAGE FILE 7765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006492 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sun, 29 Apr 2001 12:59:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <9cgvmgSegq6@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: host213-122-135-162.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


The sony ps2 linux site: http://www.jp.playstation.com/linux/ 
has added some shots of the ps2 running the linux gui and a few updates. 


I'm wondering a bit about this entry into the FAQ: 
"As for game enviroment for software development of PlayStation 2 you heard 


it is the Linux, but the PS2 Linux Kit meaning being some kind of 
relationship, it does? 


With game enviroment for software development, the development tools which 
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operate on the Linux for the PC compatible machine are used, but this 
environment and the PS2 Linux Kit being something which differs completely, 
it does. 

Game enviroment for software development does not operate on the PS2 Linux 
Kit, for PlayStation 2 it is not the case that the game itself is 
operational on the PS2 Linux Kit. " 


Is this comparing the PS2 linux to the pro devkit, or is it saying you can't 
use the kit for developing games? Can anyone in the know confirm that we 
can definately buy this (providing it's released here) and write proper PS2 
fullscreen games? 


James Russell <James_Russell@scee.net> wrote in message 
news: 3AE82F02.67C8020A@scee.net... 
> http://www. jp.playstation.com/linux/ 


> 

> Japan only at this stage. 

> 

> -- 

> == James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 
7859-5856 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 


> EARTH is 98% full. Please delete anybody you can. 


—-MESSAGE FILE 7765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06492 


—-MESSAGE FILE 7766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006493 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: 29 Apr 2001 16:41:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01c0d0cb$1548b980$9b09e4d5@pal-—s-—omnibook> 

References: <3AE82F02.67C8020A@scee.net> <9cgvmgSegq6@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-6-9-155.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran <mverran@btinternet.com> wrote in article 
<9cgvmgSegq6@www.netyaroze-europe.com>... 

<snip> 

> Is this comparing the PS2 linux to the pro devkit, or is it saying you 
can't 

> use the kit for developing games? Can anyone in the know confirm that we 
> can definately buy this (providing it's released here) and write proper 
PS2 

> fullscreen games? 


I made a *rough* "hand-made" translation of the faq, see it here 
http://palpalpalpal.free.fr/PS2Linux/Faq.html 

I was unable to precisely understand that part, though; but I believe it is 
more about there being no point to try running official games from the 
Linux kit, ie from the HD. People sometimes do have weird ideas :). 

Anyway, by the time it's released here, we'll be damn fixed, won't we ;). 


pal 
—-MESSAGE FILE 7766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06493 


—-MESSAGE FILE 7767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006494 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sun, 29 Apr 2001 19:27:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9chrd5Siqjl@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> <9cgvmgSegq6@www.netyaroze-europe.com> <01c 
0d0cb$1548b9805 9b0 9e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-25-43 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I made a *rough* "hand-made" translation of the faq, see it here 

> http://palpalpalpal.free.fr/PS2Linux/Faq.html 

> I was unable to precisely understand that part, though; but I believe it 
is 

> more about there being no point to try running official games from the 

> Linux kit, ie from the HD. People sometimes do have weird ideas :). 


Ah yeah, that makes sense. Don't want people using it for piracy. 
> Anyway, by the time it's released here, we'll be damn fixed, won't we ;). 
Lets hope it's not too long and us yarozers get a fair chance to snag one. 


Being linux there will probably be a big interest from sad-act techies 
(joking) as well as us game devs. 


—-MESSAGE FILE 7767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06494 


-—-MESSAGE FILE 7768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006495 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sun, 29 Apr 2001 21:29:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9chti9Siqj2@www.netyaroze-europe. com> 

References: <3AE82F02.67C8020A@scee.net> <9cgvmgSegq6@www.netyaroze-europe.com> <01c 
0d0cb$1548b98059b09e4d5@pal-—s-—omnibook> <9chrd5Siqjl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-189-59.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


sad-act techies ? 


LOL... I tried setting my machine up with Linux a few weeks ago.. All I 
wanted was to have a local Apache server with PHP support ( to match my 
service providers setup ). 

Not much to ask ( It was the Professional Version I bought ) but I managed 
to spend the best part of sunday installing and trying to get a GUI app for 
administering Apache working. The app still aint working but I just havent 


got the patience to figure it out. I mean... why would you want to bundle an 
app with the OS which doesnt work out of the box.. I like Linux but it's 
just too time consuming.. Sure.. I love to prod and poke around a system ( 


who wouldnt ? <grin> ) but I just dont have the time. I just like to 
Install-and-go. 

So.. I just hope is that the kit comes with a ready to go Linux because I 
was almost ready to throw the whole machine out the window with that last 
experience. 


ermmm.. does that mean Im not a sad-act techie ? 
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John ( QuietBloke ) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9chrd5S$iqjl@www.netyaroze-europe.com... 

> > I made a *rough* "hand-made" translation of the faq, see it here 

> > http://palpalpalpal.free.fr/PS2Linux/Faq.html 

> > I was unable to precisely understand that part, though; but I believe it 
is 

> more about there being no point to try running official games from the 

> Linux kit, ie from the HD. People sometimes do have weird ideas :). 


Ah yeah, that makes sense. Don't want people using it for piracy. 


> Anyway, by the time it's released here, we'll be damn fixed, won't we 


> Lets hope it's not too long and us yarozers get a fair chance to snag one. 
> Being linux there will probably be a big interest from sad-act techies 

> (joking) as well as us game devs. 

> 

> 


—-MESSAGE FILE 7768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06495 


—-MESSAGE FILE 7769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006496 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Mon, 30 Apr 2001 01:07:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9ciaduSigqj3@www.netyaroze-europe. com> 
References: <3AE82F02.67C8020A@scee.net> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Oooohhhh I gotta get myself one of those babies! 
So, if they don't release it over here, how long will it yake me to emigrate 
to Japan? 


—Kenny Millar 
"James Russell" <James_Russell@scee.net> wrote in message 


news: 3AE82F02.67C8020A@scee.net... 
> http://www.jp.playstation.com/linux/ 


> 

> Japan only at this stage. 

> 

> -- 

> == James_Russell@scee.net ph: +44 (20) 7859-5773 - fax: +44 (20) 
7859-5856 

> == Tools and Middleware Licensing Manager - Sony Computer Entertainment 
Europe 

> 


> EARTH is 98% full. Please delete anybody you can. 


—-MESSAGE FILE 7769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06496 


—-MESSAGE FILE 7770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006497 
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Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux Wallpaper 

Date: Mon, 30 Apr 2001 01:09:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3418 

Message-ID: <9ciaibSiqj4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


OK Guys, here's the Linux screeshot so you can all drool over it. 
I've set it as my wallpaper! 


—Kenny Millar 


-—-MESSAGE FILE 7770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06497 


—-MESSAGE FILE 7771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006498 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Mon, 30 Apr 2001 20:41:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <9ckfd2Siqj5@www.netyaroze-europe. com> 

References: <3AE82F02.67C8020A@scee.net> <9ccrf9Segql@www.netyaroze-europe.com> <9ce 
avhSegq3@www.netyaroze-europe. com> 

NNTP-Posting-Host: th-gt143-060.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


"Max" <mad.max@which.net> wrote in message 

news: 9JceavhSegq3@www.netyaroze-europe.com... 

> What is this YaBasic language? I havn't heard that much about it, 
only what 

> was in edge - it comes with the console (am I right?) and it can be 
used to 

> make your own PS2 games (am I right?) How then does one get the 
media such 

> as sound fx, artwork and 3D model data onto it? - this maybe the 
sole reason 

> for me getting a PS2. 


Hi Max, 


TBH, Yabasic isn't that great. You can't do loads, and it's really 
best for text based, turn based games. There is a bit of graphical 
capability, but there's not sprite/bitmap blitting functions. There 
are Gouraud shaded triangles, so some reasonable 3d is possible. 
However, it's only a BASIC language, being interpreted in real time, 
and not very well. However, I should be talking it up, as I'm building 
a site about it! 


In all honesty, Yabasic is nowhere near as versatile as the Yaroze's 
ability. It is really aimed at a very low programming knowledge level. 


Oh, and to answer your questions - Yabasic comes with the PS2 console, 
on the demo disc, but you have to access it through the demo disc 
menu, which means skipping past the FMV and stuff - doesn't load 
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straight into Yabasic :(, you can make your own games on the PS2, but 
not PS2 quality games (unfortunately), and you don't load SFX, artwork 
or 3d models into Yabasic, you essentially hard code it in (there is a 
method of storing DATA in a certain part of the code, then you can 
write code to read it into arrays and stuff - this lets you set out 
the DATA in a semi-readable form). 


I wouldn't advise getting a PS2 solely for Yabasic, you will almost 
certainly be disappointed, though I do reckon it's worth getting one 
in the next month or so, as the games allegedly being released over 
summer (surprising time for games) look great - GT3, Red Faction, 
there seems to be loads (can't remember most of them). And if they 
release Linux for PS2, definitely get one, as this is almost certainly 
the nearest to Yaroze 2 we're gonna get - with EE, GS and VU 
documentation... 


HTH, 
Rikki 


—-MESSAGE FILE 7771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06498 


—-MESSAGE FILE 7772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006499 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: This is very interesting... 

Date: Thu, 3 May 2001 01:00:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9cq752Smssl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


See what you think, 


Don't blink or you'll miss who owns this site... 
http://www.screenblast.com/ 


-Kenny 


--MESSAGE FILE 7772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06499 


-—-MESSAGE FILE 7773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006500 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is very interesting... 

Date: Thu, 3 May 2001 01:12:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9cq80bSmss2@www.netyaroze-europe. com> 
References: <9cq752Smssl@www.netyaroze-europe.com> 
NNTP-Posting-Host: th-gt147-038.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 
news: 9cq752Smssl@www.netyaroze-europe.com... 

> See what you think, 

> 
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> Don't blink or you'll miss who owns this site... 
> http://www.screenblast.com/ 


Got any idea what it's about? Can't seem to click on anything other 
than to give Sony my e-mail address *again*! 


Rikki 


—-MESSAGE FILE 7773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06500 


—-MESSAGE FILE 7774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006501 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is very interesting... 

Date: Thu, 3 May 2001 10:54:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9cra33Smss3@www.netyaroze-europe. com> 

References: <9cq752Smssl@www.netyaroze-europe.com> <9cq80bSmss2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr1970-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


About Sony Pictures Digital Entertainment 


Sony Pictures Digital Entertainment (SPDE), an operating unit of Sony 
Pictures Entertainment (SPE), oversees the activities of SPE's digital 
production and online assets including Sony Pictures Imageworks and Sony 
Online Entertainment. SPDE focuses on three areas: 1) producing and 
developing visual effects and computer-generated imaging (CGI), digital 
character animation, and original content for motion picture, television, 
online and PlayStation audiences; 2) tapping SPE's film and television 
libraries and its talent relationships to develop new forms of online 
content, games and interactive programming; and 3) leading SPE's efforts to 
provide video-on-demand, interactive television and the distribution of 
other forms of digital content and services over the emerging broadband 
networks. 


-—-MESSAGE FILE 7774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06501 


-—-MESSAGE FILE 7775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006502 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is very interesting... 

Date: Fri, 4 May 2001 00:29:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9cspmuSqdnl@www.netyaroze-europe. com> 

References: <9cq752Smssl@www.netyaroze-europe.com> <9cq80bSmss2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pcl05-renl6.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 
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I think this could be the online portal for interactive PS2 games. 
Any one else care to comment? 


Also the 'create' theme is what interests me most! 


-Kenny 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 
news: 9cq80bSmss2@www.netyaroze-europe.com... 

> "Kenny Millar" <yaroze@ntlworld.com> wrote in message 
news: 9cq752Smssl@www.netyaroze-europe.com... 

See what you think, 


v 


> 
> Don't blink or you'll miss who owns this site... 
> http://www.screenblast.com/ 


Got any idea what it's about? Can't seem to click on anything other 
than to give Sony my e-mail address *again*! 


Rikki 


VVVVVVVVVV VV 


-—-MESSAGE FILE 7775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06502 


—-MESSAGE FILE 7776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006503 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FTP File Servers 

Date: Wed, 9 May 2001 13:23:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9dbctj$6j1@www.netyaroze-europe.com> 

References: <9cebv5Segq4@www.netyaroze-europe.com> <9cef0qSegq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Hi Max, 

> 

> Try emailing Steve about it. 

> 

err... I **THINK** ftp is now up and running again. Its been a bl**dy 
nightmare securing it, so there could be a few problems. Could someone try 
ftp access to the NY box and tell me (via email only please!) if they have 


any trouble? Ta! 


Steve 


Steve Loughran, Network Infrastructure Manager 
Sony Computer Entertainment Europe (Cambridge) 
Home Page -» http://sl.scee.sony.co.uk/ 

Yamaha YZF1000R Thunderace 

ICQ#: 12666311 (Work), 104426046 (Laptop) 

Team Waste - Where do you want to go wrong today? 


—-MESSAGE FILE 7776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06503 


—-MESSAGE FILE 7777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006504 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FTP File Servers 

Date: Wed, 9 May 2001 19:04:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9dc0vq$S6j2@www.netyaroze-europe. com> 

References: <9cebv5Segq4@www.netyaroze-europe.com> <9cef0qSegq5@www.netyaroze-europe 
.com> <9dbctj$6j1@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-65.ekto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thanks Steve it seems to be working now, we will keep you updated if it goes 
offline again, but for now - Muchos Thanks! 


Max 
Steve Loughran <Steve_Loughran@scee.sony.co.uk> wrote in message 


news: 9dbct j$6j1@www.netyaroze-europe.com... 
> > Hi Max, 


> 

> Try emailing Steve about it. 

> 

err... I **THINK** ftp is now up and running again. Its been a bl**dy 
nightmare securing it, so there could be a few problems. Could someone try 
ftp access to the NY box and tell me (via email only please!) if they have 


any trouble? Ta! 


Steve 


Steve Loughran, Network Infrastructure Manager 
Sony Computer Entertainment Europe (Cambridge) 
Home Page -» http://sl.scee.sony.co.uk/ 

Yamaha YZF1000R Thunderace 

ICQ#: 12666311 (Work), 104426046 (Laptop) 

Team Waste - Where do you want to go wrong today? 


VVVVVVVVVVVVVV VV VV VV VV VV 


-—-MESSAGE FILE 7777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06504 


—-MESSAGE FILE 7778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006505 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FTP File Servers 

Date: Sat, 12 May 2001 19:15:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <9djuna$i2o0l@www.netyaroze-europe. com> 

References: <9cebv5Segq4@www.netyaroze-europe.com> <9cef0qSegq5@www.netyaroze-europe 
.com> <9dbct j$6j1@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-363.cockatiel.dialup.pol.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hate to be the bearer of bad news but there is now an error that occurs on 
the homepage registration page: 


ld.so.1: url_decode: fatal: relocation error: file url_decode: symbol _init: 
referenced symbol not found 
Processing leonl7 


ld.so.1: url_decode: fatal: relocation error: file url_decode: symbol _init: 
referenced symbol not found 
Killed 


This has happened to other users as well. 


Hope this helps fix it, 
Max. 


Steve Loughran <Steve_Loughran@scee.sony.co.uk> wrote in message 
news: 9dbct j$6j1@www.netyaroze-europe.com... 
> > Hi Max, 


> 

> Try emailing Steve about it. 

> 

err... I **THINK** ftp is now up and running again. Its been a bl**dy 
nightmare securing it, so there could be a few problems. Could someone try 
ftp access to the NY box and tell me (via email only please!) if they have 


any trouble? Ta! 


Steve 


Steve Loughran, Network Infrastructure Manager 
Sony Computer Entertainment Europe (Cambridge) 
Home Page -» http://sl.scee.sony.co.uk/ 

Yamaha YZF1000R Thunderace 

ICQ#: 12666311 (Work), 104426046 (Laptop) 

Team Waste - Where do you want to go wrong today? 


VVVVVVVVVVVVVVVV VV VV VV VV 


-—-MESSAGE FILE 7778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06505 


—-MESSAGE FILE 7779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006506 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: FTP File Servers 

Date: Tue, 15 May 2001 08:59:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <9dqnnnS$qg1l1l@www.netyaroze-europe. com> 

References: <9cebv5Segq4@www.netyaroze-europe.com> <9cef0qSegq5@www.netyaroze-europe 
.com> <9dbct j$6j1l@www.netyaroze-europe.com> <9djuna$i2ol@www.netyaroze-europe. com> 
NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


OK, i`m back at work today, I`ll take a look at it later and see wha I can 
manage to do... 
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Steve 


> hate to be the bearer of bad news but there is now an error that occurs on 
> the homepage registration page: 

> 

> ld.so.1l: url_decode: fatal: relocation error: file url_decode: symbol 
init: 
> referenced symbol not found 

> Processing leon17 

> ld.so.1l: url_decode: fatal: relocation error: file url_decode: symbol 
init: 

referenced symbol not found 

Killed 


This has happened to other users as well. 


Hope this helps fix it, 
Max. 


Steve Loughran <Steve_Loughran@scee.sony.co.uk> wrote in message 
news: 9dbct j$6j1l@www.netyaroze-europe.com... 
> Hi Max, 


> 

> Try emailing Steve about it. 

> 

err... I **THINK** ftp is now up and running again. Its been a bl**dy 

nightmare securing it, so there could be a few problems. Could someone 
r 

ftp access to the NY box and tell me (via email only please!) if they 
ave 


any trouble? Ta! 


Steve 


Steve Loughran, Network Infrastructure Manager 
Sony Computer Entertainment Europe (Cambridge) 
Home Page -» http://sl.scee.sony.co.uk/ 

Yamaha YZF1000R Thunderace 

ICQ#: 12666311 (Work), 104426046 (Laptop) 

Team Waste - Where do you want to go wrong today? 


VVVVVVVVVVVVV VV VV VV OV FEV VV VV VV VV VV VV VV VV VI 
VVVVVVVVVVVVV VV VV < NK VV VV V VV 


—-MESSAGE FILE 7779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06506 


—-MESSAGE FILE 7780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006507 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Problem with GCC 

Date: 15 May 2001 22:42:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <Olc0Odd8f£$fb6f2180S6a2elbd4@pal—s-—omnibook> 
NNTP-Posting-Host: nas-cbv—5-46-106.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there. I post here rather than to the programming groups because they're 
dead, please tell me if I'm wrong. Here's the problem I'm faced with: I 
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want to link many object files together in order to get an executable. I 
use 'make' to get my files together (nothing uncommon here I hope). 


All works well until I need many files. When I want to link too many files, 
an alert dialog yells "This program has performed an illegal operation and 
will be terminated. (...) The program tried to execute an invalid 
instruction. (...)". 


With Djgpp, the same makefile is processed properly. I tried to use Djgpp's 
more recent make with my NY stuff but the problem remained. So I think the 
troublemaker is 6ՇՇ. 


After experimenting a bit, I think that the problem is related to the 
number of characters in the gcc command line. When the filenames are 
longer, fewer files are need to be listed to cause the crash. The same goes 
when options (eg output file name) are added. 


I tried to play with the memory settings for the windowed dos program 
execution, but with no success. When the crash has occurred, all Dos 
programs may cease to work (sometimes even the simple Dos console crashes) 
until reboot. 


Does anybody have an idea for a solution or a workaround? I'm thinking of 
building groups of object files (maybe libraries?), but I have no clue how 
to do that... 


pal 


Misc: I'm using gcc 2.7.2, found on the NY CD, under W95. I need the thing 
to work from Windows, not just in pure Dos. 


I've attached a simple example makefile that causes the problem. It's 
basically a long list of object files. If just one object file is taken out 
of it, it will work. The filexxxx.o's are just dummy object files obtained 
by compiling an empty source. 


-—-MESSAGE FILE 7780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06507 


-—-MESSAGE FILE 7781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006508 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Problem with GCC 

Date: Wed, 16 May 2001 20:15:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <9dujq8$7s61@www.netyaroze-europe. com> 
References: <01c0dd8fSfb6f2180S6a2elbd4@pal-s-omnibook> 
NNTP-Posting-Host: host213-122-29-227.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I also came across the same problem. 

To shorten the gcc command line you can use wildcards in your makefiles. For 
example the following would compile using all the object files in the 
particular directories. 


all : <goal> 


Օ87Տ = folder01/*.o \ 
folder02/*.o \ 
folder03/*.o \ 
folder04/*.o 


<goal> 
gcc $ (OBJS) 
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If that's any use, there's more info on wildcards in the make documentation. 
Regards, 


Peter 


"pal" <pal_news@hotmail.com> wrote in message 

news: 01lc0Odd8fS$fb6f2180S6a2elbd4@pal-—s-—omnibook... 

> Hi there. I post here rather than to the programming groups because 
they're 

dead, please tell me if I'm wrong. Here's the problem I'm faced with: I 
want to link many object files together in order to get an executable. I 
use 'make' to get my files together (nothing uncommon here I hope). 


All works well until I need many files. When I want to link too many 

iles, 

an alert dialog yells "This program has performed an illegal operation and 
will be terminated. (...) The program tried to execute an invalid 
instruction. (...)". 


With Djgpp, the same makefile is processed properly. I tried to use 

jgpp's 

more recent make with my NY stuff but the problem remained. So I think the 
troublemaker is Gcc. 


After experimenting a bit, I think that the problem is related to the 
number of characters in the gcc command line. When the filenames are 
longer, fewer files are need to be listed to cause the crash. The same 
oes 

when options (eg output file name) are added. 


I tried to play with the memory settings for the windowed dos program 
execution, but with no success. When the crash has occurred, all Dos 
programs may cease to work (sometimes even the simple Dos console crashes) 
until reboot. 


Does anybody have an idea for a solution or a workaround? I'm thinking of 
building groups of object files (maybe libraries?), but I have no clue how 
to do that... 


pal 


Misc: I'm using gcc 2.7.2, found on the NY CD, under W95. I need the thing 
to work from Windows, not just in pure Dos. 


I've attached a simple example makefile that causes the problem. It's 


VVVVVVVVVVVVVVV VV VV VOVV VV VV OV VV VV EV VV VN V 


basically a long list of object files. If just one object file is taken 
out 
> of it, it will work. The filexxxx.o's are just dummy object files obtained 


> by compiling an empty source. 
> 
> 


—-MESSAGE FILE 7781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06508 


--MESSAGE FILE 7782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006509 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Problem with GCC 

Date: 16 May 2001 22:00:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01c0de53S$5ab5f£560$a41be4d5@pal-—s-—omnibook> 
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References: <OlcOdd8fS$fb6f2180S6a2elbd4@pal-—s-—omnibook> <9dujq8$7s61l@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-—4-27-164.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks Peter, this is a very nice trick which should definitely solve my 
problem, since it's always possible to put/copy all object files into the 
same directory. 


I found another workaround, in case anyone's interested, but it's not as 
convenient: I grouped my object files into archives (using ar -r ...), and 
then linked the archives instead of the object files. 


pal 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<9dujq8$7s61l@www.netyaroze-europe.com>... 

> I also came across the same problem. 

> To shorten the gcc command line you can use wildcards in your makefiles. 
<snip example> 
—-MESSAGE FILE 7782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06509 


-—-MESSAGE FILE 7783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006510 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze and Win2k 

Date: Fri, 18 May 2001 11:28:25 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9elmpqSad51@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hey guys, im looking to make the move to WIn2k very soon, just wanted to 
know what problems i should expect to see and what fixes have been created. 


any info in advance of my swap over would be appreciated. If its a big 
problem ill just slap together a small dev box with only win 98 and the dev 
tools on it. 


Cheers 


GReg 


—-MESSAGE FILE 7783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06510 


—-MESSAGE FILE 7784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006511 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Win2k 

Date: Fri, 18 May 2001 00:55:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9elofpSad52@www.netyaroze-europe. com> 
References: <9elmpq$ad51@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-169.copper.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
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Hi Cookie, 


I used the CodeWarrior tools, I'm not sure what the situation is with the 
GNU stuff, I've never tried it. The only problem (Ha that's a joke) that I 
had with the CodeWarrior stuff was that to get release 2 working I had to be 
part of the Adminstrator group. Not too much of a problem if it's your own 
machine. 


On another note, Win2K is MUCH better than '98 ME NT4 etc. Only had a few 
compatibility problems (all resolved) and about 1 or two BSOD since GDC last 
year. All my games work fine, geez even Xenon 2 (written in '88 expecting 
full access to everything in the system) works like a charm. 


Bob 
bob@shand.org.uk 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9YelmpqSad51@www.netyaroze-europe.com... 
> Hey guys, im looking to make the move to WIn2k very soon, just wanted to 
> know what problems i should expect to see and what fixes have been 
created. 
> 
> any info in advance of my swap over would be appreciated. If its a big 
> problem ill just slap together a small dev box with only win 98 and the 
dev 
> tools on it. 
> 

Cheers 


> 
> 
> GReg 
> 
> 


—-MESSAGE FILE 7784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06511 


—-MESSAGE FILE 7785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006512 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <graemeevans@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Win2k 

Date: Fri, 18 May 2001 15:29:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9e3bp1Sdlvl@www.netyaroze-europe. com> 

References: <9elmpqSad51@www.netyaroze-europe.com> <9elofpSad52@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-96-9.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


havent tried the gnu tools on the CD, cos i use gnu c++. the only trouble I 
had was with siocons. you need to click start-settings-control 
panel-system-hardware-device manager-ports-—Communications Port(com 1) (or 
whatever)-port settings and change the settings to match the yaroze 
settings. 


evsns 


-—-MESSAGE FILE 7785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06512 


—-MESSAGE FILE 7786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006513 
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Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze and Win2k 

Date: Sat, 19 May 2001 17:32:44 +1200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <9e50gs$dlv2@www.netyaroze-europe. com> 

References: <9elmpqSad51l@www.netyaroze-europe.com> <9elofpSad52@www.netyaroze-europe 
-com> <9e3bp1$dlvl@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Thanks for your replies guys, im gonna stick to the GNU tools, i have code 
warrior but started with gnu so will stick to it, 


If you have any more advice id love to hear, also if you can recommend a 
better set of tools that would be good, ive used things like psxide and 
yarozemaster, which were good, but there must be some newer progs around? 


Cheers 


Greg 

"Graeme Evans" <graemeevans@btinternet.com> wrote in message 

news: 9e3bp1$dlv1l@www.netyaroze-europe.com... 

> havent tried the gnu tools on the CD, cos i use gnu ՇԻ. the only trouble 


had was with siocons. you need to click start-settings-control 
panel-system-hardware-device manager-ports-Communications Port(com 1) (or 
whatever)-port settings and change the settings to match the yaroze 
settings. 


evsns 


VVVVVVVVH 


-—-MESSAGE FILE 7786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06513 


-—-MESSAGE FILE 7787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006514 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nick@digidoll.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Dreamcast development 

Date: Sun, 20 May 2001 16:53:22 +0100 

Organization: Tronji Ltd 

Lines: 12 

Message-ID: <9e8p91Ska51@www.netyaroze-europe. com> 
Reply-To: "Nick Ferguson" <nick@digidoll.co.uk> 
NNTP-Posting-Host: host62-7-5-201.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


For ppl who've heard about it but never really had the motivation to try 
anything till someone wrote a "how-to", there's a wee article here that may 
be of interest: 


http://www.gamedev.net/reference/programming/features/hbdcl/ 


Looks like you'll need Linux, a CD burner and a custom cable, but hey - if 
you have all that you're set! ;) 


Nick 
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-—-MESSAGE FILE 7787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06514 


—-MESSAGE FILE 7788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006515 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Mon, 21 May 2001 00:24:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9e9kc3Ska53@www.netyaroze-europe. com> 
References: <9e8p91Ska51@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-254.copper.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


You don't need linux. Just get the GNU tools to cross compile. 1 looked at 
it ages ago. The biggest problem is getting stuff down to the machine. 

It's bloody slow over the serial lead. It's also possible to use the DC 
highspeed adapter to download stuff to it. Again the problem is getting 
them since (I believe) that they are only out in Japan and the USA. I mean 
lets face it, there is no point releasing a broadband adapter in a country 
that has got bugger all broadband options (Damn BT, Telewest and OFTEL) 
especially when production of the console has stopped :0( 


Bob 
bob@shand.org.uk 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 

news: 9e8p91Ska51@www.netyaroze-europe.com... 

> For ppl who've heard about it but never really had the motivation to try 
> anything till someone wrote a "how-to", there's a wee article here that 
may 

be of interest: 


http://www.gamedev.net/reference/programming/features/hbdcl/ 


Looks like you'll need Linux, a CD burner and a custom cable, but hey - if 
you have all that you're set! ;) 


Nick 


VVVVVVVV VV 


—-MESSAGE FILE 7788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06515 


—-MESSAGE FILE 7789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006516 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Mon, 21 May 2001 11:52:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <9eas07Smtql@www.netyaroze-europe.com> 

References: <9e8p91Ska51l@www.netyaroze-europe.com> <9e9kc3S$ka53@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-151-133.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


www.liksang.com have DC broadband adapters for 82.86ukp if you are really 
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stuck. 
Matt 


Robert Shand <bob@shand.org.uk> wrote in message 

news: 9e9kc3S$ka53@www.netyaroze-europe.com... 

> You don't need linux. Just get the GNU tools to cross compile. I looked 
at 

> it ages ago. The biggest problem is getting stuff down to the machine. 

> It's bloody slow over the serial lead. It's also possible to use the DC 
> highspeed adapter to download stuff to it. Again the problem is getting 
> them since (I believe) that they are only out in Japan and the USA. I 
mean 

lets face it, there is no point releasing a broadband adapter in a country 
that has got bugger all broadband options (Damn BT, Telewest and OFTEL) 
especially when production of the console has stopped :0( 


Bob 
bob@shand.org.uk 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 

news: 9e8p91Ska51@www.netyaroze-europe.com... 

> For ppl who've heard about it but never really had the motivation to try 
> anything till someone wrote a "how-to", there's a wee article here that 
may 

be of interest: 
http://www.gamedev.net/reference/programming/features/hbdcl/ 

Looks like you'll need Linux, a CD burner and a custom cable, but hey - 


you have all that you're set! ;) 


> 
> 
> Nick 
> 
> 


VVVVVVVEVVVVV VV VV VV VV VV VV 
v 


--MESSAGE FILE 7789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06516 


--MESSAGE FILE 7790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006517 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Mon, 21 May 2001 12:22:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <9eattc$mtq2@www.netyaroze-europe.com> 

References: <9e8p91$ka51@www.netyaroze-europe.com> <9e9kc3$ka53@www.netyaroze-europe 
.com> <9eas07Smtql@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem—56.zinc.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Yeah but will they work with my UK DC? 


And I really don't think I can charge anything more to my credit card, 
especially from Lik-Sang. Already spent £366 in the last week ;0) 


Bob 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9eas07Smtql@www.netyaroze-europe.com... 

> www.liksang.com have DC broadband adapters for 82.86ukp if you are really 
> stuck. 
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Matt 


Robert Shand <bob@shand.org.uk> wrote in message 

news: 9e9kc3S$ka53@www.netyaroze-europe.com... 

> You don't need linux. Just get the GNU tools to cross compile. I 

ooked 

at 

> it ages ago. The biggest problem is getting stuff down to the machine. 
> It's bloody slow over the serial lead. It's also possible to use the DC 
> highspeed adapter to download stuff to it. Again the problem is getting 
> them since (I believe) that they are only out in Japan and the USA. I 
mean 

> lets face it, there is no point releasing a broadband adapter ina 
ountry 

that has got bugger all broadband options (Damn BT, Telewest and OFTEL) 
especially when production of the console has stopped :0( 


v 


Bob 
bob@shand.org.uk 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 9e8p91Ska51@www.netyaroze-europe.com... 
> For ppl who've heard about it but never really had the motivation to 


> anything till someone wrote a "how-to", there's a wee article here 


may 
be of interest: 


> 

> 

> http://www.gamedev.net/reference/programming/features/hbdcl/ 

> 

> Looks like you'll need Linux, a CD burner and a custom cable, but 


you have all that you're set! ;) 


> 
> 
> Nick 
> 
> 


VVVVVVVVVV EVV VV VV EV FEV VV VV VV VV AV VV VV VV EVV VV VV 
VVVVVVV EK VV VV NCA DON KG VV VV VV VV 


—-MESSAGE FILE 7790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06517 


—-MESSAGE FILE 7791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006518 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Mon, 21 May 2001 13:30:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9eblouSmtgq3@www.netyaroze-europe.com> 

References: <9e8p91Ska51l@www.netyaroze-europe.com> <9e9kc3S$ka53@www.netyaroze-europe 
.com> <9eas07Smtql@www.netyaroze-europe.com> <9eattcSmtq2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-154-123.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Yeah but will they work with my UK DC? 
I don't really know, but I'm guessing all the peripherals are the same. I 


know a few people who got one to play PSO using the american browser disk, 
but i'm not absolutely positive they have UK DC's. 
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> And I really don't think I can charge anything more to my credit card, 
> especially from Lik-Sang. Already spent £366 in the last week ;0) 


I've found Lik-Sang to be decent, even though they do look highly dodgy. 
Ordered a GBA just a little while back with no problems, not for myself tho 
: ( 


—-MESSAGE FILE 7791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06518 


-—-MESSAGE FILE 7792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006519 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Lik-Sang (was Re: Dreamcast development) 

Date: Mon, 21 May 2001 15:06:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9eb7ftSmtq4@www.netyaroze-europe. com> 

References: <9e8p91Ska51l@www.netyaroze-europe.com> <9e9kc3S$ka53@www.netyaroze-europe 
.com> <9eas07Smtql@www.netyaroze-europe.com> <9eattcSmtq2@www.netyaroze-europe. com> 
<9eblouSmtq3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-89.lutetium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


> And I really don't think I can charge anything more to my credit card, 
> especially from Lik-Sang. Already spent £366 in the last week ;0) 


I've found Lik-Sang to be decent, even though they do look highly dodgy. 

Ordered a GBA just a little while back with no problems, not for myself 
ho 

: ( 


VtVVVVV 


Oh I didn't mean that I don't trust them, just that I'm broke. I've heard 
a lot of good stuff about them. I know a lot of people who use them. I've 
ordered 2 GBA's and some other stuff. Just waiting for everything to be 
shipped :0) 


Bob 


—-MESSAGE FILE 7792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06519 


—-MESSAGE FILE 7793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006520 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Mon, 21 May 2001 18:27:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <9ebj93Smtq5@www.netyaroze-europe. com> 

References: <9e8p91Ska51l@www.netyaroze-europe.com> <9e9kc3S$ka53@www.netyaroze-europe 
.com> <9eas07Smtql@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-480.ekto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


If I bought that cable how long would it take to arrive? I know I should 
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really be lookin on the site for this but do you think they take UK Switch 
cards? 


Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9Jeas07Smtql@www.netyaroze-europe.com... 

www.liksang.com have DC broadband adapters for 82.86ukp if you are really 
stuck. 


Matt 


Robert Shand <bob@shand.org.uk> wrote in message 

news: 9e9kc3S$ka53@www.netyaroze-europe.com... 

> You don't need linux. Just get the GNU tools to cross compile. I 

ooked 

at 

> it ages ago. The biggest problem is getting stuff down to the machine. 
> It's bloody slow over the serial lead. It's also possible to use the DC 
> highspeed adapter to download stuff to it. Again the problem is getting 
> them since (I believe) that they are only out in Japan and the USA. I 
mean 

> lets face it, there is no point releasing a broadband adapter ina 
ountry 

> that has got bugger all broadband options (Damn BT, Telewest and OFTEL) 
especially when production of the console has stopped :0( 


Bob 
bob@shand.org.uk 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 9e8p91Ska51@www.netyaroze-europe.com... 
> For ppl who've heard about it but never really had the motivation to 


> anything till someone wrote a "how-to", there's a wee article here 


may 
be of interest: 


> 

> 

> http://www.gamedev.net/reference/programming/features/hbdcl/ 

> 

> Looks like you'll need Linux, a CD burner and a custom cable, but 


you have all that you're set! ;) 


> 
> 
> Nick 
> 
> 


VVVVVVVVVV EVV VV VV EV TEV VV VV VV VV OAV VV VV VV EVV VV VV VV 
VVVVVVV EK VV VV V VD VX V V V V V V V V 


--MESSAGE FILE 7793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06520 


—-MESSAGE FILE 7794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006521 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Mon, 21 May 2001 18:51:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <9ebkl1jSmtq6@www.netyaroze-europe. com> 

References: <9e8p91Ska51l@www.netyaroze-europe.com> <9e9kc3$ka53@www.netyaroze-europe 
.com> <9eas07Smtql@www.netyaroze-europe.com> <9ebj93Smtq5@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem—93.benadryl.dialup.pol.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


They don't take switch. 
As for the shipping it depends. 


Normal mail can take from 1 week to a month. Not sure of the cost. 
Fed-Ex is more expensive but is something like 3 days, with online tracking 
etc. For expensive things it's definately worth it 


Bob 

"Max" <mad.max@which.net> wrote in message 

news: 9ebj93Smtq5@www.netyaroze-europe.com... 

> If I bought that cable how long would it take to arrive? I know I should 


> really be lookin on the site for this but do you think they take UK Switch 
> cards? 

> 

> Max 

> 

> Matt Verran <mverran@btinternet.com> wrote in message 

> news: 9eas07Smtql@www.netyaroze-europe.com... 

> > www.liksang.com have DC broadband adapters for 82.86ukp if you are 
really 

> > stuck. 

>> 

> > Matt 

>> 

> > Robert Shand <bob@shand.org.uk> wrote in message 

> > news: 9e9kc3Ska53@www.netyaroze-europe.com... 

> > > You don't need linux. Just get the GNU tools to cross compile. I 
> looked 

>> at 


> > > it ages ago. The biggest problem is getting stuff down to the 
machine. 

> > > It's bloody slow over the serial lead. It's also possible to use the 
DC 

> > > highspeed adapter to download stuff to it. Again the problem is 
getting 

> > > them since (I believe) that they are only out in Japan and the USA. I 
> mean 

> > lets face it, there is no point releasing a broadband adapter in a 
country 

> > that has got bugger all broadband options (Damn BT, Telewest and 

OF TEL) 


> 
> 
> 
> 


especially when production of the console has stopped :0( 


Bob 
bob@shand.org.uk 


"Nick Ferguson" <nick@digidoll.co.uk> wrote in message 
news: 9e8p91Ska51@www.netyaroze-europe.com... 
> For ppl who've heard about it but never really had the motivation to 


> anything till someone wrote a "how-to", there's a wee article here 
Է 
may 
be of interest: 


h 


> 

> 

> http://www.gamedev.net/reference/programming/features/hbdcl/ 

> 

> Looks like you'll need Linux, a CD burner and a custom cable, but 


you have all that you're set! ;) 


> 
> 
> Nick 
> 
> 


VVVVVVVVVVVVVV VV VV VV VV VV VV ՎՊ 
VVVVVVVVVV EVV VV VV EV EVV VV VV V V 
VVVVVVV EK VV VV VV &® VK VV VV V V V V 


Net Yaroze newsgroups message dump.txt Page 5089 


> 
> 


—-MESSAGE FILE 7794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06521 


-—-MESSAGE FILE 7795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006522 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 linux 

Date: Thu, 24 May 2001 13:25:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9eiukcS$6nl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-190-175.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Magic box is reporting that 7000 additional PS2 linux kits will be 
distributed July 14 to 20 due to overwhelming demand. What was the initial 
allocation amount? How does this compare to the NetYaroze takeup, i'm 
thinking it's a lot more, anyone have any theories on why that might be? 


—-MESSAGE FILE 7795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06522 


—-MESSAGE FILE 7796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006523 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 linux 

Date: Thu, 24 May 2001 16:00:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9ej7qd$6n2@www.netyaroze-europe. com> 
References: <9eiukcS6nl@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr849-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi 


> What was the initial allocation amount? 


It was 2000 units according to http://www.peanuts.gr.jp/pslinux/ 


How does this compare to the NetYaroze takeup, i'm 

> thinking it's a lot more, anyone have any theories on why that might be? 
> 

> 


I suppose because the console market was a lot smaller - at the time NY was 
released (toward the end of 1996 in Japan), total Japanese PS hardware sales 
were something like 5-6 million units. 


The PS2 LinuxKit doesn't seem too expensive either considering what is 


included (esp. when compared to the initial Yaroze price). IIRC a PC isn't 
required to use the kit (though a monitor is) - is that right? 
cheers 


Derek 
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-—-MESSAGE FILE 7796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06523 


-—-MESSAGE FILE 7797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006524 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dreamcast development 

Date: Fri, 25 May 2001 11:50:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <9eld1p$3151@www.netyaroze-europe. com> 

References: <9e8p91Ska51l@www.netyaroze-europe.com> <9e9kc3S$ka53@www.netyaroze-europe 
.com> <9eas07Smtql@www.netyaroze-europe.com> <9eb j93Smtq5@www.netyaroze-europe. com> 
<9ebk1jSmtqé6é@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Robert Shand" <bob@shand.org.uk> wrote in message 
news: 9ebk1jSmtq6@www.netyaroze-europe.com... 
> They don't take switch. 


The site says: 


Payment by Credit Card: 

This is the most convenient and common way we can offer. You can 
directly make payment using either your VISA or MasterCard after 
having placed your order. Sorry that we cannot accept Discover, 
American Express or Diners Club Cards at this time. 


But they take credit card details via WorldPay (like Datel's 
D3World.com do) and I used my Solo card fine on that. 


Rikki 


-—-MESSAGE FILE 7797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06524 


—-MESSAGE FILE 7798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006525 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 linux 

Date: Fri, 25 May 2001 12:20:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <9elffb$3152@www.netyaroze-europe. com> 

References: <9eiukcS6nl@www.netyaroze-europe.com> <9ej7qd$6n2@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9ej7qd$6n2@www.netyaroze-europe.com... 

> The PS2 LinuxKit doesn't seem too expensive either considering what 
is 


> included (esp. when compared to the initial Yaroze price). IIRC a 
PC isn't 
> required to use the kit (though a monitor is) - is that right? 


Yeah, just a compatible SVGA monitor (apparently not all monitors are 
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compatible - you need to check a list). I've also heard that it *only* 
outputs to monitor, which I think is rubbish. Surely you must be able 
to just choose which cable you plug into the output, and the SVGA 
adapter is just there for the best res when using the Linux GUI 


apps... 


I *REALLY* want the Linux PS2 dev kit, I so hope they release it over 
here... 


Rikki 


-—-MESSAGE FILE 7798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06525 


—-MESSAGE FILE 7799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006526 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 linux 

Date: Sat, 26 May 2001 12:28:52 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9e0401S95t1l@www.netyaroze-europe. com> 


om> <9elffb$3152@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-146-22.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Yeah, just a compatible SVGA monitor (apparently not all monitors are 
> compatible - you need to check a list). I've also heard that it *only* 
> outputs to monitor, which I think is rubbish. 


Hmmm I dunno, I remember the translation going to great pains to say it was 
ONLY the monitor which worked. I think it probably would be possible for 
SONY to stop it outputting images for a normal TV. I'd like to be able to 
connect to a TV though, to show my creations off. 


> I *REALLY* want the Linux PS2 dev kit, I so hope they release it over 
> here... 


I hope they let me buy a US kit if they release it over there. Otherwise I'm 
going to have to purchase another PS2 : ( 


References: <9eiukcS6nl@www.netyaroze-europe.com> <9ej7qdS6n2@www.netyaroze-europe.c 


—-MESSAGE FILE 7799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06526 


—-MESSAGE FILE 7800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006527 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 linux 

Date: Thu, 31 May 2001 20:35:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9fé6é6htSé6fl@www.netyaroze-europe. com> 
References: <9eiukcS6nl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-192-181.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


>...i'm thinking it's a lot more, anyone 
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> have any theories on why that might be? 


Well the LINUX kit is, I think, mainly designed to make the PS2 into a PC 
not a development system as such (although I'm sure it'll be good for 
that)....remember the pressure to develop the kit came from the LINUX 
community not any game developers' community.... I suspect they just wanted 
a good alternative to Intel type PCs. 


It should make a good LINUX PC since the main problem with running LINUX on 
a PC is the setting-up of things like X windows (a bit of a black art)--- 
but since all the units will have the same memory and video hardware etc 
(unlike normal PSs) then presumably everything can come 

preconfigured...... or if it's not then atleast all the questions and answers 
on the newsgroups will be usefull for all users. 


Jon 


—-MESSAGE FILE 7800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06527 


—-MESSAGE FILE 7801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006528 

Path: chuka.playstation.co.uk!news 

From: graeme evans <graemeevans@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS1 Linux 

Date: Fri, 1 Jun 2001 14:59:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9f87dn$7f£01@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-113-150.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Bit 

User-Agent: KNode/0.4 


Did you notice this? 
http://www.zdnet.com/zdnn/stories/news/0,4586,2767608,00.html 


it isn't even april lst. The runix.ru site seems to be slashdotted at the 
moment, if anyone can get through let me know how it works... 


evans 
—-MESSAGE FILE 7801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06528 


-—-MESSAGE FILE 7802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006529 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ects 

Date: Sat, 02 Jun 2001 00:48:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3B1829E9.39B47905@darkhex.com> 

NNTP-Posting-Host: modem-84.eledhwen.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Hi all, 
Who here is going to ECTS? 


The site is now taking registrations at: www.ects.com 
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Reply here if you are planning on going and we can arrange a meet. 


Cheers! 


Marc. 


marc@darkhex.com 
www.darkhex.com 
www. yarozescene.co.uk 


—-MESSAGE FILE 7802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06529 


—-MESSAGE FILE 7803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006530 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 linux 

Date: Sat, 2 Jun 2001 13:28:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <9famj0Sc661@www.netyaroze-europe. com> 

References: <9eiukcS6nl@www.netyaroze-europe.com> <9e j7qdS$6n2@www.netyaroze-europe.c 
օո» <9elffb$3152@www.netyaroze-europe.com> <9e0401S95t1@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9e0401S95t1l@www.netyaroze-europe.com... 

> 

> > Yeah, just a compatible SVGA monitor (apparently not all monitors 
are 


> > compatible - you need to check a list). I've also heard that it 
*only* 

> > outputs to monitor, which I think is rubbish. 

> 


> Hmmm I dunno, I remember the translation going to great pains to say 
it was 

> ONLY the monitor which worked. I think it probably would be possible 
for 

> SONY to stop it outputting images for a normal TV. I'd like to be 
able to 

> connect to a TV though, to show my creations off. 


I suppose it would be possible for Sony to do, as it has to be run 
through the Linux software. What I'm not sure about is what does the 
conversion to the correct output? I'm thinking it must be the actual 
cable - I guess a standard output comes from the Video Out, then the 
cable converts it, either to RGB, S-Video, Component, RF, or SVGA. I 
dunno though. I can't understand why Sony would want to limit it to 
monitors. What point is there in that? 


> > I *REALLY* want the Linux PS2 dev kit, I so hope they release it 
over 

> > here... 

> 

> I hope they let me buy a US kit if they release it over there. 
Otherwise I'm 

> going to have to purchase another PS2 : ( 
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I wanna get an old Jap PS2 just to get the Jap kit (Lik-Sang were/are 
selling it, so it seems to be a available thing, and not a 'sign the 
contract and we'll give it to you only if you're in the right region' 
thing, like the Yaroze, but there's no way I can afford another 
PS2.... :( I don't understand why they don't wanna release it over 
here. They'll just blame the cost of it, but they're selling the kit 
for a large amount of money, so I doubt they're losing much on it. The 
only effort that needs to be put in is translating the manuals. And 
they'd get so much praise from the poor, amateur development 
community. It would be reasonable marketing exercise (I'm just talking 
rubbish now to justify it.. :() 


Rikki 


—-MESSAGE FILE 7803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06530 


-—-MESSAGE FILE 7804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006531 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze Screen Captures 

Date: Sun, 3 Jun 2001 12:08:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9fd611S$dirl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-328.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Does anyone know where I can download a program that will allow me to 
capture screen shots on the Yaroze? 


Cheers! 
Max 


-—-MESSAGE FILE 7804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06531 


-—-MESSAGE FILE 7805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006532 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Screen Captures 

Date: Sun, 3 Jun 2001 12:15:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9fd6é7uSdir2@www.netyaroze-europe. com> 
References: <9fd611Sdirl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-44-111.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Fsnap works well... 


http: //www.netyaroze-europe.com/~mrfrosty/ftp/index. html 


Max <mad.max@which.net> wrote in message 
news: 9fd611Sdirl@www.netyaroze-europe.com... 
> Does anyone know where I can download a program that will allow me to 
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capture screen shots on the Yaroze? 


Cheers! 


> 
> 
> 
> Max 
> 
> 


—-MESSAGE FILE 7805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06532 


-—-MESSAGE FILE 7806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006533 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Screen Captures 

Date: Sun, 3 Jun 2001 12:19:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9fd6éomS$dir3@www.netyaroze-europe. com> 
References: <9fd611Sdirl@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch5as13-77-248-239.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


The only one I've used is James Rutherford's FSnapshot util. 
http://www.netyaroze-europe.com/~mrfrosty/ftp/yaroze/libs/fsnapl1_0.zip 


Regards, 
Peter 


"Max" <mad.max@which.net> wrote in message 

news: 9fd611Sdirl@www.netyaroze-europe.com... 

> Does anyone know where I can download a program that will allow me to 
capture screen shots on the Yaroze? 


Cheers! 


> 
> 
> 
> Max 
> 
> 


—-MESSAGE FILE 7806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06533 


—-MESSAGE FILE 7807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006534 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS1 Linux 

Date: Sun, 3 Jun 2001 12:23:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9fd70jSdir4@www.netyaroze-europe. com> 
References: <9f87dnS7f01@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch5as13-77-248-239.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This looks interesting, not sure how practical it is running on the psx 
though. 


Has anyone got the alpha version running on their psx? I've downloaded it 
but it's all too confusing for me, if I'm expected to compile it first I've 
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got no hope. :) 


Peter 
Linux newbie 


"graeme evans" <graemeevans@btinternet.com> wrote in message 
news: 9f87dnS$7f01@www.netyaroze-europe.com... 
> Did you notice this? 


http://www.zdnet.com/zdnn/stories/news/0,4586,2767608,00.html 


it isn't even april lst. The runix.ru site seems to be slashdotted at the 
moment, if anyone can get through let me know how it works... 


VV VV V V V 


evans 


—-MESSAGE FILE 7807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06534 


-—-MESSAGE FILE 7808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006535 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 00:13:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9fegjgSgaol@www.netyaroze-europe.com> 
References: <3B1829E9.39B47905@darkhex.com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


<Marc@darkhex.com> wrote in message 
news :3B1829E9.39B47905@darkhex.com... 


> Hi all, 

> 

> Who here is going to ECTS? 

> 

> The site is now taking registrations at: www.ects.com 

> 

> 

> Reply here if you are planning on going and we can arrange a meet. 


Yup, after 2-3 years of wimping out (mainly cos I was 15 and looked it 
7) me and some mates are gonna go along to ECTS. Especially as it's in 
ExCeL this year (East London, come on you Irons), plus I just 
realised, I might be able to drive there! (But I won't cos it'll be 
easier and cheaper to jump on the train). Either way I'm definitely up 
for going. And I should be able to go for all 3 days, without needing 
to stay in a hotel or summat (cos I live dead near, yay!). 


Rikki 


—-MESSAGE FILE 7808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06535 


-—-MESSAGE FILE 7809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006536 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 00:17:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
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Message-ID: <9fegroSgao2@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjgSgaol@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Some more things. Why do they say strictly no under 18 yr olds? Why 
are they trying to scare me? Well I registered for the past couple of 
years (just never went), so it won't matter much. I just realised one 
of the days is for press only, isn't it? What are the requirements for 
claiming press eligibility? Could I crash in as press due to running a 
(currently poor) PS2 Yabasic site? 


Cheers, 
Rikki 


—-MESSAGE FILE 7809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06536 


—-MESSAGE FILE 7810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006537 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 10:54:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9fflrlSgao3@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-76-190.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


They put NO STUDENTS and STRICTLY OVER EIGHTEENS just to scare you off yes. 
As a Yarozer and potential game developer you've got more reason to be there 
than the hundreds of 15 year old store managers that were there last year, 
and every year apparently. Actually I saw two toddlers with their dad last 
year too, they had 'technical director' and 'design director’ on their 
badges :) 


I'll be almost definately going this year, gotta have a play on the GameCube 
:) But it's a shame so many of the biggies are sacking ECTS off for their 
own events (SONY, SEGA), E3 seems the only decent show left. 


Matt 


Rikki Prince <rprince@dircon.co.uk> wrote in message 
news: 9fegroS$gao2@www.netyaroze-europe.com... 
> Some more things. Why do they say strictly no under 18 yr olds? Why 


> are they trying to scare me? Well I registered for the past couple of 

> years (just never went), so it won't matter much. I just realised one 

> of the days is for press only, isn't it? What are the requirements for 
> claiming press eligibility? Could I crash in as press due to running a 
> (currently poor) PS2 Yabasic site? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 7810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06537 
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-—-MESSAGE FILE 7811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006538 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 12:38:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9ffs43Sgao4@www.netyaroze-europe. com> 
References: <3B1829E9.39B47905@darkhex.com> 
NNTP-Posting-Host: modem-982.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I'm not sure - I'm rather broke at the moment and it doesn't look like I'll 
be getting any money any time soon, but we will see. What date does it 
start? 

Max 

<Marc@darkhex.com> wrote in message news:3B1829E9.39B47905@darkhex.com... 

> Hi all, 

> 

Who here is going to ECTS? 


The site is now taking registrations at: www.ects.com 


Reply here if you are planning on going and we can arrange a meet. 


Cheers! 


Marc. 


marc@darkhex.com 
www.darkhex.com 
www. yarozescene.co.uk 


VVVVVVVVVVVVVV VV VV VV VV 


-—-MESSAGE FILE 7811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06538 


-—-MESSAGE FILE 7812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006539 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 linux 

Date: 4 Jun 2001 12:13:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <0lc0ecef$725b5160$8c2cl1bd4@pal-—s-—omnibook> 

References: <9eiukcS6nl@www.netyaroze-europe.com> <9ej7qdS6n2@www.netyaroze-europe.c 
om> <9elffb$3152@www.netyaroze-europe.com> <9e0401S95t1l@www.netyaroze-europe.com> <9 
famj0Sc661@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-5-44-140.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Rikki Prince <rprince@dircon.co.uk> wrote in article 
<9famj0S$c661@www.netyaroze-europe.com>... 
<snip> 
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I wanna get an old Jap PS2 just to get the Jap kit (Lik-Sang were/are 
> selling it, so it seems to be a available thing, and not a 'sign the 
> contract and we'll give it to you only if you're in the right region' 
> 
< 


thing, like the Yaroze 


Lik-Sang also sells WonderWitch's, which are strictly reserved to Japan 
(you need an email and postal address in Japan to get one), and associated 
to a password-protected website, so I think that their selling Linux kits 
is no indication that it is easy to get one officially (not to mention okay 
from Sony's point of view)... 

Personnally, I'm really wanting the thing, but I'm sure that they will 
eventually release it over here and that getting and using the Japanese 
version is too much trouble. In the meantime, let's just yaroze :) 


pal 


—-MESSAGE FILE 7812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06539 


—-MESSAGE FILE 7813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006540 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: MIPS info needed 

Date: Mon, 04 Jun 2001 16:06:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3B1BA3E2.3B5C1050@harbinger.com> 
NNTP-Posting-Host: manuk92.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi everyone, just a quick question: 
If I have the following example in MIPS asm 
lw a2,activeBuffer 


does a2 contain the address or the contents of activeBuffer? 


Cheers 
Andy 


—-MESSAGE FILE 7813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06540 


—-MESSAGE FILE 7814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006541 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: bgWorkArea 

Date: Mon, 4 Jun 2001 17:43:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9fgdvrSgao5@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-802.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Does anyone know what size the bg work area should be when using back 
grounds in 2D on the Yaroze? I.e. what formula (or combination of) do I use? 
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Cheers 
Max 


—-MESSAGE FILE 7814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06541 


—-MESSAGE FILE 7815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006542 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 04 Jun 2001 18:55:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3B1BCBAO.46BFCBA0@darkhex.com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjgSgaol@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-152.high-hat.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept-Language: en-GB,en 


Yup, after 2-3 years of wimping out (mainly cos I was 15 and looked it 
7) me and some mates are gonna go along to ECTS. Especially as it's in 
ExCeL this year (East London, come on you Irons), plus I just 
realised, I might be able to drive there! (But I won't cos it'll be 
easier and cheaper to jump on the train). Either way I'm definitely up 
for going. And I should be able to go for all 3 days, without needing 
to stay in a hotel or summat (cos I live dead near, yay!). 


VVVVVVVV VV 


H 


forgot it was at the Excel too, I could even walk there if I wanted too 
(not that I do want too..... ) 


In the words of a wise man: mmmmmm gamecube hhgggggglllhhhhhhhhhh!!!!! 


Marc. 


—-MESSAGE FILE 7815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06542 


—-MESSAGE FILE 7816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006543 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 19:27:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9fgk2kSgao6@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjgS$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr1074-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Nintendo are also giving ECTS a miss this year, and are instead holding 
their own event (The Nintendo Show) on September 1 and 2. I've been to the 
last three shows, but I'm not sure about this one. 
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cheers 
Derek 


> I'll be almost definately going this year, gotta have a play on the 
GameCube 

> :) But it's a shame so many of the biggies are sacking ECTS off for their 
own events (SONY, SEGA), E3 seems the only decent show left. 


> 
> 
> Matt 


—-MESSAGE FILE 7816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06543 


—-MESSAGE FILE 7817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006544 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: bgWorkArea 

Date: Mon, 4 Jun 2001 19:44:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9fgllpSgao7@www.netyaroze-europe. com> 
References: <9fgdvrSgao5@www.netyaroze-europe.com> 
NNTP-Posting-Host: usr1074-avo.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Oops, sorry Max, I think I mailed you by mistake =) 
Hi 


Work area size (in long units) = 
(((ScreenW/16+1) * (ScreenH/16+1+1) *6+4) *2+2) 


where 
ScreenH screen height in pixels (240/480) 
ScreenW = screen width in pixels (256/320/384/512/640) 


Is that what you wanted? 


cheers 
Derek 


—-MESSAGE FILE 7817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06544 


—-MESSAGE FILE 7818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006545 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 19:54:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9fglgqSgao8@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 
Sgao6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-191-44.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
What? 1 am right about SONY not being there too arn't I? 
No Sony, Sega or Nintendo? Is ECTS all over? 

Derek da Silva <dasi@eidosnet.co.uk> wrote in message 


news: 9fgk2k$gao6@www.netyaroze-europe.com... 
> Nintendo are also giving ECTS a miss this year, and are instead holding 


> their own event (The Nintendo Show) on September 1 and 2. I've been to 
the 

> last three shows, but I'm not sure about this one. 

> 

> cheers 

> Derek 

> 

> > I'll be almost definately going this year, gotta have a play on the 
> GameCube 

> > :) But it's a shame so many of the biggies are sacking ECTS off for 
their 

> > own events (SONY, SEGA), E3 seems the only decent show left. 

>> 

> > Matt 

> 

> 

> 
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—-MESSAGE FILE 7818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06545 


—-MESSAGE FILE 7819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006546 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 4 Jun 2001 20:18:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9fgn2tSgao9@www.netyaroze-europe. com> 


Sgao6@www.netyaroze-europe.com> <9fglgqSgao8@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1074-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> What? I am right about SONY not being there too arn't I? 
> 


> No Sony, Sega or Nintendo? 


That's right. Depressing isn't it. 


> Is ECTS all over? 
There's still Xbox I guess 
cheers 

Derek 


References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 


—-MESSAGE FILE 7819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06546 
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-—-MESSAGE FILE 7820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006547 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Mon, 04 Jun 2001 20:22:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3B1BDFE6.D7A9759@darkhex.com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 
Sgao6@www.netyaroze-europe.com> <9fglgqSgao8@www.netyaroze-europe.com> <9fgn2tS$gao9@ 
www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-50.dagorlad.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Damn. Anyone know how to get into the Nintendo show? 


Derek da Silva wrote: 


> > What? I am right about SONY not being there too arn't I? 
— 4 No Sony, Sega or Nintendo? 

That's right. Depressing isn't it. 

x > Is ECTS all over? 

— There's still Xbox I guess 

> cheers 

> Derek 


--MESSAGE FILE 7820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06547 


--MESSAGE FILE 7821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006548 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: clipping 

Date: Mon, 4 Jun 2001 13:21:28 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9fgqt9Sgaol0@www.netyaroze-europe.com> 
NNTP-Posting-Host: 1Cust203.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


is there a way to stop all clipping, or at least limit it? 


-omar 


—-MESSAGE FILE 7821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06548 


-—-MESSAGE FILE 7822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006549 
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Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: clipping 

Date: Mon, 4 Jun 2001 23:05:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9fh06fSn841@www.netyaroze-europe. com> 
References: <9fgqt9Sgaol0@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-206.iodine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Omar 


I'm not sure if you can turn clipping off altogether, but to limit it toa 
certain position and size in vram, try this: 

(this example sets clipping to a 64*64 area with the top left hand corner of 
the clipping rectangle at x=320, y=447). 


extern DRAWENV GsDRAWENV; file://Drawing environment - you probably have 
this 
defined somewhere 


DRAWENV oldDrawEnv; 


oldDrawEnv=GsDRAWENV; file://Save current drawing environment for 
later 


.2-320: 
-y=447; 
.w=64; 
-h=64; 


BKK 


GsDRAWENV.clip=r; 
GsDRAWENV.ofs [0]=320; 
GSDRAWENV.ofs[1]=447; 


PutDrawEnv (&GSDRAWENV) ; 


ofs[0] and ofs[1] seem to be offsets to add to any coordinates you put 
through the GPU, i.e. if you call GsSortSprite with x = 10 and y = 16, the 
sprite will be drawn at 330,463. 


If you need to restore the default clipping rectangle: 


GsDRAWENV=oldDrawEnv; file://reset drawing environment back to what it 
was 
PutDrawEnv (&GSDRAWENV) ; 


hope this helps! 


Andy 


Omar <OMetwally7@aol.com> wrote in message 

news: 9fgqt 9$gaol0@www.netyaroze-europe.com... 

> is there a way to stop all clipping, or at least limit it? 
> 

> -omar 

> 

> 


—-MESSAGE FILE 7822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06549 
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-—-MESSAGE FILE 7823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006550 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Tue, 5 Jun 2001 11:35:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9ficlkSn842@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjgSgaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 
Sgao6@www.netyaroze-europe.com> <9fglgqSgao8@www.netyaroze-europe.com> <9fgn2t$gao9@ 
www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-70-56.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> There's still Xbox I guess 
Yeah, there are a few things I'd like to see on Xbox: 


Project Gotham, The new Curly Monsters game, Malice (but thats gone 
multiplatform now), JSR future 


Xbox is bottom of my most exciting consoles list tho. 


-—-MESSAGE FILE 7823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06550 


—-MESSAGE FILE 7824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006551 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MIPS info needed 

Date: Tue, 5 Jun 2001 17:29:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9fjlhqSn843@www.netyaroze-europe. com> 
References: <3B1BA3E2.3B5C1050@harbinger.com> 
NNTP-Posting-Host: host213-122-1-217.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I think so from having a peek at a document....I cut a bit out and pasted it 
bellow: - 


Data transfer 


load word lw $1, (100)$2 $1 = Memory[$2+100] Data from memory to 
register 

store word sw $1, (100)52 Memory[$2+100] = 51 Data from memory to 
register 

load upper immediate lui $1,100 $1 = 100 * 216 Load constant 


in upper 16bits 


Jon 


—-MESSAGE FILE 7824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06551 
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--MESSAGE FILE 7825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006552 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The Nintendo Show [was Re: Ects] 

Date: Tue, 5 Jun 2001 19:38:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9fj92sSn844@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 
Sgao6@www.netyaroze-europe.com> <9fglgqSgao8@www.netyaroze-europe.com> <9fgn2t$gao9@ 
www.netyaroze-europe.com> <3B1BDFE6.D7A9759@darkhex.com> 

NNTP-Posting-Host: usr900-avo.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> Damn. Anyone know how to get into the Nintendo show? 


"The two day event will take place at Westminster Central Hall, London, on 
September 1st and 2nd, the same weekend as ECTS. 


It will feature a strategic presentation and Q&A session on the 
invitation-only Saturday followed by a trade 'open day' on the Sunday for 
anyone with an ECTS pass. The show starts at noon on Saturday, with Sunday 
running from 10am to 8pm." 


http://www.mcvuk.com/ 


dasi =) 


—-MESSAGE FILE 7825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06552 


—-MESSAGE FILE 7826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006553 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Tue, 05 Jun 2001 20:14:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3B1D2FB3.B244FB24@darkhex.com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 
Sgao6@www.netyaroze-europe.com> <9fglgqSgao8@www.netyaroze-europe.com> <9fgn2t$gao9@ 
www.netyaroze-europe.com> <9ficlkS$n842@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-201.harlequin-basslet.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; Լ) 
X-Accept—-Language: en-GB,en 


> There's still Xbox I guess 
Yeah, there are a few things I'd like to see on Xbox: 


Project Gotham, The new Curly Monsters game, Malice (but thats gone 


> 
> 
> 
> 
> 
> multiplatform now), JSR future 
> 

> 


Xbox is bottom of my most exciting consoles list tho. 


Anyone planning ongoing to both ECTS and the Nintendo show then? 
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-—-MESSAGE FILE 7826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06553 


—-MESSAGE FILE 7827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006554 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Tue, 5 Jun 2001 23:01:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9fjkvsSp701@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fegjg$gaol@www.netyaroze-europe.com> Հ 
9fegroSgao2@www.netyaroze-europe.com> <9fflrlSgao3@www.netyaroze-europe.com> <9fgk2k 
Sgao6@www.netyaroze-europe.com> <9fglgqSgao8@www.netyaroze-europe.com> <9fgn2t$gao9@ 
www.netyaroze-europe.com> <9ficlk$n842@www.netyaroze-europe.com> <3B1D2FB3.B244FB24@ 
darkhex.com> 

NNTP-Posting-Host: usr973-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> Anyone planning ongoing to both ECTS and the Nintendo show then? 
> 


I think so, yeah. 


It will be interesting to see what effect the Nintendo Show has on ECTS 
attendance on September 2nd. 


cheers 
Derek 


-—-MESSAGE FILE 7827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06554 


-—-MESSAGE FILE 7828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006555 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Wed, 6 Jun 2001 23:09:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9fm9v1Ssh12@www.netyaroze-europe. com> 
References: <3B1829E9.39B47905@darkhex.com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


<Marc@darkhex.com> wrote in message 
news :3B1829E9.39B47905@darkhex.com... 


> Hi all, 

> 

> Who here is going to ECTS? 

> 

> The site is now taking registrations at: www.ects.com 

> 

> 

> Reply here if you are planning on going and we can arrange a meet. 


When/where are the Sony, Nintendo and Sega shows? And where can we get 
booking info about them? Could do meets at these as well... 
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Rikki 


—-MESSAGE FILE 7828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06555 


—-MESSAGE FILE 7829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006556 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Thu, 7 Jun 2001 18:40:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <9foe8bSshl3@www.netyaroze-europe. com> 

References: <3B1829E9.39B47905@darkhex.com> <9fm9v1Ssh12@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-120-100-147.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


hi all, just got news groups working. yay! 

I should be going to ECTS although i havent signed up yet. Do know if I'll 
be able to go to the others though =( 

What company do we put for the ECTS badges this year then??? 

Chris 


-—-MESSAGE FILE 7829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06556 


—-MESSAGE FILE 7830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006557 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ects 

Date: Thu, 07 Jun 2001 22:58:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3B1FF91A.B178F0CD@darkhex.com> 

References: <3B1829E9.39B47905@darkhex.com> <9fm9v1S$shl12@www.netyaroze-europe.com> Հ 
9foe8bS$shl3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-140.eglador.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


As derek said, it's at the westminster hall and you'll need an ECTS badge to 
get in on Sunday 2nd September. 


I have to say, owning a GBA and looking forward to the GC, I really must 
attend the Nintendo show! 


Marc. 


—-MESSAGE FILE 7830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06557 


—-MESSAGE FILE 7831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006558 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: psx units 

Date: Sat, 9 Jun 2001 02:48:02 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9fsgqnS$8fvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: ACAF9A60.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hello everyone, 
i have 3 questions about dxf2rsd and psx units: 


1. what does the "auto resize" option do in dxf2rsd? i tried it, 
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and it 


scaled my model up to the perfect size, but unfortunately when i tried this 


with the rest of my models they were scaled all to the same size. 


2. can it be used while preserving relative scale sizes (so a house is 
always a certain amount of times bigger than a car instead of both being the 


same size) ? 


3. what units are used for the psx coordinate system? i'm trying to get my 
3d modeller to match the psx's coordinates so it'll be easier to get 
everything to look okay onscreen. either my models are way too small and 


are being clipped, or they are way too huge and crash my program; 


autoresize is the only solution i've found to get the perfect match. 


sorry this one's kinda long, 


Omar 


--MESSAGE FILE 7831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06558 


—-MESSAGE FILE 7832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006559 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psx units 

Date: Sat, 9 Jun 2001 18:07:41 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9fu6én0Sa8c2@www.netyaroze-europe. com> 
References: <9fsgqn$8fvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC904943.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


i got a few answers from dxf2rsd help. it said that the autoresize scales a 
model up or down to fit within a cube with a side of 1000. i guess that 
means that everything will end up being the same size. i'm not sure about 
this, but i'm guessing the psx units are just some arbitrary units the GPU 


uses. 


-omar 


—-MESSAGE FILE 7832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06559 


-—-MESSAGE FILE 7833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006560 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: psx units 

Date: Sun, 10 Jun 2001 01:27:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9fuevlSa8c3@www.netyaroze-europe. com> 
References: <9fsgqnS$8fvl@www.netyaroze-europe.com> <9fu6n0Sa8c2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-41-65.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> but i'm guessing the psx units are just some 
> arbitrary units the GPU uses. 


... yes, as far as I know the PlayStation just uses units ... and the units 
can be whatever you want. Obviously you've got limitations as to what you 
can make the units since any co-ordinates you store as TMD data or as 
positions of the models in your 3D world, are limited to signed word and 


signed long word values respectively. Eg. if your units were microns and 
you were making a big city scape, then you quickly run into integer overflow 
problems... but if you used centimetres you'd probably be OK 

Jon 


—-MESSAGE FILE 7833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06560 


—-MESSAGE FILE 7834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006561 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psx units 

Date: Sun, 10 Jun 2001 12:03:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <3B235413.BE595E42@darkhex.com> 

References: <9fsgqnS8fvl@www.netyaroze-europe.com> <9fu6én0Sa8c2@www.netyaroze-europe 
-com> <9fuevlS$a8c3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-14.durthang.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


To follow on from What Jon said, I'll give you an example. 


Say you had a car driving past a building, and the real sizes were as follows: 


Car: 2m long, 1.5m wide, 1m high 
Building: 6m long, 6m wide, 20m high 


If you were to use 1 unit (psx) to represent 1cm (in the real world), the sizes 
would be as follows: 


Car: 200units, 150units, 100units 
Buildings: 600units, 600units, 2000units 


All these amounts are easily within range. 


As for the resizing, my way of doing this is to convert to rsd, then use 
rsdform. 

The flag in rsdform is -s x y z, if you also use -Մ then the details will be 
displayed. 


Also in rsdform, you can reset the model centre, so you could move the centre to 
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the top left corner (like a sprite), resize, then move it back to make it easier 
to control the sizing. My method is to move it to the exact middle (I've noticed 
MAX and Milkshape like to offset the centre by varying amounts), then size from 
there. 


I hope this helps! 


Marc. 


—-MESSAGE FILE 7834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06561 


—-MESSAGE FILE 7835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006562 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: NY homepage list 

Date: Sun, 10 Jun 2001 16:00:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9g02f5Sbov2@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0034.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi everyone, 


The homepage registration thing seems to be broken at the moment... or is it 
just me? I've re-registered but just get listed as a little blue blob - not 
quite what I'd hoped for. A registration date also shows up but no link... I 


is confused! 


Ben 


-—-MESSAGE FILE 7835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06562 


—-MESSAGE FILE 7836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006563 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY homepage list 

Date: Sun, 10 Jun 2001 16:04:31 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9g0jrtSbov3@www.netyaroze-europe. com> 
References: <9g02f5Sbov2@www.netyaroze-europe. com> 
NNTP-Posting-Host: ACA5BAE0O.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


it's been like that for a while--i'd say about 2 weeks or so. 


-omar 


--MESSAGE FILE 7836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06563 


--MESSAGE FILE 7837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006564 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psx units 

Date: Sun, 10 Jun 2001 16:29:29 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9g0lalSbov4@www.netyaroze-europe. com> 

References: <9fsgqnS$8fvl@www.netyaroze-europe.com> <9fu6n0Sa8c2@www.netyaroze-europe 
.com> <9fuevlSa8c3@www.netyaroze-europe.com> <3B235413.BE595E42@darkhex.com> 
NNTP-Posting-Host: ACA5BAE0O.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


thanks jon and marc. 


i spent a long time yesterday trying to get the center of my car object just 
right and trying to scale my model size up, so rsdform should make life a 
lot easier. 


-omar 


--MESSAGE FILE 7837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06564 


--MESSAGE FILE 7838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006565 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY homepage list 

Date: Mon, 11 Jun 2001 08:41:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9glsrhSemdl@www.netyaroze-europe. com> 

References: <9g02f5Sbov2@www.netyaroze-europe.com> <9g0jrtSbov3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> it's been like that for a while--i'd say about 2 weeks or so. 


Yep, its broken... and what with my holiday and various other emergencies 
over the previous few weeks, I havent had a chance to look at it yet. Its on 
my very long list of things to do this week (just after reading through 
3000+ emails!). 


Steve 


-—-MESSAGE FILE 7838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06565 


-—-MESSAGE FILE 7839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006566 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: WAP game 

Date: Mon, 11 Jun 2001 14:37:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9g2hlmSemd2@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-122-136-19.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


If anyone wants to run-up their mobile phone bill and try a WAP game I wrote 
then enter the following address on your phone:- 


http: //www.obli.co.uk/wap/rakentaa/load.wmlc 
...it works best on phones with a decent sized cache ... other wise the 


little animantion doesn't work because you have to wait for the next picture 
to be retreived off the network. 


Let me know if you find any probs with it. 


Jon 


-—-MESSAGE FILE 7839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06566 


—-MESSAGE FILE 7840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006567 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY homepage list 

Date: Mon, 11 Jun 2001 16:16:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9g2nfiSemd3@www.netyaroze-europe. com> 

References: <9g02f5Sbov2@www.netyaroze-europe.com> <9g0jrtSbov3@www.netyaroze-europe 
.com> <9glsrhS$emdl1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-59-26.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


3000? Oow, nasty! Sifting through 3000 emails -- that's godda hurt! 


--MESSAGE FILE 7840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06567 


—-MESSAGE FILE 7841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006568 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NY homepage list 

Date: Mon, 11 Jun 2001 17:22:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9g2rcsSemd4@www.netyaroze-europe. com> 

References: <9g02f5Sbov2@www.netyaroze-europe.com> <9g0jrtSbov3@www.netyaroze-europe 
.com> <9glsrhSemdl@www.netyaroze-europe.com> <9g2nfiSemd3@www.netyaroze-europe.com> 
NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> 3000? Oow, nasty! Sifting through 3000 emails -- that's godda hurt! 


Its not so bad, over half of them were email alerts from our security system 
telling me about attempted port scans on our external hosts, but I’ve been 
off all week, not much point reading blocked port scan reports from 7 days 
ago... they are only really helpful if I’m at my desk at the time of the 
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attack, to be used when I contact their ISP to get their account terminated 
(or I just block all access from them to any of our external hosts) 


Steve 


—-MESSAGE FILE 7841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06568 


—-MESSAGE FILE 7842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006569 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WAP game 

Date: Tue, 12 Jun 2001 01:14:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9g3n5vShgol@www.netyaroze-europe. com> 
References: <9g2hlmSemd2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9g2hlmSemd2@www.netyaroze-europe.com... 
> If anyone wants to run-up their mobile phone bill and try a WAP game 


I wrote 

> then enter the following address on your phone:- 

> 

> http://www.obli.co.uk/wap/rakentaa/load.wmlc 

> 

> ...it works best on phones with a decent sized cache ... other wise 
the 

> little animantion doesn't work because you have to wait for the next 
picture 

> to be retreived off the network. 

> 


> Let me know if you find any probs with it. 


I got a 404 Jon. I'm 99.9% certain I typed it in correctly, and 
checked it a coupla times, and tried going to it a coupla times. I'm 
using a Nokia 7110 through breathe.com's thingy portal wotsit (don't 
really use WAP - I got the phone free on contract, so I have some free 
minutes to waste, but I use my PAYG sim for everyday use...) 


Rikki 


—-MESSAGE FILE 7842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06569 


—-MESSAGE FILE 7843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006570 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Everyone Listen 

Date: Tue, 12 Jun 2001 06:44:26 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9g4vghShqo2@www.netyaroze-europe. com> 
NNTP-Posting-Host: c448603-a.grind1l.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 
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Ok yall I am one of the last active members of net yaroze. I am wondering if 
any one is interested in teaming up with for a few games and maybe starting 
our own software company eventually. I guarantee we will have a lot of fun 
and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another one 
of these four. Holla back and email me yall 

We will be called Sky's The Limit Software. 


madhops4ever@hotmail.com 


—-MESSAGE FILE 7843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06570 


—-MESSAGE FILE 7844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006571 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WAP game 

Date: Tue, 12 Jun 2001 13:26:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9g51rlShqo4@www.netyaroze-europe. com> 

References: <9g2hlmSemd2@www.netyaroze-europe.com> <9g3n5vS$hqol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-194-109.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Thanks for trying Rikki. I cut and paste the URL I posted into the Nokia 
7110 emulator I am using and it gets it OK. It seems like I'll have to 
invest in a real phone when/if I get more into WAP games. Thanks for 
trying though. 


—-MESSAGE FILE 7844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06571 


—-MESSAGE FILE 7845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006572 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <admin@nuclide.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Everyone Listen 

Date: Tue, 12 Jun 2001 13:57:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9g53ugShgqo5@www.netyaroze-europe. com> 
References: <9g4vghShqo2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.56.92.114 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, 


Wow I thought the yaroze was dead its been about 2 years since making a 
posting here (maily because once the site went offline for ages and thought 
that was it, then i forgot to look back and forgot my username and password 
but with some luck I dusted out the yaroze as I now want to get back into it 
and here i am :-) 


Anyway I was thinking of something similar - I was actually going to go more 
up to date and aim to make games for the next generation of consoles like 
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the xbox, PS2 etc. I got My Domain www. jumpingbox.co.uk for a company I was 
going to start called Jumping Box Games (originally for the XBox) im very 
good coder but lack on the visuals. Unfortuanally developing for these 
things means you need a lot of money - something I aint got. Instead im 
currently writing business applications as ive gotta earn. 


But I am interested in an outside work sort of hobbyist attempt of making 
games maybe not thing your looking for but Im willing to help / play about 
with ideas. Im not the best but hopefully we can make something thats worth 
showing to people. 


how about it? 
ICQ me on 11256137 


G@z 


"Terry Arnold" <talesal@home.com> wrote in message 

news: 9g4vghShqo2@www.netyaroze-europe.com... 

> Ok yall I am one of the last active members of net yaroze. I am wondering 
af 

> any one is interested in teaming up with for a few games and maybe 
starting 

our own software company eventually. I guarantee we will have a lot of fun 
and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another one 
of these four. Holla back and email me yall 

We will be called Sky's The Limit Software. 


v 


madhops4ever@hotmail.com 


VVVVVVVVV VV 


—-MESSAGE FILE 7845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06572 


—-MESSAGE FILE 7846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006573 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <admin@nuclide.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: back from the dead 

Date: Tue, 12 Jun 2001 14:03:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9g54a9Shqo6@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.56.92.114 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


just thought i would say hi to everyone as i aint been in these news groups 
for like 2 years or so. 


looks like activity has droped quite a bit :-( 
Just out of asking will there ever be a net yaroze 2? 
G@z 


—-MESSAGE FILE 7846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06573 
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--MESSAGE FILE 7847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006574 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Everyone Listen 

Date: Tue, 12 Jun 2001 17:17:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9g5fdiShqo8@www.netyaroze-europe. com> 
References: <9g4vghShqo2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-62-149.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Well good luck with it Terry. I might have been up for it but I'm already 
spoken for -- myself and two colleagues are doing a similar thing (see 
www.darkhex.com). We've still not got anything published, but we have quite 
a few irons in the fire. It's pretty hard going breaking into the market 
getting your first game published when you're a small outfit like us, but 
having said that we've had good comments from publishers, it's just that 


none have signed on the dotted line yet! Ofcourse there is Mark Theyer who 
is conclisive proof that it can be done with a good mix of skill, grim 
determination and a bit of luck with timing, i.e. being on the right 
platform at the right time and having what the publishers think will sell at 


that particular time. 


Jon 


-—-MESSAGE FILE 7847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06574 


—-MESSAGE FILE 7848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006575 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: back from the dead 

Date: Wed, 13 Jun 2001 01:27:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9g6ca8Smnil@www.netyaroze-europe. com> 
References: <9g54a9Shqo6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Gary Howlett" <admin@nuclide.co.uk> wrote in message 

news: 9g54a9Shqo6@www.netyaroze-europe.com... 

> just thought i would say hi to everyone as i aint been in these news 
groups 

for like 2 years or so. 


v 


> 
> looks like activity has droped quite a bit :-( 

> 

> Just out of asking will there ever be a net yaroze 2? 


Nothing been mentioned for ages. I think one of the Yaroze staff said 
something with a bit of a wink. A sorta, wait-and-see, as if something 
was planned. 


The most likely thing is the PS2 Linux system - basically Linux on the 
PS2 (with the HDD/BBA, and Keyboard + Mouse + VGA) and that comes with 
instruction manuals on how to use the EE, GS and VUs (all the 
processor registers etc). They claim they're not going to release it 
outside Japan, but there's a petition to get it released worldwide: 
http://www. fakeroot .net/ps2linux/index.php3.en 
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Sign it so we increase the chances of it being released. 


Rikki 
PS. I Տօօօօօօօ want PS2 Linux, with the EE, GS + VU info... mmmmmmn... 


—-MESSAGE FILE 7848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06575 


—-MESSAGE FILE 7849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006576 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Drum 'n' Race 

Date: Fri, 15 Jun 2001 13:06:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <9gcttdSre81@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-120-96-111.btopenworld.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="—--—-=_NextPart_000_0014_01C0OF59C.0A94C880" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


This is a multi-part message in MIME format. 


a = _NextPart_000_0014_ 01C0OF59C.0A94C880 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi all I've just finished my exams and am going to start work on DnR = 
again. But as most of u know i have some problems i cant get past which = 
is the smoke and that when coming out of water you dont ALWAYS turn back = 
into a car. I dont have the slightest whats wrong with them so theres = 
not much more i can say but go to http://www.netyaroze-europe.com/chrisw 
and download it and play level 5 for a bit if your willing to try and = 
help. 
Cheers all, 
Chris 


=s = = _NextPart_000_0014_ 01C0OF59C.0A94C880 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4611.1300" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DArial size=3D2>Hi all I've just finished my exams and = 
am going to=20 

start work on DnR again. But as most of u know i have some problems i = 
cant get=20 

past which is the smoke and that when coming out of water you dont = 
ALWAYS turn=20 

back into a car. I dont have the slightest whats wrong with them so = 
theres not=20 

much more i can say but go to <A=20 
href=3D"http://www.netyaroze-europe.com/chrisw">http://www.netyaroze-euro= 
pe.com/chrisw</A>=20 

and download it and play level 5 for a bit if your willing to try and=20 
help.</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2>Cheers all,</FONT></DIV> 
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<DIV><FONT face=3DArial size=3D2>Chris</FONT></DIV></BODY></HTML> 
== = NextPart_000_0014_01C0F59C.0A94C880-- 


—-MESSAGE FILE 7849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06576 


--MESSAGE FILE 7850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006577 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Drum 'n' Race 

Date: Fri, 15 Jun 2001 16:07:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9gd8kmSre82@www.netyaroze-europe. com> 
References: <9gcttdSre81@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


It's http://www.netyaroze-europe.com/~chrisw/ in case you didn't spot 
the mistake... Just d/ling now, I'll have a play through... 


Rikki 


-—-MESSAGE FILE 7850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06577 


—-MESSAGE FILE 7851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006578 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Drum 'n' Race 

Date: Fri, 15 Jun 2001 16:16:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9gd958Sre83@www.netyaroze-europe. com> 
References: <9gcttdSre81@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Darn Net Yaroze and Siocons. Getting binary timeouts. Anyone got any 
possible solutions? I haven't done this in sooo long. Can't think of 
what it could be.. 


Cheers, 
Rikki 


—-MESSAGE FILE 7851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06578 


—-MESSAGE FILE 7852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006579 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Drum 'n' Race 

Date: Sat, 16 Jun 2001 03:39:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
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Message-ID: <9geguaS26vl@www.netyaroze-europe. com> 

References: <9gcttdSre81@www.netyaroze-europe.com> <9gd958Sre83@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: warp9-84.enta-net.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Darn Net Yaroze and Siocons. Getting binary timeouts. Anyone got any 
> possible solutions? I haven't done this in sooo long. Can't think of 
> what it could be.. 


It worked fine for me in Siocons, so can't think what could be wrong. Fun 
little game, but I do see what you mean about the bugs. Also, the AI seems 
a little dodgy, with some of the cars getting stuck behind jumps. Maybe you 
could have an off the road timer, so they would reappear on the road instead 
of being stuck. 


Keep going at it though, I would love to see a finished version of this. 


—-MESSAGE FILE 7852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06579 


—-MESSAGE FILE 7853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006580 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Drum 'ո' Race 

Date: Sat, 16 Jun 2001 17:00:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9gfvvtSe01l@www.netyaroze-europe. com> 

References: <9gcttdSre81@www.netyaroze-europe.com> <9gd958Sre83@www.netyaroze-europe 
.com> <9gegua$26vl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-120-98-254 .btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


The AI is in progress, espesially on that level :) it did work once tho... 
like everything else. 


—-MESSAGE FILE 7853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06580 


—-MESSAGE FILE 7854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006581 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sir George Bain 

Date: Sat, 16 Jun 2001 23:47:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9ggnr8Se02@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


I noticed a George Bain got a knighthood on the Queen's birthday 
honours list. Highly doubt it's our George Bain, but notable anyway ;) 


Rikki 
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-—-MESSAGE FILE 7854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06581 


—-MESSAGE FILE 7855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006582 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sir George Bain 

Date: Sun, 17 Jun 2001 15:39:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9gifjo$4141@www.netyaroze-europe. com> 
References: <9ggnr8Se02@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0055.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Oh I don't know, Star Fighter certainly deserves some kind of award :) 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 

news: 9ggnr8Se02@www.netyaroze-europe.com... 

> I noticed a George Bain got a knighthood on the Queen's birthday 
honours list. Highly doubt it's our George Bain, but notable anyway ;) 


> 
> 
> Rikki 
> 
> 


—-MESSAGE FILE 7855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06582 


-—-MESSAGE FILE 7856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006583 
Path: chuka.playstation.co.uk!news 
From: James Fu <jamesfu@alias.com.hk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: The power of Three Playstation2 
Date: Mon, 18 Jun 2001 02:19:50 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8622 
Message-ID: <3B2CE6B6.78C11F22@alias.com.hk> 
NNTP-Posting-Host: ts36220.hknet.com 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 69BOB7A9 6BEBCE335EFAA22D" 
X-Mailer: Mozilla 4.5 [en]C-CCK-MCD SGI (WinNT; 1) 
X-Accept-Language: zh-TW,en 


This is a multi-part message in MIME format. 
69BOB7A9 6BEBCE335EFAA22D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


1) 


Hi Guys!!! 

Some of you might already know, the PS2 is support 3 screen. 
Here is the setup 

Three * Playstation2 NTSC J 

Three * GT3 software NTSC J 

Three * Firewire IEEE 1394 cable (4pins to 6pins) 

Firewire Hub 


Three screen 


Yes, ofcause you need the software support 3 screen too. 
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And this is the power of Playstation2 : ) 


James Fu 


69B0OB7A9 6BEBCE335EFAA22D 
Content-Type: image/jpeg; 
name="1. jpg" 


—-MESSAGE FILE 7856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06583 


—-MESSAGE FILE 7857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006584 
Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: TW2 
Date: Sun, 17 Jun 2001 14:33:08 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 
Message-ID: <9git96$4142@www.netyaroze-europe. com> 
NNTP-Posting-—Host: 1Cust189.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


hello guys, 


i finished tokui waza 2, my second net yaroze game, back in april but i've 
waited and waited for the site registration to come back to formally post 
it. well, ever since then i started another game to keep me occupied. i'll 
post TW2 to the members' site when the site comes around again, but until 
then anyone interested in trying it out can do so at 


http://www.netyaroze-europe.com/~ometwally/ftp/tw2pal.zip 


BIW, i haven't really tried it out on a PAL tv, so if you notice any 
problems don't hesitate to bring them up. 


nothing extraordinary but i hope you enjoy. 


-omar 


—-MESSAGE FILE 7857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06584 


—-MESSAGE FILE 7858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006585 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The power of Three Playstation2 

Date: Sun, 17 Jun 2001 20:27:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9gj15iS$4143@www.netyaroze-europe. com> 
References: <3B2CE6B6.78C11F22@alias.com.hk> 
NNTP-Posting-Host: host213-122-137-204.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


yuuuummmmmmmmm, I saw this reported on magic box a while back without the 
lovely screenshots. It's an excellent feature but one that's bound to get 
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knocked for the awkward setup needed to get it running. 


With all these i-link games arriving I expect PS2 LAN parties will start 
appearing. I'll be left out in the cold though with my imported US machine, 
bah I don't need to play with you casual gamer types, I'll have GT3 in 3 and 
a half weeks time, and MGS2 in the autumn :) 


—-MESSAGE FILE 7858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06585 


—-MESSAGE FILE 7859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006586 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TW2 

Date: Sun, 17 Jun 2001 20:37:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9gj15j$4144@www.netyaroze-europe. com> 
References: <9git96S$4142@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-137-204.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yippee a new demo! 
Cheers Omar, it's a nice upgrade to the original, I like the overly dramatic 


music :) I found it extremely hard to beat the bloomin computer tho, 
could get my punches and kicks lined up properly, I'm probably just crap. 


I'll stick screenshots and info on the Yarozescene site in the next couple 
of days. 


What have you working on since you finished it? Anything else yarozey due 
soon? 

Matt 

www. yarozescene.co.uk 


Omar <OMetwally7@aol.com> wrote in message 
news: 9git 96$4142@www.netyaroze-europe.com... 
> hello guys, 


i finished tokui waza 2, my second net yaroze game, back in april but i've 
waited and waited for the site registration to come back to formally post 
it. well, ever since then i started another game to keep me occupied. 

'11 

post 112 to the members' site when the site comes around again, but until 
then anyone interested in trying it out can do so at 


http://www.netyaroze-europe.com/~ometwally/ftp/tw2pal.zip 


BTW, i haven't really tried it out on a PAL tv, so if you notice any 
problems don't hesitate to bring them up. 


nothing extraordinary but i hope you enjoy. 


-omar 


VVVVVVVVVVV VV BEV VV V 


—-MESSAGE FILE 7859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06586 


—-MESSAGE FILE 7860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006587 
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Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: TW2 
Date: Sun, 17 Jun 2001 20:00:24 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <9gjger$4145@www.netyaroze-europe.com> 

References: <9git96S$4142@www.netyaroze-europe.com> <9gj15j3$4144@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 1Cust29.tnt1l.farmington.mi.da.uu.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


thanks for checking it out Matt. i agree with you about the AI though. I 
tried to spice it up a little with more states for the computer player, but 
it still is a little hard to land a punch or kick. most of the improvements 
i made in TW2 over the original TW were from things Quietbloke brought up, 
like camera angles and so on. i started a car combat game last month, and i 
expect it to take a little longer than my last two games since there's a lot 
of stuff that's new to me. as soon as its good to go, i'll be sure to post 
something in the newsgroups or yarozescene. 


thanks for the feedback, 


—Omar 


—-MESSAGE FILE 7860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06587 


--MESSAGE FILE 7861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006588 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: URGENT HELP REQUIRED 

Date: Wed, 20 Jun 2001 00:01:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9golmqSehsl@www.netyaroze-europe. com> 
NNTP-Posting-Host: warp9-120.enta-net.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I have just finished exams, so I decided to start yarozeing again. When I 
came to compile the project I'm working on, the reply (gnu's make, not 
codewarrior) was that libps.h does not exist. I've checked it and it's 
still there. So, I thought I would try recompiling an older project, but to 
this it replied 

*** no targets. Stop. 


which is very strange because it used to work. I've tried resetting my PC - 
no use. 


Any thoughts would be welcome, thanks. 


-—-MESSAGE FILE 7861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06588 


—-MESSAGE FILE 7862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006589 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT HELP REQUIRED 
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Date: Wed, 20 Jun 2001 11:35:21 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9gonhkSehs2@www.netyaroze-europe. com> 
References: <9golmqSehsl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


start from the beginning. 


You have set your enviroment variables ( as listed in the user manual? ) 
make sure those basic things are set up as described in the setting up 
section and try again. 


could be as simple as that 


"Shaun Gibson" <shaunyg@hotmail.com> wrote in message 

news: 9golmqSehsl@www.netyaroze-europe.com... 

> I have just finished exams, so I decided to start yarozeing again. When I 
> came to compile the project I'm working on, the reply (gnu's make, not 

> codewarrior) was that libps.h does not exist. I've checked it and it's 

> still there. So, I thought I would try recompiling an older project, but 
to 

> this it replied 

> *** no targets. Stop. 

> 

> which is very strange because it used to work. I've tried resetting my 
ԵՇ - 

> no use. 

> 

> Any thoughts would be welcome, thanks. 

> 

> 


—-MESSAGE FILE 7862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06589 


-—-MESSAGE FILE 7863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006590 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: URGENT HELP REQUIRED 

Date: Wed, 20 Jun 2001 03:04:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9gp0drSehs3@www.netyaroze-europe. com> 
References: <9golmqSehsl@www.netyaroze-europe. com> 
NNTP-Posting-Host: warp8-238.enta-net.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Problem solved. 


Since the last time I used the yaroze, I had installed an Ada compiler which 
uses a make.exe file and was on the PATH before the yaroze files. 


Thanks Cookie for the quick reply btw. 


—-MESSAGE FILE 7863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06590 


—-MESSAGE FILE 7864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006591 
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Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Hmmm. Ghostly goings on! 

Date: Thu, 21 Jun 2001 00:18:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 
Message-ID: <9grav6éSlpfl@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust105.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Say, what's up with the home-page registration form? 
got the following errors, and I see I'm not alone! 


referenced symbol not found 
Processing kmillar 


referenced symbol not found 
Killed 


—Kenny Millar 


ld.so.1: url_decode: fatal: relocation error: file url_decode: 


ld.so.1: url_decode: fatal: relocation error: file url_decode: 
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symbol _init: 


symbol _init: 


—-MESSAGE FILE 7864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06591 


—-MESSAGE FILE 7865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006592 

Path: chuka.playstation.co.uk!news 

From: "Nicholas Ferguson" <home@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sir George Bain 

Date: Thu, 21 Jun 2001 12:25:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9gslhtSlpf2@www.netyaroze-europe. com> 


com> 

NNTP-Posting-Host: ip02.tronji.adsl.uk.xo.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


But did you know Mr Bain has a credit in Timesplitters? 


"Ben James" <hungryghost@clara.co.uk> wrote in message 
news: 9gif jo$4141@www.netyaroze-europe.com... 


> Oh I don't know, Star Fighter certainly deserves some kind of award :) 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 
news: 9ggnr8Se02@www.netyaroze-europe.com... 


v 


> 
> 
> Rikki 
> 
> 


VVVVVVVVV VV 


I noticed a George Bain got a knighthood on the Queen's birthday 
honours list. Highly doubt it's our George Bain, but notable anyway ;) 


References: <9ggnr8Se02@www.netyaroze-europe.com> <9gifjo$4141@www.netyaroze-europe. 


-—-MESSAGE FILE 7865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06592 


—-MESSAGE FILE 7866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006593 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sir George Bain 

Date: Thu, 21 Jun 2001 17:50:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9gt8pnSlpf3@www.netyaroze-europe. com> 
References: <9ggnr8Se02@www.netyaroze-europe.com> <9gifj0$4141@www.netyaroze-europe. 
com> <9gslhtSlpf2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Nicholas Ferguson" <home@nickferguson.com> wrote in message 
news: 9gslhtSlpf2@www.netyaroze-europe.com... 
> But did you know Mr Bain has a credit in Timesplitters? 


Yeah I saw that. Well George posted a message in here in big letters 
just in case nobody spotted it on their own... 


Rikki 


—-MESSAGE FILE 7866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06593 


-—-MESSAGE FILE 7867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006594 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sir George Bain 

Date: Fri, 22 Jun 2001 20:00:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9h04mhSoc11@www.netyaroze-europe. com> 

References: <9ggnr8Se02@www.netyaroze-europe.com> <9gifjo0$4141@www.netyaroze-europe. 
com> <9gslhtSlpf2@www.netyaroze-europe.com> <9gt8pnSlpf3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-157-57.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I have the US NTSC version and he's in the manual as well as the game 
credits. Been blasting away in it today actually, brilliant in multiplayer, 
can't wait for the i-linkable Timesplitters2. 


Rikki Prince <rprince@dircon.co.uk> wrote in message 

news: 9gt 8pnSlpf3@www.netyaroze-europe.com... 

> "Nicholas Ferguson" <home@nickferguson.com> wrote in message 
news: 9gslhtSlpf2@www.netyaroze-europe.com... 

> But did you know Mr Bain has a credit in Timesplitters? 


Yeah I saw that. Well George posted a message in here in big letters 
just in case nobody spotted it on their own... 


Rikki 


VVVVVVVVV 


—-MESSAGE FILE 7867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06594 


—-MESSAGE FILE 7868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006595 
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Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: sprite BG behind TMD 

Date: Mon, 25 Jun 2001 03:09:35 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9h600e$1k21@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC8B489F.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hello, 


my game so far is basically a race track, 3 cars, and a sprite background 
(to represent the clouds/sky). the problem is that the cloud/sky sprite is 
always on top of my 3D objects. i kinda solved the problem my making my OT 
length bigger and then increasing the Z-precision value in GsSortObject4 for 
the track and cars. i know this is really inefficient, and it really 
doesn't completely solve the problem. i also tried to use 2 OTs, one for 
the sprite bg and the other for the 3D objects, so that the sprite in the 
second OT is always drawn last, but no such luck (i might have done it wrong 


though...) bottom line: i need the bg sprite to be behind every other 3D 
object. any suggestions? 
-omar 


--MESSAGE FILE 7868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06595 


--MESSAGE FILE 7869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006596 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sprite BG behind TMD 

Date: Mon, 25 Jun 2001 10:45:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9h717j$1k22@www.netyaroze-europe.com> 
References: <9h6o0e$1k21@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-110-186.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hmmm, are you sorting the sprites to the last position in the OT? 
GsSortSprite(*sp, *otp, pri) 

pri is the position in the OT the sprite is placed at, so if your OT depth 
is 8 (1<<8) then the furthest pri would be 255, sorting a sprite with this 
pri should put it behind everything I think. 


Omar <OMetwally7@aol.com> wrote in message 
news: 9h600e$1k21@www.netyaroze-europe.com... 


> hello, 

> 

> my game so far is basically a race track, 3 cars, and a sprite background 
> (to represent the clouds/sky). the problem is that the cloud/sky sprite 
is 


> always on top of my 3D objects. i kinda solved the problem my making my 
OT 

> length bigger and then increasing the Z-precision value in GsSortObject4 
for 

> the track and cars. i know this is really inefficient, and it really 

> doesn't completely solve the problem. i also tried to use 2 OTs, one for 
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> the sprite bg and the other for the 3D objects, so that the sprite in the 
> second OT is always drawn last, but no such luck (i might have done it 


wrong 
> though...) bottom line: i need the bg sprite to be behind every other 3D 
> object. any suggestions? 

> 

> —omar 

> 

> 

> 


-—-MESSAGE FILE 7869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06596 


—-MESSAGE FILE 7870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006597 
Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: sprite BG behind TMD 

Date: Mon, 25 Jun 2001 20:06:10 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 
Message-ID: <9h8jqv$41lil@www.netyaroze-europe. com> 

References: <9h600eS1k21@www.netyaroze-europe.com> <9h717j$1k22@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 1Cust178.tnt2.farmington.mi.da.uu.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


thanks Matt. your way did the trick. 


—Omar 


--MESSAGE FILE 7870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06597 


--MESSAGE FILE 7871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006598 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM Demos 

Date: Thu, 28 Jun 2001 16:25:52 +0100 

Organization: SCEE 

Lines: 41 

Message-ID: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi all, 


We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
to the coverdisk. 


Our plan is to put on a NY demo per disk, starting with one of the demos 
from the back catalogue. (The first game will probably be Rocks and Gems) 


We then plan to put on the coverdisk a selection of the best new demos that 
are submitted, by your goodselves. 

So get your demos in to us. 

We will select which demo goes on what disk and our decision is final! One 
per month will be selected. There is no reward other than having your work 
seen and played by millions of keen PS one owners. 
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Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 


James Burns 
Special Projects 


NOTES: 

1. Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

3: Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must Dbe free of any claims of ownership or otherwise by any 
third party, and must not have been made available to third parties with 
the intention of commercial usage. 


—-MESSAGE FILE 7871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06598 


--MESSAGE FILE 7872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006599 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Thu, 28 Jun 2001 18:36:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <9hfptpSb9r2@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-145-48 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Fantastic News! 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9hfieaSb9rl@www.netyaroze-europe.com... 


> Hi all, 

> 

> We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
> to the coverdisk. 

> 

> Our plan is to put on a NY demo per disk, starting with one of the demos 

> from the back catalogue. (The first game will probably be Rocks and Gems) 
> 

> We then plan to put on the coverdisk a selection of the best new demos 
that 

> are submitted, by your goodselves. 

> So get your demos in to us. 

> We will select which demo goes on what disk and our decision is final! One 
> per month will be selected. There is no reward other than having your work 
> seen and played by millions of keen PS one owners. 

> 

> Rememebr that the standard legal conditions apply: see below... 

> 

> George has asked that nobody contacts him for details, he's a very busy 

> bunny these days. ( George, not saying you weren't before ;-) ) 
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imagery and/or trademarks are copyright material of their respective 
owners. 

3: Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by 
any 

> third party, and must not have been made available to third parties with 
> the intention of commercial usage. 

> 

> 


> 

> All contact should be directed to myself, James at ps_yaroze@scee.net 

> 

> James Burns 

> Special Projects 

> 

> 

> NOTES: 

> 1. Entries should not contain copyright material of any third party. 

> Entries containing copyright material which are submitted without clear 
> evidence of the owners express permission for its inclusion will not be 
> used. 

> 2. Product titles, publisher/developer names, and brands and associated 
> 

> 

> 

> 

> 


-—-MESSAGE FILE 7872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06599 


-—-MESSAGE FILE 7873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006600 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Thu, 28 Jun 2001 21:04:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9hg208Sb9r3@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hfptpSb9r2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9hfptpS$b9r2@www.netyaroze-europe.com... 
> Fantastic News! 


Yay! Wish I'd continued to spend a lot of time on Yaroze, rather than 
poncing about with those silly GCSEs and AS-Levels ;) 


Rikki 


—-MESSAGE FILE 7873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06600 


—-MESSAGE FILE 7874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006601 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Thu, 28 Jun 2001 21:24:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <3B3B9299.DC02B794@darkhex.com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-105.durin.dialup.pol.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 

How cool is this? Great stuff :-) 

Marc. 


James Burns wrote: 


Hi all, 


We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
to the coverdisk. 


Our plan is to put on a NY demo per disk, starting with one of the demos 
from the back catalogue. (The first game will probably be Rocks and Gems) 


We then plan to put on the coverdisk a selection of the best new demos that 
are submitted, by your goodselves. 

So get your demos in to us. 

We will select which demo goes on what disk and our decision is final! One 
per month will be selected. There is no reward other than having your work 
seen and played by millions of keen PS one owners. 


Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 


James Burns 
Special Projects 


NOTES: 

T; Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

3ks Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by any 
third party, and must not have been made available to third parties with 
the intention of commercial usage. 
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--MESSAGE FILE 7874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06601 


--MESSAGE FILE 7875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006602 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Thu, 28 Jun 2001 21:46:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9hg52kSb9r4@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-164-1.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Nice good 
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Is this is good incentive to get something written or what ? 
Methinks I better pull my finger out 

"James Burns" <ps_yaroze@scee.net> wrote in message 

news: 9hfieaSb9rl@www.netyaroze-europe.com... 


Hi all, 


We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
to the coverdisk. 


Our plan is to put on a NY demo per disk, starting with one of the demos 
from the back catalogue. (The first game will probably be Rocks and Gems) 


We then plan to put on the coverdisk a selection of the best new demos 
hat 

are submitted, by your goodselves. 

So get your demos in to us. 

We will select which demo goes on what disk and our decision is final! One 
per month will be selected. There is no reward other than having your work 
seen and played by millions of keen PS one owners. 


Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 


James Burns 
Special Projects 


NOTES: 

T Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

3 Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by 
any 

> third party, and must not have been made available to third parties with 
> the intention of commercial usage. 

> 

> 
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—-MESSAGE FILE 7875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06602 


—-MESSAGE FILE 7876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006603 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Thu, 28 Jun 2001 22:54:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9hg931Sb9r5@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hg52kSb9r4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-198-147.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

You are, of course, submitting Yarozians? 

John ( QuietBloke ) <quietbloke@btinternet.com> wrote in message 
news: 9hg52kS$b9r4@www.netyaroze-europe.com... 

> Nice good 

> 
> Is this is good incentive to get something written or what ? 
> 
> 


Methinks I better pull my finger out 
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—-MESSAGE FILE 7876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06603 


—-MESSAGE FILE 7877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006604 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Thu, 28 Jun 2001 23:42:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9hgbsoSb9r6@www.netyaroze-europe. com> 


References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hg52kS$b9r4@www.netyaroze-europe 


.com> <9hg931Sb9r5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-35-116.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Would it be allowed ?.. being somewhat not dissimilar to a rather famous 


game ? 


Unlike that RobotRon of yours which is original fun and well polished... 


I still cant believe you managed that in 3 days ! 


I already come up with a potential mini game I could set to work on right 
now... shouldnt take me too long to get to a point I can show you all... 
Just to show that things are still moving on the QuietBloke front 


( 


the 


rather larger 'Untitled' game looks like it may take me a while to get 


done ) 


Is this a good time to ask who else has something they would like to submit 


?.. or has something that they are working on that would be a potential 


submission ? 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9hg931Sb9r5@www.netyaroze-europe.com... 
> You are, of course, submitting Yarozians? 


news: 9hg52kS$b9r4@www.netyaroze-europe.com... 
> Nice good 


> 
> Is this is good incentive to get something written or what ? 
> 

> Methinks I better pull my finger out 


VVVVVVVVV VV 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in message 


and 


—-MESSAGE FILE 7877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06604 


—-MESSAGE FILE 7878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006605 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Fri, 29 Jun 2001 00:27:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9hgeh7Sb9r7@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hg52kS$b9r4@www.netyaroze-europe 
.com> <9hg931Sb9r5@www.netyaroze-europe.com> <9hgbsoSb9ré6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-147-83.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Would it be allowed ?.. being somewhat not dissimilar to a rather famous 
> game ? 


Is it a direct copy of galaxians? I thought it was fairly different, but I 
know what you mean. I don't reckon Ping will make it either. 


> Unlike that RobotRon of yours which is original fun and well polished... 
and 
> I still cant believe you managed that in 3 days ! 


Heh, you should see what I did from scratch today :) 


> Is this a good time to ask who else has something they would like to 
submit 

> ?.. or has something that they are working on that would be a potential 
> submission ? 


Well I'm working on something original and 3D, which I started today. Not 
sure if I can knock it out in 2 days time tho. 


Matt 


—-MESSAGE FILE 7878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06605 


-—-MESSAGE FILE 7879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006606 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Quadtrees (again) 

Date: Fri, 29 Jun 2001 01:12:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9hgh6qSb9r8@www.netyaroze-europe. com> 
NNTP-Posting-Host: warp8-103.enta-net.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


OK, so I read the previous posts on quad/octtrees and then researched for 
myself a bit. I fully understand the concept, but what I'm having 
difficulty with is the implementation. For example, how would you determine 
which areas are visible (especially if the size of the areas are number of 
polygons rather than physical size) and how do you keep track of where 
objects are and which area leads to which other areas. There are more 
points which I can't quite think of at the moment, but have realised are 
important in the past when trying to solve this problem. 


Does anyone know of a site (or books) which describes the implementation of 
them? When I searched, I just found lots of information on what they are 
and very few specific examples. 
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Cheers. 


—-MESSAGE FILE 7879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06606 


—-MESSAGE FILE 7880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006607 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Fri, 29 Jun 2001 02:14:07 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9hh6g0Sb9r9@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust101.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


does anyone know what the deadline is for the closest upcoming submission? 
i'm thinking about following Jon Prestidge's suggestion by submitting an 
enhanced version of Tokui Waza 2 (just for fun, of course) with sound 
effects and sprites to replace the ugly text. 


—Omar 


--MESSAGE FILE 7880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06607 


—-MESSAGE FILE 7881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006608 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Fri, 29 Jun 2001 09:39:56 +0100 

Organization: SCEE 

Lines: 23 

Message-ID: <9hhf18Sb9rl0@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hh6g0Sb9r9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Omar, 


We're probably going to put Rocks and Gems on first. 

The current schedule is to get out on issue 75, but we may start on 76 
depending on any problems cropping up. 

Its been a while since we've done this. (fingers crossed) 


Cheers 
James 


"Omar" <OMetwally7@aol.com> wrote in message 

news: 9hh6g0$b9r9@www.netyaroze-europe.com... 

> does anyone know what the deadline is for the closest upcoming submission? 
i'm thinking about following Jon Prestidge's suggestion by submitting an 
enhanced version of Tokui Waza 2 (just for fun, of course) with sound 
effects and sprites to replace the ugly text. 


V V V V V 


—Omar 
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> 
> 


-—-MESSAGE FILE 7881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06608 


-—-MESSAGE FILE 7882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006609 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Fri, 29 Jun 2001 11:55:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9hhmtpSdmml@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hg52kSb9r4@www.netyaroze-europe 
.com> <9hg931Sb9r5@www.netyaroze-europe.com> <9hgbsoSb9ré6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-40-89.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Surely you can change stuff around a bit to make sure its not recognisable 
as the 'original' game. 

For Yarozians perhaps you could change the name too for the cover disk 
version. 


—-MESSAGE FILE 7882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06609 


—-MESSAGE FILE 7883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006610 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quadtrees (again) 

Date: Fri, 29 Jun 2001 13:07:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9hhr8uSdmm2@www.netyaroze-europe. com> 
References: <9hgh6q$b9r8@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-755.barracuda.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> difficulty with is the implementation. For example, how would you determine 
> which areas are visible (especially if the size of the areas are number of 
> polygons rather than physical size) and how do you keep track of where 


I don't follow what you mean about size here. 
> objects are and which area leads to which other areas. There are more 
Pointers! Obviously there are many ways of setting up the data structures. 


When I did a hybrid gridcell/octree implementation I used 2 basic structs; 
a leaf cell (with an object list) and a subdivided cell (with a 3D array in it - 


for octrees this is always 2x2x2). The arrays in the subdivided cells contain 
pointers to other subdivided cells and leaf cells (I think I used void * 
pointers and judicious use of casts - bit eurgh when I look at it now). 


> Does anyone know of a site (or books) which describes the implementation of 
> them? When I searched, I just found lots of information on what they are 
> and very few specific examples. 


Don't know of any sites, sorry. Most books I've read only had theoretical 
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details and not much about implementation. 


Incidentally, I personally don't think octrees are much use for either view 
culling or collision detection - I would only ever use that kind of SMS for 
ray intersection testing. YMMV, as they say. 


Martin. 


—-MESSAGE FILE 7883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06610 


—-MESSAGE FILE 7884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006611 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Fri, 29 Jun 2001 13:09:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9hhr90Sdmm3@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-755.barracuda.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
> to the coverdisk. 


Wow - that's great. 
Except that I've just started a contract that's taking all my time, and 


I probably won't be able to produce anything (any good) until about 
Christmas... : ( 


Oh well, it's a good incentive to make some more time for Yaroze. 


Martin. 


—-MESSAGE FILE 7884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06611 


—-MESSAGE FILE 7885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006612 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: 30 Jun 2001 00:31:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c100fb$a8733b80$ba341bd4@pal-—s-—omnibook> 
References: <9hfiea$b9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-2-52-186.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


A big *thank you* for that. This is really great. 
Now let's get to work... 


pal 


—-MESSAGE FILE 7885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06612 
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-—-MESSAGE FILE 7886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006613 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Size of DTMDs 

Date: Sat, 30 Jun 2001 16:36:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9hkruiShk41@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-200.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hey all, 


Does anyone out there know how to calculate the size in bytes of a Dynamic 
TMD? 

Its so as I can address them all correctly in memory without total 
quesswork. 


Cheers! 
Max 


—-MESSAGE FILE 7886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06613 


-—-MESSAGE FILE 7887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006614 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Size of DTMDs 

Date: Sat, 30 Jun 2001 23:19:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <9hljauShk42@www.netyaroze-europe. com> 
References: <9hkruiShk41@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-160-94.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I just use sizeof() on the primitive header structure and the appropriate 
primitive structure. 

Also I think either the 'ilen' or 'olen' field might hold this info, but 
I've always used the sizeof() approach so I've not investigated. 


Jon 


—-MESSAGE FILE 7887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06614 


—-MESSAGE FILE 7888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006615 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Size of DTMDs 

Date: Sat, 30 Jun 2001 23:32:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <9h1k41Shk43@www.netyaroze-europe. com> 

References: <9hkruiShk41@www.netyaroze-europe.com> <9hljauShk42@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: host213-122-160-94.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Thinking about it my routines (on my page ~zmoose) called 'TMD_check' 
sequence through TMD records...you could blag the appropriate bit out of 
that if you wanted. 


Also if all the primitives in an object are of the same type it's easiest to 
create an array and then you can access them easy peasey.... 

just create a structure with the header included and then you can make an 
array of it. For example if you had an object made-up of just gouraud 
shaded quads then create the structure:- 


typedef struct 
{ 
PRIM_HDR header; 
TMD_G_4 body; 
} TMD_G_4 with_header; 


-—-MESSAGE FILE 7888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06615 


—-MESSAGE FILE 7889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006616 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Sun, 1 Jul 2001 12:07:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9hn09dSkbsl@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-180-189.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Who is Rocks and Gems by? I can't seem to find it. 


—-MESSAGE FILE 7889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06616 


—-MESSAGE FILE 7890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006617 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Sun, 1 Jul 2001 18:02:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9hn19dSkbs2@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hn09dSkbsl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cvx-213-48-82-167-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Gerhard Rittenhofer and Manfred Tucmandl. 


http://www.netyaroze-europe.com/~GASPERLE/ftp/edgel.zip 
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cheers 
Derek 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9hn09dSkbsl@www.netyaroze-europe.com... 

> Who is Rocks and Gems by? I can't seem to find it. 

> 

> 


—-MESSAGE FILE 7890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06617 


—-MESSAGE FILE 7891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006618 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Siocons and COM2 

Date: Sun, 1 Jul 2001 18:24:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9hnmh6Skbs3@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Now I have a bit of time, I want to do some stuff on the Yaroze, but 
alas, as always, siocons won't bloody work. I'm not sure when the last 
time I had it working was, or whether I had any problems with it. I 
think all the environment variables and such are there and working, 
but when I try to download with siocons, I get a binary write error. 
I've tried some of the Windows 95 based download programs, and they 
say they can't access COM port 2. I have COM port 2 enabled in the 
BIOS, and the IR port (normally mapped to COM 2), disabled in the 
BIOS, so I'm pretty sure it's not that. I've also recently had a cable 
modem installed, which has meant a NIC has had to be installed. I've 
also noticed some resource conflicts going on, but none to do with the 
COM ports (though involving the NIC and some IDE controller. 


Anyone got any ideas? 


Cheers, 
Rikki 


—-MESSAGE FILE 7891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06618 


—-MESSAGE FILE 7892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006619 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM Instructions 

Date: Sun, 1 Jul 2001 20:26:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9hnthlSkbs4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-67-180.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Im probably just being dense.. I had a quick look round the site but I cant 
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find anything other than a demodisk zip file. Am I to assume that is the 
only thing we need to do to our games in order to submit them is to display 
that title screen ? or... is there something else we need do ie. do we need 
to make sure our game resets the display or something when it exits ?.. must 
we cater for certain controllers ? 


—-MESSAGE FILE 7892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06619 


—-MESSAGE FILE 7893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006620 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 00:09:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9hoaidSkbs5@www.netyaroze-europe. com> 
References: <9hnthlSkbs4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-49-91 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


check out the technical requirements too: 
http://www.netyaroze-europe.com/yaroze/docs/yartrcel0-htm 


I hope we don't *have* to include that demodisc image I seem to remember a 
few games that didn't before, all that wasted framebuffer space. 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is the 
> only thing we need to do to our games in order to submit them is to 
display 

> that title screen ? or... is there something else we need do ie. do we 
need 

> to make sure our game resets the display or something when it exits ?.. 
must 

> we cater for certain controllers ? 

> 

> 


—-MESSAGE FILE 7893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06620 


—-MESSAGE FILE 7894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006621 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 00:27:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9hobltSkbs6@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hoaidSkbs5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-173-239.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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excellent !.. thats the page I was trying to find. 


May as well make sure I confirm to all those rules for my new game. :).. and 
of course check the Yarozians game passes all the requirements. 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9hoaid5sSkbs5S@www.netyaroze-europe.com... 
> check out the technical requirements too: 


http://www.netyaroze-europe.com/yaroze/docs/yartrcl10.htm 


I hope we don't *have* to include that demodisc image I seem to remember a 
few games that didn't before, all that wasted framebuffer space. 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is the 
> only thing we need to do to our games in order to submit them is to 
display 

> that title screen ? or... is there something else we need do ie. do we 
need 

> to make sure our game resets the display or something when it exits ?.. 
must 

> we cater for certain controllers ? 

> 

> 


VVVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 7894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06621 


-—-MESSAGE FILE 7895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006622 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 09:09:58 +0100 

Organization: SCEE 

Lines: 29 

Message-ID: <9hpad4Smj61@www.netyaroze-europe. com> 
References: <9hnthlSkbs4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi John, 
Sorry to everone! 
I forgot to mention that we don't really need the startup screen on your 


demos. 


If you want it there your welcome to do it, but don't feel you have to have 
it there for submission. 


Cheers 


James 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is the 
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> only thing we need to do to our games in order to submit them is to 
display 

> that title screen ? or... is there something else we need do ie. do we 
need 

> to make sure our game resets the display or something when it exits ?.. 
must 

> we cater for certain controllers ? 

> 

> 


—-MESSAGE FILE 7895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06622 


—-MESSAGE FILE 7896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006623 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 11:43:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9hpj8uSmj62@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-198-144.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Excellent! 


cheers James. 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9hpad4$mj61@www.netyaroze-europe.com... 
Hi John, 


Sorry to everone! 
I forgot to mention that we don't really need the startup screen on your 
demos. 


If you want it there your welcome to do it, but don't feel you have to 
ave 
it there for submission. 


Cheers 
James 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is the 
> only thing we need to do to our games in order to submit them is to 
display 

> that title screen ? or... is there something else we need do ie. do we 
need 

> to make sure our game resets the display or something when it exits ?.. 
must 

> we cater for certain controllers ? 

> 

> 


VVVVVVVVVVVVVV VV VV VV VV OV VV VV VV 


—-MESSAGE FILE 7896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06623 
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-—-MESSAGE FILE 7897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006624 

Path: chuka.playstation.co.uk!news 

From: “James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 11:49:17 +0100 

Organization: SCEE 

Lines: 50 

Message-ID: <9hpjngqSmj63@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
-com> <9hpj8u$mj62@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Sounds like we've happy people again :-) 
James 
Matt: Finally managed to complete Robot Ron! 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9hpj8usmj62@www.netyaroze-europe.com... 
> Excellent! 


cheers James. 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9hpad4$mj61@www.netyaroze-europe.com... 
Hi John, 


Sorry to everone! 
I forgot to mention that we don't really need the startup screen on your 
demos. 


If you want it there your welcome to do it, but don't feel you have to 
ave 
it there for submission. 


Cheers 
James 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is 


h 
> only thing we need to do to our games in order to submit them is to 
display 
> that title screen ? or... is there something else we need do ie. do we 
need 


VVVVVOVVVVVVVVV VV OV VV VV VV 


> to make sure our game resets the display or something when it exits 


must 

> we cater for certain controllers ? 
> 

> 


VVVVVVVV NV VV VV EVV VV VV VV VV VV VV VV VV VV VV VV 
VV NV V V V° 


—-MESSAGE FILE 7897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06624 
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-—-MESSAGE FILE 7898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006625 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 12:22:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9hplgmSmj64@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
.com> <9hpj8uSmj62@www.netyaroze-europe.com> <9hpjng$mj63@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-198-144.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Matt: Finally managed to complete Robot Ron! 


Well done! You should have posted your score, I think Derek holds the 
highest recorded score at the moment, can't find the message he posted with 
it in tho. I'll add a few more hard levels for an OPM version I think. 


—-MESSAGE FILE 7898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06625 


-—-MESSAGE FILE 7899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006626 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 12:09:00 +0100 

Organization: IO Productions Ltd 

Lines: 59 

Message-ID: <9hpplpSmj65@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-123-178-50.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


This is fantastic news, 

Hmmm, "special projects" putting Yaroze demos back on OPSM, what greater 
event is this heralding James? (nudge nudge - go on, tell us, is the Yaroze 
going back in production? or better?) 


cheers 


Nick 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9hfieaSb9rl@www.netyaroze-europe.com... 
> Hi all, 


We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
to the coverdisk. 


Our plan is to put on a NY demo per disk, starting with one of the demos 
from the back catalogue. (The first game will probably be Rocks and Gems) 


VVVVVVV 


> We then plan to put on the coverdisk a selection of the best new demos 
that 

> are submitted, by your goodselves. 

> So get your demos in to us. 
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We will select which demo goes on what disk and our decision is final! One 
per month will be selected. There is no reward other than having your work 
seen and played by millions of keen PS one owners. 


Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 


James Burns 
Special Projects 


NOTES: 

1.. Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

Ss Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by 
any 

> third party, and must not have been made available to third parties with 
> the intention of commercial usage. 

> 

> 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 7899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06626 


--MESSAGE FILE 7900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006627 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 14:26:42 +0100 

Organization: SCEE 

Lines: 79 

Message-ID: <9hpsuvSmj66@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplp$mj65@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Nick, 

Sorry to spoil your day, BUT!!! 

There is NOT going to be anymore Net Yaroze kits manufactured. 
James 


"Nick Slaven" <NickS@ioproductions.co.uk> wrote in message 

news: 9hpplp$mj65@www.netyaroze-europe.com... 

> This is fantastic news, 

> 

> Hmmm, "special projects" putting Yaroze demos back on OPSM, what greater 
> event is this heralding James? (nudge nudge - go on, tell us, is the 
Yaroze 

> going back in production? or better?) 

> 

> cheers 
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> 

> Nick 

> 

> 

> 

> James Burns <ps_yaroze@scee.net> wrote in message 
> news: 9hfieaSb9rl@www.netyaroze-europe.com... 

> > Hi all, 

>> 

> 


> We're currently planning, with Future/OPSM, to bring back Net Yaroze 
demos 

> > to the coverdisk. 

>> 

> > Our plan is to put on a NY demo per disk, starting with one of the demos 
> > from the back catalogue. (The first game will probably be Rocks and 
Gems ) 

>> 

> > We then plan to put on the coverdisk a selection of the best new demos 

> that 

> > are submitted, by your goodselves. 
> 

> 

O 


> So get your demos in to us. 
> We will select which demo goes on what disk and our decision is final! 
ne 
> > per month will be selected. There is no reward other than having your 
work 
> seen and played by millions of keen PS one owners. 


Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 


James Burns 
Special Projects 


VVVQHXVVVOVVVVVVV VV VV VV VV 


NOTES: 

Լ. Entries should not contain copyright material օք any third party. 

Entries containing copyright material which are submitted without 
lear 

evidence of the owners express permission for its inclusion will not be 

used 

2. Product titles, publisher/developer names, and brands and 
ssociated 

imagery and/or trademarks are copyright material of their respective 

owners. 

3. Entries must be created using NY PlayStation libraries only, and 


> created by a Net Yaroze Member. 

> 4. Also, entries must be free of any claims of ownership or otherwise by 

ինո: party, and must not have been made available to third parties 
ԵՈ intention of commercial usage. 

— 


ԺԿՄՊԿԿՊԿԿՋՃՎՊՎՊՄՎՊՊՎՁՋԽՎՊՎՎՕՊՎՊՎՊՎՊՊՊՎՊՎՊՊՎՊՊՊՎՎՊՊՊ 


—-MESSAGE FILE 7900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06627 


—-MESSAGE FILE 7901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006628 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 15:33:17 +0100 
Organization: IO Productions Ltd 
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Lines: 99 

Message-ID: <9hq0qd$mj67@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplpS$mj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-123-178-50.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


An official denial no less! 


Woo hoo! 
չ-) only kidding, I was just curious about the whole OPSM demo disc thing 
being resurrected after quite a long time (is it 2 years or longer??). 


But all the same this is great news. 
cheers 


Nick 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9hpsuv$mj66@www.netyaroze-europe.com... 
> Hi Nick, 


Sorry to spoil your day, BUT!!! 
There is NOT going to be anymore Net Yaroze kits manufactured. 
James 


"Nick Slaven" <NickS@ioproductions.co.uk> wrote in message 

news: 9hpplp$mj65@www.netyaroze-europe.com... 

> This is fantastic news, 

> 

> Hmmm, "special projects" putting Yaroze demos back on OPSM, what greater 
> event is this heralding James? (nudge nudge - go on, tell us, is the 
Yaroze 


> going back in production? or better?) 

> 

> cheers 

> 

> Nick 

> 

> 

> 

> James Burns <ps_yaroze@scee.net> wrote in message 
> news: 9hfieaSb9rl@www.netyaroze-europe.com... 

> > Hi all, 

>> 

> > We're currently planning, with Future/OPSM, to bring back Net Yaroze 
demos 

> > to the coverdisk. 

>> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV V 


> > Our plan is to put on a NY demo per disk, starting with one of the 
demos 


> > > from the back catalogue. (The first game will probably be Rocks and 

> Gems) 

>>> 

> > > We then plan to put on the coverdisk a selection of the best new demos 
> > that 

> > > are submitted, by your goodselves. 

> > > So get your demos in to us. 

> > > We will select which demo goes on what disk and our decision is final! 
> One 

> > > per month will be selected. There is no reward other than having your 

> work 

> > > seen and played by millions of keen PS one owners. 

>>> 

> > > Rememebr that the standard legal conditions apply: see below... 

>>> 

> > > George has asked that nobody contacts him for details, he's a very 
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busy 

> > > bunny these days. ( George, not saying you weren't before :-) ) 

>>> 

> > > All contact should be directed to myself, James at ps_yaroze@scee.net 
>>> 

> > > James Burns 

> > > Special Projects 

>>> 

>>> 

> > > NOTES: 

>>> 1. Entries should not contain copyright material of any third party. 
> > > Entries containing copyright material which are submitted without 

> clear 

> > > evidence of the owners express permission for its inclusion will not 
be 

> > > used. 

> > > 2. Product titles, publisher/developer names, and brands and 

> associated 

> > > imagery and/or trademarks are copyright material of their respective 
> > > owners. 

>> > 3. Entries must be created using NY PlayStation libraries only, and 
> > > created by a Net Yaroze Member. 

> > > 4. Also, entries must be free of any claims of ownership or otherwise 
by 

> > any 

> > > third party, and must not have been made available to third parties 
> with 

> > > the intention of commercial usage. 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06628 


—-MESSAGE FILE 7902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006629 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 15:41:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9hqle4Sodfl@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplpSmj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe.com> <9hq0qd$mj67@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1235-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> An official denial no less! 

> Woo hoo! 

> ;-) only kidding, I was just curious about the whole OPSM demo disc thing 
> being resurrected after quite a long time (is it 2 years or longer??). 

> 


Perhaps there's a shortage of pro demos. 


> But all the same this is great news. 
> 


Sure is. 


cheers 
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Derek 


—-MESSAGE FILE 7902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06629 


—-MESSAGE FILE 7903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006630 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 16:35:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9hq4h3Sodf2@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
.com> <9hpj8usSmj62@www.netyaroze-europe.com> <9hpjng$mj63@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hpjng$mj63@www.netyaroze-europe.com... 
> Sounds like we've happy people again :-) 


I'm not :( All I wanna do is play other people's games and start 
programming again, but my bloody PC don't wanna download to the 
Yaroze... Typical, I've got a million and one other things to do, and 


when I try to relax with some Yaroze playing, all I get is more 
stressed trying to fix my PC! Argh! 


Rikki 


--MESSAGE FILE 7903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06630 


-—-MESSAGE FILE 7904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006631 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 16:31:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9hq63nSodf3@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplp$mj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe.com> <9hq0qd$mj67@www.netyaroze-europe. com> 
<9hqle4Sodfl1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-142-68 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> > An official denial no less! 
> > Woo hoo! 


> > ;-) only kidding, I was just curious about the whole OPSM demo disc 
thing 

> > being resurrected after quite a long time (is it 2 years or longer??). 
>> 

> 


> Perhaps there's a shortage of pro demos. 
Probably trying to boost readership by offering more free stuff too. 


I wonder what are the chances of yaroze games getting on the OPS2M disc are? 
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—-MESSAGE FILE 7904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06631 


-—-MESSAGE FILE 7905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006632 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: South African developer looking for a Yaroze 
Date: Mon, 2 Jul 2001 17:16:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9hq70sSodf4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This guy wants a Yaroze but has had no luck so far, his email address is 
donlewis@worldonline.co.za 


I am aware that Sony has closed the doors to the Yaroze and I find it very 
sad indeed that they are not 

encouraging upstarts to buy into their technology. We are a small developer 
here in South Africa and the 

reason that I would like to get my hands on one is to play with some ideas 
that I have for a game that 

we have developed for the PC, to see if it would be feasible to port or not. 
Sony's developer kit is very 
very expensive and way beyond a small company like mine's reach. 


Our exchange rate is about 12:1 Rands to Pounds, so I guess that £500 would 
be about as much as I 

would pay for such a system. Some people here barely earn that much ina 
month, so it is really expensive. 


If you would be so kind as to ask your contacts on my behalf I would really 
appreciate it. 


My hope is that someone bought a system and either lost interest in it, or 
found that it was way too technical for them 
and have subsequently stopped using it. 


If there is such a person, I would be prepared to negotiate a deal with 
them, but it must be at a fair price. 


Thanks again for responding. 
Regards 


Don Lewis-Enright 


Can anyone help him? 


Warren 


—-MESSAGE FILE 7905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06632 


-—-MESSAGE FILE 7906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006633 

Path: chuka.playstation.co.uk!news 

From: "graeme evans" <graemeevans@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 5153 


Subject: emulators 

Date: Mon, 2 Jul 2001 17:53:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9hq967Sodf5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.123.20.47 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


OK even Sony are making playstation emulators these days, so I was wondering 
if anyone has managed to get their yaroze games working in an emulator 
recently. 


I remember some tool called eco2Zexe in the dim and distant past, could you 
tell me what to do and the best emulator to use? Mail me privately if you 
wish 


ta 


graeme 


—-MESSAGE FILE 7906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06633 


—-MESSAGE FILE 7907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006634 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 
Date: Mon, 2 Jul 2001 18:43:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <9hqc3fSodf6@www.netyaroze-europe. com> 
References: <9hq70sSodf4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-602.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Give up a Yaroze?! Who would do a thing like that!? You'd have to be crazy 
or something! 


Max 


Warren Khan <warren@nelson.demon.co.uk> wrote in message 

news: 9hq70sSodf4@www.netyaroze-europe.com... 

> This guy wants a Yaroze but has had no luck so far, his email address is 
donlewis@worldonline.co.za 


I am aware that Sony has closed the doors to the Yaroze and I find it very 
sad indeed that they are not 

encouraging upstarts to buy into their technology. We are a small 
developer 

> here in South Africa and the 

> reason that I would like to get my hands on one is to play with some ideas 
> that I have for a game that 

> we have developed for the PC, to see if it would be feasible to port or 
not. 

> Sony's developer kit is very 
> very expensive and way beyond a small company like mine's reach. 

> 

> Our exchange rate is about 12:1 Rands to Pounds, so I guess that £500 
would 

> be about as much as I 


> 
> 
> 
> 
> 
> 
> 
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> would pay for such a system. Some people here barely earn that much ina 
> month, so it is really expensive. 

> 

> If you would be so kind as to ask your contacts on my behalf I would 
really 

appreciate it. 


v 


My hope is that someone bought a system and either lost interest in it, or 
found that it was way too technical for them 
and have subsequently stopped using it. 


If there is such a person, I would be prepared to negotiate a deal with 
them, but it must be at a fair price. 


Thanks again for responding. 
Regards 


Don Lewis-Enright 


Can anyone help him? 


Warren 


VVVVVVVVVVVVVV SOMN YYY 


--MESSAGE FILE 7907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06634 


--MESSAGE FILE 7908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006635 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons and COM2 

Date: Mon, 2 Jul 2001 18:49:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9hqce9$p4m1@www.netyaroze-europe.com> 
References: <9hnmh6$kbs3@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-602.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I had a similar problem when I first got my Yaroze, my problem was that I 
had a COM port (port 2) used by an internal modem - sounds weird huh? but 
this meant that when windows started building a driver information database 
for the Yaroze connection it started screwing around with my modem - I got a 
shitload of port conflicts as a result, the only thing I could do was format 
my machine and create a virtual port for the modem - the damn manufacturer 
should have done this in the first place (mind you my PC was custom built). 
This worked and ever since have not had the problem again. 


Max 


Rikki Prince <rprince@dircon.co.uk> wrote in message 

news: 9hnmh6Skbs3@www.netyaroze-europe.com... 

> Now I have a bit of time, I want to do some stuff on the Yaroze, but 
alas, as always, siocons won't bloody work. I'm not sure when the last 
time I had it working was, or whether I had any problems with it. I 
think all the environment variables and such are there and working, 
but when I try to download with siocons, I get a binary write error. 
I've tried some of the Windows 95 based download programs, and they 
say they can't access COM port 2. I have COM port 2 enabled in the 
BIOS, and the IR port (normally mapped to COM 2), disabled in the 
BIOS, so I'm pretty sure it's not that. I've also recently had a cable 
modem installed, which has meant a NIC has had to be installed. I've 
also noticed some resource conflicts going on, but none to do with the 


VVVVVVVV VV 
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> COM ports (though involving the NIC and some IDE controller. 
> 

> Anyone got any ideas? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 7908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06635 


-—-MESSAGE FILE 7909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006636 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 

Date: Mon, 2 Jul 2001 19:08:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9hqda2Sp4m2@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-130-56.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Give up a Yaroze?! Who would do a thing like that!? You'd have to be crazy 
> or something! 


There are TONS of people who own one and havn't appeared on the net at all, 
check the complete memberlist: 
http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 


Maybe SONY should reclaim all these machines :) 


-—-MESSAGE FILE 7909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06636 


-—-MESSAGE FILE 7910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006637 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 19:08:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9hqdb9Sp4m3@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
.com> <9hpj8uSmj62@www.netyaroze-europe.com> <9hpjng$mj63@www.netyaroze-europe. com> 
<9hq4h3Sodf2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-130-56.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Sounds like we've happy people again :-) 


I'm not :( All I wanna do is play other people's games and start 
programming again, but my bloody PC don't wanna download to the 
Yaroze... Typical, I've got a million and one other things to do, and 
when I try to relax with some Yaroze playing, all I get is more 


V V V V V V 
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> stressed trying to fix my PC! Argh! 


I don't think you can blame James for that one tho :) 


—-MESSAGE FILE 7910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06637 


—-MESSAGE FILE 7911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006638 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 19:30:37 +0100 

Organization: IO Productions Ltd 

Lines: 17 

Message-ID: <9hqfldSp4m4@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplp$mj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe.com> <9hq0qd$mj67@www.netyaroze-europe. com> 
<9hqle4Sodfl@www.netyaroze-europe.com> <9hqé63nSodf3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-123-178-50.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> > Perhaps there's a shortage of pro demos. 

> 

> Probably trying to boost readership by offering more free stuff too. 
> 

> 


I wonder what are the chances of yaroze games getting on the OPS2M disc 
are? 


Plausible, but I suspect something is afoot, 


what are you hiding SONY? 


—-MESSAGE FILE 7911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06638 


-—-MESSAGE FILE 7912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006639 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Mon, 2 Jul 2001 20:29:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <9hqi3aSp4m5@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-74-141.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Thats cool.. one less change :) 

How aout all the other stuff.. I assume that all applies.. ie.. being able 
to skip intro screens. Option to allow display position to be adjusted.. 
checking for controllers being removed/inserted ? 
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"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hpad4$mj61@www.netyaroze-europe.com... 
Hi John, 


Sorry to everone! 
I forgot to mention that we don't really need the startup screen on your 
demos. 


If you want it there your welcome to do it, but don't feel you have to 
ave 
it there for submission. 


Cheers 
James 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is the 
> only thing we need to do to our games in order to submit them is to 
display 

> that title screen ? or... is there something else we need do ie. do we 
need 

> to make sure our game resets the display or something when it exits ?.. 
must 

> we cater for certain controllers ? 

> 

> 


VVVVVVVVVVVVVV VV VV VV VV OV VV VV VV 


—-MESSAGE FILE 7912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06639 


-—-MESSAGE FILE 7913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006640 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Mon, 2 Jul 2001 22:13:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9hqnk9Sp4m6@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-11.magnesium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Wow - I just set up my Yaroze as well and was just logging on to find some 
old messages, and I just saw this absolutely *fantastic* piece of news!! 


Could this be the call of fate?! :) 


I'd better get Gravity Girl and Conflict dusted off sharpish!! (Don't reckon 
conflict would make it though - its a version of combat on the atari 2600 
that i'm trying to put together to test what I know about the Yaroze (not 
much), but not-so-cunningly renamed!) 


Hope to see some nice stuff from everyone (including me!) - but hope that it 
doesn't put people off helping each other out if they need it! 


Andy 


James Burns <ps_yaroze@scee.net> wrote in message 


Net Yaroze newsgroups message dump.txt Page 5158 


news: 9hfieaSb9rl@www.netyaroze-europe.com... 
Hi all, 


We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
to the coverdisk. 


Our plan is to put on a NY demo per disk, starting with one of the demos 
from the back catalogue. (The first game will probably be Rocks and Gems) 


We then plan to put on the coverdisk a selection of the best new demos 
hat 

are submitted, by your goodselves. 

So get your demos in to us. 

We will select which demo goes on what disk and our decision is final! One 
per month will be selected. There is no reward other than having your work 
seen and played by millions of keen PS one owners. 


Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 


James Burns 
Special Projects 


NOTES: 

Լ. Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2% Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

Za Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by 
any 

> third party, and must not have been made available to third parties with 
> the intention of commercial usage. 

> 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV FEV VV VV VV V V 


—-MESSAGE FILE 7913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06640 


—-MESSAGE FILE 7914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006641 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: New Game In progress - BugSplat - Concept Demo 
Date: Tue, 3 Jul 2001 00:05:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9hquo0Sp4m7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-147-222 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Well.. its been 3 or fours days now since the announcement so I figured its 
about time I showed what game I am working on for submitting to the mag. 
Dreamed up on the day of the anouncement the game will be called bugsplat. 
The basic game idea is a guy who weilds a big hammer and who must run around 
splatting the nasty bugs. 

OK.. so the whole game is a bit in the air. I have several ideas for the 
full game and I just need to figure out what will work best. Pop into my FTP 
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area and grab the file http://www.netyaroze-europe.com/~jdubpsx/ftp and grab 
BugSplat.zip ( hopefully I packaged it up correctly )to download the work 
in progress. It aint much to look at.. you have the chap running around with 
a hammer and 5 bugs on screen. Whack a bug and it splats and a new one 
appears. There is no sound, no score, no real gameplay yet.. its just there 
to let you see the general idea. 

I plan on updating my web site with more info real soon ( as soon as I can 
tear myself away from the coding ) 

Any comments would be welcomed at this stage. 


—-MESSAGE FILE 7914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06641 


—-MESSAGE FILE 7915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006642 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Tue, 3 Jul 2001 00:21:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9hqvq2Sp4m8@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
.com> <9hpj8usSmj62@www.netyaroze-europe.com> <9hpjng$mj63@www.netyaroze-europe. com> 
<9hq4h3Sodf2@www.netyaroze-europe.com> <9hqdb9Sp4m3@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9hqdb9Sp4m3@www.netyaroze-europe.com... 

> 

> I don't think you can blame James for that one tho :) 


Is that a challenge I hear? 


Rikki 


—-MESSAGE FILE 7915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06642 


-—-MESSAGE FILE 7916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006643 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game In progress - BugSplat - Concept Demo 
Date: Tue, 3 Jul 2001 00:27:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9hr02bSp4m9@www.netyaroze-europe. com> 
References: <9hquo0Sp4m7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-2-19.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Any comments would be welcomed at this stage. 
It's cool. 
I'm a bit too tired right now to come up with anything much more 


constructive than that, been working on my own new game pretty much solid 
for the last few days. 
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Maybe you could put some moths in the game tho? I really don't like moths 
and would appreciate being able to eradicate lots of them without guilt :) 


Matt 


—-MESSAGE FILE 7916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06643 


—-MESSAGE FILE 7917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006644 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game In progress - BugSplat - Concept Demo 

Date: Tue, 3 Jul 2001 01:26:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9hr3lsSp4m10@www.netyaroze-europe. com> 

References: <9hquo0Sp4m7@www.netyaroze-europe.com> <9hr02bSp4m9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cvx-213-48-80-136-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Yes, moths. And earwigs too, please. 
A few suggestions: 


I'd make the character slow down and stop moving as soon as the hit button 
is pressed and remain stopped until just after the moment of impact. 


It'd prevent players from being boring and just zooming around constanly 
tapping the hit button. It'd also make aiming more straightforward and 
prevent players "overshooting" their target. Speeding up the whacking 
animation (reducing the delay between button press and impact) would help 
too. 


I don't know if the above would work out in practice for the game you have 
in mind. 


cheers 
Derek 


—-MESSAGE FILE 7917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06644 


—-MESSAGE FILE 7918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006645 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game In progress - BugSplat - Concept Demo 

Date: Tue, 3 Jul 2001 01:41:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <9hr4cm$p4m11@www.netyaroze-europe. com> 

References: <9hquo0Sp4m7@www.netyaroze-europe.com> <9hr02bSp4m9@www.netyaroze-europe 
.com> <9hr3ls$p4m10@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.74.112.94 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


haha !.. OK.. so we got moths and earwigs.. I think I could do the earwigs.. 
moths ?.. hmmm.. might look a bit odd because they'd have to be flying but 
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I'll certainly give it a go. 

Good suggestions Derek.. I had considered the stopping when swinging and 
you've just sold me that one and hammer swing speed up will also be tried. I 
made it a little slower so you gotta think a bit harder to estimate the moth 
location at impact but I suppose if its gonna be a splatting fest thinking 
too hard is a no no. 


Thanx for the quick replies. 
The web site www.quietbloke.com will contain the project info once I find 
out from freeola why I keep getting permission denied when I try uploading. 


Ahh well.. time to sleep 
$) 


so.. ermm.. Matt.. when we gonna see your finished game.. is this gonna be 
for the Mag ?.. and.. coding for a few days and you havent finished yet ?.. 
my my.. we are getting slow <grin> hahaha 

Seriously though.. look forward to seeing./hearing more. 

How about you Derek.. any plans to submit an entry ? 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9hr3ls$p4m10@www.netyaroze-europe.com... 
> Yes, moths. And earwigs too, please. 


> 

> A few suggestions: 

> 

> I'd make the character slow down and stop moving as soon as the hit button 
> is pressed and remain stopped until just after the moment of impact. 

> 

> It'd prevent players from being boring and just zooming around constanly 

> tapping the hit button. It'd also make aiming more straightforward and 

> prevent players "overshooting" their target. Speeding up the whacking 

> animation (reducing the delay between button press and impact) would help 
> too. 

> 

> I don't know if the above would work out in practice for the game you have 
> in mind. 

> 

> cheers 

> Derek 

> 

> 


—-MESSAGE FILE 7918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06645 


—-MESSAGE FILE 7919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006646 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons and COM2 

Date: Tue, 3 Jul 2001 02:00:44 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9hrn5eS$p4m12@www.netyaroze-europe. com> 
References: <9hnmh6Skbs3@www.netyaroze-europe. com> 
NNTP-Posting-Host: ACAB6DFA.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hello rikki, 


this might seem a little basic since you said you already tried checking the 
ports in BIOS, but if i were you, the first thing I'd do is double click the 
"system" icon under control panel, select the "device manager" tab, and then 
under "ports" you should see if there are any two devices trying to use your 
Yaroze port. 
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—Omar 


--MESSAGE FILE 7919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06646 


--MESSAGE FILE 7920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006647 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Tue, 3 Jul 2001 08:55:16 +0100 

Organization: SCEE 

Lines: 30 

Message-ID: <9hrttjSp4m13@www.netyaroze-europe.com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplp$mj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe.com> <9hq0qd$mj67@www.netyaroze-europe. com> 
<9hqle4Sodfl@www.netyaroze-europe.com> <9hqé63nSodf3@www.netyaroze-europe.com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Morning Matt, 

> I wonder what are the chances of yaroze games getting on the OPS2M disc 
շ 

NOEL would be the answer. 

The PS2 would be unable to go into PS mode after booting into PS2 mode. 

Later 

James 

"Matt Verran" <mverran@btinternet.com> wrote in message 


news: 9hq63nSodf3@www.netyaroze-europe.com... 
> > > An official denial no less! 


> > Woo hoo! 

> > ;-) only kidding, I was just curious about the whole OPSM demo disc 
thing 

> > being resurrected after quite a long time (is it 2 years or longer??). 
>> 

> 


> Perhaps there's a shortage of pro demos. 
Probably trying to boost readership by offering more free stuff too. 


I wonder what are the chances of yaroze games getting on the OPS2M disc 
re? 


VVMVVVVVVV VV VV 


—-MESSAGE FILE 7920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06647 


—-MESSAGE FILE 7921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006648 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Tue, 3 Jul 2001 09:00:42 +0100 

Organization: SCEE 

Lines: 55 

Message-ID: <9hru7pSp4m14@www.netyaroze-europe. com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
-com> <9hqi3a$p4m5@www.netyaroze-europe. com> 
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NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi John, 


Yeh the other stuff applies. 
We've got got to keep the quality control, right? 


Later 
James 
"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 9hqi3a$Sp4m5@www.netyaroze-europe.com... 
Thats cool.. one less change :) 
How aout all the other stuff.. I assume that all applies.. ie.. being able 


to skip intro screens. Option to allow display position to be adjusted.. 
checking for controllers being removed/inserted ? 


"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hpad4$mj61@www.netyaroze-europe.com... 
> Hi John, 


Sorry to everone! 
I forgot to mention that we don't really need the startup screen on your 
demos. 


If you want it there your welcome to do it, but don't feel you have to 
ave 
it there for submission. 


Cheers 
James 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9hnthl$kbs4@www.netyaroze-europe.com... 

> Im probably just being dense.. I had a quick look round the site but I 
cant 

> find anything other than a demodisk zip file. Am I to assume that is 


5 
ՄԿՊՊՎՊՎՕՎՊ,ՎՊՎՊՊՎՊՊՊՎՊՊՎԺԾՎՊՎՊՊՎՊՎ ՎՊ 


> only thing we need to do to our games in order to submit them is to 
display 

> that title screen ? or... is there something else we need do ie. do we 
need 

> to make sure our game resets the display or something when it exits 


must 

> we cater for certain controllers ? 
> 

> 


VVVVVVVV NV VV VV EV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VV NV V V Ve 


—-MESSAGE FILE 7921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06648 


—-MESSAGE FILE 7922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006649 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Tue, 3 Jul 2001 10:31:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <9hs4caSp4m15@www.netyaroze-europe. com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplp$mj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe.com> <9hq0qd$mj67@www.netyaroze-europe. com> 
<9hqle4Sodfl@www.netyaroze-europe.com> <9hq63nSodf3@www.netyaroze-europe.com> <9hrtt 
j$p4m13@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-0-192.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Oh yeah, didn't think of that :) 
I suppose there must be PS2 owners who get OPM for the disc tho, do you know 


what the rough readership figues are for OPM? How many people are going to 
see our creations? 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9hrttj$p4m13@www.netyaroze-europe.com... 
> Morning Matt, 


> 

> > I wonder what are the chances of yaroze games getting on the OPS2M disc 
> are? 

> NILL would be the answer. 

> The PS2 would be unable to go into PS mode after booting into PS2 mode. 

> 

> Later 

> 

> James 


—-MESSAGE FILE 7922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06649 


—-MESSAGE FILE 7923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006650 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game In progress - BugSplat - Concept Demo 

Date: Tue, 3 Jul 2001 10:43:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9hs4cbSp4m16@www.netyaroze-europe.com> 

References: <9hquo0Sp4m7@www.netyaroze-europe.com> <9hr02bSp4m9@www.netyaroze-europe 
.com> <9hr3ls$p4m10@www.netyaroze-europe.com> <9hr4cm$p4m11@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: host213-122-0-192.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Տօ.. ermm.. Matt.. when we gonna see your finished game.. is this gonna be 
> for the Mag ?.. and.. coding for a few days and you havent finished yet 

թ) 

> my my.. we are getting slow <grin> hahaha 

> Seriously though.. look forward to seeing./hearing more. 


Hehe, I did really go for finishing it in 3 days, but I think it'll be more 
like a week this time with possibly even more time needed designing levels. 
I ended up spending a whole DAY (!) refreshing my VB knowledge so I could 
write the level editor. Yes the game is for OPM. It is 3d and it is not 
anything I've mentioned before. 


I hope to post some screenshots tommorow, I'm working on the graphics engine 
right now. 


Matt 
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—-MESSAGE FILE 7923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06650 


—-MESSAGE FILE 7924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006651 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Tue, 3 Jul 2001 11:04:30 +0100 

Organization: SCEE 

Lines: 37 

Message-ID: <9hs5ftSp4m17@www.netyaroze-europe.com> 

References: <9hfieaSb9rl@www.netyaroze-europe.com> <9hpplp$mj65@www.netyaroze-europe 
.com> <9hpsuv$mj66@www.netyaroze-europe.com> <9hq0qd$mj67@www.netyaroze-europe. com> 
<9hqle4Sodfl@www.netyaroze-europe.com> <9hq63nSodf3@www.netyaroze-europe.com> <9hrtt 
j$p4m13@www.netyaroze-europe.com> <9hs4caS$p4m15@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Matt, 


Apparently there was a circulation of 215,508 between Jul-Dec 2000. 
That's the data supplied on the Future website, data supplied by ABC 


Later 
James 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9hs4caS$p4m15@www.netyaroze-europe.com... 

> Oh yeah, didn't think of that :) 

> 

> I suppose there must be PS2 owners who get OPM for the disc tho, do you 
know 

> what the rough readership figues are for OPM? How many people are going 
to 

see our creations? 


James Burns <ps_yaroze@scee.net> wrote in message 

news: 9hrttj$p4m13@www.netyaroze-europe.com... 

> Morning Matt, 

> 

> > I wonder what are the chances of yaroze games getting on the OPS2M 
isc 

> are? 


> NILL would be the answer. 

> The PS2 would be unable to go into PS mode after booting into PS2 mode. 
> 

> Later 

> 

> James 


VVVVVVVVVV QV VV VV VV 


—-MESSAGE FILE 7924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06651 


—-MESSAGE FILE 7925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006652 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Instructions 

Date: Tue, 3 Jul 2001 22:45:36 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <9htee7$631@www.netyaroze-europe.com> 

References: <9hnthlSkbs4@www.netyaroze-europe.com> <9hpad4$mj61@www.netyaroze-europe 
.com> <9hqi3aS$p4m5@www.netyaroze-europe.com> <9hru7pS$p4m14@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-142-146.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Wouldn't want it any other way :) no point in having a quality magazine if 
the games on the CD wern't. 


Besides... ff you've ever seen my attempts at games your probably under the 
impression I dont get embarresed easily but if I ever manage to get a game 
published I'd crawl away in shame if it failed for some stupid reason. 


John ( QuietBloke ) 

"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hru7p$p4m14@www.netyaroze-europe.com... 

> Hi John, 


Yeh the other stuff applies. 
We've got got to keep the quality control, right? 


Later 

James 

"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

news: 9hqi3a$Sp4m5@www.netyaroze-europe.com... 

> Thats cool.. one less change :) 

> How aout all the other stuff.. I assume that all applies.. ie.. being 
ble 


> to skip intro screens. Option to allow display position to be adjusted.. 
> checking for controllers being removed/inserted ? 
> 


"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hpad4$mj61@www.netyaroze-europe.com... 
> Hi John, 


> 
> Sorry to everone! 
> I forgot to mention that we don't really need the startup screen on 


demos. 

If you want it there your welcome to do it, but don't feel you have to 
et there for submission. 

Cheers 

James 

"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 


news: 9hnthl$kbs4@www.netyaroze-europe.com... 
> Im probably just being dense.. I had a quick look round the site but 


VVVVVVVVVVVVV GEV VV VV VV 


VVVVVVVVV OV VV 


> > cant 
> > > find anything other than a demodisk zip file. Am I to assume that is 


> > > only thing we need to do to our games in order to submit them is to 
> > display 
> > > that title screen ? or... is there something else we need do ie. do 


VVVVVVHVVVVVV VV VV VV VK VV V VV VV VV V&V VV VV VV VV VV V 


oO 


> need 
> > to make sure our game resets the display or something when it exits 


> > we cater for certain controllers ? 
>> 


V V V V V v z 


> 
> 
Py 
> > must 
> 
> 
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> 


VVVVVVV 
V V V V V 
V Vv v 


--MESSAGE FILE 7925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06652 


--MESSAGE FILE 7926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006653 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 16:12:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2559 

Message-ID: <9hvbs4Sinvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-57-83.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Here's my edge stylee first showing of my new yaroze project, hopefully 
destined for OPM. 


It's currently known as "Roller", more info tommorow... 


—-MESSAGE FILE 7926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06653 


—-MESSAGE FILE 7927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006654 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 16:26:58 +0100 

Organization: SCEE 

Lines: 19 

Message-ID: <9hvcoiSlnv2@www.netyaroze-europe. com> 
References: <9hvbs4S$linvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Matt, 

Looking good! 
:-) 

James 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9hvbs4S$invl@www.netyaroze-europe.com... 

> Here's my edge stylee first showing of my new yaroze project, hopefully 
> destined for OPM. 

> 

It's currently known as "Roller", more info tommorow... 


> 
> 
> 
> 
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-—-MESSAGE FILE 7927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06654 


—-MESSAGE FILE 7928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006655 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 16:32:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9hvd07Sinv3@www.netyaroze-europe. com> 
References: <9hvbs4S$linvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-168-209.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Err Matt....just how many games are you writing at the moment? Isn't you're 
head in danger of exploding? 


Anyway ... the visuals of roller look really yummy! 


Jon 


—-MESSAGE FILE 7928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06655 


—-MESSAGE FILE 7929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006656 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 19:10:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9hvmf9Sinv4@www.netyaroze-europe. com> 
References: <9hvbs4Sinvl@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-211.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Wowzers!!! Really cool - keep up the good work! 
Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9hvbs4S$invl@www.netyaroze-europe.com... 

> Here's my edge stylee first showing of my new yaroze project, hopefully 
> destined for OPM. 

> 

It's currently known as "Roller", more info tommorow... 


> 
> 
> 
> 
—-MESSAGE FILE 7929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06656 


—-MESSAGE FILE 7930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006657 
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Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 14:18:28 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 
Message-ID: <9hvmog$lnv5@www.netyaroze-europe. com> 
References: <9hvbs4Slinvl@www.netyaroze-europe. com> 
NNTP-Posting-—Host: ACAD8A3B.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


wow! that incredible. really commercial quality. so when do we get to play 
it? 


—Omar 


--MESSAGE FILE 7930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06657 


--MESSAGE FILE 7931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006658 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 19:49:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9hvogh$Slnvé@www.netyaroze-europe. com> 
References: <9hvbs4S$linvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-28-48 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


nice teaser shots.. Im curious.. do you eat or sleep ? <grin> 
Look forward to hearing more.. 
lol.. makes my efforts look rather tame !.. or is that lame ? lol 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9hvbs4S$invl@www.netyaroze-europe.com... 

> Here's my edge stylee first showing of my new yaroze project, hopefully 
> destined for OPM. 

> 

It's currently known as "Roller", more info tommorow... 


> 
> 
> 
> 


-—-MESSAGE FILE 7931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06658 


—-MESSAGE FILE 7932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006659 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Wed, 4 Jul 2001 21:59:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9i0096Slnv7@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6é@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: host213-120-98-131.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Lol, if u keep making these stunning games we wont be able to keep up! 
Nicel tho! 
Chris 


—-MESSAGE FILE 7932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06659 


—-MESSAGE FILE 7933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006660 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: More info on Roller 

Date: Thu, 5 Jul 2001 12:01:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <9ilhefS4p91@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-160-148.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


No screens today just dropped by to deliver a bit more info: 


640x512 

50hz 

I don't think Roller is commercial quality but hopefully it will be one of 
the best yaroze games, gameplay and graphics wise. 


I'm spending today and tommorow on it, then I'm taking saturday, sunday and 
monday off. Hopefully it'll be finished sometime next week before my copy of 
GT3 arrives from the US. 


And yes I do eat and sleep but not much else, apart from the time I set 
aside for my daily head explosion :) 


Matt 


—-MESSAGE FILE 7933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06660 


—-MESSAGE FILE 7934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006661 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More info on Roller 

Date: Thu, 5 Jul 2001 13:07:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <9illg4S4p92@www.netyaroze-europe. com> 
References: <9ilhefS4p91l@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-181-215-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Looks good, Matt. Quick question 


> 640x512 
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How did you take the screen grabs? 


> 
> Matt 
> 
> 


cheers 
Derek 


--MESSAGE FILE 7934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06661 


—-MESSAGE FILE 7935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006662 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More info on Roller 

Date: Thu, 5 Jul 2001 13:14:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <9illn3S4p93@www.netyaroze-europe. com> 
References: <9ilhefS4p91@www.netyaroze-europe.com> <9ill1g4S4p92@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-163-245.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> How did you take the screen grabs? 


I used an emulator (all image enhancements turned off tho). 


—-MESSAGE FILE 7935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06662 


-—-MESSAGE FILE 7936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006663 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More info on Roller 

Date: Thu, 5 Jul 2001 13:04:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <9ilnaoS4p94@www.netyaroze-europe. com> 
References: <9ilhefS4p91@www.netyaroze-europe.com> <9ill1g4S4p92@www.netyaroze-europe 
.com> <9il1n3S4p93@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


An Emulator! What a great idea. That would stop me from having to lug 
bits about. I don't suppose you could tell me how it's done? I don't 
suppose you can simulate the analogue sticks? 

Is everyone else using an emulator? 

TIA 
Warren 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9i111n3S4p93@www.netyaroze-europe.com... 
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> I used an emulator (all image enhancements turned off tho). 


—-MESSAGE FILE 7936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06663 


-—-MESSAGE FILE 7937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006664 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More info on Roller 

Date: Thu, 5 Jul 2001 15:51:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <9ilutjS4p95@www.netyaroze-europe.com> 
References: <9ilhefS4p91l@www.netyaroze-europe.com> <9ill1g4S4p92@www.netyaroze-europe 
.com> <9il1n3S4p93@www.netyaroze-europe.com> <9ilnaoS4p94@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-194-20 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


check www.yarozescene.co.uk for info (I just added) on using emulators with 
yaroze projects 


Matt 
Warren Khan <warren@nelson.demon.co.uk> wrote in message 


news: 9ilnaoS4p94@www.netyaroze-europe.com... 
> An Emulator! What a great idea. That would stop me from having to lug 


bits about. I don't suppose you could tell me how it's done? I don't 
suppose you can simulate the analogue sticks? 
Is everyone else using an emulator? 
TIA 
Warren 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9i111n3S4p93@www.netyaroze-europe.com... 


> I used an emulator (all image enhancements turned off tho). 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 7937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06664 


—-MESSAGE FILE 7938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006665 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Thu, 05 Jul 2001 17:43:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3B449944. 6880DCE5@harbinger.com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
-com> <9i0096Slinv7@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk70.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Whoa, that looks excellent!! Especially if its running at 50fps at 
640*512! Nice trippy backgrounds as well :) 


Can't wait to see the finished article - will we have to wait until OPSM 
or will you be releasing work-in-progress releases? 


Andy 
Chris Wallace wrote: 


> Lol, if u keep making these stunning games we wont be able to keep up! 
> Nicel tho! 
> Chris 


—-MESSAGE FILE 7938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06665 


—-MESSAGE FILE 7939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006666 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Thu, 5 Jul 2001 21:03:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9i2h6t$7n21@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
.com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> 
NNTP-Posting-Host: host213-122-190-193.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Can't wait to see the finished article - will we have to wait until OPSM 
> or will you be releasing work-in-progress releases? 


I will release a version to you lot as soon as I'm happy with it, which 
might be a couple of weeks yet. Hopefully we can have a pack of levels 
designed by other yarozers as well as my levels in the OPM version. 


Matt 


—-MESSAGE FILE 7939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06666 


—-MESSAGE FILE 7940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006667 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Thu, 5 Jul 2001 21:15:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9i2huiS7n22@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
.com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-36.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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> I will release a version to you lot as soon as I'm happy with it, which 
> might be a couple of weeks yet. Hopefully we can have a pack of levels 
> designed by other yarozers as well as my levels in the OPM version. 


Looks really cool Matt! 


You know I think you've really developed a "Matt" style for your games. 
Very professional looking. 


Well you've seriously inspired me to find some time for the yaroze... I 
feel like the gauntlet has been lain down here... 


Martin. 


—-MESSAGE FILE 7940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06667 


-—-MESSAGE FILE 7941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006668 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Thu, 5 Jul 2001 23:14:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9i2osh$7n23@www.netyaroze-europe. com> 

References: <9hvbs4Sinvl@www.netyaroze-europe.com> <9hvoghSinv6é@www.netyaroze-europe 
-com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2hui$7n22@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-117-234.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


As usual Matt you seem to be setting the standard.. I may not be able to 
keep up with your standards but you sure are a good incentive... Personaly 
the gauntlet for me is still to produce something at least as good as 
RobotRon. 


John ( QuietBloke ) 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 

news: 9i2huiS$7n22@www.netyaroze-europe.com... 

> > I will release a version to you lot as soon as I'm happy with it, which 
> might be a couple of weeks yet. Hopefully we can have a pack of levels 
> designed by other yarozers as well as my levels in the OPM version. 


Looks really cool Matt! 


You know I think you've really developed a "Matt" style for your games. 
Very professional looking. 


Well you've seriously inspired me to find some time for the yaroze... I 
feel like the gauntlet has been lain down here... 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Martin. 
> 

> 

> 


—-MESSAGE FILE 7941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06668 


—-MESSAGE FILE 7942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006669 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Fri, 6 Jul 2001 11:17:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9i436gSab01@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
-com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2hui$7n22@www.netyaroze-europe.com> <9i2osh$7n2 
3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-23-118.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Cheers for all the kind words chaps, I hope you're as nice once you've 
actually played it :) 


I really like the idea of developing a style, so you can look at a game and 
say oh it's got to be by X. Sensible Software had a distict style for 
example, but more recently so many games look alike. I really hope 
middleware means devcos have time to develop their own styles, not churn out 
games faster. It might even help lead to the average gamer searching out 
games by developers they like rather than selecting by publisher or 
advertising. All this is leading up to my personal ultimate change: the 
racking of games in shops by developer name. 


Matt 


-—-MESSAGE FILE 7942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06669 


—-MESSAGE FILE 7943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006670 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: using CW in OPSM entries 

Date: Fri, 06 Jul 2001 12:25:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3B45A00C.BE617C60@harbinger. com> 
NNTP-Posting-Host: manuk54.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi all 


Can we enter stuff created with CodeWarrior for OPSM as long as we don't 
use the MWDebugIO() calls to redirect CD access? I seem to remember 
some restrictions for games written with CW for OPSM... I don't plan on 
accessing the CD during the game (unless we are told we are allowed x 
amount of bytes on the CD for our own data, which would be quite nice, 
if a bit unrealistic to expect!) 


Andy 
—-MESSAGE FILE 7943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06670 


—-MESSAGE FILE 7944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006671 
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Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Fri, 06 Jul 2001 14:59:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3b45d1laa.1941842571@www.netyaroze-europe. com> 

References: <9hvbs4Slinvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
.com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2hui$7n22@www.netyaroze-europe.com> <9i2osh$7n2 
3@www.netyaroze-europe.com> <9i436gSab01@www.netyaroze-europe.com> 
NNTP-Posting-Host: user-2inigff.dialup.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Are you sure middleware will help? 


Or will the middleware itself come packaged with precanned "help" -- 
even if it is 5 or 10 different flavors -- and everyone's stuff ends 
up looking the same. 


You know, sort of like that stuff people use to make web sites in 5 
minutes. Comes with backgrounds icons, etc, and a choice of layouts, 
and you get to pick and choose. Ultimately, however, there are only 
so many "completely unique" combinations, and it becomes obvious that 
a bunch came out from the same can... 


Steven 


On Fri, 6 Jul 2001 11:17:01 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>Cheers for all the kind words chaps, I hope you're as nice once you've 
>actually played it :) 

> 
>I really like the idea of developing a style, so you can look at a game and 
>say oh it's got to be by X. Sensible Software had a distict style for 
>example, but more recently so many games look alike. I really hope 
>middleware means devcos have time to develop their own styles, not churn out 
>games faster. It might even help lead to the average gamer searching out 
>games by developers they like rather than selecting by publisher or 
>advertising. All this is leading up to my personal ultimate change: the 
>racking of games in shops by developer name. 

> 

>Matt 

> 


—-MESSAGE FILE 7944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06671 


-—-MESSAGE FILE 7945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006672 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Have I mentioned this before... bgWorkArea? 
Date: Fri, 6 Jul 2001 16:52:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9i4n41S$b931@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-655.ekto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey all, 


I've started up again on the 2D tutorial and I'm puzzling over this 
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bgWorkArea size. Basically I have played around with it quite a bit. I have 
320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) and my 
bgWorkArea is (20*16)*12 = 3840, now I get the 20*16 bit - the number of 
tiles on the screen but 12 is just an arbitiary number I put in but it won't 


work with anything less. I have also tried SCREEN_WIDTH (320) * 
SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but this 
number far outweighs what I actually need as a bare minimum... because it 


works with 3840. 


Can anyone tell me what the bgWorkArea size is actually mean to be? - 
please? 


Max 


—-MESSAGE FILE 7945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06672 


-—-MESSAGE FILE 7946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006673 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Fri, 6 Jul 2001 17:25:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9i40q1S$b932@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinvé6@www.netyaroze-europe 
-com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2huiS$7n22@www.netyaroze-europe.com> <9i2osh$7n2 
3@www.netyaroze-europe.com> <9i436gSab01@www.netyaroze-europe.com> <3b45dlaa.1941842 
571@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-120-115.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


No you're probably right, middleware will make games more identikit, it'd 
just be nice to think the extra dev time middleware might give you would be 
used to inject some personality into games. 


I'd be interested to know how people would define my style, what makes a 
game look like I did it. 


Matt 


Steven Osman <sosman@terratron.com> wrote in message 
news: 3b45d1aa.1941842571@www.netyaroze-europe.com... 
> Are you sure middleware will help? 


Or will the middleware itself come packaged with precanned "help" -- 
even if it is 5 or 10 different flavors -- and everyone's stuff ends 
up looking the same. 


You know, sort of like that stuff people use to make web sites in 5 
minutes. Comes with backgrounds icons, etc, and a choice of layouts, 
and you get to pick and choose. Ultimately, however, there are only 
so many "completely unique" combinations, and it becomes obvious that 
a bunch came out from the same can... 


Steven 


On Fri, 6 Jul 2001 11:17:01 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>Cheers for all the kind words chaps, I hope you're as nice once you've 
>actually played it :) 
> 


VVVVVVVVVVVVVVV VV VV 
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> >I really like the idea of developing a style, so you can look at a game 
and 
> >say oh it's got to be by X. Sensible Software had a distict style for 

> >example, but more recently so many games look alike. I really hope 

> >middleware means devcos have time to develop their own styles, not churn 
out 


> >games faster. It might even help lead to the average gamer searching out 
> >games by developers they like rather than selecting by publisher or 

> >advertising. All this is leading up to my personal ultimate change: the 
> >racking of games in shops by developer name. 

>> 

> >Matt 

>> 

> 


—-MESSAGE FILE 7946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06673 


-—-MESSAGE FILE 7947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006674 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 
Date: Fri, 6 Jul 2001 18:49:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <9i4sa2Sb933@www.netyaroze-europe. com> 
References: <9i4n41Sb931@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-123-128-89.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi Max, 

According to the Library Reference (page 142): 
size=(((ScreenW/CellW+1) * (ScreenH/CellH+1+1) *6+4) *2+2) 
Hope this helps. 


Alex 


"Max" <mad.max@which.net> wrote in message 

news: 914n41Sb931@www.netyaroze-europe.com... 

> Hey all, 

> 

> I've started up again on the 2D tutorial and I'm puzzling over this 

> bgWorkArea size. Basically I have played around with it quite a bit. I 
have 

> 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) and my 
> bgWorkArea is (20%*16)*12 = 3840, now I get the 20*16 bit - the number օք 
> tiles on the screen but 12 is just an arbitiary number I put in but it 
won't 


work with anything less. I have also tried SCREEN_WIDTH (320) * 
SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but this 
number far outweighs what I actually need as a bare minimum... because it 


works with 3840. 


Can anyone tell me what the bgWorkArea size is actually mean to be? - 
please? 


Max 


VVVVVVVVV VV 
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—-MESSAGE FILE 7947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06674 


—-MESSAGE FILE 7948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006675 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Fri, 6 Jul 2001 18:25:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9i4scg$b934@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
-com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2huiS$7n22@www.netyaroze-europe.com> <9i2osh$7n2 
3@www.netyaroze-europe.com> <9i436gSab01@www.netyaroze-europe.com> <3b45dlaa.1941842 
571@www.netyaroze-europe.com> <9i40q1S$b932@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-74-37.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


"Pop Art", bold, clean, manga-esque. 


—-MESSAGE FILE 7948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06675 


-—-MESSAGE FILE 7949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006676 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Fri, 06 Jul 2001 20:00:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <3B460ADC.66823F11@darkhex.com> 

References: <9hvbs4Sinvl@www.netyaroze-europe.com> <9hvoghSinv6é@www.netyaroze-europe 
-com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2hui$7n22@www.netyaroze-europe.com> <9i2osh$7n2 
3@www.netyaroze-europe.com> <9i436gSab01@www.netyaroze-europe.com> <3b45dlaa.1941842 
571@www.netyaroze-europe.com> <9i4o0q1$b932@www.netyaroze-europe.com> <9i4scg$b934@ww 
w.netyaroze-europe. com> 

NNTP-Posting-Host: modem-121.pajama-cardinal.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; Լ) 
X-Accept—-Language: en-GB,en 


> "Pop Art", bold, clean, manga-esque. 


Bright, sort of fluorescent effects..... It's hard to describe the 
overall gloss you manage to produce, but it works well :-) 


—-MESSAGE FILE 7949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06676 


—-MESSAGE FILE 7950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006677 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Sat, 7 Jul 2001 00:48:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <9i5ipkSb935@www.netyaroze-europe. com> 

References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9hvoghSlinv6@www.netyaroze-europe 
.com> <9i0096Sinv7@www.netyaroze-europe.com> <3B449944.6880DCE5@harbinger.com> <9i2h 
6t$7n21@www.netyaroze-europe.com> <9i2huiS$7n22@www.netyaroze-europe.com> <9i2osh$7n2 
3@www.netyaroze-europe.com> <9i436gSab01@www.netyaroze-europe.com> <3b45dlaa.1941842 
571@www.netyaroze-europe.com> <9i4o0q1$b932@www.netyaroze-europe.com> <9i4scg$b934@ww 
w.netyaroze-europe.com> <3B460ADC.66823F11@darkhex.com> 

NNTP-Posting-Host: modem-25.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> "Pop Art", bold, clean, manga-esque. 


> 
> 
> Bright, sort of fluorescent effects..... It's hard to describe the 
> overall gloss you manage to produce, but it works well :-) 
Trippy!! 


-—-MESSAGE FILE 7950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06677 


—-MESSAGE FILE 7951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006678 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Another update 

Date: Sat, 7 Jul 2001 01:06:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9i5jqeSb936@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-61-155.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Question. 

Does anyone mind/care if I keep saying when I have a new progress demo ? 
I figured as we still cant register site updates I should mention it 
somewhere. 

( It does get mentioned in my external website www.quietbloke.com but I 
doubt many of you visit it ) 


Anyway.. I just uploaded the latest progress build. 


It shows the rough ( very rough) screen for the first game ( 1 player ). You 
have four plots of fruit/veg which you have to protect from the bugs ( err 
bug at the moment ). 


I fixed the title screens to show the new Yarozescene logo and you can now 
press start to skip the intro's. 


It also has a test sample of some burst effects which I plan to use when you 
hit bonus items etc 
Splat a bug and you get a 2 node burst.. press the triangle to get an 
alternative burst... it all sounds a bit weird but if anyone is bored maybe 
you wanna see it and tell me what you think. 

I made the bursts code kind of generic where each node can spawn another at 
a set time and a set angle offset. Keep pressing triangle to get lots of 
bursts going on.. I currently have the max set to 50 I think.. it all gets a 
bit busy onscreen but the frameowrk seems to plod along quite happily at the 
moment. 


eekk.. it must be late.. Im not even making sense to myself. I shall stop 
here before you all fall asleep. 
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Ahh well.. happy coding all. 


—-MESSAGE FILE 7951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06678 


-—-MESSAGE FILE 7952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006679 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: siocons weirdness 

Date: Sat, 7 Jul 2001 02:53:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9i5q9vSb937@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-182-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I've just set up siocons in WinME but when I a run an auto, siocons requires 
that I press enter to upload each 0x2000 byte block or else it just sits 
there and waits. How do I get siocons to upload the files all in one go? 


I think I remember someone mentioning this problem a while ago. 


cheers 
Derek 


—-MESSAGE FILE 7952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06679 


—-MESSAGE FILE 7953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006680 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons weirdness 

Date: Sat, 7 Jul 2001 12:48:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9i6t6oSdorl@www.netyaroze-europe.com> 
References: <9i5q9v$b937@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0089.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yes, this has been mentioned at least once before. I'm not sure how the 
WinME command prompt works. If it's more like Win98 than Win2K then it could 
either be that the DOS shell hasn't enough environment space or a too lower 
priority. You could try enlarging the environment space and make sure it 
always has focus. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 915q9v$b937@www.netyaroze-europe.com... 

> I've just set up siocons in WinME but when I a run an auto, siocons 
requires 

> that I press enter to upload each 0x2000 byte block or else it just sits 
there and waits. How do I get siocons to upload the files all in one go? 


I think I remember someone mentioning this problem a while ago. 


cheers 
Derek 


V W: Ay A NO N 
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> 
> 


—-MESSAGE FILE 7953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06680 


—-MESSAGE FILE 7954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006681 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons weirdness 

Date: Sat, 7 Jul 2001 13:37:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9i7019Sdor2@www.netyaroze-europe. com> 

References: <9i5q9vS$b937@www.netyaroze-europe.com> <9i6t6oSdorl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr5-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Cheers, James. I needed to adjust the idle sensitivity slider. 


Derek 


—-MESSAGE FILE 7954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06681 


—-MESSAGE FILE 7955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006682 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons weirdness 

Date: Sat, 7 Jul 2001 13:38:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9i703tSdor3@www.netyaroze-europe. com> 

References: <9i5q9vS$b937@www.netyaroze-europe.com> <9i6t6oSdorl@www.netyaroze-europe 
-com> <9i7019S$dor2@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr5-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Oops, of course I mean Ben. Sorry. 


cheers 
Derek 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 917019Sdor2@www.netyaroze-europe.com... 
> 


Cheers, James. I needed to adjust the idle sensitivity slider. 


> 
> 
> Derek 
> 
> 


—-MESSAGE FILE 7955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06682 
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-—-MESSAGE FILE 7956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006683 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons weirdness 

Date: Sat, 7 Jul 2001 14:33:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9i73akSdor4@www.netyaroze-europe. com> 

References: <9i5q9vS$b937@www.netyaroze-europe.com> <9i6t6oSdorl@www.netyaroze-europe 
.com> <9i7019Sdor2@www.netyaroze-europe.com> <9i703tSdor3@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0179.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Well, I've been called a lot worse! Glad it's sorted. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 91703tS$dor3@www.netyaroze-europe.com... 


> Oops, of course I mean Ben. Sorry. 

> 

> cheers 

> Derek 

> 

> "Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
> news:917019Sdor2@www.netyaroze-europe.com... 

>> 

> > Cheers, James. I needed to adjust the idle sensitivity slider. 
>> 

> > Derek 

>> 

>> 

> 

> 


-—-MESSAGE FILE 7956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06683 


—-MESSAGE FILE 7957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006684 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 

Date: Sat, 7 Jul 2001 19:33:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9i7ktjSdor5@www.netyaroze-europe. com> 

References: <9i4n41Sb931@www.netyaroze-europe.com> <9i4sa2S$b933@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-216.cockatiel.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hmm. . 


Its really the +ls and +l+ls and *6+4 etc that I don't understand besides 
this usually turns up a float value which is wierd considering the Yaroze is 
a 32 bit integer machine and the value you get from this formula is always 
FAR bigger that you actually need. 


I don't think I'll ever figure this out : ( 
Max 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
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news: 914sa2S$b933@www.netyaroze-europe.com... 
Hi Max, 


According to the Library Reference (page 142): 
size=(((ScreenW/CellW+1) * (ScreenH/Cel1lH+1+1) *6+4) *2+2) 
Hope this helps. 


Alex 


"Max" <mad.max@which.net> wrote in message 

news: 914n41Sb931@www.netyaroze-europe.com... 

> Hey all, 

> 

> I've started up again on the 2D tutorial and I'm puzzling over this 

> bgWorkArea size. Basically I have played around with it quite a bit. I 
have 

> 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) and 
y 

> bgWorkArea is (20*16)*12 = 3840, now I get the 20*16 bit - the number of 
> tiles on the screen but 12 is just an arbitiary number I put in but it 
won't 


> work with anything less. I have also tried SCREEN_WIDTH (320) * 

> SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but 
his 

> number far outweighs what I actually need as a bare minimum... because 
Է 

> works with 3840. 

> 

> Can anyone tell me what the bgWorkArea size is actually mean to be? - 

> please? 

> 

> Max 

> 

> 


VVVVVVVVVVEEV EV VV VV BV VV VV VV VV VV VV VV VV VV OV 


-—-MESSAGE FILE 7957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06684 


—-MESSAGE FILE 7958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006685 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 

Date: Sat, 7 Jul 2001 23:03:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <9i810eSdor6@www.netyaroze-europe. com> 

References: <9i4n41Sb931@www.netyaroze-europe.com> <9i4sa2S$b933@www.netyaroze-europe 
.com> <9i7kt j$dor5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-12-53.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Im not quite sure what your after Max.. 


The bg Work area is an area of memory you allocate which the Libraries need 
to use when displaying the tiled background. 
The formulae doesnt relate to number of pixels on the screen just like the 
size of a GSSPRITE doesnt relate to the number of pixels. 

Its merely how much space is required by the libraries to process and 
display your tileset. 
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Also I cant see how the formulae can return a float. 
What your really after is an explanation of exactly what the libraries do in 


order to display a tileset and therefore why they need to use exactly that 
amount of space to do thier thing. 


Id be very interested to fnd out the exact details myslef but looking at the 
formulae you could make a fairly reasonable stab at some of it: 
My Rough guess work says the formulae is 


(ScreenW/CellW+1) = maximum number of tiles which can appear on screen in 
the x direction 


(ScreenH/CellH+1+1) = maximum number of tiles which can appear on screen in 
the y direction + 1. I still have no idea why you need to add another one 
here. 


Multipy the two together to gives total number of tiles we need to be store 
information about. 


Multipy the result by 6 = For each tile the Library functions need this much 
work space to do its thing. I Guess this would be stuff like GsCell info + 
phsical screen position. 


Then add an additional 4 u_longs = I guess these are required to store 
additional information about the whole displayable tileset ( at a guess this 
might be to hold something like the x/y offset within the top/left tile 
corresponding to pixel 0,0) 


Muliply the result by 2 = <shrug> A long shot but maybe just like the 
gpu_buffer we require 2 buffers. 


Finally add another 2 u_longs = Dunno.. Guess the tileset needs some more 
global information. Perhaps an offset where the second buffer exists within 
the workspace and which buffer we are currently working on ? 


Then again I could be way off and totally wrong.. In which case can someone 
give the real reason for the formulae ? It would be intersting to know how 
the formulae came to be. 


Cheers 
John ( QuietBloke ) 
With more insane ramblings 


"Max" <mad.max@which.net> wrote in message 

news: 9i7kt j$dor5@www.netyaroze-europe.com... 

> Hmm.. 

> 

> Its really the +1s and +1+1s and *6+4 etc that I don't understand besides 
> this usually turns up a float value which is wierd considering the Yaroze 
is 


v 


a 32 bit integer machine and the value you get from this formula is always 
FAR bigger that you actually need. 


I don't think I'll ever figure this out :( 

Max 

Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news:9i4sa2Sb933@www.netyaroze-europe.com... 

> Hi Max, 

According to the Library Reference (page 142): 
size=(((ScreenW/CellW+1) * (ScreenH/Cel1lH+1+1) *6+4) *2+2) 


Hope this helps. 


VVVVVVVVVVVVVVV VV 


VVVVVVVV 


Alex 
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>> 

>> 

>> 

> > "Max" <mad.max@which.net> wrote in message 

> > news: 914n41Sb931@www.netyaroze-europe.com... 

> > > Hey all, 

>>> 

> > > I've started up again on the 2D tutorial and I'm puzzling over this 

> > > bgWorkArea size. Basically I have played around with it quite a bit. I 
> > have 

> > > 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) and 
> my 

> > > bgWorkArea is (20%*16)*12 = 3840, now I get the 20*16 bit - the number 

of 

> > > tiles on the screen but 12 is just an arbitiary number I put in but it 
> > won't 

> > > work with anything less. I have also tried SCREEN_WIDTH (320) * 

> > > SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but 

> this 

> > > number far outweighs what I actually need as a bare minimum... because 
> ¿pt 

> > > works with 3840. 

> > > 

> > > Can anyone tell me what the bgWorkArea size is actually mean to be? - 

> > > please? 

> > > 

> > > Max 

> > > 

> > > 

> > 

> > 

> 

> 


--MESSAGE FILE 7958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06685 


--MESSAGE FILE 7959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006686 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 

Date: Sat, 7 Jul 2001 23:11:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <9i81j1$Sdor7@www.netyaroze-europe. com> 

References: <9i4n41Sb931@www.netyaroze-europe.com> <9i4sa2Sb933@www.netyaroze-europe 
.com> <9i7kt j$dor5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-147-88 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Max, 
I tried to work this out before and some of it makes sense... sort of... 


If the bg is scrolled to the left a few pixels, an extra tile becomes 
visible on the right hand side of the screen making a total of 21 titles 
across, hence the first +1 in the formula. The same applies to the y-axis 
which explains the second +1. 


I'm not sure about the third +1, but it seems to suggest an extra word is 
needed per row of tiles. Can't imagine why - flags maybe? I first thought 
this might be a typo and left it out without any obvious problems, until I 
tried a high-res interlaced mode and the bottom 2 rows of tiles were getting 
messed up. I put the +1 back in and it all worked fine. 


I'm guessing that the GPU primitive for a 16x16 tile is 6 words in length 
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and hence the *6. I'm not sure about the +4. Flags again, maybe? 
I think the *2 is needed for double buffering. The bgWorkArea will need to 


hold 2 packet workspaces as normal - the one being drawn and the one being 
prepared. Not sure about the last +2. 


Oh, and the library reference says the unit is 'long', so no idea why floats 
would come into it. 


Alex 


"Max" <mad.max@which.net> wrote in message 

news: 9i7kt j$dor5@www.netyaroze-europe.com... 

> Hmm.. 

> 

> Its really the +1s and +1+1s and *6+4 etc that I don't understand besides 
> this usually turns up a float value which is wierd considering the Yaroze 
is 
> a 32 bit integer machine and the value you get from this formula is always 
> FAR bigger that you actually need. 


> 

> I don't think I'll ever figure this out : ( 

> 

> Max 

> 

> Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 

> news: 91i4sa2Sb933@www.netyaroze-europe.com... 

> > Hi Max, 

>> 

> > According to the Library Reference (page 142): 

>> 

> > size=(((ScreenW/CellW+1) * (ScreenH/CellH+1+1) *6+4) *2+2) 

>> 

> > Hope this helps. 

>> 

> > Alex 

>> 

>> 

>> 

> > "Max" <mad.max@which.net> wrote in message 

> > news: 914n41Sb931@www.netyaroze-europe.com... 

> > > Hey all, 

>>> 

> > > I've started up again on the 2D tutorial and I'm puzzling over this 

> > > bgWorkArea size. Basically I have played around with it quite a bit. I 
> > have 

> > > 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) and 
> my 

> > > bgWorkArea is (20*16)*12 = 3840, now I get the 20*16 bit - the number 
of 

> > > tiles on the screen but 12 is just an arbitiary number I put in but it 
> > won't 

> > > work with anything less. I have also tried SCREEN_WIDTH (320) * 

> > > SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but 
> this 

> > > number far outweighs what I actually need as a bare minimum... because 
> it 

> > > works with 3840. 

>>> 

> > > Can anyone tell me what the bgWorkArea size is actually mean to be? - 
> > > please? 

>>> 

>> > Max 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06686 


—-MESSAGE FILE 7960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006687 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 

Date: Sat, 7 Jul 2001 23:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 143 

Message-ID: <9i8lvqSdor8@www.netyaroze-europe. com> 

References: <9i4n41Sb931@www.netyaroze-europe.com> <9i4sa2S$b933@www.netyaroze-europe 
.com> <9i7ktj$dor5@www.netyaroze-europe.com> <9i810eSdor6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-147-88 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Were we reading eachother's minds? 
Alex 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 91810eSdor6@www.netyaroze-europe.com... 


> Im not quite sure what your after Max.. 

> 

> The bg Work area is an area of memory you allocate which the Libraries 
need 

> to use when displaying the tiled background. 

> The formulae doesnt relate to number of pixels on the screen just like the 
> size of a GsSPRITE doesnt relate to the number of pixels. 

> Its merely how much space is required by the libraries to process and 

> display your tileset. 

> 

> Also I cant see how the formulae can return a float. 

> 

> What your really after is an explanation of exactly what the libraries do 
in 

> order to display a tileset and therefore why they need to use exactly that 
> amount of space to do thier thing. 

> 


> Id be very interested to fnd out the exact details myslef but looking at 
the 


> formulae you could make a fairly reasonable stab at some of it: 

> 

> 

> My Rough guess work says the formulae is 

> 

> (ScreenW/CellW+1) = maximum number of tiles which can appear on screen in 
> the x direction 

> 

> (ScreenH/CellH+1+1) = maximum number of tiles which can appear on screen 
in 


> the y direction + 1. I still have no idea why you need to add another one 
> here. 

> 

> Multipy the two together to gives total number of tiles we need to be 
store 

> information about. 

> 

> Multipy the result by 6 = For each tile the Library functions need this 
much 

> work space to do its thing. I Guess this would be stuff like GsCell info + 
> phsical screen position. 

> 

> Then add an additional 4 u_longs = I guess these are required to store 

> additional information about the whole displayable tileset ( at a guess 
this 

> might be to hold something like the x/y offset within the top/left tile 

> corresponding to pixel 0,0) 
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Muliply the result by 2 = <shrug> A long shot but maybe just like the 
gpu_buffer we require 2 buffers. 


Finally add another 2 u_longs = Dunno.. Guess the tileset needs some more 
global information. Perhaps an offset where the second buffer exists 
within 

> the workspace and which buffer we are currently working on ? 

> 


V V V V V V 


> 

> Then again I could be way off and totally wrong.. In which case can 
someone 

> give the real reason for the formulae ? It would be intersting to know how 


the formulae came to be. 


Cheers 
John ( QuietBloke ) 
With more insane ramblings 


"Max" <mad.max@which.net> wrote in message 
news:9i7ktj$dor5@www.netyaroze-europe.com... 

> Hmm.. 

> 

> Its really the +ls and +l+ls and *6+4 etc that I don't understand 
besides 

> > this usually turns up a float value which is wierd considering the 
Yaroze 

> is 

> > a 32 bit integer machine and the value you get from this formula is 
always 

> FAR bigger that you actually need. 

> 


I don't think I'll ever figure this out :( 

Max 

Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 914sa2S$b933@www.netyaroze-europe.com... 

> Hi Max, 

According to the Library Reference (page 142): 
size=(((ScreenW/CellW+1) * (ScreenH/Cel1lH+1+1) *6+4) *2+2) 
Hope this helps. 


Alex 


"Max" <mad.max@which.net> wrote in message 
news: 914n41S$b931@www.netyaroze-europe.com... 
> Hey all, 


VVVVVVVVVVVV VV VV VV VV VV VV 


VVVVVVVVVVVVV VV VV 


> 
> I've started up again on the 2D tutorial and I'm puzzling over this 
> bgWorkArea size. Basically I have played around with it quite a bit. 


v 


have 
> 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) 


VYUVVHVVVVVV VV VV VV VV VV VV VV VV VV VV 
v 


5 
vO v v 


my 

> > > > boWorkArea is (20*16)*12 = 3840, now I get the 20*16 bit - the 
number 

> of 

> > > > tiles on the screen but 12 is just an arbitiary number I put in but 
Է 


1 

> > > won't 

> > > > work with anything less. I have also tried SCREEN_WIDTH (320) * 

> > > > SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but 
> > this 

> > > > number far outweighs what I actually need as a bare minimum... 

b 


ecause 
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>> it 
>>>> 
>>>> 
>>>> 
be? - 
>>>> 
>>>> 
>>>> 
>>>> 
SS SS 
>>> 
>>> 
>> 

>> 

> 

> 


works with 3840. 
Can anyone tell me what the bgWorkArea size is actually mean to 
please? 


Max 


—-MESSAGE FILE 7960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06687 


—-MESSAGE FILE 7961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006688 


Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 

Date: Sat, 07 Jul 2001 23:42:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 104 

Message-ID: <3B479068.6A486C97@darkhex.com> 

References: <9i4n41Sb931@www.netyaroze-europe.com> <9i4sa2S$b933@www.netyaroze-europe 
.com> <9i7kt j$dor5@www.netyaroze-europe.com> <9i81j1Sdor7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-—4.curufinwe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


That could be a reasonable assumption, let me make another. 


Maybe with the scrolling, +1 (x and Y) are some sort of caching to load the 


next til 


le quicker? Think about it, caching the next tiles used would be quicker 


than cal 


lculating them as they appear on the actual screen. 


Also, with the other calculations, remember that the full library set uses lots 
more additional effects that the Yaroze libs don't, I assume they merely 
disabled these functions than strip them from the code (hence the formula would 
be the same, just those extra bits not used). 


It's late and I've never used the Yaroze BG libs (I write my own), so I'm not 


sure - just throwing around some idea's :-) 
Marc. 
> Hi Max, 
> 
> I tried to work this out before and some of it makes sense... sort of... 
> 
> If the bg is scrolled to the left a few pixels, an extra tile becomes 
> visible on the right hand side of the screen making a total of 21 titles 
> across, hence the first +1 in the formula. The same applies to the y-axis 
> which explains the second +1. 
> 
> I'm not sure about the third +1, but it seems to suggest an extra word is 
> needed per row of tiles. Can't imagine why - flags maybe? I first thought 
> this might be a typo and left it out without any obvious problems, until I 
> tried a high-res interlaced mode and the bottom 2 rows of tiles were getting 
> messed up. I put the +1 back in and it all worked fine. 
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I'm guessing that the GPU primitive for a 16x16 tile is 6 words in length 
and hence the *6. I'm not sure about the +4. Flags again, maybe? 


I think the *2 is needed for double buffering. The bgWorkArea will need to 
hold 2 packet workspaces as normal - the one being drawn and the one being 
prepared. Not sure about the last +2. 


Oh, and the library reference says the unit is 'long', so no idea why floats 
would come into it. 


Alex 


"Max" <mad.max@which.net> wrote in message 

news: 9i7kt j$dor5@www.netyaroze-europe.com... 

> Hmm.. 

> 

> Its really the +1s and +1+1s and *6+4 etc that I don't understand besides 
> this usually turns up a float value which is wierd considering the Yaroze 
is 
> a 32 bit integer machine and the value you get from this formula is always 
> FAR bigger that you actually need. 


I don't think I'll ever figure this out : ( 

Max 

Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 914sa2Sb933@www.netyaroze-europe.com... 

Hi Max, 

According to the Library Reference (page 142): 
size=(((ScreenW/CellW+1) * (ScreenH/Cel1lH+1+1) *6+4) *2+2) 
Hope this helps. 


Alex 


"Max" <mad.max@which.net> wrote in message 

news: 914n41Sb931@www.netyaroze-europe.com... 

> Hey all, 

> 

> I've started up again on the 2D tutorial and I'm puzzling over this 

> bgWorkArea size. Basically I have played around with it quite a bit. I 


BVVVVVVVVVVVVVVVVVV VV 


have 
> 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) and 
y 

> > boWorkArea is (20*16)*12 = 3840, now I get the 20*16 bit - the number 
f 
> > tiles on the screen but 12 is just an arbitiary number I put in but it 
> won't 
> > work with anything less. I have also tried SCREEN_WIDTH (320) * 
> > SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but 
this 
> > number far outweighs what I actually need as a bare minimum... because 
it 
> > works with 3840. 
>> 
> > Can anyone tell me what the bgWorkArea size is actually mean to be? - 
> > please? 
>> 
> > Max 
>> 
>> 
> 
> 


VVVVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 


VVVVVVVVVVVVVVV VV VV OVV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 7961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 5192 


06688 


—-MESSAGE FILE 7962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006689 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 

Date: Sat, 07 Jul 2001 23:44:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <3B4790E7.60D941EF@darkhex.com> 

References: <9i5jqeSb936@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-—4.curufinwe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 


I would certainly like to know when you do! 


I'll check out your current progress and put another message here with what I 
think of it :-) 


I've been impressed with your previous work, so I'm looking forward to this 
one... 


Marc. 


Question. 

Does anyone mind/care if I keep saying when I have a new progress demo ? 
I figured as we still cant register site updates I should mention it 
somewhere. 

( It does get mentioned in my external website www.quietbloke.com but I 
doubt many of you visit it ) 


Anyway.. I just uploaded the latest progress build. 


It shows the rough ( very rough) screen for the first game ( 1 player ). You 
have four plots of fruit/veg which you have to protect from the bugs ( err 
bug at the moment ). 


I fixed the title screens to show the new Yarozescene logo and you can now 
press start to skip the intro's. 


It also has a test sample of some burst effects which I plan to use when you 
hit bonus items etc 
Splat a bug and you get a 2 node burst.. press the triangle to get an 
alternative burst... it all sounds a bit weird but if anyone is bored maybe 
you wanna see it and tell me what you think. 

I made the bursts code kind of generic where each node can spawn another at 
a set time and a set angle offset. Keep pressing triangle to get lots of 
bursts going on.. I currently have the max set to 50 I think.. it all gets a 
bit busy onscreen but the frameowrk seems to plod along quite happily at the 
moment. 


eekk.. it must be late.. Im not even making sense to myself. I shall stop 
here before you all fall asleep. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Ahh well.. happy coding all. 


—-MESSAGE FILE 7962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06689 


—-MESSAGE FILE 7963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006690 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 
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Date: Sat, 7 Jul 2001 23:53:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <9i83u4Sdor9@www.netyaroze-europe. com> 

References: <9i5jqe$b936@www.netyaroze-europe.com> <3B4790E7.60D941EF@darkhex.com> 
NNTP-Posting-Host: warp10-192.enta-net.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Cheers Mark 


Ive just updated the website with screenshots too for anyone who would just 
rather take a peek without having to keep 
downloading the latest code to see what Im talking about. 


Its still just demo/test code but it gives a better idea of how I think ( 
currently ) the game will look/play but any comments and 
suggestions would be most welcomed. 


<Marc@darkhex.com> wrote in message news:3B4790E7.60D941EF@darkhex.com... 
> I would certainly like to know when you do! 

> 

> I'll check out your current progress and put another message here with 
what I 

> think of it :-) 

> 

> I've been impressed with your previous work, so I'm looking forward to 
this 

> one... 


Marc. 


Question. 

Does anyone mind/care if I keep saying when I have a new progress demo ? 
I figured as we still cant register site updates I should mention it 
somewhere. 

( It does get mentioned in my external website www.quietbloke.com but I 
doubt many of you visit it ) 


Anyway.. I just uploaded the latest progress build. 


It shows the rough ( very rough) screen for the first game ( 1 player ). 


O 


have four plots of fruit/veg which you have to protect from the bugs ( 


H 
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bug at the moment ). 


I fixed the title screens to show the new Yarozescene logo and you can 


օ 


press start to skip the intro's. 


It also has a test sample of some burst effects which I plan to use when 


O 


hit bonus items etc 
Splat a bug and you get a 2 node burst.. press the triangle to get an 
alternative burst... it all sounds a bit weird but if anyone is bored 

be 
you wanna see it and tell me what you think. 
I made the bursts code kind of generic where each node can spawn another 


B V V NIK VVVBVVVOVKVVV VV VV VV VV VV 


w 
V V< V V V G V V V z, 


> 
> 
at 
> 


> a set time and a set angle offset. Keep pressing triangle to get lots of 
> > bursts going on.. I currently have the max set to 50 I think.. it all 
gets a 
> > bit busy onscreen but the frameowrk seems to plod along quite happily at 
the 

> > moment. 


>> 

> > eekk.. it must be late.. Im not even making sense to myself. I shall 
stop 

> > here before you all fall asleep. 


> > 
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> > Ahh well.. happy coding all. 
> 


—-MESSAGE FILE 7963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06690 


-—-MESSAGE FILE 7964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006691 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 

Date: Sat, 7 Jul 2001 21:10:31 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9i8cO0OhSdorl0@www.netyaroze-europe.com> 
References: <9i5jqeSb936@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC957DCC.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


i checked out some of the screens for bugsplat you posted so far on your 


website. looks like its coming along really nicely. i plan to download it 
ASAP and have a go at it. it would make a really nice OPSM coverdisk game i 
think because the basic idea of the game allows for a lot of re-playability. 


i'll keep checking back for updates to your site (www.quietbloke.com) 
keep it up, 


—Omar 


--MESSAGE FILE 7964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06691 


--MESSAGE FILE 7965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006692 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Have I mentioned this before... bgWorkArea? 

Date: Sun, 8 Jul 2001 16:44:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 122 

Message-ID: <9i9vdnSg5pl@www.netyaroze-europe. com> 

References: <9i4n41Sb931@www.netyaroze-europe.com> <9i4sa2Sb933@www.netyaroze-europe 
.com> <9i7kt j$dor5@www.netyaroze-europe.com> <9i81j1Sdor7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-222.ekto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yeah, the floating point thing was crap.. guess I should check my facts 
before I babble cack :) I just remember one time I managed to get a float 
from it - just an error in calculation I guess. 


For now I have left out any complex explanations and just left it kind of 
open in my explanation of it in the tutorial. I have uploaded it to my 
yaroze web space for download if anyone is interested. Have a look and see 
if you can find anything wrong with it... the new stuff is the BG stuff. It 
comes in .zip and .rar flavours at http://www.netyaroze-europe.com/~leonl7 


Pretty much everthing that was said could make sense - the caching is a good 
one makes sense when you think about it - but thanks guys. 


I wonder if George Bain knows??? 
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Max 
Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 


news: 9181j1Sdor7@www.netyaroze-europe.com... 
> Hi Max, 


> 

> I tried to work this out before and some of it makes sense... sort of... 
> 

> If the bg is scrolled to the left a few pixels, an extra tile becomes 

> visible on the right hand side of the screen making a total of 21 titles 
> across, hence the first +1 in the formula. The same applies to the y-axis 
> which explains the second +1. 

> 

> I'm not sure about the third +1, but it seems to suggest an extra word is 
> needed per row of tiles. Can't imagine why - flags maybe? I first 
thought 


> this might be a typo and left it out without any obvious problems, until I 
> tried a high-res interlaced mode and the bottom 2 rows of tiles were 
getting 

messed up. I put the +1 back in and it all worked fine. 


v 


I'm guessing that the GPU primitive for a 16x16 tile is 6 words in length 
and hence the *6. I'm not sure about the +4. Flags again, maybe? 


I think the *2 is needed for double buffering. The bgWorkArea will need 
° 


hold 2 packet workspaces as normal - the one being drawn and the one being 
prepared. Not sure about the last +2. 


Oh, and the library reference says the unit is 'long', so no idea why 
loats 
would come into it. 


Alex 


"Max" <mad.max@which.net> wrote in message 

news: 9i7kt j$dor5@www.netyaroze-europe.com... 

> Hmm.. 

> 

> Its really the +1s and +1+1s and *6+4 etc that I don't understand 
besides 

> > this usually turns up a float value which is wierd considering the 
Yaroze 

> is 

> > a 32 bit integer machine and the value you get from this formula is 
always 

> FAR bigger that you actually need. 

> 


VVVVVVVVV VV V VV FEV VV V V 


I don't think I'll ever figure this out : ( 

Max 

Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 914sa2S$b933@www.netyaroze-europe.com... 

> Hi Max, 

According to the Library Reference (page 142): 
size=(((ScreenW/CellW+1) * (ScreenH/Cel1lH+1+1) *6+4) *2+2) 
Hope this helps. 


Alex 


"Max" <mad.max@which.net> wrote in message 
news: 914n41Sb931@www.netyaroze-europe.com... 
> Hey all, 


VVVVVVVVVVVVVV VV VV VV VV VV VV 
VVVVVVVVVVVVVVVV VV VV VV VV 


VVVVVVVVVVVVVVV VV 


> 
> I've started up again on the 2D tutorial and I'm puzzling over this 
> bgWorkArea size. Basically I have played around with it quite a bit. 
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> > have 

> > > 320 [16x16] tiles on the screen (20 tiles width x 16 tiles height) 
nd 

> my 

> > > > bgWorkArea is (20*16)*12 = 3840, now I get the 20*16 bit - the 
number 


> of 

> > > > tiles on the screen but 12 is just an arbitiary number I put in but 
it 

> > > won't 

> > > > work with anything less. I have also tried SCREEN_WIDTH (320) * 
> > > > SCREEN_HEIGHT (256) = 81920 (the number of pixels on the screen) but 
> > this 

> > > > number far outweighs what I actually need as a bare minimum... 
because 

> > it 

> > > > works with 3840. 

> > > > 

> > > > Can anyone tell me what the bgWorkArea size is actually mean to 
be? - 

> > > > please? 

> > > > 

> > > > Max 

> > > > 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 


—-MESSAGE FILE 7965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06692 


—-MESSAGE FILE 7966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006693 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 

Date: Sun, 08 Jul 2001 19:08:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3B48A18B.A375AF5E@darkhex.com> 

References: <9i5jqeSb936@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-179.jewel-puffer.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept-Language: en-GB,en 


Yep, it's coming along very well - I like the effects too, they do tend to get a 
bit in the way of the action if there's loads though, so you might want to use 
smaller versions for the bug kills and save the bigger ones for the bonus items. 


Nice one! 


Marc. 


—-MESSAGE FILE 7966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06693 


—-MESSAGE FILE 7967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006694 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 

Date: Sun, 8 Jul 2001 19:49:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <9iaal0Sg5p2@www.netyaroze-europe. com> 
References: <9i5jqe$b936@www.netyaroze-europe.com> <3B48A18B.A375AF5E@darkhex.com> 
NNTP-Posting-Host: host213-122-180-253.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


aye.. it is just demo code so I gave each kill a big effect just to see how 
it would look especially when several are on screen at a time. 
I did actually produce several different types of effects. I think in the 


current version pressing triangle still produces a burst effect. if you want 
to see 'in the way effects' try pressing the triangle very quickly while 
running/spinning !. lol.. I tried that just to see how many fx I can handle 


onscreen and the answer is quite a few. 


The fx's may end up only being given for bonuses ( for example : I may give 
a bonus for hitting consecutive bugs in a short timespan. ) 

But I agree they are a little large and in the way. It wouldnt be soo bad of 
this was a shooter game but because of the hammer you end up being right in 
the center of the action. 

I think my next task is now to jiggle around to try and come up with a real 
game. I think currently Im gonna stick with the fruit/veg idea but maybe 
move them all a bit closer to the centre of the screen. 

Then some sort of scoring system is required. Im thinking that each level 
lasts a set length of time. You score points for splats but you get a 
multiplier bonus for spatting them faster. 

At the end of the level you score a bonus for the number of fruit saved. 
Thus the player must choose to try and protect more fruit or to protect a 
few and get more splats. 

Of course I may introduce a minimum splat count you must achieve per level 
to prevent a player from just protecting a single fruit by hanging around 
right next to it. 

it may be a while before I come up with another demo. 


Cheers 
John ( QuietBloke ) 


PS. Hope you all are busy coding away.. Im in need of a demo to try :) 


<Marc@darkhex.com> wrote in message news: 3B48A18B.A375AF5E@darkhex.com... 

> Yep, it's coming along very well - I like the effects too, they do tend to 
get a 

> bit in the way of the action if there's loads though, so you might want to 
use 

> smaller versions for the bug kills and save the bigger ones for the bonus 
items. 

> 

Nice one! 


> 
> 
> 
> Marc. 
> 


—-MESSAGE FILE 7967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06694 


—-MESSAGE FILE 7968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006695 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New old game 

Date: Sun, 8 Jul 2001 23:04:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt Page 5198 


Lines: 16 

Message-ID: <9iallgSg5p3@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0220.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi everyone, 


Due to the brokeness of the home page registerer thing, I'm going to make an 
announcement here, hope that's okay. My latest effort, the first for nearly 
three years, is now on my web page: www.netyaroze-europe.com/~madmonk It's 
really just a Defender port I've been doing for fun and to remember how to 
do Yaroze type stuff. 


It seems to work fine, though I've done all the testing myself up to this 
point. Any comments and suggestions would be greatfully received! 


Cheers 


Ben 


—-MESSAGE FILE 7968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06695 


—-MESSAGE FILE 7969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006696 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: EMU Dev Help 

Date: Mon, 9 Jul 2001 11:14:33 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9iapféSg5p4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hey Guys, 


well im gonna be putting together some little bits, just for fun and to get 
he hang of things again. I wondered what the possibility of using an 
emulator to test my source code is like? Ive got everything set up on my 
laptop, but having to carry the yaroze around to test is a bit of a pain, so 
has anyone successfully used an emulator to do development on? Also does 
anyone have a nice GUI dev program they use? something like yaroze master? 
there was one called psxide but i cant find the newest version, the one i 
have is bugged and not good. 


Any help or information on how to do it would be appreciated. Seeing as im 
only playing with the basics i figure any emulator should handle it fine? 


Thanks 


—-MESSAGE FILE 7969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06696 


-—-MESSAGE FILE 7970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006697 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 
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Date: Mon, 9 Jul 2001 00:36:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <9iaqqsSg5p5@www.netyaroze-europe. com> 
References: <9iallgS$g5p3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-136-26.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi there Ben, 


wowee.. wot fun.. I was just saying I felt in the mood for trying any new 
demo's out and here you come along with a finished product. 


I Havent played it for very long but what Ive seen has been damm good fun.. 
of course Im absolutely uselass at it but then again I was useless on the 
original too :) 


I like the fact you show your source code.. Im gonna have to take a good 
look and see how its supposed to be done. 
Wish I could write stuff like this. 


If anyone out there hasnt yet downloaded this game.. do it !.. what a corker 


John ( Quietbloke ) 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9Yiallg$g5p3@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> Due to the brokeness of the home page registerer thing, I'm going to make 
an 

> announcement here, hope that's okay. My latest effort, the first for 
nearly 

three years, is now on my web page: www.netyaroze-europe.com/~madmonk It's 


v 


> really just a Defender port I've been doing for fun and to remember how to 
> do Yaroze type stuff. 

> 

> It seems to work fine, though I've done all the testing myself up to this 
> point. Any comments and suggestions would be greatfully received! 

> 

> Cheers 

> 

> Ben 

> 

> 


5199 


—-MESSAGE FILE 7970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06697 


—-MESSAGE FILE 7971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006698 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EMU Dev Help 

Date: Sun, 8 Jul 2001 22:13:50 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9ib433Sg5p6@www.netyaroze-europe. com> 
References: <9iapf6Sg5p4@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC9F87F6.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hello, 
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i don't use emulators myself (i prefer the good 'ol psx), but if you go to 
www. yarozescene.co.uk, there is a section that Matt Մ & the gang put up on 
using emulators. also, the message boards there have a good deal of 
discussion about this topic which should answer your questions. 


good luck, 


—Omar 


--MESSAGE FILE 7971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06698 


--MESSAGE FILE 7972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006699 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: EMU Dev Help 

Date: Mon, 9 Jul 2001 16:21:27 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9ibbdfSg5p7@www.netyaroze-europe. com> 

References: <9iapf6S$g5p4@www.netyaroze-europe.com> <9ib433Sg5p6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


HI, 
yeah ive checked out there information, but its not too detailed. 


Basically i need to know whats happens when 


i compiled the code and when i would normally upload to the yaroze using 
Sicons, i insted somehow use an emulator? im not even sure if its possible 
with my crapy computer, i have a toshiba celeron 466 laptop, which of course 
doesnt have a 3d card as such. 


So if anyone has some basic steps to follow id love to read them 


"Omar" <OMetwally7@aol.com> wrote in message 

news: 9ib433Sg5p6@www.netyaroze-europe.com... 

> hello, 

> 

> i don't use emulators myself (i prefer the good 'ol psx), but if you go to 
> www.yarozescene.co.uk, there is a section that Matt V & the gang put up 
on 

> using emulators. also, the message boards there have a good deal of 
discussion about this topic which should answer your questions. 


good luck, 


—Omar 


VV VV V V V 


--MESSAGE FILE 7972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06699 


--MESSAGE FILE 7973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006700 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 
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Date: Mon, 9 Jul 2001 12:43:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <9ic5kiSj8pl@www.netyaroze-europe. com> 
References: <9iallgS$g5p3@www.netyaroze-europe.com> <9iaqqsS$g5p5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0231.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks John, I'm glad you like it. Feel free to use the source for any way 
you see fit - sorry for the lack of comments in it. If you've got any 
questions, give us a shout and I'll try and explain. I'm fairly pleased with 
the code structure. There's only a few ugly lines of code there which 
appeared near the end. 


I got a bit impatient so there's a few things missing - the 'bombers' don't 
actually drop bombs, the landers don't take pot shots at you and there's no 
hi-score table. The game's hard enough to play as it is. Maybe I'll doa 
"Stargate' port :) 


Ben 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: JiaqqsS$g5p5@www.netyaroze-europe.com... 
> Hi there Ben, 


wowee.. wot fun.. I was just saying I felt in the mood for trying any new 
demo's out and here you come along with a finished product. 


I Havent played it for very long but what Ive seen has been damm good 
un.. 
of course Im absolutely uselass at it but then again I was useless on the 
original too :) 


I like the fact you show your source code.. Im gonna have to take a good 
look and see how its supposed to be done. 
Wish I could write stuff like this. 


If anyone out there hasnt yet downloaded this game.. do it !.. what a 
orker 


John ( Quietbloke ) 


"Ben James" <hungryghost@clara.co.uk> wrote in message 
news:9iallg$g5p3@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> Due to the brokeness of the home page registerer thing, I'm going to 
make 

> an 

> > announcement here, hope that's okay. My latest effort, the first for 
> nearly 

> > three years, is now on my web page: www.netyaroze-europe.com/~madmonk 
TEES 

> > really just a Defender port I've been doing for fun and to remember how 
to 

> > do Yaroze type stuff. 

>> 

> > It seems to work fine, though I've done all the testing myself up to 
this 

> point. Any comments and suggestions would be greatfully received! 

> 


VVVVVVVVVAVVVVV VV VV VV V V 


Cheers 


> 
> 
> Ben 
> 
> 


VVVVVVVV 
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> 


—-MESSAGE FILE 7973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06700 


-—-MESSAGE FILE 7974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006701 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 

Date: Mon, 9 Jul 2001 20:44:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9id2b4Sk9vl@www.netyaroze-europe.com> 
References: <9i5jqeSb936@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-194-195.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Love the new effects, very cool. 


The gameplay dynamic seems solid too, reminds me of missile command: 
defending stuff. You start out trying to save all the veggies and end up 
with just one you're managing to hold on to. 


I do find the man hard to control, might a directional control rather than a 
rotation one work better? You would still have to line up the hammer, and 
it might allow faster and more furious gameplay, you might introduce some 
inertia to make it a little harder to line stuff up and to make inputs seem 
a bit smoother? Just suggestions I reckon it's coming along brilliantly :) 


Mattv 


—-MESSAGE FILE 7974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06701 


-—-MESSAGE FILE 7975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006702 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Mon, 9 Jul 2001 21:14:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9id3esSk9v2@www.netyaroze-europe. com> 
References: <9iallgS$g5p3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-11-245.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ben: thank you! 


It's absolutely ace. You had me from the moment the aphex On sample kicked 
in, i.e. right away. I love it, particularily the solid soundeffects and the 
screenwide explosions and the classic gameplay of course. 


I'll stick it up on yarozescene (thanks for the mention) as soon as I stop 
playing it. 


Hiscore competition anyone? I'm going to have a few more goes before I post 
my best (I've always been lame at defender tho). 


Matt 
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I liked it soooo much I delved into the source code. Can I suggest you 
replace the command (line 439): 


"GsInitGraph (320, 240, GsINTER|GsOFSGPU, Oz- 0) y" 
with: 
"GsInitGraph (320, 240, GsNONINTER|GsOFSGPU, Or OyT 


because your interlacing your screen (makes it flicker slightly) which is 
not needed cos your screen height is only 240. 


Another suggestion, could you make R2 the same function as X (thrust ship) 
cos my thumb keeps slipping off X when I try and press the 
fire/hyperspace/smartbomb buttons. 


--MESSAGE FILE 7975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06702 


--MESSAGE FILE 7976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006703 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 

Date: Tue, 10 Jul 2001 12:41:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9iepm4Slgcl@www.netyaroze-europe. com> 
References: <9i5jqeSb936@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-159-57.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


It's a good start to a game that. Are you going to have it so that if you 
let the bugs get closer to you than hammer range they attack you? 


Jon 


—-MESSAGE FILE 7976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06703 


—-MESSAGE FILE 7977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006704 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Tue, 10 Jul 2001 20:59:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9ifn27Smcd1@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0230.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Cheers Matt, thanks for the suggestions. 


The interlace thing has had me swearing at my TV for ages, little did I know 
it was me all along... I'd just assumed that's the way is was. But when you 
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assume, you make an ass out օք u and me :) 


I've put in the shoulder button thing too, excellent suggestion. Originally 
left and right on the d-pad controlled the ship but that didn't really work. 
L1/L2 now turn/move the ship left and R1/R2 for right (does anyone ever go 
left???). I've managed to score 99950 so far - almost burst something when I 
realised how close to 100,000! 


Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9id3es$k9v2@www.netyaroze-europe.com... 

> Ben: thank you! 

> 

> It's absolutely ace. You had me from the moment the aphex On sample kicked 
> in, i.e. right away. I love it, particularily the solid soundeffects and 
the 
screenwide explosions and the classic gameplay of course. 


I'll stick it up on yarozescene (thanks for the mention) as soon as I stop 
playing it. 


Hiscore competition anyone? I'm going to have a few more goes before I 
եր best (I've always been lame at defender tho). 
Matt 
I liked it soooo much I delved into the source code. Can I suggest you 
replace the command (line 439): 
"GsInitGraph (320, 240, GsINTER|GsOFSGPU, 0, 0);" 
with: 
"GsInitGraph (320, 240, GsNONINTER|GsOFSGPU, 0, 0);" 


because your interlacing your screen (makes it flicker slightly) which is 
not needed cos your screen height is only 240. 


Another suggestion, could you make R2 the same function as X (thrust ship) 
cos my thumb keeps slipping off X when I try and press the 
fire/hyperspace/smartbomb buttons. 


VVVVVVVVVVVVVV VV VV VV VV VID VV VV VV 


-—-MESSAGE FILE 7977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06704 


-—-MESSAGE FILE 7978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006705 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Tue, 10 Jul 2001 22:21:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <9ifumlSmcd2@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-155-252.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Thanks for the changes, managed to get it up past 700,000 but i've given 
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myself hand ache so i'm taking a rest for tonight. Why does the hiscore 
thing start at 500,000 tho? And should it get reset after every game? 


Matt 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9ifn27Smcd1l@www.netyaroze-europe.com... 

> Cheers Matt, thanks for the suggestions. 

> 

> The interlace thing has had me swearing at my TV for ages, little did I 
know 


> it was me all along... I'd just assumed that's the way is was. But when 
you 

> assume, you make an ass out օք u and me :) 

> 


> I've put in the shoulder button thing too, excellent suggestion. 
Originally 

> left and right on the d-pad controlled the ship but that didn't really 
work. 

L1/L2 now turn/move the ship left and R1/R2 for right (does anyone ever go 
left???). I've managed to score 99950 so far - almost burst something when 


realised how close to 100,000! 


Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9id3es$k9v2@www.netyaroze-europe.com... 

> Ben: thank you! 

> 

> It's absolutely ace. You had me from the moment the aphex On sample 
icked 

> in, i.e. right away. I love it, particularily the solid soundeffects and 
the 
> screenwide explosions and the classic gameplay of course. 

> 

> I'll stick it up on yarozescene (thanks for the mention) as soon as I 
top 

playing it. 


Hiscore competition anyone? I'm going to have a few more goes before I 
ost 
my best (I've always been lame at defender tho). 


Matt 


> 
> 
> 
p 
> 
> 
> 
> 
> 
> I liked it soooo much I delved into the source code. Can I suggest you 
> replace the command (line 439): 

> 

> "GsInitGraph(320, 240, GsINTER|GsOFSGPU, 0, 0)չ" 

> 

> with: 

> 

> "GsInitGraph(320, 240, GsNONINTER|GsOFSGPU, 0, 0)չ" 

> 

> 


because your interlacing your screen (makes it flicker slightly) which 


s 

> not needed cos your screen height is only 240. 

> 

> 

> Another suggestion, could you make R2 the same function as X (thrust 
hip) 

> cos my thumb keeps slipping off X when I try and press the 

> fire/hyperspace/smartbomb buttons. 

> 

> 


VY YNNN NVON NNN yN EVV VV N VU N, NN, NP, N, N, N N NV N N A, ND V V N VV RV V NV NV VV NP, NP N V HVV 


—-MESSAGE FILE 7978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06705 


—-MESSAGE FILE 7979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006706 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Tue, 10 Jul 2001 23:45:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <9ig0jfSmcd3@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe.com> <9ifumlSmcd2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-66-75.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


LOL 


I must be getting old.. Ive managed a measly 20,000, my fingers ache and I 
feel frustrated... boy it takes me back ! 


as for the flickering to save making an ass of yourself you could have lied 
through your teeth and said 
you did that deliberatly to make it look authentic <grin> 


gotta say again.. damm fine game 

and the source code looks as good as the game to me ( had a quick read 
through it during my lunch break... how sad is that !.. no... dont answer 
that one LOL ) . My C is pretty rusty ( I dont get a chance to use it much 
these days ) 

so its good to see how it should be done. 


I presume I read it right with the MakeTrans function where you take the 
original TIM and set the STP by grabing each row into main memory and 
putting it back. Never occured to me to do that on the fly. Question is 
though.. arnt those functions non-blocking ? If thats the case ( I gotta 
look back to my manuals here ) dont you have to do a DrawSync after x number 
of calls ? or did you just not bother because you knew you wouldnt reach the 
maximum ? or ( this is most likely the case ) I am totally wrong here about 
the MakeTrans function itself and the store/load functions. 


Gee.. I hope I havent made myself sound real dense here.. ahh.. what the 
hell.. it is a freetalk and you gotta learn these things somehow. 
Cheers 


John ( QuietBloke ) 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ifuml$mcd2@www.netyaroze-europe.com... 
> Thanks for the changes, managed to get it up past 700,000 but i've given 


> I've put in the shoulder button thing too, excellent suggestion. 
Originally 
> left and right on the d-pad controlled the ship but that didn't really 


> myself hand ache so i'm taking a rest for tonight. Why does the hiscore 

> thing start at 500,000 tho? And should it get reset after every game? 

> 

> Matt 

> 

> Ben James <hungryghost@clara.co.uk> wrote in message 

> news: 9ifn27Smcdl@www.netyaroze-europe.com... 

> > Cheers Matt, thanks for the suggestions. 

>> 

> > The interlace thing has had me swearing at my TV for ages, little did I 
> know 

> > it was me all along... I'd just assumed that's the way is was. But when 
> you 

> > assume, you make an ass out of u and me :) 

>> 

> 

> 

> 
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> work. 

> > L1/L2 now turn/move the ship left and R1/R2 for right (does anyone ever 
go 

> > left???). I've managed to score 99950 so far - almost burst something 
when 


realised how close to 100,000! 


Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9id3es$k9v2@www.netyaroze-europe.com... 
> Ben: thank you! 


> cos my thumb keeps slipping off X when I try and press the 
> fire/hyperspace/smartbomb buttons. 

> 

> 


> I 

>> 

>> 

>> 

>> 

>> 

>> 

>> 

>> 

>>> 

> > > It's absolutely ace. You had me from the moment the aphex On sample 
> kicked 

> > > in, i.e. right away. I love it, particularily the solid soundeffects 
and 

> > the 

> > > screenwide explosions and the classic gameplay of course. 

>>> 

> > > I'll stick it up on yarozescene (thanks for the mention) as soon as I 
> stop 

> > > playing it. 

>>> 

> > > Hiscore competition anyone? I'm going to have a few more goes before I 
> > post 

> > > my best (I've always been lame at defender tho). 

>>> 

> > > Matt 

>> > --- 

>>> 

> > > I liked it soooo much I delved into the source code. Can I suggest you 
> > > replace the command (line 439): 

>>> 

> > > "GsInitGraph(320, 240, GsINTER|GsOFSGPU, 0, 0);" 

>>> 

> > > with: 

>>> 

> > > "GsInitGraph(320, 240, GsNONINTER|GsOFSGPU, 0, 0);" 

>>> 

> > > because your interlacing your screen (makes it flicker slightly) which 
> is 

> > > not needed cos your screen height is only 240. 

>>> 

>>> 

> > > Another suggestion, could you make R2 the same function as X (thrust 
> ship) 

>> 

>> 

>> 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06706 


—-MESSAGE FILE 7980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006707 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Jampack 2001 

Date: Tue, 10 Jul 2001 23:47:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ig01jSmcd4@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-122-201-28.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I don't suppose anyone at SONY knows what demos are on the PS2 Jampack 2001 
disc? I'ts in the post (along with my GT3 <grin>) and I'd quite like to 
know whether it's just the MGS2 and GT3 demo or something I don't already 
have? 


—-MESSAGE FILE 7980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06707 


—-MESSAGE FILE 7981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006708 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: New old game 

Date: Wed, 11 Jul 2001 00:06:33 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 
Message-ID: <9igluhSmcd5@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-80-146-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi Ben 


Superb game, Ben! I used to spend ages playing a Defender clone on my Acorn 
Electron and this is a top-notch version. 


The only slight problem is that it's perhaps not hard enough! 


You're awarded an extra life every 10,000 points, and on the later levels 
where there are loads of aliens to shoot it's easy to rack up the points and 
amass lots of lives and bombs. I got to about wave 24 and scored 953900 
points. I might have gone on longer, but like Matt, was getting hand ache 
=) 


I think it would benefit from a bit of toughening up: award an extra life 
per 100,000 points; add the missing bits (shooting landers etc); make the 
swarmers disperse more quickly (it's too easy to destroy them as they leave 
the pod); have more landers make abduction attempts. 


Possible bug: if the player's ship is destroyed while carrying a hostage, 
the hostage will fall from the height at which he was caught by the ship 
rather than the height of the ship when it was destroyed. 


cheers 
Derek 


—-MESSAGE FILE 7981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06708 


—-MESSAGE FILE 7982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006709 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Another update 
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Date: Wed, 11 Jul 2001 00:10:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <9ig222Smcd6@www.netyaroze-europe. com> 
References: <9i5jqeSb936@www.netyaroze-europe.com> <9iepm4$lgcl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-66-75.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


lol.. never thought of that.. the bugs are ( like in real life ) supposed to 
be harmless little ( maybe not soo little in this case ) critters who wanna 
eat your prize veg but now you mention it.. maybe they wont actually kill 
you or anything but they could nip you and make you jump away a bit... might 
just be enough to make you miss that other bug you were about to splat ! 


and Matt.. yeap.. It is basically a variation on the missle command game. 
Glad you like the effects.. I got the idea from RobotRon when the enemy 
expand and fade when killed. Its basically a few sprites which I draw 
spinning, expanding and fading. 

I have tomatoes and apples ( in case you were wondering what those blobs 
actualy were ) because i thought maybe a two player game could be player one 
is tomatoes and player 2 is apples. You then both protect your own fruit but 
also try to splat more than your opponenet. If each level has a minimum 
splats required to complete the level then you can try to prevent the 
opponent from getting the required number of splats. Each players game ends 
when he/she has no more of thier fruit/veg left or the required splats for 
the level was not reached. When both players die then score is tallied up to 
find the outright winner. of course you could both decide to co-operate to 
try and get a real big highscore each. 

Of course there could also be a two player Splat Fest... pick the number of 
rounds to play.. each round lasts a minute and you both just splat as much 
as you can. Winner of each round is simply whoever splats the most... 
outright winner is player who one the most rounds. 


Question is.. which one do I implement first ? 


decisions.. decisions.. 
and then there's Defender eating into my spare time !.. how annoying is that 
! LOL 


Finally.. your absolutely right about the controls.. I had that on my list 
of other things to try.. this method lets you acurately run in any 
direction. The other method I guess would be mush faster/easier to control 
but you would end up running just in one of 8 directions ( unless I allow 


use of the control stick ). I'll try the other control method on the next 
demo. 
Phew.. what waffle.. sorry.. its late.. too late to code so I guess your 


stuck with this novel of a message. 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9Jiepm4Slgcl@www.netyaroze-europe.com... 

> It's a good start to a game that. Are you going to have it so that if you 
let the bugs get closer to you than hammer range they attack you? 


> 
> 
> Jon 
> 
> 


-—-MESSAGE FILE 7982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06709 


—-MESSAGE FILE 7983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006710 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Action Replay link under Windows 2000 

Date: Wed, 11 Jul 2001 16:10:02 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9iilkdSnjdl@www.netyaroze-europe.com> 
NNTP-Posting-Host: dialup. 62-172-21-188.tesco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, I am slowly getting my Yaroze development system set-up on my new 
computer. I have recently upgraded to Windows 2000 from Windows NT 4.0 and 
I'm trying to get Nice ARS (by Steve Dunn) to work as my Action Replay link 
/ server but I'm having a bit of trouble. Does anyone still use the AR link 
22 If so, have you got it to work under Windows 2000 ?? My main problem is 
that I either get the log window full of PSX-BOOT messages or I can get it 
to say Ready.... but there's no interaction between the Yaroze and PC. 


Thanks, 


Jim 
Join the search 
http://setiathome.ssl.berkeley.edu/ 


-—-MESSAGE FILE 7983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06710 


—-MESSAGE FILE 7984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006711 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Wed, 11 Jul 2001 18:55:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 122 

Message-ID: <9ii46p$njd2@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe.com> <9ifumlSmcd2@www.netyaroze-europe. com> 
<9ig0jJfSmcd3@www.netyaroze-europe.com> 

NNTP-Posting-Host: du-026-0195.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Hmm, yes I think you're right there. According to the reference book, 
StoreImage and LoadImage are non-blocking and I'm not DrawSync-ing them. 
Strange that that function works at all really! It's not actually used in 
Defender - just part of my 'game shell' to get new projects up an running 
quickly. It was originally for a full-screen 'whoosh' effect which required 
all the STP bits set in the frame buffer. Normally it's best to do all that 
stuff with TimTool. I tend to just fiddle around with code until it works, 
whether it's 'correct' or not is by the by (don't tell my boss!). 


Thanks again for your encouragment, 


Cheers 
Ben 


I presume I read it right with the MakeTrans function where you take the 
original TIM and set the STP by grabing each row into main memory and 
putting it back. Never occured to me to do that on the fly. Question is 
though.. arnt those functions non-blocking ? If thats the case ( I gotta 
look back to my manuals here ) dont you have to do a DrawSync after x 
number 

> of calls ? or did you just not bother because you knew you wouldnt reach 
the 

> maximum ? or ( this is most likely the case ) I am totally wrong here 
about 


VVVVV 
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the MakeTrans function itself and the store/load functions. 


Gee.. I hope I havent made myself sound real dense here.. ahh.. what the 
hell.. it is a freetalk and you gotta learn these things somehow. 
Cheers 


John ( QuietBloke ) 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ifuml$mcd2@www.netyaroze-europe.com... 
> Thanks for the changes, managed to get it up past 700,000 but i've given 


> myself hand ache so i'm taking a rest for tonight. Why does the hiscore 
> thing start at 500,000 tho? And should it get reset after every game? 
> 

> Matt 

> 

> Ben James <hungryghost@clara.co.uk> wrote in message 

> news: 9ifn27Smcd1l@www.netyaroze-europe.com... 

> > Cheers Matt, thanks for the suggestions. 

>> 

> > The interlace thing has had me swearing at my TV for ages, little did 
> know 

> > it was me all along... I'd just assumed that's the way is was. But 

en 

> you 

> > assume, you make an ass out of u and me :) 

>> 

> > I've put in the shoulder button thing too, excellent suggestion. 

> Originally 

> > left and right on the d-pad controlled the ship but that didn't really 
> work. 

> > L1/L2 now turn/move the ship left and R1/R2 for right (does anyone 

er 

go 

> > left???). I've managed to score 99950 so far - almost burst something 
when 

> I 

> > realised how close to 100,000! 

>> 

> > Ben 

>> 

>> 

> > "Matt Verran" <mverran@btinternet.com> wrote in message 

> > news: 9id3esSk9v2@www.netyaroze-europe.com... 

> > > Ben: thank you! 

>>> 

> > > It's absolutely ace. You had me from the moment the aphex On sample 
> kicked 

> > > in, i.e. right away. I love it, particularily the solid soundeffects 
and 

> > the 

> > > screenwide explosions and the classic gameplay of course. 

>>> 

> > > I'll stick it up on yarozescene (thanks for the mention) as soon as 
> stop 

> > > playing it. 

>>> 

> > > Hiscore competition anyone? I'm going to have a few more goes before 
> > post 

> > > my best (I've always been lame at defender tho). 

>>> 

> > > Matt 

> > > --- 

>>> 

> > > I liked it soooo much I delved into the source code. Can I suggest 
u 

> > > replace the command (line 439): 

>>> 

> > > "GsInitGraph(320, 240, GsINTER|GsOFSGPU, 0, 0)" 

>>> 


5211 
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> > > > with: 

>> >> 

>> > > "GsInitGraph (320, 240, GsNONINTER|GsOFSGPU, 07.025 

>> >> 

> > > > because your interlacing your screen (makes it flicker slightly) 
which 

>> is 

> > > > not needed cos your screen height is only 240. 

>> >> 

>> >> 

> > > > Another suggestion, could you make R2 the same function as X (thrust 
> > ship) 

> > > > cos my thumb keeps slipping off X when I try and press the 
> > > > fire/hyperspace/smartbomb buttons. 

>> >> 

>> > > 

> > > 

> > > 

> > 

> > 

> 

> 


—-MESSAGE FILE 7984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06711 


—-MESSAGE FILE 7985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006712 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Wed, 11 Jul 2001 18:59:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <9ii4drSnjd3@www.netyaroze-europe. com> 

References: <9iallgSg5p3@www.netyaroze-europe.com> <9id3esSk9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe.com> <9ifumlSmcd2@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0195.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Errr, that's probably a bug. Sorry - after 5 solid weekends of development I 
have porridge slopping around in my head instead of a brain. I'll fix it 
now... 


Cheers 
Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ifumlSmcd2@www.netyaroze-europe.com... 
> Thanks for the changes, managed to get it up past 700,000 but i've given 


> I've put in the shoulder button thing too, excellent suggestion. 
Originally 


> myself hand ache so i'm taking a rest for tonight. Why does the hiscore 

> thing start at 500,000 tho? And should it get reset after every game? 

> 

> Matt 

> 

> Ben James <hungryghost@clara.co.uk> wrote in message 

> news: 9ifn27Smcdl@www.netyaroze-europe.com... 

> > Cheers Matt, thanks for the suggestions. 

>> 

> > The interlace thing has had me swearing at my TV for ages, little did I 
> know 

> > it was me all along... I'd just assumed that's the way is was. But when 
> you 

> > assume, you make an ass out of u and me :) 

>> 

> 

> 
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> > left and right on the d-pad controlled the ship but that didn't really 
> work. 

> > L1/L2 now turn/move the ship left and R1/R2 for right (does anyone ever 
go 

> > left???). I've managed to score 99950 so far - almost burst something 
when 


realised how close to 100,000! 
Ben 
"Matt Verran" <mverran@btinternet.com> wrote in message 


news: 9id3es$k9v2@www.netyaroze-europe.com... 
> Ben: thank you! 


> I 

>> 

>> 

>> 

>> 

>> 

>> 

>> 

>> 

>>> 

> > > It's absolutely ace. You had me from the moment the aphex On sample 
> kicked 

> > > in, i.e. right away. I love it, particularily the solid soundeffects 
and 

> > the 

> > > screenwide explosions and the classic gameplay of course. 

>>> 

> > > I'll stick it up on yarozescene (thanks for the mention) as soon as I 
> stop 

> > > playing it. 

>>> 

> > > Hiscore competition anyone? I'm going to have a few more goes before I 
> > post 

> > > my best (I've always been lame at defender tho). 

>>> 

> > > Matt 

>> > --- 

>>> 

> > > I liked it soooo much I delved into the source code. Can I suggest you 
> > > replace the command (line 439): 

>>> 

> > > "GsInitGraph(320, 240, GsINTER|GsOFSGPU, OF 0)2" 

>>> 

> > > with: 

>>> 

> > > "GsInitGraph(320, 240, GsNONINTER|GsOFSGPU, 0, 0);" 

>>> 

> > > because your interlacing your screen (makes it flicker slightly) which 
> is 

> > > not needed cos your screen height is only 240. 

>>> 

>>> 

> > > Another suggestion, could you make R2 the same function as X (thrust 
> ship) 

> > > cos my thumb keeps slipping off X when I try and press the 

> > > fire/hyperspace/smartbomb buttons. 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06712 


—-MESSAGE FILE 7986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006713 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Wed, 11 Jul 2001 19:10:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 
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Message-ID: <9ii52nSnjd4@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe.com> <9igluhSmcd5@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0195.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks! 


I did wonder whether it was too easy (though John might disagree with 
that!). Being an elderly gent myself, I can't play most games past the menu 
screen. A few less extra lives and a few more Baiters should make it a bit 
harder. 


You're right about the ‘hostage falling' thing - I'll sort that out. There's 
a normal Y value and a pseudo floating point Y value so the acceleration 
when falling is nice and smooth. There getting mixed up somewhere. 


Thanks again for your comments - I really mean that. A lot of people get 
‘writers block' for programmers and you're not sure what's good and bad 
about your game. Or is that just me? :) 


Cheers 
Ben 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9igluhSmcd5@www.netyaroze-europe.com... 

> Hi Ben 

> 

> Superb game, Ben! I used to spend ages playing a Defender clone on my 
Acorn 

> Electron and this is a top-notch version. 


The only slight problem is that it's perhaps not hard enough! 


You're awarded an extra life every 10,000 points, and on the later levels 
where there are loads of aliens to shoot it's easy to rack up the points 
nd 

amass lots of lives and bombs. I got to about wave 24 and scored 953900 
points. I might have gone on longer, but like Matt, was getting hand ache 
=) 


I think it would benefit from a bit of toughening up: award an extra life 
per 100,000 points; add the missing bits (shooting landers etc); make the 
swarmers disperse more quickly (it's too easy to destroy them as they 
eave 

the pod); have more landers make abduction attempts. 


Possible bug: if the player's ship is destroyed while carrying a hostage, 
the hostage will fall from the height at which he was caught by the ship 
rather than the height of the ship when it was destroyed. 


cheers 
Derek 
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—-MESSAGE FILE 7986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06713 


—-MESSAGE FILE 7987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006714 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Wed, 11 Jul 2001 23:42:34 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9iikqjSnjd5@www.netyaroze-europe.com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe.com> <9igluhSmcd5@www.netyaroze-europe. com> 
<91152nSnjd4@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-92.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I got to wave 16 with 1 million+ points before I "retired". 


I noticed you can "overtake" your fire by accelerating 
passed it - maybe a bug I dunno what the original did. 
Useful for taking out mutants that are behind you. 


It's obvious when you go over the world "edge" because 
aliens chasing you suddenly turn around and go the long 
way to get to you. 


Loads of fun though! 


Martin. 


—-MESSAGE FILE 7987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06714 


—-MESSAGE FILE 7988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006715 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <tveyes@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay link under Windows 2000 

Date: Thu, 12 Jul 2001 14:11:14 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9ik43h$qkml@www.netyaroze-europe. com> 
References: <9iilkdSnjdl@www.netyaroze-europe.com> 
NNTP-Posting-Host: p439-017.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


I've also been mucking about with the ARS fileserver but could not get 

it to work under Win2K. I had 
the same problems you mentioned. Sorry, no idea on how to get it working. I 
guess the only solution would be to have Win98 and Win2K on the same machine 
( you can even put it on the same partition ) but who would want twice the 
amount of Windows woes, eh? ; ) 

Of course you could also try and modify your ActionReplay but then you 
would lose the ability to debug but would still have the fast transfer 
speeds and ,i'm pretty sure, also the fileserver aspect. You would then need 
other software than Nice ARS and i'm not quite sure what SONY's stance is 
towards that or indeed what other members feel about it. 


Mark 


—-MESSAGE FILE 7988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06715 


—-MESSAGE FILE 7989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006716 
Path: chuka.playstation.co.uk!news 
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From: "Mark O'Shea" <tveyes@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay link under Windows 2000 

Date: Thu, 12 Jul 2001 14:26:23 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9ik502Sqkm2@www.netyaroze-europe. com> 
References: <9iilkdSnjdl@www.netyaroze-europe.com> <9ik43hS$qkml@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: p439-017.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Damn, just hit the send button and then remembered something. 


It's a long time ago but I remember a program called CatFlap which had 
support for Win2K. It is suppossed to work together with a modified AR and 
is (as far as I recall ) DOS based. But what just struck me was that the 
program had to install a driver under Win2K. Perhaps with this driver 
installed nice ARS would work. Haven't tried it and won't have time to until 
next week. If I get it to work I'll let you know. Or, even better, if you 
get it to work let me now : ) 

You will have to find the program first ( on the net). Not sure where I 
saw it, it's been to long a time. I'll look around over the weekend and let 
you know. 


Good luck 


Mark 


—-MESSAGE FILE 7989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06716 


-—-MESSAGE FILE 7990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006717 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New old game 

Date: Thu, 12 Jul 2001 19:51:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9ikrs1$8dl@www.netyaroze-europe. com> 

References: <9iallgS$g5p3@www.netyaroze-europe.com> <9id3esS$k9v2@www.netyaroze-europe 
.com> <9ifn27Smcd1l@www.netyaroze-europe.com> <9igluhSmcd5@www.netyaroze-europe.com> 
<91152nSnjd4@www.netyaroze-europe.com> <9iikqj$njd5@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-026-0084.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yeah, there were a few problems with world wrapping. But hey, it's 
reasonably good fun to play and it's time to draw a line under it and get on 
with the next project. 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 9iikqj$njd5@www.netyaroze-europe.com... 
> I got to wave 16 with 1 million+ points before I "retired". 


I noticed you can "overtake" your fire by accelerating 
passed it - maybe a bug I dunno what the original did. 
Useful for taking out mutants that are behind you. 


It's obvious when you go over the world "edge" because 
aliens chasing you suddenly turn around and go the long 
way to get to you. 


VVVVVVVV VV 


Loads of fun though! 
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Martin. 


VVVVYV 


-—-MESSAGE FILE 7990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06717 


—-MESSAGE FILE 7991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006718 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jampack 2001 

Date: Fri, 13 Jul 2001 20:22:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9inhphS$3tdl@www.netyaroze-europe.com> 
References: <9ig01j$mcd4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-36-34.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Well it arrived and if anyones interested: 


ATV Offroad Fury, Cool Boarders 2001, MX2002, ZOE, Klonoa 2, ICO, Red 
Faction, Legacy of Kain, StarWars Starfighter. ICO was a bit of a surprise, 
really promising game, camera needs work tho. 


GT3 arrived as well, it's quite good. 


Anyone seen the new edge (ish 100)? Is it just me or does Phil Harrison 
look a tad silly on pg73 :) 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9ig01j$mcd4@www.netyaroze-europe.com... 

> I don't suppose anyone at SONY knows what demos are on the PS2 Jampack 
2001 

> disc? I'ts in the post (along with my GT3 <grin>) and I'd quite like to 
> know whether it's just the MGS2 and GT3 demo or something I don't already 
> have? 

> 


VV v 


-—-MESSAGE FILE 7991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06718 


—-MESSAGE FILE 7992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006719 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Fri, 13 Jul 2001 18:46:17 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9iol7cS$3td2@www.netyaroze-europe. com> 
References: <9hvbs4S$linvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 
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"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9hvbs4S$invl@www.netyaroze-europe.com... 

> Here's my edge stylee first showing of my new yaroze project, hopefully 
> destined for OPM. 

> 

> It's currently known as "Roller", more info tommorow... 


Wow, very nice! I'm suitably impressed. 


Been a while since I had a look at the Yaroze after misplacing my access 
card for close to a year... I may have to start a little 2D project... 


—-MESSAGE FILE 7992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06719 


—-MESSAGE FILE 7993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006720 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Nick Ferguson in Edge 100 

Date: Sat, 14 Jul 2001 11:56:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ip8fiS3td3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-176-206.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Anyone else spot Nick (apart fron Nick himself obviously) on pg82 of Edge 
100, acredited as a Net Yaroze member Nick's prediction for the next 100 
issues of Edge was a fair bit more considered than most of them. Well Done! 


Matt 


—-MESSAGE FILE 7993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06720 


-—-MESSAGE FILE 7994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006721 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Sat, 14 Jul 2001 12:01:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9ip8o0vS3td4@www.netyaroze-europe. com> 

References: <9hvbs4Sinvl@www.netyaroze-europe.com> <9iol7cS$3td2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-176-206.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Wow, very nice! I'm suitably impressed. 


Cheers Brian 


> Been a while since I had a look at the Yaroze after misplacing my access 
> card for close to a year... I may have to start a little 2D project... 


I look forward to seeing anything you do, there should be a fair few 


Net Yaroze newsgroups message dump.txt Page 5219 


playable 2D games about soon if everyone starting games gets something done, 
which is great. 


Has life at DMA calmed down a bit these days? 


Matt 


—-MESSAGE FILE 7994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06721 


—-MESSAGE FILE 7995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006722 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jampack 2001 

Date: Sat, 14 Jul 2001 14:22:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9iphc2S3td5@www.netyaroze-europe. com> 

References: <9ig01jSmcd4@www.netyaroze-europe.com> <9inhphS$3td1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-254.cockatiel.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Very. 
Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9inhphS$3tdl@www.netyaroze-europe.com... 

> Well it arrived and if anyones interested: 

> 

> ATV Offroad Fury, Cool Boarders 2001, MX2002, ZOE, Klonoa 2, ICO, Red 
> Faction, Legacy of Kain, StarWars Starfighter. ICO was a bit of a 
surprise, 


> really promising game, camera needs work tho. 

> 

> GT3 arrived as well, it's quite good. 

> 

> Anyone seen the new edge (ish 100)? Is it just me or does Phil Harrison 
> look a tad silly on pg73 :) 

> 

> Matt Verran <mverran@btinternet.com> wrote in message 

> news: 9ig01j$mcd4@www.netyaroze-europe.com... 

> > I don't suppose anyone at SONY knows what demos are on the PS2 Jampack 
> 2001 

> > disc? I'ts in the post (along with my GT3 <grin>) and I'd quite like to 
> > know whether it's just the MGS2 and 613 demo or something I don't 
already 

> > have? 

>> 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 7995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06722 


-—-MESSAGE FILE 7996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006723 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@hotmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay link under Windows 2000 

Date: Sat, 14 Jul 2001 18:20:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9iq4mbS7vel@www.netyaroze-europe. com> 
References: <9iilkdSnjdl@www.netyaroze-europe.com> <9ik43hS$qkm1l@www.netyaroze-europe 
.com> <9ik502Sqkm2@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup. 62-172-21-49.tesco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Thanks for the advice. I have located the most recent version of catflap 
(2.36 I think) but I can't find the actual driver required for Windows 2000 
(it's not in the zip files I have). So we're no nearer to solving the 
problem. 


Cheers, 
Jim 


"Mark O'Shea" <tveyes@hotmail.com> wrote in message 
news: 9i1k502Sqkm2@www.netyaroze-europe.com... 


> Damn, just hit the send button and then remembered something. 
> 
> It's a long time ago but I remember a program called CatFlap which had 


> support for Win2K. It is suppossed to work together with a modified AR 
and 

> is (as far as I recall ) DOS based. But what just struck me was that the 
> program had to install a driver under Win2K. Perhaps with this driver 

> installed nice ARS would work. Haven't tried it and won't have time to 
until 

> next week. If I get it to work I'll let you know. Or, even better, if you 
> get it to work let me now : ) 
> You will have to find the program first ( on the net). Not sure where I 
> saw it, it's been to long a time. I'll look around over the weekend and 
let 

> you know. 


v 


Good luck 


> 
> 
> Mark 
> 
> 


—-MESSAGE FILE 7996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06723 


-—-MESSAGE FILE 7997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006724 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Haunted Maze 

Date: Sat, 14 Jul 2001 20:49:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9iq811S7ve2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-902.ekto.dialup.pol.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Is Edward Federmeyer still around? I love Haunted Maze - probably my fav 
Yaroze game yet. That is a game that should go on the re-publication of the 
Yaroze demos on the OPM disks. I had a go of Terra Incognita as well - 
really cool and I still can't finish it! 


Max 
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—-MESSAGE FILE 7997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06724 


—-MESSAGE FILE 7998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006725 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Haunted Maze 

Date: Sat, 14 Jul 2001 17:52:47 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9iqf47S7ve3@www.netyaroze-europe. com> 
References: <9iq811S7ve2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust211.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


> I had a go of Terra Incognita as well - 
> really cool and I still can't finish it! 
> 

Neither can I, but its a really great game. 


—Omar 


--MESSAGE FILE 7998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06725 


--MESSAGE FILE 7999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006726 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Haunted Maze 

Date: Sun, 15 Jul 2001 00:43:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <9iqlnsS$7ve4@www.netyaroze-europe. com> 
References: <9iq811S$7ve2@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0159.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yeah, I loved Haunted Maze as well - the sound effects alone almost made me 
laugh myself to death. It's also a very slick little game in it's own right 
and one of the few good 3D Yaroze games made so far. 'Time Slip' is probably 
my favourite game to date. Great idea and great execution. 

Cheers, 

Ben 


"Max" <mad.max@which.net> wrote in message 

news: 91q811S7ve2@www.netyaroze-europe.com... 

> Is Edward Federmeyer still around? I love Haunted Maze - probably my fav 

> Yaroze game yet. That is a game that should go on the re-publication of 

the 

> Yaroze demos on the OPM disks. I had a go of Terra Incognita as well - 
really cool and I still can't finish it! 


> 
> 
> Max 
> 
> 


—-MESSAGE FILE 7999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06726 


—-MESSAGE FILE 8000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006727 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Haunted Maze 

Date: Sun, 15 Jul 2001 14:25:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9is5kfS7ve5@www.netyaroze-europe. com> 

References: <9iq811S7ve2@www.netyaroze-europe.com> <9iqf47S7ve3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-179-175.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I'm pretty sure Terra Incognita made it onto the disc last time. I was just 
thumbing through some old OPM's and noticed mention of Rocks And Gems in the 
coverdisk section, I think it was included before too. 


Matt 


Omar <OMetwally7@aol.com> wrote in message 
news: 9igqf47S7ve3@www.netyaroze-europe.com... 
> > Լ had a go of Terra Incognita as well - 
> really cool and I still can't finish it! 
> 

Neither can I, but its a really great game. 


> 
> 
> 
> 
> -Omar 
> 

> 


—-MESSAGE FILE 8000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06727 


-—-MESSAGE FILE 8001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006728 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: using CW in OPSM entries 

Date: Mon, 16 Jul 2001 13:22:29 +0100 

Organization: SCEE 

Lines: 29 

Message-ID: <9iumev$c231@www.netyaroze-europe. com> 
References: <3B45A00C.BE617C60@harbinger.com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Andy, 

You can enter stuff created with CodeWarrior. 

If your proggy is doing something that isn't allowed, we would get back to 
you and ask for a change. 

Later 


James 


ps sorry for the late reply, I'm just from holiday. 
pps Funerals during holidays ain't all that good for relaxation :-) 
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"Andrew Partington" <andrew.partington@harbinger.com> wrote in message 
news: 3B45A00C.BE617C60@harbinger.com... 


> 


VVVVVVVVV VV 


Hi all 

Can we enter stuff created with CodeWarrior for OPSM as long as we don't 
use the MWDebugIO() calls to redirect CD access? I seem to remember 
some restrictions for games written with CW for OPSM... I don't plan on 
accessing the CD during the game (unless we are told we are allowed x 
amount of bytes on the CD for our own data, which would be quite nice, 
if a bit unrealistic to expect!) 

Andy 


5223 


—-MESSAGE FILE 8001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06728 


—-MESSAGE FILE 8002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006729 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Mon, 16 Jul 2001 13:21:39 -0500 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9ivbaj$c232@www.netyaroze-europe. com> 


References: 


.com> <9ip80v$3td4@www.netyaroze-europe. com> 
NNTP-Posting-Host: formica.pe-i.com 


X- 
x- 
X- 
X- 


> 
> 


done, 


> 


Priority s 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 5.00.2919.6700 
MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


I look forward to seeing anything you do, there should be a fair few 
playable 2D games about soon if everyone starting games gets something 


which is great. 


Well, I spent a few hours starting something very simple & 'old school', and 
very heavily inspired by one of Jeff Minter's first games... We shall see 
how far it progresses. 


> 


Has life at DMA calmed down a bit these days? 


Wouldn't really know... I've been living in the US for over a year now, knee 
deep on a PS2 project ;) 


<9hvbs4Sinvl@www.netyaroze-europe.com> <9iol7cS$3td2@www.netyaroze-europe 


—-MESSAGE FILE 8002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06729 


-—-MESSAGE FILE 8003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006730 
Path: chuka.playstation.co.uk!news 


References: 


From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Mon, 16 Jul 2001 20:10:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9ive73$c233@www.netyaroze-europe. com> 
<9hvbs4S$invl@www.netyaroze-europe.com> <9iol7cS$3td2@www.netyaroze-europe 
.com> <9ip80v$3td4@www.netyaroze-europe.com> <9ivbaj$c232@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-129-126.btinternet.com 
X- 
X- 
x- 


Priority: 3 
MSMail-Priority: Normal 
Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Well, I spent a few hours starting something very simple & 'old school', 
and 

> very heavily inspired by one of Jeff Minter's first games... We shall see 
> how far it progresses. 


Can't go wrong with Jeff, is it a beastie featuring game? 


> > Has life at DMA calmed down a bit these days? 

> 

> Wouldn't really know... I've been living in the US for over a year now, 
knee 

> deep on a PS2 project ;) 


It's so hard keeping up with game industry careers, what company are you 
with these days? Are you able to let us know anymore about the game? 


Matt 


5224 


—-MESSAGE FILE 8003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06730 


—-MESSAGE FILE 8004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006731 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Prescreen Alpha: Roller 

Date: Mon, 16 Jul 2001 15:37:52 -0500 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9ivja0$c234@www.netyaroze-europe. com> 


References: <9hvbs4S$linvl@www.netyaroze-europe.com> <9io0l7cS$3td2@www.netyaroze-europe 
.com> <9ip80v$3td4@www.netyaroze-europe.com> <9ivbaj$c232@www.netyaroze-europe.com> 


<9ive73$c233@www.netyaroze-europe. com> 
NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ive73$c233@www.netyaroze-europe.com... 

> 

> Can't go wrong with Jeff, is it a beastie featuring game? 


Yes, but it's one of his *very* early games that predates the obsession with 
naming them after camels. 


> It's so hard keeping up with game industry careers, what company are you 
> with these days? Are you able to let us know anymore about the game? 


I'm working on an unannounced project, though the licence we're using has 
been announced. The company is Paradigm Entertainment - about 80 strong, 
most famous for PilotWings64 & Beetle Adventure Racing on the N64... 
Currently finishing Spy Hunter on the PS2. 


-—-MESSAGE FILE 8004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06731 


—-MESSAGE FILE 8005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006732 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Transparency 
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Date: 17 Jul 2001 10:46:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01c10ead$48608260S7b0ae4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-—cbv-6-10-123.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm trying to make a fade out effect. 


I've been trying to use a big transparent GsBOXF that I repeatedly draw 
over the picture. I tried various "semi-transparency rates" in the 
attributes; "0.5 * back + 0.5 * forward" was the best choice, but it is not 
good enough. 


It appears that about 5 iterations of drawing a black transparent GsBOXF 
suffice to completely blacken a white pixel. That means that my fade out 
takes only 1/10 second to complete... which is far too fast. If I do the 
thing just every n frames, it gets ugly (too much difference from one frame 
to the other). 


I tried various colors for my GSBOXF, black seemed to be the best. 


Have I missed something? Has anyone any suggestion for a better way of 
achieving a fade out? 


pal 


—-MESSAGE FILE 8005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06732 


—-MESSAGE FILE 8006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006733 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency 

Date: Tue, 17 Jul 2001 12:00:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <9 j15sbSelvl@www.netyaroze-europe. com> 
References: <01c10ead$48608260S7b0ae4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-68-22 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


use 1.0back - 1.0 forward, then increase the GsBOXF r,g,b intensities from 0 
to 255, when the box intensity is 0 you will be taking 0 from every screen 
pixels intensity, when it is 255 you will be taking 255 from every screen 
pixels intensity (which will make it black). 


Matt 


pal <pal_news@hotmail.com> wrote in message 
news: 01cl10ead$48608260S7b0ae4d5@pal-—s-—omnibook... 
> I'm trying to make a fade out effect. 


I've been trying to use a big transparent GsBOXF that I repeatedly draw 
over the picture. I tried various "semi-transparency rates" in the 
attributes; "0.5 * back + 0.5 * forward" was the best choice, but it is 
ot 

good enough. 


It appears that about 5 iterations of drawing a black transparent GsBOXF 
suffice to completely blacken a white pixel. That means that my fade out 
takes only 1/10 second to complete... which is far too fast. If I do the 
> thing just every n frames, it gets ugly (too much difference from one 
frame 

> to the other). 


VVVVVBVV VV 
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I tried various colors for my GSBOXF, black seemed to be the best. 


Have I missed something? Has anyone any suggestion for a better way of 
achieving a fade out? 


pal 


VVVVVVVVVV 


—-MESSAGE FILE 8006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06733 


—-MESSAGE FILE 8007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006734 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency 

Date: Tue, 17 Jul 2001 12:35:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9 j1833Selv2@www.netyaroze-europe. com> 

References: <01cl0ead$48608260S7b0ae4d5@pal-—s-omnibook> <9 j15sbSelvl@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: usrl169-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


"Matt Verran" <mverran@btinternet.com> wrote in message 


> use 1.0back - 1.0 forward, then increase the GsBOXF r,g,b intensities from 
0 

> to 255, when the box intensity is 0 you will be taking 0 from every screen 
> pixels intensity, when it is 255 you will be taking 255 from every screen 

> pixels intensity (which will make it black). 

> 

> Matt 

And to achieve a smooth fade, remember that r, g and b are each 5 bit - i.e. 
there are 31 possible values: 0, 8, 16... . 240, 248. So incrementing each 


component by 8 each frame will give the smoothest fade (and will last 30 
frames). 


cheers 
Derek 


—-MESSAGE FILE 8007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06734 


-—-MESSAGE FILE 8008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006735 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM list-—me-do 

Date: Tue, 17 Jul 2001 16:21:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 125 

Message-ID: <9jllabSfgqal@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-162-77-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-—-=_NextPart_000_00A5_01C10EDC.7922C3C0" 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 


X-MimeOLE: 


Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


Content-Type: text/plain; 
charset="iso-8859-1" 


=_NextPart_000_00A5_01C10EDC.7922C3C0 


Content-Transfer-Encoding: quoted-printable 


Hi all 


Could you help me fill in the gaps in this list of Yaroze OPSM coverdisc 


appearances. 
#33 and the 
appreciated. 


Cheers 
Derek 


#49 Tanx, Decaying Orbit 
48 Time Slip, 
47 
46 
45 
44 Adventure Game 
43 


42 Yaroze Compilation: 


Between The Eyes, 
Bouncer 2, Clone, 
Gravitation v1.3, Mah Jongg, 
Haunted Maze, Pushy IIb, 
Psychon, Hover Car Racing, 
Coneman, Rocks'n'Gems, 

Terra Incognita, 


40 Blitter Boy 


37 Psychon, Pushy IIb 


34 Gravitation v1.1 
33 Rocks'n'Gems 


Content-Type: text/html; 
charset="iso-8859-1" 


Opera of Destruction 


Blitter Boy, 


Total Soccer 


Corrections to the list will be 


=_NextPart_000_00A5_01C10EDC.7922C3C0 


Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC 
<HTML><HEAD> 


"-//W3C//DTD HTML 4.0 Transitional//EN"> 


<META http-equiv=3DContent-Type content=3D"text/html; = 


charset=3Diso-8859-1"> 


<META content=3D"MSHTML 5.50.4616.200" 


<STYLE></STYLE> 
</HEAD> 
<BODY> 


name=3DGENERATOR> 


<DIV><FONT face=3DCourier size=3D2>Hi all</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DCourier size=3D2>Could you help me fill in the gaps in 


this list=20 


of Yaroze OPSM coverdisc appearances. &nbsp; 


OPSM Yaroze=20 


demo was Rocks'n'Gems in #33 and the last appeared in #49.&nbsp; = 


Corrections to=20 


I presume the first OPSM Yaroze demo was Rocks'n'Gems in 
last appeared in #49. 


I presumeénbsp;the first 
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the listénbsp;will be&énbsp; appreciated. </FONT></DIV> 


eanne = NextPart_000_00A5_01C10EDC.7922C3C0-- 


Page 


<DIV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DCourier size=3D2>Cheers</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>Derek</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DCourier size=3D2>#49 Tanx, Decaying Orbit</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2>&nbsp;48 Time Slip, Opera of=20 
Destruction</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp;47</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp;46</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp;45</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp;44 Adventure Game</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2>&nbsp;43</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp;42 Yaroze = 
Compilation:</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; &énbsp; Between The Eyes, 
Blitter=20 

Boy, </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; &énbsp; Bouncer 2, 

Clone, </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; &énbsp; Gravitation v1.3, = 
Mah=20 

Jongg, </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; énbsp; Haunted Maze, 
Pushy=20 

IIb, </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; &énbsp; &énbsp; Psychon, Hover Car = 
Racing, </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; énbsp; énbsp; Coneman, -20 
Rocks'n'Gems, </FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; énbsp;énbsp; Terra Incognita, 
Total=20 

Soccer</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; 41</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp;40 Blitter Boy</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2>&nbsp; 39</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; 38</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp;37 Psychon, Pushy = 
LIb</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; 36</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; 35</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>&nbsp; 34 Gravitation = 
vl.1</FONT></DIV> 

<DIV><FONT face=3DCourier size=3D2>é&nbsp; 33 Rocks'n'Gems</FONT></DIV> 
<DIV><FONT face=3DCourier size=3D2>&nbsp; 32</FONT></DIV></BODY></HIML> 


5228 


—-MESSAGE FILE 8008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06735 


—-MESSAGE FILE 8009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006736 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Tue, 17 Jul 2001 17:15:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9 jlobrSfgqa2@www.netyaroze-europe.com> 
References: <9 jllabSfqal@www.netyaroze-europe. com> 


NNTP-Posting-Host: modem-51.barracuda.dialup.pol.co.uk 


X-Priority: 3 
X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


46 Video Poker Simulator 
45 Pandora's Box 


43 Super Bub (quite possibly the best yaroze game ever...) 
39 Mah Jong 
That's all I've got. 


Martin. 


—-MESSAGE FILE 8009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06736 


—-MESSAGE FILE 8010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006737 

Path: chuka.playstation.co.uk!news 

From: "Nicholas Ferguson" <home@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick Ferguson in Edge 100 

Date: Tue, 17 Jul 2001 18:46:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9 jltqgSfgqa3@www.netyaroze-europe. com> 
References: <9ip8fiS3td3@www.netyaroze-europe.com> 
NNTP-Posting-Host: ip02.tronji.adsl.uk.xo.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Cheers, Matt. Just trying to provide value for money, as always (not that 
Edge paid me). 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9ip8fiS3td3@www.netyaroze-europe.com... 

> Anyone else spot Nick (apart fron Nick himself obviously) on pg82 of Edge 
> 100, acredited as a Net Yaroze member Nick's prediction for the next 100 
> issues of Edge was a fair bit more considered than most of them. Well 
Done! 


—-MESSAGE FILE 8010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06737 


-—-MESSAGE FILE 8011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006738 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Tue, 17 Jul 2001 20:25:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <9j2300Sfqa4@www.netyaroze-europe. com> 
References: <9jllabSfqal@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-026-0211.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


These are the demos I have. 'Between the Eyes" and 'Clone' appeared before 
11:27 1 believe s 


Cheers 
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Ben (sitting in a pile of OPM CDs) 


49 Tanx and Decaying Orbit 

48 Time Slip (yay!) and Opera of Destruction 
47 NOTHING 

46 Yaroze Video Poker Simulator 
45 Pandora's Box 

44 Adventure Game 

43 Super Bub 

42 Yaroze Compilation 

41 Total Soccer 

40 Blitter Boy 

39 Mah Jong 

38 Haunted Maze 


19:2 Psychon and Pushy 2 
(Tekken 3 Collectors Edition demo appeared this month) 
18:2 Hover Car Racing 
17:2 Gravitation 
16:2 Rocks-n-Gems 
15:2 Coneman 
14:2 Terra Incognita 
13:2 Bouncer 2 
12:2 Bouncer 2 (advertised but didn't appear - you bad boy, Scott :) ) 
11:2 Dog Tail 
2??? 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9jllabSfqal@www.netyaroze-europe.com... 
Hi all 


Could you help me fill in the gaps in this list of Yaroze OPSM coverdisc 
appearances. I presume the first OPSM Yaroze demo was Rocks'n'Gems in #33 
and the last appeared in #49. Corrections to the list will be appreciated. 


Cheers 
Derek 


Tanx, Decaying Orbit 
Time Slip, Opera of Destruction 


Adventure Game 


42 Yaroze Compilation: 


Between The Eyes, Blitter Boy, 
Bouncer 2, Clone, 

Gravitation v1.3, Mah Jongg, 
Haunted Maze, Pushy IIb, 
Psychon, Hover Car Racing, 
Coneman, Rocks'n'Gems, 

Terra Incognita, Total Soccer 


40 Blitter Boy 


37 Psychon, Pushy IIb 


34 Gravitation vl.1 
33 Rocks'n'Gems 
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—-MESSAGE FILE 8011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06738 


-—-MESSAGE FILE 8012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006739 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nick Ferguson in Edge 100 

Date: Tue, 17 Jul 2001 20:43:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9 j24p6Sfqa5@www.netyaroze-europe. com> 
References: <9ip8fiS3td3@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0211.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


From the moment he uttered "Welcome to Mud'n Blood" (and probably even 
before that), we all knew that Nick was da man :) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9ip8fiS3td3@www.netyaroze-europe.com... 

> Anyone else spot Nick (apart fron Nick himself obviously) on pg82 of Edge 
> 100, acredited as a Net Yaroze member Nick's prediction for the next 100 
> issues of Edge was a fair bit more considered than most of them. Well 
Done! 


—-MESSAGE FILE 8012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06739 


—-MESSAGE FILE 8013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006740 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Tue, 17 Jul 2001 23:28:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 96 

Message-ID: <9j2ebg$ j0el@www.netyaroze-europe. com> 

References: <9 jllabSfgqal@www.netyaroze-europe.com> <9 jlobrS$fqa2@www.netyaroze-europe 

. com> 

NNTP-Posting-Host: cvx-213-48-80-222-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_032D_01C10F18.29FD9180" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


aaa SS =_NextPart_000_032D_01C10F18.29FD9180 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> Ben (sitting in a pile of OPM CDs) 
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Hehe. Thanks to you both, here's the full list. 
=20 

cheers 

Derek =3D) 


#75 Rocks'n'Gems ??? 


կ 
N 
© 


Tanx, Decaying Orbit 
Time Slip, Opera of Destruction 


Video Poker Simulator 
Pandora's box 
Adventure Game 
The Super Bub Contest 


Yaroze Compilation: 


N > [S > Բ Շ Շ յ Շ ԻԵ E N ° 
O N O Q í OQ1 O; —] OO O O 


Between The Eyes, Blitter Boy, 
Bouncer 2, Clone, 

Gravitation v1.3, Mah Jongg, 

Haunted Maze, Pushy IIb, 

Psychon, Hover Car Racing, 

The Incredible Coneman, Rocks'n'Gems, 
Terra Incognita, Total Soccer 


41 Total Soccer 

40 Blitter Boy 

39 Mah Jongg 

38 Haunted Maze 

37 Psychon, Pushy IIb 


35 Hover Car Racing 

34 Gravitation v1.1 

33 Rocks'n'Gems 

32 The Incredible Coneman 
31 Terra Incognita 

30 Bouncer 2 

2 9; = 

28 A Dog Tail 

27 Clone 

26 Between The Eyes 


=== = = _NextPart_000_032D_01C10F18.29FD9180 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4616.200" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY><FONT face=3DArial size=3D2><FONT face=3DCourier>é&gt; Ben (sitting = 
in a pile of=20 

OPM CDs) <BR><BR>Hehe.&nbsp; Thanks to you both, here's the full=20 
list.<BR>&nbsp; <BR>cheers<BR>Derek =3D)<BR><BR>#75 Rocks'n'Gems=20 
???<BR>&nbsp;<BR>&nbsp;. . .<BR>&nbsp;<BR>&nbsp;49 Tanx, Decaying=20 
Orbit<BR>&nbsp;48 Time Slip, Opera of Destruction<BR>énbsp;47 = 

-<BR> &nbsp; 46=20 

Video Poker Simulator<BR>&nbsp;45 Pandora's box<BR>&nbsp;44 Adventure=20 
Game<BR>&nbsp;43 The Super Bub Contest<BR>&nbsp;<BR>&nbsp;42 Yaroze=20 
Compilation :<BR>&nbsp;<BR>&nbsp; &nbsp; &nbsp; Between The Eyes, Blitter=20 
Boy, <BR>&nbsp; &nbsp; &nbsp; Bouncer 2, Clone,<BR>&nbsp; &nbsp; &nbsp; = 
Gravitation=20 

v1.3, Mah Jongg,<BR>&nbsp; &nbsp; &nbsp; Haunted Maze, Pushy=20 

IIb, <BR>&nbsp; &nbsp; &nbsp; Psychon, Hover Car = 

Racing, <BR>&nbsp; &nbsp; &énbsp; The=20 
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Incredible Coneman, Rocks'n'Gems,<BR>&nbsp; &énbsp; énbsp; Terra Incognita, 
Total=20 

Soccer<BR>&nbsp; <BR>&nbsp; 41 Total Soccer<BR>&nbsp;40 Blitter = 
Boy<BR>&nbsp; 39=20 

Mah Jongg<BR>énbsp;38 Haunted Maze<BR>&nbsp;37 Psychon, Pushy 
IIb<BR>&nbsp; 36=20 

-<BR>&nbsp;35 Hover Car Racing<BR>&nbsp; 34 Gravitation vl1.1<BR>&nbsp; 33=20 
Rocks'n'Gems<BR>&énbsp; 32 The Incredible Coneman<BR>énbsp; 31 Terra=20 
Incognita<BR>&nbsp;30 Bouncer 2<BR>é&nbsp;29 -<BR>&nbsp;28 A Dog = 
Tail<BR>é&nbsp; 27=20 

Clone<BR>&nbsp;26 Between The Eyes<BR></FONT><BR></FONT></BODY></HTML> 


Issi = NextPart_000_032D_01C10F18.29FD9180-- 


--MESSAGE FILE 8013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06740 


--MESSAGE FILE 8014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006741 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GUI IDE 

Date: Wed, 18 Jul 2001 14:57:27 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9 j2trk$j0e2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hey Guys, 


ok well im getting sick of note pad for my editor, anyone have a great GUI 
IDE, that will edit and compile code and upload aswell? 176 heard of PSX 
IDE, and i finally tracked down a copy of it, but it was a beta version that 
was bugged to hell, apparently there was a newer version, but i cant get 
hold of the author. 


I had problems with yarozemaster, does anyone have a suggestion as to what 
is the best little package to use? 


—-MESSAGE FILE 8014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06741 


-—-MESSAGE FILE 8015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006742 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Platform Help. 

Date: Wed, 18 Jul 2001 15:48:55 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9j30s4Sj0e3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Ok well im throwing alot of questions around right now, and im still 
learning, so sorry for all the questions, does anyone have any example code 
of say a small platform game, im just playing right now, and am looking to 
throw together a very basic mario type game, get me used to how things work, 
a character on screen and walk or run, and jump, with a platform her can 
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jump onto but not walkthrough , and an example of being able to walk under a 
platform that you can jump up to. 


ANy can help with some demo cade for this kinda thing? 
cheers 


Greg 


—-MESSAGE FILE 8015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06742 


-—-MESSAGE FILE 8016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006743 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency (solved) 

Date: 18 Jul 2001 10:33:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <0O1lcl10f£74$b9celbc0$d209e4d5@pal—s-—omnibook> 

References: <0O1lcl0ead$48608260S7b0ae4d5@pal-s-omnibook> <9 j15sbSelvl@www.netyaroze-e 
urope.com> <9j1833Selv2@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-6-9-210.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you very much Matt and Derek. 

"1.0back - 1.0 forward" and rgb=8,8,8 makes the thing work. I was mainly 
fooled by the 5bit thing: because I need the picture to be definitively 
altered by the fading, I do not draw a progressively darker/lighter GsBOXF 
each frame, but the same one each frame. So I tried some values like 
(0,0,0), (1,1,1), (255,255,255) and this obviously wasn't good. 

Just one more question to check that I understood things right: are the 3 
lower bits of the r,g,b fields unused? 


pal 


—-MESSAGE FILE 8016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06743 


-—-MESSAGE FILE 8017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006744 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency 

Date: Wed, 18 Jul 2001 12:32:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9j3s9kS$j0e4@www.netyaroze-europe. com> 

References: <0O1lcl0ead$48608260S7b0ae4d5@pal-—s-omnibook> <9j15sbSelvl@www.netyaroze-e 
urope.com> <9j1833Selv2@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr215-kno.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


> And to achieve a smooth fade, remember that r, g and Ե are each 5 bit - 
1.8: 
> there are 31 possible values: 0, 8, 16 . . . 240, 248. 


Oops, that should be 32 possible values per component (including zero). 


> Just one more question to check that I understood things right: are the 3 
> lower bits of the r,g,b fields unused? 

> 
> 


pal 
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Right. 


cheers 
Derek 


—-MESSAGE FILE 8017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06744 


—-MESSAGE FILE 8018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006745 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency (solved) 

Date: Wed, 18 Jul 2001 15:43:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9 j47brSkpsl@www.netyaroze-europe. com> 

References: <0O1lcl0ead$48608260S7b0ae4d5@pal-—s-omnibook> <9j15sbSelvl@www.netyaroze-e 
urope.com> <9j1833Selv2@www.netyaroze-europe.com> <0O1cl1l0f74Sb9celbc0$d209e4d5@pal-s-— 
omnibook> 

NNTP-Posting-Host: host213-122-132-215.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> Just one more question to check that I 
> understood things right: are the 3 
> lower bits of the r,g,b fields unused? 


I don't yet know anything about 2d gubbins, but I'd hazard a guess that they 
are 5 bit each so that you can fit the 3 colours into the 16 bits of a short 
word (and have one byte left-over for some flag or other). 


Jon 


—-MESSAGE FILE 8018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06745 


—-MESSAGE FILE 8019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006746 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Obligator 

Date: Wed, 18 Jul 2001 17:12:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9 j4cidSkps2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-162-151.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello, 

I'm working on a game for the coverdisk called Obligator. If anyone is 
stuck for something to do you can down-load the first demo from my homepage 
~zmoose. It's a zero gravity ball game... currently it's impossible to 


play, but it's kind of relaxing gliding around and stuff. 


Jon 
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-—-MESSAGE FILE 8019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06746 


—-MESSAGE FILE 8020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006747 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Wed, 18 Jul 2001 21:35:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9j4s71Skps3@www.netyaroze-europe. com> 
References: <9 j4cidSkps2@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0221.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


John, your demo is remarkable! The articulation of the characters is very 
realistic - something that's extremely difficult and fiddly to do. All you 
need now is David Attenborough narrating them around the little room :) It 
would be very cool to see something as original and innovative as this ona 
cover disc, so good luck to you. 


Cheers, 

Ben 

"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 97j4cidSkps2@www.netyaroze-europe.com... 

> Hello, 

> I'm working on a game for the coverdisk called Obligator. If anyone is 
> stuck for something to do you can down-load the first demo from my 
homepage 

> ~zmoose. It's a zero gravity ball game... currently it's impossible to 
> play, but it's kind of relaxing gliding around and stuff. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06747 


—-MESSAGE FILE 8021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006748 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency (solved) 

Date: Wed, 18 Jul 2001 22:33:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9j4vcmSkps4@www.netyaroze-europe. com> 

References: <0O1lcl0ead$48608260S7b0ae4d5@pal-—s-omnibook> <9 j15sbSelvl@www.netyaroze-e 
urope.com> <9j1833Selv2@www.netyaroze-europe.com> <01cl1l0f74$b9celbc0$d209e4d5@pal-s-— 
omnibook> 

NNTP-Posting-Host: host213-122-114-148 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I seem to recall somewhere that the frame buffer is made up of 1024x512 16 
bit pixels and of course the GPU can display any area of this to the screen. 
I assume therefore each pixel is made up of the same structure as an entry 
in a CLUT. ie. 


bits 0-4 = R compnenet 
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bits 5-9 = G componenet 
bits 10-14 = B component 
and finally bit 15 is the transparency control bit. 


I would guess that although you supply your rgb values as unsigned chars 
only the 5 left most bits are used. 


So.. in answer to the question.. unless I am proven totally wrong is yes.. 
your right.. the 3 lower bits get discarded 


John ( QuietBloke ) 


"pal" <pal_news@hotmail.com> wrote in message 

news: 01cl10f74Sb9celbc0$d209e4d5@pal-—s-omnibook... 

> Thank you very much Matt and Derek. 

"1.0back - 1.0 forward" and rgb=8,8,8 makes the thing work. I was mainly 
fooled by the 5bit thing: because I need the picture to be definitively 
altered by the fading, I do not draw a progressively darker/lighter GsBOXF 
each frame, but the same one each frame. So I tried some values like 
(0,0,0), (1,1,1), (255,255,255) and this obviously wasn't good. 

Just one more question to check that I understood things right: are the 3 
lower bits of the r,g,b fields unused? 


pal 


VVVVVVVVVV 


—-MESSAGE FILE 8021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06748 


-—-MESSAGE FILE 8022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006749 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Wed, 18 Jul 2001 23:06:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <9j5laeSkps5@www.netyaroze-europe.com> 
References: <9 j4cidSkps2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-114-148.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Just tried it Jon, 


it sure looks good.. damm near impossible to control where your going but I 
had some fun trying ! heheh 


I just spent the last few minutes ( once I figured out how to move the 
arms ) and switching on the analog controls doing some pretty nifty air 
traffic contols and some rather impressive dancing <grin> and of course 
flying around bouncing off the walls. I even manged to kick the ball a few 
times. Are you planning on having the limbs return to normal resting 


positions on thier own ?.. sort of once you stop moving a limb for half a 
second or so they drift back to resting position ?.. only I do tend to end 
up with a rather uncomfortable looking player quite a lot ( he looks like 
he's doing a intensive yoga session ). In fact for the analogue controls you 
could have the limb go to whatever position the stick is in so they will 
naturally go to resting position if you let the stick go. ( did that make 
sense ? ) 


Im intrigued as to how the game will play.. keep up the good work.. it looks 
like its gonna be pretty impressive. 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 97j4cidSkps2@www.netyaroze-europe.com... 
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> Hello, 

> I'm working on a game for the coverdisk called Obligator. If anyone is 
> stuck for something to do you can down-load the first demo from my 
homepage 

> ~zmoose. It's a zero gravity ball game... currently it's impossible to 


play, but it's kind of relaxing gliding around and stuff. 


> 
> 
> Jon 
> 
> 


-—-MESSAGE FILE 8022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06749 


—-MESSAGE FILE 8023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006750 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Wed, 18 Jul 2001 23:36:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9 j53loSkps6@www.netyaroze-europe. com> 

References: <9j4cidSkps2@www.netyaroze-europe.com> <9j5laeSkps5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-28-40.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Cheers for the comments Ben and John.. much appreciated. 


Even though I wrote it I find it extremely difficult. Matt suggested having 
points for the number of times you're able to touch the ball.... it might 
end-up like that as actually getting the damn thing in your opponents goal 
will happen once in ablue moon. As I say in the readme.txt I usually forget 
all about getting to the ball because I get transfixed floating around and 
doing summersaults and stuff. 


> Are you planning on having the limbs return 
> to normal resting 
> positions on thier own ? 


...-have you tried pressing the 'Start' key? That should do what you want I 
think. 


Oh yes, by the way, the final version should have the dynamic character 
selection module in .... so different weights or heights of character may 
prove easier to control. 


Jon 


-—-MESSAGE FILE 8023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06750 


—-MESSAGE FILE 8024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006751 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 00:23:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <9 j55v6Skps7@www.netyaroze-europe. com> 

References: <9 j4cidSkps2@www.netyaroze-europe.com> <9 j5laeSkps5@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: cvx-213-48-82-9-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I like this a lot - especially being able to push away from the walls with 
my arms or legs just like an astronaut. Weeeee! 


In fact for the analogue controls you 

could have the limb go to whatever position the stick is in so they will 
naturally go to resting position if you let the stick go. ( did that make 
sense ? ) 


VVVYV 


"Self—-centering" limbs is a great idea - it would make it much easier to aim 
the limbs in a particular direction and to then have a limb return to it's 
default position (e.g. straight leg) as the joystick centers. Much more 
intuitve. And all PS owneres use a dual shock pad these days. 


cheers 

Derek -- flailing around in zero-g =) 

> "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

> news:9j4cidSkps2@www.netyaroze-europe.com... 

> > Hello, 

> > I'm working on a game for the coverdisk called Obligator. If anyone is 
> > stuck for something to do you can down-load the first demo from my 

> homepage 

> > ~zmoose. It's a zero gravity ball game... currently it's impossible to 
> > play, but it's kind of relaxing gliding around and stuff. 

>> 

> > Jon 

>> 

>> 

> 

> 


—-MESSAGE FILE 8024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06751 


-—-MESSAGE FILE 8025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006752 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Wed, 18 Jul 2001 23:49:56 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <9 j51d1Skps8@www.netyaroze-europe. com> 
References: <9 j4cidSkps2@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC89D5F9.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hello Jon, 


no NTSC version!? the pain... now i really really wish i had a PAL 
compatible TV. 


—Omar 


—-MESSAGE FILE 8025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06752 
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-—-MESSAGE FILE 8026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006753 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPM 

Date: Wed, 18 Jul 2001 23:52:40 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <9 j5lioSkps9@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC89D5F9.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


i've never bought any magazines from the UK, but i know in the US there is 
Official US PlayStation Magazine. is this the same magazine that is 
sponsoring the coverdisk contest, or is there another OPM that publishes 
only in the UK which is sponsoring the contest? 


—Omar 


--MESSAGE FILE 8026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06753 


--MESSAGE FILE 8027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006754 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM 

Date: Thu, 19 Jul 2001 09:06:30 +0100 

Organization: SCEE 

Lines: 21 

Message-ID: <9j64j4Skps1l0@www.netyaroze-europe. com> 
References: <9 j5lioSkps9@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Hi Omar, 


The coverdisk we create with your Yaroze games only covers PAL territories. 
So that covers UK, France, Germany, blah blah..... 


Later 
James 


"Omar" <OMetwally7@aol.com> wrote in message 

news: 97j5lioSkps9@www.netyaroze-europe.com... 

> i've never bought any magazines from the UK, but i know in the US there is 
Official US PlayStation Magazine. is this the same magazine that is 
sponsoring the coverdisk contest, or is there another OPM that publishes 
only in the UK which is sponsoring the contest? 


—Omar 


VV V V V V V 


--MESSAGE FILE 8027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06754 


--MESSAGE FILE 8028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006755 
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Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 09:58:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <9j6716S0961@www.netyaroze-europe. com> 
References: <9 j4cidSkps2@www.netyaroze-europe.com> <9 j5laeSkps5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: ch5as11-75-246-29.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


This is cool. You must have spent an age on getting the limb movement right, 
it's excellent and very realistic. I've touched the ball a few times, more 
by luck than judgement as the controls are a touch tricky to get used to, 
but it's good fun just floating around pulling somersaults. 


There was a game called Schizoids on the speccy that had a similar free 
floating feel to it. It was a top down game where you controlled a little 
stick man and had to push the blocks floating around you into the black hole 
in the centre of the screen without being knocked in by them yourself. Was 
fun at the time, I meant it in case you're looking for ideas. 


The game looks promsing though, nice original concept. 


Peter 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 97j5laeSkps5@www.netyaroze-europe.com... 
> Just tried it Jon, 


it sure looks good.. damm near impossible to control where your going but 
had some fun trying ! heheh 


I just spent the last few minutes ( once I figured out how to move the 
arms ) and switching on the analog controls doing some pretty nifty air 
traffic contols and some rather impressive dancing <grin> and of course 
flying around bouncing off the walls. I even manged to kick the ball a few 
times. Are you planning on having the limbs return to normal resting 
positions on thier own ?.. sort of once you stop moving a limb for half a 
second or so they drift back to resting position ?.. only I do tend to end 
up with a rather uncomfortable looking player quite a lot ( he looks like 
he's doing a intensive yoga session ). In fact for the analogue controls 

ou 
could have the limb go to whatever position the stick is in so they will 

> naturally go to resting position if you let the stick go. ( did that make 

> sense ? ) 

> 

> Im intrigued as to how the game will play.. keep up the good work.. it 

looks 

> like its gonna be pretty impressive. 


VE V V V N V V NV VN VV HV V 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news:9j4cid$kps2@www.netyaroze-europe.com... 

> Hello, 

> I'm working on a game for the coverdisk called Obligator. If anyone is 


> stuck for something to do you can down-load the first demo from my 
homepage 


> ~zmoose. It's a zero gravity ball game... currently it's impossible to 
> play, but it's kind of relaxing gliding around and stuff. 

> 

> Jon 

> 

> 


VVVVVVVVVVVVVV VV 
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—-MESSAGE FILE 8028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06755 


-—-MESSAGE FILE 8029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006756 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 10:04:21 +0100 

Organization: SCEE 

Lines: 85 

Message-ID: <9j67vgSo0962@www.netyaroze-europe. com> 

References: <9 j4cidSkps2@www.netyaroze-europe.com> <9 j5laeSkps5@www.netyaroze-europe 
.com> <936716S0961@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Peter, 


I can rememeber Schizoids, I always thought the game was simialr to 
asteroids. 

You used the space bull-dozer to bump the asteroids into the gaping maw. 

I just remember this so well as it was the first game I played, when I were 
a lad! 


:-) 
James 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: 936716So0961@www.netyaroze-europe.com... 

> This is cool. You must have spent an age on getting the limb movement 
right, 

it's excellent and very realistic. I've touched the ball a few times, more 
by luck than judgement as the controls are a touch tricky to get used to, 
but it's good fun just floating around pulling somersaults. 


There was a game called Schizoids on the speccy that had a similar free 
floating feel to it. It was a top down game where you controlled a little 
stick man and had to push the blocks floating around you into the black 
ole 
in the centre of the screen without being knocked in by them yourself. Was 
fun at the time, I meant it in case you're looking for ideas. 


The game looks promsing though, nice original concept. 


Peter 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 97j5laeSkps5@www.netyaroze-europe.com... 
Just tried it Jon, 


it sure looks good.. damm near impossible to control where your going 


c 


VVEVVVVVVH C V VV 


had some fun trying ! heheh 


I just spent the last few minutes ( once I figured out how to move the 
arms ) and switching on the analog controls doing some pretty nifty air 
traffic contols and some rather impressive dancing <grin> and of course 
flying around bouncing off the walls. I even manged to kick the ball a 


0) 


times. Are you planning on having the limbs return to normal resting 
positions on thier own ?.. sort of once you stop moving a limb for half 


VVVMhVVVVVVVOVVV VV VV VV VV VV OV VV VV VV 
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> > second or so they drift back to resting position ?.. only I do tend to 
end 

> > up with a rather uncomfortable looking player quite a lot ( he looks 
like 

> > he's doing a intensive yoga session ). In fact for the analogue controls 
> you 

> > could have the limb go to whatever position the stick is in so they will 
> > naturally go to resting position if you let the stick go. ( did that 
make 

> > sense ? ) 

>> 

> > Im intrigued as to how the game will play.. keep up the good work.. it 
> looks 

> > like its gonna be pretty impressive. 

>> 

>> 

> > "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

> > news:9j4cidSkps2@www.netyaroze-europe.com... 

> > > Hello, 

> > > I'm working on a game for the coverdisk called Obligator. If anyone 
is 

> > > stuck for something to do you can down-load the first demo from my 

> > homepage 

> > > ~zmoose. It's a zero gravity ball game... currently it's impossible 
to 

> > > play, but it's kind of relaxing gliding around and stuff. 

>>> 

> > > Jon 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 8029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06756 


—-MESSAGE FILE 8030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006757 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 12:13:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 113 

Message-ID: <9 j6fi1S0963@www.netyaroze-europe.com> 

References: <9j4cidSkps2@www.netyaroze-europe.com> <9j5laeSkps5@www.netyaroze-europe 
.com> <936716S0961@www.netyaroze-europe.com> <9 j67vg$So962@www.netyaroze-europe. com> 
NNTP-Posting-Host: dk3as12-76-227-205.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


It was very similar to Asteriods, the blocks were pretty much the same idea. 
I don't recall it too well, as you say it was a few years ago, I'm tempted 
to play it on an emulator but I won't in case it doesn't live up to the fond 
memories I have for it. :) 


It would have made a good 2 player game, you could either work together 
pushing the blocks in or try and get the other player in the hole. 


But it probably no bearing on Jon's game really, just the floating around 
reminded me of it. 


Peter 


"James Burns" <ps_yaroze@scee.net> wrote in message 
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news: 9j67vgSo962@www.netyaroze-europe.com... 
Hi Peter, 


I can rememeber Schizoids, I always thought the game was simialr to 
asteroids. 

You used the space bull-dozer to bump the asteroids into the gaping maw. 
I just remember this so well as it was the first game I played, when I 
were 

a lad! 


VVVVVV 


:-) 
James 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: 936716So0961@www.netyaroze-europe.com... 

> This is cool. You must have spent an age on getting the limb movement 
right, 

> it's excellent and very realistic. I've touched the ball a few times, 
more 

> > by luck than judgement as the controls are a touch tricky to get used 
to, 

> > but it's good fun just floating around pulling somersaults. 

>> 


VVVVVVVVV VV 


> > could have the limb go to whatever position the stick is in so they 
ill 
> > naturally go to resting position if you let the stick go. ( did that 


> Im intrigued as to how the game will play.. keep up the good work.. it 
looks 


> > There was a game called Schizoids on the speccy that had a similar free 
> > floating feel to it. It was a top down game where you controlled a 
little 

> > stick man and had to push the blocks floating around you into the black 
> hole 

> > in the centre of the screen without being knocked in by them yourself. 
Was 

> > fun at the time, I meant it in case you're looking for ideas. 

> > 

> > The game looks promsing though, nice original concept. 

>> 

> > Peter 

>> 

>> 

> > "John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 

> > news:9j5laeSkps5@www.netyaroze-europe.com... 

> > > Just tried it Jon, 

>>> 

> > > it sure looks good.. damm near impossible to control where your going 
> but 

>> I 

> > > had some fun trying ! heheh 

>>> 

> > > I just spent the last few minutes ( once I figured out how to move the 
> > > arms ) and switching on the analog controls doing some pretty nifty 
air 

> > > traffic contols and some rather impressive dancing <grin> and of 
course 

> > > flying around bouncing off the walls. I even manged to kick the ball a 
> few 

> > > times. Are you planning on having the limbs return to normal resting 
> > > positions on thier own ?.. sort of once you stop moving a limb for 
half 

>a 

> > > second or so they drift back to resting position ?.. only I do tend to 
> end 

> > > up with a rather uncomfortable looking player quite a lot ( he looks 
> like 

> > > he's doing a intensive yoga session ). In fact for the analogue 
controls 

> > you 

> 

w 

> 

> 

> 

> 

> 

> 
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> > > like its gonna be pretty impressive. 

>>> 

>>> 

> > > "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

> > > news:9j4cidSkps2@www.netyaroze-europe.com... 

> > > > Hello, 

> > > > I'm working on a game for the coverdisk called Obligator. If anyone 
> is 

> > > > stuck for something to do you can down-load the first demo from my 
> > > homepage 

> > > > ~zmoose. It's a zero gravity ball game... currently it's impossible 
> to 

> > > > play, but it's kind of relaxing gliding around and stuff. 

>>>> 

> > > > Jon 

>>>> 

>>>> 

>>> 

Հ--- 

>> 

>> 

> 

> 


—-MESSAGE FILE 8030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06757 


—-MESSAGE FILE 8031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006758 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 12:34:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9j6gjp$0964@www.netyaroze-europe. com> 

References: <97j4cidSkps2@www.netyaroze-europe.com> <9 j5laeSkps5@www.netyaroze-europe 
.com> <9j6716S0961@www.netyaroze-europe.com> <9 j67vgS$o962@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-118-64.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Thanks for the suggestions. I'm still considering the different controller 
metod like a few of you have suggested. There would be a consierable lag, 
mind you, between you placing the joystick in a particular position and your 
legs ending-up there because of the way the model works. 


> I can rememeber Schizoids, I always thought the game 
> was simialr to asteroids. 


my favorite game of that sort was Oids (I think that was how it was spelt) 
...Յ cross between Chop Lifter and all games ending in "oids". 

Thanks for the suggestions folks, I'll shovel then all in me brain with the 
rest of ‘em. 


Cheers, 
Jon 


—-MESSAGE FILE 8031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06758 


—-MESSAGE FILE 8032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006759 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 12:37:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9j6gpg$o0965@www.netyaroze-europe. com> 
References: <97j4cidSkps2@www.netyaroze-europe.com> <9j51ld1Skps8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-118-64.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Well, I haven't got an NTSC TV but when I get a spare minute I'll change the 
mode, and the screen height and the frames per second variable and link it 
and send it to you.... it may or may not work though because I can't test 
ԼԵ. 


Jon 


—-MESSAGE FILE 8032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06759 


-—-MESSAGE FILE 8033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006760 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Where can I find dyntmd. zip? 

Date: Thu, 19 Jul 2001 15:12:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3B56EADD.F92C18D5@harbinger.com> 
NNTP-Posting-Host: manuk58.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Hi everyone 

<p>I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip file 

I have is corrupt : ( 

<p>I've spent ages looking for clues on the NG and the member pages, but 

I can't remember where I got it from!! 

<p>Thanks 

<p>Andy 

<p>PS - Is anyone interested in seeing a Gravity Girl work-in-progress 
demo?&nbsp; I could do with some feedback about the so-called automatic 

"camera" i've put into my background drawing routine (i.e. does it make 

you feel seasick or anything?!) , and how well/badly the ship handles etc...énbsp; 
I guess that there could be some interia on the camera zoom in/out to make 

it a bit less harsh, but i'm after other people's opinions! 

<p>There's not a great deal you can do though, you can land/take off, the 
camera zooms in/out when you get close to scenery, and you can mess about 

with the ship's mass/engine force settings, and the world gravity setting.énbsp; 
It's fairly trancy with the current settings, but play around and if you 

find something that plays well, please let me know! 

<p>I'll upload it to my FTP directory later on when I get home from work: &nbsp; 
<A HREF="http://www.netyaroze-europe.com/~partinga/ftp/">http://www.netyaroze-europe 
.com/~partinga/ftp/</A> 

<br>énbsp; </html> 


-—-MESSAGE FILE 8033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06760 


—-MESSAGE FILE 8034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0006761 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Thu, 19 Jul 2001 15:53:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9j6saiSo966@www.netyaroze-europe. com> 
References: <9 j4cidSkps2@www.netyaroze-europe.com> <9 j51ld1Skps8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-131-229.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I've put an NTSC version on my home page now (/~zmoose). I hope it works... 
I think a bit of the room will be missed-off the bottom. 


Jon 


—-MESSAGE FILE 8034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06761 


—-MESSAGE FILE 8035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006762 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: weird pixel vanishing in sprite 

Date: 19 Jul 2001 18:03:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01c1107c$c9da4a80S4f1be4d5@pal—s—omnibook> 
NNTP-Posting-Host: nas-cbv-4-27-79.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I was happily coding when I noticed that a few pixels from some of my 
sprites were just missing. After a lot of checking, I still can't find out 
why. It happens always with the same bitmap data, and the same pixels. 
Whatever the coordinates of the sprite on the screen, and of the bitmap in 
vram, the missing pixels remain the same in every instance of the sprite 
drawn. 


The most intriguing fact is that if I scale up the sprite (say, 2*4096), 
all the pixels are here! That means that the bitmap and clut in vram are 
not damaged. 


I ran my proggy on two different TV sets just to check, no difference. 


I changed the background color (from black to dark and light grey) to 
ensure it is not an illusion... 


Has anyone ever met this? This is pretty weird... Any comment welcome! 
(btw, if my description is unclear, please tell me so I can try and fix it 
;) ) 

r 


pal 


--MESSAGE FILE 8035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06762 


—-MESSAGE FILE 8036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006763 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird pixel vanishing in sprite 

Date: Thu, 19 Jul 2001 19:34:54 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <9j78moSqcd1l@www.netyaroze-europe. com> 
References: <01c1107cS$c9da4a80S4fl1lbe4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: modem-20.amlodipine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Pal! 


I had some strange problems with sprites a while back that puzzled me for 
ages! I don't recall missing pixels but I do remember a lot of things like: 
- no transparency when transparency was active 

— sprites being displayed upside-down or back-to-front even though the 
scalex and scaley values were set to 4096 

— refusing to zoom in/out even though the relevant bits were set in the 
attribute etc etc!! 


Nearly drove me to DirectX!! :) 


Eventually I recovered my sanity and figured out that my program had been 
overwriting the sprite structures in memory - in other words, I had 
something like this in memory: 


Stack 


free memory... 


My .tims 
My program 

0x80090000 
OS 

0x00000000 


I changed my siocons script and the link address of my program so I got 
this: 


Stack 


free memory... 


My program 


0x800b0000 
My .tims 
0x80090000 
OS 
0x00000000 
i.e. made it so that the program sat well above the .tims. I recompiled 


everything, reuploaded all the data and it worked fine! 


I've heard rumours that malloc/free are a bit buggy for psx, if you were 
using these (guesswork time) they may have avoided trashing the program 
code, but happily overwritten part of the .tim... maybe thats why it worked 
when I arranged it like in the second example. If that is correct (don't 
know if it is or not), don't link your program too high or the stack may get 
trashed! 


Hope this works for you mate! 
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Andy 


pal <pal_news@hotmail.com> wrote in message 
news:01c1107cS$c9da4a80S4flbe4d5@pal-—s-omnibook... 

> I was happily coding when I noticed that a few pixels from some of my 
sprites were just missing. After a lot of checking, I still can't find out 
why. It happens always with the same bitmap data, and the same pixels. 
Whatever the coordinates of the sprite on the screen, and of the bitmap in 
vram, the missing pixels remain the same in every instance of the sprite 
drawn. 


The most intriguing fact is that if I scale up the sprite (say, 2"4096), 
all the pixels are here! That means that the bitmap and clut in vram are 
not damaged. 


I ran my proggy on two different TV sets just to check, no difference. 


I changed the background color (from black to dark and light grey) to 
ensure it is not an illusion... 


Has anyone ever met this? This is pretty weird... Any comment welcome! 
(btw, if my description is unclear, please tell me so I can try and fix it 
;) ) 

7 


pal 


VVVVVVVVVVVVVV VV VV VV N 


—-MESSAGE FILE 8036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06763 


—-MESSAGE FILE 8037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006764 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: work in progress demo 

Date: Thu, 19 Jul 2001 22:04:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9j7hfsS$qcd2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-—61.mendelevium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi all 


I've got a work-in progress demo at my ftp site: 
www.netyaroze-europe.com/~partinga/ftp 


You can change the mass of the ship with L2/R2, change the force of the 
engine with L1/R1, and change the gravity of the world with triangle/circle. 
It's fairly trancy to handle with the current settings, but if you find a 
nice combination, please let me know! 


this setting feels quite decent as well - makes falling a bit more stressful 
>) 

mass=115 

force=25 

gravity=6 


Let me know what you think! 
Cheers 


Andy 
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-—-MESSAGE FILE 8037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06764 


-—-MESSAGE FILE 8038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006765 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird pixel vanishing in sprite 

Date: 19 Jul 2001 22:49:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01c110a4$bae475a0$151be4d5@pal—s-—omnibook> 

References: <01c1107cS$c9da4a80S4f1lbe4d5@pal-s-omnibook> <9j78moSqcdl@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-4-27-21.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Andy, 

Thanks for your suggestions. Unfortunately I'm already putting my tims (I 
remember having memory trashing problems similar to those you described) 
under the code, and not using any malloc... so I'll still watch my pixels 
vanish for the moment :) 


> I've heard rumours that malloc/free are a bit buggy for psx 


I think I remember noticing that free(NULL) fails (not a big deal though). 
Anyway, when I'm sure I have a fixed amount of memory, I prefer not to use 
malloc, and manage memory 'by hand'. 


cheers, 
pal 


—-MESSAGE FILE 8038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06765 


-—-MESSAGE FILE 8039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006766 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: 19 Jul 2001 22:54:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c110a5$6051b3e0$151be4d5@pal-—s-omnibook> 
References: <9 j4cidSkps2@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-4-27-21.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Yes! 

I managed to touch the ball! 

You really did a good job with the limb movement, Jon. I couldn't get used 
to the controls, though. 


pal 


—-MESSAGE FILE 8039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06766 


—-MESSAGE FILE 8040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006767 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird pixel vanishing in sprite 

Date: Fri, 20 Jul 2001 00:03:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <9j7p07Sqcd3@www.netyaroze-europe. com> 
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References: <01c1107cS$c9da4a80S4fl1lbe4d5@pal-—s-omnibook> 
NNTP-Posting-Host: host213-122-153-173.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Pal, 
OK.. dunno if this is any help.. or if Im even right.. but here goes. 


You say a few pixels were missing.. they wernt by any chance missing a whole 
column from either the left or the right side of the sprite ? 

Again.. Im digging something out from way back in the depths of my memory 
here but I seem to recall that a TIM should be created 

so it fits in a whole 16 bit boudry... ie.. if you are defining a tim as 8 
bit it must be a multiple of 2 pixels wide.. and 4 bit a multiple of 4. 

I presume this is because the GPU works in 16bit chunks so if your TIM 
doesnt fit exactly then the GPU loses the plot somewhat. 


Once again.. if anyone knows Im spouting rubbish could you let me know so I 
dont keep making a fool of myself :) 


Hope this helps 


Cheers 
John ( QuietBloke ) 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c1107cS$c9da4a80S4flbe4d5@pal-—s-omnibook... 

> I was happily coding when I noticed that a few pixels from some of my 
sprites were just missing. After a lot of checking, I still can't find out 
why. It happens always with the same bitmap data, and the same pixels. 
Whatever the coordinates of the sprite on the screen, and of the bitmap in 
vram, the missing pixels remain the same in every instance of the sprite 
drawn. 


The most intriguing fact is that if I scale up the sprite (say, 2*4096), 
all the pixels are here! That means that the bitmap and clut in vram are 
not damaged. 


I ran my proggy on two different TV sets just to check, no difference. 


I changed the background color (from black to dark and light grey) to 
ensure it is not an illusion... 


Has anyone ever met this? This is pretty weird... Any comment welcome! 
(btw, if my description is unclear, please tell me so I can try and fix it 
;) ) 

r 


pal 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 8040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06767 


—-MESSAGE FILE 8041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006768 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Fri, 20 Jul 2001 00:16:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <9j7po3Sqcd4@www.netyaroze-europe. com> 
References: <9j7hfsS$qcd2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-153-173.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 
Hi Andy, 


Just managed to have a quick go with your demo ( Got a bit carried away with 
the coding and didnt realize what time it was ). 

Your default values seemed to have a nice feel to it already. Nice demo.. 1 
flew around quite a bit and tried various settings but I guess the ideal 
settings are kind of dependant on what the game is gonna be. The zooming in 
when you get close to the edge is a nice touch.. though it does get a bit 


blocky. 
So.. Any info on what the actual game will be ?.. as always Im intrigued... 
or is it still hush..hush. 

It reminds me օք errmmm.. is it XPilot ?.. the unix/linux multiplayer game 
?.. not sure now.. I must be getting sleepy.. it'll come to me by tommorow. 


After a slow start this year is looking like a good year for new Yaroze 
releases.. :) 


Cheers 
John ( QuietBloke ) 


"Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> wrote in message 
news: 9j7hfs$qcd2@www.netyaroze-europe.com... 


> Hi all 

> 

> I've got a work-in progress demo at my ftp site: 

> www.netyaroze-europe.com/~partinga/ftp 

> 

> You can change the mass of the ship with L2/R2, change the force of the 
> engine with L1/R1, and change the gravity of the world with 


triangle/circle. 

> It's fairly trancy to handle with the current settings, but if you find a 
> nice combination, please let me know! 

> 

> this setting feels quite decent as well - makes falling a bit more 
stressful 


v 


mass=115 
force=25 
gravity=6 
Let me know what you think! 


Cheers 


Andy 


VVVVVVVVVV VV 


—-MESSAGE FILE 8041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06768 


-—-MESSAGE FILE 8042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006769 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Jeff Lawton (nemesis) anyone know contact for him? 
Date: Fri, 20 Jul 2001 14:55:04 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9j86f3Sqcd5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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Hey Guys, 


Im trying to track down the latest build of some software he wrote called 
PSX IDE, he was originally yaroze-world.org, but the sites dead, i know 
there a mirror on someone site, but the program i want psx ide is only an 
old version, did anyone download the very last version he put out? i 
contacted him long ago, and he was going to emil me the source, but never 
heard back from him, i have a yahoo address for him, but doesnt seem to 
reply, so anyone know how to contact him? 


thanks 


—-MESSAGE FILE 8042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06769 


—-MESSAGE FILE 8043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006770 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Fri, 20 Jul 2001 12:06:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 113 

Message-ID: <3B5810A3.ACEEB5CO@harbinger.com> 

References: <9 j7hfs$qcd2@www.netyaroze-europe.com> <9j7po3S$qcd4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: manuk94.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

&nbsp; 

<p>"John ( QuietBloke )" wrote: 

<blockquote TYPE=CITE>Hi Andy, 

<p>Just managed to have a quick go with your demo ( Got a bit carried away 
with 

<br>the coding and didnt realize what time it was ).</blockquote> 
Cheers for giving it a test mate! 

<p>Heh, I got carried away the other night as well, I looked at the clock 
and it was about 11, next thing I know it's quarter past two and I had 
to be in work next day :) 

<blockquote TYPE=CITE>&nbsp; 

<br>Your default values seemed to have a nice feel to it already. Nice 
demo..&nbsp; I 

<br>flew around quite a bit and tried various settings but I guess the 
ideal 

<br>settings are kind of dependant on what the game is gonna be.&nbsp; 
The zooming in 

<br>when you get close to the edge is a nice touch.. though it does get 
a bit 

<br>blocky.</blockquote> 


<p><br>Yeah, the blockiness can be fixed at maximum zoom - the sprites 

that make up the map are 32*32 and zoomed out/in to make them look 16*16 

or 64*64, if I make them bigger that will get rid of that problem! &nbsp; 

Same sort of thing with the ship as well.&nbsp; It's nice to know you like 

the current handling! &nbsp; I will eventually get round to putting in Dual 
Shock support for analogue engine control, so you can hover a bit easier. 
<blockquote TYPE=CITE>&nbsp; 

<br>So.. Any info on what the actual game will be ?.. as always Im intrigued... 
<br>or is it still hush..hush.</blockquote> 


<p><br>I've got a few ideas bouncing around (none original, most pulled 
from the speccy/NES age of gaming!).&nbsp; At the moment, the story goes 
that the ship you fly around is an escape pod equipped with basic projectile 
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weapons and a tractor beam, and the basic aim of the game is to find the 

pieces of a booster and some fuel, so you can get back into orbit to escape 
from this planet which has been taken over by something sinister. [shades 

of Jetpack on the speccy, Exile on the Amiga and Solar Jetman on the NES!]&nbsp; 
<p>However you may find scientists dotted around the map (staff from the 
radiotelescope, if it appears in the final game!), who can build new weapons 
for you if you rescue them - its up to you if you rescue these or not.é&nbsp; 

If you get enough scientists, they can build you some superbombs which 

you can lower into a volcano to the core of the planet, so you can blow 

it up when you escape [i've been watching Dark Star recently as well :)].&nbsp; 
Some areas you won't be able to get to in your ship, so you will have to 

get out and explore on foot. 

<p>All or none of these ideas may appear in the final game, depending on 
whether or not I think of something better :) 

<p>I put some code to fire weapons in last night and because I had no delay 
between firing the weapons, it looked a bit like water coming out of a 

hosepipe - so after this I may do a 2D firefighting game.&nbsp; And I can 
probably reuse my code for Conflict to make some sort of Arkanoid clone...&nbsp; 
so things are looking up for me in the Yaroze coding department (for 2D 

that is)! 


<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>&nbsp;It reminds me of errmmm.. is it XPilot ?.. the unix/linux multiplayer 
game 

<br>?.. not sure now.. I must be getting sleepy.. it'll come to me by tommorow. 
<br>énbsp; </blockquote> 

I've just visited the XPilot homepage - and you're right it does look similar! énbsp; 


I've heard of it but i've never really seen it.&nbsp; XPilot sounds excellent 
though, when I have some spare time, i'll have to dig out my old Linux 
machine I used for a bit at uni and see if I can get it working! 
<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>After a slow start this year is looking like a good year for new Yaroze 
<br>releases.. :) 

<br>énbsp; </blockquote> 

Yeah, Defender was quality, and Obligator looked great (if a bit tough 
to control on a standard pad, I couldn't find my Dual Shock at the time!) 
<br>é&nbsp; 

<p>Cheers! 

<p>Andy 

<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>Cheers 

<br>John ( QuietBloke ) 

<p>"Andrew Partington" &lt;a.partington@yaroze41.freeserve.co.uk> wrote 
in message 

<br><a href="news:9j7hfsSqcd2@www.netyaroze-europe.com">news:9j7hfsSqcd2@www.netyaro 
ze-europe.com</a>... 

<br>> Hi all 

<br>> 

<br>> I've got a work-in progress demo at my ftp site: 

<br>> www.netyaroze-europe.com/~partinga/ftp 

<br>> 

<br>> You can change the mass of the ship with L2/R2, change the force 
of the 

<br>> engine with L1/R1, and change the gravity of the world with 
<br>triangle/circle. 

<br>> It's fairly trancy to handle with the current settings, but if you 
finda 

<br>> nice combination, please let me know! 

<br>> 

<br>> this setting feels quite decent as well - makes falling a bit more 
<br>stressful 

<br>> :) 

<br>> mass=115 

<br>> force=25 

<br>> gravity=6 

<br>> 

<br>> 

<br>> Let me know what you think! 

<br>> 

<br>> Cheers 

<br>> 
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<br>> Andy 

<br>> 
<br>></blockquote> 
</html> 


—-MESSAGE FILE 8043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06770 


—-MESSAGE FILE 8044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006771 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Fri, 20 Jul 2001 12:46:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <9j95n4Ssk21@www.netyaroze-europe. com> 
References: <9j7hfsSqcd2@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-127-240.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Cool demo Andy seems like this one is coming along well. 


I found the defaut setting a bit "heavy" I prefer a lighter ship, less 
gravity and so twitchier controls. I found the zooming too fast, maybe some 
ease in and ease out could be added? Also maybe the distance from edges 
before the zoom occurs could be increased, I found by the time it zoomed I'd 
mostly hit the thing, but I'm probably just crap :) Lastly I hope the 
walls are going to rebound the ship, I kept sticking to them then flying off 
really fast when trying to get out. 


I really like your plot ideas, the yaroze could do with a proper adventure 
it's mostly bitesize stuff that gets done. 


Keep up the good work as ever! 
Mattv 


Andrew Partington <a.partington@yaroze41.freeserve.co.uk> wrote in message 
news: 9j7hfs$qcd2@www.netyaroze-europe.com... 


> Hi all 

> 

> I've got a work-in progress demo at my ftp site: 

> www.netyaroze-europe.com/~partinga/ftp 

> 

> You can change the mass of the ship with L2/R2, change the force of the 
> engine with L1/R1, and change the gravity of the world with 


triangle/circle. 

> It's fairly trancy to handle with the current settings, but if you find a 
> nice combination, please let me know! 

> 

> this setting feels quite decent as well - makes falling a bit more 
stressful 


v 


mass=115 
force=25 
gravity=6 
Let me know what you think! 


Cheers 


Andy 


VVVVVVVVVV VV 


—-MESSAGE FILE 8044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06771 


—-MESSAGE FILE 8045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006772 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Fri, 20 Jul 2001 13:30:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9j98bfS$sk22@www.netyaroze-europe. com> 
References: <9j7hfsS$qcd2@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-155-31.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Ah yes, looks good, and I like that sort of game i.e. Luna Lander / Oids. 
The trust works nicely. The gravity girl looks a nice bit of art...how she 
that going to fit in (she doesn't seen to do anything at the moment) ? 


(by the way are the units on the left anything in particular like grams, 
milliNewtons and millimetres/s/s ?) 


Jon 


-—-MESSAGE FILE 8045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06772 


—-MESSAGE FILE 8046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006773 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Fri, 20 Jul 2001 13:36:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9j98kiSsk23@www.netyaroze-europe. com> 

References: <9 j4cidSkps2@www.netyaroze-europe.com> <01c110a5$6051b3e0$151be4d5@pal-s 
-omnibook> 

NNTP-Posting-Host: host213-122-155-31.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Cheers! 
Hmm yes the controls... I'll be thinking about those! 


Jon 


-—-MESSAGE FILE 8046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06773 


—-MESSAGE FILE 8047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006774 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi__DELTHIS_ @quicknet.nl> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Action Replay link under Windows 2000 

Date: Fri, 20 Jul 2001 15:00:23 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 28 
Message-ID: 
References: 


<959a51Ssk24@www.netyaroze-europe. com> 
<9iilkdSnjdl@www.netyaroze-europe. com> 


NNTP-Posting-Host: qn-195-66-31-13.quicknet.nl 


X-Priority: 


3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Look for giveio.sys on the internet and install that driver. It will give 
open the door to _inp() en _outp(). 


Maurice Sibrandi 
Author 'YarozeMaster' 


"James Banks" <banksjames@hotmail.com> wrote in message 
news: 9iilkdSnjdl@www.netyaroze-europe.com... 


> HT, oT 
> computer. 


am slowly getting my Yaroze development system set-up on my new 
I have recently upgraded to Windows 2000 from Windows NT 4.0 and 


> I'm trying to get Nice ARS (by Steve Dunn) to work as my Action Replay 


link 

> / server but I'm having a bit of trouble. Does anyone still use the AR 
link 

> ?? If so, have you got it to work under Windows 2000 ?? My main problem is 
> that I either get the log window full of PSX-BOOT messages or I can get it 
> to say Ready.... but there's no interaction between the Yaroze and PC. 

> 

> Thanks, 

> 

> 

> Jim 

> Join the search 

> http://setiathome.ssl.berkeley.edu/ 

> 

> 


—-MESSAGE FILE 8047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06774 


—-MESSAGE FILE 8048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006775 


Path: chuka.playstation.co.uk!news 
From: Andrew Partington <andrew.partington@harbinger.com> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
work in progress demo 


Date: Fri, 20 Jul 2001 14:10:45 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 41 
Message-ID: 
References: 
. com> 


<3B582DD5 .D2915738@harbinger.com> 
<957hfs$qcd2@www.netyaroze-europe.com> <9j98bf$sk22@www.netyaroze-europe 


NNTP-Posting-Host: manuk94.harbinger.co.uk 
Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 


<html> 
énbsp; 


<br>"Jon Prestidge (Jon@surfed.to)" wrote: 


<blockquote 


TYPE=CITE>Ah yes, looks good, and I like that sort of game 


i.e. Luna Lander / Oids. 

<br>The trust works nicely.énbsp; The gravity girl looks a nice bit of 

art...how she 

<br>that going to fit in (she doesn't seen to do anything at the moment) ?</blockquot 


e> 


<p><br>When the ship lands, you will be able to get out and move her around 


in typical platform style - there will be some areas where the ship is 
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too large to get to, and you will have to investigate on foot (inside buildings 
for instance) .&nbsp; And yes, eventually the ship will bounce off the walls 
if you hit them ;) 

<p>Glad you like her though - I was worried that the running animation 

was a bit rough (still is for the arms, and she could do with some bouncy 
hair when she runs!), but then I saw the 3-frame main sprite animation 

in Castlevania:COTM on GBA, and I was happy :)&nbsp; I'm not slagging Castlevania 
off because of this (graphics are secondary to a decent game after all), 

it's excellent, even if you can't indulge in whip-swinging action Dr. Jones 
style, like Castlevania 4 on SNES! !é&nbsp; (which i'd love to put in my 

game!) 

<br>é&nbsp; 

<blockquote TYPE=CITE>&nbsp; 

<br>(by the way are the units on the left anything in particular like grams, 
<br>milliNewtons and millimetres/s/s ?)</blockquote> 


<p><br>The units are in Newtons - the default gravity settings are for 

a moon-like environment (0.6G, i.e. the downward acceleration of gravity 
is 6 Newtons/second/second).&nbsp; At the time I didn't think about the 
units of measurement, I was just concentrating on converting the Newton's 
laws of motion formula from my old secondary school physics textbook into 
something that would give me the instantaneous acceleration value for a 
given force/mass combination, (I ended up with Accel = Force / Mass, then 
the acceleration value gets decomposed into X and Y acceleration values 
using sin and cos) so I didn't have to take time into account in my calculations. 
<br>é&nbsp; 

<p>Cheers! 

<p>Andy</htm1> 


—-MESSAGE FILE 8048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06775 


—-MESSAGE FILE 8049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006776 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Fri, 20 Jul 2001 15:02:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9j9dmdS$sk25@www.netyaroze-europe. com> 

References: <9j7hfsSqcd2@www.netyaroze-europe.com> <9j98bfSsk22@www.netyaroze-europe 

.com> <3B582DD5.D2915738@harbinger.com> 

NNTP-Posting-Host: host213-122-50-197.btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———-—-=_NextPart_000_000B_01C1112D.03678140" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


This is a multi-part message in MIME format. 


Sona =_NextPart_000_000B_01C1112D.03678140 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> When the ship lands, you will be able to get out and move her 
> around in typical platform style=20 


smart: Lunar Landar + platform game. 
> I was worried that the running animation was a bit rough=20 
well I think it looks OK because it is a cartoon-ish style character = 


so you're not expecting to see perfect motion --- the motion seems to = 
fit te style of graphics if you see what I mean. 


oases = _NextPart_000_000B_01C1112D.03678140 
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Content-Type: text/html; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2614.3500" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

DIV><FONT face=3DArial size=3D2>&gt; When the ship lands, you will be = 
le to get=20 
ut and move her</FONT></DIV> 
DIV><FONT face=3DArial size=3D2>&gt;&nbsp;around in typical platform = 
tyle=20 
/FONT></DIV> 
IV>é&nbsp; </DIV> 
IV><FONT face=3DArial size=3D2>smart: Lunar Landar + platform = 
me .</FONT></DIV> 
IV>é&nbsp; </DIV> 
IV><FONT face=3DArial size=3D2>é&gt; I was worried that the running = 
imation was a=20 
it rough </FONT></DIV> 
DIV>&nbsp; </DIV> 
DIV><FONT face=3DArial size=3D2>.. well I think it looks OK because it = 
is a=20 

cartoon-ish style character so you're not expecting to see perfect = 
motion ---Հ-20 

the motion seems to fit te style of graphics if you see what I=20 

mean. </FONT></DIV></BODY></HTML> 


o 


ՃՃԾՋ Բ ՁՈՂ ՊՈՊ Ս ADWA 
ՑԵԱ UO 


Հրամա» = _NextPart_000_000B_01C1112D.03678140-- 


-—-MESSAGE FILE 8049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06776 


—-MESSAGE FILE 8050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006777 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: 20 Jul 2001 16:06:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c11135$7bc17760$8d09e4d5@pal-—s-—omnibook> 

References: <9 j7hfs$qcd2@www.netyaroze-europe.com> <94j95n4Ssk21@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: nas-cbv-6-9-141.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Same opinion as Matt for me about the zoom: cool, but too fast and too 
late. 
Nice job, looking forward for the next version 


pal 


—-MESSAGE FILE 8050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06777 


—-MESSAGE FILE 8051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006778 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: game preview: 'Invs' [zip attached: 13K] 

Date: 20 Jul 2001 16:23:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 327 
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Message-ID: <01c11137$e8037a20$8d09e4d5@pal—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-6-9-141.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all, 


It appears that the mood is at previews these days, so I'm posting mine 
too... It's not yet fun to play but the mechanics are mostly ready for 
turning the thing into a game. Makes a decent screensaver... Please let me 
know what you think :) 


Use L1 when you need the Invs to come again. 
select+start quits. 


I attach it rather than put it on my homepage because it is very small; I 
hope it's ok, please let me know if I'm wrong. 


I also take the opportunity to show the vanishing pixels problem I talked 
about recently: the big sprite uses exactly the same data in vram as the 
small ones on the three top rows. The big one shows all its pixels, but the 
small ones... well, hopefully you'll see. 


I'm going off for about ten days, so don't worry if i do not reply to any 
follow-up quickly. 


pal 


P.S. The story will be roughly as follows : they were, you came, guess what 
i) 
r 


--MESSAGE FILE 8051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06778 


--MESSAGE FILE 8052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006779 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game preview: 'Invs' [zip attached: 13K] 
Date: Fri, 20 Jul 2001 17:41:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <9j9n07$sk26@www.netyaroze-europe. com> 
References: <01c11137$e8037a20$8d09e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-52-254 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Very nice and very stylish in a Designers Republic kind of way. 


I don't reckon all the invaders ought to need multiple hits, maybe just a 
few of the top layer. Maybe they should change colour after each hit too? I 
like the idea of defending the ground and invaders swooping to steal it, 
maybe they should stay there longer tho so you have time to blast them 
before they dissapear, or maybe somekind of warning that they are about to 
swoop down? 


Another fine project on it's way then :) 
Mattv 


pal <pal_news@hotmail.com> wrote in message 
news :01c11137$e8037a20$8d09e4d5@pal-—s-—omnibook... 
> Hi all, 


It appears that the mood is at previews these days, so I'm posting mine 
too... It's not yet fun to play but the mechanics are mostly ready for 
turning the thing into a game. Makes a decent screensaver... Please let me 
know what you think :) 


WNN N VYN 
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Use L1 when you need the Լոտ to come again. 
select+start quits. 


I attach it rather than put it on my homepage because it is very small; I 
hope it's ok, please let me know if I'm wrong. 


I also take the opportunity to show the vanishing pixels problem I talked 
about recently: the big sprite uses exactly the same data in vram as the 
small ones on the three top rows. The big one shows all its pixels, but 


small ones... well, hopefully you'll see. 


I'm going off for about ten days, so don't worry if i do not reply to any 
follow-up quickly. 


EN ՋԱՆ ԱՏԱՄ 
O 


P.S. The story will be roughly as follows : they were, you came, guess 


—-MESSAGE FILE 8052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06779 


—-MESSAGE FILE 8053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006780 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: possible pixel solution... 

Date: Fri, 20 Jul 2001 18:15:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9j90u0Ssk27@www.netyaroze-europe. com> 
References: <01c11137$e8037a20$8d09e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-175-189.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Having a look at the missing pixels I'd say it maybe looks like a scaling 
problem. You might be setting them to something other than 4096 (or should 
it be 4095?), try using GsSortFastSprite cos that turns off scaling and 
rotation, it's a fair bit faster too. 


pal <pal_news@hotmail.com> wrote in message 
news :01c11137$e8037a20$8d09e4d5@pal—s-—omnibook... 
> Hi all, 


> 

> It appears that the mood is at previews these days, so I'm posting mine 

> too... It's not yet fun to play but the mechanics are mostly ready for 

> turning the thing into a game. Makes a decent screensaver... Please let me 
> know what you think :) 

> 

> Use Ll when you need the Invs to come again. 

> select+start quits. 

> 

> I attach it rather than put it on my homepage because it is very small; I 
> hope it's ok, please let me know if I'm wrong. 

> 

> I also take the opportunity to show the vanishing pixels problem I talked 
> about recently: the big sprite uses exactly the same data in vram as the 
> small ones on the three top rows. The big one shows all its pixels, but 
the 

> small ones... well, hopefully you'll see. 

> 

> I'm going off for about ten days, so don't worry if i do not reply to any 
> follow-up quickly. 
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> 

> pal 

> 

> P.S. The story will be roughly as follows : they were, you came, guess 
what 

> 7) 

> 

> 
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—-MESSAGE FILE 8053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06780 


-—-MESSAGE FILE 8054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006781 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird pixel vanishing in sprite 

Date: Fri, 20 Jul 2001 18:49:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9 j9r8qSsk28@www.netyaroze-europe. com> 
References: <01c1107cS$c9da4a80S4fl1lbe4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: du-026-0106.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hmm, sounds nasty. The only thing I can think of is your primitive buffers 
are getting corrupted. That could be tricky to debug so let's hope not :) 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c1107cS$c9da4a80S4flbe4d5@pal-—s-omnibook... 
> I was happily coding when I noticed that a few pixels from some of my 


why. It happens always with the same bitmap data, and the same pixels. 


vram, the missing pixels remain the same in every instance of the sprite 
drawn. 


The most intriguing fact is that if I scale up the sprite (say, 2*4096), 
all the pixels are here! That means that the bitmap and clut in vram are 
not damaged. 


I ran my proggy on two different TV sets just to check, no difference. 


I changed the background color (from black to dark and light grey) to 
ensure it is not an illusion... 


Has anyone ever met this? This is pretty weird... Any comment welcome! 


;) ) 


pal 


VVVVVVVVVVVVVVV NV, NP VV VV 


sprites were just missing. After a lot of checking, I still can't find out 


Whatever the coordinates of the sprite on the screen, and of the bitmap in 


(btw, if my description is unclear, please tell me so I can try and fix it 


—-MESSAGE FILE 8054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06781 


—-MESSAGE FILE 8055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006782 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Sat, 21 Jul 2001 02:35:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 361 
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Message-ID: <9jalovSdfl@www.netyaroze-europe. com> 

References: <9 j7hfs$qcd2@www.netyaroze-europe.com> <94j95n4Ssk21@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-—68.dexfenfluramine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all 


Here's the latest preview - if you don't have the graphics, download the 
first WIP demo from http://www.netyaroze-europe.com/~partinga/ftp 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9395n4Ssk21@www.netyaroze-europe.com... 

> Cool demo Andy seems like this one is coming along well. 

> 

> I found the defaut setting a bit "heavy" I prefer a lighter ship, less 
> gravity and so twitchier controls. I found the zooming too fast, maybe 
some 

> ease in and ease out could be added? 


Yes, the camera definitely needs some intertia - maybe a zoom speed based on 
the speed you are moving. The default controls seem to be going down quite 
well though! 


> Also maybe the distance from edges 
> before the zoom occurs could be increased 


OK, i've done that - you can't do that too much though, because you can end 
up zooming in and losing any visibility before you've even seen the map 
properly! So, i've added a scanner at the top - if you keep your eye on 


that it makes judging falling distances a lot easier! 


> Keep up the good work as ever! 


Cheers, but I may be calling for help soon - i've got a vSync time crisis - 
land on space invaders mountain on the left arm and watch that value rise to 
>200!! I have a couple of tricks up my sleeve to try before I start 
bothering people though like converting some multiplications into shifttadd 
combinations, but there's not too much scope for that. 


In fact, here's some code that's sucking up the raster time. I'm not too 
sure about how to optimise this further apart from converting the multiplies 
into shifts + adds, so any pointers would be much appreciated! 


Cheers 
Andy 


void drawTerrainScanner (BackgroundObject* background) 


{ 


GsBOXF box; 
GSBOXF box2; 


int BGCollisionArrayIndex = 0; 
register long x = 0; 

register long y = 0; 

register long index; 

register long indextemp; 


register long offsetX = 0; 


register long offsetY = 0; 
long offsetXCopy; //Copy of the above calcs to avoid doing any 
long offs 


etyCopy; // divides later on... 


long pixelXScroll; //How many pixels to scroll each block in the map 
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before 
long pixelYScroll; 


// 


looking up a new one on the X or Y axis 


//do majority of pointer dereferencing before inner loop for speed increase 


u_short* mapDataRef = (u_short*) background->mapData; 
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register long BGSizeX = background->backgroundSizexX; 

register long BGSizeY = background->backgroundSizeyY; 

register long BGBlockSizeX = background->mapGraphics-—>blockSizex; 

register long BGBlockSizeY = background->mapGraphics-—>blockSizeyY; 

register long BGDisplaySizeX = background->displaySizex; 

register long BGDisplaySizeY = background->displaySizeyY; 

file://offsetX and offsetY are indices to a piece of map data, created by 
taking the 


// X and Y coordinates and dividing them by the blocksize, 


nearest bl 
offsetX 


while(of 
{ 
offsetX 


} 


offsetxX 


offsety 


while(of 
{ 

offsetyY 
} 


offsety 


offsetXC 
offsetYC 


file://B 
the 

// remai 

// the b 

pixelXSc 


ock. 


(background->scrol1X / BGBlockSizeX); 


fsetX < 0) 


+= BGSizeX; 


%= BGSizeX; file 


(background->scrol 
fsetY < 0) 


+= BGSizeY; 


oN 
= 


BGSizeY; 


օՔՄ7 = 
Opy 


offsetxX; 
offsetyY; 


y doing a MOD (5) 
nder 
lock. 
roll 


roll 


pixelYSc 


box2. 
box2. 
box2. 
box2. 


vex x 


if (scanne 
{ 
box2.r 
box2.g 
box2.b 
} 

else if(s 
{ 

box2.r = 
box2.g 
box2.b 
} 

else /*sc 
{ 
box2.r 
box2.g 


144; 
8; 

22; file://44; 
20; file://40; 


rState 


128; 
0; 


cannerState == SCANNI 


192» 
164; 
0; 


annerstate 


192; 
0; 


part of the above calculation, 


background->scrol1 
background->scrol1 


://keep index in range 


ly / BGBlockSizeyY); 


with the scroll value and the block size, 


i.e. 


lockSizeX; 
lockSizeY; 


BGB 


SCANNER_SAFE) 


ER_WARNING) 


SCANNER_DANGER* / 


how many pixels to 


to get the 


file://backgroundDisplaySizeyY; 


file://Copy of the above calcs to avoid doing any 
// divides later on... 


we get 


scroll 


5264 
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box2.b = 0; 
} 


box2.attribute = 0x40000000; 
GsSortBoxFill (&box2, &WorldOT[activeBuffer],0); 


for (y=0; y<BGDisplaySizeY;y+t) 

{ 

file://optimisation measure - move multiplication out of inner loop 
indextemp = offsetY * BGSizexX; 


for (x=0; x<BGDisplaySizeX; x+t+) 

{ 

file://Get the index to the sprite indicated by the 2D map data array 
index = (u_short) mapDataRef[indextemp + offsetX]; 


if (index != NULL_BLOCk) 
{ 

box.x = x+144; 

box.y = yt8; 


box.w 1 
box.h = 1; 
box.r=255; 
box.g = 255; 
box.b = 255; 


GsSortBoxFill(&box, &WorldOT[activeBuffer], 1); 


if (offsetX++ < 0) 

{ 

offsetX += 86512624: 
} 


offsetX 5- 86512624: 
) 


if (offsetY++ Հ 0) 


{ 
offsetY += BGSizeY; 


} 
offsetY %= BGSizeY; 


offsetX = offsetXCopy; 
} 
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Andrew Partington <a.partington@yaroze41.freeserve.co.uk> wrote in message 
news: 9 j7hfs$qcd2@www.netyaroze-europe.com... 

> Hi all 

> 

> I've got a work-in progress demo at my ftp site: 

> www.netyaroze-europe.com/~partinga/ftp 

> 

> You can change the mass of the ship with L2/R2, change the force of the 
> engine with L1/R1, and change the gravity of the world with 


triangle/circle. 


> It's fairly trancy to handle with the current settings, but if you find 


> nice combination, please let me know! 

> 

> this setting feels quite decent as well - makes falling a bit more 
stressful 

> :) 

> mass=115 


5265 
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force=25 

gravity=6 

Let me know what you think! 

Cheers 


Andy 


VVVVVVVVVVV VV 
VVVVVVVVV VV 


—-MESSAGE FILE 8055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06782 


-—-MESSAGE FILE 8056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006783 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A must see 

Date: Sat, 21 Jul 2001 16:17:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 711 

Message-ID: <9jc6joSdf2@www.netyaroze-europe.com> 

NNTP-Posting-Host: cvx-213-48-181-223-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/related; 
type="multipart/alternative"; 
boundary="———--=_NextPart_000_0041_01C11200.96145760" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


=== = =_NextPart_000_0041_01C11200.96145760 
Content-Type: multipart/alternative; 
boundary="----=_NextPart_001_0042_01C11200.96145760" 


=== = = _NextPart_001_0042_01C11200.96145760 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Gerhard Rittenhofer's F-Racer 
http: //www.netyaroze-europe.com/~GASPERLE/ftp/fracer.ZIP 


cheers 
Derek 


w === = NextPart_001_0042_01C11200.96145760 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4616.200" name=3DGENERATOR> 
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<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV>Gerhard Rittenhofer's F-Racer<BR><A=20 
href=3D"http://www.netyaroze-europe.com/~GASPERLE/ftp/fracer.ZIP">http://= 
www.netyaroze-europe.com/~GASPERLE/ftp/fracer.ZIP</A><BR></DIV> 
<DIV>&nbsp; </DIV> 

<DIV>cheers</DIV> 

<DIV>Derek</DIV> 

<DIV>&nbsp; </DIV><IMG height=3D512=20 
src=3D"http://www.netyaroze-europe.com/~tomaandi/vram.gif" width=3D640>=20 
<DIV><FONT face=3DArial = 

size=3D2><BR><BR></FONT>énbsp; </DIV></BODY></HTML> 


== = = =_NextPart_001_0042_01C11200.96145760-- 


Sessa =_NextPart_000_0041_01C11200.96145760 
Content-Type: image/gif; 
name="vram.gif" 
—-MESSAGE FILE 8056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06783 


—-MESSAGE FILE 8057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006784 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Sat, 21 Jul 2001 16:39:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <9jc7nhSdf3@www.netyaroze-europe. com> 

References: <9 j7hfs$qcd2@www.netyaroze-europe.com> <94j95n4Ssk21@www.netyaroze-europe 
.com> <9jalov$dfl@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-602.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> In fact, here's some code that's sucking up the raster time. I'm not too 
> sure about how to optimise this further apart from converting the multiplies 
> into shifts + adds, so any pointers would be much appreciated! 


Optimising code by sight is a pretty tricky art. I'd be pretty surprised 
if you manage to optimise multiplies any better than gcc -O3 (unless 
you're using info about the values not available at compile time). 
You've only got one in this code anyway, and I bet it's not the 
bottleneck in the loop. 

% is a pretty slow operation usually. I think that in the loop offsetX 
and offsetY are guaranteed to be non-negative, so you don't need 

the <0 comparisons. Also, the most they'll be is BGSizeX-1, so 

instead of: 


if (offsetX++ < 0) 
{ 

offsetX += 86512624: 
} 


offsetX %= BGSizex; 
try: 


offsetX ++; 

if (offsetX == 86512624) offsetX= 0; 

which I think would be much faster (obviously you still need the % 
in the earlier code when offsetX can be any value). 
The exception to this would be if BGSizeX was a multiple of 2, 
in which case val 5 BGSize is equivalent to val ե (BGSizeX-1) 
(*but* the compiler won't perform this optimisation because it 
doesn't know the value of BGSizeX at compile time). You'll have 
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to try different values and code to see which gives you the best 
performance. 


Martin. 


—-MESSAGE FILE 8057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06784 


—-MESSAGE FILE 8058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006785 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game preview: 'Invs' [zip attached: 13K] 
Date: Sat, 21 Jul 2001 18:59:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9jcfvq$36il@www.netyaroze-europe. com> 
References: <01c11137$e8037a20$8d09e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: modem-130-66-60-62.vip.uk.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Oops, I think I just replied to you rather than the board, so here it is 
again 


just having a quick look at the tim file, the missing pixel problem may be 
due to the borders between the objects. I think for 8-bit gfx, the 
horizontal position in the tim file for a sprite should be even, so if you 
either remove the borders or replace them with 2 pixel wide ones rather than 
1 pixel wide, all objects will start at even values. 


Although I may just be talking rubbish, but it's worth a try. 


-—-MESSAGE FILE 8058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06785 


—-MESSAGE FILE 8059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006786 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A must see 

Date: Sat, 21 Jul 2001 19:19:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <9jch2t$36i2@www.netyaroze-europe. com> 

References: <9 jc6joSdf2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-135-27.btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0015_01C1121A.132F4840" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


This is a multi-part message in MIME format. 


===> =_NextPart_000_0015_01C1121A.132F4840 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 
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Impressive game, I havn't unlocked any of the further tracks cos I got = 
bored going round and round but it's quite technically impressive, nice = 
reflections in the car! 


I don't remeber this being announced or anything, is it new? 
Matt 


=== =_NextPart_000_0015_01C1121A.132F4840 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "—-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#a8b0c0> 

<DIV><FONT face=3DArial>Impressive game, I havn't unlocked any of the = 
further=20 

tracks cos I got bored going round and round but it's quite technically=20 
impressive, nice reflections in the car!</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial>I don't remeber this being announced or = 
anything, is it=20 

new?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial>Matt</FONT></DIV></BODY></HIML> 


------ =_NextPart_000_0015_01C1121A.132F4840-- 


—-MESSAGE FILE 8059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06786 


-—-MESSAGE FILE 8060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006787 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A must see 

Date: Sat, 21 Jul 2001 20:46:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <9jcmcj$36i3@www.netyaroze-europe. com> 

References: <9 jc6joSdf2@www.netyaroze-europe.com> <9 jch2t$36i2@www.netyaroze-europe. 

com> 

NNTP-Posting-Host: cvx-213-48-80-206-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="———--=_NextPart_000_002B_01C11226.3AE92660" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


This is a multi-part message in MIME format. 


=== == = _NextPart_000_002B_01C11226.3AF92660 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi 


I haven't been able to unlock the extra tracks either; it's kinda = 
difficult isn't it. 


It was uploaded on 26 October 1999 (see ~GASPERLE/ftp/) so t's not new, = 
but I can't find any mention of it on the NGs. 


Net Yaroze newsgroups message dump.txt 


cheers 
Derek 


"Matt Verran" <mverran@btinternet.com> wrote in message = 
news: 9jch2t$36i2@www.netyaroze-europe.com... 

Impressive game, I havn't unlocked any of the further tracks cos I got = 
bored going round and round but it's quite technically impressive, nice = 
reflections in the car! 


I don't remeber this being announced or anything, is it new? 
Matt 


------ - _NextPart_000_002B_01C11226.3AE92660 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4616.200" name=3DGENERATOR> 


<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#a8b0c0> 

<DIV><FONT face=3DArial size=3D2>Hi</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I haven't been able to unlock the extra = 
tracks=20 

either; it's kinda difficult isn't it.</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>It was uploaded on 26 October 1999 (see = 


~GASPERLE/ftp/) so t's not new, but I can't find any mention of it on = 
the=20 
NGs .</FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>cheers</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2>Derek</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; = 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 
<DIV>"Matt Verran" &1t;<A=20 
href=3D"mailto:mverran@btinternet.com">mverran@btinternet.com</A>&gt; = 
wrote in=20 
message <A=20 


href=3D"news: 9jch2t$36i2@www.netyaroze-europe.com">news: 9jch2t$36i2@www.n= 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3DArial>Impressive game, I havn't unlocked any of the 
further=20 

tracks cos I got bored going round and round but it's quite = 
technically=20 

impressive, nice reflections in the car!</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial>I don't remeber this being announced or = 
anything, is it=20 

new?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial>Matt</FONT></DIV></BLOCKQUOTE></BODY></HTML> 


Segoe = NextPart_000_002B_01C11226.3AE92660-- 
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—-MESSAGE FILE 8060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06787 


—-MESSAGE FILE 8061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006788 
Path: chuka.playstation.co.uk!news 
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From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [Off topic] Nifty PS2 Device 

Date: Sun, 22 Jul 2001 10:27:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9je66uS36i4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


I saw a nifty device for the PS2 in HMV yesterday. 

You slot it into the memory card slot and - hey presto - you have a 
region-free playstation (for playing DVDs from any region) ! No other 
configuration required. 

£19799 


Its from the same people who do action-reply I think. 


-Kenny 


--MESSAGE FILE 8061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06788 


--MESSAGE FILE 8062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006789 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Nifty PS2 Device 

Date: Sun, 22 Jul 2001 11:45:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <9jeblmS36i5@www.netyaroze-europe.com> 
References: <9je66u$36i4@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-16.germanium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Yeah it is by Datel I've got one and it works very well. 


It also gets rid of the 'green effect" when playing a DVD on RGB Scart. 
Very clever stuff. 


What you have to do is boot up off of the CD they give you (it must be a 
complete cold boot, otherwise the PS2 won't accept the disc) Then you 
select what region you want to play from 1-6. Press X and it ejects the 
DVD-drive. Place in the film that you want, close the drive, and then the 
PS2 reboots itself to the browser screen where you simply click on the DVD 
and it boots. Very clever stuff indeed. 


Check out www.play247.com I think they are selling it for £17.99 with free 
postage. 


Also look at www.dvdregionx.com for more info 


Bob 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 

news: 9je66uS36i4@www.netyaroze-europe.com... 

> I saw a nifty device for the PS2 in HMV yesterday. 

You slot it into the memory card slot and - hey presto - you have a 
region-free playstation (for playing DVDs from any region) ! No other 
configuration required. 

£19799 


V V V V V 
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> Its from the same people who do action-reply I think. 
> 

> -Kenny 

> 

> 


—-MESSAGE FILE 8062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06789 


—-MESSAGE FILE 8063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006790 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos 

Date: Sun, 22 Jul 2001 12:20:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <9jeddv$36i6@www.netyaroze-europe. com> 
References: <9hfieaSb9rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.101 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I've been getting some e-mails regarding OPSM recently 
and really want to clarify that I'm truly no longer involved 
with any decision making on what will appear on OPSM. 


Please contact James Burns or the Net Yaroze support 
e-mail address regarding NY/OPSM. 


I still look forward to playing all your games :) Good luck 
fellas.... 


Bain @ SCEE Technology Group 
"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hfieaSb9rl@www.netyaroze-europe.com... 


> Hi all, 


We're currently planning, with Future/OPSM, to bring back Net Yaroze demos 
to the coverdisk. 


Our plan is to put on a NY demo per disk, starting with one of the demos 
from the back catalogue. (The first game will probably be Rocks and Gems) 


We then plan to put on the coverdisk a selection of the best new demos 
hat 

are submitted, by your goodselves. 

So get your demos in to us. 

We will select which demo goes on what disk and our decision is final! One 
per month will be selected. There is no reward other than having your work 
seen and played by millions of keen PS one owners. 


Rememebr that the standard legal conditions apply: see below... 


George has asked that nobody contacts him for details, he's a very busy 
bunny these days. ( George, not saying you weren't before ;-) ) 


All contact should be directed to myself, James at ps_yaroze@scee.net 
James Burns 


Special Projects 


NOTES: 
L Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 


VVVVVVVVVVVVVV VN N NP V VV EVV NV NV V N V V 
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evidence of the owners express permission for its inclusion will not be 
used. 
2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

32 Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by 
any 

> third party, and must not have been made available to third parties with 
> the intention of commercial usage. 

> 

> 


> 
> 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 8063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06790 


-—-MESSAGE FILE 8064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006791 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Sun, 22 Jul 2001 12:34:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <9jee85S$36i7@www.netyaroze-europe. com> 

References: <9 jllabSfgqal@www.netyaroze-europe.com> <9j2300Sfqa4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 43.193.234.101 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Don't forget Star Fighters is hidden on one of those discs :) Note that 
it's "Fighters"....don't want to upset 3DO! 


Bain @ SCEE Technology Group 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9j2300Sfqa4@www.netyaroze-europe.com... 

> These are the demos I have. "Between the Eyes' and 'Clone' appeared before 
> 11:2, I believe... 


Cheers 
Ben (sitting in a pile of OPM CDs) 


49 Tanx and Decaying Orbit 

48 Time Slip (yay!) and Opera of Destruction 
47 NOTHING 

46 Yaroze Video Poker Simulator 
45 Pandora's Box 

44 Adventure Game 

43 Super Bub 

42 Yaroze Compilation 

41 Total Soccer 

40 Blitter Boy 

39 Mah Jong 

38 Haunted Maze 


19:2 Psychon and Pushy 2 

(Tekken 3 Collectors Edition demo appeared this month) 
Hover Car Racing 

Gravitation 

Rocks-n-Gems 

Coneman 

Terra Incognita 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


bh 
Oo 
NNNNN 
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13:2 Bouncer 2 
12:2 Bouncer 2 (advertised but didn't appear - you bad boy, Scott :) ) 
11:2 Dog Tail 


TRET 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news:9j1lab$fqal@www.netyaroze-europe.com... 
Hi all 


Could you help me fill in the gaps in this list of Yaroze OPSM coverdisc 
appearances. I presume the first OPSM Yaroze demo was Rocks'n'Gems in #33 
and the last appeared in #49. Corrections to the list will be 

ppreciated. 


Cheers 
Derek 


#49 Tanx, Decaying Orbit 
48 Time Slip, Opera of Destruction 


44 Adventure Game 


42 Yaroze Compilation: 


Between The Eyes, Blitter Boy, 
Bouncer 2, Clone, 

Gravitation v1.3, Mah Jongg, 
Haunted Maze, Pushy IIb, 
Psychon, Hover Car Racing, 
Coneman, Rocks'n'Gems, 

Terra Incognita, Total Soccer 


40 Blitter Boy 


37 Psychon, Pushy IIb 


34 Gravitation v1.1 
33 Rocks'n'Gems 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VD VV VV VV VV VV VV VV 
ws 
տ 


—-MESSAGE FILE 8064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06791 


—-MESSAGE FILE 8065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006792 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Platform Help. 

Date: Sun, 22 Jul 2001 12:35:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9jeeb9S36i8@www.netyaroze-europe. com> 
References: <94j30s4S$j0e3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.101 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 


Net Yaroze newsgroups message dump.txt Page 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I always wanted to do a SMario Clone with NY...never had the time. 


Bain @ SCEE Technology Group 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9330s4$j0e3@www.netyaroze-europe.com... 

> Ok well im throwing alot of questions around right now, and im still 

> learning, so sorry for all the questions, does anyone have any example 
code 

> of say a small platform game, im just playing right now, and am looking to 
> throw together a very basic mario type game, get me used to how things 
work, 


> a character on screen and walk or run, and jump, with a platform her can 
> jump onto but not walkthrough , and an example of being able to walk under 
a 

> platform that you can jump up to. 

> 

> ANy can help with some demo cade for this kinda thing? 

> 

> cheers 

> 

> Greg 

> 

> 
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—-MESSAGE FILE 8065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06792 


—-MESSAGE FILE 8066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006793 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where can I find dyntmd.zip? 

Date: Sun, 22 Jul 2001 12:38:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 109 

Message-ID: <9jeef8$36i9@www.netyaroze-europe. com> 

References: <3B56EADD.F92C18D5@harbinger.com> 

NNTP-Posting-Host: 43.193.234.101 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——---=_NextPart_000_0309_01C112AB.26120FBO" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


SSeS =_NextPart_000_0309_01C112AB.26120FBO 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


There is a "maketmd.zip" in the 3D section of "Game Demos" 


---20 
Bain @ SCEE Technology Group 

"Andrew Partington" <andrew.partington@harbinger.com> wrote in message = 
news: 3B56EADD.F92C18D5@harbinger.com... 

Hi everyone=20 

I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip file I 
have is corrupt : (=20 


I've spent ages looking for clues on the NG and the member pages, but = 
I can't remember where I got it from! !=20 
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Thanks=20 
Andy=20 


PS - Is anyone interested in seeing a Gravity Girl work-in-progress = 
demo? I could do with some feedback about the so-called automatic = 
"camera" i've put into my background drawing routine (i.e. does it make = 
you feel seasick or anything?!) , and how well/badly the ship handles = 
etc... I guess that there could be some interia on the camera zoom = 
in/out to make it a bit less harsh, but i'm after other people's = 
opinions!=20 


There's not a great deal you can do though, you can land/take off, the 
camera zooms in/out when you get close to scenery, and you can mess = 
about with the ship's mass/engine force settings, and the world gravity 
setting. It's fairly trancy with the current settings, but play around = 
and if you find something that plays well, please let me know!=20 


I'll upload it to my FTP directory later on when I get home from work: = 
http://www.netyaroze-europe.com/~partinga/ftp/=20 


=o =_NextPart_000_0309_01C112AB.26120FBO 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 
<META content=3D"MSHTML 5.00.3315.2870" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
BODY bgColor=3D#ffffff> 
<DIV><FONT face=3DArial size=3D2>There is a "maketmd.zip" in the 3D = 
section of "Game=20 
Demos"</FONT></DIV> 
<DIV><BR>-- <BR>Bain @ SCEE Technology Group</DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>"Andrew Partington" &1t;<A=20 


A 


href=3D"mailto:andrew.partington@harbinger.com">andrew.partington@harbing= 
er.com</A>&gt;=20 
wrote in message <A=20 


href=3D"news: 3B56EADD.F92C18D5@harbinger.com">news : 3B56EADD.F92C18D5@harb= 
inger.com</A>...</DIV>Hi=20 
everyone=20 


<P>I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip = 
file I have=20 
is corrupt : (-20 


<P>I've spent ages looking for clues on the NG and the member pages, 
but 1-20 
can't remember where I got it from! !=20 
<P>Thanks=20 
<P>Andy=20 
<P>PS - Is anyone interested in seeing a Gravity Girl work-in-progress = 


demo?&nbsp; I could do with some feedback about the so-called = 
automatic=20 

"camera" i've put into my background drawing routine (i.e. does it = 
make you=20 

feel seasick or anything?!) , and how well/badly the ship handles = 
etc...é&nbsp; =20 

I guess that there could be some interia on the camera zoom in/out to 
make it=20 

a bit less harsh, but i'm after other people's opinions!=20 

<P>There's not a great deal you can do though, you can land/take off, 
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the=20 

camera zooms in/out when you get close to scenery, and you can mess = 
about with=20 

the ship's mass/engine force settings, and the world gravity = 
setting. énbsp; =20 

It's fairly trancy with the current settings, but play around and if = 
you find=20 

something that plays well, please let me know!=20 

<P>I'11 upload it to my FTP directory later on when I get home from=20 

work:&nbsp; <A=20 


href=3D"http://www.netyaroze-europe.com/~partinga/ftp/">http://www.netyar= 
oze-europe.com/~partinga/ftp/</A>=20 

<BR>&nbsp; </P></BLOCKQUOTE></BODY></HTML> 
=== s = =_NextPart_000_0309_01C112AB.26120FBO-- 


—-MESSAGE FILE 8066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06793 


—-MESSAGE FILE 8067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006794 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A must see 

Date: Sun, 22 Jul 2001 12:40:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <9jeeja$36i1l0@www.netyaroze-europe. com> 

References: <9jc6joSdf2@www.netyaroze-europe.com> <9jch2t$36i2@www.netyaroze-europe. 

com> <9jcmcj$36i3@www.netyaroze-europe.com> 

NNTP-Posting-Host: 43.193.234.101 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="————-=_NextPart_000_0328_01C112AB.73080EA0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


ժԿ7ԿԿ,/ =_NextPart_000_0328_01C112AB.73080EA0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


This was going to appear on OPSM. The author only told me that it was = 
on his FTP site 

so I can have a look. Sadly, NY was dropped from OPSM before it went = 
on...perhaps 

someone should contact him? 


--»20 
Bain @ SCEE Technology Group 
"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message = 
news: 9jcmcj$36i3@www.netyaroze-europe.com... 
Hi 
=20 
I haven't been able to unlock the extra tracks either; it's kinda = 
ifficult isn't it. 
=20 
It was uploaded on 26 October 1999 (see ~GASPERLE/ftp/) so t's not = 
new, but I can't find any mention of it on the NGs. 


re 


cheers 
Derek 
=20 
"Matt Verran" <mverran@btinternet.com> wrote in message = 
news: 9jch2t$36i2@www.netyaroze-europe.com... 
Impressive game, I havn't unlocked any of the further tracks cos I = 
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got bored going round and round but it's quite technically impressive, 
nice reflections in the car! 


I don't remeber this being announced or anything, is it new? 
Matt 

“sas ass = NextPart_000_0328_01C112AB.73080EA0 

Content-Type: text/html; 


charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.3315.2870" name=3DGENERATOR> 


<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#a8b0c0> 
<DIV><FONT face=3DArial size=3D2>This was going to appear on OPSM.&nbsp; 
The author=20 
only told me that it was on his FTP site</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2>so I can have a look.&nbsp; Sadly, NY = 
was dropped=20 
from OPSM before it went on...perhaps</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2>someone should contact = 
him?</FONT></DIV> 
<DIV><BR>-- <BR>Bain @ SCEE Technology Group</DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: = 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>"Derek da Silva" &1t;<A=20 
href=3D"mailto:dasi@eidosnet.co.uk">dasi@eidosnet.co.uk</A>é&gt; wrote = 


in message=20 
<A=20 


href=3D"news: 9j3cmcj$36i3@www.netyaroze-europe.com">news: 9jcmcj$36i3@www.n= 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3DArial size=3D2>Hi</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I haven't been able to unlock the = 
extra tracks=20 

either; it's kinda difficult isn't it.</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>It was uploaded on 26 October 1999 = 
(see=20 

~GASPERLE/ftp/) so t's not new, but I can't find any mention of it on = 
the=20 

NGs.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>cheers</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2>Derek</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<BLOCKQUOTE dir=3D1tr=20 

style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; 
MARGIN-RIGHT: Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>"Matt Verran" &1t;<A=20 
href=3D"mailto:mverran@btinternet.com">mverran@btinternet.com</A>égt; 
wrote in=20 
message <A=20 


href=3D"news: 9jch2t$36i2@www.netyaroze-europe.com">news: 9jch2t$36i2@www.n= 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3DArial>Impressive game, I havn't unlocked any of = 
the further=20 

tracks cos I got bored going round and round but it's quite = 
technically=20 

impressive, nice reflections in the car!</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial>I don't remeber this being announced or = 
anything, is=20 
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it new?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT = 
face=3DArial>Matt</FONT></DIV></BLOCKQUOTE></BLOCKQUOTE></BODY></HTML> 


ee = _NextPart_000_0328_01C112AB.73080EA0-- 


—-MESSAGE FILE 8067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06794 


—-MESSAGE FILE 8068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006795 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Nifty PS2 Device 

Date: Sun, 22 Jul 2001 14:42:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 
Message-ID: <9je18a$36i1l1@www.netyaroze-europe.com> 

References: <9 je66uS36i4@www.netyaroze-europe.com> <9 jeb1lm$36i5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-119-147.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Bah I have to hope they release one that works on US machines, the nice lady 
at datel said one was coming soon but I expect they say that whatever. 


—-MESSAGE FILE 8068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06795 


-—-MESSAGE FILE 8069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006796 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: F-Racer OPSM 

Date: Sun, 22 Jul 2001 17:40:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <9jevrr$5fkl@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1034-haw.blueyonder.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> "George Bain" wrote... 

> This was going to appear on OPSM. The author only told me that it was on 
his FTP site 

> so I can have a look. Sadly, NY was dropped from OPSM before it went 
on...perhaps 

> someone should contact him? 


Has Gerhard Rittenhofer been contacted about Rocks'n'Gems appearing on OPSM 
75/76? It's possible Gerhard would prefer F-Racer to appear instead, rather 
than have Rocks'n'Gems repeated. Perhaps James Burns could let us know if 
it's worth contacting him about this. 


cheers 
Derek 
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—-MESSAGE FILE 8069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06796 


-—-MESSAGE FILE 8070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006797 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: work in progress demo 

Date: Sun, 22 Jul 2001 22:03:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <9jfeicS5fk2@www.netyaroze-europe. com> 

References: <9 j7hfs$qcd2@www.netyaroze-europe.com> <94j95n4Ssk21@www.netyaroze-europe 
.com> <9jalovSdfl@www.netyaroze-europe.com> <9 jc7nhSdf3@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-241.calcium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Thanks for the help Martin, that's sped things up quite a bit - i'm saving 
around 20-25 hsyncs/frame now! The map size is now a multiple of 2 so 
there's places all over where I can change divides into shifts - i'll try it 
later on and see what happens. 


I also changed DrawSync(0) in my main loop to DrawSync(1) to terminate all 
non-blocking graphics functions before changing display buffers, instead of 
waiting for them to end - I got a significant speed increase when no map 
blocks are being displayed, but the same amount օք hysnc time when 
everything is zoomed in. 


I guess it must be down to my code (the memory traffic can't be helping much 
when scanning through the map array either), but I still find it hard to 
believe the yaroze can only scale/rotate around 440 sprites (actually, 
probably more if you remove the GsSortFixBG16 map in the background) before 
you start to feel panic about the amount of raster time you are left with! 
At the moment, the very worst slowdown is around 230 hysncs, but it doesn't 
affect the screen updates noticably until almost 300. There's still a 
couple of tricks I can resort to though, so all is not lost! 


Thanks again! 


Andy 


instead of: 

if (offsetxX++ < 0) 

i offsetX += BGSizeX; 
} 

offsetX %= BGSizeX; 
try: 


offsetX ++; 
if (offsetX == BGSizeX) offsetX= 0; 


which I think would be much faster (obviously you still need the % 
in the earlier code when offsetX can be any value). 
The exception to this would be if BGSizeX was a multiple of 2, 
in which case val 5 BGSize is equivalent to val ե (BGSizeX-1) 
(*but* the compiler won't perform this optimisation because it 
doesn't know the value of BGSizeX at compile time). You'll have 
to try different values and code to see which gives you the best 
performance. 


VVVVVVVVVVVVVVV VV VV VV VV 
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> Martin. 
> 
> 
> 


—-MESSAGE FILE 8070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06797 


—-MESSAGE FILE 8071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006798 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game preview: 'Invs' [zip attached: 13K] 

Date: Sun, 22 Jul 2001 22:11:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <9jff0uS5fk3@www.netyaroze-europe. com> 

References: <01c11137$e8037a20$8d09e4d5@pal-s-—omnibook> <9j9n07Ssk26@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: modem-241.calcium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yep, this game's looking good, it plays nice and fast! How about being able 
to shoot the alien's gunfire - if you hit it twice or three times in a row, 
it would knock the alien's bullet back towards him for some kind of bonus. 


just a thought :) 
Andy 
Matt Verran <mverran@btinternet.com> wrote in message 


news: 939n07Ssk26@www.netyaroze-europe.com... 
> Very nice and very stylish in a Designers Republic kind of way. 


> 

> I don't reckon all the invaders ought to need multiple hits, maybe just a 
> few of the top layer. Maybe they should change colour after each hit too? 
HE 

> like the idea of defending the ground and invaders swooping to steal it, 
> maybe they should stay there longer tho so you have time to blast them 

> before they dissapear, or maybe somekind of warning that they are about to 
> swoop down? 

> 

> Another fine project on it's way then :) 

> Mattv 

> 

> 

> pal <pal_news@hotmail.com> wrote in message 

> news:01c11137$e8037a20$8d09e4d5@pal-—s-—omnibook... 

> > Hi all, 

>> 

> > It appears that the mood is at previews these days, so I'm posting mine 
> > too... It's not yet fun to play but the mechanics are mostly ready for 
> > turning the thing into a game. Makes a decent screensaver... Please let 
me 

> > know what you think :) 

>> 

> > Use Ll when you need the Invs to come again. 

> > select+start quits. 

>> 

> > I attach it rather than put it on my homepage because it is very small; 
i 

> > hope it's ok, please let me know if I'm wrong. 

> > 

> > I also take the opportunity to show the vanishing pixels problem I 


talked 
> > about recently: the big sprite uses exactly the same data in vram as the 
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> > small ones on the three top rows. The big one shows all its pixels, but 
> the 

> > small ones... well, hopefully you'll see. 

>> 

> > I'm going off for about ten days, so don't worry if i do not reply to 
any 

> > follow-up quickly. 

>> 

> > pal 

>> 

> > P.S. The story will be roughly as follows : they were, you came, guess 
> what 

>> ;) 

>> 

>> 

> 

> 


-—-MESSAGE FILE 8071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06798 


—-MESSAGE FILE 8072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006799 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Platform Help. 

Date: Mon, 23 Jul 2001 10:32:34 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: ՀԶ jfk6o0S5fk4@www.netyaroze-europe. com> 

References: <9j30s4S$j0e3@www.netyaroze-europe.com> <9 jeeb9$36i8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


yeah id like to try it, but im still getting the hang of things, so i need 
some info on how to attempt it. I dont believe that ive seen anyone do a 
platform type game? 


"George Bain" <net_yaroze@scee.net> wrote in message 
news: 9jeeb9$3618@www.netyaroze-europe.com... 
I always wanted to do a SMario Clone with NY...never had the time. 


Bain @ SCEE Technology Group 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9330s4$j0e3@www.netyaroze-europe.com... 

> Ok well im throwing alot of questions around right now, and im still 

> learning, so sorry for all the questions, does anyone have any example 
code 

> of say a small platform game, im just playing right now, and am looking 
° 

> throw together a very basic mario type game, get me used to how things 
work, 

> a character on screen and walk or run, and jump, with a platform her can 
> jump onto but not walkthrough , and an example of being able to walk 
nder 


platform that you can jump up to. 


cheers 


VVVVVVVGEVVVVIEVV NV NV NV VN VV VV VV 


a 
> 
> 
> ANy can help with some demo cade for this kinda thing? 
> 
> 
> 
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> > Greg 
>> 

>> 
> 
> 


-—-MESSAGE FILE 8072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06799 


-—-MESSAGE FILE 8073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006800 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Platform Help. 

Date: Mon, 23 Jul 2001 01:12:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9jfqé65S5fk5@www.netyaroze-europe. com> 

References: <94j30s4$j0e3@www.netyaroze-europe.com> <9 jeeb9$36i8@www.netyaroze-europe 
.com> <9jfk60S5fk4@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-50.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message news: 9jfk6o0S5fk4@www.nety 
aroze-europe.com... 

> yeah id like to try it, but im still getting the hang of things, so i need 

> some info on how to attempt it. I dont believe that ive seen anyone do a 

> platform type game? 


What about timeslip and similar? I think the source code is 
available for it too. 


Martin. 


—-MESSAGE FILE 8073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06800 


—-MESSAGE FILE 8074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006801 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Platform Help. 

Date: Mon, 23 Jul 2001 13:08:34 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9 jftb9S5fk6@www.netyaroze-—europe. com> 

References: <97j30s4S$j0e3@www.netyaroze-europe.com> <9 jeeb9$36i8@www.netyaroze-europe 
.com> <9jfk60S5fk4@www.netyaroze-europe.com> <9 jfq65S5fk5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Any chances you have a link to it? is it somewhat similar to mario? 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 9jfq65S$5fk5@www.netyaroze-europe.com... 

> 

> "Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 
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news: 9jfk60S5fk4@www.netyaroze-europe.com... 


> > yeah id like to try it, but im still getting the hang of things, so i 
need 

> > some info on how to attempt it. I dont believe that ive seen anyone do 
a 

> > platform type game? 

> 

> What about timeslip and similar? I think the source code is 

> available for it too. 

> 

> Martin. 

> 

> 

> 


—-MESSAGE FILE 8074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06801 


--MESSAGE FILE 8075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006802 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Platform Help. 

Date: Mon, 23 Jul 2001 02:30:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9jfuo4S5fk7@www.netyaroze-europe. com> 

References: <9j30s4$j0e3@www.netyaroze-europe.com> <9 jeeb9$36i8@www.netyaroze-europe 
.com> <9jfk60S5fk4@www.netyaroze-europe.com> <9 jfq65S$5fk5@www.netyaroze-europe. com> 
<9jftb9ISSfkE@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-50.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Any chances you have a link to it? is it somewhat similar to mario? 


I couldn't remember when I wrote the last message, but I've 
looked on the site and it's at www.netyaroze-europe.com/~deejay 


It's not really like mario, but I think has a lot of similarities. 
Certainly worth examining for some ideas. 


Martin. 


—-MESSAGE FILE 8075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06802 


-—-MESSAGE FILE 8076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006803 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Platform Help. 

Date: Mon, 23 Jul 2001 16:16:49 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9jg8ciS5fk8@www.netyaroze-europe. com> 

References: <97j30s4S$j0e3@www.netyaroze-europe.com> <9 jeeb9$36i8@www.netyaroze-europe 
.com> <9jfk60S5fk4@www.netyaroze-europe.com> <9 jfq65S5fk5@www.netyaroze-europe. com> 
<9jftb9ISSfk6@www.netyaroze-europe.com> <9 jfuo4S$5fk7@www.netyaroze-europe.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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Excellent, thats exactly the type of thing i was looking for, ok well time 


to learn! 

thanks alot 

"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 9jfuo4S$5fk7@www.netyaroze-europe.com... 


> > Any chances you have a link to it? is it somewhat similar to mario? 


I couldn't remember when I wrote the last message, but I've 
looked on the site and it's at www.netyaroze-europe.com/~deejay 


It's not really like mario, but I think has a lot of similarities. 
Certainly worth examining for some ideas. 


Martin. 


VVVVVVVVV VV 
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—-MESSAGE FILE 8076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06803 


—-MESSAGE FILE 8077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006804 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: F-Racer OPSM 

Date: Mon, 23 Jul 2001 09:45:26 +0100 

Organization: SCEE 

Lines: 38 

Message-ID: <9jgoc5S5fk9@www.netyaroze-europe. com> 
References: <9jevrrS$5fkl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Derek, 


The decision to put Rocks'n'Gems was made before my original announcement. 
The powers above me liked Rocks'n'Gems ;-) 


Later 
James Burns 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9jevrr$5fkl@www.netyaroze-europe.com... 

> > "George Bain" wrote... 

> > This was going to appear on OPSM. The author only told me that it was 
on 
> his FTP site 

> > so I can have a look. Sadly, NY was dropped from OPSM before it went 
> on...perhaps 

> > someone should contact him? 

> 
> 
> 
> 
> 


Has Gerhard Rittenhofer been contacted about Rocks'n'Gems appearing on 
OPSM 

> 75/76? It's possible Gerhard would prefer F-Racer to appear instead, 
rather 

> than have Rocks'n'Gems repeated. Perhaps James Burns could let us know 
> it's worth contacting him about this. 

> 


if 
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cheers 
Derek 


VV V V V V V 


--MESSAGE FILE 8077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06804 


—-MESSAGE FILE 8078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006805 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where can I find dyntmd.zip? 

Date: Mon, 23 Jul 2001 13:56:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <3B5C1F18.E15771C3@harbinger.com> 

References: <3B56EADD.F92C18D5@harbinger.com> <9jeef8$36i9@www.netyaroze-europe. com> 
NNTP-Posting-Host: manuk58.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<body bgcolor="#FFFFFF"> 

Thanks George, but that's not the one!&nbsp; Having said that, I didn't 

have this tutorial either, so i'm not complaining! 

<p>The one I found (I think) had a nice html/text file explaining almost 
everything, from how to set up the 3D stuff in the first place to some 

fairly advanced TMD concepts [fairly advanced for me anyway ;)].é&nbsp; 

It may turn out that the info i'm after wasn't in dyntmd.zip at all, but 

that's the only one in my collection that I can't open! 

<p>Thanks anyway 

<p>Andy 

<p>George Bain wrote: 

<blockquote TYPE=CITE><style></style> 

<font face="Arial"><font size=—1>There 

is a "maketmd.zip" in the 3D section of "Game Demos"</font></font>énbsp; 

<br>-- 

<br>Bain @ SCEE Technology Group 

<blockquote 

style="BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: Opx; PADDING- 
LEFT: 5px; PADDING-RIGHT: Opx">"Andrew 

Partington" &lt;<a href="mailto:andrew.partington@harbinger.com">andrew.partington@h 
arbinger.com</a>> 

wrote in message <a href="news: 3B56EADD.F92C18D5@harbinger.com">news: 3B56EADD.F92C18 
D5@harbinger.com</a>...Hi 

everyone 

<p>I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip file 

I have is corrupt : ( 

<p>I've spent ages looking for clues on the NG and the member pages, but 

I can't remember where I got it from!! 

<p>Thanks 

<p>Andy 

<p>PS - Is anyone interested in seeing a Gravity Girl work-in-progress 
demo?&nbsp; I could do with some feedback about the so-called automatic 

"camera" i've put into my background drawing routine (i.e. does it make 

you feel seasick or anything?!) , and how well/badly the ship handles etc...énbsp; 
I guess that there could be some interia on the camera zoom in/out to make 

it a bit less harsh, but i'm after other people's opinions! 

<p>There's not a great deal you can do though, you can land/take off, the 
camera zooms in/out when you get close to scenery, and you can mess about 

with the ship's mass/engine force settings, and the world gravity setting. énbsp; 
It's fairly trancy with the current settings, but play around and if you 
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find something that plays well, please let me know! 

<p>I'll upload it to my FTP directory later on when I get home from work: &nbsp; 

<a href="http://www.netyaroze-europe.com/~partinga/ftp/">http://www.netyaroze-europe 
.com/~partinga/ftp/</a> 

<br>é&nbsp; </blockquote> 

</blockquote> 


</body> 
</html> 


—-MESSAGE FILE 8078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06805 


—-MESSAGE FILE 8079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006806 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: F-Racer OPSM 

Date: Mon, 23 Jul 2001 15:07:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9jhb9mS7tpl@www.netyaroze-europe. com> 

References: <9jevrrS$5fkl@www.netyaroze-europe.com> <9 jgoc5$5fk9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usrl109-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi Derek, 
The powers above me liked Rocks'n'Gems :-) 


> 

> 

> The decision to put Rocks'n'Gems was made before my original announcement. 
> 

> 


Cool. Gerhard must be pleased. I hope he also submits F-Racer (and makes 
the time limits a little lmore forgiving) =) 


Later 


James Burns 


—-MESSAGE FILE 8079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06806 


-—-MESSAGE FILE 8080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006807 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where can I find dyntmd.zip? 

Date: Mon, 23 Jul 2001 16:43:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 160 

Message-ID: <9 jhh78S7tp2@www.netyaroze-europe. com> 

References: <3B56EADD.F92C18D5@harbinger.com> <9jeef8$36i9@www.netyaroze-europe. com> 
<3B5C1F18.E15771C3@harbinger.com> 

NNTP-Posting-Host: 43.193.234.101 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary="——---=_NextPart_000_06FC_01C11396.9269E480" 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


=== = NextPart_000_06FC_01C11396.9269F480 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Check Robert Swan's homepage (Uni Middlesex.... 


—-=20 
Bain @ SCEE Technology Group 

"Andrew Partington" <andrew.partington@harbinger.com> wrote in message 
news: 3B5C1F18.E15771C3@harbinger.com... 

Thanks George, but that's not the one! Having said that, I didn't = 
have this tutorial either, so i'm not complaining! =20 

The one I found (I think) had a nice html/text file explaining almost = 
everything, from how to set up the 3D stuff in the first place to some = 
fairly advanced TMD concepts [fairly advanced for me anyway ;)]. It may = 
turn out that the info i'm after wasn't in dyntmd.zip at all, but that's 
the only one in my collection that I can't open!=20 


Thanks anyway=20 
Andy=20 
George Bain wrote:=20 


There is a "maketmd.zip" in the 3D section of "Game Demos" =20 
--Հ-20 
Bain 0 SCEE Technology Group=20 
"Andrew Partington" <andrew.partington@harbinger.com> wrote in = 
message news: 3B56EADD.F92C18D5@harbinger.com...Hi everyone=20 
I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip = 
file I have is corrupt : (=20 


I've spent ages looking for clues on the NG and the member pages, 
but I can't remember where I got it from!!=20 


Thanks=20 
Andy=20 


PS - Is anyone interested in seeing a Gravity Girl = 
work-in-progress demo? I could do with some feedback about the = 
so-called automatic "camera" i've put into my background drawing routine = 
(1.6. does it make you feel seasick or anything?!) , and how well/badly = 
the ship handles etc... I guess that there could be some interia on the 
camera zoom in/out to make it a bit less harsh, but i'm after other = 
people's opinions!=20 


There's not a great deal you can do though, you can land/take off, 
the camera zooms in/out when you get close to scenery, and you can mess = 
about with the ship's mass/engine force settings, and the world gravity = 
setting. It's fairly trancy with the current settings, but play around = 
and if you find something that plays well, please let me know!=20 


I'll upload it to my FTP directory later on when I get home from = 
work: http://www.netyaroze-europe.com/~partinga/ftp/=20 
=20 


Soe = _NextPart_000_06FC_01C11396.9269E480 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META content=3D"text/html; charset=3Diso-8859-1" = 
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http-equiv=3DContent-Type> 
<META content=3D"MSHTML 5.00.3315.2870" name=3DGENERATOR></HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT face=3DArial size=3D2>Check Robert Swan's homepage (Uni=20 
Middlesex....</FONT></DIV> 
<DIV><BR>-- <BR>Bain 0 SCEE Technology Group</DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 
<DIV>"Andrew Partington" &1t;<A=20 


href=3D"mailto:andrew.partington@harbinger.com">andrew.partington@harbing= 
er.com</A>&gt;=20 

wrote in message <A=20 
href=3D"news: 3B5C1F18.E15771C3@harbinger.com">news: 3B5C1F18.E15771C3@harb 
inger.com</A>...</DIV>Thanks=20 

George, but that's not the one!é&nbsp; Having said that, I didn't have = 
this=20 

tutorial either, so i'm not complaining!=20 

<P>The one I found (I think) had a nice html/text file explaining = 
almost=20 

everything, from how to set up the 3D stuff in the first place to some 
fairly=20 

advanced TMD concepts [fairly advanced for me anyway ;)].&nbsp; It may = 
turn=20 

out that the info i'm after wasn't in dyntmd.zip at all, but that's = 
the only=20 

one in my collection that I can't open!=20 

<P>Thanks anyway=20 

<P>Andy=20 

<P>George Bain wrote:=20 
<BLOCKQUOTE TYPE=3D"CITE"> 

<STYLE></STYLE> 
<FONT face=3DArial><FONT size=3D-1>There is a "maketmd.zip" in the 
3D section of=20 
"Game Demos"</FONT></FONT>&nbsp; <BR>-- <BR>Bain @ SCEE Technology = 
Group=20 

<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; 
MARGIN-RIGHT: Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx">"Andrew=20 
Partington" &1lt;<A=20 


href=3D"mailto:andrew.partington@harbinger.com">andrew.partington@harbing= 
er.com</A>&gt;=20 
wrote in message <A=20 


href=3D"news: 3B56EADD.F92C18D5@harbinger.com">news : 3B56EADD.F92C18D5@harb= 
inger.com</A>...Hi=20 
everyone=20 


<P>I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip = 
file 1-20 
have is corrupt : (=20 


<P>I've spent ages looking for clues on the NG and the member 
pages, but I=20 

can't remember where I got it from! !=20 

<P>Thanks=20 

<P>Andy=20 

<P>PS - Is anyone interested in seeing a Gravity Girl = 
work-in-progress=20 

demo?&nbsp; I could do with some feedback about the so-called 
automatic=20 

"camera" i've put into my background drawing routine (i.e. does it = 
make=20 

you feel seasick or anything?!) , and how well/badly the ship = 
handles=20 

etc...&nbsp; I guess that there could be some interia on the = 
camera zoom=20 

in/out to make it a bit less harsh, but i'm after other people's 
opinions!=20 


<P>There's not a great deal you can do though, you can land/take 
off, the=20 
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camera zooms in/out when you get close to scenery, and you can = 
mess about=20 

with the ship's mass/engine force settings, and the world gravity=20 

setting.énbsp; It's fairly trancy with the current settings, but = 
play=20 

around and if you find something that plays well, please let me = 
know! =20 

<P>I'11 upload it to my FTP directory later on when I get home = 
from=20 

work:&nbsp; <A=20 


href=3D"http://www.netyaroze-europe.com/~partinga/ftp/">http://www.netyar= 
oze-europe.com/~partinga/ftp/</A>=20 


<BR> &nbsp; </P></BLOCKQUOTE></BLOCKQUOTE></BLOCKQUOTE></BODY></HTML> 
—----- =_NextPart_000_06FC_01C11396.9269E480-- 


—-MESSAGE FILE 8080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06807 


—-MESSAGE FILE 8081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006808 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: F-Racer OPSM 

Date: Mon, 23 Jul 2001 17:39:58 +0100 

Organization: SCEE 

Lines: 31 

Message-ID: <9 jhk5sS7tp3@www.netyaroze-europe. com> 

References: <9jevrrS$5fkl@www.netyaroze-europe.com> <9 jgoc5$5fk9@www.netyaroze-europe 
.com> <9jhb9m$7tpl@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Just had a go of FRacer. 
Well impressive....what's next Ridge Racer Yaroze :-) 
James 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9jhb9mS7tpl@www.netyaroze-europe.com... 

> 

> > Hi Derek, 

>> 

> > The decision to put Rocks'n'Gems was made before my original 
announcement. 


> > The powers above me liked Rocks'n'Gems ;-) 
>> 

> 

> Cool. Gerhard must be pleased. I hope he also submits F-Racer (and makes 
> the time limits a little lmore forgiving) =) 
> 

> cheers 

> Derek 

> 

> > Later 

>> 

> > James Burns 

>> 

> 

> 

> 


—-MESSAGE FILE 8081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06808 
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—-MESSAGE FILE 8082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006809 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <marknay@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: psxCOMM 

Date: Mon, 23 Jul 2001 17:46:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9jhkhcS7tp4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-116-140-cr.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Hi, long time no see :) 


back to working onmy yaroze again now, but i am using win2k so i read about 
psxCOMM working in win2k. I have downloaded it and installed it. I have 
set the comm port up and it will connect to the yaroze fine, my only problem 
is that when i try using the 'Download data file' or 'Download executable 
file' or 'Auto...' commands it comes up 'A file upload is currently in 
progress. Please try once it is completed." in a msg box, but i haven't 
started any file uploads yet. Anyone, well Kenny millar, able to explain 
what the prob is? 


Thanx, 


—-MESSAGE FILE 8082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06809 


—-MESSAGE FILE 8083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006810 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: If you see SID Tell him 

Date: Mon, 23 Jul 2001 18:13:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9jhmdiS7tp5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-36-145.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, 


Quick question I've seen loads of talk on here and in the other groups about 
getting an Amiga style Mod to work on the Yaroze, with various mod players, 
does anyone know of a SID player for the Yaroze, a free one that I can use 
in my stuff? 


If you don't know what SID is it was a sound chip in the Commodore 64 the 
SID sound files are really tiny, well they had to fit in 64k of memory on 
the C64 so they had to be. 


A good source of tech info 
http: //www.geocities.com/SiliconValley/Lakes/5147/sidplay/about .html#techinf 
° 


On another question, does anyone have their Yaroze system hooked into Linux, 
would it be possible to use one of the nice IDES to work with the Yaroze 
compiler, I'm used to CodeWarrior so it might be a bit of a shock? 


Nigel 
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—-MESSAGE FILE 8083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06810 


—-MESSAGE FILE 8084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006811 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: F-Racer OPSM 

Date: Mon, 23 Jul 2001 18:59:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9 jhon3$9911@www.netyaroze-europe. com> 

References: <9jevrrS$5fkl@www.netyaroze-europe.com> <9 jgoc5$5fk9@www.netyaroze-europe 
.com> <9jhb9mS7tpl@www.netyaroze-europe.com> <9 jhk5sS$7tp3@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-356.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Well impressive....what's next Ridge Racer Yaroze :-) 


I agree - it is extremely well put together. 


> > Cool. Gerhard must be pleased. I hope he also submits F-Racer (and makes 
> > the time limits a little lmore forgiving) =) 


I think the first 2 or 3 tracks should have much easier times. 
Also it would be nice if the buttons worked in analogue mode 
so you can use them for acceleration/brake. 


Martin. 


—-MESSAGE FILE 8084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06811 


-—-MESSAGE FILE 8085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006812 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If you see SID Tell him 

Date: Mon, 23 Jul 2001 19:23:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <9 jhq30$9912@www.netyaroze-europe. com> 
References: <9 jhmdiS7tp5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-49-237.btinternet.com 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


A sid player is an excellent idea but i've not seen one unfortunately. Maybe 
someone would like to do one? 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 9jhmdiS$7tp5@www.netyaroze-europe.com... 

> Hi, 

> 

> Quick question I've seen loads of talk on here and in the other groups 
about 

> getting an Amiga style Mod to work on the Yaroze, with various mod 
players, 

> does anyone know of a SID player for the Yaroze, a free one that I can use 
> in my stuff? 
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If you don't know what SID is it was a sound chip in the Commodore 64 the 
SID sound files are really tiny, well they had to fit in 64k of memory on 
the C64 so they had to be. 


A good source of tech info 


VVVVVVV 


http: //www.geocities.com/SiliconValley/Lakes/5147/sidplay/about .html#techinf 
> o 

> 

> On another question, does anyone have their Yaroze system hooked into 
Linux, 

> would it be possible to use one of the nice IDEs to work with the Yaroze 

> compiler, I'm used to CodeWarrior so it might be a bit of a shock? 


v 


> Nigel 
> 
> 
> 


--MESSAGE FILE 8085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06812 


--MESSAGE FILE 8086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006813 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: If you see SID Tell him 

Date: Mon, 23 Jul 2001 22:11:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9ji4cn$9913@www.netyaroze-europe. com> 

References: <9 jhmdiS7tp5@www.netyaroze-europe.com> <9 jhq30$9912@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-54-204.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


There are a couple of PC, Mac, Amiga SidPlayers around, a couple have source 
available, I'm no sound guru so its a bit beyond me, I'm not sure if the 
Yaroze libs let us go deep enough to do this. Anyone with a deeper knowledge 
of the sound capabilities of the Yaroze interested in taking a look, It 
would be an interesting project that I wouldn't mind having a go at but like 
I say I'm not up on sound at all. 


A more detailed look at the SID is available at 
http://studl.tuwien.ac.at/~e9426444/index.html (they have a MS blocker so 
you will have to view it with Netscape, Mozilla, or anything other than IE) 


> A sid player is an excellent idea but i've not seen one unfortunately. 
Maybe 
> someone would like to do one? 


Nigel 


—-MESSAGE FILE 8086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06813 


—-MESSAGE FILE 8087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006814 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GDCE 

Date: Tue, 24 Jul 2001 14:50:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <9jjumeSa2d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Anyone going to GDCE? I've had a bunch of e-mails about it and a snail 
mail flyer about it, but only now do I realise that it's £350!! How am 
I supposed to afford that? You'd think they'd encourage young 
developers, but no... Even the XGDC (it's in Santa Clara though) is 
$100, and they claim to try to keep it as cheap as possible... 


Grrr, 
Rikki 
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—-MESSAGE FILE 8087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06814 


—-MESSAGE FILE 8088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006815 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Tue, 24 Jul 2001 16:34:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <9jk7beSb901@www.netyaroze-europe. com> 


References: <9 jllabS$fgqal@www.netyaroze-europe.com> <9j2300Sfqa4@www.netyaroze-europe 


.com> <9jee85$36i17@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-45-157.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Which disk is Starfighters hidden on George? 


Oh and anyone know when is OPM #75 due in the shops, is #74 the current 
issue? 


Mattv 


George Bain <net_yaroze@scee.net> wrote in message 
news: 9jee85$36i17@www.netyaroze-europe.com... 


it's "Fighters"....don't want to upset 3DO! 


Bain @ SCEE Technology Group 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9j2300Sfqa4@www.netyaroze-europe.com... 

> These are the demos Լ have. 'Between the Eyes' and 'Clone' appeared 
efore 

> 11:2, I believe... 


VVVVVVVVVVVVVVOVVV VV VV VV 


> 

> Cheers 

> Ben (sitting in a pile of OPM CDs) 
> 

> 

> 

> 49 Tanx and Decaying Orbit 

> 48 Time Slip (yay!) and Opera of Destruction 
> 47 NOTHING 

> 46 Yaroze Video Poker Simulator 

> 45 Pandora's Box 

> 44 Adventure Game 

> 43 Super Bub 


Don't forget Star Fighters is hidden on one of those discs :) Note that 


Net 


VN V N N NV V V NV V NV NV NV NV NV VV VV VV VV VV VV VV VV VV VV VV VV VV FEV VV VV VV VV VV VV VV VV VV VV VV VV OV 
VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV ©@V WV VV V VV VV VV VV VV VV VV VV VV VV VV 
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42 Yaroze Compilation 
41 Total Soccer 

40 Blitter Boy 

39 Mah Jong 

38 Haunted Maze 


19:2 


NNNNNNN Nb 


J 
Աջ) 
'Չ 

J 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 


news 


Psychon and Pushy 2 


(Tekken 3 Collectors Edition demo appeared this month) 


Hover Car Racing 
Gravitation 
Rocks-n-Gems 
Coneman 

Terra Incognita 
Bouncer 2 


Dog Tail 


:9jllabSfgqal@www.netyaroze-europe.com... 


Hi all 


Bouncer 2 (advertised but didn't appear - you bad boy, 
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Could you help me fill in the gaps in this list of Yaroze OPSM coverdisc 


appearances. 


and 


the last appeared in #49. Corrections to the list will be 
ppreciated. 


Cheers 
Derek 


Tanx, Decaying Orbit 
Time Slip, Opera of Destruction 


Adventure Game 


Yaroze Compilation: 


Between The Eyes, Blitter Boy, 
Bouncer 2, Clone, 

Gravitation v1.3, Mah Jongg, 
Haunted Maze, Pushy IIb, 
Psychon, Hover Car Racing, 
Coneman, Rocks'n'Gems, 

Terra Incognita, Total Soccer 


Blitter Boy 


Psychon, Pushy IIb 


Gravitation v1.1 
Rocks'n'Gems 


I presume the first OPSM Yaroze demo was Rocks'n'Gems in 


—-MESSAGE FILE 8088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06815 
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-—-MESSAGE FILE 8089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006816 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Tue, 24 Jul 2001 16:35:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9jk7beSb902@www.netyaroze-europe. com> 
References: <9 jhkhcS$7tp4@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-45-157.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Welcome back Mark, 


Good to see you about, sorry I can't help with your problem tho. Are you 
working on a game for the OPM disk too? 


Matt 


—-MESSAGE FILE 8089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06816 


-—-MESSAGE FILE 8090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006817 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Tue, 24 Jul 2001 17:35:50 +0100 

Organization: SCEE 

Lines: 118 

Message-ID: <9jk8a5Sb903@www.netyaroze-europe. com> 

References: <9 jllabSfgqal@www.netyaroze-europe.com> <9j2300S$fqa4@www.netyaroze-europe 
.com> <9jee85$36i17@www.netyaroze-europe.com> <9 jk7beSb901@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Matt, 

If your hoping to see RnG on #75 I'll have to disappoint you. 
We're a bit behind schedule, but planning on #76 

I'll give more info when I get some. 

Cheers 

James 

"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9jk7beSb901@www.netyaroze-europe.com... 


> Which disk is Starfighters hidden on George? 


Oh and anyone know when is OPM #75 due in the shops, is #74 the current 
issue? 


Mattv 


George Bain <net_yaroze@scee.net> wrote in message 

news: 9jee85$36i17@www.netyaroze-europe.com... 

Don't forget Star Fighters is hidden on one of those discs :) Note that 
it's "Fighters"....don't want to upset 3DO! 


VVVVVVVVVV VV 
v 


> 
> 
> 
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Bain @ SCEE Technology Group 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9j2300Sfqa4@www.netyaroze-europe.com... 

> These are the demos I have. 'Between the Eyes' and 'Clone' appeared 
efore 

> 11:2, I believe... 

> 

Cheers 
Ben (sitting in a pile of OPM CDs) 


49 Tanx and Decaying Orbit 

48 Time Slip (yay!) and Opera of Destruction 
47 NOTHING 

46 Yaroze Video Poker Simulator 
45 Pandora's Box 

44 Adventure Game 

43 Super Bub 

42 Yaroze Compilation 

41 Total Soccer 

40 Blitter Boy 

39 Mah Jong 

38 Haunted Maze 


19:2 Psychon and Pushy 2 
(Tekken 3 Collectors Edition demo appeared this month) 
18:2 Hover Car Racing 
17:2 Gravitation 
16:2 Rocks-n-Gems 
15:2 Coneman 
14:2 Terra Incognita 
13:2 Bouncer 2 
12:2 Bouncer 2 (advertised but didn't appear - you bad boy, Scott :) ) 
11:2 Dog Tail 
22??? 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9jllabSfqal@www.netyaroze-europe.com... 
Hi all 


Could you help me fill in the gaps in this list of Yaroze OPSM 
disc 
appearances. I presume the first OPSM Yaroze demo was Rocks'n'Gems in 


ove 


VBVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


33 

> and the last appeared in #49. Corrections to the list will be 
appreciated. 

> 

Cheers 

Derek 


Tanx, Decaying Orbit 
Time Slip, Opera of Destruction 


Adventure Game 


ա OQ1 O: —1 O VO 


42 Yaroze Compilation: 


Between The Eyes, Blitter Boy, 
Bouncer 2, Clone, 

Gravitation v1.3, Mah Jongg, 
Haunted Maze, Pushy IIb, 
Psychon, Hover Car Racing, 
Coneman, Rocks'n'Gems, 


VVVVVVVVVVVVVVV VV VV VV VV VV VV OAV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVV VV VV VV VV VV VV FEV SV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV VV V V 


VVVVVVVVVVVVV VV VV VV VV V 
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Terra Incognita, Total Soccer 


40 Blitter Boy 


37 Psychon, Pushy IIb 


34 Gravitation v1.1 
33 Rocks'n'Gems 


VVVVVVVVVVVVVV VV VV 
VVVVVVVVVVVVVV VV 
VVVVVVVVVVVV VV 


—-MESSAGE FILE 8090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06817 


—-MESSAGE FILE 8091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006818 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <marknay@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Tue, 24 Jul 2001 18:31:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9jkbh4Sb904@www.netyaroze-europe. com> 

References: <9 jhkhcS7tp4@www.netyaroze-europe.com> <9 jk7beSb902@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-116-140-cr.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


Well i am hoping to get the yaroze back working and continue learning the 3D 
side of thngs fromw here i left off, and then using that to try and make a 
game for submit to OPM. If i can't find the solution to this problem i will 
have todo some sort of dual boot, or some another computer out somewhere :) 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9jk7beSb902@www.netyaroze-europe.com... 
> Welcome back Mark, 


> 

> Good to see you about, sorry I can't help with your problem tho. Are you 
> working on a game for the OPM disk too? 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06818 


-—-MESSAGE FILE 8092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006819 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: US GNU/Linux intrest?? 

Date: Tue, 24 Jul 2001 19:59:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9jkgod$b905@www.netyaroze-europe. com> 
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NNTP-Posting-Host: modem-57.south-dakota.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Check this out... 
http://www.ps2linux.scea.com 
Anything going on at SCEE? 


Bob 


—-MESSAGE FILE 8092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06819 


—-MESSAGE FILE 8093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006820 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US GNU/Linux intrest?? 

Date: Tue, 24 Jul 2001 22:25:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9jkpivSb906@www.netyaroze-europe. com> 
References: <9 jkgod$b905@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-54-94 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


You read my mind, I was about to post this when your message popped up. 
Whats it all about then. 

BTW go to http://babelfish.altavista.com/tr if you don't read japanesse. 
Nigel 

"Robert Shand" <bob@shand.org.uk> wrote in message 

news: 9jkgod$b905@www.netyaroze-europe.com... 

> Check this out... 

http://www.ps2linux.scea.com 


Anything going on at SCEE? 


Bob 


VVVVVVV VV 


—-MESSAGE FILE 8093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06820 


—-MESSAGE FILE 8094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006821 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US GNU/Linux intrest?? 

Date: Tue, 24 Jul 2001 22:30:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9jkps3S$b907@www.netyaroze-europe. com> 
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References: <9 jkgod$b905@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-54-94 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Should have read the page :) even with the dodgy translation I'm VERY 
interested 


Nigel 


—-MESSAGE FILE 8094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06821 


—-MESSAGE FILE 8095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006822 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US GNU/Linux intrest?? 

Date: Tue, 24 Jul 2001 23:24:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9jkspq$b908@www.netyaroze-europe. com> 
References: <9 jkgod$b905@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Robert Shand" <bob@shand.org.uk> wrote in message 
news: 9jkgod$b905@www.netyaroze-europe.com... 
> Check this out... 


http://www.ps2linux.scea.com 


V V V V 


Anything going on at SCEE? 


Not until about 5 years after it's released in the US. They say they 
will not release it outside of Japan, but then still guage the 


interest from the US (which by the results is overwhelming - 96% said 
"Yes, they'd buy it'). Why don't they find out if those in the SCEE 


territory are interested? Europe and Australasia is as big a market as 
the US and Japan, if not bigger, so why are we always ignored (and 
pissed on with crap PAL conversions...) 


Rikki 


—-MESSAGE FILE 8095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06822 


—-MESSAGE FILE 8096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006823 

Path: chuka.playstation.co.uk!news 

From: "Webmaster" <webmaster@scee.sony.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: US GNU/Linux intrest?? 

Date: Wed, 25 Jul 2001 11:20:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9jm6ud$b909@www.netyaroze-europe. com> 
References: <9jkgodSb905@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.96 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 
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Technology group site: 
http://www.scee.sony.co.uk/cgi-bin/sceewebl1/scee.pl?ps2linux 

or 
http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linux 
"Robert Shand" <bob@shand.org.uk> wrote in message 


news: 9jkgod$b905@www.netyaroze-europe.com... 
> Check this out... 


> 

> http://www.ps2linux.scea.com 
> 

> Anything going on at SCEE? 

> 

> Bob 

> 

> 

> 


—-MESSAGE FILE 8096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06823 


—-MESSAGE FILE 8097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006824 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:11:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9jmd6uSect1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-234-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This may be of interest to Yaroze owners. 


My Yaroze has been having a problems reading discs for I while, so today I 
gave the PlayStation Care Line a call (08705 998877) hoping to get the 
problem fixed. However, according to the nice lady I spoke to, they have no 
record of any DTL-H3002 model PS and so didn't have a clue what to do. I 
spent ages hanging on the phone while she tried to get though to her 
technical department. In the end, no-one was able to identify it, so I was 
told I'd have to post the PS to them myself with a note explaining what it 
is and the problem I'm having. 


Sending my irreplaceable Yaroze through the post is a little worrying to say 
the least 


cheers 
Derek 


—-MESSAGE FILE 8097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06824 


—-MESSAGE FILE 8098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006825 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:18:54 +0100 

Organization: SCEE 

Lines: 37 

Message-ID: <9jmdkeSect2@www.netyaroze-europe.com> 
References: <9 jmd6uSect1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Derek, 


Have a look here, I'll try and find out if the address to send the kit is 
valid. 


http: //www.netyaroze-europe.com/yaroze/problems/report.htm 

James 

"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9jmd6uSect1l@www.netyaroze-europe.com... 

> This may be of interest to Yaroze owners. 

My Yaroze has been having a problems reading discs for I while, so today I 


gave the PlayStation Care Line a call (08705 998877) hoping to get the 
problem fixed. However, according to the nice lady I spoke to, they have 


Ծ VVVV 


° 
> record of any DTL-H3002 model PS and so didn't have a clue what to do. I 
> spent ages hanging on the phone while she tried to get though to her 

> technical department. In the end, no-one was able to identify it, so I 
was 

> told I'd have to post the PS to them myself with a note explaining what it 
> is and the problem I'm having. 

> 

> Sending my irreplaceable Yaroze through the post is a little worrying to 
say 

> the least 

> 


cheers 
Derek 


VV V V V V V 


--MESSAGE FILE 8098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06825 


--MESSAGE FILE 8099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006826 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:25:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <9jme28Sect3@www.netyaroze-europe. com> 

References: <9 jmd6uSectl@www.netyaroze-europe.com> <9 jmdkeSect2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cvx-213-48-80-234-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Thanks James 
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http: //www.netyaroze-europe.com/yaroze/problems/report.htm 


I looked at this but thought the information was no longer be correct. 


below. 


cheers 
Derek 


SSS Original Message ----- 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Sent: Wednesday, November 22, 2000 3:53 PM 

Subject: Net Yaroze (repairs reminder) 


See 


> Hi all, 

> 

> The one year gaurentee for Net Yaroze machines has been over for some 
time. 

> If you want your 

> Net Yaroze repaired, then you should contact the PlayStation Care Line at 
> 0990-998-877. They will 

> most likely charge for any repairs that are needed. 

> 

> http://www.netyaroze-europe.com/yaroze/problems/guarent -htm 

> 

> Regards, 

> 

> George 

> 
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—-MESSAGE FILE 8099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06826 


—-MESSAGE FILE 8100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006827 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Subject: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:23:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9jme8tSect4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.101 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Xref: chuka.playstation.co.uk scee.yaroze.announce:271 scee.yaroze.freetalk.english: 


6827 


Hi all, 


The one year gaurentee for Net Yaroze machines has been over for some time. 


If you want your Net Yaroze repaired, then you should contact the 
PlayStation Care Line at 


0990-998-877. They will most likely charge for any repairs that are needed. 


http: //www.netyaroze-europe.com/yaroze/problems/guarent.htm 
Regards, 


George 


—-MESSAGE FILE 8100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 8101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006828 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:33:42 +0100 

Organization: SCEE 

Lines: 48 

Message-ID: <9jmeg5Sect 5@www.netyaroze-europe. com> 

References: <9 jmd6uSectl@www.netyaroze-europe.com> <9 jmdkeSect2@www.netyaroze-europe 
.com> <9jme28Sect 3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


I didn't check the guarentee...doh! 
Fortunately George knows all :-) 
Cheers 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9jme28Sect 3@www.netyaroze-europe.com... 

> Thanks James 

> 

> http://www.netyaroze-europe.com/yaroze/problems/report.htm 

> 

> I looked at this but thought the information was no longer be correct. 
See 
below. 


v 


cheers 
Derek 


VV V V 


v 


RSRSRS Original Message ----- 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 
Sent: Wednesday, November 22, 2000 3:53 PM 

Subject: Net Yaroze (repairs reminder) 


> Hi all, 

> 

> The one year gaurentee for Net Yaroze machines has been over for some 

time. 

> If you want your 

> Net Yaroze repaired, then you should contact the PlayStation Care Line 
t 

> 0990-998-877. They will 

> most likely charge for any repairs that are needed. 

> 

> http://www.netyaroze-europe.com/yaroze/problems/guarent.htm 

> 

> Regards, 

> 

> George 

> 


VVVVVVVVVVVVV®@ VV VV VV VV VV VV 


—-MESSAGE FILE 8101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06828 


Net Yaroze newsgroups message dump.txt Page 5305 


-—-MESSAGE FILE 8102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006829 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Repairs 

Date: Wed, 25 Jul 2001 13:36:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <9jmenaSect 6@www.netyaroze-europe. com> 
References: <9 jme8tSect4@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-234-haw.cableinet.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 

Xref: chuka.playstation.co.uk scee.yaroze.announce:272 scee.yaroze.freetalk.english: 
6829 


The number for the PS Care Line is 08705 998877. 


cheers 
Derek 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: 9jme8tSect4@www.netyaroze-europe.com... 

> 

> Hi all, 

> 

> The one year gaurentee for Net Yaroze machines has been over for some 
time. 

> If you want your Net Yaroze repaired, then you should contact the 

> PlayStation Care Line at 

> 0990-998-877. They will most likely charge for any repairs that are 
needed. 

> 

http: //www.netyaroze-europe.com/yaroze/problems/guarent.htm 


Regards, 


George 


VV V V V V V 


—-MESSAGE FILE 8102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06829 


—-MESSAGE FILE 8103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006830 

Path: chuka.playstation.co.uk!news 

From: "graeme evans" <graemeevans@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Wed, 25 Jul 2001 18:08:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9jmuo6Sect 7@www.netyaroze-europe. com> 

References: <9 jhkhcS$7tp4@www.netyaroze-europe.com> <9 jk7beSb902@www.netyaroze-europe 
.com> <9 jkbh4Sb904@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-45-76.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


you could just use siocons.. works fine, have a look for the message 'Yaroze 
and Win 2k - 18/05/01' for setting up the com port. 


best of luck 


evzns 
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"Mark Naylor" <marknay@btinternet.com> wrote in message 

news: 9jkbh4Sb904@www.netyaroze-europe.com... 

> Well i am hoping to get the yaroze back working and continue learning the 
3D 

> side of thngs fromw here i left off, and then using that to try and make a 
> game for submit to OPM. If i can't find the solution to this problem i 


> have todo some sort of dual boot, or some another computer out somewhere 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9jk7beSb902@www.netyaroze-europe.com... 

> Welcome back Mark, 

> 

Good to see you about, sorry I can't help with your problem tho. Are 


working on a game for the OPM disk too? 


> 
u 
> 
> 
> Matt 
> 

> 


MNP k Ou oe E 


—-MESSAGE FILE 8103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06830 


—-MESSAGE FILE 8104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006831 

Path: chuka.playstation.co.uk!news 

From: "Nicholas Ferguson" <home@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDCE 

Date: Thu, 26 Jul 2001 12:08:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9 jotrgSkckl@www.netyaroze-europe. com> 
References: <9 jjumeSa2d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: ip02.tronji.adsl.uk.xo.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I know, I think it's pretty disgusting that it costs so much. 


Especially so considering it's the first one in Europe - you'd think they'd 
be trying to encourage as many people as possible to come. I think if they 
had set the price at £100 - £150 they would have struck a much better 
balance between putting off the fanboys and letting less established 
developers attend. Perhaps they are losing a lot of money even at £350 a 
head, in which case perhaps they should try a cheaper venue? I can't believe 
many places cost more than £75 a head per day if you're talking about 500+ 
people... 


I can't imagine there are many people going who aren't being funded by their 
company. I would pay up to £200 of my own dosh to go, but at £320 (even with 
the early-bird registration and my IGDA membership discount) it is way too 
much for 2 days! :( I plan to write a letter of complaint about it, which 
I'm sure will be roundly ignored. 


See you at the Nintendo Show and ECTS. What's happening with Sony's show, 
BIW? 


Nick 


"Rikki Prince" <rprince@dircon.co.uk> wrote in message 
news: 9jjumeSa2d1@www.netyaroze-europe.com... 
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> Anyone going to GDCE? I've had a bunch of e-mails about it anda snail 
> mail flyer about it, but only now do I realise that it's £350!! How am 
> I supposed to afford that? You'd think they'd encourage young 

> developers, but no... Even the XGDC (it's in Santa Clara though) is 

> $100, and they claim to try to keep it as cheap as possible... 

> 

> Grrr, 

> Rikki 

> 

> 


—-MESSAGE FILE 8104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06831 


—-MESSAGE FILE 8105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006832 

Path: chuka.playstation.co.uk!news 

From: "Nicholas Ferguson" <home@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDCE 

Date: Thu, 26 Jul 2001 12:11:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9jou0pSkck2@www.netyaroze-europe. com> 

References: <9jjumeSa2d1@www.netyaroze-europe.com> <9jotrg$kckl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: ip02.tronji.adsl.uk.xo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Oops, my mistake. Prices don't include VAT so you're talking £411.25 with 
early registration, or £528.75 otherwise. 


Shocking! 


—-MESSAGE FILE 8105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06832 


-—-MESSAGE FILE 8106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006833 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDCE 
Date: Thu, 26 Jul 2001 12:22:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9jouiaSkck3@www.netyaroze-europe. com> 

References: <9 jjumeSa2d1l@www.netyaroze-europe.com> <9 jotrg$kckl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host21l3-122-62-198.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I read this morning (digitiser) that Microsoft have pulled out of ECTS, 
causing EA, Activision, Codemasters, Eidos, Infogrames and THQ to pull out 
as well. Just dodgy joysticks and mobile phones this year then? 


--MESSAGE FILE 8106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06833 


--MESSAGE FILE 8107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006834 
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Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: problems using MIPS asm with CW 
Date: Thu, 26 Jul 2001 12:50:26 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 46 

Message-ID: <3B600402.E34444AC@harbinger.com> 
NNTP-Posting-Host: manuk88.harbinger.co.uk 
Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Hi all 

<p>I disassembled part of my project to find out how to call GsSortSprite 

using assembler, so I can try and speed up my map drawing routine.énbsp; 

Part of the code that was generated looked something like this in the disassembly 
listing: 

<p>lwénbsp; &énbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; a2,activeBuffer (gp) énbsp; &nbsp; &nbsp 
; &nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp 
; &nbsp; énbsp; énbsp; 

— gets activebuffer from 64k GP segment which points at globals 

<p>... 

<br>luiénbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; al,hi(WorldOT) énbsp; énbsp; én 
bsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; &énbsp; &n 
bsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; 

— Gets upper 16 bits of a 32-bit address, lower 16 bits are cleared 
<br>addiuénbsp; &nbsp; énbsp; al,1lo(WorldOT) énbsp; &énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; énbsp; énbsp; 
&nbsp; énbsp; 

— put in the lower 16 bits of the address 

<br>... 

<br>... 

<p>However, if you have the exact same code in the compiler, e.g. 

<p>asm void myAsmRoutine () 

<br> { 

<br>&nbsp; &nbsp; &nbsp; lw a2,activeBuffer (ցք) 

<br>&nbsp; &nbsp; &nbsp; .... 
<br>&nbsp; &nbsp; &nbsp; luiénbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &nbsp; 

al,hi (Worl1dOT) 

<br>&nbsp; &nbsp; &nbsp; addiuénbsp; énbsp; &énbsp; al,lo(WorldOT) 

<br>&nbsp; &nbsp; &nbsp; ... 

<br>&nbsp; &nbsp; &nbsp; 

<br>} 

<p>The compiler complains about an illegal addressing mode for loading 

a2 from activeBuffer(gp), and also doesn't like the lo/hi keywords in the 

lui/addiu expressions (in this case I don't think it refers to the HI/LO 

registers on the multiply/divide unit, I think its refering to the upper 

and lower 16 bits of the address), removing them also gives an illegal 

addressing mode error (I think - i'm not sat in front of CW at the moment) .&nbsp; 
Which is strange, because that's exactly what the disassembler gave me! é&nbsp; 

Is there anything other than lui I can use to grab the address of a structure?énbsp; 
I remember browsing some MIPS tutorial on the web (might have been R2000 

though) and there is an la instruction (which CW does recognise and compile) 

— could this load a full 32-bit address without having to add/or the lower 

16 bits like with lui? 

<p>I know there are two updates to CW - a 14Mb one and a 3.5Mb one, but 

I have never installed the 14Mb update, does anyone know what that fixes?é&nbsp; 

I think the smaller one fixes some problems in the debugger, but i'm not 

sure?? 

<p>Cheers 

<p>Andy</htm1> 


—-MESSAGE FILE 8107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06834 


—-MESSAGE FILE 8108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006835 
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Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 13:20:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <9 jp24dS$kck4@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> 

NNTP-Posting-Host: cvx-213-48-162-23-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="—---=_NextPart_000_002B_01C115D5.B8679CE0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


This is a multi-part message in MIME format. 


=== = NextPart_000_002B_01C115D5.B8679CE0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


I don't know if this will fix your problem with comiling asm, but it's = 
worth updating CW to the latest version. Do you have CW Release 2? If = 
so, there are two patches: a 1.11MB patch (ny_update.exe) and a 4.19MB = 
patch (psx_ny_update2.exe); this larger patch must be installed after = 
the smaller one. 


ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 
http://www.netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_update2.exe 


The 14MB patch you mention is for CW Release 1. 


cheers 
Derek 

I know there are two updates to CW - a 14Mb one and a 3.5Mb one, but I = 
have never installed the 14Mb update, does anyone know what that fixes? 
I think the smaller one fixes some problems in the debugger, but i'm not 
sure? ?=20 


Cheers=20 


Andy=20 


=== = = _NextPart_000_002B_01C115D5.B8679CEO 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 5.50.4616.200" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DArial size=3D2>I don't know if this will fixénbsp;your = 
problem=20 

with comiling asm, but it's worth updating CW to the latest = 
version.&nbsp; Do=20 

you have CW Release 2?&nbsp; If so, there are two patches: a 1.11MB = 
patch=20 

(ny_update.exe) and a 4.19MB patch (psx_ny_update2.exe); this larger=20 
patch&énbsp;must be installed after the smaller one.</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2> 

<DIV><A=20 
href=3D"ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe">ftp:/= 
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/ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe</A></DIV> 
<DIV><FONT face=3DArial size=3D2><A=20 
href=3D"http://www.netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_updat= 
e2.exe">http://www.netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_updat= 
e2.exe</A></FONT></DIV></FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
DIV><FONT face=3DArial size=3D2>The 14MB patch you mention is for CW 
elease=20 
.</FONT></DIV> 
DIV><FONT face=3DArial size=3D2></FONT>é&nbsp; </DIV> 
DIV><FONT face=3DArial size=3D2>cheers</FONT></DIV> 
DIV><FONT face=3DArial size=3D2>Derek</FONT></DIV> 
BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 

<P>I know there are two updates to CW - a 14Mb one and a 3.5Mb one, 
but I have=20 

never installed the 14Mb update, does anyone know what that = 
fixes?&nbsp; I=20 

think the smaller one fixes some problems in the debugger, but i'm not = 
sure? ?=20 

<P>Cheers=20 

<P>Andy </P></BLOCKQUOTE></BODY></HTML> 


AKNAARP DA 


------ =_NextPart_000_002B_01C115D5.B8679CE0-— 


—-MESSAGE FILE 8108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06835 


—-MESSAGE FILE 8109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006836 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 13:42:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3B601045.1E69071C@harbinger. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
NNTP-Posting-Host: manuk88.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<body bgcolor="#FFFFFE"> 

Hi Derek 

<p>Yeah, I've got CW release 2, but I only had the <font face="Arial"><font 5126Հ-1» 
psx_ny_update2.exe 

- i'll try reinstalling everything with both of these two patchs and see 

what happens.énbsp;é&énbsp; Thanks for the links!</font></font><font face="Arial"><fon 
Է size=-1></font></font> 

<p><font face="Arial"><font size=-1>Do you know what the 14Mb update does 

— it's called CWNYUPD1.exe, i'm sure its for release 2.</font></font> 

<br><font face="Arial"><font size=—1></font></font>énbsp; 

<p>Derek da Silva wrote: 

<blockquote TYPE=CITE><style></style> 

<font face="Arial"><font 5126--1»1 

don't know if this will fix your problem with comiling asm, but it's worth 

updating CW to the latest version.&nbsp; Do you have CW Release 2?&nbsp; 

If so, there are two patches: a 1.11MB patch (ny_update.exe) and a 4.19MB 

patch (psx_ny_update2.exe); this larger patch must be installed after the 

smaller one.</font></font>&nbsp;<font face="Arial"><font size=-1><a href="ftp://ftp. 
metrowerks.com/pub/updates/CWPSNY2/ny_update.exe">ftp://ftp.metrowerks.com/pub/updat 
es/CWPSNY2/ny_update.exe</a></font></font><font face="Arial"><font size=-1><a href=" 
http: //www.netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_update2.exe">http://www. 
netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_update2.exe</a></font></font>é&nbsp; 
<font face="Arial"><font size=-1>The 
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14MB patch you mention is for CW Release 1.</font></font>énbsp;<font face="Arial"><f 

ont size=—1>cheers</font></font><font face="Arial"><font size=-1>Derek</font></font> 
<blockquote dir=ltr 

style="PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; BORDER-LEFT: #000000 
2px solid; MARGIN-RIGHT: Opx">I 

know there are two updates to CW - a 14Mb one and a 3.5Mb one, but I have 

never installed the 14Mb update, does anyone know what that fixes?&nbsp; 

I think the smaller one fixes some problems in the debugger, but i'm not 

sure?? 

<p>Cheers 

<p>Andy</blockquote> 

</blockquote> 


</body> 
</html> 


—-MESSAGE FILE 8109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06836 


-—-MESSAGE FILE 8110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006837 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 13:45:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <3B6010D4.6837DC65@harbinger. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> 

NNTP-Posting-Host: manuk88.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<body bgcolor="#FFFFFEF"> 

btw, this is the link for the 14 meg update (I accidentally sent the last 

message before I finished typing it, d'oh!!) 

<p><A HREF="ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1. 
exe">ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe</A> 
<p>What does this update do? 

<p>Cheers! 

<p>Andy 

<p>Andrew Partington wrote: 

<blockquote TYPE=CITE>Hi Derek 

<p>Yeah, I've got CW release 2, but I only had the <font face="Arial"><font 5126Հ-1» 
psx_ny_update2.exe 

- i'll try reinstalling everything with both of these two patchs and see 

what happens.énbsp;é&nbsp; Thanks for the links!</font></font> 

<p><font face="Arial"><font size=-1>Do you know what the 14Mb update does 

— it's called CWNYUPD1.exe, i'm sure its for release 2.</font></font> 

<br>é&nbsp; 

<p>Derek da Silva wrote: 

<blockquote TYPE=CITE><style></style> 

<font face="Arial"><font size=-1>I 

don't know if this will fix your problem with comiling asm, but it's worth 

updating CW to the latest version.&nbsp; Do you have CW Release 2?&nbsp; 

If so, there are two patches: a 1.11MB patch (ny_update.exe) and a 4.19MB 

patch (psx_ny_update2.exe); this larger patch must be installed after the 

smaller one.</font></font> <font face="Arial"><font size=—-1><a href="ftp://ftp.metro 
werks.com/pub/updates/CWPSNY2/ny_update.exe">ftp://ftp.metrowerks.com/pub/updates/CW 
PSNY2/ny_update.exe</a><a href="http://www.netyaroze-europe.com/yaroze/ftp/tools/dev 
/psx_ny_update2.exe">http://www.netyaroze-europe.com/yaroze/ftp/tools/dev/psx_ny_upd 
ate2.exe</a></font></font> 

<font face="Arial"><font size=-1>The 14MB patch you mention is for CW Release 
1.</font></font> <font face="Arial"><font size=-1>cheersDerek</font></font> 
<blockquote dir=l1tr 
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style="PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; BORDER-LEFT: #000000 
2px solid; MARGIN-RIGHT: Opx">I 

know there are two updates to CW - a 14Mb one and a 3.5Mb one, but I have 

never installed the 14Mb update, does anyone know what that fixes?&nbsp; 

I think the smaller one fixes some problems in the debugger, but i'm not 

sure?? 

<p>Cheers 

<p>Andy</blockquote> 

</blockquote> 

</blockquote> 


</body> 
</html> 


—-MESSAGE FILE 8110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06837 


—-MESSAGE FILE 8111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006838 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where can I find dyntmd.zip? 

Date: Thu, 26 Jul 2001 14:31:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <3B601BB0.F1A34398@harbinger.com> 

References: <3B56EADD.F92C18D5@harbinger.com> <9jeef8$36i9@www.netyaroze-europe. com> 
<3B5C1F18.E15771C3@harbinger.com> <9jhh78S7tp2@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk88.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<body bgcolor="#FFFFFE"> 

Hi George 

<p>Sorry, it isn't on Robert Swan's homepage either - i'll keep looking... 

<p>Cheers 

<br>Andy 

<br>é&nbsp; 

<p>George Bain wrote: 

<blockquote TYPE=CITE>&nbsp;<font face="Arial"><font size=-1>Check Robert 

Swan's homepage (Uni Middlesex....</font></font>énbsp; 

<br>-- 

<br>Bain @ SCEE Technology Group 

<blockquote 

style="BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: Opx; PADDING- 
LEFT: 5px; PADDING-RIGHT: Opx">"Andrew 
Partington" &lt;<a href="mailto:andrew.partington@harbinger.com">andrew.partington@h 
arbinger.com</a>> 
wrote in message <a href="news: 3B5C1F18.E15771C3@harbinger.com">news: 3B5C1F18.E15771 
C3@harbinger.com</a>...Thanks 

George, but that's not the one!&nbsp; Having said that, I didn't have this 

tutorial either, so i'm not complaining! 

<p>The one I found (I think) had a nice html/text file explaining almost 

everything, from how to set up the 3D stuff in the first place to some 

fairly advanced TMD concepts [fairly advanced for me anyway ;)].é&nbsp; 

It may turn out that the info i'm after wasn't in dyntmd.zip at all, but 

that's the only one in my collection that I can't open! 

<p>Thanks anyway 
<p>Andy 

<p>George Bain wrote: 
<blockquote TYPE="CITE"><style></style> 

<font face="Arial"><font size=—1>There 

is a "maketmd.zip" in the 3D section of "Game Demos"</font></font> 
<br>-- 

<br>Bain @ SCEE Technology Group 

<blockquote 
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style="BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 0px; PADD 
ING-LEFT: 5px; PADDING-RIGHT: Opx">"Andrew 
Partington" &lt;<a href="mailto:andrew.partington@harbinger.com">andrew.partington@h 
arbinger.com</a>> 
wrote in message <a href="news: 3B56EADD.F92C18D5@harbinger.com">news : 3B56EADD.F92C18 
D5@harbinger.com</a>...Hi 
everyone 
<p>I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip file 
I have is corrupt : ( 
<p>I've spent ages looking for clues on the NG and the member pages, but 
I can't remember where I got it from!! 
<p>Thanks 
<p>Andy 
<p>PS - Is anyone interested in seeing a Gravity Girl work-in-progress 
demo?&nbsp; I could do with some feedback about the so-called automatic 
"camera" i've put into my background drawing routine (i.e. does it make 
you feel seasick or anything?!) , and how well/badly the ship handles etc...énbsp; 
I guess that there could be some interia on the camera zoom in/out to make 
it a bit less harsh, but i'm after other people's opinions! 
<p>There's not a great deal you can do though, you can land/take off, the 
camera zooms in/out when you get close to scenery, and you can mess about 
with the ship's mass/engine force settings, and the world gravity setting. énbsp; 
It's fairly trancy with the current settings, but play around and if you 
find something that plays well, please let me know! 
<p>I'll upload it to my FTP directory later on when I get home from work: &nbsp; 
<a href="http://www.netyaroze-europe.com/~partinga/ftp/">http://www.netyaroze-europe 
.com/~partinga/ftp/</a> 
<br>énbsp; </blockquote> 
</blockquote> 
</blockquote> 
</blockquote> 


</body> 
</html> 


—-MESSAGE FILE 8111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06838 


—-MESSAGE FILE 8112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006839 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 14:45:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 173 

Message-ID: <9 jp73hS$kck5@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> 

NNTP-Posting-Host: cvx-213-48-162-23-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe 


CWNYUPD1.exe is an update for CW Release 1; honest! =). It seems to be a 
software patch to upgrade Release 1 to Release 2. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


V V V V 


See below. 


cheers 
Derek 


From: "Mark Couvillion" <couv@austin.metrowerks.com> 
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Sent: June 16, 1997 21:22 PM 
Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 

to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
couv@metrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 


http://www.metrowerks.com/tools/software/updates/index.html 
KKKKK 


Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 
page. 


KkKKKK 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 

brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


The following bugs from the first release have been fixed: 
- PSCommUtil -39 error when downloading a data file 
— Hanging of Net Yaroze when printf() statements are executed 


- UI, Window redraws, and crash problems in IDE and debugger 
— No longer need to reset the Net Yaroze after each run 


New features that are included in this release: 

- 2.0 IDE 

— New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 

— New PSComUtil with more stability at all baud rates and bug 

fixes of downloading problems 

Now supports batch file downloading using the same commands as 

SIOCONS 

- Graphics converters for Mac users. 

PICT, BMP, and TIFF to TIMM 

- TIM Viewer application for Mac 

— Lots of new Demos!! Six Sony Demos are now included along with 

documentation that shows you how to convert GNU projects to 

CodeWarrior. 

- All new Documentation with more detailed support for Net Yaroze 

users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 
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Sincerely, 


Mark Couvillion 


!)))****TMPORTANT****: Information concerning downloading and 
installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 
tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 
CLC s 


Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

— double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 


**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 - Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


2 - Mac *.sit.hqx 

- Download the .sit.hqx file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.hqx file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


3 — Segmented 
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> - download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
> (X is the file number) 

> — When you have downloaded ALL segments, drop the file labeled "CWPS Net 
> Yaroze Update.sit.1" on Stuffit Expander. 

> This will create a file called CWPS Net Yaroze Update 

> — delete the .sit.X files 

> — double click the CWPS Net Yaroze Update icon to run the installer. 

> 
> 


End. 


—-MESSAGE FILE 8112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06839 


—-MESSAGE FILE 8113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006840 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@harbinger.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 15:26:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 206 

Message-ID: <3B60287E.4240CC3F@harbinger.com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> <9jp73h$kck5@ww 

w.netyaroze-europe. com> 

NNTP-Posting-Host: manuk88.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Aha, it's probably not a good idea to install this one then ;)é&nbsp; Actually, 
i've only just read the full path of this update, I should have guessed 

its a release 1 -> release 2 upgrade by the fact that its in the CWPSNY1 
dirctory path! !&nbsp; That means I don't have to blag our I.T. guy into 


burning it to CD for me - 14 floppies would have been a bit of a pain :) 
<p>Thanks Derek! 
<p>Andy 


<p>Derek da Silva wrote: 

<blockquote TYPE=CITE><a href="ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update 
/win-host/CWNYUPD1.exe">ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-ho 
st/CWNYUPD1.exe</a> 

<p>CWNYUPD1.exe is an update for CW Release 1; honest! =).&nbsp; It seems 

to be a 

<br>software patch to upgrade Release 1 to Release 2. 

<p>> 1) .exe file 

<br>> - Download the file CWNYUPD1.exe 

<br>> double-click the file icon in the Windows 95 explorer. It will extract 
<br>> itself and run the setup program. 

<p>See below. 

<p>cheers 

<br>Derek 

<p>From: "Mark Couvillion" &1t;couv@austin.metrowerks.com> 

<br>Sent: June 16, 1997 21:22 PM 

<br>Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now 

<p>> Hello Net Yaroze Members, 

<br>> 

<br>> Over the past four months, we at Metrowerks have been listening 

<br>> to your comments and suggestions concerning the CodeWarrior for Net 
<br>> Yaroze tools. We have allocated additional engineers to implement 

your 

<br>> requests and improve the tools. We appreciate your patience as we 

work 

<br>> to improve the tools, fix the problems with the first release of 

the 

<br>> tools, and improve the overall experience developing with CodeWarrior. 
<br>> We are very pleased to announce the availability of the new CodeWarrior 


Net Yaroze newsgroups message dump.txt Page 5317 


<br>> for Net Yaroze Update. 

<br>> This is a full working release and will update your existing 
<br>> CodeWarrior software to the new version.&nbsp; As this release is 
very large, 

<br>> it has been broken down into relevant sections to make it easier 
for 

<br>> downloading.&nbsp; These patches are available for downloading by 
CodeWarrior 
<br>> for Net Yaroze users at the Metrowerks Web site and will be available 

<br>> soon right here on the Sony Net Yaroze Web Site.&nbsp; If, for any 

reason, 

<br>> you are unable to download from either location, please contact me 

at: 

<br>> couv@metrowerks.com. If you are connecting from Europe or anywhere 

<br>> outside the US, you may want to wait until the Patch is posted to 

the 

<br>> Sony Computer Entertainment Europe Net Yaroze site later this week. 

<br>> To download the patch now, go to: 

<br>> <a href="http://www.metrowerks.com/tools/software/updates/index.html">http://w 
ww.metrowerks.com/tools/software/updates/index.html</a> 

<br>> KKKKK 

<br>> Important notes concerning the download and installation of this 

<br>> software are located at the end of this message as well as at the 

update 

<br>> page. 

<br>> KKKKK 

<br>> 

<br>> FEATURES/UPDATES 

<br>> This new version of CodeWarrior for Net Yaroze is based on our 

<br>> brand new 2.0 IDE.&nbsp; You will notice substantial improvements 

in the 

<br>> stability of the IDE and changes in the look and feel of the user 

<br>> interface, all which contribute to an environment that is easier 

to use 

<br>> and more adaptable to your personal style of programming.é&nbsp; The 

new IDE 
<br>> uses Windows-style tab menus, FDI interface, right mouse-clicking 
for 

<br>> added features, and remappable key bindings.&nbsp; There is also 
support for 

<br>> multiple projects, external editors, and multi-threading. 

<br>> 
<br>> The following bugs from the first release have been fixed: 
<br>> - PSCommUtil -39 error when downloading a data file 


<br>> - Hanging of Net Yaroze when printf() statements are executed 
<br>> - UI, Window redraws, and crash problems in IDE and debugger 
<br>> - No longer need to reset the Net Yaroze after each run 

<br>> 


<br>> New features that are included in this release: 

<br>> - 2.0 IDE 

<br>> - New compiler with codegen improvements 

<br>> - Downloading of data files to the Net Yaroze from the debugger 
<br>> - New PSComUtil with more stability at all baud rates and bug 
<br>> fixes of downloading problems 

<br>> Now supports batch file downloading using the same commands as 
<br>> SIOCONS 

<br>> - Graphics converters for Mac users. 

<br>> PICT, BMP, and TIFF to TIMM 

<br>> - TIM Viewer application for Mac 

<br>> - Lots of new Demos!!&nbsp; Six Sony Demos are now included along 
with 

<br>>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; documentation that 
shows you how to convert GNU projects to 

<br>>é&nbsp; &nbsp; CodeWarrior. 

<br>> - All new Documentation with more detailed support for Net Yaroze 
<br>> users and added examples and troubleshooting guides. 

<br>> 

<br>> We hope that each of you that purchased CodeWarrior with your Net 
<br>> Yaroze will download and try these patches.&énbsp; As you do, please 
send all 

<br>> feedback to&nbsp; support@metrowerks.com, as we will continue to 
make 

<br>> improvements to the tools and issue them in the form of software 
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<br>> patches. 

<br>> 

<br>> Metrowerks is committed to customer satisfaction and we greatly 
<br>> appreciate your comments and help in making CodeWarrior world class 
<br>> tools for Net Yaroze development. 

<br>> 

<br>> Sincerely, 

<br>> 

<br>> Mark Couvillion 

<br>> 

<br>> 

<br>> !!!!****TMPORTANT****:&nbsp; Information concerning downloading and 
<br>>é&nbsp; installing your new CodeWarrior for Net Yaroze 2.0 software. 
<br>> 

<br>> 1) All patches require you to insert your Original CodeWarrior for 
<br>> Net Yaroze CD. 

<br>> 

<br>> 2) After you have installed the patch, please read the document 
<br>> Targeting PlayStation OS. It contains a lot of new information on 
the 

<br>> tools plus some new tutorials on creating projects. You also MUST 
<br>> reconvert your Net Yaroze library using the method described in 
<br>> Targeting PlayStation OS. 

<br>> 

<br>> Note: You will need approximately 40 megs of free hard drive space 
to 

<br>> complete the upgrade. You may delete your previous CodeWarrior 
<br>> installation first if you wish to free up some room. Be sure not 
to 

<br>> delete anything that you might have created such as personal projects, 
<br>> etc.. 

<br>> 

<br>> Installers 

<br>> 

<br>> **Windows** 

<br>> Two Windows Install Options 


<br>> 1) 12 meg .exe file - If your connection is reliable enough to download 
<br>> 12 megs at a time 

<br>> 2) 7 x 2 meg segments - If you would rather download the segments 

<br>> individually. You must download all 8 segments in order to perform 

any 

<br>> portion of the update. 

<br>> 

<br>> 

<br>> 1) .exe file 


<br>> - Download the file CWNYUPD1.exe 

<br>> double-click the file icon in the Windows 95 explorer. It will extract 
<br>> itself and run the setup program. 

<br>> 

<br>> 2) segmented archive 

<br>> - download each of the eight files called "CWNYUPD1.00X" (X is the 
file 
<br>> number) 
<br>> - download the file CWNYUPD1.BAT 

<br>> - double-click on the file CWNYUPD1.BAT in the windows explorer. 
It will 
<br>> automatically recreate the installer and execute. 

<br>> 

<br>> 

<br>> **Macintosh** 

<br>> Three Mac Install Options 

<br>> 1) 12 meg .sit file - If your connection is reliable enough to download 
<br>> 12 megs at a time 

<br>> 2) 16 meg .sit.hqx file - If you have problems downloading the .sit 
file 

<br>> because you can't do binary transfers. 


<br>> 3) 7 x 2 meg segments - If you would rather download the segments 
<br>> individually. You must download all 7 segments in order to perform 
any 

<br>> portion of the update. 

<br>> 


<br>> 1 - Mac *.sit 
<br>> - Download the .sit file 
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<br>> - Drop the file on Stuffit expander. 

<br>> This will create a file called CWPS Net Yaroze Update 

<br>> - delete the .sit file 

<br>> - double click the CWPS Net Yaroze Update icon to run the installer. 
<br>> 
<br>> 2 - Mac *.sit.hqx 

<br>> - Download the .sit.hqx file 

<br>> - Drop the file on Stuffit expander. 

<br>> This will create a file called CWPS Net Yaroze Update 

<br>> - delete the .sit.hqx file 

<br>> - double click the CWPS Net Yaroze Update icon to run the installer. 
<br>> 
<br>> 3 - Segmented 

<br>> - download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
<br>> (X is the file number) 

<br>> - When you have downloaded ALL segments, drop the file labeled "CWPS 

Net 

<br>> Yaroze Update.sit.1" on Stuffit Expander. 

<br>> This will create a file called CWPS Net Yaroze Update 

<br>> - delete the .sit.X files 

<br>> - double click the CWPS Net Yaroze Update icon to run the installer. 
<br>> 

<br>> End.</blockquote> 

</html> 


—-MESSAGE FILE 8113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06840 


—-MESSAGE FILE 8114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006841 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 16:46:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 524 

Message-ID: <9jpe5oSm4v1l@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> <9jp73h$kck5@ww 

w.netyaroze-europe.com> <3B60287E.4240CC3F@harbinger.com> 
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Sasa = _NextPart_000_001D_01C115F2.81DD08A0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


I've had the same sort of problems using assembler in CodeWarrior, I'm = 
no expert with it so I don't know whether it's me or CW that's going = 
wrong. 

I've only installed the psx_ny_update2.exe as well, the first patch may = 
cure the asm problems but I don't use it as I have problems debugging = 
when it's installed.=20 


Peter 

"Andrew Partington" <andrew.partington@harbinger.com> wrote in message = 
news: 3B60287E. 4240CC3F@harbinger.com... 

Aha, it's probably not a good idea to install this one then ;) = 
Actually, i've only just read the full path of this update, I should = 
have guessed its a release 1 -» release 2 upgrade by the fact that its = 
in the CWPSNY1 dirctory path!! That means I don't have to blag our I.T. 
guy into burning it to CD for me - 14 floppies would have been a bit of = 
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a pain :)=20 
Thanks Derek!=20 


Andy=20 


Derek da Silva wrote:=20 


ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.e= 
xe=20 

CWNYUPD1.exe is an update for CW Release 1; honest! =3D). It seems = 
to be a=20 

software patch to upgrade Release 1 to Release 2.=20 


> 1) .exe file=20 

> — Download the file CWNYUPD1.exe=20 

> double-click the file icon in the Windows 95 explorer. It will = 
extract=20 

> itself and run the setup program.=20 


See below.=20 


cheers=20 
Derek=20 


From: "Mark Couvillion" <couv@austin.metrowerks.com>=20 
Sent: June 16, 1997 21:22 PM=20 
Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now=20 


> Hello Net Yaroze Members, =20 

>=20 

> Over the past four months, we at Metrowerks have been listening=20 

> to your comments and suggestions concerning the CodeWarrior for = 
Net=20 

> Yaroze tools. We have allocated additional engineers to implement 
your=20 

> requests and improve the tools. We appreciate your patience as we = 
work=20 

> to improve the tools, fix the problems with the first release of = 
the=20 

> tools, and improve the overall experience developing with = 
CodeWarrior.=20 

> We are very pleased to announce the availability of the new = 
CodeWarrior=20 

> for Net Yaroze Update.=20 

> This is a full working release and will update your existing=20 

> CodeWarrior software to the new version. As this release is very = 
large, =20 

> it has been broken down into relevant sections to make it easier = 
for=20 

> downloading. These patches are available for downloading by = 
CodeWarrior=20 

> for Net Yaroze users at the Metrowerks Web site and will be = 
available=20 

> soon right here on the Sony Net Yaroze Web Site. If, for any = 
reason, =20 

> you are unable to download from either location, please contact me = 
at:=20 

> couv@metrowerks.com. If you are connecting from Europe or anywhere 


> outside the US, you may want to wait until the Patch is posted to = 
the=20 

> Sony Computer Entertainment Europe Net Yaroze site later this = 
week .=20 


> To download the patch now, go to:=20 

> http://www.metrowerks.com/tools/software/updates/index.htm1=20 

> KKKKK=DO 

> Important notes concerning the download and installation of this=20 

> software are located at the end of this message as well as at the = 
update=20 

> page.=20 


> *****=20 


>=20 


Page 5320 


Net Yaroze newsgroups message dump.txt 


> FEATURES/UPDATES=20 

> This new version of CodeWarrior for Net Yaroze is based on our=20 

> brand new 2.0 IDE. You will notice substantial improvements in = 
the=20 

> stability of the IDE and changes in the look and feel of the user=20 

> interface, all which contribute to an environment that is easier = 
to use=20 

> and more adaptable to your personal style of programming. The new = 
IDE=20 

> uses Windows-style tab menus, FDI interface, right mouse-clicking = 
for=20 

> added features, and remappable key bindings. There is also = 
support for=20 

> multiple projects, external editors, and multi-threading.=20 

>=20 

> The following bugs from the first release have been fixed:=20 

> - PSCommUtil -39 error when downloading a data file=20 

> — Hanging of Net Yaroze when printf() statements are executed=20 

> — UI, Window redraws, and crash problems in IDE and debugger=20 

> — No longer need to reset the Net Yaroze after each run=20 

>=20 

> New features that are included in this release:=20 

> - 2.0 IDE=20 

> — New compiler with codegen improvements=20 

> — Downloading of data files to the Net Yaroze from the debugger=20 

> — New PSComUtil with more stability at all baud rates and bug=20 

> fixes of downloading problems=20 

> Now supports batch file downloading using the same commands as=20 

> SIOCONS=20 

> — Graphics converters for Mac users.=20 

> PICT, BMP, and TIFF to TIMM=20 

> - TIM Viewer application for Mac=20 


> — Lots of new Demos!! Six Sony Demos are now included along with=20 
> documentation that shows you how to convert GNU projects = 
to=20 


> CodeWarrior.=20 

> — All new Documentation with more detailed support for Net Yaroze=20 

> users and added examples and troubleshooting guides.=20 

>=20 

> We hope that each of you that purchased CodeWarrior with your Net=20 

> Yaroze will download and try these patches. As you do, please = 
send all=20 

> feedback to support@metrowerks.com, as we will continue to make=20 

> improvements to the tools and issue them in the form of software=20 

> patches.=20 

>=20 

> Metrowerks is committed to customer satisfaction and we greatly=20 

> appreciate your comments and help in making CodeWarrior world = 
class=20 

> tools for Net Yaroze development .=20 

>=20 

> Sincerely, =20 

>=20 

> Mark Couvillion=20 

>=20 

>=20 

> !1))****TMPORTANT****:; Information concerning downloading and=20 

> installing your new CodeWarrior for Net Yaroze 2.0 software.=20 

>=20 

> 1) All patches require you to insert your Original CodeWarrior for = 


> Net Yaroze CD.=20 

>=20 

> 2) After you have installed the patch, please read the document=20 

> Targeting PlayStation OS. It contains a lot of new information on = 
the=20 

> tools plus some new tutorials on creating projects. You also MUST=20 

> reconvert your Net Yaroze library using the method described in=20 

> Targeting PlayStation OS.=20 

>=20 

> Note: You will need approximately 40 megs of free hard drive space = 
to=20 

> complete the upgrade. You may delete your previous CodeWarrior=20 
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> installation first if you wish to free up some room. Be sure not = 
to=20 

> delete anything that you might have created such as personal = 
projects, =20 

> etc. .=20 

>=20 

> Installers=20 

>=20 

> **Windows**=20 

> Two Windows Install Options=20 

> 1) 12 meg .exe file - If your connection is reliable enough to = 
download=20 

> 12 megs at a time=20 

> 2) 7 x 2 meg segments - If you would rather download the segments=20 

> individually. You must download all 8 segments in order to perform = 
any=20 

> portion of the update.=20 

>=20 

>=20 

> 1) .exe file=20 

> — Download the file CWNYUPD1.exe=20 

> double-click the file icon in the Windows 95 explorer. It will = 
extract=20 

> itself and run the setup program.=20 

>=20 

> 2) segmented archive=20 

> — download each of the eight files called "CWNYUPD1.00X" (X is the = 
file=20 

> number) -20 

> — download the file CWNYUPD1.BAT=20 

> — double-click on the file CWNYUPD1.BAT in the windows explorer. = 
It will=20 

> automatically recreate the installer and execute.=20 

>=20 

>=20 

> **Macintosh**=20 

> Three Mac Install Options=20 

> 1) 12 meg .sit file - If your connection is reliable enough to = 
download=20 

> 12 megs at a time=20 

> 2) 16 meg .sit.hqx file - If you have problems downloading the 
-sit file=20 

> because you can't do binary transfers.=20 

> 3) 7 x 2 meg segments - If you would rather download the segments=20 

> individually. You must download all 7 segments in order to perform = 
any=20 

> portion of the update.=20 

>=20 

> 1 - Mac *.sit=20 

> — Download the .sit file=20 

> — Drop the file on Stuffit expander.=20 

> 

> 


This will create a file called CWPS Net Yaroze Update=20 
- delete the .sit file=20 

> — double click the CWPS Net Yaroze Update icon to run the 
installer.=20 

>=20 

> 2 - Mac *.sit.hqx=20 
— Download the .sit.hqx file=20 
- Drop the file on Stuffit expander.=20 
This will create a file called CWPS Net Yaroze Update=20 
- delete the .sit.hqx file=20 

> — double click the CWPS Net Yaroze Update icon to run the 
installer.=20 

>=20 

> 3 - Segmented=20 

> — download each of the seven files called "CWPS Net Yaroze = 
Update.sit.X"=20 

> (X is the file number) -20 

> — When you have downloaded ALL segments, drop the file labeled = 
"CWPS Net=20 

> Yaroze Update.sit.1" on Stuffit Expander.=20 

> This will create a file called CWPS Net Yaroze Update=20 

> - delete the .sit.X files=20 
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> — double click the CWPS Net Yaroze Update icon to run the = 
installer.=20 

>=20 

> End. 


= === = = NextPart_000_001D_01C115F2.81DD08A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 
<META content=3D"MSHTML 5.50.4134.600" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT face=3DArial size=3D2>I've had the same sort of problems = 
using assembler=20 
in CodeWarrior, I'm no expert with it so I don't know whether it's me or = 
CW=20 
that's going wrong.</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2>é&nbsp; I've only installed the = 
psx_ny_update2.exe as=20 
well, the first patch may cure the asm problems but I don't use it as I = 
have=20 
problems debugging when it's installed</FONT><FONT face=3DArial = 
size=3D2>.=20 
</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>Peter</FONT></DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; = 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 

<DIV>"Andrew Partington" &1t;<A=20 


href=3D"mailto:andrew.partington@harbinger.com">andrew.partington@harbing= 
er.com</A>&gt;=20 

wrote in message <A=20 
href=3D"news: 3B60287E.4240CC3F@harbinger.com">news: 3B60287E. 4240CC3F@harb= 
inger.com</A>...</DIV>Aha,=20 

it's probably not a good idea to install this one then ;)&nbsp; = 
Actually, i've=20 

only just read the full path of this update, I should have guessed its = 
a=20 

release 1 -&gt; release 2 upgrade by the fact that its in the CWPSNY1 = 
dirctory=20 

path! !&nbsp; That means I don't have to blag our I.T. guy into burning 
it to=20 


CD for me - 14 floppies would have been a bit of a pain :)=20 
<P>Thanks Derek!=20 

<P>Andy=20 

<P>Derek da Silva wrote:=20 

< 


BLOCKQUOTE TYPE=3D"CITE"><A=20 


href=3D"ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CW= 
NYUPD1.exe">ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-hos= 
t/CWNYUPD1.exe</A>=20 


<P>CWNYUPD1.exe is an update for CW Release 1; honest! =3D).&nbsp; = 
It seems to=20 
be a <BR>software patch to upgrade Release 1 to Release 2.=20 
<P>&gt; 1) .exe file <BR>&gt; - Download the file CWNYUPD1.exe = 
<BR>&gt;=20 
double-click the file icon in the Windows 95 explorer. It will 
extract=20 
<BR>&gt; itself and run the setup program.=20 
<P>See below.=20 
<P>cheers <BR>Derek=20 
<P>From: "Mark Couvillion" &1t;couv@austin.metrowerks.com&gt; = 
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<BR>Sent: June=20 

16, 1997 21:22 PM <BR>Subject: ANN: CodeWarrior for Net Yaroze = 
Release 2=20 

Available Now=20 

<P>&gt; Hello Net Yaroze Members, <BR>&gt; <BR>&gt; Over the past = 
four=20 

months, we at Metrowerks have been listening <BR>&gt; to your = 
comments and=20 

suggestions concerning the CodeWarrior for Net <BR>&gt; Yaroze 
tools. We=20 

have allocated additional engineers to implement your <BR>&gt; = 
requests and=20 

improve the tools. We appreciate your patience as we work <BR>&gt; = 
to=20 

improve the tools, fix the problems with the first release of the = 
<BR>&gt;=20 

tools, and improve the overall experience developing with = 
CodeWarrior.=20 
<BR>&gt; We are very pleased to announce the availability of the new = 


CodeWarrior <BR>&gt; for Net Yaroze Update. <BR>&gt; This is a full = 
working=20 

release and will update your existing <BR>&gt; CodeWarrior software 
to the=20 

new version.&énbsp; As this release is very large, <BR>&gt; it has = 
been=20 

broken down into relevant sections to make it easier for <BR>&gt;=20 

downloading.&énbsp; These patches are available for downloading by=20 

CodeWarrior <BR>&gt; for Net Yaroze users at the Metrowerks Web site = 
and=20 

will be available <BR>&gt; soon right here on the Sony Net Yaroze = 
Web=20 

Site.énbsp; If, for any reason, <BR>&gt; you are unable to download = 
from=20 

either location, please contact me at: <BR>&gt; couv@metrowerks.com. = 
If you=20 

are connecting from Europe or anywhere <BR>&gt; outside the US, you = 
may want=20 

to wait until the Patch is posted to the <BR>&gt; Sony Computer=20 

Entertainment Europe Net Yaroze site later this week. <BR>&gt; To = 
download=20 

the patch now, go to: <BR>&gt; <A=20 


href=3D"http://www.metrowerks.com/tools/software/updates/index.html">http 
://www.metrowerks.com/tools/software/updates/index.html</A>=20 
<BR>&gt; ***** <BR>&gt; Important notes concerning the download and=20 

installation of this <BR>&gt; software are located at the end of = 
this=20 

message as well as at the update <BR>&gt; page. <BR>&gt; ***** = 
<BR>&gt;=20 
<BR>&gt; FEATURES/UPDATES <BR>égt; This new version of CodeWarrior = 
for Net=20 

Yaroze is based on our <BR>&gt; brand new 2.0 IDE.&nbsp; You will 
notice=20 

substantial improvements in the <BR>égt; stability of the IDE and 
changes in=20 

the look and feel of the user <BR>&gt; interface, all which = 
contribute to an=20 

environment that is easier to use <BR>&gt; and more adaptable to = 
your=20 

personal style of programming.&nbsp; The new IDE <BR>&gt; uses = 
Windows-style=20 

tab menus, FDI interface, right mouse-clicking for <BR>&gt; added 
features, =20 

and remappable key bindings.énbsp; There is also support for = 
<BR>&gt;=20 
multiple projects, external editors, and multi-threading. <BR>&gt; = 
<BR>&gt;=20 

The following bugs from the first release have been fixed: <BR>&gt; = 
--20 

PSCommUtil -39 error when downloading a data file <BR>&gt; - Hanging = 
of Net=20 

Yaroze when printf() statements are executed <BR>&gt; - UI, Window = 
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redraws, =20 

and crash problems in IDE and debugger <BR>&gt; - No longer need to = 
reset=20 

the Net Yaroze after each run <BR>égt; <BR>&gt; New features that = 
are=20 

included in this release: <BR>&gt; - 2.0 IDE <BR>&gt; - New compiler 
with=20 

codegen improvements <BR>&gt; - Downloading of data files to the Net 
Yaroze=20 

from the debugger <BR>&gt; - New PSComUtil with more stability at = 
all baud=20 

rates and bug <BR>&gt; fixes of downloading problems <BR>&gt; Now = 
supports=20 

batch file downloading using the same commands as <BR>&gt; SIOCONS = 
<BR>&gt;=20 

— Graphics converters for Mac users. <BR>&gt; PICT, BMP, and TIFF to 
TIMM=20 
<BR>&gt; - TIM Viewer application for Mac <BR>&gt; - Lots of new=20 
Demos! !&nbsp; Six Sony Demos are now included along with=20 
<BR>&gt; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; = 
documentation that=20 

shows you how to convert GNU projects to <BR>&gt;énbsp;énbsp; = 
CodeWarrior.=20 
<BR>&gt; - All new Documentation with more detailed support for Net = 
Yaroze=20 
<BR>&gt; users and added examples and troubleshooting guides. = 
<BR>&gt;=20 
<BR>&gt; We hope that each of you that purchased CodeWarrior with = 
your Net=20 
<BR>&gt; Yaroze will download and try these patches.&nbsp; As you = 
do, please=20 

send all <BR>&gt; feedback to&énbsp; support@metrowerks.com, as we 
will=20 

continue to make <BR>&gt; improvements to the tools and issue them 
in the=20 

form of software <BR>&gt; patches. <BR>&gt; <BR>&gt; Metrowerks is 
committed=20 

to customer satisfaction and we greatly <BR>&gt; appreciate your = 
comment s=20 

and help in making CodeWarrior world class <BR>&gt; tools for Net = 
Yaroze=20 

development. <BR>&gt; <BR>&gt; Sincerely, <BR>&gt; <BR>&gt; Mark = 
Couvillion=20 
<BR>&gt; <BR>&gt; <BR>&gt; !!!!****IMPORTANT****:&nbsp; Information=20 

concerning downloading and <BR>&gt;&nbsp; installing your new = 
CodeWarrior=20 

for Net Yaroze 2.0 software. <BR>&gt; <BR>&égt; 1) All patches = 
require you to=20 

insert your Original CodeWarrior for <BR>&gt; Net Yaroze CD. = 
<BR>&gt;=20 
<BR>&gt; 2) After you have installed the patch, please read the = 
document=20 

<BR>&gt; Targeting PlayStation ՕՏ. It contains a lot of new = 
information on=20 

the <BR>&gt; tools plus some new tutorials on creating projects. You = 
also=20 

MUST <BR>&gt; reconvert your Net Yaroze library using the method = 
described=20 

in <BR>&gt; Targeting PlayStation OS. <BR>&gt; <BR>&gt; Note: You = 
will need=20 

approximately 40 megs of free hard drive space to <BR>&gt; complete = 
the=20 

upgrade. You may delete your previous CodeWarrior <BR>&gt; = 
installation=20 

first if you wish to free up some room. Be sure not to <BR>&gt; = 
delete=20 

anything that you might have created such as personal projects, 
<BR>&gt;=20 
etc.. <BR>&gt; <BR>&gt; Installers <BR>&gt; <BR>&gt; **Windows** = 
<BR>&gt;=20 

Two Windows Install Options <BR>&gt; 1) 12 meg .exe file - If your=20 

connection is reliable enough to download <BR>&gt; 12 megs at a time = 
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<BR>&gt; 2) 7 x 2 meg segments - If you would rather download the = 
segment s=20 
<BR>&gt; individually. You must download all 8 segments in order to = 
perform=20 

any <BR>&gt; portion of the update. <BR>&gt; <BR>&gt; <BR>&gt; 1) = 
.exe file=20 
<BR>&gt; - Download the file CWNYUPD1.exe <BR>&gt; double-click the 
file=20 

icon in the Windows 95 explorer. It will extract <BR>&gt; itself and 
run the=20 

setup program. <BR>&gt; <BR>&gt; 2) segmented archive <BR>&gt; 
download=20 

each of the eight files called "CWNYUPD1.00X" (X is the file = 
<BR>&gt;=20 

number) <BR>&gt; - download the file CWNYUPD1.BAT <BR>&gt; - 
double-click on=20 

the file CWNYUPD1.BAT in the windows explorer. It will <BR>&gt;=20 

automatically recreate the installer and execute. <BR>&gt; <BR>&gt; 
<BR>&gt;=20 

**Macintosh** <BR>&gt; Three Mac Install Options <BR>&gt; 1) 12 meg = 
-sit=20 

file - If your connection is reliable enough to download <BR>&gt; 12 = 
megs at=20 

a time <BR>&gt; 2) 16 meg .sit.hqx file - If you have problems = 
downloading=20 

the .sit file <BR>&gt; because you can't do binary transfers. = 
<BR>&gt; 3) 7-20 

x 2 meg segments - If you would rather download the segments = 
<BR>&gt;=20 

individually. You must download all 7 segments in order to perform = 
any=20 
<BR>&gt; portion of the update. <BR>&gt; <BR>&gt; 1 - Mac *.sit = 
<BR>&gt; -=20 

Download the .sit file <BR>&gt; - Drop the file on Stuffit expander. 


<BR>&gt; This will create a file called CWPS Net Yaroze Update = 
<BR>&gt; -Հ20 

delete the .sit file <BR>&gt; - double click the CWPS Net Yaroze = 
Update icon=20 

to run the installer. <BR>&gt; <BR>&égt; 2 - Mac *.sit.hgqx <BR>&gt; - 


Download the .sit.hqx file <BR>&égt; - Drop the file on Stuffit 
expander .=20 

<BR>&gt; This will create a file called CWPS Net Yaroze Update 
<BR>&gt; -=20 

delete the .sit.hqx file <BR>&gt; - double click the CWPS Net Yaroze 
Update=20 

icon to run the installer. <BR>&gt; <BR>&gt; 3 - Segmented <BR>&gt; = 
--20 

download each օք the seven files called "CWPS Net Yaroze = 
Update.sit.X"=20 

<BR>&gt; (X is the file number) <BR>&gt; - When you have downloaded 
ALL=20 

segments, drop the file labeled "CWPS Net <BR>&gt; Yaroze = 
Update.sit.1" on=20 

Stuffit Expander. <BR>&gt; This will create a file called CWPS Net = 
Yaroze=20 

Update <BR>&gt; - delete the .sit.X files <BR>&gt; - double click = 
the CWPS=20 

Net Yaroze Update icon to run the installer. <BR>&gt; <BR>&gt;=20 

End.</P></BLOCKQUOTE></BLOCKQUOTE></BODY></HTML> 


—_——— =_NextPart_000_001D_01C115F2.81DD08A0-- 


—-MESSAGE FILE 8114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06841 


—-MESSAGE FILE 8115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006842 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Where can I find dyntmd.zip? 

Date: Thu, 26 Jul 2001 15:47:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <3b603b76.427725496@www.netyaroze-europe. com> 

References: <3B56EADD.F92C18D5@harbinger.com> <9 jeef8$36i9@www.netyaroze-europe.com> 
<3B5C1F18.E15771C3@harbinger.com> <9jhh78S7tp2@www.netyaroze-europe.com> ՀՅՑ601880. 

F1A34398@harbinger.com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Andrew, 
I don't suppose you can post your messages in plain text, can you? 


All I'm getting with my reader (agent) is a little icon and I have to 
launch a web browser every time I want to see the message! 


Steven 


On Thu, 26 Jul 2001 14:31:28 +0100, Andrew Partington 
<andrew.partington@harbinger.com> wrote: 


><!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

><html> 

><body bgcolor="#FFFFFEF"> 

>Hi George 

><p>Sorry, it isn't on Robert Swan's homepage either - i'll keep looking... 
><p>Cheers 

><br>Andy 

><br>é&nbsp; 

><p>George Bain wrote: 

><blockquote TYPE=CITE>&nbsp; <font face="Arial"><font size=-1>Check Robert 


>Swan's homepage (Uni Middlesex....</font></font>é&nbsp; 
><br>-- 

><br>Bain @ SCEE Technology Group 

><blockquote 


>style="BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: Opx; PADDING 
-LEFT: 5px; PADDING-RIGHT: Opx">"Andrew 

>Partington" é&lt;<a href="mailto:andrew.partington@harbinger.com">andrew.partington@ 
harbinger.com</a>> 

>wrote in message <a href="news: 3B5C1F18.E15771C3@harbinger.com">news: 3B5C1F18.E1577 
1C3@harbinger.com</a>...Thanks 

>George, but that's not the one! &nbsp; Having said that, I didn't have this 
>tutorial either, so i'm not complaining! 

><p>The one I found (I think) had a nice html/text file explaining almost 
>everything, from how to set up the 3D stuff in the first place to some 

>fairly advanced TMD concepts [fairly advanced for me anyway ;)].&nbsp; 

>It may turn out that the info i'm after wasn't in dyntmd.zip at all, but 

>that's the only one in my collection that I can't open! 

><p>Thanks anyway 

><p>Andy 

><p>George Bain wrote: 

><blockquote TYPE="CITE"><style></style> 

><font face="Arial"><font size=—1>There 

>is a "maketmd.zip" in the 3D section of "Game Demos"</font></font> 

><br>-—- 

><br>Bain @ SCEE Technology Group 

><blockquote 

> style="BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 0px; PAD 
DING-LEFT: 5px; PADDING-RIGHT: Opx">"Andrew 

>Partington" é&lt;<a href="mailto:andrew.partington@harbinger.com">andrew.partington@ 
harbinger.com</a>> 

>wrote in message <a href="news: 3B56EADD.F92C18D5@harbinger.com">news: 3B56EADD.F92C1 
8D5@harbinger.com</a>...Hi 

>everyone 

><p>I am looking for dyntmd.zip (a dynamic TMD tutorial) - the .zip file 

>I have is corrupt : ( 

><p>I've spent ages looking for clues on the NG and the member pages, but 

>I can't remember where I got it from!! 
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><p>Thanks 

><p>Andy 

><p>PS - Is anyone interested in seeing a Gravity Girl work-in-progress 
>demo?&nbsp; I could do with some feedback about the so-called automatic 
>"camera" i've put into my background drawing routine (i.e. does it make 

>you feel seasick or anything?!) , and how well/badly the ship handles etc...&nbsp; 
>I guess that there could be some interia on the camera zoom in/out to make 

>it a bit less harsh, but i'm after other people's opinions! 

><p>There's not a great deal you can do though, you can land/take off, the 
>camera zooms in/out when you get close to scenery, and you can mess about 

>with the ship's mass/engine force settings, and the world gravity setting. &nbsp; 
>It's fairly trancy with the current settings, but play around and if you 

>find something that plays well, please let me know! 

><p>I'll upload it to my FTP directory later on when I get home from work: &nbsp; 
><a href="http://www.netyaroze-europe.com/~partinga/ftp/">http://www.netyaroze-europ 
e.com/~partinga/ftp/</a> 

><br>&nbsp; </blockquote> 

></blockquote> 

></blockquote> 

></blockquote> 

> 

></body> 

></html> 


—-MESSAGE FILE 8115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06842 


—-MESSAGE FILE 8116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006843 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: A demo (of sorts) 

Date: Thu, 26 Jul 2001 17:00:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9 jpf05Sm4v2@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch5as09-73-244-60.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Not really in the OPM games spirit of things but anyway. 


I've put together a Windows program to connect yaroze games over the 
internet. It's not been tested so I couldn't say whether it works or not. If 
you'd care to check it out it's at 
http://www.netyaroze-europe.com/~imilco/ftp/nexus.zip. 


If you try it please let me know how you get on. Also get in touch if you 
want to test it with me. 


On another note I put up how far I'd got with my Lands of Midnight game. If 
you want to take a look it's at 
http://www.netyaroze-europe.com/~imilco/ftp/lom. zip. 


Thanks, 


Peter 


—-MESSAGE FILE 8116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06843 


—-MESSAGE FILE 8117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006844 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A demo (of sorts) 
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Date: Thu, 26 Jul 2001 17:39:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <3B6047C9.DF34442A@peregrine.com> 
References: <9 jpf05$m4v2@www.netyaroze-europe. com> 
NNTP-Posting-Host: manuk88.harbinger.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Sounds good Peter, i'll try it out when I get back home tonight! 
Andy 


Peter Armstrong wrote: 


> 

> Not really in the OPM games spirit of things but anyway. 

> 

> I've put together a Windows program to connect yaroze games over the 

> internet. It's not been tested so I couldn't say whether it works or not. If 
> you'd care to check it out it's at 

> http://www.netyaroze-europe.com/~imilco/ftp/nexus.zip. 

> 

> If you try it please let me know how you get on. Also get in touch if you 

> want to test it with me. 

> 

> On another note I put up how far I'd got with my Lands of Midnight game. If 
> you want to take a look it's at 

> http://www.netyaroze-europe.com/~imilco/ftp/lom. zip. 

> 

> Thanks, 

> 

> Peter 


—-MESSAGE FILE 8117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06844 


—-MESSAGE FILE 8118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006845 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 19:46:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9 jpohsSm4v3@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> <9jp73h$kck5@ww 

w.netyaroze-europe.com> <3B60287E.4240CC3F@harbinger.com> <9 jpe5oSm4v1l@www.netyaroze 
-europe .com> 

NNTP-Posting-Host: modem-898.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


A 21k post with 2 new lines of text... nice one... :) 


Martin. 


—-MESSAGE FILE 8118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06845 


—-MESSAGE FILE 8119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006846 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW [and using Netscape Communicator, obvio 
usly :)] 

Date: Thu, 26 Jul 2001 21:05:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9jpskjSm4v4@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> <9jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> <9jp73h$kck5@ww 
w.netyaroze-europe.com> <3B60287E.4240CC3F@harbinger.com> <9 jpe5oS$m4vl@www.netyaroze 
-europe.com> <9jpohsSm4v3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-237.antimony.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


heh, damn Netscape turning on html when I wasn't looking :) 


Sorry guys, you'll just have to invest in broadband in the future!!! 
(either that or I set it back to plain text!) 


Andy 
Martin Keates <martin@jabadaw.fsnet.co.uk> wrote in message 


news: 9jpohs$m4v3@www.netyaroze-europe.com... 
> A 21k post with 2 new lines of text... nice one... :) 


v 


> Martin. 
> 
> 
> 


--MESSAGE FILE 8119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06846 


--MESSAGE FILE 8120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006847 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Thu, 26 Jul 2001 21:06:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9 jptd5Sm4v5@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> <9jp73h$kck5@ww 

w.netyaroze-europe.com> <3B60287E.4240CC3F@harbinger.com> <9jpe5oSm4vl1l@www.netyaroze 
—-europe.com> <9jpohsSm4v3@www.netyaroze-europe. com> 

NNTP-Posting-Host: ch5as07-71-242-112.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


4 lines! ;) 
Didn't even notice, although html messages do bring OE to its knees. 
"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 


news: 9jpohs$m4v3@www.netyaroze-europe.com... 
> A 21k post with 2 new lines of text... nice one... :) 


v 


> Martin. 
> 
> 
> 


--MESSAGE FILE 8120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06847 


—-MESSAGE FILE 8121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006848 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: problems using MIPS asm with CW 

Date: Fri, 27 Jul 2001 00:51:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 196 

Message-ID: <9jq9rmSm4v6@www.netyaroze-europe. com> 

References: <3B600402.E34444AC@harbinger.com> <9 jp24dSkck4@www.netyaroze-europe. com> 
<3B601045.1E69071C@harbinger.com> <3B6010D4.6837DC65@harbinger.com> <9jp73h$kck5@ww 

w.netyaroze-europe. com> 

NNTP-Posting-Host: modem-254.alaska.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi all 


Just reinstalled CW and both patches - unfortunately it made no difference, 
the assembler's still broken : ( 


I think I have found a workaround for lui though, but its very crap and 
position dependant. You generate a link map to find the address of the 
structure you want, then do this: 


lui your-register,0x800b 
addiu your-register, your-register, 0xc5d0 


where 0x800b is the upper 16 bits of the address of the structure and 0xc5d0 
is the lower 16 bits of the address. 


Andy 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

news: 9jp73h$kck5@www.netyaroze-europe.com... 

> 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/20update/win-host/CWNYUPD1.exe 


CWNYUPD1.exe is an update for CW Release 1; honest! =). It seems to be a 
software patch to upgrade Release 1 to Release 2. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


V V V V 


See below. 


cheers 
Derek 


From: "Mark Couvillion" <couv@austin.metrowerks.com> 
Sent: June 16, 1997 21:22 PM 
Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 

to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
for Net Yaroze Update. 

This is a full working release and will update your existing 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


VVVVVVVVV VV 
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CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
couv@metrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 
http://www.metrowerks.com/tools/software/updates/index.html 

KKKKK 

Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 


page. 


REKER 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 

brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


The following bugs from the first release have been fixed: 

- PSCommUtil -39 error when downloading a data file 

- Hanging of Net Yaroze when printf() statements are executed 
- UI, Window redraws, and crash problems in IDE and debugger 
— No longer need to reset the Net Yaroze after each run 


New features that are included in this release: 

- 2.0 IDE 

— New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 
- New PSComUtil with more stability at all baud rates and bug 
fixes of downloading problems 

Now supports batch file downloading using the same commands as 
SIOCONS 

— Graphics converters for Mac users. 

PICT, BMP, and TIFF to TIMM 

- TIM Viewer application for Mac 


— Lots of new Demos!! Six Sony Demos are now included along with 
documentation that shows you how to convert GNU projects to 
CodeWarrior. 


- All new Documentation with more detailed support for Net Yaroze 
users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 

Sincerely, 

Mark Couvillion 

!)))****TMPORTANT****:; Information concerning downloading and 


installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 


SEGi 

Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

- double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 


**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 - Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


2 - Mac *.sit.hqx 

- Download the .sit.hqx file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.hqx file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


3 — Segmented 

- download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
(X is the file number) 

- When you have downloaded ALL segments, drop the file labeled "CWPS Net 
Yaroze Update.sit.1" on Stuffit Expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.X files 

- double click the CWPS Net Yaroze Update icon to run the installer. 


VN V N N NV V NV V V NV NV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


End. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 8122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006849 

Path: chuka.playstation.co.uk!news 

From: "Brian Baird" <brianb@pe-i.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDCE 

Date: Fri, 27 Jul 2001 11:48:31 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9 js5vvSp9vl@www.netyaroze-europe.com> 

References: <9 jjumeSa2d1l@www.netyaroze-europe.com> <9 jotrg$kckl@www.netyaroze-europe 
.com> <9jouiaS$kck3@www.netyaroze-europe. com> 

NNTP-Posting-Host: formica.pe-i.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9jouiaSkck3@www.netyaroze-europe.com... 

> I read this morning (digitiser) that Microsoft have pulled out of ECTS, 

> causing EA, Activision, Codemasters, Eidos, Infogrames and THQ to pull out 
> as well. Just dodgy joysticks and mobile phones this year then? 


It's nothing to do with Microsoft pulling out - most of them had already 
announced they weren't attending this year. 


-—-MESSAGE FILE 8122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06849 


—-MESSAGE FILE 8123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006850 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: 2 demos 

Date: Sat, 28 Jul 2001 15:56:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9 juk95$t211@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-168-91.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, 


Well I'm happy I found some demos I wrote when I first received my Yaroze, 
remember all the complaining I did well these are the reason :) 


Anyway they are interesting, only small and fun to see all the nasty 
mistakes I made. 


http://www.netyaroze-europe.com/~ncritten/ they are on the files page, can't 
get my FTP to work so they I you will have to click the links to get them. 


Cheers 
Nigel 
http://www.netyaroze-europe.com/~ncritten/ 


-—-MESSAGE FILE 8123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06850 


—-MESSAGE FILE 8124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006851 
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Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Nifty PS2 Device 

Date: Sat, 28 Jul 2001 20:13:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9jv329S20j1@www.netyaroze-europe. com> 
References: <9 je66uS36i4@www.netyaroze-europe.com> <9 jeb1lm$36i5@www.netyaroze-europe 
.com> <9 je18a$36i11@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-175-84 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


update: US and JAP machine versions of RegionX are out now, I should have 
mine next week :) 


http://www.kanection.co.uk - has all versions 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9jel18a$36i1l1l@www.netyaroze-europe.com... 

> Bah I have to hope they release one that works on US machines, the nice 
lady 

> at datel said one was coming soon but I expect they say that whatever. 
> 

> 


—-MESSAGE FILE 8124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06851 


—-MESSAGE FILE 8125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006852 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory 

Date: Sun, 29 Jul 2001 11:28:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9k0o0v4$20j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-167-2.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


What is the best way to find out how much memory I have left? 


Cheers 
Nigel 


—-MESSAGE FILE 8125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06852 


—-MESSAGE FILE 8126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006853 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory 

Date: Sun, 29 Jul 2001 12:19:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9k0rfgS4ccl@www.netyaroze-europe.com> 
References: <9k0ov4$20j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-11-39.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Get a linker map (in CW it is called NY.pse.xMAP) and have the addresses you 
load your data in at handy, then look at the memory map (page 39 in the 
yellow yaroze manual). 


Jon 


-—-MESSAGE FILE 8126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06853 


—-MESSAGE FILE 8127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006854 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: New Demo 

Date: Sun, 29 Jul 2001 12:53:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9k0tuqS4cc2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-136-238.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi, 


Thought I would post a new demo on my site, I added the bouncy text last 
night, it now has parallax scrolling, bouncy text and the structure for the 
final game. 


Its a bit of a mess at the moment, the map is a quick test of the Tume 
converter, with plenty of holes to show the background layer, half the 
sprites in one tim aren't used but its getting there, a while ago I didn't 
think I would get anywhere so this is a good step forward for me. 


http://www.netyaroze-europe.com/~ncritten/ again you can get them by 
following the files section it's only 26k so its must be worth a look :) 


Cheers 

Nigel 
http://www.netyaroze-europe.com/~ncritten/ 
www. 1l00TinSoldiers.com 


—-MESSAGE FILE 8127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06854 


—-MESSAGE FILE 8128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006855 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Demo 

Date: Sun, 29 Jul 2001 13:38:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9k103fS4cc3@www.netyaroze-europe. com> 
References: <9k0tuqS4cc2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-189-211.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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Nice Nigel, 


Lovely 2D artwork. You don't see many scrolly messages these days, bonus 
points for cool transparency and rotation. Is this an update of an 8-bit 
game? What will it play like? 


Mattv 


—-MESSAGE FILE 8128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06855 


—-MESSAGE FILE 8129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006856 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Demo 

Date: Sun, 29 Jul 2001 14:54:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <9k1508S4cc4@www.netyaroze-europe. com> 

References: <9k0OtuqS4cc2@www.netyaroze-europe.com> <9k103fS4cc3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-36-53.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Thanks Matt, 


I thought it was about time I brought back the dying art of Scrolly messages 
in games, its got a really stupid reason for being in there, I've always 
wanted a bouncing scrolly since I saw Auf Wiedersehen Monty on the C64, but 
could never find the spare CPU power to do one, or the brain power :) 


The game is actually going to be based on Trashman from the Spectrum, not 
that you would know it from the graphics, the tiles are from an Amiga game I 
was working on that got cancelled, the logo is again from the Amiga when I 
was working in AMOS/68000 and the font is the same font I use for 
everything. 


I've now added a couple of extras to the pause mode and you can change move 
the display around the TV because on mine it has a black border down the 
left side, I want to save the info to the mem card but the docs say this is 
a no ոօ... 


Leave it running and it freezes after a while, must sort that out. 


The scrolling routines in the game itself is a cross between the Trashman 
flip screen and the smooth scrolling method which I thought worked quite 
well. 


It should play very much like the Spectrum version but I do want to add some 
extra bits. 


Nigel 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9k103fS4cc3@www.netyaroze-europe.com... 
> Nice Nigel, 


Lovely 2D artwork. You don't see many scrolly messages these days, bonus 
points for cool transparency and rotation. Is this an update of an 8-bit 
game? What will it play like? 


Mattv 


VVVVVVVV 
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—-MESSAGE FILE 8129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06856 


-—-MESSAGE FILE 8130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006857 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Demo 

Date: Sun, 29 Jul 2001 15:33:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <9k170uS4cc5@www.netyaroze-europe. com> 

References: <9k0OtuqS4cc2@www.netyaroze-europe.com> <9k103fS4cc3@www.netyaroze-europe 
.com> <9k1508S$4cc4@www.netyaroze-europe. com> 

NNTP-Posting-Host: ch5as08-72-243-154.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Trashman 
I played this a lot on the Speccy, I couldn't remember the name till I saw 


it on your site. I had a play on an emulator earlier today, took me three 
attempts to complete the first level. :-/ 


I look for to trying your version, 
Peter 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 

news: 9k1508S4cc4@www.netyaroze-europe.com... 

> Thanks Matt, 

> 

> I thought it was about time I brought back the dying art of Scrolly 
messages 

> in games, its got a really stupid reason for being in there, I've always 
> wanted a bouncing scrolly since I saw Auf Wiedersehen Monty on the C64, 
but 

could never find the spare CPU power to do one, or the brain power :) 


v 


The game is actually going to De based on Trashman from the Spectrum, not 
that you would know it from the graphics, the tiles are from an Amiga game 


was working on that got cancelled, the logo is again from the Amiga when I 
was working in AMOS/68000 and the font is the same font I use for 
everything. 


VVVVVHVV V 


I've now added a couple of extras to the pause mode and you can change 
move 

> the display around the TV because on mine it has a black border down the 
> left side, I want to save the info to the mem card but the docs say this 
is 


v 


a no no... 

Leave it running and it freezes after a while, must sort that out. 

The scrolling routines in the game itself is a cross between the Trashman 
flip screen and the smooth scrolling method which I thought worked quite 
well. 

It should play very much like the Spectrum version but I do want to add 
ome 


extra bits. 


Nigel 


VVVVVQAVVVVVV VV 
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—-MESSAGE FILE 8130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06857 


—-MESSAGE FILE 8131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006858 
Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Sun, 29 Jul 2001 17:16:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5497 

Message-ID: <9klcprS4cc6@www.netyaroze-europe. com> 
References: <9 jhkhcS7tp4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Mark, 


Kenny Millar here, I can probably help you out, in as much that I now have a 
new release of PSXComm (slightly changed user interface and some bug fixes). 


I have attached it here. It will only work if you have a previous version of 
PSXComm installed. 

Hope this sorts the problem, if not let me know and I'll look into it. 
-Kenny 


"Mark Naylor" <marknay@btinternet.com> wrote in message 

news: 9jhkhcS$7tp4@www.netyaroze-europe.com... 

> Hi, long time no see :) 

> 

> back to working onmy yaroze again now, but i am using win2k so i read 
about 


> psxCOMM working in win2k. I have downloaded it and installed it. I have 
> set the comm port up and it will connect to the yaroze fine, my only 
problem 

> is that when i try using the 'Download data file' or ‘Download executable 
> file' or 'Auto...' commands it comes up 'A file upload is currently in 

> progress. Please try once it is completed." in a msg box, but i haven't 

> started any file uploads yet. Anyone, well Kenny millar, able to explain 
> what the prob is? 

> 

> Thanx, 

> 

> 


-—-MESSAGE FILE 8131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06858 


—-MESSAGE FILE 8132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006859 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Demo 

Date: Sun, 29 Jul 2001 21:05:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9klqogS4cc7@www.netyaroze-europe. com> 
References: <9k0tuqS4cc2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-26-235.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
My new demo has a problem, in the scrolly, I knew it was to easy :) 


Basically after 95330 frames it crashes, like clock work I could set my 
watch by it, if my watch went up to 95330 :) 


It comes back with Machine Exception at 0x80092148, its one of those really 
annoying bugs that you can recreate but it just takes you 30 minutes 
everytime you want to test it. 


I'm going to run it again through the debugger but that isn't very useful. 


I'm not even doing anything special really, I reset the rotate after 360 
just in case, the most glamourous function I use is GsSortSprite :) 


Nigel 


—-MESSAGE FILE 8132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06859 


—-MESSAGE FILE 8133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006860 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <marknay@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Sun, 29 Jul 2001 22:18:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9klulfS4cc8@www.netyaroze-europe. com> 

References: <9 jhkhcS$7tp4@www.netyaroze-europe.com> <9klcprS$4cc6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-116-140-cr.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


Kenny, 


I have downloaded and tried the program u attached but when i run it nothing 
happens. 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 
news: 9klcprS4cc6@www.netyaroze-europe.com... 
> Mark, 


> 
> Kenny Millar here, I can probably help you out, in as much that I now have 
a 
> 


new release of PSXComm (slightly changed user interface and some bug 
fixes). 
> I have attached it here. It will only work if you have a previous version 
of 


v 


PSXComm installed. 
Hope this sorts the problem, if not let me know and I'll look into it. 


-Kenny 


"Mark Naylor" <marknay@btinternet.com> wrote in message 

news: 9jhkhcS$7tp4@www.netyaroze-europe.com... 

> Hi, long time no see :) 

> 

> back to working onmy yaroze again now, but i am using win2k so i read 
about 

> psxCOMM working in win2k. I have downloaded it and installed it. I 
have 

> > set the comm port up and it will connect to the yaroze fine, my only 


VVVVVVVVVV VV 
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> problem 

> > is that when i try using the 'Download data file' or "Download 
executable 

> > file' or 'Auto...' commands it comes up 'A file upload is currently in 
> > progress. Please try once it is completed." in a msg box, but i haven't 
> > started any file uploads yet. Anyone, well Kenny millar, able to 
explain 

> what the prob is? 

> 

> Thanx, 

> 

> 


VV V VV VV V 


—-MESSAGE FILE 8133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06860 


--MESSAGE FILE 8134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006861 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Mon, 30 Jul 2001 09:26:15 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <9kluu7S4cc9@www.netyaroze-europe.com> 

References: <9jhkhcS7tp4@www.netyaroze-europe.com> <9klcprS4cc6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Kenny , 


i cant seem to get it working, i installed psxcomm from your site, ( removed 
the directory where the zip extracted to once it was set up), downloaded 
this file and overwrote the original with it, and now when i click on the 
file i get nothing.? 


anychance of making a full installation? pitty you could add a dui editior 
wth the program and of course a compiler :) a complete yaroze ide would be 
great, so far the only one i can find that works for me was psxide but i 
have an old buggy version, and cant get hold of jeff lawton anymore.. 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 

news: 9klcprS$4cc6@www.netyaroze-europe.com... 

> Mark, 

> 

> Kenny Millar here, I can probably help you out, in as much that I now have 
a 

> new release of PSXComm (slightly changed user interface and some bug 
fixes). 
> I have attached it here. It will only work if you have a previous version 
of 


v 


PSXComm installed. 
Hope this sorts the problem, if not let me know and I'll look into it. 


-Kenny 


"Mark Naylor" <marknay@btinternet.com> wrote in message 
news:9jhkhc$7tp4@www.netyaroze-europe.com... 

> Hi, long time no see :) 

> 

> back to working onmy yaroze again now, but i am using win2k so i read 


VVVVVVVV VV 
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> about 

> > psxCOMM working in win2k. I have downloaded it and installed it. I 
have 

> > set the comm port up and it will connect to the yaroze fine, my only 

> problem 

> > is that when i try using the 'Download data file' or 'Download 
executable 

> > file' or 'Auto...' commands it comes up 'A file upload is currently in 
> > progress. Please try once it is completed." in a msg box, but i haven't 
> > started any file uploads yet. Anyone, well Kenny millar, able to 
explain 

> what the prob is? 

> 

> Thanx, 

> 

> 


VVVVVVV VY 


-—-MESSAGE FILE 8134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06861 


-—-MESSAGE FILE 8135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006862 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Demo 

Date: Sun, 29 Jul 2001 22:19:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9kliv3fS4ccl0@www.netyaroze-europe. com> 

References: <9k0OtuqS4cc2@www.netyaroze-europe.com> <9klqog$4cc7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-26-235.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Problem solved I was being stupid, luckily the debugger picked it up 


Nigel 


—-MESSAGE FILE 8135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06862 


—-MESSAGE FILE 8136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006863 
Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Sun, 29 Jul 2001 23:59:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <9k24diS$5761@www.netyaroze-europe. com> 

References: <9jhkhcS7tp4@www.netyaroze-europe.com> <9klcprS4cc6@www.netyaroze-europe 
.com> <9kluu7$4cc9@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


OK, 
I'll nock up a new installer for PSXComm and gice it a good test. 
The reasone nothign happens is because MSCOMM32.0CX isn't registered on your 
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system. 


I'll include all the bits and pieces that are required and test out the 
installer. 
Watch this space! 


-Kenny 
"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 


news: 9kluu7S$4cc9@www.netyaroze-europe.com... 
> Kenny , 


> 

> i cant seem to get it working, i installed psxcomm from your site, ( 
removed 

> the directory where the zip extracted to once it was set up), downloaded 
> this file and overwrote the original with it, and now when i click on the 
> file i get nothing.? 

> 

> anychance of making a full installation? pitty you could add a dui editior 
> wth the program and of course a compiler :) a complete yaroze ide would be 
> great, so far the only one i can find that works for me was psxide but i 
> have an old buggy version, and cant get hold of jeff lawton anymore.. 

> 

> 

> "Kenny Millar" <yaroze@ntlworld.com> wrote in message 

> news: 9klcprS4cc6@www.netyaroze-europe.com... 

> > Mark, 

>> 

> > Kenny Millar here, I can probably help you out, in as much that I now 
have 

>a 

> > new release of PSXComm (slightly changed user interface and some bug 

> fixes). 


> > I have attached it here. It will only work if you have a previous 


> PSXComm installed. 
Hope this sorts the problem, if not let me know and I'll look into it. 


-Kenny 


> 
> 
> 
> 
> 
> "Mark Naylor" <marknay@btinternet.com> wrote in message 
> news: 9jhkhcS7tp4@www.netyaroze-europe.com... 
> > Hi, long time no see :) 
>> 
> > back to working onmy yaroze again now, but i am using win2k so i read 
> about 
> > psxCOMM working in win2k. I have downloaded it and installed it. I 
have 
> > set the comm port up and it will connect to the yaroze fine, my only 
> problem 
> > is that when i try using the 'Download data file' or 'Download 
executable 
> > file' or 'Auto...' commands it comes up 'A file upload is currently in 
> > progress. Please try once it is completed." in a msg box, but i 
aven't 
> > started any file uploads yet. Anyone, well Kenny millar, able to 
explain 
> > what the prob is? 
> 
> Thanx, 
> 
> 


VVVVVVVVVV VV IV VV VV VV VV VV VV VV VV VV VV 
VV V V V V V 


—-MESSAGE FILE 8136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06863 


—-MESSAGE FILE 8137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006864 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Matrix 

Date: Mon, 30 Jul 2001 15:20:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9k3qu6éS6qbl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-116-94.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I've been looking at my highscore name entry and its a bit boring, being 
based on one I did back in 94 :) so I want to make it look flash, at the 
moment I'm using a lookup table, If you look back you will find a thread on 
Floating Points that was in March and I've been using a lookup since then 
meaning to get into Matrix stuff but never getting round to. 


But this is the time, Matt V if you can hear me help... you gave a good 
explanation back then but I need more help :) 


Right basic stuff first, do I need to GsInit3D, there is no mention in the 
manual that I can see that needs Init3D for the Matrix stuff? 


Are there any nice demos about showing off the basics of this stuff. 


Cheers 
Nigel 


—-MESSAGE FILE 8137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06864 


—-MESSAGE FILE 8138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006865 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Matrix 

Date: Mon, 30 Jul 2001 16:23:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <9k3u6hS6qb4@www.netyaroze-europe. com> 
References: <9k3qu6S6qbl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-116-241.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


No you don't need to call GsInit3D to use the matrix stuff. 
Here's a function I use instead of sin/cos or lookups: 


int RotPosX(int size, int r) 
{ 
MATRIX matTmp; 
SVECTOR startVector; 
SVECTOR rotateVector; 


startVector.vx = size; startVector.vy = 0; startVector.vz = 0; 
rotateVector.vx = 0; rotateVector.vy = 0; rotateVector.vz = r; 


RotMatrix(&rotateVector, &matTmp) ; 
ApplyMatrixSV(&matTmp, &startVector, &rotateVector) ; 
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return rotateVector.vx; 


} 


(NB: the 'r' parameter 4096=360 degrees) 


to do: 
X = 60 * Sin(90) 


using my function: 
X = RotPosxX(60, 1024) 


Basically the function rotates the startVector about the Z axis (so it's X 
and Y values are changed), only the X value is returned, but the Y value is 
just the same shifted 90 (1024) degrees, just like sin/cos. 


No problem giving further help, just ask... 
Mattv 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 9k3quéS6qbl@www.netyaroze-europe.com... 

> I've been looking at my highscore name entry and its a bit boring, being 
> based on one I did back in 94 :) so I want to make it look flash, at the 
> moment I'm using a lookup table, If you look back you will find a thread 
on 


v 


Floating Points that was in March and I've been using a lookup since then 


> meaning to get into Matrix stuff but never getting round to. 

> 

> But this is the time, Matt V if you can hear me help... you gave a good 
> explanation back then but I need more help :) 

> 

> Right basic stuff first, do I need to GsInit3D, there is no mention in the 
> manual that I can see that needs Init3D for the Matrix stuff? 

> 

> Are there any nice demos about showing off the basics of this stuff. 

> 

> Cheers 

> Nigel 

> 

> 


—-MESSAGE FILE 8138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06865 


-—-MESSAGE FILE 8139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006866 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A must see 

Date: 30 Jul 2001 15:56:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c1190f£$c1911840S$fclce4d5@pal—s-—omnibook> 

References: <9 jc6joSdf2@www.netyaroze-europe.com> <9 jch2t$36i2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: nas-cbv-1-28-252.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I was impressed too. It is the best 3D job I've seen on the Yaroze so far, 
and it does look professional. I just bought Atari Karts and couldn't help 
being disturbed when comparing the two ;) x 


pal 


--MESSAGE FILE 8139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06866 
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—-MESSAGE FILE 8140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006867 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game preview: 'Invs' [zip attached: 13K] : vanishing pixel solved 

Date: 30 Jul 2001 15:56:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01c1190f$c3fc9a00Sfclce4d5@pal-—s-—omnibook> 

References: <01c11137$e8037a20$8d09e4d5@pal-—s-omnibook> <9jcfvq$36il@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-1-28-252.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Shaun, 
You're right. That damn alignment. You solved my problem. Thank you very 
much, I was going nuts with this one! 


pal 


Shaun Gibson <shaunyg@hotmail.com> wrote in article 
<9jcfvq$36il@www.netyaroze-europe.com>... 

><snip> I think for 8-bit gfx, the horizontal position in the tim file for 
a sprite should be even 


—-MESSAGE FILE 8140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06867 


—-MESSAGE FILE 8141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006868 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game preview: 'Invs' [zip attached: 13K] 

Date: 30 Jul 2001 15:56:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c1190f$c5da33a0$fclce4d5@pal—s-—omnibook> 

References: <01c11137$e8037a20S8d09e4d5@pal-—s-omnibook> <9j9n07Ssk26@www.netyaroze-e 
urope.com> <9 jff0uS5fk3@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-1-28-252.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you Matt and Andy for your comments, 


As for the invaders needing multiple hits, I too felt that it wasn't ok... 

My main problem is to prevent the player from slaughtering all the invs too 
quickly, so that they get a chance to "harvest" the ground (you'll see why 

this is important in future versions). 


I'm trying different possibilities, but I definitely do not want to 
arbitrarily limit the number of bullets on screen (as in Galaga, Space 
Invaders, Yarozians...), I hate that (no offence John, your game is still 
good; I'm a big Galaga fan anyway). The simplest way was multiple hits, but 
I'll try and find something better, or make the multiple hits feel better. 


pal 


PS The vanishing pixel problem is solved, see Shaun's message. 


—-MESSAGE FILE 8141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06868 


—-MESSAGE FILE 8142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006869 
Path: chuka.playstation.co.uk!news 
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From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxCOMM 

Date: Mon, 30 Jul 2001 18:39:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9k4685S6qb10@www.netyaroze-europe.com> 
References: <9jhkhcS7tp4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Whoops! 

The nex PSXComm setup file is too big to post to the newsgroup, so I've 
updated the one on my member site. 

http://www.netyaroze-europe/~kmillar 


"Mark Naylor" <marknay@btinternet.com> wrote in message 

news: 9jhkhcS$7tp4@www.netyaroze-europe.com... 

> Hi, long time no see :) 

> 

> back to working onmy yaroze again now, but i am using win2k so i read 
about 

> psxCOMM working in win2k. I have downloaded it and installed it. I have 
> set the comm port up and it will connect to the yaroze fine, my only 
problem 
> is that when i try using the 'Download data file' or 'Download executable 
file' or 'Auto...' commands it comes up 'A file upload is currently in 
progress. Please try once it is completed." in a msg box, but i haven't 
started any file uploads yet. Anyone, well Kenny millar, able to explain 
what the prob is? 


Thanx, 


VVVVVVV VY 


—-MESSAGE FILE 8142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06869 


-—-MESSAGE FILE 8143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006870 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game preview: 'Invs' [zip attached: 13K] 

Date: Mon, 30 Jul 2001 23:56:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9k4004S6qb11@www.netyaroze-europe. com> 

References: <01c11137$e8037a20$8d09e4d5@pal-—s-omnibook> <9j9n07$sk26@www.netyaroze-e 
urope.com> <9 jff0uS5Sfk3@www.netyaroze-europe.com> <01c1190f$c5da33a0$fclce4d5@pal-s-— 
omnibook> 

NNTP-Posting-Host: host213-1-130-178.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Its looking good.. I like a good shoot 'em up and protecting your ground 
makes a nice twist to keep you on your toes. 


Those bomb droppers are fast ! nice touch with the slight uplift before they 
swoop to give you a bit of a warning. Bit hard to notice it when your busy 
firing but a sound being made as it lifts up should alert the player of an 
incoming swoop. 


haha.. and no offense taken with the shot limit comment.. I know what you 
mean.. I had a hell of a time trying to find a nice limit.. too few and the 
game felt frustrating.. too many and it was too easy. 
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Multiple hits kinda works but it can seem like the game then centers on how 
fast you can press the fire button.. some people just cant press buttons as 
fast as others. 
Maybe the aliens can have some sort of pulsing or spining shield so you 
gotta time the shot to get a kill... or possibly several hits to break 
through the shield but a well timed shot will kill in one. This could lead 
to two techniques.. the fast button pushers can go for brute force while 
others can choose to time the shots more carefully. Of course the bomb 
droppers might require several hits anyway 

Just a thought 


Its all looking nice, slick and quick.. cant wait for the next installment 


John ( QuietBloke ) 


—-MESSAGE FILE 8143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06870 


—-MESSAGE FILE 8144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0006871 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Thu, 2 Aug 2001 12:39:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9kbe3sSgmrl@www.netyaroze-europe. com> 

References: <9jllabSfgqal@www.netyaroze-europe.com> <9jlobrSfgqa2@www.netyaroze-europe 

.com> <9 j2ebg$j0el@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-46-234 .btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_0031_01C11B50.1E2724E0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


This is a multi-part message in MIME format. 


===== =_NextPart_000_0031_01C11B50.1F2724F0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


In addition to the list does anyone know which one starfighters was on? 
I also though Snowball Fight appeared once? Wasn't there a disk pressed 
for ECTS one year? Anyone know what was on that one? 


Mattv 


SSS S =_NextPart_000_0031_01C11B50.1E2724E0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2314.1000" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#a8b0c0> 

<DIV><FONT face=3DArial>In addition to the list does anyone know which = 
one=20 

starfighters was on?&nbsp; I also though Snowball Fight appeared = 
once? &nbsp; =20 

Wasn't there a disk pressed for ECTS one year?&nbsp; Anyone know what = 
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was on=20 

that one?</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial>MattV</FONT></DIV></BODY></HTML> 


== a=: =_NextPart_000_0031_01C11B50.1E2724E0-- 


—-MESSAGE FILE 8144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06871 


—-MESSAGE FILE 8145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006872 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM list-—me-do 

Date: Thu, 2 Aug 2001 13:37:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <9kbhocSgmr2@www.netyaroze-europe. com> 

References: <9 jllabSfgqal@www.netyaroze-europe.com> <9 jlobrS$fqa2@www.netyaroze-europe 
.com> <9j2ebg$j0el@www.netyaroze-europe.com> <9kbe3sS$gmrl1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1253-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


I also though Snowball Fight appeared 
once? Wasn't there a disk pressed for 
ECTS one year? Anyone know what 

was on that one? 


VVVYV 


Is there a newer version of Snowball Fight than the one on James 
Rutherford's site? I remember the level graphics being different (not just 
a single colour). 


I have a disc (SLED-01340) which I think was the ECTS 1998 disc. Contents: 


1. Sam The BoulderMan 
2. Grvitation v1.0 
2. A2 


Note: the 22 source and map editor was released on the Mobius Codeworks site 
few weeks ago: http://www.codeworker.com/main.html 


w 


4. Combat 3D 

5. Revolution 

6. Snowball Fight 

7. One on One 

8. Invaders From Mars 
9. Hover Car Racing 
10. Blitter Boy 

11. Coneman 

12. Sphere 

13. Super Ramp Skater 
14. Inertia 


15. Dogtail 
16. Bouncer 
17. Jagot 


18. Rocks and Gems 
19. Stone Gate 
20. Net Yaroze Intro 


European bits 


21. Bendy demo 
22. 3D breakout game 
23. Car racing 
24. Clone game 
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25. 3D demo 

26. Feedback demo 
27. Flag demo 

28. Manicx 

29. Snave 

30. Sound 2 Light 
31. Tunnel demo 
32. Pune 

33. Car demo 

34. Between the Eyes 
35. 2nd demo 


Japan bits 


36. Gas Girl 

37. Terra Incognita International 
38. Fatal Fantasy VII 

39. Fujiyama 

40. Hover Racing 

41. Insects 

42. Nanatan 

43. Cat Game 

44. T Tank 2 

45. COLUMNS 


46. . . . . +. +. + + =. =. PS Ver. T (Most of the title is in Japanese) 


47. FTPTest 
48. Airbob 


Middlesex University 


49. Cart 
50. Boom 
51. Olly 
52. RC Race 
cheers 
Derek 


—-MESSAGE FILE 8145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06872 


—-MESSAGE FILE 8146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006873 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Duh... 

Date: Thu, 2 Aug 2001 18:52:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9kc45pSig41@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1l.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Erm, this may sound like an incredibly stupid question (considering I've had 
my NY for 2 years) but is there a debugger for NY applications? I only ask 
because I have never found one in my package (dispite looking on and off) if 
there is can anyone tell me where the hell it is? I've looked in the User 
Guide and it only mentions a Debugger once but does not say where I can find 
it or how to use it. Any help appreciated greatly! 


Max 


P.S. Forgive my stupidity and ignorance. 
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—-MESSAGE FILE 8146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06873 


—-MESSAGE FILE 8147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006874 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Duh... 

Date: Thu, 2 Aug 2001 19:29:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9kc6apSig42@www.netyaroze-europe. com> 
References: <9kc45pSig41@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-1l.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Ah, forget I even opened my mouth. I found the debug info zip file in the 
files section of the site... thats me living up to the subject title. 


Max 


Max <mad.max@which.net> wrote in message 

news: 9kc45p$ig41@www.netyaroze-europe.com... 

> Erm, this may sound like an incredibly stupid question (considering I've 
had 

> my NY for 2 years) but is there a debugger for NY applications? I only ask 
> because I have never found one in my package (dispite looking on and off) 
if 

> there is can anyone tell me where the hell it is? I've looked in the User 
> Guide and it only mentions a Debugger once but does not say where I can 
find 

> it or how to use it. Any help appreciated greatly! 

> 

Max 


P.S. Forgive my stupidity and ignorance. 


VVVVV 


—-MESSAGE FILE 8147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06874 


—-MESSAGE FILE 8148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006875 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: PS2 Dev kit 

Date: Fri, 03 Aug 2001 10:45:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <3B6A72B5.C98C7CB9@127.0.0.1> 
NNTP-Posting-Host: tide75.microsoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept-Language: en 


Has anyone had a go, or even seen one of these? (I'm talking about the 
home dev kit that was released for the Japanese PS2s) 


what sort of things are possible with it? are they any good? 


and perhaps most of all, are there any plans at all to release a 
European version? 


Net Yaroze newsgroups message dump.txt Page 5352 


Thanks, 


M. 
—-MESSAGE FILE 8148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06875 


--MESSAGE FILE 8149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006876 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Fri, 3 Aug 2001 13:37:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9ke62iSkapl@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> 

NNTP-Posting-Host: visdundee.demon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


See the US GNU/Linux intrest thread? posted by me on 24/4/01 


Bob 

"Majik" <majik@127.0.0.1> wrote in message 

news: 3B6A72B5.C98C7CB9@127.0.0.1... 

> Has anyone had a go, or even seen one of these? (I'm talking about the 


> home dev kit that was released for the Japanese PS2s) 

> 

> what sort of things are possible with it? are they any good? 

> 

> and perhaps most of all, are there any plans at all to release a 
> European version? 

> 

> Thanks, 

> 

> M. 


--MESSAGE FILE 8149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06876 


--MESSAGE FILE 8150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006877 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Fri, 3 Aug 2001 16:05:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9keenmSkap2@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <9ke62iSkapl@www.netyaroze-europe. com> 
NNTP-Posting-Host: visdundee.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Or even 24/7/01 damn my bad typing :) 
Bob 


"Robert Shand" <bob@shand.org.uk> wrote in message 

news: 9ke62iSkapl@www.netyaroze-europe.com... 

> See the US GNU/Linux intrest thread? posted by me on 24/4/01 
> 

> Bob 
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> "Majik" <majik@127.0.0.1> wrote in message 
news: 3B6A72B5.C98C7CB9@127.0.0.1... 
> Has anyone had a go, or even seen one of these? (I'm talking about the 


> 

> 

> > home dev kit that was released for the Japanese PS2s) 

>> 

> > what sort of things are possible with it? are they any good? 
>> 

> > and perhaps most of all, are there any plans at all to release a 
> > European version? 

>> 

> > Thanks, 

>> 

> > M. 

> 

> 


—-MESSAGE FILE 8150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06877 


—-MESSAGE FILE 8151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006878 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Sat, 04 Aug 2001 16:08:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3b6cld6e.1206518802@www.netyaroze-europe. com> 
References: <3B6A72B5.C98C7CB9@127.0.0.1> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey Majik, 


The author of the 1ibSDL library says he's managed to port his library 
over to PS2Linux (though I don't think the library supports Yaroze, 
unfortunately...) 


He also says that he ported a game of his to the platform and got to 
play it on the TV with the controllers. 


If you read Japanese, there are a couple of good mailing lists on PS2 
Linux, and some people are even running web sites on their PS2 boxes! 


- Sauce 
On Fri, 03 Aug 2001 10:45:25 +0100, Majik <majik@127.0.0.1> wrote: 


>Has anyone had a go, or even seen one of these? (I'm talking about the 
>home dev kit that was released for the Japanese PS2s) 

> 

>what sort of things are possible with it? are they any good? 

> 

>and perhaps most of all, are there any plans at all to release a 
>European version? 

> 

>Thanks, 

> 

>M. 


--MESSAGE FILE 8151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06878 


--MESSAGE FILE 8152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006879 
Path: chuka.playstation.co.uk!news 
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From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Sat, 4 Aug 2001 18:02:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9kh9pv$1511@www.netyaroze-europe. com> 
References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-122-10-154.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I really hope SONY provide some mechanism to allow owners of the upcoming 
braodband adapter/HD to download programs by Linux Kit developers. Imagine 
if our yaroze games were available to all PS owners. 


Mattv 


—-MESSAGE FILE 8152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06879 


—-MESSAGE FILE 8153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006880 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Matrix 

Date: Sat, 4 Aug 2001 19:46:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9khgcem$1512@www.netyaroze-europe. com> 

References: <9k3qu6S6qbl@www.netyaroze-europe.com> <9k3u6hS6qb4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-62-200.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Matt, 


Sorry it took so long to reply, that is great stuff, I've changed it a bit 
to give me the vx & vy well I'm very lazy you see so didn't want to work out 
the other angle when it was already there, it has caused some strange 
crashing effects in my program but I think that is more the alteration than 
the original code :) 


Its making a bit more sense now :) 


Cheers again 
Nigel 


—-MESSAGE FILE 8153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06880 


—-MESSAGE FILE 8154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006881 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Sat, 04 Aug 2001 19:47:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <3b6e5167.1219826968@www.netyaroze-europe. com> 
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References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Matt, 


I'm not quite sure, but I have a hunch that Sony doesn't want your 
games to run on all systems. 


On one hand, I hate the thought of it, but then again, I appreciate 
it, too. 


I can't tell you how many PC applications I've downloaded that were 
just pure crap -- and that was the good ones. The bad ones messed up 
the system, don't uninstall properly, etc, etc. One of the things 
that sony does when they give you a prof. developer license is require 
you to "accept" certain standards and adhere to them; in fact, in the 
recent discussions about the NY demos being distributed, there were 
additional guidelines and requirements for qualifying games. 


Perhaps the one thing all Yaroze members have in common is a sense of 
adventure. Maybe being part of the community makes us aware of the 
potential flaws in people's yaroze code as we download it, so we don't 
blame it on the console and go buy the other guy's console (which 
looks very suspiciously similar to a PC without a keyboard and mouse). 


Anyway, all that being said, I'm on your side, too. I thought the 
dreamcast was kind of interesting with the little downloadable games 
you could get for the VMU, I thought it'd be fun to write little VMU 
games, for example. The dreamcast allowed you to download those games 
right out of the box, too (i.e. modem was already included). 


As far as PS2 Linux, I'm still confused about something. I can't tell 
if it was intended to be akin to a "Net Yaroze 2," or if it was more 
about letting people use the computer they've already bought without 
knowing it (i.e. why bother buying a computer when you can just pop in 


a linux kit into the system you already have. Just think -- you get 
ps2 + ps one + dvd player + computer all in one... Not bad, huh?) 
Sauce 


On Sat, 4 Aug 2001 18:02:25 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>I really hope SONY provide some mechanism to allow owners of the upcoming 
>braodband adapter/HD to download programs by Linux Kit developers. Imagine 
>if our yaroze games were available to all PS owners. 

> 

>Mattv 

> 


—-MESSAGE FILE 8154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06881 


—-MESSAGE FILE 8155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006882 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Sun, 5 Aug 2001 11:16:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <9kj6cmSnogl@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-51-252 .btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I agree that allowing amateur developers like us to self distribute anything 
we have written would go against the plug-and-play ethic Sony want for the 
PS2. It would probably be fractured and unrewarding for the users too if 
these programs for their PS2 could be placed anywhere on the internet. But 
this could be simply solved if Sony implement a cut-down QA submission 
process, posting our programs in a centralised reserve. Just like getting a 
Yaroze game approved for OPM you could get you Linux Kit game approved for 
distribution via the Broadband Network. 


I expect the main hurdle is if Sony are prepared to pay for this QA to be 
done when the games are going to be given away for free. It adds value to 
thier broadband network, but it's also an unreliable and inconsistent 
source. They did it for the Yaroze (on a smaller scale) with OPM so I guess 
it's possible. 


I believe the Yaroze2 element is just a subset of the Linux Kit, the OS and 
GUI means it can be used as a finished tool and need not ever be programmed. 
This worries me a little bit, mainly because the allocation numbers are so 
small and Linux lovers so numerous it might be hard to get hold of it to 
write games with. Secretly I hope that they release here with a higher price 
tag to put off those who just want to tweak, fiddle and run web servers. 


Mattv 


Steven Osman <sosman@terratron.com> wrote in message 
news :3b6e5167.1219826968@www.netyaroze-europe.com... 
> Matt, 


I'm not quite sure, but I have a hunch that Sony doesn't want your 
games to run on all systems. 


On one hand, I hate the thought of it, but then again, I appreciate 
it, too. 


I can't tell you how many PC applications I've downloaded that were 
just pure crap -- and that was the good ones. The bad ones messed up 
the system, don't uninstall properly, etc, etc. One of the things 
that sony does when they give you a prof. developer license is require 
you to "accept" certain standards and adhere to them; in fact, in the 
recent discussions about the NY demos being distributed, there were 
additional guidelines and requirements for qualifying games. 


Perhaps the one thing all Yaroze members have in common is a sense of 
adventure. Maybe being part of the community makes us aware of the 
potential flaws in people's yaroze code as we download it, so we don't 
blame it on the console and go buy the other guy's console (which 
looks very suspiciously similar to a PC without a keyboard and mouse). 


Anyway, all that being said, I'm on your side, too. I thought the 
dreamcast was kind of interesting with the little downloadable games 
you could get for the VMU, I thought it'd be fun to write little VMU 
games, for example. The dreamcast allowed you to download those games 
right out of the box, too (i.e. modem was already included). 


As far as PS2 Linux, I'm still confused about something. I can't tell 
if it was intended to be akin to a "Net Yaroze 2," or if it was more 
about letting people use the computer they've already bought without 
knowing it (i.e. why bother buying a computer when you can just pop in 


a linux kit into the system you already have. Just think -- you get 
ps2 + ps one + dvd player + computer all in one... Not bad, huh?) 
Sauce 


On Sat, 4 Aug 2001 18:02:25 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


>I really hope SONY provide some mechanism to allow owners of the upcoming 
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> >braodband adapter/HD to download programs by Linux Kit developers. 
Imagine 

> >if our yaroze games were available to all PS owners. 

> 

>Mattv 

> 


VVVYV 


—-MESSAGE FILE 8155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06882 


—-MESSAGE FILE 8156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006883 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Sun, 05 Aug 2001 23:34:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 143 

Message-ID: <3b71d3d5.1318759035@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Matt, 
On PS2 Linux software distribution: 
You bring up some pretty interesting points. Honestly, I was tempted 


to split this message up in two (as I should have with the original) 
so we could have two good threads going on. 


From a technical perspective, what you suggest may not be impossible, 
and maybe we should even discuss with Sony the ability to administer 
such a part of their broadband network ourselves. 


Conceptually, someone could "contract" with Sony to perform the 
verification process. I'm sure lots of us would consider volunteering 
for the job. Anyway, we could have members from this pool download 
the games and place it in some temporary part of their broadband 
network (a sort of testing zone), test it out on our own machines, and 
then perhaps digitally sign the final product, if approved and move it 
from the testing area to some publicly available part of the network. 


By having us do it Sony can avoid a majority of the Q&A expense, and 
by allowing a pool of people to do the work they can grant and revoke 
access to individuals as they see fit (if someone's been approving too 
much crap, for example). They can also ensure that there are enough 
people working on it and there's little worry about any one person 
getting bored one week, or going on vacation, or being too busy at 
work to go through the submissions. 


The "contract" portion could also ensure that the members of the 
"committee" fully understand the quality standards required. I am not 
thinking of a contract that will be set up to allow Sony to sue 
someone for not performing his job properly, but rather, a contract to 
ensure that if you don't do it properly, you lose your privileges and 
nobody has to have any major argument about it. 


On the purpose of PS2 Linux: 


Maybe the question of price can be answered by producing more units. 
Sadly, I don't feel that Linux is still ready for mainstream, but that 
may change in the reasonably near future. If they built enough units 
they could add one more marketing edge for the system. After all, 


Net Yaroze newsgroups message dump.txt Page 5358 


when people complain about the hefty price tag on the PS2, I remind 
them that they are getting a PSX, a PS2, and a DVD player for that 
price. I kinda wish they includes wireless remotes with the system so 
that you wouldn't need to really even point out the DVD player aspect 
-- it would be understood immediately. I also think retailers could 
always put a unit next to their DVD players so that someone shopping 
for a player may consider buying the console instead -- something that 
may not really enter your mind if you're looking for a player. 


Anyway, the PS2 Linux kit conceivably adds (along with a few more 
dollars) the fact that you get a computer -- and we're not talking a 
silly webtv box, but a full blown system. 


What I'm trying to say is, given the right marketing, I bet Sony could 
sell a *lot* of PS2 Linux kits. Given the wrong marketing, I may be 
agreeing with you -- make it a little pricier so people who buy it 
really do want it and know what they're getting. 


Anyway, enough about all that. 
Sauce 


On Sun, 5 Aug 2001 11:16:25 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>I agree that allowing amateur developers like us to self distribute anything 
>we have written would go against the plug-and-play ethic Sony want for the 
>PS2. It would probably be fractured and unrewarding for the users too if 
>these programs for their PS2 could be placed anywhere on the internet. But 
>this could be simply solved if Sony implement a cut-down QA submission 
>process, posting our programs in a centralised reserve. Just like getting a 
>Yaroze game approved for OPM you could get you Linux Kit game approved for 
>distribution via the Broadband Network. 

> 

>I expect the main hurdle is if Sony are prepared to pay for this QA to be 
>done when the games are going to be given away for free. It adds value to 
>thier broadband network, but it's also an unreliable and inconsistent 
>source. They did it for the Yaroze (on a smaller scale) with OPM so I guess 
>it's possible. 

> 

>I believe the Yaroze2 element is just a subset of the Linux Kit, the OS and 
>GUI means it can be used as a finished tool and need not ever be programmed. 
>This worries me a little bit, mainly because the allocation numbers are so 
>small and Linux lovers so numerous it might be hard to get hold of it to 
>write games with. Secretly I hope that they release here with a higher price 
>tag to put off those who just want to tweak, fiddle and run web servers. 

> 

>Mattv 

> 

> 

>Steven Osman <sosman@terratron.com> wrote in message 

>news :3b6e5167.1219826968@www.netyaroze-europe.com... 

>> Matt, 

>> 

>> I'm not quite sure, but I have a hunch that Sony doesn't want your 

>> games to run on all systems. 

>> 

>> On one hand, I hate the thought of it, but then again, I appreciate 

>> it, too. 


>> 
>> I can't tell you how many PC applications I've downloaded that were 
>> just pure crap -- and that was the good ones. The bad ones messed սք 


>> the system, don't uninstall properly, etc, etc. One of the things 

>> that sony does when they give you a prof. developer license is require 
>> you to "accept" certain standards and adhere to them; in fact, in the 
>> recent discussions about the NY demos being distributed, there were 

>> additional guidelines and requirements for qualifying games. 

>> 

>> Perhaps the one thing all Yaroze members have in common is a sense of 
>> adventure. Maybe being part of the community makes us aware of the 

>> potential flaws in people's yaroze code as we download it, so we don't 
>> blame it on the console and go buy the other guy's console (which 

>> looks very suspiciously similar to a PC without a keyboard and mouse). 
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>> 

>> Anyway, all that being said, I'm on your side, too. I thought the 

>> dreamcast was kind of interesting with the little downloadable games 
>> you could get for the VMU, I thought it'd be fun to write little VMU 
>> games, for example. The dreamcast allowed you to download those games 
>> right out of the box, too (i.e. modem was already included). 

>> 

>> As far as PS2 Linux, I'm still confused about something. I can't tell 
>> if it was intended to be akin to a "Net Yaroze 2," or if it was more 
>> about letting people use the computer they've already bought without 
>> knowing it (i.e. why bother buying a computer when you can just pop in 


>> a linux kit into the system you already have. Just think -- you get 
>> ps2 + ps one + dvd player + computer all in one... Not bad, huh?) 
>> 

>> Sauce 

>> 


>> On Sat, 4 Aug 2001 18:02:25 +0100, "Matt Verran" 

>> <mverran@btinternet.com> wrote: 

>> 

>> >I really hope SONY provide some mechanism to allow owners of the upcoming 
>> >braodband adapter/HD to download programs by Linux Kit developers. 
>Imagine 

>> >if our yaroze games were available to all PS owners. 

>> > 

>> >Mattv 

>> > 

>> 

> 


—-MESSAGE FILE 8156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06883 


—-MESSAGE FILE 8157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006884 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 

Date: Mon, 6 Aug 2001 21:52:09 +0100 

Organization: SCEE 

Lines: 33 

Message-ID: <9kn06tSqtbl@www.netyaroze-europe.com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc2-hems3-0-cust144.bre.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Actually, we've halved the price of "official" PS1 devkits a few months 
back, and many publishers are very keen to sign up PS1 game developers. 
I'll see if our own group has an interest. 


Incidentally, SCEE still provides Net Yaroze systems to Universities as 
required. Although I know many had concerns about the legal paperwork that 
was the hurdle for getting the "black box", we fully intend to keep these 
servers running as long as there is interest, and don't plan to ever recall 
the kits. 


Finally, we're seeing what the demand might be for Linux on PS2 - check out 
http://www.technology.scee.net/cgi-bin/sceeweb1l/scee.pl?ps2linuxint (its not 
live yet) 


Paul 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9hqda2$p4m2@www.netyaroze-europe.com... 

> > Give up a Yaroze?! Who would do a thing like that!? You'd have to be 
crazy 

> > or something! 

> 
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> There are TONS of people who own one and havn't appeared on the net at 
all, 

> check the complete memberlist: 

> http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 


v 


> Maybe SONY should reclaim all these machines :) 
> 
> 
> 


--MESSAGE FILE 8157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06884 


--MESSAGE FILE 8158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006885 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Mon, 6 Aug 2001 21:56:20 +0100 

Organization: SCEE 

Lines: 162 

Message-ID: <9kn0eqSqtb2@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: pc2-hems3-0-cust144.bre.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Check out 
http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linuxint 
"Steven Osman" <sosman@terratron.com> wrote in message 

news :3b71d3d5.1318759035@www.netyaroze-europe.com... 

> Matt, 

On PS2 Linux software distribution: 

You bring up some pretty interesting points. Honestly, I was tempted 


to split this message up in two (as I should have with the original) 
so we could have two good threads going on. 


From a technical perspective, what you suggest may not be impossible, 
and maybe we should even discuss with Sony the ability to administer 
such a part of their broadband network ourselves. 


Conceptually, someone could "contract" with Sony to perform the 
verification process. I'm sure lots of us would consider volunteering 
for the job. Anyway, we could have members from this pool download 
the games and place it in some temporary part of their broadband 
network (a sort of testing zone), test it out on our own machines, and 
then perhaps digitally sign the final product, if approved and move it 
from the testing area to some publicly available part of the network. 


By having us do it Sony can avoid a majority of the Q&A expense, and 
by allowing a pool of people to do the work they can grant and revoke 
access to individuals as they see fit (if someone's been approving too 
much crap, for example). They can also ensure that there are enough 
people working on it and there's little worry about any one person 
getting bored one week, or going on vacation, or being too busy at 
work to go through the submissions. 


The "contract" portion could also ensure that the members of the 
"committee" fully understand the quality standards required. I am not 
thinking of a contract that will be set up to allow Sony to sue 
someone for not performing his job properly, but rather, a contract to 
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ensure that if you don't do it properly, you lose your privileges and 
nobody has to have any major argument about it. 


On the purpose of PS2 Linux: 


Maybe the question of price can be answered by producing more units. 
Sadly, I don't feel that Linux is still ready for mainstream, but that 
may change in the reasonably near future. If they built enough units 
they could add one more marketing edge for the system. After all, 
when people complain about the hefty price tag on the PS2, I remind 
them that they are getting a PSX, a PS2, and a DVD player for that 
price. I kinda wish they includes wireless remotes with the system so 
that you wouldn't need to really even point out the DVD player aspect 
—— it would be understood immediately. I also think retailers could 
always put a unit next to their DVD players so that someone shopping 
for a player may consider buying the console instead -- something that 
may not really enter your mind if you're looking for a player. 


Anyway, the PS2 Linux kit conceivably adds (along with a few more 
dollars) the fact that you get a computer -- and we're not talking a 
silly webtv box, but a full blown system. 


What I'm trying to say is, given the right marketing, I bet Sony could 
sell a *lot* of PS2 Linux kits. Given the wrong marketing, I may be 
agreeing with you -- make it a little pricier so people who buy it 
really do want it and know what they're getting. 


Anyway, enough about all that. 
Sauce 


On Sun, 5 Aug 2001 11:16:25 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


> >I agree that allowing amateur developers like us to self distribute 
anything 

> >we have written would go against the plug-and-play ethic Sony want for 
the 

> >PS2. It would probably be fractured and unrewarding for the users too if 
> >these programs for their PS2 could be placed anywhere on the internet. 
But 
> >this could be simply solved if Sony implement a cut-down QA submission 

> >process, posting our programs in a centralised reserve. Just like getting 
a 

> >Yaroze game approved for OPM you could get you Linux Kit game approved 
for 

>distribution via the Broadband Network. 

>> 

> >I expect the main hurdle is if Sony are prepared to pay for this QA to be 
> >done when the games are going to be given away for free. It adds value to 
> 
> 


v 


>thier broadband network, but it's also an unreliable and inconsistent 
>source. They did it for the Yaroze (on a smaller scale) with OPM so I 
guess 
> >it's possible. 
> > 
> >I believe the Yaroze2 element is just a subset of the Linux Kit, the OS 
and 
> >GUI means it can be used as a finished tool and need not ever be 
programmed. 
> >This worries me a little bit, mainly because the allocation numbers are 
so 
> >small and Linux lovers so numerous it might be hard to get hold of it to 
> >write games with. Secretly I hope that they release here with a higher 
price 
> >tag to put off those who just want to tweak, fiddle and run web servers. 
> 
>Mattv 
> 
> 
>Steven Osman <sosman@terratron.com> wrote in message 
>news :3b6e5167.1219826968@www.netyaroze-europe.com... 
>> Matt, 
>> 
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> >> I'm not quite sure, but I have a hunch that Sony doesn't want your 

> >> games to run on all systems. 

> >> 

> >> On one hand, I hate the thought of it, but then again, I appreciate 

> >> it, too. 

> >> 

> >> I can't tell you how many PC applications I've downloaded that were 

> >> just pure crap -- and that was the good ones. The bad ones messed սք 
> >> the system, don't uninstall properly, etc, etc. One of the things 

> >> that sony does when they give you a prof. developer license is require 
> >> you to "accept" certain standards and adhere to them; in fact, in the 
> >> recent discussions about the NY demos being distributed, there were 

> >> additional guidelines and requirements for qualifying games. 

> >> 

> >> Perhaps the one thing all Yaroze members have in common is a sense of 
> >> adventure. Maybe being part of the community makes us aware of the 

> >> potential flaws in people's yaroze code as we download it, so we don't 
> >> blame it on the console and go buy the other guy's console (which 

> >> looks very suspiciously similar to a PC without a keyboard and mouse). 
> >> 

> >> Anyway, all that being said, I'm on your side, too. I thought the 

> >> dreamcast was kind of interesting with the little downloadable games 

> >> you could get for the VMU, I thought it'd be fun to write little VMU 

> >> games, for example. The dreamcast allowed you to download those games 
> >> right out of the box, too (i.e. modem was already included). 

> >> 

> >> As far as PS2 Linux, I'm still confused about something. I can't tell 
> >> if it was intended to be akin to a "Net Yaroze 2," or if it was more 

> >> about letting people use the computer they've already bought without 

> >> knowing it (i.e. why bother buying a computer when you can just pop in 
> >> a linux kit into the system you already have. Just think -- you get 

> >> ps2 + ps one + dvd player + computer all in one... Not bad, huh?) 

> >> 

> >> Sauce 

> >> 

> >> On Sat, 4 Aug 2001 18:02:25 +0100, "Matt Verran" 

> >> <mverran@btinternet.com> wrote: 

> >> 

> >> >I really hope SONY provide some mechanism to allow owners of the 
upcoming 

> >> >braodband adapter/HD to download programs by Linux Kit developers. 

> >Imagine 

> >> >if our yaroze games were available to all PS owners. 

> >> > 

> >> >MattV 

> >> > 

> >> 

>> 

> 
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—-MESSAGE FILE 8158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06885 


—-MESSAGE FILE 8159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00068 
Path: 
From: 


86 
chuka.playstation.co.uk!news 
"Cookie" <gjc53@student.canterbury.ac.nz> 


Newsgroups: scee.yaroze.freetalk.english 


Subje 
Date: 
Organ 
Lines 
Messa 
Refer 


ct: Re: South African developer looking for a Yaroze 

Tue, 7 Aug 2001 09:09:10 +1200 

ization: PlayStation Net Yaroze (SCEE) 

: 60 

ge-ID: <9kn0tsS$qtb3@www.netyaroze-europe.com> 

ences: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaro 


ze—-europe 


.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 


NNTP- 
X-Pri 


Posting-Host: 202.37.124.253 
ority: 3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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Hi Guys 


I recently contacted my local sony branch, because as some of you know the 
only way i get to work on some yaroze stuff is to borrow a friends machine, 
No i dont own it, i borrow it. Anyways sony tracked down a local yaroze 
system, but from my understanding it was loose and possibly incomplete. 
Asking price was Around $450 US ( depending on exchange rates ). Needless 
to say it was still out of my reach, as i mentioned to them that currently i 
couldnt afford more than around 150 - 200 US, and for a used yaroze which 
was loose and maybe incomplete, i didnt think that was too unfair expecting 
to pay only around $150? 


Would that be correct, or should i have snapped at the $450 US price they 
were asking? Needless to say im still looking for my own machine, i cant 
borrow my friends machine forever, as much as i would like to, so if anyone 
has a way to get me a machine, sony or a group member, please let me know, 
id like to officially be part of this group, with my own machine. 


"Paul Holman" <dev_support@scee.net> wrote in message 

news: 9kn06tS$qtbl@www.netyaroze-europe.com... 

Actually, we've halved the price of "official" PS1 devkits a few months 
back, and many publishers are very keen to sign up PS1 game developers. 
I'll see if our own group has an interest. 


v 


Incidentally, SCEE still provides Net Yaroze systems to Universities as 
required. Although I know many had concerns about the legal paperwork 
that 

> was the hurdle for getting the "black box", we fully intend to keep these 
> servers running as long as there is interest, and don't plan to ever 
recall 

> the kits. 

> 

> Finally, we're seeing what the demand might be for Linux on PS2 - check 
out 

> http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linuxint (its 
not 


> live yet) 

> 

> Paul 

> 

> "Matt Verran" <mverran@btinternet.com> wrote in message 

> news: 9hqda2Sp4m2@www.netyaroze-europe.com... 

> > > Give up a Yaroze?! Who would do a thing like that!? You'd have to be 
> crazy 

> > > or something! 

>> 

> > There are TONS of people who own one and havn't appeared on the net at 
> all, 

> > check the complete memberlist: 

> > http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 
>> 

> > Maybe SONY should reclaim all these machines :) 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 8159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06886 


—-MESSAGE FILE 8160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006887 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Flip it! 

Date: Tue, 7 Aug 2001 01:56:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
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Message-ID: <9kne8aSqtb4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


I'm working on my first real game for my NY, having recently brought it out 
of retirement. 


Anyhoo, can anyone tell me the best way to 'flip' a sprite (IE, mirror it 
left-to-right) to show it traveling in the opposite direction? 


I can't just rotate it 180 degrees as then it will be upside down. 
I have attached the demo (in it's very early stages!!!) so you can see what 
I mean. 


-Kenny 


--MESSAGE FILE 8160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06887 


--MESSAGE FILE 8161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006888 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flip it! 

Date: Tue, 7 Aug 2001 01:57:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 513 

Message-ID: <9kne9m$qtb5@www.netyaroze-europe.com> 
References: <9kne8a$qtb4@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Whoops! Forgot the attachment, here it is now.... 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 

news: 9kne8aSqtb4@www.netyaroze-europe.com... 

> I'm working on my first real game for my NY, having recently brought it 
out 

> of retirement. 


> 

> Anyhoo, can anyone tell me the best way to 'flip' a sprite (IE, mirror it 
> left-to-right) to show it traveling in the opposite direction? 

> 

> I can't just rotate it 180 degrees as then it will be upside down. 

> I have attached the demo (in it's very early stages!!!) so you can see 
what 

> I mean. 

> 

> -Kenny 

> 

> 


—-MESSAGE FILE 8161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06888 


—-MESSAGE FILE 8162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006889 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Tue, 7 Aug 2001 01:58:20 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 182 

Message-ID: <9knebcSqtb6@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


According to that site, only 12 people have registered any interest, so come 
on guys! Pass the word around! 
-Kenny 


"Paul Holman" <dev_support@scee.net> wrote in message 
news: 9kn0eqSqtb2@www.netyaroze-europe.com... 
> Check out 


http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linuxint 
"Steven Osman" <sosman@terratron.com> wrote in message 

news :3b71d3d5.1318759035@www.netyaroze-europe.com... 

> Matt, 

On PS2 Linux software distribution: 

You bring up some pretty interesting points. Honestly, I was tempted 


to split this message up in two (as I should have with the original) 
so we could have two good threads going on. 


From a technical perspective, what you suggest may not be impossible, 
and maybe we should even discuss with Sony the ability to administer 
such a part of their broadband network ourselves. 


Conceptually, someone could "contract" with Sony to perform the 
verification process. I'm sure lots of us would consider volunteering 
for the job. Anyway, we could have members from this pool download 
the games and place it in some temporary part of their broadband 
network (a sort of testing zone), test it out on our own machines, and 
then perhaps digitally sign the final product, if approved and move it 
from the testing area to some publicly available part of the network. 


By having us do it Sony can avoid a majority of the Q&A expense, and 
by allowing a pool of people to do the work they can grant and revoke 
access to individuals as they see fit (if someone's been approving too 
much crap, for example). They can also ensure that there are enough 
people working on it and there's little worry about any one person 
getting bored one week, or going on vacation, or being too busy at 
work to go through the submissions. 


The "contract" portion could also ensure that the members of the 
"committee" fully understand the quality standards required. I am not 
thinking of a contract that will be set up to allow Sony to sue 
someone for not performing his job properly, but rather, a contract to 
ensure that if you don't do it properly, you lose your privileges and 
nobody has to have any major argument about it. 


On the purpose of PS2 Linux: 


Maybe the question of price can be answered by producing more units. 
Sadly, I don't feel that Linux is still ready for mainstream, but that 
may change in the reasonably near future. If they built enough units 
they could add one more marketing edge for the system. After all, 
when people complain about the hefty price tag on the PS2, I remind 
them that they are getting a PSX, a PS2, and a DVD player for that 
price. I kinda wish they includes wireless remotes with the system so 
that you wouldn't need to really even point out the DVD player aspect 
—— it would be understood immediately. I also think retailers could 
always put a unit next to their DVD players so that someone shopping 
for a player may consider buying the console instead -- something that 
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may not really enter your mind if you're looking for a player. 
Anyway, the PS2 Linux kit conceivably adds (along with a few more 


dollars) the fact that you get a computer -- and we're not talking a 
silly webtv box, but a full blown system. 


What I'm trying to say is, given the right marketing, I bet Sony could 
sell a *lot* of PS2 Linux kits. Given the wrong marketing, I may be 
agreeing with you -- make it a little pricier so people who buy it 
really do want it and know what they're getting. 


Anyway, enough about all that. 
Sauce 


On Sun, 5 Aug 2001 11:16:25 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


VVVVVVVVVVVVVV VV VV 


> >I agree that allowing amateur developers like us to self distribute 
anything 

> >we have written would go against the plug-and-play ethic Sony want for 
the 

> >PS2. It would probably be fractured and unrewarding for the users too 
f 
> > >these programs for their PS2 could be placed anywhere on the internet. 
> But 
> > >this could be simply solved if Sony implement a cut-down QA submission 
> > >process, posting our programs in a centralised reserve. Just like 
getting 

a 

> >Yaroze game approved for OPM you could get you Linux Kit game approved 
for 

> >distribution via the Broadband Network. 

> > 

> >I expect the main hurdle is if Sony are prepared to pay for this QA to 
e 

> >done when the games are going to be given away for free. It adds value 
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> >thier broadband network, but it's also an unreliable and inconsistent 

> >source. They did it for the Yaroze (on a smaller scale) with OPM so I 
guess 

> >it's possible. 

>> 

> >I believe the Yaroze2 element is just a subset of the Linux Kit, the OS 
and 

> >GUI means it can be used as a finished tool and need not ever be 
programmed. 

> >This worries me a little bit, mainly because the allocation numbers are 
so 

> >small and Linux lovers so numerous it might be hard to get hold of it 
° 
> > >write games with. Secretly I hope that they release here with a higher 
> price 
> > >tag to put off those who just want to tweak, fiddle and run web 
servers. 
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> > > 

> > >MattV 

>>> 

>>> 

> > >Steven Osman <sosman@terratron.com> wrote in message 

> > >news:3b6e5167.1219826968@www.netyaroze-europe.com... 

> > >> Matt, 

>> >> 

> > >> I'm not quite sure, but I have a hunch that Sony doesn't want your 
> > >> games to run on all systems. 

>> >> 

> > >> On one hand, I hate the thought of it, but then again, I appreciate 
> > >> it, too. 

>> >> 

> > >> I can't tell you how many PC applications I've downloaded that were 
> > >> just pure crap -- and that was the good ones. The bad ones messed սք 
> > >> the system, don't uninstall properly, etc, etc. One of the things 
> > >> that sony does when they give you a prof. developer license is 
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equire 

> >> you to "accept" certain standards and adhere to them; in fact, in the 
>> recent discussions about the NY demos being distributed, there were 
>> additional guidelines and requirements for qualifying games. 


>> Perhaps the one thing all Yaroze members have in common is a sense of 
>> adventure. Maybe being part of the community makes us aware of the 
>> potential flaws in people's yaroze code as we download it, so we 


> blame it on the console and go buy the other guy's console (which 
>> looks very suspiciously similar to a PC without a keyboard and 


VVAaVVVVVVV 5 


>> Anyway, all that being said, I'm on your side, too. I thought the 
>> dreamcast was kind of interesting with the little downloadable games 
>> you could get for the VMU, I thought it'd be fun to write little VMU 
games, for example. The dreamcast allowed you to download those 


VVVVGEVVBVVVV VV 


VVVVV8 


v 
v 
v 


> > >> right out of the Dbox, too (i.e. modem was already included). 
> > >> As far as PS2 Linux, I'm still confused about something. I can't 


> > >> if it was intended to be akin to a "Net Yaroze 2," or if it was more 
> > >> about letting people use the computer they've already bought without 
> >> knowing it (i.e. why bother buying a computer when you can just pop 


>> a linux kit into the system you already have. Just think -- you get 
>> ps2 + ps one + dvd player + computer all in one... Not bad, huh?) 


>> Sauce 


>> On Sat, 4 Aug 2001 18:02:25 +0100, "Matt Verran" 
>> <mverran@btinternet.com> wrote: 


>> >I really hope SONY provide some mechanism to allow owners of the 
pcoming 

>> >braodband adapter/HD to download programs by Linux Kit developers. 

>Imagine 

>> >if our yaroze games were available to all PS owners. 

>> > 

>> >Mattv 

>> > 

>> 

> 
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—-MESSAGE FILE 8162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06889 


—-MESSAGE FILE 8163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006890 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDCE 

Date: Tue, 7 Aug 2001 02:45:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <9knhg5Sqtb7@www.netyaroze-europe. com> 

References: <9 jjumeSa2d1l@www.netyaroze-europe.com> <9jotrg$kckl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Nicholas Ferguson" <home@nickferguson.com> wrote in message 
news: 9jotrg$kckl@www.netyaroze-europe.com... 
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> I can't imagine there are many people going who aren't being funded 
by their 

> company. I would pay up to £200 of my own dosh to go, but at £320 
(even with 

> the early-bird registration and my IGDA membership discount) it is 
way too 


Problem is I'm not in the industry (yeah yeah, technically shouldn't 
be there at all) and hence do not have company funding. When I first 
saw the flyer about GDCE, I thought "Yes, chance to get to some talks 
about game development, meet some people in the industry, maybe fluke 
some work experience or make contacts for a job after uni. But then I 
see that it's priced at £400+! 


> much for 2 days! :( I plan to write a letter of complaint about it, 
which 
> I'm sure will be roundly ignored. 


Maybe if no-one turns up due to the cost and then complains... But 
then I suppose for the big companies, £400 and a train ticket to 
London is a far sight less than jetting their employees off to the US 
for GDC. 


> See you at the Nintendo Show and ECTS. What's happening with Sony's 
show, 
> BIW? 


Yup, should be going to ECTS, and seeing as we can get into Nintendo's 
show with the ECTS pass, I'll head over there for a day. Haven't got a 
clue about Sony's show. Seems no-one at all is going to be at ECTS, 
which is a shame. 


BTW, has ECTS become more strict on enforcing the 'Trade Only' rule 
this year? I notice the site says 'Must have proof of industry 
status', which I don't remember seeing in previous years. Is this 
going to be more of a problem than previous years? Also, my mate 
pointed out ‘how do you prove industry status?' Can anyone answer 
that? Bring a letter from mummy promising that you are 18, and make 
games and will be a good boy? It might just work.... ;) 


Rikki 


—-MESSAGE FILE 8163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06890 


-—-MESSAGE FILE 8164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006891 

Path: chuka.playstation.co.uk!news 

From: Paul Holman <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 

Date: Tue, 07 Aug 2001 08:56:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <3B6F9F2B.F37006DC@scee.net> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2S$p4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.193.234.137 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (Win98; I) 

To: Cookie <gjc53@student.canterbury.ac.nz> 


Hi Cookie, 


Somewhat odd, since NY was never made available through any retail channels 
sounds a litte suspicious. 


Whilst we're no longer set up to handle individual sales, as I may have 
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mentioned we do support Universities etc. If you were able to persuade your 
tutor (I'm making a big assumption based upon your e-mail) to apply to us (e.g. 
to Charlotte_Morley@scee.net) and sign the resulting educational agreement 
(which can provide a free loan of an initial unit) this may be one approach. 


Paul 
Cookie wrote: 
Hi Guys 


I recently contacted my local sony branch, because as some of you know the 
only way i get to work on some yaroze stuff is to borrow a friends machine, 
No i dont own it, i borrow it. Anyways sony tracked down a local yaroze 
system, but from my understanding it was loose and possibly incomplete. 
Asking price was Around $450 US ( depending on exchange rates ). Needless 
to say it was still out of my reach, as i mentioned to them that currently i 
couldnt afford more than around 150 - 200 US, and for a used yaroze which 
was loose and maybe incomplete, i didnt think that was too unfair expecting 
to pay only around $150? 


Would that be correct, or should i have snapped at the $450 US price they 
were asking? Needless to say im still looking for my own machine, i cant 
borrow my friends machine forever, as much as i would like to, so if anyone 
has a way to get me a machine, sony or a group member, please let me know, 
id like to officially be part of this group, with my own machine. 


"Paul Holman" <dev_support@scee.net> wrote in message 

news: 9kn06t$qtbl@www.netyaroze-europe.com... 

> Actually, we've halved the price of "official" Ք51 devkits a few months 
back, and many publishers are very keen to sign up PS1 game developers. 
I'll see if our own group has an interest. 


Incidentally, SCEE still provides Net Yaroze systems to Universities as 
required. Although I know many had concerns about the legal paperwork 
that 

> was the hurdle for getting the "black box", we fully intend to keep these 
> servers running as long as there is interest, and don't plan to ever 
recall 

> the kits. 

> 

> Finally, we're seeing what the demand might be for Linux on PS2 - check 
out 

> http://www.technology.scee.net/cgi-bin/sceewebl1/scee.pl?ps2linuxint (its 
not 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> live yet) 

> 

> Paul 

> 

> "Matt Verran" <mverran@btinternet.com> wrote in message 

> news: 9hqda2Sp4m2@www.netyaroze-europe.com... 

> > > Give up a Yaroze?! Who would do a thing like that!? You'd have to be 
> crazy 

> > > or something! 

>> 

> > There are TONS of people who own one and havn't appeared on the net at 
> all, 

> > check the complete memberlist: 

> > http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 
>> 

> > Maybe SONY should reclaim all these machines :) 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 8164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06891 


—-MESSAGE FILE 8165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006892 
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Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flip it! 

Date: Tue, 7 Aug 2001 10:09:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9kobf9Sqtb8@www.netyaroze-europe. com> 
References: <9kne8aSqtb4@www.netyaroze-europe. com> 


NNTP-Posting-Host: cvx-213-48-80-184-haw.cableinet.co.uk 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 


X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522. 


Just set the scalex attribute to -4096. 


cheers 
Derek 


Anyhoo, can anyone tell me the best way to 'flip' 


1200 


a sprite (IE, mirror 


it 


left-to-right) to show it traveling in the opposite direction? 


> 
> 
> -Kenny 
> 
> 
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—-MESSAGE FILE 8165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06892 


-—-MESSAGE FILE 8166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006893 
Path: chuka.playstation.co.uk!news 


From: Andrew Partington <andrew.partington@peregrine.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Flip it! 

Date: Tue, 07 Aug 2001 10:13:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <3B6FB156.84186B4@peregrine.com> 


References: <9kne8aSqtb4@www.netyaroze-europe.com> <9kne9mS$qtb5@www.netyaroze-europe 


. com> 

NNTP-Posting-Host: manuk97.harbinger.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi Kenny 


You can turn on scaling/rotation in the attribute of the sprite, then 


use: 

scalex = -ONE; to flip the sprite left->right 
or 

scaley = -ONE; to flip the sprite up->down 


Hope this helps 
Andy 
Kenny Millar wrote: 


Whoops! Forgot the attachment, here it is now.... 


news: 9kne8aSqtb4@www.netyaroze-europe.com... 


out 
> of retirement. 
> 


VVVVVVVV V 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 


> I'm working on my first real game for my NY, having recently brought 


TE 
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> Anyhoo, can anyone tell me the best way to 'flip' a sprite (IE, mirror it 
> left-to-right) to show it traveling in the opposite direction? 

> 

> I can't just rotate it 180 degrees as then it will be upside down. 

> I have attached the demo (in it's very early stages!!!) so you can see 
what 


> I mean. 


Name: KACMEN. zip 
KACMEN. zip Type: WinZip File (application/x-—unknown-content-type-WinZip) 
Encoding: x-uuencode 
—-MESSAGE FILE 8166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06893 


VVVVVVVVVVV VV VV 
v 


--MESSAGE FILE 8167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006894 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Tue, 07 Aug 2001 15:10:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3B6FF6D9.A77B061A@127.0.0.1> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.199.144.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Paul Holman wrote: 

> 

> Check out 

> 

> http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linuxint 


Well, I've registered my interest - 109 now... can anyone from SCEE say 
how many would be needed before they'd think about getting something 
similar out in SCEE/A ?? I mean I realise that the PAL PS2 is different 
hardware (no PC card slot) 


On a slightly different note - I see in fairly large letters all over 
PS2Linux sites 

"Since SPCH-1X000 was for domestic Japan use only... not available... no 
shipping' 

Is this merely to stop hordes of SCEE/A NYers from asking about overseas 
shipping or is this a statement of legality - I mean, we all know you 


can get Import PS2 + games - how legal/grey are imports? 


M. 
—-MESSAGE FILE 8167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06894 


—-MESSAGE FILE 8168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006895 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Tue, 07 Aug 2001 14:52:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 177 
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Message-ID: <3b750068.1461248914@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: dsl1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Paul, 


Thanks for the link I got it from a mailing list already... 


But... I'm in the US! (I've already filled out the US interest form). 


Still, do you have any opinion on any of the crap I wrote below? 
(Unofficially, of course). Do you think it's something that could 
even be considered? 


Steven 


On Mon, 6 Aug 2001 21:56:20 +0100, "Paul Holman" 
<dev_support@scee.net> wrote: 


>Check out 

> 

>http://www.technology.scee.net/cgi-bin/sceewebl/scee.pl?ps2linuxint 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news :3b71d3d5.1318759035@www.netyaroze-europe.com... 

>> Matt, 

>> 

>> On PS2 Linux software distribution: 

>> 

>> You bring up some pretty interesting points. Honestly, I was tempted 
>> to split this message up in two (as I should have with the original) 
>> so we could have two good threads going on. 
>> 

>> From a technical perspective, what you suggest may not be impossible, 
>> and maybe we should even discuss with Sony the ability to administer 
>> such a part of their broadband network ourselves. 


>> 
>> Conceptually, someone could "contract" with Sony to perform the 
>> verification process. I'm sure lots of us would consider volunteering 


>> for the job. Anyway, we could have members from this pool download 

>> the games and place it in some temporary part of their broadband 

>> network (a sort of testing zone), test it out on our own machines, and 
>> then perhaps digitally sign the final product, if approved and move it 
>> from the testing area to some publicly available part of the network. 
>> 

>> By having us do it Sony can avoid a majority of the Q&A expense, and 
>> by allowing a pool of people to do the work they can grant and revoke 
>> access to individuals as they see fit (if someone's been approving too 
>> much crap, for example). They can also ensure that there are enough 
>> people working on it and there's little worry about any one person 

>> getting bored one week, or going on vacation, or being too busy at 

>> work to go through the submissions. 

>> 

>> The "contract" portion could also ensure that the members of the 

>> "committee" fully understand the quality standards required. I am not 
>> thinking of a contract that will be set up to allow Sony to sue 

>> someone for not performing his job properly, but rather, a contract to 
>> ensure that if you don't do it properly, you lose your privileges and 
>> nobody has to have any major argument about it. 


>> 

>> On the purpose of PS2 Linux: 

>> 

>> Maybe the question of price can be answered by producing more units. 
>> Sadly, I don't feel that Linux is still ready for mainstream, but that 
>> may change in the reasonably near future. If they built enough units 


>> they could add one more marketing edge for the system. After all, 
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>> when people complain about the hefty price tag on the PS2, I remind 

>> them that they are getting a PSX, a PS2, and a DVD player for that 

>> price. I kinda wish they includes wireless remotes with the system so 
>> that you wouldn't need to really even point out the DVD player aspect 
>> -- it would be understood immediately. I also think retailers could 
>> always put a unit next to their DVD players so that someone shopping 
>> for a player may consider buying the console instead -- something that 
>> may not really enter your mind if you're looking for a player. 

>> 

>> Anyway, the PS2 Linux kit conceivably adds (along with a few more 


>> dollars) the fact that you get a computer -- and we're not talking a 
>> silly webtv box, but a full blown system. 

>> 

>> What I'm trying to say is, given the right marketing, I bet Sony could 
>> sell a *lot* of PS2 Linux kits. Given the wrong marketing, I may be 
>> agreeing with you -- make it a little pricier so people who buy it 
>> really do want it and know what they're getting. 

>> 

>> Anyway, enough about all that. 

>> 

>> Sauce 

>> 


>> On Sun, 5 Aug 2001 11:16:25 +0100, "Matt Verran" 

>> <mverran@btinternet.com> wrote: 

>> 

>> >I agree that allowing amateur developers like us to self distribute 
>anything 

>> >we have written would go against the plug-and-play ethic Sony want for 
>the 

>> >PS2. It would probably be fractured and unrewarding for the users too if 
>> >these programs for their PS2 could be placed anywhere on the internet. 
>But 
>> >this could be simply solved if Sony implement a cut-down QA submission 

>> >process, posting our programs in a centralised reserve. Just like getting 
>a 

>> >Yaroze game approved for OPM you could get you Linux Kit game approved 
>for 

>> >distribution via the Broadband Network. 

>> > 

>> >I expect the main hurdle is if Sony are prepared to pay for this QA to be 
>> >done when the games are going to be given away for free. It adds value to 
>> >thier broadband network, but it's also an unreliable and inconsistent 

>> >source. They did it for the Yaroze (on a smaller scale) with OPM so I 
>guess 

>> >it's possible. 

>> > 

>> >I believe the Yaroze2 element is just a subset of the Linux Kit, the OS 
>and 

>> >GUI means it can be used as a finished tool and need not ever be 
>programmed. 

>> >This worries me a little bit, mainly because the allocation numbers are 
>so 

>> >small and Linux lovers so numerous it might be hard to get hold of it to 
>> >write games with. Secretly I hope that they release here with a higher 
>price 

>> >tag to put off those who just want to tweak, fiddle and run web servers. 
>> > 

>> >Mattv 

>> > 

>> > 

>> >Steven Osman <sosman@terratron.com> wrote in message 

>> >news:3b6e5167.1219826968@www.netyaroze-europe.com... 

>> >> Matt, 

>> >> 

>> >> I'm not quite sure, but I have a hunch that Sony doesn't want your 

>> >> games to run on all systems. 

>> >> 

>> >> On one hand, I hate the thought of it, but then again, I appreciate 

>> >> it, too. 


>> >> 
>> >> I can't tell you how many PC applications I've downloaded that were 
>> >> just pure crap -- and that was the good ones. The bad ones messed up 


>> >> the system, don't uninstall properly, etc, etc. One of the things 
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>> >> that sony does when they give you a prof. developer license is require 
>> >> you to "accept" certain standards and adhere to them; in fact, in the 
>> >> recent discussions about the NY demos being distributed, there were 

>> >> additional guidelines and requirements for qualifying games. 

>> >> 

>> >> Perhaps the one thing all Yaroze members have in common is a sense of 
>> >> adventure. Maybe being part of the community makes us aware of the 

>> >> potential flaws in people's yaroze code as we download it, so we don't 
>> >> blame it on the console and go buy the other guy's console (which 

>> >> looks very suspiciously similar to a PC without a keyboard and mouse). 
>> >> 

>> >> Anyway, all that being said, I'm on your side, too. I thought the 

>> >> dreamcast was kind of interesting with the little downloadable games 
>> >> you could get for the VMU, I thought it'd be fun to write little VMU 
>> >> games, for example. The dreamcast allowed you to download those games 
>> >> right out of the box, too (i.e. modem was already included). 

>> >> 

>> >> As far as PS2 Linux, I'm still confused about something. I can't tell 
>> >> if it was intended to be akin to a "Net Yaroze 2," or if it was more 
>> >> about letting people use the computer they've already bought without 
>> >> knowing it (i.e. why bother buying a computer when you can just pop in 


>> >> a linux kit into the system you already have. Just think -- you get 
>> >> ps2 + ps one + dvd player + computer all in one... Not bad, huh?) 
>> >> 

>> >> Sauce 

>> >> 


>> >> On Sat, 4 Aug 2001 18:02:25 +0100, "Matt Verran" 

>> >> <mverran@btinternet.com> wrote: 

>> >> 

>> >> >I really hope SONY provide some mechanism to allow owners of the 
>upcoming 

>> >> >braodband adapter/HD to download programs by Linux Kit developers. 
>> >Imagine 

>> >> >if our yaroze games were available to all PS owners. 

>> >> > 

>> >> >MattVv 

>> >> > 

>> >> 

>> > 

>> 

> 


--MESSAGE FILE 8168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06895 


—-MESSAGE FILE 8169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006896 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Tue, 7 Aug 2001 15:59:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9kovosSqtb9@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe.com> <3B6FF6D9.A77B061A@127.0.0.1> 
NNTP-Posting-Host: host213-122-60-22.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


>>how legal/grey are imports? 
Well I have a US PS2, arrest me ! 
You can buy what you like, and take it wherever you like providing it's not 


contraband, like drugs or guns. SONY don't want you buying US products here 
because they want to control the regions seperately according to how much 
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they can extract from the local economy. In the UK's case this means we have 
to pay more for the machines and games. Retailers here expect a larger cut 
too, it's not entirely the game companies fault. Sorry, rant over :) 


Mattv 


—-MESSAGE FILE 8169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06896 


—-MESSAGE FILE 8170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006897 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 

Date: Tue, 7 Aug 2001 16:55:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <9kp379Sqtbl10@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2S$p4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem—986.aerodactyl.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm not sure what the value of a complete kit would be now that Sony has 
stopped selling them to individuals but I'd imagine that if I were you I 
would be willing to pay up to about 400-450 pounds not sure how much that is 
in dollars though. I would never part with my machine I love it to bits and 
I'm glad I got one when I did so if mine were to break I'd pay a pretty 
penny for a new one if it were not able to be fixed... Hope that is useful 
in some way :) 


Max 


Cookie <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9kn0tsS$qtb3@www.netyaroze-europe.com... 

> Hi Guys 

> 

> I recently contacted my local sony branch, because as some of you know the 
> only way i get to work on some yaroze stuff is to borrow a friends 
machine, 

No i dont own it, i borrow it. Anyways sony tracked down a local yaroze 
system, but from my understanding it was loose and possibly incomplete. 
Asking price was Around $450 US ( depending on exchange rates ). Needless 
to say it was still out of my reach, as i mentioned to them that currently 


couldnt afford more than around 150 - 200 US, and for a used yaroze which 
was loose and maybe incomplete, i didnt think that was too unfair 
expecting 

> to pay only around $150? 

> 

> Would that be correct, or should i have snapped at the $450 US price they 
> were asking? Needless to say im still looking for my own machine, i cant 
> borrow my friends machine forever, as much as i would like to, so if 
anyone 
> has a way to get me a machine, sony or a group member, please let me know, 
id like to officially be part of this group, with my own machine. 


VVEVV VV 


"Paul Holman" <dev_support@scee.net> wrote in message 

news: 9kn06t$qtbl@www.netyaroze-europe.com... 

> Actually, we've halved the price of "official" PS1 devkits a few months 
back, and many publishers are very keen to sign up PS1 game developers. 
I'll see if our own group has an interest. 


Incidentally, SCEE still provides Net Yaroze systems to Universities as 
required. Although I know many had concerns about the legal paperwork 


VVVVVVVVV VV 


V V V V V 
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> that 

> > was the hurdle for getting the "black box", we fully intend to keep 
these 

> > servers running as long as there is interest, and don't plan to ever 

> recall 

> the kits. 

> 

> Finally, we're seeing what the demand might be for Linux on PS2 - check 
out 

> http://www.technology.scee.net/cgi-bin/sceewebl1/scee.pl?ps2linuxint (its 


> 

> 

> 

> 

> 

> 

> 

>> 

> > Paul 

>> 

> > "Matt Verran" <mverran@btinternet.com> wrote in message 

> > news: 9hqda2$p4m2@www.netyaroze-europe.com... 

> > > > Give up a Yaroze?! Who would do a thing like that!? You'd have to be 
> > crazy 

> > > > or something! 

>>> 

> > > There are TONS of people who own one and havn't appeared on the net at 
> > all, 

> > > check the complete memberlist: 

> > > http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 
>>> 

> > > Maybe SONY should reclaim all these machines :) 

>>> 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 8170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06897 


-—-MESSAGE FILE 8171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006898 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Tue, 7 Aug 2001 17:57:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9kp6éh9Sqtb11l@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe.com> <3B6FF6D9.A77B061A@127.0.0.1> <9kovo 
sSqtb9@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Matt, 


Last week sony were told by the european union to stop controlling what can 
and cannot be imported, and who can and cannot sell, and at what price, the 
PS2. 


Sony said they would not appeal against the descision. 


-Kenny 

"Matt Verran" <mverran@btinternet.com> wrote in message 
news:9kovosSqtb9@www.netyaroze-europe.com... 

> >>how legal/grey are imports? 
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> 

> Well I have a US PS2, arrest me ! 

> 

> You can buy what you like, and take it wherever you like providing it's 
not 

> contraband, like drugs or guns. SONY don't want you buying US products 
here 

> because they want to control the regions seperately according to how much 
> they can extract from the local economy. In the UK's case this means we 
have 

to pay more for the machines and games. Retailers here expect a larger cut 
too, it's not entirely the game companies fault. Sorry, rant over :) 


v 


> 
> 
> MattV 
> 
> 


--MESSAGE FILE 8171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06898 


--MESSAGE FILE 8172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006899 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Flip it! 

Date: Tue, 7 Aug 2001 17:57:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9kp6ibSqtbl2@www.netyaroze-europe.com> 

References: <9kne8aSqtb4@www.netyaroze-europe.com> <9kne9m$qtb5@www.netyaroze-europe 
-com> <3B6FB156.84186B4@peregrine.com> 

NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Aha! Easy when you know how! Thanks every one! 

-Kenny 

"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
news: 3B6FB156.84186B4@peregrine.com... 


> Hi Kenny 


You can turn on scaling/rotation in the attribute of the sprite, then 
use: 


scalex = -ONE; to flip the sprite left->right 
or 
scaley = -ONE; to flip the sprite up->down 


Hope this helps 


Andy 

Kenny Millar wrote: 

> 

> Whoops! Forgot the attachment, here it is now.... 

> 

> "Kenny Millar" <yaroze@ntlworld.com> wrote in message 

> news: 9kne8aSqtb4@www.netyaroze-europe.com... 

> > I'm working on my first real game for my NY, having recently brought 
t 


> out 

> > of retirement. 

>> 

> > Anyhoo, can anyone tell me the best way to 'flip' a sprite (IE, mirror 


HV VV VE VV VV VV VV VV VV VV VV VV Կ 


> > > left-to-right) to show it traveling in the opposite direction? 
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>>> 

> > > I can't just rotate it 180 degrees as then it will be upside down. 
> > > I have attached the demo (in it's very early stages!!!) so you can see 
> > what 

> > > I mean. 

>>> 

> > > -Kenny 

>>> 

>>> 

>> 

>> Name: KACMEN. zip 

>> KACMEN. zip Type: WinZip File 
(application/x-unknown-content-type-WinZip) 

>> Encoding: x-uuencode 


—-MESSAGE FILE 8172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06899 


—-MESSAGE FILE 8173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006900 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: More thoughts on PS2 + Linux [was: Re: South African developer looking 

for a Yaroze] 

Date: Tue, 07 Aug 2001 18:24:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3B702441.ABA27FBF@127.0.0.1> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide1l37.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Paul Holman wrote: 
> 
> Actually, we've halved the price of "official" PS1 devkits a few months 
> back, and many publishers are very keen to sign up Ք51 game developers. 
> I'll see if our own group has an interest. 

Are you at liberty to say how much they would be then? (are these the 
blue PSX + tools then?) 


just out of interest, where would I find information about Ք51 
development - what are the costs involved - ie how much are the dev 
kits, how much does it cost to get a disc published (and how many do you 
have to get done) I imagine it costs a fair bit. 


Incidentally, SCEE still provides Net Yaroze systems to Universities as 
required. Although I know many had concerns about the legal paperwork that 
was the hurdle for getting the "black box", we fully intend to keep these 
servers running as long as there is interest, and don't plan to ever recall 
> the kits. 
That's great news to hear, as I fully intend to keep tinkering with the 
NY for a long time. 


V V V V 


> Finally, we're seeing what the demand might be for Linux on PS2 - check out 
> http://www.technology.scee.net/cgi-bin/sceewebl/scee.pl?ps2linuxint (its not 
> live yet) 

It's an interesting idea Linux on the PS2, but I see you getting two 

types of people showing interest, those (like myself) who just want to 

knock out little games, and get experience writing stuff for it, and 

those who just want to run linux on everything electrical in their 

house. 


I expect SCEE/A demand for it would equal that seen in SCEI. 


M. 
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-—-MESSAGE FILE 8173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06900 


—-MESSAGE FILE 8174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006901 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Tue, 7 Aug 2001 18:29:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9kp8j2Sqtb13@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe.com> <3B6FF6D9.A77B061A@127.0.0.1> <9kovo 
sSqtb9@www.netyaroze-europe.com> <9kp6h9Sqtb11@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-140-130.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Last week sony were told by the european union to stop controlling what 
can 

> and cannot be imported, and who can and cannot sell, and at what price, 
the 

> PS2. 

> 

> Sony said they would not appeal against the descision. 


Interesting, I wonder what changes have/will be made. Can they just claim 
that SCEE allows importing, it's SCEA and SCEI that don't? I can't see 
the PS2 game region locking being disabled anytime soon : ( 


—-MESSAGE FILE 8174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06901 


-—-MESSAGE FILE 8175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006902 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Mem Cards 

Date: Tue, 7 Aug 2001 19:35:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9kpcjuSqtb14@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-142-217.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Hi, 


How do we stand on the use of Memory Cards, I know we are not supposed to 
write/read them at least thats what I read on the site, it had something to 
do with not being given a code, could we all use the same code given to the 
Yaroze group by Sony, its getting pretty boring having to adjust things 
every time, enter names, etc. All I want to do is save the highscores and 
the current players details? 


BTW does anyone know if the TestCard function works under CodeWarrior now,I 
know it used to fail? 


Cheers 
Nigel 
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-—-MESSAGE FILE 8175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06902 


—-MESSAGE FILE 8176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006903 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Tue, 7 Aug 2001 19:45:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9kpd01Sqtb15@www.netyaroze-europe. com> 
References: <9kpcjuSqtbl1l4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-179-240.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


We can do what we like with memcards but the Tech Requirement Checklist 
requires (mandatory) we don't use them in OPM submissions without first 
contacting Sony. The best thing I suppose would be to use them but if you 
submit for OPM alert them that you use the mem card and be prepared to take 
it out if need be. 


Mattv 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 9kpcjuSqtbl4@www.netyaroze-europe.com... 

> Hi, 

> 

> How do we stand on the use of Memory Cards, I know we are not supposed to 
> write/read them at least thats what I read on the site, it had something 
to 

> do with not being given a code, could we all use the same code given to 
the 

> Yaroze group by Sony, its getting pretty boring having to adjust things 

> every time, enter names, etc. All I want to do is save the highscores and 
> the current players details? 

> 

> BIW does anyone know if the TestCard function works under CodeWarrior 
now, I 

> know it used to fail? 

> 


> Cheers 
> Nigel 
> 
> 
> 


—-MESSAGE FILE 8176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06903 


—-MESSAGE FILE 8177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006904 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Tue, 7 Aug 2001 20:10:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9kpel8Sqtb16@www.netyaroze-europe.com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9kpd01$qtb15@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host213-122-142-217.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Thanks Matt, thats pretty much what I thought they wouldn't mind within the 
group. 


Is there a default icon for memory card use or can we use are own, which 
brings me to how :) 


Nigel 


—-MESSAGE FILE 8177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06904 


—-MESSAGE FILE 8178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006905 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Tue, 7 Aug 2001 20:20:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <9kpfdvSqtb17@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl1l4@www.netyaroze-europe.com> <9kpd01$qtb15@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: du-017-0034.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


It's highly unlikely a Yaroze game would be allowed to use Memory Cards. The 
Sony requirements for using them are very strict. i.e. what you do if 
someone pulls out the card in the middle of loading etc. I had to do a 
load/save system for a commercial PS1 game and my brain still hurts now :) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9kpd01$qtb1l5@www.netyaroze-europe.com... 

> We can do what we like with memcards but the Tech Requirement Checklist 

> requires (mandatory) we don't use them in OPM submissions without first 

> contacting Sony. The best thing I suppose would be to use them but if you 
> submit for OPM alert them that you use the mem card and be prepared to 
take 

it out if need be. 


Mattv 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 9kpcjuSqtbl4@www.netyaroze-europe.com... 

> Hi, 

> 

> How do we stand on the use of Memory Cards, I know we are not supposed 
° 

> write/read them at least thats what I read on the site, it had something 
to 

> do with not being given a code, could we all use the same code given to 
the 

> Yaroze group by Sony, its getting pretty boring having to adjust things 
> every time, enter names, etc. All I want to do is save the highscores 


> the current players details? 
> BTW does anyone know if the TestCard function works under CodeWarrior 


now, I 
> know it used to fail? 


VVVVVVVV®D NV NENP NV V VG V V N NV V NV VN V 


> 
> Cheers 
> Nigel 
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V V V V V 
Vv 


—-MESSAGE FILE 8178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06905 


—-MESSAGE FILE 8179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006906 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Tue, 7 Aug 2001 20:40:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9kpgemSqtb18@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9kpd01$qtb15@www.netyaroze-euro 
pe.com> <9kpfdvSqtb17@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-142-217.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


I could understand it for as Matt said OPM submissions or commercial PS1 
games, but for displaying around the group I can see no harm in using them, 
even if it came to commenting out the code for an OPM submission. 


I'd be interested in seeing the rules on Mem Card usage, I think my code 
complies to Sony's rules on every other case, removal of joy pads when the 
game is running, that sort of thing. 


Nigel 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9kpfdvS$qtbl17@www.netyaroze-europe.com... 

> It's highly unlikely a Yaroze game would be allowed to use Memory Cards. 
The 
> Sony requirements for using them are very strict. i.e. what you do if 

> someone pulls out the card in the middle of loading etc. I had to doa 

> load/save system for a commercial PS1 game and my brain still hurts now :) 


—-MESSAGE FILE 8179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06906 


—-MESSAGE FILE 8180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006907 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Tue, 7 Aug 2001 20:42:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9kpgmgSqtb19@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9kpd01$qtb15@www.netyaroze-euro 
pe.com> <9kpfdvSqtb17@www.netyaroze-europe.com> <9kpgemSqtb18@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: du-010-0025.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yeah sorry, that's what I meant - it wouldn't be allowed for Yaroze games 
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that go on the OPM disc. 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 

news: 9kpgemS$qtb18@www.netyaroze-europe.com... 

> I could understand it for as Matt said OPM submissions or commercial PS1 
> games, but for displaying around the group I can see no harm in using 
them, 

> even if it came to commenting out the code for an OPM submission. 


> 

> I'd be interested in seeing the rules on Mem Card usage, I think my code 
> complies to Sony's rules on every other case, removal of joy pads when the 
> game is running, that sort of thing. 

> 

> Nigel 

> 

> "Ben James" <hungryghost@clara.co.uk> wrote in message 

> news: 9kpfdvSqtb17@www.netyaroze-europe.com... 

> > It's highly unlikely a Yaroze game would be allowed to use Memory Cards. 
> The 

> > Sony requirements for using them are very strict. i.e. what you do if 

> > someone pulls out the card in the middle of loading etc. I had to doa 
> > load/save system for a commercial PS1 game and my brain still hurts now 
>) 

> 

> 

> 


—-MESSAGE FILE 8180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06907 


-—-MESSAGE FILE 8181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006908 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 

Date: Wed, 8 Aug 2001 09:24:11 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 123 

Message-ID: <9kpm6éiSqtb20@www.netyaroze-europe.com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2S$p4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Max, 


Yeah i can appreciate you saying that, 450 pounds is i think around 550 - 
600 US ( this equates to about $1000 or more for the machine for me, would 
you spend $1000 for it? ). Unfortunately its just something i cant afford. 
I looked at the machines when they were first released and drooled at the 
thought of owning one, but there was no way i could cough up the money 
needed for one. I remember when i worked for a video game shop someone came 
in and said he bought this black machine and it had a special memory card 
etc, and i thought you lucky bastard thats a yaroze, cost him about $50 US. 
I guess what im thinking now is that the machine is now "obsolete", and my 
local sony people said that there would be no support for me if i bought the 
machine that had offered me, so that means no password or username for the 
web site or newsgroups ( ok i admit not such a big deal because i can access 
it using my friends account, but still id like it to be mine and all mine 


:) ) 


Well anyways i'll continue to play round when i can, i dont have my mates 
machine anymore, and i only have access to it on the very rare occasion now, 
but i love seeing and reading what you guys are doing, reading edge and 
putting some faces to the names was also very cool! 
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Greg 

"Max" <mad.max@which.net> wrote in message 

news: 9kp379Sqtbl0@www.netyaroze-europe.com... 

> I'm not sure what the value of a complete kit would be now that Sony has 

> stopped selling them to individuals but I'd imagine that if I were you I 

> would be willing to pay up to about 400-450 pounds not sure how much that 


> in dollars though. I would never part with my machine I love it to bits 


> I'm glad I got one when I did so if mine were to break I'd pay a pretty 
> penny for a new one if it were not able to be fixed... Hope that is useful 
> in some way :) 

> 

> Max 

> 

> Cookie <gjc53@student.canterbury.ac.nz> wrote in message 

> news: 9kn0tsSqtb3@www.netyaroze-europe.com... 

> > Hi Guys 

>> 

> > I recently contacted my local sony branch, because as some of you know 
the 

> > only way i get to work on some yaroze stuff is to borrow a friends 

> machine, 


> > No i dont own it, i borrow it. Anyways sony tracked down a local yaroze 
> > system, but from my understanding it was loose and possibly incomplete. 
> > Asking price was Around $450 US ( depending on exchange rates ). 
Needless 

> > to say it was still out of my reach, as i mentioned to them that 
currently 


> i 

> > couldnt afford more than around 150 - 200 US, and for a used yaroze 
which 

> > was loose and maybe incomplete, i didnt think that was too unfair 


> expecting 

> > to pay only around $150? 

>> 

> > Would that be correct, or should i have snapped at the $450 US price 
they 


> > were asking? Needless to say im still looking for my own machine, i 
cant 

> > borrow my friends machine forever, as much as i would like to, so if 
> anyone 


> > has a way to get me a machine, sony or a group member, please let me 
know, 
> id like to officially be part of this group, with my own machine. 


"Paul Holman" <dev_support@scee.net> wrote in message 

news: 9kn06t$qtbl@www.netyaroze-europe.com... 

> Actually, we've halved the price of "official" PS1 devkits a few 
ths 

> back, and many publishers are very keen to sign up PS1 game 
evelopers. 


VV NV V V V 
VBVVVVV 


mo 


> > I'll see if our own group has an interest. 

>> 

> > Incidentally, SCEE still provides Net Yaroze systems to Universities 
s 

> > required. Although I know many had concerns about the legal 
aperwork 

> that 


> > was the hurdle for getting the "black box", we fully intend to keep 
these 

> servers running as long as there is interest, and don't plan to ever 

recall 

> the kits. 

> 

> Finally, we're seeing what the demand might be for Linux on PS2 - 
ck 

out 

> http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linuxint 
s 

not 

> live yet) 


H- 


VEN ead NP A V N es VOV a 
VVGtVVOVVVV Vv 
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>>> 

> > > Paul 

>>> 

> > > "Matt Verran" <mverran@btinternet.com> wrote in message 

> > > news: 9hqda2$p4m2@www.netyaroze-europe.com... 

> > > > > Give up a Yaroze?! Who would do a thing like that!? You'd have to 
be 

> > > crazy 

> > > > > or something! 

>> >> 

> > > > There are TONS of people who own one and havn't appeared on the net 
at 

>> > all, 

> > > > check the complete memberlist: 

> > > > http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 
>> > > 

> > > > Maybe SONY should reclaim all these machines :) 

> > > > 

> > > > 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 


—-MESSAGE FILE 8181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06908 


--MESSAGE FILE 8182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006909 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Tue, 7 Aug 2001 22:56:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9kpob5Sqtb21@www.netyaroze-europe.com> 
References: <9kpcjuSqtb14@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-175-119.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


Has anyone tried TestCard() in CodeWarrior recently, in the old versions it 
would give a machine exception now its just the friendly BSS error (Black 
Screen and Stop) does anyone know if this has been fixed and I'm doing it 
wrong? 


Cheers 
Nigel 


—-MESSAGE FILE 8182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06909 


—-MESSAGE FILE 8183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006910 
Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 8 Aug 2001 01:04:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9kpvhf$3h31@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
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com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe.com> <3B6FF6D9.A77B061A@127.0.0.1> <9kovo 
sSqtb9@www.netyaroze-europe.com> <9kp6h9Sqtbl11l@www.netyaroze-europe.com> <9kp842Sqtb 
13@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust123.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


>>I can't see the PS2 game region locking being disabled anytime soon : ( 


No me neither. 
Here's a link to some details on the story.... 
http://news.zdnet.co.uk/story/0,,t269-s2092455,00.html 


-Kenny 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9kp842Sqtb1l3@www.netyaroze-europe.com... 

> 

> > Last week sony were told by the european union to stop controlling what 
> can 

> > and cannot be imported, and who can and cannot sell, and at what price, 
> the 

> > PS2. 

>> 

> > Sony said they would not appeal against the descision. 

> 

> 

> 

> 

> 

> 


Interesting, I wonder what changes have/will be made. Can they just claim 
that SCEE allows importing, it's SCEA and SCEI that don't? I can't see 
the PS2 game region locking being disabled anytime soon : ( 


—-MESSAGE FILE 8183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06910 


—-MESSAGE FILE 8184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006911 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Matrix 

Date: Wed, 8 Aug 2001 01:36:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <9kqljrS3h32@www.netyaroze-europe. com> 

References: <9k3qu6S6qbl@www.netyaroze-europe.com> <9k3u6hS6qb4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-115-221.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Nice thread.. Id been meaning to implement a matrix method as apposed to a 
lookup table for a while but I never seemed to get round to it.. this was 
just the thing to nudge me into doing it. 


The only thing is.. and it may just be me being dim.. but the matrix 
requires an angle 0-4095 0-360 degrees whereas for a sprite the rotation 
is supplied as 4096 = 1 degree. So now I end up storing the angles for each 
actor but having to multiply it by 360 for each sprite I draw. Just seems a 
bit of a waste of CPU time.. why cant the sprite use the same method to 
supply an angle ! 


There is probably a very good reason but I tend to get a bit grumpy at this 
time of night... anyway.. thanx for the sample code Matt.. it all sudenly 
becomes crystal clear and simple... and Im embarressed I never implemented 
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this before. 


Cheers 
PS.. Im hoping for a new demo to be ready real soon now... its gone real 
quiet I hope all is going well with everyone elses games. 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9k3u6hS6qb4@www.netyaroze-europe.com... 
> No you don't need to call GsInit3D to use the matrix stuff. 


Here's a function I use instead of sin/cos or lookups: 
int RotPosX(int size, int r) 

{ 

MATRIX matTmp; 

SVECTOR startVector; 

SVECTOR rotateVector; 


startVector.vx = size; startVector.vy = 0; startVector.vz = 0; 
rotateVector.vx = 0; rotateVector.vy = 0; rotateVector.vz = r}; 


RotMatrix(&rotateVector, &matTmp) ; 
ApplyMatrixSV(&matTmp, &startVector, &rotateVector) ; 


return rotateVector.vx; 
(NB: the 'r' parameter 4096=360 degrees) 


to do: 
X = 60 * Sin(90) 


using my function: 
X = RotPosxX(60, 1024) 


Basically the function rotates the startVector about the Z axis (so it's X 
and Y values are changed), only the X value is returned, but the Y value 
s 

just the same shifted 90 (1024) degrees, just like sin/cos. 


No problem giving further help, just ask... 
MattV 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 
news:9k3qu6S6qbl@www.netyaroze-europe.com... 

> I've been looking at my highscore name entry and its a bit boring, being 
> based on one I did back in 94 :) so I want to make it look flash, at the 
> moment I'm using a lookup table, If you look back you will find a thread 
on 
> Floating Points that was in March and I've been using a lookup since 

hen 


> meaning to get into Matrix stuff but never getting round to. 

> 

> But this is the time, Matt V if you can hear me help... you gave a good 

> explanation back then but I need more help :) 

> 

> Right basic stuff first, do I need to GsInit3D, there is no mention in 
he 

> manual that I can see that needs Init3D for the Matrix stuff? 

> 

> Are there any nice demos about showing off the basics of this stuff. 

> 

> Cheers 

> Nigel 

> 

> 
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—-MESSAGE FILE 8184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06911 


—-MESSAGE FILE 8185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006912 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Wed, 8 Aug 2001 10:33:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9kr168S3h33@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9kpob5$qtb21@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host213-122-62-22.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


Well its no CodeWarrior, after reading every newsgroup that might have 
something interesting to say on the subject it suggested that siocons would 
run the code that pscomutil wouldn't, so I tried PSXCOMM and the testcard() 
works fine. 


Anyone got any idea about fixing this in PSCOMUTIL and more importantly in 
the CW debugger. 


Cheers 
Nigel 


—-MESSAGE FILE 8185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06912 


—-MESSAGE FILE 8186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006913 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPM cover disc BGM 

Date: Wed, 8 Aug 2001 11:51:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9kr5ku$3h34@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-130-139.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I was just thunkin..... for OPM cover disc submissions... are you allowed 
to make your game play a CD track. It may well be academic for me since I 
may not have time to put it into Obligator, but I was thinking you could 
have a music menu option in your game which when selected instructs the user 
to remove the cover disc and insert a music CD of their choice, it would 
then allow them to select which track numbers they want to play. 


I assume this is possible, because it was with the older games that used to 
sit entirely in RAM (like Ridge Racer) --- you could take-out the game CD 
and put in a music CD and it would play that instead. 


Jon 


P.S. I was also thinking that perhaps it was possible to copy the Yaroze 
boot disc and make a new boot disc which also had a couple of music CD 
tracks on it too, to make testing of the above idea easier. Any ideas 
anyone? 


Net Yaroze newsgroups message dump.txt Page 5389 


—-MESSAGE FILE 8186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06913 


—-MESSAGE FILE 8187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006914 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM cover disc BGM 

Date: Wed, 8 Aug 2001 12:21:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9kr7clS3h35@www.netyaroze-europe.com> 
References: <9kr5kuS$3h34@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-199-252.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> for OPM cover disc submissions... are you allowed 
> to make your game play a CD track. > 


Gravitation had this if I remember rightly. 


> I was also thinking that perhaps it was possible to copy the Yaroze 
> boot disc 


The yaroze won't boot the copy, or allow any kind of access to data on a non 
black disk. 


Mattv 


—-MESSAGE FILE 8187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06914 


—-MESSAGE FILE 8188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006915 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 8 Aug 2001 12:56:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9kr9d8S3h36@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9kn0eqSqtb2@www.netyaroze-europe.com> <9knebcSqtb6@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: host213-122-127-69.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> According to that site, only 12 people have registered any interest, so 
come 
> on guys! Pass the word around! 


It's going up at a fair old rate now, should break 1000 today with 
http://www.fgnonline.com/ running their story which will probably filter 
through to IGN and onto every other games site. Just need to get SlashDotted 
so we can beat the US 15,000+ registers. 
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Mattv 


—-MESSAGE FILE 8188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06915 


—-MESSAGE FILE 8189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006916 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: South African developer looking for a Yaroze 

Date: Wed, 8 Aug 2001 13:33:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 166 

Message-ID: <9krbmuS$3h37@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 

<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSgqtb20@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-991.abra.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I personally think (and hope) that the Yaroze-scene is something that will 
last for ages if not for as long as the people who own them get jobs that 
entail that they can no longer continue a fully active apperance in the 
community. I know that even if I get a job in a high ranking game developer 
studio I will still take time to support the community by producing 
tutorials and games to keep spurring everyone on, then the other members in 
turn doing the same. 


Therefor in the long run I can see the Yaroze as being something worth 
acquiring for that sole reason, if you havn't already got one. 


I think that the community has taken a step back from the mainstream (ish) 
venture it was at the beginning of the scheme and now we have the sort of 
hardcore hobyists that will really stick in, although now it seems to be 
going a tad more mainstream again with the OPM coverdisks comming back, and 
don't get me wrong thats a good thing! 
I personally (and I'm sure a lot of other people out there) would love to 
have a game on the coverdisk, but the way I see it is, if I don't its no 
biggie - I can still continue producing games and it doesn't matter if they 
get on the CD or not - I can tell myself I completed a game; I had the 
determination to do it and its not half bad (hopefully :)) As Matt pointed 
out to me and I quote; "the satisfaction of having a finished game you've 
written completely yourself is immense" I think as long as I have that 
feeling it won't matter one bit. 


Max 


Cookie <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9kpm6iS$qtb20@www.netyaroze-europe.com... 

> Hi Max, 

> 

> Yeah i can appreciate you saying that, 450 pounds is i think around 550 - 
> 600 US ( this equates to about $1000 or more for the machine for me, would 
> you spend $1000 for it? ). Unfortunately its just something i cant 
afford. 

> I looked at the machines when they were first released and drooled at the 
> thought of owning one, but there was no way i could cough up the money 

> needed for one. I remember when i worked for a video game shop someone 
came 

> in and said he bought this black machine and it had a special memory card 
> etc, and i thought you lucky bastard thats a yaroze, cost him about $50 
US. 

> I guess what im thinking now is that the machine is now "obsolete", and my 
> local sony people said that there would be no support for me if i bought 


Net Yaroze newsgroups message dump.txt Page 5391 


the 

> machine that had offered me, so that means no password or username for the 
> web site or newsgroups ( ok i admit not such a big deal because i can 
access 


it using my friends account, but still id like it to be mine and all mine 


"2 


Well anyways 1'11 continue to play round when i can, i dont have my mates 
machine anymore, and i only have access to it on the very rare occasion 
Ow, 

but i love seeing and reading what you guys are doing, reading edge and 
putting some faces to the names was also very cool! 


Greg 

"Max" <mad.max@which.net> wrote in message 

news: 9kp379Sqtbl0@www.netyaroze-europe.com... 

> I'm not sure what the value of a complete kit would be now that Sony has 
> stopped selling them to individuals but I'd imagine that if I were you I 
> would be willing to pay up to about 400-450 pounds not sure how much 


> in dollars though. I would never part with my machine I love it to bits 


> I'm glad I got one when I did so if mine were to break I'd pay a pretty 
> penny for a new one if it were not able to be fixed... Hope that is 
seful 

in some way :) 


Max 
Cookie <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9kn0ts$qtb3@www.netyaroze-europe.com... 


> Hi Guys 


> I recently contacted my local sony branch, because as some of you know 


H: VYX VV VV VV VV VV VV V GV VV VV FEV VV VV VV VV OV V V V V 
BVVVEAVVVVVVV VV 
v 


he 
> only way i get to work on some yaroze stuff is to borrow a friends 
machine, 
> No i dont own it, i borrow it. Anyways sony tracked down a local 
aroze 
> > system, but from my understanding it was loose and possibly 
incomplete. 
> > Asking price was Around $450 US ( depending on exchange rates ). 
Needless 


> > to say it was still out of my reach, as i mentioned to them that 
currently 


> i 

> > couldnt afford more than around 150 - 200 US, and for a used yaroze 
which 

> > was loose and maybe incomplete, i didnt think that was too unfair 


> expecting 

> > to pay only around $150? 

> > 

> > Would that be correct, or should i have snapped at the $450 US price 
they 

> > were asking? Needless to say im still looking for my own machine, i 
cant 

> > borrow my friends machine forever, as much as i would like to, so if 
> anyone 

> > has a way to get me a machine, sony or a group member, please let me 
know, 

id like to officially be part of this group, with my own machine. 


"Paul Holman" <dev_support@scee.net> wrote in message 

news: 9kn06t$qtbl@www.netyaroze-europe.com... 

> Actually, we've halved the price of "official" PS1 devkits a few 
ths 

> back, and many publishers are very keen to sign up PS1 game 
elopers. 

> I'll see if our own group has an interest. 


e 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


E aN gee YO SYM s 
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> 
> Incidentally, SCEE still provides Net Yaroze systems to Universities 
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> as 

> > > > required. Although I know many had concerns about the legal 

> paperwork 

> > > that 

> > > > was the hurdle for getting the "black box", we fully intend to keep 
> > these 

> > > > servers running as long as there is interest, and don't plan to ever 
> > > recall 

> > > > the kits. 

>> >> 

> > > > Finally, we're seeing what the demand might be for Linux on PS2 - 
> check 

> > > out 

> > > > http://www.technology.scee.net/cgi-bin/sceeweb1/scee.pl?ps2linuxint 
> (its 

> > > not 

> > > > live yet) 

>> > > 

> > > > Paul 

> > > > 

> > > > "Matt Verran" <mverran@btinternet.com> wrote in message 

> > > > news:9hqda2Sp4m2@www.netyaroze-europe.com... 

> > > > > > Give up a Yaroze?! Who would do a thing like that!? You'd have 
to 

> be 

> > > > crazy 

> > > > > > or something! 

> > > > > 

> > > > > There are TONS of people who own one and havn't appeared on the 
net 

> at 

> > > > all, 

> > > > > check the complete memberlist: 

> > > > > http://www.netyaroze-europe.com/cgi-bin/list_members.cgi 

> > > > > 

> > > > > Maybe SONY should reclaim all these machines :) 

> > > > > 

> > Q p-> 

> > > > > 

> > > > 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 


--MESSAGE FILE 8189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06916 


--MESSAGE FILE 8190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006917 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Wed, 8 Aug 2001 13:43:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9krcdbS$3h38@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9kpob5$qtb21@www.netyaroze-euro 
pe.com> <9kr168S3h33@www.netyaroze-europe. com> 

NNTP-Posting-Host: ch5as12-76-247-225.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message news: 9kr168$ 
> Well its no CodeWarrior, after reading every newsgroup that might have 
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> something interesting to say on the subject it suggested that siocons 
would 

> run the code that pscomutil wouldn't, so I tried PSXCOMM and the 
testcard() 

> works fine. 

> 

> Anyone got any idea about fixing this in PSCOMUTIL and more importantly in 
> the CW debugger. 


The problem doesn't appear to be caused by CodeWarrior. Looking back at old 
posts, a couple of people suspected it was the yaroze remote debugger, 
HSS.EXE, causing the problem. This does appear to be the case as I tried to 
debug a GCC compiled program and this hangs at the TestCard() call. That 
said, it doesn't look like there's much chance of getting TestCard() to work 
through PSComUtil or the CW debugger. 


Peter 


—-MESSAGE FILE 8190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06917 


—-MESSAGE FILE 8191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006918 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 14:33:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9krf4t$3h39@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmu$3h37@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-127-69.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I hope that I always have time to produce games in my spare time no matter 
what my full time job is. As a hobby I get to do everything myself: design, 
code, graphics and sfx to whatever specification I want in whatever 
timescale. I don't reckon i'll ever be in that free a position and get paid 
for ԼԵ. 


If PS2 linux arrives and offers a comparable community and bigger 
distibution I may well switch development to that tho. I want my games to be 
played by as many people as possible. 


—-MESSAGE FILE 8191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06918 


—-MESSAGE FILE 8192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006919 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM cover disc BGM 

Date: Wed, 8 Aug 2001 14:34:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9krf71$3h310@www.netyaroze-europe. com> 

References: <9kr5kuS$3h34@www.netyaroze-europe.com> <9kr7cl1$3h35@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-4-63.btinternet.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Gravitation had this if I remember rightly. 

smart... hopefully it's still allowed for this run of submissions then. 
> The yaroze won't boot the copy 

oh yes I forgot about that. Doh. 


Cheers, 
Jon 


—-MESSAGE FILE 8192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06919 


—-MESSAGE FILE 8193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006920 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Wed, 8 Aug 2001 14:39:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9krfeq$3h311@www.netyaroze-europe.com> 

References: <9kpcjuSqtb1l4@www.netyaroze-europe.com> <9kpob5S$qtb21@www.netyaroze-euro 
pe.com> <9kr168S3h33@www.netyaroze-europe.com> <9krcdbS$3h38@www.netyaroze-europe.com 
> 
NNTP-Posting-Host: host213-122-4-63.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


By the way have you done the few things you need to do to get Gnu stuff 
running under CW? One is making the CW project use signed chars ... and I 
think there might have been a couple of other things you have to do, but I 
can't remember. 


Jon 


—-MESSAGE FILE 8193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06920 


-—-MESSAGE FILE 8194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006921 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 8 Aug 2001 14:40:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9krfi6$3h312@www.netyaroze-europe.com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: host213-122-127-69.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> On PS2 Linux software distribution: 
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To further this discussion what about the idea of small payments for PS2 
linux games downloaded via broadband. The gamer could pay ~50pence per game, 
this could pay for the minimal QA and provide a few pence for the developer. 
Talk about value, the gamers get tons of little games for 50pence each, SONY 
cover their overheads and have a great Unique Selling Point for thier 
broadband adapter/hard disk addon and we get rich :) 


—-MESSAGE FILE 8194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06921 


—-MESSAGE FILE 8195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006922 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Wed, 8 Aug 2001 15:00:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9krgqp$3h313@www.netyaroze-europe.com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9kpob5$qtb21@www.netyaroze-euro 
pe.com> <9kr168S3h33@www.netyaroze-europe.com> <9krcdbS$3h38@www.netyaroze-europe.com 
> <9krfeq$3h311@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-138-242 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


I'm not sure I had to alter anything, the only thing I changed to get the 
same code working was use Psxcomm instead of Pscomutil, same code. 


At the moment the debugger isn't a lot of use and I can always use siocons 
or psxcomm so no great problem with that. 


Cheers 
Nigel 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9krfeq$3h311@www.netyaroze-europe.com... 

> By the way have you done the few things you need to do to get Gnu stuff 
running under CW? One is making the CW project use signed chars ... and I 
think there might have been a couple of other things you have to do, but I 
can't remember. 


Jon 


VVVVVVV 


—-MESSAGE FILE 8195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06922 


—-MESSAGE FILE 8196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006923 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 8 Aug 2001 15:05:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9krh4t$3h314@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> 

NNTP-Posting-Host: host213-122-138-242 .btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 
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How about this for an idea, with the PS2 Linux kit we could use GCC to write 
Yaroze games and download them to the Yaroze, except the PS2 doesn't have a 
serial port... damn I knew it was to good to be true :) 


If it gives us the community of the Net Yaroze and allow us to develop games 
for the PS2, using it's unique hardware and not though X11 then that is 
enough of a selling point for me to get a PS2 over the XBox, the Gamecube I 
want at any cost :) 


Nigel 


—-MESSAGE FILE 8196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06923 


—-MESSAGE FILE 8197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006924 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 16:15:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9krliv$3h315@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 

<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-4-63.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> I may well switch development to that tho. I want my games to be 
> played by as many people as possible. 


Yep me too... I want to get my games out there to as many people as want 
them. I could use a PC...but I just can't bare using MS O/Ss more than I 
have to and the PC hardware is all over the shop-- it's a moving target. 


I want to get back to the situation we had before the 'home computer' 


died-out...for example the Amiga 500 era was great because you could write 
something and you knew it would run on anyone's Amiga 500 with-out any 
messing about with different configurations --- even when upgrades came-out 


the software written on the 500 was 100% upwardly compatible if you'd 
written it to Commodore's guide lines. 

Compare that with MS who don't seem to have the foggiest idea what upwards 
or backwards compatibility is. 


The Yaroze is good... but because the source code etc is not using 'open' 
libraries and because the format of the CDs are patented your games can't be 
played by anyone without a Yaroze (except when on the cover disk). 


Think how great the Amiga 500 would have been if the internet had been 
around at the time. 


Jon 


—-MESSAGE FILE 8197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06924 


—-MESSAGE FILE 8198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006925 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 08 Aug 2001 16:12:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <3b77631c.1552058462@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9krfi6$3h312@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


That's a pretty interesting idea, Matt... Of course, you end up with 
two problems that need to be considered seriously when doing so (but 
that's what lawyers are for): 


1. As soon as you start expecting payment for a particular service, I 
have a feeling that your liability increases should something go 
wrong. It's one thing to ruin people's consoles, the QA process could 
probably make sure that it will not happen... But if I remember 
well,a few years ago, some anime show in Japan was taken off the air 
for giving kids who saw it seizures. I'm not sure, but the Japanese 
may have been rather forgiving about this, but I'm pretty sure that 
sue-happy Americans may not be. 


2. Giving the developers cash may turn it into some kind of employment 
agreement which may also bring up it's own set of complications. To 
remedy this, instead of giving the developers cash, one alternative 
would be to give developers the equivalent of those tickets that you 
get at an arcade -- and you can trade them in for free Sony 
merchandize ;) 


After all -- if your game is that good, I'm sure you'll be able to 
re-market it through the proper channels... Who knows, maybe a couple 
of publishers will put one or two employees aside every now and then 
to look at what's out there and see if they want to sponsor anyone's 
work... Isn't that how lots of record labels work? 


Steven 


On Wed, 8 Aug 2001 14:40:46 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>> On PS2 Linux software distribution: 

> 

>To further this discussion what about the idea of small payments for PS2 
>linux games downloaded via broadband. The gamer could pay ~50pence per game, 
>this could pay for the minimal QA and provide a few pence for the developer. 
>Talk about value, the gamers get tons of little games for 50pence each, SONY 
>cover their overheads and have a great Unique Selling Point for thier 
>broadband adapter/hard disk addon and we get rich :) 

> 


—-MESSAGE FILE 8198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06925 


—-MESSAGE FILE 8199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006926 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 08 Aug 2001 16:13:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3b78650c.1552554635@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <9krh4t$3h314@www.netyaroze-europe.com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


How about a USB serial card? Surely they exist. 


I also wonder if someone can't actually use the PS1 built into the PS2 
to facilitate that development... 


Steven 


On Wed, 8 Aug 2001 15:05:35 +0100, "Nigel Critten" 
<Nigel@gameware.demon.co.uk> wrote: 


>How about this for an idea, with the PS2 Linux kit we could use GCC to write 
>Yaroze games and download them to the Yaroze, except the PS2 doesn't have a 
>serial port... damn I knew it was to good to be true :) 

> 

>If it gives us the community of the Net Yaroze and allow us to develop games 
>for the PS2, using it's unique hardware and not though X11 then that is 
>enough of a selling point for me to get a PS2 over the XBox, the Gamecube I 
>want at any cost :) 

> 

>Nigel 

> 


—-MESSAGE FILE 8199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06926 


-—-MESSAGE FILE 8200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006927 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 08 Aug 2001 16:19:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <3b796603.1552801720@www.netyaroze-europe.com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Jon, 

Isn't that the whole point of using DirectX in MS platforms anyway? 
Speaking of which... If you do use DirectX to write your game, and 
that "other" console developer decides to make a Yaroze/PS2 Linux type 


of option available, you may be 90% done in supporting that. (And no, 
I'm not talking about the Dreamcast) 


Anyway, that being said, I personally don't feel that the "other" 
console developer belongs in the industry... But that's a whole 
different thread. 


Steven 


On Wed, 8 Aug 2001 16:15:23 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>> I may well switch development to that tho. I want my games to be 
>> played by as many people as possible. 
> 
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>Yep me too... I want to get my games out there to as many people as want 
>them. I could use a PC...but I just can't bare using MS O/Ss more than I 
>have to and the PC hardware is all over the shop-- it's a moving target. 

> 

>I want to get back to the situation we had before the "home computer' 
>died-out...for example the Amiga 500 era was great because you could write 
>something and you knew it would run on anyone's Amiga 500 with-out any 
>messing about with different configurations --- even when upgrades came-out 
>the software written on the 500 was 100% upwardly compatible if you'd 
>written it to Commodore's guide lines. 

>Compare that with MS who don't seem to have the foggiest idea what upwards 
>or backwards compatibility is. 

> 

>The Yaroze is good... but because the source code etc is not using 'open' 
>libraries and because the format of the CDs are patented your games can't be 
>played by anyone without a Yaroze (except when on the cover disk). 

> 

>Think how great the Amiga 500 would have been if the internet had been 
>around at the time. 

> 

>Jon 

> 

> 


—-MESSAGE FILE 8200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06927 


—-MESSAGE FILE 8201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006928 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM cover disc BGM 

Date: Wed, 8 Aug 2001 17:45:20 +0100 

Organization: SCEE 

Lines: 27 

Message-ID: <9krqgd$3h316@www.netyaroze-europe.com> 

References: <9kr5kuS3h34@www.netyaroze-europe.com> <9kr7clS3h35@www.netyaroze-europe 
.com> <9krf£71$3h310@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Jon, 

We've not changed any of the reules/recommendations, just so long as your 
submission follows the TRC. 
http://www.netyaroze-europe.com/yaroze/docs/yartrcel0-.htm 

Cheers 

James B 

"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9krf£71$3h310@www.netyaroze-europe.com... 

> > Gravitation had this if I remember rightly. 

smart... hopefully it's still allowed for this run of submissions then. 
> The yaroze won't boot the copy 


oh yes I forgot about that. Doh. 


Cheers, 
Jon 


VVVVVVVVVV VV 
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—-MESSAGE FILE 8201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06928 


-—-MESSAGE FILE 8202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006929 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM cover disc BGM 

Date: Wed, 8 Aug 2001 18:02:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9krrau$3h317@www.netyaroze-europe. com> 

References: <9kr5kuS3h34@www.netyaroze-europe.com> <9kr7clS3h35@www.netyaroze-europe 
.com> <9krf71$3h310@www.netyaroze-europe.com> <9krqgd$3h316@www.netyaroze-europe.com 
> 
NNTP-Posting-Host: host213-122-74-72.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Cheers James I'll check “em out. 


—-MESSAGE FILE 8202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06929 


-—-MESSAGE FILE 8203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006930 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Wed, 8 Aug 2001 18:10:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <9krrte$3h318@www.netyaroze-europe. com> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9krfi6$3h312@www.netyaroze-europe.com> <3b77631c.1552058462@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: host213-122-13-217.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> 1. As soon as you start expecting payment for a particular service, I 
> have a feeling that your liability increases should something go 
> wrong. 


Slap a M$ style 'we are not responsible for anything if you choose to 
download this software' end user agreement on it. 


> But if I remember 
> well,a few years ago, some anime show in Japan was taken off the air 
> for giving kids who saw it seizures. 


I think it was pokemon, a big monster used some kind of attack that made red 
strobey effects come out of his eyes. This is a pretty remote incident, I've 
never heard of any legal cases against game software that have been won. 


2. Giving the developers cash may turn it into some kind of employment 
agreement which may also bring up it's own set of complications. To 
remedy this, instead of giving the developers cash, one alternative 
would be to give developers the equivalent of those tickets that you 
get at an arcade -- and you can trade them in for free Sony 
merchandize ;) 


> 
> 
> 
> 
> 
> 
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Ick I'm against this, reward where reward is due, if people are paying money 
then the developer should get money. Sony issue a cheque every month, it's 
up to you to declare it for tax or whatever. Sony only accept finished games 
and the money is entirely dependant on how many people pay for your game, In 
effect sony are merely providing you with the hosting and payment handling, 
and they are charging you per sale for the QA/overheads. 


> After all -- if your game is that good, I'm sure you'll be 
> able to re-market it through the proper channels... 


No, this is a way to get independant, single developer games to the public. 
These games would never be picked up by publishers because they need to be 
sold at such a low rate it's just not worth distributing/marketing them. 


Then again, maybe if SONY made the broadband delivery network open to anyone 
we might be able to set this up all on our own. Publishers will be gagging 
for simple innovative games they can offer for download. We'll all live 
happily ever after. 


Matt 


—-MESSAGE FILE 8203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06930 


—-MESSAGE FILE 8204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006931 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 18:21:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9krsdtS$4atl@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSgqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4t$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-74-72 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Isn't that the whole point of using DirectX in MS platforms anyway? 


even if you have libraries that sort-out all the hardware differences, you 
still don't know if it will run fast-enough on some peoples' PCs. 

You have to decide whether to write a prog very undemanding on system 
resource so that it'll run on most PCs or whether to take avantage of the 
power of the faster ones and exclude many users, or try some clever 
switching-in of extra poly detail and frames per second depending the power 
of the PC it happens to be run on. 


and DirectX is by MS so I'm reluctant to use it unless I'm getting paid 
to do so (i.e. as a job). 


Last time I checked PCs didn't even have a contiguous address space...if 
that's still true that's good enough reason to avaid the whole sorry PC mess 
(unless you're paid to work on them). 


> Anyway, that being said, I personally don't feel that the "other" 
> console developer belongs in the industry... 


the 'other' developer need not be in any industry ... they can free from 
industry, happy in the ham sector. 
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Jon 


—-MESSAGE FILE 8204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06931 


—-MESSAGE FILE 8205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006932 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 18:57:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9kruisS4at2@www.netyaroze-europe.com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe.com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSgqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> <9krsdtS$4atl1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-136-144.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The sort of games I enjoy are all about control and interaction. To write 
games like this you need to be sure that the player experiences what you 
designed exactly as it was intended. The event-interupt DirectX/PC way of 
coding games rather than using a program loop just never worked for me. I 
know you can lock the game to scan the input or update the screen at a set 
rate but it's all so much hassle getting something to work consistently I've 
never persevered. 


For me producing a game is working within set limits to come up with a 
finished 'block' that everyone can see and interact with in the same way. 
The fun comes from stretching what you are capable of within those limits, 
the satisfaction comes from other people enjoying your work. Doing games on 
a PC watered both of those things down for me. 


Matt 


—-MESSAGE FILE 8205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06932 


—-MESSAGE FILE 8206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006933 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 19:05:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9krv0kS$4at3@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 

<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSgqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-111-182.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Oh yes and speaking of directX ... note my comments I posted before you 
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mentioned it:- 


> >Compare that with MS who don't seem to have the foggiest 
> > idea what upwards or backwards compatibility is. 


does directX 7 code work when it's compiled under directX 8 ? I've not used 
either but from seeing news groups on the subject it seems like a case in 
point. They can't even do it with word processor documents. I can only 
think that people put up with it because they've never used proper reliable 
professional computer systems like VMS. 


Sorry for ranting Steve, I'll shut up for a few weeks now! 


Jon 


—-MESSAGE FILE 8206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06933 


—-MESSAGE FILE 8207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006934 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 08 Aug 2001 18:23:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <3b71802a.2684379@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe.com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> <9krsdt$4atl1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


I'll buy your argument, but to a point... 


You were talking about the greatness of the old machines in that they 
were all homogeneous, then saying that you also appreciate the upward 
compatibility you get by writing to them. 


In effect, what you're doing is setting a starting point and assuming 
that people who end up getting the better machines will also be able 
to run your software. How is that different from picking a "very 
undemanding" environment as a starting point? 


What I'm saying is that, if you choose (like way too many games out 
there do) to require a supercomputer with a video card that has half a 
gig of texture memory alone, you're asking for trouble. I can't 
believe that setting your standards to last year's model isn't 
acceptable for most games... That's how you end up in the trap: 


"Should I program for *everyone* and risk losing some hard-core 
gamers, or should I program for hard-core gamers who will have the 
latest and greatest..." Or... should you try to use those clever 
tricks that you were talking about... 


So who is really to blame? Is it the problem really due to the 
environment and the hardware, or are the hard-core gamers to blame who 
go out and buy everything the second it comes out -- and thus make the 
industry have to sell-out just to make it that much sexier. 


Is that a choice that people in the industry aren't making today? I 
mean, isn't it part of the decision of what consoles you want to 
target? Perhaps where you want to set your lowest common denominator? 
(I am well aware of the politics involved in this decision too, 
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though... It's not a sheer machine power thing -- from the demos of 
Munch's Oddyssee, I really cannot believe that the PS2 couldn't handle 
Tt). 


And is that really the issue? Let's compare the launch PSX titles to 
the games that are coming out on the exact same hardware today? 
Perhaps it's just that the developers bothered to work a little harder 
with the same hardware instead of just being lazy and making sure you 
always had hardware that was 10 times more powerful than their games 
required -- so that they could avoid the extra effort of doing it 
right. One of my "software engineering" professors jokingly said 
once, that if you software isn't fast enough nowadays, don't worry -- 
wait a few months and buy a faster computer. The scary part is, under 
the joke, I honestly believe that she meant it, she just didn't want 
to go on record. 


All that being said, there are two things that I should admit: 


1. I never play PC games. I work on my PC's, and that's about all. I 
have a 36" tv and prefer using it, sitting on my couch to sitting on 
my desk. 

2. I'm very glad that the console life cycle is a 5 year one. I think 
it's great that new hardware comes out only once in 5 years, and you 
don't find developers requiring you to always buy a new piece of 
hardware for each game. Every time I look at a PC game, I find that I 
have to upgrade this or that to get it working. 


In summary, I really don't know what I'm talking about, 
Sauce 


On Wed, 8 Aug 2001 18:21:14 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>> Isn't that the whole point of using DirectX in MS platforms anyway? 

> 

>even if you have libraries that sort-out all the hardware differences, you 
>still don't know if it will run fast-enough on some peoples' PCs. 

>You have to decide whether to write a prog very undemanding on system 
>resource so that it'll run on most PCs or whether to take avantage of the 
>power of the faster ones and exclude many users, or try some clever 
>switching-in of extra poly detail and frames per second depending the power 
>of the PC it happens to be run on. 


> 

>... and DirectX is by MS so I'm reluctant to use it unless I'm getting paid 
>to do so (i.e. as a job). 

> 

>Last time I checked PCs didn't even have a contiguous address space...if 


>that's still true that's good enough reason to avaid the whole sorry PC mess 
>(unless you're paid to work on them). 

> 

>> Anyway, that being said, I personally don't feel that the "other" 

>> console developer belongs in the industry... 

> 

>... the 'other' developer need not be in any industry ... they can free from 
>industry, happy in the ham sector. 

> 

> 

>Jon 

> 


5404 


—-MESSAGE FILE 8207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06934 


—-MESSAGE FILE 8208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006935 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze dev continuing 

Date: Wed, 08 Aug 2001 18:25:49 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 30 

Message-ID: <3b7283eb.3645501@www.netyaroze-europe. com> 

References: <9hqc3fSodf6@www.netyaroze-europe.com> <9hqda2$p4m2@www.netyaroze-europe 
.com> <9kn06tS$qtbl@www.netyaroze-europe.com> <9kn0tsS$qtb3@www.netyaroze-europe. com> 
<9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm6iSqtb20@www.netyaroze-europe.com> <9kr 
bmu$3h37@www.netyaroze-europe.com> <9krf4t$3h39@www.netyaroze-europe.com> <9krllv$3h 
315@www.netyaroze-europe.com> <3b796603.1552801720@www.netyaroze-europe.com> <9krsdt 
S4atl@www.netyaroze-europe.com> <9kruis$4at2@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


...Յոզ then there are those who like to download something in the 
background while they're playing the game. After all, what better way 
to kill time waiting for that long download (or whatever else) than to 
play a game? 


Doesn't that somewhat negate your ability to just lock the system 
completely into a game-loop driven environment like the consoles? 


Sauce 


On Wed, 8 Aug 2001 18:57:06 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>The sort of games I enjoy are all about control and interaction. To write 
>games like this you need to be sure that the player experiences what you 
>designed exactly as it was intended. The event-interupt DirectX/PC way of 
>coding games rather than using a program loop just never worked for me. I 
>know you can lock the game to scan the input or update the screen at a set 
>rate but it's all so much hassle getting something to work consistently I've 
>never persevered. 

> 

>For me producing a game is working within set limits to come up with a 
>finished 'block' that everyone can see and interact with in the same way. 
>The fun comes from stretching what you are capable of within those limits, 
>the satisfaction comes from other people enjoying your work. Doing games on 
>a PC watered both of those things down for me. 

> 

>Matt 

> 


-—-MESSAGE FILE 8208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06935 


—-MESSAGE FILE 8209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006936 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 08 Aug 2001 18:30:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <3b738446.3736202@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> <9krv0k$4at 3@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hell, I never walk around waving a Microsoft flag... I only use their 
software cause I have to... I'm not going to just dump it all and 
become 100% linux because you still need to suffer on the linux front 
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(or whatever other environment you pick -- due to the lack of good 
software). I can't help but laugh when I see people so proud that 
they were able to boot up linux and run Microsoft Word under it... 
Why bother then? 


Anyway... 


I don't know if you can necessarily *recompile* out of the box, but I 
thought that DirectX 8 includes the DirectX 7 calls, so the person who 
has 8 installed on his system can run your game which is compiled 
under 7. 


The other thing (which is rather annoying, but might be relevant) is 
that they stick version numbers in a lot of their function names. I 
think that's their effort to make it upwardly compatible... When you 
make a new version of directx, include all the old ones and make sure 
you *add* functionality, but never *change* functionality... 


Who knows... I've written more Yaroze stuff than DX anyway! 
Sauce 


On Wed, 8 Aug 2001 19:05:15 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>Oh yes and speaking of directX ... note my comments I posted before you 
>mentioned it:- 
> 


>> >Compare that with MS who don't seem to have the foggiest 

>> > idea what upwards or backwards compatibility is. 

> 

>does directX 7 code work when it's compiled under directX 8 ? I've not used 
>either but from seeing news groups on the subject it seems like a case in 
>point. They can't even do it with word processor documents. I can only 
>think that people put up with it because they've never used proper reliable 
>professional computer systems like VMS. 

> 

>Sorry for ranting Steve, I'll shut up for a few weeks now! 

> 

>Jon 

> 


-—-MESSAGE FILE 8209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06936 


—-MESSAGE FILE 8210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006937 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Fast dynamic TMDs 

Date: Wed, 8 Aug 2001 20:09:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9ks340S4at4@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-008-0019.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi everyone, 


Has anyone written any code which builds a (500ish polygon) TMD every frame? 
I've got a large level which is too big to be drawn every frame so I'm 
thinking generating the area just around the player. This could be an 
impossible wheeze of an idea that only a complete lunatic (i.e. me) would 
even consider. Any input much appreciated :) 


Thanks 
Ben 
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-—-MESSAGE FILE 8210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06937 


—-MESSAGE FILE 8211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006938 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 20:52:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <9ks5anS4at5@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 

<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSgqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-31-10.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


DirectX would be the answer if it would just stand still long enough for me 
to learnt to use it... 

I was just getting the hand of DirectX 7 and 8 came along. ddraw has gone 
and been replaced by another set of functions.. of course its still 
backwards compatible.. but for how long ? Forget about buying books on it.. 
no sooner does a book come out on the latest version of DirectX when MS 
announce a new version. 

This is all probably quite exciting if your working on the platform and each 
new release comes up with some wonderful new features but for a mere 
hobbyist like me its just frustrating. 


// End of Rant 


"Steven Osman" <sosman@terratron.com> wrote in message 


news :3b796603.1552801720@www.netyaroze-europe.com... 

> Jon, 

> 

> Isn't that the whole point of using DirectX in MS platforms anyway? 

> 

> Speaking of which... If you do use DirectX to write your game, and 

> that "other" console developer decides to make a Yaroze/PS2 Linux type 
> of option available, you may be 90% done in supporting that. (And no, 
> I'm not talking about the Dreamcast) 

> 

> Anyway, that being said, I personally don't feel that the "other" 

> console developer belongs in the industry... But that's a whole 

> different thread. 

> 

> Steven 

> 


—-MESSAGE FILE 8211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06938 


—-MESSAGE FILE 8212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006939 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 8 Aug 2001 20:54:31 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ks5daS4at 6@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2S$p4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 

<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krlilv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> <9krsdtS$4atl@www.netyaroze-europe.com> <3b71802a.268 
4379@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-4-223 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> How is that different from picking a "very 
> undemanding" environment as a starting point? 


because you can push the envelope on day one... and ...have it work years 
later. 


—-MESSAGE FILE 8212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06939 


—-MESSAGE FILE 8213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006940 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Wed, 08 Aug 2001 20:21:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <3b749efa.10572131@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2Sp4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 
<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4t$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> <9ks5San$4at5@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Yes! 


I agree with you in every possible way, I've even made the mistake of 
buying books, and of printing out the voluminous documentation (which 
is obsolete as soon as it comes out of my printer). 


Sauce 


On Wed, 8 Aug 2001 20:52:29 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>DirectX would be the answer if it would just stand still long enough for me 
>to learnt to use it... 

>I was just getting the hand of DirectX 7 and 8 came along. ddraw has gone 
>and been replaced by another set of functions.. of course its still 
>backwards compatible.. but for how long ? Forget about buying books on it.. 
>no sooner does a book come out on the latest version of DirectX when MS 
>announce a new version. 

>This is all probably quite exciting if your working on the platform and each 
>new release comes up with some wonderful new features but for a mere 
>hobbyist like me its just frustrating. 

> 
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>// End of Rant 
> 

> 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 
>news :3b796603.1552801720@www.netyaroze-europe.com... 
>> Jon, 
>> 

>> Isn't that the whole point of using DirectX in MS platforms anyway? 
>> 


>> Speaking of which... If you do use DirectX to write your game, and 
>> that "other" console developer decides to make a Yaroze/PS2 Linux type 
>> of option available, you may be 90% done in supporting that. (And no, 
>> I'm not talking about the Dreamcast) 

>> 

>> Anyway, that being said, I personally don't feel that the "other" 

>> console developer belongs in the industry... But that's a whole 

>> different thread. 

>> 

>> Steven 

>> 

> 

> 


—-MESSAGE FILE 8213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06940 


—-MESSAGE FILE 8214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006941 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Shift JIS 

Date: Wed, 8 Aug 2001 21:44:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ks8glS$4at7@www.netyaroze-europe. com> 
References: <9kpcjuSqtb14@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-197-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Does anyone know how the Shift JIS stuff works, I want to convert to and 
from ASCII, but I have no idea what format Shift JIS is so it makes it 
really hard to convert :) 


Thanks 
Nigel 


—-MESSAGE FILE 8214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06941 


—-MESSAGE FILE 8215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006942 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: This is why we bought PlayStation... 

Date: Thu, 9 Aug 2001 00:51:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9ksj5gS4at8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust120.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 
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If you need just one reason NOT to buy an X-Box this is it... 
http://www.bangstar.com/media/dancemonkeyboy.mpg 


It's WELL worth the download! It's not a spoof nor a mock up - this is real 
Microsoft in action! 


Enjoy! 


-Kenny 


--MESSAGE FILE 8215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06942 


--MESSAGE FILE 8216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006943 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Fast dynamic TMDs 

Date: Wed, 8 Aug 2001 20:41:40 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9ksmdr$4at10@www.netyaroze-europe.com> 
References: <9ks340S4at4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust153.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


i haven't done it, but i'm pretty sure that games with big levels are broken 
up into multiple TMDs, and then you can do a view frustum test to see which 


TMDs are in the view plane and draw only those. if the landscape is 
complex, you can also test to see which objects are overlapped by others and 
out of your view. i really wanted to try it out on my current game, but the 
code listing to do that was kinda lengthy, plus it used floating point 
variables, ...plus my level wasn't complex enough to make good use of the 
process. it would be a good experiment though. 

-Omar 


--MESSAGE FILE 8216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06943 


--MESSAGE FILE 8217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006944 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is why we bought PlayStation... 

Date: Wed, 8 Aug 2001 20:54:42 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ksn63S4at11@www.netyaroze-europe.com> 
References: <9ksj5g$4at 8@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust153.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


well i think dancing "monkeyboy" was a good way to put it kenny. i'm glad 
we don't see any sony reps doing that! 


nice one, 


—Omar 


Net Yaroze newsgroups message dump.txt Page 5411 


—-MESSAGE FILE 8217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06944 


—-MESSAGE FILE 8218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006945 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Dev kit 

Date: Thu, 09 Aug 2001 11:01:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <3B725F90.278371C5@127.0.0.1> 

References: <3B6A72B5.C98C7CB9@127.0.0.1> <3b6cld6e.1206518802@www.netyaroze-europe. 
com> <9kh9pv$1511@www.netyaroze-europe.com> <3b6e5167.1219826968@www.netyaroze-europ 
e.com> <9kj6cmSnogl@www.netyaroze-europe.com> <3b71d3d5.1318759035@www.netyaroze-eur 
ope.com> <9krfi6$3h312@www.netyaroze-europe.com> <3b77631c.1552058462@www.netyaroze- 
europe.com> <9krrte$3h318@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.199.144.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Matt Verran wrote: 

> 1. As soon as you start expecting payment for a particular service, I 
> have a feeling that your liability increases should something go 

> wrong. 

Slap a MS style 'we are not responsible for anything if you choose to 
download this software' end user agreement on it. 

That's all well and good for the lawyers, but given the 'restrictions' 
on OPM demos, 

is it _really_ necessary? 

And one thing I would hate to see would be a scene akin to the 
free/shareware scene on 

the PC, where you just _don't know_ what the software you're about to 
run is going to do. 


V V V V V 


But if I remember 

well,a few years ago, some anime show in Japan was taken off the air 

for giving kids who saw it seizures. 

think it was pokemon, a big monster used some kind of attack that made red 
strobey effects come out of his eyes. This is a pretty remote incident, I've 
> never heard of any legal cases against game software that have been won. 

Was it not "Battling seisure robots" or somesuch a la "Simpsons go to 

Japan" 


VVVVYV 
HV Կ V 


one of my favourite episodes "aahhh, we seem to be experiencing some 
minor Godzilla 
related turbulence at the moment..." 


> [No cash for devs - SNIP] 

Ick I'm against this, reward where reward is due, if people are paying money 
then the developer should get money. Sony issue a cheque every month, it's 
up to you to declare it for tax or whatever. Sony only accept finished games 
and the money is entirely dependant on how many people pay for your game, In 
effect sony are merely providing you with the hosting and payment handling, 
and they are charging you per sale for the QA/overheads. 

Something like the royalties scheme musicians seem to benefit from, 

perhaps? 


> 
> 
> 
> 
> 
> 


v 


> [convincing publishers to go out on a limb for a snazzy NY demo - SNIP] 
No, this is a way to get independant, single developer games to the public. 
These games would never be picked up by publishers because they need to be 
sold at such a low rate it's just not worth distributing/marketing them. 
Exactly! 


VOA ON 


Then again, maybe if SONY made the broadband delivery network open to anyone 
we might be able to set this up all on our own. Publishers will be gagging 
for simple innovative games they can offer for download. We'll all live 
happily ever after. 


V V V V 
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It's a nice thought :0) 


M. 
—-MESSAGE FILE 8218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06945 


—-MESSAGE FILE 8219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006946 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Thu, 9 Aug 2001 11:46:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9ktpn3S4at12@www.netyaroze-europe. com> 

References: <9hqc3fSodf6@www.netyaroze-europe.com> <9hqda2$p4m2@www.netyaroze-europe 
.com> <9kn06tS$qtbl@www.netyaroze-europe.com> <9kn0tsS$qtb3@www.netyaroze-europe. com> 

<9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm6iSqtb20@www.netyaroze-europe.com> <9kr 
bmu$3h37@www.netyaroze-europe.com> <9krf4t$3h39@www.netyaroze-europe.com> <9krllv$3h 
315@www.netyaroze-europe.com> <3b796603.1552801720@www.netyaroze-europe.com> <9krsdt 
S4atl@www.netyaroze-europe.com> <9kruisS4at2@www.netyaroze-europe.com> <3b7283eb.364 
5501@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-173-136.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


...Յոզ then there are those who like to download something in the 
background while they're playing the game. After all, what better way 
to kill time waiting for that long download (or whatever else) than to 
play a game? 


Doesn't that somewhat negate your ability to just lock the system 
completely into a game-loop driven environment like the consoles? 


VVVVVVV 


Nope, games that multitask have their place, I'ts just not as much fun for 
me to develop them. 


I'm happy playing a puzzler or strategy game like this, but i've never seen 
a multitasking shoot-em-up, for example, that wouldn't have benefitted from 
running on a machine dedicated only to the game. 


—-MESSAGE FILE 8219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06946 


—-MESSAGE FILE 8220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006947 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is why we bought PlayStation... 

Date: Thu, 9 Aug 2001 11:54:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9ktq61S4at13@www.netyaroze-europe.com> 

References: <9ksj5g$4at8@www.netyaroze-europe.com> <9ksn63S4at1l1l@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-132-1.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> well i think dancing "monkeyboy" was a good way to put it kenny. 
> i'm glad we don't see any sony reps doing that! 
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Well there are those 'Boy Band Style' Phil Harrison photos in Edgel00, it 
must be hard to stay cool and corporate ;) 


—-MESSAGE FILE 8220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06947 


-—-MESSAGE FILE 8221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006948 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Fast dynamic TMDs 

Date: Thu, 9 Aug 2001 12:48:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9kttgd$4at14@www.netyaroze-europe.com> 
References: <9ks340S4at4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-746.arcanine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


There has been some talk of this kind of thing. I remember a thread not so 
long ago about Quad Trees... if you don't know about them goto 
www.gamedev.net there are articles there about them. It shouldn't be too 
hard once you get the theory out of the way. 


Max 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9ks340S4at4@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> Has anyone written any code which builds a (500ish polygon) TMD every 
frame? 

> I've got a large level which is too big to be drawn every frame so I'm 


> thinking generating the area just around the player. This could be an 

> impossible wheeze of an idea that only a complete lunatic (i.e. me) would 
> even consider. Any input much appreciated :) 

> 

> Thanks 

> Ben 

> 

> 


—-MESSAGE FILE 8221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06948 


—-MESSAGE FILE 8222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006949 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is why we bought PlayStation... 

Date: Thu, 9 Aug 2001 12:49:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9ktthuS4at15@www.netyaroze-europe.com> 
References: <9ksj5g$4at 8@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-746.arcanine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Dance Monkey Boy indeed, what a loon. 
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Max 


Kenny Millar <yaroze@ntlworld.com> wrote in message 
news: 9ksj5g$4at 8@www.netyaroze-europe.com... 
> If you need just one reason NOT to buy an X-Box this is it... 
> http://www.bangstar.com/media/dancemonkeyboy.mpg 
> 
> It's WELL worth the download! It's not a spoof nor a mock up - this is 
real 
> Microsoft in action! 
> 
Enjoy! 


> 
> 
> -Kenny 
> 
> 


—-MESSAGE FILE 8222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06949 


—-MESSAGE FILE 8223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006950 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze dev continuing 

Date: Thu, 9 Aug 2001 13:04:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 108 

Message-ID: <9ktudjS$4at16@www.netyaroze-europe. com> 

References: <9hq70sSodf4@www.netyaroze-europe.com> <9hqc3fSodf6@www.netyaroze-europe 
.com> <9hqda2S$p4m2@www.netyaroze-europe.com> <9kn06tS$qtbl@www.netyaroze-europe. com> 

<9kn0tsS$qtb3@www.netyaroze-europe.com> <9kp379Sqtbl0@www.netyaroze-europe.com> <9kpm 
6iSqtb20@www.netyaroze-europe.com> <9krbmuS3h37@www.netyaroze-europe.com> <9krf4tS$3h 
39@www.netyaroze-europe.com> <9krllv$3h315@www.netyaroze-europe.com> <3b796603.15528 
01720@www.netyaroze-europe.com> <9krsdtS$4atl@www.netyaroze-europe.com> <3b71802a.268 
4379@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-746.arcanine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Which brings me to this point: 


Has anyone seen the minimum and recomended specification for Max Payne??? 
Talk about not giving a shit about half the PC ownership. 


Max 


Steven Osman <sosman@terratron.com> wrote in message 
news: 3b71802a.2684379@www.netyaroze-europe.com... 
> I'll buy your argument, but to a point... 


You were talking about the greatness of the old machines in that they 
were all homogeneous, then saying that you also appreciate the upward 
compatibility you get by writing to them. 


In effect, what you're doing is setting a starting point and assuming 
that people who end up getting the better machines will also be able 
to run your software. How is that different from picking a "very 
undemanding" environment as a starting point? 


What I'm saying is that, if you choose (like way too many games out 
there do) to require a supercomputer with a video card that has half a 
gig of texture memory alone, you're asking for trouble. I can't 
believe that setting your standards to last year's model isn't 
acceptable for most games... That's how you end up in the trap: 


"Should I program for *everyone* and risk losing some hard-core 
gamers, or should I program for hard-core gamers who will have the 


VVVVVVVVVVVVVV VV VV 
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latest and greatest..." Or... should you try to use those clever 
tricks that you were talking about... 


So who is really to blame? Is it the problem really due to the 
environment and the hardware, or are the hard-core gamers to blame who 
go out and buy everything the second it comes out -- and thus make the 
industry have to sell-out just to make it that much sexier. 


Is that a choice that people in the industry aren't making today? I 
mean, isn't it part of the decision of what consoles you want to 
target? Perhaps where you want to set your lowest common denominator? 
(I am well aware of the politics involved in this decision too, 
though... It's not a sheer machine power thing -- from the demos of 
Munch's Oddyssee, I really cannot believe that the PS2 couldn't handle 
it). 


And is that really the issue? Let's compare the launch PSX titles to 
the games that are coming out on the exact same hardware today? 
Perhaps it's just that the developers bothered to work a little harder 
with the same hardware instead of just being lazy and making sure you 
always had hardware that was 10 times more powerful than their games 
required -- so that they could avoid the extra effort of doing it 
right. One of my "software engineering" professors jokingly said 
once, that if you software isn't fast enough nowadays, don't worry -- 
wait a few months and buy a faster computer. The scary part is, under 
the joke, I honestly believe that she meant it, she just didn't want 
to go on record. 


All that being said, there are two things that I should admit: 


1. I never play PC games. I work on my PC's, and that's about all. I 
have a 36" tv and prefer using it, sitting on my couch to sitting on 
my desk. 

2. I'm very glad that the console life cycle is a 5 year one. I think 
it's great that new hardware comes out only once in 5 years, and you 
don't find developers requiring you to always buy a new piece of 
hardware for each game. Every time I look at a PC game, I find that I 
have to upgrade this or that to get it working. 


In summary, I really don't know what I'm talking about, 
Sauce 


On Wed, 8 Aug 2001 18:21:14 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>> Isn't that the whole point of using DirectX in MS platforms anyway? 
> 

>even if you have libraries that sort-out all the hardware differences, 
ou 

>still don't know if it will run fast-enough on some peoples' PCs. 

>You have to decide whether to write a prog very undemanding on system 
>resource so that it'll run on most PCs or whether to take avantage of the 
>power of the faster ones and exclude many users, or try some clever 
>switching-in of extra poly detail and frames per second depending the 
power 

> >of the PC it happens to be run on. 


VVVVVKVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


>> 

> >... and DirectX is by MS so I'm reluctant to use it unless I'm getting 
paid 

> >to do so (i.e. as a job). 

>> 

> >Last time I checked PCs didn't even have a contiguous address space...if 


> >that's still true that's good enough reason to avaid the whole sorry PC 
mess 


> >(unless you're paid to work on them). 

>> 

> >> Anyway, that being said, I personally don't feel that the "other" 

> >> console developer belongs in the industry... 

>> 

> >... the 'other' developer need not be in any industry ... they can free 
from 


> >industry, happy in the ham sector. 
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>Jon 


VVVVYV 


—-MESSAGE FILE 8223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06950 


—-MESSAGE FILE 8224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006951 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Urgent Help Required!!! 

Date: Thu, 9 Aug 2001 13:11:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9ktuquS$4at17@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-746.arcanine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I am using Adobe Photoshop 5.5 and I have recently installed a new graphics 
card. I HAD a 3dfx Voodoo 3 now I have a Nvidia GeForce 2 MX, since 
installing it the palletes in Photoshop have screwed up. Before I was able 
to see the full spectrum of colours but now it looks like someone has 
punched them (they are all black and blue and not very pleasant looking). 
When I save an image the colours are ok but its only when I'm working with 
them inside Photoshop that I can't see the colour I'm selecting, its like 
total guess work. 


Does anyone know how to fix this?? Work on my latest game MonkyRegs has come 
to a hault because I can't produce my textures properly... I've tried the 
photoshop forums on the adobe site and the Hercules tech support team all 
can't help... and its not the gamma... 


Someone please help!!! 


Max 


—-MESSAGE FILE 8224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06951 


—-MESSAGE FILE 8225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006952 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: This is why we bought PlayStation... 

Date: Thu, 09 Aug 2001 13:48:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3B7286A5.D08A48DE@peregrine.com> 

References: <9ksj5g$4at8@www.netyaroze-europe.com> <9ksn63S4atl11l@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: manuk86.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Heh, corporate cheese at its finest :) 


It reminds me of the Peregrine EMEA kickoff in Athens that we all got 
sent to in May - except that for 4 days we were subjected to "One 
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Vision" by Queen (and other salesperson-inspiring music) when people got 

up to speak!! [and salespeople not wanting to talk to you after they 

find out you're a developer, but no loss there I guess :)] 

The speakers weren't quite as excited as that Microsoft bloke though, I 

have to admit - obviously MS gives out stronger crack to its executives 


3) 


Andy 


Omar wrote: 


well i think dancing "monkeyboy" was a good way to put it kenny. i'm glad 
we don't see any sony reps doing that! 


nice one, 


VV VV V V V 


-Omar 
--MESSAGE FILE 8225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06952 


--MESSAGE FILE 8226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006953 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Urgent Help Required!!! 

Date: Thu, 9 Aug 2001 20:35:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9kuora$5g91@www.netyaroze-europe.com> 
References: <9ktuquš4atl7@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-123-237.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


All I can think is to update the drivers. 


Also to point out the obvious make sure that windows is set higher than 256 
colours, sometimes when switching graphics cards the old card can still 
conflict, yep even when it's sitting in the box on the shelf :) 


If its conflicting, try and delete the Voodoo drivers or if not disable the 
device 


Hope that helps 
Nigel 


—-MESSAGE FILE 8226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06953 


—-MESSAGE FILE 8227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006954 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Urgent Help Required!!! 

Date: Thu, 9 Aug 2001 20:47:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <9kupdh$5g92@www.netyaroze-europe. com> 
References: <9ktuquS$4at17@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-179-189.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hmmm.. tricky one Max. I cant think of any setting which could have messed 
it all up the the extent your experiencing. 


Give me a slap if Im stating the bleeding obvoius.. but its best to check.. 
do you have the very latest drivers installed for the card and the latest 
patch installed for photoshop ? 


Another thing you might want to try is going into the advanced graphics 
section within the system settings in control panel and switch off all 
hardware acceleration to see if that cures the problem. 


Another thing is windows may still have remenents of the old video card 
settings in there somewhere. 

When you installed the card did you first tell windows you had a standard 
VGA card, then powered down/ up, then powered down and inserted the new card 
?.... very long winded and Im not sure it really helps but basically you 
have to try and tell windows it no longer has a voodoo card before you put 
the new card in. 
errm... You could also go into control panel, system, device manager and see 
if the old Voodoo card device appears in the display adapters list. If it is 
still there you may want to either disable it or remove it. 


errm.. other than that.. nothing else springs to mind as yet... I hate 
changing hardware.. I hope you get the problem sorted real soon. 

Let us know when you do find out the solution.. it may come in handy in the 
future. 


"Max" <mad.max@which.net> wrote in message 

news: 9ktuqu$4at17@www.netyaroze-europe.com... 

> I am using Adobe Photoshop 5.5 and I have recently installed a new 
graphics 

> card. I HAD a 3dfx Voodoo 3 now I have a Nvidia GeForce 2 MX, since 
installing it the palletes in Photoshop have screwed up. Before I was able 
to see the full spectrum of colours but now it looks like someone has 
punched them (they are all black and blue and not very pleasant looking). 
When I save an image the colours are ok but its only when I'm working with 
them inside Photoshop that I can't see the colour I'm selecting, its like 
total guess work. 


Does anyone know how to fix this?? Work on my latest game MonkyRegs has 
ome 

to a hault because I can't produce my textures properly... I've tried the 
photoshop forums on the adobe site and the Hercules tech support team all 
can't help... and its not the gamma... 


Someone please help!!! 


Max 


VVVVVVVVVAVVVVVV VV 


—-MESSAGE FILE 8227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06954 


—-MESSAGE FILE 8228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006955 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Urgent Help Required!!! 

Date: Thu, 9 Aug 2001 20:58:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9kuq6k$5g93@www.netyaroze-europe. com> 

References: <9ktuquS$4at17@www.netyaroze-europe.com> <9kuora$5g91@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-123-237.btinternet.com 
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X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 


X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Something else you might try, check the colour managment stuff, 
upset because you've changed stuff... software huh who needs it 


Nigel 
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it might get 
>) 


—-MESSAGE FILE 8228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06955 


—-MESSAGE FILE 8229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006956 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Urgent Help Required!!! 

Date: Thu, 9 Aug 2001 21:20:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9kurlb$5g94@www.netyaroze-europe. com> 


References: <9ktuquS$4at17@www.netyaroze-europe.com> <9kuora$5g91@www.netyaroze-europ 


e.com> 

NNTP-Posting-Host: du-012-0036.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 


X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Yes it does sound like a driver problem. Also, you could try switching off 


hardware features like full screen anti-aliasing. 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 


news: 9kuora$5g91@www.netyaroze-europe.com... 
> All I can think is to update the drivers. 
> 


> Also to point out the obvious make sure that windows is set higher than 


256 


> colours, sometimes when switching graphics cards the old card can stil 
> conflict, yep even when it's sitting in the box on the shelf 


> 


> If its conflicting, try and delete the Voodoo drivers or if not disabl 


the 
device 


v 


> 

> Hope that helps 
> Nigel 
> 
> 


:) 


al 


Le 


—-MESSAGE FILE 8229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


06956 


—-MESSAGE FILE 8230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0006957 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Internet thingy 

Date: Thu, 9 Aug 2001 21:39:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9kuse8$5g95@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-1-191.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Was I imagining it or did someone post an internet driver (or similar type 
of thing) for the Yaroze a few days ago? I thought it looked interesting 
and wanted to have a look at it but I was a bit busy, but now I've got some 
time to look at it the thread has disappeared off my news reader (if it ever 
existed out-side of my imagination ofcourse ...spooky). 


Jon 


—-MESSAGE FILE 8230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06957 


-—-MESSAGE FILE 8231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006958 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: game preview: 'Invs' [zip attached: 13K] 


Date: Thu, 9 Aug 2001 21:42:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9kusj0$5g96@www.netyaroze-europe. com> 

References: <01c11137$e8037a20$8d09e4d5@pal-—s-omnibook> <9j9n07Ssk26@www.netyaroze-e 
urope.com> <9 jff0uS5Sfk3@www.netyaroze-europe.com> <01c1190f$c5da33a0$fclce4d5@pal-s-— 
omnibook> 

NNTP-Posting-Host: host213-122-1-191.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Pal, 


I had some free time and thought I try your demo, but your original thread 
where you attached it has gone off my news reader (as have a few other 
threads) for some reason best known to ‘Outlook Depress'. Could you email 
it to me? 


Cheers. 
Jon 


—-MESSAGE FILE 8231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06958 


—-MESSAGE FILE 8232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006959 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Thu, 9 Aug 2001 22:11:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9kuuac$S5g97@www.netyaroze-europe. com> 
References: <9kuse8$5g95@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-187-226.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


It was on a Demo (of sorts) thread from Peter Armstrong 
I pasted it below for ya. 


> 
> Not really in the OPM games spirit of things but anyway. 
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> 

> I've put together a Windows program to connect yaroze games over the 

> internet. It's not been tested so I couldn't say whether it works or not. 
T£ 


v 


you'd care to check it out it's at 


> http://www.netyaroze-europe.com/~imilco/ftp/nexus.zip. 

> 

> If you try it please let me know how you get on. Also get in touch if you 
> want to test it with me. 

> 

> On another note I put up how far I'd got with my Lands of Midnight game. 
If 

> you want to take a look it's at 

> http://www.netyaroze-europe.com/~imilco/ftp/lom.zip. 

> 

> Thanks, 

> 

> Peter 


--MESSAGE FILE 8232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06959 


--MESSAGE FILE 8233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006960 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Thu, 9 Aug 2001 22:27:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9kuvtp$5g98@www.netyaroze-europe.com> 

References: <9kuse8$5g95@0www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-73-77.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Ah that was it.... and Peter's Lords of Midnight too I'd missed. 
Cheers 
Jon 


—-MESSAGE FILE 8233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06960 


-—-MESSAGE FILE 8234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006961 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Demo 

Date: Thu, 9 Aug 2001 22:51:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9kv019$5g99@www.netyaroze-europe. com> 
References: <9k0tuqS4cc2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-63-27.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Nice graphics ...and interesting grapics style .... kind-of 'pop-gothic’. 


Jon 
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-—-MESSAGE FILE 8234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06961 


—-MESSAGE FILE 8235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006962 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Thu, 9 Aug 2001 23:14:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9kv20p$5g910@www.netyaroze-europe. com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-35-45.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hey wow, I can't beleive I've not tried Lords of Midnight before. Nice job 
Peter. No wonder people held onto their Spectrums for so long ... who needs 
polygons with isometric artwork like that? I had not played Lords of 
Midnight on the Spectrum although I'd seen it a few times and I've played 


things like Night Lore...and was Avalon isometric too ... my memory's 
fading. Your Lands of Midnight brought back the Speccy feel like I've not 
felt in a long time, even more than playing things on an emulator --- I 


think because it's on my crappy 14" telly instead of the computer monitor. 
Are you going to stick strictly to Spectrum capabilities or are you going to 
use extra PSX features? e.g are you going to stick to monophonic simple tone 
sound? I notice that you've not been tempted to used more than 2 colours in 
any one character cell that I've noticed! 

Thanks for the blast from the past. 

Jon 


—-MESSAGE FILE 8235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06962 


-—-MESSAGE FILE 8236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006963 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Fri, 10 Aug 2001 10:11:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <9108n9$5g911@www.netyaroze-europe.com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch5as12-76-247-23.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Cheers Jon, glad you liked it. Your 14" telly probably helped with that 
nostalgic feel. ;) 


Lords of Midnight was one of my favourite Spectrum games, I did write an 
enhanced version for the Amiga a few years back, and the plan was to write 
the same sort of thing again on the yaroze with more features. I havent 
worked on the game for a while though, I wasn't really enjoying writing it 
as I did with the Amiga version, and I don't know whether or not I'll go 
back to it. 


To be honest I never noticed the Spectrum was limited to two colours per 
cell until quite recently, I never picked up on it when I wrote the Amiga 


Net Yaroze newsgroups message dump.txt Page 5423 
version of Lom. Goes to show how observant I am. :) 


Peter 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9kv20p$5g910@www.netyaroze-europe.com... 

> Hey wow, I can't beleive I've not tried Lords of Midnight before. Nice 
job 


> Peter. No wonder people held onto their Spectrums for so long ... who 
needs 

> polygons with isometric artwork like that? I had not played Lords of 

> Midnight on the Spectrum although I'd seen it a few times and I've played 
> things like Night Lore...and was Avalon isometric too ... my memory's 

> fading. Your Lands of Midnight brought back the Speccy feel like I've not 
> felt in a long time, even more than playing things on an emulator --- I 

> think because it's on my crappy 14" telly instead of the computer monitor. 
> Are you going to stick strictly to Spectrum capabilities or are you going 


to 

> use extra PSX features? e.g are you going to stick to monophonic simple 
tone 

> sound? I notice that you've not been tempted to used more than 2 colours 


> any one character cell that I've noticed! 
Thanks for the blast from the past. 
Jon 


-—-MESSAGE FILE 8236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06963 


—-MESSAGE FILE 8237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006964 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Fri, 10 Aug 2001 11:17:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <91l0cboS8cfl@www.netyaroze-europe. com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
<9108n9$5g911@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-171-87.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> Your 14" telly probably helped with that 
> nostalgic feel. ;) 


... yeah I'm sure that helped... the only thing missing was that the cyan and 
magenta did't 'fuzz-together' like in the Speccy days! 


I wasn't really enjoying writing it 
as I did with the Amiga version, and 
I don't know whether or not I'll go 
back to it. 


> 
> 
> 
> 


is it the same map/story/characters as Lords of Midnight? (I wouldn't 
know since I didn't play it on the Speccy). Would it help to write a 
different game but using the same engine perhaps? 


Have you been able to test your internet connecting software? If you need 
someone else to test it with I'll give it a go....however I'd prefer an exe 
that connects to the Yaroze at the lower speed of 57600 since I've got my 
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Yaroze 'settled' to beable to work with CW and Gnu at that speed. 


Jon 


—-MESSAGE FILE 8237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06964 


-—-MESSAGE FILE 8238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006965 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Fri, 10 Aug 2001 13:40:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <91l0kuhS$8cf2@www.netyaroze-europe. com> 

References: <9kuse8S5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
<9108n9$5g911@www.netyaroze-europe.com> <910cboS$8cfl@www.netyaroze-europe.com> 
NNTP-Posting-Host: ch5as01-65-236-72.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 910cboS$8cfl@www.netyaroze-europe.com... 

> > I wasn't really enjoying writing it 

as I did with the Amiga version, and 

I don't know whether or not I'll go 

back to it. 


VV v 


is it the same map/story/characters as Lords of Midnight? (I wouldn't 
know since I didn't play it on the Speccy). Would it help to write a 
different game but using the same engine perhaps? 


VV V V V V V 


The original idea was to have Lom as one of many scenarios that could be 
played, and have a scenario editor so players could create their own maps 
(but probably keep the characters/names to simplify things). The Lom story 
would more than likely be dropped to make it a general multiplayer war game. 
I've just lost the interest to continue with it, getting stuck on the AI 
didn't help :). I want to write a war game of some sort eventually, perhaps 
I'll go back to it at some point. 

If you're interested in Lom Chris Wild wrote straight PC conversions of it 
and Doomdark's Revenge (the sequel), they're available at 
http://www.icemark.com/, he also wrote a Windows version with new graphics 
that's worth checking out. 


At the moment I'm reading up on car dynamics, I've forgotten most of the 
maths and physics I learnt at school so it's slow going, but it's an 
interesting subject so I'll stick at it. 


> Have you been able to test your internet connecting software? If you need 
> someone else to test it with I'll give it a go....however I'd prefer an 
exe 

> that connects to the Yaroze at the lower speed of 57600 since I've got my 
> Yaroze 'settled' to beable to work with CW and Gnu at that speed. 


No I havent tested it yet so that would be cool. It's no problem to change 
it to run at 57600bps. I'll make the changes to the files and stick them on 
the ftp, I'll post a link here. 


Thanks, 
Peter 


—-MESSAGE FILE 8238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06965 


Net Yaroze newsgroups message dump.txt Page 5425 


-—-MESSAGE FILE 8239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006966 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Fri, 10 Aug 2001 13:51:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9101d0S8cf3@www.netyaroze-europe. com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
<9108n9$5g911@www.netyaroze-europe.com> <910cboS$8cfl@www.netyaroze-europe.com> <910 

kuhS$8cf2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-25-224 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


No I havent tested it yet so that would be cool. 
It's no problem to change 

it to run at 57600bps. I'll make the changes to 

the files and stick them on 

the ftp, I'll post a link here. 


VVVVV 


cheers. Then we can arrange a time to establish the comms link. 


And thanks for the LoM info. 


Jon 


—-MESSAGE FILE 8239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06966 


-—-MESSAGE FILE 8240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006967 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Fri, 10 Aug 2001 16:11:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <91l0tq7S8cf4@www.netyaroze-europe. com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
<9108n9S5g911@www.netyaroze-europe.com> <910cboS$8cfl@www.netyaroze-europe.com> <910 

kuh$8cf2@www.netyaroze-europe.com> <9101d0$8cf3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-40-11.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


http: //www.netyaroze-europe.com/~imilco/ftp/nexus02b.zip 


It was only the nexus.exe baud rate that needed changing, the original 
demo's should work fine. 


I'm free to test it pretty much any time (except maybe tonight and tomorrow 
night :), so whenever you're free. 


Thanks, 
Peter 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9101d0S$8cf3@www.netyaroze-europe.com... 

> > No I havent tested it yet so that would be cool. 

> > It's no problem to change 
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v 


it to run at 57600bps. I'll make the changes to 
the files and stick them on 
the ftp, I'll post a link here. 


Vv 


cheers. Then we can arrange a time to establish the comms link. 


And thanks for the LoM info. 


Jon 


VVVVVVVVVV VV 


—-MESSAGE FILE 8240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06967 


—-MESSAGE FILE 8241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006968 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Fri, 10 Aug 2001 20:43:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9lldg4S8cf5@www.netyaroze-europe. com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
<9108n9$5g911@www.netyaroze-europe.com> <910cboS$8cfl@www.netyaroze-europe.com> <910 

kuhS$8cf2@www.netyaroze-europe.com> <9101d0S8cf3@www.netyaroze-europe.com> <910tq7S8c 
f4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-2-142.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


How about Saturday at 3pm for the test? 


—-MESSAGE FILE 8241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06968 


—-MESSAGE FILE 8242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006969 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 'Invs', new version (zip attached: 25K) 

Date: 10 Aug 2001 22:53:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 585 

Message-ID: <0Olcl2lee$dabf7cc0Sealbe4d5@pal—s—omnibook> 
NNTP-Posting-Host: nas-cbhv—-4-27-234.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi everybody, 

here's the latest version of my current project if you want to make a small 
break between two coding sessions. Note that the visual design is not final 
(let me know if you preferred the previous one!). 


pal 


—-MESSAGE FILE 8242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06969 


—-MESSAGE FILE 8243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006970 
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Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Sat, 11 Aug 2001 11:27:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9131lisS9cpl@www.netyaroze-europe.com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <9kuuac$5g97@www.netyaroze-europe 
.com> <9kuvtp$5g98@www.netyaroze-europe.com> <9kv20p$5g910@www.netyaroze-europe. com> 
<9108n9$5g911@www.netyaroze-europe.com> <910cboS$8cfl@www.netyaroze-europe.com> <910 

kuhS$8cf2@www.netyaroze-europe.com> <9101d0S8cf3@www.netyaroze-europe.com> <910tq7S8c 
f4@www.netyaroze-europe.com> <9lldg4S$8cf5@www.netyaroze-europe. com> 

NNTP-Posting-Host: ch5as13-77-248-25.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9lldg4S$8cf5@www.netyaroze-europe.com... 
> How about Saturday at 3pm for the test? 


Yep sure, see you then. 


Cheers, 
Peter 


—-MESSAGE FILE 8243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06970 


—-MESSAGE FILE 8244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006971 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) 
Date: Sat, 11 Aug 2001 12:52:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9136bdS9cp2@www.netyaroze-europe. com> 
References: <01c12leeSdabf7cc0S$ealbe4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-16-221.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Looking good, definately playing better. 


I did prefer the previous DR style graphics, but the screen seems less 
"zoomed-in' which is better. 


The millions of things that come out of the corner cause slowdown. 


Why don't the shots go straight upwards, they seem to go at slight angles 
causing the lines to have a jaggie or two each. 


All in all it's looking great, well done! 
Mattv 


—-MESSAGE FILE 8244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06971 


—-MESSAGE FILE 8245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006972 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: 'Invs', new version (zip attached: 25K) 
Date: Sat, 11 Aug 2001 14:19:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <913bc7S9cp3@www.netyaroze-europe. com> 
References: <01lc1l2leeSdabf7cc0Sealbe4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-201-136.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Yeah I like that. I like the way you can get a really good rapid fire going 
(like in Rtype)...and it's good the way the shots fountain out when you stay 
in the same place an fire rapidly. Smart. The recoil when the shots are 
fired is another nice touch! 


Jon 


—-MESSAGE FILE 8245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06972 


—-MESSAGE FILE 8246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006973 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) 
Date: Sat, 11 Aug 2001 16:19:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <913im1S9cp4@www.netyaroze-europe. com> 
References: <01lc1l2leeSdabf7cc0S$ealbe4d5@pal-s-omnibook> 
NNTP-Posting-Host: host213-1-102-36.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi pal, 


I like the idea of the game, you're probably already aware of the slowdown 
that Matt mentioned and all the messages that come up in siocons. 
Personally I prefer the graphics style of the previous version, the ships 
and the bullets looked good. 


Peter 


"pal" <pal_news@hotmail.com> wrote in message 

news: 01c1l2leeSdabf7cc0Sealbe4d5@pal-—s-omnibook... 

> Hi everybody, 

> here's the latest version of my current project if you want to make a 
small 
> break between two coding sessions. Note that the visual design is not 
final 
let me know if you preferred the previous one!). 


v 


pal 


V V V V V 


—-MESSAGE FILE 8246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06973 


—-MESSAGE FILE 8247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006974 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) *That was a buggy version, the 
correct one is here* 

Date: 11 Aug 2001 16:57:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 642 

Message-ID: <01c12286$2ecf8ac0$c52cl1lbd4@pal-—s-—omnibook> 

References: <Olcl2lee$dabf7cc0Sealbe4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: nas-cbv-5-44-197.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ok, let me apologize, I don't understand how I came to post that version. 
Here's one that works (the problem was that horde of invs relentlessly 
coming from the corner causing massive slowdown). 


Just don't shoot the box at the top before the other invs, this might 
crash. 


Thank you for your comments. The problems with the previous invaders design 
were 1) they were too big 2) they were not abstract enough, which does not 
fit the style I want for the game (they even had eyes!). I may still use 
them in another game, or use modified versions in this one. I'm not 
satisfied with the current ones either anyway. 


pal 


—-MESSAGE FILE 8247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06974 


-—-MESSAGE FILE 8248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006975 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) 
Date: Sat, 11 Aug 2001 17:59:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <91l30bcS9cp5@www.netyaroze-europe. com> 
References: <01lc12leeSdabf7cc0S$ealbe4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-199-159.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Just had a go on it ( a welcome break from my own project ). 

I think I prefered the previous version visually. 

How does the shots work ?.. I had a bit of a play and they seem to go 
straight and then the faster you shoot the more chance of a diagonal shot. 


( and the greater the angle ). is that to make hitting the target harder ? 
or to give a sort of spread effect when firing rapidly ?. 
If its for a spread effect it may look better if its less random. ie.. if 


the second shot follows the first rapidly offset by 1 unit left.. then the 
next would offset 1 to the right.. then center..left.right. If rapid enough 
a pair would fire 2 units offset etc.. so you get a sort of symetrical cone. 
did that make sense ?. Just a thought 


Its coming along nicely. You do seem to get a little slowdown when you go 
absolutely mad with the firing and cause loads of them aliens to swoop in 
from the corner but I presume thats deliberate to see how many you can get 
onscreen at once. 


Look forward to the next release :) 


John ( QuietBloke ) 


—-MESSAGE FILE 8248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06975 
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-—-MESSAGE FILE 8249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006976 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 'Invs', new version (zip attached: 25K) 


Date: Sat, 11 Aug 2001 21:07:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <91439uS9cp6@www.netyaroze-europe. com> 
References: <Olcl2leeSdabf7cc0S$ealbe4d5@pal-—s-omnibook> <91l30bcS$9cp5@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: host213-122-0-22.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> If its for a spread effect it may look better if its less random. 


bah! You're not firing fast enough John! When you really blast-up your 
finger speed you get a nice pluming fountain of shots. Faster, faster! 
He-he-he. 


Jon 


--MESSAGE FILE 8249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06976 


--MESSAGE FILE 8250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006977 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) *That was a buggy version, the 
correct one is here* 

Date: 12 Aug 2001 09:55:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01c12314$7653b540Saelbe4d5@pal—s-—omnibook> 

References: <Olcl2leeSdabf7cc0S$ealbe4d5@pal-s-omnibook> <01c12286S2ecf8ac0$c52cl1bd4@ 
pal-s-omnibook> 

NNTP-Posting-Host: nas-cbv-4-27-174.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Just don't shoot the box at the top before the other invs, this might 
> crash. 


This is a bit unclear, isn't it? 
I meant: shoot it only after all other invs are dead, if possible. (the 
supposed crash has never happened to me yet however) 


pal 


—-MESSAGE FILE 8250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06977 


—-MESSAGE FILE 8251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006978 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Urgent Help Required!!! 

Date: Sun, 12 Aug 2001 19:28:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <916ildSakhl@www.netyaroze-europe. com> 
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References: <9ktuquS$4at17@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-192-10.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Max 
Did any of our ideas help? 


Nigel 


-—-MESSAGE FILE 8251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06978 


—-MESSAGE FILE 8252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006979 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) 

Date: Sun, 12 Aug 2001 19:32:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <916i45Sakh2@www.netyaroze-europe. com> 

References: <Olcl2leeSdabf7cc0Sealbe4d5@pal-—s-omnibook> <91l30bcS$9cp5@www.netyaroze-e 
urope.com> <91439uS9cp6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-129-242 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I got the new version and I managed to get a bit of testing time in. 

Wowee.. its really looking impressive.. making me feel guilty about the 
small amount of progress I have made. 

I like the graphics.. clean.. simple.... Those trails left behind but the 
various attackers.. gives an lovely effect... With the tiny fonts and 
explosions it looks like a old game using vector graphics.. 

In fact.. if you made the aliens a little darker and set the semitrans to +1 
front and back you could get a nice overlapping effect as they pass over 
each other. 


One minus point.. The alien bombs are bit bit hard to notice.. in fact near 
on invisible.. though that might be down to my brightness/contrast. 


I havent had a chance to really give it a good battering but I havent 
experienced any problems.. though I did experience a bit of slowdown 
occasionally. 


As for my previous comment about the spread effect.. I dunno Jon.. I cant 
fire any faster.. Am I getting to old for this sort of thing ?.. anyway.. 
the latest load seems to spread better ( it was the occasional shot going 
off at a big angle which to me didnt quite seem right ). 

I'll put some time aside to give this another go later. 

T 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news:91439uS9cp6@www.netyaroze-europe.com... 

> > If its for a spread effect it may look better if its less random. 

> 

> ... bah! You're not firing fast enough John! When you really ԵԼ8ՏԵ-սք 

your 

> finger speed you get a nice pluming fountain of shots. Faster, faster! 
He-he-he. 


> 
> 
> Jon 
> 
> 
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-—-MESSAGE FILE 8252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06979 


—-MESSAGE FILE 8253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006980 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) 

Date: Sun, 12 Aug 2001 20:01:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <916j7cSakh3@www.netyaroze-europe. com> 

References: <01lc1l2leeSdabf7cc0S$ealbe4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: modem-59.carbon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Pal 


wow, nice second release!! 1 do prefer the old style invs graphics though. 
I like the nuke effects and the subliminal messages in the trails as they 
swoop down :) 


Keep up the nice work! 


Andy 


pal <pal_news@hotmail.com> wrote in message 
news:01c1l2leeSdabf7cc0Sealbe4d5@pal-—s-omnibook... 

> Hi everybody, 

> here's the latest version of my current project if you want to make a 
small 
> break between two coding sessions. Note that the visual design is not 
final 
> (let me know if you preferred the previous one!). 


> 
> 
> pal 
> 
> 


—-MESSAGE FILE 8253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06980 


-—-MESSAGE FILE 8254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006981 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Mon, 13 Aug 2001 02:19:17 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <917rn8Sakh4@www.netyaroze-europe. com> 
References: <9kuse8S5g95@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust203.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


so guys how did the trial run go? did the yaroze internet connection 
succeed? i'm curious to know, so keep us informed. 


—Omar 
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—-MESSAGE FILE 8254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06981 


-—-MESSAGE FILE 8255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006982 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Internet thingy 

Date: Mon, 13 Aug 2001 11:27:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <918ab7Sakh5@www.netyaroze-europe. com> 

References: <9kuse8$5g95@www.netyaroze-europe.com> <917rn8Sakh4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: dk9as20-212-215-13.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi Omar, 


No it didn't work. The yarozes connected okay, but the packet transfer 
failed almost straight away. This was with the 8 byte demo, I'm not sure why 
it failed yet. 

We havent tested the 34 byte demo yet, it uses a different method for 
transferring packets which should be more reliable, if slightly slower. 


I'll post here if it works. If anyone else wants to try it out let me know, 
as the more tests I can try the quicker I can solve the problems. 


Peter 


"Omar" <OMetwally7@aol.com> wrote in message 

news: 917rn8Sakh4@www.netyaroze-europe.com... 

> so guys how did the trial run go? did the yaroze internet connection 
> succeed? i'm curious to know, so keep us informed. 

> 

> -Omar 


-—-MESSAGE FILE 8255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06982 


-—-MESSAGE FILE 8256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006983 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: HomePages ? 

Date: Mon, 13 Aug 2001 20:57:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <919bg4S$bcll@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-17-137.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I see the homepage registration is still not working 
Is there any chance of it getting fixed ?.. Im getting tired of always 
having to look at the source to find out who registered the latest update. 


John ( QuietBloke ) 


—-MESSAGE FILE 8256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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06983 


—-MESSAGE FILE 8257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006984 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: How to animate Character 

Date: Tue, 14 Aug 2001 10:24:05 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <919ju8Sbc12@www.netyaroze-europe.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Sorry for some basic questions,but this is the only place to ask. 


Ok im looking to make a lil demo, kinda platform game, id liek to know if 
anyone has some tutes or code that shows how to animate a character, eg 
someone walking along a flat surface, ive seen a few demos where the 
graphics are contained in one image, and you kinda jump to the next frame in 
the image. Also id liek to make the background change as the character 
walks along, so if anyone can help with this basic example it would sure 
help alot!. 


thanks guys 


Greg 


—-MESSAGE FILE 8257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06984 


-—-MESSAGE FILE 8258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006985 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to animate Character 

Date: Mon, 13 Aug 2001 19:56:41 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <919p13Sbc13@www.netyaroze-europe. com> 
References: <919ju8Sbc12@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust191.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


say you have 5 frames of animation you want to cycle through to make the 
character look like he is walking. if you are using sprites, you can have 
all of the 5 images saved under one bitmap, and then convert that to a TIM. 
then you can send a different image to the OT every few frames. to 
initialise several GsSPRITEs from your mega tim with all the frames, just 
change the u and v values (kinda like relative x and y coordinates on the 
bitmap). i think there is a more robust way to do animation on 2D, but 
sorry i have never written a 2D game. this should work okay with small 
animations that don't require a lot of frames. i think i saw something on 
one of the SCEI pages that has a better way of animation sprites, but you 
can try what i suggested for now if you are in a hurry. 


if you were doing this with a TMD, it would be much easier, since Craig 
Graham wrote an excellent utility called rsdanim which you can use to 
manipulated the vertices of a TMD. 


to scroll the background, check out the tutorials written by George Bain on 
the SCEE site and there is one section on parallax scrolling, starfield 
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scrolling, horizontal scrolling, and all that stuff. 


good luck, 


—Omar 


--MESSAGE FILE 8258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06985 


--MESSAGE FILE 8259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006986 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ten bytes bug in gcc? 

Date: 14 Aug 2001 11:09:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01c124b1$16cc8cc0$LocalHost @pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-6-10-2.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I came across the following weird thing. I think I remember seeing it 
mentionned on the ng, but I can't find back where. Here's the thing: the 
following program crashes. 


#include <stdio.h> 
unsigned char test[10]; 
int main() { 
printf ("0k.\n"); 
exit (0); 
} 


It seems to be related to the size of the array, as changing it can make 
the thing work. Adding another declaration (eg "unsigned char test2[2];") 
does not prevent the crash (I tried this because i suspected something to 
do with alignment). Does anybody understand this? 


note: compiled with 
gcc -Wall -Werror -W Test.c -O -Xlinker -Ttext -Xlinker 80090000 -օ 
Test .pxe 


pal 


—-MESSAGE FILE 8259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06986 


—-MESSAGE FILE 8260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006987 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) [long] 
Date: 14 Aug 2001 11:09:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <01c124b1$2909bd40SLocalHost @pal-—s-—omnibook> 
References: <01lc1l2leeSdabf7cc0S$ealbe4d5@pal-—s-omnibook> 
NNTP-Posting-Host: nas-cbv-6-10-2.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi everybody, thank you for your encouragements, it's really good to know 
you like the game, and overall that you even bothered to play it! I will 
write my answers to all your comments together here so as not to clutter 
the thread. As you'll see, I'm looking forward for more advice! 


Everybody seems to prefer the previous graphics. I don't know how I'll sort 
that out! I assume you all meant the sprites, but if you meant the 
explosions please let me know (I think I'll put a mix of the old and new 
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ones. The new ones are more "fry them", the old ones cluttered the screen 
too much). Peter, you mentionned the bullets, do you mean the Player's or 
the Invs', or both? I feel the Invs' were not good, and the Player's were 
too big, what do you think? 

The old sprites and expls looked zoomed-in, as Matt pointed out, and I 
cannot go hi-res because of the trail effect which needs a whole 
screensized vram buffer. 

The fountain shot effect has no particular purpose, it's just for fun 
(though it might reveal useful in some special levels). I understand it's a 
bit weird because at small angles it is definitely not smooth (but I wanted 


that small angle as a hint so that you can guess that you can 
fountain-shoot). Please tell me if this is too disturbing... 


The angle is determined as you guessed John, but I don't think it makes 
targeting harder, rather easier actually, what do you think? The idea 
originated from the "last invader frustration" where you have just one 
invader left and have trouble getting rid of it, but finally this is 
already solved by the no-fire-limit. I prefer the angle randomized, what do 
you others think? 


As John suggested I'm planning to make the invs a little darker depending 
on their state but I'm not sure about them being transparent... I might 
give it a try. 


Has anybody other than John experienced bombs low-visibility? I love the 
current dark blue bombs and on my tv they're just fine, and I would not be 
happy to change them but then, the game has to be playable ;)... Would it 
be unacceptable to warn the player on the title screen (eg "If you don't 
see the blue things here [...] please adjust your brightness/contrast 
settings")? (any Sony guys advice particularly welcome) 


Andy, I'm glad you noticed the trail messages! I was not sure as whether to 
leave them, but as you liked them, they will stay there. Were you able to 
actually read them? 


Slowdown: I hope nobody experienced slowdowns in the non-buggy release, as 
I can't get any myself. John, you mentionned slowdown, was it that you felt 
it or that you got a siocons message about it? Normally any slowdown is 
detected via a vsync callback function, so if there is no message I assume 
there is no real slowdown (note that wrong messages are issued when the 
game is paused and at the title screen). I did feel like there was slowdown 
in waves 2/3 when the small invs come in place, but actually that's just 
because they're slow. 


Nobody complained about the font size in the title and pause screen... is 
it really ok or were you all assuming that it will change? 


Didn't you feel the game is too easy (ignoring the player's current 
invicibility, of course)? The invs don't have a chance to even attack when 
you're shooting fast enough (and I know you are, Jon!). Of course this will 
change in later levels, but I'm already interested in your feelings, to 
help design the difficulty curve. 


Did anybody experience crashing, or error messages other than slowdown? 


pal 


—-MESSAGE FILE 8260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
06987 


—-MESSAGE FILE 8261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0006988 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Tue, 14 Aug 2001 15:46:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 
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glish/000 


english/0 
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Message-ID: <9lbdjvSds71@www.netyaroze-europe. com> 
References: <01c124b1$16cc8cc0$LocalHost @pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-121-40.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Have you tried test as 8, 16 and 512 characters? 


—-MESSAGE FILE 8261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06988 


—-MESSAGE FILE 8262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006989 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) [long] 

Date: Tue, 14 Aug 2001 19:03:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <9lbp0aSfiol@www.netyaroze-europe. com> 

References: <0O1lc1l2leeSdabf7cc0Sealbe4d5@pal-s-omnibook> <01c124b1$2909bd40SLocalHost 
@pal-—s-omnibook> 

NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


BANZAI 
DONT SHOOT ME 


WE COME IN PEACE 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c124b1$2909bd40SLocalHost@pal-—s-omnibook... 

> Hi everybody, thank you for your encouragements, it's really good to know 
you like the game, and overall that you even bothered to play it! I will 
write my answers to all your comments together here so as not to clutter 
the thread. As you'll see, I'm looking forward for more advice! 


Everybody seems to prefer the previous graphics. I don't know how I'll 
Ort 

that out! I assume you all meant the sprites, but if you meant the 
explosions please let me know (I think I'll put a mix of the old and new 
ones. The new ones are more "fry them", the old ones cluttered the screen 
too much). Peter, you mentionned the bullets, do you mean the Player's or 
the Invs', or both? I feel the Invs' were not good, and the Player's were 
too big, what do you think? 


The old sprites and expls looked zoomed-in, as Matt pointed out, and I 
cannot go hi-res because of the trail effect which needs a whole 
screensized vram buffer. 


The fountain shot effect has no particular purpose, it's just for fun 


VYUVVVVVVVVV VV VV DVVV VV 


(though it might reveal useful in some special levels). I understand it's 
bit weird because at small angles it is definitely not smooth (but I 
wanted 


that small angle as a hint so that you can guess that you can 
fountain-shoot). Please tell me if this is too disturbing... 


The angle is determined as you guessed John, but I don't think it makes 
targeting harder, rather easier actually, what do you think? The idea 
originated from the "last invader frustration" where you have just one 
invader left and have trouble getting rid of it, but finally this is 
already solved by the no-fire-limit. I prefer the angle randomized, what 


VV VV VV V V 
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օ 


you others think? 


As John suggested I'm planning to make the invs a little darker depending 
on their state but I'm not sure about them being transparent... I might 
give it a try. 


Has anybody other than John experienced bombs low-visibility? I love the 
current dark blue bombs and on my tv they're just fine, and I would not be 
happy to change them but then, the game has to be playable ;)... Would it 
be unacceptable to warn the player on the title screen (eg "If you don't 
see the blue things here [...] please adjust your brightness/contrast 
settings")? (any Sony guys advice particularly welcome) 


Andy, I'm glad you noticed the trail messages! I was not sure as whether 


օ 


leave them, but as you liked them, they will stay there. Were you able to 
actually read them? 


Slowdown: I hope nobody experienced slowdowns in the non-buggy release, as 
I can't get any myself. John, you mentionned slowdown, was it that you 
felt 

> it or that you got a siocons message about it? Normally any slowdown is 

> detected via a vsync callback function, so if there is no message I assume 
> there is no real slowdown (note that wrong messages are issued when the 


VVVVVEVVVVVV VV VV VV VV 


> game is paused and at the title screen). I did feel like there was 
slowdown 

> in waves 2/3 when the small invs come in place, but actually that's just 
> because they're slow. 

> 

> Nobody complained about the font size in the title and pause screen... is 
> it really ok or were you all assuming that it will change? 

> 

> Didn't you feel the game is too easy (ignoring the player's current 

> invicibility, of course)? The invs don't have a chance to even attack when 
> you're shooting fast enough (and I know you are, Jon!). Of course this 
will 

> change in later levels, but I'm already interested in your feelings, to 

> help design the difficulty curve. 

> 

> Did anybody experience crashing, or error messages other than slowdown? 

> 

> 

> pal 

> 


—-MESSAGE FILE 8262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06989 


—-MESSAGE FILE 8263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006990 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Tue, 14 Aug 2001 14:09:11 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9lbptgSfio2@www.netyaroze-europe. com> 
References: <01c124b1$16cc8cc0$LocalHost @pal-—s-—omnibook> 
NNTP-Posting-Host: 1Cust102.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


i'm not sure why that piece of code would not work, but if you were using it 
in a game, you might want to make it unsigned char test[11] instead so that 
the last one is NULL value. i think this is only with type "char" arrays 
that you need to leave one extra to hold a null value. i think i remember 
reading about something like that. but its a total guess. if the whole 
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program was just what you listed, then i'm really not sure. 
i'm sure that what Jon said is right. 


—Omar 


—-MESSAGE FILE 8263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06990 


-—-MESSAGE FILE 8264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006991 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Tue, 14 Aug 2001 14:28:50 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9lbqqfSfio3@www.netyaroze-europe.com> 
References: <01c124b1$16cc8cc0$LocalHost@pal-—s-—omnibook> 
NNTP-Posting-Host: 1Cust102.tnt1.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


try replacing "exit" with "return" so that you are returning a value for int 
main. 


—Omar 


—-MESSAGE FILE 8264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06991 


—-MESSAGE FILE 8265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006992 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: 14 Aug 2001 21:58:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01c1250b$c7e92d60$501ce4d5@pal-—s-—omnibook> 

References: <01c124b1$16cc8cc0$LocalHost@pal-s-omnibook> <9lbptg$fio2@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: nas-cbv-2-28-80.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Omar <OMetwally7@aol.com> wrote in article 
<9lbptg$fio2@www.netyaroze-europe.com>... 

><snip>you might want to make it unsigned char test[11] instead so that 
> the last one is NULL value. 

><snip> 


Standard libraries string functions (such as printf, scanf, strlen...) 
require and produce strings of chars ended by '\0'; and string constants 
end with '\0O'. This is the reason why strings usually end with an '\0O'. But 
here the array is not meant as a string, it's just a piece of memory. 


The type char/unsigned char is always 8bit wide, this is why I use it in 
the example, so as to be sure of the physical size of the array. Originally 
I encountered the problem with a ten-byte struct. 

In the faulty code no use is made of the array, the declaration suffices to 
cause the crash, this is the weird thing. 


pal 
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—-MESSAGE FILE 8265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06992 


—-MESSAGE FILE 8266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006993 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: 14 Aug 2001 22:10:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c1250d$76401bc0$501ce4d5@pal-—s-—omnibook> 

References: <01c124b1$16cc8cc0$LocalHost@pal-s-omnibook> <9lbdjv$ds71@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: nas-cbv-2-28-80.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Mmh... I'll try that, but what will be the explanation? 


Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in article 
<9lbdjv$ds71@www.netyaroze-europe.com>... 
> Have you tried test as 8, 16 and 512 characters? 


-—-MESSAGE FILE 8266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06993 


-—-MESSAGE FILE 8267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006994 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) [long] 

Date: 14 Aug 2001 22:14:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c1250dSfd9fdec0$501ce4d5@pal-—s-—omnibook> 

References: <01lcl2leeSdabf7cc0Sealbe4d5@pal-s-omnibook> <01c124b15$2909bd40SLocalHost 
@pal-s-omnibook> <9lbp0aSfiol@www.netyaroze-europe.com> 

NNTP-Posting-Host: nas-cbhv-2-28-80.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wow, I really thought it was more difficult! Even using the pause, I had 
trouble checking that the text was properly written... 


pal 


Kenny Millar <yaroze@ntlworld.com> wrote in article 
<9lbp0aS$fiol@www.netyaroze-europe.com>... 
> BANZAI 


> 
> DONT SHOOT ME 

> 

> WE COME IN PEACE 


—-MESSAGE FILE 8267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06994 


-—-MESSAGE FILE 8268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006995 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Tue, 14 Aug 2001 23:55:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9lca91$fio4@www.netyaroze-europe. com> 

References: <01c124b1$16cc8cc0$LocalHost@pal-s-omnibook> <9lbdjv$ds71@www.netyaroze-— 
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europe.com> <01c1250d$76401bc0$501ce4d5@pal-s-—omnibook> 
NNTP-Posting-Host: host213-122-71-238 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Well I suppose it would mean that there's some sort of alignment bug in the 
compiler you're using. 
If you could get a linker map that would be interesting -- you might see the 
global variable over-lapping the routine or something. 


Jon 


—-MESSAGE FILE 8268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06995 


—-MESSAGE FILE 8269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006996 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Wed, 15 Aug 2001 10:32:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3B7A41C2.B4C5098E@127.0.0.1> 

References: <01c124b1$16cc8cc0$LocalHost@pal-s-omnibook> <9lbdjv$ds71@www.netyaroze-— 
europe.com> <01c1250d$76401bc0$501ce4d5@pal-s-—omnibook> 

NNTP-Posting-Host: 213.199.144.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


I'm sure I've seen this behaviour on the version of gcc I use to compile 
for Yaroze, it is indeed an alignment issue, more with the MIPS cpu than 
anything else, global data needs to be 32 bits wide, so I suspect that 
changed your buffer to 12 bytes will sort everything out. Note that 
adding a dummy buffer of 2 bytes won't fix it, as that just creates a 
new buffer, rather than use the spare 2 bytes from the first buffer.. a 
quick diagram is in order. 


you had 


unsigned char mybuffer[10]; 
unsigned char dummy[2]; 
void main() 

{ 

} 


as it comes out of the compiler it may well look like; 


mybuffer: [reserve 4 bytes] 
[reserve 4 bytes] 
[reserve 2 bytes] 
dummy: [reserve 2 bytes] 
main: [some code] 


the problem is, as far as I remember, is that neither of the labels 
dummy: or main: occur ona 4 byte 

boundary, and the bug is that gas (the Gnu assembler) doesn't correct 
for this, and so the code produced 

will cause an execption for the MIPS cpu, which is expecting things to 
be 32bit aligned. 


M. 


pal wrote: 
> 
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Mmh... I'll try that, but what will be the explanation? 


Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in article 
<9lbdjv$ds71@www.netyaroze-europe.com>... 

> Have you tried test as 8, 16 and 512 characters? 

—-MESSAGE FILE 8269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06996 


V V V V V 


--MESSAGE FILE 8270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006997 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: 15 Aug 2001 09:56:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <01c12570$15068c00$a708e4d5@pal-—s-—omnibook> 

References: <01c124b1S$16cc8cc0$SLocalHost@pal-—s-omnibook> <9lbdijv$ds71@www.netyaroze- 
europe.com> <01c1250d$76401bc0$501ce4d5@pal-—s-omnibook> <3B7A41C2.B4C5098E@127.0.0.1 
> 
NNTP-Posting-Host: nas-—cbv-6-8-167.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Majik <majik@127.0.0.1> wrote in article <3B7A41C2.B4C5098EH@127.0.0.1>... 


<snip> 

> mybuffer: [reserve 4 bytes] 

> [reserve 4 bytes] 

> [reserve 2 bytes] 

> dummy: [reserve 2 bytes] 

> main: [some code] 

> 

> the problem is, as far as I remember, is that neither of the labels 
> dummy: or main: occur ona 4 byte 

> boundary 


Ok so I agree that the problem must be caused by bad alignment of main. 
However, in your example, doesn't main == mybuffer + 12bytes? Then main is 
4byte-aligned. dummy is not, but as it's not used, it's okay. 


If main is not 4-byte aligned, then there have to be some filling bytes 
between mybuffer and dummy (or dummy and main), but then these bytes cannot 
have been reserved other than for alignment, can they? Then dummy would 
have undergone alignment, but main would not, which is rather unfair 
behaviour (esp. considering that code is usually more sensitive to 
alignment). 


Anyway, I can't understand how such a bug would not cause much more 

havoc... any data not properly sized should cause the following functions 
to crash, shouldn't it (as I said, it occurred to me with a struct, and I 
guess there are a lot of structs out there that are not 4byte multiples)? 


pal 


—-MESSAGE FILE 8270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06997 


—-MESSAGE FILE 8271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006998 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Wed, 15 Aug 2001 11:12:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3B7A4B22.F0AB3595@127.0.0.1> 

References: <01c124b1$16cc8cc0$LocalHost@pal-—s-omnibook> <9lbdjv$ds71@www.netyaroze-— 
europe.com> <01c1250d$76401bc0S501ce4d5@pal-—s-omnibook> <3B7A41C2.B4C5098E@127.0.0.1 
> <01c12570$15068c00Sa708e4d5@pal—s-—omnibook> 
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NNTP-Posting-Host: tidel36.microsoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept—-Language: en 


pal wrote: 

> Ok so I agree that the problem must be caused by bad alignment of main. 

> However, in your example, doesn't main == mybuffer + 12bytes? Then main is 
> 4byte-aligned. dummy is not, but as it's not used, it's okay. 

it's not so much as being used or not, its more the fact that it exists 

that causes a bug 

in the compilation. 


It was a fair number of years ago that I sat and stared at some code 
that crashed the PSX but looked ok, before I 'discovered' that making 
things 4byte aligned sorted it all out, I'll do another analysis of the 
problem tonight and post my results then, for those that are interested. 


Anyway, I can't understand how such a bug would not cause much more 
havoc... any data not properly sized should cause the following functions 
to crash, shouldn't it (as I said, it occurred to me with a struct, and I 
guess there are a lot of structs out there that are not 4byte multiples)? 
well, I automatically code to 4 byte boundaries now, because I have seen 
too many compilers that 

can't cope with this sort of thing. I guess everyone else does too, 

though interestingly enough this isn't a problem for x86 machines... 
they're still intrinsically 8bit CPUs! 


> 
> 
> 
> 


M. 
--MESSAGE FILE 8271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06998 


--MESSAGE FILE 8272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0006999 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Wed, 15 Aug 2001 14:04:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9ldsluSfio5@www.netyaroze-europe.com> 
References: <919bg4Sbc11l@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-194-113.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Is there any chance of it getting fixed ?.. 


I too would very much appreciate it if it could be fixed, PLEEEEEAAAASE 


—-MESSAGE FILE 8272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
06999 


—-MESSAGE FILE 8273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007000 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Wed, 15 Aug 2001 16:13:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9le3j1Sfio6@www.netyaroze-europe. com> 

References: <01c124b1$16cc8cc0$LocalHost@pal-—s-omnibook> <9lbdjv$ds71@www.netyaroze-— 
europe.com> <01c1250d$76401bc0S501ce4d5@pal-—s-omnibook> <3B7A41C2.B4C5098E@127.0.0.1 
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> <01¢c12570$15068c00$a708e4d5@pal-—s-omnibook> <3B7A4B22.F0AB3595@127.0.0.1> 
NNTP-Posting-Host: host213-122-73-135.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I had a problem once that took me a couple of days to sort-out, I was 
passing an SVECTOR to a routine (somthing like ApplyMatrix but I can't 
remember for sure) and it was crashing.... in the end I found that it was 
because the SVECTOR had an address that was not divisable by 4 (but it was 
divisable by 2 -- it wasn't an 'odd address'). No one beleived me when I 
posted it on the news group but I tested it until the cows came home putting 
the structure at different addresses and that was definately the problem as 
far as I'm concerned. 


Actually all the structures supplied by Sony that I've checked have a size 
that is divisable by 4... and I checked quite a lot of them after I'd had 
that bug, and now I also always make sure that all the fields in my 
structures are arranged to start on 4 byte boundries (unless a field has a 
size of less than 4 bytes anyway), and I make sure that the size of all my 
structures are divisable by 4. 


By the way in CW there are some pragmas that you can use to force alignment 
at various points perhaps your compiler recognises them too -- they might be 
useful if you ever suspect the the compiler being incompetent. 


Jon 


—-MESSAGE FILE 8273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07000 


—-MESSAGE FILE 8274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007001 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 'Invs', new version (zip attached: 25K) [long] 

Date: Thu, 16 Aug 2001 00:16:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9levtaSnhml@www.netyaroze-europe. com> 

References: <Olcl2leeSdabf7cc0Sealbe4d5@pal-—s-omnibook> <01c124b1$2909bd40$SLocalHost 
@pal-—s-omnibook> 

NNTP-Posting-Host: host213-122-108-152.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Re the slowdown. Yeap.. I definately get it.. all I did was shoot like a 
loony trying to hit everything as it swoops on screen. And siocons has 
"Error Slowdown 21.' fly by. Its Jon's fault for suggesting I fire faster 
<grin>. 


And Kenny.. you got good eyesight to read the messages !.. I thought I 
glimpsed letters in there but I thought it was down to it being late and my 
eyes playing tricks... still.. it must work because I kept getting this 


overwhelming urge to pause the game and switch channels to see if Banzia was 
on <grin> 


John ( QuietBloke ) 


—-MESSAGE FILE 8274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07001 


—-MESSAGE FILE 8275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007002 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ten bytes bug in gcc? 

Date: Thu, 16 Aug 2001 10:15:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <3B7B8F49.3CBC7A2D@127.0.0.1> 

References: <01c124b1$16cc8cc0$LocalHost@pal-—s-omnibook> <9lbdjv$ds71@www.netyaroze-— 
europe.com> <01c1250d$76401bc0S501ce4d5@pal-—s-omnibook> <3B7A41C2.B4C5098E@127.0.0.1 
> <01c12570$15068c00Sa708e4d5@pal-—s-—omnibook> <3B7A4B22.F0AB3595@127.0.0.1> Հ9163315 
fio6@www.netyaroze-europe.com> 

NNTP-Posting-Host: 213.199.144.166 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Right, I've done some more research on this (been a while since I did 
any assembly) 


it is, of course, the fact that the buffer size is not divisable by 4. 
So anyone reading this 
thread wondering what the probelm was can rest easy now. 


Now I'll have a 2nd attempt at explaining what is going wrong. 
Consider; 


char mybuffer[10]; 
char dummy[2]; 
void main(void) 

{ 

} 


The problem is not, as I thought, the fact that this causes the code to 
appear on unaligned boundaries, 

in fact the code segment of the executable appears BEFORE the global 
data sections! So what is going wrong. 


Well it looks like it's a problem in libps, or which ever piece of code 
it is that's responsible for 
assigning the actual memory that mybuffer[] and dummy[] get compiled to. 


When it get's compiled the data sections look like 


mybuffer: 

-comm 10, 0 
dummy : 

-comm 2, 0 


these actually get compiled to different data sections (I assume because 
one of them is unused) and that's why the extra 2 bytes doesn't fix 
things - if it had been accessed then it probably would. 


"Jon Prestidge (Jon@surfed.to)" wrote: 

> By the way in CW there are some pragmas that you can use to force alignment 
> at various points perhaps your compiler recognises them too -- they might be 
> useful if you ever suspect the the compiler being incompetent. 

Looking at the build options for gcc, I think you can make it do this 

aswell. I don't know about anyone else but I'm using a build of gcc I 
compiled on my Linux machine, targeted at mipsel-ecoff and so all the 
alignment options (which I never touched) are probably still keyed to 

x86, and as I mentioned earlier x86 still works on 8 bit units. 

Whether or not there are pragmas to force the correct behaviour in gcc 
remains to be seen. 


M. 
—-MESSAGE FILE 8275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07002 
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-—-MESSAGE FILE 8276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007003 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Thu, 16 Aug 2001 11:58:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <91g954Snhm3@www.netyaroze-europe. com> 
References: <9kpcjuSqtbl4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-11-187.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


Drum n Race uses the memory card functions (although whether they still work 
i dont know!) although i can't claim i wrote them i know they did work and i 
made them in CW.. although i cant run the mem card stuff from PSComutil 
without a hang it worked under siocons which i cant use anymore =( 

If you want to see the code email me. 

Chris 


—-MESSAGE FILE 8276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07003 


—-MESSAGE FILE 8277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007004 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 3D FIle Formats - Need Help! 

Date: Thu, 16 Aug 2001 15:35:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9lglsaSnhm4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-6.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey all, 


Does anyone know what data the TOD file format holds?? I have textures and 
animations I have done in MilkShape 3D but it does not have a TOD exporter 
so I may have to write my own unless someone can point me out to a 
.obj/.3ds/.lwo/.asc to .tod converter. Also do all the fomats I mentions 
hold texture and animation data? How would I store the separate animations 
in the .obj/.3ds/.lwo/.asc file in the package? 


How are separate animations stored in the .TOD files - i.e. I want about 3-4 
animations per character but I'm not sure how this would be arranged in the 
file (or how I would access them). I have downloaded the .tod file 
descriptor from the NY server and I have the sample program on the demos 
section. Its for MonkyRegs and basically my knowledge is very limited in the 
animation of models. 


Any help is VERY appreciated!!! 
Thanks, Max. 


P.S. I put this on the Yarozescene BBS as well, sorry if your sick of seeing 
my messages :) 


—-MESSAGE FILE 8277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07004 
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--MESSAGE FILE 8278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007005 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D FIle Formats - Need Help! 

Date: Thu, 16 Aug 2001 16:28:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9lgp0aSnhm5@www.netyaroze-europe. com> 
References: <9lglsaSnhm4@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-47-213.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


There are certainly 3ds and lw converters available, can't remember off hand 
where but I have them somewhere :) 


The 3ds format cetainly holds the texture and animation data, the .lwo 
format only holds the object and texture data so if you wanted to convert 
the animation as well you would need to reference the .lws file as well, for 
the .lwo & .lws format go to www.newtek.com and go to the developers section 
the file formats are there to download... actually I've just checked and 
becuase they are rebuilding there site it isn't available at the moment... 
instead you could try Ernie Wrights page at http://members.home.net/erniew/ 
that has the sdk you need ... his page has other details you might need as 
well, like motion file information stuff like that. 


Not sure how you would store the seperate animations in Milkshake but LW is 
quite nice because you model it then take it into layout to animate it, you 
can animate a walk cycle, jump cycle etc. and reference the keyframes or 
there is a new feature LW now has Motion Mixer which allows you to mix 
seperate animations so the walk cycle flows into the jump etc. very nice... 
not sure if that would help you at all. 


I've never found much information on the .3ds file format, I did have it a 
while ago and know I've got it backed up somewhere, I'll let you know if I 
come across it, the .max fileformat is closed AFAIK, they like you to write 
utilities within the Max program that exports your data, there might even be 
one for .tod but it depends on the version of 3DS Max because they change 
the plugin format with every release the old plugins (normally) don't work. 


Hope that helps but I don't suppose it does 


Nigel 


—-MESSAGE FILE 8278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07005 


—-MESSAGE FILE 8279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007006 

Path: chuka.playstation.co.uk!news 

From: "Webmaster" <webmaster@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Thu, 16 Aug 2001 16:35:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9lgppgSnhm6@www.netyaroze-europe. com> 

References: <919bg4S$bcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 43.193.234.96 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Fixed 
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(well, the old one was totally busted, so i've made a replacement) 


Thanks 
Webmaster 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ldsluS$fio5@www.netyaroze-europe.com... 

> > Is there any chance of it getting fixed ?.. 

> 


> I too would very much appreciate it if it could be fixed, PLEEEEEAAAASE 
> 
> 


—-MESSAGE FILE 8279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07006 


-—-MESSAGE FILE 8280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007007 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Thu, 16 Aug 2001 19:12:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <91lh2ia$17h1l@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-105-207.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Fixed 
> 


> (well, the old one was totally busted, so i've made a replacement) 


Thankyou v. muchly ! 


—-MESSAGE FILE 8280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07007 


—-MESSAGE FILE 8281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007008 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Thu, 16 Aug 2001 19:41:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <91h4b2$17h2@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-013-0021.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Excellent, cheers! You is da man. 


"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 
news: 9lgppg$Snhm6@www.netyaroze-europe.com... 
Fixed 
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(well, the old one was totally busted, so i've made a replacement) 


Thanks 
Webmaster 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9ldsluS$fio5@www.netyaroze-europe.com... 

> > Is there any chance of it getting fixed ?.. 

> 

I too would very much appreciate it if it could be fixed, PLEEEEEAAAASE 


> 
> 
> 


—-MESSAGE FILE 8281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07008 


—-MESSAGE FILE 8282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007009 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Thu, 16 Aug 2001 21:45:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9lhbciS17h3@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-164-208.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Thanks Mr Webmaster! 


—-MESSAGE FILE 8282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07009 


—-MESSAGE FILE 8283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007010 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D FIle Formats - Need Help! 

Date: Thu, 16 Aug 2001 22:48:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <91hf83S17h4@www.netyaroze-europe.com> 

References: <9lglsaSnhm4@www.netyaroze-europe.com> <9lgp0aSnhm5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-375.alakazam.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Sorry; It doesn't - I'm sorry to be so blunt :) but thanks very much for the 
advice anyway I might check it up if nothing else turns up. 


I really need to know IF there is a little program (perhaps comand line DOS) 
that will convert .3ds models with textures and animations to .tod 
animations formats AND where to find it. If not I will have to code my own. 
I don't need the .lwo and .lws descriptors as I don't want to go anywhere 
near them unless I really have to (i.e. the .3ds file does not contain what 
I want and will not convert). 
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I have been toying with RSD Anim but to have a textured model imported you 


of course have to texture it first and texturing is hell in RSDTool (unless 
anyone can suggest a better tool???). I have an animated and textured model 
(its taken me a while as its my first animated model) all I want to be able 


to do is to convert it straight to .tod with the textures and animations so 
that I can use it straight away... am I dreaming or is there a tool that 
does this??? 


Please help! 
Max 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 9lgp0aSnhm5@www.netyaroze-europe.com... 

> There are certainly 3ds and lw converters available, can't remember off 
hand 

> where but I have them somewhere :) 


> 

> The 3ds format cetainly holds the texture and animation data, the .lwo 

> format only holds the object and texture data so if you wanted to convert 
> the animation as well you would need to reference the .lws file as well, 
for 

> the .lwo & .lws format go to www.newtek.com and go to the developers 
section 

> the file formats are there to download... actually I've just checked and 
> becuase they are rebuilding there site it isn't available at the moment... 
> instead you could try Ernie Wrights page at 
http://members.home.net/erniew/ 


> that has the sdk you need ... his page has other details you might need as 
> well, like motion file information stuff like that. 

> 

> Not sure how you would store the seperate animations in Milkshake but LW 


is 

> quite nice because you model it then take it into layout to animate it, 
you 

> can animate a walk cycle, jump cycle etc. and reference the keyframes or 
> there is a new feature LW now has Motion Mixer which allows you to mix 

> seperate animations so the walk cycle flows into the jump etc. very 
nice... 

> not sure if that would help you at all. 


I've never found much information on the .3ds file format, I did have it a 
while ago and know I've got it backed up somewhere, I'll let you know if I 
come across it, the .max fileformat is closed AFAIK, they like you to 


> utilities within the Max program that exports your data, there might even 


> one for .tod but it depends on the version of 3DS Max because they change 
> the plugin format with every release the old plugins (normally) don't 


Hope that helps but I don't suppose it does 


Nigel 


—-MESSAGE FILE 8283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07010 


—-MESSAGE FILE 8284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007011 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3D FIle Formats - Need Help! 

Date: Thu, 16 Aug 2001 22:59:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9lhft0$17h5@www.netyaroze-europe. com> 

References: <9lglsaSnhm4@www.netyaroze-europe.com> <9lgp0aSnhm5@www.netyaroze-europe 
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.com> <91hf83S17h4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-180-36.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Okay 


http://www.netyaroze-europe.com/~c_graham/ RSDAnim, The best 3D animator 
100% dedicated to doing Playstation character animation. Support for skinned 
animations (like dino demo), bones, MIMe, RSD, TIM, TMD, 3DS / 3DS Max 
import, texture wrapping, Direct3D, Win95/98 only. 


http://www.netyaroze-europe.com/~jasons07/ Added TOD tutorial and TOD 
examples 


http://www.netyaroze-europe.com/~javier/ 3D Studio MAX 3.x - RSD Exporter 
Plug-In 


Nigel 
www.100Tinsoldiers.com 


—-MESSAGE FILE 8284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07011 


—-MESSAGE FILE 8285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007012 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Fri, 17 Aug 2001 00:00:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9lhjat$S17h6@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-179-222 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Wonderful ! 
Apologies if I sounded a bit rude in the original post. 
Many thanx 


John ( QuietBloke ) 
"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 


news: 9lgppgSnhm6@www.netyaroze-europe.com... 
> Fixed 


(well, the old one was totally busted, so i've made a replacement) 


Thanks 
Webmaster 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ldsluS$fio5@www.netyaroze-europe.com... 

> > Is there any chance of it getting fixed ?.. 

> 


> I too would very much appreciate it if it could be fixed, PLEEEEEAAAASE 
> 
> 


VVVVVVVVVVVVVV VV 
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—-MESSAGE FILE 8285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07012 


—-MESSAGE FILE 8286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007013 

Path: chuka.playstation.co.uk!news 

From: "Webmaster" <webmaster@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Fri, 17 Aug 2001 09:43:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9lim0a$17h7@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe.com> <9lhbci$17h3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.96 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Miss Webmaster if you don't mind :) 
(Confusing I know, but I inherited the title) 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9lhbciS$17h3@www.netyaroze-europe.com... 

> Thanks Mr Webmaster! 

> 

> 


—-MESSAGE FILE 8286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07013 


-—-MESSAGE FILE 8287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007014 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Fri, 17 Aug 2001 10:00:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9limilS17h8@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe.com> <9lhbci$17h3@www.netyaroze-europe. com> 
<9lim0a$17h7@www.netyaroze-europe.com> 

NNTP-Posting-Host: visdundee.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Hold on.. surely 
Miss Webmistress 


Bob 
bob@shand.org.uk 


PS - The doesn't look like it is spelt right 


"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 
news: 9lim0a$17h7@www.netyaroze-europe.com... 

> Miss Webmaster if you don't mind :) 

> 

> (Confusing I know, but I inherited the title) 
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—-MESSAGE FILE 8287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07014 


—-MESSAGE FILE 8288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007015 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Fri, 17 Aug 2001 14:42:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <917j6v6S17h9@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe.com> <9lhbci$17h3@www.netyaroze-europe. com> 
<9lim0a$17h7@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-160-70.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


ooops, Sorry! 


—-MESSAGE FILE 8288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07015 


—-MESSAGE FILE 8289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007016 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Robot Ron OPM - New Game 

Date: Fri, 17 Aug 2001 17:39:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9ljhcaS9aql@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-116-194.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Robot Ron is now available on my yaroze space: 
http://www.netyaroze-europe.com/~frkt1lx/ 


Lots of improvements from the last version: 
- digital pad support 

- talking bosses 

— score multiplier 

— better GFX and SFX 


You also get a authentication code for your scores, www.yarozescene.co.uk 
will be displaying the 5 best 


Mattv 


—-MESSAGE FILE 8289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07016 


—-MESSAGE FILE 8290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007017 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 
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Date: Fri, 17 Aug 2001 18:31:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <91jke4S9aq2@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppg$nhm6@www.netyaroze-europe.com> <9lhbci$17h3@www.netyaroze-europe. com> 
<9lim0a$17h7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-199-45.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


What are the chances of having a surname like that AND having a job 
maintaining a website ? 


The odds must be huge ! 


John ( QuietBloke ) 


"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 
news: 9lim0a$17h7@www.netyaroze-europe.com... 
> Miss Webmaster if you don't mind :) 


(Confusing I know, but I inherited the title) 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9lhbciS$17h3@www.netyaroze-europe.com... 

> Thanks Mr Webmaster! 

> 

> 


VVVVVVVV VV 


-—-MESSAGE FILE 8290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07017 


—-MESSAGE FILE 8291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007018 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HomePages ? 

Date: Fri, 17 Aug 2001 18:53:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <91j1ttS9%aq3@www.netyaroze-europe. com> 

References: <919bg4Sbcll@www.netyaroze-europe.com> <9ldsluSfio5@www.netyaroze-europe 
.com> <9lgppgSnhm6@www.netyaroze-europe.com> <9lhbciS$17h3@www.netyaroze-europe. com> 
<9lim0a$17h7@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-012-0043.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Oops, I apologise for referring to you as 'da man' :) 


"Webmaster" <webmaster@scee.sony.co.uk> wrote in message 
news: 9lim0a$17h7@www.netyaroze-europe.com... 
Miss Webmaster if you don't mind :) 


(Confusing I know, but I inherited the title) 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9lhbciS$17h3@www.netyaroze-europe.com... 

> Thanks Mr Webmaster! 

> 

> 
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—-MESSAGE FILE 8291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07018 


-—-MESSAGE FILE 8292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007019 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 2001 + Trade Status 

Date: Sat, 18 Aug 2001 02:18:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9lkg0mS9aq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


I just wanted to know how people are planning to prove their ‘industry 
status' at ECTS. Are they clamping down on this more this year? Has 
anyone ever been asked for proof before? 


Cheers, 
Rikki 


—-MESSAGE FILE 8292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07019 


—-MESSAGE FILE 8293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007020 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 10:06:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <911b79S9aq5@www.netyaroze-europe. com> 
References: <9ljhca$9aql@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-23-133.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Anyone got any feedback? ...-please... 


I spend 3 days improving RR and no-one cares, i'll just go and cry in this 
corner.... <sob> 


se SS ODP se « 


...<wail>... 


Mattv 


—-MESSAGE FILE 8293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07020 


-—-MESSAGE FILE 8294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007021 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ECTS 2001 + Trade Status 

Date: Sat, 18 Aug 2001 10:25:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 
Message-ID: <9llcipS9%aq6@www.netyaroze-europe. com> 
References: <9lkg0m$9aq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1l29-haw.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Rikki 

I've been to ECTS the last three years and have never been asked to provide 
evidence of industry status. You shouldn't have a problem getting in. 

I received my ECTS pass a couple of days ago. So, who else is going? What 


are people's plans etc.? 


I'm probably going to spend the first day at the Nintendo show and check out 
ECTS the day after. Not sure where I'm going to stay yet. Can anyone 
recommend somewhere? 


cheers 
Derek 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: 9l1kg0m$9aq4@www.netyaroze-europe.com... 
> I just wanted to know how people are planning to prove their ‘industry 


> status' at ECTS. Are they clamping down on this more this year? Has 
> anyone ever been asked for proof before? 

> 

> Cheers, 

> Rikki 

> 

> 


-—-MESSAGE FILE 8294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07021 


-—-MESSAGE FILE 8295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007022 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ASP on yaroze servers 

Date: Sat, 18 Aug 2001 11:11:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <911f5kS$9aq7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-17-104.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2479.0006 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2479.0006 


Hi i cant get IIS or PWS to run on my computer and have so far been unable 
to find a host that supports ASP. 

So i suddenly thought that maybe the yaroze server might support it! 

And what happens when you run an ASP page? It loads but completely ignores 
the code, its almost as if the script support on the server is turned off. 
Is there anyway i can turn it on? maybe i could make a cool ASP based yaroze 
page. Its all learning... 

Chris 


—-MESSAGE FILE 8295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07022 
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—-MESSAGE FILE 8296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007023 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 11:24:13 +0100 

Organization: SCEE 

Lines: 25 

Message-ID: <9llftuS9aq8@www.netyaroze-europe. com> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <911b79S9aq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Well Matt I'm just playing it the now....to quote a famous Star Wars baddguy 
'Impressive' 
Haven't completed it yet, but I like the new visuals, love the new bosses. 


Cheers :) 
James B 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 911b79S9aq5@www.netyaroze-europe.com... 


> Anyone got any feedback? ...-please... 
> 

> I spend 3 days improving RR and no-one cares, i'll just go and cry in this 
> corner.... <sob> 

> 

> ...<sob>... 

> 

> 

2 wa Wali... 

> 

> 

> MattV 

> 

> 


--MESSAGE FILE 8296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07023 


—-MESSAGE FILE 8297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007024 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 11:49:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <9llhcmShq71@www.netyaroze-europe. com> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <911b79S$9aq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-114.bellsprout.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey matt I don't care what you do to it becuase I will always be addicted to 
it!!! (Although the new touches are VERY smart I especially like the new 
enemy sprites they have a certian new age deco that I really appreciate). 


I'd have to say that its the NY game I've played the most... ever. Its even 
good in digital control if only a little harder. 
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Matt Verran <mverran@btinternet.com> wrote in message 
news: 911b79S9aq5@www.netyaroze-europe.com... 


> Anyone got any feedback? ... please... 
> 

> I spend 3 days improving RR and no-one cares, i'll just go and cry in this 
> corner.... <sob> 

> 

» «:..«ՀՏՇԾԵ».... 

> 

> 

> a ¢Swail>..... 

> 

> 

> Mattv 

> 

> 


-—-MESSAGE FILE 8297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07024 


—-MESSAGE FILE 8298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007025 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 12:12:51 +0100 


Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 
Message-ID: <91llikfShq72@www.netyaroze-europe.com> 


References: <9ljhca$9aql@www.netyaroze-europe.com> <911b79S9aq5@www.netyaroze-europe 
.com> <9llhcm$hq71@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-144-195.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Hey matt I don't care what you do to it becuase I will always be addicted 
to 
> it!!! (Although the new touches are VERY smart I especially like the new 
> enemy sprites they have a certian new age deco that I really appreciate). 
> 


> I'd have to say that its the NY game I've played the most... ever. Its 
even 
> good in digital control if only a little harder. 


Well thanks very much :) 
<chuffed> 


I uploaded a slightly changed version this morning that leaves the Game Over 
screen up until you press X (rather than going back to the title screen 
after 30 secs). This'll give you time to get a bit of paper and a pen to 
record your score authorization code and post it here or mail it to me, come 
on you don't want those OPM readers to have a blank table of scores on 
yarozescene to beat do you? 


Matt 


—-MESSAGE FILE 8298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07025 


—-MESSAGE FILE 8299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007026 
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Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: ASP on yaroze servers 

Date: Sat, 18 Aug 2001 13:18:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 
Message-ID: <9llmndShq73@www.netyaroze-europe. com> 
References: <911f5kS$9aq7@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 911f5kS$9aq7@www.netyaroze-europe.com... 

> Hi i cant get IIS or PWS to run on my computer and have so far been 
unable 

> to find a host that supports ASP. 

> So i suddenly thought that maybe the yaroze server might support it! 
> And what happens when you run an ASP page? It loads but completely 
ignores 

> the code, its almost as if the script support on the server is 
turned off. 

> Is there anyway i can turn it on? maybe i could make a cool ASP 
based yaroze 

> page. Its all learning... 


It's unlikely they'll allow us to run scripts on the server as the 
more untrustworthy of those in the Yaroze community would easily be 
able to write a script to hack into other directories etc on the 
server, and as there's no *completely* necessary reason for us having 
script support, they keep it off for safety. Also, they might not have 
an NT server, so wouldn't be able to support ASP. 


For ASP, there's tons of hosts that give ASP, but few of them are 
free. However, here are some links I've got about ASP, which might 
help you out: 


http://www.haneng.com/lessons.asp 
http://www.asp101.com/ 


http://library.thinkquest.org/26297/perl/rate.cgi (List of sites which 
offer free hosting with CGI, and if I remember rightly, some of them 
also offer free ASP, but you'll have to check them all out to see). 
Well, I did the check for ya: 

http://wwwl.domaind1lx.com/ 

is the one with free ASP hosting. 


HTH, 
Rikki 


—-MESSAGE FILE 8299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07026 


—-MESSAGE FILE 8300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007027 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 13:20:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <9llmovShq74@www.netyaroze-europe. com> 
References: <9ljhca$9aql@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.8.78.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 


Net Yaroze newsgroups message dump.txt 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 
Excellent work, Matt! 


It's really slick and I'm amazed all that only took you six days! The 
playability is spot on, there are very few games I can play upon returning 
from the pub but this is definitely one. The effects are very nice too, the 
little comets are particularly sweet. It has that Llamatron type intensity 
about it on later levels. All in all I can't really fault it, 5 out of 5. 


Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9ljhca$9aql@www.netyaroze-europe.com... 
Robot Ron is now available on my yaroze space: 


http://www.netyaroze-europe.com/~frkt1lx/ 


Lots of improvements from the last version: 
- digital pad support 

- talking bosses 

— score multiplier 

- better GFX and SFX 


You also get a authentication code for your scores, www.yarozescene.co.uk 
will be displaying the 5 best 


Mattv 


—-MESSAGE FILE 8300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07027 


—-MESSAGE FILE 8301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007028 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 13:50:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <9lloaiShgq75@www.netyaroze-europe. com> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <9llmov$hq74@www.netyaro 
. com> 

NNTP-Posting-Host: host213-122-124-49.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Excellent work, Matt! 
> 


> It's really slick and I'm amazed all that only took you six days! 

Cheers Ben, that 6 days is a bit false because lots of the functions were 
written for other things and jut lashed into RR, if you saw the code you'd 
probably puke :) 

Well done on getting the first confirmed highscore too: 312,632. 


Please everyone when you send in your code also include your original score 
so I can double check, cheers. 


Matt 


Page 5460 


glish/000 


english/0 


ze-europe 
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—-MESSAGE FILE 8301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07028 


—-MESSAGE FILE 8302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007029 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 14:51:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <9llrvlShq76@www.netyaroze-europe. com> 

References: <9ljhcaS9aql@www.netyaroze-europe.com> <911b79S9aq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-76-211.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I've just stuck up a new version adding 3 more levels, there are now 19 
rather than 16. This should allow the pros to rack up higher scores. 


Matt 


-—-MESSAGE FILE 8302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07029 


-—-MESSAGE FILE 8303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007030 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 2001 + Trade Status 

Date: Sat, 18 Aug 2001 15:08:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <911t0kShq77@www.netyaroze-europe. com> 
References: <9lkg0mS$9aq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-47-101.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I'm going (well I've got my pass anyway). 


> I just wanted to know how people are planning to prove 
> their ‘industry status' at ECTS. 


they don't ask you to prove it though do they.... they just say that you 
must beable to prove it. It would be inpracticable for them to actually 
start asking people -- it would be an adminstrative nightmare surely? 18 
they do ask me then I'll say: "I am in the industry, 'onest Guv'". 


Jon 


-—-MESSAGE FILE 8303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07030 


-—-MESSAGE FILE 8304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007031 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Screenblast 

Date: Sat, 18 Aug 2001 16:27:11 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9lmlbmShq78@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Sony's new ScreenBlast site is up and running! 

Experience, create and connect with Screenblast 

(http: //www-prod.screenblast.com) before the public launch! 
To access this special pre-launch Screenblast server, enter 
the following User Name and Password: 

User Name: screenblast 


Password: preview 


—-MESSAGE FILE 8304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07031 


—-MESSAGE FILE 8305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007032 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenblast 

Date: Sat, 18 Aug 2001 16:56:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9lm36nS$hq79@www.netyaroze-europe. com> 
References: <9lmlbmS$hq78@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-194-51.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


What actually is Screenblast? I had a quick look at it but it doesn't seem 
to say what it is for. Excuse my stupidity and all. 


Jon 


—-MESSAGE FILE 8305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07032 


—-MESSAGE FILE 8306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007033 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 20:55:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9lmhf8$hq710@www.netyaroze-europe. com> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <911b79S9aq5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: bhmas12-76-187-84.cw-visp.com 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Matt Verran wrote in message <911b79S9aq5@www.netyaroze-europe.com>... 
>Anyone got any feedback? ... please... 

> 

>I spend 3 days improving RR and no-one cares, i'll just go and cry in this 
>corner.... <sob> 


> 
>...<sob>... 
> 

> 
>...<wail>... 
> 

> 

>Mattv 

> 

> 

Heh Matt , it’s excellent ..... i`m trying to get off down the pub , but it’s 


got that * Just one More Try * addictiveness. Well done 


gaz 


—-MESSAGE FILE 8306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07033 


—-MESSAGE FILE 8307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007034 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Sat, 18 Aug 2001 21:26:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <91mj96Shq711@www.netyaroze-europe. com> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <9llmovS$hq74@www.netyaroze-europe 
-com> <9lloai$hq75@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-011-0042.claranet.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


My new project is now _officially_ behind schedule because of this. Mister, 
I hope you're happy. Really, I would love to get another go on RR but my 
girlfriend has now taken over the PlayStation and I'm no longer able to get 
a go or even test any of my new code. Grrrrr! 


Top game :) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9lloaiShq75@www.netyaroze-europe.com... 

> Excellent work, Matt! 

> 

> It's really slick and I'm amazed all that only took you six days! 


Cheers Ben, that 6 days is a bit false because lots of the functions were 
written for other things and jut lashed into RR, if you saw the code you'd 
probably puke :) 

Well done on getting the first confirmed highscore too: 312,632. 


Please everyone when you send in your code also include your original score 
so I can double check, cheers. 


Matt 
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-—-MESSAGE FILE 8307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07034 


—-MESSAGE FILE 8308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007035 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenblast 

Date: Sun, 19 Aug 2001 00:08:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9lmsd9Shq712@www.netyaroze-europe.com> 

References: <9lmlbmS$hq78@www.netyaroze-europe.com> <9lm36nS$hq79@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Jon, 

Good question! 

It's a place where you can see the latest in video and games, but can also 
create your own. 

You can create oyur own videos online using the tools, or download the video 
editor and play with that. 


Not sure what all the rest is about though! 


-kenny 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 91lm36nS$hq79@www.netyaroze-europe.com... 

> What actually is Screenblast? I had a quick look at it but it doesn't 
seem 

> to say what it is for. Excuse my stupidity and all. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07035 


—-MESSAGE FILE 8309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007036 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: worms 

Date: Sun, 19 Aug 2001 00:08:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9lmsmoS$hq713@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-50-231.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, 


Does anyone know how Team 17 are doing the landscape in Worms, and all its 
sequels. 


I imagine its a large bitmap which they can blow holes in etc and use a 
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pixel test of some kind to see if there is landscape beneath the worms feet 
(stomachs). 


The only thing is some of the landscapes are huge, I wouldn't have thought 
it practical or possible to hold it all in memory at once. 


And the Landscape generation works really well... anyway that has nothing to 
do with my project but I just got the Playstation version and started to 
think... Can't enjoy games anymore always thinking how they were created :) 


Nigel 


-—-MESSAGE FILE 8309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07036 


—-MESSAGE FILE 8310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007037 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ASP on yaroze servers 

Date: Sun, 19 Aug 2001 10:57:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <9lo2niSp3k1@www.netyaroze-europe.com> 

References: <911f5kS$9aq7@www.netyaroze-europe.com> <9llmndS$hq73@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: host217-35-17-104.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2479.0006 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2479.0006 


Oh yeah good point.. i havent learnt how to access stuff yet, lol. 
Thanks for the links ill give em a look now 
Chris 


—-MESSAGE FILE 8310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07037 


—-MESSAGE FILE 8311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007038 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Daft Question 

Date: Sun, 19 Aug 2001 13:41:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9loc6aSp3k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-41-231.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


OK.. it might just be the fact its a lazy sunday but Im a bit stumped. 


If I have a sprite at pos x,y and I want it to move to pos x2,y2. 
Anyone know what the quickest method of calculating the angle is ? 


Answers on a postcard please <grin> 


btw Matt... I had a go on the OPM version of RR but Im deliberately steering 
clear from it at the moment.. its still too addictive. Plus as its becoming 
obvious by now my reflexes arnt what they used to be so I havent got a score 
worth submitting ( yet ). 
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The auth code is a great idea btw. 


Right.. I better get back to my books to see if I can answer my own 
question. 


John ( QuietBloke ) 


-—-MESSAGE FILE 8311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07038 


-—-MESSAGE FILE 8312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007039 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Sun, 19 Aug 2001 14:24:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9loeu8Sp3k3@www.netyaroze-europe. com> 
References: <9loc6aSp3k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-009-0056.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


The angle of a vector is the inverse cosine of the dot product. 


I this case, if xl, yl are your sprite position and x2 and 72 are your 
destination coords the equation would be: 


angle = acos ((x1*x2) + (yl*y2)) 


I've drunk an awful lot of beer since learning this stuff, so double check 
it :) 


Ben 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 9loc6a$p3k2@www.netyaroze-europe.com... 
OK.. it might just be the fact its a lazy sunday but Im a bit stumped. 


If I have a sprite at pos x,y and I want it to move to pos x2,y2. 
Anyone know what the quickest method of calculating the angle is ? 


Answers on a postcard please <grin> 

btw Matt... I had a go on the OPM version of RR but Im deliberately steering 
clear from it at the moment.. its still too addictive. Plus as its becoming 
obvious by now my reflexes arnt what they used to be so I havent got a score 
worth submitting ( yet ). 


The auth code is a great idea btw. 


Right.. I better get back to my books to see if I can answer my own 
question. 


John ( QuietBloke ) 
-—-MESSAGE FILE 8312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07039 


—-MESSAGE FILE 8313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007040 
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Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Sun, 19 Aug 2001 16:33:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9lom9d$p3k4@www.netyaroze-europe. com> 
References: <9loc6aSp3k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-36-22.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> btw Matt... I had a go on the OPM version of RR but Im deliberately 
steering 

> clear from it at the moment.. its still too addictive. Plus as its 
becoming 


> obvious by now my reflexes arnt what they used to be so I havent got a 
score 

> worth submitting ( yet ). 

> 

> The auth code is a great idea btw. 


Well I did kinda "borrow" the idea from the MGS2 demo, hopefully mine won't 
be cracked so easily. 


—-MESSAGE FILE 8313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07040 


—-MESSAGE FILE 8314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007041 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenblast 

Date: Sun, 19 Aug 2001 17:22:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9lop35S$p3k5@www.netyaroze-europe. com> 

References: <9lmlbmShq78@www.netyaroze-europe.com> <91lm36nShq79@www.netyaroze-europe 
.com> <9lmsd9$hq712@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-151-77.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Ah... something to keep an eye on then. Thanks for filling me in. 
Jon 


—-MESSAGE FILE 8314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07041 


—-MESSAGE FILE 8315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007042 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Sun, 19 Aug 2001 17:31:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9lopknSp3k6@www.netyaroze-europe. com> 
References: <9loc6aS$p3k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-151-77.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Do you really need the angle though? If not can't you just make movements 
with the same gradient? 


Jon 


—-MESSAGE FILE 8315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07042 


—-MESSAGE FILE 8316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007043 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Sun, 19 Aug 2001 19:29:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9lp0onSp3k7@www.netyaroze-europe. com> 

References: <380C496C.2D938EEB@easynet.co.uk> 

NNTP-Posting-Host: modem-174.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1506 scee.yaroze.f 
reetalk.english: 7043 


Re-reviewing this thread I was giving crap advice. Just split your backdrop 
into its component parts i.e. what comes in front and what comes behind the 
player model/sprite then give them different priorities in the ordering 
table depending on where they should be... objects in front of the player 
get a low priority and backdrops behind get a higher priority meaning they 
get drawn first. Check the GsSortFastSprite function. Make sure your OT 
length is big enough to handle all the layers. 


Max 


Philip Gooch <philg@easynet.co.uk> wrote in message 
news: 380C496C.2D938EEB@easynet.co.uk... 


> Hi 

> 

> I was wondering what might be involved in creating a 3D engine that used 
> prerendered backdrops, as in Resident Evil etc. 

> 

> Seems to me that this is harder than a realtime 3D engine (Tomb Raider 

> etc), because you would need to take your prerendered backdrop and slice 
> it up so that characters could walk around the scene realistically (i.e 
> move behind and in front of wall, cars, pillars and so on). Also, you 

> would need 'invisible' 3D objects to act as bounding areas for each 

> 'slice' of the backdrop. 

> 

> Has anyone tried this or got tips on how to start, sample code etc 

> 

> Thanks in advance 

> 

> Phil 

> 


—-MESSAGE FILE 8316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07043 


—-MESSAGE FILE 8317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007044 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
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Subject: Re: Prerendered backdrop style 3D engine 

Date: Sun, 19 Aug 2001 20:35:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <91p4itSp3k8@www.netyaroze-europe. com> 

References: <380C496C.2D938EEB@easynet.co.uk> <9lp0onSp3k7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-443.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1507 scee.yaroze.f 
reetalk.english:7044 


How'd that get there??? I posted this in the 3d forum!? 
Max 


Max <mad.max@which.net> wrote in message 

news: 9lp0on$p3k7@www.netyaroze-europe.com... 

> Re-reviewing this thread I was giving crap advice. Just split your 
backdrop 

> into its component parts i.e. what comes in front and what comes behind 
the 


> player model/sprite then give them different priorities in the ordering 

> table depending on where they should be... objects in front of the player 
> get a low priority and backdrops behind get a higher priority meaning they 
> get drawn first. Check the GsSortFastSprite function. Make sure your OT 

> length is big enough to handle all the layers. 

> 

> Max 

> 

> Philip Gooch <philg@easynet.co.uk> wrote in message 

> news: 380C496C.2D938EEB@easynet.co.uk... 

> > Hi 

>> 

> > I was wondering what might be involved in creating a 3D engine that used 
> > prerendered backdrops, as in Resident Evil etc. 

>> 

> > Seems to me that this is harder than a realtime 3D engine (Tomb Raider 

> > etc), because you would need to take your prerendered backdrop and slice 
> > it up so that characters could walk around the scene realistically (i.e 
> > move behind and in front of wall, cars, pillars and so on). Also, you 

> > would need 'invisible' 3D objects to act as bounding areas for each 

> > 'slice' of the backdrop. 

>> 

> > Has anyone tried this or got tips on how to start, sample code etc 

>> 

> > Thanks in advance 

>> 

> > Phil 

>> 

> 

> 


—-MESSAGE FILE 8317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07044 


—-MESSAGE FILE 8318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007045 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenblast 

Date: Sun, 19 Aug 2001 20:59:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9lp5leSp3k9@www.netyaroze-europe. com> 

References: <9lmlbmS$hq78@www.netyaroze-europe.com> <9lm36nS$hq79@www.netyaroze-europe 
.com> <9lmsd9$hq712@www.netyaroze-europe.com> <9lop35$p3k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


The video editor and audio editor tools are great! 
Took a while to find the download section though. 


-Kenny 

"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9lop35$p3k5@www.netyaroze-europe.com... 

> Ah... something to keep an eye on then. Thanks for filling me in. 
> Jon 

> 

> 


—-MESSAGE FILE 8318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07045 


—-MESSAGE FILE 8319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007046 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: sandstorm 

Date: Sun, 19 Aug 2001 16:36:10 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <91p839Sp3k10@www.netyaroze-europe. com> 
NNTP-Posting-—Host: ACA156C8.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hello, 


if you would like to try out sandstorm, my newest game, its on my site now. 
i tried using George Bain's code from starfighters to read and load VB and 
VH data from the CD, but for some reason i can't get it to work. i included 
all my source, so if you find out what i'm doing wrong, please tell me so i 
can fix it. 1 might go back and add SFX (which are all converted and ready 
to put in) once i get this cd problem out of the way. 


as always, be sure to tell me what you think, 
—Omar 


just so i don't scare you to death while playing the game be warned of the 
following: 


-the AI is a little dodgy. it'll move and do the basics though. sometimes 
the opponents will start to rotate very quickly. don't be scared. its just 
a problem in the nature of the way they move. i'll never use that approach 
to AI ever again. 


-1 hand-plotted the points to make the triangles for the pyramids. the GPU 
chokes on it and the frame rate is cut in half. press [SELECT] to toggle 
them on or off. 


—-MESSAGE FILE 8319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07046 


-—-MESSAGE FILE 8320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007047 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Ebay 

Date: Sun, 19 Aug 2001 21:35:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <91p84o0Sp3k11@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-142-118.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Who was it looking for a Net Yaroze, Outlook Express has kindly deleted the 
whole thread : ( 


Anyway whoever it was there appears to be a Net Yaroze on Ebay 
http://cgi.ebay.co.uk/aw-cgi/eBayISAPI .d11?ViewItem&item=1266358902 


After another look it is a Yaroze with all the kit 


Not sure if they are supposed to sell it but I suppose its a chance for 
someone else to get it 


Cheers 
Nigel 
www.100TinSoldiers.com 


—-MESSAGE FILE 8320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07047 


—-MESSAGE FILE 8321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007048 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Sun, 19 Aug 2001 16:52:16 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <91p91lg$p3k12@www.netyaroze-europe.com> 
References: <91p839Sp3k10@www.netyaroze-europe. com> 
NNTP-Posting-—Host: ACA156C8.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


To my site: 


http://www.netyaroze-europe.com/~ometwally/ftp/home. html 


—Omar 


—-MESSAGE FILE 8321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07048 


——MESSAGE FILE 8322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007049 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Sun, 19 Aug 2001 23:48:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9lpfo0Sp3k14@www.netyaroze-europe.com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9lopknSp3k6@www.netyaro 
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glish/000 


english/0 


glish/000 


english/0 


ze-europe 
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. com> 

NNTP-Posting-Host: host213-122-59-87.btinternet.com 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


well.. I kinda need the angle. I want to give the bugs a target to head 
towards and I need to have them point in the direction they are moving. 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9lopknS$p3k6@www.netyaroze-europe.com... 

> Do you really need the angle though? If not can't you just make movements 
with the same gradient? 


> 
> 
> Jon 
> 
> 


-—-MESSAGE FILE 8322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07049 


-—-MESSAGE FILE 8323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007050 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Mon, 20 Aug 2001 13:26:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9lqvjqSlek2@www.netyaroze-europe. com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9lopknSp3k6@www.netyaroze-europe 
.com> <9lpfo0$p3k14@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-31-85.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> I want to give the bugs a target to head 
> towards and I need to have them point 
> in the direction they are moving. 


...-ah yes ... good point! Ignore my last post in that case! 


Jon 


-—-MESSAGE FILE 8323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07050 


-—-MESSAGE FILE 8324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007051 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Mon, 20 Aug 2001 13:29:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <9lqvs0Slek3@www.netyaroze-europe. com> 
References: <91p839Sp3k10@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-44-205.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 
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Nice game Omar, Reminds me of the battle mode from Mario Kart. 


I did find it a little hard to know what was going on at times, I think that 
SFX would definately improve it a lot. 


Well done on getting another 3d game out so quickly tho. 
Mattv 


Omar <OMetwally7@aol.com> wrote in message 

news: 91p839Sp3k10@www.netyaroze-europe.com... 

> hello, 

> 

> if you would like to try out sandstorm, my newest game, its on my site 
now. 

> i tried using George Bain's code from starfighters to read and load VB and 
> VH data from the CD, but for some reason i can't get it to work. i 
included 

> all my source, so if you find out what i'm doing wrong, please tell me so 
1 

> can fix it. 1 might go back and add SFX (which are all converted and 


> to put in) once i get this cd problem out of the way. 
as always, be sure to tell me what you think, 
-Omar 


just so i don't scare you to death while playing the game be warned of the 
following: 


-the AI is a little dodgy. it'll move and do the basics though. sometimes 
the opponents will start to rotate very quickly. don't be scared. its 
just 

> a problem in the nature of the way they move. i'll never use that 
approach 

> to AI ever again. 

> 

> -i hand-plotted the points to make the triangles for the pyramids. the 
GPU 

> chokes on it and the frame rate is cut in half. press [SELECT] to toggle 
> them on or off. 

> 


VVVVVVVVVV 


> 
> 


—-MESSAGE FILE 8324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07051 


—-MESSAGE FILE 8325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007052 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ebay 

Date: 20 Aug 2001 14:03:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01c1297e$88970020SLocalHost @pal-—s-—omnibook> 
References: <91p84o0$p3k11@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-6-11-21.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Apparently it's already disappeared... I get an "item invalid or no longer 
in database" message. Sony? 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in article 
<91p840$p3k11@www.netyaroze-europe.com>... 

<snip> 

> Anyway whoever it was there appears to be a Net Yaroze on Ebay 

> http://cgi.ebay.co.uk/aw-cgi/eBayISAPI.d11?ViewItem&item=1266358902 
<snip> 
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—-MESSAGE FILE 8325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07052 


—-MESSAGE FILE 8326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007053 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: 20 Aug 2001 14:03:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01c1297eS8cbh6e8a0$SLocalHost @pal-—s-—omnibook> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: nas-cbv-6-11-21.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Coincidence... I just implemented that in Invs yesterday! After a bit of 
research, here is what I finally found out: 


Use atan2. It's designed for that. 
angleInPslibDegrees = (4096 * 180/PI) * atan2(x2 - xl, yl - y2) 
with PI ~= 3.141592 


— beware of the inverted y axis (on the screen it goes downwards while in 
math it usually goes upwards). 


— beware of the direction of the original sprite. This formula works with 
the original sprite pointing up (I'm not sure why). 


- if x2 == xl and 72 == yl can happen, be sure to remember and keep the 
angle before that step, as these values are not allowed (you'd get zero, 
which is normally not what you want). 


- as the whole calculus (including conversion to pslib degrees) ends up 
being far too long, I recommend using a precalculated table. I wrote a 
precalculator for Invs; let me know if you want to have a look at it. 


Hope this helps, 
pal 


—-MESSAGE FILE 8326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07053 


x= 


—-MESSAGE FILE 8327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007054 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: worms 

Date: 20 Aug 2001 14:03:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c12980$283ca3e0$SLocalHost@pal-—s-—omnibook> 
References: <9lmsmo$hq713@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-6-11-21.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have no idea how they actually did, but I've been thinking about that 
problem when playing Lemmings, which is similar I think. 


What I would do, if the landscape is too big to entirely fit in memory (and 
therefore supposedly tiled or something), is to have a lbit-depth bitmap 
the size of the whole landscape (this one should fit in memory) that 
represents only whether a pixel is 'ground' or 'empty'. When displaying, 
this bitmap would be used as a mask. It would also be used when processing 
game logic. 
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It's like the game logic uses black&white, only the display uses colour. 


I'd really like to make some game using that system. If anyone has other 
suggestions, please tell us! 


pal 


-—-MESSAGE FILE 8327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07054 


-—-MESSAGE FILE 8328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007055 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ebay 

Date: Mon, 20 Aug 2001 16:11:47 +0100 

Organization: IO Productions Ltd 

Lines: 20 
Message-ID: <9lr9evSlek4@www.netyaroze-europe. com> 

References: <91p84o0Sp3k11@www.netyaroze-europe.com> <01c1297e$88970020SLocalHost@pal 
—s-omnibook> 

NNTP-Posting-Host: host213-123-178-75.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


there's one here tho' 
http://cgi.ebay.co.uk/aw-cgi/eBayISAPI.d11?ViewIteméitem=1266398640 
and this one is Extreme, apparently ;-) 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c1297e$88970020SLocalHost@pal-—s-omnibook... 

> Apparently it's already disappeared... I get an "item invalid or no longer 
in database" message. Sony? 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in article 
<91p840Sp3k11@www.netyaroze-europe.com>... 

<snip> 

> Anyway whoever it was there appears to be a Net Yaroze on Ebay 

> http://cgi.ebay.co.uk/aw-cgi/eBayISAPI.d11l?ViewItem&item=1266358902 
<snip> 


VVVVVVVV V 


—-MESSAGE FILE 8328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07055 


—-MESSAGE FILE 8329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007056 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Mon, 20 Aug 2001 14:57:54 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9lrmp5$37j61@www.netyaroze-europe. com> 
References: <91p839Sp3k10@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust83.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


thanks Matt, 
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Jon Prestidge also suggested that I add SFX to my games, so once i get the 
CD problem out օք the way, i'll probably add them in and upload a new 
version. 


—Omar 


—-MESSAGE FILE 8329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07056 


-—-MESSAGE FILE 8330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007057 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ebay 

Date: Mon, 20 Aug 2001 20:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9lro0f$3j62@www.netyaroze-europe. com> 
References: <91p84o0Sp3k11@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-34-38.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


It has reappeared at 
http://cgi.ebay.co.uk/aw-cgi/eBayISAPI.d11?ViewIteméitem=1266898546 
Nigel 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 

news: 91p840S$p3k11@www.netyaroze-europe.com... 

> Who was it looking for a Net Yaroze, Outlook Express has kindly deleted 
the 

whole thread : ( 


v 


Anyway whoever it was there appears to be a Net Yaroze on Ebay 
http://cgi.ebay.co.uk/aw-cgi/eBayISAPI.dll?ViewItem&item=1266358902 


After another look it is a Yaroze with all the kit 


Not sure if they are supposed to sell it but I suppose its a chance for 
someone else to get it 


Cheers 
Nigel 
www.100TinSoldiers.com 


VVVVVVVVVVVV VV 


-—-MESSAGE FILE 8330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07057 


—-MESSAGE FILE 8331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007058 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Mon, 20 Aug 2001 21:09:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <9lrqqf$3 j63@www.netyaroze-europe. com> 

References: <9loc6a$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost @pal-—s-—omnibook> 
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NNTP-Posting-Host: host213-122-189-16.btinternet.com 


X-Priority: 


3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Pal, 


I had a good think about this today ( Im afraid a barbeque kinda got me too 
mashed up to do anything yesterday ) and your solution seems to fit exactly 
what I thought Id have to end up doing ( ie some sort of lookup table ) as 
the maths functions arnt exactly speedy on the PSX. I was kinda hoping there 
was a wierd and wonderful way of getting this done using the matrices or 


something. 

As it seems you have done all the hard work and come up with a solution Id 
be very grateful if you could pass it on to me.. it'll save me a lot of 
time. I was just about to sit down and try to figure it out.. as if progress 


on the game isnt slow enough already. 


Of course Matt and now Omar arnt helping matters by eating onto my spare 


time <grin>.. 


Cheers 


not that Im complaining :) 


John ( QuietBloke ) 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook... 
> Coincidence... I just implemented that in Invs yesterday! After a bit of 


Use atan2. 


research, here is what I finally found out: 


It's designed for that. 


angleInPslibDegrees = (4096 * 180/PI) * atan2(x2 - xl, yl - y2) 
with PI ~= 3.141592 


— beware of the inverted y axis (on the screen it goes downwards while in 
math it usually goes upwards). 


— beware of the direction of the original sprite. This formula works with 


pal 


VVVVVVVVVVVVVVVV VV VV VV VV 


the original 


sprite pointing up (I'm not sure why). 


- if x2 == xl and 72 == yl can happen, be sure to remember and keep the 
angle before that step, as these values are not allowed (you'd get zero, 
which is normally not what you want). 


- as the whole calculus (including conversion to pslib degrees) ends սք 
being far too long, I recommend using a precalculated table. I wrote a 
precalculator for Invs; let me know if you want to have a look at it. 


Hope this helps, 


—-MESSAGE FILE 8331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07058 


—-MESSAGE FILE 8332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007059 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: 


Organization: 


Lines: 19 
Message-ID: 
References: 
e.com> 


sandstorm 
Date: Mon, 20 Aug 2001 22:55:45 +0100 


<9] 


PlayStation Net Yaroze (SCEE) 


1s112$37464@www.netyaroze-europe. com> 


<9] 


1p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$3j61@www.netyaroze-europ 


NNTP-Posting-Host: host213-122-152-130.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Jon Prestidge also suggested that I add SFX to my games 


It was just that I noticed when adding SFX to a game (well Matt did it 
actually) the feed back was so much better -- i.e. when you press a 
controller button you immediately know you've pressed it OK and you can play 
the game a lot more confidently. So I'd recommend it to everyone although 
I've not gotten round to it myself yet --- darn. 


Anyway .... I was trying Sandstorm and I found it a bit tricky to know what 
was going-on some of the time like Matt...a lot of objects went all flickery 
at times, but I liked zipping around in the car in any direction I pleased. 
The trees were good -- they worked really well. 


Presumably the background was supposed to be black or was that because I 
used CW or somthing? 


Jon 


-—-MESSAGE FILE 8332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07059 


—-MESSAGE FILE 8333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007060 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Mon, 20 Aug 2001 18:26:26 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <91s305$37j65@www.netyaroze-europe.com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$37j61@www.netyaroze-europ 
e.com> <91s112$34j64@www.netyaroze-europe. com> 

NNTP-Posting-Host: 1Cust168.tnt1l.farmington.mi.da.uu.net 

X-Priorityzx 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Presumably the background was supposed to be black or was that because I 
used CW or somthing? 


> 
> 
> 
> Jon 
> 
> 


darn i should have caught that. i used George Bain's code which scrolls an 
image. it was supposed to be a sky with clouds drifting across. it's 
dependent on screen width and height, and i probably was using NTSC width 
and height. if not, then maybe it's another NISC to PAL problem. it must 
look kinda ugly with a black backdrop behind the sand and trees and stuff. 
okay thanks for letting me know. i'll be sure to fix that along with the 
SFX. 


—Omar 


--MESSAGE FILE 8333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07060 


--MESSAGE FILE 8334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007061 
Path: chuka.playstation.co.uk!news 
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From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Mon, 20 Aug 2001 23:41:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <91s3nb$37j66@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$3j61@www.netyaroze-europ 
e.com> <91s112$3j64@www.netyaroze-europe.com> <91s305$3j65@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-191-187.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I seem to remember that the sand was black too (or that there was none if 


you see what I mean) ... yes it would have been much better with ground and 
sky --- I just assumed it was a very early release and you hadn't put them 
in yet. 

Jon 


—-MESSAGE FILE 8334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07061 


—-MESSAGE FILE 8335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007062 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: 20 Aug 2001 22:54:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <01c129caSa5a6f£700$Sd81fe4d5@pal-—s-—omnibook> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
. Com> 

NNTP-Posting-Host: nas-cbv-2-31-216.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in article 
<91lrqqf$3j63@www.netyaroze-europe.com>... 
<snip> 


> As it seems you have done all the hard work and come up with a solution 
Id 
> be very grateful if you could pass it on to me. 
<snip> 


Ok here is the full code. I adapted it so that it should be usable as is. 
It might still need some adjustments depending on precise intended use of 
course. 


1. Lookup table maker (in Java). You have to specify the maximum dx or dy, 
big numbers take a lot of time (32 is ok on my P166). 


[** 
* This is a small utility that produces a table for retrieving angles from 
dx, dy, to be used 
* in Invs. The angles are adapted to the final needs: unit 4096 = 1 
degree, 0 degrees position corresponds to linked position. 
* Argument: the maximum x or y distance. 
x 
/ 
public class MathAnnexMaker 
{ 
public static void main(String[] args) 
throws java.io.IOException { 
// get parameters 
if (args.length != 1) throw new Error("Wrong number of arguments. Usage 
java MathAnnexMaker XYRange") ; 
int xyRange = Integer.decode(args[0]).intValue(); 
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// produce code 


String code = ""; 
code += "// File automatically generated by MathAnnexMaker.\n"; 
code += "\n"; 
code += "#define XYRange " + xyRange + " // maximum dx or dy\n"; 
code += "\n"; 
code += "long angleForXyY [XYRange*2+1] [XYRange*2+1] = {\n"; 
for (double y = -xyRange; y <= xyRange; y++) { 
code += "\t{"; 
for (double x = -xyRange; x <= xyRange; x++) { 
code += ((int) Math.toDegrees (Math.atan2(x, y))) * 4096; 
code += ",\t"; 
} 
code += "},\n"; 
} 
code += "};\n"; 


// output code 
System.out.printin (code); 
} 

} 


The output resembles this: 


// File automatically generated by MathAnnexMaker. 
#define XYRange 64 // maximum dx or dy 


long angleForXY [XYRange*2+1] [XYRange*2+1] = { 
{-552960, -552960, -552960, //... 
Մոր ք 


2. Lookup table user function. 


#include "lookup.c" // or whatever file you put the output of 
MathAnnexMaker in. You can also of course directly paste it here. 
long getAngleForXY(int dx, int dy, long currentAngle) { 


if ((dx == 0) && (dy == 0)) return currentAngle; 
if (dx < -XYRange) dx = -XYRange; 
if (dx > XYRange) dx = XYRange; 
if (dy < -XYRange) dy = -XYRange; 
if (dy > XYRange) dy = XYRange; 


return angleForXY[dy+XYRange] [dx+XYRange] ; 


3. Example of use. 


long rotate = getAngleForxXY(x - oldX, oldY - y, oldRotate); 


Let me know if you encounter any problems or need any further comment. Also 
please let me know whether it works for you and if any modifications were 
needed. 


pal 


—-MESSAGE FILE 8335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07062 


-—-MESSAGE FILE 8336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007063 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 11:42:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9lte0d$3j67@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$3j61@www.netyaroze-europ 
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e.com> <91s112$3j64@www.netyaroze-europe.com> <91s305$3j65@www.netyaroze-europe. com> 
<91s3nb$37j66@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-141-126.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I played the PAL version via siocons and it had sky and sand. You sure you 
used the right auto file Jon? 


Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in message 
news: 91s3nb$3j66@www.netyaroze-europe.com... 
> I seem to remember that the sand was black too (or that there was none if 


> you see what I mean) ... yes it would have been much better with ground 
and 

> sky --- I just assumed it was a very early release and you hadn't put them 
> in yet. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07063 


—-MESSAGE FILE 8337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007064 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 14:34:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ltnvu$3j68@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$37j61@www.netyaroze-europ 
e.com> <91s112$3j64@www.netyaroze-europe.com> <91s305$3j65@www.netyaroze-europe. com> 
<91s3nb$3j66@www.netyaroze-europe.com> <9lte0d$3j67@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-179-100.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Ah ... I'll try it via SIOCONS instead then.... there must be some 
incompatibility with PScomUtil....or perhaps I copied the graphics to the 
wrong subdirectory or something...... sorry if I've made you look for a 
non-existant bug Omar -- I'll have another try tonight and let you know. 


Jon 


—-MESSAGE FILE 8337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07064 


—-MESSAGE FILE 8338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007065 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: worms 

Date: Tue, 21 Aug 2001 17:10:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9lulbc$6671@www.netyaroze-europe. com> 

References: <9lmsmoShq713@www.netyaroze-europe.com> <01c12980S283ca3e0SLocalHost@pal 
—s-omnibook> 

NNTP-Posting-Host: host217-35-17-104.in-addr.btopenworld.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2479.0006 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2479.0006 


Hmmm, I've played worms most of my life and have wondered how it works, the 
levels them selves are tiny and in the teaml7 BIT format. Somel once cracked 
the format and managed to work out how to convert it etc, but i dont know 
who anymore. The BIT files them selves are only b&w 'images' and are 
probably raster images. However, randomly generated levels are stord in the 
LEV format and could well be Vector based up untill the level loads... 


The image files are stored sepatatly from the levels them selves and tiled 
over the top when the game loads and the object possitions calculated. 

I havent worked out how they managed to do it on the PS because it defenatly 
seem to run from the RAM rather than the CD during play. And yet from what i 
can see alot has to be done/stored... 

Chris 


—-MESSAGE FILE 8338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07065 


-—-MESSAGE FILE 8339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007066 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 17:29:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <91lu2dj$6672@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$3j61@www.netyaroze-europ 

e.com> <91s112$3j64@www.netyaroze-europe.com> <91s305$3j65@www.netyaroze-europe. com> 
<91s3nb$3j66@www.netyaroze-europe.com> <9lte0d$3j67@www.netyaroze-europe.com> <9ltn 

vu$S37j68@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-17-104.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2479.0006 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2479.0006 


The game was good, although again it was a little confusing as everyl else 
has alreadt mentioned, sound would help it alot, nicel. 

I ran the PAL version with PsComUtil and had the BG and floor fine so dont 
know what happened there.... 


-—-MESSAGE FILE 8339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07066 


—-MESSAGE FILE 8340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007067 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: worms 

Date: Tue, 21 Aug 2001 17:36:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <91u2s9S6673@www.netyaroze-europe. com> 

References: <9lmsmoS$hq713@www.netyaroze-europe.com> <01c12980S283ca3e0$LocalHost@pal 
—s-omnibook> <9lulbcS6671@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-42-184.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


of course the original was written for the Amiga using Blitz Basic but it 
seemed to use the same system, the Amiga wasn't over blessed with Video 
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Memory (Chipmem) like the PS. 

I'm sure Lemmings use a similar system but their levels aren't random? 

Still puzzling 


Nigel 
www.1l00TinSoldiers.com 


—-MESSAGE FILE 8340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07067 


—-MESSAGE FILE 8341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007068 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Tue, 21 Aug 2001 13:48:01 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9lu6v1$6674@www.netyaroze-europe. com> 
References: <9loc6aS$p3k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC8B4079.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hi John, 


did you happen to use any of the suggestions to find the angle yet? i had 
the same question, so if you do end up using either Pal or Ben's method, let 
me know. i plotted in some theoretical coordinates in pal's equation, and 
once i reduced the result to a 0-4096 range, it was perfect. 


yeah i feel the same way after a barbeque...it takes about day to recover. 


—Omar 


—-MESSAGE FILE 8341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07068 


—-MESSAGE FILE 8342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007069 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 19:27:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <91u986S6675@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$3j61@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-167-202.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Just got a chance to try this one out. 

I didnt get any problems with the sky or ground and ditto on the sound 
effects. If you could get them in there it'll give more feedback and give 
the game a more finished feel. 

Im afraid I didnt get a chance to play for too long but what I saw looked 
good. You sure seem to have got the hang of 3d... boy.. shows me how far I 
still gots to go. 


Cheers 
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John ( QuietBloke ) 

"Omar" <OMetwally7@aol.com> wrote in message 

news: 9lrmp5$3j61@www.netyaroze-europe.com... 

> thanks Matt, 

Jon Prestidge also suggested that I add SFX to my games, so once i get the 

CD problem out of the way, i'll probably add them in and upload a new 


version. 


—Omar 


VVVVVVVV VV 


—-MESSAGE FILE 8342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07069 


—-MESSAGE FILE 8343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007070 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 19:47:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <9luahs$6676@www.netyaroze-europe. com> 
References: <91p839Sp3k10@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-185.blastoise.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Omar! 


Cool game, I really like the concept: its something that hasn't been done on 
the Yaroze yet (or am I wrong?). The cars could do with being cars instead 
of blocks but I'm sure thats in the plan... Also I would get rid of the 
pyramids in favour of some more trees to broden out the arena a bit (how 
many polys are in those pyramids???), you should put up walls round the 
sides as well... sound effects as everyone has mentioned would also be great 
but I don't have a clue how to do them yet so I shouldn't talk :) 


Its the foundation of a great game, more work and it could be fantastic! (AI 
is good BTW). 


Max 


Omar <OMetwally7@aol.com> wrote in message 

news: 91p839Sp3k10@www.netyaroze-europe.com... 

> hello, 

> 

> if you would like to try out sandstorm, my newest game, its on my site 
now. 

> i tried using George Bain's code from starfighters to read and load VB and 
> VH data from the CD, but for some reason i can't get it to work. i 
included 

> all my source, so if you find out what i'm doing wrong, please tell me so 
i 

> can fix it. 1 might go back and add SFX (which are all converted and 
ready 

> to put in) once i get this cd problem out of the way. 


as always, be sure to tell me what you think, 


—Omar 


V V V V V V 


just so i don't scare you to death while playing the game be warned of the 
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> following: 

> 

> -the AI is a little dodgy. it'll move and do the basics though. sometimes 
> the opponents will start to rotate very quickly. don't be scared. its 
just 

> a problem in the nature of the way they move. i'll never use that 
approach 

> to AI ever again. 

> 

> -i hand-plotted the points to make the triangles for the pyramids. the 
GPU 

> chokes on it and the frame rate is cut in half. press [SELECT] to toggle 
> them on or off. 

> 


> 
> 


—-MESSAGE FILE 8343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07070 


—-MESSAGE FILE 8344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007071 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 21:35:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9lugm4S$6677@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lrmp5$3j61@www.netyaroze-europ 

e.com> <91s112$3j64@www.netyaroze-europe.com> <91s305$3j65@www.netyaroze-europe. com> 
<91s3nb$3j66@www.netyaroze-europe.com> <9lte0d$3j67@www.netyaroze-europe.com> <9ltn 

vu$3j68@www.netyaroze-europe.com> <9lu2djS6672@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-143-64.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I found-out what happend.... it seems that PcCommUtil has a limited file 
name length (including the path that is) so I'm 
getting errors like:- 


Error: File "../data2/egypt/leftsky.ti" not found. Command was not 
executed. 


so I'll cave to try it straight-off in directory with a shorter name next. 


Jon 


—-MESSAGE FILE 8344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07071 


--MESSAGE FILE 8345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007072 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 22:18:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9lujd2S6678@www.netyaroze-europe. com> 

References: <91p839S$p3k10@www.netyaroze-europe.com> <9lrmp5$37j61@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-63-187.btinternet.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I like the lens flare effect... 


A friend tried to do something similar on the PC and it halved the frame 
rate... I think he was doing something wrong :) 


Nigel 


—-MESSAGE FILE 8345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07072 


—-MESSAGE FILE 8346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007073 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: speech bubbles 

Date: Tue, 21 Aug 2001 22:25:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9lujql$6679@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-63-187.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi, 


Just thought I would ask if anyone had any cool ideas on how to draw speech 
bubbles. 


They need to be expandable, width, height and they need to be able to move 
around the screen. 


At the moment, I'm plotting the corners, then working out the length and 
plotting the number of squares across & down and then fill in the middle and 
finally draw the triangle to show whose mouth the speech is coming from this 
is flippable, not the most efficient way of doing it I'm sure, these have 
rounded corners and straight edges, I think I'll need think bubbles as well. 


Any bright ideas? 


Oh yeah and the background to the bubble needs to be transparent otherwise 
they are to obtrusive. 


Nigel 


—-MESSAGE FILE 8346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07073 


—-MESSAGE FILE 8347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007074 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: worms 

Date: 21 Aug 2001 22:28:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c12a90$19bda240$3f2d1bd4@pal-s-—omnibook> 

References: <9lmsmoS$hq713@www.netyaroze-europe.com> <01c12980S283ca3e0$LocalHost@pal 
—s-omnibook> <9lulbc$6671@www.netyaroze-europe.com> <91u2s9$6673@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: nas-cbv—-5-45-63.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Nigel Critten <Nigel@gameware.demon.co.uk> wrote in article 
<91u2s9$6673@www.netyaroze-europe.com>... 

<snip> 

> I'm sure Lemmings use a similar system but their levels aren't random? 


No they're not (as far as I can tell from playing Lemmings and a just bit 
of Lemmings 2). 


—-MESSAGE FILE 8347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07074 


—-MESSAGE FILE 8348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007075 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Tue, 21 Aug 2001 19:36:37 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9lurdb$66710@www.netyaroze-europe. com> 
References: <91p839Sp3k10@www.netyaroze-europe. com> 
NNTP-Posting-Host: ACA7D7F6.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


thanks for the feedback guys. and Jon, i'm glad to see that you found out 
the problem with loading the data files. the ideas that max mentioned are 
really interesting--i bet they would really add to a sense of environment. 
i especially like the suggestions of adding walls. 


what a relief this time i didn't get complaints (yet) about the AI being 
impossible. it has its share of issues, but i'm happy with it. 


don't forget to make NTSC versions of all your games when you release them 
on your sites so i can give them a try also. 


—Omar 


--MESSAGE FILE 8348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07075 


—-MESSAGE FILE 8349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007076 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: speech bubbles 

Date: Wed, 22 Aug 2001 02:34:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9lv2gk$66711@www.netyaroze-europe. com> 
References: <9lujql$6679@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 

news: 9lujql$6679@www.netyaroze-europe.com... 

> Hi, 

> 

> Just thought I would ask if anyone had any cool ideas on how to draw 
speech 

> bubbles. 

<snip> 
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Can't you just have a sprite loaded into memory which you blit with 
different stretches? Just draw a black circle and stretch this. Then 
for the pointer, use a similarly drawn triangle, but with one side 
white, so the triangle isn't completed. Then if you place this so the 
open points on the triangle touch the edge of the cricle, as the 
bubble is curved, the white edge of the triangle should cover the 
black outline of the bubble. Only problem with this would be rotating 
the triangle shape, as the normal sprite handler doesn't do this. (I 
think all of the above is correct, it's been a while since I've spoken 
about anything Yaroze, so my memory may be all wrong). 


Also, I don't think transparent speech bubbles would look that good. 
Semi-transparent would probably look ok, but then the overlapping of 
the triangle detailed above wouldn't work. I suppose you could just 

have graphics of a standard(ish) speech bubble, and flip and stretch 
it within game to give a perfectly reasonable effect. 


Rikki 


-—-MESSAGE FILE 8349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07076 


-—-MESSAGE FILE 8350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007077 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: speech bubbles 

Date: Wed, 22 Aug 2001 14:21:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9m0bqp$b2il@www.netyaroze-europe. com> 
References: <9lujql$6679@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-548.booger.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What Rikki said is the way I would do it. You should have a semi-transparent 
white speach bubble which can be flipped, expanded compressed anyway you 
want. You would only want the circular and triangle bit to be transparent 
white so I'm not sure that you can have two transparency settings for one 
TIM. I.e. the image would be square and you would want one bit completely 
invisible (outside the speach bubble) and the speack bubble itself 
transparent to about 50%. You might just have to make the bubble solid white 
or you could use some sort of mask to remove the sections outside the 
bubble. 


Max 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 9lujql$6679@www.netyaroze-europe.com... 

> Hi, 

> 

> Just thought I would ask if anyone had any cool ideas on how to draw 
speech 

> bubbles. 


> 

> They need to be expandable, width, height and they need to be able to move 
> around the screen. 
> 
> 


At the moment, I'm plotting the corners, then working out the length and 
> plotting the number of squares across & down and then fill in the middle 


> finally draw the triangle to show whose mouth the speech is coming from 


> is flippable, not the most efficient way of doing it I'm sure, these have 
> rounded corners and straight edges, I think I'll need think bubbles as 
well. 
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Any bright ideas? 


Oh yeah and the background to the bubble needs to be transparent otherwise 
they are to obtrusive. 


Nigel 


VVVVVVV VV 


—-MESSAGE FILE 8350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07077 


--MESSAGE FILE 8351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007078 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sandstorm 

Date: Wed, 22 Aug 2001 14:26:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9m0c3t$b2i2@www.netyaroze-europe. com> 

References: <91p839Sp3k10@www.netyaroze-europe.com> <9lurdb$66710@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: modem-548.booger.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Actually I think I will release my tutorial with NTSC in mind, thanks for 
reminding me Omar! 

Also I'm doing a mini Dynamic TMD tutorial (HTML) which will be out really 
soon (also in PAL and NTSC flavours). 
MonkyRegs is comming on very slowly but I'm working at it all the time 
(those damn repeating textures - see new thread). 


Max 


Omar <OMetwally7@aol.com> wrote in message 

news: 9lurdb$66710@www.netyaroze-europe.com... 

> thanks for the feedback guys. and Jon, i'm glad to see that you found out 
the problem with loading the data files. the ideas that max mentioned are 
really interesting--i bet they would really add to a sense of environment. 
i especially like the suggestions of adding walls. 


what a relief this time i didn't get complaints (yet) about the AI being 
impossible. it has its share of issues, but i'm happy with it. 


don't forget to make NTSC versions of all your games when you release them 
on your sites so i can give them a try also. 


—Omar 


VVVVVVVVVVV VV 


—-MESSAGE FILE 8351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07078 


—-MESSAGE FILE 8352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007079 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Repeating Textures 

Date: Wed, 22 Aug 2001 14:34:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
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Message-ID: <9m0ck6S$b2i3@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-548.booger.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 


I believe this should be in the 3D newsgroup but it doesn't get much 
attention, so: 


Does anyone know how to set up repeating textures for TMDs? I have set up a 
texture window using GsDRAWENV around my texture, the idea is that if my 
coordinates go outside this texture window the texture should repeat up 
untill the coords are met. Thing is this does not work. My set up is: 


setRect (&GSDRAWENV.tw, standTex.left, standTex.top, standTex.width, standTex.hei 
ght); 


Then I set up the U and Vs on the primitive, i.e: 


primPtr->u0 = 0; 
primPtr->v0 = 0; 
primPtr->ul = 32*10 
primPtr->vl = 0; 
primPtr->u2 = 0; 
primPtr->v2 = 96; 
primPtr->u3 = 32%*10; 
primPtr->v3 = 96; 


This should repeat the texture 10 times as I multiply the width of the 
texture (32) by 10. Becuase there is a new texture window set up in VRAM I 
reference only this window thats why no matter what X position in the VRAM 
the image is as long as the .tw value of GSDRAWENV is set to that specific 
texture the top left will always be 0,0. 


Anyone have any ideas why its not working? All i get is the typical garbled 
up corrupted texture. 


Thanks in advance, 
Max 


P.S. When figured out this will also go in the DTMD mini tutorial. 


—-MESSAGE FILE 8352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07079 


—-MESSAGE FILE 8353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007080 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: worms 

Date: Wed, 22 Aug 2001 14:37:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9m0co3S$b2i4@www.netyaroze-europe. com> 
References: <9lmsmo$hq713@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-548.booger.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The landscapes could also be produced mathematically. I.e. the programmers 
could have used a multitude of algorithms that would form an outline around 
which the landscape would be filled in. Its only an idea??? 


Max 


Net Yaroze newsgroups message dump.txt Page 5491 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 
news: 9lmsmo$hq713@www.netyaroze-europe.com... 


> Hi, 

> 

> Does anyone know how Team 17 are doing the landscape in Worms, and all its 
> sequels. 

> 

> I imagine its a large bitmap which they can blow holes in etc and use a 

> pixel test of some kind to see if there is landscape beneath the worms 
feet 

> (stomachs). 

> 

> The only thing is some of the landscapes are huge, I wouldn't have thought 
> it practical or possible to hold it all in memory at once. 

> 

> And the Landscape generation works really well... anyway that has nothing 
to 

> do with my project but I just got the Playstation version and started to 
> think... Can't enjoy games anymore always thinking how they were created 
>) 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 8353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07080 


—-MESSAGE FILE 8354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007081 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: speech bubbles 

Date: Wed, 22 Aug 2001 18:19:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 

Message-ID: <9m0pqt$b2i5@www.netyaroze-europe. com> 

References: <9lujql$6679@www.netyaroze-europe.com> <9m0bqp$b2il@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-15-98 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi Guys, 


Thanks for the ideas, I did actually mean semi transparent :) sorry about 
that, attached is a VERY small little picture of what I do at the moment, 
you can see the sections of the speech bubble in the top section of text, 
you can see a constructed bubble below. 


I have no problem constructing them the hard part is to do it in an elegant 
way. 


I don't really want a round or elipse for the bubble, I'll cary on plotting 
them, I'm actually going to change them so the current plot routine can do 
the job, building the bubble out of characters is going to be easier, I'm 
going to set it up as a ALT, font table, the middle I'm going to setup as a 
semi transparent box because plotting that many seperate characters isn't 
going to help things :) 


Cheers 
Nigel 


—-MESSAGE FILE 8354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07081 
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-—-MESSAGE FILE 8355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007082 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Repeating Textures 

Date: Wed, 22 Aug 2001 19:57:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9m0vht$b2i6@www.netyaroze-europe. com> 
References: <9m0ck6$b2i3@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-010-0023.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Not sure I understand the problem... do you want to tile a texture on 
specific polygons? If that's the case, I'm pretty sure you can't do that on 
PlayStation. 


"Max" <mad.max@which.net> wrote in message 
news: 9mMOck6$b2i3@www.netyaroze-europe.com... 
Hi all, 


I believe this should be in the 3D newsgroup but it doesn't get much 
attention, so: 


Does anyone know how to set up repeating textures for TMDs? I have set up a 
texture window using GsDRAWENV around my texture, the idea is that if my 
coordinates go outside this texture window the texture should repeat up 
untill the coords are met. Thing is this does not work. My set up is: 


setRect (&GSDRAWENV.tw, standTex.left, standTex.top, standTex.width, standTex.hei 
ght); 


Then I set up the U and Vs on the primitive, i.e: 


primPtr->u0 = 0; 
primPtr->v0 = 0; 
primPtr->ul = 32*10 
primPtr->vl = 0; 
primPtr->u2 = 0; 
primPtr->v2 = 96; 
primPtr->u3 = 32%*10; 
primPtr->v3 = 96; 


This should repeat the texture 10 times as I multiply the width of the 
texture (32) by 10. Becuase there is a new texture window set up in VRAM I 
reference only this window thats why no matter what X position in the VRAM 
the image is as long as the .tw value of GSDRAWENV is set to that specific 
texture the top left will always be 0,0. 


Anyone have any ideas why its not working? All i get is the typical garbled 
up corrupted texture. 


Thanks in advance, 
Max 


P.S. When figured out this will also go in the DTMD mini tutorial. 


-—-MESSAGE FILE 8355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07082 


—-MESSAGE FILE 8356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007083 
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Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Wed, 22 Aug 2001 23:54:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <9m1ld9c$b2i7@www.netyaroze-europe. com> 

References: <9loc6a$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
.com> <01c129caSa5a6£700Sd81fe4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-114-236.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Pal, 


Sorry for the slow response... I havent had time to implement your code yet. 
I took a look at what your doing and it looks like a good solution. Its not 
actually what I had planned on trying but your method will probably be a 
little quicker. The only change I am going to have to do is that as I am 
trying to find the angle between a bug and its target ( whatever it may be ) 
the distance may be quite large.. ie the bug on the left of the screen and 
the target on the right. I dont fancy having a table of 320x320 so what I am 
going to have to do is check whether both my x and y fit within the table.. 
Im not really THAT bothered about the accuracy so a small table of 33x33 
will do me fine and Im going to keep right shifting both x and y until they 
both fit. 


In fact as I know the table needs a values -15 thru 15 ie 4 bits ( anda 
sign) and I know my value wont exceed 9 bits I might just do it with 
multiple if tests.. so if bit 8 is set shift right by 5 elseif bit 7 set 
shift 4 etc. Of course Id need to store, remove and restore the sign while I 
do this. 


Anyone any idea what will be faster ?.. using lots of if's or just a loop 
checking if either x or y value & OxffeO true then shift both right by 1 ? 


I guess it kind of depends on how the R3000 works. I know it has a 4K cache 
so a loop would be good but what about the actual instruction execution ?.. 
does it pipline instructions ?.. if so does it cache the last n number of 
JMP's and try to predict ? or just clear out the pipeline and start from 
scratch ?. sheesh.. I really have no idea. Is any of this relavent ?.. or am 
I talking complete twadlle.. I dunno. 

And what about the famous D cache that Ive never made use of ?.. If Im gonna 
access the table a LOT would it be prudent to try and squeeze it into there 
?.. if not.. then what exactly should I be using it for ? 


Of course a simple game like mine probably wont mind about this sort of 
small inefficiencies but it may be needed if I decided I wanted all my bugs 
to follow each other or the player and I end up with 30-40 bugs calculating 
new directions each frame. 


My head hurts now ! LOL 

Does anyone else have a better idea on how I would solve my problem ?.. does 
anyone have any idea what Im been pratlling on about ?.. has anyone even 
read this far ? 


So many questions... it just goes to show how little I know. 

Ahh well.. its keeps me off the streets I guess <grin>.. come to think of 
it... it also keeps me awake far too often too. 

Cheers 


John ( QuietBloke ) 


-—-MESSAGE FILE 8356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07083 
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—-MESSAGE FILE 8357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007084 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Repeating Textures 

Date: Thu, 23 Aug 2001 10:46:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <9m2jkeSd001@www.netyaroze-europe. com> 

References: <9m0ck6$b2i3@www.netyaroze-europe.com> <9m0vht$b2i6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-684.arbok.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


For example: I have a 64x64 4-bit texture and I want to repeat it over a 
960x64 polygon. I.e. 15 times, there was a thread in the 3D newsgroup about 
it but it didn't specify how to set up the U V coords, I'm pretty sure by 
reading that post that it can be done, at least one person did it anyway (I 
think). 


Max 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9mMOvht$b2i6@www.netyaroze-europe.com... 

> Not sure I understand the problem... do you want to tile a texture on 

> specific polygons? If that's the case, I'm pretty sure you can't do that 
on 


v 


PlayStation. 


"Max" <mad.max@which.net> wrote in message 
news: 9mMOck6$b2i3@www.netyaroze-europe.com... 
Hi all, 


I believe this should be in the 3D newsgroup but it doesn't get much 
attention, so: 


Does anyone know how to set up repeating textures for TMDs? I have set up 


texture window using GsDRAWENV around my texture, the idea is that if my 
coordinates go outside this texture window the texture should repeat up 
untill the coords are met. Thing is this does not work. My set up is: 


etRect (&GSDRAWENV.tw, standTex.left,standTex.top, standTex.width, standTex.hei 
ght); 


Then I set up the U and Vs on the primitive, i.e: 


primPtr->u0 = 0; 
primPtr->v0 = 0; 
primPtr->ul = 32*10 
primPtr->vl = 0; 
primPtr->u2 = 0; 
primPtr->v2 = 96; 
primPtr->u3 = 32%*10; 
primPtr->v3 = 96; 


This should repeat the texture 10 times as I multiply the width of the 
texture (32) by 10. Becuase there is a new texture window set up in VRAM I 
reference only this window thats why no matter what X position in the VRAM 
the image is as long as the .tw value of GSDRAWENV is set to that specific 
texture the top left will always be 0,0. 


VVVVVVVVVVVVVV VV VV VV DV VV VV VO V VV VV VV VV V 


Anyone have any ideas why its not working? All i get is the typical 
garbled 

> up corrupted texture. 

> 
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> Thanks in advance, 

> Max 

> 

P.S. When figured out this will also go in the DTMD mini tutorial. 


> 
> 
> 
> 
> 


—-MESSAGE FILE 8357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07084 


—-MESSAGE FILE 8358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007085 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Decaying orbit 

Date: Fri, 24 Aug 2001 01:12:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9m4611Sfb51@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Saw this link whilst browsing through some of the SCEA news groups.... 


http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_ntsc.zip 
- NTSC (514k) 


http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_pal.zip 
- PAL (515k) 


Quite a good game! 
-Kenny 


--MESSAGE FILE 8358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07085 


--MESSAGE FILE 8359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007086 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Famous Faces 

Date: Fri, 24 Aug 2001 12:04:10 +0100 

Organization: SCEE 

Lines: 14 

Message-ID: <9m5cgv$fb52@www.netyaroze-europe.com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Hi all, 


Just noticed in the new issue of Develop 
Two former Yarozers! 


Nick F with letter of the month, moaning about the price of ECTS... go Nick! 
and our very own George Bain or Bains as develop misprinted! 


Wahey! 
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James B 


—-MESSAGE FILE 8359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07086 


—-MESSAGE FILE 8360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007087 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Rocks & Gems help for OPM... 

Date: Fri, 24 Aug 2001 13:33:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9m5hjvSfb53@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-140-27.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've been keeping in contact with one of the journos at OPM regarding yaroze 
type issues and he's asked me to make a little plea on his behalf: 


"I've had this lady reader hassling me all week because she's stuck on level 
8 of Rocks and Gems (and has been for the past two years, so she tells me!). 
I've mailed the chap who wrote it - Gerhard? - but he hasn't replied as yet. 


I was wondering if you could help me out because I'm getting a little tired 
of the women calling three times a day - I just don't have the heart to tell 
her to p*** off. So, Level 8 - the water level apparently - could you 


possibly offer any insight as to how to get past it. I'm sure you'll make a 
young lady very happy. 


If not, have you any ideas where I might be able to find a solution on the 
web?" 


I've not played rocks n gems past the first level to be honest, boulderdash 
was never my thing, so i'm no help. Anyone finished it? 


Matt 


—-MESSAGE FILE 8360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07087 


—-MESSAGE FILE 8361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007088 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 13:37:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9m5hrmS$fb54@www.netyaroze-europe. com> 
References: <9m5cgvS$fb52@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-140-27.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've never managed to get hold of Develop down here in Cornwall, are 
WHSmiths supposed to carry it? 


Nice one George and the (ubiquitous) Nick. 


Matt 
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James Burns <ps_yaroze@scee.net> wrote in message 
news: 9m5cgv$fb52@www.netyaroze-europe.com... 


> Hi all, 

> 

> Just noticed in the new issue of Develop 

> Two former Yarozers! 

> 

> Nick F with letter of the month, moaning about the price of ECTS... go 
Nick! 

> 

> and our very own George Bain or Bains as develop misprinted! 
> 

> Wahey! 

> 

> James B 

> 

> 


—-MESSAGE FILE 8361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07088 


-—-MESSAGE FILE 8362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007089 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 13:38:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9m5hviSfb55@www.netyaroze-europe. com> 
References: <9m5cgvS$fb52@www.netyaroze-europe. com> 
NNTP-Posting-Host: visdundee.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


I've been speaking to NickF about this. He really is turning into a media 
whore. 

> 

> Nick F with letter of the month, moaning about the price of ECTS... go 
Nick! 

> 


Are any of you guys from SCEE going to be floating around ECTS? If so do 
you fancy a pint? 


Bob "I'm an alcoholic student" Shand :) 


> and our very own George Bain or Bains as develop misprinted! 
> 
bob@shand.org.uk 


-—-MESSAGE FILE 8362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07089 


—-MESSAGE FILE 8363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007090 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 13:47:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9m5ifrSfb56é@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hrm$fb54@www.netyaroze-europe 
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. com> 

NNTP-Posting-Host: visdundee.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


Nope EB apparently do. 


Also they give it away to students too (So you could lie :) 1:11 dig out 
the details 


Bob 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9mShrm$fb54@www.netyaroze-europe.com... 

> I've never managed to get hold of Develop down here in Cornwall, are 
WHSmiths supposed to carry it? 


> 
> 
> Nice one George and the (ubiquitous) Nick. 
> 
> 


Matt 


—-MESSAGE FILE 8363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07090 


—-MESSAGE FILE 8364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007091 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 13:59:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9m5j5bSfb57@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-140-27.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I've been speaking to NickF about this. He really is turning into a media 
> whore. 


The next Molyneux/DavePerry/JezSan ?! 


> Are any of you guys from SCEE going to be floating around ECTS? If so do 
> you fancy a pint? 


I'm not from SCEE but i'll definately be there one of the days at least, as 
soon as I know exactly when i'll post. Hopefully we could have some kind of 
yaroze get together/drinking competition ? 


—-MESSAGE FILE 8364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07091 


—-MESSAGE FILE 8365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007092 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 14:03:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 6 

Message-ID: <9m5jcpS$fb58@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hrm$fb54@www.netyaroze-europe 
.com> <9m5ifrS$fb56@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-140-27.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Nope EB apparently do. 


The Truro (Cornwall) branch doesn't, it doesn't get Edge either, and the 
staff have no clue but I suppose thats the same as a regular EB. 


—-MESSAGE FILE 8365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07092 


-—-MESSAGE FILE 8366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007093 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 16:41:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9m5sp6Sfb59@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hrm$fb54@www.netyaroze-europe 
-com> <9mb5ifr$fb56@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-236.blastoise.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Also they give it away to students too (So you could lie :) I'll dig out 
> the details 


Great! I'm a student and it would fit right into my course. Gimme details! 
Never heard of the mag tho... is it new, where can you usually get it? 


Max 


—-MESSAGE FILE 8366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07093 


—-MESSAGE FILE 8367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007094 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TOD animation format 

Date: Fri, 24 Aug 2001 16:52:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9m5tdsS$fb510@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-236.blastoise.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 


I'm trying to get my thumb on this .TOD format. Am I right in saying that 
the .TOD file only contains information on keyframes of an animation and not 
the actual model data, i.e. there is a .TMD file that goes with it? I just 
always assumed that everthing was in the .TOD file. 
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I have read the .TOD descriptor and its a bit cryptic to say the least 
(sorry to whoever wrote it - but it is!) where exactly does the .TMD file 
get linked in? I found a reference to the GsDOBJ2 structure "When packet 
type is 0001, data that sets the coordinates of the GsDOBJ2 structure is 
stored in packet data" I take it this means that I have to link my .TMD to 
my handler (using GsLinkObject4) before hand??? 


I'm currently trying to write an exporter for MilkShape 3D that will export 
a .TOD file and a .TMD if what I say is true. Also, the descripor says that 
the .TOD packets can store lighting and camera information, why would I want 
to store camera and lighting infomation in a .TOD file??? or am I reading 
the situation all wrong. BIW, that texture repeating issue is still bugging 
me (see 4 topics down). 


Thanks for any help! 
Max 


—-MESSAGE FILE 8367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07094 


—-MESSAGE FILE 8368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007095 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Fri, 24 Aug 2001 17:09:30 +0100 

Organization: SCEE 

Lines: 23 

Message-ID: <9m5udf$fb511@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hrm$fb54@www.netyaroze-europe 
.com> <9m5ifrS$fb56@www.netyaroze-europe.com> <9m5sp6S$fb59@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Max, 


Their website may have details 
www.developmag.com 


Later 
James B 


"Max" <mad.max@which.net> wrote in message 
news: 9m5sp6S$fb59@www.netyaroze-europe.com... 


> > Also they give it away to students too (So you could lie :) I'll dig 
out 

> > the details 

> 

> Great! I'm a student and it would fit right into my course. Gimme details! 
> Never heard of the mag tho... is it new, where can you usually get it? 

> 

> Max 

> 

> 


—-MESSAGE FILE 8368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07095 


—-MESSAGE FILE 8369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007096 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Decaying orbit 

Date: Fri, 24 Aug 2001 19:11:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9m6513Sio0j1@www.netyaroze-europe.com> 
References: <9m4611Sfb51@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-181-135-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


It's a superb game; have you visited the website: 
http://www. dragonshadow.com/? 


cheers 

Derek 

> Saw this link whilst browsing through some of the SCEA news groups.... 

> 

> http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_ntsc.zip 
> — NTSC (514k) 

> 

> http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_pal.zip 
> — PAL (515k) 

> 

> Quite a good game! 

> -Kenny 

> 

> 


—-MESSAGE FILE 8369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07096 


-—-MESSAGE FILE 8370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007097 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Shift JIS 

Date: Fri, 24 Aug 2001 23:16:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9m6jvpSioj2@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9ks8gl1S$4at7@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: cvx-213-48-181-135-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi 
Here's a program from the demos area which coverts ASCII to SHIFT-JIS. 
http://www.netyaroze-europe.com/yaroze/ftp/scee/demos/other/asc2sjis.zip 


cheers 
Derek 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 

news: 9ks8glS$4at7@www.netyaroze-europe.com... 

> Does anyone know how the Shift JIS stuff works, I want to convert to and 
from ASCII, but I have no idea what format Shift JIS is so it makes it 
really hard to convert :) 


Thanks 
Nigel 


VV VV V V V 
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—-MESSAGE FILE 8370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07097 


—-MESSAGE FILE 8371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007098 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: 24 Aug 2001 22:30:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01cl2ceb$fba64880$9709e4d5@pal-—s-—omnibook> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
.com> <01c129caSa5a6f£700Sd81fe4d5@pal-—s-—omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: nas-—cbv-6-9-151.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in article 
<9m1d9cS$b2i7@www.netyaroze-europe.com>... 

<snip> The only change I am going to have to do is that as I am 

> trying to find the angle between a bug and its target ( whatever it may 
be ) 

> the distance may be quite large.. 


Oh, yes, I had'nt thought about that. I just needed the angle to properly 
rotate a ship according to its deplacement. This will make a difference... 


><snip>and I end up with 30-40 bugs calculating new directions each frame. 


What about not calculating every frame? A bug changing direction only once 
in ten or whatever frames should'nt make a visible difference; this makes 
for a cheap and big processor time saving. 


No other suggestions for now... 
pal 


—-MESSAGE FILE 8371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07098 


—-MESSAGE FILE 8372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007099 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Repeating Textures 

Date: Fri, 24 Aug 2001 21:44:48 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9m704fSioj3@www.netyaroze-europe. com> 
References: <9m0ck6$b2i3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust5.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


so far, like Ben said, i haven't seen it done in any of the yaroze games i 
have played. i think one way around the problem would be to divide the one 
large polygon (in your case i think the spectator stand) into maybe 4 or 8 
polygons (or higher) and then apply the texture to each one so that it is 
not stretched across a single poly and made to look blurry. 


good luck with MonkeyRegs, 


—Omar 
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--MESSAGE FILE 8372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07099 


-—-MESSAGE FILE 8373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007100 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mem Cards 

Date: Sat, 25 Aug 2001 15:25:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9m8cmmSioj4@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl1l4@www.netyaroze-europe.com> <9kpd01$qtb15@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host213-122-145-111.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Does the directory from the mem cards get stored somewhere, I'm using 
firstfile() and nextfile() to read the list of files on the memory cards, 
but if I swap the cards they still return the same files and the same number 
as on the previous card, so if one card has 10 files and I read the list 
first even if the next card has 6 files on it the original 10 are still read 
in and show the filenames for the previous card as well, I use the filenames 
to read the headers and show the icons and these are always correct, so if 
file 1 on card 1 is "foobar_001" and I read in the icon it displays the 
foobar_001 icon, if I switch cards are read in file 1 again the name is 
still "foobar_001" but the icons is read in as "foobar_101" 


I thought it might be the DIRENTRY structure so I clear each entry before I 
start, I clear the count before I start in fact I clear all my variables 
before I start... is there anything I should know? 


Any help please? 


Cheers 
Nigel 


—-MESSAGE FILE 8373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07100 


-—-MESSAGE FILE 8374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007101 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Sun, 26 Aug 2001 00:26:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <9m9c88Sio0j5@www.netyaroze-europe. com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
-com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f£700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01cl2cebSfba648805$9709e4d5@pal—s—omnibook> 

NNTP-Posting-Host: host213-122-191-50.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Good point.. in fact the pause would probably make for a more realistic 
response. 


btw.. all that stuff I wrote about shifting etc.. it really was twaddle.. I 
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had a bit more of a think about other solutions and I have a nice simple 


elegent one which should still be pretty quick... quicker then all them if's 
and shifts and stuff ! 

Havent written it yet ( Ive been mucking around with the crap graphics 
again.. trying to make them look reasonable ) but it goes something like 


ERIS? 


I keep the table just as you got it but in the function : long 
getAngleForXY (int dx, int dy, long currentAngle) 


int tmpx, tmpy, tmp 

tmpx = abs (dx); 

tmpy = abs (dy); 

tmp = (tmpx<tmpy) ? tmpy : tmpx; 


if ( tmp > XYRange ) 

{ 
tmp = ( tmp + XYRange -1 ) / XYRange; 
dx = dx / tmp; 
dy = dy / tmp; 

} 


return angleForXY[dy+XYRange] [dx+XYRange] ; 
} 


So : for example if XYRange = 16 and dx = -17 and dy = 4 

then 

tmp = (17 + 16 - 1) / 16 which is 2 

therefore 

dx = -17/2 = -8 

dx = 4/2 = 2 

voila... the function will work.. OK.. so it doesnt end up with a brilliant 


position in the table but its quick. The worst case would be this particular 
one where I end up in the middle of the table. Im gonna have to try it to 
make sure it doesnt end up giving me wobbly results but increasing the table 
size should reduce it. 


Dunno if this is of interest to anyone but what the heck.. Im sitting taking 
a break from drawing so I thought Id share my thoughts. 


Cheers 
John ( QuietBloke ) 


"pal" <pal_news@hotmail.com> wrote in message 

news: 01cl2ceb$fba64880$9709e4d5@pal-—s-omnibook... 

> John ( QuietBloke ) <quietbloke@btinternet.com> wrote in article 
<9m1d9c$b2i7@www.netyaroze-europe.com>... 

<snip> The only change I am going to have to do is that as I am 

> trying to find the angle between a bug and its target ( whatever it may 
be ) 

> the distance may be quite large.. 


Oh, yes, I had'nt thought about that. I just needed the angle to properly 
rotate a ship according to its deplacement. This will make a difference... 


><snip>and I end up with 30-40 bugs calculating new directions each frame. 


What about not calculating every frame? A bug changing direction only once 
in ten or whatever frames should'nt make a visible difference; this makes 
for a cheap and big processor time saving. 

No other suggestions for now... 


pal 


VVVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 8374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07101 
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-—-MESSAGE FILE 8375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007102 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Shift JIS 

Date: Sun, 26 Aug 2001 10:09:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9maeikSgqrj1l@www.netyaroze-europe.com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9ks8gl1S$4at7@www.netyaroze-europ 
e.com> <9m6jvp$ioj2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-71-115.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


Thanks Derek, 


proved very useful, everything is now working except the directory stuff 
which is so strange its beyond belief, its a great game in itself. 


I'm uploading a small test program to show how things are going. Don't try 
it on a MemCard with anything important on it, I've been running it for a 
while with no ill effects but for safety sake don't use the delete option. 


http://www.netyaroze-europe.com/~ncritten/ should be there later today. 


Nigel 


—-MESSAGE FILE 8375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07102 


—-MESSAGE FILE 8376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007103 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Shift JIS 

Date: Sun, 26 Aug 2001 10:31:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9mafrbSqrj2@www.netyaroze-europe. com> 

References: <9kpcjuSqtbl4@www.netyaroze-europe.com> <9ks8gl1S$4at7@www.netyaroze-europ 
e.com> <9m6jvp$ioj2@www.netyaroze-europe.com> <9maeikSqrjl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-71-115.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


I've now uploaded the test program. 
If you have more than one memcard to test it with that would be great, it 
doesn't check to see if you have swapped cards so you need to use the X 


button for that. 


It so stupid there must be a way to reinitalise the filelist stuff firstfile 
and nextfile. 


Anyway try it out be careful etc. http://www.netyaroze-europe.com/~ncritten/ 


Nigel 


—-MESSAGE FILE 8376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07103 
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-—-MESSAGE FILE 8377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007104 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Repeating Textures 

Date: Sun, 26 Aug 2001 20:05:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9mbhg4Sqrj3@www.netyaroze-europe. com> 

References: <9m0ck6$b2i3@www.netyaroze-europe.com> <9m0vht$b2i6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-29.bellsprout.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I'm half way there: I can get the texture to repeat but now becuase I have 
an open texture window all the textures are overwritten by each other even 
though I redivine the texture window coordinates which is strange. 


Max 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9mMOvht$b2i6@www.netyaroze-europe.com... 

> Not sure I understand the problem... do you want to tile a texture on 

> specific polygons? If that's the case, I'm pretty sure you can't do that 
on 


v 


PlayStation. 


"Max" <mad.max@which.net> wrote in message 
news :9m0ck6$b2i3@www.netyaroze-europe.com... 
Hi all, 


I believe this should be in the 3D newsgroup but it doesn't get much 
attention, so: 


Does anyone know how to set up repeating textures for TMDs? I have set up 


texture window using GSDRAWENV around my texture, the idea is that if my 
coordinates go outside this texture window the texture should repeat up 
untill the coords are met. Thing is this does not work. My set up is: 


etRect (&GSDRAWENV.tw, standTex.left,standTex.top, standTex.width, standTex.hei 
ght); 


Then I set up the U and Vs on the primitive, i.e: 


primPtr->u0 = 0; 
primPtr->v0 = 0; 
primPtr->ul = 32*10 
primPtr->vl = 0; 
primPtr->u2 = 0; 
primPtr->v2 = 96; 
primPtr->u3 = 32*10; 
primPtr->v3 = 96; 


This should repeat the texture 10 times as I multiply the width of the 
texture (32) by 10. Becuase there is a new texture window set up in VRAM I 
reference only this window thats why no matter what X position in the VRAM 
the image is as long as the .tw value of GSDRAWENV is set to that specific 
texture the top left will always be 0,0. 


VVVVVVVVVVVVVV VV VV VV DV VV VV VD VV VV VV VV VV 


Anyone have any ideas why its not working? All i get is the typical 
garbled 
> up corrupted texture. 


> 
> Thanks in advance, 
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Max 


> 
> 
> P.S. When figured out this will also go in the DTMD mini tutorial. 
> 
> 
> 
> 


—-MESSAGE FILE 8377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07104 


—-MESSAGE FILE 8378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007105 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Decaying orbit 

Date: Mon, 27 Aug 2001 00:16:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9mbvqkSqrj4@www.netyaroze-europe. com> 

References: <9m4611Sfb51@www.netyaroze-europe.com> <9m6513Sioj1@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


I have now! Thanks for the link. 
-Kenny 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news:9m6513$ioj1@www.netyaroze-europe.com... 

It's a superb game; have you visited the website: 
http://www.dragonshadow.com/? 


cheers 
Derek 


> Saw this link whilst browsing through some of the SCEA news groups.... 

> 

> 
ttp://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_ntsc.zip 

> — NTSC (514k) 


ttp://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_pal.zip 


- PAL (515k) 


Quite a good game! 
-Kenny 


VVVVVVVVOVVV OV VV VV VV VV 
VVVVVV EVV 


—-MESSAGE FILE 8378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07105 


—-MESSAGE FILE 8379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007106 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: 27 Aug 2001 09:47:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 
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Message-ID: <0Olcl2edc$cc2bf440$991fe4d5@pal—s—omnibook> 


References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9] 
-com> <01c1297eS8cb6e8a0$SLocalHost@pal-—s-omnibook> <9] 


loeu8S$p3k3@www.netyaroze-europe 
lrqqf$3 j63@www.netyaroze-europe 


.com> <01c129caSa5a6f£700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <0O1lcl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 


om> 
NNTP-Posting-Host: nas-cbv-2-31-153.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I agree that this new method is far more elegant than 


the shift's one, but 


are you sure it'll be quick enough? It uses three divide's, which I believe 


will take a lot of time, won't they? 


Anyway, please let us know the results and your final 
this angle problem is a recurrent one... 


pal 


implementation, as 


—-MESSAGE FILE 8379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07106 


-—-MESSAGE FILE 8380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007107 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Robot Ron OPM - New Game 
Date: 27 Aug 2001 09:47:34 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 


Message-ID: <01c12edc$cela56c0$991fe4d5@pal-—s-—omnibook> 


References: <9ljhca$9aql@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-2-31-153.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Matt, 


Your game is one of my fav yaroze games. I remember playing the older 
version a few months ago, alterning with Yarozians, and I was happy to give 


a go at the new one. 


The game design is simple and very good; in the vein of the old Ultimate 
games (Jetpac, Pssst...), and very well realized. This is typically what I 


thought Yaroze games would/should be when I first heard of the machine. 


Particular points i like: 

- The boss. It's fun. At first sight I thought it was 
me, with its cool voice (nice 'mouth' effect btw). 

- The score which trembles. 

- The pace (levels, transitions, power ups). 

- The deceptively quiet ambiance. 

- Frantic Robotron-like action. 


Particular points i don't like: 


cheap, but it grew on 


— Although i like the new design of the green enemies, the blues ones were 


far better in the older version to my taste. They had 


this incredibly 


stupid look like the blobs in Cookie (and moreover, as my brother pointed 
out, they looked exactly like my mother's cat, which as for stupid look is 
a reference). Please get them back! Or at least use them in another game. 


- I don't like the player ship or the orange enemies' 


designs (sorry, but I 


have to be honest). I'm not fond of the orange enemies movement either. To 


me, the fact that they go out and cycle the screen is 
the other enemies. 


Misc 
- I prefer the digital controls. 


not consistent with 


- I tried to cheat my score up with that lpoint-for-firing, then to cheat 
and get powerups by waiting for them with just a few enemies left... but 


with no success! 


- That level with just two blue 'nests'. I hate it. After many temerarious 
attempts to get them frontly, I now just sit in a corner, prying. (Don't 
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take me wrong, this level is good, it's just too hard for me!) 

- I wanted to get a decent score before giving feedback... It's still very 
far from Derek's, but hey, I have to give feedback. (see your email) 

— Sometimes one player shot goes very slower than the other ones. Is this 
made on purpose? 


Cheers, 
pal 


—-MESSAGE FILE 8380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07107 


—-MESSAGE FILE 8381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007108 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Mon, 27 Aug 2001 15:46:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <9mdmkjS$S1sbl@www.netyaroze-europe. com> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <01c1l2edcS$cela56c0$991fe4d5@pal-s 
-omnibook> 

NNTP-Posting-Host: host213-122-178-6.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Thanks for this analysis, some excellent points: 
> in the vein of the old Ultimate 


> games ... This is typically what I 
> thought Yaroze games would/should be 


Thanks for the Ultimate comparison, not quite sure if it's that good :) The 
aim overall was to do something fun/original/small with good gameplay, I 
like the idea of having a little gameplay idea (in this case doing robotron 
with the analog sticks) and implementing it quickly. 


> poor graphics 


Yep I know the Bosses/orange enemies/blue blokes/ship look crappy, i'm no 
artist :( With the OPM version i've tried to have a more consistent look 
even if it is worse in places. If anyone wants to produce some top notch 
graphics then get in touch but i'm so sick of fiddling in photoshop these 
days I doubt i'll update them myself for a fair while, if ever. 


> I'm not fond of the orange enemies movement either. 
> To me, the fact that they go out and cycle the screen 
> is not consistent with the other enemies. 


Yep I agree, they were put in like that very early on and I did subsequently 
try and make them bounce and stuff but I couldn't emulate the way they force 
the player to the left and rain down on you gameplay wise, and I really 
liked the way that dynamic worked, so they remain. 


> — I prefer the digital controls. 


Weird? Is this because you find it easier, I definately think using the 
analog is a huge advantage once you get used to it. 


> - I tried to cheat my score up with that lpoint-—for-firing, 
> then to cheat and get powerups by waiting for them with 
> just a few enemies left 


I anticipated this, shooting only gets you a point during the bad guy 
spawning period, powerups only appear during this time too. There are a few 
sneaky tactics you can use though: 


- Leave all the baddies and go right up to the edge of the screen and shoot 


Net Yaroze newsgroups message dump.txt Page 5510 


off it, this will give you optimum fire rate and so score max points while 
you get a point for each bullet shot. Of course on later levels it's pretty 
impossible to avoid all the enemies, and the extra score you get probably 
isn't worth it. 


- On the first level dont collect the powerups as they appear and kill 
yourself once the spawning period is over. Once you are down to your last 
life there should be three, or maybe four, powerups floating around on the 
first level, so grab them and continue through the game. You have to be 
confident you won't loose a life but you need to do it all at full 
multiplier anyway for the big scores (your multiplier goes to zero after 
dying) and it does give you a sizable firepower advantage. 


> — That level with just two blue 'nests'. I hate it 


Yep it is a little tricky for so early on, it gets a bit easier afterwards 
for a bit to give you a rest. I hide in the corner too, but one of my 
friends with better reflexes can do it without. 


> — Sometimes one player shot goes very slower than the other 
> ones. Is this made on purpose? 


yes, it depends on how far you push the analog stick, so you can fire slow 
or fast bullets, not sure how useful it is tho :) 


—-MESSAGE FILE 8381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07108 


—-MESSAGE FILE 8382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007109 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Making life easier 

Date: Mon, 27 Aug 2001 16:03:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9mdnmiSlsb2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-156-193.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


I wanted to do something quick and simple gameplay wise but it's not worked 
out its always gets really complicated so to make my life easier I've 
written a couple of tools to strip graphics into tile sheets, write out 
maps, convert maps for the Yaroze etc. 


I'm now writing something to cut up boxed sprites and lay them onto a fresh 
sheet ready for the Yaroze, all aligned correctly with the various 
bounderies needed. 


Are there any gotchas I need to know about before I start, I know the u, v 
need to be even and it's easier if the sheet isn't bigger than 256 x 256 but 
are the rules different for 4bit and 8bit, i've had a look in the manuals 
but they don't exactly jump out at you in big red lettering saying do it 
this way... 


Once this is done all I need is a utility to clean my keyboard and I'll be 
set :) 


TIA 
Nigel 


—-MESSAGE FILE 8382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07109 
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T 


--MESSAGE FILE 8383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007110 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Maths Functions? 

Date: Mon, 27 Aug 2001 16:42:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9mdpv0$1sb3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


What do i have to include to get the sqrt and pow funtions to work? And if i 
can't what alternatives are there? Obdviously Pow(X,2) and be changed for 
X*X if it realy has to be, but what can you do for the square root with out 
either function? 

Chris 


--MESSAGE FILE 8383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07110 


--MESSAGE FILE 8384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007111 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 16:53:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <9mdqcuSlsb4@www.netyaroze-europe.com> 
References: <9mdpv0Slsb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-165-224 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Here's a square root I did a long time ago -- it's probably too slow for 
‘in-game' calculations allthough fine for using in initialization phases. 
It first approximates to a straight line and then tests the values until it 
finds the right on. 


int integer_square_root( int n ) 
{ 
// V1.0 Jon Prestidge 1997 


register int i; 
register int square; 
register int previous_square; 


if (n< 0) 
{ 
#if DIAGNOSTICS_REQUIRED 
err_dis( 129 ); 
#endif 
return 0; 


if ( !n ) return 0; // square root of zero is zero, 
i = 0; 

if (n> 99 && n < 300 ) 1 = 10; 

if (n> 299 && ո Հ 400 ) 1 = 17; 

if ( n > 399 && ո Հ 1970 ) i = (n / 64 ) + 13; 

if ( n > 1969 && ո Հ 9450 ) i = (n / 128 ) + 23; 

if ( n > 9449 && n < 27000 ) i = (n / 256 ) + 58; 
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( n > 26999 ) i Հ (n / 512 ) + 112; 

( n > 120000 ) 

{ 

#if DIAGNOSTICS_REQUIRED 
err_dis( 130 ); 

#endif 

return i; 

} 

if (i> 0 ) i--; 

square = i * i; 

while ( n > square ) 


{ 


if 
if 


previous_square = square; 

itt; 

square = i * i; 

} 
if ( n - previous_square < square - n ) i = i - 1; 
// printf( "square-root of 24 15 %dNn", ո, i ); 


return i; 


) 


—-MESSAGE FILE 8384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07111 


—-MESSAGE FILE 8385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007112 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 16:57:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9mdqj8Slsb5@www.netyaroze-europe. com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-165-224 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Oh yes and there are fast square root emulations .... I saw one on a news 
group a while back. (I wrote one myself too but it's secret.) 
Jon 


—-MESSAGE FILE 8385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07112 


—-MESSAGE FILE 8386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007113 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 17:39:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9mdt9hSlsb6@www.netyaroze-europe. com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


ok, thanks for the function, although if its slow it probably wont work for 
what im doing. I need to find the angle that the left analogue stick is 
pointing in and how far in that direction. Im using pythag for the distance 
and need the square root to find it. This of course is done ever frame so 
needs to be quite simple.. =\ 

Chris 


—-MESSAGE FILE 8386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07113 


—-MESSAGE FILE 8387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007114 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rocks & Gems help for OPM... 

Date: Mon, 27 Aug 2001 17:41:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9mdtdh$lsb7@www.netyaroze-europe. com> 

References: <9m5hjvS$fb53@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


Well i got stuck on level 2 having destroyed all the fish like things and 
collecting all the gems i was still some short and so gave up. 


--MESSAGE FILE 8387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07114 


—-MESSAGE FILE 8388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007115 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Mon, 27 Aug 2001 17:44:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9mdtipSlsb8@www.netyaroze-—europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
.com> <9m5j5bS$fb57@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 

X=Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


I was planning on going but never got round to getting a ticket =( maybe 
next year then... 
Chris 


—-MESSAGE FILE 8388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07115 


—-MESSAGE FILE 8389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007116 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 18:13:45 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9mduurS1lsb9@www.netyaroze-europe. com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt9h$lsb6é@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


There are only 256 possible values for the X and Y positions of the sticks, 
so a look up table would be small and fast. No? 


-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 9mdt 9h$lsb6@www.netyaroze-europe.com... 

> ok, thanks for the function, although if its slow it probably wont work 
for 

> what im doing. I need to find the angle that the left analogue stick is 

> pointing in and how far in that direction. Im using pythag for the 
distance 

> and need the square root to find it. This of course is done ever frame so 
needs to be quite simple.. =\ 

Chris 


> 
> 
> 
> 


—-MESSAGE FILE 8389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07116 


—-MESSAGE FILE 8390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007117 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Mon, 27 Aug 2001 18:22:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9mdvpf$lsb10@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
.com> <9m5j5b$fb57@www.netyaroze-europe.com> <9mdtipSlsb8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-75-192.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


register today and you still ought to get one, or turn up and complete a 
form 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 9mdtipSlsb8@www.netyaroze-europe.com... 

> I was planning on going but never got round to getting a ticket =( maybe 
next year then... 

Chris 


> 
> 
> 
> 


—-MESSAGE FILE 8390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07117 


—-MESSAGE FILE 8391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007118 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 18:22:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9mdvpo$1sb11@www.netyaroze-europe.com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt9hS$lsb6@www.netyaroze-europe.com> <9mduurSlsb9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


Urm probably... ive never used a look up table... 


How do they work? 


—-MESSAGE FILE 8391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07118 


—-MESSAGE FILE 8392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007119 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 18:53:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9mel9vSl1sb12@www.netyaroze-europe.com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt 9hS$lsb6@www.netyaroze-europe.com> <9mduurSlsb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11@www.netyaroze-europe.com> 

NNTP-Posting-Host: pc2-kirk2-0-cust187.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Hi Chris, 
A look up tabel is just a fancy name for an array. 


Lets say the stick can move 1cm up, down, left and right. 

Then a value of 0 from the stick would be 1 cm left, a value of 255 would be 
1 cm right. 

Therefore each value represents 128th of a cm. (which is 0.0078125 of a cm) 


Build an array like this: 
float x_pos[256] 


Then during initialisaztion populate each element of the array with the 
distance the stick moves. 

for (int z = 0; 2Հ256:2-ԻՀ) 

{ 


x_pos[z]= -1 + (0.0078125 * z); 
} 


then to read the distance the stick has moved, just look up the element 
number which represents the value from the pad. 


For example, is the pad value was 123, your distance would be x_pos[123] 


Hope this helps! 
-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: 9mdvpo$1sb11@www.netyaroze-europe.com... 

> Urm probably... ive never used a look up table... 

> How do they work? 
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> 
> 


—-MESSAGE FILE 8392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07119 


—-MESSAGE FILE 8393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007120 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Mon, 27 Aug 2001 18:53:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9melg1$1sb13@www.netyaroze-europe.com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f£700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01c12ceb$fba64880$9709e4d5@pal-s-omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <O1lcl2edcScc2bf440$991fe4d5@pal—s—omnibook> 

NNTP-Posting-Host: host213-1-166-183.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


aye.. To be honest I have absolutely no idea how fast an integer divide is. 
Im just kinda assuming it cant be any slower then the several if's and 
shifts' etc of the other solution. 

Anyway.. I shall keep you informed.. and thanx for the initial code.. was a 
real time saver. 


Cheere 
John ( Quietbloke ) 


"pal" <pal_news@hotmail.com> wrote in message 

news: 01lcl2edcS$cc2bf440$991fe4d5@pal-—s-omnibook... 

> I agree that this new method is far more elegant than the shift's one, but 
> are you sure it'll be quick enough? It uses three divide's, which I 
believe 

> will take a lot of time, won't they? 


Anyway, please let us know the results and your final implementation, as 
this angle problem is a recurrent one... 


pal 


VVVVVVV 


—-MESSAGE FILE 8393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07120 


-—-MESSAGE FILE 8394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007121 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 19:24:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9me3et$l1sb14@www.netyaroze-europe.com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt 9hS$lsb6@www.netyaroze-europe.com> <9mduurSlsb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11l@www.netyaroze-europe.com> <9mel9v$1sb12@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Cheers, might come in usefull... the problem is, from what i can see, that 
only gives the distance on the X and Y seperately. I want the distance, (in 
pixels will do) that its moved by taking the X distance and the Y distance 
and using pythag to find out the lengh of the other side. 

Would it just be easier to use trig to find out the angle and the trig again 
for the lengh? or would that be too inaccurate.. while im on the point, how 
do you do Sin to the -1 thingy?? 

Chirs 


—-MESSAGE FILE 8394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07121 


—-MESSAGE FILE 8395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007122 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 19:31:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9me3r6$1sb15@www.netyaroze-europe. com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt9h$lsb6@www.netyaroze-europe.com> <9mduurS$1sb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11@www.netyaroze-europe.com> <9mel9vS$lsb12@www.netyaroze-europe.com> <9me 
3et$lsb14@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-22-227.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


I just found my green library referance and the sqrt() function was in there 
but it didn't say if any files were needed. 


—-MESSAGE FILE 8395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07122 


—-MESSAGE FILE 8396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007123 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 21:18:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9me9t8S1sb16@www.netyaroze-europe. com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt9h$lsb6@www.netyaroze-europe.com> <9mduurS$1lsb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11@www.netyaroze-europe.com> <9mel9vS$lsb12@www.netyaroze-europe.com> <9me 
3et$lsb1l4@www.netyaroze-europe.com> <9me3r6$1lsb15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-71-74.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


you have to build your prog with the floating point stuff to get those 
functions I think 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 9me3r6S$lsb1l5@www.netyaroze-europe.com... 

> I just found my green library referance and the sqrt() function was in 
there 

> but it didn't say if any files were needed. 
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> 
> 


-—-MESSAGE FILE 8396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07123 


—-MESSAGE FILE 8397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007124 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Mon, 27 Aug 2001 21:30:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <9meaj1$1sb17@www.netyaroze-europe.com> 

References: <9loc6a$p3k2@www.netyaroze-europe.com> <9loeu8$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
.com> <01c129caSa5a6f£700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01lcl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <Olcl2edcScc2bf440S$991fe4d5@pal-—s-omnibook> <9melg1$1sb13@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host213-122-71-74.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> I have absolutely no idea how fast an integer divide is 


it's only one CPU instruction... it may take an extra clock cycle or two 
longer to execute than a logical shift operation for example, but it's 
still very, very quick. 


> cant be any slower then the several if's 


one integer divide should be a lot quicker that several IFs. The Risc 
chip can only compare against zero so unless you're IF compares a value 
against zero the IF statment will be two CPU instructions ( a subtract anda 
compare-and-branch ). 


A big over head is the loading and unloading of variables to CPU registers 
from memory and back again...if you can arrange small performance critical 
routines to use just a few variables (or just two if you can manage it) then 
it's a lot quicker because there's more chance of the variable staying in a 
CPU register and not being loaded back and forth to memory. 


Jon 


John ( QuietBloke ) <quietbloke@btinternet.com> wrote in message 

news: 9melg1lS$lsb13@www.netyaroze-europe.com... 

> aye.. To be honest I have absolutely no idea how fast an integer divide 
is. 

> Im just kinda assuming it cant be any slower then the several if's and 
shifts' etc of the other solution. 

Anyway.. I shall keep you informed.. and thanx for the initial code.. was 


real time saver. 


Cheere 
John ( Quietbloke ) 


"pal" <pal_news@hotmail.com> wrote in message 
news:01lcl2edcS$cc2bf440$991fe4d5@pal-—s-—omnibook... 

> I agree that this new method is far more elegant than the shift's one, 
but 

> > are you sure it'll be quick enough? It uses three divide's, which I 

> believe 

> > will take a lot of time, won't they? 

>> 


VVVVVVVV@&V Vv 
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Anyway, please let us know the results and your final implementation, as 
this angle problem is a recurrent one... 


pal 


VVVVVVVV 
V V V V V V 


—-MESSAGE FILE 8397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07124 


-—-MESSAGE FILE 8398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007125 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Mon, 27 Aug 2001 22:14:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <9med8sSl1sb18@www.netyaroze-europe. com> 

References: <9loc6a$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
-com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01c12ceb$fba64880$9709e4d5@pal-s-omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <Olcl2edcScc2bf440S991fe4d5@pal-—s-omnibook> <9melg1$1sb13@www.netyaroze-europe.c 
օո» <9meaj1l$1sb17@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-33-159.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Nice one Jon, 
That certainly seems to suggest my solution should be pretty nimble. 
Where'd you get that info from .. if you dont mind me asking 


Cheers 
John (Quietbloke) 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9meajl$lsb17@www.netyaroze-europe.com... 

> > I have absolutely no idea how fast an integer divide is 

> 

> ... it's only one CPU instruction... it may take an extra clock cycle or 
two 
longer to execute than a logical shift operation for example, but it's 
still very, very quick. 


> cant be any slower then the several if's 


one integer divide should be a lot quicker that several IFs. The 
isc 
chip can only compare against zero so unless you're IF compares a value 
against zero the IF statment will be two CPU instructions ( a subtract and 


compare-and-branch ). 


A big over head is the loading and unloading of variables to CPU registers 
from memory and back again...if you can arrange small performance critical 
routines to use just a few variables (or just two if you can manage it) 
then 

> it's a lot quicker because there's more chance of the variable staying in 


VVVVVYDYVVDVVVV VV 


w 


CPU register and not being loaded back and forth to memory. 


> 
> 
> Jon 
> 
> 
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-—-MESSAGE FILE 8398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07125 


-—-MESSAGE FILE 8399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007126 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Mon, 27 Aug 2001 22:31:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9meedd$1sb19@www.netyaroze-europe.com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt 9h$lsb6@www.netyaroze-europe.com> <9mduurSlsb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11l@www.netyaroze-europe.com> <9mel9vSlsb12@www.netyaroze-europe.com> <9me 
3etSlsbl14@www.netyaroze-europe.com> <9me3r6Slsb15@www.netyaroze-europe.com> <9me9t8S$ 
1lsb16@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-35-9-247.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


ah cool... urm, how do you set up floating point emulation? and how slow 
will it make it? its only meant to be a small game anyway, so there wont be 
much else to slow it down (i hope) 


—-MESSAGE FILE 8399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07126 


—-MESSAGE FILE 8400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007127 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Tue, 28 Aug 2001 00:16:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9mekaq$S1sb20@www.netyaroze-europe.com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01lcl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
օո» <Olcl2edcScc2bf440S991fe4d5@pal-—s-omnibook> <9melg1$1sb13@www.netyaroze-europe.c 
om> <9meajl$lsb17@www.netyaroze-europe.com> <9med8s$1sb18@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-4-133.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> Where'd you get that info from .. if you dont mind me asking 
I found the MIPS instruction set somewhere... I was quite surprised how few 
instructions there were .. I kept thinking it was just the commonly used 


ones and there was another page of them somewhere, then I remembered what 
!'risc' was all about. 


And other than that I just experiment with writing little routines, say a 
few lines of code, and disassemling them --- that way it's reasonably easy 
to see what instruction relates to what line of C code, and you can try 
different things and see what it gets compiled into. (to start with it's 
best to switch any compiler optimisations off) 


Jon 
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—-MESSAGE FILE 8400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07127 


—-MESSAGE FILE 8401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007128 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Tue, 28 Aug 2001 00:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9mekf0$1sb21@www.netyaroze-europe.com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt 9h$lsb6@www.netyaroze-europe.com> <9mduurSlsb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11l@www.netyaroze-europe.com> <9mel9vSlsb12@www.netyaroze-europe.com> <9me 
3etSlsb1l4@www.netyaroze-europe.com> <9me3r6Slsb1l5@www.netyaroze-europe.com> <9me9t8S$ 
lsbl6@www.netyaroze-europe.com> <9meedd$1sb19@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-4-133.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I can't remember off hand -- I don't use FP myself. You have to add-in an 
extra FP library when you link (can't remember what it's called though) 


Jon 


—-MESSAGE FILE 8401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07128 


-—-MESSAGE FILE 8402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007129 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Tue, 28 Aug 2001 10:44:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9mfpps$1lsb22@www.netyaroze-europe.com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 43.193.234.122 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I might head out...I just filled outthe registration form on the 
ECTS website today. I don't know if I'll get my pass in time... 


Bain @ SCEE Technology Group 


"Robert Shand" <bob@shand.org.uk> wrote in message 

news: 9mShviSfb55@www.netyaroze-europe.com... 

> I've been speaking to NickF about this. He really is turning into a media 
whore. 

> 

> Nick F with letter of the month, moaning about the price of ECTS... go 
Nick! 

> 


Are any of you guys from SCEE going to be floating around ECTS? If so do 
you fancy a pint? 


VVVVVVVV V 


Net Yaroze newsgroups message dump.txt Page 5522 


Bob "I'm an alcoholic student" Shand :) 


> and our very own George Bain or Bains as develop misprinted! 
> 
bob@shand.org.uk 


VVVVVVVV 


—-MESSAGE FILE 8402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07129 


—-MESSAGE FILE 8403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007130 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Tue, 28 Aug 2001 11:17:49 +0100 

Organization: IO Productions Ltd 

Lines: 31 

Message-ID: <9mfr8iSlsb23@www.netyaroze-europe.com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuS$lsb4@www.netyaroze-europe 
-com> <9mdt 9h$lsb6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-123-178-111.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6700 


Hi there, 


I while ago I wrote a trig library to do all sqrt, sin, cos, tan, arcsin, 
arctan, and arccos using fixed point integer maths & lookup tables, it may 
be of some use. 

Here's a link to the page. 


http://www.netyaroze-europe.com/~nslaven/triginfo.htm 


there are a few inaccuracies in the look up table (due to using a value of 
3.142 for PI in the lookup tables), but it was fairly nippy. 


cheers 


Nick 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 9mdt 9h$lsb6@www.netyaroze-europe.com... 

> ok, thanks for the function, although if its slow it probably wont work 
for 

> what im doing. I need to find the angle that the left analogue stick is 

> pointing in and how far in that direction. Im using pythag for the 
distance 

> and need the square root to find it. This of course is done ever frame so 
needs to be quite simple.. =\ 

Chris 


> 
> 
> 
> 


--MESSAGE FILE 8403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07130 


--MESSAGE FILE 8404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007131 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 
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Date: 28 Aug 2001 10:32:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <01lc12f£9e$75c57e60SLocalHost @pal-—s-—omnibook> 

References: <9ljhca$9aql@www.netyaroze-europe.com> <01c1l2edcS$cela56c0$991fe4d5@pal-s 
-omnibook> <9mdmkjS1sbl@www.netyaroze-europe.com> 

NNTP-Posting-Host: nas-cbv-2-31-15.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran <mverran@btinternet.com> wrote in article 
<9mdmkjS$1lsbl@www.netyaroze-europe.com>... 
> Yep I know the Bosses/orange enemies/blue blokes/ship look crappy, i'm no 


> artist : ( With the OPM version i've tried to have a more consistent 
look 

> even if it is worse in places. 

<snip> 


> If anyone wants to produce some top notch 
> graphics then get in touch 


Hey, it's not that bad! As you point out it's consistent, and it feels ok 
for the genre. You need not consider a redesign, better save your time for 
other projects. 


> — I prefer the digital controls. 


Weird? Is this because you find it easier, I definately think using the 
analog is a huge advantage once you get used to it. 


> 
> 
> 
> 


I find it easier. Discrete direction = quicker decision, + switching from 
one side to the other easier, + the feeling of pushing a button = better 
feedback. 

I'll have another try at the analog controls from time to time though. 


> — Sometimes one player shot goes very slower than the other 
> ones. Is this made on purpose? 


V-M M N 


yes, it depends on how far you push the analog stick, so you can fire 
slow 
> or fast bullets, not sure how useful it is tho :) 


This happens to me with the digital controls thouoh... 


pal 


--MESSAGE FILE 8404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07131 


-—-MESSAGE FILE 8405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007132 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: 28 Aug 2001 10:32:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c12f9fS5f4be740SLocalHost @pal-—s-—omnibook> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuS$lsb4@www.netyaroze-europe 
.com> <9mdt9h$lsb6@www.netyaroze-europe.com> <9mduurS$1sb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11@www.netyaroze-europe.com> <9mel9vS$lsb12@www.netyaroze-europe.com> <9me 
3et$lsb14@www.netyaroze-europe.com> <9me3r6$1sb15@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-2-31-15.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I don't think you need anything else than libps.a. I tried to compile some 
code with a call to sqrt, and the linker did not complain, so the code must 
be there. There's no <math.h> btw, the math functions prototypes are in 
<libps.h>. 


pal 
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Chris Wallace <chrisw666@btinternet.com> wrote in article 
<9me3r6S$lsb15@www.netyaroze-europe.com>... 

> I just found my green library referance and the sqrt() function was in 
there 

> but it didn't say if any files were needed. 


—-MESSAGE FILE 8405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07132 


—-MESSAGE FILE 8406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007133 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: 28 Aug 2001 10:32:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <0Olc1l2fal$247d0de0$SLocalHost@pal-s-—omnibook> 

References: <9mdpv0S$lsb3@www.netyaroze-europe.com> <9mdqcuSlsb4@www.netyaroze-europe 
.com> <9mdt9h$lsb6@www.netyaroze-europe.com> <9mduurS$1sb9@www.netyaroze-europe. com> 
<9mdvpo$1sb11@www.netyaroze-europe.com> <9mel9vS$lsb12@www.netyaroze-europe.com> <9me 
3et$lsb14@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-2-31-15.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just make your array two-dimensional: 
distanceXY [MAXX] [MAXY]; 
anglexy [MAXX] [MAXY]; 


In your case, I think like Kenny that the lookup table is the way to go. 
Incidentally, have a look at hypot(x,y) p.281. 


pal 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<9me3et$lsb1l4@www.netyaroze-europe.com>... 

> Cheers, might come in usefull... the problem is, from what i can see, 
that 

> only gives the distance on the X and Y seperately. I want the distance, 
(in 

> pixels will do) that its moved by taking the X distance and the Y 
distance 

> and using pythag to find out the lengh of the other side. 

> Would it just be easier to use trig to find out the angle and the trig 
again 

> for the lengh? or would that be too inaccurate.. while im on the point, 
how 

> do you do Sin to the -1 thingy?? 

> Chirs 


—-MESSAGE FILE 8406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07133 


—-MESSAGE FILE 8407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007134 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Maths Functions? 

Date: Tue, 28 Aug 2001 12:27:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9mfvcm$1sb24@www.netyaroze-europe. com> 

References: <9mdpv0Slsb3@www.netyaroze-europe.com> <9mdqcuS$lsb4@www.netyaroze-europe 
.com> <9mdt 9hS$lsb6@www.netyaroze-europe.com> <9mfr8iSlsb23@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-9-247.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 
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Ah cheers all, I'll go take a look :) 


—-MESSAGE FILE 8407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07134 


—-MESSAGE FILE 8408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007135 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New Game: pingping 

Date: Tue, 28 Aug 2001 16:37:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9mgdt1S66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-163-81.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ello all, 


My game for this week is called "pingping" 


http://www.netyaroze-europe.com/~frkt1lx/ 


It's another 3-day type affair, although it this one took about 4 days. It 
uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


I got the idea from a little miliary research game from the 60/70s that was 
featured on Channel 4's Thumb Candy, the idea developed in my head for a 
while until I got around to actually doing it. 


I hope you like it, i'll probably have to do a couple of incremental updates 
to fix bugs but no sequel is planned, yet. Please let me know what you 
think. 


Matt 


--MESSAGE FILE 8408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07135 


-—-MESSAGE FILE 8409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007136 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 28 Aug 2001 17:22:31 +0100 

Organization: SCEE 

Lines: 37 

Message-ID: <9mgglvS66s2@www.netyaroze-europe. com> 
References: <9mgdt1S$66sl@www.netyaroze-europe.com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Pretty impressive! 
You sure your not trying to take the piss out of everyone else! չ-) 


One thing, in 1 player is player 2 faster than player 1, its just that the 
bat felt a bit slow :-( 


Later 
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JamesB 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9mgdt1$66sl@www.netyaroze-europe.com... 


> 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Ello all, 


My game for this week is called 


"pingping" 


http://www.netyaroze-europe.com/~frkt1lx/ 


It's another 3-day type affair, 


although it this one took about 4 days. It 


uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


I got the idea from a little miliary research game from the 60/70s that 
was 
> featured on Channel 4's Thumb Candy, the idea developed in my head for a 
> while until I got around to actually doing it. 


> 

> I hope you like it, i'll probably have to do a couple of incremental 
updates 

> to fix bugs but no sequel is planned, yet. Please let me know what you 
> think. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07136 


—-MESSAGE FILE 8410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007137 


Path: 


chuka.playstation.co.uk!news 


From: "Matt Verran" <mverran@btinternet.com> 


Newsgroups: 


Subject: Re: New Game: pingping 
Date: Tue, 28 Aug 2001 17:36:19 +0100 


Organization: 


Lines: 16 


Message-ID: 
References: 


. com> 


NNTP-Posting-Host: 
X- 
x- 


Priority: 3 
MSMail-Priority: Normal 


scee.yaroze.freetalk.english 


PlayStation Net Yaroze (SCEE) 


<9mghas$66s3@www.netyaroze-europe. com> 
<9mgdt1$66sl@www.netyaroze-europe.com> <9mgglv$66s2@www.netyaroze-europe 


host213-122-107-194.btinternet.com 


X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


X- 


> 


Pretty impressive! 


> You sure your not trying to take the piss out of everyone else! ;-) 


Hehe, well not much, there's more to come so I hope everyone doesn't get 
too offended :) 


> 
> 


Quite possible, 


One thing, in 1 player is player 2 faster than player 1, its just that the 


bat felt a bit slow :-( 


i'll have a looksee in a mo. 


Oh and I'd like to submit this one for the OPM disk too, if that's okay 
James :) 
Mattv 


—-MESSAGE FILE 8410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07137 


—-MESSAGE FILE 8411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007138 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 28 Aug 2001 19:20:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9mgnduS66s4@www.netyaroze-europe. com> 
References: <9mgdt1S$66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-131-61.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I shall download it now. 


I think the rest of us had better pull our fingers out otherwise the OPM 
wont be doing a Yaroze game every month... they'll be featuring the monthly 
Matt game. 

So.. do I keep working on my graphics or try this one out.. hmmm. <grin> 
John ( QuietBloke ) 

"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9mgdt1$66sl@www.netyaroze-europe.com... 

> Ello all, 


My game for this week is called "pingping" 


http://www.netyaroze-europe.com/~frkt1x/ 


It's another 3-day type affair, although it this one took about 4 days. It 
uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I got the idea from a little miliary research game from the 60/70s that 
was 

> featured on Channel 4's Thumb Candy, the idea developed in my head for a 
> while until I got around to actually doing it. 


> 

> I hope you like it, i'll probably have to do a couple of incremental 
updates 

> to fix bugs but no sequel is planned, yet. Please let me know what you 
> think. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07138 


—-MESSAGE FILE 8412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007139 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Buggery Title Screen!! 

Date: Tue, 28 Aug 2001 20:46:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 107 

Message-ID: <9mgs19S8t81@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-406.arcanine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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Hey all, 


Now I'm trying to get the title screen in MonkyRegs, and I thought I had it 
sussed until the Yaroze told me otherwise. I can't honestly see where its 
going wrong. 


I have 640 x 512 res and I'm trying to get 4 230 x 222 x 8-bit images on the 
screen arranged into a (imperfect) square. The code I use for loading and 
setting up the sprite is below, can someone have a look and tell me whats 
wrong if anything, I'm in the process of narrowing down the causes. Does 
anyone else use the gnu debugger? - if so do they have as much damn trouble 
getting the thing to run as I do? - I have given up on it completely. 


This code is executed before I go into the game loop, the mode is first 2D 
to allow the menu to be put up, then when the game starts I switch to 3D. (I 
will probably will have the title screen overlayed on the 3D arena 
eventually but just now I want to get this working so that if I come to 
adding anything before the title screen I will know how to. Thanks all. 


/* CODE ան 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 
{ 
RECT rect; // this is a rectangle in which the sprite will be stored 


GsIMAGE imageInfo; // this holds the actual sprite data 


GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and store its 
data in imageInfo 


// set up the rect before we load in the data 
setRect (&rect, imageInfo.px, imageInfo.py, imageInfo.pw,imageInfo.ph); // set 
up the rect for texture loading to VRAM 


LoadImage (&rect, imageInfo.pixel); // load in the data to the rect 
DrawSync (0); 


// check to see if the image has a clut i.e. < 16 bit 

if ((imageInfo.pmode>>3) &0x01) 

{ 

// CLUT exists so load it into the rect 

setRect (&rect, imageInfo.cx, imageInfo.cy, imageInfo.cw, imageInfo.ch); // set 
up the rect for texture loading to VRAM 

LoadImage(&rect, imageInfo.clut); // Loads all of the above into the Frame 
Buffer 


DrawSync (0); 
} 


sprite->x = xPos; // set up the position within the frame 
sprite->y yPos; 


// check for bit mode 
if (0) 
switch (imageInfo.pmode) 
{ 
case 0x08 /*4 bit*/ : sprite->attribute = 0 << 24; // this tells the 
yaroze what attributes the image has 
sprite->w = imageInfo.pw*4; // this is the image data offset in the 
VRAM 
sprite->tpage = GetTPage(0,0,imageInfo.px,imageInfo.py); // gets 
texture page address 
break; 


case 0x09 /*8 bit*/ : sprite->attribute = 1 << 24; 
sprite->w = imageInfo.pw*2; 
sprite->tpage = GetTPage(1,0,imageInfo.px,imageInfo.py); 
break; 


default /*16 bit*/ : sprite->attribute = 1 << 25; 
sprite->w = imageInfo.pw; 
sprite->tpage = GetTPage(2,0,imageInfo.px,imageInfo.py); 


Net Yaroze newsgroups message dump.txt Page 5529 


break; 


} 


sprite->h = imageInfo.ph; // sets the height of the sprite 


sprite->u = 0; // sets the texture page offset of the sprite along the 
x axis 

sprite->v = 0; // sets the texture page offset of the sprite along the 
y axis 

sprite->cx = imageInfo.cx; // sets the x position of the CLUT, if any 

sprite->cy = imageInfo.cy; 

sprite->r = 128; // used to apply brightness to the sprite, 128 is 
normal 

sprite->g = 128; 

sprite->b = 128; 

sprite->mx = sprite->w/2; // sets the center point of the sprite for use 


with rotation etc 
sprite->my = sprite->h/2; 


sprite->scalex 
sprite->scaley 


4096; // sets sprite scaling to default, x axis 
4096; // sets sprite scaling to default, y axis 


sprite->rotate 0; // sets rotation to off 


73 ՇՕՇԲ 


—-MESSAGE FILE 8412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07139 


—-MESSAGE FILE 8413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007140 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 28 Aug 2001 20:54:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9mgt3aS8t82@www.netyaroze-europe. com> 
References: <9mgdt1S$66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-406.arcanine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Groovy game Matt, but RobotRon is still better :) 
You need to slow down the computer bat or speed up the player's its too hard 
otherwise. 


Very nice concept - 10/10 for hard work! 
Max 


Matt Verran <mverran@btinternet.com> wrote in message 
news: 9mgdt1$66sl@www.netyaroze-europe.com... 
> Ello all, 


My game for this week is called "pingping" 
http://www.netyaroze-europe.com/~frkt1x/ 
It's another 3-day type affair, although it this one took about 4 days. It 


uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


VVVVVVVV 
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> 

> I got the idea from a little miliary research game from the 60/70s that 
was 

> featured on Channel 4's Thumb Candy, the idea developed in my head for a 
> while until I got around to actually doing it. 


> 

> I hope you like it, i'll probably have to do a couple of incremental 
updates 

> to fix bugs but no sequel is planned, yet. Please let me know what you 
> think. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07140 


—-MESSAGE FILE 8414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007141 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Tue, 28 Aug 2001 21:19:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9mguogS8t83@www.netyaroze-europe. com> 
References: <9mgsl19S$8t81@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch5as01-65-236-207.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"Max" <mad.max@which.net> wrote in message 
news: 9mgsl9S8t81@www.netyaroze-europe.com... 


> 

> // check for bit mode 
> if (0) 

> switch (imageInfo.pmode) 


It looks like the if test is causing the problem, it's preventing the switch 
statement being executed. 


Peter 


—-MESSAGE FILE 8414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07141 


—-MESSAGE FILE 8415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007142 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 28 Aug 2001 21:22:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <9mguuhS8t84@www.netyaroze-europe. com> 
References: <9mgdt1S66sl@www.netyaroze-europe.com> 
NNTP-Posting-Host: ch5as01-65-236-207.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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Very impressive Matt, you sure are a fast worker. 


I didn't play it for that long, being constantly beaten by the computer 
player was becoming annoying :) 


Peter 
"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9mgdt1$66sl@www.netyaroze-europe.com... 


> Ello all, 


My game for this week is called "pingping" 


http://www.netyaroze-europe.com/~frkt1lx/ 


It's another 3-day type affair, although it this one took about 4 days. It 
uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I got the idea from a little miliary research game from the 60/70s that 
was 

> featured on Channel 4's Thumb Candy, the idea developed in my head for a 
> while until I got around to actually doing it. 


> 

> I hope you like it, i'll probably have to do a couple of incremental 
updates 

> to fix bugs but no sequel is planned, yet. Please let me know what you 
> think. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07142 


—-MESSAGE FILE 8416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007143 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: AI apologies 

Date: Wed, 29 Aug 2001 00:18:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9mh904S8t85@www.netyaroze-europe. com> 
References: <9mgdt1S66sl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-30-181.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yep I know the AI is very poor, pingping is really a two player game, has 
anyone been able to try it like that? 


It is possible to beat the cpu every time honestly, I'll be looking into the 
speed thing but the only thing I can think is that maybe the hit delay isn't 
affecting the AI, the way I did it he shouldn't be able to move faster than 
player 1. I'll have an in depth look tommorow. 


The next two projects will have much more longevity for the solitary player. 
Matt 


—-MESSAGE FILE 8416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07143 
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T 


--MESSAGE FILE 8417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007144 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: 28 Aug 2001 23:27:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01c13018$85386ae0$122elbd4@pal-s-omnibook> 

References: <9loc6a$p3k2@www.netyaroze-europe.com> <9loeu8$p3k3@www.netyaroze-europe 
.com> <01c1297e$8cb6e8a0$LocalHost@pal-s-omnibook> <91rqqf$3j63@www.netyaroze-europe 
.com> <01c129caša5a6f700Sd81fe4d5@pal-s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01c12ceb$fba64880$9709e4d5@pal-s-omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <01c12edc$cc2bf440$991fe4d5@pal-s-omnibook> <9me1g1$1sb13@www.netyaroze-europe.c 
om> <9meajl$1sb17@www.netyaroze-europe.com> 

NNTP-Posting-Host: nas-cbv-5-46-18.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in article 
<9meajl$1sb17@www.netyaroze-europe.com>... 
> > I have absolutely no idea how fast an integer divide is 


> 

> ... it's only one CPU instruction... it may take an extra clock cycle or 
two 

> longer to execute than a logical shift operation for example, but it's 


> still very, very quick. 


Are you sure of those numbers Jon? Just a few cycles for a div sounded 
quite unusual to me, so I had a look at some docs at mips' site; and what I 
understood is that, for R3000 and R4000 at least, all arithmetic and logic 
operations take one cycle except for muls and divs which can take up to 
about 32 cycles. Did I miss something? 


pal 


—-MESSAGE FILE 8417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07144 


—-MESSAGE FILE 8418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007145 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 29 Aug 2001 00:37:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9mh9qdS8t86@www.netyaroze-europe. com> 
References: <9mgdt1S66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust11l.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Matt, 

Great game - love the simple simple concept. 

I found that after playing in 1 player, when I went back to the menu I could 
not shift off one player on to 2 player or centre screen. 


-Kenny 

"Matt Verran" <mverran@btinternet.com> wrote in message 
news :9mgdt1$66s1@www.netyaroze-europe.com... 

> Ello all, 


My game for this week is called "pingping" 


http://www.netyaroze-europe.com/~frktlx/ 


V V V V V V 


It's another 3-day type affair, although it this one took about 4 days. It 
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> uses the engine I wrote for Roller (which is still being worked on) and 
> spins it out into a retro psychedelic visual orgy, kinda. 

> 

> I got the idea from a little miliary research game from the 60/70s that 


was 
> featured on Channel 4's Thumb Candy, the idea developed in my head for a 
> while until I got around to actually doing it. 


> 

> I hope you like it, i'll probably have to do a couple of incremental 
updates 

> to fix bugs but no sequel is planned, yet. Please let me know what you 
> think. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07145 


—-MESSAGE FILE 8419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007146 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 29 Aug 2001 00:45:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9mha9mS$8t87@www.netyaroze-europe. com> 
References: <9mgdt1S$66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust1l.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


I find that in 1-player mode the AI can tilt both ways, but player 1 can 
only tilt forward. Am I missing something? 
-Kenny 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9mgdt1$66sl@www.netyaroze-europe.com... 
> Ello all, 


My game for this week is called "pingping" 


http://www.netyaroze-europe.com/~frkt1x/ 


It's another 3-day type affair, although it this one took about 4 days. It 
uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I got the idea from a little miliary research game from the 60/70s that 
was 

> featured on Channel 4's Thumb Candy, the idea developed in my head for a 
> while until I got around to actually doing it. 


> 

> I hope you like it, i'll probably have to do a couple of incremental 
updates 

> to fix bugs but no sequel is planned, yet. Please let me know what you 
> think. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07146 
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—-MESSAGE FILE 8420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007147 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Gravity Girl - Small Work-in-progress update!! 

Date: Wed, 29 Aug 2001 12:45:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9mik3gS8t88@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-51.cisapride.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all! 


I've done a small update to gravity girl, it's available in pal and ntsc 
versions on my ftp site, 


http://www.netyaroze-europe.com/~partinga/ftp 


Go for whichever one has the latest date! 


I've not done too much to it [we've been busy at work getting a release out 
the door, meaning 11.30PM finishes some nights :( ], but i'm having a week 
off so i'll see what else I can do to it. 


Collision detection is in place, but it's not the best of routines [try it 
and see :) ], it still needs tweaking and special case code for the diagonal 
blocks etc... 


There's now a nice plasma exhaust :) (I got sick of collision detection and 
started working on particle routines instead) 


And you can now preview what its like to blow something up when you press 
L1! Its a bit over the top for a small ship like that exploding, maybe I 
should save it for the planet?? 


Anyway, please have a look and tell me what you think! 


Cheers 
Andy 


—-MESSAGE FILE 8420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07147 


—-MESSAGE FILE 8421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007148 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 29 Aug 2001 13:17:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9mimlmS$8t89@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <9mha9m$8t87@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-105-120.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I find that in 1-player mode the AI can tilt both ways, but player 1 
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> can only tilt forward. Am I missing something? 


I can't duplicate this, square and cross both seem to tilt the bat in their 
respective directions. 


> I found that after playing in 1 player, when I went back to the 
> menu I could not shift off one player on to 2 player or centre 
> screen. 


I can't dupicate this either, oh dear. 


I'll have a think or something... 
Matt 


—-MESSAGE FILE 8421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07148 


—-MESSAGE FILE 8422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007149 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Wed, 29 Aug 2001 14:09:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <9miov9S8t810@www.netyaroze-europe. com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
-com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01c12ceb$fba64880$9709e4d5@pal-s-omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
օո» <Olcl2edcScc2bf440$991fe4d5@pal-—s-omnibook> <9melg1$1sb13@www.netyaroze-europe.c 
om> <9meaj1$1sb17@www.netyaroze-europe.com> <01c13018$85386ae0$122e1bd4@pal-—s-—omnibo 
ok> 

NNTP-Posting-Host: host213-123-133-108.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi all, 


I don't have my MIPS docs to hand and it's been a couple of years since I 
touched the R3000 but I seem to remember that multiplys/divides are 
effectively handled by a co-processor which runs in parallel to the main 
MIPS core. A divide may take 32 cycles to yield a result but the processor 
continues to execute instructions in the meantime. However, trying to read 
the result of a multiply/divide before it is ready will cause the processor 
to stall until the result is available. So it really depends on the code 
and the compiler as to the speed of a multiply/divide. I know that 
CodeWarrior, when set to the highest optimisation settings, does a pretty 
fantastic job of re-ordering instructions and can often eliminate any 
stalls. 


Alex 


"pal" <pal_news@hotmail.com> wrote in message 

news :01c13018$85386ae0$122elbd4@pal-—s-—omnibook... 

> Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in article 
<9meajl$1lsb17@www.netyaroze-europe.com>... 

> > I have absolutely no idea how fast an integer divide is 


> 

> ... it's only one CPU instruction... it may take an extra clock cycle or 
two 

> longer to execute than a logical shift operation for example, but it's 


> still very, very quick. 


Are you sure of those numbers Jon? Just a few cycles for a div sounded 
quite unusual to me, so I had a look at some docs at mips' site; and what 


HVVVVVVV VV ON 
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understood is that, for R3000 and R4000 at least, all arithmetic and logic 
operations take one cycle except for muls and divs which can take up to 
about 32 cycles. Did I miss something? 


pal 


V V V V V V 


--MESSAGE FILE 8422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07149 


--MESSAGE FILE 8423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007150 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gravity Girl - Small Work-in-progress update!! 
Date: Wed, 29 Aug 2001 14:48:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9misp7S8t811@www.netyaroze-europe. com> 
References: <9mik3g$8t88@www.netyaroze-europe. com> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


the archive seems to be missing an auto.sio file? 


Cheers 
Nigel 


—-MESSAGE FILE 8423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07150 


—-MESSAGE FILE 8424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007151 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Wed, 29 Aug 2001 15:14:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9mithpS8t812@www.netyaroze-europe. com> 

References: <9mgsl19S$8t81@www.netyaroze-europe.com> <9mguog$8t 83@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-292.arcanine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Oops sorry I forgot to emmit that. I used that to see if that bit of code 
was what was doing it - any more suggestions??? 


Max 


Peter Armstrong <hanno@btinternet.com> wrote in message 
news : 9Imguog$ 8t 83@www.netyaroze-europe.com... 


> 

> "Max" <mad.max@which.net> wrote in message 

> news: 9mgsl9S8t81@www.netyaroze-europe.com... 

>> 

> > // check for bit mode 

> > if (0) 

> > switch (imageInfo.pmode) 

> 

> It looks like the if test is causing the problem, it's preventing the 
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switch 

> statement being executed. 
> 

Peter 


> 
> 
> 
> 
> 


—-MESSAGE FILE 8424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07151 


—-MESSAGE FILE 8425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007152 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 29 Aug 2001 15:19:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9mitsbS$8t813@www.netyaroze-europe.com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <9mha9m$8t87@www.netyaroze-europe 
-com> <9mimlm$8t89@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-292.arcanine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I can verify that. If you let it rest for about 5 seconds or so it won't let 
you select 2 Player or select centre screen. When the game starts the cursor 
is on 2 Player then that choice becomes ghosted and the cursor jumps to 1 
Player from then on you can't choose centre screen i.e. bypass the 2 Player 
choice (I havn't tried a second pad in yet). I don't know if this happens 
EVERY time as I only tried it 2 or 3 times (the AI was killing me so I 
respectfully knew when to give up :)). 


Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9mimlmS$8t 89@www.netyaroze-europe.com... 

> > I find that in 1-player mode the AI can tilt both ways, but player 1 
> > can only tilt forward. Am I missing something? 

> 

> I can't duplicate this, square and cross both seem to tilt the bat in 
their 

> respective directions. 


> I found that after playing in 1 player, when I went back to the 
> menu I could not shift off one player on to 2 player or centre 
> screen. 


I can't dupicate this either, oh dear. 


I'll have a think or something... 
Matt 


VVVVVVVVV VV 


—-MESSAGE FILE 8425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07152 


—-MESSAGE FILE 8426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007153 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 
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Date: Wed, 29 Aug 2001 15:27:34 +0100 

Organization: SCEE 

Lines: 45 

Message-ID: <9miuadS8t814@www.netyaroze-europe.com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <9mha9m$8t87ewww.netyaroze-europe 
.com> <9mimlmS$8t89@www.netyaroze-europe.com> <9mitsb$8t813@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Matt, 


I got exactly the same as Max. 
To add I was using PSComUtil. 


JamesB 


"Max" <mad.max@which.net> wrote in message 

news: 9mitsb$8t813@www.netyaroze-europe.com... 

> I can verify that. If you let it rest for about 5 seconds or so it won't 
let 

> you select 2 Player or select centre screen. When the game starts the 
cursor 

> is on 2 Player then that choice becomes ghosted and the cursor jumps to 1 
> Player from then on you can't choose centre screen i.e. bypass the 2 
Player 

> choice (I havn't tried a second pad in yet). I don't know if this happens 
EVERY time as I only tried it 2 or 3 times (the AI was killing me so I 
respectfully knew when to give up :)). 


Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9mimlmS$8t 89@www.netyaroze-europe.com... 

> > I find that in 1-player mode the AI can tilt both ways, but player 1 
> > can only tilt forward. Am I missing something? 

> 

> I can't duplicate this, square and cross both seem to tilt the bat in 
their 

> respective directions. 


> 

> > I found that after playing in 1 player, when I went back to the 
> > menu I could not shift off one player on to 2 player or centre 
> > screen. 

> 

> I can't dupicate this either, oh dear. 

> 

> I'll have a think or something... 

> Matt 

> 

> 


VVVVVVVVVVNVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 8426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07153 


—-MESSAGE FILE 8427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007154 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gravity Girl - Small Work-in-progress update!! 

Date: Wed, 29 Aug 2001 16:00:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9mivgv$8t815@www.netyaroze-europe. com> 

References: <9mik3g$8t88@www.netyaroze-europe.com> <9misp7S$8t811@www.netyaroze-europ 
e.com> 
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NNTP-Posting-Host: modem-236.silicon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Damn ;) 


Well, here's a good a place as any to put it until I update the files in 
about 2 mins! 


Well spotted Nigel, thanks!! 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9misp7$8t811@www.netyaroze-europe.com... 
> the archive seems to be missing an auto.sio file? 


Cheers 
Nigel 


VVVVYV 
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—-MESSAGE FILE 8427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07154 


—-MESSAGE FILE 8428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007155 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Wed, 29 Aug 2001 16:20:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <9mj1s8S$8t816@www.netyaroze-europe. com> 


References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 


.com> <9mfpps$1sb22@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.122 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


My pass arrived today... 


Bain @ SCEE Technology Group 


"George Bain" <net_yaroze@scee.net> wrote in message 
news: 9Imfpps$lsb22@www.netyaroze-europe.com... 
> I might head out...I just filled outthe registration form on the 


> ECTS website today. I don't know if I'll get my pass in time... 

> 

> — 

> Bain @ SCEE Technology Group 

> 

> 

> "Robert Shand" <bob@shand.org.uk> wrote in message 

> news: 9mShviSfb55@www.netyaroze-europe.com... 

> > I've been speaking to NickF about this. He really is turning into a 
media 

> > whore. 

>>> 

> > > Nick F with letter of the month, moaning about the price of ECTS... 
> > Nick! 

>>> 

>> 

> > Are any of you guys from SCEE going to be floating around ECTS? If so 
d 
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Bob "I'm an alcoholic student" Shand :) 


> and our very own George Bain or Bains as develop misprinted! 
> 
bob@shand.org.uk 


VVVVVVVV 


VVVVVVVV VV 


—-MESSAGE FILE 8428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07155 


—-MESSAGE FILE 8429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007156 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gravity Girl - Small Work-in-progress update!! 

Date: Wed, 29 Aug 2001 16:42:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9mj2nuS$8t817@www.netyaroze-europe. com> 

References: <9mik3gS8t88@www.netyaroze-europe.com> <9misp7S8t811@www.netyaroze-europ 
e.com> <9mivgv$8t815@www.netyaroze-europe. com> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Love the explosion effect... very nice 


I like the other particle effects as well. 


I've not managed to kill the girl yet :) 


Nigel 


--MESSAGE FILE 8429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07156 


—-MESSAGE FILE 8430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007157 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: French TV Programme. 

Date: Wed, 29 Aug 2001 19:18:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9mjbgg$8t818@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc2-kirk2-0-cust1l.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


George (Bain), 

Some time ago you posted a message in the French free-talk news group about 
a company which wanted to make a programme (for French TV) about Net Yaroze. 
Did that ever happen? Was it any good? 


-Kenny 
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—-MESSAGE FILE 8430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07157 


—-MESSAGE FILE 8431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007158 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Robot Ron OPM - New Game 

Date: Wed, 29 Aug 2001 18:21:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3b8d3293.7393170@www.netyaroze-europe. com> 
References: <9ljhcaS9aql@www.netyaroze-europe.com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


How about an NTSC version? 


I was able to play it, but in black and white and a little 
off-screen... 


Even so, it was fun. 
Sauce 


On Fri, 17 Aug 2001 17:39:11 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>Robot Ron is now available on my yaroze space: 
> 

>http://www.netyaroze-europe.com/~frkt1lx/ 

> 

>Lots of improvements from the last version: 

>- digital pad support 

>- talking bosses 

>- score multiplier 

>- better GFX and SFX 

> 

>You also get a authentication code for your scores, www.yarozescene.co.uk 
>will be displaying the 5 best 

> 

> 

>Mattv 

> 


—-MESSAGE FILE 8431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07158 


—-MESSAGE FILE 8432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007159 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Wed, 29 Aug 2001 20:09:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9mjelrSdral@www.netyaroze-europe.com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8$p3k3@www.netyaroze-europe 
-com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
.com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01lcl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <Olcl2edcS$cc2bf440$991fe4d5@pal-—s-omnibook> <9melg1$lsb13@www.netyaroze-europe.c 
om> <9meaj1$1sb17@www.netyaroze-europe.com> <01c13018$85386ae0$122e1bd4@pal-—s-—omnibo 
ok> 

NNTP-Posting-Host: host213-122-125-72.btinternet.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


It probably is if you've seen it I was just guessing... I never noticed a 
big difference in clock cycle useage with other processors between different 
operations-- mind you I've never looked too closely, and they weren't risc. 
I certainly never knew there was a co processor like Alex says so ignore 
most of what I said John 


> all arithmetic and logic 
> operations take one cycle except for 
> muls and divs which can take up to 
> about 32 cycles. 

that's interesting....so 5+5+5+5+5+5 is qucker that 5*6 for example. 
....-although I suppose it'd have to fether the instructions too so perhaps 
not. I surprised that all the other instructions only take one cycle, I 
guess that's risc. I was guessing something like a logical shift would take 
about 4 cycles and divide would take about 6, how wrong I was--- well that's 
opened my eyes, I'll beable to optimise my code better now, cheers. 


Jon 


—-MESSAGE FILE 8432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07159 


—-MESSAGE FILE 8433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007160 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Wed, 29 Aug 2001 20:13:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9mjeqqSdra2@www.netyaroze-europe. com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8$p3k3@www.netyaroze-europe 
-com> <01c1297eS8cb6e8a0SLocalHost@pal-s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01lcl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
օո» <Olcl2edcScc2bf440$991fe4d5@pal-—s-omnibook> <9melg1$1sb13@www.netyaroze-europe.c 
om> <9meaj1l$1sb17@www.netyaroze-europe.com> <01c13018$85386ae0$122e1bd4@pal-—s-—omnibo 
ok> <9mjelrSdral@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-125-72.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


hmm "fether the instructions"???? I meant: "fetch the instructions". Ugg. 


—-MESSAGE FILE 8433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07160 


—-MESSAGE FILE 8434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007161 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Wed, 29 Aug 2001 20:14:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <9mjf11$dra3@www.netyaroze-europe. com> 
References: <9mgsl19S$8t81@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-148-176.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Are all the textures located at the top left corner of a texture page ? 


GetTPage seems to like returning a PageID only if you supply the top left 
corner 

of a Page. If your image is offset within a page it wont work. 

Does that make sense ? 


The manual mentions this saying the texture page address is limited to 
multiples of 64 in the x direction and multiples of 256 in the y direction. 
( its a bit cryptic to say the least ). 


In the supplied tutorial files there was a routine ( see below ) where you 
pass it an image info and it returned x and y as the top left location of 
the texture page and u,v the offsets within the page of your image. If you 
call this and then supply the returned x,y values to GetTPage it should 
work. 


void FindTopLeftOfTexturePage ( GSIMAGE* imageInfo, int*x, int "Մ, int* u, 
int *v ) 

{ 

int testX; 

int testyY; 


testX = imageInfo->px; 
testY = imageInfo->py; 


+ + 
< x 
ալ 
ctet 
Ooo 
nn 
ct ct 
KX 


Alternatively you could do the following which seems to work for me when Im 
loading 8 bit tims. 


spriteLogo.tpage = GetTPage (1, 0, imageInfo.px & Oxffc0, imageInfo.py & 
Oxff00 ); 


which basically masks off the right most bits so you end up passing an x 
value as a multiple of 256 and y value as a multiple of 64 as required. 
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Hope this makes sense and helps. 


Cheers 
John ( Quietbloke ) 


—-MESSAGE FILE 8434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07161 


—-MESSAGE FILE 8435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007162 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Wed, 29 Aug 2001 20:25:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 120 

Message-ID: <9mjfqrSdra4@www.netyaroze-europe. com> 
References: <9mgsl19S8t81@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-011-0013.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Could the CLUT be positioned somewhere in the frame buffer? That could make 
all the sprites appear black. 


Something I always do during development is clear the screen to mid-grey at 
the start of a frame. Quite often when something's not quite working it get 
drawn as black and therefore invisible on a black background. 


Ben 


"Max" <mad.max@which.net> wrote in message 
news: 9mgsl9S8t81@www.netyaroze-europe.com... 
Hey all, 


Now I'm trying to get the title screen in MonkyRegs, and I thought I had it 
sussed until the Yaroze told me otherwise. I can't honestly see where its 
going wrong. 


I have 640 x 512 res and I'm trying to get 4 230 x 222 x 8-bit images on the 
screen arranged into a (imperfect) square. The code I use for loading and 
setting up the sprite is below, can someone have a look and tell me whats 
wrong if anything, I'm in the process of narrowing down the causes. Does 
anyone else use the gnu debugger? - if so do they have as much damn trouble 
getting the thing to run as I do? - I have given up on it completely. 


This code is executed before I go into the game loop, the mode is first 2D 
to allow the menu to be put up, then when the game starts I switch to 3D. (I 
will probably will have the title screen overlayed on the 3D arena 
eventually but just now I want to get this working so that if I come to 
adding anything before the title screen I will know how to. Thanks all. 


iss CODE ան 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 
{ 
RECT rect; // this is a rectangle in which the sprite will be stored 


GsIMAGE imageInfo; // this holds the actual sprite data 


GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and store its 
data in imageInfo 


// set up the rect before we load in the data 
setRect (&rect, imageInfo.px, imageInfo.py, imageInfo.pw,imageInfo.ph); // set 
up the rect for texture loading to VRAM 
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LoadImage(&rect, imageInfo.pixel); // load in the data to the rect 
DrawSync (0); 


// check to see if the image has a clut i.e. < 16 bit 

if ((imageInfo.pmode>>3) &0x01) 

{ 

// CLUT exists so load it into the rect 

setRect (&rect, imageInfo.cx, imageInfo.cy, imageInfo.cw, imageInfo.ch); // set 
up the rect for texture loading to VRAM 

LoadImage(&rect, imageInfo.clut); // Loads all of the above into the Frame 
Buffer 


DrawSync (0); 
} 


sprite->x xPos; // set up the position within the frame 
sprite->y = yPos; 


// check for bit mode 
if (0) 
switch (imageInfo.pmode) 
{ 
case 0x08 /*4 bit*/ : sprite->attribute = 0 << 24; // this tells the 
yaroze what attributes the image has 
sprite->w = imageInfo.pw*4; // this is the image data offset in the 
VRAM 
sprite->tpage = GetTPage(0,0,imageInfo.px,imageInfo.py); // gets 
texture page address 
break; 


case 0x09 /*8 bit*/ : sprite->attribute = 1 << 24; 
sprite->w = imageInfo.pw*2; 
sprite->tpage = GetTPage(1,0,imageInfo.px,imageInfo.py); 
break; 


default /*16 bit*/ : sprite->attribute = 1 << 25; 
sprite->w = imageInfo.pw; 
sprite->tpage = GetTPage(2,0,imageInfo.px,imageInfo.py); 
break; 


} 


sprite->h imageInfo.ph; // sets the height of the sprite 


sprite->u = 0; // sets the texture page offset of the sprite along the 
x axis 

sprite->v = 0; // sets the texture page offset of the sprite along the 
y axis 

sprite->cx = imageInfo.cx; // sets the x position of the CLUT, if any 


sprite->cy imageInfo.cy; 

sprite->r = 128; // used to apply brightness to the sprite, 128 is 
normal 

sprite->g 128; 

sprite->b = 128; 


sprite->mx = sprite->w/2; // sets the center point of the sprite for use 
with rotation etc 
sprite->my = sprite->h/2; 


4096; // sets sprite scaling to default, x axis 
4096; // sets sprite scaling to default, y axis 


sprite->scalex 
sprite->scaley 


sprite->rotate = 0; // sets rotation to off 


/* CODE 
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—-MESSAGE FILE 8435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07162 


-—-MESSAGE FILE 8436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007163 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 29 Aug 2001 20:29:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9mjglsSdra5@www.netyaroze-europe. com> 
References: <9mgdt1S66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-011-0013.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Just got my ass whooped. Great game though, very addictive! That AI bat 
really layed the gauntlet down after I was 4-0 up to then come back and win 
5-4. Arrrgg! 


On a technical note, on the first frame of motion blur, how do you set all 
the STP bits in the frame buffer? 


Good stuff! 

Ben 

"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9mgdt1$66sl@www.netyaroze-europe.com... 


Ello all, 


My game for this week is called "pingping" 


http://www.netyaroze-europe.com/~frkt1lx/ 


It's another 3-day type affair, although it this one took about 4 days. It 
uses the engine I wrote for Roller (which is still being worked on) and 
spins it out into a retro psychedelic visual orgy, kinda. 


I got the idea from a little miliary research game from the 60/70s that was 
featured on Channel 4's Thumb Candy, the idea developed in my head for a 
while until I got around to actually doing it. 


I hope you like it, i'll probably have to do a couple of incremental updates 
to fix bugs but no sequel is planned, yet. Please let me know what you 
think. 


Matt 


—-MESSAGE FILE 8436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07163 


—-MESSAGE FILE 8437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007164 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: speech bubbles 

Date: Wed, 29 Aug 2001 22:43:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <9mjnvtSdra6@www.netyaroze-europe. com> 

References: <9lujql$6679@www.netyaroze-europe.com> <9m0bqp$b2il@www.netyaroze-europe 
.com> <9m0pqt$b2i5@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Nigel Critten" <Nigel@gameware.demon.co.uk> wrote in message 
news: 9mMOpgqt $b2i5@www.netyaroze-europe.com... 
<snip> 


I reckon the easiest (and it should be reasonably good, though you'd 
have to experiment) would be to have a standard image, which is just a 
unit circle or a square with rounded edges, with a triangle on one 
point, and just stretch and manipulate that image. Admittedly the 
triangle would be scaled, but as it's quite small, I don't think this 
would look too bad, and the triangle often changes size when the 
bubble increases. Tha would simplify things immensely, I would have 
thought. 


Rikki 


-—-MESSAGE FILE 8437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07164 


—-MESSAGE FILE 8438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007165 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: worms 

Date: Thu, 30 Aug 2001 04:56:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <3b8fcédc.45359793@www.netyaroze-europe. com> 

References: <9lmsmoS$hq713@www.netyaroze-europe.com> <9m0co3$b2i4@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I'm sure it's not done this way, but you could also use some type of 


run-length encoding, too.... Set up the rectangles that are "all full 
of landscape" or "all air" instead of a bitmap. (just one of the two 
sets will suffice, of course. If a point isn't in one of the "air" 


rectangles, then there's land there). 
Steven 
On Wed, 22 Aug 2001 14:37:10 +0100, "Max" <mad.max@which.net> wrote: 


>The landscapes could also be produced mathematically. I.e. the programmers 
>could have used a multitude of algorithms that would form an outline around 
>which the landscape would be filled in. Its only an idea??? 

> 

>Max 

> 

>Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

>news: 9lmsmoShq713@www.netyaroze-europe.com... 

>> Hi, 

>> 

>> Does anyone know how Team 17 are doing the landscape in Worms, and all its 
>> sequels. 

>> 

>> I imagine its a large bitmap which they can blow holes in etc and use a 
>> pixel test of some kind to see if there is landscape beneath the worms 
>feet 
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>> 
>> 
>> 
>> 


(stomachs). 


The only thing is some of the 
it practical or possible to hol 


d it all 


landscapes are huge, 
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I wouldn't have thought 
in memory at once. 


>> 
>> 


And the Landscape generation works real 
>to 

>> do with my project but I just got the P] 
>> think... 
>:) 

>> 

>> Nigel 

>> 

>> 

> 


ly well... 


anyway that has nothing 


laystation version and started to 


Can't enjoy games anymore always thinking how they were created 


—-MESSAGE FILE 8438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07165 


—-MESSAGE FILE 8439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007166 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: French TV Programme. 

Date: Thu, 30 Aug 2001 11:13:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9m147jSdra8@www.netyaroze-europe. com> 
References: <9mjbgg$8t818@www.netyaroze-europe. com> 


NNTP-Posting-Host: 43.193.234.122 
X-Priority: 3 


X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Sorry, 


Bain @ SCEE Technology Group 


"Kenny Millar" <yaroze@ntlworld.com> wrote 


news: Imjbgg$8t818@www.netyaroze-europe.com. 


( 


> George (Bain), 


> 


I don't have a clue as to what happened... 


in message 


> Some time ago you posted a message in the French free-talk news group 


about 


> a company which wanted to make a programme 


Yaroze. 

> Did that ever happen? Was it any good? 
> 

-Kenny 


> 
> 
> 
> 


(for French TV) about Net 


--MESSAGE FILE 8439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07166 


--MESSAGE FILE 8440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007167 
Path: chuka.playstation.co.uk!news 


From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Thu, 30 Aug 2001 15:30:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3b915bb2.83462112@www.netyaroze-europe. com> 
References: 


<01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze— 
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europe.com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-e 
urope.com> <0Olcl2ceb$fba64880$9709e4d5@pal-—s-—omnibook> <9m9c88Sio0j5@www.netyaroze-eu 
rope.com> <01lcl2edcScc2bf440$991fe4d5@pal-—s-—omnibook> <9melg1$1sb13@www.netyaroze-eu 
rope.com> <9meaj1$1sb17@www.netyaroze-europe.com> <9med8s$1lsb18@www.netyaroze-europe 
.com> <9mekaq$lsb20@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Actually, it's funny you should mention your experiments... 

I'm sure that many of us won't be using assembly anyway, so whether or 
not the MIPS cpu is capable of more powerful instructions is 
irrelevant -- the ultimate question is "What code does the C compiler 
generate?" for a lot of us. 


Steven 


On Tue, 28 Aug 2001 00:16:16 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>> Where'd you get that info from .. if you dont mind me asking 

> 

>I found the MIPS instruction set somewhere... I was quite surprised how few 
>instructions there were .. I kept thinking it was just the commonly used 


>ones and there was another page of them somewhere, then I remembered what 
>'risc' was all about. 


> 
>And other than that I just experiment with writing little routines, say a 
>few lines of code, and disassemling them --- that way it's reasonably easy 


>to see what instruction relates to what line of C code, and you can try 
>different things and see what it gets compiled into. (to start with it's 
>best to switch any compiler optimisations off) 

> 

>Jon 

> 


—-MESSAGE FILE 8440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07167 


—-MESSAGE FILE 8441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007168 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Thu, 30 Aug 2001 16:30:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 150 
Message-ID: <9mlmcoSh6il@www.netyaroze-europe. com> 

References: <9mgsl9S$8t81@www.netyaroze-europe.com> <9mjfqrS$dra4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-504.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thanks guys, it turns out it was my call to GsGetTimInfo... strange... it 
was (address+4) and should have been (address+1) to work (as it is now) but 
before it worked with +4... Yaroze memory really is very strange... can 


anyone offer an explanation? 
Now i have the images on screen but they are flickering like mad - must be 
my OT setup... any suggestions? 


Max 


Ben James <hungryghost@clara.co.uk> wrote in message 
news: 9mjfqrS$dra4@www.netyaroze-europe.com... 
> Could the CLUT be positioned somewhere in the frame buffer? That could 
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make 

> all the sprites appear black. 

զ Something I always do during development is clear the screen to mid-grey 
See start of a frame. Quite often when something's not quite working it 
ee as black and therefore invisible on a black background. 


v 


Ben 


"Max" <mad.max@which.net> wrote in message 
news :9mgs19$8t81@www.netyaroze-europe.com... 
Hey all, 


Now I'm trying to get the title screen in MonkyRegs, and I thought I had 
Ë 

> sussed until the Yaroze told me otherwise. I can't honestly see where its 
> going wrong. 

> 

> I have 640 x 512 res and I'm trying to get 4 230 x 222 x 8-bit images on 
the 

> screen arranged into a (imperfect) square. The code I use for loading and 
> setting up the sprite is Dbelow, can someone have a look and tell me whats 
> wrong if anything, I'm in the process of narrowing down the causes. Does 
> anyone else use the gnu debugger? - if so do they have as much damn 
trouble 

> getting the thing to run as I do? - I have given up on it completely. 

> 

> This code is executed before I go into the game loop, the mode is first 2D 
> to allow the menu to be put up, then when the game starts I switch to 3D. 
(I 

> will probably will have the title screen overlayed on the 3D arena 

> eventually but just now I want to get this working so that if I come to 

> adding anything before the title screen I will know how to. Thanks all. 

> 


HV VV VV VV V 


* 


CODE ան 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 
{ 
RECT rect; // this is a rectangle in which the sprite will be stored 


GsIMAGE imageInfo; // this holds the actual sprite data 


VVVVVVVV™NY 


GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and store 


ct 


s 
data in imageInfo 


// set up the rect before we load in the data 
setRect (&rect, imageInfo.px, imageInfo.py, imageInfo.pw,imageInfo.ph); // 


O 
ct 


up the rect for texture loading to VRAM 
LoadImage (&rect, imageInfo.pixel); // load in the data to the rect 
DrawSync (0); 


// check to see if the image has a clut i.e. < 16 bit 

if ((imageInfo.pmode>>3) &0x01) 

{ 

// CLUT exists so load it into the rect 

setRect (&rect, imageInfo.cx, imageInfo.cy, imageInfo.cw,imageInfo.ch); // 


oO 
ct 


up the rect for texture loading to VRAM 

LoadImage (&rect, imageInfo.clut); // Loads all of the above into the 
rame 
Buffer 


DrawSync (0); 
} 


VVVVVVFAVVDBVVV VV VV VV VN VQ V VV VB 


sprite->x = xPos; // set up the position within the frame 
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VV V V V V 


sprite->y = yPos; 


// check for bit mode 
if (O) 
switch (imageInfo.pmode) 
{ 
case 0x08 /*4 bit*/ : sprite->attribute = 0 << 24; // this tells the 
yaroze what attributes the image has 
sprite->w = imageInfo.pw*4; // this is the image data offset in 


e 
VRAM 

sprite->tpage = GetTPage(0,0,imageInfo.px,imageInfo.py); // gets 
texture page address 

break; 


case 0x09 /*8 bit*/ : sprite->attribute = 1 << 24; 
sprite->w = imageInfo.pw*2; 
sprite->tpage = GetTPage(1,0,imageInfo.px,imageInfo.py); 
break; 


default /*16 bit*/ : sprite->attribute = 1 << 25; 
sprite->w = imagelInfo.pw; 
sprite->tpage = GetTPage(2,0,imageInfo.px,imageInfo.py); 
break; 


} 


sprite->h imageInfo.ph; // sets the height of the sprite 


sprite->u = 0; // sets the texture page offset of the sprite along 
e 
x axis 

sprite->v = 0; // sets the texture page offset of the sprite along 


oO 


y axis 


sprite->cx imageInfo.cx; // sets the x position of the CLUT, if any 
sprite->cy = imageInfo.cy; 


sprite->r = 128; // used to apply brightness to the sprite, 128 is 
normal 

sprite->g = 128; 

sprite->b 128; 


sprite->mx = sprite->w/2; // sets the center point of the sprite for 


se 


with rotation etc 
sprite->my = sprite->h/2; 


Page 


sprite->scalex = 4096; // sets sprite scaling to default, x axis 
sprite->scaley = 4096; // sets sprite scaling to default, y axis 
sprite->rotate = 0; // sets rotation to off 
} 

CODE 
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—-MESSAGE FILE 8441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07168 


-—-MESSAGE FILE 8442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007169 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Sprite direction 

Date: Thu, 30 Aug 2001 16:54:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 
Message-ID: <9mlnpuSh6i2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-11-183.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Ok along the sam lines as my last post but the second half. I now have the 
distance from the centre sorted, but how to i get a sprite to face in the 
same direction as the analoge stick like in robotron? 

Cheers, 

Chris 


5552 


—-MESSAGE FILE 8442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07169 


—-MESSAGE FILE 8443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007170 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 17:13:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
Message-ID: <9mloojSh6i3@www.netyaroze-europe. com> 
References: <9mlnpuSh6i2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-0-212.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


You take a vector from the centre of the stick to it's current position, 
then use ArcTan (discussed in the Maths Functions tread) to get the angle of 
this vector, which is the rotation of the sprite. 


Matt 
Chris Wallace <chrisw666@btinternet.com> wrote in message 


news: 9mlnpuSh6i2@www.netyaroze-europe.com... 
> Ok along the sam lines as my last post but the second half. I now have the 


> distance from the centre sorted, but how to i get a sprite to face in the 
> same direction as the analoge stick like in robotron? 

> Cheers, 

> Chris 

> 

> 


—-MESSAGE FILE 8443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07170 


—-MESSAGE FILE 8444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007171 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 17:30:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 
Message-ID: <9mlpsnSh6i4@www.netyaroze-europe. com> 


References: <9mlnpuSh6i2@www.netyaroze-europe.com> <9mloojS$h6i3@www.netyaroze-europe 


. com> 
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NNTP-Posting-Host: host217-35-11-183.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


I hate sounding dumb, but how to i get the vector? I never did like them in 
maths and wouldn't know on here : ( 


—-MESSAGE FILE 8444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07171 


--MESSAGE FILE 8445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007172 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Thu, 30 Aug 2001 17:35:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3B8E6B69.1346A635@127.0.0.1> 

References: <9mgsl19S$8t81@www.netyaroze-europe.com> <9mjfqrS$dra4@www.netyaroze-europe 
.com> <9mlmco$h6éil@www.netyaroze-europe. com> 

NNTP-Posting-Host: tide1l37.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Max wrote: 


> 

> Thanks guys, it turns out it was my call to GsGetTimInfo... strange... it 

> was (address+4) and should have been (address+1) to work (as it is now) but 
> before it worked with +4... Yaroze memory really is very strange... can 

> anyone offer an explanation? 

Possibly, looking at the code you posted; 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 
{ 
RECT rect; // this is a rectangle in which the sprite will be stored 


GsIMAGE imageInfo; // this holds the actual sprite data 


VVVVVVV 
VV V NV V NV V 


GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and 


you've got a (u_long *) cast in there, was <addr> previously a char or 
u_char type? 
if it was then that would explain what your seeing. 


> Now i have the images on screen but they are flickering like mad - must be 
> my OT setup... any suggestions? 

at a guess your drawing a buffer empty, perhaps your code is taking two 

half frames to run? 


M. 
—-MESSAGE FILE 8445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07172 


—-MESSAGE FILE 8446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007173 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 18:44:47 +0100 

Organization: IO Productions Ltd 

Lines: 25 
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Message-ID: <9mlu56Sh6i5@www.netyaroze-europe. com> 

References: <9mlnpuSh6i2@www.netyaroze-europe.com> <9mloojS$h6i3@www.netyaroze-europe 
.com> <9mlpsnS$h6i4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-123-222-24.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


a vector is basically a line going from one place to another and is denoted 
by its length in x and y (and z in 3d). 

so a vector going from 0,0 to 2,2 is denoted as 2,2, and one going from 4,5 
to 2,3 is -2,-2. 

for your joystick code, it is just the difference in values of x and y from 
its rest position. 

Actually arcTan is a bad function to use due to the fact that you can end up 
with a value of infinity along the x axis (assuming Tan alpha=dx/dy). 
arcCos is better as it will give you negative values for a vector pointing 
backwards, and to get angles greater than 180deg , you need to test the 
value of dx and add PI to the result, or make the resultant angle negative. 


Did someone do a tutorial on vectors here? 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 

news: 9mlpsnS$h6i4@www.netyaroze-europe.com... 

> I hate sounding dumb, but how to i get the vector? I never did like them 
in 

> maths and wouldn't know on here : ( 

> 

> 

> 


—-MESSAGE FILE 8446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07173 


—-MESSAGE FILE 8447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007174 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 19:18:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <9mm072Sh6i6@www.netyaroze-europe. com> 

References: <9mlnpuSh6i2@www.netyaroze-europe.com> <9mlooj$h6i3@www.netyaroze-europe 
.com> <9mlpsnS$h6i4@www.netyaroze-europe.com> <9mlu56Sh6i5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-11-183.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


hmm, ok. I've found some arcTan functions. (hope they work, my codewarrior 
is spitting errors already at maths functions) 

if for example i end up with a vector of -128, -116. What would i put into 
the function as it only takes one argument. 

dy/dx? (1.103...). 


—-MESSAGE FILE 8447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07174 


-—-MESSAGE FILE 8448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007175 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 19:39:33 +0100 

Organization: IO Productions Ltd 

Lines: 28 

Message-ID: <9mmlbnSh6i7@www.netyaroze-europe. com> 

References: <9mlnpuSh6i2@www.netyaroze-europe.com> <9mlooj$h6i3@www.netyaroze-europe 
.com> <9mlpsnS$h6i4@www.netyaroze-europe.com> <9mlu56Sh6i5@www.netyaroze-europe. com> 
<9mm072Sh6i6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-123-222-24.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


correct but it really depends on what you want to define zero degrees as. 
dy/dx would mean that zero degrees would be pointing along the +ve x axis, 
ie right or due east, which isn't all that usefull, 

if you do it the other way round so that zero degrees is pointing along the 
+ve y axis (dx/dy), it matches up with compass bearings (ie due north is 
zero degrees) and makes more sense when you are moving things around in a 
game. 

But tan is still a really bad function to use as you will end up with divide 
by zero errors with dx/dy, use cos / arcCos. 


hmm, I've just re-read my earlier posting, it's not very clear, 

what I meant is that arcCos will give you a value of the angle between 0 & 
180deg regardless of whether your vector is pointing left or right, to get 
an unambiguous angle (i.e. negative angles or angles which are greater than 
180deg) you need to test the value of dx, if its greater than 0 the vector 
is pointing to the right & hence the angle between 0 & 180, if its less than 
0 the angle is between 0 and -180, so make the angle negative. 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 9mm072Sh6i6@www.netyaroze-europe.com... 

> hmm, ok. I've found some arcTan functions. (hope they work, my codewarrior 
is spitting errors already at maths functions) 

if for example i end up with a vector of -128, -116. What would i put into 
the function as it only takes one argument. 


> 
> 
> 
> dy/dx? (1.103...). 


—-MESSAGE FILE 8448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07175 


—-MESSAGE FILE 8449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007176 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Thu, 30 Aug 2001 19:40:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <9mmlbnSh6i8@www.netyaroze-europe. com> 

References: <0O1c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze— 
europe.com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-e 
urope.com> <0Olcl2ceb$fba64880$9709e4d5@pal-—s-omnibook> <9m9c88Sio0j5@www.netyaroze-eu 
rope.com> <01lcl2edcScc2bf440$991fe4d5@pal—s-—omnibook> <9melg1$1sb13@www.netyaroze-eu 
rope.com> <9meaj1S$1sb17@www.netyaroze-europe.com> <9med8s$1lsb18@www.netyaroze-europe 
.com> <9mekagq$lsb20@www.netyaroze-europe.com> <3b915bb2.83462112@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-1-131-17.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


aye.. I may never actually write anything in assembler but if your scambling 
around 
looking for ways to speed something up then if you have a little knowledge 
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you can 
quite often adjust your C code to make use of it. Or am I wrong ( as 
usual ). 

ie.. without knowing a bit shift is fast you would probably divide by 2.. 
does the compiler 

optimize the code to do a shift if it can ? <shrug> 


John ( QuietBloke ) 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: 3b915bb2.83462112@www.netyaroze-europe.com... 
> Actually, it's funny you should mention your experiments... 


I'm sure that many of us won't be using assembly anyway, so whether or 
not the MIPS cpu is capable of more powerful instructions is 
irrelevant -- the ultimate question is "What code does the C compiler 
generate?" for a lot of us. 


Steven 


On Tue, 28 Aug 2001 00:16:16 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>> Where'd you get that info from .. if you dont mind me asking 

> 

>I found the MIPS instruction set somewhere... I was quite surprised how 
ew 

>instructions there were .. I kept thinking it was just the commonly used 


>ones and there was another page of them somewhere, then I remembered what 
>'risc' was all about. 


> 

>And other than that I just experiment with writing little routines, say a 
>few lines of code, and disassemling them --- that way it's reasonably 

asy 


>to see what instruction relates to what line of C code, and you can try 
>different things and see what it gets compiled into. (to start with it's 
>best to switch any compiler optimisations off) 

> 

>Jon 

> 


VVVVVVVOVVVVVVIhAV VV VV VV VV VV VV V 


—-MESSAGE FILE 8449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07176 


—-MESSAGE FILE 8450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007177 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Thu, 30 Aug 2001 19:45:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 174 

Message-ID: <9mm1t1$Sh6i9@www.netyaroze-europe. com> 

References: <9mgsl9S$8t81@www.netyaroze-europe.com> <9mjfqrS$dra4@www.netyaroze-europe 
-com> <9mlmco$h6éil@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-009-0048.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


The +1 / +4 thing is a real pain. It depends on what type you're adding it 
to. In this case it's added to a u_long *. So the when you want to add four 
bytes to it, you have to use +1. The compiler knows a u_long is four bytes 
long. An example to explain my ramblings: 


#define ADDR 0x80090000 
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char *pChar = ADDR; 
u_long *pULong = ADDR; 


pChar++; // will now be 0x80090001 
pULong++; // will now be 0x80090004 


Hope this explains :) 


Ben 


"Max" <mad.max@which.net> wrote in message 
news: 9mlmcoSh6il@www.netyaroze-europe.com... 


Thanks guys, it turns out it was my call to GsGetTimInfo... strange... it 
was (address+4) and should have been (address+1) to work (as it is now) but 
before it worked with +4... Yaroze memory really is very strange... can 


anyone offer an explanation? 
Now i have the images on screen but they are flickering like mad - must be 
my OT setup... any suggestions? 


Max 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9mjfqrS$dra4@www.netyaroze-europe.com... 

> Could the CLUT be positioned somewhere in the frame buffer? That could 
make 

> all the sprites appear black. 

> 

> Something I always do during development is clear the screen to mid-grey 
at 

> the start of a frame. Quite often when something's not quite working it 
get 

drawn as black and therefore invisible on a black background. 


v 


Ben 


"Max" <mad.max@which.net> wrote in message 
news: 9mgsl1l9S8t81@www.netyaroze-europe.com... 
Hey all, 


Now I'm trying to get the title screen in MonkyRegs, and I thought I had 
Է 

> sussed until the Yaroze told me otherwise. I can't honestly see where its 
> going wrong. 

> 

> I have 640 x 512 res and I'm trying to get 4 230 x 222 x 8-bit images on 
the 

> screen arranged into a (imperfect) square. The code I use for loading and 
> setting up the sprite is below, can someone have a look and tell me whats 
> wrong if anything, I'm in the process of narrowing down the causes. Does 
> anyone else use the gnu debugger? - if so do they have as much damn 
trouble 

> getting the thing to run as I do? - I have given up on it completely. 

> 

> This code is executed before I go into the game loop, the mode is first 2D 
> to allow the menu to be put up, then when the game starts I switch to 3D. 
(I 

> will probably will have the title screen overlayed on the 3D arena 

> eventually but just now I want to get this working so that if I come to 

> adding anything before the title screen I will know how to. Thanks all. 

> 


HV MV V V VV V V 


եք 


CODE ան 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 


{ 
RECT rect; // this is a rectangle in which the sprite will be stored 


GsIMAGE imageInfo; // this holds the actual sprite data 


VVVVVVVV™NYV 


GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and store 
its 
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> data in imageInfo 
> 
> 
> 
set 
up the rect for texture loading to VRAM 


// set up the rect before we load in the data 


LoadImage(&rect, imageInfo.pixel); // load in the data to the rect 


DrawSync (0); 
// check to see if the image has a clut i.e. < 16 bit 
if ((imageInfo.pmode>>3) &0x01) 


{ 
// CLUT exists so load it into the rect 


et 

up the rect for texture loading to VRAM 
LoadImage (&rect, imageInfo.clut); 

rame 

Buffer 


DrawSync (0); 
} 


sprite->x // set up the position within the frame 


sprite->y 


XPOS; 
yPos; 


// check for bit mode 
if (0) 
switch (imageInfo.pmode) 
{ 
case 0x08 /*4 bit*/ sprite->attribute 
yaroze what attributes the image has 
sprite->w imageInfo.pw*4; 


0 << 24; 


VVVVVVVVVVVVV VV FEV VOD VV VV VV VV VV 


// 


sprite->tpage = 
texture page address 


break; 


GetTPage (0,0,imageInfo.px,imagelInfo.py) ; 


case 0x09 /*8 bit*/ sprite->attribute 
sprite->w imageInfo.pw*2; 
sprite->tpage GetTPage(1,0,imageInfo.px,imageInfo.py) ; 
break; 


1 << 24; 


default /*16 bit*/ sprite->attribute 
sprite->w imageInfo.pw; 
sprite->tpage GetTPage (2,0,imageInfo.px,imagelInfo.py); 
break; 


1 ՀՀ. 25; 


} 


sprite->h imageInfo.ph; // sets the height of the sprite 


se 
with rotation 
sprite->my 


etc 
sprite->h/2; 


VVGVVVVVVVVVVVAFVV EV VV VV VV VV VV VV VV VV 


setRect (&rect, imageInfo.px, imageInfo.py, imageInfo.pw, imageInfo.ph) ; 


setRect (&rect, imageInfo.cx, imageInfo.cy, imageInfo.cw, imageInfo.ch) ; 


// 


// 


// Loads all of the above into the 


// this tells the 


// this is the image data offset in 


gets 


sprite->u = 0; // sets the texture page offset of the sprite along 
he 
x axis 
sprite->v = 0; // sets the texture page offset of the sprite along 
he 
y axis 
sprite->cx = imageInfo.cx; // sets the x position օք the CLUT, if any 
sprite->cy = imageInfo.cy; 
sprite->r = 128; // used to apply brightness to the sprite, 128 is 
normal 
sprite->g = 128; 
sprite->b = 128; 
sprite->mx = sprite->w/2; // sets the center point of the sprite for 
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> 

> sprite->scalex = 4096; // sets sprite scaling to default, x axis 
> sprite->scaley = 4096; // sets sprite scaling to default, y axis 
> 

> sprite->rotate = 0; // sets rotation to off 

> ) 

> 

> 

Z CODE 

> 


VVVVVV 


-—-MESSAGE FILE 8450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07177 


-—-MESSAGE FILE 8451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007178 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Thu, 30 Aug 2001 21:16:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 243 

Message-ID: <9mm6ucSh6il0@www.netyaroze-europe. com> 

References: <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-— 
europe.com> <01c129caSa5a6f700Sd81fe4d5@pal-—s—-omnibook> <9m1d9c$b2i7@www.netyaroze-e 
urope.com> <0Olcl2ceb$fba64880$9709e4d5@pal-—s-omnibook> <9m9c88Si0j5@www.netyaroze-eu 
rope.com> <01lcl2edcScc2bf440$991fe4d5@pal-—s-—omnibook> <9melg1$1sb13@www.netyaroze-eu 
rope.com> <9meaj1$1sb17@www.netyaroze-europe.com> <9med8sS$1lsb18@www.netyaroze-europe 
.com> <9mekag$lsb20@www.netyaroze-europe.com> <3b915bb2.83462112@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-162-62.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Steven 


> I'm sure that many of us won't be 

> using assembly anyway, so whether or 
> not the MIPS cpu is capable of more 
> powerful instructions is 

> irrelevant 


> the ultimate question is 
> "What code does the C compiler 
> generate?" for a lot of us. 


...-well yes I agree that's what I'm interested in too .... when your C code 
consists of simple operations like + - >> etc. your C code is quite 
representative of assembler anyway (assuming you're using integer math) and 
each translates to one CPU instruction. So you can get a pretty good idea 
of how much work the CPU has to do and it could help you write a faster bit 
of C code. I don't use assembler either, there's no need to when you're 
using C, I don't think. 


Now knowing that a divide and multiply is a lot slower than the other 
operations then... if say you had a bit of code that divided by a thousand 
to convert millimetres to metres then you may want to sacrifice a bit of 
accuracy and divide by 1024 instead (the compiler will convert it to >>10 
for you... unless it's a very crap compiler). 
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The work that you don't see in your C code that the CPU has to do is mainly 
loading-in the variables from memory and then writing them back after the 
opperation is done. You can reduce this loading and unloading if you group 
together opperations on the same variable where convenient. 


If I've got a small perfomance critical routine to write I develop it ina 
separate source file and then dissassemble it and keep experimenting and 
dissassembling it until I reduce the number of CPU instructions (and now 
I'll also be trying to recuce the number of divides and multiplys too) , but 
I didn't mean that I kept it in assembler --- I just discard the assemly 
code and use the tuned-up C code instead. Doing the dissassembly is easy in 
CW -- you just right click on the file... I dunno how you do it in GNU off 
hand though. 


I've attached a list of instructions for the R3000, I'm not sure if that's 
exactly the CPU that the PSX uses, or if it's just in the same seris, 
perhaps someone could confirm that? 

Anyway it's something I should have looked at before blerting-out all that 
guff in that earlier message I posted! I think I had a load of different 
info about different CPUs in my head and had got it 
jumbled-up...doh!....many appologies. 


Jon 


—-MESSAGE FILE 8451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07178 


—-MESSAGE FILE 8452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007179 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 21:53:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <9mm8vh$Sh6ill@www.netyaroze-europe. com> 

References: <9mlnpuSh6i2@www.netyaroze-europe.com> <9mlooj$h6i3@www.netyaroze-europe 
.com> <9mlpsnS$h6i4@www.netyaroze-europe.com> <9mlu56S$h6i5@www.netyaroze-europe. com> 
<9mm072Sh6i6@www.netyaroze-europe.com> <9mmlbnS$h6i7@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-907.bass.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> But tan is still a really bad function to use as you will end up with divide 
> by zero errors with dx/dy, use cos / arcCos. 


Or, just use atan2 which takes 2 arguments and gives 
an unambigious angle. 


double atan2(double x, double y); 


atan2 (x,y) will give you an angle in the range -pi to pi 
with 0 at 12 o'clock and the angle increasing clockwise. 


If you're more mathematically minded, then use 
atan2(y,x) which gives 0 at 3 o'clock and the angle 
increasing anticlockwise. 


The only domain error with it is if x and y are both 0, 
which would be madness anyway. :) 


Martin. 
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—-MESSAGE FILE 8452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07179 


—-MESSAGE FILE 8453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007180 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Arc tangent 

Date: Thu, 30 Aug 2001 21:52:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <9mm95d$h6il2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-52-245 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


OK everyone. There have been a couple of threads that could do with this 
routine of mine I think. I am a mean get and don't usually give much source 
code away, but I was starting to feel a bit too guilty on this one. I did 
spend many hours writing this so keep it to yourselves and give me a mention 
if you use it. It's not too accurate however (I do have a more up-to-date 
version that I've developed that is more accurate, but it is also slower so 
I think this is the one best suited). 


Just find dx and dy and pass “em to this routine and sit-—back and have this 
routine do all the work for you. Get it while it's hot. 


Jon 


long auto_arc_tan( long v_dx, long v_dy ) 


{ 


// (c) Jon Prestidge 1997 Do not copy, do not distribute. 
// Version 1.0 

// automatic arc tangent routine. Just plug-in dx and dy and 
// get back a full angle between 0 and 4096. 

// 


long grad, ang, abs_dx, abs_dy, half; 


abs_dx = v_dx; 
if ( abs_dx < 0 ) abs_dx *= -1; 
abs_dy = v_dy; 
if ( abs_dy < 0 ) abs_dy *= -1; 


// find the gradient between 0 and one (or 0 and 4096 in this 
impelmentation).... 
if ( abs_dy <= abs_dx ) 
{ 
if ( abs_dx == ) 
{ // exact angle can be returned... also this prevents divide by 0 
error... 
if ( v_dy >= 0 ) 
return 0; 
else 
return 2048; 
} 
grad = abs_dy; 
grad <<= 12; 
grad /= abs_dx; 
half = 1; 
} 
else 
{ 
if ( abs_dy == ) 
{ // exact angle can be returned... also this prevents divide by 0 
error xs 
if ( v_dx >= 0 ) 
return 1024; 
else 
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return 3072; 


grad = abs_dx; 
grad <<= 12; 

grad /= abs_dy; 
half = 0; 


ang = ( grad * 2409 ) >> 12; 
ang *= 4096 - ang; 

ang += grad * 3097; 

ang >>= 15; 


if ( v_dx >= 0 ) 
{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) ang = 1024 - ang; 
} 


else 
{ 
if ( half ) 
ang += 1024; 
else 
ang = 2048 - ang; 
} 
} 
else 


{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) 
ang += 3072; 
else 
ang = 4096 - ang; 
} 
else 
{ 
if ( half ) 
ang = 3072 - ang; 
else 
ang += 2048; 
} 
} 


return ang; 


} 


—-MESSAGE FILE 8453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07180 


—-MESSAGE FILE 8454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007181 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 21:56:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <9mm9cfSh6il3@www.netyaroze-europe. com> 
References: <9mlnpuSh6i2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-52-245 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Chris, I think if you use my auto_arc_tan routine I posted and pass it 
the x and y stick values I think it will give you what you want. 
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Jon 


—-MESSAGE FILE 8454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07181 


—-MESSAGE FILE 8455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007182 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question 

Date: Thu, 30 Aug 2001 22:01:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9mm9i9Sh6il4@www.netyaroze-europe. com> 
References: <9loc6aSp3k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-52-245 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> If I have a sprite at pos x,y and I want it to move to pos x2,y2. 
> Anyone know what the quickest method of calculating the angle is ? 


hello John, try my auto_arc_tan routine that I posted and just calculate dx 
and dy (by subtraction in the usual way) and pass those two vaues to it. 


Jon 


—-MESSAGE FILE 8455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07182 


—-MESSAGE FILE 8456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007183 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sprite direction 

Date: Thu, 30 Aug 2001 22:12:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <9mma6jSijvl@www.netyaroze-europe.com> 

References: <9mlnpuSh6i2@www.netyaroze-europe.com> <9mlooj$h6i3@www.netyaroze-europe 
.com> <9mlpsn$h6i4@www.netyaroze-europe.com> <9mlu56Sh6i5@www.netyaroze-europe. com> 
<9mm072Sh6i6@www.netyaroze-europe.com> <9mmlbn$h6i7@www.netyaroze-europe.com> <9mm8v 
hSh6ill@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-52-245.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Or, just use atan2 which takes 2 arguments and gives 
> an unambigious angle. 


yes (or if you don't have FP libs then use my auto_arc_tan which is like an 


integer version of atan2) 


—-MESSAGE FILE 8456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07183 


—-MESSAGE FILE 8457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007184 
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Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arc tangent 

Date: Thu, 30 Aug 2001 22:16:11 +0100 

Organization: IO Productions Ltd 

Lines: 116 

Message-ID: <9mmahdSijv2@www.netyaroze-europe. com> 
References: <9mm95d$h6i12@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-123-222-24.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


top banana! 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9mm95d$h6i1l2@www.netyaroze-europe.com... 


> OK everyone. There have been a couple of threads that could do with this 
> routine of mine I think. I am a mean get and don't usually give much 
source 

> code away, but I was starting to feel a bit too guilty on this one. I did 


> spend many hours writing this so keep it to yourselves and give me a 
mention 

> if you use it. It's not too accurate however (I do have a more up-to-date 
> version that I've developed that is more accurate, but it is also slower 
so 

> I think this is the one best suited). 

> 

> Just find dx and dy and pass ‘em to this routine and sit-back and have 
this 

> routine do all the work for you. Get it while it's hot. 

> 


Jon 


long auto_arc_tan( long v_dx, long v_dy ) 


{ 


// (c) Jon Prestidge 1997 Do not copy, do not distribute. 
// Version 1.0 

// automatic arc tangent routine. Just plug-in dx and dy and 
// get back a full angle between 0 and 4096. 

// 


long grad, ang, abs_dx, abs_dy, half; 


abs_dx = v_dx; 
if ( abs_dx < 0 ) abs_dx *= -1; 
abs_dy = v_dy; 
if ( abs_dy ՀՕ) abs_dy "Հ -1; 


// find the gradient between 0 and one (or 0 and 4096 in this 
impelmentation).... 
if ( abs_dy <= abs_dx ) 
{ 
if ( abs_dx == ) 
{ // exact angle can be returned... also this prevents divide by 


Erbo resa 
if ( v_dy >= O ) 
return 0; 
else 
return 2048; 
} 
grad = abs_dy; 
grad <<= 12; 
grad /= abs_dx; 
half = 1; 
} 
else 
{ 
if ( abs_dy == 0 ) 


VVVVVVVVVVVVVVOVVVVVVV VV VV VV VV VV VV VV VV 


Net Yaroze newsgroups message dump.txt 
{ // exact angle can be returned... 


ETOT: cs 
if ( v_dx >= 0 ) 
return 1024; 
else 
return 3072; 
} 
grad = abs_dx; 
grad <<= 12; 
grad /= abs_dy; 
half = 0; 
} 


ang = ( grad * 2409 ) 
ang *= 4096 - ang; 
ang += grad * 3097; 
ang >>= 15; 


>> 12; 


if ( v_dx >= 0 ) 
{ 
if ( v_dy >= 0 ) 
{ 


if ( half ) ang = 1024 - ang; 
} 
else 
{ 
if ( half ) 
ang += 1024; 
else 


ang = 2048 - ang; 
} 
} 
else 
{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) 
ang += 3072; 
else 
ang = 4096 - ang; 
} 
else 
{ 
if ( half ) 
ang = 3072 - ang; 
else 
ang += 2048; 
} 
} 


return ang; 


} 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


also this 


prevents divide by 
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—-MESSAGE FILE 8457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07184 


—-MESSAGE FILE 8458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007185 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Arc tangent 

Date: Thu, 30 Aug 2001 22:23:17 +0100 
Organization: PlayStation Net Yaroze 
Lines: 6 

Message-ID: <9mmb1jSijv3@www.netyaroze-europe.com> 
References: <9mm95d$h6i12@www.netyaroze-europe. com> 


(SCEE) 
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NNTP-Posting-Host: host217-35-11-183.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


Jon, you are pure genious! Ok, so i have to put in a negative y value for 
some reason, but thats no biggy. 

Cheers dude (and others), maybe i can finally get something working!!!!! 
Chris (Ill but in a good mood) 
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—-MESSAGE FILE 8458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07185 


—-MESSAGE FILE 8459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007186 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Thu, 30 Aug 2001 22:43:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <9mmcl13Sijv4@www.netyaroze-europe. com> 


References: <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze— 
europe.com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-e 
urope.com> <0Olcl2ceb$fba64880$9709e4d5@pal-—s-omnibook> <9m9c88Si0j5@www.netyaroze-eu 


rope.com> <01lcl2edcScc2bf440$991fe4d5@pal—s-—omnibook> <9melg1$1sb13@www.netyaroze-eu 
rope.com> <9meaj1$1sb17@www.netyaroze-europe.com> <9med8s$1lsb18@www.netyaroze-europe 
.com> <9mekagq$lsb20@www.netyaroze-europe.com> <3b915bb2.83462112@www.netyaroze-europ 


e.com> <9mm6uc$h6il0@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-106-145.btinternet.com 


Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0028_01C131A5.384FC000" 


X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


This is a multi-part message in MIME format. 


=== = NextPart_000_0028_01C131A5.384FC000 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


> and divide by 1024 instead (the compiler 
> will convert it to >>10 


> for you... unless it's a very crap compiler). 

=20 

um, am I right? I'm having second thoughts whether the compile would do = 
that for you now... best put ">>10" instead of "/1024" to make sure = 


incase I'm wrong. 


yours, 
"flakey Jon". 


=== == = _NextPart_000_0028_01C131A5.384FC000 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2614.3500" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 
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<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DArial size=3D2>&gt; and divide by 1024 instead (the=20 
compiler</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2>égt;&nbsp;will convert it to = 
& 

Y: 

< 


gt;&gt;10<BR>&gt; for=20 

ou... unless it's a very crap compiler) .</FONT></DIV> 

DIV><FONT face=3DArial size=3D2></FONT>&nbsp;</DIV> 

<DIV><FONT face=3DArial size=3D2>um, am I right?&nbsp; I'm having second 
thoughts=20 

whether the compile would do that for you now... best put "&gt;&gt;10" = 
instead=20 

of "/1024" to make sure incase I'm wrong.</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>yours,</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2>"flakey Jon".</FONT></DIV> 
<BLOCKQUOTE=20 

style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: = 

Opx">é&nbsp; </BLOCKQUOTE></BODY></HTML> 


¿e Se = NextPart_000_0028_01C131A5.384FC000-- 


—-MESSAGE FILE 8459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07186 


—-MESSAGE FILE 8460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007187 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arc tangent 

Date: Thu, 30 Aug 2001 22:48:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9mmc9fSijv5@www.netyaroze-europe. com> 

References: <9mm95d$h6il12@www.netyaroze-europe.com> <9mmb1jS$ijv3@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-106-145.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> Ok, so i have to put in a negative y value for 
> some reason, but thats no biggy 


oh yes, sorry I tend to write these things using 'secondary school 
geometry' rules (where you draw graphs and y increases as you go up the 
page), but you could always edit the routine to switch it round if you like. 


I'm glad it worked for you. 


Jon 


—-MESSAGE FILE 8460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07187 


—-MESSAGE FILE 8461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007188 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: French TV Programme. 

Date: 30 Aug 2001 23:13:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c131a8$f1b93c80$8409e4d5@pal-—s-—omnibook> 
References: <9mjbgg$8t818@www.netyaroze-europe.com> 
NNTP-Posting-Host: nas-cbv-6-9-132.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 
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If you're talking about a very old message (1999 I think) concerning the 
French TV channel called "M6" then I believe nothing happened. After seeing 
the message (I did not reply as I did not have anything to show back then) 
I watched the regular show in which the NY programme was supposed to be 
included, but they never mentionned the thing :(... 

(btw, I'm French, just in case you're wondering) 


pal 


Kenny Millar <yaroze@ntlworld.com> wrote in article 
<9mjbgg$8t818@www.netyaroze-europe.com>... 

> Some time ago you posted a message in the French free-talk news group 
about 

> a company which wanted to make a programme (for French TV) about Net 
Yaroze. 

> Did that ever happen? Was it any good? 


—-MESSAGE FILE 8461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07188 


—-MESSAGE FILE 8462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007189 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arc tangent 

Date: Fri, 31 Aug 2001 00:23:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9mmhv2Sijvé@www.netyaroze-europe. com> 
References: <9mm95d$h6i12@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-49-239.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Thanx Jon, 


As it happens I was working on a quick way of calculating the angle. In my 
particular case my sprites are already pre-drawn 


in 8 possible angles so all I really want is something very rough ( 45 
degree steps ). I was in the process of coming up with something today at 
work.... 


it goes along the lines of imagining the circle as an octagon to represent 
all the angles I can display. 

First return angles ( as you do ) where x and/or y = 0 ). 

Roughly speaking 22.5 degrees is when x is a third of y. ( roughly ). 

If we take the abs of x and y we can then say. If x1*3 <yl then its zero 
degrees. if y1*3 Հ xl then its 90 degrees and anything else is 45. 

( Im assuming multiplying is quicker than divisions... see other thread 
regarding my daft question ). 

Then by checking the signs of x and y we can convert our calculated angle to 
its real angle. ie. if x > 0 and y < 0 then angle = 90-angle... etc.. etc.. 
I think it would work.. and its fine for me.. but your code is much more 
useful. So now I have 2 working solutions I can use ( Yours and pal's ) 
using very different techniques.. and of course my dodgy code. Thats the fun 
of programming.. there are always many solutions to any one problem... beats 
doing crosswords anyday ! 


So.. once again... nice one Jon.. I've still to work out how your code 
works exactly but I will be sure to give credit if I use it... as I would 
give credit to anyone else who contributes to anything I produce. Eveen if I 
dont use it.. it gives me something to think about. 


btw.. sorry about me contantly waffling dribble in this newsgroup about 
things Im working on... I just figure if Im talking complete rubbish someone 
will tell me how wrong I am. 


Cheers 
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John ( QuietBloke ) 


—-MESSAGE FILE 8462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07189 


—-MESSAGE FILE 8463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007190 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: How to stretch a sprite? 

Date: 30 Aug 2001 23:33:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c131ab$9b9841e0$8409e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-—cbv-6-9-132.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Has anyone any idea about how I could stretch a sprite? I'm sure this can 
be done easily with some 3D, but I've not yet coded anything 3D so I'm 
definitely unable to find this out on my own. Any easily usable suggestion 
welcome! 


pal 


—-MESSAGE FILE 8463 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07190 


—-MESSAGE FILE 8464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007191 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Fri, 31 Aug 2001 02:42:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 177 

Message-ID: <3b8ef71d.30794950@www.netyaroze-europe. com> 

References: <9mgs19S8t81@www.netyaroze-europe.com> <9mjfqrSdra4@www.netyaroze-europe 
-com> <9mlmco$h6éil@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Max, 


Try this and let me know if it works: 

replace: 

void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short 
yPos) 


with 


void InitSprite(u_char *addr, GsSPRITE *sprite, short xPos, short 
yPos) 


I'll bet you it will work, and that's probably what you had before 
when you used +4. That's because of something kinda wierd in C that 
took me a while to get used to. 


when you say addr+4 you actually mean the fourth *long* after addr. 
Since each long is 4 bytes, addr+4 is actually sixteen bytes into 
addr. 


It makes more sense when you think of it as an array (addr[4] would be 
16 bytes after addr[0]) 
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Sauce 


On Thu, 30 Aug 2001 16:30:11 +0100, "Max" <mad.max@which.net> wrote: 


>Thanks guys, it turns out it was my call to GsGetTimInfo... strange... it 
>was (address+4) and should have been (addresst+1) to work (as it is now) but 
>before it worked with +4... Yaroze memory really is very strange... can 


>anyone offer an explanation? 
>Now i have the images on screen but they are flickering like mad - must be 
>my OT setup... any suggestions? 

> 

>Max 

> 

>Ben James <hungryghost@clara.co.uk> wrote in message 

>news: ImjfqrSdra4@www.netyaroze-europe.com... 

>> Could the CLUT be positioned somewhere in the frame buffer? That could 
>make 

>> all the sprites appear black. 

>> 

>> Something I always do during development is clear the screen to mid-grey 
>at 

>> the start of a frame. Quite often when something's not quite working it 
>get 

>> drawn as black and therefore invisible on a black background. 

>> 

>> Ben 

>> 

>> "Max" <mad.max@which.net> wrote in message 

>> news: 9mgsl9S8t81@www.netyaroze-europe.com... 

>> Hey all, 

>> 

>> Now I'm trying to get the title screen in MonkyRegs, and I thought I had 
>it 

>> sussed until the Yaroze told me otherwise. I can't honestly see where its 
>> going wrong. 

>> 

>> I have 640 x 512 res and I'm trying to get 4 230 x 222 x 8-bit images on 
>the 

>> screen arranged into a (imperfect) square. The code I use for loading and 
>> setting up the sprite is below, can someone have a look and tell me whats 
>> wrong if anything, I'm in the process of narrowing down the causes. Does 


>> anyone else use the gnu debugger? - if so do they have as much damn 
>trouble 

>> getting the thing to run as I do? - I have given up on it completely. 
>> 


>> This code is executed before I go into the game loop, the mode is first 2D 
>> to allow the menu to be put up, then when the game starts I switch to 3D. 
> (I 

>> will probably will have the title screen overlayed on the 3D arena 

>> eventually but just now I want to get this working so that if I come to 
>> adding anything before the title screen I will know how to. Thanks all. 
>> 

>> 

>/* CODE < 
>> 

>> void InitSprite (u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 
>> { 

>> RECT rect; // this is a rectangle in which the sprite will be stored 

>> 

>> GsIMAGE imageInfo; // this holds the actual sprite data 

>> 

>> GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and store 
>its 

>> data in imageInfo 

>> 

>> // set up the rect before we load in the data 

>> setRect (&rect, imageInfo.px, imageInfo.py,imageInfo.pw,imageInfo.ph); // 
>set 

>> up the rect for texture loading to VRAM 

>> 

>> LoadImage(&rect, imageInfo.pixel); // load in the data to the rect 

>> 

>> DrawSync(0); 
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>> 
>> // check to see if the image has a clut i.e. < 16 bit 
>> if ((imageInfo.pmode>>3) &0x01) 


>> 

>> // CLUT exists so load it into the rect 

>> setRect (&rect, imageInfo.cx, imageInfo.cy, imageInfo.cw,imageInfo.ch); // 
>set 


>> up the rect for texture loading to VRAM 

>> LoadImage (&rect, imageInfo.clut); // Loads all of the above into the 
>Frame 

>> Buffer 

>> 

>> DrawSync (0); 

>> ) 

>> 

>> sprite->x xPos; // set up the position within the frame 

>> sprite->y = yPos; 


>> 

>> // check for bit mode 
>> if(0) 

>> switch (imageInfo.pmode) 
>> լ 


>> case 0x08 /*4 bit*/ : sprite->attribute = 0 ՀՀ 24; // this tells the 
>> yaroze what attributes the image has 


>> sprite->w = imageInfo.pw*4; // this is the image data offset in 
>the 

>> VRAM 

>> sprite->tpage = GetTPage(0,0,imageInfo.px,imageInfo.py); // gets 
>> texture page address 

>> break; 

>> 

>> case 0x09 /*8 bit*/ : sprite->attribute = 1 << 24; 

>> sprite->w = imageInfo.pw*2; 

>> sprite->tpage = GetTPage(1,0,imageInfo.px,imageInfo.py); 

>> break; 

>> 

>> default /*16 bit*/ : sprite->attribute = 1 << 25; 

>> sprite->w = imageInfo.pw; 

>> sprite->tpage = GetTPage(2,0,imageInfo.px,imageInfo.py); 

>> break; 

>> 4} 

>> 


>> sprite->h = imageInfo.ph; // sets the height of the sprite 
>> 


>> sprite->u = 0; // sets the texture page offset of the sprite along 
>the 

>> x axis 

>> sprite->v = 0; // sets the texture page offset of the sprite along 
>the 

>> y axis 

>> 

>> sprite->cx = imageInfo.cx; // sets the x position օք the CLUT, if any 
>> sprite->cy = imageInfo.cy; 

>> 

>> sprite->r = 128; // used to apply brightness to the sprite, 128 is 


>> normal 

>> sprite->g = 128; 

>> sprite->b = 128; 

>> 

>> sprite->mx = sprite->w/2; // sets the center point of the sprite for 
>use 

>> with rotation etc 

>> sprite->my = sprite->h/2; 

>> 

>> sprite->scalex = 4096; // sets sprite scaling to default, x axis 
>> sprite->scaley = 4096; // sets sprite scaling to default, y axis 


>> sprite->rotate 0; // sets rotation to off 


>/* CODE 


Page 
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>> 
>> Max 
>> 
>> 
>> 
>> 
> 


—-MESSAGE FILE 8464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07191 


-—-MESSAGE FILE 8465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007192 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: Thu, 30 Aug 2001 23:01:25 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9mmuntSijv7@www.netyaroze-europe. com> 
References: <01c131ab$9b9841e0$8409e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: ACA6FA4E.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


change the 'scalex' and 'scaley' members to stretch your sprite. 'mx' and 
'my' are the rotation/expansion central coordinates. set them to width/2, 
height/2 so that the sprite is scaled from the center of your sprite instead 
of the upper left corner. 


example: 

if your GsSPRITE is declared as 'sprite', optionally set sprite.mx and 
sprite.my to the center point, then contract/expand the sprite by changing 
sprite.scalex and sprite.scaley 


—Omar 


--MESSAGE FILE 8465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07192 


—-MESSAGE FILE 8466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007193 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Fri, 31 Aug 2001 03:48:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <3b900725.34899202@www.netyaroze-europe. com> 

References: <0O1c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-e 
urope.com> <0Olcl2ceb$fba64880$9709e4d5@pal-—s-omnibook> <9m9c88Sio0j5@www.netyaroze-eu 
rope.com> <01lcl2edcScc2bf440$991fe4d5@pal-—s-—omnibook> <9melg1$1sb13@www.netyaroze-eu 
rope.com> <9meaj1$1sb17@www.netyaroze-europe.com> <9med8sS$1lsb18@www.netyaroze-europe 
.com> <9mekagq$lsb20@www.netyaroze-europe.com> <3b915bb2.83462112@www.netyaroze-europ 
e.com> <9mm6uc$h6il0@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I have a big fat PDF file actually that has a lot regarding the MIPS 
3000 and it's instruction set... If anyone's interested, I'll see if 
I can dig up the URL where I got it from. 


I'm definitely not one to discourage optimization, I just wanted to 
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keep everything in perspective. 


Actually, I don't know if CW or GCC allows you to have register 
variables. If you're going to do a lot of work on a couple of 
variables, storing them in registers will probably save big time clock 
cycles. 


By looking at some CW disassembly now, I don't think it treats 
register variables any differently... That's a shame, really. 


Sauce 


On Thu, 30 Aug 2001 21:16:45 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>Hello Steven 

> 

>> I'm sure that many of us won't be 
>> using assembly anyway, so whether or 
>> not the MIPS cpu is capable of more 
>> powerful instructions is 

>> irrelevant 

> 

>> the ultimate question is 

>> "What code does the C compiler 

>> generate?" for a lot of us. 


> 

>...well yes I agree that's what I'm interested in too .... when your C code 
>consists of simple operations like + - >> etc. your C code is quite 
>representative of assembler anyway (assuming you're using integer math) and 
>each translates to one CPU instruction. So you can get a pretty good idea 
>of how much work the CPU has to do and it could help you write a faster bit 
>of C code. I don't use assembler either, there's no need to when you're 
>using C, I don't think. 

> 

>Now knowing that a divide and multiply is a lot slower than the other 
>operations then... if say you had a bit of code that divided by a thousand 


>to convert millimetres to metres then you may want to sacrifice a bit of 
>accuracy and divide by 1024 instead (the compiler will convert it to >>10 
>for you... unless it's a very crap compiler). 

> 

>The work that you don't see in your C code that the CPU has to do is mainly 
>loading-in the variables from memory and then writing them back after the 
>opperation is done. You can reduce this loading and unloading if you group 
>together opperations on the same variable where convenient. 

> 

>If I've got a small perfomance critical routine to write I develop it ina 
>separate source file and then dissassemble it and keep experimenting and 


>dissassembling it until I reduce the number of CPU instructions (and now 
>I'll also be trying to recuce the number of divides and multiplys too) , but 
>I didn't mean that I kept it in assembler --- I just discard the assemly 
>code and use the tuned-up C code instead. Doing the dissassembly is easy in 
>CW -- you just right click on the file... I dunno how you do it in GNU off 
>hand though. 

> 


>I've attached a list of instructions for the R3000, I'm not sure if that's 
>exactly the CPU that the PSX uses, or if it's just in the same seris, 
>perhaps someone could confirm that? 

>Anyway it's something I should have looked at before blerting-out all that 
>guff in that earlier message I posted! I think I had a load of different 
>info about different CPUs in my head and had got it 
>jumbled-up...doh!....many appologies. 

> 

>Jon 

> 

> 


—-MESSAGE FILE 8466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07193 


—-MESSAGE FILE 8467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007194 
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Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Fri, 31 Aug 2001 03:56:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <3b910a19.35654388@www.netyaroze-europe. com> 

References: <9ml1d9cS$b2i7@www.netyaroze-europe.com> <01lcl2cebS$fba64880$9709e4d5@pal-s 
-omnibook> <9m9c88Sio0j5@www.netyaroze-europe.com> <01lcl2edcScc2bf440S991fe4d5@pal-s-— 
omnibook> <9melg1S1sb13@www.netyaroze-europe.com> <9meaj1$1sb17@www.netyaroze-europe 
.com> <9med8s$lsb18@www.netyaroze-europe.com> <9mekaq$lsb20@www.netyaroze-europe.com 
> <3b915bb2.83462112@www.netyaroze-europe.com> <9mm6ucSh6il0@www.netyaroze-europe.co 
m> <9mmc13Sijv4@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I thought you were wrong ;) -- actually, I thought it was pretty neat 
when you said the compile will convert it... 


Unfortunately, Codewarrior doesn't do it: 
given: 

int a,b,c; 

a=5000; 

b=a/1024; 

c=a>>10; 


Here are the two "divisions": 


Using divide: 


lw t2,4(sp) 
nop 

bgez t2,*+16 
sra t9, t2510 
addiu €1,.t2,1023 
sra t9,t1,10 
sw t9,8 (sp) 


Using shift: 


lw t0,4(sp) 
nop 

sra t2,t0,10 
SW t2,12 (sp) 


On Thu, 30 Aug 2001 22:43:42 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>> and divide by 1024 instead (the compiler 
>> will convert it to >>10 


>> for you... unless it's a very crap compiler). 

> 

>um, am I right? I'm having second thoughts whether the compile would do that for y 
ou now... best put ">>10" instead of "/1024" to make sure incase I'm wrong. 

> 

>yours, 


>"flakey Jon". 


—-MESSAGE FILE 8467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07194 


-—-MESSAGE FILE 8468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007195 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buggery Title Screen!! 

Date: Fri, 31 Aug 2001 03:58:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3b920b2f.35932458@www.netyaroze-europe. com> 

References: <9mgsl19S$8t81@www.netyaroze-europe.com> <9mjfqrS$dra4@www.netyaroze-europe 
.com> <9mlmcoSh6il@www.netyaroze-europe.com> <3B8E6B69.1346A635@127.0.0.1> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


The cast is after the addition takes place (because of the nesting) -- 
it's the function header that changed. 


On Thu, 30 Aug 2001 17:35:53 +0100, Majik <majik@127.0.0.1> wrote: 


>Max wrote: 


>> 

>> Thanks guys, it turns out it was my call to GsGetTimInfo... strange... it 
>> was (address+4) and should have been (address+1) to work (as it is now) but 
>> before it worked with +4... Yaroze memory really is very strange... can 


>> anyone offer an explanation? 

>Possibly, looking at the code you posted; 
> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
> 
>you've got a (u_long *) cast in there, was <addr> previously a char or 
>u_char type? 

>if it was then that would explain what your seeing. 

> 

>> Now i have the images on screen but they are flickering like mad - must be 
>> my OT setup... any suggestions? 

>at a guess your drawing a buffer empty, perhaps your code is taking two 
>half frames to run? 

> 

>M. 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 
{ 
RECT rect; // this is a rectangle in which the sprite will be stored 


GsIMAGE imageInfo; // this holds the actual sprite data 


VV V V V V V 


GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and 


--MESSAGE FILE 8468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07195 


—-MESSAGE FILE 8469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007196 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS and the yarozescene crew 

Date: Fri, 31 Aug 2001 10:31:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9mnlimSijv8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-121-34.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 
Marc Lambert, Jon Prestidge and myself will be wandering the ECTS show 
floor or hanging about near stand 1514 most of sunday after about llam, 


unless we're in a meeting of course. 


If you see a "Darkhex" badge holder stop them and start up a talk about 
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games, 


Matt 


cos it's one of us :) 


—-MESSAGE FILE 8469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07196 


-—-MESSAGE FILE 8470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007197 


Path: chuka.playstation.co.uk!news 
From: "Max" <mad.max@which.net> 


Subject 


Organiz 
Lines: 


. com> 


X-Prior 
X-MSMai 


Newsgroups: scee.yaroze.freetalk.english 


: Re: Buggery Title Screen!! 


Date: Fri, 31 Aug 2001 13:05:23 +0100 


ation: PlayStation Net Yaroze (SCEE) 
204 


Message-ID: <9mnuoiSijv9@www.netyaroze-europe. com> 
References: <9mgs19S8t81@www.netyaroze-europe.com> <9mjfqrSdra4@www.netyaroze-europe 
.com> <9mlmcoS$h6il@www.netyaroze-europe.com> <3b8ef71d.30794950@www.netyaroze-europe 


NNTP-Posting-Host: modem-679.babbelas.dialup.pol.co.uk 


ity: 3 
1-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


One of the most plain and simple explanations I've heard in a long time. 


Thanks guys :) 


Max 


Steven Osman <sosman@terratron.com> wrote in message 
news: 3b8ef71d.30794950@www.netyaroze-europe.com... 


> Max, 


repla 


Try this and let me know if it works: 


ce: 


void InitSprite(u_long *addr, GsSPRITE *sprite, short xPos, short 


yPos) 


with 


yPos) 


Since 
addr. 


Sauce 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 


void InitSprite(u_char *addr, GsSSPRITE *sprite, short xPos, short 


I'll bet you it will work, and that's probably what you had before 
when you used +4. That's because of something kinda wierd in C that 
took me a while to get used to. 


when you say addr+4 you actually mean the fourth *long* after addr. 


each long is 4 bytes, addr+4 is actually sixteen bytes into 


It makes more sense when you think of it as an array (addr[4] would be 
16 bytes after addr[0]) 


On Thu, 30 Aug 2001 16:30:11 +0100, "Max" <mad.max@which.net> wrote: 


>Thanks guys, it turns out it was my call to GsGetTimInfo... strange... it 
>was (address+4) and should have been (addresst+1) to work (as it is now) 
but 
> >before it worked with +4... Yaroze memory really is very strange... can 
> >anyone offer an explanation? 
> >Now i have the images on screen but they are flickering like mad - must 
be 
> >my OT setup... any suggestions? 
>> 
> >Max 
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> >Ben James <hungryghost@clara.co.uk> wrote in message 

> >news: ImjfqrSdra4@www.netyaroze-europe.com... 

> >> Could the CLUT be positioned somewhere in the frame buffer? That could 
> >make 

> >> all the sprites appear black. 

> >> 

> >> Something I always do during development is clear the screen to 
mid-grey 


>> the start of a frame. Quite often when something's not quite working it 
>get 

>> drawn as black and therefore invisible on a black background. 

>> 

>> Ben 

>> 

>> "Max" <mad.max@which.net> wrote in message 

>> news: 9mgsl9S8t81@www.netyaroze-europe.com... 

>> Hey all, 


VVVVVVVVV VV 


v 
v 
v 


Now I'm trying to get the title screen in MonkyRegs, and I thought I 


> >> sussed until the Yaroze told me otherwise. I can't honestly see where 
> >> going wrong. 


> >> I have 640 x 512 res and I'm trying to get 4 230 x 222 x 8-bit images 
on 
> >the 
> >> screen arranged into a (imperfect) square. The code I use for loading 
and 
> >> setting up the sprite is below, can someone have a look and tell me 
whats 
> >> wrong if anything, I'm in the process of narrowing down the causes. 
Does 
> >> anyone else use the gnu debugger? - if so do they have as much damn 
>trouble 
>> getting the thing to run as I do? - I have given up on it completely. 
>> 
>> This code is executed before I go into the game loop, the mode is first 


լթ) 
Vv 
v 


to allow the menu to be put up, then when the game starts I switch to 


Ծ 


>> will probably will have the title screen overlayed on the 3D arena 
>> eventually but just now I want to get this working so that if I come to 
>> adding anything before the title screen I will know how to. Thanks all. 


/* CODE * 


>> void InitSprite (u_long *addr, GsSPRITE *sprite, short xPos, short yPos) 


{ 
>> RECT rect; // this is a rectangle in which the sprite will be stored 


>> GsIMAGE imageInfo; // this holds the actual sprite data 

>> 

>> GsGetTimInfo((u_long *) (addr+4),&imageInfo); // read the TIM and store 
>its 

>> data in imageInfo 

>> 

>> // set up the rect before we load in the data 

>> setRect (&rect, imageInfo.px, imageInfo.py,imageInfo.pw,imageInfo.ph); // 
>set 

>> up the rect for texture loading to VRAM 

>> 

>> LoadImage(&rect, imageInfo.pixel); // load in the data to the rect 

>> 

>> DrawSync(0); 

>> 

>> // check to see if the image has a clut i.e. < 16 bit 


VVVVVVVVVVVVVV VV VV VV VSN VV VV VV VV O VN V V V V 
Vv 
v 
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> >> if ((imageInfo.pmode>>3) &0x01) 

>>> { 

> >> // CLUT exists so load it into the rect 

> >> setRect (&rect, imageInfo.cx, imageInfo.cy, imageInfo.cw, imageInfo.ch) ; 
// 

> >set 

> >> up the rect for texture loading to VRAM 

> >> LoadImage (&rect, imageInfo.clut); // Loads all of the above into the 
> >Frame 

> >> Buffer 

> >> 

> >> DrawSync (0); 

>>> ) 

> >> 

> >> sprite->x = xPos; // set up the position within the frame 

> >> sprite->y = yPos; 

> >> 

> >> // check for bit mode 

>>> if(0) 

> >> switch (imageInfo.pmode) 

>>> { 

> >> case 0x08 /*4 bit*/ : sprite->attribute = 0 << 24; // this tells the 
> >> yaroze what attributes the image has 

> >> sprite->w = imageInfo.pw*4; // this is the image data offset 
i 

> >the 

> >> VRAM 

> >> sprite->tpage = GetTPage(0,0,imageInfo.px,imageInfo.py); // 
gets 

> >> texture page address 

> >> break; 

> >> 

> >> case 0x09 /*8 bit*/ : sprite->attribute = 1 << 24; 

> >> sprite->w = imagelInfo.pw*2; 

> >> sprite->tpage = GetTPage(1,0,imageInfo.px, imageInfo.py) ; 

> >> break; 

> >> 

> >> default /*16 bit*/ : sprite->attribute = 1 << 25; 

> >> sprite->w = imageInfo.pw; 

> >> sprite->tpage = GetTPage(2,0,imageInfo.px, imageInfo.py) ; 

> >> break; 

>>> ) 

> >> 

> >> sprite->h = imageInfo.ph; // sets the height of the sprite 

> >> 

> >> sprite->u = 0; // sets the texture page offset of the sprite along 
> >the 

> >> x axis 

> >> sprite->v = 0; // sets the texture page offset of the sprite along 
> >the 

> >> y axis 

> >> 

> >> sprite->cx = imageInfo.cx; // sets the x position of the CLUT, if any 
> >> sprite->cy = imageInfo.cy; 

> >> 

> >> sprite->r = 128; // used to apply brightness to the sprite, 128 is 
> >> normal 

> >> sprite->g = 128; 

> >> sprite->b = 128; 

> >> 

> >> sprite->mx = sprite->w/2; // sets the center point of the sprite for 
> >use 

> >> with rotation etc 

> >> sprite->my = sprite->h/2; 

> >> 

> >> sprite->scalex = 4096; // sets sprite scaling to default, x axis 

> >> sprite->scaley = 4096; // sets sprite scaling to default, y axis 

> >> 

> >> sprite->rotate = 0; // sets rotation to off 

> >> } 

> >> 

> >> 

> 
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CODE 


VVVVVVVVV I 
ԿՄ 
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--MESSAGE FILE 8470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07197 


—-MESSAGE FILE 8471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007198 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Fri, 31 Aug 2001 13:09:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9mnugqpSijvl0@www.netyaroze-europe.com> 

References: <9ml1d9cS$b2i7@www.netyaroze-europe.com> <01lcl2ceb$fba64880$9709e4d5@pal-s 
-omnibook> <9m9c88Sioj5@www.netyaroze-europe.com> <01lcl2edcScc2bf440$991fe4d5@pal-s-— 
omnibook> <9melg1$1sb13@www.netyaroze-europe.com> <9meaj1$1sb17@www.netyaroze-europe 
.com> <9med8sS$lsb18@www.netyaroze-europe.com> <9mekaq$lsb20@www.netyaroze-europe.com 
> <3b915bb2.83462112@www.netyaroze-europe.com> <9mm6ucS$h6il0@www.netyaroze-europe.co 
m> <9mmc13Sijv4@www.netyaroze-europe.com> <3b910a19.35654388@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: host213-122-111-58.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


By the way Steven have you switched-on the optimization in the code warrior 
project settings? There are 4 different levels (I forget which one does 
what, but I've had mine set at 4). I'm still not sure it'll convert the 
divide by 1024 to a shift though, since I think there is a subtle difference 
between dividing and shifting when the number being shifted is negative, so 
it probably would only do it if the variable is declared as 'unsigned' 

(that is if it can be bothered anyway!) 


Jon 


—-MESSAGE FILE 8471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07198 


—-MESSAGE FILE 8472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007199 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Arc tangent 

Date: Fri, 31 Aug 2001 13:39:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9mo0hjS$kuml@www.netyaroze-europe. com> 

References: <9mm95dSh6il2@www.netyaroze-europe.com> <9mmhv2Sijv6é@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-77-100.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
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Hello John, 

> it goes along the lines of imagining the circle as an octagon 


...well great minds think a-like obviously, basically my routine divides the 
circle into 8 too.... it's just that the following formula fills in the gaps 
between each division. 


ang = ( grad * 2409 ) >> 12; 
ang *= 4096 - ang; 

ang += grad * 3097; 

ang >>= 15; 


it's a formula I developed to emulate a tangent for gratients between 0 
an 1.0 (which is 0 to 45 degrees, and hence an 8th of a circle). ( Infact 
if you want a very rough arc tangent that is a bit quicker you can replace 
the above formula with one that is just a straight line formula ). I chose 
to split the circle into 8 because arc tangent is more accurate between 0 
and 45 degrees and it's less of a curve to have to emulate. You can do the 
45 to 90 degree region by flipping the gradient round (i.e. doing dx/dy 
instead of dy/dx) and the using that for the arc tangent and then 
subtracting the result from 90 degrees to get the answer. 


The bit after that formula is the bit that works-out which 8th of the circle 
the angle is in and adds or subtracts an angle to get the right result. 

The 'half' flag also plays a part (which is set in the first bit of code). 
That remembers whether the gradient has been flipped or not. By "half" I 
meant "first or second half of the quadrant flag". 


> Eveen if I dont use it.. 
> it gives me something to think about. 


yes it's nice to have a choice of solution too, and even when a solution 
doesn't fit the bill in the end, it's usually useful in the future. 


Jon 


—-MESSAGE FILE 8472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07199 


-—-MESSAGE FILE 8473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007200 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: Fri, 31 Aug 2001 19:10:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9mok74Skum2@www.netyaroze-europe. com> 

References: <01c131ab$9b9841e0$8409e4d5@pal-—s-omnibook> <9mmuntSijv7@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: du-013-0031.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Don't forget to use GsSortSprite rather the GsSortFastSprite which ignores 
mx,my,scalex,scaley and rotate. 


Ben 


"Omar" <OMetwally7@aol.com> wrote in message 

news: 9mmuntS$ijv7@www.netyaroze-europe.com... 

change the 'scalex' and 'scaley' members to stretch your sprite. 'mx' and 
'my' are the rotation/expansion central coordinates. set them to width/2, 
height/2 so that the sprite is scaled from the center of your sprite instead 
of the upper left corner. 
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example: 

if your GsSPRITE is declared as 'sprite', optionally set sprite.mx and 
sprite.my to the center point, then contract/expand the sprite by changing 
sprite.scalex and sprite.scaley 


—Omar 


--MESSAGE FILE 8473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07200 


--MESSAGE FILE 8474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007201 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and the yarozescene crew 

Date: Sat, 1 Sep 2001 15:13:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9mqqesSmfol@www.netyaroze-europe.com> 
References: <9mnlimSijv8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-183-121.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I may catch ya there then ( if your unlucky <grin> ) 

I wasnt actually planning on going on sunday so Im still not 100% sure I 
will make it. 

Is anyone else going ? either on Sunday ro any other day ? 


John ( QuietBloke ) 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9mnlimSijv8@www.netyaroze-europe.com... 


> Hi, 

> 

> Marc Lambert, Jon Prestidge and myself will be wandering the ECTS show 
> floor or hanging about near stand 1514 most of sunday after about llam, 
> unless we're in a meeting of course. 

> 

> If you see a "Darkhex" badge holder stop them and start up a talk about 
> games, cos it's one of ստ :) 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07201 


—-MESSAGE FILE 8475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007202 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Sat, 01 Sep 2001 15:22:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3b91fcdf.71163828@www.netyaroze-europe. com> 

References: <9m9c88Sioj5@www.netyaroze-europe.com> <01lcl2edcS$cc2bf440$991fe4d5@pal-s 
-omnibook> <9melg1S$1sb13@www.netyaroze-europe.com> <9meaj1$1sb17@www.netyaroze-europ 
e.com> <9med8s$lsb18@www.netyaroze-europe.com> <9mekaq$lsb20@www.netyaroze-europe.co 
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m> <3b915bb2.83462112@www.netyaroze-europe.com> <9mm6ucSh6il0@www.netyaroze-europe.c 
om> <9mmc13Sijv4@www.netyaroze-europe.com> <3b910a19.35654388@www.netyaroze-europe.c 
om> <9mnugpSijvl0@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I guess it would help if I did that... 


I'll play around with it later (I had just tossed the lines into my 


current NY project -- which happened to be using it's debug 
configuration -- hence, unoptimized). 
Steven 


On Fri, 31 Aug 2001 13:09:41 +0100, "Jon Prestidge (Jon@surfed.to)" 
<jon@surfed.to> wrote: 


>By the way Steven have you switched-on the optimization in the code warrior 
>project settings? There are 4 different levels (I forget which one does 
>what, but I've had mine set at 4). I'm still not sure it'll convert the 
>divide by 1024 to a shift though, since I think there is a subtle difference 
>between dividing and shifting when the number being shifted is negative, so 
>it probably would only do it if the variable is declared as ‘unsigned' 
>(that is if it can be bothered anyway!) 

> 

>Jon 

> 

> 

> 


—-MESSAGE FILE 8475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07202 


—-MESSAGE FILE 8476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007203 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and the yarozescene crew 

Date: Sat, 1 Sep 2001 17:18:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9mrlubSmfo2@www.netyaroze-europe. com> 

References: <9mnlimSijv8@www.netyaroze-europe.com> <9mqqesS$mfol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-11-183.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2505.0000 


I never got a ticket, so im not going : ( 
But I'll hopefully see you next year :) 


-—-MESSAGE FILE 8476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07203 


-—-MESSAGE FILE 8477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007204 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: 1 Sep 2001 16:27:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c13302$6b125800S0f2e1bd4@pal-—s-—omnibook> 
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References: <01c131ab$9b9841e0$8409e4d5@pal-—s-omnibook> <9mmuntSijv7@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-5-46-15.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ooops... I should have been more precise. What I want is to stretch a 
sprite so that its shape becomes non-rectangular (it's called a trapezoid 
or trapezium I think). Like when projected with perspective. Like in the 
Star Wars openings ;) 


pal 


—-MESSAGE FILE 8477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07204 


—-MESSAGE FILE 8478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007205 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Sat, 1 Sep 2001 23:52:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <9mrotl$Smfo3@www.netyaroze-europe. com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01cl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <Olcl2edcScc2bf440S991fe4d5@pal-—s-omnibook> <9melg1$1sb13@www.netyaroze-europe.c 
om> <9meaj1$1sb17@www.netyaroze-europe.com> <01c13018$85386ae0$122e1bd4@pal-—s-—omnibo 
ok> <9mjelrS$dral@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-129-64.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


On a similar note... if a mul can can up to 32 cycles then presumably 
something like x=y*6é would be faster if coded as x=ytyt+ty<<2 or maybe even 
x=y<<2t+y<<l1 would be faster still. Would a compiler do this on max 
optimization too ? 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9mjelrS$dral@www.netyaroze-europe.com... 
> It probably is if you've seen it I was just guessing... I never noticed a 


> big difference in clock cycle useage with other processors between 
different 

> operations-- mind you I've never looked too closely, and they weren't 
raise. 


> I certainly never knew there was a co processor like Alex says so ignore 
> most of what I said John 

> 

> > all arithmetic and logic 

> > operations take one cycle except for 

> > muls and divs which can take up to 

> > about 32 cycles. 

> 

> that's interesting....so 5+5+5+5+5+5 is qucker that 5*6 for example. 
> ....although I suppose it'd have to fether the instructions too so perhaps 
> not. I surprised that all the other instructions only take one cycle, I 
> guess that's risc. I was guessing something like a logical shift would 
take 

> about 4 cycles and divide would take about 6, how wrong I was--- well 
that's 


> opened my eyes, I'll beable to optimise my code better now, cheers. 


v 


Jon 


V V V V V 
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—-MESSAGE FILE 8478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07205 


—-MESSAGE FILE 8479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007206 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Sat, 1 Sep 2001 23:59:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9mrp71Smfo4@www.netyaroze-europe. com> 

References: <9loc6aS$p3k2@www.netyaroze-europe.com> <9loeu8S$p3k3@www.netyaroze-europe 
.com> <01c1297eS8cb6e8a0SLocalHost@pal-—s-omnibook> <9lrqqf$3j63@www.netyaroze-europe 
-com> <01c129caSa5a6f700Sd81fe4d5@pal-—s-omnibook> <9m1d9c$b2i7@www.netyaroze-europe. 
com> <01lcl2cebSfba6488059709e4d5@pal-—s-—omnibook> <9m9c88Sioj5@www.netyaroze-europe.c 
om> <Olcl2edcS$cc2bf440$991fe4d5@pal-s-omnibook> <9melg1$lsb13@www.netyaroze-europe.c 
om> <9meaj1l$1sb17@www.netyaroze-europe.com> <01c13018$85386ae0$122e1bd4@pal-—s-—omnibo 
ok> <9mjelrSdral@www.netyaroze-europe.com> <9mrotl$mfo3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-71-171.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Good question.... I'm going to have an experiment after ECTS. Presumably 
you'd have to have an optimization mode that was "as fast as you can, I 
don't care about memory usage". 


Jon 


—-MESSAGE FILE 8479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07206 


-—-MESSAGE FILE 8480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007207 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Sun, 02 Sep 2001 15:34:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <3b9250e6.158216893@www.netyaroze-europe. com> 

References: <9lrqqf$3j63@www.netyaroze-europe.com> <01c129ca$a5a6f700$qd81fe4d5@pal-s 
-omnibook> <9m1d9cSb2i7@www.netyaroze-europe.com> <01lcl2cebSfba6488059709e4d5@pal-s-— 
omnibook> <9m9c88Sio0j5@www.netyaroze-europe.com> <01lcl2edcScc2bf440$991fe4d5@pal-s-o 
mnibook> <9melg1$1sb13@www.netyaroze-europe.com> <9meaj1$S1sb17@www.netyaroze-europe. 
com> <01c13018$85386ae0S122elbd4@pal-—s-—omnibook> <9mjelrSdral@www.netyaroze-europe.c 
օո» <9mrotlSmfo3@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


..-but isn't this how the ALU performs multiplication internally? 


I mean -- when you say y*6, the number 6 itself is 110 in binary 
(notice, the "2" bit is 1, the "1" bit is T and the "0" bit is 0) == 
so you take y, shift it by 2, add it, shift it by 1 add it, etc, 
ՅԵՇ»..-» 


Remember that the processor can take UP TO 32 cycles... presumably, 
that would be if it has to do a tonne of additions — i.e. if the 
multiplier has all 1's in it... But I don't know the MIPS processor 


that intimately... 
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Sauce 


On Sat, 1 Sep 2001 23:52:59 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>On a similar note... if a mul can can up to 32 cycles then presumably 
>something like x=y*6 would be faster if coded as x=ytyty<<2 or maybe even 
>x=y<<2+y<<1 would be faster still. Would a compiler do this on max 
>optimization too ? 


> 

>"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

>news: ImjelrSdral@www.netyaroze-europe.com... 

>> It probably is if you've seen it I was just guessing... I never noticed a 


>> big difference in clock cycle useage with other processors between 
>different 

>> operations-- mind you I've never looked too closely, and they weren't 
>risc. 

>> I certainly never knew there was a co processor like Alex says so ignore 
>> most of what I said John 

>> 
>> 
>> 
>> 
>> 
>> 
>> ... that's interesting....so 5+5+5+5+5+5 is qucker that 5*6 for example. 
>> ....although I suppose it'd have to fether the instructions too so perhaps 
>> not. I surprised that all the other instructions only take one cycle, I 
>> guess that's risc. I was guessing something like a logical shift would 
>take 
>> about 4 cycles and divide would take about 6, how wrong I was--- well 
>that's 

>> opened my eyes, I'll beable to optimise my code better now, cheers. 
>> 

>> 

>> Jon 

>> 

>> 

>> 

> 


all arithmetic and logic 

operations take one cycle except for 
muls and divs which can take up to 
about 32 cycles. 


VVVYV 


-—-MESSAGE FILE 8480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07207 


—-MESSAGE FILE 8481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007208 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Sun, 2 Sep 2001 22:23:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <9mu821Ss3hl@www.netyaroze-europe. com> 

References: <9lrqqf$3j63@www.netyaroze-europe.com> <01c129ca$a5a6f700$qd81fe4d5@pal-s 
-omnibook> <9m1d9cSb2i7@www.netyaroze-europe.com> <01lcl2cebSfba6488059709e4d5@pal-s-— 
omnibook> <9m9c88Sioj5@www.netyaroze-europe.com> <01lcl2edcScc2bf440$991fe4d5@pal-s-—o 
mnibook> <9melg1$1sb13@www.netyaroze-europe.com> <9meaj1S1sb17@www.netyaroze-europe. 
com> <01c13018$85386ae0S122elbd4@pal-—s-—omnibook> <9mjelrSdral@www.netyaroze-europe.c 
om> <9mrotlS$mfo3@www.netyaroze-europe.com> <3b9250e6.158216893@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host213-122-173-34.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


ahh.. yes.. but surely its not clever enough to know right away to shift by 
շաա: ԼՏ" TE? 
It would have to check each bit at a time. 
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So if you gave it x * y then it would check if x is odd. if yes then it 
would add 

y to the sum. Then shift x right by 1 and shift y left by 1 and repeat the 
process until x was zero. 

Each check would take up a cycle. 

So if you were to multiply y * 4097 it would still take 12 cycles before it 
had calculated the 

result but you could therefore speed the whole process սք by saying yty<<12. 
Did that make sense.. ? 


"Steven Osman" <sosman@terratron.com> wrote in message 
news :3b9250e6.158216893@www.netyaroze-europe.com... 
> ...but isn't this how the ALU performs multiplication internally? 


I mean -- when you say y*6, the number 6 itself is 110 in binary 
(notice, the "2" bit is 1, the "1" bit is 1, and the "0" bit is 0) -- 
so you take y, shift it by 2, add it, shift it by 1 add it, etc, 

CE Cae ss 


Remember that the processor can take UP TO 32 cycles... presumably, 
that would be if it has to do a tonne of additions — i.e. if the 
multiplier has all 1's in it... But I don't know the MIPS processor 


that intimately... 
Sauce 


On Sat, 1 Sep 2001 23:52:59 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>On a similar note... if a mul can can up to 32 cycles then presumably 
>something like x=y*6 would be faster if coded as x=ytyty<<2 or maybe even 
>x=y<<2+y<<1 would be faster still. Would a compiler do this on max 
>optimization too ? 


> 

>"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

>news: ImjelrS$dral@www.netyaroze-europe.com... 

>> It probably is if you've seen it I was just guessing... I never noticed 


>> big difference in clock cycle useage with other processors between 
>different 

>> operations-- mind you I've never looked too closely, and they weren't 
>risc. 

>> I certainly never knew there was a co processor like Alex says so 


BHVV VV V&V VV VV VV VV VV VV VV VV VV VV VV VY 


ignore 

> >> most of what I said John 

> >> 

> >> > all arithmetic and logic 

> >> > operations take one cycle except for 

> >> > muls and divs which can take up to 

> >> > about 32 cycles. 

> >> 

> >> ... that's interesting....so 5+5+5+5+5+5 is qucker that 5*6 for 

example. 

> >> ....although I suppose it'd have to fether the instructions too so 

perhaps 

> >> not. I surprised that all the other instructions only take one cycle, 
>> guess that's risc. I was guessing something like a logical shift would 
>take 
>> about 4 cycles and divide would take about 6, how wrong I was--- well 
>that's 


>> opened my eyes, I'll beable to optimise my code better now, cheers. 
>> 

>> 

>> Jon 

>> 

>> 

>> 

> 


VVVVVVVVVV VV VHA 


5586 
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—-MESSAGE FILE 8481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07208 


—-MESSAGE FILE 8482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007209 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and the yarozescene crew 

Date: Sun, 2 Sep 2001 23:19:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9mubiuSs3h2@www.netyaroze-europe. com> 

References: <9mnlimSijv8@www.netyaroze-europe.com> <9mqqesSmfol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 9ImqqesS$mfol@www.netyaroze-europe.com... 
> I may catch ya there then ( if your unlucky <grin> ) 


> I wasnt actually planning on going on sunday so Im still not 100% 
sure I 

> will make it. 

> 

> Is anyone else going ? either on Sunday ro any other day ? 


I'm gonna be there Monday, and maybe Tuesday. Did you all have press 
passes then? I got a press pass (though I didn't ask for one) and then 
a few days ago got a letter saying there was a mix-up and I wasn't 
meant to have a press pass... 


So I went to the Nintendo show instead, and the bastards had changed 
it so you couldn't get in with an ECTS pass like they originally said. 
Grrr. 


Rikki 


—-MESSAGE FILE 8482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07209 


—-MESSAGE FILE 8483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007210 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: 2 Sep 2001 22:28:11 GMT 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01c133feS0a5a89e0S$b00ae4d5@pal-—s-—omnibook> 

References: <9lrqqf$3j63@www.netyaroze-europe.com> <01c129ca$a5a6f700$qd81fe4d5@pal-s 
-omnibook> <9m1d9cSb2i7@www.netyaroze-europe.com> <01cl2cebSfba6488059709e4d5@pal-s-— 
omnibook> <9m9c88Sioj5@www.netyaroze-europe.com> <0Olcl2edcScc2bf440S991fe4d5@pal-s-o 
mnibook> <9melg1$1sb13@www.netyaroze-europe.com> <9meaj1S1sb17@www.netyaroze-europe. 
com> <01c13018$85386ae0S122elbd4@pal-—s-—omnibook> <9mjelrSdral@www.netyaroze-europe.c 
om> <9mrotlS$mfo3@www.netyaroze-europe.com> <3b9250e6.158216893@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: nas-cbv-6-10-176.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman <sosman@terratron.com> wrote in article 
<3b9250e6.158216893@www.netyaroze-europe.com>... 

><snip>Remember that the processor can take UP TO 32 cycles... presumably, 
>that would be if it has to do a tonne of additions<snip> 


Indeed according to mips docs it processes lbit per cycle; a whole mul/div 
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always takes 32 cycles (although I don't know whether mul/divs can be done 
less-than-32bit-ly) or a bit more depending on instruction variants. What 
is meant by "up to" is that, as mul/divs are processed in parallel in 
something like a second dedicated alu, other instructions can be executed 
until the result of the mul/div is actually used. 

Ie if you have something like: 


a *= b 

x += y 

x += a 

the first line will be executed in parallel with the second, so that those 
first two lines will take 32 cycles. 

In the following order however the first two lines would take 1+32 cycles: 
x += y 

a *= b 

x += a 


—-MESSAGE FILE 8483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07210 


—-MESSAGE FILE 8484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007211 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: 2 Sep 2001 23:22:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <01c13405$82c03540SLocalHost @pal-—s-—omnibook> 
References: <9mgdt1S66sl@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbhv-—4-26-33.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Well, I dont' know how to put it without sounding flattery, but I find 
PingPing brilliant. It is the best Pong rehash ever, really. So bad it 
takes so long to boot and load a NY game... 


I love: 
- the title screen. 

— the red/blue circle effects. Simple, clever. (could have been a little 
more trippy) 

- the gravity twist, enhanced by the rotation. I once made a Pong with a 
Similar rotation system, but here gravity makes the thing really 
interesting. And unlike tennis games you can easily see and understand why 
the ball is going where and how. Going left/right instead of up/down 
follows from there and is good design. 

- the deceptively quiet ambiance ;) 

— the overall look of course. 


I hate: 

- that you dont plan to take some time to make it perfect. I think it 
deserves it, and that playability is not perfect, probably due to the high 
inertia of the rackets. 

- that jerky laughing '0-5' ai on acid ;) 


I experienced the same problems as the others, viz 1) menu bug 2) cheeting 

ai feeling. 

I'm sure a portable (eg Palm?) version would meet with great success. I had 
my elder brother play with me, and he's definitely not a hardcore gamer nor 
a small game lover, but he got addicted and asked for a PC version to play 

at his office! (btw, the 2p game is much more enjoyable than the 1p one) 


I noticed it is possible to hit the ball more than once in a row, but it is 
very difficult; I think there is some interesting gameplay tricks to 
achieve from there (somehow like in volleyball?)... 


Will you publish the sources? I think it would be an interesting help for 
getting into 3d, with simple mechanics leaving the fundamental things 
visible. 


pal 


Net 
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—-MESSAGE FILE 8484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


072 


VI 


--MESSAGE FILE 8485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


000 


7212 


Path: chuka.playstation.co.uk!news 
From: "Rikki Prince" <rprince@blueyonder.co.uk> 


New 
Sub 


sgroups: scee.yaroze.freetalk.english 
ject: Re: How to stretch a sprite? 


Date: Mon, 3 Sep 2001 02:26:20 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 


Mes 


sage-ID: <9mumh6Ss3h3@www.netyaroze-europe. com> 


References: <01c131ab$9b9841e0$8409e4d5@pal-—s-omnibook> <9mmuntSijv7@www.netyaroze-e 
urope.com> <01c13302$6b125800S0f2e1lbd4@pal—s-—omnibook> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"pal" <pal_news@hotmail.com> wrote in message 

news :01c13302S$6b125800S0f2elbd4@pal-—s-omnibook... 

> Ooops... I should have been more precise. What I want is to stretch 
a 

> sprite so that its shape becomes non-rectangular (it's called a 
trapezoid 

> or trapezium I think). Like when projected with perspective. Like in 


the 


> Star Wars openings ;) 


You 
and 
dif 


would probably have to do it line by line, as scale down the width 
height as each line 'goes into the screen'. Shouldn't be too 
ficult. Create a struct with a GsSprite and other details (ie. a z 


value) and write a function to change the z value of each every x 
frames, and update the scaled height and width (use trig to work out 


bas 


HTH 
Rik 


ed on the angle they are going into the screen at). 


Ա 


ki 


-—-MESSAGE FILE 8485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


072 


12 


—-MESSAGE FILE 8486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


000 


1213 


Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Daft Question [long] 


Date: Mon, 03 Sep 2001 03:56:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3b93ff49.33320963@www.netyaroze-europe. com> 


Ref 
-օո 
omn 


erences: <9ml1d9cS$b2i7@www.netyaroze-europe.com> <0Olcl2ceb$fba64880S9709e4d5@pal-s 
nibook> <9m9c88Sioj5@www.netyaroze-europe.com> <Olcl2edcS$cc2bf440$991fe4d5@pal-s-— 
ibook> <9melg1S1lsb13@www.netyaroze-europe.com> <9meaj1$S1sb17@www.netyaroze-europe 


-com> <01c13018$85386ae0$122elbd4@pal-—s-omnibook> <9mjelrS$dral@www.netyaroze-europe. 


com 


> <9mrotlS$mfo3@www.netyaroze-europe.com> <3b9250e6.158216893@www.netyaroze-europe 


.com> <01c133fe$0a5a89e0Sb00ae4d5@pal-—s-—omnibook> 


NNT 
Mim 
Con 
Con 


X-N 


P-Posting-Host: dsl092-099-074.nyc2.dsl.speakeasy.net 
e-Version: 1.0 

tent-Type: text/plain; charset=us-ascii 
tent-Transfer-Encoding: 7bit 

ewsreader: Forte Agent 1.5/32.452 


here's where the compiler's optimization could really come in 


handy, then, right? 
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On 2 Sep 2001 22:28:11 GMT, "pal" <pal_news@hotmail.com> wrote: 


>Steven Osman <sosman@terratron.com> wrote in article 
><3b9250e6.158216893@www.netyaroze-europe.com>... 


>><snip>Remember that the processor can take UP TO 32 cycles... presumably, 
>>that would be if it has to do a tonne of additions<snip> 
> 


>Indeed according to mips docs it processes lbit per cycle; a whole mul/div 
>always takes 32 cycles (although I don't know whether mul/divs can be done 
>less-than-32bit-ly) or a bit more depending on instruction variants. What 
>is meant by "up to" is that, as mul/divs are processed in parallel in 
>something like a second dedicated alu, other instructions can be executed 
>until the result of the mul/div is actually used. 

>Ie if you have something like: 


>a *= Ե 

>x += 7 

>x += a 

>the first line will be executed in parallel with the second, so that those 
>first two lines will take 32 cycles. 

>In the following order however the first two lines would take 1+32 cycles: 
>x += y 

>a *= Ե 

>x += a 


--MESSAGE FILE 8486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07213 


—-MESSAGE FILE 8487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007214 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Mon, 3 Sep 2001 10:40:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <9mvj76Ss3h4@www.netyaroze-europe. com> 

References: <9mgdt1S66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> 

NNTP-Posting-Host: host213-122-165-82.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Well, I dont" know how to put it without sounding flattery, but I find 
> PingPing brilliant. It is the best Pong rehash ever, really. So bad it 
> takes so long to boot and load a NY game... 


Wow, thanks Pal, high praise indeeed :) Fingers crossed it makes it to the 
OPM disk eventually. 


> I hate: 
> — that you dont plan to take some time to make it perfect. 


While I'm not planning a new version, I will try and fix all the bugs and 

play with the AI a little sometime this week. I hate to release unfinished 
stuff and pingping doesn't quite feel finished to me yet so it's not a dead 
project. 


I'm sure a portable (eg Palm?) version would meet with great 
success. I had my elder brother play with me, and he's 
definitely not a hardcore gamer nor a small game lover, but 
he got addicted and asked for a PC version to play 

at his office! 


V V V V V 


It's a great idea, I'll consider anybody experienced at another platform who 
wishes to convert it. At the moment I really won't have time to do it 
myself. 


> (btw, the 2p game is much more enjoyable than the 1p one) 


Net Yaroze newsgroups message dump.txt Page 5591 


I know, pingping really is a 2p game. I have some ideas about having a 
different type of game dynamic for 1 player, not sure if i'll have time to 
do it though. 


I noticed it is possible to hit the ball more than once in a row, 
but it is very difficult; I think there is some interesting 
gameplay tricks to achieve from there (somehow like in 
volleyball?)... 


VVVV 


This is intentional, at slower ball speeds this was a much bigger element, I 
plan for it to be easier in the next version. 


> Will you publish the sources? I think it would be an interesting help for 
> getting into 3d, with simple mechanics leaving the fundamental things 
> visible. 


I won't be publishing the sources any time soon I'm afraid. If people want 
help with specific things I'm really happy to give out code segments but 
parts of my code directly crossover into stuff thats under dev agreements or 
I plan to use commercially in the future. Plus I've used ideas and logic 
from a couple of Jon Prestidges fantastically brilliant math routines which 
he want's to keep under wraps right now. 


Matt 


-—-MESSAGE FILE 8487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07214 


—-MESSAGE FILE 8488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007215 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and the yarozescene crew 

Date: Mon, 3 Sep 2001 10:56:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9mvk53Ss3h5@www.netyaroze-europe. com> 

References: <9mnlimSijv8@www.netyaroze-europe.com> <9mqqesSmfol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-165-82.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Well I'm back and I have to say that the show was quite pants from a gamers 
perspective. 


My 'highlights' were: 


— Seeing the GameCube: It's VERY small. I really want one of the versions 
thay had at the show with it's little USA/JAP region switch on the side. 


— Seeing a transparent Xbox through the Kalisto window. Isn't it supposed to 
be out in 2 months, how come nothing was shown? It's VERY big, about the 
size of 6 gamecubes. 


- Playing AirBlade (PS2). 


— The video for burNout (PS2). 


- Watching a collegue being led about by two ladies ("I give good head" 
stamped on their Tshirts) trying to find the Digimask stand, and they were 
supposed to be working for digimask. We knew where it was but we wern't 
going to tell them :) 


It was nice to run into John (quietbloke) Wojcik and a shame we didn't have 
a longer chat and couldn't arrange a drink or anything in the evening, which 
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would have been infinitely preferable to spending 5 hours on the train. I 
have to say though John when you asked if we "wrote crappy yaroze games" we 
all seriously considered denying it :) 


Matt 


—-MESSAGE FILE 8488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07215 


—-MESSAGE FILE 8489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007216 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and the yarozescene crew 

Date: Mon, 3 Sep 2001 11:38:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9mvmgpSs3h6@www.netyaroze-europe. com> 

References: <9mnlimSijv8@www.netyaroze-europe.com> <9mqqesS$mfol@www.netyaroze-europe 
.com> <9mvk53$s3h5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-136-243.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> It was nice to run into John (quietbloke) Wojcik and a shame we didn't 
have 
> a longer chat and couldn't arrange a drink or anything in the evening, 


Yeah it was good to see you John. Sorry we could not go for a beer ... even 
I could not stay long before going back to Birmingham because they choose to 
do the engineering work on Sunday and reroute the trains all over the shop. 


Jon 


—-MESSAGE FILE 8489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07216 


—-MESSAGE FILE 8490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007217 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: DON'T MURDER MACINROE'S SOUL 

Date: Mon, 3 Sep 2001 11:59:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9mvnqn$s3h7@www.netyaroze-europe. com> 

References: <9mgdt1S66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-136-243.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> and play with the AI a little sometime this week. 


NO-O-0-0! 

Don't kill the manic AI guy in ping ping he's great! Put him as a second 
advanced manic computer player option by all means ...but don't kill him 
please. 

Come-on guys... I'm crap at playing video games and I can almost beat him (I 
can score 4 points against him)...It wouldn't be the same without 
Macinroe.... don't kill him please, please, please, please don't. 
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Jon 


-—-MESSAGE FILE 8490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07217 


—-MESSAGE FILE 8491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007218 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS and the yarozescene crew 

Date: Mon, 3 Sep 2001 12:09:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9mvoecSs3h8@www.netyaroze-europe. com> 

References: <9mnlimSijv8@www.netyaroze-europe.com> <9mqqesS$mfol@www.netyaroze-europe 
-com> <9mvk53$s3h5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-141-205.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Aye.. 

Gotta agree with you there.. the show wasnt exactly breathtaking.. The 
Korean section had some nice 

ideas.. the micro bots machine was a fun idea ( not really a videogame but 
at least it was original ). 


Some of it appeard to be the same as last year.. Erotica Island had a huge 
queue of people wanting to have thier picture 

taken with some bikini clad women again ( these people out to get out 

more ). 


My highlight was actually managing to find the DarkHex gang. hahaha.. wish I 
had a camera to take thier surprised 


expressions when I asked if they wrote those crappy Yaroze games !.. of 
course I had my badge in my pocket so they had 
no idea who I was. Anyways.. nice to have finally seen ya.. and I hope you 


managed to get some good leads... 
You already produce some great stuff on the Yaroze so Im keeping my fingers 
crossed for you all. 


Cheers 
John ( QuietBloke ) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9mvk53Ss3h5@www.netyaroze-europe.com... 

> Well I'm back and I have to say that the show was quite pants from a 
gamers 

> perspective. 


> 

> My 'highlights' were: 

> 

> — Seeing the GameCube: It's VERY small. I really want one of the versions 
> thay had at the show with it's little USA/JAP region switch on the side. 

> 

> — Seeing a transparent Xbox through the Kalisto window. Isn't it supposed 
to 

> be out in 2 months, how come nothing was shown? It's VERY big, about the 

> size of 6 gamecubes. 

> 

> — Playing AirBlade (PS2). 

> 

> — The video for burNout (PS2). 

> 

> — Watching a collegue being led about by two ladies ("I give good head" 

> stamped on their Tshirts) trying to find the Digimask stand, and they were 
> supposed to be working for digimask. We knew where it was but we wern't 

> going to tell them :) 
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x It was nice to run into John (quietbloke) Wojcik and a shame we didn't 
Արա chat and couldn't arrange a drink or anything in the evening, 
Աա have been infinitely preferable to spending 5 hours օո the train. I 
> have to say though John when you asked if we "wrote crappy yaroze games" 
Sait seriously considered denying it :) 


> 
> 
> 
> Matt 
> 
> 


—-MESSAGE FILE 8491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07218 


—-MESSAGE FILE 8492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007219 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Mon, 3 Sep 2001 12:27:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <9mvpgdSs3h9@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76$s3h4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-141-205.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


The idea of converting the pingPing ( and other Yaroze games ) to other 
platfroms is a great idea. 
The Palm is a huge market and the PocketPC is getting there too. 


Of course if your want to reach an even bigger audience Java might be a good 
one to try. Most machines can run 

Java applets and as machines are getting faster all the time speed is less 
of an issue for it these days. 

Im actually in the process of seeing if I could recreate my current BugSplat 
code into Java just so some of my mates 


can see what Im up to. Anyway.. looking at the sun site the new Beta release 
of Java seems to include direct screen 

access letting you run Java apps in full screen ( and presumably 
considerably faster ). I have no idea what the 


3D capabilities are but for pingping you can implement the basic game them 
add as much of the effects as 

is feasable. 

Who knows.. if I get into the swing of it and get some spre time I may just 
come knocking to ask if I can implement 

pingping in Java to bring it to the masses.. unless someone beats me to it. 


Cheers 
John( quietBloke ) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9mvj76Ss3h4@www.netyaroze-europe.com... 

> > Well, I dont' know how to put it without sounding flattery, but I find 
> > PingPing brilliant. It is the best Pong rehash ever, really. So bad it 
> > takes so long to boot and load a NY game... 
> 


> Wow, thanks Pal, high praise indeeed :) Fingers crossed it makes it to 
the 

> OPM disk eventually. 

> 
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> I hate: 
> — that you dont plan to take some time to make it perfect. 


While I'm not planning a new version, I will try and fix all the bugs and 
play with the AI a little sometime this week. I hate to release unfinished 
stuff and pingping doesn't quite feel finished to me yet so it's not a 
ead 

project. 


I'm sure a portable (eg Palm?) version would meet with great 
success. I had my elder brother play with me, and he's 
definitely not a hardcore gamer nor a small game lover, but 
he got addicted and asked for a PC version to play 

at his office! 


VVVVVVVVVaVV VV VV 
VVVVYV 


It's a great idea, I'll consider anybody experienced at another platform 
ho 

wishes to convert it. At the moment I really won't have time to do it 
myself. 


> (btw, the 2p game is much more enjoyable than the 1p one) 


I know, pingping really is a 2p game. I have some ideas about having a 
different type of game dynamic for 1 player, not sure if i'll have time to 
do it though. 


I noticed it is possible to hit the ball more than once in a row, 
but it is very difficult; I think there is some interesting 
gameplay tricks to achieve from there (somehow like in 
volleyball?)... 


V V V V 


This is intentional, at slower ball speeds this was a much bigger element, 
plan for it to be easier in the next version. 


> Will you publish the sources? I think it would be an interesting help 
or 

> getting into 3d, with simple mechanics leaving the fundamental things 

> visible. 


I won't be publishing the sources any time soon I'm afraid. If people want 
help with specific things I'm really happy to give out code segments but 
parts of my code directly crossover into stuff thats under dev agreements 


OVVVVVVEhVVVHV VV VV VV VV VV VV VV 


KR 


> I plan to use commercially in the future. Plus I've used ideas and logic 


> from a couple of Jon Prestidges fantastically brilliant math routines 
which 

> he want's to keep under wraps right now. 

> 

> Matt 

> 

> 

> 

> 


—-MESSAGE FILE 8492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07219 


—-MESSAGE FILE 8493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007220 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: More buggery title screens! 

Date: Mon, 3 Sep 2001 13:57:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9mvuv3$s3hl0@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-599.aerodactyl.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Can anyone tell me whats wrong with this code? I have an interlaced 640x512 

PAL display and the sprites are flickering, I thought it was my OT setup but 
it seems fine compared to code that works from other stuff I have done. All 

the sprites are properly initialised before hand etc... 


[X CODE ան 


currentBuffer = GsGetActiveBuff(); // find out what the current frame buffer 
is 

while (PLAYING) // shell 

{ 

DealWithPad (1); 


GsSetWorkBase((PACKET *)packetArea[currentBuffer]); 


GsClearOt (0,0, &WorldOT[currentBuffer]); 


GsSortFastSprite (é&titleSpri1, &WorldOT[currentBuffer],0); 
GsSortFastSprite (&titleSpr2, &WorldOT[currentBuffer],0); 
GsSortFastSprite (&titleSpr3, &WorldOT[currentBuffer],0); 
GsSortFastSprite (&étitleSpr4, &WorldOT[currentBuffer],0); 


DrawSync (0); 
vsync = VSync (1); 
VSync (0); // get the vertical syne interval 


GsSwapDispBuff (); 
GsSortClear (0,0,0, &WorldOT[currentBuffer]); 
GsDrawOt (&WorldOT[currentBuffer]); 


currentBuffer = currentBuffer“’1; 


} 


[X CODE ան 


If anyone can suggest anything that might be օք use I'd be mighty pleased! 


Thanks, 
Max 


5596 


—-MESSAGE FILE 8493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07220 


—-MESSAGE FILE 8494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007221 
Path: chuka.playstation.co.uk!news 
From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: Mon, 3 Sep 2001 15:02:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <9n02jeS$s3h11@www.netyaroze-europe. com> 


References: <9m9c88Sioj5@www.netyaroze-europe.com> <01lcl2edcS$cc2bf440$991fe4d5@pal-s 
-omnibook> <9melg1S1sb13@www.netyaroze-europe.com> <9meaj1$1sb17@www.netyaroze-europ 
e.com> <9med8s$lsb18@www.netyaroze-europe.com> <9mekaq$lsb20@www.netyaroze-europe.co 
m> <3b915bb2.83462112@www.netyaroze-europe.com> <9mm6ucSh6il0@www.netyaroze-europe.c 
om> <9mmc13Sijv4@www.netyaroze-europe.com> <3b910a19.35654388@www.netyaroze-europe.c 
om> <9mnugp$ijvl0@www.netyaroze-europe.com> <3b91fcdf.71163828@www.netyaroze-europe. 


com> 

NNTP-Posting-Host: host213-122-165-16.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I did a few little experiments. It seems that CW does convert /1024 to a 
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right shift 10 (when in optimized mode) but it also has to put in an add 
1023 and a conditional branch (I guess it's incase the number is negative 
since I don't think right shifts on negative numbers work quit the same). 


So it's still worth doing >>10 instead of /1024 -- 

it'll save a couple instructions I think. 

I've pasted the disassemblies etc below. See example 3 for the optimized 
one. 


I've not bothered putting in the optimized example of ">>10" because thats 
basically all it was: a right shift 10 (it even bypassed loading the 
paremeter from the stack etc and it just jumped straight to the single CPU 
instruction from the calling code and straight back again) 


Jon 


EXAMPLE1 
(no optimization) 


long test( long a ) 
{ 
a >>= 10; 
return a; 


addiu Sp, Sp, -4 
sw s0,0(sp) 
addu s0,a0,$0 
sra s0,s0,10 
addu v0,s0,$0 
lw s0, 0 (sp) 
jr ra 

addiu Sp, Sp, 4 


EXAMPLE 2 
(no optimization) 


long test( long a ) 
{ 
a /= 1024; 
return a; 


} 


addiu Sp, Sp, -4 
sw s0,0(sp) 
addu s0,a0,$0 
bgez s0,*+16 ; 0x00000048 
sra t9,s0,10 
addiu a0,s0,1023 
sra t9,a0,10 
addu s0,t9,$0 
addu v0,s0,$0 
lw s0,0(sp) 
ՅԷ ra 

addiu sp,sp,4 
EXAMPLE 3 


(optimization level 4) 


long test( long a ) 
{ 
a /= 1024; 
return a; 


} 


bgez a0, *+16 ; 0x00000018 
sra t9,a0,10 
addiu a0,a0,1023 
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Net Yaroze newsgroups message dump.txt Page 5598 


sra t9,a0,10 
addu a0,t9,$0 
ՅԷ ra 

addu v0,a0,$0 


—-MESSAGE FILE 8494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07221 


—-MESSAGE FILE 8495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007222 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 15:07:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9n0349Ss3h12@www.netyaroze-europe. com> 
References: <9mvuv3Ss3h10@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr34-haw.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> DrawSync (0); 
> vsync = VSync (1); 
> VSync (0); // get the vertical sync interval 


In interlaced mode ResetGraph(1) is called after VSync(0). DrawSync() isn't 
used. Perhaps this is the problem? 


VSync (0); 
ResetGraph (1); 


cheers 
Derek 


—-MESSAGE FILE 8495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07222 


—-MESSAGE FILE 8496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007223 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Mon, 3 Sep 2001 13:26:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9n03vn$s3h13@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <9mjglsS$dra5@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: host213-122-45-83.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I used the same method as TOM (madams), It was his excellent motion blurring 
explanation I used for my routines. 


http://www.netyaroze-europe.com/~topcats/ 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9mjgls$dra5@www.netyaroze-europe.com... 

> Just got my ass whooped. Great game though, very addictive! That AI bat 
> really layed the gauntlet down after I was 4-0 up to then come back and 
win 


> 5-4. Arrrgg! 

> 

> On a technical note, on the first frame of motion blur, how do you set all 
> the STP bits in the frame buffer? 

> 

> Good stuff! 

> 

> Ben 


—-MESSAGE FILE 8496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07223 


--MESSAGE FILE 8497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007224 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Mon, 03 Sep 2001 15:43:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 120 

Message-ID: <3b95a3eb.75469749@www.netyaroze-europe. com> 

References: <9mgdt1S66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgd$s3h9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


John, 


I don't know how well java runs on a palm.... I've written 
applications for the palm before in C, it's very easy... 


Personally, the little Yaroze I've actually produced, I wrote *first* 
in Java, and then ported it over to the Yaroze. It has just been 
easier that way. 


As for using new Java's, keep in mind that it'll be a *long* time 
before everyone supports it, so you're losing the major reason for 
using it. The thing I hate the most is when people insist that you 
install Sun's java machine just to visit their web site (instead of 
using IE's perfectly good -- and high-performance JVM). I can't tell 
you how many times my systems have crashed trying to install sun's jvm 
because people didn't try to just make their software work with a 
slightly earlier API. 


Anyway, that's my Java gripe ;) After 6 years of Java programming, I 
find too many people complaining about it because they ran out and 

started using versions that were way too new -- and hardly supported. 
Personally, I use it and love it, but almost always stick to version 
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1.1 and whatever comes with it. 
Sauce 


On Mon, 3 Sep 2001 12:27:34 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>The idea of converting the pingPing ( and other Yaroze games ) to other 
>platfroms is a great idea. 

>The Palm is a huge market and the PocketPC is getting there too. 

> 

>Of course if your want to reach an even bigger audience Java might be a good 
>one to try. Most machines can run 

>Java applets and as machines are getting faster all the time speed is less 
>of an issue for it these days. 

>Im actually in the process of seeing if I could recreate my current BugSplat 
>code into Java just so some of my mates 


>can see what Im up to. Anyway.. looking at the sun site the new Beta release 
>of Java seems to include direct screen 

>access letting you run Java apps in full screen ( and presumably 
>considerably faster ). I have no idea what the 


>3D capabilities are but for pingping you can implement the basic game them 
>add as much of the effects as 

>is feasable. 

>Who knows.. if I get into the swing of it and get some spre time I may just 
>come knocking to ask if I can implement 

>pingping in Java to bring it to the masses.. unless someone beats me to it. 
> 

>Cheers 

>John ( quietBloke ) 

> 

> 

>"Matt Verran" <mverran@btinternet.com> wrote in message 

>news: 9mvj76Ss3h4@www.netyaroze-europe.com... 

>> > Well, I dont' know how to put it without sounding flattery, but I find 


>> > PingPing brilliant. It is the best Pong rehash ever, really. So bad it 
>> > takes so long to boot and load a NY game... 

>> 

>> Wow, thanks Pal, high praise indeeed :) Fingers crossed it makes it to 
>the 

>> OPM disk eventually. 

>> 


>> > I hate: 

>> > - that you dont plan to take some time to make it perfect. 
>> 
>> While I'm not planning a new version, I will try and fix all the bugs and 
>> play with the AI a little sometime this week. I hate to release unfinished 
>> stuff and pingping doesn't quite feel finished to me yet so it's nota 
>dead 

>> project. 


>> 

>> > I'm sure a portable (eg Palm?) version would meet with great 
>> > success. I had my elder brother play with me, and he's 

>> > definitely not a hardcore gamer nor a small game lover, but 
>> > he got addicted and asked for a PC version to play 

>> > at his office! 

>> 


>> It's a great idea, I'll consider anybody experienced at another platform 
>who 

>> wishes to convert it. At the moment I really won't have time to do it 

>> myself. 

>> 

>> > (btw, the 2p game is much more enjoyable than the 1p one) 

>> 

>> I know, pingping really is a 2p game. I have some ideas about having a 

>> different type of game dynamic for 1 player, not sure if i'll have time to 
>> do it though. 


>> 

>> > I noticed it is possible to hit the ball more than once in a row, 
>> > but it is very difficult; I think there is some interesting 

>> > gameplay tricks to achieve from there (somehow like in 

>> > volleyball?)... 


>> 
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>> This is intentional, at slower ball speeds this was a much bigger element, 
>I 

>> plan for it to be easier in the next version. 

>> 

>> > Will you publish the sources? I think it would be an interesting help 
>for 

>> > getting into 3d, with simple mechanics leaving the fundamental things 

>> > visible. 

>> 

>> I won't be publishing the sources any time soon I'm afraid. If people want 
>> help with specific things I'm really happy to give out code segments but 
>> parts of my code directly crossover into stuff thats under dev agreements 
>or 
>> I plan to use commercially in the future. Plus I've used ideas and logic 
>> from a couple of Jon Prestidges fantastically brilliant math routines 
>which 

>> he want's to keep under wraps right now. 

>> 

>> Matt 

>> 

>> 

>> 

>> 

> 


—-MESSAGE FILE 8497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07224 


—-MESSAGE FILE 8498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007225 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 17:44:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9n0c89Ss3h14@www.netyaroze-europe. com> 

References: <9mvuv3$s3h10@www.netyaroze-europe.com> <9n0349S$s3h12@www.netyaroze-euro 
pe.com> 

NNTP-Posting-—Host: modem-870.beedrill.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


That would cancel the current drawing which is not what I want at all. 
Max 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 9n0349Ss3h12@www.netyaroze-europe.com... 
> 

> DrawSync (0); 

> vsyne = VSync (1); 

> VSync (0); // get the vertical sync interval 


In interlaced mode ResetGraph(1) is called after VSync(0). DrawSync() 
sn't 
used. Perhaps this is the problem? 


> 

> 

> 

> 

> 

i 

> 

> 

> VSync (0); 
> ResetGraph (1); 
> 

> cheers 
> Derek 

> 

> 

> 

> 

> 

> 
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—-MESSAGE FILE 8498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07225 


-—-MESSAGE FILE 8499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007226 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Mon, 3 Sep 2001 18:43:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 169 

Message-ID: <9n0fhjS$s3h15@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgd$s3h9@www.netyaroze-europe 
.com> <3b95a3eb.75469749@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-148-15.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Steve, 
I didnt mean to imply that a Java applet can be used to run on a Palm.. 
I sort of meant rather than producing for the Palm ( of which you now have 


many 
flavours... B/W Palms, color Palm, Handsprings ( which have there own 
offshoot 

of the OS ) you could write it as an Applet that would be runnable on most 
systems 

( ie.. pc's running windows, Linux, Unix and Mac's ) from within a browser.. 


so its no hassle 
as far as the user is concerned. 


I take your point though.. it would have to be written in, as you say, 1.1 
which as luck would have it is the one Im looking at. I was actually going 
to 

get hold of the latest Beta of Java 2 but it turned out to be a 3 hour 
download 

so I couldnt be bothered... sounds like you wouldnt recommend it so Im shall 
stick 

with what I got. 


So.. when you produce the code in Java... is it a total rewrite to get it on 
the Yaroze ? 


John ( QuietBloke ) 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: 3b95a3eb.75469749@www.netyaroze-europe.com... 


> John, 

> 

> I don't know how well java runs on a palm.... I've written 

> applications for the palm before in C, it's very easy... 

> 

> Personally, the little Yaroze I've actually produced, I wrote *first* 
> in Java, and then ported it over to the Yaroze. It has just been 

> easier that way. 

> 

> As for using new Java's, keep in mind that it'll be a *long* time 

> before everyone supports it, so you're losing the major reason for 

> using it. The thing I hate the most is when people insist that you 

> install Sun's java machine just to visit their web site (instead of 

> using IE's perfectly good -- and high-performance JVM). I can't tell 
> you how many times my systems have crashed trying to install sun's jvm 
> because people didn't try to just make their software work with a 

> slightly earlier API. 

> 

> Anyway, that's my Java gripe ;) After 6 years of Java programming, I 
> find too many people complaining about it because they ran out and 
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started using versions that were way too new -- and hardly supported. 
Personally, I use it and love it, but almost always stick to version 
1.1 and whatever comes with it. 


Sauce 


On Mon, 3 Sep 2001 12:27:34 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>The idea of converting the pingPing ( and other Yaroze games ) to other 
>platfroms is a great idea. 

>The Palm is a huge market and the PocketPC is getting there too. 

> 

> >Of course if your want to reach an even bigger audience Java might be a 
good 

> >one to try. Most machines can run 

> >Java applets and as machines are getting faster all the time speed is 
less 
> >of an issue for it these days. 

> >Im actually in the process of seeing if I could recreate my current 


VVVVVVVVVVV VV 


Bugsplat 

> >code into Java just so some of my mates 

> >can see what Im up to. Anyway.. looking at the sun site the new Beta 
release 

> >of Java seems to include direct screen 

> >access letting you run Java apps in full screen ( and presumably 

> >considerably faster ). I have no idea what the 


> >3D capabilities are but for pingping you can implement the basic game 
them 
> >add as much of the effects as 

> >is feasable. 

> >Who knows.. if I get into the swing of it and get some spre time I may 
just 

> >come knocking to ask if I can implement 

> >pingping in Java to bring it to the masses.. unless someone beats me to 
Its 


> > 

> >Cheers 

> >John ( quietBloke ) 

>> 

>> 

> >"Matt Verran" <mverran@btinternet.com> wrote in message 

> >news: 9mvj76Ss3h4@www.netyaroze-europe.com... 

> >> > Well, I dont' know how to put it without sounding flattery, but I 
find 

> >> > PingPing brilliant. It is the best Pong rehash ever, really. So bad 
it 

> >> > takes so long to boot and load a NY game... 

> >> 

> >> Wow, thanks Pal, high praise indeeed :) Fingers crossed it makes it 
to 

> >the 

> >> OPM disk eventually. 

> >> 

> >> > I hate: 

> >> > - that you dont plan to take some time to make it perfect. 

> >> 

> >> While I'm not planning a new version, I will try and fix all the bugs 


> >> play with the AI a little sometime this week. I hate to release 
unfinished 
> >> stuff and pingping doesn't quite feel finished to me yet so it's not a 


> >dead 

> >> project. 

> >> 

> >> > I'm sure a portable (eg Palm?) version would meet with great 
> >> > success. I had my elder brother play with me, and he's 

> >> > definitely not a hardcore gamer nor a small game lover, but 

> >> > he got addicted and asked for a PC version to play 

> >> > at his office! 

> >> 

> >> It's a great idea, I'll consider anybody experienced at another 


platform 
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>who 

>> wishes to convert it. At the moment I really won't have time to do it 

>> myself. 

>> 

>> > (btw, the 2p game is much more enjoyable than the 1p one) 

>> 

>> I know, pingping really is a 2p game. I have some ideas about having a 

>> different type of game dynamic for 1 player, not sure if i'll have time 


° 
>> do it though. 

>> 

>> > I noticed it is possible to hit the ball more than once in a row, 
>> > but it is very difficult; I think there is some interesting 

>> > gameplay tricks to achieve from there (somehow like in 

>> > volleyball?)... 

>> 

>> This is intentional, at slower ball speeds this was a much bigger 
lement, 

>I 

>> plan for it to be easier in the next version. 

>> 


>> > Will you publish the sources? I think it would be an interesting help 
>for 

>> > getting into 3d, with simple mechanics leaving the fundamental things 
>> > visible. 


VVVVVVVVVOVVVV VV VV EVV VV VV V V 


>> I won't be publishing the sources any time soon I'm afraid. If people 
> >> help with specific things I'm really happy to give out code segments 


> >> parts of my code directly crossover into stuff thats under dev 
agreements 
> >or 

> >> I plan to use commercially in the future. Plus I've used ideas and 
logic 
> >> from a couple of Jon Prestidges fantastically brilliant math routines 
>which 

>> he want's to keep under wraps right now. 

>> 

>> Matt 

>> 

>> 

>> 

>> 

> 


VVVVVVVV VV 


—-MESSAGE FILE 8499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07226 


-—-MESSAGE FILE 8500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007227 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 13:57:15 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9n0gar$s3h16@www.netyaroze-europe.com> 
References: <9mvuv3Ss3h10@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC9AFE98.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


drawsync(0) waits for drawing to be finished, so if you removed that line, 
drawing would not be canceled. instead, the OT will be updated without 
waiting for drawing to finish. thats what causes the game to run at a fixed 
60 fps. the problem with that is if you overload the screen with objects to 
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draw, instead of suffering from a small drop in framerate, the objects will 
start to flicker since DrawSync(0) is not waiting for drawing to finish. 


GsSortClear( ) is used only in non-interlaced mode, so don't use it. 
instead, be sure to set: 

// set bg clear color and flag 
GsDRAWENV.r0 = 0x00; 
GsDRAWENV.gO = 0x00; 
GsDRAWENV.bO 
GsDRAWENV.isbg = 1; 


| 
o 
« 
° 
° 
` 


set this once at the start of the program, not each frame. 


—Omar 


—-MESSAGE FILE 8500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07227 


--MESSAGE FILE 8501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007228 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 14:01:25 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9n0gio$s3h17@www.netyaroze-europe. com> 

References: <9mvuv3Ss3hl10@www.netyaroze-europe.com> <9n0gar$s3h16@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: AC9AFE98.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> thats what causes the game to run at a fixed 
> 60 fps. 


i mean 50 fps since you are running on a PAL tv. 


—Omar 


—-MESSAGE FILE 8501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07228 


—-MESSAGE FILE 8502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007229 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 19:57:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9n0k44S7d11@www.netyaroze-europe. com> 

References: <9mvuv3$s3h10@www.netyaroze-europe.com> <9n0349S$s3h12@www.netyaroze-euro 
pe.com> <9n0c89Ss3h14@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr34-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Ah, Omar's post reminded me. GsSortClear() does not work when the screen 
height is set to 512. 


If you've got the screen height set to 512, either change it to 511 so 
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GsSortClear() works, or do as Omar suggested, and use isbg instead. 
Strange, but true. 


Regarding using DrawSync() in interlaced mode, see page 52 of the User 
Guide. 


cheers 
Derek 


"Max" <mad.max@which.net> wrote in message 
news: 9n0c89Ss3h14@www.netyaroze-europe.com... 
> That would cancel the current drawing which is not what I want at all. 


> 

> Max 

> 

> Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
> news: 9n0349Ss3h12@www.netyaroze-europe.com... 
>> 

> > > DrawSync (0); 

> > > vsync = VSync (1); 

> > > VSync(0); // get the vertical sync interval 
>> 

> > In interlaced mode ResetGraph(1) is called after VSync(0). DrawSync() 
> isn't 

> > used. Perhaps this is the problem? 

>> 

> > VSync(0); 

> > ResetGraph (1); 

>> 

> > cheers 

> > Derek 

>> 

>> 

>> 

>> 

>> 

>> 

> 

> 

> 
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—-MESSAGE FILE 8502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07229 


-—-MESSAGE FILE 8503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007230 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 21:49:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9n0qj2$S7d12@www.netyaroze-europe.com> 


References: <9mvuv3$s3h10@www.netyaroze-europe.com> <9n0Ogar$s3h16@www.netyaroze-euro 


pe.com> <9n0gio$s3h17@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-556.abra.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've tried all the methods described. Maybe my Yaroze just hates me, maybe 
I'm dumb, but I always seem to be the one with the unsolvable problem. I 
need a cliff. :) 


Max 
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Omar <OMetwally7@aol.com> wrote in message 

news: 9n0gio$s3h17@www.netyaroze-europe.com... 

> > thats what causes the game to run at a fixed 
> 60 fps. 


i mean 50 fps since you are running on a PAL tv. 


> 
> 
> 
> 
> -Omar 
> 

> 


—-MESSAGE FILE 8503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07230 


—-MESSAGE FILE 8504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007231 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More buggery title screens! 

Date: Mon, 3 Sep 2001 22:47:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9n0tu6$7d13@www.netyaroze-europe. com> 

References: <9mvuv3Ss3hl10@www.netyaroze-europe.com> <9n0garSs3h16@www.netyaroze-euro 
pe.com> <9n0gioS$s3h17@www.netyaroze-europe.com> <9n0qj2$7d12@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2505.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2505.0000 


Before you jump, DnR had a flicky screen problem once.. is it the whole 
screen or just the sprites? if its all made up of sprites or is the whole 
screen check your InitGame() function, if you took it from the bain 
tutorials it will be wrong. 

Chris 


—-MESSAGE FILE 8504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07231 


—-MESSAGE FILE 8505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007232 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: 3 Sep 2001 22:54:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01c134ca$da7dcc00$a81de4d5@pal-—s-—omnibook> 

References: <01c131ab$9b9841e0$8409e4d5@pal-s-—omnibook> <9mmuntSijv7@www.netyaroze-e 
urope.com> <01c13302$6b125800S0f2elbd4@pal-—s-omnibook> <9mumh6S$s3h3@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: nas-cbv-2-29-168.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


This is a good idea. However, it will take sprite_height times the time to 
display one sprite... which might be ok for a sw opening, but actually I 
need to use the effect in-game... 

Doesn't anybody think of a 3d solution? It'd just be a poly with the sprite 
on it with coordinates something like: 

0,0,1 1,0,1 

0,1,0 1,1,0 

but I have no clue how to do such a simple thing... Maybe I'll have to 
learn 3d before thinking again about that. 
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Rikki Prince <rprince@blueyonder.co.uk> wrote in article 
<9mumh6$s3h3@www.netyaroze-europe.com>... 

> You would probably have to do it line by line, as scale down the width 
> and height as each line 'goes into the screen'.<snip> 


—-MESSAGE FILE 8505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07232 


—-MESSAGE FILE 8506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007233 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Daft Question [long] 

Date: 3 Sep 2001 23:06:39 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 
Message-ID: <01c134cc$454c8520$a81de4d5@pal—s-—omnibook> 

References: <9m1d9cS$b2i7@www.netyaroze-europe.com> <01cl2cebS$fba64880$9709e4d5@pal-s 
-omnibook> <9m9c88Sioj5@www.netyaroze-europe.com> <01lcl2edcScc2bf440$991fe4d5@pal-s-— 
omnibook> <9melg1S$1sb13@www.netyaroze-europe.com> <9meaj1$l1sb17@www.netyaroze-europe 
-com> <01c13018$85386ae0$122elbd4@pal-—s-omnibook> <9mjelrS$dral@www.netyaroze-europe. 
com> <9mrotlSmfo3@www.netyaroze-europe.com> <3b9250e6.158216893@www.netyaroze-europe 
-com> <01c133feS0a5a89e0Sb00ae4d5@pal-—s-omnibook> <3b93ff49.33320963@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-4-27-155.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman <sosman@terratron.com> wrote in article 
<3b93ff49.33320963@www.netyaroze-europe.com>... 

> ...here's where the compiler's optimization could really come in 
> handy, then, right? 


Exactly. The compiler should be able to calculate the best instruction 
order. 


—-MESSAGE FILE 8506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07233 


—-MESSAGE FILE 8507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007234 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 04 Sep 2001 01:39:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 201 

Message-ID: <3b942f4a.3445093@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgd$s3h9@www.netyaroze-europe 
.com> <3b95a3eb.75469749@www.netyaroze-europe.com> <9n0fhj$s3h15@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Actually, almost completely a rewrite, but not so bad. Lately, I've 
been trying to write more of my yaroze stuff in C++, so the more I use 


objects -- and the less I use pointers -- it should be a pretty easy 
adaptation. 
What does come pretty easily is some of the game logic. I've found 


that drawing and input is dependent on the platform, but actually 
processing the input, moving characters, checking for game over, and 
code like that is pretty straight-forward -- this is particularly the 
case when you're going from java to yaroze. 


Most people will tell you I'm crazy for my "religion" on Java versions 
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—— so you may want to go and get other opinions. I've been using it 
more than most people (since version 0.9x) and I've had to deal with 
tonnes of compatability issues. Just think -- if you don't like 


downloading for three hours, how would visitors to your site like to 
be told that they have to install a 10-20 meg plugin just to use your 
web site... Some (probably many) will just move right along to 
another game. 


People argue that browsers change, features change, etc, but have no 
clue just how long it takes for a browser update to propagate. 


I like 1.1, it offers a lot. Unfortunately, even swing is not 
standard with 1.1, so depending on how much you want to minimize 
downloads, you may want to avoid using swing and just stick to awt. 


Sauce 


On Mon, 3 Sep 2001 18:43:40 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>Hi Steve, 

>I didnt mean to imply that a Java applet can be used to run on a Palm.. 

>I sort of meant rather than producing for the Palm ( of which you now have 
>many 

>flavours... B/W Palms, color Palm, Handsprings ( which have there own 
>offshoot 

>of the OS ) you could write it as an Applet that would be runnable on most 
>systems 

>( ie.. pc's running windows, Linux, Unix and Mac's ) from within a browser.. 
>so its no hassle 

>as far as the user is concerned. 

> 

>I take your point though.. it would have to be written in, as you say, 1.1 
>which as luck would have it is the one Im looking at. I was actually going 
>to 

>get hold of the latest Beta of Java 2 but it turned out to be a 3 hour 
>download 


>so I couldnt be bothered... sounds like you wouldnt recommend it so Im shall 
>stick 

>with what I got. 

> 

>So.. when you produce the code in Java... is it a total rewrite to get it on 
>the Yaroze ? 

> 

>John ( QuietBloke ) 

> 


>"Steven Osman" <sosman@terratron.com> wrote in message 
>news : 3b95a3eb.75469749@www.netyaroze-europe.com... 


>> John, 

>> 

>> I don't know how well java runs օո a palm.... I've written 

>> applications for the palm before in C, it's very easy... 

>> 

>> Personally, the little Yaroze I've actually produced, I wrote *first* 
>> in Java, and then ported it over to the Yaroze. It has just been 

>> easier that way. 

>> 


>> As for using new Java's, keep in mind that it'll be a *long* time 

>> before everyone supports it, so you're losing the major reason for 

>> using it. The thing I hate the most is when people insist that you 
>> install Sun's java machine just to visit their web site (instead of 
>> using IE's perfectly good -- and high-performance JVM). I can't tell 
>> you how many times my systems have crashed trying to install sun's jvm 
>> because people didn't try to just make their software work with a 

>> slightly earlier API. 

>> 

>> Anyway, that's my Java gripe ;) After 6 years of Java programming, I 
>> find too many people complaining about it because they ran out and 

>> started using versions that were way too new -- and hardly supported. 
>> Personally, I use it and love it, but almost always stick to version 
>> 1.1 and whatever comes with it. 

>> 

>> Sauce 
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>> 

>> On Mon, 3 Sep 2001 12:27:34 +0100, "John \( QuietBloke \)" 

>> <quietbloke@btinternet.com> wrote: 

>> 

>> >The idea of converting the pingPing ( and other Yaroze games ) to other 
>> >platfroms is a great idea. 

>> >The Palm is a huge market and the PocketPC is getting there too. 

>> > 

>> >Of course if your want to reach an even bigger audience Java might be a 
>good 

>> >one to try. Most machines can run 

>> >Java applets and as machines are getting faster all the time speed is 
>less 
>> >of an issue for it these days. 

>> >Im actually in the process of seeing if I could recreate my current 
>BugSplat 

>> >code into Java just so some of my mates 


>> >can see what Im up to. Anyway.. looking at the sun site the new Beta 
>release 

>> >of Java seems to include direct screen 

>> >access letting you run Java apps in full screen ( and presumably 

>> >considerably faster ). I have no idea what the 


>> >3D capabilities are but for pingping you can implement the basic game 
>them 
>> >add as much of the effects as 

>> >is feasable. 

>> >Who knows.. if I get into the swing of it and get some spre time I may 
>just 

>> >come knocking to ask if I can implement 

>> >pingping in Java to bring it to the masses.. unless someone beats me to 
>it. 

>> > 

>> >Cheers 

>> >John( quietBloke ) 

>> > 

>> > 

>> >"Matt Verran" <mverran@btinternet.com> wrote in message 

>> >news: 9mvj76Ss3h4@www.netyaroze-europe.com... 

>> >> > Well, I dont" know how to put it without sounding flattery, but I 
>find 

>> >> > PingPing brilliant. It is the best Pong rehash ever, really. So bad 
>it 

>> >> > takes so long to boot and load a NY game... 

>> >> 

>> >> Wow, thanks Pal, high praise indeeed :) Fingers crossed it makes it 
>to 

>> >the 

>> >> OPM disk eventually. 

>> >> 

>> >> > I hate: 

>> >> > - that you dont plan to take some time to make it perfect. 

>> >> 

>> >> While I'm not planning a new version, I will try and fix all the bugs 
>and 
>> >> play with the AI a little sometime this week. I hate to release 
>unfinished 

>> >> stuff and pingping doesn't quite feel finished to me yet so it's not a 
>> >dead 

>> >> project. 


>> >> 

>> >> > I'm sure a portable (eg Palm?) version would meet with great 
>> >> > success. I had my elder brother play with me, and he's 

>> >> > definitely not a hardcore gamer nor a small game lover, but 
>> >> > he got addicted and asked for a PC version to play 

>> >> > at his office! 

>> >> 

>> >> It's a great idea, I'll consider anybody experienced at another 
>platform 

>> >who 


>> >> wishes to convert it. At the moment I really won't have time to do it 
>> >> myself. 

>> >> 

>> >> > (btw, the 2p game is much more enjoyable than the 1p one) 
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>> >> 

>> >> I know, pingping really is a 2p game. I have some ideas about having a 
>> >> different type of game dynamic for 1 player, not sure if i'll have time 
>to 

>> >> do it though. 


>> >> 

>> >> > I noticed it is possible to hit the ball more than once in a row, 
>> >> > but it is very difficult; I think there is some interesting 

>> >> > gameplay tricks to achieve from there (somehow like in 

>> >> > volleyball?)... 

>> >> 

>> >> This is intentional, at slower ball speeds this was a much bigger 
>element, 

>> >I 

>> >> plan for it to be easier in the next version. 

>> >> 


>> >> > Will you publish the sources? I think it would be an interesting help 
>> >for 

>> >> > getting into 3d, with simple mechanics leaving the fundamental things 
>> >> > visible. 

>> >> 

>> >> I won't be publishing the sources any time soon I'm afraid. If people 
>want 

>> >> help with specific things I'm really happy to give out code segments 
>but 


>> >> parts of my code directly crossover into stuff thats under dev 
>agreements 

>> >or 

>> >> I plan to use commercially in the future. Plus I've used ideas and 
>logic 

>> >> from a couple of Jon Prestidges fantastically brilliant math routines 


>> >which 
>> >> he want's to keep under wraps right now. 
>> >> 

>> >> Matt 
>> >> 

>> >> 

>> >> 

>> >> 

>> > 

>> 

> 


-—-MESSAGE FILE 8507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07234 


—-MESSAGE FILE 8508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007235 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 4 Sep 2001 09:37:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <9n23t2$7d14@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal-— 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgd$s3h9@www.netyaroze-europe 
.com> <3b95a3eb.75469749@www.netyaroze-europe.com> <9n0fhj$s3h15@www.netyaroze-europ 
e.com> <3b942f4a.3445093@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-198-109.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


hmmm.. yeah.. I guess as long as you know you will be converting to 

C++ it should be fairly painless. Of course in my case both my Java and C++ 
are very rusty so thats easier said than done. 

Im still trying to remember how to do simple stuff like load a graphic up 
in Java. . You wouldnt believe how long I spent trying to code something 
that 
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would split a single image up into the individual sprites held within it. 

I have actually managed to knock out some basic code for an applet which 

is now on my WebSite which ( fingers crossed ) wont cause any problems. 

I got the double bufering of the screen but if you watch it sometimes a 
sprite 

or two still seems to flicker. Any idea what it could be ? I seems to settle 
down 
after a while but I cant think what can be causing it or how to stop it. 


"Steven Osman" <sosman@terratron.com> wrote in message 

news: 3b942f4a.3445093@www.netyaroze-europe.com... 

> Actually, almost completely a rewrite, but not so bad. Lately, I've 
been trying to write more of my yaroze stuff in C++, so the more I use 


objects -- and the less I use pointers -- it should be a pretty easy 
adaptation. 
What does come pretty easily is some of the game logic. I've found 


that drawing and input is dependent on the platform, but actually 
processing the input, moving characters, checking for game over, and 
code like that is pretty straight-forward -- this is particularly the 
case when you're going from java to yaroze. 


Most people will tell you I'm crazy for my "religion" on Java versions 
—— so you may want to go and get other opinions. I've been using it 
more than most people (since version 0.9x) and I've had to deal with 
tonnes of compatability issues. Just think -- if you don't like 
downloading for three hours, how would visitors to your site like to 
be told that they have to install a 10-20 meg plugin just to use your 
web site... Some (probably many) will just move right along to 
another game. 


People argue that browsers change, features change, etc, but have no 
clue just how long it takes for a browser update to propagate. 


I like 1.1, it offers a lot. Unfortunately, even swing is not 
standard with 1.1, so depending on how much you want to minimize 
downloads, you may want to avoid using swing and just stick to awt. 


Sauce 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 8508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07235 


—-MESSAGE FILE 8509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007236 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: Tue, 4 Sep 2001 12:57:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9n2fh7S7d15@www.netyaroze-europe. com> 

References: <01c131ab$9b9841e0$8409e4d5@pal-—s-omnibook> <9mmuntSijv7@www.netyaroze-e 
urope.com> <01c13302$6b125800S0f2elbd4@pal-—s-omnibook> <9mumh6S$s3h3@www.netyaroze-eu 
rope.com> <01lc134ca$da7dcc00$a81de4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-60-49.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I guess you could use a flat TMD object and tilt it back. The trouble is 
it's a lot of stuff to learn just to do the one effect.... you've got to get 
a 3D object going and (by the sound of what you want) change it's texture 
during game play. Easy-ish once you've done one, but it's getting it going 
initially which will be a bit fraught. The speach bubble would probaby have 
to be made of a few polygons (or one automatically partitioned) because the 
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PSX texture mapping is a bit poor from some angles. 


Jon 


—-MESSAGE FILE 8509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07236 


—-MESSAGE FILE 8510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007237 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: Tue, 4 Sep 2001 13:11:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9n2gjv$7d16@www.netyaroze-europe. com> 

References: <01c131ab$9b9841e0$8409e4d5@pal-s-omnibook> <9mmuntSijv7@www.netyaroze-e 
urope.com> <01c13302$6b125800S0f2elbd4@pal-—s-—omnibook> <9mumh6S$s3h3@www.netyaroze-eu 
rope.com> <01c134caSda7dcc00Sa81de4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: modem-27.arcanine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


It'd be easy in 3D, your right enough. just set up a DTMD to move oblong 
away from the camera (trial and error). if you want you can make the sprite 
semi transparent and anything behind would show though. Look at the simple 
example of a DTMD on my site ~leonl7, ive put it up there temporarily as 
later it will be included in a DTMD tutorial. Its well commented and if you 
have any problems understanding it, just drop me a mail. It displays a 
textured cube (and is much easier to understand than some of the DTMD code 
i've seen out there) which can be rotated + zoomed in and out. 


Good luck! 
Max 


pal <pal_news@hotmail.com> wrote in message 
news:01c134caS$da7dcc00$a81de4d5@pal-—s-omnibook... 

> This is a good idea. However, it will take sprite_height times the time to 
> display one sprite... which might be ok for a sw opening, but actually I 
> need to use the effect in-game... 

> Doesn't anybody think of a 3d solution? It'd just be a poly with the 
sprite 

on it with coordinates something like: 

070»1 1,0,1 

0,1,0 Tat 

but I have no clue how to do such a simple thing... Maybe I'll have to 
learn 3d before thinking again about that. 


v 


Rikki Prince <rprince@blueyonder.co.uk> wrote in article 
<9mumh6$s3h3@www.netyaroze-europe.com>... 

> You would probably have to do it line by line, as scale down the width 
> and height as each line 'goes into the screen'.<snip> 


VVVVVVVVV VV 


-—-MESSAGE FILE 8510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07237 


—-MESSAGE FILE 8511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007238 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 04 Sep 2001 12:24:07 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 62 
Message-ID: <3b95c768.42387730@www.netyaroze-europe. com> 


References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgd$s3h9@www.netyaroze-europe 
netyaroze-europe.com> <9n0fhjS$s3hl15@www.netyaroze-europ 
e.com> <3b942f4a.3445093@www.netyaroze-europe.com> <9n23t2S$7d14@www.netyaroze-europe 


.com> <3b95a3eb.75469749@www. 


. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Some flicker is caused by the fact that when update() is called 
instead of paint (), the screen is first painted with the background 
color, and then it is repainted. I alleviate that by having both 
update and paint call the same routine to draw the screen. If you've 
got double buffering going on, then both need only copy the active 
frame, which keeps things fairly simple. 


Steven 


On 


<quietbloke@btinternet.com> wrote: 


Tue, 4 Sep 2001 09:37:13 +0100, "John \( QuietBloke \)" 


>hmmm.. yeah.. I guess as long as you know you will be converting to 


>C++ it should be fairly painless. 


>are very rusty so thats easier said than done. 
>Im still trying to remember how to do simple stuff like load a graphic up 


>in Java. . You wouldnt believe how long I spent trying to code something 
>that 
>would split a single image up into the individual sprites held within it. 


>I have actually managed to knock out some basic code for an applet which 

>is now on my WebSite which ( fingers crossed ) wont cause any problems. 

>I got the double bufering of the screen but if you watch it sometimes a 
>sprite 

>or two still seems to flicker. Any idea what it could be ? I seems to settle 
>down 

>after a while but I cant think what can be causing it or how to stop it. 

> 

> 


>"Steven Osman" <sosman@terratron.com> wrote in message 
>news :3b942f4a.3445093@www.netyaroze-europe.com... 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


Actually, almost completely a rewrite, but not so bad. Lately, I've 
been trying to write more of my yaroze stuff in C++, so the more I use 


objects -- and the less I use pointers -- it should be a pretty easy 
adaptation. 

What does come pretty easily is some of the game logic. I've found 
that drawing and input is dependent on the platform, but actually 


processing the input, moving characters, checking for game over, and 
code like that is pretty straight-forward -- this is particularly the 
case when you're going from java to yaroze. 


Most people will tell you I'm crazy for my "religion" on Java versions 
—— so you may want to go and get other opinions. I've been using it 
more than most people (since version 0.9x) and I've had to deal with 
tonnes of compatability issues. Just think -- if you don't like 
downloading for three hours, how would visitors to your site like to 
be told that they have to install a 10-20 meg plugin just to use your 
web site... Some (probably many) will just move right along to 
another game. 


People argue that browsers change, features change, etc, but have no 
clue just how long it takes for a browser update to propagate. 


I like 1.1, it offers a lot. Unfortunately, even swing is not 
standard with 1.1, so depending on how much you want to minimize 
downloads, you may want to avoid using swing and just stick to awt. 


Sauce 


Page 5614 


Of course in my case both my Java and C++ 
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> 
> 


—-MESSAGE FILE 8511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07238 


-—-MESSAGE FILE 8512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007239 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Tue, 4 Sep 2001 16:24:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <9n2ro9S$9t01@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgdS$s3h9@www.netyaroze-europe 
-com> <3b95a3eb.75469749@www.netyaroze-europe.com> <9n0fhj$s3h15@www.netyaroze-europ 
e.com> <3b942f4a.3445093@www.netyaroze-europe.com> <9n23t2S$7d14@www.netyaroze-europe 
-com> <3b95c768.42387730@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-49-226.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Aye.. Ive done that. Ive defined update to just call paint and paint write 
everything to the 

background image then does copies it to the display. But the sprites still 
seem to occasionally flicker... 

Each sprite holds 32 images for the animated sprite at various angles and 
the flicker seems to occur 

when I switch to display a different image . <shrug> maybe Im just imagining 
Ets 


"Steven Osman" <sosman@terratron.com> wrote in message 

news :3b95c768.42387730@www.netyaroze-europe.com... 

> Some flicker is caused by the fact that when update() is called 
instead of paint(), the screen is first painted with the background 
color, and then it is repainted. I alleviate that by having both 
update and paint call the same routine to draw the screen. If you've 
got double buffering going on, then both need only copy the active 
frame, which keeps things fairly simple. 


Steven 


On Tue, 4 Sep 2001 09:37:13 +0100, "John \( QuietBloke N)" 
<quietbloke@btinternet.com> wrote: 


>hmmm.. yeah.. I guess as long as you know you will be converting to 

>C++ it should be fairly painless. Of course in my case both my Java and 
++ 

>are very rusty so thats easier said than done. 

>Im still trying to remember how to do simple stuff like load a graphic up 


>in Java. . You wouldnt believe how long I spent trying to code something 
>that 
>would split a single image up into the individual sprites held within it. 


>I have actually managed to knock out some basic code for an applet which 
>is now on my WebSite which ( fingers crossed ) wont cause any problems. 
>I got the double bufering of the screen but if you watch it sometimes a 
>sprite 

>or two still seems to flicker. Any idea what it could be ? I seems to 
ettle 
>down 
>after a while but I cant think what can be causing it or how to stop it. 
> 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news :3b942f4a.3445093@www.netyaroze-europe.com... 

>> Actually, almost completely a rewrite, but not so bad. Lately, I've 
>> been trying to write more of my yaroze stuff in C++, so the more I use 


VVVVVVVV DV V VV VV VV VV OVV VV VV VV VV VV V 
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>> objects -- and the less I use pointers -- it should be a pretty easy 
>> adaptation. 

>> 

>> What does come pretty easily is some of the game logic. I've found 


>> that drawing and input is dependent on the platform, but actually 
>> processing the input, moving characters, checking for game over, and 


>> code like that is pretty straight-forward -- this is particularly the 
>> case when you're going from java to yaroze. 

>> 

>> Most people will tell you I'm crazy for my "religion" on Java versions 
>> -- so you may want to go and get other opinions. I've been using it 
>> more than most people (since version 0.9x) and I've had to deal with 
>> tonnes of compatability issues. Just think -- if you don't like 


>> downloading for three hours, how would visitors to your site like to 
>> be told that they have to install a 10-20 meg plugin just to use your 
>> web site... Some (probably many) will just move right along to 

>> another game. 

>> 

>> People argue that browsers change, features change, etc, but have no 
>> clue just how long it takes for a browser update to propagate. 

>> 

>> I like 1.1, it offers a lot. Unfortunately, even swing is not 

>> standard with 1.1, so depending on how much you want to minimize 

>> downloads, you may want to avoid using swing and just stick to awt. 


>> Sauce 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 8512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07239 


—-MESSAGE FILE 8513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007240 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gravity Girl - Small Work-in-progress update!! 

Date: Wed, 5 Sep 2001 12:44:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9n536v$6j1@www.netyaroze-europe. com> 

References: <9mik3g$8t88@www.netyaroze-europe.com> <9misp7$8t811@www.netyaroze-europ 
e.com> <9mivgv$8t815@www.netyaroze-europe.com> <9mj2nuS8t817@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: host213-122-51-83.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Yeah, getting there with the scope etc (there wasn't a scope last time was 
there?). I like the exaust effect from the ship and the firing, but they 
don't look so good when it zooms-in on the ship since they stay the same 
scale. 

The gravity was a little on the strong side for my liking --- I found it 
very difficult to get-into a small appature on the underside of a gurder 
because of it. 


jon 


—-MESSAGE FILE 8513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07240 


—-MESSAGE FILE 8514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007241 
Path: chuka.playstation.co.uk!news 
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From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: new demo fron Yann 

Date: Wed, 5 Sep 2001 14:07:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9n5841S$6j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-182-121.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


there's a new demo on Yanns page: 
http://www.netyaroze-europe.com/~alcoya/ 


Just trying it myself now... 
Matt 


—-MESSAGE FILE 8514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07241 


—-MESSAGE FILE 8515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007242 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 05 Sep 2001 14:37:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <3b983893.136894754@www.netyaroze-europe. com> 

References: <9mgdt1S$66sl@www.netyaroze-europe.com> <01c13405$82c03540SLocalHost@pal- 
s-omnibook> <9mvj76Ss3h4@www.netyaroze-europe.com> <9mvpgd$s3h9@www.netyaroze-europe 
.com> <3b95a3eb.75469749@www.netyaroze-europe.com> <9n0fhj$s3h15@www.netyaroze-europ 
e.com> <3b942f4a.3445093@www.netyaroze-europe.com> <9n23t2S7d14@www.netyaroze-europe 
.com> <3b95c768.42387730@www.netyaroze-europe.com> <9n2ro9$9t01@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Hey, maybe when you're ready to show off your warez I can take a look 
and see if I figure anything out -- or if you're just imagining it! 


Steven 


On Tue, 4 Sep 2001 16:24:17 +0100, "John \( QuietBloke \)" 
<quietbloke@btinternet.com> wrote: 


>Aye.. Ive done that. Ive defined update to just call paint and paint write 
>everything to the 

>background image then does copies it to the display. But the sprites still 
>seem to occasionally flicker... 

>Each sprite holds 32 images for the animated sprite at various angles and 
>the flicker seems to occur 

>when I switch to display a different image . <shrug> maybe Im just imagining 
>it. 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news :3b95c768.42387730@www.netyaroze-europe.com... 

>> Some flicker is caused by the fact that when update() is called 

>> instead of paint(), the screen is first painted with the background 

>> color, and then it is repainted. I alleviate that by having both 

>> update and paint call the same routine to draw the screen. If you've 

>> got double buffering going on, then both need only copy the active 

>> frame, which keeps things fairly simple. 

>> 
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>> Steven 

>> 

>> On Tue, 4 Sep 2001 09:37:13 +0100, "John \( QuietBloke \)" 
>> <quietbloke@btinternet.com> wrote: 
>> 

>> >hmmm.. yeah.. I guess as long as you know you will be converting to 

>> >C++ it should be fairly painless. Of course in my case both my Java and 
>C++ 

>> >are very rusty so thats easier said than done. 

>> >Im still trying to remember how to do simple stuff like load a graphic up 


>> >in Java. . You wouldnt believe how long I spent trying to code something 
>> >that 
>> >would split a single image up into the individual sprites held within it. 


>> >I have actually managed to knock out some basic code for an applet which 
>> >is now on my WebSite which ( fingers crossed ) wont cause any problems. 
>> >I got the double bufering of the screen but if you watch it sometimes a 
>> >sprite 

>> >or two still seems to flicker. Any idea what it could be ? I seems to 
>settle 
>> >down 
>> >after a while but I cant think what can be causing it or how to stop it. 
>> > 

>> > 

>> >"Steven Osman" <sosman@terratron.com> wrote in message 

>> >news:3b942f4a.3445093@www.netyaroze-europe.com... 

>> >> Actually, almost completely a rewrite, but not so bad. Lately, I've 
>> >> been trying to write more of my yaroze stuff in C++, so the more I use 


>> >> objects -- and the less I use pointers -- it should be a pretty easy 
>> >> adaptation. 

>> >> 

>> >> What does come pretty easily is some of the game logic. I've found 


>> >> that drawing and input is dependent on the platform, but actually 
>> >> processing the input, moving characters, checking for game over, and 


>> >> code like that is pretty straight-forward -- this is particularly the 
>> >> case when you're going from java to yaroze. 

>> >> 

>> >> Most people will tell you I'm crazy for my "religion" on Java versions 
>> >> -- so you may want to go and get other opinions. I've been using it 
>> >> more than most people (since version 0.9x) and I've had to deal with 
>> >> tonnes of compatability issues. Just think -- if you don't like 


>> >> downloading for three hours, how would visitors to your site like to 
>> >> be told that they have to install a 10-20 meg plugin just to use your 
>> >> web site... Some (probably many) will just move right along to 

>> >> another game. 

>> >> 

>> >> People argue that browsers change, features change, etc, but have no 
>> >> clue just how long it takes for a browser update to propagate. 

>> >> 

>> >> I like 1.1, it offers a lot. Unfortunately, even swing is not 

>> >> standard with 1.1, so depending on how much you want to minimize 

>> >> downloads, you may want to avoid using swing and just stick to awt. 
>> >> 

>> >> Sauce 


--MESSAGE FILE 8515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07242 


—-MESSAGE FILE 8516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007243 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game: pingping 

Date: Wed, 5 Sep 2001 16:54:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <9n5hsaS$2vql@www.netyaroze-europe. com> 
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References: <9mgdt1S$66sl@www.netyaroze-europe.com> <9mha9m$8t87@www.netyaroze-europe 
.com> <9mimlm$8t89@www.netyaroze-europe.com> <9mitsb$8t813@www.netyaroze-europe. com> 
<9miuad$ 8t814@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-175-125.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I think I've fixed this menu bug now, it only happened when pad 2 was 
disconnected. 


fixed version on my yaroze space: 
http://www.netyaroze-europe.com/~frkt1x/ 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9miuadS$8t 814@www.netyaroze-europe.com... 
Matt, 


I got exactly the same as Max. 
To add I was using PSComUtil. 


JamesB 


"Max" <mad.max@which.net> wrote in message 

news: 9mitsb$8t813@www.netyaroze-europe.com... 

> I can verify that. If you let it rest for about 5 seconds or so it won't 
let 

> you select 2 Player or select centre screen. When the game starts the 
cursor 

> is on 2 Player then that choice becomes ghosted and the cursor jumps to 


> Player from then on you can't choose centre screen i.e. bypass the 2 
Player 

> choice (I havn't tried a second pad in yet). I don't know if this 
appens 

> EVERY time as I only tried it 2 or 3 times (the AI was killing me so I 
respectfully knew when to give up :)). 


Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9mimlmS$8t 89@www.netyaroze-europe.com... 

> > I find that in 1-player mode the AI can tilt both ways, but player 1 
> > can only tilt forward. Am I missing something? 


> 

> I can't duplicate this, square and cross both seem to tilt the bat in 
their 

> respective directions. 

> 

> > I found that after playing in 1 player, when I went back to the 
> > menu I could not shift off one player on to 2 player or centre 
> > screen. 

> 

> I can't dupicate this either, oh dear. 

> 

> I'll have a think or something... 

> Matt 

> 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV OV VV EVV VV VV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 8516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07243 


—-MESSAGE FILE 8517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007244 
Path: chuka.playstation.co.uk!news 
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From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new demo fron Yann 

Date: Wed, 5 Sep 2001 18:07:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9n5lv9S2vq2@www.netyaroze-europe. com> 
References: <9n5841S56j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust1l.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hmmmm. The AUTO.SIO file seems to be missing some lines! 
-Kenny 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news:9n5841S6j2@www.netyaroze-europe.com... 
> there's a new demo on Yanns page: 


http://www.netyaroze-europe.com/~alcoya/ 


Just trying it myself now... 
Matt 


VVVVVVV 


—-MESSAGE FILE 8517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07244 


—-MESSAGE FILE 8518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007245 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new demo fron Yann 

Date: Wed, 5 Sep 2001 18:31:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9n5nurS2vq3@www.netyaroze-europe.com> 

References: <9n5841S6j2@www.netyaroze-europe.com> <9n5lv9S2vq2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: ch5as07-71-242-217.cw-visp.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


The demo needs to be run through PSComUtil as the data files are loaded once 
the demo's running. 

Yann's other demo Magic Fight is the same, back when I tried it I did 
mention to him siocons users wouldn't be able to run it. 

I don't think he's had much luck running siocons under WinME, perhaps he's 
not aware he can use your PSXComm program. 


I'll send him an email in case he doesn't read these newsgroups. 
Peter 

"Kenny Millar" <yaroze@ntlworld.com> wrote in message 

news: 9n5lv9S2vq2ewww.netyaroze-europe.com... 

> Hmmmm. The AUTO.SIO file seems to be missing some lines! 
-Kenny 

"Matt Verran" <mverran@btinternet.com> wrote in message 
news:9n5841S6j2@www.netyaroze-europe.com... 


> there's a new demo on Yanns page: 


http://www.netyaroze-europe.com/~alcoya/ 


VVVVVVVV 


VV v 


Net Yaroze newsgroups message dump.txt Page 5621 


Just trying it myself now... 
Matt 


V V V V V V 
V V V V 


—-MESSAGE FILE 8518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07245 


-—-MESSAGE FILE 8519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007246 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Display problem 

Date: Wed, 5 Sep 2001 21:03:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9n624hS2vq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0107.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi all, 


My game is supposed to be running in 320 x 256 but only 320 x 240 gets 
displayed. The bottom of the screen get's chopped off. I've got, what I 
think, are the correct values in the code but it don't work! Here's the init 
code: 


#define SCREEN_WIDTH 320 
#define SCREEN_HEIGHT 256 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, GSNONINTER|GSOFSGPU, 0, 0): 
GsDefDispBuff (0, 0, 0, SCREEN_HEIGHT) ; 


Help! (please) 


Cheers, 
Ben 


—-MESSAGE FILE 8519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07246 


—-MESSAGE FILE 8520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007247 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Display problem 

Date: Wed, 5 Sep 2001 21:49:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9n63anS2vq5@www.netyaroze-europe. com> 
References: <9n624hS2vq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi, in all my code I've always had: 


GsInitGraph( SCREEN_WIDTH, SCREEN_HEIGHT, 
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GsOFSGPU|GsNONINTER, 0, 0 ); 


Dont know if that will solve it tho as i never looked into the code in 
depth. 


Chris 


—-MESSAGE FILE 8520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07247 


—-MESSAGE FILE 8521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007248 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Display problem 

Date: Wed, 5 Sep 2001 22:03:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <9n645gS2vq6@www.netyaroze-europe. com> 
References: <9n624hS2vq4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-22-140.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


Do you use PutDispEnv (); 


I've just removed it from my code at it default to 240 


GsDISPENV.screen.x = 1; 

GsDISPENV.screen.y = 14; 
GsDISPENV.screen.w = 320; 
GsDISPENV.screen.h = 255; 


PutDispEnv (&GSDISPENV) ; 


Nigel 


"Ben James" <hungryghost@clara.co.uk> wrote in message 
news: 9n624hS2vq4@www.netyaroze-europe.com... 

> Hi all, 

> 
> My game is supposed to be running in 320 x 256 but only 320 x 240 gets 

> displayed. The bottom of the screen get's chopped off. I've got, what I 
> think, are the correct values in the code but it don't work! Here's the 


#define SCREEN_WIDTH 320 
#define SCREEN_HEIGHT 256 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, GSNONINTER|GSOFSGPU, 0, 0): 
GsDefDispBuff (0, 0, 0, SCREEN_HEIGHT) ; 


Help! (please) 


Cheers, 
Ben 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 8521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07248 


—-MESSAGE FILE 8522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007249 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gravity Girl - Small Work-in-progress update!! 

Date: Thu, 06 Sep 2001 11:03:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3B9749F6. 9F32E15A@peregrine.com> 

References: <9mik3g$8t88@www.netyaroze-europe.com> <9misp7$8t811@www.netyaroze-europ 
e.com> <9mivgv$8t815@www.netyaroze-europe.com> <9mj2nuS8t817@www.netyaroze-europe.co 
m> <9n536vS6j1@www.netyaroze-europe. com> 

NNTP-Posting-Host: manuk54.harbinger.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Yeah, the scaling problems i'm going to leave until later - the basic 
mechanics of the game still aren't there yet and I want to nail that 
down before I do anything else. I want to put in a tractor beam so you 
can pick stuff up, so that'll affect how you pilot your ship - so maybe 
the gravity settings will still need tweaking [although i'm pretty used 
to it by now :)] I also need to start thinking about the platform 
aspect as well! 


There is a previous version floating about [no collision, plasma exhaust 
or explosions though :(] which allows you to tweak the gravity, mass of 
the ship and force of the booster via the pad, I can't remember if 
that's the old version on my ftp site or whether I just posted the .pxe 
to this group (probably) - try this out and if you come up with some 
nice values please let me know! 


Cheers 

Andy 

"Jon Prestidge (Jon@surfed.to)" wrote: 

> 

> Yeah, getting there with the scope etc (there wasn't a scope last time was 
> there?). I like the exaust effect from the ship and the firing, but they 
> don't look so good when it zooms-in on the ship since they stay the same 
> scale. 

> The gravity was a little on the strong side for my liking --- I found it 
> very difficult to get-into a small appature on the underside of a gurder 
> because of it. 

> 

> jon 


-—-MESSAGE FILE 8522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07249 


—-MESSAGE FILE 8523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007250 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Gravity Girl - Small Work-in-progress update!! 

Date: Thu, 6 Sep 2001 13:00:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9n7oh3S6fel@www.netyaroze-europe. com> 

References: <9mik3g$8t88@www.netyaroze-europe.com> <9misp7S$8t811@www.netyaroze-europ 
e.com> <9mivgv$8t815@www.netyaroze-europe.com> <9mj2nuS8t817@www.netyaroze-europe.co 
m> <9n536vS6j1@www.netyaroze-europe.com> <3B9749F6.  9F32E15A@peregrine.com> 
NNTP-Posting-Host: host213-122-13-193.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I tried the last one and I thought the gravity was OK.... I didn't start 
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thinking it was a bit strong until I tried navigating under a girder through 
a small gap -- it was kind of like balancing two repulsing magnets ontop of 
each other.... still perhaps that's a good thing it being so challenging -- 
just when you think you've got hovering about and landing sorted you've 
still got extra skill to gain of getting through gaps from under girders. 


Yeah -- get that gravity girl going! 


By the way, will the Luna Lander landing velocity type caper be included... 
i.e. if you land too fast you break-up when you hit the ground? 


Does anyone else remember the Atari Luna Lander arcade game.... it was just 
a monchrome vector graphics screen (like Asteroids etc) but the best thing 
was it had this massive thrust lever on the right hand side (like those 
thrust levers on 747s etc) and the speaker was so loud it you could really 
feel the trust vibration feeding back through the lever and up your arm.... 
the trouble was it was so tempting to apply full thrust to feel the full 
power that I often ran-out of fuel. Ah... those were the days. 


Jon 


—-MESSAGE FILE 8523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07250 


—-MESSAGE FILE 8524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007251 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Display problem 

Date: Thu, 6 Sep 2001 19:53:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <9n8gvd$6fe2@www.netyaroze-europe. com> 

References: <9n624hS2vq4@www.netyaroze-europe.com> <9n645g$2vq6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0012.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks a lot, that's sorted it. I really needed that full PAL height. I was 
setting up the display but not the drawing environment itself. Setting up 
the screen for PAL seems a little strange and the environment appears to 
default to NTSC dimensions. 


Cheers, 


Ben 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9n645g$2vq6@www.netyaroze-europe.com... 
Do you use PutDispEnv (); 


I've just removed it from my code at it default to 240 


GsDISPENV.screen.x = 1; 

GsDISPENV.screen.y = 14; 
GsDISPENV.screen.w = 320; 
GsDISPENV.screen.h = 255; 


PutDispEnv (&GSDISPENV) ; 


Nigel 


"Ben James" <hungryghost@clara.co.uk> wrote in message 
news: 9n624hS2vq4@www.netyaroze-europe.com... 
> Hi all, 


> My game is supposed to be running in 320 x 256 but only 320 x 240 gets 
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> displayed. The bottom of the screen get's chopped off. I've got, what I 
> think, are the correct values in the code but it don't work! Here's the 


#define SCREEN_WIDTH 320 
#define SCREEN_HEIGHT 256 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, GsSNONINTER|GSOFSGPU, 0, 0): 
GsDefDispBuff (0, 0, 0, SCREEN_HEIGHT) ; 


Help! (please) 


Cheers, 
Ben 


VVVVVVVVVVVV VV 


-—-MESSAGE FILE 8524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07251 


—-MESSAGE FILE 8525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007252 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Win 2k Help 

Date: Fri, 7 Sep 2001 21:55:34 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9na5ih$a7dl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-121-53.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok so i just decided to upgrade the old machine to win 2k, a bit more ram 
and everything has gone ok. 


Ok anyways a few question. 


Siocons: does it work/upload properly? i see the ansi.sys is needed is 
there anyway to load it? Autoexec.bat etc? 


djsetup.exe : all my variables are set, and i can run the file no worries 
and compile, HOWEVER i want to have that file called whenever i turn on the 
machine, in 98 it was just a matter of adding a autoexec.bat adjustment, how 
do i do it in win 2000. 


well two main questions, i hopw someone has an answer, psxcomm is one option 
( nice program kenny) but id liek to get the ole faithful tools working. 


Also has anyone had an problems with codewarrior in win 2k? 


thanks 


—-MESSAGE FILE 8525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07252 


-—-MESSAGE FILE 8526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007253 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win 2k Help 

Date: Fri, 7 Sep 2001 22:16:14 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9naép8Sa7d2@www.netyaroze-europe. com> 
References: <9na5ihSa7d1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-54-75-35.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok Well i got ansi working, for anyone that doesnt know 

add 

device=%SystemRoot%\system32\ansi.sys 

to your config.nt file in c:\winnt\system32 dir. 

still need to know how to get djsetup.bat running when the machine loads. 
Cheers 

"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9na5ihSa7d1l@www.netyaroze-europe.com... 

> Ok so i just decided to upgrade the old machine to win 2k, a bit more ram 
and everything has gone ok. 


Ok anyways a few question. 


Siocons: does it work/upload properly? i see the ansi.sys is needed is 
there anyway to load it? Autoexec.bat etc? 


djsetup.exe : all my variables are set, and i can run the file no worries 
and compile, HOWEVER i want to have that file called whenever i turn on 
he 
> machine, in 98 it was just a matter of adding a autoexec.bat adjustment, 
how 
> do ido it in win 2000. 
> 
> well two main questions, i hopw someone has an answer, psxcomm is one 
option 
> ( nice program kenny) but id liek to get the ole faithful tools working. 


tTVVVVVVV VV 


Also has anyone had an problems with codewarrior in win 2k? 


thanks 


VVVVVVV 
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-—-MESSAGE FILE 8526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07253 


—-MESSAGE FILE 8527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007254 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ps2 HD and Telewest 

Date: Fri, 7 Sep 2001 11:06:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9nacl4Sa7d3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 

For any cable users out there... 

from GamesWire: 

Sony confirmed its online PlayStation 2 plans last week, with senior vice 
president of development Phil Harrison announcing the UK trials with 
Telewest will occur in November and December. 

Harrison also confirmed that PlayStation 2's hard disk/ communications 
upgrade may be bundled as part of a subscription-based online gaming 
service. Speaking to CTW, Harrison said "The hard disk will have a 40 
gigabyte capacity at first but that could grow over time. It will be 
available to the general public next year, although orders are being taken 
now for its Japanese release this year. In this country, I could see the 
hard disk being part of a subscriptions package." 

Those hoping that PS2 online activities would be free will be disappointed, 


as Harrison went on to state: "For us, communications on the PS2 are about 
plug-and-play gaming, not web access." 
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-—-MESSAGE FILE 8527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07254 


—-MESSAGE FILE 8528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007255 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win 2k Help 

Date: Fri, 07 Sep 2001 14:38:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <3b9bdb7d.309672255@www.netyaroze-europe. com> 


References: <9na5ihSa7dl@www.netyaroze-europe.com> <9na6ép8Sa7d2@www.netyaroze-europe 


. com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Greg, 


You can go to your control panel, open up the "System" box, go to the 
advanced tab, then click on Environment Variables. 


You can then take all the environment variables that are set in 
djsetup.bat and put them as user variables. Then you can throw away 
your djsetup.bat file ;) 


Steven 


On Fri, 7 Sep 2001 22:16:14 +1200, "Greg Cook" 
<gjc53@student.canterbury.ac.nz> wrote: 


>Ok Well i got ansi working, for anyone that doesnt know 
> 

>add 

> 

>device=%SystemRoot%\system32\ansi.sys 

> 

>to your config.nt file in c:\winnt\system32 dir. 

> 

>still need to know how to get djsetup.bat running when the machine loads. 
> 

>Cheers 

> 

> 


>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
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>news: 9na5ihSa7d1l@www.netyaroze-europe.com... 

>> Ok so i just decided to upgrade the old machine to win 2k, a bit more ram 
>> and everything has gone ok. 

>> 

>> Ok anyways a few question. 

>> 

>> Siocons: does it work/upload properly? i see the ansi.sys is needed is 

>> there anyway to load it? Autoexec.bat etc? 

>> 
>> djsetup.exe : all my variables are set, and i can run the file no worries 
>> and compile, HOWEVER i want to have that file called whenever i turn on 
>the 

>> machine, in 98 it was just a matter of adding a autoexec.bat adjustment, 
>how 

>> do 1 do it in win 2000. 

>> 

>> well two main questions, i hopw someone has an answer, psxcomm is one 
>option 

>> ( nice program kenny) but id liek to get the ole faithful tools working. 
>> 

>> Also has anyone had an problems with codewarrior in win 2k? 

>> 

>> thanks 
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—-MESSAGE FILE 8528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07255 


-—-MESSAGE FILE 8529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007256 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win 2k Help 

Date: Sat, 8 Sep 2001 09:44:35 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <9nbf3uSa7d4@www.netyaroze-europe. com> 


.com> <3b9bdb7d.309672255@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-82-164.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yeah i figured i could do that, the only one giving me problems is the tmp 
variable, ive already got one of those set in the user variables, but the 
yaroze has a different path for its tmp variable, do i just set it twice or 
not set the yaroze one? 


well everything works nice, siocons with ansi support :) Great! 
"Steven Osman" <sosman@terratron.com> wrote in message 
news: 3b9bdb7d.309672255@www.netyaroze-europe.com... 


> Greg, 

> 

> You can go to your control panel, open up the "System" box, go to the 
> advanced tab, then click on Environment Variables. 

> 

> You can then take all the environment variables that are set in 

> djsetup.bat and put them as user variables. Then you can throw away 
> your djsetup.bat file ;) 

> 

> Steven 

> 

> On Fri, 7 Sep 2001 22:16:14 +1200, "Greg Cook" 

> <gjc53@student.canterbury.ac.nz> wrote: 

> 

> >Ok Well i got ansi working, for anyone that doesnt know 


References: <9na5ihSa7d1l@www.netyaroze-europe.com> <9naép8Sa7d2@www.netyaroze-europe 
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> 

>add 

> 

>device=%SystemRoot%\system32\ansi.sys 

> 

>to your config.nt file in c:\winnt\system32 dir. 

> 

>still need to know how to get djsetup.bat running when the machine loads. 
> 

>Cheers 

> 

> 

>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

>news: 9na5ihSa7d1l@www.netyaroze-europe.com... 

>> Ok so i just decided to upgrade the old machine to win 2k, a bit more 


>> and everything has gone ok. 
>> Ok anyways a few question. 


>> Siocons: does it work/upload properly? i see the ansi.sys is needed is 
>> there anyway to load it? Autoexec.bat etc? 


VVVVVVVVBEV VV VV VV VV VV VV VV 


>> djsetup.exe : all my variables are set, and i can run the file no 
worries 

> >> and compile, HOWEVER i want to have that file called whenever i turn on 
> >the 

> >> machine, in 98 it was just a matter of adding a autoexec.bat 
adjustment, 

>how 

>> do ido it in win 2000. 

>> 

>> well two main questions, i hopw someone has an answer, psxcomm is one 
>option 

>> ( nice program kenny) but id liek to get the ole faithful tools 
orking. 

>> 

>> Also has anyone had an problems with codewarrior in win 2k? 

>> 

>> thanks 


VVVVVVVVV EVV VV VV 


—-MESSAGE FILE 8529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07256 


—-MESSAGE FILE 8530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007257 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win 2k Help 

Date: Sat, 08 Sep 2001 05:03:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <3b99a69d.42944020@www.netyaroze-europe. com> 

References: <9na5ihSa7d1l@www.netyaroze-europe.com> <9na6ép8Sa7d2@www.netyaroze-europe 
.com> <3b9bdb7d.309672255@www.netyaroze-europe.com> <9nbf3uSa7d4@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I would just not set the yaroze one. 


On Sat, 8 Sep 2001 09:44:35 +1200, "Greg Cook" 
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<gjc53@student.canterbury.ac.nz> wrote: 


>Yeah i figured i could do that, the only one giving me problems is the tmp 
>variable, ive already got one of those set in the user variables, but the 
>yaroze has a different path for its tmp variable, do i just set it twice or 
>not set the yaroze one? 

> 

>well everything works nice, siocons with ansi support :) Great! 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news : 3b9bdb7d.309672255@www.netyaroze-europe.com... 

>> Greg, 

>> 

>> You can go to your control panel, open up the "System" box, go to the 

>> advanced tab, then click on Environment Variables. 


>> 

>> You can then take all the environment variables that are set in 

>> djsetup.bat and put them as user variables. Then you can throw away 
>> your djsetup.bat file ;) 

>> 

>> Steven 

>> 


>> On Fri, 7 Sep 2001 22:16:14 +1200, "Greg Cook" 

>> <gjc53@student.canterbury.ac.nz> wrote: 

>> 

>> >Ok Well i got ansi working, for anyone that doesnt know 

>> > 

>> >add 

>> > 

>> >device=%SystemRoot%\system32\ansi.sys 

>> > 

>> >to your config.nt file in c:\winnt\system32 dir. 

>> > 

>> >still need to know how to get djsetup.bat running when the machine loads. 
>> > 

>> >Cheers 

>> > 

>> > 

>> >"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

>> >news: Ina5ihSa7dl@www.netyaroze-europe.com... 

>> >> Ok so i just decided to upgrade the old machine to win 2k, a bit more 
>ram 

>> >> and everything has gone ok. 

>> >> 

>> >> Ok anyways a few question. 

>> >> 

>> >> Siocons: does it work/upload properly? i see the ansi.sys is needed is 
>> >> there anyway to load it? Autoexec.bat etc? 

>> >> 
>> >> djsetup.exe : all my variables are set, and i can run the file no 
>worries 

>> >> and compile, HOWEVER i want to have that file called whenever i turn on 
>> >the 

>> >> machine, in 98 it was just a matter of adding a autoexec.bat 


>adjustment, 

>> >how 

>> >> do i do it in win 2000. 
>> >> 


>> >> well two main questions, i hopw someone has an answer, psxcomm is one 
>> >option 

>> >> ( nice program kenny) but id liek to get the ole faithful tools 
>working. 

>> >> 

>> >> Also has anyone had an problems with codewarrior in win 2k? 

>> >> 

>> >> thanks 

>> >> 

>> >> 

>> >> 

>> > 

>> 

> 
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—-MESSAGE FILE 8530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07257 


—-MESSAGE FILE 8531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007258 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: More WIn2k Probs, help please 

Date: Sat, 8 Sep 2001 18:29:11 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9ncdrgS$e5hl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-82-100.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok so im almost there, i can compile, i can connec to the yaroze machine 
with both siocons and psxcomm, but i have some prolems with uploading. 


Heres my problem. 

Using a Toshiba Laptop with win 2k. 

Com 1 is the port. and im connecting at 9600 ( the port is also set to 9600) 
im trying to use the sample programs psx/sample/check 

on the cd. Ive compiled the code no worries and in both siocons and psxcomm 
im trying to use the auto file. Heres the commands i use and the errors i 


get. 


SIOCONS 


C:\Yaroze\PSX\SAMPLE\CHECK>siocons 


siocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type Fl ----» display help 


when hung up try type ESC 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 


BAUDRATE = 9600 
>> 
Auto[2]: auto 
main | .text] address:80140000-80140bcf size:000bd0 0O000bd0: 4sec. 


main [.rdata] address:80140bd0-80140cef size:000120 


It just seems to hang from here and do nothing, 


PSXCOMM 


>>Starting auto-execution : C:\Yaroze\PSX\SAMPLE\CHECK\AUTO 


main: A-OUT format. 
main | .text] address:80140000-80140bcf size:000bd0 


>>go 
And below is what comes up on the yaroze screen. 
Binary Data Transfer - BWR 


Adrs = 80140000 
Size = 00000BDO Bytes 


INTO BURST TRANSFER SUM : 00 0/ BDO Bytes 
Sync Error (03) 
ABORT 


Ok so im stumped i dont know too much about win2k, and right now im a bit 
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frustrated that i cant upload to my yaroze. 
ok any help is apprecaited guys. 


Greg 


—-MESSAGE FILE 8531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07258 


—-MESSAGE FILE 8532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007259 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sat, 8 Sep 2001 11:51:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9nctcgSe5h2@www.netyaroze-europe.com> 
References: <9ncdrgS$e5hl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Arrrgh, and i thought it was just me, I run winXPpro and have the same 
problem with siocons and don't know how to get around it. Maybe its the 
version of DOS not supporting it (like with ME) or maybe its just the way 
windows handles the ports conflicting with siocons. 

If you have it, CW/PScomUtil still work fine, if not a little slower 
than siocons. 
Chris 


—-MESSAGE FILE 8532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07259 


-—-MESSAGE FILE 8533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007260 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sun, 9 Sep 2001 00:20:33 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9nd2ebSe5h3@www.netyaroze-europe. com> 

References: <9ncdrgS$e5hl@www.netyaroze-europe.com> <9nctcg$e5h2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 210-55-149-30.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


im sure its something to do with environment settings of some kind, surely 
someone here has found a way around it, i would have thought that kenny and 
psxcomm would have had this problem and fixed it ? 


so close but still so far.. i really dont want to have to go the CW route.. 
"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: 9nctcg$e5h2@www.netyaroze-europe.com... 
> Arrrgh, and i thought it was just me, I run winXPpro and have the same 
problem with siocons and don't know how to get around it. Maybe its the 
version of DOS not supporting it (like with ME) or maybe its just the way 
windows handles the ports conflicting with siocons. 

If you have it, CW/PScomUtil still work fine, if not a little slower 


> 
> 
> 
> 
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than siocons. 


> 
> Chris 
> 
> 


-—-MESSAGE FILE 8533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07260 


—-MESSAGE FILE 8534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007261 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: BreakDown 

Date: Sat, 8 Sep 2001 17:29:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9ndh5tSe5h4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi there, 
I've working on this for the last few weeks and all WAS going well, but me 
being me I've run into a bug i can't find what-so-ever. 


Now, I'm sure your all going to have a go at me for copying games other 
members have made, maybe your now, but i got the idea at the end of year 10 
(just over a year ago) from the shockwave site, a game called delierium.. i 
think 


Anyway, 
The gamecode it's self, apart from 1.this bug, 2. Lack of enemy types, 3. 
end of game code, if almost done but I'm extremely confussed. 


When you reach level 6, on killing all the enemies the level doesn't end, 
you just sit there. If you count how many enemies you kill and how many 
should attack you, you are one short, where this enemie runs too is a 
mystery, as it is impossible to get lost off the screen as they wrap. 

Also, and this could be connected is that the 'spinning' enemies 
occationally disapear without being shot, and just as rarely reappear later. 


The game can be found here: 
http://www.netyaroze-europe.com/~chrisw/ftp/BreakDown. zip 

And the code (without other peoples routines, [cheers john for them]) here: 
http: //www.netyaroze-europe.com/~chrisw/ftp/BD%20-%20Source. zip 


Thanks, 
Chris 


—-MESSAGE FILE 8534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07261 


—-MESSAGE FILE 8535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007262 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Sat, 8 Sep 2001 17:31:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9ndh9tSe5h5@www.netyaroze-europe. com> 
References: <9ndh5StSe5h4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


oops, sorry about the typo's.. and if you hit the bug, to skip to the next 
level: 
pause it (start) then hold all the shoulder buttons + triangle + up. 


Chris 


--MESSAGE FILE 8535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07262 


—-MESSAGE FILE 8536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007263 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sat, 8 Sep 2001 19:17:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9ndnirSe5h6@www.netyaroze-europe. com> 

References: <9ncdrgS$e5hl@www.netyaroze-europe.com> <9nctcg$e5h2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-572.arcanine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Is that the problem where, the download just stops and you have to hold in 
the return key for it to continue??? 
If so, I get that problem as well and its very, very, very, very irritating. 


Max 


Chris Wallace <chrisw666@btinternet.com> wrote in message 
news: 9nctcg$e5h2@www.netyaroze-europe.com... 
> Arrrgh, and i thought it was just me, I run winXPpro and have the same 
problem with siocons and don't know how to get around it. Maybe its the 
version of DOS not supporting it (like with ME) or maybe its just the way 
windows handles the ports conflicting with siocons. 

If you have it, CW/PScomUtil still work fine, if not a little slower 
than siocons. 
Chris 


VVVVVVVV 


—-MESSAGE FILE 8536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07263 


—-MESSAGE FILE 8537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007264 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sat, 8 Sep 2001 19:48:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9ndpgiSe5h7@www.netyaroze-europe. com> 

References: <9ncdrgSe5hl@www.netyaroze-europe.com> <9nctcgS$e5h2@www.netyaroze-europe 
-com> <9ndnirS$e5h6@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-80-148-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Hi all 


In the MS-DOS properties for Siocons, under the Misc tab, 
‘Idle sensitivity' slider to 'Low' might help. 


cheers 
Derek 


"Max" <mad.max@which.net> wrote in message 
news: 9ndnirSe5h6@www.netyaroze-europe.com... 


Page 


adjusting the 


> Is that the problem where, the download just stops and you have to hold in 


> the return key for it to continue??? 


> If so, I get that problem as well and its very, very, very, very 


irritating. 

> 

> Max 

> 

> Chris Wallace <chrisw666@btinternet.com> wrote in message 

> news: 9nctcgSe5h2@www.netyaroze-europe.com... 

> > Arrrgh, and i thought it was just me, I run winXPpro and have the same 
> > problem with siocons and don't know how to get around it. Maybe its the 
> > version of DOS not supporting it (like with ME) or maybe its just the 
way 

> > windows handles the ports conflicting with siocons. 

>> If you have it, CW/PScomUtil still work fine, if not a little slower 
> > than siocons. 

> > Chris 

>> 

>> 

> 

> 


5635 


—-MESSAGE FILE 8537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07264 


—-MESSAGE FILE 8538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007265 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sun, 9 Sep 2001 09:54:22 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9ne428Se5h8@www.netyaroze-europe. com> 


References: <9ncdrgS$e5hl@www.netyaroze-europe.com> <9nctcg$e5h2@www.netyaroze-europe 


.com> <9ndnirSe5h6@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-86-38-206.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I think it might be similar, but so far it just seems to hang for me and i 
cant do anything, the other strang thing is that i cant use the backspace 


key, if i do it just does some crazy stuff. 


Unfortunately kenny millars psxcomm isnt working either, 


infact i get ever 


worse results. If he knew a work around for his program then id be more 


than happy to use that insted of the dos versions. 


Greg 
"Max" <mad.max@which.net> wrote in message 
news: 9ndnirSe5h6@www.netyaroze-europe.com... 


> Is that the problem where, the download just stops and you have to hold in 


> the return key for it to continue??? 


> If so, I get that problem as well and its very, very, very, very 


irritating. 
> 
> Max 
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> 

> Chris Wallace <chrisw666@btinternet.com> wrote in message 

> news: 9nctcgSed5h2@www.netyaroze-europe.com... 

> > Arrrgh, and i thought it was just me, I run winXPpro and have the same 
> > problem with siocons and don't know how to get around it. Maybe its the 
> > version of DOS not supporting it (like with ME) or maybe its just the 
way 

> > windows handles the ports conflicting with siocons. 

>> If you have it, CW/PScomUtil still work fine, if not a little slower 
> > than siocons. 

> > Chris 

>> 

>> 

> 

> 


—-MESSAGE FILE 8538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07265 


—-MESSAGE FILE 8539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007266 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sun, 9 Sep 2001 09:54:57 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <9ne43bSe5h9@www.netyaroze-europe. com> 

References: <9ncdrgSe5hl@www.netyaroze-europe.com> <9nctcgSe5h2@www.netyaroze-europe 
.com> <9ndnirSe5h6@www.netyaroze-europe.com> <9ndpgiSe5h7@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-86-38-206.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Where abouts is that misc tab, right now i cant seem to find it anywhere. 


i just cmd to the shell and load siocons from there. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9ndpgiSe5h7@www.netyaroze-europe.com... 
> Hi all 


In the MS-DOS properties for Siocons, under the Misc tab, adjusting the 
‘Idle sensitivity' slider to 'Low' might help. 


cheers 
Derek 


"Max" <mad.max@which.net> wrote in message 

news: 9ndnirSe5h6@www.netyaroze-europe.com... 

> Is that the problem where, the download just stops and you have to hold 
n 

> the return key for it to continue??? 

> If so, I get that problem as well and its very, very, very, very 


irritating. 

> 

> Max 

> 

> Chris Wallace <chrisw666@btinternet.com> wrote in message 

> news: 9nctcgSe5h2@www.netyaroze-europe.com... 

> > Arrrgh, and i thought it was just me, I run winXPpro and have the same 

> > problem with siocons and don't know how to get around it. Maybe its 
he 

> > version of DOS not supporting it (like with ME) or maybe its just the 

a 


VVVVAVVVVVV VV VV EEV VV VV VV VV OV 


v v z, 


y 
> windows handles the ports conflicting with siocons. 
> If you have it, CW/PScomUtil still work fine, if not a little 
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= 


VV V V V VO 
v 


wer 
> than siocons. 
> Chris 


VVVVVVV VD 


-—-MESSAGE FILE 8539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07266 


—-MESSAGE FILE 8540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007267 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sun, 9 Sep 2001 09:56:48 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <9ne4épSe5h1l0@www.netyaroze-europe. com> 

References: <9ncdrgSe5hl@www.netyaroze-europe.com> <9nctcg$e5h2@www.netyaroze-europe 
.com> <9ndnirSe5h6@www.netyaroze-europe.com> <9ndpgiSe5h7@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-86-38-206.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok just found it, you obviously run siocons by double clicking on it from 
explorer or something like that, i was actually using a dos shell and then 
running siocons from there and that didnt work, will give it ago your way 
and see what happens. 


thanks 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9ndpgiSe5h7@www.netyaroze-europe.com... 
> Hi all 


In the MS-DOS properties for Siocons, under the Misc tab, adjusting the 
‘Idle sensitivity' slider to 'Low' might help. 


cheers 
Derek 


"Max" <mad.max@which.net> wrote in message 

news: 9ndnirSe5h6@www.netyaroze-europe.com... 

> Is that the problem where, the download just stops and you have to hold 
n 

> the return key for it to continue??? 

> If so, I get that problem as well and its very, very, very, very 
irritating. 


VVVQXVVVV EVV VV VV VV VV EVV VV VV VV VV 


> 

> Max 

> 

> Chris Wallace <chrisw666@btinternet.com> wrote in message 

> news: 9nctcgSe5h2@www.netyaroze-europe.com... 

> > Arrrgh, and i thought it was just me, I run winXPpro and have the same 
> > problem with siocons and don't know how to get around it. Maybe its 
he 

> > version of DOS not supporting it (like with ME) or maybe its just the 
way 

> > windows handles the ports conflicting with siocons. 

>> If you have it, CW/PScomUtil still work fine, if not a little 
lower 

> > than siocons. 

> > Chris 

>> 


Net Yaroze newsgroups message dump.txt Page 5638 


> 


V V V V V 
V v v 


--MESSAGE FILE 8540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07267 


--MESSAGE FILE 8541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007268 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sun, 9 Sep 2001 16:32:10 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <9nerc3Shavl@www.netyaroze-europe. com> 

References: <9ncdrgSe5hl@www.netyaroze-europe.com> <9nctcg$e5h2@www.netyaroze-europe 
.com> <9ndnirSe5h6@www.netyaroze-europe.com> <9ndpgiSe5h7@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-54-75-145.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Nope gave it ago and it didnt work... i hope someone has some suggestion cos 
im going crazy with it right now, to top it off i dropped a manual on my 
laptop keyboard and the key broke, its not been a good day or weekend!. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9ndpgiSe5h7@www.netyaroze-europe.com... 
> Hi all 


In the MS-DOS properties for Siocons, under the Misc tab, adjusting the 
"Idle sensitivity' slider to 'Low' might help. 


cheers 
Derek 


"Max" <mad.max@which.net> wrote in message 

news: 9ndnirSe5h6@www.netyaroze-europe.com... 

> Is that the problem where, the download just stops and you have to hold 
n 

> the return key for it to continue??? 

> If so, I get that problem as well and its very, very, very, very 
irritating. 


> 

> Max 

> 

> Chris Wallace <chrisw666@btinternet.com> wrote in message 

> news: 9nctcgSed5h2@www.netyaroze-europe.com... 

> > Arrrgh, and i thought it was just me, I run winXPpro and have the same 

> > problem with siocons and don't know how to get around it. Maybe its 
he 

> > version of DOS not supporting it (like with ME) or maybe its just the 
way 

> > windows handles the ports conflicting with siocons. 

>> If you have it, CW/PScomUtil still work fine, if not a little 
lower 

> > than siocons. 

> > Chris 

>> 

>> 

> 

> 
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-—-MESSAGE FILE 8541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07268 


—-MESSAGE FILE 8542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007269 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Sun, 9 Sep 2001 10:04:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9nfbdmShav2@www.netyaroze-europe. com> 
References: <9ndh5tSe5h4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-168-203.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Cool game Chris, 


I really like the graphics, did you render them yourself? Gameplay wise I 
would like to be able to spew a bit more laser death, will there be 
different weapons and powerups? Nice work. 


Matt 


—-MESSAGE FILE 8542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07269 


—-MESSAGE FILE 8543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007270 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: More WIn2k Probs, help please 

Date: Sun, 9 Sep 2001 10:27:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5823 

Message-ID: <9nfcgsShav3@www.netyaroze-europe.com> 
References: <9ncdrgSe5hl@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


My PSXComm utility requires that there be only 1 space between the 
parameters in each line, and that there are no blank spaces between the 
lines. This sorts most of the problems with loading data to the wrong 
address (which is what you're seeing I think) 


If you download the latest version from my ftp site 
(www.netyaroze-europe.com/~kmillar) then overwrite psxcomm.exe with the one 
attached here you will have the latest version. 


Hope this helps! 


-Kenny 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9ncdrg$e5hl@www.netyaroze-europe.com... 

> Ok so im almost there, i can compile, i can connec to the yaroze machine 
> with both siocons and psxcomm, but i have some prolems with uploading. 

> 

> Heres my problem. 
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ck 
both siocons and 
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> 

> Using a Toshiba Laptop with win 2k. 

> 

> Com 1 is the port. and im connecting at 9600 ( the port is also set to 
9600) 

> 

> im trying to use the sample programs psx/sample/che 

> on the cd. Ive compiled the code no worries and in 

psxcomm 

> im trying to use the auto file. Heres the commands i use and the errors i 
> get. 

> 

> SIOCONS 

> aed re tear ore PAES, 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


C:\Yaroze\PSX\SAMPLE\CHECK>siocons 


siocons -- PlayStation debug system console program 
for DTLH3000 1996/05/10 00:00:03 
type Fl ----» display help 


when hung up try type ESC 
I/O addr = 0x03F8, IRQ=4 (vect=0x000C, 8259=20) 
BAUDRATE = 9600 


>> 
Auto[2]: auto 


main | .text] address:80140000-80140bcf size:000bd0 
main [.rdata] address:80140bd0-80140cef size:000120 


It just seems to hang from here and do nothing, 


PSXCOMM 


000bd0: 4sec. 


>>Starting auto-execution : C:\Yaroze\PSX\SAMPLE\CHECK\AUTO 


main: A-OUT format. 
main | .text] address:80140000-80140bcf size:000bd0 


>>go 


And below is what comes up on the yaroze screen. 


Binary Data Transfer - BWR 
Adrs = 80140000 
Size = 00000BDO Bytes 


INTO BURST TRANSFER SUM : 00 0/ BDO Bytes 
Syne Error (03) 
ABORT 


Ok so im stumped i dont know too much about win2k, 
frustrated that i cant upload to my yaroze. 


ok any help is apprecaited guys. 


Greg 


and right now ima bit 


-—-MESSAGE FILE 8543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07270 


—-MESSAGE FILE 8544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007271 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: BreakDown 
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Date: Sun, 9 Sep 2001 11:05:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9nff2nShav4@www.netyaroze-europe. com> 
References: <9ndh5StSe5h4@www.netyaroze-europe.com> <9nfbdmShav2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Cool game Chris, 


would like to be able to spew a bit more laser death, will there be 
different weapons and powerups? Nice work. 


> 
> 
> I really like the graphics, did you render them yourself? Gameplay wise I 
> 
> 


Thanks Matt, 

At the moment the enemy gfx are stolen, but once i find a program i can use 
on win2K I will probably redo them myself. 

As for more weapons I can do as many as there is space for the graphics for 
them. What do you suggest? 


Chris 


—-MESSAGE FILE 8544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07271 


--MESSAGE FILE 8545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007272 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Sun, 9 Sep 2001 11:30:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9nfgjjShav5@www.netyaroze-europe. com> 

References: <9ndh5tSe5h4@www.netyaroze-europe.com> <9nfbdmShav2@www.netyaroze-europe 
.com> <9nff2n$hav4@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-987.beedrill.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Chris, 


I played delerium and I think its a really good and simplistically addictive 
game. 
The enemy types I think are perfect but I think you should introduce new 
powerups like a shield or energy powerups and more varied weapons. Anyhow... 
good choice of game - should be cool with the analogue! 


Max 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 9nff2nShav4@www.netyaroze-europe.com... 

> > Cool game Chris, 

> 

> I really like the graphics, did you render them yourself? Gameplay wise 


> would like to be able to spew a bit more laser death, will there be 
> different weapons and powerups? Nice work. 


Thanks Matt, 

At the moment the enemy gfx are stolen, but once i find a program i can 
use 

> on win2K I will probably redo them myself. 

> As for more weapons I can do as many as there is space for the graphics 


VVVVVHV N 
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for 

> them. What do you suggest? 
> 

> Chris 

> 

> 


—-MESSAGE FILE 8545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07272 


—-MESSAGE FILE 8546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007273 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Sun, 9 Sep 2001 12:00:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9nfi94Shavé@www.netyaroze-europe. com> 

References: <9ndh5tSe5h4@www.netyaroze-europe.com> <9nfbdmShav2@www.netyaroze-europe 
.com> <9nff2nS$hav4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I just remembered i never mentioned the controls! 


RightStick : Direction 


Cross : Normal Fire 

Square : Machine Gun (collect red powerups) 

Triangle : Tipple Shot (collect Blue powerups) 

Circle : Homeing (now laser - collect purple powerups) 


Other Powerups 
Yellow: health 
Green : extra shotspeed 


Hope that helps =) 
Chris 


—-MESSAGE FILE 8546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07273 


—-MESSAGE FILE 8547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007274 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New game: Squeak 

Date: Sun, 9 Sep 2001 20:56:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0098.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi everyone, 
I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. If 
you like puzzles and you like fruit, this one's for you. Any comments and 


suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 
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-ՔԲո 


—-MESSAGE FILE 8547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07274 


—-MESSAGE FILE 8548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007275 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: 9 Sep 2001 22:13:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01c1397c$2e2e51c0$9108e4d5@pal—s-—omnibook> 

References: <01c131ab$9b9841e0$8409e4d5@pal-—s-omnibook> <9mmuntS$Sijv7@www.netyaroze-e 
urope.com> <01c13302$6b125800S0f2elbd4@pal-—s-omnibook> <9mumh6S$s3h3@www.netyaroze-eu 
rope.com> <01c134caS$da7dcc00$a81lde4d5@pal-—s-omnibook> <9n2gjv$7d16@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: nas-—cbv-6-8-145.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you very much Max! After an in-depth reading and playing with your 
code, I've been able to achieve just what I needed, and I learnt much about 
3d and dynamic tmds. 


So my sprites are finally stretched! The source code (which is rather 
simple) will be available as part of Invs' when it's finished, but if 
anyone wants to have a look before that, just ask. 


pal 


-—-MESSAGE FILE 8548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07275 


—-MESSAGE FILE 8549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007276 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Mon, 10 Sep 2001 10:41:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9niluhSkuml@www.netyaroze-europe.com> 
References: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-149-26.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Excellent work Ben. Is it the same rules as Bejeweled (flash game)? I 
havn't played that in a while but your game did remind me of it, just as 
brilliantly addictive. I love the cartoon sound effects on the title screen 
and the cool blurring. 


Just a few (hopefully constructive) critiscisms: 


-The fruit look better than the veg, maybe the tomato is a bit large? Maybe 
this is just me tho. 

-Why not make the item type (fruit/veg) random, then switch it when you use 

the joker? 

-Is it possible to be locked on a screen with no moves? I think I was but I 

could have just been a bit blind. 

-Can you have a highscore on the titlesceen, or display it when the game is 

over? I wanted to post my best score but once my game was over it seemed to 
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be lost. 


Give yourself a hearty pat on the back tho, fantastic work once again. 
Mattv 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9nghq2Shav7@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. 
If 

> you like puzzles and you like fruit, this one's for you. Any comments and 
> suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


-ՔԲո 


VVVVVVV 


—-MESSAGE FILE 8549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07276 


—-MESSAGE FILE 8550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007277 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How to stretch a sprite? 

Date: Mon, 10 Sep 2001 12:25:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9ni888Skum2@www.netyaroze-europe. com> 

References: <01c131ab$9b9841e0$8409e4d5@pal-—s-omnibook> <9mmuntSijv7@www.ne 
urope.com> <01c13302$6b125800S0f2elbd4@pal-—s-omnibook> <9mumh6S$s3h3@www.net 
rope.com> <01c134caSda7dcc00Sa81de4d5@pal-—s-omnibook> <9n2gjvS7d16@www.nety 
ope.com> <01c1397c$2e2e51c0$9108e4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: modem-941.abra.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey! 


Cool, I was unsure wither it would be of any help but I'm glad you got 
something out of it! :) 


Always a pleasure! 
Max 


pal <pal_news@hotmail.com> wrote in message 
news:01c1397c$2e2e51c0$9108e4d5@pal-—s-omnibook... 

> Thank you very much Max! After an in-depth reading and playing with your 
> code, I've been able to achieve just what I needed, and I learnt much 
about 

> 3d and dynamic tmds. 


So my sprites are finally stretched! The source code (which is rather 
simple) will be available as part of Invs' when it's finished, but if 
anyone wants to have a look before that, just ask. 


pal 


VV V V V V V 


——MESSAGE FILE 8550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07277 
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glish/000 


english/0 


tyaroze-e 
yaroze-eu 
aroze-eur 


glish/000 
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-—-MESSAGE FILE 8551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007278 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Mon, 10 Sep 2001 12:51:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9ni9n1lSkum3@www.netyaroze-europe. com> 
References: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-57-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Impeccable presentation and sound, Ben, and a fun game. 


Just one quick suggestion - I think a 'free floating' cursor controlled with 
a mouse or joystick could make selecting the fruit and veg a little quicker 
and easier. 


cheers 
Derek =) 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9nghq2Shav7@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. 
If 


v 


you like puzzles and you like fruit, this one's for you. Any comments and 
suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


Ben 


VVVVVVVVV 
| 


—-MESSAGE FILE 8551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07278 


-—-MESSAGE FILE 8552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007279 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #77 

Date: Mon, 10 Sep 2001 18:15:25 +0100 

Organization: SCEE 

Lines: 9 

Message-ID: <9nislfSkum4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi, 
Just to keep you informed, we have got Rocks 'N' Gems on disc for issue #77. 
Later 


James @ SCEE 
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-—-MESSAGE FILE 8552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07279 


—-MESSAGE FILE 8553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007280 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #77 

Date: Mon, 10 Sep 2001 18:28:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9nite8Skum5@www.netyaroze-europe. com> 
References: <9nislfSkum4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-164-37.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Brrrrrriiiiiilliant ! 
I'll update YS with the info, whats the street date for that issue? 


I was beginning to wonder if we were going to see yaroze stuff come back to 
OPM at all. 


Matt 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9nislfSkum4@www.netyaroze-europe.com... 
> Hi, 
> 
> Just to keep you informed, we have got Rocks 'N' Gems on disc for issue 
EIT 
> 
Later 


> 

> 

> James @ SCEE 
> 

> 


--MESSAGE FILE 8553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07280 


--MESSAGE FILE 8554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007281 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Mon, 10 Sep 2001 19:03:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <9nivijSkum6é@www.netyaroze-europe. com> 

References: <9nghq2S$hav7@www.netyaroze-europe.com> <9niluh$kuml@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0197.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Cheers Matt! Thanks for the feedback. The game is pretty much a rip-off of 
Bejeweled, must admit. I liked the flash game so thought a Yaroze version 
would be nice. I got the idea (if you hadn't guessed :) for the blurring 
from your pingping game. Your other points: 
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- Yeah I prefer the fruit as well. The colors seem to compliment each other 
better. 

— Originally I was going to have several sets of graphics for variety but I 
couldn't think of enough 'themes' to make it worth while, hence just the 
fruit and veg. 

- I'm afraid it is possible to get stuck on a screen. I added the joker to 
reduce the problem but it can still happen. Perhaps putting in a check for 
no legal moves would be better and then refresh the screen to stop the 
player getting stuck. 

- Sorry about the score disappearing, I'll sort that one out. 


Thanks again for your comments! 


Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9niluhSkuml@www.netyaroze-europe.com... 

Excellent work Ben. Is it the same rules as Bejeweled (flash game)? 1 
havn't played that in a while but your game did remind me of it, just as 
brilliantly addictive. I love the cartoon sound effects on the title screen 
and the cool blurring. 


Just a few (hopefully constructive) critiscisms: 


—The fruit look better than the veg, maybe the tomato is a bit large? Maybe 
this is just me tho. 

-Why not make the item type (fruit/veg) random, then switch it when you use 

the joker? 

-Is it possible to be locked on a screen with no moves? I think I was but I 

could have just been a bit blind. 

-Can you have a highscore on the titlesceen, or display it when the game is 

over? I wanted to post my best score but once my game was over it seemed to 
be lost. 


Give yourself a hearty pat on the back tho, fantastic work once again. 
Mattv 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9nghq2Shav7@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. 
If 


v 


you like puzzles and you like fruit, this one's for you. Any comments and 
suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


-ՔԲո 


VVVVVVVVV 


—-MESSAGE FILE 8554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07281 


-—-MESSAGE FILE 8555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007282 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Mon, 10 Sep 2001 19:05:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9nivn2Skum7@www.netyaroze-europe. com> 

References: <9nghq2Shav7@www.netyaroze-europe.com> <9ni9n1S$kum3@www.netyaroze-europe 


Net Yaroze newsgroups message dump.txt Page 5648 


. com> 

NNTP-Posting-Host: du-026-0197.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks! I agree the mouse cursor style input is easier for this sort of 
game - but I don't have a mouse :( An analog pointer sounds like it's worth 
a try though. 


Cheers, 
Ben 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9ni9n1Skum3@www.netyaroze-europe.com... 
Impeccable presentation and sound, Ben, and a fun game. 


Just one quick suggestion - I think a 'free floating' cursor controlled with 
a mouse or joystick could make selecting the fruit and veg a little quicker 
and easier. 


cheers 
Derek =) 


Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9nghq2Shav7@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. 
If 


v 


you like puzzles and you like fruit, this one's for you. Any comments and 
suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


-ՔԲո 


VVVVVVV VV 


—-MESSAGE FILE 8555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07282 


-—-MESSAGE FILE 8556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007283 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Mon, 10 Sep 2001 19:45:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9njlpaSkum8@www.netyaroze-europe. com> 

References: <9nghq2Shav7@www.netyaroze-europe.com> <9niluh$kuml1l@www.netyaroze-europe 
.com> <9nivij$kum6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-136-241.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


- I'm afraid it is possible to get stuck on a screen. I added the joker to 
reduce the problem but it can still happen. Perhaps putting in a check for 
no legal moves would be better and then refresh the screen to stop the 
player getting stuck. 


V V V V 


Bejeweled does this, when there are no moves left it resets the field. It 
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also gives you a score bonus if you manage to fill the time bar to the top, 
does yours do this? 


Matt 


—-MESSAGE FILE 8556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07283 


—-MESSAGE FILE 8557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007284 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Mon, 10 Sep 2001 21:35:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9nj8bcSpk21@www.netyaroze-europe. com> 

References: <9ndh5StSe5h4@www.netyaroze-europe.com> <9nfbdmShav2@www.netyaroze-europe 
.com> <9nff2nShav4@www.netyaroze-europe.com> <9nfi94Shav6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Anyl else care to comment?!?!?! i neeeed help! its slowely driving me 


—-MESSAGE FILE 8557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07284 


—-MESSAGE FILE 8558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007285 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Tue, 11 Sep 2001 12:50:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9nktr7Spk22@www.netyaroze-europe. com> 

References: <9ndh5tSe5h4@www.netyaroze-europe.com> <9nfbdmShav2@www.netyaroze-europe 
.com> <9nff2nShav4@www.netyaroze-europe.com> <9nfi94Shav6@www.netyaroze-europe. com> 
<9nj8bc$pk21@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-69-190.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Chris, 

sorry I've not got time to look for the bug right now... I've only just 
got round to trying the game. 
I like the game... it'll be even better when it has a few SFX too. It has a 


nice 'professonal feel' about it. 

Perhaps the most effective weapons should have a limited number of shots per 
level so that you have to make every shot count. Anyhow I like the array of 
weapons. 


> If you count how many enemies 
> you kill and how many 
> should attack you, you are one short, 


are there more enemies on level 6 than the others... if so perhaps 
you've over-run the an array, and the last one never gets sent to the OT. 


>Also, and this could be connected is 
> that the 'spinning' enemies 
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> occationally disapear without being shot, 
> and just as rarely reappear later. 


have you wrapped the angle of thier rotation OK? I.e. setting the angle 
back to zero (plus the remainder) when the angle goes over 4096? 


Oh yes and thanks for the mention on the front screen.... if it's a mention 
for the auto_arc_tan routine then no need to have my name in lights that 
big.... When I said give me a mention if you use it I had envisaged a 


mention in teeny-tiny print at the bottom of some list of stuff, off some 
sub menu or something. 


Jon 


-—-MESSAGE FILE 8558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07285 


—-MESSAGE FILE 8559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007286 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Tue, 11 Sep 2001 13:24:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9nkvpnSpk23@www.netyaroze-europe. com> 
References: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-129-141.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Very nice... nice on the eyes and the ears (I could swear I heard two SFXs 
that sounded like they were from a Ren and Stimpy cartoon.) I like the 
way the menu music is dark and menacing in total contrast to the 
Cartoonesque SFX. 

It could do with a 'very easy' setting for 5 year olds and lame-os like 
me.... but no I'm slowly getting into it now! 


Big time nice! 


Jon 


—-MESSAGE FILE 8559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07286 


—-MESSAGE FILE 8560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007287 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Tue, 11 Sep 2001 20:26:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <9nloppSt311@www.netyaroze-europe.com> 

References: <9nghq2Shav7@www.netyaroze-europe.com> <9nkvpnSpk23@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0162.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks Jon. The cartoon sound effects are from Hanna Barbera cartoons - the 
"squeak' and 'pop' when you select and move two fruit are from the 
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Flintstones when Dino sticks his head through the roof of the car at the 
start. I can easily stick in a very easy mode for you. There have been a few 


other good suggestions too which I'll put in - though on a less terrible day 
than today. 

-Ben 

"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9nkvpn$pk23@www.netyaroze-europe.com... 

Very nice... nice on the eyes and the ears (I could swear I heard two SFXs 
that sounded like they were from a Ren and Stimpy cartoon.) I like the 


way the menu music is dark and menacing in total contrast to the 
Cartoonesque SFX. 

It could do with a 'very easy' setting for 5 year olds and lame-os like 
me.... but no I'm slowly getting into it now! 


Big time nice! 


Jon 


5651 


-—-MESSAGE FILE 8560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07287 


-—-MESSAGE FILE 8561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007288 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Wed, 12 Sep 2001 23:08:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9nonph$t312@www.netyaroze-europe. com> 


NNTP-Posting-Host: host213-122-122-35.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Chris, 


Sorry about the lack of response.. Ive just been rebuilding my machine after 
it ground to an almost complete halt. 

Once I got the newsgroups up and running today I downloaded your game. I 
didnt play it for too long but I enjoyed it.. good graphics and gameplay.. 
cant wait till you tidy up the edges and add a bit of sound. 


If I find a bit of spare time I'll take a look at your code.. no suggestions 
spring to mind ontop of Jon's suggestions. 

I did have a similar problem with my previous game where when I checked for 
collision with a shot it would sometimes collide with 2 enemies but my dodgy 
code only decremented the ememy left counter down by one. Im afraid thats 
the only suggestion I can offer at the mo until I see your code. 


As for you question about what program to use for the graphics I would have 
thought any windows app would run in Win2K. I personnaly tend to use PSP. 
Its relatively cheap and does pretty much all you'll need and more. 


Cheers 
John ( QuietBloke ). 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 
news: 9nfi94Shav6@www.netyaroze-europe.com... 

> I just remembered i never mentioned the controls! 

> 

> RightStick : Direction 


References: <9ndh5tSe5h4@www.netyaroze-europe.com> <9nfbdmShav2@www.netyaroze-europe 
.com> <9nff2nShav4@www.netyaroze-europe.com> <9nfi94Shav6é@www.netyaroze-europe. com> 
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Cross : Normal Fire 

Square : Machine Gun (collect red powerups) 

Triangle : Tipple Shot (collect Blue powerups) 

Circle : Homeing (now laser - collect purple powerups) 


Other Powerups 
Yellow: health 
Green : extra shotspeed 


Hope that helps =) 
Chris 


VVVVVVVVVVV VV 


—-MESSAGE FILE 8561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07288 


-—-MESSAGE FILE 8562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007289 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Wed, 12 Sep 2001 23:31:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <9nonq1$t313@www.netyaroze-europe. com> 
References: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-122-35.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Wowee, 
Once again you've come up trumps. I love bejeweled.. I got it on my Palm and 
I shudder to think how many hours I've spent playing it. 


Sad case that I am I enjoyed scanning through the code.. once again I looked 
though it and thought 'is that it ?'. 


The only suggestion would be to implement the alternative version of the 
Bejewled game where time is not the issue rather you play until you have no 
moves left and points are given based on the number of items linked and the 
cascades. Thats my personal favorite where you can sit back and try to think 
ahead to try to get maximum cascades. 


Anyway.. top notch game.. and the music suits the game well. 


Cheers 
John ( QuietBloke ) 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9nghq2Shav7@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. 
If 


v 


you like puzzles and you like fruit, this one's for you. Any comments and 
suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


-ՔԲո 


VVVVVVV VV 


—-MESSAGE FILE 8562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07289 


—-MESSAGE FILE 8563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007290 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Wed, 12 Sep 2001 23:55:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9nopb4$t314@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
.com> <9m5j5b$fb57@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-137-221.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> > I've been speaking to NickF about this. He really is turning into a 
media 

> > whore. 

> 


> The next Molyneux/DavePerry/JezSan ?! 


I wish. Maybe I should try working for a company capable of shipping a game 
(uuuh, apart from Rare of course). Anyway, nice to see people taking an 
interest. The secret to being a successful media whore is making friends 
with the Edge & Develop editorial teams at drunken industry events, BTW. 


I've just got a new job - Game Designer at Asylum Entertainment, working on 
an unannounced Gamecube game. Hopefully this one will retain its publisher 
and not get canned or micro-managed into oblivion (no, I'm not bitter). Oh, 
the joys of real-life development - I'm all growed up now! 


Nick 


-—-MESSAGE FILE 8563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07290 


—-MESSAGE FILE 8564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007291 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Thu, 13 Sep 2001 10:45:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <9npv9sS2qpl@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
.com> <9m57j5bS$fb57@www.netyaroze-europe.com> <9nopb4$t314@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-130-73.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Congrats on the new job, I reckon you've got the yaroze award for having the 
*most* industry jobs :) 


Matt 


Nick Ferguson <web@nickferguson.com> wrote in message 

news: 9nopb4$t314@www.netyaroze-europe.com... 

> > > I've been speaking to NickF about this. He really is turning into a 
> media 

> > > whore. 

>> 
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> > The next Molyneux/DavePerry/JezSan ?! 
> 
> I wish. Maybe I should try working for a company capable of shipping a 


> (uuuh, apart from Rare of course). Anyway, nice to see people taking an 

> interest. The secret to being a successful media whore is making friends 
> with the Edge & Develop editorial teams at drunken industry events, BTW. 
> 
> 


I've just got a new job - Game Designer at Asylum Entertainment, working 
on 
> an unannounced Gamecube game. Hopefully this one will retain its publisher 
> and not get canned or micro-managed into oblivion (no, I'm not bitter). 
Oh, 
> the joys of real-life development - I'm all growed up now! 
> 
> Nick 
> 
> 


—-MESSAGE FILE 8564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07291 


—-MESSAGE FILE 8565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007292 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: 13 Sep 2001 10:39:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <01c13c3e$3fa37380SLocalHost @pal-—s-—omnibook> 
References: <9ndh5tS$e5h4@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-2-31-93.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I love the idea. I never played the Flash game (how could this be played 
with a mouse!?), but I remember playing a similar arcade game (under Mame), 
although it was limited to four directions I think (kind of minimalist 
Robotron), and hence played somewhat differently. 


Criticisms (minor and hopefully constructive): 

- I feel Breakdown does not give enough feedback. A bit of sound fx should 
improve this easily, even if just 'beep beep’. 
— the pace (level start and ending) is a bit flat. The "energy-level-style" 
player death (if you see what I mean ;) ) increases this feeling. This is a 
matter of taste of course. I hate energy-level-style shoot'em-ups :) 

Same thing with the bonuses (feedback sound should change this). 

— the gun direction is not visible enough for me. 

- a notice that analog mode is required would be a good idea (if it really 
is, that is, otherwise just call me dumb). 


Bugs: 
- the direction of shots sometimes appears not to precisely match the angle 
of the gun... which is annoying considering the game. (Or maybe I just 


don't know where I'm aiming?) 

— sometimes an enemy happens to explode (not just disappear) without being 
shot - when the last-but-one gets shot apparently. (or maybe I do not see 
the shots well enough? The machine gun ones are tiny) 

- sometimes when firing whith circle I got a weird angle (about +90deg). 

- I think I saw some rotating enemies vanish (but you already mentionned 
that). 


Suggestions: 
- what about having two guns, one for each stick? This would make the game 
unique to the Psx... and perhaps unplayable ;) (what about a 4player game 


with 2 pads :) ) 

— being able to shoot more than one bullet would not make the game too much 
easier but would definitely improve playability to my mind. Although I 
understand that there is the machine gun, I'd really like one or two 
bullets more, because the enemies are quick... and I often miss my target 


Net Yaroze newsgroups message dump.txt Page 5655 


7) 


Misc: 
I looked at your sources looking for the disappearing enemy bug. I was 
confused by "bot_a" (among other things ;) ). It seems to be used 


differently in various places. In "collision" it seems to mean "alive or 
not", but in "ctrlAI" it stores an angle. This is made more confusing by 
the fact that although its element type is int, NULL is sometimes put in 
(NULL is meant to be a pointer, and you're not supposed to know that its 


value is 0). I think there's a bug source in this bot_a. I'm sorry I could 
not look more precisely, because some of your variable names are not 
expressive enough (bot_a, bot_b, fire_t...;) )... 


Anyway, Breakdown is a nice achievement. 
Cheers, 
pal 


—-MESSAGE FILE 8565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07292 


—-MESSAGE FILE 8566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007293 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Misc NY short questions 

Date: 13 Sep 2001 10:39:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0Olcl13c3f£$cf776880SLocalHost @pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-2-31-93.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ok here are a few questions for NY gurus :) 
Why does GetTPage need the semi-transparency rate? 


How to poke in VRam (other than Load/StoreImage: I just want to poke a 
byte/w/dw, hopefully quicker than by drawing a line/box/sprite) ? 


Are 16bit sprites faster than 8/4bit ones? (I think they should because 
they do not use a palette) 


pal 


—-MESSAGE FILE 8566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07293 


—-MESSAGE FILE 8567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007294 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: 13 Sep 2001 10:39:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <0Olcl13c3f£$d7fa5d00$LocalHost @pal-—s-—omnibook> 
References: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-2-31-93.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ok Ben, here are my feelings about Squeak. 


First, let me warn you that I do not really like the game, although it was 
able to get me playing up to level 6 (which actually took some time since I 
was not very good), but that's a matter of taste. I do prefer your other 
games, esp. Defender. I don't feel there is enough room for strategy, as 
you do not have much choice for your moves (you can obtain chains, but it 
is rarely other than by chance, isn't it? - maybe I just did not play long 
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enough though, or did not catch the rules accurately!). I keep wanting to 
move the blocks freely as in Tetris Attack/Pokemon PL. However I do 
appreciate the action (when not looking desperately for some pieces to get 
together), pop, pop. 


- I like the overall design, especially the YarozeScene effect, and the 
beginning-of-level effect; the sound is perfect, and the menu is as it 
should be. The fruits look better than the vegs, but you know that ;) 


— I am not sure about the rules... when the first item is selected, I can 
still go anywhere in the playfield, although it seems that I can only move 
items next to the selected one. Did I miss something? If not, I feel that 
other than that the controls are appropriate, and I would not prefer a 
mouse version (even less an a-stick one). (this does not mean that a mouse 
version could not be added for those who'd like it of course!) 


- The feedback is very good, which is not always the case although very 
important for this type of game. I love the 'pop' sound and I can feel the 
pieces pop and the cursor move. 


- however, chains are not visually rewarded. Even just a "2x chain" message 
or a special effect would add to the fun. 


- it is not obvious enough how much of the time bar you gain for popping 
things. Maybe making it into pieces would help (eg you get one "piece" of 
time for any pop, three for a 2x chain etc.; time may still decrease by 
units lower than one "piece") ? 


— the joker (if I understand it right, ie it is used with the circle 


button)... wouldn't it be better for it to be just like a 'life'? You're 
never sure you're stuck (well, I sometimes was, but time always proved me 
wrong ;) ), so this would simplify the game a bit (I must admit the joker 


was a bit confusing to me at the beginning). 


- I'd welcome a 2player mode. Should not be very long to code, and would 
definitely get me playing more. 


— a warning before time ends would be helpful. 


— stucked situations should be predictable, and the computer might avoid 
them... if this is not possible, then what about changing some pieces 
randomly from time to time? (The computer may choose pieces that cannot be 
moved so that this does not disturb the player) 


Overall, nice job. 
Cheers, 


pal 


—-MESSAGE FILE 8567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07294 


—-MESSAGE FILE 8568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007295 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Famous Faces 

Date: Thu, 13 Sep 2001 12:32:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9nq5n0S2qp2@www.netyaroze-europe. com> 

References: <9m5cgv$fb52@www.netyaroze-europe.com> <9m5hviSfb55@www.netyaroze-europe 
.com> <9m5j5b$fb57@www.netyaroze-europe.com> <9nopb4$t314@www.netyaroze-europe. com> 
<9npv9sS$2qpl1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1276.barrelled.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Try the *best* industry job, I'd love to be a games designer. Good luck with 
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it Nick! 

Max 

Matt Verran <mverran@btinternet.com> wrote in message 

news: 9npv9s$2qpl@www.netyaroze-europe.com... 

> Congrats on the new job, I reckon you've got the yaroze award for having 

the 

*most* industry jobs :) 


Matt 


Nick Ferguson <web@nickferguson.com> wrote in message 
news: 9nopb4$t314@www.netyaroze-europe.com... 


> > > I've been speaking to NickF about this. He really is turning into a 
> media 

> > > whore. 

>> 

> > The next Molyneux/DavePerry/JezSan ?! 

> 

> I wish. Maybe I should try working for a company capable of shipping a 
game 

> (uuuh, apart from Rare of course). Anyway, nice to see people taking an 
> interest. The secret to being a successful media whore is making friends 
> with the Edge & Develop editorial teams at drunken industry events, BTW. 
> 

> I've just got a new job - Game Designer at Asylum Entertainment, working 
on 


> an unannounced Gamecube game. Hopefully this one will retain its 
ublisher 

> and not get canned or micro-managed into oblivion (no, I'm not bitter). 

Oh, 

> the joys of real-life development - I'm all growed up now! 

> 

> Nick 

> 

> 


VVVVVVVVVIOBVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 8568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07295 


-—-MESSAGE FILE 8569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007296 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc NY short questions 

Date: Thu, 13 Sep 2001 15:18:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <9nqf76S2qp3@www.netyaroze-europe. com> 

References: <0O1lcl3c3f£$cf776880SLocalHost @pal-—s-—omnibook> 
NNTP-Posting-Host: host213-123-132-129.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi pal, 
Do I qualify as a Guru? Well, I'll do my best... 


The GetTPage and semi-trans thing puzzled me a little too until I started 
playing with dynamic TMDs. Check out the file formats doc and the TSB 
parameter used in primitives, and all will become clear - or 
semi-transparent at least! TSB describes the TPage, texture bit-depth, and 
semi-trans rate, as returned by GetTPage. Perhaps GetTPage should have been 
called GetTSB? 
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You can't poke the VRAM because it's not mapped to the CPU bus. The CPU and 
GPU have their own independent busses and memory and the only way to 
transfer data from one bus to the other is via DMA (Load/StoreImage) . 


I understand your thinking that a 16-bit sprite should be faster than 
4/8-bit ones, and you'd be right if it wasn't for the GPU's texture cache 
and CLUT cache. Each CLUT entry only needs to be read from VRAM once, so 
that's a maximum of 16 extra VRAM reads for a 4-bit texture. Also, a 4-bit 
texture requires just 1 VRAM read to put 4 pixels into the texture cache as 
opposed to 4 VRAM reads for a 16-bit texture. So, in theory at least, a 
4-bit texture should be way faster than a 16-bit one. 


For example, the number of VRAM reads required for a 16x16 pixel, 16-bit 
sprite is: 


16 x 16 (for texture) + 0 (for CLUT) = 256. 


Whereas the number of VRAM reads required for a 4-bit sprite of the same 
size is: 


16 x 16 / 4 (for texture) + 16 (for CLUT) = 80. 
Hope this all makes sense, 
Alex 
"pal" <pal_news@hotmail.com> wrote in message 
news:01c13c3fS$cf776880SLocalHost@pal-—s-omnibook... 
> Ok here are a few questions for NY gurus :) 


Why does GetTPage need the semi-transparency rate? 


How to poke in VRam (other than Load/StoreImage: I just want to poke a 
byte/w/dw, hopefully quicker than by drawing a line/box/sprite) ? 


Are 16bit sprites faster than 8/4bit ones? (I think they should because 
they do not use a palette) 


pal 


VVVVVVVVVV VV 


-—-MESSAGE FILE 8569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07296 


—-MESSAGE FILE 8570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007297 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc NY short questions 

Date: Thu, 13 Sep 2001 16:11:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9nqiinS2qp4@www.netyaroze-europe. com> 
References: <0Olcl3c3f$cf776880SLocalHost @pal—s-—omnibook> 
NNTP-Posting-Host: cvx-213-48-162-2-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


In addition, see Martin Keates' post, 'How the texture cache works' 
27/03/2001. 


cheers 
Derek 


"pal" <pal_news@hotmail.com> wrote in message 
news: 01c13c3f$cf776880SLocalHost@pal-—s-omnibook... 
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Ok here are a few questions for NY gurus :) 
Why does GetTPage need the semi-transparency rate? 


How to poke in VRam (other than Load/StoreImage: I just want to poke a 
byte/w/dw, hopefully quicker than by drawing a line/box/sprite) ? 


Are 16bit sprites faster than 8/4bit ones? (I think they should because 
they do not use a palette) 


pal 


VVVVVVVVVVV VV 


—-MESSAGE FILE 8570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07297 


-—-MESSAGE FILE 8571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007298 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How the texture cache works 

Date: Thu, 13 Sep 2001 17:52:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 110 

Message-ID: <9nqo7hS2qp5@www.netyaroze-europe. com> 

References: <99r1f2Sdkql@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-123-132-129.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi Martin, 


I didn't spot this post until Derek pointed us here (see 'Misc NY short 
questions', 13/09/01). Very interesting indeed... I have a few questions: 


Do you have timings for 4-bit textures? 


When you give timings for 'all misses', is that just the t-cache or does 
that include the CLUT cache? i.e. did you switch the CLUT position when you 
switched the texture? 


I'd be interested to see the actual textures used in the tests, especially 
the paletted ones. Did the 8-bit textures actually reference all 256 
colours? The reason I ask is because a 16x16x8 sprite with only 2 colours 
actually referenced will generate 254 CLUT cache hits and only 2 misses, 
whereas if all colours are used, there will be 0 CLUT cache hits and 256 
misses. That would make a big difference to the rendering time. Oh, this 
all assumes the CLUT wasn't already in the cache of course. 


Alex 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news: 99r1f2Sdkql@www.netyaroze-europe.com... 
> Hi all, 


I've been doing some experimenting to try and figure out the inner 
workings of the texture cache (probably other people have done 

so before me - is there any documentation on the website about 

it at all?). I'm not saying that this is right, just what I've inferred 
rom 

my timings and the behaviour I've encountered. 


Anyway: the t-cache size is 64x64 pixels for 4-bit, 64x32 for 8-bit 
and 32x32 for 16-bit. There ends the documentation that I could 
find... 


VVVVVVMhVV VV V 
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So how does it work? As far as I can tell, each row and column of 

the cache keeps track of the texture page offset last used, but they 
all work to MOD cache size. So, supposing we are using 8-bit 

textures and have a cache size of 64x32 pixels. A 16x16 texture at 
(0,0) on a texture page would map to (0,0) on the cache, but so 

would a texture at (0,32), (0,64), (64,32), (64,64) etc. etc. so 
changing between textures at those points will cause a lot of cache 
misses. On the other hand, a texture at say (16, 108) would map to 
(16,12) in the cache which isn't a conflict with (0,0) to (15,15) and 
so we could alternate two textures with optimal performance. 


So, for 16x16 textures we can have 8 textures anywhere in the texture 
page as long as they MOD to distinct cache addresses. And it's 
cleverer than that: textures can wrap around to the other side of the 
cache no problem (e.g. with a 64x32 texture at (10,10) the texture 
would look pretty mangled mapped to (0,0) but it doesn't matter), and 
only the offending pixels are changed during conflicts (e.g. two 16x16 
textures at (0,0) and (0,18) would only have 2 lines conflicting and 
would have much less of a performance hit than two completely 
conflicting textures). 


All jolly nice, but when do you get cache misses? Well, apart from 
overlapping textures as described above, changing the texture page 
invalidates the entire texture cache, and changing between texture 
depths causes misses too. 


Why worry about this then? Because it can triple your rendering 

time if you get it wrong! Actual rendering times are very sprite 
specific (probably dependent on the the amount of pixels rendered), 

but for drawing 1000 sprites using two textures I get (times in hsyncs): 


32x32x16 -» no misses: 438, all misses: 1455 
32x32x8 —> no misses: 366, all misses: 906 


16x16x16-> none: 150, all: 433 
16x16x8-> none: 114, all: 263 


4-bit renders at the same speed as 16-bit with no cache misses, but 
isn't as bad with them (it's much easier to keep all your textures in the 
cache using 4-bits anyway). 


I did some tests using zoom/rotate as well: 


32x32x16 (mag*0.5)-> none: 183, all: 739 
32x32x8 (mag*0.5)-> none: 177, all: 470 


16x16x16 (mag*2)-> none: 542, all: 840 
16x16x8 (mag*2)-> none: 525, all: 650 


The set up time for these tests was 585, so generally you're going to 
be waiting for the CPU rather than the GPU if you use a lot of zoomed 
sprites. 


Note that the performance hit drops off pretty fast - if you can string 
5 or 10 cache hits in a row together you'll only be about 20-30% off 
optimum rather than 200%. 


So... is this right? 

Was this all obvious? Did everyone just know it anyway? 

Is there any documentation about this on the web already? Or a post 
in one of the newsgroups? 


cheers, 
Martin. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 
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—-MESSAGE FILE 8571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07298 


—-MESSAGE FILE 8572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007299 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #77 

Date: Thu, 13 Sep 2001 18:03:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9nqorlS2qp6@www.netyaroze-europe. com> 

References: <9nislfSkum4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-123-132-129.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Great news! Any chance Super Bub might appear again? 


Alex 


"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9nislfSkum4@www.netyaroze-europe.com... 
> Hi, 
> 
> Just to keep you informed, we have got Rocks 'N' Gems on disc for issue 
#77. 
> 
Later 


> 
> 
> James @ SCEE 
> 
> 


—-MESSAGE FILE 8572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07299 


—-MESSAGE FILE 8573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007300 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Thu, 13 Sep 2001 18:51:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 117 

Message-ID: <9ngrr3S2qp7@www.netyaroze-europe. com> 

References: <9ndh5tSe5h4@www.netyaroze-europe.com> <01c13c3e$3fa37380SLocalHost@pal- 
s-omnibook> 

NNTP-Posting-Host: host217-35-2-177.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Cheers for the reply, should be alot of help when i come to see what i can 
implement :) 


v 


Criticisms (minor and hopefully constructive): 
> — I feel Breakdown does not give enough feedback. A bit of sound fx should 
improve this easily, even if just 'beep beep'. 


v 


I dont know sound fx yet, but they are deffenatly needed 


> — the pace (level start and ending) is a bit flat. The 
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"energy-level-style" 

> player death (if you see what I mean ;) ) increases this feeling. This is 
a 

> matter of taste of course. I hate energy-level-style shoot'em-ups :) 


I know what you meen by the flat ending of levels, they just end and another 
starts.. what could i put in there thats easy? 

And is the a better what of showing the damage? I'm concidereing smoke for 
the holes but im working on the basics first =) 

> Same thing with the bonuses (feedback sound should change this). 


I just added a fade when shot function for these which makes it a little 
nicer to look at. 


> — the gun direction is not visible enough for me. 
Yeah, i noticed this yesterday also ;) 


> — a notice that analog mode is required would be a good idea (if it really 
> is, that is, otherwise just call me dumb). 


I will add this to the title screen if i still cant get digital pads 
working, which i tried from the start and failed =\ 


> Bugs: 

> — the direction of shots sometimes appears not to precisely match the 
angle 

> of the gun... which is annoying considering the game. (Or maybe I just 


> don't know where I'm aiming?) 


The angle gets more acurate as you collect the (green) speed powerups, it 
starts off odd because of the int rounding errors. 

I will have to play around with the start speeds to get this to come out 
right 


> — sometimes an enemy happens to explode (not just disappear) without being 
> shot - when the last-but-one gets shot apparently. (or maybe I do not see 
> the shots well enough? The machine gun ones are tiny) 


I just made the machinegun bullets both more and bigger so they're a little 
more see-able. The 'dead' enemies sit at 20,20, and an explosion appears 
when the last enemy is shot, but i think I've also seen it end to early as 
well.. something to be looked 4.. =( 


> — sometimes when firing whith circle I got a weird angle (about +90deg). 


ive changed the weapon used with circle to laser now, have to see if you 
still get this 


> — I think I saw some rotating enemies vanish (but you already mentionned 
> that). 
> 


Yup, that one confusses me 


> Suggestions: 

> — what about having two guns, one for each stick? This would make the game 
> unique to the Psx... and perhaps unplayable ;) (what about a 4player game 
> with 2 pads :) ) 


For the double turret option, it had very much corssed my mind to have this 
and either use the sholder buttons to fire or have them do it automatically. 
Something now somel else has mentioned I will look into :):) 


> — being able to shoot more than one bullet would not make the game too 
much 

> easier but would definitely improve playability to my mind. Although I 
understand that there is the machine gun, I'd really like one or two 
bullets more, because the enemies are quick... and I often miss my target 
i) 

Ա 


- 
- 
> 
> 
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If you get enough green powerups you can shoot more than one, you just have 
to find them ;) 


> Misc: 

> I looked at your sources looking for the disappearing enemy bug. I was 

> confused by "bot_a" (among other things ;) ). It seems to be used 

> differently in various places. In "collision" it seems to mean "alive or 
> not", but in "ctrlAI" it stores an angle. This is made more confusing by 
> the fact that although its element type is int, NULL is sometimes put in 
> (NULL is meant to be a pointer, and you're not supposed to know that its 
> value is 0). I think there's a bug source in this bot_a. I'm sorry I could 
> not look more precisely, because some of your variable names are not 

> expressive enough (bot_a, bot_b, fire_t...;) )... 

> 


Ah! yes, i thought that there may be a problem with bot_a hitting 0 while in 
play, which would mess up everything. I may try to set it to something else 
when dead and see if it helps, a new variable for the dead/alive testing 
would perobably be better, but ill see if i can work around this first. 

in general the letters mean _t = type _b = behaviour _a = angle urm, cant 
remember the others 


> Anyway, Breakdown is a nice achievement. 
Cheers! 


> Cheers, 
> pal 
> 


Chris 


—-MESSAGE FILE 8573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07300 


—-MESSAGE FILE 8574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007301 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #77 

Date: Thu, 13 Sep 2001 19:44:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9nqus9S2qp8@www.netyaroze-europe. com> 

References: <9nislfSkum4@www.netyaroze-europe.com> <9ngorlS$2qp6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-10-201.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Super Bub was great, adding stuff thats featured before shouldn't be too 
difficult cos all the QA checking has been done, right James? 


What about all the projects that were finished during the non OPM time, 
like: Arena2, Down, Up, Tower Power etc... 


Matt 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 9ngorl$2qp6@www.netyaroze-europe.com... 

> Great news! Any chance Super Bub might appear again? 
> 

> Alex 

> 
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-—-MESSAGE FILE 8574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07301 


-—-MESSAGE FILE 8575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007302 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #77 

Date: Thu, 13 Sep 2001 19:49:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9nqvb5S2qp9@www.netyaroze-europe. com> 

References: <9nislfSkum4@www.netyaroze-europe.com> <9ngorlS2qp6@www.netyaroze-europe 
.com> <9nqus9S$2qp8ewww.netyaroze-europe.com> 

NNTP-Posting-Host: cvx-213-48-82-251-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> What about all the projects that were finished during the non OPM time, 
> like: Arena2, Down, Up, Tower Power etc... 


Git, Snake 
Perhaps we should arrange to contact the authors. 
cheers 
Derek 


Matt 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 
news: 9ngorl$2qp6@www.netyaroze-europe.com... 
Great news! Any chance Super Bub might appear again? 


Alex 


VVVVVVVVVVV VV 
V V V V 


—-MESSAGE FILE 8575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07302 


—-MESSAGE FILE 8576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007303 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Thu, 13 Sep 2001 19:48:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <9nqvclS2qp10@www.netyaroze-europe. com> 

References: <9nghq2Shav7@www.netyaroze-europe.com> <9nong1St313@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0011.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi John, thanks a lot for your input. 


I've been adding a few new features including a mode which has no time 
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limit. Also I've written a routine to detect when there are no valid moves 
left and refreshes the screen. This won't happen with no time limit mind - 
you would just go on forever with that! 


As for the short source code - I've learnt quite a few short-cuts over the 
years :) There will be one final release implementing various other 
Yarozer's suggestions this weekend. 


Cheers, 

-Ben 

"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news: 9nong1$t313@www.netyaroze-europe.com... 

Wowee, 


Once again you've come up trumps. I love bejeweled.. I got it on my Palm and 
I shudder to think how many hours I've spent playing it. 


Sad case that I am I enjoyed scanning through the code.. once again I looked 
though it and thought 'is that it ?'. 


The only suggestion would be to implement the alternative version of the 
Bejewled game where time is not the issue rather you play until you have no 
moves left and points are given based on the number of items linked and the 
cascades. Thats my personal favorite where you can sit back and try to think 
ahead to try to get maximum cascades. 


Anyway.. top notch game.. and the music suits the game well. 


Cheers 
John ( QuietBloke ) 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news: 9nghq2Shav7@www.netyaroze-europe.com... 

> Hi everyone, 

> 

> I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. 
If 


v 


you like puzzles and you like fruit, this one's for you. Any comments and 
suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


-ՔԲո 


VVVVVVVV V 


—-MESSAGE FILE 8576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07303 


—-MESSAGE FILE 8577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007304 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Thu, 13 Sep 2001 20:04:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <9nr0bfS2qp11@www.netyaroze-europe.com> 

References: <9nghq2Shav7@www.netyaroze-europe.com> <0O1lc13c3f$d7fa5d00$LocalHost@pal- 
s-omnibook> 

NNTP-Posting-Host: du-026-0130.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 
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Thanks pal, cheers for the comments - honest as always :) 


This sort of game definitely goes down to taste. It's really just a little 
Flash game ported to a console so it's going to be a bit limited. Plus it's 
designed for use with a mouse and the joypad feels rather clumsy. 


Getting 4 or more in a row is in fact rewarded with more points, though 

perhaps some extra time would be appreciated more. A warning is actually 
given in the form of a flashing time bar when time is about to run out, 

though a sound effect might have been more helpful. 


Look out for a secondary release thisweekend if you can asked. My next game 
is an all action bio-shooter which may be more to your (and my) tastes :) 


Cheers 
-Ben 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c13c3f$d7fa5d00S$LocalHost@pal-—s-omnibook... 
Ok Ben, here are my feelings about Squeak. 


First, let me warn you that I do not really like the game, although it was 
able to get me playing up to level 6 (which actually took some time since I 
was not very good), but that's a matter of taste. I do prefer your other 
games, esp. Defender. I don't feel there is enough room for strategy, as 
you do not have much choice for your moves (you can obtain chains, but it 
is rarely other than by chance, isn't it? - maybe I just did not play long 
enough though, or did not catch the rules accurately!). I keep wanting to 
move the blocks freely as in Tetris Attack/Pokemon PL. However I do 
appreciate the action (when not looking desperately for some pieces to get 
together), pop, pop. 


- I like the overall design, especially the YarozeScene effect, and the 
beginning-of-level effect; the sound is perfect, and the menu is as it 
should be. The fruits look better than the vegs, but you know that ;) 


— I am not sure about the rules... when the first item is selected, I can 
still go anywhere in the playfield, although it seems that I can only move 
items next to the selected one. Did I miss something? If not, I feel that 
other than that the controls are appropriate, and I would not prefer a 
mouse version (even less an a-stick one). (this does not mean that a mouse 
version could not be added for those who'd like it of course!) 


- The feedback is very good, which is not always the case although very 
important for this type of game. I love the 'pop' sound and I can feel the 
pieces pop and the cursor move. 


- however, chains are not visually rewarded. Even just a "2x chain" message 
or a special effect would add to the fun. 


- it is not obvious enough how much of the time bar you gain for popping 
things. Maybe making it into pieces would help (eg you get one "piece" of 
time for any pop, three for a 2x chain etc.; time may still decrease by 
units lower than one "piece") ? 


— the joker (if I understand it right, ie it is used with the circle 


button)... wouldn't it be better for it to be just like a 'life'? You're 
never sure you're stuck (well, I sometimes was, but time always proved me 
wrong ;) ), so this would simplify the game a bit (I must admit the joker 


was a bit confusing to me at the beginning). 


- I'd welcome a 2player mode. Should not be very long to code, and would 
definitely get me playing more. 


— a warning before time ends would be helpful. 


— stucked situations should be predictable, and the computer might avoid 
them... if this is not possible, then what about changing some pieces 
randomly from time to time? (The computer may choose pieces that cannot be 
moved so that this does not disturb the player) 


Page 5666 
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Overall, nice job. 
Cheers, 


pal 


—-MESSAGE FILE 8577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07304 


-—-MESSAGE FILE 8578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007305 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Thu, 13 Sep 2001 20:47:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9nr2prS2qp12@www.netyaroze-europe.com> 

References: <9nghq2Shav7@www.netyaroze-europe.com> <9niluh$kuml@www.netyaroze-europe 
.com> <9nivijSkum6@www.netyaroze-europe.com> <9njlpaSkum8@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0031.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


You get 1000 points for filling the time bar (if points are your thing :) 
The final version has a refresh field feature for when there are no more 

valid moves. It's slightly unfair as it is - you can loose a game through 
not fault of your own. 


-ՔԲո 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9njlpaSkum8@www.netyaroze-europe.com... 

> — I'm afraid it is possible to get stuck on a screen. I added the joker to 
> reduce the problem but it can still happen. Perhaps putting in a check for 
> no legal moves would be better and then refresh the screen to stop the 

> player getting stuck. 


Bejeweled does this, when there are no moves left it resets the field. It 
also gives you a score bonus if you manage to fill the time bar to the top, 
does yours do this? 


Matt 


—-MESSAGE FILE 8578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07305 


—-MESSAGE FILE 8579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007306 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: yaroze articles 

Date: Thu, 13 Sep 2001 19:55:41 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9nrh82S$8cul@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust118.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 
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hello all, 


i noticed on the yarozescene that scott cartier was looking for the next-gen 
article on yaroze. i back-ordered that issue a few years ago and i have it 
sitting right here next to me. its kind of long (11 pages including the 
cover of the magazine) so when i get a break from coursework i'll scan it. 
it's really nice with a lot of interviews with insiders like mark cerney and 
dave perry. btw what resolution do you guys use to get a decent quality? 

do u use OCR? at 200 dpi the size is about 6MB per page. 


—Omar 


--MESSAGE FILE 8579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07306 


—-MESSAGE FILE 8580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007307 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: How the texture cache works 

Date: Fri, 14 Sep 2001 03:02:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9nro9d$8cu2@www.netyaroze-europe.com> 

References: <99rlf2Sdkql@www.netyaroze-europe.com> <9ngo7hS$2qp5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem—934.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Oh blimey, now I have to remember what I did... 
> Do you have timings for 4-bit textures? 


Yeah. I don't have them to hand, but as I said before they are the 
same as 16-bit with no misses (for either) and with less of a 
performance loss with them. But these results are probably 

bogus anyway. 


> When you give timings for 'all misses', is that just the t-cache or does 
> that include the CLUT cache? i.e. did you switch the CLUT position when you 
> switched the texture? 


For the 8-bit case the CLUT position was switched too (both 
CLUTs were identical but had different frame buffer locations). 
For the 'no misses' case a single CLUT was used. I can't work 
out whether the CLUTs were different or not for the 4-bit case 
(I have some tims where they are the same and some where 

they are different, and I can't work out which ones I used for 
which tests). I didn't really consider the CLUT cache to be 
honest. I would expect the CLUT cache to compound on top of 
slow-downs due to texture cache misses. But clearly I need to 
do more tests to check this, and I need to redo the 4-bit tests. 


I'd be interested to see the actual textures used in the tests, especially 
the paletted ones. Did the 8-bit textures actually reference all 256 
colours? The reason I ask is because a 16x16x8 sprite with only 2 colours 
actually referenced will generate 254 CLUT cache hits and only 2 misses, 
whereas if all colours are used, there will be 0 CLUT cache hits and 256 
misses. That would make a big difference to the rendering time. Օհ, this 
all assumes the CLUT wasn't already in the cache of course. 


VV NV V V V V 


I knew it wasn't very scientific... :) 


The textures were the same for all cases. I used an checked 
pattern (filling every pixel) with four colours per sprite (I don't 
know why four. I probably had a good reason). 
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Now I need to do some further tests with some more complex 

sprites. I'll have a look at comparing low colour with high 

colour 4-bit and 8-bit sprites. You're right, of course - a large number 
of CLUT cache misses are going to have a big impact. This is 

probably something that is very easy to avoid but certainly worth 
knowing about. 


Martin. 


—-MESSAGE FILE 8580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07307 


—-MESSAGE FILE 8581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007308 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #77 

Date: Fri, 14 Sep 2001 09:54:07 +0100 

Organization: SCEE 

Lines: 31 

Message-ID: <9nsgpkS8cu3@www.netyaroze-europe. com> 

References: <9nislfSkum4@www.netyaroze-europe.com> <9ngorlS$2qp6@www.netyaroze-europe 
.com> <9nqus9S$2qp8ewww.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Hi Matt, 


When the OPSM disc is compiled the entire disk goes into QA, so any previous 
stuff will get checked anyway. 


Cheers 
James 
"Matt Verran" <mverran@btinternet.com> wrote in message 


news: 9nqus 9S$2qp8@www.netyaroze-europe.com... 
> Super Bub was great, adding stuff thats featured before shouldn't be too 


> difficult cos all the QA checking has been done, right James? 
> 

> What about all the projects that were finished during the non OPM time, 
> like: Arena2, Down, Up, Tower Power etc... 

> 

> Matt 

> 

> 

> Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 

> news: 9IngorlS2qp6@www.netyaroze-europe.com... 

> > Great news! Any chance Super Bub might appear again? 

>> 

> > Alex 

>> 

> 

> 

> 


—-MESSAGE FILE 8581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07308 


—-MESSAGE FILE 8582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007309 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: yaroze articles 

Date: Fri, 14 Sep 2001 10:23:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9nsiciS8cu4@www.netyaroze-europe. com> 
References: <9nrh82S8cul@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-124-197.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thats great news Omar, check your email for details on how to send. 


For people not aware we now have a pretty decent selection of magazine 


articles relating to the yaroze on www.yarozescene.co.uk . The NextGen 
article will be online shortly hopefully. 
Matt 


Omar <OMetwally7@aol.com> wrote in message 

news: 9nrh82S8cul@www.netyaroze-europe.com... 

> hello all, 

> 

> i noticed on the yarozescene that scott cartier was looking for the 

next-gen 

> article on yaroze. i back-ordered that issue a few years ago and i have 

it 

> sitting right here next to me. its kind of long (11 pages including the 

> cover of the magazine) so when i get a break from coursework i'll scan it. 

> it's really nice with a lot of interviews with insiders like mark cerney 

and 

> dave perry. btw what resolution do you guys use to get a decent quality? 
do u use OCR? at 200 dpi the size is about 6MB per page. 


> 
> 
> -Omar 
> 
> 


—-MESSAGE FILE 8582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07309 


-—-MESSAGE FILE 8583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007310 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GC launch! 

Date: Fri, 14 Sep 2001 10:53:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9nsk57S8cu5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-124-197.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm being quite sad and downloading all the movies of the GameCubes boot up 
sequence and it's memorycard manager. Poring over the pictures of the boxes 
and manuals. If I had the money I don't think i'd be able to resist buying 
a japenese system today. 


Matt 


—-MESSAGE FILE 8583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07310 


—-MESSAGE FILE 8584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 5671 


0007311 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GC launch! 

Date: Fri, 14 Sep 2001 11:45:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9nsnarS8cu6@www.netyaroze-europe. com> 
References: <9nsk57S$8cu5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-165-187.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


I know exactly what you mean, I'm not sure I can wait for the official 
launch in Europe which is a long way off. 


I couldn't resist buying a GB Advance from Japan and I've just got Mario 
Kart for it, very nice, I've been on the point of ordering a GC from japan a 
few times, it came with Luigi and WaveRace for a reasonable price, its just 
Nintendo say how hard it would be to chip in the future to run UK games 


> ( 
Nigel 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9nsk57S$8cu5@www.netyaroze-europe.com... 

> I'm being quite sad and downloading all the movies of the GameCubes boot 
up 

> sequence and it's memorycard manager. Poring over the pictures of the 
boxes 

> and manuals. If I had the money I don't think i'd be able to resist 
buying 

> a japenese system today. 

> 

> Matt 

> 

> 


—-MESSAGE FILE 8584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07311 


—-MESSAGE FILE 8585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007312 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GC launch! 

Date: Fri, 14 Sep 2001 12:03:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9nso9tS$8cu7@www.netyaroze-europe. com> 

References: <9nsk57S$8cu5@www.netyaroze-europe.com> <9nsnarS$8cu6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-124-197.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I know exactly what you mean, I'm not sure I can wait for the 
> official launch in Europe which is a long way off. 


Well I'm definately going for a US version, like I did with my PS2. But it 
is going to be an allocated launch which means all the small importers like 
tronix will get tiny numbers and only be able to sell bundles, still might 

not be able to score a machine until after christmas. 


Then again the stories of the launch I've read so far have said it's been a 
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bit low-key. No long lines or shortage of hardware. This could be down to 
Nintendo having well planned the launch properly so as to actually allow 
people to buy the machine (rather than camp out in downtown tokyo, have 
fights or get mugged). Or it could be japenese apathy towards Nintys 
no-tekken-or-ridge-racer wondermachine. 


Matt 


—-MESSAGE FILE 8585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07312 


—-MESSAGE FILE 8586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007313 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GC launch! 

Date: Fri, 14 Sep 2001 12:39:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9nsqg0S8cu8@www.netyaroze-europe. com> 

References: <9nsk57S$8cu5@www.netyaroze-europe.com> <9nsnarS$8cu6@www.netyaroze-europe 
-com> <9nso9t$8cu7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-165-187.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


I find it hard to find a decent reliable importer, I use Liksang for 
Japanesse stuff but American I don't know, can anyone recommended a good 
importer, maybe in this country (UK) 


Matt, you mention tronix are they good? 


Nigel 
www.1l00TinSoldiers.com 


—-MESSAGE FILE 8586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07313 


—-MESSAGE FILE 8587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007314 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GC launch! 

Date: Fri, 14 Sep 2001 13:01:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9nsrkqS8cu9@www.netyaroze-europe. com> 

References: <9nsk57S8cu5@www.netyaroze-europe.com> <9nsnarS8cu6@www.netyaroze-europe 
.com> <9nso9t$8cu7@www.netyaroze-europe.com> <9nsqg0S$8cu8ewww.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-110-79.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Tronix are excellent, really great no-nonsense service. I ordered my PS2 
from there and had it the next day, fedex. The games I've ordered have 
always been shipped on day of release (or before) and arived within the 
week. 


The only problem they have is they're too popular. Although I've only ever 
heard of them have trouble shipping newly released consoles and stuff from 
japan, they do frequently fill their pre-order lists for big name stuff very 
quickly. 
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PS2 games work out about 40-45ukp including postage. 
www.tronixweb.com 


Good for discount/offer stuff is: 

www.therage.com 

Not as effecient as tronix but good when you don't want to pay full whack 
for an older title. 


I've heard lots of people use the canadian: 
http://www. dvdboxoffice.com/ 
I havn't ever ordered from them so cant really comment 


For australian (Nintendo PAL releases early): 
http://www.tunzagames.com.au/ 
they were brilliant when I ordered my Excitebike64 


Japenese game importing for when lik-sang don't have it: 
http://www.hmv.co. jp/ 
I havn't ever ordered from these either so cant really comment 


phew, import madness :) 
Matt 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 9nsqg0$8cu8@www.netyaroze-europe.com... 

> I find it hard to find a decent reliable importer, I use Liksang for 
Japanesse stuff but American I don't know, can anyone recommended a good 
importer, maybe in this country (UK) 


Matt, you mention tronix are they good? 


Nigel 
www.1l00TinSoldiers.com 


VVVVVVVVV 


—-MESSAGE FILE 8587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07314 


—-MESSAGE FILE 8588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007315 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: 14 Sep 2001 22:19:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <0Olcl3ca2$c8f£5b940$d21fe4d5@pal—s-—omnibook> 

References: <9ndh5StSe5h4@www.netyaroze-europe.com> <01c13c3e$3fa37380SLocalHost@pal- 
s-omnibook> <9ngrr3S2qp7@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-—cbv-2-31-101.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I dont know sound fx yet, but they are deffenatly needed 


They are very simple to use, the only difficult part to my mind is 
understanding the .def file (which I have yet to dig into)... You should be 
able to get a beep playing quickly if you look at other people's source 
code. Definitely worth it. 


> I know what you meen by the flat ending of levels, they just end and 
another 
> starts.. what could i put in there thats easy? 


This is not easy... Maybe by setting the pace of incoming enemies during a 
level from very slow to frantic (so that each level begins quietly, as in 
Robot Ron) ? 
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> And is the a better what of showing the damage? I'm concidereing smoke 
for 
> the holes but im working on the basics first =) 


Actually I did not mean that the graphics did not fit, but rather that I'd 
prefer two/three hit points to five/six/more. But again, this is a matter 
of taste. There are shoot'em-ups in which you get instantly killed by any 
enemy shot, and others in which you can take N amount of damage per life. 
Also, maybe a break when you're hit would improve the pace of the game (eg 
enemy attack slowdown like in game&watches or restart the level which is ok 
as levels are short). 


> The angle gets more acurate as you collect the (green) speed powerups, it 
> starts off odd because of the int rounding errors. 


Ooops, I failed to notice that. 


> If you get enough green powerups you can shoot more than one, you just 
have 
> to find them ;) 


... and that :o 
><snip>a new variable for the dead/alive testing would perobably be better 
Definitely. (if I can afford to give my advice) 


> in general the letters mean _t = type _b = behaviour _a = angle urm, cant 
> remember the others 


... this is not a good sign ;) 


pal 


—-MESSAGE FILE 8588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07315 


—-MESSAGE FILE 8589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007316 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc NY short questions 

Date: 14 Sep 2001 22:19:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c13ca4$9bf03b80$d21fe4d5@pal-—s-—omnibook> 

References: <0Olcl13c3f$cf776880SLocalHost@pal-—s-omnibook> <9ngf76S2qp3@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: nas-cbv-2-31-101.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wow, thanks Alex, this could not be made clearer! 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in article 
<9ngqf76S2qp3@www.netyaroze-europe.com>... 

<snip> 

> I understand your thinking that a 16-bit sprite should be faster than 

> 4/8-bit ones, and you'd be right if it wasn't for the GPU's texture cache 
> and CLUT cache. 


I see... I had not thought about when the conversion to 16bit happened... 


—-MESSAGE FILE 8589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07316 


-—-MESSAGE FILE 8590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007317 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc NY short questions 

Date: Fri, 14 Sep 2001 23:50:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9nulhsS$8cul0@www.netyaroze-europe. com> 
References: <0Olcl13c3f$cf776880SLocalHost@pal-—s-omnibook> <9ngqf76S2qp3@www.netyaroze-— 
europe. com> 

NNTP-Posting-Host: host213-122-179-171.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Perhaps GetTPage should have been 
> called GetTSB? 


definately. I thought that too. 


Jon 


—-MESSAGE FILE 8590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07317 


—-MESSAGE FILE 8591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007318 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GC launch! 

Date: Sat, 15 Sep 2001 12:02:39 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <9nu5lp$8cull@www.netyaroze-europe.com> 

References: <9nsk57S$8cu5@www.netyaroze-europe.com> <9nsnarS$8cu6@www.netyaroze-europe 
.com> <9nso9t$8cu7@www.netyaroze-europe.com> <9nsqg0S$8cu8ewww.netyaroze-europe. com> 
<9nsrkq$8cu9@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


try www.ncsx.com in the US, www.theRage.com is pretty good, before that 
www.express.com was good, but they have really died, www.chipsbits.com is 
ok, but can be slow for postage. 


In Australia www.burn.com.au, 


Infact my girlfriend who works for a video game shop just ordered there 
store 2 gamecubes, so they should have them on monday! cant wait to see 
them. 


1) 


Will give you some goss on the 2 games thats comming with them once ive 
played it :) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9nsrkq$8cu9@www.netyaroze-europe.com... 

> Tronix are excellent, really great no-nonsense service. I ordered my PS2 
> from there and had it the next day, fedex. The games I've ordered have 

> always been shipped on day of release (or before) and arived within the 

> week. 

> 

> The only problem they have is they're too popular. Although I've only 
ever 

> heard of them have trouble shipping newly released consoles and stuff from 
> japan, they do frequently fill their pre-order lists for big name stuff 
very 
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quickly. 

PS2 games work out about 40-45ukp including postage. 

www.tronixweb.com 


Good for discount/offer stuff is: 

www.therage.com 

Not as effecient as tronix but good when you don't want to pay full whack 
for an older title. 


I've heard lots of people use the canadian: 
http://www. dvdboxoffice.com/ 
I havn't ever ordered from them so cant really comment 


For australian (Nintendo PAL releases early): 
http://www.tunzagames.com.au/ 
they were brilliant when I ordered my Excitebike64 


Japenese game importing for when lik-sang don't have it: 
http://www.hmv.co. jp/ 
I havn't ever ordered from these either so cant really comment 


phew, import madness :) 
Matt 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 9nsqg0$8cu8@www.netyaroze-europe.com... 

> I find it hard to find a decent reliable importer, I use Liksang for 
Japanesse stuff but American I don't know, can anyone recommended a good 
importer, maybe in this country (UK) 


Matt, you mention tronix are they good? 


Nigel 
www.1l00TinSoldiers.com 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVV VV 


—-MESSAGE FILE 8591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07318 


—-MESSAGE FILE 8592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007319 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Sat, 15 Sep 2001 14:02:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9nvj1ltS$d5tl@www.netyaroze-europe. com> 

References: <9ndh5tSe5h4@www.netyaroze-europe.com> <01c13c3e$3fa37380SLocalHost@pal-— 
s-omnibook> <9ngrr3S2qp7@www.netyaroze-europe.com> <01lcl3ca2Sc8f5b940$d21fe4d5@pal-s 
-omnibook> 

NNTP-Posting-Host: host217-35-15-134.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


in general the letters mean Է = type Ե = behaviour _a = angle urm, cant 
remember the others 
... this is not a good sign ;) 


lol, when i saod i didnt remember i meant i couldnt remember what others 
there were, no i have the code on me heres the complete list =) 
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int bot_y : y coord 

int bot_x : x coord 

int bot_a : active/angle 

int bot_b : behaviour type (enemy type) 


int bot_h : health 


int bot_t : .... ok, you've stumpped me on this 1... i dont think i use it 
4 anything yet! It seems to be initialised at the start and re-set if the 
enemy is not active/level ends... but otherwise it has no use. So form now 


on its the active tester! :) 


—-MESSAGE FILE 8592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07319 


-—-MESSAGE FILE 8593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007320 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game: Squeak 

Date: Sat, 15 Sep 2001 15:18:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9nvo9nS$d5t2@www.netyaroze-europe. com> 
References: <9nghq2Shav7@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0239.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Final version, I hope, is now completed. I've tried to implement a few 
peoples suggestions: 


- Floating pointer when in analog mode 

— Detects when no more moves are available and refreshes 

- 'No time limit' difficulty setting, just keep going 'til you run out of 
moves 

- Very hard mode which is exactly that 

— Smaller tomatoes 

— Results screen with score achieved and level reached 


Thanks again for the suggestions, guys. That's it, have fun. 


-ՔԲո 


"Ben James" <hungryghost@clara.co.uk> wrote in message 
news: 9nghq2Shav7@www.netyaroze-europe.com... 
Hi everyone, 


I have a new game online, "Squeak". Nothing epic but maybe a bit of fun. If 
you like puzzles and you like fruit, this one's for you. Any comments and 
suggestions welcome! 


http://www.netyaroze-europe.com/~madmonk/ 


-Ben 


--MESSAGE FILE 8593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07320 
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--MESSAGE FILE 8594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007321 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc NY short questions 

Date: Sat, 15 Sep 2001 15:37:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9nvpchS$d5t3@www.netyaroze-europe. com> 
References: <0Olcl3c3f$cf776880SLocalHost @pal-—s-—omnibook> 
NNTP-Posting-Host: du-026-0232.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


It's much faster to keep your textures within the following dimensions as 
they fit in the texture cache and only need to be read from VRAM once. 
Furthemore, drawing all polygons with the same texture in sequence is 
advantagous. 


4-bit 64x64 max 
8-bit 32x64 max 
16-bit 32x32 max 


As for speeds, it shouldn't be too hard to set up a test program with 
textures at different bit levels. Then time how long it takes to display, 
say, a thousand of each. 


-ՔԲո 


"pal" <pal_news@hotmail.com> wrote in message 
news: 01c13c3f$cf776880SLocalHost@pal-—s-—omnibook... 
Ok here are a few questions for NY gurus :) 


Why does GetTPage need the semi-transparency rate? 


How to poke in VRam (other than Load/StoreImage: I just want to poke a 
byte/w/dw, hopefully quicker than by drawing a line/box/sprite) ? 


Are 16bit sprites faster than 8/4bit ones? (I think they should because 
they do not use a palette) 


pal 


—-MESSAGE FILE 8594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07321 


—-MESSAGE FILE 8595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007322 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [Off topic] Real Robots 

Date: Sun, 16 Sep 2001 12:11:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9021k5S$d5t4@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr285-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


http://www.cyber.rdg.ac.uk/CIRG/realrobots/index.htm 
http://www.realrobots.co.uk/ 
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Very cool. It's a fortnightly robot-building magazine series (perhaps 
you've seen the TV ads) developed by the University of Reading Cybernetics 


Department. My little 


brother bought the first issue (£1.99), and although 


the content of the magazine is aimed mostly at young boys, the robot itself 
will boast some quite sophisticated features as the series progresses. The 
robot kit parts supplied with the magazine are of an impressively high 


quality. 


It's capabilities will 


be similar to LEGO MINDSTORMS: various sensors, 


light, sound etc.; infrared transmitter; programmability via a PC; remote 
control, and later voice recognition and the ability to "recognise objects 
by their shape and colour". Visit the links. 


cheers 
Derek 


—-MESSAGE FILE 8595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07322 


—-MESSAGE FILE 8596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007323 


Path: chuka.playstation.co.uk!news 
From: "Kenny Millar" <yaroze@ntlworld.com> 


Date: Sun, 16 Sep 2001 


Lines: 38 


X-Priority: 3 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: [Off topic] Real Robots 


12:53:58 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Message-ID: <9023m3Sd5t5@www.netyaroze-europe. com> 
References: <9021k5Sd5t4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 


X-MimeOLE: Produced By 


Aye, 


Microsoft MimeOLE V6.00.2600.0000 


I've got myself a subscription! 
You can buy all the parts off their website too. 


Also, if you take out a sub you get a cool tool kit including soldering 
iron! Not such a kids toy after all methinks. 


-Kenny (Big kid at heart!) 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9021k5S$d5t4@www.netyaroze-europe.com... 
> http://www.cyber.rdg.ac.uk/CIRG/realrobots/index.htm 


> 
> 
> 
> 


http://www.realrobots.co.uk/ 


Very cool. It's a fortnightly robot-building magazine series (perhaps 
you've seen the TV ads) developed by the University of Reading Cybernetics 


> Department. My little brother bought the first issue (£1.99), and 


although 


> the content of the magazine is aimed mostly at young boys, the robot 


itself 


> will boast some quite sophisticated features as the series progresses. 


The 
robot kit parts suppl 
quality. 


v 


It's capabilities will 


Lied with the magazine are of an impressively high 


be similar to LEGO MINDSTORMS: various sensors, 


cheers 
Derek 


VVVVVVVV VV 


light, sound etc.; infrared transmitter; programmability via a PC; remote 
control, and later voice recognition and the ability to "recognise objects 
by their shape and colour". Visit the links. 
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> 


—-MESSAGE FILE 8596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07323 


—-MESSAGE FILE 8597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007324 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Real Robots 

Date: Sun, 16 Sep 2001 13:10:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <90252aSd5t 6@www.netyaroze-europe. com> 

References: <9021k5S$d5t4@www.netyaroze-europe.com> <9023m3Sd5t5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: usr285-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> I've got myself a subscription! 
Me too =) 


Derek 


—-MESSAGE FILE 8597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07324 


—-MESSAGE FILE 8598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007325 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Real Robots 

Date: Sun, 16 Sep 2001 13:37:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <902600Sd5t7@www.netyaroze-europe. com> 

References: <9021k5S$d5t4@www.netyaroze-europe.com> <9023m3Sd5t5@www.netyaroze-europe 
-com> <90252a$d5t 6@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 90252aSd5t 6@www.netyaroze-europe.com... 


> 

> > I've got myself a subscription! 
> 

> Me too =) 


Grr, I've been meaning to, and I just went to, but they don't take 
Switch/Solo! Grrr... 


Rikki 


—-MESSAGE FILE 8598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07325 
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—-MESSAGE FILE 8599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007326 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Real Robots 

Date: Sun, 16 Sep 2001 13:55:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <902700Sd5t 8@www.netyaroze-europe. com> 

References: <9021k5S$d5t4@www.netyaroze-europe.com> <9023m3S$d5t5@www.netyaroze-europe 
.com> <90252aSd5t6@www.netyaroze-europe.com> <902600Sd5t7@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr285-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Give them a ring for alternative methods of payment. 


cheers 
Derek 


http://www.realrobots.co.uk/anyq.asp?ReLoad=1&Heading=SUBSFUL 
Q : Do you take other methods of payment? 
A : You can pay by cheque, postal order, Visa, Delta or MasterCard. To make 


a subscription please contact our Customer Services Team. If you email the 
team, please include your name in the Subject Line. 


Telephone : 0870 727 0170 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: 902600Sd5t7@www.netyaroze-europe.com... 
> "Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 


news: 90252aSd5t 6@www.netyaroze-europe.com... 
> 

> > I've got myself a subscription! 

> 

> Me too =) 


Grr, I've been meaning to, and I just went to, but they don't take 
Switch/Solo! Grrr... 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> Rikki 
> 

> 


—-MESSAGE FILE 8599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07326 


—-MESSAGE FILE 8600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007327 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Real Robots 

Date: Sun, 16 Sep 2001 15:07:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3ba4c026.770377033@www.netyaroze-europe. com> 
References: <9021k5S$d5t4@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.452 


Man, you guys are making me start to feel guilty for dropping out of 
my robotics class. 
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Steven 


On Sun, 16 Sep 2001 12:11:31 +0100, "Derek da Silva" 
<dasi@eidosnet.co.uk> wrote: 


>http://www.cyber.rdg.ac.uk/CIRG/realrobots/index.htm 
>http://www.realrobots.co.uk/ 

> 

>Very cool. It's a fortnightly robot-building magazine series (perhaps 
>you've seen the TV ads) developed by the University of Reading Cybernetics 


>Department. My little brother bought the first issue (£1.99), and although 
>the content of the magazine is aimed mostly at young boys, the robot itself 
>will boast some quite sophisticated features as the series progresses. The 
>robot kit parts supplied with the magazine are of an impressively high 
>quality. 

> 

>It's capabilities will be similar to LEGO MINDSTORMS: various sensors, 


>light, sound etc.; infrared transmitter; programmability via a PC; remote 
>control, and later voice recognition and the ability to "recognise objects 
>by their shape and colour". Visit the links. 

> 

>cheers 

>Derek 

> 


—-MESSAGE FILE 8600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07327 


—-MESSAGE FILE 8601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007328 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc NY short questions 

Date: Sun, 16 Sep 2001 18:07:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9o02m1inSd5t 9@www.netyaroze-europe. com> 

References: <0Olcl13c3f$cf776880SLocalHost@pal-—s-omnibook> <9nvpch$d5t 3@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: modem-180.barracuda.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Furthemore, drawing all polygons with the same texture in sequence is 
> advantagous. 


It's better than that: drawing polygons with textures that don't cause 
cache conflicts in sequence gets you the best performance. For 

4-bit textures this means you could interleave up to 16 16x16 

sprites with no performance loss (compared with drawing them 

one after the other). This probably isn't true if they use different 
CLUTs though. 


> As for speeds, it shouldn't be too hard to set up a test program with 
> textures at different bit levels. Then time how long it takes to display, 
> say, a thousand of each. 


Uh huh, that's what I did. I need to vary a few more parameters 
(number of actual colours in the texture, CLUT cache effects) 

to get the full story, but at the moment I think 8-bit textures are 
the fastest (there are other considerations, of course, such as 
video memory usage, and the number and size of the textures). 


Martin. 


—-MESSAGE FILE 8601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 5683 


07328 


—-MESSAGE FILE 8602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007329 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Sun, 16 Sep 2001 19:31:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9o02rbsS$d5t10@www.netyaroze-europe.com> 

References: <9ndh5StSe5h4@www.netyaroze-europe.com> <01c13c3e$3fa37380SLocalHost@pal- 
s-omnibook> <9ngrr3S2qp7@www.netyaroze-europe.com> <01cl3ca2Sc8f5b940S$d21fe4d5@pal-s 
-omnibook> <9nvjlt$d5tl1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-15-134.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, i changed all the NULL's to ONE*2's ( a value that is never reached 


because it is above the limits) and the bug is gone for now =) time to look 
at the other suggestions!!! 

Cheeeers! 

Chris 


—-MESSAGE FILE 8602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07329 


—-MESSAGE FILE 8603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007330 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Real Robots 

Date: Sun, 16 Sep 2001 23:37:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9039u8Sd5t11l@www.netyaroze-europe.com> 

References: <9021k5Sd5t4@www.netyaroze-europe.com> <9023m3Sd5t5@www.netyaroze-europe 
.com> <90252aSd5t6@www.netyaroze-europe.com> <902600Sd5t7@www.netyaroze-europe. com> 
<902700Sd5t 8@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 902700Sd5t 8@www.netyaroze-europe.com... 
> Give them a ring for alternative methods of payment. 


cheers 
Derek 


http://www.realrobots.co.uk/anyq.asp?ReLoad=1&Heading=SUBSFUL 


Q : Do you take other methods of payment? 


VVVVVVV VV 


A : You can pay by cheque, postal order, Visa, Delta or MasterCard. 
To make 

> a subscription please contact our Customer Services Team. If you 
email the 
> team, please include your name in the Subject Line. 
> 

> Telephone : 0870 727 0170 


Cheers Derek. 
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Rikki 


—-MESSAGE FILE 8603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07330 


—-MESSAGE FILE 8604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007331 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [Off topic] Real Robots 

Date: Tue, 18 Sep 2001 20:29:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <909sqiSpinl@www.netyaroze-europe. com> 
References: <9021k5S$d5t4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-67-135.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


by the way incase anyone doesn't already know there is a new seris of 
Scrapheap Chalenge on Sundays at 6pm on C4. 


Jon 


—-MESSAGE FILE 8604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07331 


—-MESSAGE FILE 8605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007332 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: projects coming soon... 

Date: Wed, 19 Sep 2001 21:24:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9oav5bSpin2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-164-140.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hmmm things seem fairly quiet around here, hopefully that means everyone is 
working hard on their yaroze games. 


I was just wondering whats in development now and when stuff is likely to be 
released, I am aware of: 


Monky Regs 

Bugsplat 

bio-action-shooter (Ben James) 
(Nigel Critten) 

Invs 

Gravity Girl 

Obligator 

Breakdown 


Any others? 


Matt 


—-MESSAGE FILE 8605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07332 


—-MESSAGE FILE 8606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007333 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: minicons... 

Date: Wed, 19 Sep 2001 21:27:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9oav5cSpin3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-164-140.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Graeme E. has updated his yaroze page: 
http://www.netyaroze-europe.com/~frothy/ 


with a doody siocons replacement called minicons plus some file transfer 
classes compatible with VisualC so you can build your own siocons clone. 


cool! 
Matt 


—-MESSAGE FILE 8606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07333 


—-MESSAGE FILE 8607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007334 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 19 Sep 2001 21:51:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9ob0n4Spin4@www.netyaroze-europe. com> 
References: <9oav5bS$p1ln2@www.netyaroze-europe. com> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Matt, 


I'm currently doing a remake of Trashman from the Speccy, but I've got a bit 
Side tracked by another remake for the PC that should be done by Christmas 
then its back onto Trashman, or maybe something original :) 


Nigel 


—-MESSAGE FILE 8607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07334 


-—-MESSAGE FILE 8608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007335 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 19 Sep 2001 22:00:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Message-ID: <9ob13dSpin5@www.netyaroze-europe. com> 

References: <9oav5bS$p1in2@www.netyaroze-europe.com> <9ob0n4S$p1in4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-24-244 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Cool, I had your name on the list cos I knew you were working on something. 
Whats the remake? An old speccy title? 
Matt 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 9ob0n4S$p1in4@www.netyaroze-europe.com... 

> Matt, 

> 

> I'm currently doing a remake of Trashman from the Speccy, but I've got a 
bit 

Side tracked by another remake for the PC that should be done by Christmas 
then its back onto Trashman, or maybe something original :) 


> 
> 
> 
> Nigel 
> 
> 


—-MESSAGE FILE 8608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07335 


—-MESSAGE FILE 8609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007336 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 19 Sep 2001 22:02:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9oblgdSpin6@www.netyaroze-europe. com> 
References: <9oav5bSpin2@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0233.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hehe! Yep, my latest is called 'Pernetic' though I'm not sure if that's 
wise, it's a bit too close to 'pathetic'. Anyhoo, I hope you like mutant 
jellyfish and and giant scorpions :) 


-ՔԲո 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: Joav5b$pin2@www.netyaroze-europe.com... 

Hmmm things seem fairly quiet around here, hopefully that means everyone is 
working hard on their yaroze games. 


I was just wondering whats in development now and when stuff is likely to be 
released, I am aware of: 


Monky Regs 

Bugsplat 

bio-action-shooter (Ben James) 
(Nigel Critten) 

Invs 

Gravity Girl 

Obligator 

Breakdown 
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Any others? 


Matt 


—-MESSAGE FILE 8609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07336 


—-MESSAGE FILE 8610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007337 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 19 Sep 2001 22:35:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9o0b396Spin7@www.netyaroze-europe. com> 

References: <9oav5bS$plin2@www.netyaroze-europe.com> <9ob0n4S$p1in4@www.netyaroze-europe 
.com> <9ob13d$p1in5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-179-253.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Matt, 

The PC remake is Hoppin Mad and obscure C64, Speccy Game. 

I'm still going to try and put some hours in on Trashman whenever I can. 
Nigel 


> Cool, I had your name on the list cos I knew you were working on 
something. 

> 

> Whats the remake? An old speccy title? 


—-MESSAGE FILE 8610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07337 


—-MESSAGE FILE 8611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007338 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 19 Sep 2001 23:12:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ob5dnSpin8@www.netyaroze-europe. com> 

References: <9oav5bS$plin2@www.netyaroze-europe.com> <9oblgdS$pln6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-18-54.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yay, my game was in there! 

Im back to school, so anoyingly i have no time (and my spelling gets bad) 

I dont know when I will have it finished my, but at the moment im working on 
the end enemy gfx.. urm anyl know how 3Dstudio R3 works??? either that or 
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hinds on Amorthium, these are the only progs i have =\ 
Chris 


—-MESSAGE FILE 8611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07338 


—-MESSAGE FILE 8612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007339 

Path: chuka.playstation.co.uk!news 

From: "Nicholas Ferguson" <home@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Thu, 20 Sep 2001 17:20:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9o0d53bS4fvl@www.netyaroze-europe. com> 
References: <9oav5bS$p1ln2@www.netyaroze-europe. com> 
NNTP-Posting-Host: ip02.tronji.adsl.uk.xo.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> Any others? 


I am planning a Yaroze version of the classic Apple IIe game "Rescue 
Raiders". 


http://www.cultdeadcow.com/cDc_files/cDc-0004.html 
http://www.classicgaming.com/vault/roms/appleiiroms.RescueRaiders33336.shtml 


I don't think many people in the UK will know about it, but it was a big hit 
in the US when I grew up. I have been trying to come up with a new project 
for some time, and I think a modern re-working of this great game has a lot 
of potential. :) 


Nick 


—-MESSAGE FILE 8612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07339 


—-MESSAGE FILE 8613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007340 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Thu, 20 Sep 2001 18:16:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9od8cbS4fv2@www.netyaroze-europe. com> 

References: <9oav5bS$plin2@www.netyaroze-europe.com> <9o0d53bS4fvl1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-134-149.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Setting the black-beastie back up then Nick? 
Nicholas Ferguson <home@nickferguson.com> wrote in message 
news: 90d53bS4fvl@www.netyaroze-europe.com... 


> > Any others? 


I am planning a Yaroze version of the classic Apple IIe game "Rescue 
Raiders". 


V V V V 
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> http://www.cultdeadcow.com/cDc_files/cDc-0004.html 

tl tar TENET նավակ EEN ՑԱ nana) «երանական ioe ease eat 
Վ I don't think many people in the UK will know about it, but it was a big 
1 the US when I grew up. I have been trying to come up with a new project 
> for some time, and I think a modern re-working of this great game has a 
aor potential. :) 


v 


> Nick 
> 
> 
> 


--MESSAGE FILE 8613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07340 


--MESSAGE FILE 8614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007341 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Degree Advice 

Date: Thu, 20 Sep 2001 19:24:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9odcka$4fv3@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-25-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Hi guys, hope you're all doing ok. 


I'm in the process of choosing unis to apply to, and I would like to 
get into the games industry (though obviously I'd like something to 
fall back on in case if my interests change or the industry's 
particularly bad after I leave uni) so am basically decided on doing a 
computer science degree. I'd just like some advice from anyone on 
whether I should look at some of the games orientated courses, or just 
the straight CompSci. Or maybe one of the combinations with maths, or 
one of the courses with more AI options or the software engineering 
courses. 


Anyone got any opinions on what would be most useful, or most 
interesting (I don't like the GCSE and A-Level IT courses, which 
concentrate on using MS Office and computer law and ethics and such)? 


Also, does it matter much if you have a Bachelor degree or a Masters 
degree? Anything else I should consider? 


Basically, any input on these issues would be extremely appreciated :) 


Thanks, 
Rikki 


—-MESSAGE FILE 8614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07341 


—-MESSAGE FILE 8615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007342 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Degree Advice 

Date: Thu, 20 Sep 2001 21:27:28 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <9o0djm2S4fv4@www.netyaroze-europe. com> 
References: <9odckaS4fv3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-77-24.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Personally, I think you'd be better off doing a Comp Sci course at a really 
good uni rather than a dedicated game development course. It will stand you 
in good stead in the long term by making you employable outside of the games 
industry (trust me, this is important) and give you a broader outlook. 
Choose wisely, and I'm sure you will be able to specialise in a relevant 
area like AI or 3D. Modules in areas like SOftware Engineering and "Maths 
for Graphics" etc are always a good idea. It's all common sense, really. 


Obviously a Masters is "better" than a Bachelors, but you should also weight 
in the costs of studying for an extra year Vs getting a job and working your 
way up to the equivalent level. If you're serious about the games 
industry... I'd recommend the latter. You can always take a "year out" once 
you ship a game. :) 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: 9odckaS4fv3@www.netyaroze-europe.com... 
> Hi guys, hope you're all doing ok. 


I'm in the process of choosing unis to apply to, and I would like to 
get into the games industry (though obviously I'd like something to 
fall back on in case if my interests change or the industry's 
particularly bad after I leave uni) so am basically decided on doing a 
computer science degree. I'd just like some advice from anyone on 
whether I should look at some of the games orientated courses, or just 
the straight CompSci. Or maybe one of the combinations with maths, or 
one of the courses with more AI options or the software engineering 
courses. 


Anyone got any opinions on what would be most useful, or most 
interesting (I don't like the GCSE and A-Level IT courses, which 
concentrate on using MS Office and computer law and ethics and such)? 


Also, does it matter much if you have a Bachelor degree or a Masters 
degree? Anything else I should consider? 


Basically, any input on these issues would be extremely appreciated :) 


Thanks, 
Rikki 


VVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 8615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07342 


—-MESSAGE FILE 8616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007343 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Degree Advice 

Date: Thu, 20 Sep 2001 22:03:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <9odlhvS4fv5@www.netyaroze-europe. com> 
References: <9odckaS4fv3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-38-236.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
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My advice, having done a degree (with an industial placement) at MMU (lower 
end on the uni scale) and now being very close to having a games industry 
job having dealt with several different 'games' companies, would be: 


—Go to the best uni you can get into, you want the opportunity to learn from 
people who really know what they are talking about and play/work with the 
kind of equipent you could never afford yourself. 


-Don't bother with an industrial placement, you get paid half salary, 
treated badly because you'll be gone in a year and doing a computer degree 
you hardly need it to find a job at least as good as the placements you can 
get. My Uni made everyone do one because they got tuition fees paid for the 
year even tho we wern't there, and these days you have to pay em yourself. 


—Do a comp-sci degree then work very hard in your spare time learning to 
program games, the games related courses seem a little airy-fairy to me, as 
far as I know they concentrate a lot on the conceptual and teach little 
practical. 


-Ճ comp-sci degree normally holds a lot more respect than an 
interactive/games one but a game you've written by yourself is worth 10 
years of study in the eyes of most employers. 


All this is from my experience which isn't exhaustive or anything, I could 
be wrong. 
Matt 


Rikki Prince <rprince@blueyonder.co.uk> wrote in message 
news: 9odckaS4fv3@www.netyaroze-europe.com... 
> Hi guys, hope you're all doing ok. 


I'm in the process of choosing unis to apply to, and I would like to 
get into the games industry (though obviously I'd like something to 
fall back on in case if my interests change or the industry's 
particularly bad after I leave uni) so am basically decided on doing a 
computer science degree. I'd just like some advice from anyone on 
whether I should look at some of the games orientated courses, or just 
the straight CompSci. Or maybe one of the combinations with maths, or 
one of the courses with more AI options or the software engineering 
courses. 


Anyone got any opinions on what would be most useful, or most 
interesting (I don't like the GCSE and A-Level IT courses, which 
concentrate on using MS Office and computer law and ethics and such)? 


Also, does it matter much if you have a Bachelor degree or a Masters 
degree? Anything else I should consider? 


Basically, any input on these issues would be extremely appreciated :) 


Thanks, 
Rikki 


VVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 8616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07343 


T 


--MESSAGE FILE 8617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007344 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Sat, 22 Sep 2001 23:52:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <90j4u3$e581@www.netyaroze-europe.com> 


References: <9oav5b$pln2@www.netyaroze-europe.com> <9ob0n4$p1n4@www.netyaroze-europe 
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.com> <9o0b13d$p1in5@www.netyaroze-europe.com> <90b396Spln7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-190-128 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Argh PCs are bad, I remember why I love the Yaroze now :) 
If it wasn't a paid job I'll go straight back to Trashman. 


Nigel 


—-MESSAGE FILE 8617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07344 


—-MESSAGE FILE 8618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007345 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Quiet time. 

Date: Mon, 24 Sep 2001 12:14:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9on4giSglvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-127-152.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Not much brewing on this news group at the moment (unless my news reader has 
had a Benny and is not showing new messages).. 


Anyway I should have a new (but not final) version of Obligator out in a few 
days --- one where it is not impossible to hit the ball. Plus it'll have a 
character selection stage, and menus etc. 


I just hope the OPM cover disc scheme is not cancelled again any time soon 
`cause I'd love to get the final version of Obligator on there. 


Jon 


—-MESSAGE FILE 8618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07345 


—-MESSAGE FILE 8619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007346 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Degree Advice 

Date: Mon, 24 Sep 2001 13:07:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <3baf2c51.1453488926@www.netyaroze-europe. com> 
References: <9odckaS4fv3@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Rikki, 


Plan on the best school you can get into. In fact, it's always worth 
applying for one or two schools you can't get into just in case. 


Net Yaroze newsgroups message dump.txt Page 5693 


Incidentally, before anyone asks, no, I'm not working in the industry 
but I am playing with the idea. 


When I first started school, all I could see is green. It was all 
about, go to school, get the degree, and then get a good job. Well, 
it turns out that after getting awesome jobs without a degree, your 
perspective gets a little skewed. I went to a mediocre school for the 
first 2 1/2 years, and all I was doing was chugging through -- looking 
forward to graduation, probably getting an MS (but more likely an MBA) 
and then going out to rule the world. I'm positive that if you get 
both a masters business degree and a computer science undergraduate 
degree you can pretty much take over the world. 


Anyway, after transferring to an awesome school, I've completely 

changed my perspective. Suddenly, I see where the "science" come from 
computer science. People complain that computer science is more of an 
applied field than a theoretical/scientific field (and so it should be 


computer engineering, not science). While my previous school was 
getting me prepared to go out there and get a job, this school goes 
much further than that -- they help you learn what goes on before the 


engineers get their hands on the stuff. 


Believe it or not, I'm looking at schools to get a PhD from now... 

I'm not in a hurry to get out any more -- I'm looking forward to all 
the cool research that I could be working on -- possibly for the rest 
of my life (in fact, I'm working on a research project now as an 
undergraduate). In short, don't be too sure of what you want to do -- 
you may find something that you really love when you're in college. 
Game writing can always be a hobby. 


A good school will also offer interesting classes for you -- that will 
and won't help with the gaming industry. I've chosen my electives 
carefully, classes that I fould interesting. I've taken artificial 
intelligence, I'm now taking computer vision, machine learning, and 
next semester I'm taking natural language processing. Just think: Not 
only a video game that can "think," but also one that can "see" and 
"listen/understand." 


Go for the best school you can: 

1. Your resume will love you 

2. You'll learn much more 

3. Don't worry about a graduate degree -- you have long enough to 
figure out what you're going to do, don't pigeonhole yourself. If you 
want to get one, you've probably got at least one or two years of 
undergrad. to make up your mind. 

4. If you really like it, consider a PhD. Lots of people freak out 
about how long it takes to get a PhD. Most people don't consider that 
if you're going for a PhD and get sick of it, you can usually leave 
and take a Masters degree with you. 


Sauce 


On Thu, 20 Sep 2001 19:24:59 +0100, "Rikki Prince" 
<rprince@blueyonder.co.uk> wrote: 


>Hi guys, hope you're all doing ok. 

> 

>I'm in the process of choosing unis to apply to, and I would like to 
>get into the games industry (though obviously I'd like something to 
>fall back on in case if my interests change or the industry's 
>particularly bad after I leave uni) so am basically decided on doing a 
>computer science degree. I'd just like some advice from anyone on 
>whether I should look at some of the games orientated courses, or just 
>the straight CompSci. Or maybe one of the combinations with maths, or 
>one of the courses with more AI options or the software engineering 
>courses. 

> 

>Anyone got any opinions on what would be most useful, or most 
>interesting (I don't like the GCSE and A-Level IT courses, which 
>concentrate on using MS Office and computer law and ethics and such)? 
> 
>Also, does it matter much if you have a Bachelor degree or a Masters 
>degree? Anything else I should consider? 
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Basically, any input on these issues would be extremely appreciated :) 


Thanks, 
Rikki 


VV V V Vv 


--MESSAGE FILE 8619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07346 


--MESSAGE FILE 8620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007347 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Mon, 24 Sep 2001 13:09:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <3bb0302c.1454476296@www.netyaroze-europe.com> 
References: <9oav5b$pln2@www.netyaroze-europe.com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Matt, 


I'm working on a couple of things... I just never seem to make any 
worthwhile progress (time commitment reasons). 


I'm working on a NY "tool" that should be interesting for some people, 
and then I'll be using it to work on a game I've been thinking 
about... 


More on this as I progress. (I hate talking about vaporware 
otherwise). 


Steven 


On Wed, 19 Sep 2001 21:24:45 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>Hmmm things seem fairly quiet around here, hopefully that means everyone is 
>working hard on their yaroze games. 
> 

>I was just wondering whats in development now and when stuff is likely to be 
>released, I am aware of: 

> 

>Monky Regs 

>Bugsplat 

>bio-action-shooter (Ben James) 
>(Nigel Critten) 

>Invs 

>Gravity Girl 

>Obligator 

>Breakdown 

> 

>Any others? 

> 

>Matt 

> 

> 

> 


-—-MESSAGE FILE 8620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07347 


—-MESSAGE FILE 8621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007348 
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Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quiet time. 

Date: Mon, 24 Sep 2001 17:07:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9onlv6Sh0j1@www.netyaroze-europe. com> 
References: <9on4giSglvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-181-190.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


It has gone quiet, but I hope to get some trashman stuff done really soon, 
before I 
forget how it all works again :) 


Nigel 


—-MESSAGE FILE 8621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07348 


-—-MESSAGE FILE 8622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007349 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quiet time. 

Date: Mon, 24 Sep 2001 17:52:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9o0n049Sh0j2@www.netyaroze-europe. com> 
References: <9on4giSglvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Good luck! 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9on4giS$glvl@www.netyaroze-europe.com... 

> Not much brewing on this news group at the moment (unless my news reader 
has 

> had a Benny and is not showing new messages).. 

> 

> Anyway I should have a new (but not final) version of Obligator out ina 
few 


> days --- one where it is not impossible to hit the ball. Plus it'll have 
a 

> character selection stage, and menus etc. 

> 

> I just hope the OPM cover disc scheme is not cancelled again any time soon 
> “cause I'd love to get the final version of Obligator on there. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07349 


-—-MESSAGE FILE 8623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007350 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quiet time. 

Date: Mon, 24 Sep 2001 18:59:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9onsgiSh0j3@www.netyaroze-europe. com> 
References: <9on4giS$glvl@www.netyaroze-europe.com> <9ono049Sh04j2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-7-166.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yeah, i was starting to worry about my newsgroup reader. One i remember how 
to add up I might be able to get back down to my games again (Maths H/W 
getting me down) =P 


-—-MESSAGE FILE 8623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07350 


—-MESSAGE FILE 8624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007351 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quiet time. 

Date: Mon, 24 Sep 2001 19:25:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9ontom$Sh07j4@www.netyaroze-europe. com> 

References: <9on4giS$glvl@www.netyaroze-europe.com> <9on049Sh0j2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-169-155.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Cheers! I hope everyone else that want's to get on the OPM disc is 
successful too. 


Jon 


—-MESSAGE FILE 8624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07351 


—-MESSAGE FILE 8625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007352 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quiet time. 

Date: Mon, 24 Sep 2001 20:17:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <900121Sh0j5@www.netyaroze-europe. com> 

References: <9on4giSglvl@www.netyaroze-europe.com> <9ono049Sh04j2@www.netyaroze-europe 
.com> <9ontom$h0j4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-182-225.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I wish :) 


Nigel 
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"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: Yontom$h0j4@www.netyaroze-europe.com... 

> Cheers! I hope everyone else that want's to get on the OPM disc is 
> successful too. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07352 


—-MESSAGE FILE 8626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007353 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Mon, 24 Sep 2001 20:35:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <90029pSh07j6@www.netyaroze-europe. com> 

References: <9oav5bS$pln2@www.netyaroze-europe.com> <9o0d53bS4fvl1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-026-0166.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Go for it Nick, Rescue Raiders has a lot of nostalgic value for me. There 
was a conversion called Helichopper on the Amstrad CPC which inspired me to 
do my first game written in lovely Locamotion(?) BASIC (nothing to do with 
Kylie, sadly). It was was, of course, godawful and had giant spiders in it 
for some reason. I still remember the feeling of achievement though. A 
proper Yaroze version would be very much welcomed :) 


-ՔԲո 


"Nicholas Ferguson" <home@nickferguson.com> wrote in message 
news: 90d53bS4fvl@www.netyaroze-europe.com... 
> Any others? 


I am planning a Yaroze version of the classic Apple IIe game "Rescue 
Raiders". 


http://www.cultdeadcow.com/cDc_files/cDc-0004.html1 
http://www.classicgaming.com/vault/roms/appleiiroms.RescueRaiders33336.shtml 


I don't think many people in the UK will know about it, but it was a big hit 
in the US when I grew up. I have been trying to come up with a new project 
for some time, and I think a modern re-working of this great game has a lot 
of potential. :) 


Nick 


—-MESSAGE FILE 8626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07353 


-—-MESSAGE FILE 8627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007354 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <steve@birminghamhome. freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 
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Date: Tue, 25 Sep 2001 01:13:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <900jc3$h0j7@www.netyaroze-europe. com> 
References: <9oav5bS$pln2@www.netyaroze-europe.com> <3bb0302c.1454476296@www.netyaroz 
e-europe.com> 

NNTP-Posting-Host: modem-87.iowa.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 
Long time no post! 


I'm still beavering away on Bane, the shoot-em-up game I originally said 
would be released in Febuary of this year. I did have a version of it 
finished back then but I just wasn't happy with it. Anyway I've been 
messing with it on and off since then and I promise it'll be made available 


soon. It's far better now than it was but still isn't quite there. 
Regards, 
Steve 


BIW, wasn't the GameCube at ECTS just the loviest thing... 


—-MESSAGE FILE 8627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07354 


-—-MESSAGE FILE 8628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007355 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <steve@birminghamhome.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Tue, 25 Sep 2001 01:30:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9o00jc4Sh0j8@www.netyaroze-europe. com> 

References: <9oav5bS$pln2@www.netyaroze-europe.com> <3bb0302c.1454476296@www.netyaroz 
e-europe.com> 

NNTP-Posting-Host: modem-87.iowa.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 
Long time no post! 


I'm still beavering away on Bane, the shoot-em-up game I originally said 
would be released in Febuary this year. I did have a version of it 
finished back then but I just wasn't happy with it. Anyway I've been 
messing with it on and off since and promise it'll be made available 


soon. It's far better now than it was but still isn't quite there. 
Regards, 
Steve 


BIW, wasn't the GameCube at ECTS just the loviest thing... 


—-MESSAGE FILE 8628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07355 


—-MESSAGE FILE 8629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007356 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <steve@birminghamhome.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Tue, 25 Sep 2001 01:32:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9o00jff$h0j9@www.netyaroze-europe. com> 

References: <9oav5bS$pln2@www.netyaroze-europe.com> <3bb0302c.1454476296@www.netyaroz 
e-europe.com> <900jc4Sh0j8@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-87.iowa.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


oops, sorry for the double post. Damn Outlook Express..... 
Steve 


"Steven Lewis" <steve@birminghamhome.freeserve.co.uk> wrote in message 
news: 9o0jc4Sh0j8@www.netyaroze-europe.com... 


> Hi all, 

> 

> Long time no post! 

> 

> I'm still beavering away on Bane, the shoot-em-up game I originally said 
> would be released in Febuary this year. I did have a version of it 

> finished back then but I just wasn't happy with it. Anyway I've been 
> messing with it on and off since and promise it'll be made available 
> soon. It's far better now than it was but still isn't quite there. 

> 

> Regards, 

> 

> 

> Steve 

> 

> BTW, wasn't the GameCube at ECTS just the loviest thing... 

> 

> 

> 

> 


-—-MESSAGE FILE 8629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07356 


—-MESSAGE FILE 8630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007357 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Tue, 25 Sep 2001 10:07:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9ophjf$h0j10@www.netyaroze-europe.com> 

References: <9oav5bS$pln2@www.netyaroze-europe.com> <3bb0302c.1454476296@www.netyaroz 
e-europe.com> <900jc3Sh0j7@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-10-17.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> BIW, wasn't the GameCube at ECTS just the loviest thing... 
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Yes it was, shame about the game tho. 


—-MESSAGE FILE 8630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07357 


—-MESSAGE FILE 8631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007358 

Path: chuka.playstation.co.uk!news 

From: "Nicholas Ferguson" <home@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Tue, 25 Sep 2001 10:59:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9opkj£$Sh0j11@www.netyaroze-europe.com> 

References: <9oav5bS$plin2@www.netyaroze-europe.com> <9o0d53bS4fvl1l@www.netyaroze-europe 
.com> <90029pSh0j6@www.netyaroze-europe. com> 

NNTP-Posting-Host: ip02.tronji.adsl.uk.xo.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> for some reason. I still remember the feeling of achievement though. A 
> proper Yaroze version would be very much welcomed :) 


Glad to hear it! Don't expect anything soon, though: not only am I starting 
a new job in a couple of weeks, but my landlord recently announced he's 
putting our flat on the market (so it's house-hunting time again - bugger). 


Let's just say "Q2 2002" shall we? ;) 


—-MESSAGE FILE 8631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07358 


—-MESSAGE FILE 8632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007359 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Tue, 25 Sep 2001 19:35:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9o0qj5b$h0j12@www.netyaroze-europe. com> 

References: <9oav5bSpin2@www.netyaroze-europe.com> <3bb0302c.1454476296@www.netyaroz 
e-europe.com> <900jc3Sh0j7@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-026-0039.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Indeed the GameCube is infinitely lovely. We had one in the office the other 
day and you just want to cuddle it, particularly the little discs :).. How 
do they squeeze it all on there? 


-ՔԲո 


"Steven Lewis" <steve@birminghamhome.freeserve.co.uk> wrote in message 
news: 900j}c3$h0j7@www.netyaroze-europe.com... 


> BTW, wasn't the GameCube at ECTS just the loviest thing... 
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—-MESSAGE FILE 8632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07359 


-—-MESSAGE FILE 8633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007360 
Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Quiet time. 

Date: Tue, 25 Sep 2001 20:04:08 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 
Message-ID: <9o0r683S1f01@www.netyaroze-europe. com> 
References: <9on4giSglvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust26.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


so is some of the movement computer-assisted to make hitting the ball 
easier? i look forward to playing it, especially since the original version 
was a lot of fun even without the objective to hit the ball. btw, dont' 
forget to put up an ntsc version like you did with the first version of 
obligator, if it's not a hassle, so 1 can give it a try too. 


—Omar 


--MESSAGE FILE 8633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07360 


—-MESSAGE FILE 8634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007361 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 10:40:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9os7sbS1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-127-60.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Well it finally came through today. The long suffering members of Darkhex 
finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
have been taken on as a self contained programming team working for DigiGuys 
(new company) on original GameBoy Advance and GameCube games. We're all 
moving to Hull in a month օք so to start our professional videogame 
development careers. 


It's great to finally be able to tell everyone about it. The full Darkhex 
Diaries, following our entire ordeal beginning last August, will soon be 
online at yarozescene. 


Matt 


—-MESSAGE FILE 8634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07361 


—-MESSAGE FILE 8635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007362 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 11:10:35 +0100 

Organization: SCEE 

Lines: 24 

Message-ID: <9os9p8S1f03@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Congratulations! 
3 cheers... 


James 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9os7sbS$1f02@www.netyaroze-europe.com... 

> Well it finally came through today. The long suffering members of Darkhex 
> finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
> have been taken on as a self contained programming team working for 
DigiGuys 

> (new company) on original GameBoy Advance and GameCube games. We're all 
moving to Hull in a month of so to start our professional videogame 
development careers. 


It's great to finally be able to tell everyone about it. The full Darkhex 
Diaries, following our entire ordeal beginning last August, will soon be 
online at yarozescene. 


Matt 


VVVVVVVVVV 


—-MESSAGE FILE 8635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07362 


—-MESSAGE FILE 8636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007363 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 11:41:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9osbj2S1f04@www.netyaroze-europe. com> 
References: <9o0s7sbS1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-165-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Congratulations guys!! I can't wait to see what the three of you come up 
with on Nintendo's systems. Something great, I'm sure. 

congrats, 

Derek =) 


—-MESSAGE FILE 8636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07363 


—-MESSAGE FILE 8637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007364 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 12:09:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9oscv9S1f05@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-41-101.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Errr.... I haven't got my contract yet. I think the postman is having a day 
off today or something. 


> The full Darkhex Diaries, following our 
> entire ordeal beginning last August, will soon be 
> online at yarozescene. 


.... reading some of it is like re-living the nightmare for me so hopefully 
it will make good fun reading (in a black comedy type of way) for 
everyone-else. 


Jon 


—-MESSAGE FILE 8637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07364 


—-MESSAGE FILE 8638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007365 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quiet time. 

Date: Wed, 26 Sep 2001 12:14:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9o0sd8jS1f06@www.netyaroze-europe. com> 

References: <9on4gi$glvl@www.netyaroze-europe.com> <9or683$1f01@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-41-101.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


No ... I've put jets on your arms too and positioned your arms in such a way 
as the jets are in-line with your centre of gravity -- so you can jet along 

the way your facing which helps (and you've still got the jets on your legs 

for spinning around etc). It's still a bit tricky... but not infuriating (1 
hope). 


I'll be sure to do an NTSC version too. 


Cheers, 
Jon 


—-MESSAGE FILE 8638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07365 


-—-MESSAGE FILE 8639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007366 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 12:39:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 


Net Yaroze newsgroups message dump.txt Page 5704 


Message-ID: <9osem0S1f07@www.netyaroze-europe. com> 

References: <9os7sbS$1f02@www.netyaroze-europe.com> <9oscv9S1f05@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-148-154.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I've got the contract now too.... TOUCH DOWN! 


—-MESSAGE FILE 8639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07366 


—-MESSAGE FILE 8640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007367 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 26 Sep 2001 15:00:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3BB1DF76.4AB5574C@127.0.0.1> 
References: <9oav5bSpin2@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide137.microsoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept—-Language: en 


Matt Verran wrote: 
> 


> Any others? 


I _am_ trying to get some time to do some NY stuff, a new version of 

"Combat3D' is in the offing, basically a whole new game engine, which I 

then hope to use to churn out a few more gamelets. My big project is 

"Kaiju Tai Kaiju' which should please anyone who enjoys Japanese monster 

—-MESSAGE FILE 8640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07367 


—-MESSAGE FILE 8641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007368 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Wed, 26 Sep 2001 15:30:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9osp39S1f08@www.netyaroze-europe. com> 

References: <9oav5b$pln2@www.netyaroze-europe.com> <3BB1DF76.4AB5574C@127.0.0.1> 
NNTP-Posting-Host: host213-122-64-200.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I ո trying to get some time to do some NY stuff, a new version of 

> 'Combat3D' is in the offing, basically a whole new game engine, which I 

> then hope to use to churn out a few more gamelets. My big project is 

> 'Kaiju Tai Kaiju' which should please anyone who enjoys Japanese monster 

—-MESSAGE FILE 8641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07368 


—-MESSAGE FILE 8642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007369 
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Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeece... 

Date: Wed, 26 Sep 2001 16:48:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ostiuS1f09@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-199-134.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Congratulation. 
Can't wait to see what you guys produce, original and fun I hope. 


Nigel 
www.1l00TinSoldiers.com 


—-MESSAGE FILE 8642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07369 


—-MESSAGE FILE 8643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007370 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 17:30:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9o0t0leS1f£010@www.netyaroze-europe. com> 

References: <9os7sbS$1f02@www.netyaroze-europe.com> <9ostiuSlf09@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-10-224.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Its all gr8 news, ու guys!! 
shame i dont have the consoles to play them on... have to find some money ;) 


—-MESSAGE FILE 8643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07370 


—-MESSAGE FILE 8644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007371 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 16:50:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3bb20736.1640598085@www.netyaroze-europe. com> 

References: <9os7sbS$1f02@www.netyaroze-europe.com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Wow, great for you guys! 


Congratulations! 
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On Wed, 26 Sep 2001 10:40:46 +0100, "Matt Verran" 
<mverran@btinternet.com> wrote: 


>Well it finally came through today. The long suffering members of Darkhex 
>finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
>have been taken on as a self contained programming team working for DigiGuys 
>(new company) on original GameBoy Advance and GameCube games. We're all 
>moving to Hull in a month of so to start our professional videogame 
>development careers. 

> 

>It's great to finally be able to tell everyone about it. The full Darkhex 
>Diaries, following our entire ordeal beginning last August, will soon be 
>online at yarozescene. 

> 

>Matt 

> 


—-MESSAGE FILE 8644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07371 


—-MESSAGE FILE 8645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007372 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 16:51:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3bb3076e.1640654476@www.netyaroze-europe. com> 

References: <9os7sbS1f02@www.netyaroze-europe.com> <9ostiuSl1f09@www.netyaroze-europe 
-com> <9o0t0le$1f010@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


You do? You mean they won't hook up the whole Yaroze crew with 
consoles and copies of their games? ;) 


On Wed, 26 Sep 2001 17:30:45 +0100, "Chris Wallace" 
<chrisw666@btinternet.com> wrote: 


>Its all gr8 news, nl guys!! 
>shame i dont have the consoles to play them on... have to find some money ;) 
> 


—-MESSAGE FILE 8645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07372 


—-MESSAGE FILE 8646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007373 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeece... 

Date: Wed, 26 Sep 2001 19:06:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9ot5piS1f£011@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0133.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Congratulations guys! It's good to see good people on the up :) 
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-ՔԲո 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9os7sbS$1f02@www.netyaroze-europe.com... 

Well it finally came through today. The long suffering members of Darkhex 
finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
have been taken on as a self contained programming team working for DigiGuys 
(new company) on original GameBoy Advance and GameCube games. We're all 
moving to Hull in a month օք so to start our professional videogame 
development careers. 


It's great to finally be able to tell everyone about it. The full Darkhex 
Diaries, following our entire ordeal beginning last August, will soon be 
online at yarozescene. 


Matt 


5707 


-—-MESSAGE FILE 8646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07373 


—-MESSAGE FILE 8647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007374 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 19:36:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9o0t7fiS1f£012@www.netyaroze-europe.com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: ch5as02-66-237-40.cw-visp.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


That's great news, nice to see all the hard work you put in paid off. 


Good luck, 
Peter 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9os7sbS$1f02@www.netyaroze-europe.com... 

> Well it finally came through today. The long suffering members of Darkhex 
> finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
> have been taken on as a self contained programming team working for 
DigiGuys 

> (new company) on original GameBoy Advance and GameCube games. We're all 
moving to Hull in a month of so to start our professional videogame 
development careers. 


It's great to finally be able to tell everyone about it. The full Darkhex 
Diaries, following our entire ordeal beginning last August, will soon be 
online at yarozescene. 


Matt 


VVVVVVVV VV 


—-MESSAGE FILE 8647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07374 


—-MESSAGE FILE 8648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007375 
Path: chuka.playstation.co.uk!news 
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From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeece... 

Date: 26 Sep 2001 21:15:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c146cf$d55cfc20$9908e4d5@pal-—s-—omnibook> 
References: <9o0s7sbS1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-6-8-153.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Congratulations guys! 

I'm looking forward to the diaries, as well as of course your games (esp. 
pingping advance ;) )... 

Hope you'll still have some time to drop a line here from time to time... 
I wish you that all goes well! 


—-MESSAGE FILE 8648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07375 


—-MESSAGE FILE 8649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007376 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 22:41:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9oti0g$1f£013@www.netyaroze-europe. com> 

References: <9o0s7sbS1f02@www.netyaroze-europe.com> <01c146cfSd55cfc20$9908e4d5@pal-s 
-omnibook> 

NNTP-Posting-Host: host213-122-64-150.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Thanks everyone. 
> Hope you'll still have some time to drop a line here from time to time... 


... yes, and we're going to try and keep the diaries going once we're on the 
job too. 


Jon 


—-MESSAGE FILE 8649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07376 


—-MESSAGE FILE 8650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007377 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Wed, 26 Sep 2001 19:11:52 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9otni4$1f014@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust135.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Congrats! 


We'll start looking for you guys on the cover pages of gaming mags and 
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stuff. I'm really happy to hear the great news--you guys deserve it big 
time. And don't forget about the rest of us in the Yaroze world once you 
hit it big. Can't wait to see Roller and Obligator on GBA or GCN. 


—Omar 


—-MESSAGE FILE 8650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07377 


—-MESSAGE FILE 8651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007378 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Thu, 27 Sep 2001 13:27:41 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9otv4sS1f015@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


Congrats!, thats friggan awesome for you guys!, 


look forward to the diaries... now we just gotta get more companies to see 
great talent can come from schemes like the yaroze! 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9os7sbS$1f02@www.netyaroze-europe.com... 

> Well it finally came through today. The long suffering members of Darkhex 
> finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
> have been taken on as a self contained programming team working for 
DigiGuys 

> (new company) on original GameBoy Advance and GameCube games. We're all 
moving to Hull in a month of so to start our professional videogame 
development careers. 


It's great to finally be able to tell everyone about it. The full Darkhex 
Diaries, following our entire ordeal beginning last August, will soon be 
online at yarozescene. 


Matt 


VVVVVVVV VV 


—-MESSAGE FILE 8651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07378 


—-MESSAGE FILE 8652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007379 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Thu, 27 Sep 2001 11:58:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3BB30642.7A88734A@127.0.0.1> 

References: <9o0av5bSpln2@www.netyaroze-europe.com> <3BB1DF76.4AB5574C@127.0.0.1> <9o 
sp39S1f08@www.netyaroze-europe. com> 

NNTP-Posting-Host: 193.95.179.11 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept—-Language: en 


Matt Verran wrote: 

> Excellent, good luck with both projects. I started a 3d update of 2600 

> Combat a while back, but only half finished the plane game before moving 

> onto other stuff. There's a real need for an update so you can sit down and 
> simply blast a mate away :) 


:0) 


I've mainly concentrated on the tank games, whilst mulling over the ' հօտ 
to improve the planes' question in the back of my head. 


The main question being the screen wrap around, and how that translates 
to a 3D space. I want it to have the same range of view points the 3D 
tanks have - an 'umpire' view, basically a 3d view of the whole 
arena/sky. A pilot's view, so you can see the front of the plane/tank 
and whats ahead of you. And the 'classic' view, so for the tanks this is 
a basic overhead, and for the planes it would be a 2D sky view, with 
screen wrap. 


I supppose I could surround the sky area with some 'fogging', and do the 
wrap once the planes are fogged out, I'll have to try that out, and see 
what it looks like to play. 


I'd be interested in hearing your ideas about it. 


M. 
—-MESSAGE FILE 8652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07379 


—-MESSAGE FILE 8653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007380 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Thu, 27 Sep 2001 21:46:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <9p03cfSpt61@www.netyaroze-europe. com> 

References: <9o0s7sbS1f02@www.netyaroze-europe.com> <9otv4s$S1f015@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: dialup-11-37.netcomuk.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Yep, we worked hard and it paid off! 
Don't fret though, the Yarozescene will be better than ever now we will all 
be in one place to work on it! 


Plus, I think we may even beable to rustle up a few more Yaroze games ;-) 


Marc 


"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9otv4s$1f015@www.netyaroze-europe.com... 
> Congrats!, thats friggan awesome for you guys!, 


look forward to the diaries... now we just gotta get more companies to see 


great talent can come from schemes like the yaroze! 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9os7sbS$1f02@www.netyaroze-europe.com... 


VVVVVVV 
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> > Well it finally came through today. The long suffering members of 
Darkhex 

> finally found gainful employment. Jon Prestidge, Marc Lambert and Myself 
> have been taken on as a self contained programming team working for 
DigiGuys 

> (new company) on original GameBoy Advance and GameCube games. We're all 
> moving to Hull in a month of so to start our professional videogame 

> development careers. 

> 

> It's great to finally be able to tell everyone about it. The full 
arkhex 
> Diaries, following our entire ordeal beginning last August, will soon be 

online at yarozescene. 


> 
» 
> Matt 
> 
> 


VVVVVVVVOVVVVV VV V 


—-MESSAGE FILE 8653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07380 


—-MESSAGE FILE 8654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007381 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Thu, 27 Sep 2001 23:29:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9p09a0Spt 62@www.netyaroze-europe. com> 
References: <9os7sbS$1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-73-118.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thanks a lot for all the congratulations, it's great to know so many people 
are behind you. On the other hand it's a bit scary having such high 
expectations for our games, lets all hope they're not crap :) 


Like Marc says all being in one place and having a bit more cash to spend 
should mean good things for YarozeScene. Whether we'll have to time to 
develop anything for the yaroze once we start work is uncertain, but if 
nothing else personally I promise Roller will see a release. 


I can definately say that without the Net Yaroze scheme I would not have 
this job, and probably no job in the games industry, so I intend supporting 
"the-best-—purchase-I-ever-made" until the servers go down, my psx blows up 
and the men in white coats drag me away. In true oscar-speech-style I'll 
thank all the people at Sony who worked on NY and all the people who's 
tutorials, source code or help I've found usefull: * THANKYOU! * 


Mattv 


—-MESSAGE FILE 8654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07381 


—-MESSAGE FILE 8655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007382 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 
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Date: 27 Sep 2001 23:15:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c147a9$8ea4el1a0$b41ae4d5@pal—s-—omnibook> 

References: <9oav5b$pln2@www.netyaroze-europe.com> <3BB1DF76.4AB5574C@127.0.0.1> <9o 
sp39S1f08@www.netyaroze-europe.com> <3BB30642.7A88734A@127.0.0.1> 

NNTP-Posting-Host: nas-cbv-2-28-102.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Majik <majik@127.0.0.1> wrote in article <3BB30642.7A88734A@127.0.0.1>... 
<snip> 

> screen wrap. 

<snip> 

> I'd be interested in hearing your ideas about it. 


What about making the ground a sphere, like a planet. It has the additional 
benefit of suppressing the fogging/pop-up of far objects. 


pal 


—-MESSAGE FILE 8655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07382 


—-MESSAGE FILE 8656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007383 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Fri, 28 Sep 2001 12:08:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9p1l1lk1Spt63@www.netyaroze-europe. com> 

References: <9oav5b$pln2@www.netyaroze-europe.com> <3BB1DF76.4AB5574C@127.0.0.1> <9o 
sp39$1f08@www.netyaroze-europe.com> <3BB30642.7A88734A@127.0.0.1> <01c147a9$8ea4el1a0 
Sb41lae4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-145-122 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> What about making the ground a sphere, like a planet. 
> It has the additional benefit of suppressing the 
> fogging/pop-up of far objects. 


Interesting idea that! 


—-MESSAGE FILE 8656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07383 


—-MESSAGE FILE 8657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007384 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Fri, 28 Sep 2001 17:44:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3BB4A8DD.22BF005C@127.0.0.1> 

References: <9oav5bS$p1in2@www.netyaroze-europe.com> <3BB1DF76.4AB5574C@127.0.0.1> <9o 
sp39S1f08@www.netyaroze-europe.com> <3BB30642.7A88734A@127.0.0.1> <01c147a9$8ea4el1a0 
Sb41ae4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: 193.95.179.12 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 
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pal wrote: 


Majik <majik@127.0.0.1> wrote in article <3BB30642.7A88734A@127.0.0.1>... 
<snip> 

> screen wrap. 

<snip> 

> I'd be interested in hearing your ideas about it. 


What about making the ground a sphere, like a planet. It has the additional 
benefit of suppressing the fogging/pop-up of far objects. 


VVVVVVV VV 


Hmmm, interesting.. I can see how that might work. But how big would it 
be? if the sphere is too small, then the player can only just see past 
the front of there nose (horizon too close), where as if it's too big 
then the game arena becomes too 'scarce'... perhaps a mix between the 
sphere idea, and a screen wrap, so that if your opponent goes too far 
over the horizon, then they are wrapped - so the maximum they can get 
away from you is smaller than the circumference of the sphere?? 


M. 
—-MESSAGE FILE 8657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07384 


—-MESSAGE FILE 8658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007385 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Fri, 28 Sep 2001 18:58:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9p2dudSpt 64@www.netyaroze-europe. com> 

References: <9os7sbS$1f02@www.netyaroze-europe.com> <9p09a0Spt62@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-9-237.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


"and all the people who's 
tutorials, source code or help I've found usefull: *THANKYOU!*" 


I was about to say no-problem to that, until I realised I didn't fit under 
any of those catagorys. 
The time will come when I'm not the youngest around and will be able to do 
the helping myself. 

(At the moment I think I am, anyone younger than 16 and 3 months?) 


But as I'm here I will thank the darkhex lot for all the help I got off 
them, so far they've never failded to solve or greatly help with whatever 
problem I put past them, your the best. :) cheers! 

Chris 


—-MESSAGE FILE 8658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07385 


—-MESSAGE FILE 8659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007387 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Degree Advice 

Date: Sat, 29 Sep 2001 18:20:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <9p502g$1sull@www.netyaroze-europe.com> 
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References: <9odckaS4fv3@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup-17-47.netcomuk.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yes, it a tough choice. 


Unfortunately, I didn't get the chance (because of bad teacher guidance back 
then) to go to uni, although I'm now employed in the industry. 


Actually, as from the view from someone who didn't attend uni, I'm now in 
exactly the same paid and working job as Matt who did, so it's not the end 
of the world if things don't all go for you :-) 


Most of all as I'm sure everyone agrees, it's a LOT of hard work involved 
whichever route, but as I've personally found out, work in this industry is 
a dream that can be achieved. 


All the best!! 


Marc. 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: 9odckaS4fv3@www.netyaroze-europe.com... 
> Hi guys, hope you're all doing ok. 


I'm in the process of choosing unis to apply to, and I would like to 
get into the games industry (though obviously I'd like something to 
fall back on in case if my interests change or the industry's 
particularly bad after I leave uni) so am basically decided on doing a 
computer science degree. I'd just like some advice from anyone on 
whether I should look at some of the games orientated courses, or just 
the straight CompSci. Or maybe one of the combinations with maths, or 
one of the courses with more AI options or the software engineering 
courses. 


Anyone got any opinions on what would be most useful, or most 
interesting (I don't like the GCSE and A-Level IT courses, which 
concentrate on using MS Office and computer law and ethics and such)? 


Also, does it matter much if you have a Bachelor degree or a Masters 
degree? Anything else I should consider? 


Basically, any input on these issues would be extremely appreciated :) 


Thanks, 
Rikki 


VVVVVVVVVVVVVV VV VV VV VV V 


—-MESSAGE FILE 8659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07387 


—-MESSAGE FILE 8660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007388 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Sat, 29 Sep 2001 18:23:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9p5076S1sul2@www.netyaroze-europe.com> 
References: <9oav5bS$p1ln2@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup-17-47.netcomuk.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Actually, if it all goes well in our new job, I'm planning on doing 
StarsWars2, thanx to a bit of coaxing from Matt. 


Details are sketchy at the moment, but I have some major plans a brewing. 
Anyone good at art who wants in? :-) 


Marc. 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: Joav5b$pin2@www.netyaroze-europe.com... 

> Hmmm things seem fairly quiet around here, hopefully that means everyone 
is 

> working hard on their yaroze games. 

> 

> I was just wondering whats in development now and when stuff is likely to 
be 


v 


released, I am aware of: 


Monky Regs 

Bugsplat 

bio-action-shooter (Ben James) 
(Nigel Critten) 

Invs 

Gravity Girl 

Obligator 

Breakdown 


Any others? 


Matt 


VVVVVVVVVVVVVVV VV 


—-MESSAGE FILE 8660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07388 


—-MESSAGE FILE 8661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007389 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Sat, 29 Sep 2001 18:32:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9p501nS$1sul3@www.netyaroze-europe.com> 

References: <9oav5bS$p1ln2@www.netyaroze-europe.com> <9p5076S1lsul2@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-172-132.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> Actually, if it all goes well in our new job, I'm 
> planning on doing StarsWars2, thanx to a bit 
> of coaxing from Matt. 


YEY! SW2 MUST have the sampled speech :) 
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-—-MESSAGE FILE 8661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07389 


—-MESSAGE FILE 8662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007390 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Degree Advice 

Date: Sun, 30 Sep 2001 14:32:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <3bba2c80.1977884577@www.netyaroze-europe. com> 

References: <9odckaS4fv3@www.netyaroze-europe.com> <9p502g$1sull@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I'm 28 and on my last year of my bachelor's degree. I found that 

working for a while before going to college was most invaluable... I 

—-MESSAGE FILE 8662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07390 


—-MESSAGE FILE 8663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007391 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Mon, 1 Oct 2001 00:10:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9p88pvS$7bcl@www.netyaroze-europe. com> 
References: <9o0s7sbS1f02@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-154-114.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Oooop... why do important things always happen when Im off on holiday ? 
Well done guys 

Of course there's major envy on my side as you have done what I should have 
done years ago when I was still a lad. Instead I get to write boring 


software for a big company with ungrateful users. 


I for one am very interested in seeing the diaries of how you did it and I 
would love to hear how you get on in the future 


Nice one ! 


John ( Quietbloke ) 


—-MESSAGE FILE 8663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07391 


—-MESSAGE FILE 8664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007392 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Mon, 1 Oct 2001 11:36:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 13 

Message-ID: <9p9gt2S7bc2@www.netyaroze-europe. com> 

References: <9os7sbS1f02@www.netyaroze-europe.com> <9p8&8pv$7bcl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-19-115.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> Instead I get to write boring 
> software for a big company with ungrateful users. 


I know what you mean there John, I found saying things like: "users, hey... 
who'd have `em?", helped me hold-onto my sanity. Programming sure can be a 
thankless task where there are users involved. 


Jon 


—-MESSAGE FILE 8664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07392 


—-MESSAGE FILE 8665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007393 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Possible PSone work! 

Date: Mon, 1 Oct 2001 21:01:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9pai97S7bc3@www.netyaroze-europe.com> 
NNTP-Posting-Host: dialup-19-10.netcomuk.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi Guys, 


I've been in touch with a company who are looking to make a budget PSone 
pinball game. They are in talks with a major publisher to get the license 
for it. 


If anyone is remotely interested, reply here or mail me and I'll put you in 
touch with them. The director promises me that this would lead to more work 
for whoever takes the game on, so let me know! 


Marc :-) 


—-MESSAGE FILE 8665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07393 


—-MESSAGE FILE 8666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007394 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: yippeeeeeeee... 

Date: Tue, 02 Oct 2001 14:40:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3BB9C3BE.EDB1E341@peregrine.com> 

References: <9os7sbS$1f02@www.netyaroze-europe. com> 
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NNTP-Posting-Host: manuk75.harbinger.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Congratulations dudes, that's excellent news!! 


Page 


Hope to see some seriously trippy, fun stuff on GC/GBA from you guys 
(these are the systems to do it!!) The diaries should be interesting 


too! 
Nice one! 


Andy 


Matt Verran wrote: 


development careers. 


online at yarozescene. 


VVVVVVVVVVV VV 


Matt 


Well it finally came through today. The long suffering members of Darkhex 
finally found gainful employment. Jon Prestidge, 
have been taken on as a self contained programming team working for DigiGuys 
(new company) on original GameBoy Advance and GameCube games. We're all 
moving to Hull in a month of so to start our professional videogame 


Marc Lambert and Myself 


It's great to finally be able to tell everyone about it. The full Darkhex 
Diaries, following our entire ordeal beginning last August, will soon be 


5718 


—-MESSAGE FILE 8666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07394 


—-MESSAGE FILE 8667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007395 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Bought a Gamecube 

Date: Wed, 3 Oct 2001 21:01:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 


Message-ID: <9pfrigSavol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-7-83-146.btinternet.com 


X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Oh dear. I seem to have "inadvertently" bought a Japanese Gamecube with 
Super Monkey Ball from Lik-Sang. Should be here by the weekend - I'll post 


my impressions of the funky li'l machine later! 


Nick F 


—-MESSAGE FILE 8667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07395 


—-MESSAGE FILE 8668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007396 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Bought a Gamecube 

Date: Wed, 3 Oct 2001 22:17:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 
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Message-ID: <9pfvl7Savo2@www.netyaroze-europe. com> 
References: <9pfrlgSavol@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-026-0167.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Oh you lucky, lucky man! Some of use are trying _really_ hard to wait for 
the PAL machine, you know! Had quick go on Monkey Ball the other day but was 
too taken in by the cutesy and 'proper gameness' of it to give an ojective 
account now. The appearance of the GC just makes you want one. The PS2 got a 
lot of stick for looking like a lump of 1980s living room hardware though, I 
think it look pretty good. But the Xbox? Cripes, I guess they had no 
alternative but to make it the size of a PC motherboard. 


-ՔԲո 


"Nick Ferguson" <web@nickferguson.com> wrote in message 

news: 9pfrlgSavol@www.netyaroze-europe.com... 

Oh dear. I seem to have "inadvertently" bought a Japanese Gamecube with 
Super Monkey Ball from Lik-Sang. Should be here by the weekend - I'll post 
my impressions of the funky li'l machine later! =) 


Nick F 


—-MESSAGE FILE 8668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07396 


—-MESSAGE FILE 8669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007397 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Thu, 04 Oct 2001 10:41:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3BBC2EB9.33AAB0A8@127.0.0.1> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9pfvl7Savo2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.53.126.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Ben James wrote: 

> 

> Oh you lucky, lucky man! Some of use are trying _really_ hard to wait for 
> the PAL machine, you know! 

Yeha, I was >< this close to buying an import one the day they came out, 
but I've spent loads on games hardware recently (PS2 + stuff) (GBA + 

games) and decided to try to stick it out till the PAL ones comes along. 
Plus I'm really waiting for Mario! 


> The appearance of the GC just makes you want one. 
It does look good. 


> The PS2 got a 

> lot of stick for looking like a lump of 1980s living room hardware though, I 
> think it look pretty good. 

I just LOVE the styling of PS2.. if only it had the same finish as NY! 

but I guess that stuff is just a dirt/dust magnet! 


> But the Xbox? Cripes, I guess they had no 
> alternative but to make it the size of a PC motherboard. 
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M. 
--MESSAGE FILE 8669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07397 


--MESSAGE FILE 8670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007398 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Thu, 4 Oct 2001 11:28:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9phdmcSfpt1l@www.netyaroze-europe. com> 
References: <9pfrlgSavol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-47-94.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Jealous. 
Very Very Jealous. 


I guess it'll mean one more GC at the US launch :) Only 45 days left until 
I can be told there are none available. 


Nick Ferguson <web@nickferguson.com> wrote in message 
news: 9pfrlgSavol@www.netyaroze-europe.com... 
> Oh dear. I seem to have "inadvertently" bought a Japanese Gamecube with 


> Super Monkey Ball from Lik-Sang. Should be here by the weekend - I'll post 
> my impressions of the funky li'l machine later! =) 

> 

> Nick F 

> 

> 


—-MESSAGE FILE 8670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07398 


—-MESSAGE FILE 8671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007399 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Thu, 4 Oct 2001 15:31:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9phrt1Sfpt2@www.netyaroze-europe. com> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9pfvl7Savo2@www.netyaroze-europe 
.com> <3BBC2EB9.33AAB0A8@127.0.0.1> 

NNTP-Posting-Host: host213-1-175-199.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> I just LOVE the styling of PS2.. if only it had the same finish as NY! 
> but I guess that stuff is just a dirt/dust magnet! 


Ah the yaroze-fur, a pain to clean but just so lovely and furry it's worth 


Tite Se) 


—-MESSAGE FILE 8671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07399 
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—-MESSAGE FILE 8672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007400 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Fri, 5 Oct 2001 17:00:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9pkim3Sfpt3@www.netyaroze-europe. com> 
References: <9pfrlgSavol@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-198-232.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2526.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2526.0000 


I'm sitting on my hands waiting for the US one :) 
Not sure I can anymore... I just treated myself to a PS2 last week, must be 


the last one here to get one :) But I promised myself I wouldn't get one 
until they came down in price :) 


Very happy with that, but Gamecube is my next, won't bother with XBox, I 
don't have space, I'd have to build an extension just to get it in... widen 
all the doors, ask the local powerstation if they could get some extra staff 
to power the thing :) 


Nigel 


—-MESSAGE FILE 8672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07400 


—-MESSAGE FILE 8673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007401 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: I'll be back 

Date: Fri, 5 Oct 2001 23:54:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <9pldv8Sfpt4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-348.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Guys, 


Just back for the weekend from my student accomodation. I just thought I'd 
let you know that I havn't dissapeared without trace and am infact awaiting 
my new Dell machine (which is taking its bloody time to come through, 4 
weeks... then they lost the order so I re-ordered etc, etc...). 


I still plan to work on MonkeyRegs and my Yaroze is just sitting there 
waiting to be plugged into the new machine when I get it. 


BIW... I heard of the DarkHex news but couldn't get access to the newsgroups 
from the Uni - well done guys!!!! now show the industry what Yarozers can 
do!!!!! put those commercial games to shame as they so deserve! 


I will try to keep in contact... also anyone can still mail me at 
sckoobs@yahoo.com and I should still be able to keep my site updated. I know 
that this may seem somewhat of an advert and people may say who cares??? but 
I just want you to know that I will still be beavering away... 


Max 
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—-MESSAGE FILE 8673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07401 


-—-MESSAGE FILE 8674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007402 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'll be back 

Date: Sat, 6 Oct 2001 00:18:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <9plf8tSfpt5@www.netyaroze-europe. com> 
References: <9pldv8Sfpt4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-11-56.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


"Dell machine" 


I truley shuddered at that phrase, (i dont like dell after all the hasstle 
they gave me last time...) 


Hope it all works 4 you tho, and also give me some beleifs that Dell 
actually know how to turn their own machines on. Because it took then a 
couple of months shouting "ITS HARDWARE!!!" before they twigged it wasnt a 
"your game is wrong' error... sigh. 


Anyway enough of my side tracking, hope to see you yarozing again soon and 
good luck with yer uni course! 


—-MESSAGE FILE 8674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07402 


—-MESSAGE FILE 8675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007403 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze wanted??? 

Date: Sat, 6 Oct 2001 11:16:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9pmlsbSlcgl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-11-56.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey all, i dont know if anyl else did but i just got this mail to my hotmail 
account. 

(of which i dont beleive is published anywhere) but all the same I thought 
I'd post it here. 

Chris 


Subject :yaroze wanted 
From: joachim.claes@gamepyworld.com 


Hi, 


Do you know anyone who would be interested in selling their NY console ? I 
need 
one urgently and I can offer a good price. 
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Thanks a million, 


Joachim 


—-MESSAGE FILE 8675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07403 


—-MESSAGE FILE 8676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007404 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze wanted??? 

Date: Sat, 6 Oct 2001 14:06:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <9pmvqlSlcg2@www.netyaroze-europe. com> 
References: <9pmlsbS$lcgl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-239.beedrill.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yep I got it as well. Anyone have a Yaroze they want to give him? 
Max 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 9pmlsb$lcgl@www.netyaroze-europe.com... 

> Hey all, i dont know if anyl else did but i just got this mail to my 
hotmail 

> account. 


> (of which i dont beleive is published anywhere) but all the same I thought 
> I'd post it here. 

> Chris 

> 

> eS = =. = 

> Subject :yaroze wanted 

> From: joachim.claes@gamepyworld.com 

> peepee a 

> Hi, 

> 

> Do you know anyone who would be interested in selling their NY console ? I 
> need 

> one urgently and I can offer a good price. 

> 

> Thanks a million, 

> 

> Joachim 

> 

> 

> 


—-MESSAGE FILE 8676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07404 


-—-MESSAGE FILE 8677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007405 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'll be back 

Date: Sat, 6 Oct 2001 14:12:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9pn079Slcg3@www.netyaroze-europe. com> 
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References: <9pldv8Sfpt4@www.netyaroze-europe.com> <9plf8tS$fpt5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-239.beedrill.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Thanks Chris, 


I ordered a Dell about a month ago and they recently contacted me saying 
they lost my order. So I have re-ordered about a week ago and have not 
recieved any word yet despite spending £5 on a mobile phone call to thier 
customer support helpline. 

But as far as I can see no one else offers such a high spec PC (with RDRAM, 
P4, UDMA HD etc...) for such a low price, but even still I am getting very, 
very pissed off. 


5 weeks and counting... 
Max 
Chris Wallace <chrisw666@btinternet.com> wrote in message 


news: 9p1f£8t$fpt5@www.netyaroze-europe.com... 
> "Dell machine" 


I truley shuddered at that phrase, (i dont like dell after all the hasstle 
they gave me last time...) 


Hope it all works 4 you tho, and also give me some beleifs that Dell 
actually know how to turn their own machines on. Because it took then a 
couple of months shouting "ITS HARDWARE!!!" before they twigged it wasnt a 
"your game is wrong’ error... sigh. 


Anyway enough of my side tracking, hope to see you yarozing again soon and 
good luck with yer uni course! 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 8677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07405 


—-MESSAGE FILE 8678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007406 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Sat, 6 Oct 2001 14:53:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9pn2eoSlcg4@www.netyaroze-europe. com> 

References: <9pfrigSavol@www.netyaroze-europe.com> <9phdmcSfptl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-106-218.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm getting one too now, seeing as the US region mod is out. Havn't quite 
decided which games to get yet apart from monkey ball. Might just stick with 
that and an extra pad for now. 


Matt 


Matt Verran <mverran@btinternet.com> wrote in message 
news: 9phdmcS$fptl@www.netyaroze-europe.com... 

> Jealous. 

> 
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> Very Very Jealous. 


> 

> I guess it'l 
until 

I can be tol 


> Oh dear. 


ost 


> 
> Nick F 
> 
> 


VVVVVV VIO VV VV VV 


ll mean one more GC at the US launch 


> Super Monkey Ball from Lik-Sang. 


> my impressions of the funky li'l 


+) Only 45 days left 


ld there are none available. 


Nick Ferguson <web@nickferguson.com> wrote in message 
news:9pfrlgšavol@www.netyaroze-europe.com... 
I seem to have "inadvertently" bought a Japanese Gamecube with 


Should be here by the weekend - Լ'11 


machine later! 


) 


--MESSAGE FILE 8678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07406 


--MESSAGE FILE 8679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007407 
Path: 
From: 
Newsgroups: 
Subject: Re: 
Date: Sat, 
Organization: 
Lines: 15 

Message-ID: 
References: 


chuka.playstation.co.uk!news 

"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
scee.yaroze.freetalk.english 

Bought a Gamecube 

6 Oct 2001 15:52:24 +0100 


PlayStation Net Yaroze (SCEE) 


<9pn6luS$lcg5@www.netyaroze-europe.com> 
<9pfrigSavol@www.netyaroze-europe.com> <9phdmcS$fptl@www.netyaroze-europe 


.com> <9pn2eo$lcg4@www.netyaroze-europe. com> 


NNTP-Posting-Host: 


X-Priority: 3 


host213-122-200-71.btinternet.com 


X-MSMail-Priority: Normal 


X-Newsreader: 


Microsoft Outlook Express 6.00.2526.0000 


X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2526.0000 


I've not seen 


anything about a US Region mod yet, is it that little region 


switch they are talking about ? 


Nigel 
www.100TinSol 


ldiers.com 


http://www.netyaroze-europe.com/~ncritten/ 


"Matt Verran' 
news: 9քո26օՏ1 
> I'm getting 
quite 

> 


<mverran@btinternet.com> wrote in message 


lcg4@www.netyaroze-europe.com... 


one too now, seeing as the US region mod is out. Havn't 


—-MESSAGE FILE 8679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07407 


-—-MESSAGE FILE 8680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007408 


Path: chuka.playstation.co.uk!news 


From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'll be back 

Date: Sat, 6 Oct 2001 16:04:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9pn6én2Slcg6@www.netyaroze-europe. com> 

References: <9pldv8Sfpt4@www.netyaroze-europe.com> <9plf8tS$fpt5ewww.netyaroze-europe 


.com> <9pn079Slcg3@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host217-35-11-56.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


My problem was the worst ive seen so far, where the computer just cut out 
after about 30mins into a complete lock up and the replacement just burnt 
out on me. 


A m8 of mine just got a Dell the other day and has been having problems too, 
but we think we know what that is now, so maybe the machines themselves are 
sorted now :) 

We can only hope, but i have to agree their prices are normally good... 
unless u have the time to build it your self of course. 


—-MESSAGE FILE 8680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07408 


—-MESSAGE FILE 8681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007409 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze wanted??? 

Date: Sat, 6 Oct 2001 16:05:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <9pn6opSlcg7@www.netyaroze-europe. com> 

References: <9pmlsb$lcgl@www.netyaroze-europe.com> <9pmvql$lcg2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-11-56.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Well I'm defenatly keeping mine! 
Any ideas where he got the email addrs from? Because my hotmail account is 
only used for MSN and junk mail... 


—-MESSAGE FILE 8681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07409 


—-MESSAGE FILE 8682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007410 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'll be back 

Date: Sat, 6 Oct 2001 16:07:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <9pn6éuvSlcg8@www.netyaroze-europe. com> 

References: <9pldv8Sfpt4@www.netyaroze-europe.com> <9plf8tS$fpt5@www.netyaroze-europe 
.com> <9pn079Slcg3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-200-71.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2526.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2526.0000 


well to make Max feel better while he waits for his Dell I've done work for 
a guy who has 3 of the, and they all seem to be working well :-) 


Nigel 


—-MESSAGE FILE 8682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07410 


—-MESSAGE FILE 8683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007411 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'll be back 

Date: Sat, 6 Oct 2001 16:46:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <9pn9leSlcg9@www.netyaroze-europe. com> 

References: <9pldv8Sfpt4@www.netyaroze-europe.com> <9plf8&tS$fpt5@www.netyaroze-europe 
.com> <9pn079Slcg3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-116-119.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


While I was at Technolog we always found the Dell desktops to be good, their 
laptops were terrible on the other hand. And it was hell trying to get 
through to the tech support, the on-hold music was kind of a permanent 
office anthem. 


—-MESSAGE FILE 8683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07411 


—-MESSAGE FILE 8684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007412 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Sat, 6 Oct 2001 16:58:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9pn9p0Slicg1l0@www.netyaroze-europe.com> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9phdmcSfptl@www.netyaroze-europe 
.com> <9pn2eoSlcg4@www.netyaroze-europe.com> <9pné6éluSlcg5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-116-119.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


cube.ign.com are reporting that a mod is possible and they'll be releasing 
the info in the next few days. If IGN are saying how to do it it can't be 

that hard, there has been lots of speculation about the GC having two lid 

switches and maybe that has something to do with region detection. 


Just had a look at your Starbug explosion Nigel, bloody brilliant that, I'm 
well impressed :) 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 9pn6luSlcg5@www.netyaroze-europe.com... 

> I've not seen anything about a US Region mod yet, is it that little region 
switch they are talking about ? 


Nigel 
www. 1l00TinSoldiers.com 
http://www.netyaroze-europe.com/~ncritten/ 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9pn2eoS$lcg4@www.netyaroze-europe.com... 

> I'm getting one too now, seeing as the US region mod is out. Havn't 
quite 

> 


VVVVVVVVVV VV 
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> 
> 


—-MESSAGE FILE 8684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07412 


—-MESSAGE FILE 8685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007413 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Sat, 6 Oct 2001 21:29:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9pnpqaSlcg11l@www.netyaroze-europe.com> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9phdmcSfptl@www.netyaroze-europe 
.com> <9pn2eoS$lcg4@www.netyaroze-europe.com> <9pné6éluSlcg5@www.netyaroze-europe. com> 
<9pn9p0$lcg1l0@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-196-225.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2526.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2526.0000 


> cube.ign.com are reporting that a mod is possible and they'll be releasing 


If thats the case I might go for the Japanesse one as well. Just need to 
decide if I should get the purple, or wait for the Black or Indigo :) 


> Just had a look at your Starbug explosion Nigel, bloody brilliant that, 
I'm 
> well impressed :) 


Cheers Matt, always nice to hear something positive about my stuff. 


Nigel 
www. 1l00TinSoldiers.com 
http://www.netyaroze-europe.com/~ncritten/ 


--MESSAGE FILE 8685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07413 


—-MESSAGE FILE 8686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007414 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze wanted??? 

Date: Sun, 7 Oct 2001 12:14:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9ppdmk$o941@www.netyaroze-europe. com> 

References: <9pmlsb$lcgl@www.netyaroze-europe.com> <9pmvql$lcg2@www.netyaroze-europe 
.com> <9pn6op$lcg7@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-968.articuno.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I know I wondered that as well... Maybe he saw the Yaroze scene site member 
list before it was taken off, I can't think of anywhere else he might have 
got it from, maybe the WIP section? 


Max 


Chris Wallace <chrisw666@btinternet.com> wrote in message 
news: 9pnb6op$lcg7@www.netyaroze-europe.com... 
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Well I'm defenatly keeping mine! 
Any ideas where he got the email addrs from? Because my hotmail account is 
only used for MSN and junk mail... 


VVVVYV 


—-MESSAGE FILE 8686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07414 


—-MESSAGE FILE 8687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007415 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I'll be back 

Date: Sun, 7 Oct 2001 12:20:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <9ppe0vSo942@www.netyaroze-europe. com> 

References: <9pldv8Sfpt4@www.netyaroze-europe.com> <9plf8tS$fpt5@www.netyaroze-europe 
.com> <9pn079Slcg3@www.netyaroze-europe.com> <9pné6én2S$lcg6@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-968.articuno.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I'm hoping that I can cancel it very soon coz I've figured that I can build 
a PC for £200 less than I would be paying for a Dell. Also RDRAM doesn't 
seem to be as expensive as I originally thought it would be, my only trouble 
would be trying to get a hold of the proper motherboard. Besides for the 
price Dell offered I can build one with a DVD, CD-RW and internal 250 Zip. 
Sorry Dell; you suck :) 


Max 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 9pn6n2S$lcg6@www.netyaroze-europe.com... 

> My problem was the worst ive seen so far, where the computer just cut out 
> after about 30mins into a complete lock up and the replacement just burnt 
> out on me. 

> 

> A m8 of mine just got a Dell the other day and has been having problems 


> but we think we know what that is now, so maybe the machines themselves 


> sorted now :) 
We can only hope, but i have to agree their prices are normally good... 
unless u have the time to build it your self of course. 


—-MESSAGE FILE 8687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07415 


—-MESSAGE FILE 8688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007416 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Sun, 7 Oct 2001 12:24:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <9ppe8gS0943@www.netyaroze-europe. com> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9phdmcSfptl@www.netyaroze-europe 
-com> <9pn2Zeo$lcg4@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-968.articuno.dialup.pol.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Monkey Ball does look really, really cool. Edge gave it 9/10 which is good 
to hear from a launch game and its made me want it even more, but I have 
sworn an oath to buy the black PAL GC. Luigi's Mansion doesn't look too bad 
either but heres waiting for GC Mario! 


Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9pn2eoS$lcg4@www.netyaroze-europe.com... 

> I'm getting one too now, seeing as the US region mod is out. Havn't 
quite 

> decided which games to get yet apart from monkey ball. Might just stick 
with 

that and an extra pad for now. 


Matt 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9phdmcS$fptl@www.netyaroze-europe.com... 

> Jealous. 

> 

> Very Very Jealous. 

> 

> I guess it'll mean one more GC at the US launch :) Only 45 days left 
until 
> I can be told there are none available. 

> 

> Nick Ferguson <web@nickferguson.com> wrote in message 

> news: 9pfrlgSavol@www.netyaroze-europe.com... 

> > Oh dear. I seem to have "inadvertently" bought a Japanese Gamecube 
ith 

> > Super Monkey Ball from Lik-Sang. Should be here by the weekend - I'll 
post 

> my impressions of the funky li'l machine later! =) 

> 

> Nick F 

> 

> 


v 


VVVVVVVVV VV EVV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 8688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07416 


—-MESSAGE FILE 8689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007417 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze wanted??? 

Date: Sun, 7 Oct 2001 13:07:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9ppgmtSo944@www.netyaroze-europe.com> 

References: <9pmlsbS$lcgl@www.netyaroze-europe.com> <9pmvql$lcg2@www.netyaroze-europe 
.com> <9pn6op$lcg7@www.netyaroze-europe.com> <9ppdmk$o941@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-11-56.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


It would have been a possablitity, but back then i didnt even HAVE a hotmail 
account and i never show that email addr anywhere.. oh well... doesnt bother 
me much, im just intrigued. 
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—-MESSAGE FILE 8689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07417 


-—-MESSAGE FILE 8690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007418 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Sun, 7 Oct 2001 15:43:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9pppu0So0945@www.netyaroze-europe. com> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9pklm3Sfpt3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-245-175.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


> Not sure I can anymore... I just treated myself to a PS2 last week, must 
be 
> the last one here to get one :) But I promised myself I wouldn't get one 


> until they came down in price :) 


You're not *quite* the last - I'm not getting one till the US price drops to 
$199 and I know Mr Frosty hasn't got one either. The Gamecube will do me 
till then, ta very much, although the likes of Devil May Cry, Burnout, ICO 
and MGS2 are all very tempting. I can always tell myself I'm holding out for 
the remote possibility of a PS2 Linux kit getting released by SCEE or SCEA. 


My 'cube should get here on Tuesday... :) 


—-MESSAGE FILE 8690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07418 


—-MESSAGE FILE 8691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007419 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: my mouse slipped, about 30 times.... 

Date: Sun, 7 Oct 2001 21:34:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9pqeb3S0946@www.netyaroze-europe. com> 

References: <9pfrlgSavol@www.netyaroze-europe.com> <9pklm3S$fpt3@www.netyaroze-europe 
.com> <9pppu0So945@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-31-47.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Who ever decided to let me have a credit card? 
Gamecube, extra controller, mem card, Luigi Mansion, Waverace, Monkey Ball, 


S-Video Lead and a PS dance mat (just for fun) means I am £406 poorer but 
pretty damn happy :) 


-—-MESSAGE FILE 8691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07419 


—-MESSAGE FILE 8692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007420 
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Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bought a Gamecube 

Date: Mon, 08 Oct 2001 01:12:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3bc0fd65.2621185845@www.netyaroze-europe. com> 
References: <9pfrlgSavol@www.netyaroze-europe.com> <9pklm3Sfpt3@www.netyaroze-europe 
.com> <9pppu0So945@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


... just finished silent hill 2... 
Maybe you should put off waiting. 
‘nuff said! 


On Sun, 7 Oct 2001 15:43:52 +0100, "Nick Ferguson" 
<web@nickferguson.com> wrote: 


>> Not sure I can anymore... I just treated myself to a PS2 last week, must 
>be 

>> the last one here to get one :) But I promised myself I wouldn't get one 
>> until they came down in price :) 

> 

>You're not *quite* the last - I'm not getting one till the US price drops to 


>$199 and I know Mr Frosty hasn't got one either. The Gamecube will do me 
>till then, ta very much, although the likes of Devil May Cry, Burnout, ICO 
>and MGS2 are all very tempting. I can always tell myself I'm holding out for 
>the remote possibility of a PS2 Linux kit getting released by SCEE or SCEA. 
> 

>My 'cube should get here on Tuesday... :) 

> 


—-MESSAGE FILE 8692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07420 


-—-MESSAGE FILE 8693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007421 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze wanted??? 

Date: Mon, 08 Oct 2001 17:09:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3BC1CFC8.16282BBB@Q@127.0.0.1> 

References: <9pmlsb$lcgl@www.netyaroze-europe.com> <9pmvql$lcg2@www.netyaroze-europe 
.com> <9pn6op$lcg7@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.53.126.19 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept—-Language: en 


Chris Wallace wrote: 

> 

> Well I'm defenatly keeping mine! 

> Any ideas where he got the email addrs from? Because my hotmail account is 
> only used for MSN and junk mail... 


Yeah, I got that mail too! 


I think he got the email addresses from the Yaroze group on ICQ (anyone 
remember THAT!) 
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I was also pestered by an ICQer (different guy I think) on friday asking 
similar things. 


M. 
—-MESSAGE FILE 8693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07421 


—-MESSAGE FILE 8694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007422 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Disc 77 update 

Date: Mon, 8 Oct 2001 17:10:50 +0100 

Organization: SCEE 

Lines: 26 

Message-ID: <9psjct$t7j1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi folks, 


Just a little update to let you know what's 'actually' on disc 77 regarding 
the yaroze content. 


Adventure Game 
Blockz 

Opera of Destruction 
Pandora's Box 
Pssst 

Rocks 'n' Gems 
Snowball Fight 
SuperBub 

Surf Game 
Technical Demo 
Yaroze Rally 


And it's on the disc menu as Rocks 'n' Gems 
What fun we have! 
Later 


James 


—-MESSAGE FILE 8694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07422 


—-MESSAGE FILE 8695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007423 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Mon, 8 Oct 2001 17:25:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9psjv7St7j2@www.netyaroze-europe. com> 

References: <9psjct$t7j1@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-20-105.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Smart! Does it still look like there will be a few more cover discs with 
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Yaroze stuff? ԼԵ looks like Yarozers will beable to come-up with enough 
Yaroze games for a couple of cover discs at least (and that's just on Matt 
Verran's output!) 


Jon 


—-MESSAGE FILE 8695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07423 


-—-MESSAGE FILE 8696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007424 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Mon, 8 Oct 2001 17:28:19 +0100 

Organization: SCEE 

Lines: 24 

Message-ID: <9pskdmSt7j3@www.netyaroze-europe. com> 

References: <9psjct$t7jl@www.netyaroze-europe.com> <9psjv7$t7j2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi Jon, 


As far as I know we're still planning to put on the new demos, I'll let you 
know more as we go along. 

I am led to believe that disc 78 doesn't have a yaroze game on it, but will 
clarify that later. 


Later 

James 

"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 

news: 9psjv7$t7j2@www.netyaroze-europe.com... 

> Smart! Does it still look like there will be a few more cover discs with 
> Yaroze stuff? It looks like Yarozers will beable to come-up with enough 
> Yaroze games for a couple of cover discs at least (and that's just on Matt 
> Verran's output!) 

> 

> Jon 

> 

> 

> 


-—-MESSAGE FILE 8696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07424 


—-MESSAGE FILE 8697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007425 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Mon, 8 Oct 2001 22:08:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9pt4r3St7j4@www.netyaroze-europe. com> 
References: <9psjct$t7j1@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-61-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Nice, and all I was expecting was Rocks'n'Gems. There are a few I don't 
recognise, though. Surf Game, Blockz, Pssst; any links for these? 


cheers 
Derek 


> Just a little update to let you know what's ‘actually' on disc 77 
regarding 
the yaroze content. 


v 


Adventure Game 
Blockz 

Opera of Destruction 
Pandora's Box 
Pssst 

Rocks 'n' Gems 
Snowball Fight 
SuperBub 

Surf Game 
Technical Demo 
Yaroze Rally 


And it's on the disc menu as Rocks 'n' Gems 


What fun we have! 


Later 


James 


VVVVVVVVVVVVVVV VV VV VV VY 


-—-MESSAGE FILE 8697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07425 


—-MESSAGE FILE 8698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007426 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Mon, 8 Oct 2001 22:54:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9pt7fuSt7j5@www.netyaroze-europe. com> 

References: <9psjctSt7j1@www.netyaroze-europe.com> <9pt4r3St7j4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-11-56.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Was surf game made into a full product @ some point? Im sure i heard that 
somewhere... 

The other 2 i've never heard of either. but im glad to see snowball fight on 
there. I'll have a lot of happy school friends! 


—-MESSAGE FILE 8698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07426 


—-MESSAGE FILE 8699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007427 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Disc 77 update 

Date: Mon, 8 Oct 2001 23:29:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9pt9k3St7j6@www.netyaroze-europe. com> 
References: <9psjctS$t7jl@www.netyaroze-europe.com> <9pt4r3S$t7 j4@www.netyaroze-europe 
.com> <9pt7fuSt7 5@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-61-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> . . . but im glad to see snowball fight on there. 


Me too. I hope the OPSM release of Snowball Fight has its cool (ho-ho) 
music back in. Mr. Frosty? 


cheers 
Derek =) 


—-MESSAGE FILE 8699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07427 


—-MESSAGE FILE 8700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007428 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Tue, 9 Oct 2001 09:06:46 +0100 

Organization: SCEE 

Lines: 24 

Message-ID: <9pubd9St7j7@www.netyaroze-europe. com> 

References: <9psjctS$t7j1l@www.netyaroze-europe.com> <9pt4r3St7 j4@www.netyaroze-europe 
.com> <9pt7fuSt7j5@www.netyaroze-europe.com> <9pt9k3St7j6@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hi, 

Regarding the surf game, that was a technical demo, that turned into a full 
product. 

The author is Mark Theyer http://www.theyergfx.com/ 

Later 


James 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9pt 9k3St7j6@www.netyaroze-europe.com... 


> >. . . but im glad to see snowball fight on there. 

> 

> Me too. I hope the OPSM release of Snowball Fight has its cool (ho-ho) 
> music back in. Mr. Frosty? 

> 

> cheers 

> Derek =) 

> 

> 

> 


-—-MESSAGE FILE 8700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07428 
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—-MESSAGE FILE 8701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007429 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Tue, 9 Oct 2001 10:51:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9puhjpS$t7j8@www.netyaroze-europe. com> 

References: <9psjctS$t7j1l@www.netyaroze-europe.com> <9pt4r3S$t7 j4@www.netyaroze-europe 
.com> <9pt7fuSt7j5@www.netyaroze-europe.com> <9pt9k3St7j6@www.netyaroze-europe. com> 
NNTP-Posting-Host: icarus.reflectionsinteractive.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9pt 9k3St7j6@www.netyaroze-europe.com... 


> >. . . but im glad to see snowball fight on there. 

> 

> Me too. I hope the OPSM release of Snowball Fight has its cool (ho-ho) 
> music back in. Mr. Frosty? 

> 

> cheers 

> Derek =) 


That's excellent, but this is the first I've heard about it. 
I've got my fingers crossed that the original version will go in. The 
updated version was admittedly more polish than spit. :օ/ 


—-MESSAGE FILE 8701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07429 


—-MESSAGE FILE 8702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007430 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Obligator 

Date: Wed, 10 Oct 2001 17:11:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9qlru5$81il@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-73-31.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello. 

I've put a new work-in-progress version of Obligator on my home page 
~zmoose. 

This time there are air jets on the arms too which makes it a whole lot 


easier to get where you want to go (but you still have to think about it 
somewhat). There is not much more improvement appart from that -- I've put 
in some menus etc. I'm still trying to get the remaining anomalies out of 
the 3D physics engine... when I've done that I'll make it into the proper 


game and put in SFX etc. 


Since there will be no Yaroze stuff on disc 78, I'll now take a short break 
from Obligator and get learning the Game Boy Advance system for my new job. 


Jon 


—-MESSAGE FILE 8702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07430 
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-—-MESSAGE FILE 8703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007431 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Thu, 11 Oct 2001 17:48:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9q4ilnS$b431@www.netyaroze-europe. com> 
References: <9psjct$t7j1@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I got my copy and might subscribe. 
I have a question, are we allowed to enter the copetitions or are yaroze 
members banned form it? 


Eitherway, maybe we should send an email of all our best scores for the 
published games to OMP so that readers have something to aim at (i know the 
OSM lot already did this but...) 

Anyway, busy, cya 

Chris 


—-MESSAGE FILE 8703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07431 


—-MESSAGE FILE 8704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007432 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Thu, 11 Oct 2001 22:39:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9q53p5$b432@www.netyaroze-europe. com> 

References: <9oav5bSpin2@www.netyaroze-europe.com> <9ob0n4Spin4@www.netyaroze-europe 
.com> <9ob13d$p1in5@www.netyaroze-europe.com> <90b396Spln7@www.netyaroze-europe. com> 
<90j4u3$e581@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-179-28.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Had a bit of a change of heart, I was planning to do Trashman next but I 
have the urge to do an original game, if such a thing still exists. 


I did design it for a 3D platform but it would work just as well in 2D, I'm 
no 3D guru yet, so getting to a level of producing this game in 3D would 
take ages. 


I'm currently torn between this original game and the remake of Trashman... 


BTW my tinsoldiers site has had a revamp and I'm about to revamp my Yaroze 
site as well. 


Nigel 
www.1l00TinSoldiers.com 
http://www.netyaroze-europe.com/~ncritten/ 


-—-MESSAGE FILE 8704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07432 


Net Yaroze newsgroups message dump.txt Page 5739 


-—-MESSAGE FILE 8705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007433 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux 

Date: Thu, 11 Oct 2001 22:40:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9q53rmS$b433@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-179-28 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hmmm lots of votes for the PS2 Linux coming to Europe I see. 
Just a quickie, does the Linux kit come with any kind of library to access 


the PS2 hardware or is it all handled by going though an appropriate Linux 
library. 


Nigel 
www. 1l00TinSoldiers.com 
http://www.netyaroze-europe.com/~ncritten/ 


—-MESSAGE FILE 8705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07433 


—-MESSAGE FILE 8706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007434 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: The Cube 

Date: Thu, 11 Oct 2001 22:53:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9q54gj$b434@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-176-26.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Right well my GameCube arrived today, along with the three launch games. 


First thing: it's *not* as small as I expected, after already being 
size-surprised at ECTS and everyone going on about it petiteness it kinda 
looked about right when I unwrapped it. Next to my PS2 it looks about the 
same volume. The discs and memcard are genuinely diddy tho. 


Games: 

I won't go on about them, there are tons of first impressions about. 
Basically I agree with what Edge#103 says, Monkey Ball is fantastic, Luigi 
Mansion is great and WaveraceBS is solid (having not played n64 Waverace I 
reckon I'm getting more out of it than most would). 


Power: 

It's hard to tell but I'd say the GC is the console with the most grunt out 
of my collection, these launch titles match up graphically to GT3 and Soul 
Calibur. The amount of geometry, texture detail and complex lighting/shadows 
in Luigi Mansion surpasses anything I've seen before, but the game does only 
play at 30fps and there is noticable light banding which I assume is the 
side effect of having so many light sources, 64bit colour for the next next 
gen consoles? 


Controller: 

It feels lovely and is already my favourite controller *ever* but I do have 
a few criticisms. It's very "forced-function": A is accept, B is cancel, 2 

is the select button. The games need to be designed with the pad in mind, I 
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can't see streetfighter for example being too great on it due to the 
placement on the D-pad. Also the Shoulder triggers are spongy like the 
NegCon analog button with the digital click at the end of their travel being 
soft like the face buttons. I think I would prefer the scelextric style 
triggers like the dreamcast pad and a microswitch digital click, at least 
thats what I was expecting. 


Anyway I'm happy. Poor, but happy. Playing top games always gets me in the 
mood to make my own, inspiration on tap! 
Matt_V 


—-MESSAGE FILE 8706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07434 


—-MESSAGE FILE 8707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007435 
Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Obligator 
Date: Thu, 11 Oct 2001 22:06:40 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 
Message-ID: <9q5je8Sb435@www.netyaroze-europe. com> 
References: <9qlru5$81il@www.netyaroze-europe.com> 
NNTP-Posting-Host: 2Cust234.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


i'm looking forward to trying out the new build of obligator this weekend 
once i dig myself out of the pile of coursework i'm buried in right now. 


until then, 


—Omar 


—-MESSAGE FILE 8707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07435 


-—-MESSAGE FILE 8708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007436 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 12 Oct 2001 09:56:11 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3BC6B02B.B355E6ED@127.0.0.1> 
References: <9q53rmSb433@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.53.126.19 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept—-Language: en 


Nigel Critten wrote: 

> 

> Hmmm lots of votes for the PS2 Linux coming to Europe I see. 
good, lets hope a SCEE kit is coming next year then ;) 


> 

> Just a quickie, does the Linux kit come with any kind of library to access 
> the PS2 hardware or is it all handled by going though an appropriate Linux 
> library. 

yes, and yes. 
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you get a libra 
to the hardware 
device drivers. 


M. 
—--MESSAGE FILE 
07436 


--MESSAGE FILE 
0007437 
Path: chuka.pla 


ry that contains all the function calls you need to talk 
, which seems to be done through some specially written 


8708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


8709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


ystation.co.uk!news 


From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 


Newsgroups: sce 


e.yaroze.freetalk.english 


Subject: Re: Obligator 
Date: Fri, 12 Oct 2001 12:36:31 +0100 


Organization: P 
Lines: 10 


layStation Net Yaroze (SCEE) 


Message-ID: <9q6kgmS$f8gl@www.netyaroze-europe. com> 
References: <9qlru5$81il@www.netyaroze-europe.com> <9q5je8S$b435@www.netyaroze-europe 


. com> 
NNTP-Posting-Ho 
X-Priority: 3 


st: host213-122-167-47.btinternet.com 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Omar, 


I look forward to your comments (I did do an NTSC build). There's no 


hurry though, a 


Cheers, 
Jon 


—--MESSAGE FILE 
07437 


--MESSAGE FILE 
0007438 


s I say I may not be doing anything to it for a week or two. 


8709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


8710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0O 


Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Obligator 

Date: Fri, 12 Oct 2001 16:00:51 +0100 


Organization: P 
Lines: 34 


layStation Net Yaroze (SCEE) 


Message-ID: <9q70moSf8g2@www.netyaroze-europe. com> 

References: <9qlru5$81il@www.netyaroze-europe.com> <9q5je8S$b435@www.netyaroze-europe 
.com> <9q6kgm$f8gl@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-97.aradan.dialup.pol.co.uk 


X-Priority: 3 
X-MSMail-Priori 


ty: Normal 


X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Jon, 


It looks like t 
can't open it. 


he PAL zip is corrupted, I've downloaded it a few times but 
The NTSC one's fine so I've been messing around with that. 


I'll have to confess I'm not getting any better with the controls, one limb 
at a time is about all I can manage. Judging by my lack of coordination it 


would probably 


Would it be pos 
left stick cont 
and the right s 


take a few hours play to get the hang of it. 


sible to implement an easier control system? Like have the 
rol the player's pitch, spinning the player about his centre, 
tick control direction movement. 


This would defeat the object of individual limb control and manual jets 
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which may be the whole point of the exercise, but I think players might be 
put off if they can't immediately get to grips with the controls. 


Peter 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9q6kgmS$f8gl@www.netyaroze-europe.com... 

> Hello Omar, 

> 
> I look forward to your comments (I did do an NTSC build). There's ոօ 
> hurry though, as I say I may not be doing anything to it for a week or 
two. 

> 


> Cheers, 
> Jon 

> 
> 
> 


—-MESSAGE FILE 8710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07438 


—-MESSAGE FILE 8711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007439 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Obligator 

Date: Fri, 12 Oct 2001 17:28:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <9q75kgSf8g3@www.netyaroze-europe. com> 

References: <9qlru5$81il@www.netyaroze-europe.com> <9q5je8S$b435@www.netyaroze-europe 
.com> <9q6kgm$f8gl@www.netyaroze-europe.com> <9q70moSf8&g2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-118-31.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hello Peter 
I've refreshed the PAL version now. Thanks for telling me about it. 


> Would it be possible to implement an easier control system? 

> Like have the left stick control the player's pitch, spinning 

> the player about his centre, and the right stick control direction 
movement. 


...I may well have an alternative control system that you can select on the 
menu (and your suggestion is already brewing somewhere at the back of my 
mind). However I think the default control system will be something like it 
is currently (although a bit less touchy with the analogue sticks). I don't 
think I could get away with these type of controls on a commercial game 

but if I manage to get it on the OPM disc the people playing it will have 
gotten the game as a kind-of free-bee so it's an opportunity to get people 
to try something a bit more tricky and not so cushy. I imagine it would be 
the kind of thing some people would give-up on the first time they tried it, 
but then on some long dark winter night when they are lost for mental 
stimilation they might think: "perhaps I'll go back to that weird game on 
that OPM disc and see if I can figure-out those damn controls." 


Also if I get it on the OPM disc it'll have all the developers menus and 
extra technical stats available as a hidden option for people interested in 
programming. 


Cheers, 
Jon 
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-—-MESSAGE FILE 8711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07439 


—-MESSAGE FILE 8712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007440 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Fri, 12 Oct 2001 18:00:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9q77qlSf8g4@www.netyaroze-europe. com> 

References: <9psjct$t7jl@www.netyaroze-europe.com> <9q4iln$b431@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cvx-213-48-80-195-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Got mine! Good disc, and the OPSM challenge thing is a nice idea. 


Those of you who enjoyed Aaron Gaanda's Tech Demo, may be interested in 
playing a *much* more complete version, called IONStorm (is it just me being 
rubbish, or is this game insanely difficult?). 


http://www.blaisetech.xs3.com/ - IONStorm 
http://www.netyaroze-europe.com/~praxis1/ftp/IONBeta093.zip 


http://www.netyaroze-europe.com/~dansoft/ - Blockz 
http://www.netyaroze-europe.com/~theyer/ - Surf Game 
cheers 

Derek 


-—-MESSAGE FILE 8712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07440 


—-MESSAGE FILE 8713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007441 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Fri, 12 Oct 2001 18:08:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9q787rSf8g5@www.netyaroze-europe. com> 

References: <9psjctS$t7jl@www.netyaroze-europe.com> <9q4ilnS$b431@www.netyaroze-europe 
.com> <9q77qlS$f8g4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


You are my god! I have been looking 4 that 4 ages!!! 


-—-MESSAGE FILE 8713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07441 


—-MESSAGE FILE 8714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007442 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Disc 77 update 

Date: Fri, 12 Oct 2001 18:08:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9q78agSf8g6@www.netyaroze-europe. com> 
References: <9psjctS$t7jl@www.netyaroze-europe.com> <9q4ilnS$b431@www.netyaroze-europe 
.com> <9q77ql1Sf8g4@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-80-195-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Oops, that should be - Aaran Gandaa. Soz. 


Derek 


—-MESSAGE FILE 8714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07442 


—-MESSAGE FILE 8715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007443 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Disc 77 update 

Date: Fri, 12 Oct 2001 18:13:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9q78prSf8g7@www.netyaroze-europe. com> 

References: <9psjctS$t7jl@www.netyaroze-europe.com> <9q4iln$b431@www.netyaroze-europe 
.com> <9q77ql1Sf8g4@www.netyaroze-europe.com> <9q787rSf8g5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


eek, can anyl here get it to run under PScomUtil?!?!?! 


—-MESSAGE FILE 8715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07443 


—-MESSAGE FILE 8716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007444 

Path: chuka.playstation.co.uk!news 

From: "Nick Fergerson" <nferguson@ae-games.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Cube 

Date: Fri, 12 Oct 2001 18:27:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9q79akSf8g8@www.netyaroze-europe. com> 

References: <9q54gj$b434@www.netyaroze-europe. com> 

NNTP-Posting-Host: 212.161.106.89 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Gnyah! UPS have managed to lose my 'cube. Apparently it happens "from time 
to time" but should take a few days to sort out. AAAAAAARGHH! 


Will post my impressions when it arrives (in 2002). : ( 


—-MESSAGE FILE 8716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07444 
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-—-MESSAGE FILE 8717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007445 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Cube 

Date: Fri, 12 Oct 2001 19:20:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9q7ccO0OSf8g9@www.netyaroze-—europe. com> 

References: <9q54gj$b434@www.netyaroze-europe.com> <9q79akSf8g8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-167-103.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


At least you shouldn't have to pay for the postage postage, express parcels 
have a delivery guarantee. 


Nick Fergerson <nferguson@ae-games.co.uk> wrote in message 

news: 9q79akSf8g8@www.netyaroze-europe.com... 

> Gnyah! UPS have managed to lose my 'cube. Apparently it happens "from time 
to time" but should take a few days to sort out. AAAAAAARGHH! 


> 
> 
> Will post my impressions when it arrives (in 2002). : ( 
> 
> 


-—-MESSAGE FILE 8717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07445 


-—-MESSAGE FILE 8718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007446 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The Cube 

Date: Fri, 12 Oct 2001 19:47:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9q7eliSf8g1l0@www.netyaroze-europe.com> 

References: <9q54gj$b434@www.netyaroze-europe.com> <9q79akSf8g8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-12.zinc.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Haaaaahahahhahahahahhaaaaa 


Opps. Sorry NickF, that's my cynical, jealous side coming through :) 


Bob 


PS - Did u meet Scott in London? 


Gnyah! UPS have managed to lose my 'cube. Apparently it happens "from time 
to time" but should take a few days to sort out. AAAAAAARGHH! 


Will post my impressions when it arrives (in 2002). : ( 


VVVVVV 


—-MESSAGE FILE 8718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07446 


—-MESSAGE FILE 8719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007447 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 13 Oct 2001 13:04:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9q9ar6$k511@www.netyaroze-europe.com> 

References: <9q53rm$b433@www.netyaroze-europe.com> <3BC6B02B.B355E6ED@127.0.0.1> 
NNTP-Posting-Host: host213-1-168-177.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Great news. As long as I can play with PS2 libraries and not go through 
LINUX to much I'm gonna be happy. 


Does anyone know what the magic number is that SCEE want before they will 
release it here? 


Nigel 
www. 1l00TinSoldiers.com 
http://www.netyaroze-europe.com/~ncritten/ 


—-MESSAGE FILE 8719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07447 


—-MESSAGE FILE 8720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007448 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Help Plz! 

Date: Sat, 13 Oct 2001 14:39:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <9q9gav$k512@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi there people! 

I ran in to a few gfx probs recently and decided to properly sort my 
graphics in memory. The zip 

(http: //www.netyaroze-europe.com/~chrisw/ftp/0BreakDown. zip) 
contains everything apart from the BMP's. 


The code has two #define blocks, one with the the gfx in TIM format, the 
other in 112. By default it is on the TIM's currently but to change it to 
TIZ you just have to switch all the ReadTIM 's for ReadTIZ in sprites.h and 
swich in auto.sio BreakTIM.dat to BreakDown.dat. 


The debugger just hits some error I don't recognise and I can't use siocons, 
minicons or PSComm without errors on the actual downloading. Can somel tell 

me whats going wrong? As i always seem to get these sort of bugs and I never 
know how to fix them :( :( :( 


Cheers, Chris 


—-MESSAGE FILE 8720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07448 
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—-MESSAGE FILE 8721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007449 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Plz! 

Date: Sat, 13 Oct 2001 16:50:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9q909iS$k513@www.netyaroze-europe. com> 
References: <9q9gav$k512@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-028-0236.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi Chris, 


Had a look at the code and it looks, at least to me, as though you're trying 
to upload a compressed TIM into VRAM. It's crashing օո GsGetTimInfo when 
trying to read the 112 data. Presumably you need to decompress that first to 
get TIM data... 


-ՔԲո 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 

news : 9q9gav$k512@www.netyaroze-europe.com... 

Hi there people! 

I ran in to a few gfx probs recently and decided to properly sort my 
graphics in memory. The zip 

(http: //www.netyaroze-europe.com/~chrisw/ftp/0BreakDown. zip) 
contains everything apart from the BMP's. 


The code has two #define blocks, one with the the gfx in TIM format, the 
other in TIZ. By default it is on the TIM's currently but to change it to 
TIZ you just have to switch all the ReadTIM 's for ReadTIZ in sprites.h and 
swich in auto.sio BreakTIM.dat to BreakDown.dat. 


The debugger just hits some error I don't recognise and I can't use siocons, 
minicons or PSComm without errors on the actual downloading. Can somel tell 

me whats going wrong? As i always seem to get these sort of bugs and I never 
know how to fix them :( :( :( 


Cheers, Chris 


—-MESSAGE FILE 8721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07449 


-—-MESSAGE FILE 8722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007450 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Plz! 

Date: Sat, 13 Oct 2001 17:07:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9q9p12$k514@www.netyaroze-europe. com> 

References: <9q9gav$k512@www.netyaroze-europe.com> <9q909iS$k513@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 
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I always thought that ReadTIZ did the decompression... or does the 
dataman.exe prog compress it also? In which case how do i sort that out? 


This is where taking code chunks for granted gets me down... 


Cheers 
Chris 


—-MESSAGE FILE 8722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07450 


-—-MESSAGE FILE 8723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007451 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Plz! 

Date: Sat, 13 Oct 2001 17:12:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9q9phv$k515@www.netyaroze-europe. com> 

References: <9q9gav$k512@www.netyaroze-europe.com> <9q909iS$k513@www.netyaroze-europe 
-com> <9q9p12$k514@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-028-0236.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Dataman just provides raw data in a single file, the way you're using it is 
fine. 
In 'sprite.h' there's the line: 


ReadTIM( (u_long*) BASIC_TIZ) 


...Ք1ստ some similar ones. From what I can tell ReadTIM expects a TIM and 
throws a wobbly when passed TIZ data. Probably 50% of the crash bugs I get 
are caused by passing GsGetTimInfo something bad. 


-ՔԲո 


-—-MESSAGE FILE 8723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07451 


—-MESSAGE FILE 8724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007452 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Plz! 

Date: Sat, 13 Oct 2001 18:35:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9q9u6cS$k516@www.netyaroze-europe. com> 

References: <9q9gav$k512@www.netyaroze-europe.com> <9q909iS$k513@www.netyaroze-europe 
.com> <9q9p12S$k514@www.netyaroze-europe.com> <9q9phv$k515@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ReadTIM( (u_long*) BASIC_TIZ) 


This is just my bad coding, BASIC_TIZ is infact a TIM as the file being 
uploaded is (should) be full of TIM files, the actual function being called, 
ReadTIM, should be fine accepting these.... 
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I think. 

I'll give it another try with other variables... 
Cheers, 

Chris 


—-MESSAGE FILE 8724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07452 


—-MESSAGE FILE 8725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007453 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help Plz! 

Date: Sat, 13 Oct 2001 19:08:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9qa04s$k517@www.netyaroze-europe. com> 

References: <9q9gav$k512@www.netyaroze-europe.com> <9q909iS$k513@www.netyaroze-europe 
.com> <9q9p12S$k514@www.netyaroze-europe.com> <9q9phv$k515@www.netyaroze-europe. com> 
<9q9u6c$k516@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ahha! Ok, i got it all running with the TIMs... Thanks Ben ; ) 

Next thing will be to get it working with TIZs... but I'll get the game 
finished while im ahead! 

Cheers, 

Chris 


--MESSAGE FILE 8725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07453 


—-MESSAGE FILE 8726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007454 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: projects coming soon... 

Date: Sun, 14 Oct 2001 09:43:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9qbjekSojcl@www.netyaroze-europe. com> 
References: <9oav5bSp1ln2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-38.ballistic.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


MonkyRegs is awaiting a new PC which I have now built but does not work :(! 
I'm taking it to Mr Computer Store today because it seems the MBoard I got 
is brand new, 

so new it seems that the manufacturers forgot to put certian chips on it 
meaning it wouldn't function 

even IF it was set up right. Tsk, those pesky kids! 


Max 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9oav5bS$pin2@www.netyaroze-europe.com... 

> Hmmm things seem fairly quiet around here, hopefully that means everyone 
is 

> working hard on their yaroze games. 

> 
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> I was just wondering whats in development now and when stuff is likely to 
be 


v 


released, I am aware of: 


Monky Regs 

Bugsplat 

bio-action-shooter (Ben James) 
(Nigel Critten) 

Invs 

Gravity Girl 

Obligator 

Breakdown 


Any others? 


Matt 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 8726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07454 


-—-MESSAGE FILE 8727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007455 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: BreakDown - Second Attepmt 

Date: Sun, 14 Oct 2001 16:57:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9qccpoSojc2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi all, I've made some changes and it urm, actually works now! 

(http: //www.netyaroze-europe.com/~chrisw/ftp/1BreakDown. zip) 

The only thing i dont understand is the little circleing enemies.... if you 
plaot the co-ords they meant to go on paper, it makes a perfect circle... 
but not in the game. 


Tell me your suggestions! 
Cheers all, 
Chris 


—-MESSAGE FILE 8727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07455 


—-MESSAGE FILE 8728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007456 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Second Attepmt 

Date: Sun, 14 Oct 2001 13:47:29 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9qcjb9Sojc3@www.netyaroze-europe. com> 
References: <9qccpoSojc2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust158.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 
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its probably not working because in conventional math the y-axis is positive 
going upwards, but on yaroze it is positive going downwards. try changing 
your code to make up for that. 


—Omar 


--MESSAGE FILE 8728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07456 


—-MESSAGE FILE 8729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007457 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Buy ICO ! 

Date: Wed, 17 Oct 2001 22:28:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9qkt61S4hil@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-32-198.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm badgering everyone with this :) 


Buy "Ico" for your PS2, I've just finished the US version (PAL/JPN versions 
due soon I think) and it's absolutely fantastic. Anyone else played it and 
want to back me up? 


for review see: http://www.thegia.com/psx2/ico/ico.html 


—-MESSAGE FILE 8729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07457 


--MESSAGE FILE 8730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007458 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Second Attepmt 

Date: Wed, 17 Oct 2001 22:36:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9qktp6S4hi2@www.netyaroze-europe. com> 

References: <9qccpoSojc2@www.netyaroze-europe.com> <9qcjb9Sojc3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-4-117.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hey Omar, 

Thanks for the suggestion :) 

I can't see when i look over the code how it would make much of a difference 
though, all it would change is the direction they span. 

I'll look into it a bit more tho. 

Cheers, 

Chris 


—-MESSAGE FILE 8730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07458 


—-MESSAGE FILE 8731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007459 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Buy ICO ! 

Date: Wed, 17 Oct 2001 21:44:26 -0400 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 
Message-ID: <9qlced$4hi3@www.netyaroze-europe. com> 
References: <9qkt61S4hil@www.netyaroze-europe. com> 
NNTP-Posting-Host: 2Cust247.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


i hear ya man. i played ICO on my friend's ps2 and i spent some time on the 
demo also. its a great, original game that you'll never get bored of. but 
since devil may cry also just came out in the US this week, i'll probably 
choose with DMC over ICO since DMC is very action oriented and fast paced. 
of course the best case scenario is buying both games. 


—Omar 


--MESSAGE FILE 8731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07459 


—-MESSAGE FILE 8732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007460 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buy ICO ! 

Date: Thu, 18 Oct 2001 11:19:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9qmac4S4hi4@www.netyaroze-europe. com> 

References: <9qkt61S4hil@www.netyaroze-europe.com> <9qlced$4hi3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-23-110.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I had DMC on preorder since I spoke to a few people at ECTS about the 
Japenese version. But I had to cancel it cos getting a GC has gobbled all my 
money : ( 


There's something about Ico that just makes me love it tho, probably that it 
is all so consistent. It's kind of the anti-Zelda, one giant single location 
rather than lots of disparate dungeons, no powerbars, a single weapon can be 
carried at once, no musical beeps when puzzles are solved. I think this is 
one of the reasons it's so refreshing. 


I'd be really interested to know how something like this gets developed, on 
paper it's so simple, just three characters and one location. 


Omar <OMetwally7@aol.com> wrote in message 
news: 9qlced$4hi3@www.netyaroze-europe.com... 


> i hear ya man. i played ICO on my friend's ps2 and i spent some time on 
the 

> demo also. its a great, original game that you'll never get bored of. 
but 


> since devil may cry also just came out in the US this week, i'll probably 
choose with DMC over ICO since DMC is very action oriented and fast paced. 
of course the best case scenario is buying both games. 


V V V V 


—Omar 


Net Yaroze newsgroups message dump.txt Page 5753 


> 
> 


—-MESSAGE FILE 8732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07460 


—-MESSAGE FILE 8733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007461 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buy ICO ! 

Date: Fri, 19 Oct 2001 11:20:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <9qouviSam81@www.netyaroze-europe. com> 

References: <9qkt61S4hil@www.netyaroze-europe.com> <9qlced$4hi3@www.netyaroze-europe 
.com> <9qmac4$4hi4@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup-07-06.netcomuk.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Oi, don't be dissing Zelda! (well not no3 anyway). 


I can't wait to play this game now, but I'll only have about a month of 
waiting huh ;-) 


(BTW a game room is a MUST) 


Marc. 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9qmac4$4hi4@www.netyaroze-europe.com... 

> I had DMC on preorder since I spoke to a few people at ECTS about the 

> Japenese version. But I had to cancel it cos getting a GC has gobbled all 
my 

> money : ( 

> 

> There's something about Ico that just makes me love it tho, probably that 
it 

> is all so consistent. It's kind of the anti-Zelda, one giant single 
location 

> rather than lots of disparate dungeons, no powerbars, a single weapon can 
be 

> carried at once, no musical beeps when puzzles are solved. I think this is 
> one of the reasons it's so refreshing. 

> 

> I'd be really interested to know how something like this gets developed, 
on 

> paper it's so simple, just three characters and one location. 


> 

> 

> 

> Omar <OMetwally7@aol.com> wrote in message 

> news: 9qlcedS4hi3@www.netyaroze-europe.com... 

> > i hear ya man. i played ICO on my friend's ps2 and i spent some time on 
> the 

> > demo also. its a great, original game that you'll never get bored of. 

> but 

> 


> since devil may cry also just came out in the US this week, i'll 
probably 

> > choose with DMC over ICO since DMC is very action oriented and fast 
paced. 

> > of course the best case scenario is buying both games. 


>> 
> > -Omar 
>> 
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> 


V Vv v 


--MESSAGE FILE 8733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07461 


—-MESSAGE FILE 8734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007462 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: my mouse slipped, about 30 times.... 

Date: Fri, 19 Oct 2001 11:22:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9qov2sSam82@www.netyaroze-europe. com> 

References: <9pfrigSavol@www.netyaroze-europe.com> <9pkim3Sfpt3@www.netyaroze-europe 
.com> <9pppu0So945@www.netyaroze-europe.com> <9pqeb3$o0946@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup-07-06.netcomuk.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


PS dance mat eh? Maybe I can knock you up a version of Steps to work on 
it...second thoughts....... 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9pqeb3$0946@www.netyaroze-europe.com... 

> Who ever decided to let me have a credit card? 

> 

> Gamecube, extra controller, mem card, Luigi Mansion, Waverace, Monkey 
Ball, 

> S-Video Lead and a PS dance mat (just for fun) means I am £406 poorer but 
> pretty damn happy :) 

> 

> 


—-MESSAGE FILE 8734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07462 


—-MESSAGE FILE 8735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007463 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Buy ICO ! 

Date: Fri, 19 Oct 2001 12:23:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9qp2fpSam83@www.netyaroze-europe. com> 

References: <9qkt61S4hil@www.netyaroze-europe.com> <9qlced$4hi3@www.netyaroze-europe 
.com> <9qmac4$4hi4@www.netyaroze-europe.com> <9qouviSam81@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-65-247 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I didn't mean to diss Zelda, I love the Zelda games. It's really refreshing 
to find something done in such a different way tho. 


Marc Lambert <marc@darkhex.com> wrote in message 
news: 9qouviSam81@www.netyaroze-europe.com... 
> Oi, don't be dissing Zelda! (well not no3 anyway). 
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> 

> I can't wait to play this game now, but I'll only have about a month օք 
> waiting huh ;-) 

> 

> (BTW a game room is a MUST) 

> 

> 

> Marc. 


—-MESSAGE FILE 8735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07463 


—-MESSAGE FILE 8736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007464 

Path: chuka.playstation.co.uk!news 

From: "“Jonnathon Tann" <tanjo_galbi@sympatico.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Second Attepmt 

Date: Sun, 21 Oct 2001 15:40:25 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9qv8g2Sg5g2@www.netyaroze-europe. com> 

References: <9qccpoSojc2@www.netyaroze-europe.com> <9qcjb9Sojc3@www.netyaroze-europe 
-com> <9qktp6$4hi2@www.netyaroze-europe. com> 

NNTP-Posting-Host: HSE-Hamilton-ppp243981.sympatico.ca 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Chris, 


It's probably more about the screen aspect ratio of a TV. Even if you plan 
the aspect ratio according to the resolution you are using, no TV is 
perfectly set up to match that ratio. All you can do is make your maths 
account for the ratio of the resolution your game uses and hope that it 
looks close on anyone's TV. If you are not accounting for the aspect ratio 
then that's the problem. I don't know the ratio numbers off hand as I have 
been away from games programming for nearly 2 years now! 


JohnT 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 

news: 9qktp6S$4hi2@www.netyaroze-europe.com... 

> Hey Omar, 

> Thanks for the suggestion :) 

> I can't see when i look over the code how it would make much of a 
difference 


> though, all it would change is the direction they span. 
> I'll look into it a bit more tho. 

> Cheers, 

> Chris 

> 

> 


—-MESSAGE FILE 8736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07464 


—-MESSAGE FILE 8737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007465 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Second Attepmt 

Date: Tue, 23 Oct 2001 12:49:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9r3lkoSg5g3@www.netyaroze-europe. com> 
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References: <9qccpoSojc2@www.netyaroze-europe.com> <9qcjb9Sojc3@www.netyaroze-europe 
.com> <9qktp6S$4hi2@www.netyaroze-europe.com> <9qv8g2Sg5g2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-9-101.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


cheers dude, that makes sence :) i think its 4:6.. ill look into it! 
cheers! 
Chris 


—-MESSAGE FILE 8737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07465 


—-MESSAGE FILE 8738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007466 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Second Attepmt 

Date: Tue, 23 Oct 2001 12:54:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9r3lu2Sg5g4@www.netyaroze-europe. com> 

References: <9qccpoSojc2@www.netyaroze-europe.com> <9qcjb9Sojc3@www.netyaroze-europe 
.com> <9qktp6S$4hi2@www.netyaroze-europe.com> <9qv8g2Sg5g2@www.netyaroze-europe. com> 
<9r31koS$g5g3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-9-101.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


make that 4:3... on a PC screen it is anyway.. 


—-MESSAGE FILE 8738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07466 


-—-MESSAGE FILE 8739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007467 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Second Attepmt 

Date: Tue, 23 Oct 2001 13:49:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9r3p4tSm081@www.netyaroze-europe. com> 

References: <9qccpoSojc2@www.netyaroze-europe.com> <9qcjb9Sojc3@www.netyaroze-europe 
.com> <9qktp6S$4hi2@www.netyaroze-europe.com> <9qv8g2Sg5g2@www.netyaroze-europe. com> 
<9r31lkoS$g5g3@www.netyaroze-europe.com> <9r31lu2Sg5g4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-9-101.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I hate to reply to my self once, let alone twice. But I just found the reson 


it was going funny and am realy embarrased so... *runs and hides* 
Cheers 

Chris 

(P.S. I had a couple of SCREEN_WIDTHS instead of SCREEN_HEIGHTS... =\ ) 


—-MESSAGE FILE 8739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07467 
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-—-MESSAGE FILE 8740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007468 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Looking good 

Date: Tue, 23 Oct 2001 16:58:44 +0100 

Organization: SCEE 

Lines: 9 

Message-ID: <9r44aeSm082@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The USA announcement on linuxworld.com 
http://www. linuxworld.com/ic_717468_6995_1-3133.html 
Later 


James 


—-MESSAGE FILE 8740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07468 


—-MESSAGE FILE 8741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007469 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 17:47:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9r4717Sm083@www.netyaroze-europe. com> 
References: <9r44aeSm082@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-16-179.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Grrreat news! 


It says "worldwide market", surely they're not doing the old 
america-is-the-whole-world trick? 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9r44aeSm082@www.netyaroze-europe.com... 

> The USA announcement on linuxworld.com 

http://www. linuxworld.com/ic_717468_6995_1-3133.html 


Later 


James 


VVVVVVV ON 


—-MESSAGE FILE 8741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07469 


—-MESSAGE FILE 8742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007470 
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Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 18:14:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9r4881Sm084@www.netyaroze-europe. com> 
References: <9r44aeSm082@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ZDNet carried the story today saying it would be launched in the UK too! 
http://www.zdnet.co.uk/news 


"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9r44aeSm082@www.netyaroze-europe.com... 

> The USA announcement on linuxworld.com 

> 

http://www. linuxworld.com/ic_717468_6995_1-3133.html 


Later 


> 
> 
> 
> 
> James 
> 

> 


-—-MESSAGE FILE 8742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07470 


-—-MESSAGE FILE 8743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007471 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 18:39:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9r4a7eSm085@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-234.owl.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


lets hope so 


Nigel 


> ZDNet carried the story today saying it would be launched in the UK too! 


—-MESSAGE FILE 8743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07471 


—-MESSAGE FILE 8744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007472 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nferguson@ae-games.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 
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Date: Tue, 23 Oct 2001 18:57:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9r4b61Sm086@www.netyaroze-europe. com> 
References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe. com> 
NNTP-Posting-Host: 212.161.106.89 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Glad I held off the PS2 until now! :) 


Question is, will the UK version run all-region disks like the NY? I doubt 
it, which means I'll be looking at the US version. Ah well... 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9r4a7eSm085@www.netyaroze-europe.com... 
> lets hope so 
> 
Nigel 


> 
> 
> 
> > ZDNet carried the story today saying it would be launched in the UK too! 
> 
> 
> 


—-MESSAGE FILE 8744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07472 


—-MESSAGE FILE 8745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007473 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 19:39:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9r4dv6Sm087@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-028-0140.claranet.co.uk 

X=Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I'd assumed the kit didn't actually include a console. According IGN it 
should retail for under £200 and include a hard drive, software, keyboard 
and mouse... Though I may have just grabbed the end of the stick that's just 
been used to remove dog dirt from an old boot. 


"Nick Ferguson" <nferguson@ae-games.co.uk> wrote in message 
news: 9r4b61Sm086@www.netyaroze-europe.com... 
Glad I held off the PS2 until now! :) 


Question is, will the UK version run all-region disks like the NY? I doubt 
it, which means I'll be looking at the US version. Ah well... 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9r4a7eSm085@www.netyaroze-europe.com... 
> lets hope so 


> 
> Nigel 
> 
> 
> 


> ZDNet carried the story today saying it would be launched in the UK too! 
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—-MESSAGE FILE 8745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07473 


—-MESSAGE FILE 8746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007474 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 19:49:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9r4ecl1Sm088@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7eS$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6$m087@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-45.owl.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I got the same impression, you need the kit & a PS2. 
But I might be holding the same end of the same stick as Ben :) 


Nigel 


—-MESSAGE FILE 8746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07474 


--MESSAGE FILE 8747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007475 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 20:34:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9r4gqh$m08 9@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> <9r4ecl1$m088@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-160-197.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


The JPN version does require you to buy the console seperately, who knows 
for the US/UK release. 


Hey! ...get away from me with that gross stick ! 
Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9r4ecl1$m088@www.netyaroze-europe.com... 


> I got the same impression, you need the kit & a PS2. 


But I might be holding the same end of the same stick as Ben :) 


Nigel 


V V V V V 


Net Yaroze newsgroups message dump.txt Page 5761 


> 


—-MESSAGE FILE 8747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07475 


—-MESSAGE FILE 8748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007476 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Tue, 23 Oct 2001 20:43:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9r4h4h$m0810@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 

<9r4dv6Sm087@www.netyaroze-europe.com> <9r4ecl$m088@www.netyaroze-europe.com> <9r4gq 
hSm089@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-182-100.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I hope it's not a poo-ey stick. 


-—-MESSAGE FILE 8748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07476 


—-MESSAGE FILE 8749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007477 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Wed, 24 Oct 2001 00:22:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9r4tpp$m0811@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I think you are right, the 'kit" is for adding to an existing console. 
-Kenny 


"Ben James" <hungryghost@clara.co.uk> wrote in message 

news :9r4dv6$m087@www.netyaroze-europe.com... 

> I'd assumed the kit didn't actually include a console. According IGN it 

> should retail for under £200 and include a hard drive, software, keyboard 
> and mouse... Though I may have just grabbed the end of the stick that's 
just 

> been used to remove dog dirt from an old boot. 


"Nick Ferguson" <nferguson@ae-games.co.uk> wrote in message 
news: 9r4b61Sm086@www.netyaroze-europe.com... 
Glad I held off the PS2 until now! :) 


Question is, will the UK version run all-region disks like the NY? I doubt 
it, which means I'll be looking at the US version. Ah well... 


VVVVVVV VV 
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> "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
> news: 9r4a7eSm085@www.netyaroze-europe.com. 

> > lets hope so 

>> 

> > Nigel 

>> 

> > 

> > > ZDNet carried the story today saying it would be launched in the UK 
too! 

>> 

>> 

>> 

> 

> 

> 

> 


—-MESSAGE FILE 8749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07477 


—-MESSAGE FILE 8750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007478 

Path: chuka.playstation.co.uk!news 

From: "Robert Ewing" <robert.ewingl@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Newbie Looking For Codewarrior 

Date: Wed, 24 Oct 2001 00:50:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9r4vq9$m0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc3-city2-0-cust97.bel.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi There, 
First visit so please be gentle! 


Just started programming and got myself a second hand Yaroze. Anyone know 
where I can get a copy of Codewarrior? I've contacted Metrowerks who tell 
me it's no longer available even as a download or CDR copy (I would have 
paid them for it). 


Also, I believe there were compilation disks released some time ago of 
European and Japanese NY games. I think I read it in Edge mag. Any way I 
can obtain these? Maybe they found their way onto OPM coverdisks? There was 
one game; "Fatal Fantasy", a Final Fantasy homage that looked interesting. 
Just thought I'd ask. 


By the way, thanks James Burns for pointing me in the right direction. I 
doubt if I'd got here without your help :) 


Cheers, Robert 


—-MESSAGE FILE 8750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07478 


—-MESSAGE FILE 8751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007479 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Wed, 24 Oct 2001 09:46:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3BD67FDE.BE1A319D@127.0.0.1> 
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References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> <9r4tpp$m0811@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide137.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Hi, 


assuming that it is essentially the same thing as SCPH-10270K, the 
Japanese kit, which 
seems likely, then; 


Kenny Millar wrote: 

> 

> I think you are right, the 'kit' is for adding to an existing console. 
yes, you need a console. 


> > Question is, will the UK version run all-region disks like the NY? I doubt 
> > it, which means I'll be looking at the US version. Ah well... 
No, it is still region locked, as it uses your existing console. 


Anyway, this is great news, I wonder when we can pre-order ;) 


M. 
—-MESSAGE FILE 8751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07479 


--MESSAGE FILE 8752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007480 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: Wed, 24 Oct 2001 11:32:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9r65kg$m0813@www.netyaroze-europe. com> 
References: <9r4vq9Sm0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: cvx-213-48-163-13-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Be sure to buy this month's OPSM. Fatal Fantasy VII can be downloaded here: 
http://www.playoffline.com/yaroze/index.html#fatal 


cheers 
Derek 


—-MESSAGE FILE 8752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07480 


—-MESSAGE FILE 8753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007481 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: Wed, 24 Oct 2001 15:29:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9r6jaoSm0814@www.netyaroze-europe. com> 
References: <9r4vq9Sm0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-39-35.btinternet.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Robert, 


You can always check out www.yarozescene.co.uk if you havn't already, we 
have some of the old projects detailed in the releases section along with 
the yaroze user name they can be found under, just use: 
http://www.netyaroze-europe.com/~ [name] 


George Bains tutorials: 
http://www.netyaroze-europe.com/yaroze/docs/tutor.htm would probably be a 
good starting point for coding. 


good luck, looking forward to your first game :) 
Mattv 


—-MESSAGE FILE 8753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07481 


—-MESSAGE FILE 8754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007482 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: 24 Oct 2001 22:45:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <01c15cdc$ee8a8320$a42elbd4@pal-s-omnibook> 
References: <9r4vq9Sm0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-—cbv—5-46-164.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Robert, 
welcome to the NY scene! It's great to see that Sony allowed you to use a 
second-hand NY. 


<Compilation discs> 

(If my memory is ok) There were several issues of OPM which featured NY 
games (look for more info in older posts, I remember people trying to set 
up a full list), and there was at least one NY compilation on an OPM disc. 
Maybe these discs are available with back-order issues. There was also a 
special compilation made by Sony I think for Yarozers only; this one should 
be impossible to find. 


Anyway, most games can still be found on members' homepages. As Matt said, 
you'll find useful links to various projects at YarozeScene, and you should 
also check every member's homepage. There are quite a lot of interesting 
projects, and some pretty well made games, fun and playable. Some source 
code is available too, and well worth a look. 


<CodeWarrior> 

As for CodeWarrior, if you're really sure that you definitely need it, I 
can send you a CD-R copy, as I already did that for another Yarozer who 
managed to be tacitly granted the permission by Metrowerks. But I'd 
recommend that you try to get along with gcc first (my personal taste :) ). 


Be sure to check the newsgroup (freetalk.english appears to be the only one 
still used) often and feel free to post if any help is needed, there are 
very nice people here :). The ng is currently well alive, but it 
chronically undergoes times of starvation. There is also a mailing list, 
but it's near to dead. 


looking forward for your first project, 
pal 


—-MESSAGE FILE 8754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07482 
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glish/000 


english/0 


glish/000 
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-—-MESSAGE FILE 8755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007483 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: Wed, 24 Oct 2001 18:41:23 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9r7gelSpv31@www.netyaroze-europe. com> 
References: <9r4vq9Sm0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust184.tnt2.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


hi Robert, 


if you can't find CW, don't worry too much about it. some people get along 
well with it, but many people are just happy with the GNU compiler. i 
bought CW, but i was happier with the GNU compiler so i've been using that 
ever since. good luck! 


—Omar 


--MESSAGE FILE 8755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07483 


—-MESSAGE FILE 8756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007484 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Wed, 24 Oct 2001 23:49:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9r7JgprSpv32@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> <9r4tpp$m0811@www.netyaroze-europe.com> <3BD6 
7FEDE.BE1A319D@127.0.0.1> 

NNTP-Posting-Host: modem-667.owl.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


So will this NG carry on with the release of the Linux Kit, or is it going 
moth balled and a new PS2 Linux group setup... I personally hope this one 
carries on for some time as there are some good and helpful people in here 


=) 


Cheers 
Nigel 
www.100TinSoldiers.com 


—-MESSAGE FILE 8756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07484 


—-MESSAGE FILE 8757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007485 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 
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Date: 24 Oct 2001 22:56:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <0Olcl5cde$7b6caf6é0$a42elbd4@pal—s-—omnibook> 
References: <9r44aeS$m082@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv—-5-47-127.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Yeah, very bad news for my wallet :(... 
I'm a bit disappointed it isn't as cool as a NY, though - region lock, not 


"a special ps2'... Am I the only one to feel this way? (Don't get me wrong, 
I'm still very happy of the thing's mere existence !) 


Does anyone have info about what's been developed so far by Japanese happy 
owners? Any game? 


pal 

James Burns <ps_yaroze@scee.net> wrote in article 
<9r44aeSm082@www.netyaroze-europe.com>... 

> The USA announcement on linuxworld.com 

> 

http://www. linuxworld.com/ic_717468_6995_1-3133.html 


Later 


James 


VVVVVVV VY 


-—-MESSAGE FILE 8757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07485 


—-MESSAGE FILE 8758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007486 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 00:11:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <9r7i02Spv33@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6écaf60Sa42elbd4@pal-s 
-omnibook> 

NNTP-Posting-Host: host213-122-138-76.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


As much as I love the yaroze the great things about it are also it's 
disadvantages. The special PS2 model meant a limited production run, high 
price and a premature retail death. Distribution sucks, we had the best deal 
with OPM submissions but thats hardly an ideal method. 


PS2 linux should enable the users to self distribute via the internet or PS2 
broadband network to more than just the other PS2 linux owners, although 
even thats looking to far exceed the Yaroze userbase due to Linux-appeal. 


I don't think we'll ever get an experiment like the yaroze again tho, the 
main component of which was the brilliant community. And... it's not dead 
yet, keep working on those games. 


Matt 


pal <pal_news@hotmail.com> wrote in message 

news: 0lcl5cde$7b6caf60S$a42elbd4@pal-—s-omnibook... 
> Yeah, very bad news for my wallet :(... 

> 
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> I'm a bit disappointed it isn't as cool as a NY, though - region lock, not 


> 'a special ps2'... Am I the only one to feel this way? (Don't get me 
wrong, 
> I'm still very happy of the thing's mere existence !) 


> 
> Does anyone have info about what's been developed so far by Japanese happy 
> owners? Any game? 

> 

> pal 

> 

> James Burns <ps_yaroze@scee.net> wrote in article 

> <9r44aeSm082@www.netyaroze-europe.com>... 

> > The USA announcement on linuxworld.com 

>> 

> > http://www. linuxworld.com/ic_717468_6995_1-3133.html 
>> 

> > Later 

>> 

> > James 

>> 

>> 

>> 


—-MESSAGE FILE 8758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07486 


—-MESSAGE FILE 8759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007487 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 09:49:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3BD7D20C.7B34A13E@127.0.0.1> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6écaf60Sa42elbd4@pal-s 
-omnibook> 

NNTP-Posting-Host: tide1l37.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


pal wrote: 
> Does anyone have info about what's been developed so far by Japanese happy 
> owners? Any game? 
As far as I can tell, there has been very little development, most of 
the japanese sites I've found 

have been along the lines of 'ooo, look what I got' and then nothing 
else, this may mean that the 

guy is too busy coding to update the pages though! There could also be a 
wealth of pages I haven't yet found :) 


The main concern coding wise, is that the majority of people would use 
it as a 'cool' linux box, spending time porting linux apps to it, rather 
than tying their hand at demos/gamelets a-la Yaroze. 


M. 
—-MESSAGE FILE 8759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07487 


—-MESSAGE FILE 8760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007488 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 09:50:13 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3BD7D245.C1AF3310@127.0.0.1> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> <9r4tpp$m0811@www.netyaroze-europe.com> <3BD6 
7FDE.BE1A319D@127.0.0.1> <9r7gprSpv32@www.netyaroze-europe. com> 

NNTP-Posting-Host: tide1l37.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Nigel Critten wrote: 

> So will this NG carry on with the release of the Linux Kit, or is it going 
> moth balled and a new PS2 Linux group setup... I personally hope this one 

> carries on for some time as there are some good and helpful people in here 
Հ: 2) 


I don't know about anyone else, but I'll be here till the turn out the 
lights! 


M. 
--MESSAGE FILE 8760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07488 


—-MESSAGE FILE 8761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007489 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 12:49:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3bd809c7.255496113@www.netyaroze-europe.com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6écaf60Sa42elbd4@pal-s 
-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> 

NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I can't remember for sure, but I think one of my friends was telling 
me that they were complaining (on the Japanese mailing lists) that the 
linux kit does not offer access to the ps2's graphics capabilities... 


I'm not sure if that means they haven't figured out how to do it, of 
if they simply cannot. 


On the bright side, my understanding is that in the linux kit there 
are some interesting manuals in both Japanese and English about the 
architecture and instruction set of the various components... 
Supposedly they are not the same "version" of the document though. 


Sauce 
On Thu, 25 Oct 2001 09:49:16 +0100, Majik <majik@127.0.0.1> wrote: 


>pal wrote: 

>> Does anyone have info about what's been developed so far by Japanese happy 
>> owners? Any game? 
>As far as I can tell, there has been very little development, most of 
>the japanese sites I've found 

>have been along the lines of 'ooo, look what I got' and then nothing 
>else, this may mean that the 

>guy is too busy coding to update the pages though! There could also be a 
>wealth of pages I haven't yet found :) 
> 

>The main concern coding wise, is that the majority of people would use 
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>it asa 
>than tying their hand at demos/gamelets a-la Yaroze. 


> 
>M. 


"cool' linux box, spending time porting linux apps to it, rather 


—-MESSAGE FILE 8761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07489 


—-MESSAGE FILE 8762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007490 
chuka.playstation.co.uk!news 

"Matt Verran" <mverran@btinternet.com> 


Path: 
From: 


Date: 


Lines: 


m> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: 


Re: Looking good 


Thu, 25 Oct 2001 14:04:38 +0100 


42 


Organization: PlayStation Net Yaroze (SCEE) 


Message-ID: <9r92o0aSpv34@www.netyaroze-europe. com> 
References: <9r44aeSm082@www.netyaroze-europe.com> <0lcl5cdeS7b6écaf60Sa42elbd4@pal-s 
-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> <3bd809c7.255496113@www.netyaroze-europe.co 


NNTP-Posting-Host: host213-122-57-177.btinternet.com 


X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


http://napalm.intelinet.com/ posted a while back abount someone converting 
Andy Noble's Manic Miner port to PS2 linux, that uses some (simplistic) 

graphics. 
GS libraries. 


The translation of the info seemed to say that there were EE and 


Steven Osman <sosman@terratron.com> wrote in message 
news :3bd809c7.255496113@www.netyaroze-europe.com... 


appy 


> 


> 
>M. 


VVVVVVVVVVVV VV OV VV VV VV VV VV VV VV VV VY 


Sauce 


On Thu, 


>> owners? Any game? 
>As far as I can tell, there has been very little development, most of 
>the japanese sites I've found 

>have been along the lines of ‘ooo, look what I got' and then nothing 
>else, 
>guy is too busy coding to update the pages though! There could also be a 
>wealth of pages I haven't yet found :) 


I can't remember for sure, but I think one of my friends was telling 
me that they were complaining (on the Japanese mailing lists) that the 
linux kit does not offer access to the ps2's graphics capabilities... 


I'm not sure if that means they haven't figured out how to do it, of 
if they simply cannot. 


On the bright side, my understanding is that in the linux kit there 
are some interesting manuals in both Japanese and English about the 
architecture and instruction set of the various components... 
Supposedly they are not the same "version" of the document though. 


25 Oct 2001 09:49:16 +0100, Majik <majik@127.0.0.1> wrote: 


>pal wrote: 
>> Does anyone have info about what's been developed so far by Japanese 


this may mean that the 


>The main concern coding wise, is that the majority of people would use 
>it as a 'cool' linux box, spending time porting linux apps to it, rather 
>than tying their hand at demos/gamelets a-la Yaroze. 


—-MESSAGE FILE 8762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07490 
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-—-MESSAGE FILE 8763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007491 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 14:08:44 +0100 

Organization: SCEE 

Lines: 59 

Message-ID: <9r933pSpv35@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6caf60S$a42elbd4@pal-s 
-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> <3bd809c7.255496113@www.netyaroze-europe.co 
m> <9r920aSpv34@www.netyaroze-europe.com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


As far as I can tell from the ps2linux.com website there is a manual that 
contains info on most of the architecture. 


Try running www.ps2linux.com thru http://world.altavista.com/ it should 
enlighten you a bit more. 


Later 
James 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9r920aSpv34@www.netyaroze-europe.com... 

> http://napalm.intelinet.com/ posted a while back abount someone converting 
> Andy Noble's Manic Miner port to PS2 linux, that uses some (simplistic) 

> graphics. The translation of the info seemed to say that there were EE 
and 

> GS libraries. 


Steven Osman <sosman@terratron.com> wrote in message 

news :3bd809c7.255496113@www.netyaroze-europe.com... 

I can't remember for sure, but I think one of my friends was telling 
me that they were complaining (on the Japanese mailing lists) that the 
linux kit does not offer access to the ps2's graphics capabilities... 


I'm not sure if that means they haven't figured out how to do it, of 
if they simply cannot. 


On the bright side, my understanding is that in the linux kit there 
are some interesting manuals in both Japanese and English about the 
architecture and instruction set of the various components... 
Supposedly they are not the same "version" of the document though. 


Sauce 
On Thu, 25 Oct 2001 09:49:16 +0100, Majik <majik@127.0.0.1> wrote: 


>pal wrote: 

>> Does anyone have info about what's been developed so far by Japanese 
appy 

>> owners? Any game? 
>As far as I can tell, there has been very little development, most of 
>the japanese sites I've found 

>have been along the lines of 'ooo, look what I got' and then nothing 
>else, this may mean that the 

>guy is too busy coding to update the pages though! There could also be 


VVVVVVIFVVVV VV VV S NE V VV NP VN VV VV 


> >wealth of pages I haven't yet found :) 

>> 

> >The main concern coding wise, is that the majority of people would use 
> >it as a 'cool' linux box, spending time porting linux apps to it, 

ther 

> >than tying their hand at demos/gamelets a-la Yaroze. 

>>> 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
a 
> 
> 
> 
> 
ra 
> 
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> >M. 


> 
> > 
> 
> 


-—-MESSAGE FILE 8763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07491 


—-MESSAGE FILE 8764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007492 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 16:16:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <9r9alrSpv36@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6caf60S$a42elbd4@pal-s 
-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> <3bd809c7.255496113@www.netyaroze-europe.co 
m> <9r920aSpv34@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-181-68-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> I can't remember for sure, but I think one of my friends was telling 
> me that they were complaining (on the Japanese mailing lists) that the 
> linux kit does not offer access to the ps2's graphics capabilities... 


I meant to post this a while ago, but Team Fatal have ported Terra Incognita 
to PS2 Linux: 

http://www.playoffline.com/ps2/index.html 

More PS2 Linux games and information (japanese): 
http://pcweb.mycom.co.jp/special/2001/ps2linux/06.html 


cheers 
Derek 


—-MESSAGE FILE 8764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07492 


—-MESSAGE FILE 8765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007493 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 16:21:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3BD82DDF.88BODBD5@127.0.0.1> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6caf60S$a42elbd4@pal-s 
-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> <3bd809c7.255496113@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: tide137.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Steven Osman wrote: 

> 

> I can't remember for sure, but I think one of my friends was telling 

> me that they were complaining (on the Japanese mailing lists) that the 
> linux kit does not offer access to the ps2's graphics capabilities... 
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> 

> I'm not sure if that means they haven't figured out how to do it, of 
> if they simply cannot. 

You get full access to the graphics capabilities, and very thorough 
documentation 

about it too! :) 


On the bright side, my understanding is that in the linux kit there 
are some interesting manuals in both Japanese and English about the 
architecture and instruction set of the various components... 
Supposedly they are not the same "version" of the document though. 
yes, it does seem that the Japanese versions are more upto date. 


> 
> 
> 
> 


presumably the US/UK versions will come with even more upto date 
manuals. 


M. 
—-MESSAGE FILE 8765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07493 


—-MESSAGE FILE 8766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007494 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 16:34:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3BD8310E.313BED83@127.0.0.1> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6écaf60Sa42elbd4@pal-s 
-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> <3bd809c7.255496113@www.netyaroze-europe.co 
m> <9r920aSpv34@www.netyaroze-europe.com> <9r9alrSpv36@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide1l37.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept-Language: en 


Derek da Silva wrote: 


> I can't remember for sure, but I think one of my friends was telling 
> me that they were complaining (on the Japanese mailing lists) that the 
> linux kit does not offer access to the ps2's graphics capabilities... 


I meant to post this a while ago, but Team Fatal have ported Terra Incognita 
to PS2 Linux: 

http://www.playoffline.com/ps2/index.html 

More PS2 Linux games and information (japanese): 
http://pcweb.mycom.co.jp/special/2001/ps2linux/06.html 


VVVVVVVVVV 


Cool! I can't have been looking hard enough!! 


M. 
--MESSAGE FILE 8766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07494 


—-MESSAGE FILE 8767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007495 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 22:45:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9raldfSpv37@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <01lcl5cdeS7b6caf60$a42elbd4@pal-s 
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-omnibook> <3BD7D20C.7B34A13E@127.0.0.1> <3bd809c7.255496113@www.netyaroze-europe.co 
m> <3BD82DDF.88BODBD5@127.0.0.1> 

NNTP-Posting-Host: modem-508.parrot.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> You get full access to the graphics capabilities, and very thorough 
> documentation 
> about it too! :) 


Even more of my cash gone : ( 
But on a VERY good cause... Can I have mine NOW please :) 


Nigel 


—-MESSAGE FILE 8767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07495 


-—-MESSAGE FILE 8768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007496 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Thu, 25 Oct 2001 22:46:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9ralglSpv38@www.netyaroze-europe. com> 

References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> <9r4tpp$m0811@www.netyaroze-europe.com> <3BD6 
7EDE.BE1A319D@127.0.0.1> <9rJgprS$pv32@www.netyaroze-europe.com> <3BD7D245.C1AF3310@1 
27.0.0.1> 

NNTP-Posting-Host: modem-508.parrot.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I've got a torch so I could be here after that... 
Lets hope SONY take the initative and open up a SCEE.PS2Linux.freetalk :) 
Nigel 


> I don't know about anyone else, but I'll be here till the turn out the 
> lights! 
> 
> 


M. 


—-MESSAGE FILE 8768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07496 


-—-MESSAGE FILE 8769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007497 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Looking good 

Date: Fri, 26 Oct 2001 09:34:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3BD92009.FA479DDB@127.0.0.1> 
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References: <9r44aeSm082@www.netyaroze-europe.com> <9r4881Sm084@www.netyaroze-europe 
.com> <9r4a7e$m085@www.netyaroze-europe.com> <9r4b61Sm086@www.netyaroze-europe. com> 
<9r4dv6Sm087@www.netyaroze-europe.com> <9r4tpp$m0811@www.netyaroze-europe.com> <3BD6 
7EDE.BE1A319D@127.0.0.1> <9r7JgprS$pv32@www.netyaroze-europe.com> <3BD7D245.C1AF3310@1 
27.0.0.1> <9ralglSpv38@www.netyaroze-europe. com> 

NNTP-Posting-Host: tidel36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Nigel Critten wrote: 

> 

> Lets hope SONY take the initative and open up a SCEE.PS2Linux.freetalk :) 
'Տ funny you should say that, but I was thinking of proposing a 

newsgroup for ps2dev discussion, I think it'd have to be moderated 

though, as alt....playstation2 is just full of trolls (amusing as they 

are) 


M. 
--MESSAGE FILE 8769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07497 


-—-MESSAGE FILE 8770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007498 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: libps - RotMatrix() 

Followup-To: scee.yaroze.programming.3d_graphics 

Date: Fri, 26 Oct 2001 09:50:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <3BD923D9.872FC1A0@127.0.0.1> 

NNTP-Posting-Host: tide1l36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:7498 scee.yaroze.programm 
ing.3d_graphics:1508 


Hi guys, I just wanted to have a quick discussion about the function 
above, and to some extent the 3 related XYZ variants. 


Whilst putting together a quick 1st pass demo fo the biplanes game of 
Combat3D I noticed that RotMatrix() doesn't do as I had hoped, here's 
the situation; 


I maintain 2 vectors for the planes, a position in space, and a rotation 
vector, the rotation vectors are assigned as follows 


x = banking angle 
y = pitch 
z = direction 


so the planes have ՀՄՇ z as up, and fly in the direction of the ՀՄՇ y 


now, to get the model to 'point' in the direction that it is going to 
fly, I naturally did somethiing on the lines of 


SVECTOR rot 
MATRIX *mtrx; /* initialised to point to matrix in GsCOORDINATE2 */ 


SetVector(&rot, x, y, Z); 
RotMatrix(&rot, mtrx); 


but this doesn't actually work. it's fine as long as z is a multiple of 
90 degrees anything else and turning and going up/down causes it to go 
into a stall spin! 
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Reading the manual (that well thumbed green volume) it describes the 
order that RotMatrix actaully works, it (internally) does RotMatrixZ () 
then RotMatrixY() then RotMatrixX() so I set about thinking about what I 
ACTUALLY want to happen, ie head scratching and pencil scribbling, 
finally I come to the conclusion that what is required is a reversed 
order of rotation, ie start with X, then Y then Z so changing the code 
above to read 


SVECTOR rot 
MATRIX *mtrx; /* initialised to point to matrix in GsCOORDINATE2 */ 


RotMatrixX (x, mtrx); 
RotMatrixY(y, Պե»): 
RotMatrixZ(z, mtrx); 


does just the trick! and the planes fly happily along, looping the loop, 
and banking round corners. 


so, questions; 
1) Why does RotMatrix() go the way it does? 
2) Why wasn't a second RotMatrix() provided that did it the other way? 


3) What bug still exists in the second code frag? 
(it actually produced some ‘interesting results at first') 


4) Anyone else had a similar 'experience' with RotMatrix() 


M. 
--MESSAGE FILE 8770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07498 


—-MESSAGE FILE 8771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007499 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 12:37:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9rbi3r$2i2@www.netyaroze-europe. com> 
References: <3BD923D9.872FC1A0@127.0.0.1> 
NNTP-Posting-Host: host213-122-159-159.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hello Majik... 
> 1) Why does RotMatrix() go the way it does? 


I suppose they thought that would be most commonly used. I tend to 
forget about that routine and use the separate rotation routines regardless. 
If your asking why it's ZYX rather than XYZ that's probably because it's a 
child to parent matrix rather than a parent to child matrix. When I look at 
example code on the net written for the PC etc (where people have to write 
their own matrix co-ordinate system code): co-ordinate system matrices seem 
to be parent to child. The PS want's child to parent so that it's less work 
for it to do when calculating the screen coordinates. 


3) What bug still exists in the second 
code frag? 

(it actually produced some 
‘interesting results at first') 


N. N: S S 


it depends what you actually want but generally speaking I'd have thought 
you'd want a "*mtrx = GsIDMATRIX;" before your RotMatrixX etc because those 
individual rotation routines don't reset the matrix unlike the one that does 
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all three. 
> 4) Anyone else had a similar '‘experience' with RotMatrix() 


look for the dreaded 'Gimbal Lock' on the net (places like Gamasutra 


etc)... it's a well documented problem. I had this problem ages ago but I 
couldn't find any info on it until I discovered what the problem was 
actually called ... then I could find loads of info on it. 

Jon 


—-MESSAGE FILE 8771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07499 


—-MESSAGE FILE 8772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007500 

Path: chuka.playstation.co.uk!news 

From: "Robert Ewing" <robert.ewingl@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: Sat, 27 Oct 2001 21:08:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <9rf4a5$39k1@www.netyaroze-europe.com> 
References: <9r4vq9Sm0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc3-city2-0-cust97.bel.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Derek, Matt, Omar and pal 

> 

> Thanks for your encouragement guys. I get the impression Codewarrior is 
by 

> no means essential. I just thought it might be a little easier for a 

> beginner like myself to get to grips with. 

> 

> I've been looking through the various homepages and resources on the 
Yaroze 

> site and there is some great stuff there. Reckon I'll be busy for a 
while! 
> 

> As for Sony letting me use a second hand Yaroze, well, I just bought it, 
the 

> seller gave me his logon details and that was that! Is there likely to be 
a 

> problem? Should I consult Sony? I was wondering if I could change my 
logon 

details to something more personal and get my own home page? What do you 


v 


> think? Does anyone know if thats possible? 

> 

> Anyway, thanks again for your encouragement to an outsider and for the 
> advice. Very grateful 

> 

> Robert 


"Robert Ewing" <robert.ewingl@ntlworld.com> wrote in message 
news: 9r4vq9S$m0812@www.netyaroze-europe.com... 
> Hi There, 


First visit so please be gentle! 


Just started programming and got myself a second hand Yaroze. Anyone know 
where I can get a copy of Codewarrior? I've contacted Metrowerks who tell 
me it's no longer available even as a download or CDR copy (I would have 
paid them for it). 


Also, I believe there were compilation disks released some time ago of 
European and Japanese NY games. I think I read it in Edge mag. Any way I 


VVVVVVVV VV 
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> can obtain these? Maybe they found their way onto OPM coverdisks? There 
was 

one game; "Fatal Fantasy", a Final Fantasy homage that looked interesting. 
Just thought I'd ask. 


By the way, thanks James Burns for pointing me in the right direction. I 
doubt if I'd got here without your help :) 


Cheers, Robert 


VVVVVVVVV 


—-MESSAGE FILE 8772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07500 


—-MESSAGE FILE 8773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007501 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: 27 Oct 2001 20:52:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01c15f£28$ab42d920$5a18e4d5@pal—s-—omnibook> 

References: <9r4vq9Sm0812@www.netyaroze-europe.com> <9rf4a5$39k1l@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: nas-—cbv-—4-24-90.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Robert Ewing <robert.ewingl@ntlworld.com> wrote in article 
<9rf4a5$39k1@www.netyaroze-europe.com>... 

<snip> 

> As for Sony letting me use a second hand Yaroze, well, I just bought it, 
> the seller gave me his logon details and that was that! Is there likely 
to be 
> a problem? 
<snip> 


Ooops... sorry, I assumed that if you were posting, you'd be aware of 
Sony's policy and managed to get their blessing somehow. I can't tell you 
whether there will be any problem, I hope not. 


The main thing is, from what I understand, that you have to sign an 
agreement with Sony before being allowed to use NY software tools. We all 
did (I think). Transmission of the software is not permitted. 


However I'm sure that some nice Sony guy will help you fix this quickly 
(there are some of them around here). I'd suggest that you contact them. 


pal 


—-MESSAGE FILE 8773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07501 


—-MESSAGE FILE 8774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007502 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 

Date: Sat, 27 Oct 2001 22:11:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9rf83f$39k2@www.netyaroze-europe. com> 

References: <9r4vq9Sm0812@www.netyaroze-europe.com> <9rf4a5$39k1l@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-113-43.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


If no-one has slapped your wrists so far, don't worry. Your yaroze website 
will be: 

http://www.netyaroze-europe.com/~USERNAME 

replace USERNAME with your username obviously. 


there are details on logging into the ftp to change it: 
http: //www.netyaroze-europe.com/yaroze/newmembers/main.htm 


Try and be respectuful to the terms and conditions: 
http://www.netyaroze-europe.com/yaroze/newmembers/terms . հետ 
and I'm sure you'll be fine. 


Get coding! 


Mattv 


—-MESSAGE FILE 8774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07502 


—-MESSAGE FILE 8775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007503 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: chat 

Date: Wed, 31 Oct 2001 15:33:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9rp5s3S8iml@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-69-38 .btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi, 


Matt's organized a Halloween chat sess' using the web site www.habbo.com 
tonight Wednesday 31 October at 10pm (GMT). 

We'll be in the private room "yarozescene" password: "darkhex". If you've 
not used the Habbo site before then get there early since it takes a fair 
while to down-load the plug-ins etc. The Habbo site is well whacky (like 
Futurama graphics) and worth a visit anyway. Why not drop by. 


Jon 


—-MESSAGE FILE 8775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07503 


—-MESSAGE FILE 8776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007504 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: HELP! DESPERATE! 

Date: Wed, 31 Oct 2001 18:23:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9rpfn1lS8im2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 
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Somethings wrong with my Yaroze, I've been keeping it in perfect condition 
(apart from dust) and have never dropped it. 

Yet when I tried to boot the CIP it hit the 'no CD' screen. I cleaned to CD 
and it still didnt work. 


So i tried another CD and that didnt either. So i looked at it with the 
cover open, and low and behold on pressing the button the lens clicks into 
possition and starts reading but the drive doesnt activate! What can i 
do???? (the drive itself has also lost one of its bits of plastic somehow so 
it shows the orange, but i had this on my old PS as well...) 

Please help, 

Chris 


-—-MESSAGE FILE 8776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07504 


—-MESSAGE FILE 8777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007505 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! DESPERATE! 

Date: Wed, 31 Oct 2001 18:29:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9rpg37S8im3@www.netyaroze-europe. com> 
References: <9rpfnlS8im2@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi all again, I looked at it in light and saw that the bit of plastic was 
lodged in the lens. 

I got it out with tweesers but think the plastic caught the lens slightly, 
cos its loading slowely... is that fixable? 


—-MESSAGE FILE 8777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07505 


—-MESSAGE FILE 8778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007506 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! DESPERATE! 

Date: Wed, 31 Oct 2001 19:37:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9rpk95S8im4@www.netyaroze-europe. com> 

References: <9rpfnlS8im2@www.netyaroze-europe.com> <9rpg37S8im3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-340.owl.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I think you can buy a new lens with little problem, not sure about fitting 
RE 23) 


Nigel 


--MESSAGE FILE 8778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07506 
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—-MESSAGE FILE 8779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007507 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! DESPERATE! 

Date: Wed, 31 Oct 2001 21:53:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3BE064D3.D078B598@dk.ibm.com> 

References: <9rpfnlS8im2@www.netyaroze-europe.com> <9rpg37S8im3@www.netyaroze-europe 
-com> <9rpk95$8im4@www.netyaroze-europe. com> 

NNTP-Posting-Host: sungoldl.dk.ibm.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.77 [en] (Win95; U) 

X-Accept—-Language: en 


Hi, sorry to hear about that. I managed to ruin mine by sticking my big 
fat stupid thumb into the lens area. Anyway, it's very easy to replace as 
you're 
not actually replacing the lens itself but the whole component the lens is 
situated 
on. Just two wires to connect and you are off. 

Just checked www.madeiragames.com and they sell them for 40£ (ouch!), 
can't 
remember if I gave that much for mine. Shop around I'm sure you can get them 
cheaper. 


Good luck 
Mark 


—-MESSAGE FILE 8779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07507 


—-MESSAGE FILE 8780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007508 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! DESPERATE! 

Date: Wed, 31 Oct 2001 20:58:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9rpoqsS8im5@www.netyaroze-europe. com> 

References: <9rpfnlS$8im2@www.netyaroze-europe.com> <9rpg37S$8im3@www.netyaroze-europe 
.com> <9rpk95S$8im4@www.netyaroze-europe.com> <3BE064D3.D078B598@dk.ibm. com> 
NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


cool, i think i'll keep that site somewhere safe, it seems to be working 
fine at the moment, so it seems ima lucky 1. 

Gave myself a heart attack tho! Havent worked out how i managed to do it , 
but at least its reading the CD now. 

Its annoying that sony sent the spare parts back, replacing parts it alot 
harder than it should be. 


On a side note, how can you take screen shots using PScomUTIL? it crashes 
when you use mr frostys functions and i havent yet worked out how to use the 
emulator! 

Cheers all 

Chris 


—-MESSAGE FILE 8780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07508 
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-—-MESSAGE FILE 8781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0007509 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 1 Nov 2001 00:27:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1108 

Message-ID: <9rq58qSbqol@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-181-111-haw.cableinet.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/related; 
type="multipart/alternative"; 
boundary="——--=_NextPart_000_0019_01C1626C.0E8A01C0" 

X“Prirority?.3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


This is a multi-part message in MIME format. 


ժԿ7ԿԿ,/ =_NextPart_000_0019_01C1626C.0E8A01C0 
Content-Type: multipart/alternative; 
boundary="——--=_NextPart_001_001A_01C1626C.0E8A01C0" 


Bs aT = _NextPart_001_001A_01C1626C.0E8A01C0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


ժԿ7ԿԿ,/ = _NextPart_001_001A_01C1626C.0E8A01C0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 6.00.2600.0" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY><FONT face=3DArial><FONT size=3D2><IMG=20 
src=3D"http://pages.eidosnet.co.uk/~dasi/temp/bobba01.gif">=20 
<DIV>&nbsp; </DIV><IMG = 
src=3D"http://pages.eidosnet.co.uk/~dasi/temp/bobba02.gif">=20 
</FONT></FONT></BODY></HTML> 


= = NextPart_001_001A_01C1626C.0E8A01C0-- 


aaa =_NextPart_000_0019_01C1626C.0E8A01C0 

Content-Type: image/gif; 

name="bobba01.gif" 

—-MESSAGE FILE 8781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07509 


—-MESSAGE FILE 8782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007510 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 1 Nov 2001 00:50:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 32 

Message-ID: <9rq6cvSbqo2@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bqol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-32-64.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Heh, thanks for those Derek 
The chat wen't well as you can see. The attendee list was: 


Peter Armstrong 

Mark O'Shea 

Ben James 

James Burns 

James Rutherford 

Marc Lambert 

Derek DaSilva 

John (Quietbloke) Wojcik 
Chris Wallace 

Bob Shand 

Jon Prestidge 

Matt Verran 

Nigel Critten 

...Յոզ a baseball capped admirer 


(anyone I forgot can hit me, sorry) 


Topics covered included: Jon Prestidges cloning experiments, pole dancer 
requests (or dancers of any nationality), TRC developer humour, 
lack-of-furniture complaints, OPM coverdisk and other vaguely yaroze related 
stuff. 


A good time was had by all I hope, more pictures to follow on yarozescene. 


cheers to all those who attended! 
Matt 


-—-MESSAGE FILE 8782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07510 


—-MESSAGE FILE 8783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007511 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! DESPERATE! 

Date: 1 Nov 2001 10:06:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lcl162bc$39f02e20Se82d1bd4@pal-—s-—omnibook> 

References: <9rpfnlS$8im2@www.netyaroze-europe.com> <9rpg37S$8im3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: nas-cbv-5-45-232.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Weird, I had *exactly* the same problem a few weeks ago and went through 
the same despair mode as you did, Chris! I finally found that little coward 
piece of plastic lurking on the lens... However I did not experience the 
slow loading. Did you try just to clean the lens? Wish you can fix that. 


pal 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<9rpg37$8im3@www.netyaroze-europe.com>... 

> Hi all again, I looked at it in light and saw that the bit of plastic was 
> lodged in the lens. 

> I got it out with tweesers but think the plastic caught the lens 
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slightly, 
> cos its loading slowely... is that fixable? 


—-MESSAGE FILE 8783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07511 


—-MESSAGE FILE 8784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0007512 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 1 Nov 2001 12:58:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9rrh38Sbqo3@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bgqol@www.netyaroze-europe 

. com> 

NNTP-Posting-Host: host213-1-174-229.btinternet.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="————-=_NextPart_000_0017_01C162D4.DE860B40" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


This is a multi-part message in MIME format. 


SSS =_NextPart_000_0017_01C162D4.DE860B40 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


hehehe.... good idea to grab some snaps. 


== = = NextPart_000_0017_01C162D4.DE860B40 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" = 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2614.3500" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT face=3DArial size=3D2> 

<DIV><FONT face=3DArial size=3D2>hehehe.... good idea to grab some=20 
snaps.</FONT></FONT></DIV></DIV></BODY></HTML> 


------ =_NextPart_000_0017_01C162D4.DE860B40-- 


—-MESSAGE FILE 8784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07512 


—-MESSAGE FILE 8785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007513 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 1 Nov 2001 16:47:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9rrugjSbqo4@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58q$bgqol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-215.germanium.dialup.pol.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yeah is was fun, once I worked out what was going on. (Hey I'd had 5 pints 
by the time I arrived) 


Getting used to the interface took some getting used. It took about 10 mins 
for me to work out how to get rid of that big hand thing :) Even now I'm 
not sure exactly what I did :) 


Bob 


—-MESSAGE FILE 8785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07513 


—-MESSAGE FILE 8786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007514 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 1 Nov 2001 20:44:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9rscf8Sbqo5@www.netyaroze-europe. com> 

References: <9rp5s3$8iml@www.netyaroze-europe.com> <9rq58qSbqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-77-91.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Gnyaaaah! I'm SO pissed off I missed that! : ( 


Serves me right for buying a Gamecube and getting totally addicted to Monkey 
Ball. Roll on this weekend (and hence Pikmin) ! 


Nick 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9rq6cvS$bqo2@www.netyaroze-europe.com... 
> Heh, thanks for those Derek 


The chat wen't well as you can see. The attendee list was: 


Peter Armstrong 

Mark O'Shea 

Ben James 

James Burns 

James Rutherford 

Marc Lambert 

Derek DaSilva 

John (Quietbloke) Wojcik 
Chris Wallace 

Bob Shand 

Jon Prestidge 

Matt Verran 

Nigel Critten 

...Յոզ a baseball capped admirer 


VVVVVVVVVVVVV V V V V 


--MESSAGE FILE 8786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07514 


—-MESSAGE FILE 8787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007515 
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Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 1 Nov 2001 21:18:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9rseb7Sbqo6@www.netyaroze-europe. com> 
References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bqol@www.netyaroze-europe 
.com> <9rrugj$bqo4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Defenatly worth doing again, was alaugh, although might need a bigger room! 
I'd like to point out i was the first there ; ) 

I have a snap as well if you want it, but it doesn't look much different! 
I'd also been drinking b4 entering, was a laugh tho! 

Chris 


—-MESSAGE FILE 8787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07515 


—-MESSAGE FILE 8788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007516 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Sun, 4 Nov 2001 18:49:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9s42ctSiagl@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bqol@www.netyaroze-europe 
.com> <9rq6cv$bqo2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-86-230.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Was an interesting forum, but a bit hard to follow conversations since we 
had lots of people and a speech history of only five lines. 


Sorry I disappeared - after a suitable amount of my ribbing Jon P for the 
cloning experiments, the gods at BT obviously saw justice in smiting my 
connection - and I really wasn't in the mood to wait for habbo to load 
again... 


Hurry up with those diaries Matt :) 


—-MESSAGE FILE 8788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07516 


—-MESSAGE FILE 8789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007517 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Mon, 5 Nov 2001 11:38:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9s5tsaSmnhl@www.netyaroze-europe.com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe.com> <9s42ctSiagl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-36-127.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


When the furniture is in there i'll be attempting to make two sections, 
techie and general or something like that. 


Nice pixelperfect appearance by the way, never played Captive but I'm 
tempted now :) (Edge pg98 this month) 


James Rutherford <hexheroes@writeme.com> wrote in message 

news: 9s42ctSiagl@www.netyaroze-europe.com... 

> Was an interesting forum, but a bit hard to follow conversations since we 
had lots of people and a speech history of only five lines. 


Sorry I disappeared - after a suitable amount of my ribbing Jon P for the 
cloning experiments, the gods at BT obviously saw justice in smiting my 
connection - and I really wasn't in the mood to wait for habbo to load 
again... 


Hurry up with those diaries Matt :) 


VVVVVVVVVV 


—-MESSAGE FILE 8789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07517 


—-MESSAGE FILE 8790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007518 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Mon, 5 Nov 2001 22:15:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9s736bSmnh2@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bgqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe.com> <9s42ctSiagl@www.netyaroze-europe. com> 
<9s5tsa$mnhl@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


111 go look at the rooms again then. 


I also have a room now (for my worms stuff) called Worms Clan Council (2 
rooms), password 'worms' 

Check it out if u get bored! :) 

Chris 


—-MESSAGE FILE 8790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07518 


-—-MESSAGE FILE 8791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007519 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM 

Date: Tue, 6 Nov 2001 12:30:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9s97dfSmnh3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-188-189.btinternet.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Have you got a dead-line James (or anyone) for when any yaroze games have to 
be finished by, to get on the next cover disc. It would be very helpful to 
have a dead-line since my project is a 'how long is a peice of string' kind 
of caper. 


Does it still look like the next disc will be on issue number 79? 


Jon 


—-MESSAGE FILE 8791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07519 


-—-MESSAGE FILE 8792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007520 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 

Date: Tue, 6 Nov 2001 20:21:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <9s9gt7Smnh4@www.netyaroze-europe. com> 

References: <9s97dfSmnh3@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3.pearl-scale-butterfly.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Well Jon, 
The deadline is hmmm, [ Please enter here ] length of time, or 
till death do the PSone :) or death do the Official PlayStation Magazine. 


We haven't got round to putting on the new demos, I'll have to have a 
meeting with my producer regarding the new demo's featuring on future 
(sooner rather than later) issues of OPSM. 


I'll try and get some more info tomorrow, if possible! The christmas rush is 
fun :p 


Later 
James B @ SCEE (really at home cos its late) 


Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in message 

news: 9s97dfSmnh3@www.netyaroze-europe.com... 

> Have you got a dead-line James (or anyone) for when any yaroze games have 
to 

> be finished by, to get on the next cover disc. It would be very helpful 
to 

> have a dead-line since my project is a 'how long is a peice of string' 
kind 

> of caper. 


v 


Does it still look like the next disc will be on issue number 79? 


> 
> 
> Jon 
> 
> 
> 
> 
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Outgoing mail is certified Virus Free. 
Checked by AVG anti-virus system (http://www.grisoft.com). 
Version: 6.0.292 / Virus Database: 157 - Release Date: 26/10/01 


—-MESSAGE FILE 8792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07520 


—-MESSAGE FILE 8793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007521 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Screenshots 

Date: Tue, 6 Nov 2001 21:48:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9s9m0cSmnh5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi all, I cant take screenshots now that I cant use Siocons and was 
wondering if anyone had an older version of DnR that could do screenshots 
and would be willing to take some (fullscreen 320x256) shots for me, some 
GCSE student wants them for research for his Graphics project (shudder at my 
own memories). 


Cheers all, 
Chris 


—-MESSAGE FILE 8793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07521 


-—-MESSAGE FILE 8794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007522 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 

Date: Wed, 7 Nov 2001 11:48:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9sb77iSsell@www.netyaroze-europe. com> 

References: <9s97dfSmnh3@www.netyaroze-europe.com> <9s9gt7Smnh4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-123-238.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Thanks James. 


Jon 


-—-MESSAGE FILE 8794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07522 


—-MESSAGE FILE 8795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007523 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 
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Date: Wed, 7 Nov 2001 13:55:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <9sbeppSsel2@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe.com> <9s42ctSiagl@www.netyaroze-europe. com> 
<9s5tsa$mnhl@www.netyaroze-europe. com> 

NNTP-Posting-Host: icarus.reflectionsinteractive.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9sStsaSmnhl@www.netyaroze-europe.com... 

> When the furniture is in there i'll be attempting to make two sections, 
> techie and general or something like that. 


How about formation dancing vs. rocking in the corner :) 


> Nice pixelperfect appearance by the way, never played Captive but I'm 


> tempted now :) (Edge pg98 this month) 
Thanks, they cut it down (my fault for going over word limit). Unfortunately 
for me, they cut out the bit that made it all make sense - about me being 


captive to this game [unbutchered below]. Ah well ;) 


[Captive / Mindscape International] 


The year is 1991. FTL's Dungeon Master looked impressive but hocus pocus did 
nothing for me. Captive was different. One captive in a room with his 
virtual briefcase, controlling four droids for a daring futuristic 
jail-break. So far so good. 


The game booted up, the briefcase opened and I was commander of my mercenary 
team armed with a polygon space-map. I landed on some planets, hunted around 
and slapped some wild dinosaurs - I found no hint of the lush interiors the 
screenshots depicted. Unlike most, I read instructions. Thoroughly. They did 
not help. The game went back in the box, the box to the cupboard and I went 
back to the games I knew. End of story. Almost. 


One week later I opened the briefcase again. Almost by chance, I landed in 
the correct place, found the correct clue and the rest was freedom-fighting 
history. I was one captive in a room with his virtual briefcase. I became 
totally absorbed - I forgot there was a real world out there. I kept notes. 
I tried to crack secrets. I discovered that a droid's name influenced its 
stats. The best name? I never found out. Stats were accessible, intriguing 
but not overbearing. Perfect. 


After weeks of remote pacing, I prepared myself for the ultimate encounter - 
a door between me and a very small room. I prodded the door to reveal one 
captive in a room with his virtual briefcase. He leapt up. Startled, I shot 
him. RATT, you win again. 


—-MESSAGE FILE 8795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07523 


—-MESSAGE FILE 8796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007524 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 

Date: Wed, 7 Nov 2001 15:53:05 -0000 

Organization: SCEE 

Lines: 19 
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Message-ID: <9sblk6Ssel3@www.netyaroze-europe. com> 

References: <9s97dfSmnh3@www.netyaroze-europe.com> <9s9gt7Smnh4@www.netyaroze-europe 
-com> <9sb77i$sell@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X=Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I've arranged a meeting with my producer for monday, regarding getting a 
finger out :) 


Let you know how it goes then, hopefully we'll schedule some of the stuff 
already available. 


Later 
James B @ SCEE 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: 9sb77iSsell@www.netyaroze-europe.com... 

> Thanks James. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07524 


-—-MESSAGE FILE 8797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007525 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Wed, 7 Nov 2001 19:15:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9sclffSsel4@www.netyaroze-europe. com> 

References: <9rp5s3S8iml@www.netyaroze-europe.com> <9rq58qSbqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe.com> <9s42ctSiagl@www.netyaroze-europe. com> 
<9s5tsaS$mnhl@www.netyaroze-europe.com> <9sbeppS$sel2@www.netyaroze-europe.com> 
NNTP-Posting-Host: 213.123.19.110 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Media whore. *sniff* 
չ-) 


> > Nice pixelperfect appearance by the way, never played Captive but I'm 


> > tempted now :) (Edge pg98 this month) 

> Thanks, they cut it down (my fault for going over word limit). 
Unfortunately 

> for me, they cut out the bit that made it all make sense - about me being 


> captive to this game [unbutchered below]. Ah well ;) 


-—-MESSAGE FILE 8797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07525 


—-MESSAGE FILE 8798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007526 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 
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Date: Thu, 8 Nov 2001 11:11:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9sdpfeSsel5@www.netyaroze-europe. com> 

References: <9s97dfSmnh3@www.netyaroze-europe.com> <9s9gt7Smnh4@www.netyaroze-europe 
.com> <9sb77iSsell@www.netyaroze-europe.com> <9sbl1k6Ssel3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-184-69.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Good one. Let's hope we can get atleast one last disc out with new Yaroze 
stuff on 

Cheers, 

Jon 


—-MESSAGE FILE 8798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07526 


—-MESSAGE FILE 8799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007527 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 

Date: Thu, 8 Nov 2001 13:52:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9se31lpSsel6@www.netyaroze-europe. com> 

References: <9s97dfSmnh3@www.netyaroze-europe.com> <9s9gt7Smnh4@www.netyaroze-europe 
.com> <9sb77iSsell@www.netyaroze-europe.com> <9sbl1k6Ssel3@www.netyaroze-europe. com> 
<9sdpfeSsel5@www.netyaroze-europe. com> 

NNTP-Posting-Host: cvx-213-48-80-135-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


It's got to be better than the repeats (aka "classic demos") opsm readers 
are getting on the disc at the moment, eh. =) 


Any chance of us lot making suggestions as to what existing Yaroze games 
might appear on the next disc, assuming there is a next one? 


cheers 
Derek 


"> Good one. Let's hope we can get atleast one last disc out with new 
Yaroze 

> stuff on 

> Cheers, 
> Jon 

> 
> 
> 


-—-MESSAGE FILE 8799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07527 


—-MESSAGE FILE 8800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007528 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie Looking For Codewarrior 
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Date: Thu, Ց Nov 2001 16:00:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9seag2Ssel7@www.netyaroze-europe. com> 
References: <9r4vq9Sm0812@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1221.beedrill.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I bought codewarrior thinking it would make the process easier but I found 
that the GNU tools were more effective - to me at least. Try out the GNU 
tools and siocons even though they are command driven tools. 


Max 


Robert Ewing <robert.ewingl@ntlworld.com> wrote in message 
news: 9r4vq9$m0812@www.netyaroze-europe.com... 
> Hi There, 


First visit so please be gentle! 


Just started programming and got myself a second hand Yaroze. Anyone know 
where I can get a copy of Codewarrior? I've contacted Metrowerks who tell 
me it's no longer available even as a download or CDR copy (I would have 
paid them for it). 


Also, I believe there were compilation disks released some time ago of 
European and Japanese NY games. I think I read it in Edge mag. Any way I 
can obtain these? Maybe they found their way onto OPM coverdisks? There 
was 

one game; "Fatal Fantasy", a Final Fantasy homage that looked interesting. 
Just thought I'd ask. 


VVVVVVVVV VV 


By the way, thanks James Burns for pointing me in the right direction. I 
doubt if I'd got here without your help :) 


Cheers, Robert 


VVVVVVVVV 


—-MESSAGE FILE 8800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07528 


—-MESSAGE FILE 8801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007529 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenshots 

Date: 8 Nov 2001 23:13:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c168aa$39c18£40$4719e4d5@pal—s-—omnibook> 
References: <9s9m0cSmnh5@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-4-25-71.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Maybe I'm talking crap, as I havent tried this myself yet, but maybe it is 
possible to run your game under an emulator and get an easy screenshot from 
there? 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<9s9mOcSmnh5@www.netyaroze-europe.com>... 

> Hi all, I cant take screenshots now that I cant use Siocons and was 
<snip> 


—-MESSAGE FILE 8801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07529 


Net Yaroze newsgroups message dump.txt Page 5793 


-—-MESSAGE FILE 8802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007530 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Thu, 8 Nov 2001 23:11:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9sf3j3Ssel8@www.netyaroze-europe. com> 

References: <9rp5s3$8iml@www.netyaroze-europe.com> <9rq58qS$bgqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe.com> <9s42ctSiagl@www.netyaroze-europe. com> 

<9s5tsa$mnhl@www.netyaroze-europe.com> <9sbeppSsel2@www.netyaroze-europe.com> <9sclf 
fSsel4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


EMPTY ROOMS - REMINDER 


Stick something in your poor bare cells - if there's nothing in them they're 
gone come the weekend. Anything - wallpaper, floor or a lone duck will do. 
Sorry, but our poor ikkle servers are groaning under the weight... 


That's all from me this week - if you've got any ideas about what you'd like 
to see in the hotel, or any comments on this newsletter, please email me. 


Happy Habboing! 


Just saw this, thought u might want to know. I tried to put a castus in 
there myself, but seems MAtt has it to him only. 


Chris 


—-MESSAGE FILE 8802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07530 


—-MESSAGE FILE 8803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007531 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze for sale! 

Date: 8 Nov 2001 23:14:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01c168aa$72d25300$4719e4d5@pal—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-4-25-71.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


No, don't worry, I'm not selling mine anytime ever never. 

..-but some crazy guy did, as I saw one available at a second-hand 
videogame shop. I thought that maybe some of you happen to know seomeone 
who might be interested and wasn't able to find one. 

It's in Paris, cost is 2690FF (252GBP), it very unfortunately misses at 
least the two cds and the cable (which makes it a rather useless expensive 
toy to my mind) (don't know about the access card). 


Just ask me for details. 


pal 
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-—-MESSAGE FILE 8803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07531 


—-MESSAGE FILE 8804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007532 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenshots 

Date: Fri, 9 Nov 2001 14:25:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9sgp6d$4lul@www.netyaroze-europe. com> 
References: <9s9m0cSmnh5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-128-213.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Chris, 

that student is seems to be going for using Obligator now..... has he told 
you? I'll see if I can get Matt to do some screen shots for me (otherwise I 
think he'll have to find someone doing a PC game so that screen shots will 
be easier). 


Jon 


—-MESSAGE FILE 8804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07532 


—-MESSAGE FILE 8805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007533 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenshots 

Date: Fri, 9 Nov 2001 14:30:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9sgpdk$41lu2@www.netyaroze-europe. com> 

References: <9s9m0cSmnh5@www.netyaroze-europe.com> <9sgp6d$4lul@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-113-81.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Whats all this? I heard my name there... 

Umm what shots/how many does he want? 

Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in message 

news: 9sgp6d$4lul@www.netyaroze-europe.com... 

> Hello Chris, 

> that student is seems to be going for using Obligator now..... has he 


> you? I'll see if I can get Matt to do some screen shots for me (otherwise 


think he'll have to find someone doing a PC game so that screen shots will 
be easier). 


Jon 


VVVVVVVH 
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--MESSAGE FILE 8805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07533 


—-MESSAGE FILE 8806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007534 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenshots 

Date: Fri, 9 Nov 2001 16:56:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9sh20bS41lu3@www.netyaroze-europe. com> 

References: <9s9m0cSmnh5@www.netyaroze-europe.com> <9sgp6d$4lul@www.netyaroze-europe 
.com> <9sgpdk$41lu2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-2-247.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Well if he's doing graphics coursework he will need more than one example 
for the research section, i had the feeling i wouldn't have been the only 
one asked. But would you be able to get some DnR snaps for me? Pretty plz?! 
Cheers, 

Chris 


—-MESSAGE FILE 8806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07534 


—-MESSAGE FILE 8807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007535 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenshots 

Date: Fri, 9 Nov 2001 17:54:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9sh5f9S41u4@www.netyaroze-europe. com> 

References: <9s9m0cSmnh5@www.netyaroze-europe.com> <9sgp6d$4lul@www.netyaroze-europe 
.com> <9sgpdk$41lu2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-126-155.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I've sent you an email on it ....but actually your guess is as good as mine. 
I suppose 3 or 4 from a selection of places. 


Cheers, 
Jon 


—-MESSAGE FILE 8807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07535 


-—-MESSAGE FILE 8808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007536 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Screenshots 

Date: Fri, 9 Nov 2001 17:54:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9sh5faS41lu5@www.netyaroze-europe. com> 
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References: <9s9m0cSmnh5@www.netyaroze-europe.com> <9sgp6d$4lul@www.netyaroze-europe 
.com> <9sgpdk$41lu2@www.netyaroze-europe.com> <9sh20bS41u3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-126-155.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Ah so he need to do more that one then. 


—-MESSAGE FILE 8808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07536 


—-MESSAGE FILE 8809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007537 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze for sale! 

Date: Fri, 9 Nov 2001 19:58:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9shcnd$4lu6@www.netyaroze-europe. com> 
References: <01c168aa$72d25300$4719e4d5@pal-—s-omnibook> 
NNTP-Posting-Host: du-024-0172.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


What a terrible way for a Yaroze to end up :( 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c168aa$72d25300$4719e4d5@pal-—s-omnibook... 
No, don't worry, I'm not selling mine anytime ever never. 


..-but some crazy guy did, as I saw one available at a second-hand 
videogame shop. I thought that maybe some of you happen to know seomeone 
who might be interested and wasn't able to find one. 


It's in Paris, cost is 2690FF (252GBP), it very unfortunately misses at 
least the two cds and the cable (which makes it a rather useless expensive 
toy to my mind) (don't know about the access card). 


Just ask me for details. 


pal 


—-MESSAGE FILE 8809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07537 


-—-MESSAGE FILE 8810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007538 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Sat, 10 Nov 2001 19:57:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9sk15eS4lu7@www.netyaroze-europe. com> 
References: <9rp5s3S$8iml@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1036.ballistic.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Net Yaroze newsgroups message dump.txt Page 5797 
I'm sorry I missed it too... is there one again soon??? 
Max 


Jon Prestidge (Jon@surfed.to) <jon@surfed.to> wrote in message 
news: 9rp5s3S$8iml@www.netyaroze-europe.com... 


> Hi, 

> 

> Matt's organized a Halloween chat sess' using the web site www.habbo.com 
> tonight Wednesday 31 October at 10pm (GMT). 

> We'll be in the private room "yarozescene" password: "darkhex". If you've 
> not used the Habbo site before then get there early since it takes a fair 
> while to down-load the plug-ins etc. The Habbo site is well whacky (like 
> Futurama graphics) and worth a visit anyway. Why not drop by. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 8810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07538 


—-MESSAGE FILE 8811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007539 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: 11 Nov 2001 22:32:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c16b00$05659540S$182f1bd4@pal-—s-—omnibook> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9sk15eS$41lu7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: nas-cbv-5-47-24.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Same feeling here. However, I doubt I'd had anything to say worth hearing 
i) 
r 


Max <mad.max@which.net> wrote in article 
<9sk15e$41lu7@www.netyaroze-europe.com>... 
> I'm sorry I missed it too... is there one again soon??? 


—-MESSAGE FILE 8811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07539 


-—-MESSAGE FILE 8812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007540 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Mon, 12 Nov 2001 11:22:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9sobj2S8unl@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9sk15eS$41lu7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-173-138.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


> I'm sorry I missed it too... is there one again soon??? 
Perhaps there will be a Christmas one or something. Or you could always 
organize one yourself anytime and paste a message on this NG -- I'm sure you 


could use the Yarozescene room. 
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Jon 


—-MESSAGE FILE 8812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07540 


—-MESSAGE FILE 8813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007541 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Mon, 12 Nov 2001 18:26:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9sp4evS8un2@www.netyaroze-europe. com> 

References: <9rp5s3$8iml@www.netyaroze-europe.com> <9sk15eS$41lu7@www.netyaroze-europe 
.com> <9sobj2S8unl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-34-94-26.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


If you want to use my room (s) for a meating you can, maybe I should 
organise one? who know. But the room is 'Worms Clan Council' and is 
currently unlocked (Pass : advent, when locked) Furniture includes 3 
mini-bars, fridge, fire, 2 sofas, bath, double bed, wide-screen TV and some 
more stuff i cant remember, come and visit! 

Chris 


—-MESSAGE FILE 8813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07541 


—-MESSAGE FILE 8814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007542 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: chat 

Date: Tue, 13 Nov 2001 19:12:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9srrhkSgkkl@www.netyaroze-europe. com> 

References: <9rp5s3S$8iml@www.netyaroze-europe.com> <9rq58qS$bqol@www.netyaroze-europe 
.com> <9rq6cvS$bqo2@www.netyaroze-europe.com> <9s42ctSiagl@www.netyaroze-europe. com> 
<9s5tsa$mnhl@www.netyaroze-europe.com> <9sbeppSsel2@www.netyaroze-europe.com> <9sclf 
fSsel4@www.netyaroze-europe.com> <9sf3j3S$sel8@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-34-94-26.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'd just like to point out here, that the Yarozescene room on habbo has 
gone.... 


—-MESSAGE FILE 8814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07542 


—-MESSAGE FILE 8815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007543 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Newbie needs basic help 

Date: Sat, 17 Nov 2001 16:01:02 +1300 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9t4jt2Sob41@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-54-106-98.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok so im just starting to play with the machine, yeah yeah its taken a while 


:) 


looking for some explanations of the following, im sure some of it will be 
because my C is really bad right now. 


GsOT WorldoOT[2] 
why isnt this defined as 
Struct GsOT WorldOT [2] 


Ive noticed that the keyword "STRUCT" is not required when doing the above 
and is many other examples of variable being defined as a struct 


GsOT_TAG WorldTags [2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 


i dont understand why the has been defined a a 2d structure, i understand 
the 2 is because you have 2 ordering Tables. but i dont understand why you 
have the second dimension and what is really doing, i know its something to 
do with the ordering table units, but what is that exactly? 


Again why havent they used a STRUCT keyword for the above. 


My next question is how do you know how to define the 2 worldOT and WorldTag 
structures above with 1 or 2 dimenions? ive read the reference and i cant 
understand GsOT_TAG requires it to be defined as a 2d structure, and why 
GsOT only required one dimension?> i looked over the reference and they were 
both just defined as standard structures, so how do you know to use a 2d or 
14 structure? the same applies for defining a Packet Area, it takes a 24 
structure but im not sure why., 


well hope you can help this newbie, please be patient, i just wanna 
understand the way this works.. 


thanks guys 


Greg 


-—-MESSAGE FILE 8815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07543 


—-MESSAGE FILE 8816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007544 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: 17 Nov 2001 23:55:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <0Olclé6éfc2$8b592ba0$2f3be4d5@pal—s-—omnibook> 
References: <9t4jt2Sob41@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.228.59.47 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Greg, 


1. about the struct stuff: 
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Compilers that are not overly old can treat 'x' as ‘struct x' when 
appropriate. This is standard Ansi C now I think (can't tell which precise 
standard however ;) ). So in most cases you don't have to use the 'struct' 
keyword other than when defining struct's. 


However... From what I've seen, the gcc which comes with NY does not allow 
this. This can quickly get annoying. A common workaround is to use 
typedef's for all your struct's definitions. This is the way libps's 
struct's are defined (have a look at <libps.h>). 


typedef struct { 

) X; 

Then you can use simply 'X' where you mean 'struct X' ('struct X' should 
not work however). 


This is not always possible but in most cases it's welcome. In some cases 
you'll prefer: 


struct struct_xX { 
J; 
typedef struct_X X; 


PS beware to spell 'struct' in low case - 'Struct' and 'STRUCT' will be 
understood as identifiers. 


2. about the OT stuff: 
I cant tell *precisely*, and I'm not sure I understood the question, and 


I'm sure someone will be able to answer that one better than me, but here 
is how I understand it anyway: 


An OT needs a piece of memory to store its "things to draw" in. This piece 
of memory is just a bunch of GsOT_TAG for convenience (if you can tell what 
a GsOT_TAG is that is; to me it's just a bunch of bits). The second 
dimension in your example is the amount of memory reserved for one OT. This 
becomes clearer when in your code you need to initialize the GsOT's org 
field: 


WorldOT[0].org = WorldTags[0]; 
WorldOT[1].org = WorldTags[1]; 


so that you have 2 GsOT's, each one pointing to an array of N GsOT_TAG's 
(in your case, N is NO_OF_SPRITES*sizeof(GSSPRITE)). 


hope this helps, 
pal 


—-MESSAGE FILE 8816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07544 


—-MESSAGE FILE 8817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007545 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Sun, 18 Nov 2001 15:32:03 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <9t76inSob42@www.netyaroze-europe. com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <Olcl6fc2S$8b592ba0S2f3be 
-omnibook> 

NNTP-Posting-Host: 210-86-38-44.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Thanks for the explanation of the struct stuff, thats great.. 
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glish/000 


english/0 


4d5@pal-s 
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as for the second part.. i think i asked the question wrong. 


From looking at the reference manual how did you know to define the code 
below? 


GsOT_TAG WorldTags [2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 


looking at the reference manual theres not example of how to define/use the 
structure, so how did you know to define it as 2d? i know the example code 
that sony has supplied shows it define like what is abo ve, but apart from 
seeing that would anyone of known how to define/use the structure. 


again not sure if im putting the question the right way, all im trying to 
say is i wouldnt of known to write the code like above from just looking at 
the reference manual ( i wouldnt of known to use 2 dimensions etc ) the only 
way i know how to do it is because theres a sample bit of code provided by 
sony.. 


anyways i'll keep playing 


Greg 


"pal" <pal_news@hotmail.com> wrote in message 
news: 01lcl6fc2S$8b592ba0S2f3be4d5@pal-—s-—omnibook... 
> Hi Greg, 


1. about the struct stuff: 


Compilers that are not overly old can treat 'x' as ‘struct x' when 
appropriate. This is standard Ansi C now I think (can't tell which precise 
standard however ;) ). So in most cases you don't have to use the 'struct' 
keyword other than when defining struct's. 


However... From what I've seen, the gcc which comes with NY does not allow 
this. This can quickly get annoying. A common workaround is to use 
typedef's for all your struct's definitions. This is the way libps's 
struct's are defined (have a look at <libps.h>). 


typedef struct { 

} X; 

Then you can use simply 'X' where you mean 'struct X' ('struct X' should 
not work however). 

This is not always possible but in most cases it's welcome. In some cases 
you'll prefer: 

struct struct_xX ( 

H; 

typedef struct_X X; 


PS beware to spell 'struct' in low case - 'Struct' and 'STRUCT' will be 
understood as identifiers. 


2. about the OT stuff: 
I cant tell *precisely*, and I'm not sure I understood the question, and 


I'm sure someone will be able to answer that one better than me, but here 
is how I understand it anyway: 


An OT needs a piece of memory to store its "things to draw" in. This piece 
of memory is just a bunch of GsOT_TAG for convenience (if you can tell 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


> a GsOT_TAG is that is; to me it's just a bunch of bits). The second 

> dimension in your example is the amount of memory reserved for one OT. 
This 

becomes clearer when in your code you need to initialize the GsOT's org 
field: 


v 


WorldOT[0].org WorldTags[0]; 
WorldOT[1].org = WorldTags[1]; 


> 
> 
> 
> 
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so that you have 2 GsOT's, each one pointing to an array of N GsOT_TAG's 
(in your case, N is NO_OF_SPRITES*sizeof (GSSPRITE)). 


hope this helps, 
pal 


VV V V V V V 


--MESSAGE FILE 8817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07545 


—-MESSAGE FILE 8818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007546 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: 18 Nov 2001 23:22:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c17087$1c5653c0$4d02e4d5@pal-—s-—omnibook> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01lcl6fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.228.2.77 

X-Newsreader: Microsoft Internet News 4.70.1155 


Greg Cook <gjc53@student.canterbury.ac.nz> wrote in article 
<9t76inSob42@www.netyaroze-europe.com>... 

> From looking at the reference manual how did you know to define the code 
> below? 


Yeah, I definitely understand what you mean now. Without the code examples, 
if you're not used to similar systems, I think it is pretty hard to figure 
the thing out just from the manual (and the sometimes poor translation does 
not help...). Personnally I started by playing with the examples and 
gradually went to understand the details. I still have to figure out some 
parts though! 


Once you've understood the way it all works, though, the doc for GsOT looks 
like you could have guessed ;) . Note, for instance, that 'org points toa 
GsOT_TAG array'... 


pal 


—-MESSAGE FILE 8818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07546 


—-MESSAGE FILE 8819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007547 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Mon, 19 Nov 2001 13:19:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <9tb0qtSigql@www.netyaroze-europe.com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2$8b592ba0$2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-123-133-172.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi Greg, 
> GsOT_TAG WorldTags [2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 


This is nonsense and is not the way to define the OTs. OT_TAGs should be 


Net Yaroze newsgroups message dump.txt Page 5803 
defined: 

GsOT_TAG WorldTags [2] [1<<OT_LENGTH] ; 

where OT_LENGTH is the bit depth of your ordering table. 

The OT is used to represent the z-axis with each array element representing 

a point or plane along the z-axis, 0 being closest to the screen. So, if 

your OT_LENGTH is defined as 4, then you'll have a 4-bit z-axis giving a 


range of 0 to 15. Similarly, an OT_LENGTH of 14 will yield a z-axis depth 
of 16384. 


If you're working in 2D then the z-axis is used for sprite priorities. 1.6. 
sprites with lower priorities appear in front of sprites with higher 
priorities. If several sprites are sorted at the same priority then the 
first one sorted will appear on top. 


The reason the array is 2 dimensional is because an OT (being a table) is a 
1 dimensional array, and you've got 2 of them - the one you're preparing and 
the one the GPU is drawing. Note that when calling GsClearOt and GsDrawOt, 
a pointer to either WorldTags[0] or WorldTags[1] is used to select which of 
the 2 OTs should be cleared/drawn. 


Check out pages 17-18 of the Library Reference which sort of give an 
explanation - ish. Also look at the source code for the 'check' program on 
the Yaroze CD. 


Hope this helps. 


Alex 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9t 76inSob42@www.netyaroze-europe.com... 
> Thanks for the explanation of the struct stuff, thats great.. 


as for the second part.. i think i asked the question wrong. 


From looking at the reference manual how did you know to define the code 
below? 


GsOT_TAG WorldTags [2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 


looking at the reference manual theres not example of how to define/use 
he 
structure, so how did you know to define it as 2d? i know the example code 
that sony has supplied shows it define like what is abo ve, but apart from 
seeing that would anyone of known how to define/use the structure. 


again not sure if im putting the question the right way, all im trying to 
say is i wouldnt of known to write the code like above from just looking 
Է 
> the reference manual ( i wouldnt օք known to use 2 dimensions etc ) the 
only 
way i know how to do it is because theres a sample bit of code provided by 
sony.. 


VVVVVVVAVVVV VV VV V 


v 


anyways i'll keep playing 


Greg 


VVVVVVV 


—-MESSAGE FILE 8819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07547 


--MESSAGE FILE 8820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007548 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 


Net Yaroze newsgroups message dump.txt Page 5804 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Mon, 19 Nov 2001 19:25:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9tbmioSigq2@www.netyaroze-europe. com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host217-35-15-20.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


A 


The mans a genious... 


--MESSAGE FILE 8820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07548 


--MESSAGE FILE 8821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007549 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Tue, 20 Nov 2001 09:49:05 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 107 

Message-ID: <9tbr0pSigq3@www.netyaroze-europe.com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Doh, im an idiot! ( no comments please :) ) 
Yes i cut ,pasted and concatenated the wrong bit of code :) it was late i 
guess. 


looks like ive pasted half of the packet code and half of the worldTags 
Code.. 


Sorry, and thanks for your explanantion below... ive got a better 
understanding of it now.. 


woo hoo my first bit of code compiled last night, so im on my way :) 


look out for more stupid/beginner questions, though this time, i promise to 
paste the correct information. 


Thanks 
Greg ( who's feeling like a big idiot ) 


"Alex Herbert" <alex@herbs.dabsol.co.uk> wrote in message 
news: 9tbO0qtSiql@www.netyaroze-europe.com... 


> Hi Greg, 

> 

> > GsOT_TAG WorldTags[2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 

> 

> This is nonsense and is not the way to define the OTs. OT_TAGs should be 
> defined: 
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GsOT_TAG WorldTags [2] [1<<OT_LENGTH] ; 
where OT_LENGTH is the bit depth of your ordering table. 


The OT is used to represent the z-axis with each array element 
epresenting 

a point or plane along the z-axis, 0 being closest to the screen. So, if 
your OT_LENGTH is defined as 4, then you'll have a 4-bit z-axis giving a 
range of 0 to 15. Similarly, an OT_LENGTH of 14 will yield a z-axis depth 
of 16384. 


If you're working in 2D then the z-axis is used for sprite priorities. 
.Յ. 

sprites with lower priorities appear in front օք sprites with higher 
priorities. If several sprites are sorted at the same priority then the 
first one sorted will appear on top. 


The reason the array is 2 dimensional is because an OT (being a table) is 


VYUVVVVVHVV VV VV BV VV VV V 


1 dimensional array, and you've got 2 of them - the one you're preparing 
and 

> the one the GPU is drawing. Note that when calling GsClearOt and 
GsDrawOt, 

> a pointer to either WorldTags[0] or WorldTags[1] is used to select which 
of 


> the 2 OTs should be cleared/drawn. 

> 

> Check out pages 17-18 of the Library Reference which sort of give an 

> explanation - ish. Also look at the source code for the 'check' program 
on 


v 


the Yaroze CD. 

Hope this helps. 

Alex 

"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9t76inSob42@www.netyaroze-europe.com... 

> Thanks for the explanation of the struct stuff, thats great.. 


as for the second part.. i think i asked the question wrong. 


From looking at the reference manual how did you know to define the code 
below? 


GsOT_TAG WorldTags [2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 


VVVVVVV VV 


looking at the reference manual theres not example of how to define/use 
en ee so how did you know to define it as 2d? i know the example 
ose sony has supplied shows it define like what is abo ve, but apart 
eee that would anyone of known how to define/use the structure. 

— — again not sure if im putting the question the right way, all im trying 


VVVVVVVVVVVV NP VN, NP VPN VV VV 


O 


> say is i wouldnt of known to write the code like above from just looking 
at 

> the reference manual ( i wouldnt of known to use 2 dimensions etc ) the 
only 

> way i know how to do it is because theres a sample bit of code provided 


< 


sony.. 
anyways i'll keep playing 


Greg 


VVVVVVVVOVVV V V Ct 
VV V VV V V 
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> 
> 


—-MESSAGE FILE 8821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07549 


—-MESSAGE FILE 8822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007550 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Tue, 20 Nov 2001 10:21:17 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 123 

Message-ID: <9tbst4Siq4@www.netyaroze-europe. com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01lcl6fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> <9tbr0pS$igq3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


By the way, im posting from my work address, hence the different user name, 
sorry to confuse :) ( though it looks like im good at it :) 

"Cookie" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9tbr0p$Siq3@www.netyaroze-europe.com... 


Doh, im an idiot! ( no comments please :) ) 
Yes i cut ,pasted and concatenated the wrong bit of code :) it was late i 
guess. 


looks like ive pasted half of the packet code and half of the worldTags 
Code.. 


Sorry, and thanks for your explanantion below... ive got a better 
understanding of it now.. 


woo hoo my first bit of code compiled last night, so im on my way :) 


look out for more stupid/beginner questions, though this time, i promise 
° 
paste the correct information. 


Thanks 

Greg ( who's feeling like a Dig idiot ) 

"Alex Herbert" <alex@herbs.dabsol.co.uk> wrote in message 
news:9tb0qtSšSiql@www.netyaroze-europe.com... 

> Hi Greg, 

> 

> > GsOT_TAG WorldTags[2] [NO_OF_SPRITES*sizeof (GsSPRITE)]; 
> 

> 


This is nonsense and is not the way to define the OTs. OT_TAGs should 


e 
> defined: 
> 
> GsOT_TAG WorldTags [2] [1<<OT_LENGTH] ; 
> 
> where OT_LENGTH is the bit depth of your ordering table. 
> 
> The OT is used to represent the z-axis with each array element 
representing 
> a point or plane along the z-axis, 0 being closest to the screen. So, 
£ 


VEEVVVVVVVVVOVVV VV VV VV VV NV NV VV EVV VV VV VV NP, VN VV VV 


> your OT_LENGTH is defined as 4, then you'll have a 4-bit z-axis giving a 
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> > range of 0 to 15. Similarly, an OT_LENGTH of 14 will yield a z-axis 


depth 
> of 16384. 
> 
> If you're working in 2D then the z-axis is used for sprite priorities. 
1.6. 
> sprites with lower priorities appear in front օք sprites with higher 
> priorities. If several sprites are sorted at the same priority then the 
> first one sorted will appear on top. 
> 
> The reason the array is 2 dimensional is because an OT (being a table) 
s 
a 


> 1 dimensional array, and you've got 2 of them - the one you're preparing 
and 

> the one the GPU is drawing. Note that when calling GsClearOt and 
GsDrawOt, 

> a pointer to either WorldTags[0] or WorldTags[1] is used to select which 
of 


> the 2 OTs should be cleared/drawn. 

> 

> Check out pages 17-18 of the Library Reference which sort of give an 

> explanation - ish. Also look at the source code for the 'check' program 

on 

> the Yaroze CD. 

> 

> Hope this helps. 

> 

> Alex 

> 

> 

> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> news: 9t76inSob42@www.netyaroze-europe.com... 

> > Thanks for the explanation of the struct stuff, thats great.. 

>> 

> > as for the second part.. i think i asked the question wrong. 

>> 

> > From looking at the reference manual how did you know to define the 
ode 

> > below? 

>> 

> > GsOT_TAG WorldTags[2] [NO_OF_SPRITES*sizeof (GSSPRITE) ]; 

>> 

> > looking at the reference manual theres not example of how to 
efine/use 

> the 


> > structure, so how did you know to define it as 2d? i know the example 
code 
> > that sony has supplied shows it define like what is abo ve, but apart 
from 
> > seeing that would anyone of known how to define/use the structure. 
>> 
> > again not sure if im putting the question the right way, all im trying 
to 
> > say is i wouldnt of known to write the code like above from just 
ooking 
> > at 
> > the reference manual ( i wouldnt of known to use 2 dimensions etc ) 


EFVVVVVVVV VV EN VV VV OAV VV VV V VV VV VV VV VV VV VV VV VV VV BEV VV VV VV VV 


= 
O 


> only 

> > way i know how to do it is because theres a sample bit of code 
rovided 

by 


v 


sony.. 
anyways i'll keep playing 


> 
> 
> 
> 
> Greg 
> 

> 


VVVVVVVVVV VID VV Ct V 


VVVVVVV VV 
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> 
> 


—-MESSAGE FILE 8822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07550 


-—-MESSAGE FILE 8823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007551 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: BackGround Scrolling 

Date: Tue, 20 Nov 2001 10:30:42 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9tbtepSigq5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Does anyone know any good links for examples of how to do a Tiled background 
thats larger than the width of the screen? eg an RPG game world. Ive been 
through most of the yaroze archives and the members sites i think, didnt 
find muc info on that though. 


Id like to experiment with getting a Tiled World up and running, that has 
the effect of scrolling when you walk off the edge of the current screen.. 


Thanks alot, i hope you all dont mind some of the old questions being asked 
again.. 


Greg 


—-MESSAGE FILE 8823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
047551 


—-MESSAGE FILE 8824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007552 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BackGround Scrolling 

Date: Mon, 19 Nov 2001 21:54:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9tbv9eSiq6@www.netyaroze-europe. com> 
References: <9tbtepSiq5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-15-20.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Drum 'n' Race does this reletively well for a 2D topdown scroll (~chrisw) If 
i do say so my self, even if the game it'self did fail. 

This used the Sony Tile routines, but custom built ones are ofter better and 
faster. I would go into them now but... its late.. 

ՏՕ2 

Chris 


—-MESSAGE FILE 8824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07552 


—-MESSAGE FILE 8825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007553 
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Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: 20 Nov 2001 10:55:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01c171b1$2115a020$2d2cl1bd4@pal-—s-—omnibook> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2$8b592ba0$2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: nas-cbv-5-44-45.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Alex, 
I've been afraid to ask for long but apparently now is a good time and you 
are the right person to ask :) (of course, anyone else is welcome too!) 


- What are those mysterious GsOT_TAG's, and what do their two fields mean? 
They're still pretty weird to me. 


- What happens when you register something in an OT? Does it get copied? I 
think it gets copied (but where? maybe in the array passed to 
GsSetWorkBase?) because it is possible to use the same GsSPRITE to display 
a sprite at various positions; e.g.: 

GsSPRITE sprite; 


sprite.x = xl; 


GsSortFastSprite(&sprite, ot, pri); 
sprite.x = x2; 


GsSortFastSprite(&sprite, ot, pri); 


this code does display two sprites, although the first one should be lost 
if not somehow copied by GsSortFastSprite. 


What really bothers me is that this copying process must be uselessly 
time-consuming, so I can't believe it's really done this way... or is there 
another way that I missed? 


pal 


—-MESSAGE FILE 8825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07553 


—-MESSAGE FILE 8826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007554 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Tue, 20 Nov 2001 14:16:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 118 
Message-ID: <9tdog1$4ql1l@www.netyaroze-europe. com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> <01c171b1$2115a020$2d2cl1lbd4@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-123-133-136.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hi pal, 
GsOT_TAG is a GPU packet header. (A GPU packet, or primitive, is what tells 
the GPU to draw a sprite or a triangle, whatever.) All GPU packets start 


with a GsOT_TAG. Of the two components of the GsOT_TAG (page 19, Lib Ref 
manual), 'num' is the length of the attached packet data, and 'ք' is a 
pointer to (i.e. the address of) the next packet. 
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Imagine we have a short OT with an OT_LENGTH of 2, giving us just 4 
positions on the z-axis. Let's forget double buffering for now and just 
have a 1 dimensional array: 


GsOT_TAG Tag[4]; 
Now, when we call GsClearOt(), it does the following: 


The 'num' component օք each tag is set to 0 as there is no GPU drawing data 
attached. (They are essentially empty packets.) Then the 'p' components 
are set so that Tag[3] holds the address of Tag[2], Tag[2] points to Tag[1], 
Tag[1] points to Tag[0], and Tag[0] points to zero to indicate the end օք 
the list. Something like this: 


Tag[3].p = &Tag[2]; 
Tag[3].num = 0; 


Tag[2].p = &Tag[1]; 


Tag[2].num = 0; 


Բ 


Tag[1].p = &Tag[0]; 
Tag[1].num = 0; 


Tag[0].p = 0; 
Tag[0].num = 0; 


Now, if we were to call GsDrawOt(), the GPU would start drawing the packet 
at Tag[3], but as the packet length is zero, it will finish very quickly. 
Once the GPU has finished drawing that packet, it will look up the address 
held in Tag[3].p and move on. This repeats until a pointer to zero is 
encountered, at which point drawing is complete. 


The result of this is that the GPU will whiz through the OT but draw 
nothing. Everything is in reverse order by the way because the GPU needs to 
draw the objects furthest away first. 


OK, so what happens when we sort a sprite into the OT, with a priority of 2 
for example? Well first, a sprite packet is constructed in the packet 


workspace (as set by GsSetWorkBase()). This new packet will consist of a 
GsOT_TAG, a GPU sprite instruction and the sprite data (screen and texture 
co-ordinates, etc). For now I'll refer to the GsOT_TAG in this new packet 


as 'NewTag'. 


To link the new packet into the OT, first NewTag.num is set to the length of 
the packet. Then the address stored in Tag[2].p (because we're sorting the 
sprite at priority 2) is copied into NewTag.p. (Note, this is the address 
held in Tag[2], not the address of Tag[2].) Then NewTag.p is set to point 
at Tag[2]. This has the effect of inserting the sprite packet into the 
chain, so now: 


Tag[3] points to Tag[2], 
Tag[2] points to NewTag, 
NewTag points to Tag[1], 
Tag[1] points to Tag[0], 
Tag[0] points to zero. 


Magic! I'm sure you can work out what happens now when we call GsDrawOt (). 


As you can see (hopefully), the original framework array of GsOT_TAGs acts 
as nothing more than a convenient list of insertion points into the OT. 


So to answer your question, yes, the data in the GsSPRITE structure is 
copied when you sort it. The GPU packet format is nothing like the GsSPRITE 
structure though so it's not a direct copy. There is no relation between 
the size and format of any GPU packet and the library structure used to 
create it. GPU packets are packed in a GPU friendly format, whereas the 
library structures are programmer friendly. Out of interest, you might want 
to check out the File Formats document (available at the NY website), in 
particular the format of TMD primitives. Whilst these are not actual GPU 
packets (because they are 3D rather than 2D) they are very similar in 
structure to GPU packets and share many of the same components. 


I hope I've made things a little clearer. 
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"pal" <pal_news@hotmail.com> wrote in message 
news:01c171b1$2115a020S$2d2clbd4@pal-—s-omnibook... 

> Hi Alex, 

I've been afraid to ask for long but apparently now is a good time and you 
are the right person to ask :) (of course, anyone else is welcome too!) 


- What are those mysterious GsOT_TAG's, and what do their two fields mean? 
They're still pretty weird to me. 


- What happens when you register something in an OT? Does it get copied? I 
think it gets copied (but where? maybe in the array passed to 
GsSetWorkBase?) because it is possible to use the same GsSPRITE to display 
a sprite at various positions; e.g.: 

GsSPRITE sprite; 


sprite.x = xl; 


GsSortFastSprite(&sprite, ot, pri); 
sprite.x = x2; 


GsSortFastSprite(&sprite, ot, pri); 


this code does display two sprites, although the first one should be lost 
if not somehow copied by GsSortFastSprite. 


What really bothers me is that this copying process must be uselessly 
time-consuming, so I can't believe it's really done this way... or is 
here 

another way that I missed? 


pal 


VVVVAVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 8826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07554 


—-MESSAGE FILE 8827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007555 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BackGround Scrolling 

Date: Tue, 20 Nov 2001 17:28:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 
Message-ID: <3BFA92B9.4B11D2C5@peregrine.com> 
References: <9tbtepSigq5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.207.193.63 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi Greg 
I did a tutorial a while ago about how to use the Sony GsBG functions: 
http://www.netyaroze-europe.com/~partinga 


Sorry, its not very well written, but there is source code that you can 
play with. 


For Gravity Girl however, I ditched the supplied GsBG stuff (except for 
the nebula-ish background) and wrote my own background drawing routine 
using GSSPRITE, because I wanted all the scaling/rotation functions that 
the fixed background handler does not support, even though the green 
book says there are scale/rotation values for GsBG, Sony did not supply 
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a version օք the background handler that supported this : ( 


[speaking of Gravity Girl, i'm still working on it guys :) I had to 
redo the handling because I changed my map block sizes from 32*32 to 
64*64 and this messed up the parallax/handling, grr! Just getting the 
girl to run around now!] 


Hope this helps 


Andy 


Greg Cook wrote: 


Does anyone know any good links for examples of how to do a Tiled background 
thats larger than the width of the screen? eg an RPG game world. Ive been 
through most of the yaroze archives and the members sites i think, didnt 
find muc info on that though. 


Id like to experiment with getting a Tiled World up and running, that has 
the effect of scrolling when you walk off the edge of the current screen.. 


Thanks alot, i hope you all dont mind some of the old questions being asked 
again.. 


VVVVVVVVVVV VV 


Greg 
—-MESSAGE FILE 8827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07555 


-—-MESSAGE FILE 8828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007556 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM Demos 

Date: Tue, 20 Nov 2001 17:33:16 -0000 

Organization: SCEE 

Lines: 20 

Message-ID: <9te4ca$4q12@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi all, 


Well we've had some fun trying out some of your games and so far on our list 
to go onto the coming discs are: 


Down - Team Parc 
Robot Ron - Matt Verran 
Yarozians - John Wojcik 


What discs they are on, and in which order has not been decided, but I will 
let you know when I know :) 


So all we need now is more games and life is great! 
Come on guys surely you've got some more. 


Later 
James B 


—-MESSAGE FILE 8828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07556 


—-MESSAGE FILE 8829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007557 
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Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 17:34:41 -0000 

Organization: SCEE 

Lines: 21 

Message-ID: <9te4euS4q13@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi all, 


Page 5813 


Well we've had some fun trying out some of your games and so far on our list 


to go onto the coming discs are: 


Down - Team Parc 
Robot Ron - Matt Verran 
Yarozians - John Wojcik 


What discs they are on, and in which order has not been decided, but I will 


let you know when I know :) 


So all we need now is more games and life is great! 
Come on guys surely you've got some more. 


Later 


James B 


-—-MESSAGE FILE 8829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07557 


—-MESSAGE FILE 8830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007558 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 18:03:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <9te61fS$4ql1l4@www.netyaroze-europe. com> 
References: <9te4euS$4q13@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-79-77.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


YAY! Yippee! WooHoo! 


Ummm what about "PingPing" James, if you give me a list I can make changes. 


http://www.netyaroze-europe.com/~frktlx/ftp/pingping.zip 


Also make sure it's the OPM version of RobotRon NOT the original. 


http://www.netyaroze-europe.com/~frkt1lx/ftp/rr-opm. zip 


Better get Roller finished then :) 
Matt 


James Burns <ps_yaroze@scee.net> wrote in message 
news: 9te4eu$S4q13@www.netyaroze-europe.com... 

> Hi all, 

> 
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> Well we've had some fun trying out some of your games and so far on our 
list 
to go onto the coming discs are: 


Down - Team Parc 
Robot Ron - Matt Verran 
Yarozians - John Wojcik 


What discs they are on, and in which order has not been decided, but I 
111 
let you know when I know :) 


So all we need now is more games and life is great! 
Come on guys surely you've got some more. 


Later 


James B 


VVVVVVVVVVV EVV VV VV V 


—-MESSAGE FILE 8830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07558 


—-MESSAGE FILE 8831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007559 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CW code generation differences on Intel/AMD?? 

Date: Tue, 20 Nov 2001 18:07:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <3BFA9BE1.810576C8@peregrine.com> 
NNTP-Posting-Host: 194.207.193.63 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi guys 


I've recently upgraded my old desktop PC (Pentium 133 with no MMX to a 
1.4Ghz Athlon, still running Win98 first edition - I just plugged my 
existing drives straight into the new motherboard!), and i've noticed 
something strange when you compile stuff with CW when running on an 
AMD... 


When you compile some code, upload it to the Yaroze and run it, it runs 
fine until you come to exit the program, then the Yaroze just locks up 
and you have to press the reset button. However, if you compile the 
exact same project with the exact same settings on an Intel-based 
machine then everything works 100%, straight back to the brick screen 
with no messing!!! 


At first I thought that it was a optimisation issue (i.e. level 4 
optimisation was screwing with stuff it shouldn't), and it started 
working (slowly) when I dropped it down to level 2, but it works 
completely fine with L4 optimisation on my old Pentium 120 laptop I was 
using....! 


[strangely enough Gravity Girl doesn't run at all with optimisation 
turned completely off, I just get a load of GPU timeouts, but this is 
probably my slow routines and nothing to do with an AMD/Intel issue! :)) 


The only thing I can think of is that maybe CW on the desktop might not 
have the latest patch installed, so i'll try that tonight and see if it 
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makes a difference. Failing that, its back to the laptop! 


Has anybody else noticed this problem?? 


Cheers 


Andy 
—-MESSAGE FILE 8831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07559 


—-MESSAGE FILE 8832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007560 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 18:57:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <9te97aS4ql5@www.netyaroze-europe. com> 

References: <9te4euS4q13@www.netyaroze-europe.com> <9te61f$4q1l4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-228-162.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hey Matt, 

I never looked at PingPing, but might have a look at it tomorrow. 

I downloaded the new Robot Ron (rr-opm.zip) today, so I presume that is the 
new one :) 


And, yeh, get Roller finished ;) 


Later dude, 


James B 


Matt Verran <mverran@btinternet.com> wrote in message 

news: 9te61f$4ql4@www.netyaroze-europe.com... 

> YAY! Yippee! WooHoo! 

> 

> Ummm what about "PingPing" James, if you give me a list I can make 
changes. 

> http://www.netyaroze-europe.com/~frktlx/ftp/pingping.zip 


Also make sure it's the OPM version of RobotRon NOT the original. 
http://www.netyaroze-europe.com/~frktlx/ftp/rr-opm. zip 


Better get Roller finished then :) 
Matt 


James Burns <ps_yaroze@scee.net> wrote in message 

news: 9te4eu$4q13@www.netyaroze-europe.com... 

> Hi all, 

> 

> Well we've had some fun trying out some of your games and so far on our 
list 

to go onto the coming discs are: 


v 


> 
> Down - Team Parc 

> Robot Ron - Matt Verran 
> Yarozians - John Wojcik 
> 
> 


VVVVVVVVVVVVVV VV VV VV VV 


What discs they are on, and in which order has not been decided, but I 
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will 

> let you know when I know :) 

> 

> So all we need now is more games and life is great! 
> Come on guys surely you've got some more. 
> 

> Later 

> 

> James B 

> 

> 

> 


VVVVVVVVVVVVVV VV 


Outgoing mail is certified Virus Free. 
Checked by AVG anti-virus system (http://www.grisoft.com). 
Version: 6.0.292 / Virus Database: 157 - Release Date: 26/10/01 


—-MESSAGE FILE 8832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07560 


—-MESSAGE FILE 8833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007561 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 18:58:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9te9fg$4ql6@www.netyaroze-europe.com> 
References: <9te4euS4q1l3@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1l161-haw.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Great!!! 

Derek 

> Down - Team Parc 

> Robot Ron - Matt Verran 

> Yarozians - John Wojcik 

> 

> So all we need now is more games and life is great! 
> Come on guys surely you've got some more. 


—-MESSAGE FILE 8833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07561 


-—-MESSAGE FILE 8834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007562 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 19:12:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9tea3h$4q17@www.netyaroze-europe. com> 

References: <9te4euS4q13@www.netyaroze-europe.com> <9te61f$4q1l4@www.netyaroze-europe 


Net Yaroze newsgroups message dump.txt Page 5817 


.com> <9te97a$4q1l5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-181-173.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I never looked at PingPing, but might 
> have a look at it tomorrow. 


Nonono, you *will* have a look tomorrow. 


> I downloaded the new Robot Ron (rr-opm.zip) today, so I 
> presume that is the new one :) 


Yep thats the one. 


Just off the top of my head I played Ben James (~madmonk) "Squeek" and 
"Defender" quite a bit, have you looked at them? 


I'm not going to get any time to play Rogue Leader (or sleep) this week then 
with work and finishing Roller, ah well at least GTA3 hasn't arrived yet so 
I don't have that added distraction. 


I'm off to see the Man Who Wasn't There now, and maybe have a little 
celebration drinkie! 
Matt 


—-MESSAGE FILE 8834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07562 


—-MESSAGE FILE 8835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007563 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james.burnsl@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 19:17:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <9teae0S4q1l8@www.netyaroze-europe. com> 

References: <9te4euS4q1l3@www.netyaroze-europe.com> <9te61fS$4ql4@www.netyaroze-europe 
.com> <9te97a$4q1l5@www.netyaroze-europe.com> <9tea3h$4ql17@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-228-162.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Ok ok I *will* have a look at it :) 


We have looked at Defender, but some copyright issues arose, so we contacted 
Ben, hope he can fix it, and also submit Squeek :)) 


GTA3 is damn good, I'm pretty handy with the baseball bat!! muhahahaha 
James 

Matt Verran <mverran@btinternet.com> wrote in message 

news: 9tea3h$4ql7@www.netyaroze-europe.com... 

> > I never looked at PingPing, but might 

> have a look at it tomorrow. 


Nonono, you *will* have a look tomorrow. 


> I downloaded the new Robot Ron (rr-opm.zip) today, so I 
> presume that is the new one :) 


> 
> 
> 
> 
> 
> 
> 
> Yep thats the one. 
> 

> 


Just off the top of my head I played Ben James (~madmonk) "Squeek" and 
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> "Defender" quite a bit, have you looked at them? 

> 

> I'm not going to get any time to play Rogue Leader (or sleep) this week 
then 

> with work and finishing Roller, ah well at least GTA3 hasn't arrived yet 
so 


v 


I don't have that added distraction. 


> 

> I'm off to see the Man Who Wasn't There now, and maybe have a little 
> celebration drinkie! 

> Matt 
> 
> 


Outgoing mail is certified Virus Free. 
Checked by AVG anti-virus system (http://www.grisoft.com). 
Version: 6.0.292 / Virus Database: 157 - Release Date: 26/10/01 


--MESSAGE FILE 8835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07563 


--MESSAGE FILE 8836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007564 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 19:26:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9teb5h$4q19@www.netyaroze-europe. com> 

References: <9te4euS$4q13@www.netyaroze-europe.com> <9te61f$4q14@www.netyaroze-europe 
.com> <9te97aS$4ql5@www.netyaroze-europe.com> <9tea3h$4ql7@www.netyaroze-europe. com> 
<9teae0$4q1l8@www.netyaroze-europe. com> 

NNTP-Posting-Host: usr1161-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I sent a few emails a while ago to people who had finished games toward the 
end of 1999 (DEnnis was one of them), it only seemed fair. I'm sure there 
are enough old and recent releases to keep us going until Roller, Gravity 
Girl and Obligater are finished. 


Derek 


"James Burns" <james.burnsl@btinternet.com> wrote in message 

news: 9teae0$4q18@www.netyaroze-europe.com... 

> Ok ok I *will* have a look at it :) 

> 

> We have looked at Defender, but some copyright issues arose, so we 
contacted 

> Ben, hope he can fix it, and also submit Squeek :)) 


> 
> GTA3 is damn good, I'm pretty handy with the baseball bat!! muhahahaha 
> 
> 


James 


—-MESSAGE FILE 8836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07564 


—-MESSAGE FILE 8837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007565 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 
Date: Tue, 20 Nov 2001 19:40:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <9tebq4$4q110@www.netyaroze-europe. com> 
References: <3BFA9BE1.810576C8@peregrine.com> 
NNTP-Posting-Host: host217-35-13-182.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I have always used Codewarrior, but only recently had to use PScomUtil.. 
Ive never got it to go back to brick with PScom, but you can still load to 


it as if it was back on the CIP... I dont think its worth downgrading your 
computer for tho.... 
Chris 


—-MESSAGE FILE 8837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07565 


-—-MESSAGE FILE 8838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007566 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 19:51:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9teck6$4q111@www.netyaroze-europe.com> 

References: <9te4euS4q13@www.netyaroze-europe.com> <9te61f$4q1l4@www.netyaroze-europe 
.com> <9te97aS$4q1l5@www.netyaroze-europe.com> <9tea3h$4ql17@www.netyaroze-europe. com> 
<9teae0$4ql8@www.netyaroze-europe.com> <9teb5h$4q19@www.netyaroze-europe. com> 
NNTP-Posting-Host: usr1l161-haw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Oops, this should have been a reply to my first post. 


—-MESSAGE FILE 8838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07566 


—-MESSAGE FILE 8839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007567 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 20:30:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9teeof$4q112@www.netyaroze-europe. com> 

References: <9te4euS4q13@www.netyaroze-europe.com> <9te61f$4q1l4@www.netyaroze-europe 
.com> <9te97aS$4q1l5@www.netyaroze-europe.com> <9tea3h$4ql7@www.netyaroze-europe. com> 
<9teae0$4q1l8@www.netyaroze-europe.com> <9teb5h$4q19@www.netyaroze-europe.com> <9teck 
6$4q111@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-129-111.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Finally some new appearances on the disk! Nice one :-) 
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Marc. 


—-MESSAGE FILE 8839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07567 


—-MESSAGE FILE 8840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007568 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BackGround Scrolling 

Date: Wed, 21 Nov 2001 09:39:05 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <9teeq3$4q113@www.netyaroze-europe.com> 

References: <9tbtepSiq5@www.netyaroze-europe.com> <3BFA92B9.4B11D2C5@peregrine. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Cheers Andy, ive been going over the sony gear, but another tutorial is a 
big help.. 


Look forward to the latest version of Gravity Girl aswell! 


"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
news: 3BFA92B9.4B11D2C5@peregrine.com... 
> Hi Greg 


I did a tutorial a while ago about how to use the Sony GsBG functions: 


http://www.netyaroze-europe.com/~partinga 


Sorry, its not very well written, but there is source code that you can 
play with. 


For Gravity Girl however, I ditched the supplied GsBG stuff (except for 
the nebula-ish background) and wrote my own background drawing routine 
using GSSPRITE, because I wanted all the scaling/rotation functions that 
the fixed background handler does not support, even though the green 
book says there are scale/rotation values for GsBG, Sony did not supply 
a version օք the background handler that supported this : ( 


[speaking of Gravity Girl, i'm still working on it guys :) I had to 
redo the handling because I changed my map block sizes from 32*32 to 
64*64 and this messed up the parallax/handling, grr! Just getting the 
girl to run around now!] 


Hope this helps 


Andy 


Greg Cook wrote: 

> 

> Does anyone know any good links for examples of how to do a Tiled 
background 

> > thats larger than the width of the screen? eg an RPG game world. Ive 
been 

> > through most of the yaroze archives and the members sites i think, didnt 
> > find muc info on that though. 

>> 

> > Id like to experiment with getting a Tiled World up and running, that 
has 

> > the effect of scrolling when you walk off the edge of the current 
screen.. 

>> 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
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> > Thanks alot, i hope you all dont mind some of the old questions being 
asked 

> > again.. 

>> 

> > Greg 


—-MESSAGE FILE 8840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07568 


—-MESSAGE FILE 8841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007569 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Tue, 20 Nov 2001 20:51:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1174 

Message-ID: <9tef1ls$4q114@www.netyaroze-europe. com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01lcl6fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
օո» <01c171b1$2115a020S2d2clbd4@pal-—s-omnibook> <9tdog1$4q1l1l@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: host213-123-129-110.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Just to add to my previous ramblings (what was I on when I wrote that?!? 
Blinkin' flip!) I found this file somewhere on the net. 


Alex 


—-MESSAGE FILE 8841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07569 


—-MESSAGE FILE 8842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007570 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Tue, 20 Nov 2001 21:09:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9tegniS$4q115@www.netyaroze-europe.com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2S8b592ba0S2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
օո» <9tbmioSiq2@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-123-129-110.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Know-it-all git more like! :) 


—-MESSAGE FILE 8842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07570 


-—-MESSAGE FILE 8843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007571 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: 21 Nov 2001 00:13:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c17220$9048el1e0$b01de4d5@pal—s-—omnibook> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2$8b592ba0$2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> <01c171b1$2115a020$2d2clbd4@pal-s-omnibook> <9tdog1$4qll1l@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: nas-cbv-2-29-176.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wow, thank you very much for this comprehensive answer Alex. Things are 
much clearer to me now. 


I conclude that it should be possible to directly write the GPU packets, 
and gain much time and some memory (no copy/conversion, and in some cases 
no reinsertion of objects in the packets list). Did anybody try that? Maybe 
this is detailed in the file you attached, I'll read it thoroughly as soon 
as I have some time. 


pal 


—-MESSAGE FILE 8843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07571 


--MESSAGE FILE 8844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007572 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: 21 Nov 2001 00:16:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c17221$1a1426a0Sb01de4d5@pal—s-—omnibook> 
References: <9te4euS4q1l3@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbhv-2-29-176.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Great news. 
Thank you James and everyone who was involved in the decision to get Yaroze 
works back on OPSM discs. 


pal 


—-MESSAGE FILE 8844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07572 


—-MESSAGE FILE 8845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007573 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Tue, 20 Nov 2001 23:55:58 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9tfcck$4q116@www.netyaroze-europe. com> 

References: <9te4euS4q1l3@www.netyaroze-europe.com> <9te61fS$4ql4@www.netyaroze-europe 
.com> <9te97a$4ql5@www.netyaroze-europe.com> <9tea3h$4ql17@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust70.tnt1l.farmington.mi.da.uu.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


> ah well at least GTA3 hasn't arrived yet so 
> I don't have that added distraction. 
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i'm well through GTA3 and i bought MGS2 (but haven't played it yet), and 
those two are really the two best games i've ever seen in a long time. 
definately recommended. i know, if i spent more time coding and less time 
playing, i would get somewhere. oh well... be sure to try those two games 
out if you have a ps2. 


—Omar 


--MESSAGE FILE 8845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07573 


—-MESSAGE FILE 8846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007574 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newbie needs basic help 

Date: Wed, 21 Nov 2001 11:41:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 
Message-ID: <9tg3p5$4q117@www.netyaroze-europe.com> 

References: <9t4jt2Sob41@www.netyaroze-europe.com> <01c16fc2$8b592ba0$2f3be4d5@pal-s 
-omnibook> <9t76inSob42@www.netyaroze-europe.com> <9tb0qtSiql@www.netyaroze-europe.c 
om> <01c171b1$2115a020$2d2c1lbd4@pal-s-omnibook> <9tdog1$4qll1l@www.netyaroze-europe.co 
m> <01c17220S9048ele0Sb01de4d5@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-123-128-96.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


There is actually a small demo on my page (~teapot) where I sort quads 
directly into the OT - you'll need CW to run it though. I'll dig out the 
source code if you want it, but it was an ugly mess, full of functions I was 
using to test the concept. 


Yes, it is possible to save some CPU time by preparing sprite packets first 
instead of GsSPRITEs and simply linking them into the list when needed. 
There's nothing to say that packets have to be in the packet workspace so 
it's ok to link them into the OT wherever they are in memory. But, there 
are complications. Once a packet is linked, it can't be touched until the 
GPU has drawn it, so you have to start double buffering you packets - pain 
in the rear end! 


Also, the GPU doesn't necessarily directly support the objects provided by 
the libraries. For example, GsSortSprite() allows a rectangular sprite to 
be scaled and rotated around a user definable centre point. The GPU has no 
such command. Instead, the libraries have to build a quad packet, 
calculating the co-ordinates and setting the u,v components for each corner. 


Anyway, the GPU tends to take more time to draw sprites than the CPU takes 
to sort them. What's the point in saving time if the CPU then ends up using 
that time to wait for the GPU to finish? Besides, you MUST stick to using 
the library functions if you want your game to appear on the OPM cover disk. 
No harm in experimenting though. 


Well, enough of my ramblings... 


Alex 


"pal" <pal_news@hotmail.com> wrote in message 
news:01c17220$9048ele0Sb01de4d5@pal-—s-—omnibook... 

Wow, thank you very much for this comprehensive answer Alex. Things are 
much clearer to me now. 


v 


and gain much time and some memory (no copy/conversion, and in some cases 
no reinsertion of objects in the packets list). Did anybody try that? 
Maybe 
> this is detailed in the file you attached, I'll read it thoroughly as soon 


> 
> 
> I conclude that it should be possible to directly write the GPU packets, 
> 
> 
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as I have some time. 


> 
> 
> pal 
> 


—-MESSAGE FILE 8846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07574 


—-MESSAGE FILE 8847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007575 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 
Date: Wed, 21 Nov 2001 14:23:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <9tgd1n$4q118@www.netyaroze-europe. com> 
References: <3BFA9BE1.810576C8@peregrine.com> 
NNTP-Posting-Host: modem-47.annatar.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


With CW compiled programs loaded through siocons, if I use optimization 3 or 
4 on exit the program just hangs and never returns to brick screen. I just 
assumed it was an optimization thing and didn't much else about it. 


It may be serial ports vary from computer to computer, I was at one point 
using a laptop connected to the yaroze and it was a lot more fussy about the 
connection than my main PC. 


I don't think using an Intel or AMD PC will make a difference to your 
compiled exe, but you might want to do a file compare to make sure. 


Peter 


"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
news: 3BFA9BE1.810576C8@peregrine.com... 
> Hi guys 


I've recently upgraded my old desktop PC (Pentium 133 with no MMX to a 
1.4Ghz Athlon, still running Win98 first edition - I just plugged my 
existing drives straight into the new motherboard!), and i've noticed 
something strange when you compile stuff with CW when running on an 
AMD... 


When you compile some code, upload it to the Yaroze and run it, it runs 
fine until you come to exit the program, then the Yaroze just locks up 
and you have to press the reset button. However, if you compile the 
exact same project with the exact same settings on an Intel-based 
machine then everything works 100%, straight back to the brick screen 
with no messing!!! 


At first I thought that it was a optimisation issue (i.e. level 4 
optimisation was screwing with stuff it shouldn't), and it started 
working (slowly) when I dropped it down to level 2, but it works 
completely fine with L4 optimisation on my old Pentium 120 laptop I was 
using....! 


[strangely enough Gravity Girl doesn't run at all with optimisation 
turned completely off, I just get a load of GPU timeouts, but this is 
probably my slow routines and nothing to do with an AMD/Intel issue! :)) 


The only thing I can think of is that maybe CW on the desktop might not 
have the latest patch installed, so i'll try that tonight and see if it 
makes a difference. Failing that, its back to the laptop! 


VVVVVVVVVVVVVV VV VV VV VV VV VV N: 
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Has anybody else noticed this problem?? 


Cheers 


VVVVVVVV VY 


Andy 


—-MESSAGE FILE 8847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07575 


—-MESSAGE FILE 8848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007576 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Wed, 21 Nov 2001 17:24:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9tgo8m$4q119@www.netyaroze-europe. com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: host217-35-13-182.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


When I was using Siocons to run CW pxe files it went back to the CIP screen 
fine, but never through PScomUtil. 

However, I can't use siocons at all with WinXP. (or with ME for that matter) 
So I couldnt compare the Athlon with the Pentium anyway.. =\ 


—-MESSAGE FILE 8848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07576 


—-MESSAGE FILE 8849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007577 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Wed, 21 Nov 2001 18:01:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9tgqgt$4ql20@www.netyaroze-europe.com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> 

NNTP-Posting-Host: cvx-213-48-80-120-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Off topic: Does Graeme Evans' Minicons work on Win ME? 


Derek 


—-MESSAGE FILE 8849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07577 


--MESSAGE FILE 8850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007578 
Path: chuka.playstation.co.uk!news 
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From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Wed, 21 Nov 2001 19:22:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9thlgq$4q121@www.netyaroze-europe.com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <9tgqgt$4ql20@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-180-229.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I couldn't get it to work on my Win98. Is anyone successfully using 
Minicons? 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 9tgqgt$4ql20@www.netyaroze-europe.com... 

> Off topic: Does Graeme Evans' Minicons work on Win ME? 
> 

> Derek 

> 

> 


—-MESSAGE FILE 8850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07578 


—-MESSAGE FILE 8851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007579 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Thu, 22 Nov 2001 11:13:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <3BFCDDE9.AC885249@peregrine.com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> 

NNTP-Posting-Host: 194.207.193.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi all 
I tried the patch and it doesn't fix it... :( 

I backed up the project from the Intel machine on Sunday complete with 
-pxe that was build on it, so I was able to do a couple of comparisons 


(i'll have to wait until the weekend until I build it again on that 
machine though) 


When I extracted the source etc, and just ran the .pxe without 
recompiling it on the AMD, I could exit fine in most cases (sometimes 
theres a bug where it WILL freeze, but I think thats to do with me being 
lazy and not clamping my map scroll values, it happened occasionally 
with previous versions if you played it long enough). The .pxe was 
0x9000 bytes in length according to siocons, BUT the scanner was not 
being displayed for some reason... 


When I recompiled it with the AMD (same settings as on the other 
machine), the length of the .pxe was longer, and it locked up on exit as 
I suspected it would, but the scanner was working fine! No source code 
changes were made. 


I tried completely removing the scanner code (assuming it was the 
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culprit somehow) - no joy. 


None of this is really a problem, I can just drop the optimisation level 
down to 2 and exit OK, its just strange that the code seems to be being 
built differently... unless its my code getting a bit wobbly! 


Would it affect the chances of GG appearing on the OPSM coverdisk if it 
didn't allow you to exit back to the coverdisk's menu? [as in lacking a 
menu option to let you exit, rather than just crash people's 
PlayStations for them :) | In which case it IS a problem and i'll be 
sticking to the P120! 


Cheers guys 


Andy 


Chris Wallace wrote: 


> 

> When I was using Siocons to run CW pxe files it went back to the CIP screen 
> fine, but never through PScomUtil. 

> However, I can't use siocons at all with WinXP. (or with ME for that matter) 
> So I couldnt compare the Athlon with the Pentium anyway.. =\ 


—-MESSAGE FILE 8851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07579 


—-MESSAGE FILE 8852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007580 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Thu, 22 Nov 2001 11:47:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <9tiong$83ml@www.netyaroze-europe. com> 
References: <9te4euS4q1l3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-73-91.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Wow.. to quote a previous post 


"YAY! Yippee! WooHoo!" 


I didnt think Yarozians stood a chance on account of it being similar toa 
certain game but wow.. marvelous ! 

Errrm.. you mean it passed the tests ?.. or are you gonna contact me with 
changes needed ? 


Anyways.. Sorry I've been non-existant recently.. been kinda hectic at work 
and home | .. plus I just enrolled to a couple of courses which is eating 
into my spare time a bit. In fact only just got round to checking the 
newsgroups today after a few days and what a pleasant surprise. Im gonna be 
grinning like an idiot all day ! 


"James Burns" <ps_yaroze@scee.net> wrote in message 

news: 9te4eu$4q13@www.netyaroze-europe.com... 

> Hi all, 

> 

> Well we've had some fun trying out some of your games and so far on our 
list 

> to go onto the coming discs are: 

> 

> Down - Team Parc 
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> Robot Ron - Matt Verran 

> Yarozians - John Wojcik 

> 

> What discs they are on, and in which order has not been decided, but I 
will 

> let you know when I know :) 


> 

> So all we need now is more games and life is great! 
> Come on guys surely you've got some more. 

> 

> Later 

> 

> James B 

> 

> 

> 


—-MESSAGE FILE 8852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07580 


—-MESSAGE FILE 8853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007581 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Thu, 22 Nov 2001 12:02:00 -0000 

Organization: SCEE 

Lines: 66 

Message-ID: <9tipn8$83m2@www.netyaroze-europe. com> 

References: <9te4euS$4q13@www.netyaroze-europe.com> <9tiong$83ml1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi John, 

We were looking for tradmarks and brandnames and such like. 

We presumed all code, gfx, sfx were all your own, if not we'll have to 
change it :) 

So it was ok in our eyes :) 

Later 

James 

PS Keep grinning :)) 

"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 


news: 9tiong$83ml1l@www.netyaroze-europe.com... 
> Wow.. to quote a previous post 


> 

> "YAY! Yippee! WooHoo!" 

> 

> I didnt think Yarozians stood a chance on account of it being similar toa 
> certain game but wow.. marvelous ! 

> Errrm.. you mean it passed the tests ?.. or are you gonna contact me with 
> changes needed ? 

> 

> Anyways.. Sorry I've been non-existant recently.. been kinda hectic at 
work 

> and home ! .. plus I just enrolled to a couple of courses which is eating 


> into my spare time a bit. In fact only just got round to checking the 

> newsgroups today after a few days and what a pleasant surprise. Im gonna 
be 

> grinning like an idiot all day ! 

> 
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"James Burns" <ps_yaroze@scee.net> wrote in message 

news: 9te4eu$4q13@www.netyaroze-europe.com... 

> Hi all, 

> 

> Well we've had some fun trying out some of your games and so far on our 
list 

to go onto the coming discs are: 


Down - Team Parc 
Robot Ron - Matt Verran 
Yarozians - John Wojcik 


What discs they are on, and in which order has not been decided, but I 
ill 
let you know when I know :) 


So all we need now is more games and life is great! 
Come on guys surely you've got some more. 


Later 


James B 


MEM MMN MWN YMN MAM MNM N MY WONM I NMM NMN NN VV 
VVVVVVVVVVV EVV VV VV V 


—-MESSAGE FILE 8853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07581 


—-MESSAGE FILE 8854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007582 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Thu, 22 Nov 2001 13:12:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <9tits4S83m3@www.netyaroze-europe. com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <3BFCDDE9.AC885249@peregrine. com> 
NNTP-Posting-Host: modem-—44.amrod.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-Mimeole: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Which CW patch did you try, there are two for the Release 2 disc. The first 
updates a couple of compiler and linker dll's, the second updates the IDE 
and PSComUtil. 


I've just added the first patch to CW and now the program I was trying is 
exiting fine at optimization level 4. 


In case you haven't got the patch it's available at 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 


I don't use this patch myself as it causes problems seeing local variables 
in the debugger. 


HTH, 
Peter 


"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
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news: 3BFCDDE9.AC885249@peregrine.com... 
Hi all 


I tried the patch and it doesn't fix it... : ( 


I backed up the project from the Intel machine on Sunday complete with 
.pxe that was build on it, so I was able to do a couple of comparisons 
(i'll have to wait until the weekend until I build it again on that 
machine though) 


When I extracted the source etc, and just ran the .pxe without 
recompiling it on the AMD, I could exit fine in most cases (sometimes 
theres a bug where it WILL freeze, but I think thats to do with me being 
lazy and not clamping my map scroll values, it happened occasionally 
with previous versions if you played it long enough). The .pxe was 
0x9000 bytes in length according to siocons, BUT the scanner was not 
being displayed for some reason... 


When I recompiled it with the AMD (same settings as on the other 
machine), the length of the .pxe was longer, and it locked up on exit as 
I suspected it would, but the scanner was working fine! No source code 
changes were made. 


I tried completely removing the scanner code (assuming it was the 
culprit somehow) - no joy. 


None of this is really a problem, I can just drop the optimisation level 
down to 2 and exit OK, its just strange that the code seems to be being 
built differently... unless its my code getting a bit wobbly! 


Would it affect the chances of GG appearing on the OPSM coverdisk if it 
didn't allow you to exit back to the coverdisk's menu? [as in lacking a 
menu option to let you exit, rather than just crash people's 
PlayStations for them :)] In which case it IS a problem and i'll be 
sticking to the P120! 


Cheers guys 


Andy 


Chris Wallace wrote: 

> 

> When I was using Siocons to run CW pxe files it went back to the CIP 
screen 

> > fine, but never through PScomUtil. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


> > However, I can't use siocons at all with WinXP. (or with ME for that 
matter) 
> > So I couldnt compare the Athlon with the Pentium anyway.. =\ 


—-MESSAGE FILE 8854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07582 


-—-MESSAGE FILE 8855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007583 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Thu, 22 Nov 2001 14:14:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <3BFD085C.513FFA0E@peregrine.com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <3BFCDDE9.AC885249@peregrine.com> <9tits4$ 
83m3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 194.207.193.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept-Language: en 


Aha - I didn't have that patch on the HD I salvaged from my old machine, 
I just installed the one available on the NY website. 


I remembered that there were two patches but I couldn't remember where 
the other one was, I remember installing it on my P120 to see if it 
fixed the assembler in CW (which it doesn't BTW, but increasing my block 
sizes to 64x64 from 32x32 in my background handler gave me a massive 
speedup, (over 200 HSyncs down to around 140 in the worst case with 
L4/L3 optimisation turned on, and the code sprinkled with FntPrints) so 
I thought that it probably wasn't worth using this far into GG). I 
probably never bothered to update it on my old desktop machine, since 
most of my code was being done on the P120 - that might explain a few 
things! 


Guess I can get round a few of the debugger problems with trusty old 
FntPrint/printf :) 


Thanks a lot Peter! 


Andy 


Peter Armstrong wrote: 


Which CW patch did you try, there are two for the Release 2 disc. The first 
updates a couple of compiler and linker dll's, the second updates the IDE 
and PSComUtil. 


I've just added the first patch to CW and now the program I was trying is 
exiting fine at optimization level 4. 


In case you haven't got the patch it's available at 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 


I don't use this patch myself as it causes problems seeing local variables 
in the debugger. 


HTH, 
Peter 


"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
news : 3BFCDDE9.AC885249@peregrine.com... 
Hi all 


v 


I tried the patch and it doesn't fix it... :( 


I backed up the project from the Intel machine on Sunday complete with 
.pxe that was build on it, so I was able to do a couple of comparisons 
(i'll have to wait until the weekend until I build it again on that 
machine though) 


When I extracted the source etc, and just ran the .pxe without 
recompiling it on the AMD, I could exit fine in most cases (sometimes 
theres a bug where it WILL freeze, but I think thats to do with me being 
lazy and not clamping my map scroll values, it happened occasionally 
with previous versions if you played it long enough). The .pxe was 
0x9000 bytes in length according to siocons, BUT the scanner was not 
being displayed for some reason... 


When I recompiled it with the AMD (same settings as on the other 
machine), the length of the .pxe was longer, and it locked up on exit as 
I suspected it would, but the scanner was working fine! No source code 
changes were made. 


I tried completely removing the scanner code (assuming it was the 
culprit somehow) - no joy. 


None of this is really a problem, I can just drop the optimisation level 
down to 2 and exit OK, its just strange that the code seems to be being 
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> > built differently... unless its my code getting a bit wobbly! 

>> 

> > Would it affect the chances of GG appearing on the OPSM coverdisk if it 
> > didn't allow you to exit back to the coverdisk's menu? [as in lacking a 
> > menu option to let you exit, rather than just crash people's 

> > PlayStations for them :) | In which case it IS a problem and i'll be 
> > sticking to the P120! 

>> 

> > Cheers guys 

>> 

>> 

> > Andy 

>> 

>> 

> > Chris Wallace wrote: 

>>> 

> > > When I was using Siocons to run CW pxe files it went back to the CIP 
> screen 

> > > fine, but never through PScomUtil. 

> > > However, I can't use siocons at all with WinXP. (or with ME for that 
> matter) 

> > > So I couldnt compare the Athlon with the Pentium anyway.. =\ 


—-MESSAGE FILE 8855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07583 


—-MESSAGE FILE 8856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007584 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Forums 

Date: Thu, 22 Nov 2001 16:29:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <9tj9d4S83m4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-13-182.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-Mimeole: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yo all, I've been noticing the lack of a web-based forum since to loss of 
the yarozescene one. (which seems permenatly down cos of liveuniverse) 

If you all want a board other than this I'm willing to set one up to look 
yaroze-like. (current board is at: http://www.wormsca.f2s.com/forums) . 

Of course if you all want to stay on here then it's just less work 4 me, but 
thought I'd ask :) 

Cheers 

Chris 


—-MESSAGE FILE 8856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07584 


—-MESSAGE FILE 8857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007585 

Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <JohanMacLeod@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Thu, 22 Nov 2001 17:58:34 -0000 

Organization: Dark Penguin 

Lines: 12 

Message-ID: <9tjekjS83m5@www.netyaroze-europe. com> 
References: <9te4eu$4q13@www.netyaroze-europe. com> 
Reply-To: "Johan MacLeod" <JohanMacLeod@aol.com> 
NNTP-Posting-Host: ACBF1263.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Hi, 

Try out snake 
http://www.netyaroze-europe.com/~j_macl/ftp/sn095p.zip. Maybe a possibility 
for the coverdisk? 


Mac. 
P.S My new email address : JohanMacLeod(nospam) @aol.com. 
P.P.S don't forget to remove "(nospam)"! 


—-MESSAGE FILE 8857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07585 


—-MESSAGE FILE 8858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007586 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Thu, 22 Nov 2001 18:34:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9tjgo5S$83m6@www.netyaroze-europe. com> 
References: <9tj9d4S83m4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-179-111.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


There will be a new Yarozescene board going up as soon as we find something 
decent, I'm looking this week so it should be there soon. 


Marc. 

> Yo all, I've been noticing the lack of a web-based forum since to loss of 
> the yarozescene one. (which seems permenatly down cos of liveuniverse) 

> If you all want a board other than this I'm willing to set one up to look 
> yaroze-like. (current board is at: http://www.wormsca.f2s.com/forums) . 

> Of course if you all want to stay on here then it's just less work 4 me, 
but 

> thought I'd ask :) 

> Cheers 

> Chris 

> 

> 


—-MESSAGE FILE 8858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07586 


—-MESSAGE FILE 8859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007587 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Thu, 22 Nov 2001 18:44:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9tjh9dS83m7@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <9tjgo5$83m6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-13-182.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


sweet, mine is run on vBulletin if you want to use it :) 
Chris 


—-MESSAGE FILE 8859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07587 


—-MESSAGE FILE 8860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007588 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Thu, 22 Nov 2001 20:42:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9tjo40S$83m8@www.netyaroze-europe. com> 
References: <9te4euS$4q13@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-159-102.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Congrats to Matt And John and every one that gets on the disc. 


Jon 


—-MESSAGE FILE 8860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07588 


—-MESSAGE FILE 8861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007589 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 00:00:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3bfd9157.604793366@www.netyaroze-europe. com> 
References: <9tj9d4S83m4@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Is there something inadequate about this news server? Seems excessive 
(and redundant) to have multiple forums... Means people have to go to 
more places to check in and all.. 


Just my 2 cents. 
Steven 


On Thu, 22 Nov 2001 16:29:44 -0000, "Chris Wallace" 
<chrisw666@btinternet.com> wrote: 


>Yo all, I've been noticing the lack of a web-based forum since to loss of 
>the yarozescene one. (which seems permenatly down cos of liveuniverse) 

>If you all want a board other than this I'm willing to set one up to look 
>yaroze-like. (current board is at: http://www.wormsca.f2s.com/forums) . 

>Of course if you all want to stay on here then it's just less work 4 me, but 
>thought I'd ask :) 

>Cheers 

>Chris 


Net Yaroze newsgroups message dump.txt Page 5835 
> 


—-MESSAGE FILE 8861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07589 


-—-MESSAGE FILE 8862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007590 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Packet Explanation 

Date: Fri, 23 Nov 2001 19:08:09 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9tkp3sS$dq91@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-54-106-27.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok well ive been working through various beginner tutes, and have been 
reading the beginners forum to get some help and explain some things. 


But i have a question about Packets. In most tutes there are two distinct 
ways to define the Packet Area and im unsure which is the correct way to do 
ԼԷ» 

T; 


#define NO_SPRITES 1 


static PACKET packetarea[2] [NO_SPRITES*sizeof (GSPRITE)]; 
2. 


#define PACKETMAX 2048 
#define PACKETMAX2 (PACKETMAX*24) 


static PACKET packetarea[2] [PACKETMAX2]; 


so which one is correct? and in the second version where does the magic 
number 2048 come from? i assume the 24 is something to do with the size of 
the items in the structure... but is 2048 just a magic number as i have seen 
it defined as 1024 and various other sizes........... 


ok well yet another question from me.. 
thanks guys 


Greg 


—-MESSAGE FILE 8862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07590 


—-MESSAGE FILE 8863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007591 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: 23 Nov 2001 08:28:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c173£7$de4402c0$652d1bd4@pal-—s-—omnibook> 

References: <9t j9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
-europe .com> 

NNTP-Posting-Host: nas-cbv-6-10-149.dial.proxad.net 
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X-Newsreader: Microsoft Internet News 4.70.1155 


I share Steven's point of view... it will be a good thing that an alternate 
forum be ready in case the official one goes down (let's hope that doesn't 

happen of course), but for now I'd rather stick with a single place. Maybe 

I've missed the pros of the idea though, just tell me...? 


pal 


Steven Osman <sosman@terratron.com> wrote in article 
<3b£d9157.604793366@www.netyaroze-europe.com>... 

> Is there something inadequate about this news server? Seems excessive 
> (and redundant) to have multiple forums... Means people have to go to 
> more places to check in and all.. 


—-MESSAGE FILE 8863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07591 


—-MESSAGE FILE 8864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007592 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? Nope, its all in the 
patches :) 

Date: Fri, 23 Nov 2001 10:26:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 

Message-ID: <3BFE2461.CABBC2A0@peregrine.com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <3BFCDDE9.AC885249@peregrine.com> <9tits4$ 
83m3@www.netyaroze-europe.com> <3BFD085C.513FFA0ER@peregrine.com> 

NNTP-Posting-Host: 194.207.193.96 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Quality stuff - that first patch fixed the problem! I can run with 
optimisation level 3 (level 4 still hangs, but there's almost no 
difference in speed (maybe 2 or 3 hsyncs) so I can live with level 3) 
and I can exit back to the CIP screen again! 


Cheers Peter! 


Andy 
Andrew Partington wrote: 


Aha - I didn't have that patch on the HD I salvaged from my old machine, 
I just installed the one available on the NY website. 


I remembered that there were two patches but I couldn't remember where 
the other one was, I remember installing it on my P120 to see if it 
fixed the assembler in CW (which it doesn't BTW, but increasing my block 
sizes to 64x64 from 32x32 in my background handler gave me a massive 
speedup, (over 200 HSyncs down to around 140 in the worst case with 
L4/L3 optimisation turned on, and the code sprinkled with FntPrints) so 
I thought that it probably wasn't worth using this far into GG). I 
probably never bothered to update it on my old desktop machine, since 
most of my code was being done on the P120 - that might explain a few 
things! 


Guess I can get round a few of the debugger problems with trusty old 
FntPrint/printf :) 


Thanks a lot Peter! 


Andy 


VVVVVVVVVVVVVV VV VV VV VV 
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Peter Armstrong wrote: 

Which CW patch did you try, there are two for the Release 2 disc. The first 
updates a couple of compiler and linker dll's, the second updates the IDE 


and PSComUtil. 


I've just added the first patch to CW and now the program I was trying is 
exiting fine at optimization level 4. 


In case you haven't got the patch it's available at 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY2/ny_update.exe 


I don't use this patch myself as it causes problems seeing local variables 
in the debugger. 


HTH, 
Peter 


"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
news : 3BFCDDE9.AC885249@peregrine.com... 
Hi all 


v 


I tried the patch and it doesn't fix it... :( 


I backed up the project from the Intel machine on Sunday complete with 
.pxe that was build on it, so I was able to do a couple of comparisons 
(i'll have to wait until the weekend until I build it again on that 
machine though) 


When I extracted the source etc, and just ran the .pxe without 
recompiling it on the AMD, I could exit fine in most cases (sometimes 
theres a bug where it WILL freeze, but I think thats to do with me being 
lazy and not clamping my map scroll values, it happened occasionally 
with previous versions if you played it long enough). The .pxe was 
0x9000 bytes in length according to siocons, BUT the scanner was not 
being displayed for some reason... 


When I recompiled it with the AMD (same settings as on the other 
machine), the length of the .pxe was longer, and it locked up on exit as 
I suspected it would, but the scanner was working fine! No source code 
changes were made. 


I tried completely removing the scanner code (assuming it was the 
culprit somehow) - no joy. 


None of this is really a problem, I can just drop the optimisation level 
down to 2 and exit OK, its just strange that the code seems to be being 
built differently... unless its my code getting a bit wobbly! 


Would it affect the chances of GG appearing on the OPSM coverdisk if it 
didn't allow you to exit back to the coverdisk's menu? [as in lacking a 
menu option to let you exit, rather than just crash people's 
PlayStations for them :)] In which case it IS a problem and i'll be 
sticking to the P120! 


Cheers guys 


Andy 


Chris Wallace wrote: 
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> 
> When I was using Siocons to run CW pxe files it went back to the CIP 
screen 
> > fine, but never through PScomUtil. 
> > However, I can't use siocons at all with WinXP. (or with ME for that 
> matter) 
> > > So I couldnt compare the Athlon with the Pentium anyway.. =\ 


—-MESSAGE FILE 8864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07592 
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—-MESSAGE FILE 8865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007593 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Fri, 23 Nov 2001 10:29:13 -0000 

Organization: SCEE 

Lines: 25 

Message-ID: <9t1817Sdq92@www.netyaroze-europe. com> 

References: <9te4euS4q13@www.netyaroze-europe.com> <9tjekj$83m5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi Johan, 

Will check it out later on. 
Thanks muchly 

James 


"Johan MacLeod" <JohanMacLeod@aol.com> wrote in message 
news: 9t jekj$83m5@www.netyaroze-europe.com... 


> Hi, 

> Try out snake 

> http://www.netyaroze-europe.com/~j_macl/ftp/sn095p.zip. Maybe a 
possibility 

> for the coverdisk? 

> 

> Mac. 

> 

> P.S My new email address : JohanMacLeod(nospam) @aol.com. 
> P.P.S don't forget to remove "(nospam)"! 

> 

> 

> 


—-MESSAGE FILE 8865 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07593 


—-MESSAGE FILE 8866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007594 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 10:30:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <9tl80iSdq93@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-105-48 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> I share Steven's point of view... it will be a good thing that an 
alternate 

> forum be ready in case the official one goes down (let's hope that doesn't 
> happen of course), but for now I'd rather stick with a single place. Maybe 
> I've missed the pros of the idea though, just tell me...? 


That was and still is the idea. Like the previous Yarozescene board, it'll 
be there for whoever wants to use it - but primarily as something in there 
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incase the unthinkable happens again and these groups go down for a long 
period again. Luckily having it the last time allowed us to continue until 
the official site was back up, who knows when it will go again :-) 


Marc. 


—-MESSAGE FILE 8866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07594 


—-MESSAGE FILE 8867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007595 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 12:46:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <9tlgj0Sdq94@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—-europe.com> <01c173£7Sde4402c0$652d1bd4@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-106-61.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I agree, I *much* prefer a proper usenet group to web boards. 


pal <pal_news@hotmail.com> wrote in message 
news:01c173£7$de4402c0$652d1bd4@pal-—s-omnibook... 

> I share Steven's point of view... it will be a good thing that an 
alternate 

> forum be ready in case the official one goes down (let's hope that doesn't 
happen of course), but for now I'd rather stick with a single place. Maybe 
I've missed the pros of the idea though, just tell me...? 


pal 


Steven Osman <sosman@terratron.com> wrote in article 
<3b£d9157.604793366@www.netyaroze-europe.com>... 

> Is there something inadequate about this news server? Seems excessive 
> (and redundant) to have multiple forums... Means people have to go to 
> more places to check in and all.. 


VVVVVVVVV VV 


—-MESSAGE FILE 8867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07595 


—-MESSAGE FILE 8868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007596 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Packet Explanation 

Date: Fri, 23 Nov 2001 13:00:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 
Message-ID: <9tlh4bSdq95@www.netyaroze-europe. com> 

References: <9tkp3sSdq91@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-123-132-202.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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Hi Greg, 


The packet area is just a chuck of memory, so as long as it's big enough to 
hold all the packets you create then fine. It doesn't really matter how you 
define it but declaring an array seems to be the most common way. 


The NO_SPRITES*sizeof(GSSPRITE) method seems logical at first as this would 
suggest that the packet area is the correct size to hold the number of 
sprite packets as defined by NO_SPRITES. However this is wrong as the size 
of the GsSPRITE structure has nothing to do with the size of the packets 
created. For this reason I wouldn't advise doing it this way. 


The PACKETMAX*24 method makes a little more sense to me as 24 is an average 
size for a GPU packet. Some are bigger, some are smaller but 24 is good as 
a rough guide. As for how a value for PACKETMAX is chosen, well that's up 
to the programmer to decide. Picking a value of 2048 for example is saying 
that you definitely won't be sorting more than 2048 items (roughly) into the 
OT. 


Or you could just declare it like this: 
#define PACKETAREA_SIZE 32768 // 32Kbytes 
PACKET packetarea[2] [PACKETAREA_SIZE]; 


and just specify the number of bytes required. Choosing a big(ish) number 
like 32K is a good starting place. This number can then be refined 
throughout development as you get a better idea of how much space is 
actually required. Calling GsGetWorkBase() after sorting all your objects 
(i.e. just before you call GsDrawOt) will return the address of the next 
free byte in the packet area (one byte beyond the used area). So, simply 
subtracting the start address of the packet area will tell you how much 
memory is being used. Sorted! 


Alternatively, instead of declaring an array for the packet workspace, you 


could assign memory from the heap at run-time using malloc(). Or if 
memory's getting tight, you could set the address of the packet workspaces 
to the area of memory where you loaded your TIMs. Once the TIMs have been 


loaded into VRAM the chances are that you don't need the copies in main RAM 
any more, so overwriting them with GPU packets isn't a problem. At the end 
of the day it's up to you to use the method which you feel is the most 
appropriate. 


Alex 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: 9tkp3s$dq91@www.netyaroze-europe.com... 

Ok well ive been working through various beginner tutes, and have been 
reading the beginners forum to get some help and explain some things. 


But i have a question about Packets. In most tutes there are two distinct 
ways to define the Packet Area and im unsure which is the correct way to 
ie 

ds 

#define NO_SPRITES 1 

static PACKET packetarea[2] [NO_SPRITES*sizeof (GSPRITE) |: 

2:5 


#define PACKETMAX 2048 
#define PACKETMAX2 (PACKETMAX*24) 


static PACKET packetarea[2] [PACKETMAX2]; 


so which one is correct? and in the second version where does the magic 
number 2048 come from? i assume the 24 is something to do with the size of 
the items in the structure... but is 2048 just a magic number as i have 
seen 


VVVVVVVVVVVV VV VV VV OV VV VV 
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it defined as 1024 and various other sizes........... 

ok well yet another question from me.. 

thanks guys 


> 
> 
> 
> 
> 
> 
> Greg 
> 
> 
> 
> 


—-MESSAGE FILE 8868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07596 


—-MESSAGE FILE 8869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007597 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 14:26:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <9tlmigqSdq96@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
-europe.com> <01c173£7Sde4402c0S$652d1bd4@pal-—s-omnibook> <9tlgj0Sdq94@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: host213-122-19-148 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> I agree, I *much* prefer a proper usenet group to web boards. 


Definately, plus anyone who'd go the the YS messageboard has access here 
anyway. I think we'll get one up as a back-up plan and anyone who wants to 
use it can. 


Marc. 


—-MESSAGE FILE 8869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07597 


—-MESSAGE FILE 8870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007598 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Demos Updated 

Date: Fri, 23 Nov 2001 17:31:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9tmlctSdq97@www.netyaroze-europe. com> 

References: <9te4euS4q13@www.netyaroze-europe.com> <9tjekj$83m5@www.netyaroze-europe 
.com> <9t1817Sdq92@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-134-173.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Just incase, you can dowload StarsWars here: 


http://www.netyaroze-europe.com/~frkt1lx/ftp/ 
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it's sw-pal.zip 


Marc. 


—-MESSAGE FILE 8870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07598 


—-MESSAGE FILE 8871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007599 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 20:17:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9tmasmSdq98@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal—s-—omnibook> 

NNTP-Posting-Host: host213-1-71-178.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I've just thought of another good reason for yarozescene to have a web 
board, because it's public so people who play our OPM games can leave us 
nice/horrible massages about how much they liked/hated our games :) 


pal <pal_news@hotmail.com> wrote in message 
news:01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook... 

> I share Steven's point of view... it will be a good thing that an 
alternate 

> forum be ready in case the official one goes down (let's hope that doesn't 
> happen of course), but for now I'd rather stick with a single place. Maybe 
> I've missed the pros of the idea though, just tell me...? 

> 
> 


pal 


-—-MESSAGE FILE 8871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07599 


—-MESSAGE FILE 8872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007600 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 20:20:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9tmav9Sdq99@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze— 
europe.com> 

NNTP-Posting-Host: host213-1-71-178.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> ...can leave us 
> nice/horrible massages about how... 


Or messages, even. 
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—-MESSAGE FILE 8872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07600 


—-MESSAGE FILE 8873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007601 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 20:15:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9tmb16$dq910@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: host217-35-14-65.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Well as i said b4, if you want 1 i can provide one. Its pretty much fully 
cumtomisable 2... 

up 2 u tho 

Cheers 

meeeee!!! 


-—-MESSAGE FILE 8873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07601 


—-MESSAGE FILE 8874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007602 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 21:32:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9tmfhk$dq911@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmSdq98@www.netyaroze- 
europe.com> <9tmb16$dq910@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-171-18.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I'm going to put one up within the next few days, I like the idea about 
people leaving messages Matt...thanx Chris, but we have a couple to check 
out :-) 


Marc. 

> Well as i said b4, if you want 1 i can provide one. Its pretty much fully 
> cumtomisable 2... 

> up 2 u tho 

> Cheers 

> meeeee!!! 


—-MESSAGE FILE 8874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07602 
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-—-MESSAGE FILE 8875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007603 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 21:57:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9tmgvv$dq912@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze- 
europe.com> <9tmav9$dq99@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-14-65.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ok m8 :) 

Mine is a vBulletin board (great if i say so my self) with half of its space 
remaining. its at www.wormcs.f2s.com/forums if you want to see how designs 
can vary, its advert free and cost free. It will also be private from the 
other forums on the site. Give it a look, its better than most you will find 
(apart from the occasional downtime [about once every 3 weeks or so] ), if 
you want similar boards completely separate from the rest of the 
newsgrouping world, i can probably get hold of some good links for you. 
Cheers, 

Chris 


—-MESSAGE FILE 8875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07603 


—-MESSAGE FILE 8876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007604 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: 23 Nov 2001 22:43:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01c1746f£S$900dcd20$7c38e4d5@pal-—s-—omnibook> 

References: <9t j9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasm$dq98@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: 213.228.56.124 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran <mverran@btinternet.com> wrote in article 
<9tmasmSdq98@www.netyaroze-europe.com>... 

> I've just thought of another good reason for yarozescene to have a web 

> board, because it's public so people who play our OPM games can leave us 
> nice/horrible massages about how much they liked/hated our games :) 


This sounds like a good idea. Maybe this should be encouraged (eg mention 
the forum in games) and we Yarozers could decide to preferably post 
relevant messages (ie non-technical discussions about games, maybe even 
annoucements and pointers to preview screenshots - who knows ;) ) to that 
forum rather than here (so that it's not empty when players come to see). 
Maybe a distinct forum would be better then though, what do you think? 


Remember that person who was asking Opsm for help on completing 
Rocks'n'Gems? He would certainly have used the thing... 


pal 


(waiting for hordes of opsm readers to assault the forum praying for the 
next screenshot of Invs ;) ) 
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—-MESSAGE FILE 8876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07604 


—-MESSAGE FILE 8877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007605 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 23:08:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9tml15h$dq913@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: du-028-0189.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


A public forum for the Yaroze is an excellent idea. Though it's worth noting 
that the most complimentary feetback you're likely to get is from other 
Yaroze members. 99% of the population have little idea about what is 
required to make games - I've worked on commercial games and most people 
assume I do the entire thing myself, graphics, sound, the lot. 


"How many games to you write per day?" and "Hi, I love your games. How do I 
make 'Quake'?" are the most common questions I get asked. It's pretty 
amusing to start with but gets old very fast. 


++Ben 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9tmasm$dq98@www.netyaroze-europe.com... 

I've just thought of another good reason for yarozescene to have a web 
board, because it's public so people who play our OPM games can leave us 
nice/horrible massages about how much they liked/hated our games :) 


pal <pal_news@hotmail.com> wrote in message 
news:01c173£7$de4402c0$652d1bd4@pal-—s-omnibook... 

> I share Steven's point of view... it will be a good thing that an 
alternate 

> forum be ready in case the official one goes down (let's hope that doesn't 


> happen of course), but for now I'd rather stick with a single place. Maybe 
> I've missed the pros of the idea though, just tell me...? 

> 

> pal 


—-MESSAGE FILE 8877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07605 


-—-MESSAGE FILE 8878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007606 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 23 Nov 2001 23:09:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <9tml7p$dq914@www.netyaroze-europe.com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze— 
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europe.com> <01c1746£$900dcd20$7c38e4d5@pal-—s-—omnibook> 
NNTP-Posting-Host: host213-122-31-232.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Well, I've been contacted by someone who wanted to make box art from our 
games, Matt Verran has been mailed many times by people wanted R'n'G cheats, 
plus the members of darkhex gained employment indirectly from the 
Yarozescene, so we must be doing something right! 


MattV has supplied us with a great logo to use in our games to direct people 
to the site and the messageboard, if the OPM games from now on feature this 
logo it should help keep the Yaroze interest alive :-) 


Marc. 

> This sounds like a good idea. Maybe this should be encouraged (eg mention 
> the forum in games) and we Yarozers could decide to preferably post 

> relevant messages (ie non-technical discussions about games, maybe even 

> annoucements and pointers to preview screenshots - who knows ;) ) to that 
> forum rather than here (so that it's not empty when players come to see). 
> Maybe a distinct forum would be better then though, what do you think? 

> 

> Remember that person who was asking Opsm for help on completing 

> Rocks'n'Gems? He would certainly have used the thing... 

> 

> pal 

> 

> (waiting for hordes of opsm readers to assault the forum praying for the 
> next screenshot of Invs ;) ) 

> 


—-MESSAGE FILE 8878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07606 


—-MESSAGE FILE 8879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007607 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Packet Explanation 

Date: Fri, 23 Nov 2001 22:35:43 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9tn4vc$dq915@www.netyaroze-europe.com> 
References: <9tkp3s$dq91@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1Cust133.tntl.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi Greg, 


when i was still starting out with my Yaroze, i found that one of the best 
sources for information (besides the message boards) was George Bain's 
tutorials on the SCEE site. They are very well commented and should help 
explain the little technicalities of Yaroze programming. 


aside from Alex's comprehensive explainations, of course. too bad Alex 
didn't write the yaroze manuals. 


—Omar 


--MESSAGE FILE 8879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07607 
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-—-MESSAGE FILE 8880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007608 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Packet Explanation 

Date: Sat, 24 Nov 2001 19:17:32 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 269 

Message-ID: <9tneleSdq916@www.netyaroze-europe. com> 

References: <9tkp3sS$dq91l@www.netyaroze-europe.com> <9tlh4bS$dq95@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 210-55-149-54.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Thanks alot for the explanantion Alex. 
Heres some code i've written today, as you can see im just starting out... 


Ive got a few questions scattered in that code as comments, maybe you can 
answer some 


like i said this is the first code i wrote and got working today, though i 
understand a good portion of it, theres alot im not sure of, 


also just say i press select and start to quit the program.. 


how would i clear the screen, put the words " thanks for checking me oout" 
and then quit the program? 


thanks alot for your help and patience. 


Greg 


KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


#include <libps.h> 
#include "pad.c" 


/* Defines */ 
#define SCREEN_WIDTH 320 

#define SCREEN_HEIGHT 256 

#define SPRITE_COUNT (1+1) 

#define OT_LENGTH 1 


GsOT WorldOT[2]; 


// the ordering tables units thought i really still dont get what they are. 


GsOT_TAG WorldTags [2] [1<<OT_LENGTH]; 


static PACKET packetArea[2] [SPRITE_COUNT*sizeof(GsSPRITE)]; // GPU PACKETS 
AREA 


int ContinuePlaying = 1; 

int x = 0; 

int y = 0; 

[X Protypes * / 


void main (void); 
void InitialiseScreen (void) ; 
void GetPadInput (void); 


3 Code Starts ամ 


void main (void) 
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{ 
int buffNumber; 


InitialiseScreen (); 
buffNumber = GsGetActiveBuff (); 


while (ContinuePlaying) 
{ 


GetPadInput (); 


// not sure about the (PACKET*) part, but as i understand it 
// it is type casting (PACKET*) but whats the *? pointer? 


GsSetWorkBase( (PACKET*) packetArea [buffNumber]); 
GsClearOt (0,0, &WorldOT [buffNumber] ); 
DrawSync (0); 
VSync (0); 
ResetGraph (1); 
GsSwapDispBuff(); 
GsSortClear (0,0,0, &WorldOT [buffNumber] ); 
GsDrawOt (&WorldOT [buffNumber]); 
buffNumber = buffNumber%’1; 
FntFlush(-1); 
} 


ResetGraph (0); 
} 


void InitialiseScreen (void) 
{ 

ant X; 

int something; 


PadiInit (); 
SetVideoMode (MODE_PAL) ; 
// why is this set at 4? hmmm good question... how did you work that value 
out? 


// i know what the 4 means, non interlaced etc,but how did you get 4? 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT,4,0,0); 
GsDefDispBuff (0,0,0,SCREEN_HEIGHT) ; 
for (x=0; x<2;x++) 
Աաաա ով qan kh = OT_LENGTH; // set OT length 
// still unsure about this.. whats exactly is WorldTags[x] 
WorldOT[x].org = WorldTags[x]; // link in the OT units 


GsClearOt (0,0, &WorldOT[x]); 


// where do some of these magic numbers come from... 
FntLoad (960,256) ; 
FntOpen (10, 80,256,200,0,512); 
} 


void GetPadInput (void) 
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{ 
u_long padStatus; 


// PadRead() gets the status from the controller. 
padStatus = PadRead(); 


if (padStatus & PADstart && padStatus & PADselect) // Quit Program 
{ 


ContinuePlaying = 0; 


} 


if (padStatus & PADLleft) 


if (padStatus & PADLdown) 


FntPrint("X : d\n", x); 
FntPrint("Y : %d\n", y); 


Հր Original Message ----- 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Sent: Saturday, November 24, 2001 2:00 AM 
Subject: Re: Packet Explanation 


> Hi Greg, 

> 

> The packet area is just a chuck of memory, so as long as it's big enough 
EO 

> hold all the packets you create then fine. It doesn't really matter how 
you 

> define it but declaring an array seems to be the most common way. 

> 

> The NO_SPRITES*sizeof(GsSSPRITE) method seems logical at first as this 
would 

> suggest that the packet area is the correct size to hold the number of 

> sprite packets as defined by NO_SPRITES. However this is wrong as the 
size 

> of the GsSPRITE structure has nothing to do with the size of the packets 
> created. For this reason I wouldn't advise doing it this way. 

> 

> The PACKETMAX*24 method makes a little more sense to me as 24 is an 
average 

> size for a GPU packet. Some are bigger, some are smaller but 24 is good 
as 

> a rough guide. As for how a value for PACKETMAX is chosen, well that's up 
> to the programmer to decide. Picking a value of 2048 for example is 
saying 

> that you definitely won't be sorting more than 2048 items (roughly) into 
the 


> OTs 

> 

> Or you could just declare it like this: 

> 

> #define PACKETAREA_SIZE 32768 // 32Kbytes 
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PACKET packetarea[2] [PACKETAREA_ SIZE]; 


and just specify the number of bytes required. Choosing a big(ish) number 
like 32K is a good starting place. This number can then be refined 
throughout development as you get a better idea of how much space is 
actually required. Calling GsGetWorkBase() after sorting all your objects 
(i.e. just before you call GsDrawOt) will return the address of the next 
free byte in the packet area (one byte beyond the used area). So, simply 
subtracting the start address of the packet area will tell you how much 
memory is being used. Sorted! 


Alternatively, instead of declaring an array for the packet workspace, you 
could assign memory from the heap at run-time using malloc(). Or if 
memory's getting tight, you could set the address of the packet workspaces 
to the area of memory where you loaded your TIMs. Once the TIMs have been 
loaded into VRAM the chances are that you don't need the copies in main 
AM 
> any more, so overwriting them with GPU packets isn't a problem. At the 
end 
of the day it's up to you to use the method which you feel is the most 
appropriate. 


DVVVVVVVVVVVVVV VV 


Alex 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: 9tkp3sS$dq91@www.netyaroze-europe.com... 
> Ok well ive been working through various beginner tutes, and have been 
> reading the beginners forum to get some help and explain some things. 
> 

> But i have a question about Packets. In most tutes there are two 
istinct 
> ways to define the Packet Area and im unsure which is the correct way to 
do 


2 EU 2 

> 

> 1. 

> 

> #define NO_SPRITES 1 

> 

> static PACKET packetarea[2] [NO_SPRITES*sizeof (GSPRITE)]; 

> 

> 2. 

> 

> #define PACKETMAX 2048 

> #define PACKETMAX2 (PACKETMAX*24) 

> 

> static PACKET packetarea[2] [PACKETMAX2]; 

> 

> so which one is correct? and in the second version where does the magic 
> number 2048 come from? i assume the 24 is something to do with the size 
f 

> the items in the structure... but is 2048 just a magic number as i have 
seen 

> it defined as 1024 and various other sizes........... 

> 


ok well yet another question from me.. 
thanks guys 


> 
> 
> 
> 
> Greg 
> 
> 
> 
> 


VVVVVVVVVVVVVVVOVVV N NVN NNNNA NOYAN MVN Y VV OV VV VV MNN N ANN N 


--MESSAGE FILE 8880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07608 
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-—-MESSAGE FILE 8881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007609 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Sat, 24 Nov 2001 14:21:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9toahuSidml@www.netyaroze-europe. com> 

References: <9t j9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze- 
europe.com> <9tml15h$dq913@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-108-21.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


One of my friends told me I should make games that "look really good" when 
they heard about my new job. It's a shame because I had a great idea for a 
cack looking game : ( 


Ben James <hungryghost@clara.co.uk> wrote in message 

news: 9tm1L5h$dq913@www.netyaroze-europe.com... 

> A public forum for the Yaroze is an excellent idea. Though it's worth 
noting 

> that the most complimentary feetback you're likely to get is from other 


> Yaroze members. 99% of the population have little idea about what is 

> required to make games - I've worked on commercial games and most people 
> assume I do the entire thing myself, graphics, sound, the lot. 

> 

> "How many games to you write per day?" and "Hi, I love your games. How do 
1 

> make 'Quake'?" are the most common questions I get asked. It's pretty 

> amusing to start with but gets old very fast. 

> 

> ++Ben 


—-MESSAGE FILE 8881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07609 


—-MESSAGE FILE 8882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007610 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Sat, 24 Nov 2001 17:39:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9tom7tSi0m2@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasm$dq98@www.netyaroze— 
europe.com> <9tm15hS$dq913@www.netyaroze-europe.com> <9toahuSi0ml@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-1-176-118.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I've had loads of mates give me 'brilliant' ideas for the next great [insert 
clone here], which is always amusing. 


The question I've been asked the most though is "how do they do those levels 
in Tombraider" to which I reply: 


"They build plastic models and put them on the screen like a film." - then 
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laugh at how many people believe this :-) 


Marc. 


—-MESSAGE FILE 8882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07610 


—-MESSAGE FILE 8883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007611 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Packet Explanation 

Date: Sat, 24 Nov 2001 19:46:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 376 

Message-ID: <3c00f3e4.761094546@www.netyaroze-europe.com> 

References: <9tkp3sS$dq91@www.netyaroze-europe.com> <9tlh4bS$dq95@www.netyaroze-europe 
.com> <9tneleS$dq916@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Greg, 


You should try and think about things in terms of a "state machine" to 
help you with your "thanks for checking me out" display. 


Try something like this. It is by no means the only way to do this, 
but one possible way: 


#define STATE_NORMAL 0 
#define STATE_PAUSED 1 
#define STATE_EXITING 2 
#define STATE_END 3 


int iState=STATE_NORMAL; 
int iExitTimer; 

u_long ulInput; 

int iContinuePlaying=1; 


while (iContinuePlaying) { 
ulInput=readPad(); 


switch(iState) { 
case STATE_NORMAL: 
if (ulInput & (PADstart | PADselect)) { 
setState (STATE_EXITING) ; 
} 


if (ulInput & PADstart) { 
setState (STATE_PAUSED) ; 


if (ulInput & PADLleft) { 
x=x-1; 


} 


(etc, etc) 
draw your screen with your game stuff 


break; 
case STATE_END: 


iContinuePlaying=0; 
break; 
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case STATE_EXITING: 
if (--iExitTimer==0) { 
setState (STATE_END) ; 
} else { 
draw your screen that says goodbye. 


} 


break; 


case STATE_PAUSED: 
draw your screen that says game is paused 


if (ulInput & (PADstart | PADselect)) { 
set State (STATE_EXITING) ; 
} 


if (ulInput & PADstart) { 
setState (STATE_NORMAL) ; 
} 


break; 


DrawSync (0); 
(switch buffers here) 


and your setState function would be something like: 
void setState(int iNewState) { 
iState=iNewState; 


if (iState==STATE_EXITING) { 
iExitTimer=150; // 5 second timer at 30fps 
} 
} 


Basically, your state answers the following question for your program: 
"What should I be doing right now?" 


If the state is "paused" (STATE_PAUSED), your program should display 
"game is paused" until the person hits start. 

If the state is "normal," the game should proceed as usual. 

If the state is "exiting," the game should be displaying a goodbye 
message for a short period of time, then exit. 

If your state is "end," then the game should end. 


Things like that... Of course the stuff for each state probably grows 
quite a bit so you may want to separate them into functions. Also, as 
your game gets more complex, you may want to use several state 
machines instead of just one. For example, a state machine for the 
main menu, a state machine during game play, etc. 


Now don't look at the above code as a definitive way to do this... 
It's just a simple example to show you how a state machine could work. 


Steven 


On Sat, 24 Nov 2001 19:17:32 +1300, "Greg Cook" 
<gjc53@student.canterbury.ac.nz> wrote: 


>Thanks alot for the explanantion Alex. 

> 

>Heres some code i've written today, as you can see im just starting out... 
> 

>Ive got a few questions scattered in that code as comments, maybe you can 
>answer some 

> 

>like i said this is the first code i wrote and got working today, though i 
>understand a good portion of it, theres alot im not sure of, 

> 
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>also just say i press select and start to quit the program.. 

> 

>how would i clear the screen, put the words " thanks for checking me oout" 
>and then quit the program? 

> 

>thanks alot for your help and patience. 

> 

>Greg 

> 

> 

DKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KK 

> 

>#include <libps.h> 

>#include "pad.c" 

> 

> 

>/* Defines x] 
>#define SCREEN_WIDTH 320 

>#define SCREEN_HEIGHT 256 

>#define SPRITE_COUNT (1+1) 

>#define OT_LENGTH 1 

> 

>GsOT WorldOT[2]; 

> 

>// the ordering tables units thought i really still dont get what they are. 
> 

>GsOT_TAG WorldTags [2] [1<<OT_LENGTH] ; 

> 

>static PACKET packetArea[2] [SPRITE_COUNT*sizeof(GsSPRITE)]; // GPU PACKETS 
>AREA 


> 

>int ContinuePlaying = 1; 

>int x = 0; 

>int y = 0; 

>/* Protypes * / 
> 


>void main (void); 
>void InitialiseScreen (void); 
>void GetPadInput (void); 


>/* Code Starts Hf 


>void main (void) 
> int buffNumber; 


InitialiseScreen (); 
buffNumber = GsGetActiveBuff (); 


while (ContinuePlaying) 


{ 
GetPadInput (); 


// not sure about the (PACKET*) part, but as i understand it 
// it is type casting (PACKET*) but whats the *? pointer? 


GsSetWorkBase( (PACKET*) packetArea [buffNumber]); 
GsClearOt (0,0, &WorldOT [buffNumber] ); 

DrawSync (0); 

VSync (0); 


ResetGraph (1); 


GsSwapDispBuff(); 
GsSortClear (0,0,0, &WorldOT [buffNumber] ); 


GsDrawOt (&WorldOT [buffNumber] ) ; 


VVVVVVVVVVVVV VV VV VV VV VV VV VV 
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buffNumber = buffNumber%’1; 
FntFlush(-1); 


} 


> ResetGraph (0); 

>} 

> 

>void InitialiseScreen (void) 

>{ 

> int x; 

> int something; 

> 

> PadInit (); 

> SetVideoMode (MODE_PAL) ; 

> 

> // why is this set at 4? hmmm good question... how did you work that value 
>out? 

> // i know what the 4 means, non interlaced etc,but how did you get 4? 


v 


GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT,4,0,0); 
GsDefDispBuff (0,0,0,SCREEN_HEIGHT) ; 
for (x=0; x<2;x++) 

E cates = OT_LENGTH; // set OT length 


// still unsure about this.. whats exactly is WorldTags[x] 


WorldOT[x].org = WorldTags[x]; // link in the OT units 


GsClearOt (0,0, &WorldOT[x]); 


// where do some of these magic numbers come from... 


FntLoad (960,256); 
FntOpen (10, 80,256,200,0,512); 
} 


VVVVVVVVVVVVVVV VV VV VV 


>void GetPadInput (void) 
>{ 


v 


u_long padStatus; 
// PadRead() gets the status from the controller. 
padStatus = PadRead(); 
if (padStatus & PADstart && padStatus & PADselect) // Quit Program 
{ 


ContinuePlaying = 0; 


} 


if (padStatus & PADLleft) 


if (padStatus & PADLright) 


if (padStatus & PADLdown) 


if (padStatus & PADLup) 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 
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> 4 

> 

> FntPrint("X : d\n", x); 
> 

> FntPrint ("Y : d\n", y); 

>} 

>= === Original Message ----- 


>From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

>Newsgroups: scee.yaroze.freetalk.english 

>Sent: Saturday, November 24, 2001 2:00 AM 

>Subject: Re: Packet Explanation 

> 

> 

>> Hi Greg, 

>> 

>> The packet area is just a chuck of memory, so as long as it's big enough 
>to 

>> hold all the packets you create then fine. It doesn't really matter how 
>you 

>> define it but declaring an array seems to be the most common way. 

>> 

>> The NO_SPRITES*sizeof(GsSPRITE) method seems logical at first as this 
>would 

>> suggest that the packet area is the correct size to hold the number of 
>> sprite packets as defined by NO_SPRITES. However this is wrong as the 
>size 

>> of the GsSPRITE structure has nothing to do with the size of the packets 
>> created. For this reason I wouldn't advise doing it this way. 

>> 

>> The PACKETMAX*24 method makes a little more sense to me as 24 is an 
>average 

>> size for a GPU packet. Some are bigger, some are smaller but 24 is good 
>as 

>> a rough guide. As for how a value for PACKETMAX is chosen, well that's up 
>> to the programmer to decide. Picking a value of 2048 for example is 
>saying 

>> that you definitely won't be sorting more than 2048 items (roughly) into 
>the 


>> OT. 

>> 

>> Or you could just declare it like this: 

>> 

>> #define PACKETAREA_SIZE 32768 // 32Kbytes 

>> PACKET packetarea[2] [PACKETAREA_SIZE]; 

>> 

>> and just specify the number of bytes required. Choosing a big(ish) number 
>> like 32K is a good starting place. This number can then be refined 


>> throughout development as you get a better idea of how much space is 

>> actually required. Calling GsGetWorkBase() after sorting all your objects 
>> (i.e. just before you call GsDrawOt) will return the address of the next 
>> free byte in the packet area (one byte beyond the used area). So, simply 
>> subtracting the start address of the packet area will tell you how much 

>> memory is being used. Sorted! 

>> 

>> Alternatively, instead of declaring an array for the packet workspace, you 
>> could assign memory from the heap at run-time using malloc(). Or if 

>> memory's getting tight, you could set the address of the packet workspaces 
>> to the area of memory where you loaded your TIMs. Once the TIMs have been 
>> loaded into VRAM the chances are that you don't need the copies in main 
>RAM 

>> any more, so overwriting them with GPU packets isn't a problem. At the 
>end 

>> of the day it's up to you to use the method which you feel is the most 

>> appropriate. 

>> 

>> Alex 

>> 

>> 

>> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

>> news: 9tkp3s$dq91l@www.netyaroze-europe.com... 

>> > Ok well ive been working through various beginner tutes, and have been 
>> > reading the beginners forum to get some help and explain some things. 

>> > 
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>> > But i have a question about Packets. In most tutes there are two 
>distinct 

>> > ways to define the Packet Area and im unsure which is the correct way to 
>> do 


>> > it.. 

>> > 

>> Հ: 1. 

>> > 

>> > #define NO_SPRITES 1 

>> > 

>> > static PACKET packetarea[2] [NO_SPRITES*sizeof (GSPRITE) |: 
>> > 

>> > 2. 

>> > 

>> > #define PACKETMAX 2048 

>> > #define PACKETMAX2 (PACKETMAX* 24) 

>> > 

>> > static PACKET packetarea[2] [PACKETMAX2]; 

>> > 

>> > so which one is correct? and in the second version where does the magic 
>> > number 2048 come from? i assume the 24 is something to do with the size 
>of 

>> > the items in the structure... but is 2048 just a magic number as i have 
>> seen 

>> > it defined as 1024 and various other sizes........... 

>> > 

>> > ok well yet another question from me.. 

>> > 

>> > thanks guys 

>> > 

>> > Greg 

>> > 

>> > 

>> > 

>> > 

>> 

>> 

> 

> 


—-MESSAGE FILE 8883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07611 


—-MESSAGE FILE 8884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007612 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: 26 Nov 2001 14:01:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <01c17682$229990c0SLocalHost @pal-—s-—omnibook> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasm$dq98@www.netyaroze- 
europe.com> <01c1746f£$900dcd20$7c38e4d5@pal-s-omnibook> <9tm17p$dq914@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: nas-cbv—-5-45-26.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Marc, 


I'm not sure I understand what you mean here... it sounds like what I said 
was not nice to Yarozescene in some way. I admit my message does not 
mention that the Yarozescene message board already is the ideal place, and 
that the Yarozescene site, mentionned in games, links to the board, and 
offers screenshots, news etc. 


But my point was that the benefits of the thing (and mainly the forum) 
should be explicitly emphasized in our games. Just the logo and url aren't 
enough to me - I'll have a look when I'm stuck in Rocks'n'Gems, but that's 
all. Maybe I'm wrong, but as a casual Opsm reader I wouldn't expect 
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Yarozescene to be very different from a professional developper site, where 
you don't get to chat with Miyamoto in a forum, only with other players. 


I have no clue about how Opsm presents the Yaroze games (I don't get uk 
opsm here), but I'm not sure that 'users' get to know what's the spirit 
behind that, that they can actually come and discuss with the authors. 


I think a bit of explanation would be welcome, possibly on the intro logo 
screen, something like 'the author of this game is a nice person just like 
you and he'd love to hear your thoughts about this game he made with just a 
PC and a black PSX. There's a NY-dedicated website where you can get info 
about current and past projects by all Yarozers, at www.yarozescene.co.uk. 
There you'll find news and previews, and a message board where you can meet 
all NY users and chat about their games, live.' 


Also, I think that the message board could be made more prominent at the 
Yarozescene site, in order to invite feedback and to give users the feeling 
that we share something. Sometimes I had something to say to a Yarozer 
about his game after playing it, but going through an email process was too 
much for my lazyness. Later I could not bother finding back the email 
address (yes, I know I'm very bad)... The current situation encourages 
emailing rather than posting to the msg board, which not only is less easy, 
but also doesn't lead to public discussion, archives etc. 


Importantly too, some discussions that we have here should be moved there 
to my mind. It'd also be worth thinking about a split of the forum in two, 
ng backup and public. 


Don't get me wrong, I do appreciate what you are doing with Yarozescene and 
am very happy that you take the time to maintain and update it (and I felt 
honored when I noticed a screenshot of Invs there!). You're obviously doing 
many things right, and for my part I do talk much more than I act :) 


pal 


Marc Lambert <marc@darkhex.com> wrote in article 
<9tml7p$dq914@www.netyaroze-europe.com>... 

> Well, I've been contacted by someone who wanted to make box art from our 
> games, Matt Verran has been mailed many times by people wanted R'n'G 
cheats, 

> plus the members of darkhex gained employment indirectly from the 

> Yarozescene, so we must be doing something right! 

> 

> MattV has supplied us with a great logo to use in our games to direct 
people 

> to the site and the messageboard, if the OPM games from now on feature 
this 

> logo it should help keep the Yaroze interest alive :-) 


—-MESSAGE FILE 8884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07612 


—-MESSAGE FILE 8885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007613 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Mon, 26 Nov 2001 14:36:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <9ttkacSkjel@www.netyaroze-europe.com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze— 
europe.com> <01c1746fS$900dcd20S7c38e4d5@pal-—s—-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost @pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-186-254.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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Err, I think you took my post the wrong way :-) 


I'm not sure I understand what you mean here... it sounds like what I said 
was not nice to Yarozescene in some way. I admit my message does not 
mention that the Yarozescene message board already is the ideal place, and 
that the Yarozescene site, mentionned in games, links to the board, and 
offers screenshots, news etc. 


But my point was that the benefits of the thing (and mainly the forum) 
should be explicitly emphasized in our games. Just the logo and url aren't 
enough to me - I'll have a look when I'm stuck in Rocks'n'Gems, but that's 
all. Maybe I'm wrong, but as a casual Opsm reader I wouldn't expect 
Yarozescene to be very different from a professional developper site, 
where 

you don't get to chat with Miyamoto in a forum, only with other players. 


VVVVVVVVV VV 


I have no clue about how Opsm presents the Yaroze games (I don't get uk 
opsm here), but I'm not sure that 'users' get to know what's the spirit 
behind that, that they can actually come and discuss with the authors. 


I think a bit of explanation would be welcome, possibly on the intro logo 
screen, something like 'the author of this game is a nice person just like 
you and he'd love to hear your thoughts about this game he made with just 


PC and a black PSX. There's a NY-dedicated website where you can get info 
about current and past projects by all Yarozers, at www.yarozescene.co.uk. 
There you'll find news and previews, and a message board where you can 
meet 

> all NY users and chat about their games, live.' 

> 
> Also, I think that the message board could be made more prominent at the 
> Yarozescene site, in order to invite feedback and to give users the 
feeling 

> that we share something. Sometimes I had something to say to a Yarozer 

> about his game after playing it, but going through an email process was 
too 

> much for my lazyness. Later I could not bother finding back the email 


VVV®MVVVVV VV VV 


> address (yes, I know I'm very bad)... The current situation encourages 
> emailing rather than posting to the msg board, which not only is less 
easy, 


> but also doesn't lead to public discussion, archives etc. 


Importantly too, some discussions that we have here should be moved there 
to my mind. It'd also be worth thinking about a split of the forum in two, 
ng backup and public. 


Don't get me wrong, I do appreciate what you are doing with Yarozescene 
and 
> am very happy that you take the time to maintain and update it (and I felt 


> honored when I noticed a screenshot of Invs there!). You're obviously 
doing 
> many things right, and for my part I do talk much more than I act :) 


pal 


Marc Lambert <marc@darkhex.com> wrote in article 
<9tml7p$dq914@www.netyaroze-europe.com>... 

> Well, I've been contacted by someone who wanted to make box art from our 
> games, Matt Verran has been mailed many times by people wanted R'n'G 
cheats, 

> plus the members of darkhex gained employment indirectly from the 

> Yarozescene, so we must be doing something right! 

> 

> MattV has supplied us with a great logo to use in our games to direct 
people 

> to the site and the messageboard, if the OPM games from now on feature 
this 

> logo it should help keep the Yaroze interest alive :-) 


VVVVVVVVVVVVV VV VV N 
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—-MESSAGE FILE 8885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07613 


—-MESSAGE FILE 8886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007614 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Mon, 26 Nov 2001 15:44:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <9tto87Skje2@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmSdq98@www.netyaroze- 
europe.com> <01c1746f$900dcd20S7c38e4d5@pal-—s-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost @pal-—s-—omnibook> 

NNTP-Posting-Host: cvx-213-48-181-204-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi pal 

Marc's words "Well, . . . we must be doing something right!" weren't meant 
to chide you for dissing YS (after all, you didn't)! Marc was just being 
modest. 

Derek 


"pal" <pal_news@hotmail.com> wrote in message 
news :01c17682$229990c0SLocalHost@pal-—s-—omnibook... 
> Hi Marc, 


I'm not sure I understand what you mean here... it sounds like what I said 
was not nice to Yarozescene in some way. I admit my message does not 
mention that the Yarozescene message board already is the ideal place, and 
that the Yarozescene site, mentionned in games, links to the board, and 
offers screenshots, news etc. 


But my point was that the benefits of the thing (and mainly the forum) 
should be explicitly emphasized in our games. Just the logo and url aren't 
enough to me - I'll have a look when I'm stuck in Rocks'n'Gems, but that's 
all. Maybe I'm wrong, but as a casual Opsm reader I wouldn't expect 
Yarozescene to be very different from a professional developper site, 
where 

you don't get to chat with Miyamoto in a forum, only with other players. 


VVVVVVVVVV VV 


I have no clue about how Opsm presents the Yaroze games (I don't get uk 
opsm here), but I'm not sure that 'users' get to know what's the spirit 
behind that, that they can actually come and discuss with the authors. 


I think a bit of explanation would be welcome, possibly on the intro logo 
screen, something like 'the author of this game is a nice person just like 
you and he'd love to hear your thoughts about this game he made with just 


PC and a black PSX. There's a NY-dedicated website where you can get info 
about current and past projects by all Yarozers, at www.yarozescene.co.uk. 
There you'll find news and previews, and a message board where you can 
meet 

> all NY users and chat about their games, live.' 

> 
> Also, I think that the message board could be made more prominent at the 
> Yarozescene site, in order to invite feedback and to give users the 
feeling 

> that we share something. Sometimes I had something to say to a Yarozer 

> about his game after playing it, but going through an email process was 
too 


VVVDMYVVVVVV VV V 
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> much for my lazyness. Later I could not bother finding back the email 


> address (yes, I know I'm very bad)... The current situation encourages 
> emailing rather than posting to the msg board, which not only is less 
easy, 


> but also doesn't lead to public discussion, archives etc. 


> 
> Importantly too, some discussions that we have here should be moved there 
> to my mind. It'd also be worth thinking about a split of the forum in two, 
> ng backup and public. 

> 

> 


Don't get me wrong, I do appreciate what you are doing with Yarozescene 
and 
> am very happy that you take the time to maintain and update it (and I felt 


> honored when I noticed a screenshot of Invs there!). You're obviously 
doing 
> many things right, and for my part I do talk much more than I act :) 


pal 


Marc Lambert <marc@darkhex.com> wrote in article 
<9tml17p$dq914@www.netyaroze-europe.com>... 

> Well, I've been contacted by someone who wanted to make box art from our 
> games, Matt Verran has been mailed many times by people wanted R'n'G 
cheats, 

> plus the members of darkhex gained employment indirectly from the 

> Yarozescene, so we must be doing something right! 

> 

> MattV has supplied us with a great logo to use in our games to direct 
people 

> to the site and the messageboard, if the OPM games from now on feature 
this 

> logo it should help keep the Yaroze interest alive :-) 


VVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 8886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07614 


—-MESSAGE FILE 8887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007615 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Mon, 26 Nov 2001 15:58:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9ttp30Skje3@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-s-omnibook> <9tmasmS$dq98@www.netyaroze- 
europe.com> <01c1746f$900dcd20S7c38e4d5@pal-—s-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost@pal-s-omnibook> <9tto87$kje2@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: cvx-213-48-181-204-haw.cableinet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> Marc was just being modest 


about Yarozescene's great accomplishments! (lest anyone misinterpret 
me.) 


Derek =) 


—-MESSAGE FILE 8887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07615 
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-—-MESSAGE FILE 8888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007616 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Mon, 26 Nov 2001 16:55:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <9ttse8Skje4@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-s-omnibook> <9tmasm$dq98@www.netyaroze- 
europe.com> <01c1746f$900dcd20S$7c38e4d5@pal-—s-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost@pal-s-omnibook> <9tto87$kje2@www.netyaroze- 
europe.com> <9ttp30Skje3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-50-62.btinternet.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Damn, I was just about to flame you too! :-ք 


A new messageboard will be up shortly and we'll promote it more on the main 
page. Hopefully we'll get quite a few people who missed out on the Yaroze 
there, so if we evolve inot a PS2linux site, there'll be loads of new faces 
27) 


Marc. 


> > Marc was just being modest 

> 

> . . . about Yarozescene's great accomplishments! (lest anyone 
misinterpret 

> me.) 

> 

> Derek =) 

> 

> 


—-MESSAGE FILE 8888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07616 


—-MESSAGE FILE 8889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007617 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Mon, 26 Nov 2001 18:13:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <9tu0r8Skje5@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasm$dq98@www.netyaroze- 
europe.com> <01c1746f$900dcd20S$7c38e4d5@pal-—s-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost @pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-40-131.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


You have made some good points there Pal. I agree that YS is a bit cliquey 
and hard to understand for someone who's not heard of the yaroze before. I 
think the side navigation bar definately needs to be more prominent and 
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there needs to be more explanation on all the pages of what we do. I don't 
want to 'dumb down' YS tho because primarily the yaroze owners are the ones 
who visit the site the most. 


I think we've said before that once all the maintainers (Me, Marc and Jon) 
are all in the same pysical location (not too long now I hope) there will be 
a bit of an overhaul. 


cheers 
Matt 


pal <pal_news@hotmail.com> wrote in message 
news:01c17682$229990c0SLocalHost@pal-—s-omnibook... 
> Hi Marc, 


I'm not sure I understand what you mean here... it sounds like what I said 
was not nice to Yarozescene in some way. I admit my message does not 
mention that the Yarozescene message board already is the ideal place, and 
that the Yarozescene site, mentionned in games, links to the board, and 
offers screenshots, news etc. 


But my point was that the benefits of the thing (and mainly the forum) 
should be explicitly emphasized in our games. Just the logo and url aren't 
enough to me - I'll have a look when I'm stuck in Rocks'n'Gems, but that's 
all. Maybe I'm wrong, but as a casual Opsm reader I wouldn't expect 
Yarozescene to be very different from a professional developper site, 
where 

you don't get to chat with Miyamoto in a forum, only with other players. 


VVVVVVVVVV VV 


I have no clue about how Opsm presents the Yaroze games (I don't get uk 
opsm here), but I'm not sure that 'users' get to know what's the spirit 
behind that, that they can actually come and discuss with the authors. 


I think a bit of explanation would be welcome, possibly on the intro logo 
screen, something like 'the author of this game is a nice person just like 
you and he'd love to hear your thoughts about this game he made with just 


PC and a black PSX. There's a NY-dedicated website where you can get info 
about current and past projects by all Yarozers, at www.yarozescene.co.uk. 
There you'll find news and previews, and a message board where you can 
meet 

> all NY users and chat about their games, live.' 

> 
> Also, I think that the message board could be made more prominent at the 
> Yarozescene site, in order to invite feedback and to give users the 
feeling 

> that we share something. Sometimes I had something to say to a Yarozer 

> about his game after playing it, but going through an email process was 
too 

> much for my lazyness. Later I could not bother finding back the email 

> address (yes, I know I'm very bad)... The current situation encourages 

> emailing rather than posting to the msg board, which not only is less 
easy, 

> but also doesn't lead to public discussion, archives etc. 


VVV®MVVVVV VV VV 


Importantly too, some discussions that we have here should be moved there 
to my mind. It'd also be worth thinking about a split of the forum in two, 
ng backup and public. 


Don't get me wrong, I do appreciate what you are doing with Yarozescene 
and 
> am very happy that you take the time to maintain and update it (and I felt 


> honored when I noticed a screenshot of Լոտ there!). You're obviously 
doing 

> many things right, and for my part I do talk much more than I act :) 

> 

> pal 

> 

> 

> Marc Lambert <marc@darkhex.com> wrote in article 

> <9tml7p$dq914@www.netyaroze-europe.com>... 

> > Well, I've been contacted by someone who wanted to make box art from our 
> > games, Matt Verran has been mailed many times by people wanted R'n'G 
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> to the site and the messageboard, if the OPM games from now on feature 
this 
> logo it should help keep the Yaroze interest alive :-) 


> cheats, 

> > plus the members of darkhex gained employment indirectly from the 

> > Yarozescene, so we must be doing something right! 

>> 

> > MattV has supplied us with a great logo to use in our games to direct 
> people 

> 

> 

> 

> 


-—-MESSAGE FILE 8889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07617 


—-MESSAGE FILE 8890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007618 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Mon, 26 Nov 2001 18:42:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 123 

Message-ID: <9tu2niSkje6é@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze— 
europe.com> <01c1746f$900dcd20S$7c38e4d5@pal-—s-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost@pal-s-omnibook> <9tu0r8$kje5@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: host213-122-134-98 .btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I don't neccessarily think the site is too cliquey or hard to understand, it 
just needs to be more non-yarozer friendly in the sense of pointing them to 
the pages that they want to see (messageboard/w.i.p). 


Like you say Matt, we can implement plenty of bigger and better features 
when we are together. In the mean time, we would love to hear more 
suggestions and thoughts to follow on from Pal's, so fire away :-) 


Marc. 


> You have made some good points there Pal. I agree that YS is a bit 
cliquey 

> and hard to understand for someone who's not heard of the yaroze before. 
ի 

> think the side navigation bar definately needs to be more prominent and 

> there needs to be more explanation on all the pages of what we do. I 
don't 

> want to 'dumb down' YS tho because primarily the yaroze owners are the 
ones 

> who visit the site the most. 

> 

> I think we've said before that once all the maintainers (Me, Marc and Jon) 
> are all in the same pysical location (not too long now I hope) there will 
be 

> a bit of an overhaul. 


cheers 
Matt 


pal <pal_news@hotmail.com> wrote in message 
news :01c17682$229990c0SLocalHost@pal-—s-omnibook... 


V NAN N V 
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> > Hi Marc, 

>> 

> > I'm not sure I understand what you mean here... it sounds like what I 
said 

> > was not nice to Yarozescene in some way. I admit my message does not 
> > mention that the Yarozescene message board already is the ideal place, 


5 


that the Yarozescene site, mentionned in games, links to the board, and 
offers screenshots, news etc. 


But my point was that the benefits of the thing (and mainly the forum) 
should be explicitly emphasized in our games. Just the logo and url 
Nre 
enough to me - I'll have a look when I'm stuck in Rocks'n'Gems, but 
ԵՑ 
> all. Maybe I'm wrong, but as a casual Opsm reader I wouldn't expect 
> Yarozescene to be very different from a professional developper site, 
where 
you don't get to chat with Miyamoto in a forum, only with other players. 


Ի 


Ջ VO V V V V VO. 


T 


I have no clue about how Opsm presents the Yaroze games (I don't get uk 
opsm here), but I'm not sure that 'users' get to know what's the spirit 
behind that, that they can actually come and discuss with the authors. 


VVVVVVVVVV EV OV VV VV 


> I think a bit of explanation would be welcome, possibly on the intro 
logo 

> > screen, something like 'the author of this game is a nice person just 
like 

> > you and he'd love to hear your thoughts about this game he made with 
just 

>a 

> > PC and a black PSX. There's a NY-dedicated website where you can get 
info 

> > about current and past projects by all Yarozers, at 

www. yarozescene.co.uk. 


> Importantly too, some discussions that we have here should be moved 
here 


> > There you'll find news and previews, and a message board where you can 
> meet 

> > all NY users and chat about their games, live.' 

>> 

> > Also, I think that the message board could be made more prominent at the 
> > Yarozescene site, in order to invite feedback and to give users the 

> feeling 

> > that we share something. Sometimes I had something to say to a Yarozer 
> > about his game after playing it, but going through an email process was 
> too 

> > much for my lazyness. Later I could not bother finding back the email 

> > address (yes, I know I'm very bad)... The current situation encourages 
> > emailing rather than posting to the msg board, which not only is less 

> easy, 

> > but also doesn't lead to public discussion, archives etc. 

>> 

> 

ses 


v 
v 
ct 
° 
B 
< 
B 
P 
5 
թ) 


It'd also be worth thinking about a split of the forum in 


= 
O 


> ng backup and public. 

> 

> Don't get me wrong, I do appreciate what you are doing with Yarozescene 
and 

> am very happy that you take the time to maintain and update it (and I 
elt 

> honored when I noticed a screenshot of Լոտ there!). You're obviously 
doing 

many things right, and for my part I do talk much more than I act :) 


pal 
Marc Lambert <marc@darkhex.com> wrote in article 


<9tml7p$dq914@www.netyaroze-europe.com>... 
> Well, I've been contacted by someone who wanted to make box art from 


c 


VOVVVVVVVV VV hV VV VV 
VREVVVVVV VV 


> games, Matt Verran has been mailed many times by people wanted R'n'G 
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> logo it should help keep the Yaroze interest alive :-) 


> > cheats, 

> > > plus the members of darkhex gained employment indirectly from the 

> > > Yarozescene, so we must be doing something right! 

>>> 

> > > MattV has supplied us with a great logo to use in our games to direct 
> > people 

> > > to the site and the messageboard, if the OPM games from now on feature 
> > this 

>> 

>> 

> 

> 


—-MESSAGE FILE 8890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07618 


-—-MESSAGE FILE 8891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007619 

Path: chuka.playstation.co.uk!news 

From: "graeme evans" <graemeevans@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Tue, 27 Nov 2001 12:32:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9u01m5Sogpl@www.netyaroze-europe. com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <9tgqgt$4ql20@www.netyaroze-europe.com> <9 
thlgq$4q121@www.netyaroze-europe. com> 

NNTP-Posting-Host: userhu81.uk.uudial.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2462.0000 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9thlgq$4q1l21@www.netyaroze-europe.com... 

> I couldn't get it to work on my Win98. Is anyone successfully using 
> Minicons? 


me? 


nobody mailed me with any problems so i just assumed it worked or noone was 
reaaly that bothered. Does it do an 'DLL entry not found' dialog box or just 


sort of not work on 98? I'll look into it if you want. 
> 

> Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
> news: 9tgqgt$4q120@www.netyaroze-europe.com... 

> > Off topic: Does Graeme Evans' Minicons work on Win ME? 
>> 

> > Derek 

>> 

>> 

> 

> 


—-MESSAGE FILE 8891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07619 


—-MESSAGE FILE 8892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007620 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Tue, 27 Nov 2001 13:40:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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Message-ID: <9u057dSogp2@www.netyaroze-europe. com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <9tgqgt$4ql20@www.netyaroze-europe.com> <9 
thigqs$4q121@www.netyaroze-europe.com> <9u01m5Sogpl1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-170-112.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> me? 

> 

> nobody mailed me with any problems so i just assumed it worked or noone 
was 

> reaaly that bothered. Does it do an 'DLL entry not found' dialog box or 
just 

> sort of not work on 98? I'll look into it if you want. 


Well I was hoping to change to Win2k or WinXP sometime soon, I had problems 
with siocons last time I tried Win2k so was thinking about minicons as a 
replacement. I can't remember the error I got last time, I think it just 
couldn't find the yaroze (I had the right IRQ or whatever settings), or 
maybe it would only connect at low speeds? 


-—-MESSAGE FILE 8892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07620 


—-MESSAGE FILE 8893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007621 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Tue, 27 Nov 2001 15:51:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <9u0d4jSogp3@www.netyaroze-europe. com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <9tgqgt$4ql20@www.netyaroze-europe.com> <9 
thlgq$4q121@www.netyaroze-europe.com> <9u01lm5Sogpl@www.netyaroze-europe.com> <9u057d 
Sogp2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-70.anghabar.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


It's working for me on Win95, but I do sometimes get sync errors on the CIP 
screen and have to tap the keyboard a few times to get the loading going 
again. 


Peter 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9u057dSogp2@www.netyaroze-europe.com... 

> me? 

> 

> nobody mailed me with any problems so i just assumed it worked or noone 
was 

> reaaly that bothered. Does it do an 'DLL entry not found' dialog box or 
just 


> sort of not work on 98? I'll look into it if you want. 

Well I was hoping to change to Win2k or WinXP sometime soon, I had 

roblems 

with siocons last time I tried Win2k so was thinking about minicons as a 
replacement. I can't remember the error I got last time, I think it just 
couldn't find the yaroze (I had the right IRQ or whatever settings), or 


maybe it would only connect at low speeds? 


VVVVVVIOVVVVVV VV V 
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—-MESSAGE FILE 8893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07621 


—-MESSAGE FILE 8894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007622 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW code generation differences on Intel/AMD?? 

Date: Tue, 27 Nov 2001 17:39:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9u0jb4Sogp4@www.netyaroze-europe. com> 

References: <3BFA9BE1.810576C8@peregrine.com> <9tgd1n$4q118@www.netyaroze-europe.com 
> <9tgo8m$4q119@www.netyaroze-europe.com> <9tgqgt$4ql20@www.netyaroze-europe.com> <9 
thlgq$4q121@www.netyaroze-europe.com> <9u01m5Sogpl@www.netyaroze-europe.com> <9u057d 
Sogp2@www.netyaroze-europe.com> <9u0d4jSogp3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


The yaroze works with XP, but not siocons.. If anyl else has XP and has 
siocons working im interested to find out how tho! 
Chris 


—-MESSAGE FILE 8894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07622 


—-MESSAGE FILE 8895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007623 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Packet Explanation 

Date: Tue, 27 Nov 2001 18:27:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <9u0lvaSogp5@www.netyaroze-europe. com> 

References: <9tkp3sS$dq91l@www.netyaroze-europe.com> <9tlh4bSdq95@www.netyaroze-europe 
.com> <9tneleS$dq916@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-327.sprat.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> how would i clear the screen, put the words " thanks for checking me oout" 
> and then quit the program? 


Steven's state machine paradigm is a good way of working. 
Rather than use switch/case though I'd use callback functions 
(i.e. a variable that points to a function). So, you'd have a variable 
for e.g. pad_func, display_func, compute_func or whatever and assign 
different functions to them depending on the current state. Then 
your main loop looks something like: 
{ 
(*pad_func) (); 
(*compute_func) (); 
(*display_func) (); 
} 


Um - it's probably easier to look at an example. I seem to remember 
nicking this idea off Alex so look at Super Bub source code. 


> // not sure about the (PACKET*) part, but as i understand it 
> // it is type casting (PACKET*) but whats the *? pointer? 
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Yes * means pointer. If you defined your packetArea as an array 
of PACKET rather than struct PACKET you wouldn't need a cast. 
An array is equivalent to a pointer in this (function parameter 
passing) situation. 


// why is this set at 4? hmmm good question... how did you work that value 
out? 
// i know what the 4 means, non interlaced etc,but how did you get 4? 


VVVVYV 


GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4,0,0); 


It's just the flag values used by the library. There's nothing special 
about the numbers, except that the individual elements are powers 
of 2 so that you can use | to add a flag and & to check a flag's status. 


(i.e. interlace is 2^0 and offset mode is 2^2). So to have interlaced 
and GPU offset you'd have (1 | 4) == 5. For non-interlaced and GPU 
it's (0 | 4) == 

> // still unsure about this.. whats exactly is WorldTags[x] 
> 


> WorldOT[x].org = WorldTags[x]; // link in the OT units 


WorldTags has an element for each possible priority in the OT. 
As you add packets to the OT the packet address is inserted 

into its priority element in the WorldTags array, and the end of 
the packet is set to point to whatever was previously in that 
element. So you create a chain starting at each WorldTag 

array element containing all the packets for that priority. 

If you're not using priorities you might as well us an OT length 


of 1, which needs WorldTags array of size [2] [1<<1] (i.e.[2][2]). 
> // where do some of these magic numbers come from... 
> 


> FntLoad (960,256) ; 

This is just the frame buffer position that the font will be put (so 
it must not conflict with either the display buffers or any other 
textures). 


> FntOpen (10, 80,256, 200,0,512); 


These parameters are all explained in the library reference. 


Martin. 


—-MESSAGE FILE 8895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07623 


—-MESSAGE FILE 8896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007624 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: screenshots again 

Date: Tue, 27 Nov 2001 20:40:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9u0u05Sogp6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hey all, is there anyl here with a versin of Drum'n'Race that can take 
screen shots, or would be willing to take some if I sent them a version that 
could? When I try doing it from PsComutil it just freezes! 

Cheers, 

Chris 
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—-MESSAGE FILE 8896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07624 


—-MESSAGE FILE 8897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007625 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Darkhex Diaries 

Date: Tue, 27 Nov 2001 22:38:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9ul4ufSogp7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-139-29.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hello all, 


The first part of the Darkhex diaries is now online at 
http://www.yarozescene.co.uk , also Matt has posted an entry going through 
our current position. 


Please let us know of your feedback, we will continue to put as many entries 
as we can to put across our experiance in the world of next-gen development. 


Marc. 


—-MESSAGE FILE 8897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07625 


—-MESSAGE FILE 8898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007626 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Packet Explanation 

Date: Wed, 28 Nov 2001 05:08:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <3c047011.1055088366@www.netyaroze-europe. com> 

References: <9tkp3sSdq91@www.netyaroze-europe.com> <9tlh4bSdq95@www.netyaroze-europe 
.com> <9tneleS$dq916@www.netyaroze-europe.com> <9u0lvaSogp5@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Tue, 27 Nov 2001 18:27:37 -0000, "Martin Keates" 
<martin@jabadaw.fsnet.co.uk> wrote: 


>> how would i clear the screen, put the words " thanks for checking me oout" 
>> and then quit the program? 

> 

>Steven's state machine paradigm is a good way of working. 

>Rather than use switch/case though I'd use callback functions 

>(i.e. a variable that points to a function). So, you'd have a variable 
>for e.g. pad_func, display քսոշ, compute_func or whatever and assign 
>different functions to them depending on the current state. Then 

>your main loop looks something like: 

>{ 

> (*pad_func) (); 

> (*compute_func) (); 
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> (*display_func) (); 

>) 

> 

>Um - it's probably easier to look at an example. I seem to remember 
>nicking this idea off Alex so look at Super Bub source code. 


Sure, that works great. It does confuse people sometimes though... 


I think the code you put up there declares variables pad_func, 
compute_func and display_func. To call them you'd just use pad_func() 


I also think that an implementation like this is a little bit hard to 
read, but definitely faster than using switch statements. You have to 
dig into the structure that defines the functions (assuming you assign 
a structure that has pad, display and compute functions for each 
state) to find out exactly where the code is going. 


Steven 

p.s. Don't get me wrong... I like it nonetheless... 

-—-MESSAGE FILE 8898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07626 


—-MESSAGE FILE 8899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007627 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Wed, 28 Nov 2001 18:56:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9u3c97Sro91@www.netyaroze-europe. com> 
References: <9ul4ufSogp7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-176-106.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


The YS messageboard is now up and online too. Matt has a great idea to run 
our own forum on some free software when we make the move to Hull, so it 
will be much better in time :-) 


Marc. 


—-MESSAGE FILE 8899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07627 


—-MESSAGE FILE 8900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007628 

Path: chuka.playstation.co.uk!news 

From: "pal" <pal_news@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: 30 Nov 2001 00:37:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
Message-ID: <01c17936S6df5ba60$1d2c1bd4@pal-—s-—omnibook> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasmS$dq98@www.netyaroze- 
europe.com> <01c1746f£$900dcd20$7c38e4d5@pal-s-—omnibook> <9tm17p$dq914@www.netyaroze- 
europe.com> <01c17682$229990c0SLocalHost@pal-s-omnibook> <9ttkac$kjel@www.netyaroze- 
europe.com> 
NNTP-Posting-Host: nas-cbv-5-44-29.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Well, I'm glad I was wrong :) 
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Marc Lambert <marc@darkhex.com> wrote in article 
<9ttkacS$kjel@www.netyaroze-europe.com>... 
> Err, I think you took my post the wrong way :-) 


—-MESSAGE FILE 8900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07628 


—-MESSAGE FILE 8901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007629 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Forums 

Date: Fri, 30 Nov 2001 00:40:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9u6kqsSro92@www.netyaroze-europe. com> 

References: <9tj9d4S83m4@www.netyaroze-europe.com> <3bfd9157.604793366@www.netyaroze 
—europe.com> <01c173f£7$de4402c0$652d1bd4@pal-—s-omnibook> <9tmasm$dq98@www.netyaroze— 
europe.com> <01c1746f$900dcd20S7c38e4d5@pal-—s-omnibook> <9tm17p$dq914@www.netyaroze-— 
europe.com> <01c17682$229990c0SLocalHost@pal-s-omnibook> <9ttkac$kjel@www.netyaroze- 
europe.com> <01c17936S6df5ba60$1d2c1bd4@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-122-35-199.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Well, I'm glad I was wrong :) 


Only in thinking I was replying to a slur that was never made ;-D 


Feel free to drop by the YS site and reply to Matt's topic on the 
messageboard about changes to the Yarozescene, we will take on board 
everyone's opinions when we finally get the chance to overhaul (which isn't 
long now hopefully!), 


Cheers, 


Marc. 


—-MESSAGE FILE 8901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07629 


—-MESSAGE FILE 8902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007630 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: screenshots again 

Date: Fri, 30 Nov 2001 04:17:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3C06FA4A.EACCAD9BE@dk.ibm.com> 
References: <9u0uU05Sogp6@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungoldl.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.77 [en] (Win95; U) 
X-Accept—-Language: en 


Here you go. I've uploaded a .ZIP file to the Yaroze website with a "couple" 
of grabs. I might have got a bit carried away, somewhat like when I'm on 
holliday and that index finger just keeps tapping the camera button like some 
Galaga freak on speed. Sooooo, you might want to sift through the screnegrabs. 
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Here's the link: www.netyaroze-europe.com/~MADMARK/ftp/dnrgrabs.zip 


Mark 


—-MESSAGE FILE 8902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07630 


—-MESSAGE FILE 8903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007631 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: thx! 

Date: Fri, 30 Nov 2001 16:34:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9u8cm9S3661@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Cheers dude! they were great! 

Have to upload a few onto my site at some time. 
Cheers again, a gr8 help! 

Chris 


—-MESSAGE FILE 8903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07631 


—-MESSAGE FILE 8904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007632 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: thx! 

Date: Fri, 30 Nov 2001 16:35:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9u8cof$3662@www.netyaroze-europe. com> 
References: <9u8cm9$3661@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


That post was meant to be in the screenshots post.... I have Outlook... 


—-MESSAGE FILE 8904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07632 


-—-MESSAGE FILE 8905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007633 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: thx! 

Date: Fri, 30 Nov 2001 16:50:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9u8d1f$S3663@www.netyaroze-europe. com> 

References: <9u8cm9$3661@www.netyaroze-europe.com> <9u8cof$3662@www.netyaroze-europe 
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. com> 

NNTP-Posting-Host: host213-122-154-13.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> That post was meant to be in the screenshots post.... I > have Outlook... 


Click on the post to reply to, then click Reply Group at the top...you must 
have hit New Post :-)) 


Marc. 


—-MESSAGE FILE 8905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07633 


—-MESSAGE FILE 8906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007634 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: thx! 

Date: Fri, 30 Nov 2001 21:50:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9u8v73$3664@www.netyaroze-europe. com> 

References: <9u8cm9$3661@www.netyaroze-europe.com> <9u8cof$3662@www.netyaroze-europe 
-com> <9u8d1f$3663@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Quite probably... although it didnt send first few trys so could be that 

Qe at 

While I'm typing, whats the best way of making a cool looking effect for the 
Yarozescene/Title screens of games? 

Like the effect on squeek? (did i get the game name right?) 

Cheers 

Chris 


-—-MESSAGE FILE 8906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07634 


—-MESSAGE FILE 8907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007635 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sat, 1 Dec 2001 00:44:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9u99dd$3665@www.netyaroze-europe. com> 

References: <9ul14ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-213-78.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Great diaries, guys - keep 'em coming! =) 
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Nick "got to get his GC chipped tomorrow so he can get some of that Rogue 
Leader action" F 


"Marc Lambert" <marc@darkhex.com> wrote in message 

news: 9u3c97Sro91l@www.netyaroze-europe.com... 

> The YS messageboard is now up and online too. Matt has a great idea to run 
our own forum on some free software when we make the move to Hull, so it 
will be much better in time :-) 


> 
> 
> 
> 
> Marc. 
> 

> 


—-MESSAGE FILE 8907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07635 


-—-MESSAGE FILE 8908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007636 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sat, 1 Dec 2001 01:07:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <9u9a0l1S3666@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
-com> <9u99dd$3665@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-184-37.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> Great diaries, guys - keep 'em coming! =) 
Cheers, we are in the middle of a crazy period at the moment, so the current 


and prequel diaries will continue to be interesting. The next part of my 
"'making-of' story should be up this weekend. 


> Nick "got to get his GC chipped tomorrow so he can get some of that Rogue 
> Leader action" F 


Rogue leader is a mastepiece. The gfx are amazing (but you have to watch 
someone else paly the game to fully appreciate them). My only criticism is 
the playability is a little thin, but that's only if you've played the 
original and many games of the type. 


Marc. 


-—-MESSAGE FILE 8908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07636 


-—-MESSAGE FILE 8909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007637 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sat, 1 Dec 2001 17:08:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9ub2v1$3667@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
.com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host213-122-181-51.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rogue leader is a mastepiece. The gfx are amazing (but you have to watch 
someone else paly the game to fully appreciate them). My only criticism is 
the playability is a little thin, but that's only if you've played the 
original and many games of the type. 


VV V V 


Nah you just didn't play it for long enough Marc, or see some of the 
upgrades I've only just acquired. The advanced targetting computer, for 
example, adds a whole new dimension to the wingman commands. It's deep 
enough, honest guv. 


—-MESSAGE FILE 8909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07637 


—-MESSAGE FILE 8910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007638 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Emulation 

Date: Sun, 2 Dec 2001 15:00:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9udfuq$S3668@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yo all, just got my emulator (ePSXe) finally working with Yaroze games. 
But it doesn't seem to register key presses on BreakDown. 

The game uses the same functions from the bain tutorials cos i've alway 
found them easier to use. 

Is that why it's not recognised? And whats the best way of handling key 
presses? 

Cheers 

Chris 


—-MESSAGE FILE 8910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07638 


—-MESSAGE FILE 8911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007639 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulation 

Date: Sun, 2 Dec 2001 16:02:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9udjin$3669@www.netyaroze-europe.com> 
References: <9udfuq$S3668@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-202.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


lol, i feel like a dunce now! i forgot thats what the CW patch did! 
n/m 
cheers 
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Chris 


—-MESSAGE FILE 8911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07639 


—-MESSAGE FILE 8912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007640 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sun, 2 Dec 2001 19:38:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9ue0dt$7111@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
.com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
<9ub2v1$3667@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-136-189.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Nah you just didn't play it for long enough Marc, or see some of the 
upgrades I've only just acquired. The advanced targetting computer, for 
example, adds a whole new dimension to the wingman commands. It's deep 
enough, honest guv. 


V V V V 


Don't get me wrong, I love that game (and have been promoting it too!), but 
it is still a little thin: gameplay-wise. 


I think it's down to the rush to get it out for the US launch though, cause 
I'm a huge fan of Factor5! Plus, I must point out that I'm pretty 
judgemental on games too, I even found fault with the mighty Half-Life :-)) 
(not to mention my dislike of the MSG2 demo!). 


Marc. 


—-MESSAGE FILE 8912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07640 


—-MESSAGE FILE 8913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007641 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sun, 2 Dec 2001 22:18:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9ue9jj$7112@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91@www.netyaroze-europe 
-com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
<9ub2v1$3667@www.netyaroze-europe.com> <9ue0dt$7111@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-71-177.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


That should read: 
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(not to mention my dislike of the MGS2 demo!). 


Nah you just didn't play it for long enough Marc, or see some of the 
upgrades I've only just acquired. The advanced targetting computer, for 
example, adds a whole new dimension to the wingman commands. It's deep 
enough, honest guv. 


VVVVV Vv 
VV V V 


Don't get me wrong, I love that game (and have been promoting it too!), 
but 

> it is still a little thin: gameplay-wise. 

> 

> I think it's down to the rush to get it out for the US launch though, 
cause 

> I'm a huge fan of Factor5! Plus, I must point out that I'm pretty 

> judgemental on games too, I even found fault with the mighty Half-Life 
:—)) 

(not to mention my dislike of the MSG2 demo!). 


> 
> 
> 
> 
> Marc. 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 8913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07641 


—-MESSAGE FILE 8914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007642 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sun, 2 Dec 2001 22:58:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9uebua$7113@www.netyaroze-europe. com> 
References: <9ul14ufSogp7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-71-177.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


The second part of the Darkhex story is online at the Yarozescene site 


Marc. 


—-MESSAGE FILE 8914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07642 


—-MESSAGE FILE 8915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007643 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Rogue Leader 

Date: Wed, 5 Dec 2001 23:44:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9umboiScq91@www.netyaroze-europe.com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
.com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
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<9ub2v1$3667@www.netyaroze-europe.com> <9ue0dt$7111@www.netyaroze-europe.com> <9ue9j 
j$7112@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-7-107-216.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


2 evenings of solid play and I'm on the last level. Ho-hum. Still, the 
Battle of Endor is a blast! =) 


Nick F 


-—-MESSAGE FILE 8915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07643 


—-MESSAGE FILE 8916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007644 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rogue Leader 

Date: Thu, 6 Dec 2001 11:18:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9unkatScq92@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
-com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
<9ub2v1$3667@www.netyaroze-europe.com> <9ue0dt$7111@www.netyaroze-europe.com> <9ue9j 
j$7112@www.netyaroze-europe.com> <9umboiS$cq91@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-39-61.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Unlocking all five bonus missions is an absolute git tho. 


The documentary and commentaries you get on finishing it is pretty 
interesting for a developer, not sure what the general massmarket will think 
of them tho. I hope more games have these DVD style extra's in future. I 
know Airblade does, any others?. 


Nick Ferguson <web@nickferguson.com> wrote in message 

news: 9umboiScq91l@www.netyaroze-europe.com... 

> 2 evenings of solid play and I'm on the last level. Ho-hum. Still, the 
Battle of Endor is a blast! =) 


> 
> 
> Nick F 
> 
> 


—-MESSAGE FILE 8916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07644 


—-MESSAGE FILE 8917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007645 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rogue Leader 

Date: Thu, 6 Dec 2001 17:12:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9u0979Scq93@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
.com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
<9ub2v1$3667@www.netyaroze-europe.com> <9ue0dt$7111@www.netyaroze-europe.com> <9ue9j 
3$7112@www.netyaroze-europe.com> <9umboiScq91l@www.netyaroze-europe.com> <9unkat$cq92 
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@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-127-143.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Well, since we work in a company who also makes CGI films and stuff, maybe 
we should mention this to the boss?? 


That'd be cool! 


Marc. 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9unkatS$cq92@www.netyaroze-europe.com... 

> Unlocking all five bonus missions is an absolute git tho. 

> 

> The documentary and commentaries you get on finishing it is pretty 

> interesting for a developer, not sure what the general massmarket will 
think 

> of them tho. I hope more games have these DVD style extra's in future. I 
know Airblade does, any others?. 


Nick Ferguson <web@nickferguson.com> wrote in message 

news: 9umboiS$cq91l@www.netyaroze-europe.com... 

> 2 evenings of solid play and I'm on the last level. Ho-hum. Still, the 
Battle of Endor is a blast! =) 


Nick F 


VVVVVVVVVV VV 
V V V V V 


—-MESSAGE FILE 8917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07645 


—-MESSAGE FILE 8918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007646 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rogue Leader 

Date: Thu, 6 Dec 2001 19:39:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <9uohr3Scq94@www.netyaroze-europe. com> 

References: <9ul4ufSogp7@www.netyaroze-europe.com> <9u3c97Sro91l@www.netyaroze-europe 
-com> <9u99dd$3665@www.netyaroze-europe.com> <9u9a01$3666@www.netyaroze-europe. com> 
<9ub2v1$3667@www.netyaroze-europe.com> <9ue0dt$7111@www.netyaroze-europe.com> <9ue9j 
3$7112@www.netyaroze-europe.com> <9umboiScq91@www.netyaroze-europe.com> <9unkat$cq92 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-024-0033.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Silent Hill 2 has a second DVD with a bunch of trailers, extras and so on. 
Again, interesting for a developer at least. 


-ՔԲո 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: 9unkatS$cq92@www.netyaroze-europe.com... 
Unlocking all five bonus missions is an absolute git tho. 
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The documentary and commentaries you get on finishing it is pretty 
interesting for a developer, not sure what the general massmarket will think 
of them tho. I hope more games have these DVD style extra's in future. I 
know Airblade does, any others?. 


Nick Ferguson <web@nickferguson.com> wrote in message 

news: 9umboiScq91l@www.netyaroze-europe.com... 

> 2 evenings of solid play and I'm on the last level. Ho-hum. Still, the 
Battle of Endor is a blast! =) 


> 
> 
> Nick F 
> 
> 


—-MESSAGE FILE 8918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07646 


—-MESSAGE FILE 8919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007647 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yarozescene Christmas Social 
Date: Fri, 7 Dec 2001 13:13:09 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9uqfdaSh081@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-108-133.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The official YS Christmas get together will be held on Thurday 13th 
December. 


www.habbo.com 


room: yarozescene 
pass: darkhex 


Festivities will kick off about 9pm. Hopefully it'll be as big a success as 
last time! 


Mattv 


—-MESSAGE FILE 8919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07647 


—-MESSAGE FILE 8920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007648 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 8 Dec 2001 02:10:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <9urt46Sh082@www.netyaroze-europe. com> 
References: <9uqfdaSh081@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-37-11.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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I'm looking forward to seeing everyone there! 


Marc :-) 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9ugqfdaSh081@www.netyaroze-europe.com... 

> The official YS Christmas get together will be held on Thurday 13th 
December. 


www.habbo.com 


room: yarozescene 
pass: darkhex 


Festivities will kick off about 9pm. Hopefully it'll be as big a success 
s 
last time! 


MattV 


VVVVV®D®YVVVV VV VV 


—-MESSAGE FILE 8920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07648 


—-MESSAGE FILE 8921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007649 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 8 Dec 2001 12:08:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9ut0g1Sh083@www.netyaroze-europe. com> 
References: <9uqfdaSh081@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2038.antelope.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Is it bring a bottle, or bring a chair :) 


Nigel 


—-MESSAGE FILE 8921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07649 


—-MESSAGE FILE 8922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007650 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 8 Dec 2001 13:21:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9ut4d8Sh084@www.netyaroze-europe. com> 

References: <9uqfdaSh0O81@www.netyaroze-europe.com> <9ut0g1Sh083@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-112-16.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 
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Nah, Matt's got us some furniture and a mini-bar! (however, the mini-bar 
only serves various forms of tea!!! What's up with that?) 


Marc. 


> Is it bring a bottle, or bring a chair :) 
> 

> Nigel 

> 

> 


—-MESSAGE FILE 8922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07650 


—-MESSAGE FILE 8923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007651 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 8 Dec 2001 15:22:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <9utbraSh085@www.netyaroze-europe. com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9ut0g1Sh083@www.netyaroze-europe 
-com> <9ut4d8Sh084@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-—3050.bonobo.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


As long as they serve PG Tips and not these cherry tea things I'll be happy 
>) 


Nigel 


—-MESSAGE FILE 8923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07651 


—-MESSAGE FILE 8924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007652 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 8 Dec 2001 18:06:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ut13bSh086@www.netyaroze-europe. com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9ut0g1Sh083@www.netyaroze-europe 
-com> <9ut4d8Sh084@www.netyaroze-europe.com> <9utbraSh085@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-127.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


yeah, it surves 'orginary tea' i think. 

All the bars serve different things, You can borrow a (fizzy, sugary, enery 
drink) bar, a juice bar and a fridge which gives milk, blueberry icecreams 
and.. carrots.. if u want. 

Or you can buy them if you have the money! 

Chris 


—-MESSAGE FILE 8924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07652 


—-MESSAGE FILE 8925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007653 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 8 Dec 2001 22:34:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9uu4en$jk61@www.netyaroze-europe.com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9ut0g1Sh083@www.netyaroze-europe 
.com> <9ut4d8Sh084@www.netyaroze-europe.com> <9utbraSh085@www.netyaroze-europe. com> 
<9ut13bSh086@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-1-68-196.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Or I can force all thirsty visitors to drink tea in a hellish theatre of 
cruelty, except for the people that like/dont mind tea. Bwha ha ha. 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: 9ut13bSh086@www.netyaroze-europe.com... 

> yeah, it surves ‘orginary tea' i think. 

> All the bars serve different things, You can borrow a (fizzy, sugary, 
enery 

drink) bar, a juice bar and a fridge which gives milk, blueberry icecreams 
and.. carrots.. if u want. 

Or you can buy them if you have the money! 

Chris 


v 


V V V V V 


--MESSAGE FILE 8925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07653 


--MESSAGE FILE 8926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007654 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sun, 9 Dec 2001 00:30:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9uublr$jk62@www.netyaroze-europe. com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9ut0g1Sh083@www.netyaroze-europe 
.com> <9ut4d8$Sh084@www.netyaroze-europe.com> <9utbra$h085@www.netyaroze-europe. com> 
<9ut13bSh086@www.netyaroze-europe.com> <9uu4en$jk61@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-024-0169.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


As of about 10 seconds ago, I fear the Habbo Hotel... 


-um, should I bring my pet bat along? 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9uu4en$ jk61@www.netyaroze-europe.com... 

Or I can force all thirsty visitors to drink tea in a hellish theatre of 
cruelty, except for the people that like/dont mind tea. Bwha ha ha. 
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—-MESSAGE FILE 8926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07654 


—-MESSAGE FILE 8927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007655 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sun, 9 Dec 2001 15:02:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9uvum8Sjk63@www.netyaroze-europe. com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9ut0g1Sh083@www.netyaroze-europe 
-com> <9ut4d8$Sh084@www.netyaroze-europe.com> <9utbra$h085@www.netyaroze-europe. com> 
<9ut1l3bSh086@www.netyaroze-europe.com> <9uu4en$jk61@www.netyaroze-europe.com> <9uubl 
r$jk62@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-2-127.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Whew, i like tea. :) 
what a releif! 


-—-MESSAGE FILE 8927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07655 


—-MESSAGE FILE 8928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007656 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: linux ps2 

Date: Sun, 9 Dec 2001 21:49:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <9v0mum$ jk64@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3627.antelope.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Anyone know whats happening with the PS2 Linux thing? 
Any release dates yet, what you get, price, etc.? 


Cheers 
Nigel 
www.100Tinsoldiers.com 


—-MESSAGE FILE 8928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07656 


—-MESSAGE FILE 8929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007657 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: linux ps2 

Date: Mon, 10 Dec 2001 12:07:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <9v28mm$jk65@www.netyaroze-europe. com> 
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References: <9v0mum$jk64@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3455.llama.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I heard somewhere that they were going ahead with the US release. Haven't 
heard anything about europe. 


Bob 

"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9vOmum$ jk64@www.netyaroze-europe.com... 

> Anyone know whats happening with the PS2 Linux thing? 

Any release dates yet, what you get, price, etc.? 

Cheers 


Nigel 
www.1l00Tinsoldiers.com 


VVVVVVVV 


—-MESSAGE FILE 8929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07657 


—-MESSAGE FILE 8930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007658 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Thu, 13 Dec 2001 11:47:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <9va4piSp321@www.netyaroze-europe. com> 
References: <9uqfdaSh081@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-31-115.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


A reminder about the chat tonight! I hope everyone can make it :-) 


Marc. 


"Matt Verran" <mverran@btinternet.com> wrote in message 

news: 9uqfdaSh081@www.netyaroze-europe.com... 

> The official YS Christmas get together will be held on Thurday 13th 
December. 


www.habbo.com 


room: yarozescene 
pass: darkhex 


Festivities will kick off about 9pm. Hopefully it'll be as big a success 
s 
last time! 


MattV 


ԺՃՊԿՊՊՊՊՎՊՎՊՊՊՊԿՊզ«ՊՊ 
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—-MESSAGE FILE 8930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07658 


—-MESSAGE FILE 8931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007659 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Thu, 13 Dec 2001 11:50:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <9va4u8Sp322@www.netyaroze-europe. com> 

References: <9uqfdaSh0O81@www.netyaroze-europe.com> <9va4piSp321@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-1450.antelope.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Well I'll be there, might be a bit late but I'll be there :) 


Nigel 


—-MESSAGE FILE 8931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07659 


-—-MESSAGE FILE 8932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007660 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: linux ps2 

Date: Thu, 13 Dec 2001 14:05:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9va988Sp323@www.netyaroze-europe. com> 

References: <9v0mum$ jk64@www.netyaroze-europe.com> <9v28mmS$ jk65@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: p434-079.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I heard a rumour that they would be going ahead with preorders around March 


in europe. Just a rumour mind you... or perhaps another dream I had. 
Mark 
ԵՏ. If there is a limited amount of machines and it is first come first 


served, any chance of the Yaroze group getting first picks. Why? Cuz were 
such decent chaps, thats why. 


—-MESSAGE FILE 8932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07660 


—-MESSAGE FILE 8933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007661 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Thu, 13 Dec 2001 17:19:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 13 

Message-ID: <9vaob1$p324@www.netyaroze-europe.com> 

References: <9uqfdaSh0O81@www.netyaroze-europe.com> <9va4piSp321@www.netyaroze-europe 
.com> <9va4u8S$p322@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-53.aranel.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I very much doubt I'll be able to make it, so have fun without me. :) 
Peter 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9va4u8Sp322@www.netyaroze-europe.com... 

> Well I'll be there, might be a bit late but I'll be there :) 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 8933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07661 


—-MESSAGE FILE 8934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007662 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Thu, 13 Dec 2001 23:33:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <9vbe5h$p325@www.netyaroze-europe. com> 

References: <9uqfdaSh0O81@www.netyaroze-europe.com> <9va4piSp321@www.netyaroze-europe 
.com> <9va4u8S$p322@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.48.169.201 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Habbo was a bit mashed tonight (the whole site now seems to be down), so 
only five of us managed to get in. Perhaps we can have another go in 
January. 


cheers 
Derek 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9va4u8S$p322@www.netyaroze-europe.com... 

> Well I'll be there, might be a bit late but I'll be there :) 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 8934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07662 


—-MESSAGE FILE 8935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007663 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Thu, 13 Dec 2001 23:39:28 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9vbegd$p326@www.netyaroze-europe. com> 

References: <9uqfdaSh0O81@www.netyaroze-europe.com> <9va4piSp321@www.netyaroze-europe 
.com> <9va4u8S$p322@www.netyaroze-europe.com> <9vbe5h$p325@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-110-197.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Definately. I couldn't get in using 4 different sign-ups and 2 different 
browsers! 


We'll most certainly try again :-) 


Marc. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 

news: 9vbe5h$p325@www.netyaroze-europe.com... 

> Habbo was a bit mashed tonight (the whole site now seems to be down), so 
only five of us managed to get in. Perhaps we can have another go in 
January. 


cheers 
Derek 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9va4u8S$p322@www.netyaroze-europe.com... 

> Well I'll be there, might be a bit late but I'll be there :) 

> 

> Nigel 

> 

> 


VVVVVVVVVVVVVV VV 


—-MESSAGE FILE 8935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07663 


—-MESSAGE FILE 8936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007664 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Fri, 14 Dec 2001 15:01:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9vd4diSill@www.netyaroze-europe.com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9va4piSp321@www.netyaroze-europe 
.com> <9va4u8S$p322@www.netyaroze-europe.com> <9vbe5h$p325@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-14-246.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I was giving the mini-bar a bit of a kicking (clicking on it frantically) 
just at the time I was thrown-off (‘cause it wouldn't give me a damn 
drink)... then I could not get back-on -- the habbo site seemed to be down. 
I wonder if I crashed the server with my mini-bar cruelty. (Sorry) 


Yep, a January chat would be good. 
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Cheers 
Jon 


—-MESSAGE FILE 8936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07664 


—-MESSAGE FILE 8937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007665 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozescene Christmas Social 

Date: Sat, 15 Dec 2001 01:43:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9vea7a$Sil2@www.netyaroze-europe. com> 

References: <9uqfdaSh081@www.netyaroze-europe.com> <9va4piSp321@www.netyaroze-europe 
.com> <9va4u8Sp322@www.netyaroze-europe.com> <9vbe5h$p325@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-028-0221.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


yeah shame about that. I got my hair done specially. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news: 9vbe5h$p325@www.netyaroze-europe.com... 


Habbo was a bit mashed tonight (the whole site now seems to be down), so 
only five of us managed to get in. Perhaps we can have another go in 
January. 


—-MESSAGE FILE 8937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07665 


—-MESSAGE FILE 8938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007666 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Darkhex Diaries 

Date: Sun, 16 Dec 2001 15:03:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <9vidcp$4231@www.netyaroze-europe. com> 
References: <9ul4ufSogp7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-39-237.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all! 


Yet another part of the Diary is up, it leads nicely up to the x-mas period 
too :-) 


Marc. 


—-MESSAGE FILE 8938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07666 
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—-MESSAGE FILE 8939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007667 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Work in progress: Breach 

Date: Sun, 16 Dec 2001 17:09:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9vikr3$4232@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-024-0001.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi, 


I've just finished putting together a little demo of 'Breach'. It's not a 
complete game by any means, but if you want to take a peek anyhow, download 
it from my page: 


http://www.netyaroze-europe.com/~madmonk/ 


Any suggestions not in the readme would be very welcome. I'm still not sure 
where I'm really going with this game! The alien formations are random at 
present, so will be different each time you play. I've managed to get 4120 
points but not completed it yet. Watch out for the little blue things, 
they're particularly nasty! 


Thanks everyone, 


-Ben 


--MESSAGE FILE 8939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07667 


--MESSAGE FILE 8940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007668 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in progress: Breach 

Date: Sun, 16 Dec 2001 17:20:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9vilf3$4233@www.netyaroze-europe.com> 
References: <9vikr3$4232@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-024-0242.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Oops. Don't press Rl while playing, it damages your ship! Sorry about that, 
one of my debug keys I forgot about. 


-ՔԲո 


"Ben James" <hungryghost@clara.co.uk> wrote in message 
news: 9vikr3$4232@www.netyaroze-europe.com... 
Hi, 


I've just finished putting together a little demo of 'Breach'. It's not a 
complete game by any means, but if you want to take a peek anyhow, download 
it from my page: 
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Any suggestions not in the readme would be very welcome. I'm still not sure 
where I'm really going with this game! The alien formations are random at 
present, so will be different each time you play. I've managed to get 4120 
points but not completed it yet. Watch out for the little blue things, 
they're particularly nasty! 


Thanks everyone, 


-ՔԲո 


—-MESSAGE FILE 8940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07668 


—-MESSAGE FILE 8941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007669 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hey all! 
Date: Mon, 17 Dec 2001 11:37:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9vklpaS$4234@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-442.arcanine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'm back for the christmas break from Uni. I can't get access to the 
newsgroups there (something to do with privilages - buggers) so this is my 
first post in... well... awhile, at least. 


For anyone whos interested, I've started work on MonkyRegs again, and I 
recon I've got a good grip on it now, I'm gonna fool around with the 
Codewarrior IDE, I've never used it, favouring GNU tools but using the GNU 
debugger is a real pain in the face, does anyone use it anymore??? Anyway, I 
looked at all the messages and noticed one about codewarrior and the 
patches, am I right in understanding that there are two and the first one 
resolves some problems with running AMD machines and level 4 optimisation? 
whereas the second is only an update to the PSComUtil and the IDE interface? 


It seems everyting has been going pee-chee while I've been absent (Darkhex 
diaries are great!), I really wish I could stay closer to the community but 
the damn access in uni won't let me access the newsgroups... the new 
Yarozescene forums are great though (thanks! Marc + Matt :)). 


Max 


—-MESSAGE FILE 8941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07669 


—-MESSAGE FILE 8942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007670 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CW Debugger 

Date: Mon, 17 Dec 2001 17:54:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
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Message-ID: <9vlbuuS4235@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-876.barrelled.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


How do I upload graphic and other data to the NY (using batch file) before 
debugging a Codewarrior NY app? 


I have tried uploding the NY.pxe file then choosing PlayStation->Execute 
Batch File (or something similar to that, can't remember for sure) but it 
always says that it has failed to load any data that I specify in the batch 
file. Do I have to upload the data before I upload the NY.pxe file? If so 
how do I do this?? 


Cheers for all help! 
Max 


—-MESSAGE FILE 8942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07670 


—-MESSAGE FILE 8943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007671 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Mon, 17 Dec 2001 18:10:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <9vlcn9S4236@www.netyaroze-europe. com> 
References: <9vlbuuS$4235@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1542.aardvark.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


You can use the same batch files you used with GNU + SIOCONS. 


Here is my AUTO.SIO file for Trashman 


ocal dload data\font2.tim 80198010 
local dload data\trashman.tim 8019a850 
local dload data\tiles2.tim 80laea70 
local load ny.pxe 


, 


it loads the 3 Tims into the right place and then the ny.pxe and runs it, 
that is a pretty standard batch file, once you have the Tims in place and 
you exit your program cleanly then if you change the code you can just 
upload the ny.pxe file. 


That should sort it. 


Nigel 
www.l100Tinsoldiers.com 


—-MESSAGE FILE 8943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07671 
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glish/000 


english/0 


glish/000 


--MESSAGE FILE 8944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007672 
Path: chuka.playstation.co.uk!news 
From: "Chris Wallace" <chrisw666@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: CW Debugger 

Date: Mon, 17 Dec 2001 23:15:37 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 
Message-ID: <9vlujn$4237@www.netyaroze-europe. com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9$4236@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-2-127.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


If the CW debbeger runs through the batch file fine but seems to 'not find' 
any of the files get rid of any unneaded tabs or spaces.. 

You load the NY.pse file automaticaly when u launch it (if launching from 
CW) and then go, playstion -» exectutue batch i think. 

Hope this helps (probably doesnt) 

Chris 


—-MESSAGE FILE 8944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07672 


—-MESSAGE FILE 8945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007673 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Tue, 18 Dec 2001 10:50:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3C1F1F8B.753790C6@peregrine.com> 

References: <9vklpa$4234@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.207.193.91 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Max wrote: 

<snip> 

>Anyway, I 

> looked at all the messages and noticed one about codewarrior and the 
> patches, am I right in understanding that there are two and the first one 

> resolves some problems with running AMD machines and level 4 optimisation? 

> whereas the second is only an update to the PSComUtil and the IDE interface? 
> 

Yeah, thats pretty much the situation with the patches. I don't think 

that the patch was a fix specifically for AMD machines though, just a 

general CW patch. The reason I thought it was an AMD issue is because 

that was the 1st time for me to do anything with one (i'd been using 

pentiums up until that point), it just turned out that I had kept my old 

PC updated with the latest patches while my old desktop was just lying 

around not getting used much, so it wasn't getting updated. When I 

swapped the drives over I forgot about this and thought it was a 

hardware issue, duh!! :) 


Since I have installed the patch I can now exit cleanly back to the 
brick screen with level 4 optimisation on, which definitely makes a 
difference in GG [>240 VSyncs down to around 140 in the worst case :)]. 
But unfortunately it doesn't fix the assembler - CW doesn't seem to 
recognise some of the opcodes that the debugger shows you, and as for 
labels, forget it :( [unless of course I am using it wrong, always a 
possibility :)] 
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Andy 
—-MESSAGE FILE 8945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07673 


—-MESSAGE FILE 8946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007674 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Tue, 18 Dec 2001 12:25:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9vncvp$4238@www.netyaroze-europe. com> 

References: <9vklpa$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
NNTP-Posting-Host: modem-1084.abra.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I am getting the same problems now, I have an AMD and when running a 
Codewarrior .pse file it 

freezes upon exit. I have tried first the first patch then the second then 
both together and not one of the 

combinations seems to work, I have no optimisation as I'm still operating in 
debug... 


Any answers, clues? 


Max 

> Yeah, thats pretty much the situation with the patches. I don't think 
> that the patch was a fix specifically for AMD machines though, just a 
> general CW patch. The reason I thought it was an AMD issue is because 
> that was the 1st time for me to do anything with one (i'd been using 

> pentiums up until that point), it just turned out that I had kept my old 
> PC updated with the latest patches while my old desktop was just lying 
> around not getting used much, so it wasn't getting updated. When I 

> swapped the drives over I forgot about this and thought it was a 

> hardware issue, duh!! :) 

> 

> Since I have installed the patch I can now exit cleanly back to the 

> brick screen with level 4 optimisation on, which definitely makes a 

> difference in GG [>240 VSyncs down to around 140 in the worst case :)]. 
> But unfortunately it doesn't fix the assembler - CW doesn't seem to 

> recognise some of the opcodes that the debugger shows you, and as for 
> labels, forget it :( [unless of course I am using it wrong, always a 
> possibility :)] 

> 

> Andy 


—-MESSAGE FILE 8946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07674 


—-MESSAGE FILE 8947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007675 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Tue, 18 Dec 2001 13:11:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <3C1F4075.C94D812E@peregrine.com> 

References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$ 4238 @www.netyaroze-europe. com> 

NNTP-Posting-Host: 194.207.193.91 
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Mime-Version: 


1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept-Language: en 


Hi Max 


When I installed these patches I reinstalled CW from scratch 
Apparently there is a certain order in which you have to 
apply the patches - I *think* you install the IDE/debugger patch after 


beforehand. 


the first one, 


although I couldn't swear to that in court :) 


If you are using PSComUtil, then it doesn't exit back to the brick 
screen like siocons does after your program has terminated. I think 
1 still let you upload programs/data though even though it 


that it wil 


looks like its hung. I seem to remember some menu option somewhere 
saying reconnect or reset or something, and some sort of text output 
somewhere telling you the connection status? I'm not 100% sure about 
that either though (I personally use CW/siocons and avoid PSComUtil like 


the plague, 


Andy 


Max wrote: 


debug... 


Max 


labels, 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVV VV VV VV 


> Andy 


Codewarrior 


Any answers, 


but 


then again i'm still running win98!) 


I am getting the same problems now, I have an AMD and when running a 

-pse file it 

freezes upon exit. I have tried first the first patch then the second then 
both together and not one of the 

combinations seems to work, I have no optimisation as I'm still operating in 


clues? 


Yeah, thats pretty much the situation with the patches. I don't think 
that the patch was a fix specifically for AMD machines though, just a 
general CW patch. The reason I thought it was an AMD issue is because 
that was the lst time for me to do anything with one (i'd been using 
pentiums up until that point), it just turned out that I had kept my old 
PC updated with the latest patches while my old desktop was just lying 
around not getting used much, so it wasn't getting updated. When I 
swapped the drives over I forgot about this and thought it was a 
hardware issue, duh!! :) 


Since I have installed the patch I can now exit cleanly back to the 
brick screen with level 4 optimisation on, which definitely makes a 
difference in GG [>240 VSyncs down to around 140 in the worst case :)]. 
But unfortunately it doesn't fix the assembler - CW doesn't seem to 
recognise some of the opcodes that the debugger shows you, and as for 


forget it :( [unless of course I am using it wrong, always a 


possibility 


He 


—-MESSAGE FILE 8947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07675 


—-MESSAGE FILE 8948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007676 


Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
scee.yaroze.freetalk.english 

Subject: Re: CW 
18 Dec 2001 17:09:24 -0000 


Newsgroups: 


Date: Tue, 


Organization: P 


Lines: 19 
Message-ID: 
References: 


Debugger 


layStation Net Yaroze (SCEE) 


<9vntgm$ Ivd1@www.netyaroze-europe. com> 


<9v] 


lbuu$4235@www.netyaroze-europe.com> <9vlcn9$4236@www.netyaroze-europe 
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.com> <9vlujn$4237@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2661.bonobo.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


I gave you my normal Auto.sio when it should be the debug version which 
doesn't have the "ny.pxe" or "go" statements... 


so reads 


ocal dload data\fontl.tim 80198010 
local dload data\gribbly.tim 80199050 
local dload data\tiles.tim 801ad270 


As Chris said the NY.pse is lauched from CW, but you just need to upload 


your data before running, for obvious reasons... (Blank screen... Unhappy 
Yaroze... are just 2 of many :) 
Nigel 


—-MESSAGE FILE 8948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07676 


—-MESSAGE FILE 8949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007677 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Tue, 18 Dec 2001 17:15:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9vntroS9vd2@www.netyaroze-europe. com> 

References: <9vklpa$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-2661.bonobo.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


Not sure you can blame that on the AMD, I'm using an AMD and Codewarrior 
here with no problem, well none that I can find anyway... 


As Andrew said the PSComUtil won't exit back to the brick screen, but you 
can upload new code/data with no problem... There is a reset option can't 
remember if it works but I seem to recall using it but as its a reset you 
have to upload all your data again, instead of just the code... 


PSComUtil works a treat for me, the only problem I've had is using the 
TestCard function which doesn't work with PSComUtil at all and you should 
then use PSXCOMM... I got siocons working under NT4/2k/XP but I didn't like 
EE 22) 


Nigel 


—-MESSAGE FILE 8949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07677 


--MESSAGE FILE 8950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007678 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Hey all! 

Date: Tue, 18 Dec 2001 22:24:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9vofuvS 9vd3@www.netyaroze-europe. com> 

References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntro$9vd2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-19-14.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


How did you get siocons working??? is it simple? Siocons would be gr8 for 
all the final testing espessially with memorycards.... 


—-MESSAGE FILE 8950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07678 


—-MESSAGE FILE 8951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007679 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Wed, 19 Dec 2001 00:10:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9vom7o0S9vd4@www.netyaroze-europe. com> 

References: <9vklpaS4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntro$9vd2@www.netyaroze-europe.com> <9vof 
uvs 9vd3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-553.aardvark.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Erm it was a while ago and its late so I'll check it out again to make sure 
I can get it working again and let everyone know :) 


Nigel 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 

news: 9vofuv$ 9vd3@www.netyaroze-europe.com... 

> How did you get siocons working??? is it simple? Siocons would be gr8 for 
> all the final testing espessially with memorycards.... 


—-MESSAGE FILE 8951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07679 


—-MESSAGE FILE 8952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007680 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Wed, 19 Dec 2001 10:33:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3C206CF5.2E9199D9@peregrine.com> 

References: <9vklpa$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntro$9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom7o0$9vd4@www.netyaroze-europe. com> 

NNTP-Posting-Host: 194.207.193.83 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Nice one, if you can get siocons working on anything >win98 with ansi 
support it might be an incentive to upgrade my ՕՏ :) 


Andy 
Nigel Critten wrote: 


Erm it was a while ago and its late so I'll check it out again to make sure 
I can get it working again and let everyone know :) 


Nigel 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 9vofuv$ 9vd3@www.netyaroze-europe.com... 

> How did you get siocons working??? is it simple? Siocons would be gr8 for 

> all the final testing espessially with memorycards.... 

-—-MESSAGE FILE 8952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07680 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 8953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007681 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Wed, 19 Dec 2001 12:34:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 
Message-ID: <9vqlssS9vd5@www.netyaroze-europe. com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9$4236@www.netyaroze-europe 
.com> <9vlujn$4237@www.netyaroze-europe.com> <9vntgm$9vd1l@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-1236.ballistic.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Yeah, thats the method I use now i.e. load all data (apart from exe) to the 
NY through 

siocons then upload the exe through the debugger. Strange thing is that when 
I run my program in 

debug from siocons it works perfect but under codewarrior it draws about 
four multicoloured 

horizontal lines across the screen and freezes. Also, I have to close the 
DOS box that I was running 

siocons in before CWDebugger will upload the exe even though I terminate 
siocons... thats a bugger 

because every time I want to re-upload the data I have to open the DOS box 
again. Is there a way 

to free the com port without closing the DOS box? 


Max 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 9vntgm$ 9vd1l@www.netyaroze-europe.com... 

> I gave you my normal Auto.sio when it should be the debug version which 
doesn't have the "ny.pxe"™ or "go" statements... 


so reads 


local dload data\fontl.tim 80198010 
] 1 dload data\gribbly.tim 80199050 
local dload data\tiles.tim 80184270 


As Chris said the NY.pse is lauched from CW, but you just need to upload 
your data before running, for obvious reasons... (Blank screen... Unhappy 
Yaroze... are just 2 of many :) 


VVVVVVVVVVV VV 
O 
Q 
w 
Q 
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Nigel 


VVVVYV 


-—-MESSAGE FILE 8953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07681 


—-MESSAGE FILE 8954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007682 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Wed, 19 Dec 2001 16:45:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <9vqgifS9vd6@www.netyaroze-europe. com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9$4236@www.netyaroze-europe 
.com> <9vlujn$4237@www.netyaroze-europe.com> <9vntgm$9vdl1l@www.netyaroze-europe. com> 
<9vqlss$9vd5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-2253.bear.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


You can actually upload the data from the CWDebugger, just using a batch 
file with the "NY.PXE" or "GO" commands 


I must admit to not having many problems with the Debugger but I'm also 
guilty of not using it that much, I should I know I should but I don't : ( 


Nigel 


—-MESSAGE FILE 8954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07682 


—-MESSAGE FILE 8955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007683 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Wed, 19 Dec 2001 17:36:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9vqjhuS 9vd7@www.netyaroze-europe. com> 

References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntroS9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom70S$9vd4@www.netyaroze-europe.com> <3C206CF5.2 

E9199D9@peregrine.com> 

NNTP-Posting-Host: modem-2253.bear.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Right basics first. 

in "Config.nt" add the line 

SSystemRoot%\system32\ansi.sys 

This give the NT command prompt ANSI support and siocons now looks right 


Then you should be able to use SIOCONS as normal 
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Nigel 


—-MESSAGE FILE 8955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07683 


—-MESSAGE FILE 8956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007684 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Wed, 19 Dec 2001 18:30:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <9vqmogsS 9vd8@www.netyaroze-europe. com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9$4236@www.netyaroze-europe 
.com> <9vlujn$4237@www.netyaroze-europe.com> <9vntgm$9vdl1l@www.netyaroze-europe. com> 
<9vqlss$9vd5@www.netyaroze-europe.com> <9vqgifS9vd6@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-43.annuminas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Max, as Nigel's stated you can use the debugger's PlayStation->Download Data 
from Batch File option to load your data files. There no reason why this 
shouldn't be working for you, you'd be better off finding out the problem 
rather than having to mess around with siocons. 


Loading the data files should be as simple as selecting the auto file and 
watching them download, you needn't take out the load exe or go commands as 
the loader skips over them. 


If you have no luck with it send the relevant files other to me and I'll 
give it a try. 


Peter 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: 9vqgifS$9vd6@www.netyaroze-europe.com... 

> You can actually upload the data from the CWDebugger, just using a batch 
file with the "NY.PXE" or "GO" commands 


I must admit to not having many problems with the Debugger but I'm also 
guilty of not using it that much, I should I know I should but I don't : ( 


> 
> 
> 
> 
> 
> Nigel 
> 

> 


—-MESSAGE FILE 8956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07684 


—-MESSAGE FILE 8957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007685 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Wed, 19 Dec 2001 21:27:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9vr1l0kS9vd9@www.netyaroze-europe. com> 

References: <9vklpa$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntro$9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom70$9vd4@www.netyaroze-europe.com> <3C206CF5.2 

E9199D9@peregrine.com> <9vqjhu$I9vd7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-19-14.in-addr.btopenworld.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, idone that and it look right again now. But it still won't upload any 
files.. it tries to and it does have communication with the yaroze, but it 
wont actually send any data. 

Is there anything else to change? 

cheers, chris 


—-MESSAGE FILE 8957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07685 


—-MESSAGE FILE 8958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007686 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hey all! 

Date: Thu, 20 Dec 2001 00:32:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <9vrbu3$9vd10@www.netyaroze-europe. com> 

References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntroS$9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom70S$9vd4@www.netyaroze-europe.com> <3C206CF5.2 

E9199D9@peregrine.com> <9vqjhu$9vd7@www.netyaroze-europe.com> <9vr1l0k$9vd9@www.netya 
roze-europe. com> 

NNTP-Posting-Host: modem-854.antelope.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


It does struggle at higher speeds, I think the OS does some kind of house 
keeping of the COM port that it shouldn't. 


Setting the speed lower will work but it isn't perfect, I still find 
PSXCOMMS to be a good halfway house, it works with the memory card 
functions, and is really close to SIOCONS, I'm actually going to take a look 
at the code for SIOCONS and see if I can get it to work with 2k/XP at the 
highest COM speeds. 


Nigel 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: 9vr10kS$9vd9@www.netyaroze-europe.com... 

> Ok, idone that and it look right again now. But it still won't upload any 
files.. it tries to and it does have communication with the yaroze, but it 
wont actually send any data. 

Is there anything else to change? 

cheers, chris 


VV V V V V 


--MESSAGE FILE 8958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07686 


--MESSAGE FILE 8959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007687 

Path: chuka.playstation.co.uk!news 

From: "graeme evans" <graemeevans@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: siocons on XP 

Date: Thu, 20 Dec 2001 18:13:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <9vta9bS9vd11l@www.netyaroze-europe. com> 
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References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntro$9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom70$9vd4@www.netyaroze-europe.com> <3C206CF5.2 

E9199D9@peregrine.com> <9vqjhu$9vd7@www.netyaroze-europe.com> <9vr1l0k$9vd9@www.netya 
roze-europe.com> <9vrbu3S9vd10@www.netyaroze-europe. com> 

NNTP-Posting-Host: userhm90.uk.uudial.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


I'm actually going to take a look 
> at the code for SIOCONS and see if I can get it to work with 2k/XP at the 
> highest COM speeds. 
> 


hey i already did that, its not a pretty sight. siocons talks directly to 
IRQ lines and com port addresses. Of course, Win NT/2000/XP will have none 
of it and (i think) uses its own device driver to talk to the hardware while 
emulating the IRQ calls to the DOS box. It does a not bad job of it provided 
you set the port speed in the control panel to be the same as the port speed 
you are running siocons at. 


Those minicons classes on ~frothy are a rewrite using proper win32 calls 
that I thought would work on any computer, they work fine on 2000 but fail 
on win 95 as reported. The frustrating thing is that as soon as you stick 
portmon on the win95 port (www.sysinternals.com) the damn thing works 
perfectly. Hey maybe i'll attempt to fix it over christmas hols. 


best christmas wishes anyway, and happy unravelling if you decide to take 
the plunge into that siocons code. 


evans 
"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 


news: 9vrbu3$9vd10@www.netyaroze-europe.com... 
> It does struggle at higher speeds, I think the OS does some kind of house 


> keeping of the COM port that it shouldn't. 

> 

> Setting the speed lower will work but it isn't perfect, I still find 

> PSXCOMMS to be a good halfway house, it works with the memory card 

> functions, and is really close to SIOCONS,> Nigel 

> 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 

> news: 9vr10kS9vd9@www.netyaroze-europe.com... 

> > Ok, idone that and it look right again now. But it still won't upload 
any 

> > files.. it tries to and it does have communication with the yaroze, but 
it 

> > wont actually send any data. 

> > Is there anything else to change? 

> > cheers, chris 

>> 

>> 

> 

> 


—-MESSAGE FILE 8959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07687 


—-MESSAGE FILE 8960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007688 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons on XP 

Date: Thu, 20 Dec 2001 22:38:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9vtph3Sfgil@www.netyaroze-europe. com> 
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References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntro$9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom70S$9vd4@www.netyaroze-europe.com> <3C206CF5.2 

E9199D9@peregrine.com> <9vqjhu$9vd7@www.netyaroze-europe.com> <9vr1l0k$9vd9@www.netya 
roze-europe.com> <9vrbu3S9vd10@www.netyaroze-europe.com> <9vta9bSIvd11l@www.netyaroze 
-europe .com> 

NNTP-Posting-Host: modem-3577.aardvark.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> Those minicons classes on ~frothy are a rewrite using proper win32 calls 


works a treat on XP, not sure how close to siocons it is, but like you I'll 
take a look at the source over Christmas. 


Nigel 


—-MESSAGE FILE 8960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07688 


—-MESSAGE FILE 8961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007689 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Merry Christmas 

Date: Thu, 20 Dec 2001 22:42:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9vtpp9Sfgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3577.aardvark.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Well it's getting close now so I would just like to wish everyone a Happy 
Christmas. 


I hope to have something done next year on the Yaroze, this year has been 
slow because of other things getting in the way this PC Budget game is 
taking up to much time but over Christmas I've got some time so I'm going to 
start on my new game, and finish it this time :) 


Merry Christmas 
Nigel 
www.l00Tinsoldiers.com 


—-MESSAGE FILE 8961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07689 


—-MESSAGE FILE 8962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007690 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CW Linker error 

Date: Fri, 21 Dec 2001 12:56:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <9vvbt6$fgi3@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-028-0008.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 
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My CW linker has decided it no longer wants to do any actual linking. I get 
this error: 


Can't read file ‘breach.pse' 
Logical end-of-file reached during read operation 


Now that doesn't really mean much to me. Has anyone had this happen to them 
or have any ideas how to sort it out? I've tried all the obvious things like 
rebuilding everything, throwing a fit and so on. 


Thanks 


—-MESSAGE FILE 8962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07690 


—-MESSAGE FILE 8963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007691 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Fri, 21 Dec 2001 13:09:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 
Message-ID: <9vvcm8Sfgi4@www.netyaroze-europe. com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9S$4236@www.netyaroze-europe 
.com> <9vlujn$4237@www.netyaroze-europe.com> <9vntgm$9vdl1l@www.netyaroze-europe. com> 
<9vqlss$9vd5@www.netyaroze-europe.com> <9vqgifS$9vd6@www.netyaroze-europe.com> <9vqmo 
q$ 9vd8@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-917.arbok.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


This is actually what I'm doing, I wait until the pse file has downloaded 
then use menu option PlayStation->Download Data from Batch file. The option 
only appears after you have uploaded the pse file. But it keep saying that 
it cannot read the files in the batch file even though I have double checked 
all the files are there and where they should be, i.e. in their various 
sub-dirs like 'graphics' and 'model' or whatever... I'll try again and get 
back to you. 


Max 


Peter Armstrong <hanno@btinternet.com> wrote in message 

news: 9vqmog$S 9vd8@www.netyaroze-europe.com... 

> Max, as Nigel's stated you can use the debugger's PlayStation->Download 
Data 

> from Batch File option to load your data files. There no reason why this 


> shouldn't be working for you, you'd be better off finding out the problem 
> rather than having to mess around with siocons. 

> 

> Loading the data files should be as simple as selecting the auto file and 
> watching them download, you needn't take out the load exe or go commands 
as 

> the loader skips over them. 

> 

> If you have no luck with it send the relevant files other to me and I'll 
> give it a try. 

> 

> Peter 

> 

> "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

> news: IvqgifS9Ivd6@www.netyaroze-europe.com... 

> > You can actually upload the data from the CWDebugger, just using a batch 
> > file with the "NY.PXE" or "GO" commands 

>> 

> > I must admit to not having many problems with the Debugger but I'm also 
> > guilty of not using it that much, I should I know I should but I don't 
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( 


> Nigel 


VVVVV Vee 


—-MESSAGE FILE 8963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07691 


—-MESSAGE FILE 8964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007692 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Fri, 21 Dec 2001 23:43:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <a00hnfSfgi5@www.netyaroze-europe.com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9$4236@www.netyaroze-europe 
.com> <9vlujn$4237@www.netyaroze-europe.com> <9vntgm$9vd1l@www.netyaroze-europe. com> 
<9vqlss$9vd5@www.netyaroze-europe.com> <9vqgifS9vd6@www.netyaroze-europe.com> <9vqmo 
q$9vd8@www.netyaroze-europe.com> <9vvcm8Sfgi4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-21-65.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


As i said sauis earlier, make sure that there are no extra spaces or tabs in 
there.... pscom realy hates the,m! 
(damn im drinkP) 


—-MESSAGE FILE 8964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07692 


—-MESSAGE FILE 8965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007693 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Christmas 

Date: Sat, 22 Dec 2001 01:05:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a00mi7Sfgi7@www.netyaroze-europe. com> 
References: <9vtpp9Sfgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-21-65.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yeah happy Christmas all!!!! 


—-MESSAGE FILE 8965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07693 


—-MESSAGE FILE 8966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007694 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Linker error 

Date: Sat, 22 Dec 2001 01:08:22 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <a00mmvSfgi8@www.netyaroze-europe. com> 
References: <9vvbt6Sfgi3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-21-65.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


im a LETTLE DRINK AND MY MEMORY ISNT ՇՔ8 BUT I THINK IVE HAD THAT... dmn 
caps lock 

Try looking at every think you'vr changed. Last time i had that it was becos 
osa nasty error in the cose. 

I was supprised it was the linker that picked it up. So lookk through recent 
stuff to see if anything it obdvious!! 

Chris 


—-MESSAGE FILE 8966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07694 


—-MESSAGE FILE 8967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007695 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Linker error 

Date: Sat, 22 Dec 2001 14:43:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <a026hhSfgi9@www.netyaroze-europe. com> 

References: <9vvbt6S$fgi3@www.netyaroze-europe.com> <a00OmmvS$fgi8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-028-0228.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Easy there fella! I did try getting drunk but that didn't seem to help. 


It would appear that the problem is something to do with having too much 
global data. I've declared a bunch of stuff as static now and the problem 
appears to go away. It seems like I'd just hit some internal limit on the 
linker. There's an awful lot of data going in the BSS section so I'd have a 
little bet this problem may come back in the future. 


Merry Christmas everyone! 


Cheers, 
-ՔԲո 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: a00mmvS$fgi8@www.netyaroze-europe.com... 

im a LETTLE DRINK AND MY MEMORY ISNT GR8 BUT I THINK IVE HAD THAT... dmn 
caps lock 

Try looking at every think you'vr changed. Last time i had that it was becos 
osa nasty error in the cose. 

I was supprised it was the linker that picked it up. So lookk through recent 
stuff to see if anything it obdvious!! 

Chris 


—-MESSAGE FILE 8967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07695 


—-MESSAGE FILE 8968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007696 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Linker error 

Date: Sat, 22 Dec 2001 15:14:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <a0288tSfgil0@www.netyaroze-europe.com> 
References: <9vvbt6S$fgi3@www.netyaroze-europe.com> <a00OmmvS$fgi8@www.netyaroze-europe 
.com> <a026hhS$fgi9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-21-65.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Oh dear... i made no sence what so ever!!! 
Glad you found the solution! 

Happy Xmas!! 

Chris 


—-MESSAGE FILE 8968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07696 


—-MESSAGE FILE 8969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007697 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Christmas 

Date: Sat, 22 Dec 2001 16:04:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <a02b73Sfgill@www.netyaroze-europe. com> 

References: <9vtpp9$fgi2@www.netyaroze-europe.com> <a00mi7$fgi7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-16-230.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Happy christmas all!!! 


I hope to see plenty of Yaroze games in the year 2002 :-) 


Marc. 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 
news:a00mi7$fgi7@www.netyaroze-europe.com... 

> Yeah happy Christmas all!!!! 

> 

> 


—-MESSAGE FILE 8969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07697 


—-MESSAGE FILE 8970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007698 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone... 

Date: Sat, 22 Dec 2001 17:32:09 -0600 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <a035jbSfgil2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Anyone been awake?any progression from being awake? and Games or Demos come 
from it? oh yeah here a real question has anyone seen the MRSD proggy for 

yaroze im trying to figure out how to do what they do in it you can get it 

here 


http: //www.worldlingo.com/wl/translate?wl_fl=2&wl_url=http%3A%2F%2Fwww.spice 
—net.co.j pS2FNY%$2Fulib. html 


or 


http://www.spice-net.co.jp/NY/ulib.html 


-—-MESSAGE FILE 8970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07698 


—-MESSAGE FILE 8971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007699 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in progress: Breach 

Date: Mon, 24 Dec 2001 15:20:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <a07kbaSke71@www.netyaroze-europe. com> 
References: <9vikr3$4232@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-126-180.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Looking great Ben, top graphics and sound once again. 
Just a few ideas: 


- Maybe its a little too dark? Could be my telly hadn't warmed up properly 
after its rest while I was in Hull. 
- The enemies move very fast, could possibly do with a few slower patterns 
for the multi-shot enemies? 

- Maybe a needs a special powerup or weapon gimmick, like Radiant 
Silvergun's bullet absorbtion, Ikaruga's light/dark switching or Bangai-O's 
Bangai-O thing. I've been playing lots of treasure games recently :) 


Damn I better get on and do some stuff to Roller. 


-Matt 


--MESSAGE FILE 8971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07699 


--MESSAGE FILE 8972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007700 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: siocons on XP 
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Date: Mon, 24 Dec 2001 16:13:18 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a07kfvSke72@www.netyaroze-europe. com> 

References: <9vklpaS$4234@www.netyaroze-europe.com> <3C1F1F8B.753790C6@peregrine.com> 
<9vncvp$4238@www.netyaroze-europe.com> <9vntroS9vd2@www.netyaroze-europe.com> <9vof 

uv$9vd3@www.netyaroze-europe.com> <9vom70S$9vd4@www.netyaroze-europe.com> <3C206CF5.2 

E9199D9@peregrine.com> <9vqjhu$9vd7@www.netyaroze-europe.com> <9vr1l0k$9vd9@www.netya 
roze-europe.com> <9vrbu3S$9vd10@www.netyaroze-europe.com> <9vta9bSIvd11l@www.netyaroze 
-europe.com> <9vtph3Sfgil@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-1010.awesome.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Any feedback on that yet guys? I'm thinking of Installing XP pretty soon and 
it'd be nice if siocons worked first time :) 


Max 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: 9vtph3$fgil@www.netyaroze-europe.com... 

> > Those minicons classes on ~frothy are a rewrite using proper win32 calls 
> 

> works a treat on XP, not sure how close to siocons it is, but like you 
1'11 

> take a look at the source over Christmas. 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 8972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07700 


—-MESSAGE FILE 8973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007701 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: More Darkhex Diaries... 

Date: Mon, 24 Dec 2001 16:17:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a07kifSke73@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-126-180.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


We've put up some more diaries recently. Mine and Jons first impressions of 
Hull (with photos) and Marc has done the third part of the making-of story. 
Have a read if you're bored over the chrimble period. 


Merry Christmas 
Matt 


—-MESSAGE FILE 8973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07701 


—-MESSAGE FILE 8974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007702 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in progress: Breach 

Date: Mon, 24 Dec 2001 14:40:11 -0600 


Net Yaroze newsgroups message dump.txt Page 5911 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <a08490Ske74@www.netyaroze-europe. com> 

References: <9vikr3$4232@www.netyaroze-europe.com> <a07kbaSke71@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 12-237-177-220.client.attbi.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Nice game but its hard to beat :) 


Matt Verran <mverran@btinternet.com> wrote in message 
news:a07kbaSke71@www.netyaroze-europe.com... 
> Looking great Ben, top graphics and sound once again. 


> 

> Just a few ideas: 

> 

> — Maybe its a little too dark? Could be my telly hadn't warmed up 
properly 

> after its rest while I was in Hull 


- The enemies move very fast, could possibly do with a few slower patterns 
for the multi-shot enemies? 

- Maybe a needs a special powerup or weapon gimmick, like Radiant 
Silvergun's bullet absorbtion, Ikaruga's light/dark switching or 
Bangai-O's 

> Bangai-O thing. I've been playing lots of treasure games recently :) 


v 


Damn I better get on and do some stuff to Roller. 


> 
> 
> -Matt 
> 
> 


--MESSAGE FILE 8974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07702 


--MESSAGE FILE 8975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007703 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Master system emu 

Date: Mon, 24 Dec 2001 15:05:27 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a085o0cSke75@www.netyaroze-europe. com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


well i went to this site with a master system emulator for the yaroze i was 
like what the heck so i checked it out it was horrible it was either the 
emulator itself or the roms either way its horrible if you see any emu's for 
the yaroze dont get them they are a waste of time 


Terry 


—-MESSAGE FILE 8975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07703 
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-—-MESSAGE FILE 8976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007704 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Master system emu 

Date: Mon, 24 Dec 2001 15:06:10 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <a085pnSke76@www.netyaroze-europe. com> 
References: <a085o0cS$ke75@www.netyaroze-europe. com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


that post was just FYi 


Terry Arnold <talesal@attbi.com> wrote in message 
news:a085o0cS$ke75@www.netyaroze-europe.com... 

> well i went to this site with a master system emulator for the yaroze i 
was 
> like what the heck so i checked it out it was horrible it was either the 
> emulator itself or the roms either way its horrible if you see any emu's 
for 

> the yaroze dont get them they are a waste of time 


v 


Terry 


VV NV V V V 


--MESSAGE FILE 8976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07704 


—-MESSAGE FILE 8977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007705 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Merry Chrimble!! 

Date: Tue, 25 Dec 2001 12:24:34 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a09rf4Ske77@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-245.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Merry Chrimble to all!!! 


Max 


—-MESSAGE FILE 8977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07705 


—-MESSAGE FILE 8978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007706 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Merry Chrimble!! 

Date: Tue, 25 Dec 2001 22:39:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <a0av9jSo3cl@www.netyaroze-europe. com> 
References: <a09rf4Ske77@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-178-139.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


aye... Merry christmas all 

Hope you all have a good one 

"Max" <sckoobs@which.net> wrote in message 
news: a09rf4Ske77@www.netyaroze-europe.com... 


> Merry Chrimble to all!!! 


Max 


V V V V 


—-MESSAGE FILE 8978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07706 


-—-MESSAGE FILE 8979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007707 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Chrimble!! 

Date: Tue, 25 Dec 2001 17:49:26 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <a0b300So3c2@www.netyaroze-europe. com> 

References: <a09rf4Ske77@www.netyaroze-europe.com> <a0Qav9jSo3cl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 12-237-177-220.client.attbi.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


MERRY CHRISTMAS TO ALL Coders AROUND THE WORLD 


John ( QuietBloke ) <quietbloke@quietbloke.com> wrote in message 
news: a0av9jSo3cl@www.netyaroze-europe.com... 
> aye... Merry christmas all 


Hope you all have a good one 


"Max" <sckoobs@which.net> wrote in message 
news: a09rf4Ske77@www.netyaroze-europe.com... 
> Merry Chrimble to all!!! 

> 

> Max 

> 

> 


VVVVVVVVVV VV 


—-MESSAGE FILE 8979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07707 
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-—-MESSAGE FILE 8980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007708 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Merry Chrimble!! 

Date: Wed, 26 Dec 2001 18:22:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a0d4k4So3c3@www.netyaroze-europe. com> 

References: <a09rf4Ske77@www.netyaroze-europe.com> <a0av9jSo3cl@www.netyaroze-europe 
.com> <a0b300$o3c2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-147-3.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


HAPPY CHRISTMAS!!! 


Jon 


—-MESSAGE FILE 8980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07708 


—-MESSAGE FILE 8981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007709 

Path: chuka.playstation.co.uk!news 

From: "— Ash -" <ash_NEWS@zaazaa.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in progress: Breach 

Date: 27 Dec 2001 23:36:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c18f2eSb6385fe0$d782933e@pal-—s-—omnibook> 
References: <9vikr3$4232@www.netyaroze-europe. com> 
NNTP-Posting-Host: 62.147.130.215 

X-Newsreader: Microsoft Internet News 4.70.1155 


It's technically very impressive. I'm looking forward for a more playable 
version (it's very hard and messy at this stage :) ). I'm sure that there's 
a great game on its way here. Keep up the good work! 


pal 


—-MESSAGE FILE 8981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07709 


—-MESSAGE FILE 8982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007710 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: TV Card screenshots 

Date: Fri, 28 Dec 2001 14:19:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a0hvasSmn1l@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I recently upgraded my Video editing card to a Pinnacle DV500+, and guess 
what? It does perfect PSX and Yaroze screengrabs! My old Hauppauge TV card 
wouldn't lock onto the PSX signal. 


-Kenny 
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—-MESSAGE FILE 8982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07710 


—-MESSAGE FILE 8983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007711 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TV Card screenshots 

Date: Fri, 28 Dec 2001 14:35:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <a0i03bSmn2@www.netyaroze-europe. com> 
References: <aQhvasSmn1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-160-136.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Sounds cool. My ASUS GeForce (and my hauppage card before it) can take grabs 
but they are quite poor quality. Washed out colours and indistinct pixels, 
the fame rates aren't up to much either, which is why I use an emulator for 
the grabs on YS. Could you post some examples of your results Kenny? 


Kenny Millar <yaroze@ntlworld.com> wrote in message 

news: aOhvasS$mnl@www.netyaroze-europe.com... 

> I recently upgraded my Video editing card to a Pinnacle DV500+, and guess 
what? It does perfect PSX and Yaroze screengrabs! My old Hauppauge TV card 
wouldn't lock onto the PSX signal. 


> 
> 
> 
> -Kenny 
> 
> 


—-MESSAGE FILE 8983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07711 


—-MESSAGE FILE 8984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007712 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [noise] Re: Work in progress: Breach 

Date: 29 Dec 2001 11:13:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c19059S$3fd99e00$161fe4d5@pal-—s-—omnibook> 

References: <9vikr3S$4232@www.netyaroze-europe.com> <01c18f2eSb6385fe0$d782933e@pal-s 
-omnibook> 

NNTP-Posting-Host: nas-cbv-2-31-22.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Note that my previous post was mistakenly signed "- Ash -" because of 
config confusion - this is another person's nickname. 
pal 


—-MESSAGE FILE 8984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07712 


—-MESSAGE FILE 8985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007713 

Path: chuka.playstation.co.uk!news 

From: "Brian Warner" <bwarner@dial.pipex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: AI Code 
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Date: Sun, 30 Dec 2001 10:52:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <a0mrlgqSmn3@www.netyaroze-europe. com> 
NNTP-Posting-Host: m87-mpl-cvxla.lan.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi all, 


I'll finally gotten around to setting up a home page and uploading some code 
here:- 


http://www.netyaroze-europe.com/~BRIANW 


The code is an implementation of Penberthy & Weld's UCPOP Artificial 
Intelligence Planning algorithm along with some best-first, depth-limited, 
memory-constrained search routines. It formed the practical aspect of a 
final year project for a Masters Degree that I've just completed with the 
Open University. I've also included the Dissertation that I submitted to 
provide some background info on AI Planning research & theory (it's in MS 
Word format). 


Regards, 
Brian 


bwarner@dial.pipex.com 


—-MESSAGE FILE 8985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07713 


—-MESSAGE FILE 8986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007714 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Work in progress: Breach 

Date: Sun, 30 Dec 2001 15:13:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <a0nbakSmn4@www.netyaroze-europe.com> 

References: <9vikr3$4232@www.netyaroze-europe.com> <a07kbaS$ke71@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-024-0134.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Thanks Matt, 


- The game is meant to be quite dark, tho I hope it's not actually making 
the game harder. The level in the demo is also the darkest. The water level 
is a bit brighter. 


- The enemy movement is still pretty basic. There will be some fodder types 
and slower ones that require multiple hits. And some other stuff even I 
don't know about yet. 


- The 'weapon gimmick', as you put it, will be in the form of a special 
power bar. Special weapons can be bought in the shop and use up power when 
used. The best part, I think, is unleashing all four at once on the end of 
level bosses. Power can be regained by collecting energy pods from destroyed 


enemies. When the power bar is full, the energy will then be added to your 
shield. I hope this works out okay in practice :) 
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Cheers, 
-ՔԲո 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news:a07kbaSke71@www.netyaroze-europe.com... 
Looking great Ben, top graphics and sound once again. 


Just a few ideas: 


- Maybe its a little too dark? Could be my telly hadn't warmed up properly 
after its rest while I was in Hull. 
- The enemies move very fast, could possibly do with a few slower patterns 
for the multi-shot enemies? 

- Maybe a needs a special powerup or weapon gimmick, like Radiant 
Silvergun's bullet absorbtion, Ikaruga's light/dark switching or Bangai-O's 
Bangai-O thing. I've been playing lots of treasure games recently :) 


Damn I better get on and do some stuff to Roller. 


-Matt 


--MESSAGE FILE 8986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07714 


--MESSAGE FILE 8987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007715 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New Year 

Date: Tue, 1 Jan 2002 13:30:28 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <a0t36q$6st1@www.netyaroze-europe.com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


happy new year everybody 


—-MESSAGE FILE 8987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07715 


-—-MESSAGE FILE 8988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007716 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TV Card screenshots 

Date: Fri, 4 Jan 2002 00:18:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <al2slm$f591@www.netyaroze-europe. com> 

References: <a0hvasSmnl@www.netyaroze-europe.com> <a0i03bSmn2@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
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Sure will.... 
Give me 10 minutes! 


-Kenny 

"Matt Verran" <mverran@btinternet.com> wrote in message 
news:a0i03b$mn2@www.netyaroze-europe.com... 

> Sounds cool. My ASUS GeForce (and my hauppage card before it) can take 
grabs 

> but they are quite poor quality. Washed out colours and indistinct pixels, 
> the fame rates aren't up to much either, which is why I use an emulator 
for 

> the grabs on YS. Could you post some examples of your results Kenny? 


Kenny Millar <yaroze@ntlworld.com> wrote in message 

news: aOhvasS$mnl@www.netyaroze-europe.com... 

> I recently upgraded my Video editing card to a Pinnacle DV500+, and 
guess 

> > what? It does perfect PSX and Yaroze screengrabs! My old Hauppauge TV 
card 


V V V V 


> > wouldn't lock onto the PSX signal. 
> > 

> > -Kenny 

> > 

>> 

> 

> 


—-MESSAGE FILE 8988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07716 


-—-MESSAGE FILE 8989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007717 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Year 

Date: Fri, 4 Jan 2002 00:20:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <al2sobSf592@www.netyaroze-europe. com> 
References: <a0t36qS6stl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Aye, happy new year every one! 
-Kenny 


"Terry Arnold" <talesal@attbi.com> wrote in message 
news: a0t36qS6stl@www.netyaroze-europe.com... 
> 


happy new year everybody 


> 
> 
> 
> 
> 


—-MESSAGE FILE 8989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07717 


--MESSAGE FILE 8990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007718 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: TV Card screenshots 

Date: Fri, 4 Jan 2002 00:48:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2494 

Message-ID: <al2ud9Sf593@www.netyaroze-europe. com> 
References: <a0hvasSmnl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Here are some shots... (Attached) 
(If this doesn't work you can see them at 
http://www.kennymillar.com/yaroze ) 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 

news: aOhvasSmnl@www.netyaroze-europe.com... 

> I recently upgraded my Video editing card to a Pinnacle DV500+, and guess 
what? It does perfect PSX and Yaroze screengrabs! My old Hauppauge TV card 
wouldn't lock onto the PSX signal. 


-Kenny 


VVVVVV 


—-MESSAGE FILE 8990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07718 


—-MESSAGE FILE 8991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007719 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Year 

Date: Fri, 4 Jan 2002 11:48:27 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <al453eSf594@www.netyaroze-europe. com> 
References: <a0t36qS6stl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-405.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Happy New Year - Long live Yarozescene!!! 
Max 


"Terry Arnold" <talesal@attbi.com> wrote in message 
news: a0t36qS6stl@www.netyaroze-europe.com... 

> 

happy new year everybody 


> 
> 
> 
> 
> 


—-MESSAGE FILE 8991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07719 


-—-MESSAGE FILE 8992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007720 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Habbo Chat 

Date: Fri, 4 Jan 2002 11:57:20 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <al45k2Sf£595@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-405.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


What about the new chat guys - anyone willing to make any suggestions for 
date/time??? Post it on the Yarozescene forums as well. 


Max 


—-MESSAGE FILE 8992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07720 


—-MESSAGE FILE 8993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007721 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo Chat 

Date: Sat, 5 Jan 2002 16:06:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <al78ht$il61@www.netyaroze-europe. com> 
References: <al45k2Sf595@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup-09-34.netcomuk.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi Max, 


At the moment we (myself/Matt/Jon) are in the process of moving to our new 
home and won't have full internet access for at least another couple of 
weeks. 


We plan to arrange another Habbo chat asap :-) 


Marc. 


"Max" <sckoobs@which.net> wrote in message 

news:al45k2Sf595@www.netyaroze-europe.com... 

> What about the new chat guys - anyone willing to make any suggestions for 
date/time??? Post it on the Yarozescene forums as well. 


> 
> 
> Max 
> 
> 


-—-MESSAGE FILE 8993 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07721 


-—-MESSAGE FILE 8994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007722 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPM Yaroze demos on PS2 


Net Yaroze newsgroups message dump.txt 


Date: Mon, 07 Jan 2002 14:07:16 +0000 


Organization: PlayStation Net Yaroze 
Lines: 7 


(SCEE) 


Message-ID: <3C39AB94.DDF518AF@127.0.0.1> 
NNTP-Posting-Host: tidel36.microsoft.com 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; 


X-Accept—-Language: en 


Hi, 


Apologies if this has been covered before, 
xmas and she was a bit miffed when her favourite OPM game 


T) 


"Rocks n Gems' 


didn't work on the monolith... is this a known problem? It gets as far 


as the 'loading' then hangs. 


M 
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but I got the gf a PS2 for 


- MESSAGE FILE 8994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07722 


--MESSAGE FILE 8995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007723 
Path: chuka.playstation.co.uk!news 


From: "Paul Holman" <Paul_Holman@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: linux ps2 

Date: Wed, 9 Jan 2002 12:03:54 -0000 
Organization: SCEE 

Lines: 77 


Message-ID: <alhc4g$nosl@www.netyaroze-europe. com> 


References: <9v0mum$jk64@www.netyaroze-europe.com> <9v28mm$jk65@www.netyaroze-europe 


.com> <9va988Sp323@www.netyaroze-europe. com> 


NNTP-Posting-Host: 43.193.234.93 
X-Priority: 3 
X-MSMail-Priority: Normal 


X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


OK, nothing has been announced about the release of Linux 


will happen). 


However, I promise that you all will be one of the first. 


(other than it 


More than that ... if you check out http://www.scee.com/ you can see we're 


hiring (spec is below). 


If you're interested, apply through HR 
that you're Net Yaroze veterens on your CV. 


Hints now dropped 


Paul 


TITLE Linux Engineer/Evangelist 


DEPARTMENT Technology Group 
REPORTING TO VP, Technology Group 


LOCATION 25 Golden Square, London 


Sony Computer Entertainment Europe's 


"Technology Group", 


(details on scee.com) and mention 


services (technical support, software development and consultancy) that 


support the development of PlayStation products by both SC! 
party partners throughout Europe and Australasia. 


FE and its third 


The position involves acting as an evangelist for both PlayStation®2 and 
giving presentations at relevant 


Linux (raising interest in the press, 


provides a range of 
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conferences), as well as providing product support at a reasonable technical 
level via website or newsgroups. 


Personal Skills: This person will need to be a strong team player, who is 
dependable and can act independently and pro-actively. He/she should be 
quick to learn new skills, be eager to embrace new challenges and to travel 
(mainly within Europe). 


Technical Skills: The following skills/experience are necessary: 


Experience working with Linux systems (2+ years) 
Demonstrable C/C++ skills 
The ability to record and prioritise complex problems or requests. 


Excellent verbal and written communication skills 


The following skills/qualifications are advantageous: 


Computer Science or Engineering Degree - 1st or 2:1 
Interest in computer games 


Experience of an "outward facing" role - for example a previous position 
that included regular contact with other companies 


Paul Holman 
VP of Technology Group, 25 Golden Square, London 
Sony Computer Entertainment Europe 


http: //www.scee.com 


—-MESSAGE FILE 8995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07723 


—-MESSAGE FILE 8996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007724 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM Yaroze demos on PS2 

Date: Thu, 10 Jan 2002 00:58:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <alip7aSrvkl@www.netyaroze-europe. com> 
References: <3C39AB94.DDF518AF@127.0.0.1> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hmmm, 
I've had this problem, but only when I've changed the disc speed and texture 
mapping options. 

Try setting them back to normal. 


Switch on PS2 with no disc, select VERSION then PLAYSTATION DRIVER then 
TRIANGLE for options. 
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-Kenny 


"Majik" <majik@127.0.0.1> wrote in message 

news: 3C39AB94.DDF518AF@127.0.0.1... 

> Hi, 

Apologies if this has been covered before, but I got the gf a PS2 for 
xmas and she was a bit miffed when her favourite OPM game 'Rocks n Gems' 
didn't work on the monolith... is this a known problem? It gets as far 
as the 'loading' then hangs. 


> 
> 
> 
> 
> 
> M. 


—-MESSAGE FILE 8996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07724 


—-MESSAGE FILE 8997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007725 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPM Yaroze demos on PS2 

Date: Thu, 10 Jan 2002 11:28:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3C3D7AF0.959CED3D@127.0.0.1> 

References: <3C39AB94.DDF518AF@127.0.0.1> <alip7aSrvkl@www.netyaroze-europe. com> 
NNTP-Posting-Host: tidel36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Thanks, I'll try that.. I do seem to remember I had turned the options 
on. 


M. 
Kenny Millar wrote: 


> 
> Hmmm, 

> I've had this problem, but only when I've changed the disc speed and texture 

> mapping options. 

> Try setting them back to normal. 

—-MESSAGE FILE 8997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07725 


—-MESSAGE FILE 8998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007726 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: linux ps2 

Date: Thu, 10 Jan 2002 11:32:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3C3D7BCF.3A094017@127.0.0.1> 

References: <9v0mum$jk64@www.netyaroze-europe.com> <9v28mm$jk65@www.netyaroze-europe 
.com> <9va988Sp323@www.netyaroze-europe.com> <alhc4gSnosl@www.netyaroze-europe. com> 
NNTP-Posting-Host: tidel36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Paul Holman wrote: 
> 
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OK, nothing has been announced about the release of Linux (other than it 
will happen). 


VV V V 


However, I promise that you all will be one of the first. 


Will the 'real' release of the LDK have the document for programming the 
SPU/SIF packet information in it? this is strangely absent from the 
Japanese Beta. 


[job description - SNIP] 
Hmmmm, that sounds good, and I'm looking for a job atm. 


How necessary is that 1st/2:1 degree? 


M. 
—-MESSAGE FILE 8998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07726 


-—-MESSAGE FILE 8999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007727 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CW Debugger 

Date: Thu, 10 Jan 2002 17:32:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 
Message-ID: <3c3dd00a.2488366491@www.netyaroze-europe. com> 

References: <9vlbuuS$4235@www.netyaroze-europe.com> <9vlcn9S$4236@www.netyaroze-europe 
.com> <9vlujn$4237@www.netyaroze-europe.com> <9vntgm$9vd1l@www.netyaroze-europe. com> 
<9vqlss$9vd5@www.netyaroze-europe.com> <9vqgifS9vd6@www.netyaroze-europe.com> <9vqmo 
q$9vd8@www.netyaroze-europe.com> <9vvcm8Sfgi4@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Do you have spaces in the filenames or directories? 
On Fri, 21 Dec 2001 13:09:12 -0000, "Max" <mad.max@which.net> wrote: 


>This is actually what I'm doing, I wait until the pse file has downloaded 
>then use menu option PlayStation->Download Data from Batch file. The option 
>only appears after you have uploaded the pse file. But it keep saying that 
>it cannot read the files in the batch file even though I have double checked 


>all the files are there and where they should be, i.e. in their various 
>sub-dirs like 'graphics' and 'model' or whatever... I'll try again and get 
>back to you. 

> 

>Max 

> 


>Peter Armstrong <hanno@btinternet.com> wrote in message 

>news : 9vqmogS I9vd8@www.netyaroze-europe.com... 

>> Max, as Nigel's stated you can use the debugger's PlayStation->Download 
>Data 

>> from Batch File option to load your data files. There no reason why this 
>> shouldn't be working for you, you'd be better off finding out the problem 
>> rather than having to mess around with siocons. 

>> 

>> Loading the data files should be as simple as selecting the auto file and 
>> watching them download, you needn't take out the load exe or go commands 
>as 

>> the loader skips over them. 

>> 

>> If you have no luck with it send the relevant files other to me and I'll 
>> give it a try. 

>> 

>> Peter 

>> 

>> "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

>> news: IvqgifSIvd6@www.netyaroze-europe.com... 


Net Yaroze newsgroups message dump.txt Page 5925 


>> 
>> 


> You can actually upload the data from the CWDebugger, just using a batch 
> 
>> > 
> 
> 


file with the "NY.PXE" or "GO" commands 


I must admit to not having many problems with the Debugger but I'm also 
guilty of not using it that much, I should I know I should but I don't 
>: ( 

>> > 

>> > Nigel 

>> > 

>> > 


—-MESSAGE FILE 8999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07727 


--MESSAGE FILE 9000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007728 

Path: chuka.playstation.co.uk!news 

From: "John N( QuietBloke N)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Im am still here 

Date: Fri, 11 Jan 2002 00:07:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 
Message-ID: <allaeq$rvk2@www.netyaroze-europe.com> 
NNTP-Posting-Host: 195.74.112.71 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Just thought Id post in and show that I am in fact still here.. like a nasty 
smell I just dont do away <grin>. I may not post much but I still check the 
newsgroup everyday. 

I still dont really have access to my Yaroze so I cant get down to coding 
which is a good thing I guess as Im currently in the middle of a couple of 
courses at the GameInstitute. 

Anyways.. BugSplat will be coming back real soon. I dug out my old copy of 
Inspire ( boy .. I wish NewTek would release a vewer version cause its a 
dandy product ) and I have just spent a few evenings trying to build simple 
3d models which I can render at a jaw dropping resolution of 32x32 <grin>. 
If your bored check out my site to see the results. They aint perfect but I 
reckon this'll be a lot quicker than my feeble efforts at drawing the 
graphics by hand and of course I can always touch them up a bit at a later 
stage. 

Hopefully by the time I do get my hands back on the Yaroze I might even have 
the core of the graphics finished. 


Laterz 
John ( QuietBloke ) 


Cheers 


—-MESSAGE FILE 9000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07728 


—-MESSAGE FILE 9001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007729 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: linux ps2 

Date: Sat, 12 Jan 2002 22:05:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <alqc2k$lvrl@www.netyaroze-europe. com> 

References: <9v0mum$jk64@www.netyaroze-europe.com> <9v28mm$jk65@www.netyaroze-europe 
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-com> <9va988Sp323@www.netyaroze-europe.com> <alhc4gS$nosl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-65-201.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> However, I promise that you all will be one of the first. 
smart!... let us know when we can order. 


Cheers, 
Jon 


—-MESSAGE FILE 9001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07729 


-—-MESSAGE FILE 9002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007730 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: linux ps2 

Date: Sun, 13 Jan 2002 01:17:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <alqnaoSlvr2@www.netyaroze-europe. com> 

References: <9v0mum$jk64@www.netyaroze-europe.com> <9v28mm$jk65@www.netyaroze-europe 
.com> <9va988Sp323@www.netyaroze-europe.com> <alhc4gS$nosl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-175-4.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


nice one ! 
and doubly nice that us Yarozers are gonna have the opportunity to get dibs 
on the new kit when it arrives. 


John ( QuietBloke ) 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news:alhc4gS$nosl@www.netyaroze-europe.com...> OK, nothing has been announced 
about the release of Linux (other than it 

> will happen). 


However, I promise that you all will be one of the first. 


More than that ... if you check out http://www.scee.com/ you can see we're 
hiring (spec is below). 


If you're interested, apply through HR (details on scee.com) and mention 
that you're Net Yaroze veterens on your CV. 


Hints now dropped 


Paul 


TITLE Linux Engineer/Evangelist 


DEPARTMENT Technology Group 
REPORTING TO VP, Technology Group 


LOCATION 25 Golden Square, London 


VVVVVVVVVVVVV VV VV VV VV VV VV 


Sony Computer Entertainment Europe's "Technology Group", provides a range 
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Fh 


services (technical support, software development and consultancy) that 
support the development of PlayStation products by both SCEE and its third 
party partners throughout Europe and Australasia. 


The position involves acting as an evangelist for both PlayStation®2 and 
Linux (raising interest in the press, giving presentations at relevant 
conferences), as well as providing product support at a reasonable 
technical 

> level via website or newsgroups. 


V V V N V VN V O 


v 


V V V V 


> Personal Skills: This person will need to be a strong team player, who is 
> dependable and can act independently and pro-actively. He/she should be 

> quick to learn new skills, be eager to embrace new challenges and to 
travel 

> (mainly within Europe). 


Technical Skills: The following skills/experience are necessary: 


Experience working with Linux systems (2+ years) 


Demonstrable C/C++ skills 


The ability to record and prioritise complex problems or requests. 


Excellent verbal and written communication skills 


The following skills/qualifications are advantageous: 


Computer Science or Engineering Degree - lst or 2:1 


Interest in computer games 


Experience of an "outward facing" role - for example a previous position 
that included regular contact with other companies 


Paul Holman 
VP of Technology Group, 25 Golden Square, London 
Sony Computer Entertainment Europe 


http://www.scee.com 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07730 


—-MESSAGE FILE 9003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007731 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: linux ps2 

Date: Sun, 13 Jan 2002 15:42:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <alsa43$9evl@www.netyaroze-europe. com> 

References: <9v0mum$jk64@www.netyaroze-europe.com> <9v28mm$jk65@www.netyaroze-europe 
.com> <9va988Sp323@www.netyaroze-europe.com> <alhc4gS$nosl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Excellent! PS2 and LInux - Hmmmmm mamma! 

-Kenny 

"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news:alhc4g$nosl@www.netyaroze-europe.com... 


> OK, nothing has been announced about the release of Linux (other than it 
will happen). 


However, I promise that you all will be one of the first. 


More than that ... if you check out http://www.scee.com/ you can see we're 
hiring (spec is below). 


If you're interested, apply through HR (details on scee.com) and mention 
that you're Net Yaroze veterens on your CV. 


Hints now dropped 


Paul 


TITLE Linux Engineer/Evangelist 


DEPARTMENT Technology Group 


REPORTING TO VP, Technology Group 


LOCATION 25 Golden Square, London 


Sony Computer Entertainment Europe's "Technology Group", provides a range 
f 

services (technical support, software development and consultancy) that 
support the development of PlayStation products by both SCEE and its third 
party partners throughout Europe and Australasia. 


The position involves acting as an evangelist for both PlayStation@2 and 
Linux (raising interest in the press, giving presentations at relevant 
conferences), as well as providing product support at a reasonable 
technical 

> level via website or newsgroups. 


VVVVVVVOVVVVVVVV VV VV VV AYUMONON MANON N MM N 


v 


VVV WV 


> Personal Skills: This person will need to be a strong team player, who is 
> dependable and can act independently and pro-actively. He/she should be 

> quick to learn new skills, be eager to embrace new challenges and to 
travel 

> (mainly within Europe). 


Technical Skills: The following skills/experience are necessary: 


Experience working with Linux systems (2+ years) 
Demonstrable C/C++ skills 


The ability to record and prioritise complex problems or requests. 


Excellent verbal and written communication skills 


The following skills/qualifications are advantageous: 


Computer Science or Engineering Degree - lst or 2:1 


VVVVVVVVVVVVVV VV 
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Interest in computer games 


Experience of an "outward facing" role - for example a previous position 
that included regular contact with other companies 


Paul Holman 
VP of Technology Group, 25 Golden Square, London 
Sony Computer Entertainment Europe 


http://www.scee.com 


VVVVVVVVVVVVV VV VV 


-—-MESSAGE FILE 9003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07731 


—-MESSAGE FILE 9004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007732 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Im am still here 

Date: Sun, 13 Jan 2002 15:43:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <alsa5q$9ev2@www.netyaroze-europe. com> 
References: <allaeqSrvk2@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yup me too, still hacking away at the old code. 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news:allaeq$rvk2@www.netyaroze-europe.com... 

> Just thought Id post in and show that I am in fact still here.. like a 
nasty 

> smell I just dont do away <grin>. I may not post much but I still check 


the 

newsgroup everyday. 

I still dont really have access to my Yaroze so I cant get down to coding 
which is a good thing I guess as Im currently in the middle of a couple of 
courses at the GameInstitute. 

Anyways.. BugSplat will be coming back real soon. I dug out my old copy of 


Inspire ( boy .. I wish NewTek would release a vewer version cause its a 
dandy product ) and I have just spent a few evenings trying to build 
imple 


3d models which I can render at a jaw dropping resolution of 32x32 <grin>. 
If your bored check out my site to see the results. They aint perfect but 


reckon this'll be a lot quicker than my feeble efforts at drawing the 
graphics by hand and of course I can always touch them up a bit at a later 
stage. 

Hopefully by the time I do get my hands back on the Yaroze I might even 
ave 

the core of the graphics finished. 


Laterz 
John ( QuietBloke ) 


Cheers 


VVVVVVV VV OV VV VAHVV DV VV VV V V 
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—-MESSAGE FILE 9004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07732 


—-MESSAGE FILE 9005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007733 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Famicom/NES emulator 

Date: Tue, 15 Jan 2002 13:16:12 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <alvs3n$9ev3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi, 


was doing some searching around, and came across a nes emulator for the 
Yaroze. has anyone had any experience with this? got it running etc? id 
love to see some of my old games ( dragon warrior etc ) playing on my 
yaroze... ive packed my nes away long ago along with the games, so its much 
easier to play them on the psx.. 


can anyone help? 


—-MESSAGE FILE 9005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07733 


-—-MESSAGE FILE 9006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007734 
Path: chuka.playstation.co.uk!news 
From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Small update 
Date: Wed, 16 Jan 2002 11:13:11 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 296 
Message-ID: <3C456047.BBE79090@peregrine.com> 
NNTP-Posting-Host: 194.207.193.62 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" D3FAD8BA11134C019EB6BFD9" 
X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
D3FAD8BA11134C019EB6BFD9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi everyone! 


Here's a quick update to let you know i'm still around. There's no 
proper collision on the triangular blocks yet so be careful! R1/R2 to 


get the girl in and out of the ship... Again, collision is far from 
perfect when she's running around, and she doesn't obey many of the 
known laws of physics :) One thing i'm not too keen on is the way her 


momentum is killed when she goes up/down slopes, but I can't figure out 
how to keep her momentum while keeping the movement up/down a slope 
accurate - if you don't kill the momentum she moves up the slope 
sometime after she has hit it due to intertia - i've got to sort that 
out when Լ get the chance. Օհ, and try perching on the edge of a block 
when you are flying the ship... 
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Just to go off topic for a bit, the Dreamcast version of Rez is 
absolutely *fantastic*, especially if you have the VGA adapter. I've 
been sorely tempted to bring it in to work and hook it up at dinner time 
:) Has anyone had the chance to compare the DC and imported PS2 
versions side-by-side? I'm not sure if i've seen some tiny, tiny speed 
decrease when things get *really* hectic or whether i'm just tripping 

a) (I would expect the PS2 to have the advantage in this case). 
Dreamcast + Rez + VGA Adapter + Vibration Pack + headphones = one happy 
chappie :) 


Andy 


D3FAD8BA11134C019EB6BFD9 

Content-Type: application/x-—unknown-content-type-WinZip; 

name="ggupdatel160102.zip" 

—-MESSAGE FILE 9006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07734 


—-MESSAGE FILE 9007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007735 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Small update 

Date: Wed, 16 Jan 2002 16:34:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <a24aemSenrl@www.netyaroze-europe. com> 
References: <3C456047.BBE79090@peregrine.com> 
NNTP-Posting-Host: cvx-213-48-162-57-haw.cableinet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Andrew 


The last version of GG I have is: GravityGirl_WorkInProgress290801 and I 
can't get the new pxe to work properly with the old tims; I guess their 
positions in VRAM have changed or something. And bblock2b.tim -- I don't 
know where in RAM it's supposed to go (c; 


Could you post a complete version? 


thanks 
Derek 


—-MESSAGE FILE 9007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07735 


-—-MESSAGE FILE 9008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007736 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Small update 

Date: Wed, 16 Jan 2002 17:38:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <3C45BA7E.A98A07C2@peregrine.com> 

References: <3C456047.BBE79090@peregrine.com> <a24aemSenrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.207.193.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 
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ah, sorry about that - I thought that the only thing I changed was to 
add more features - the graphics have been in stasis for ages and I 
thought they all had the same VRAM locations :) I could have sworn the 
BG tim was still located at 0x8009c440. BTW the tim I supplied is a 
replacement for the old one in case everyone is getting bored with the 
debug graphics [looks pretty crap when you zoom out IMO, it needs a 
proper hand-drawn version to get the detail right]. Oh yeah, the block 
sizes have changed so maybe I *did* change the block location! 


I just noticed that it took me *three months* for such a small update - 
I didn't realise until I saw the date of the version of GG you have - 
mebbe I should call myself "Pipe Dream Software" or "Stasis Software", 
it'd be more accurate :) Sometimes I wonder if I should do something 
else first that's a bit simpler (the code base/techniques for GG could 
be used for all sorts of stuff) but then I think that if I start going 
off in other directions then GG will never get finished (and I do want 
to finish it)! 


I'll post the full version when I get home tonight, it'll probably be 
posted around 7.30 to 9.00 ish - that means i'll have to disconnect my 
Dreamcast from my PC monitor though - no Rez for 10 minutes!!! The 
sacrifices I make for you guys :) 


Andy 


Derek da Silva wrote: 


> 

> Hi Andrew 

> 

> The last version of GG I have is: GravityGirl_WorkInProgress290801 and I 
> can't get the new pxe to work properly with the old tims; I guess their 
> positions in VRAM have changed or something. And bblock2b.tim -- I don't 
> know where in RAM it's supposed to go (c; 

> 

> Could you post a complete version? 

> 

> thanks 

> Derek 


—-MESSAGE FILE 9008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07736 


—-MESSAGE FILE 9009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007737 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Developing with MS Visual C++ 

Date: Wed, 16 Jan 2002 18:41:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <a24hnnSenr2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Just thought I'd drop in this interesting bit of info. 


I use VC++ ( Visual Studio) professionally and love it's syntax highlighting 
etc, and so I use it for editing my Yaroze files too. 


Unfortunately I haven't figured out how to get it to use GCC for compiling 
yet, but still. 


Anyhoo, I edit all my .C and .H files using Visual Studio then I use a batch 
file to compile and link them, so I can do everything from within windows 
and never need to drop out to the command box. 

I can even create a visual studio project which contains all my files. 


Here's my batch file... 


Net Yaroze newsgroups message dump.txt Page 5933 


call g:\psx\djsetup 
call make 
pause 


The first line sets up the environment variables, the 2nd calls make and the 
pause just lets me see the results of my make. 


-Kenny 


--MESSAGE FILE 9009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07737 


--MESSAGE FILE 9010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007738 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Developing with MS Visual C++ 

Date: Wed, 16 Jan 2002 23:15:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3c47095c.3027388514@www.netyaroze-europe. com> 
References: <a24hnnSenr2@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Create a Makefile.mak that compiles your program. 


Open up the Makefile in visual studio, it'll ask you if you want to 
make a project/workspace out of the makefile, say yes. Add your 
source files, and voila! F7 will compile your program (or the build 
command if you're not a keyboard freak like I am :) 


Sauce 


On Wed, 16 Jan 2002 18:41:18 -0000, "Kenny Millar" 
<yaroze@ntlworld.com> wrote: 


>Just thought I'd drop in this interesting bit of info. 

> 

>I use VC++ ( Visual Studio) professionally and love it's syntax highlighting 
>etc, and so I use it for editing my Yaroze files too. 

> 

>Unfortunately I haven't figured out how to get it to use GCC for compiling 
>yet, but still. 
> 
>Anyhoo, I edit all my .C and .H files using Visual Studio then I use a batch 
>file to compile and link them, so I can do everything from within windows 
>and never need to drop out to the command box. 

>I can even create a visual studio project which contains all my files. 

> 

>Here's my batch file... 

> 

>call g:\psx\djsetup 

>call make 

>pause 

> 

>The first line sets up the environment variables, the 2nd calls make and the 
>pause just lets me see the results of my make. 

> 

>-Kenny 

> 


—-MESSAGE FILE 9010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07738 
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-—-MESSAGE FILE 9011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007739 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Developing with MS Visual C++ 

Date: Thu, 17 Jan 2002 00:00:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <a254edSenr3@www.netyaroze-europe. com> 

References: <a24hnnSenr2@www.netyaroze-europe.com> <3c47095c.3027388514@www.netyaroz 
e-europe.com> 

NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Cool! Thanks for that. 
-Kenny 


"Steven Osman" <sosman@terratron.com> wrote in message 
news :3c47095c.3027388514@www.netyaroze-europe.com... 
> Create a Makefile.mak that compiles your program. 


Open up the Makefile in visual studio, it'll ask you if you want to 
make a project/workspace out of the makefile, say yes. Add your 
source files, and voila! F7 will compile your program (or the build 
command if you're not a keyboard freak like I am :) 


Sauce 


On Wed, 16 Jan 2002 18:41:18 -0000, "Kenny Millar" 
<yaroze@ntlworld.com> wrote: 


>Just thought I'd drop in this interesting bit of info. 

> 

>I use VC++ ( Visual Studio) professionally and love it's syntax 
highlighting 

> >etc, and so I use it for editing my Yaroze files too. 

>> 

> >Unfortunately I haven't figured out how to get it to use GCC for 
compiling 

> >yet, but still. 

>> 

> >Anyhoo, I edit all my .C and .H files using Visual Studio then I use a 
batch 

> >file to compile and link them, so I can do everything from within windows 


VVVVVVVVVVVV VV 


> >and never need to drop out to the command box. 

> >I can even create a visual studio project which contains all my files. 
>> 

> >Here's my batch file... 

>> 

> >call g:\psx\djsetup 

> >call make 

> >pause 

>> 

> >The first line sets up the environment variables, the 2nd calls make and 
the 

> >pause just lets me see the results of my make. 

>> 

> >-Kenny 

>> 

> 


—-MESSAGE FILE 9011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07739 


—-MESSAGE FILE 9012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007740 
Path: chuka.playstation.co.uk!news 
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From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Small update (full version) 

Date: Thu, 17 Jan 2002 10:22:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <3C46A602.D42AB3EA@peregrine.com> 

References: <3C456047.BBE79090@peregrine.com> 

NNTP-Posting-Host: 194.207.193.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 

Hi all 

The full update is in my ftp area: 
http://www.netyaroze-europe.com/~partinga/ftp/ 

Sorry I couldn't manage to post it here last night, everything was 
working except for mail and news (my PC still isn't fully updated yet - 
i'm still running IE3, outlook isn't set up and Netscape messenger kept 
hanging! 1) 

Andy 

Andrew Partington wrote: 

> 

> Hi everyone! 

> 

> Here's a quick update to let you know i'm still around. There's no 

> proper collision on the triangular blocks yet so be careful! R1/R2 to 
> get the girl in and out of the ship... Again, collision is far from 

> perfect when she's running around, and she doesn't obey many of the 

> known laws of physics :) One thing i'm not too keen on is the way her 
> momentum is killed when she goes up/down slopes, but I can't figure out 
> how to keep her momentum while keeping the movement up/down a slope 

> accurate - if you don't kill the momentum she moves up the slope 

> sometime after she has hit it due to intertia - i've got to sort that 

> out when I get the chance. Օհ, and try perching on the edge of a block 
> when you are flying the ship... 

> 

> Just to go off topic for a bit, the Dreamcast version of Rez is 

> absolutely *fantastic*, especially if you have the VGA adapter. I've 

> been sorely tempted to bring it in to work and hook it up at dinner time 
> :) Has anyone had the chance to compare the DC and imported PS2 

> versions side-by-side? I'm not sure if i've seen some tiny, tiny speed 
> decrease when things get *really* hectic or whether i'm just tripping 

> ;) (I would expect the PS2 to have the advantage in this case). 

> Dreamcast + Rez + VGA Adapter + Vibration Pack + headphones = one happy 
> chappie :) 

> 

> Andy 

> 

> 

> Name: ggupdate160102.zip 

> ggupdatel160102.zip Type: WinZip File (application/x-—unknown-content-type-Win 
Zip) 

> Encoding: base64 


—-MESSAGE FILE 9012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07740 


-—-MESSAGE FILE 9013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007741 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Developing with MS Visual C++ 
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Date: Thu, 17 Jan 2002 22:03:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <3c494a0c.3109485143@www.netyaroze-europe. com> 
References: <a24hnnSenr2@www.netyaroze-europe.com> <3c47095c.3027388514@www.netyaroz 
e-europe.com> <a254edSenr3@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1l1092-099-074.nyc2.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Not a problem. I use visual studio myself. 
Let me know if you're having trouble getting it working. 
Sauce 


On Thu, 17 Jan 2002 00:00:37 -0000, "Kenny Millar" 
<yaroze@ntlworld.com> wrote: 


>Cool! Thanks for that. 

>-Kenny 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news :3c47095c.3027388514@www.netyaroze-europe.com... 

>> Create a Makefile.mak that compiles your program. 

>> 

>> Open up the Makefile in visual studio, it'll ask you if you want to 
>> make a project/workspace out of the makefile, say yes. Add your 

>> source files, and voila! F7 will compile your program (or the build 
>> command if you're not a keyboard freak like I am :) 

>> 

>> Sauce 

>> 

>> On Wed, 16 Jan 2002 18:41:18 -0000, "Kenny Millar" 

>> <yaroze@ntlworld.com> wrote: 

>> 

>> >Just thought I'd drop in this interesting bit of info. 

>> > 

>> >I use VC++ ( Visual Studio) professionally and love it's syntax 
>highlighting 

>> >etc, and so I use it for editing my Yaroze files too. 

>> > 

>> >Unfortunately I haven't figured out how to get it to use GCC for 
>compiling 

>> >yet, but still. 

>> > 

>> >Anyhoo, I edit all my .C and .H files using Visual Studio then I use a 
>batch 

>> >file to compile and link them, so I can do everything from within windows 
>> >and never need to drop out to the command box. 

>> >I can even create a visual studio project which contains all my files. 
>> > 

>> >Here's my batch file... 

>> > 

>> >call g:\psx\djsetup 

>> >call make 

>> >pause 

>> > 

>> >The first line sets up the environment variables, the 2nd calls make and 
>the 

>> >pause just lets me see the results of my make. 

>> > 

>> >-Kenny 

>> > 

>> 

> 


-—-MESSAGE FILE 9013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07741 
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T 


--MESSAGE FILE 9014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007742 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Got my yaroze setup working 

Date: Sun, 20 Jan 2002 14:31:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <a2f96iSm9d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-180-119.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Finally !... 
Managed to make room for my yaroze setup so Im sort of back in business. As 
its all sprawled on the floor I just hope I dont step on something. 


Anyways... managed to have a quick go at the demo's released in the last few 
months ( sheesh.. have I really been without my beloved Yaroze for THAT long 
ջա 

Breach.. woohoo.. its looking like a hum dinger.. as usual the graphics are 


top notch and the gameplay is looking slick. Got high hopes for this one.. I 
like a good shooter. 


GravityGirl.. This too looks like its gonna be a good'un. Look forward to a 
version where the girl does obey the laws of physics more. I hope you get 

her movement sorted on the diagonals.. and the taking off into space quirk. 
Keep at it... its tough to keep working on it after the initial enthusiasm.. 


Im having the same problem with my own project. 


I11 look forward to future demo's of these two. 


-—-MESSAGE FILE 9014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07742 


—-MESSAGE FILE 9015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007743 

Path: chuka.playstation.co.uk!news 

From: James Burns <James_Burns@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Its all quite in here... 

Date: Wed, 06 Feb 2002 15:30:24 +0000 
Organization: SCEE 

Lines: 22 

Message-ID: <3C614C10.22FF1ABC@scee.net> 
NNTP-Posting-Host: 213.219.49.222 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi guys, 
Been a bit quiet of late, hopefully your making games :) 


Anyhoo update time, OPSM issue 82. 
Yaroze games featured: 

Robot Ron 

Yarozians 
& Rocks n Gems (again) 


Also the Senior Producer from Future wants a lot more yaroze games to go 
on the disc. 

As an incentive to you guys he added that for the new games featured 
they will stick your piccy in the mag, some personal details and also a 
Q&A regarding you and your work. Cool eh? 
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So come on guys get some of your games finished! You know you want to... 

Later 

James 


—-MESSAGE FILE 9015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07743 


—-MESSAGE FILE 9016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007744 

Path: chuka.playstation.co.uk!news 

From: James Burns <James_Burns@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Its all quite in here... 

Date: Wed, 06 Feb 2002 15:30:24 +0000 
Organization: SCEE 

Lines: 22 

Message-ID: <3C614C10.22FF1ABC@scee.net> 
NNTP-Posting-Host: 213.219.49.222 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi guys, 
Been a bit quiet of late, hopefully your making games :) 


Anyhoo update time, OPSM issue 82. 
Yaroze games featured: 

Robot Ron 

Yarozians 
& Rocks n Gems (again) 


Also the Senior Producer from Future wants a lot more yaroze games to go 
on the disc. 

As an incentive to you guys he added that for the new games featured 
they will stick your piccy in the mag, some personal details and also a 
Q&A regarding you and your work. Cool eh? 


So come on guys get some of your games finished! You know you want to... 
Later 
James 


—-MESSAGE FILE 9016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07744 


—-MESSAGE FILE 9017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007745 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Its a bit quiet... 

Date: Wed, 6 Feb 2002 09:38:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <a3riht$4217@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi guys, 


Its been very quiet in here... is everyone busy making news games (fingers 
crossed). 
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Just a little update regarding issue 82 of the official ps mag, Robot Ron, 
Yarozians and Rocks n Gems(again) are the featured yaroze games. (yeehar!) 


Catch ya later 


James 


—-MESSAGE FILE 9017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07745 


—-MESSAGE FILE 9018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007746 

Path: chuka.playstation.co.uk!news 

From: James Burns <James_Burns@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its a bit quiet... 

Date: Wed, 06 Feb 2002 15:33:03 +0000 
Organization: SCEE 

Lines: 16 

Message-ID: <3C614CAF.396C7612@scee.net> 
References: <a3riht$4217@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Erm, ignore this, had a problem with outlook :) 


James Burns wrote: 


> Hi guys, 

> 

> Its been very quiet in here... is everyone busy making news games (fingers 
> crossed). 

> 

> Just a little update regarding issue 82 of the official ps mag, Robot Ron, 
> Yarozians and Rocks n Gems(again) are the featured yaroze games. (yeehar!) 
> 

> Catch ya later 

> 

> James 


—-MESSAGE FILE 9018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07746 


—-MESSAGE FILE 9019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007747 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Wed, 6 Feb 2002 15:47:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <a3rjgf$42124@www.netyaroze-europe. com> 
References: <3C614C10.22FF1ABC@scee.net> 
NNTP-Posting-Host: modem-74.angband.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Great news about the games James. 


I think it's been quiet on here lately because peeps have been unable to 
post to the newsgroups?? 
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Peter (testing to see if he can) 


"James Burns" <James_Burns@scee.net> wrote in message 
news: 3C614C10.22FF1ABC@scee.net... 
> Hi guys, 


Been a bit quiet of late, hopefully your making games :) 


Anyhoo update time, OPSM issue 82. 
Yaroze games featured: 

Robot Ron 

Yarozians 
& Rocks n Gems (again) 


Also the Senior Producer from Future wants a lot more yaroze games to go 
on the disc. 

As an incentive to you guys he added that for the new games featured 
they will stick your piccy in the mag, some personal details and also a 
Q&A regarding you and your work. Cool eh? 

So come on guys get some of your games finished! You know you want to... 


Later 


James 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 9019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07747 


-—-MESSAGE FILE 9020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007748 

Path: chuka.playstation.co.uk!news 

From: James Burns <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Wed, 06 Feb 2002 16:28:34 +0000 

Organization: SCEE 

Lines: 39 

Message-ID: <3C6159B2.98C19DA6@scee.net> 

References: <3C614C10.22FF1IABC@scee.net> <a3rjgf$42124@www.netyaroze-europe.com> 
NNTP-Posting-Host: 213.219.49.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Its maybe a good job I did try to post then I may never have found the problem 
>) 


James 


Peter Armstrong wrote: 


> Great news about the games James. 

> 

> I think it's been quiet on here lately because peeps have been unable to 
> post to the newsgroups?? 

> 

> Peter (testing to see if he can) 

> 

> "James Burns" <James_Burns@scee.net> wrote in message 

> news:3C614C10.22FFIABC@scee.net... 

> > Hi guys, 

>> 

> > Been a bit quiet of late, hopefully your making games :) 
>> 

> > Anyhoo update time, OPSM issue 82. 

> > Yaroze games featured: 

>> Robot Ron 
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Yarozians 
& Rocks n Gems (again) 


Also the Senior Producer from Future wants a lot more yaroze games to go 
on the disc. 

As an incentive to you guys he added that for the new games featured 
they will stick your piccy in the mag, some personal details and also a 
Q&A regarding you and your work. Cool eh? 

So come on guys get some of your games finished! You know you want to... 


Later 


James 


VVVVVVVVVVV VV VV 
VVVVVVVVVVV VV VV 


-—-MESSAGE FILE 9020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07748 


-—-MESSAGE FILE 9021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007749 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux is coming! 

Date: Fri, 1 Feb 2002 00:18:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a3rqpb$421145@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


http://ps2.ign.com/news/41321.html 


-Kenny 


--MESSAGE FILE 9021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07749 


--MESSAGE FILE 9022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007750 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Ps2 Linux = pre ordering for the UK 

Date: Wed, 6 Feb 2002 17:56:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <a3rqu0S421148@www.netyaroze-europe.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Gl 


Just got this email from SCEE... 
Many thanks for expressing your interest in Linux(for PlayStation 2) on 
our website (http://www.technology.scee.net/). 


We're happy to announce that Linux will be released in May in both the 


USA (SCEA) and PAL territories (including Europe and Australia), with 


full information and screenshots now to be found on our site. 
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In addition, a joint website for interested users has been set up at 
http://playstation2-linux.com, which includes discussion and bulletin 

boards. 

Finally, although sales haven't yet started, if you send an e-mail with 

the message "Subscribe" to ps2linux-request@technology.scee.net we'll 

let you know when pre-ordering starts. 


Many thanks again, 


Sony Computer Entertainment Europe 


—-MESSAGE FILE 9022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07750 


—-MESSAGE FILE 9023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007751 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Wed, 6 Feb 2002 18:07:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <a3rrgo$421159@www.netyaroze-europe. com> 

References: <3C614C10.22FF1ABC@scee.net> <a3rijgf$42124@www.netyaroze-europe.com> <3C 
6159B2.98C19DA6@scee.net> 

NNTP-Posting-Host: dialup.212-50-166-189.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Great news on the OPSM! I should have another release soon and I know Marc 
Lambert and Jon Prestidge both have games on the go. 


> Its maybe a good job I did try to post then I 
> may never have found the problem 


I did try and mail ps_yaroze@scee.net with the NG problem, is this email 
never read anymore then? 


-—-MESSAGE FILE 9023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07751 


--MESSAGE FILE 9024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007752 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <hungryghost@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Wed, 6 Feb 2002 18:32:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <a3rt6i$421188@www.netyaroze-europe. com> 
References: <3C614C10.22FF1ABC@scee.net> 
NNTP-Posting-Host: du-025-0119.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 
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This is good news! I've got a couple of games in the works that might 
actually get finished now! 


-ՔԲո 


"James Burns" <James_Burns@scee.net> wrote in message 
news: 3C614C10.22FF1ABC@scee.net... 
Hi guys, 


Been a bit quiet of late, hopefully your making games :) 


Anyhoo update time, OPSM issue 82. 
Yaroze games featured: 

Robot Ron 

Yarozians 
& Rocks n Gems (again) 


Also the Senior Producer from Future wants a lot more yaroze games to go 
on the disc. 

As an incentive to you guys he added that for the new games featured 
they will stick your piccy in the mag, some personal details and also a 
Q&A regarding you and your work. Cool eh? 

So come on guys get some of your games finished! You know you want to... 
Later 


James 
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—-MESSAGE FILE 9024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07752 


-—-MESSAGE FILE 9025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007753 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james_burns@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Wed, 6 Feb 2002 19:47:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <a3slgv$421261@www.netyaroze-europe. com> 


References: <3C614C10.22FF1ABC@scee.net> <a3rijgf$42124@www.netyaroze-europe.com> <3C 


6159B2.98C19DA6@scee.net> <a3rrgo$421159@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-62.spotted-trigger.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Matt, 
I usually check the contact email everyday. 


Sounds like there is a problem with that too! 
I'll try and get it sorted tomorrow and find out whats all going on.... 


Later 
James 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: a3rrgo$421159@www.netyaroze-europe.com... 


> Great news on the OPSM! I should have another release soon and I know 
Marc 

> Lambert and Jon Prestidge both have games on the go. 

> 


> > Its maybe a good job I did try to post then I 
> > may never have found the problem 
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I did try and mail ps_yaroze@scee.net with the NG problem, is this email 
never read anymore then? 


VVVVVVV 


—-MESSAGE FILE 9025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07753 


-—-MESSAGE FILE 9026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007754 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Wed, 6 Feb 2002 23:09:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <a3sdc7$421460@www.netyaroze-europe. com> 
References: <3C614C10.22FF1ABC@scee.net> 
NNTP-Posting-Host: modem-3734.orangutan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Also the Senior Producer from Future wants a lot more yaroze games to go 
on the disc. 
As an incentive to you guys he added that for the new games featured 
they will stick your piccy in the mag, some personal details and also a 
Q&A regarding you and your work. Cool eh? 


V V V V 


/me dusts down his Yaroze. Mumbles...."Damn dust... damn dusty fuzz that 
has appeared on my Yaroze" 
/me searches high and low for all the CD's 

/me tries to remember everything about Yaroze coding 


1) 


Bob 


—-MESSAGE FILE 9026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07754 


--MESSAGE FILE 9027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007755 

Path: chuka.playstation.co.uk!news 

From: James Burns <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Thu, 07 Feb 2002 08:36:32 +0000 

Organization: SCEE 

Lines: 39 

Message-ID: <3C623C90.E8900521@scee.net> 

References: <3C614C10.22FF1ABC@scee.net> <a3rijgf$42124@www.netyaroze-europe.com> <3C 
6159B2.98C19DA6@scee.net> <a3rrgo$421159@www.netyaroze-europe.com> <a3slgv$421261@ww 
w.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi, 
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The ps_yaroze@scee.net emai is broke, I am getting it fixed... 
Will let you all know when its operational. 


Let me know if theres anything else amiss. 
Cheers 

James 

James Burns wrote: 

Hi Matt, 

I usually check the contact email everyday. 


Sounds like there is a problem with that too! 
I'll try and get it sorted tomorrow and find out whats all going on.... 


Later 
James 


"Matt Verran" <mverran@btinternet.com> wrote in message 
news: a3rrgo$421159@www.netyaroze-europe.com... 


VVVVVVVVVVVVV VV VV VV VV VV VV 


> Great news on the OPSM! I should have another release soon and I know 
Marc 

> Lambert and Jon Prestidge both have games on the go. 

> 

> > Its maybe a good job I did try to post then I 

> > may never have found the problem 

> 

> I did try and mail ps_yaroze@scee.net with the NG problem, is this email 
> never read anymore then? 

> 

> 

> 

> 


—-MESSAGE FILE 9027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07755 


—-MESSAGE FILE 9028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007756 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its all quite in here... 

Date: Thu, 7 Feb 2002 12:32:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <a3tsgu$62e597@www.netyaroze-europe. com> 
References: <3C614C10.22FF1ABC@scee.net> 
NNTP-Posting-Host: modem-3449.chimpanzee.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I leave the room for 2 minutes and everyone starts posting again :) 


Glad to see everyone is busy, not sure about putting pictures in the mag 
isn't that a punishment for the readers :) 


I only wish I had something to submit, still working on this PC Budget game 
: ( 


Nigel 


> As an incentive to you guys he added that for the new games featured 
> they will stick your piccy in the mag, some personal details and also a 
> Q&A regarding you and your work. Cool eh? 
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-—-MESSAGE FILE 9028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07756 


—-MESSAGE FILE 9029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007757 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Ps2 Linux = pre ordering for the UK 

Date: Thu, 7 Feb 2002 12:33:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <a3tsgu$62e598@www.netyaroze-europe. com> 
References: <a3rqu0$421148@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3449.chimpanzee.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Can't wait... 


And its very close to the UK release of the Gamecube as well, oh and the 
next Star Wars (please let it be good). 


Nigel 


-—-MESSAGE FILE 9029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
077577 


-—-MESSAGE FILE 9030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007758 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux 1.0 Officially Announced 

Date: Sat, 09 Feb 2002 01:32:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3c647c14.414972008@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Some links: 


http://www.ps2linux.com/press.html 
http://www.technology.scee.net/cgi-bin/scee/scee.pl?ps2linux 

http: //www.prnewswire.com/cgi-bin/stories.p1l?ACCT=104&STORY=/www/story/01-30-2002/00 
01658223&EDATE= 
http://news.com.com/2100-1040-825762.html 
http://www. reuters.com/news_article. jhtml?type=technologynews&StoryID=555266 


It's priced $199 for US and $215 for Europe. 


—-MESSAGE FILE 9030 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07758 


—-MESSAGE FILE 9031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007759 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: PS2 Linux 1.0 Officially Announced 

Date: Sat, 09 Feb 2002 01:36:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3c647cfc.415203761@www.netyaroze-europe. com> 
References: <3c647c14.414972008@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


BEES. ca 


Sorry, that's been sitting in my outbox for over a week now. I was 
having trouble posting here for some reason. 


sauce 


On Sat, 09 Feb 2002 01:32:10 GMT, sosman@terratron.com (Steven Osman) 
wrote: 


>Some links: 

> 

>http://www.ps2linux.com/press.html 
>http://www.technology.scee.net/cgi-bin/scee/scee.pl?ps2linux 
>http://www.prnewswire.com/cgi-bin/stories.pl?ACCT=104&STORY=/www/story/01-30-2002/0 
001658223&EDATE= 
>http://news.com.com/2100-1040-825762.html 
>http://www.reuters.com/news_article. jhtml?type=technologynewséStoryID=555266 
> 

>It's priced $199 for US and $215 for Europe. 

> 

> 


--MESSAGE FILE 9031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07759 


—-MESSAGE FILE 9032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007760 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: A little survey? -- PS2 Linux Kit 

Date: Wed, 13 Feb 2002 10:17:25 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <cq0l6ukb6falsq4v4guu7fkp711f2gb/vf@4ax.com> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


How many people are thinking about getting the PS2 Linux kit? 


I've been reading more and more about it and talking to some people. 
It seems as if there's very little that you *can't* do with the kit! 


Steven 
—-MESSAGE FILE 9032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07760 


—-MESSAGE FILE 9033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007761 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 13 Feb 2002 16:35:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 3 

Message-ID: <a4e4tnSkaul@www.netyaroze-europe.com> 
References: <cq0l6ukb6éfalsq4v4guu7fkp711f2gb7vf@4ax.com> 
NNTP-Posting-Host: host217-35-23-109.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


meeeee!!! 


—-MESSAGE FILE 9033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07761 


—-MESSAGE FILE 9034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007762 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 13 Feb 2002 17:51:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <a4e9biSkau2@www.netyaroze-europe. com> 
References: <cqO0l6ukb6falsq4v4guu7fkp711f2gb/vf@4ax.com> 
NNTP-Posting-Host: modem-1603.panther.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I will, if I can find a monitor that supports sync on green. 
Bob 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: cq0l6éukb6falsq4v4guu7fkp711f2gbi7vf@4ax.com... 
> How many people are thinking about getting the PS2 Linux kit? 


> 

> I've been reading more and more about it and talking to some people. 
> It seems as if there's very little that you *can't* do with the kit! 
> 
> 


Steven 


-—-MESSAGE FILE 9034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07762 


—-MESSAGE FILE 9035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007763 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 13 Feb 2002 18:07:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a4eajhSkau3@www.netyaroze-europe. com> 
References: <cq0l6ukb6éfalsq4v4guu7fkp711f2gb7/vfe4ax.com> 
NNTP-Posting-Host: modem-2069.chimpanzee.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4910.0300 


Yep, I'll have one. 


Nigel 
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—-MESSAGE FILE 9035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07763 


—-MESSAGE FILE 9036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007764 
Path: chuka.playstation.co.uk!news 


From: "Ben James" <benjames@clara.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: A little survey? -- PS2 Linux Kit 


Date: Wed, 13 Feb 2002 18:26:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <a4ebgkSkau4@www.netyaroze-europe. com> 
References: <cqO0l6ukb6falsq4v4guu7fkp711f2gb/vf@4ax.com> 
NNTP-Posting-Host: du-024-0063.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


I probably will be though I'm still not entrirely sure what the thing can 
actually do. Needing a monitor for it is a bit off-putting too. I'll 
probably buy one regardless anyway provided I can bare to retire my beloved 
Yaroze. 


"Steven Osman" <sosman@terratron.com> wrote in message 
news:cq0l6éukb6éfalsq4v4guu7fkp711f2gbi7vf@4ax.com... 
> How many people are thinking about getting the PS2 Linux kit? 


> 

> I've been reading more and more about it and talking to some people. 
> It seems as if there's very little that you *can't* do with the kit! 
> 

> Steven 


-—-MESSAGE FILE 9036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07764 


—-MESSAGE FILE 9037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007765 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james_burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 13 Feb 2002 21:43:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <a4emvq$n7j61@www.netyaroze-europe.com> 
References: <cqO0l6ukb6éfalsq4v4guu7fkp711f2gb/vf@4ax.com> 
NNTP-Posting-Host: modem-32.eilenach.dialup.pol.co.uk 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Well I'll try and shark at least one from work, set it up to work from a tv 
at work and use it at home :) 
If that fails, I'll buy one. 


James 

"Steven Osman" <sosman@terratron.com> wrote in message 

news: cq0l6éukb6falsq4v4guu7fkp711f2gbi7vf@4ax.com... 

> How many people are thinking about getting the PS2 Linux kit? 


I've been reading more and more about it and talking to some people. 
It seems as if there's very little that you *can't* do with the kit! 


VV V V V 


Steven 
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-—-MESSAGE FILE 9037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07765 


—-MESSAGE FILE 9038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007766 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: A little survey? -- PS2 Linux Kit 
Date: Wed, 13 Feb 2002 23:08:07 -0800 
Organization: CowboyCoder .com 


Lines: 11 

Message-ID: <3C6B6257.9A9F6D3D@127.0.0.1> 

References: <cqO0l6ukb6falsq4v4guu7fkp711f2gb/vf@4ax.com> 
NNTP-Posting-Host: pc4-camb4-0-cust199.cam.cable.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Steven Osman wrote: 

> 

> How many people are thinking about getting the PS2 Linux kit? 

Well, even though I have the Japanese one, I'll still be getting a UK 
one for my PAL PS2 that lives under my TV ;) 


> I've been reading more and more about it and talking to some people. 
> It seems as if there's very little that you *can't* do with the kit! 
Indeed, it's like the Yaroze, but better :) 


M. 
--MESSAGE FILE 9038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07766 


—-MESSAGE FILE 9039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007767 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: A little survey? -- PS2 Linux Kit 
Date: Wed, 13 Feb 2002 23:15:17 -0800 
Organization: CowboyCoder .com 

Lines: 22 


Message-ID: <3C6B6405.BF0969AB@127.0.0.1> 

References: <cq0l6éukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com> <a4ebgk$kau4@www.netyaroze-— 
europe. com> 

NNTP-Posting-Host: pc4-camb4-0-cust199.cam.cable.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Ben James wrote: 

> 

> I probably will be though I'm still not entrirely sure what the thing can 
> actually do. 
Linux Apps or nearly-native PS2 Apps, someone in Japan already put that 
Yaroze game Fatal Fantasy onto it. 


> Needing a monitor for it is a bit off-putting too. 

AFAIK you can build yourself a little adapter to take the sync signal 
from the green component and feed it into the VSync line, check the net. 
So any old monitor should suffice[1], although if you only have one that 
you use for your PC then you might want to buy/build a switch box. 


> I'll 

> probably buy one regardless anyway provided I can bare to retire my beloved 
> Yaroze. 

Why retire it? I'll still be trying to complete a couple of Yaroze games 

this year, they may also appear on PS2 in an 'enhanced' form. 
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[1] old, but of suitable capabilities, XGA I believe. 
—-MESSAGE FILE 9039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07767 


—-MESSAGE FILE 9040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007768 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: WipEout! 
Date: Wed, 13 Feb 2002 23:09:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a4ervm$Sn7j62@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-23-109.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Just wondering if: 

1: anyone has Wipeout Fusion 

2: (main bit) If anyone knows exactly WHY you go thru the walls, is it moves 
like quake lifting you abouve collision bounderies or is it something else? 
I was just wondering.. 

Chris 


-—-MESSAGE FILE 9040 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07768 


—-MESSAGE FILE 9041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007769 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: 13 Feb 2002 23:16:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c1b4e3$9da38600$4271933e@pal-—s-—omnibook> 
References: <cqO0l6ukb6falsq4v4guu7fkp711f2gb/vf@4ax.com> 
NNTP-Posting-Host: nas-—cbv-9-113-66.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


> How many people are thinking about getting the PS2 Linux kit? 


Count me in. Definitely. I'll get a PS2 just for the thing. 
pal 


—-MESSAGE FILE 9041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07769 


—-MESSAGE FILE 9042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007770 

Path: chuka.playstation.co.uk!news 

From: "Warren" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 13 Feb 2002 23:55:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <a4euka$nj63@www.netyaroze-europe. com> 

References: <cq0l6ukb6éfalsq4v4guu7fkp711f2gb7vf@4ax.com> 
NNTP-Posting-Host: publicl-burn2-3-cust35.manc.broadband.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


yep, me too. By telneting on to the yaroze you could get round the sync on 
green (can't you?). Plus you can have the PC on the desk and the Yaroze2 
under the tv, where it belongs. 


—-MESSAGE FILE 9042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07770 


—-MESSAGE FILE 9043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007771 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james_burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Issue 82 

Date: Thu, 14 Feb 2002 00:37:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <a4f15m$nj64@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-120.ocellaris-clown.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi guys, 


Just seen issue 82 of the official mag. 
2 nice columns on Robot Ron and Yarozians. 


They also included Yarozescene url and mentioned the high score table for 
Robot Ron. 


Hopefully we'll see some more new games soon (nudge nudge) 


Later 


James 


—-MESSAGE FILE 9043 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07771 


--MESSAGE FILE 9044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007772 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Thu, 14 Feb 2002 13:06:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a4gdih$nj65@www.netyaroze-europe. com> 
References: <cq0l6ukb6éfalsq4v4guu7fkp711f2gb7vf@4ax.com> 
NNTP-Posting-Host: dialup.212-50-166-166.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I'll be getting one! 


—-MESSAGE FILE 9044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07772 
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-—-MESSAGE FILE 9045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007773 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Thu, 14 Feb 2002 13:14:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3C6BB853.71401DDD@peregrine.com> 

References: <cq0l6ukb6éfalsq4v4guu7fkp711f2gb7vf@4ax.com> 
NNTP-Posting-Host: 194.207.193.94 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Me! I'm definitely up for it!! 
Steven Osman wrote: 
How many people are thinking about getting the PS2 Linux kit? 


I've been reading more and more about it and talking to some people. 
It seems as if there's very little that you *can't* do with the kit! 


VVVVVVV 


Steven 
—-MESSAGE FILE 9045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07773 


—-MESSAGE FILE 9046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007774 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Issue 82 

Date: Thu, 14 Feb 2002 14:21:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <a4ghct$n7j66@www.netyaroze-europe. com> 
References: <a4f15mS$n7j64@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup.213-249-161-205.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Very cool :-) 


Marc. 


"James Burns" <james_burns@scee.net> wrote in message 
news: a4f15m$nj64@www.netyaroze-europe.com... 
> Hi guys, 


Just seen issue 82 of the official mag. 
2 nice columns on Robot Ron and Yarozians. 


They also included Yarozescene url and mentioned the high score table for 
Robot Ron. 


Hopefully we'll see some more new games soon (nudge nudge) 


Later 


James 


VVVVVVVVVVV VV 
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> 
> 
> 


—-MESSAGE FILE 9046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07774 


--MESSAGE FILE 9047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007775 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: contact email working 

Date: Thu, 14 Feb 2002 14:38:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a4giel1$Snj67@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi guys, 

Finally got the email address sorted, and I now see a lot of posts to it. 
That should please the guys at OPSM :) 

Later 


James 


-—-MESSAGE FILE 9047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07775 


-—-MESSAGE FILE 9048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007776 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <news@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Sat, 16 Feb 2002 01:26:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3C6DB547.6000807@100Tinsoldiers.com> 

References: <cqO0l6éukb6falsq4v4guu7fkp711f2gb7vf@4ax.com> <a4eajhS$kau3@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: modem-3922.chimpanzee.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:0.9.8) Gecko/20020204 
X-Accept—-Language: en-us 


To get me started I'm now typing this on a Linux install on my PC, very 
nice. 


I've had SUSE 7.2 sitting around for ages but now all the great 3D 
packages are going over to Linux and PS2 Linux is a few months away I 
thought it was time to get things moving, and hopefully ditch Windows. 


Nigel 


—-MESSAGE FILE 9048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07776 


—-MESSAGE FILE 9049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007777 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Fri, 15 Feb 2002 20:58:19 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <s4fr6u0fsl409bcuh5s6g97gte3gpfjdkk@4ax.com> 
References: <cq0l6éukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com> <a4e9biSkau2@www.netyaroze-— 
europe. com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


Is yours? There's a utility floating around that should be able to 
check for you. 


Sauce 


On Wed, 13 Feb 2002 17:51:09 -0000, "Bob Shand" <bob@shand.org.uk> 
wrote: 


>I will, if I can find a monitor that supports sync on green. 

> 

>Bob 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 
>news:cq0léukbé6éfalsq4v4guu7fkp711f2gb/vf@4ax.com... 

>> How many people are thinking about getting the PS2 Linux kit? 

>> 

>> I've been reading more and more about it and talking to some people. 
>> It seems as if there's very little that you *can't* do with the kit! 


>> Steven 


—-MESSAGE FILE 9049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07777 


—-MESSAGE FILE 9050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007778 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Fri, 15 Feb 2002 21:00:49 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <d6fr6ug42tbleadghfu8ahj35mj0mo5fle@4ax.com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com> <a4ebgk$kau4@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


You only need a monitor for it when you install it. After that, you 
can either display everything on your TV, or, if you do what I plan on 
doing, you can develop remotely (by telnetting into it from your PC), 
and display everything on your TV -- much like you do now with your 
Yaroze. 


Sauce 


On Wed, 13 Feb 2002 18:26:36 -0000, "Ben James" <benjames@clara.co.uk> 
wrote: 


>I probably will be though I'm still not entrirely sure what the thing can 
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>actually do. Needing a monitor for it is a bit off-putting too. I'll 
>probably buy one regardless anyway provided I can bare to retire my beloved 
>Yaroze. 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 
>news:cq0léukb6falsq4v4guu7fkp711f2gbivf@4ax.com... 

>> How many people are thinking about getting the PS2 Linux kit? 

>> 

>> I've been reading more and more about it and talking to some people. 

>> It seems as if there's very little that you *can't* do with the kit! 


>> Steven 


-—-MESSAGE FILE 9050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07778 


—-MESSAGE FILE 9051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007779 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Fri, 15 Feb 2002 21:01:30 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <2bfr6u0d0sj9vn6nn8t 99guvikhf4qe3il@4ax.com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com> <a4emvq$nj61@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


No fair! 

I don't like you! 

We all have to go and get one for ourselves, and so should you! 
Steven 


On Wed, 13 Feb 2002 21:43:44 -0000, "James Burns" 
<james_burns@scee.net> wrote: 


>Well I'll try and shark at least one from work, set it up to work from a tv 
>at work and use it at home :) 

>If that fails, I'll buy one. 

> 

>James 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 
>news:cq0léukbé6falsq4v4guu7fkp711f2gbivf@4ax.com... 

>> How many people are thinking about getting the PS2 Linux kit? 

>> 

>> I've been reading more and more about it and talking to some people. 
>> It seems as if there's very little that you *can't* do with the kit! 


>> Steven 


—-MESSAGE FILE 9051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07779 


-—-MESSAGE FILE 9052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007780 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 
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Date: Fri, 15 Feb 2002 21:04:33 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <rffr6ucie7ct9030me3a3srvaov837702ae4ax.com> 
References: <cq0l6ukbéfalsq4v4guu7fkp711f2gbivf@4ax.com> <a4euka$nj63@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


You can get around it *AFTER* you've installed the system. Take your 
PS2 to someone who has a sync on green monitor if you don't have one. 
Set everything up, hook it up to his tv, set it up to output to the 
TV, then, when everything looks like it works well, take it home with 
you. 


Steven 
On Wed, 13 Feb 2002 23:55:02 -0000, "Warren" <W@rrenKhan.com> wrote: 


>yep, me too. By telneting on to the yaroze you could get round the sync on 


>green (can't you?). Plus you can have the PC on the desk and the Yaroze2 
>under the tv, where it belongs. 

> 

> 


—-MESSAGE FILE 9052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07780 


-—-MESSAGE FILE 9053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007781 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Sat, 16 Feb 2002 12:31:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <a4ljrpSej1l@www.netyaroze-europe. com> 

References: <cqO0l6ukb6éfalsq4v4guu7fkp711f2gb7vf@4ax.com> <a4ebgkSkau4@www.netyaroze- 
europe.com> <d6éfr6ug42tbleadghfu8ahj35mj0mo5fle@4ax.com> 

NNTP-Posting-Host: du-028-0053.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Oh cool! I didn't realise that. Thanks! 


"Steven Osman" <sosman@terratron.com> wrote in message 

news: d6ofréug42tbleadghfu8ahj35mj0mo5fle@4ax.com... 

> You only need a monitor for it when you install it. After that, you 
can either display everything on your TV, or, if you do what I plan on 
doing, you can develop remotely (by telnetting into it from your PC), 
and display everything on your TV -- much like you do now with your 
Yaroze. 


Sauce 


On Wed, 13 Feb 2002 18:26:36 -0000, "Ben James" <benjames@clara.co.uk> 
wrote: 


>I probably will be though I'm still not entrirely sure what the thing can 
>actually do. Needing a monitor for it is a bit off-putting too. I'll 
>probably buy one regardless anyway provided I can bare to retire my 
beloved 

> >Yaroze. 

>> 

> >"Steven Osman" <sosman@terratron.com> wrote in message 

> >news:cq0léukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com... 


VVVVVVVVVVV VV 
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>> How many people are thinking about getting the PS2 Linux kit? 

>> 

>> I've been reading more and more about it and talking to some people. 
>> It seems as if there's very little that you *can't* do with the kit! 


>> Steven 


VVVVVVVV 


—-MESSAGE FILE 9053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07781 


—-MESSAGE FILE 9054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007782 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Sat, 16 Feb 2002 23:16:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a4mpb5Sej2@www.netyaroze-europe. com> 
References: <cq0l6ukb6falsq4v4guu7fkp711f2gb7vfe@4ax.com> 
NNTP-Posting-Host: 213.122.50.8 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Oo Ooo .. me ! 


that doesnt mean the Yaroze will be retired.. how can I retire it.. theres 
still so much I havent tried doing on it. 

Im sure looking forward to PS2 Linux.. should bring in a flurry of activity 
and this time T11 be around from the start. 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: cq0léukb6falsq4v4guu7fkp711f2gb/vf@4ax.com... 
> How many people are thinking about getting the PS2 Linux kit? 


> 

> I've been reading more and more about it and talking to some people. 
> It seems as if there's very little that you *can't* do with the kit! 
> 

> Steven 


-—-MESSAGE FILE 9054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07782 


—-MESSAGE FILE 9055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007783 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Sun, 17 Feb 2002 14:33:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <a4o0f4jSej3@www.netyaroze-europe.com> 
References: <cq0l6ukb6éfalsq4v4guu7fkp711f2gb7vf@4ax.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Count me in! 


"Steven Osman" <sosman@terratron.com> wrote in message 
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news: cq0léukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com... 
How many people are thinking about getting the PS2 Linux kit? 


> 
> 
> I've been reading more and more about it and talking to some people. 
> It seems as if there's very little that you *can't* do with the kit! 
> 

> Steven 


—-MESSAGE FILE 9055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07783 


-—-MESSAGE FILE 9056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007784 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: printf misses some data 

Date: 17 Feb 2002 23:28:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-9-113-51.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm using printf to record a lot of debug info, and it appears that once in 
a while (very rarely but enough to really annoy me), a chunk of data isn't 
received by my pc. Eg "printf("%SX",i)" may print just "12" when i is 
actually 123! 


I made my data as small as possible but this still happens. Any help, 
hints, workarounds, thoughts? Is there some sort of fflush available (i 
couldn't find it)? 


pal 


—-MESSAGE FILE 9056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07784 


—-MESSAGE FILE 9057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007785 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Sun, 17 Feb 2002 23:59:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <a4pg6fSej4@www.netyaroze-europe. com> 
References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> 
NNTP-Posting-Host: 213.122.38.94 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I don't know of a flush buffer routine..... but you could force a buffer 
flush in a really naff way by printing a load of Xs or some other text. 
But the buffer probably isn't the problem because I would have thought it 
would print the whole string if it's printed any at-all. 


Try using SIOCONS if you're using PSComUtil or visa-versa. 


I've had problems with printfs in the past....and the only thing that seemed 
to solve the problem was reducing the amount of text in printf statements 
through-out my program (even, and especially, printfs that don't get 
executed). 


Jon 
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pal <palpalpalpal@hotmail.com> wrote in message 

news :01c1b80a$054869a0$3371933e@pal-—s-—omnibook... 

> I'm using printf to record a lot of debug info, and it appears that once 
in 


> a while (very rarely but enough to really annoy me), a chunk of data isn't 
> received by my pe. Eg "printf("SX",i)" may print just "12" when i is 

> actually 123! 

> 

> I made my data as small as possible but this still happens. Any help, 

> hints, workarounds, thoughts? Is there some sort of fflush available (i 

> couldn't find it)? 

> 

> pal 

> 


—-MESSAGE FILE 9057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07785 


-—-MESSAGE FILE 9058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007786 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Issue 82 

Date: Mon, 18 Feb 2002 00:01:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <a4pg9sSej5@www.netyaroze-europe. com> 
References: <a4f15m$nj64@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.122.38.94 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Smart. 
> Hopefully we'll see some more new games soon (nudge nudge) 
Yep Matt and me are working on something that should not take too long. 


Jon 


—-MESSAGE FILE 9058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07786 


—-MESSAGE FILE 9059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007787 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: SYNC ON GREEN 

Date: Mon, 18 Feb 2002 00:13:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <a4pgvfSej6@www.netyaroze-europe. com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gb7vfit@4ax.com> <a4e9biSkau2@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: 213.122.38.94 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I'm getting one too. Can't wait. 


> I will, if I can find a monitor that supports sync on green. 


Net Yaroze newsgroups message dump.txt Page 5961 


I had a computer that output only sync on green (a DEC VAXstation). I made 


a littl] 


e circuit that split off the sync from the green line and made a 


separate sync line and it worked fine with my ordinary PC monitor. Soy. 
probably do the same for the Linux kit when I get it..... if so I'll give 


anyone 


who wants it the circuit diagram. Infact I would be very surprized 


if there wasn't a little ready-built in-line unit you could buy --- have a 


Jon 


look on the net (it will probably be called a 'sync separator' or something 
like that). 


—-MESSAGE FILE 9059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07787 


—-MESSAGE FILE 9060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007788 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 


Lines: 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: printf misses some data 

Date: Mon, 18 Feb 2002 10:32:07 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


44 


Message-ID: <3C70D827.DEABCAFE@peregrine.com> 

References: <01c1b80aS$054869a0$3371933e@pal-—s-omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: 194.207.193.83 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi Pal 


I seem 


to remember reading somewhere that there is some issue with 


sending data back to the PC when using a port speed of 115200 bps (can't 
remember if it's a yaroze hardware issue or not). 


Try dropping your port speed to 57600 bps [hope you haven't got too much 
data to upload ;)] 


Hope this helps 


Andy 


"Jon Prestidge (Jon@surfed.to)" wrote: 


> 


I've 


Jon 


I don't know of a flush buffer routine..... but you could force a buffer 
flush in a really naff way by printing a load of Xs or some other text. 
But the buffer probably isn't the problem because I would have thought it 
would print the whole string if it's printed any at-all. 


Try using SIOCONS if you're using PSComUtil or visa-versa. 


had problems with printfs in the past....and the only thing that seemed 


to solve the problem was reducing the amount of text in printf statements 
through-out my program (even, and especially, printfs that don't get 
executed). 


pal <palpalpalpal@hotmail.com> wrote in message 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> in 
> 

> 

> 

> 


news:01c1b80a$054869a0$3371933e@pal-s-omnibook... 
> I'm using printf to record a lot of debug info, and it appears that once 


> a while (very rarely but enough to really annoy me), a chunk of data isn't 
> received by my pc. Eg "printf("%X",i)" may print just "12" when i is 

> actually 123! 
> 
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> > I made my data as small as possible but this still happens. Any help, 

> > hints, workarounds, thoughts? Is there some sort of fflush available (i 
> > couldn't find it)? 

>> 

> > pal 

>> 


—-MESSAGE FILE 9060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07788 


—-MESSAGE FILE 9061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007789 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SYNC ON GREEN 

Date: Mon, 18 Feb 2002 23:55:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <a4s4en$7691@www.netyaroze-europe. com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gb7vfe@4ax.com> <a4e9biSkau2@www.netyaroze- 
europe.com> <a4pgvfSej6@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I have a funny fealing that most monitors made in the past 5 years will 
support sync on green. 

I have tested several old monitors from fiddly old 'Locland' ones to modern 
DELLs and they all support sync on green. 

-Kenny 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news :a4pgvfSej6é@www.netyaroze-europe.com... 
I'm getting one too. Can't wait. 


v 


> 

> 

> > I will, if I can find a monitor that supports sync on green. 
> 

> 


I had a computer that output only sync on green (a DEC VAXstation). I 
made 
> a little circuit that split off the sync from the green line and made a 
> separate sync line and it worked fine with my ordinary PC monitor. So 
EY Sa 
> probably do the same for the Linux kit when I get it..... if so I'll give 
> anyone who wants it the circuit diagram. Infact I would be very 
surprized 
> if there wasn't a little ready-built in-line unit you could buy --- have a 
> look on the net (it will probably be called a 'sync separator' or 
something 
> like that). 
> 
> Jon 
> 
> 


—-MESSAGE FILE 9061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07789 


-—-MESSAGE FILE 9062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007790 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 19 Feb 2002 00:05:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <01c1b8d8S48bbd2c0$f584933e@pal-—s-—omnibook> 
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References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> 

NNTP-Posting-Host: nas-cbv-2-132-245.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Andrew Partington <andrew.partington@peregrine.com> wrote: 
> Try dropping your port speed to 57600 bps [hope you haven't got too much 
data to upload ;)] 


Thanks for the hint Andy, 

I tried 57600 and even 9600 (btw you dont have to upload at that speed, you 
can upload at any speed then change speed then 'go'). With 57600 I still 
got errors, and with 9600 I got... heavy slowdown (so much that I couldnt 
run the program long enough to look for errors)! 

A little slowdown also with 57600; unfortunately slowdown is not acceptable 
for what I need... 


> "Jon Prestidge (Jon@surfed.to)" wrote: 

> > But the buffer probably isn't the problem because I would have thought 
it 

> > would print the whole string if it's printed any at-all. 


Yes you're probably right. 
> > Try using SIOCONS if you're using PSComUtil or visa-versa. 


I'm using Siocons. I can't find PSComUtil, I've looked through Yarozescene 
and the Member pages list, any link? 

However I tried PsxComm by Kenny Millar and it looks like there are no more 
errors (at 115200bps). I can't be sure though as there is a lot of output. 
Unfortunately I also need the output to be saved to a file... (I used 
redirection with Siocons). I could copy/paste but it's painful when you do 
it too many times and PsxComm does have a limit on the amount of text it 
stores (not a small limit, but a limit nonetheless) - and yes I need all 
the data at once : ( 


<snip> 
> > (even, and especially, printfs that don't get executed). 


...weird! Any explanation? 
pal 


-—-MESSAGE FILE 9062 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07790 


—-MESSAGE FILE 9063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007791 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Tue, 19 Feb 2002 01:15:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <a4s916$7692@www.netyaroze-europe. com> 

References: <01c1b80a$054869a0$3371933e@pal-—s-omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lclb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> 

NNTP-Posting-Host: 213.122.51.113 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> I can't be sure though as there is a lot of output. 
> Unfortunately I also need the output to be saved 
> to a file... (I used redirection with Siocons). 


I suppose it could be redirection that causes the problem -- slowing down 
the comms while it does a disk access causing a serial buffer over-run. 
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Jon 


—-MESSAGE FILE 9063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07791 


—-MESSAGE FILE 9064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007792 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Tue, 19 Feb 2002 11:52:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3C723C68.C436EE62@peregrine.com> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lclb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> 

NNTP-Posting-Host: 194.207.193.61 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


<snip> 

> > > Try using SIOCONS if you're using PSComUtil or visa-versa. 

> 

> I'm using Siocons. I can't find PSComUtil, I've looked through Yarozescene 
> and the Member pages list, any link? 


PSComUtil is part of CodeWarrior. However i'm not sure if this will 
cure the problem (see snippet from the Net Yaroze Programming FAQ below) 


"Why does the output of printf() sometimes corrupt? 


Codewarrior sometimes drops bytes. The solution is to use SIOCONS. 
Dropping the baud rate helps, but does not eliminate the problem." 


Andy 
—-MESSAGE FILE 9064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07792 


—-MESSAGE FILE 9065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007793 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Tue, 19 Feb 2002 19:26:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a4u95q$7695@www.netyaroze-europe. com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gb7vfe@4ax.com> <a4o0f4j$ej3@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: host217-35-23-109.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Do we get the multitap and rumble this time?! 


—-MESSAGE FILE 9065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07793 


—-MESSAGE FILE 9066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007794 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 19 Feb 2002 20:32:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c1b983Sbcd4c6c0$40a3933e@pal-—s-—omnibook> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lclb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine. com> 

NNTP-Posting-Host: nas-cbv-9-163-64.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


> PSComUtil is part of CodeWarrior. 


I should have known that. Although I bought that CW i never really bothered 
using it :( 


> Codewarrior sometimes drops bytes. The solution is to use SIOCONS. 
> Dropping the baud rate helps, but does not eliminate the problem." 


I guess this is final... 
I'll have to find some way to reduce my data amount then. 


Thanks for your help Andy & Jon 


—-MESSAGE FILE 9066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07794 


-—-MESSAGE FILE 9067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007795 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Wed, 20 Feb 2002 00:12:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <a4uq2v$7698@www.netyaroze-europe. com> 

References: <01c1b80aS$054869a0$3371933e@pal-—s-omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01c1b8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
օք» <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s—omnibook> 
NNTP-Posting-Host: modem-27.aeglos.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Pal, 
I gather you don't know whether the problem is at the PC or yaroze end? 


If it's at the PC end and you can try increasing cpu time for siocons by 
setting its idle sensitivity to lowest, or running in ms dos mode to see if 
that makes any difference. 


On the yaroze side there are a few things you can try (some more ugly than 
others): 


wrapping your printfs in EnterCriticalSection/ExitCriticalSection 

send no more than 8 bytes at a time (I believe this is the psx's serial fifo 
buffer size) 

sprintf your data into one string before sending, 

use putc/putchar/puts to send the data after sprintf 

write() the data directly to the port after sprintf 


To use write() you need to know the ports file descriptor, iirc 0 and 1 are 
both for the port, one being read/write and other read or write only, I 
can't recall which is which now, I really should write things like that 
down. 
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I can't say which if any of those suggestions will work, but you'll try 
anything if you're desperate. :) 


Other than that, you could log all the sends you make in psx memory and then 
upload the memory block after your game exits. 


Bear in mind you could be putting in a lot of effort on the yaroze side to 


improve a problem caused at the PC end. Touch wood I've not had any problems 
sending data to the PC from the yaroze, probably not been sending as much 
data to siocons as you have though. If you like you can send me what your 
testing and I'll attempt to log it and see i I have any more luck with my 
connection than you've had. 


Peter 


"pal" <palpalpalpal@hotmail.com> wrote: 


> > PSComUtil is part of CodeWarrior. 


> 


> I should have known that. Although I bought that CW i never really 


bothered 
using it 


VVVVVVVV VV 


2 ( 


> Codewarrior sometimes drops bytes. The solution is to use SIOCONS. 
> Dropping the baud rate helps, but does not eliminate the problem." 


I guess this is final... 
I'll have to find some way to reduce my data amount then. 


Thanks for your help Andy & Jon 


—-MESSAGE FILE 9067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07795 


—-MESSAGE FILE 9068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007796 


Path: chuka.playstation.co.uk!news 
From: Steven Osman <sosman@terratron.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 20 Feb 2002 01:33:41 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3pg67uceb7t6vinudctprcl03kg4ae7 9dh@4ax.com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gb7vf@4ax.com> <a4of4j$ej3@www.netyaroze-e 


urope.com> 


<a4u95q$7695@www.netyaroze-europe. com> 


NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


I think you get rumble. I don't know about multitap. 


On Tue, 19 Feb 2002 19:26:13 -0000, "Chris Wallace" 
<chrisw666@btinternet.com> wrote: 


>Do we get 
> 


the multitap and rumble this time?! 


-—-MESSAGE FILE 9068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07796 


—-MESSAGE FILE 9069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007797 


Path: chuka.playstation.co.uk!news 
From: Steven Osman <sosman@terratron.com> 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: Re: printf misses some data 


Date: Wed, 


20 Feb 2002 01:35:34 -0500 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <rsg67uk30bs9sn5cm2cfdiki687eakr5tt@4ax.com> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6f$ej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lc1lb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal—s-—omnibook> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


I can't remember if it's one or two way communication. If it's two 
way, you could do some retransmission when that happens, right? 


Sauce 


On 19 Feb 2002 20:32:42 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>> PSComUtil is part of CodeWarrior. 

> 

>I should have known that. Although I bought that CW i never really bothered 
>using it : ( 

> 

>> Codewarrior sometimes drops bytes. The solution is to use SIOCONS. 
>> Dropping the baud rate helps, but does not eliminate the problem." 
> 

>I guess this is final... 

>I'll have to find some way to reduce my data amount then. 

> 

>Thanks for your help Andy & Jon 


-—-MESSAGE FILE 9069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07797 


—-MESSAGE FILE 9070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007798 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 20 Feb 2002 14:33:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0OlclbalaSacfa85e0$4d8a933e@pal-—s-—omnibook> 

References: <01c1b80a$054869a0$3371933e@pal-—s-omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lc1lb8d8S$48bbd2c0$f584933e@pal—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> <r 
sg67uk30bs9sn5cm2cfdiki687eakr5tt@4ax.com> 

NNTP-Posting-—Host: nas-—cbv-3-138-77.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman <sosman@terratron.com> wrote in article 
<rsg67uk30bs9snd5cm2cfdiki687eakr5tt@4ax.com>... 

> I can't remember if it's one or two way communication. If it's two 
> way, you could do some retransmission when that happens, right? 


Well, there is no way I can detect (automatically or not) that some data's 
missing. Sometimes I can be sure because a mandatory piece of data is 
missing, but actually I can't tell for all data. 


But this makes me think that I could just write my data more than once, 
obviously I may get more errors, but as they seem to be pretty rare it's 
unlikely that I'll get the exact same error multiple times. I'll try that. 


pal 


—-MESSAGE FILE 9070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07798 


—-MESSAGE FILE 9071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007799 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: how to make my code crash-proof? 

Date: 20 Feb 2002 14:41:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lclbalb$e134c5e0$4d8a933e@pal-—s—omnibook> 
NNTP-Posting-Host: nas-—cbv-3-138-77.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Even after a million hours of thorough testing, I would like to find a way 
to ensure that if my code ever happens to crash or loop, the user will not 
be faced with a dead screen. (can anyone be sure that any C program will 
never crash?) 


I can detect loops via vsync callback. However I don't know how I could 
detect crashes due to divide by zero or invalid pointers. On a PC I guess 
I'd 'just' modify some interrupt vectors (not sure about the proper name in 
English), but is this possible with NY (and importantly, with the standard 
libraries, and how)? 


..or are there others ways to solve this (other than proving my code ;) )? 
pal 


—-MESSAGE FILE 9071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07799 


—-MESSAGE FILE 9072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007800 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: weird behaviour in vsync callback 

Date: 20 Feb 2002 14:53:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <01clbald$77e99820$57a1933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-—cbv-9-161-87.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


In the following code x never gets set to 2. I can't understand why. Any 
idea? 

Note: the commented out "puts" is here to check that f actually gets 
executed: if you uncomment it, something gets printed (although not the 
specified string). I wouldn't expect it to work properly under the 
constraints of a vsync callback, it's just a test. 

Oddly, I have some more complex code that does exactly the same thing, but 
included in my game, and it happens to work properly! 


pal 


#include <libps.h> 
#include <stdio.h> 


int x = 0; 


void 8() { 
x = 2; 
//puts ("x"); 


main () { 
Static int- 1» 


printf("Sd\n", x); 

VSyncCallback (f); 

for (i = 0; i < 3*50; i++) VSync(0); // could be just one time but you're 
never sure ;) 

printf("Sd\n", x); 
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x = 1; 
printf("Sd\n", x); 
} 


-—-MESSAGE FILE 9072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07800 


—-MESSAGE FILE 9073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007801 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 


Subject: Re: A little survey? -- PS2 Linux Kit 
Date: Wed, 20 Feb 2002 15:12:12 -0800 
Organization: CowboyCoder .com 


Lines: 13 

Message-ID: <3C742D4C.409A1D5D@127.0.0.1> 

References: <cq0l6ukb6falsq4v4guu7fkp711f2gb7vf@4ax.com> <a4of4j$ej3@www.netyaroze-e 
urope.com> <a4u95q$7695@www.netyaroze-europe.com> <3pg67uceb7t6vinud5ctprcl03kg4ae79d 
h@4ax.com> 

NNTP-Posting-Host: pc4-camb4-0-cust199.cam.cable.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Steven Osman wrote: 


I think you get rumble. I don't know about multitap. 


> 

> 

> 

> On Tue, 19 Feb 2002 19:26:13 -0000, "Chris Wallace" 
> <chrisw666@btinternet.com> wrote: 

> 

> 


>Do we get the multitap and rumble this time?! 
>> 
As far as I can tell, neither is supported on the Japanese Beta Kit, 
though I haven't tried/looked too hard. So it could be that we don't : ( 


M 


—-MESSAGE FILE 9073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07801 


—-MESSAGE FILE 9074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007802 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: Wed, 20 Feb 2002 18:01:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a500i6Sch21@www.netyaroze-europe. com> 
References: <01lclbalb$e134c5e0$4d8a933e@pal-—s-—omnibook> 
NNTP-Posting-Host: host217-35-23-109.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I know very little, so feel free to ignore me.. but on divide errors, would 
it not be enough to ensure that any 0 values being passed to a divide are 
incremented? 

I'm guessing you want something which checks it a bit deeper. Divides by 0 
produce an infinite value, could you check for these somewhere? 

I dont know.. i think ill go sleep.. 


—-MESSAGE FILE 9074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07802 
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-—-MESSAGE FILE 9075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007803 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: A little survey? -- PS2 Linux Kit 

Date: Wed, 20 Feb 2002 18:04:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <a500p2Sch22@www.netyaroze-europe. com> 

References: <cq0l6ukbéfalsq4v4guu7fkp711f2gbivfe@4ax.com> <a4of4j$ej3@www.netyaroze-e 
urope.com> <a4u95q$7695@www.netyaroze-europe.com> <3pg67uceb7t6vinud5ctprcl03kg4ae79d 
h@4ax.com> <3C742D4C.409A1D5D@127.0.0.1> 

NNTP-Posting-Host: host217-35-23-109.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


All PS2 games contain rumble! they cant leave it out!! 
(I'll still get it tho!) 


"Majik" <postmaster@127.0.0.1> wrote in message 
news: 3C742D4C.409A1D5D@127.0.0.1... 
> Steven Osman wrote: 


v 


I think you get rumble. I don't know about multitap. 


> 

> 

> On Tue, 19 Feb 2002 19:26:13 -0000, "Chris Wallace" 
> <chrisw666@btinternet.com> wrote: 
> 
> 


>Do we get the multitap and rumble this time?! 
> 
As far as I can tell, neither is supported on the Japanese Beta Kit, 

though I haven't tried/looked too hard. So it could be that we don't :( 


v 


VVVVVVVVVV VV 


M. 


—-MESSAGE FILE 9075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07803 


—-MESSAGE FILE 9076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007804 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird behaviour in vsync callback 

Date: Wed, 20 Feb 2002 18:21:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <a50ppcS$ch23@www.netyaroze-europe. com> 
References: <0O1lclbald$77e99820$57a1933e@pal-—s-—omnibook> 
NNTP-Posting-Host: modem-35.angband.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


The problem is due to the global pointer register, which is used to access 
x, being invalid inside a callback routine. Below is a snippet from the CW 
docs on the subject. 


Writing Interrupt Routines 


Many PlayStation programs install interrupt tasks. When writing 
an interrupt task in CodeWarrior, you consider how to deal with 
global variables in interrupt routines. 
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Global Variables in Interrupt Routines 

The CodeWarrior C compiler assigns globals into program sections 

based upon size. If a variable is of a size equal to or less than the size 
threshold specified in the MIPS Target settings panel, it will be 

placed in the .sdata (for preinitialized global data) or .sbss (for 
uninitialized global data) section. Otherwise, the global variable 

will be placed into the .data or .bss section. 
If a global variable is placed into the .sbss or .sdata sections, it is 
accessed using an offset from the gp register. The compiler assumes 

that the gp register is always valid. In interrupt task code, this is not 
correct. 

There are two ways to solve this problem. 


1. Make sure that all global variables accessed in an interrupt rou- 
tine are in the .data or .bss sections. 

2. Save or restore the GP register in your interrupt routine. 

The linker variable _gp contains the value that the compiler expects 
to be in the gp register at all times. Thus, using ASM{} statements, 
you can save and restore the gp register in your code. 


I'm not sure how you'd go about the first method in GCC, but for the second, 
if you add the line 

__asm__ volatile ("la $28, _gp"); 

at the start of your callback function you'll be able to access global 
variables. 


HTH, 
Peter 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news: 01clbald$77e99820$57a1933e@pal-—s-—omnibook... 

> In the following code x never gets set to 2. I can't understand why. Any 
idea? 

Note: the commented out "puts" is here to check that f actually gets 
executed: if you uncomment it, something gets printed (although not the 
specified string). I wouldn't expect it to work properly under the 
constraints of a vsync callback, it's just a test. 

Oddly, I have some more complex code that does exactly the same thing, but 
included in my game, and it happens to work properly! 


pal 


#include <libps.h> 
#include <stdio.h> 


int x = 0; 


void f() { 

xX = 2; 
//puts ("x") ; 
} 


main() { 
static int i; 


printf("Sd\n", x); 

VSyncCallback (f); 

for (i = 0; i < 3*50; i++) VSync(0); // could be just one time but you're 
never sure ;) 

printf("Sd\n", x); 


x = 1; 
printf("Sd\n", x); 
} 


VN NV NP NAN V N N NV N N NV NV N VV VV VV VV VV VV VV VV VV 


--MESSAGE FILE 9076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07804 


—-MESSAGE FILE 9077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007805 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: Wed, 20 Feb 2002 23:53:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <a51d26Sch24@www.netyaroze-europe. com> 
References: <Olclbalb$e134c5e0$4d8a933e@pal-—s-—omnibook> 
NNTP-Posting-Host: pcl-kirk2-0-cust102.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Best advice from me would be to check the CPU specs and see if it throws an 
exception, or generates an interrupt, for such things as ‘invalid 
instruction' or 'divide by zero' then hook into that exception or interrupt 
vector. 


-Kenny 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news: 0lclbalb$e134c5e0$4d8a933e@pal-—s-—omnibook... 
> Even after a million hours of thorough testing, I would like to find a way 


> to ensure that if my code ever happens to crash or loop, the user will not 
> be faced with a dead screen. (can anyone be sure that any C program will 

> never crash?) 

> 

> I can detect loops via vsync callback. However I don't know how I could 

> detect crashes due to divide by zero or invalid pointers. On a PC I guess 
> I'd 'Jjust' modify some interrupt vectors (not sure about the proper name 
in 

> English), but is this possible with NY (and importantly, with the standard 
> libraries, and how)? 

> 

> ..or are there others ways to solve this (other than proving my code ;) )? 
> 

> pal 

> 


—-MESSAGE FILE 9077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07805 


—-MESSAGE FILE 9078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007806 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: 21 Feb 2002 01:31:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <01c1ba76$b5823080$dd88933e@pal-—s-—omnibook> 

References: <Olclbalb$e134c5e0$4d8a933e@pal-s-—omnibook> <a500i6$ch21@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-—cbv-3-136-221.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<a50016$ch21@www.netyaroze-europe.com>... 
> I know very little, so feel free to ignore me.. 


Any ideas are welcome :) 
> but on divide errors, would 
> it not be enough to ensure that any 0 values being passed to a divide are 


> incremented? 


In the case of divides, I could as you suggest add a check against 0 for 
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every / or % operator I can find, although that would be painful (since the 

code is already written). But this method would not be practicable for 

invalid pointers (I'd have to check for every memory access !)... Also, 

this would only work for the code I have the sources for, not the whole 

program (well this shouldn't be a problem but i'm looking for absolute 

safety) 


Of course I did write my code in such a way that divide by zero's should 
not occur (but you're never sure). Actually the true enemy is the pointer. 
And solving the pointer problem may help solve the divide one. 


> I'm guessing you want something which checks it a bit deeper. Divides by 
0 
> produce an infinite value, could you check for these somewhere? 


I don't know about the PS specifically, other than that it freezes when 
divby0Os occur (that was easy to check :) ) -- that means no value is 
produced here; but I expect it should raise an interrupt. The official docs 
don't seem to deal with that kind of stuff however. 


pal 


—-MESSAGE FILE 9078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07806 


-—-MESSAGE FILE 9079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007807 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: 21 Feb 2002 01:33:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01lclba76S$f1c03f60$dd88933e@pal-—s-—omnibook> 

References: <Olclbalb$e134c5e0$4d8a933e@pal-—s-omnibook> <a51d26S$ch24@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-—cbv-3-136-221.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Kenny Millar <yaroze@ntlworld.com> wrote in article 
<a51d26Sch24@www.netyaroze-europe.com>... 

> Best advice from me would be to check the CPU specs and see if it throws 
an 

> exception, or generates an interrupt, for such things as ‘invalid 

> instruction' or 'divide by zero' then hook into that exception or 
interrupt 

> vector. 


Ok, but where am i supposed to find the address of the interrupt vector? 
And am i 'allowed' to replace it? 


—-MESSAGE FILE 9079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07807 


-—-MESSAGE FILE 9080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007808 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Thu, 21 Feb 2002 01:48:32 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <1u597u4b5858cg1gjdgjg584119qk911i2@4ax.com> 

References: <01c1b80aS$054869a0$3371933e@pal-—s-omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01clb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> <r 
sg67uk30bs9sn5cm2cfdiki6é87eakr5tt@4ax.com> <O0lclbalaSacfa85e0$4d8a933e@pal—s-—omniboo 
k> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.9/32.560 


Sure you can detect! That's what a communications protocol is all 
about! 
Still, until we find out whether it's 1 or 2 way communication, 


there's no point in me telling you all the details about how to do 
that. 


Steven 


On 20 Feb 2002 14:33:09 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>Steven Osman <sosman@terratron.com> wrote in article 
><rsg67uk30bs9sn5cm2cfdikié87eakr5tt@4ax.com>... 

>> I can't remember if it's one or two way communication. If it's two 

>> way, you could do some retransmission when that happens, right? 

> 

>Well, there is no way I can detect (automatically or not) that some data's 
>missing. Sometimes I can be sure because a mandatory piece of data is 
>missing, but actually I can't tell for all data. 

> 

>But this makes me think that I could just write my data more than once, 
>obviously I may get more errors, but as they seem to be pretty rare it's 
>unlikely that I'll get the exact same error multiple times. I'll try that. 


>pal 


—-MESSAGE FILE 9080 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07808 


-—-MESSAGE FILE 9081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007809 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: Thu, 21 Feb 2002 01:50:53 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <g4697uglrkb4377irnf3skitsgsopkc80m@4ax.com> 
References: <Olclbalb$e134c5e0$4d8a933e@pal-—s-—omnibook> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.9/32.560 


Well, some people use a concept of "safe pointers" I believe, if 
you're using C++. It will probably cause a bit of a performance hit. 


Doesn't help against divide by zero errors that you were talking about 
though. 


Steven 


On 20 Feb 2002 14:41:46 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>Even after a million hours of thorough testing, I would like to find a way 
>to ensure that if my code ever happens to crash or loop, the user will not 
>be faced with a dead screen. (can anyone be sure that any C program will 
>never crash?) 

> 

>I can detect loops via vsync callback. However I don't know how I could 
>detect crashes due to divide by zero or invalid pointers. On a PC I guess 
>I'd 'Jjust' modify some interrupt vectors (not sure about the proper name in 
>English), but is this possible with NY (and importantly, with the standard 
>libraries, and how)? 
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> 

>..or are there others ways to solve this (other than proving my code ;) )? 
> 

>pal 


—-MESSAGE FILE 9081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07809 


—-MESSAGE FILE 9082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007810 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: Thu, 21 Feb 2002 01:52:34 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <v6697u4us4b2slcn1l00rv5i0kc6élehmeou@4ax.com> 
References: <0Olclbalb$e134c5e0$4d8a933e@pal-—s-—omnibook> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


Two more things: 


1. A walk-through of the source code with another programmer helps 
immensely (they may spot things or you will spot them as you explain 
your code to them) 

2. Write a testing script. Make sure your script tests every aspect 
of the code. Ideally, you'd create your tests such that every single 
line of code is executed. 


Steven 


On 20 Feb 2002 14:41:46 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>Even after a million hours of thorough testing, I would like to find a way 
>to ensure that if my code ever happens to crash or loop, the user will not 
>be faced with a dead screen. (can anyone be sure that any C program will 
>never crash?) 

> 

>I can detect loops via vsync callback. However I don't know how I could 
>detect crashes due to divide by zero or invalid pointers. On a PC I guess 
>I'd 'just' modify some interrupt vectors (not sure about the proper name in 
>English), but is this possible with NY (and importantly, with the standard 
>libraries, and how)? 


> 

>..or are there others ways to solve this (other than proving my code ;) )? 
> 

>pal 


—-MESSAGE FILE 9082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07810 


—-MESSAGE FILE 9083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007811 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 21 Feb 2002 11:08:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01lclba78$cdd33f60$dd88933e@pal-—s-—omnibook> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01clb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> ՀՅ 
4uq2v$7698@www.netyaroze-europe.com> 

NNTP-Posting-Host: nas-cbv—4-142-213.dial.proxad.net 
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X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<a4uq2v$7698@www.netyaroze-europe.com>... 
> I gather you don't know whether the problem is at the PC or yaroze end? 


I don't have a clue. 
<snip various ideas> 


I used almost all your clever suggestions but I still get a (very few) 
errors. 

Finally I decided to go the dirty way and printf my data 3 times, then 
check for coherence. This causes a little slowdown but otherwise works 
fine. 


> Other than that, you could log all the sends you make in psx memory and 
then 
> upload the memory block after your game exits. 


Unfortunately, I need that data especially when the game crashes -- which 
it does :) 


—-MESSAGE FILE 9083 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07811 


—-MESSAGE FILE 9084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007812 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 21 Feb 2002 11:09:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01lclba78S$cdd33f60$dd88933e@pal-—s-—omnibook> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lc1lb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> ՀՅ 
4uq2vS7698@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv—4-142-213.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<a4uq2v$7698@www.netyaroze-europe.com>... 
> I gather you don't know whether the problem is at the PC or yaroze end? 


I don't have a clue. 
<snip various ideas> 


I used almost all your clever suggestions but I still get a (very few) 
errors. 

Finally I decided to go the dirty way and printf my data 3 times, then 
check for coherence. This causes a little slowdown but otherwise works 
fine. 


> Other than that, you could log all the sends you make in psx memory and 
then 
> upload the memory block after your game exits. 


Unfortunately, I need that data especially when the game crashes -- which 
it does :) 


—-MESSAGE FILE 9084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07812 


-—-MESSAGE FILE 9085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007813 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 21 Feb 2002 11:16:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0Olclbac8S4f861f60$d58e933e@pal—s-—omnibook> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lclb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> <r 
sg67uk30bs9sn5cm2cfdiki6é87eakr5tt@4ax.com> <0lclbalaSacfa85e0$4d8a933e@pal-—s-—omniboo 
k> <1u597u4b5858cgl1lgjdgjg584119qk911i2@4ax.com> 

NNTP-Posting-Host: nas-cbv-4-142-213.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman <sosman@terratron.com> wrote in article 
<1u597u4b5858cglgjdgjg584119gk911i12@4ax.com>... 

> Sure you can detect! That's what a communications protocol is all 
> about! 


oops, sorry, i must have missed something... 
but then you mean to replace or hack siocons don't you? I cant just tell 
from observing the data received can i? 


—-MESSAGE FILE 9085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07813 


—-MESSAGE FILE 9086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007814 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird behaviour in vsync callback 

Date: 22 Feb 2002 22:37:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0O1lclbbf0$9e6d6880S$e194933e@pal-—s-—omnibook> 

References: <0O1lclbald$77e99820$57a1933e@pal-—s-—omnibook> <a50ppcS$ch23@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-—cbv-6-148-225.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<a50ppcS$ch23@www.netyaroze-europe.com>... 

> if you add the line 

> __asm__ volatile ("la $28, _gp"); 

> at the start of your callback function you'll be able to access global 
> variables. 


Yes! that works! Thank you Peter. 

I should have a look at the CW docs, they seem to be interesting. Don't 
know where my CW is now though... btw do those docs come on the cd or was 
there a printed booklet with it? I'm sure I can find back my cd but I don't 
remember seeing printed docs... 


pal 


—-MESSAGE FILE 9086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07814 


-—-MESSAGE FILE 9087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007815 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: how to make my code crash-proof? 

Date: 22 Feb 2002 22:58:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <Olclbbf2$390fc8a0$Se194933e@pal—s—omnibook> 
References: <Olclbalb$e134c5e0$4d8a933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-—cbv-2-133-176.dial.proxad.net 


Net Yaroze newsgroups message dump.txt 


X-Newsreader: Microsoft Internet News 4.70.1155 


pal <palpalpalpal@hotmail.com> wrote in article 
<O1lclbalb$e134c5e0$4d8a933e@pal—s-—omnibook>... 
> I can detect loops via vsync callback. 


..-but this is not good enough as within that callback i'm not allowed to 
do anything useful. Event exit() won't work. And as I dont know where the 
loop may be, I can't set a flag for treating the problem after returning 
from the callback. 


I guess I could replace the return address with that of my error-handling 
function (which may then exit properly or whatever), but I have no clue how 
(did not try any assembler on NY...). Any help? 


(PS sorry for being so noisy these days... I hope you'll agree it was 
worthwile with my next release ;) ) 


pal 


—-MESSAGE FILE 9087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07815 


—-MESSAGE FILE 9088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007816 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird behaviour in vsync callback 

Date: Fri, 22 Feb 2002 23:05:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <a56j71Sh793@www.netyaroze-europe. com> 

References: <0O1lclbald$77e99820$57a1933e@pal-—s-omnibook> <a50ppc$ch23@www.ne 
urope.com> <Olclbbf0$9e6d6880$e194933e@pal-—s-omnibook> 

NNTP-Posting-Host: modem-759.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news: 0lclbbf0$9e6d6880$e194933e@pal-— 

> 

> Yes! that works! Thank you Peter. 

> I should have a look at the CW docs, they seem to be interesting. Don't 

> know where my CW is now though... btw do those docs come on the cd or was 
> there a printed booklet with it? I'm sure I can find back my cd but I 


don't 
> remember seeing printed docs... 


Alas there's no printed documentation. The extract was taken from the 
Targeting Net Yaroze.pdf, which came from the Release2 disc by the looks of 
it. I don't know if the first disc pdf has the same sort of info as I don't 
have it to hand. 


If you want the pdf I can put it up on my yaroze ftp space if there are no 
objections, most of what's in the doc is aimed at CW users though. 


Peter 


—-MESSAGE FILE 9088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
07816 


—-MESSAGE FILE 9089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0007817 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 
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glish/000 


english/0 


tyaroze-e 


glish/000 


english/0 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Sat, 23 Feb 2002 01:20:23 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <23de7u0fmujpeuh2uljs8kf38i4su7buiae@4ax.com> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lclb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> <r 
sg67uk30bs9sn5cm2cfdiki6é87eakr5tt@4ax.com> <OlclbalaSacfa85e0$4d8a933e@pal—s-—omniboo 
k> <1u597u4b5858cglgjdgjg584119qk911i2@4ax.com> <Olclbac8$4f861£60$d58e933e@pal-—s—om 
nibook> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


Yeah, you'd probably have to use the serial port directly (though once 
you've booted up your game, you may not need siocons, so you could 


just exit and run your comm. app.). But again, I'm not sure that I 
remember any yaroze functions that take input from serial, only 
output. 

Sauce 


On 21 Feb 2002 11:16:06 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>Steven Osman <sosman@terratron.com> wrote in article 
><1u597u4b5858cg1gjdgjg584119gk911i12@4ax.com>... 

>> Sure you can detect! That's what a communications protocol is all 

>> about! 

> 

>oops, sorry, i must have missed something... 

>but then you mean to replace or hack siocons don't you? I cant just tell 
>from observing the data received can i? 


—-MESSAGE FILE 9089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07817 


—-MESSAGE FILE 9090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007818 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: 23 Feb 2002 10:30:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c1bc54$46516a20$6692933e@pal—s—omnibook> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01cl1b8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983Sbcd4c6c0$40a3933e@pal-—s-omnibook> <r 
sg67uk30bs9sn5cm2cfdikié687eakr5tt@4ax.com> <OlclbalaSacfa85e0$4d8a933e@pal-—s-—omniboo 
k> <1u597u4b5858cglgjdgjg584119qk911i2@4ax.com> <Olclbac8$4f861£60$d58e933e@pal—s—om 
nibook> <23de7u0fmujpeuh2uljs8kf38i4su7buia@4ax.com> 

NNTP-Posting-Host: nas-cbv—5-146-102.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman <sosman@terratron.com> wrote in article 
<23de7u0fmujpeuh2uljs8kf38id4su7buia@4ax.com>... 
> Yeah, you'd probably have to use the serial port directly 


Ok, I see. This would require a bit too much work though. I'll stick with 
the write-3-times approach for now. 


>(though once 
> you've booted up your game, you may not need siocons, so you could 
> just exit and run your comm. app.) 


Are you sure of that? The few times I had siocons exited/killed, or the 
cable disconnected, while the NY's running, the NY freezed (not always but 
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more often than not). Am I the only one to have experienced this? Could 
this be related to some misconfiguration? 


pal 


—-MESSAGE FILE 9090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07818 


—-MESSAGE FILE 9091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007819 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: weird behaviour in vsync callback 

Date: 23 Feb 2002 10:32:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01c1bc54$9245b080$6692933e@pal-—s-—omnibook> 

References: <01clbald$77e99820$57a1933e@pal-—s-omnibook> <a50ppcS$ch23@www.netyaroze-e 
urope.com> <Olclbbf0$9e6d6880$e194933e@pal-—s-omnibook> <a56471$h793@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: nas-cbv-5-146-102.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<a564371$Sh793@www.netyaroze-europe.com>... 

> The extract was taken from the 

> Targeting Net Yaroze.pdf, which came from the Release2 disc by the looks 
of it. 


Then it's ok, I've got that. The fact that it's .pdf is another reason why 
I don't remember looking at it :) (I don't like pdf!). 
Thanks! 


—-MESSAGE FILE 9091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07819 


—-MESSAGE FILE 9092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007820 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Sat, 23 Feb 2002 15:25:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <a58cka$h794@www.netyaroze-europe. com> 

References: <01c1b80a$054869a0$3371933e@pal-—s-—omnibook> <a4pg6fSej4@www.netyaroze-eu 
rope.com> <3C70D827.DEABCAFE@peregrine.com> <01lclb8d8S$48bbd2c0$f584933e@pal-—s-—omnibo 
ok> <3C723C68.C436EE62@peregrine.com> <01c1b983S$bcd4c6c0$40a3933e@pal-—s-omnibook> <r 
sg67uk30bs9sn5cm2cfdiki687eakr5tt@4ax.com> <OlclbalaSacfa85e0$4d8a933e@pal—s-—omniboo 
k> <1u597u4b5858cglgjdgjg584119qk911i2@4ax.com> <Olclbac8$4f861£60$d58e933e@pal—s—om 
nibook> <23de7u0fmujpeuh2uljs8kf38i4su7buia@4ax.com> <01c1bc54$46516a20$6692933e@pal 
—s-omnibook> 

NNTP-Posting-Host: modem-590.blotto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news:01c1bc54$46516a20$6692933e@pal-— 

> 

> >(though once 

> > you've booted up your game, you may not need siocons, so you could 

> > just exit and run your comm. app.) 

> 

> Are you sure of that? The few times I had siocons exited/killed, or the 
> cable disconnected, while the NY's running, the NY freezed (not always but 
> more often than not). Am I the only one to have experienced this? Could 
> this be related to some misconfiguration? 
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Once your game is running you can shut down siocons, but the yaroze will 
hang if data is sent to the PC when its serial port is closed. If this 
happens you can re-run siocons and it'll receive the sent data and the 
yaroze will get going again. 

Not very useful in your case, but you can stop the port writes (printfs, 
resetgraph lines etc) being sent to the PC if you enter echo 0 in siocons 
before running your game. 


Peter 


—-MESSAGE FILE 9092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07820 


—-MESSAGE FILE 9093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007821 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Orthographic Projection 

Date: Sat, 23 Feb 2002 16:46:40 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <a58h86$h7910@www.netyaroze-europe. com> 
References: <3c4f734f.471043945@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem—403.awesome.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Steven, 


I have been experimenting with this with MonkyRegs and although I haven't 
found the precise values for a perfect orthographic projection I find that 
toying with the view distance will gradually change the perspective to 
orthographic. 


What I recommend is setting the disired distance from the center of your 
scene (in actual camera coords) then use some pad buttons to change the view 
distance this should give you a variable perspective/orthagraphic view (and 
its how I intend to get my orthographic view working). 


Max 
"Steven Osman" <sosman@terratron.com> wrote in message 


news: 3c4f734f.471043945@www.netyaroze-europe.com... 
> Umm... anyone know how to simulate/produce an orthographic 


> projection with the yaroze? I tried moving the camera very far away 
> and setting a far projection distance, but things eventually 

> disappeared. 

> 

> Thanks much! 

> 

> Sauce 


—-MESSAGE FILE 9093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07821 


—-MESSAGE FILE 9094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007822 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: SIOCONS & Win XP 

Date: Sat, 23 Feb 2002 16:51:18 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <a58hgo$h7911@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem—403.awesome.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hey all! 


The last time I tried to post here it wouldn't let me... but seeing as its 
back up I want to ask if anyone has managed to get Siocons running under Win 
XP and how they did it... its not really essential I have it but I prefer 
command line to CodeWarrior when uploading games (not debugging). 


Cheers for any help, 
Max 


P.S. MonkyRegs is still in development - I haven't, nor will I, abandon it! 


—-MESSAGE FILE 9094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07822 


-—-MESSAGE FILE 9095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007823 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS & Win XP 

Date: Sat, 23 Feb 2002 16:54:43 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <a58hn6$h7912@www.netyaroze-europe. com> 
References: <a58hgo$h7911@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem—403.awesome.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Forgot to mention that the next installment of the 2D tutorial will be up on 
my site soon. Gees... its been ages since I updated both! 


Max 


"Max" <sckoobs@which.net> wrote in message 

news: a58hgo$h7911@www.netyaroze-europe.com... 

> Hey all! 

> 

> The last time I tried to post here it wouldn't let me... but seeing as its 
> back up I want to ask if anyone has managed to get Siocons running under 
Win 


> XP and how they did it... its not really essential I have it but I prefer 
> command line to CodeWarrior when uploading games (not debugging). 

> 

> Cheers for any help, 

> Max 

> 

> P.S. MonkyRegs is still in development - I haven't, nor will I, abandon 
it! 

> 

> 


—-MESSAGE FILE 9095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07823 
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—-MESSAGE FILE 9096 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007824 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS & Win XP 

Date: Sat, 23 Feb 2002 23:04:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a597£4$Sh7915@www.netyaroze-europe. com> 

References: <a58hgo$h7911@www.netyaroze-europe.com> <a58hn6$h7912@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host217-35-23-109.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


hey there, long time no see! 
or maybe i just forget. 


Anyway, im running WinXP Pro and havent managed it yet.. so... thats no help 
what so ever. =\ 
Chris 


—-MESSAGE FILE 9096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07824 


-—-MESSAGE FILE 9097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007825 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS & Win XP 

Date: Sun, 24 Feb 2002 11:22:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <a5aigr$h7916@www.netyaroze-europe.com> 

References: <a58hgo$h7911@www.netyaroze-europe.com> <a58hn6$h7912@www.netyaroze-euro 
pe.com> <a597f£4$h7915@www.netyaroze-europe. com> 

Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 

NNTP-Posting-Host: dialup.212-50-166-66.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


You could try MiniCons: 
http://www.netyaroze-europe.com/~frothy/ 


Chris Wallace <chrisw666@btinternet.com> wrote in message 
news:a597f4Sh7915@www.netyaroze-europe.com... 

> hey there, long time no see! 

> .. or maybe i just forget. 

> Anyway, im running WinXP Pro and havent managed it yet.. so... thats no 
help 

> what so ever. =\ 

> 

> Chris 

> 

> 


—-MESSAGE FILE 9097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07825 


-—-MESSAGE FILE 9098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007826 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@hotmail.com> 


Net Yaroze newsgroups message dump.txt Page 5984 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Orthographic Projection 

Date: Sun, 24 Feb 2002 12:40:23 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a5b8s1$h7921@www.netyaroze-europe. com> 
References: <3c4f734f.471043945@www.netyaroze-europe.com> <a58h86$h7910@www.netyaroz 
e-europe. com> 

NNTP-Posting-Host: 1Cust117.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


hi guy, 


by ‘orthographic’ projection, do you mean the camera is directly above the 
characters/scene? kinda like in grand theft auto I? if so, then set all of 
your vrx,y,Z and vpx,y,z to 0 relative to your character. then, set 
view.vry to a negative value. 


hope this helps, 
-Omar 


--MESSAGE FILE 9098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07826 


--MESSAGE FILE 9099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007827 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Sun, 24 Feb 2002 13:00:29 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <5hai7ug4jlit4rtt44fon7blde8uf5d5ba@4ax.com> 

References: <3C70D827.DEABCAFE@peregrine.com> <01c1b8d8$48bbd2c0$f584933e@pal-s-omni 
book> <3C723C68.C436EE62@peregrine.com> <01c1b983Sbcd4c6c0$40a3933e@pal—s—omnibook> 

<rsg67uk30bs9sn5cm2cfdiki687eakr5tt@4ax.com> <OlclbalaSacfa85e0$4d8a933e@pal-—s—omnib 
ook> <1u597u4b5858cglgjdgjg584119qgk911i2@4ax.com> <Olclbac8S4f861f60Sd58e933e@pal-s-— 
omnibook> <23de7u0fmujpeuh2uljs8kf38i4su7buia@4ax.com> <01c1bc54$46516a20$6692933eRp 
al-s-omnibook> <a58cka$h794@www.netyaroze-europe. com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


...-unless he wanted to write something that would then open the serial 
port and start reading in the data, it'd be fine, right? 


Steven 


On Sat, 23 Feb 2002 15:25:24 -0000, "Peter Armstrong" 
<hanno@btinternet.com> wrote: 


>"pal" <palpalpalpal@hotmail.com> wrote in message 
>news:01c1bc54$46516a20S56692933e@pal- 
>> 


>> >(though once 

>> > you've booted up your game, you may not need siocons, so you could 

>> > just exit and run your comm. app.) 

>> 

>> Are you sure of that? The few times I had siocons exited/killed, or the 

>> cable disconnected, while the NY's running, the NY freezed (not always but 
>> more often than not). Am I the only one to have experienced this? Could 

>> this be related to some misconfiguration? 
> 

>Once your game is running you can shut down siocons, but the yaroze will 
>hang if data is sent to the PC when its serial port is closed. If this 
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>happens you can re-run siocons and it'll receive the sent data and the 
>yaroze will get going again. 

>Not very useful in your case, but you can stop the port writes (printfs, 
>resetgraph lines etc) being sent to the PC if you enter echo 0 in siocons 
>before running your game. 

> 

>Peter 

> 

> 


—-MESSAGE FILE 9099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07827 


—-MESSAGE FILE 9100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007828 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Orthographic Projection 

Date: Sun, 24 Feb 2002 13:14:44 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <tjai7uk8boo76tdqofaoa2ttuc9Iqiqqjur@4ax.com> 

References: <3c4f734f.471043945@www.netyaroze-europe.com> <a58h86$h7910@www.netyaroz 
e-europe.com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


Hey Max, 


I actually ended up finding the answer to this. 1 think it had to do 
with setting the projection at 2x the camera distance. 


I found it in chapter 10 of the yaroze tutorial. When I read about 
it, it seemed to make sense to me, but I can't remember the exact math 
behind it right now. 


Sauce 


On Sat, 23 Feb 2002 16:46:40 -0800, "Max" <sckoobs@which.net> wrote: 


>Hi Steven, 

> 

>I have been experimenting with this with MonkyRegs and although I haven't 
>found the precise values for a perfect orthographic projection I find that 
>toying with the view distance will gradually change the perspective to 
>orthographic. 

> 

>What I recommend is setting the disired distance from the center of your 
>scene (in actual camera coords) then use some pad buttons to change the view 
>distance this should give you a variable perspective/orthagraphic view (and 
>its how I intend to get my orthographic view working). 

> 

>Max 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 

>news: 3c4f734f.471043945@www.netyaroze-europe.com... 

>> Umm... anyone know how to simulate/produce an orthographic 

>> projection with the yaroze? I tried moving the camera very far away 

>> and setting a far projection distance, but things eventually 

>> disappeared. 

>> 

>> Thanks much! 


>> Sauce 
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> 
> 


—-MESSAGE FILE 9100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07828 


—-MESSAGE FILE 9101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007829 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Orthographic Projection 

Date: Sun, 24 Feb 2002 13:16:03 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <pcbi7u05bauaqvo6bajog5sklfr9da56r299@4ax. com> 

References: <3c4f734f.471043945@www.netyaroze-europe.com> <a58h86$h7910@www.netyaroz 
e-europe.com> <a5b8s1$h7921@www.netyaroze-europe. com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


I meant parallel projection (which is also called orthographic 
projection). Basically, all points are the same size regardless of 
their distance from the camera, so you don't have perspective where 
all parallel lines merge at some distant point in the scene. 


Sauce 


On Sun, 24 Feb 2002 12:40:23 -0500, "Omar" <OMetwally7@hotmail.com> 
wrote: 


>hi guy, 

> 

>by ‘orthographic' projection, do you mean the camera is directly above the 
>characters/scene? kinda like in grand theft auto I? if so, then set all of 
>your vrx,y,Z and vpx,y,z to 0 relative to your character. then, set 
>view.vry to a negative value. 

> 

>hope this helps, 

>-Omar 

> 


—-MESSAGE FILE 9101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07829 


—-MESSAGE FILE 9102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007830 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: printf misses some data 

Date: Sun, 24 Feb 2002 18:41:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <a5bcg8$h7922@www.netyaroze-europe.com> 

References: <3C70D827.DEABCAFE@peregrine.com> <01c1b8d8S48bbd2c0$f584933e@pal-—s-omni 
book> <3C723C68.C436EE62@peregrine.com> <01c1b983Sbcd4c6c0$40a3 933e@pal—s—omnibook> 

<rsg67uk30bs9sn5cem2cfdiki687eakr5tt@4ax.com> <OlclbalaSacfa85e0$4d8a933e@pal-—s-—omnib 
ook> <1u597u4b5858cglgjdgjg584119gk911i2@4ax.com> <Olclbac8S4f861f60Sd58e933e@pal-s-— 
omnibook> <23de7u0fmujpeuh2uljs8kf38i4su7buia@4ax.com> <01c1bc54$46516a20$6692933eRp 
al-s-omnibook> <a58ckaSh794@www.netyaroze-europe.com> <5Shai7ug4jlit4rtt44fon7blde8uf 
5d5ba@4ax.com> 

NNTP-Posting-Host: modem-45.amlach.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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"Steven Osman" <sosman@terratron.com> wrote in message 

> 

> ...unless he wanted to write something that would then open the serial 
> port and start reading in the data, it'd be fine, right? 


Yep there'd be no problem with that at all. My cyclone file server and nexus 
programs work in that way. 

Once siocons has loaded the yaroze app, shut it down then run a custom 
program that captures the port data. 


Peter 


5987 


-—-MESSAGE FILE 9102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07830 


-—-MESSAGE FILE 9103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007831 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS & Win XP 

Date: Mon, 25 Feb 2002 09:24:06 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <a5Sbicq$h7923@www.netyaroze-europe. com> 


References: <a58hgo$h7911@www.netyaroze-europe.com> <a58hn6$h7912@www.netyaroze- 


pe.com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


looking forward to that tute :) 

though your most likely sick of me bugging ya about it 
"Max" <sckoobs@which.net> wrote in message 

news: a58hn6$h7912@www.netyaroze-europe.com... 


> Forgot to mention that the next installment of the 2D tutorial will be up 
on 


> my site soon. Gees... its been ages since I updated both! 

> 

> Max 

> 

> "Max" <sckoobs@which.net> wrote in message 

> news: a58hgo$h7911@www.netyaroze-europe.com... 

> > Hey all! 

>> 

> > The last time I tried to post here it wouldn't let me... but seeing as 
its 


> > back up I want to ask if anyone has managed to get Siocons running under 
> Win 


> > XP and how they did it... its not really essential I have it but I 
prefer 

> > command line to CodeWarrior when uploading games (not debugging). 
>> 

> > Cheers for any help, 

> > Max 

>> 

> > P.S. MonkyRegs is still in development - I haven't, nor will I, abandon 
> it! 

>> 

>> 

> 

> 


euro 
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-—-MESSAGE FILE 9103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07831 


—-MESSAGE FILE 9104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007832 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: SIOCONS & Win XP 

Date: Mon, 25 Feb 2002 00:40:48 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <a5cld6$h7924@www.netyaroze-europe. com> 

References: <a58hgo$h7911@www.netyaroze-europe.com> <a58hn6$h7912@www.netyaroze-euro 
pe.com> <a5bicq$h7923@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-264.ballistic.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Chris, you havn't forgotten it has been a long time :) and Greg I 
perfectly understand... I am still a novice myself and getting help can be 
hard work in itself... if anything you are reminding me and spurring me on, 
so keep sending those mails... I think I'll add you to the credits as an 
esential element in its completion :) 


Cheers Matt, I'll give MiniCons a go. 
Max 
"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 


news: a5bicq$h7923@www.netyaroze-europe.com... 
> looking forward to that tute :) 


> 

> though your most likely sick of me bugging ya about it 

> 

> 

> "Max" <sckoobs@which.net> wrote in message 

> news:a58hn6S$h7912@www.netyaroze-europe.com... 

> > Forgot to mention that the next installment of the 2D tutorial will be 
up 

> on 

> > my site soon. Gees... its been ages since I updated both! 

>> 

> > Max 

>> 

> > "Max" <sckoobs@which.net> wrote in message 

> > news:a58hgo$h7911@www.netyaroze-europe.com... 

> > > Hey all! 

>>> 

> > > The last time I tried to post here it wouldn't let me... but seeing as 
> its 

> > > back up I want to ask if anyone has managed to get Siocons running 
under 

> > Win 

> > > XP and how they did it... its not really essential I have it but I 
> prefer 

> > > command line to CodeWarrior when uploading games (not debugging). 
>>> 

> > > Cheers for any help, 

> > > Max 

>>> 

> > > P.S. MonkyRegs is still in development - I haven't, nor will I, 
abandon 

>> it! 

>>> 

>>> 

>> 

>> 

> 

> 
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-—-MESSAGE FILE 9104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07832 


—-MESSAGE FILE 9105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007833 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM 82: congratulations Matt & John! 

Date: Mon, 25 Feb 2002 00:58:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <a5c2jm$19f1@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-46-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Robot Ron and "Varozians" (^_^) make excellent coverdisc content -- 
congratulations! 1 hope you both share any interesting feedback you receive 
from your adoring fans, and I notice RR has already attracted several 
highscore submissions. No doubt several thousand PS owners are also 
blasting away at Yarozians. 


Well done! 
Derek 


—-MESSAGE FILE 9105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07833 


-—-MESSAGE FILE 9106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007834 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 82: congratulations Matt & John! 

Date: Wed, 27 Feb 2002 20:25:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <a5jfgaSng71@www.netyaroze-europe. com> 
References: <a5c2jm$19f1@www.netyaroze-europe. com> 
Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 
NNTP-Posting-Host: dialup.212-50-166-90.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hey thanks Derek! 


RobotRon has indeed had a few hiscore submissions, one person even asked me 
who you were and how you acheived such a gobsmacking score :) 


I've also heard that the next disc will feature: Haunted Maze and two games 
I've not played: Sphere and Invaders from Mars. Anyone else heard of these? 


-Matt 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news:a5c2jmS19f1@www.netyaroze-europe.com... 


> Robot Ron and "Varozians" (^_^) make excellent coverdisc content -- 
> congratulations! I hope you both share any interesting feedback you 
receive 


> from your adoring fans, and I notice RR has already attracted several 
> highscore submissions. No doubt several thousand PS owners are also 
> blasting away at Yarozians. 

> 
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Well done! 


> 
> Derek 
> 
> 


-—-MESSAGE FILE 9106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07834 


—-MESSAGE FILE 9107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007835 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: decisions 

Date: Wed, 27 Feb 2002 22:14:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a5jm3jSng72@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1962.aardvark.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


I've got a game in my head and I'm trying to decide what to do it on. 


Yaroze 
PC using Blitz 
or wait for the PS2 Linux and the time it will take to get used to it? 


Anybody know what the libraries are like on the PS2 


Nigel 


-—-MESSAGE FILE 9107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07835 


—-MESSAGE FILE 9108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007836 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: decisions 

Date: Wed, 27 Feb 2002 23:29:40 -0800 

Organization: CowboyCoder .com 

Lines: 17 

Message-ID: <3C7DDC64.9DAAB945@127.0.0.1> 

References: <a5jm3j$ng72@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc4-camb4-0-cust199.cam.cable.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Nigel Critten wrote: 
I've got a game in my head and I'm trying to decide what to do it on. 
Yaroze 


PC using Blitz 
or wait for the PS2 Linux and the time it will take to get used to it? 


VVVVVVVV 


Anybody know what the libraries are like on the PS2 
Much lower level than Yaroze, you pretty much have to write your own on 
top of the hardware level. 


On a side note, I am toying with the idea of putting together a version 
of the Yaroze's libps for PS2 Linux, so that we can get Yaroze games 
running on it in a recompile. 
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M. 
-—-MESSAGE FILE 9108 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07836 


--MESSAGE FILE 9109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007837 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 82: congratulations Matt & John! 

Date: Thu, 28 Feb 2002 00:00:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <a5jsbm$q031@www.netyaroze-europe.com> 

References: <a5c2jm$19f1@www.netyaroze-europe.com> <a5jfga$ng71@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-46-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> RobotRon has indeed had a few hiscore submissions, one person even asked 
me 
> who you were and how you acheived such a gobsmacking score :) 


It took a very long time 


> I've also heard that the next disc will feature: Haunted Maze and two 
games 
> I've not played: Sphere and Invaders from Mars. Anyone else heard of 
these? 


Invaders From Mars is by Ben James. Sphere is the work of Peter Dollochan. 
Both are, to be blunt (sorry), rather basic 3D games. Sphere was an Edge 
Yaroze Competition entry. I have both on SLED-01340 (see OPSM list-—me-do, 
17/7/01) 


http: //www.netyaroze-europe.com/~peterd/ 


cheers 
Derek 


—-MESSAGE FILE 9109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07837 


—-MESSAGE FILE 9110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007838 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM CDS 

Date: Thu, 28 Feb 2002 17:09:13 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a5SkaonSq032@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


What would be really cool is if someone would compile a CD with all the OPSM 
games on it.. Including a menuing system so that we can choose which games 
to play. 


Also though i know matt and that are busy, but what ever happened to the cd 
they were going to compile of the entire yaroze archives? Its still listed 
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on the site as to be done.. so how about it :) the site and groups might not 
be around for much longer now that the PS2 linux stuff is underway 


By the way those PS2 libs for the yaroze sound like a great idea.. Id love 
to carry on the tradition wth a PS2 i can do yaroze on.. I still think it 
would have been cool if sony had of made a ps2 yaroze.. i know we have the 


linus kit, but theres always going to be something special about having a 
yaroze... ya know.. 


Greg 


—-MESSAGE FILE 9110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07838 


—-MESSAGE FILE 9111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007839 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 82: congratulations Matt & John! 

Date: Thu, 28 Feb 2002 10:55:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <a512kq$q033@www.netyaroze-europe.com> 

References: <a5c2jm$19f1@www.netyaroze-europe.com> <a5jfgaSng71@www.netyaroze-europe 
.com> <a5jsbm$q031@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi guys, 


Invaders from Mars has been removed from next disc at Ben James' 
request. (Due to content reasons associated with September 11th) 


Cheers 
James 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news:a5jsbm$q031@www.netyaroze-europe.com... 


> RobotRon has indeed had a few hiscore submissions, one person even asked 
me 
> who you were and how you acheived such a gobsmacking score :) 


It took a very long time 


> I've also heard that the next disc will feature: Haunted Maze and two 
games 
> I've not played: Sphere and Invaders from Mars. Anyone else heard of 
these? 


Invaders From Mars is by Ben James. Sphere is the work of Peter 
ollochan. 
Both are, to be blunt (sorry), rather basic 3D games. Sphere was an Edge 


Yaroze Competition entry. I have both on SLED-01340 (see OPSM list-me-do, 
17/7/01) 


http://www.netyaroze-europe.com/~peterd/ 


cheers 
Derek 


VVVVVVVVVVOVVVVV VV VV VV VV 


—-MESSAGE FILE 9111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07839 
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-—-MESSAGE FILE 9112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007840 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: decisions 

Date: Thu, 28 Feb 2002 10:56:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3C7EOCC5.  9E394FE8@peregrine.com> 

References: <a5jm3j$ng72@www.netyaroze-europe.com> <3C7DDC64.9DAAB945@127.0.0.1> 
NNTP-Posting-Host: 194.207.193.71 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


> > Anybody know what the libraries are like on the PS2 
> Much lower level than Yaroze, you pretty much have to write your own on 
> top of the hardware level. 


heh, kind of reminds me of the Amiga, could be quite decent assuming the 
documentation is up to scratch. I wonder if there is some way of doing 
hardware collision detection on PS2 (you could set the blitter up a 
certain way on the Amiga when drawing your objects, and by checking a 
status bit you essentially got pixel-perfect collision detection for 
free) 


> On a side note, I am toying with the idea of putting together a version 
> of the Yaroze's libps for PS2 Linux, so that we can get Yaroze games 

> running on it in a recompile. 

> 

> M. 


That'd be cool, i'd like to port GG to PS2 Linux eventually! And it'd 
shorten the learning curve if we all had a familiar API to get used to 
the system with. 


BTW Would a port of siocons and GCC for Yaroze be possible for PS2 
Linux, assuming we could plug the serial cable into a USB adapter? I 
guess GCC wouldn't be a problem but what about siocons? (could USB be 
the way forward to solve the XP problems I wonder?) 


Andy 
—-MESSAGE FILE 9112 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07840 


—-MESSAGE FILE 9113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007841 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: Thu, 28 Feb 2002 19:26:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <a5m0kiSq034@www.netyaroze-europe. com> 
References: <a5kaonSq032@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-75.anduin.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote 
> 


> What would be really cool is if someone would compile a CD with all the 
OPSM 
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> games on it.. Including a menuing system so that we can choose which games 
> to play. 


Sony did produce a yaroze compilation disc back in '98. I believe all yaroze 
members were sent one (journo's and developers too maybe?). 


What you describe is a nice idea, but to have a menu system and to be 
bootable strictly speaking it would have to be created by Sony and I doubt 
they'ed think it worthwhile. But you never know, the OPSM games may be 
popular enough to justify it. 


Peter 


—-MESSAGE FILE 9113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07841 


—-MESSAGE FILE 9114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007842 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: Fri, 1 Mar 2002 11:08:04 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <a5m9vgSq035@www.netyaroze-europe. com> 

References: <a5kaon$q032@www.netyaroze-europe.com> <a5m0kiS$q034@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


T 


Anyone have a spare of this compilation disk they can do without? 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: a5m0kiS$q034@www.netyaroze-europe.com... 

> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote 

>> 

> > What would be really cool is if someone would compile a CD with all the 
> OPSM 
> > games on it.. Including a menuing system so that we can choose which 
games 

> > to play. 

> 

> Sony did produce a yaroze compilation disc back in '98. I believe all 
yaroze 

> members were sent one (journo's and developers too maybe?). 


What you describe is a nice idea, but to have a menu system and to be 
bootable strictly speaking it would have to be created by Sony and I doubt 
they'ed think it worthwhile. But you never know, the OPSM games may be 
popular enough to justify it. 


Peter 


VVVVVVVV VV 


—-MESSAGE FILE 9114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07842 


-—-MESSAGE FILE 9115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007843 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: OPSM CDS 

Date: Fri, 01 Mar 2002 01:20:01 -0800 

Organization: CowboyCoder .com 

Lines: 6 

Message-ID: <3C7F47C1.3DF872B5@127.0.0.1> 

References: <a5kaon$q032@www.netyaroze-europe.com> <a5m0kiS$q034@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc4-camb4-0-cust199.cam.cable.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Peter Armstrong wrote: 

> Sony did produce a yaroze compilation disc back in '98. I believe all yaroze 
> members were sent one (journo's and developers too maybe?). 

Was this the Edge 1st anniversary disc, or a different one? 


M. 
--MESSAGE FILE 9115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07843 


--MESSAGE FILE 9116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007844 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: decisions 

Date: Fri, 01 Mar 2002 01:21:26 -0800 

Organization: CowboyCoder .com 

Lines: 9 

Message-ID: <3C7F4816.475073AB@127.0.0.1> 

References: <a5jm3j$ng72@www.netyaroze-europe.com> <3C7DDC64.9DAAB945@127.0.0.1> ՀՅՇ 
7EOCCS. 9E394FE8@peregrine.com> 

NNTP-Posting-Host: pc4-camb4-0-cust199.cam.cable.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Andrew Partington wrote: 
> BIW Would a port of siocons and GCC for Yaroze be possible for PS2 
> Linux, assuming we could plug the serial cable into a USB adapter? 


Well I use a linux version of siocons, so I guess with the appropriate 
adaptor, and a USB hub (not enough ports) then I guess it should be 
possible. 


M. 
—-MESSAGE FILE 9116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07844 


—-MESSAGE FILE 9117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007845 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: Fri, 1 Mar 2002 12:34:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <a5nsrh$q036@www.netyaroze-europe. com> 

References: <a5kaon$q032@www.netyaroze-europe.com> <a5m0kiS$q034@www.netyaroze-europe 
.com> <3C7F47C1.3DF872B5@127.0.0.1> 

NNTP-Posting-Host: modem-110.argonath.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"Majik" <postmaster@127.0.0.1> wrote 
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> 

> > Sony did produce a yaroze compilation disc back in '98. I believe all 
yaroze 

> > members were sent one (journo's and developers too maybe?). 

> Was this the Edge lst anniversary disc, or a different one? 

> 

> M. 


That's the one. I'd forgotten about that but reading some old newsgroup 
threads has refreshed my memory. 


Peter 
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—-MESSAGE FILE 9117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07845 


-—-MESSAGE FILE 9118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007846 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: decisions 

Date: Fri, 01 Mar 2002 10:08:56 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <aa6v7uk0e4rubfbvef8n8ioti4ubgj47j2@4ax. com> 


References: <a5jm3j$ng72@www.netyaroze-europe.com> <3C7DDC64.9DAAB945@127.0.0.1> ՀՅՇ 


7EOCCS. 9E394FE8@peregrine.com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


Andy, 


I think the documentation will be beyond your wildest imagination :) 


As far as SIOCONS for Yaroze, is it necessary? Why not feed stuff 
from your hard drive? Do you actually need the PC to be the source of 
data for some reason? 


Sauce 


On Thu, 28 Feb 2002 10:56:05 +0000, Andrew Partington 
<andrew.partington@peregrine.com> wrote: 


> 
>> > Anybody know what the libraries are like on the PS2 

>> Much lower level than Yaroze, you pretty much have to write your own on 
>> top of the hardware level. 


> 
>heh, kind of reminds me of the Amiga, could be quite decent assuming the 
>documentation is up to scratch. I wonder if there is some way of doing 


>hardware collision detection on PS2 (you could set the blitter up a 
>certain way on the Amiga when drawing your objects, and by checking a 
>status bit you essentially got pixel-perfect collision detection for 
>free) 

> 

>> On a side note, I am toying with the idea of putting together a version 
>> of the Yaroze's libps for PS2 Linux, so that we can get Yaroze games 
>> running on it in a recompile. 

>> 

>> M. 

> 

>That'd be cool, i'd like to port GG to PS2 Linux eventually! And it'd 
>shorten the learning curve if we all had a familiar API to get used to 
>the system with. 

> 

>BIW Would a port of siocons and GCC for Yaroze be possible for PS2 
>Linux, assuming we could plug the serial cable into a USB adapter? I 
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>guess GCC wouldn't be a problem but what about siocons? (could USB be 
>the way forward to solve the XP problems I wonder?) 

> 

>Andy 


—-MESSAGE FILE 9118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07846 


-—-MESSAGE FILE 9119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007847 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Diaries 

Date: Sun, 3 Mar 2002 12:17:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <adt4gh$3hl@www.netyaroze-europe.com> 
NNTP-Posting-Host: dialup.212-50-167-175.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi there, 


Two more diary entries have been put up on the yarozescene site, dealing 
with the early days of work and some pictures of the office. 


Out of interest, who here reads them and if you do, would you like for us to 
include some of the programming challenges we face and how we overcome them? 


Cheers, 


Marc. 


—-MESSAGE FILE 9119 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07847 


--MESSAGE FILE 9120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007848 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Sun, 3 Mar 2002 15:33:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <a5tg3j$3h2@www.netyaroze-europe. com> 
References: <a5t4gh$3hl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-91.aman.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Absolutely Marc. I'm sure all yaroze members like myself and non-members who 
visit the yarozescene site are keen to learn your progress and get an inside 
view of pro development, so keep us updated as and when you get the time. 


Cheers, 
Peter 


"Marc Lambert" <marc@darkhex.com> wrote in message 

news: a5t4gh$3hl@www.netyaroze-europe.com... 

> Hi there, 

> 

> Two more diary entries have been put up on the yarozescene site, dealing 
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> with the early days of work and some pictures of the office. 

> 

> Out of interest, who here reads them and if you do, would you like for us 
to 

> include some of the programming challenges we face and how we overcome 
them? 

> 


Cheers, 


Marc. 


VVVVVVV 


—-MESSAGE FILE 9120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07848 


-—-MESSAGE FILE 9121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007849 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Mon, 4 Mar 2002 08:30:14 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <a5dttjeS3h3@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: 203-96-106-218.dialup.xtra.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yup peter hit the nail on the head, the diaries are great i wish there were 
more and more often :) 


Greg 

"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: a5tg3j4$3h2@www.netyaroze-europe.com... 

> Absolutely Marc. I'm sure all yaroze members like myself and non-members 
who 

> visit the yarozescene site are keen to learn your progress and get an 
inside 

view of pro development, so keep us updated as and when you get the time. 


Cheers, 
Peter 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news: a5t4gh$3hl@www.netyaroze-europe.com... 
> Hi there, 


> 

> Two more diary entries have been put up on the yarozescene site, dealing 
> with the early days of work and some pictures of the office. 
> 
> 


Out of interest, who here reads them and if you do, would you like for 
to 
> include some of the programming challenges we face and how we overcome 
them? 
> 


Cheers, 


Marc. 


VVVVVVVVVVV GEV VV VV VV VV VV VV 


VV VV V V V 
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> 
> 


—-MESSAGE FILE 9121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07849 


—-MESSAGE FILE 9122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007850 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Sun, 3 Mar 2002 22:41:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a5u948S3h4@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <ad5ttjeS$3h3@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-35-10-2.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yeah i read them when ever i remember to check the side. Although a little 
'new' gfx next to the latest would be helpfull (i always manage to read the 
same ones twice =D) 

Solutions to problems would also be cool. Keep up the work ppl. Now i have 
to go see those office pics.. 


—-MESSAGE FILE 9122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07850 


-—-MESSAGE FILE 9123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007851 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Mon, 4 Mar 2002 11:56:03 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <a5u9tcS$3h5@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Assholes! pricks ! wankers :) 


you got flat panel monitors for working on :) Man im jealous, how many 
times have i asked my bosses for one :) 


well nices offices guys! Looks like your doing alright for yourselves.. 
Keep up with the diaries :) how have you found working on the GBA.. how are 
you feeling about working on GC? that must be daunting.. 


Greg 


P.s i wasnt really abusing you :) but damn you got nice gear 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 

news: a5u948$3h4@www.netyaroze-europe.com... 

> Yeah i read them when ever i remember to check the side. Although a little 
> 'new' gfx next to the latest would be helpfull (i always manage to read 
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the 
> same ones twice =D) 
Solutions to problems would also be cool. Keep up the work ppl. Now i have 


> 
> to go see those office pics.. 
> 
> 


—-MESSAGE FILE 9123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07851 


-—-MESSAGE FILE 9124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007852 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Sun, 3 Mar 2002 23:04:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <a5uaevS3h6@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> <a5u 
9tc$3h5@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup.212-50-166-234.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Just to piss you off more, those PC's are P4 1.7's and are only temporary. 
When we move office, our PC's will be dual p4's with 1gig memory :-) 


As to your Q's, the GBA is absolutely awesome once you get to it's roots, 
the 2D side is easily as nice as the Yaroze's. It is quite duanting to be 
thinking about GC development, but at the end of the day our job is to learn 
and work with the machine, so that we will :-) 


I promise to add new diaries as much as I can, the next entry will probably 
Tuesday evening. Thanks for reading guys! 


Marc. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: a5u9tc$3h5@www.netyaroze-europe.com... 
> Assholes! pricks ! wankers :) 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: a5u948S$3h4@www.netyaroze-europe.com... 

> Yeah i read them when ever i remember to check the side. Although a 
little 

> > 'new' gfx next to the latest would be helpfull (i always manage to read 
> the 

> > same ones twice =D) 

> > Solutions to problems would also be cool. Keep up the work ppl. Now i 


> 

> you got flat panel monitors for working on :) Man im jealous, how many 

> times have i asked my bosses for one :) 

> 

> well nices offices guys! Looks like your doing alright for yourselves.. 
> Keep up with the diaries :) how have you found working on the GBA.. how 
are 

> you feeling about working on GC? that must be daunting.. 

> 

> Greg 

> 

> P.s i wasnt really abusing you :) but damn you got nice gear 

> 

> 

> 

> 

> 
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have 
> > to go see those office pics.. 
> 
> 


—-MESSAGE FILE 9124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07852 


--MESSAGE FILE 9125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007853 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Sun, 3 Mar 2002 23:55:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <a5udjh$3h7@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> <a5u 
9tc$3h5@www.netyaroze-europe.com> <a5uaev$3h6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-46-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'm an avid YS diary reader too. I hope you can continue to find the time 
to let us know what you're up to. 


thanks 
Derek 


"Marc Lambert" <marc@darkhex.com> wrote in message 

news: a5uaev$ 3h6@www.netyaroze-europe.com... 

> Just to piss you off more, those PC's are P4 1.7's and are only 
temporary. 

> When we move office, our PC's will be dual p4's with 1gig memory :-) 

> 

> As to your Q's, the GBA is absolutely awesome once you get to it's roots, 
> the 2D side is easily as nice as the Yaroze's. It is quite duanting to be 
> thinking about GC development, but at the end of the day our job is to 
learn 

> and work with the machine, so that we will :-) 

> 

> I promise to add new diaries as much as I can, the next entry will 
probably 

Tuesday evening. Thanks for reading guys! 


v 


Marc. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: a5u9tc$3h5@www.netyaroze-europe.com... 


VVVVVVVVVVVVVVV VV VV VV 


> Assholes! pricks | wankers :) 

> 

> you got flat panel monitors for working on :) Man im jealous, how many 

> times have i asked my bosses for one :) 

> 

> well nices offices guys! Looks like your doing alright for yourselves.. 
> Keep up with the diaries :) how have you found working on the GBA.. how 
are 

> you feeling about working on GC? that must be daunting.. 

> 

> Greg 

> 
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P.s i wasnt really abusing you :) but damn you got nice gear 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: a5u948S$3h4@www.netyaroze-europe.com... 
> Yeah i read them when ever i remember to check the side. Although a 
little 
> > 'new' gfx next to the latest would be helpfull (i always manage to 
ead 
> the 
> > same ones twice =D) 
> > Solutions to problems would also be cool. Keep up the work ppl. Now i 
have 
> > to go see those office pics.. 
>> 
>> 
> 
> 


V V V V V V 


VVVVVVVVVVV EBV VV VV VV V 


6002 


—-MESSAGE FILE 9125 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07853 


-—-MESSAGE FILE 9126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007854 
Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Mon, 4 Mar 2002 00:12:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <a5ue97S3h8@www.netyaroze-europe. com> 
References: <a5t4gh$3hl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yup, I read the diaries - greta fun they are too, it's like a NY Soap opera! 


-Kenny 

"Marc Lambert" <marc@darkhex.com> wrote in message 
news:a5t4gh$3h1@www.netyaroze-europe.com... 

Hi there, 


Two more diary entries have been put up on the yarozescene site, dealing 
with the early days of work and some pictures of the office. 


Out of interest, who here reads them and if you do, would you like for us 
° 
> include some of the programming challenges we face and how we overcome 


tVVVV VV 


Cheers, 


Marc. 


—-MESSAGE FILE 9126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07854 


—-MESSAGE FILE 9127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007855 
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Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GDC 2002 

Date: Mon, 4 Mar 2002 10:19:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a5vic7$3h9@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.163 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Anyone attending this year? I'm off tomorrow for a couple of conferences 
including this. SCEA/SCEE will be sharing a booth this year and it should 
be pretty big. Lots of fun:) 

Anyhow see ya there... 


George 


—-MESSAGE FILE 9127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07855 


-—-MESSAGE FILE 9128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007856 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: decisions 

Date: Mon, 04 Mar 2002 13:09:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <3C837210.A4E66AE3@peregrine.com> 

References: <a5jm3j$ng72@www.netyaroze-europe.com> <3C7DDC64.9DAAB945@127.0.0.1> ՀՅՇ 
TEOCCS5. 9E394FE8@peregrine.com> <aa6v7uk0e4rubfbvef8n8ioti4ubgj47j2@4ax.com> 
NNTP-Posting-Host: 194.207.193.68 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Steven Osman wrote: 

> 

> Andy, 

> 

> I think the documentation will be beyond your wildest imagination :) 
> 


Nice [although i've got a pretty wild imagination :)] but by reading 
this document on Gamasutra, it would seem as though Sony have crippled 
CD access?? (look under section entitled "Feature Drop", 5th paragraph) 


http://www.gamasutra.com/features/20011207/paul_02.htm 
Not enough to stop me investing in the PS2 Linux kit, but I would have 


liked to have had a shot at some sound-to-light stuff at some point... 


: ( 


BTW this Gamasutra link is quite interesting too: 


http://www.gamasutra.com/gdce/green/green_01.htm 


It starts off by going over some procedural rendering techniques, but 
starts going into VU code and other low-level stuff (the info starts at 
"Ten Things Nobody Told You About PS2") 
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As far as SIOCONS for Yaroze, is it necessary? Why not feed stuff 
from your hard drive? Do you actually need the PC to be the source of 
data for some reason? 


V V V V 


No reason, just wondering if its possible for PS2 Linux to replace my PC 
Yaroze devkit :) 


Andy 
—-MESSAGE FILE 9128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07856 


—-MESSAGE FILE 9129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007857 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC 2002 

Date: Mon, 4 Mar 2002 16:03:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <aé6é066tS4tdl@www.netyaroze-europe. com> 
References: <a5vic7$3h9@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2573.lemur.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Damn the first year I'm not going in 3yrs. 
Oh well, George have a good time... and grab me some freebies :) 


Bob 
bob@shand.org.uk 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: a5vic7$3h9@www.netyaroze-europe.com... 

> Anyone attending this year? I'm off tomorrow for a couple of conferences 
including this. SCEA/SCEE will be sharing a booth this year and it should 
be pretty big. Lots of fun:) 

Anyhow see ya there... 


George 


VV V V V V V 


--MESSAGE FILE 9129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07857 


—-MESSAGE FILE 9130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007858 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: 4 Mar 2002 22:51:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <0lclc3ceS6f9b1bc0$788f933e@pal-—s-—omnibook> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv—4-143-120.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 

<a5u948S$ 3h4@www.netyaroze-europe.com>... 

><snip>Although a little 

> 'new' gfx next to the latest would be helpfull (i always manage to read 
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the 

> same ones twice =D) 

<snip> 


same here :) 


You know I read all your diaries with interest. That GC kit picture was a 
great sight (although it does not look as cool as a NY)! btw, are the 
devices on the GBA pictures the official dev kits? They look pretty much 
like those bung-etc devices. 


Talks of programming challenges would be great. Actually I'm not sure I 


understand what you are doing right now -- maybe it's me ;) , or maybe you 
just can't talk about that, but a quick overview of your current projects 
would be very welcome :) (I was thinking you were doing PSX stuff but a 


short while ago you switched to GBA & GC - where did the PSX games end 
up?). Also, I'm wondering how you manage task sharing (eg do you produce 
art yourselves?). 

Thank you again for sharing your experiences! 


pal 


6005 


—-MESSAGE FILE 9130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07858 


—-MESSAGE FILE 9131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007859 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: 4 Mar 2002 22:54:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01lclc3ce$d3f£347a0$788f933e@pal-—s-—omnibook> 


References: <a5kaon$q032@www.netyaroze-europe.com> <a5m0kiS$q034@www.netyaroze-europe 


. com> 
NNTP-Posting-Host: nas-cbv—4-143-120.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<a5m0ki$q034@www.netyaroze-europe.com>... 

> Sony did produce a yaroze compilation disc back in '98. I believe all 
yaroze 

> members were sent one (journo's and developers too maybe?). 


Yeah, that was a nice move on Sony's part. 

btw, did they send anything to members after that? I've just realized that 
I haven't given them my new address after moving - may I have missed 
something? 


pal 


--MESSAGE FILE 9131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07859 


—-MESSAGE FILE 9132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007860 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: Tue, 5 Mar 2002 00:09:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <a61207S4td2@www.netyaroze-europe. com> 


References: <a5kaon$q032@www.netyaroze-europe.com> <a5m0kiS$q034@www.netyaroze-europe 


.com> <Olclc3ce$d3f347a0$788f£933e@pal—s—omnibook> 
NNTP-Posting-Host: modem-79.aranruth.dialup.pol.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


That was it as far as I remember. 


How's Invs coming along? 


"pal" <palpalpalpal@hotmail.com> wrote 

> 

> Yeah, that was a nice move on Sony's part. 

> btw, did they send anything to members after that? I've just realized that 
> I haven't given them my new address after moving - may I have missed 

> something? 


—-MESSAGE FILE 9132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07860 


-—-MESSAGE FILE 9133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007861 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Tue, 5 Mar 2002 00:29:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <a613prS4td3@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> <Olc 
lc3ceS6f9b1bc0$788f933e@pal—s—omnibook> 

NNTP-Posting-Host: dialup.212-50-167-5.karoo.KCOM.COM 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Talks of programming challenges would be great. Actually I'm not sure I 
understand what you are doing right now -- maybe it's me ;) , or maybe you 
just can't talk about that, but a quick overview of your current projects 
would be very welcome :) 


VVVYV 


We work for a new development company called Digi-Guys (www.digi-guys.com), 
myself/Matt and Jon are the programming team. 


>(I was thinking you were doing PSX stuff but a 
> short while ago you switched to GBA & GC - where did the PSX games end 
> up?). 


Circumstances beyond our control screwed up the PSX games, but we got these 
jobs from the experiance. Currently we are doing a GBA game with a second 
possibly on the horizon. We can't discuss game details, but I'll at least 
attempt to talk about some of the tasks we face. 


>Also, I'm wondering how you manage task sharing (eg do you produce 
> art yourselves?). 


For programming, we just seem to click well. We usually discuss who is doing 
what before entering a project, then get on with it - it's very much 
strength based, we complement each other well. As for the art, we have an 
art department. Check out the Digi-Guys site, you'll see we are very well 
equipped :-) 


Marc. 


—-MESSAGE FILE 9133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07861 


—-MESSAGE FILE 9134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007862 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Tue, 5 Mar 2002 20:59:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <aé3buiS4td4@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <ad5ttjeS3h3@www.netyaroze-europe.com> <a5u948S3h4@www.netyaroze-europe.com> <a5u 
9tc$3h5@www.netyaroze-europe.com> <a5uaev$3h6@www.netyaroze-europe. com> 

Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 

NNTP-Posting-Host: dialup.212-50-167-238.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> Just to piss you off more, those PC's are P41.7's and are 
> only temporary. When we move office, our PC's will be 
> dual p4's with lgig memory :-) 


And we said we didn't need them several times. 


—-MESSAGE FILE 9134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07862 


—-MESSAGE FILE 9135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007863 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Tue, 5 Mar 2002 22:13:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <a63qg89S4td5@www.netyaroze-europe. com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
օո» <a5ttjeS3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> <a5u 
9tcS$3h5@www.netyaroze-europe.com> <a5uaevS3h6@www.netyaroze-europe.com> <aé6é3buiS4td4 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-10-2.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


apparently comps start to get slower over 512mb RAM unless its 64bit chips.. 
ionno, thats what the benchmark test showed anyway.. 


—-MESSAGE FILE 9135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07863 


—-MESSAGE FILE 9136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007864 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Tue, 5 Mar 2002 22:27:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aé3gsfS4td6@www.netyaroze-europe. com> 
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References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <ad5ttjeS3h3@www.netyaroze-europe.com> <a5u948S3h4@www.netyaroze-europe.com> <a5u 
9tcS$3h5@www.netyaroze-europe.com> <a5uaevS3h6@www.netyaroze-europe.com> <a63bui$4td4 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-130-123.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> 


> And we said we didn't need them several times. 
> 


Can you tell them I dont need one too ? Ill gladly supply an address where 
they can send any other unwanted hardware <grin> 


Anyway... Just to add that I like the diaries too.. keep em up.. As was 
mentioned before... its like a little NY Soap opera.. and its good to see a 
success story in progress. 


--MESSAGE FILE 9136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07864 


--MESSAGE FILE 9137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007865 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: 6 Mar 2002 10:36:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c1c4fa$1399dqd000$dba2933e@pal-s-omnibook> 

References: <a5kaon$q032@www.netyaroze-europe.com> <a5m0kiS$q034@www.netyaroze-europe 
.com> <01clc3cesd3f347a0S788f933eQ@pal-s-omnibook> <a61207S4td2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: nas-cbv-9-162-219.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<a61207S4td2@www.netyaroze-europe.com>... 
> How's Invs coming along? 


You can expect a near-final release very soon. I'm just totally unable to 
ever say there's nothing left to do... 
Thanks for asking :) 


—-MESSAGE FILE 9137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07865 


—-MESSAGE FILE 9138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007866 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: 6 Mar 2002 10:43:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01lclc4fb$0e8ad720S$dba2933e@pal-—s-—omnibook> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS$3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> <Olc 
lc3ce$6f9b1bc0$788f933e@pal—s-omnibook> <a613prS$4td3@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-9-162-219.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


..-also, who's in charge of the game design? I'm curious how much this can 
be made 'independent' of programming. 
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-—-MESSAGE FILE 9138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07866 


—-MESSAGE FILE 9139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007867 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Wed, 6 Mar 2002 17:03:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <a6é5iekS4td7@www.netyaroze-europe.com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttjeS$3h3@www.netyaroze-europe.com> <a5u948S$3h4@www.netyaroze-europe.com> <a5u 
9tcS$3h5@www.netyaroze-europe.com> <a5uaevS3h6@www.netyaroze-europe.com> <a63bui$4td4 
@www.netyaroze-europe.com> <a63g89S4td5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1757.leopard.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'm not sure about the preformance issues.. but I know some guys working on 
Gc. They are using the SNSYS dev stuff, apparently they have moved to a new 
debug format that eats RAM on the host like there is no tomorrow. 


Bob 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: a63g89S4td5@www.netyaroze-europe.com... 

> apparently comps start to get slower over 512mb RAM unless its 64bit 
chips.. 

> ionno, thats what the benchmark test showed anyway.. 

> 

> 


--MESSAGE FILE 9139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07867 


--MESSAGE FILE 9140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007868 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Wed, 6 Mar 2002 20:52:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <a65vrh$8jkl@www.netyaroze-europe.com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a5tg3j$3h2@www.netyaroze-europe.c 
om> <a5ttje$3h3@www.netyaroze-europe.com> <a5u948S3h4@www.netyaroze-europe.com> <01c 
l1c3ceS6f9blbc0S788f933eQ@pal-s-omnibook> <a613pr$4td3@www.netyaroze-europe.com> <01c1 
c4fb$0e8ad720$dba2933e@pal-s-omnibook> 

NNTP-Posting-Host: dialup.212-50-167-105.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


We are fully informed and consulted about design issues. The lead artist 
(who also runs the company) is the designer, but he also realises that it 
needs our full input to make the game as he imagines it. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news: 01lclc4fb$0e8ad720$dba2933e@pal—s-—omnibook... 
> ...also, who's in charge of the game design? I'm curious how much this can 


> be made 'independent' of programming. 
> 
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—-MESSAGE FILE 9140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07868 


—-MESSAGE FILE 9141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007869 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Wed, 6 Mar 2002 22:54:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <a6é66voS8jk2@www.netyaroze-europe. com> 
References: <a5t4gh$3hl@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup.212-50-167-105.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


There is yet another new diary entry up :-) 


Marc. 


—-MESSAGE FILE 9141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07869 


—-MESSAGE FILE 9142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007870 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PHP help 

Date: Wed, 6 Mar 2002 23:02:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a6é67ek$8jk3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-12-205.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey all, I was just trying to make a PHP page to support BreakDown scores 
(im new to PHP and wanted practice as well =D) 

Well, i finished coding it and it looked (to me) all ready to go. I've 
managed to set up the database etc but the php code just doesnt seem to 
execute, even the bit which checks wether you hve submited a form. I'm realy 
lost as all my other pages work. 
Anyone here know PHP/mySQL who could give my code a scan over to see why it 
isnt working? I'm pretty surtain its something simple but can't find it 
anywhere! Cheers, Chris. 


—-MESSAGE FILE 9142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07870 


—-MESSAGE FILE 9143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007871 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: LINUX Pre ordering has begin. 

Date: Thu, 7 Mar 2002 00:36:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
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Message-ID: <a66cr3$8 jk4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Pre order for the PS2 Linux kit has begun (for USA) and Europe will start 
very soon! 
http://www.us.playstation.com/product_detail/product_detail.jhtml?PRODID=337 
933&CATID=490&refUrl=linux 


-Kenny 


--MESSAGE FILE 9143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07871 


--MESSAGE FILE 9144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007872 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Thu, 7 Mar 2002 14:00:44 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <a66eb1$8jk5@www.netyaroze-europe.com> 

References: <a5t4gh$3hl@www.netyaroze-europe.com> <a666voS8jk2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ahh i love the link to the mario flash program. 

ahh that made me lol... the music was so well done! 
"Marc Lambert" <marc@darkhex.com> wrote in message 
news:a666voS8jk2@www.netyaroze-europe.com... 

> There is yet another new diary entry up :-) 


> 


Marc. 


V V V V 


—-MESSAGE FILE 9144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07872 


—-MESSAGE FILE 9145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007873 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LINUX Pre ordering has begin. 

Date: Thu, 7 Mar 2002 10:49:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <a67h3fS8jk6@www.netyaroze-europe. com> 
References: <a66cr3$8jk4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 
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Does anyone know how soon ( George? )? 
What are the chances of this Yaroze site turning into a Yaroze2 site now? 
How about calling it Yarnux =) 


Could we all get a discount for being such staunch supporters... 


Warren 


-—-MESSAGE FILE 9145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07873 


—-MESSAGE FILE 9146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007874 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PHP help 

Date: Thu, 7 Mar 2002 19:42:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <a6é8fvk$8jk7@www.netyaroze-europe. com> 
References: <a667ek$8jk3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-26-29.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I'd be happy to scan the code for ya. 


John (QuietBloke) 
john@quietbloke.com 


—-MESSAGE FILE 9146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07874 


-—-MESSAGE FILE 9147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007875 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: decisions 

Date: Thu, 07 Mar 2002 21:31:46 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <si8g8uspvpb88c8tk3jrnoou89cojckr4h@4ax.com> 

References: <a5jm3j$Sng72@www.netyaroze-europe.com> <3C7DDC64. 9DAAB945@127.0.0.1> ՀՅՇ 
TEOCCS5. 9E394FE8@peregrine.com> <aa6v7uk0e4rubfbvef8n8ioti4ubgj47432@4ax.com> <3C83721 
0 .A4E66AR3@peregrine.com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


That's funny, I found the PDF version of the procedural rendering 
document (which didn't have the gamasutra color scheme :) a while ago 
when I was looking into some things. 


Steven 

p.s. So sound's your thing? Glad to hear that! 

On Mon, 04 Mar 2002 13:09:36 +0000, Andrew Partington 
<andrew.partington@peregrine.com> wrote: 
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> 

> 

>Steven Osman wrote: 

>> 

>> Andy, 

>> 

>> I think the documentation will be beyond your wildest imagination :) 
>> 

> 

>Nice [although i've got a pretty wild imagination :)] but by reading 
>this document on Gamasutra, it would seem as though Sony have crippled 
>CD access?? (look under section entitled "Feature Drop", 5th paragraph) 
> 

>http://www.gamasutra.com/features/20011207/paul_02.htm 

> 

>Not enough to stop me investing in the PS2 Linux kit, but I would have 
>liked to have had a shot at some sound-to-light stuff at some point... 
>: ( 

> 

> 

>BTW this Gamasutra link is quite interesting too: 

> 

>http://www.gamasutra.com/gdce/green/green_01-htm 

> 

>It starts off by going over some procedural rendering techniques, but 
>starts going into VU code and other low-level stuff (the info starts at 
>"Ten Things Nobody Told You About PS2") 


>> As far as SIOCONS for Yaroze, is it necessary? Why not feed stuff 

>> from your hard drive? Do you actually need the PC to be the source of 
>> data for some reason? 

>> 

> 

>No reason, just wondering if its possible for PS2 Linux to replace my PC 
>Yaroze devkit :) 

> 

>Andy 


—-MESSAGE FILE 9147 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07875 


—-MESSAGE FILE 9148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007876 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [zip attached 330K] Invs - near final release 
Date: 8 Mar 2002 15:06:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7525 

Message-ID: <01c1c6b1$b54392205$7192933e@pal—s—omnibook> 
NNTP-Posting-Host: nas-cbv—5-146-113.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Just read the ReadMe file, play, and tell me what you think! 

pal 

—-MESSAGE FILE 9148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07876 


—-MESSAGE FILE 9149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007877 
Path: chuka.playstation.co.uk!news 


From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: [zip attached 330K] Invs - near final release 


Date: 8 Mar 2002 15:08:48 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7525 
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Message-ID: <01c1c6b1$b5439220$7192933e@pal—s-—omnibook> 
NNTP-Posting-Host: nas-cbv—5-146-113.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Just read the ReadMe file, play, and tell me what you think! 
pal 


—-MESSAGE FILE 9149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07877 


--MESSAGE FILE 9150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007878 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Double-posting accident - please ignore one of these two 'zip attached' pos 
ts 

Date: 8 Mar 2002 15:16:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c1c6b3$738c3a60$7192933e@pal-—s-—omnibook> 

References: <01cl1c6b1$b5439220$7192933e@pal-—s-omnibook> 

NNTP-Posting-Host: nas-—cbv—5-146-113.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ooops sorry for the double-posting, don't know what happened ^^; 
The two posts should be the same, please ignore one. 


pal 


—-MESSAGE FILE 9150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07878 


-—-MESSAGE FILE 9151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007879 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Double-posting accident - please ignore one of these two 'zip attached’ 
posts 

Date: Fri, 8 Mar 2002 19:52:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <a6b520S$8jk8@www.netyaroze-europe. com> 

References: <01c1c6b1$b5439220$7192933e@pal-s-omnibook> <01c1c6b3$738c3a60$7192933e@ 
pal-s-omnibook> 

NNTP-Posting-Host: dialup.212-50-166-173.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Cool, I'll get to play it Monday (my yaroze is in the Digi-Guys office), 
I'll let you know what I think then :-) 


Marc. 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news: 01c1c6b3$738c3a60$7192933e@pal-—s-—omnibook... 

> Ooops sorry for the double-posting, don't know what happened ^^; 
The two posts should be the same, please ignore one. 


> 
> 
> pal 
> 


—-MESSAGE FILE 9151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07879 


—-MESSAGE FILE 9152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007880 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC 2002 

Date: Fri, 08 Mar 2002 19:58:23 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <bfni8ucgi6hOkfr9d4hnbgn870780d7piu@4ax. com> 
References: <a5vic7$3h9@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.9/32.560 


Hey, are those worthwhile? 


I'll be going to visit Berkeley until the 18th... Thought I could 
just go to the conference for a day or two after that. 


Will it be worth the expense, do you think? (gotta get to San Jose 
and back, and pay for a hotel in SJ). 


Steven 


On Mon, 4 Mar 2002 10:19:33 -0000, "George Bain" <net_yaroze@scee.net> 
wrote: 


>Anyone attending this year? I'm off tomorrow for a couple of conferences 
>including this. SCEA/SCEE will be sharing a booth this year and it should 
>be pretty big. Lots of fun:) 

>Anyhow see ya there... 

> 

>George 

> 


—-MESSAGE FILE 9152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07880 


-—-MESSAGE FILE 9153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007881 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [zip attached 330K] Լոտ - near final release 

Date: Fri, 08 Mar 2002 20:32:28 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ogpi8usf6q3p93tl7aasftqo0vvika8ru30@4ax.com> 

References: <01cl1c6b1$b5439220$7192933e@pal—s—omnibook> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.9/32.560 


How about being a pal and giving us an NTSC version, pal? 
Sauce 


On 8 Mar 2002 15:06:31 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>Just read the ReadMe file, play, and tell me what you think! 
> 


>pal 


—-MESSAGE FILE 9153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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07881 


—-MESSAGE FILE 9154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007882 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [zip attached 260K] Invs - near final release - Ntsc 

Date: 9 Mar 2002 11:31:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5949 

Message-ID: <01clc75c$e731be00$a2a2933e@pal-—s-—omnibook> 

References: <01clc6b1$b5439220$7192933e@pal-—s-—omnibook> <ogpi8usf6q3p93tl7aasftqo0vvi 
ka8ru30@4ax.com> 

NNTP-Posting-Host: nas-—cbv-9-162-162.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steven Osman <sosman@terratron.com> wrote in article 
<ogpi8usfé6éq3p93tlJ7aasftqovvika8ru30@4ax.com>... 
> How about being a pal and giving us an NTSC version, pal? 


Here it is :) 
Be sure to read the ReadMe file, as it's not the same as for the Pal 
version. 


—-MESSAGE FILE 9154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07882 


—-MESSAGE FILE 9155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007883 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [zip attached 330K] Invs - near final release 
Date: Sat, 9 Mar 2002 14:23:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <a6d6c4$8jk9@www.netyaroze-europe. com> 
References: <01c1c6b1$b5439220$7192933e@pal-—s-—omnibook> 
NNTP-Posting-Host: du-028-0032.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Hey this has come on really well since I last saw it. It's like a proper 
game now. I like all the neat little effects and the recoil on the ship when 
you fire. The warp sequence is very sweet. Good little front-end too. 


It could possibly use a few background sound effects to build the atmosphere 
a little. 


All in all very nicely done! 


-Ben 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news: 01c1c6b1$b5439220$7192933e@pal-—s-omnibook... 

> Just read the ReadMe file, play, and tell me what you think! 
> 

> pal 

> 

> 


—-MESSAGE FILE 9155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07883 
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—-MESSAGE FILE 9156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007884 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [zip attached 260K] Լոտ - near final release - Ntsc 

Date: Sat, 09 Mar 2002 11:37:24 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <Ogek8uochb394ploc7v9vvblrmtt 6pu36b9@4ax. com> 

References: <01clc6b1$b5439220$7192933e@pal-—s-—omnibook> <ogpi8usf6q3p93tl7aasftqovvi 
ka8ru30@4ax.com> <01clc75c$e731be00$a2a2933e@pal—s—omnibook> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.9/32.560 


Thanks,. I like how they eat these little balls and get fat, that's 
cute. 


I also like the effect on the warp a lot. 


I got to play it only a couple of times so far, my only reservation is 
that it needs a little bit more color... Or that's just IMHO... 


Sauce 


On 9 Mar 2002 11:31:13 GMT, "pal" <palpalpalpal@hotmail.com> wrote: 


>Steven Osman <sosman@terratron.com> wrote in article 
><ogpi8usfé6q3p93tlJaasftqo0vvika8ru30@4ax.com>... 

>> How about being a pal and giving us an NTSC version, pal? 

> 

>Here it is :) 

>Be sure to read the ReadMe file, as it's not the same as for the Pal 
>version. 


—-MESSAGE FILE 9156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07884 


-—-MESSAGE FILE 9157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007885 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: LINUX Pre ordering has begin. 

Date: Sun, 10 Mar 2002 10:22:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <a6éfc9r$8jk10@www.netyaroze-europe. com> 

References: <a66cr3$8jk4@www.netyaroze-europe.com> <a67h3f$8jk6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Here here! 
:-) 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news: a67h3f$8jk6@www.netyaroze-europe.com... 


> Does anyone know how soon ( George? )? 

> 

> What are the chances of this Yaroze site turning into a Yaroze2 site 
now? 

> 

> How about calling it Yarnux =) 

> 

> Could we all get a discount for being such staunch supporters... 
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Warren 


VVVVVVV 


-—-MESSAGE FILE 9157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07885 


—-MESSAGE FILE 9158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007886 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Hardcore (not that kind) 

Date: Mon, 11 Mar 2002 18:14:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <a6isno$8jk11@www.netyaroze-europe.com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Hello. 


Has everyone seen the state of the PS2-Linux forum? I'm hoping that we 
still get to keep this private forum - most of the posters here have at 
least got a clue about what the hardware is aimed at or at most are 
professional game coders. Sarah Ewen (SCEE) has stated that they intend to 
ship to Europe at the same time as USA (although we can't pre-order yet??), 
so in a few weeks I assume these forums will burst into life again. 


Have you all started making plans of what you are going to do first? I'm 
looking forward to converting my strat. game now that I have more polygons 
to play with that won't fall over with transparency on. I'm also hoping 
that, like PS1, games can be pressed into the official disks - although I 
suppose, with the harddisk and network connections, emails and FTP sites 
would work. 


Is anyone going to be setting up their own project diary? 


Has anyone heard of any universities that going to order the kits to 
replace Yaroze? Has anyone told them? 


Has anyone asked OPSM to have a code clinic section - perhaps with guest 
pro-coders? 


Is anyone running a bet on what percentage of sold Linux kits appear on 
EBay within 2 months after launch? 


So many possibilities, it's like being a yaroze newbie again. 


Warren 


-—-MESSAGE FILE 9158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07886 


—-MESSAGE FILE 9159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007887 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 
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Date: Mon, 11 Mar 2002 19:51:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a6j267Sg441@www.netyaroze-europe. com> 
References: <a6isno$8jk11@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


dunno what made me think this.. but if im on a home network.. will i be able 
to plug the PS2 into an ethernet hub to get net access with it? 
If so.. what are the chances of viruses? (high no doubt) 


-—-MESSAGE FILE 9159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07887 


-—-MESSAGE FILE 9160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007888 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Mon, 11 Mar 2002 21:03:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <a6j6i5S$g442@www.netyaroze-europe. com> 

References: <a6isno$8jk11@www.netyaroze-europe.com> <a6j267S$g441@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: modem-1173.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Linux isn't as vulnerable to viruses as Windows is mainly because everything 
has a set permission level, so unless you log in under Root you can't mangle 
with the naughty bits of the system, I would always suggest login in as a 
normal user, the only snag is you have to switch to Root if you want to 
install anything. 


I assume that it is possible to connect the PS2 Linux up to a ethernet nub. 


Thinking about it with the XBoxs ability to do the same and it running 
Windows (or at least some version of it) I wonder how long it will be before 
you start seeing XBox viruses : ( 


Nigel 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 

news :a6j3267Sg441@www.netyaroze-europe.com... 

> dunno what made me think this.. but if im on a home network.. will i be 
able 

> to plug the PS2 into an ethernet hub to get net access with it? 

> If so.. what are the chances of viruses? (high no doubt) 

> 

> 


-—-MESSAGE FILE 9160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07888 


—-MESSAGE FILE 9161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007889 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Tue, 12 Mar 2002 00:33:31 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <a6jih7$g443@www.netyaroze-europe. com> 

References: <a6isno$8jk11@www.netyaroze-europe.com> <a6j267$g441@www.netyaroze-europ 
e.com> <a6 j6i5$g442@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I would imagine that PS2-Linux trojans will be a bigger threat than Viruses. 


On the side: 

Sony have made a fantastic marketting move with the PS2-Linux. 

It will be so much easier to develope for linus than for, say, Direct-X, it 
will certainly be easier to port the same game to different hardware 
platfirms when developing under Linux/GCC 


Now, do you really think MS will ever let an XBOX run linux? No, thought 
not! 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news:a6 j6i5$q442@www.netyaroze-europe.com... 

> Linux isn't as vulnerable to viruses as Windows is mainly because 
everything 

> has a set permission level, so unless you log in under Root you can't 
mangle 
> with the naughty bits of the system, I would always suggest login in as a 
> normal user, the only snag is you have to switch to Root if you want to 

> install anything. 

> 

> I assume that it is possible to connect the PS2 Linux up to a ethernet 
nub. 

> 

> Thinking about it with the XBoxs ability to do the same and it running 

> Windows (or at least some version of it) I wonder how long it will be 
before 

> you start seeing XBox viruses : ( 


> 

> Nigel 

> 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 

> news:a6j267Sg441@www.netyaroze-europe.com... 

> > dunno what made me think this.. but if im on a home network.. will i be 
> able 

> > to plug the PS2 into an ethernet hub to get net access with it? 
> > If so.. what are the chances of viruses? (high no doubt) 

>> 

>> 

> 

> 


—-MESSAGE FILE 9161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07889 


-—-MESSAGE FILE 9162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007890 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Tue, 12 Mar 2002 00:35:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <a6éjilbSg444@www.netyaroze-europe. com> 
References: <a6isno$8jk11@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The PS2-Linux groups which are set up at the moment are somewhat full of 
people who seem to only be concerned about whether the PS2-Linux kit will 
let them copy games to CD-R or DVD-RW, or whether their 'chipped' PS2 will 
work with the kit. 


Also, the forums are somewhat makeshift at the moment, once the kits are on 
the desks the forums will be re-vamped. 


-Kenny 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:a6isno$8jk11@www.netyaroze-europe.com... 


> Hello. 

> 

> Has everyone seen the state of the PS2-Linux forum? I'm hoping that we 
> still get to keep this private forum - most of the posters here have at 

> least got a clue about what the hardware is aimed at or at most are 

> professional game coders. Sarah Ewen (SCEE) has stated that they intend 
to 

> ship to Europe at the same time as USA (although we can't pre-order 
yet??), 


> so in a few weeks I assume these forums will burst into life again. 


Have you all started making plans of what you are going to do first? 


Ա 

m 

looking forward to converting my strat. game now that I have more polygons 
to play with that won't fall over with transparency on. I'm also hoping 


that, like PS1, games can be pressed into the official disks - although I 
suppose, with the harddisk and network connections, emails and FTP sites 
would work. 


Is anyone going to be setting up their own project diary? 


Has anyone heard of any universities that going to order the kits to 
replace Yaroze? Has anyone told them? 


Has anyone asked OPSM to have a code clinic section - perhaps with guest 
pro-coders? 


Is anyone running a bet on what percentage of sold Linux kits appear on 
EBay within 2 months after launch? 


So many possibilities, it's like being a yaroze newbie again. 


Warren 


VVVVVVVVVVVVVV VV VV VV VV VV HV V 
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—-MESSAGE FILE 9162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07890 


—-MESSAGE FILE 9163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007891 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <banksjames@nospam.hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OT: Problems with DVD playback on PS2 
Date: Tue, 12 Mar 2002 14:33:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <a61440$g445@www.netyaroze-europe. com> 
NNTP-Posting-Host: ppp-1-76.5800-9.telinco.net 
X-Priority: 3 

X-MSMail-Priority: Normal 


Net Yaroze 


X-Newsread 
X-MimeOLE: 


Hi, I 
major prob 
about half 
stuttering 
disc'. Wou 
with the S 
all with p 
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er: Microsoft Outlook Express 6.00.2600.0000 
Produced By Microsoft MimeOLE V6.00.2600.0000 


know this is majorly off topic but a friend of mine is having 
lems with the DVD playback on his PS2. Most DVD's play ok but 

way through the movie (possibly by layer change) the movie starts 
and skipping, eventually the DVD software says Unable to read 

ld it help if he updated the DVD drivers to the ones contained 
ONY remote ?? If not, any ideas ?? There have been no problems at 
laying games therefore I don't think it's the laser playing up. 


Thanks, 


James 


Remove nospam to reply 


—-MESSAGE FILE 9163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07891 


—-MESSAGE FILE 9164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007892 
Path: chuk 
From: "Geo 
Newsgroups 
Subject: R 
Date: Tue, 
Organizati 
Lines: 31 
Message-ID 
References 
u@4ax.com> 
NNTP-Posti 
X-Priority 
X-MSMail-P 
X-Newsread 
X-MimeOLE: 


Yes, it is 


George "ch 


a.playstation.co.uk!news 
rge Bain" <net_yaroze@scee.net> 
: scee.yaroze.freetalk.english 
e: GDC 2002 
12 Mar 2002 20:03:14 -0000 
on: PlayStation Net Yaroze (SCEE) 


: <a6lngs$g446@www.netyaroze-europe. com> 
: <a5vic7$3h9@www.netyaroze-europe.com> <bfni8ucgi6hOkfr9d4hnbgn870780d7pi 


ng-Host: 12.152.177.3 

2-3 

riority: Normal 

er: Microsoft Outlook Express 5.50.4133.2400 
Produced By Microsoft MimeOLE V5.50.4133.2400 


...Յոզ hey the weather is great here in California :) 


illing at the SCEA offices" Bain 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: bfni8ucgi6hOkfr9d4hnbgn870780d7piu@4ax.com... 


> Hey, are 


those worthwhile? 


I'll be going to visit Berkeley until the 18th... Thought I could 

just go to the conference for a day or two after that. 

Will it be worth the expense, do you think? (gotta get to San Jose 

and back, and pay for a hotel in SJ). 

Steven 

On Mon, 4 Mar 2002 10:19:33 -0000, "George Bain" <net_yaroze@scee.net> 
wrote: 

>Anyone attending this year? I'm off tomorrow for a couple of conferences 


hould 


>Anyhow 
> 
>George 
> 


VVVVVVQRAVVVV VV VV VV VV VV 


>including this. SCEA/SCEE will be sharing a booth this year and it 


>be pretty big. Lots of fun:) 


see ya there... 


—-MESSAGE FILE 9164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07892 
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-—-MESSAGE FILE 9165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007893 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Problems with DVD playback on PS2 

Date: Tue, 12 Mar 2002 20:40:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
Message-ID: <a6élplg$g447@www.netyaroze-europe. com> 
References: <a61440$qg445@www.netyaroze-europe. com> 
NNTP-Posting-Host: host80-1-19-224.no-dns-yet.ntli.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi, 


It sounds like updated drivers might help but it may be the start of the 
lens going *funny*. I know that, even though DVD-ROM's and CD-ROM's work 
fine the PS2 can struggle to read music CD's or DVD films (the first thing 
that went on mine was reading music CD's). If the lens has been cleaned it 
may need some fine tuning with the voltage that is supplied to the lens. I 
have managed to fix my PS2 by doing this but seeing as this is an official 
Sony newsgroup I would definately advise you to let Sony repair it for you. 
;) 

r 


Definately try the updated drivers first though before doing anything 
drastic. 


By the way, has anyone heard anything about the rumour that the newer 
drivers allow DVD's to be played correctly through a SCART lead? 


Scott: 


"James Banks" <banksjames@nospam.hotmail.com> wrote in message 
news:a6144oSg445@www.netyaroze-europe.com... 

> Hi, I know this is majorly off topic but a friend of mine is having 
> major problems with the DVD playback on his PS2. Most DVD's play ok but 
> about halfway through the movie (possibly by layer change) the movie 
starts 

> stuttering and skipping, eventually the DVD software says Unable to read 
> disc'. Would it help if he updated the DVD drivers to the ones contained 
> with the SONY remote ?? If not, any ideas ?? There have been no problems 
at 


v 


all with playing games therefore I don't think it's the laser playing up. 


Thanks, 


> 

> 

> 

> James 
> Remove nospam to reply 
> 
> 


--MESSAGE FILE 9165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07893 


--MESSAGE FILE 9166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007894 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james_burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC 2002 

Date: Tue, 12 Mar 2002 20:51:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 
Message-ID: <aélq2aSg448@www.netyaroze-europe. com> 

References: <a5vic7$3h9@www.netyaroze-europe.com> <bfni8ucgiéhOkfr9d4hnbgn870780d7pi 


Net Yaroze newsgroups message dump.txt 


u@4ax.com> <a6lngs$gq446@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-75.dorwinion.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey dude, 
Your a jammy git :) 


Later 
James 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: a6lngs$gq446@www.netyaroze-europe.com... 

> Yes, it is...and hey the weather is great here in California :) 
> 

George "chilling at the SCEA offices" Bain 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: bfni8ucgi6hOkfr9d4hnbgn870780d7piu@4ax.com... 
> Hey, are those worthwhile? 


I'll be going to visit Berkeley until the 18th... Thought I could 
just go to the conference for a day or two after that. 


Will it be worth the expense, do you think? (gotta get to San Jose 
and back, and pay for a hotel in SJ). 


Steven 


On Mon, 4 Mar 2002 10:19:33 -0000, "George Bain" <net_yaroze@scee.net> 
wrote: 


VVVVVVVVVV VV 


> >Anyone attending this year? I'm off tomorrow for a couple of 
onferences 
> >including this. SCEA/SCEE will be sharing a booth this year and it 
should 
> >be pretty big. Lots of fun:) 
>Anyhow see ya there... 
> 
>George 
> 


VVVVVVVVVVAVVVVVVV VV VV VV VV VV VV 
V V V V V 
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—-MESSAGE FILE 9166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07894 


—-MESSAGE FILE 9167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007895 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC 2002 

Date: Tue, 12 Mar 2002 23:35:20 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <a6m3uj$g449@www.netyaroze-europe. com> 


References: <a5vic7$3h9@www.netyaroze-europe.com> <bfni8ucgiéhOkfr9d4hnbgn870780d7pi 
u@4ax.com> <a6lngs$g446@www.netyaroze-europe.com> <a6lq2a$g448@www.netyaroze-europe. 


com> 

NNTP-Posting-Host: 12.152.177.3 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Net Yaroze newsgroups message dump.txt 


On the way here, I got bumped up to Upper Class with Virgin Airlines 
went օո a 11 hour drinking binge.... 


"James Burns" <james_burns@scee.net> wrote in message 
news :a6lq2a$g448@www.netyaroze-europe.com... 


> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Hey dude, 
Your a jammy git :) 


Later 
James 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: a6lngs$g446@www.netyaroze-europe.com... 

> Yes, it is...and hey the weather is great here in California :) 
> 

George "chilling at the SCEA offices" Bain 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: bfni8ucgi6éhOkfr9d4hnbgn870780d7piu@4ax.com... 
> Hey, are those worthwhile? 


should 

> >be pretty big. Lots of fun:) 
>Anyhow see ya there... 

> 

>George 

> 


VVVVVVVVVVAVVVVVVVVV VV VV VV VV VV 
VVVVYV 


> >including this. SCEA/SCEE will be sharing a booth this year and it 
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> 

> I'll be going to visit Berkeley until the 18th... Thought I could 
> just go to the conference for a day or two after that. 

> 

> Will it be worth the expense, do you think? (gotta get to San Jose 
> and back, and pay for a hotel in SJ). 

> 

> Steven 

> 

> On Mon, 4 Mar 2002 10:19:33 -0000, "George Bain" <net_yaroze@scee.net> 
> wrote: 

> 

> >Anyone attending this year? I'm off tomorrow for a couple of 
onferences 


—-MESSAGE FILE 9167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07895 


—-MESSAGE FILE 9168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007896 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC 2002 

Date: Tue, 12 Mar 2002 18:52:29 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <o05t8ugc6i81t5o0olqpoucl jps4d5sjprj4@4ax.com> 


References: 


<a5vic7$3h9@www.netyaroze-europe.com> <bfni8ucgi6hOkfr9d4hnbgn870780d7pi 


u@4ax.com> <a6lngs$g446@www.netyaroze-europe.com> <a6lq2a$gq448@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: user-Occeh4k.cable.mindspring.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Newsreader: Forte Agent 1.9/32.560 
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Man, 
I'm so bummed. Here I was looking forward to watching you throw 


spitballs at each other and I finally found out that I can't make it 
after all. 


I'll be visiting Berkeley this weekend and CMU next weekend (I got 
into both of their PhD programs), but I need to leave for CMU on 
Thursday. That's exactly when the expo part of the conference is 
beginning : ( 


Oh well, maybe if I end up going to Berkeley it'll be easy to go to 
them. 


Steven 


On Tue, 12 Mar 2002 20:51:30 -0000, "James Burns" 
<james_burns@scee.net> wrote: 


>Hey dude, 

> 

>Your a jammy git :) 

> 

>Later 

>James 

> 

>"George Bain" <net_yaroze@scee.net> wrote in message 
>news:aélngs$g446@www.netyaroze-europe.com... 


>> Yes, it is...and hey the weather is great here in California :) 
>> 

>> George "chilling at the SCEA offices" Bain 

>> 

>> 


>> "Steven Osman" <sosman@terratron.com> wrote in message 
>> news:bfni8ucgib6hOkfr9d4hnbgn870780d7piu@4ax.com... 
>> > Hey, are those worthwhile? 


>> > 

>> > I'll be going to visit Berkeley until the 18th... Thought I could 
>> > just go to the conference for a day or two after that. 

>> > 

>> > Will it be worth the expense, do you think? (gotta get to San Jose 
>> > and back, and pay for a hotel in SJ). 

>> > 

>> > Steven 

>> > 

>> > On Mon, 4 Mar 2002 10:19:33 -0000, "George Bain" <net_yaroze@scee.net> 
>> > wrote: 

>> > 


>> > >Anyone attending this year? I'm off tomorrow for a couple of 
>conferences 

>> > >including this. SCEA/SCEE will be sharing a booth this year and it 
>> should 

>> > >be pretty big. Lots of fun:) 


>> > >Anyhow see ya there... 
>> > > 

>> > >George 

>> > > 

>> > 

>> 

>> 

> 


—-MESSAGE FILE 9168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07896 


—-MESSAGE FILE 9169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007897 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GDC 2002 

Date: Wed, 13 Mar 2002 12:39:23 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <aénhjf$g4410@www.netyaroze-europe. com> 

References: <a5vic7$3h9@www.netyaroze-europe.com> <bfni8ucgiéhOkfr9d4hnbgn870780d7pi 
u@4ax.com> <a6lngs$g446@www.netyaroze-europe.com> <a6lq2a$gq448@www.netyaroze-europe. 
com> <a6ém3uj$g449@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


a 
Git! 


James 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: a6m3uj$g449@www.netyaroze-europe.com... 

> On the way here, I got bumped up to Upper Class with Virgin Airlines :) I 
went on a 11 hour drinking binge.... 


"James Burns" <james_burns@scee.net> wrote in message 
news :a6lq2a$g448@www.netyaroze-europe.com... 

> Hey dude, 

> 

Your a jammy git :) 


Later 
James 


"George Bain" <net_yaroze@scee.net> wrote in message 

news: a6lngs$g446@www.netyaroze-europe.com... 

> Yes, it is...and hey the weather is great here in California :) 
> 

George "chilling at the SCEA offices" Bain 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: bfni8ucgi6éhOkfr9d4hnbgn870780d7piu@4ax.com... 
> Hey, are those worthwhile? 


I'll be going to visit Berkeley until the 18th... Thought I could 
just go to the conference for a day or two after that. 


Will it be worth the expense, do you think? (gotta get to San Jose 
and back, and pay for a hotel in SJ). 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV OV 


VVVVVVVVVVVVV VV V 


On Mon, 4 Mar 2002 10:19:33 -0000, "George Bain" 
roze@scee.net> 
wrote: 


tly 


>Anyone attending this year? I'm off tomorrow for a couple of 
ferences 

> >including this. SCEA/SCEE will be sharing a booth this year and it 

should 

> >be pretty big. Lots of fun:) 

>Anyhow see ya there... 

> 

>George 

> 


> 
> 
> 
> 
> 
> 
> 
> Steven 
> 
> 
a 
> 
> 
> 
n 


° 


VV V V V 


VVVVVVVVVVVVVV VV OV VV N V NV NV VN V V N NP NN NP, VN VN N N N NV NV NV VN V 
VVVVVVVVVVaAaVV VI 


VVVVVVVVVVVVVV VV NO M 
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—-MESSAGE FILE 9169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07897 


—-MESSAGE FILE 9170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007898 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Wed, 13 Mar 2002 13:59:28 -0000 

Organization: SCEE 

Lines: 57 

Message-ID: <a6nmj7$g4411@www.netyaroze-europe.com> 
References: <a6isno$8jk11@www.netyaroze-europe.com> 
NNTP-Posting-Host: 443.193.234.102 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Pre-ordering is as much a legal thing as anything else - apparantly (so our 
ops people tell us) one shouldn't take people's money more than three weeks 
before you send them a product. 

Anyway, we've set up a pre-order e-mail subscription list (see 
http://www.technology.scee.net/) ... and yes, Universities have started 
contacting us (we were planning to launch first before pushing heavily). 
Incidentally, we're showing the kit at CeBit this week, 


Finally, yes, I'm looking at a way to have a subsidy for Net Yaroze users 
Paul 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:a6isno$8jk11@www.netyaroze-europe.com... 


> Hello. 

> 

> Has everyone seen the state of the PS2-Linux forum? I'm hoping that we 
> still get to keep this private forum - most of the posters here have at 

> least got a clue about what the hardware is aimed at or at most are 

> professional game coders. Sarah Ewen (SCEE) has stated that they intend 
to 

> ship to Europe at the same time as USA (although we can't pre-order 
yet??), 


v 


so in a few weeks I assume these forums will burst into life again. 


Have you all started making plans of what you are going to do first? 


Ա 

m 

looking forward to converting my strat. game now that I have more polygons 
to play with that won't fall over with transparency on. I'm also hoping 


that, like PS1, games can be pressed into the official disks - although I 
suppose, with the harddisk and network connections, emails and FTP sites 
would work. 

Is anyone going to be setting up their own project diary? 


Has anyone heard of any universities that going to order the kits to 
replace Yaroze? Has anyone told them? 


Has anyone asked OPSM to have a code clinic section - perhaps with guest 
pro-coders? 


Is anyone running a bet on what percentage of sold Linux kits appear on 
EBay within 2 months after launch? 


So many possibilities, it's like being a yaroze newbie again. 


Warren 


VVVVVVVVVVVVVV VV VV VV VV VHA V VY 
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> 


—-MESSAGE FILE 9170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07898 


-—-MESSAGE FILE 9171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007899 

Path: chuka.playstation.co.uk!news 

From: "Bob Shand" <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: XBoxes 

Date: Thu, 14 Mar 2002 12:44:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <a6q67s$g4412@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2643.leopard.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


So has anyone forked out for an XBox? 


I notice that several Sony guys have viewed their opionion over at the BBC 


He) 


From what I can rember of last night, it was fun hooking them up on the LAN 
for multiplayer... 


Sorry this message is so disjointed, but I have far too much alcohol flowing 
through my veins :0) 


Bob 


-—-MESSAGE FILE 9171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07899 


-—-MESSAGE FILE 9172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007900 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Problems with DVD playback on PS2 

Date: Thu, 14 Mar 2002 15:32:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 
Message-ID: <a6qg4i$g4413@www.netyaroze-europe. com> 

References: <a61440$g445@www.netyaroze-europe.com> <a6lplg$g447@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


urm, sorry for beoing dumb.. but how do u update PS2 drivers?! 


—-MESSAGE FILE 9172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07900 


—-MESSAGE FILE 9173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007901 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 
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Date: Thu, 14 Mar 2002 18:01:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <a6qp52$g4414@www.netyaroze-europe. com> 
References: <a6isno$8jk11@www.netyaroze-europe.com> <a6nmj7$g4411@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


We're going to get it cheaper than other people - how cool is that! 


I know we're special - it's just nice to hear it every now and again. 


Warren 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news:a6nmj7$g4411@www.netyaroze-europe.com... 

> Finally, yes, I'm looking at a way to have a subsidy for Net Yaroze users 
> 

> 

> Paul 


—-MESSAGE FILE 9173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07901 


-—-MESSAGE FILE 9174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007902 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XBoxes 

Date: Thu, 14 Mar 2002 18:47:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <a6éqrh7$g4415@www.netyaroze-europe. com> 
References: <a6q67s$g4412@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup.212-50-166-249.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've had one for a few weeks and overall I'm happy with it. 


The games rage from ultra-impressive (Halo/Wreckless/JSRF) to complete shite 
(New legends). 


Marc. 


"Bob Shand" <bob@shand.org.uk> wrote in message 
news:a6q67s$g4412@www.netyaroze-europe.com... 
> So has anyone forked out for an XBox? 


I notice that several Sony guys have viewed their opionion over at the 


v 


> From what I can rember of last night, it was fun hooking them up on the 
LAN 
> for multiplayer... 
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> 

> Sorry this message is so disjointed, but I have far too much alcohol 
flowing 

> through my veins :0) 


Bob 


V V V V 


--MESSAGE FILE 9174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07902 


—-MESSAGE FILE 9175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007903 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Problems with DVD playback on PS2 
Date: Thu, 14 Mar 2002 22:10:00 +0100 
Organization: IBM Global Services 

Lines: 30 

Message-ID: <3C9111A8.A5301E3B@édk.ibm.com> 
References: <a61440$qg445@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungold3.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; Ս) 
X-Accept—-Language: en 


Yeah, I've been there. My CD playback was choppy and some CD's would not play 
at all. And when a couple of my DVD's started coughing I thought about ripping 
the PS2 open and cleaning the lens. I hesitated and wondered if I should, had a 
cup of tea, and realized my warranty had run out four months ago. And the rest 
is history. 

CD and DVD playback is perfect now, except for "O Brother, were art thou?" 
where I was obviously pissed the last time I saw it, hence the 1 1/2 inch 
scratch across the Read-Only surface. 

But as Scott I would advise on letting Sony do it for you. 


Regarding DVD's with the new drivers being able to play through a SCART lead I 
would say that is false. At least I have had no such luck. 


Chris W.: In order to update your drivers you have to buy the Sony DVD remote 
which apart from containing the remote and a infrared receiver also includes a 
CD with DVD driver update. You simply insert the CD, follow what it says, and 
when you're done you have 2.2MB( I think) less space on your memory card : ) It 
does get rid of the out of synch speech problem but apart from that I'm not 
enough of a DVD connoisseur to say that it improves image quality or anything 
like that. Anyway I'm more than happy with the DVD playback before and after. 
By the way also make sure your driver( the current one ) is below 2.10E 
otherwise there is no point in buying the remote for the sake of the driver. 


Mark 


PS. I also cleaned my PC DVD-ROM drive and guess what, it also works 
flawlessly with all my DVDs ( used to fail and say read error ). 


—-MESSAGE FILE 9175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07903 


—-MESSAGE FILE 9176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007904 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Problems with DVD playback on PS2 
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Date: Fri, 15 Mar 2002 13:07:57 -0000 

Organization: SCEE 

Lines: 60 

Message-ID: <aéssan$g4416@www.netyaroze-europe. com> 

References: <a61440$g445@www.netyaroze-europe.com> <3C9111A8.A5301E3B@édk.ibm.com> 
NNTP-Posting-Host: 43.193.234.102 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


One could also borrow the install disc for the DVD remote from a friend - 
essentially it installs an updated version of the DVD player software onto a 
Memory Card (which must be left in the PS2 when booting up a movie). 


I'm afraid the SCART/green screen aspect was not a SCE decision. (Output 
switches from RGB to "Component" - which is fine if you live in Australia or 
have a Toshiba TV which support this) 


I would be interested if Xbox has to adhere to the same rule 
Paul 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 
news :3C9111A8 .A5301E3B@dk.ibm.com... 
> Yeah, I've been there. My CD playback was choppy and some CD's would not 
play 
> at all. And when a couple of my DVD's started coughing I thought about 
ripping 
> the PS2 open and cleaning the lens. I hesitated and wondered if I should, 
had a 
> cup of tea, and realized my warranty had run out four months ago. And the 
rest 
> is history. 
> CD and DVD playback is perfect now, except for "O Brother, were art 
thou?" 
> where I was obviously pissed the last time I saw it, hence the 1 1/2 inch 

scratch across the Read-Only surface. 

But as Scott I would advise on letting Sony do it for you. 


> 

> 

> 

> Regarding DVD's with the new drivers being able to play through a SCART 

lead I 

> would say that is false. At least I have had no such luck. 

> 

> Chris W.: In order to update your drivers you have to buy the Sony DVD 

remote 

> which apart from containing the remote and a infrared receiver also 

includes a 

> CD with DVD driver update. You simply insert the CD, follow what it says, 

and 

> when you're done you have 2.2MB( I think) less space on your memory card 
) It 

> does get rid of the out of synch speech problem but apart from that I'm 

not 

> enough of a DVD connoisseur to say that it improves image quality or 

anything 

> like that. Anyway I'm more than happy with the DVD playback before and 

after. 

> By the way also make sure your driver( the current one ) is below 2.10E 

> otherwise there is no point in buying the remote for the sake of the 

driver. 


> 

> 

> Mark 

> 

> 

> PS. I also cleaned my PC DVD-ROM drive and guess what, it also works 
> flawlessly with all my DVDs ( used to fail and say read error ). 

> 


—-MESSAGE FILE 9176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07904 


Net Yaroze newsgroups message dump.txt Page 6033 


-—-MESSAGE FILE 9177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007905 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Fri, 15 Mar 2002 13:15:43 -0000 

Organization: SCEE 

Lines: 41 

Message-ID: <a6éssp9$g4417@www.netyaroze-europe. com> 

References: <a6isno$8jk11@www.netyaroze-europe.com> <a6nmj7$g4411@www.netyaroze-euro 
pe.com> <a6qp52$g4414@www.netyaroze-europe. com> 

NNTP-Posting-Host: 43.193.234.102 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


No promises as yet, but I'm looking for a scheme that might allow this to 
work. 


We're planning to put up a form on this site in the next week to see what 
the level of interest is, and also provide some means of authentication 
(since each Net Yaroze member will have a unique userid) in getting hold of 
physical e-mail address, and geographic location. 


Based upon that, we'll devise a scheme (if its 10 people, could run in 
person, if its 1000 will have to think of something more complicated) - for 
example could look at special discount, but maybe also have delivery earlier 
that everyone else. 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:a6qp52$g4414@www.netyaroze-europe.com... 


We're going to get it cheaper than other people - how cool is that! 


I know we're special - it's just nice to hear it every now and again. 


Warren 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news:a6nmj7$g4411@www.netyaroze-europe.com... 

> Finally, yes, I'm looking at a way to have a subsidy for Net Yaroze 
sers 

> 

> 

> Paul 


VVVVVVGEVVVVVVVV VV VV VV 


—-MESSAGE FILE 9177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07905 


—-MESSAGE FILE 9178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007906 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Fri, 15 Mar 2002 15:47:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 53 

Message-ID: <a6t55n$g4418@www.netyaroze-europe.com> 

References: <a6isno$8jk11@www.netyaroze-europe.com> <a6nmj7$g4411@www.netyaroze-euro 
pe.com> <a6qp52$gq4414@www.netyaroze-europe.com> <a6ssp9$g4417@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Paul, 


These ideas sounds absolutely great! 

-Kenny 

(~kmillar) 

"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news: a6ssp9$g4417@www.netyaroze-europe.com... 


> 

> No promises as yet, but I'm looking for a scheme that might allow this to 
> work. 

> 

> We're planning to put up a form on this site in the next week to see what 
> the level of interest is, and also provide some means of authentication 

> (since each Net Yaroze member will have a unique userid) in getting hold 
of 

> physical e-mail address, and geographic location. 

> 


> Based upon that, we'll devise a scheme (if its 10 people, could run in 
> person, if its 1000 will have to think of something more complicated) - 
for 

> example could look at special discount, but maybe also have delivery 
earlier 

> that everyone else. 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news: a6qp52$g4414@www.netyaroze-europe.com... 


> 

> We're going to get it cheaper than other people - how cool is that! 
> 

> I know we're special - it's just nice to hear it every now and again. 
> 

> 

> 

> Warren 

> 

> 

> 


> "Paul Holman" <Paul_Holman@scee.net> wrote in message 

> news:a6nmj7$g4411@www.netyaroze-europe.com... 

> > Finally, yes, I'm looking at a way to have a subsidy for Net Yaroze 
users 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 
VV V V V V 


—-MESSAGE FILE 9178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07906 


-—-MESSAGE FILE 9179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007907 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: BreakDown 

Date: Fri, 15 Mar 2002 19:23:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10102 

Message-ID: <a6tilt$g4419@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey all. 

I tihnk its nearly done code wise. dont know if the 'green' enemies work 
yet. But its basically done (few new GFX to be done also. 

Constructive critisisms welcome and.. and hints on sound? 

Cheers! 

Chris 
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—-MESSAGE FILE 9179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07907 


-—-MESSAGE FILE 9180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007908 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Problems with DVD playback on PS2 
Date: Fri, 15 Mar 2002 19:27:48 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 
Message-ID: <a6ti85$g4420@www.netyaroze-europe. com> 


References: <a61440$g445@www.netyaroze-europe.com> <3C9111A8.A5301E3B@édk.ibm.com> <a 


6ssan$g4416@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup.212-50-167-116.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The X-Box works fine with RGB scart. 


Marc. 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news: a6ssan$g4416@www.netyaroze-europe.com... 


> One could also borrow the install disc for the DVD remote from a friend - 


> > at all. And when a couple of my DVD's started coughing I thought about 


> ripping 
> > the PS2 open and cleaning the lens. I hesitated and wondered if I 
should, 


> essentially it installs an updated version of the DVD player software onto 
a 

> Memory Card (which must be left in the PS2 when booting up a movie). 

> 

> I'm afraid the SCART/green screen aspect was not a SCE decision. 

(Output 

> switches from RGB to "Component" - which is fine if you live in Australia 
or 

> have a Toshiba TV which support this) 

> 

> I would be interested if Xbox has to adhere to the same rule 

> 

> Paul 

> 

> "Mark O'Shea" <mos@dk.ibm.com> wrote in message 

> news:3C9111A8.A5301E3B@dk.ibm.com... 

>> Yeah, I've been there. My CD playback was choppy and some CD's would 
not 

> play 
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> had a 

> > cup of tea, and realized my warranty had run out four months ago. And 
the 

> rest 

> > is history. 

> > CD and DVD playback is perfect now, except for "O Brother, were art 
> thou?" 

> > where I was obviously pissed the last time I saw it, hence the 1 1/2 
inch 
> > scratch across the Read-Only surface. 

>> But as Scott I would advise on letting Sony do it for you. 

>> 

> > Regarding DVD's with the new drivers being able to play through a SCART 
> lead I 

> > would say that is false. At least I have had no such luck. 

>> 

> > Chris W.: In order to update your drivers you have to buy the Sony DVD 

> remote 

> > which apart from containing the remote and a infrared receiver also 

> includes a 

> > CD with DVD driver update. You simply insert the CD, follow what it 
says, 

> and 

> > when you're done you have 2.2MB( I think) less space on your memory card 
> ) It 

> > does get rid of the out of synch speech problem but apart from that I'm 
> not 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


> enough of a DVD connoisseur to say that it improves image quality or 
anything 

> like that. Anyway I'm more than happy with the DVD playback before and 
after. 

> By the way also make sure your driver( the current one ) is below 2.10E 
> otherwise there is no point in buying the remote for the sake of the 
driver. 

> 


Mark 


PS. I also cleaned my PC DVD-ROM drive and guess what, it also works 
flawlessly with all my DVDs ( used to fail and say read error ). 


VV VV V V V 


—-MESSAGE FILE 9180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07908 


—-MESSAGE FILE 9181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007909 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BD - re-release (soz) ignore above 

Date: Sat, 16 Mar 2002 20:00:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10149 

Message-ID: <a708ipSlcsl@www.netyaroze-europe. com> 
References: <a6tilt$g4419@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Sorry about the double-post-ness of this! 
Ive fixed a few bugs and gameplay glitches 2day that i thought made it worth 
re-uploading! 


Since above post: 
— Ememy bullets work. 
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- Boss levels do not end untill all enemies are destroyed 
- Pause actually works! 
— The game ends after the last level 


Known bugs (dont know solution): 
- Powerups flash as a white square for one fram occasionally 
— Turrent wont fade on level end 


Already to be added: 
- Different trees for each level type 
- Different types of rock 

— Music (?) and Sound 


Game Controls: 


— normal shot 
Tripple shot 
- Machine gun 
- Lazer 


Օտ H x< 
| 


Leftstick - Turret direction 
R2 - hide/show score bar 
PoerUps: 


Red dots, white background : 100 machinegun 

Blue stripes, white background : 10 tripple shot 
Pink dot, white background : 10 lazer 

Yellow Cross, white background : Health 

Green on white : Shot speed increased. 

Multi coloured : Invincability 
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—-MESSAGE FILE 9181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07909 


—-MESSAGE FILE 9182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007910 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BD - re-release (soz) ignore above 

Date: Sat, 16 Mar 2002 20:00:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10149 

Message-ID: <a708jrSlcs2@www.netyaroze-europe. com> 
References: <a6tilt$g4419@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Sorry about the double-post-ness of this! 


Ive fixed a few bugs and gameplay glitches 2day that i thought made it worth 


re-uploading! 


Since above post: 

- Ememy bullets work. 

- Boss levels do not end untill all enemies are destroyed 
- Pause actually works! 

— The game ends after the last level 


Known bugs (dont know solution): 
- Powerups flash as a white square for one fram occasionally 
— Turrent wont fade on level end 


Already to be added: 
- Different trees for each level type 
- Different types of rock 

— Music (?) and Sound 
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Game Controls: 


- normal shot 
Tripple shot 
- Machine gun 
Lazer 


Օտ H x 
| 


Leftstick - Turret direction 
R2 - hide/show score bar 
PoerUps: 


Red dots, white background : 100 machinegun 

Blue stripes, white background : 10 tripple shot 
Pink dot, white background : 10 lazer 

Yellow Cross, white background : Health 

Green on white : Shot speed increased. 

Multi coloured : Invincability 


—-MESSAGE FILE 9182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07910 


-—-MESSAGE FILE 9183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007911 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Newsgroups down? 

Date: Sat, 16 Mar 2002 20:07:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a708v5Slcs3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Just wondering because it takes about an hour to post and when it does it 
sends 2 copies of it. 

And also its gone extremely quite last 2 days. 

Anyway, hope its all back up soon! 

Chris 


—-MESSAGE FILE 9183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07911 


—-MESSAGE FILE 9184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007912 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BD - re-release (soz) ignore above 

Date: Sat, 16 Mar 2002 20:22:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a709saSlcs4@www.netyaroze-europe. com> 

References: <a6tilt$g4419@www.netyaroze-europe.com> <a708ipSlcsl@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


God i hate myself for this, damn tripple posts! 
Oh and i fixed the dodgy turret fade! 
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Chris 


—-MESSAGE FILE 9184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07912 


—-MESSAGE FILE 9185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007913 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james_burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newsgroups down? 

Date: Sat, 16 Mar 2002 20:26:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <a70a2tSlcs5@www.netyaroze-europe. com> 
References: <a708v5S$lcs3@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-44.curufinwe.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Chris, 


The newsgroups are still working, but I'll look into the duplicate posting 
on tuesday. 


Later 
James 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:a708v5S$lcs3@www.netyaroze-europe.com... 

> Just wondering because it takes about an hour to post and when it does it 
sends 2 copies of it. 

And also its gone extremely quite last 2 days. 

Anyway, hope its all back up soon! 

Chris 


V V V V V V 


--MESSAGE FILE 9185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07913 


—-MESSAGE FILE 9186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007914 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newsgroups down? 

Date: Sat, 16 Mar 2002 22:32:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <a70hfoSlcs6@www.netyaroze-europe. com> 

References: <a708v5S$lcs3@www.netyaroze-europe.com> <a70a2t$lcs5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


it could have been my out look going weird on me. but i did only click send 
the once =| 


—-MESSAGE FILE 9186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07914 
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-—-MESSAGE FILE 9187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007915 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [zip attached 330K] Invs - near final release 
Date: Sat, 16 Mar 2002 22:52:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a70ilcSlcs7@www.netyaroze-europe. com> 
References: <01c1lc6b1$b5439220$7192933e@pal-—s-—omnibook> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hey i dont know if its just me, but on either version, as soon as i press 
start pscom spits out ‘infinite loop detected' and i get a black screen.. 
Anyway round this? 

Chris 


—-MESSAGE FILE 9187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07915 


—-MESSAGE FILE 9188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007916 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Newsgroups down? 

Date: Sat, 16 Mar 2002 23:43:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a701j7Slcs8@www.netyaroze-europe. com> 
References: <a708v5S$lcs3@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup.212-50-169-96.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I don't seem to be having any probs. For reference, I'm using IE6 and 
outlook express. 


Marc. 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:a708v5S$lcs3@www.netyaroze-europe.com... 

> Just wondering because it takes about an hour to post and when it does it 
sends 2 copies of it. 

And also its gone extremely quite last 2 days. 

Anyway, hope its all back up soon! 

Chris 


VV NV V V V 


—-MESSAGE FILE 9188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07916 


—-MESSAGE FILE 9189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007917 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message 


Subject: Re: Newsgroups down? 
Date: Sun, 17 Mar 2002 10:30:1 
Organization: PlayStation Net 
Lines: 4 

Message-ID: <a71rh9Slcs9@www.n 


dump. txt 


6 -0000 
Yaroze (SCEE) 


etyaroze-europe. com> 


Page 6041 


References: <a708v5S$lcs3@www.netyaroze-europe.com> <a701j7Slcs8@www.netyaroze-europe 


. com> 

NNTP-Posting-Host: host217-35- 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outloo 
X-MimeOLE: Produced By Microso 


Hmmm same as me. ah well. It s 
computers always screwing up 4 


18-234.in-addr.btopenworld.com 


k Express 6.00.2600.0000 
ft MimeOLE V6.00.2600.0000 


eems ok now so it doesn't bother me! My 
one reason or another. 


—-MESSAGE FILE 9189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07917 


-—-MESSAGE FILE 9190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007918 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freeta 
Subject: Re: BD - re-release ( 
Date: 17 Mar 2002 11:01:56 GMT 
Organization: PlayStation Net 

Lines: 47 

Message-ID: <0Olclcda2$625331e0 


e.com> 
NNTP-Posting-Host: nas-cbv-9-1 
X-Newsreader: Microsoft Intern 


Ok, I hope these will be const 


On the main menu, it is not ea 
often than not skip one or two 


Typo: "center sceren" for "cen 


You should check for analog mo 
and not doing so may confuse n 
already played the game before 


Try this: select "center scree 
right, ok, move up or down... 


Sometimes I'm not able to quic 
even get somewhat 'stuck' when 


The small font is barely reada 
always guess and the text's al 
pretty annoying (not that my s 
it's also annoying for scores 


Bonus's keep flying around on 


At the beginning of the game, 
appears normally. Is this inte 


The difficulty curve (in norma 
stick things ;) 


>Known bugs (dont know solutio 
>- Powerups flash as a white s 


I did not notice this one. 


>— Turrent wont fade on level 


lk.english 
soz) ignore above 


Yaroze (SCEE) 
$9ba2933e@pal-—s-—omnibook> 
62-155.dial.proxad.net 

et News 4.70.1155 

ructive :) 


sy to move just to the next item. I more 
items when I'm not really careful. 


ter screen". 
de, or at least warn the user, that's easy 


ewbies (well, it did confuse me although I'd 


ys 


n", push X (keep pushed), move left and 
damned! 


kly reverse (without making a 180deg turn). 
trying this. 


ble. For normal text it may be ok as you can 
ways the same, but for the hiscore code it's 
core would be worth registering!). I feel 
and ammo levels, but that may be just me. 
results screen, is this intended? 


you can see the turret scrambled before it 
nded? 


1 mode) seems ok to me. But I hate those 


n): 
quare for one fram occasionally 


end 


I 


References: <a6tilt$g4419@www.netyaroze-europe.com> <a708ipSlicsl@www.netyaroze-europ 
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Actually I think it fades out but reappears when the "Ready... Go" notice 
comes. Maybe this is related? I don't know how your fade out works, though. 
Check priorities? 

Also, the small 'shooting-flame' keeps being displayed. 


nice job, 
pal 


—-MESSAGE FILE 9190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07918 


—-MESSAGE FILE 9191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007919 
Path: chuka.playstation.co.uk!news 


From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: [zip attached 330K] Լոտ - near final release 


Date: 17 Mar 2002 11:08:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01c1lcda3$5c9338805$9ba2933e@pal-—s-—omnibook> 

References: <01clc6b1$b5439220$7192933e@pal-—s-omnibook> <a70ilcS$lcs7@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-9-162-155.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Damned. Thank you for letting me know. 

The program signals an infinite loop when it notices it's been idle for 
about one second, which should never happen. This is just a debug test that 
will be removed from the final version. 

Anybody else encountered this problem? 


Maybe it's related to pscom, I only used Siocons - anybody else tried 
pscom? 
Chris, can you try Siocons and tell me whether this fixes the problem? 


If you still can't get it to work, tell me and I'll send you a version that 
does not check for infinite loops. 


PS by ‘either version' do you mean Pal and Ntsc or Beginner and Normal? 
pal 


—-MESSAGE FILE 9191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07919 


-—-MESSAGE FILE 9192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007920 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [zip attached 330K] Invs - near final release 

Date: Sun, 17 Mar 2002 12:50:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a7230sSlcsl0@www.netyaroze-europe.com> 

References: <01clc6b1$b5439220$7192933e@pal-—s-omnibook> <a70ilcS$lcs7@www.netyaroze-e 
urope.com> <01lclcda3$5c933880$9ba2933e@pal-—s-omnibook> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ok, i meant normal or begginer modes as i havent downloaded the NTSC 1 yet. 

Unfortunatly i cant run siocons on my machine (XP and still cant work it or 

minicons out). If i was to leave it long enough would the game still load or 
has it actually hit a loop? 

Chris 
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—-MESSAGE FILE 9192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07920 


—-MESSAGE FILE 9193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007921 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BD 

Date: Sun, 17 Mar 2002 13:07:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <a724oq$lcs11l@www.netyaroze-europe. com> 

References: <a6tilt$g4419@www.netyaroze-europe.com> <a708ipSlcsl@www.netyaroze-europ 
e.com> <01lclcda2$625331e0$9ba2933e@pal-—s-—omnibook> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> Ok, I hope these will be constructive :) 
Í On the main menu, it is not easy to move just to the next item. I more 
> often than not skip one or two items when I'm not really careful. 
Ok that just sounds like tweeking to me, ill look into it. 
> Typo: "center sceren" for "center screen". 


doh! Suprised i didnt notice that! 


> You should check for analog mode, or at least warn the user, that's easy 
> and not doing so may confuse newbies (well, it did confuse me although I'd 
> already played the game before). 


Ok, i wanted to do this but i dont know how to to a check =( 
I was hoping to put in some digital controls also tho! how would i 
go about checking for the analogue controls? 


> Try this: select "center screen", push X (keep pushed), move left and 
> right, ok, move up or down... damned! 


Yeah i have noticed that (forgot it), havent worked out why tho. 
will ask sl to look at that bit of code maybe. 


> Sometimes I'm not able to quickly reverse (without making a 180deg turn). 
F 
> even get somewhat 'stuck' when trying this. 


I'll see if it's anything obvious (and hope that it is!), although i 
noticed it once i put it down to me being foolish. 
Haveing tested it just now it seems to be a bit intermitent but there. I'll 
have a look but it confused by it :| 


The small font is barely readable. For normal text it may be ok as you can 
always guess and the text's always the same, but for the hiscore code it's 
pretty annoying (not that my score would be worth registering!). I feel 
it's also annoying for scores and ammo levels, but that may be just me. 


VVVYV 


I was going to have a clickable keyboard for any text they didnt know what 
it was, but i will hand edit the numbers to look more... obdvious as well. 
Anyway if u get a score you may as well enter it, the code is designed to 
view alot of scores. 

www.wormscc.com/yaroze 


to submit them! 


> Bonus's keep flying around on results screen, is this intended? 


Net Yaro 
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It wasnt but it did seem to break it up a bit so i left it. Should i 


make them dissapear? 


> At the 
> appear 


beginning of the game, you can see the turret scrambled before it 
s normally. Is this intended? 


Now thats defenatly a bug. I thought id found the solution but it 


obdvious 


ly wasnt! I tihnk its just that the sprite .u value isnt reset on 
gameover so shows for 1 frame of next play. Shouldnt be too hard if 


i do it messily.. but i should realy find the problem :D 


> The difficulty curve (in normal mode) seems ok to me. But I hate those 
> stick things ;) 

How far did you get? (ive managed all 25 levels if u think its 
impossible :D) 
> >Known bugs (dont know solution): 
> >- Powerups flash as a white square for one fram occasionally 
> 
> I did not notice this one. 
> 
> >- Turrent wont fade on level end 
> 
> Actually I think it fades out but reappears when the "Ready... Go" notice 
> comes. Maybe this is related? I don't know how your fade out works, 
though. 


> Check priorities? 


starting 


If fixed the fading problem now.. just needs tweeking because im 
to get 'black' turrets during play, shouldnt take long. 


> Also, the small 'shooting-flame' keeps being displayed. 


Hmm, ive never seen this 1, you mean it sticks so that the shooting 


graphic 


Cheers! 
Chris 


is displayed when its not firing? 


1'11 look into them 2night! 


-—-MESSAGE FILE 9193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07921 


—-MESSAGE FILE 9194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007922 


Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 
Date: 17 


Re: [zip attached 330K] Invs - near final release 
Mar 2002 16:58:45 GMT 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01clcdd4$3bc96620S$f0a3933e@pal-—s-—omnibook> 

References: <01clc6b1$b5439220$7192933e@pal-—s-omnibook> <a70ilcS$lcs7@www.netyaroze-e 
urope.com> <0O1clcda3$5c933880$9ba2933e@pal-—s-omnibook> <a7230s$lcsl0@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv—9-163-240.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<a7230s$lcsl0@www.netyaroze-europe.com>... 


> If i was to leave it long enough would the game still load or 


> has it 


once the 


actually hit a loop? 


program has noticed a loop it's dead. I'll post a (hopefully) 


fixed version soon. 
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PS 

><snip> as i havent downloaded the NTSC 1 yet. 

don't, the Ntsc version is only provided for non-Pal-able people. It doesnt 
play properly. 


—-MESSAGE FILE 9194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07922 


—-MESSAGE FILE 9195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007923 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BD 

Date: 17 Mar 2002 17:57:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <01clcddc$724358c0$f0a3933e@pal-—s-—omnibook> 

References: <a6tilt$g4419@www.netyaroze-europe.com> <a708ipSlcsl@www.netyaroze-europ 
e.com> <01lclcda2$625331e0$9ba2933e@pal-—s-omnibook> <a724oq$lcs1l@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: nas-cbv—5-146-154.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


>how would i go about checking for the analogue controls? 
See code at end of post. 


> > Bonus's keep flying around on results screen, is this intended? 

> 

> It wasnt but it did seem to break it up a bit so i left it. 
Should i 

> make them dissapear? 


Well it's up to you really. I just wondered whether that was a bug, but 
there's no problem with it. 


> How far did you get? (ive managed all 25 levels if u think its 
> impossible :D) 


Actually I'm pretty bad at it and I did not play for long. In survival mode 
I ended up where bluish balls merry-go-round the turret (and killed me). In 
normal mode I can't tell... I saw purple enemies and one that looks like 
the one on the start screen. 


> > Also, the small 'shooting-flame' keeps being displayed. 

> 

> Hmm, ive never seen this 1, you mean it sticks so that the 
shooting 

> graphic is displayed when its not firing? 


Yes, but only during the level transition. Apparently, when it was being 
displayed when the level ended, it keeps being displayed until the next 
level starts. 


Code for testing controller type: 


#include <libps.h> 
#include <stdio.h> 


typedef unsigned char ubyte; 
static volatile ubyte *padBuffer0O, *padBufferl ; 


static char controllerNames[][29] = { 
"Unknown controller (type 0)", "Mouse", "neGcon", "Unknown controller 
(type 0)", 
"Standard controller", "Analog joystick", "GunCon", "DualShock", 
"Unknown controller (type 8)", "Unknown controller (type 9)", "Unknown 
controller (type 10)", "Unknown controller (type 11)", 
"Unknown controller (type 12)", "Unknown controller (type 13)", "Unknown 
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controller (type 14)", "Unknown controller (type 15)", 
"Unknown controller (type 16)", "Unknown controller (type 17)", "Unknown 
controller (type 18)", "Unknown controller (type 19)", 
"Unknown controller (type 20)", "Unknown controller (type 21)", "Unknown 
controller (type 22)", "Unknown controller (type 23)", 
"Unknown controller (type 24)", "Unknown controller (type 25)", "Unknown 
controller (type 26)", "Unknown controller (type 27)", 
"Unknown controller (type 28)", "Unknown controller (type 29)", "Unknown 
controller (type 30)", "Unknown controller (type 31)" 
J; 
int main() { 
printf("START\n") ; 
GetPadBuf (&padBuffer0O, &padBufferl) ; 
while (0 == 0) { 
VSync (0); 
printf("%s\n", controllerNames[(padBufferO[1] & OxFO) >> 4]); 


printf ("END\n") 


, 


} 


—-MESSAGE FILE 9195 END: net-yaroze-usenet/00000001-SCI 
07923 


EE/yaroze/freetalk/english/000 


—-MESSAGE FILE 9196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007924 


Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: [zip attached 331K] Invs - near final release with infinite loop fix 

Date: 17 Mar 2002 18:06:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7560 

Message-ID: <01clcddd$588bada0$f0a3933e@pal-—s—omnibook> 

References: <01c1c6b1$b5439220$7192933e@pal-—s-omnibook> <a70ilcSlcs7@www.netyaroze-e 
urope.com> <0O1clcda3$5c933880$9ba2933e@pal-—s-omnibook> <a7230s$lcsl0@www.netyaroze-e 
urope.com> <0O1lclcdd4$3bc96620$f0a3933e@pal-—s-—omnibook> 

NNTP-Posting-Host: nas-cbv—5-146-154.dial.proxad.net 


X-Newsreader: Microsoft Internet News 4.70.1155 
pal <palpalpalpal@hotmail.com> wrote in article 
<O1lclcdd4$3bc96620Sf0a3933e@pal—s-—omnibook>... 

> once the program has noticed a loop it's dead. 


Mh actually it's not always dead. But as the situation should not happen, 
there's still no hope. 

>I'll post a (hopefully) fixed version soon. 

Here it is. I wouldn't expect it to work though, as there should be no 
situation in which the program could think it's looping... 

Nb: Only people who could not run the previous version and got an 
loop' message should download this one. 


‘infinite 


pal 


—-MESSAGE FILE 9196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07924 


--MESSAGE FILE 9197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007925 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BD 

Date: Sun, 17 Mar 2002 21:18:23 -0000 
Organization: PlayStation Net Yaroze 
Lines: 26 


(SCEE) 
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Message-ID: <a731lgd$lcs12@www.netyaroze-europe. com> 

References: <a6tilt$g4419@www.netyaroze-europe.com> <a708ipSlcsl@www.netyaroze-europ 
e.com> <01clcda2$625331e0$9ba2933e@pal-s-omnibook> <a724oq$lcs1l@www.netyaroze-europ 
e.com> <Olclcddc$724358c0$f0a3933e@pal—s-—omnibook> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ok, turret fading fixed, 

Analog check works 

PowerUps fade at level ends 

Turret rebuilds itself before the start of next game 


Whats realy niggling me is this: 
if (mensel==3) // if 3rd option down when X is pressed 


if (PAD_PRESS (bufferl1, PAD_LEFT) ) 
GsDISPENV.screen.x --; 

if (PAD_PRESS (bufferl,PAD_RIGHT) ) 
GsDISPENV.screen.x ++; 


if (PAD_PRESS (bufferl1, PAD DOWN) ) 

GsDISPENV.screen.y ++; 
if (PAD_PRESS (bufferl1,PAD_UP) ) 
GsDISPENV.screen.y --չ 


} 


I have alwaysed used that so.. what could be messing it up? 


Oh and cheers 4 the analoge code! 
Chris 


-—-MESSAGE FILE 9197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07925 


-—-MESSAGE FILE 9198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007926 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BD 

Date: Sun, 17 Mar 2002 21:21:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a731lmcSlcs13@www.netyaroze-europe.com> 

References: <a6tilt$g4419@www.netyaroze-europe.com> <a708ipSlcsl@www.netyaroze-europ 
e.com> <01clcda2$625331e0$9ba2933e@pal-s-omnibook> <a724oq$lcs1l@www.netyaroze-europ 
e.com> <01lclcddc$724358c0$f0a3933e@pal-s-—omnibook> <a731lgd$lcs1l2@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


oops! never mind i fixed that 2! 


-—-MESSAGE FILE 9198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07926 


—-MESSAGE FILE 9199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007927 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: [zip attached 331K] Լոտ - near final release with infinite loop fix 
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Date: Sun, 17 Mar 2002 22:12:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a734m0Slics14@www.netyaroze-europe. com> 

References: <01clc6b1$b5439220$7192933e@pal-—s-omnibook> <a70ilcS$lcs7@www.netyaroze-e 
urope.com> <01clcda3$5c933880$9ba2933e@pal-—s-omnibook> <a7230s$lcsl0@www.netyaroze-e 
urope.com> <Olclcdd4$3bc96620$f0a3933e@pal-—s-omnibook> <0Olclcddd$588bada0$f0a3933e@p 
al-s-omnibook> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


yes it works! 

very nice game there! 

didnt find any nasty bugs or anything noticable that should be there. v.nice 
one. 

keep it up! 

Chris 


—-MESSAGE FILE 9199 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07927 


-—-MESSAGE FILE 9200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007928 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Problems with DVD playback on PS2 

Date: Mon, 18 Mar 2002 10:54:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 
Message-ID: <a74ha6Slcs15@www.netyaroze-europe. com> 

References: <a61440$g445@www.netyaroze-europe.com> <3C9111A8.A5301E3B@édk.ibm.com> <a 
6ssan$g4416@www.netyaroze-europe.com> <a6ti85Sg4420@www.netyaroze-europe. com> 
NNTP-Posting-Host: icarus.reflectionsinteractive.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Just a warning, DVD playback on XBOX is manky with HDTV (component) for some 
reason [blocky, vertical fuzz (line inversion?), bad colour reproduction] - 
looks *far* better through composite. 


Games work fine... in fact very much more than fine. I suspect the XBOX DVD 
firmware might be dicky for HDTV (possibly region 2). I'm starting a one-man 
campaign to find out... 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news: a6ti85$q4420@www.netyaroze-europe.com... 
> The X-Box works fine with RGB scart. 


Marc. 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 

news: a6ssan$g4416@www.netyaroze-europe.com... 

> One could also borrow the install disc for the DVD remote from a 
friend - 

> > essentially it installs an updated version of the DVD player software 
onto 

>a 

> > Memory Card (which must be left in the PS2 when booting up a movie). 
>> 

> > I'm afraid the SCART/green screen aspect was not a SCE decision. 

> 

> 


> 
> 
> 
> 
> 
> 
> 
> 


(Output 
> switches from RGB to "Component" - which is fine if you live in 
Australia 
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or 
> have a Toshiba TV which support this) 

> 

> I would be interested if Xbox has to adhere to the same rule 

> 

> Paul 

> 

> "Mark O'Shea" <mos@dk.ibm.com> wrote in message 

> news:3C9111A8.A5301E3B@dk.ibm.com... 

>> Yeah, I've been there. My CD playback was choppy and some CD's would 
not 

> play 


> > at all. And when a couple of my DVD's started coughing I thought about 
> ripping 
> > the PS2 open and cleaning the lens. I hesitated and wondered if I 


> > cup of tea, and realized my warranty had run out four months ago. And 


> rest 

> > is history. 

> > CD and DVD playback is perfect now, except for "O Brother, were art 

> thou?" 

> > where I was obviously pissed the last time I saw it, hence the 1 1/2 

inch 

> > scratch across the Read-Only surface. 

>> But as Scott I would advise on letting Sony do it for you. 

>> 

> > Regarding DVD's with the new drivers being able to play through a 
CART 

> lead I 

> > would say that is false. At least I have had no such luck. 

>> 

> > Chris W.: In order to update your drivers you have to buy the Sony DVD 

> remote 

> > which apart from containing the remote and a infrared receiver also 

> includes a 

> > CD with DVD driver update. You simply insert the CD, follow what it 

says, 

> and 


> > when you're done you have 2.2MB( I think) less space on your memory 
ard 
) It 
> does get rid of the out of synch speech problem but apart from that 


> 

> 

m 

> not 

> > enough of a DVD connoisseur to say that it improves image quality or 
> anything 

> > like that. Anyway I'm more than happy with the DVD playback before and 
> after. 

> > By the way also make sure your driver( the current one ) is below 
.10Ք 

> > otherwise there is no point in buying the remote for the sake of the 
> driver. 

>> 

>> 

>> Mark 

>> 

>> 

> > PS. I also cleaned my PC DVD-ROM drive and guess what, it also works 
> > flawlessly with all my DVDs ( used to fail and say read error ). 

>> 

> 

> 


VVVVVVVVVV VV VV EVV VV VV HV V OAV VV VV VV VV VV OV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 9200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07928 


—-MESSAGE FILE 9201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0007929 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Problems with DVD playback on PS2 
Date: Mon, 18 Mar 2002 23:26:40 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 122 
Message-ID: <a75tc3$lcsl6@www.netyaroze-europe. com> 

References: <a61440$g445@www.netyaroze-europe.com> <3C9111A8.A5301E3B@édk.ibm.com> <a 
6ssan$g4416@www.netyaroze-europe.com> <a6ti85$g4420@www.netyaroze-europe.com> <a74ha 
6Slcs1l5@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup.212-50-167-158.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Interesting, I've not seen it on HDTV, so I don't know why the performance 
is bad. 


Still, with RGBscart, those textures on Halo look absolutely amazing! 


Marc. 


"James Rutherford" <hexheroes@writeme.com> wrote in message 
news:a74ha6S$lcsl5@www.netyaroze-europe.com... 

> Just a warning, DVD playback on XBOX is manky with HDTV (component) for 
some 

> reason [blocky, vertical fuzz (line inversion?), bad colour 


reproduction] - 

> looks *far* better through composite. 

> 

> Games work fine... in fact very much more than fine. I suspect the XBOX 
DVD 


> firmware might be dicky for HDTV (possibly region 2). I'm starting a 
one-man 
> campaign to find out... 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news: a6ti85$q4420@www.netyaroze-europe.com... 
> The X-Box works fine with RGB scart. 


Marc. 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news:a6ssan$g4416@www.netyaroze-europe.com... 

> One could also borrow the install disc for the DVD remote from a 
friend - 

> > essentially it installs an updated version of the DVD player software 
onto 


VVVVVVVV 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


>a 

> > Memory Card (which must be left in the PS2 when booting up a movie). 
>> 

> > I'm afraid the SCART/green screen aspect was not a SCE decision. 

> (Output 

> > switches from RGB to "Component" - which is fine if you live in 
Australia 

> or 

> > have a Toshiba TV which support this) 

>> 

> > I would be interested if Xbox has to adhere to the same rule 

>> 

> > Paul 

>> 

> > "Mark O'Shea" <mos@dk.ibm.com> wrote in message 

> > news:3C9111A8.A5301E3B@dk.ibm.com... 

>>> Yeah, I've been there. My CD playback was choppy and some CD's 
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> > > > at all. And when a couple of my DVD's started coughing I thought 


> ripping 

> > the PS2 open and cleaning the lens. I hesitated and wondered if I 
should, 

> had a 

> > cup of tea, and realized my warranty had run out four months ago. 


a 


VVVVVVBVVVVVV VV NOV VV VV VAHVV OV VV VV NVN V OV VV V OV VV VV VV EVV VV QV VV VV 
n 
w 
K 
n 
` 


the 

> rest 

> > is history. 

> > CD and DVD playback is perfect now, except for "O Brother, were 


K 


> thou?" 

> > where I was obviously pissed the last time I saw it, hence the 1 1/2 
inch 
> > scratch across the Read-Only surface. 

> > But as Scott I would advise on letting Sony do it for you. 

>> 

> > Regarding DVD's with the new drivers being able to play through a 
ART 

> lead I 

> > would say that is false. At least I have had no such luck. 

> 

> 


Շ 


> 

> Chris W.: In order to update your drivers you have to buy the Sony 
Մ 
remote 
> which apart from containing the remote and a infrared receiver also 
includes a 
> CD with DVD driver update. You simply insert the CD, follow what it 


> > when you're done you have 2.2MB( I think) less space on your memory 
ard 
JTE 
> does get rid of the out of synch speech problem but apart from that 


> enough of a DVD connoisseur to say that it improves image quality or 
anything 


> 
> 
m 
> not 
> 
> 
> > like that. Anyway I'm more than happy with the DVD playback before 


VN N VV YTN N PEN NP EN ND VN NP NP N, NP N N, VV VV VV VV OV VV VV VV VV VV V OV VV VB 


n 
> after. 
> > By the way also make sure your driver( the current one ) is below 
.10Ք 
> > otherwise there is no point in buying the remote for the sake of the 
> driver. 
>> 
>> 
>> Mark 
>> 
>> 
> > PS. I also cleaned my PC DVD-ROM drive and guess what, it also 
works 
> > > flawlessly with all my DVDs ( used to fail and say read error ). 
> >> 
> > 
> > 
> 
> 
> 
> 


—-MESSAGE FILE 9201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07929 


—-MESSAGE FILE 9202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007930 
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Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Tue, 19 Mar 2002 22:34:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a78eo07Slcs17@www.netyaroze-europe.com> 
References: <a6tilt$g4419@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


just wondering if anyone other than Pal has played it? oh and i think ive 
fixed all the bugs you pointed out so ill post it up again sometime 2moro! 
Chris 


6052 


—-MESSAGE FILE 9202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07930 


—-MESSAGE FILE 9203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007931 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Wed, 20 Mar 2002 00:48:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a78mciS$lcs18@www.netyaroze-europe. com> 


References: <a6tilt$g4419@www.netyaroze-europe.com> <a78eo07$lcsl7@www.netyaroze-euro 


pe.com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Chris. 


I too downloaded it but couldn't quite figure out the controls - just me 
being stupid, and tired at 2am ! 

All I could do was spin the gun around the turret and fire. Should it move 
too? 


-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:a78e07$1cs17@www.netyaroze-europe.com... 

> just wondering if anyone other than Pal has played it? oh and i think ive 
fixed all the bugs you pointed out so ill post it up again sometime 2moro! 
Chris 


> 
> 
> 
> 


--MESSAGE FILE 9203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07931 


--MESSAGE FILE 9204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007932 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: BreakDown 

Date: Wed, 20 Mar 2002 10:36:11 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 
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Message-ID: <a79p0jS$Slcs19@www.netyaroze-europe. com> 

References: <a6tilt$g4419@www.netyaroze-europe.com> <a78eo07$lcsl17@www.netyaroze-euro 
pe.com> <a78mciS$lcs18@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Nope, thats basically it. You stay where you are. COntrols are: 


— normal shot 
Tripple shot 
- Machine gun 
- Lazer 


O mG H x 
| 


Leftstick - Turret direction 
R2 - hide/show score bar 
PowerUps: 


Red dots, white background : 100 machinegun 

Blue stripes, white background : 10 tripple shot 
Pink dot, white background : 10 lazer 

Yellow Cross, white background : Health 

Green on white : Shot speed increased. 

Multi coloured : Invincability 


Chris 

> Hi Chris. 

> 

> I too downloaded it but couldn't quite figure out the controls - just me 

> being stupid, and tired at 2am ! 

> All I could do was spin the gun around the turret and fire. Should it move 
> too? 

> 

> -Kenny 

> 


—-MESSAGE FILE 9204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07932 


—-MESSAGE FILE 9205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007933 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - New release 

Date: Thu, 21 Mar 2002 21:10:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3872 

Message-ID: <a7dihhSlcs20@www.netyaroze-europe. com> 
References: <a6tilt$g4419@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, heres a version with what i think to be all of the mentioned bugs fixed. 
Also i have added an ingame pause menu where u can exit the game or check 
the current stats. 

I'm still adding new rock types (so that the snow levels dont look stupid) 
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and ill get round to types of tree next. 

I'm also concidering a 'double turret' mode to gain on completing normal 
game, should the code allow it. 

And ideas and tips on music and sound is welcome! 

Thanks all 

Chris 


-—-MESSAGE FILE 9205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07933 


—-MESSAGE FILE 9206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007934 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: still alive? 

Date: Tue, 26 Mar 2002 14:45:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a7q26p$4111@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Just testing to see if the newsgroup's alive. 


Good disk on the playstation mag this month. 


So, the Buddhist asks the Cocktail waiter to make him one with everything. 


—-MESSAGE FILE 9206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07934 


-—-MESSAGE FILE 9207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007935 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #82 discs 

Date: Tue, 26 Mar 2002 16:36:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <a7q8dn$4112@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi 


I have four spare #82 discs featuring Yarozians and Robot Ron (unfortunately 
without covers). Should you want one, please post here AND email me -- a 
postage-paid self-addressed A5 envelope will be required. 


thanks 


Derek 


—-MESSAGE FILE 9207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07935 
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—-MESSAGE FILE 9208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007936 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #82 discs 

Date: Wed, 27 Mar 2002 09:03:35 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <a7qntq$4113@www.netyaroze-europe. com> 
References: <a7q8dn$4112@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Any chance you'll send it to New Zealand :) 


Id love one.. 


"Derek da Silva" <dasi@eidosnet.co.uk> wrote in message 
news:a7q8dn$4112@www.netyaroze-europe.com... 
> Hi 
> 
> I have four spare #82 discs featuring Yarozians and Robot Ron 
unfortunately 
without covers). Should you want one, please post here AND email me -- a 
postage-paid self-addressed A5 envelope will be required. 


( 

> 

> 

> 

> thanks 
> Derek 
> 
> 


-—-MESSAGE FILE 9208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07936 


—-MESSAGE FILE 9209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007937 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: still alive? 

Date: Tue, 26 Mar 2002 23:40:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <a7rl0p$4114@www.netyaroze-europe. com> 
References: <a7q26p$4111@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> So, the Buddhist asks the Cocktail waiter to make him one with everything. 
Har-de-har-har ! 


—-MESSAGE FILE 9209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07937 


-—-MESSAGE FILE 9210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007938 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #82 discs 

Date: Fri, 29 Mar 2002 11:30:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
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Message-ID: <a81jb0S9bt1l@www.netyaroze-europe. com> 
References: <a7q8dn$4112@www.netyaroze-europe. com> 
Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 
NNTP-Posting-Host: dialup.212-50-167-249.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Derek, 
I wouldn't mind a spare one, just in case. 


cheers 
Matt 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news:a7q8dn$4112@www.netyaroze-europe.com... 
> Hi 
> 
> I have four spare #82 discs featuring Yarozians and Robot Ron 
unfortunately 
without covers). Should you want one, please post here AND email me -- a 
postage-paid self-addressed A5 envelope will be required. 


( 

> 

> 

> 

> thanks 
> Derek 
> 
> 


—-MESSAGE FILE 9210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07938 


-—-MESSAGE FILE 9211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007939 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #82 discs 

Date: Fri, 29 Mar 2002 12:02:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <a81ldv$9bt2@www.netyaroze-europe. com> 

References: <a7q8dn$4112@www.netyaroze-europe.com> <a81jb0S9bt1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'd have one, i missed the issue 


—-MESSAGE FILE 9211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07939 


-—-MESSAGE FILE 9212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007940 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <jamesrutherford@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #82 discs 

Date: Fri, 29 Mar 2002 15:45:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <a822feS9bt 3@www.netyaroze-europe. com> 
References: <a7q8dn$4112@www.netyaroze-europe. com> 
NNTP-Posting-Host: icarus.reflectionsinteractive.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


> I have four spare #82 discs featuring Yarozians and Robot Ron 
(unfortunately 

> without covers). Should you want one, please post here AND email me -- a 
> postage-paid self-addressed A5 envelope will be required. 


I'd love one. Thanks Dasi! 


—-MESSAGE FILE 9212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07940 


—-MESSAGE FILE 9213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007941 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: still alive? 

Date: Fri, 29 Mar 2002 21:17:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a82m3aS9bt 4@www.netyaroze-europe. com> 
References: <a7q26p$4111@www.netyaroze-europe. com> 
NNTP-Posting-Host: 62.6.87.141 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi. 
I'm still here ... but not very often since I have no internat access at 
work. 


Jon Prestidge 


—-MESSAGE FILE 9213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07941 


—-MESSAGE FILE 9214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007942 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Fri, 29 Mar 2002 21:25:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a82m3bS 9bt 5@www.netyaroze-europe. com> 
References: <a6isno$8jk11@www.netyaroze-europe. com> 
NNTP-Posting-Host: 62.6.87.141 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


> I'm hoping that we 
still get to keep this private forum 


v 


— most of the posters here have at 

least got a clue about what the hardware 
is aimed at or at most are 

professional game coders. 


I suggested on the PS2 Linux news-group that there be an extra forum 
specially for game developers... but the idea was panned by one and ignored 
by everyone else. I dunno if one has been added since, because I have not 


Net Yaroze newsgroups message dump.txt Page 6058 


revisited the site since then (but I would be surprised). We definately 
need some more focused forum because most of the posts on the PS2 Linux site 
are totally irrelevant. 


Jon Prestidge 


—-MESSAGE FILE 9214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07942 


—-MESSAGE FILE 9215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007943 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #82 discs 

Date: Sat, 30 Mar 2002 17:22:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a84sia$d841@www.netyaroze-europe. com> 

References: <a7q8dn$4112@www.netyaroze-europe.com> <a81jb0S9bt1l@www.netyaroze-europe 
-com> <a8lldv$9bt2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok, i found a copy in the shops so i dont need it now =D 


—-MESSAGE FILE 9215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07943 


-—-MESSAGE FILE 9216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007944 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hardcore (not that kind) 

Date: Sat, 30 Mar 2002 19:24:28 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <a853hg$d842@www.netyaroze-europe. com> 
References: <a6isno$8jk11@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1241.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
x-mimeole: Produced By Microsoft MimeOLE V5.50.4133.2400 


All the ideas mentioned would be great, we shouldn't EXPECT special 
treatment but it would be nice if we did get discounts and a special private 
Yaroze members only forum, I know that the wealth of knowledge in such a 
forum would be greater than that of the other forums just because we have a 
experience with the Yaroze. 


The University of Abertay Dundee (in Scotland) are ditching the Net Yaroze 
as of this year. First year candidates are not going to use it whereas the 
second year's still use it for courseworks. They know of the Linux kit but I 
don't think they are going to use them... I know Middlesex Uni had Yaroze's 
but I'm not sure about their interest in the Linux kits... 


Max 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:a6isno$8jk11@www.netyaroze-europe.com... 

> Hello. 

> 
> Has everyone seen the state of the PS2-Linux forum? I'm hoping that we 
> still get to keep this private forum - most of the posters here have at 
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> least got a clue about what the hardware is aimed at or at most are 

> professional game coders. Sarah Ewen (SCEE) has stated that they intend 
to 

> ship to Europe at the same time as USA (although we can't pre-order 
yet??), 

> so in a few weeks I assume these forums will burst into life again. 


Have you all started making plans of what you are going to do first? 


Ա 

m 

looking forward to converting my strat. game now that I have more polygons 
to play with that won't fall over with transparency on. I'm also hoping 


that, like PS1, games can be pressed into the official disks - although I 
suppose, with the harddisk and network connections, emails and FTP sites 
would work. 


Is anyone going to be setting up their own project diary? 


Has anyone heard of any universities that going to order the kits to 
replace Yaroze? Has anyone told them? 


Has anyone asked OPSM to have a code clinic section - perhaps with guest 
pro-coders? 


Is anyone running a bet on what percentage of sold Linux kits appear on 
Bay within 2 months after launch? 


| 


So many possibilities, it's like being a yaroze newbie again. 


Warren 


VVVVVVVVVVVVVV VV VV VV VV VV HV V 


—-MESSAGE FILE 9216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07944 


—-MESSAGE FILE 9217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007945 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Diaries 

Date: Sat, 30 Mar 2002 19:38:00 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <a854asSd843@www.netyaroze-europe. com> 
References: <a5t4gh$3hl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1241.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
x-mimeole: Produced By Microsoft MimeOLE V5.50.4133.2400 


The diaries are muchos interesting. If you have the time to add talk about 
the challenges you face then it would be great as I'm sure it would have 
relevance to all of us. I hope all is going well Marc. 


Max 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:a5t4gh$3hl@www.netyaroze-europe.com... 
> Hi there, 


Two more diary entries have been put up on the yarozescene site, dealing 
with the early days of work and some pictures of the office. 


V V V V V 


Out of interest, who here reads them and if you do, would you like for us 
to 

> include some of the programming challenges we face and how we overcome 
them? 
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Cheers, 


Marc. 


VVVVVVVV 


—-MESSAGE FILE 9217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07945 


—-MESSAGE FILE 9218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007946 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM CDS 

Date: Sat, 30 Mar 2002 19:41:35 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <a854hiSd844@www.netyaroze-europe. com> 
References: <a5kaon$q032@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1241.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
x-mimeole: Produced By Microsoft MimeOLE V5.50.4133.2400 


A compilation disk??? I got my Yaroze in 97 and I didn't get a disk from 
Sony or with my Egde subscription... Does anyone know what issue of Edge it 
was with?? (if in fact it was Edge). Or did it come with something else??? 


Max 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: aS5kaonS$q032@www.netyaroze-europe.com... 


> What would be really cool is if someone would compile a CD with all the 
OPSM 

> games on it.. Including a menuing system so that we can choose which games 
> to play. 

> 


> Also though i know matt and that are busy, but what ever happened to the 
cd 

> they were going to compile of the entire yaroze archives? Its still 
listed 

> on the site as to be done.. so how about it :) the site and groups might 
not 

> be around for much longer now that the PS2 linux stuff is underway 

> 


> By the way those PS2 libs for the yaroze sound like a great idea.. Id 
love 

> to carry on the tradition wth a PS2 i can do yaroze on.. I still think it 
> would have been cool if sony had of made a ps2 yaroze.. i know we have the 
> linus kit, but theres always going to be something special about having a 
> yaroze... ya know.. 

> 

> Greg 

> 

> 


-—-MESSAGE FILE 9218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07946 


-—-MESSAGE FILE 9219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007947 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <james_burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Happy Easter 

Date: Sun, 31 Mar 2002 15:44:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <a877m3Sd845@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-49.lunar-wrasse.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Happy Easter guys... 
best wishes and all that ;) 
Later 


James 


—-MESSAGE FILE 9219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07947 


-—-MESSAGE FILE 9220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007948 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Happy Easter 

Date: Sun, 31 Mar 2002 19:35:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a8717m$d846@www.netyaroze-europe. com> 
References: <a877m3Sd845@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-18-234.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hehe yeah, 
Happy Esater All! 
Chris 


—-MESSAGE FILE 9220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07948 


—-MESSAGE FILE 9221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007949 

Path: chuka.playstation.co.uk!news 

From: "Max" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Happy Easter 

Date: Sun, 31 Mar 2002 19:31:45 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <a87obrSd847@www.netyaroze-europe. com> 
References: <a877m3Sd845@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-498.abra.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Happy Easter: party on dudes!! 
Now, back to my chocolate egg... 


Max 
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"James Burns" <james_burns@scee.net> wrote in message 
news:a877m3S$d845@www.netyaroze-europe.com... 

> Happy Easter guys... 

best wishes and all that ;) 


Later 


James 


VVVVVVVV 


-—-MESSAGE FILE 9221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07949 


—-MESSAGE FILE 9222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007950 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: new Yaroz8 album? 

Date: Mon, 1 Apr 2002 13:33:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <a89k46Sd848@www.netyaroze-europe. com> 
Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 
NNTP-Posting-Host: dialup.213-249-161-202.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Are we to expect the world tour, NickF leaving to pursue his own solo 
project and the group finally breaking up amid drug/drink/women scandal? 


Edge#109:pg71 


-—-MESSAGE FILE 9222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07950 


-—-MESSAGE FILE 9223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007951 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new Yaroz8 album? 

Date: Mon, 1 Apr 2002 17:20:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <a8alp7$d849@www.netyaroze-europe. com> 
References: <a89k46Sd848@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yikes! 


Derek 


—-MESSAGE FILE 9223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07951 


—-MESSAGE FILE 9224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007952 
Path: chuka.playstation.co.uk!news 
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From: Mark O'Shea <mos@dk.ibm.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Linux interest form on Yaroze site 
Date: Wed, 03 Apr 2002 08:21:06 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <3CAA9F52.AE51BOCE@dk.ibm.com> 
NNTP-Posting-Host: sungold3.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 
X-Accept—-Language: en 


By chance I clicked the wrong button and ended up in the dusty News 
section of the Yaroze site. The latest item, dated March 2002, announces 
a form to register interest in the linux kit, specifically directed 
towards Yaroze users. 

I of course filled it in immediately but the browser turns up an 
error message "Page cannot be displayed". Now I'm guessing that it is 
not ready yet as Paul H. has not announced anything on the newsgroup. 
But all the same I thought I would just mention it. 

Btw I am not talking about the form on 
http://www.technology.scee.net/ but one created especially for us as 
stated by the first couple of lines on the form: 


"We plan to implement a scheme that would allow Net Yaroze members to 
have Special Offer - perhaps by a combination of early access to the 
product, or some form of discount (the scheme we can implement depends 
on the level of interest)." 


Yummy. Two please. 
Mark 


—-MESSAGE FILE 9224 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07952 


—-MESSAGE FILE 9225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007953 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 3 Apr 2002 08:21:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <a8eask$ j431@www.netyaroze-europe. com> 
References: <3CAA9F52.AE51BOCE@dk.ibm.com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi Mark, 


I've passed on the info to the webmistress to solve, hopefully we should 
find out more as soon as possible. 


Cheers 
James 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 

news: 3CAA9F52.AE51BOCE@dk.ibm.com... 

> By chance I clicked the wrong button and ended up in the dusty News 
> section of the Yaroze site. The latest item, dated March 2002, announces 
> a form to register interest in the linux kit, specifically directed 

> towards Yaroze users. 
> 
> 


I of course filled it in immediately but the browser turns up an 
error message "Page cannot be displayed". Now I'm guessing that it is 
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> not ready yet as Paul H. has not announced anything on the newsgroup. 
> But all the same I thought I would just mention it. 

> Btw I am not talking about the form on 

> http://www.technology.scee.net/ but one created especially for us as 
> stated by the first couple of lines on the form: 

> 

> "We plan to implement a scheme that would allow Net Yaroze members to 
> have Special Offer - perhaps by a combination of early access to the 
> product, or some form of discount (the scheme we can implement depends 
> on the level of interest)." 

> 

> Yummy. Two please. 

> 

> Mark 

> 

> 


-—-MESSAGE FILE 9225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07953 


—-MESSAGE FILE 9226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007954 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 3 Apr 2002 12:46:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <a8eqdc$ j432@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8eask$7j431@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi guys, 


The webmistress has informed me that the registration form is her next 
priority and will be working as soon as humanly possible. 


Cheers 
James 


"James Burns" <James_Burns@scee.net> wrote in message 
news: a8eask$j431@www.netyaroze-europe.com... 
> Hi Mark, 


I've passed on the info to the webmistress to solve, hopefully we should 
find out more as soon as possible. 


Cheers 
James 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 

news: 3CAA9F52.AE51BOCE@dk.ibm.com... 

> By chance I clicked the wrong button and ended up in the dusty News 
section of the Yaroze site. The latest item, dated March 2002, announces 
a form to register interest in the linux kit, specifically directed 
towards Yaroze users. 

I of course filled it in immediately but the browser turns up an 
error message "Page cannot be displayed". Now I'm guessing that it is 
not ready yet as Paul H. has not announced anything on the newsgroup. 
But all the same I thought I would just mention it. 

Btw I am not talking about the form on 
http://www.technology.scee.net/ but one created especially for us as 
stated by the first couple of lines on the form: 


VVVVVVVVVVVVVV VV VV VV VV 


VVVVVVVVV VV 
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> > "We plan to implement a scheme that would allow Net Yaroze members to 
> > have Special Offer - perhaps by a combination of early access to the 
> > product, or some form of discount (the scheme we can implement depends 
> > օո the level of interest)." 

>> 

>> Yummy. Two please. 

>> 

>> Mark 

>> 

>> 

> 

> 


—-MESSAGE FILE 9226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07954 


—-MESSAGE FILE 9227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007955 

Path: chuka.playstation.co.uk!news 

From: "ian" <ian02@nownet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: gcc in XP 

Date: Wed, 3 Apr 2002 12:59:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a8er4p$ j433@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-169-238.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Has anyone used gcc in Windows XP 


It seams to crash ever time it runs. Does anyone know a fix for this. 


—-MESSAGE FILE 9227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07955 


-—-MESSAGE FILE 9228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007956 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gcc in XP 

Date: Wed, 3 Apr 2002 17:43:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <a8fbps$ j434@www.netyaroze-europe. com> 
References: <a8er4p$j433@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-6-232.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I cant get any progs to run in DOS with XP. 
Chris 


—-MESSAGE FILE 9228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07956 


—-MESSAGE FILE 9229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007957 
Path: chuka.playstation.co.uk!news 
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From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: gcc in XP 

Date: Wed, 03 Apr 2002 21:02:05 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <3CAB51AD.5CC4D872@dk.ibm.com> 
References: <a8er4p$ j433@www.netyaroze-europe.com> <a8fbps$ j434@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: sungoldl.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 
X-Accept—-Language: en 


As far as I know the situation is as follows: All the DOS tools for 
manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


Go to Graeme Evans site and download the GNU ct+ 2.8.1 compiler 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 


Next go to Michael Garcia's site and download his setup file 


http: //www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


Unzip GCC281.zip to the root of your drive and you will have a directory 
named c:\PSX3. Now replace "C:\psx3\mips-—unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
you'll be laughing. GCC under XP. The only catch is that everything must 
be in the c:\psx3 directory. 


Enjoy 
Mark 


Ps. I don't know what or if there are any differences between the GCC281 
compiled EXE's and the ones compiled with the standard tools. 


—-MESSAGE FILE 9229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07957 


—-MESSAGE FILE 9230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007958 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Vacancy - Special Projects Programmer 

Date: Thu, 4 Apr 2002 15:18:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <a8hnkuS$rmal@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


JOB DESCRIPTION 


TITLE Special Projects Programmer 
DEPARTMENT Special Projects 


LOCATION 30 Golden Square 
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REPORTS TO: Producer of Special Projects 


DEPARTMENT OVERVIEW 


SCEE's Special Projects Department produces demo discs for PSone and 
PlayStation®2 for PAL territories, currently shipping over 80 titles per 
year to millions of users. We are also responsible for interactive design, 
videographics and editing, and graphic design, in support of the Marketing 
Department. 


The department is now expanding to support the PS2 Broadband Network 
project. 


MAIN DUTIES AND RESPONSIBILITIES 


The successful candidate will be working in a small team of 2 programmers, 3 
artists and 2 producers on a variety of interactive 2D, 3D and video 
projects, primarily for PS2, and related marketing activities. 


Who are we looking for? 


Someone with at least 1 year's relevant experience on PC, PlayStation, or 
ideally PlayStation®2. You should be fluent in C. Any knowledge of the 
following languages would also be valuable: 


a.. C++, Java or another OO language 
b.. XML 
c.. Assembler 
A good understanding of maths and 3D graphics techniques is important. 


Personal Qualities 


Determination 

Flexibility 

Good team working and communication 

The ability to organise and discipline yourself 


° o oo 


Please forward your CV and covering letter to Jenny_Lockwood@scee.net 
mentioning that you seen the position advertised on the Net Yaroze 
newsgroups posted by James Burns 


Cheers 


James 


—-MESSAGE FILE 9230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07958 


—-MESSAGE FILE 9231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007959 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gcc in XP 

Date: Thu, 4 Apr 2002 18:50:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <a8i433$rma2@www.netyaroze-europe. com> 

References: <a8er4p$ j433@www.netyaroze-europe.com> <a8fbps$ j434@www.netyaroze-europe 
.com> <3CAB51AD.5CC4D872@dk.ibm. com> 

NNTP-Posting-Host: modem-—630.awesome.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Does this also mean that siocons will work (given the setup you specified) 22 


Max 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 

news: 3CAB51AD.5CC4D872@dk.ibm.com... 

> As far as I know the situation is as follows: Al] 
manipulating RSD, TIM files etc. work fine in XP. All 


the DOS tools for 
the DOS compiler 


EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


Go to Graeme Evans site and download the GNU c++ 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281. 


Next go to Michael Garcia's site and download his 


2.8.1 compiler 
ZIP 


setup file 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


named c:\PSX3. Now replace "C:\psx3\mips-—unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 


you'll be laughing. GCC under XP. The only catch is that everything must 


be in the c:\psx3 directory. 
Enjoy 
Mark 


Ps. I don't know what or if there are any differences 


between the GCC281 


compiled EXE's and the ones compiled with the standard tools. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Unzip GCC281.zip to the root of your drive and you will have a directory 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


-—-MESSAGE FILE 9231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07959 


—-MESSAGE FILE 9232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007960 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gcc in XP 

Date: Thu, 4 Apr 2002 22:25:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <a8id4aSrma3@www.netyaroze-europe. com> 


References: <a8er4p$ j433@www.netyaroze-europe.com> <a8fbps$ j434@www.netyaroze-europe 


.com> <3CAB51AD.5CC4D872@dk.ibm.com> <a8i433$rma2@www.netyaroze-europe. com> 


NNTP-Posting-Host: p434-099.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ah, no sorry. Did you try minicons as Matt Verran suggested? I'm still 


using Codewarrior by the way. 


Minicons by Graeme Evans 
http://www.netyaroze-europe.com/~frothy/ 


If you give me a day or two I'll do a test on it. 
Mark 
> Does this also mean that siocons will work (given the 
specified) ?? 


> 
> Max 


setup you 
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> 


—-MESSAGE FILE 9232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07960 


—-MESSAGE FILE 9233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007961 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gcc in XP 

Date: Thu, 4 Apr 2002 23:32:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <a8ijj1lSrma4@www.netyaroze-europe.com> 

References: <a8er4p$ j433@www.netyaroze-europe.com> <a8fbps$ j434@www.netyaroze-europe 
.com> <3CAB51AD.5CC4D872@dk.ibm.com> <a8i433$rma2@www.netyaroze-europe.com> <a8id4a$ 
rma3@www.netyaroze-europe. com> 

NNTP-Posting-Host: p436-064.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I got my act together and tried out Minicons with XP and it works 
fine.... at 57600 baud rate. If I try 115200 it fails miserably, sync errors 
and everything. I tried fiddling with the receive/transmit buffers for the 
COM1 port but had no luck. 


So yes, a fully working GNU environment for Yaroze under XP. 
Btw I used RobotRon to test it out. : ) 
Mark 


—-MESSAGE FILE 9233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07961 


—-MESSAGE FILE 9234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007962 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: gcc in XP (RobotRon...) 

Date: Sat, 6 Apr 2002 13:11:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <a8molnSimbl@www.netyaroze-europe. com> 

References: <a8er4p$ j433@www.netyaroze-europe.com> <a8fbps$ j434@www.netyaroze-europe 
.com> <3CAB51AD.5CC4D872@dk.ibm.com> <a8i433Srma2@www.netyaroze-europe.com> <a8id4a$ 
rma3@www.netyaroze-europe.com> <a8ijj1Srma4@www.netyaroze-europe. com> 

Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 

NNTP-Posting-Host: dialup.213-249-161-69.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Yey RobotRon getting some mileage! The OPM inclusion has seen the 
highscore table at yarozescene liven up a bit, Derek has been knocked off 
the top spot and people are beginning to achieve close to perfect scores. I 
was getting 3 or 4 emails a day for about a week and score submissions are 
still trickling in which is cool, nice to know people are playing and 
enjoying your game :) 


Anyway we are using Minicons at work on Win2k at full baud rate, bloody 
usefull it is too. 
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Mark O'Shea <mos@dk.ibm.com> wrote in message 
news :a8ijj1Srma4@www.netyaroze-europe.com... 


> I got my act together and tried out Minicons with XP and it works 
> fine.... at 57600 baud rate. If I try 115200 it fails miserably, sync 
errors 


> and everything. I tried fiddling with the receive/transmit buffers for the 
> COM1 port but had no luck. 


v 


So yes, a fully working GNU environment for Yaroze under XP. 
Btw I used RobotRon to test it out. : ) 


Mark 


VV VV V V V 


6070 


—-MESSAGE FILE 9234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07962 


-—-MESSAGE FILE 9235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007963 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GPU Timeout 

Date: Mon, 8 Apr 2002 17:31:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <a8sgu0$50d1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-8-2.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey all, 

I just added a new section to my game, which needed alot of the main code to 
be edited and moved around and such and it hit a GPU timeout mid game. Ok, 
so it carried on after it, but a 15 secind pause is most defenatly not 
ideal. 

Just wondering what causes these as it occured in an unchanged section when 
the new bit seems to be running fine! 

Cheers, 

Chris 


—-MESSAGE FILE 9235 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07963 


—-MESSAGE FILE 9236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007964 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: GPU Timeout 

Date: Mon, 08 Apr 2002 20:24:10 +0200 
Organization: IBM Global Services 

Lines: 19 
Message-ID: <3CB1E04A.AC701603@dk.ibm.com> 
References: <a8sgu0S50d1@www.netyaroze-europe.com> 
NNTP-Posting-Host: sungold3.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 
X-Accept—-Language: en 


DrawSync and VSync can both cause timeouts if used improperly. If using 
DrawSync(0); (Wait for all non-blocking functions to complete before returning) 
and 
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your draw list is very long or it is outputting vast amounts of pixels, a 
timeout can occur 
and the GPU is reset. 

If your using VSync to block drawing (VSync(n>1)) and you set it to wait 
for too 
long it also might cause a timeout. Without seeing your code its of course hard 
to tell 
exactly whats going on. Does the timeout only happen once during the programs 
lifespan 
and is there a lot going on onscreen/offscreen when it occurs? 


Boy, I sure could use a timeout 
Mark 


—-MESSAGE FILE 9236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07964 


—-MESSAGE FILE 9237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007965 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Tue, 9 Apr 2002 00:39:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <a8ta0n$50d2@www.netyaroze-europe. com> 
References: <3CAA9F52.AE51BOCE@dk.ibm.com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Seems to be working now! 

-kenny 

"Mark O'Shea" <mos@dk.ibm.com> wrote in message 

news: 3CAA9F52.AE51BOCE@dk.ibm.com... 

> By chance I clicked the wrong button and ended up in the dusty News 
section of the Yaroze site. The latest item, dated March 2002, announces 
a form to register interest in the linux kit, specifically directed 
towards Yaroze users. 

I of course filled it in immediately but the browser turns up an 
error message "Page cannot be displayed". Now I'm guessing that it is 
not ready yet as Paul H. has not announced anything on the newsgroup. 
But all the same I thought I would just mention it. 

Btw I am not talking about the form on 
http://www.technology.scee.net/ but one created especially for us as 
stated by the first couple of lines on the form: 


"We plan to implement a scheme that would allow Net Yaroze members to 
have Special Offer - perhaps by a combination of early access to the 
product, or some form of discount (the scheme we can implement depends 
on the level of interest)." 


j 


Yummy. Two please. 


Mark 


VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 9237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07965 


-—-MESSAGE FILE 9238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007966 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: 9 Apr 2002 09:06:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olcldfa4$fb24ad40$c893933e@pal—s-—omnibook> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0nS50d2@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-5-62-147-147-200.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


...Յոզ I discovered that 10 people are NY members but don't own a 
PlayStation (see results)! Is it me or isn't this weird? What does it mean? 


Kenny Millar <yaroze@ntlworld.com> wrote in article 
<a8ta0n$50d2@www.netyaroze-europe.com>... 

> Seems to be working now! 

> —kenny 


—-MESSAGE FILE 9238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07966 


—-MESSAGE FILE 9239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007967 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Tue, 9 Apr 2002 22:06:28 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <a8vhsoS50d3@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0nS50d2@www.netyaroze-europe. com> 
NNTP-Posting-Host: p421-030.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yup, it's working for me too. 


> Seems to be working now! 
> —kenny 


—-MESSAGE FILE 9239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07967 


—-MESSAGE FILE 9240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007968 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 10 Apr 2002 09:18:15 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <a8vm00S50d4@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Sweet!! ive put my name down, :) 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 
news: a8vhso$50d3@www.netyaroze-europe.com... 
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> Yup, it's working for me too. 


> Seems to be working now! 
> -kenny 


—-MESSAGE FILE 9240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07968 


—-MESSAGE FILE 9241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007969 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GPU Timeout 

Date: Wed, 10 Apr 2002 21:14:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <a9272dSahvl@www.netyaroze-europe. com> 
References: <a8sgu0$50d1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-035-0185.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


GPU timeouts can occur if there's rubbish being written to the primitive 
buffers or overrunning the end. Just a thought. 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: a8sgu0$50dl@www.netyaroze-europe.com... 

> Hey all, 

> I just added a new section to my game, which needed alot of the main code 
to 

> be edited and moved around and such and it hit a GPU timeout mid game. Ok, 
> so it carried on after it, but a 15 secind pause is most defenatly not 

> ideal. 

> Just wondering what causes these as it occured in an unchanged section 
when 

> the new bit seems to be running fine! 

Cheers, 


> 
> Chris 
> 
> 


-—-MESSAGE FILE 9241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07969 


—-MESSAGE FILE 9242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007970 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Fri, 12 Apr 2002 07:57:21 +0100 

Organization: SCEE 

Lines: 34 

Message-ID: <a960r4Sahv2@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-hems3-0-cust180.bre.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


OK, looks like the news has already leaked out 
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Surf to http://www.netyaroze-europe.com/cgi-bin/survey.cgi - we're looking 
at interest in Linux( for PlayStation 2) amongst the Net Yaroze mambership - 
based upon the results we're looking at how we can offer some form of 
special pre-order/discount scheme.... (the numbers involved will help us 
to work out the best option - if only 3 people were interested we could 
handle individually, 500 would need more of a "process"). 


Note - we're tracking your userID ... only one application per UserID please 
(and only for original purchasors - sorry to thse who retained their 
university ID's) 


- pholman 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: a8vm00$50d4@www.netyaroze-europe.com... 
> Sweet!!! ive put my name down, :) 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 
news: a8vhso$50d3@www.netyaroze-europe.com... 

> Yup, it's working for me too. 

> 

> Seems to be working now! 

> -kenny 


VVVVVVVVVVV VV 
V V V V V 


--MESSAGE FILE 9242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07970 


—-MESSAGE FILE 9243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007971 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GBA work 

Date: Fri, 12 Apr 2002 21:14:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <a97fgdSahv3@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup.213-249-161-219.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi guys, 


Digi-Guys sister company is looking for someone who is a capable C/C++ 
programmer to work on GBA games. 


This is a paying position and the offices are located in Waltham Abeey, 
North London. 


I'm posting here because the GBA is quite similar to the Yaroze 2D, so I 
know many of you are capable. If you are interested mail me at 
marc@darkhex.com, or leave a message here. 


Marc. 


—-MESSAGE FILE 9243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07971 
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—-MESSAGE FILE 9244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007972 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: test 

Date: Sat, 20 Apr 2002 07:38:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a9r3af$1261@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2514.lion.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


—-MESSAGE FILE 9244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07972 


—-MESSAGE FILE 9245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007973 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test 

Date: Sat, 20 Apr 2002 15:30:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <a9rud6$1262@www.netyaroze-europe. com> 
References: <a9r3af$S1261@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-38-101.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


did it work? 


—-MESSAGE FILE 9245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07973 


—-MESSAGE FILE 9246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007974 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #84 games? 

Date: Sat, 20 Apr 2002 19:39:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <a9sd35$29g1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi 


Can anyone tell me what the Yaroze games are on the #84 disc? 


Oh. And I still have those #82 discs for those that requested one. 


Derek 


—-MESSAGE FILE 9246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07974 
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-—-MESSAGE FILE 9247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007975 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 

Date: Sat, 20 Apr 2002 22:20:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <a9smc9$29g2@www.netyaroze-europe. com> 
References: <a9sd35$29g1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: dialup.213-249-161-56.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I was told that StarsWars will feature on a OPM disc, so hopefully it will 
be 84! 


I went out and bought no 82, to keep the scene alive yeah! 


Cheers Derek, 


Marc. 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:a9sd35S$29g1l@www.netyaroze-europe.com... 


> Hi 

> 

> Can anyone tell me what the Yaroze games are on the #84 disc? 

> 

> Oh. And I still have those #82 discs for those that requested one. 
> 

> Derek 

> 

> 


—-MESSAGE FILE 9247 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07975 


—-MESSAGE FILE 9248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007976 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 

Date: Sun, 21 Apr 2002 13:17:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <a9ub22S3csl@www.netyaroze-europe. com> 

References: <a9sd35S$29g1l@www.netyaroze-europe.com> <a9smc9$29g2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


#84's three games are Ben Jame's lovely Shroud [Defender]. Congrats James! 
Ira Rainey's A Dog Tail, last seen way back on #28. And Sam The Boulderman 
(not sure who the author is without checking). 

No StarsWars this time I'm sorry to say, Marc. Perhaps #85? 


thanks 
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Derek 

"Marc Lambert" <marc@darkhex.com> wrote in message 

news: a9smc9S$29g2@www.netyaroze-europe.com... 

> I was told that StarsWars will feature on a OPM disc, so hopefully it will 

be 84! 


I went out and bought no 82, to keep the scene alive yeah! 


Cheers Derek, 


Marc. 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:a9sd35$29g1l@www.netyaroze-europe.com... 


> Hi 

> 

> Can anyone tell me what the Yaroze games are on the #84 disc? 

> 

> Oh. And I still have those #82 discs for those that requested one. 
> 

> Derek 

> 

> 


VVVVVVVVVVVVV VV VV VV VV VV VV 


-—-MESSAGE FILE 9248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07976 


-—-MESSAGE FILE 9249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007977 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 

Date: Sun, 21 Apr 2002 18:39:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <a9uttkS3cs2@www.netyaroze-europe. com> 
References: <a9sd35$29g1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


From OPSM #84: 


"Shroud is a Yaroze take on the retro classic Defender, which if you're 

around Scott's [OPM Deputy Solutions Provider] age, you should remember 

well. As with all our home-made specialities, the game is uncomplicated, 

—-MESSAGE FILE 9249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07977 


--MESSAGE FILE 9250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007978 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 
Date: Sun, 21 Apr 2002 18:53:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <a9uuooS3cs3@www.netyaroze-europe.com> 

References: <a9sd35$29g1@www.netyaroze-europe.com> <a9smc9$29g2@www.netyaroze-europe 
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.com> <a9ub22S$3csl@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> #84's three games are Ben Jame's lovely Shroud [Defender]. Congrats 
James! 


Doh. Sorry about that, Ben. Sometimes I can't seem to help but get 
everything backwards. 


Derek 
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—-MESSAGE FILE 9250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07978 


—-MESSAGE FILE 9251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007979 

Path: chuka.playstation.co.uk!news 

From: "Warren" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Less than a month to go before linux! 

Date: Tue, 23 Apr 2002 00:21:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <aa2659$51rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: publicl-burn2-3-cust35.manc.broadband.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Unless delayed of course. 


Warren 


"My other computer is a 4,000 node Beowulf cluster" 


—-MESSAGE FILE 9251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


07979 


-—-MESSAGE FILE 9252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0007980 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Less than a month to go before linux! 
Date: Tue, 23 Apr 2002 04:53:02 +0200 
Organization: IBM Global Services 

Lines: 11 

Message-ID: <3CC4CC8E.B45AB7BC@dk.ibm.com> 
References: <aa2659$51rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungoldl.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 
X-Accept—-Language: en 


What do you mean? Were you not contacted by SCEE about three weeks 
ago? We've all got our kits during the last couple of days, in fact I 
think I was the last one to get his. Why is the newsgroup so quiete 
then? Well none of us know how to use the damn thing and we're to 
embarrassed to post the first "how do I" message. 
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Ps. Sorry mate, but next shipment is in August..... 2003.... with 
Japanese manuals. 


—-MESSAGE FILE 9252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07980 


-—-MESSAGE FILE 9253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007981 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Less than a month to go before linux! 

Date: Tue, 23 Apr 2002 22:47:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <aa413bS$7ubl@www.netyaroze-europe.com> 

References: <aa2659S51rl@www.netyaroze-europe.com> <3CC4CC8E.B45AB7BC@dk. ibm. com> 
NNTP-Posting-Host: host217-39-6-230.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


hehhehe ahhem. anyl got any spare money i could borrow? 


—-MESSAGE FILE 9253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07981 


—-MESSAGE FILE 9254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007982 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 

Date: Wed, 24 Apr 2002 19:26:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <aa6u0g$7ub2@www.netyaroze-europe. com> 

References: <a9sd35$29gl@www.netyaroze-europe.com> <a9uttkS3cs2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-035-0237.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


*chuffed* 


:) 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: a9uttk$3cs2@www.netyaroze-europe.com... 
> From OPSM #84: 


"Shroud is a Yaroze take on the retro classic Defender, which if you're 

around Scott's [OPM Deputy Solutions Provider] age, you should remember 

well. As with all our home-made specialities, the game is uncomplicated, 
-—-MESSAGE FILE 9254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07982 


> 
> 
> 
> 


—-MESSAGE FILE 9255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007983 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 
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Date: Wed, 24 Apr 2002 20:58:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <aa737aS7ub3@www.netyaroze-europe. com> 
References: <a9sd35$29g1l@www.netyaroze-europe.com> <a9uttkS$3cs2@www.netyaroze-europe 
.com> <aa6u0g$7ub2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


:) 


Oh, what's happened to your claranet homepage btw? It seems to have 
disappeared. 


Derek 


"Ben James" <meep42@clara.co.uk> wrote in message 
news: aa6u0g$7ub2@www.netyaroze-europe.com... 


> *chuffed* 

> 

> :) 

> 

> 

> "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

> news:a9uttkS$3cs2@www.netyaroze-europe.com... 

> > From OPSM #84: 

>> 

> > "Shroud is a Yaroze take on the retro classic Defender, which if you're 
> > around Scott's [OPM Deputy Solutions Provider] age, you should remember 
> > well. As with all our home-made specialities, the game is 


uncomplicated, 
—-MESSAGE FILE 9255 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07983 


—-MESSAGE FILE 9256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007984 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux Project 

Date: Wed, 24 Apr 2002 23:25:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <aa7bqqSap91@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem—446.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi All, 


With the PS2 Linux a few short weeks away, unless you listen to Mark :) I've 
been thinking of a few game projects to work on, and all the ones I come up 
with I just don't think I can do justice to on my own, so I was thinking 
about maybe a joint project, 2 or 3 coders and a graphic artist, it'll be 3D 
in the style of Mario or Luigi's Mansion. 


I'm not sure what the PS2 Linux is capable of so I've kept the projects 
modest but with room to grow. 


If no ones interested I'll do my remake of Thing on a Spring instead :) 


Cheers 
Nigel 
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—-MESSAGE FILE 9256 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07984 


—-MESSAGE FILE 9257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007985 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 

Date: Thu, 25 Apr 2002 02:34:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <aa7n2sSap92@www.netyaroze-europe. com> 

References: <a9sd35$29g1l@www.netyaroze-europe.com> <a9uttkS$3cs2@www.netyaroze-europe 
.com> <aa6u0g$7ub2@www.netyaroze-europe.com> <aa737aS7ub3@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-031-0159.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Um... page was "removed due to being rubbish" 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aa737aS$7ub3@www.netyaroze-europe.com... 


>) 
Oh, what's happened to your claranet homepage btw? It seems to have 
disappeared. 


Derek 


"Ben James" <meep42@clara.co.uk> wrote in message 
news: aa6u0g$7ub2@www.netyaroze-europe.com... 
*chuffed* 


v 


:) 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: a9uttkS$3cs2@www.netyaroze-europe.com... 

> From OPSM #84: 

> 

> "Shroud is a Yaroze take on the retro classic Defender, which if 
ou're 

> > > around Scott's [OPM Deputy Solutions Provider] age, you should 
remember 

> > > well. As with all our home-made specialities, the game is 

> uncomplicated, 

—-MESSAGE FILE 9257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07985 


KVVVVVVVVVVVVV VV VV VV 
VVVVVVVV V 


—-MESSAGE FILE 9258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007986 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Bring the noise 

Date: Fri, 26 Apr 2002 20:13:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <aac96jSeval@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-8-217.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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okok, I think I'm about as far as i will get with BreakDown now and its time 
to start finishing it off! 

I have NEVER used yaroze sound, so what do i have to do to get sounds 
converted, uploaed, read and played? 

Is there any limits to sounds being played at a time? I need to know! 
Cheers! 

Chris 


—-MESSAGE FILE 9258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07986 


—-MESSAGE FILE 9259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007987 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bring the noise 

Date: Fri, 26 Apr 2002 20:22:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <aacaldSeva2@www.netyaroze-europe. com> 
References: <aac96jSeval@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-031-0254.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi Chris, 


Ok well ya need to use WAV2VAG or AIFF2VAG to convert your sounds to 
Playstation format. 


After doin that you need to arrange them into a 'bank' of sounds called a 
'VAB'. us MKVAB to do that. You'll need a .DEF file to set the parameters 
but there are loads of examples around of one of those. 


After that use VABSPLIT to convert the VAB into .VH and .VB files - these 
are actually uploaded into ya PSone. 


In yur actual code use SsVabTransfer to upload the sound data to sounds RAM 
and then call SsSetMVol (127,127) so you can actually here them :) Then its 
just a matter of calling SsUtKeyOn to play the sounds you want. 


This is very brief I know but there's a ton of example code around to look 
at. There's a limit of 32 sounds at once on PS2, I believe. 


-Ben 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:aac96j$eval@www.netyaroze-europe.com... 

> okok, I think I'm about as far as i will get with BreakDown now and its 
time 

to start finishing it off! 

> I have NEVER used yaroze sound, so what do i have to do to get sounds 
> converted, uploaed, read and played? 

> Is there any limits to sounds being played at a time? I need to know! 
> Cheers! 
> 
> 
> 


v 


Chris 


--MESSAGE FILE 9259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07987 


—-MESSAGE FILE 9260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 6083 


0007988 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bring the noise 

Date: Fri, 26 Apr 2002 20:30:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 101 

Message-ID: <aacaasSeva3@www.netyaroze-europe. com> 
References: <aac96jSeval@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Chris 


It's quite easy to get Տ few sounds playing - attached is some useful Sony 
code. 


Here are a couple of handy pages: 


http://www.netyaroze-europe.com/~rcutting/soundtut.htm 
http://www.netyaroze-europe.com/yaroze/docs/chap6.htm 


Derek 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 
news:aac96jSeval@www.netyaroze-europe.com... 

> okok, I think I'm about as far as i will get with BreakDown now and its 
time 

> to start finishing it off! 

I have NEVER used yaroze sound, so what do i have to do to get sounds 
converted, uploaed, read and played? 

Is there any limits to sounds being played at a time? I need to know! 
Cheers! 

Chris 


VV V V V V V 


--MESSAGE FILE 9260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07988 


—-MESSAGE FILE 9261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007989 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bring the noise 

Date: Sat, 27 Apr 2002 00:25:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <aacnvuSeva4@www.netyaroze-europe. com> 
References: <aac96jSeval@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-8-217.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


yay! cheers guys! I've now got my first sound effect playing =D 
now i just need to find/make some cool sounds! 


—-MESSAGE FILE 9261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07989 


—-MESSAGE FILE 9262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007990 
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Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bring the noise 

Date: Sat, 27 Apr 2002 20:38:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <aaevclSeva5@www.netyaroze-europe. com> 
References: <aac96jSeval@www.netyaroze-europe.com> <aacaldSeva2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-031-0121.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


oopsy PSOne I mean, 32 sounds on PSOne obviously, habit :) 


Ben James" <meep42@clara.co.uk> wrote in message 


news: aacaldSeva2@www.netyaroze-europe.com... 

> Hi Chris, 

> 

> Ok well ya need to use WAV2VAG or AIFF2VAG to convert your sounds to 

> Playstation format. 

> 

> After doin that you need to arrange them into a 'bank' of sounds called a 
> 'VAB'. us MKVAB to do that. You'll need a .DEF file to set the parameters 
> but there are loads of examples around of one of those. 

> 

> After that use VABSPLIT to convert the VAB into .VH and .VB files - these 
> are actually uploaded into ya PSone. 

> 

> In yur actual code use SsVabTransfer to upload the sound data to sounds 
RAM 

> and then call SsSetMVol (127,127) so you can actually here them :) Then 
its 

> just a matter of calling SsUtKeyOn to play the sounds you want. 


This is very brief I know but there's a ton of example code around to look 
at. There's a limit of 32 sounds at once on PS2, I believe. 


-Ben 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:aac96j$eval@www.netyaroze-europe.com... 

> okok, I think I'm about as far as i will get with BreakDown now and its 
time 

> to start finishing it off! 


> I have NEVER used yaroze sound, so what do i have to do to get sounds 
> converted, uploaed, read and played? 

> Is there any limits to sounds being played at a time? I need to know! 
> Cheers! 

> Chris 

> 

> 


VVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 9262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07990 


—-MESSAGE FILE 9263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007991 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux Project 
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Date: Sun, 28 Apr 2002 12:36:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <aagnelSgu31@www.netyaroze-europe. com> 
References: <aa7bqqSap91@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1028.babbelas.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I know nobody here would steal an idea, after all I'm sure we all have about 
one hundred ideas we all want to get done :) 


I'll give you a brief idea of my game.. 
SUPER STACKER: 


You play a shop assistant in a big super market, your job is to keep the 
shelves stacked with goodies, for the punters, you have 5 stars to start 
with, if the shoppers get angry because there is nothing on the shelves and 
report you you lose a star, lose them all and its game over. 


As you get better, you get extra jobs like packing the bags as well. 


Nigel 


—-MESSAGE FILE 9263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07991 


—-MESSAGE FILE 9264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007992 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux Project 

Date: Sun, 28 Apr 2002 14:13:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <aagsirSgu32@www.netyaroze-europe. com> 

References: <aa7bqqSap91l@www.netyaroze-europe.com> <aagnelS$gu31@www.netyaroze-europe 
. com> 

Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 

NNTP-Posting-Host: dialup.212-50-166-11.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Sounds quite game-and-watchey, and nicely quirky, maybe a little too 
capatilist/exploitative, although perhaps that could be a feature: the first 
shop-staff-ploitation game? 


I don't think I can join a team at the moment cos I probably wouldn't have 
time to contribute any useful stuff, sorry. Sounds like a nice first 
project tho and I'd definately be interested in playing it. 


Nigel Critten <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news :aagnelSgu31@www.netyaroze-europe.com... 

> I know nobody here would steal an idea, after all I'm sure we all have 
about 
> one hundred ideas we all want to get done :) 


I'll give you a brief idea of my game.. 


SUPER STACKER: 


V V V V V 
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> You play a shop assistant in a big super market, your job is to keep the 
> shelves stacked with goodies, for the punters, you have 5 stars to start 
> with, if the shoppers get angry because there is nothing on the shelves 
and 

> report you you lose a star, lose them all and its game over. 


v 


As you get better, you get extra jobs like packing the bags as well. 


> 
> 
> Nigel 
> 
> 
> 
> 


--MESSAGE FILE 9264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07992 


--MESSAGE FILE 9265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007993 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Sun, 28 Apr 2002 19:38:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <aahfufSgu33@www.netyaroze-europe.com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe.com> <a960r4S$ 
ahv2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-185-45.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hello Paul... 


I've not got regular internet access so I've only just got round to 
seeing and filling-in your form for registering interest in the PS2 Linux 
kit; I tried clicking on 
http://www.netyaroze-europe.com/cgi-bin/survey.cgi but it does not seem to 
be there anymore (or it is inaccessable)... am I too late?? 


Jon Prestidge. (Net Yaroze user ID = "zmoose") 


--MESSAGE FILE 9265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07993 


--MESSAGE FILE 9266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007994 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #84 games? 

Date: Mon, 29 Apr 2002 23:07:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <aakgc8$jgul@www.netyaroze-europe.com> 

References: <a9sd35$29g1@www.netyaroze-europe.com> <a9uttk$3cs2@www.netyaroze-europe 
.com> <aa6u0g$7ub2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-116-218.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 
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Congrats Ben... hell of a fun game.. even though I still cant get a decent 
score.. just like in the original :) 

"Ben James" <meep42@clara.co.uk> wrote in message 

news: aa6u0g$7ub2@www.netyaroze-europe.com... 


> *chuffed* 

> 

Տ :) 

> 

> 

> "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

> news:a9uttkS3cs2@www.netyaroze-europe.com... 

> > From OPSM #84: 

>> 

> > "Shroud is a Yaroze take on the retro classic Defender, which if you're 
> > around Scott's [OPM Deputy Solutions Provider] age, you should remember 
> > well. As with all our home-made specialities, the game is 


uncomplicated, 
-—-MESSAGE FILE 9266 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07994 


—-MESSAGE FILE 9267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007995 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 01 May 2002 10:10:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <3CCFB113.8AEB2271@peregrine.com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe.com> <a960r4S$ 
ahv2@www.netyaroze-europe.com> <aahfufSgu33@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.207.193.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Hi Jon (and Paul) 
I am in the same situation - I haven't been keeping up to date with the 
latest news for a while, and I can't use the link either. I am after 
the PS2 Linux kit as well (bought a PS2 a couple of months ago just to 
use it), so I hope that we're still in with a chance of getting the kit. 
Andy (userid: partinga) 


"Jon Prestidge (Jon@surfed.to)" wrote: 


> 

> Hello Paul... 

> 

> I've not got regular internet access so I've only just got round to 

> seeing and filling-in your form for registering interest in the PS2 Linux 
> kit. I tried clicking on 

> http://www.netyaroze-europe.com/cgi-bin/survey.cgi but it does not seem to 
> be there anymore (or it is inaccessable)... am I too late?? 

> 

> Jon Prestidge. (Net Yaroze user ID = "zmoose") 


-—-MESSAGE FILE 9267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07995 


—-MESSAGE FILE 9268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007996 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 1 May 2002 14:09:55 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <aaopfg$1b21@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0nS50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe.com> <a960r4S$ 
ahv2@www.netyaroze-europe.com> <aahfufSgu33@www.netyaroze-europe.com> <3CCFB113.8AEB 
2271@peregrine.com> 

Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 

NNTP-Posting-Host: dialup.212-50-169-28.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I filled in the form linked off the yaroze site news page: 
http: //www.netyaroze-europe.com/yaroze/news/survey/linux.htm 


I think this is the same one Paul was talking about (ie to get us our 
discount/early kit)? 


-Matt 
Andrew Partington <andrew.partington@peregrine.com> wrote in message 


news: 3CCFB113.8AEB2271@peregrine.com... 
> Hi Jon (and Paul) 


1) 


> 

> I am in the same situation - I haven't been keeping up to date with the 
> latest news for a while, and I can't use the link either. I am after 

> the PS2 Linux kit as well (bought a PS2 a couple of months ago just to 
> use it), so I hope that we're still in with a chance of getting the kit. 
> 

> Andy (userid: partinga) 

> 

> "Jon Prestidge (Jon@surfed.to)" wrote: 

>> 

> > Hello Paul... 

>> 

>> I've not got regular internet access so I've only just got round to 
> 


> seeing and filling-in your form for registering interest in the PS2 
Linux 

> > kit. I tried clicking on 

> > http://www.netyaroze-europe.com/cgi-bin/survey.cgi but it does not seem 
to 


> > be there anymore (or it is inaccessable)... am I too late?? 
>> 
> > Jon Prestidge. (Net Yaroze user ID = "zmoose") 


—-MESSAGE FILE 9268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07996 


—-MESSAGE FILE 9269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007997 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 01 May 2002 15:41:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <3CCFFE96.537EC7AF@peregrine.com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe.com> <a960r4S$ 
ahv2@www.netyaroze-europe.com> <aahfufSgu33@www.netyaroze-europe.com> <3CCFB113.8AEB 
2271@peregrine.com> <aaopfg$1b21@www.netyaroze-europe. com> 

NNTP-Posting-Host: 194.207.193.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 
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Thanks a lot for the link Matt - I just filled the form in, although I 
noticed that there was no field for your Yaroze user ID, so I just stuck 
it in the additional comments section. 


I'm not sure how they're going to enforce the "one PS2/Linux kit per 
Yaroze user" rule unless they are using the snail-mail address to search 
through their records, so I stuck down my old address (i've still got 
family living there, so no strangers will be unexpectedly getting hold 
of electronic goodies!). 


Hope its the right form and that i've got it completed in time for 
discounts/early release :) GameCube may have to wait another month or 
two if PS2/Linux is available soon!! 


Andy 


Matt Verran wrote: 
I filled in the form linked off the yaroze site news page: 
http: //www.netyaroze-europe.com/yaroze/news/survey/linux.htm 


I think this is the same one Paul was talking about (ie to get us our 
discount/early kit)? 


-Matt 
Andrew Partington <andrew.partington@peregrine.com> wrote in message 


news: 3CCFB113.8AEB2271@peregrine.com... 
> Hi Jon (and Paul) 


> 

> I am in the same situation - I haven't been keeping up to date with the 
> latest news for a while, and I can't use the link either. I am after 

> the PS2 Linux kit as well (bought a PS2 a couple of months ago just to 
> use it), so I hope that we're still in with a chance of getting the kit. 
> 

> Andy (userid: partinga) 

> 

> "Jon Prestidge (Jon@surfed.to)" wrote: 

>> 

> > Hello Paul... 

>> 

>> I've not got regular internet access so I've only just got round to 
> 


> seeing and filling-in your form for registering interest in the PS2 
Linux 

> > kit. I tried clicking on 

> > http://www.netyaroze-europe.com/cgi-bin/survey.cgi but it does not seem 
to 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


> > be there anymore (or it is inaccessable)... am I too late?? 
>> 
> > Jon Prestidge. (Net Yaroze user ID = "zmoose") 


—-MESSAGE FILE 9269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07997 


—-MESSAGE FILE 9270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007998 

Path: chuka.playstation.co.uk!news 

From: “Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: MY previous posts are missing - Paranoia or crappy Outlook Express? 
Date: Wed, 1 May 2002 16:52:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <aap3c6$1b22@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 
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I can't seem to find any of my previous posts on the newsgroup - I seem to 
have everyone else's since 10/9/99. Can everyone else still see them or 
have I been deleted for being too clever? 


Still no word on when we can get Linux then. Are the Keyboards and Mice 
still holding up delivery? 


Latest posts on the Linux site - Someone wants to build a distributed 
system... And doesn't mind having to read a book on how to do it. Someone 
else wants the source code to the GTA3 game so they can write their own 
version. 


I wonder if Sony know what they have let themselves in for. I wouldn't 
want to be on their helpdesk. 


Warren 
"Got Quad?" 


—-MESSAGE FILE 9270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07998 


-—-MESSAGE FILE 9271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0007999 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Wed, 1 May 2002 17:56:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <aap76d$1b23@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe.com> <a960r4S$ 
ahv2@www.netyaroze-europe.com> <aahfufSgu33@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-739.bellsprout.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I've just had a look on the news page of the Yaroze website 
http: //www.netyaroze-europe.com/yaroze/news/survey/linux.htm 


is the link for the form you should fill in, I know it works because I just 
clicked the link and it popped up.... 


Hope that helps, fill it in quick before it goes missing again :) 
Nigel 
"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 


news: aahfufSgu33@www.netyaroze-europe.com... 
> Hello Paul... 


I've not got regular internet access so I've only just got round to 
seeing and filling-in your form for registering interest in the PS2 Linux 
kit. I tried clicking on 
http://www.netyaroze-europe.com/cgi-bin/survey.cgi but it does not seem to 
be there anymore (or it is inaccessable)... am I too late?? 


Jon Prestidge. (Net Yaroze user ID = "zmoose") 


VVVVVVVVVVV VV 
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-—-MESSAGE FILE 9271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
07999 


-—-MESSAGE FILE 9272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008000 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MY previous posts are missing - Paranoia or crappy Outlook Express? 
Date: 1 May 2002 23:05:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0O1lc1f£163$db425ba0$8c71933e@pal—s-—omnibook> 

References: <aap3c6$lb22@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-9-62-147-113-140.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Warren Khan <warren@nelson.demon.co.uk> wrote in article 
<aap3c6S$1b22@www.netyaroze-europe.com>... 


> 

> I can't seem to find any of my previous posts on the newsgroup - I seem 
to 

> have everyone else's since 10/9/99. Can everyone else still see them or 


> have I been deleted for being too clever? 


Well, I can see at least your posts titled 'Less than a month to go before 
linux!" (23 Apr), ‘Hardcore (not that kind)" (11 March), reply to 'Re: Net 
Yaroze 2 ? Please.' (2 May 1999). 

pal 


—-MESSAGE FILE 9272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08000 


—-MESSAGE FILE 9273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008001 

Path: chuka.playstation.co.uk!news 

From: “Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: MY previous posts are missing - Paranoia or crappy Outlook Express? 
Date: Thu, 2 May 2002 10:08:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <aar04iSnr61@www.netyaroze-europe. com> 

References: <aap3c6$lb22@www.netyaroze-europe.com> <01c1f163$db425ba0$8c71933e@pal-s 
-omnibook> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Thanks. 


Just my crappy outlook then. 


Warren 


-—-MESSAGE FILE 9273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08001 


—-MESSAGE FILE 9274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008002 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Less than a month to go before linux! 
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Date: Sat, 4 May 2002 16:02:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ab0tgjSq8vl@www.netyaroze-europe. com> 
References: <aa2659$51rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1034.articuno.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Are you shitting me?... I wasn't informed even though I signed up right at 
the start for that pre-order thing. 


Max 


"Warren" <W@rrenKhan.com> wrote in message 
news:aa2659S51rl@www.netyaroze-europe.com... 
> Unless delayed of course. 

> 

Warren 


"My other computer is a 4,000 node Beowulf cluster" 


VVVVVV 


—-MESSAGE FILE 9274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08002 


-—-MESSAGE FILE 9275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008003 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux for Yarozers 

Date: Sat, 4 May 2002 16:20:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ab0uiéSq8v2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1034.articuno.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Has anything else been said about the discount we may get as Net Yaroze 
owners? 


Is there a separate form for NY owners set up yet??? 


Just wondering becuase I hadly see these newsgroups coz I'm at Dundee all 
the time now, only get to see the newsgroups when I'm at home : ( 


Max 


—-MESSAGE FILE 9275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08003 


-—-MESSAGE FILE 9276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008004 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Beginner Questions. 

Date: Mon, 6 May 2002 09:19:19 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <ab47pv$441@www.netyaroze-europe. com> 


Net Yaroze newsgroups message dump.txt 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 

Ok guys ive finally found some time to play with my yaroze, thanks to max 
and his great tute im underway :) ive got plenty of questions, but this one 


i think might be the simplest, and i think i can learn alot from it. 


Ive been playing the games yarozians and robot ron, both very cool games :) 
I noticed that both the demos loaded with a yaroze scene splash screen, the 


Page 


graphics appeared, hung around for a bit and then faded into another screen. 


Id like to know how you did this, any chance that someone has a bit of code 
that shows how the intro screen like that loads and then fades to black or 
another screen? 


Ive got my game ( if you can call it that it most a "bit of code im playing 
with ") working with different states, eg PLAYING, TITLESCREEN, ENDGAME 
etc.. so i think id just jave to add a new state for LOADINGINTRO, but in 
really not sure how to do all this. 


well some example of code or something would be really appreciated, i was 
especially impressed by robot ron, where the level starts and the bar 
scrolls across the screen and tells you the level etc.. very cool! id love 
to knwo how you did it. 


Sorry for the newbie questions, but any help is appreciated. 


6093 


—-MESSAGE FILE 9276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08004 


—-MESSAGE FILE 9277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008005 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Beginner Questions. 

Date: Mon, 6 May 2002 12:20:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <ab5ouq$442@www.netyaroze-europe. com> 
References: <ab47pv$441@www.netyaroze-europe. com> 
Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 
NNTP-Posting-Host: dialup.212-50-167-81.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


well you could just have a few for loops, like: 


for (frame=0; frame<60; frame+t) 
{ 
fade in/zoom text on/do whatever 
vsync 
) 
for (frame=0; frame<60; frame++) 
{ 
leave stuff on screen static 
vsync 
) 
for (frame=0; frame<60; frame++) 
{ 
fade out/zoom text off/do whatever 
vsync 


) 


each loop lasts 60 vsyncs, which at 60fps is one second. 
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hope thats some kind of help? 
-Matt 


Greg Cook <gjc53@student.canterbury.ac.nz> wrote in message 
news:ab47pv$441@www.netyaroze-europe.com... 
> Ok guys ive finally found some time to play with my yaroze, thanks to max 


> and his great tute im underway :) ive got plenty of questions, but this 
one 

> i think might be the simplest, and i think i can learn alot from it. 

> 


> Ive been playing the games yarozians and robot ron, both very cool games 
>) 

> I noticed that both the demos loaded with a yaroze scene splash screen, 
the 

> graphics appeared, hung around for a bit and then faded into another 
screen. 

> 

> Id like to know how you did this, any chance that someone has a bit of 
code 

> that shows how the intro screen like that loads and then fades to black or 
> another screen? 


> 

> Ive got my game ( if you can call it that it most a "bit of code im 
playing 

> with ") working with different states, eg PLAYING, TITLESCREEN, ENDGAME 

> etc.. so i think id just jave to add a new state for LOADINGINTRO, but in 
> really not sure how to do all this. 

> 

> well some example of code or something would be really appreciated, i was 
> especially impressed by robot ron, where the level starts and the bar 

> scrolls across the screen and tells you the level etc.. very cool! id love 
> to knwo how you did it. 

> 

> Sorry for the newbie questions, but any help is appreciated. 

> 

> 


6094 


—-MESSAGE FILE 9277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08005 


—-MESSAGE FILE 9278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008006 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Beginner Questions. 

Date: Mon, 6 May 2002 12:16:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ab5p0aS$443@www.netyaroze-europe. com> 
References: <ab47pv$441@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-36-5-68.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yo dude, ive always been intrigued my the blue/red effects ive seen put 
behind the yaroze logo.. like on sqeak. 

Fading to blake can be done by simply lowing the .r .g and .b values of all 
the active sprites. Thats how i do it anyway! 

I dont know answers to the rest, but i'd be interested to hear the answers 
:D 

Chris 


—-MESSAGE FILE 9278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08006 


—-MESSAGE FILE 9279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


Net Yaroze newsgroups message dump.txt Page 6095 


0008007 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Beginner Questions. 

Date: Tue, 7 May 2002 09:32:53 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <ab6svf$2uml@www.netyaroze-europe. com> 
References: <ab47pv$441@www.netyaroze-europe.com> <ab5o0uq$442@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey Matt, 
Now thats a Big Help. :) i'll give it a play, out of interest where do you 


get the yaroze scene images from that are used? id love to stick them on any 
of the stuff i write, great advertisting for your site. 


do you have a generic bit of code you use for the intro? i fgure you should 
create something consistant that all members can place into there programs 
so that the yaroze scene logo comes up. 


Greg 

"Matt Verran" <matt@mverran.karoo.co.uk> wrote in message 
news: ab5o0uq$442@www.netyaroze-europe.com... 

> well you could just have a few for loops, like: 


for (frame=0; frame<60; frame+t) 
{ 
fade in/zoom text on/do whatever 
ՄՏՄՈՇ 
) 
for (frame=0; frame<60; frame+t) 
{ 
leave stuff on screen static 
vsync 
) 
for (frame=0; frame<60; frame++) 
{ 
fade out/zoom text off/do whatever 
vsync 


} 
each loop lasts 60 vsyncs, which at 60fps is one second. 


hope thats some kind of help? 
-Matt 


Greg Cook <gjc53@student.canterbury.ac.nz> wrote in message 
news:ab47pv$441@www.netyaroze-europe.com... 

> Ok guys ive finally found some time to play with my yaroze, thanks to 
max 


VVVVVVVVVVVVV VV VV VV VV VV VV 


> and his great tute im underway :) ive got plenty of questions, but this 
one 

> i think might be the simplest, and i think i can learn alot from it. 

> 


> Ive been playing the games yarozians and robot ron, both very cool games 
>) 
> I noticed that both the demos loaded with a yaroze scene splash screen, 
the 
> graphics appeared, hung around for a bit and then faded into another 
screen. 
> 
> Id like to know how you did this, any chance that someone has a bit of 
code 
> that shows how the intro screen like that loads and then fades to black 
Է 
> another screen? 


VOVVVVVVVVVVV VV V 
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>> 

> > Ive got my game ( if you can call it that it most a "bit of code im 

> playing 

> > with ") working with different states, eg PLAYING, TITLESCREEN, ENDGAME 
> > etc.. so 1 think id just jave to add a new state for LOADINGINTRO, but 
in 

> > really not sure how to do all this. 

>> 

> > well some example of code or something would be really appreciated, i 
was 

> > especially impressed by robot ron, where the level starts and the bar 
> > scrolls across the screen and tells you the level etc.. very cool! id 
love 

> > to knwo how you did it. 

>> 

> > Sorry for the newbie questions, but any help is appreciated. 

>> 

>> 

> 

> 


—-MESSAGE FILE 9279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08007 


—-MESSAGE FILE 9280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008008 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Beginner Questions. 

Date: Mon, 6 May 2002 23:08:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 

Message-ID: <ab6v76S2um2@www.netyaroze-europe. com> 

References: <ab47pv$441@www.netyaroze-europe.com> <ab5o0uq$442@www.netyaroze-europe.c 
om> <ab6ésvf$2uml@www.netyaroze-europe. com> 

NNTP-Posting-Host: dialup.212-50-169-31.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi Greg, 


You can download the YS logo from the Developer Page on the site, thanks for 
supporting ստ :-) 


As for generic logo code, it would be nice to do at some point. Maybe we'll 


do something like this for the PS2Linux stuff... 


Marc. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: ab6svf$2uml@www.netyaroze-europe.com... 
> Hey Matt, 


> 

> Now thats a Big Help. :) i'll give it a play, out of interest where do you 
> get the yaroze scene images from that are used? id love to stick them on 
any 

> of the stuff i write, great advertisting for your site. 

> 


> do you have a generic bit of code you use for the intro? i fgure you 
should 

> create something consistant that all members can place into there programs 
so that the yaroze scene logo comes up. 


Greg 
"Matt Verran" <matt@mverran.karoo.co.uk> wrote in message 


V V V V 
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news: ab5o0uq$442@www.netyaroze-europe.com... 
well you could just have a few for loops, like: 


for (frame=0; frame<60; frame+t) 
{ 
fade in/zoom text on/do whatever 
ՄՏՄՈՇ 
) 
for (frame=0; frame<60; frame+t) 
{ 
leave stuff on screen static 
ՄՏՄՈՇ 
) 
for (frame=0; frame<60; frame+t) 
{ 
fade out/zoom text off/do whatever 
vsync 


} 
each loop lasts 60 vsyncs, which at 60fps is one second. 


hope thats some kind of help? 
-Matt 


Greg Cook <gjc53@student.canterbury.ac.nz> wrote in message 

news: ab47pv$441@www.netyaroze-europe.com... 

> Ok guys ive finally found some time to play with my yaroze, thanks to 
max 


VVVVVVVVVVVVVVVVVV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV VV VV VV 


> > > and his great tute im underway :) ive got plenty of questions, but 
this 

> > one 

> > > i think might be the simplest, and i think i can learn alot from it. 
>>> 

> > > Ive been playing the games yarozians and robot ron, both very cool 
games 

> > :) 

> > > I noticed that both the demos loaded with a yaroze scene splash 
screen, 

> > the 

> > > graphics appeared, hung around for a bit and then faded into another 
> > screen. 

>>> 

> > > Id like to know how you did this, any chance that someone has a bit of 
> > code 

> > > that shows how the intro screen like that loads and then fades to 
black 

> or 

> > > another screen? 

>>> 

> > > Ive got my game ( if you can call it that it most a "bit of code im 

> > playing 

> > > with ") working with different states, eg PLAYING, TITLESCREEN, 
ENDGAME 

> > > etc so i think id just jave to add a new state for LOADINGINTRO, but 
> in 

> > > really not sure how to do all this. 

>>> 

> > > well some example of code or something would be really appreciated, i 
> was 

> > > especially impressed by robot ron, where the level starts and the bar 
> > > scrolls across the screen and tells you the level etc.. very cool! id 
> love 

> > > to knwo how you did it. 

>>> 

> > > Sorry for the newbie questions, but any help is appreciated. 

>>> 

>>> 

>> 

> > 

> 

> 
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—-MESSAGE FILE 9280 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08008 


—-MESSAGE FILE 9281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008009 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux for Yarozers 

Date: Tue, 7 May 2002 13:16:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ab8d9rS2um3@www.netyaroze-europe. com> 
References: <ab0uiéSq8v2@www.netyaroze-europe.com> 
NNTP-Posting-Host: p421-120.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


The only form set up specifically for NY owners is the one at 
http://www.netyaroze-europe.com/yaroze/news/survey/linux.htm 

Theres nothing yet about what kind of discount we might be able to get. 
But it can't be long until we're informed. Stay tuned. 


Mark 


—-MESSAGE FILE 9281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08009 


—-MESSAGE FILE 9282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008010 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: new project 

Date: Tue, 7 May 2002 23:19:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ab9kckS4bil@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-51.alakazam.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Outlook express you dog, its deleted my previous project post. 


Anyway, I've shifted Super Stacker back at least one project to make room 
for my dream project, if anybody remembers Wally Week, Pyjamarama, 
Everyone's A Wally etc. you will know the sort of game I'm thinking off, its 
going to be a 3D adventure but unlike most you will only be able to carry 
two objects, so no infinite pocket here, no need for magic hats and the 
like. 


I can see it in my mind so all I've got to do is get it onto the PS2, now if 
only the PS2 had a mind link function it would be so easy :) 


Anyone else know what they are going to do with their PS2 Linux? 
Nigel 


-—-MESSAGE FILE 9282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08010 


—-MESSAGE FILE 9283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008011 
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Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new project 

Date: Wed, 8 May 2002 15:42:26 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <aba70c$55sl@www.netyaroze-europe. com> 
References: <ab9kckS$4bil@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I'm really excited about PS2. 


Yeah, yeah,, my big project.. well this is Huge, its just an idea, but you 
know dreams can come true, anyways i'll set the screen. 


Machine loads up.. 

Screen Jumps to a black screen. 

then there in a glorious white font is 
"Hello World" 


Oh yeah baby.. can you see it? your right i just need that mind link and i'd 
be sweet :) 


hehehe 
Greg 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 

news: ab9kckS$4bil@www.netyaroze-europe.com... 

> Outlook express you dog, its deleted my previous project post. 

> 

> Anyway, I've shifted Super Stacker back at least one project to make room 
> for my dream project, if anybody remembers Wally Week, Pyjamarama, 

> Everyone's A Wally etc. you will know the sort of game I'm thinking off, 
its 

> going to be a 3D adventure but unlike most you will only be able to carry 
> two objects, so no infinite pocket here, no need for magic hats and the 

> like. 

> 

> I can see it in my mind so all I've got to do is get it onto the PS2, now 
if 

> only the PS2 had a mind link function it would be so easy :) 


v 


Anyone else know what they are going to do with their PS2 Linux? 


> 
> 
> Nigel 
> 
> 


--MESSAGE FILE 9283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08011 


--MESSAGE FILE 9284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008012 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GBA work 

Date: Wed, 8 May 2002 09:47:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <abapld$55s2@www.netyaroze-europe. com> 
References: <a97fgdSahv3@www.netyaroze-europe. com> 
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NNTP-Posting-Host: dialup.212-50-169-61.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


An update, 
I've now been told that we are looking for two people and that also PSone 
work will be involved, which would suit a lot of you guys. 


So if anyone wants a nice entry point to the industry, mail me quick as we 
are due to start arranging interviews soon! 


Marc. 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:a97fgdSahv3@www.netyaroze-europe.com... 


> Hi guys, 

> 

> Digi-Guys sister company is looking for someone who is a capable C/C++ 
> programmer to work on GBA games. 

> 

> This is a paying position and the offices are located in Waltham Abeey, 
> North London. 

> 

> I'm posting here because the GBA is quite similar to the Yaroze 2D, so I 
> know many of you are capable. If you are interested mail me at 

> marc@darkhex.com, or leave a message here. 

> 

> 

> Marc. 

> 

> 


6100 


—-MESSAGE FILE 9284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08012 


-—-MESSAGE FILE 9285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008013 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: for anyone who missed it - Sarahe posted this 
Date: Wed, 8 May 2002 17:14:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <abb j8c$62al@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Quote: 


SUBJECT: RE: Any word on EU Pre-Orders? 
The Linux kit will be released in Europe, Australia & NZ on 22nd May. 


For all the reasons I spoke about in this posting: 
http://playstation2-linux.com/forum/message.php?msg_id=6731 


It's not as straightforward for us to accept orders - the US has the luxury 
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of playstation.com's online shop. We've selected a distributor to work with 
across Europe, and we're ironing all the details out right now so that you 
folks all get your kits on time. I can't post any more news until we get 
more bits of paper signed though, sorry. 


Thanks for your patience. 


-—-MESSAGE FILE 9285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08013 


—-MESSAGE FILE 9286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008014 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new project 

Date: Wed, 8 May 2002 19:27:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <abbrifS62a2@www.netyaroze-europe.com> 
References: <ab9kckS$4bil@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-26-23.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Anyone else know what they are going to do with their PS2 Linux?" 


Of course i do! The same as i did with the Yaroze, use it as an expencive 


black door mat, although this time there are parts for each door... value 
:ք. 

More seriously i can see the 'hello' world and my classic, "you are pressing 
right" trials... once somel gives me a demo for puting graphics up i will no 
doubt only get as far as i did օո yaroze.. 2D.. nm...its all good! 


—-MESSAGE FILE 9286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08014 


-—-MESSAGE FILE 9287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008015 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: for anyone who missed it - Sarahe posted this 
Date: Thu, 09 May 2002 15:26:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3CDA8720.21F290EE@peregrine.com> 

References: <abbj8cS62al@www.netyaroze-europe.com> 
NNTP-Posting-Host: 194.207.193.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


Cool - hopefully I should have some more loot in the bank by the end of 
May! [Gamecube temptation got the better of me ;)] 


Andy 


Warren Khan wrote: 
> 

> Quote: 

> 
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SUBJECT: RE: Any word on EU Pre-Orders? 
The Linux kit will be released in Europe, Australia & NZ on 22nd May. 


For all the reasons I spoke about in this posting: 
http://playstation2-linux.com/forum/message.php?msg_id=6731 


It's not as straightforward for us to accept orders - the US has the luxury 
of playstation.com's online shop. We've selected a distributor to work with 
across Europe, and we're ironing all the details out right now so that you 
folks all get your kits on time. I can't post any more news until we get 
more bits of paper signed though, sorry. 


VVVVVVVVVVVV VV 


Thanks for your patience. 
-—-MESSAGE FILE 9287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08015 


-—-MESSAGE FILE 9288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008016 
Path: chuka.playstation.co.uk!news 


From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Invs - final release 


Date: 10 May 2002 09:51:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01c1f£807$6293d6c0$4296933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-6-62-147-150-66.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


You can find the final release of Invs (with sources) here: 
http://palpalpalpal.free.fr/Works/Videogames/Invs/ 


Very little has changed since the last version; I received little feedback 
and although a few additions were planned I decided the thing must get 
finished some day, so here it is. (of course feedback will still be 
appreciated :) ) 


You can now register your scores (see above url)! 
pal 


—-MESSAGE FILE 9288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08016 


—-MESSAGE FILE 9289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008017 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - final release 

Date: Fri, 10 May 2002 10:56:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <abg5r8S7fpl@www.netyaroze-europe. com> 
References: <01c1f£807$6293d6c0$4296933e@pal-—s-—omnibook> 
NNTP-Posting-Host: m45-mpl-cvxlc.pop.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Pal, 
Are you wanting to submit Invs for OPSM coverdisk? 
Later 


James 


"pal" <palpalpalpal@hotmail.com> wrote in message 
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news: 01c1f807$6293d6c0$4296933e@pal-—s-—omnibook... 
You can find the final release of Invs (with sources) here: 
http://palpalpalpal.free.fr/Works/Videogames/Invs/ 


Very little has changed since the last version; I received little feedback 
and although a few additions were planned I decided the thing must get 
finished some day, so here it is. (of course feedback will still be 
appreciated :) ) 


You can now register your scores (see above url)! 


pal 


VVVVVVVVVV VV 


—-MESSAGE FILE 9289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08017 


-—-MESSAGE FILE 9290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008018 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Beginner Questions. 

Date: Sat, 11 May 2002 17:45:09 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 162 

Message-ID: <abibdg$ak11@www.netyaroze-europe. com> 

References: <ab47pv$441@www.netyaroze-europe.com> <ab5o0uq$442@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: 203-96-148-51.apxl.paradise.net.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Matt can you expand on this for me, sorry im really new at this. 


here the code that ive written. this is my main function, all i want it to 
do right now is start witha black screen fade the yaroze scene logo in, 
leave it for a few seconds and fade to black, then after that just show the 
logo as normal. ( the last bit would be where a title screen or something 
would go i guess. 


im just trying to understandhow all this stuff works. as you will seee im 
still just learing the structure of all this stuff, it hasnt quite clicked 
yet, VSyncs, DrawSyncs etc are still playing with my head a bit. 


thanks 


greg 


void main (void) 

{ 

int vsync = 0; // vertical screen sync 
int BufferIndex; // buffer index 

int frame; 


Initialise(); 

InitSprite((u_long *) YAROZE_SCENE_ADD) ; 

BufferIndex = GsGetActiveBuff(); // Returns either 1 or 0, 
GameState = RUNNING; 

while (GameState) // Check that we are still playing the game 


{ 
switch (GameState) 


{ 
case RUNNING: // The Normal GamePlay 
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break; 


case TITLESCREEN: 


for (frame=0; frame<=60; 
{ 

sprite.r -= 1; 
sprite.g -= 1; 
sprite.b -= 1; 
VSync (0); 


} 


GameState = RUNNING; 


break; 


case PAUSE: 
break; 


case GAMEOVER: 
break; 


DealWithPad(); 


GsSetWorkBase( (PACKET*) packetArea [BufferIndex] ); 


GsClearOt (0, 0, &WorldOT[BufferIndex]); //clear out the present OT ready 


for drawing 


// The TitleScreen 


frame+t) 


// Pause Command 


// GameOver 


// now lets set up the image 


GsSortFastSprite (&sprite, &WorldOT [BufferIndex] 
// register the sprite in the ordering table 


DrawSync (0); 
vsyne = VSync (1); 


VSync (0); // get the vertical syne interval 


FntPrint ("HSYNC: 
ResetGraph (1); 


GsSwapDispBuff(); 
GsSortClear(0, 0, 


the screen 


BufferIndex = BufferIndex%1; 


sd\n", 


0, &WorldOT[BufferIndex]); 
GsDrawOt (&WorldOT [BufferIndex] ); 


vsync); 


FntFlush(-1); // print all font calls 


} 
ResetGraph (0); 


} 


"Matt Verran" <matt@mverran.karoo.co 


news: ab5o0uq$442@www.netyaroze-europe.com... 


> well you could just have a few for loops, like: 


v 


{ 


vsync 


} 
{ 


vsync 


} 


VVVVVVVV VV 


for (frame=0; frame<60; 


for (frame=0; frame<60; 


frame+t) 


fade in/zoom text on/do whatever 


frame+t) 


leave stuff on screen static 


, 0) 


r 


// change side to 1 or 0 


.uk> wrote in message 
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// draw the current off screen buffer to 
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for (frame=0; frame<60; frame+t) 
{ 
fade out/zoom text off/do whatever 
vsync 


} 
each loop lasts 60 vsyncs, which at 60fps is one second. 


hope thats some kind of help? 
-Matt 


Greg Cook <gjc53@student.canterbury.ac.nz> wrote in message 
news: ab47pv$441@www.netyaroze-europe.com... 

> Ok guys ive finally found some time to play with my yaroze, thanks to 
max 

> and his great tute im underway :) ive got plenty of questions, but this 
one 

> i think might be the simplest, and i think i can learn alot from it. 

> 
> Ive been playing the games yarozians and robot ron, both very cool games 
>) 
> I noticed that both the demos loaded with a yaroze scene splash screen, 
the 

> graphics appeared, hung around for a bit and then faded into another 
screen. 

> 

> Id like to know how you did this, any chance that someone has a bit of 
code 

> that shows how the intro screen like that loads and then fades to black 
r 

> another screen? 


VVVVVVVVVVVV VV 


VVVEVVVVVVOVVV VV VV VV VV VV YV 


> 
> Ive got my game ( if you can call it that it most a "bit of code im 
playing 
> with ") working with different states, eg PLAYING, TITLESCREEN, ENDGAME 
> etc.. so i think id just jave to add a new state for LOADINGINTRO, but 
n 
> really not sure how to do all this. 
> 
> well some example of code or something would be really appreciated, i 
was 
> > especially impressed by robot ron, where the level starts and the bar 
> > scrolls across the screen and tells you the level etc.. very cool! id 
love 
> > to knwo how you did it. 
>> 
> > Sorry for the newbie questions, but any help is appreciated. 
>> 
>> 
> 
> 


—-MESSAGE FILE 9290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08018 


-—-MESSAGE FILE 9291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008019 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - final release 

Date: Sat, 11 May 2002 13:52:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <abj478Sak12@www.netyaroze-europe. com> 
References: <01c1f£807$6293d6c0$4296933e@pal-—s—omnibook> 
Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 
NNTP-Posting-Host: dialup.212-50-167-159.karoo.KCOM.COM 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

It's excellent. 

Sorry I didn't post with comments on the beta but I did play it briefly back 


then. This morning I had a proper Invs sesh and to me it's one of the best 
yaroze games yet. 


My only niggle is it could do with some better instructions or a playing 
guide, it took me a while to work out to collect the dust stuff and what the 
power bars were for. 


Anyway *well done* on making a really playable game, hopefully I'll have the 
chance to congratulate you in person soon if the job thing works out ;) 


My top score: 87,240 (auth: 280551) 


cheers 
Matt 


pal <palpalpalpal@hotmail.com> wrote in message 

news: 01c1f807$6293d6c0$4296933e@pal-—s-—omnibook... 

> You can find the final release of Invs (with sources) here: 
http://palpalpalpal.free.fr/Works/Videogames/Invs/ 


Very little has changed since the last version; I received little feedback 
and although a few additions were planned I decided the thing must get 
finished some day, so here it is. (of course feedback will still be 
appreciated :) ) 


You can now register your scores (see above url)! 


pal 


VVVVVVVVV VV 


—-MESSAGE FILE 9291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08019 


—-MESSAGE FILE 9292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008020 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - final release 

Date: Sat, 11 May 2002 20:29:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <abjrqeSak13@www.netyaroze-europe. com> 

References: <01c1f£807$6293d6c0$4296933e@pal-—s-omnibook> <abj478Sak12@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


lol, seems the invs and breakdown updtaes are moving almost at the same 
pase! 
Anyway, the point of this post. 


I have just uploaded the lastes version of BD, which is VERY close to 
completion. 

It now contains the DoubleTurret mode as someone here requested, i've fixed 
the bug where after just over halfway levels auto ended and most of the 
fading now works, a little error with demo mode still but almost done there 
as well! 

The only problems that still confuse me is on completing normal mode some of 
the graphics flicker on the 'congratulations' screen making the code 
difficult to read! if anyone can get that far ideas would be welcome! 


~chrisw 
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—-MESSAGE FILE 9292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08020 


—-MESSAGE FILE 9293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008021 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - final release 

Date: Sat, 11 May 2002 21:38:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <abjvpvSak14@www.netyaroze-europe. com> 

References: <0O1c1f£807$6293d6c0$4296933e@pal-—s-—omnibook> <abj478Sak12@www.netyaroze-e 
urope.com> <abjrqeSak13@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The above post was meant to be a new thread.. never mind.. i'd better go 
look at the latest version of invs :D 


-—-MESSAGE FILE 9293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08021 


—-MESSAGE FILE 9294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008022 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Basic beginner questions 

Date: Sun, 12 May 2002 10:20:28 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 95 

Message-ID: <abk5nnSak15@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203-96-148-202.apxl.paradise.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Guys, 


well i feel so far behind, i see people releasing invaders and and other 
games, and yet im just starting out, anyway can anyone help with this. The 
aim of my code is to start with a blank screen, then fade into the yaroze 
sceen logo and then puase for a few seconds and then fade out to black. 


Now im still a little confused as to how all the vsyncs ect work, and when 
you actually use them, previously i tried a loop like matt wrote in my 
previous post and i didnt see any of the fade effects, one second the logo 
was there, and then the next it was gone. 


Anyways ive posted some of my first yaroze code, can anyone help me with 
this. thanks This is just the main loop, the graphics do appear on the 
screen no worries. 


void main (void) 

{ 

int vsync = 0; // vertical screen sync 
int BufferIndex; // buffer index 
int frame; 


Initialise(); 


InitSprite((u_long *) YAROZE_SCENE_ADD) ; 
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BufferIndex = GsGetActiveBuff(); // Returns either 1 or 0, 


GameState = RUNNING; 


while (GameState) // Check that we are still playing the game 
{ 

switch (GameState) 

{ 


case RUNNING: // The Normal GamePlay 
break; 
case TITLESCREEN: // The TitleScreen 


for (frame=0; frame<=60; frame++) 
{ 
sprite.r -Հ 1; 
sprite.g -= 1; 
sprite.b -= 1; 
VSync (0); 
} 
GameState = RUNNING; 
break; 


case PAUSE: // Pause Command 
break; 


case GAMEOVER: // GameOver 
break; 


DealWithPad(); 
GsSetWorkBase( (PACKET*) packetArea [BufferIndex]); 


GsClearOt (0, 0, &WorldOT[BufferIndex]); //clear out the present OT ready 
for drawing 


// now lets set up the image 
GsSortFastSprite (&sprite, &WorldOT [BufferIndex],0); 
// register the sprite in the ordering table 


DrawSync (0); 
vsyne = VSync (1); 
VSync (0); // get the vertical sync interval 


FntPrint ("HSYNC: %d\n", vsync); 
ResetGraph (1); 


GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &WorldOT[BufferIndex]); 


GsDrawOt (&WorldOT [BufferIndex]); // draw the current off screen buffer to 
the screen 


BufferIndex = BufferIndex*1; // change side to 1 or 0 
FntFlush(-1); // print all font calls 
} 
ResetGraph (0); 
} 


—-MESSAGE FILE 9294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08022 


Net Yaroze newsgroups message dump.txt Page 6109 


-—-MESSAGE FILE 9295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008023 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Basic beginner questions 

Date: Sat, 11 May 2002 23:40:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 126 

Message-ID: <abk702Seeol@www.netyaroze-europe. com> 
References: <abk5nnSak15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


before you try this make a backup.. because i am NOT the best coder here and 
i have NOT tested this! here is what i have done with what you gave: 
Firstly, in the loop which was changing the sprite.r values (etc) the sprite 
was not written to the screen, vsync doesnt write to the scrren, it waits 
for vertical syncronisation, or the end of drawing the last frame (i think), 
also to fade in you need to start at 0 and up the r/g/b values, so i have 
added a line to set it to 0 and changed to loop to increase values. 

Also i saw no code to keep it there are fade it out, i added these although 
i dont know if i missed something! 

Next i took all you ur writing functions and put them into UpdateScreen()j; 


Personnaly i would put all the sortsprite functions in there, that way 
calling it will show a frame, and makes it easier, i have done this also.. 
I actually doubt this will work, as i have never coding something that 


worked first time, as so i hope somel else will post what they would do! 
Anyway, hope this helps! 
Chris 


void main (void) 

{ 

int vsync = 0; // vertical screen sync 
int BufferIndex; // buffer index 

int frame; 


Initialise(); 

InitSprite((u_long *) YAROZE_SCENE_ADD) ; 

BufferIndex = GsGetActiveBuff(); // Returns either 1 or 0, 
GameState = RUNNING; 

while (GameState) // Check that we are still playing the game 


{ 
switch (GameState) 


{ 


case RUNNING: // The Normal GamePlay 
break; 
case TITLESCREEN: // The TitleScreen 


sprite.r=sprite.g=sprite.b = 0 


for (frame=0; frame<=(128/3); frame++) 
{ 
sprite.r += 
sprite.g 
sprite.b 


UpdateScreen (); 
} 
for (frame=0; frame<=(50*5); framet+t) 


{ 
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UpdateScreen(); 


} 
for (frame=0; frame<=(128/3); frame++) 


} 


sprite.r -Հ 3; 
sprite.g -Հ 3; 
sprite.b -= 3; 


UpdateScreen (); 
} 


GameState = RUNNING; 


break; 
case PAUSE: // Pause Command 
break; 
case GAMEOVER: // GameOver 
break; 


} 


DealWithPad(); 


ResetGraph (0); 


} 


UpdateScreen () 


{ 


int count; 


// 


get the active buffer 
BufferIndex = GsGetActiveBuff (); 


// sets drawing command storage address 


GsSetWorkBase( (PACKET*) packetAre [BufferIndex]); 


// initialises the ordering table 
GsClearOt (0, 0, &WorldOT[BufferIndex]); 


// rendering done here 


for( count =0; count <8; count++ ) 


// 


FntFlush(fnt_id[count]); 


GsSortSprite (&sprite, &WorldOT [BufferIndex],0); 


// wait for vertical synchronisation 
//DrawSync (0); 
VSync (0); // 0: blocking until vertical 


L synch occurs 


// swap double buffers, (changes the displ 
GsSwapDispBuff(); 


lay buffer and drawing buffer) 


start execution of the drawing command registered in OT 


GsDrawOt (&WorldOT [BufferIndex] ); 
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—-MESSAGE FILE 9295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08023 
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-—-MESSAGE FILE 9296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008024 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Basic beginner questions 

Date: Sun, 12 May 2002 11:11:53 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 172 

Message-ID: <abk804Seeo02@www.netyaroze-europe. com> 

References: <abk5nnSak15@www.netyaroze-europe.com> <abk702Seeol@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 203-96-148-222.apxl.paradise.net.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok firstly i should have said i hadnt written the 3 loops to fade in and 
then pause and fade out :) that bit of code was just to try and fade 
something on the screen :) 


Your code helps, i didnt realise you had to do the update screen stuff 
during each loop. 


i have a question about this line of code 
for( count =0; count <8; count++ ) 
FntFlush(fnt_id[count]); 


though ive looked it up in the books i can see that you can give up to 8 
font streams, but im not really sure right now what the use of that is? 


i also have a question about loadfont 

FntLoad(960, 256); what are these magical numbers? ive looked through the 
bookand it doesnt mention these number anywhere that i could see, what am i 
missing. 

thanks for the replies :) so basically its now my understanding that if 
manipulate any graphics on the screen i have to call update screen for the 
effect to be seen.? 


ok last question 


ive used this line 
#define YAROZE_SCENE_ADD (0x80090000) 


according to some demos ive seen they used 0x80100000 


i tried using this value but found that my graphic didnt appear, should 
either location work? 


thanks alot 


Greg 

"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:abk702Seeol@www.netyaroze-europe.com... 

> before you try this make a backup.. because i am NOT the best coder here 
and 

> i have NOT tested this! here is what i have done with what you gave: 

> Firstly, in the loop which was changing the sprite.r values (etc) the 
sprite 
> was not written to the screen, vsync doesnt write to the scrren, it waits 
> for vertical syncronisation, or the end of drawing the last frame (i 
think), 

> also to fade in you need to start at 0 and up the r/g/b values, so i have 
> added a line to set it to 0 and changed to loop to increase values. 

> Also i saw no code to keep it there are fade it out, i added these 
although 

> i dont know if i missed something! 

> Next i took all you ur writing functions and put them into UpdateScreen(); 
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VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Personnaly i would put all the sortsprite functions in there, that way 


calling it will show a frame, and makes it easier, i have done this also.. 
I actually doubt this will work, as i have never coding something that 


worked first time, as so i hope somel else will post what they would do! 
Anyway, hope this helps! 


Chris 


void main (void) 


{ 

int vsync = 0; // vertical screen sync 
int BufferIndex; // buffer index 

int frame; 


Initialise(); 

InitSprite((u_long *) YAROZE_SCENE_ADD) ; 

BufferIndex = GsGetActiveBuff(); // Returns either 1 or 0, 
GameState = RUNNING; 

while (GameState) // Check that we are still playing the game 


{ 
switch (GameState) 


{ 


case RUNNING: // The Normal GamePlay 
break; 
case TITLESCREEN: // The TitleScreen 


sprite.r=sprite.g=sprite.b = 0 


for (frame=0; frame<=(128/3); frame++) 
{ 

sprite.r += 
sprite.g 
sprite.b 


UpdateScreen(); 

ee T E eee eee frame+t) 
UpdateScreen(); 

TORRE aa unuqa pass frame++) 
} 


sprite.r -Հ 3; 
sprite.g -= 3; 
sprite.b -Հ 3; 


UpdateScreen (); 


} 
GameState = RUNNING; 


break; 
case PAUSE: // Pause Command 
break; 
case GAMEOVER: // GameOver 
break; 


DealWithPad(); 
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} 
ResetGraph (0); 


} 


UpdateScreen () 
{ 


int count; 


// get the active buffer 
BufferIndex = GsGetActiveBuff (); 


// sets drawing command storage address 
GsSetWorkBase( (PACKET*) packetAre [BufferIndex]); 


// initialises the ordering table 
GsClearOt (0, 0, &WorldOT[BufferIndex]); 


// rendering done here 
for( count =0; count <8; count++ ) 
FntFlush(fnt_id[count]); 


GsSortSprite (&sprite, &WorldOT [BufferIndex],0); 


// wait for vertical synchronisation 
//DrawSync (0); 
VSync (0); // 0: blocking until vertical synch occurs 


// swap double buffers, (changes the display buffer and drawing 
uffer) 
GsSwapDispBuff(); 


// start execution of the drawing command registered in OT 
GsDrawOt (&WorldOT [BufferIndex] ); 


VVVVVVVVOVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08024 


—-MESSAGE FILE 9297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008025 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Basic beginner questions 

Date: Sun, 12 May 2002 13:13:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 
Message-ID: <ablmk9Seeo3@www.netyaroze-europe. com> 

References: <abk5nnSak15@www.netyaroze-europe.com> <abk702Seeol@www.netyaroze-europe 
.com> <abk804$eeo02@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok firstly i should have said i hadnt written the 3 loops to fade in and 
then pause and fade out :) that bit of code was just to try and fade 
something on the screen :) 


V V V V V 


Your code helps, i didnt realise you had to do the update screen stuff 
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during each loop. 

i have a question about this line of code 

for( count =0; count <8; count++ ) 


FntFlush(fnt_id[count]); 


though ive looked it up in the books i can see that you can give up to 8 


> 
> 
> 
> 
> 
> 
> 
> font streams, but im not really sure right now what the use of that is? 


at the start of my code i have: 


fnt_id[0] = FntOpen(107,19,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[1] = FntOpen(203,19,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[2] = FntOpen(240,19,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[3] = FntOpen(270,19,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[4] = FntOpen(0,120,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[5] = FntOpen(0,130,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[6] = FntOpen(0,140,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 
fnt_id[7] = FntOpen(0,150,SCREEN_WIDTH, SCREEN_HEIGHT, 0, 80); 


all i know about these is that the first to values set where text put into 
that fnt_id will appear. 

The first 4 are set to appear on my menu across the top, and the points go 
in fnt_id[0] and amo in [1] etc. 

I take most things like this for granted and just fiddle with them! 

in this case all the fnt_id's need to be written and not just the one. 


— i also have a question about loadfont 

Վ FntLoad(960, 256); what are these magical numbers? ive looked through 
ee it doesnt mention these number anywhere that i could see, what am 
missing. 

urrr, i havent a clue. I use them and i think i have tried to change them, 


and it doesnt work if you do! 
Someone else will have to answer this. 


thanks for the replies :) so basically its now my understanding that if 
manipulate any graphics on the screen i have to call update screen for the 
effect to be seen.? 

ok last question 


ive used this line 
#define YAROZE_SCENE_ADD (0x80090000) 


according to some demos ive seen they used 0x80100000 


i tried using this value but found that my graphic didnt appear, should 
either location work? 


VVVVVVVVVVV VV VV 


I cant find the info in any book either on this although im sure its there 
but afaik 80100000 is used for something else, it might be the vRAM in which 
case it cant be uploaded to. All i know is in my first game my graphics 
started at 80090000 and ran up and beyond 80100000 and at that point i 
started getting some VERY odd results. I would stick to 80090000 and hope 
somel else can give a better answer! 


Chris 


6114 


—-MESSAGE FILE 9297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08025 


—-MESSAGE FILE 9298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008026 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Basic beginner questions 

Date: Sun, 12 May 2002 18:20:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3CDE9656.69719B33@dk.ibm.com> 

References: <abk5nnSak15@www.netyaroze-europe.com> <abk702Seeol@www.netyaroze-europe 
.com> <abk804$eeo2@www.netyaroze-europe.com> <ablmk9Seeo3@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungold3.dk.ibm.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 

X-Accept—-Language: en 


i also have a question about loadfont 

_ FntLoad(960, 256); what are these magical numbers? ive looked through 
n it doesnt mention these number anywhere that i could see, what am 
Š missing. 


VVVVVVVV 


The numbers indicate where in VRAM the "fonts"(4bit TIM file) are to be put. If 
you change them just make sure that 1) it is within VRAM's adressable space of 
1024x512. 2) the "fonts" have a width of 64x128 so make sure they don't fall of 
the edge of VRAMs area. 3) and of course don't put the fonts on top of your 
double buffer or where your game graphics are. 


> ive used this line 
> #define YAROZE_SCENE_ADD (0x80090000) 


according to some demos ive seen they used 0x80100000 


i tried using this value but found that my graphic didnt appear, should 
either location work? 


VV V V VV V 


V V V V 


Yes either should work but... 

I am sure you know this but just in case.The space available to us goes from 
0x80090000 to 0x801fff00. The graphics, sound etc. everything has to go into 
that space including the game itself. So it is quite easy to have different data 
overlapping each other if you're not careful. 

I'm guessing your TIM is trying to occupy the same space as your executable. 
And as the EXE is normally the last thing that is loaded, your TIM is gone. Just 
stick with 0x80090000 and if you ever get up to 0x80100000 you'll have to change 
the adress where the EXE is loaded. In GCC you'll have to edit your Makefile and 
if your using Codewarrior you need to go into Target Settings/Mips Linker Panel 
and change the "Code Adress". 


Mark 


—-MESSAGE FILE 9298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08026 


-—-MESSAGE FILE 9299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008027 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - final release 

Date: Sun, 12 May 2002 18:59:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3CDE9F79.6762F1FA@dk.ibm.com> 
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References: <0O1c1f£807$6293d6c0$4296933e@pal-—s-—omnibook> <abj478Sak12@www.netyaroze-e 
urope.com> <abjrqeSak13@www.netyaroze-europe.com> <abjvpvSak14@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: sungold3.dk.ibm.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; Ս) 

X-Accept—-Language: en 


Honestly Matt, are you getting old or was it really early in the 
morning? 87,240 paah. How about 129,530 (auth: 576316)? 
But seriously it really is a sweet game. I absolutely love all the 
different enemies and how they each have their special way of attacking. I 
agree about the lack of documentaion though, it could use a little info on 
the main menu. The first 20 minutes I spent franticly dodging all the "dust" 
as I thought it was harming me : ) Perhaps you could also show how much each 
enemy is worth in points whilst showing their attack pattern/movement? 

Apart from that this game is perfect. Excellent. Those suicide purple 
thingies nearly drove me insane...... WaT, ç աաա yes, as I was saying, those 
suicide purple thingies nearly drove me insane. 


Mark 


-—-MESSAGE FILE 9299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08027 


—-MESSAGE FILE 9300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008028 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Invs - post-final release 

Date: 12 May 2002 18:31:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01c1f£9e2$53c30760$d695933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-6-62-147-149-214.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


As the title hints, the final release was not the latest build ^^; 

The new one includes an 'additional' enemy (which was meant to be featured 
from the beginning) and some bug fixes. 
http://palpalpalpal.free.fr/Works/Videogames/Invs/ 

Future scores should be registered with a code issued by the new version 
(it's just a little bit harder ;) ) 

Scores already registered are maintained. Current best score is 136,950 by 
Peter Armstrong. 


Thank you very much for your positive comments Matt and Mark :) 


I'm aware of the documentation problem, it's been pointed out by everybody 
and I've been struggling with it... My initial will was that the player 
find out everything on its own and goes through a series of 
guesses/experiments. Part of the game is this discovery process. But 
obviously I did not manage to get that right. Maybe I'll put a guide on the 
web but I wouldn't like to put it with the game... 


I added an explicit comment about the use of the dust, because everybody 
wants to dodge it at first like Mark, and this is really annoying. I hope 
that once you've noticed that hint the thing becomes clearer... (apparently 
it doesnt since the version you've just played features that comment ^^) I 
also added names on the bars when they're full. 


Has anybody found any non-obvious bonus's? 
pal 


—-MESSAGE FILE 9300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08028 
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-—-MESSAGE FILE 9301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008029 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: BreakDown 

Date: Sun, 12 May 2002 19:28:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <abmcisSeeo4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok i kinda messed up my last post by clicking reply in stead.. so lets hope 
this works! 


I have just uploaded the lastes version of BD, which is VERY close to 
completion. 

It now contains the DoubleTurret mode as someone here requested, i've fixed 
the bug where after just over halfway levels auto ended and most of the 
fading now works, a little error with demo mode still but almost done there 
as well! 
The only problems that still confuse me is on completing normal mode some of 
the graphics flicker on the 'congratulations' screen making the code 
difficult to read! if anyone can get that far ideas would be welcome! 


http://www.netyaroze-europe.com/~chrisw/ftp/BreakDown. zip 


—-MESSAGE FILE 9301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08029 


-—-MESSAGE FILE 9302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008030 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - post-final release 

Date: Sun, 12 May 2002 19:47:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <abmdmjSeeo5@www.netyaroze-europe. com> 
References: <0O1c1f£9e2$53c30760$d695933e@pal-—s—omnibook> 
NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


its all vey nice and i notest no comment for the dust! 
Other than the 2 types of dust i havent notices any other bunuses.. but i 
havent got very far yet, lol. 


—-MESSAGE FILE 9302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08030 


—-MESSAGE FILE 9303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008031 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - post-final release 

Date: Sun, 12 May 2002 21:07:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
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Message-ID: <abmidfSeeo6@www.netyaroze-europe. com> 

References: <0O1c1f£9e2$53c30760$d695933e@pal-—s-—omnibook> <abmdmj$eeo5@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: host217-39-8-54.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> its all vey nice and i notest no comment for the dust! 
ahhem.. should have said: 


Very nice, i noticed the comment for the dust! 
Chris 


—-MESSAGE FILE 9303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08031 


—-MESSAGE FILE 9304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008032 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Basic beginner questions 

Date: Mon, 13 May 2002 09:20:39 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <abmmg8Seeo7@www.netyaroze-europe. com> 

References: <abk5nnSak15@www.netyaroze-europe.com> <abk702Seeol@www.netyaroze-europe 
.com> <abk804$eeo2@www.netyaroze-europe.com> <ablmk9Seeo3@www.netyaroze-europe. com> 
<3CDE9656.69719B33@dk. ibm. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Thanks Chris and Mark, That does help alot to explain a few things, so much 
to learn with this system, ive donwloaded so many bits of code and looked 
over it that my eyes are killing :) 


anyways im still working on it all, would love to have more time to work 
with it. 


Greg 


"Mark O'Shea" <mos@dk.ibm.com> wrote in message 

news : 3CDE9656.69719B33@dk.ibm.com... 

>>> 

> > > i also have a question about loadfont 

>>> 

> > > FntLoad(960, 256); what are these magical numbers? ive looked 


> > > bookand it doesnt mention these number anywhere that i could see, what 


a 
> > 4 

> > > missing. 
> 


> The numbers indicate where in VRAM the "fonts"(4bit TIM file) are to be 
put. If 

> you change them just make sure that 1) it is within VRAM's adressable 
space of 

> 1024x512. 2) the "fonts" have a width of 64x128 so make sure they don't 
fall of 

> the edge of VRAMs area. 3) and of course don't put the fonts on top of 
your 

> double buffer or where your game graphics are. 
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> 

> > > ive used this line 

> > > #define YAROZE_SCENE_ADD (0x80090000) 

>>> 

> > > according to some demos ive seen they used 0x80100000 

>>> 

> > > i tried using this value but found that my graphic didnt appear, 
should 

> > > either location work? 

> 

> Yes either should work but... 

> I am sure you know this but just in case.The space available to us goes 


from 

> 0x80090000 to 0280188800. The graphics, sound etc. everything has to go 
into 

> that space including the game itself. So it is quite easy to have 
different data 

> overlapping each other if you're not careful. 

> I'm guessing your TIM is trying to occupy the same space as your 
executable. 

> And as the EXE is normally the last thing that is loaded, your TIM is 
gone. Just 

> stick with 0x80090000 and if you ever get up to 0x80100000 you'll have to 
change 

> the adress where the EXE is loaded. In GCC you'll have to edit your 
Makefile and 

> if your using Codewarrior you need to go into Target Settings/Mips Linker 
Panel 

> and change the "Code Adress". 

> 

> Mark 

> 


—-MESSAGE FILE 9304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08032 


--MESSAGE FILE 9305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008033 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: no word 

Date: Mon, 13 May 2002 17:13:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <abop2uSeeo8@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-437.alakazam.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Middle of May and no word on an early release for the Yaroze membership : ( 


I've been thinking about this and I think I'll have to get a second PS2 for 
Linux, otherwise I'm going to need long keyboard/mouse leads or sit on the 
floor to code :) 


Nigel 


--MESSAGE FILE 9305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08033 


—-MESSAGE FILE 9306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008034 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - post-final release 
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Date: Mon, 13 May 2002 17:58:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <aborrrSeeo9@www.netyaroze-europe. com> 
References: <0O1c1f£9e2$53c30760$d695933e@pal—s-—omnibook> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Excellent game! And super stylish too. 
I hope this makes it onto OPSM. 


Derek 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news: 01c1f£9e2$53c30760$d695933e@pal—s-—omnibook... 
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> As the title hints, the final release was not the latest build ^^; 


> I added an explicit comment about the use of the dust, 
> wants to dodge it at first like Mark, and this is reall 
> that once you've noticed that hint the thing becomes c] 
(apparently 

also added names on the bars when they're full. 

Has anybody found any non-obvious bonus's? 


pal 


VV V V V V V 


> The new one includes an 'additional' enemy (which was meant to De featured 
> from the beginning) and some bug fixes. 

> http://palpalpalpal.free.fr/Works/Videogames/Invs/ 

> Future scores should be registered with a code issued by the new version 

> (it's just a little bit harder ;) ) 

> Scores already registered are maintained. Current best score is 136,950 by 
> Peter Armstrong. 

> 

> Thank you very much for your positive comments Matt and Mark :) 

> 

> I'm aware of the documentation problem, it's been pointed out by everybody 
> and I've been struggling with it... My initial will was that the player 

> find out everything on its own and goes through a series of 

> guesses/experiments. Part of the game is this discovery process. But 

> obviously I did not manage to get that right. Maybe Լ'11 put a guide on 
the 

> web but I wouldn't like to put it with the game... 

> 


because everybody 
Ly annoying. I hope 
learer... 


it doesnt since the version you've just played features that comment ^^) I 


--MESSAGE FILE 9306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08034 


--MESSAGE FILE 9307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008035 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - post-final release 

Date: Mon, 13 May 2002 18:35:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <abou0rSeeol0@www.netyaroze-europe.com> 


urope.com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 


References: <01c1£9e2$53c30760$d695933e@pal-—s-omnibook> <aborrrSeeo9@www.netyaroze-e 


Net Yaroze newsgroups message dump.txt Page 6121 
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high score: 110,135 
authorisation: 444699 


Just one more go 

Derek 

"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: aborrrSeeo9@www.netyaroze-europe.com... 

Excellent game! And super stylish too. 


I hope this makes it onto OPSM. 


Derek 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c1f£9e2$53c30760$d695933e@pal—s-—omnibook... 

> As the title hints, the final release was not the latest build ^^; 
> The new one includes an ‘additional' enemy (which was meant to be 
eatured 


> from the beginning) and some bug fixes. 

> http://palpalpalpal.free.fr/Works/Videogames/Invs/ 

> Future scores should be registered with a code issued by the new version 

> (it's just a little bit harder ;) ) 

> Scores already registered are maintained. Current best score is 136,950 
y 

> Peter Armstrong. 

> 

> Thank you very much for your positive comments Matt and Mark :) 

> 

> I'm aware of the documentation problem, it's been pointed out by 
verybody 


> and I've been struggling with it... My initial will was that the player 
> find out everything on its own and goes through a series of 
> guesses/experiments. Part of the game is this discovery process. But 
> obviously I did not manage to get that right. Maybe I'll put a guide on 
the 
> web but I wouldn't like to put it with the game... 
> 
> I added an explicit comment about the use of the dust, because everybody 
> wants to dodge it at first like Mark, and this is really annoying. I 
ope 
> that once you've noticed that hint the thing becomes clearer... 
(apparently 
> it doesnt since the version you've just played features that comment ՞՞) 


also added names on the bars when they're full. 
Has anybody found any non-obvious bonus's? 


pal 


VVVVVVVVHVVV OV VV VV VV VV OV VV VV OV VV V VPA NV VV VV VV VV VV V 
VV NV V V V 


--MESSAGE FILE 9307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08035 


--MESSAGE FILE 9308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008036 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: no word 

Date: Mon, 13 May 2002 19:47:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
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Message-ID: <3CE00A44.4030709@shand.org.uk> 

References: <abop2uSeeo8@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1838.lemur.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rcl) Gecko/2002041 
7 

X-Accept—-Language: en-us, en 


Nigel Critten wrote: 
> Middle of May and no word on an early release for the Yaroze 


>membership : ( 

shame... but I don't have any money anyway :( oh well only a couple of 
weeks until I start my job (of course I won't have any money until a 
month after that.... but hey, I shouldn't complain ) 

> 


> I've been thinking about this and I think I'll have to get a second 

>PS2 for 

> Linux, otherwise I'm going to need long keyboard/mouse leads or sit 
on >the 

> floor to code :) 


nah, treat yourself to a nice wireless set that you can move.... :) 


—-MESSAGE FILE 9308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08036 


—-MESSAGE FILE 9309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008037 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Mon, 13 May 2002 22:53:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <abpd0eSeeoll@www.netyaroze-europe. com> 
References: <abmcisSeeo4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-66-143.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ok i forgot to say that you can put high scores here: 
www.netyaroze-europe.com/~chrisw/ 

or 

www.wormscc.com/yaroze/ 


Hight scores are proccessed automatically, so no need to email me! 
Urm, hope u like the game.. Double Turret mode will come available after 
playing any game type first.. eventually it will be only when u get so far 
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-—-MESSAGE FILE 9309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08037 


—-MESSAGE FILE 9310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008038 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation2 Linux kit, yaroze owners offer? 
Date: Wed, 15 May 2002 14:45:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3ce2746f.523118424@www.netyaroze-europe. com> 
NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


Any ideas as to what is likely to be the offer for existing yaroze 
owners - I see that sarahe says the distribution deal is fairly much 
sorted but for some lawyers approval (...so I expect that will be a 
short while! :-) I'm on the mailing list as far as I know, so still 
waiting for the official announcement, but was wondering if there is 
going to be something announced to the yaroze group at the same time 
(or earlier) so that we didn't get caught by responding to the wrong 
one. 


Thanks, 


Mark 


—-MESSAGE FILE 9310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08038 


—-MESSAGE FILE 9311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008039 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation2 Linux kit, yaroze owners offer? 
Date: Wed, 15 May 2002 16:25:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <abtv6uSjeol@www.netyaroze-europe. com> 
References: <3ce2746f.523118424@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Good point. 


I assumed they would - but would prefer to have it stated. 


Warren 


"Mark Dickman" <markd@elenisys.freeserve.co.uk> wrote in message 
news: 3ce2746f.523118424@www.netyaroze-europe.com... 

> 

> 
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> Any ideas as to what is likely to be the offer for existing yaroze 

> owners - I see that sarahe says the distribution deal is fairly much 
> sorted but for some lawyers approval (...so I expect that will be a 
> short while! :-) I'm on the mailing list as far as I know, so still 
> waiting for the official announcement, but was wondering if there is 
> going to be something announced to the yaroze group at the same time 
> (or earlier) so that we didn't get caught by responding to the wrong 
> one. 

> 

> 

> Thanks, 

> 

> Mark 

> 

> 

> 

> 

> 

> 

> 


—-MESSAGE FILE 9311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08039 


-—-MESSAGE FILE 9312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008040 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation2 Linux kit, yaroze owners offer? 

Date: Wed, 15 May 2002 19:54:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <abu7k1$jeo2@www.netyaroze-europe. com> 

References: <3ce2746f.523118424@www.netyaroze-europe.com> <abtv6uS$ jeol@www.netyaroze 
-europe .com> 

NNTP-Posting-Host: p406-056.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


If you've signed up for both of them I would hold my breath and just 
wait for the Yaroze offer to come rolling along. If it's not before the 


Public ordering scheme then very shortly after (guessing). I'm also guessing 
that it will be explicitly stated somewhere in the e-mail that it is an 
offer for Net Yaroze owners. I'm sure Paul Holman won't leave us hanging. 
Just hang loose, theres only 7 days left ; ) 


Mark 


—-MESSAGE FILE 9312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08040 


—-MESSAGE FILE 9313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008041 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - post-final release 

Date: Thu, 16 May 2002 10:24:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <3CE37ADA. 6C26A58D@peregrine.com> 

References: <0O1c1f9e2$53c30760$d695933e@pal-—s-—omnibook> 
NNTP-Posting-Host: 194.207.193.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.7 [en (WinNT; 1) 
X-Accept—-Language: en 


This game is excellent Pal - it definitely should be a worthy addition 
to OPSM! I've not cracked the high score table yet but i've not hada 
proper session on it. I like those invs with the 3 missiles that later 


act as defenders for the rest of the pack by shooting your own bullets. 
Only 10 points for those purple ones seems a bit steep though :) 


Theres only one suggestion I would make, although I don't know if it 
would make it a bit easy for people to notch up really high scores - how 
about increasing the score you get for an enemy if it is swooping at you 
(especially those purple invs), it may encourage players to take more 
risks to get a higher score [and encourage much swearing if you mess it 
up :)] 


The invs you get in the warp area - does the score you get depend on the 
number of shots it takes to kill them (sometimes I get 1500 (I think), 
sometimes 0), or is it a "feature"? ;) 


Anyway, a fantastic game, well done! 
Andy 
pal wrote: 


As the title hints, the final release was not the latest build ^^; 

The new one includes an 'additional' enemy (which was meant to be featured 
from the beginning) and some bug fixes. 
http://palpalpalpal.free.fr/Works/Videogames/Invs/ 

Future scores should be registered with a code issued by the new version 
(it's just a little bit harder ;) ) 

Scores already registered are maintained. Current best score is 136,950 by 
Peter Armstrong. 


Thank you very much for your positive comments Matt and Mark :) 


I'm aware of the documentation problem, it's been pointed out by everybody 
and I've been struggling with it... My initial will was that the player 
find out everything on its own and goes through a series of 
guesses/experiments. Part of the game is this discovery process. But 
obviously I did not manage to get that right. Maybe I'll put a guide on the 
web but I wouldn't like to put it with the game... 


I added an explicit comment about the use of the dust, because everybody 
wants to dodge it at first like Mark, and this is really annoying. I hope 
that once you've noticed that hint the thing becomes clearer... (apparently 
it doesnt since the version you've just played features that comment ^^) I 
also added names on the bars when they're full. 


Has anybody found any non-obvious bonus's? 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


pal 
—-MESSAGE FILE 9313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08041 


-—-MESSAGE FILE 9314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008042 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Thu, 16 May 2002 16:33:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <ac0OjrjSoosl@www.netyaroze-europe. com> 
References: <abmcisSeeo4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-33-218.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Just wondering if anyl had actually played it yet cos im kinda talking to 
myself here. 


—-MESSAGE FILE 9314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08042 


—-MESSAGE FILE 9315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008043 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: 16 May 2002 16:23:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01lclfcf5$0c387c20$c692933e@pal-—s-—omnibook> 
References: <abmcisSeeo4@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv—-5-62-147-146-198.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I cant get it to work... 

Everything downloads fine, then The NY just does nothing after 'ցօ' (the 
screen stays with the brick wall)... 

Am I the only one? I was looking forward to the doubble turret mode : ( 
(tried several times) 


pal 


PS may I suggest that you put some version indication with your files (eg a 
readme)? I like to keep old releases and it's not easy when they all have 
the same title. 


-—-MESSAGE FILE 9315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08043 


—-MESSAGE FILE 9316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008044 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Invs - post-final release 

Date: 16 May 2002 16:50:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <Olclfcf8$ee487720$c692933e@pal—s—omnibook> 

References: <0O1lclf£9e2$53c30760$d695933e@pal—s-—omnibook> <3CE37ADA. 6C26A58D@peregrine 
. com> 

NNTP-Posting-Host: nas-cbv-5-62-147-146-198.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I knew the scoring would raise some comments :) 


Before answering, I'd like to let you all know that there's a 2nd 
post-final release available ^^ ... There's no noticeable difference this 
time however (and no auth code change). I also wrote a guide as several 


people suggested, let me know what you think of it (and please if you have 
the time point any mistakes or poor language) :) 


http://palpalpalpal.free.fr/Works/Videogames/Invs/ 


Now, about the swooping-bonus, I'll paste here the answer I made to 
hiscorer Peter Armstrong who pointed out this too in an email: 

<paste> 

I know this is a classical point in that game genre, but here I wanted the 
player to almost blindly *slaughter* enemies, and having the attacking 
enemies score more meant that the player spend some time just waiting to 
get a better score -- not good. In Galaga this idea works better because 
you have fewer shots (so you get to aim anyway) and the attackers are more 
annoying and each attack takes much more time. 
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btw you'll notice that a difference between the post-final and the 2nd 
post-final is that Prots no longer score 400 when attacking. 


> Only 10 points for those purple ones seems a bit steep though :) 


Hehe what's wrong with these purple things everyone is mad at :) 

I know they're both annoying and hard to shoot, but my point is that the 
player does try to shoot them anyway, even without any reward. Players who 
want to feel like they're uber-cool and stylish will just have to shoot 
them. I hope this works (well it works with me at least ;) )... 


I dont think that harder things must always provide explicit better 
rewards. Everyone bothers gathering coins in Mario-likes while you rarely 
run out of lives (and even then you don't really care). I'd bet most people 
(not the better players of course) dont even realise coins earn you lives 
(I know people who dont and are still attracted to them). And in DDR, you 
don't feel as good when you just get A as when you've moved your body 
elegantly - which the game doesn't even know about. 


Finally, shooting the purple's often means surviving them as a reward ;) 


However, there are still some rewards for skill in Invs... but they're 
perhaps not visible and numerous enough. 


> The invs you get in the warp area - does the score you get depend on the 
> number of shots it takes to kill them (sometimes I get 1500 (I think), 
> sometimes 0), or is it a "feature"? ;) 


I hope there's no such 'feature' left ;) . At least this one's intended. 
I'm sure if you play carefully you'll find out... 


pal 


PS thank you for your feedback! 


—-MESSAGE FILE 9316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08044 


—-MESSAGE FILE 9317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008045 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Thu, 16 May 2002 18:49:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ac0OrqeSoos2@www.netyaroze-europe. com> 

References: <abmcisSeeo4@www.netyaroze-europe.com> <O1lclfcf5$0c387c20$c692933e@pal-s 
-omnibook> 

NNTP-Posting-Host: host217-36-1-132.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I cant get it to work... 

Everything downloads fine, then The NY just does nothing after 'ցօ' (the 
screen stays with the brick wall)... 

Am I the only one? I was looking forward to the doubble turret mode : ( 
(tried several times) 


> 
> 
> 
> 
> 
> 


Ok so im guessing your using siocons? I have no way of testing siocons as im 
using XP and it being well... evil 

I know it works on PScomUtil however. Can no-one get it to work with 
siocons?! (gulp) 
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PS may I suggest that you put some version indication with your files (eg 


readme)? I like to keep old releases and it's not easy when they all have 
the same title. 


V V® v 


Ok, any later releases will start having numbers again :D 


Chris 


--MESSAGE FILE 9317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08045 


--MESSAGE FILE 9318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008046 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: 16 May 2002 18:56:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olclfd0a$6bd7£560$8897933e@pal—s—omnibook> 

References: <abmcisSeeo4@www.netyaroze-europe.com> <O1lclfcf5$0c387c20$c692933e@pal-s 
-omnibook> <ac0OrqeSoos2@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-6-62-147-151-136.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<acOrqeSoos2@www.netyaroze-europe.com>... 

> Ok so im guessing your using siocons? I have no way of testing siocons as 
im 

> using XP and it being well... evil 


Yes, I'm using Siocons : ( 


—-MESSAGE FILE 9318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08046 


—-MESSAGE FILE 9319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008047 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Thu, 16 May 2002 21:14:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <acl49qSoos3@www.netyaroze-europe. com> 

References: <abmcisSeeo4@www.netyaroze-europe.com> <O1lclfcf5$0c387c20$c692933e@pal-s 
-omnibook> <ac0rqeSoos2@www.netyaroze-europe.com> <01c1fd0a$6bd7f560$8897933e@pal-s- 
omnibook> 

NNTP-Posting-Host: host217-36-1-132.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ah, ok. Does anyone know what sort of thing's could cause siocons to stop 
like this so that i can try to fix it? I have no way of testing it. 

Would i get the same effect from minicons? if so where do i get it and how 
do i set it up? 

Chris 


—-MESSAGE FILE 9319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08047 


—-MESSAGE FILE 9320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008048 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Thu, 16 May 2002 22:44:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <acl9igSoos4@www.netyaroze-europe. com> 
References: <abmcisSeeo4@www.netyaroze-europe.com> <ac0OjrjSoosl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Chris 
I will take a look tomorrow. 
Derek 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:ac0OjrjSoosl@www.netyaroze-europe.com... 

> Just wondering if anyl had actually played it yet cos im kinda talking to 
> myself here. 

> 

> 


—-MESSAGE FILE 9320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08048 


—-MESSAGE FILE 9321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008049 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Thu, 16 May 2002 23:41:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <aclcsgSoos5@www.netyaroze-europe. com> 

References: <abmcisSeeo4@www.netyaroze-europe.com> <ac0jrjSoosl@www.netyaroze-europe 
.com> <acl9igSoos4@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


It took me ages to find this thread again ;) 


Just had a few goes. Nice work. It may be a good idea to decrease the 
analog stick sensitivity just a tad for those with slightly crap old dual 
shock pads. Otherwise the turret tends to wobble about a bit. 


http://www.netyaroze-europe.com/~mrfrosty/oldpages/yze_resource/yar_analogue 
_sticks. html 


I tried out your score submission page too. But when I tried to submit a 
higher score, it told me my old score was batter 


score 8636 
code nox49ee4jafé 


Derek 
"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 


news:acl9igSoos4@www.netyaroze-europe.com... 
> Hi Chris 
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> 
> I will take a look tomorrow. 

> 

> Derek 

> 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 
> news:ac0jrjSoosl@www.netyaroze-europe.com... 

> > Just wondering if anyl had actually played it yet cos im kinda talking 
to 

> > myself here. 

>> 

>> 

> 

> 


—-MESSAGE FILE 9321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08049 


-—-MESSAGE FILE 9322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008050 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown 

Date: Fri, 17 May 2002 22:07:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ac3rpv$S681@www.netyaroze-europe. com> 

References: <abmcisSeeo4@www.netyaroze-europe.com> <ac0OjrjSoosl@www.netyaroze-europe 
.com> <acl9igSoos4@www.netyaroze-europe.com> <aclcsgSoos5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-83-54.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ok, i cjanged your score on the table bu i couldnt convert your hit ratio im 
guessing you wrote it down wrong so i'll try and edit the font a bit. 

Any comments on the other modes and anything that could make it? i want to 
make it as good as i can! 

Cheers 

Chris 


—-MESSAGE FILE 9322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08050 


—-MESSAGE FILE 9323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0008051 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #85 

Date: Sat, 18 May 2002 11:11:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 184 

Message-ID: <ac59n0S682@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="—-—-—--=_NextPart_000_0040_01C1FE5C.BFEFE1A0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


This is a multi-part message in MIME format. 


=== s= =_NextPart_000_0040_01C1FE5C.BFEFE1AO 
Content-Type: text/plain; 
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charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


New this month is Team Parc's multiplayer masterpiece, and "simply = 
excellent", Down. DEnnis et al will be pleased I'm sure. On the disc 
again are Rob Swan's Adventure game, and Opera of Destruction by James 
Pretorius.=20 

=20 

Here's hoping Timeslip and Decaying Orbit can be repeated at some point. 


85 Down 
Opera Of Destruction 
Adventure Game=20 


84 Shroud 
A Dog's Tail 
Sam The BoulderMan 

=20 

83 Total Soccer 
Haunted Maze=20 
Sphere 


82 Robot Ron 
Yarozians 
Rocks'n'Gems 


81 The Super Bub Contest=20 


80 --20 
79 Mah Jongg=20 
78 --20 
=20 
77 Net Yaroze Special: 
=20 


Adventure Game 
Blockz 

Opera of Destruction 
Pandora's Box 

Pssst 

Rocks 'n'Gems 
Snowball Fight 

The Super Bub Contest 
Surf Game 

Technical Demo 
Yaroze Rally 


49 Tanx 
Decaying Orbit 


48 Time Slip 
Opera of Destruction 


47 -»-20 

46 Video Poker Simulator=20 

45 Pandora's Box=20 

44 Adventure Game=20 

43 The Super Bub Contest=20 
=20 

42 Yaroze Hall Of Fame: 


Between The Eyes 
Blitter Boy 
Bouncer 2 

Clone 
Gravitation v1.3 
Mah Jongg 
Haunted Maze 
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Pushy IIb 

Psychon 

Hover Car Racing 

The Incredible Coneman 
Rocks 'n'Gems 

Terra Incognita Int. 
Total Soccer 


41 Total Soccer=20 
40 Blitter Boy=20 
39 Mah Jongg=20 

38 Haunted Maze=20 


=20 
37 Psychon 
Pushy IIb 
36 --20 


35 Hover Car Racing=20 

34 Gravitation v1l.1=20 

33 Rocks'n'Gems=20 

32 The Incredible Coneman=20 
31 Terra Incognita Int.=20 
30 Bouncer 2=20 

29 -=20 

28 A Dog Tail=20 

27 Clone=20 

26 Between The Eyes=20 


Sopa =_NextPart_000_0040_01C1FE5C.BFEFE1A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 6.00.2715.400" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY><FONT face=3DArial size=3D2>New this month is Team Parc's = 
multiplayer=20 

masterpiece, and "simply excellent", Down.&nbsp; DEnnis et al will be = 
pleased=20 

I'm sure.&nbsp; On the disc again are Rob Swan's Adventure game, and = 
Opera of=20 

Destruction by James Pretorius. <BR>&nbsp;<BR>Here's hoping Timeslip and = 


Decaying Orbité&nbsp;can be&nbsp; repeated at some=20 

point .<BR>&nbsp; <BR>Derek<BR>énbsp; <BR><FONT=20 

face=3D"Courier New">énbsp; <BR>&nbsp; <BR>85énbsp; = 
Down<BR>énbsp; &énbsp; &nbsp; Opera=20 

Of Destruction<BR>énbsp; énbsp; &nbsp; Adventure Game = 

<BR>énbsp; <BR>84&nbsp; =20 

Shroud<BR>&nbsp; &nbsp; &nbsp; A Dog's Tail<BR>&nbsp; &nbsp; &nbsp; Sam The=20 
BoulderMan<BR>&nbsp; <BR>83&nbsp; Total Soccer<BR>&nbsp; &nbsp; &nbsp; = 
Haunted Maze=20 

<BR>é&nbsp; énbsp; &nbsp; Sphere<BR><BR>82é&nbsp; Robot = 
Ron<BR>é&nbsp; &nbsp; &nbsp; =20 

Yarozians<BR>énbsp; énbsp; énbsp; Rocks'n'Gems<BR><BR>81é&nbsp; The Super 
Bub=20 
Contest <BR>80&nbsp; - <BR>79&nbsp; Mah Jongg <BR>78énbsp; -=20 
<BR>&nbsp; &nbsp; &nbsp; <BR>77&nbsp; Net Yaroze=20 
Special:<BR>é&nbsp; <BR>&nbsp; &nbsp; &nbsp; Adventure = 
Game<BR>&nbsp; &nbsp; énbsp; =20 

Blockz<BR>énbsp; énbsp; &énbsp; Opera of Destruction<BR>énbsp; énbsp; &énbsp; =20 
Pandora's Box<BR>&nbsp; énbsp; énbsp; Pssst<BR>&énbsp; énbsp; &énbsp; =20 
Rocks'n'Gems<BR>&nbsp; énbsp; énbsp; Snowball Fight<BR>&nbsp; &nbsp; &nbsp; = 
The=20 
Super Bub Contest<BR>é&nbsp; énbsp; &énbsp; Surf Game<BR>é&nbsp; &nbsp; &nbsp; =20 
Technical Demo<BR>énbsp; &énbsp; &nbsp; Yaroze Rally<BR>&nbsp;<BR>. .=20 
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.<BR><BR>49&nbsp; Tanx<BR>énbsp; &énbsp; &nbsp; Decaying = 
Orbit<BR><BR>48é&nbsp; Time=20 

Slip<BR>é&nbsp; énbsp; &énbsp; Opera of = 

Destruction<BR>&nbsp; <BR><BR>47énbsp; --20 

<BR>46&nbsp; Video Poker Simulator <BR>45é&énbsp; Pandora's Box = 
<BR>44énbsp; =20 

Adventure Game <BR>43&nbsp; The Super Bub Contest <BR>&nbsp; &nbsp; &nbsp; 


<BR>42énbsp; Yaroze Hall Of Fame:<BR>&nbsp; <BR>&énbsp; &nbsp; &nbsp; = 
Between The=20 

Eyes<BR>énbsp; &nbsp; &nbsp; Blitter Boy<BR>&nbsp; &nbsp; &nbsp; Bouncer=20 
2<BR>énbsp; énbsp; &nbsp; Clone<BR>&nbsp; énbsp; énbsp; Gravitation=20 
vl.3<BR>&nbsp; &nbsp; &nbsp; Mah Jongg<BR>énbsp; &nbsp; &nbsp; Haunted=20 
Maze<BR>énbsp; énbsp; énbsp; Pushy IIb<BR>é&nbsp; &nbsp; &nbsp; =20 
Psychon<BR>&nbsp; énbsp; énbsp; Hover Car Racing<BR>é&nbsp; &nbsp; &nbsp; The 


Incredible Coneman<BR>é&nbsp; énbsp; &énbsp; = 

Rocks 'n'Gems<BR>énbsp; énbsp; &énbsp; =20 

Terra Incognita Int.<BR>é&nbsp; &nbsp; &nbsp; Total Soccer<BR><BR>41lénbsp; 
Total=20 

Soccer <BR>40énbsp; Blitter Boy <BR>39&nbsp; Mah Jongg <BR>38&nbsp; 
Haunted Maze=20 

<BR>&nbsp; &nbsp; &nbsp; <BR>37&nbsp; Psychon<BR>énbsp; énbsp; &nbsp; Pushy=20 
IIb<BR><BR>36&nbsp; - <BR>35&nbsp; Hover Car Racing <BR>34&nbsp; 
Gravitation=20 

v1.1 <BR>33&nbsp; Rocks'n'Gems <BR>32&nbsp; The Incredible Coneman = 
<BR>31é&nbsp; =20 

Terra Incognita Int. <BR>30&nbsp; Bouncer 2 <BR>29&nbsp; - <BR>28é&nbsp; 
A Dog=20 

Tail <BR>27énbsp; Clone <BR>26&nbsp; Between The Eyes=20 
<BR><BR></FONT></FONT></BODY></HTML> 


Sos =_NextPart_000_0040_01C1FE5C.BFEFE1A0-- 


-—-MESSAGE FILE 9323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08051 


—-MESSAGE FILE 9324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008052 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: Tue, 21 May 2002 00:15:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <accOdmS$4iol@www.netyaroze-europe. com> 
References: <ac59n0S682@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


OPSM #85 p. 91: Yaroze Games 
http://www.dasi.pwp.blueyonder.co.uk/ftp/down.jpg [516 KB] 


—-MESSAGE FILE 9324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08052 


—-MESSAGE FILE 9325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008053 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: Tue, 21 May 2002 21:31:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <aceb68S8hgl@www.netyaroze-europe. com> 
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References: <ac59n0S682@www.netyaroze-europe. com> 
NNTP-Posting—Host: modem-1100.beedrill.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


What are the rules for OPSM? 
Could I for example submit a remake? 


Nigel 


-—-MESSAGE FILE 9325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08053 


—-MESSAGE FILE 9326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008054 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: Tue, 21 May 2002 21:56:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3CEAB46C.1080904@talk21.com> 

References: <ac59n0S682@www.netyaroze-europe.com> <aceb68S$8hgl@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: m4-mpl-cvxlc.pop.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rc2) Gecko/2002051 
0 

X-Accept—-Language: en, en-us 


Nigel Critten wrote: 
> What are the rules for OPSM? 
> 
Could I for example submit a remake? 


> 
> 
> Nigel 
> 
> 


Nigel, 


You can submit a remake so long as it doesn't use original artwork, 
code, music samples et al that would infringe copyright. 

An example would be Ben James' Defender, it appeared on OPSM as Shroud. 
The gfx, code and sfx were all Ben's own work. 

Upon submission we will review the game to ensure no copyrights have 
been infringed upon. Should any problems occur we would get back to you 
with a list of problems and suggested changes. 


Later 
James @ SCEE 
ps_yaroze@scee.net 


—-MESSAGE FILE 9326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08054 


—-MESSAGE FILE 9327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008055 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: Tue, 21 May 2002 23:23:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 38 

Message-ID: <acehp6S$8hg2@www.netyaroze-europe. com> 

References: <ac5S9n0S$682@www.netyaroze-europe.com> <aceb68S$8hgl@www.netyaroze-europe. 
com> <3CEAB46C.1080904@talk21.com> 

NNTP-Posting-Host: modem-275.awesome.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Thanks James, 


That should be fine because everything is being redrawn and new music 
written, the code is all new because the idea is coming from an obscure 
Commodore 64 game. 


I'll tidy things up and submit it. Hmmm stupid question where do I submit it 
>) 


Nigel 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news : 3CEAB46C.1080904@talk21.com... 
> Nigel Critten wrote: 
> What are the rules for OPSM? 
> 
Could I for example submit a remake? 


> 
> 
> Nigel 
> 
> 


Nigel, 


You can submit a remake so long as it doesn't use original artwork, 
code, music samples et al that would infringe copyright. 

An example would be Ben James' Defender, it appeared on OPSM as Shroud. 
The gfx, code and sfx were all Ben's own work. 

Upon submission we will review the game to ensure no copyrights have 
been infringed upon. Should any problems occur we would get back to you 
with a list of problems and suggested changes. 


Later 
James @ SCEE 
ps_yaroze@scee.net 


VVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 9327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08055 


-—-MESSAGE FILE 9328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008056 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: Tue, 21 May 2002 23:33:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <3CEACB21.8000508@talk21.com> 

References: <ac59n0S682@www.netyaroze-europe.com> <aceb68S8hgl@www.netyaroze-europe. 
com> <3CEAB46C.1080904@talk21.com> <acehp6$8hg2@www.netyaroze-europe. com> 
NNTP-Posting-Host: ml0-mpl-cvxlc.pop.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rc2) Gecko/2002051 
0 

X-Accept—-Language: en, en-us 


Nigel Critten wrote: 
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> Thanks James, 

> 

> That should be fine because everything is being redrawn and new music 
> written, the code is all new because the idea is coming from an obscure 
> Commodore 64 game. 

> 

> I'll tidy things up and submit it. Hmmm stupid question where do I submit it 
> :) 

> 

> Nigel 

> 

> "James Burns" <james.w.burns@talk21.com> wrote in message 

> news: 3CEAB46C.1080904@talk21.com... 

> 

>>Nigel Critten wrote: 

>> 

>>>What are the rules for OPSM? 

>>> 

>>>Could I for example submit a remake? 

>>> 

>>>Nigel 

>>> 

>>> 

>> 

>>Nigel, 

>> 


>>You can submit a remake so long as it doesn't use original artwork, 
>>code, music samples et al that would infringe copyright. 

>>An example would be Ben James' Defender, it appeared on OPSM as Shroud. 
>>The gfx, code and sfx were all Ben's own work. 

>>Upon submission we will review the game to ensure no copyrights have 
>>been infringed upon. Should any problems occur we would get back to you 
>>with a list of problems and suggested changes. 

>> 

>>Later 

>>James @ SCEE 

>>ps_yaroze@scee.net 

>> 

> 

> 

> 


Nigel, 


You can post it onto the newsgroup if you want, or send it to my direct 
address James_Burns@scee.net I would recommend a following email just in 
case our email server stops it coming through due to the attachment. 


Later 
James 


-—-MESSAGE FILE 9328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08056 


—-MESSAGE FILE 9329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008057 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: 22 May 2002 08:18:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01c2016854b99ea80$3c8b933e@pal-—s-—omnibook> 

References: <ac59n0S682@www.netyaroze-europe.com> <aceb68S$8hgl@www.netyaroze-europe. 
com> <3CEAB46C.1080904@talk21.com> <acehp6$8hg2@www.netyaroze-europe.com> <3CEACB21. 
8000508@talk21.com> 

NNTP-Posting-Host: nas-—cbv-3-62-147-139-60.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Burns <james.w.burns@talk21.com> wrote in article 
<3CEACB21.8000508@talk21.com>... 
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> You can post it onto the newsgroup if you want, or send it to my direct 
> address James_Burns@scee.net 


Hi James, 

did you receive my emails about Invs and OPSM? As I didn't receive any 
reply, I'm worried I may have done something wrong... (that's why I'm 
posting here, sorry about that) 


pal 


—-MESSAGE FILE 9329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08057 


—-MESSAGE FILE 9330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008058 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux 

Date: Wed, 22 May 2002 09:16:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3CEB53DB.1080108@shand.org.uk> 

NNTP-Posting-Host: modem-3055.lemur.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rcl) Gecko/2002041 
7 

X-Accept—-Language: en-us, en 


Hi All, 

Well the official kit is on sale.... 

Buy it at http://www.linuxplay.com/ 

Looks like we Yaroze owners don't get anything 'special' oh well. 


Bob 
bob@shand.org.uk 


-—-MESSAGE FILE 9330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08058 


—-MESSAGE FILE 9331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008059 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: Wed, 22 May 2002 10:07:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <acfnf8$8hg3@www.netyaroze-europe. com> 

References: <ac59n0S682@www.netyaroze-europe.com> <aceb68S$8hgl@www.netyaroze-europe. 
com> <3CEAB46C.1080904@talk21.com> <acehp6$8hg2@www.netyaroze-europe.com> <3CEACB21. 
8000508@talk21.com> <01c20168$4b99ea80S3c8b933e@pal—s-—omnibook> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Pal, 


Sorry I forgot to reply to your email. 

The submitted game must follow the TRC 

(http: //www.netyaroze-europe.com/yaroze/docs/yartrcl10.htm) 

It is optional for you to include the yaroze start up screens. 
If you have any other questions, I'll be here ;) 
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Later 
James 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01¢20168$4b99ea80$3c8b933e@pal—s-—omnibook... 

> James Burns <james.w.burns@talk21.com> wrote in article 
<3CEACB21.8000508@talk21.com>... 

> You can post it onto the newsgroup if you want, or send it to my direct 
> address James_Burns@scee.net 


Hi James, 

did you receive my emails about Invs and OPSM? As I didn't receive any 
reply, I'm worried I may have done something wrong... (that's why I'm 
posting here, sorry about that) 


pal 


VVVVVVVVV VV 
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—-MESSAGE FILE 9331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08059 


-—-MESSAGE FILE 9332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008060 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Wed, 22 May 2002 10:17:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <acfobiS8hg4@www.netyaroze-europe. com> 
References: <3CEB53DB.1080108@shand.org.uk> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I'd still wait to hear the official word before jumping in. They must be 
planning something, otherwise why go to the bother of creating the webpage 
survey? Didn't they also almost guarantee that we would be getting some 
kind of discount (my frickin outlook keeps deleting posts so I can't find 
it)? 


Warren 


"Bob Shand" <bob@shand.org.uk> wrote in message 
news : 3CEB53DB.1080108@shand.org.uk... 


> Hi All, 

> 

> Well the official kit is on sale.... 
> 

> Buy it at http://www.linuxplay.com/ 
> 

> Looks like we Yaroze owners don't get anything 'special' oh well. 
> 

> Bob 

> bob@shand.org.uk 

> 


—-MESSAGE FILE 9332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08060 
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-—-MESSAGE FILE 9333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008061 

Path: chuka.playstation.co.uk!news 

From: James Burns <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Wed, 22 May 2002 10:26:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <3CEB6429.4010903@scee.net> 

References: <3CEB53DB.1080108@shand.org.uk> <acfobiS8hg4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.0rc2) Gecko/2002051 
0 

X-Accept—-Language: en-us, en 


Warren Khan wrote: 


> I'd still wait to hear the official word before jumping in. They must be 
> planning something, otherwise why go to the bother of creating the webpage 
> survey? Didn't they also almost guarantee that we would be getting some 
> kind of discount (my frickin outlook keeps deleting posts so I can't find 
> it)? 

> 

> Warren 

> 

> 

> 

> 

> 

> 

> "Bob Shand" <bob@shand.org.uk> wrote in message 

> news: 3CEB53DB.1080108@shand.org.uk... 

> 

>>Hi All, 

>> 

>>Well the official kit is on sale.... 

>> 

>>Buy it at http://www. linuxplay.com/ 

>> 


>>Looks like we Yaroze owners don't get anything 'special' oh well. 
>> 

>>Bob 

>>bob@shand.org.uk 

>> 

> 

> 

> 


Hi guys, 
I'm trying to find out what the situation is. 


Later 
James 


—-MESSAGE FILE 9333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08061 


—-MESSAGE FILE 9334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008062 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #85 

Date: 22 May 2002 12:35:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
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Message-ID: <01c2018c$3b8ada40$3c8b933e@pal-—s-—omnibook> 

References: <ac59n0S682@www.netyaroze-europe.com> <aceb68S$8hgl@www.netyaroze-europe. 
com> <3CEAB46C.1080904@talk21.com> <acehp6$8hg2@www.netyaroze-europe.com> <3CEACB21. 
8000508@talk21.com> <01c20168$4b99ea80S3c8b933e@pal—s-—omnibook> <acfnf8$8hg3@www.net 
yaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-2-62-147-135-210.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Burns <James_Burns@scee.net> wrote in article 
<acfnf8$8hg3@www.netyaroze-europe.com>... 
> The submitted game must follow the TRC 


Invs follows all requirements and most recommendations. 
(just in case it's not obvious) I'd be very happy if it were to feature on 
the OPSM coverdisk :) 


—-MESSAGE FILE 9334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08062 


-—-MESSAGE FILE 9335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008063 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Wed, 22 May 2002 16:39:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <acgentS8hg5@www.netyaroze-europe. com> 

References: <3CEB53DB.1080108@shand.org.uk> <acfobiS8hg4@www.netyaroze-europe.com> Հ 
3CEB6429.4010903@scee.net> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


No news? 
Could we order one of the website and then cancel later (IF we get an 
offer from SCEE)? 


Warren 


Hi guys, 
I'm trying to find out what the situation is. 


Later 
James 


VVVVVVV 


—-MESSAGE FILE 9335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08063 


—-MESSAGE FILE 9336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008064 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux Kit 

Date: Wed, 22 May 2002 18:11:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <acgjs6S$8hg6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


It's out today, and we can buy it now, and I was just going to, but 
then I remembered there might be an offer for Yaroze members. Is there 
any update on the discount/offer? Has anything been decided? If so, 
how do I get it? 


Cheers, 
Rikki 


PS. I just realised, I changed e-mail address ages ago, but I don't 
think I forwarded my new address to Net Yaroze. How do I tell them I 
changed e-mail address? Cheers. 


—-MESSAGE FILE 9336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08064 


-—-MESSAGE FILE 9337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008065 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Wed, 22 May 2002 18:54:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <acgmbtS$8hg7@www.netyaroze-europe. com> 
References: <3CEB53DB.1080108@shand.org.uk> 
NNTP-Posting-Host: modem-191.aerodactyl.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I like the look of that price, I was expecting it to be more than that. 


Nigel 


-—-MESSAGE FILE 9337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08065 


—-MESSAGE FILE 9338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008066 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Kit 

Date: Thu, 23 May 2002 00:26:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <ach9pk$b2o01@www.netyaroze-europe.com> 
References: <acgjs6S$8hg6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'm beginning to regret signing up to that wretched mailing list 
Derek 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:acgjs6S$8hg6@www.netyaroze-europe.com... 

> It's out today, and we can buy it now, and I was just going to, but 

> then I remembered there might be an offer for Yaroze members. Is there 
> any update on the discount/offer? Has anything been decided? If so, 
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how do I get it? 


Cheers, 
Rikki 


PS. I just realised, I changed e-mail address ages ago, but I don't 
think I forwarded my new address to Net Yaroze. How do I tell them I 
changed e-mail address? Cheers. 


VVVVVVVV VV 


—-MESSAGE FILE 9338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08066 


—-MESSAGE FILE 9339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008067 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Kit 

Date: Thu, 23 May 2002 11:36:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <acih37Sb202@www.netyaroze-europe. com> 

References: <acgjs6S8hg6@www.netyaroze-europe.com> <ach9pkSb2o01l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Phew. I'm glad that's over. 


Bit of a pain not being able to order the kit in case there's a discount 
available to us. 


Derek 

"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: ach9pk$b2o01l@www.netyaroze-europe.com... 

> I'm beginning to regret signing up to that wretched mailing list 
Derek 

"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 


news:acgjs6S$8hg6@www.netyaroze-europe.com... 
> It's out today, and we can buy it now, and I was just going to, but 


then I remembered there might be an offer for Yaroze members. Is there 
any update on the discount/offer? Has anything been decided? If so, 
how do I get it? 

Cheers, 

Rikki 


PS. I just realised, I changed e-mail address ages ago, but I don't 
think I forwarded my new address to Net Yaroze. How do I tell them I 
changed e-mail address? Cheers. 


VVVVVVVVVVVVVV VV VV VV 
VVVVVVVVVV VV 


-—-MESSAGE FILE 9339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08067 


—-MESSAGE FILE 9340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008068 
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Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 12:13:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <acijhn$b203@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I am waiting. 


—-MESSAGE FILE 9340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08068 


—-MESSAGE FILE 9341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008069 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Query through Interactive Ideas for yaroze owners is negative... 
Date: Thu, 23 May 2002 13:49:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3cecf2df.537036527@www.netyaroze-europe. com> 
NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


Just though I'd drop Interactive an email querying whether they had 
special instructions, but it appears not. 

Subject: Re: query on existing net yaroze owners ordering PS2 Linux 
Dear Mr. Dickman 

Please order now via the website - I have no info for special 
discounts. 

Regards 

Grahame R. Fernback, Operations Director 

ERSS Original Message ----- 

Subject: query on existing net yaroze owners ordering PS2 Linux 
Hi; 


Do you have any word from Sony about existing Net Yaroze owners 
having any special deal, or should we order from you now? 


Regards, 
Mark Dickman 


member elenisys on Net Yaroze 


VVVVVVVVVVV VV VV 


—-MESSAGE FILE 9341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08069 


—-MESSAGE FILE 9342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008070 
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Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 16:06:23 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <acitbh$b204@www.netyaroze-europe. com> 
References: <acijhnS$b2o03@www.netyaroze-europe. com> 
NNTP-Posting-Host: p445-18.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I'm also waiting. I've got too much to do at work and if I ever get home 
I'll want to catch some of those precious rays from the sun, not wonder why 
the VU1 is choking on my feeble assembly skills. Besides, I still have to 
finish my first Yaroze game ; ) ( Two player, dual analog controlled 
icehockey ) 

Anyway, Sarahe seemed to indicate that as long as there was demand they 
would be shipping kits. At least that was what I gathered from her replies 
to some anxious posts over at www.playstation2-linux.com 


Mark 


—-MESSAGE FILE 9342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08070 


—-MESSAGE FILE 9343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008071 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: 23 May 2002 14:32:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c20265$c4467720$2b77933e@pal-—s-—omnibook> 

References: <acijhnSb203@www.netyaroze-europe.com> 

NNTP-Posting-Host: nas-cbv-11-62-147-119-43.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I think I'm going to order the kit soon. I wouldn't want to be caught if 
there are not enough of them. Anyway, I think we should let Sony breathe a 
little with that discount stuff. After all, weren't we all happy with our 
black boxes and aren't we going to buy the Linux kit anyway? A discount 
would have been nice of course, but it's not so important is it? Let's go 
back coding! 


pal 


—-MESSAGE FILE 9343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08071 


—-MESSAGE FILE 9344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008072 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 17:25:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <acj5h1Sb205@www.netyaroze-europe. com> 

References: <acijhnS$b2o03@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:acijhnS$b203@www.netyaroze-europe.com... 
> I am waiting. 


BIW, everyone, I e-mailed the Linux site about a discount, and they 
said there's no discount, but they said I will receive a special offer 
from Sony shortly after delivery. They didn't say what, so I replied 
to ask what it was. I couldn't think what it could be at all, but I 
just thought, I reckon it might be a discount on another hard drive 
for use with games (as I understand that you cannot use the Linux HDD 


for games) - hoping for a 50-57% discount if anyone's listening ;-) 
չ-) 

Cheers, 

Rikki 


—-MESSAGE FILE 9344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08072 


—-MESSAGE FILE 9345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008073 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 17:38:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <acj6j1Sb206@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acj5h1$b205@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


2 Hard drives? 
Where would you put them ? 


A bigger harddrive and the Jap dual format disk thingy so we could play 
SOCOM and FF++ would be good. The Davs800 system would be good - just so I 
can take the PS2 from under the TV. I hope it's not a giant penguin. 


Anyhoo, I convinced myself we're not getting a discount so I'm £191.47 
lighter. 


Warren 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:acj5h1$b205@www.netyaroze-europe.com... 


<loads of stuff> 


—-MESSAGE FILE 9345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08073 


—-MESSAGE FILE 9346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008074 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 18:11:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <acj87nSb207@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acj5h1$b205@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


A memory card would be nice since linux requires one. I'm holding off 
ordering one until we get some concrete information either way. 


I think Paul Holman was The Man From Sony looking into the possibility of a 
discount for yarozers. Has anyone tried contacting him? 


Derek ;-) 
"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 


news:acj5h1$b205@www.netyaroze-europe.com... 
> "Warren Khan" <warren@nelson.demon.co.uk> wrote in message 


> news:acijhnSb203@www.netyaroze-europe.com... 

> > I am waiting. 

> 

> BIW, everyone, I e-mailed the Linux site about a discount, and they 

> said there's no discount, but they said I will receive a special offer 
> from Sony shortly after delivery. They didn't say what, so I replied 
> to ask what it was. I couldn't think what it could be at all, but I 

> just thought, I reckon it might be a discount on another hard drive 

> for use with games (as I understand that you cannot use the Linux HDD 
> for games) - hoping for a 50-57% discount if anyone's listening ;-) 

> 77) 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08074 


—-MESSAGE FILE 9347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008075 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Kit 

Date: Thu, 23 May 2002 15:23:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <acjfjbSb208@www.netyaroze-europe.com> 

References: <acgjs6S$8hg6@www.netyaroze-europe.com> <ach9pk$b2o0l1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-2502.lynx.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


gaz 


Derek da Silva wrote in message 

>I'm beginning to regret signing up to that wretched mailing list 
> 

>Derek 

> 

>"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
>news:acgjs6S$8hg6@www.netyaroze-europe.com... 
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>> It's out today, and we can buy it now, and I was just going to, but 
>> then I remembered there might be an offer for Yaroze members. Is there 
>> any update on the discount/offer? Has anything been decided? If so, 
>> how do I get it? 

>> 

>> Cheers, 

>> Rikki 

>> 

>> PS. I just realised, I changed e-mail address ages ago, but I don't 
>> think I forwarded my new address to Net Yaroze. How do I tell them I 
>> changed e-mail address? Cheers. 


—-MESSAGE FILE 9347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08075 


-—-MESSAGE FILE 9348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008076 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 22:37:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <acjnqt$b209@www.netyaroze-europe. com> 

References: <acijhnSb2o03@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-1223.abra.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I'm waiting a while but not long, I've got so many things on and I'd like to 
finish my Yaroze game first, but it wouldn't hurt to have it sitting there 
waiting for me all ready to go. 


Nigel 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:acijhnS$b203@www.netyaroze-europe.com... 

> I am waiting. 

> 

> 


-—-MESSAGE FILE 9348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08076 


—-MESSAGE FILE 9349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008077 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Thu, 23 May 2002 23:14:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <acjps8$b2010@www.netyaroze-europe.com> 

References: <acijhnS$b2o03@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 
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I have ordered, 


But as far as Interactive Ideas go - they were totally unprepared for the 
demand and do not have an automatic credit card authorisation system so 
everything is done by FAX. 


It takes 24 hours just to autho your card. 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:acijhn$b203@www.netyaroze-europe.com... 

> I am waiting. 

> 

> 


—-MESSAGE FILE 9349 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08077 


-—-MESSAGE FILE 9350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008078 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Fri, 24 May 2002 08:40:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <3cedfc53.604992002@www.netyaroze-europe. com> 

References: <acijhnS$b2o03@www.netyaroze-europe. com> 

NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


Ordered mine this morning. 


Mark 
—-MESSAGE FILE 9350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08078 


-—-MESSAGE FILE 9351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008079 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Great PS1 opportunities! 

Date: Fri, 24 May 2002 12:22:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <acl84e$b2011@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-6-89-38.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi All, 


A company called Ignition are looking for psl coders to convert over some 

GBA titles to the psx. They have a top deal lined up ready to go, all they 
need are the coders - this will also set the company up to go next-gen, so 
you guys will have a great chance here. 


Most of the initial work will be 2D psx stuff, possibly some 3D work if we 
get the right people for it. The job may or may not require relocating 

(depending on the situation), but it is full time and a full wage will be 
offered. 


Also, concepts and decent games will possibly be purchased for release as 
part of this deal. 
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The MD is fully aware of the Yaroze and the people participated, so you guys 
will be in with a great chance of getting the work :-) 


Mail me, or reply here to get the details and to ask questions about the 
work! 


Marc. 


—-MESSAGE FILE 9351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08079 


-—-MESSAGE FILE 9352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008080 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Fri, 24 May 2002 19:18:18 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <aclsv9Set11@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <3cedfc53.604992002@www.netyaroze 
-europe .com> 

NNTP-Posting-Host: p415-085.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Somehow about 200 quid was deducted from my bank account. Guess I'll 
call in sick the next two weeks while I wait for the UPS guy/girl. I'm still 
going to finish that Yaroze game though. 


Mark O. 


--MESSAGE FILE 9352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08080 


—-MESSAGE FILE 9353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008081 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Fri, 24 May 2002 19:18:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <acm0grSet12@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acjps8$b2010@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: modem-393.barrelled.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Thats a bit of a bugger... no FAX : ( 
Nigel 
"Kenny Millar" <yaroze@ntlworld.com> wrote in message 


news:acjps8$b2010@www.netyaroze-europe.com... 
> I have ordered, 
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> 

> But as far as Interactive Ideas go - they were totally unprepared for the 
> demand and do not have an automatic credit card authorisation system so 
> everything is done by FAX. 

> 

> It takes 24 hours just to autho your card. 

> 

> "Warren Khan" <warren@nelson.demon.co.uk> wrote in message 

> news:acijhnSb203@www.netyaroze-europe.com... 

> > I am waiting. 

>> 

>> 

> 

> 


--MESSAGE FILE 9353 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08081 


-—-MESSAGE FILE 9354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008082 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PSOne Dev Kits 

Date: Sat, 25 May 2002 16:54:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <acocf3Set13@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-770.awesome.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi, 


Does anyone know if the PSOne dev kits are cheaper now with everyone now 
writing for the PS2? 


I've written a game for a PC publisher and they are interested in getting it 
on the PSOne but they don't want to spend a lot of money doing it, I could 
write it on the Yaroze but in the end they are going to need a dev kit to 
get it through Sony testing. 


Any ideas? 


Nigel 


—-MESSAGE FILE 9354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08082 


—-MESSAGE FILE 9355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008083 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Sat, 25 May 2002 19:30:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <acoljlSet14@www.netyaroze-europe. com> 

References: <acijhnS$b2o03@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-211.abra.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Me thinks I'll order one when I have a bit more money :) 
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I have rent to pay on a house I'm not living in over the summer, 

just coz thats the terms. I'm not that bothered really. I havn't even 
got a PS2 yet but I expect I'll get one in the next year or so, when the 
price comes down a bit. The Game Cube (though not programmable) 

seems a lot more of an enticing offer to me. 


Needless to say though I'll get one and a PS2 Linux kit soon after it not 
stright away. I just hope that they keep pumping out PS2 Linux Kits for 

a while so that I can get one 6-9 months down the line. If this is not the 
case 

then I suppose I'll have to shell out for one sooner. 


Max 


"Warren Khan" <warren@nelson.demon.co.uk> wrote in message 
news:acijhn$b203@www.netyaroze-europe.com... 

> I am waiting. 

> 

> 


—-MESSAGE FILE 9355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08083 


-—-MESSAGE FILE 9356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008084 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: walking up tiles 

Date: Sat, 25 May 2002 20:02:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <aconi3Set15@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-773.duckdive.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi, 


Quick question, I've just started a new tile based game, scolling maps and 
all that, all the ones I''ve done in the past have always been blocks so 
I've never had to worry about running up hills sliding down them etc. the 
way I've seen discused in the past is to have a second map with black and 
white versions of the tiles, white being solid, so I look ahead to see what 
is coming up if the pixel is white I would need to look up a pixel to see if 
the next one is white, is there an easier way of doing it, can anyone point 
me in the direction of an online tutorial or article on this? 


Cheers 
Nigel 


—-MESSAGE FILE 9356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08084 


-—-MESSAGE FILE 9357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008085 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Sat, 25 May 2002 21:19:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <acorvvSet16é@www.netyaroze-europe. com> 
References: <aconi3Set15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-36-21-251.in-addr.btopenworld.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


is it a 2D or 3D game? (probably a stupid question but i dont know if 3D had 
tiles or not..) 


--MESSAGE FILE 9357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08085 


-—-MESSAGE FILE 9358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008086 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Sat, 25 May 2002 21:20:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <acoslpSet17@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acoljlSet14@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-36-21-251.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I should be ordering 1 soon.. 
what do we do about monitors though? 
Chris 


—-MESSAGE FILE 9358 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08086 


—-MESSAGE FILE 9359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008087 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Sat, 25 May 2002 23:31:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <acp3n7Set18@www.netyaroze-europe. com> 

References: <aconi3Set15@www.netyaroze-europe.com> <acorvvSet16@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-—810.awesome.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


yep its a 2D game, as I say I normally just have square blocks for levels, 
like bubble bobble, rainbow islands etc, but this time I wanted to have 
sloping tiles that you can walk up or slide down if they are steep or 
slipery, I can easily detect if the tile is grass, ice, mud or whatever just 
by setting a value on the tile but finding if I should walk up or down I 
don't know about... 


—-MESSAGE FILE 9359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08087 


—-MESSAGE FILE 9360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008088 


Path: chuka.playstation.co.uk!news 
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From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Sun, 26 May 2002 00:37:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <acp75pSet19@www.netyaroze-europe. com> 
References: <aconi3Set15@www.netyaroze-europe.com> <acorvvSet16@www.netyaroze-europe 
.com> <acp3n7Set18@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1108.orangutan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> by setting a value on the tile but finding if I should walk up or down I 
> don't know about... 


Are the slopes different angles or the same? If they're the same you 
could just add a "Slope-up" or "slope-down" flag to your tile properties 
value. Maybe even have a range of slope values for different angles. 


For a more general solution I can't see anything wrong with doing look 
ahead as you mentioned. It's not like you'd need to look at very many 
values. This is (kind of) the way I usually do gravity in 3D worlds. 


Martin. 


—-MESSAGE FILE 9360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08088 


—-MESSAGE FILE 9361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008089 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Sun, 26 May 2002 00:58:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <acp8ppSet110@www.netyaroze-europe.com> 
References: <aconi3Set15@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-857.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Is it an isometric game? I know someone who did a 2d isometric game where 
there where different hights involved. I think a flag should do though, if 
the angle if the slope is the same in all scenarios you could just have a 
flag stating that it is a hill tile and therefore should be moved up N 
pixels in the y direction for every few pixels in the x/y direction... does 
that make sense, or am I running rings around myself?? 


Max 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news:aconi3Set15@www.netyaroze-europe.com... 
> Hi, 


Quick question, I've just started a new tile based game, scolling maps and 
all that, all the ones I''ve done in the past have always been blocks so 
I've never had to worry about running up hills sliding down them etc. the 
way I've seen discused in the past is to have a second map with black and 
white versions of the tiles, white being solid, so I look ahead to see 
what 
> is coming up if the pixel is white I would need to look up a pixel to see 
if 

> the next one is white, is there an easier way of doing it, can anyone 
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point 
me in the direction of an online tutorial or article on this? 


Cheers 


> 
> 
> 
> Nigel 
> 
> 


—-MESSAGE FILE 9361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08089 


—-MESSAGE FILE 9362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008090 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Sun, 26 May 2002 10:59:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <acqc16$i371@www.netyaroze-europe. com> 

References: <aconi3Set15@www.netyaroze-europe.com> <acp8ppSet110@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: modem-1112.barrelled.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Thanks Martin and Andrew, 


Its actually a side on 2D platform game like 16bit Sonic or Mario, I could 
set the slope values on tiles as you say and that might be the best and 
quickest way, I know there will be different slopes but I can just set 
different values for different slopes there won't be that many, hmmm at 
least I have two methods now I can try them both out and see which is 
quickest, setting the slope value on a tile would save having to draw a 
second b/w map just to check the pixels, lots to think about there... 


This newsgroup is a wealth of information. 


Cheers 
Nigel 


—-MESSAGE FILE 9362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08090 


-—-MESSAGE FILE 9363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0008091 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM# 84 discs 

Date: Sun, 26 May 2002 11:08:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <acqchd$i372@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_0014 _ 01C204A5.9A9A17A0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


This is a multi-part message in MIME format. 


=>> =_NextPart_000_0014_01C204A5.9A9A17A0 
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Content-Type: text/plain; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 


Hi again 


I have in my possesion four spare #84 demo discs. If you'd like one, = 
please post here AND email me. A 
postage-paid self-addressed envelope will be required. 


#84 Shroud 
A Dog Tail 
Sam The BoulderMan 


— SSS =_NextPart_000_0014_01C204A5. 9A9A17A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 

<META content=3D"MSHTML 6.00.2715.400" name=3DGENERATOR> 

<STYLE></STYLE> 

</HEAD> 

<BODY> 

<DIV><FONT face=3DArial size=3D2>Hi again</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I have in my possesion four spare #84 = 
demo=20 
discs.&énbsp; If you'd like one, please post here AND email me. énbsp;=20 
A<BR>postage-paid self-addressed envelope will be required.</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3D"Courier New" size=3D2>#84énbsp; =20 
Shroud<BR>&nbsp; &nbsp; &nbsp; énbsp; A Dog = 
Tail<BR>&nbsp; &nbsp; &nbsp; &énbsp; Sam=20 

The BoulderMan<BR></FONT></DIV> 

<DIV><FONT face=3DArial = 
size=3D2>thanks<BR>Derek<BR></FONT></DIV></BODY></HTML> 


=e =s =_NextPart_000_0014_01C204A5. 9A9A17A0-- 


—-MESSAGE FILE 9363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08091 


-—-MESSAGE FILE 9364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008092 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Sun, 26 May 2002 12:21:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <acqgqc$i373@www.netyaroze-europe. com> 

References: <aconi3Set15@www.netyaroze-europe.com> <acp8ppSet110@www.netyaroze-europ 
e.com> <acqc16$i371@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-39-5-115.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


did that snail game um.. super snail and topslip have sloping tiles? 
I cant remeber the site but that had alot of things in there.. 
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—-MESSAGE FILE 9364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08092 


—-MESSAGE FILE 9365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008093 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Game On 

Date: Sun, 26 May 2002 17:21:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <acr2ej$i374@www.netyaroze-europe. com> 
NNTP-Posting-Host: userhc139.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Visitors to the Game On exhibition should keep their eyes open for a Net 
Yaroze section which contains a machine running Gravitation, Total Soccer, 
Robot Ron and Rocks & Gems. 


Congrats, boys! :) 


Overall I really enjoyed the exhibition. It might seem a bit pricey at £11 

to play a lot of games you probably still own (if you're like me and never 

chuck anything, anyway) but to have so much industry history there in front 
of you is a fascinating experience. 


BTW, seasoned Nick F spotters may like to know that my game "Galidor: 
Defenders of the Outer Dimension" is featured in this month's Edge (in the 
"Out There" section, ahem) and there are some rather crap and very old 
screens on Gamespot: 


http://gamespot.com/gamespot/filters/products/screenindex/0,11104,561620,00. 
html 


Hey, those shots make it look like a Net Yaroze game!!! ;) 


Nick F 


—-MESSAGE FILE 9365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08093 


—-MESSAGE FILE 9366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0008094 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM# 84 discs 

Date: Mon, 27 May 2002 09:19:53 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 74 

Message-ID: <acrjme$Si375@www.netyaroze-europe. com> 

References: <acqchd$i372@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0038_01C2055F.A917DAA0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


This is a multi-part message in MIME format. 


====== =_NextPart_000_0038_01C2055F.A917DAA0 
Content-Type: text/plain; 
charset="iso-8859-1" 
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Content-Transfer-Encoding: quoted-printable 
Derek, how do you get the disks? 


think im gonn ahave to try and hunt out these diss from video game shops = 
and see if i can get all the old games. 

"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message = 
news: acqchd$i372@www.netyaroze-europe.com... 

Hi again 


I have in my possesion four spare #84 demo discs. If you'd like one, 
please post here AND email me. A 
postage-paid self-addressed envelope will be required. 


#84 Shroud 
A Dog Tail 
Sam The BoulderMan 


thanks 
Derek 


m= === = NextPart_000_0038_01C2055F.A917DAA0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 
<META content=3D"MSHTML 6.00.2716.2200" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT face=3DArial size=3D2>Derek, how do you get the = 
disks?</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>think im gonn ahave to try and hunt out = 
these diss=20 
from video game shops and see if i can get all the old = 
games.</FONT></DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; = 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 
<DIV>"Derek da Silva" &1t;<A=20 
href=3D"mailto:dasi@blueyonder.co.uk">dasi@blueyonder.co.uk</A>égt; 
wrote in=20 
message <A=20 


href=3D"news:acqchd$i372@www.netyaroze-europe.com">news:acqchd$i372@www.n= 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3DArial size=3D2>Hi again</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I have in my possesion four spare #84 = 
demo=20 

discs.&énbsp; If you'd like one, please post here AND email me. é&nbsp;=20 

A<BR>postage-paid self-addressed envelope will be = 
required.</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3D"Courier New" size=3D2>#84énbsp; -20 

Shroud<BR>&nbsp; &nbsp; &nbsp; énbsp; A Dog = 
Tail<BR>&nbsp; &nbsp; &nbsp; &énbsp; Sam=20 

The BoulderMan<BR></FONT></DIV> 

<DIV><FONT face=3DArial=20 
size=3D2>thanks<BR>Derek<BR></FONT></DIV></BLOCKQUOTE></BODY></HTML> 


---- =_NextPart_000_0038_01C2055F.A917DAA0-— 


—-MESSAGE FILE 9366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08094 
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-—-MESSAGE FILE 9367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 

0008095 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM# 84 discs 

Date: Sun, 26 May 2002 22:34:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <acrknrS$i376@www.netyaroze-europe. com> 

References: <acqchd$i372@www.netyaroze-europe.com> <acrjme$i375@www.netyaroze-europe 

. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——---=_NextPart_000_002B_01C20505.7349FFCO" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


This is a multi-part message in MIME format. 


aaa SS = _NextPart_000_002B_ 01C20505.7349FFCO 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


friendly neighbourhood newsagent's leftovers 

"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message = 
news:acrjme$i375@www.netyaroze-europe.com... 

Derek, how do you get the disks? 


think im gonn ahave to try and hunt out these diss from video game 
shops and see if i can get all the old games. 
"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message = 
news: acqchd$i372@www.netyaroze-europe.com... 
Hi again 


I have in my possesion four spare #84 demo discs. If you'd like 
one, please post here AND email me. A 
postage-paid self-addressed envelope will be required. 


#84 Shroud 
A Dog Tail 
Sam The BoulderMan 


thanks 
Derek 


——— = = = NextPart_000_002B_01C20505.7349FFC0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 
<META http-equiv=3DContent-Type content=3D"text/html; = 
charset=3Diso-8859-1"> 
<META content=3D"MSHTML 6.00.2715.400" name=3DGENERATOR> 
<STYLE></STYLE> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT face=3DArial size=3D2>friendly neighbourhood newsagent ' Տ-20 
leftovers</FONT></DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 

<DIV>"Greg Cook" &1t;<A=20 


href=3D"mailto:gjc53@student.canterbury.ac.nz">gjc53@student.canterbury.a= 
c.nz</A>&gt;=20 
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wrote in message <A=20 


href=3D"news:acrjme$i375@www.netyaroze-europe.com">news:acrjme$i375@www.n= 
etyaroze-europe.com</A>...</DIV> 
<DIV><FONT face=3DArial size=3D2>Derek, how do you get the = 
disks?</FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>think im gonn ahave to try and hunt = 
out these=20 
diss from video game shops and see if i can get all the old=20 
games .</FONT></DIV> 
<BLOCKQUOTE dir=3D1tr=20 
style=3D"PADDING-RIGHT: Opx; PADDING-LEFT: 5px; MARGIN-LEFT: 5px; 
BORDER-LEFT: #000000 2px solid; MARGIN-RIGHT: Opx"> 
<DIV>"Derek da Silva" &1t;<A=20 
href=3D"mailto:dasi@blueyonder.co.uk">dasi@blueyonder.co.uk</A>égt; = 
wrote in=20 
message <A=20 


href=3D"news:acqchd$i372@www.netyaroze-europe.com">news:acqchd$i372@www.n= 
etyaroze-europe.com</A>...</DIV> 

<DIV><FONT face=3DArial size=3D2>Hi again</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>I have in my possesion four spare = 
#84 demo=20 

discs.&énbsp; If you'd like one, please post here AND email me.é&nbsp; = 


A<BR>postage-paid self-addressed envelope will be = 
required. </FONT></DIV> 
<DIV><FONT face=3DArial size=3D2></FONT>énbsp; </DIV> 
<DIV><FONT face=3D"Courier New" size=3D2>#84énbsp; =20 
Shroud<BR>&nbsp; &nbsp; &nbsp; énbsp; A Dog = 
Tail<BR>&nbsp; &nbsp; &nbsp; &énbsp; =20 
Sam The BoulderMan<BR></FONT></DIV> 

<DIV><FONT face=3DArial=20 
size=3D2>thanks<BR>Derek<BR></FONT></DIV></BLOCKQUOTE></BLOCKQUOTE></BODY= 
></HTML> 


mae = NextPart_000_002B_01C20505.7349FFC0-- 


--MESSAGE FILE 9367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08095 


--MESSAGE FILE 9368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008096 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Sun, 26 May 2002 23:34:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <acro4i$i377@www.netyaroze-europe.com> 

References: <acijhnš$b2o3@www.netyaroze-europe.com> <acolj1$et14@www.netyaroze-europe 
.com> <acoslp$et17@www.netyaroze-europe.com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


The monitor issues isturning out to be a real pain. 
You can do a blind install of the linux, then a blind 'vi' of the config and 
boot file to get the system working on a pal tv, but the resolution is 

rubbish, especially in X 


Also, if you already own several monitors, why should you shell out on 
another one, just for the PS2, and how can you be sure that yur choice will 
support SoG before you buy? - You an't - manufactureres don't often quote 
Sync On green in the specs. 


I will be making some Sync-On-Green to VGA convertsors this week, so if 
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you're really stuck give me a shout. I might be able to make one for you for 
about £10 


-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:acoslpSet17@www.netyaroze-europe.com... 

> I should be ordering 1 soon.. 

what do we do about monitors though? 


> 
> Chris 
> 
> 


—-MESSAGE FILE 9368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08096 


—-MESSAGE FILE 9369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008097 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Mon, 27 May 2002 00:29:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <acrreq$Si378@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acoljlSet14@www.netyaroze-europe 
.com> <acoslpSet17@www.netyaroze-europe.com> <acro4i$i377@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-5-115.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok sweet :D 
so if my PC monitor does support sog, is there such thing so that i can 
easily swich between them? like u used to get for Snes/TV on the RF leads? 


—-MESSAGE FILE 9369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08097 


—-MESSAGE FILE 9370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008098 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Mon, 27 May 2002 17:23:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <actnb9$Si379@www.netyaroze-europe. com> 

References: <acijhnSb203@www.netyaroze-europe.com> <acjps8$b2010@www.netyaroze-europ 
e.com> <acm0grSet12@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news:acm0grSet12@www.netyaroze-europe.com... 

> Thats a bit of a bugger... no FAX : ( 

> 

> Nigel 


You don't need a Fax - THEY fax off a sheet to the credit card 
authorisation company, the CC Company then fax back to say it's OK. YOU get 
an email to say that everything's OK. 
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ՕՔ - you don't get an email and spend hours staring at your inbox clicking 
send/receive.. 


2 ՏԾ: LONG IY Qs 


I hope you weren't being sarcastic otherwise I'll be sounding like a right 
moron. 


Warren 


—-MESSAGE FILE 9370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08098 


—-MESSAGE FILE 9371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008099 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Mon, 27 May 2002 18:03:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <actp9g$i3710@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acjps8$b2010@www.netyaroze-europ 
e.com> <acm0grSet12@www.netyaroze-europe.com> <actnb9$i379@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-214.arbok.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


Don't worry I wasn't being at all sarcastic (however that last sentence now 
sounds sarcastic :) 


I was about to ask if I could order the Linux kit from somewhere else but 
this solves that problem. 


Hasn't anyone received theirs yet? 


Cheers 
Nigel 


—-MESSAGE FILE 9371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08099 


—-MESSAGE FILE 9372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008100 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 

Date: Mon, 27 May 2002 19:08:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <actt2u$i3711@www.netyaroze-europe.com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acjps8$b2010@www.netyaroze-europ 

e.com> <acm0grSet12@www.netyaroze-europe.com> <actnb9$i379@www.netyaroze-europe.com> 
<actp9g$i3710@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-214.arbok.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 
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Of course that should be. 

"Has anyone received theirs yet?" 

> Hasn't anyone received theirs yet? 


Cheers 
Nigel (who should learn to read his posts first) 


—-MESSAGE FILE 9372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08100 


-—-MESSAGE FILE 9373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008101 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game On 

Date: Tue, 28 May 2002 15:01:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ad03cm$m381@www.netyaroze-europe. com> 
References: <acr2e j$i374@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've never heard of Galidor. It cartoony graphics kind of remind me of 
Spyro. Is it a big project - do you have more details on it? What was your 
role? etc. I always like to hear about how IT's being done in the real 
world. 

Warren 

PS Still no word on the Linux kit - but I did have a very strange 


phone call from my bank late last night asking about odd delivery 
addresses???? 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:acr2e j$i374@www.netyaroze-europe.com... 
> BIW, seasoned Nick F spotters may like to know that my game "Galidor: 


> Defenders of the Outer Dimension" is featured in this month's Edge (in the 
> "Out There" section, ahem) and there are some rather crap and very old 

> screens on Gamespot: 

> 

> 
http://gamespot.com/gamespot/filters/products/screenindex/0,11104,561620,00. 
> html 

> 

> Hey, those shots make it look like a Net Yaroze game!!! ;) 

> 

> Nick F 

> 

> 


—-MESSAGE FILE 9373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08101 


—-MESSAGE FILE 9374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008102 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Emulators 

Date: Tue, 28 May 2002 21:19:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <ad0p4u$m382@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-85.awesome.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


Hi, 


Hmmm, been thinking of uses for the PS2 Linux, apart from the obvious 
writing games etc. 


I'd like to see some emulators ported, MAME, C64, Speccy, Snes, PC Engine 
and my dream a CD32/A1200 emulator, I suppose the DVD Drive in the PS2 is 
capable of running CDs without any compatibility problems (like CD-Rs) All 
the CD32 games are standard CDs and work as music CDs when they have Audio 
tracks. 


AFAIK all the above are available somewhere as Linux version like Vice for 
C64, XMAME, UAE, so it should be impossible.. I Hope 


BIW I've now ordered mine :) 


Nigel 


—-MESSAGE FILE 9374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08102 


—-MESSAGE FILE 9375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008103 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Tue, 28 May 2002 23:28:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3CF404AA.3090602@shand.org.uk> 

References: <ad0p4uSm382@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-263.lemur.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rcl) Gecko/2002041 
7 

X-Accept—-Language: en-us, en 


> I suppose the DVD Drive in the PS2 is 
> capable of running CDs without any compatibility problems (like CD-Rs) 


AFAIK that ain't so. 
If I remember only a test station (or a chipped machine)will boot a CD-R 
disc. Even the Dev Tool won't boot a CD-R, you have to use a cunning 


little tool to get a game to boot. 


Bob 
bob@shand.org.uk 


—-MESSAGE FILE 9375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08103 


—-MESSAGE FILE 9376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008104 


Net Yaroze newsgroups message dump.txt Page 6164 


Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Tue, 28 May 2002 23:38:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <ad115cSm383@www.netyaroze-europe. com> 
References: <ad0p4uSm382@www.netyaroze-europe.com> <3CF404AA.3090602@shand.org.uk> 
NNTP-Posting-Host: modem-2908.orangutan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Blimey charlie this thread took a lot of scrolling to find... :) 


—-MESSAGE FILE 9376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08104 


—-MESSAGE FILE 9377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008105 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Wed, 29 May 2002 00:21:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <ad1316$m384@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <acoljlSet14@www.netyaroze-europe 
.com> <acoslpSet17@www.netyaroze-europe.com> <acro4i$i377@www.netyaroze-europe. com> 
<acrreq$i378@www.netyaroze-europe.com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yeah, if you have the Multi-AV lead you can plug that into the PS2 then plug 
the VGA lead into the back of that. 

That way you can have your TV and Monitor attached at the saem time. 
Obviously only one will work at a time though and you can't play normal PS2 
games on the monitor. 

-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: acrreq$i378@www.netyaroze-europe.com... 

> ok sweet :D 

so if my PC monitor does support sog, is there such thing so that i can 


> 
> easily swich between them? like u used to get for Snes/TV on the RF leads? 
> 
> 


—-MESSAGE FILE 9377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08105 


-—-MESSAGE FILE 9378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008106 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Wed, 29 May 2002 00:23:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <ad13p2Sm385@www.netyaroze-europe. com> 
References: <ad0p4uSm382@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


On the playstation2-linux.com site there is already a project for porting 
MAME to PS2 


As for CD-Rs etc only specially formatted PS2 CD and PS2-DVDs can be read b 
the drive under linux. 
CD-Rs cannot be mounted. 


-Kenny 
"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: ad0p4uSm382@www.netyaroze-europe.com... 


> Hi, 

> 

> Hmmm, been thinking of uses for the PS2 Linux, apart from the obvious 

> writing games etc. 

> 

> I'd like to see some emulators ported, MAME, C64, Speccy, Snes, PC Engine 
> and my dream a CD32/A1200 emulator, I suppose the DVD Drive in the PS2 is 
> capable of running CDs without any compatibility problems (like CD-Rs) Al 
> the CD32 games are standard CDs and work as music CDs when they have Audi 
> tracks. 

> 

> AFAIK all the above are available somewhere as Linux version like Vice fo 
> C64, XMAME, UAE, so it should be impossible.. I Hope 

> 

> BTW I've now ordered mine :) 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 9378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
08106 


—-MESSAGE FILE 9379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0008107 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the officia 
Date: Wed, 29 May 2002 14:01:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3cf4deeb.67256599@www.netyaroze-europe. com> 

References: <acijhnSb203@www.netyaroze-europe.com> <3cedfc53.604992002@www. 
-europe .com> 

NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


had a lot of loneliness waiting - phoned up to find my card has been 
rejected because of an address problem, but now have tracking number. 
Should either be waiting for me when I get home, or tomorrow morning. 


Mark 


——MESSAGE FILE 9379 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
08107 


—-MESSAGE FILE 9380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0008108 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Game On 
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y 


1 
օ 


Է 


glish/000 


english/0 


1 word? 


netyaroze 


glish/000 


english/0 
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Date: Wed, 29 May 2002 21:21:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <ad3dkbSnosl@www.netyaroze-europe. com> 
References: <acr2ej$i374@www.netyaroze-europe.com> <ad03cm$m381@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: userhc139.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> I've never heard of Galidor. It cartoony graphics kind of remind me of 
> Spyro. Is it a big project - do you have more details on it? What was 
your 

> role? etc. I always like to hear about how IT's being done in the real 

> world. 

It's a new kid's TV show in the US - you can find out more about it at 


www.galidor.com 


Lego had a hand in the devising of the IP, and they have a range of toys 
coming out. One of the toys "talks" to the game (well, actually it's the 
other way round), hence Edge's interest. ;) 


It's a PS2 game, so it's a "big project" in the sense that the team is about 
30 ppl and we have 2 yrs to do it. 


I'm Lead Designer. Which is nice. 


We did a demo for E3 which went down well, but it's obvious that we have 
some stiff competition from the likes of Insomniac (the Spyro guys) and 
their Ratchet and Clank. I would say that our game is targeted younger - 
we're aiming for 8-12 year olds as the core, although 6-15 is the full 
catchment, I guess. 


8-) 


Nick 


-—-MESSAGE FILE 9380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08108 


—-MESSAGE FILE 9381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008109 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Wed, 29 May 2002 22:05:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <ad3g5dSnos2@www.netyaroze-europe. com> 
References: <acl84eS$b2011@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-63-88.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


No one interested then? It's a shame, because this is a great chance to get 
into the industry - starting off with a system that people here know... 


Marc. 


—-MESSAGE FILE 9381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08109 
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-—-MESSAGE FILE 9382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008110 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Wed, 29 May 2002 22:07:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ad3ga0Snos3@www.netyaroze-europe. com> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2S$m385@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-115.beedrill.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4807.1700 


So it wouldn't be able to read say a normal PC CDROM, I'm not worried about 
CD-Rs I didn't expect they would work but I had hopes that normal commercial 
CDs would, if they don't then a CD32/A1200 emulator would be a waste of 
time. 


I've just taken a look at the playstation2-linux.com site and I'm checking 
out the XMame stuff now, can't wait to actually try them, I hope they make 
optimisations for the PS2. 


Nigel 


—-MESSAGE FILE 9382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08110 


-—-MESSAGE FILE 9383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008111 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Thu, 30 May 2002 15:14:48 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <ad45jrSnos4@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5d$nos2@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I cant believe no one is interested in this! If i was much further along 
with the yaroze than what i am, and if i was in the UK :) i'd be jumping at 
a job like this, c'mon guys dont miss your chance! 


"Marc Lambert" <marc@darkhex.com> wrote in message 

news: ad3g5dSnos2@www.netyaroze-europe.com... 

> No one interested then? It's a shame, because this is a great chance to 
get 

> into the industry - starting off with a system that people here know... 
> 


Marc. 


VVVVYV 


—-MESSAGE FILE 9383 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08111 


—-MESSAGE FILE 9384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008112 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Thu, 30 May 2002 14:40:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 
Message-ID: <ad5aeuSnos5@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5dS$nos2@www.netyaroze-europ 
e.com> <ad45jrSnos4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-21-86.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Well, i would always be interested in an industry job, but im a little young 
yet, i still have to get my A levels sorted! 


—-MESSAGE FILE 9384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08112 


-—-MESSAGE FILE 9385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008113 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Thu, 30 May 2002 18:34:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <3CF662A2.6000502@shand.org.uk> 

References: <acl84e$b2o011@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3763.leopard.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rcl) Gecko/2002041 
7 

X-Accept—-Language: en-us, en 


Well I would be but I just started a job. Waddaya know it, no jobs for 
ages then two come along at once :) 


Bob 


Marc Lambert wrote: 
Hi All, 


A company called Ignition are looking for psl coders to convert over some 

GBA titles to the psx. They have a top deal lined up ready to go, all they 
need are the coders - this will also set the company up to go next-gen, so 
you guys will have a great chance here. 


Most of the initial work will be 2D psx stuff, possibly some 3D work if we 
get the right people for it. The job may or may not require relocating 

(depending on the situation), but it is full time and a full wage will be 
offered. 


Also, concepts and decent games will possibly be purchased for release as 
part of this deal. 


VVVVVVVVVVVVVV VV VV 


The MD is fully aware of the Yaroze and the people participated, so you guys 
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will be in with a great chance of getting the work :-) 


Mail me, or reply here to get the details and to ask questions about the 


> 
> 
> 
> 
> 
> work! 

> 

> 

> 

> Marc. 
> 
> 


—-MESSAGE FILE 9385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08113 


—-MESSAGE FILE 9386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008114 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Thu, 30 May 2002 18:35:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3CF662E4.6020804@shand.org.uk> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2Sm385@www.netyaroze-europe 
.com> <ad3ga0S$nos3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3763.leopard.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rcl) Gecko/2002041 
7 

X-Accept—-Language: en-us, en 


> So it wouldn't be able to read say a normal PC CDROM, I'm not worried about 
> CD-Rs I didn't expect they would work but I had hopes that normal commercial 
> CDs would, if they don't then a CD32/A1200 emulator would be a waste of 

> time. 


No CD/DVD will work unless it has been 'blessed' by Sony :) or your 
machine is chipped, or for that matter a Test station. 


Bob 


—-MESSAGE FILE 9386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08114 


—-MESSAGE FILE 9387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008115 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Thu, 30 May 2002 21:36:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <ad62qkSnos6@www.netyaroze-europe. com> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2S$m385@www.netyaroze-europe 
.com> <ad3ga0Snos3@www.netyaroze-europe.com> <3CF662E4.6020804@shand.org.uk> 
NNTP-Posting-Host: host217-39-1-231.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The playstation 2 can handle playing CD's normally, so why will it choke 
when linux tries to access one? 
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—-MESSAGE FILE 9387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08115 


—-MESSAGE FILE 9388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008116 

Path: chuka.playstation.co.uk!news 

From: "Warren" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Fri, 31 May 2002 00:12:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <adébthSnos7@www.netyaroze-europe. com> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2Sm385@www.netyaroze-europe 
.com> <ad3ga0S$nos3@www.netyaroze-europe.com> <3CF662E4.6020804@shand.org.uk> <ad62qk 
Snos6@www.netyaroze-europe. com> 

NNTP-Posting-Host: publicl-burn2-3-cust35.manc.broadband.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


It's programmed to do it. 


It doesn't stop you from mounting a CD drive thru a PC though - although 
it's probably not easy. I'm still waiting for them to tell me I have a kit. 


Warren 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:ad62qkSnos6@www.netyaroze-europe.com... 

> The playstation 2 can handle playing CD's normally, so why will it choke 
when linux tries to access one? 


> 
> 
> 


-—-MESSAGE FILE 9388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08116 


—-MESSAGE FILE 9389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008117 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Fri, 31 May 2002 00:20:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ad6écbeSnos8@www.netyaroze-europe. com> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2S$m385@www.netyaroze-europe 
.com> <ad3ga0Snos3@www.netyaroze-europe.com> <3CF662E4.6020804@shand.org.uk> <ad62qk 
Snos6@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Warren is right, is is the RTE (Run Time Environment) which prevents you 
reading non-sony discs in the drive. 


You could use samba (which is included) and the samba client to share a CD 
Rom drive from a pc. 


-Kenny 
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"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:ad62qkSnos6@www.netyaroze-europe.com... 

> The playstation 2 can handle playing CD's normally, so why will it choke 
> when linux tries to access one? 

> 

> 


—-MESSAGE FILE 9389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08117 


-—-MESSAGE FILE 9390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008118 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: walking up tiles 

Date: Fri, 31 May 2002 00:31:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <adé6éd8rSnos9@www.netyaroze-europe. com> 

References: <aconi3Set15@www.netyaroze-europe.com> 
NNTP-Posting-Host: public2-ward1-6-cust190.manc.broadband.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi Nigel 


I can tell you how i'm doing it in Gravity Girl if you're interested (really 
must get back to it someday, its been about a month since I last looked at 
etic Հն 


I'm personally not doing any lookahead, just attempting to use the same map 
for everything, but it may solve a couple of glitches i've been having, so 
its a good idea. 


The way I move the character around the map at the moment (more accurately, 
I move the map around the character, but the same principles should apply) 
is: 


spriteObject—>accelX+=(spriteObject—>accel*SIN[spriteObject—>angle>>12]>>12) 


F: 


spriteObject—>accelYt+=(spriteObject—>accel*COS [spriteObject—>angle>>12]>>12) 


r 


This assumes that 0 degrees is pointing straight up along the Y axis of the 
screen. All accelX and accelY values will have to be divided by 4096 (i.e. 
>> 12) if you want to convert them back to their integer-only 
representation. The sine/cosine tables I am using were created using 
SCBUILD v1.1 by James Shaughnessy. 


OK, in your collision detection routine you would detect the block that your 
character is standing on, and then change the angle accordingly: (time for 
another cut-n-paste job from my code, sorry if the ascii art doesn't show 
properly, it's meant to be 2 right angled triangles and a cube. The arrows 
show the approach from the left or right) 


/* 
Change the angle to move GG along depending 
on what type of block we are looking at: 


/| <- 225 deg. |\ -> 145 deg. 
/—| -> 45 deg. | Կ <- 315 deg. 
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| <- 270 deg. 
—| -> 90 deg. 


af 
You get the idea. This method will support any angled block you care to 


support, only downside is the multiply needed if you want pure optimisation, 
so maybe some sort of lookup table may be the way to go. 


Hope this helps 
Andy 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news:aconi3Set15@www.netyaroze-europe.com... 
> Hi, 


Quick question, I've just started a new tile based game, scolling maps and 
all that, all the ones I''ve done in the past have always been blocks so 
I've never had to worry about running up hills sliding down them etc. the 
way I've seen discused in the past is to have a second map with black and 
white versions of the tiles, white being solid, so I look ahead to see 
what 
> is coming up if the pixel is white I would need to look up a pixel to see 
if 

> the next one is white, is there an easier way of doing it, can anyone 
point 

> me in the direction of an online tutorial or article on this? 


> 

> Cheers 
> Nigel 
> 
> 


—-MESSAGE FILE 9390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08118 


—-MESSAGE FILE 9391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008119 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Fri, 31 May 2002 10:54:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3cf74a40.225758533@www.netyaroze-europe. com> 

References: <acijhnS$b2o03@www.netyaroze-europe.com> <3cedfc53.604992002@www.netyaroze 
—-europe.com> <3cf4deeb.67256599@www.netyaroze-europe. com> 

NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


Arrived this morning. Now to get it home and play with it :-) 


Bit of a strange thing when with all the checking of cards and making 
sure the delivery address and card address match, that you can phone 
up UPS and get them to change the delivery address. 


Mark 


—-MESSAGE FILE 9391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08119 


-—-MESSAGE FILE 9392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008120 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Emulators 

Date: Fri, 31 May 2002 19:39:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <ad8gd2Sqijgl@www.netyaroze-europe. com> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2Sm385@www.netyaroze-europe 
.com> <ad3ga0Snos3@www.netyaroze-europe.com> <3CF662E4.6020804@shand.org.uk> <ad62qk 
Snos6@www.netyaroze-europe.com> <adé6bthSnos7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-713.blotto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


I'd get in touch with them if you've been waiting a while, I had trouble 
with them clearing my credit card because when I got the card we used a 
house name, and I entered the house number : ( 


Nigel 


"Warren" <W@rrenKhan.com> wrote in message 

news: ad6bthSnos7@www.netyaroze-europe.com... 

> It's programmed to do it. 

> 

> It doesn't stop you from mounting a CD drive thru a PC though - although 
> it's probably not easy. I'm still waiting for them to tell me I have a 
kit. 


> 

> 

> Warren 

> 

> 

> 

> 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 
> news:ad62qkSnos6@www.netyaroze-europe.com... 

> > The playstation 2 can handle playing CD's normally, so why will it choke 
> > when linux tries to access one? 

>> 

>> 

> 

> 


—-MESSAGE FILE 9392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08120 


—-MESSAGE FILE 9393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008121 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Fri, 31 May 2002 20:46:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ad8k8o0Sqijg2@www.netyaroze-europe. com> 

References: <acijhnS$b2o03@www.netyaroze-europe.com> <acoljlSet14@www.netyaroze-europe 
.com> <acoslpSet17@www.netyaroze-europe.com> <acro4i$i377@www.netyaroze-europe. com> 
<acrreq$i378@www.netyaroze-europe.com> <ad1316$m384@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-9-28.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, i found this info on my current PC monitor.. will it work?! 
http://www.lg.ca/product/560n.asp 


I'm guessing not.. so.um.. where/how i get the converter etc? 
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-—-MESSAGE FILE 9393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08121 


—-MESSAGE FILE 9394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008122 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze Linux Offer 

Date: Fri, 31 May 2002 20:53:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ad8knrSqjg3@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Dear Net Yaroze member, 
Many thanks for expressing your interest in Linux(for PlayStation 2). 


We're pleased to inform you that following the launch of the kit last week, 
we are able to announce a special offer to Net Yaroze members who purchase 
the Linux kit before Friday 28th June 2002. Just contact us at 
ps2linux_support@scee.net with your name and order reference number, and 
as a "Thank You", we will send you two PlayStation 2 titles! 


If you would like further details about this offer, please contact us at 
ps2linux_support@scee.net for more information. 


Many thanks again, 


Sony Computer Entertainment Europe 


—-MESSAGE FILE 9394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08122 


—-MESSAGE FILE 9395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008123 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Linux Offer 

Date: Fri, 31 May 2002 22:10:26 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <3CF7D8B2.6BB4A0F3@dk.ibm.com> 
References: <ad8knrS$qjg3@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungold2.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 
X-Accept—-Language: en 


Is there a selection from which to chose from. Because I have got more than 
a couple already. I guess it will be any 2 of SCEE published games? 


—-MESSAGE FILE 9395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08123 


-—-MESSAGE FILE 9396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008124 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Net Yaroze Linux Offer 

Date: Fri, 31 May 2002 22:29:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ad8qb1Sqijg4@www.netyaroze-europe. com> 
References: <ad8knr$qjg3@www.netyaroze-europe.com> <3CF7D8B2.6BB4A0F3@dk.ibm.com> 
NNTP-Posting-Host: host217-35-9-28.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hey you stole my post!! never mind. 

So we order it first and then send them an email? 

I was going to order it today with my dad but because it didnt seem to be a 
secure site he refused to do it. he sent an email but is there anyway of 
doing it securely?? 


—-MESSAGE FILE 9396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08124 


-—-MESSAGE FILE 9397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008125 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Fri, 31 May 2002 23:31:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <ad8tojSqijg5@www.netyaroze-europe. com> 
References: <acl84eSb2011@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-181-223.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Wish I could try for it.. even just to practice interview technique but due 
to problems at home I really have no time spare at all.. hence my total lack 
of input here.. appologies for not getting round to testing the latest games 
that have been produced but the Yaroze hasnt even been powered up for 


months. Hopefully in the near future I'll be more active.. I miss my coding 
1 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:acl84eSb2o011@www.netyaroze-europe.com... 
> Hi All, 


A company called Ignition are looking for psl coders to convert over some 

GBA titles to the psx. They have a top deal lined up ready to go, all they 
need are the coders - this will also set the company up to go next-gen, so 
you guys will have a great chance here. 


Most of the initial work will be 2D psx stuff, possibly some 3D work if we 
get the right people for it. The job may or may not require relocating 

(depending on the situation), but it is full time and a full wage will be 
offered. 


Also, concepts and decent games will possibly be purchased for release as 
part of this deal. 


VVVVVVVVVVVVV VV VV 


The MD is fully aware of the Yaroze and the people participated, so you 
guys 

> will be in with a great chance of getting the work :-) 

> 

> 

> 


> Mail me, or reply here to get the details and to ask questions about the 
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work! 


> 
> 
> 
> 
> Marc. 
> 

> 


--MESSAGE FILE 9397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08125 


-—-MESSAGE FILE 9398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008126 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Who has ordered a Linux kit and Who is waiting for the official word? 
Date: Sat, 1 Jun 2002 13:34:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <adabrdSqjg6@www.netyaroze-europe. com> 

References: <acijhnS$b203@www.netyaroze-europe.com> <3cedfc53.604992002@www.netyaroze 
-europe.com> <3cf4deeb.67256599@www.netyaroze-europe.com> <3cf74a40.225758533@www.ne 
tyaroze-europe.com> 

NNTP-Posting-Host: p450-28.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Got to wait another week or so for mine. Problems with authorizing my credit 
card, apparently nearly every foreign order can't be verified. Had to doa 
bank account transfer, option 1) regular transfer with 2-5 work days for the 
transaction ( 70 kr/6 quid) option 2) express transfer with transaction 
complete in 1 day (300 kr/26- quid). Guess which one I took. 

Oh and add another 2 days to that because someone invented the jubilee. 


Yes I know, I'm whinning. 
Mark O. 


—-MESSAGE FILE 9398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08126 


—-MESSAGE FILE 9399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008127 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Sat, 1 Jun 2002 17:44:43 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <adaqgiSqijg7@www.netyaroze-europe.com> 
References: <acl84eSb2011@www.netyaroze-europe. com> 
NNTP-Posting-Host: p446—-53.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I wasn't going to reply as I am still living in Denmark and it sort of 
seemed useless. Besides I suck ; ) Anyway this is just to let you know that 
I read the post and was not without interest. But my current location makes 
it rather difficult. Big thanks for the offer anyway. 


Mark O. 
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Ps. Chris what are you doing? Drop those A levels, nobody really uses them 
anyway : ) 


—-MESSAGE FILE 9399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08127 


—-MESSAGE FILE 9400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008128 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@mverran.karoo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emulators 

Date: Sun, 2 Jun 2002 10:50:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <adcppbSqijg8@www.netyaroze-europe. com> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2S$m385@www.netyaroze-europe 
.com> <ad3ga0Snos3@www.netyaroze-europe.com> <3CF662E4.6020804@shand.org.uk> <ad62qk 
Snos6@www.netyaroze-europe.com> <ad6cbeSnos8@www.netyaroze-europe. com> 

Reply-To: "Matt Verran" <matt@mverran.karoo.co.uk> 

NNTP-Posting-Host: dialup.213-249-161-129.karoo.KCOM.COM 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I think I read you can use a USB cd/dvd drive too 


Kenny Millar <yaroze@ntlworld.com> wrote in message 

news: ad6cbeSnos8@www.netyaroze-europe.com... 

> Warren is right, is is the RTE (Run Time Environment) which prevents you 
reading non-sony discs in the drive. 


You could use samba (which is included) and the samba client to share a CD 
Rom drive from a pc. 


-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:ad62qkSnos6@www.netyaroze-europe.com... 

> The playstation 2 can handle playing CD's normally, so why will it choke 
when linux tries to access one? 


>: 
> 
> 


VVVVVVVVVVVVV VV V 


—-MESSAGE FILE 9400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08128 


—-MESSAGE FILE 9401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008129 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OT: Sony LCD Monitor 

Date: Sun, 2 Jun 2002 23:04:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ade54qSsvpl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Sorry this is OT, but I wasn't sure where else I could ask. 
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Ages ago, either when the Linux kit was first announced, or when the 
AOL and Telewest Broadband agreements were announced, there were 
pictures of a PS2 with a PS2 USB Mouse and Keyboard, and a flash 
looking LCD monitor. I was wondering if this monitor was available. I 
need a new monitor anyway, and I want something to use with the Linux 
kit, so something to match the PS2 would be nice. Does anyone know if 
it exists, or was it just a test model for show? 


Cheers, 
Rikki 


—-MESSAGE FILE 9401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08129 


—-MESSAGE FILE 9402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008130 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Sony LCD Monitor 

Date: Mon, 03 Jun 2002 00:16:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3CFAA749.9060005@talk21.com> 

References: <ade54qSsvpl@www.netyaroze-europe. com> 

NNTP-Posting-Host: m64-mpl-cvxlc.pop.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0rc3) Gecko/2002052 
3 

X-Accept—-Language: en, en-us 


Hi Rikki, 


Try looking here first 
http://www.sony-cp.com/en/products/lcd/index.html 


Later 
James 


Rikki Prince wrote: 
> Sorry this is OT, but I wasn't sure where else I could ask. 


Ages ago, either when the Linux kit was first announced, or when the 
AOL and Telewest Broadband agreements were announced, there were 
pictures of a PS2 with a PS2 USB Mouse and Keyboard, and a flash 
looking LCD monitor. I was wondering if this monitor was available. I 
need a new monitor anyway, and I want something to use with the Linux 
kit, so something to match the PS2 would be nice. Does anyone know if 
it exists, or was it just a test model for show? 


Cheers, 
Rikki 


VVVVVVVVVVV VV 


—-MESSAGE FILE 9402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08130 


-—-MESSAGE FILE 9403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008131 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT: Sony LCD Monitor 

Date: Mon, 3 Jun 2002 08:13:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <adf5fhS$svp2@www.netyaroze-europe. com> 
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References: <ade54q$svpl@www.netyaroze-europe.com> <3CFAA749.9060005@talk21.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: 3CFAA749.9060005@talk21.com... 

> Hi Rikki, 

> 

> Try looking here first 

> http://www.sony-cp.com/en/products/lcd/index.html 


Cheers James. I couldn't find the 'PS2 one' (which had blue stripes 
down the side, I think), but I have found a reasonable 15" LCD monitor 
on SonyStyle, which I might consider getting. Only problem is it's 
called a "designer TFT LCD" :-S 


Rikki 


—-MESSAGE FILE 9403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08131 


—-MESSAGE FILE 9404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008132 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Has anyone got a Linux Kit yet? 

Date: Wed, 5 Jun 2002 16:06:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <adl9peS2r71@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Has anyone got their kit yet? I assume it's so quiet in here cos 
everyone's off playing with theirs. Is it worth getting? How long did 
it take to get yours? Has anyone been able to get their monitor to 
work with it? Anyone know what games Sony are offering? 


Cheers, 
Rikki 


—-MESSAGE FILE 9404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08132 


—-MESSAGE FILE 9405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008133 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Wed, 5 Jun 2002 16:15:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <adlajh$2r72@www.netyaroze-europe. com> 
References: <adl9peS2r71@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've just found out that mine was delivered to my neighbour (cos I wasn't 
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in) on Saturday morning and she still hasn't gotten around to giving it to 
me or even telling me about it (1 found out by chasing an UPS van this 
morning and questioning the driver). 


I'm gonna give the old cow a bit of lip tonight, I could have had 84 hours 
to play with it over the weekend. 


I still want to know what games are being offered - Ico and the new FF are 
on my list. Although I would prefer Ico and a new memory card so I don't 
lose my GT and Timsplitter saves. 


I used EDID on every monitor at work to see which had SOG - found one and 


now I'm gonna nick it. 


Warren 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS$2r71@www.netyaroze-europe.com... 
> Has anyone got their kit yet? I assume it's so quiet in here cos 


> everyone's off playing with theirs. Is it worth getting? How long did 
> it take to get yours? Has anyone been able to get their monitor to 

> work with it? Anyone know what games Sony are offering? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08133 


-—-MESSAGE FILE 9406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008134 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Wed, 5 Jun 2002 16:46:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <adlc47S2r73@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajhS$2r72@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> I used EDID 


Cheers for that. Looks like I need a new monitor or some sort of 
sync-on-green converter (I have a Viewsonic E71). 


Derek 


—-MESSAGE FILE 9406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08134 


-—-MESSAGE FILE 9407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008135 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Has anyone got a Linux Kit yet? 
Date: Wed, 5 Jun 2002 18:41:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 
Message-ID: <adlit3$2r74@www.netyaroze-europe. com> 
References: <adl9peS2r71@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-28.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


mine is apparently on the way, I got my email confirming it was on the way 
30 mins ago :) 


Nigel 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS2r71@www.netyaroze-europe.com... 
> Has anyone got their kit yet? I assume it's so quiet in here cos 


> everyone's off playing with theirs. Is it worth getting? How long did 
> it take to get yours? Has anyone been able to get their monitor to 

> work with it? Anyone know what games Sony are offering? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
08135 


—-MESSAGE FILE 9408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0008136 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Wed, 5 Jun 2002 19:56:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <adlin9eS2r75@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlit3$2r74@www.netyaro 
. com> 

NNTP-Posting-Host: host217-36-18-82.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


i ordered mine 5 mins ago and sent an email with my name and user id and 
ordernumber in. 

I hope we get to choose the games as i only have 2 games and if i get those 
2 ill be well pissed off! 

Anyway, im sure now that my studioworls 560N doesnt support SOG, so how do 
we get sync-on-green converters, as i spending more than my monry on the ki 
it'self! 


Chris 


—-MESSAGE FILE 9408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
08136 


—-MESSAGE FILE 9409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0008137 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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glish/000 


english/0 


ze—-europe 


Է 


glish/000 


english/0 
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Subject: Re: Has anyone got a Linux Kit yet? 
Date: Wed, 5 Jun 2002 21:43:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <ad1ti5S2r76@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Warren Khan" <W@rrenKhan.com> wrote in message 
news:adlajh$2r72@www.netyaroze-europe.com... 

<snip> 

> I used EDID on every monitor at work to see which had SOG - found 
one and 

> now I'm gonna nick it. 


How do you mean 'used EDID'? Is it a piece of software or hardware? 
All I could find out from a search for EDID is that it is a VESA 
standard, or something. 


Cheers, 
Rikki 


—-MESSAGE FILE 9409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08137 


-—-MESSAGE FILE 9410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008138 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Wed, 5 Jun 2002 21:52:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <adlu3fS2r77@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adl1ti5$2r76@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Rikki 
http://www. viewsoniceurope.com/Data/63/edid.exe 


Install this. Click the Retrieve EDID Data button. Then the button 
labelled Translate EDID immediately to its left. 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:ad1lti5$2r76@www.netyaroze-europe.com... 

> "Warren Khan" <W@rrenKhan.com> wrote in message 
news:adlajh$2r72@www.netyaroze-europe.com... 

<snip> 

> I used EDID on every monitor at work to see which had SOG - found 
one and 

> now I'm gonna nick it. 


How do you mean 'used EDID'? Is it a piece of software or hardware? 
All I could find out from a search for EDID is that it is a VESA 
standard, or something. 


Cheers, 
Rikki 


VVVVVVVVVVV VV 
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> 


—-MESSAGE FILE 9410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08138 


-—-MESSAGE FILE 9411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008139 

Path: chuka.playstation.co.uk!news 

From: "Warren" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Why I haven't received my Linux Kit yet 

Date: Wed, 5 Jun 2002 23:16:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 
Message-ID: <adm2svS2r78@www.netyaroze-europe. com> 

References: <adl9peS$2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: publicl-burn2-3-cust35.manc.broadband.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


GHHHAAAAAAAARRRRRGGGGHHHH 


She's gone on Holiday!! 


She's taken my delivery - didn't tell me and then went on Holiday. 


I don't even know when she's due back. 
How's that for unlucky. 
Warren 


"Warren Khan" <W@rrenKhan.com> wrote in message 
news:adlajh$2r72@www.netyaroze-europe.com... 

> I've just found out that mine was delivered to my neighbour (cos I 
wasn't 

> in) on Saturday morning and she still hasn't gotten around to giving it to 
> me or even telling me about it (I found out by chasing an UPS van this 

> morning and questioning the driver). 
> 
> 


I'm gonna give the old cow a bit of lip tonight, I could have had 84 
hours 
> to play with it over the weekend. 
> 
> I still want to know what games are being offered - Ico and the new FF 
are 
> on my list. Although I would prefer Ico and a new memory card so I don't 
> lose my GT and Timsplitter saves. 


> 

> I used EDID on every monitor at work to see which had SOG - found one 
and 

> now I'm gonna nick it. 


Warren 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS$2r71@www.netyaroze-europe.com... 

> Has anyone got their kit yet? I assume it's so quiet in here cos 

> everyone's off playing with theirs. Is it worth getting? How long did 
> it take to get yours? Has anyone been able to get their monitor to 


VVVVVVVVVVV VV 
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work with it? Anyone know what games Sony are offering? 


Cheers, 
Rikki 


VVVVVVVV 
V V V V V V 


—-MESSAGE FILE 9411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08139 


—-MESSAGE FILE 9412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008140 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Wed, 5 Jun 2002 23:24:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <adm3em$2r79@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Warren" <W@rrenKhan.com> wrote in message 
news:adm2sv$2r78@www.netyaroze-europe.com... 
> GHHHAAAAAAAARRRRRGGGGHHHH 


— She's gone on Holiday!! 

— She's taken my delivery - didn't tell me and then went on Holiday. 
մ I don't even know when she's due back. 

—Ç 

> How's that for unlucky. 


That's beyond funny. How facical is your story going to get? She'll 
pass away on holiday, and in her will, she'll leave everything in her 
house to her family, who refuse to return your kit to you, or 
something. 


I reckon break into her house - it's the only way ;-) 


Rikki 


--MESSAGE FILE 9412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08140 


—-MESSAGE FILE 9413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008141 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Wed, 5 Jun 2002 23:43:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <adm4hg$2r710@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adlti5$2r76@www.netyaroze-europe.com> <adlu3f$2r77@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:adlu3f$2r77@www.netyaroze-europe.com... 
> Hi Rikki 


http://www.viewsoniceurope.com/Data/63/edid.exe 


Install this. Click the Retrieve EDID Data button. Then the button 
labelled Translate EDID immediately to its left. 


VVVVYV 


Cheers Derek. 
Is "Analogue Composite Sync On Green" a good sign? 


Rikki 


—-MESSAGE FILE 9413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08141 


—-MESSAGE FILE 9414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008142 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Thu, 6 Jun 2002 13:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <adnka5$2r711@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <adm3em$2r79@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-86-6.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I would suggest the same, or phone the police and say she has stolen goods 
and get them to do it! 


—-MESSAGE FILE 9414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08142 


—-MESSAGE FILE 9415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008143 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Thu, 6 Jun 2002 13:21:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <adnkf7$2r712@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adlti5$2r76@www.netyaroze-europe.com> <adlu3f$2r77@www.netyaroze-europe. com> 
<adm4hg$2r710@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-34-86-6.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> Is "Analogue Composite Sync On Green" a good sign? 
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i would say so myself, and im guessing the following is a bad sign... 
VIDEO INPUT DEFINITION: 


Analog Signal 


0.700, 0.000 (0.700 Vp-p) 


Separate Syncs, Blank-to-Black Setup 


—-MESSAGE FILE 9415 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08143 


—-MESSAGE FILE 9416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008144 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Thu, 6 Jun 2002 14:23:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 
Message-ID: <adno46$2r713@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-705.bellsprout.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


If that happened to me I would never see my Linux kit. 
Break in, you know you want to :) 
Max 


"Warren" <W@rrenKhan.com> wrote in message 
news: adm2sv$2r78@www.netyaroze-europe.com... 
> GHHHAAAAAAAARRRRRGGGGHHHH 

> 

She's gone on Holiday!! 


She's taken my delivery - didn't tell me and then went on Holiday. 


I don't even know when she's due back. 


How's that for unlucky. 


Warren 


"Warren Khan" <W@rrenKhan.com> wrote in message 
news:adlajh$2r72@www.netyaroze-europe.com... 

> I've just found out that mine was delivered to my neighbour (cos I 
wasn't 

> in) on Saturday morning and she still hasn't gotten around to giving it 


me or even telling me about it (I found out by chasing an UPS van this 
morning and questioning the driver). 


I'm gonna give the old cow a bit of lip tonight, I could have had 84 
hours 

> to play with it over the weekend. 

> 

> I still want to know what games are being offered - Ico and the new FF 
are 


VVVVVVVVV EVV VV VV VV VV VV VV VV VV 
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> > on my list. Although I would prefer Ico and a new memory card so I 
don't 

> > lose my GT and Timsplitter saves. 

>> 

>> I used EDID on every monitor at work to see which had SOG - found one 
and 

> now I'm gonna nick it. 


Warren 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS$2r71@www.netyaroze-europe.com... 
> Has anyone got their kit yet? I assume it's so quiet in here cos 


> everyone's off playing with theirs. Is it worth getting? How long did 
> it take to get yours? Has anyone been able to get their monitor to 

> work with it? Anyone know what games Sony are offering? 

> 

> Cheers, 

> Rikki 

> 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV 


-—-MESSAGE FILE 9416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08144 


-—-MESSAGE FILE 9417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008145 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Thu, 6 Jun 2002 16:44:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <adnst1$2r714@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <adno46$2r713@www.netyaroze-europe. com> 
NNTP-Posting-Host: p412-110.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yeah, go on mate. Break in. Six months in the slammer goes by just like 
that. Come on. Here Chickey chickey.Btw I just got my kit today it is 
Տօօօ....1 don't know how to describe it. Probably because what I'm saying 
isn't true. I'll have to wait till next week before mine drops through the 
door (VISA cockup : ) ). 


Sorry about your bad luck, still there is allways the World Cup to keep you 
going ; ) 


Mark O. 

> 

> Break in, you know you want to :) 
> 

> Max 

> 


—-MESSAGE FILE 9417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08145 


—-MESSAGE FILE 9418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008146 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Linux Offer 

Date: Thu, 6 Jun 2002 23:46:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <adoot1$2r715@www.netyaroze-europe.com> 

References: <ad8knr$qjg3@www.netyaroze-europe.com> <3CF7D8B2.6BB4A0F3@dk.ibm.com> <a 
d8qb1$qjg4@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


The linuxplay.com was definately a secure site when I ordered mine! 
What made him think it wasn't? 
-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news :ad8qb1$qjg4@www.netyaroze-europe.com... 

> hey you stole my post!! never mind. 

So we order it first and then send them an email? 

I was going to order it today with my dad but because it didnt seem to be 


secure site he refused to do it. he sent an email but is there anyway of 
doing it securely?? 


V V V VO V V 


--MESSAGE FILE 9418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08146 


—-MESSAGE FILE 9419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008147 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Thu, 6 Jun 2002 23:46:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <adooucS2r716@www.netyaroze-europe. com> 
References: <adl9peS2r71@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yup - loving it except for the Sync On Green issue. 
-Kenny 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS2r71@www.netyaroze-europe.com... 

> Has anyone got their kit yet? I assume it's so quiet in here cos 
everyone's off playing with theirs. Is it worth getting? How long did 
it take to get yours? Has anyone been able to get their monitor to 
work with it? Anyone know what games Sony are offering? 


Cheers, 
Rikki 


VVVVVVVV 
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—-MESSAGE FILE 9419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08147 


-—-MESSAGE FILE 9420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008148 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Linux Offer 

Date: Fri, 7 Jun 2002 00:02:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <adoq24S$2r717@www.netyaroze-europe. com> 

References: <ad8knr$qjg3@www.netyaroze-europe.com> <3CF7D8B2.6BB4A0F3@dk.ibm.com> <a 
d8qb1$qjg4@www.netyaroze-europe.com> <adoot1$2r715@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-4-122.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 

news: adoot1$2r715@www.netyaroze-europe.com... 

> The linuxplay.com was definately a secure site when I ordered mine! 
> What made him think it wasn't? 

> -Kenny 


Well on any of our comps theres no pad-lock and its not on https. All the 
same we did it by ordering then phoning up to give credit card details. :D 


—-MESSAGE FILE 9420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08148 


—-MESSAGE FILE 9421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008149 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Fri, 7 Jun 2002 00:03:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 
Message-ID: <adoq47S$2r718@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adoouc$2r716@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host217-35-4-122.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


sooooo, how we fix the sync-on-green thing? My comp wont support it and i 
can't afford one that does.. 


—-MESSAGE FILE 9421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08149 


—-MESSAGE FILE 9422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008150 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Fri, 07 Jun 2002 10:16:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 5 

Message-ID: <3d008745.831203347@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adoouc$2r716@www.netyaroze-europ 
e.com> <adoq47$2r718@www.netyaroze-europe. com> 

NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


There are a number of people who are looking at producing a SoG 
convertor. 


Mark 


—-MESSAGE FILE 9422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08150 


—-MESSAGE FILE 9423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008151 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze Linux Offer 

Date: Fri, 7 Jun 2002 13:19:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <adq8ph$2r719@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi Derek, 


Thanks for contacting us. To take advantage of the offer, you just need to 
place your order as normal on the www.linuxplay.com website, and then send 
us the order reference number once you have received your kit. 


Once Interactive have verified your order for us, we'll send you two 
PlayStation 2 titles; Final Fantasy X, plus one other title selected at 
random. The games are the commercial version that you would expect to see 
in the stores, shrink wrapped with case & manual. 


I hope that answers your enquiry. 
Regards, 


Sarah. 


-—-MESSAGE FILE 9423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08151 


—-MESSAGE FILE 9424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008152 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Linux Offer 

Date: Fri, 7 Jun 2002 13:52:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <adqalh$2r720@www.netyaroze-europe. com> 
References: <adq8ph$2r719@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-21-100.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Damn! i already have ffx!! evil.. how much does it sell for brand new? 
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—-MESSAGE FILE 9424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08152 


—-MESSAGE FILE 9425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008153 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Sat, 8 Jun 2002 10:06:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <adshliS2r721@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adooucS2r716@www.netyaroze-europ 
e.com> <adoq47$2r718@www.netyaroze-europe.com> <3d008745.831203347@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yup I was one of them. 


I investigated 2 different chips which would do the job for a reasonble 
cost, but to support 1024x768x60hz on either of them is pushing the chips to 
the very limit - with poor quality picture and short-life as a result! 


There is a device on the market which sells for about £40 called "the VGA 
Box" but I can't remember where I saw it or who sells it! It gives you a VGA 
Compatiable output from a PS1 or PS2 


-Kenny 


"Mark Dickman" <markd@elenisys.freeserve.co.uk> wrote in message 
news :3d008745.831203347@www.netyaroze-europe.com... 

> There are a number of people who are looking at producing a SoG 
convertor. 


> 
> 
> Mark 
> 


—-MESSAGE FILE 9425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08153 


—-MESSAGE FILE 9426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008154 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Sat, 8 Jun 2002 13:08:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <adssf1$2r722@www.netyaroze-europe.com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adooucS2r716@www.netyaroze-europ 
e.com> <adoq47$2r718@www.netyaroze-europe.com> <3d008745.831203347@www.netyaroze-eur 
ope.com> <adshliS2r721@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-34-87-158.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


If they will run at 800x600 then thats not too bad (as long as the PS2 will 
support 800x600), 1024 doesn't bother me to be honest as long as i can use 
the thing! 

How much would a 800x600 chip cost compared to one that would work well on 
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1024? 


—-MESSAGE FILE 9426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08154 


—-MESSAGE FILE 9427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008155 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Has anyone got a Linux Kit yet? 

Date: Sat, 8 Jun 2002 14:54:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 
Message-ID: <adsv62S$2r723@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adooucS$2r716@www.netyaroze-europ 
e.com> <adoq47$2r718@www.netyaroze-europe.com> <3d008745.831203347@www.netyaroze-eur 
ope.com> <adshli$2r721@www.netyaroze-europe. com> 

NNTP-Posting-Host: p413-047.ppp.get2net.dk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Are you talking about the "VGA box" made by Redant? It only produces a VGA 
Signal by the line-doubling method, i.e it fills in the missing horizontal 
lines needed to get a 640x480 image by doubling some of the lines. I don't 
think it would cope with a VGA signal from the PS2 if that was what you 
meant. It also has a drawback as it gets its power from one of the memory 
card slots. The image it produces is also slightly blurry. 

Just a thought, maybe the XRGB-2 plus would be worth looking into. It is a 
true upscan converter and should give an exceptionally crisp VGA 

display (probably only for PAL/NTSC signals). However it clocks in at 2498 at 
www.madeiragames.com .Great for gaming, probably not for PS2Linux 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 
news:adshliS$2r721@www.netyaroze-europe.com... 

> Yup I was one of them. 

> 

> I investigated 2 different chips which would do the job for a reasonble 

> cost, but to support 1024x768x60hz on either of them is pushing the chips 
to 

> the very limit - with poor quality picture and short-life as a result! 

> 

> There is a device on the market which sells for about £40 called "the VGA 
> Box" but I can't remember where I saw it or who sells it! It gives you a 
VGA 


> Compatiable output from a PS1 or PS2 

> 

> -Kenny 

> 

> "Mark Dickman" <markd@elenisys.freeserve.co.uk> wrote in message 
> news: 3d008745.831203347@www.netyaroze-europe.com... 

> > There are a number of people who are looking at producing a SoG 
> > convertor. 

>> 

> > Mark 

>> 

> 

> 


—-MESSAGE FILE 9427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08155 


—-MESSAGE FILE 9428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008156 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Has anyone got a Linux Kit yet? 
Date: Sat, 8 Jun 2002 22:51:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 
Message-ID: <adtukuS5gul@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adooucS$2r716@www.netyaroze-europ 
e.com> <adoq47$2r718@www.netyaroze-europe.com> <3d008745.831203347@www.netyaroze-eur 
ope.com> <adshliS2r721@www.netyaroze-europe.com> <adsv62S2r723@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host217-34-65-49.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I meant the ones kenny mentioned, although its all good to know! 


—-MESSAGE FILE 9428 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08156 


—-MESSAGE FILE 9429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008157 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone go to the NTK/Metamute Festival of Inappropriate Technology 
Date: Mon, 10 Jun 2002 08:17:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3d04607b.145395237@www.netyaroze-europe. com> 
NNTP-Posting-Host: ns.e-initiative.com 

X-Newsreader: Forte Free Agent 1.21/32.243 


yesterday? 


I was planning to, but in the end couldn't make it. Apparently SarahE 
and a couple of others from PS2-Linux were there showing off the 
system. 


www.xcom2002.com for details of what looked to be some very 
interesting stuff. Slashdot has a write up, and a couple of blogs were 
done live from the floor. 


Mark 


—-MESSAGE FILE 9429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08157 


-—-MESSAGE FILE 9430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008158 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Tue, 11 Jun 2002 17:45:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 82 
Message-ID: <ae59siS5gu2@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Everything has gone very quiet around here. 
You're either hunting wabbit or have your linux kits. 
Guess who's still waiting for his next door neighbour to return home. 
11 days so far. I got stopped by one of the people on further up the 
street on Sunday night cos he had seen me going up to the house a few nights 


in a row and thought I was casing it. 


I am now so unlucky that I have upped the number of sheets of paper I use 
in case my fingers go through. 


And SCEE aren't giving away copies of ICO 
Warren 
"Warren" <W@rrenKhan.com> wrote in message 
news: adm2sv$2r78@www.netyaroze-europe.com... 


> GHHHAAAAAAAARRRRRGGGGHHHH 


She's gone on Holiday!! 


She's taken my delivery - didn't tell me and then went on Holiday. 


I don't even know when she's due back. 


How's that for unlucky. 


Warren 


"Warren Khan" <W@rrenKhan.com> wrote in message 

news: adlajh$2r72@www.netyaroze-europe.com... 

> I've just found out that mine was delivered to my neighbour (cos I 
wasn't 

> in) on Saturday morning and she still hasn't gotten around to giving it 


me or even telling me about it (I found out by chasing an UPS van this 
morning and questioning the driver). 


I'm gonna give the old cow a bit of lip tonight, I could have had 84 
hours 

> to play with it over the weekend. 

> 

> I still want to know what games are being offered - Ico and the new FF 
are 

> on my list. Although I would prefer Ico and a new memory card so I 
on't 

lose my GT and Timsplitter saves. 


I used EDID on every monitor at work to see which had SOG - found one 


թ) 
Q 


now I'm gonna nick it. 


Warren 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS$2r71@www.netyaroze-europe.com... 

> Has anyone got their kit yet? I assume it's so quiet in here cos 
everyone's off playing with theirs. Is it worth getting? How long did 
it take to get yours? Has anyone been able to get their monitor to 
work with it? Anyone know what games Sony are offering? 


VVVVVVVVVVVVV VV VV VV VV QV VV VV VV VV VEY VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVV VV V&V VV 


V V V V V 


Cheers, 
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> Rikki 
> 
> 


VVVVVVV 
V V V V V 


--MESSAGE FILE 9430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08158 


--MESSAGE FILE 9431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008159 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Tue, 11 Jun 2002 21:19:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <ae5mceS5gu3@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajhS$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Warren Khan" <W@rrenKhan.com> wrote in message 
news:ae59siS5gu2@www.netyaroze-europe.com... 
> Everything has gone very quiet around here. 


> 

> You're either hunting wabbit or have your linux kits. 

> 

> Guess who's still waiting for his next door neighbour to return 
home. 

> 

> 11 days so far. I got stopped by one of the people on further up 
the 


> street on Sunday night cos he had seen me going up to the house a 
few nights 
> in a row and thought I was casing it. 


You are! 


> I am now so unlucky that I have upped the number of sheets of 
paper I use 
> in case my fingers go through. 


Through what? 
> And SCEE aren't giving away copies of ICO 
Why did you ask? Isn't it 'random'? 


Rikki 


—-MESSAGE FILE 9431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08159 


—-MESSAGE FILE 9432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008160 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS 

Date: Tue, 11 Jun 2002 21:46:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <aeSnufS5gu4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-161-22.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi All, 


I believe that ECTS registration is now open, this year there also is the 
consumer Sony show built in so it all should be a lot better than last years 
dismal effort. 


I'm hoping that a few Yaroze guys will go, maybe arrange another ECTS meet? 


Marc. 


6196 


—-MESSAGE FILE 9432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08160 


-—-MESSAGE FILE 9433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008161 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Has anyone got a Linux Kit yet? 
Date: Tue, 11 Jun 2002 23:14:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <aeS5stg$5gu5@www.netyaroze-europe. com> 


References: <adl9peS2r71@www.netyaroze-europe.com> <adooucS2r716@www.netyaroze-europ 
e.com> <adoq47$2r718@www.netyaroze-europe.com> <3d008745.831203347@www.netyaroze-eur 
ope.com> <adshliS2r721@www.netyaroze-europe.com> <adssf1$2r722@www.netyaroze-europe. 


com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


It should run at 800x600 no problem. 

The issue is that you need a resistor, at a given value, which is dependent 
upon Vertical resolution and refresh rate. So the higher the refreshrate 
and/or vertical resolution, the lower the value of 'Rset' and the chip is 
only gauranteed to work up to about 40 Khz (600 lines at 65Hz would be 
39Khz so even that is very close to the limits) 


I have the cips and other bits and pieces but don't have enought time to 
actually build one yet. Maybe tomorrow..... 


-Kenny 


The chip is the same no matter which resolution you use, so the price would 
be the same. The chip is an LM1881 Sync seperator. 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:adssf1$2r722@www.netyaroze-europe.com... 

> If they will run at 800x600 then thats not too bad (as long as the PS2 
will 

support 800x600), 1024 doesn't bother me to be honest as long as i can use 
> the thing! 

> How much would a 800x600 chip cost compared to one that would work well on 
> 1024? 
> 
> 


v 
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—-MESSAGE FILE 9433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08161 


—-MESSAGE FILE 9434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008162 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: For those about to Buy, we salute you. 

Date: Tue, 11 Jun 2002 23:20:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <ae5t8gS5gué@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


FOr those about to buy a Linux (For PlayStation2) kit be aware.... 


You really will need a monitor that supports Sync On Green. Check the 
Monitor DB at www.playstation2-linux.com beforehand to make sure yours is 
compatible. 


I emailed most of the manufacturers, many of them told me it was on an old 
standard that very few manufacturers support nowadays, so be very careful 


There are alternatives...... You can do a 'blind' install then use VI (also 
blind) to edit a startup file so the PS2 will run in PAL mode, then use your 
TV (no use for X-Window) 


Or you can do a blind install then run an X Server on your PC to logon to 
the PS2 


Some of use are looking at the possibility of building a SoG to VGA 
convertor, but it's not as easy as you might think, and would be fixed at 
one permanent resolution. 


So take care to check your monitor before you get frustrated! 
But don't let me put you off! Linux on PS2 is great. 


-Kenny 


--MESSAGE FILE 9434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08162 


--MESSAGE FILE 9435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008163 

Path: chuka.playstation.co.uk!news 

From: "Warren" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Tue, 11 Jun 2002 23:21:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 
Message-ID: <ae5td1$5gu7@www.netyaroze-europe.com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<ae5mceS$5gu3@www.netyaroze-europe. com> 

NNTP-Posting-Host: publicl-burn2-3-cust35.manc.broadband.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


What kind of paper would you most hate your fingers to go through? 


Net Yaroze newsgroups message dump.txt 


I did ask if they had ICO - they said they didn't, so I sent in my top 5 


wanted list just in case they had one they could send. 


Haven't heard anything back yet. 


Warren 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: ae5mceS$5gu3@www.netyaroze-europe.com... 

> "Warren Khan" <W@rrenKhan.com> wrote in message 

news: ae59siS5gu2@www.netyaroze-europe.com... 


the 


few nights 
> in a row and thought I was casing it. 


You are! 

paper I use 

> in case my fingers go through. 

Through what? 

> And SCEE aren't giving away copies of ICO 
Why did you ask? Isn't it 'random'? 


Rikki 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


> Everything has gone very quiet around here. 

> 

> You're either hunting wabbit or have your linux kits. 

> 

> Guess who's still waiting for his next door neighbour to return 
home 

> 

> 11 days so far. I got stopped by one of the people on further up 


> street on Sunday night cos he had seen me going up to the house a 


> I am now so unlucky that I have upped the number of sheets of 


Page 6198 


—-MESSAGE FILE 9435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08163 


—-MESSAGE FILE 9436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008164 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 
Date: Tue, 11 Jun 2002 23:39:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ae5ujkS$5gu8@www.netyaroze-europe. com> 
References: <ae5t8g$5gu6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-17-69.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Or you can do a blind install then run an X Server on your PC to logon to 
the PS2", you mean, if i ran Radmin 2.1 on the linux and wired it up to the 


network I'd be able to use it that way, like it was my PC? 


This would be my prefered way even to its own monitor as it would use up 
less space ans be alot easier than disconnecting the monitor every time i 


wanted to use it!! 
Please explain more! 
Chris 


Net Yaroze newsgroups message dump.txt Page 6199 


—-MESSAGE FILE 9436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08164 


—-MESSAGE FILE 9437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008165 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Tue, 11 Jun 2002 23:46:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 
Message-ID: <ae5uv5S5gu9@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<ae5mceS$5gu3@www.netyaroze-europe.com> <ae5td1$5gu7@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-39-17-69.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


he's talking about bg roll, and it had me in stitches longer than it should 
have. I hope my kit gets here without probs.. 


--MESSAGE FILE 9437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08165 


—-MESSAGE FILE 9438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008166 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Wed, 12 Jun 2002 23:40:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <ae8irgScufl@www.netyaroze-europe. com> 

References: <ae5t8gS5gu6é@www.netyaroze-europe.com> <ae5ujkS5gu8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


OK, first some conventions which may soudn a little backass at first..... 
An X-Server is the bit that displasy the output!!! and X-Client is the bit 
that provides the information to be displayed..... 

It sounds odd, but that's the way it is. 


Once (1) you get Linux installed on your PS2, you can start the X-Clients 
and have them running on the PS2, then start your X-Server (something Cygwin 
Xfree86 or similar) on the PC - that would give you a graphocal interface to 
your linux box, from the PC monitor. 

I supposed you could liken it to a GUI version of telnet. 


There are some threads and discussions about doing this over on the PS2 
Linux site at www.playstation2-linux.com 


On top of that, if you setup SAMBA on the PS2 you can share files between 
the two systems as easily as between to Windows PCs 


-Kenny 
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"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: ae5ujkS$5gu8@www.netyaroze-europe.com... 

> "Or you can do a blind install then run an X Server on your PC to logon to 
> the PS2", you mean, if i ran Radmin 2.1 on the linux and wired it up to 
the 

network I'd be able to use it that way, like it was my PC? 

> This would be my prefered way even to its own monitor as it would use up 
> less space ans be alot easier than disconnecting the monitor every time i 
> wanted to use it!! 

> Please explain more! 

> 

> 

> 


v 


Chris 


—-MESSAGE FILE 9438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08166 


-—-MESSAGE FILE 9439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008167 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Wed, 12 Jun 2002 23:42:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <ae8iufScuf2@www.netyaroze-europe.com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<ae5mceS5gu3@www.netyaroze-europe.com> <ae5td1$5gu7@www.netyaroze-europe.com> <ae5uv 
5S5gu9@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


My Gran used to tell me this rhyme.... 


There was a wee baker, who lived in Jamaica 
He wiped his bott with a wee bit of paper, 
The paper was thin, 

His finger slipped in, 

Oh what a mess the wee baker was in! 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: aeSuv5$5gu9@www.netyaroze-europe.com... 

> he's talking about bg roll, and it had me in stitches longer than it 
should 

> have. I hope my kit gets here without probs.. 

> 

> 


—-MESSAGE FILE 9439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08167 


—-MESSAGE FILE 9440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008168 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Thu, 13 Jun 2002 15:44:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <aeabhiScuf3@www.netyaroze-europe. com> 

References: <ae5t8g$5gu6é@www.netyaroze-europe.com> <ae5ujk$5gu8@www.netyaroze-europe 
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.com> <ae8irg$cufl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Kenny Millar" <yaroze@ntlworld.com> wrote in message 
news: ae8irgScufl@www.netyaroze-europe.com... 
> OK, first some conventions which may soudn a little backass at 


> An X-Server is the bit that displasy the output!!! and X-Client is 
the bit 

> that provides the information to be displayed..... 

> It sounds odd, but that's the way it is. 

> 

> Once (!) you get Linux installed on your PS2, you can start the 
X-Clients 

> and have them running on the PS2, then start your X-Server 
(something Cygwin 

> Xfree86 or similar) on the PC - that would give you a graphocal 
interface to 

> your linux box, from the PC monitor. 


How do you connect the PC and PS2? On a similar subject, what's the 
best way of connecting both PS2 and PC to my Blueyonder Cable modem? 


Cheers, 
Rikki 


—-MESSAGE FILE 9440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08168 


—-MESSAGE FILE 9441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008169 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Thu, 13 Jun 2002 16:17:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <aeadecScuf4@www.netyaroze-europe. com> 

References: <ae5t8gS5gu6é@www.netyaroze-europe.com> <ae5ujkS5gu8@www.netyaroze-europe 
.com> <ae8irg$cufl@www.netyaroze-europe.com> <aeabhlScuf3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-94-190.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I think that sounds like what i meant, a bit like the MSN remote help 
programs? I have an ethernet hub with currently 3 PC's using the MS cliet 
networking settings, would i be able to plug it into that and get the screen 
data and the net connection through it, and in the same way, would it be 
possible to use that connection for games that support the net? 

Chris 


—-MESSAGE FILE 9441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08169 


—-MESSAGE FILE 9442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008170 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Thu, 13 Jun 2002 17:21:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 32 

Message-ID: <aeah8iScuf5@www.netyaroze-europe.com> 

References: <ae5t8g$5gué@www.netyaroze-europe.com> <ae5ujk$5gu8@www.netyaroze-europe 
.com> <ae8irg$cufl@www.netyaroze-europe.com> <aeabhlScuf3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I have a Linksys BEFSR41 Cable modem ( with 4 ports ) that has the added 
advantage of making all PCs going through it look as if it only has 1 IP 
address - so no having to register different PCs with the supplier. It can 
also take the MAC address of your current network card connection to the 
modem so the modem can't tell that you've changed devices which saves having 
to register the modem as a new PC to the modem. It also runs at 10/100, has 
a web based interface and looks pretty. Օհ, and has built in DHCP and costs 
around £80 - you can get them most places (PC World, etc.). I recommend 
that you download the latest firmware once you have one - VERY easy to do. 


I've never had a problem with it, unlike the rest of my sh*tty Linuxless 
life 


Nice limerick by the way, Grannies can be great source of shocking 
surprises, I remember when mine asked me and my girlfriend if we were any 
good at necking. 


Warren 


> 

> How do you connect the PC and PS2? On a similar subject, what's the 
> best way of connecting both PS2 and PC to my Blueyonder Cable modem? 
> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08170 


—-MESSAGE FILE 9443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008171 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: Thu, 13 Jun 2002 22:44:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 
Message-ID: <aeb44iScufé@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1070.arbok.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


6 Months in the slammer sure would feel like less time than waiting for your 
neighbour to arrive... 11 days, I think you can assume she's away for the 
fortnight, otherwise your gonna have a bone to pick with her when she gets 
back. 


Just hope she hasn't immigrated :) 


Max 
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"Warren Khan" <W@rrenKhan.com> wrote in message 
news:ae59siS5gu2@www.netyaroze-europe.com... 
> Everything has gone very quiet around here. 


> 
> You're either hunting wabbit or have your linux kits. 

> 

> Guess who's still waiting for his next door neighbour to return home. 
> 

> 


11 days so far. I got stopped by one of the people on further up the 
> street on Sunday night cos he had seen me going up to the house a few 


nights 

> in a row and thought I was casing it. 

> 

> I am now so unlucky that I have upped the number of sheets of paper I 
use 

> in case my fingers go through. 


And SCEE aren't giving away copies of ICO 


Warren 


"Warren" <W@rrenKhan.com> wrote in message 
news: adm2sv$2r78@www.netyaroze-europe.com... 
> GHHHAAAAAAAARRRRRGGGGHHHH 

> 

She's gone on Holiday!! 


She's taken my delivery - didn't tell me and then went on Holiday. 


I don't even know when she's due back. 


How's that for unlucky. 


Warren 


"Warren Khan" <W@rrenKhan.com> wrote in message 
news:adlajh$2r72@www.netyaroze-europe.com... 

> I've just found out that mine was delivered to my neighbour (cos I 
wasn't 

> > in) on Saturday morning and she still hasn't gotten around to giving 


VVVVVVVVVVVVVVV VV 


Me Me pu VEN N ԱՆՏԱ ԱՆԱՐ Q SSS. ee NG V V VENN ee ee on s NN 


to 

> > me or even telling me about it (1 found out by chasing an UPS van 
his 

> > morning and questioning the driver). 

>> 

>> I'm gonna give the old cow a bit of lip tonight, I could have had 84 
> hours 

> > to play with it over the weekend. 

>> 

>> I still want to know what games are being offered - Ico and the new 
E 

> are 

> > on my list. Although I would prefer Ico and a new memory card so I 
don't 

> > lose my GT and Timsplitter saves. 

>> 

>> I used EDID on every monitor at work to see which had SOG - found 
ne 

> and 

> > now I'm gonna nick it. 

>> 

>> 

> > Warren 

>> 

>> 

>> 

>> 

>> 
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"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:adl9peS$2r71@www.netyaroze-europe.com... 

> Has anyone got their kit yet? I assume it's so quiet in here cos 
> everyone's off playing with theirs. Is it worth getting? How long 


H- 
VV V V 


VVVVVVVVVVV QV V V V 


> it take to get yours? Has anyone been able to get their monitor to 
> work with it? Anyone know what games Sony are offering? 

> 

> Cheers, 

> Rikki 

> 

> 


VVVVVVVVVVVVV VV VV 
VVVVVVVVV 


-—-MESSAGE FILE 9443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08171 


—-MESSAGE FILE 9444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008172 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Fri, 14 Jun 2002 00:06:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <aeb8nkScuf7@www.netyaroze-europe. com> 

References: <ae5t8g$5gué@www.netyaroze-europe.com> <ae5ujkS$5gu8@www.netyaroze-europe 
.com> <ae8irg$cufl@www.netyaroze-europe.com> <aeabhlScuf3@www.netyaroze-europe. com> 
<aeadecScuf4@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yup, that's exactly what I do! 
-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: aeadecScuf4@www.netyaroze-europe.com... 

> I think that sounds like what i meant, a bit like the MSN remote help 

> programs? I have an ethernet hub with currently 3 PC's using the MS cliet 
> networking settings, would i be able to plug it into that and get the 
screen 

> data and the net connection through it, and in the same way, would it be 
possible to use that connection for games that support the net? 

Chris 


> 
> 
> 
> 


—-MESSAGE FILE 9444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08172 


—-MESSAGE FILE 9445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008173 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet 

Date: 14 Jun 2002 06:59:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c21370S08c3a6a0$a793933e@pal-—s-—omnibook> 
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References: <adl9peS2r71@www.netyaroze-europe.com> <adlajhS$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-5-62-147-147-167.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Warren Khan <W@rrenKhan.com> wrote in article 
<ae59siS5gu2@www.netyaroze-europe.com>... 
> Guess who's still waiting for his next door neighbour to return home. 


You shouldn't expect someone who's just got a Linux Kit for free to make an 
appearance anywhere other than on playstation2-linux.com. Check there ;) 


—-MESSAGE FILE 9445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08173 


—-MESSAGE FILE 9446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008174 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Remaining Yaroze Stock 

Date: 14 Jun 2002 07:13:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01c21371Se8f815c0$a793933e@pal-—s—omnibook> 
NNTP-Posting-Host: nas-cbv—-5-62-147-147-167.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Now that the Linux Kit is out, there should not be much point for Sony to 
keep its last Yarozes (I remember them saying that they were keeping some 
for Uni's, as replacements), nor for Universities to still use them a 


lot... So would there be any chance that they sell them? I'd happily have a 
second one :) (I already broke a small plastic part of mine and my boot cd 
finally got a little scratched after 5 years :( ) ... And there are people 


out there who may still want just a first one. 
pal 


—-MESSAGE FILE 9446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08174 


—-MESSAGE FILE 9447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008175 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Remaining Yaroze Stock 

Date: Fri, 14 Jun 2002 23:03:03 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <aecipkScuf8@www.netyaroze-europe. com> 
References: <01c21371Se8f815c0$a793933e@pal-—s-—omnibook> 
NNTP-Posting-Host: 203-96-148-35.apxl.paradise.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Id deffinately have a second, and i have a friend that has been trying to 
buy one for a while, so they would snap one up aswell. i think it would 
still be a while before sony decided to sell remaining stock, i mean they 
most likely would rather give them to high schools so that younger kids 
would have a chance to play with the machines and get some basis to start 
game dev on, i know it would have been much more interesting doing that when 
i was at high school insted of writing stupid basic programs!. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news :01¢c21371S$e8f815c0$a793933e@pal-—s-—omnibook... 
> Now that the Linux Kit is out, there should not be much point for Sony to 
> keep its last Yarozes (I remember them saying that they were keeping some 
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for Uni's, as replacements), nor for Universities to still use them a 
lot... So would there be any chance that they sell them? I'd happily have 


second one :) (I already broke a small plastic part of mine and my boot cd 
finally got a little scratched after 5 years :( ) ... And there are people 
out there who may still want just a first one. 


pal 


VVVVVV®Y VV 


—-MESSAGE FILE 9447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08175 


—-MESSAGE FILE 9448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008176 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux questions 

Date: Fri, 14 Jun 2002 23:05:36 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aeciucScuf 9@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203-96-148-35.apxl.paradise.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok well ive got a question for anyone that has had a bit of a play with the 
linux kit. Id like to know what kind of tools or information have been 
supplied for game dev on the machine? have similar things to the yaroze 
information been supplied in the std linux kit? 


any information on the documentation or tools supplied would be helpful, im 
still trying to decide if i want to get one, im having too much fun with 
yaroze to even consider the next step up :) 


Greg 


-—-MESSAGE FILE 9448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08176 


—-MESSAGE FILE 9449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008177 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Fri, 14 Jun 2002 16:50:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <aed3n8Scufl0@www.netyaroze-europe.com> 

References: <ae5t8g$5gué@www.netyaroze-europe.com> <ae5ujk$5gu8@www.netyaroze-europe 
.com> <ae8irg$cufl@www.netyaroze-europe.com> <aeabh1lScuf3@www.netyaroze-europe. com> 
<aeadecScuf4@www.netyaroze-europe.com> <aeb8nkS$cuf7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-22-10.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ooooo, you do that? what software you use for it? I have Remote Admin, will 
that work? could you send it me? 


—-MESSAGE FILE 9449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08177 
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-—-MESSAGE FILE 9450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008178 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Fri, 14 Jun 2002 17:21:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <aed5bcScuf1l@www.netyaroze-europe. com> 

References: <ae5t8g$5gu6é@www.netyaroze-europe.com> <ae5ujkS$5gu8@www.netyaroze-europe 
.com> <ae8irg$Scufl@www.netyaroze-europe.com> <aeabhlScuf3@www.netyaroze-europe. com> 
<aeadecS$cuf4@www.netyaroze-europe.com> <aeb8nkScuf7@www.netyaroze-europe.com> <aed3n 
8Scuf1l0@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I doubt very much if RemoteAdmin will work. 


You'll need an X-Window server to run on the PC. I use Cygwin Xfree86 from 
www.cgywin.org 


Try asking the questions over at http://www.playstation2-linux.com there's 
more people their who can help! 


-Kenny 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: aed3n8Scufl0@www.netyaroze-europe.com... 

> 00000, you do that? what software you use for it? I have Remote Admin, 
will 

> that work? could you send it me? 

> 

> 


—-MESSAGE FILE 9450 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08178 


—-MESSAGE FILE 9451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008179 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Fri, 14 Jun 2002 17:24:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <aed5h4Scuf1l2@www.netyaroze-europe. com> 
References: <aeciucScuf 9@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-kirk2-0-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The documentation is great. 
There is VERY detailed documents on the Emotion Engine, the Graphics and 
Sounds Synths etc 


It comes with a GCC Compiler and some sample apps, but no cross compiler - 
so you need to compile your games on the PS2 itself. 


can't post any of the docs as that would be in violation of the PS2Linux 
terms. 


take a look at http://www.playstation2-linux.com and some of the projects 
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there. 
-Kenny 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: aeciucScuf9@www.netyaroze-europe.com... 

> ok well ive got a question for anyone that has had a bit of a play with 

the 

> linux kit. Id like to know what kind of tools or information have been 

> supplied for game dev on the machine? have similar things to the yaroze 

> information been supplied in the std linux kit? 

> 

> any information on the documentation or tools supplied would be helpful, 
im 

still trying to decide if i want to get one, im having too much fun with 
yaroze to even consider the next step up :) 


> 
> 
> 
> Greg 
> 
> 


—-MESSAGE FILE 9451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08179 


—-MESSAGE FILE 9452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008180 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: For those about to Buy, we salute you. 

Date: Fri, 14 Jun 2002 18:31:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <aed9k0Scuf13@www.netyaroze-europe. com> 

References: <ae5t8g$5gu6é@www.netyaroze-europe.com> <ae5ujk$5gu8@www.netyaroze-europe 
.com> <ae8irg$cufl@www.netyaroze-europe.com> <aeabhl1Scuf3@www.netyaroze-europe. com> 
<aeadecScuf4@www.netyaroze-europe.com> <aeb8nkScuf7@www.netyaroze-europe.com> <aed3n 
8Scufl0@www.netyaroze-europe.com> <aed5bcS$cufll@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-22-10.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Will this work on win XP? 
i havent got the kit yet but i would like to have it all set up ready before 
it gets here!! 


—-MESSAGE FILE 9452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08180 


-—-MESSAGE FILE 9453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008181 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Sat, 15 Jun 2002 17:44:15 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <aeekfrScuf1l4@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4S$cufl1l2@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: 203-96-146-252.apxl.paradise.net.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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would you reccomend the linux kit as the next logical progression from the 
yaroze? 1 mean if i can handle the yaroze then do you think its realistic to 
carry on with the linux kit? how much more difficult have you found the 
system, 


thanks 


Greg 
"Kenny Millar" <yaroze@ntlworld.com> wrote in message 
news: aed5h4Scufl1l2@www.netyaroze-europe.com... 


> 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


The documentation is great. 
There is VERY detailed documents on the Emotion Engine, the Graphics and 
Sounds Synths etc 


It comes with a GCC Compiler and some sample apps, but no cross compiler - 
so you need to compile your games on the PS2 itself. 


can't post any of the docs as that would be in violation of the PS2Linux 
terms. 


take a look at http://www.playstation2-linux.com and some of the projects 
there. 


-Kenny 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: aeciucScuf9@www.netyaroze-europe.com... 

> ok well ive got a question for anyone that has had a bit of a play with 
the 

> linux kit. Id like to know what kind of tools or information have been 
> supplied for game dev on the machine? have similar things to the yaroze 
> information been supplied in the std linux kit? 

> 

> any information on the documentation or tools supplied would be helpful, 
im 

still trying to decide if i want to get one, im having too much fun with 
yaroze to even consider the next step up :) 


Greg 


VV V V V V 


6209 


--MESSAGE FILE 9453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08181 


--MESSAGE FILE 9454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008182 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Sun, 16 Jun 2002 12:37:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <aeht18Scuf15@www.netyaroze-europe.com> 
References: <aeSnufS$5gu4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-36-14-174.in-addr.btopenworld.com 


X- 


Priority: 3 


X-MSMail-Priority: Normal 


X- 


Newsreader: Microsoft Outlook Express 6.00.2600.0000 


X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I might go this year :D what company do we say were with etc? That bit 
always confuses me. 


—-MESSAGE FILE 9454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08182 
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-—-MESSAGE FILE 9455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008183 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Mon, 17 Jun 2002 00:28:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aej7b7Scuf1l6@www.netyaroze-europe. com> 

References: <aeSnufS$5gu4@www.netyaroze-europe.com> <aeht18Scuf15@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:aeht18Scuf1l5@www.netyaroze-europe.com... 

> I might go this year :D what company do we say were with etc? That 
bit 

> always confuses me. 


I heard (haven't signed up yet) that they ask what the first school 
you went to was. Why's this?!?! 


Rikki 


—-MESSAGE FILE 9455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08183 


—-MESSAGE FILE 9456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008184 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Tue, 18 Jun 2002 16:01:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <aeni61$g3j1@www.netyaroze-europe.com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4Scuf12@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: modem-1475.panther.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


(intial note - I haven't set up my ps2-linux yet (lacking in some 
important parts... like a ps2...) so the following is just based on 
browsing the dvds) 


> It comes with a GCC Compiler and some sample apps, but no cross compiler - 
> so you need to compile your games on the PS2 itself. 


You can build a cross compiler yourself if you're that way inclined. 
playstation2-linux.com has source/builds for ցօօ-3.0.3 (I think the 
one on the dvd is gcc-2.9.something). 


The chip docs indeed are very detailed, but also very low level and 

with few examples of how to actually do anything. The vast majority 

of the docs/environment are aimed at linux and not games development 

(which is to be expected really). It looks to me like doing anything beyond 
simple noddy little programs will take a lot of effort (especially for an 
individual user). But hell - that's never stopped me before... Plus I'm 

sure people will start to make helper libraries to make game dev easier, 

but I wouldn't expect those to appear for a while. Yaroze users (who use 
gcc, at least) should be familiar with linux style compilation/makefiles and 
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the like, but if you've no unix experience it will be a pretty steep initial 
learning curve. 


There's certainly no lacking in the linux packages department. Everything 
I thought I might need is there - compilers, editors (vi(m), emacs), image 
processing stuff (gimp, libjpeg, imagemagick), shells (bash...mmm) and 

so on. There are over half a gig of rpms on disk 2. 


Is it the logical next step forward for yarozers? Well maybe... 

To be honest it looks like for the amount of effort needed to get something 
good running on ps2 you could produce something stunning for yaroze, 

and as long as opsm keep running demos you've also got the chance of 

having a disk of your work produced to show off to people. On the other 

hand, if you're looking for an industry job, then I would expect that learning 
the ins and outs of the ps2 would be invaluable (note - no experience to 

back up that assertation, except that it worked for me and pcs/direct x). 


Martin. 


—-MESSAGE FILE 9456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08184 


-—-MESSAGE FILE 9457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008185 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Tue, 18 Jun 2002 16:14:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <aenj5d$g3j2@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4S$cufl1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem—-529.arbok.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Quote: "The vast majority of the docs/environment are aimed at linux and not 
games development 
(which is to be expected really). It looks to me like doing anything beyond 
simple noddy little programs will take a lot of effort (especially for an 
individual user)." 


I had a feeling that this was the way it was, I think I'll stick to the 
Yaroze. 


Max 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 
news:aeni61$g3j1l@www.netyaroze-europe.com... 

(intial note - I haven't set up my ps2-linux yet (lacking in some 
important parts... like a ps2...) so the following is just based on 
browsing the dvds) 


> It comes with a GCC Compiler and some sample apps, but no cross 
ompiler - 
> so you need to compile your games on the PS2 itself. 


You can build a cross compiler yourself if you're that way inclined. 
playstation2-linux.com has source/builds for ցօօ-3.0.3 (I think the 
one on the dvd is gcc-2.9.something). 


The chip docs indeed are very detailed, but also very low level and 
with few examples of how to actually do anything. The vast majority 
of the docs/environment are aimed at linux and not games development 
(which is to be expected really). It looks to me like doing anything 
eyond 


TVVVVVVVVVVaAVVV VV 
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simple noddy little programs will take a lot of effort (especially for an 
individual user). But hell - that's never stopped me before... Plus I'm 
sure people will start to make helper libraries to make game dev easier, 
but I wouldn't expect those to appear for a while. Yaroze users (who use 
> gcc, at least) should be familiar with linux style compilation/makefiles 


> the like, but if you've no unix experience it will be a pretty steep 
initial 
> learning curve. 


There's certainly no lacking in the linux packages department. Everything 
I thought I might need is there - compilers, editors (vi(m), emacs), image 
processing stuff (gimp, libjpeg, imagemagick), shells (bash...mmm) and 

so on. There are over half a gig of rpms on disk 2. 


Is it the logical next step forward for yarozers? Well maybe... 

To be honest it looks like for the amount of effort needed to get 
something 

> good running on ps2 you could produce something stunning for yaroze, 

> and as long as opsm keep running demos you've also got the chance of 

> having a disk of your work produced to show off to people. On the other 
> hand, if you're looking for an industry job, then I would expect that 
learning 

> the ins and outs of the ps2 would be invaluable (note - no experience to 
> back up that assertation, except that it worked for me and pcs/direct x). 


VVVVVVVV 


v 


> Martin. 
> 
> 
> 


--MESSAGE FILE 9457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08185 


--MESSAGE FILE 9458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008186 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Tue, 18 Jun 2002 17:15:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aenmls$g3j3@www.netyaroze-europe.com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4$cuf12@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aenj5d$g3j2@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-46-107.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


/me prepares for an upward struggle. 
I'm not one to turn down an oppertunity. I'm getting it as a b-day present 
so its either PS2-linux or a PS2 game realy.. i know which i choose :D 


Just expect me to ask lots of questions! hehe i program by ripping apart 
sample code anyway and im guessing theres lots of that? I think my hardest 
part will be getting the thing set up! 

Um. it still uses C yes? And is there a codewarrior style editor available? 
I can't code in 2 colour.. 

Chris 


—-MESSAGE FILE 9458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08186 


—-MESSAGE FILE 9459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008187 
Path: chuka.playstation.co.uk!news 
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From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Tue, 18 Jun 2002 20:46:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <aeo31t$g37j4@www.netyaroze-europe. com> 
References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4Scuf1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-620.aerodactyl.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I've got my Linux Kit, not had much time with it yet, but I have at least 3 
games I want to do for the Yaroze, and I'd like to get at least one of them 
on OPM cover disc, I'd like all 3 :) 


Nigel 


—-MESSAGE FILE 9459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08187 


—-MESSAGE FILE 9460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008188 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Wed, 19 Jun 2002 16:34:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <aeq8fm$g3j5@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4Scufl1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aeo31t$gq3 j4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2181.orangutan.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> I've got my Linux Kit, not had much time with it yet, but I have at least 3 
> games I want to do for the Yaroze, and I'd like to get at least one of them 
> on OPM cover disc, I'd like all 3 :) 


Yeah I think I'll try and get a decent yaroze project done before I start 
on ps2-linux. Whatever I do will have to wait until after August due to 
current hectic deadlinary in my job. 


I see there's a cross-compiler build in the ps2stuff project on 
playstation2-linux.com 

That project also has quite a few examples of using the vector units 
and doing graphics. Not had a chance to examine them too closely 
yet, but if you're wondering what ps2 code looks like you could have 
a look (and at other projects). 


The impression I'm getting is that there are sets of higher level functions 
but they aren't documented (?). At the moment I'm finding it hard to tell 
which functions are part of the system. 


Martin. 


—-MESSAGE FILE 9460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08188 


—-MESSAGE FILE 9461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008189 
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Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS 

Date: Wed, 19 Jun 2002 16:39:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <aeq8v2$g37j6@www.netyaroze-europe. com> 

References: <aeSnufS$5gu4@www.netyaroze-europe.com> <aeht18Scuf15@www.netyaroze-europ 
e.com> 
NNTP-Posting-Host: host213-122-174-217.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


You just make up a company name. You wouldn't believe some of the names 
people get away with! 


Besides, this year they have a Sony consumer show, which you wouldn't need a 
pass to enter. 


Marc. 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: aeht18Scuf1l5@www.netyaroze-europe.com... 

> I might go this year :D what company do we say were with etc? That bit 
> always confuses me. 

> 

> 


—-MESSAGE FILE 9461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08189 


—-MESSAGE FILE 9462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008190 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Thu, 20 Jun 2002 10:27:53 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <aer018$g3j7@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4S$cuf1l2@www.netyaroze-europ 

e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aeo31t$g3j4@www.netyaroze-europe. com> 
<aeq8fm$g3 j5@www.netyaroze-europe. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Well i checked out the ps2 linux site, i have to say that it didnt really 
lure me in, not like the first time i saw the yaroze information be 
released. Looks like its going to be at least a step up or two from the 
yaroze. Making games i think will be particularly difficult, seeing as i 
dont have huge amounts of time to sit down and experiment with code i think 
i'll stick to getting some stuff done on the yaroze ( hell im still only 
doing the basic's anyways ). 


Thanks for the thoughts and help on this one guys. 


Greg 


"Martin Keates" <martin@jabadaw.fsnet.co.uk> wrote in message 

news: aeq8fm$g3j5@www.netyaroze-europe.com... 

> > I've got my Linux Kit, not had much time with it yet, but I have at 
least 3 
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> > games I want to do for the Yaroze, and I'd like to get at least one of 
them 
> > on OPM cover disc, I'd like all 3 :) 


Yeah I think I'll try and get a decent yaroze project done before I start 
on ps2-linux. Whatever I do will have to wait until after August due to 
current hectic deadlinary in my job. 


I see there's a cross-compiler build in the ps2stuff project on 
playstation2-linux.com 

That project also has quite a few examples of using the vector units 
and doing graphics. Not had a chance to examine them too closely 
yet, but if you're wondering what ps2 code looks like you could have 
a look (and at other projects). 


VVVVVVVVVVV VV 


The impression I'm getting is that there are sets of higher level 
functions 

> but they aren't documented (?). At the moment I'm finding it hard to tell 
> which functions are part of the system. 


v 


> Martin. 
> 
> 
> 


--MESSAGE FILE 9462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08190 


--MESSAGE FILE 9463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008191 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Controller Questions 

Date: Fri, 21 Jun 2002 16:30:18 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 229 

Message-ID: <aeua8q$n4k1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Well now ive been playing with the machine and getting graphics to work and 
kinda just following tutorials etc, ive decided i want to actually know a 
little more about the code that ive blindly used thats been supplied by 
sony. ive pasted some samples below so im asking questions about those. 


ok this is mainly about how the controllers work.. 


This code is from the Online Downloaded tutes from the yaroze site. This 

control file is significantly different to the stuff which most of us use, 
iv added the pad.h file that i use most often. IM not sure what this line 
is doing 


#define PAD_PRESS(x,y) (~(x)->data.pad & (y)) 


Can anyone explain this and how some of the structures below are used. 


EEE H FE FE FE FE EERE EEE FE FE FE HEE HH HE HE EH HE EH EH HE FE EH HE EE HH HE EH HE EE HH HE EH HEE EH HE EH HH HE E 
EEE H F FE FE FE FE TE TE TE AE HEHEHE HEE EH HEE EH HE EH EH E E E H 

More Questions Below. 

EEE E FE FE FE FE FE TE TE TE E H H FE FE FE FE FE TE TE EH HE H FE EH FE FE TE TE FE HE H F EH FE TE FE TE FE E HE FE FE EH HE TE TE TE E HE FE EH HE TE TE HH E E E E E E E E E 
EEE E FE FE FE FE FE TE TE TE AE E H H FE FE FE FE FE TE TE TE E H E F HE EH EH E E H H 


// 
// File: cntrl.h 
// Author: George Bain 
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// Date: June 17, 1998 

// Description: Controller type macros and defines. 

// Copyright (C) 1998 Sony Computer Entertainment Europe., 

// All Rights Reserved. Permission granted to whom ever. 
// 


#ifndef _CNTRL_H 
#define _CNTRL_H 


// 
// DEFINES 
// 


// quit macro 


#define DONE (PAD _PRESS (bufferl,PAD_ SELECT) && PAD PRESS (bufferl, PAD START) ) 
// terminal types 

#define MOUSE (0x1) 
#define NEGCON (0x2) 
#define NORMAL (0x4) 
#define ANALOG_JOY (0x5) 
#define GUNCON (0x6) 
#define ANALOG (0x7) 

// controller defines 14 buttons, 16 when in analog mode 
#define PAD_NOKEY (OXFFFF) 
#define PAD_BAD (OxFF) 
#define PAD LEFT  (1<<7) 
#define PAD RIGHT (1<<5) 
#define PAD ՍՔ (1<<4) 
#define PAD _DOWN (1<<6) 
#define PAD TRIANGLE (1<<12) 
#define PAD CIRCLE (1<<13) 
#define PAD _CROSS (1<<14) 
#define PAD SQUARE (1<<15) 
#define PAD _SELECT (1<<0) 
#define PAD START (1<<3) 
#define PAD_L1 1<<10) 
#define PAD _L2 1<<8) 
#define PAD_1L3 1<<1) 


#define PAD Ք2 1<<9) 


( 
( 
( 
#define PAD_R1 (1<<11) 
( 
#define PAD_R3 (1<<2) 


// controller check macros 


#define PAD_PRESS (x,y) (~(x)—->data.pad & (y)) 
// 

// STRUCTURES 

// 


typedef struct guncon_tag 
{ 


// 2 bytes 

u_short buttons; // button A, B, and TRIGGER 
u_short guncon_x; // x offset 

u_short guncon_y; // y offset 


}guncon_data; 


typedef struct mouse_tag 
{ 


char not_used; // not used 
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char buttons; // 2nd bit: right, 3rd bit: left 
signed char x_offset; // movement in x direction: -128~127 
signed char y_offset; // movement in y direction: -128~127 


}mouse_data; 


typedef struct negcon_tag 
{ 


u_short buttons; // LEFT, RIGHT, DOWN, UP, START, A, B, and R 
u_char twist; // the twist value 

u_char button_I; // I button 

u_char button_II; // II button 

u_char button_L; // L button 


}negcon_data; 


typedef struct analog_tag 
{ 


u_short buttons; // 16 buttons 

u_char right_x; // movement on right stick x direction: 0~255 
u_char right_y; // movement on right stick y direction: 0~255 
u_char left_x; // movement on left stick x direction: 0~255 
u_char left_y; // movement on left stick y direction: 0~255 


}analog_data; 


typedef u_short pad_data; // 14 button controller 


typedef struct packet_tag 
{ 
// 0-7 


u_char status; // Oxff: no controller, 0x00 controller connected 
u_char type; // upper 4 bits: terminal type 
// lower 4 bits: size of data received / 2 


// 2-6 bytes of data 
// 2 bytes for 14 button controller 
// add 4 bytes for analog, now total of 6 bytes of received data 


union 
{ 
pad_data pad; 
mouse_data mouse; 
analog_data analog; 
negcon_data negcon; 
guncon_data guncon; 
sdata; 


Շու Գետ, *cntrl_ptr; 


ey 
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//GLOBALS 


// 


// 8 bytes for each buffer 
cntrl_data *bufferl, *buffer2; 


#endif 


// EOF 


HEE FE AE aE aE aE AE aE aE AE HEE aE FE FE AE aE FE AE HE aE AE FE HE AE FE FE AE FE FE Ea AE FE HE AE aE HE a aE AE aa aa aE EE EE E EHE H 


EEE E F FE FE FE FE TE TE TE AE E HE F FE FE HE EEE HEE EH HE EH EH HE H H 
Questions Start Here. 


FE AE AE AE AE AE FE FE FE AE AE E FE FE FE AE AE AE FE FE FE E AE AE FE FE FE E AE AE FE FE FE E AE AE FE FE FE FE AE AE FE FE FE FE AE AE E FE FE FE AE AE AE FE FE FE AE AE AE FE FE aE AE AE FE FE FE AE AE AE FE FE H 


FE FE AE AE AE E FE FE FE AE AE E FE FE E AE AE E FE FE FE AE AE E FE FE FE AE AE E FE FE AE AE AE FE FE H 


Ok so here is the stuff i generally use for my Pad Defs. 
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#define PADLup (1<<12) 
#define PADLdown (1<<14) 
#define PADLleft (1<<15) 
#define PADLright (1<<13) 
#define PADRup (1ՀՀ 4) 
#define PADRdown (1ՀՀ 6) 
#define PADRleft (1<< 7) 
#define PADRright (1ՀՀ 5) 
#define PADi (1<< 9) 
#define PAD} (1<<10) 
#define PADk (1<< 8) 
#define PAD1 (1ՀՀ 3) 
#define PADm (1<< 1) 
#define PADn (1<< 2) 
#define PADo (1<< 0) 
#define PADh (1<<11) 
#define PADL1 PADn 

#define PADL2 PADO 

#define PADR1 PAD1 

#define PADR2 PADm 

#define PADstart PADh 

#define PADselect PADk 


I cant understand why The sample code at the top of the page by george uses 
this define 


#define PAD_LEFT (1<<7) ( this is the left direct buttons ) 
as in the code just abouve #define PADRleft (1ՀՀ 7) would be the Square 
Button... 


Im guessing its something to do with the PAD_PRESS Question i asked above 
out putting something different to the function that i generally use to get 
the pad output. 


u_long PadRead (void) 
{ 

return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 
} 


Can Anyone explains this stuff above? i understand how the bit shifting etc 
is working, i sat down and did all this stuff on paper, but what im 
wondering is how to use the second method to determine which controller is 
plugged in and what type of controller it is. 


Has anyone written sample code on how to deal with all different variations 
of controllers ? 


Sorry for the long post, but i just need to get this stuff sorted in my head 
a little more :) 
Greg 


—-MESSAGE FILE 9463 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08191 


—-MESSAGE FILE 9464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008192 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controller Questions 

Date: Fri, 21 Jun 2002 13:29:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <aevé6ch$n4k2@www.netyaroze-europe. com> 
References: <aeua8q$Sn4k1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3792.panther.dialup.pol.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Greg, 
> ok this is mainly about how the controllers work.. 
> #define PAD_PRESS(x,y) (~(x)->data.pad & (y)) 


x is the controller buffer (so either bufferl or buffer2) and y is the button 
you're testing (e.g. PAD_LEFT) - so y is a single bit that gets checked 
against the pad buffer. The NOT (~) inverts the buffer because bits are 

set for up and reset for pressed (I assume). 

There should be a bunch of other #defines like this for the other types of 
controller. 


> I cant understand why The sample code at the top of the page by george uses 
> this define 

> 

> #define PAD_LEFT (1<<7) ( this is the left direct buttons ) 

> 

> as in the code just abouve #define PADRleft (1ՀՀ 7) would be the Square 

> Button... 


If you check all the buttons you'll find that they are all 8 bits shifted left or ri 
ght 

from the #define in pad.h. This is because PadRead swaps the byte order for 

each buffer, whereas PAD_PRESS compares with the buffers directly. 


> u_long PadRead (void) 

> | 

> return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 
> } 


This is creating a 4 byte unsigned long containing 2 bytes from each buffer: 
<buff1-2><buff1-3><buff0-2><buff0-3> (all inverted, so presses are 1). 

Erm, which on a PC would be the same ordering in memory, so I can only 
assume that yaroze is little endian. 


Can Anyone explains this stuff above? i understand how the bit shifting etc 
is working, i sat down and did all this stuff on paper, but what im 
wondering is how to use the second method to determine which controller is 
plugged in and what type of controller it is. 


N N: N: M 


if (!controllerl->status) /* something plugged in */ 
{ 
switch (controllerl->type) 


{ 
case MOUSE: 


case NEGCON: 


case ANALOG: 


There are examples of using the controllers in that tutorial. 


Martin. 


—-MESSAGE FILE 9464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08192 


—-MESSAGE FILE 9465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008193 
Path: chuka.playstation.co.uk!news 
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From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controller Questions 

Date: Fri, 21 Jun 2002 16:31:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <aevh1kSn4k3@www.netyaroze-europe. com> 
References: <aeua8qSn4kl@www.netyaroze-europe.com> <aevé6échSn4k2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-1938.orangutan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> Erm, which on a PC would be the same ordering in memory, so I can only 
> assume that yaroze is little endian. 


A quick check of the docs (always a good idea...) shows that the yaroze 
is indeed little endian: 


The PlayStation uses a custom CPU based on the R3000 (33 MHz) 32-bit RISC CPU (littl 
e endian). 


Now I come to think about it I can remember having to do byte swaps 
in code written for Irix and Linux (in one or other of them). 


Martin. 


—-MESSAGE FILE 9465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08193 


—-MESSAGE FILE 9466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008194 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Why I haven't received my Linux Kit yet - UPDATE 

Date: Fri, 21 Jun 2002 16:41:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <aevi8aSn4k4@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hello. 
Still haven't got my kit 
Next door neighbour hasn't got my kit 
Rest of street hasn't got my kit 
UPS hasn't got my kit 
According to UPS a Miss or Mrs "B. Kay" has got my kit 
I don't know Miss or Mrs "B. Kay" 
Next door doesn't know Miss or Mrs "B. Kay" 
The rest of the street doesn't know Miss or Mrs "B. Kay" 


UPS doesn't know Miss or Mrs "B. Kay" 
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The nice people at InteractiveIdeas have asked for an UPS investigation - 
so hopefully I should get it before the end of the year. 


Haven't received FFX or "barbie goes horse riding sim 2000" from sony yet 
either. 


I think we can safely say that not only have my fingers gone through the 
paper but I've lost my ring and watch. 


Warren 


-—-MESSAGE FILE 9466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08194 


—-MESSAGE FILE 9467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008195 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet - UPDATE 

Date: Fri, 21 Jun 2002 18:39:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 
Message-ID: <aevonoSn4k5@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<aevi8aSn4k4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-19-6.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ouch 


-—-MESSAGE FILE 9467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08195 


—-MESSAGE FILE 9468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008196 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet - UPDATE 

Date: Fri, 21 Jun 2002 20:34:19 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <3D1371AB.EB1142A5@dk.ibm.com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajhS$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<aevi8aSn4k4@www.netyaroze-europe.com> <aevonoSn4k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungold3.dk.ibm.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 

X-Accept—-Language: en 


It could be worse. For example, England could have lost to Brazil today. 


Net Yaroze newsgroups message dump.txt Page 6222 


—-MESSAGE FILE 9468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08196 


—-MESSAGE FILE 9469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008197 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet - UPDATE 

Date: 22 Jun 2002 10:26:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <01c219d6$3c68ebc0$ba95933e@pal—s—omnibook> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<aevi8a$n4k4@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-6-62-147-149-186.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Too bad. How can UPS have delivered your kit to someone else? They have a 
responsibility here I think. Don't let them get away with this! Hopefully 
Interactive Ideas will help you... 


Warren Khan <W@rrenKhan.com> wrote in article 
<aevi8aSn4k4@www.netyaroze-europe.com>... 
> According to UPS a Miss or Mrs "B. Kay" has got my kit 


—-MESSAGE FILE 9469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08197 


-—-MESSAGE FILE 9470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008198 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Why I haven't received my Linux Kit yet - UPDATE 

Date: Sat, 22 Jun 2002 19:00:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 
Message-ID: <af2ebrSn4k6@www.netyaroze-europe. com> 

References: <adl9peS2r71@www.netyaroze-europe.com> <adlajh$2r72@www.netyaroze-europe 
.com> <adm2sv$2r78@www.netyaroze-europe.com> <ae59siS5gu2@www.netyaroze-europe. com> 
<aevi8aSn4k4@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1263.arcanine.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Eeek the Cat. Don't let them get away with it dude. How long has it been 
now??? 


Max 


"Warren Khan" <W@rrenKhan.com> wrote in message 
news: aevi8aSn4k4@www.netyaroze-europe.com... 


> 

> Hello. 

> 

> Still haven't got my kit 

> 

> Next door neighbour hasn't got my kit 
> 

> Rest of street hasn't got my kit 

> 

> UPS hasn't got my kit 

> 

> According to UPS a Miss or Mrs "B. Kay" has got my kit 
> 

> I don't know Miss or Mrs "B. Kay" 
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> 

> Next door doesn't know Miss or Mrs "B. Kay" 

> 

> The rest of the street doesn't know Miss or Mrs "B. Kay" 
> 

> UPS doesn't know Miss or Mrs "B. Kay" 

> 

> 

> The nice people at InteractiveIdeas have asked for an UPS 
investigation - 

> so hopefully I should get it before the end of the year. 

> 

> Haven't received FFX or "barbie goes horse riding sim 2000" from sony 
yet 

> either. 

> 

> I think we can safely say that not only have my fingers gone through the 
> paper but I've lost my ring and watch. 

> 

> 

> 

> 

> Warren 

> 

> 

> 


—-MESSAGE FILE 9470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08198 


-—-MESSAGE FILE 9471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008199 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controller Questions 

Date: Sat, 22 Jun 2002 01:34:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <af7c2o0Sp101@www.netyaroze-europe. com> 

References: <aeua8qSn4kl@www.netyaroze-europe.com> <aevéchSn4k2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-3295.monkey.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> switch (controllerl->type) 


Oops - that should be: 
switch (controllerl->type << 4) 


as the controller type is in the 4 high bits of the byte (low 4 bits are 
data size or something). 


> There are examples of using the controllers in that tutorial. 
Look at example 1 in particular for detecting different controllers. 


Martin. 


—-MESSAGE FILE 9471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08199 


—-MESSAGE FILE 9472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008200 
Path: chuka.playstation.co.uk!news 
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From: Jim <jim@codeworks.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Emulators 

Date: 24 Jun 2002 15:40:41 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 
Message-ID: <Xns9237A8F1E1B20jimcodeworksdemoncou@194.223.200.216> 

References: <ad0p4uSm382@www.netyaroze-europe.com> <ad13p2S$m385@www.netyaroze-europe 
.com> <ad3ga0Snos3@www.netyaroze-europe.com> <3CF662E4.6020804@shand.org.uk> <ad62qk 
Snos6@www.netyaroze-europe.com> <ad6écbeSnos8@www.netyaroze-europe.com> <adcppb$qjg8@ 
www.netyaroze-europe. com> 

NNTP-Posting-Host: 62.49.64.78 

User-Agent: Xnews/L5 


Yes, you can use a usb external device no problem. Just ensure the 
module is loaded into the kernel and off you go.. 

Jim 

http://www.codeworker.com 


"Matt Verran" <matt@mverran.karoo.co.uk> wrote in 
news: adcppbS$qjg8@www.netyaroze-europe.com: 


I think I read you can use a USB cd/dvd drive too 
news: ad6cbeSnos8@www.netyaroze-europe.com... 


> Warren is right, is is the RTE (Run Time Environment) which prevents 
>> you reading non-sony discs in the drive. 


> 
> 
> Kenny Millar <yaroze@ntlworld.com> wrote in message 
> 
> 


>> You could use samba (which is included) and the samba client to share 
>> a CD Rom drive from a pc. 


>> -Kenny 


>> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 

>> news:ad62qkSnos6@www.netyaroze-europe.com... 

>> > The playstation 2 can handle playing CD's normally, so why will it 
> choke when linux tries to access one? 

>> > 
> 


—-MESSAGE FILE 9472 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08200 


—-MESSAGE FILE 9473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008201 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: 24 Jun 2002 16:28:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <Xns9237B109BCE87jimcodeworksdemoncou@194.223.200.216> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4Scuf12@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aen j5d$g3j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 62.49.64.78 

User-Agent: Xnews/L5 


I wouldn't let that put you off.. The docs are low level. Just the 
things we were asking for when the Yaroze was first released.. 

I would say the docs aren't aimed at linux users at all.. The pdf docs 
you get are EE (Mips processor), GS (Graph synth), VU (vector units.) and 


a few more uninteresting ones. Then there's a few man pages describing 
access to various other bits of hardware dma, sound, pads, etc.. 
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Obviously being a linux environment there are man pages for all the linux 
components that are installed. 


There's nothing like libgs for the Yaroze, not a bad thing. But if 
you're more comfortable working with a hardware/3d abstraction there's a 
port of opengl... Or if you want a flat frame buffer try SDL.. 


So technically you have a lot more flexible apis at your disposal.. 
Jim 
www. codeworker.com 


"Andrew Murray" <sckoobs@which.net> wrote in 
news: aenj5d$g93j42@www.netyaroze-europe.com: 


> Quote: "The vast majority of the docs/environment are aimed at linux 
> and not games development 

> (which is to be expected really). It looks to me like doing anything 
> beyond simple noddy little programs will take a lot of effort 

> (especially for an individual user)." 

> 

> I had a feeling that this was the way it was, I think I'll stick to 
> the Yaroze. 

> 

> Max 

>> 


—-MESSAGE FILE 9473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08201 


—-MESSAGE FILE 9474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008202 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Mon, 24 Jun 2002 22:56:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <af84ufSp1l02@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4Scuf1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aen j5d$g3j2@www.netyaroze-europe. com> 
<Xns9237B109BCE87jimcodeworksdemoncou@194.223.200.216> 

NNTP-Posting-Host: host217-35-7-20.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


hmmm, means nothing to me unfortunatly.. im still yet to learn what that all 
means. Well, ill have my kit in 4 days so ill try and work it out then :D 


—-MESSAGE FILE 9474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08202 


—-MESSAGE FILE 9475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008203 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Mon, 24 Jun 2002 23:55:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <af88dbSp103@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4S$cuf1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aen j5d$g3j2@www.netyaroze-europe. com> 
<Xns9237B109BCE87jimcodeworksdemoncou@194.223.200.216> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Jim" <jim@codeworks.demon.co.uk> wrote in message 

news :Xns9237B109BCE87 jimcodeworksdemoncou@194.223.200.216... 

<snip> 

> There's nothing like libgs for the Yaroze, not a bad thing. But if 
> you're more comfortable working with a hardware/3d abstraction 
there's a 

> port of opengl... Or if you want a flat frame buffer try SDL.. 


Would I be correct in saying that if you program using the OpenGL 
port, or SDL, you're not programming specifically for the PS2 and you 
could port it to other systems that support OpenGL? Would you only be 
programming for the PS2 if you're using libraries (your own or written 
by others) that accessed the hardware directly using assembly? Can you 
only access the full power by using the low level information? 


BIW, how long do they take to process the order? I ordered on 
Saturday, but kinda hoped they may have had time to process it today 
(Monday), but they don't seem to have. How long is the delivery time, 
as well? 


Cheers, 
Rikki 


6226 


—-MESSAGE FILE 9475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08203 


—-MESSAGE FILE 9476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008204 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controller Questions 

Date: Tue, 25 Jun 2002 12:30:35 +1200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <af8dn8Sp104@www.netyaroze-europe. com> 


.com> <af7c2o$p101@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi, 


thanks for your help. im slowly putting it all together and trying to 
understand more. 


> > There are examples of using the controllers in that tutorial. 

> 

> Look at example 1 in particular for detecting different controllers. 
> 
I know the Tutorial shows how to do things, but seeing as it uses the 

different pad.h file it confussed me, i was wondering if there was anyway to 

detect the controllers using the method below ? well im still playing so i 

may infact understand more before you get a chance to reply. 


u_long PadRead (void) 


{ 
return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) ՀՀ 24)); 
} 


Greg 


References: <aeua8qSn4kl@www.netyaroze-europe.com> <aevéchSn4k2@www.netyaroze-europe 
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> Martin. 
> 
> 
> 


—-MESSAGE FILE 9476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08204 


—-MESSAGE FILE 9477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008205 


Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Linux questions 

Date: 25 Jun 2002 10:31:31 GMT 


Organization: 
Lines: 42 


PlayStation Net Yaroze (SCEE) 


Message-ID: <Xns923873DBOE40jimcodeworksdemoncou@194.223.200.216> 
References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4S$cufl1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aen j5d$g3j2@www.netyaroze-europe.com> 


<Xns9237B109!1 
urope.com> 


BCE87jimcodeworksdemoncou@194.223.200.216> <af88dbSpl03@www.netyaroze-e 


NNTP-Posting-Host: 62.49.64.76 
User-Agent: Xnews/5.04.25 


You're correct, if you're going to use opengl or the like exclusively you 
may as well use a regular PC. Half the fun of the kit is hitting the 


metal directly with assembler, and there's no other way you can hit the 


vector units. 


Although there's an api, libps2dev, that's similar to 


libgs. But you'll still have to invest a lot of time learning the 


hardware.. 


With regards to shipping, I ordered mine on the day of release, got 
confirmation that evening, and it arrived 5 days later on the monday. 
Pretty good really.. 


Jim 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in news:af88db$p103 
@www.netyaroze-europe.com: 


> "Jim" <jim@codeworks.demon.co.uk> wrote in message 
> news: Xns9237B109BCE87jimcodeworksdemoncou@194.223.200.216... 


> <snip> 


>> There's nothing like libgs for the Yaroze, not a bad thing. But if 
>> you're more comfortable working with a hardware/3d abstraction 


> there's a 


>> port of opengl... Or if you want a flat frame buffer try SDL.. 

> 

> Would I be correct in saying that if you program using the OpenGL 

> port, or SDL, you're not programming specifically for the PS2 and you 
> could port it to other systems that support OpenGL? Would you only be 
> programming for the PS2 if you're using libraries (your own or written 
> by others) that accessed the hardware directly using assembly? Can you 
> only access the full power by using the low level information? 

> 

> BTW, how long do they take to process the order? I ordered on 

> Saturday, but kinda hoped they may have had time to process it today 

> (Monday), but they don't seem to have. How long is the delivery time, 

> as well? 

> 

> Cheers, 

> Rikki 

> 

> 

> 


—-MESSAGE FILE 9477 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08205 
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—-MESSAGE FILE 9478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008206 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Tue, 25 Jun 2002 12:15:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <af9jonSp1l05@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4S$cufl1l2@www.netyaroze-europ 

e.com> <aeni61$g3j1l@www.netyaroze-europe.com> <aenj5d$g3j2@www.netyaroze-europe. com> 
<Xns9237B109BCE87 jimcodeworksdemoncou@194.223.200.216> <af88dbSpl03@www.netyaroze-e 

urope.com> <Xns923873DB0E40jimcodeworksdemoncou@194.223.200.216> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Jim" <jim@codeworks.demon.co.uk> wrote in message 

news :Xns923873DBOE40jimcodeworksdemoncou@194.223.200.216... 

<snip> 

> With regards to shipping, I ordered mine on the day of release, got 
> confirmation that evening, and it arrived 5 days later on the 
monday. 

> Pretty good really.. 


Have they run out of stock or anything now? I'll have to e-mail them 
tomorrow if I don't get confirmation of shipping today... 


Rikki 


-—-MESSAGE FILE 9478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08206 


—-MESSAGE FILE 9479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008207 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Controller Questions 

Date: Tue, 25 Jun 2002 12:41:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <af912qSp106@www.netyaroze-europe. com> 

References: <aeua8q$Sn4kl@www.netyaroze-europe.com> <aevé6échSn4k2@www.netyaroze-europe 
.com> <af7c2oS$pl1l01l@www.netyaroze-europe.com> <af8dn8Sp1l04@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1409.monkey.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I know the Tutorial shows how to do things, but seeing as it uses the 
different pad.h file it confussed me, i was wondering if there was anyway to 
detect the controllers using the method below ? well im still playing so i 
may infact understand more before you get a chance to reply. 


u_long PadRead (void) 


{ 
return (~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 


VVVVVVVV OM 


} 

Yes, you can detect the controllers by looking at the 2nd byte of each 
buffer (i.e. bb0+1 and bb1+1). You would need to #define the 
controllers (as in cntrl.h) and then you could do: 


switch (" (bb0+1)>>4) 
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{ 
case MOUSE: 


case ANALOG: 
} 
Should work, but I've not tried doing it that way. You can look at *(bb0) and 


*(bb1) to see if any controller is connected (Oxff: not connected, 0x00: something 
connected). 


Basically the two methods (pad.h and cntrl.h) are working on the same 

buffers (bufferl and bb0 are the same pointer, as are buffer2 and bbl). 

All cntrl.h is doing is defining structures that make using the buffers a bit 
easier (so instead of accessing e.g. *(bb0+1) you look at bufferl->type). 


Oh, and: 
> Oops - that should be: 
> switch (controllerl->type << 4) 


maybe my brain will engage soon, but the shift should be >>, not << 


Martin. 


—-MESSAGE FILE 9479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08207 


-—-MESSAGE FILE 9480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008208 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 

Date: Tue, 25 Jun 2002 13:09:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <af9mulSp107@www.netyaroze-europe. com> 

References: <aeciucScuf9@www.netyaroze-europe.com> <aed5h4Scufl1l2@www.netyaroze-europ 

e.com> <aeni61$g3j1@www.netyaroze-europe.com> <aen j5d$g3j2@www.netyaroze-europe. com> 
<Xns9237B109BCE87 jimcodeworksdemoncou@194.223.200.216> <af88dbSpl03@www.netyaroze-e 

urope.com> <Xns923873DBOE40jimcodeworksdemoncou@194.223.200.216> <af9jon$Spl1l05@www.ne 

tyaroze-europe.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news: af9jonSp105@www.netyaroze-europe.com... 

<snip> 

> Have they run out of stock or anything now? I'll have to e-mail them 
> tomorrow if I don't get confirmation of shipping today... 


Ooh, well they've taken my money now, so they better ship it today... 


Rikki 


—-MESSAGE FILE 9480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08208 


—-MESSAGE FILE 9481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008209 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux questions 


Net Yaroze newsgroups message dump.txt 


Date: Tue, 25 Jun 2002 18:22:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <afa9a8Spl108@www.netyaroze-europe. com> 
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References: <aeciucS$cuf9@www.netyaroze-europe.com> <aed5h4$cuf1l2@www.netyaroze-europ 
e.com> <aeni61$g3j1@www.netyaroze-europe.com> <aen j5d$g3j2@www.netyaroze-europe. com> 

<Xns9237B109BCE87 jimcodeworksdemoncou@194.223.200.216> <af88dbSpl03@www.netyaroze-e 
urope.com> <Xns923873DBO0E40jimcodeworksdemoncou@194.223.200.216> <af9jon$Spl1l05@www.ne 


tyaroze-europe.com> <af9mul$p107@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: af9mulSp107@www.netyaroze-europe.com... 

> "Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

> news:af9jonSpl05@www.netyaroze-europe.com... 

> <snip> 

> > Have they run out of stock or anything now? I'll have to e-mail 
them 

> > tomorrow if I don't get confirmation of shipping today... 
> 

> Ooh, well they've taken my money now, so they better ship it 
today... 


Woohoo! It arrived today! I dunno when they tried to deliver, but a 
neighbour brought it over at about 5.15. Luckily one of my monitors 
(though the one which only works occasionally) works with it (well 
shows the start up screen of the installation software). Now all I 
need is a fresh memory card - I was gonna wait until I got the free 


games, so I could sell them to afford the mem card, but I'm desperate 


to use it now. I may just get a mem card tomorrow. Can't use it 
tonight :-S GF's birthday. Gotta run. 


Cheers, 
Rikki 


—-MESSAGE FILE 9481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08209 


-—-MESSAGE FILE 9482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008210 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux, help! 

Date: Sat, 29 Jun 2002 18:33:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <afkrbpSp109@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-36-10-20.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hey all. 


Ok, i blind installed linux to work on a TV, took 7 or so attemps but it's 


there! 

I can get into the main unix/linux dos promt style thing but.. 
how to i run the windowing stuff? 

Chris 


—-MESSAGE FILE 9482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08210 
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-—-MESSAGE FILE 9483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008211 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Sat, 29 Jun 2002 20:03:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 
Message-ID: <af1l017$p1010@www.netyaroze-europe. com> 
References: <afkrbpSp1l09@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-36-10-20.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


yes! i found it! (startx) woo, now.. how do i use it so it doesnt hurt? 


—-MESSAGE FILE 9483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08211 


—-MESSAGE FILE 9484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008212 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Sun, 30 Jun 2002 01:50:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <af1113$p1011@www.netyaroze-europe.com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:af1l017$p1010@www.netyaroze-europe.com... 

> yes! i found it! (startx) woo, now.. how do i use it so it doesnt 
hurt? 


Hurt? Here's a few guesses...: 
To start it so it runs on the TV: 
startx -- -screen 0 pal 


There's a way of setting it so you don't have to type that everytime. 
Apparently you need to edit /etc/X11/XGSConfig at about line 122 - 
comment the VESA line and uncomment the PAL line. 


If you want a different GUI, type sdr at the command, tab accross to 
the third column and then up and down to select. Then hit q to quite 
and y to agree to saving (see prompt at bottom of screen). 


If you haven't done so already, surf over to 
http://www.playstation2-linux.com and check out the forums, as 
virtually anything you'll want has been asked already (though it's not 
*very* easy to search for what you want, you should do, as they get 
pretty bitchy at people asking an old question), and if it hasn't you 
can ask yourself. 


HTH, 
Rikki 


—-MESSAGE FILE 9484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08212 


—-MESSAGE FILE 9485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008213 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Sun, 30 Jun 2002 20:37:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <afnn0p$p1012@www.netyaroze-europe.com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-36-10-20.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I managed to get it permenantly locked on to NTSC (better resolution than 
the PAL one) but the typing font is tiny!!! I cant read over what i type at 
all, i tried changing font settings but it didnt seem to do anything. 


Dont like those forums much as its impossible to find anything and asking is 
worce. 


For compiling do you use the cc comand or is there something more suted to 
us? this i realy havent worked out and once i can see what i am typing it 
might become usefull! 


Chris 


—-MESSAGE FILE 9485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08213 


—-MESSAGE FILE 9486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008214 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Sun, 30 Jun 2002 22:16:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <afnsq9$Sp1013@www.netyaroze-europe.com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-36-10-20.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


with editing the file there are 4 options u can uncomment. 


VESA, 
PAL, 
NTSC, 
VGA... 


would the last one output to a normal monitor?? 


—-MESSAGE FILE 9486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08214 
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—-MESSAGE FILE 9487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008215 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze and Stuff 

Date: Sun, 30 Jun 2002 22:45:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <3D1F7BFF.5090004@100Tinsoldiers.com> 

NNTP-Posting-Host: modem-387.articuno.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Well I've got my PS2 Linux kit, but I'm serious about getting my Yaroze 
games done, I want to finish something on it, trouble is I've got so 
many games going round in my mind I don't know what to do. 


I want to do a Graftgold title, Uridium, Paradroid or Gribblys Day Out, 
maybe Fire n Ice, not sure which they are all great games, I'm quite a 
way on my trashman remake but I can't face drawing all those graphics :) 
then there are some old graphics I've got for an Amiga game that never 
got used, and there is my original game... far to much to think about 
maybe I should just get on with it a write one of them :) 


I did have a plan to write Commando in 8 weeks, same time it took to 
write the C64 version by one of my heros, Chris Butler, Yes I know I'm 
sad but I blame it on my age, I would use the Arcade graphics from MAM 
or the C64 graphics but then I thought its already out on the PSOne so 
why bother, hmm I'm still thinking about it, if you were to write an 
Arcade conversion on the PSOne which one would you pick here is my rough 
list 


Gl 


Commando 

APB 

Bomb Jack 

Bubble Bobble Symphony, 
Green Beret 
Combat School 
Elevator Action 
Nemesis / Salamander 
Rainbow Islands * 
NewZealand Story 
Donkey Kong Jnr 
Gauntlet * 

Ikari Warriors 

Gun Smoke 

Flying Shark 

Outrun 

Space Harrier 

Spy Hunter 

Sky Kid 

Pac Mania 

Paperboy * 

Toobin * 

Super Sprint * 


Wow that was a long list, almost a life times work... What a compilation 
that would be... I've put a * next to the ones already out on the PSOne 
(that I know of) 


so how many of you are still working with the Yaroze. 


Nigel 


—-MESSAGE FILE 9487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08215 


—-MESSAGE FILE 9488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008216 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: Mon, 1 Jul 2002 10:02:04 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 
Message-ID: <afnv8h$p1014@www.netyaroze-europe. com> 
References: <3D1F7BFF.5090004@100Tinsoldiers.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Im still learning everyday, though i dont get a chance to program on the 
machine everyday i do try and sit down for a while and do bits, Must give a 
big thanks to Martin Keates and Max, both of them have provided so much help 
with personal emails, my understand of how various bits of the yaroze is 
slowly growing! 


Id love to do a remake of midnight resistance if i could, that was and still 
is one of my fav arcades games, i guess that explains why i have the arcade 
machine sitting in my garage :) 


For now ive put my mind past ps2 linux, there still so much to do with the 
yaroze that i most likely wont get into the linux kit before ps3 comes out 


>) 


Greg 


"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 

news: 3D1F7BFF.5090004@100Tinsoldiers.com... 

> Well I've got my PS2 Linux kit, but I'm serious about getting my Yaroze 
games done, I want to finish something on it, trouble is I've got so 
many games going round in my mind I don't know what to do. 


I want to do a Graftgold title, Uridium, Paradroid or Gribblys Day Out, 
maybe Fire n Ice, not sure which they are all great games, I'm quite a 
way on my trashman remake but I can't face drawing all those graphics :) 
then there are some old graphics I've got for an Amiga game that never 
got used, and there is my original game... far to much to think about 
maybe I should just get on with it a write one of them :) 


I did have a plan to write Commando in 8 weeks, same time it took to 
write the C64 version by one of my heros, Chris Butler, Yes I know I'm 
sad but I blame it on my age, I would use the Arcade graphics from MAME, 
or the C64 graphics but then I thought its already out on the PSOne so 
why bother, hmm I'm still thinking about it, if you were to write an 
Arcade conversion on the PSOne which one would you pick here is my rough 
list 


Commando 

APB 

Bomb Jack 

Bubble Bobble Symphony, 
Green Beret 
Combat School 
Elevator Action 
Nemesis / Salamander 
Rainbow Islands * 
NewZealand Story 
Donkey Kong Jnr 
Gauntlet * 

Ikari Warriors 

Gun Smoke 

Flying Shark 

Outrun 

Space Harrier 

Spy Hunter 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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Sky Kid 

Pac Mania 
Paperboy * 
Toobin * 

Super Sprint * 


Wow that was a long list, almost a life times work... What a compilation 
that would be... I've put a * next to the ones already out on the PSOne 
(that I know of) 


so how many of you are still working with the Yaroze. 


Nigel 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 9488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08216 


-—-MESSAGE FILE 9489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008217 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Sun, 30 Jun 2002 23:11:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <afo02iSp1015@www.netyaroze-europe. com> 

References: <afkrbpSp1l09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113S$p1011@www.netyaroze-europe.com> <afnsq9S$p1013@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: afnsq9S$p1013@www.netyaroze-europe.com... 
> with editing the file there are 4 options u can uncomment. 


> 

> VESA, 

> PAL, 

> NTSC, 

> VGA... 

> 

> would the last one output to a normal monitor?? 


Hmm, I'm not entirely sure. I doubt it. Isn't it a hardware thing that 
it only outputs in SOG? Maybe it's for older monitors which only 
support VGA and not newer standards? 


Rikki 


—-MESSAGE FILE 9489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08217 


-—-MESSAGE FILE 9490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008218 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Sun, 30 Jun 2002 23:16:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <afo0cf$p1016@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnn0Op$p1012@www.netyaroze-europe.co 
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m> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:afnn0pS$p1012@www.netyaroze-europe.com... 

> I managed to get it permenantly locked on to NTSC (better resolution 
than 

> the PAL one) but the typing font is tiny!!! I cant read over what i 
type at 

> all, i tried changing font settings but it didnt seem to do 
anything. 


Urgh, dunno what to suggest to fix that... 
> Dont like those forums much as its impossible to find anything and 


asking is 
> worce. 


Agreed, it's a bad system, anda lot of the knowledgable people that 
populate the forums aren't the most civil. Maybe it was a bad idea to 
make it as openly available as they have... 


> For compiling do you use the cc comand or is there something more 
suted to 

> us? this i realy havent worked out and once i can see what i am 
typing it 

> might become usefull! 


gcc is what you want for compiling C programs (as with the yaroze), 
g++ (I think) for C++ programs. Check the samples in 
/usr/doc/PlayStation2/libps2dev/sample/ for examples of code (once you 
get the font readable). 


Rikki 


--MESSAGE FILE 9490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freeta 
08218 


--MESSAGE FILE 9491 START: net-yaroze-usenet/00000001-SCEE/yaroze/free 
0008219 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: Sun, 30 Jun 2002 23:20:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3D1F8428.50000@100Tinsoldiers.com> 

References: <3D1F7BFF.5090004@100Tinsoldiers.com> <afnv8h$p1014@www.ne 
. com> 

NNTP-Posting-Host: modem-387.articuno.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) 
X-Accept—-Language: en-us, en 


Glad there is life in the old machine yet, makes me happy to think the 
is going to be more releases. 


I've actually got Donkey Kong Jnr and Rainbow Islands PCBs shame I've 
got nothing to play them on, I'm looking out for a decent cabinet. 


Page 6236 


1k/english/000 


talk/english/0 


tyaroze-europe 


Gecko/20020530 


re 


> For now ive put my mind past ps2 linux, there still so much to do with the 


> yaroze that i most likely wont get into the linux kit before ps3 com 
> :) 


es out 
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Nigel 


—-MESSAGE FILE 9491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08219 


—-MESSAGE FILE 9492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008220 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Mon, 1 Jul 2002 00:05:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <afo30n$p1017@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9S$p1013@www.netyaroze-europe.co 
m> 
NNTP-Posting-Host: pcl-kirk1-2-cust236.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I think VGA is 640x480 and VESA is 800x600 
Could be wrong though! 


And yes, teh SoG is definately a hardware limitiation. The Multi A/V Out 
connector simply doesn't carry any separate Sync lines. 


-Kenny 

"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:afnsq9$p1013@www.netyaroze-europe.com... 

> with editing the file there are 4 options u can uncomment. 


VESA, 
PAL, 
NTSC, 
VGA... 


would the last one output to a normal monitor?? 


VVVVVVV VV 


-—-MESSAGE FILE 9492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08220 


—-MESSAGE FILE 9493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008221 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@peregrine.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: Mon, 01 Jul 2002 10:12:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <3D201CE6.93408027@peregrine.com> 

References: <3D1F7BFF.5090004@100Tinsoldiers.com> 
NNTP-Posting-Host: 194.207.193.75 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (WinNT; 1) 

X-Accept—-Language: en 


I'm still pecking away here and there when i've got the chance, i've not 
gone for PS2/Linux yet though I probably will do later on in the year. 
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I'm thinking of doing something a little bit simpler myself :) 


Andy 


igel Critten wrote: 


Well I've got my PS2 Linux kit, but I'm serious about getting my Yaroze 
games done, I want to finish something on it, trouble is I've got so 
many games going round in my mind I don't know what to do. 


I want to do a Graftgold title, Uridium, Paradroid or Gribblys Day Out, 
maybe Fire n Ice, not sure which they are all great games, I'm quite a 
way on my trashman remake but I can't face drawing all those graphics :) 
then there are some old graphics I've got for an Amiga game that never 
got used, and there is my original game... far to much to think about 
maybe I should just get on with it a write one of them :) 


I did have a plan to write Commando in 8 weeks, same time it took to 
write the C64 version by one of my heros, Chris Butler, Yes I know I'm 
sad but I blame it on my age, I would use the Arcade graphics from MAME, 
or the C64 graphics but then I thought its already out on the PSOne so 
why bother, hmm I'm still thinking about it, if you were to write an 
Arcade conversion on the PSOne which one would you pick here is my rough 
list 


Commando 

APB 

Bomb Jack 

Bubble Bobble Symphony, 
Green Beret 
Combat School 
Elevator Action 
Nemesis / Salamander 
Rainbow Islands * 
NewZealand Story 
Donkey Kong Jnr 
Gauntlet * 

Ikari Warriors 

Gun Smoke 

Flying Shark 

Outrun 

Space Harrier 

Spy Hunter 

Sky Kid 

Pac Mania 

Paperboy * 

Toobin * 

Super Sprint * 


Wow that was a long list, almost a life times work... What a compilation 
that would be... I've put a * next to the ones already out on the PSOne 
(that I know of) 


so how many of you are still working with the Yaroze. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV ZE 


Nigel 
—-MESSAGE FILE 9493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08221 


—-MESSAGE FILE 9494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008222 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OT : UK Help 

Date: Mon, 1 Jul 2002 23:13:41 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <afpdpg$p1018@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203-96-146-207.apxl.paradise.net.nz 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey Guys, 
just looking at movingto the UK maybe some time soon, im a software 


developer in New Zealand, and right now im a web specialist, i deal with 
languages such as ASP, SQL, DHTML, XML, XSL, asp.net, vb.net, etc.. 


Im trying to get some ideas about whats a good wage in the UK, ive been 
looking around and wages seem to vary alot from 25 - 45 for the types of 
jobs id do. Are any of you guys in the same field as me, can anyone tell me 
what the average wage for someone in the UK is, and could anyone tell me 
what kinda money i need to earn to live comfortably while over there. 


Any info or help is apprecaited :) 


Greg 


—-MESSAGE FILE 9494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08222 


-—-MESSAGE FILE 9495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008223 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT : UK Help 

Date: Mon, 01 Jul 2002 12:38:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3D203F1A.7010608@100Tinsoldiers.com> 

References: <afpdpg$p1018@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-382.arcanine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


It really does depend on the area, in the south especially around London 
you can expect to earn a lot more money but you will also be 

paying a lot more to live house prices and rent are a lot higher in and 
around London, 

the North is a lot cheaper but the wages are lower. 


Put it this way I live in East Anglia, the house prices have gone sky 
high recently, the average house (and I mean average) cost about 110k 
now 5 years ago you could get a superb house for 85k, at the moment 
unless things drop off I can't afford to live here, fortunatly my 
parents haven't chucked me out yet... If you wanted to rent, again in 
East Anglia you will be looking at 300-500ukp a month. 


To sum up the UK isn't cheap, Scotland is actually cheaper and a nice 
place to live but there isn't the same demand for the sort of job you 
are looking for. 


Out of interest roughly what do you earn/need in New Zealand to live? 


Nigel 


—-MESSAGE FILE 9495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08223 


—-MESSAGE FILE 9496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008224 
Path: chuka.playstation.co.uk!news 
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From: "Andrew Murray" <sckoobs@which.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Yaroze and Stuff 

Date: Mon, 1 Jul 2002 14:21:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 74 
Message-ID: <afpld8$p1019@www.netyaroze-europe. com> 
References: <3D1F7BFF.5090004@100Tinsoldiers.com> 
NNTP-Posting-Host: modem-306.barrelled.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


What a proposterus idea!! No one programming for the Yaroze?? 


I am trying to get a half decent platformer game up and running both for the 
2D Tutorial and hopefully as a release (my first ACTUAL game). MonkyRegs has 
taken a back seat because I'm at the stage with it where I need to get 
animations into it. I'm going to write a TMD and TOD exporter from MilkShape 
(maybe even 3ds max) so that I can get the models straight into my game. I 
was also thinking of doing my own 3D animation routines instead of using the 
TOD ones (which I havn't even looked at yet - but I believe they use 
multiple geometries of the same model to implement animation, I'm going to 
try skeletal animation). 


I suppose we have some consolation in that fact that the PS2 can play 
ordinary PSOne games so at least we could try to convince some mag to put 
our games on a PS2 mag... or is that already the case??? Hmm... 


Max 


Nigel Critten <Nigel@100Tinsoldiers.com> wrote in message 

news: 3D1F7BFF.5090004@100Tinsoldiers.com... 

> Well I've got my PS2 Linux kit, but I'm serious about getting my Yaroze 
games done, I want to finish something on it, trouble is I've got so 
many games going round in my mind I don't know what to do. 


I want to do a Graftgold title, Uridium, Paradroid or Gribblys Day Out, 
maybe Fire n Ice, not sure which they are all great games, I'm quite a 
way on my trashman remake but I can't face drawing all those graphics :) 
then there are some old graphics I've got for an Amiga game that never 
got used, and there is my original game... far to much to think about 
maybe I should just get on with it a write one of them :) 


I did have a plan to write Commando in 8 weeks, same time it took to 
write the C64 version by one of my heros, Chris Butler, Yes I know I'm 
sad but I blame it on my age, I would use the Arcade graphics from MAME, 
or the C64 graphics but then I thought its already out on the PSOne so 
why bother, hmm I'm still thinking about it, if you were to write an 
Arcade conversion on the PSOne which one would you pick here is my rough 
list 


Commando 

APB 

Bomb Jack 

Bubble Bobble Symphony, 
Green Beret 
Combat School 
Elevator Action 
Nemesis / Salamander 
Rainbow Islands * 
NewZealand Story 
Donkey Kong Jnr 
Gauntlet * 

Ikari Warriors 

Gun Smoke 

Flying Shark 

Outrun 

Space Harrier 

Spy Hunter 

Sky Kid 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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Pac Mania 
Paperboy * 
Toobin * 

Super Sprint * 


Wow that was a long list, almost a life times work... What a compilation 
that would be... I've put a * next to the ones already out on the PSOne 
(that I know of) 


so how many of you are still working with the Yaroze. 


Nigel 


VVVVVVVVVVV VV 


—-MESSAGE FILE 9496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08224 


-—-MESSAGE FILE 9497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008225 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: Mon, 1 Jul 2002 14:23:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 
Message-ID: <afplh8Sp1020@www.netyaroze-europe. com> 

References: <3D1F7BFF.5090004@100Tinsoldiers.com> <afpld8$p1019@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-306.barrelled.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Oh yeah, I have also wrote an RSD exporter already for MilkShape, if anyone 
wants it then send me an e-mail or post here. I'm not entirely sure if it 
works 100%, someone to test it for me would be great. 


Max 


Andrew Murray <sckoobs@which.net> wrote in message 

news: afpld8S$p1019@www.netyaroze-europe.com... 

> What a proposterus idea!! No one programming for the Yaroze?? 

> 

> I am trying to get a half decent platformer game up and running both for 

the 

> 2D Tutorial and hopefully as a release (my first ACTUAL game). MonkyRegs 

has 

> taken a back seat because I'm at the stage with it where I need to get 

> animations into it. I'm going to write a TMD and TOD exporter from 

MilkShape 

> (maybe even 3ds max) so that I can get the models straight into my game. I 

> was also thinking of doing my own 3D animation routines instead of using 

the 

> TOD ones (which I havn't even looked at yet - but I believe they use 
multiple geometries of the same model to implement animation, I'm going to 
try skeletal animation). 


I suppose we have some consolation in that fact that the PS2 can play 
ordinary PSOne games so at least we could try to convince some mag to put 
our games on a PS2 mag... or is that already the case??? Hmm... 


Nigel Critten <Nigel@100Tinsoldiers.com> wrote in message 

news: 3D1F7BFF.5090004@100Tinsoldiers.com... 

> Well I've got my PS2 Linux kit, but I'm serious about getting my Yaroze 
> games done, I want to finish something on it, trouble is I've got so 

> many games going round in my mind I don't know what to do. 


> 
> 
> 
> 
> 
> 
> 
> Max 
> 
> 
> 
> 
> 
> 
> 
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I want to do a Graftgold title, Uridium, Paradroid or Gribblys Day Out, 
maybe Fire n Ice, not sure which they are all great games, I'm quite a 
way on my trashman remake but I can't face drawing all those graphics :) 
then there are some old graphics I've got for an Amiga game that never 
got used, and there is my original game... far to much to think about 
maybe I should just get on with it a write one of them :) 


I did have a plan to write Commando in 8 weeks, same time it took to 
write the C64 version by one of my heros, Chris Butler, Yes I know I'm 
sad but I blame it on my age, I would use the Arcade graphics from MAME, 
or the C64 graphics but then I thought its already out on the PSOne so 
why bother, hmm I'm still thinking about it, if you were to write an 
Arcade conversion on the PSOne which one would you pick here is my rough 
list 


Commando 

APB 

Bomb Jack 

Bubble Bobble Symphony, 
Green Beret 
Combat School 
Elevator Action 
Nemesis / Salamander 
Rainbow Islands * 
NewZealand Story 
Donkey Kong Jnr 
Gauntlet * 

Ikari Warriors 

Gun Smoke 

Flying Shark 

Outrun 

Space Harrier 

Spy Hunter 

Sky Kid 

Pac Mania 

Paperboy * 

Toobin * 

Super Sprint * 


Wow that was a long list, almost a life times work... What a compilation 
that would be... I've put a * next to the ones already out on the PSOne 
(that I know of) 


so how many of you are still working with the Yaroze. 


Nigel 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 
VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


—-MESSAGE FILE 9497 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08225 


—-MESSAGE FILE 9498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008226 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT : UK Help 

Date: Mon, 1 Jul 2002 16:51:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <afpu5k$20ql@www.netyaroze-europe. com> 

References: <afpdpg$p1018@www.netyaroze-europe.com> <3D203F1A.7010608@100Tinsoldiers 
. com> 

NNTP-Posting-Host: host217-34-69-231.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 
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the average wage is somethign like £5 - 6 an hour or something, i get £12 an 
hour web mastering for my dad, but full time you should be able to get much 
more. I think most ppl ask for entire sites for a set amount, ranging froim 
a few hundred to a couple of grand. It depends on the size of the company 
and what they are looking for! 


—-MESSAGE FILE 9498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08226 


-—-MESSAGE FILE 9499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008227 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Mon, 1 Jul 2002 17:45:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <afqlb1$20q2@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnn0OpS$p1012@www.netyaroze-europe.co 
m> <afo0cfSp1016@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-69-231.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


i can read the font on the commant prompt just not in xwindows. I dont have 
that directory.. it goes as far as PlayStation2, but no thurther. How an i 
install them? 


—-MESSAGE FILE 9499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08227 


—-MESSAGE FILE 9500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008228 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Mon, 1 Jul 2002 18:21:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <afq3mb$20q3@www.netyaroze-europe. com> 
References: <afpdpg$p1018@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.226.57.226 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hello. 


What you should do is go to something like newmonday.co.uk and look at the 
salaries - this will give you a rough idea of what you can expect and where 
(try to stick to the cities). Then go to fish4 to have a look at rental and 
house prices. Then you get the extras like buying a car, insurance, TV 
License, buying furniture (if not renting furnished places), shopping bills, 
etc. You could look at sharing a place with <Urgh> Students </Urgh> for the 
first part of your stay - while getting your head round prices and getting 
into the "scene". I would forget London, unless you can prove you're 
super-webDevMan, cos of all the dotcom crashes people will ASP for food 
round there. Have you tried looking for jobs related to where you come 
from? A girl from our place got a marketing job (in London) for a NZ 
tourist company just cos she knew the island (talentless mare!). 
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Living comfortably is a large area - as you are a <Urgh> Student </Urgh> 
you probably won't like the fact that you will have to get up in the morning 
:P so do you mean own car, guest room, 32" Dolby TV, etc. or bedsit with 
easy access to a bus/train station and McDonalds? 


If you're into game progging as well - try looking for jobs with game 
companies in Liverpool, Manchester, Newcastle and Scotland. Wages might not 
be so high but you can buy a smallish house with the 3 pieces of Rock Salt 
you'll get paid a year. 


On a side note - for the other people bored enough to read this far: 


Still no Linux. UPS is still sitting on their slippery hands. Gits. 


But FFX and GTAIII from Sony arrived - Hurrah, plenty of Ho' slappin' and 
accidentally wakking Wakka (they never give you enough phoenix down 
potions). 


Big Ups to Sony and Big Pants to UPS. And why leave NZ? I've heard it's 
a fantastic place apart from the gang violence. Errrm... 


Warren 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: afpdpg$p1018@www.netyaroze-europe.com... 
> Hey Guys, 


> 

> just looking at movingto the UK maybe some time soon, im a software 

> developer in New Zealand, and right now im a web specialist, i deal with 
> languages such as ASP, SQL, DHTML, XML, XSL, asp.net, vb.net, etc.. 

> 

> Im trying to get some ideas about whats a good wage in the UK, ive been 
> looking around and wages seem to vary alot from 25 - 45 for the types of 
> jobs id do. Are any of you guys in the same field as me, can anyone tell 
me 

> what the average wage for someone in the UK is, and could anyone tell me 
> what kinda money i need to earn to live comfortably while over there. 

> 

> Any info or help is apprecaited :) 

> 

> Greg 

> 

> 


-—-MESSAGE FILE 9500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08228 


—-MESSAGE FILE 9501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008229 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Mon, 1 Jul 2002 18:33:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <afq444S20q4@www.netyaroze-europe. com> 

References: <afkrbpSp1l09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9$p1013@www.netyaroze-europe.co 
m> <afo30nSp1017@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-69-231.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ok, so i think maybe i have found the samples on my linux.. so how do i run 
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them? gcc file.c will do something.. but, how do i then run it? Do i need to 
link it also? What about Makefiles? how do i make them? 
I've always used codewarrior for large projects to HELP! 


Cheers, chris 


--MESSAGE FILE 9501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08229 


—-MESSAGE FILE 9502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008230 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Mon, 1 Jul 2002 21:52:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <afqfs1S20q5@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnn0OpS$p1012@www.netyaroze-europe.co 
m> <afo0cfSpl1016@www.netyaroze-europe.com> <afqlb1$20q2@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: afqlb1$20q2@www.netyaroze-europe.com... 

> i can read the font on the commant prompt just not in xwindows. I 
dont have 


Hmm, I wonder if you can change the resolution of xwindows. I don't 
recall seeing anything in the man page for it (type 'man startx', in 
case you didn't know). The examples I pointed you to even have options 
to change resolution, so it may be possible with xwindows. 


> that directory.. it goes as far as PlayStation2, but no thurther. 
How can i 
> install them? 


Erm, I chose 'everything' when I did the install.. You could either go 
through the installation again, now being able to see it on the TV, 
and pick the options you actually wanted, or you can mount the 2nd CD 
(put the 2nd cd in after loading linux and type ‘mount -t udf 
/dev/cdrom /mnt/cdrom' - I think, check the manual) then use the rpm 
command to install the right package when you find it. I'm sorry, I 
don't know what package you'll need to look for, as I haven't looked 
at installing anything extra, as I installed everything to start with 
:-S You'll have to search around a bit, or look at 
http://www.playstation2-linux.com. On the original installation 
options, there were just general headings like 'development', so maybe 
that's how the installation files are named. Maybe if you want some 
dev stuff you gotta have it all. Or else it'll be in a folder named 
development or something, and probably be named samples or something. 
The file ending will be .rpm, by the way. 


Rikki 


-—-MESSAGE FILE 9502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08230 


—-MESSAGE FILE 9503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008231 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 
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Date: Mon, 1 Jul 2002 21:59:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <afqg83S20q6@www.netyaroze-europe. com> 

References: <afkrbpSp1l09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9Sp1013@www.netyaroze-europe.co 
m> <afo30nSp1017@www.netyaroze-europe.com> <afq444S20q4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: afq444S20q4@www.netyaroze-europe.com... 

> ok, so i think maybe i have found the samples on my linux.. so how 
do i run 

> them? gcc file.c will do something.. but, how do i then run it? Do i 
need to 

> link it also? What about Makefiles? how do i make them? 

> I've always used codewarrior for large projects to HELP! 


Just go to the folder /basic3d/core or /vu0 or whatever (going to the 
main /basic3d/ directory doesn't help much) or the /vul/blow/ folder 
and type 'make' to make it. It knows to use the file called 'Makefile' 
in the current directory, and will compile everything needed. Then 
type 'make run' to execute it. 


In fact, you may just be able to type 'make run' and it should compile 
everything and run it, but the forum people all said type 'make' 
first. Hit Ctrl+C to quit. Another way to run is to type './main'. If 
you do it this way, you may be able to add options like -PAL (I think 
that's the way the option goes). I'm not sure if you'll need to or 
not. Check the code for the options (main.c). 


HTH, 
Rikki 


—-MESSAGE FILE 9503 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08231 


—-MESSAGE FILE 9504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008232 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Mon, 1 Jul 2002 22:00:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <afqgc6$20q7@www.netyaroze-europe. com> 

References: <afpdpg$p1018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> But FFX and GTAIII from Sony arrived - Hurrah 
GTA3?! Jammy beggar! I got Motor Mayhem 

Still mustn't grumble. 

Derek ;) 


—-MESSAGE FILE 9504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08232 
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--MESSAGE FILE 9505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008233 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: 1 Jul 2002 21:28:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01c22145$2ef40800$d387933e@pal—s—omnibook> 
References: <3D1F7BFF.5090004@100Tinsoldiers.com> 
NNTP-Posting-Host: nas-cbv-2-62-147-135-211.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Nigel Critten <Nigel@100Tinsoldiers.com> wrote in article 
<3D1F7BFF.5090004@100Tinsoldiers.com>... 

> Well I've got my PS2 Linux kit, but I'm serious about getting my Yaroze 
> games done, I want to finish something on it, trouble is I've got so 

> many games going round in my mind I don't know what to do. 


same here... and I don't even have a ps2, let alone a sog monitor... 


>if you were to write an Arcade conversion on the PSOne which one would 
you pick 


Flying Shark! 
>I've put a * next to the ones already out on the PSOne (that I know of) 
the following are also available on PSOne: 


> Commando 
> Gun Smoke 


-—-MESSAGE FILE 9505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08233 


—-MESSAGE FILE 9506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008234 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: samplind audio cds in game 

Date: 1 Jul 2002 21:40:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c22146$d8cf8060$d387933e@pal—s—omnibook> 
NNTP-Posting-Host: nas-cbv-2-62-147-135-211.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm looking for info/code about sampling audio cds with the NY (in order to 
make a Vib-Ribbon-like game). 


The only thing I've found is a small program ("snd21t", 1997) that draws 
lines according to the cd music, written by Colin [name unknown] from SCEE. 
It uses a function called ReadCDDA for which the source isn't provided, and 
which is not very versatile. 


Although I've been able to get some results, they're bad enough that any 
other help would be welcome... any hint? 


pal 


—-MESSAGE FILE 9506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08234 


-—-MESSAGE FILE 9507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008235 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Mon, 1 Jul 2002 22:46:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <afqisjS20q8@www.netyaroze-europe. com> 
References: <afpdpg$p1018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 
e.com> <afqgc6$20q7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2383.python.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> > But FFX and GTAIII from Sony arrived - Hurrah 
> 


> GTA3?! Jammy beggar! I got Motor Mayhem 

I second the jammy beggarness. I got Jonny Moseley Mad Trix. 
> Still mustn't grumble. 

Yeah... 


Martin. 


—-MESSAGE FILE 9507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08235 


—-MESSAGE FILE 9508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008236 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Mon, 1 Jul 2002 22:55:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <afqjjm$S20q9@www.netyaroze-europe. com> 

References: <afpdpg$p1018@www.netyaroze-europe.com> <afq3mbS20q3@www.netyaroze-europ 
e.com> <afqgc6$20q7@www.netyaroze-europe.com> <afqisj$S20q8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> I got Jonny Moseley Mad Trix. 
Ouch. And I though I'd been hard done by 


Derek ;) 


—-MESSAGE FILE 9508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08236 


-—-MESSAGE FILE 9509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008237 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: Mon, 01 Jul 2002 23:24:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3D20D684.7030909@100Tinsoldiers.com> 

References: <3D1F7BFF.5090004@100Tinsoldiers.com> <01c22145S$2ef40800$d387933e@pal-s-— 
omnibook> 
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NNTP-Posting-Host: modem—834.awesome.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


> 
> Flying Shark! 


Nice choice, I spent hundreds of 10p on that one 


> the following are also available on PSOne: 
> 

> 

>>Commando 

>>Gun Smoke 


You're quite right I missed those 2, I even have them so I should have 
known :) 


Nigel 


—-MESSAGE FILE 9509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08237 


—-MESSAGE FILE 9510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008238 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Totally Unrelated... How to edit boot menu? 
Date: Tue, 2 Jul 2002 00:12:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <afqol4$20ql0@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1227.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hey All, 


I have installed Win98 and XP on the same machine (separate HD of course) 
but I tried to install Redhat linux on it as well (successfully) but it 
screwed up my XP install and I had to re-install XP after getting rid of 
Linux (i suppose 3 OSs was asking for trouble). 


However now I have two instances of XP on my boot menu at start up one works 
the other doesn't, can anyone tell me how I can edit this to get rid of the 
unwanted one that doesn't work?? 


Totally unrelated, I know but I trust you guys to give me a sensible answer 
(or have I just dug my own grave :)). 


Max 


—-MESSAGE FILE 9510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08238 


—-MESSAGE FILE 9511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008239 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT : UK Help 

Date: Tue, 2 Jul 2002 13:55:11 +1200 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 
Message-ID: <afrl19h$20qll@www.netyaroze-europe. com> 
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References: <afpdpg$p1018@www.netyaroze-europe.com> <3D203F1A.7010608@100Tinsoldiers 


. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


In New zealand. 
Well heres a break down. 
I earn 42.5 K NZ. 


Our house is a three bedroom, brand new townhouse, its a stand alone 


property in a nice part of town, have alrm, double garage with auto doors, 


dish washer etc. Bedrooms are all large etc.. this is 260 p.w 


Take is slightly cheaper here, i pull 630 in hand a week ( you get pa 
weekly here ). 
I spend around 50 - 80 on food a week. 


Average wage is 28k here. they consider my wage the high end braket, 
you earn say 30 you should be sweet, 


in 


so if 


Ive been out of uni for 2 years and started on 28k, and i survived fine 


during that time, but i didnt get a chance to save much. 


I hope those figure help you, i kinda expected to pay 300 P.W ( 1200 month 


for rent, and would be earning i figured around 40k. ( most likely in 
london ). 


remember that your dollar is also worth 3 NZ dollars, so if you come here 


with 10K UK, then you get a nice sum of 30k nz.. a nice start to life 


Greg 


"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 
news: 3D203F1A.7010608@100Tinsoldiers.com... 


:) 


> It really does depend on the area, in the south especially around London 


you can expect to earn a lot more money but you will also be 

paying a lot more to live house prices and rent are a lot higher in 
around London, 

the North is a lot cheaper but the wages are lower. 


high recently, the average house (and I mean average) cost about 11 
now 5 years ago you could get a superb house for 85k, at the moment 
unless things drop off I can't afford to live here, fortunatly my 
parents haven't chucked me out yet... If you wanted to rent, again 
East Anglia you will be looking at 300-500ukp a month. 


are looking for. 


Nigel 


VVVVVVVVVVVV VV VV VV VV VV 


and 


Put it this way I live in East Anglia, the house prices have gone sky 


Ok 


in 


To sum up the UK isn't cheap, Scotland is actually cheaper and a nice 
place to live but there isn't the same demand for the sort of job you 


Out of interest roughly what do you earn/need in New Zealand to live? 


) 


-—-MESSAGE FILE 9511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08239 


-—-MESSAGE FILE 9512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008240 
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Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Tue, 2 Jul 2002 11:40:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <afs0cb$20q12@www.netyaroze-europe. com> 
References: <afpdpg$p1018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Warren Khan" <W@rrenKhan.com> wrote in message 

news :afq3mb$20q3@www.netyaroze-europe.com... 

<snip> 

> Still no Linux. UPS is still sitting on their slippery hands. 
Gits. 


Urgh, bad luck mate. Hope you get it sorted soon. 


> But FFX and GTAIII from Sony arrived - Hurrah, plenty of Ho' 
slappin' and 

> accidentally wakking Wakka (they never give you enough phoenix down 
> potions). 


GTA3!!! Did you tell Sony about your bad luck and they were feeling 
sorry for you?! I got Super Trucks(?!) and a plastic wrapped FFX with 
a cracked case (well smashed is a better word - the bottom corner is 
shattered). I was planning to try and sell FFX as brand new, or even 
try and trade it in at one of the stores for a reasonable amount, 
given as it woulda been good as stock, but now the case is broken, I'm 
gonna have to keep it.. : ( 


Rikki 


—-MESSAGE FILE 9512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08240 


-—-MESSAGE FILE 9513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008241 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Tue, 2 Jul 2002 12:43:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <afs47b$20q13@www.netyaroze-europe. com> 

References: <afpdpg$p1l018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 

e.com> <afqgc6$20q7@www.netyaroze-europe.com> <afqisj$S20q8@www.netyaroze-europe. com> 
<afqjjm$20q9@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1095.blotto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote 
> > I got Jonny Moseley Mad Trix. 


> 

> Ouch. And I though I'd been hard done by 

> 

> Derek ;) 

I got Vampire Night....which I didn't think would be worth playing without a 


gun, so I traded it in against a memory card. Now all I need is a PS2 and 
I'm set. 
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Peter 


—-MESSAGE FILE 9513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08241 


—-MESSAGE FILE 9514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008242 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: samplind audio cds in game 

Date: Tue, 2 Jul 2002 12:46:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <afs47c$20q14@www.netyaroze-europe. com> 
References: <01c22146Sd8cf8060$d387933e@pal-—s-—omnibook> 
NNTP-Posting-Host: modem-1095.blotto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I think the ReadCDDA function is the only way to read in cd audio, and I 
can't think of any demos apart from snd2lt that use it. 


I had a quick play with it at one time, but nothing more than that. 


Peter 

"pal" <palpalpalpal@hotmail.com> wrote 

> 

> I'm looking for info/code about sampling audio cds with the NY (in order 
to 

> make a Vib-Ribbon-like game). 

> 

> The only thing I've found is a small program ("snd21t", 1997) that draws 
> lines according to the cd music, written by Colin [name unknown] from 
SCEE 

> It uses a function called ReadCDDA for which the source isn't provided, 
and 

> which is not very versatile. 

> 

> Although I've been able to get some results, they're bad enough that any 
> other help would be welcome... any hint? 

> 

> pal 

> 


—-MESSAGE FILE 9514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08242 


-—-MESSAGE FILE 9515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008243 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Totally Unrelated... How to edit boot menu? 
Date: Tue, 2 Jul 2002 13:47:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <afs7pb$20q15@www.netyaroze-europe.com> 
References: <afqol4$20q1l0@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-972.arbok.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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I'm no expert with XP and haven't had to edit my boot settings, but you can 
edit your boot.ini file like this: 


Go to Control Panel, select System, Advanced tab, under Startup and Recovery 
select Settings, under System Startup select Edit. This opens up the 
boot.ini file. 

Under [operating systems] you've probably got duplicate entries of something 
like 


multi (0) disk (0) rdisk (0)partition(1)\WINDOWS="Microsoft Windows XP Home 
Edition" /fastdetect 


You'll need to delete one of then, if you've re-installed to the same 
hd/partition the lines should be identical. If they're not the same post 
them here and on what hd/partitions XP was installed. 


Also check the default value is correct, 


default=multi (0) disk (0) rdisk (0) partition (1) \WINDOWS 


that's mine for the above OS, I'm only running XP on this PC. 
Peter 


"Andrew Murray" <sckoobs@which.net> wrote 


> 

> Hey All, 

> 

> I have installed Win98 and XP on the same machine (separate HD of course) 
> but I tried to install Redhat linux on it as well (successfully) but it 
> screwed up my XP install and I had to re-install XP after getting rid of 
> Linux (i suppose 3 OSs was asking for trouble). 

> 

> However now I have two instances of XP on my boot menu at start up one 


works 

> the other doesn't, can anyone tell me how I can edit this to get rid of 
the 

> unwanted one that doesn't work?? 

> 

> Totally unrelated, I know but I trust you guys to give me a sensible 
answer 

> (or have I just dug my own grave :)). 


Max 


V V V v 


--MESSAGE FILE 9515 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08243 


--MESSAGE FILE 9516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008244 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Tue, 2 Jul 2002 19:25:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <afsrilS20ql6@www.netyaroze-europe.com> 

References: <afkrbpS$pl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9$p1013@www.netyaroze-europe.co 
m> <afo30nSp1017@www.netyaroze-europe.com> <afq444S20q4@www.netyaroze-europe.com> <a 
fqg83S20q6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-37-219.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


okok help! 


Net Yaroze newsgroups message dump.txt Page 6254 


how do i set up the PC to allow me to see the PS"'s screen? I trid 
installing Cygwin but it complains about not having cygwinl.dll 


—-MESSAGE FILE 9516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08244 


-—-MESSAGE FILE 9517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008245 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Tue, 2 Jul 2002 20:44:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <aft06u$20q17@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9$p1013@www.netyaroze-europe.co 
m> <afo30nS$p1017@www.netyaroze-europe.com> <afq444S20q4@www.netyaroze-europe.com> <a 
faqg83S$20q6@www.netyaroze-europe.com> <afsril$20q16é@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:afsrilS20ql6@www.netyaroze-europe.com... 

> okok help! 

> 

> how do i set up the PC to allow me to see the PS"'s screen? I trid 
> installing Cygwin but it complains about not having cygwinl.dll 


:-S Not something I've tried, sorry. Trying Googling for 'cygwinl.dll' 
and see if it's a FAQ... 


Rikki 


-—-MESSAGE FILE 9517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08245 


—-MESSAGE FILE 9518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008246 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Tue, 2 Jul 2002 23:00:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <aft848S$20q18@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9$p1013@www.netyaroze-europe.co 
m> <afo30nSp1017@www.netyaroze-europe.com> <afq444S20q4@www.netyaroze-europe.com> <a 
fqg83S20q6@www.netyaroze-europe.com> <afsrilS$20ql6@www.netyaroze-europe.com> <aft06u 
$20q17@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem—4084.monkey.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> how do i set up the PC to allow me to see the PS"'s screen? I trid 
> installing Cygwin but it complains about not having cygwinl.dll 


:-S Not something I've tried, sorry. Trying Googling for 'cygwinl.dll' 


> 
> 
> 
> 
> and see if it's a FAQ... 
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Sounds like a bad install of cygwin. Is the cygwinl.dll anywhere on your 
computer? It should be in /bin (under the cygwin root). But don't move 
it around yourself - you should use the cygwin installer. Just unzipping 
the various packages will not work properly. 


Best off checking the FAQ on www.cygwin.com and making sure you 
followed the download/installation procedure correctly. 


Martin. 


—-MESSAGE FILE 9518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08246 


—-MESSAGE FILE 9519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008247 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: website 

Date: Wed, 03 Jul 2002 00:03:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3D223151.40908@100Tinsoldiers.com> 

NNTP-Posting-Host: modem-674.awesome.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Small website overhaul, now matches my main site www.100tinsoldiers.com 
pop along to www.netyaroze-europe.com/~ncritten tell me what you think. 


Still trying to decide on the game to do :) 


Nigel 


—-MESSAGE FILE 9519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08247 


-—-MESSAGE FILE 9520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008248 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Wed, 3 Jul 2002 08:16:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <afu8n0$20q19@www.netyaroze-europe. com> 

References: <afpdpg$p1l018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 
e.com> <afsO0cb$20q12@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-34-85-249.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'm selling on my FF10 to a mate as i currently have 3 copies. I got Jade 
Cocoon 2, well.. i guess ill play it at some point. Anyone played it? 


—-MESSAGE FILE 9520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08248 


—-MESSAGE FILE 9521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008249 
Path: chuka.playstation.co.uk!news 
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From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: samplind audio cds in game 

Date: 3 Jul 2002 09:24:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01c222725629d7e60$c675933e@pal-—s-—omnibook> 
References: <01c22146Sd8cf8060$d387933e@pal—s-omnibook> <afs47c$20q14@www.netyaroze- 
europe.com> 

NNTP-Posting-Host: nas-cbv-11-62-147-117-198.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<afs47c$20q14@www.netyaroze-europe.com>... 

> I think the ReadCDDA function is the only way to read in cd audio, and I 
> can't think of any demos apart from snd2lt that use it. 


too bad... 


> I had a quick play with it at one time, but nothing more than that. 


...ՅոՄ result or ideas with detecting things like beats or patterns in the 
music? 


—-MESSAGE FILE 9521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08249 


-—-MESSAGE FILE 9522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008250 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Remaining Yaroze Stock 

Date: 3 Jul 2002 09:41:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 
Message-ID: <01¢22274$b5138020$c675933e@pal—s—omnibook> 
References: <01c21371Se8f815c0$a793933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-11-62-147-117-198.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


...ՅոՄ official word from Sony? 


—-MESSAGE FILE 9522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08250 


—-MESSAGE FILE 9523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008251 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux Connection 

Date: Wed, 03 Jul 2002 11:07:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3D22CCEC.5080408@100Tinsoldiers.com> 

NNTP-Posting-Host: modem-806.alakazam.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


3 things with PS2 Linux. 


1. Has anyone managed to network their PS2 with their PC. 

2. Anyone know how to mount a USB 250 ZIP on the PS2 so I can transfer 
files that way 

3. where are the examples :) 


Cheers 
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Nigel 


-—-MESSAGE FILE 9523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08251 


—-MESSAGE FILE 9524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008252 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: samplind audio cds in game 

Date: Wed, 3 Jul 2002 13:28:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <afurlvS20q20@www.netyaroze-europe. com> 

References: <01c22146Sd8cf8060$d387933e@pal-—s-omnibook> <afs47c$20q14@www.netyaroze-— 
europe.com> <01c22272$629d7e60$c675933e@pal—s—omnibook> 

NNTP-Posting-Host: modem-253.awesome.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


"pal" <palpalpalpal@hotmail.com> wrote 
> Peter Armstrong <hanno@btinternet.com> wrote in article 


> <afs47c$20q1l4@www.netyaroze-europe.com>... 

> > I think the ReadCDDA function is the only way to read in cd audio, and I 
> > can't think of any demos apart from snd21t that use it. 

> 

> too bad... 

> 

> > I had a quick play with it at one time, but nothing more than that. 

> 

> ...any result or ideas with detecting things like beats or patterns in the 
> music? 


I can't really remember how it worked, something along the lines of setting 
up a memory buffer and copying in a sound sample at set intervals, maybe at 
each vsync. I don't know if it's buffering all the sound or just a fragment. 
I couldn't say if there's enough info for something like a beat counter, but 
looking at snd2lt running it may well be possible. 


Peter 


—-MESSAGE FILE 9524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08252 


—-MESSAGE FILE 9525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008253 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Wed, 3 Jul 2002 14:08:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <afutdm$20q21@www.netyaroze-europe.com> 
References: <3D22CCEC.5080408@100Tinsoldiers.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 
news: 3D22CCEC.5080408@100Tinsoldiers.com... 

> 3 things with PS2 Linux. 

> 
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> 1. Has anyone managed to network their PS2 with their PC. 


Loads on http://www.playstation2-linux.com have, but the only reason 
to go to the forums there is to brag about well you've done it.. Um, 
you need a NIC in your PC, and a CAT5 crossover cable going from PC 
NIC to PS2 NA. I think the PC NIC has to be set up for TCP/IP or 
something like that, to share files. Maybe you can set it up as a DHCP 
server, I'm not really sure. It all depends on the various ways of 
using the different software to do it, which I don't really have a 
clue about. For sharing files, I know you need to make the file 
available from your PC (in windows, by allowing files to be shared 
from the Network option in Control Panel, then right clicking the file 
or directory and choosing share this file from the appropriate tab), 
then use Samba on the PS2 to link to the file/directory. For 
directory: 


smbclient -L //<YourPCName> 
smbclient -N //<PCName>/<DirectoryName> 


Sorry, bit rushed, interpret from all that what you can. 

> 2. Anyone know how to mount a USB 250 ZIP on the PS2 so I can 
transfer 

> files that way 

:-5S 


> 3. where are the examples :) 


/usr/doc/PlayStation2/libps2dev/sample/ 
then /basic3d or /vul/blow 


That's if you've installed them. If you haven't, you'll have to find 
them on the 2nd CD, and install them (use rpm on the appropriate 
rpm...) 


Rikki 


--MESSAGE FILE 9525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08253 


--MESSAGE FILE 9526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008254 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: psxcomm 

Date: Wed, 03 Jul 2002 15:59:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3D23113B.8030105@100Tinsoldiers.com> 

NNTP-Posting-Host: modem-375.arcanine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Could some one please point me in the direction of PSXCOMM, I've lost it 
again :) 


Nigel 


—-MESSAGE FILE 9526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08254 


-—-MESSAGE FILE 9527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008255 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Wed, 03 Jul 2002 19:24:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3d234f7e.34041639@www.netyaroze-europe. com> 

References: <afpdpg$p1018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 
e.com> <afqgc6$20q7@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-194-80-14-hy.blueyonder.co.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


Լ got Worms Blast... 


looks cool, will probably play it at the weekend to see what it's 
like. 


Mark 
—-MESSAGE FILE 9527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08255 


—-MESSAGE FILE 9528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008256 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux, help! 

Date: Wed, 03 Jul 2002 19:28:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3d23500d.34185365@www.netyaroze-europe. com> 

References: <afkrbpSpl09@www.netyaroze-europe.com> <af1l017$p1010@www.netyaroze-europ 
e.com> <af1113$p1011@www.netyaroze-europe.com> <afnsq9Sp1013@www.netyaroze-europe.co 
m> <afo30nSp1017@www.netyaroze-europe.com> <afq444S20q4@www.netyaroze-europe.com> <a 
fqg83S20q6@www.netyaroze-europe.com> <afsrilS$20ql6@www.netyaroze-europe.com> <aft06u 
$20q17@www.netyaroze-europe.com> <aft848$20q18@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-194-80-14-hy.blueyonder.co.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


On Tue, 2 Jul 2002 23:00:50 +0100, "Martin Keates" 
<martin@jabadaw.fsnet.co.uk> wrote: 


>Sounds like a bad install of cygwin. Is the cygwinl.dll anywhere on your 
>computer? It should be in /bin (under the cygwin root). But don't move 
>it around yourself - you should use the cygwin installer. Just unzipping 
>the various packages will not work properly. 

> 


check that you don't have other software eg. xemacs, that may use the 
old cygwin dlls these used to go in the \<windir>directory. 


Caused me a couple of problems with some programs working others not. 


Mark 


-—-MESSAGE FILE 9528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08256 


—-MESSAGE FILE 9529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008257 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: UK Help 

Date: Wed, 3 Jul 2002 21:26:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <afvmvq$20q22@www.netyaroze-europe.com> 

References: <afpdpg$p1018@www.netyaroze-europe.com> <afq3mb$20q3@www.netyaroze-europ 
e.com> <afqgc6$20q7@www.netyaroze-europe.com> <3d234f7e.34041639@www.netyaroze-europ 
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e.com> 

NNTP-Posting-Host: host217-34-85-249.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Wormblast is a good game, dont know about lastability though. 


—-MESSAGE FILE 9529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08257 


—-MESSAGE FILE 9530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008258 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxcomm 

Date: Wed, 3 Jul 2002 21:56:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <afvos0$20q23@www.netyaroze-europe. com> 
References: <3D23113B.8030105@100Tinsoldiers.com> 
NNTP-Posting-Host: modem-989.duckdive.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Grab this file: 
http://www.netyaroze-europe.com/~kmillar/ftp/PSC.zip 


then find the message "More Win2k probs, help please" 8/9/01 in this 
newsgroup, Kenny's attached a replacement psxcomm.exe to his reply. 


Peter 


"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 

news: 3D23113B.8030105@100Tinsoldiers.com... 

> Could some one please point me in the direction of PSXCOMM, I've lost it 
again :) 


> 
> 
> Nigel 
> 


-—-MESSAGE FILE 9530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08258 


—-MESSAGE FILE 9531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008259 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Fri, 05 Jul 2002 17:09:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3D25C4C7.7090308@100Tinsoldiers.com> 

References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-584.duckdive.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Cheers for that, does it have to be a cross over cable or can it go 
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through a network HUB. 


I've got TCP/IP setup on the PC, all the lights on the HUB light up when 
the PS2 is plugged into it but the PS2 doesn't see the PC machine, the 
trouble is with XP they have introduced all these bloody Network Wizards 
which set stuff up for you but they have moved all the manual setup 
stuff (or at least hidden it) I think I'm going to drop back to Win2K. 


I'm about to put RedHat Linux on my PC Box as well because I'm trying to 
move away from Windows, should be fun... 


There was talk of Metrowerks porting CodeWarrior for the PS2 does anyone 
know if this is still going ahead, still prefer that to GCC. 


Cheers 
Nigel 


—-MESSAGE FILE 9531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08259 


—-MESSAGE FILE 9532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008260 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Fri, 5 Jul 2002 17:37:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <ag4id8$20q24@www.netyaroze-europe.com> 

References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
-com> <3D25C4C7.7090308@100Tinsoldiers.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Nigel Critten" <Nigel@100Tinsoldiers.com> wrote in message 

news : 3D25C4C7.7090308@100Tinsoldiers.com... 

> Cheers for that, does it have to be a cross over cable or can it go 
> through a network HUB. 


Should work through a hub, virtually everyone has it set up through a 
hub, apparently... 


> I've got TCP/IP setup on the PC, all the lights on the HUB light up 
when 

> the PS2 is plugged into it but the PS2 doesn't see the PC machine, 
the 

> trouble is with XP they have introduced all these bloody Network 
Wizards 

> which set stuff up for you but they have moved all the manual setup 
> stuff (or at least hidden it) I think I'm going to drop back to 
Win2K. 


What have you tried doing to get the PS2 to see the PC? Have you 
shared the folder/drive on the PC (Right click on it, select Share 
from the appropriate tab) before running Samba? 


> I'm about to put RedHat Linux on my PC Box as well because I'm 
trying to 
> move away from Windows, should be fun... 


Heh heh, good luck! 


> There was talk of Metrowerks porting CodeWarrior for the PS2 does 
anyone 
> know if this is still going ahead, still prefer that to GCC. 


Haven't heard much more about it. All I saw On the forums was a 
Metrowerks guy post a message asking for people reply if they wanted 
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CodeWarrior for the PS2, and if there were enough replies, he'd be 
able to approach his bosses or something to get a version done. 
However, I think the numbers required were in the thousands, and only 
about 10 people had replied when I last saw it... 


Personally I never really liked CodeWarrior, though it may make PS2 
dev a bit less daunting. However, I think some easy to use libraries 
might be more useful... 


Rikki 


—-MESSAGE FILE 9532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08260 


—-MESSAGE FILE 9533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008261 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Fri, 05 Jul 2002 18:42:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3D25DA9E.2010907@100Tinsoldiers.com> 

References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
-com> <3D25C4C7.7090308@100Tinsoldiers.com> <ag4id8$20q24@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-199.babbelas.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Some small progress, I've got the PS2 to list the shared drives on the 
PC, it was a case of not having setup the IPAddress on the PS2, I went 
looking for it so I could try a ping from the PC to make sure the 
machines could talk to each other, when I found it the HOST was 
192.168.0.0 not good, changing that to a valid IP sorted that problem 
out, still can't get the PS2 to list the contents of a shared drive but 
at least its a start, can I actually mount the PC shared directory on 
the Linux side in fstab or something, I remember setting all this Samba 
stuff up on the Amiga which took a while but there was a way to mount a 
shared folder. 


Windows has made me soft and I don't like it : ( 
Nigel 


—-MESSAGE FILE 9533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08261 


—-MESSAGE FILE 9534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008262 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Fri, 05 Jul 2002 18:11:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3d25e088.202244412@www.netyaroze-europe. com> 

References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
-com> <3D25C4C7.7090308@100Tinsoldiers.com> <ag4id8$20q24@www.netyaroze-europe. com> 
<3D25DA9E.2010907@100Tinsoldiers.com> 

NNTP-Posting-Host: pc-80-194-80-14-hy.blueyonder.co.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


On Fri, 05 Jul 2002 18:42:54 +0100, Nigel Critten 
<Nigel@100Tinsoldiers.com> wrote: 
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>Some small progress, I've got the PS2 to list the shared drives on the 
>PC, it was a case of not having setup the IPAddress on the PS2, I went 
>looking for it so I could try a ping from the PC to make sure the 


>out, still can't get the PS2 to list the contents of a shared drive but 


make sure that you have a username / password pair that can access the 
directory that you are sharing on the PC system 


>at least its a start, can I actually mount the PC shared directory on 
>the Linux side in fstab or something, I remember setting all this Samba 
>stuff up on the Amiga which took a while but there was a way to mount a 
>shared folder. 

> 


mount -t smbfs [options] 

see also: http://usl.samba.org/samba/docs/man/smbmount.8.html 
smbmount {service} {mount-point} [-o options] 

Mark 


—-MESSAGE FILE 9534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08262 


—-MESSAGE FILE 9535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008263 

Path: chuka.playstation.co.uk!news 

From: markd@elenisys.freeserve.co.uk (Mark Dickman) 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Fri, 05 Jul 2002 18:16:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3d25elbb.202551493@www.netyaroze-europe. com> 

References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
.com> <3D25C4C7.7090308@100Tinsoldiers.com> <ag4id8$20q24@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-194-80-14-hy.blueyonder.co.uk 

X-Newsreader: Forte Free Agent 1.21/32.243 


On Fri, 5 Jul 2002 17:37:28 +0100, “Rikki Prince" 
<rprince@blueyonder.co.uk> wrote: 


> 

>> There was talk of Metrowerks porting CodeWarrior for the PS2 does 
>> anyone know if this is still going ahead, still prefer that to GCC. 
> 


>Haven't heard much more about it. All I saw on the forums was a 
>Metrowerks guy post a message asking for people reply if they wanted 


Any idea where? The site is abysmal for actually trying to find 
anything in the forums. 


Mark 
—-MESSAGE FILE 9535 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08263 


—-MESSAGE FILE 9536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008264 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Uni's.. again 

Date: Sat, 6 Jul 2002 11:20:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ag6gjv$20q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-85-249.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, if i want to go for a BSc COmputer Science course which uni's are good 
for programming? Alot I've seen seem to cover absolutely everything on 
computers which isnt neseseraly what i want! 

Where did you lot go and did you like it? What did u have to do in each 
year? plz help! 


Cheeers, Chris. 


—-MESSAGE FILE 9536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08264 


—-MESSAGE FILE 9537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008265 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Sat, 6 Jul 2002 16:27:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <ag721h$20q26@www.netyaroze-europe. com> 

References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
-com> <3D25C4C7.7090308@100Tinsoldiers.com> <ag4id8$20q24@www.netyaroze-europe. com> 
<3d25e1bb. 202551493 @www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Mark Dickman" <markd@elenisys.freeserve.co.uk> wrote in message 
news: 3d25e1bb.202551493@www.netyaroze-europe.com... 

> On Fri, 5 Jul 2002 17:37:28 +0100, "Rikki Prince" 

> <rprince@blueyonder.co.uk> wrote: 


>> 

> >> There was talk of Metrowerks porting CodeWarrior for the PS2 does 
> >> anyone know if this is still going ahead, still prefer that to 
GCC. 

>> 


> >Haven't heard much more about it. All I saw on the forums was a 
> >Metrowerks guy post a message asking for people reply if they 
wanted 
> 

> Any idea where? The site is abysmal for actually trying to find 
> anything in the forums. 


Developer forum: 
https://playstation2-linux.com/forum/message.php?msg_id=7173 
or e-mail kevinholbrook@users.playstation2-linux.com 


Rikki 


—-MESSAGE FILE 9537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08265 


—-MESSAGE FILE 9538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008266 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux Connection 

Date: Sat, 06 Jul 2002 17:03:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3D2714CB.4080700@100Tinsoldiers.com> 
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References: <3D22CCEC.5080408@100Tinsoldiers.com> <afutdm$20q21@www.netyaroze-europe 
.com> <3D25C4C7.7090308@100Tinsoldiers.com> <ag4id8$20q24@www.netyaroze-europe. com> 
<3d25el1bb.202551493@www.netyaroze-europe.com> <ag721h$20q26@www.netyaroze-europe.com 
> 
NNTP-Posting-Host: modem-741.ballistic.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


> https://playstation2-linux.com/forum/message.php?msg_id=7173 
> 

> or e-mail kevinholbrook@users.playstation2-linux.com 

> 

> Rikki 


Thanks for that Rikki, I've just emailed him, hope lots of others do as 
well. 


Is it me or are the PS2 Forums full of the rudest people in history, I 
can't believe some of the replies I've just read... 


All I can say is I'm glad I asked my dumb questions here and not over 
there, if the Yaroze newsgroup was like that in the early days nobody 
would still be using it, I hope this newsgroup stays around for a while. 


Cheers 
Nigel 


—-MESSAGE FILE 9538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08266 


—-MESSAGE FILE 9539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008267 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Uni's.. again 

Date: Sat, 6 Jul 2002 19:14:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ag7cdv$20q27@www.netyaroze-europe.com> 
References: <ag6gjvS20q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1071.articuno.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I have just finished by 3rd year on BSc Computer Games Developemnt course at 
Abertay with a Distinction, so I'm happy :) 


It depends where you live though. In Scotland (where I live) there is 
Glasgow Uni, Strathclyde Uni, Caledonian (good I hear) and Abertay, as well 
as others. 

All the ones I mentioned are supposed to be good in computing. 


Max 


Chris Wallace <chrisw666@btinternet.com> wrote in message 

news: ag6gjv$20q25@www.netyaroze-europe.com... 

> Ok, if i want to go for a BSc COmputer Science course which uni's are good 
for programming? Alot I've seen seem to cover absolutely everything on 
computers which isnt neseseraly what i want! 

Where did you lot go and did you like it? What did u have to do in each 
year? plz help! 


Cheeers, Chris. 


VVVVVVVV 
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—-MESSAGE FILE 9539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08267 


—-MESSAGE FILE 9540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008268 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Uni's.. again 

Date: Sun, 7 Jul 2002 12:10:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <ag9810S20q28@www.netyaroze-europe. com> 
References: <ag6gjv$20q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 

news :ag6gjv$20q25@www.netyaroze-europe.com... 

> Ok, if i want to go for a BSc COmputer Science course which uni's 
are good 

> for programming? Alot I've seen seem to cover absolutely everything 
on 

> computers which isnt neseseraly what i want! 

> Where did you lot go and did you like it? What did u have to do in 
each 

> year? plz help! 


In case you haven't seen it, here's the Times' table of top unis for 
Computer Science: 
http://www.times-—archive.co.uk/onlinespecials/education/computersci.ht 
ml 


Your best bet is to pick a few (probably based on the grades you 
expect to get - maybe 2 you'll only be able to get into if you improve 
a lot, 3 you'll get into if you get your expected grades and 1 in case 
you drop below your grades - well pick more than 6 so you can whittle 
it down to 6. You could pick based on location and other aesthetic 
things like that, to start with) and look at the sites for the 
Computer Science departments, or the online prospectuses. They should 
tell you exactly what modules and lectures you can expect in each of 
the years. Look at them all and underline of highlight the bits you're 
interested in (3d computer graphis, AI, user interfaces, maybe even 
computer recognition etc) and see which one offers most of what you 
like. 


I can't offer you advice from experience of a course, as I'm going 
this October, hopefully to Southampton (if not, to Essex and their 
AIBO robots :) I mainly picked the top few unis on the list, as I 
expected to get AAA, then picked a few unis in case I got lower 
grades, but it turned out I didn't get any offers from the top unis 
(didn't even get an interview at most - only at Cambridge, where I got 
into the pool, but no further :( ), so I ended up with offers from 
Southampton and Essex. Southampton's improved even further from last 
year (from about 10th to 6th in Comp Sci) so hopefully I'll get into a 
good up and coming uni. Southampton was probably the only course I 
picked mainly based on the course content, as it was getting close to 
the Oxbridge deadline, and I had to pick my final 6, and I'd picked 4, 
and almost decided on Essex, and I was left with one place, and I was 
deciding out of Nottingham, Southampton and Exeter (and a few in the 
same league, though I didn't really like where they were located etc), 
and after looking at the course outlines, I picked Southampton. 


They seem quite code orientated there - the bloke who interviewed me 
had hundreds of Learn 'This-or-That Language' in 21 Days type of books 
and talked about how they operate a helpline for students to call if 
they need help with their coding (should be fun trying to bamboozle 
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them with talk of PS2 Assembly... ;) I'll be able to tel 


Page 


1 you a little 


more in October, when I'll have a better idea of the course (though I 


won't know much more by that time), but that may be too 
depending on when your college/VIth form make you return 


late for you, 


your UCAS 


form (if you're applying to Oxbridge it has to be in by 15th October 


anyway, I think) 


Rikki 


6267 


—-MESSAGE FILE 9540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08268 


-—-MESSAGE FILE 9541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008269 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Uni's.. again 

Date: Sun, 7 Jul 2002 14:22:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ag9f10$20q29@www.netyaroze-europe. com> 


References: <ag6gjv$20q25@www.netyaroze-europe.com> <ag9810S$20q28@www.netyaroze-euro 


pe.com> 

NNTP-Posting-Host: host217-34-85-249.in-addr.btopenworld 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Cheers people, 


. com 


I have to say the southampton course does look quite nice although all the 
talk on different modules confuses me, do you get to choose say 3 from each 


year or do you do all of them? 


I was looking at Manchester before alot.. still waiting for the prospectus 


to come through tho! 
Any other uni's worth looking at? 


Chris 


—-MESSAGE FILE 9541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08269 


—-MESSAGE FILE 9542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008270 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Uni's.. again 

Date: Sun, 7 Jul 2002 20:27:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <aga51m$20q30@www.netyaroze-europe. com> 


References: <ag6gjv$20q25@www.netyaroze-europe.com> <ag9810S$20q28@www.netyaroze-euro 


pe.com> <ag9flo$20q29@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem—4065.orangutan.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


year or do you do all of them? 


V V V V V 


I have to say the southampton course does look quite nice although all the 
talk on different modules confuses me, do you get to choose say 3 from each 


I was looking at Manchester before alot.. still waiting for the prospectus 
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> to come through tho! 


I went to Manchester (a few years back now...) and it was pretty good. 
I see they managed to get their 5* rating, at any rate. Back then the 
emphasis was on coding style rather than languages (they didn't teach 
C, for example) - I don't know how much that might have changed. 
Although I actually think I got the most benefit from the final year 
courses (which were pretty much all theory) in terms of applying them 
to real world coding (3D graphics, parallel programming, object 
oriented programming in particular). 


They have a good 3D graphics groups there (AIG) wot I used to work 
for, so get in with them if you want to do interactive VR and other 
game-like stuff. (um... they have a web page somewhere - probably 
http://aig.cs.man.ac.uk ). 


Mind you, if you pick Manchester you have to be aware that it's (the 
city) a bit smelly... :S Loads going on though... (I still live ‘'ere). 


Martin. 


-—-MESSAGE FILE 9542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08270 


—-MESSAGE FILE 9543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008271 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: joystick directions 

Date: Sun, 07 Jul 2002 21:57:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <3D28AB1D.8010407@100Tinsoldiers.com> 

NNTP-Posting-—Host: modem-924.beedrill.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Hi, 


Another little problem for everyone, because I'm struggling, must do a 
remedial maths course at some point, anyway. 


What I'm trying to do is this using the analog stick I want to know 
which angle my character should be pointing in. 


so (excuse the rough ascii sketch) 


-1 (0 degrees) 


1 < ° > 1 (90 degrees) 


1 (180 degrees) 


so the character moves in 3D but its motion is based as if you are 
looking straight down on it, okay not describing this very well let say 
aman is standing in the middle of a room facing forward which is (7)-1 
(0 degrees) if I then pushed the joystick right he would turn to face 
(x) 1 (90 degrees) if I then pressed the joystick left he would turn to 
face (x) -1 (270 degrees). 


I hope that made some sense, I'm basing this system on a Graftgold 
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method which goes like this 


"The map of a players movement is a circle. The Graftgold way of doing 
this was to store a player direction as a number 0-255. This made it 
easier to handle than 360 degrees. Then we looked up a sample of a sine 
and cosine table to get the X and Y movement in that direction. " 


I might be going off at a tangent (sorry about the pun) but I still need 
to be able to find out the players direction so I'm still no closer, any 
ideas, anyone recommend a good book :) 


Cheers 
Nigel 2D (never should have started in 3D) 


-—-MESSAGE FILE 9543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08271 


—-MESSAGE FILE 9544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008272 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: 7 Jul 2002 21:57:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01c22600$346b54e0$c292933e@pal-—s-—omnibook> 
References: <3D28AB1D.8010407@100Tinsoldiers.com> 
NNTP-Posting-Host: nas-cbv-5-62-147-146-194.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


I think atan2 is what you want. Something like 
alpha = atan2(dx, dy) 
don't know the cost of this function though. 


For an example of building and using your own tables you can look at Invs 
sources (look for Math_getAngleForXY in Math.c, and in InvAttas.c for 
example usage; also check Math_annex.c and 
Tools/CustomTools/MathAnnexMaker.java (not sure this one is included in the 
archive, just tell me if you want it)). Any questions welcome. There is 
cetainly some clearer code out there but I can only tell about what I know. 
(http://palpalpalpal.free.fr) 


pal 


—-MESSAGE FILE 9544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08272 


—-MESSAGE FILE 9545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008273 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Sun, 07 Jul 2002 23:28:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3D28C088.30104@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <01c22600$346b54e0$c292933e@pal-s-— 
omnibook> 
NNTP-Posting-Host: modem-924.beedrill.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


pal, 


That is superb, just what I needed works a treat, I can also build a 
table using atan2() so instead of having to compute it everytime I can 
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just read it from a table. 


Cheers 
Nigel 


—-MESSAGE FILE 9545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08273 


—-MESSAGE FILE 9546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008274 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Mon, 08 Jul 2002 21:25:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <3D29F54D.4040007@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> 

NNTP-Posting-Host: modem—409.awesome.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Who knew this was going to turn out so complicated :) 


Right thanks to pal I've got the object pointing in the direction of the 
analog stick is moved in, so push the joystick forward and the character 
looks into the screen, pull the joystick back and he looks out of the 
screen, left he looks left, right he looks right and all the other 
angles inbetween which is superb. 


The problem is getting him moving, if this was a space ship I could 
attach the thrust to one of the fire buttons but I want him to move in 
the same way Luigi moves on the Gamecube. So from a standing start you 
push the joystick right and as he turns to face the right he should 
already start to move in that direction, the more to the right you push 
it the faster he walks, then if you push it to the left while he starts 
to turn left he starts walking left, but to make things even more 
complicated for myself, if you are looking right and move the joystick 
slowly left he would slowly turn to the left and then walk in that 
direction, thinking about it that should be easy enough if you have the 
walk set to activate later than the turn so you have a larger dead zone 
for the walk than for the turn... hmm I'm completely lost, any more 
offers of help would be most welcome... 


Cheers 

Nigel. 

www.100tinsoldiers.com 
www.netyaroze-europe.com/~ncritten 


—-MESSAGE FILE 9546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08274 


—-MESSAGE FILE 9547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008275 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: opsm 

Date: 8 Jul 2002 21:35:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <01c226c6$531413c0$1lea0933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-9-62-147-160-30.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Are there any Yaroze games on the latest opsm coverdisk? 
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—-MESSAGE FILE 9547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08275 


—-MESSAGE FILE 9548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008276 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Mon, 8 Jul 2002 23:54:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <agd5d3$80sl@www.netyaroze-europe. com> 


om> 

NNTP-Posting-Host: host213-122-136-176.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


First off.. hi all.. sorry Ive been away so long but I havent gone for 
good.. Yaroze is too much fun to leave alone for too long. 


As for the question.. I must admit Ive never tried using the analog controls 
but I assume you get an x and y value of -127 to 128 or something. 


If thats the case you can store a value for the direction the player is 
pointing. -127 = to the left and 128 to the right. Now if the player is 
pointing left ( -127 ) and the player gently pushes to the right you can add 
the x value of the controller to the player angle. therefore the player 
angle should slowly increase till he faces forward and when it reaches 128 
he is now facing to the right. If the player yanks to the right he will turn 
instantly ( ish ). 

errmm.. Something liek that.. I just re-read you post and you got the player 
facing towards and away from the screen so you would probably need to store 
the player angle as a full 360 degrees instead but something along those 
lines might do the trick. 


"Nigel Critten" <Nigel@100Tinsoldiers.com> wrote in message 
news: 3D29F54D.4040007@100Tinsoldiers.com... 
> Who knew this was going to turn out so complicated :) 


Right thanks to pal I've got the object pointing in the direction of the 
analog stick is moved in, so push the joystick forward and the character 
looks into the screen, pull the joystick back and he looks out of the 
screen, left he looks left, right he looks right and all the other 
angles inbetween which is superb. 


The problem is getting him moving, if this was a space ship I could 
attach the thrust to one of the fire buttons but I want him to move in 
the same way Luigi moves on the Gamecube. So from a standing start you 
push the joystick right and as he turns to face the right he should 
already start to move in that direction, the more to the right you push 
it the faster he walks, then if you push it to the left while he starts 
to turn left he starts walking left, but to make things even more 
complicated for myself, if you are looking right and move the joystick 
slowly left he would slowly turn to the left and then walk in that 
direction, thinking about it that should be easy enough if you have the 
walk set to activate later than the turn so you have a larger dead zone 
for the walk than for the turn... hmm I'm completely lost, any more 
offers of help would be most welcome... 


Cheers 

Nigel. 

www.100tinsoldiers.com 
www.netyaroze-europe.com/~ncritten 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D29F54D.4040007@100Tinsoldiers.c 
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-—-MESSAGE FILE 9548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08276 


—-MESSAGE FILE 9549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008277 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Mon, 8 Jul 2002 23:53:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <agd5i9S80s2@www.netyaroze-europe. com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D29F54D.4040007@100Tinsoldiers.c 
om> 

NNTP-Posting-Host: host217-34-85-249.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ive only ever done this in 2D but did it with the BD turret.. anyway, from 
the code you already have you should have the angle inwhich he should run. 
All you need to do now is use pythag to find how far in that direction the 
analog has been moved.. say: 


sqrt( (dx*dx)+(dy*dy) ); 
or if it will work (wouldnt on mine) 
sqrt ( pow(dx,2)+pow(dy,2) ); 


That should give you a number for the distance from center, you may need to 
make abs() it to get it right, ill post my code here if you need it.. or if 
it would be any help! 


Then you just use that as a 'speed' variable with the angle given from the 
tan2 function to move that character. 


Hope that helps, im tired :D 


Chris 


-—-MESSAGE FILE 9549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08277 


—-MESSAGE FILE 9550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008278 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: opsm 

Date: Mon, 8 Jul 2002 23:54:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <agd5jcS80s3@www.netyaroze-europe. com> 
References: <01c226c6$531413c0$1ea0933e@pal-—s-—omnibook> 
NNTP-Posting-Host: host217-34-85-249.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I think so, although what i bought was probably an old one... But i didnt 
have it so i bought it anyway! 


—-MESSAGE FILE 9550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08278 
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--MESSAGE FILE 9551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008279 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: opsm 

Date: 9 Jul 2002 07:29:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c22719540863c80$66a2933e@pal-—s-—omnibook> 

References: <01c226c6$531413c0$1lea0933e@pal-—s-omnibook> <agd5jcS$80s3@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: nas-cbv-9-62-147-162-102.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Anybody could tell which games? Also, the last issue was #85 wasn't it? 
(you understand, actually I'm trying to know whether Invs made it there ^^; 
, but I don't get opsm in France and I have no news from Sony so I have to 
ask... sorry) 


—-MESSAGE FILE 9551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08279 


-—-MESSAGE FILE 9552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008280 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: opsm 

Date: Tue, 9 Jul 2002 09:25:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <age75rS80s4@www.netyaroze-europe. com> 

References: <01c226c6$531413c0$1lea0933e@pal-—s-omnibook> <agd5jcS$80s3@www.netyaroze-e 
urope.com> <01¢c22719$40863c80$66a2933e@pal—s—omnibook> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi pal 


I've placed an up-to-date record of Yaroze games on OPSM at this address: 
http://www.dasi.pwp.blueyonder.co.uk/ 


> I'm trying to know whether Invs made it there ^^ 
OPSM #87 is out later this week. Fingers crossed! 
Derek 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news :01¢22719$40863c80$66a2933e@pal—s-—omnibook... 
> Anybody could tell which games? Also, the last issue was #85 wasn't it? 
> (you understand, actually I'm trying to know whether Invs made it there 


AA. 
r 


> , but I don't get opsm in France and I have no news from Sony so I have to 
> ask... sorry) 
> 


--MESSAGE FILE 9552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08280 


--MESSAGE FILE 9553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008281 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 
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Date: Tue, 09 Jul 2002 15:23:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3D2AF1E8.9060409@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D29F54D.4040007@100Tinsoldiers.c 
օո» <agd5i9S80s2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-135.barrelled.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Well you guys have done it again, thanks Chris that worked a treat. 


Now I think its time I took a maths course or something because I 
obviously missed something at school. 


I've got loads of theories but it looks like pythag's (no I can't spell 
his name either) worked :) 


Keep you eyes peeled for the next mind numbingly stupid question. 


Cheers again 
Nigel 


Q 
ag 
R 
Է 
տ 


Wallace wrote: 

Ive only ever done this in 2D but did it with the BD turret.. anyway, from 
the code you already have you should have the angle inwhich he should run. 
All you need to do now is use pythag to find how far in that direction the 
analog has been moved.. say: 


sqrt( (dx*dx)+(dy*dy) ); 
or if it will work (wouldnt on mine) 
sqrt ( pow(dx,2)+pow(dy,2) ); 


VVVVVVVV 


—-MESSAGE FILE 9553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08281 


—-MESSAGE FILE 9554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008282 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux.. realy getting to me.. 

Date: Tue, 9 Jul 2002 20:52:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <agffa5S80s5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-47-188.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ok, the PC can oing the PS2.. fine 
The PS2 can download stuff / look at web pages in text mode.. fine 
but when ever i try to run Xfree86 or what ever it says: 


connection to "192.168.0.10:0.0" refused by server 
client is not autherised to connect to Server. 


What do i have to change? i thought of making the PS2 user the same name etc 
as my PC.. but i dont know how to! 


Cherrs 


Chris 


—-MESSAGE FILE 9554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08282 
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—-MESSAGE FILE 9555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008283 


Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: opsm [noise] 

Date: 9 Jul 2002 22:16:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <01c227955389e3d20$39a3933e@pal-—s-—omnibook> 

References: <01c226c6$531413c0$1lea0933e@pal-—s-omnibook> <agd5jcS$80s3@www.netyaroze-e 


urope.com> <01c22719$40863c80$66a2933e@pal-—s-omnibook> <age75rS$80s4@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: nas-cbv-9-62-147-163-57.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you very much Derek! 


—-MESSAGE FILE 9555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08283 


—-MESSAGE FILE 9556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008284 
Path: chuka.playstation.co.uk!news 


From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux.. realy getting to me.. 
Date: Wed, 10 Jul 2002 18:28:21 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <aghr83S80s6@www.netyaroze-europe. com> 
References: <agffa5$80s5@www.netyaroze-europe. com> 


NNTP-Posting-Host: 
X-Priority: 3 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


host217-35-25-183.in-addr.btopenworld.com 


I now have it loading up a grey box with a mouse pointer but nothing reacts 
if i put in the mouse anywhere. or if i have the IP as 127.0.0.1, it will 
load up but its its own session!!! 

How do i get it so that moving the mouse on my PC will move the mouse on the 
yaroze?! 


—-MESSAGE FILE 9556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08284 


—-MESSAGE FILE 9557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008285 


Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: psxcomm 

Date: Wed, 10 Jul 2002 19:21:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3948 

Message-ID: <aghu31S$80s7@www.netyaroze-europe. com> 
References: <3D23113B.8030105@100Tinsoldiers.com> 
NNTP-Posting-Host: pcl-kirk1-2-cust236.ren.cable.ntl.com 


X-Priority: 


3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
Produced By Microsoft MimeOLE V6.00.2600.0000 


Դիք 
ն: 


X-MimeOL! 


Here's an updated version of the executable and the required MSCOMM32.0CX 


You might have to 


‘register’ mscomm32.ocx if PSXComm doesn't start. 
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1. Copy MSCOMM32.0CX to c:\winnt\system32 
2. from a command line type cd\winnt\system32 
3. type regsvr32 mscomm32.o0cx 


Good luck! 
—Kenny Millar 


"Nigel Critten" <Nigel@100Tinsoldiers.com> wrote in message 

news :3D23113B.8030105@100Tinsoldiers.com... 

> Could some one please point me in the direction of PSXCOMM, I've lost it 
again :) 


> 
> 
> Nigel 
> 


—-MESSAGE FILE 9557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08285 


—-MESSAGE FILE 9558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008286 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Remaining Yaroze Stock 

Date: Thu, 11 Jul 2002 17:23:17 +0100 

Organization: SCEE 

Lines: 13 

Message-ID: <agkbqa$Sd9k1l@www.netyaroze-europe. com> 

References: <01c21371Se8f815c0$a793933e@pal-—s-—omnibook> <01c222745b51380205c675933e@ 
pal-s-omnibook> 

NNTP-Posting-Host: pc2-hem11-3-cust203.bre.cable.ntl.com 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


actually, we're still supplying Universities ! 


in the last few months, we've sent units to Saudi Arabia and a dozen to a 
Northern UK uni ... and I theres an agreement going through for a dozen in 
one of our "emerging markets" 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news :01¢622274$b5138020$c675933e@pal—s-—omnibook... 
> ...any official word from Sony? 

> 


—-MESSAGE FILE 9558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08286 


—-MESSAGE FILE 9559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008287 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Thu, 11 Jul 2002 17:44:48 +0100 

Organization: SCEE 

Lines: 15 

Message-ID: <agkd2m$d9k2@www.netyaroze-europe. com> 

References: <3CAA9F52.AE51B0OCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS50d3@www.netyaroze-europe.com> <a8vm00S50d4@www.netyaroze-europe.com> <a960r4$ 
ahv2@www.netyaroze-europe.com> <aahfufSgu33@www.netyaroze-europe.com> <3CCFB113.8AEB 
2271@peregrine.com> <aaopfg$lb21@www.netyaroze-europe.com> <3CCFFE96.537EC7AF@peregr 
ine.com> 

NNTP-Posting-Host: pc2-hem11-3-cust203.bre.cable.ntl.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Andrew Partington" <andrew.partington@peregrine.com> wrote in message 
news: 3CCFFE96.537EC7AF@peregrine.com... 

> Thanks a lot for the link Matt - I just filled the form in, although I 

> noticed that there was no field for your Yaroze user ID, so I just stuck 
> it in the additional comments section. 
> 


You didn't need to ... our CGI script simply captured the Yaroze Login ID 
along with the form data.. really simply way to ensure one order per login 
չ-) 

F 


--MESSAGE FILE 9559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08287 


--MESSAGE FILE 9560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008288 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux interest form on Yaroze site 

Date: Thu, 11 Jul 2002 17:49:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <agkdaoSd9k3@www.netyaroze-europe.com> 

References: <3CAA9F52.AE51BOCE@dk.ibm.com> <a8ta0n$50d2@www.netyaroze-europe.com> <a 
8vhsoS$50d3@www.netyaroze-europe.com> <a8vm0o0S50d4@www.netyaroze-europe.com> <a960r4$ 
ahv2@www.netyaroze-europe.com> <aahfufSgu33@www.netyaroze-europe.com> <3CCFB113.8AEB 
2271@peregrine.com> <aaopfg$lb21@www.netyaroze-europe.com> <3CCFFE96.537EC7AF@peregr 
ine.com> <agkd2m$d9k2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


cunning 


—-MESSAGE FILE 9560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08288 


—-MESSAGE FILE 9561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008289 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Thu, 11 Jul 2002 19:20:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3D2DCC57.6000807@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> 

NNTP-Posting-—Host: modem-403.ballistic.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


I told you it wouldn't be long before I had another question :) 


This is about the shortest way round a circle. 
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Thanks to Pal I can find out where I am pointing, and I know where I 
want to point so I have a start angle and an end angle, all I want to do 
is rotate the shortest way, some examples 


45 —> 315, anti clockwise 
315 -» 45, clockwise 

90 -» 270, either way 

225 —> 90, anticlockwise 
135 -» 45, anticlockwise 
45 — 135, clockwise 


it all seems quite straight forward, if the start angle is less than the 
end angle, TURN (clockwise) if the start angle is greater than the end 
angle -TURN (anti clockwise) but if you look at the first example the 
shortest direction is -TURN (anti clockwise) but the above would have it 
going clockwise (the longest way) 


I know there must be an easy way to do this, but I don't know how, My 
maths are letting me down a lot at the moment. 


I hope you understand what I mean :) 


Cheers 
Nigel 


—-MESSAGE FILE 9561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08289 


-—-MESSAGE FILE 9562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008290 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Thu, 11 Jul 2002 19:34:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <agkjg7S$d9k4@www.netyaroze-europe. com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
om> 

NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


i do indeed! 

(amazingly im actually posting help and not questions for once) 
I had to have this for the AI in DnR.. 

now, let me sift through my code and I'll post again in a sec! 


—-MESSAGE FILE 9562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08290 


—-MESSAGE FILE 9563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008291 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Thu, 11 Jul 2002 19:41:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <agkjtt$Sd9k5@www.netyaroze-europe. com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
om> <agkjg7$d9k4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok here is the code as i have it, you will have to work out which variables 
to swap over etc. 


target_dir=ai_map2[player[i].tile]* (ONE/8) ; 


this sets the target direction, in theis case ai_map2 is always a number 
from 0 to 7 so *ONE/8 is just multiplaying it to a full angle, which you 
should already have from tan2. 


dir_diff=(((target_dir-current_dir)+(ONE/2) ) & (ONE-1) ) - (ONE/2) ; 


ok, now.. i didnt strictly write this bit, i think Alex Herbert did. This 
will give an out put either smaller or greater than 0, which can be tested 
as such: 


if (dir_diff<0) 
turn_left 

if (dir_diff>0) 
turn_right; 


And im guessing if it = = 0, then ur already facing that direction. 
Hope that helps! 


Chris 


—-MESSAGE FILE 9563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08291 


—-MESSAGE FILE 9564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008292 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Thu, 11 Jul 2002 20:18:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3D2DDA0C.5060307@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
om> <agkjg7Sd9k4@www.netyaroze-europe.com> <agkjtt$d9k5@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-—403.ballistic.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


That was very quick :) 


> dir_diff=(((target_dir-current_dir)+(ONE/2) ) & (ONE-1) )-(ONE/2) ; 


Is there any chance of explaing this a bit more, ONE = 4096, as in 1 
degree, or at least thats what I remember. 


Cheers 
Nigel 


—-MESSAGE FILE 9564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08292 


-—-MESSAGE FILE 9565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008293 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSOne Dev Kits 

Date: Thu, 11 Jul 2002 21:18:11 +0100 

Organization: SCEE 

Lines: 25 

Message-ID: <agkpinSd9k6@www.netyaroze-europe. com> 
References: <acocf3Set13@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc2-hem11-3-cust203.bre.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


We are looking at plans to reduce the price (we're seeing demand from our 
"emerging markets"), however first step is to get to a licensed developer 
status ... this doesn't cost anything, but will require some paperwork 
ggoto http://www.technology.scee.net/ for details/// 


"Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> wrote in message 
news: acocf3Set13@www.netyaroze-europe.com... 


> Hi, 

> 

> Does anyone know if the PSOne dev kits are cheaper now with everyone now 
> writing for the PS2? 

> 

> I've written a game for a PC publisher and they are interested in getting 
ԼԵ 

> on the PSOne but they don't want to spend a lot օք money doing it, I could 
> write it on the Yaroze but in the end they are going to need a dev kit to 
> get it through Sony testing. 

> 

> Any ideas? 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 9565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08293 


—-MESSAGE FILE 9566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008294 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Thu, 11 Jul 2002 21:26:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3D2DE9D8.1030006@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
օո» <agkjg7Sd9k4@www.netyaroze-europe.com> <agkjtt$d9k5@www.netyaroze-europe.com> ՀՅ 
D2DDA0C.5060307@100Tinsoldiers.com> 

NNTP-Posting-Host: modem-279.alakazam.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Nigel Critten wrote: 
>> dir_diff=(((target_dir-current_dir) +(ONE/2) ) & (ONE-1) )-(ONE/2) ; 
Strange I'm getting an illegal operand on the function its saying the 


second double )) so the &(ONE-1)) Հ--- This bracket, I can't see 
anything wrong with it myself, thats in Codewarrior BTW 


Cheers 
Nigel 
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—-MESSAGE FILE 9566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08294 


-—-MESSAGE FILE 9567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008295 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSOne Dev Kits 

Date: Thu, 11 Jul 2002 21:30:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3D2DEAFF.9070507@100Tinsoldiers.com> 

References: <acocf3Set13@www.netyaroze-europe.com> <agkpinSd9k6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-279.alakazam.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Paul Holman wrote: 

> We are looking at plans to reduce the price (we're seeing demand from our 
> "emerging markets"), however first step is to get to a licensed developer 
> status ... this doesn't cost anything, but will require some paperwork 

> ggoto http://www.technology.scee.net/ for details/// 


Hi Paul, 


Thats great news, would it be worth a small developer applying to become 
a licesnsed developer, I suppose you need to be a registered company. 


Its great news whatever, and I can pass the details along to the publisher. 


Cheers 
Nigel 
www.1l00tinsoldiers.com 


-—-MESSAGE FILE 9567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08295 


—-MESSAGE FILE 9568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008296 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Thu, 11 Jul 2002 22:25:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3D2DF7D1.60901@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
օո» <agkjg7Sd9k4@www.netyaroze-europe.com> <agkjtt$d9k5@www.netyaroze-europe.com> ՀՅ 
D2DDA0C.5060307@100Tinsoldiers.com> <3D2DE9D8.1030006@100Tinsoldiers.com> 
NNTP-Posting-Host: modem-279.alakazam.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


forget I said anything codewarrior now compiles it okay, weird... 


Nigel 


—-MESSAGE FILE 9568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08296 
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-—-MESSAGE FILE 9569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008297 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux.. realy getting to me.. 

Date: Thu, 11 Jul 2002 22:35:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <agktsbS$d9k7@www.netyaroze-europe. com> 

References: <agffa5$80s5@www.netyaroze-europe.com> <aghr83S$80s6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-1-163-162.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi Chirs, 


Just got my PS2Linux a couple of days ago but havent had much time to set it 
up properly yet. 

I was just wondering if you managed to get the PS2 and PC talking properly 
with XFree. I was thinking of doing something similar myself. 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: aghr83S80s6@www.netyaroze-europe.com... 

> I now have it loading up a grey box with a mouse pointer but nothing 
reacts 

> if i put in the mouse anywhere. or if i have the IP as 127.0.0.1, it will 
> load up but its its own session!!! 

> How do i get it so that moving the mouse on my PC will move the mouse on 
the 

> yaroze?! 

> 

> 


—-MESSAGE FILE 9569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08297 


-—-MESSAGE FILE 9570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008298 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Remaining Yaroze Stock 

Date: 11 Jul 2002 23:35:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01c22932592977be0$c997933e@pal-—s-—omnibook> 

References: <01c21371Se8f815c0$a793933e@pal-—s-omnibook> <01c22274$b5138020$c675933e@ 
pal-s-omnibook> <agkbqa$d9k1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-6-62-147-151-201.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Wow, so there's still a future for the Yaroze! Hope we'll see interesting 
stuff come out of the unis! 


—-MESSAGE FILE 9570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08298 


—-MESSAGE FILE 9571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008299 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Remaining Yaroze Stock 

Date: Fri, 12 Jul 2002 08:43:57 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <agmlrg$Sd9k8@www.netyaroze-europe. com> 

References: <01c21371Se8f815c0$a793933e@pal-—s-omnibook> <01c22274$b5138020$c675933e@ 
pal-s-omnibook> <agkbqa$d9k1@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Do they have newsgroup access? 
Derek 
"Paul Holman" <dev_support@scee.net> wrote in message 


news :agkbqa$d9k1@www.netyaroze-europe.com... 
> actually, we're still supplying Universities ! 


in the last few months, we've sent units to Saudi Arabia and a dozen to a 
Northern UK uni ... and I theres an agreement going through for a dozen in 
one of our "emerging markets" 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news :01¢622274$b5138020$c675933e@pal—s-—omnibook... 
> ...any official word from Sony? 

> 


VVVVVVVVVV VV 


-—-MESSAGE FILE 9571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08299 


—-MESSAGE FILE 9572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008300 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSOne Dev Kits 

Date: Fri, 12 Jul 2002 18:48:30 +0100 

Organization: SCEE 

Lines: 16 

Message-ID: <agn560S$d9k9@www.netyaroze-europe. com> 

References: <acocf3Set13@www.netyaroze-europe.com> <agkpinSd9k6@www.netyaroze-europe 
.com> <3D2DEAFF.9070507@100Tinsoldiers.com> 

NNTP-Posting-Host: pc2-hem11-3-cust203.bre.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> 
> Thats great news, would it be worth a small developer applying to become 
> a licesnsed developer, I suppose you need to be a registered company. 
> 


Yes, you would have to be a registered company (but I think thats quite 
cheap in the scheme of things). 


Being a licensed developer (even without devkit) would probably get you a 
little extra leverage too (the Publisher would know that there wan't any 
possible delay) ... and of course you could read all those exciting psl-pro 
newsgroups 


—-MESSAGE FILE 9572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08300 
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-—-MESSAGE FILE 9573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008301 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <dev_support@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Remaining Yaroze Stock 

Date: Fri, 12 Jul 2002 18:49:25 +0100 

Organization: SCEE 

Lines: 10 

Message-ID: <agn57m$d9k10@www.netyaroze-europe.com> 

References: <01c21371Se8f815c0$a793933e@pal-—s-omnibook> <01c22274$b5138020$c675933e@ 
pal-s-omnibook> <agkbgqa$Sd9k1l@www.netyaroze-europe.com> <agmlrgSd9k8@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: pc2-hem11-3-cust203.bre.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: agmlrg$d9k8@www.netyaroze-europe.com... 

> Do they have newsgroup access? 

> 


Yes. 


-—-MESSAGE FILE 9573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08301 


—-MESSAGE FILE 9574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008302 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Fri, 12 Jul 2002 22:25:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <agnht1$d9k11@www.netyaroze-europe. com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
om> <agkjg7Sd9k4@www.netyaroze-europe.com> <agkjtt$d9k5@www.netyaroze-europe.com> ՀՅ 
D2DDA0C.5060307@100Tinsoldiers.com> <3D2DE9D8.1030006@100Tinsoldiers.com> <3D2DF7D1. 
60901@100Tinsoldiers.com> 
NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


glad it compiled.. but did it work?? 


—-MESSAGE FILE 9574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08302 


—-MESSAGE FILE 9575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008303 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux.. realy getting to me.. 

Date: Fri, 12 Jul 2002 22:27:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <agnhvq$d9k12@www.netyaroze-europe.com> 

References: <agffa5$80s5@www.netyaroze-europe.com> <aghr83S$80s6@www.netyaroze-europe 
.com> <agktsb$d9k7@www.netyaroze-europe. com> 
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NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


not with Xfree as such, i dont know what that was doing, but i got vnc 
working over them which once i work out better should be cool :) theres a 
PS2Linux IRC chat around which is pretty good actually, same ppl as the 
forum but tend to be more light hearted in there! 


—-MESSAGE FILE 9575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08303 


—-MESSAGE FILE 9576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008304 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux.. realy getting to me.. 

Date: Sat, 13 Jul 2002 00:13:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <agno8b$d9k13@www.netyaroze-europe. com> 

References: <agffa5S80s5@www.netyaroze-europe.com> <aghr83S80s6@www.netyaroze-europe 
.com> <agktsb$d9k7@www.netyaroze-europe.com> <agnhvq$d9k12@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: agnhvq$d9k12@www.netyaroze-europe.com... 

> not with Xfree as such, i dont know what that was doing, but i got 
vne 

> working over them which once i work out better should be cool :) 
theres a 
> PS2Linux IRC chat around which is pretty good actually, same ppl as 
the 

> forum but tend to be more light hearted in there! 


Ooh, do share server/room details with ստ :-) 


Rikki 


—-MESSAGE FILE 9576 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08304 


—-MESSAGE FILE 9577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008305 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: George Bain Tutorial Warnings 

Date: Sat, 13 Jul 2002 03:08:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <ago2i2$d9k14@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


I hope people don't mind me posting this here - it just seems all 
other groups are pretty much dead, so asking here is the only way to 
get a response :-) 
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Anyway, onto the question. In George Bain's tutorials, when they are 
compiled, they all (well, I'm assuming all, as they all should use the 
same code for controllers) spit out the following: 


warning: passing arg 1 of ~GetPadBuf' from incompatible pointer type 
warning: passing arg 2 of ~GetPadBuf' from incompatible pointer type 


Now I'm pretty sure this is because George's code is passing a pointer 
(to a pointer, in fact) to his own data structure (cntrl_data) to 
GetPadBuf, while GetPadBuf is expecting a pointer to a pointer toa 
char. Is there anyway to avoid this warning, as I'm trying to doa 
similar thing to make some ‘library files' (basically just the output 
files with .lib instead of .o) but when I come to compile other things 
and include these .lib files as input files, it says the function 
which calls GetPadBuf is unreferenced (etc etc blah de blah). 


Can anyone suggest anything? 


Cheers, 
Rikki 


—-MESSAGE FILE 9577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08305 


-—-MESSAGE FILE 9578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008306 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sat, 13 Jul 2002 09:24:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <agookg$d9k15@www.netyaroze-europe.com> 
References: <ago2i2$d9k14@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Rikki 

Just typecast the pointers to the cntrl_data struct: 
GetPadBuf ( (volatile u_char**) &bufferl, (volatile u_char**) &buffer2) 

That should get rid of the warnings for you.. 

Derek 

"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news:ago2i2S$d9k14@www.netyaroze-europe.com... 

> I hope people don't mind me posting this here - it just seems all 

other groups are pretty much dead, so asking here is the only way to 

get a response :-) 

Anyway, onto the question. In George Bain's tutorials, when they are 

compiled, they all (well, I'm assuming all, as they all should use the 


same code for controllers) spit out the following: 


warning: passing arg 1 of ~GetPadBuf' from incompatible pointer type 
warning: passing arg 2 of ~GetPadBuf' from incompatible pointer type 


Now I'm pretty sure this is because George's code is passing a pointer 
(to a pointer, in fact) to his own data structure (cntrl_data) to 
GetPadBuf, while GetPadBuf is expecting a pointer to a pointer toa 
char. Is there anyway to avoid this warning, as I'm trying to doa 
similar thing to make some ‘library files' (basically just the output 
files with .lib instead of .o) but when I come to compile other things 
and include these .lib files as input files, it says the function 
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Net Yaroze newsgroups message dump.txt Page 6287 


> which calls GetPadBuf is unreferenced (etc etc blah de blah). 
> 

> Can anyone suggest anything? 

> 

> Cheers, 

> Rikki 

> 

> 


-—-MESSAGE FILE 9578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08306 


—-MESSAGE FILE 9579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008307 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Remaining Yaroze Stock 

Date: 13 Jul 2002 08:55:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01c22a49Sdf8c7aa0$a384933e@pal—s-—omnibook> 

References: <01c21371Se8f815c0$a793933e@pal-—s-omnibook> <01c22274$b5138020$c675933e@ 
pal-s-omnibook> <agkbgqa$Sd9kl@www.netyaroze-europe.com> <agmlrgSd9k8@www.netyaroze-eu 
rope.com> <agn57mSd9k10@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-2-62-147-132-163.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Great! So if you are reading this guys, you know you're welcome to this 
friendly newsgroup! 


—-MESSAGE FILE 9579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08307 


-—-MESSAGE FILE 9580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008308 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Sat, 13 Jul 2002 11:27:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3D3000AC.4030800@100Tinsoldiers.com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
օո» <agkjg7Sd9k4@www.netyaroze-europe.com> <agkjtt$d9k5@www.netyaroze-europe.com> ՀՅ 
D2DDA0C.5060307@100Tinsoldiers.com> <3D2DE9D8.1030006@100Tinsoldiers.com> <3D2DF7D1. 
60901@100Tinsoldiers.com> <agnht1$Sd9k11@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1171.ballistic.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en-us, en 


Chris Wallace wrote: 

> glad it compiled.. but did it work?? 
> 

> 


I did need to jiggle it a bit because there were still cases when it 
would take the long way, mainly when it was crossing 0/360 but a little 


if dif_diff > 180 the vector = -vector sorted that out so basically if 
the dir_diff was great than 180 then it wasn't the shortest distance so 
go the other way :) and that fixed it. 


Anyway thanks again Chris, once again this newsgroup saves my sanity 


Nigel 
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-—-MESSAGE FILE 9580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08308 


—-MESSAGE FILE 9581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008309 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux.. realy getting to me.. 

Date: Sat, 13 Jul 2002 11:42:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <agp0ip$d9k16@www.netyaroze-europe.com> 

References: <agffa5S80s5@www.netyaroze-europe.com> <aghr83S80s6@www.netyaroze-europe 
.com> <agktsb$d9k7@www.netyaroze-europe.com> <agnhvq$d9k12@www.netyaroze-europe. com> 
<agno8b$d9k13@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


server: irc.openprojects.net 
room: #PS2Linux 


—-MESSAGE FILE 9581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08309 


—-MESSAGE FILE 9582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008310 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: joystick directions 

Date: Sat, 13 Jul 2002 11:43:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <agp0k0$d9k17@www.netyaroze-europe. com> 

References: <3D28AB1D.8010407@100Tinsoldiers.com> <3D2DCC57.6000807@100Tinsoldiers.c 
օո» <agkjg7Sd9k4@www.netyaroze-europe.com> <agkjtt$d9k5@www.netyaroze-europe.com> ՀՅ 
D2DDA0C.5060307@100Tinsoldiers.com> <3D2DE9D8.1030006@100Tinsoldiers.com> <3D2DF7D1. 
60901@100Tinsoldiers.com> <agnht1$d9k11@www.netyaroze-europe.com> <3D3000AC.40308008@ 
100Tinsoldiers.com> 
NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


hehe, np m8 


-—-MESSAGE FILE 9582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08310 


—-MESSAGE FILE 9583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008311 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sat, 13 Jul 2002 15:09:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <agpcod$d9k18@www.netyaroze-europe. com> 

References: <ago2i2$d9k14@www.netyaroze-europe.com> <agookg$d9k15@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news :agookg$d9k15@www.netyaroze-europe.com... 

> Hi Rikki 

> 

> Just typecast the pointers to the cntrl_data struct: 

> 
> GetPadBuf ( (volatile u_char**) &bufferl, (volatile 
u_char**) &ébuffer2) 

> 

> That should get rid of the warnings for you.. 


Cheers Derek. That did the trick. I was trying to typecast it, but the 
lack of 'volatile' and 'unsigned' from my attempts was probably where 
I fell down. Somehow 3am manages to be the best and worst time to code 
at the same time... :-S 


Thanks again, 
Rikki 


—-MESSAGE FILE 9583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08311 


-—-MESSAGE FILE 9584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008312 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux.. realy getting to me.. 

Date: Sat, 13 Jul 2002 15:09:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <agpcof$d9k19@www.netyaroze-europe. com> 

References: <agffa5S80s5@www.netyaroze-europe.com> <aghr83S80s6@www.netyaroze-europe 
.com> <agktsb$d9k7@www.netyaroze-europe.com> <agnhvq$d9k12@www.netyaroze-europe. com> 
<agno8b$d9k13@www.netyaroze-europe.com> <agp0ip$d9k16@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news :agp0ipS$d9k16@www.netyaroze-europe.com... 

> server: irc.openprojects.net 

> room: #PS2Linux 


Cheers Chris. 


Rikki 


—-MESSAGE FILE 9584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08312 


—-MESSAGE FILE 9585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008313 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sat, 13 Jul 2002 15:33:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <agpe5rS$d9k20@www.netyaroze-europe. com> 

References: <ago2i2S$d9k14@www.netyaroze-europe.com> <agookg$d9k15@www.netyaroze-euro 
pe.com> <agpcod$d9k18@www.netyaroze-europe. com> 
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NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news :agpcod$d9k18@www.netyaroze-europe.com... 

> "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: agookg$d9k15@www.netyaroze-europe.com... 

> Hi Rikki 


Just typecast the pointers to the cntrl_data struct: 


GetPadBuf ( (volatile u_char**) &bufferl, (volatile 
_char**) &ébuffer2) 


That should get rid of the warnings for you.. 


VVVVVVVV VV 
V VG V V V V 


v 


Cheers Derek. That did the trick. I was trying to typecast it, but 
the 

> lack of 'volatile' and 'unsigned' from my attempts was probably 
where 

> I fell down. Somehow 3am manages to be the best and worst time to 
code 

> at the same time... :-S 


In fact, it helped more when I linked the right library file... :( Oh 
well, it can only get better... 


Rikki 


--MESSAGE FILE 9585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08313 


--MESSAGE FILE 9586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008314 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <net_yaroze@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sat, 13 Jul 2002 22:37:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <agq790Sd9k21@www.netyaroze-europe. com> 
References: <ago2i2$d9k14@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-40-222-180.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I thought you were going to say don't download the tutorial.... 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:ago2i2S$d9k14@www.netyaroze-europe.com... 

> I hope people don't mind me posting this here - it just seems all 
other groups are pretty much dead, so asking here is the only way to 
get a response :-) 


Anyway, onto the question. In George Bain's tutorials, when they are 
compiled, they all (well, I'm assuming all, as they all should use the 
same code for controllers) spit out the following: 


warning: passing arg 1 of ~GetPadBuf' from incompatible pointer type 
warning: passing arg 2 of ~GetPadBuf' from incompatible pointer type 


Now I'm pretty sure this is because George's code is passing a pointer 
(to a pointer, in fact) to his own data structure (cntrl_data) to 
GetPadBuf, while GetPadBuf is expecting a pointer to a pointer toa 


VVVVVVVVVVV VV 
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> char. Is there anyway to avoid this warning, as I'm trying to doa 

> similar thing to make some 'library files' (basically just the output 
> files with .lib instead of .o) but when I come to compile other things 
> and include these .lib files as input files, it says the function 

> which calls GetPadBuf is unreferenced (etc etc blah de blah). 

> 

> Can anyone suggest anything? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08314 


—-MESSAGE FILE 9587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008315 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sun, 14 Jul 2002 00:49:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <agqemd$d9k22@www.netyaroze-europe.com> 

References: <ago2i2Sd9k14@www.netyaroze-europe.com> <agq790$d9k21@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host217-39-11-73.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


lol, 
dont work gb, if it wasn['t for ur tutorials i wolnd be coding. theyre not 
perfect, but with tweeking they're bloody good! (im drunk) 


—-MESSAGE FILE 9587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08315 


—-MESSAGE FILE 9588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008316 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze and Stuff 

Date: 14 Jul 2002 08:29:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c22b0fS85ecfd00$7894933e@pal-—s-—omnibook> 

References: <3D1F7BFF.5090004@100Tinsoldiers.com> <01c22145S2ef40800$d387933e@pal-s-— 
omnibook> <3D20D684.7030909@100Tinsoldiers.com> 

NNTP-Posting-Host: nas-—cbv-6-62-147-148-120.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


..-actually I'm now working on something similar to Flying Shark (well 
certainly not as good but that's the target ;) )... preview soon! 


Nigel Critten <Nigel@100Tinsoldiers.com> wrote in article 
<3D20D684.7030909@100Tinsoldiers.com>... 
> 


> > 

> > Flying Shark! 

> 

> Nice choice, I spent hundreds of 10p on that one 


—-MESSAGE FILE 9588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08316 
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—-MESSAGE FILE 9589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008317 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Misc questions... 

Date: 14 Jul 2002 08:37:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01c22b10$a30b67e0$7894933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-6-62-147-148-120.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Is there by any chance a command line bmp to tim converter somewhere? 


Could someone explain me the meaning of GetTPage? I especially can't 
understand why I'm supposed to give it a semi-transparency rate -- which 
doesn't seem to have any consequences on my GsSprite's transparency 
ability? 


Is it possible to use LoadImage to draw a background in interlace mode? I 
can't get it to draw other than *above* everything else (whenever I call 
it, even with a following DrawSync(0))... 


What would you recommend as a free better replacement for MS Paint for 
pixel art (something like Neochrome for the ST)? 


pal 


—-MESSAGE FILE 9589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08317 


—-MESSAGE FILE 9590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008318 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc questions... 

Date: 14 Jul 2002 08:40:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <01c22b11503c0ca80$7894933e@pal-—s-—omnibook> 
References: <01c22b10$a30b67e0$7894933e@pal-—s-—omnibook> 
NNTP-Posting-Host: nas-cbv-6-62-147-148-120.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Btw LoadImage should be faster than drawing a sprite right? 


—-MESSAGE FILE 9590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08318 


-—-MESSAGE FILE 9591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008319 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sun, 14 Jul 2002 09:54:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <agremiS$Sd9k23@www.netyaroze-europe.com> 

References: <ago2i2$d9k14@www.netyaroze-europe.com> <agq790$d9k21@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 
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"George Bain" <net_yaroze@scee.net> wrote in message 
news :agq790S$d9k21@www.netyaroze-europe.com... 
> I thought you were going to say don't download the tutorial.... 


Hehehe, I know the subject wasn't greatly thought through, but at 
least it got peoples' attention :) 


Cheers, 
Rikki 


—-MESSAGE FILE 9591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08319 


—-MESSAGE FILE 9592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008320 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Main Game Loop Technique 

Date: Sun, 14 Jul 2002 10:04:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <agrf9f$d9k24@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Before I would do the following: 
main loop { 
Prepare screen drawing stuff 
if (TITLE_SCREEN) { 
GsSort Title Screen stuff 
} 
elseif (GAME_SCREEN) { 
GsSort Game stuff 


} 


etc 


if (ONE_PLAYER) { 
Proccess for 1 player 
} 
elseif (TWO_PLAYER) { 
Process for 2 player 
} 


etc 
} end of loop 


However, I'm wondering whether it's better to get rid of these checks 
every loop by checking what screen it is first, then going into a 
special loop for that screen, and doing similar for the number of 
players. Do those checks cause much of a performance hit - is it worth 
worrying about? Or is it better to keep the amount of code down (due 
to the 2MB limit), rather than duplicating it? I suppose I could use 
pointers to functions, so the main loop would be the same code, but 
somewhere else changes which function is pointed to, which does the 
specific proccessing. Could this be a good method? 


Cheers, 
Rikki 


—-MESSAGE FILE 9592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08320 


—-MESSAGE FILE 9593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008321 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: George Bain Tutorial Warnings 

Date: Sun, 14 Jul 2002 18:27:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <agscm9Sd9k25@www.netyaroze-europe. com> 
References: <ago2i2$d9k14@www.netyaroze-europe.com> <agq/790S$d9k21@www.netyaroze-euro 
pe.com> <aggqemd$d9k22@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-77-44.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


rofl.. um, leeme re-phrase that: 


dont worry george , if it wasn't for ur tutorials i wouldn't be coding. 
theyre not 
perfect, but with tweeking they're bloody good! 


that make more sence? 


—-MESSAGE FILE 9593 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08321 


-—-MESSAGE FILE 9594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008322 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Main Game Loop Technique 

Date: Sun, 14 Jul 2002 18:51:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <agse0k$d9k26@www.netyaroze-europe. com> 
References: <agrf9fSd9k24@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-035-0023.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


It's not really worth worrying about to be honest. The checks are only done 
once per frame and will take up a tiny fraction of 1% of the CPU time. I 
tend to use a case statement but the results the same. i.e: 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: agrf9f$d9k24@www.netyaroze-europe.com... 
> Before I would do the following: 
main loop { 
Prepare screen drawing stuff 
if (TITLE_SCREEN) { 
GsSort Title Screen stuff 


} 
elseif (GAME_SCREEN) { 
GsSort Game stuff 


} 


etc 


if (ONE_PLAYER) { 
Proccess for 1 player 
} 
elseif (TWO_PLAYER) { 
Process for 2 player 


} 


etc 


} end of loop 


VVVVVVVVVVVVVV VV VV VV 
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However, I'm wondering whether it's better to get rid of these checks 
every loop by checking what screen it is first, then going into a 
special loop for that screen, and doing similar for the number of 
players. Do those checks cause much of a performance hit - is it worth 
worrying about? Or is it better to keep the amount of code down (due 
to the 2MB limit), rather than duplicating it? I suppose I could use 
pointers to functions, so the main loop would be the same code, but 
somewhere else changes which function is pointed to, which does the 
specific proccessing. Could this be a good method? 


Cheers, 
Rikki 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 9594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08322 


—-MESSAGE FILE 9595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008323 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Main Game Loop Technique 

Date: Sun, 14 Jul 2002 18:53:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <agse4p$d9k27@www.netyaroze-europe. com> 

References: <agrf9f$d9k24@www.netyaroze-europe.com> <agse0k$d9k26@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: du-035-0023.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Blasted Outlook!! 
Using a state system, I find, keeps things nice and tidy. 
I'll try again... i.e. 


switch (state) 

{ 

case STATE_FRONTEND: 
FrameStart (1); 
FrontendLoop () ; 
break; 


case STATE_GAME: 

FrameStart (0); 

UpdateGame(); // update and draw are kept seperate to allow the game to 
be paused 

DrawGame (); 

break; 


case STATE_INTRO: 
FrameStart (1); 
IntroLoop(); 
break; 


default: 
break; 


} 


FrameEnd () : 


"Ben James" <meep42@clara.co.uk> wrote in message 

news: agse0k$d9k26@www.netyaroze-europe.com... 

> It's not really worth worrying about to be honest. The checks are only 
done 
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once per frame and will take up a tiny fraction of 1% of the CPU time. I 
tend to use a case statement but the results the same. i.e: 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: agrf9f$d9k24@www.netyaroze-europe.com... 
> Before I would do the following: 
main loop { 
Prepare screen drawing stuff 
if (TITLE_SCREEN) { 
GsSort Title Screen stuff 


} 
elseif (GAME_SCREEN) { 
GsSort Game stuff 


} 


etc 


if (ONE_PLAYER) { 
Proccess for 1 player 
} 
elseif (TWO_PLAYER) { 
Process for 2 player 
} 


etc 
} end of loop 


However, I'm wondering whether it's better to get rid of these checks 
every loop by checking what screen it is first, then going into a 
special loop for that screen, and doing similar for the number of 
players. Do those checks cause much of a performance hit - is it worth 
worrying about? Or is it better to keep the amount of code down (due 
to the 2MB limit), rather than duplicating it? I suppose I could use 
pointers to functions, so the main loop would be the same code, but 
somewhere else changes which function is pointed to, which does the 
specific proccessing. Could this be a good method? 


Cheers, 
Rikki 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08323 


—-MESSAGE FILE 9596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008324 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc questions... 

Date: Sun, 14 Jul 2002 19:03:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <agsesm$d9k28@www.netyaroze-europe. com> 
References: <01c22b10$a30b67e0$7894933e@pal-—s-—omnibook> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi 


Could someone explain me the meaning of GetTPage? I especially can't 
understand why I'm supposed to give it a semi-transparency rate -- which 
doesn't seem to have any consequences on my GsSprite's transparency 
ability? 


V V V V 
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I understand GetTPage is also used to calculate the TSB part of a TMD 
primitive (see the fileformats doc). 


Is it possible to use LoadImage to draw a background in interlace mode? I 
can't get it to draw other than *above* everything else (whenever I call 
it, even with a following DrawSync(0))... 


VMN V 


I tried this myself a few months ago. However, the problem is that 
LoadImage writes to both the odd and even lines, so both buffers are 
overwritten. 


Derek 


--MESSAGE FILE 9596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08324 


--MESSAGE FILE 9597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008325 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Main Game Loop Technique 

Date: Sun, 14 Jul 2002 20:13:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <agsiuk$d9k29@www.netyaroze-europe.com> 
References: <agrf9f$Sd9k24@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-284.bellsprout.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've used pointers to functions for that sort of thing. I'd have an array of 
function addresses and use the return value from the function call as the 
array index. 


As an example: 
// functions to call 


int (*functions[5]) (void) = {NULL, TitleScrn, NewGame, 
PlayerSelect, GameOptions}; 


void CallFunction (void) 


{ 
int index = 1; // init index 
int (*FuncCall) (void); 


while (index) 
{ 
FuncCall = functions [index]; // get function address 


index = FuncCall(); // call function 


) 


This method may well be less efficient than switch/case statements, I just 
prefer to keep the in-function code compact, plus since I started using 
function pointers I can't seem to stop. ;) 


Peter 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:agrf9fSd9k24@www.netyaroze-europe.com... 

> Before I would do the following: 

> main loop { 

> Prepare screen drawing stuff 
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if (TITLE _SCREEN) { 
GsSort Title Screen stuff 


} 
elseif (GAME_SCREEN) { 
GsSort Game stuff 


} 


etc 


if (ONE_PLAYER) { 
Proccess for 1 player 
} 
elseif (TWO_PLAYER) { 
Process for 2 player 
} 


etc 
} end of loop 


However, I'm wondering whether it's better to get rid of these checks 
every loop by checking what screen it is first, then going into a 
special loop for that screen, and doing similar for the number of 
players. Do those checks cause much of a performance hit - is it worth 
worrying about? Or is it better to keep the amount of code down (due 
to the 2MB limit), rather than duplicating it? I suppose I could use 
pointers to functions, so the main loop would be the same code, but 
somewhere else changes which function is pointed to, which does the 
specific proccessing. Could this be a good method? 


Cheers, 
Rikki 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08325 


-—-MESSAGE FILE 9598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008326 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Misc questions... 

Date: 14 Jul 2002 21:56:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c22b80$3851fa20$f3a0933e@pal—s—omnibook> 

References: <01c22b10$a30b67e0$7894933e@pal-—s-—omnibook> <agsesm$d9k28@www.netyaroze-— 
europe.com> 

NNTP-Posting-Host: nas-cbv-9-62-147-160-243.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


> However, the problem is that LoadImage writes to both the odd and even 
lines, so both buffers are overwritten. 


That's a good explanation! Thanks for clearing this up Derek! 


—-MESSAGE FILE 9598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08326 


-—-MESSAGE FILE 9599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008327 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Main Game Loop Technique 

Date: Mon, 15 Jul 2002 00:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <agt0rqSd9k30@www.netyaroze-europe.com> 

References: <agrf9f$Sd9k24@www.netyaroze-europe.com> <agse0k$d9k26@www.netyaroze-euro 
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pe.com> 


NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Ben James" <meep42@clara.co.uk> wrote in message 


news: agse0k$d9k26@www.netyaroze-europe.com... 

> It's not really worth worrying about to be honest. The checks are 
only done 

> once per frame and will take up a tiny fraction of 1% of the CPU 


time. I 


> tend to use a case statement but the results the same. i.e: 


Cheers. 


I usually use the case statement, but for ease of 


demonstration, I just used IFs. How about if I called a function 
containing the code, each time the case was selected? Would that harm 
the performance much? Having it all seperated into functions would 
make the code a bit easier to read, write and debug... 


Cheers, 
Rikki 
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—-MESSAGE FILE 9599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08327 


-—-MESSAGE FILE 9600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008328 


Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 


Re: Main Game Loop Technique [long] 


Date: 15 Jul 2002 08:57:04 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 52 


Message- 


ID: <01c22bdc$7acc3d00$3da3933e@pal-—s-—omnibook> 


References: <agrf9f$Sd9k24@www.netyaroze-europe.com> <agse0k$d9k26@www.netya 


pe.com> 


<agt0rq$d9k30@www.netyaroze-europe. com> 


NNTP-Posting-Host: nas-cbv-9-62-147-163-61.dial.proxad.net 


X-Newsreader: Microsoft Internet News 4.70.1155 


Ok I feel talkative today (yes, as usual actually :) ) 


As Ben said, you really need not worry about performance at that level. A 
function call with take some time, but this is to be considered against the 
whole time you've got (one frame) and other tasks that are so much more 


costly. 


If you want to get an idea of the cost of things, most individual 
operations only take a few if not just one (esp. on the PSX) CPU clock 


cycles; 


so you're comparing something in the range of 33MHz (CPU speed, if 


I remember properly) to 50Hz (frame rate). You can see there's room for an 
insane lot of single operations. (Of course a function call is more than 
one operation, but it's not a hundred of them either. And there are costly 
operations too, like the multiply-things for instance) 


What will eat your time usually is number crunching (calculations: 3d 
transformations, trigonometry... -- that's why we love tables), memory 


copying, 


sorting... mostly repetitive tasks performed on big amounts of 


data. For instance if you want to simply copy an image from one area of 
memory to another, it'll take roughly width* (height + d) operations 
(multiplied by something depending on the image bit depth to CPU word size 


ratio) 


a small 32*32 image will need in the range of 1024 operations. And 


you're doing a lot of these (note that this is to get a general idea, not 


PSX-specific). 


The function call may become worth worrying about when you have a lot of 


objects 


doing it. In a shmup you may be going to have hundreds of bullets; 


then optimising the bullet's code by getting rid of function calls may be 


useful. 


But optimising your player ship's code should be useless -- unless 


roze-euro 
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there's a hundred players of course ;) 


I think that the best thing to do is first write all your code in the 
clearest and more reusable way, then look for optimisation when it's 
finished or you hit a performance problem. It is more important to have 
maintainable and stable code than fast code until the final stages of a 
project usually. 


As far as I remember, in Invs the only optimisation (apart from changing 
/*'s into <<>>'s) is in the spline routine (for instance, all drawing is 
done through multiple function calls, eg playThatEnemy -» mySpriteFunction 
—> myMoreSpecificSpriteFunction -» GsSortSprite !!!), and if you look at 
the later levels there's really a lot happening on the screen with slowdown 
only occurring very far in the game (which I don't mean is good ^^; -- but 
you get the idea). 


About function pointers, I like them a lot too, they're very good for state 
machines, which we need a lot of in games. You may also consider that they 
are more flexible than coding your cases "in hard" (not sure about the 
English term here). 


pal 


—-MESSAGE FILE 9600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08328 


—-MESSAGE FILE 9601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008329 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Main Game Loop Technique [long] 

Date: Mon, 15 Jul 2002 10:16:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <agu4aa$jccl@www.netyaroze-europe. com> 

References: <agrf9f$d9k24@www.netyaroze-europe.com> <agse0k$d9k26@www.netyaroze-euro 
pe.com> <agt0Orq$d9k30@www.netyaroze-europe.com> <01c22bdc$7acc3d00$3da3933e@pal-s-—om 
nibook> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c22bdc$7acc3d00$3da3933e@pal—s-—omnibook... 

> Ok I feel talkative today (yes, as usual actually :) ) 

> 

> As Ben said, you really need not worry about performance at that 
level. A 

> function call with take some time, but this is to be considered 
against the 

> whole time you've got (one frame) and other tasks that are so much 
more 

> costly. 

<snip more good stuff> 


Cheers for your help, pal :) 


Rikki 


—-MESSAGE FILE 9601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08329 


-—-MESSAGE FILE 9602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008330 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Main Game Loop Technique 

Date: Mon, 15 Jul 2002 20:20:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <agv71lsS$jcc2@www.netyaroze-europe. com> 
References: <agrf9f$Sd9k24@www.netyaroze-europe.com> <agse0k$d9k26@www.netyaroze-euro 
pe.com> <agt0Orgq$d9k30@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-031-0142.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


It wont harm the performance noticably. The nice thing about a structured 
language like C is that it's meant to be readable. At the high level you're 
talking about, go with what keeps things simple. I would say (ha!) only 
code that is called many times per frame needs to be optimised - things like 
collision detection or drawing lots of particles at once. 


-Ben 
"That's just my opinion, I could be wrong" 
"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 


news :agt0rg$d9k30@www.netyaroze-europe.com... 
> "Ben James" <meep42@clara.co.uk> wrote in message 


> news: agse0kS$d9k26@www.netyaroze-europe.com... 

> > It's not really worth worrying about to be honest. The checks are 
> only done 

> > once per frame and will take up a tiny fraction of 1% of the CPU 
> time. I 

> > tend to use a case statement but the results the same. i.e: 

> 

> Cheers. I usually use the case statement, but for ease of 

> demonstration, I just used IFs. How about if I called a function 

> containing the code, each time the case was selected? Would that harm 
> the performance much? Having it all seperated into functions would 
> make the code a bit easier to read, write and debug... 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08330 


-—-MESSAGE FILE 9603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008331 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 3d game camera 

Date: Mon, 15 Jul 2002 22:34:22 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <ah04kpS$jcc3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4807.1700 


Does anyone know HOW the ps game camera actually works. You know, how it can 
take in the viewpoint variables and change it into the viewing matrix 


—-MESSAGE FILE 9603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08331 


—-MESSAGE FILE 9604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008332 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux :) 

Date: Wed, 17 Jul 2002 00:09:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <ah29a3Sjcc4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-82-227.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


OK.. finally put some time aside to get to grips with the new kit and I've 
actually made some progress.. Im well chuffed. 


I now have my notebook and PS2 networked. 

I got samba running so I can see my PS2 home directory on the network from 
my PC. :) 

Would have been a lot quicker if I didnt have a dodgy network cable.. damm 
thing.. 


Now.. I was going to try and get XFree going but having used X for a short 
while trying to use Gimp I decided its a bit slow.. and Gimp may be nice but 
I still prefer PSP. So.. I reckon if all Im gonna use is terminal windows 
and a text editor Im better off just logging in to several terminals and 
switching between then to edit / compile / test etc. 


Has anyone actually written any code yet ?.. Ive only got as far as looking 
at some of the example prog source which I gotta admit goes over my head at 
the mo. 


I guess my next step is to get the PS2 connected back to a tv. 


While Im here.. is anyone planning on going to ECTS this year ? 
I am not too sure if Im gonna go to the main event.. but I might pop into 
the public Sony bit.. and of course to any pub afterwards. 


—-MESSAGE FILE 9604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08332 


—-MESSAGE FILE 9605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008333 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux :) 

Date: Wed, 17 Jul 2002 01:11:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <ah2d51Sjcc5@www.netyaroze-europe. com> 
References: <ah29a3Sjcc4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news:ah29a3S$jcc4@www.netyaroze-europe.com... 

<snip> 

> Has anyone actually written any code yet ?.. Ive only got as far as 
looking 


> at some of the example prog source which I gotta admit goes over my 
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head at 
> the mo. 


I've not written any yet. I've played with some figures in one of the 
example programs (the cube/torus one) to alter light colours etc. It 
might be easiest to strip that apart and use all their functions as 
wrappers/middleware. I'd like to have a look at getting down to the 
nitty-gritty of sending instructions to draw triangles etc direct to 
the processors, but I think that may be rather beyond me... 


> I guess my next step is to get the PS2 connected back to a tv. 


That should be the easy step. As long as your TV is within cable 
length of your PS2... 


> While Im here.. is anyone planning on going to ECTS this year ? 

> I am not too sure if Im gonna go to the main event.. but I might pop 
into 

> the public Sony bit.. and of course to any pub afterwards. 


Yeh, I'm going again. Well I've signed up. Hopefully I'll get a pass 
(them asking your first school on the form worried me a bit..). I got 
a Press Pass by mistake last year, but they realised about 2 weeks 
before the event and told me to destroy it after the replaced it 

( The main event was quite dire last year. Let's hope it's a bit 
better this year. If it's not, at least I can legitimately go into the 
Sony show and spend the whole time in there. I was a bit upset they 
moved it. The ExCeL was perfectly placed for me, and seemed a good 
enough venue... 


Rikki 


—-MESSAGE FILE 9605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08333 


-—-MESSAGE FILE 9606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008334 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux :) 

Date: Wed, 17 Jul 2002 07:54:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3D3514AB.6090706@shand.org.uk> 

References: <ah29a3Sjcc4@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.137.38.37 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
X-Accept—-Language: en, en-us 


/me decides if I should buy a PS2 Linux kit..... 

/me looks at bank balance. 

/me installs debian on a cheap PC and decides just to play games at 
home, not to try and make them (again) :) 


> While Im here.. is anyone planning on going to ECTS this year ? 

> I am not too sure if Im gonna go to the main event.. but I might pop into 
> the public Sony bit.. and of course to any pub afterwards. 

Maybe, depends.... if it is a rubbish as last year then no way in hell. 


Although I must admit that it is looking better this year. 
Bob 


—-MESSAGE FILE 9606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08334 
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—-MESSAGE FILE 9607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008335 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Argh! Multiple Definitions 

Date: Wed, 17 Jul 2002 11:34:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 506 

Message-ID: <ah3hkn$jccé@www.netyaroze-europe. com> 
NNTP-Posting-—Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


When I include a header file in more then one file, when it compiles 
and links it gives an error that one of the variables is defined more 
then once. And it's only one of the variables (an array of u_shorts, 
whereas the other variables are based on custom structs). I also have 
the: 

#ifndef _BATTLE_H 

#define _BATTLE_H 


#endif 
in place, which should stop the variables being defined twice when 
they are #included a second time, should it? 


It also throws up this error with a couple of function definitions. 
Can anyone offer suggestions on what could be the problem? I've zipped 
the whole folder and attached it, in case anyone cares to look at the 
code to help find the problem. 


Cheers, 
Rikki 


—-MESSAGE FILE 9607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08335 


—-MESSAGE FILE 9608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008336 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Argh! Multiple Definitions 

Date: Wed, 17 Jul 2002 12:06:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ah3jhc$jcc7@www.netyaroze-europe. com> 
References: <ah3hkn$jcc6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news: ah3hkn$jcc6@www.netyaroze-europe.com... 

> When I include a header file in more then one file, when it compiles 
> and links it gives an error that one of the variables is defined 
more 

> then once. And it's only one of the variables (an array of u_shorts, 


> whereas the other variables are based on custom structs). I also 
have 
I worked it out... :-S I was making definitions within the header 


file, when I should only do that in source files. Tut tut.... 


Sorry again. 
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Cheers, 
Rikki 


—-MESSAGE FILE 9608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08336 


-—-MESSAGE FILE 9609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008337 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux :) 

Date: Wed, 17 Jul 2002 18:00:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ah488gS$jcc8@www.netyaroze-europe. com> 

References: <ah29a3Sjcc4@www.netyaroze-europe.com> <3D3514AB.6090706@shand.org.uk> 
NNTP-Posting-Host: host217-36-7-174.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Im using VNC which doesnt require Xfree at all, i dont know how to configure 
it, but i can access the PS2 bash promt and most of the programs work 
without a problem which is cool. I could do with help getting samba working 
tho!!! 


Chris 


—-MESSAGE FILE 9609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08337 


-—-MESSAGE FILE 9610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008338 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux :) 

Date: Wed, 17 Jul 2002 23:39:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <ah4rt6Sjcc9@www.netyaroze-europe. com> 

References: <ah29a3Sjcc4@www.netyaroze-europe.com> <3D3514AB.6090706@shand.org.uk> < 
ah488g$ jcc8@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-141-8.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I had an easy samba set up ( I think ) because I already had two PC's 
networked so I knew the PC side of the setup was correct. 


Here's what I 'think' you need setup. Some things may not be required but 
here is what I have. 


In Windows 
In networking 
1. Install Client for Microsoft networks. 
2. Set your primary Netowrk logon as 'Client for Microsoft networks' 
3. Under file and print sharing set it to allow file sharing. 
4. Install NetBUI and set the bindings to 
Client for MS Networks 
File and print sharing 
MS Family logon 


5. Click the Indentification tab and make a note of the workgroup name or 
change it to whatever you want. I think samba by default sets its workgroup 


Net Yaroze newsgroups message dump.txt Page 6306 
up as WORKGROUP 
In Linux: ( I havent got the PS2 near me so this bits from memory ) 


1. If your workgroup name is not WORKGROUP then Find the smb.conf file and 
change the line 
Workgroup = WORKGROUP 


2. start samba up. It has already be set up to share homepages ( I think.. 
cant remember setting that part up.. though thats in the smb.conf file to I 
believe ) 

samba start 


3. logon as root ( I dont think a normal user can do this bit ). type samba 
and hit tab and you should see several executables. There is one called 
something like sambaadduser. run this passing the userid of the linux user 
and the windows userid. eg. I log onto windows and wojcikj and to keep 
thinks simple I have a user called wojcikj set up on linux so I ran 


sambaadduser wojcik:wojcik 


Now under windows open up the netowrk neighborhood and in you workgroup you 
should now see the Linux box and within it your home directory. 


Hope that gets you up and running. 


John ( QuietBloke ) 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: ah488g$jcc8@www.netyaroze-europe.com... 

> Im using VNC which doesnt require Xfree at all, i dont know how to 
configure 

> it, but i can access the PS2 bash promt and most of the programs work 
> without a problem which is cool. I could do with help getting samba 
working 

> tho!!! 

> 

> Chris 

> 

> 


—-MESSAGE FILE 9610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08338 


—-MESSAGE FILE 9611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008339 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Splines 

Date: Wed, 17 Jul 2002 23:38:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3D35F1CD.6090504@100Tinsoldiers.com> 

NNTP-Posting-Host: modem—-303.awesome.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
X-Accept—-Language: en-us, en 


Okay broad topic, I'm looking to include spline movement going from 
point A to point C through point B but in a nice sweeping curve, I've 
got a notion that TCB Splines are easier than Bezier or Cubic Splines, 
is that right or wrong. The points will be way points in 3D space, is 
there a quick way to calculate the path for this? 


I want the object to point in the direction of movement, I'm assuming I 
can use the difference between the x,y from one from to the next and 
pass that in Atan2 (dx, dy) to get the angle, again right or wrong? 
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As you can tell I didn't take A-Level maths well how was I to know I was 
going to need to know all this stuff when I grew up. 


Cheers 
Nigel 


—-MESSAGE FILE 9611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08339 


—-MESSAGE FILE 9612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008340 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Splines 

Date: 18 Jul 2002 09:26:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <01c22e3cS0e61c880Sf6a0933e@pal-—s-—omnibook> 
References: <3D35F1CD.6090504@100Tinsoldiers.com> 
NNTP-Posting-Host: nas-cbv-9-62-147-160-246.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Nigel Critten <Nigel@100Tinsoldiers.com> wrote in article 
<3D35F1CD.6090504@100Tinsoldiers.com>... 

> I want the object to point in the direction of movement, I'm assuming I 
> can use the difference between the x,y from one from to the next and 

> pass that in Atan2 (dx, dy) to get the angle, again right or wrong? 


Right, but according to atan2's precision (or your dx,dy's) you may 
encounter problems. Imagine your object is following a straight line (the 
problem will be the same with a spline) from 0,0 to 1,9: its path at speed 
== 3 will become something like 0,0 -> 0,3 ; 0,3 -> 1,6 ; 1,6 -> 1,9. You 
can see it's never pointing properly. 


I dont know what the proper solution is; mine was to have a high precision 
in dx,dy (so that 0,0 -» 0,3 becomes 0.000,0.000 - > 0.333, 3.000). You may 
consider going float, but I'm not sure how atan2 would handle that. 

If your object's never going too slow this may just not happen though. 


Also if needed beware to consider the case where dx,dy == 0, which atan2 
won't be able to solve correctly. 


pal 


—-MESSAGE FILE 9612 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08340 


—-MESSAGE FILE 9613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008341 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Splines 

Date: 18 Jul 2002 09:35:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c22e3d$5a167860Sf6a0933e@pal-—s-—omnibook> 

References: <3D35F1CD.6090504@100Tinsoldiers.com> <01c22e3c$0e61c880Sf6a0933e@pal-s-— 
omnibook> 

NNTP-Posting-Host: nas-cbv-9-62-147-160-246.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


pal <palpalpalpal@hotmail.com> wrote in article 
<01c22e3cS0e61c880Sf6a0933e@pal—s-—omnibook>... 
> Right, but according to atan2's precision (or your dx,dy's) 


Mh, atan2 is double (I thought it might have been int in ONE units), so if 
it's not based on tables, its precision should not be a problem. However 
your dx,dy's precision will still matter, unless you're using 
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float/double's there too. 


-—-MESSAGE FILE 9613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08341 


—-MESSAGE FILE 9614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008342 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux :) 

Date: Thu, 18 Jul 2002 15:22:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <ah6éjbm$jccl0@www.netyaroze-europe.com> 

References: <ah29a3S$jcc4@www.netyaroze-europe.com> <3D3514AB.6090706@shand.org.uk> Հ 
ah488g$ jcc8@www.netyaroze-europe.com> <ah4rt6S$jcc9@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-82-100.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


First point is that I'm using XP :D so alot is different, but so far i 
already have a network up and running fine, and IP wise theyt can talk. But 
my PC cant see ANY computers on the network unless i switch it to a static 
IP, in which case it looses the internet from the hub. 

> 4. Install NetBUI and set the bindings to 

> Client for MS Networks 

File and print sharing 

MS Family logon 


> 
> 


Whats NetBUI? Im sure ive seen those setting else where tho, so i probbaly 
have that done. 


> 3. logon as root ( I dont think a normal user can do this bit ). type 
samba 

> and hit tab and you should see several executables. There is one called 

> something like sambaadduser. run this passing the userid of the linux user 
> and the windows userid. eg. I log onto windows and wojcikj and to keep 

> thinks simple I have a user called wojcikj set up on linux so I ran 
> 
> 


sambaadduser wojcik:wojcik 


I cant find the exe you talking about here and i dont rightly know what my 
username password for windows are, im guessing Chris is my user (and comp 
name on my network) so where do i find it and would i type sambaadduser 
chris:chris 7 


Cheers, 
Chris 


--MESSAGE FILE 9614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08342 


--MESSAGE FILE 9615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008343 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Own BG with GsSPRITES 

Date: Fri, 19 Jul 2002 01:59:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <ah7oo7$jccll@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


I've been testing out drawing my own BGs using the GsSortSprite to 
display the cell depending on the number in an array, but I can't seem 
to get it to draw more than 4 GsSPRITES. 


I have one GSSPRITE initialised to hold the large graphic with all the 
cells in (a 256x256 graphic, if I remember correctly), and then I loop 
through reading values from an array, and setting the GsSSPRITE's .ս 
and .v values to 'select' the correct cell, then change the .x and .y 
values so it draws it in the correct place on the screen, then sort it 
using GsSortSprite. 


However, the most I can get it to draw is a 2x2 square of cells. Can 
anyone suggest why this is? Surely the PlayStation can cope with 
sorting more than 4 sprites at once? 


Cheers, 
Rikki 


—-MESSAGE FILE 9615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08343 


—-MESSAGE FILE 9616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008344 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Fri, 19 Jul 2002 10:26:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <ah8mg2$jccl2@www.netyaroze-europe. com> 
References: <ah7oo7$jccll@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi 
Something's wrong somewhere. Post your code. 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:ah7oo7$jccll@www.netyaroze-europe.com... 

> I've been testing out drawing my own BGs using the GsSortSprite to 
display the cell depending on the number in an array, but I can't seem 
to get it to draw more than 4 GsSPRITES. 


I have one GSSPRITE initialised to hold the large graphic with all the 
cells in (a 256x256 graphic, if I remember correctly), and then I loop 
through reading values from an array, and setting the GSSPRITE's .ս 
and .v values to 'select'" the correct cell, then change the .x and .y 
values so it draws it in the correct place on the screen, then sort it 
using GsSortSprite. 


However, the most I can get it to draw is a 2x2 square of cells. Can 
anyone suggest why this is? Surely the PlayStation can cope with 
sorting more than 4 sprites at once? 


Cheers, 
Rikki 


VVVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 9616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08344 
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—-MESSAGE FILE 9617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008345 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Fri, 19 Jul 2002 10:38:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <ah8n43S$jccl3@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: ah8mg2$jccl2@www.netyaroze-europe.com... 

> Hi 

> 

> Something's wrong somewhere. Post your code. 


Here's the main.c. All the other files are my wrappers etc. Let me 
know if you'd like them posted as well. 


Cheers, 
Rikki 


—-MESSAGE FILE 9617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08345 


—-MESSAGE FILE 9618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008346 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Fri, 19 Jul 2002 12:38:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <ah8u80S$jccl4@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43$ jccl13@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-106-230.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Heyas Rikki, 
I haven't looked at code for ages so sorry if this doesnt make any sense :-) 
It looks like your GsSortSprite function is only hit 4 times during the 


loop. After 4 iterations i,j are both 2 so the code isnt executed ? or 
something like that :-/ 


Pete. 


Rikki Prince <rprince@blueyonder.co.uk> wrote in message 
news:ah8n43S$jccl3@www.netyaroze-europe.com... 

> "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: ah8mg2$jccl2@www.netyaroze-europe.com... 

> Hi 

> 


> 
> 
> 
> > Something's wrong somewhere. Post your code. 
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> 

> Here's the main.c. All the other files are my wrappers etc. Let me 
> know if you'd like them posted as well. 

> 

> Cheers, 

> Rikki 

> 

> 

> 


—-MESSAGE FILE 9618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08346 


—-MESSAGE FILE 9619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008347 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Fri, 19 Jul 2002 14:11:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <ah93j0Sjccl15@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host217-34-82-100.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


for(j=0; j<2; j++) //16 
{ 
mapcells.y = j*8+100; 


for (1-0: i<2; i++) //20 
{ 


a = rik_map_array[ (20*4)+i]; 
mapcells.u = 16*a; 
//mapcells.v = 16*0; 
mapcells.x = i*8+100; 


GsSortSprite(&mapcells, rpOTS(thisGame), 0); 
} 
} 


ok im a little confused with it so im going to type here while i think over 
it, as i've made a BG out of sprites before and it seemed to work ok. 


right, first thing making it difficult is that your using a 1D array for a 
grid, if it were defind array[20][16] then it would make it all alot easier. 
x would just be j*TILE_SIZE y would i*TILE_SIZE and im not going thru 
what everything would me cos i cast remember without looking but the 1D 
array is making me confused. I'll look at the code again later and see if i 
can spot the errors. 


—-MESSAGE FILE 9619 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08347 


-—-MESSAGE FILE 9620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008348 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Fri, 19 Jul 2002 14:36:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
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Message-ID: <ah953k$jccl6@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80S$jccl4@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news: ah8u80S$jccl4@www.netyaroze-europe.com... 

> Heyas Rikki, 

> 

> I haven't looked at code for ages so sorry if this doesnt make any 
sense :-) 

> 

> It looks like your GsSortSprite function is only hit 4 times during 
the 

> loop. After 4 iterations i,j are both 2 so the code isnt executed ? 
or 

> something like that :-/ 


Yeh, sorry, I just posted the current code without tidying it up. It's 
set at 4 iterations as that's all it can handle. If I alter either of 
those values to 3, it won't run (well locks up at the distorted 
loading screen image)... 


Rikki 


—-MESSAGE FILE 9620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08348 


—-MESSAGE FILE 9621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008349 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Fri, 19 Jul 2002 14:40:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <ah95b6$jccl7@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah93j0Sjccl5@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:ah93j0S$jccl5@www.netyaroze-europe.com... 
> for(j=0; j<2; j++) file://16 


> { 

> mapcells.y = 3*8+100; 

> 

> for(i=0; i<2; i++) file://20 
> { 

> a = rik_map_array[ (20*4)+i]; 
> 

> mapcells.u = 16*a; 

> file://mapcells.v = 16*0; 

> mapcells.x = i*8+100; 

> GsSortSprite(&mapcells, rpOTS(thisGame), 0); 
> } 

> } 

> 


> ok im a little confused with it so im going to type here while i 
think over 
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> it, as i've made a BG out of sprites before and it seemed to work 
ok. 

> 

> right, first thing making it difficult is that your using a 1D array 
fora 

> grid, if it were defind array[20][16] then it would make it all alot 
easier. 

> x would just be j*TILE_SIZE y would i*TILE_SIZE and im not 
going thru 

> what everything would me cos i cast remember without looking but the 
1D 

> array is making me confused. I'll look at the code again later and 
see if i 

> can spot the errors. 


I've left it lovely and confusing, haven't I? My 1D array is something 
to do with my wrapper code, and it just seems easier passing a pointer 
to a 1D than a 2D. That and block initialising a 1D array is easier. 
I'll try changing it to see if anything starts working. 


Another point - it's multiplying by 8 (rather than 16) to place the 
next sprite along, as I'm scaling the sprites down to half their size 
(ONE/2 in an earlier part of the code) and as I changed their centres 
to the midpoint, I'm adding 100 to get them on the screen. 


9 


Cheers, 
Rikki 


—-MESSAGE FILE 9621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08349 


—-MESSAGE FILE 9622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008350 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Fri, 19 Jul 2002 14:54:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <ah966kS$jccl8@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-41-45-9.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Soo thats what the //16 //20 was for .. heh told you i hadn't looked at code 
for ages ;-) 


Pete. 


Rikki Prince <rprince@blueyonder.co.uk> wrote in message 
news:ah953kS$jccl6@www.netyaroze-europe.com... 

> "Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
> news: ah8u80Sjccl4@www.netyaroze-europe.com... 

> > Heyas Rikki, 

>> 

> > I haven't looked at code for ages so sorry if this doesnt make any 
> sense :-) 

>> 

> > It looks like your GsSortSprite function is only hit 4 times during 
> the 

> > loop. After 4 iterations i,j are both 2 so the code isnt executed ? 
> or 

> > something like that :-/ 
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Yeh, sorry, I just posted the current code without tidying it up. It's 
set at 4 iterations as that's all it can handle. If I alter either of 
those values to 3, it won't run (well locks up at the distorted 
loading screen image)... 


Rikki 


VVVVVVV VV 


—-MESSAGE FILE 9622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08350 


—-MESSAGE FILE 9623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008351 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux :) 

Date: Fri, 19 Jul 2002 19:26:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 83 
Message-ID: <ah9lpq$jccl19@www.netyaroze-europe. com> 

References: <ah29a3S$jcc4@www.netyaroze-europe.com> <3D3514AB.6090706@shand.org.uk> Հ 
ah488g$ jcc8@www.netyaroze-europe.com> <ah4rt6S$jcc9@www.netyaroze-europe.com> <ah6jbm 
Sjccl0@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-122-148.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


hmmm.. OK.. I dont have xp and the setup is for the laptop using win98. 


When you boot up your machine does come up with a login dialog before it 
boots into windows ? 
I was under the impression that by installing MS Client for windows this 
would cause this to happen. 
It is this userid and password that you need to tell samba about in order 
for it to let you in. 

Maybe you need to have MS Family logon 


In Local Area Network for your Ethernet adaptor make sure you have NetBeUI 
protocol installed. 


NetBEUI is a network protocol. Its what windows machines use for talking to 
each other and its what ( I presume ) samba implements. You have to make 
sure it is installed. 


You also need to install File and Printer sharing for MS Networks. 


If all is well when you boot up you will be asked to logon. If you have 
never logged on before I think you just type in the userid and password you 
want ot use and it will create it. 

Once windows is up in the netowrk browser ( 'My Network places' ? ) and 
‘computers near me' you should see your own machine appear. If it doesnt 
show you might have to share at least one file or folder. In windows 
explorer right click a folder and select sharing. Set it to allow sharing 
and give it a name and set the permissions. 

Now hopefully you should at least see your own machine on the network. If 
all that is workign then you know your windows machines is now setup 
properly ( I hope ) 


In linux the command to add your user is 


smbadduser windowsid:linuxid 


sorry.. my fault .. I gave you the wrong filename. 


Anyway.. hope this gets you a bit closer to getting it working. 
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Cheers 
John ( Quietbloke ) 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: ah6jbmS$ jccl0@www.netyaroze-europe.com... 

> First point is that I'm using XP :D so alot is different, but so far i 

> already have a network up and running fine, and IP wise theyt can talk. 
But 

my PC cant see ANY computers on the network unless i switch it to a static 
IP, in which case it looses the internet from the hub. 

> 4. Install NetBUI and set the bindings to 


> Client for MS Networks 
> File and print sharing 
> MS Family logon 


Whats NetBUI? Im sure ive seen those setting else where tho, so i probbaly 
have that done. 


> 3. logon as root ( I dont think a normal user can do this bit ). type 
samba 

> and hit tab and you should see several executables. There is one called 
> something like sambaadduser. run this passing the userid of the linux 
ser 

> and the windows userid. eg. I log onto windows and wojcikj and to keep 
> thinks simple I have a user called wojcikj set up on linux so I ran 

> 

> sambaadduser wojcik:wojcik 


I cant find the exe you talking about here and i dont rightly know what my 
username password for windows are, im guessing Chris is my user (and comp 
name on my network) so where do i find it and would i type sambaadduser 
chris:chris ? 


Cheers, 
Chris 


VVVVVVVVVVVVV VV GEV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 9623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08351 


—-MESSAGE FILE 9624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008352 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Fri, 19 Jul 2002 21:24:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ahaéfp$jcc20@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news:ah966kS$jccl8@www.netyaroze-europe.com... 

> Soo thats what the file://16 file://20 was for .. heh told you i 
hadn't looked at code 

> for ages :-) 


Net Yaroze newsgroups message dump.txt Page 6316 


:-S It still doesn't work. I tried creating a bunch of GsSPRITES for 
all the drawn cells, but that didn't work. I dunno what to try next. 
I'll try drawing a bunch of normal sprites to see if it's another part 
of my code that's causing it to self destruct with more than 4 
sprites... 


Rikki 


—-MESSAGE FILE 9624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08352 


—-MESSAGE FILE 9625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008353 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Sat, 20 Jul 2002 02:05:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ahaelbSpil@www.netyaroze-europe.com> 
References: <ah7oo7$jccll@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


OK... For some reason my code doesn't like displaying more than about 
2 GSSPRITES. I'm trying with a bunch of knocked up TIMs, and it will 

only display 3. If I try to display 4, it doesn't run :-( Anyone come 
up against this before? 

Cheers, 

Rikki 


—-MESSAGE FILE 9625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08353 


—-MESSAGE FILE 9626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008354 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: 20 Jul 2002 08:40:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <01c22fc7$fedba4c0$5087933e@pal—s—omnibook> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43$ jccl13@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-2-62-147-135-80.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Cant find the bug. I'd suggest you post all files so that we can compile 
and experiment with the nasty code. 


A few comments anyway: 
— is it on purpose that CreateMiniMap is not called here? Also, the 


variable minimap in this function is initialised but never used. The only 
part of the function which has an effect is MoveImage(&src,576,0). 


- the line "mapcells.v = 16*0;" is commented out... so mapcells.v is not 
properly initialised (you may expect it to be zero but it's not 
guaranteed). 


- I'd recommend using named constants. 20 and 16 are evil, change them to 
MAP_W, MAP_H or whatever. 

- using a 14 array is as Chris pointed out confusing. I can't see where the 
trouble is with 2d arrays (see examples below), could you be more specific? 
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init: 

u_short rik_map_array[16][20] = 
Playa hy kd gt hy. Հոմ 
{27107 diye .1,. 35. 17 .17- 1 


arg: 
myfunc(u_short[16][] array); 
or myfunc(u_short** array); 


access: 

a = rik_map_array[ (20*j)+i]; 
becomes: 

a = rik_map_array[j] [il]; 


—-MESSAGE FILE 9626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08354 


-—-MESSAGE FILE 9627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008355 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Sat, 20 Jul 2002 02:17:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <ahbcaqSpi2@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ahaelbSpil@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: ahaelbSpil@www.netyaroze-europe.com... 


> OK... For some reason my code doesn't like displaying more than 
about 

> 2 GSSPRITES. I'm trying with a bunch of knocked up TIMs, and it will 
> only display 3. If I try to display 4, it doesn't run :-( Anyone 
come 


> up against this before? 


Right, in fact, it doesn't like initialising more than 3 or 4 sprites. 
So it's my wrapper code at fault. Now, to my diagnosis. Well my 
question based on what I think the problem is - does *every* image 
loaded require a GSIMAGE variable? My understanding was that the 
GsIMAGE variable was temporary while the image is loaded and the 
information is stored in the GsSPRITE variable. Is this incorrect? 


Cheers, 
Rikki 


—-MESSAGE FILE 9627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08355 


—-MESSAGE FILE 9628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008356 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sat, 20 Jul 2002 11:20:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <ahbdvpSpi3@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43$ jccl3@www.netyaroze-europe.com> <01c22fc7$fedba4c0$5087933e@pal-s-om 
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nibook> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c22fc7$fedba4c0$5087933e@pal—s-—omnibook... 

> Cant find the bug. I'd suggest you post all files so that we can 
compile 

and experiment with the nasty code. 


v 


> 
> A few comments anyway: 

> 

> — is it on purpose that CreateMiniMap is not called here? Also, the 
> variable minimap in this function is initialised but never used. The 
only 

> part of the function which has an effect is MoveImage(&src,576,0). 


Yup, and old function, where I tried a different method, and it didn't 
work. I reused the main code and didn't get around to deleting that 
function. 


> — the line "mapcells.v = 16*0;" is commented out... so mapcells.v is 
not 
> properly initialised (you may expect it to be zero but it's not 


> guaranteed). 
OK. I'll see if that makes a difference. 


> — I'd recommend using named constants. 20 and 16 are evil, change 
them to 
> MAP_W, MAP_H or whatever. 


For ease of reading? This was only meant to be a brief test! I didn't 
expect I'd need all this help.. :-S 


> — using a 14 array is as Chris pointed out confusing. I can't see 
where the 

> trouble is with 2d arrays (see examples below), could you be more 
specific? 

> 

> init: 

> u_short rik_map_array[16][20] = 


v 


1, 7, 7, 7, l, l, l, Ty Ty Ty Ty Ty Ty Ty Ty Ty Ty Ty Ty 7), 
(2710, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1, 7, 7, 7}, 


v 


Yeh, that was part laziness on my part, not wanting to add all those 
curly brackets. I eventually did it though. Not that it helped. Again, 
it's just a programming technique, and though I see your point that it 
could increase the likelyhood of errors, I'm sure the error is 
somewhere else.. 


arg: 
myfunc(u_short[16][] array); 
or myfunc(u_short** array); 


VV V V 


I said that, as it would have taken me hours to work out which pointer 
I wanted, especially as my original wrappers probably expected a 
pointer of some sort, and and and... Well no real reason, but I 
couldn't get my head around it at the time, and I didn't fancy trying, 
as it'd distract me from the problem at hand... 


As you'll see from my reply to my original post, it seems it may be a 
initialisation problem. I'm not sure now though, as my original method 
(the one I posted) only initialised the sprite once. I've written a 
test program which tries to initialise and display 5 sprites, and I 
can only display 3 before it stops running. If I only initialise 3, 
and display them multiple times (so 5 or 6 are actually being sorted) 
it works, so that would suggest the initialisation is to blame, but 
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then why did the original method fail? 


Rikki 


—-MESSAGE FILE 9628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08356 


—-MESSAGE FILE 9629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008357 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sat, 20 Jul 2002 11:19:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <ahbe0bSpi4@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953kS$jccl6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<aha6fp$ jcc20@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Is your packet workspace reasonably big? 
Derek 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news: aha6fp$jcc20@www.netyaroze-europe.com... 

> "Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news:ah966kS$jccl8@www.netyaroze-europe.com... 

> Soo thats what the file://16 file://20 was for .. heh told you 1 
hadn't looked at code 

> for ages :-) 


:-S It still doesn't work. I tried creating a bunch of GsSPRITES for 
all the drawn cells, but that didn't work. I dunno what to try next. 
I'll try drawing a bunch of normal sprites to see if it's another part 
of my code that's causing it to self destruct with more than 4 
sprites... 


Rikki 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 9629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08357 


-—-MESSAGE FILE 9630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008358 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sat, 20 Jul 2002 12:31:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <ahbi4aSpi5@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 
<aha6fp$jcc20@www.netyaroze-europe.com> <ahbe0bSpi4@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: ahbe0bSpi4@www.netyaroze-europe.com... 
> Is your packet workspace reasonably big? 


Set at 24000. 


This is getting a right mess now, as I've fixed the problem in my 5 
sprite test program - my TIMs were too wide, which is why I couldn't 
display the 4th and 5th ones. Now I know I can display more than 4 
(large) sprites, so it seems the initialisation wrapper isn't the 
problem. I thought the workspace might be too small, but it's not that 
small, and with that value I'm easily displaying 5 large sprites, so 
it's not too small to store more then 4 small sprites. 


I'll have to have another go at the code I originally posted. I'm sure 
the problem must be in there somewhere. When you GsSortSprite, does it 
take all the data it needs, or does it just store the pointer and 
refer back to the original? As if I'm using one GsSPRITE and keep 
changing the values and GsSort-ing, when it comes to actually draw, 
it'll try to get values from the GsSPRITE, which will have changed. 
Could the problem lie here? 


Cheers, 
Rikki 


—-MESSAGE FILE 9630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08358 


—-MESSAGE FILE 9631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008359 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Anyone made their own BG code? 

Date: Sat, 20 Jul 2002 13:03:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ahbk2rSpi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


I'm completely stumped by what's causing problems with my code, so I'm 
going to appeal for anyone to point me towards some working custom 
code for drawing backgrounds. Someone must have done it, so if anyone 
knows of where I can find some, I'd appreciate it. I want to look and 
compare. Maybe then I'll find what's wrong... 


Cheers, 
Rikki 


—-MESSAGE FILE 9631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08359 


—-MESSAGE FILE 9632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008360 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Sat, 20 Jul 2002 14:18:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <ahbo91Spi7@www.netyaroze-europe. com> 
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References: <ah7oo7$jccll@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-031-0137.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Rikki, 
Looks to me like you need to calculate the t-page value for each cell... 
-Ben 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:ah7oo7$jccll@www.netyaroze-europe.com... 

> I've been testing out drawing my own BGs using the GsSortSprite to 
display the cell depending on the number in an array, but I can't seem 
to get it to draw more than 4 GsSPRITES. 


I have one GSSPRITE initialised to hold the large graphic with all the 
cells in (a 256x256 graphic, if I remember correctly), and then I loop 
through reading values from an array, and setting the GsSSPRITE's .ս 
and .v values to 'select' the correct cell, then change the .x and .y 
values so it draws it in the correct place on the screen, then sort it 
using GsSortSprite. 


However, the most I can get it to draw is a 2x2 square of cells. Can 
anyone suggest why this is? Surely the PlayStation can cope with 
sorting more than 4 sprites at once? 


Cheers, 
Rikki 


VVVVVVVVVVVV VV VV VV 
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—-MESSAGE FILE 9632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08360 


—-MESSAGE FILE 9633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008361 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone made their own BG code? 

Date: Sat, 20 Jul 2002 14:22:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <ahboghSpi8@www.netyaroze-europe. com> 
References: <ahbk2rSpi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-031-0137.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


You could check out my source code for 'Breach', that has tile based 
backgrounds :) 


http://www.netyaroze-europe.com/~madmonk/ftp/breach.c 


-ՔԲո 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news: ahbk2rSpi6@www.netyaroze-europe.com... 

> I'm completely stumped by what's causing problems with my code, so I'm 
going to appeal for anyone to point me towards some working custom 
code for drawing backgrounds. Someone must have done it, so if anyone 
knows of where I can find some, I'd appreciate it. I want to look and 
compare. Maybe then I'll find what's wrong... 


Cheers, 
Rikki 


VVVVVVV 
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> 
> 


—-MESSAGE FILE 9633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08361 


—-MESSAGE FILE 9634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008362 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone made their own BG code? 

Date: Sat, 20 Jul 2002 16:09:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ahbut4Spi9@www.netyaroze-europe. com> 

References: <ahbk2rS$pi6@www.netyaroze-europe.com> <ahboghSpi8@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Ben James" <meep42@clara.co.uk> wrote in message 

news: ahboghSpi8@www.netyaroze-europe.com... 

> You could check out my source code for 'Breach', that has tile based 
backgrounds :) 


http://www.netyaroze-europe.com/~madmonk/ftp/breach.c 


VV V V V 


-ՔԲո 


Cheers Ben. In fact, I was looking at your code. I looked at Psychon 
most though as it seemed to be tile based. I'm not sure why I was 
looking at yours, I just went to your page and the code links were 
conveniently there, and I thought "of 6 games there's quite a chance 
that one will be tile based" :-) 


Rikki 


—-MESSAGE FILE 9634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08362 


—-MESSAGE FILE 9635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008363 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sat, 20 Jul 2002 16:10:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ahbuv3Spil0@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ahbo91$pi7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Ben James" <meep42@clara.co.uk> wrote in message 

news: ahbo91S$pi7@www.netyaroze-europe.com... 

> Hi Rikki, 

> Looks to me like you need to calculate the t-page value for each 
Cella. 

> -Ben 
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Cheers 


Ben. 
as I though all 


been wrong. 


Cheers, 
Rikki 


That 


I'll 


crossed my mind for a millisecond, but I dismissed it 


give it a go now and report back. 


L the ones I used would fall within 1 t-page, but have 
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—-MESSAGE FILE 9635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08363 


—-MESSAGE FILE 9636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008364 


Path: chuka.playstation.co.uk!news 
From: "Rikki Prince" <rprince@blueyonder.co.uk> 


Newsgroups: 


Subject 


: Re: 
20 Jul 2002 16:35:19 +0100 


Date: Sat, 


Organization: 
78 
-ID: 


Lines: 
Message 


References: 


scee.yaroze.freetalk.english 


Own 


BG with GsSPRITES 


PlayStation Net Yaroze (SCEE) 


<ahc0eeSpill@www.netyaroze-europe.com> 
<ah7007$jccll@www.netyaroze-europe.com> <ahbo91$pi7@www.netyaroze-europe 
.com> <ahbuv3$pil0@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


3 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: ahbuv3$pil0@www.netyaroze-europe.com... 
> "Ben James" <meep42@clara.co.uk> wrote in message 
news: ahbo91Spi7@www.netyaroze-europe.com... 
> Hi Rikki, 
> Looks to me like you need to calculate the t-page value for each 


> —Ben 


Cheers Ben. 


> 
> 
> 
> cell. 
> 
> 
> 


at 


> as I though all 
> been wrong. Լ'1 


:'( It didn't 


That crossed my mind for a mil 


L the ones I used would fall within 1 t-page, 
ll give it a go now and report back. 


work... 


llisecond, but I dismissed 


but have 


Current code attached in case I've made a major mistake anyone can 


fd s 


Rikki 


--MESSAGE FILE 9636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08364 


--MESSAGE FILE 9637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008365 


Path: chuka.playstation.co.uk!news 
From: "Rikki Prince" <rprince@blueyonder.co.uk> 


Newsgroups: 


Subject 


Date: Sat, 


Organization: 
20 
=IDi 


Lines: 
Message 


References: 


om> 


scee.yaroze.freetalk.english 
: Re: Anyone made their own BG code? 


20 Jul 2002 17:06:50 +0100 
PlayStation Net Yaroze (SCEE) 


<ahc291S$pil2@www.netyaroze-europe. com> 
<ahbk2rSpi6@www.netyaroze-europe.com> <ahboghS$pi8@www.netyaroze-europe.c 


NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 
X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


3 
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"Ben James" <meep42@clara.co.uk> wrote in message 

news: ahboghS$pi8@www.netyaroze-europe.com... 

> You could check out my source code for 'Breach', that has tile based 
> backgrounds :) 

> 

> http://www.netyaroze-europe.com/~madmonk/ftp/breach.c 


Hmm, my testing shows that it doesn't like the same sprite being sent 
more than 5 times, but yours seems to cope (well apparently, I haven't 
tried compiling your code, but I assume it works), so it must be 
something to do with the GsIMAGE, as you have a seperate one of those 
for every cell (something I was hoping to avoid). 


Does anyone know the technical limits in this area? Why does it choke 
when using the same GSSPRITE more than 5 times? 


Cheers, 
Rikki 


—-MESSAGE FILE 9637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08365 


--MESSAGE FILE 9638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008366 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sun, 21 Jul 2002 00:21:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <ahcrg6Spil3@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80S$jccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 
<aha6fp$jcc20@www.netyaroze-europe.com> <ahbe0bSpi4@www.netyaroze-europe.com> <ahbi4 
aSpi5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-171-25.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


just a thought... now I seem to recall having a similar unexplained problem 
where the game would just lock up and I think it was due to the stack 
address, data address, code address settings for the linker.. one of them 
overlapped into another.. sorry about being vague but I dont have the yaroze 
machine here with me. 


like I said.. just a thought 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: ahbi4aSpi5@www.netyaroze-europe.com... 

> "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: ahbe0bSpi4@www.netyaroze-europe.com... 

> Is your packet workspace reasonably big? 


Set at 24000. 


This is getting a right mess now, as I've fixed the problem in my 5 
sprite test program - my TIMs were too wide, which is why I couldn't 
display the 4th and 5th ones. Now I know I can display more than 4 
(large) sprites, so it seems the initialisation wrapper isn't the 
problem. I thought the workspace might be too small, but it's not that 
small, and with that value I'm easily displaying 5 large sprites, so 
it's not too small to store more then 4 small sprites. 


I'll have to have another go at the code I originally posted. I'm sure 
the problem must be in there somewhere. When you GsSortSprite, does it 


VVVVVVVVVVV VV VV 
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> take all the data it needs, or does it just store the pointer and 
> refer back to the original? As if I'm using one GSSPRITE and keep 
> changing the values and GsSort-ing, when it comes to actually draw, 
> it'll try to get values from the GsSPRITE, which will have changed. 
> Could the problem lie here? 

> 

> Cheers, 

> Rikki 

> 

> 


-—-MESSAGE FILE 9638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08366 


—-MESSAGE FILE 9639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008367 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sun, 21 Jul 2002 02:13:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <ahd29jSpil4@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953kS$jccl6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<aha6fp$jcc20@www.netyaroze-europe.com> <ahbe0bSpi4@www.netyaroze-europe.com> <ahbi4 
aSpi5@www.netyaroze-europe.com> <ahcrg6$pil3@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news: ahcrg6$pil3@www.netyaroze-europe.com... 

> just a thought... now I seem to recall having a similar unexplained 
problem 


> where the game would just lock up and I think it was due to the 
stack 

> address, data address, code address settings for the linker.. one of 
them 

> overlapped into another.. sorry about being vague but I dont have 
the yaroze 

> machine here with me. 


Hmm, it's something. You wouldn't be able to get hold of more info 
about it would you (ie. when you get to your Yaroze)? Or is it not 
something you made a specific note of? 


Cheers, 
Rikki 


—-MESSAGE FILE 9639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08367 


—-MESSAGE FILE 9640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008368 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: 21 Jul 2002 08:41:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c23091$5ab50880$92a2933e@pal—s—omnibook> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
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օո» <ah953kS$jccl6é@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<aha6fp$jcc20@www.netyaroze-europe.com> <ahbe0bS$pi4@www.netyaroze-europe.com> <ahbi4 
aSpi5@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-9-62-147-162-146.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Rikki Prince <rprince@blueyonder.co.uk> wrote in article 
<ahbi4aSpi5@www.netyaroze-europe.com>... 

> When you GsSortSprite, does it take all the data it needs, or does it 
just store the pointer and refer back to the original? 


All data is copied. I usually have just one GsSprite in my whole program, 
which is a static local variable of a sprite-drawing function, and this 
works well. 


—-MESSAGE FILE 9640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08368 


—-MESSAGE FILE 9641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008369 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: 21 Jul 2002 08:49:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c23092$70f£29620592a2933e@pal—s-—omnibook> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6é@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<aha6fp$jcc20@www.netyaroze-europe.com> <ahbe0bSpi4@www.netyaroze-europe.com> <ahbi4 
aSpi5@www.netyaroze-europe.com> <ahcrg6$pil3@www.netyaroze-europe.com> <ahd293j$pil1l4@ 
www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-9-62-147-162-146.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Have you checked your data before using it? 

— printf a's value just after "a = rik_map_array[(20*j)+i];" // checks data 
- replace "a = rik_map_array[(20*j)+i];" with "a = 1" // checks possibility 
of displaying n sprites independently of data 


Also you can increase anything you can think of (stack, program space, 
packet space...). And check that your code doesn't overlap your data. 


—-MESSAGE FILE 9641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08369 


—-MESSAGE FILE 9642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008370 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sun, 21 Jul 2002 11:36:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <ahe37pSpil5@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966k$jccl18@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1216.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hey Pete, long time no see, what you up to these days? :) 


Rikki, if you're still having no luck with your background sprites I've got 
some code I can put up if you want to have a look at it. 


Net 
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Peter 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news:ah966kS$jccl8@www.netyaroze-europe.com... 
> Soo thats what the //16 //20 was for .. heh told you i hadn't looked at 


> 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV 


Rikki Prince <rprince@blueyonder.co.uk> wrote in message 
news:ah953kS$jccl6@www.netyaroze-europe.com... 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news: ah8u80S$jccl4@www.netyaroze-europe.com... 

> Heyas Rikki, 

> 

> I haven't looked at code for ages so sorry if this doesnt make any 
sense :-) 

> 

> It looks like your GsSortSprite function is only hit 4 times during 
the 

> loop. After 4 iterations i,j are both 2 so the code isnt executed ? 
or 

> something like that :-/ 


Yeh, sorry, I just posted the current code without tidying it up. It's 
set at 4 iterations as that's all it can handle. If I alter either of 
those values to 3, it won't run (well locks up at the distorted 
loading screen image)... 


Rikki 
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-—-MESSAGE FILE 9642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08370 


—-MESSAGE FILE 9643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008371 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sun, 21 Jul 2002 13:02:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <ahe899Spil6@www.netyaroze-europe. com> 


References: 


<ah7007$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 


pe.com> <ah8n43S$ jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953kS$jccl6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe.com> 
<ahe37p$pil5@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-34-82-100.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok, 


dunno if its anyuse but here is my BG loop: 


for (x=0;x<10;x++) //10 on x 


for (y=0; y<8;y++) //8 on y 
{ 


BGsprite.u = ter_type[level] [y] [x]*32; 


/*selects from the 3D array the level being played, the y and x cords and 
uses x, and y to find the tile type*/ 
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2); 


(sand, grass 


as the terain type 
g_table[output_buffer_index], 


&world_orderin 


(level/3) *32; 
array.. 


go down the graphic and different tile across*/ 


GsSortSprite(&BGsprite, 
/*display each tile as it is proceced*/ 


BGsprite.v 
BGsprite.x 
BGsprite.y 
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/* uses the level number to find the v value, 


below is my level 
char ter_type[26] [8] [10] 


etc) 


չ «Հ« Հ. < < < x 
SO OO OOOOO 
չ < << < < < x *x 
OQO TTO OO r-t 
չ < < < < < x< *x 
Փ'.'ՎԾՕՊՈԼՌԾՓԾԾ 
"< < < < < x *x 
COONTOHO 


չ « < < < < x “x 


TOO OFOG GO 


չ «Հ« Հ. < < x *x 
OA ONTOOO 


"w*< «7, < < x x “x 


t: O: y O C y y Gy 


չ «Հ«Հ«Հ« < x *x 
ՓՓՕՓՓՕԽԿՎՓՕՓԹՀԹՎ 
չ < << < ««-- 
"ՎՕՓՕՇԾՕԾԶՓՕՓՎՎՀՎՓԾ 
չ < < < < < < *x 


ԾՕՓՕՓՕՓՕԿՎՓԾՕԾ 


"< «Հ« < < < x *x 
ԾՓՕՓՕՓՕՓԾՕՓԾԾՓԾՕԾ 
"< «Հ« < < < x *x 
C O C O, C C O: H 
Հչ «Հ« < < < x *x 
Փ'.'ՎԾՕԼՌՓԾԶԵԾԾ 
"< «Հ« < < < x *x 
O OQOC O HO 
չ «Հ« < < < x x 
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OAON sp O OO. O 
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չ «7, < < < < x “x 


t D C-O ON TO 
> * x << < < < x< x 


—— C-O. O: O. O 1 O: 
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— O — C 
չզդ «Հ« < < < x x 
DOGO OQO yt 
չզդ «Հ« < < < x x 
Փ'.'ՎԾՕՊԼՌՌՓԾՓԾԾ 
չզ «Հ« < < < x x 
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չլ «Հ« < < < x x 
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չզդ «Հ« < < < x x 
AOANTOOO 
չզդ «Հ« < < < x x 
OMNNOONMNNO 
չզ «Հ« < < < x x 
O & *+ —- O (O [- 4 


"w*< < < < x x `x 


NAOCOCHONTO 
> * x < < < < x< x 


—— > O: O O 1 


`" < < < < < x x 
OOO OO: O: 5 
"< < =< < < < x x 
ՓՓՓԳՌՈՌՌՓԾՓԾԳ 
"< < =< ԽՓ < x x 
ՓԿՎՓՓԺՀՓԾՓԾՓԾ 
"< < =< < x< < x x 
COONTOCO 
"< < =< < < x< x x 
ՓՓՓՓՓԿՊԿՓԾՓԾ 
"< < < < < x< x x 
HAMNCODOOO 
Ane ge oe oe PKS "aS ae 
ՕՓՓԹՀՓՕՓՓՓԾԺԾ 
BH < < < < < < x x 
QO NO OO O O dq 
"< < =< < < < x x 
MADOHOOOO 
eS 


AOOO OOTD 


չ «Հ«Հ«««-- 
SO O OOO O O tO 
չ < w < < < < x 
Ç: Cy: C (yy ry C3 VO: Lr 
"< «Հ« < < < x `x 
On O (O [- O Q = 
*" «Հ« < < < x< *x 
COONTOHO 
չ «Հ« Հ. < < < x 
SO O OOO d_HOO 
չ «Հ« < < < < *x 
1 1: OOQ O 
չ < < < < < x x 
ԾՓՕՓԾՕՓՕՓԾՕՓԾՕԾ 
"< «Հ« Հ. ««-- 
ՓՓՕՓՕԽԿՎՓՕՓԾՕՌԼԹ 


w < Հ < < x x “x 


= @ LO O — O O O Ll 
> x < < < < < x x 


ՀԶՔԹՀՓՕԿՓՕՓՕԿզՎԵԱՎՀ 


չ «Հ« < < ««.- 
ԾՓՕՓԾՕՓԾՕՓԾԾՓԾԾԾՕԾ 
"< «Հ« Հ. «Հ. 
DOO OG OOW eA 
"< < «««««.- 
ԾՓ.'ՎՕՓԾՕՓՕՓՓԾՕԾ 
չ «Հ« < < < x *x 
DOOM O crt O 
չ «Հ« < ««.- 
ԾՓՓՕՓՕԾՓՄԹՀՓԾՓԾԾ 
չ «Հ < < < x x 
ՓԾ'.'ՎՕՎՀԻԾՓԾԾԾ 
չ «Հ« < < < x *x 
ՓՓՕՓԾՓՓԾՓԾՌՈՌԺԾ 
չ «Հ« < < < x *x 
ՓՓՕՓՕԿՎՓՕՓԹՀԹՅՎ 


"w*< « < < < < x x 


ԼՕՈ ՎՕԾՕՓՕՓՕՓՊՎՀՓԾ 
ՀՀ.չ.ՀՀ«Հ«Հ«««- 


WOODOO O -O — O. O 
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it carries on to 25. 
Hope that helps. 


Chris 


—-MESSAGE FILE 9643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08371 


—-MESSAGE FILE 9644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008372 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Sun, 21 Jul 2002 14:31:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <ahedht$pil7@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jcclé6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<ahe37pS$pil5@www.netyaroze-europe.com> <ahe899Spil6@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: ahe899Spil6@www.netyaroze-europe.com... 
> ok, dunno if its anyuse but here is my BG loop: 


> 

> 

> for (x=0;x<10;x++) file://10 on x 

> for (y=0;y<8;y++) file://8 on y 

> { 

> BGsprite.u = ter_type[level] [y] [x]*32; 
> 


> /*selects from the 3D array the level being played, the y and x 
cords and 

> uses x, and y to find the tile type*/ 

> 

> BGsprite.v = (level/3) *32; 

> 

> /* uses the level number to find the v value, as the terain type 
(sand, grass 
> etc) go down the graphic and different tile across*/ 


> 

> BGsprite.x = x*32; 

> BGsprite.y = y*32; 

> GsSortSprite (&BGsprite, 


é&world_ordering_table[output_buffer_index], 2); 
> /*display each tile as it is proceced*/ 
> } 


I thought this is what mine should be doing :-S What size is your 
BGsprite? I mean, what size (in pixels) is the TIM? 


Cheers, 
Rikki 


—-MESSAGE FILE 9644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08372 


—-MESSAGE FILE 9645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008373 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Eureka! (kind of) 

Date: Sun, 21 Jul 2002 16:34:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <aheknpSpil8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


I think I've worked out where the problem is. It was another part of 
code, relating to the workspace, and I must have worked the pointers 
out wrong, and I can't work out how to fix it, so I'm going to need 
some help here. Below I'm going to paste in all the relevant bits of 
code (structs and functions). 


Z Code starts here Ape 
typedef struct 

{ 

int RUNNING, SCREEN; 
int scrnW, scrnH; 
GsOT ot [2]; 

GsOT_TAG *otTag; 

long otLength; 

int ab; 

PACKET *gpuPacket [2]; 
int tvMode; 

int red, green, blue; 
} rpGAMEINFO; 


void rpInitGameStruct (rpGAMEINFO *game, int RUNNING, int scrnw, 
int scrnH, long otLength, long maxPackets, int tvMode, int red, 
int green, int blue) 
{ 
game->RUNNING = RUNNING; 
game->scrnW = scrnw; 


game->scrnH = scrnH; 

game->otLength = otLength; 

game->otTag = (GsOT_TAG 

*)malloc (sizeof (GsOT_TAG) *2* (1<<(game->otLength) )); 
game->gpuPacket[0] = (PACKET *)malloc(sizeof (PACKET) *maxPackets) ; 
game->gpuPacket[1] = (PACKET *)malloc(sizeof (PACKET) *maxPackets) ; 


game->tvMode = tvMode; 
game->red = red; 
game->green = green; 
game->blue = blue; 


} 


void rpGraphicsLoopStart (int *ab, PACKET *gpuPacket, GsOT *ot) 
{ 

xab = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET *) gpuPacket [*ab]); 
GsClearOt (0, 0, &ot[*ab]) 

} 


Z Code ends here ան 


r 


If I create: 
rpGAMEINFO thisGame; 


and initialise it using: 
rpInitGameStruct (&thisGame, 1, 320, 256, 1, 48000, MODE_PAL, 0, 0, 0): 


what do I pass to rpGraphics LoopStart for the 2nd argument? 


I was passing thisGame.gpuPacket[0], but I've established that this is 
where the problem is. Can anyone work out (and possibly explain) what 
I need to pass to the function, please? 


Page 6330 


Net Yaroze newsgroups message dump.txt Page 6331 
Thanks a lot to everyone for their past and hopefully future help :-) 


Cheers, 
Rikki 


—-MESSAGE FILE 9645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08373 


—-MESSAGE FILE 9646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008374 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 

Date: Sun, 21 Jul 2002 17:22:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <ahengcSpil9@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6é@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe.com> 

<ahe37pS$pil5@www.netyaroze-europe.com> <ahe899Spil6@www.netyaroze-europe.com> <ahedh 
tS$pil7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-34-82-100.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


256x256 TIM with 32x32 tiles. 


—-MESSAGE FILE 9646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08374 


—-MESSAGE FILE 9647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008375 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSSPRITES 

Date: Sun, 21 Jul 2002 18:37:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aheru7$pi20@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 
<ahe37p$pil5@www.netyaroze-europe.com> <ahe899Spil6@www.netyaroze-europe.com> <ahedh 
tSpil7@www.netyaroze-europe.com> <ahengcSpil 9@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news: ahengc$pil9@www.netyaroze-europe.com... 
> 256x256 TIM with 32x32 tiles. 


Cheers, I was checking whether it was a t-page problem, as Ben 
suggested. However, I worked out what the problem is (see "Eureka! 
(kind of)")... 

Cheers, 

Rikki 


—-MESSAGE FILE 9647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08375 


—-MESSAGE FILE 9648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008376 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #87 

Date: Sun, 21 Jul 2002 19:27:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <aheuvfSpi21@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


OPSM #87 is finally here. Pages 93 to 96 have been cut out and removed from 
my copy, and the missing pages appear instead on a separate four page 
insert. 


This month's games are Clone (Stuart Ashley), Pushy 2b (Fred Williams), and 
Between the Eyes (Lewis Evans). 


Derek 


—-MESSAGE FILE 9648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08376 


—-MESSAGE FILE 9649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008377 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eureka! (kind of) 

Date: Sun, 21 Jul 2002 23:47:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ahfe4v$pi22@www.netyaroze-europe. com> 
References: <aheknpSpil8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-230-115-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


Well I worked that out as well, eventually. I had to change the code 
to work with pointer arithmetic, and add an argument to the function. 
I also found another error in my code (which I put in there recently, 
though it don't remember it causing a problem before, though it should 
have), so that's been fixed as well. I'm glad I sorted all that out. 
Now I can try and make that custom background again. 


Thanks to all that offered suggestions on how to fix the problems. 


Cheers, 
Rikki 


—-MESSAGE FILE 9649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08377 


-—-MESSAGE FILE 9650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008378 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Own BG with GsSPRITES 
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Date: Mon, 22 Jul 2002 00:11:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <ahffké6Spi23@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966k$jccl18@www.netyaroze-europe. com> 
<ahe37pSpil5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-100-194.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Heyas mate, 


catch me on icq 152268348 if you wanna have a natter =) 

anyone else wants to tell me I'm a pleb is more than welcome on icq as 
well(no point talking about yaroze stuff though coz it would seem i have 
forgotten it all ;-) ) 


Pete. 


Peter Armstrong <hanno@btinternet.com> wrote in message 

news: ahe37p$pil5@www.netyaroze-europe.com... 

> Hey Pete, long time no see, what you up to these days? :) 

> 

> Rikki, if you're still having no luck with your background sprites I've 
got 

some code I can put up if you want to have a look at it. 


v 


Peter 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news:ah966k$jcc18@www.netyaroze-europe.com... 

> Soo thats what the //16 //20 was for .. heh told you i hadn't looked at 
code 

> for ages :-) 

> 

Pete. 


Rikki Prince <rprince@blueyonder.co.uk> wrote in message 
news:ah953kS$jccl6@www.netyaroze-europe.com... 
> "Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 


news: ah8u80S$jccl4@www.netyaroze-europe.com... 

> Heyas Rikki, 

> 

> I haven't looked at code for ages so sorry if this doesnt make any 
sense :-) 

> 

> It looks like your GsSortSprite function is only hit 4 times during 
the 

> loop. After 4 iterations i,j are both 2 so the code isnt executed ? 
or 


> something like that :-/ 


Yeh, sorry, I just posted the current code without tidying it up. It's 
set at 4 iterations as that's all it can handle. If I alter either of 
those values to 3, it won't run (well locks up at the distorted 
loading screen image)... 


Rikki 


VVVVVVVVVVNVVVV VV VV VV 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08378 


Net Yaroze newsgroups message dump.txt Page 6334 


-—-MESSAGE FILE 9651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008379 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eureka! (kind of) 

Date: Mon, 22 Jul 2002 00:32:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <ahfgfkSpi24@www.netyaroze-europe. com> 

References: <aheknpS$pil8@www.netyaroze-europe.com> <ahfe4vS$pi22@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host62-6-98-137.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


glad to hear you got it fixed. 
:) 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: ahfe4vS$pi22@www.netyaroze-europe.com... 
> Well I worked that out as well, eventually. I had to change the code 


> to work with pointer arithmetic, and add an argument to the function. 
> I also found another error in my code (which I put in there recently, 
> though it don't remember it causing a problem before, though it should 
> have), so that's been fixed as well. I'm glad I sorted all that out. 
> Now I can try and make that custom background again. 

> 

> Thanks to all that offered suggestions on how to fix the problems. 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08379 


—-MESSAGE FILE 9652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008380 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: just wondering.. 

Date: Mon, 22 Jul 2002 00:49:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <ahfhm1$pi25@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 
<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6Spi23@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-39-12-228.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Anyone else here have MSN? newsgroups are all fine and good, but IM can do 
wonders (and my AIM is dead...) 


—-MESSAGE FILE 9652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08380 
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—-MESSAGE FILE 9653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008381 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Mon, 22 Jul 2002 13:28:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ahgul11Spi26@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6é@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 

<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6S$pi23@www.netyaroze-europe.com> <ahfhm 
1$pi25@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1855.orangutan.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message news:ahfhml1$pi25@www.net 
yaroze-europe.com... 

> Anyone else here have MSN? newsgroups are all fine and good, but IM can do 

> wonders (and my AIM is dead..) 


I'm on MSN - keatesm@hotmail.com 
Usually happy to talk crap at any time of day or night... 


Martin. 


—-MESSAGE FILE 9653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08381 


—-MESSAGE FILE 9654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008382 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Mon, 22 Jul 2002 17:59:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <ahhe3e$pi27@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 

<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6Spi23@www.netyaroze-europe.com> <ahfhm 
1S$pi25@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195-74-115-225.dial.entanet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news: ahfhm1$pi25@www.netyaroze-europe.com... 

> Anyone else here have MSN? newsgroups are all fine and good, but IM 
can do 


> wonders (and my AIM is dead..) 


Yup, had it since everyone I know started getting it, and I had to get 
it to keep in touch. That and it doesn't take half an hour to load 
like ICQ does... 

Contact me at rikkiprince@hotmail.com if you wanna chat :D 


Cheers, 
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Rikki 


—-MESSAGE FILE 9654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08382 


—-MESSAGE FILE 9655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008383 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Eureka! (kind of) 

Date: Mon, 22 Jul 2002 17:59:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ahhe5iS$pi28@www.netyaroze-europe. com> 

References: <aheknpSpil8@www.netyaroze-europe.com> <ahfe4vS$pi22@www.netyaroze-europe 
.com> <ahfgfk$pi24@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195-74-115-225.dial.entanet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news: ahfgfkSpi24@www.netyaroze-europe.com... 

> glad to hear you got it fixed. 

> :) 


Cheers John :-D 


Rikki 


—-MESSAGE FILE 9655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08383 


—-MESSAGE FILE 9656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008384 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Mon, 22 Jul 2002 19:55:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <3D3C5522.1020806@talk21.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 
<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6Spi23@www.netyaroze-europe.com> <ahfhm 
1$pi25@www.netyaroze-europe.com> <ahhe3e$pi27@www.netyaroze-europe. com> 
NNTP-Posting-Host: m205-mpl.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.0.0) Gecko/20020530 
X-Accept—-Language: en, en-us 


The scee monkey can be found on ICQ at 7287945 (authorisation required, 
so mention yaroze & its the only one I can use at work ;) 
and jburns76@hotmail.com 


Later 
James @ SCEE 


Rikki Prince wrote: 
> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 
> news:ahfhm1lSpi25@www.netyaroze-europe.com... 
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> 


>>Anyone else here have MSN? newsgroups are all fine and good, but IM 
> 


> can do 

> 

>>wonders (and my AIM is dead..) 

> 

> 

> Yup, had it since everyone I know started getting it, and I had to get 
> it to keep in touch. That and it doesn't take half an hour to load 
> like ICQ does... 

> 

> Contact me at rikkiprince@hotmail.com if you wanna chat :D 

> 

> Cheers, 

> Rikki 

> 

> 


-—-MESSAGE FILE 9656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08384 


—-MESSAGE FILE 9657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008385 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Mon, 22 Jul 2002 22:18:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <3D3C76B3.6040607@shand.org.uk> 

References: <ah7o0o7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6é@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6S$pi23@www.netyaroze-europe.com> <ahfhm 
1$pi25@www.netyaroze-europe.com> <ahhe3eS$pi27@www.netyaroze-europe.com> <3D3C5522.10 
20806@talk21.com> 

NNTP-Posting-Host: 195.137.38.37 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
X-Accept—-Language: en, en-us 


mardigrasbloke@hotmail.com 


Bob 


James Burns wrote: 


> 

> The scee monkey can be found on ICQ at 7287945 (authorisation required, 
> so mention yaroze & its the only one I can use at work ;) 
> and jburns76@hotmail.com 

> 

> Later 

> James @ SCEE 

> 

> 

> Rikki Prince wrote: 

> 


>> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 
>> news:ahfhm1lSpi25@www.netyaroze-europe.com... 

>> 
>>> Anyone else here have MSN? newsgroups are all fine and good, but IM 
>> 

>> 

>> can do 

>> 

>>> wonders (and my AIM is dead..) 

>> 
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>> 

>> 

>> Yup, had it since everyone I know started getting it, and I had to get 
>> it to keep in touch. That and it doesn't take half an hour to load 

>> like ICQ does... 

>> 

>> Contact me at rikkiprince@hotmail.com if you wanna chat :D 

>> 

>> Cheers, 

>> Rikki 


—-MESSAGE FILE 9657 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08385 


—-MESSAGE FILE 9658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008386 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Tue, 23 Jul 2002 01:24:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ahi7ueSpi29@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 

<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6S$pi23@www.netyaroze-europe.com> <ahfhm 
1Spi25@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-164-31.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


You'll never guess what my msn account is 


quietbloke@hotmail.com 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 
news: ahfhm1$pi25@www.netyaroze-europe.com... 

> Anyone else here have MSN? newsgroups are all fine and good, but IM can do 
> wonders (and my AIM is dead..) 

> 


> 


—-MESSAGE FILE 9658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08386 


—-MESSAGE FILE 9659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008387 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: dither 

Date: 25 Jul 2002 15:24:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c233ee$452e72205$4376933e@pal—s—omnibook> 
NNTP-Posting-Host: nas-cbv-11-62-147-118-67.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Could anybody explain me what 'dither' means? There is a parameter about 

this in the graphics initialisation function, and it's also mentionned in 
the PS2 docs (as a "dither matrix"), and I have almost no clue about what 
this is. It may not be very important but I'd be interested in 
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understanding... 
pal 


—-MESSAGE FILE 9659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08387 


—-MESSAGE FILE 9660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008388 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dither 

Date: Thu, 25 Jul 2002 17:20:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ahp8o0p$5081@www.netyaroze-europe. com> 
References: <01c233ee$452e7220$4376933e@pal-—s-—omnibook> 
NNTP-Posting-Host: modem-1230.panther.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Could anybody explain me what 'dither' means? There is a parameter about 
this in the graphics initialisation function, and it's also mentionned in 
the PS2 docs (as a "dither matrix"), and I have almost no clue about what 
this is. It may not be very important but I'd be interested in 
understanding... 


V V V V V 


It's when the graphics processor pauses for no apparent reason 

before rendering some graphics. The "dither matrix" is an indication 

of what it's doing instead of drawing (humming to itself, shuffling papers 
and making a nice cup of tea are the usual values). 


Martin. 


--MESSAGE FILE 9660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08388 


-—-MESSAGE FILE 9661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008389 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dither 

Date: Thu, 25 Jul 2002 17:30:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ahp9a5$5082@www.netyaroze-europe. com> 

References: <01c233ee$452e7220$4376933e@pal-—s-—omnibook> <ahp8o0p$5081@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: modem-1230.panther.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I appear to have forgotten to put a sensible answer as well... 


"dithering" is usually using patterns of colours to "fake" other 
colours not available in the graphics mode. For example look 

at how greys are produced in black and white printing. The 
dither matrix is usually a representation of how two available 
colours are "mixed" (i.e. which pixels are which colour ina 
region) to produce another colour. If you're only interested in 
using available colours you probably don't need to worry about 
it. 
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That's not to say that the PS2 might have a completely different 
view of what these terms mean, of course... :) 


Martin. 


—-MESSAGE FILE 9661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08389 


—-MESSAGE FILE 9662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008390 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dither 

Date: 25 Jul 2002 21:13:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c234le$fbcbdce0$02a2933e@pal—s—omnibook> 

References: <01c233ee$452e7220$4376933e@pal-—s-—omnibook> <ahp8o0p$5081@www.netyaroze-e 
urope.com> <ahp9a5$5082@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-cbv-9-62-147-162-2.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks for this explanation Martin, I think I've understood now (although I 
was a bit worried by your first answer ;) ). Just one more specific 
mistery, what is the effect of setting the "dither" flag when initialising 
the graphics mode on the Yaroze? 


—-MESSAGE FILE 9662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08390 


-—-MESSAGE FILE 9663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008391 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dither 

Date: Thu, 25 Jul 2002 22:50:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ahps2iS5o083@www.netyaroze-europe. com> 

References: <01c233ee$452e7220$4376933e@pal-—s-omnibook> <ahp8o0p$5081@www.netyaroze-e 
urope.com> <ahp9a5$5082@www.netyaroze-europe.com> <01c2341leSfbcbdce0$02a2933e@pal-s-— 
omnibook> 

NNTP-Posting-Host: modem-474.monkey.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> Thanks for this explanation Martin, I think I've understood now (although I 
> was a bit worried by your first answer ;) ). Just one more specific 

> mistery, what is the effect of setting the "dither" flag when initialising 
> the graphics mode on the Yaroze? 

Dunno. 


I'd try it and see what happens :) 

To hazard a guess - it's likely to mean that interpolated colours (i.e. with 
Gouraud shading) are dithered rather than just using "nearest" available 
values. This prevents "stepping" effects across polygons. 


Martin. 


—-MESSAGE FILE 9663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08391 
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—-MESSAGE FILE 9664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008392 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: dither 

Date: Fri, 26 Jul 2002 18:43:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 570 

Message-ID: <ahs22d$5084@www.netyaroze-europe. com> 

References: <01c233ee$452e7220$4376933e@pal-—s-—omnibook> <ahp80p$5081@www.netyaroze-e 
urope.com> <ahp9a5$5082@www.netyaroze-europe.com> <01c2341leSfbcbdce0$02a2933e@pal-s-— 
omnibook> 

NNTP-Posting-Host: du-031-0010.claranet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


The dither flag will show up when you start drawing shaded polygons. Early 
PlayStations didn't actually have the abilitiy to do that but the later GPU 
did. It basically reduces the amount of 'banding' you get on shaded 
polygons. Have a look at the bmp attached in a paint program and zoom in on 
ita bit: 2) 


-Ben 
"pal" <palpalpalpal@hotmail.com> wrote in message 


news:01c2341eS$fbcbdce0$02a2933e@pal-—s-omnibook... 
> Thanks for this explanation Martin, I think I've understood now (although 


was a bit worried by your first answer ;) ). Just one more specific 
mistery, what is the effect of setting the "dither" flag when initialising 
the graphics mode on the Yaroze? 


VVVVH 


—-MESSAGE FILE 9664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08392 


-—-MESSAGE FILE 9665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008393 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: game freezes 

Date: Sat, 27 Jul 2002 00:39:19 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 129 

Message-ID: <aht8anS5o85@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC89F813.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hello comrades, 


for some unknown reason, when i try to put one of the following lines of 
code, my game completely freezes. 


this line: if (padd&PADLdown) printf ("hi\n"); 

caused siocons to start lising all of the yaroze devices (memory card, 
controllers, etc.) and said that they were not valid devices, or something 
like that. another time, it simply gave me a black screen. 

this line: if (padd&PADLdown) arrow.xtt+; 

which is supposed to move a sprite, gave me a black screen and hung the 


game. 
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now, i tried moving these lines of code in different places during my main 
loop. the line of code which prints "hi" runs fine, but only at the 


beginning of the program. however, the line which moves the sprite hangs 
the program no matter where it is in the code. i haven't a single clue as 
to what's going on. below is the code for my main( ) function. you'll see 
the two problematic lines of code commented out towards the bottom. 


--omar metwally 


/****k MAIN FUNCTION ****/ 
int main ( 


{ 


int x; 


void ) 


InitGraphics(); 
InitCoordinates () չ 


CreateDynamicTMD () ; 


CreateTMD( &obj.obj, &o0bj.coord, tmd_addr ); 
CreateTMD( &car.obj, &car.coord, CAR_DATA ); 
CreateTMD( &point.obj, &point.coord, POINT_DATA ); 
CreateTMD( &test.obj, &test.coord, TEST_DATA ); 
CreateTMD( &car2.obj, &car2.coord, CAR2_DATA ); 


InitTex (SANDTEX_DATA) ; 

InitObject2D( (u_long*)MAIN_L_ DATA, &main_l, (1<<24), -170, -125, 160, 240, 
0, O ); 

InitObject2D( (u_long*)MAIN_R_DATA, &main_r, (1<<24), -10, -125, 160, 240, 
0, O ); 

InitObject2D( (u_long*)ARROW_DATA, é&arrow, (1<<24), -160, -9, 16, 15, 0, 
0); 

InitObject2D( (u_long*)NEXT_DATA, &next_l, (1<<24), -160, 40, 70, 60, 0, 
60 ); 

InitObject2D( (u_long*)NEXT_DATA, &next_r, (1<<24), 80, 40, 70, 60, 0, 0 ); 
InitObject2D( (ս 1օոց") TEXT_DATA, &egypt, (0<<24), -76, -25, 76, 16, 0, 
7 )չ 

InitObject2D( (u_long*)TEXT_DATA, &italia, (0<<24), -76, 0, 88, 16, 0, 
29 ); 

InitObject2D( (u_long*)TEXT_DATA, &pause, (0<<24), -76, 0, 88, 16, 0, 51 ); 
InitObject2D( (u_long*)TEXT_DATA, &pl_wins, (0<<24), -76, 0, 112, 16, 0, 
3-2 

InitObject2D( (ս 1օոց") TEXT_DATA, &cpu_wins, (0<<24), -76, 0, 127, 16, 0, 
96 ); 

InitObject2D( (u_long*)TEXT_DATA, &three, (0<<24), -100, 130, 36, 16, 0, 
121 ); 

InitObject2D( (ս 1օոց") TEXT_DATA, &two, (0<<24), -100, 130, 36, 16, 42, 
121 ); 

InitObject2D( (u_long*) TEXT_DATA, &one, (0<<24), -100, 130, 36, 16, 85, 
121 ); 

InitObject2D( (ս 1օոց") TEXT_DATA, &go, (0<<24), -100, 130, 36, 16, 126, 
121 ); 

InitView(); 

InitLights(); 

InitGrid(); 

InitCar( &car_obj[0], 100, 1, 1, 0, (1<<12)/10 ); 

InitCar( &car_obj[1], 100, 1, 1, 0, (1<<12)/10 ); 

obj.obj.attribute |= GsDIV4; //4<<9 

// main while loop 

while((! (padd&PADselect)) || (! (padd&PADstart)) ) 

{ 

padd= (~ (* (bb0+3) | * (bb0+2) << 8)); //read pad 1 

padd2=(~(*(bb1+3) | *(bb1+2) << 8)); //read pad 2 


DebugMenu () ; 
PrintText (); 
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if (game_mode==0) MenuSystem() ; 
if (debugmode==0) MovePointer ()j; 
ChooseCar (); 


if( (debugmode==2) && (game_mode==6) ) { 

CarMotion( &car_obj[0], &car.coord, &car.vector ); 
//CarMotion( &car_obj[1], &car2.coord, &car2.vector ); 
TestBoundary( &car.coord ); 

//TestBoundary( &car2.coord ); 
LimitBoundary( 1, &car.coord, &car_obj[0l, 
//LimitBoundary( 1, &car2.coord, &car_obj[1 
} 


&status, &reset ); 
1, &status2, &reset2 ); 


FindCoordinates(); 


//draw fog 

#ifdef FOG 
GsSetFogParam (&fog) ; 
#endif 


//if (padd&PADLdown) printf("hiNn"); 
//if (padd&PADLdown) arrow.x++; 


//rotate matrices using UpdateCoordinates() 
UpdateCoordinates( &obj.vector, &obj.coord ); 
UpdateCoordinates( &car.vector, &car.coord ); 
UpdateCoordinates( &car2.vector, &car2.coord ); 
UpdateCoordinates( &point.vector, &point.coord ); 
UpdateCoordinates( &test.vector, &test.coord ); 


DrawScreen (); 
} //end while loop 


DeInit (); 
return (0); 


}// end main 


—-MESSAGE FILE 9665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08393 


—-MESSAGE FILE 9666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008394 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game freezes 

Date: 27 Jul 2002 08:35:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01c23547$590a69c0$e5a2933e@pal-—s-—omnibook> 
References: <aht8an$5o85@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-—cbv-9-62-147-162-229.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Sounds like a memory trashing problem... Have you checked that your code 
doesn't overlap with anything? Is bb0O/bb1 properly initialized (I didnt 
find a controller init function in your main -- but I guess it is if the 
code works reacts properly to pad input without those faulty 2 lines) ? 


I'd suggest you try cutting all code except the faulty lines and reinsert 
it by small pieces until the crash comes back, as it looks like the problem 
is due to some unwanted side effect... 


Just one note: 

in the main while loop, padd is used before its first initialisation, which 
might produce random bugs. You can easily fix this by changing the while 
into a do-while. 
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—-MESSAGE FILE 9666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08394 


—-MESSAGE FILE 9667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008395 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game freezes 

Date: 27 Jul 2002 08:35:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01c235475$590a69c0$e5a2933e@pal-—s-—omnibook> 
References: <aht8anS$5o85@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-—cbv-9-62-147-162-229.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Sounds like a memory trashing problem... Have you checked that your code 
doesn't overlap with anything? Is bb0O/bb1 properly initialized (I didnt 
find a controller init function in your main -- but I guess it is if the 
code works reacts properly to pad input without those faulty 2 lines) ? 


I'd suggest you try cutting all code except the faulty lines and reinsert 
it by small pieces until the crash comes back, as it looks like the problem 
is due to some unwanted side effect... 


Just one note: 
in the main while loop, padd is used before its first initialisation, which 
might produce random bugs. You can easily fix this by changing the while 

into a do-while. 


—-MESSAGE FILE 9667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08395 


-—-MESSAGE FILE 9668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008396 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game freezes 

Date: Sat, 27 Jul 2002 12:18:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 142 

Message-ID: <ahtvstS$5o86@www.netyaroze-europe. com> 
References: <aht8anS$5o085@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-035-0046.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Have you got a call to GetPadBuff anywhere? 
-Ben 
"Omar" <OMetwally7@aol.com> wrote in message 


news:aht8an$5085@www.netyaroze-europe.com... 
> hello comrades, 


> 

> for some unknown reason, when i try to put one of the following lines of 
> code, my game completely freezes. 

> 

> this line: if (padd&PADLdown) printf("hi\n"); 

> caused siocons to start lising all of the yaroze devices (memory card, 

> controllers, etc.) and said that they were not valid devices, or something 
> like that. another time, it simply gave me a black screen. 

> 

> this line: if (padd&PADLdown) arrow.xtt; 

> which is supposed to move a sprite, gave me a black screen and hung the 
> 


game. 
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now, i tried moving these lines of code in different places during my main 
loop. the line of code which prints "hi" runs fine, but only at the 
beginning of the program. however, the line which moves the sprite hangs 


the program no matter where it is in the code. i haven't a single clue as 
to what's going on. below is the code for my main( ) function. you'll 
ee 


the two problematic lines of code commented out towards the bottom. 


——omar metwally 


/**** MAIN FUNCTION ****/ 


int main( void ) 
{ 


int x; 


InitGraphics(); 
InitCoordinates () չ 


CreateDynamicTMD () ; 
CreateTMD( &obj.obj, &o0bj.coord, tmd_addr ); 


CreateTMD( &car.obj, &car.coord, CAR_DATA ); 
CreateTMD( &point.obj, &point.coord, POINT_DATA ); 
CreateTMD( &test.obj, &test.coord, TEST_DATA ); 
CreateTMD( &car2.obj, &car2.coord, CAR2_DATA ); 


InitTex (SANDTEX_DATA) ; 


InitObject2D( (u_long*)MAIN_L_DATA, &main_l, (1<<24), -170, -125, 160, 


40, 

OL. 0522) 

TInitObject2D( (u_long*)MAIN_R_DATA, &main_r, (1<<24), -10, -125, 160, 

K 0); 

InitObject2D( (u_long*)ARROW_DATA, &arrow, (1<<24), -160, -9, 16, 15, 0, 
Ա E (u_long*)NEXT_DATA, &next_l, (1<<24), -160, 40, 70, 60, 0, 
Te ayayay (u_long*)NEXT_DATA, &next_r, (1<<24), 80, 40, 70, 60, 0, 
գրեա (u_long*) TEXT_DATA, &egypt, (0<<24), -76, -25, 76, 16, 0, 
O ԱՆ (u_long*) TEXT_DATA, &italia, (0<<24), -76, 0, 88, 16, 0, 
| Qan (u_long*)TEXT_DATA, &pause, (0<<24), -76, 0, 88, 16, 0, 

; eI (u_long*)TEXT_DATA, &pl_wins, (0<<24), -76, 0, 112, 16, 0, 
pee (u_long*) TEXT_DATA, &cpu_wins, (0<<24), -76, 0, 127, 16, 0, 
ee Sue (u_long*) TEXT_DATA, &three, (0<<24), -100, 130, 36, 16, 0, 
ԱԱ աղեն ավ (u_long*)TEXT_DATA, &two, (0<<24), -100, 130, 36, 16, 42, 
naa busca ost (u_long*) TEXT_DATA, &one, (0<<24), -100, 130, 36, 16, 85, 
“mnitobject201 (u_long*)TEXT_DATA, &go, (0<<24), -100, 130, 36, 16, 126, 
121 ); 


InitView(); 

InitLights (); 

InitGrid(); 

InitCar( &car_obj[0], 100, 1, 1, 0, (1<<12)/10 ); 
InitCar( &car_obj[1], 100, 1, 1, 0, (1<<12)/10 ); 


obj.obj.attribute |= GsDIV4; //4<<9 


// main while loop 
while((! (padd&PADselect)) || (! (padd&PADstart)) ) 


VVVVVVVVVVVVVV VV VV VV VV VV OV VV VV OVV VV VV EVV NV VV VV VV VV VV VV VV VV VV VV VV VV DV VV VV V 


6345 
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{ 
padd= (~ (* (bb0+3) | *(bb0+2) << 8)); //read pad 1 
padd2= (~ (* (bb1+3) | *(bb1+2) ՀՀ 8)); //read pad 2 


DebugMenu () ; 
PrintText (); 
if (game_mode==0) MenuSystem() ; 


if (debugmode==0) MovePointer()j; 
ChooseCar (); 


if( (debugmode==2) && (game_mode==6) ) ( 

CarMotion( &car_obj[0], &car.coord, &car.vector ); 
//CarMotion( &car_obj[1], &car2.coord, &car2.vector ); 
TestBoundary( &car.coord ); 

//TestBoundary( &car2.coord ); 
LimitBoundary( 1, &car.coord, &car_obj[0l, 
//LimitBoundary( 1, &car2.coord, &car_obj[1 
} 


&status, &reset ); 
1, &status2, &reset2 ); 


FindCoordinates(); 


//draw fog 

#ifdef FOG 
GsSetFogParam (&fog) ; 
#endif 


//if (padd&PADLdown) printf("hiNn"); 
//if (padd&PADLdown) arrow.xt++; 


//rotate matrices using UpdateCoordinates () 
UpdateCoordinates( &o0bj.vector, &o0bj.coord ); 
UpdateCoordinates( &car.vector, &car.coord ); 
UpdateCoordinates( &car2.vector, &car2.coord ); 
UpdateCoordinates( &point.vector, &point.coord ); 
UpdateCoordinates( &test.vector, &test.coord ); 


DrawScreen (); 
} //end while loop 


DeInit (); 
return (0); 


}// end main 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08396 


—-MESSAGE FILE 9669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008397 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game freezes 

Date: Sat, 27 Jul 2002 12:47:19 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ahuivg$5087@www.netyaroze-europe. com> 
References: <aht8anS$5o085@www.netyaroze-europe. com> 
NNTP-Posting-Host: ACADOFCC.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


in InitGraphics( ), there is a call to GetPadBuff: 
GetPadBuf (&bb0, &bb1) ; 


Net Yaroze newsgroups message dump.txt Page 6347 


so i guess that means bb0 and ԵԵԼ are properly initialized, unless there was 
something else i had to do to initialize the pads. i did change the loop 
into a do-while. now, the printf statement works, but the sprite-moving 
statement still causes a freeze. i also think its a memory issue because 
the game does not even start to run when i DL it to the yaroze. usually, i 
see 2 ResetGraph messages in the DOS prompt, but when the game comes to DL, 
it just prints out one message. 


in the makefile, what should i be looking for to see if there is a memory 
overlap? 


—-omar 


—-MESSAGE FILE 9669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08397 


-—-MESSAGE FILE 9670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008398 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: game freezes 

Date: Sat, 27 Jul 2002 12:49:39 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <ahuj3s$5o088@www.netyaroze-europe. com> 

References: <aht8anS$5o85@www.netyaroze-europe.com> <ahuivg$5087@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: ACADOFCC.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> in the makefile, what should i be looking for to see if there is a memory 
> overlap? 


i mean mapfile... 


-—-MESSAGE FILE 9670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08398 


—-MESSAGE FILE 9671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008399 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: problem solved 

Date: Sun, 28 Jul 2002 16:11:26 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ailja5$5089@www.netyaroze-europe. com> 
References: <aht8an$5o85@www.netyaroze-europe. com> 
NNTP-Posting-Host: AC9C6D50.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hello guys, 


i tried dowloading my code to a different memory address, and all seems to 
be going well now. thanks for the help. 


:-) 


—--omar 
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08 


00 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 


MESSAGE FILE 9671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
399 


MESSAGE FILE 9672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
08400 

th: chuka.playstation.co.uk!news 

om: "Ben James" <meep42@clara.co.uk> 

wsgroups: scee.yaroze.freetalk.english 

bject: TIM plugin 

te: Thu, 1 Aug 2002 20:30:53 +0100 

ganization: PlayStation Net Yaroze (SCEE) 

nes: 9 

ssage-ID: <aic213$ntll@www.netyaroze-europe. com> 


NNTP-Posting-Host: du-031-0196.claranet.co.uk 


X- 
x- 
X- 
x- 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 6.00.2600.0000 
MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I've been getting some rather disappointing results with the TIM plugin 
using PSP 7. It used to work fine with version 5 but now the images just 
load/save as black. Has anyone else had this or know if it can be sorted 
out? 

Thanks 

-Ben 


08 


00 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 
Re 


MESSAGE FILE 9672 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
400 


MESSAGE FILE 9673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
08401 

th: chuka.playstation.co.uk!news 

om: "Derek da Silva" <dasi@blueyonder.co.uk> 

wsgroups: scee.yaroze.freetalk.english 

bject: Re: TIM plugin 

te: Fri, 2 Aug 2002 15:26:33 +0100 

ganization: PlayStation Net Yaroze (SCEE) 

nes: 1533 
ssage-ID: <aie5ch$nt12@www.netyaroze-europe. com> 
ferences: <aic213Sntll@www.netyaroze-europe. com> 


NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 


X- 
x- 
X- 
x- 


Hi 


I 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 6.00.2600.0000 
MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ben 


have no idea what the problem could be, or how to fix it. But what I do 


have is a more recent version of the plug-in (version 4.0E) than the one on 
the SCEE site (version 1.2E). Please see the attached zip. 
Derek 


"Ben James" <meep42@clara.co.uk> wrote in message 


ne 
> 


VVVVVVVV 


ws:aic213Sntll@www.netyaroze-europe.com... 

I've been getting some rather disappointing results with the TIM plugin 
using PSP 7. It used to work fine with version 5 but now the images just 
load/save as black. Has anyone else had this or know if it can be sorted 
out? 


Thanks 
-ՔԲո 


MESSAGE FILE 9673 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08401 


—-MESSAGE FILE 9674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008402 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TIM plugin 

Date: Fri, 2 Aug 2002 16:41:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <aie9peSnt13@www.netyaroze-europe. com> 

References: <aic213$ntll@www.netyaroze-europe.com> <aie5chS$nt12@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi 


I've just both tried 4.0E and 1.2E in Paint Shop Pro 7.04 and get the same 
problem: tims load as black. Saving causes PSP to report that "the plug-in 
has caused a general protection fault" (the tim settings dialogue box is not 
displayed). 


Messing about with PSP's plug-in settings didn't help. I also tried 4.0E in 
PSP 6, and though the tims load correctly, saving causes the same error as 
above. 


Sorry, I'm out of ideas. 
Derek : ( 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aieSchSnt1l2@www.netyaroze-europe.com... 

> Hi Ben 

> 

> I have no idea what the problem could be, or how to fix it. But what I do 
> have is a more recent version of the plug-in (version 4.0E) than the one 
on 


> the SCEE site (version 1.2E). Please see the attached zip. 

> 

> Derek 

> 

> "Ben James" <meep42@clara.co.uk> wrote in message 

> news:aic213Snt1l@www.netyaroze-europe.com... 

> > I've been getting some rather disappointing results with the TIM plugin 
> > using PSP 7. It used to work fine with version 5 but now the images just 
> > load/save as black. Has anyone else had this or know if it can be sorted 
> > out? 

>> 

> > Thanks 

> > -Ben 

>> 

>> 

> 

> 

> 


—-MESSAGE FILE 9674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08402 


—-MESSAGE FILE 9675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008403 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TIM plugin 
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Date: Fri, 2 Aug 2002 18:29:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 
Message-ID: <aiefulSnt14@www.netyaroze-europe. com> 

References: <aic213$ntll@www.netyaroze-europe.com> <aie5chS$nt12@www.netyaroze-europe 
.com> <aie9peSnt13@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-35-18-74.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


It works fine in photoshop, and i have the annerversary version of PSP7 
(official, not demo) and get the black image problem there too, although its 
the correct size and has the proper colour pallete.. guess we have to wait 
for PSP8 or an upgrade patch.. 


—-MESSAGE FILE 9675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08403 


—-MESSAGE FILE 9676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008404 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Fri, 2 Aug 2002 19:32:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <aiejpiSnt15@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
օո» <ah953kS$jccl6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe. com> 
<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6Spi23@www.netyaroze-europe.com> <ahfhm 
1Spi25@www.netyaroze-europe.com> <ahhe3eSpi27@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Try Trillian http://www.ceruleanstudios.com/ It's small and quick, and 
supports ICQ, AIM, MSN, IRC, etc., all in one. 


Derek ICQ# 166180593 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: ahhe3eSpi27@www.netyaroze-europe.com... 
> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 


> news:ahfhm1lSpi25@www.netyaroze-europe.com... 

> > Anyone else here have MSN? newsgroups are all fine and good, but IM 
> can do 

> > wonders (and my AIM is dead...) 

> 

> Yup, had it since everyone I know started getting it, and I had to get 
> it to keep in touch. That and it doesn't take half an hour to load 

> like ICQ does... 

> 

> Contact me at rikkiprince@hotmail.com if you wanna chat :D 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08404 
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-—-MESSAGE FILE 9677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008405 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Fri, 2 Aug 2002 19:45:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <aiekcdSnt1l6@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 

<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6S$pi23@www.netyaroze-europe.com> <ahfhm 
1Spi25@www.netyaroze-europe.com> <ahhe3eSpi27@www.netyaroze-europe.com> <aiejpiSnt15 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-18-74.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Trillian used up more resorces so i got rid of it.. less than running 3 
things, but more than running 1.. and i only keep MSN going. 


—-MESSAGE FILE 9677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08405 


-—-MESSAGE FILE 9678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008406 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Fri, 2 Aug 2002 20:01:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aielghSnt17@www.netyaroze-europe. com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43Sjccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953k$jccl6@www.netyaroze-europe.com> <ah966kS$jccl18@www.netyaroze-europe. com> 

<ahe37pSpil5@www.netyaroze-europe.com> <ahffkéSpi23@www.netyaroze-europe.com> <ahfhm 
1S$pi25@www.netyaroze-europe.com> <ahhe3eSpi27@www.netyaroze-europe.com> <aiejpiSnt15 
@www.netyaroze-europe.com> <aiekcdSnt16@www.netyaroze-europe.com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Here's a handy instant messanger comparison: 
http://reviews.zdnet.co.uk/review/41/1/602.html1 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 

news: aiekcdSnt1l6@www.netyaroze-europe.com... 

> Trillian used up more resorces so i got rid of it.. less than running 3 
> things, but more than running 1.. and i only keep MSN going. 
> 
> 


—-MESSAGE FILE 9678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08406 


—-MESSAGE FILE 9679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008407 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: .. 

Date: Fri, 2 Aug 2002 21:15:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <aiepk8$Snt18@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-031-0076.claranet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


OK that's what I thought, thanks guys. I'll stick with version 5 for the 
time being. 


-ՔԲո 


From: "Chris Wallace" <chrisw666@btinternet.com> 
Subject: Re: TIM plugin 
Date: 02 August 2002 18:29 


It works fine in photoshop, and i have the annerversary version of PSP7 
(official, not demo) and get the black image problem there too, although its 
the correct size and has the proper colour pallete.. guess we have to wait 
for PSP8 or an upgrade patch.. 


—-MESSAGE FILE 9679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08407 


—-MESSAGE FILE 9680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008408 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: just wondering.. 

Date: Sun, 4 Aug 2002 01:28:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <aiiv9jSbc31@www.netyaroze-europe.com> 

References: <ah7oo7$jccll@www.netyaroze-europe.com> <ah8mg2$jccl2@www.netyaroze-euro 
pe.com> <ah8n43S$jccl3@www.netyaroze-europe.com> <ah8u80Sjccl4@www.netyaroze-europe.c 
om> <ah953kS$jccl6@www.netyaroze-europe.com> <ah966kS$jccl8@www.netyaroze-europe.com> 

<ahe37pS$pil5@www.netyaroze-europe.com> <ahffk6Spi23@www.netyaroze-europe.com> <ahfhm 
1Spi25@www.netyaroze-europe.com> <ahhe3eSpi27@www.netyaroze-europe.com> <aiejpiSnt15 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aiejpiSntl5@www.netyaroze-europe.com... 

Try Trillian http://www.ceruleanstudios.com/ It's small and quick, 
í Tone ICQ, AIM, MSN, IRC, etc., all in one. 

Վ Derek ICQ# 166180593 


I tried it a few times when MSN died on me, but I didn't really like 
it. Firstly I hate programs that pretend not to be Windows programs 
and attempt to be space age mega programs, and secondly I didn't fancy 
trying to make sure Trillian got all the contacts being added to it 
automatically (not that I'm saying I have lots of friends, I just 
accumulate masses of useless contacts that I never speak to, and never 
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get round to tidying...) 


Cheers, 
Rikki 


—-MESSAGE FILE 9680 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08408 


—-MESSAGE FILE 9681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008409 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: test 

Date: Sat, 10 Aug 2002 10:28:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <aj5bek$k141@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1057.charizard.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


—-MESSAGE FILE 9681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08409 


—-MESSAGE FILE 9682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008410 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test 

Date: Sun, 11 Aug 2002 21:14:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <3D56C5BA.2050302@100Tinsoldiers.com> 

References: <aj5bek$k141@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-628.beedrill.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
X-Accept—-Language: en-us, en 


did it work? 


—-MESSAGE FILE 9682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08410 


—-MESSAGE FILE 9683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008411 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Mon, 12 Aug 2002 19:03:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <aj8tnuS$k142@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5dSnos2@www.netyaroze-europ 
e.com> <ad45jrSnos4@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem—934.aerodactyl.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
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X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I think the problem is that most of us have prior obligations. I myself, 
have a Uni course to finish, otherwise I would be jumping all over this. 


Max 
"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 


news:ad45jrSnos4@www.netyaroze-europe.com... 
> I cant believe no one is interested in this! If i was much further along 


> with the yaroze than what i am, and if i was in the UK :) i'd be jumping 
at 
> a job like this, c'mon guys dont miss your chance! 


"Marc Lambert" <marc@darkhex.com> wrote in message 

news: ad3g5dSnos2@www.netyaroze-europe.com... 

> No one interested then? It's a shame, because this is a great chance to 
get 

> into the industry - starting off with a system that people here know... 
> 


Marc. 


VVVVVVVVVVVVV VV 
VVVVYV 


—-MESSAGE FILE 9683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08411 


—-MESSAGE FILE 9684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008412 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Mon, 12 Aug 2002 23:48:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 
Message-ID: <aj9ecs$k143@www.netyaroze-europe.com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5d$nos2@www.netyaroze-europ 
e.com> <ad45jrSnos4@www.netyaroze-europe.com> <aj8tnuSk142@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-84-238.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


This post seems to have re-emerged. Unfortunately, Ignition are no longer 
seeking PS1 programmers. 


To answer Andrew (BIW mail me, since the last 3 mails I've sent to you have 
had no response), it depends on the individual priorites. 


If a company is offering the type of work you are after (within this 
industry), then it may be worth going for. At the end of the day, it's hard 
enough to get into this industry, let alone doing something you WANT to 
Ow. š 


Marc. 


"Andrew Murray" <sckoobs@which.net> wrote in message 
news:aj8tnuSk142@www.netyaroze-europe.com... 

> I think the problem is that most of us have prior obligations. I myself, 
> have a Uni course to finish, otherwise I would be jumping all over this. 
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Max 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:ad45jrSnos4@www.netyaroze-europe.com... 

> I cant believe no one is interested in this! If i was much further along 
> with the yaroze than what i am, and if i was in the UK :) i'd be jumping 
at 

> a job like this, c'mon guys dont miss your chance! 


> 
> 
> "Marc Lambert" <marc@darkhex.com> wrote in message 
> news:ad3g5dSnos2@www.netyaroze-europe.com... 

> > No one interested then? It's a shame, because this is a great chance 
get 

> into the industry - starting off with a system that people here 


5 


VV VV V V° 


Marc. 


— VEN YEN cee Na ae ԳԱՐՆԱ ՆՆԵ gt te 
VVVVVVVVOVYV 


-—-MESSAGE FILE 9684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08412 


—-MESSAGE FILE 9685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008413 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: test 

Date: Sun, 11 Aug 2002 18:37:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <aj9efj$k144@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-166.pipeline.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


test 


—-MESSAGE FILE 9685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08413 


-—-MESSAGE FILE 9686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008414 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test 

Date: Tue, 13 Aug 2002 00:12:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3D5840C9.9010000@100Tinsoldiers.com> 

References: <aj9efj$k144@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-185.awesome.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
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X-Accept—-Language: en-us, en 


gazw wrote: 
> test 

> 

> 


well i can see it so I'd say it worked. 
Nigel 


—-MESSAGE FILE 9686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08414 


—-MESSAGE FILE 9687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008415 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 3D 

Date: Tue, 13 Aug 2002 16:43:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3D59290A.2070409@100Tinsoldiers.com> 

NNTP-Posting-Host: modem-597.ballistic.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
X-Accept—-Language: en-us, en 


Short subject big topic :) 


I've just started writing a 3D game on the PC in Blitz Basic and thought 
what a stupid idea when I've got to 3D consoles sitting around waiting 
for me to write such a project on them. 


So before I start I need some advice about what I'm letting myself in 
for, obviously like to start on the Yaroze having only done 2D projects 

on it before but obviously the PS2 offers loads of extra features I'd 
like to take advantage of. 


if you want to see what I've done so far on the PC version I've uploaded 
these screenshots http://www.netyaroze-europe.com/~ncritten/ in the 
special area, as the Yaroze or PS2 version progresses I'll upload them 
as well. 


I've not really taken part in the PS2 linux forums yet as I need to test 
the water and this newsgroup is full of friendly helpful people :) 


I've just downloaded all of the 3D examples from the NetYaroze members 
website so expect loads of questions :) 


1. I know SIN/COS is slow on the Yaroze what about SQR and things are 
they slow, I'm using SOR and ATAN2 alot in the control code, I know I 
should just write a quick demo and see how slow, call me lazy :) 


thats it for now I'll be better of stabbing away at the examples to see 
what I need to do for now I'm sure there will be a load of questions 
later :) 


Thanks 
Nigel 


—-MESSAGE FILE 9687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08415 


—-MESSAGE FILE 9688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008416 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: test 

Date: Mon, 12 Aug 2002 20:39:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <ajbnulSro23@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1139.gacked.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


—-MESSAGE FILE 9688 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08416 


-—-MESSAGE FILE 9689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008417 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: test 
Date: 14 Aug 2002 10:07:15 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 
Message-ID: <01c24379$2b1 fbfc0$c178933e@pal—s—omnibook> 
References: <ajbnulSro23@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-11-62-147-120-193.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


At least that's some newsgroup activity :) 


—-MESSAGE FILE 9689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08417 


—-MESSAGE FILE 9690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008418 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test 

Date: Wed, 14 Aug 2002 15:54:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3D5A6F22.5090102@100Tinsoldiers.com> 

References: <ajbnulSro23@www.netyaroze-europe.com> <01c24379S2b1fbfc0$c178933e@pal-s 
-omnibook> 

NNTP-Posting-Host: modem-237.abra.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 

X-Accept—-Language: en-us, en 


pal wrote: 
> At least that's some newsgroup activity :) 
> 


its a testing time for all of ստ ;) 

Nigel 

—-MESSAGE FILE 9690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08418 


—-MESSAGE FILE 9691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008419 
Path: chuka.playstation.co.uk!news 
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From: "gazw" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: test 

Date: Wed, 14 Aug 2002 20:50:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <ajhlicjSro24@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-737.ditto.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


—-MESSAGE FILE 9691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08419 


—-MESSAGE FILE 9692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008420 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sorry guys ! 

Date: Thu, 15 Aug 2002 00:17:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ajhdg2Sro25@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-351.tailslide.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


To all who could see my posts , unfortunately I couldn't ....eventually re 
set the account in OE , re downloaded the groups , and hey presto , I’m 
alive ! 


gaz 


-—-MESSAGE FILE 9692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08420 


—-MESSAGE FILE 9693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008421 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Linux... the next Q 

Date: Sun, 18 Aug 2002 13:29:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ajo4bm$41fl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok, i just downloaded, compiled and ran the asteroids demo, which uses 
OpenGL.. 


Now, thats all fine and good, i could edit it to death and learn that.. but 
that would be programming for Linux would it not? 


How do we code for the PS2 itself so we can use the Controller etc? 


--MESSAGE FILE 9693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08421 


—-MESSAGE FILE 9694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008422 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Sun, 18 Aug 2002 13:54:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <ajo5t5$41f2@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5dS$nos2@www.netyaroze-europ 

e.com> <ad45jrSnos4@www.netyaroze-europe.com> <aj8tnuSk142@www.netyaroze-europe. com> 
<aj9ecs$k143@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust58.manc.broadband.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Marc, 


I'm intrigued about this email you sent. I dug out my modem and tried my 
old freeserve account, nothing in there but 3 months of spam :(, I see 
nothing from you on my nltworld account, there's been nothing at work from 
what I remember (possible filtering???), and if you were sending to my old 
uni account, that's long since dead! 


Of course, it could be a completely different Andrew you're trying to get 
hold of, in which case, sorry and d'oh!!! 


My current email address is andrew.partington90@ntlworld.com for anyone 
who's interested. 


Andy 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:aj9ecs$k143@www.netyaroze-europe.com... 

> This post seems to have re-emerged. Unfortunately, Ignition are no longer 
> seeking PS1 programmers. 

> 

> To answer Andrew (BIW mail me, since the last 3 mails I've sent to you 
have 

> had no response), it depends on the individual priorites. 

> 

> If a company is offering the type of work you are after (within this 

> industry), then it may be worth going for. At the end of the day, it's 
hard 


> enough to get into this industry, let alone doing something you WANT to 
> do... 

> 

> 

> Marc. 

> 

> 

> 

> 

> "Andrew Murray" <sckoobs@which.net> wrote in message 

> news:aj8tnuSk142@www.netyaroze-europe.com... 

> > I think the problem is that most of us have prior obligations. I myself, 
> > have a Uni course to finish, otherwise I would be jumping all over this. 
>> 

> > Max 

>> 

> > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> > news:ad45jrSnos4@www.netyaroze-europe.com... 

> > > I cant believe no one is interested in this! If i was much further 
along 

> > > with the yaroze than what i am, and if i was in the UK :) i'd be 
jumping 


>> at 
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> > > a job like this, c'mon guys dont miss your chance! 
>>> 

>>> 

> > > "Marc Lambert" <marc@darkhex.com> wrote in message 
> > > news:ad3g5dSnos2@www.netyaroze-europe.com... 

> > > > No one interested then? It's a shame, because this is a great chance 
> to 

> > > get 

> > > > into the industry - starting off with a system that people here 
> know... 

>>>> 

>>>> 

>> > > Marc. 

Հ» 5» 

>>>> 

>> >> 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 9694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08422 


—-MESSAGE FILE 9695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008423 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #88 

Date: Tue, 20 Aug 2002 21:44:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ajua74S41f3@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi 


INVS appears on this month's disc -- congrats to pal, aka Phillipe 
Andre-Lorne! Also on the disc are Team Fatal's Terra Incognita, and Gerhard 
Rittenhofer's Mah Jong. 


Derek 


—-MESSAGE FILE 9695 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08423 


-—-MESSAGE FILE 9696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008424 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Lost boot disk 

Date: Tue, 20 Aug 2002 22:33:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ajud0v$41f4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-188-85.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Is there anyone out there who would be willing to lend me their NY boot 
disk? Unbelievably I seem to have lost mine... I only found out tonight as I 
tried to set the kit up again for the first time in 2+ years. 


Gutted. 
2 ( 


Nick 


—-MESSAGE FILE 9696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08424 


—-MESSAGE FILE 9697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008425 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lost boot disk 

Date: Tue, 20 Aug 2002 18:28:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <ak0j3a9S41f5@www.netyaroze-europe. com> 
References: <ajud0v$41f4@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-179.tailslide.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Lend ?!?!? 
gaz 
"Nick Ferguson" <web@nickferguson.com> wrote in message 


news:ajud0v$41f4@www.netyaroze-europe.com... 
> Is there anyone out there who would be willing to lend me their NY boot 


> disk? Unbelievably I seem to have lost mine... I only found out tonight as 
1 

> tried to set the kit up again for the first time in 2+ years. 
> 

> Gutted. 

> 

> :( 

> 

> Nick 

> 

> 


—-MESSAGE FILE 9697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08425 


-—-MESSAGE FILE 9698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008426 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lost boot disk 

Date: Wed, 21 Aug 2002 19:07:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3D63D6CA.7040501@100Tinsoldiers.com> 

References: <ajud0vS41f4@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-1052.blotto.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:l.la) Gecko/20020611 
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X-Accept-Language: en-us, en 

Ages ago Sony said they were running out of replacement discs but it 

might be worth an email just to see if they have a set somewhere, is it 


just the boot disc or the PC disc as well? 


I know how you feel I spent ages hunting for mine after a gap of a few 
months, I now put them in a VERY safe place :) 


Nigel 


—-MESSAGE FILE 9698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08426 


—-MESSAGE FILE 9699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008427 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lost boot disk 

Date: Wed, 21 Aug 2002 22:21:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <akl0m5Sang2@www.netyaroze-europe. com> 

References: <ajud0v$41f4@www.netyaroze-europe. com> 

NNTP-Posting-Host: m131-mpl.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1b) Gecko/20020816 
X-Accept—-Language: en, en-us 


Nick, 

Unfortunately we can't replace lost boot discs : ( 

From the News page 

July 2001 - Updated Guarantee Information 

Replacements are no longer available for lost access memory cards and 


boot discs. 


Sorry 
James 


Nick Ferguson wrote: 

Is there anyone out there who would be willing to lend me their NY boot 
disk? Unbelievably I seem to have lost mine... I only found out tonight as I 
tried to set the kit up again for the first time in 2+ years. 

Gutted. 

> ( 


Nick 


VVVVVVVVV VV 


—-MESSAGE FILE 9699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08427 


-—-MESSAGE FILE 9700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008428 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lost boot disk 

Date: Wed, 21 Aug 2002 23:29:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <ak14n6Sang4@www.netyaroze-europe. com> 
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References: <ajud0v$41f4@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.137.38.37 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.1b) Gecko/20020722 
X-Accept—-Language: en, en-us 


Hiya Nick, 


I keep meaning to set my Yaroze up, but never seem to find the time. 
(And I doubt I will for a while) You can borrow my boot disc if you 
like. Let me know post details and I'll send it via the most secure 
post there is ;) 


Bob 


PS - If you do borrow it and loose it, I get your Edge collection, and 
(I assume you have an import GC, your copy of Mario Sunshine) :) 


Nick Ferguson wrote: 

Is there anyone out there who would be willing to lend me their NY boot 
disk? Unbelievably I seem to have lost mine... I only found out tonight as I 
tried to set the kit up again for the first time in 2+ years. 

Gutted. 

: ( 


Nick 


VVVVVVVVV VV 


—-MESSAGE FILE 9700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08428 


—-MESSAGE FILE 9701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008429 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux... the next Q 

Date: Fri, 23 Aug 2002 23:20:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <ak6éclaSang5@www.netyaroze-europe. com> 

References: <ajo4bmS$41f1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-138-247.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


There are some PS2 demo's but I cant for the life of me remember where they 
were. 

I believe they are amongst the PS2 documentation which is on the second CD. 
Spinning 3d cube and a nice particle effect. Should be enough to whet the 
appetite. 

"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:ajo4bm$41fl@www.netyaroze-europe.com... 

> ok, i just downloaded, compiled and ran the asteroids demo, which uses 

> OpenGL.. 

> 

> Now, thats all fine and good, i could edit it to death and learn that.. 
but 

> that would be programming for Linux would it not? 

> 

> How do we code for the PS2 itself so we can use the Controller etc? 

> 
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> 


—-MESSAGE FILE 9701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08429 


-—-MESSAGE FILE 9702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008430 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lost boot disk 

Date: Sat, 24 Aug 2002 12:48:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ak7saoSang6@www.netyaroze-europe. com> 
References: <ajud0v$41f4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


So, working on something new, Nick? 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:ajud0v$41f4@www.netyaroze-europe.com... 
> Is there anyone out there who would be willing to lend me their NY boot 


> disk? Unbelievably I seem to have lost mine... I only found out tonight as 
T 

> tried to set the kit up again for the first time in 2+ years. 
> 

> Gutted. 

> 

> :( 

> 

> Nick 

> 

> 


-—-MESSAGE FILE 9702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08430 


—-MESSAGE FILE 9703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008431 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux... the next Q 

Date: Sat, 24 Aug 2002 15:18:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <ak850dSang7@www.netyaroze-europe. com> 

References: <ajo4bm$41fl@www.netyaroze-europe.com> <ak6claSang5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I did a force install of all the RPM's on the disk, will it have been 
included there? in which case where do i find them? I will look myself but i 
haven't a clue :D 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 

news: ak6claSang5@www.netyaroze-europe.com... 

> There are some PS2 demo's but I cant for the life of me remember where 
they 
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> were. 
> I believe they are amongst the PS2 documentation which is on the second 
CD. 


Spinning 3d cube and a nice particle effect. Should be enough to whet the 
appetite. 

"Chris Wallace" <chriswé666@btinternet.com> wrote in message 
news:ajo4bm$41f1l@www.netyaroze-europe.com... 

> ok, i just downloaded, compiled and ran the asteroids demo, which uses 
> OpenGL.. 

> 


> Now, thats all fine and good, i could edit it to death and learn that.. 
Deke would be programming for Linux would it not? 
How do we code for the PS2 itself so we can use the Controller etc? 
— 


VVVVVVVVVVVVVV VV 


-—-MESSAGE FILE 9703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08431 


-—-MESSAGE FILE 9704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008432 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Popup Menu 

Date: Sun, 25 Aug 2002 22:22:39 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <akabdqSang8@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203-96-149-42.apxl.paradise.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Heya, 


im playing around with some basic yaroze stuff and il trying to find some 
sample code to do popup type menus. What would liek to do is the following. 


Have a box that has a height and width of 0 that length and width of the box 
increases to expand out to some set height and width.. so basically the box 
starts as a dot and grows to a specific size and inside it theres some text, 
id like for teh box to have rounded corners and maybe a border.. 


the second type of box is just a bog standard box that popups up in the 
screen ie to maybe tell the user the game is paused. 


This is all 2d not 3d, so any help or pointers to samples would be 
appreciated :) 


thanks 


—-MESSAGE FILE 9704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08432 


—-MESSAGE FILE 9705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008433 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Popup Menu 

Date: Mon, 26 Aug 2002 09:04:35 +1200 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <akbgr0Sang9@www.netyaroze-europe. com> 
References: <akabdqSang8@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


following, im looing at trying to make a menu screen for a game, so i want 
to have 4 or 5 options on that screen, moving the cursor up or down will 
move to the next item in the menu etc.. you know the bog standard type of 
interface you have on a game title screen, options, start game, etc.. im 
just not sure how to go about it.. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: akabdqSang8@www.netyaroze-europe.com... 

> Heya, 

> 

> im playing around with some basic yaroze stuff and il trying to find some 
> sample code to do popup type menus. What would liek to do is the 
following. 

> 

> Have a box that has a height and width of 0 that length and width of the 
box 

> increases to expand out to some set height and width.. so basically the 
box 

> starts as a dot and grows to a specific size and inside it theres some 
text, 

id like for teh box to have rounded corners and maybe a border.. 


v 


the second type of box is just a bog standard box that popups up in the 
screen ie to maybe tell the user the game is paused. 


This is all 2d not 3d, so any help or pointers to samples would be 
appreciated :) 


thanks 


VVVVVVVVVV VV 


6366 


—-MESSAGE FILE 9705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08433 


-—-MESSAGE FILE 9706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008434 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Popup Menu 

Date: Mon, 26 Aug 2002 08:30:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <akcosiSangl0@www.netyaroze-europe. com> 
References: <akabdqSang8@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-238.duckdive.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Greg, 


Look at the GsBOX and GsSLINE structures, you could make something out օք 
those no probs. 


Max 
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"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: akabdqSang8@www.netyaroze-europe.com... 

> Heya, 

> 

> im playing around with some basic yaroze stuff and il trying to find some 
> sample code to do popup type menus. What would liek to do is the 
following. 

> 

> Have a box that has a height and width of 0 that length and width of the 
box 

> increases to expand out to some set height and width.. so basically the 
box 

> starts as a dot and grows to a specific size and inside it theres some 
text, 

id like for teh box to have rounded corners and maybe a border.. 


v 


the second type of box is just a bog standard box that popups up in the 
screen ie to maybe tell the user the game is paused. 


This is all 2d not 3d, so any help or pointers to samples would be 
appreciated :) 


thanks 


VVVVVVVVVV VV 


6367 


—-MESSAGE FILE 9706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08434 


—-MESSAGE FILE 9707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008435 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@which.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #88 

Date: Mon, 26 Aug 2002 08:36:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <akcp74Sang1l1l@www.netyaroze-europe. com> 
References: <ajua74$41f3@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-238.duckdive.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Mah Jong! Thats the first Yaroze game I every played way back in OPSM issue 
45 or something like that! Its one of the games that inspired me to buy the 
Yaroze in the first place! 


Max 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:ajua74$41f3@www.netyaroze-europe.com... 

> Hi 

> 

> INVS appears օո this month's disc -- congrats to pal, aka Phillipe 
> Andre-Lorne! Also on the disc are Team Fatal's Terra Incognita, and 
Gerhard 

> Rittenhofer's Mah Jong. 

> 

> Derek 

> 

> 


—-MESSAGE FILE 9707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08435 
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--MESSAGE FILE 9708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008436 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux... the next Q 

Date: Tue, 27 Aug 2002 15:54:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <akg4b1Sfiul@www.netyaroze-europe.com> 

References: <ajo4bm$41fl@www.netyaroze-europe.com> <ak6claSang5@www.netyaroze-europe 
.com> <ak850dSang7@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:ak850dSang7@www.netyaroze-europe.com... 

> I did a force install of all the RPM's on the disk, will it have 
been 

> included there? in which case where do i find them? I will look 
myself but i 

> haven't a clue :D 


/usr/doc/PlayStation2/libps2dev/ 


One of the directories is /sample/ and the other is demo3d or 
something. I can't remember. 


HTH, 
Rikki 


—-MESSAGE FILE 9708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08436 


—-MESSAGE FILE 9709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008437 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Popup Menu 

Date: 28 Aug 2002 08:07:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01c24e69$2b4a08c0$2576933e@pal—s—omnibook> 
References: <akabdqSang8@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-11-62-147-118-37.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Maybe you can adapt some code from existing libraries for other platforms. 
Try looking at Allegro: the sources are provided, and there are GUI 
functions... (http://www.talula.demon.co.uk/allegro/) 


—-MESSAGE FILE 9709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08437 


—-MESSAGE FILE 9710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008438 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: ECTS... friday? 

Date: Wed, 28 Aug 2002 21:30:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <akjcbrS$fiu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 


Net Yaroze newsgroups message dump.txt Page 6369 


X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Will anyone be at ECTS on friday? 
Meeting places rarely work so.... anyl wanna gimme they're mobile number? or 
if not, a meating place can be tried.. or both? 


Chris 


—-MESSAGE FILE 9710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08438 


—-MESSAGE FILE 9711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008439 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Thu, 29 Aug 2002 01:17:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <akjpm1$fiu3@www.netyaroze-europe. com> 
References: <akjcbrSfiu2@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 
news:akjcbrS$fiu2@www.netyaroze-europe.com... 

> Will anyone be at ECTS on friday? 

> Meeting places rarely work so.... anyl wanna gimme they're mobile 
number? or 
> if not, a meating place can be tried.. or both? 


Mmmm, meat... 


Anyways, I'll definitely be there on Friday, as that's when my mate's 
gonna be there, so I'm meeting up with him... 


What I'd like to know is if they've scrapped the Press Only day on the 
first day. Is Thursday press only, or is it open to all trade? 


Cheers, 
Rikki 


—-MESSAGE FILE 9711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08439 


—-MESSAGE FILE 9712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008440 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Popup Menu 

Date: Thu, 29 Aug 2002 13:45:31 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <akjudk$fiu4@www.netyaroze-europe. com> 

References: <akabdqSang8@www.netyaroze-europe.com> <01c24e69$2b4a08c0$2576933e@pal-s 
-omnibook> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Thanks PAL, 


Will check into that :) i think i may have found some sample source code, i 
wish the guys who did fatal fantasy on yaroze had left some code floating 
around to look over :) 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news:01c24e69$2b4a08c0$2576933e@pal-—s-—omnibook... 

> Maybe you can adapt some code from existing libraries for other platforms. 
> Try looking at Allegro: the sources are provided, and there are GUI 

> functions... (http://www.talula.demon.co.uk/allegro/) 

> 


—-MESSAGE FILE 9712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08440 


-—-MESSAGE FILE 9713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008441 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Thu, 29 Aug 2002 02:54:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <akjv9tS$fiu5@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m66-mpl.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept-Language: en, en-us 


I don't think there is a press only day anymore, I'm going 

today (thursday) and I ain't press ;) 

I do know that there are press only sections or events through the day 
though. 


Later 
James @ SCEE 


Rikki Prince wrote: 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 

> news:akjcbrSfiu2@www.netyaroze-europe.com... 

> 

>>Will anyone be at ECTS on friday? 

>>Meeting places rarely work so.... anyl wanna gimme they're mobile 
> 

> number? or 

> 

>>if not, a meating place can be tried.. or both? 


> 

> 

> Mmmm, meat... 

> 

> Anyways, I'll definitely be there on Friday, as that's when my mate's 
> gonna be there, so I'm meeting up with him... 

> 

> What I'd like to know is if they've scrapped the Press Only day on the 
> first day. Is Thursday press only, or is it open to all trade? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


Net Yaroze newsgroups message dump.txt Page 6371 


08441 


—-MESSAGE FILE 9714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008442 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Thu, 29 Aug 2002 08:43:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <akl4ufSfiué@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9tS$fiu5@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news:akjv9tS$fiu5@www.netyaroze-europe.com... 

> I don't think there is a press only day anymore, I'm going 

> today(thursday) and I ain't press ;) 

> I do know that there are press only sections or events through the 
day 

> though. 


Cheers James. I was going to go today as a last minute thing, if I 
found out it wasn't press, but something else has come up, so it looks 
like I'll have to go tomorrow. Anyone going Saturday? 


Cheers, 
Rikki 


-—-MESSAGE FILE 9714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08442 


—-MESSAGE FILE 9715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008443 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mattverran@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Thu, 29 Aug 2002 18:39:25 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <aklm72Sfiu7@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9t$fiu5@www.netyaroze-europe.com> <akl4ufS$fiu6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-37-217.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I will be there tommorow (friday), as will all the rest of the company (so 
Jon Prestidge and Marc Lambert too). Say hi if you see us. 


Matt V 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:akl4ufS$fiu6@www.netyaroze-europe.com... 

> "James Burns" <james.w.burns@talk21.com> wrote in message 

news: akjv9tS$fiu5@www.netyaroze-europe.com... 

> I don't think there is a press only day anymore, I'm going 

> today(thursday) and I ain't press ;) 

> I do know that there are press only sections or events through the 
day 

> though. 


> 
> 
> 
> 
> 
> 
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Cheers James. I was going to go today as a last minute thing, if I 
found out it wasn't press, but something else has come up, so it looks 
like I'll have to go tomorrow. Anyone going Saturday? 


Cheers, 
Rikki 


VVVVVVV VV 


—-MESSAGE FILE 9715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08443 


—-MESSAGE FILE 9716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008444 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Thu, 29 Aug 2002 19:36:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 
Message-ID: <aklq1l4Sfiu8@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9tS$fiu5@www.netyaroze-europe.com> <akl4ufS$fiu6@www.netyaroze-europe. com> 
<aklm72S$fiu7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


but where will you all be? I haven't a hope of finding you! lol 


-—-MESSAGE FILE 9716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08444 


-—-MESSAGE FILE 9717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008445 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Thu, 29 Aug 2002 23:11:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <akm6nk$fiu9@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9t$fiu5@www.netyaroze-europe.com> <akl4ufSfiu6@www.netyaroze-europe. com> 
<aklm72Sfiu7@www.netyaroze-europe.com> <aklql14Sfiu8@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news:aklql14S$fiu8@www.netyaroze-europe.com... 
> but where will you all be? I haven't a hope of finding you! lol 


Yeh, Matt, Jon, Marc - is the company there officially, with a stand? 
Or just as trade visitors? 


Can anyone suggest a good meeting place? I've only been last year, and 
that was at the ExCeL, so I don't know what Earl's Court is like. Can 
anyone suggest a stand that'll be quiet, cos it's not actually very 
good, so we could all meet there at, say 2.30pm (between the 2 
PlayStation Experience sessions). Warning to all exhibitors: if you 
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see a congregation of Yarozers building up at your stand - you're not 
very good! ;-) 


Anyone fancy posting a mobile number on here? Or is it risky? I'll 
post mine if people say it's an ok thing to do, but I'm not sure... 


Cheers, 
Rikki 


—-MESSAGE FILE 9717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08445 


-—-MESSAGE FILE 9718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008446 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Sat, 31 Aug 2002 00:43:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <akp056$fiul0@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9t$fiu5@www.netyaroze-europe.com> <akl4ufSfiu6@www.netyaroze-europe. com> 
<aklm72Sfiu7@www.netyaroze-europe.com> <aklql14$fiu8@www.netyaroze-europe.com> <akmé6n 
kS$fiu9@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-125-192.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I cant believe I forgot to book a holiday to go to this. 


Anyway.. 111 be there Saturday ( with the rest of the world I imagine ). 

If anyone else is around I'll be floating around. Short chap, very short 
dark hair, with glasses and a badge labelled QB Productions. 

If it makes it any easier and if I remember correctly there is a good area 
off to the right as you enter.. Ill be hovering around there about noon.. I 
think the bookstores are near there too. 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news: akm6nkS$fiu9@www.netyaroze-europe.com... 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:aklql14S$fiu8@www.netyaroze-europe.com... 

> but where will you all be? I haven't a hope of finding you! lol 


Yeh, Matt, Jon, Marc - is the company there officially, with a stand? 
Or just as trade visitors? 


Can anyone suggest a good meeting place? I've only been last year, and 
that was at the ExCeL, so I don't know what Earl's Court is like. Can 
anyone suggest a stand that'll be quiet, cos it's not actually very 
good, so we could all meet there at, say 2.30pm (between the 2 
PlayStation Experience sessions). Warning to all exhibitors: if you 
see a congregation of Yarozers building up at your stand - you're not 
very good! ;-) 


Anyone fancy posting a mobile number on here? Or is it risky? I'll 
post mine if people say it's an ok thing to do, but I'm not sure... 


Cheers, 
Rikki 


VVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 9718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08446 
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--MESSAGE FILE 9719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008447 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke \)" <quietbloke@quietbloke. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Sat, 31 Aug 2002 00:44:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <akp07b$fiull@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9tS$fiu5@www.netyaroze-europe.com> <akl4ufSfiu6@www.netyaroze-europe. com> 
<aklm72Sfiu7@www.netyaroze-europe.com> <aklql1l4S$fiu8@www.netyaroze-europe.com> <akmé6n 
kS$fiu9@www.netyaroze-europe.com> <akp056Sfiul0@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-125-192.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


When I say 'good area' what I actually meant was a food area which sells 
beer. 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news: akp056S$fiul0@www.netyaroze-europe.com... 

> I cant believe I forgot to book a holiday to go to this. 

> 
Anyway.. 111 be there Saturday ( with the rest of the world I imagine ). 
If anyone else is around I'll be floating around. Short chap, very short 
dark hair, with glasses and a badge labelled QB Productions. 

If it makes it any easier and if I remember correctly there is a good area 
off to the right as you enter.. 111 be hovering around there about noon.. 


think the bookstores are near there too. 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 

news: akm6nkS$fiu9@www.netyaroze-europe.com... 

"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:aklql14S$fiu8@www.netyaroze-europe.com... 

> but where will you all be? I haven't a hope of finding you! lol 


v 


Yeh, Matt, Jon, Marc - is the company there officially, with a stand? 
Or just as trade visitors? 


Can anyone suggest a good meeting place? I've only been last year, and 
that was at the ExCeL, so I don't know what Earl's Court is like. Can 
anyone suggest a stand that'll be quiet, cos it's not actually very 
good, so we could all meet there at, say 2.30pm (between the 2 
PlayStation Experience sessions). Warning to all exhibitors: if you 
see a congregation of Yarozers building up at your stand - you're not 
very good! ;-) 


Anyone fancy posting a mobile number on here? Or is it risky? I'll 
post mine if people say it's an ok thing to do, but I'm not sure... 


Cheers, 
Rikki 


ՄՃՊԿՊՊՊՊՊՊՎՊՎՊՎՊՊՊՎՊՊՎՊՎՊՎՊՎՎՊՊՊՎՊՎՊՊՎՊՊԿՊՊԺԷԺԶՁՎՊՊՎՊՎՊՎՊ 
VVVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 9719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08447 


—-MESSAGE FILE 9720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008448 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Linux... the next Q 

Date: Sat, 31 Aug 2002 14:55:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <akqiagqSk7pl@www.netyaroze-europe. com> 

References: <ajo4bm$41fl@www.netyaroze-europe.com> <akéclaSang5@www.netyaroze-europe 
.com> <ak850dSang7@www.netyaroze-europe.com> <akg4b1$fiul@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ahha! found it! It hadent installed properly on mine so wasnt there :D, 
check with Hikey while at ECTS and he showed me how to get it running and 
stuff :D so found it all now... but um.. anyl know C++? 


—-MESSAGE FILE 9720 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08448 


—-MESSAGE FILE 9721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008449 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Sat, 31 Aug 2002 14:14:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <akqu5dSk7p2@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9tS$fiu5@www.netyaroze-europe.com> <akl4ufSfiu6@www.netyaroze-europe. com> 
<aklm72Sfiu7@www.netyaroze-europe.com> <aklql14$fiu8@www.netyaroze-europe.com> <akmé6n 
kS$fiu9@www.netyaroze-europe.com> <akp056Sfiuld@www.netyaroze-europe.com> <akp0O7bSfiu 
11@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


"John ( QuietBloke )" <quietbloke@quietbloke.com> wrote in message 
news:akp07bS$fiull@www.netyaroze-europe.com... 

> When I say ‘good area' what I actually meant was a food area which 
sells 

> beer. 


Yeh, near the nVidia stand. The only bookstand I saw was right over 
the back, past the entrance to the PS Experience. A few books I 
shoulda got (esp as they had 15% discount), but I didn't have the cash 
on me... :-( 


Couldn't be bothered to go today, as I saw most things I wanted to 
yesterday, and only stayed half a day... If the NY NGs are still 
around next year (we say that every year, I think ;-) we'll have to 
arrange a meet up properly. 


Rikki 


-—-MESSAGE FILE 9721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08449 


-—-MESSAGE FILE 9722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008450 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: ECTS... friday? 

Date: Sat, 31 Aug 2002 23:04:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <akreu7Sk7p3@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9t$fiu5@www.netyaroze-europe.com> <akl4ufSfiu6@www.netyaroze-europe. com> 
<aklm72Sfiu7@www.netyaroze-europe.com> <aklql1l4$fiu8@www.netyaroze-europe.com> <akmé6n 
kS$fiu9@www.netyaroze-europe.com> <akp056Sfiul0@www.netyaroze-europe.com> <akp0O7bSfiu 
11@www.netyaroze-europe.com> <akqu5d$k7p2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Sod it, arrange it now, or we'll forget to, we know the l;ayout 1 week 
before and it take at least 3 for everyl to look! 

There's always an ECTS bar and I'm the youngest here (and I'll be 18 next 
yr) so we may as well just meet at the bar every day its running at say... 
12? And keep it the same every yr. Bar at 12, is anyl else is there then we 
meet up. Phone numbers would be usefull so we can phone those who said they 
would be there if we can't find them, if these news groups are gunna die we 
need something sorted before they do :D 


-—-MESSAGE FILE 9722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08450 


—-MESSAGE FILE 9723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008451 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Sun, 1 Sep 2002 00:54:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <akrlhd$Sk7p4@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9tS$fiu5@www.netyaroze-europe.com> <akl4ufS$fiu6@www.netyaroze-europe. com> 

<aklm72S$fiu7@www.netyaroze-europe.com> <aklql14S$fiu8@www.netyaroze-europe.com> <akmé6n 
kS$fiu9@www.netyaroze-europe.com> <akp056Sfiuld@www.netyaroze-europe.com> <akpO7bSfiu 
11@www.netyaroze-europe.com> <akqu5d$k7p2@www.netyaroze-europe.com> <akreu7$k7p3@www 
-netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news: akreu7Sk7p3@www.netyaroze-europe.com... 

> Sod it, arrange it now, or we'll forget to, we know the l;ayout 1 
week 

> before and it take at least 3 for everyl to look! 

> There's always an ECTS bar and I'm the youngest here (and I'll be 18 
next 

> yr) so we may as well just meet at the bar every day its running at 
say... 

> 12? And keep it the same every yr. Bar at 12, is anyl else is there 
then we 

> meet up. Phone numbers would be usefull so we can phone those who 
said they 

> would be there if we can't find them, if these news groups are gunna 
die we 

> need something sorted before they do :D 


Problem is, *everyone* goes to the bar, so it's not the ideal meeting 
place. You need somewhere quiet, where imposters are unlikely to be 
just lurking around. Phones are the best, as you can tell the person 
on the phone that you're the weirdo jumping up and down waving, or 
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maybe something more discreet, like picking your nose... 


Rikki 


—-MESSAGE FILE 9723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08451 


-—-MESSAGE FILE 9724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008452 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Lost boot disk 

Date: Sun, 1 Sep 2002 12:22:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <akstnsSk7p5@www.netyaroze-europe. com> 

References: <ajud0vS$41f4@www.netyaroze-europe.com> <ak7saoSang6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81-86-188-85.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


> So, working on something new, Nick? 


Will be soon... keep an eye on www.nickferguson.com for developments, 
though. :) 


--MESSAGE FILE 9724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08452 


—-MESSAGE FILE 9725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008453 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: ECTS... friday? 

Date: Sun, 1 Sep 2002 15:48:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <akt9phSk7p6@www.netyaroze-europe. com> 

References: <akjcbrS$fiu2@www.netyaroze-europe.com> <akjpm1$fiu3@www.netyaroze-europe 
.com> <akjv9tS$fiu5@www.netyaroze-europe.com> <akl4ufSfiu6@www.netyaroze-europe. com> 

<aklm72Sfiu7@www.netyaroze-europe.com> <aklql14$fiu8@www.netyaroze-europe.com> <akmé6n 
kS$fiu9@www.netyaroze-europe.com> <akp056Sfiuld@www.netyaroze-europe.com> <akp0O7bSfiu 
11@www.netyaroze-europe.com> <akqu5d$k7p2@www.netyaroze-europe.com> <akreu7$k7p3@www 
-netyaroze-europe.com> <akrlhdSk7p4@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hehehe, ok yeah, time for that number swapping thing... MSN probably more 
secure? 


—-MESSAGE FILE 9725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08453 


-—-MESSAGE FILE 9726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008454 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 


Net Yaroze newsgroups message dump.txt Page 6378 


Subject: sound 

Date: Wed, 4 Sep 2002 16:29:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <al59bkSndml@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've managed to loose not only must the programs but all the documents on it 
too. 


One of my sound files seems to be corrupt so i want to remake it, as far as 
i remember i use wav2vag, which i still have, and then convert it to a vab, 
although i cant remember how, then used a vab splitter to get vb and vh 
files, again which i dont have, although i do will have simple.dev. 


could someone uplload the files for me please or show m where to get them 
and tell be the parameters they need to work? cheers, 
Chris 


-—-MESSAGE FILE 9726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08454 


—-MESSAGE FILE 9727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008455 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sound 

Date: Wed, 04 Sep 2002 19:27:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <al5jo8$ndm2@www.netyaroze-europe. com> 

References: <al59bkSndml@www.netyaroze-europe. com> 

NNTP-Posting-Host: m187-mpl.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en, en-us 


Chris, 
All the docs and utils should be on the yaroze site. 


http://www.netyaroze-europe.com/yaroze/docs/main.htm 
http://www.netyaroze-europe.com/yaroze/tools/main.htm 


Later 
James 


Chris Wallace wrote: 
I've managed to loose not only must the programs but all the documents on it 
too. 


One of my sound files seems to be corrupt so i want to remake it, as far as 
i remember i use wav2vag, which i still have, and then convert it to a vab, 
although i cant remember how, then used a vab splitter to get vb and vh 
files, again which i dont have, although i do will have simple.dev. 


could someone uplload the files for me please or show m where to get them 
and tell be the parameters they need to work? cheers, 
Chris 


VVVVVVVVVVV VV 


—-MESSAGE FILE 9727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08455 
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-—-MESSAGE FILE 9728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008456 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sound 

Date: Wed, 4 Sep 2002 21:42:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <al5rm2Sndm3@www.netyaroze-europe. com> 

References: <al59bkSndml@www.netyaroze-europe.com> <al5jo8$ndm2@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: host217-39-12-12.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok i've got the sound tools listed, how do i split it though, i cant find it 
anywhere 


—-MESSAGE FILE 9728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08456 


—-MESSAGE FILE 9729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008457 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: test 

Date: Thu, 5 Sep 2002 15:15:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <al7pe5Sndm4@www.netyaroze-europe. com> 
References: <a9r3af$S1261@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


test 


"gazw" <sandinista@ic24.net> wrote in message 
news: a9r3af$1261@www.netyaroze-europe.com... 
> 

> 

> 


—-MESSAGE FILE 9729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08457 


—-MESSAGE FILE 9730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008458 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sound 

Date: 6 Sep 2002 08:15:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01c2557cSaceb4280$07a2933e@pal-—s-—omnibook> 

References: <al59bkSndml@www.netyaroze-europe.com> <al5jo8$ndm2@www.netyaroze-europe 
-com> <al5rm2$ndm3@www.netyaroze-europe. com> 

NNTP-Posting-Host: nas-—cbv-9-62-147-162-7.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 
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> ok i've got the sound tools listed, how do i split it though, i cant find 
it anywhere : | 


vabsplit x.vab 


Just in case you need to make a .vab: 


You need some .def file to make your .vab. You can get one from any vh 
file: 
mkvab -r x.vh -o x.def 


Adapt it to your needs (dont ask ;) ) then: 
aiff2vag x.wav // makes a .vag 
mkvab -f x.def -o x.vab x.vag 


—-MESSAGE FILE 9730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08458 


—-MESSAGE FILE 9731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008459 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sound 

Date: Fri, 6 Sep 2002 17:03:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <alak2sSndm5@www.netyaroze-europe. com> 

References: <al59bkSndml@www.netyaroze-europe.com> <al5jo8Sndm2@www.netyaroze-europe 
.com> <al5rm2Sndm3@www.netyaroze-europe.com> <01c2557cSaceb4280$07a2933e@pal-—s-omnib 
ook> 

NNTP-Posting-Host: host217-35-12-118.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


thats what i was looking for :D cheers! 


-—-MESSAGE FILE 9731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08459 


—-MESSAGE FILE 9732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008460 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: New OS 

Date: Mon, 9 Sep 2002 00:00:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <algla0Sqmhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-180-7-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 


I'm getting a new PC for when I go to uni, and I need an OS, 
obviously. What's the best OS to still be able to use my Yaroze on? 
I'd be quite happy sticking with my copy of Win 95, but it doesn't 
support USB, and I kinda need that now. Is Win 98 SE good? I take it 
the newer ones like XP don't have any sort of DOS compatibility, so 
are no good? 


Cheers, 
Rikki 
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-—-MESSAGE FILE 9732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08460 


—-MESSAGE FILE 9733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008461 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New OS 

Date: Mon, 09 Sep 2002 00:21:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <algmghSqmh2@www.netyaroze-europe. com> 

References: <algla0$qmhl@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-20.abra.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept-Language: en-gb 


If you REALLY need DOS use 98 SE, avoid Win ME, if you get offered it 
free, run away screaming. 


If you use some of the SIOCONS replacements you should be able to use XP 
or Win2k, I use CodeWarrior on these and they work great, but the DOS 
modes don't work so well, they timeout all the time when transfering the 

files to the Yaroze. 


Cheers 
Nigel 


Rikki Prince wrote: 


> I'm getting a new PC for when I go to uni, and I need an OS, 

> obviously. What's the best OS to still be able to use my Yaroze on? 
> I'd be quite happy sticking with my copy of Win 95, but it doesn't 
> support USB, and I kinda need that now. Is Win 98 SE good? I take it 
> the newer ones like XP don't have any sort of DOS compatibility, so 
> are no good? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08461 


-—-MESSAGE FILE 9734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008462 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mattverran@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New OS 

Date: Mon, 9 Sep 2002 21:52:25 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <aljlknSqmh3@www.netyaroze-europe. com> 

References: <algla0Sqmhl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-146-151.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I use 2k fine along with minicons (by Graeme E) as my siocons replacement. I 
cant transfer files full speed, I have to use the 57600 speed, but I'm doing 
tiny bits of project finishing these days tho so it's not too bad. 
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"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:algla0S$qmhl@www.netyaroze-europe.com... 
> I'm getting a new PC for when I go to uni, and I need an OS, 


> obviously. What's the best OS to still be able to use my Yaroze on? 
> I'd be quite happy sticking with my copy of Win 95, but it doesn't 

> support USB, and I kinda need that now. Is Win 98 SE good? I take it 
> the newer ones like XP don't have any sort of DOS compatibility, so 
> are no good? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08462 


-—-MESSAGE FILE 9735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008463 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New OS 

Date: Tue, 10 Sep 2002 09:20:31 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <alj3cdSqmh4@www.netyaroze-europe. com> 
References: <algla0$qmhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I use Win 2k and YarozeMaster, Not had any problems at all.. Can transfer 
90% of the time without errors and at full speed! 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news:algla0S$qmhl@www.netyaroze-europe.com... 
> I'm getting a new PC for when I go to uni, and I need an OS, 


> obviously. What's the best OS to still be able to use my Yaroze on? 
> I'd be quite happy sticking with my copy of Win 95, but it doesn't 

> support USB, and I kinda need that now. Is Win 98 SE good? I take it 
> the newer ones like XP don't have any sort of DOS compatibility, so 
> are no good? 

> 

> Cheers, 

> Rikki 

> 

> 


—-MESSAGE FILE 9735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08463 


—-MESSAGE FILE 9736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008464 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #89 

Date: Wed, 11 Sep 2002 09:37:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <almvrbSqmh5@www.netyaroze-europe. com> 
References: <ajua74$41f3@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


On OPM #89: Blitter Boy (Chris Chadwick), Snowball Fight (James Rutherford), 
Bouncer 2 (Scott Evans). 


Derek 


-—-MESSAGE FILE 9736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08464 


--MESSAGE FILE 9737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008465 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <jamesrutherford@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #89 

Date: Thu, 12 Sep 2002 14:42:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <alqé6eS4b11@www.netyaroze-europe. com> 

References: <ajua74$41f3@www.netyaroze-europe.com> <almvrbSqmh5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: icarus.reflectionsinteractive.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


> On OPM #89: Blitter Boy (Chris Chadwick), Snowball Fight (James 
Rutherford), 
> Bouncer 2 (Scott Evans). 


Flattered by the inclusion- Though (as I've said before), the version OPM 
are using really isn't the best to distribute... flashier front-end but 
rougher game does not a happier player make. 


Still, I very much doubt any of the self-respecting game-playing public will 
have the will-power to drag themselves away from the <Stuntman Stunt Arena> 
long enough to make a committed value judgement... <ahem> 


DON'T *MAKE* ME WRITE SNOWBALL FIGHT 2! I'M WARNING YOU! 


—-MESSAGE FILE 9737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08465 


-—-MESSAGE FILE 9738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008466 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #89 

Date: Fri, 13 Sep 2002 22:55:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <altn9c$4b12@www.netyaroze-europe. com> 

References: <ajua74S41f3@www.netyaroze-europe.com> <almvrbSqmh5@www.netyaroze-europe 
.com> <alq66eS4bl1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-6-86-62.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


> Still, I very much doubt any of the self-respecting game-playing public 
will 
> have the will-power to drag themselves away from the <Stuntman Stunt 
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Arena> 
> long enough to make a committed value judgement... <ahem> 


What's with the reloading every time you mess up?? :-)))) 


Anyways, I've been told StarsWars will be appearing on the OPSM disk (I even 
answered the OPSM questions), but no go yet...I wonder what the hold up is? 


Marc. 


—-MESSAGE FILE 9738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08466 


—-MESSAGE FILE 9739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008467 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <jamesrutherford@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #89 

Date: Mon, 16 Sep 2002 17:58:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <am536d$4b13@www.netyaroze-europe. com> 

References: <ajua74$41f3@www.netyaroze-europe.com> <almvrbSqmh5@www.netyaroze-europe 
.com> <alq66eS4bll@www.netyaroze-europe.com> <altn9cS$4b12@www.netyaroze-europe. com> 
NNTP-Posting-Host: icarus.reflectionsinteractive.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:altn9cS$4bl12@www.netyaroze-europe.com... 
> > Still, I very much doubt any of the self-respecting game-playing public 


> > will have the will-power to drag themselves away from the <Stuntman 
Stunt 

> > Arena> long enough to make a committed value judgement... <ahem> 

> 


> What's with the reloading every time you mess up?? ;-)))) 


It has to load a new dollop of excitement from the DVD every time you play. 
Excitement is one most data-intensive emotions. 


"No further questions, please" ;) 


—-MESSAGE FILE 9739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08467 


—-MESSAGE FILE 9740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008468 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #89 

Date: Mon, 16 Sep 2002 23:35:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <am5mp4$4b14@www.netyaroze-europe. com> 

References: <ajua74$41f3@www.netyaroze-europe.com> <almvrbSqmh5@www.netyaroze-europe 
.com> <alq66eS4bll@www.netyaroze-europe.com> <altn9cS$4b12@www.netyaroze-europe. com> 
<am536d$4b13@www.netyaroze-europe. com> 

NNTP-Posting-Host: host62-6-84-31.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hehe, I think someones in line to be the new 'PR officer'. 


Marc :-) 


"James Rutherford" <jamesrutherford@btinternet.com> wrote in message 
news:am536dS$4b13@www.netyaroze-europe.com... 

> "Marc Lambert" <marc@darkhex.com> wrote in message 

> news:altn9cS4b12@www.netyaroze-europe.com... 

> > > Still, I very much doubt any of the self-respecting game-playing 
public 


> > > will have the will-power to drag themselves away from the <Stuntman 
> Stunt 

> > > Arena> long enough to make a committed value judgement... <ahem> 
>> 

> > What's with the reloading every time you mess up?? ;-)))) 

> 

> It has to load a new dollop of excitement from the DVD every time you 


play. 
> Excitement is one most data-intensive emotions. 


v 


> "No further questions, please" ;) 
> 
> 
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—-MESSAGE FILE 9740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08468 


—-MESSAGE FILE 9741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008469 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: TimV 

Date: Thu, 19 Sep 2002 18:34:58 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ambrev$7541@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203-96-148-56.apxl.paradise.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey guys 


was reading through the manuals last night and read something about tim 


viewer tool, that uploaded just a graphic to the machine and displayed it on 


teh screen so that you could see what your graphic looked like, i couldnt 
find this program anywhere, and i know it was released in japan as i did 
some search on google and came up with numerous sites in japan mentioning 
the tool.. any ideas if we have it? 


—-MESSAGE FILE 9741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08469 


—-MESSAGE FILE 9742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008470 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: TimV 

Date: Thu, 19 Sep 2002 08:45:43 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <ambvrb$7542@www.netyaroze-europe. com> 
References: <ambrev$7541@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


timv is in psx\bin 
usage: timv tim_file 


Hey guys 


was reading through the manuals last night and read something about tim 
viewer tool, that uploaded just a graphic to the machine and displayed it 
n 

teh screen so that you could see what your graphic looked like, i couldnt 
find this program anywhere, and i know it was released in japan as i did 
some search on google and came up with numerous sites in japan mentioning 
the tool.. any ideas if we have it? 


VVVVVVVVONV VV 


—-MESSAGE FILE 9742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08470 


—-MESSAGE FILE 9743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008471 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimV 

Date: Thu, 19 Sep 2002 21:19:03 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <amc521$7543@www.netyaroze-europe. com> 

References: <ambrev$7541@www.netyaroze-europe.com> <ambvrb$7542@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 203-96-148-8.apxl.paradise.net.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Doh!! stupid me :) i should have looked a bit futher 


out of interest does anyone know of a problem that i can view my graphics in 
that wil show them at 320 x 240? 


im designing my sprites in photoshop, but when i uploaded them to the 
machine they were huge, it was kinda annoying to have to connect to the 
yaroze just to test a sprite, so does anyone of a programthat you can view 
sprites in with different resolutions? 


thanks 

"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: ambvrb$7542@www.netyaroze-europe.com... 

> timv is in psx\bin 


> 

> usage: timv tim_file 

> 

> > Hey guys 

>> 

> > was reading through the manuals last night and read something about tim 
> > viewer tool, that uploaded just a graphic to the machine and displayed 
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> on 

> > teh screen so that you could see what your graphic looked like, i 
couldnt 

> > find this program anywhere, and i know it was released in japan as i did 
> > some search on google and came up with numerous sites in japan 
mentioning 

> the tool.. any ideas if we have it? 

> 


> 
> 
> 


VV V V V V V 


--MESSAGE FILE 9743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08471 


—-MESSAGE FILE 9744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008472 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimV 

Date: Thu, 19 Sep 2002 12:36:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <amcdad$7544@www.netyaroze-europe. com> 

References: <ambrev$7541@www.netyaroze-europe.com> <ambvrb$7542@www.netyaroze-europe 
-com> <amc521$7543@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-572.aerodactyl.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en-us, en 


> yaroze just to test a sprite, so does anyone of a programthat you can view 
> sprites in with different resolutions? 


If you d/l the demo of Blitz2D it would be easy to write a little 
program that displays a BMP, PNG on a 320x240 screen, or any resolution 
your machine supports 


Nigel 


—-MESSAGE FILE 9744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08472 


—-MESSAGE FILE 9745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008473 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimV 

Date: Fri, 20 Sep 2002 10:35:19 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <ameqck$7545@www.netyaroze-europe. com> 

References: <ambrev$7541@www.netyaroze-europe.com> <ambvrb$7542@www.netyaroze-europe 
.com> <amc521$7543@www.netyaroze-europe. com> 

NNTP-Posting-Host: pam80-1-30-25.man.dial.ntli.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


You could just set up a dummy screen in Photoshop if you can't find a 
satisfactory viewer. ie. just set your canvas size the size of your screen 
and zoom in/out to give you a feel of the graphics proportions. 
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You can even setup any rough screen icons, menu bars, etc. to give you a 
better 'feel' of how big things should be. Draw a rough box the size you are 
happy with, cut it to a separate canvas and away you go. 


Not the best solution but it works well for me. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:amc521$7543@www.netyaroze-europe.com... 

> Doh!! stupid me :) i should have looked a bit futher 

> 

> out of interest does anyone know of a problem that i can view my graphics 
in 

> that wil show them at 320 x 240? 


im designing my sprites in photoshop, but when i uploaded them to the 
machine they were huge, it was kinda annoying to have to connect to the 
yaroze just to test a sprite, so does anyone of a programthat you can view 
sprites in with different resolutions? 


VVVVVVV 


thanks 


Outgoing mail is certified Virus Free. 
Checked by AVG anti-virus system (http://www.grisoft.com). 
Version: 6.0.384 / Virus Database: 216 - Release Date: 21/08/02 
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—-MESSAGE FILE 9745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08473 


—-MESSAGE FILE 9746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008474 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimV 

Date: Fri, 20 Sep 2002 22:15:57 +1200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <amespc$7546@www.netyaroze-europe. com> 


References: <ambrev$7541@www.netyaroze-europe.com> <ambvrb$7542@www.netyaroze-europe 
.com> <amc521$7543@www.netyaroze-europe.com> <ameqck$7545@www.netyaroze-europe. com> 


NNTP-Posting-Host: 203-96-149-118.apxl.paradise.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


havent been able to find anything yet, so i think your solution is going to 
have to be the best option, :) will give it a go. 


"Scott Ward" <scott.ward6@virgin.net> wrote in message 
news:ameqck$7545@www.netyaroze-europe.com... 

> You could just set up a dummy screen in Photoshop if you can't find a 
satisfactory viewer. ie. just set your canvas size the size of your screen 
and zoom in/out to give you a feel of the graphics proportions. 

You can even setup any rough screen icons, menu bars, etc. to give you a 
better 'feel' of how big things should be. Draw a rough box the size you 


H 
oO 


happy with, cut it to a separate canvas and away you go. 


Not the best solution but it works well for me. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:amc521$7543@www.netyaroze-europe.com... 

> Doh!! stupid me :) i should have looked a bit futher 

> 


VVVVVVVVV@®@ VV VV 
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> > out of interest does anyone know of a problem that i can view my 


graphics 

> in 

> > that wil show them at 320 x 240? 

>> 

> > im designing my sprites in photoshop, but when i uploaded them to the 
> > machine they were huge, it was kinda annoying to have to connect to the 
> > yaroze just to test a sprite, so does anyone of a programthat you can 
view 

> > sprites in with different resolutions? 

>> 

> > thanks 

> 

> 

> 

> Spit gual 

> Outgoing mail is certified Virus Free. 

> Checked by AVG anti-virus system (http://www.grisoft.com). 

> Version: 6.0.384 / Virus Database: 216 - Release Date: 21/08/02 

> 

> 


-—-MESSAGE FILE 9746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08474 


—-MESSAGE FILE 9747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008475 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimV 

Date: Fri, 20 Sep 2002 12:40:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <amflvc$7547@www.netyaroze-europe. com> 

References: <ambrev$7541@www.netyaroze-europe.com> <ambvrb$7542@www.netyaroze-europe 
.com> <amc521$7543@www.netyaroze-europe.com> <ameqck$7545@www.netyaroze-europe. com> 
<amespc$7546@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-41-48-188.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hi Greg, 


Try www.neosoftware.com/npw.html 

Get the Dos version of neopaint as that covers all the dos(y) resolutions in 
several colour depths. Your meant to register it though because its 
shareware :-) 

Or you could try the windows one I dont know if its any different. 


Pete. 


Greg Cook <gjc53@student.canterbury.ac.nz> wrote in message 
news:amespc$7546@www.netyaroze-europe.com... 

> havent been able to find anything yet, so i think your solution is going 
to 


> have to be the best option, :) will give it a go. 

> 

> 

> "Scott Ward" <scott.ward6@virgin.net> wrote in message 

> news:ameqck$7545@www.netyaroze-europe.com... 

> > You could just set up a dummy screen in Photoshop if you can't find a 
> > satisfactory viewer. ie. just set your canvas size the size of your 


screen 
> > and zoom in/out to give you a feel of the graphics proportions. 

> > You can even setup any rough screen icons, menu bars, etc. to give you a 
> > better 'feel' of how big things should be. Draw a rough box the size you 
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are 
happy with, cut it to a separate canvas and away you go. 


Not the best solution but it works well for me. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:amc521$7543@www.netyaroze-europe.com... 

> Doh!! stupid me :) i should have looked a bit futher 

> 

> out of interest does anyone know of a problem that i can view my 
raphics 

in 

> that wil show them at 320 x 240? 

> 

> im designing my sprites in photoshop, but when i uploaded them to the 
> machine they were huge, it was kinda annoying to have to connect to 


> yaroze just to test a sprite, so does anyone of a programthat you can 
iew 

> sprites in with different resolutions? 

> 

> thanks 


Outgoing mail is certified Virus Free. 
Checked by AVG anti-virus system (http://www.grisoft.com). 
Version: 6.0.384 / Virus Database: 216 - Release Date: 21/08/02 


NEE NE V V VEN N E E E O VE NEN 594 VENA A VENN NINAN 
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—-MESSAGE FILE 9747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08475 


—-MESSAGE FILE 9748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008476 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: TimV 

Date: Fri, 20 Sep 2002 17:30:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <amfisf$7548@www.netyaroze-europe. com> 

References: <ambrev$7541@www.netyaroze-europe.com> <ambvrb$7542@www.netyaroze-europe 
.com> <amc521$7543@www.netyaroze-europe.com> <ameqck$7545@www.netyaroze-europe. com> 
<amespc$7546@www.netyaroze-europe.com> <amflvc$7547@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-21-143.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I personally use make a 320x256 gfx and zoom in a lot, draw graphics in the 
box and see how big they are in relation to the box before copying them to 
my tiles or what ever. 


—-MESSAGE FILE 9748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08476 


-—-MESSAGE FILE 9749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008477 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Adventures 

Date: Sun, 22 Sep 2002 21:24:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
Message-ID: <aml19d1S$cle2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1021.articuno.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en-us, en 


Hi, 


Been busy working on an arcade adventure, these are the games from the 
good old days like Everyone's a Wally and Jack the Nipper. 


I've got to the bit where the objects need to interact with each other, 
so if you are carrying the "super clue" and the "broken vase" the vase 
mends, or you are carrying "an empty bucket" and you walk past a 
tape/fountain and the bucket becomes "full bucket" 


Basically I can't think of the best way to setup all the objects and how 
they interact with each other without a load of "if" statements :) 


Cheers 
Nigel Critten 
www.100tinsoldiers.com 


—-MESSAGE FILE 9749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08477 


--MESSAGE FILE 9750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008478 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Sun, 22 Sep 2002 23:04:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 
Message-ID: <amlféb$cle3@www.netyaroze-europe. com> 
References: <aml9d1Scle2@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-069-0419.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


That's a tricky one to sort out neatly! I'd set up a collision loop that 
checks for the proximity of "objects" in the games and then have a switch 
statement determining what could happen. i.e (v simplifed) 


switch ( ObjectCollidedWith () ) 


{ 
case OBJECT_FOUNTAIN: 
if (ObjectInInventory (OBJECT_BUCKET) ) 
{ 


FillBucket (); 
} 


break; 


default: 
break; 


} 
(I've had beer btw so check for more responses!) 


Cheers 
-ՔԲո 


"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 
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news:aml9d1$cle2@www.netyaroze-europe.com... 
Hi, 


Been busy working on an arcade adventure, these are the games from the 
good old days like Everyone's a Wally and Jack the Nipper. 


I've got to the bit where the objects need to interact with each other, 
so if you are carrying the "super clue" and the "broken vase" the vase 
mends, or you are carrying "an empty bucket" and you walk past a 
tape/fountain and the bucket becomes "full bucket" 


Basically I can't think of the best way to setup all the objects and how 
they interact with each other without a load օք "if" statements :) 


Cheers 
Nigel Critten 
www.1l00tinsoldiers.com 


VVVVVVVVVVVVV VV VV 


-—-MESSAGE FILE 9750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08478 


-—-MESSAGE FILE 9751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008479 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Sun, 22 Sep 2002 23:17:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <amlgl14Scle5@www.netyaroze-europe. com> 

References: <aml9d1$cle2@www.netyaroze-europe.com> <amlf6b$cle3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-245.duckdive.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en-us, en 


I'm thinking that each item would need to know what it can interact 
with, and the out come of that interaction. 


I think your way would work but I think that would be quite a large 
coding task to sort out all the objects, I'm not 100% sure of the final 
number but if we said there was going to be something like 30 items all 
of those has the possability to interact with each other and the out 
come of that, you can see that its going to be a nightmare, there must 
be a nice neat solution because they used to do it in 48k :) 


Cheers 
Nigel 


—-MESSAGE FILE 9751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08479 


-—-MESSAGE FILE 9752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008480 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Mon, 23 Sep 2002 16:26:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <amnc8rScle6@www.netyaroze-europe. com> 

References: <aml9d1$cle2@www.netyaroze-europe.com> <amlf6bS$cle3@www.netyaroze-europe 
-com> <amlg1l4$cle5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-21-143.in-addr.btopenworld.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I just typed up some stuff but dont have to time to think it through, they 
may well have just hardcoded the stuff before. 
on levell: 
if (walk past fountain) 
if (got bucket) 
fill_bucket (); 


Im sure there is a neat way but its probably a headache.. 


they way i was thinking is to have a struct called object which contains an 
id number for each object, a name, an int for the type of object (key, 
container, liquid etc), maybe an x,y and map co-ords so it can be easily 
moved around. The id can be used to check if you have two or more objets and 
then name to print out the iventory etc.. im blabbling.. cya 


—-MESSAGE FILE 9752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08480 


-—-MESSAGE FILE 9753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008481 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Mon, 23 Sep 2002 19:07:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 
Message-ID: <amnljtScle7@www.netyaroze-europe. com> 

References: <aml9d1$cle2@www.netyaroze-europe.com> <amlf6bS$cle3@www.netyaroze-europe 
.com> <amlg14$cle5@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-069-0517.access.clara.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I guess you could create a table with the information in and loop through 
checking for matches. Have three columns with objectl and object2 in plus 8 
callback function that would be called when the two objects collide. I 
can't remember the exact syntax sorry. I know it looks a bit long winded but 
adding a new 'interaction' would then be just a case of adding another entry 
into pData: 


enum 

{ 
OBJECT_PLUG = 0, 
OBJECT_SOCKET, 
OBJECT_KEY, 
OBJECT_LOCK, 
OBJECT_BUCKET, 
OBJECT_FOUNTAIN, 


MAX_OBJECTS 


} OBJECT; 


typedef void CallBackFunc (void); 


void PlugIntoSocket (void); 
void KeyIntoLock (void); 
void FillBucket (void); 
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struct 

{ 

OBJECT objl; 

OBJECT obj2; 
CallBackFunc pFunc; 


} INTERACT_DATA; 


INTERACT_DATA pData[] = Í 
{OBJECT_PLUG, OBJECT_SOCKET, PlugIntoSocket }, 
{OBJECT_KEY, OBJECT_LOCK, KeyIntoLock hy 
{ ORJECT_BUCKET, OBJECT_FOUNTAIN, FillBucket } J 


--MESSAGE FILE 9753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08481 


--MESSAGE FILE 9754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008482 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New OS 

Date: Mon, 30 Sep 2002 08:25:14 +0200 

Organization: IBM Global Services 

Lines: 2 
Message-ID: <3D97EE4A.94860905@dk.ibm.com> 
References: <algla0$qmhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: sungoldl.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.75 [en] (Windows NT 5.0; U) 
X-Accept—-Language: en 


Regarding W2K/XP and Yaroze, check out the thread from 3/4-2002. 


—-MESSAGE FILE 9754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08482 


-—-MESSAGE FILE 9755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008483 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Still Yarozing 

Date: Tue, 1 Oct 2002 15:10:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ancasmShbal@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-1-54-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I'm in 4th Year of BSc (Hons) Computing (Games Development) and we have just 
started on the Yaroze... although its the really basic stuff, there's no 
harm in revision. 

Its going to be a pretty good year but our project is based around the J2ME 
moblie phone and PDA technology, its not Yaroze, but it should be 
intereseting anyway. 

How are all you guys getting on? 


Max 


—-MESSAGE FILE 9755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08483 


—-MESSAGE FILE 9756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008484 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Tue, 1 Oct 2002 15:12:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <ancav5$Shba2@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5dS$nos2@www.netyaroze-europ 

e.com> <ad45jrSnos4@www.netyaroze-europe.com> <a j8tnuS$k142@www.netyaroze-europe. com> 
<aj9ecs$k143@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-1-54-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Marc, 
I sent a mail a while after you posted this, did you get it? 
Max 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:aj9ecs$k143@www.netyaroze-europe.com... 

> This post seems to have re-emerged. Unfortunately, Ignition are no longer 
> seeking PS1 programmers. 

> 

> To answer Andrew (BIW mail me, since the last 3 mails I've sent to you 
have 

> had no response), it depends on the individual priorites. 

> 

> If a company is offering the type of work you are after (within this 

> industry), then it may be worth going for. At the end of the day, it's 
hard 

> enough to get into this industry, let alone doing something you WANT to 
TAO 

> 


Marc. 


"Andrew Murray" <sckoobs@which.net> wrote in message 
news:aj8tnuSk142@www.netyaroze-europe.com... 

I think the problem is that most of us have prior obligations. I myself, 
have a Uni course to finish, otherwise I would be jumping all over this. 


v 


Max 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news:ad45jrSnos4@www.netyaroze-europe.com... 

> I cant believe no one is interested in this! If i was much further 
ng 

> > with the yaroze than what i am, and if i was in the UK :) i'd be 
umping 
at 


OV V V NV VN V 


= 


v 
v 


a job like this, c'mon guys dont miss your chance! 


news :ad3g5d$nos2@www.netyaroze-europe.com... 


> 

> 

> "Marc Lambert" <marc@darkhex.com> wrote in message 

> 

> > No one interested then? It's a shame, because this is a great chance 


fV VV V VV 


° 

> > get 

> > > into the industry - starting off with a system that people here 
know... 


VVVVVVVVVVVUV® VV VV VV VP, NP V NP V NP VV VV 
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Marc. 


VVVVVVVVVV VV 
VVVVVVVV VV 
VVVVVVVV 

V V V V V V 


--MESSAGE FILE 9756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08484 


--MESSAGE FILE 9757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008485 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Yarozing 

Date: Tue, 1 Oct 2002 16:20:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <anceu6Shba3@www.netyaroze-europe.com> 
References: <ancasmS$hbal@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-2-10.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Just about to apply to uni... what uni you at and is it any good? 


—-MESSAGE FILE 9757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08485 


—-MESSAGE FILE 9758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008486 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Yarozing 

Date: Tue, 1 Oct 2002 20:06:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <ancs7rShba4@www.netyaroze-europe. com> 

References: <ancasmShbal@www.netyaroze-europe.com> <anceu6Shba3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-80-195-1-54-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I'm at Abertay Dundee, but it may be out of your travel range, instead pick 
a local uni and go for a good computer science degree, thats what I wish I 
did. 


Specialist courses like the one I'm on a relatively unrecognised because 
they are so new, we are basically the guinea pigs. Computer Science degrees 
however are more recognised, especially when from a good uni. Ask at your 
school for which unis have the most kudos. Also, what area/city do you live 
in? We may be able to suggest something a bit closer. 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news: anceu6Shba3@www.netyaroze-europe.com... 
> Just about to apply to uni... what uni you at and is it any good? 
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> 
> 


—-MESSAGE FILE 9758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08486 


—-MESSAGE FILE 9759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008487 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Yarozing 

Date: Tue, 01 Oct 2002 23:10:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <and6év5Shba6@www.netyaroze-europe. com> 

References: <ancasmShbal@www.netyaroze-europe.com> <anceu6Shba3@www.netyaroze-europe 
-com> <ancs7r$hba4@www.netyaroze-europe. com> 

NNTP-Posting-Host: m196-mpl.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2a) Gecko/20020910 
X-Accept—-Language: en, en-us 


Hey Andrew, 


Your not the only guinea pig for that degree ;) 

I did that exact course 2 years ago, had a great laugh in the games 
development classes with Jim Bown! (If you see him ask about The Jobby 
Game, not my work btw!) 


Chris, your best bet is to find a Uni/College that does the 
modules/topics your mostly interested in. If I knew what the Imperial 
College of London taught I may have tried to get in there! 

(Quite a lot of Sony's Technology Group/Dev Support engineers graduated 
from there) 


Later 
James 


Andrew Murray wrote: 

I'm at Abertay Dundee, but it may be out of your travel range, instead pick 
a local uni and go for a good computer science degree, thats what I wish I 
did. 


Specialist courses like the one I'm on a relatively unrecognised because 
they are so new, we are basically the guinea pigs. Computer Science degrees 
however are more recognised, especially when from a good uni. Ask at your 
school for which unis have the most kudos. Also, what area/city do you live 
in? We may be able to suggest something a bit closer. 


"Chris Wallace" <chrisw6é66@btinternet.com> wrote in message 
news: anceu6Shba3@www.netyaroze-europe.com... 


VVVVVVVVVV VV 


> 

>>Just about to apply to uni... what uni you at and is it any good? 
>> 

>> 

> 

> 

> 


—-MESSAGE FILE 9759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08487 


-—-MESSAGE FILE 9760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008488 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Still Yarozing 

Date: Wed, 2 Oct 2002 17:29:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <anf7ceShba7@www.netyaroze-europe. com> 

References: <ancasmShbal@www.netyaroze-europe.com> <anceu6Shba3@www.netyaroze-europe 
.com> <ancs7rShba4@www.netyaroze-europe.com> <and6v5Shba6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-2-10.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I live in Chesham (about 30 miles north-west of london) 

So far I'm looking at Manchester because I like the course breakdown and the 
halls have ethernet :D. 

Only problem is that they only have places for about 10% of the applicants 
which makes it a smaller chance than i would like. 


I also looked into Southampton but i dont like it quite as much although the 
course does look nice. I dont know wether to go for AI modules or not, 
because I've never been all that good at it but find it interesting.. 


—-MESSAGE FILE 9760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08488 


—-MESSAGE FILE 9761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008489 

Path: chuka.playstation.co.uk!news 

From: “Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Yarozing 

Date: Fri, 4 Oct 2002 18:56:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <ankl7nSmrml@www.netyaroze-europe. com> 

References: <ancasmShbal@www.netyaroze-europe.com> <anceu6éShba3@www.netyaroze-europe 
.com> <ancs7rShba4@www.netyaroze-europe.com> <and6v5Shba6@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-32-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey James, 


When were you enrolled at the Uni? What was the exact name of the course 
that you were on? I don't know any person in the Uni called Jim Bown, but 
then I don't know a lot of lecturers, but if they were a games lecturer I'm 
sure I would know them. 


It would be interesting to hear what stuff you did when you were there to 
see how much of the core stuff is still there. I do not know what it was 
like when you were there but the organisation there is a joke! 


Max 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: and6v5Shba6@www.netyaroze-europe.com... 
> Hey Andrew, 


Your not the only guinea pig for that degree ;) 

I did that exact course 2 years ago, had a great laugh in the games 
development classes with Jim Bown! (If you see him ask about The Jobby 
Game, not my work btw!) 


Chris, your best bet is to find a Uni/College that does the 
modules/topics your mostly interested in. If I knew what the Imperial 
College of London taught I may have tried to get in there! 

(Quite a lot of Sony's Technology Group/Dev Support engineers graduated 
from there) 


VVVVVVVVVVV 
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> 

> Later 

> James 

> 

> Andrew Murray wrote: 

> > I'm at Abertay Dundee, but it may be out of your travel range, instead 
pick 

> > a local uni and go for a good computer science degree, thats what I wish 
1 

> > did. 

>> 

> > Specialist courses like the one I'm on a relatively unrecognised because 
> > they are so new, we are basically the guinea pigs. Computer Science 


degrees 

> > however are more recognised, especially when from a good uni. Ask at 
your 

> > school for which unis have the most kudos. Also, what area/city do you 
live 

> > in? We may be able to suggest something a bit closer. 

> 

> "Chris Wallace" <chrisw666@btinternet.com> wrote in message 

> news: anceu6Shba3@www.netyaroze-europe.com... 

> 

>>Just about to apply to uni... what uni you at and is it any good? 

>> 

>> 

> 

> 

> 


VVVVVVVVV VV 


6399 


-—-MESSAGE FILE 9761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08489 


-—-MESSAGE FILE 9762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008490 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Still Yarozing 

Date: Fri, 4 Oct 2002 23:35:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 
Message-ID: <anl5iuSmrm2@www.netyaroze-europe. com> 


References: <ancasmShbal@www.netyaroze-europe.com> <anceu6Shba3@www.netyaroze-europe 
.com> <ancs7rShba4@www.netyaroze-europe.com> <and6v5Shba6@www.netyaroze-europe. com> 


NNTP-Posting-Host: 81-86-188-85.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Bizarre... Jim Brown (formerly of VIS and DMA, yeah?) is doing some 
consultant work where I work and I had a short meeting with him today about 
our working practices. I met him at the GDUK awards back in 1998, but I 
decided not to mention that seeing as the encounter probably didn't stick in 
his mind! 


It's a small industry, innit? :) I suppose you might remember a guy called 
Daniel Hall who did the MSc? 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: and6v5Shba6@www.netyaroze-europe.com... 
> Hey Andrew, 


Your not the only guinea pig for that degree ;) 

I did that exact course 2 years ago, had a great laugh in the games 
development classes with Jim Bown! (If you see him ask about The Jobby 
Game, not my work btw!) 


VV V V V 
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—-MESSAGE FILE 9762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08490 


—-MESSAGE FILE 9763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008491 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Fri, 4 Oct 2002 23:58:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 
Message-ID: <anlérbSmrm3@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5dSnos2@www.netyaroze-europ 
e.com> <ad45jrSnos4@www.netyaroze-europe.com> <aj8tnuS$k142@www.netyaroze-europe. com> 
<aj9ecs$k143@www.netyaroze-europe.com> <ancav5Shba2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-6-72-7.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Dude, where have you been? 


I've not recieved anything from you lately and I've tried mailing the usual 
address??? 


Get in touch, so we can continue contact :-)) (this goes for anyone else 
here, who has not been in contact with me for a while!) 


Marc. 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news: ancav5Shba2@www.netyaroze-europe.com... 
> Marc, 


I sent a mail a while after you posted this, did you get it? 
Max 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:aj9ecs$k143@www.netyaroze-europe.com... 

> This post seems to have re-emerged. Unfortunately, Ignition are no 
onger 

> seeking PS1 programmers. 

> 

> To answer Andrew (BIW mail me, since the last 3 mails I've sent to you 
have 

> had no response), it depends on the individual priorites. 

> 

> If a company is offering the type of work you are after (within this 

> industry), then it may be worth going for. At the end of the day, it's 
hard 

> enough to get into this industry, let alone doing something you WANT to 
> զօ... 

> 


Marc. 


V V V V V V 


> "Andrew Murray" <sckoobs@which.net> wrote in message 

> news:aj8tnuSkl42@www.netyaroze-europe.com... 

> > I think the problem is that most of us have prior obligations. I 
myself, 

> > > have a Uni course to finish, otherwise I would be jumping all over 
this. 


VVVVVVVVVVVVVVV VV VV VV EVV VV VV VV 
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Max 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:ad45jrSnos4@www.netyaroze-europe.com... 

> I cant believe no one is interested in this! If i was much further 
ng 
> > with the yaroze than what i am, and if i was in the UK :) i'd be 
jumping 
> at 
> a job like this, c'mon guys dont miss your chance! 


OV V V V V V 


= 


> 
> 
> "Marc Lambert" <marc@darkhex.com> wrote in message 

> news:ad3g5dS$nos2@www.netyaroze-europe.com... 

> > No one interested then? It's a shame, because this is a great 
° 

> get 

> into the industry - starting off with a system that people here 

n ի 


= 


VVVVV Vs 


Marc. 


T 
E EAE A A NAE Ամր: SA 
VVVVVVVVVV AV V FAV V V VV V 
VVVVVVVVOV 


VVVVVVVVVVVVVVVV VV OAV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 9763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08491 


—-MESSAGE FILE 9764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008492 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Yarozing 

Date: Sat, 05 Oct 2002 12:28:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <anmisq$Smrm5@www.netyaroze-europe. com> 

References: <ancasmShbal@www.netyaroze-europe.com> <anceu6Shba3@www.netyaroze-europe 
.com> <ancs7rShba4@www.netyaroze-europe.com> <and6v5Shba6@www.netyaroze-europe. com> 

<anl5iu$mrm2@www.netyaroze-europe. com> 

NNTP-Posting-Host: m216-mpl.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2a) Gecko/20020910 

X-Accept—-Language: en, en-us 


Nick, 


Did you mean Brown or Bown? 

Cos Jim Bown is a lecturer at Abertay, and I wasn't aware of him doing 
consultancy work. (When I was there he was still doing his PhD.) 

I don't remember Daniel Hall though : ( 


Later 
James 


Nick Ferguson wrote: 
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> Bizarre... Jim Brown (formerly of VIS and DMA, yeah?) is doing some 

> consultant work where I work and I had a short meeting with him today about 
> our working practices. I met him at the GDUK awards back in 1998, but I 

> decided not to mention that seeing as the encounter probably didn't stick in 
> his mind! 

> 

> It's a small industry, innit? :) I suppose you might remember a guy called 
> Daniel Hall who did the MSc? 

> 

> "James Burns" <james.w.burns@talk21.com> wrote in message 

> news: and6v5Shba6@www.netyaroze-europe.com... 

> 

>>Hey Andrew, 


>> 
>>Your not the only guinea pig for that degree ;) 
>>I did that exact course 2 years ago, had a great laugh in the games 


>>development classes with Jim Bown! (If you see him ask about The Jobby 
>>Game, not my work btw!) 

> 

> 

> 


—-MESSAGE FILE 9764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08492 


—-MESSAGE FILE 9765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008493 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Sat, 5 Oct 2002 12:31:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <anmjlsSmrm6@www.netyaroze-europe. com> 

References: <aml9d1$cle2@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust16.manc.broadband.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hmmm - tricky one.... 


Just off the top of my head (not thought it through properly yet) but how 
about each object having a long value which contains some sort of unique bit 
pattern, e.g. 


SuperClueID 0010..... 
BrokenVaseID 1101..... 
BucketID 1010.... 
FountainID 0101.... 


Then, you can and the object ID's together, and if (for example) the value 
turned out to be all ones, the objects can combine. 


Like I said, i've not really given it much thought, so just ignore me if it 
turns out i'm talking crap ;) 


Cheers 
Andy 
"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 


news:aml19d1$cle2@www.netyaroze-europe.com... 
> Hi, 


Been busy working on an arcade adventure, these are the games from the 
good old days like Everyone's a Wally and Jack the Nipper. 


I've got to the bit where the objects need to interact with each other, 
so if you are carrying the "super clue" and the "broken vase" the vase 


V V V V V V 
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mends, or you are carrying "an empty bucket" and you walk past a 
tape/fountain and the bucket becomes "full bucket" 


Basically I can't think of the best way to setup all the objects and how 
they interact with each other without a load of "if" statements :) 


Cheers 
Nigel Critten 
www.100tinsoldiers.com 


VVVVVVVV VV 


—-MESSAGE FILE 9765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08493 


—-MESSAGE FILE 9766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008494 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 

Date: Sat, 5 Oct 2002 20:38:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <annfhsS$mrm7@www.netyaroze-europe. com> 

References: <acl84eSb2011@www.netyaroze-europe.com> <ad3g5d$nos2@www.netyaroze-europ 

e.com> <ad45jrSnos4@www.netyaroze-europe.com> <aj8tnuS$k142@www.netyaroze-europe. com> 
<aj9ecs$k143@www.netyaroze-europe.com> <ancav5Shba2@www.netyaroze-europe.com> <anl6 
rbSmrm3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-2-10.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


What's your current email address? 


—-MESSAGE FILE 9766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08494 


-—-MESSAGE FILE 9767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008495 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Multiple Font IDs 

Date: Mon, 7 Oct 2002 00:37:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <anghvlSmrm8@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-1-5-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey Dudes, 

Is it possible to have multiple fonts open to the screen at one time? 

I am trying to create two font IDs, one is located on the top half of the 
screen (at 320x256 PAL res) and the other in the bottom half. The code 


segments of interest are as follows: 


In Graphics.c: 


int LoadFont(int yl, int width, int height) 

{ 

FntLoad (960,256) ; 

return (FntOpen(16, yl, width, height, 0, 512)); 
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}//loadfont 
In Main.c: 


Gfx.FntID[0] 
Gfx.FntID[1] 


LoadFont (0, SCRNW, 127); 
LoadFont (128, SCRNW, 127); 


And later in Main.c: 


FntPrint (Gf£x.FntID[0], "Frame: %d\n", frameNumber) ; 
FntPrint (Gf£x.FntID[1], "Frame: %d\n", frameNumber) ; 


The problem is that all calls to FntPrint (wither with Gfx.FntID[0] or 
Gfx.FntID[1]) all seem to be in the lower part of the screen, i.e. where the 
second (Gfx.FntID[1]) font ID has been opened. 


Any suggestions? 


Thanks, 
Andrew. 


—-MESSAGE FILE 9767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08495 


—-MESSAGE FILE 9768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008496 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Multiple Font IDs 

Date: Mon, 7 Oct 2002 16:20:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <ans97qSmrm9@www.netyaroze-europe. com> 
References: <anghvlSmrm8@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3231.chimpanzee.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I had a quick play with this and it looks like it's the second FntLoad 
that's causing the problem, try calling it just the once. Also flush the 
streams individually, FntFlush(-1) doesn't seem to work. 


Peter 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news: anghvlSmrm8@www.netyaroze-europe.com... 
> Hey Dudes, 


Is it possible to have multiple fonts open to the screen at one time? 


I am trying to create two font IDs, one is located on the top half of the 
screen (at 320x256 PAL res) and the other in the bottom half. The code 
segments of interest are as follows: 


In Graphics.c: 


int LoadFont(int yl, int width, int height) 

{ 

FntLoad (960,256) ; 

return (FntOpen(16, yl, width, height, 0, 512)); 
}//loadfont 


In Main.c: 


Gfx.FntID[0] 
Gfx.FntID[1] 


LoadFont (0, SCRNW, 127); 
LoadFont (128, SCRNW, 127); 


VVVVVVVVVVVVVV VV VV VV 
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> And later in Main.c: 

> 

> FntPrint(Gfx.FntID[0], "Frame: %d\n", frameNumber) ; 

> FntPrint (Gfx.FntID[1], "Frame: %d\n", frameNumber) ; 

> 

> The problem is that all calls to FntPrint (wither with Gfx.FntID[0] or 
> Gfx.FntID[1]) all seem to be in the lower part of the screen, i.e. where 
the 

> second (Gfx.FntID[1]) font ID has been opened. 

> 

> Any suggestions? 

> 

> Thanks, 

> Andrew. 

> 

> 

> 


—-MESSAGE FILE 9768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08496 


—-MESSAGE FILE 9769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008497 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Multiple Font IDs 

Date: Mon, 7 Oct 2002 23:24:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <ant22m$Smrml0@www.netyaroze-europe. com> 

References: <anghvlSmrm8@www.netyaroze-europe.com> <ans97qSmrm9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-80-195-75-64-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Thanks Peter, 
Thats done the trick! 


FntLoad was messing it up, I think... but should it really matter? 


FntFlush(Gfx.FntID[0]); and FntFlush(Gfx.FntID[1]); seem to have done the 
trick but I was under the impression that -1 cleared all font calls to all 
IDs. Oh well. I had a look at the libref and it says that up to 8 separate 
fnt ids are supported. 


It works! 


Andrew. 

"Peter Armstrong" <hanno@btinternet.com> wrote in message 
news:ans97q$Smrm9@www.netyaroze-europe.com... 

I had a quick play with this and it looks like it's the second FntLoad 
that's causing the problem, try calling it just the once. Also flush the 
streams individually, FntFlush(-1) doesn't seem to work. 


Peter 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news: anghvlSmrm8@www.netyaroze-europe.com... 
Hey Dudes, 


Is it possible to have multiple fonts open to the screen at one time? 


> 
> 
> 
> I am trying to create two font IDs, one is located on the top half of 
he 
> screen (at 320x256 PAL res) and the other in the bottom half. The code 
> segments of interest are as follows: 


VVGtEVVVVVVVVV VV VV 
v 
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In Graphics.c: 


int LoadFont(int yl, int width, int height) 

{ 

FntLoad (960,256) ; 

return (FntOpen(16, yl, width, height, 0, 512)); 
}//loadfont 


In Main.c: 


Gfx.FntID[0] = LoadFont (0, SCRNW, 127); 
Gfx.FntID[1] LoadFont (128, SCRNW, 127); 


And later in Main.c: 


FntPrint (G£x.FntID[0], "Frame: %d\n", frameNumber) ; 
FntPrint (Gf£x.FntID[1], "Frame: %d\n", frameNumber) ; 


The problem is that all calls to FntPrint (wither with Gfx.FntID[0] 

Gfx.FntID[1]) all seem to be in the lower part of the screen, i.e. 
he 

second (Gfx.FntID[1]) font ID has been opened. 


Any suggestions? 


Thanks, 
Andrew. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 
VVVVVVVVV EV VV VV VV VV VV VV VV VV VV VV 
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-—-MESSAGE FILE 9769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08497 


—-MESSAGE FILE 9770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008498 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Multiple Font IDs 

Date: Tue, 8 Oct 2002 00:13:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <ant4ts$mrmll@www.netyaroze-europe. com> 


References: <anghvlSmrm8@www.netyaroze-europe.com> <ans97qSmrm9@www.netyaroze-europe 


.com> <ant22mSmrm10@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-674.cheetah.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news:ant22mSmrml10@www.netyaroze-europe.com... 
> Thanks Peter, 


> 
> Thats done the trick! 

> 

> FntLoad was messing it up, I think... but should it really matter? 


FntLoad loads the font pattern to vram and also initialises the print 
streams, so the second call is closing the first stream you opened. 


V V V V 


fnt ids are supported. 


FntFlush (Gfx.FntID[0]); and FntFlush(Gfx.FntID[1]); seem to have done the 
trick but I was under the impression that -1 cleared all font calls to all 
IDs. Oh well. I had a look at the libref and it says that up to 8 separate 
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I thought the same so I'm a bit confused there myself. :) 

Peter 

It works! 


Andrew. 

"Peter Armstrong" <hanno@btinternet.com> wrote in message 
news:ans97qSmrm9@www.netyaroze-europe.com... 

> I had a quick play with this and it looks like it's the second FntLoad 
that's causing the problem, try calling it just the once. Also flush the 
streams individually, FntFlush(-1) doesn't seem to work. 


Peter 

"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news: anghvlSmrm8@www.netyaroze-europe.com... 

Hey Dudes, 

Is it possible to have multiple fonts open to the screen at one time? 


I am trying to create two font IDs, one is located on the top half of 


screen (at 320x256 PAL res) and the other in the bottom half. The code 
segments of interest are as follows: 


In Graphics.c: 


int LoadFont(int yl, int width, int height) 

{ 

FntLoad (960,256) ; 

return (FntOpen(16, yl, width, height, 0, 512)); 
}//loadfont 


In Main.c: 


Gfx.FntID[0] = LoadFont (0, SCRNW, 127); 
Gfx.FntID[1] = LoadFont (128, SCRNW, 127); 


And later in Main.c: 


FntPrint (Gf£x.FntID[0], "Frame: %d\n", frameNumber) ; 
FntPrint (Gf£x.FntID[1], "Frame: %d\n", frameNumber) ; 


The problem is that all calls to FntPrint (wither with Gfx.FntID[0] or 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVOVVVVV VV VV VV VV VV VV VV VV VV EVV VV VV VV VV VV 


VVVVVVVVVEOVVVVV VV VV VV VV VV VV VV VV N NO V NV VV V 


Gfx.FntID[1]) all seem to be in the lower part of the screen, i.e. 
wher 
> he 
> second (Gfx.FntID[1]) font ID has been opened. 
> 
> Any suggestions? 
> 
> Thanks, 
> Andrew. 
> 
> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 9770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08498 


—-MESSAGE FILE 9771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008499 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Great PS1 opportunities! 
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Date: Tue, 
Lines: 10 
Message-ID: 
References: 
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8 Oct 2002 09:58:18 +0100 
Organization: 


PlayStation Net Yaroze (SCEE) 
<anu74uSmrm12@www.netyaroze-europe. com> 


<acl184e$b2011@www.netyaroze-europe.com> <ad3g5dSnos2@www.netyaroze-europ 


e.com> <ad45jrSnos4@www.netyaroze-europe.com> <aj8tnuS$k142@www.netyaroze-europe. com> 
<aj9ecs$k143@www.netyaroze-europe.com> <ancav5Shba2@www.netyaroze-europe.com> <anl6 


rbSmrm3@www. 


NNTP-Posting-Host: 


X-Priority: 


netyaroze-europe.com> <annfhs$mrm7@www.netyaroze-europe. com> 
host213-122-58-205.in-addr.btopenworld.com 
3 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


It's the usual marc@darkhex.com one 


:-) 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news:annfhs$mrm7@www.netyaroze-europe.com... 
> What's your current email address? 


> 
> 


—-MESSAGE FILE 9771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08499 


-—-MESSAGE FILE 9772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008500 
Path: 
From: Nigel 
Newsgroups: 
Subject: Re: 
Date: Wed, 


Lines: 47 
Message-ID: 
References: 
. com> 


U 


Very nice idea, 


chuka.playstation.co.uk!news 


Critten <Nigel@100Tinsoldiers.com> 
scee.yaroze.freetalk.english 
Adventures 


09 Oct 2002 16:01:42 +0100 
Organization: 


PlayStation Net Yaroze (SCEE) 
<aolgsh$mrm14@www.netyaroze-europe. com> 


<aml19d1$cle2@www.netyaroze-europe.com> <anmjls$mrm6@www.netyaroze-europe 


NNTP-Posting-Host: modem-364.ballistic.dialup.pol.co.uk 
Mime-Version: 
Content-Type: text/plain; 

Content-Transfer-Encoding: 
ser-Agent: Mozilla/5.0 
X-Accept-—Language: 


1.0 

charset=us-ascii; format=flowed 
7bit 
(Windows; 
en 


U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 


en-us, 


I've been having a think about it because I could think 


of a way to work out what the thing did when combined then I realised 
how stupid I had been and thought I could just add some extra bits for 
the actual event. 


So with the 


SuperGlueID 


example you game 


0010 1100 


BrokenVaseID 1101 0001 


the result would be 1111 1101 so the first 4 bits all 


equal 1, and the 


second 4 bits equal 1101 so I can say ah its a match now do 1101 


in the case 


of these it would be a mended vase, in the case of using the 


SpeccyTapeID with the Speccy the result would be playing the speccy 


game, 


its such a neat idea I love it, 


and I'm going to use it, just need 


to work out what object works with what to give them all unique IDs but 
thats what a pencil and paper were invented for ;) 


I can also increase the size of either side if I need more IDs, 


I don't 


know how many objects I'm going to need but thats not a problem 


Thanks for the idea Andy, 


Cheers 
Nigel 
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Andrew Partington wrote: 
Hmmm - tricky one.... 


Just off the top of my head (not thought it through properly yet) but how 
about each object having a long value which contains some sort of unique bit 
pattern, e.g. 


SuperClueID 0010..... 
BrokenVaseID 1101..... 
BucketID 1010.... 
FountainID 0101.... 


Then, you can and the object ID's together, and if (for example) the value 
turned out to be all ones, the objects can combine. 


Like I said, i've not really given it much thought, so just ignore me if it 
turns out i'm talking crap ;) 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 9772 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08500 


-—-MESSAGE FILE 9773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008501 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Still Yarozing 

Date: Wed, 9 Oct 2002 21:49:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ao258qSmrm15@www.netyaroze-europe. com> 

References: <ancasmShbal@www.netyaroze-europe.com> <anceu6Shba3@www.netyaroze-europe 
.com> <ancs7rShba4@www.netyaroze-europe.com> <and6v5Shba6@www.netyaroze-europe. com> 
<anl5iuS$mrm2@www.netyaroze-europe.com> <anmisqSmrm5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-188-85.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


LOL. I'm thinking of someone else... ignore me, I'm a prat! :) 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news:anmisqSmrm5@www.netyaroze-europe.com... 


> Nick, 

> 

> Did you mean Brown or Bown? 

> Cos Jim Bown is a lecturer at Abertay, and I wasn't aware of him doing 
> consultancy work. (When I was there he was still doing his PhD.) 

> 

> I don't remember Daniel Hall though : ( 


-—-MESSAGE FILE 9773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08501 


—-MESSAGE FILE 9774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008502 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Fri, 11 Oct 2002 23:37:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <ao7k9vStb2@www.netyaroze-europe. com> 

References: <aml9d1$cle2@www.netyaroze-europe.com> <anmjlsSmrm6@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: modem-773.arcanine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en-us, en 


Slight snag should have seen it earlier, laying out the bit pattern is 
going to be really tricky if you look at you example if I pickup Broken 
Vase and the fountain (or walk past it) then I'm going to get 1111, it 
would be possible to do a custom routine so if there is a 1 in both 
positions it gets turned into a 0.. hmmm? 


> 
> SuperClueID 0010..... 
> BrokenVaseID 1101..... 
> BucketID 1010.... 
> FountainID 0101.... 


—-MESSAGE FILE 9774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08502 


-—-MESSAGE FILE 9775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008503 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Fri, 11 Oct 2002 23:44:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <ao7knuStb3@www.netyaroze-europe. com> 

References: <aml9d1$cle2@www.netyaroze-europe.com> <anmjlsS$mrm6@www.netyaroze-europe 
.com> <ao7k9v$tb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-773.arcanine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en-us, en 


Its alright I sorted the problem as I was typing the last post... doh! 


funny how often you can think of something as you type but you can stare 
at the code for hours without results :) 


I now XOR them together which basically is the same as an or but if you 
get to ls then they turn to 0s which is perfect because they then don't 
match. 


a =111000 

b =000111 
result = 111111 
a = 111001 

b = 000111 


result = 111110 

which is nice ;) 

Nigel 

ae FILE 9775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


—-MESSAGE FILE 9776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008504 
Path: chuka.playstation.co.uk!news 
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From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Adventures 

Date: Sat, 12 Oct 2002 01:07:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <ao7pisStb4@www.netyaroze-europe.com> 

References: <aml9d1Scle2@www.netyaroze-europe.com> <anmjlsSmrm6@www.netyaroze-europe 
.com> <ao7k9vStb2@www.netyaroze-europe.com> <ao7knuStb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1l-6-cust16.manc.broadband.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Hi Nigel, 


Yeah, thought it should have been a XOR b soon after I posted, like I said, 
it was just something off the top of my head first thing in the morning (and 
been a bit busy at work to follow the groups unfortunately) - glad you found 
it useful :) 


Andy 


= === Original Message ----- 

From: "Nigel Critten" <Nigel@100Tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Sent: Friday, October 11, 2002 11:44 PM 

Subject: Re: Adventures 


Its alright I sorted the problem as I was typing the last post... doh! 


funny how often you can think of something as you type but you can stare 
at the code for hours without results :) 


I now XOR them together which basically is the same as an or but if you 
get to ls then they turn to 0s which is perfect because they then don't 
match. 


a =111000 

Ե -000111 
result = 111111 
a = 111001 

b = 000111 


result = 111110 
which is nice ;) 


Nigel 


VVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 9776 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08504 


-—-MESSAGE FILE 9777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008505 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM Discs 

Date: Wed, 16 Oct 2002 10:56:28 +1300 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <aoi2usStb5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hey Guys, im trying to track down previous OPSM disks, and i looked on the 
Yaroze Scene Site and theres an incomplete list of previous disks with 
games. Does anyone have a more complete list? would be helpful, so that i 
can just get the cds with games i need. 


Greg 


-—-MESSAGE FILE 9777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08505 


—-MESSAGE FILE 9778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008506 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Tue, 15 Oct 2002 23:28:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <aoid93Stb6@www.netyaroze-europe. com> 
References: <aoi2usStb5@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: aoi2usStb5@www.netyaroze-europe.com... 

> Hey Guys, im trying to track down previous OPSM disks, and i looked on the 
Yaroze Scene Site and theres an incomplete list of previous disks with 
games. Does anyone have a more complete list? would be helpful, so that 


can just get the cds with games i need. 


Greg 


V. V V V N Ps N V 


--MESSAGE FILE 9778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08506 


—-MESSAGE FILE 9779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008507 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Tue, 15 Oct 2002 23:44:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <aoiépsStb7@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: modem-1996.llama.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


There was no Yaroze games with the latest OPSM 
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gaz 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news:aoi593Stb6@www.netyaroze-europe.com... 

> This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


news: aoi2usStb5@www.netyaroze-europe.com... 

> Hey Guys, im trying to track down previous OPSM disks, and i looked on 
the 
> > Yaroze Scene Site and theres an incomplete list of previous disks with 
> > games. Does anyone have a more complete list? would be helpful, so 


> 
> 
> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
> 
> 


can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVVV 


—-MESSAGE FILE 9779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08507 


—-MESSAGE FILE 9780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008508 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 12:07:26 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <aoi73sStb8@www.netyaroze-europe. com> 

References: <aoi2usS$tb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Hmmm thats very similar to the one on yaroze scene with a few more issues 
added, but peopl ehave been telling me that issues before #26 had games, ie 
disk 21 aparently had a yaroze compilation? 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: aoi593Stb6@www.netyaroze-europe.com... 

> This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


news: aoi2usStb5@www.netyaroze-europe.com... 

> Hey Guys, im trying to track down previous OPSM disks, and i looked on 
the 
> > Yaroze Scene Site and theres an incomplete list of previous disks with 
> > games. Does anyone have a more complete list? would be helpful, so 


> 
> 
> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
> 
> 


can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVV VY 
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—-MESSAGE FILE 9780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08508 


—-MESSAGE FILE 9781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008509 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 15:07:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <aojsacStb9@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoid593Stb6@www.netyaroze-europe.c 
օո» <aoi6psStb7@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I know, shame that. Hopefully it's just a break, rather than the end. It'd 
be a crime against humanity not to repeat Time Slip and Decaying Orbit. I 
assume StarsWars is still planned to go on. 


Derek 


"gazw" <sandinista@ic24.net> wrote in message 
news: aoi6psStb7@www.netyaroze-europe.com... 
> There was no Yaroze games with the latest OPSM 


gaz 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: aoi593Stb6@www.netyaroze-europe.com... 

> This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


news:aoi2usStb5@www.netyaroze-europe.com... 

> Hey Guys, im trying to track down previous OPSM disks, and i looked on 
the 
> > Yaroze Scene Site and theres an incomplete list of previous disks with 
> > games. Does anyone have a more complete list? would be helpful, so 


> 

> 

> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
> 

> 


can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVVVVVVVVV VV VV VV VV VV VV 
VVVVVVVV 


—-MESSAGE FILE 9781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08509 


-—-MESSAGE FILE 9782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008510 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 
Date: Wed, 16 Oct 2002 15:20:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 
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Message-ID: <aojt2sStb1l0@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
օո» <aoi73s$tb8@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> peopl ehave been telling me that issues before #26 had games 
I don't think that's correct. 


Look back to the earliest posts of scee.yaroze.announce. The only OPM 
yaroze demo I don't have listed is George Bain's Star Fighter, as I'm not 
sure which disc it was hidden on. 


Derek 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:aoi73sS$tb8@www.netyaroze-europe.com... 

> Hmmm thats very similar to the one on yaroze scene with a few more issues 
> added, but peopl ehave been telling me that issues before #26 had games, 
ie 


v 


disk 21 aparently had a yaroze compilation? 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aoi593Stb6@www.netyaroze-europe.com... 

This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


v 


news:aoi2us$tb5@www.netyaroze-europe.com... 

> Hey Guys, im trying to track down previous OPSM disks, and i looked on 
the 
> > Yaroze Scene Site and theres an incomplete list of previous disks with 
Does anyone have a more complete list? would be helpful, so 


> 
> 
> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
> 
> 


can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVVVVVVVVVV VV VV VV VV 
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—-MESSAGE FILE 9782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08510 


-—-MESSAGE FILE 9783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008511 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 19:07:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <aokacdStb11@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoid593Stb6@www.netyaroze-europe.c 
om> <aoié6psS$tb7@www.netyaroze-europe.com> <aojsacStb9@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-122-186-4.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
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Last I heard about StarsWars was it might not be going on the disk now, due 
to it's nature. 


That's not confirmed though (but likely). 


Marc. 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: aojsacS$tb9@www.netyaroze-europe.com... 

> I know, shame that. Hopefully it's just a break, rather than the end. 
It'd 
be a crime against humanity not to repeat Time Slip and Decaying Orbit. I 
assume StarsWars is still planned to go on. 


Derek 


"gazw" <sandinista@ic24.net> wrote in message 
news: aoi6psStb7@www.netyaroze-europe.com... 

> There was no Yaroze games with the latest OPSM 
> 

gaz 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aoi593Stb6@www.netyaroze-europe.com... 

> This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:aoi2usS$tb5@www.netyaroze-europe.com... 
> Hey Guys, im trying to track down previous OPSM disks, and i looked 


VVVVVVVVV VV 


V V V V V 


the 
> > Yaroze Scene Site and theres an incomplete list of previous disks 


ir 


> > games. Does anyone have a more complete list? would be helpful, so 


can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVV 


VVVVVVVVVVVVVV EVV OVVV VV VV VV VV VV VV VV VV VV 
VVVVVVVVVVVV EVV 


—-MESSAGE FILE 9783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08511 


—-MESSAGE FILE 9784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008512 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 19:17:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <aokaubStb12@www.netyaroze-europe. com> 

References: <aoi2usS$tb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> <aoi6psStb7@www.netyaroze-europe.com> <aojsacStb9@www.netyaroze-europe.com> <aok 
acdStb11l@www.netyaroze-europe. com> 
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NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Oh. I'm sorry to hear that, Marc =( 
Derek 


"Marc Lambert" <marc@darkhex.com> wrote in message 

news: aokacdStbll@www.netyaroze-europe.com... 

> Last I heard about StarsWars was it might not be going on the disk now, 
due 

> to it's nature. 

> 

That's not confirmed though (but likely). 


> 
> 
> 
> Marc. 
> 
> 


—-MESSAGE FILE 9784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08512 


—-MESSAGE FILE 9785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008513 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 19:29:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <aokbinStb13@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoid593Stb6@www.netyaroze-europe.c 
om> <aoi6psStb7@www.netyaroze-europe.com> <aojsacS$tb9@www.netyaroze-europe.com> <aok 
acdStb1ll@www.netyaroze-europe.com> <aokaubStb12@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-87-80.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ahh, thats evil! 


—-MESSAGE FILE 9785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08513 


—-MESSAGE FILE 9786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008514 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Thu, 17 Oct 2002 09:23:31 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <aokhsfStb14@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> <aoi73sStb8@www.netyaroze-europe.com> <aojt2sS$tbl0@www.netyaroze-europe.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


so someone just sent me a list of Disks they had with yaroze stuff on them, 
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d its confusing me, hes what they sent. 
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ats the deal with the Voll and Vol 2? im totally confused :) 
erek da Silva" <dasi@blueyonder.co.uk> wrote in message 
ws:aojt2sStbl0@www.netyaroze-europe.com... 

> peopl ehave been telling me that issues before #26 had games 


I don't think that's correct. 


Look back to the earliest posts of scee.yaroze.announce. The only OPM 
yaroze demo I don't have listed is George Bain's Star Fighter, as I'm not 
sure which disc it was hidden on. 


Derek 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: aoi73sS$tb8@www.netyaroze-europe.com... 

> Hmmm thats very similar to the one on yaroze scene with a few more 

sues 

> added, but peopl ehave been telling me that issues before #26 had games, 
ie 


v 


disk 21 aparently had a yaroze compilation? 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aoi593Stb6@www.netyaroze-europe.com... 

> This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:aoi2usS$tb5@www.netyaroze-europe.com... 
> Hey Guys, im trying to track down previous OPSM disks, and i looked 


VVVVVVVV V 


V V V V V 


the 
> > Yaroze Scene Site and theres an incomplete list of previous disks 


5' 


> > games. Does anyone have a more complete list? would be helpful, Տօ 


can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVVVVV VV EVV 
VV V V V V V 


--MESSAGE FILE 9786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08 


514 
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—-MESSAGE FILE 9787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008515 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 22:06:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <aokkshStb15@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> <aoi73sS$tb8@www.netyaroze-europe.com> <aojt2sStbl0@www.netyaroze-europe.com> <ao 
khsfS$tbl14@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


No idea, Greg. Maybe if we could find out what's on them? 
Derek 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: aokhsfS$tbl1l4@www.netyaroze-europe.com... 

> so someone just sent me a list of Disks they had with yaroze stuff on 
them, 

> and its confusing me, hes what they sent. 


vol 2 no.18 
vol 2 no.14 
vol 1 ոօ.39 
vol 1 ոօ.38 
vol2 mo.13 

vol2 no.15 

vol 1 ոօ.40 
vol 1 ոօ.46 
vol 1 ոօ.12 
vol 1 ոօ.77 
vol 1 ոօ.44 
vol 2 ոօ.17 
vol 1 ոօ.51 
vol 2 ոօ.11 
vol 2 ոօ.8 

vol 2 ոօ.12 


Whats the deal with the Voll and Vol 2? im totally confused :) 
"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aojt2sS$tbl0@www.netyaroze-europe.com... 

> peopl ehave been telling me that issues before #26 had games 


I don't think that's correct. 


Look back to the earliest posts of scee.yaroze.announce. The only OPM 
yaroze demo I don't have listed is George Bain's Star Fighter, as I'm 


O 


VVVVVVVVVV EVV V V V V 


sure which disc it was hidden on. 


Derek 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:aoi73sS$Stb8@www.netyaroze-europe.com... 

> Hmmm thats very similar to the one on yaroze scene with a few more 
issues 

> > > added, but peopl ehave been telling me that issues before #26 had 
games, 
> > ie 
> > > disk 21 aparently had a yaroze compilation? 


ՄԺՄՊՊԿՊՊՎՊՎՊՊՎՊՎՊՎՊԾՊՎՊ ՊՊՊՊՎՊՎՊՊՊՎՊՎՊՊՊՎՊՎՎՊՊՎՊՊՎՊՊՎՎՊՎՊՊՊՎ 
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>> 

> > "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

> > news:ao0i593Stb6é@www.netyaroze-europe.com... 

> > > This list is complete and correct as far as I know: 

> > > http://www.dasi.pwp.blueyonder.co.uk/ 

>>> 

> > > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
> > > news:aoi2usStb5@www.netyaroze-europe.com... 

> > > > Hey Guys, im trying to track down previous OPSM disks, and i 
ooked 

on 

> > the 

> > > > Yaroze Scene Site and theres an incomplete list of previous disks 
with 


> > > > games. Does anyone have a more complete list? would be helpful, 
° 
hat 
i 
can just get the cds with games i need. 


> 
> 
> Greg 
> 
> 


VVVVVVVVV VV 
VVVVVV VV Crt 


VVVVVVVVVVVVV VV DV VV VV EV VV VV VV VV 
VVVVVVVVVVV VV 


—-MESSAGE FILE 9787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08515 


-—-MESSAGE FILE 9788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008516 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Wed, 16 Oct 2002 22:29:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <aokm6mStb16@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> <aoi73sStb8@www.netyaroze-europe.com> <aojt2sS$tbl0@www.netyaroze-europe.com> <ao 
khsfS$tb1l4@www.netyaroze-europe.com> <aokkshStb15@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-34-87-80.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I might have a few, ill look 2moro sometime 


—-MESSAGE FILE 9788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08516 


—-MESSAGE FILE 9789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008517 

Path: chuka.playstation.co.uk!news 

From: "gazw" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM Discs 

Date: Thu, 17 Oct 2002 23:24:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 
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Message-ID: <aop4soS5pnl@www.netyaroze-europe. com> 

References: <aoi2usStb5@www.netyaroze-europe.com> <aoi593Stb6@www.netyaroze-europe.c 
om> <aoi73sS$tb8@www.netyaroze-europe.com> <aojt2sS$tbl0@www.netyaroze-europe.com> <ao 
khsfS$tbl14@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3144.lemur.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Definitely NO Yaroze game on issue 51`5 disc . I would doubt some of the 
others as well . 
No idea what the vol 1 and 2 stuff is though 


gaz 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: aokhsfStbl1l4@www.netyaroze-europe.com... 

> so someone just sent me a list of Disks they had with yaroze stuff on 
them, 

> and its confusing me, hes what they sent. 


vol 2 no.18 
vol 2 no.14 
vol 1 ոօ.39 
vol 1 no.38 
vol2 mo.13 

vol2 no.15 

vol 1 no.40 
vol 1 no.46 
vol 1 no.12 
vol 1 no.77 
vol 1 no.44 
vol 2 no.17 
vol 1 ոօ.51 
vol 2 ոօ.11 
vol 2 ոօ.8 

vol 2 ոօ.12 


Whats the deal with the Voll and Vol 2? im totally confused :) 
"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:aojt2sS$tbl0@www.netyaroze-europe.com... 


> > peopl ehave been telling me that issues before #26 had games 

> 

> I don't think that's correct. 

> 

> Look back to the earliest posts of scee.yaroze.announce. The only OPM 
> yaroze demo I don't have listed is George Bain's Star Fighter, as I'm 
ot 

> sure which disc it was hidden on. 

> 

> Derek 

> 

> 

> 

> 

> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> news:aoi73sStb8@www.netyaroze-europe.com... 

> > Hmmm thats very similar to the one on yaroze scene with a few more 


issues 
> > added, but peopl ehave been telling me that issues before #26 had 
ames, 
> ie 


Vv 


disk 21 aparently had a yaroze compilation? 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: aoi593Stb6@www.netyaroze-europe.com... 

> This list is complete and correct as far as I know: 
http://www.dasi.pwp.blueyonder.co.uk/ 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:aoi2usStb5@www.netyaroze-europe.com... 


VVVVVVVVVVOQOVVVV VV VV VV VV BV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVV VV 
VV V NV VV V V 


> 
> 
> 
> 
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>> > > > Hey Guys, im trying to track down previous OPSM disks, and i 
looked 


> on 

> > > the 

> > > > > Yaroze Scene Site and theres an incomplete list of previous disks 
> with 

>> > > > games. Does anyone have a more complete list? would be helpful, 
so 

> > > that 

> > > k 

> > > > > can just get the cds with games i need. 
> > > > > 

> > > > > Greg 

> P> u> -> 

> > > > > 

> > > > 

> > > > 

> > > 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 9789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08517 


—-MESSAGE FILE 9790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008518 

Path: chuka.playstation.co.uk!news 

From: "gazw" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OT Old Classics 

Date: Tue, 22 Oct 2002 23:48:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ap4155S5pn2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2237.llama.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Looking to catch up and get hold of a few games for the PSX , before it’s 
too late ...... Especially after old type shooters , possibly something like 
the Namco classic series , or something similar ? Anyone know what was on 
these , where I can get 

“em ? 


gaz 


—-MESSAGE FILE 9790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08518 


-—-MESSAGE FILE 9791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008519 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Totaly off topic but... 

Date: Wed, 23 Oct 2002 15:23:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 


Net Yaroze newsgroups message dump.txt 


Message-ID: <apébsgS$5pn3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-9-109.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, when i first got the yaroze i knew nothing of HTML or websites and put 
like everytihng i had ever made on my site here. 

I know a few of ypu might have downloaded a few of them, sl downloaded 
esheep i remember.. 


I was just wondering if anyone here downloaded a 3D model of a Worm I made? 
I lost the back up and I realy want it back because i spent hours on it. 


Cheers, Chris 
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—-MESSAGE FILE 9791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08519 


—-MESSAGE FILE 9792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0008520 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Totaly off topic but... 

Date: 24 Oct 2002 08:07:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c27b33$721dcf60$738f933e@pal-—s-—omnibook> 
References: <ap6bsg$5pn3@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-—4-62-147-143-115.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<ap6bsgS$5pn3@www.netyaroze-europe.com>... 

> I was just wondering if anyone here downloaded a 3D model of a Worm I 
made? 


What would the filename look like? And was it part of something bigger 
(demo, game...) ? 


—-MESSAGE FILE 9792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/en 
08520 


—-MESSAGE FILE 9793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/ 
0008521 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT Old Classics 

Date: 24 Oct 2002 08:33:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <01c27b36Sf£7d9ed20$738f933e@pal-—s-—omnibook> 
References: <ap4155S$5pn2@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-3-62-147-139-54.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


gazw <sandinista@ic24.net> wrote in article 
<ap4155S$5pn2@www.netyaroze-europe.com>... 

> Looking to catch up and get hold of a few games for the PSX , before it’s 
> too late ...... Especially after old type shooters , possibly something 
like 

> the Namco classic series , or something similar ? Anyone know what was on 
> these , where I can get 

> ‘em ? 


Things that are more or less shooters, more or less classic, that I'm aware 
of on PSX: 


english/0 


glish/000 


english/0O 
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Williams Arcade's greatest hits (US) 
Sinistar, Robotron, Defender, Defender II 


Arcade's greatest hits The Atari collection 2 (EUR) 
Millipede 


Capcom generations (EUR, 4 discs) 
Disc 1: 1942, 1943, 1943 kai 
Disc 4: Commando, Mercs, Gunsmoke 


Namco museum vol. 4 (JP) 
Assault 
Namco museum vol. 2 (JP) 


Xevious, Gaplus, Grobda 


Raiden (Raiden DX and Raiden Project?) 


Einhaender 
Raystorm 
Project X2 


R-Type collection 


R-Type delta 
Darius-G 
Strikers 1945 (soon to be released) 


My favorites are Raiden and Gaplus. I haven't tried them all though. I 
think most of these are not easy to find. I'm sure there's more detail 
about the Namco museum series in different places of the web. 

For more details just ask :) 


--MESSAGE FILE 9793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08521 


--MESSAGE FILE 9794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008522 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT Old Classics 

Date: Thu, 24 Oct 2002 11:43:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <ap8jclS5pn4@www.netyaroze-europe. com> 

References: <ap4155S$5pn2@www.netyaroze-europe.com> <01c27b36Sf£7d9ed20$738f933e@pal-s 
-omnibook> 

NNTP-Posting-Host: host217-39-9-109.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


If thois include yaroze, Ion Storm was great. 


-—-MESSAGE FILE 9794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08522 


—-MESSAGE FILE 9795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008523 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: malloc... free??? 
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Date: Thu, 24 Oct 2002 17:36:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ap9820S5pn5@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-74-79-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I hear that the malloc and free functions in the current itteration of the 
Yaroze libs are not functioning 100% as they should be... 


Has anyone heard of this problem or how to fix it, i.e. an updated malloc.h 
and/or libps.h??? 
I downloaded the libps.zip that is on the yaroze site but it didn't claim to 
fix this supposed problem. 


Thanks 
Max 


—-MESSAGE FILE 9795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08523 


—-MESSAGE FILE 9796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008524 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Totaly off topic but... 

Date: Fri, 25 Oct 2002 13:36:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <apbebhS5Spn6@www.netyaroze-europe. com> 

References: <ap6bsg$5pn3@www.netyaroze-europe.com> <01c27b33S5721dcf60$738f933e@pal-s 
-omnibook> 

NNTP-Posting-Host: host217-36-10-141.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


It was made for quake 2, i cant remember the extencion Q2 models had, but i 
can only assume a search for *worm*.* would find it.. 


—-MESSAGE FILE 9796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08524 


—-MESSAGE FILE 9797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008525 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Totaly off topic but... 

Date: Fri, 25 Oct 2002 14:51:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <apbiobS5pn7@www.netyaroze-europe. com> 

References: <apébsgS5pn3@www.netyaroze-europe.com> <01c27b33S721dcf60$738f933e@pal-s 
-omnibook> <apbebhS$5pn6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-36-10-141.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


On an extra thought, it was probably zipped, containing a graphic and the 
model... 
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-—-MESSAGE FILE 9797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08525 


—-MESSAGE FILE 9798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008526 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: Fri, 25 Oct 2002 16:39:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <apbp3q$5pn8@www.netyaroze-europe. com> 
References: <ap9820S5pn5@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3153.chameleon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I remember it being mentioned that there were problems but I've not had any 
myself. It's recommended to initialize the heap yourself before allocating 
memory, in CW you have to do this anyway but in GCC it shouldn't be 
necessary. If you're having problems it's worth a try. 


Peter 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news :ap9820S5pn5@www.netyaroze-europe.com... 

> I hear that the malloc and free functions in the current itteration of the 
> Yaroze libs are not functioning 100% as they should be... 

> 

> Has anyone heard of this problem or how to fix it, i.e. an updated 
malloc.h 

> and/or libps.h??? 

> I downloaded the libps.zip that is on the yaroze site but it didn't claim 


օ 


fix this supposed problem. 


Thanks 
Max 


V V V V V V C 


--MESSAGE FILE 9798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08526 


--MESSAGE FILE 9799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008527 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: 26 Oct 2002 08:21:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c27cc7$ab65b220$a6d5933e@pal-—s—omnibook> 

References: <ap9820S5pn5@www.netyaroze-europe.com> <apbp3q$5pn8@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: nas-cbv-6-62-147-213-166.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


I remember having one problem and mentioning it here, but it was very 
light. It's something like you cant free an unmalloced pointer, or you cant 
malloc or free a zero-sized area. My solution was simply to use a wrapper. 


pal 


--MESSAGE FILE 9799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 9800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008528 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Totaly off topic but... 

Date: 26 Oct 2002 08:23:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <01c27cc7$fc64dd40$a6d5933e@pal-—s-—omnibook> 

References: <ap6bsg$5pn3@www.netyaroze-europe.com> <01c27b33S5721dcf60$738f933e@pal-s 
-omnibook> <apbebhS5pn6é@www.netyaroze-europe.com> <apbiobS5pn7@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: nas-—cbv-6-62-147-213-166.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Sorry, nothing found... 


—-MESSAGE FILE 9800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08528 


-—-MESSAGE FILE 9801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008529 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: 26 Oct 2002 08:30:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01lc27cc8Sf366cfe0$a6d5933e@pal-—s-—omnibook> 

References: <ap9820S5pn5@www.netyaroze-europe.com> <apbp3q$5pn8@www.netyaroze-europe 
.com> <01c27cc7$ab65b220$a6d5933e@pal—s-—omnibook> 

NNTP-Posting-Host: nas-—cbv-6-62-147-213-166.dial.proxad.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Finally I found some code where I mentioned the problem. It's just that you 
cant free(NULL). I actually needed to do that. My (ugly) fix was: 


void* tmpiInFree; 
#define properFree(x) (((tmpInFree = (void*) (x)) == NULL) ? NULL 
free (tmpiInFree) ) 


—-MESSAGE FILE 9801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08529 


—-MESSAGE FILE 9802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008530 

Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OT Old Classics 

Date: Fri, 25 Oct 2002 23:38:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <apdtehS5pn9@www.netyaroze-europe. com> 

References: <ap4155S$5pn2@www.netyaroze-europe.com> <01c27b36Sf£7d9ed20$738f933e@pal-s 
-omnibook> 

NNTP-Posting-Host: modem-2514.leopard.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news :01c27b36S£7d9ed20$738f933e@pal-—s-—omnibook... 
> gazw <sandinista@ic24.net> wrote in article 


Ne 
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before 


possibly something 


> <ap4155$5pn2@www.netyaroze-europe.com>... 

> > Looking to catch up and get hold of a few games for the PSX , 
ԼԵՑ 

> > too late ...... Especially after old type shooters , 

> like 

> > the Namco classic series , or something similar ? Anyone know what was 
on 

> > these , where I can get 

> > ‘em ? 

> 

> Things that are more or less shooters, more or less classic, 
aware 

> of on PSX: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


Williams Arcade's greatest hits (US) 
Sinistar, Robotron, Defender, Defender II 


Arcade's greatest hits The Atari collection 2 (EUR) 
Millipede 


Capcom generations (EUR, 4 discs) 
Disc 1: 1942, 1943, 1943 kai 
Disc 4: Commando, Mercs, Gunsmoke 


Namco museum vol. 4 (JP) 
Assault 
Namco museum vol. 2 (JP) 


Xevious, Gaplus, Grobda 


Raiden (Raiden DX and Raiden Project?) 


Einhaender 
Raystorm 
Project X2 


R-Type collection 


R-Type delta 
Darius-G 


Strikers 1945 (soon to be released) 


My favorites are Raiden and Gaplus. I haven't tried them all though. 


I 


think most of these are not easy to find. I'm sure there's more detail 


about the Namco museum series in different places of the web. 


For more details just ask :) 


Thanx for the info pal . Just what I was looking for 


ga 


z, 


—-MESSAGE FILE 9802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08 


530 


—-MESSAGE FILE 9803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 
Re 


08531 

th: chuka.playstation.co.uk!news 

om: "Chris Wallace" <chrisw666@btinternet.com> 
wsgroups: scee.yaroze.freetalk.english 

bject: Re: Totaly off topic but... 

te: Sat, 26 Oct 2002 15:23:03 +0100 

ganization: PlayStation Net Yaroze (SCEE) 

nes: 3 

ssage-ID: <ape8usS$5pn10@www.netyaroze-europe. com> 


ferences: <apé6ébsg$5pn3@www.netyaroze-europe.com> <01c27b33S5721dcf60$738f933e@pal-s 
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-omnibook> <apbebhS5pn6é@www.netyaroze-europe.com> <apbiobS5pn7@www.netyaroze-europe. 
com> <01c27cc7S$fc64dd40$a6d5933e@pal—s—omnibook> 

NNTP-Posting-Host: host217-36-10-141.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok np. thx for looking. 


—-MESSAGE FILE 9803 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08531 


—-MESSAGE FILE 9804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008532 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: Wed, 30 Oct 2002 18:57:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <appaj2$ j21@www.netyaroze-europe.com> 
References: <ap9820S5pn5@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-1-64-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I have tried out malloc now and the problem is when too much memory is 
assigned. I have several balls of the screen they are contained in a linked 
list and they can be added to or removed, I get to around 600 and the yaroze 
crashes. The size of my structure isn't that big. All i have in it isa 
GsSprite struct, an x and y velocity (ints), a pointer to the next ball and 
the last ball collided with. I havn't worked out its size yet but surely it 
should'nt crash the yaroze when I add as few as 600 balls, I don't know, I'm 
a dunce really... 


Max 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news: ap9820S5pn5@www.netyaroze-europe.com... 

> I hear that the malloc and free functions in the current itteration of the 
> Yaroze libs are not functioning 100% as they should be... 

> 
> Has anyone heard of this problem or how to fix it, i.e. an updated 
malloc.h 
> and/or libps.h??? 

> I downloaded the libps.zip that is on the yaroze site but it didn't claim 


O 


fix this supposed problem. 


Thanks 
Max 


V V V V V Vv Gr 


—-MESSAGE FILE 9804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08532 


—-MESSAGE FILE 9805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008533 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: Wed, 30 Oct 2002 22:30:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 6 

Message-ID: <appn28$j22@www.netyaroze-europe. com> 

References: <ap9820S5pn5@www.netyaroze-europe.com> <appaj2$j21@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: host217-39-22-44.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


hmmm, not sure, i always though GSSPRITES were rather large. I once had a 
function that put oin sprite a pixel big on the screen many times to make a 
lightening effect which always froze the yaroze if u ran it for more that 3 
secoinds... it sometimes recovered but not always. 


—-MESSAGE FILE 9805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08533 


-—-MESSAGE FILE 9806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008534 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Any artists looking for pro work? 

Date: Wed, 30 Oct 2002 23:10:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <apppbp$j23@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-63-206.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Just thought I'd post here incase :-) 


KkKKK 


I've come into contact with a small upstart team made up of recognised 

industry professionals (i.e, most of you will have played some of the games 
these people have been involved with), who are looking for artist talent to 
employ. 


Before I go any further, they are not necessarily looking for industry 
experiance, but are looking for people who know how to produce quality 
result within realistic limits, be it with 3DStudio Max, Lightwave, Maya, 
Photoshop, Pro-Motion, etc... 


The group are currently seeking involvement with a number of publishers with 
the view to be funded for next-gen titles, starting small and tight, with a 
view to expand to larger things (though not necessarily too big). 


So, if you have talent and desire (and don't be nervous or shy!), feel free 
to mail me and we can strike a conversation. 


Regards, 
Marc Lambert. 


KkKKK 


—-MESSAGE FILE 9806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08534 


—-MESSAGE FILE 9807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008535 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any artists looking for pro work? 

Date: Thu, 31 Oct 2002 18:37:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <aprtov$S j24@www.netyaroze-europe. com> 
References: <apppbp$j23@www.netyaroze-europe. com> 
NNTP-Posting-—Host: pc-80-195-1-64-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey Marc, 
Long time no hear :) 


I have very little experience with 3ds max but I have used Maya now and 
then. You know I'm into MilkShape and I'm a pro user with it. I know I don't 
have the experience with the professional tools but if I'm still of use I 
would really like to help out. I could also send you some stuff I've done 
recently. 


I hope everything is going well for you... how is DarkHex and the games 
comming along? 


Regards, 
Andrew (or Max :)) 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news :apppbp$j23@www.netyaroze-europe.com... 
Just thought I'd post here incase :-) 


v 


kkkxk 


I've come into contact with a small upstart team made up of recognised 
industry professionals (i.e, most of you will have played some of the 
games 

> these people have been involved with), who are looking for artist talent 
to 

employ. 


Before I go any further, they are not necessarily looking for industry 
experiance, but are looking for people who know how to produce quality 
result within realistic limits, be it with 3DStudio Max, Lightwave, Maya, 
Photoshop, Pro-Motion, etc... 


The group are currently seeking involvement with a number of publishers 
ith 
the view to be funded for next-gen titles, starting small and tight, with 


view to expand to larger things (though not necessarily too big). 


VVVV@2VEVVVV VV VV 


So, if you have talent and desire (and don't be nervous or shy!), feel 


> to mail me and we can strike a conversation. 


v 


Regards, 


Marc Lambert. 


KkKKK 


VVVVVVVVVV 
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—-MESSAGE FILE 9807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08535 


—-MESSAGE FILE 9808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008536 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: Thu, 31 Oct 2002 18:38:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <aprtr7$ j25@www.netyaroze-europe. com> 

References: <ap9820S5pn5@www.netyaroze-europe.com> <appaj2$j21@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: modem-3491.elephant.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I'm not sure what that would be, is the program hanging at the malloc call? 
To avoid repeated calls you could either create a large global array of ball 
structures or allocate one large chunk of memory at the start of the 
program. 


Also check your packet space, you'll need ~15K for 600 sprites for each 
buffer. 


Peter 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news: appaj2$j21@www.netyaroze-europe.com... 

> I have tried out malloc now and the problem is when too much memory is 
> assigned. I have several balls of the screen they are contained ina 
linked 

> list and they can be added to or removed, I get to around 600 and the 
yaroze 

> crashes. The size of my structure isn't that big. All i have in it isa 
> GsSprite struct, an x and y velocity (ints), a pointer to the next ball 
and 


> the last ball collided with. I havn't worked out its size yet but surely 
it 
> should'nt crash the yaroze when I add as few as 600 balls, I don't know, 


a dunce really... 
Max 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news :ap9820S5pn5@www.netyaroze-europe.com... 

> I hear that the malloc and free functions in the current itteration of 
he 

> Yaroze libs are not functioning 100% as they should be... 

> 

> Has anyone heard of this problem or how to fix it, i.e. an updated 
malloc.h 

> and/or libps.h??? 

> I downloaded the libps.zip that is on the yaroze site but it didn't 
laim 

to 

> fix this supposed problem. 


Thanks 
Max 


VVVVVVVVVAVVVVVV EVV VV VV V 
VV V V V 


—-MESSAGE FILE 9808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 9809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008537 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: malloc... free??? 

Date: Thu, 31 Oct 2002 19:00:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <aprv45$4j26@www.netyaroze-europe. com> 

References: <ap9820S5pn5@www.netyaroze-europe.com> <appaj2$j21@www.netyaroze-europe. 
com> <appn28$ j22@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-1-64-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I worked it out one time and it came out to be around 36 bytes. It doesn't 
really matter now, though. I have limited the number of balls allowed in the 
linked list to 50, kinda defeats the purpose but at least it won't crash. 
Well, I should have a totally pointless bouncing balls demo to put up on my 
(ancient) site by tomorrow. I has bounding circle collision detection and 
proper 20-12 fixed point collision response which wasn't easy given my 
background in math. If not anything else then its a good example of such 
concepts. 


Why am I doing a bouncing balls demo you ask? Well the module I'm doing in 
Uni requires a bouncing ball demo on the yaroze, mainly to display the 
ability to load and display sprites and have some sort of logic behind it 
all. I figured since I knew yaroze pretty well that I'd add proper math into 
it. The good thing is that I actually have learned somthing :) 


I hope all yarozers still at it (and those who aren't) are doing well. 
Andrew M 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news :appn28$ j22@www.netyaroze-europe.com... 

> hmmm, not sure, i always though GsSPRITES were rather large. I once had a 
function that put oin sprite a pixel big on the screen many times to make 


lightening effect which always froze the yaroze if u ran it for more that 


secoinds... it sometimes recovered but not always. 


VV VO VD V 


--MESSAGE FILE 9809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08537 


--MESSAGE FILE 9810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008538 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any artists looking for pro work? 

Date: Thu, 31 Oct 2002 20:07:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <aps30m$j27@www.netyaroze-europe. com> 

References: <apppbp$j23@www.netyaroze-europe.com> <aprtov$j24@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: host217-35-29-107.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 
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Hey all, im just starting to look at 3D max, only things i have done are: 
www.wormsca.f2s.com/cw/shrine.html 

and www.wormsca.f2s.com/cw/shrine2.html although im not ready for 
professional employment if its stuff for darkhex or what ever you lot are 
called now im available to work on 1 off jobs... like making a tree or 
something, lol. 


—-MESSAGE FILE 9810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08538 


—-MESSAGE FILE 9811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008539 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mattverran@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: New game! - Roller finally released 

Date: Tue, 12 Nov 2002 20:12:23 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <aqrnp3Scidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host62-6-73-242.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Hi All, 


I'm finally releasing Roller, although I'm not happy with it yet so it's 
labelled as a beta. I would be very thankfull if people could play it and 
suggest things that really ought to be done before it reaches "final" status 
and gets submitted for OPM (if that's still going). Let me know how many 
challenge diamonds you manage to get too so I can decide when to release the 
unlock-all-cheats code. 


I hope you enjoy playing... 


download: 
http://www.netyaroze-europe.com/~frkt1lx/ 


screenshots/info: 
http://www.hermitgames.com/roller.html 


cheers 
Matt V 


—-MESSAGE FILE 9811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08539 


—-MESSAGE FILE 9812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008540 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Tue, 12 Nov 2002 20:48:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <aqrpuuScid2@www.netyaroze-europe. com> 
References: <aqrnp3$cidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-19-25.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


fantastic!!! i love it!!! would like more lives maybe but wow. 
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-—-MESSAGE FILE 9812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08540 


—-MESSAGE FILE 9813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008541 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Tue, 12 Nov 2002 22:38:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <aqs0e8Scid3@www.netyaroze-europe. com> 
References: <aqrnp3$cidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I'll give this a go tomorrow Matt. Good to hear from you. 


Thanks 
Derek 


"Matt Verran" <mattverran@btopenworld.com> wrote in message 
news: aqrnp3$cidl@www.netyaroze-europe.com. 

> Hi All, 
> 
> I'm finally releasing Roller, although I'm not happy with it yet so it's 
> labelled as a beta. I would be very thankfull if people could play Լի and 
> suggest things that really ought to be done before it reaches "final 
status 

> and gets submitted for OPM (if that's still going). Let me know how many 
> challenge diamonds you manage to get too so I can decide when to release 
the 


> unlock-all-cheats code. 

> 

> I hope you enjoy playing... 

> 

> download: 

> http://www.netyaroze-europe.com/~frkt1lx/ 
> 

> screenshots/info: 

> http://www.hermitgames.com/roller.html 
> 

> cheers 

> Matt V 

> 

> 


—-MESSAGE FILE 9813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08541 


—-MESSAGE FILE 9814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008542 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Tue, 12 Nov 2002 22:45:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <aqs0plScid4@www.netyaroze-europe. com> 

References: <aqrnp3$cidl@www.netyaroze-europe.com> <aqs0e8$cid3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-39-19-25.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 


Net Yaroze newsgroups message dump.txt Page 6436 


X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok i played it more now so time for the ideas! 

A 'very easy' mode with 5 lives might be nice, but as a last thing to look 
into. 

Pause menu!!! once you start u cant get out again! annoying if you start a 
game when you want to do the practises! 

Could you get it 2 player? probably not with the way it works.. maybe 2 
balls sometimes? so you have to be carfull not to top off either ball, or 
maybe a level with objects that mustn't smash either? 


As said, pause is important, if you have the memory available maybe a ball 
with more polys, its a bit sharp on the middle/sides, althought the top 
looks fine. 


All in all a brillient game. I had to peel my best mate from it and even 
then he looked like he wanted to hit me! 
Keep up the good work! 


Chris 


—-MESSAGE FILE 9814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08542 


—-MESSAGE FILE 9815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008543 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Thu, 14 Nov 2002 22:44:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <arl9heScid5@www.netyaroze-europe. com> 
References: <aqrnp3$cidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3994.chimpanzee.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Very impressive Matt, looks like a quality title. I've had a few games this 
evening but not got as far as I'd like yet. 


A few niggles and suggestions: 

Storing the record time for each level would encourage replaying and 
competition between players. 

The edges are a little unforgiving at times, especially on corners between 
two squares. Perhaps the player can be given an indication that they're 
teetering on the brink. Also on a missed jump where the ball passes through 
the square as it falls, have it bounce off the side or edge of the block 
instead. 

It may aid the player if they're allowed to tilt the platform while the 
balls in the air, this would help slow the ball down off a jump. 

It's possible to lose two lives in quick succession when the ball goes off 
the side and is put back at the start without enough time for the player to 
complete the level. 


Peter 


"Matt Verran" <mattverran@btopenworld.com> wrote in message 
news: agrnp3$cidl@www. netyaroze-europe.com. 
> Hi All, 


> 

> I'm finally releasing Roller, although I'm not happy with it yet so it's 
> labelled as a beta. I would be very thankfull if people could play it and 
> suggest things that really ought to be done before it reaches "final" 
status 
> and gets submitted for OPM (if that's still going). Let me know how many 
> challenge diamonds you manage to get too so I can decide when to release 
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ag 
O 


unlock-all-cheats code. 
I hope you enjoy playing... 


download: 
http://www.netyaroze-europe.com/-frktlx/ 


screenshots/info: 
http://www.hermitgames.com/roller.html 


cheers 
Matt V 


VVVVVVVVVV VV VV 


-—-MESSAGE FILE 9815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08543 


—-MESSAGE FILE 9816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008544 
Path: chuka.playstation.co.uk!news 


From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: New game! - Roller finally released 


Date: 14 Nov 2002 23:14:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c28c3259a5af1a0$898a933e@pal—s-—omnibook> 
References: <aqrnp3$cidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: nas-cbv-3-62-147-138-137.dial.proxad.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Well, I cant say anything that hasnt been told before: this game is really 
incredibly professional-looking. Moreover, I didn't thought the concept 
would appeal to me but I still played (and enjoyed) a few games. Very well 
done, especially how it's polished. Liked the ball's end-of-level gimmick, 
nice touch. 


> I would be very thankfull if people could play it and suggest things that 
really ought to be done before it reaches "final" status <snip> 


I cant see any need for major improvement. It seems not possible to skip 
the level intro, which is a bit frustrating when you just lost and want to 
have another go right now. The first level that requires jump could have 
been even more straightforward, and also larger -- I'd have liked to be 
allowed to try and train jumping around in a safe sandbox before attempting 
to do it over a wild gap. 


pal 


—-MESSAGE FILE 9816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08544 


—-MESSAGE FILE 9817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008545 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Fri, 15 Nov 2002 08:04:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ar2aa7Se9rl@www.netyaroze-europe. com> 

References: <aqrnp3Scidl@www.netyaroze-europe.com> <01c28c32S9a5af1a0$898a933eRpal-s 
-omnibook> 

NNTP-Posting-Host: host217-35-8-203.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
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maybe have restore points so that if you get halfway and die you can start a 
new game from halfway like that game with the ball ummm cant remember what 
it was called, but you could roll over edges and stuff. that way players 
wont get bored do the same first 5 levels or so to get back to where they 
were. 


—-MESSAGE FILE 9817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08545 


—-MESSAGE FILE 9818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008546 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Sun, 17 Nov 2002 17:01:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <ar8ieq$j7cl@www.netyaroze-europe.com> 
References: <aqrnp3$cidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: du—-069-0086.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


What an ace game! Very smart and clean presentation as always. I can't fault 
it really though a bit more sound and some music would help build the 
atmosphere some more. Very slick all round :) 


"Matt Verran" <mattverran@btopenworld.com> wrote in message 
news: aqrnp3$cidl@www.netyaroze-europe.com. 

> Hi All, 
> 
> I'm finally releasing Roller, although I'm not happy with it yet so it's 
> labelled as a beta. I would be very thankfull if people could play 12 and 
> suggest things that really ought to be done before it reaches "final 
status 

> and gets submitted for OPM (if that's still going). Let me know how many 
> challenge diamonds you manage to get too so I can decide when to release 
the 


> unlock-all-cheats code. 

> 

> I hope you enjoy playing... 

> 

> download: 

> http://www.netyaroze-europe.com/~frkt1lx/ 
> 

> screenshots/info: 

> http://www.hermitgames.com/roller.html 
> 

> cheers 

> Matt V 

> 

> 


-—-MESSAGE FILE 9818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08546 


—-MESSAGE FILE 9819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008547 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Help!!! (PHP and mySQL) 
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Date: Wed, 20 Nov 2002 16:04:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <argc9qSlbtl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-8-203.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ok, ive been working on a project (www.wormscc.com/clanwars) the basic idea 
was that you play games on worms and report them on the site to capture land 
from enemies. There are 8 islands, on each island up to 20 or so areas and 
14 clans or so. Everything seems to be working fine apart from one piece. 


This page scans every clan, for every clan it looks at every island, and for 
every island it looks at every areas and giving that clan the money from 
that area if it matches. 


The problem is that if i were owed say 150 credits, the code seems to spit 

out over 1500 credits instread. The money is in proportion but wrong! 

I have included the page that runs the code. I would realy appreciate it if 
somel could take a look. 

In the mean time i will look into other ways of doing it but im on an evil 

deadline as it was released yesterday and people want to be able to play!!! 


Cheers, Chris 


—-MESSAGE FILE 9819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08547 


—-MESSAGE FILE 9820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008548 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help!!! (PHP and mySQL) 

Date: Wed, 20 Nov 2002 16:13:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 116 

Message-ID: <argcqcSlbt2@www.netyaroze-europe. com> 
References: <argc9q$lbtl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-8-203.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


<?php 

Sdatabaseserver = "db.wormsca.f2s.com"; //usually localhost 
Sdatabasename = "owca"; //the name of your database 
Sdatabaseuser = "owca"; //the name of the database user 
Sdatabasepass = "*****"; // the password to your database 
Stable = "cw_island"; 

Sclantable = "cw_clans"; 

Smisctable = "cw_misc"; 


$db = mysql_connect ($databaseserver, Sdatabaseuser, Sdatabasepass) ; 
mysql_select_db ($databasename, $db); 


Ssql="SELECT * FROM Smisctable WHERE id = '1'"; 
Sresult=mysql_query ($sql, $db); 

$row = mysql_fetch_array ($result); 

Sislands = Srow["islands"]; 

Sdnow = Srow["date"]; 

Sdd = date ("Y-m-d"); 

Sowed = 0; 


if("Sdd" != "Sdnow") 
{ 


//increase money 
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$db = mysql_connect (S$databaseserver, 
mysql_select_db ($databasename, $db); 


S$sql="SELECT * FROM Sclantable"; 
Sresult=mysql_query ($sql, $db); 


Sdatabaseuser, 


Sdatabasepass) ; 


Snumclans = mysql_num_rows ($result); 
Sclancount = 1; 
while (S$numclans >= Sclancount)//loop for number of clans 


{ 
$row = mysql_fetch_array ($result); 


Scurclan = Srow["name"]; 
Sowed = 0; 
Siscount = 1; 


while(Siscount <= S$islands) 
{ 


$sql2="SELECT * FROM cw_island$iscount"; 
Sresult2=mysql_query ($sq1l2, $db); 
Snumland = mysql_num_rows ($result2); 


$landcount = 1; 
while(Slandcount <= $numland) 
{ 
Srow2 = mysql_fetch_array ($result2); 
Smoney = Srow2["money"]; 

Sclan = Srow2["clan"]; 

Sholy = Srow2["holy"]; 

Sattacked = Srow2["attacked"]; 
Sshrine = Srow2["shrine"]; 


if (Sattacked == 2) 
{ 
$sql13 = "UPDATE StableSiscount SET attacked 
"Slandcount'!"; 
Sresult13 = mysql_query ($sql13); 
} 
if (Sclan == Scurclan) 
{ 


Sowed = Sowed + Smoney; 


if (Sholy == 1) 

if ($shrine == 0) 

{ 

Sowed = Sowed + Smoney*2; 
} 

if (Sholy == 1) 

if ($shrine == 1) 


Sowed = Sowed + Smoney*5; 
} 

if (Sholy == 1) 

if ($shrine == 2) 

{ 

Sowed = Sowed + Smoney*9; 


} 


0 WHERE number 


Տտզ13 = "UPDATE Sclantable SET money = money + Sowed WHERE 


name='Scurclan'"; 
Sresult3 = mysql_query (Տտզ13): 


S$sql3="SELECT * FROM Sclantable WHERE name = 
Sresult3=mysql_query ($sq13, $db); 
$row3 = mysql_fetch_array ($result3); 


Sowed = Srow["money"]; 
Sowed = 0; 
} 

Slandcount++; 


} 


Siscount+t++; 
} 


"Scurclan'"; 
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Sclancount++; 
Sowed = 0; 

} 
//update date 


Ssql4 = "UPDATE Smisctable SET date = '$dd' WHERE id='1'"; 
Sresult4 = mysql_query (Տտզ14): 


} 


?> 


--MESSAGE FILE 9820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08548 


--MESSAGE FILE 9821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008549 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help!!! (PHP and mySQL) 

Date: Fri, 22 Nov 2002 18:21:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 
Message-ID: <arlt2s$m711@www.netyaroze-europe. com> 

References: <argc9q$lbtl@www.netyaroze-europe.com> <argcqcS$lbt2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-8-203.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


meh, nm... think its fixed... 


—-MESSAGE FILE 9821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08549 


—-MESSAGE FILE 9822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008550 

Path: chuka.playstation.co.uk!news 

From: "gazw" <gazw@bluemoon59.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re OPSM Discs 

Date: Fri, 29 Nov 2002 17:54:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <as920jSrlrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-232.dwarf-lion-fish.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just received 2 dics , Bouncer 2 , and Dogtail ..... numbers 11 and 12 , Vol 
Զարա didn’t know they did this . Not got the mags to see what the cover 
said . Probably just how they numbered the discs ?? 


gaz 


—-MESSAGE FILE 9822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08550 
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-—-MESSAGE FILE 9823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008551 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 8 week challenge 

Date: Sun, 08 Dec 2002 14:01:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <asvjt2$4652@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1213.duckdive.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en-us, en 


Well everywhere you look geese are getting fat, people are putting 
pennies in old men's hats, a chubby faced chap with a red outfit on is 
making a list and checking it twice, so that can only mean one thing. 
CHRISTMAS... 


So to get in the Christmas spirit I would like to wish everyone here a 
Merry Christman and a Happy New Year, once again you have helped me with 
my problems and I hope that I have helped at least one person in return, 
glad to see the newsgroups are still going strong... 


I'm coming to the end of my PC game so its time to turn on the Yaroze 
again and dig up my 8 week challenge again. 


The reason for this is that years ago Chris Butler was given 8 weeks to 
write Commando on the C64, he had to write a sprite multiplexor to get 
more than 8 sprites on screen and everything else all in 6502 assembly, 
he was working fulltime on it, I'll only be able to spend my evening and 
spare time on the project, but I think we have things easy, no need for 
sprite multiplexors the Yaroze is able to throw hundreds of sprites 
about every frame, it'll be in C not 6502, which should save time as 
well, so I'm going to pick an Arcade game and get the graphics from MAME 
direct from the ROM, so thats another saving I don't need to draw the 
sprites, but I will aim to get all the levels into the yaroze in one 
load same as Commando (Chris Butler has to drop a couple of levels to 
fit the music in, apparently they were complete but there was no room), 
so late January early Feburary, I'll get started and see how far I get 
in 8 weeks, I need to pick a game probably from the Arcade, was thinking 
about a C64 game but that wouldn't be a challenge on the memory so its 
going to be Arcade :) ... I hope to keep you upto date on my members 
website. 


Cheers and Merry Christmas 
Nigel 


—-MESSAGE FILE 9823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08551 


—-MESSAGE FILE 9824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008552 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 8 week challenge 

Date: Mon, 9 Dec 2002 11:44:09 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <at0iebS4653@www.netyaroze-europe. com> 
References: <asvjt2S$4652@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 
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Willow or Midnight Resistance :) Midnight resistance would be especially 
good with the rotary controllers :) Would also save me from having to go 


out into the garage on a cold night and play my arcade version of the game 


let us know when you start i'll be keen to read the diary as you go 


along 


"Nigel Critten" <Nigel@1l00Tinsoldiers.com> wrote in message 
news: asvjt2S$4652@www.netyaroze-europe.com... 


> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Well everywhere you look geese are getting fat, people are putting 
pennies in old men's hats, a chubby faced chap with a red outfit on is 
making a list and checking it twice, so that can only mean one thing. 
CHRISTMAS... 


So to get in the Christmas spirit I would like to wish everyone here a 
Merry Christman and a Happy New Year, once again you have helped me with 
my problems and I hope that I have helped at least one person in return, 
glad to see the newsgroups are still going strong... 


I'm coming to the end of my PC game so its time to turn on the Yaroze 
again and dig up my 8 week challenge again. 


The reason for this is that years ago Chris Butler was given 8 weeks to 
write Commando on the C64, he had to write a sprite multiplexor to get 
more than 8 sprites on screen and everything else all in 6502 assembly, 
he was working fulltime on it, I'll only be able to spend my evening and 
spare time on the project, but I think we have things easy, no need for 
sprite multiplexors the Yaroze is able to throw hundreds of sprites 
about every frame, it'll be in C not 6502, which should save time as 
well, so I'm going to pick an Arcade game and get the graphics from MAME 
direct from the ROM, so thats another saving I don't need to draw the 
sprites, but I will aim to get all the levels into the yaroze in one 
load same as Commando (Chris Butler has to drop a couple of levels to 
fit the music in, apparently they were complete but there was no room), 
so late January early Feburary, I'll get started and see how far I get 
in 8 weeks, I need to pick a game probably from the Arcade, was thinking 
about a C64 game but that wouldn't be a challenge on the memory so its 
going to be Arcade :) ... I hope to keep you upto date on my members 
website. 


Cheers and Merry Christmas 
Nigel 
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—-MESSAGE FILE 9824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08552 


—-MESSAGE FILE 9825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008553 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sine & Cosine Lookup Tables 

Date: Mon, 9 Dec 2002 12:58:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <at24hiS$4654@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-74-17-dn.blueyonder.co.uk 


X- 
x- 
X- 
Հ- 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 6.00.2800.1106 
MIMEOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Hi All, 


To put it short, I'm trying to do a clone of Smash TV using both digital 


movement and analogue movement. 


analogue is a *tad* more difficult. 


Originally I was doing a vector subtraction between the aim vector (the 


I've got the digital down and dusted but the 
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right analogue stick), and the player position vector then normalising this 
which utalises a magnitude function (therefore a square root function... 
everything is in fixed point). However, the fixed point square root is 
giving me Aritmetic Overflow Errors. 


Now I want to try sine cosine lookup tables as I've heard they are faster 
and require less fiddling than my previous method did. Does anyone have any 
examples of how I would implement a sine & cosine lookup table and convert 
the analogue reading into a vector of direction for fired bullets using 
them? I'm sure Matt Verran would be able to suggest something as the game 
I'm doing requires the same analogue firing mechanism as is in (the 
excellent) RobotRon. 


Any help is much appreciated! 
Andrew. 


P.S. Merry Chrimbo! 


6444 


-—-MESSAGE FILE 9825 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08553 


—-MESSAGE FILE 9826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008554 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Mon, 9 Dec 2002 13:47:03 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <at27a1S4655@www.netyaroze-europe. com> 
References: <at24hiS4654@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-196-42.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Well basically I pushed the right analog stick vector through an arctan to 
get the angle out to rotate Ron to the right angle. You could use this angle 
to rotate a normal vector too for bullet firing or whatever (for RR I just 
multiplied up the stick vector which is why you can fire slow bullets if you 
don't fully push the stick, it's a feature: analog bullets!). 


So an arctan function (commonly in C "arctan2()") is what you need. I 
believe one was posted on these newsgroups once, or there should be loads on 
the net. I think the one I used might well be (c) Jon Prestidge although I 
do kinda remember him releasing an old version for free. I'll give hima 
mail... 


hope that helps 
Matt 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news:at24hiS$4654@www.netyaroze-europe.com... 


> Hi All, 

> 

> To put it short, I'm trying to do a clone of Smash TV using both digital 
> movement and analogue movement. I've got the digital down and dusted but 
the 

> analogue is a *tad* more difficult. 

> 

> Originally I was doing a vector subtraction between the aim vector (the 
> right analogue stick), and the player position vector then normalising 


this 
which utalises a magnitude function (therefore a square root function... 
everything is in fixed point). However, the fixed point square root is 
giving me Aritmetic Overflow Errors. 


v 


Now I want to try sine cosine lookup tables as I've heard they are faster 
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> and require less fiddl 


any 


v 


examples of how I woul 


Page 


ing than my previous method did. Does anyone have 


ld implement a sine & cosine lookup table and convert 


> the analogue reading into a vector of direction for fired bullets using 
> them? I'm sure Matt Verran would be able to suggest something as the game 
> I'm doing requires the same analogue firing mechanism as is in (the 

> excellent) RobotRon. 

> 

> Any help is much appreciated! 

> 

> Andrew. 

> 

> P.S. Merry Chrimbo! 

> 

> 
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—-MESSAGE FILE 9826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08554 


—-MESSAGE FILE 9827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008555 


Path: 
From: 


Date: 


References: 
. com> 
NNTP-Posting-Host: 


chuka.playstation.co.uk!news 

"Matt Verran" <matt@hermitgames.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 8 week challenge 

Mon, 9 Dec 2002 13:51:26 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 
Message-ID: <at27i7$4656@www.netyaroze-europe. com> 
<asvjt2$4652@www.netyaroze-europe.com> <at0ieb$4653@www.netyaroze-europe 


55 


X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Could one of the analog sticks be used for firing? 


kinda like a side on robot-ron, 


-Matt 


host213-122-196-42.in-addr.btopenworld.com 


That'd be pretty cool, 


now there's an idea... 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: at0iebS$4653@www.netyaroze-europe.com... 
> Willow or Midnight Resistance :) Midnight resistance would be especially 


> 


VVVVVVVVVVVVVVV VV VV VV VV VV VY 


VVVVVVVVVVVVVV VV 


good with the rotary controllers :) Would also 
out into the garage on a cold night and play my arcade version of the game 


save me from having to go 


let us know when you start i'll be keen to read the diary as you go 


along 


"Nigel 
news: asvjt2S$4652@www.netyaroze-europe.com... 


Well 


making a list and checking it twice, 


Critten" <Nigel@100Tinsoldiers.com> wrote 


in message 


L everywhere you look geese are getting fat, people are putting 
pennies in old men's hats, a chubby faced chap 


CHRISTMAS... 


with a red outfit on is 


so that can only mean one thing. 


So to get in the Christmas spirit I would like to wish everyone here a 


Merry Christman and a Happy New Year, 


once again you have helped me with 


my problems and I hope that I have helped at least one person in return, 
glad to see the newsgroups are still going strong... 


I'm coming to the end of my PC game so its time to turn on the Yaroze 
again and dig up my 8 week challenge again. 


The reason for this is that years ago Chris Butler was given 8 weeks to 


write Commando on the C64, 


more than 8 sprites on screen and everything el 
he was working fulltime on it, I'll only be abl 


he had to write a sprite multiplexor to get 


se all in 6502 assembly, 


le to spend my evening and 


Net 


VVVVVVVVVVVVV VV VV VV 
VVVVVVVVVVVVV VV VV 
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spare time on the project, but I think we have things easy, 
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no need for 


sprite multiplexors the Yaroze is able to throw hundreds of sprites 


about every frame, it'll be in C not 6502, 


which should save time as 


well, so I'm going to pick an Arcade game and get the graphics from MAME 
direct from the ROM, so thats another saving I don't need to draw the 


ի 


sprites, but I will aim to get 81 
load same as Commando (Chris But] 


fit the music in, apparently they were comp] 


so late January early Feburary, 


in 8 weeks, I need to pick a game probably from the Arcade, 
about a C64 game but that wouldn't be a chal 


the levels into the yaroze in one 
ler has to drop a couple of levels to 


lete but there was no room), 
I'll get started and see how far I get 
was thinking 
llenge on the memory so its 


going to be Arcade :) ... I hope to keep you upto date on my members 


website. 


Cheers and Merry Christmas 
Nigel 


—-MESSAGE FILE 9827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08555 


-—-MESSAGE FILE 9828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008556 

Path: chuka.playstation.co.uk!news 
From: "Chris Wallace" <chrisw666@btinternet.com> 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: Re: Sine & Cosine Lookup Tables 
Date: Mon, 9 Dec 2002 16:48:47 -0000 
Organization: PlayStation Net Yaroze 
Lines: 5 


Message-ID: 
References: 


. com> 


NNTP-Posting-Host: 


X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Yeah he posted a version of it for me when making BreakDown, 
BD source your welcome too it, 


ն need.. 


(SCEE) 


<at2i1k$4657@www.netyaroze-europe. com> 
<at24hiS$4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 


host217-35-3-198.in-addr.btopenworld.com 


If you want the 
then you just have to puck out the functions 


—-MESSAGE FILE 9828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08556 


—-MESSAGE FILE 9829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008557 

Path: chuka.playstation.co.uk!news 
From: Nigel Critten <Nigel@100Tinsoldiers.com> 


Newsgroups: 


X-Accept—-Language: en-us, en 


In-Reply-To: 


scee.yaroze.freetalk.english 
Subject: Re: 8 week challenge 
Date: Mon, 09 Dec 2002 19:56:21 +0000 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <at2t21$4659@www.netyaroze-europe. com> 
References: 


charset=us-ascii; format=flowed 


<at27i7$4656@www.netyaroze-europe. com> 


I'll certainly let you all know when it starts (just so you can make 


<asvjt2$4652@www.netyaroze-europe.com> <at0ieb$4653@www.netyaroze-europe 
-com> <at27i7$4656@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-523.blotto.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; 
Content-Transfer-Encoding: 7bit 
User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) 


Gecko/20021130 
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sure I don't use more than 8 weeks :), it'll be the New Year now, I'll 
probably take some time over Christmas just to get used to the Yaroze 
again :) 


Nigel 


-—-MESSAGE FILE 9829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08557 


—-MESSAGE FILE 9830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008558 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Mon, 9 Dec 2002 20:32:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <at2v55$46510@www.netyaroze-europe. com> 

References: <at24hiS$4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-74-17-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Thanks Matt! 
Arctan, I would have never guessed. 


If you could send me the code (sckoobs@yahoo.com), Chris or post it here 
that would be great, thanks! 


Righty... more research. 
Thanks again, 
Andrew. 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 
news:at2il1k$4657@www.netyaroze-europe.com... 

> Yeah he posted a version of it for me when making BreakDown, If you want 
the 

> BD source your welcome too it, then you just have to puck out the 
functions 

> u need.. 

> 

> 


—-MESSAGE FILE 9830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08558 


—-MESSAGE FILE 9831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008559 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Mon, 9 Dec 2002 21:57:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2176 

Message-ID: <at344fS$46511@www.netyaroze-europe.com> 

References: <at24hiS4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-3-198.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I think everytihng ull find usefull is in these two files. 


Net Yaroze newsgroups message dump.txt Page 6448 


-—-MESSAGE FILE 9831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08559 


-—-MESSAGE FILE 9832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008560 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Tue, 10 Dec 2002 00:19:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <at3cej$46512@www.netyaroze-europe.com> 

References: <at24hiS$4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at344f$46511@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-74-17-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Thanks Chris but I can't seem to get those attatchments, could you forward 
them to my e-mail? sckoobs@yahoo.com 


Thanks. 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 
news: at344fS$46511@www.netyaroze-europe.com... 

> I think everytihng ull find usefull is in these two files. 
> 


> 
> 


-—-MESSAGE FILE 9832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08560 


—-MESSAGE FILE 9833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008561 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Tue, 10 Dec 2002 17:25:53 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 

Message-ID: <at58g9S5s01@www.netyaroze-europe. com> 

References: <at24hiS$4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-139-25.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Jon Prestidge has kindly passed on this code, remember to thank him if you 
use it! 


long auto_arc_tan( long v_dx, long v_dy ) 


{ 


// V1 

// 

// (C) Jon Prestidge, 1998. 
// 


long grad, ang, deg, abs_dx, abs_dy, half; 


abs_dx = v_dx; 
if ( abs_dx < 0 ) abs_dx *= -1; 
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abs_dy = v_dy; 
if ( abs_dy < 0 ) ՅԵՏ «ՄԽ *= -1չ 


// find the gradient between 0 and one (or 0 and 4096 in this 
impelmentation).... 
if ( abs_dy <= abs_dx ) 
{ 
if ( abs_dx == ) 


// exact angle can be returned... also this prevents divide by 0 
error... 
if ( v_dy >= 0 ) 
return 0; 
else 
return 2048; 
} 
grad = abs_dy; 
grad <<= 12; 
grad /= abs_dx; 
half = 1; 
} 
else 
{ 
if ( abs_dy == ) 


// exact angle can be returned... also this prevents divide by 0 
error... 
if ( v_dx >= 0 ) 
return 1024; 
else 
return 3072; 
} 
grad = abs_dx; 
grad <<= 12; 
grad /= abs_dy; 
half = 0; 


ang = ( grad * 2409 ) >> 12; 
ang *= 4096 - ang; 

ang += grad * 3097; 

ang >>= 15; 


deg = ang * 90 / 1024; 


if ( v_dx >= 0 ) 
{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) ang = 1024 - ang; 
} 


else 
{ 
if ( half ) 
ang += 1024; 
else 
ang = 2048 - ang; 
} 
} 
else 


{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) 
ang += 3072; 
else 
ang = 4096 - ang; 
} 
else 


{ 
if ( half ) 
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ang = 3072 - ang; 
else 
ang += 2048; 
} 
} 


return ang; 


} 


—-MESSAGE FILE 9833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08561 


—-MESSAGE FILE 9834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008562 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Wed, 11 Dec 2002 11:33:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <at78bjS5s02@www.netyaroze-europe. com> 

References: <at24hiS$4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at58g9S5s01@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-1-24-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Thanks guys, if I do use it I'll be sure to put in the credit. I have to 
figure out how it works first :) 


Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: at58g9S5s01l@www.netyaroze-europe.com... 

> Jon Prestidge has kindly passed on this code, remember to thank him if you 
> use it! 

> 

long auto_arc_tan( long v_dx, long v_dy ) 


{ 


// V1 

// 

// (C) Jon Prestidge, 1998. 
// 


long grad, ang, deg, abs_dx, abs_dy, half; 


abs_dx = v_dx; 
if ( abs_dx < 0 ) abs_dx "Հ -1; 
abs_dy = v_dy; 
if ( abs_dy < 0 ) abs_dy *= -1; 


// find the gradient between 0 and one (or 0 and 4096 in this 
impelmentation).... 
if ( abs_dy <= abs_dx ) 
{ 
if ( abs_dx == ) 


// exact angle can be returned... also this prevents divide by 0 
error... 
if ( v_dy >= 0 ) 
return 0; 


VVVVVVVVVVVVVVVV VV VV VV VV 
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else 
return 2048; 
} 
grad = abs_dy; 
grad <<= 12; 
grad /= abs_dx; 
half = 1; 
} 
else 
{ 
if ( abs_dy == ) 


// exact angle can be returned... also this prevents divide by 0 
error... 
if ( v_dx >= 0 ) 
return 1024; 
else 
return 3072; 
} 
grad = abs_dx; 
grad <<= 12; 
grad /= abs_dy; 
half = 0; 
} 


ang = ( grad * 2409 ) >> 12; 
ang *= 4096 - ang; 

ang += grad * 3097; 

ang >>= 15; 


deg = ang * 90 / 1024; 


if ( v_dx >= 0 ) 
{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) ang = 1024 - ang; 
} 


else 
{ 
if ( half ) 
ang += 1024; 
else 
ang = 2048 - ang; 
} 
} 
else 


{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) 
ang += 3072; 
else 
ang = 4096 - ang; 
} 


else 


{ 
if ( half ) 
ang = 3072 - ang; 
else 
ang += 2048; 
} 
} 


return ang; 


} 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> 
> 


—-MESSAGE FILE 9834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08562 


—-MESSAGE FILE 9835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008563 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Wed, 11 Dec 2002 23:44:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 112 

Message-ID: <at8 j6rS5s03@www.netyaroze-europe. com> 

References: <at24hiS$4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at58qg9S5s01@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-80-195-1-24-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Matt, you wouldn't happen to know Jon's e-mail address would you? I can't 
understand where some of the numbers in the function came from. 


Thanks 
Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: at58g9S5s01@www.netyaroze-europe.com... 

> Jon Prestidge has kindly passed on this code, remember to thank him if you 
> use it! 

> 

long auto_arc_tan( long v_dx, long v_dy ) 


// V1 

// 

// (C) Jon Prestidge, 1998. 
// 


long grad, ang, deg, abs_dx, abs_dy, half; 


abs_dx = v_dx; 
if ( abs_dx < 0 ) abs_dx "Հ -1; 
abs_dy = v_dy; 
if ( abs_dy < 0 ) abs_dy *= -1; 


// find the gradient between 0 and one (or 0 and 4096 in this 
impelmentation).... 
if ( abs_dy <= abs_dx ) 
{ 
if ( abs_dx == ) 


// exact angle can be returned... also this prevents divide by 0 
TOE. 
if ( v_dy >= 0 ) 
return 0; 
else 
return 2048; 
} 
grad = abs_dy; 
grad <<= 12; 
grad /= abs_dx; 
half = 1; 
} 
else 


{ 
if ( abs_dy == ) 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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// exact angle can be returned... also this prevents divide by 0 
error... 
if ( v_dx >= 0 ) 
return 1024; 
else 
return 3072; 
} 
grad = abs_dx; 
grad <<= 12; 
grad /= abs_dy; 
half = 0; 
} 


ang = ( grad * 2409 ) >> 12; 
ang *= 4096 - ang; 

ang += grad * 3097; 

ang >>= 15; 


deg = ang * 90 / 1024; 


if ( v_dx >= 0 ) 
{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) ang = 1024 - ang; 
} 


else 
{ 
if ( half ) 
ang += 1024; 
else 
ang = 2048 - ang; 
} 
} 
else 


{ 
if ( v_dy >= 0 ) 
{ 
if ( half ) 
ang += 3072; 
else 
ang = 4096 - ang; 
} 
else 
{ 
if ( half ) 
ang = 3072 - ang; 
else 
ang += 2048; 
} 
} 


return ang; 


} 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 9835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08563 


—-MESSAGE FILE 9836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008564 
Path: chuka.playstation.co.uk!news 
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From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sine & Cosine Lookup Tables 

Date: Thu, 12 Dec 2002 15:06:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <ata941$8111@www.netyaroze-europe. com> 

References: <at24hiS4654@www.netyaroze-europe.com> <at27a1lS4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at58g9S5s01@www.netyaroze-europe.com> <at8j6rS$5s03@www.netyaroze-europe.com> 
NNTP-Posting-Host: host213-1-163-84.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hello Andrew (and everyone else) 


I'll put lots of comments into the routine explaining what all the 
numbers are for and the thinking behind them and post it up a bit later. 


Jon 


—-MESSAGE FILE 9836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08564 


—-MESSAGE FILE 9837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008565 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: arc tangent 

Date: Thu, 12 Dec 2002 18:19:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 202 

Message-ID: <atakeq$8112@www.netyaroze-europe. com> 

References: <at24hiS$4654@www.netyaroze-europe.com> <at27a1$4655@www.netyaroze-europe 
.com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at58g9S5s01@www.netyaroze-europe.com> <at8j6rS$5s03@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-65-77.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Here is the explained version. Enjoy. 


Jon 


—-MESSAGE FILE 9837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08565 


—-MESSAGE FILE 9838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008566 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: arc tangent 

Date: Fri, 13 Dec 2002 16:22:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <atd21v$8113@www.netyaroze-europe. com> 

References: <at24hiS4654@www.netyaroze-europe.com> <at27a1lS4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at58g9S5s01@www.netyaroze-europe.com> <at8j6rS$5s03@www.netyaroze-europe.com> <atak 
eq$8112@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-88-39-dn.blueyonder.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


There must be some problem with Blueyonder or our firewall... I can't seem 
to get the attatchments with Outlook Express 6. The options are there but 
they are ghosted. I'm going home tomorrow (from Dundee - thank god) so I 
should be able to get them at home on our trusty 56k. 


Cheers Jon, Much appreciated. 
Andrew. 


"Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> wrote in message 
news: atakeq$8112@www.netyaroze-europe.com... 

> Here is the explained version. Enjoy. 

> 

Jon 


V V V V 


—-MESSAGE FILE 9838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08566 


—-MESSAGE FILE 9839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008567 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: arc tangent 

Date: Fri, 13 Dec 2002 23:58:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <atdsoa$9311@www.netyaroze-europe. com> 

References: <at24hiS4654@www.netyaroze-europe.com> <at27al1$4655@www.netyaroze-europe 
-com> <at2ilk$4657@www.netyaroze-europe.com> <at2v55$46510@www.netyaroze-europe. com> 
<at58g9S5s01@www.netyaroze-europe.com> <at8j6rS$5s03@www.netyaroze-europe.com> <atak 

eq$8112@www.netyaroze-europe.com> <atd21v$8113@www.netyaroze-europe. com> 

NNTP-Posting-Host: user-1523.bbd05tcl.dsl.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


There must be some problem with Blueyonder or our firewall... I can't seem 
to get the attatchments with Outlook Express 6. The options are there but 
they are ghosted. I'm going home tomorrow (from Dundee - thank god) so I 
should be able to get them at home on our trusty 56k. 


VVVV 


In tools/options/security do you have 
"do not allow attachments to be saved or opened which potentially could be 
a virus" checked? 


Martin. 


—-MESSAGE FILE 9839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08567 


-—-MESSAGE FILE 9840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008568 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #92 [Yaroze Special] 

Date: Fri, 20 Dec 2002 21:28:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <au02m8Sblvl@www.netyaroze-europe. com> 
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NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi all 
This month's disc features a whopping 17 Yaroze games: 


Psychon 

Pandora's Box 

Clone 

Pushy II 

Bouncer 2 

Haunted Maze 

Hover Car Racing 

The Incredible Coneman 
Rocks'n'Gems 

Terra Incognita International 
Adventure Game 

Blockz 

Opera of Destruction 
Mah Jongg 

Gravitation 


Phew. By the way, can anyone tell me if there were any Yaroze games on the 
discs with OPSM #90 or 91? 


Merry Christmas 


Derek 


-—-MESSAGE FILE 9840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08568 


—-MESSAGE FILE 9841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008569 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #92 [Yaroze Special 
Date: Fri, 20 Dec 2002 23:57:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <au0baaSblv2@www.netyaroze-europe.com> 

References: <au02m8Sblvl@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-134.awesome.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en-us, en 

In-Reply-To: <au02m8$blvl@www.netyaroze-europe. com> 


t= 


Can't help with the 90, 91 discs but that list makes me want to get #92, 
I'll pop out tomorrow to get it... 


BTW are they still taking submissions for the disc? 


Merry Christmas 


> 
> 
> This month's disc features a whopping 17 Yaroze games: 
> 
> 


Phew. By the way, can anyone tell me if there were any Yaroze games on the 


Net Yaroze newsgroups message dump.txt Page 6457 


> discs with OPSM #90 or 91? 
> 


—-MESSAGE FILE 9841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08569 


-—-MESSAGE FILE 9842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008570 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #92 [Yaroze Special 
Date: Sat, 21 Dec 2002 17:43:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <au29p8Sblv3@www.netyaroze-europe. com> 

References: <au02m8Sblvl@www.netyaroze-europe.com> <au0baaSblv2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m292-mpl1.cvxl-c.pop.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en, en-us 

In-Reply-To: <au0baa$blv2@www.netyaroze-europe. com> 


ti 


Hi Nigel, 


We're still taking submissions for the OPSM disc. 
Just send them to ps_yaroze@scee.net and I'll see about getting them on. 


Cheers 
James @ SCEE 


Nigel Critten wrote: 

> Can't help with the 90, 91 discs but that list makes me want to get #92, 
> I'll pop out tomorrow to get it... 

> 

> BTW are they still taking submissions for the disc? 

> 

> Merry Christmas 

> Nigel 

> 

>> Hi all 

>> 

>> This month's disc features a whopping 17 Yaroze games: 
>> 


>> Phew. By the way, can anyone tell me if there were any Yaroze games 
>> on the 
>> discs with OPSM #90 or 91? 


--MESSAGE FILE 9842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08570 


--MESSAGE FILE 9843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008571 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM #92 [Yaroze Special 
Date: Sat, 21 Dec 2002 14:15:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <au2dp3$blv4@www.netyaroze-europe.com> 
References: <au02m8$blv1@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-87.wolfram.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


- 
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Derek da Silva wrote in message 
>Hi all 

> 

>This month's disc features a whopping 17 Yaroze games: 
> 

>Psychon 

>Pandora's Box 

>Clone 

>Pushy II 

>Bouncer 2 

>Haunted Maze 

>Hover Car Racing 

>The Incredible Coneman 
>Rocks'n'Gems 

>Terra Incognita International 
>Adventure Game 

>Blockz 

>Opera of Destruction 

>Mah Jongg 

>Gravitation 

> 

>Phew. By the way, can anyone tell me if there were any Yaroze games on the 
>discs with OPSM #90 or 91? 

> 

>Merry Christmas 

> 

>Derek 


Disc 90 had no Yaroze games , disc 91 has Rocks And Gems , Super Bub Contest 
, and Surf Game 


gaz 


-—-MESSAGE FILE 9843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08571 


—-MESSAGE FILE 9844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008572 

Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New game! - Roller finally released 

Date: Sat, 21 Dec 2002 19:16:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <au2flvSblv5@www.netyaroze-europe. com> 
References: <aqrnp3$cidl@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-132.bursa-trigger.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Matt Verran wrote in message 
>Hi All, 
> 
> I'm finally releasing Roller, although I'm not happy with it yet so it's 
>labelled as a beta. I would be very thankfull if people could play it and 
>suggest things that really ought to be done before it reaches "final" 
status 
>and gets submitted for OPM (if that's still going). Let me know how many 
>challenge diamonds you manage to get too so I can decide when to release 
the 

>unlock-all-cheats code. 

> 

>I hope you enjoy playing... 

> 

>download: 

>http://www.netyaroze-europe.com/~frkt1lx/ 

> 
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>screenshots/info: 
>http://www.hermitgames.com/roller.html 
> 

>cheers 

>Matt V 


This is excellent Matt . Highly polished , some great touches and effects 
I`1ll let you know more once Iv’ got past level 3 : ( 


gaz 


—-MESSAGE FILE 9844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08572 


—-MESSAGE FILE 9845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008573 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux 

Date: Tue, 24 Dec 2002 01:10:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <au8co5$d7u2@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-1233.alakazam.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en-us, en 


Hi, 


How do you think the PS2 Linux kit is going, I must admit I prefer the 
Yaroze newsgroups to the PS2 Linux forums but maybe because I've done a 
bit more on the Yaroze and I've not really had time to get into the PS2 
Linux yet... 


I'm planning to play around with the PS2 Linux over Christmas and maybe 
try to write some stuff on it. I was upset that there wasn't a 
codewarrior for it as I've never got on with GCC :) 


Merry Christmas 
Nigel 


—-MESSAGE FILE 9845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08573 


—-MESSAGE FILE 9846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008574 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Tue, 24 Dec 2002 15:59:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <aua0qiSggkl@www.netyaroze-europe.com> 
References: <au8co5$d7u2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-9-112.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


if you make anything in C, not C++ please upload it somewhere as i dont know 
C++ and i cant find and sample code in C! 
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—-MESSAGE FILE 9846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08574 


—-MESSAGE FILE 9847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008575 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Memory card access 

Date: Sun, 29 Dec 2002 14:05:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <aun00r$i032@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-438.arcanine.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en-us, en 


Hope you all had a Merry Christmas and hopefully about to celebrate a 
happy new year. 


I've got a question about the access times for the PSOne memory cards, 
what is the main reason for the slow access times to memory cards, I 
find writing a small 8k file can take seconds instead of instant, the 
PS2 cards seem quicker... is it a state thing or is it the controller 
inside the PSOne or simply the way the data is stored in blocks? 


Cheers 
Nigel 


—-MESSAGE FILE 9847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08575 


-—-MESSAGE FILE 9848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008576 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Das Offizielle PlayStation Magazin 

Date: Thu, 9 Jan 2003 17:16:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <avkbfqSr2rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


http: //www.opm-net.de/democd/opm/02/5/index-.html 
Das Offizielle PlayStation Magazin have been running Yaroze games since May. 


Derek 


—-MESSAGE FILE 9848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08576 


—-MESSAGE FILE 9849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008577 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Das Offizielle PlayStation Magazin 

Date: Thu, 9 Jan 2003 17:26:55 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <avkc3nSr2r2@www.netyaroze-europe. com> 
References: <avkbfqSr2rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Yarozians and Robot Ron were the games that month btw. 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: avkbfq$r2rl1l@www.netyaroze-europe.com... 

> http://www.opm-net.de/democd/opm/02/5/index-.html 

> 

> Das Offizielle PlayStation Magazin have been running Yaroze games since 


ay. 


Derek 


V V V V v K 
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--MESSAGE FILE 9849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08577 


—-MESSAGE FILE 9850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008578 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Memory card access 

Date: Thu, 9 Jan 2003 18:38:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <avkg2j$r2r3@www.netyaroze-europe. com> 
References: <aun00r$i032@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0328.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


The PSOne cards are just slow ~1k per second if my memory isn't completely 


fried. I forget the PS2 speed but it's many many times faster. Just newer 


technology, I guess. 


-ՔԲո 


"Nigel Critten" <Nigel@100Tinsoldiers.com> wrote in message 
news: aun00r$i032@www.netyaroze-europe.com... 
> Hope you all had a Merry Christmas and hopefully about to celebrate a 


> happy new year. 

> 

> I've got a question about the access times for the PSOne memory cards, 
> what is the main reason for the slow access times to memory cards, I 
> find writing a small 8k file can take seconds instead of instant, the 
> PS2 cards seem quicker... is it a state thing or is it the controller 
> inside the PSOne or simply the way the data is stored in blocks? 

> 

> Cheers 

> Nigel 

> 


-—-MESSAGE FILE 9850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08578 
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-—-MESSAGE FILE 9851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008579 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Das Offizielle PlayStation Magazin 

Date: Fri, 10 Jan 2003 10:53:25 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <avm945Sr2r4@www.netyaroze-europe. com> 

References: <avkbfq$r2rl@www.netyaroze-europe.com> <avkc3n$r2r2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-65-104.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Excellent, I havn't had any german hiscore entries tho, I wonder if the 
email addy is still correct on the Yarozescene site. 


Cheers for the info Derek. 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news:avkc3nS$r2r2@www.netyaroze-europe.com... 
> Yarozians and Robot Ron were the games that month btw. 


> 

> "Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
> news:avkbfqSr2rl@www.netyaroze-europe.com... 

> > http://www.opm-net .de/democd/opm/02/5/index. html 

>> 

> > Das Offizielle PlayStation Magazin have been running Yaroze games since 
> May. 

>> 

> > Derek 

>> 

>> 

>> 

> 

> 


-—-MESSAGE FILE 9851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08579 


-—-MESSAGE FILE 9852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008580 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Das Offizielle PlayStation Magazin 

Date: 10 Jan 2003 23:54:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01c2b902S53f65bb20$8500a8c0@pal-—s-—omnibook> 
References: <avkbfq$Sr2rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: amontsouris—-108-1-5-171.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


> Das Offizielle PlayStation Magazin have been running Yaroze games since 
May. 


Thank you very much for this link Derek! 


I received score submissions (for Invs) from people in Spain, Czech 
Republic and Australia, so I guess Yaroze games have been published in 
various countries (was I the only one to foolishly assume they would never 
be seen outside of UK? I didnt even bother having a look at the French 
OPSM!). 


I found the following page that mentions the Czech OPSM #55 with Terra 
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Incognita, Mah Jong and Invs: 
http://www.bonusweb.cz/zurnal/cetlijsme/opsm55021006.html 


I wasnt able to find pages about other issues... 
Any other info about those non-UK releases would be welcome :) 


—-MESSAGE FILE 9852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08580 


—-MESSAGE FILE 9853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008581 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Das Offizielle PlayStation Magazin 

Date: Sun, 12 Jan 2003 10:53:58 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <avq42eS35pl@www.netyaroze-europe. com> 

References: <avkbfq$Sr2rl@www.netyaroze-europe.com> <01c2b902S3f65bb20$8500a8c0@pal-s 
-omnibook> 

NNTP-Posting-Host: p65.nasl.chc.callplus.net.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ahh i figured you guys knew there was a playstation magazine for most 
countries, ie theres official mags for both aussie and New Zealand ( where i 
live ). Ive recently been trying to get some discs with the yaroze demos, as 
i never bought OPSM, anyways i found it easier to get hold of the local 
australian and New Zealand versions of the mag, the numberring of the discs 
are totally different, but the items on the discs seem to be the same, 
either way ive now been able to get hold of a yaroze special cd somewhat 
similar to th opsm #92 :) very happy about that 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c2b902$3£65bb20$8500a8c0@pal-—s-—omnibook... 

> > Das Offizielle PlayStation Magazin have been running Yaroze games since 
May. 


Thank you very much for this link Derek! 


I received score submissions (for Invs) from people in Spain, Czech 
Republic and Australia, so I guess Yaroze games have been published in 
various countries (was I the only one to foolishly assume they would never 
be seen outside of UK? I didnt even bother having a look at the French 
OPSM!). 


I found the following page that mentions the Czech OPSM #55 with Terra 
Incognita, Mah Jong and Invs: 


http: //www.bonusweb.cz/zurnal/cetlijsme/opsm55021006.html 


I wasnt able to find pages about other issues... 
Any other info about those non-UK releases would be welcome :) 


VVVVVVVVVVVVVV VV VV 


-—-MESSAGE FILE 9853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08581 


—-MESSAGE FILE 9854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008582 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Edge Retro Edition 

Date: Sun, 12 Jan 2003 20:41:38 +1300 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <avr6égaS35p2@www.netyaroze-europe. com> 
NNTP-Posting-Host: p110.nas2.chc.callplus.net.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hey guys, 


Im not in the UK, Im trying to get 2 copies of the Edge Retro Edition 
Magazine, its not been released in my country, New Zealand. Can anyone here 
give me a hand? happy to send cash in advance or use paypal etc. Just need 
someone to buy me two new copies of the mag for myself and a mate and have 
it sent to me via airmail, wiithout them getting damaged. If anyone can 
help me out please post or email me :) 


thanks guys 


—-MESSAGE FILE 9854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08582 


-—-MESSAGE FILE 9855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008583 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BreakDown - Final 

Date: Sun, 12 Jan 2003 18:14:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <avsbaqtS35p3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-73-147.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Ok I think I've finished it now.. where do i send it for PSM etc? and anyl 
willing to play test it for me? 


Chris 


—-MESSAGE FILE 9855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08583 


—-MESSAGE FILE 9856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008584 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Final 

Date: Sun, 12 Jan 2003 22:19:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <avsq7pS35p4@www.netyaroze-europe. com> 
References: <avsbqt$35p3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-73-147.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok here it is: 
http://www.netyaroze-europe.com/~chrisw/ftp/BreakDown.zip 


Scores can be submitted here: 
http: //www.wormsca.f2s.com/yaroze/breakdown.html 
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=D 
Chris 


—-MESSAGE FILE 9856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08584 


—-MESSAGE FILE 9857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008585 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Edge Retro Edition 

Date: Mon, 13 Jan 2003 16:15:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <avupdq$35p5@www.netyaroze-europe. com> 
References: <avr6gaS35p2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


I might be able to help; there were still a few copies left when I went into 
town today. It's £10 for two (£5 each), that's 30 New Zealand dollars to 
you. I don't know how much P&P might come to. 


I'm not a fan of paypal, so I'm not sure what the best way of reimbursing me 
might be if I were to get them for you. 


Derek 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: avr6ga$35p2@www.netyaroze-europe.com... 

> Hey guys, 

> 

> Im not in the UK, Im trying to get 2 copies of the Edge Retro Edition 

> Magazine, its not been released in my country, New Zealand. Can anyone 
here 

> give me a hand? happy to send cash in advance or use paypal etc. Just 


> someone to buy me two new copies of the mag for myself and a mate and have 
it sent to me via airmail, wiithout them getting damaged. If anyone can 
help me out please post or email me :) 


thanks guys 


—-MESSAGE FILE 9857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08585 


--MESSAGE FILE 9858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008586 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM #93 

Date: Mon, 13 Jan 2003 16:18:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <avupk0S35p6@www.netyaroze-europe. com> 
References: <au02m8Sblvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 
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No Yaroze on OPSM #93 as far as I could make out. Can any regular readers 
confirm this? 


thanks 
Derek 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: au02m8Sblvl@www.netyaroze-europe.com... 
> Hi all 


This month's disc features a whopping 17 Yaroze games: 


Psychon 

Pandora's Box 

Clone 

Pushy II 

Bouncer 2 

Haunted Maze 

Hover Car Racing 

The Incredible Coneman 
Rocks 'n'Gems 

Terra Incognita International 
Adventure Game 

Blockz 

Opera of Destruction 
Mah Jongg 

Gravitation 


VVVVVVVVVVVVVV VV VV VV 


Phew. By the way, can anyone tell me if there were any Yaroze games on 
the 
> discs with OPSM #90 or 91? 


v 


Merry Christmas 


> 
> 
> Derek 
> 
> 
> 
> 
> 


6466 


--MESSAGE FILE 9858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08586 


--MESSAGE FILE 9859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008587 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Reversing a GSSPRITE 

Date: Wed, 15 Jan 2003 01:12:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <b02d31$6431@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-74-46-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Is there any way to flip a sprite either horizontally/vertically or both? I 
have tried setting the scalex attribute to -ONE (i.e. -4096) but that 
doesn't appear to have done anything. It would save me having to include the 
same sprite twice in VRAM. 


Thanks in advance, 
Andy. 


—-MESSAGE FILE 9859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08587 


—-MESSAGE FILE 9860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008588 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GSSPRITE 

Date: Wed, 15 Jan 2003 15:02:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <b03tom$6432@www.netyaroze-europe. com> 
References: <b02d31$6431@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3872.chameleon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Make sure you're drawing the sprite with GsSortSprite and not 
GsSortFastSprite. Look under GsSprite in the library reference as it has 
more information on rotation and scaling. 


Regards, 
Peter 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news :b02d31$6431@www.netyaroze-europe.com... 

> Is there any way to flip a sprite either horizontally/vertically or both? 
1 

> have tried setting the scalex attribute to -ONE (i.e. -4096) but that 

> doesn't appear to have done anything. It would save me having to include 
the 

same sprite twice in VRAM. 


v 


> 

> Thanks in advance, 
> Andy. 
> 
> 


--MESSAGE FILE 9860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08588 


--MESSAGE FILE 9861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008589 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GsSPRITE 

Date: 16 Jan 2003 00:00:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lc2bcf0$e475e620$8500a8c0@pal-s-—omnibook> 

References: <b02d31$6431@www.netyaroze-europe.com> <b03tom$6432@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: amontsouris-108-1-22-129.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Armstrong <hanno@btinternet.com> wrote in article 
<b03tom$6432@www.netyaroze-europe.com>... 

> Make sure you're drawing the sprite with GsSortSprite and not 

> GsSortFastSprite. Look under GsSprite in the library reference as it has 
> more information on rotation and scaling. 


I don't think that what he wants can be achieved through rotation or 
scaling. He's looking for something like the inversion flag in GsCELL's. A 
3d rotation should do the job, which would be expected to be easy for the 
PSX, however GSSPRITE's do not seem to handle this... unless I've missed 
something? 
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..-maybe drawing a single-cell GsMAP would do the job, although it's not 
elegant. Using a 3d rotation would be nicer but surely less easy. 


—-MESSAGE FILE 9861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08589 


-—-MESSAGE FILE 9862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008590 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GSSPRITE 

Date: Thu, 16 Jan 2003 00:35:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <b04vfuS9vil@www.netyaroze-europe.com> 

References: <b02d31$6431@www.netyaroze-europe.com> <b03tom$6432@www.netyaroze-europe 
.com> <Olc2bcf0$e475e620$8500a8c0@pal-—s-—omnibook> 

NNTP-Posting-Host: host213-120-110-157.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


= 


Setting scalex / scaley to -ONE is the same as the GsCell inversion flags, 
however as Peter correctly pointed out you need to use GsSortSprite not the 
Fast version as that ignores scale and rotation data the the GsSprite 
stucture. 

I think you can find some references to this sort of thing in the 2d 
newsgroup from a while back. 


Pete. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news: 01lc2bcf0$e475e620$8500a8c0@pal—s-—omnibook... 
> Peter Armstrong <hanno@btinternet.com> wrote in article 


..-maybe drawing a single-cell GsMAP would do the job, although it's not 
elegant. Using a 3d rotation would be nicer but surely less easy. 


> <b03tom$6432@www.netyaroze-europe.com>... 

> > Make sure you're drawing the sprite with GsSortSprite and not 

> > GsSortFastSprite. Look under GsSprite in the library reference as it has 
> > more information on rotation and scaling. 

> 

> I don't think that what he wants can be achieved through rotation or 

> scaling. He's looking for something like the inversion flag in GsSCELL's. A 
> 3d rotation should do the job, which would be expected to be easy for the 
> PSX, however GSSPRITE's do not seem to handle this... unless I've missed 

> something? 

> 

> 

> 

> 


—-MESSAGE FILE 9862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08590 


—-MESSAGE FILE 9863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008591 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GsSSPRITE 

Date: Thu, 16 Jan 2003 13:36:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <b06d23S9vi2@www.netyaroze-europe. com> 

References: <b02d31S$6431@www.netyaroze-europe.com> <b03tom$6432@www.netyaroze-europe 
.com> <O1lc2bcf0$e475e620$8500a8c0@pal-—s-omnibook> <b04vfuS9vil@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: pc-80-195-74-46-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Yeah, it was GsSortFastSprite that I was using, guess I should have saw that 
one comming. Now though it doesn't draw the sprites at all, for some weird 
reason, I'll have to fix that, then if the horizontal flip thing works I'll 
reply agian. 


Thanks for the help, 
Andy 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 

news :bO04vfuS9vil@www.netyaroze-europe.com... 

> Setting scalex / scaley to -ONE is the same as the GsCell inversion flags, 
> however as Peter correctly pointed out you need to use GsSortSprite not 
the 

Fast version as that ignores scale and rotation data the the GsSprite 
stucture. 

I think you can find some references to this sort of thing in the 2d 
newsgroup from a while back. 


Pete. 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news: 01lc2bcf0$e475e620$8500a8c0@pal—s-—omnibook... 

> Peter Armstrong <hanno@btinternet.com> wrote in article 

> <b03tom$6432@www.netyaroze-europe.com>... 

> Make sure you're drawing the sprite with GsSortSprite and not 

> GsSortFastSprite. Look under GsSprite in the library reference as it 


v 


> more information on rotation and scaling. 


I don't think that what he wants can be achieved through rotation or 
scaling. He's looking for something like the inversion flag in GsCELL's. 


VV V VO V 


3d rotation should do the job, which would be expected to be easy for 


PSX, however GSSPRITE's do not seem to handle this... unless I've missed 
something? 


...maybe drawing a single-cell GsMAP would do the job, although it's not 
elegant. Using a 3d rotation would be nicer but surely less easy. 


VVVVVVVV EV PP N V N V OV N NV VV VV VV VV VV 
VV NV VV VO V 


--MESSAGE FILE 9863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08591 


--MESSAGE FILE 9864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008592 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington@inovis.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GSSPRITE 

Date: Thu, 16 Jan 2003 14:53:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <b06hiqS9vi4@www.netyaroze-europe. com> 

References: <b02d31$6431@www.netyaroze-europe.com> <b03tom$6432@www.netyaroze-europe 
-com> <Olc2bcf0$e475e620$8500a8c0@pal-—s-omnibook> <b04vfuS9vil@www.netyaroze-europe. 
com> <b06d23$9vi2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 194.207.193.92 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.1) Gecko/20020826 
X-Accept—-Language: en-us, en 


Hi Andy, 
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Something else you should be aware of when using negative scaleX/scaleY 
values to reverse sprites, use the value -4095 rather than -ONE (i.e. 
-40960, I tried using -ONE at some point to do sprite reversals, but it 
didn't appear to be scaled correctly (almost, but not quite), when I 
used the value -4095 I got no scaling artifacts and everything looked 
groovy :) 


Cheers, 
Andy P 


Andrew Murray wrote: 


> Yeah, it was GsSortFastSprite that I was using, guess I should have saw that 
> one comming. Now though it doesn't draw the sprites at all, for some weird 
> reason, I'll have to fix that, then if the horizontal flip thing works I'll 
> reply agian. 

> 

> Thanks for the help, 

> Andy 

> 

> "Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 

> news: b04vfuS 9vil@www.netyaroze-europe.com... 

> 

>>Setting scalex / scaley to -ONE is the same as the GsCell inversion flags, 


>>however as Peter correctly pointed out you need to use GsSortSprite not 
> 

> the 

> 

>>Fast version as that ignores scale and rotation data the the GsSprite 
>>stucture. 

>>I think you can find some references to this sort of thing in the 2d 
>>newsgroup from a while back. 

>> 

>>Pete. 

>> 

>>"pal" <palpalpalpal@hotmail.com> wrote in message 

>>news :01c2bcf0$e475e620$8500a8c0@pal—s-—omnibook... 

>> 

>>>Peter Armstrong <hanno@btinternet.com> wrote in article 
>>><b03tom$6432@www.netyaroze-europe.com>... 

>>> 

>>>>Make sure you're drawing the sprite with GsSortSprite and not 
>>>>GsSortFastSprite. Look under GsSprite in the library reference as it 
>>> 

> has 

> 

>>>>more information on rotation and scaling. 

>>> 

>>>I don't think that what he wants can be achieved through rotation or 
>>>scaling. He's looking for something like the inversion flag in GsSCELL's. 
>> 

>A 

> 

>>>3d rotation should do the job, which would be expected to be easy for 
>> 

> the 

> 

>>>PSX, however GSSPRITE's do not seem to handle this... unless I've missed 
>>>something? 
>>> 
>>>...maybe drawing a single-cell GsMAP would do the job, although it's not 
>>>elegant. Using a 3d rotation would be nicer but surely less easy. 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 9864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08592 
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-—-MESSAGE FILE 9865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008593 

Path: chuka.playstation.co.uk!news 

From: “Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GSSPRITE 

Date: Fri, 17 Jan 2003 02:39:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <b07qvaS9vi5@www.netyaroze-europe. com> 

References: <b02d31$6431@www.netyaroze-europe.com> <b03tom$6432@www.netyaroze-europe 
.com> <Olc2bcf0$e475e620$8500a8c0@pal-—s-omnibook> <b04vfuS9vil@www.netyaroze-europe. 
com> <b06d23S9vi2@www.netyaroze-europe.com> <b06hiqS9vi4@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-74-46-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Thanks Andy, I'll keep that in mind. 
Andy. 


"Andrew Partington" <andrew.partington@inovis.com> wrote in message 
news :b06hiqS9vi4@www.netyaroze-europe.com... 


> 

> Hi Andy, 

> 

> Something else you should be aware of when using negative scaleX/scaleY 
> values to reverse sprites, use the value -4095 rather than -ONE (i.e. 

> -4096), I tried using -ONE at some point to do sprite reversals, but it 
> didn't appear to be scaled correctly (almost, but not quite), when I 

> used the value -4095 I got no scaling artifacts and everything looked 

> groovy :) 

> 

> 

> Cheers, 

> 

> Andy P 

> 

> Andrew Murray wrote: 

> > Yeah, it was GsSortFastSprite that I was using, guess I should have saw 


> > one comming. Now though it doesn't draw the sprites at all, for some 
weird 

> > reason, I'll have to fix that, then if the horizontal flip thing works 
TELL 

> reply agian. 


Thanks for the help, 
Andy 


"Peter Dollochan" <peterd@ezoray.screaming.net> wrote in message 
news :bO04vfuS9vil@www.netyaroze-europe.com... 


VV V V V V V 


>>Setting scalex / scaley to -ONE is the same as the GsCell inversion 
lags, 

>>however as Peter correctly pointed out you need to use GsSortSprite not 
> 

> the 

> 

>>Fast version as that ignores scale and rotation data the the GsSprite 
>>stucture. 

>>I think you can find some references to this sort of thing in the 2d 
>>newsgroup from a while back. 

>> 

>>Pete. 

>> 

>>"pal" <palpalpalpal@hotmail.com> wrote in message 

>>news :01c2bcf0$e475e620$8500a8c0@pal-s-—omnibook... 

>> 

>>>Peter Armstrong <hanno@btinternet.com> wrote in article 


VVVVVVVVVVVVV VV EV VV VV VV VV 
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>>><b03tom$6432@www.netyaroze-europe.com>... 

>>> 

>>>>Make sure you're drawing the sprite with GsSortSprite and not 
>>>>GsSortFastSprite. Look under GsSprite in the library reference as it 
>>> 

> has 

> 

>>>>more information on rotation and scaling. 

>>> 

>>>I don't think that what he wants can be achieved through rotation or 
>>>scaling. He's looking for something like the inversion flag in 
sCELL's. 

>> 

>A 

> 

>>>3d rotation should do the job, which would be expected to be easy for 
>> 

> the 

> 

> >>>PSX, however GSSPRITE's do not seem to handle this... unless I've 
missed 

> >>>something? 

> >>> 

> >>>...maybe drawing a single-cell GsMAP would do the job, although it's 
not 

>>>elegant. Using a 3d rotation would be nicer but surely less easy. 

> >>> 
> >> 
> >> 
>> 
> 
> 


VVVVVVVQVVVV VV VV VV V 


v 


> 


--MESSAGE FILE 9865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08593 


--MESSAGE FILE 9866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008594 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Projects on the go? 

Date: Fri, 17 Jan 2003 20:02:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <b0900v$9vi6@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-34-73-147.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Was just wondering if anyl has any games on the go? 
There is the occasion post for help but not much else! Any games to be 
released soon? 


Chris 


—-MESSAGE FILE 9866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08594 


—-MESSAGE FILE 9867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008595 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Fri, 17 Jan 2003 20:06:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 16 

Message-ID: <b0907mS 9vi7@www.netyaroze-europe. com> 
References: <b0900vS$9vi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-1259.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've got a couple just simmering away. 'Squeak+' which I'm hoping to submit 
for OPM soon and 'Collect Call' 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news :bO900vS$9vibewww.netyaroze-europe.com... 

> Was just wondering if anyl has any games on the go? 

There is the occasion post for help but not much else! Any games to be 
released soon? 


Chris 


VVVVVV 


-—-MESSAGE FILE 9867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08595 


—-MESSAGE FILE 9868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008596 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw666@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Fri, 17 Jan 2003 20:14:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <b09onuS9vi8@www.netyaroze-europe. com> 

References: <b0900vS$9vi6@www.netyaroze-europe.com> <b0907m$9vi7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-34-73-147.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


coool :) whats the second 1 about? 


—-MESSAGE FILE 9868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08596 


—-MESSAGE FILE 9869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008597 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Fri, 17 Jan 2003 20:21:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <b09p1rS9vi9@www.netyaroze-europe. com> 

References: <b0900vS9vi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Still working on Gravity Girl as time etc permits, its been recoded from the 
ground up (and all the better for it), even though its not up to the point 
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where the prototype was yet. Determined to finish it though! 


"Chris Wallace" <chriswé6é66@btinternet.com> wrote in message 

news :bO0900vS$9vibewww.netyaroze-europe.com... 

> Was just wondering if anyl has any games on the go? 

There is the occasion post for help but not much else! Any games to be 
released soon? 


Chris 


VV NV V V V 


—-MESSAGE FILE 9869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08597 


—-MESSAGE FILE 9870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008598 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Fri, 17 Jan 2003 20:47:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <b09qmjS9vil0@www.netyaroze-europe.com> 

References: <b0900vS$9vi6@www.netyaroze-europe.com> <b09p1lrS$9vi9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m284-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en, en-us 

In-Reply-To: <b09p1rS9vi9@www.netyaroze-europe. com> 


It'd be great to get some more Yaroze games on the OPSM cover disc! 
Keep em coming! 


Later 
James 


Andrew Partington wrote: 

Still working on Gravity Girl as time etc permits, its been recoded from the 
ground up (and all the better for it), even though its not up to the point 
where the prototype was yet. Determined to finish it though! 


"Chris Wallace" <chriswé666@btinternet.com> wrote in message 
news :b0900vS$9vibewww.netyaroze-europe.com... 


VVVVVV 


> 

>>Was just wondering if anyl has any games on the go? 

>>There is the occasion post for help but not much else! Any games to be 
>>released soon? 

>> 

>>Chris 

>> 

>> 


> 
> 


—-MESSAGE FILE 9870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08598 


—-MESSAGE FILE 9871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008599 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Sat, 18 Jan 2003 10:47:02 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <b0bc0tSdlsl@www.netyaroze-europe. com> 
References: <b0900vS9vi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-1-130-190.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I've got Roller to finish off for OPM submission, and I'll stick 
ChuChuRocket out sometime this year. There's also MarioPac that I'm doing 
for PC and another project that might (but probably not) come to yaroze. 


Has anyone managed to unlock any of the cheats in Roller? 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 

news :bO0900vS$9vibewww.netyaroze-europe.com... 

> Was just wondering if anyl has any games on the go? 

There is the occasion post for help but not much else! Any games to be 
released soon? 


Chris 


VV NV V V V 


—-MESSAGE FILE 9871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08599 


—-MESSAGE FILE 9872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008600 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100Tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Sat, 18 Jan 2003 18:30:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <b0c72nSdls3@www.netyaroze-europe. com> 

References: <b0900vS$9vi6@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem—-3465. jaguar.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.2.1) Gecko/20021130 
X-Accept—-Language: en-us, en 

In-Reply-To: <b0900v$9vi6é@www.netyaroze-europe. com> 


I'm busy on another budget PC game which is in 3D this time and I'd love 
to port that to the Yaroze as I've not done any 3D on it yet, but more 
realistic are my 2 old projects that I'll be restarting in a couple of 
months, lst is a mix of Exile, Solar Jetman, Jetpac, 1985 and Lunar 
Jetman :) that idea will work nicely in 2D but I'll probably do a 3D 
version as well at some point, the 2nd is a remake of Gribbly's Day Out, 
being a remake it won't make it on the coverdisc but it'll be fun to 
write :) 


I learned so much when writing Trashman, well the start anyone, the 
project is resting on my Yaroze homepage, but the work I did on that 
taught me so much about the Yaroze, the little Mem card program was 
another project that was a learning experience and was great for 
fiddling with images as well as mem cards. 


I've also got to get my PS2 Linux Kit singing soon ;) Manor Remover 
would look so nice on the PS2 :) 
http://www.100tinsoldiers.com/pages/manor.htm even if I do say so myself ;) 


Nigel 
www.100tinsoldiers.com 


Chris Wallace wrote: 
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Was just wondering if anyl has any games on the go? 
There is the occasion post for help but not much else! Any games to be 
released soon? 


> 
> 
> 
> 
> Chris 
> 

> 


—-MESSAGE FILE 9872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08600 


-—-MESSAGE FILE 9873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008601 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: 18 Jan 2003 23:38:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c2bf49S$54fed5a0$8500a8c0@pal-—s-—omnibook> 
References: <b0900vS$9vi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: AMontsouris-—108-1-8-209.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw666@btinternet.com> wrote in article 
<b0900vS9vibewww.netyaroze-europe.com>... 
> Was just wondering if anyl has any games on the go? 


I have two games on standby status (one shmup, one Bubble Bobble-like), 
plus one i'm currently working on... Nothing interesting to say though 
until there's something to see :) 


—-MESSAGE FILE 9873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08601 


-—-MESSAGE FILE 9874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008602 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Sun, 19 Jan 2003 01:06:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <b0cu94Sd1s4@www.netyaroze-europe. com> 
References: <b0900vS$9vi6@www.netyaroze-europe. com> 
NNTP-Posting-Host: vpnl02.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


I'm working on a clone of Smash TV which I inadvertantly started as part of 
a ‘shooting game' coursework submission at սու, but I recon I should finish 
it so I'm going to. After that I have a couple of ideas, one of which is to 
continue with manajet (3D solar jetman) but right now I should be more 
worried about exams :) I also have started a re-write of the 2D Yaroze 
tutorial so here's hoping that turns out well 


Hope everyone else's projects are comming along well. It seems that there 
has been a bit more activity than usual lately, which is a good thing. Has 
anyone formed a yaroze dev team recently or are still in one or is it pretty 


much all individual work right now? 


Andy. 


"Chris Wallace" <chriswé66@btinternet.com> wrote in message 

news : bO900vS$9vibewww.netyaroze-europe.com... 

> Was just wondering if anyl has any games on the go? 

> There is the occasion post for help but not much else! Any games to be 
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> released soon? 
> 

> Chris 

> 

> 


—-MESSAGE FILE 9874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08602 


—-MESSAGE FILE 9875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008603 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Projects on the go? 

Date: Tue, 21 Jan 2003 23:36:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <b0km2gShijgl@www.netyaroze-europe. com> 

References: <b0900vS$9vi6@www.netyaroze-europe.com> <b0907m$9vi7@www.netyaroze-europe 
-com> <b09onu$9vi8ewww.netyaroze-europe. com> 

NNTP-Posting-Host: du-069-0147.access.clara.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I'm not sure really how it started off - most likely after getting back from 
a night down the pub. The game is moving a little spaceship over a doomed 
moon collecting things and dropping them back into an enerygy portal and 
avoiding falling asteroids. Hmmm, sounds really naff from that and probably 
will be! 


-ՔԲո 


"Chris Wallace" <chrisw666@btinternet.com> wrote in message 
news :b09onuS$ 9vi8@www.netyaroze-europe.com... 

> coool :) whats the second 1 about? 

> 

> 


—-MESSAGE FILE 9875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08603 


—-MESSAGE FILE 9876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008604 

Path: chuka.playstation.co.uk!news 

From: "Ashley Ashford" <news.ps2-pro.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Student Placements at SCEE 

Date: Wed, 29 Jan 2003 10:42:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <bl18bqiS6f4@www.netyaroze-europe.com> 
NNTP-Posting-Host: 43.193.234.136 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi 
If you are currently studying a Computer programming degree and are planning 
to undertake a work placement year, why not apply at SCEE's Technology 


Group. 


The Technology Group maximises the skills of third-party developers by 
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providing high quality technical support, creating specialist tools and 
utilities, and creating showcase products that highlight the capabilities of 
the PlayStation. 


Successful placements run from July of one year through August of the next 
year, and are from Computer Science courses with experience of 
C/C++/Assembler and generally some content related to the games industry. 
Available placements include programming positions to work on PlayStation 2, 
plus some technical web development. 


Previous successful applicants had achieved a 2/1 or above for their first 
year overall grade. Interviews are usually carried out during 
February/March. 


If you think you've got what it takes, you can apply online at: 
http://www.technology.scee.net/sceesite/jobs.html 


Ash 


—-MESSAGE FILE 9876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08604 


-—-MESSAGE FILE 9877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008605 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Summer Jobs 

Date: Thu, 30 Jan 2003 22:10:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <blc8g5S2qbl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-180-141-ba.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 


Hi all, 


I haven't been around for a while. Hope you've all had a good 
Christmas and New Year etc. 


Anyway, to my business. I have just realised that I should get a job 
over the summer, and although it's leaving it a bit late, I was 
wondering if anyone knew of any companies who would be interested in 
employing a first year computer science student for the summer? 


I have just read the previous post about the placement at SCEE's Tech 

group and I started drooling at the prospect, as I envy the SCEE Tech 

group so much. But I was planning to do a 4 year masters rather than a 
3 year bachelors with a gap year, and my uni does not offer a masters 

with a gap year (though I suppose I could ask them). Also, I'm only a 

first year so wouldn't expect to take a gap year until the end of the 

2nd year. Hopefully they'll still be offering that next year :-) 


Well, good luck with all your projects. Now I'm into the swing of 
things at uni I can get the Yaroze up and running and work on some 
things - well hopefully, I need something to stop me from going to the 
pub cos otherwise I'll have no money left soon..! 


Thanks in advance. 
Kind regards, 


Rikki Prince 


—-MESSAGE FILE 9877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08605 
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-—-MESSAGE FILE 9878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008606 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: RSD Material Properties 

Date: Sun, 9 Feb 2003 23:34:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <b26p4q$9bm1@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-102-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


The .mat file of the rsd files is pretty weird... 
A coloured and textured polygon can be represented by the line: 


polyNumber | flag | shade type | material type | tim index no | u0 | v0 | ul 
vi | u2 | v2 | u3 ss ee | jg | 


example: 
23 0GD000 127 0 0 127 127 127 0 0 0 255 


but this does not appear to work when I load it into RSDTool. It will work 
however when I get rid of the r,g,b values and change the material type to T 
(for textured). e.g: 


5 OF 100127 0 0 127 127 127 0 


RSDTool doesn't seem to like coloured and textured polygons, it can be 
either one or the other; not both. Is RSDTool so old that it has not 
implemented the RSD spec detailed in the Net Yaroze File Spec document? Will 
the attributes detailed above work when I use rsdlink and display it on the 
Yaroze? 


Thanks all who reply, I'm really stumped on this one. 


Andy. 


—-MESSAGE FILE 9878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08606 


-—-MESSAGE FILE 9879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008607 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <peterd@ezoray.screaming.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: RSD Material Properties 

Date: Mon, 10 Feb 2003 15:11:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <b28g0eS 9bm2@www.netyaroze-europe. com> 
References: <b26p4q$9bm1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-32-117-138.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Check out the fileformat.pdf, you have to set the flag for fixed colour in 
order to use coloured/gouraud textured polys. At least thats how i read the 
file info :-) 


Pete. 
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"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news :b26p4q$9bm1@www.netyaroze-europe.com... 

> The .mat file of the rsd files is pretty weird... 

> 

> A coloured and textured polygon can be represented by the line: 

> 

> polyNumber | flag | shade type | material type | tim index no | u0 | vo | 
ul 


> pvr uz | x2 | u3 | 3 [| al ë | 5 

> 

> example: 

> 

> 23 0 GD 0 0 0 127 0 0 127 127 127 0 0 0 255 

> 

> but this does not appear to work when I load it into RSDTool. It will work 
> however when I get rid of the r,g,b values and change the material type to 
T 

> (for textured). e.g: 

> 

> 5 OF T O O 127 0 0 127 127 127 0 

> 

> RSDTool doesn't seem to like coloured and textured polygons, it can be 

> either one or the other; not both. Is RSDTool so old that it has not 


> implemented the RSD spec detailed in the Net Yaroze File Spec document? 
Will 
> the attributes detailed above work when I use rsdlink and display it on 
the 
> Yaroze? 
> 

Thanks all who reply, I'm really stumped on this one. 


> 
> 
> Andy. 
> 
> 


--MESSAGE FILE 9879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08607 


--MESSAGE FILE 9880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008608 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Codewarrior: non supported code 

Date: Sat, 15 Feb 2003 12:58:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <b2le3u$e71@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-80-195-75-61-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


When I call GsSortObject4 Codewarrior outputs the message: 

"non supported code 0 ffffffff" 

Now, the Codewarrior manual has no information as to why such as message 
would appear. Does anyone know why I'm getting this message and how I could 
fix it? 

Thanks in advance, 


Andy. 


—-MESSAGE FILE 9880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08608 
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—-MESSAGE FILE 9881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008609 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior: non supported code 

Date: Sat, 15 Feb 2003 14:11:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <b2lidtSe72@www.netyaroze-europe. com> 
References: <b2le3uSe71@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-279.gazelle.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I can compile and call GsSortObject4 here without errors. If this is a run 
time error I'd guess it's being caused by a bad argument being passed to it. 


Regards, 
Peter 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b2le3uSe71@www.netyaroze-europe.com... 
> When I call GsSortObject4 Codewarrior outputs the message: 


"non supported code 0 ffffffff" 


Now, the Codewarrior manual has no information as to why such as message 
would appear. Does anyone know why I'm getting this message and how I 
ould 

fix it? 


Thanks in advance, 
Andy. 


VVVVVVAVVVV VY 


—-MESSAGE FILE 9881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08609 


-—-MESSAGE FILE 9882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008610 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior: non supported code 

Date: Mon, 17 Feb 2003 13:48:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <b2qpqoSluml@www.netyaroze-europe. com> 

References: <b2le3uSe71@www.netyaroze-europe.com> <b2lidtSe72@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pc-80-195-75-61-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Normally GsSortObject4 would execute fine, I have example code (of which 
mine is practically a clone) that runs perfectly that calls GsSortObject4 
and its using the same model as I am. I have checked over all of my data (by 
looking at the data memory map file that Codewarrior outputs) to check that 
its not being overwritten as the Yaroze FAQ suggests, however I have had no 
success yet; still the same error code when I run it. I have also tried it 
through GNU which brings up the same problem. All I can say is: i'm stumped. 


Andy. 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 
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news:b2lidtS$e72@www.netyaroze-europe.com... 

> I can compile and call GsSortObject4 here without errors. If this is a run 
> time error I'd guess it's being caused by a bad argument being passed to 
ԼԵ. 


> 

> Regards, 

> Peter 

> 

> "Andrew Murray" <sckoobs@yahoo.com> wrote in message 

> news:b21le3uSe71@www.netyaroze-europe.com... 

> > When I call GsSortObject4 Codewarrior outputs the message: 
>> 

> > "non supported code 0 ffffffff" 

>> 

> > Now, the Codewarrior manual has no information as to why such as message 
> > would appear. Does anyone know why I'm getting this message and how I 
> could 

> > fix it? 

>> 

> > Thanks in advance, 

> > Andy. 

>> 

>> 

> 

> 


6482 


—-MESSAGE FILE 9882 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08610 


-—-MESSAGE FILE 9883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008611 

Path: chuka.playstation.co.uk!news 

From: John Blackburne <jblackburne@lineone.net> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Codewarrior: non supported code 
Date: Thu, 20 Feb 2003 00:29:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 
Message-ID: <BA79D1F5.DE3%jblackburne@lineone.net> 

References: <b2le3uSe71@www.netyaroze-europe. com> 
NNTP-Posting-Host: ppp-225-36-81.friaco.access.uk.tiscali.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

User-Agent: Microsoft-—Outlook-Express-—Macintosh-Edition/5.02.2022 


in article b2le3uSe71@www.netyaroze-europe.com, Andrew Murray at 
sckoobs@yahoo.com wrote on 15/2/03 1:58 pm: 


When I call GsSortObject4 Codewarrior outputs the message: 
"non supported code 0 ffffffff" 


Now, the Codewarrior manual has no information as to why such as message 
would appear. Does anyone know why I'm getting this message and how I could 
fix it? 


Thanks in advance, 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> Andy. 
> 

> 


could it be a non-supported op-code ? If so it could be either jumping to a 
non-code address or overwriting your code. And seeing this with GNU as well 
supports this, as it suggests it depends on the code rather than the 
environment. 


-—-MESSAGE FILE 9883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08611 
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T 


--MESSAGE FILE 9884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008612 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Codewarrior: non supported code 
Date: Thu, 20 Feb 2003 22:39:31 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <b33m23S4mjl@www.netyaroze-europe.com> 
References: <b2le3uSe71@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-87-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hmmm, 


I turns out that the data was being overwritten after all. I had two 
instances of a structure declared inside the main function, these were 
overwriting the data buffer because when I moved them out side the main to 
be global it worked fine, well, what do we learn from this? Codewarrior has 
a crap compiler. 


Thanks all. 
Andy. 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b2le3uSe71@www.netyaroze-europe.com... 
> When I call GsSortObject4 Codewarrior outputs the message: 


"non supported code 0 ffffffff" 


Now, the Codewarrior manual has no information as to why such as message 
would appear. Does anyone know why I'm getting this message and how I 
ould 

fix Te? 


Thanks in advance, 
Andy. 


VVVVVVaAVVVV VY 


—-MESSAGE FILE 9884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08612 


—-MESSAGE FILE 9885 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008613 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Local Rotation 

Date: Sat, 22 Feb 2003 22:39:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <b38uq2S6mal@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-88-87-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


How would it be possible to have an object in a 3D world on the Yaroze to 
rotate around its own local axis? For example (grab a pen) if you rotate 
around the x axis first say by 45 degrees, then rotate around the z axis by 
45 degrees, rotating around the y axis would make the object spin around the 
the new y axis, however just now my code is making the object spin around 
the world y axis which is giving some pretty wierd results. 
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Can anyone specify a process that they have went through in code to obtain 
rotation based on local axis? 


Thanks in advance, 
Andy. 


—-MESSAGE FILE 9885 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08613 


—-MESSAGE FILE 9886 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008614 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: BreakDown - Final 

Date: 25 Feb 2003 11:03:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c2dcbc$108047c0$8500a8c0@pal-—s-—omnibook> 

References: <avsbqt$35p3@www.netyaroze-europe.com> <avsq7p$35p4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: AMontsouris-108-1-19-191.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Well, same problem as with previous release for me, I just cant get it to 
work. 

I'm using siocons with Windows 95 and dont have any problems running other 
stuff. It just does nothing once loaded. 


Btw siocons did not like the 'long' filenames, I had to change them to 8.3. 
But this cant be the cause of the problem since the previous release 
exhibits the same problem while sticking to 8.3's. 


SOLELY. o 


--MESSAGE FILE 9886 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08614 


--MESSAGE FILE 9887 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008615 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New Game 

Date: Sun, 9 Mar 2003 16:39:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <b4frbn$6j51@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-41-29-176.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi all, 


I've uploaded a little number shuffler game to my website, pretty sure most 
will recognise it because almost all mobile phones have it :-) 

The picture version is an artists impression of a scene from a certain 
battle. Anyone care to guess which one ? For a little help if you press 
triangle during the picture game it'll show you the squares in the wrong 
positions. 


laters 


Pete. 
www.netyaroze-europe.com/~peterd 
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—-MESSAGE FILE 9887 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08615 


—-MESSAGE FILE 9888 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008616 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Local Rotation 

Date: Mon, 10 Mar 2003 09:59:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 120 

Message-ID: <b4ho95S6pm1@www.netyaroze-europe. com> 
References: <b38uq2S6mal@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-31-88-170-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Solved this one a while ago but I figured that I should post a solution 
since I couldn't find anything on this before. 


This is the function that was being used to set the rotation matrix of the 
GsCOORDINATE2 structure. The tempMatrix is merely assigned to the matrix 
inside the GsSCOORDINATE2 structure that represents the model's local 
coordinate system. 


void UpdateObjectCoordinates (ObjectHandler * obj) 


{ 
MATRIX tempMatrix; 


// calculate the rotation matrix from rotation vector 
RotMatrix(&(obj->rotate), &tempMatrix); 


// assign new matrix to coordinate system 
// specifying the new rotation components 
obj->coord.coord = tempMatrix; 


// set position by absolute coordinates 

// t[{0],t[1],t[2] are the position components of the coordinate matrix 
obj->coord.coord.t [0] obj->position.vx; 
ob j->coord.coord.t[1] obj->position.vy; 
obj->coord.coord.t [2] ob j->position.vz; 


// tell GTE that coordinate system has been updated 
obj->coord.flg = 0; 
} 


The solution is to zero the rotation vector (obj->rotate) every frame then 
store the amount of change in rotation around each axis. Like so... 


void ModelRotate(PadiInfo *padStatus) 
{ 


obj.rotAxis.vx = obj.rotAxis.vy = obj.rotAxis.vz = 0; 


if (padStatus-—>state & PadUp) 
obj.rotAxis.vx = —-ROT_STEP; 


if (padStatus-—>state & PadDown) 
obj.rotAxis.vx = ROT_STEP; 


if (padStatus->state & PadLeft) 
obj.rotAxis.vy = -ROT_STEP; 


if (padStatus->state & PadRight) 
obj.rotAxis.vy = ROT_STEP; 


if (padStatus->state & PadL1) 
obj.rotAxis.vz = —-ROT_STEP; 


if (padStatus->state & PadL2) 
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obj.rotAxis.vz = ROT_STEP; 
} 


With this change in rotation a new matrix can be made which stores the 
change in rotation as a matrix. This is then concatenated onto the matrix 
inside the GSCOORDINATE2 structure. 


void UpdateObjectCoords (object3D *obj3d) 

{ 

// temporary matrix to hold the change in rotation 
// used if matrix rotation is enabled 

MATRIX tempMatrix; 


// check to see if the rotation vector has changed 

// this avoids recalculating rotation values 

if ((obj3d->rotAxis.vx != 0) || (obj3d->rotAxis.vy != 0) || 
(obj3d->rotAxis.vz != 0)) 

{ 


// execute matrix code 


// calculate the rotation matrix from rotation vector 
RotMatrix (& (obj3d->rotAxis), &tempMatrix); 


// concatenate the resutlts of the new rotation matrix onto the old one 
MulMatrix0(& (obj3d->coord.coord), &tempMatrix, & (obj3d->coord.coord) ); 


// fix the matrix error problem by cross producting and normalising 
// the x, y and z components of the rotation matrix 
AdjustCoordinate2 (& (obj3d->coord) ); 

} 


// set position by absolute coordinates i.e. relative to WORLD 
// t[0],t[1],t[2] are the position components of the coordinate matrix 


obj3d->coord.coord.t[0] = ob j3d->position.vx; 
obj3d->coord.coord.t[1] = ob j3d->position.vy; 
obj3d->coord.coord.t[2] = ob j3d->position.vz; 


// tell GTE that coordinate system has been updated 
obj3d->coord.flg = 0; 
} 


Like so. There is also an optimisation in that the rotation vector is 
checked to see if it actually contains any new values otherwise the rotation 
stays the same and it shouldn't be recalculated. 


Hope this helps to someone eventually. 
Andy. 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news :b38uq2S6mal@www.netyaroze-europe.com... 

> How would it be possible to have an object in a 3D world on the Yaroze to 
> rotate around its own local axis? For example (grab a pen) if you rotate 

> around the x axis first say by 45 degrees, then rotate around the z axis 

by 

> 45 degrees, rotating around the y axis would make the object spin around 

the 

the new y axis, however just now my code is making the object spin around 
the world y axis which is giving some pretty wierd results. 


v 


Can anyone specify a process that they have went through in code to obtain 
rotation based on local axis? 


Thanks in advance, 
Andy. 


VVVVVVVVV 


—-MESSAGE FILE 9888 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08616 


—-MESSAGE FILE 9889 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008617 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: 12 Mar 2003 12:37:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01c2e892Sb7f£8cb80$8500a8c0@pal-—s-—omnibook> 
References: <b4frbn$6j51@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris-—108-1-28-55.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ok, these are not very interesting comments, but I thought you'd like to 
know anyway :) 


When adjusting screen, there's a little garbage on the right side of the 
screen. The same garbage appears in some of your other works available on 
your site (screen saver, plasma, 3d RACING...). Probably a clipping 
problem, perhaps the screen size used for initialisation is incorrect? 


Also, still in adjust screen, I think that the top of the frame is not 
visible enough. Plus, I had a hard time finding out that I should press 
select+start to go back to the menu (or did I miss another way?). 


Now I'm aware that the game wasnt ‘adjust screen' ;) ... but I dont have 
much to say. 


The arrow pointing in the movement direction is a nice touch. The menu 
organisation with previews is interesting. 


—-MESSAGE FILE 9889 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08617 


-—-MESSAGE FILE 9890 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008618 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New Game 

Date: 12 Mar 2003 13:12:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c2e897S9a6f8220S8500a8c0@pal-—s-—omnibook> 
NNTP-Posting-Host: AMontsouris-—108-1-28-55.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Yes, another one! 
http://palpalpalpal.free.fr/Works/Videogames/SamsaricAsymptotes/ 


Note that it is meant to be the final release; apart from possible bug 
fixes and minor adjustments, the game is finished, even though it may not 
look so at first glance. Please tell me your impressions, good or bad! 


—-MESSAGE FILE 9890 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08618 


—-MESSAGE FILE 9891 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008619 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Wed, 12 Mar 2003 13:32:32 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <b4nd9jSafsl@www.netyaroze-europe. com> 

References: <b4frbn$6j51@www.netyaroze-europe.com> <01c2e892Sb7f8cb80S8500a8c0@pal-s 
-omnibook> 

NNTP-Posting-Host: 81-86-242-23.dsl.pipex.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


I remember seeing this type of problem on other NY games, most probably you 
need to set the GsDISPENV screen width to 255: 


GsDISPENV.screen.w = 255; 
no matter what your actual screen width is always set it to 255. 
Just a guess. 


—Matt V 
www.hermitgames.com 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c2e892Sb7£8cb80$8500a8c0@pal-—s-—omnibook... 

> Ok, these are not very interesting comments, but I thought you'd like to 
know anyway :) 


When adjusting screen, there's a little garbage on the right side of the 
screen. The same garbage appears in some of your other works available on 
your site (screen saver, plasma, 3d RACING...). Probably a clipping 
problem, perhaps the screen size used for initialisation is incorrect? 


Also, still in adjust screen, I think that the top of the frame is not 
visible enough. Plus, I had a hard time finding out that I should press 
select+start to go back to the menu (or did I miss another way?). 


Now I'm aware that the game wasnt ‘adjust screen' ;) ... but I dont have 
much to say. 


The arrow pointing in the movement direction is a nice touch. The menu 
organisation with previews is interesting. 


VVVVVVVVVVVVVVV VV 


—-MESSAGE FILE 9891 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08619 


—-MESSAGE FILE 9892 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008620 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Wed, 12 Mar 2003 13:53:16 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <b4neghSafs2@www.netyaroze-europe. com> 
References: <01c2e897S9a6f8220$8500a8c0@pal-—s-—omnibook> 
NNTP-Posting-Host: 81-86-242-23.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Brilliant, I loved it. I think the (extremely) bold design really works 
and the game is very fun. 


Can I have some more information on it? Are there in depth strategies like 
Invs? And do I have to register my code to find out how well I have done? I 
died a *lot* of times on my few runs through the game (although I have had 
to play it on an emulator cos my NY isn't setup). 


Well done it's great to see someone producing NY stuff still although I do 
wish it was easier for me to play it, can you be tempted over to PC 
development ???? 


-Matt 
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"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01¢c2e897$9a6f8220S8500a8c0@pal—s-—omnibook... 

> Yes, another one! 
http://palpalpalpal.free.fr/Works/Videogames/SamsaricAsymptotes/ 


Note that it is meant to be the final release; apart from possible bug 
fixes and minor adjustments, the game is finished, even though it may not 
look so at first glance. Please tell me your impressions, good or bad! 


VVVVVV 


—-MESSAGE FILE 9892 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08620 


—-MESSAGE FILE 9893 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008621 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Wed, 12 Mar 2003 19:52:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <b4o3o0mSasil@www.netyaroze-europe. com> 
References: <b4frbn$6j51@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-16-8.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


very well done, its still incredibly frustrating so you must have it right! 
=D man those things drive me mad! 


—-MESSAGE FILE 9893 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08621 


—-MESSAGE FILE 9894 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008622 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Thu, 13 Mar 2003 01:34:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <b4onq4Sasi2@www.netyaroze-europe. com> 

References: <b4frbn$6j51@www.netyaroze-europe.com> <01c2e892Sb7f8cb80S8500a8c0@pal-s 
-omnibook> <b4nd9jSafsl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-41-60-52.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Hmm not sure what i could be doing 


SetVideoMode ( MODE_PAL ); 
GsInitGraph (320,256, ՇՏՕԲ"ՏՇՔՍ,0,0): 
GsDISPENV.screen.w=320; 
GsDISPENV.screen.h=255; 
GsDefDispBuff(0,0,0,256); 


I thought the above was pretty standard ? 


My TV gives me a nice buckled view bit like looking out a porthole - must be 
on the way out :-/ I must admit i never gave the garbage a second thought 
ok it annoys me now ... thanks ;-) 


cheers for trying it btw :-) 
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Pete. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news :b4nd9jSafsl@www.netyaroze-europe.com... 

> I remember seeing this type of problem on other NY games, most probably 
you 

need to set the GsDISPENV screen width to 255: 


v 


GsDISPENV.screen.w = 255; 
no matter what your actual screen width is always set it to 255. 
Just a guess. 


-Matt Մ 
www.hermitgames.com 


> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> "pal" <palpalpalpal@hotmail.com> wrote in message 

> news:01c2e892Sb7f£8cb80$8500a8c0@pal-—s-—omnibook... 

> > Ok, these are not very interesting comments, but I thought you'd like to 
> > know anyway :) 

>> 

> > When adjusting screen, there's a little garbage on the right side of the 
> > screen. The same garbage appears in some of your other works available 
on 

> > your site (screen saver, plasma, 3d RACING...). Probably a clipping 

> > problem, perhaps the screen size used for initialisation is incorrect? 
>> 

> > Also, still in adjust screen, I think that the top of the frame is not 
> > visible enough. Plus, I had a hard time finding out that I should press 
> > selectt+start to go back to the menu (or did I miss another way?). 

>> 

> > Now I'm aware that the game wasnt ‘adjust screen' ;) ... but I dont have 
> > much to say. 

>> 

> > The arrow pointing in the movement direction is a nice touch. The menu 
> > organisation with previews is interesting. 

>> 

> 

> 


—-MESSAGE FILE 9894 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08622 


-—-MESSAGE FILE 9895 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008623 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Thu, 13 Mar 2003 01:39:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <b4oo3hSasi3@www.netyaroze-europe. com> 

References: <b4frbn$6j51@www.netyaroze-europe.com> <b4o30mS$asil@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-41-60-52.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I was going to put in a proper help feature for those brain block moments 
that would complete the puzzle if you kept hitting the help button but got 
bored .. the game only came about because my youngest son wanted to play his 
Moms mobile and she wouldn't let him :-) 


cheers 
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Pete. 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 
news: b4o30mSasil@www.netyaroze-europe.com... 


> very well done, its still incredibly frustrating so you must have it 
right! 

> =D man those things drive me mad! 

> 

> 


—-MESSAGE FILE 9895 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08623 


—-MESSAGE FILE 9896 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008624 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: 13 Mar 2003 09:16:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01c2e93f$c2a50000$8500a8c0@pal-s-—omnibook> 

References: <b4frbn$6j51@www.netyaroze-europe.com> <01c2e892Sb7f8cb80S8500a8c0@pal-s 
-omnibook> <b4nd9jSafsl@www.netyaroze-europe.com> <b4onq4Sasi2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: amontsouris-—108-1-28-55.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


I had a look at my code, and noticed I dont set GsDISPENV.screen.w 
explicitly. I only need to set GSDISPENV.screen.h to 256 otherwise the 
bottom 16 lines of the screen dont appear. I'd suggest trying simply 
removing your GSDISPENV.screen.w line, and if this doesnt work setting it 
to 255 as Matt said. 


-—-MESSAGE FILE 9896 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08624 


-—-MESSAGE FILE 9897 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008625 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Reversing a GSSPRITE 

Date: 13 Mar 2003 09:33:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01c2e942$2d5d5580$8500a8c0@pal-—s-—omnibook> 

References: <b02d31$6431@www.netyaroze-europe.com> <b03tom$6432@www.netyaroze-europe 
.com> <O1lc2bcf0$e475e620$8500a8c0@pal-—s-omnibook> <b04vfuS9vil@www.netyaroze-europe. 
com> <b06d23S9vi2@www.netyaroze-europe.com> <b06hiqS9vi4@www.netyaroze-europe.com> 
NNTP-Posting-Host: amontsouris-—108-1-28-55.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Something else you should be aware of when using negative scaleX/scaleY 
values to reverse sprites, use the value -4095 rather than -ONE (i.e. 
-4096) 


I got very slightly better results using -4091, with a huge sprite 
(256x256). However I could still notice imperfections when drawing the 
reversed sprite right next to its non-reversed self -- I couldnt find a 
perfect value (-4090 and -4092 looked worse). (The thing is the boss in 
Samsaric Asymptotes if you want to witness the problem first-hand) 


In a related topic, I couldnt achieve perfect scaling, even when using 
"integer" factors. Any big sprite scaled to 4096*3 for instance (as well as 
4095*3 etc) will not be rendered properly; there's always some pixel 
missing here or there... 
Anybody has a solution to this? Usually it's not important, but sometimes 
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you need precision. 


btw thanks to this thread for enlightening me about how to reverse a sprite 


:) 


—-MESSAGE FILE 9897 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08625 


—-MESSAGE FILE 9898 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008626 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Thu, 13 Mar 2003 14:03:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <b4q3m6Sbftl@www.netyaroze-europe. com> 

References: <b4frbn$6j51@www.netyaroze-europe.com> <01c2e892Sb7f8cb80S8500a8c0@pal-s 
-omnibook> <b4nd9jSafsl@www.netyaroze-europe.com> <b4onq4Sasi2@www.netyaroze-europe. 
com> <01c2e93f$c2a50000S8500a8c0@pal—s—omnibook> 

NNTP-Posting-Host: host217-34-92-118.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Ok tis fixed .. for some reason I was altering the .w/h components of 
dispenv at the same time as the .x/y for moving the screen around .. yep 
sounds silly but I thought I had too at the time :-) 

Seems to work fine and the upload has been changed although its hardly worth 
downloading again for that ;-) 


Thanks pal & Matt for your input !! 


Pete. 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c2e93f£$c2a50000$8500a8c0@pal-—s-—omnibook... 

> I had a look at my code, and noticed I dont set GsDISPENV.screen.w 
explicitly. I only need to set GSDISPENV.screen.h to 256 otherwise the 
bottom 16 lines of the screen dont appear. I'd suggest trying simply 
removing your GSDISPENV.screen.w line, and if this doesnt work setting it 
to 255 as Matt said. 


VVVVYV 


—-MESSAGE FILE 9898 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08626 


—-MESSAGE FILE 9899 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008627 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: 2.5D 

Date: Sat, 15 Mar 2003 15:23:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <b4vh3hScgil@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-16-8.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Ok, I want to make a new game. I dont want to get into 3d terrains and stuff 
yet, i just want to have a 2D based side scroller with 3D models, one step 
at a time and all! 

I'm assuming 3D doesn't require an ordering table in the same way, so how 
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does it work? Is there any exampkle code for codewarrior I can compile and 
play around with to get me started? 
Cheers, Chris. 


-—-MESSAGE FILE 9899 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08627 


—-MESSAGE FILE 9900 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008628 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: new game (kinda) 

Date: Sat, 15 Mar 2003 18:22:14 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <b4vrcnS$cgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-76-179.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


My new game is released, but it's for PC not Yaroze. I might doa 
conversion if I get time tho. 


If you want to check it out: 
http://www.hermitgames.com/mariopac.php 


Feel free to let me know what you reckon to it. 


cheers 
Matt V 


-—-MESSAGE FILE 9900 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08628 


—-MESSAGE FILE 9901 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008629 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2.5D 

Date: Sun, 16 Mar 2003 11:44:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <b5lomt$Se611@www.netyaroze-europe. com> 
References: <b4vh3h$cgil@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-35-16-8.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


While im here, is it possible to use gourad shading or mesh-smoothe on the 
yaroze, or must all models either be blocky or have a realy hight polygon 
count? 


—-MESSAGE FILE 9901 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08629 


-—-MESSAGE FILE 9902 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008630 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2.5D 
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Date: Sun, 16 Mar 2003 14:08:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <b5214fSfotl@www.netyaroze-europe. com> 
References: <b4vh3h$cgil@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1960.gazelle.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Peter Passmore wrote a 3D tutorial which might be useful to you. 
http://www.netyaroze-europe.com/~middx_uni/ 
Peter 


"Chris Wallace" <chrisw1l337@btopenworld.com> wrote in message 

news: b4vh3hS$cgil@www.netyaroze-europe.com... 

> Ok, I want to make a new game. I dont want to get into 3d terrains and 
stuff 

> yet, i just want to have a 2D based side scroller with 3D models, one step 
at a time and all! 

I'm assuming 3D doesn't require an ordering table in the same way, so how 
does it work? Is there any exampkle code for codewarrior I can compile and 
play around with to get me started? 

Cheers, Chris. 


VVVVVVV 


—-MESSAGE FILE 9902 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08630 


—-MESSAGE FILE 9903 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008631 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Mon, 17 Mar 2003 12:24:02 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <b5350g$Sfot2@www.netyaroze-europe. com> 
References: <b4vrcnScgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


You have to port that, i would love to play that on my Yaroze.. very very 
cool :) 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: b4vrcnS$cgi2@www.netyaroze-europe.com... 

> My new game is released, but it's for PC not Yaroze. I might doa 
conversion if I get time tho. 


If you want to check it out: 
http://www.hermitgames.com/mariopac.php 


Feel free to let me know what you reckon to it. 


cheers 
Matt V 


VVVVVVVVV VV 


—-MESSAGE FILE 9903 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08631 


—-MESSAGE FILE 9904 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008632 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Mon, 17 Mar 2003 21:33:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <b55fkcSgq41@www.netyaroze-europe. com> 
References: <b4vrcnS$cgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Groovy-la-roo indeed! 


Thanks for the link btw Matt. My site (such as it is) url has changed -- 
it's now http://www.netyaroze.pwp.blueyonder.co.uk/ Soz about that. 


thanks 
Derek da Silva [dasi] 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: b4vrcnS$cgi2@www.netyaroze-europe.com... 

> My new game is released, but it's for PC not Yaroze. I might doa 
conversion if I get time tho. 


If you want to check it out: 
http://www.hermitgames.com/mariopac.php 


Feel free to let me know what you reckon to it. 


cheers 
Matt V 


VVVVVVVVV VV 


-—-MESSAGE FILE 9904 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08632 


—-MESSAGE FILE 9905 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008633 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Tue, 18 Mar 2003 10:21:47 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <b56ésbtS$gq42@www.netyaroze-europe. com> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <b55fkcS$gq41@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81-86-250-139.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Thanks for the link btw Matt. My site (such as it is) url has changed -- 
> it's now http://www.netyaroze.pwp.blueyonder.co.uk/ Soz about that. 


No probs, changed it now. That site is building up really nicely, well done. 


—-MESSAGE FILE 9905 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08633 


—-MESSAGE FILE 9906 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008634 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: 18 Mar 2003 12:27:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <01c2ed48$26317980$8500a8c0@pal-—s-—omnibook> 

References: <01c2e897S9a6f8220S8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: AMontsouris—-108-1-1-221.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thank you very much Matt, I'm very happy you played (and liked) it :) 
I hope you didnt play it with a keyboard though (or mouse!)... 


>Can I have some more information on it? 


I'm sorry I cant tell much as the game is actually about what you want to 
do with it. You should easily find a primary goal, extremely hard, anda 
secondary goal on the way, with a few hopefully interesting rewards. 
Nothing is really hidden, and there's not a lot of things to accomplish -- 
it's only as good as you want it to be, perhaps more a toy than a game. I 
expect some players to just throw it away when they see it loops. This is 
ok! 


You're welcome to register your code of course (though I have yet to build 
the halloffame pages)! But if you play enough, you should know your 
progress yourself pretty well. 


> <snip> although I do wish it was easier for me to play it 

Now how can you have your Yaroze not set up!? This is heresy! 

Btw anybody fancy writing a quick ‘instant emulated yaroze setup' guide? 
I'm sure a lot of us would love it, including me. I guess it's not too hard 


to find out by one's self, but having a description of one working setup 
would help. 


> can you be tempted over to PC development ???? 


Well, I'm currently planning to do sharewarable stuff, like puzzle games... 
but dont expect that to be really interesting, I prefer the feel of 
consoles! I've also started making a game on the GBA... 


pal 


—-MESSAGE FILE 9906 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08634 


-—-MESSAGE FILE 9907 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008635 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: 18 Mar 2003 21:30:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01c2ed94$01b55940$8500a8c0@pal-—s-—omnibook> 
References: <b4vrcnS$cgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: AMontsouris-—108-1-29-117.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'd love to play it, but my computer's on the bad side of old, I cannot get 
more than DirectX 8.0a and that is not enough... One more incentive to get 
a new one :) 
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-—-MESSAGE FILE 9907 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08635 


-—-MESSAGE FILE 9908 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008636 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Wed, 19 Mar 2003 21:53:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <b5apgeSh7ql@www.netyaroze-europe. com> 
References: <b4vrcnS$cgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-20-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Cool game! 


Matt, as a suggestion; I think that you should implement pixel perfect 
collision detection, its quite frustrating when you swear one of the fishies 
missed you but you die anyway. 


Otherwise a cool game. 

Andy. 

"Matt Verran" <matt@hermitgames.com> wrote in message 

news: b4vrcnS$cgi2@www.netyaroze-europe.com... 

> My new game is released, but it's for PC not Yaroze. I might doa 
conversion if I get time tho. 


If you want to check it out: 
http://www.hermitgames.com/mariopac.php 


Feel free to let me know what you reckon to it. 


cheers 
Matt V 


VVVVVVVVV VV 


-—-MESSAGE FILE 9908 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08636 


—-MESSAGE FILE 9909 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008637 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: 21 Mar 2003 09:53:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c2ef8e$17176980$8500a8c0@pal-s-—omnibook> 

References: <01c2e897S9a6f8220S8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980$8500a8c0@pal-s-—omnibook> 

NNTP-Posting-Host: amontsouris-—108-1-20-104.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


pal <palpalpalpal@hotmail.com> wrote in article 
<01c2ed48$26317980S8500a8c0@pal-—s-—omnibook>... 
> I expect some players to just throw it away when they see it loops. 


Not much feedback... did everybody else throw it away then or does it only 
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work under emulation...? 
(if you just think it's crap, please tell me anyway, I can deal with it :) 


) 


—-MESSAGE FILE 9909 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08637 


—-MESSAGE FILE 9910 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008638 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Fri, 21 Mar 2003 15:57:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <b5fdc3$jdsl@www.netyaroze-europe. com> 

References: <01c2e897S9a6f8220S8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980$8500a8c0@pal-—s-—omnibook> 

NNTP-Posting-Host: host217-35-16-8.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


I played it and was realy impressed, i got bored when i realised it repeated 
though and i would have liked a bnit more colour but game wise i was realy 
impressed. 

Do you plan on releasing the code? 


-—-MESSAGE FILE 9910 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08638 


—-MESSAGE FILE 9911 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008639 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Fri, 21 Mar 2003 19:07:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <b5fohuSjds2@www.netyaroze-europe. com> 

References: <01c2e897S9a6f8220S8500a8c0@pal-—s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980S8500a8c0@pal-s-omnibook> ՀՕ16268865171769805850088Շ06ք 
al-s-omnibook> 

NNTP-Posting-Host: host217-39-111-180.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Must admit i forgot to reply .. sorry mate ! 


I played it for a few minutes but am having some mates over tonight and will 
fire her up for all to give opinions, problem i can see is not having a 
running score(unless i missed something) so I dont think there will much 
competition. 


From my initial playing though i thought there was a nice variety of 
enemies(or it gave that impression with various wave formations etc.) and it 
did make me recall lots of older titles with big level endings... thought it 
was very nice myself. 


Pete. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news: 01c2ef8e$17176980S8500a8c0@pal-—s-—omnibook... 
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> pal <palpalpalpal@hotmail.com> wrote in article 

> <01c2ed48$26317980S8500a8c0@pal-—s-—omnibook>... 

> > I expect some players to just throw it away when they see it loops. 

> 

> Not much feedback... did everybody else throw it away then or does it only 
> work under emulation...? 

> (if you just think it's crap, please tell me anyway, I can deal with it :) 
> ) 

> 


—-MESSAGE FILE 9911 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08639 


-—-MESSAGE FILE 9912 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008640 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: 25 Mar 2003 09:48:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c2f2b2S50d802e80$8500a8c0@pal-—s-—omnibook> 

References: <01c2e897S9a6f8220S8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980S8500a8c0@pal-—s-omnibook> <b5fdc3$jdsl@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: AMontsouris-—108-1-17-102.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Do you plan on releasing the code? 


Yes (except the registration code generation part)! However, while it began 
very cleanly, it ended up a real mess, so I'm not sure it'll be of any 
interest... 


I'll wait a short while but if you're interested in some specific parts 
I'll happily give them now. 


Thanks for your feedback :) 


—-MESSAGE FILE 9912 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08640 


—-MESSAGE FILE 9913 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008641 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Tue, 25 Mar 2003 18:02:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <b5qé6é6fS1t61l@www.netyaroze-europe. com> 

References: <01c2e897S9a6f8220S8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980S8500a8c0@pal-—s-omnibook> <b5fdc3$jdsl@www.netyaroze-eu 
rope.com> <01c2f£2b2S$0d802e80$8500a8c0@pal—s-—omnibook> 

NNTP-Posting-Host: host217-35-16-8.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


yay cool, im interested in how u make certain enemies apear at certain times 
and how the boss works! 


—-MESSAGE FILE 9913 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08641 


Net Yaroze newsgroups message dump.txt Page 6500 
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--MESSAGE FILE 9914 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008642 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game [big post with sources] 

Date: 26 Mar 2003 11:47:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 988 

Message-ID: <01c2f38b$e7a74ce0$8500a8c0@pal-s-omnibook> 

References: <01c2e897$9a6f8220$8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980$8500a8c0@pal-s-omnibook> <b5fdc3$jdsl@www.netyaroze-eu 
rope.com> <01c2f2b2$0qd802e80$8500a8c0@pal-s-omnibook> <b5qé6é6fS1lt6l@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: AMontsouris-—108-1-30-83.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Wallace <chrisw1337@btopenworld.com> wrote in article 
<b5q66fS1t6l@www.netyaroze-europe.com>... 

> yay cool, im interested in how u make certain enemies apear at certain 
times and how the boss works! 


The boss code may be the worst piece of code I've written recently, but 
here it is (attached). The boss is basically a pack of normal enemies; 
synchronisation of these is the ugly part -- enemies were not meant to be 
‘referencable' before the boss came in. 


As for enemy generation, I experimented with macros mimicking coroutines 
(although the only state retained between calls is the program counter). I 
paste an excerpt at the end of this post and attach the files with the 
macros (these are pretty well documented). It could have been *much* 
simpler, it's ugly, and it's also expensive in terms of execution time. 
However it can be useful for writing code where you dont need to worry 
about efficiency but just want coroutines ready to use, as it's pretty easy 
to use once set up (the macros were definitely not easy to write however!). 


I used a different approach for the similar problem of enemy movement (when 
applicable ;) ) and shooting patterns in case you're interested. 


Feel free to ask any explanations or code for routines not included :) 


<code starts here. This code uses the attached stuff for coroutines in 
frame.h / frame.c> 


// this function is called once every frame, with 'reset' == TRUE for the 
first call. 
// frnextn means 'wait ո frames’. 
void playLevell (boolean reset) { 
if (reset) 
// initialise level 1 
skillIndex = 0; 
modeChangedSinceLevellBegin = FALSE; 
if (semiturboOn) modeChangedSinceLevellBegin = TRUE; 
frreset; 


} 


drawBackground (255); 


—-MESSAGE FILE 9914 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08642 


—-MESSAGE FILE 9915 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008643 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game [big post with sources] 

Date: Wed, 26 Mar 2003 20:41:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <b5t3s3S1t62@www.netyaroze-europe. com> 

References: <01c2e897S9a6f8220S8500a8c0@pal-—s-omnibook> <b4neghSafs2@www.netyaroze-e 
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urope.com> <01c2ed48$26317980S8500a8c0@pal-—s-omnibook> <b5fdc3$jdsl@www.netyaroze-eu 
rope.com> <01c2f2b2S0d802e80S8500a8c0@pal-—s-—omnibook> <b5qé6é6fS1lt6l@www.netyaroze-eur 
ope.com> <01c2f38bSe7a74ce0$8500a8c0@pal—s—omnibook> 

NNTP-Posting-Host: host217-35-16-8.in-addr.btopenworld.com 

X=Priority 33 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


ahhh, makes sence! cheers dude! 


-—-MESSAGE FILE 9915 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08643 


—-MESSAGE FILE 9916 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008644 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Jobs for a Student Hobo 

Date: Sat, 29 Mar 2003 10:59:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <b63uuuSrtdl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-1-9-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


By May I will have finished my Honours degree, I would be looking for a job 
after graduating (or possibly doing another degree if things don't work 
out). I would prefer a job as that means I won't get into any more debt and 
I would'nt have to sit any more exams. 


The course I'm on is not as much about the 'science' of cumputing as I would 
have liked it to be, hence if I don't get a job I'd be doing a Computing 
Science degree. My current course if called Computing (Games Development) - 
notice the brackets? These make a bigger difference to the course content 
than you'd think. 


I'm basically worried that I have wasted 2 years on a worthless 
qualification. 


I'm looking for advice: 


Has anyone else felt the same way (about wasting time on a crap 
qualification)? 

Does anyone know a development studio willing to take on a determined, hard 
working good all rounder? 

Or should I take a year out to build up a portfolio of work, possibly a demo 
that will help me get employed? 


Thanks all, 
Andy. 


--MESSAGE FILE 9916 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08644 


--MESSAGE FILE 9917 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008645 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: auto_arc_tan - help!! 

Date: Tue, 01 Apr 2003 15:33:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <b6c8da$28f2@www.netyaroze-europe.com> 
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NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030312 
X-Accept—-Language: en-us, en 


Hi all, 


I'm trying to do a collision detection/response routine which detects 

which side a sprite will bounce off a background block, based on the 

range of angles returned by auto_arc_tan - i.e. if the angle is between 

+45 degrees and -45 degrees from 0, then the player has hit the top of a 
square block, etc. 


I draw a GsLINE from the centre of the player to the centre of the block 
I just collided with, and that's the angle I need. 


The player is always in the centre of the screen (i.e [160,128]), and 
the end of the GsLINE is the centre of the block. The line is never 
more than 64 pixels long (a 64 pixel long line would put the player at 
the far edge of the block). 


I'm trying auto_arc_tan with (line.xl, line.yl), but I only ever seem to 

get a range of values within a certain quadrant (e.g. 0-90 after 
dividing by 46608 to get the result in degrees). Changing the sign of 
the arguments shifts the quadrant round as you expect, but i'd like to 
avoid writing extra code to check which side of the block we are on, 
since I want to do it this way to tell me that information anyway! 


Am I using the function wrongly? Should I be using a different one? It 
seemed as though it was the function to use, since some of you guys have 
used it to tell you what direction the analogue stick was pointing in. 


Cheers all 


Andy 
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—-MESSAGE FILE 9917 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08645 


-—-MESSAGE FILE 9918 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008646 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: auto_arc_tan - help!! 

Date: Tue, 01 Apr 2003 16:12:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <b6camrS28f3@www.netyaroze-europe. com> 

References: <b6c8daS28f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030312 
X-Accept—-Language: en-us, en 

In-Reply-To: <b6c8da$28f2@www.netyaroze-europe. com> 


Doesn't matter - sussed it :) Just forgot to subtract my screen 
coordinates, result being that there was only ever one quadrant being 
considered due to both arguments being positive, d'oh!! 


Andy 


Andrew Partington wrote: 

> Hi all, 

> 

> I'm trying to do a collision detection/response routine which detects 
> which side a sprite will bounce off a background block, based on the 
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range of angles returned by auto_arc_tan - i.e. if the angle is between 
+45 degrees and -45 degrees from 0, then the player has hit the top of a 
square block, etc. 


I draw a GsLINE from the centre of the player to the centre of the block 
I just collided with, and that's the angle I need. 


The player is always in the centre of the screen (i.e [160,128]), and 
the end of the GsLINE is the centre of the block. The line is never 
more than 64 pixels long (a 64 pixel long line would put the player at 
the far edge of the block). 


I'm trying auto_arc_tan with (line.xl, line.yl), but I only ever seem to 
get a range of values within a certain quadrant (e.g. 0-90 after 
dividing by 46608 to get the result in degrees). Changing the sign of 
the arguments shifts the quadrant round as you expect, but i'd like to 
avoid writing extra code to check which side of the block we are on, 
since I want to do it this way to tell me that information anyway! 


Am I using the function wrongly? Should I be using a different one? It 
seemed as though it was the function to use, since some of you guys have 
used it to tell you what direction the analogue stick was pointing in. 


Cheers all 


Andy 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 9918 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08646 


—-MESSAGE FILE 9919 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008647 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jobs for a Student Hobo 

Date: Tue, 01 Apr 2003 16:22:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <b6cb98S28f5@www.netyaroze-europe. com> 

References: <b63uuuSrtdl@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030312 
X-Accept—-Language: en-us, en 

In-Reply-To: <b63uuu$rtdl@www.netyaroze-europe. com> 


Andrew Murray wrote: 

By May I will have finished my Honours degree, I would be looking for a job 
after graduating (or possibly doing another degree if things don't work 
out). I would prefer a job as that means I won't get into any more debt and 
I would'nt have to sit any more exams. 


The course I'm on is not as much about the 'science' of cumputing as I would 
have liked it to be, hence if I don't get a job I'd be doing a Computing 
Science degree. My current course if called Computing (Games Development) - 
notice the brackets? These make a bigger difference to the course content 
than you'd think. 


I'm basically worried that I have wasted 2 years on a worthless 
qualification. 


I'm looking for advice: 


Has anyone else felt the same way (about wasting time on a crap 
qualification)? 

Does anyone know a development studio willing to take on a determined, hard 
working good all rounder? 


VVVVVVVVVVVVVV VV VV VV 
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> Or should I take a year out to build up a portfolio of work, possibly a demo 
> that will help me get employed? 

> 

> Thanks all, 

> Andy. 

> 

> 

Actually, i'm kinda in the same boat, except i've had 3+ years in 


eBusiness/Java, which has about as much to do with games as mackerel. 


Personally, i'm looking back into all my Yaroze stuff and reevaluating 
everything, seeing what can be salvaged and what can't, now that i've 
got some free time on my hands (ie dole). I've also been tinkering a 
little bit with OpenGL and i'm impressed, in a way it's almost like the 
Yaroze but with finer grained control. 


That's probably of no help to you though, sorry. I'd like to know the 
same however. 


Anybody want to give us a job? :) 
Andy P 


--MESSAGE FILE 9919 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08647 


—-MESSAGE FILE 9920 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008648 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Pixel Perfect Collision 

Date: Thu, 3 Apr 2003 21:37:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <b6i6q1$3021@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-9-173.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


All my games so far have used boxes, not even circles! 
My latest excuse for a game will need almost perfect collision to be 
playable, dieing when you were well off from a wall is incredibly annoying! 


Anyone have any pixel-perfect collision tutorials? If i put all 
background/collidable scenery on one layer of the ordering table can I just 
check a sprite against the whole layer or is it realy complex? 


Cheers, Chris. 


—-MESSAGE FILE 9920 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08648 


—-MESSAGE FILE 9921 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008649 

Path: chuka.playstation.co.uk!news 

From: "QuietBloke" <john@quietbloke.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Thu, 3 Apr 2003 23:00:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <b6ibhf$3022@www.netyaroze-europe. com> 
References: <b4vrcenS$cgi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-31-97-107.adsl.entanet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


haha !.. whart a fab game 
slick as usual 


Ive already told a few workmates to get hold of it. 


I was gonna leave a message on your forum but I can tget it working. I 
registered with gamers.com but even though I got an email saying I am 
registered and I can sign into gamers.com it refuses to let me into your 
messageBoard. When I try to sign in it takes me to a login screen.. when I 


log on it says my username/password is invalid.. if I try to register it 
takes me back to gamers.com... if I sign into that it says I cant sign in 
because Im already signed-in... and so I go round in circles... 


After a few hours of circling I have decided to give up. 
Nice web site btw 


laterz 
John ( QuietBloke ) 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: b4vrcnS$cgi2@www.netyaroze-europe.com... 

> My new game is released, but it's for PC not Yaroze. I might doa 
conversion if I get time tho. 


If you want to check it out: 
http://www.hermitgames.com/mariopac.php 


Feel free to let me know what you reckon to it. 


cheers 
Matt V 


VVVVVVVVV VV 
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—-MESSAGE FILE 9921 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08649 


-—-MESSAGE FILE 9922 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008650 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pixel Perfect Collision 

Date: Fri, 04 Apr 2003 10:17:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <b6jj31a$3024@www.netyaroze-europe. com> 

References: <b6i6q1$3021@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030312 
X-Accept—-Language: en-us, en 

In-Reply-To: <b6i6q1$3021@www.netyaroze-europe. com> 


I think i've still got a pixel-perfect collision detection tutorial on 
my page: 


http://www.netyaroze-europe.com/~partinga 
It ain't the most well-written document but the basics are there. 


Collision's a bastard innit? :) I need really robust collision on 
Gravity Girl because it's quite good fun to bounce your ship off the 


walls - I think there could be strategy in there somewhere, and making 
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the player die quickly to cover up bugs in the code just isn't on. :) 


Three bastard years doing that sodding collision routine, but I didn't 
want to work on other parts of the game before i'd fixed it!! (not 
continuously I hasten to add - only really sat down and concentrated on 
it when I found out how to use arctan properly, i.e. the other day). 


I'm not doing it pixel-perfect though. Since my character/ship will 
always be at the centre of the screen, I can take the middle 4 blocks of 
the background on the screen and only check against those. 


Cheers, 

Andy 

Chris Wallace wrote: 

> All my games so far have used boxes, not even circles! 

> My latest excuse for a game will need almost perfect collision to be 

> playable, dieing when you were well off from a wall is incredibly annoying! 
> 

> Anyone have any pixel-perfect collision tutorials? If i put all 

> background/collidable scenery on one layer of the ordering table can I just 
> check a sprite against the whole layer or is it realy complex? 

> 

> Cheers, Chris. 

> 

> 
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—-MESSAGE FILE 9922 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08650 


—-MESSAGE FILE 9923 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008651 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Jobs for a Student Hobo 

Date: Fri, 4 Apr 2003 11:52:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <b6jopn$3025@www.netyaroze-europe. com> 
References: <b63uuuSrtdl@www.netyaroze-europe.com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


This is good timing then! 


We're looking to do interviews at the end of April, so get your CV's in 
quickly. 


Send the CV's to myself with a covering letter/email to James_Burns@scee.net 


Cheers 
James 


JOB DESCRIPTION 


TITLE Special Projects Programmer 
DEPARTMENT Special Projects 


LOCATION 30 Golden Square 
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REPORTS TO: Producer of Special Projects 


DEPARTMENT OVERVIEW 


SCEE's Special Projects Department produces demo discs for PSone and 
PlayStation®2 for PAL territories. 125 titles were produced in 2003. 


Special Projects is responsible for interactive design, video-graphics and 
editing, and graphic design, in support of the Marketing Department. 


The department is expanding to support the PS2 Broadband Network project. 


MAIN DUTIES AND RESPONSIBILITIES 


The successful candidate will be working in a small team of 2 programmers, 3 
artists and 2 producers on a variety of interactive 2D, 3D and video 
projects, primarily for PS2, and related marketing activities. 


Who are we looking for? 


Someone with at least 1 year's relevant experience on PC, ideally 
PlayStation®2. You should be fluent in C. Any knowledge of the following 
languages would also be useful: 


a.. C++, Java or another OO language 
b.. XML 
c.. Assembler 
A good understanding of maths and 3D graphics techniques is important. 


Personal Qualities 


a.. Determination 

a.. Flexibility 

a.. Good team working and communication 

a.. The ability to organise and discipline yourself 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 

news: b63uuuSrtdl@www.netyaroze-europe.com... 

> By May I will have finished my Honours degree, I would be looking for a 
job 
> after graduating (or possibly doing another degree if things don't work 


> out). I would prefer a job as that means I won't get into any more debt 
and 

> I would'nt have to sit any more exams. 

> 


> The course I'm on is not as much about the 'science' of cumputing as I 
would 

> have liked it to be, hence if I don't get a job I'd be doing a Computing 
> Science degree. My current course if called Computing (Games 

Development) - 

notice the brackets? These make a bigger difference to the course content 
than you'd think. 


v 


I'm basically worried that I have wasted 2 years on a worthless 
qualification. 


I'm looking for advice: 


Has anyone else felt the same way (about wasting time on a crap 
qualification)? 

Does anyone know a development studio willing to take on a determined, 
hard 

> working good all rounder? 

> Or should I take a year out to build up a portfolio of work, possibly a 
demo 
> that will help me get employed? 


VVVVVVVVVV 
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> 

> Thanks all, 
> Andy. 

> 

> 


—-MESSAGE FILE 9923 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08651 


—-MESSAGE FILE 9924 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008652 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pixel Perfect Collision 

Date: Fri, 4 Apr 2003 16:43:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <b6k9tj$3026@www.netyaroze-europe. com> 

References: <b6i6q1$3021@www.netyaroze-europe.com> <b6jj31a$3024@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-39-9-173.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


ah cool cheers :) I cant get Codewarrior to compile things like _end and so 
on, do you know what I should replace them with? 


—-MESSAGE FILE 9924 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08652 


-—-MESSAGE FILE 9925 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008653 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pixel Perfect Collision 

Date: Fri, 4 Apr 2003 16:50:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <b6kabo$3027@www.netyaroze-europe. com> 

References: <b6i6q1$3021@www.netyaroze-europe.com> <b6jj1a$3024@www.netyaroze-europe 
.com> <b6k9tj$3026@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-9-173.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I so wish u could edit messages... 

Anyway, I dont need to collide anything that is scaled or rotated as it is 
only for colliding the players ship with all tjhe scenery. 

Whats the simplest way to do this? Which parts of the code in the tutorial 
won't i need? 


—-MESSAGE FILE 9925 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08653 


—-MESSAGE FILE 9926 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008654 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pixel Perfect Collision 

Date: Fri, 04 Apr 2003 23:39:45 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 
Message-ID: <b6120v$3029@www.netyaroze-europe. com> 

References: <b6i6q1$3021@www.netyaroze-europe.com> <b6jj1a$3024@www.netyaroze-europe 
.com> <b6k9tj$3026@www.netyaroze-europe.com> <b6kabo$3027@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030312 
X-Accept—-Language: en-us, en 

In-Reply-To: <b6kabo$3027@www.netyaroze-europe. com> 


Chris Wallace wrote: 

> I so wish u could edit messages... 

> Anyway, I dont need to collide anything that is scaled or rotated as it is 
> only for colliding the players ship with all tjhe scenery. 

> Whats the simplest way to do this? Which parts of the code in the tutorial 
> won't i need? 

> 

> 


Instead of using GsSortXYZ() to draw things to collide with into the 
VRAM area, you would just use MoveImage() instead since that is just a 
VRAM->VRAM copy - it may or may not be faster, i've not done any real 
benchmarking but I just assumed it would be slightly quicker than 
calling GsSortSprite() etc. 


If you were to just use MoveImage() then you wouldn't need to 
save/restore your drawing environment, and you'd save a little bit of 
memory by not having an extra ordering table. 


You would lose out on automatic sprite clipping however, so you'd have 
to be careful whereabouts in VRAM you MoveImage() your stuff to or else 
risk overwriting what's already there. 


You'd also lose the ability to use GsXYZ() calls (lines, sprites, boxes 
etc) to draw into that offscreen VRAM area without the extra OT and draw 
env. You could always combine the two approaches if you needed to. 


It's safe to completely remove the following lines if you're using GCC - 
they are only needed for CW users. 


// heap starts after the main program on a 16-byte boundary 
unsigned long lclHeapStart=(_end & OxFFFFFFFOL) +0x10; 


// heap extends to the bottom of the stack. 
unsigned long lclHeapSize=((_stack_addr-(_stack_size<<10)) & 
OxFFFFFFFOL)-lclHeapStart; 


InitHeap((unsigned long *)lclHeapStart, lclHeapSize)j; 


Hope this helps, 
Andy 


—-MESSAGE FILE 9926 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08654 


-—-MESSAGE FILE 9927 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008655 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Pixel Perfect Collision 

Date: Sat, 5 Apr 2003 17:31:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <b6n141$30210@www.netyaroze-europe. com> 

References: <b6i6q1$3021@www.netyaroze-europe.com> <b6jj1a$3024@www.netyaroze-europe 
.com> <b6k9tj$3026@www.netyaroze-europe.com> <b6kabo$3027@www.netyaroze-europe. com> 
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<b6120vV$3029@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-9-173.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Much appriciate the help but its a little to technical for me at the moment. 
I use codewarrior and i have an array of ROCKS each with an x,y,u,v,w and h 
componant. 
I just loop through all of these before writing to screen, assigning my 
sprite the values that each rock has and writing it into the ordering table 
as so: 


for (1=0;1<300; i++) 
{ 


level [curlevel].lands[i].x-screenx; 
level [curlevel].lands[i].y-screeny; 


land.x 
land.y 


GsSortSprite(&land, &world_ordering_table[output_buffer_index], 1); 


how would i use MoveImage() in this case? I cant see how the example in the 
tutorial relates to mine. 


Cheers Chris. 


—-MESSAGE FILE 9927 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08655 


—-MESSAGE FILE 9928 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008656 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: all time favourite yaroze games 

Date: Tue, 8 Apr 2003 14:12:26 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <b6ui7p$57k1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-244-149.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


In the style of many a bad forum post "What are everyones all time favourite 
yaroze games?" 


I'm going to pick: 


Լոտ - Excellently made and presented, satifyingly deep gameplay. It just 
feels nice and underground to me, as well as being dead good fun. 


Time Slip - Brilliantly innovative. Blinx the first 4D game? Pah, Time Slip 
came out in 1999 and did it better. 


—-MESSAGE FILE 9928 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08656 


—-MESSAGE FILE 9929 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008657 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Tue, 8 Apr 2003 22:13:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 32 

Message-ID: <b6ven0$57k2@www.netyaroze-europe. com> 
References: <b6ui7p$57k1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-80-195-74-35-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Haunted Maze!!! 


That game made me want a Yaroze so bad. I was hooked on it for quite a while 


>) 


The only other game I've played anywhere near as much is Robot Ron 


actually - smart gfx and addictive 'just one more go' kinda game. 
Hmmm... comming to think of it I'm having a hard time thinking about 
others... but, to the future... Gravity Girl sounds good and I can't wait to 


play it, so Andy P, if your reading, hurry up! :) 
Andy. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: b6ui7p$57k1l@www.netyaroze-europe.com... 

> In the style of many a bad forum post "What are everyones all time 
favourite 

yaroze games?" 


v 


I'm going to pick: 


> 
> 
> 
> Invs - Excellently made and presented, satifyingly deep gameplay. It just 
> feels nice and underground to me, as well as being dead good fun. 

> 

> 


Time Slip - Brilliantly innovative. Blinx the first 4D game? Pah, Time 
Slip 
> came out in 1999 and did it better. 
> 
> 


—-MESSAGE FILE 9929 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08657 


—-MESSAGE FILE 9930 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008658 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Tue, 08 Apr 2003 22:39:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <b6vg6h$57k4@www.netyaroze-europe. com> 


. com> 

NNTP-Posting-Host: m19-mpl.cvx3-a.bre.dial.ntli.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


X-Accept—-Language: en, en-us 
In-Reply-To: <b6ven0$57k2@www.netyaroze-europe. com> 


It has to be Robot Ron for me, also Gravitation, classics!! 


:) 


James 


Andrew Murray wrote: 
> Haunted Maze!!! 
> 


References: <b6ui7p$57kl@www.netyaroze-europe.com> <b6éven0$57k2@www.netyaroze-europe 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.3) Gecko/20030312 
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> 


VVVVVVVVVVVVVVV VV VV 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
> 

> 

> 

>> 
>> 
>> 


> 
> 


That game made me want a Yaroze so bad. I was hooked on it for quite a while 


:) 


The only other game I've played anywhere near as much is Robot Ron 


actually - smart gfx and addictive 'just one more go' kinda game. 
Hmmm... comming to think of it I'm having a hard time thinking about 
others... but, to the future... Gravity Girl sounds good and I can't wait to 


play it, so Andy P, if your reading, hurry up! :) 
Andy. 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news: b6ui7p$57k1l@www.netyaroze-europe.com... 


In the style of many a bad forum post "What are everyones all time 
favourite 

yaroze games?" 

I'm going to pick: 


Լոտ - Excellently made and presented, satifyingly deep gameplay. It just 


feels nice and underground to me, as well as being dead good fun. 

Time Slip - Brilliantly innovative. Blinx the first 4D game? Pah, Time 
Slip 

came out in 1999 and did it better. 
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—-MESSAGE FILE 9930 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08 


658 


—-MESSAGE FILE 9931 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


00 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 


08659 

th: chuka.playstation.co.uk!news 

om: "Derek da Silva" <dasi@blueyonder.co.uk> 
wsgroups: scee.yaroze.freetalk.english 
bject: Re: all time favourite yaroze games 
te: Wed, 9 Apr 2003 09:12:02 +0100 
ganization: PlayStation Net Yaroze (SCEE) 
nes: 23 


Message-ID: <b70laoS8jal@www.netyaroze-europe.com> 

References: <b6ui7p$57k1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 

Timeslip is brilliant. It boggles the mind how it's missed a cover disc 
repeat. 

Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 


ne 
> 
fa 
> 


V V V V V 


ws:b6ui7p$57kl@www.netyaroze-europe.com... 

In the style of many a bad forum post "What are everyones all time 
vourite 

yaroze games?" 


I'm going to pick: 


Լոտ - Excellently made and presented, satifyingly deep gameplay. It just 
feels nice and underground to me, as well as being dead good fun. 
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> 

> Time Slip - Brilliantly innovative. Blinx the first 4D game? Pah, Time 
Slip 

> came out in 1999 and did it better. 

> 

> 


—-MESSAGE FILE 9931 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08659 


-—-MESSAGE FILE 9932 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008660 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Wed, 9 Apr 2003 10:16:48 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <b700q1S$8ja2@www.netyaroze-europe. com> 

References: <b6ui7p$57k1l@www.netyaroze-europe.com> <b70laoS$8jal@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81.86.72.164 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Timeslip is brilliant. It boggles the mind how it's missed a cover disc 
repeat. 


> 
> 
> 
> Derek 


When I told Marc (Lambert) and Jon (Prestidge) about it they seemed quite 
surprised that they'd missed such an interesting yaroze game, I think it 
really didn't get enough exposure. I urge everyone who hasn't played 
Timeslip to go do so now: 


http://www.netyaroze-europe.com/~deejay/timeslip.html 


Its 4D gameplay! With snails! 


—-MESSAGE FILE 9932 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08660 


-—-MESSAGE FILE 9933 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008661 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Wed, 9 Apr 2003 23:08:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <b72688S8ja3@www.netyaroze-europe. com> 

References: <b6ui7p$57k1l@www.netyaroze-europe.com> <b70laoS$8jal@www.netyaroze-europe 
.com> <b700q1$8ja2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-35-16-70.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Gravitation every time! 
Timeslip was great, very hard though. 


—-MESSAGE FILE 9933 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08661 


—-MESSAGE FILE 9934 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008662 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Wed, 09 Apr 2003 23:25:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <b7278q$8ja5@www.netyaroze-europe. com> 

References: <b6ui7p$57kl@www.netyaroze-europe.com> <b70laoS$8jal@www.netyaroze-europe 
.com> <b700q1$8ja2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 62.255.96.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.3) Gecko/20030312 
X-Accept—-Language: en, en-us 

In-Reply-To: <b700q1$8ja2@www.netyaroze-europe. com> 


I've never played Timeslip yet, but it may make a reappearance on a 
certain magazine ;) Was gonna try and play it today but had to look at 
some CV's. 

Read the overview of the game, if its anywhere near interesting as it 
read then I'm in for some fun! 


:) 


James 


Matt Verran wrote: 


>>Timeslip is brilliant. It boggles the mind how it's missed a cover disc 
>>repeat. 

>> 

>>Derek 

> 

> 

> When I told Marc (Lambert) and Jon (Prestidge) about it they seemed quite 
> surprised that they'd missed such an interesting yaroze game, I think it 
> really didn't get enough exposure. I urge everyone who hasn't played 

> Timeslip to go do so now: 

> 

> http://www.netyaroze-europe.com/~deejay/timeslip.html 

> 

> Its 4D gameplay! With snails! 

> 

> 


—-MESSAGE FILE 9934 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08662 


—-MESSAGE FILE 9935 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008663 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Thu, 10 Apr 2003 00:01:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <b729enS8ja6@www.netyaroze-europe. com> 
References: <b6ui7p$57k1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-667.bbd02tcl.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> Time Slip - Brilliantly innovative. Blinx the first 4D game? Pah, Time Slip 
> came out in 1999 and did it better. 
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Time Slip is a great game. 


My picks would be: Super Bub and Total Soccer. With honourable mentions 
to Robot Ron and Pushy 2. Those games had bucketloads of gameplay and 
fun. 


Martin. 


—-MESSAGE FILE 9935 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08663 


—-MESSAGE FILE 9936 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008664 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: 15 Apr 2003 09:12:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01c3032dS7c2f6b80$S8500a8c0@portable-pal> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <01c2ed94$501b55940S$8500a8c0@pal-s 
-omnibook> 

NNTP-Posting-Host: AMontsouris-—108-1-12-77.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Still out of luck... I now have a new computer with Windows 98, so MarioPac 
should work on that... I've succesfully run a lot of shareware and 
commercial games, but MarioPac, once nicely installed, just does... 
nothing! It doesn't even want to just crash or hang, it just kind of exits 
: ( 


...ՅոՄ suggestion? 


pal <palpalpalpal@hotmail.com> wrote in article 
<01c2ed94$01b55940$8500a8c0@pal-s-—omnibook>... 

> I'd love to play it, but my computer's on the bad side of old, I cannot 
get 

> more than DirectX 8.0a and that is not enough... One more incentive to 
get 

> a new one :) 


—-MESSAGE FILE 9936 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08664 


—-MESSAGE FILE 9937 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008665 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Tue, 15 Apr 2003 10:13:33 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <b7girrSf5ql@www.netyaroze-europe. com> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <01c2ed94501b55940S$8500a8c0@pal-s 
-omnibook> <01c3032dS7c2f6b80S8500a8c0@portable-pal> 

NNTP-Posting-Host: 81-86-250-68.dsl1.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


Do you have a Voodoo3 graphics card? More specifically can your gfx card 
handle textures that are bigger than 256x256? There is a new version of 
SMP in the works that will use DX7 rather than DX8.1 and will fix the 
texture panel problem, havn't got much time to work on it at the mo tho, 
trying to get a shareware game out. 


Would you mind testing future versions for me, seeing as you have a machine 
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that it definately doesn't work on and I know you can be trusted? 


—Matt 

"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c3032d$7c2f6b80S8500a8c0@portable-pal... 

> Still out of luck... I now have a new computer with Windows 98, so 
MarioPac 

> should work on that... I've succesfully run a lot of shareware and 

> commercial games, but MarioPac, once nicely installed, just does... 

> nothing! It doesn't even want to just crash or hang, it just kind of exits 
> :( 

> ...ՅոՄ suggestion? 


—-MESSAGE FILE 9937 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08665 


—-MESSAGE FILE 9938 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008666 

Path: chuka.playstation.co.uk!news 

From: "Steven Lewis" <steve@birminghamhome.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Wed, 16 Apr 2003 00:26:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <b7i4m2Sgbql@www.netyaroze-europe. com> 

References: <b6ui7p$57k1l@www.netyaroze-europe.com> <b729enS8ja6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: acb72706.ipt.aol.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


I've played so many really good Yaroze games over the years. Total Soccer 
was quality and I really enjoyed Snowball Fight (or at least I think it was 
called that. The one with the little penguins running around...). 


Gravitation as well was really good. 


My mind has gone blank now but there are loads more I know I'll remember as 
soon as I post this.... 


Steve 


—-MESSAGE FILE 9938 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08666 


—-MESSAGE FILE 9939 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008667 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: all time favourite yaroze games 

Date: Wed, 16 Apr 2003 10:58:04 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <b7j9raSgbq2@www.netyaroze-europe.com> 

References: <b6ui7p$57kl@www.netyaroze-europe.com> <b729enS8ja6@www.netyaroze-europe 
.com> <b7i4m2Sgbql@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-86-244-79.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


I meant to mention Snowball Fight too, criminally overlooked probably 
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because it's primarily a two player game. It feels like it's been playtested 
a lot to get the balance spot on. 


"Steven Lewis" <steve@birminghamhome.freeserve.co.uk> wrote in message 

news :b7i4m2Sgbql@www.netyaroze-europe.com... 

> I've played so many really good Yaroze games over the years. Total Soccer 
> was quality and I really enjoyed Snowball Fight (or at least I think it 
was 


> called that. The one with the little penguins running around...). 

> Gravitation as well was really good. 

> 

> My mind has gone blank now but there are loads more I know I'll remember 


as 
> soon as I post this.... 
> 


Steve 


V V V V 


—-MESSAGE FILE 9939 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08667 


-—-MESSAGE FILE 9940 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008668 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Main Game Loop Technique 

Date: Wed, 16 Apr 2003 17:48:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 119 

Message-ID: <b7k26aSguml@www.netyaroze-europe. com> 

References: <agrf9f$d9k24@www.netyaroze-europe.com> <agsiuk$d9k29@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: vpnl02.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Function pointers are actaully faster that using case statements, both from 
a "having to type it in" perspective and performance wise. I have my program 
set up like so: 


int (*DoState) (Graphics *gfx); 
(fo տա ՏԵԱԸԻ 


void main (void) 

{ 
// set initial program state 
DoState = DoTitle; 


// ... stuff 


while (DoState != NULL) 


{ 
if (| (DoState (&gfx) ) 
DoState = NULL; 

} 


ResetGraph (0); 
} 


Then in another C file... 
int DoTitle(Graphics *gfx) 
{ 


// watch for start being pressed 
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if (padStatus.press & PadStart) 
DoState = DoGame; 
} 


Then in yout testing for program termination, set DoState to NULL if the 
user has requested quit. DoState is declared in main.c and extern'ed in 
main.h so that the appropriate C files has access to it. 


Easy peasy and nice and managable, plus it allows nice looking code, my 
opinion is that switch statements are ugly, although in some situations 
their use is unavoidable. 


Andy. 


"Peter Armstrong" <hanno@btinternet.com> wrote in message 

news: agsiukS$d9k29@www.netyaroze-europe.com... 

> I've used pointers to functions for that sort of thing. I'd have an array 
of 


v 


function addresses and use the return value from the function call as the 
array index. 


As an example: 
// functions to call 


int (*functions[5]) (void) = {NULL, TitleScrn, NewGame, 
PlayerSelect, GameOptions}; 


void CallFunction (void) 


{ 


int index = 1; // init index 
int (*FuncCall) (void); 


while (index) 
{ 
FuncCall = functions [index]; // get function address 


index = FuncCall(); // call function 


} 


This method may well be less efficient than switch/case statements, I just 
prefer to keep the in-function code compact, plus since I started using 
function pointers I can't seem to stop. ;) 


Peter 


"Rikki Prince" <rprince@blueyonder.co.uk> wrote in message 
news: agrf9f$d9k24@www.netyaroze-europe.com... 
> Before I would do the following: 
main loop { 
Prepare screen drawing stuff 
if (TITLE_SCREEN) { 
GsSort Title Screen stuff 


} 
elseif (GAME_SCREEN) { 
GsSort Game stuff 


} 


etc 


if (ONE_PLAYER) { 
Proccess for 1 player 
} 
elseif (TWO_PLAYER) { 
Process for 2 player 


} 


etc 


} end of loop 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVV VV VV VV VV 


However, I'm wondering whether it's better to get rid of these checks 
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> > every loop by checking what screen it is first, then going into a 

> > special loop for that screen, and doing similar for the number of 

> > players. Do those checks cause much of a performance hit - is it worth 
> > worrying about? Or is it better to keep the amount of code down (due 
> > to the 2MB limit), rather than duplicating it? I suppose I could use 
> > pointers to functions, so the main loop would be the same code, but 
> > somewhere else changes which function is pointed to, which does the 
> > specific proccessing. Could this be a good method? 

>> 

> > Cheers, 

> > Rikki 

>> 

>> 

> 

> 


—-MESSAGE FILE 9940 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08668 


—-MESSAGE FILE 9941 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008669 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Thu, 17 Apr 2003 17:37:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <b7mltoSgum2@www.netyaroze-europe. com> 
References: <b4vrcnScgi2@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Woo! Congrats on the Edge mention Matt! 

Derek 

"Matt Verran" <matt@hermitgames.com> wrote in message 

news: b4vrcnS$cgi2@www.netyaroze-europe.com... 

> My new game is released, but it's for PC not Yaroze. I might doa 
conversion if I get time tho. 


If you want to check it out: 
http://www.hermitgames.com/mariopac.php 


Feel free to let me know what you reckon to it. 


cheers 
Matt V 


VVVVVVVVV VV 


—-MESSAGE FILE 9941 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08669 


—-MESSAGE FILE 9942 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008670 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Fri, 18 Apr 2003 11:06:45 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <b70j3jSgum3@www.netyaroze-europe. com> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <b7mltoS$gum2@www.netyaroze-europe 
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. com> 

NNTP-Posting-Host: 81-86-249-75.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


> Woo! Congrats on the Edge mention Matt! 
> 


> Derek 


Hey thanks! I'm well chuffed with it. 


—-MESSAGE FILE 9942 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08670 


-—-MESSAGE FILE 9943 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008671 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bouncy fun! 

Date: Thu, 24 Apr 2003 19:49:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <b89c7aSn5rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0621.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


New mini game - lst release of 'Katapila' 
http://www.netyaroze-europe.com/~madmonk/ 


Send me your comments please! Gonna release a final version in the near 
future with loadsa extras 


-ՔԲո 


—-MESSAGE FILE 9943 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08671 


--MESSAGE FILE 9944 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008672 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Thu, 24 Apr 2003 23:45:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <b89q2kSn5r2@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-35-16-70.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


i got 3302 so far, great game. 
some times its a bit hard but over all greatb :) 


—-MESSAGE FILE 9944 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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08672 


—-MESSAGE FILE 9945 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008673 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Thu, 24 Apr 2003 23:46:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <b89q5hSn5r3@www.netyaroze-europe. com> 

References: <b89c7aSn5rl@www.netyaroze-europe.com> <b89q2kSn5r2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-16-70.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


oh oh!! 3540!! 


ummmmm bed 


—-MESSAGE FILE 9945 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08673 


—-MESSAGE FILE 9946 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008674 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Thu, 24 Apr 2003 23:51:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <b89qdrSn5r4@www.netyaroze-europe. com> 

References: <b89c7aSn5rl@www.netyaroze-europe.com> <b89q2kS$n5r2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-16-70.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


forget that about bit being too hard, im just drunk. 
V, addictive too!!! 


8462 


—-MESSAGE FILE 9946 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08674 


—-MESSAGE FILE 9947 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008675 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Fri, 25 Apr 2003 09:06:46 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <b8aqmhSn5r5@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-251-167.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
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6822 

Excellent fun game, really nice pure idea. 


Got really frustrating as I played when I got one of those jump from one 

side to the other situations, although thats probably a good thing :) 

Maybe have something like Mr. Driller whereby you have different depths (or 

in this case heights) you have to climb, so that there is an end to aim 

point for. You could always have an endless mode too. Maybe the platforms 
—-MESSAGE FILE 9947 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08675 


—-MESSAGE FILE 9948 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008676 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Fri, 25 Apr 2003 10:14:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <b8av0bSn5r6@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Heart in yer mouth stuff at times, but also kinda relaxing. Fab music too. 
Once you get used to the controls it's probably possible to carry on more or 
less indefinitely, so some sort of level structure as Matt suggests would be 
nice. Or checkpoints as you get higher, some sense of progression 
graphically -- colour, background pattern change or something. Baddies and 
narrower platforms at higher altitudes perhaps. Points bonus for only using 
a platform once? 


Very cool. 

Derek 

22888 Woo! 

"Ben James" <meep42@clara.co.uk> wrote in message 
news :b89c7aSn5rl@www.netyaroze-europe.com... 

> New mini game - 1st release of 'Katapila' 


http://www.netyaroze-europe.com/~madmonk/ 


Send me your comments please! Gonna release a final version in the near 
future with loadsa extras 


-ՔԲո 


VVVVVVVVV VV 


—-MESSAGE FILE 9948 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08676 


—-MESSAGE FILE 9949 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008677 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game 

Date: Fri, 25 Apr 2003 10:42:03 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <b8b0j7Sn5r7@www.netyaroze-europe.com> 

References: <01c2e897S9a6f8220S8500a8c0@pal-s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980S8500a8c0@pal-s-omnibook> ՀՕ16268865171769805850088Շ06ք 
al-s-omnibook> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


It's excellent, pal. I'ma bit lost as to what I'm supposed to be 
collecting though. Are they power ups (the coloured squares)? What do the 
little black squares the baddies drop do? 


I like the graphical style lots. 
Derek 
"pal" <palpalpalpal@hotmail.com> wrote in message 


news :01c2ef8e$17176980S8500a8c0@pal—s-—omnibook... 
> pal <palpalpalpal@hotmail.com> wrote in article 


(if you just think it's crap, please tell me anyway, I can deal with it :) 


) 


> <01c2ed48$26317980S8500a8c0@pal—s-—omnibook>... 

> > I expect some players to just throw it away when they see it loops. 

> 

> Not much feedback... did everybody else throw it away then or does it only 
> work under emulation...? 

> 

> 

> 


—-MESSAGE FILE 9949 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08677 


—-MESSAGE FILE 9950 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008678 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Fri, 25 Apr 2003 11:43:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <b8b489Sn5r8@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-384.jaguar.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


A very frustrating but enjoyable game, plenty of heart stopping moments 
going across the screen. 


A few suggestions for the game; reward players for fast progression, maybe 
the higher the position of the platform on screen when the player reaches it 
the higher the points, also rewarding places for going off the top of the 
screen. I like the way you can shoot quickly up the screen by reaching 
platforms at the height of the player's jump, perhaps more can be made of 
that, like a sort of combo system. 

Have some sort of hurry-up system, like something is coming up the platforms 
after you. 


General platform ideas, vary the types of platforms, different sizes, at 
angles and disintegrating ones. 


Looks good so far and shows a lot of potential, 


Peter 
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"Ben James" <meep42@clara.co.uk> wrote in message 

news: b89c7aSn5rl@www.netyaroze-europe.com... 


> New mini game - 1st release of 'Katapila' 


http://www.netyaroze-europe.com/~madmonk/ 


Send me your comments please! Gonna release a final version in the near 
future with loadsa extras 


-Ben 


VVVVVVVVV VV 


—-MESSAGE FILE 9950 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08678 


—-MESSAGE FILE 9951 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008679 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Fri, 25 Apr 2003 11:57:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <b8b4veSn5r9@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-58-dn.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I agree with the suggestion that there should be some structure added, 
checkpoints would be a good idea. Having lives and starting from the last 
checkpoint if you fall, there should also be a way to get more lives, 
perhaps a score limit? 


It can be quite unforgiving sometimes in that sometimes you bounce on a 
platform that's off the bottom of the screen but you loose, and I'm sure 
there was once that I actually couldn't reach the next platform, although 
you have coded to prevent this. Maybe I just didn't see another platform, 
maybe making the platforms stand out a bit more would be a good idea. 


I was initially irritated by the amount of bounce that occured when the 


avater hit the side, but I realise now that it can actually be pretty 
helpful. 

It can be addictive but also annoying when you fall off - "if only I had 
been 1 pixel more to the left" kinda thing. This is why a lives and 


checkpoint structure would be good - gives you more chances before your 
score is reset. 


11084 took me about 8 turns. 

Andy. 

"Ben James" <meep42@clara.co.uk> wrote in message 
news: b89c7aSn5rl@www.netyaroze-europe.com... 

> New mini game - 1st release of 'Katapila' 


http://www.netyaroze-europe.com/~madmonk/ 


Send me your comments please! Gonna release a final version in the near 
future with loadsa extras 


V V V V V 
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-Ben 


V V V V V V 


--MESSAGE FILE 9951 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08679 


--MESSAGE FILE 9952 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008680 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: 26 Apr 2003 10:51:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <01c30bdf$c89c39c0$8500a8c0@portable-pal> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <01c2ed94501b55940S$8500a8c0@pal-s 
-omnibook> <01c3032dS7c2f6b80S8500a8c0@portable-pal> <b7girrSf5ql@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: amontsouris-—108-1-16-98.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran <matt@hermitgames.com> wrote in article 
<b7girrS$f5ql@www.netyaroze-europe.com>... 

> Do you have a Voodoo3 graphics card? More specifically can your gfx card 
> handle textures that are bigger than 256x256? 


I don't really know for sure what's in my box (it's actually only a 
borrowed computer, not quite mine). From inspection by eye and software all 
I can tell is that I don't have a dedicated graphics card, just an Intel 
82815 controller. I'm not competent on hardware stuff so maybe I've missed 
something though (still, it's pretty obvious that the only card plugged 
into the motherboard is the network adapter). 


I installed the latest drivers for said chip but couldn't identify my 
motherboard. DirectX 9.0a is installed and says that 'Direct3D isnt 
available'... DirectDraw works, but 'not accelerated'. I must admit I've 
not tested any demanding game yet. But from the screenshots I wouldn't 
expect MarioPac to be unable to run. Mame works fine (with eg Dimahoo, 
1944242). 


I've been having problems running most of the videogame stuff I've written 
for the PC; it seems related to my forcing a specific vsync rate. 


>There is a new version of SMP in the works that will use DX7 rather than 
DX8.1 


Great! 
I may be able to try it on yet another computer though. But that will 
certainly enlarge your audience. 


> Would you mind testing future versions for me, seeing as you have a 
machine 
> that it definately doesn't work on and I know you can be trusted? 


Yeah, I would be happy to put my computer's crappiness to good use ;) -- no 
problem. However, I wouldn't want to see 'IP-able' features before their 
release if you see what I mean. 


pal 


—-MESSAGE FILE 9952 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08680 


—-MESSAGE FILE 9953 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008681 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Sat, 26 Apr 2003 17:27:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <b8ecj5Sp5h1l@www.netyaroze-europe. com> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <01c2ed94501b55940S8500a8c0@pal-s 
-omnibook> <01c3032dS7c2f6b80S8500a8c0@portable-pal> <b7girrSf5ql@www.netyaroze-euro 
pe.com> <01c30bdf$c89c39c0$8500a8c0@portable-pal> 

NNTP-Posting-Host: host217-39-105-53.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Not sure if its any help but the 810/815 intel cards(or onboard) only 
support 3d accel in 16bit colour modes. 


Pete. 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c30bdf$c89c39c0S8500a8c0@portable-pal... 

> Matt Verran <matt@hermitgames.com> wrote in article 

> <b7girrSf5ql@www.netyaroze-europe.com>... 

> > Do you have a Voodoo3 graphics card? More specifically can your gfx 
card 

> > handle textures that are bigger than 256x256? 

> 

> I don't really know for sure what's in my box (it's actually only a 

> borrowed computer, not quite mine). From inspection by eye and software 
all 

I can tell is that I don't have a dedicated graphics card, just an Intel 
82815 controller. I'm not competent on hardware stuff so maybe I've missed 
something though (still, it's pretty obvious that the only card plugged 
into the motherboard is the network adapter). 


v 


I installed the latest drivers for said chip but couldn't identify my 
motherboard. DirectX 9.0a is installed and says that 'Direct3D isnt 
available'... DirectDraw works, but 'not accelerated'. I must admit I've 
not tested any demanding game yet. But from the screenshots I wouldn't 
expect MarioPac to be unable to run. Mame works fine (with eg Dimahoo, 
1944...). 


I've been having problems running most of the videogame stuff I've written 
for the PC; it seems related to my forcing a specific vsync rate. 


>There is a new version of SMP in the works that will use DX7 rather than 
DX8.1 


Great! 
I may be able to try it on yet another computer though. But that will 
certainly enlarge your audience. 


> Would you mind testing future versions for me, seeing as you have a 
machine 
> that it definately doesn't work on and I know you can be trusted? 


Yeah, I would be happy to put my computer's crappiness to good use ;) -- 
° 

problem. However, I wouldn't want to see 'IP-able' features before their 
release if you see what I mean. 


VVVVVVBVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9953 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08681 
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-—-MESSAGE FILE 9954 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008682 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: 28 Apr 2003 11:15:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c30d75$c3c04bc0$8500a8c0@portable-pal> 

References: <b4vrcnS$cgi2@www.netyaroze-europe.com> <01c2ed94$01b55940S$8500a8c0@pal-s 
-omnibook> <01c3032dS7c2f6b80S8500a8c0@portable-pal> <b7girrSf5ql@www.netyaroze-euro 
pe.com> <01c30bdf$c89c39c0S8500a8c0@portable-pal> <b8ecj5$p5h1l@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: amontsouris-—108-1-10-225.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Dollochan <ezoray@btinternet.com> wrote in article 
<b8ecj5$p5h1@www.netyaroze-europe.com>... 

> Not sure if its any help but the 810/815 intel cards(or onboard) only 
> support 3d accel in 16bit colour modes. 


Thanks for the hint; I was in 24bit mode and tried 16bit, but unfortunately 
that doesn't seem to work... 


—-MESSAGE FILE 9954 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08682 


—-MESSAGE FILE 9955 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008683 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: 1 May 2003 10:13:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c30fc8S$827e58a0$8500a8c0@portable-pal> 

References: <b4vrcnScgi2@www.netyaroze-europe.com> <01c2ed94S01b55940S8500a8c0@pal-s 
-omnibook> <01c3032d$7c2f6b80$8500a8c0@portable-pal> 

NNTP-Posting-Host: amontsouris-—108-1-7-139.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've finally had a chance to try MarioPac on a proper computer... the game 
was kind enough to boot, but... it doesn't seem to work properly : ( 


I've posted some screenshots here for you Matt: 
http://palpalpalpal.free.fr/Private/MarioPac/ 


The machine is a laptop Samsung A10. It can run Warcraft 3. 


—-MESSAGE FILE 9955 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08683 


—-MESSAGE FILE 9956 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008684 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game (kinda) 

Date: Thu, 1 May 2003 11:32:32 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <b8qtfpSr661@www.netyaroze-europe. com> 

References: <b4vrcnScgi2@www.netyaroze-europe.com> <01c2ed94S01b55940S8500a8c0@pal-s 
-omnibook> <01c3032dS7c2f6b80S8500a8c0@portable-pal> <01c30fc8S827e58a0S8500a8c0@por 
table-pal> 

NNTP-Posting-Host: 81-86-77-53.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Yep thats mightily messed up :) Thanks for posting the shots, although I 
have no idea what the problem might be at the moment. It appears to be 
messing up the sprite scaling and positional values, but not universally. 
Strange. I'll have a think this weekend and hopefully come up with 
something. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news: 01c30fc8$827e58a0S8500a8c0@portable-pal... 
> I've finally had a chance to try MarioPac on a proper computer... the game 


was kind enough to boot, but... it doesn't seem to work properly : ( 


> 

> 

> I've posted some screenshots here for you Matt: 
> http://palpalpalpal.free.fr/Private/MarioPac/ 
> 
> 
> 


The machine is a laptop Samsung A10. It can run Warcraft 3. 


—-MESSAGE FILE 9956 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08684 


-—-MESSAGE FILE 9957 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008685 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: BBC Fightbox (not yaroze) 

Date: Sat, 3 May 2003 12:53:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <b90b6bSkk1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-41-20-191.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


http: //www.bbcfightbox.co.uk/index.php 


Looks like it might be fun... and there always the chance of being on Tele 
ւ | 


Pete. 


-—-MESSAGE FILE 9957 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08685 


—-MESSAGE FILE 9958 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008686 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New Game [spoiler] 

Date: 3 May 2003 20:10:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <01c31lae$4c3306a0$8500a8c0@portable-pal> 

References: <01c2e897S9a6f8220S8500a8c0@pal-—s-omnibook> <b4neghSafs2@www.netyaroze-e 
urope.com> <01c2ed48$26317980S8500a8c0@pal-s-omnibook> ՀՕ16268865171769805850088Շ06ք 
al-s-omnibook> <b8b0j7Sn5r7@www.netyaroze-europe. com> 

NNTP-Posting-Host: AMontsouris—-108-1-24-87.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Derek da Silva <dasi@blueyonder.co.uk> wrote in article 
<b8b0437Sn5r7@www.netyaroze-europe.com>... 
> I'm a bit lost as to what I'm supposed to be 
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> collecting though. Are they power ups (the coloured squares)? What do 
the 
> little black squares the baddies drop do? 


Thanks for the comments :) 


Now, for some answers... 
*** Warning: spoiler ahead. 


There's one kind of ship that releases power-downs which decrease your fire 
power. It's up to you to decide what it's worth :) -- but this is the main 
course. They're colored crosses. 


The squares are sidecollect-ups. They will grant you special modes if you 
collect enough. All non-small enemies will give you a colored square if 
destroyed cleanly; otherwise you'll get a black one worth nothing. 


That's all! 


I know the game is not clear enough. Did you at least get to see the 
crosses and their effect on your shots? 


—-MESSAGE FILE 9958 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08686 


—-MESSAGE FILE 9959 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008687 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: VAGs n' VABs Headache! 

Date: Sun, 11 May 2003 19:58:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <b9m75sS8kd1@www.netyaroze-europe. com> 
NNTP-Posting-Host: vpn133.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Hi All, 


I realise that there is a whole newsgroup dedicated to sound but I was 
searching for a consensus as to what process you use to get sound effects 
and music into your games. 


What is the best 'route' to take when creating sound files (.VH + .VB) from 
-WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools that are 
used and the steps that are taken, because frankly, I'm lost. 


I have tried WAV2VAG and WAV2VAG2 both of which don't work as they both give 
me invalid wav file errors, even though I have checked the rate of the WAV 
is 8000khz, 16bit, MONO. I have tried creating VAG files from the wav file 
using AIFF2VAG, but I am shot down when it comes to creating the .DEF file 
for the VAB file creation. I have also had a look at VAGEdit (which seems 
very good) and VABTOOL, which keeps giving me all sorts of crazy errors 
(maybe its because I'm running WinXP???). 


Does anyone out there have a firm grasp of how sounds and music for the 
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Yaroze are created? 
*help* 


Andy. 


—-MESSAGE FILE 9959 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08687 


-—-MESSAGE FILE 9960 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008688 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAGs n' VABs Headache! 

Date: Sun, 11 May 2003 20:16:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 115 

Message-ID: <b9m867S8kd2@www.netyaroze-europe. com> 
References: <b9m75sS$8kd1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0915.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


Hmm this is strange, I'm not sure why you're getting these errors, I'm using 
XP as well. I use WAV2VAG for 'play once' samples and AIFF2VAG for looped 
ones (WAV2VAG doesn't work for these) 


I've attached a typical .DEF and a batch file that I use to process the 
whole lot. It's probably not much help but in any case drop me a line if you 
wanna ask any questions. The .DEF file generates errors if there are less 
than 8 samples in the parameter list but it will still work... 


Hope this helps a lil 


-ՔԲո 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b9m75s$8kd1@www.netyaroze-europe.com... 


> Hi All, 

> 

> I realise that there is a whole newsgroup dedicated to sound but I was 

> searching for a consensus as to what process you use to get sound effects 
> and music into your games. 

> 

> What is the best 'route' to take when creating sound files (.VH + .Մ8) 


from 

> .WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools that 
are 

> used and the steps that are taken, because frankly, I'm lost. 

> 

> I have tried WAV2VAG and WAV2VAG2 both of which don't work as they both 
give 

> me invalid wav file errors, even though I have checked the rate of the WAV 
is 8000khz, 16bit, MONO. I have tried creating VAG files from the wav file 
using AIFF2VAG, but I am shot down when it comes to creating the .DEF file 
for the VAB file creation. I have also had a look at VAGEdit (which seems 
very good) and VABTOOL, which keeps giving me all sorts of crazy errors 
(maybe its because I'm running WinXP???). 


Does anyone out there have a firm grasp of how sounds and music for the 
Yaroze are created? 


*help* 


VVVVVVVVV VV 
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> Andy. 
> 
> 
> 


-—-MESSAGE FILE 9960 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08688 


—-MESSAGE FILE 9961 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008689 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAGs n' VABs Headache! 

Date: Sun, 11 May 2003 20:23:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <b9m8ruS8kd3@www.netyaroze-europe. com> 

References: <b9m75sS$8kd1l@www.netyaroze-europe.com> <b9m867S8kd2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81-86-83-7.dsl.pipex.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4910.0300 


I always refer back to this tutorial: 
http://www.netyaroze-europe.com/~rcutting/soundtut.htm 


if that helps at all.. 
-Matt 


"Ben James" <meep42@clara.co.uk> wrote in message 

news :b9m867S8kd2@www.netyaroze-europe.com... 

> Hmm this is strange, I'm not sure why you're getting these errors, I'm 
using 

> XP as well. I use WAV2VAG for 'play once' samples and AIFF2VAG for looped 
> ones (WAV2VAG doesn't work for these) 

> 

> I've attached a typical .DEF and a batch file that I use to process the 

> whole lot. It's probably not much help but in any case drop me a line if 
you 
wanna ask any questions. The .DEF file generates errors if there are less 
than 8 samples in the parameter list but it will still work... 


Hope this helps a 111 


-ՔԲո 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b9m75sS$8kd1l@www.netyaroze-europe.com... 

> Hi All, 
> 

> I realise that there is a whole newsgroup dedicated to sound but I was 

> searching for a consensus as to what process you use to get sound 
ffects 

> and music into your games. 

> 

> What is the best 'route' to take when creating sound files (.VH + .Մ8) 

from 

> .WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools that 
are 

> used and the steps that are taken, because frankly, I'm lost. 

> 

> I have tried WAV2VAG and WAV2VAG2 both of which don't work as they both 
give 

> me invalid wav file errors, even though I have checked the rate of the 
AV 


SVVVVVVVVVVVOVVVVVV VV VV VV VV VV 
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> > is 8000khz, 16bit, MONO. I have tried creating VAG files from the wav 
file 

> > using AIFF2VAG, but I am shot down when it comes to creating the .DEF 
file 

> > for the VAB file creation. I have also had a look at VAGEdit (which 
seems 

> > very good) and VABTOOL, which keeps giving me all sorts of crazy errors 


> (maybe its because I'm running WinXP???). 
> 

> Does anyone out there have a firm grasp of how sounds and music for the 
> Yaroze are created? 

> 

> *help* 

> 

> Andy. 

> 

> 

> 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 9961 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08689 


—-MESSAGE FILE 9962 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008690 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Playstation Portable 

Date: Tue, 13 May 2003 23:09:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <b9rr55Sbuh2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1747.gorilla.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en-us, en 


Well it's something that actually interests me, could care less about 
the mobile phones that can play games and charge you a monthly fee just 
to do it... but a portable playstation which is more powerful than the 
PSOne... where do I sign up :) 


http://www.computerandvideogames.com/r/?page=http://www.computerandvideogames.com/ne 
ws/news_story.php (que) id=90987 


Regards 
Nigel 
www.100tinsoldiers.com 


—-MESSAGE FILE 9962 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08690 


—-MESSAGE FILE 9963 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008691 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation Portable 

Date: 14 May 2003 10:48:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01c31a04S$8a4b7c20S$8500a8c0@portable-pal> 
References: <b9rr55Sbuh2@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris-—108-1-18-84.w80-15.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 
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I guess we should start letting Sony know that a Yaroze program for the new 
machine would be very welcome! I'll start queuing right now! 


—-MESSAGE FILE 9963 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08691 


—-MESSAGE FILE 9964 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008692 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAGs n' VABs Headache! 

Date: Wed, 14 May 2003 11:45:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <b9t7dmSbuh3@www.netyaroze-europe. com> 

References: <b9m75sS$8kd1l@www.netyaroze-europe.com> <b9m867S8kd2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-31-88-73-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Hi Ben, 


I can't seem to get outlook express to download attatchements, could you 
please send them to my yahoo account, sckoobs@yahoo.com. 


Andy. 


"Ben James" <meep42@clara.co.uk> wrote in message 

news :b9m867S8kd2@www.netyaroze-europe.com... 

> Hmm this is strange, I'm not sure why you're getting these errors, I'm 
using 

> XP as well. I use WAV2VAG for 'play once’ samples and AIFF2VAG for looped 
> ones (WAV2VAG doesn't work for these) 

> 

> I've attached a typical .DEF and a batch file that I use to process the 

> whole lot. It's probably not much help but in any case drop me a line if 
you 
wanna ask any questions. The .DEF file generates errors if there are less 
than 8 samples in the parameter list but it will still work... 


Hope this helps a 111 


-Ben 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b9m75s$8kd1@www.netyaroze-europe.com... 
> Hi All, 
> 
> I realise that there is a whole newsgroup dedicated to sound but I was 
> searching for a consensus as to what process you use to get sound 
ffects 
> and music into your games. 
> 
> What is the best 'route' to take when creating sound files (.VH + .VB) 
from 
> .WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools that 
are 
> used and the steps that are taken, because frankly, I'm lost. 
> 
> I have tried WAV2VAG and WAV2VAG2 both of which don't work as they both 
give 
> me invalid wav file errors, even though I have checked the rate of the 
AV 
> > is 8000khz, 16bit, MONO. I have tried creating VAG files from the wav 


SVVVVVVVVVVVOVVVVVV VV VV VV VV VV 
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file 

> > using AIFF2VAG, but I am shot down when it comes to creating the .DEF 
file 

> > for the VAB file creation. I have also had a look at VAGEdit (which 
seems 

> > very good) and VABTOOL, which keeps giving me all sorts of crazy errors 


> (maybe its because I'm running WinXP???). 
> 

> Does anyone out there have a firm grasp of how sounds and music for the 
> Yaroze are created? 

> 

> *help* 

> 

> Andy. 

> 

> 

> 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 9964 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08692 


—-MESSAGE FILE 9965 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008693 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAGs n' VABs Headache! 

Date: Wed, 14 May 2003 11:46:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <b9t7gbSbuh4@www.netyaroze-europe. com> 

References: <b9m75sS$8kd1l@www.netyaroze-europe.com> <b9m867S8kd2@www.netyaroze-europe 
.com> <b9m8ru$8kd3@www.netyaroze-europe. com> 

NNTP-Posting-Host: pc-62-31-88-73-dn.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Thanks for the help guys. 

Thats a pretty good tutoroial Matt, cheers for the link. Thanks also Ben. 
Sound aint easy on the PS it seems! 

Andy. 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news :b9m8ruS8kd3@www.netyaroze-europe.com... 
> I always refer back to this tutorial: 


> I've attached a typical .DEF and a batch file that I use to process the 
> whole lot. It's probably not much help but in any case drop me a line if 
you 
> wanna ask any questions. The .DEF file generates errors if there are 
ess 


> http://www.netyaroze-europe.com/~rcutting/soundtut.htm 

> 

> if that helps at all.. 

> -Matt 

> 

> "Ben James" <meep42@clara.co.uk> wrote in message 

> news:b9m867S8kd2@www.netyaroze-europe.com... 

> > Hmm this is strange, I'm not sure why you're getting these errors, I'm 
> using 

> > XP as well. I use WAV2VAG for 'play once’ samples and AIFF2VAG for 
looped 

> > ones (WAV2VAG doesn't work for these) 

>> 

> 

> 

> 

> 

Է 
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than 8 samples in the parameter list but it will still work... 


Hope this helps a 111 


-ՔԲո 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b9m75sS$8kd1l@www.netyaroze-europe.com... 

> Hi All, 
> 
> I realise that there is a whole newsgroup dedicated to sound but I was 
> searching for a consensus as to what process you use to get sound 


ffects 

> and music into your games. 

> 

> What is the best 'route' to take when creating sound files (.VH + .Մ8) 

from 

> .WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools 
hat 

are 

> used and the steps that are taken, because frankly, I'm lost. 

> 

> I have tried WAV2VAG and WAV2VAG2 both of which don't work as they 


h 

give 

> > me invalid wav file errors, even though I have checked the rate of the 
WAV 

> > is 8000khz, 16bit, MONO. I have tried creating VAG files from the wav 
file 

> > using AIFF2VAG, but I am shot down when it comes to creating the .DEF 
file 

> > for the VAB file creation. I have also had a look at VAGEdit (which 
seems 

> > very good) and VABTOOL, which keeps giving me all sorts of crazy 
rrors 


O 
VIEVVVVDVVVVVOVVVVV VV VV VV VV VV 


> > (maybe its because I'm running WinXP???). 

>> 

> > Does anyone out there have a firm grasp of how sounds and music for 
he 

> > Yaroze are created? 

>> 

> > *help* 

>> 

> > Andy. 

>> 

>> 

>> 

> 

> 

> 


VVVVVVVVVVV VV EV VV OVV VV VV VV VV OV VV V EV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9965 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08693 


-—-MESSAGE FILE 9966 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008694 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation Portable 

Date: Wed, 14 May 2003 11:53:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <b9t7sO0Sbuh5@www.netyaroze-europe. com> 
References: <b9rr55Sbuh2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-73-dn.blueyonder.co.uk 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


If it has a good Z-buffer then I want a dev kit! 
Andy. 
"Nigel Critten" <Nigel@1l00tinsoldiers.com> wrote in message 


news: b9rr55Sbuh2@www.netyaroze-europe.com... 
> Well it's something that actually interests me, could care less about 


> the mobile phones that can play games and charge you a monthly fee just 
> to do it... but a portable playstation which is more powerful than the 
> PSOne... where do I sign up :) 

> 

> 


http://www.computerandvideogames.com/r/?page=http://www.computerandvideogames.com/ne 
ws/news_story.php (que) id=90987 

> 

Regards 

Nigel 


> 
> 
> www.1l00tinsoldiers.com 
> 


—-MESSAGE FILE 9966 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08694 


—-MESSAGE FILE 9967 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008695 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Playstation Portable 

Date: Wed, 14 May 2003 11:58:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <b9t7vbSbuh7@www.netyaroze-europe. com> 

References: <b9rr55Sbuh2@www.netyaroze-europe.com> <01c31a04$8a4b7c20S$8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: modem-1501.gorilla.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en-us, en 

In-Reply-To: <01c31a04$8a4b7c20S$8500a8c0@portable-pal> 


This on the Playstation.com site is even more interesting 


http://uk.playstation.com/news/newsStory. jhtml; jsessionid=54WRA2 J3WETX2CQSBLUSMFQ?st 
oryId=103746_en_GB_NEWS&linktype=MPC 


"latest 90nm semiconductor technology. Alongside traditional polygons, 
PSP also utilises NURBS (that's Non-Uniform Rational B-Spline for the 
technologically minded among you) for graphical quality that far 
surpasses that of PlayStation" 


NURBs... nice ;) 


"The PSP's 4.5" screen is a 480 x 272 pixel TFT LCD monitor that uses 
the widescreen aspect ratio of 16:9" 


Also a higher res screen than the GBA 


And a Yaroze program would be great, I feel a bit let down by the linux 
kit on the PS2 would prefer a system closer to the good old Yaroze, code 
on the PC and dump the code over to the PS2, PSP using USB... now that 
is a much better idea :) 


Also a direct link to the c&évg story 


Net Yaroz 
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http://www.computerandvideogames.com/news/news_story.php?id=90987 


Cheers 
Nigel 
www.100ti 


nsoldiers.com 


; 
; PLUG AL 
www.100ti 


ERT ; PLUG ALERT 
nsoldiers.com/pages/manor.htm (my new 3D game) 


http://www.idigicon.com/pdetails.asp?id=462 ; Seaside Special (starts 


next mont 


h) 


http://www.idigicon.com/pdetails.asp?id=409 ; Manor Remover 


r 


pal wrote: 


> I guess 
> machine 
> 


—-MESSAGE 
08695 


—-MESSAGE 
0008696 

Path: chu 
From: "Pe 
Newsgroup 
Subject: 

Date: Wed 
Organizat 
Lines: 86 
Message-I 
Reference 
.com> ՀԵՑ 
NNTP-Post 
X-Priorit 
X-MSMail- 
X-Newsrea 
X-MimeOLE 


Have you 
be saved 


Pete. 
[hey it s 


"Andrew M 
news :b9t7 
> Hi Ben, 


I can't 
please 


Andy. 


> Hmm t 
using 

> XP as 
ooped 

> ones 
> 

> I've 
> whole 
you 

> wanna 
less 
> > than 
>> 


VVVVVVEVVVVVVV VV VV 


we should start letting Sony know that a Yaroze program for the new 
would be very welcome! I'll start queuing right now! 


FILE 9967 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


FILE 9968 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


ka.playstation.co.uk!news 

ter Dollochan" <ezoray@btinternet.com> 
s: scee.yaroze.freetalk.english 

Re: VAGs n' VABs Headache! 

, 14 May 2003 12:47:53 +0100 

ion: PlayStation Net Yaroze (SCEE) 


D: <b9tav4Scasl@www.netyaroze-europe. com> 

s: <b9m75sS8kd1@www.netyaroze-europe.com> <b9m867S8kd2@www.netyaroze-europe 
t7dmSbuh3@www.netyaroze-europe. com> 

ing-Host: host217-39-140-62.in-addr.btopenworld.com 

yi 3 

Priority: Normal 

der: Microsoft Outlook Express 6.00.2800.1158 

: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


unchecked the Tools-—>options-—>security-—>do not allow attachments to 
or opened, especially if they are from Ben James ? 


aid that in my OE] 
urray" <sckoobs@yahoo.com> wrote in message 


dmSbuh3@www.netyaroze-europe.com... 


seem to get outlook express to download attatchements, could you 
send them to my yahoo account, sckoobs@yahoo.com. 


"Ben James" <meep42@clara.co.uk> wrote in message 
news :b9m867S8kd2@www.netyaroze-europe.com... 


his is strange, I'm not sure why you're getting these errors, I'm 
well. I use WAV2VAG for 'play once' samples and AIFF2VAG for 
(WAV2VAG doesn't work for these) 


attached a typical .DEF and a batch file that I use to process the 
lot. It's probably not much help but in any case drop me a line if 


ask any questions. The .DEF file generates errors if there are 


8 samples in the parameter list but it will still work... 
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Hope this helps a 111 


-ՔԲո 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b9m75sS$8kd1@www.netyaroze-europe.com... 

> Hi All, 
> 
> I realise that there is a whole newsgroup dedicated to sound but I was 
> searching for a consensus as to what process you use to get sound 
ffects 

and music into your games. 


rom 


> 
> 
> What is the best 'route' to take when creating sound files (.VH + .Մ8) 
ք 
> .WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools 


VIVVVV®DVVVVVOVVVVV VV VV VV VV 


hat 

are 

> used and the steps that are taken, because frankly, I'm lost. 

> 

> I have tried WAV2VAG and WAV2VAG2 both of which don't work as they 
oth 

give 


> > me invalid wav file errors, even though I have checked the rate of the 
WAV 

> > is 8000khz, 16bit, MONO. I have tried creating VAG files from the wav 
file 

> > using AIFF2VAG, but I am shot down when it comes to creating the .DEF 
file 

> > for the VAB file creation. I have also had a look at VAGEdit (which 
seems 

> > very good) and VABTOOL, which keeps giving me all sorts of crazy 
rrors 


> > (maybe its because I'm running WinXP???). 

>> 

> > Does anyone out there have a firm grasp of how sounds and music for 
he 

> > Yaroze are created? 

>> 

> > *help* 

>> 

> > Andy. 

>> 

>> 

>> 

> 

> 

> 


VN NV NV NV V V V V N N VV EV VV OVV VV VV VV VV OV VV V EV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 9968 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08696 


—-MESSAGE FILE 9969 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008697 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <sckoobs@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAGs n' VABs Headache! 

Date: Thu, 15 May 2003 11:47:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 

Message-ID: <b9vrtpSctol@www.netyaroze-europe.com> 

References: <b9m75sS$8kd1l@www.netyaroze-europe.com> <b9m867S8kd2@www.netyaroze-europe 
.com> <b9t7dm$buh3@www.netyaroze-europe.com> <b9tav4$casl@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-31-88-73-dn.blueyonder.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Thats the one, cheers Peter, I had been looking for an option like that. 
Andy. 


"Peter Dollochan" <ezoray@btinternet.com> wrote in message 

news: b9tav4S$casl@www.netyaroze-europe.com... 

> Have you unchecked the Tools->options-—>security-—>do not allow attachments 
to 

> be saved or opened, especially if they are from Ben James ? 

> 


Pete. 
[hey it said that in my OE] 


"Andrew Murray" <sckoobs@yahoo.com> wrote in message 
news :b9t 7dmSbuh3@www.netyaroze-europe.com... 
> Hi Ben, 


> I've attached a typical .DEF and a batch file that I use to process 


a 


> 

> I can't seem to get outlook express to download attatchements, could you 
> please send them to my yahoo account, sckoobs@yahoo.com. 

> 

> Andy. 

> 

> "Ben James" <meep42@clara.co.uk> wrote in message 

> news:b9m867S8kd2@www.netyaroze-europe.com... 

> > Hmm this is strange, I'm not sure why you're getting these errors, I'm 
> using 

> > XP as well. I use WAV2VAG for 'play once' samples and AIFF2VAG for 
looped 

> > ones (WAV2VAG doesn't work for these) 

>> 

> 

e 

> 


> whole lot. It's probably not much help but in any case drop me a line 


Hh 


VVVVVVVVVVVVV VV VV EBV EVV VV VV VV VV VV VV VV VV VV VV 


you 

> wanna ask any questions. The .DEF file generates errors if there are 
ess 

> than 8 samples in the parameter list but it will still work... 

> 

> Hope this helps a 111 

> 

> -Ben 

> 

> 

> 

> 

> "Andrew Murray" <sckoobs@yahoo.com> wrote in message 

> news:b9m75sS8kd1@www.netyaroze-europe.com... 

> > Hi All, 

>> 

> > I realise that there is a whole newsgroup dedicated to sound but I 


w 
VVOVVVVAVVWDVVVVVDVV VV VV VV VV VV VV EVV 


w 
> > > searching for a consensus as to what process you use to get sound 

> effects 

> > > and music into your games. 

= > > 

> > > What is the best 'route' to take when creating sound files (.VH + 

. VB) 

> > from 

> > > .WAVs and music files (.SEQ) from .MIDIs? I'm looking for the tools 
> that 

> > are 

> > > used and the steps that are taken, because frankly, I'm lost. 

> > > 

> > > I have tried WAV2VAG and WAV2VAG2 both of which don't work as they 
> both 

> > give 

> > > me invalid wav file errors, even though I have checked the rate of 


6539 
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the 
> > WAV 

> > > > is 8000khz, 16bit, MONO. I have tried creating VAG files from the 
wav 

> > file 

> > > > using AIFF2VAG, but I am shot down when it comes to creating the 
. DEF 


> > file 

> > > > for the VAB file creation. I have also had a look at VAGEdit (which 
> > seems 

> > > > very good) and VABTOOL, which keeps giving me all sorts of crazy 
> errors 

> > > > (maybe its because I'm running WinXP???). 

>>>> 

> > > > Does anyone out there have a firm grasp of how sounds and music for 
> the 

> > > > Yaroze are created? 

>>>> 

> > > > *help* 

> > > > 

> > > > Andy. 

> > > > 

> > > > 

> > > > 

> > > 

> > > 

> > > 

> > 

> > 

> 

> 


--MESSAGE FILE 9969 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08697 


--MESSAGE FILE 9970 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008698 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: My new job announce... 

Date: Thu, 22 May 2003 23:28:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <bajjpcSku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-82-117.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4910.0300 


As some people already know I am the new Special Projects (demodisk) coder 
at Sony, replacing James Burns who's moved onto other interesting things in 
the Sony technology dept. I'll be helping with requests to the NY mail 
address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
before I was on the 'inside'. I'm sure James will still be about to help out 
too. 


I should be popping up on the PS2linux stuff in the future too, are there 
any yarozers who are actively working on PS2linux stuff? 


cheers 
Matt V 


-—-MESSAGE FILE 9970 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08698 


—-MESSAGE FILE 9971 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
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0008699 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 00:07:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <bajltqSku52@www.netyaroze-europe. com> 
References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-39-13-94.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


nl, well that mean you will have to continue the follow up and progress of 
BreakDown for me :D it ran into problems apparently, something to do with 
codewarrior : ( 


—-MESSAGE FILE 9971 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08699 


-—-MESSAGE FILE 9972 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008700 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 11:15:33 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <bajm38Sku53@www.netyaroze-europe. com> 
References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Congrats on the Job Matt, 


Hopefully it will still leave you time to carry on creating the great games 
that you do. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news :bajjpc$ku51@www.netyaroze-europe.com... 

> As some people already know I am the new Special Projects (demodisk) coder 
> at Sony, replacing James Burns who's moved onto other interesting things 
in 

> the Sony technology dept. I'll be helping with requests to the NY mail 
> address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
> before I was on the 'inside'. I'm sure James will still be about to help 
out 

too. 


v 


I should be popping up on the PS2linux stuff in the future too, are there 
any yarozers who are actively working on PS2linux stuff? 


cheers 
Matt V 


VVVVVVVVV 


—-MESSAGE FILE 9972 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08700 


Net Yaroze newsgroups message dump.txt Page 6542 


--MESSAGE FILE 9973 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008701 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 00:23:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <bajms1Sku55@www.netyaroze-europe. com> 

References: <bajjpc$ku51@www.netyaroze-europe. com> 

NNTP-Posting-Host: m157-mpl.cvx2-b.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en, en-us 

In-Reply-To: <bajjpc$ku51@www.netyaroze-europe. com> 


I wondered when you were gonna make the announcement!! ;) 
All you guys treat him nicely, he's a little wet behind the ears when it 
comes to drinking with the rest of us Sony monkeys! (Although he did 


come through his first pub night in a suitable state) 


Matt, wheres the kudos for my introducing you to the right people with 
Linux kits? ;) 


Later 
James 


Matt Verran wrote: 


> As some people already know I am the new Special Projects (demodisk) coder 
> at Sony, replacing James Burns who's moved onto other interesting things in 
> the Sony technology dept. I'll be helping with requests to the NY mail 

> address: ps_yaroze@scee.net and posting in the newsgroups just as I did 

> before I was on the 'inside'. I'm sure James will still be about to help out 
> too. 

> 

> I should be popping up on the PS2linux stuff in the future too, are there 

> any yarozers who are actively working on PS2linux stuff? 

> 

> cheers 

> Matt V 

> 

> 

> 


-—-MESSAGE FILE 9973 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08701 


—-MESSAGE FILE 9974 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008702 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 10:37:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <bakqlrSku56@www.netyaroze-europe. com> 
References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-41-40-169.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Sweet, it always makes me feel warm 'n' fuzzy when someone posts a making 
career progress update. 
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grats dude! 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bajjpc$ku51@www.netyaroze-europe.com... 

> As some people already know I am the new Special Projects (demodisk) coder 
> at Sony, replacing James Burns who's moved onto other interesting things 
in 

> the Sony technology dept. I'll be helping with requests to the NY mail 
> address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
> before I was on the 'inside'. I'm sure James will still be about to help 
out 

too. 


v 


I should be popping up on the PS2linux stuff in the future too, are there 
any yarozers who are actively working on PS2linux stuff? 


cheers 
Matt V 


VVVVVVVVV 
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—-MESSAGE FILE 9974 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08702 


—-MESSAGE FILE 9975 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008703 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 14:15:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 
Message-ID: <bal7kf$ku57@www.netyaroze-europe. com> 
References: <bajjpcSku51@www.netyaroze-europe.com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Congrats to both you and James on the new jobs! 


all the best 
Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news :bajjpc$ku51@www.netyaroze-europe.com... 

> As some people already know I am the new Special Projects (demodisk) coder 
> at Sony, replacing James Burns who's moved onto other interesting things 
in 

> the Sony technology dept. I'll be helping with requests to the NY mail 
> address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
> before I was on the 'inside'. I'm sure James will still be about to help 
out 

too. 


v 


I should be popping up on the PS2linux stuff in the future too, are there 
any yarozers who are actively working on PS2linux stuff? 


cheers 
Matt V 


VVVVVVV VV 


—-MESSAGE FILE 9975 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 


08703 
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-—-MESSAGE FILE 9976 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008704 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 15:52:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <baldanSku58@www.netyaroze-europe. com> 
References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-3968.gazelle.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Excellent news Matt, congrats and good luck. 
Peter 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news :bajjpc$ku51@www.netyaroze-europe.com... 

> As some people already know I am the new Special Projects (demodisk) coder 
> at Sony, replacing James Burns who's moved onto other interesting things 
in 

> the Sony technology dept. I'll be helping with requests to the NY mail 
> address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
> before I was on the 'inside'. I'm sure James will still be about to help 
out 

too. 


v 


I should be popping up on the PS2linux stuff in the future too, are there 
any yarozers who are actively working on PS2linux stuff? 


cheers 
Matt V 


VVVVVVV VV 


—-MESSAGE FILE 9976 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08704 


—-MESSAGE FILE 9977 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008705 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Fri, 23 May 2003 16:53:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <balgsf$ku510@www.netyaroze-europe. com> 

References: <bajjpcS$ku51@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem-1209.giraffe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en-us, en 

In-Reply-To: <bajjpc$ku51@www.netyaroze-europe. com> 


congrats on the new jobs. 


I'm hoping to port my game to the PS2 Linux, 
www.100tinsoldiers.com/pages/manor.htm okay its a huge plug but as I'm 
planning to port it to the PS2 Linux I don't suppose anyone will mind. 
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Only problem is the PS2 Linux forum isn't as friendly and helpful as 
I've always found the Yaroze newsgroups to be, which is a real shame, it 
also seems to lack anyone writing games for it... 


Got to get my PS2 networked yet so I can code on the PC and dump the 
code to the PS2 which is my prefered way of working 


Anyway, good luck with the new job... And any chance of getting so PS2 
Linux games on the cover of a PS2 magazine? 

Cheers 

Nigel 


www.100tinsoldiers.com 


Matt Verran wrote: 


> As some people already know I am the new Special Projects (demodisk) coder 
> at Sony, replacing James Burns who's moved onto other interesting things in 
> the Sony technology dept. I'll be helping with requests to the NY mail 

> address: ps_yaroze@scee.net and posting in the newsgroups just as I did 

> before I was on the 'inside'. I'm sure James will still be about to help out 
> too. 

> 

> I should be popping up on the PS2linux stuff in the future too, are there 

> any yarozers who are actively working on PS2linux stuff? 

> 

> cheers 

> Matt V 

> 

> 

> 


—-MESSAGE FILE 9977 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08705 


-—-MESSAGE FILE 9978 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008706 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Mon, 26 May 2003 15:53:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <basvjk$meb2@www.netyaroze-europe. com> 

References: <bajjpcS$ku51@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 

In-Reply-To: <bajjpc$ku51@www.netyaroze-europe. com> 


Congratulations dude! Thought you might have gone for it - hope to see 
some nice procedural stuff soon :) 


Andy P 


Matt Verran wrote: 

As some people already know I am the new Special Projects (demodisk) coder 
at Sony, replacing James Burns who's moved onto other interesting things in 
the Sony technology dept. I'll be helping with requests to the NY mail 
address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
before I was on the 'inside'. I'm sure James will still be about to help out 
too. 


I should be popping up on the PS2linux stuff in the future too, are there 
any yarozers who are actively working on PS2linux stuff? 


VVVVVVVV VV 
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> cheers 
> Matt V 
> 


> 
> 


—-MESSAGE FILE 9978 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08706 


—-MESSAGE FILE 9979 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008707 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Tue, 27 May 2003 22:32:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <bb0m6éqSogsl@www.netyaroze-europe. com> 

References: <bajjpcS$ku51@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3339.gazelle.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en-us, en 

In-Reply-To: <bajjpc$ku51@www.netyaroze-europe. com> 


BIW Matt, 
Nice job on Super Mario Pac, when can we expect the Yaroze version :) 


Cheers 
Nigel 


—-MESSAGE FILE 9979 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08707 


—-MESSAGE FILE 9980 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008708 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PSX 

Date: Wed, 28 May 2003 23:47:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <bb3f0iSogs3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3009.bear.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en-us, en 


Another new console, and this one looks stunning, I mean really nice, I 
was about to buy a second PS2 so I could have my Linux setup nearer the 
PC but I think I might just wait around for this. 


http://uk.playstation.com/news/newsStory. jhtml; jsessionid=I2CMUSIMCOHIGCQSBLUR2RQ?st 
oryId=103829_en_GB_NEWS&linkt ype=MPC 
http://gamesradar.msn.co.uk/news/default.asp?subsectionid=158éarticleid=65391lé&pagety 
pe=2 


With this and the PSP things are beginning to look interesting again, I 
was worried about the size of the PSP (no pictures or anything yet so 
just in my mind) but the use of a miniDVD in a cartridge medium, but I 
saw a Sony MiniDisc and its smaller than the GBA SP, stick a Screen on 
it and its going to be really nice, alright you have to add a bit for 
the joystick etc. but I think Sony are going in the right direction. 
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Cheers 
Nigel 
www.100tinsoldiers.com 


—-MESSAGE FILE 9980 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08708 


-—-MESSAGE FILE 9981 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008709 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX 

Date: Thu, 29 May 2003 18:25:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <bb55k0Sogs5@www.netyaroze-europe. com> 

References: <bb3f0iSogs3@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 

In-Reply-To: <bb3f0iSogs3@www.netyaroze-europe. com> 


Nigel Critten wrote: 


www.100tinsoldiers.com 


> With this and the PSP things are beginning to look interesting again, I 
> was worried about the size of the PSP (no pictures or anything yet so 
> just in my mind) but the use of a miniDVD in a cartridge medium, but I 
> saw a Sony MiniDisc and its smaller than the GBA SP, stick a Screen on 
> it and its going to be really nice, alright you have to add a bit for 
> the joystick etc. but I think Sony are going in the right direction. 

> 

> Cheers 

> Nigel 

> 

> 


Yeah, i'm especially looking forward to the PSP though. I don't think 
there will be any shortage of developers wanting to get their hands on 
TE; (PSP devkit, please!) 


If Sony could make the PSP backwards compatible with existing MiniDisc 
titles (and build in a nice sound->light generator, something like the 
later PS1 revisions but better), then that really would be a piece օք 
killer hardware IMHO, sales would go through the roof. (looking round at 
my MiniDisc collection and wishing). 


I suppose it depends on whether that new disk will fit into a MiniDisc 
shell. 


Wonder if they'll do away with the D-pad altogether, and just use the 
analogue on/off button to save space on the device? Might be a bit odd 
for some games unless there was some way of letting you know which 
direction you've pressed - something like an analogue version of the 
NeoGeo Pocket Color stick would be good (if that's possible). 


Andy P 


-—-MESSAGE FILE 9981 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08709 


-—-MESSAGE FILE 9982 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008710 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX 
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Date: Thu, 29 May 2003 23:03:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <bb60plSogs7@www.netyaroze-europe. com> 

References: <bb3f0iSogs3@www.netyaroze-europe.com> <bb55k0Sogs5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-3932.giraffe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4b) Gecko/20030507 
X-Accept—-Language: en-us, en 

In-Reply-To: <bb55k0Sogs5@www.netyaroze-europe. com> 


Its still a long way off but I'm really excited about the PSP, it just 
sounds so interesting, not sure about minidisc compatible, I would 
suspect it isn't using the Universal Media Disc instead, I suppose it 
wouldn't be out of the question to support minidiscs, if they let me 4/1 
mp3 onto the PSP then I'll be happy, also with Movie support, don't know 
if this means we'll have to buy all the DVDs on UMD which I wouldn't 
like to do... 


I was suprised Nintendo didn't do an analogue joypad on the GBA, so I 
think it should be standard, as you say not all games work with analogue 
and you could probably read the stick as digital just by seeing if its 
gone past a certain point and using that as left, right etc. 


And I'll take one of those devkits as well please :) 


And if you want a sound->light generator looks like you need to get Jeff 
Minter on board :) 


Nigel 


Yeah, i'm especially looking forward to the PSP though. I don't think 
there will be any shortage of developers wanting to get their hands on 
Dts (PSP devkit, please!) 


If Sony could make the PSP backwards compatible with existing MiniDisc 
titles (and build in a nice sound->light generator, something like the 
later PS1 revisions but better), then that really would be a piece օք 
killer hardware IMHO, sales would go through the roof. (looking round at 
my MiniDisc collection and wishing). 


I suppose it depends on whether that new disk will fit into a MiniDisc 
shell. 


Wonder if they'll do away with the D-pad altogether, and just use the 
analogue on/off button to save space on the device? Might be a bit odd 
for some games unless there was some way of letting you know which 
direction you've pressed - something like an analogue version of the 
NeoGeo Pocket Color stick would be good (if that's possible). 


Andy P 


VVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 9982 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08710 


-—-MESSAGE FILE 9983 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008711 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX 

Date: Sat, 31 May 2003 09:29:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <bb9psf$s341@www.netyaroze-europe. com> 
References: <bb3f0iSogs3@www.netyaroze-europe. com> 
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NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Sure does look pretty. But £600 (according to GameCentral)? 


> Another new console, and this one looks stunning, I mean really nice, I 
> was about to buy a second PS2 so I could have my Linux setup nearer the 
> PC but I think I might just wait around for this. 


—-MESSAGE FILE 9983 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08711 


—-MESSAGE FILE 9984 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008712 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX 

Date: Sun, 1 Jun 2003 14:32:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <bbcvvt$s342@www.netyaroze-europe. com> 

References: <bb3f0iSogs3@www.netyaroze-europe.com> <bb9psf$s341@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-35-35-139.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


Just wondering where you lots were getting info on the PSP? 
Chris 


—-MESSAGE FILE 9984 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08712 


-—-MESSAGE FILE 9985 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008713 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX 

Date: Sun, 01 Jun 2003 16:47:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <bbd7t3$s343@www.netyaroze-europe. com> 

References: <bb3f0iSogs3@www.netyaroze-europe.com> <bb9psf$s341@www.netyaroze-europe 
.com> <bbcvvt$s342@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-781.jaguar.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030529 
X-Accept—-Language: en-us, en 

In-Reply-To: <bbcvvt$s342@www.netyaroze-europe. com> 


http://uk.playstation.com/news/newsStory. jhtml; jsessionid=54WRA2 J3WETX2CQSBLUSMFQ?st 
oryId=103746_en_GB_NEWS&linktype=MPC 


http://www.computerandvideogames.com/news/news_story.php?id=90987 


these are the ones I've found, the playstation.com one is the best for 
details (i wonder why ;) 
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Nigel 
Chris Wallace wrote: 


Just wondering where you lots were getting info on the PSP? 


> 
> Chris 
> 
> 


—-MESSAGE FILE 9985 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08713 


—-MESSAGE FILE 9986 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008714 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSX 

Date: Sun, 01 Jun 2003 16:50:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <bbd81uS$s344@www.netyaroze-europe. com> 

References: <bb3f0iSogs3@www.netyaroze-europe.com> <bb9psf$s341@www.netyaroze-europe 
.com> <bbcvvt$s342@www.netyaroze-europe.com> <bbd7t3$s343@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-781.jaguar.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030529 
X-Accept—-Language: en-us, en 

In-Reply-To: <bbd7t3$s343@www.netyaroze-europe. com> 


http://uk.playstation.com/news/newsStory. jhtml; jsessionid=4PNL1400QA33ECQSBLWSMFQ? st 
oryId=103831_en_GB_NEWS&linktype=NSON 


the UMD disc now thats nice ;) 
Nigel 


—-MESSAGE FILE 9986 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08714 


--MESSAGE FILE 9987 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008715 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bainNO-SPAM@scee.net> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Mon, 2 Jun 2003 13:58:10 +0100 

Organization: SCEE 

Lines: 23 

Message-ID: <bbfik5S1p91@www.netyaroze-europe. com> 
References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: 43.193.234.131 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


He survived the afterwork drinking test....thats all that matters. 


Bain @ SCEE Technology Group 


"Matt Verran" <matt@hermitgames.com> wrote in message news:bajjpcSku51@www.netyaroze 
—europe.com... 

> As some people already know I am the new Special Projects (demodisk) coder 

at Sony, replacing James Burns who's moved onto other interesting things in 

the Sony technology dept. I'll be helping with requests to the NY mail 
address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
before I was on the 'inside'. I'm sure James will still be about to help out 


> 
> 
> 
> 
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> too. 

> 

> I should be popping up on the PS2linux stuff in the future too, are there 
> any yarozers who are actively working on PS2linux stuff? 

> 

> cheers 

> Matt V 

> 

> 

> 


-—-MESSAGE FILE 9987 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08715 


—-MESSAGE FILE 9988 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008716 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Mon, 02 Jun 2003 22:05:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <bbgetq$S1p92@www.netyaroze-europe. com> 

References: <bajjpcS$ku51@www.netyaroze-europe.com> <bbfik5S1p91@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m41l-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030529 
X-Accept—-Language: en, en-us 

In-Reply-To: <bbfik5$S1p91l@www.netyaroze-europe.com> 


Yeh and George was the marker, so it wasn't a hard test ;) 


George Bain wrote: 
> He survived the afterwork drinking test....thats all that matters. 
> 


-—-MESSAGE FILE 9988 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08716 


—-MESSAGE FILE 9989 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008717 
Path: chuka.playstation.co.uk!news 
From: Andrew Partington <andrew.partington90@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Performance 
Date: Wed, 18 Jun 2003 18:52:35 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 463 
Message-ID: <bcpuk1$9hi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 000509070104050202070206" 
User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 


This is a multi-part message in MIME format. 
000509070104050202070206 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


Hi all, 


Can anyone tell me just what kind of performance is theoretically 
possible from the Yaroze libs with regard to 2D sprites? Surely 440+ 
scaled/rotated sprites, plus 768 transparent GsBOXF's per frame (most of 
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which there is a ScaleMatrix() operation for) isn't enough to choke the 
GPU? Yet that is what seems to be happening for me. 


Those figures are probably the maximum for any given scene, in practice 
I see pretty bad performance hits at around half to three-quarters of 
that - not exactly demo reel material! All this seems due to the amount 
of scaled sprites making up the background, when you zoom in to their 
natural size (64*64) performance is acceptable - and when you commment 
out the call to GsSortSprite inside the inner loop of the map routine, 
performance is ace (well, duh! ;) ) 


So, am I running up against the texture cache problem again? If so, 
what is the best way to organise textures in VRAM to avoid this problem 
for a given texture depth? (Latest BG textures are 4-bit versions). 


Or do I need a DrawSync() somewhere along the line to let the GPU sort 
itself out, or something similar? Somebody else here said they had a 
problem when they were sorting >5 of the same type of sprite in a row 
(when not using the fixed version of the sprite routine). 


Attached is my BG code, feel free to use/abuse it, but if anyone can 
tell me any way at all of optimising it, (or even if you find it useful 
(ha!!)) please let me know! 

Or is a port to PS2/Linux on the cards? :) At least most of it is 
nicely modular now so I can use it as a framework for any other 2D game 
I attempt... 

Latest build in my ftp area: 
http://www.netyaroze-europe.com/~partinga/ftp 


Cheers, 


AndyP 


000509070104050202070206 
Content-Type: text/plain; 
name="map.c" 
Content-Transfer-Encoding: 7bit 
Content-—Disposition: inline; 
filename="map.c" 


[** 
* 
* ZoomRotating map, and GsMAP/GSBG initialisation stuff 


* (c) 2000 Andrew Partington. All rights reserved. 
* 


*/ 


#include <libps.h> 
#include <memory.h> 
#include <malloc.h> 
#include "map.h" 
#include "globals.h" 
#include "GsTools.h" 
#include "collision.h" 


Initialise GsCELL background tile descriptors 


Args: GsIMAGE* img - pointer to image data containing background gfx 

GsCELL* cells - pointer to the array of GsCELL structs (of the rig 
size) 

int sizex - number of blocks going across 

int sizey - number of blocks going down 

int offsetX - number of pixels to offset in texture page (x) 

int offsetyY 


T 
+ + «Հ» ՀՌ» 39 HF E F 


Info: The GsCELL struct contains an x and y position into a texture, 
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x and the pointers in the GsIMAGE struct of the gfx stuff. This inf 
° 

* must be set up for EACH TILE. 

* 3/9/2000: Added support for multiple graphics within a single 

* texture page. 

* x / 


void initCells(GsCELL* cells,GsIMAGE* img,int sizex,int sizey, int offsetX, int offs 
ety) 
{ 


int Sç yy pt E: 

GsCELL wcell; 

int xOffset = offsetX / 16; //GSBG stuff is fixe 
d size on Yaroze :-( 

int yOffset = offsety / 16; 


ptr=0; 


for (y=yOffset; y<sizeytyOffset;yt+t) 

{ 
for (x=xOffset; x<sizex+xOffset;x+t) 
{ 


wcell=cells[ptr]; 
wceell.u=(x<<4); //Assume 16-pixel spacing 
wceell.v=(y<<4); //i.e. multiply every block 
by 16 
wceell.cba=GetClut (img->cx, img->cy) ; 
wceell.flag=0; 
wcell.tpage=Get TPage (img->pmode, 0, img->px, img->py) ; 
cells[ptr]=wcell; 
ptr++; 
} 
} 
} 
/* 
* Initialise GsMAP struct 
x 
* Args: GsMAP* mapInfo - ptr to GsMAP struct 
i GsCELL* cells - ptr to bg tile info 
2 u_short* mapdata - ptr to map data 
bs sizex - no. of blocks in map (horizontally) 
x sizey - no, of blocks in map (vertically) 


* 


*7 
void initMap(GsMAP* mapinfo,GsCELL* cells,u_short* mapdata,int sizex,int sizey) 
{ 
mapinfo->cellw=16; //Do 
esn't matter, they're gonna be 
mapinfo->cellh=16; // 
16 anyway... :( 
mapinfo->ncellw=sizex; //width of map (cell 
s) 
mapinfo->ncellh=sizey; //height of map (cel 
ls) 
mapinfo->base=cells; //pointer to 
cell array 
mapinfo->index=mapdata; //pointer to 
map data 
J 
[** 
* 
ա Initialise GsBG background - link the image and map data in with the 
ա background Վ 
ata 
* 
* 
* in: GsBG* bg: Main background structure - holds image and map data 


pointers etc 
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+ + * 


եյ 


* 


void initBgrnd(GsBG* bg,GsMAP* mapinfo, GSIMAGE* 


{ 


tribute 


+ Ի + + + * * F HF * 
* 


* 


a] 


void allocate! 


PRITE) ); 


GsMAP* map: 
GsIMAGE* img: 


int sizex: 
int sizey: 


bg->map=mapinfo; 
bg->attribute=(img-—>pmode<<24) ; 


bg->x=0; 
bg->y=0; 
bg->w = sizex 
bg->h = sizey 
bg->scroll 
bg->scrol 
bg->r=128; 
bg->g=128; 
bg->b=128; 
bg->mx=0; 
bg->my=0; 


<< 4; 


<< 4; 


x=0; 
ly=0; 


bg->scalex=ONE; 
bg->scaley=ONE; 


bg->rotate=0; 


For each piece of map data, 


Pointer to the 
Pointer to the 
Number 
Number 


Allocate space in memory for an array of sprites, 
then populate the array. 


map data 

tile image data 
of tiles to displ 
of tiles to displ 


img,int sizex,int sizey) 
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lay horizontally 
lay vertically 


//shift pmode left 24 bits to set at 


//display size is in pixels. 


create a sprite for it, 


then set the appropriate texture page coordinates 
for the sprite. 


Offset X and Y are used to grab graphics data from 


parts of the texture page if they are used for other 


stuff too. 


int i 

int x= 
int 
int 


int yOffset = 


= offsetX / bl 


offsetY / bl 


GsSPRITE sprite; 


background->numberOfBl 
background->numberOfBlocksY 


background->b] 


locksX 


BackgroundObject (MapGraphicsData* 


lockSizex; 
lockSizeyY; 


lockSizeX = blockSizeX; 


background->b] 


lockSizeY = blockSizeyY; 


background->spriteData = 
for(y = yOffset; 
{ 
for(x = xOffset; 
{ 
sprite = 


(GSSPRITE*) 


blocksxX; 
blocksY; 


background, 


y < blocksY + yOffset; 
x < blocksX + xOffset; 


InitSprite(imageData, 


X++) 


GsIMAGE* imageData, 


int 
int 
int 
int 
int 
int 


b 
b 
b1 


b 


locksx, 
locksY, 
lockSizex, 
lockSizeyY, 


offsetxX, 
offsetyY) 


malloc ((blocksX * blocksyY) 


* sizeof (GsS 


x * blockSizeX, y * blockSize 
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Y, blockSizeX, blockSizeyY); 


turemap coordinates to point 


sprite.u = x * blockSizex; //Adjust tex 


sprite.v = y * blockSizeyY; // to the c 


orrect area for the block 


//recalculate texture page if out of range of 


// the u/v texture page coordinates 
// so we can support sprite banks that go 
// outside a single texture page 


if (x * blockSizeX >= 255) 


//can increment more than one texture page, 


{ 


// and there are 4 sprites/tpage... 


sprite.tpagett; //Tu 


st increment texture page by 1 


if the next page is 


ffectively, y * xSize + 


increment by 16 to get 


// 
// 
// 
// 
// 
// 


L+MODE_7_ON) ; 
if 


[** 
* 


sprite.u &= 255; // 
to the right 


if(y * blockSizeY >= 255) 


sprite.tpage += 16; // e 
x, but can just 
sprite.v &= 255; // 


next Y texture page 


if (imageData->pmode & 3 == 0) 


sprite.attribute = 0x00000020; 


sprite.attribute += (SPRITE_ON+TRANS_OFF+TRANS_NORMA 


background->spriteData[it+] = sprite; 


* Free resources dynamically allocated to this background 
* (i.e. the array of sprites which make up the map) 


Ի / 


void freeMapGraphicsData (MapGraphicsData* mapGraphicsData) 


{ 


free (mapGraphicsData->spriteData) ; 


} 


[** 

* 

a Draw sprite-based backgound object. 

ԵՏ 

al Info: To set up zoomrotation around the centre 

ա of the background, each sprite that makes up the 

X background must have its mx and my values set relative 
* to the origin of the map. 

ԵՏ 

եշ +mx | -mx mx and my get progressively 
closer to, 
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* +my +my and further away from the or 
igin with each 


եյ sprite drawn, depending on t 


—---- Օ----- The coordinates of O can be 
re Աաաա: Kra -mx usual X and Y coordinates of 
p aaa -my -my the desired position. Fortu 
alae Seer values can be used f 


or X/Y positioning as well! 
x 


* 

* *** OPTIMISATION MEASURES *** 

* 

ա - Most values have been changed to long, in order to fit the register size 

ա - Got rid of array indexing in favour of pointer arithmetic (reputed to be 5119 
htly faster) 

* - Doing majority of dereferencing before the inner/outer loops (again, reputed 


to result in a speed increase) 

* 

* Z 

void drawBackgroundObjectUsingCollisionArray (BackgroundObject* background, Collisio 
nObject* collisionArray, int* cameraStatus, GsOT* WorldOT, int priority) 


{ 


//18 the size of the map is greater than or equal to the screen, truncate to 
size of screen. 
//18 the size of the map is greater than or equal to the display size, trunc 
ate to display size 
//If the display size is greater than the size of the map, repeat the data 


register long x = 0; 
register long y = 0; 
register long index; 
register long indextemp; 


long originXCopy; 

long originYCopy; 

register long offsetX = 0; 

register long offsetY = 0; 

long offsetXCopy; //Copy of the above calcs to avoid doing any 

long offsetYCopy; // divides later on... 

long pixelXScroll; //How many pixels to scroll each block in th 
e map before 

long pixelYScroll; // looking up a new one on the X or Y axis 

register GsSPRITE* spriteRef = (GSSPRITE*) background->mapGraphics-—>spriteDa 
ta; 

u_short* mapDataRef = (u_short*) background->mapData; 


long BGScaleX = background->scalexX; 

long BGScaleY = background->scaleyY; 

long BGRotate = background->rotate; 

long BGPosxX = background->xPos; 

long BGPosY = background->yPos; 

long BGOriginX = background->originx; 

long BGOriginY = background->originY; 

long BGSizeX = background->backgroundSizex; 

long BGSizeY = background->backgroundSizeyY; 

long BGBlockSizeX = background->mapGraphics-—>blockSizex; 
long BGBlockSizeY = background->mapGraphics-—>blockSizeY; 


long BGDisplaySizeX = background->displaySizex; 
long BGDisplaySizeY background->displaySizeyY; 


long oldIndex = NULL_BLOCK; 
int BGCollisionArrayIndex = 0; 
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register GsSPRITE* workSpriteRef; 


//offsetX and offsetY are indices to a piece of map data, created by taking 


the 

// X and Y coordinates and dividing them by the blocksize, to get the nm 
earest block. 

offsetX = background->scrollX >> 6; // / BGBlockSiz 
ex; 

offsetY = background->scrollY >> 6; // / BGBlockSiz 
eY; 

if (offsetX < 0) 

{ 

offsetX = BGSizeX + offsetX; 

} 

if (offsetY < 0) 

{ 

offsetY = BGSizeY + offsetyY; 

} 

offsetX = offsetX & BGSizex - 1; են offs 
etX %= BGSizex; 

offsetY = offsetY & BGSizeY - 1; // offs 
etY %= BGSizeY; 

offsetXCopy = offsetxX; //Copy of the above calcs to avoid doing any 

offsetYCopy = offsetyY; // divides later on... 


//By doing a MOD (%) with the scroll value and the block size, we get the 


// remainder part of the above calculation, i.e. how many pixels to scr 
oll 

// the block. 

pixelXScroll = background->scrollX & BGBlockSizeX - 1; 

pixelYScroll = background->scrollY & BGBlockSizeY - 1; 

originXCopy = BGOriginx; //Take a copy of the origin coords s 
° we 

originYCopy = BGOriginY; // can just replace the copies with 


out recalculating them 


for (y=0; y<BGDisplaySizeY;y+t) 

{ 
//optimisation measure - move multiplication out of inner loop 
indextemp = offsetY * BGSizex; 


for (x=0; x<BGDisplaySizeX; x+t+) 
{ 
//Get the index to the sprite indicated by the 2D map data a 


rray 
index = * (mapDataRef+(indextemp + offsetX)); 
if (index != NULL_BLOCk) 
{ 
//Attempt to minimise memory access to the blocks 
// by only getting a new block if the index poi 
nts 
// to a differnt block - should save time when 
rendering 
// multiple blocks of the same type 
if (index != oldIndex) 
{ 
oldIndex = index; 
workSpriteRef (spriteRef + (index & MAP_BL 


OCK_DATA_MASK)); //background->mapGraphics-—>spriteData [index]; 
workSpriteRef->x = BGOriginX + BGPosX; 
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//put all sprites at the same coordinates, 

workSpriteRef->y = BGOriginY + BGPosyY; 
// but use mx and my to offset them 

workSpriteRef->scalex = BGScaleX; 


// from this origin. 


workSpriteRef->scaley = BGScaleY; 
workSpriteRef->rotate BGRotate; 


} 


workSpriteRef->mx = originXCopy + pixelXScroll; //mx 
and my are positions relative to the 
workSpriteRef->my = originYCopy + pixelYScroll; // 
origin specified at xPos and yPos 
workSpriteRef->attribute = 0x00000020; 


if(collisionArray != NULL 
&& workSpriteRef->mx >= COLLISION_MIN_BOUNDS 
= && workSpriteRef-—>mx <= COLLISION_MAX_ BOUNDS 
= && workSpriteRef->my >= COLLISION_MIN_BOUNDS 
Է && workSpriteRef->my <= COLLISION_MAX_ BOUNDS 


// workSpriteRef-—>attribute = 0x00000000; 


//Store x,y and index values in the next fre 
e element in each array 

// mx and my are coords relative to centre 
of sprite 

if (BGCollisionArrayIndex Հ MAX _COLLISION_ARR 
AY_ELEMENTS) 

{ 


(collisionArray + BGCollisionArrayIn 
dex) ->x = workSpriteRef->x; 
(collisionArray + BGCollisionArrayIn 
dex) ->y = workSpriteRef->y; 
(collisionArray + BGCollisionArrayIn 
dex) ->xPos = workSpriteRef->mx; 
(collisionArray + BGCollisionArrayIn 
dex)->yPos = workSpriteRef->my; 
(collisionArray + BGCollisionArrayIn 
dex) -—>type = index; 
BGCollisionArrayIndextt+; 
} 
// scannerState = SCANNER_DANGER; 
} 
GsSortSprite (workSpriteRef, WorldOT, background->pri 
ority); 


originXCopy -= BGBlockSizexX; 


if (offsetX++ < 0) 
{ 

offsetX += BGSizeX; 
} 


offsetX = offsetX & (BGSizeX - 1); // offs 
etX %= BGSizex; 
} 


if (offsetY++ < 0) 
{ 

offsetY += BGSizeY; 
} 
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offsetY = offsetY & (BGSizeY -1); //offsetY %= 
BGSizeyY; 


offsetxX 


offsetXCopy; 
originXCopy = BGOriginx; 


originYCopy -= BGBlockSizeyY; 


000509070104050202070206-- 


—-MESSAGE FILE 9989 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08717 


—-MESSAGE FILE 9990 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008718 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <gary@rainbowgrp.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hi There 

Date: Thu, 19 Jun 2003 17:42:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <bcspidS9o0el@www.netyaroze-europe. com> 
NNTP-Posting-Host: garyh.plus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Hi all, 


Just wondered if it was still alive and kicking. 
Well was just a quick hello. 


Gary 
www. rainbowgrp.co.uk 


PS. Games development never worked out for me lol, never mind doing websites 
instead check it out. 


—-MESSAGE FILE 9990 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08718 


—-MESSAGE FILE 9991 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008719 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Sat, 21 Jun 2003 00:11:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <bd04ut$dj11@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-069-0518.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 
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Hi guys n girls [and guys who like to be girls at the weekend] 


I've uploaded the penultimate release of Katapila with a few more bits and 
bobs added. The frontend has been updated a little with 4 difficulty 
settings. The 'easy' mode is the same as the first release and I've added 
'normal', 'hard' and a special 'very hard' mode for Derek hehe ;) I got 
5000ish on that 


Oh, remove any breakables from arms distance before playing. Hearing that 
fart noise for the 1000th time can get to you *twitches* 


Let me know what ya think and I'll try and add any suggestions into the 
final version 


-ՔԲո 


"Ben James" <meep42@clara.co.uk> wrote in message 
news :b89c7aSn5rl@www.netyaroze-europe.com... 
> New mini game - 1st release of 'Katapila' 


http://www.netyaroze-europe.com/~madmonk/ 


Send me your comments please! Gonna release a final version in the near 
future with loadsa extras 


-ՔԲո 


VVVVVVVVV VV 


—-MESSAGE FILE 9991 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08719 


—-MESSAGE FILE 9992 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008720 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Mon, 23 Jun 2003 12:33:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 522 

Message-ID: <bd6ép94Se911@www.netyaroze-europe. com> 
References: <bcpuk1$9hi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4910.0300 


Hi Andy, 


I havn't dug too deeply through your code or been able to test the latest 
version yet, but here are a few ideas for optimisation that might be 
usefull. 


- If your 64*64 blocks are 4bit they will only just fit in the cache (1 
think), if they are 8bit you are definately exceding it. Your best bet is to 
reduce the block size and sort all the blocks of the same image in one go, 
so make multiple passes through your map data. This should increase cache 
hits. 


— Zooming out on sprites causes slow downs because the machine has to read 
more than one texel per pixel. Zooming in causes slow down because the 
sprites are mapped to a single quad and the psx slows down filling big 
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triangles. The more you zoom in either dir the worse it gets. Reducing block 
size might help with zoom-in cos even tho there are more tris the psx will 
draw them faster. If you've got the frame buffer space you could try storing 
a half size version of all the tiles and switching between whichever tile 
size is closest to your zoom. 


- If you really want to make things difficult for yourself you could try 
building your own dynamic TMD to handle the BG. Setting up all the quads 
yourself would let you automatically subdivide polys to make it optimal for 
exactly what you want. 


Harvey Cotton's optimization tutorial is good too: 
http://www.netyaroze-europe.com/~harveyc/ftp/optimize.txt 


I hope this helps. If anyone spots any mistakes feel free to point them 
out. 


cheers 
Mattv 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bcpuk1$9hi2@www.netyaroze-europe.com... 
> Hi all, 


Can anyone tell me just what kind of performance is theoretically 
possible from the Yaroze libs with regard to 2D sprites? Surely 440+ 
scaled/rotated sprites, plus 768 transparent GsSBOXF's per frame (most of 
which there is a ScaleMatrix() operation for) isn't enough to choke the 
GPU? Yet that is what seems to be happening for me. 


Those figures are probably the maximum for any given scene, in practice 
I see pretty bad performance hits at around half to three-quarters of 
that - not exactly demo reel material! All this seems due to the amount 
of scaled sprites making up the background, when you zoom in to their 
natural size (64*64) performance is acceptable - and when you commment 
out the call to GsSortSprite inside the inner loop of the map routine, 
performance is ace (well, duh! ;) ) 


So, am I running up against the texture cache problem again? If so, 
what is the best way to organise textures in VRAM to avoid this problem 
for a given texture depth? (Latest BG textures are 4-bit versions). 


Or do I need a DrawSync() somewhere along the line to let the GPU sort 
itself out, or something similar? Somebody else here said they had a 
problem when they were sorting >5 of the same type of sprite in a row 
(when not using the fixed version of the sprite routine). 


Attached is my BG code, feel free to use/abuse it, but if anyone can 
tell me any way at all of optimising it, (or even if you find it useful 
(ha!!)) please let me know! 

Or is a port to PS2/Linux on the cards? :) At least most of it is 
nicely modular now so I can use it as a framework for any other 2D game 
I attempt... 

Latest build in my ftp area: 

http: //www.netyaroze-europe.com/~partinga/ftp 


Cheers, 


AndyP 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


> [** 
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ZoomRotating map, and GSMAP/GSBG initialisation stuff 
(c) 2000 Andrew Partington. All rights reserved. 


+ + * * * 


#include <libps.h> 
#include <memory.h> 
#include <malloc.h> 
#include "map.h" 
#include "globals.h" 
#include "GsTools.h" 
#include "collision.h" 


Initialise GsCELL background tile descriptors 


Args: GsIMAGE* img - pointer to image data containing background gfx 
GsCELL* cells - pointer to the array of GsCELL structs (of the right 


int sizex - number of blocks going across 

int sizey - number of blocks going down 

int offsetX - number of pixels to offset in texture page (x) 
int offsetyY 


Info: The GsCELL struct contains an x and y position into a texture, 
and the pointers in the GsIMAGE struct of the gfx stuff. This info 
must be set up for EACH TILE. 

3/9/2000: Added support for multiple graphics within a single 
texture page. 


+ + + + FF X + + + +D * * * * * 


ամ 


ՄՃՊԿԿՊՊՊՉՊՊՊՊՊՎՊՎՊՊԱՎՎՎՊՊՎ ՊՊՊՎՊՊՎՊՎՊՊՊՊՎՊՎՊՎՊՎՊՎՊԿ 


> void initCells(GsCELL* cells,GsIMAGE* img,int sizex,int sizey, int 
offsetX, int offsetY) 

{ 

int x,y,ptr; 

GsCELL wcell; 

int xOffset = offsetX / 16; //GsBG stuff is fixed size on Yaroze :-( 
int yOffset offsetY / 16; 


ptr=0; 


for (y=yOffset; y<sizeytyOffset;ytt) 

{ 

for (x=xOffset;x<sizex+xOffset;x+t) 

{ 

wcell=cells[ptr]; 

weell.u=(x<<4); //Assume 16-pixel spacing 
wceell.v=(y<<4); //i.e. multiply every block by 16 
wceell.cba=GetClut (img->cx, img->cy) ; 

wceell.flag=0; 
wcell.tpage=Get TPage (img->pmode, 0, img->px, img->py) ; 
cells[ptr]=wcell; 

ptr++; 

} 

} 

} 


Initialise GsMAP struct 


Args: GsMAP* mapiInfo - ptr to GsMAP struct 
GsCELL* cells - ptr to bg tile info 
u_short* mapdata - ptr to map data 
sizex - no. of blocks in map (horizontally) 
Տ1267 - no, of blocks in map (vertically) 


+ * * + * * * * 


* 


af 
void initMap(GsMAP* mapinfo,GsCELL* cells,u_short* mapdata,int sizex,int 
sizey) 
> { 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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mapinfo->cellw=16; //Doesn't matter, they're gonna be 
mapinfo->cellh=16; // 16 anyway... : ( 
mapinfo->ncellw=sizex; //width of map (cells) 
mapinfo->ncellh=sizey; //height of map (cells) 
mapinfo-—>base=cells; //pointer to cell array 
mapinfo-—>index=mapdata; //pointer to map data 


} 


Initialise GsBG background - link the image and map data in with the 
background data 


+ «Ի + + SE 


* in: GsBG* bg: Main background structure - holds image and map data 
ointers etc 
* GsMAP* map: Pointer to the map data 
* GsIMAGE* img: Pointer to the tile image data 
* int sizex: Number of tiles to display horizontally 
* int sizey: Number of tiles to display vertically 
ԵՀ 
/ 
void initBgrnd(GsBG* bg,GsMAP* mapinfo,GsIMAGE* img,int sizex,int sizey) 
{ 
bg->map=mapinfo; 
bg->attribute=(img->pmode<<24); //shift pmode left 24 bits to set 
ttribute 
bg->x=0; 
bg->y=0; 
bg->w = sizex << 4; //display size is in pixels... 
bg->h = sizey << 4; 
bg->scrollx=0; 
bg->scrolly=0; 
bg->r=128; 
bg->g=128; 
bg->b=128; 
bg->mx=0; 
bg->my=0; 
bg->scalex=ONE; 
bg->scaley=ONE; 
bg->rotate=0; 
} 


* 


Allocate space in memory for an array of sprites, 
then populate the array. 


For each piece of map data, create a sprite for it, 
then set the appropriate texture page coordinates 
for the sprite. 


Offset X and Y are used to grab graphics data from 
parts of the texture page if they are used for other 
stuff too. 


+ + FF + FF F HF SE 


* 


* 
/ 
void allocateBackgroundObject (MapGraphicsData* background, 
GsIMAGE* imageData, 

int blocksxX, 

int blocksY, 

int blockSizex, 

int blockSizeyY, 

int offsetxX, 

int offsetyY) 

{ 
int i 
int x= 
int y=0; 
int xOffset 
int yOffset 


offsetX / blockSizex; 
offsetY / blockSizeyY; 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VD VV VV VV VV VID VV VV VV VV VV VV VV VV 
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VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV VV VV V DV VV VV VV V V 


GsSPRITE sprite; 
background->numberOfBlocksxX = blocksxX; 
background->numberOfBlocksY = blocksyY; 
background->blockSizeX = blockSizex; 
background->blockSizeY = blockSizeyY; 


background->spriteData 
izeof(GsSPRITE) ); 


(GSSPRITE*) malloc((blocksX * blocksY) * 


for(y = yOffset; y < blocksY + yOffset; ytt) 
{ 
for (x 
{ 
sprite = InitSprite(imageData, x * blockSizexX, y * blockSizeY, blockSizex 
lockSizeyY); 
sprite.u x 
sprite.v = y 


xOffset; x < blocksX + xOffset; x++) 


II ` 


lockSizeX; //Adjust texturemap coordinates to point 
lockSizeY; // to the correct area for the block 


//recalculate texture page if out of range of 

// the u/v texture page coordinates 

// so we can support sprite banks that go 

// outside a single texture page 

if(x * blockSizeX >= 255) //can increment more than one texture page, 
{ // and there are 4 sprites/tpage... 

sprite.tpage++; //Just increment texture page by 1 

sprite.u &= 255; // if the next page is to the right 

} 


if(y * blockSizeY >= 255) 

{ 

sprite.tpage += 16; // effectively, y * xSize + x, but can just 
sprite.v &= 255; // increment by 16 to get next Y texture page 
} 


// if (imageData->pmode & 3 == 0) 
// { 

sprite.attribute = 0x00000020; 
// ) 


// else 


/ 11 
// sprite.attribute += (SPRITE_ON+TRANS_OFF+TRANS_NORMAL+MODE_7_ON) ; 


// ) 


background->spriteData[it+] = sprite; 
} 
} 
} 
[** 
x 
* Free resources dynamically allocated to this background 
* (i.e. the array of sprites which make up the map) 
* 


void freeMapGraphicsData (MapGraphicsData* mapGraphicsData) 
{ 


free (mapGraphicsData->spriteData) ; 


} 


[** 


եյ 


* Draw sprite-based backgound object. 
x 
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Info: To set up zoomrotation around the centre 

of the background, each sprite that makes up the 
background must have its mx and my values set relative 
to the origin of the map. 


—mx mx and my get progressively closer to, 

tmy and further away from the origin with each 

| sprite drawn, depending on the sign of the mx and my value. 
== === O----- The coordinates of O can be set by setting the 
-mx usual X and Y coordinates օք each sprite to 

-my the desired position. Fortunately, mx and my 

| values can be used for X/Y positioning as well! 


*** OPTIMISATION MEASURES *** 


- Most values have been changed to long, in order to fit the register 


12 


+D + + + * + X X + f FFF X FF * * 
+ 
B 
x 


- Got rid of array indexing in favour of pointer arithmetic (reputed 
o be slightly faster) 

* - Doing majority of dereferencing before the inner/outer loops 
again, reputed to result in a speed increase) 

* 


x7 

void drawBackgroundObjectUsingCollisionArray (BackgroundObject* 
background, CollisionObject* collisionArray, int* cameraStatus, GsOT* 
WorldOT, int priority) 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
s 
> 
t 
> 

( 
> 
> 
> 


ՅԱՆ: 

- //18 the size of the map is greater than or equal to the screen, 
truncate to size of screen. 

> //18 the size of the map is greater than or equal to the display size, 


truncate to display size 

> //18 the display size is greater than the size of the map, repeat the 
data 

> 


register long x = 0; 
register long y = 0; 
register long index; 
register long indextemp; 


long originXCopy; 
long originYCopy; 


register long offsetX = 0; 

register long offsetY = 0; 
long offsetXCopy; //Copy of the above calcs to avoid doing any 
long offsetYCopy; // divides later on... 


VVVVVVVVVVVV VV 


> long pixelXScroll; //How many pixels to scroll each block in the map 
before 


> long pixelYScroll; // looking up a new one on the X or Y axis 
> 

> 

> register GsSPRITE* spriteRef = (GSSPRITE*) 
background->mapGraphics—>spriteData; 

> u_short* mapDataRef = (u_short*) background->mapData; 


long BGScaleX = background->scalexX; 

long BGScaleY background->scaleY; 

long BGRotate = background->rotate; 

long BGPosxX = background->xPos; 

long BGPosY background->yPos; 

long BGOriginX = background->originx; 

long BGOriginY = background->originY; 

long BGSizeX = background->backgroundSizex; 

long BGSizeY = background->backgroundSizeyY; 

long BGBlockSizeX = background->mapGraphics-—>blockSizex; 
long BGBlockSizeY background->mapGraphics—>blockSizeyY; 


long BGDisplaySizex 
long BGDisplaySizeyY 


background->displaySizex; 
background->displaySizeyY; 


VVVVVVVVVVVVVV VV 


long oldIndex = NULL_BLOCK; 
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int BGCollisionArrayIndex = 0; 


> 
> 
> 
> register GSSPRITE* workSpriteRef; 
> 
> //offsetX and offsetY are indices to a piece of map data, created by 
taking the 
> // X and Y coordinates and dividing them by the blocksize, to get the 
nearest block. 
> 

offsetX = background->scrollX >> 6; // / BGBlockSizex; 

offsetY = background->scrollY >> 6; // / BGBlockSizeyY; 


if (offsetX < 0) 

{ 

offsetX = BGSizeX + offsetxX; 
} 


if (offsetY < 0) 

{ 

offsetY = BGSizeY + offsetyY; 
} 


offsetX = offsetX & BGSizeX - 1; // offsetX %= BGSizex; 
offsety offsetY & BGSizeY - 1; // offsetY %= BGSizeY; 


offset XCopy offsetX; //Copy of the above calcs to avoid doing any 


offsetYCopy = offsetY; // divides later on... 


//By doing a MOD (%) with the scroll value and the block size, we get 
he 

// remainder part of the above calculation, i.e. how many pixels to 
croll 

// the block. 

pixelXScroll = background->scrollX & BGBlockSizeX - 1; 

pixelYScroll = background->scrollY & BGBlockSizeY - 1; 


originYCopy = BGOriginY; // can just replace the copies without 
ecalculating them 


for (y=0; y<BGDisplaySizeY;y+t) 

{ 
//optimisation measure - move multiplication out of inner loop 
indextemp = offsetY * BGSizexX; 


for (x=0; x<BGDisplaySizexX; x++) 

{ 

//Get the index to the sprite indicated by the 2D map data array 
index = * (mapDataRef+(indextemp + offsetX)); 


if (index != NULL_BLOCk) 

{ 

//Attempt to minimise memory access to the blocks 

// by only getting a new block if the index points 

// to a differnt block - should save time when rendering 
// multiple blocks of the same type 

if (index != oldIndex) 

{ 


oldiIndex = index; 


workSpriteRef = (spriteRef + (index & MAP_BLOCK_DATA_MASK) ); 
/background->mapGraphics-—>spriteData [index]; 
> workSpriteRef->x = BGOriginX + BGPosX; //put all sprites at the same 
coordinates, 
> workSpriteRef->y = BGOriginY + BGPosY; // but use mx and my to offset 
them 
> workSpriteRef->scalex = BGScalexX; // from this origin. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
te 
> 
s 
> 
> 
> 
> 
> 
> originXCopy = BGOriginX; //Take a copy of the origin coords so we 
> 
Ի 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
/ 
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> workSpriteRef->scaley = BGScaleY; 
> workSpriteRef->rotate = BGRotate; 
> } 
> 
> 


workSpriteRef->mx = originXCopy + pixelXScroll; //mx and my are 
positions relative to the 
> workSpriteRef->my = originYCopy + pixelYScroll; // origin specified at 
xPos and yPos 

> workSpriteRef->attribute = 0x00000020; 


v 


if(collisionArray != NULL 

&& workSpriteRef->mx >= COLLISION_MIN_BOUNDS_X 
&& workSpriteRef->mx <= COLLISION_MAX_BOUNDS_X 
&& workSpriteRef->my >= COLLISION_MIN_BOUNDS_Y 
&& workSpriteRef->my <= COLLISION_MAX_BOUNDS_Y) 


{ 
// workSpriteRef->attribute = 0x00000000; 


//Store x,y and index values in the next free element in each array 
// mx and my are coords relative to centre of sprite 


if (BGCollisionArrayIndex < MAX_COLLISION_ARRAY_ELEMENTS) 

{ 

(collisionArray + BGCollisionArrayIndex)->x = workSpriteRef->x; 

(collisionArray + BGCollisionArrayIndex)->y = workSpriteRef->y; 

(collisionArray + BGCollisionArrayIndex)->xPos = workSpriteRef->mx; 

(collisionArray + BGCollisionArrayIndex)->yPos = workSpriteRef->my; 
(collisionArray + BGCollisionArrayIndex)->type = index; 


BGCollisionArrayIndex++; 
} 


// scannerState = SCANNER_DANGER; 
} 


GsSortSprite(workSpriteRef, WorldOT, background->priority) ; 
} 


originXCopy -= BGBlockSizexX; 


if (offsetX++ < 0) 


{ 
offsetX += BGSizeX; 


} 


offsetX = offsetX & (BGSizeX - 1); // offsetX %= BGSizex; 
} 


if (offsetY++ < 0) 

{ 

offsetY += BGSizeY; 
} 


offsety 


offsetY & (BGSizeY -1); //offsetY %= BGSizeY; 
offsetX = offsetXCopy; 
originXCopy = BGOriginxX; 


originYCopy -= BGBlockSizeyY; 
} 
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—-MESSAGE FILE 9992 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08720 
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-—-MESSAGE FILE 9993 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008721 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Tue, 24 Jun 2003 22:35:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 628 

Message-ID: <bda5uiSgtg2@www.netyaroze-europe. com> 

References: <bcpuk1$9hi2@www.netyaroze-europe.com> <bd6p94Se911@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept-Language: en-us, en 

In-Reply-To: <bd6p94Se911@www.netyaroze-europe. com> 


Thanks for the tips Matt, comments/questions follow :) 


Matt Verran wrote: 
Hi Andy, 


I havn't dug too deeply through your code or been able to test the latest 
version yet, but here are a few ideas for optimisation that might be 
usefull. 


- If your 64*64 blocks are 4bit they will only just fit in the cache (1 
think), if they are 8bit you are definately exceding it. Your best bet is to 
reduce the block size and sort all the blocks of the same image in one go, 
so make multiple passes through your map data. This should increase cache 
hits. 


VVVVVVVVV VV 


Or multiple ordering tables maybe, memory permitting (1 per block type)? 
I can put a frig in temporarily to make the map drawing routine draw 
only one type of block and see if that will make a difference speedwise 
- think i've tried this already but that was in the prototype with an 

8-bit tile set. 


— Zooming out on sprites causes slow downs because the machine has to read 
more than one texel per pixel. Zooming in causes slow down because the 
sprites are mapped to a single quad and the psx slows down filling big 
triangles. The more you zoom in either dir the worse it gets. Reducing block 
size might help with zoom-in cos even tho there are more tris the psx will 
draw them faster. If you've got the frame buffer space you could try storing 
a half size version of all the tiles and switching between whichever tile 
size is closest to your zoom. 


VVVVVVVV N 


Zooming in isn't a problem (should have clarified - "max" scale value is 
4096, i.e. unscaled). I'm guessing that the official BG handler only 
has to calculate the scale and rotation matrices once then apply them to 
each sprite, instead of effectively recalculating them each time you 
call GsSortSprite(), must be a fair bit of overhead under the covers? 

Is it any slower moving sprites via mx/my instead of just x/y? 


The performance doesn't seem to drop off as you described either (for me 
anyway) - just scaling one pixel out (i.e. 4095) will cripple it as much 
as zooming out to 1156, or whatever my min scale value is set to currently. 


I originally picked a 64*64 sprite size since that seemed to be faster 
than drawing the same number of smaller sprites when you scale/rotate 
them. I'll give it a shot with a smaller tile size now that i'm using 
4-bit textures, they'd definitely be easier to work with and I wouldn't 
be as worried about running out of texture space, but I may have to 
stick with the 64*64 size if that doesn't work out. 


> — If you really want to make things difficult for yourself you could try 
> building your own dynamic TMD to handle the BG. Setting up all the quads 
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> yourself would let you automatically subdivide polys to make it optimal for 
> exactly what you want. 
> 


Heh, yeah I was toying with that idea, but i'd like to finish the game 
sometime before the next ice age :0) Do you mean build the entire world 
as one massive TMD? Or have a seperate TMD for each block type, and 
draw TMD type n instead of sprite type n in the map routine, but 
wouldn't that way be subjected to the same scaling problems you 
described earlier when you come to texture them? 


> Harvey Cotton's optimization tutorial is good too: 
> http://www.netyaroze-europe.com/~harveyc/ftp/optimize.txt 
> 


Yep, read that one - trying to put the stack in the cache has never 
worked for me though (CW?). 


There is a routine in place (currently commented out) to cull the amount 
of particles if the hSync value gets too high, but that's the absolute 
last resort, and i'd prefer to leave that call commented out! 


Cheers, 


Andy P 


I hope this helps. If anyone spots any mistakes feel free to point them 
out. 


cheers 
Mattv 


> 
> 
> 
> 
> 
> 
> 
> "Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
> news:bcpuk1S$9hi2@www.netyaroze-europe.com... 

> 

>>Hi all, 

>> 

>>Can anyone tell me just what kind of performance is theoretically 
>>possible from the Yaroze libs with regard to 2D sprites? Surely 440+ 
>>scaled/rotated sprites, plus 768 transparent GsBOXF's per frame (most of 
>>which there is a ScaleMatrix() operation for) isn't enough to choke the 
>>GPU? Yet that is what seems to be happening for me. 

>> 

>>Those figures are probably the maximum for any given scene, in practice 
>>I see pretty bad performance hits at around half to three-quarters of 
>>that - not exactly demo reel material! All this seems due to the amount 
>>of scaled sprites making up the background, when you zoom in to their 
>>natural size (64*64) performance is acceptable - and when you commment 
>>out the call to GsSortSprite inside the inner loop of the map routine, 
>>performance is ace (well, duh! ;) ) 

>> 

>>So, am I running up against the texture cache problem again? If so, 
>>what is the best way to organise textures in VRAM to avoid this problem 


>>for a given texture depth? (Latest BG textures are 4-bit versions). 
>> 
>>Or do I need a DrawSync() somewhere along the line to let the GPU sort 


>>itself out, or something similar? Somebody else here said they had a 
>>problem when they were sorting >5 of the same type of sprite in a row 
>>(when not using the fixed version of the sprite routine). 

>> 

>>Attached is my BG code, feel free to use/abuse it, but if anyone can 
>>tell me any way at all of optimising it, (or even if you find it useful 


>>(ha!!)) please let me know! 
>> 
>>Or is a port to PS2/Linux on the cards? :) At least most of it is 


>>nicely modular now so I can use it as a framework for any other 2D game 
>>I attempt... 

>> 

>>Latest build in my ftp area: 
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>> 
>>http://www.netyaroze-europe.com/~partinga/ftp 
>> 

>>Cheers, 

>> 

>>AndyP 

>> 


v 


VVVVVVV VY 


>> * ZoomRotating map, and GsMAP/GsSBG initialisation stuff 
>> * (c) 2000 Andrew Partington. All rights reserved. 
>> * 

>> */ 

>> 

>>#include <libps.h> 

>>#include <memory.h> 

>>#include <malloc.h> 

>>#include "map.h" 

>>#include "globals.h" 

>>#include "GsTools.h" 

>>#include "collision.h" 


>> 

>> 

>>/* * 
>> * Initialise GsCELL background tile descriptors 

>> * 

>> * Args: GsIMAGE* img - pointer to image data containing background gfx 
>> * GsCELL* cells - pointer to the array of GsSCELL structs (of the right 
> 

> size) 

> 

>> * int sizex - number of blocks going across 

>> * int sizey - number of blocks going down 

>> * int offsetX - number of pixels to offset in texture page (x) 

>> * int offsetY 

>> * 

>> * Info: The GsCELL struct contains an x and y position into a texture, 
>> * and the pointers in the GsIMAGE struct of the gfx stuff. This info 
>> * must be set up for EACH TILE. 

>> * 3/9/2000: Added support for multiple graphics within a single 

>> * texture page. 

>> * * / 
>> 


>>void initCells(GsCELL* cells,GsIMAGE* img,int sizex,int sizey, int 
> 

> offsetX, int offsetyY) 

> 

>>{ 

>>int x,y,ptr; 

>>GsCELL wcell; 

>>int xOffset = offsetX / 16; //GsBG stuff is fixed size on Yaroze :-( 
>>int yOffset offsety / 16; 

>> 

>>ptr=0; 

>> 

>>for (y=yOffset; y<sizey+yOffset;yt+t) 

>>{ 

>>for (x=xOffset;x<sizext+xOffset;x+tt) 

>>{ 

>>wcell=cells[ptr]; 

>>wceell.u=(x<<4); //Assume 16-pixel spacing 

>>weell.v=(y<<4); //i.e. multiply every block by 16 
>>wcell.cbha=GetClut (img->cx, img->cy) ; 
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>>wcell.flag=0; 
>>wcell.tpage=GetTPage (img->pmode, 0, img->px, img->py) ; 
>>cells[ptr]=wcell; 

>>ptrt+t; 

>>} 


Initialise GsMAP struct 


7 

7 

* Args: GsMAP* mapInfo - ptr to GsMAP struct 
ՀՏՆ GsCELL* cells - ptr to bg tile info 

եյ 

7 

* 


u_short* mapdata - ptr to map data 
sizex - no. of blocks in map (horizontally) 
sizey - no, of blocks in map (vertically) 


>> * 
>> */ 

>>void initMap(GsMAP* mapinfo,GsCELL* cells,u_short* mapdata,int sizex,int 
> 

> sizey) 

> 

>>{ 

>>mapinfo->cellw=16; //Doesn't matter, they're gonna be 
>>mapinfo->cellh=16; // 16 anyway... : ( 

>>mapinfo->ncellw=sizex; //width of map (cells) 

>>mapinfo->ncellh=sizey; //height of map (cells) 

>>mapinfo->base=cells; //pointer to cell array 

>>mapinfo->index=mapdata; //pointer to map data 

>>} 

>> 


Initialise GsBG background - link the image and map data in with the 
background data 


in: GsBG* bg: Main background structure - holds image and map data 


> pointers etc 

> 

>> * GsMAP* map: Pointer to the map data 

>> * GsIMAGE* img: Pointer to the tile image data 

>> * int sizex: Number of tiles to display horizontally 
>> * int sizey: Number of tiles to display vertically 
>> */ 

>>void initBgrnd(GsBG* bg,GsMAP* mapinfo,GsIMAGE* img,int sizex,int sizey) 
>> í 

>>bg->map=mapinfo; 

>>bg->attribute=(img->pmode<<24); //shift pmode left 24 bits to set 
> 

> attribute 

> 

>>bg->x=0; 

>>bg->y=0; 

>>bg->w = sizex << 4; //display size is in pixels... 
>>bg->h = sizey << 4; 

>>bg->scrollx=0; 

>>bg->scrolly=0; 

>>bg->r=128; 

>>bg->g=128; 

>>bg->b=128; 

>>bg->mx=0; 

>>bg->my=0; 

>>bg->scalex=ONE; 

>>bg->scaley=ONE; 

>>bg->rotate=0; 

>>} 

>> 

>> 

>> 
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>> 

>>/** 

>> * Allocate space in memory for an array of sprites, 

>> * then populate the array. 

>> * 

>> * For each piece of map data, create a sprite for it, 
>> * then set the appropriate texture page coordinates 

>> * for the sprite. 

>> * 

>> * Offset X and Y are used to grab graphics data from 
>> * parts of the texture page if they are used for other 
>> * stuff too. 

>> */ 


>>void allocateBackgroundObject (MapGraphicsData* background, 
>>GsIMAGE* imageData, 


>>int blocksx, 
>>int blocksyY, 
>>int blockSizex, 
>>int blockSizeyY, 


>>int offsetxX, 
>>int offsetyY) 


>>{ 

>>int 1-0: 

>>int x=0; 

>>int y=0; 

>>int xOffset = offsetX / blockSizex; 
>>int yOffset = offsetY / blockSizeyY; 
>> 

>> 


>>GsSPRITE sprite; 


>>background->numberOfBlocksxX 


blocksxX; 


>>background->numberOfBlocksY = blocksyY; 
>>background->blockSizeX = blockSizex; 
>>background->blockSizeY = blockSizeyY; 


>> 


>>background->spriteData = (GSSPRITE*) malloc ((blocksX * blocksY) * 


> 


> sizeof (GsSPRITE) ); 


> 


>>for (y 


>>{ 


>>for (x 


>>{ 


yOffset; y < blocksY + yOffset; ytt) 


xOffset; x < blocksX + xOffset; x++) 


>>sprite = InitSprite(imageData, x * blockSizeX, y * blockSizeY, blockSizeX, 


> 


> blockSizeY); 


> 


>>sprite.u = 
>>sprite.v 


>> 
>> 


lockSizeX; //Adjust texturemap coordinates to point 
lockSizeY; // to the correct area for the block 


x * b 
y * b 


>>//recalculate texture page if out of range of 

>>// the u/v texture page coordinates 

>>// so we can support sprite banks that go 

>>// outside a single texture page 

>>if (x * blockSizeX >= 255) //can increment more than one texture page, 


>> í 


// and there are 4 sprites/tpage... 


>>sprite.tpage++; //Just increment texture page by 1 
>>sprite.u &= 255; // if the next page is to the right 


>>) 
>> 


>>if (y * blockSizeY >= 255) 


>> í 


>>sprite.tpage += 16; // effectively, y * xSize + x, but can just 
>>sprite.v &= 255; // increment by 16 to get next Y texture page 


>>} 
>> 
>> 
>> 


>>// if (imageData->pmode & 3 == 0) 
>>// { 
>>sprite.attribute = 0x00000020; 
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>>// ) 

>> 

>>// else 

>>// 1 

>>// sprite.attribute += (SPRITE_ON+TRANS_OFF+TRANS_NORMAL+MODE_7_ON) ; 
>>// ) 

>> 

>>background->spriteData[it++] = sprite; 

>>} 

>>} 

>>} 

>> 

>> 

>> 

>>/** 

>> * 

>> * Free resources dynamically allocated to this background 
>> * (i.e. the array of sprites which make up the map) 

>> */ 

>>void freeMapGraphicsData (MapGraphicsData* mapGraphicsData) 
>>{ 

>>free (mapGraphicsData->spriteData) ; 

>>} 

>> 

>> 


Draw sprite-based backgound object. 


Info: To set up zoomrotation around the centre 

of the background, each sprite that makes up the 
background must have its mx and my values set relative 
to the origin of the map. 


* 
* 
x 
* 
* 
x 
* 
* Հոյ —mx mx and my get progressively closer to, 
* +my tmy and further away from the origin with each 
>> * | sprite drawn, depending on the sign of the mx and my value. 

* 

* 

* 

ԵՏ 

x 

ԵՏ 

* 

x 

* 


== =s O----- The coordinates of O can be set by setting the 
—mx usual X and Y coordinates of each sprite to 

—my -my the desired position. Fortunately, mx and my 

| values can be used for X/Y positioning as well! 


*** OPTIMISATION MEASURES *** 


- Most values have been changed to long, in order to fit the register 


>> * — Got rid of array indexing in favour of pointer arithmetic (reputed 


> to be slightly faster) 

> 

>> * - Doing majority օք dereferencing before the inner/outer loops 

> 

> (again, reputed to result in a speed increase) 

> 

>> * 

>> */ 

>> void drawBackgroundObjectUsingCollisionArray (BackgroundObject* 

> 

> background, CollisionObject* collisionArray, int* cameraStatus, GsOT* 
> WorldOT, int priority) 

> 

>> { 

>> //If the size of the map is greater than or equal to the screen, 

> 

> truncate to size of screen. 

> 

>> //If the size of the map is greater than or equal to the display size, 
> 
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> truncate to display size 

> 

>> //If the display size is greater than the size of the map, repeat the 
> 


> data 

> 

>> 

>> register long x = 0; 
>> register long y = 0; 


>> register long index; 

>> register long indextemp; 

>> 

>> long originXCopy; 

>> long originYCopy; 

>> 

>>register long offsetX = 0; 

>> register long offsetY = 0; 

>> long offsetXCopy; //Copy of the above calcs to avoid doing any 
>> long offsetYCopy; // divides later on... 

>> 

>>long pixelXScroll; //How many pixels to scroll each block in the map 
> 


> before 

> 

>> long pixelYScroll; // looking up a new one on the X or Y axis 
>> 

>> 

>> register GsSPRITE* spriteRef = (GsSSPRITE*) 

> 

> background->mapGraphics-—>spriteData; 

> 

>> u_short* mapDataRef = (u_short*) background->mapData; 
>> long BGScaleX = background->scalex; 


>> long BGScaleY background->scaleY; 

>> long BGRotate = background->rotate; 

>> long BGPosxX = background->xPos; 

>> long BGPosY = background->yPos; 

>> long BGOriginxX = background->originx; 

>> long BGOriginY = background->originY; 

>> long BGSizeX = background->backgroundSizex; 

>> long BGSizeY = background->backgroundSizeY; 

>> long BGBlockSizeX = background->mapGraphics-—>blockSizex; 
>> long BGBlockSizeyY background->mapGraphics—>blockSizeyY; 
>> 
>> long BGDisplaySizex 
>> long BGDisplaySizeyY 
>> 
>> long oldIndex = NULL_BLOCK; 

>> int BGCollisionArrayIndex = 0; 

>> 

>> 

>>register GSSPRITE* workSpriteRef; 

>> 

>>//offsetX and offsetY are indices to a piece of map data, created by 
> 

> taking the 

> 

>>// X and Y coordinates and dividing them by the blocksize, to get the 
> 

> nearest block. 

> 

>>offsetX = background->scrollX >> 6; // / BGBlockSizex; 

>> offsetY = background->scrollY >> 6; // / BGBlockSizeyY; 

>> 

>> if (offsetX < 0) 


background->displaySizex; 
background->displaySizeyY; 


>> í 

>> offsetX = BGSizeX + offsetX; 
>> 4} 

>> 

>> if (offsetY < 0) 

>> í 


>> offsetY = BGSizeY + offsetyY; 
>> 4} 
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>> 

>> offsetX = offsetX & BGSizeX - 1; // offsetX %= BGSizexXx; 

>> offsetY = offsetY & BGSizeY - 1; // offsetY %= BGSizeyY; 

>> 

>> offsetXCopy = offsetx; //Copy of the above calcs to avoid doing any 
>> offsetYCopy offsetY; // divides later on... 

>> 
>> 
>> //By doing a MOD (5) with the scroll value and the block size, we get 
> 

> the 

> 

>> // remainder part of the above calculation, i.e. how many pixels to 

> 

> scroll 

> 

>> // the block. 

>> pixelXScroll background->scrollxX & BGBlockSizexX - 1; 

>> pixelYScroll = background->scrollY & BGBlockSizeY - 1; 


>> originXCopy = BGOriginxX; //Take a copy of the origin coords so we 
>> originYCopy BGOriginy; // can just replace the copies without 


> recalculating them 

> 

>> 

>> 

>> 

>> for (y=0; y<BGDisplaySizeY;y+tt) 

>> í 

>>//optimisation measure - move multiplication out of inner loop 
>>indextemp = offsetY * 86512624: 


>> 
>> for (x=0;x<BGDisplaySizeX;x++) 
>> í 


>> //Get the index to the sprite indicated by the 2D map data array 
>> index = *(mapDataRef+(indextemp + offsetX)); 


>> 
>> if (index != NULL_BLOCK) 
>> լ 


>> //Attempt to minimise memory access to the blocks 
>> // by only getting a new block if the index points 


>> // to a differnt block - should save time when rendering 

>> // multiple blocks of the same type 

>> if (index != oldIndex) 

>> í 

>> oldIndex = index; 

>> 

>> workSpriteRef = (spriteRef + (index & MAP_BLOCK_DATA_MASK) ); 
> 

> //background->mapGraphics-—>spriteData [index]; 

> 


>> workSpriteRef->x = BGOriginX + BGPosx; //put all sprites at the same 

> 

> coordinates, 

> 

>> workSpriteRef->y = BGOriginY + BGPosY; // but use mx and my to offset 
> 


> them 
> 
>> workSpriteRef->scalex = BGScalexX; // from this origin. 


>> workSpriteRef->scaley BGScaleY; 

>> workSpriteRef->rotate = BGRotate; 

>> ) 

>> 

>> workSpriteRef->mx = originXCopy + pixelXScroll; //mx and my are 
> 

> positions relative to the 

> 

>> workSpriteRef->my = originYCopy + pixelYScroll; // origin specified at 
> 

> xPos and yPos 
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> 
>>workSpriteRef-—>attribute = 0x00000020; 
>> 
>> if (collisionArray != NULL 
>> && workSpriteRef->mx >= COLLISION_MIN_BOUNDS_X 
>> && workSpriteRef->mx <= COLLISION_MAX_BOUNDS_X 
>> && workSpriteRef->my >= COLLISION_MIN_BOUNDS_Y 
>> && workSpriteRef->my <= COLLISION_MAX_BOUNDS_Y) 
>> í 
>> // workSpriteRef->attribute = 0x00000000; 
>> 
>> //Store x,y and index values in the next free element in each array 
>> // mx and my are coords relative to centre of sprite 
>>if (BGCollisionArrayIndex Հ MAX _COLLISION_ARRAY_ELEMENTS) 
>> í 
>>(collisionArray + BGCollisionArrayIndex) ->x = workSpriteRef->x; 
lisionArray + BGCollisionArrayIndex)->y = workSpriteRef->y; 
) 


isionArray + BGCol] 
BGCol] 


isionArrayIndex)->xPos = 
isionArrayIndex)->yPos = 


workSpriteRef->mx; 
workSpriteRef-—>my; 


Հ» (co 
>> (coll 
>>(collisionArray + 


>> (collisionArray + BGCollisionArrayIndex) ->type = index; 
>> BGCollisionArrayIndex++; 

>> 4} 

>> 

>> // scannerState = SCANNER_DANGER; 
>> 4} 

>> 

>> 

>> GsSortSprite(workSpriteRef, WorldOT, background->priority) ; 
>> 4} 

>> 

>> 

>> originXCopy -= BGBlockSizex; 

>> 

>> if (offsetX++ < 0) 

>> í 

>> offsetX += 86512624: 

>> 4} 

>> 

>>offsetX = offsetX & (86512654 - 1); // offsetX %= BGSizeXx; 
>> 4} 

>> 

>> if (offsetY++ < 0) 

>> í 

>> offsetY += BGSizeY; 

>> 4} 

>> 

>> offsetY = offsetY & (BGSizeY -1); //offsetY %= BGSizeY; 
>> 

>> offsetX = offsetXCopy; 

>> 

>> originXCopy = BGOriginxX; 

>> 

>> originYCopy -= BGBlockSizeY; 

>> 4} 

>> 

>> ) 

>> 

>> 

>> 

>> 

> 

> 

> 
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—-MESSAGE FILE 9994 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 


0008722 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Bouncy fun! 

Date: Wed, 25 Jun 2003 11:03:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <bdbsr8Shg01@www.netyaroze-europe. com> 
References: <b89c7aSn5rl@www.netyaroze-europe.com> <bd04ut$djll@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Top stuff, Ben. 7622 on v. hard after a few attempts. Kinda hypnotic isn't 
it. 


One more go 


Derek 


"Ben James" <meep42@clara.co.uk> wrote in message 
news :bd04ut$djll@www.netyaroze-europe.com... 
> Hi guys n girls [and guys who like to be girls at the weekend] 


I've uploaded the penultimate release of Katapila with a few more bits and 
bobs added. The frontend has been updated a little with 4 difficulty 
settings. The 'easy' mode is the same as the first release and I've added 
‘normal', 'hard' and a special 'very hard' mode for Derek hehe ;) I got 
5000ish on that 


Oh, remove any breakables from arms distance before playing. Hearing that 
fart noise for the 1000th time can get to you *twitches* 


Let me know what ya think and I'll try and add any suggestions into the 
final version 


-Ben 


"Ben James" <meep42@clara.co.uk> wrote in message 
news :b89c7aSn5rl@www.netyaroze-europe.com... 
> New mini game - 1st release of 'Katapila' 


http://www.netyaroze-europe.com/~madmonk/ 


Send me your comments please! Gonna release a final version in the near 
future with loadsa extras 


-ՔԲո 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 9994 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
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—-MESSAGE FILE 9995 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008723 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Wed, 25 Jun 2003 11:32:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 492 
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Message-ID: <bdbuhnShg02@www.netyaroze-europe. com> 
References: <bcpuk1$9hi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


It's always nice to see a new gravgirl build. I've loved this sort of game 
ever since playing mars lander on my acorn electron. Looking good. Hope 
you find those extra hsyncs.. 


Derek 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bcpuk1$9hi2@www.netyaroze-europe.com... 

> Hi all, 

> 

> Can anyone tell me just what kind of performance is theoretically 

> possible from the Yaroze libs with regard to 2D sprites? Surely 440+ 

> scaled/rotated sprites, plus 768 transparent GsBOXF's per frame (most of 
> which there is a ScaleMatrix() operation for) isn't enough to choke the 
> GPU? Yet that is what seems to be happening for me. 

> 

> Those figures are probably the maximum for any given scene, in practice 
> I see pretty bad performance hits at around half to three-quarters of 

> that - not exactly demo reel material! All this seems due to the amount 
> of scaled sprites making up the background, when you zoom in to their 

> natural size (64*64) performance is acceptable - and when you commment 

> out the call to GsSortSprite inside the inner loop of the map routine, 

> performance is ace (well, duh! ;) ) 

> 

> So, am I running up against the texture cache problem again? If so, 

> what is the best way to organise textures in VRAM to avoid this problem 


> for a given texture depth? (Latest BG textures are 4-bit versions). 
> 
> Or do I need a DrawSync() somewhere along the line to let the GPU sort 


> itself out, or something similar? Somebody else here said they had a 

> problem when they were sorting >5 of the same type of sprite in a row 

> (when not using the fixed version of the sprite routine). 

> 

> Attached is my BG code, feel free to use/abuse it, but if anyone can 

> tell me any way at all of optimising it, (or even if you find it useful 


> (ha!!)) please let me know! 
> 
> Or is a port to PS2/Linux on the cards? :) At least most of it is 


> nicely modular now so I can use it as a framework for any other 2D game 
> I attempt... 
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> 

> Latest build in my ftp area: 

> 

> http://www.netyaroze-europe.com/~partinga/ftp 

> 

> Cheers, 

> 

> AndyP 

> 

> 

> 

> [** 

> * 

> * ZoomRotating map, and GsMAP/GSBG initialisation stuff 
> * (c) 2000 Andrew Partington. All rights reserved. 
> x 

> */ 

> 

> #include <libps.h> 
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> #include <memory.h> 

> #include <malloc.h> 

> #include "map.h" 

> #include "globals.h" 

> #include "GsTools.h" 

> #include "collision.h" 

> 

> 

> /* * 
> * Initialise GsCELL background tile descriptors 

> ԵՀ 

> * Args: GsIMAGE* img - pointer to image data containing background gfx 
> K GsCELL* cells - pointer to the array of GsCELL structs (of the right 
size) 

> * int sizex - number of blocks going across 

> * int sizey - number of blocks going down 

> * int offsetX - number of pixels to offset in texture page (x) 

> .» int offsetY 

> ԵՏ 

> * Info: The GsCELL struct contains an x and y position into a texture, 
>. OX and the pointers in the GsIMAGE struct of the gfx stuff. This info 
> x must be set up for EACH TILE. 

2, * 3/9/2000: Added support for multiple graphics within a single 

> * texture page. 

> * x / 
> 


> void initCells(GsCELL* cells,GsIMAGE* img,int sizex,int sizey, int 
offsetX, int offsetyY) 

{ 

int x,y,ptr; 

GsCELL wcell; 

int xOffset = offsetX / 16; //GsBG stuff is fixed size on Yaroze :-( 
int yOffset offsety / 16; 


ptr=0; 


for (y=yOffset; y<sizeytyOffset;ytt) 

{ 

for (x=xOffset; x<sizex+xOffset;x+t) 

{ 

wcell=cells[ptr]; 

weell.u=(x<<4); //Assume 16-pixel spacing 
wceell.v=(y<<4); //i.e. multiply every block by 16 
wcell.cba=GetClut (img->cx, img->cy) ; 

wceell.flag=0; 
wcell.tpage=Get TPage (img->pmode, 0, img->px, img->py) ; 
cells[ptr]=wcell; 


ptrt+t; 
} 
} 
} 
/* 
* Initialise GsMAP struct 
* 
* Args: GsMAP* mapInfo - ptr to GsMAP struct 
* GsCELL* cells - ptr to bg tile info 
ա u_short* mapdata - ptr to map data 
* sizex - no. of blocks in map (horizontally) 
2 sizey - no, of blocks in map (vertically) 


* 


* 

/ 

void initMap(GsMAP* mapinfo,GsCELL* cells,u_short* mapdata,int sizex,int 
izey) 

{ 

mapinfo->cellw=16; //Doesn't matter, they're gonna be 
mapinfo->cellh=16; // 16 anyway... : ( 
mapinfo->ncellw=sizex; //width of map (cells) 
mapinfo->ncellh=sizey; //height of map (cells) 
mapinfo->base=cells; //pointer to cell array 
mapinfo-—>index=mapdata; //pointer to map data 


} 


VVVVVVVV DV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 
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եյ 


*/ 
{ 


bg- 
bg- 


} 


+ + + + F FF Ե». 
* 


* 


£) 


int 
int 
int 
int 
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int 
{ 

int 
int 
int 
int 
int 
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Initialise GsBG background - link the image and map data in with the 
background data 


in: 
ointers etc 
* GsMAP* map: Pointer to the map data 
* GsIMAGE* img: Pointer to the tile image data 
* int sizex: Number of tiles to display horizontally 
* int sizey: Number of tiles to display vertically 


>w 
>h 


GsBG* bg: Main background structure - holds image and map data 


void initBgrnd(GsBG* bg,GsMAP* mapinfo,GsIMAGE* img,int sizex,int sizey) 


bg->map=mapinfo; 

bg—->attribute=(img->pmode<<24); //shift pmode left 24 bits to set 
ttribute 

bg->x=0; 

bg->y=0; 


= sizex << 4; //display size is in pixels... 
= sizey << 4; 


bg->scrollx=0; 
bg->scrolly=0; 
bg->r=128; 
bg->g=128; 
bg->b=128; 
bg->mx=0; 
bg->my=0; 
bg->scalex=ONE; 
bg->scaley=ONE; 
bg->rotate=0; 


Allocate space in memory for an array of sprites, 
then populate the array. 


For each piece of map data, create a sprite for it, 
then set the appropriate texture page coordinates 
for the sprite. 


Offset X and Y are used to grab graphics data from 
parts of the texture page if they are used for other 
stuff too. 


Ե) 
Ե) 
Ե) 


void allocateBackgroundObject (MapGraphicsData* background, 
GsIMAGE* imageData, 


locksxX, 
locksY, 
lockSizex, 


lockSizeyY, 


offsetxX, 


xOffset = offsetX / blockSizeXx; 
yOffset = offsetY / blockSizey; 


GsSPRITE sprite; 

background->numberOfBlocksxX 
background->numberOfBlocksyY 
background->blockSizeX = blockSizex; 
background->blockSizeY = blockSizeyY; 


blocksxX; 
blocksY; 
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> 
> background->spriteData = (GSSPRITE*) malloc ((blocksX * blocksyY) * 
sizeof (GsSPRITE) ); 


for(y 
{ 
for (x 
{ 
sprite = InitSprite(imageData, x * blockSizexX, y * blockSizeY, blockSizex, 
lockSizeyY); 
sprite.u x 
sprite.v = y 


yOffset; y < blocksY + yOffset; y++) 


xOffset; x < blocksX + xOffset; x++) 


II ` 


lockSizeX; //Adjust texturemap coordinates to point 
lockSizeY; // to the correct area for the block 


//recalculate texture page if out of range of 

// the u/v texture page coordinates 

// so we can support sprite banks that go 

// outside a single texture page 

if(x * blockSizeX >= 255) //can increment more than one texture page, 
{ // and there are 4 sprites/tpage... 

sprite.tpage++; //Just increment texture page by 1 

sprite.u &= 255; // if the next page is to the right 

} 


if(y * blockSizeY >= 255) 

{ 

sprite.tpage += 16; // effectively, y * xSize + x, but can just 
sprite.v &= 255; // increment by 16 to get next Y texture page 
} 


// if (imageData->pmode & 3 == 0) 
Lie 4 

sprite.attribute = 0x00000020; 
// ) 


// else 


/7 1 
// sprite.attribute += (SPRITE_ON+TRANS_OFF+TRANS_NORMAL+MODE_7_ON) ; 


// ) 


background->spriteData[it+] = sprite; 
} 
} 
} 
[** 
x 
* Free resources dynamically allocated to this background 
* (i.e. the array of sprites which make up the map) 
* 


void freeMapGraphicsData (MapGraphicsData* mapGraphicsData) 
{ 


free (mapGraphicsData->spriteData) ; 


} 


* 


Draw sprite-based backgound object. 


Info: To set up zoomrotation around the centre 

of the background, each sprite that makes up the 
background must have its mx and my values set relative 
to the origin of the map. 


+mx —mx mx and my get progressively closer to, 
+my tmy and further away from the origin with each 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV VV V V V 


+ + + + Հ.» 
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> * | sprite drawn, depending on the sign of the mx and my value. 
աՆ... Օ----- The coordinates of O can be set by setting the 

> * +mx —mx usual X and Y coordinates of each sprite to 

> * -my -my the desired position. Fortunately, mx and my 

> * | values can be used for X/Y positioning as well! 

> * 

> x 

> x *** OPTIMISATION MEASURES *** 

> ԵՏ 

> * - Most values have been changed to long, in order to fit the register 
size 

> լան — Got rid of array indexing in favour of pointer arithmetic (reputed 
to be slightly faster) 

ակի. - Doing majority օք dereferencing before the inner/outer loops 
(again, reputed to result in a speed increase) 

> * 

> */ 

> void drawBackgroundObjectUsingCollisionArray (BackgroundObject* 


background, CollisionObject* collisionArray, int* cameraStatus, GsOT* 
WorldOT, int priority) 


> { 

> //18 the size of the map is greater than or equal to the screen, 
truncate to size of screen. 

> //18 the size of the map is greater than or equal to the display size, 


truncate to display size 

> //18 the display size is greater than the size of the map, repeat the 
data 

> 


register long x = 0; 
register long y = 0; 
register long index; 
register long indextemp; 


long originXCopy; 
long originYCopy; 


register long offsetX = 0; 

register long offsetY = 0; 
long offsetXCopy; //Copy of the above calcs to avoid doing any 
long offsetYCopy; // divides later on... 


VVVVVVVVVVVV VV 


> long pixelXScroll; //How many pixels to scroll each block in the map 
before 


> long pixelYScroll; // looking up a new one on the X or Y axis 
> 

> 

> register GsSPRITE* spriteRef = (GsSSPRITE*) 
background->mapGraphics—>spriteData; 

> u_short* mapDataRef = (u_short*) background->mapData; 

> long BGScaleX = background->scalex; 

> long BGScaleY = background->scaleY; 

> long BGRotate = background->rotate; 

> long BGPosxX = background->xPos; 

> long BGPosY = background->yPos; 

> long BGOriginX = background->originx; 

> long BGOriginY = background->originY; 

> long BGSizeX = background->backgroundSizex; 

> long BGSizeY = background->backgroundSizeyY; 

> long BGBlockSizeX = background->mapGraphics-—>blockSizex; 
> long BGBlockSizeY = background->mapGraphics-—>blockSizeY; 
> 

> long BGDisplaySizeX = background->displaySizex; 

> long BGDisplaySizeY = background->displaySizeY; 

> 

> long oldIndex = NULL_BLOCK; 

> int BGCollisionArrayIndex = 0; 

> 

> 

> register GSSPRITE* workSpriteRef; 


> 
> //offsetX and offsetY are indices to a piece of map data, created by 
taking the 
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> // X and Y coordinates and dividing them by the blocksize, to get the 
nearest block. 


offsetX = background->scrollX >> 6; // / BGBlockSizex; 
offsetY = background->scrollY >> 6; // / BGBlockSizeyY; 


if (offsetX < 0) 


{ 
offsetX = BGSizeX + offsetX; 


} 


if (offsetY < 0) 
{ 


offsetY = BGSizeY + offsetyY; 

} 

offsetX = offsetX & BGSizeX - 1; // offsetX %= BGSizex; 
offsetY = offsetY & BGSizeY - 1; // offsetY %= BGSizeyY; 


offsetXCopy = offsetx; //Copy of the above calcs to avoid doing any 
offsetYCopy = offsetY; // divides later on... 


//By doing a MOD (%) with the scroll value and the block size, we get 
he 

// remainder part of the above calculation, i.e. how many pixels to 
croll 

// the block. 


pixelXScroll = background->scrollX & BGBlockSizeX - 1; 
pixelYScroll = background->scrollY & BGBlockSizeY - 1; 
originXCopy = BGOriginx; //Take a copy of the origin coords so we 


originYCopy = BGOriginY; // can just replace the copies without 
ecalculating them 


for (y=0; y<BGDisplaySizeY;y+t) 

{ 
//optimisation measure - move multiplication out of inner loop 
indextemp = offsetY * BGSizexX; 


for (x=0; x<BGDisplaySizexX; x++) 

{ 

//Get the index to the sprite indicated by the 2D map data array 
index = * (mapDataRef+(indextemp + offsetX)); 


if (index != NULL_BLOCk) 

{ 

//Attempt to minimise memory access to the blocks 
// by only getting a new block if the index points 


// to a differnt block - should save time when rendering 

// multiple blocks of the same type 

if (index != oldIndex) 

{ 

oldIndex = index; 

workSpriteRef = (spriteRef + (index & MAP_BLOCK_DATA_MASK) ); 


/background->mapGraphics-—>spriteData [index]; 

workSpriteRef->x = BGOriginX + BGPosxX; //put all sprites at the same 
oordinates, 

workSpriteRef->y = BGOriginY + BGPosY; // but use mx and my to offset 
hem 

workSpriteRef->scalex = BGScalexX; // from this origin. 

workSpriteRef->scaley = BGScaleY; 

workSpriteRef->rotate BGRotate; 

} 


workSpriteRef->mx = originXCopy + pixelXScroll; //mx and my are 
ositions relative to the 
workSpriteRef->my = originYCopy + pixelYScroll; // origin specified at 


VOVVVVVVEVAVNVVV VV VV VV VV VV VV VV VV VV VV VV BV VV VV VV DV EVV VV VV VV VV VV VV VV VV VV VV 
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xPos and yPos 
> workSpriteRef->attribute = 0x00000020; 


v 
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if(collisionArray != NULL 

&& workSpriteRef-—>mx >= COLLISION_MIN_BOUNDS_X 
&& workSpriteRef->mx <= COLLISION_MAX_BOUNDS_X 
&& workSpriteRef->my >= COLLISION_MIN_BOUNDS_Y 
&& workSpriteRef-—>my <= COLLISION_MAX_BOUNDS_Y) 


{ 
// workSpriteRef-—>attribute = 0x00000000; 


//Store x,y and index values in the next free element in each array 
// mx and my are coords relative to centre of sprite 


ollisionArray + BGCollisionArrayIndex) ->x = workSpriteRef->x; 
ollisionArray + BGCollisionArrayIndex) ->y = workSpriteRef->y; 
ollisionArray + BGCollisionArrayIndex) ->xPos = workSpriteRef->mx; 
ollisionArray + BGCollisionArrayIndex)->yPos = workSpriteRef->my; 
(collisionArray + BGCollisionArrayIndex)->type = index; 


BGCollisionArrayIndextt+; 


} 
// scannerState = SCANNER_DANGER; 
} 


GsSortSprite(workSpriteRef, WorldOT, background->priority) ; 
} 


originXCopy -= BGBlockSizex; 


if (offsetX++ < 0) 

{ 

offsetX += 86512624: 
} 


offsetX = offsetX & (86512652 - 1); // offsetX %= BGSizeX; 


} 


if(offsetYt++ < 0) 

{ 

offsetY += BGSizeY; 
} 


offsetY = offsetY ե (BGSizeY -1); //offsetY %= BGSizeyY; 
offsetX = offsetXCopy; 
originXCopy = BGOriginxX; 


originYCopy -= BGBlockSizeyY; 
} 


6584 


—-MESSAGE FILE 9995 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08723 


—-MESSAGE FILE 9996 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008724 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Performance 

Date: Wed, 25 Jun 2003 11:44:47 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <bdbv5vShg03@www.netyaroze-europe. com> 

References: <bcpuk1$9hi2@www.netyaroze-europe.com> <bd6p94Se911@www.netyaroze-europe 
.com> <bda5uiS$gtg2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4910.0300 


> Or multiple ordering tables maybe 


Yes I think that would have the same effect, sorting all the same block 
images at once. 


I'm guessing that the official BG handler only 

has to calculate the scale and rotation matrices once then apply them to 
each sprite, instead of effectively recalculating them each time you 
call GsSortSprite(), must be a fair bit of overhead under the covers? 

Is it any slower moving sprites via mx/my instead of just x/y? 


VVVVV 


Try and find out if its the GsSortSprite() call thats causing the big 
slowdown, or if it's the GsDrawOT(). This should tell you if the maths or 
the drawing respectively is the problem. 


Do you mean build the entire world 

as one massive TMD? Or have a seperate TMD for each block type, and 
draw TMD type n instead of sprite type n in the map routine, but 
wouldn't that way be subjected to the same scaling problems you 
described earlier when you come to texture them? 


VVVVYV 


Actually I meant building a dynamic TMD every frame (or at least as often as 
you need one) that is subdivided as much as needed, textured with the blocks 
to the desired zoom level and only as big as to fill the screen. Then you 
would only need one rotation and transform to display the whole BG. Yes you 
would have the same scaling problems tho, it wouldn't definately be faster. 


-Matt 


--MESSAGE FILE 9996 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08724 


--MESSAGE FILE 9997 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008725 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Bouncy fun! 

Date: Wed, 25 Jun 2003 13:36:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <bdc51k$hg04@www.netyaroze-europe.com> 

References: <b89c7aSn5rl@www.netyaroze-europe.com> <bd04ut$djl1@www.netyaroze-europe 
.com> <bdbsr8$hg01@www.netyaroze-europe.com> 

NNTP-Posting-Host: host217-34-65-128.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


measly 2248 here, great game though. 


--MESSAGE FILE 9997 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08725 


--MESSAGE FILE 9998 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008726 


Net Yaroze newsgroups message dump.txt Page 6586 


Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Wed, 25 Jun 2003 16:45:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <bdc5SqcShg06@www.netyaroze-europe. com> 

References: <bcpuk1$9hi2@www.netyaroze-europe.com> <bd6p94Se911@www.netyaroze-europe 
.com> <bda5uiS$gtg2@www.netyaroze-europe.com> <bdbv5vShg03@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 

In-Reply-To: <bdbv5vShg03@www.netyaroze-europe. com> 


I tried some of those ideas: 


- making the BG handler clump the same sprite types together (read: 
making each non-null block into a square one - same effect) 


- making the tile sizes 32"32 (4bpp) 
- 32*32 tiles AND the square block hack 


In each case, I never saw any performance improvements - it could have 
been my imagination but sometimes it looked slightly worse even. I was 
drawing exactly the same number of sprites in each case - seemed 
pointless to draw more of the map to compensate for a smaller block size 
when the performance was the same or worse. Very odd... 


I've not tried giving it a random block each time, someone else on the 
ng was complaining that their BG handler choked when more than 5 of the 
same type of block was being sent, i'll check that next. 


Matt Verran wrote: 
>>Or multiple ordering tables maybe 
> 


Yes I think that would have the same effect, sorting all the same block 
images at once. 


V V V V 


> 

>>I'm guessing that the official BG handler only 

>>has to calculate the scale and rotation matrices once then apply them to 
>>each sprite, instead of effectively recalculating them each time you 
>>call GsSortSprite(), must be a fair bit of overhead under the covers? 
>>Is it any slower moving sprites via mx/my instead of just x/y? 

> 


Try and find out if its the GsSortSprite() call thats causing the big 
slowdown, or if it's the GsDrawOT(). This should tell you if the maths or 
the drawing respectively is the problem. 


> 
> 
> 
> 


GsSortSprite() definitely seems to be the performance hit - you can go 
around the caverns and average around 80-90 on the hSync scale - glad I 
have that scanner in place! That's why I thought that there is 

something going on underneath GsSortSprite() if the scale/rotation 

values aren't equal to 4096, course that's just idle speculation on my part. 


Commenting out GsDrawOT() and printf()ing the hSync value to siocons 
gave around the same performance from what I could see (not a lot, since 
nothing was being sent to the screen). 


> 

>>Do you mean build the entire world 

>>as one massive TMD? Or have a seperate TMD for each block type, and 
>>draw TMD type n instead of sprite type n in the map routine, but 
>>wouldn't that way be subjected to the same scaling problems you 
>>described earlier when you come to texture them? 
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Actually I meant building a dynamic TMD every frame (or at least as often as 
you need one) that is subdivided as much as needed, textured with the blocks 
to the desired zoom level and only as big as to fill the screen. Then you 
would only need one rotation and transform to display the whole BG. Yes you 
would have the same scaling problems tho, it wouldn't definately be faster. 


VVVVVVVV 


Ah, good idea. Guess I don't have to texture it and call it retro - 
dodgy coding or clever marketing? :0) 


(nah, gotta put a texture on it, if I go down that route...) 


Anything else I can do before abandoning sprites? (which I don't really 
want to do unless I have to, its already been vapourware long enough as 
it is!) 


Cheers, 
Andy 


—-MESSAGE FILE 9998 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08726 


—-MESSAGE FILE 9999 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/0 
0008727 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Wed, 25 Jun 2003 16:54:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <bdcéb1Shg08@www.netyaroze-europe. com> 

References: <bcpuk1$9hi2@www.netyaroze-europe.com> <bdbuhnShg02@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 

In-Reply-To: <bdbuhnShg02@www.netyaroze-europe. com> 


Cheers Derek, the root of this one was probably Solar Jetman on the NES, 

combined with a healthy dose of Exile on the Amiga (never knew there was 

a BBC version until recently), and a desire to use this zoomrotating BG 
handler i'd knocked together. 


I didn't actually see Gravitar until after I started work on GG believe 
it or not (wasn't much in the way of arcades where I used to live), so 

when I got hold of MAME I was a bit gutted that someone had done the bg 
scaling thing first :) 


Andy P 


Derek da Silva wrote: 

It's always nice to see a new gravgirl build. I've loved this sort of game 
ever since playing mars lander on my acorn electron. Looking good. Hope 
you find those extra hsyncs.. 


> 
> 
> 
> 
> Derek 

> 

-—-MESSAGE FILE 9999 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/000 
08727 


——MESSAGE FILE 10000 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008728 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Wed, 25 Jun 2003 13:49:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <bdcédg$hg09@www.netyaroze-europe. com> 
References: <bcpuk1S9hi2@www.netyaroze-europe.com> <bdbuhnShg02@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-34-65-128.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


what actually is/will be the idea of the game? It all looks nice espesially 
the explosions but I cant work out what ur meant to do :) 


—-MESSAGE FILE 10000 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008728 


—--MESSAGE FILE 10001 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008729 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Wed, 25 Jun 2003 17:04:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <bdc6t0Shg011@www.netyaroze-europe. com> 

References: <bcpuk1$9hi2@www.netyaroze-europe.com> <bdbuhnShg02@www.netyaroze-europe 
.com> <bdc6dg$hg09@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 

In-Reply-To: <bdc6dg$hg09@www.netyaroze-europe. com> 


Nothing yet - this is just a test bed for the routines i'm using and the 
handling of the ship, it's not a game as such, yet. Watch this space :) 


Chris Wallace wrote: 

> what actually is/will be the idea of the game? It all looks nice espesially 
> the explosions but I cant work out what ur meant to do :) 

> 

> 


—-MESSAGE FILE 10001 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008729 


——MESSAGE FILE 10002 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008730 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: 26 Jun 2003 14:46:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <0O1lc33befSd92f8ae0S$8500a8c0@portable-pal> 

References: <bcpukl1$9hi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: amontsouris-—108-1-30-182.w81-50.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Just a thought, sorry if it's obvious: make sure that your ot's length is 
as small as you need. This increases insertion dramatically. Also, just in 
case, double check that drawing and logic are properly handled in parallel 
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- it's easy (well, it was easy for me at least ;) ) to put some DrawSync 
where it doesn't belong and nothing's gonna tell you until The Big Slowdown 
happens. 


—-MESSAGE FILE 10002 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008730 


——MESSAGE FILE 10003 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008731 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: 26 Jun 2003 14:50:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01c33bf0S65f5c020$8500a8c0@portable-pal> 

References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: amontsouris-—108-1-30-182.w81-50.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran <matt@hermitgames.com> wrote in article 
<bajjpcS$ku51@www.netyaroze-europe.com>... 
> As some people already know I am the new Special Projects (demodisk) 
coder 

> at Sony, <snip> 


Congratulations, and I wish this job will let you have enough time for your 
own projects! 


—-MESSAGE FILE 10003 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008731 


—-MESSAGE FILE 10004 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008732 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Performance 

Date: Fri, 27 Jun 2003 05:20:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <bdg6édq$kjn2@www.netyaroze-europe.com> 

References: <bcpuk1S9hi2@www.netyaroze-europe.com> <01c33bef$d92f8ae0$8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.3) Gecko/20030313 
X-Accept—-Language: en-us, en 

In-Reply-To: <Olc33bef$d92f8ae0$8500a8c0@portable-pal> 


Hi Pal, 


I tried reducing my OT length and size as you suggested, no luck i'm 
afraid. It wasn't a massive OT anyway, but making it smaller is always 
helpful. 


The only time I do a DrawSync() is in my vsync callback routine, before 
GsSwapDispBuff() and GsDrawOT(). I'm pretty sure that's the only place 
where drawing needs to be synchronised with anything, at least in this 
case. Even then, I do a DrawSync (1) which according to the manual 
forces drawing to terminate whether its finished or not. It could be 
that i'm syncing in the wrong place, but it seems that is where it 
should be. 


Looks like it could be the dynamic TMD route, unless SCE want to release 
an updated libps.a with the scalable/rotatable version of the GsBG 
handler :) 
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Cheers, 


Andy P 


pal wrote: 

Just a thought, sorry if it's obvious: make sure that your ot's length is 
as small as you need. This increases insertion dramatically. Also, just in 
case, double check that drawing and logic are properly handled in parallel 
- it's easy (well, it was easy for me at least ;) ) to put some DrawSync 
where it doesn't belong and nothing's gonna tell you until The Big Slowdown 
happens. 


VV V V V V V 


--MESSAGE FILE 10004 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008732 


——MESSAGE FILE 10005 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008733 

Path: chuka.playstation.co.uk!news 

From: "Andrew Langstaff (Majik-ZX)" <andrew@cowboycoder.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yarozing, PS2Linux, PSP and the Industry 

Date: Thu, 3 July 2003 18:50:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 
Message-ID: <belrég$rhr2@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcl-cmbg3-6-cust213.cmbg.cable.ntl.com 
X-Newsreader: Good ol' telnet 


Hi guys, nice to see the group still ticking along. 


I've been a bit inactive in the gamedev scene for a while now - A new job, 3rd and 4 
th year OU Physics degree, new baby and another none-game project that's been on the 
back burner for far too long has meant that I haven't actually used my Yaroze or PS 
2Linux kit for a year now (I haven't even used my UK PS2Linux kit!). 


But, I do still have some ideas floating around, and with any luck I'll be able to g 
et to work on them in the autumn (after my 'finals') But I've been thinking about th 
e games industry as a whole during this time, and I'd like to share some thoughts. 


I think that we can all agree that Net Yaroze has been an outstanding success. 


But, as has been noted before, the PS2Linux 'scene' isn't the same as the Yaroze sce 
ne; frankly no-one seems to be writing any games for it[1], and if they are, they're 
either keeping them quiet, or I'm just not looking hard enough. 


Now I don't think this is because it's hard to code the PS2, even if it was there's 
plenty of sample code, libraries, tools, etc. This brings me to my main thoughts abo 
ut PS2 game development as a whole; Player expectation is way beyond the scope of 1 
or 2 man part time development teams. Perhaps would-be developers are put off by the 

shear magnitude of what can be done on PS2, in terms of graphics and audio capabili 
ties. 


Think about it - it's hard to conceive of a viable game concept that you'd want to d 
o in a 6 or even 12 month timeframe, that couldn't be adequately explored or impleme 
nted on Yaroze[2]. Sure, you could add in some flashy effects, have huge game maps, 
and even have the killer-app of network gaming, but the central game mechanics would 
be unchanged. 


So what could be done? We could all be given off-the-shelf game engines and concentr 
ate on our game, spending time with [insert favourite sprite editor/3D modeller/musi 
c composer] making it look and sound how we imagine it, but I feel that that would 1 
ead the homebrew scene to the same generic hell that is the current state of the ind 
ustry - How many more 3rd person adventure games where you lead [insert licensed cha 
racter] through 30 levels of finding secret keys, solving trivial puzzles, fighting 

hordes of bad guys, the odd really big bad guy that comes back for more, sneaking pa 
st guards, using [insert special move/power/character trait], *yaawwwnn* does the wo 
rld _really_ need? 

No, what I think is required is some motivation[3]. 


And this leads me to what I had hoped we'd see with PS2Linux; not just the same rang 
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e and depth of games that appeared on the Yaroze, with the flashier effects, and net 
work gaming, etc. but also a distribution medium to take these games to a wider audi 
ence, kindof like an online version of the OPSM coverdisk. Think how much impetus th 
e chance of having your Yaroze game as an OPSM demo gave you, Think how much kudos c 
ould be had if everyone with a PS2 + Network Adapter could download and play your ga 
me... 


So, perhaps what I've wrote so far is over-critical, possibly inaccurate, and unclea 
r, I'll try and explain where I'm trying to go with this, before moving on. I want t 
o discuss the reasons why Yaroze produced so many zany little games, that are of ah 
igh quality, and very playable[4], and what could be done to nurture such developmen 
t on PS2. 


And this then brings me to the PSP, I'm sure all of ստ here were excited by the 'lau 
nch' of this new toy, and I'm equally sure, as was shown in a recent thread, that we 
all thought the same thing 'can we get homebrew devkits?' 


But another thing about the initial announcements that excited me was SCE's new pric 
ing models, and specifically for the PSP, it's medium-free download kiosk distribut 
ion model. I fully agree with the assesment given by Ken Kutaragi, that hand-held ga 
mes need to be impulse buys. And I've even heard (can't find source) that SCE are br 
inging a cheap game pricing model to PS2, ie new games that cost a tenner. So perhap 
s this impulse-buy model might work for PS2 aswell... 


And this brings in the possibility of following the business models being pursued by 
games companies in the mobile phone market, ie a pay-to-download model. Can you see 
where this is leading yet? 


SCE could explore the business potential of joining the output of small, independant 

homebrew outfits, with the mass market, small fee to download from a server (most o 
f which would be taken by SCE to cover hosting, Product Qualification, etc) or downl 
oad onto UMD distrubution channels. 


This, in my mind, would encourage developers, which would in turn create the opportu 
nity to explore non mainstream game genres, and it would be another area in the game 
s industry where SCE has no equivalent from the current alternative platforms, like 
actually having official homebrew devkits in the first place. It would also give man 
y more people that all inportant first released game that would give them extra lee- 
way at interview time. 


Now, I'm sure there are plenty of reasons that can be given as to why this just woul 
dn't/couldn't possibly work, IPR issues, legal minefields, etc. but some of these wi 
11 have to have been ironed out in getting Yaroze games on OPSM discs. 


So, what do people think about this then? What is the fatal flaw that I've overlooke 
d? Is Joe Public doomed forever to playing bland, big budget third person adventures 
on his PS2? Does it really matter if he is? 


Just my $.02 worth, which given the size of this post is a bargain. Thanks for liste 
ning. 


A. 


[1] Not that there's anything wrong with non game use of PS2Linux, EE makes a fine p 
latform for image processing applications. 


[2] There are of course exceptions to this, but in general I think this rule applies 


[3] It may seem a bit hipocritical of me to start with 'I have no time..' and move o 
n to complain 'there are no games..' but I'd like to think that at least some of the 
people who got PS2Linux are actually using it. 


[4] Even now, my partner and 'mother-in-law' still force there way onto the PS2 to p 
lay Rocks 'n' Gems 


—-MESSAGE FILE 10005 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008733 


—-MESSAGE FILE 10006 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008734 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GCC help 
Date: Sat, 12 Jul 2003 16:07:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <bep8ra$7441@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-34-64-146.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 
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Hey there, my game, BreakDown doesn't work properly (for putting it on disk) 


because its compiled using codewarrior. 
Is there anyone here who would be willing to sort it out to compile with 
GCC? 


I would but I dont understand makefiles as it is and the GCC stuff wont work 


on my copy of WinXP! 


Cheers, 
Chris 


—-MESSAGE FILE 10006 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008734 


--MESSAGE FILE 10007 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008735 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: Sun, 13 Jul 2003 20:04:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <besb9k$7442@www.netyaroze-europe. com> 
References: <bep8ra$7441@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc-62-30-77-144-az.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Let's have a look then, Chris. 
Derek 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 

news: bep8ra$7441@www.netyaroze-europe.com... 

> Hey there, my game, BreakDown doesn't work properly (for putting it on 
disk) 

> because its compiled using codewarrior. 

> Is there anyone here who would be willing to sort it out to compile with 
> GCC? 
> I would but I dont understand makefiles as it is and the GCC stuff wont 
work 

on my copy of WinXP! 


Cheers, 


> 
> 
> 
> Chris 
> 
> 


—-MESSAGE FILE 10007 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008735 


—-MESSAGE FILE 10008 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008736 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: Sun, 13 Jul 2003 20:34:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <bescmn$7443@www.netyaroze-europe. com> 
References: <bep8ra$7441@www.netyaroze-europe.com> <besb9k$7442@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-34-64-146.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Sorry for the large file size, ive been trying to cut it down but have kinda 
given up, this is everything in BD minus the bmp's and wav's (and a few 
others). 


I'm not sure which of the files are needed but below are the files 
codewarrior actually compiles: 


_psstart.c 
TRIG.C 
main.c 
font.c 


also in the list of files i always edit (but are #included rather than 
compiled) are: 


font.h 
main.h 
game.h 
sound.h 
sprites.h 
cntrl.h 
trig.h 


Hope ur able to help :) 
Cheers 
Chris 


http://www.netyaroze-europe.com/~chrisw/ftp/BreakDown%20-%20Fu11%20-%20Code. 
zip 


—-MESSAGE FILE 10008 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008736 


——MESSAGE FILE 10009 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008737 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: Mon, 14 Jul 2003 20:01:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2895 

Message-ID: <beuv5j$94k2@www.netyaroze-europe. com> 
References: <bep8ra$7441@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-41-17-46.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Try this .... I renamed some stuff(long file names) and sorted your arrays 
in main.h umm done some other stuff but cant remember what .. doh | 

I have only included the .c/.h in the root Obreakdown directory you supplied 
so the tims etc aren't there. 


In addition is a makefile ... think thats about it. 
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siocons auto.sio runs it fine here and i dont have CW installed so I haven't 
cheated :-) 


Pete. 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 

news: bep8ra$7441@www.netyaroze-europe.com... 

> Hey there, my game, BreakDown doesn't work properly (for putting it on 
disk) 

> because its compiled using codewarrior. 

> Is there anyone here who would be willing to sort it out to compile with 
> GCC? 
> I would but I dont understand makefiles as it is and the GCC stuff wont 
work 

on my copy of WinXP! 


Cheers, 


> 
> 
> 
> Chris 
> 
> 


—-MESSAGE FILE 10009 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008737 


—-MESSAGE FILE 10010 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008738 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: Tue, 15 Jul 2003 11:41:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <bf0m71S$94k3@www.netyaroze-europe. com> 

References: <bep8ra$7441@www.netyaroze-europe.com> <beuv5j$94k2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-34-66-104.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


thanks! 
seems to work fine here too, just hope it will work when sent off this time! 


chris 


—-MESSAGE FILE 10010 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008738 


--MESSAGE FILE 10011 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008739 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: Tue, 15 Jul 2003 19:21:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <bf1lh6c$94k4@www.netyaroze-europe. com> 

References: <bep8ra$7441@www.netyaroze-europe.com> <beuv5 j$94k2@www.netyaroze-europe 
.com> <bf0m71$94k3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host217-39-108-93.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


g'luck with the submission, for the short time i played it easily looked 
good enough for inclusion :-) 


Pete. 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 

news: bf0m71$94k3@www.netyaroze-europe.com... 

> thanks! 

> seems to work fine here too, just hope it will work when sent off this 
time! 

> 

> chris 

> 

> 


—-MESSAGE FILE 10011 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008739 


——MESSAGE FILE 10012 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008740 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Samsaric Asymptotes final release 

Date: 17 Jul 2003 20:03:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01c34c9c$908a55a0S8500a8c0@portable-pal> 
NNTP-Posting-Host: amontsouris-—108-1-17-38.w80-15.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all, 
despite my insistence when releasing Samsaric Asymptotes that it was 
'finished', I've finally decided on making that major change that would 
turn it into an (hopefully) enjoyable game more than a boring experiment, 
namely: death ;) 


The new version is downloadable at 
http://palpalpalpal.free.fr/Works/Videogames/SamsaricAsymptotes/ 


Any comments welcome! 


-—-MESSAGE FILE 10012 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008740 


--MESSAGE FILE 10013 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008741 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: 17 Jul 2003 21:45:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01c34caa$db421c00$8500a8c0@portable-pal> 
References: <bep8ra$7441@www.netyaroze-europe. com> 
NNTP-Posting-Host: AMontsouris-—108-1-25-84.w81-48.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Cool, finally got to play the latest version! 
The pace is much better. 


I was glad to try the much wanted double turret mode, although I was 
expecting two separate turrets, two places to defend. But I quickly 
realised that your choice was very enjoyable. I wouldnt have thought I'd be 
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able to really handle the two things simultaneously, but I could, it was 
very interesting! 


I had some trouble reading the score code font, I had to try several times 
before my submissions were accepted. For instance the '2' can be mistaken 
for a 'z'. Perhaps you could use a different font just for the code? (Also, 
I'm sorry, I registered both as 'pal' and 'pal2' because I suddenly became 
unable to properly type my password ^^; ) 


—-MESSAGE FILE 10013 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008741 


——MESSAGE FILE 10014 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008742 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: Fri, 18 Jul 2003 12:50:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <bf8ncsS$ccll@www.netyaroze-europe. com> 

References: <bep8ra$7441@www.netyaroze-europe.com> <01c34caa$db421c00$8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: host217-36-22-207.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Hey Pal, I'm glad you thought it was much better :) 


I was going to have 2 sepperate turrets originally but realised that there 
just wasnt enough room! well, also the AI wouldnt like it :D but shhhh. 


I notice your catching up with my score already, lol. 
as for the font, yeah I've noticed that, I can't realy change it now as its 


been sent off, but I will add to the site a box of the font you can click to 
enter a letter. Hopefully that should get rid of most of the problems! 


Cheers 
Chris 


—-MESSAGE FILE 10014 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008742 


--MESSAGE FILE 10015 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008743 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GCC help 

Date: 18 Jul 2003 12:58:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01c34d2a$5d6a0420S8500a8c0@portable-pal> 

References: <bep8ra$7441@www.netyaroze-europe.com> <01c34caa$db421c00$8500a8c0@porta 
ble-pal> <bf8ncs$ccll@www.netyaroze-europe.com> 

NNTP-Posting-Host: amontsouris—108-1-25-84.w81-48.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I was going to have 2 sepperate turrets originally but realised that 
there 

> just wasnt enough room! well, also the AI wouldnt like it :D but shhhh. 
I see, good points. 


> I notice your catching up with my score already, lol. 
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I had a hard time until there were enough of those blocking spheres which 
allowed me some unfair rest. I couldnt score anywhere as good in 
survival/double mode! 


> as for the font, yeah I've noticed that, I can't realy change it now as 
its 

> been sent off, but I will add to the site a box of the font you can click 
to 
> enter a letter. Hopefully that should get rid of most of the problems! 


That's a nice workaround, should work. 


-—-MESSAGE FILE 10015 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008743 


——MESSAGE FILE 10016 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008744 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: Fri, 18 Jul 2003 14:25:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <bf8ssg$ccl2@www.netyaroze-europe. com> 
References: <01c34c9c$908a55a0S8500a8c0@portable-pal> 
NNTP-Posting-Host: host217-36-22-207.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


much better :) no more endlessly circling! 

how you get the other extras? getting the multi coloured squares? 

I managed a terrible 4, even on slow mode, lol. 

dont know how anyone will get to the end of the level, have you managed it? 


Chris 


—-MESSAGE FILE 10016 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008744 


——MESSAGE FILE 10017 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008745 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: Fri, 18 Jul 2003 14:44:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <bf8ucd$ccl3@www.netyaroze-europe. com> 

References: <01c34c9c$908a55a0S8500a8c0@portable-pal> <bf8ssg$ccl2@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4807.1700 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4910.0300 


I think the collect squares only activate (so you can pick them up) if you 
kill a baddie really quickly, or possibly when they are over the square? 
Maybe Philippe can confirm? 


How did you enable slow mode? Actually how do you enable all the other 
modes (special etc..)? I only know about the "L1 R1 R1 R1 L1 R1 R1 RI" 
cheat on the website which only seems to unlock one other speed. 


Great game by the way! 
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cheers 
Matt 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 
news:bf8ssg$ccl2@www.netyaroze-europe.com... 

> much better :) no more endlessly circling! 

> how you get the other extras? getting the multi coloured squares? 
> I managed a terrible 4, even on slow mode, lol. 

> dont know how anyone will get to the end of the level, have you managed 
it? 

> 

> Chris 

> 

> 


—-MESSAGE FILE 10017 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008745 


—-MESSAGE FILE 10018 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008746 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: Fri, 18 Jul 2003 15:21:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <bf942tS$ccl5@www.netyaroze-europe. com> 

References: <01c34c9c$908a55a0S8500a8c0@portable-pal> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <01c34c9c$908a55a0$8500a8c0@portable-pal> 


pal wrote: 
Hi all, 
despite my insistence when releasing Samsaric Asymptotes that it was 
'finished', I've finally decided on making that major change that would 
turn it into an (hopefully) enjoyable game more than a boring experiment, 
namely: death ;) 


The new version is downloadable at 
http://palpalpalpal.free.fr/Works/Videogames/SamsaricAsymptotes/ 


Any comments welcome! 


VVVVVVVVV VV 


Just spent about 3 and a half hours trying to get collectable item 
number 6 (an end-of-level boss?), always a good sign :) My current 
score(?) (well code) is 42U+79, not using the cheats either - didn't 
know there were any until Chris mentioned them. 


I'd agree with Chris and Matt in that I think you need a little more 
time to activate the collectable objects IMHO, other than that it's a 
nice compulsive shooter, well done! 


Andy P 


—-MESSAGE FILE 10018 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008746 


—--MESSAGE FILE 10019 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008747 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 
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Date: 18 Jul 2003 16:56:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01c34d4bSaab0b820S$8500a8c0@portable-pal> 

References: <01c34c9c$908a55a0S8500a8c0@portable-pal> <bf8ssg$ccl2@www.netyaroze-eur 
ope.com> <bf8ucdSccl3@www.netyaroze-europe. com> 

NNTP-Posting-Host: amontsouris-—108-1-25-84.w81-48.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I think the collect squares only activate (so you can pick them up) if 
you 
> kill a baddie really quickly, or possibly when they are over the square? 


I know it's unclear, I'm sorry I wasn't able to fix that. You have to kill 
them in one continuous blow. 


> How did you enable slow mode? 


I think he meant non-turbo mode. You have to complete the game to get slow 
mode. 


—-MESSAGE FILE 10019 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008747 


--MESSAGE FILE 10020 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008748 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: 18 Jul 2003 17:05:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01c34d4c$ded28e20S$8500a8c0@portable-pal> 

References: <01c34c9c$908a55a0S8500a8c0@portable-pal> <bf8ssg$ccl2@www.netyaroze-eur 
ope.com> 

NNTP-Posting-—Host: amontsouris-—108-1-25-84.w81-48.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> how you get the other extras? getting the multi coloured squares? 


Exactly. They're not that interesting though, apart from the turbo mode 
which you can play using the cheat too. 


> I managed a terrible 4, even on slow mode, lol. 
I think that's not so bad! 


> dont know how anyone will get to the end of the level, have you managed 
IE? 


I can do it in normal speed. I'm not sure I could complete the game though! 
But then I'm no hardcore shmupper... 
Is it too hard? As I played beyond sanity I can't tell... 


--MESSAGE FILE 10020 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008748 


——MESSAGE FILE 10021 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008749 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: Fri, 18 Jul 2003 23:34:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <bf9t4e$cc16@www.netyaroze-europe.com> 

References: <01c34c9c$908a55a0S8500a8c0@portable-pal> <bf8ssg$ccl2@www.netyaroze-eur 
ope.com> <01c34d4cSded28e20S8500a8c0@portable-pal> 

NNTP-Posting-Host: host217-36-22-207.in-addr.btopenworld.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


How many levels are there? and are they all different bosses and stuff? 
It probably is a little difficult, because one hit death (un less you get 
the +. And if the game creator cant do it then not many will! 

But it's still playable, infact, i think ill have a go now :) 


—-MESSAGE FILE 10021 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008749 


—--MESSAGE FILE 10022 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008750 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: 19 Jul 2003 10:02:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01c34ddaS$e7b4c920S$8500a8c0@portable-pal> 
References: <01c34c9c$908a55a0S8500a8c0@portable-pal> <bf8ssg$ccl2@www.netyaroze-eur 
ope.com> <01c34d4cS$ded28e20S8500a8c0@portable-pal> <bf9t4eSccl6@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: amontsouris-108-1-25-103.w81-48.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


> How many levels are there? and are they all different bosses and stuff? 


Do you really want me to tell? Well, sadly, there's nothing more than in 
the previous release, that is, one level, one boss, loop. I couldn't make 
more because the code grew out of control and it had to get finished some 
day. 


> It probably is a little difficult, because one hit death (un less you get 
> the +. And if the game creator cant do it then not many will! 


You haven't seen me sucking at Ikaruga, I can be pretty bad ;) 


'Completing' the game is really only meant for hardcore players, the kind 
of guys who post their replays on the net (not that I expect them to play 
this one...). I think normal players can get to the end of the level with 
some training -- it's not that long. It still requires dedication, after 
all when you'll get there you've seen all there is to it. Please when 
anybody does tell me! 


> But it's still playable, infact, i think ill have a go now :) 


Glad to read that :) 
Can you tell me where you're having the hardest times? 


-—-MESSAGE FILE 10022 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008750 


--MESSAGE FILE 10023 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008751 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Samsaric Asymptotes final release 

Date: Sat, 19 Jul 2003 15:02:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <bfbnah$ccl18@www.netyaroze-europe. com> 

References: <01c34c9c$908a55a0S8500a8c0@portable-pal> <bf8ssg$ccl2@www.netyaroze-eur 
ope.com> <01c34d4cSded28e20S8500a8c0@portable-pal> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <01c34d4c$ded28e20$8500a8c0@portable-pal> 


pal wrote: 
>>how you get the other extras? getting the multi coloured squares? 
> 


Exactly. They're not that interesting though, apart from the turbo mode 
which you can play using the cheat too. 


>I managed a terrible 4, even on slow mode, lol. 


I think that's not so bad! 


>dont know how anyone will get to the end of the level, have you managed 
it? 
I can do it in normal speed. I'm not sure I could complete the game though! 


But then I'm no hardcore shmupper... 
Is it too hard? As I played beyond sanity I can't tell... 


VVVVVVVVVVVV VV VV VV V 


For me it's still hard to get the 6th object (kind of a 
space-shuttle-like boss?) - i've not been able to destroy it yet or 
collect the object. Although that's kept me restarting the game to try 
and beat it and see what happens when you collect everything, so maybe 
you should leave it as it is :) 


Andy P 


—-MESSAGE FILE 10023 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008751 


—-MESSAGE FILE 10024 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008752 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Aspect ratio and Dynamic TMD's 

Date: Sat, 19 Jul 2003 15:36:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <bfbpa2$cc110@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 


Well I got my first unlit untextured quad on the screen (yeah I know, I 
am "teh w0Otingest" ;)), but I was wondering about a couple of things. 


I have my projection distance set at 256 (the camera at 0,0,-256 looking 
at 0,0,0), this appears to let me specify vertices in pixel resolution 
(if that makes sense), except it seems slightly out in the Y axis when 
the screen height is set to 256, when you set it to 240 it works fine. 


I have overcome this by having an extra GSCOORDINATE2 as a world 
coordinate (instead of using WORLD from libps.h, which is just null), 
and then scaling the Y axis by some value to compensate for the PAL 
aspect ratio (still working on what the value should be, trial-and-error 
y'see), but I was wondering if there was a global variable i'm not 
setting - sprites seem to use the correct aspect ratio when you alter 
the display/draw environment settings, so why not dynamic TMD's? 


Net Yaroze newsgroups message dump.txt Page 6602 


Of course I could just set the screen height to 240 and miss out on 16 
pixels, that'd be the easy way out, but I want to make full use of the 
display area. 


Another thing - when you point to your primitives in TMD_OBJ, do they 
all have to be the same type (e.g. TMD_F4N) or can they point to a mixed 
set of primitives (e.g. a void* of ո bytes) - so one "object" can 
contain quads, sprites, lines, triangles etc instead of having 1 TMD_OBJ 
per primitive type? It would be fairly easy to populate since you 
already know the size of the primitive you are going to insert, but 
would the Yaroze be able to handle the data like that? (I would ideally 
like one TMD_OBJ per map layer, but it isn't essential) 


What is the relationship between the projection distance, the camera, 
the ordering tables and the 3rd arg to GsSortObject4()? I've been 
pretty much trial-and-erroring that value too and the book doesn't 
explain it too well (or I haven't got my head round it yet)... 


Should be fairly straightforward to do a TMD-based map drawing routine 
now i've sussed the basics (famous last words!), whether or not it'll be 
any faster remains to be seen :D 


How come Chris' game didn't work on the coverdisk with CW? Will I have 
to change dev environments too? 


Cheers, 
Andy P 


-—-MESSAGE FILE 10024 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008752 


—-MESSAGE FILE 10025 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008753 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Aspect ratio and Dynamic TMD's 

Date: Sun, 20 Jul 2003 12:16:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <bfelviS$ccl12@www.netyaroze-europe. com> 

References: <bfbpa2$ccl110@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.oldh.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <bfbpa2$cc110@www.netyaroze-europe. com> 


Following on, it looks as though using a void* is fine to store a 
mixture of primitives in, giving 1 TMD_OBJ per map layer. 


Using an extra GSCOORDINATE2 to adjust the aspect ratio didn't work out 
too well though, it was 1 pixel out at the scale level that was needed, 
and there were no other values to try. Any other ideas? Like I said, 
seems a bit strange that sprites would have the correct aspect ratio for 
a 320*256 screen, and TMD's don't. 


Cheers, 


Andy P 


Andrew Partington wrote: 

> Well I got my first unlit untextured quad on the screen (yeah I know, I 
> am "teh w00tingest" ;)), but I was wondering about a couple of things. 

> 

> I have my projection distance set at 256 (the camera at 0,0,-256 looking 
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at 0,0,0), this appears to let me specify vertices in pixel resolution 
(if that makes sense), except it seems slightly out in the Y axis when 
the screen height is set to 256, when you set it to 240 it works fine. 


I have overcome this by having an extra GSCOORDINATE2 as a world 
coordinate (instead of using WORLD from libps.h, which is just null), 
and then scaling the Y axis by some value to compensate for the PAL 
aspect ratio (still working on what the value should be, trial-and-error 
y'see), but I was wondering if there was a global variable i'm not 
setting - sprites seem to use the correct aspect ratio when you alter 
the display/draw environment settings, so why not dynamic TMD's? 


Of course I could just set the screen height to 240 and miss out on 16 
pixels, that'd be the easy way out, but I want to make full use of the 
display area. 


Another thing - when you point to your primitives in TMD_OBJ, do they 
all have to be the same type (e.g. TMD_F4N) or can they point to a mixed 
set of primitives (e.g. a void* of ո bytes) - so one "object" can 
contain quads, sprites, lines, triangles etc instead of having 1 TMD_OBJ 
per primitive type? It would be fairly easy to populate since you 
already know the size of the primitive you are going to insert, but 
would the Yaroze be able to handle the data like that? (I would ideally 
like one TMD_OBJ per map layer, but it isn't essential) 


What is the relationship between the projection distance, the camera, 
the ordering tables and the 3rd arg to GsSortObject4()? I've been 
pretty much trial-and-erroring that value too and the book doesn't 
explain it too well (or I haven't got my head round it yet)... 


Should be fairly straightforward to do a TMD-based map drawing routine 
now i've sussed the basics (famous last words!), whether or not it'll be 
any faster remains to be seen :D 


How come Chris' game didn't work on the coverdisk with CW? Will I have 
to change dev environments too? 


Cheers, 


Andy P 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 10025 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008753 


——MESSAGE FILE 10026 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008754 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Transparency and TMDs 

Date: Wed, 10 Sep 2003 01:56:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <bjltp1$k322@www.netyaroze-europe.com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 


Hi All 


Does anyone know if its possible to get the same degree of control over 
transparencies with TMDs as it is with GsSSPRITE and GsBOXF? 


I've been reading some of the posts in s.y.p.3d_graphics, some people 
say that the attribute in GsDOBJ2 has some undocumented bits at 29-28 to 
control the type of transparency, others say that it isn't possible and 
you need to use a texture instead. I've tried the so-called 
undocumented bits, but they don't seem to do much (then again i'm 
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viewing through a cheap capture card, so I can't really tell TBH - I do 
know they don't look as good as the 2D versions though) 


Thing is, i'd like additive mixing in this case - i've written a 3D 
(well, 2.5D anyway) version of my explosion routine - but without being 
able to set the same kind of transparency I had when using GSBOXF it 
looks nowhere near as good - and i'm not sure that using a texture would 
compensate if you need to blend the particles with each other. 


On a related note - is there a TMD primitive for GsBOXF? I'm currently 
using plain TMD_F4N for particles, it would be nice not to have n * 4 
vertices for each particle, since I have to move each one - it would 


have been nice if the pointer to GSCOORDINATE2 was in TMD_OBJ instead of 
GsDOBJ2, then you could use the last parameter of GsLinkObject4() ina 
more sane way (well, maybe). 


Cheers, 


Andy P 


—-MESSAGE FILE 10026 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008754 


--MESSAGE FILE 10027 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008755 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet .com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency and TMDs 

Date: Wed, 10 Sep 2003 12:14:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 
Message-ID: <bjnlp6$k323@www.netyaroze-europe. com> 
References: <bjltp1$k322@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-128-93-176.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


As far as I can see you have to use FT4N instead with the _tsb flag being 
your trans bit. Just use single colour 4X4 textures to cover your polys 
instead of flat shading them ? You use attribute bit 30 to set trans on in 
GsDOBJ2. 


#define 
set TMD_FT4N(t,_cbha,_tsb,_u0,_v,_ul,_vl,_u2,_v2,_u3,_v3,_r,_g,_b,_vert0,_vert 
1,_vert2,_vert3) N 


(t)->mode = FT4N, (t)->flag = 1, (t)->ilen = 7, (t)->olen = 9, N 

(t)->cbha = (_cbha), (t)->tsb = (_tsb), ` 

(t)->ud = ( ս0), (եյ-»70 = (ԽՆ0), \ 

(t)->ul = (_ul), (t)->vl = ( 1), N 

(t)->u2 = (_u2), (t)->v2 = ( 2), \ 

(t)->u3 = (_u3), (t)->v3 = (_v3), \ 

(t)->r0 = (_r), (ե)-»ց0 = (_g), (t)->b0 = (b), \ 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), N 

(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
Is it sprite, box and line that dont work in tmd's ? cant remember sorry :-/ 
Pete. 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news:bjltp1$k322@www.netyaroze-europe.com... 
> Hi All 


Does anyone know if its possible to get the same degree of control over 
transparencies with TMDs as it is with GsSPRITE and GsBOXF? 


V V V V 
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I've been reading some of the posts in s.y.p.3d_graphics, some people 
say that the attribute in GsDOBJ2 has some undocumented bits at 29-28 to 
control the type of transparency, others say that it isn't possible and 
you need to use a texture instead. I've tried the so-called 
undocumented bits, but they don't seem to do much (then again i'm 
viewing through a cheap capture card, so I can't really tell TBH - I do 
know they don't look as good as the 2D versions though) 


Thing is, i'd like additive mixing in this case - i've written a 3D 
(well, 2.5D anyway) version of my explosion routine - but without being 
able to set the same kind of transparency I had when using GSBOXF it 
looks nowhere near as good - and i'm not sure that using a texture would 
compensate if you need to blend the particles with each other. 


On a related note - is there a TMD primitive for GsBOXF? I'm currently 
using plain TMD_F4N for particles, it would be nice not to have n * 4 
vertices for each particle, since I have to move each one - it would 


have been nice if the pointer to GSCOORDINATE2 was in TMD_OBJ instead of 
GsDOBJ2, then you could use the last parameter of GsLinkObject4() ina 
more sane way (well, maybe). 


Cheers, 


Andy P 


VVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 10027 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008755 


——MESSAGE FILE 10028 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008756 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Transparency and TMDs 

Date: Thu, 11 Sep 2003 22:06:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <bjqp5sSkvt2@www.netyaroze-europe. com> 

References: <bjltp1$k322@www.netyaroze-europe.com> <bjn1lp6$k323@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <b jn1p6$k323@www.netyaroze-europe. com> 


Peter Dollochan wrote: 

> As far as I can see you have to use FT4N instead with the _tsb flag being 
> your trans bit. Just use single colour 4X4 textures to cover your polys 

> instead of flat shading them ? You use attribute bit 30 to set trans on in 
> GsDOBJ2. 
> 


That did the trick - cheers Pete! Seems a bit odd that these 
transparency options are missing for non-textured primitives, though. 
Although I can round off the edges of each particle now with an 
appropriate texture, so it's not all bad. 


> Is it sprite, box and line that dont work in tmd's ? cant remember sorry :-/ 
> 
Yeah, sprites and lines have been crippled when using TMDs - i'm not 


sure about GSBOXF but it wouldn't surprise me if that primitive was 
unavailable too. Not that it matters too much now (though it would be 
nice for future reference). 


Right, some TMD tiling code next, I think - might as well try some 
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dynamic textures to go with the dynamic TMDs :) 


Cheers, 


Andy P 


—-MESSAGE FILE 10028 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008756 


——MESSAGE FILE 10029 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008757 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: WinXP, SIOCONS & Memory Manager 

Date: Mon, 6 Oct 2003 14:56:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <blrt31$4t31l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-25-76.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Anyone still check these newsgroups? 


I'm looking for a WinXP GNU setup, can anyone get GNU projects to build on 
WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work under 
XP or only 2000, or is there any difference? 


Also is there a resource manager out there that can take a list (or 
equivelant) of files and generate a list of defines with addresses attatched 
so I can copy and paste into a project? 


Anyway hope all is well, any new projects on the horizon? Anybody checked 
out the xGameStation? (www.xgamestation.com), who needs that when you have a 
Yaroze? 


Thanks in advance, 
Andrew. 


—-MESSAGE FILE 10029 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008757 


--MESSAGE FILE 10030 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008758 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Tue, 7 Oct 2003 10:36:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <blu28fS4t32@www.netyaroze-europe. com> 
References: <blrt31S$4t31@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


I still check here now and again, bit quiet recently tho... 


I use minicons on win2k/XP to transfer my files, it's much more like siocons 
than pscomm: 
http://www.netyaroze-europe.com/~frothy/ 
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Dataman is a very usefull resource manager and I used it for all my games: 
http://www.netyaroze-europe.com/~jruss1/ 

Grabauto, from the same page, is usefull at the end of the project to pack 
all the data into one file. 


I have a bunch of new projects in the pipeline (including a new version of 
Mario Pac this week) but they are all for PC, rather than Yaroze. 


Mattv 
www.hermitgames.com 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31l@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build on 
> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 


Anyway hope all is well, any new projects on the horizon? Anybody checked 
out the xGameStation? (www.xgamestation.com), who needs that when you have 


Yaroze? 


Thanks in advance, 
Andrew. 


VVVVVV®Y VV V 


6607 


—-MESSAGE FILE 10030 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008758 


—-MESSAGE FILE 10031 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008759 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Tue, 7 Oct 2003 19:09:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <blv0bcS4t33@www.netyaroze-europe. com> 


References: <blrt31S4t31@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 


. com> 
NNTP-Posting-Host: host81-132-25-76.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Thanks Matt, I have a go with those. 
Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: blu28fS4t32@www.netyaroze-europe.com... 

> I still check here now and again, bit quiet recently tho... 

> 

> I use minicons on win2k/XP to transfer my files, it's much more like 
siocons 

> than pscomm: 

> http://www.netyaroze-europe.com/~frothy/ 

> 

> Dataman is a very usefull resource manager and I used it for all my games: 
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http://www.netyaroze-europe.com/~jruss1/ 
Grabauto, from the same page, is usefull at the end of the project to pack 
all the data into one file. 


I have a bunch of new projects in the pipeline (including a new version of 
Mario Pac this week) but they are all for PC, rather than Yaroze. 


Mattv 
www.hermitgames.com 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31l@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build 
n 

> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 
checked 

> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have 


VVVVVVVVVVOVVVVVVVV VV VV VV VV 


v 


Yaroze? 


a 
> 
> 
> Thanks in advance, 
> Andrew. 

> 

> 
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--MESSAGE FILE 10031 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008759 


——MESSAGE FILE 10032 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008760 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Tue, 7 Oct 2003 20:43:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <blv5qd$4t34@www.netyaroze-europe.com> 

References: <blrt31S4t3l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
. com> 
NNTP-Posting-—Host: host81-132-25-76.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Matt, 

Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin gives me 
a stack fault. I just assume that this has something to do with XP. If you 
can't run the GNU tools how do you build your projects? 


Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news: blu28fS4t32@www.netyaroze-europe.com... 
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> I still check here now and again, bit quiet recently tho... 

> 

> I use minicons on win2k/XP to transfer my files, it's much more like 
siocons 

than pscomm: 

http://www.netyaroze-europe.com/~frothy/ 


Dataman is a very usefull resource manager and I used it for all my games: 
http://www.netyaroze-europe.com/~jruss1/ 

Grabauto, from the same page, is usefull at the end of the project to pack 
all the data into one file. 


I have a bunch of new projects in the pipeline (including a new version of 
Mario Pac this week) but they are all for PC, rather than Yaroze. 


Mattv 
www.hermitgames.com 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build 
n 

> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 
checked 
> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have 


VVVVVVVVVVOVVVVVVVV VV VV VV VV VV VV 


>a 

> > Yaroze? 

>> 

> > Thanks in advance, 
> > Andrew. 

>> 

>> 

> 

> 


—-MESSAGE FILE 10032 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008760 


——MESSAGE FILE 10033 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008761 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 8 Oct 2003 15:49:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 

Message-ID: <bm18vtS4t35@www.netyaroze-europe. com> 

References: <blrt31S$4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


Aha just found this in a post from 3/4/02 "gcc in XP", hope it helps: 
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>> 
As far as I know the situation is as follows: All the DOS tools for 
manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


Go to Graeme Evans site and download the GNU c++ 2.8.1 compiler 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 


Next go to Michael Garcia's site and download his setup file 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


Unzip GCC281.zip to the root of your drive and you will have a directory 
named c:\PSX3. Now replace "C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
you'll be laughing. GCC under XP. The only catch is that everything must 
be in the c:\psx3 directory. 


Enjoy 
Mark 
Ps. I don't know what or if there are any differences between the GCC281 


compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 

news: blv5qd$4t 34@www.netyaroze-europe.com... 

> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin gives 

me 
a stack fault. I just assume that this has something to do with XP. If you 
can't run the GNU tools how do you build your projects? 


Andrew. 


> 
> 
> 
> 
> 
> "Matt Verran" <matt@hermitgames.com> wrote in message 

> news:blu28fS4t32@www.netyaroze-europe.com... 

> > I still check here now and again, bit quiet recently tho... 

>> 

> > I use minicons on win2k/XP to transfer my files, it's much more like 
> siocons 

> > than pscomm: 

> > http://www.netyaroze-europe.com/~frothy/ 

>> 

> > Dataman is a very usefull resource manager and I used it for all my 
games: 

> > http://www.netyaroze-europe.com/~jruss1/ 

> > Grabauto, from the same page, is usefull at the end of the project to 


pack 

> > all the data into one file. 

>> 

> > I have a bunch of new projects in the pipeline (including a new version 
of 

> > Mario Pac this week) but they are all for PC, rather than Yaroze. 
>> 

> > Mattv 

> > www.hermitgames.com 

>> 

>> 

> > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> > news:blrt31S4t31@www.netyaroze-europe.com... 

> > > Anyone still check these newsgroups? 

>>> 

> > > I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
build 

> on 


> > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
> > under 
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> > XP or only 2000, or is there any difference? 

>> 

> > Also is there a resource manager out there that can take a list (or 
> > equivelant) of files and generate a list of defines with addresses 
> attatched 

> > so I can copy and paste into a project? 

>> 

> > Anyway hope all is well, any new projects on the horizon? Anybody 


checked 
> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have 


>a 

> > Yaroze? 

>> 

> > Thanks in advance, 
> > Andrew. 

>> 

>> 

> 

> 


VVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 10033 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008761 


——MESSAGE FILE 10034 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008762 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 8 Oct 2003 21:41:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 115 

Message-ID: <bm1tj1S4t36@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS$4t35@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-25-76.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Doh! 


I replied to that post, how stupid am I?! Well i suppose its easy to forget, 
given time and my inability to find the posts I'm looking for. 


Thanks again Matt, 
Andy. 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:bm18vtS$4t35@www.netyaroze-europe.com... 
> Aha just found this in a post from 3/4/02 "gcc in XP", hope it helps: 


>> 


As far as I know the situation is as follows: All the DOS tools for 
manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


Go to Graeme Evans site and download the GNU ct+ 2.8.1 compiler 
http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 


Next go to Michael Garcia's site and download his setup file 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 
> 

> 


Unzip GCC281.zip to the root of your drive and you will have a directory 
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named c:\PSX3. Now replace "C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
you'll be laughing. GCC under XP. The only catch is that everything must 
be in the c:\psx3 directory. 


Enjoy 
Mark 
Ps. I don't know what or if there are any differences between the GCC281 


compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blv5qd$4t 34@www.netyaroze-europe.com... 


> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin gives 
me 

> a stack fault. I just assume that this has something to do with XP. If 
ou 

> can't run the GNU tools how do you build your projects? 

> 

> Andrew. 

> 

> "Matt Verran" <matt@hermitgames.com> wrote in message 

> news:blu28fS4t32@www.netyaroze-europe.com... 

> > I still check here now and again, bit quiet recently tho... 

>> 

> > I use minicons on win2k/XP to transfer my files, it's much more like 
> siocons 

> > than pscomm: 

> > http://www.netyaroze-europe.com/~frothy/ 

>> 

> > Dataman is a very usefull resource manager and I used it for all my 


games: 
> > http://www.netyaroze-europe.com/~jruss1/ 
> > Grabauto, from the same page, is usefull at the end of the project to 


pack 

> > all the data into one file. 

>> 

> > I have a bunch of new projects in the pipeline (including a new 


ersion 
of 

> > Mario Pac this week) but they are all for PC, rather than Yaroze. 
>> 

> > Mattv 

> > www.hermitgames.com 

>> 

>> 

> > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> > news:blrt31S4t31@www.netyaroze-europe.com... 

> > > Anyone still check these newsgroups? 

>>> 

> > > I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
build 

> on 

> > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
ork 

> > under 

> > > XP or only 2000, or is there any difference? 

>>> 

> > > Also is there a resource manager out there that can take a list (or 
> > > equivelant) of files and generate a list of defines with addresses 
> > attatched 

> > > so I can copy and paste into a project? 

>>> 

> > > Anyway hope all is well, any new projects on the horizon? Anybody 
> checked 

> > > out the xGameStation? (www.xgamestation.com), who needs that when 
ou 

> have 
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Thanks in advance, 
Andrew. 
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—-MESSAGE FILE 10034 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008762 


--MESSAGE FILE 10035 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008763 
Path: chuka.playstation.co.uk!news 

From: "KMillar" <kmillar@yaroze.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 


Subject: 


Date: Fri, 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 


Message-ID: 
References: 
NNTP-Posting-Host: 


34 


Re: WinXP, SIOCONS & Memory Manager 


10 Oct 2003 13:27:06 +0100 


X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


It's so strange.... 
I had just come back onto this news group for the first time in about 2 
years to ask this same question! 


<bm69dcSabil@www.netyaroze-europe. com> 
<blrt31$4t31@www.netyaroze-europe.com> 
cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 


BIW, It was me that wrote PSXCOMM and yes it does work with XP. 


Matt, thanks for the info on getting things working with XP. 


-Kenny 


Mill 


lar 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 


news:bl 


rt3] 


S4t31@www.netyaroze-europe.com... 


> Anyone still check these newsgroups? 


> 


> I'm 


looking for a WinXP GNU setup, 


can anyone get GNU projects to build on 


> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 


under 


> XP or only 2000, or is there any difference? 


> 


> Also is there a resource manager out there that can take a list (or 


> equivelant) 


attatched 
> so I can copy and paste into a project? 


VVVVVV&Y VV V 


Anyway hope all is well, 
out the xGameStation? (www.xgamestation.com), 


Yaroze? 


Thanks in advance, 
Andrew. 


of files and generate a list of defines with addresses 


any new projects on the horizon? Anybody checked 


who needs that when you have 


—-MESSAGE FILE 10035 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008763 
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--MESSAGE FILE 10036 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008764 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Fri, 10 Oct 2003 22:23:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 116 

Message-ID: <bm78q5Sabi2@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-25-76.in-addr.btopenworld.com 

X=Prierity: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Right i've set everything up, though there is a problem when I run make - it 
does run - but I don't think the older makefiles work with it, keeps 
complaining of 'no rule to make main.o needed by main'. Is there a new 
makefile format with this release of GCC? Does anyone have an example 
makefile which actually works with the new GCC2.8.1 setup? 


Thanks in advance, 
Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:bm18vtS$4t35@www.netyaroze-europe.com... 
> Aha just found this in a post from 3/4/02 "gcc in XP", hope it helps: 


>> 


As far as I know the situation is as follows: All the DOS tools for 
manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


Go to Graeme Evans site and download the GNU c++ 2.8.1 compiler 
http: //www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 


Next go to Michael Garcia's site and download his setup file 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


Unzip GCC281.zip to the root of your drive and you will have a directory 
named c:\PSX3. Now replace "C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
you'll be laughing. GCC under XP. The only catch is that everything must 
be in the c:\psx3 directory. 


Enjoy 
Mark 
Ps. I don't know what or if there are any differences between the GCC281 


compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blv5qd$4t 34@www.netyaroze-europe.com... 
> Matt, 
> 
> Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin gives 
me 
a stack fault. I just assume that this has something to do with XP. If 


Andrew. 


VVVVKRVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> 
u 
> can't run the GNU tools how do you build your projects? 
> 
> 
> 


Net 
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"Matt Verran" <matt@hermitgames.com> wrote in message 
news:blu28fS4t32@www.netyaroze-europe.com... 

> I still check here now and again, bit quiet recently tho... 

> 

> I use minicons on win2k/XP to transfer my files, it's much more like 
siocons 

> than pscomm: 

> http://www.netyaroze-europe.com/~frothy/ 

> 

> Dataman is a very usefull resource manager and I used it for all my 
mes: 

> http://www.netyaroze-europe.com/~jruss1/ 

> Grabauto, from the same page, is usefull at the end of the project to 
ck 


> > > all the data into one file. 
>>> 


> > > I have a bunch of new projects in the pipeline (including a new 


VVVVVVVVVVV VV VV 
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O 


Mario Pac this week) but they are all for PC, rather than Yaroze. 


Mattv 
www.hermitgames.com 


news:blrt31S$4t31@www.netyaroze-europe.com... 
> Anyone still check these newsgroups? 
> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
ild 
n 
> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 


> 
> 
> 
> 
> 
> 
> "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
> 
> 
> 
> 
i 
° 
> 


under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 
> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 
checked 

> > out the xGameStation? (www.xgamestation.com), who needs that when 


VVVVVVVVV 


Yaroze? 


Thanks in advance, 
Andrew. 
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--MESSAGE FILE 10036 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008764 


——MESSAGE FILE 10037 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008765 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: WinXP, SIOCONS & Memory Manager 
Date: 11 Oct 2003 08:24:30 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01c38fceSf8805220S8500a8c0@portable-pal> 

References: <blrt31S$4t31@www.netyaroze-europe. com> 
NNTP-Posting-Host: AMontsouris-—108-1-12-49.w217-128.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Andrew Murray <a_murray@btopenworld.com> wrote in article 
<blrt31$4t31l@www.netyaroze-europe.com>... 
> Anyone still check these newsgroups? 


Yes, about once a week... but there's not much happening... 


> Anyway hope all is well, any new projects on the horizon? Anybody checked 
> out the xGameStation? (www.xgamestation.com), who needs that when you 
have a 

> Yaroze? 


I think that thing sounds quite cool. What's better than Yaroze is mostly 
the hardware part, and the fact that you can freely distribute your 
software (well, to people who have the same machine that is ^^ ). Too bad 
they don't put a PSX controller interface. But they're planning a vector 
display! 


-—-MESSAGE FILE 10037 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008765 


—--MESSAGE FILE 10038 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008766 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Tue, 14 Oct 2003 11:23:24 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 124 

Message-ID: <bmf8ucS$f8j1@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


This maybe a very stupid question, but whats the reason we have to have psx3 
as the folder name? Can we not change it or is this something to do with 
the build of the compiler.. 


I really dont know much about this stuff, but what do we need to do to 
upgrade the compiler to the latest versions? ( 3.2 ) It would be good to 
keep up todate with the compilers and also be able to define our own folder 
names (aside from psx3).. Can anyone write some kind of process on how to do 
this.. Id be willing to give it a go if i knew how :) 


Either way i will be upgrading to XP shortly so im going to have to go 
through the process of getting my gear ot work properly.. 


Cheers 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:bm18vt$4t35@www.netyaroze-europe.com... 
> Aha just found this in a post from 3/4/02 "gcc in XP", hope it helps: 


>> 


As far as I know the situation is as follows: All the DOS tools for 
manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


VVVVVVV 
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Go to Graeme Evans site and download the GNU ct+ 2.8.1 compiler 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 


Next go to Michael Garcia's site and download his setup file 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


Unzip GCC281.zip to the root of your drive and you will have a directory 
named c:\PSX3. Now replace "C:\psx3\mips-—unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
you'll be laughing. GCC under XP. The only catch is that everything must 
be in the c:\psx3 directory. 


Enjoy 
Mark 
Ps. I don't know what or if there are any differences between the GCC281 


compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blv5qd$4t 34@www.netyaroze-europe.com... 


> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin gives 
me 

> a stack fault. I just assume that this has something to do with XP. If 
u 

> can't run the GNU tools how do you build your projects? 

> 

> Andrew. 

> 

> "Matt Verran" <matt@hermitgames.com> wrote in message 

> news:blu28fS4t32@www.netyaroze-europe.com... 

> > I still check here now and again, bit quiet recently tho... 

>> 

> > I use minicons on win2k/XP to transfer my files, it's much more like 
> siocons 

> > than pscomm: 

> > http://www.netyaroze-europe.com/~frothy/ 

>> 

> > Dataman is a very usefull resource manager and I used it for all my 


games: 
> > http://www.netyaroze-europe.com/~jruss1/ 
> > Grabauto, from the same page, is usefull at the end of the project to 


pack 
> > > all the data into one file. 
>>> 
> > > I have a bunch of new projects in the pipeline (including a new 
version 
> of 
> > > Mario Pac this week) but they are all for PC, rather than Yaroze. 
>>> 
> > > MattV 
> > > www.hermitgames.com 
>>> 
>>> 
> > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
> > > news:blrt31S4t31@www.netyaroze-europe.com... 
> > > > Anyone still check these newsgroups? 
> > > > 
> > > > I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
> build 
> > on 
> > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
work 
> > > under 
> > > > XP or only 2000, or is there any difference? 
>>>> 
> > > > Also is there a resource manager out there that can take a list (or 
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> > > > equivelant) of files and generate a list of defines with addresses 
> > > attatched 

> > > > so I can copy and paste into a project? 

>>>> 

> > > > Anyway hope all is well, any new projects on the horizon? Anybody 
> > checked 

> > > > out the xGameStation? (www.xgamestation.com), who needs that when 
you 

> > have 

>>>a 

> > > > Yaroze? 

>>>> 

> > > > Thanks in advance, 

> > > > Andrew. 

> > > > 

>>>> 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 10038 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008766 


--MESSAGE FILE 10039 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008767 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Tue, 14 Oct 2003 19:25:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 150 

Message-ID: <bmhfrjSf8j2@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS$4t35@www.netyaroze-europe. com> 
<bmf8uc$f8j1@www.netyaroze-europe.com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


It actually doesn't have to be C:\PSX3, it can be wherever you want, I think 
that was said because in the djsetup.bat batch file which sets up the 
environment variables there is reference to C:\psx3, but that can be 
changed, and even then WinXP doesn't need a batch file to set environment 
variables, it can be done from Start | Settings | Control Panel | System 
Advanced | Environment Variables, then just add variables as you need them. 
There should already be a 'PATH' value so just edit it and add the new 
paths. Mine (the added paths) are C:NYarozeNPSXNGCC2Nmips-unknown-ecoffNbin 
and C:NYarozeNPSXNGCC2Nbin. 


I'm still having trouble with the problem I mentioned previously with 
make.exe splurting stuff about 'no rule to make main.o needed by main' - if 
anyone wants to suggest how to fix it??? 


Andy. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news:bmf8ucSf8jl@%@%www.netyaroze-europe.com... 

> This maybe a very stupid question, but whats the reason we have to have 
psx3 

as the folder name? Can we not change it or is this something to do with 
the build of the compiler.. 


v 


upgrade the compiler to the latest versions? ( 3.X ) It would be good to 


> 
> 
> I really dont know much about this stuff, but what do we need to do to 
> 
> keep up todate with the compilers and also be able to define our own 


Net Yaroze newsgroups message dump.txt Page 6619 


folder 
> names (aside from psx3).. Can anyone write some kind of process on how to 
do 

this.. Id be willing to give it a go if i knew how :) 

Either way i will be upgrading to XP shortly so im going to have to go 


through the process of getting my gear ot work properly.. 


Cheers 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:bm18vtS$4t35@www.netyaroze-europe.com... 
Aha just found this in a post from 3/4/02 "gcc in XP", hope it helps: 


>> 


As far as I know the situation is as follows: All the DOS tools for 
manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment under XP: 


Go to Graeme Evans site and download the GNU ct+ 2.8.1 compiler 
http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 


Next go to Michael Garcia's site and download his setup file 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


Unzip GCC281.zip to the root of your drive and you will have a directory 
named c:\PSX3. Now replace "C:\psx3\mips-—unknown-ecoff\lib\libsngcc.a" 
and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
you'll be laughing. GCC under XP. The only catch is that everything must 
be in the c:\psx3 directory. 


Enjoy 
Mark 
Ps. I don't know what or if there are any differences between the GCC281 


compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blv5qd$4t 34@www.netyaroze-europe.com... 


> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin 
ives 

me 

> a stack fault. I just assume that this has something to do with XP. If 

ou 

> can't run the GNU tools how do you build your projects? 

> 

> Andrew. 

> 

> "Matt Verran" <matt@hermitgames.com> wrote in message 

> news:blu28fS4t32@www.netyaroze-europe.com... 

> > I still check here now and again, bit quiet recently tho... 

>> 

> > I use minicons on win2k/XP to transfer my files, it's much more like 

> siocons 

> > than pscomm: 

> > http://www.netyaroze-europe.com/~frothy/ 

>> 

> > Dataman is a very usefull resource manager and I used it for all my 

games: 


> > http://www.netyaroze-europe.com/~jruss1/ 
> > Grabauto, from the same page, is usefull at the end of the project 


VVVVVVVVVVVVVV VV VK VV GV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


VIVVVVVVVVVVVVVVV VV VV VOQOV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
O 


v 


pack 


Net Yaroze newsgroups message dump.txt Page 6620 


> > > all the data into one file. 

>>> 

> > > I have a bunch of new projects in the pipeline (including a new 
version 


O 
Eh 


Mario Pac this week) but they are all for PC, rather than Yaroze. 


Mattv 
www.hermitgames.com 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
ld 
n 

> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 


c 
VORVVVVVVVVV VV 


VVVVVVVVVVVV VV V 


Ճ' 


Թ) 
VVVVEBEVVOVVVVVVV VV VV 


under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list 


V V V V 


> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 

checked 

> > out the xGameStation? (www.xgamestation.com), who needs that when 


V V V V V 


ave 
Yaroze? 


Thanks in advance, 
Andrew. 


V V V V V Vv Db 


VVVVVVVVVV VV GEV V VN VV VV 
V V V V V V V V V p' 
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--MESSAGE FILE 10039 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008767 


——MESSAGE FILE 10040 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008768 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Fri, 17 Oct 2003 14:02:09 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 176 

Message-ID: <bmnfc0$i9cl@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf8uc$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 
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Post your make file so that we can look over it :) 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bmhfrj$f8j2@www.netyaroze-europe.com... 

> It actually doesn't have to be C:\PSX3, it can be wherever you want, I 
think 

that was said because in the djsetup.bat batch file which sets up the 
environment variables there is reference to C:\psx3, but that can be 
changed, and even then WinXP doesn't need a batch file to set environment 
variables, it can be done from Start | Settings | Control Panel | System | 
Advanced | Environment Variables, then just add variables as you need 


> 
0) 
3 


There should already be a 'PATH' value so just edit it and add the new 
paths. Mine (the added paths) are 
:\Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 

and C:\Yaroze\PSX\GCC2\bin. 


I'm still having trouble with the problem I mentioned previously with 
make.exe splurting stuff about 'no rule to make main.o needed by main' - 


Hh 


anyone wants to suggest how to fix it??? 
Andy. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: bmf8ucS$f8j1@www.netyaroze-europe.com... 

> This maybe a very stupid question, but whats the reason we have to have 
psx3 

> as the folder name? Can we not change it or is this something to do 
with 

> > the build of the compiler.. 


VVVVVVVVVEEVVVVOAVV EV VV VV 


>> 
> > I really dont know much about this stuff, but what do we need to do to 
> > upgrade the compiler to the latest versions? ( 3.X ) It would be good 
to 


> > keep up todate with the compilers and also be able to define our own 
> folder 


> > names (aside from psx3).. Can anyone write some kind of process on how 
to 

> do 

> > this.. Id be willing to give it a go if i knew how :) 

>> 

> > Either way i will be upgrading to XP shortly so im going to have to go 
> > through the process of getting my gear ot work properly.. 

>> 

> > Cheers 

>> 

>> 

>> 

> > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > news:bm18vtS4t35@www.netyaroze-europe.com... 

> > > Aha just found this in a post from 3/4/02 "gcc in XP", hope it helps: 
>>> 

> > > >> 

> > > As far as I know the situation is as follows: All the DOS tools 
for 

> > > manipulating RSD, TIM files etc. work fine in XP. All the DOS compiler 
> > > EXE's do NOT work. Something to do with a GO32 stack problem or 

> > > something. Anyway here is how to get a working GCC environment under 
XP: 

>>> 

>>> Go to Graeme Evans site and download the GNU ct+ 2.8.1 compiler 
>>> 

>>> http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 

>>> 

>>> Next go to Michael Garcia's site and download his setup file 
>>> 

>>> http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 

>>> 

> > > Unzip GCC281.zip to the root of your drive and you will have a 
directory 


z 
0 
Ժ 
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> > > named c:\PSX3. Now replace "C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
> > > and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file and 
> > > you'll be laughing. GCC under XP. The only catch is that everything 
must 

> > > be in the c:\psx3 directory. 

>>> 

>>> Enjoy 

>>> 

>>> Mark 

>>> 

> > > Ps. I don't know what or if there are any differences between the 
GCC281 

> > > compiled EXE's and the ones compiled with the standard tools. 

>>> >> 

>>> 

>>> 

> > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> > > news:blv5qdS4t34@www.netyaroze-europe.com... 

> > > > Matt, 

>> >> 

> > > > Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin 
> gives 

> > > me 

> > > > a stack fault. I just assume that this has something to do with XP. 
If 

> > you 

> > > > can't run the GNU tools how do you build your projects? 

>>>> 

> > > > Andrew. 

>> >> 

> > > > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > > > news:blu28fS4t32@www.netyaroze-europe.com... 

> > > > > I still check here now and again, bit quiet recently tho... 

> > > > > 

> > > > > I use minicons on win2k/XP to transfer my files, it's much more 
like 

> > > > siocons 

> > > > > than pscomm: 

> > > > > http://www.netyaroze-europe.com/~frothy/ 

> > > > > 

> > > > > Dataman is a very usefull resource manager and I used it for all 
my 

> > > games: 

> > > > > http://www.netyaroze-europe.com/~jruss1/ 

> > > > > Grabauto, from the same page, is usefull at the end of the project 
> to 

> > > pack 

> > > > > all the data into one file. 

> > > > > 

> > > > > I have a bunch of new projects in the pipeline (including a new 
> > version 

> > > of 

> > > > > Mario Pac this week) but they are all for PC, rather than Yaroze. 
> > > > > 

> > > > > MattV 

> > > > > www.hermitgames.com 

> S e 

> > > > > 

> > > > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> > > > > news:blrt31S4t31@www.netyaroze-europe.com... 

> > > > > > Anyone still check these newsgroups? 

> > > > > > 

> > > > > > I'm looking for a WinXP GNU setup, can anyone get GNU projects 
to 

> > > build 

> > > > on 

> > > > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
> > work 

> > > > > under 

> > > > > > XP or only 2000, or is there any difference? 

>>>>>> 

> > > > > > Also is there a resource manager out there that can take a list 
> (or 
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> > > > > > equivelant) of files and generate a list of defines with 
addresses 

> > > > > attatched 

> > > > > > so I can copy and paste into a project? 

> > > > > > 

> > > > > > Anyway hope all is well, any new projects on the horizon? 
Anybody 

> > > > checked 

> > > > > > out the xGameStation? (www.xgamestation.com), who needs that 
when 

> > you 

> > > > have 

>> > > > a 

> > > > > > Yaroze? 

> > > > > > 

> > > > > > Thanks in advance, 

> > > > > > Andrew. 

> > > > > > 

>>>>>> 

>> > > > 

> > > > > 

> > > > 

> > > > 

>>> 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 10040 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008768 


—-MESSAGE FILE 10041 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008769 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Sat, 18 Oct 2003 23:52:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 215 

Message-ID: <bmshlb$jjcl@www.netyaroze-europe. com> 

References: <blrt31S$4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf8ucS$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0$i9cl@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Heh, yeah I suppose that would help, duh me. 


CFLAGS = -Wall 
LINKER = -Xlinker -Ttext -Xlinker 80140000 


PROG = main 
OBJS = main.o 


all: $ (PROG) 


main : $(OBJS) 

$(CC) S(LINKER) $(OBJS) -o $@ 
strip $@ 

:Շ«0: 


$(CC) S(CFLAGS) -—funsigned-char -c $< 


clean: 


Net Yaroze newsgroups message dump.txt Page 
del $ (PROG) 
del *.o 

Andy. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: bmnfc0$i9cl@www.netyaroze-europe.com... 
> Post your make file so that we can look over it :) 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bmhfrj$f8j2@www.netyaroze-europe.com... 

> It actually doesn't have to be C:\PSX3, it can be wherever you want, I 
think 

> that was said because in the djsetup.bat batch file which sets up the 

> environment variables there is reference to C:\psx3, but that can be 

> changed, and even then WinXP doesn't need a batch file to set 
nvironment 

> variables, it can be done from Start | Settings | Control Panel | System 


> Advanced | Environment Variables, then just add variables as you need 
them. 
> There should already be a 'PATH' value so just edit it and add the new 


> paths. Mine (the added paths) are 
C:\Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 

> and C:\Yaroze\PSX\GCC2\bin. 

> 

> I'm still having trouble with the problem I mentioned previously with 

> make.exe splurting stuff about 'no rule to make main.o needed by main' - 
if 

> anyone wants to suggest how to fix it??? 

> 

> Andy. 

> 

> "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> news:bmf8ucSf8j1@www.netyaroze-europe.com... 

> > This maybe a very stupid question, but whats the reason we have to 
ave 

> psx3 

> > as the folder name? Can we not change it or is this something to do 
with 

> > the build of the compiler.. 

>> 

> > I really dont know much about this stuff, but what do we need to do to 
> > upgrade the compiler to the latest versions? ( 3.X ) It would be good 
to 


> > keep up todate with the compilers and also be able to define our own 
> folder 


VVVAVVVVVIFVVVVV VV VV VV VV VV VV VV VV VV VV OV VV VV VV VV VV VV V VV VV OV VV VV VV VV 


> > names (aside from psx3).. Can anyone write some kind of process on how 
to 

> do 

> > this.. Id be willing to give it a go if i knew how :) 

>> 

> > Either way i will be upgrading to XP shortly so im going to have to go 
> > through the process of getting my gear ot work properly.. 

>> 

> > Cheers 

>> 

>> 

>> 

> > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > news:bm18vtS4t35@www.netyaroze-europe.com... 

> > > Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
elps: 

>>> 

> > > >> 

> > > As far as I know the situation is as follows: All the DOS tools 
for 

> > > manipulating RSD, TIM files etc. work fine in XP. All the DOS 
ompiler 

> > > EXE's do NOT work. Something to do with a GO32 stack problem or 

> > > something. Anyway here is how to get a working GCC environment under 
Հ . 


ՒՍ 
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Go to Graeme Evans site and download the GNU ct+ 2.8.1 compiler 
http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 


Next go to Michael Garcia's site and download his setup file 


VVVVVVVV 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 
> 

> Unzip GCC281.zip to the root of your drive and you will have a 
irectory 
> > named c:\PSX3. Now replace 
C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
Ի 


Հ/ՈՄՊՊՊՊՎՊՊՊԿ VV 
VaVVVVVVVV VV 


> > > > and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file 
and 

> > > > you'll be laughing. GCC under XP. The only catch is that everything 
> must 

> > > > be in the c:\psx3 directory. 

>> >> 

>> >> Enjoy 

>> >> 

>> >> Mark 

>> >> 

> > > > Ps. I don't know what or if there are any differences between the 
> GCC281 

> > > > compiled EXE's and the ones compiled with the standard tools. 

> > > > >> 

> > > > 

> > > > 

> > > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> > > > news:blv5qdS4t34@www.netyaroze-europe.com... 

> > > > > Matt, 

> S > > 

> > > > > Are you able to run the GNU tools under WinXP. Make.exe in gnu\bin 
> > gives 

> > > > me 

> > > > > a stack fault. I just assume that this has something to do with 
XP. 

> If 

> > > you 

> > > > > can't run the GNU tools how do you build your projects? 

> > > > > 

> > > > > Andrew. 

> > > > > 

> > > > > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > > > > news:blu28fS4t32@www.netyaroze-europe.com... 

> > > > > > I still check here now and again, Dit quiet recently tho... 

> > > > > > 

> > > > > > I use minicons on win2k/XP to transfer my files, it's much more 
> like 

> > > > > siocons 

> > > > > > than pscomm: 

> > > > > > http://www.netyaroze-europe.com/~frothy/ 

> > > > > > 

> > > > > > Dataman is a very usefull resource manager and I used it for all 
> my 

> > > > games: 

> > > > > > http://www.netyaroze-europe.com/~jruss1/ 

> > > > > > Grabauto, from the same page, is usefull at the end of the 
project 

> > to 

> > > > pack 

> > > > > > all the data into one file. 

> > > > > > 

> > > > > > I have a bunch of new projects in the pipeline (including a new 
> > > version 

> > > > of 

> > > > > > Mario Pac this week) but they are all for PC, rather than 
Yaroze. 

> > > > > > 

> > > > > > MattV 

> > > > > > www.hermitgames.com 

> > > > > > 
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"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects 


V V V V V V 
V V V V V V 
V V V V V V 
V V V V V V 


v 


> build 
> > on 
> > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does 


VVVAEVVVV VV 
v 


v 


O 


under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a 


ct 
VV V V V 
O 
V v v v z 
V V V V 


> equivelant) of files and generate a list of defines with 


R 
տ 
O 


V V V VO V 


attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? 


Ծ' 
VVOVVVVOVE 


Զ. 
Կ ԿԿՀԿՊՊՎՊԱՈԱ Կ 


2l 


checked 
> > out the xGameStation? (www.xgamestation.com), who needs that 
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Yaroze? 


Thanks in advance, 
Andrew. 
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—-MESSAGE FILE 10041 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008769 


——MESSAGE FILE 10042 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008770 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Mon, 20 Oct 2003 01:36:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 262 

Message-ID: <bmvbc9$4jjc2@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <blu28fS$4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf8uc$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0$i9cl@www.netyaroze-europe.com> <bmsh1lb$jjcl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host81-128-54-133.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
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CFLAGS = -02 -Wall 
LINKER -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 


PROG 
OBJS 


main 
main.o pad.o 


all: $ (PROG) 


S (PROG): $(OBJS) 
$(CC) S$ (LINKER) -o $@ $(OBJS) 
strip $@ 


Thats the makefile I use above try it instead .. nope I haven't used XP but 
it'll give you something to try before someone that knows what they are 
talking about replies ;-) 


Pete 
(honest it isnt so I will know in advance if mine will work when i 
eventually install XP ... dont believe me... damn) 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news:bmshlb$jjcl@www.netyaroze-europe.com... 
> Heh, yeah I suppose that would help, duh me. 


CFLAGS = -Wall 
LINKER = -Xlinker -Ttext -Xlinker 80140000 


PROG = main 
OBJS = main.o 


all: $ (PROG) 


main : $(OBJS) 

$(CC) S(LINKER) $(OBJS) -o S$@ 
strip $@ 

2ՇաԾ3 


$(CC) S(CFLAGS) -funsigned-char -c $< 


Andy. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

news: bmnfc0$i9cl@www.netyaroze-europe.com... 

> Post your make file so that we can look over it :) 

> 

> 

> "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> news:bmhfrjSf8j2@www.netyaroze-europe.com... 

> > It actually doesn't have to be C:\PSX3, it can be wherever you want, I 
> think 

> > that was said because in the djsetup.bat batch file which sets up the 
> > environment variables there is reference to C:\psx3, but that can be 
> > changed, and even then WinXP doesn't need a batch file to set 
environment 

> > variables, it can be done from Start | Settings | Control Panel | 
ystem 


> > Advanced | Environment Variables, then just add variables as you need 
> them. 
> > There should already be a 'PATH' value so just edit it and add the new 


VVVVYVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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paths. Mine (the added paths) are 
: \Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 
and C:\Yaroze\PSX\GCC2\bin. 


I'm still having trouble with the problem I mentioned previously with 
make.exe splurting stuff about 'no rule to make main.o needed by 


-V V V N O V 


w 
5 


> 

> 

> 

> 

> 

> 

i 

> if 

> > anyone wants to suggest how to fix it??? 

>> 

> > Andy. 

>> 

> > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> > news:bmf8ucSf8j1@www.netyaroze-europe.com... 

> > > This maybe a very stupid question, but whats the reason we have to 
have 

> > psx3 

> > > as the folder name? Can we not change it or is this something to do 
> with 

> > > the build of the compiler.. 

>>> 

> > > I really dont know much about this stuff, but what do we need to do 
° 

> > > upgrade the compiler to the latest versions? ( 3.X ) It would be 
ood 

> to 

> > > keep up todate with the compilers and also be able to define our own 
> > folder 

> > > names (aside from psx3).. Can anyone write some kind of process on 
Ow 

> to 

> > do 

> > > this.. Id be willing to give it a go if i knew how :) 

>>> 

> > > Hither way i will be upgrading to XP shortly so im going to have to 


> through the process of getting my gear ot work properly.. 

> 

> Cheers 

> 

> 

> 

> "Matt Verran" <matt@hermitgames.com> wrote in message 

> news:bm18vtS$4t35@www.netyaroze-europe.com... 

> > Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
elps: 

>> 

>> >> 

>> As far as I know the situation is as follows: All the DOS 
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° 
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> manipulating RSD, TIM files etc. work fine in XP. All the DOS 
ler 


O 


թ 


> > EXE's do NOT work. Something to do with a GO32 stack problem or 
> > something. Anyway here is how to get a working GCC environment 
nde 
Pe 
>> 
> > Go to Graeme Evans site and download the GNU c++ 2.8.1 
ompiler 
> >> 
> >> http: //www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 
> >> 
> >> Next go to Michael Garcia's site and download his setup file 
> >> 
> >> http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 
> >> 
> > > Unzip GCC281.zip to the root of your drive and you will have a 
> directory 
> > > named c:\PSX3. Now replace 


C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
> > > > and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's file 
and 
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> > > > > you'll be laughing. GCC under XP. The only catch is that 
everything 


must 
> 


be in the c:\psx3 directory. 
Enjoy 
Mark 


Ps. I don't know what or if there are any differences between the 


P 


compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news :blv5qd$4t34@www.netyaroze-europe.com... 

> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in 
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a stack fault. I just assume that this has something to do with 


tg 
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can't run the GNU tools how do you build your projects? 
Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: blu28fS4t32@www.netyaroze-europe.com... 

> I still check here now and again, bit quiet recently tho... 
> 

> I use minicons on win2k/XP to transfer my files, it's much 


VVVVVVVV VV 
V V V V V V V V VK 


O 
O 


kas 
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siocons 
> than pscomm: 
http://www.netyaroze-europe.com/~frothy/ 
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> 
> 
> Dataman is a very usefull resource manager and I used it for 


= 
< 


games: 
> > http://www.netyaroze-europe.com/~jruss1/ 
> > Grabauto, from the same page, is usefull at the end of the 


Vv v v 


Q 
ct 


k 
all the data into one file. 
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> 
> 
> I have a bunch of new projects in the pipeline (including a 
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version 
> of 
> > > Mario Pac this week) Dbut they are all for PC, rather than 


w 
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Mattv 
www.hermitgames.com 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU 
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VVVVVVVVVV 


tTVVVVVVVVVV NV VV 


R 

առ 
oa 
n 


build 
> on 
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> > > > > > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, 
does 


> it 

> > > > work 

>> > > > > > under 

> > > > > > > > XP or only 2000, or is there any difference? 
> > > > > > > > 

>> > > > > > > Also is there a resource manager out there that can take a 
> list 

> > > (or 

> > > > > > > > equivelant) of files and generate a list of defines with 
> > addresses 

> > > > > > > attatched 

> > > > > > > > so I can copy and paste into a project? 

> > > > > > > > 

> > > > > > > > Anyway hope all is well, any new projects on the horizon? 
> > Anybody 

> > > > > > checked 

> > > > > > > > out the xGameStation? (www.xgamestation.com), who needs that 
> > when 

> > > > you 

> > > > > > have 

>> > > > > > a 

> > > > > > > > Yaroze? 

> > > > > > > > 

> > > > > > > > Thanks in advance, 

> > > > > > > > Andrew. 

> > > > > > > > 

> > > > > > > > 

> > > > > > > 

>>>>>>> 

> > > > > > 

>>>>>> 

>> >>> 

>> >>> 

>> > > 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 


--MESSAGE FILE 10042 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008770 


——MESSAGE FILE 10043 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008771 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Mon, 20 Oct 2003 15:02:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 293 

Message-ID: <bn0qo7$jjc3@www.netyaroze-europe.com> 

References: <blrt31$4t31@www.netyaroze-europe.com> <blu28f$4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vt$4t35@www.netyaroze-europe.com> 
<bmf8ucS$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0$i9cl@www.netyaroze-europe.com> <bmshlbS$jjcl@www.netyaroze-europe.com> <bmvbc9$jjc2 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Nope, it doesn't like that either, the error this time is on line 12: *** 
missing separator. Stop. 
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I think it must be a new syntax or arguments for the new tools, because i've 
tried a few makefiles and it doesn't like any of them. There must be a web 
site somewhere that has the new syntax and what it all means. The version of 
make i'm using is the one that came with the aforementioned zip files and is 
version 3.75-819. 


*Stumped* 
Andy. 


"Peter Dollochan" <ezoray@btinternet.com> wrote in message 
news: bmvbc9$jjc2@www.netyaroze-europe.com... 


CFLAGS = -02 -Wall 

LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 
PROG = main 

OBJS = main.o pad.o 


all: $ (PROG) 


S (PROG): $(OBJS) 
$(CC) S$(LINKER) -o $@ $(OBJS) 
strip $@ 


Thats the makefile I use above try it instead .. nope I haven't used XP 
ut 

it'll give you something to try before someone that knows what they are 
talking about replies ;-) 


Pete 
(honest it isnt so I will know in advance if mine will work when i 
eventually install XP ... dont believe me... damn) 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news:bmshlb$jjcl@www.netyaroze-europe.com... 
> Heh, yeah I suppose that would help, duh me. 


CFLAGS = -Wall 
LINKER = -Xlinker -Ttext -Xlinker 80140000 


PROG = main 
OBJS = main.o 


all: $ (PROG) 


main : $(OBJS) 

$(CC) S(LINKER) $(OBJS) -o S$@ 
strip $@ 

Presto 


$(CC) S(CFLAGS) -—funsigned-char -c $< 


clean: 
del $(PROG) 
del *.o 


Andy. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: bmnfc0$i9cl@www.netyaroze-europe.com... 
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> Post your make file so that we can look over it :) 

> 

> 

> "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> news: bmhfrj$f8j2@www.netyaroze-europe.com... 

> > It actually doesn't have to be C:\PSX3, it can be wherever you want, 
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HE 

> > > think 

> > > > that was said because in the djsetup.bat batch file which sets up 
the 

> > > > environment variables there is reference to C:\psx3, but that can be 
> > > > changed, and even then WinXP doesn't need a batch file to set 

> > environment 

> > > > variables, it can be done from Start | Settings | Control Panel | 
> System 

>> 

> > > > Advanced | Environment Variables, then just add variables as you 
need 

> > > them. 

> > > > There should already be a 'PATH' value so just edit it and add the 
new 

> > > > paths. Mine (the added paths) are 

> > > C:\Yaroze\PSX\GCC2\mips—unknown-ecoff\bin 

> > > > and C:\Yaroze\PSX\GCC2\bin. 

>> >> 

> > > > I'm still having trouble with the problem I mentioned previously 
with 

> > > > make.exe splurting stuff about 'no rule to make main.o needed by 

> main’ - 

>> > if 

> > > > anyone wants to suggest how to fix it??? 

>> > > 

> > > > Andy. 

> > > > 

> > > > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> > > > news:bmf8ucSf8j1@www.netyaroze-europe.com... 

> > > > > This maybe a very stupid question, but whats the reason we have to 
> > have 

> > > > psx3 

> > > > > as the folder name? Can we not change it or is this something to 
do 

> > > with 

> > > > > the build of the compiler.. 

> > > > > 

> > > > > I really dont know much about this stuff, but what do we need to 
do 

> to 

> > > > > upgrade the compiler to the latest versions? ( 3.X ) It would be 
> good 

> > > to 

> > > > > keep up todate with the compilers and also be able to define our 
own 

> > > > folder 

> > > > > names (aside from psx3).. Can anyone write some kind of process on 
> how 

>> > to 

> > > > do 

> > > > > this.. Id be willing to give it a go if i knew how :) 

>> > > > 

> > > > > Either way i will be upgrading to XP shortly so im going to have 
to 

> go 

> > > > > through the process of getting my gear ot work properly.. 

> > > > > 

> > > > > Cheers 

> > > > > 

> > > > > 

> P. >. > > 

> > > > > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > > > > news:bml8vtš4t35@www.netyaroze-europe.com... 

> > > > > > Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
> > helps: 

> > > > > > 

> > > > > > >> 

> > > 5 > > As far as I know the situation is as follows: All the DOS 
> tools 

> > > for 

> > > > > > manipulating RSD, TIM files etc. work fine in XP. All the DOS 
> > compiler 
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> > > > > EXE's do NOT work. Something to do with a GO32 stack problem or 
> > > > > something. Anyway here is how to get a working GCC environment 
under 

> > XP: 

>> >>> 

>> > > > Go to Graeme Evans site and download the GNU ct+ 2.8.1 


http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 


Next go to Michael Garcia's site and download his setup file 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


VVVVVVV 


> Unzip GCC281.zip to the root of your drive and you will have a 
irectory 
> > named c:\PSX3. Now replace 
C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
> > > > and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's 


> 
> 
> 
> 
> 
> 
> 
r 
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d 
> > > you'll be laughing. GCC under XP. The only catch is that 
rything 

must 
>> 
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v 
be in the c:\psx3 directory. 
Enjoy 


Mark 
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Ps. I don't know what or if there are any differences between 
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compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blv5qdS$S4t34@www.netyaroze-europe.com... 

> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in 


5 
VVVEVVVVV VV VV V 


7 


VVVOVVVVVVVVV@ 


g 
> > me 
> > > a stack fault. I just assume that this has something to do 
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can't run the GNU tools how do you build your projects? 
Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: blu28fS4t32@www.netyaroze-europe.com... 

> I still check here now and again, bit quiet recently tho... 
> 

> I use minicons on win2k/XP to transfer my files, it's much 
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siocons 

> than pscomm: 

> http://www.netyaroze-europe.com/~frothy/ 

> 

> Dataman is a very usefull resource manager and I used it for 


V V V V V 
VVVVYV 


= 


> games: 
> > > http://www.netyaroze-europe.com/~jruss1/ 
> > > Grabauto, from the same page, is usefull at the end of the 
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>> > > > > pack 

>> > > > > > > all the data into one file. 

> > > > > > > > 

> > > > > > > > I have a bunch of new projects in the pipeline (including a 
> new 

> > > > > version 

Հ»»»-»» of 

> > > > > > > > Mario Pac this week) but they are all for PC, rather than 
> > Yaroze. 

> > > > > > > > 

> > > > > > > > MattV 

> > > > > > > > www.hermitgames.com 

> > > > > > > > 

>>>>>>>> 

> > > > > > > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
> > > > > > > > news:blrt31$4t31@www.netyaroze-europe.com... 

> > > > > > > > > Anyone still check these newsgroups? 

> > > > > > > > > 

> > > > > > > > > I'm looking for a WinXP GNU setup, can anyone get GNU 

> projects 

> > > to 

> > > > > > build 

> > > > > > > on 

> > > > > > > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, 
> does 

> > ե 

> > > > > work 

> > > > > > > > under 

> > > > > > > > > XP or only 2000, or is there any difference? 
>>>>>>>>> 

> > > > > > > > > Also is there a resource manager out there that can take a 
> > list 

> > > > (or 

> > > > > > > > > equivelant) of files and generate a list of defines with 
> > > addresses 

> > > > > > > > attatched 

> > > > > > > > > so I can copy and paste into a project? 

> > > > 5 > X> > > 

> > > > > > > > > Anyway hope all is well, any new projects on the horizon? 
> > > Anybody 

> > > > > > > checked 

> > > > > > > > > out the xGameStation? (www.xgamestation.com), who needs 
that 

> > > when 

> > > > > you 

> > > > > > > have 

>> > > > > > > a 

> > > > > > > > > Yaroze? 

> > > > > > > > > 

> > > > > > > > > Thanks in advance, 

> > > > > > > > > Andrew. 

>>>>>>>>> 

> > > > > > > > > 

> > > > > > > > 

>>>>>>>> 

> > > > > > > 

>>>>>>> 

>>>>>> 

> > > > > > 

> > > > > 

> > > > > 

> P DnS 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 
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—--MESSAGE FILE 10044 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008772 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Mon, 20 Oct 2003 15:34:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 293 

Message-ID: <bn0sjt$jjc4@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <blu28fS$4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf 8uc$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0$i9cl@www.netyaroze-europe.com> <bmshlbS$jjcl@www.netyaroze-europe.com> <bmvbc9$jjc2 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Actually, i browsed the net for a bit and found this 
http://www.cygwin.com/ml/cygwin/1998-10/msg00385.html it says that the 
missing separator error can be incurred by extra whitespace. After 'fixing' 
Peter's makefile (which I presume worked with the make distro that came with 
the Yaroze) I got the same error I'm getting: 


make: *** No rule to make target “main.o', needed by `main'. Stop. 


From what I've been reading MAKE version 3.75-819 isn't exactly 
bullet-proof. 


Andy. 
"Peter Dollochan" <ezoray@btinternet.com> wrote in message 


news :bmvbc9$jjc2@www.netyaroze-europe.com... 
CFLAGS = -02 -Wall 


LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 
PROG = main 
OBJS = main.o pad.o 


all: $ (PROG) 


S (PROG): $(OBJS) 
$(CC) S$ (LINKER) -o $@ $(OBJS) 
strip $@ 


Thats the makefile I use above try it instead .. nope I haven't used XP 
ut 

it'll give you something to try before someone that knows what they are 
talking about replies ;-) 


Pete 
(honest it isnt so I will know in advance if mine will work when i 
eventually install XP ... dont believe me... damn) 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news:bmshlb$jjcl@www.netyaroze-europe.com... 
> Heh, yeah I suppose that would help, duh me. 


CFLAGS = -Wall 
LINKER = -Xlinker -Ttext -Xlinker 80140000 
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> > PROG = main 

> > OBJS = main.o 

>> 

> > all: $ (PROG) 

>> 

> > main : $(OBJS) 

> > $(CC) $(LINKER) $(OBJS) -o 50 

> > strip $@ 

>> 

>> OO? 

> > $(CC) $(CFLAGS) -funsigned-char -c $< 

>> 

> > clean 

> > del $ (PROG) 

> > del *.o 

>> 

> > Andy. 

>> 

> > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> > news:bmnfc0$i9cl@www.netyaroze-europe.com... 

> > > Post your make file so that we can look over it :) 

>>> 

>>> 

> > > "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> > > news:bmhfrj$f8j2@www.netyaroze-europe.com... 

> > > > It actually doesn't have to be C:\PSX3, it can be wherever you want, 
T 

> > > think 

> > > > that was said because in the djsetup.bat batch file which sets up 
the 

> > > > environment variables there is reference to C:\psx3, but that can be 
> > > > changed, and even then WinXP doesn't need a batch file to set 

> > environment 

> > > > variables, it can be done from Start | Settings | Control Panel | 
> System 

>> 

> > > > Advanced | Environment Variables, then just add variables as you 
need 

> > > them. 

> > > > There should already be a 'PATH' value so just edit it and add the 
new 

> > > > paths. Mine (the added paths) are 

> > > C:\Yaroze\PSX\GCC2\mips—unknown-ecoff\bin 

> > > > and C:\Yaroze\PSX\GCC2\bin. 

>>>> 

> > > > I'm still having trouble with the problem I mentioned previously 
with 

> > > > make.exe splurting stuff about 'no rule to make main.o needed by 

> main’ - 

>> > if 

> > > > anyone wants to suggest how to fix it??? 

>>>> 

> > > > Andy 

>>>> 

> > > > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> > > > news:bmf8ucSf8j1@www.netyaroze-europe.com... 

> > > > > This maybe a very stupid question, but whats the reason we have to 
> > have 

> > > > psx3 

>> > > > as the folder name? Can we not change it or is this something to 
do 

> > > with 

> > > > > the build of the compiler.. 

> > > > > 

> > > > > I really dont know much about this stuff, but what do we need to 
do 

> to 

> > > > > upgrade the compiler to the latest versions? ( 3.X ) It would be 
> good 

> > > to 

> > > > > keep up todate with the compilers and also be able to define our 
own 

> > > > folder 
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> > > > names (aside from psx3).. Can anyone write some kind of process on 


t 
> do 

> > this.. Id be willing to give it a go if i knew how :) 
> 

> 


> 
> Either way i will be upgrading to XP shortly so im going to have 


O 
օ 


through the process of getting my gear ot work properly.. 


Cheers 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:bm18vtS$4t35@www.netyaroze-europe.com... 
> Aha just found this in a post from 3/4/02 "gcc in XP", hope it 


Փ 
VmhnVVVEVV VV VV VV V 


Ծ 
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> >> 
> As far as I know the situation is as follows: All the DOS 


O 
pa 


manipulating RSD, TIM files etc. work fine in XP. All the DOS 


EXE's do NOT work. Something to do with a GO32 stack problem or 
something. Anyway here is how to get a working GCC environment 


=) 
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Go to Graeme Evans site and download the GNU ct+ 2.8.1 


O 


zV NV V V V V NV V V VB 
H 


Q 


http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 


Next go to Michael Garcia's site and download his setup file 


V V V V V V 


http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 


VVVVVVVV OV V ae 
v 


> Unzip GCC281.zip to the root of your drive and you will have a 
irectory 

> > > named c:\PSX3. Now replace 
C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 
> > > > and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's 


VN NV NV V NV V V N NV N NV Y VV EV VV VV VV VV VV AV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV FEV VV VV VV 


VVVQAVVVVVVVVVVOVVVV VV VV OVV EVV VV VV VV VV VV AV VV GEV VV VV FEV VV VV VV VV VV V VQ 


ile 

and 

> > > > you'll be laughing. GCC under XP. The only catch is that 

verything 

> must 

> > > > be in the c:\psx3 directory. 

>> >> 

>> >> Enjoy 

>> >> 

Sy >: Mark 

>> > > 

> > > > Ps. I don't know what or if there are any differences between 
h 

> GCC281 

> > > > compiled EXE's and the ones compiled with the standard tools. 

> > > > >> 

— >> 

> > > > 

> > > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> > > > news:blv5qdS4t34@www.netyaroze-europe.com... 

> > > > > Matt, 

> > > > > 

> > > > > Are you able to run the GNU tools under WinXP. Make.exe in 

nu\bin 

> > gives 

>> > > me 

>> > > > a stack fault. I just assume that this has something to do 
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XP. 

SLE 

> > > you 

>> > > > can't run the GNU tools how do you build your projects? 

> > > > > 

> > > > > Andrew. 

> > > > > 

> > > > > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > > > > news:blu28fS4t32@www.netyaroze-europe.com... 

> > > > > > I still check here now and again, Dit quiet recently tho... 
>>>>>> 

> > > > > > I use minicons on win2k/XP to transfer my files, it's much 
re 

> like 

> > > > > siocons 

> > > > > > than pscomm: 

> > > > > > http://www.netyaroze-europe.com/~frothy/ 

> > > > > > 

> > > > > > Dataman is a very usefull resource manager and I used it for 
Al 

> my 

> > > > games: 

> > > > > > http://www.netyaroze-europe.com/~jruss1/ 

> > > > > > Grabauto, from the same page, is usefull at the end of the 
project 

>> to 

> > > > pack 

> > > > > > all the data into one file. 

>>>>>> 

> > > > > > I have a bunch of new projects in the pipeline (including 8 
w 

> > > version 

> > > > of 

> > > > > > Mario Pac this week) but they are all for PC, rather than 
Yaroze. 

>>>>>> 

> > > > > > Mattv 

> > > > > > www.hermitgames.com 

> > > > > > 

> > > > > > 

> > > > > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
> > > > > > news:blrt31S4t3l@www.netyaroze-europe.com... 

> > > > > > > Anyone still check these newsgroups? 

> > > > > > > 

> > > > > > > I'm looking for a WinXP GNU setup, can anyone get GNU 
ojects 

> to 

> > > > build 

>>> >> on 

> > > > > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, 
es 

it 

> > > work 

>> > > > > under 

> > > > > > > XP or only 2000, or is there any difference? 

> > > > > > > 

> > > > > > > Also is there a resource manager out there that can take a 
list 

> > (or 

> > > > > > > equivelant) of files and generate a list of defines with 
> addresses 

> > > > > > attatched 

> > > > > > > so I can copy and paste into a project? 

>>>>>>> 

>> > > > > > Anyway hope all is well, any new projects on the horizon? 
> Anybody 

> > > > > checked 

> > > > > > > out the xGameStation? (www.xgamestation.com), who needs 
> when 

> > > you 

>> > > > have 

> 


>> > > > a 
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Thanks in advance, 
Andrew. 
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—-MESSAGE FILE 10044 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008772 


——MESSAGE FILE 10045 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008773 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Mon, 20 Oct 2003 15:44:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 288 

Message-ID: <bn0t6k$jjc5@www.netyaroze-europe.com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf8uc$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0$i9cl@www.netyaroze-europe.com> <bmshlbS$jjcl@www.netyaroze-europe.com> <bmvbc9$jjc2 
@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Found this as well; 
http://www.gnu.org/prep/standards_50.html#SEC50 

I'm gonna have a read when I get the time. 
Andy. 

"Peter Dollochan" <ezoray@btinternet.com> wrote in message 
news: bmvbc9$jjc2@www.netyaroze-europe.com... 


> CFLAGS = -02 -Wall 
LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 


PROG 
OBJS = main.o pad.o 


main 


$ (PROG): $(OBJS) 
$(CC) $(LINKER) -o $@ $(OBJS) 


> 

> 

> 

> 

> 

> 

> all: $ (PROG) 
> 

> 

> 

> 

> strip 506 
> 
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> 
> 
> 
bu 
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Thats the makefile I use above try it instead .. nope I haven't used XP 
Է 

it'll give you something to try before someone that knows what they are 
talking about replies ;-) 


Pete 
(honest it isnt so I will know in advance if mine will work when i 
eventually install XP ... dont believe me... damn) 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news:bmshlb$jjcl@www.netyaroze-europe.com... 
> Heh, yeah I suppose that would help, duh me. 


CFLAGS = -Wall 
LINKER = -Xlinker -Ttext -Xlinker 80140000 


PROG = main 
OBJS = main.o 


all: $ (PROG) 


main : $(OBJS) 

$(CC) S(LINKER) $(OBJS) -o S$@ 
strip $@ 

.Շ.0օ: 


$(CC) S(CFLAGS) -funsigned-char -c $< 


Andy. 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: bmnfc0$i9cl@www.netyaroze-europe.com... 
Post your make file so that we can look over it :) 


v 


news: bmhfrj$f8j2@www.netyaroze-europe.com... 
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> 
> 
> "Andrew Murray" <a_murray@btinternet.com> wrote in message 
> 
> 
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> It actually doesn't have to be C:\PSX3, it can be wherever you want, 


> > think 

> > > that was said because in the djsetup.bat batch file which sets սք 
e 

> > > environment variables there is reference to C:\psx3, but that can be 
> > > changed, and even then WinXP doesn't need a batch file to set 

> environment 

> > > variables, it can be done from Start | Settings | Control Panel | 
System 

> | 

> > > Advanced | Environment Variables, then just add variables as you 
ed 

> > them. 

> > > There should already be a 'PATH' value so just edit it and add the 
w 

> > > paths. Mine (the added paths) are 

> > C:\Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 

> > > and C:\Yaroze\PSX\GCC2\bin. 

> > > 

> > > I'm still having trouble with the problem I mentioned previously 
th 

> > > make.exe splurting stuff about 'no rule to make main.o needed by 
main' - 

> > if 

> > > anyone wants to suggest how to fix it??? 

>>> 
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> > > > Andy. 

>> >> 

> > > > "Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 

> > > > news:bmf8ucSf8j1@www.netyaroze-europe.com... 

> > > > > This maybe a very stupid question, but whats the reason we have to 
> > have 

>> > > psx3 

>> > > > as the folder name? Can we not change it or is this something to 
do 

> > > with 

> > > > > the build of the compiler.. 

>> > > > 

> > > > > I really dont know much about this stuff, but what do we need to 
do 

> to 

> > > > > upgrade the compiler to the latest versions? ( 3.X ) It would be 
> good 

> > > to 

> > > > > keep up todate with the compilers and also be able to define our 
own 

> > > > folder 

> > > > > names (aside from psx3).. Can anyone write some kind of process on 
> how 

> > > to 

> > > > do 

> > > > > this.. Id be willing to give it a go if i knew how :) 

> > > > > 

> > > > > Either way i will be upgrading to XP shortly so im going to have 
to 

> go 

> > > > > through the process of getting my gear ot work properly.. 

>> >>> 

> > > > > Cheers 

>> > > > 

> > > > > 

> > > > > 

> > > > > "Matt Verran" <matt@hermitgames.com> wrote in message 

> > > > > news:bml8vtš4t35@www.netyaroze-europe.com... 

> > > > > > Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
> > helps: 

> > > > > > 

> > > > > > >> 

> > > > > > As far as I know the situation is as follows: All the DOS 
> tools 

> > > for 

> > > > > > manipulating RSD, TIM files etc. work fine in XP. All the DOS 
> > compiler 

> > > > > > EXE'S do NOT work. Something to do with a GO32 stack problem or 
> > > > > > something. Anyway here is how to get a working GCC environment 
> under 

> > > XP: 

>>>>>> 

> > > > > > Go to Graeme Evans site and download the GNU c++ 2.8.1 

> compiler 

> > > > > > 

> > > > > > http://www.netyaroze-europe.com/~frothy/ftp/gcc281.ZIP 
>>>>>> 

> > > > > > Next go to Michael Garcia's site and download his setup file 
> > > > > > 

> > > > > > http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 

> > > > > > 

> > > > > > Unzip GCC281.zip to the root of your drive and you will have a 
> > > directory 

> > > > > > named c:NPSX3. Now replace 

> > "C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 

> > > > > > and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's 
file 

> > and 

> > > > > > you'll be laughing. GCC under XP. The only catch is that 

> everything 

> > > must 

> > > > > > be in the c:Npsx3 directory. 

> > > > > > 
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Ps. I don't know what or if there are any differences between 
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compiled EXE's and the ones compiled with the standard tools. 
>> 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blv5qd$4t 34@www.netyaroze-europe.com... 

> Matt, 

> 

> Are you able to run the GNU tools under WinXP. Make.exe in 
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> > me 
> > > a stack fault. I just assume that this has something to do 
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can't run the GNU tools how do you build your projects? 
Andrew. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: blu28fS4t32@www.netyaroze-europe.com... 

> I still check here now and again, bit quiet recently tho... 
> 

> I use minicons on win2k/XP to transfer my files, it's much 
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siocons 

> than pscomm: 

> http://www.netyaroze-europe.com/~frothy/ 

> 

> Dataman is a very usefull resource manager and I used it for 


= 
VVVVV H 
K 
VV V V V 
VV V V V 


games: 
> > http://www.netyaroze-europe.com/~jruss1/ 
> > Grabauto, from the same page, is usefull at the end of the 


V Vv v 


Q 
ct 


all the data into one file. 


HB 

VVVVVOVVVS8 
Lok 

ԱՆ Casa 


I have a bunch of new projects in the pipeline (including a 


O 
bHOVVVVOVVVVVVVV VV KV NS NE NV V NV NV VID VV VV EVV VV VV hb VY NV VV VV VV VV OX 


Գտ 


> > > Mario Pac this week) but they are all for PC, rather than 


w 


VONE N OEN VANSA E VVN SV ՆՈՅ) 


oO 


Mattv 
www.hermitgames.com 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31l@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU 


VVVVVVVVVV 
VVVVVVVVVV 


tTVVVVVVVVVV NV VV 


ի 
Q 


ԼՍ. 


> > build 
> > > օո 
> > > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, 


VVVVVVVVVVVVVV VU V V V V V NV NV V NV NV NV NV NV NV NV V NV NV V NV V V NV V NV NV V N NV NV N NP, NP, N EN, NP ZE NV V NV NV NV NP NP, N NN NV NV VV FEV V V V V 
O 
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> > > > > work 

>> > > > > > > under 

> > > > > > > > > XP or only 2000, or is there any difference? 
> > > > > > > > > 

> > > > > > > > > Also is there a resource manager out there that can take a 
> > list 

> > > > (or 

> > > > > > > > > equivelant) of files and generate a list of defines with 
> > > addresses 

> > > > > > > > attatched 

> > > > > > > > > so I can copy and paste into a project? 

> > > > > > > > > 

> > > > > > > > > Anyway hope all is well, any new projects on the horizon? 
> > > Anybody 

> > > > > > > checked 

> > > > > > > > > out the xGameStation? (www.xgamestation.com), who needs 
that 

> > > when 

> > > > > you 

> > > > > > > have 

>> >> > > > > a 

> > > > > > > > > Yaroze? 

> > > > > > > > > 

> > > > > > > > > Thanks in advance, 

> > > > > > > > > Andrew. 

> > > > > > > > > 

> > > > > > > > > 

> > > > > > > > 

> > > > > > > > 

> > > > > > > 

>>>>>>> 

> > > > > > 

>>>>>> 

>> >>> 

>> >>> 

>> > > 

> > > > 

> > > 

> > > 

> > 

> > 

> 

> 


--MESSAGE FILE 10045 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008773 


——MESSAGE FILE 10046 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008774 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Mon, 20 Oct 2003 23:36:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 425 

Message-ID: <bnlos5$jjc6@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf8ucS$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0S$i9cl@www.netyaroze-europe.com> <bmshlb$jjcl@www.netyaroze-europe.com> <bmvbc9$jjc2 
@www.netyaroze-europe.com> <bn0sjt$jjc4@www.netyaroze-europe. com> 

NNTP-Posting-Host: m148-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en, en-us 

In-Reply-To: <bn0sjt$jjc4@www.netyaroze-europe. com> 


Can I ask a silly question, the .c file is main.c? 
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Thats the only time I've know to get that make error message when the .c 
is not the same as what is set as the target value (target = main) 


James 


Andrew Murray wrote: 


> Actually, i browsed the net for a bit and found this 

> http://www.cygwin.com/ml/cygwin/1998-10/msg00385.html it says that the 

> missing separator error can be incurred by extra whitespace. After 'fixing' 
> Peter's makefile (which I presume worked with the make distro that came with 
> the Yaroze) I got the same error I'm getting: 

> 

> make: *** No rule to make target “main.o', needed by “main'. Stop. 

> 

> From what I've been reading MAKE version 3.75-819 isn't exactly 

> bullet-proof. 

> 

> Andy. 

> 

> "Peter Dollochan" <ezoray@btinternet.com> wrote in message 

> news:bmvbc9Sjjc2@www.netyaroze-europe.com... 

> 

>>CFLAGS = -02 -Wall 

>>LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80100000 
>> 

>> 

>>PROG = main 

>>OBJS = main.o pad.o 

>> 

>>all: $ (PROG) 

>> 

>> 


>>$ (PROG): $(OBJS) 

>> $(CC) $(LINKER) =o $@ $(OBJS) 

>> strip 50 

>> 

>> 

>> 

>>Thats the makefile I use above try it instead .. nope I haven't used XP 
> 

> but 

> 

>>it'll give you something to try before someone that knows what they are 
>>talking about replies ;-) 

>> 

>>Pete 

>>(honest it isnt so I will know in advance if mine will work when i 
>>eventually install XP ... dont believe me... damn) 

>> 

>> 

>> 

>> 

>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 
>>news:bmshlbSjjcl@www.netyaroze-europe.com... 


>> 

>>>Heh, yeah I suppose that would help, duh me. 
>>> 

>>>CFLAGS = -Wall 

>>>LINKER = -Xlinker -Ttext -Xlinker 80140000 
>>> 

>>>PROG = main 

>>>OBJS = main.o 

>>> 

>>>all: 5 (PROG) 

>>> 

>>>main : $(OBJS) 


>>> $(CC) $(LINKER) $(OBJS) -o Տ0 

>>> strip $@ 

>>> 

>>>. C et 

>>> $(CC) S(CFLAGS) -funsigned-char -c $< 
>>> 
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>>>clean: 

>>> del $ (PROG) 

>>> del *.o 

>>> 

>>>Andy. 

>>> 

>>>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
>>>news:bmnfc0Si9cl@www.netyaroze-europe.com... 

>>> 

>>>>Post your make file so that we can look over it :) 

>>>> 

>>>> 

>>>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 
>>>>news:bmhfrj$f8j2@www.netyaroze-europe.com... 

>>>> 

>>>>>It actually doesn't have to be C:\PSX3, it can be wherever you want, 
> 

> I 

> 

>>>>think 

>>>> 

>>>>>that was said because in the djsetup.bat batch file which sets up 
> 

> the 

> 

>>>>>environment variables there is reference to C:\psx3, but that can be 
>>>>>changed, and even then WinXP doesn't need a batch file to set 
>>> 

>>>environment 

>>> 

>>>>>variables, it can be done from Start | Settings | Control Panel 
>> 

>>System 


>>>>>Advanced | Environment Variables, then just add variables as you 
> 

> need 

> 

>>>>them. 

>>>> 

>>>>>There should already be a 'PATH' value so just edit it and add the 
> 

> new 

> 

>>>>>paths. Mine (the added paths) are 

>>>> 

>>>>C:\Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 

>>>> 

>>>>>and C:\Yaroze\PSX\GCC2\bin. 

>>>>> 

>>>>>I'm still having trouble with the problem I mentioned previously 
> 

> with 

> 

>>>>>make.exe splurting stuff about 'no rule to make main.o needed by 
>> 

>>main' - 

>> 

>>>>if 

>>>> 

>>>>>anyone wants to suggest how to fix it??? 

>>>>> 

>>>>>Andy. 

>>>>> 

>>>>>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
>>>>>news : bmf8ucSf8j1@www.netyaroze-europe.com... 

>>>>> 

>>>>>>This maybe a very stupid question, but whats the reason we have to 
>>> 

>>>have 

>>> 
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>>>>>psx3 

>>>>> 

>>>>>>as the folder name? Can we not change it or is this something to 
> 

> do 

> 

>>>>with 

>>>> 

>>>>>>the build of the compiler.. 

>>>>>> 

>>>>>>I really dont know much about this stuff, but what do we need to 
> 

> do 

> 

>>to 

>> 

>>>>>>upgrade the compiler to the latest versions? ( 3.X ) It would be 
>> 

>>good 

>> 

>>>>to 

>>>> 

>>>>>>keep up todate with the compilers and also be able to define our 
> 

> own 

> 

>>>>>folder 

>>>>> 

>>>>>>names (aside from psx3).. Can anyone write some kind of process on 
>> 

>>how 

>> 

>>>>to 

>>>> 

>>>>>do 

>>>>> 

>>>>>>this.. Id be willing to give it a go if i knew how :) 

>>>>>> 
>>>>>>EHither way i will be upgrading to XP shortly so im going to have 
> 

> to 

> 

>>go 

>> 

>>>>>>through the process of getting my gear ot work properly.. 
>>>>>> 

>>>>>>Cheers 

>>>>>> 

>>>>>> 

>>>>>> 

>>>>>>"Matt Verran" <matt@hermitgames.com> wrote in message 
>>>>>>news:bm18vt$4t35@www.netyaroze-europe.com... 

>>>>>> 

>>>>>>>Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
>>> 
>>>helps: 
>>> 
>>>>>>>>> 
>>>>>>> 
>>>>>>> As far as I know the situation is as follows: All the DOS 
>> 

>>tools 

>> 

>>>>for 

>>>> 

>>>>>>>manipulating RSD, TIM files etc. work fine in XP. All the DOS 
>>> 

>>>compiler 

>>> 

>>>>>>>EXE's do NOT work. Something to do with a GO32 stack problem or 
>>>>>>>something. Anyway here is how to get a working GCC environment 
>> 

>>under 
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>> 

>>>>XP: 

>>>> 

>>>>>>> Go to Graeme Evans site and download the GNU c++ 2.8.1 
>> 

>>compiler 

>> 

>>>>>>> http: //www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 
>>>>>>> 


>>>>>>> Next go to Michael Garcia's site and download his setup file 
>>>>>>> 

>>>>>>> http: //www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 
>>>>>>> 


>>>>>>>Unzip GCC281.zip to the root of your drive and you will have a 
>>>> 

>>>>directory 

>>>> 

>>>>>>>named c:\PSX3. Now replace 

>>> 

>>>"C:\psx3\mips—-unknown-ecoff\lib\libsngcc.a" 

>>> 

>>>>>>>and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's 
> 

> file 

> 

>>>and 

>>> 

>>>>>>>you'll be laughing. GCC under XP. The only catch is that 

>> 

>>everything 

>> 

>>>>must 

>>>> 

>>>>>>>be in the c:\psx3 directory. 

>>>>>>> 

>>>>>>> Enjoy 

>>>>>>> 

>>>>>>> Mark 

>>>>>>> 

>>>>>>>Ps. I don't know what or if there are any differences between 
> 

> the 

> 

>>>>GCC281 

>>>> 

>>>>>>>compiled EXE's and the ones compiled with the standard tools. 
>>>>>>> 
>>>>>>>>> 
>>>>>>> 
>>>>>>> 
>>>>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>>>>news:blv5qd$4t34@www.netyaroze-europe.com... 

>>>>>>> 

>>>>>>>>Matt, 

>>>>>>>> 

>>>>>>>>Are you able to run the GNU tools under WinXP. Make.exe in 
>> 

>>gnu\bin 

>> 

>>>>>gives 

>>>>> 

>>>>>>>me 

>>>>>>> 

>>>>>>>>a stack fault. I just assume that this has something to do 
> 

> with 

> 

>>>XP. 

>>> 

>>>>If 

>>>> 

>>>>>>you 

>>>>>> 
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>>>>>>>>can't run the GNU tools how do you build your projects? 
>>>>>>>> 

>>>>>>>>Andrew. 

>>>>>>>> 

>>>>>>>>"Matt Verran" <matt@hermitgames.com> wrote in message 
>>>>>>>>news:blu28fS4t32@www.netyaroze-europe.com... 

>>>>>>>> 
>>>>>>>>>I still check here now and again, bit quiet recently tho... 
>>>>>>>>> 

>>>>>>>>>I use minicons on win2k/XP to transfer my files, it's much 
>> 

>>more 

>> 

>>>>like 

>>>> 

>>>>>>>>siocons 

>>>>>>>> 

>>>>>>>>>than pscomm: 
>>>>>>>>>http://www.netyaroze-europe.com/~frothy/ 

>>>>>>>>> 

>>>>>>>>>Dataman is a very usefull resource manager and I used it for 
>> 

>>all 

>> 

>>>>my 

>>>> 

>>>>>>>games: 

>>>>>>> 

>>>>>>>>>http://www.netyaroze-europe.com/~jruss1/ 
>>>>>>>>>Grabauto, from the same page, is usefull at the end of the 
>>> 

>>>project 

>>> 

>>>>>to 

>>>>> 

>>>>>>>pack 

>>>>>>> 

>>>>>>>>>all the data into one file. 

>>>>>>>>> 

>>>>>>>>>I have a bunch of new projects in the pipeline (including 8 
>> 

>>new 

>> 

>>>>>>version 

>>>>>> 

>>>>>>>0f 

>>>>>>> 

>>>>>>>>>Mario Pac this week) but they are all for PC, rather than 
>>> 

>>>Yaroze. 

>>> 

>>>>>>>>>Mattv 

>>>>>>>>>www.hermitgames.com 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>>>>>>news:blrt31$4t31l@www.netyaroze-europe.com... 

>>>>>>>>> 

>>>>>>>>>>Anyone still check these newsgroups? 

>>>>>>>>>> 

>>>>>>>>>>I'm looking for a WinXP GNU setup, can anyone get GNU 

>> 

>>projects 

>> 

>>>>to 

>>>> 

>>>>>>>build 

>>>>>>> 

>>>>>>>>on 

>>>>>>>> 

>>>>>>>>>>WinXP? I know about PSCOMM as an alternative to SIOCONS, 
>> 

>>does 
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>> 

>>>it 

>>> 

>>>>>>work 

>>>>>> 

>>>>>>>>>under 

>>>>>>>>> 

>>>>>>>>>>XP or only 2000, or is there any difference? 
>>>>>>>>>> 

>>>>>>>>>>Also is there a resource manager out there that can take a 
>>> 

>>>list 

>>> 

>>>>> (or 

>>>>> 

>>>>>>>>>>equivelant) of files and generate a list of defines with 
>>>> 

>>>>addresses 

>>>> 

>>>>>>>>>attatched 

>>>>>>>>> 

>>>>>>>>>>so I can copy and paste into a project? 
>>>>>>>>>> 

>>>>>>>>>>Anyway hope all is well, any new projects on the horizon? 
>>>> 

>>>>Anybody 

>>>> 

>>>>>>>>checked 

>>>>>>>> 

>>>>>>>>>>out the xGameStation? (www.xgamestation.com), who needs 
> 

> that 

> 

>>>>when 

>>>> 

>>>>>>you 

>>>>>> 

>>>>>>>>have 

>>>>>>>> 

>>>>>>>>>a 

>>>>>>>>> 

>>>>>>>>>>Yaroze? 

>>>>>>>>>> 

>>>>>>>>>>Thanks in advance, 

>>>>>>>>>>Andrew. 

>>>>>>>>>> 

>>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>> 

>>>>>>> 

>>>>>> 

>>>>> 

>>>> 

>>> 

>> 

> 

> 


—-MESSAGE FILE 10046 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008774 


——MESSAGE FILE 10047 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008775 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Tue, 21 Oct 2003 22:38:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 454 

Message-ID: <bn49pqSm4k1@www.netyaroze-europe. com> 
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References: <blrt31S$4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS4t35@www.netyaroze-europe. com> 
<bmf 8ucS$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0S$i9cl@www.netyaroze-europe.com> <bmshlbS$jjcl@www.netyaroze-europe.com> <bmvbc9$jjc2 
@www.netyaroze-europe.com> <bn0sjt$jjc4@www.netyaroze-europe.com> <bnlos5$jjc6@www.n 
etyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


eh, right... doh. 
Anyway, i get an error from make, complaining it cannot execute cpp.exe: 


gcc -Wall -funsigned-char -c main.c 
gcc: installation problem, cannot exec `cpp': No such file or directory 
make: *** [main.o] Error 1 


I have tried the cpp.exe from the latest distribution of DJGPP to no avail, 
this time complaining of an ‘invalid argument': 


gcc -Wall -funsigned-char -c main.c 
gcc: installation problem, cannot exec `cpp': Invalid argument 
make: *** [main.o] Error 1 


I'm beginning to give up and just admit that a Yaroze GNU Development 
environment is impossible (for me at least) on windows xp. Has anyone else 
been able to get GNU working on XP with the files from Graeme Evans' and 
Michael Garcia's sites? 


Andy. 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news:bnlos5$jjc6@www.netyaroze-europe.com... 

> Can I ask a silly question, the .c file is main.c? 

Thats the only time I've know to get that make error message when the .c 
is not the same as what is set as the target value (target = main) 


James 


Andrew Murray wrote: 


VV V V V V V 


> > Actually, i browsed the net for a bit and found this 

> > http://www.cygwin.com/ml/cygwin/1998-10/msg00385.html it says that the 
> > missing separator error can be incurred by extra whitespace. After 
'fixing' 

> > Peter's makefile (which I presume worked with the make distro that came 
with 

> > the Yaroze) I got the same error I'm getting: 


>> 

> > make: *** No rule to make target ‘main.o', needed by ~“main'. Stop. 
>> 

> > From what I've been reading MAKE version 3.75-819 isn't exactly 
> > bullet-proof. 

>> 

> > Andy. 

>> 

> > "Peter Dollochan" <ezoray@btinternet.com> wrote in message 

> > news:bmvbc9Sjjc2@www.netyaroze-europe.com... 

>> 

> >>CFLAGS = -02 -Wall 

> >>LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
80100000 

> >> 

> >> 

> >>PROG = main 

> >>OBJS = main.o pad.o 

> >> 

> >>all: $ (PROG) 

> >> 

> >> 
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>>$ (PROG): $(OBJS) 

>> $(CC) $(LINKER) -o $@ $(OBJS) 

>> strip $@ 

>> 

>> 

>> 

>>Thats the makefile I use above try it instead .. nope I haven't used XP 
> 

> but 

> 

>>it'll give you something to try before someone that knows what they are 
>>talking about replies ;-) 

>> 

>>Pete 

>>(honest it isnt so I will know in advance if mine will work when i 
>>eventually install XP ... dont believe me... damn) 

>> 

>> 

>> 

>> 

>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 
>>news:bmshlbS$jjcl@www.netyaroze-europe.com... 


>> 

>>>Heh, yeah I suppose that would help, duh me. 
>>> 

>>>CFLAGS = -Wall 

>>>LINKER = -Xlinker -Ttext -Xlinker 80140000 
>>> 

>>>PROG = main 

>>>OBJS = main.o 

>>> 

>>>all: $ (PROG) 

>>> 

>>>main : $(OBJS) 


>>> $(CC) $ (LINKER) $(OBJS) -o $Q@ 

>>> strip $@ 

>>> 

>>>.c.o: 

>>> $(CC) Տ(ՇԲԼՆՃՇՏ) -funsigned-char -c $< 

>>> 

>>>clean: 

>>> del $(PROG) 

>>> del *.o 

>>> 

>>>Andy. 

>>> 

>>>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
>>>news:bmnfc0Si9cl@www.netyaroze-europe.com... 

>>> 

>>>>Post your make file so that we can look over it :) 

>>>> 

>>>> 

>>>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 
>>>>news:bmhfrj$f8j2@www.netyaroze-europe.com... 

>>>> 

>>>>>It actually doesn't have to be C:\PSX3, it can be wherever you want, 
> 

> I 

> 

>>>>think 

>>>> 

>>>>>that was said because in the djsetup.bat batch file which sets up 
> 

> the 

> 

>>>>>environment variables there is reference to C:\psx3, but that can be 
>>>>>changed, and even then WinXP doesn't need a batch file to set 
>>> 

>>>environment 

>>> 

>>>>>variables, it can be done from Start | Settings | Control Panel 
>> 

>>System 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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>> 

>>> | 

>>> 

>>>>>Advanced | Environment Variables, then just add variables as you 
> 

> need 

> 

>>>>them. 

>>>> 

>>>>>There should already be a 'PATH' value so just edit it and add the 
> 

> new 

> 

>>>>>paths. Mine (the added paths) are 

>>>> 

>>>>C:\Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 

>>>> 

>>>>>and C:\Yaroze\PSX\GCC2\bin. 

>>>>> 

>>>>>I'm still having trouble with the problem I mentioned previously 
> 

> with 

> 

>>>>>make.exe splurting stuff about 'no rule to make main.o needed by 
>> 

>>main' - 

>> 

>>>>if 

>>>> 

>>>>>anyone wants to suggest how to fix it??? 

>>>>> 

>>>>>Andy. 

>>>>> 

>>>>>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
>>>>>news : bmf8ucSf8j1@www.netyaroze-europe.com... 

>>>>> 

>>>>>>This maybe a very stupid question, but whats the reason we have to 
>>> 

>>>have 

>>> 

>>>>>psx3 

>>>>> 

>>>>>>as the folder name? Can we not change it or is this something to 
> 

> do 

> 

>>>>with 

>>>> 

>>>>>>the build of the compiler.. 

>>>>>> 

>>>>>>I really dont know much about this stuff, but what do we need to 
> 

> do 

> 

>>to 

>> 

>>>>>>upgrade the compiler to the latest versions? ( 3.X ) It would be 
>> 

>>good 

>> 

>>>>to 

>>>> 

>>>>>>keep up todate with the compilers and also be able to define our 
> 

> own 

> 

>>>>>folder 

>>>>> 

>>>>>>names (aside from psx3).. Can anyone write some kind of process on 
>> 

>>how 

>> 

>>>>to 
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>>>> 

>>>>>do 

>>>>> 

>>>>>>this.. Id be willing to give it a go if i knew how :) 
>>>>>> 
>>>>>>EHither way i will be upgrading to XP shortly so im going to have 
> 

> to 

> 

>>go 

>> 

>>>>>>through the process of getting my gear ot work properly.. 

>>>>>> 

>>>>>>Cheers 

>>>>>> 

>>>>>> 

>>>>>> 

>>>>>>"Matt Verran" <matt@hermitgames.com> wrote in message 
>>>>>>news:bm18vt$4t35@www.netyaroze-europe.com... 

>>>>>> 

>>>>>>>Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
>>> 
>>>helps: 
>>> 
>>>>>>>>> 
>>>>>>> 
>>>>>>> As far as I know the situation is as follows: All the DOS 
>> 

>>tools 

>> 

>>>>for 

>>>> 

>>>>>>>manipulating RSD, TIM files etc. work fine in XP. All the DOS 
>>> 

>>>compiler 

>>> 

>>>>>>>EXE's do NOT work. Something to do with a GO32 stack problem or 
>>>>>>>something. Anyway here is how to get a working GCC environment 
>> 

>>under 

>> 

>>>>XP: 

>>>> 

>>>>>>> Go to Graeme Evans site and download the GNU c++ 2.8.1 

>> 

>>compiler 

>> 

>>>>>>> http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 
>>>>>>> 


>>>>>>> Next go to Michael Garcia's site and download his setup file 
>>>>>>> 

>>>>>>> http: //www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 
>>>>>>> 


>>>>>>>Unzip GCC281.zip to the root of your drive and you will have a 
>>>> 

>>>>directory 

>>>> 

>>>>>>>named c:\PSX3. Now replace 

>>> 

>>>"C:\psx3\mips-—unknown-ecoff\lib\libsngcc.a" 

>>> 

>>>>>>>and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's 
> 

> file 

> 

>>>and 

>>> 

>>>>>>>you'll be laughing. GCC under XP. The only catch is that 

>> 

>>everything 

>> 

>>>>must 

>>>> 
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>>>>>>>be in the c:\psx3 directory. 


>>>>>>> 
>>>>>>> Enjoy 
>>>>>>> 

>>>>>>> Mark 
>>>>>>> 


>>>>>>>Ps. I don't know what or if there are any differences between 
> 

> the 

> 

>>>>GCC281 

>>>> 

>>>>>>>compiled EXE's and the ones compiled with the standard tools. 
>>>>>>> 
>>>>>>>>> 
>>>>>>> 
>>>>>>> 
>>>>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>>>>news:blv5qd$4t34@www.netyaroze-europe.com... 

>>>>>>> 

>>>>>>>>Matt, 

>>>>>>>> 

>>>>>>>>Are you able to run the GNU tools under WinXP. Make.exe in 
>> 

>>gnu\bin 

>> 

>>>>>gives 

>>>>> 

>>>>>>>me 

>>>>>>> 

>>>>>>>>a stack fault. I just assume that this has something to do 
> 

> with 

> 

>>>XP. 

>>> 

>>>>I1£ 

>>>> 

>>>>>>you 

>>>>>> 

>>>>>>>>can't run the GNU tools how do you build your projects? 
>>>>>>>> 

>>>>>>>>Andrew. 

>>>>>>>> 

>>>>>>>>"Matt Verran" <matt@hermitgames.com> wrote in message 
>>>>>>>>news:blu28fS4t32@www.netyaroze-europe.com... 

>>>>>>>> 
>>>>>>>>>I still check here now and again, bit quiet recently tho... 
>>>>>>>>> 

>>>>>>>>>I use minicons on win2k/XP to transfer my files, it's much 
>> 

>>more 

>> 

>>>>like 

>>>> 

>>>>>>>>siocons 

>>>>>>>> 

>>>>>>>>>than pscomm: 
>>>>>>>>>http://www.netyaroze-europe.com/~frothy/ 

>>>>>>>>> 

>>>>>>>>>Dataman is a very usefull resource manager and I used it for 
>> 

>>all 

>> 

>>>>my 

>>>> 

>>>>>>>games: 

>>>>>>> 

>>>>>>>>>http://www.netyaroze-europe.com/~jruss1/ 

>>>>>>>>>Grabauto, from the same page, is usefull at the end of the 
>>> 

>>>project 

>>> 
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>>>>>to 

>>>>> 

>>>>>>>pack 

>>>>>>> 

>>>>>>>>>all the data into one file. 

>>>>>>>>> 

>>>>>>>>>I have a bunch of new projects in the pipeline (including 8 
>> 

>>new 

>> 

>>>>>>version 

>>>>>> 

>>>>>>>0f 

>>>>>>> 

>>>>>>>>>Mario Pac this week) but they are all for PC, rather than 
>>> 

>>>Yaroze. 

>>> 

>>>>>>>>>Mattv 

>>>>>>>>>www.hermitgames.com 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>>>>>>news:blrt31$4t31l@www.netyaroze-europe.com... 

>>>>>>>>> 

>>>>>>>>>>Anyone still check these newsgroups? 

>>>>>>>>>> 

>>>>>>>>>>I'm looking for a WinXP GNU setup, can anyone get GNU 
>> 

>>projects 

>> 

>>>>to 

>>>> 

>>>>>>>build 

>>>>>>> 

>>>>>>>>on 

>>>>>>>> 

>>>>>>>>>>WinXP? I know about PSCOMM as an alternative to SIOCONS, 
>> 

>>does 

>> 

>>>it 

>>> 

>>>>>>work 

>>>>>> 

>>>>>>>>>under 

>>>>>>>>> 

>>>>>>>>>>XP or only 2000, or is there any difference? 

>>>>>>>>>> 

>>>>>>>>>>Also is there a resource manager out there that can take a 
>>> 

>>>list 

>>> 

>>>>> (or 

>>>>> 

>>>>>>>>>>equivelant) of files and generate a list of defines with 
>>>> 

>>>>addresses 

>>>> 

>>>>>>>>>attatched 

>>>>>>>>> 

>>>>>>>>>>so I can copy and paste into a project? 

>>>>>>>>>> 

>>>>>>>>>>Anyway hope all is well, any new projects on the horizon? 
>>>> 

>>>>Anybody 

>>>> 

>>>>>>>>checked 

>>>>>>>> 

>>>>>>>>>>out the xGameStation? (www.xgamestation.com), who needs 
> 

> that 

> 
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>>>>when 

>>>> 

>>>>>>you 

>>>>>> 
>>>>>>>>have 
>>>>>>>> 
>>>>>>>>>a 
>>>>>>>>> 
>>>>>>>>>>Yaroze? 
>>>>>>>>>> 
>>>>>>>>>>Thanks in advance, 
>>>>>>>>>>Andrew. 
>>>>>>>>>> 
>>>>>>>>>> 
>>>>>>>>> 
>>>>>>>>> 
>>>>>>>> 

>>>>>>> 

>>>>>> 

>>>>> 

>>>> 

>>> 

>> 

> 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


—-MESSAGE FILE 10047 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008775 


—-MESSAGE FILE 10048 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008776 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 16:55:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 562 

Message-ID: <bn6a4jSm4k3@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <blu28fS4t32@www.netyaroze-europe 
.com> <blv5qd$4t34@www.netyaroze-europe.com> <bm18vtS$4t35@www.netyaroze-europe. com> 
<bmf8uc$f8j1@www.netyaroze-europe.com> <bmhfrj$f8j2@www.netyaroze-europe.com> <bmnfc 
0$i9cl@www.netyaroze-europe.com> <bmshlb$jjcl@www.netyaroze-europe.com> <bmvbc9$jjc2 
@www.netyaroze-europe.com> <bn0Osjt$jjc4@www.netyaroze-europe.com> <bnlos5$jjc6@www.n 
etyaroze-europe.com> <bn49pqSm4k1@www.netyaroze-europe.com> 

NNTP-Posting-—Host: m184-mpl.cvx3-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en, en-us 

In-Reply-To: <bn49pq$m4k1@www.netyaroze-europe. com> 


I've got XP (home edition) and I did as the instructions said and 
everything compiles as expected. I even used your Makefile to compile 
George Bain's tutorials and it worked. All I do is run djsetup.bat from 
the command line and everything is happy. 


I suggest you remove the installation you have and try again, maybe even 
redownload the package as it could have been corrupted or some other 
rubbish reason. 


I also use xemacs for windows as I don't trust the windows editors to 
not put in weird characters into the relevant files. 


Ta, 
James 


Andrew Murray wrote: 
> eh, right... doh. 
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Anyway, i get an error from make, complaining it cannot execute cpp.exe: 


gcc -Wall -funsigned-char -c main.c 
gcc: installation problem, cannot exec `cpp': No such file or directory 
make: *** [main.o] Error 1 


I have tried the cpp.exe from the latest distribution of DJGPP to no avail, 
this time complaining of an ‘invalid argument': 


gcc -Wall -funsigned-char -c main.c 
gcc: installation problem, cannot exec `cpp': Invalid argument 
make: *** [main.o] Error 1 


I'm beginning to give up and just admit that a Yaroze GNU Development 
environment is impossible (for me at least) on windows xp. Has anyone else 
been able to get GNU working on XP with the files from Graeme Evans' and 
Michael Garcia's sites? 


Andy. 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news:bnlos5$jjc6@www.netyaroze-europe.com... 


VVVVVVVVVVVV VV VV VV VV VV V 


> 

>>Can I ask a silly question, the .c file is main.c? 

>>Thats the only time I've know to get that make error message when the .c 
>>is not the same as what is set as the target value (target = main) 

>> 

>>James 

>> 

>>Andrew Murray wrote: 

>> 

>> 

>>>Actually, i browsed the net for a bit and found this 
>>>http://www.cygwin.com/ml/cygwin/1998-10/msg00385.html it says that the 
>>>missing separator error can be incurred by extra whitespace. After 

> 

> 'fixing' 

> 

>>>Peter's makefile (which I presume worked with the make distro that came 
> 

> with 

> 

>>>the Yaroze) I got the same error I'm getting: 

>>> 

>>>make: *** No rule to make target “main.o', needed by ~“main'. Stop. 
>>> 

>>>From what I've been reading MAKE version 3.75-B19 isn't exactly 
>>>bullet-proof. 

>>> 

>>>Andy. 

>>> 

>>>"Peter Dollochan" <ezoray@btinternet.com> wrote in message 
>>>news:bmvbc9$jjc2@www.netyaroze-europe.com... 

>>> 

>>> 

>>>>CFLAGS = -O2 -Wall 

>>>>LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 

> 

> 80100000 
> 

>>>> 
>>>>PROG 
>>>>OBJIS 
>>>> 
>>>>all: $ (PROG) 

>>>> 

>>>> 

>>>>$ (PROG): $(OBJS) 

>>>>$ (CC) S(LINKER) -o $@ S$ (OBJS) 
>>>>strip $@ 

>>>> 

>>>> 


main 
main.o pad.o 
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>>>> 

>>>>Thats the makefile I use above try it instead .. nope I haven't used XP 
>>> 

>>>but 

>>> 

>>> 

>>>>it'll give you something to try before someone that knows what they are 
>>>>talking about replies :-) 

>>>> 

>>>>Pete 

>>>> (honest it isnt so I will know in advance if mine will work when 1 
>>>>eventually install XP ... dont believe me... damn) 

>>>> 

>>>> 

>>>> 

>>>> 

>>>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 
>>>>news:bmshlbS$jjcl@www.netyaroze-europe.com... 


>>>> 

>>>> 

>>>>>Heh, yeah I suppose that would help, duh me. 
>>>>> 

>>>>>CFLAGS = -Wall 

>>>>>LINKER = —-Xlinker -Ttext -Xlinker 80140000 
>>>>> 

>>>>>PROG = main 

>>>>>OBJS = main.o 

>>>>> 

>>>>>all: S$ (PROG) 

>>>>> 

>>>>>main : $(OBJS) 


>>>>>$(CC) $ (LINKER) $(OBJS) -o $@ 

>>>>>strip $@ 

>>>>> 

>>>>>.C.0: 

>>>>>$ (CC) $(CFLAGS) -funsigned-char -c $< 

>>>>> 

>>>>>clean: 

>>>>>del Տ (PROG) 

>>>>>del *.o 

>>>>> 

>>>>>Andy. 

>>>>> 

>>>>>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
>>>>>news : bmnfc0Si9cl@www.netyaroze-europe.com... 

>>>>> 

>>>>> 

>>>>>>Post your make file so that we can look over it :) 

>>>>>> 

>>>>>> 

>>>>>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 
>>>>>>news: bmhfrj$f8j2@www.netyaroze-europe.com... 

>>>>>> 

>>>>>> 

>>>>>>>It actually doesn't have to be C:\PSX3, it can be wherever you want, 
>>> 

»»»1 

»»» 

»»» 

>>>>>>think 

>>>>>> 

>>>>>> 

>>>>>>>that was said because in the djsetup.bat batch file which sets up 
>>> 

>>>the 

>>> 

>>> 

>>>>>>>environment variables there is reference to C:\psx3, but that can be 
>>>>>>>changed, and even then WinXP doesn't need a batch file to set 
>>>>> 

>>>>>environment 

>>>>> 

>>>>> 
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>>>>>>>variables, it can be done from Start Settings | Control Panel 
>>>> 

>>>>System 

>>>> 

>>>> 

>>>>>| 

>>>>> 

>>>>> 

>>>>>>>Advanced | Environment Variables, then just add variables as you 
>>> 

>>>need 

>>> 

>>> 

>>>>>>them. 

>>>>>> 

>>>>>> 

>>>>>>>There should already be a 'PATH' value so just edit it and add the 
>>> 

>>>new 

>>> 

>>> 

>>>>>>>paths. Mine (the added paths) are 

>>>>>> 

>>>>>>C:\Yaroze\PSX\GCC2\mips-unknown-ecoff\bin 

>>>>>> 

>>>>>> 

>>>>>>>and C:\Yaroze\PSX\GCC2\bin. 

>>>>>>> 

>>>>>>>I'm still having trouble with the problem I mentioned previously 
>>> 

>>>with 

>>> 

>>> 

>>>>>>>make.exe splurting stuff about 'no rule to make main.o needed by 
>>>> 

>>>>main' - 

>>>> 

>>>> 

>>>>>>if 

>>>>>> 

>>>>>> 

>>>>>>>anyone wants to suggest how to fix it??? 

>>>>>>> 

>>>>>>>Andy. 

>>>>>>> 

>>>>>>>"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
>>>>>>>news:bmf8uc$f8j1@www.netyaroze-europe.com... 

>>>>>>> 

>>>>>>> 

>>>>>>>>This maybe a very stupid question, but whats the reason we have to 
>>>>> 

>>>>>have 

>>>>> 

>>>>> 

>>>>>>>psx3 

>>>>>>> 

>>>>>>> 

>>>>>>>>as the folder name? Can we not change it or is this something to 
>>> 

>>>do 

>>> 

>>> 

>>>>>>with 

>>>>>> 

>>>>>> 

>>>>>>>>the build of the compiler.. 

>>>>>>>> 

>>>>>>>>I really dont know much about this stuff, but what do we need to 
>>> 

>>>do 

>>> 

>>> 

>>>>to 
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>>>> 

>>>> 

>>>>>>>>upgrade the compiler to the latest versions? ( 3.X ) It would be 
>>>> 

>>>>good 

>>>> 

>>>> 

>>>>>>to 

>>>>>> 

>>>>>> 

>>>>>>>>keep up todate with the compilers and also be able to define our 
>>> 

>>>own 

>>> 

>>> 

>>>>>>>folder 

>>>>>>> 

>>>>>>> 

>>>>>>>>names (aside from psx3).. Can anyone write some kind of process on 
>>>> 

>>>>how 

>>>> 

>>>> 

>>>>>>to 

>>>>>> 

>>>>>> 

>>>>>>>do 

>>>>>>> 

>>>>>>> 

>>>>>>>>this.. Id be willing to give it a go if i knew how :) 

>>>>>>>> 
>>>>>>>>Hither way i will be upgrading to XP shortly so im going to have 
>>> 

>>>to 

>>> 

>>> 

>>>>go 

>>>> 

>>>> 

>>>>>>>>through the process of getting my gear ot work properly.. 
>>>>>>>> 

>>>>>>>>Cheers 

>>>>>>>> 

>>>>>>>> 

>>>>>>>> 

>>>>>>>>"Matt Verran" <matt@hermitgames.com> wrote in message 
>>>>>>>>news:bm18vtS$4t35@www.netyaroze-europe.com... 

>>>>>>>> 

>>>>>>>> 

>>>>>>>>>Aha just found this in a post from 3/4/02 "gcc in XP", hope it 
>>>>> 
>>>>>helps: 
>>>>> 
>>>>> 
>>>>>>>>>>> 
>>>>>>>>> 
>>>>>>>>> As far as I know the situation is as follows: All the DOS 
>>>> 

>>>>tools 

>>>> 

>>>> 

>>>>>>for 

>>>>>> 

>>>>>> 

>>>>>>>>>manipulating RSD, TIM files etc. work fine in XP. All the DOS 
>>>>> 

>>>>>compiler 

>>>>> 

>>>>> 

>>>>>>>>>EXE's do NOT work. Something to do with a GO32 stack problem or 
>>>>>>>>>something. Anyway here is how to get a working GCC environment 
>>>> 

>>>>under 
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>>>> 

>>>> 

>>>>>>XP: 

>>>>>> 

>>>>>> 

>>>>>>>>> Go to Graeme Evans site and download the GNU c++ 2.8.1 
>>>> 

>>>>compiler 

>>>> 

>>>> 

>>>>>>>>> http://www.netyaroze-europe.com/~frothy/ftp/gcec281.ZIP 
>>>>>>>>> 

>>>>>>>>> Next go to Michael Garcia's site and download his setup file 
>>>>>>>>> 

>>>>>>>>> http://www.netyaroze-europe.com/~mgarcia/ftp/setup.zip 
>>>>>>>>> 

>>>>>>>>>Unzip GCC281.zip to the root of your drive and you will have a 
>>>>>> 

>>>>>>directory 

>>>>>> 

>>>>>> 

>>>>>>>>>named c:\PSX3. Now replace 

>>>>> 

>>>>>"C:\psx3\mips-unknown-ecoff\lib\libsngcc.a" 

>>>>> 

>>>>> 

>>>>>>>>>and "c:\psx3\djsetup.bat" with the ones from Michael Garcia's 
>>> 

>>>file 

>>> 

>>> 

>>>>>and 

>>>>> 

>>>>> 

>>>>>>>>>you'll be laughing. GCC under XP. The only catch is that 

>>>> 

>>>>everything 

>>>> 

>>>> 

>>>>>>must 

>>>>>> 

>>>>>> 

>>>>>>>>>be in the c:\psx3 directory. 

>>>>>>>>> 

>>>>>>>>> Enjoy 

>>>>>>>>> 

>>>>>>>>> Mark 

>>>>>>>>> 

>>>>>>>>>Ps. I don't know what or if there are any differences between 
>>> 

>>>the 

>>> 

>>> 

>>>>>>GCC281 

>>>>>> 

>>>>>> 

>>>>>>>>>compiled EXE's and the ones compiled with the standard tools. 
>>>>>>>>> 
>>>>>>>>> 
>>>>>>>>>>> 
>>>>>>>>> 
>>>>>>>>> 
>>>>>>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>>>>>>news: blv5qd$4t34@www.netyaroze-europe.com... 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>>Matt, 

>>>>>>>>>> 

>>>>>>>>>>Are you able to run the GNU tools under WinXP. Make.exe in 
>>>> 

>>>>gnu\bin 

>>>> 

>>>> 
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>>>>>>>gives 

>>>>>>> 

>>>>>>> 

>>>>>>>>>me 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>>a stack fault. I just assume that this has something to do 
>>> 

>>>with 

>>> 

>>> 

>>>>>XP. 

>>>>> 

>>>>> 

>>>>>>I1f£ 

>>>>>> 

>>>>>> 

>>>>>>>>you 

>>>>>>>> 

>>>>>>>> 

>>>>>>>>>>can't run the GNU tools how do you build your projects? 
>>>>>>>>>> 

>>>>>>>>>>Andrew. 

>>>>>>>>>> 

>>>>>>>>>>"Matt Verran" <matt@hermitgames.com> wrote in message 
>>>>>>>>>>news:blu28fS4t32@www.netyaroze-europe.com... 

>>>>>>>>>> 
>>>>>>>>>> 
>>>>>>>>>>>I still check here now and again, bit quiet recently tho... 
>>>>>>>>>>> 

>>>>>>>>>>>I use minicons on win2k/XP to transfer my files, it's much 
>>>> 

>>>>more 

>>>> 

>>>> 

>>>>>>like 

>>>>>> 

>>>>>> 

>>>>>>>>>>siocons 

>>>>>>>>>> 

>>>>>>>>>> 

>>>>>>>>>>>than pscomm: 
>>>>>>>>>>>http://www.netyaroze-europe.com/~frothy/ 

>>>>>>>>>>> 

>>>>>>>>>>>Dataman is a very usefull resource manager and I used it for 
>>>> 

>>>>all 

>>>> 

>>>> 

>>>>>>my 

>>>>>> 

>>>>>> 

>>>>>>>>>games: 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>>>http://www.netyaroze-europe.com/~jruss1/ 
>>>>>>>>>>>Grabauto, from the same page, is usefull at the end of the 
>>>>> 

>>>>>project 

>>>>> 

>>>>> 

>>>>>>>to 

>>>>>>> 

>>>>>>> 

>>>>>>>>>pack 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>>>all the data into one file. 

>>>>>>>>>>> 

>>>>>>>>>>>I have a bunch of new projects in the pipeline (including 8 
>>>> 

>>>>new 

>>>> 
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>>>> 

>>>>>>>>version 

>>>>>>>> 

>>>>>>>> 

>>>>>>>>>0f 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>>>Mario Pac this week) but they are all for PC, rather than 
>>>>> 

>>>>>Yaroze. 

>>>>> 

>>>>> 

>>>>>>>>>>>Mattv 

>>>>>>>>>>>www.hermitgames.com 

>>>>>>>>>>> 

>>>>>>>>>>> 

>>>>>>>>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>>>>>>>>news:blrt31$4t31@www.netyaroze-europe.com... 
>>>>>>>>>>> 

>>>>>>>>>>> 

>>>>>>>>>>>>Anyone still check these newsgroups? 
>>>>>>>>>>>> 

>>>>>>>>>>>>I'm looking for a WinXP GNU setup, can anyone get GNU 
>>>> 

>>>>projects 

>>>> 

>>>> 

>>>>>>to 

>>>>>> 

>>>>>> 

>>>>>>>>>build 

>>>>>>>>> 

>>>>>>>>> 

>>>>>>>>>>on 

>>>>>>>>>> 

>>>>>>>>>> 

>>>>>>>>>>>>WinXP? I know about PSCOMM as an alternative to SIOCONS, 
>>>> 

>>>>does 

>>>> 

>>>> 

>>>>>it 

>>>>> 

>>>>> 

>>>>>>>>work 

>>>>>>>> 

>>>>>>>> 

>>>>>>>>>>>under 

>>>>>>>>>>> 

>>>>>>>>>>> 

>>>>>>>>>>>>XP or only 2000, or is there any difference? 
>>>>>>>>>>>> 

>>>>>>>>>>>>Also is there a resource manager out there that can take a 
>>>>> 

>>>>>list 

>>>>> 

>>>>> 

>>>>>>> (or 

>>>>>>> 

>>>>>>> 

>>>>>>>>>>>>equivelant) of files and generate a list of defines with 
>>>>>> 

>>>>>>addresses 

>>>>>> 

>>>>>> 

>>>>>>>>>>>attatched 

>>>>>>>>>>> 

>>>>>>>>>>> 

>>>>>>>>>>>>so I can copy and paste into a project? 
>>>>>>>>>>>> 

>>>>>>>>>>>>Anyway hope all is well, any new projects on the horizon? 
>>>>>> 

>>>>>>Anybody 
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>>>>>> 

>>>>>> 
>>>>>>>>>>checked 
>>>>>>>>>> 
>>>>>>>>>> 
>>>>>>>>>>>>out the xGameStation? (www.xgamestation.com), who needs 
>>> 

>>>that 

>>> 

>>> 

>>>>>>when 

>>>>>> 

>>>>>> 

>>>>>>>>you 
>>>>>>>> 

>>>>>>>> 
>>>>>>>>>>have 
>>>>>>>>>> 
>>>>>>>>>> 
>>>>>>>>>>>a 
>>>>>>>>>>> 
>>>>>>>>>>> 
>>>>>>>>>>>>Yaroze? 
>>>>>>>>>>>> 
>>>>>>>>>>>>Thanks in advance, 
>>>>>>>>>>>>Andrew. 
>>>>>>>>>>>> 
>>>>>>>>>>>> 
>>>>>>>>>>> 
>>>>>>>>>>> 

>>> 

> 

> 


—-MESSAGE FILE 10048 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008776 


——MESSAGE FILE 10049 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008777 

Path: chuka.playstation.co.uk!news 

From: "Net Yaroze" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 17:23:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <bnébobSm4k4@www.netyaroze-europe. com> 
References: <blrt31S$4t31@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I have followed all the instructions about downloading the latest compilers 
etc and I cannot get anything to compile on my XP machine. 


gcc -g -G0 -c main.c -o main.o 
gcc: installation problem, cannot exec `cpp': No such file or directory 
make: *** [main.o] Error 1 


Can anyone help me? I would love to get this going as I only have XP 
machines now. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build on 
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> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 


Anyway hope all is well, any new projects on the horizon? Anybody checked 
out the xGameStation? (www.xgamestation.com), who needs that when you have 


Yaroze? 


Thanks in advance, 
Andrew. 


VVVVVV® VV V 


—-MESSAGE FILE 10049 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008777 


—--MESSAGE FILE 10050 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008778 

Path: chuka.playstation.co.uk!news 

From: "Net Yaroze" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 18:12:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <bn6éekfSm4k5@www.netyaroze-europe.com> 
References: <blrt31S4t31@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Rats. 
Still can't get things to compile under XP Pro. 


After messing with the path I got rid of the "no such file or folder" error, 
but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padil.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build on 
> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 
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so I can copy and paste into a project? 


Anyway hope all is well, any new projects on the horizon? Anybody checked 
out the xGameStation? (www.xgamestation.com), who needs that when you have 


Yaroze? 


Thanks in advance, 
Andrew. 


VVVVVV®Y VV VV 


—-MESSAGE FILE 10050 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008778 


——MESSAGE FILE 10051 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008779 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 18:47:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <bn6égksS$m4k6@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I'm getting that error now as well. I would have thought that it would be 
the djgpp.env file that specified the include and lib paths but the zip 
files I downloaded don't seem to have one. I'm going to look again and 
generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 

news: bn6ekf$m4k5@www.netyaroze-europe.com... 

> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or folder" 
error, 

> but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padil.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S4t3l@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build 
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on 
> > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
> under 
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XP or only 2000, or is there any difference? 


Also is there a resource manager out there that can take a list (or 
equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 
checked 

> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have 


VVVVVVVV 


v 


Yaroze? 


a 
> 
> 
> Thanks in advance, 
> Andrew. 

> 

> 


VVVVVVVV 


—-MESSAGE FILE 10051 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008779 


—--MESSAGE FILE 10052 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008780 

Path: chuka.playstation.co.uk!news 

From: "Net Yaroze" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 19:46:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <bn6ék5mSm4k7@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bnégks$m4k6@www.netyaroze-europe. com> 

NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Let me know if you find anything! 


-kenny 

"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6égks$m4k6@www.netyaroze-europe.com... 

> I'm getting that error now as well. I would have thought that it would be 
the djgpp.env file that specified the include and lib paths but the zip 
files I downloaded don't seem to have one. I'm going to look again and 
generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 

news: bn6ekf$m4k5@www.netyaroze-europe.com... 

> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or folder" 
error, 

> but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padl.h:7: No include path in which to find libps.h 


and so on. 


VVVVVVVVVVVVVVV N NCM SD A N VV 


VVVVVVV VV 
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-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S4t3l@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 

ld 
n 

> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 
checked 
> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have 


c 
ԺՃՊԿՊԿՊՊՎՊՊՊՎՎՊՎՊՎՕԻՊՎՊՎՊՎՊՊՊՎՎՊՎՊՎՊՎՊՎԿ 


>a 

> > Yaroze? 

>> 

> > Thanks in advance, 
> > Andrew. 

>> 

>> 

> 

> 
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—-MESSAGE FILE 10052 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008780 


——MESSAGE FILE 10053 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008781 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 20:14:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <bn6élpcSm4k8@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bn6égks$m4k6@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Dammit! 


Right, i've tried everything I can think of. I have tried to emulate the 
file structure of the PSX and GNU directories from the original Yaroze 
distribution and copying the relevant GCC2.8.1 files over in the hope that 
the include and lib paths would be set through the djgpp.env file but nadda, 
nothing, diddily-squat. 


I have also followed the instructions to the letter, i.e. unzip gcc281.zip 
to root of C drive and replace djsetup.bat and libsngcc.a with the ones from 
the setup.zip and nothing. 


Net Yaroze newsgroups message dump.txt Page 


The best I can get is that it attempts to actually compile main.c but it 
spits out tonnes of errors about undefined types because the include path 
has not been set, etc...Then it asks for a file called mips-tfile.exe (or 
similar, i'm recounting this from memory), says it can't find it. error, 
choke, splutter, die, etc... 


James, I don't know how the hell you managed it! Could you step us through 
what you did, if it was in any way different from the instructions given? 
Either it doesn't like WinXP Pro (deduced from the fact James said he tried 
it in Home Edition) or I'm missing something really trivial, like forgetting 
to turn the computer on, or something... 


Oh well. 
Andy. 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6égks$m4k6@www.netyaroze-europe.com... 

I'm getting that error now as well. I would have thought that it would be 
the djgpp.env file that specified the include and lib paths but the zip 
files I downloaded don't seem to have one. I'm going to look again and 
generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 

news: bn6éekf$m4k5@www.netyaroze-europe.com... 

> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or folder" 
error, 

> but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padil.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 

ld 
n 

> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
under 

> XP or only 2000, or is there any difference? 

> 

> Also is there a resource manager out there that can take a list (or 

> equivelant) of files and generate a list of defines with addresses 
attatched 

> so I can copy and paste into a project? 

> 

> Anyway hope all is well, any new projects on the horizon? Anybody 
checked 

> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have 

>a 


c 
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Yaroze? 


Andrew. 


VVVVVVVVVVVVVVVV VV VV OV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


V V V V V 


> 
> 
> Thanks in advance, 
> 
> 
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> 


V V V V V 
V v v 


--MESSAGE FILE 10053 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008781 


——MESSAGE FILE 10054 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008782 

Path: chuka.playstation.co.uk!news 

From: "Net Yaroze" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 20:24:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1191 

Message-ID: <bn6mcm$m4k9@www.netyaroze-europe.com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <bn6ekf$m4k5@www.netyaroze-europe 
.com> <bn6gks$m4k6@www.netyaroze-europe.com> <bn6lpcš$m4k8@www.netyaroze-europe.com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Andy, 


Thats exactly the same results that I'm getting. :( 
Lets hope James can help us out ! 


If it's any help, I have attached a file which contains all the output when 
trying to compile "Ricochet" - can't remember where I got ricochet from 
though. 


-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news: bn6lpc$m4k8@www.netyaroze-europe.com... 
> Dammit! 


Right, i've tried everything I can think of. I have tried to emulate the 
file structure of the PSX and GNU directories from the original Yaroze 
distribution and copying the relevant GCC2.8.1 files over in the hope that 
the include and lib paths would be set through the djgpp.env file but 
nadda, 

> nothing, diddily-squat. 

> 
> I have also followed the instructions to the letter, i.e. unzip gcc281.zip 
> to root of C drive and replace djsetup.bat and libsngcc.a with the ones 
from 

> the setup.zip and nothing. 


VVVVYV 


The best I can get is that it attempts to actually compile main.c but it 
spits out tonnes of errors about undefined types because the include path 
has not been set, etc...Then it asks for a file called mips-tfile.exe (or 
similar, i'm recounting this from memory), says it can't find it. error, 
choke, splutter, die, etc... 


James, I don't know how the hell you managed it! Could you step us through 
what you did, if it was in any way different from the instructions given? 
> Either it doesn't like WinXP Pro (deduced from the fact James said he 
tried 


VVVVVVVVV 


> it in Home Edition) or I'm missing something really trivial, like 
forgetting 

> to turn the computer on, or something... 

> 

> Oh well. 


> Andy. 
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> 

> "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> news:bné6égksSm4k6@www.netyaroze-europe.com... 

> > I'm getting that error now as well. I would have thought that it would 


oO 


the djgpp.env file that specified the include and lib paths but the zip 
files I downloaded don't seem to have one. I'm going to look again and 
generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
news: bn6ekf$m4k5@www.netyaroze-europe.com... 


> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or folder" 
error, 


> but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padl.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
ld 
n 

> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VO 
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ork 
> under 
> > XP or only 2000, or is there any difference? 
>> 
> > Also is there a resource manager out there that can take a list (or 
> > equivelant) of files and generate a list of defines with addresses 
> attatched 
> > so I can copy and paste into a project? 
>> 
> > Anyway hope all is well, any new projects on the horizon? Anybody 
checked 


> > out the xGameStation? (www.xgamestation.com), who needs that when 


O 
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ave 
Yaroze? 


Thanks in advance, 
Andrew. 
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—-MESSAGE FILE 10054 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008782 
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——MESSAGE FILE 10055 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008783 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 22:51:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 983 

Message-ID: <bn6v0eSm4k10@www.netyaroze-europe. com> 

References: <blrt31S$4t31@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bn6égks$m4k6@www.netyaroze-europe.com> <bn6lpcSm4k8@www.netyaroze-europe. com> 
<bn6mcm$m4k9@www.netyaroze-europe. com> 

NNTP-Posting-Host: m54-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en, en-us 

In-Reply-To: <bnémcm$m4k9@www.netyaroze-europe. com> 


Another thing I just remembered is that I still have PSX and GNU folders 
on C: and my environment variables are still setup to the path setting. 


I'll try some other stuff to see whats going on. 


Ta, 
James 


Net Yaroze wrote: 


> Andy, 

> 

> Thats exactly the same results that I'm getting. : ( 

> Lets hope James can help us out ! 

> 

> If it's any help, I have attached a file which contains all the output when 
> trying to compile "Ricochet" - can't remember where I got ricochet from 
> though. 

> 

> -Kenny 

> 

> 

> "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> news:bn6lpcSm4k8@www.netyaroze-europe.com... 

> 

>>Dammit! 

>> 


>>Right, i've tried everything I can think of. I have tried to emulate the 
>>file structure of the PSX and GNU directories from the original Yaroze 
>>distribution and copying the relevant GCC2.8.1 files over in the hope that 
>>the include and lib paths would be set through the djgpp.env file but 

> 

> nadda, 

> 

>>nothing, diddily-squat. 

>> 
>>I have also followed the instructions to the letter, i.e. unzip gcc281.zip 
>>to root of C drive and replace djsetup.bat and libsngcc.a with the ones 

> 

> from 

> 

>>the setup.zip and nothing. 

>> 

>>The best I can get is that it attempts to actually compile main.c but it 
>>spits out tonnes of errors about undefined types because the include path 
>>has not been set, etc...Then it asks for a file called mips-tfile.exe (or 
>>similar, i'm recounting this from memory), says it can't find it. error, 
>>choke, splutter, die, etc... 

>> 

>>James, I don't know how the hell you managed it! Could you step us through 
>>what you did, if it was in any way different from the instructions given? 
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>>Either it doesn't like WinXP Pro (deduced from the fact James said he 

> 

> tried 

> 

>>it in Home Edition) or I'm missing something really trivial, like 

> 

> forgetting 

> 

>>to turn the computer on, or something... 

>> 

>>Oh well. 

>>Andy. 

>> 

>>"Andrew Murray" <a_murray@btinternet.com> wrote in message 

>>news : bn6gksS$m4k6@www.netyaroze-europe.com... 

>> 

>>>I'm getting that error now as well. I would have thought that it would 
> 

> be 

> 

>>>the djgpp.env file that specified the include and lib paths but the zip 
>>>files I downloaded don't seem to have one. I'm going to look again and 
>>>generally hack about a bit more. 

>>> 

>>>Andy. 

>>> 

>>>"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 

>>>news : bn6ekfSm4k5@www.netyaroze-europe.com... 

>>> 

>>>>Rats. 

>>>>Still can't get things to compile under XP Pro. 

>>>> 

>>>>After messing with the path I got rid of the "no such file or folder" 
>>> 


>>>error, 

>>> 

>>>>but no I get this... 

>>>> 

>>>>gcc -g -G0 -c main.c -o main.o 


>>>>main.c:18: No include path in which to find libps.h 
>>>>In file included from main.c:19: 

>>>>padl.h:7: No include path in which to find libps.h 
SPSS iss 

>>>>and so on. 

>>>> 


>>>> 

>>>>-Kenny 

>>>> 

>>>> 

>>>> 

>>>> 

>>>>"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>news:blrt31S4t31@www.netyaroze-europe.com... 

>>>> 

>>>>>Anyone still check these newsgroups? 

>>>>> 

>>>>>I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
>> 

>>build 

>> 

>>>on 

>>> 

>>>>>WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
> 

> work 

> 

>>>>under 

>>>> 

>>>>>XP or only 2000, or is there any difference? 

>>>>> 

>>>>>Also is there a resource manager out there that can take a list (or 
>>>>>equivelant) of files and generate a list of defines with addresses 
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>>>> 


>>>>attatched 
>>>> 


>>>>>so I can copy and paste into a project? 


>>>>> 

>>>>>Anyway hope all is well, 
>>> 

>>>checked 

>>> 


>>>>>out the xGameStation? (www.xgamestation.com), 


> 

> you 

> 

>>>have 

>>> 

>>>>a 

>>>> 
>>>>>Yaroze? 
>>>>> 
>>>>>Thanks in advance, 
>>>>>Andrew. 
>>>>> 

>>>>> 

>>>> 

>>>> 


Vv 


G:\Dev\Ricochet>del *.o 


G:\Dev\Ricochet>make 


myfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
yfonts. 
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տ 


` 
ja 
N 


ain.c:1 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 


ւո բու ւո 
= 
ws 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


gagga ee ee aaa 


m GQ: O Q O G G 


any new projects on the horizon? Anybody 


gcc -ց =G0 -c main.c -o main.o 
main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 
padl.h:7: No include path in which to find libps.h 
In file included from main.c:20: 
myfonts.h:1: No include path in which to find libps.h 
In file included from main.c:21: 
sound.h:1: No include path in which to find libps.h 
In file included from main.c:19: 


padil.h:76: parse error before `*' 

padl.h:76: warning: data definition has 
padl.h:78: parse error before `PadRead' 
padl.h:78: warning: data definition has 
padl.h:79: parse error before `PadInit' 
padl.h:79: warning: data definition has 


In file included from main.c:20: 

:11: parse error before `GsSPRITE' 
:11: warning: no semicolon at end of struct or union 
2:12: warning: data definition has no type or 
2:13: parse error before *char_height' 

2:13: warning: data definition has no type or 
14: parse error before 
2:14: warning: data definition has no type or 
parse error before `set_height' 

2:15: warning: data definition has 
:16: parse error before `img' 

:16: warning: data definition has 
:17: parse error before ‘tpage' 
2:17: warning: data definition has 
:18: parse error before ‘draw' 
2:18: warning: data definition has 
yfonts.h:20: parse error before `}' 
yfonts.h:20: warning: data definition has 
parse error before ~DRAWENV' 
12: warning: no semicolon at end of 
13: warning: data definition has no 
parse error before `ցտօե' 

14: warning: data definition has no 
:115: parse error before `gsot2' 
2115: warning: data definition has ոօ 
:116: parse error before `ot' 


no type or storage cl 
no type or storage c] 


no type or storage cl 


~set_width' 


no type or 
no type or 
no type or 
no type or 
no type or 


struct or 


type or storage cl 


storage 
storage 
storage 
storage 
storage 
storage 
storage 
storage 


union 


type or storage c 


type or storage c 


who needs that when 


Lass 


Lass 


Lass 


lass 


lass 
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ain.c: 
ain.c: 
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ain.c:1 
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ain.c: 
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ain.c:1 
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ain.c:1 
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116: 
117: 
TIF: 
118: 


pi 
N 
. 


4 . 


> e 
Հ 


a e 
«Հ 


Ւ" ԻԹ Ի" ԾԹ 
է 
. 


= 
N 
. 


`= 
Ւ 
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warning: data definition has no type or storage class 
parse error before ‘ot2' 

warning: data definition has no type or storage class 
parse error before `gsprim' 

warning: data definition has no type or storage class 
parse error before °}' 

warning: data definition has no type or storage class 
parse error before `GsBOXF' 

warning: no semicolon at end of struct or union 
warning: data definition has no type or storage class 
parse error before `*' 

warning: data definition has no type or storage class 
parse error before `}' 

warning: data definition has no type or storage class 
parse error before ~volume_slider' 

warning: data definition has no type or storage class 
parse error before ‘turboBarP1' 

warning: data definition has no type or storage class 
parse error before ‘turboBarP2' 

warning: data definition has no type or storage class 
parse error before °‘TextBack' 

warning: data definition has no type or storage class 
parse error before `fade' 

warning: data definition has no type or storage class 
parse error before ` ԷսքեօՔ1 ' 

warning: data definition has no type or storage class 
parse error before ` ԷսքեօՔ2 ' 

warning: data definition has no type or storage class 
parse error before `*' 

warning: data definition has no type or storage class 
parse error before `clipView' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `clipViewl' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `clipView2' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before ‘clipTitle' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before *scrnCol' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `SCREEN' 

warning: data definition has no type or storage class 
parse error before *‘game_state' 

warning: data definition has no type or storage class 
parse error before `PWorld' 

warning: data definition has no type or storage class 
parse error before ‘LastPadPos' 

warning: data definition has no type or storage class 
parse error before ‘object' 

warning: data definition has no type or storage class 
parse error before `DWorld' 

warning: data definition has no type or storage class 
parse error before `fog' 

warning: data definition has no type or storage class 
parse error before *fogdepth' 

warning: data definition has no type or storage class 
parse error before `view' 

warning: data definition has no type or storage class 
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~clipView' 
~clipView' 


lipView' 


`clipViewl' 
`clipViewl' 
`clipViewl' 


`clipView2' 
`clipView2' 
`clipView2' 


`scrnCol 


lipTit] 
lipTit] 
lipTit] 


scrnCol 
scrnCol 
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:167: parse error before `pslt' 

:167: warning: data definition has no type or storage class 
:168: parse error before `PadData' 
2168: warning: data definition has no type or storage class 
:169: parse error before `pl_speed' 
:169: warning: data definition has no type or storage class 
:170: parse error before `p2_speed' 
:170: warning: data definition has no type or storage class 
:171: parse error before `dir_vect' 
:172: warning: data definition has no type or storage class 
:174: parse error before ‘ball_step' 
:174: warning: data definition has no type or storage class 

:175: parse error before `testParam' 

:175: warning: braces around scalar initializer for ‘testParam' 

175: `ONE' undeclared here (not in a function) 

2175: initializer element for *‘testParam' is not constant 

:175: “ONE' undeclared here (not in a function) 

:175: warning: excess elements in scalar initializer after `testParam' 
2175: “ONE' undeclared here (not in a function) 
:175: warning: excess elements in scalar initializer after ‘testParam' 
:175: warning: braces around scalar initializer for ‘testParam' 
:175: warning: excess elements in scalar initializer after “testParam' 
:175: warning: excess elements in scalar initializer after “testParam' 
:175: warning: excess elements in scalar initializer after ‘testParam' 
:175: warning: braces around scalar initializer for ‘testParam' 
:175: warning: excess elements in scalar initializer after ‘testParam 
:175: warning: excess elements in scalar initializer after ‘testParam 
:175: warning: excess elements in scalar initializer after ‘testParam 
:175: warning: data definition has no type or storage class 

:177: parse error before `Frame' 
:177: warning: data definition has no type or storage class 
:178: parse error before ~GsIDMATRIX' 
:178: warning: data definition has no type or storage class 
184: parse error before `*' 

:185: parse error before `*' 

:187: parse error before *~loadTexture' 

parse error before `*' 

:187: warning: data definition has no type or storage class 
188: parse error before `*' 

:194: parse error before `u_short' 

:206: parse error before `*' 

:215: parse error before `PadInit' 

2215: warning: data definition has no type or storage class 
:216: parse error before *PadRead' 
:216: warning: data definition has no type or storage class 
2218: parse error before “initFontSet' 
2218: parse error before `*' 

2218: warning: data definition has no type or storage class 
:219: parse error before `u_short' 

n function `main': 

:226: `DB' undeclared (first use in this function) 

:226: (Each undeclared identifier is reported only once 
:226: for each function it appears in.) 

:226: parse error before `db' 

:227: `cdb' undeclared (first use in this function) 

:228: parse error before `int' 

:231: `db' undeclared (first use in this function) 

:238: `u_long' undeclared (first use in this function) 

:238: parse error before `)' 
:239: parse error before 
:240: parse error before 
:241: parse error before 
:242: parse error before 
:243: parse error before 
:244: parse error before 
:245: parse error before 
:246: parse error before 
:247: parse error before 
:248: parse error before 
:249: parse error before 
:250: parse error before 
:254: parse error before 
At top level: 


ՓՓՓՓՓՓՓՓ 
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> main.c:301: parse error before `*' 

> main.c: In function *‘drawGameScreen': 

> main.c:303: `MATRIX' undeclared (first use in this function) 

> main.c:303: parse error before “tmpls' 

> main.c:309: `cdb' undeclared (first use in this function) 

> main.c:326: request for member `coord2' in something not a structure or union 
> main.c:326: `tmpls' undeclared (first use in this function) 

> main.c:328: request for member `coord2' in something not a structure or union 
> main.c:339: request for member `coord2' in something not a structure or union 
> main.c:341: request for member `coord2' in something not a structure or union 
> main.c:379: request for member `r' in something not a structure or union 
> main.c:379: request for member `g' in something not a structure or union 
> main.c:379: request for member `b' in something not a structure or union 
> main.c:393: request for member `coord2' in something not a structure or union 
> main.c:395: request for member `coord2' in something not a structure or union 
> main.c:429: request for member `r' in something not a structure or union 
> main.c:429: request for member `g' in something not a structure or union 
> main.c:429: request for member `b' in something not a structure or union 
> main.c: At top level: 

> main.c:439: parse error before `*' 

> main.c: In function ~drawTitleScrn': 

> main.c:441: ~“MATRIX' undeclared (first use in this function) 

> main.c:441: parse error before ‘tmpls' 

> main.c:443: syntax error before `clip' 

> main.c: At top level: 

> main.c:446: parse error before `->' 

> main.c:446: warning: data definition has no type or storage class 

> main.c:449: parse error before `0' 

> main.c:449: warning: data definition has no type or storage class 

> main.c:452: parse error before `0' 

> main.c:452: warning: data definition has no type or storage class 

> main.c:458: parse error before `&' 

> main.c:458: warning: data definition has no type or storage class 

> main.c:459: parse error before ` |' 

> main.c:459: warning: data definition has no type or storage class 

> main.c:460: parse error before `&' 

> main.c:460: warning: data definition has no type or storage class 

> main.c:461: parse error before `&' 

> main.c:464: parse error before ՝ճ' 

> main.c:464: warning: data definition has no type or storage class 

> main.c:467: parse error before `-' 

> main.c:467: conflicting types for ~drawVolumeSlider' 

> main.c:210: previous declaration of *drawVolumeSlider' 

> main.c:467: warning: data definition has no type or storage class 

> main.c:468: parse error before string constant 

> main.c:468: warning: data definition has no type or storage class 

> main.c:469: parse error before string constant 

> main.c:469: warning: data definition has no type or storage class 

> main.c:470: parse error before string constant 

> main.c:470: warning: data definition has no type or storage class 

> main.c:471: parse error before string constant 

> main.c:471: warning: data definition has no type or storage class 

> main.c:473: parse error before string constant 

> main.c:473: warning: data definition has no type or storage class 

> main.c:474: parse error before string constant 

> main.c:474: warning: data definition has no type or storage class 

> main.c:476: parse error before `&' 

> main.c:476: warning: data definition has no type or storage class 

> main.c:479: parse error before `0' 

> main.c:479: warning: data definition has no type or storage class 

> main.c:480: parse error before `0' 

> main.c:480: warning: data definition has no type or storage class 

> main.c:483: warning: data definition has no type or storage class 

> main.c:484: parse error before `320' 

> main.c:484: warning: data definition has no type or storage class 

> main.c:485: parse error before `&' 

> main.c:485: warning: data definition has no type or storage class 

> main.c:487: parse error before `0' 

> main.c:487: warning: data definition has no type or storage class 

> main.c:489: parse error before `&' 

> main.c:489: warning: data definition has no type or storage class 

> main.c:492: parse error before `-' 

> main.c:492: warning: data definition has no type or storage class 


Net Yaroze newsgroups message dump.txt Page 6678 


> main.c:495: parse error before `1' 

> main.c:495: warning: data definition has no type or storage class 

> main.c: In function ‘“movePad2!': 

> main.c:502: syntax error before ‘error' 

> main.c:504: ‘error' undeclared (first use in this function) 

> main.c:506: request for member ‘coord’ in something not a structure or union 
> main.c:508: request for member ‘coord’ in something not a structure or union 
> main.c:508: request for member ‘coord’ in something not a structure or union 
> main.c:510: request for member ‘coord’ in something not a structure or union 
> main.c:512: request for member `coord' in something not a structure or union 
> main.c:512: request for member ‘coord’ in something not a structure or union 
> main.c:514: request for member ‘coord’ in something not a structure or union 
> main.c:517: request for member ‘coord’ in something not a structure or union 
> main.c:517: request for member ‘coord’ in something not a structure or union 
> main.c:519: request for member ‘coord’ in something not a structure or union 
> main.c:521: request for member ‘coord’ in something not a structure or union 
> main.c:521: request for member ‘coord’ in something not a structure or union 
> main.c:523: request for member ‘coord’ in something not a structure or union 
> main.c: In function ‘updateGame': 

> main.c:538: syntax error before `pad_step' 

> main.c: At top level: 

> main.c:539: parse error before ‘pad_tilt' 

> main.c:539: warning: excess elements in scalar initializer after ‘pad_tilt' 
> main.c:539: warning: excess elements in scalar initializer after ‘“pad_tilt' 
> main.c:539: warning: excess elements in scalar initializer after ‘pad_tilt' 
> main.c:539: warning: data definition has no type or storage class 

> main.c:540: parse error before `pad2_step' 

> main.c:540: warning: excess elements in scalar initializer after ‘pad2_step' 
> main.c:540: warning: excess elements in scalar initializer after ‘pad2_step' 
> main.c:540: warning: excess elements in scalar initializer after ‘pad2_step' 
> main.c:540: warning: data definition has no type or storage class 

> main.c:541: parse error before “pad2_tilt' 

> main.c:541: warning: excess elements in scalar initializer after ‘pad2_tilt' 
> main.c:541: warning: excess elements in scalar initializer after ‘pad2_tilt' 
> main.c:541: warning: excess elements in scalar initializer after ‘pad2_tilt' 
> main.c:541: warning: data definition has no type or storage class 

> main.c:549: parse error before `lightCol' 

> main.c:549: warning: data definition has no type or storage class 

> main.c:550: parse error before *‘state_clock' 

> main.c:550: warning: data definition has no type or storage class 

> main.c:551: parse error before ‘“temp_mat' 

> main.c:551: initializer element is not constant 

> main.c:551: warning: data definition has no type or storage class 

> main.c:552: parse error before `temp_vect' 

> main.c:552: warning: data definition has no type or storage class 

> main.c:554: parse error before `++' 

> main.c:557: initializer element is not constant 

> main.c:557: warning: data definition has no type or storage class 

> main.c:560: parse error before *switch' 

> main.c:567: conflicting types for ~delay' 

> main.c:544: previous declaration of ‘delay' 

> main.c:567: warning: data definition has no type or storage class 

> main.c:568: parse error before `.' 

> main.c:572: parse error before `0' 

> main.c:572: warning: data definition has no type or storage class 

> main.c:574: parse error before ՝.' 

> main.c:577: redefinition of `explode' 

> main.c:547: ~explode' previously defined here 

> main.c:577: warning: data definition has no type or storage class 

> main.c:578: parse error before `)' 

> main.c:590: parse error before `.' 

> main.c:591: parse error before ‘ 

> main.c:592: parse error before `.' 

> main.c:593: parse error before `.' 

> main.c:594: parse error before `.' 

> main.c:595: parse error before `.' 

> main.c:596: redefinition of ‘explode' 

> main.c:577: ~explode' previously defined here 

> main.c:596: warning: data definition has no type or storage class 

> main.c:597: redefinition of ‘delay' 

> main.c:567: `delay' previously defined here 

> main.c:597: warning: data definition has no type or storage class 

> main.c:598: parse error before ` )' 
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:606: 
:607: 
:608: 
:609: 
:609: 
Solos 
2616: 
:617: 
:618: 
:618: 
:647: 
50:75 
:647: 
:648: 
:648: 
:650: 
:654: 
:213: 
:654: 
:656: 
:656: 
:658: 
:658: 
2679's 
2694: 
2724: 
S125": 
a eo rs 
7588 
:788: 
:788: 
2789: 
2789's 
27 90% 
790» 
27963 
:803: 
2543: 
+803;3 
803» 
:804: 
«296: 
:804: 
:805: 
:808: 
:808: 
2194: 
:808: 
809» 
:819: 
:803: 
28193 
2819: 
:820: 
:804: 
:820: 
:821: 
825» 
:825: 
:826: 
::83:7: 
2542: 
283s 
2837's 
2838: 
2838: 
2847: 
2837: 
2847: 
2847: 
:848: 
2848: 
$8564 


parse error before 
parse error before 
parse error before `. 
parse error before `0 


Ա 
Ա 
Ա 
Ա 


warning: data definition has no type or storage class 


parse error before ՝.' 
parse error before ՝.' 
parse error before ՝.' 
parse error before `0' 


warning: data definition has no type or storage class 


redefinition of ‘delay' 
`delay' previously defined here 


warning: data definition has no type or storage class 
in function declaration 
warning: data definition has no type or storage class 


warning: parameter names (without types) 


parse error before `}' 

conflicting types for *‘resetGameStuff' 
previous declaration of ‘resetGameStuff' 
warning: data definition has no type or 
parse error before `60' 

warning: data definition has no type or 
parse error before `0' 

warning: data definition has no type or 
parse error before ՝.' 

parse error before ՝.' 

parse error before ՝.' 

parse error before ՝.' 

parse error before ՝.' 

parse error before ՝.' 

parse error before `&' 

warning: data definition has no type or 
parse error before `&' 

warning: data definition has no type or 
initializer element is not constant 
warning: data definition has no type or 
parse error before `if' 

conflicting types for ~shockOn' 
previous declaration of `shockOn' 
initializer element is not constant 
warning: data definition has no type or 
redefinition of ‘explode' 

`explode' previously defined here 
warning: data definition has no type or 
parse error before °.' 

parse error before °&' 

conflicting types for *‘playSoundNote' 
previous declaration of `playSoundNote' 
warning: data definition has no type or 
parse error before `++' 

redefinition of `shockOn' 

`shockOn' previously defined here 
initializer element is not constant 
warning: data definition has no type or 
redefinition of ‘explode' 

`explode' previously defined here 
warning: data definition has no type or 
parse error before °.' 

parse error before `&' 

warning: data definition has no type or 
parse error before `++' 

conflicting types for `sparkOn' 
previous declaration of ~sparkOn' 
initializer element is not constant 
warning: data definition has no type or 
parse error before `&' 

warning: data definition has no type or 
redefinition of `sparkOn' 

`sparkOn' previously defined here 
initializer element is not constant 
warning: data definition has no type or 
parse error before °&' 

warning: data definition has no type or 
redefinition of `sparkOn' 


storage 
storage 


storage 


storage 
storage 


storage 


storage 


storage 


storage 


storage 


storage 


storage 


storage 


storage 


storage 


storage 


class 
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2847: ~sparkOn' previously defined here 

2856: initializer element is not constant 

2856: warning: data definition has no type or storage class 
:857: parse error before `&' 
857: warning: data definition has no type or storage class 
2865: redefinition of `sparkOn' 

2856: ~sparkOn' previously defined here 

2865: initializer element is not constant 

2865: warning: data definition has no type or storage class 
:866: parse error before `&' 
2866: warning: data definition has no type or storage class 
:930: parse error before `&' 
2930: warning: data definition has no type or storage class 
2931: parse error before `&' 
2931: warning: data definition has no type or storage class 
2933: parse error before ` .' 
:937: parse error before `&' 
2937: warning: data definition has no type or storage class 
:957: parse error before `&' 
2957: warning: data definition has no type or storage class 
2964: parse error before °.' 

:965: parse error before ` .' 

:966: parse error before ՝.' 

2968: conflicting types for `spinBall' 

:202: previous declaration of *spinBall' 

2968: warning: data definition has no type or storage class 
2969: conflicting types for *“moveLight' 
:201: previous declaration of *moveLight' 
:969: warning: data definition has no type or storage class 
:972: parse error before “if' 

:975: parse error before ` .' 

:976: parse error before ն 

:977: parse error before ՝.' 

:978: parse error before ` .' 

:979: parse error before ` .' 

:980: parse error before ` .' 

21021: parse error before ` .' 

21022: parse error before `.' 

:1027: parse error before °.' 

:1041: parse error before `&' 

:1041: warning: data definition has no type or storage class 
:1050: parse error before `&' 
21050: warning: data definition has no type or storage class 
21069: parse error before `0' 
21069: warning: data definition has no type or storage class 
21070: redefinition of `lighton' 

2140: “lighton' previously defined here 
:1070: warning: data definition has no type or storage class 
:1071: parse error before `}' 
:1079: parse error before `0' 
1079: warning: data definition has no type or storage class 
21080: redefinition of `lighton' 

21070: “lighton' previously defined here 
:1080: warning: data definition has no type or storage class 
:1081: parse error before `}' 
21089: parse error before `0' 
21089: warning: data definition has no type or storage class 
21091: parse error before ` .' 

21098: redefinition of ‘delay' 

:647: ~delay' previously defined here 

21098: warning: data definition has no type or storage class 
1099: parse error before `}' 

21107: redefinition of *DONE' 

157: `DONE' previously defined here 

21107: warning: data definition has no type or storage class 
21108: parse error before `return' 
warning: parameter names (without types) in function declaration 
117: warning: data definition has no type or storage class 

: redefinition of ‘delay' 

098: `delay' previously defined here 
21118: warning: data definition has no type or storage class 
1119: parse error before `}' 

1126: parse error before °.' 
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> main.c: In function ‘interactiveTitle': 

> main.c:1157: request for member `vx' in something not a structure or union 

> main.c:1158: request for member ‘attribute’ in something not a structure or unio 
> ո 

> main.c:1158: `GsLOFF' undeclared (first use in this function) 

> main.c:1159: request for member `attribute' in something not a structure or unio 
> ո 

> main.c:1160: request for member `coord' in something not a structure or union 
> main.c:1161: request for member `coord' in something not a structure or union 
> main.c:1162: request for member `coord' in something not a structure or union 
> main.c:1164: request for member `coord' in something not a structure or union 
> main.c:1164: request for member `coord' in something not a structure or union 
> main.c:1165: request for member ‘coord’ in something not a structure or union 
> main.c:1165: request for member `coord' in something not a structure or union 
> main.c:1166: request for member ‘coord’ in something not a structure or union 
> main.c:1166: request for member `coord' in something not a structure or union 
> main.c:1168: request for member `coord' in something not a structure or union 
> main.c:1169: request for member `coord' in something not a structure or union 
> main.c:1170: request for member `coord' in something not a structure or union 
> main.c:1172: request for member `vz' in something not a structure or union 

> main.c:1173: request for member `vx' in something not a structure or union 

> main.c:1174: request for member `vy' in something not a structure or union 

> main.c:1187: request for member `vx' in something not a structure or union 

> main.c:1189: request for member ‘attribute’ in something not a structure or unio 
> ո 

> main.c:1190: request for member `attribute' in something not a structure or unio 
> ո 

> main.c:1191: request for member `coord' in something not a structure or union 
> main.c:1192: request for member `coord' in something not a structure or union 
> main.c:1193: request for member `coord' in something not a structure or union 
> main.c:1195: request for member `coord' in something not a structure or union 
> main.c:1195: request for member `coord' in something not a structure or union 
> main.c:1196: request for member `coord' in something not a structure or union 
> main.c:1196: request for member ‘coord’ in something not a structure or union 
> main.c:1197: request for member `coord' in something not a structure or union 
> main.c:1197: request for member `coord' in something not a structure or union 
> main.c:1199: request for member `coord' in something not a structure or union 
> main.c:1200: request for member `coord' in something not a structure or union 
> main.c:1201: request for member `coord' in something not a structure or union 
> main.c:1203: request for member `vz' in something not a structure or union 

> main.c:1204: request for member `vx' in something not a structure or union 

> main.c:1205: request for member `vy' in something not a structure or union 

> main.c:1222: request for member `vx' in something not a structure or union 

> main.c:1222: request for member ‘vy' in something not a structure or union 

> main.c:1222: request for member `vz' in something not a structure or union 

> main.c:1224: request for member `r' in something not a structure or union 

> main.c:1224: request for member `g' in something not a structure or union 

> main.c:1224: request for member `b' in something not a structure or union 

> main.c:1229: request for member `front' in something not a structure or union 
> main.c:1231: request for member `front' in something not a structure or union 
> main.c:1236: request for member `front' in something not a structure or union 
> main.c:1238: request for member `front' in something not a structure or union 
> main.c:1263: ~“u_long' undeclared (first use in this function) 

> main.c:1263: parse error before `) ' 

> main.c:1267: parse error before `)' 

> main.c:1270: *“SSPLAY_INFINITY' undeclared (first use in this function) 

> main.c:1282: request for member `flg' in something not a structure or union 

> main.c: In function ‘initPos!': 

> main.c:1297: request for member `coord2' in something not a structure or union 
> main.c:1298: request for member `coord2' in something not a structure or union 
> main.c:1299: request for member `coord2' in something not a structure or union 
> main.c:1300: request for member ‘attribute’ in something not a structure or unio 
> ո 

> main.c:1303: request for member `coord' in something not a structure or union 
> main.c:1304: request for member `coord' in something not a structure or union 
> main.c:1305: request for member `coord' in something not a structure or union 
> main.c:1306: request for member ‘attribute’ in something not a structure or unio 
> ո 

> main.c:1309: request for member `coord' in something not a structure or union 
> main.c:1310: request for member `coord' in something not a structure or union 
> main.c:1311: request for member `coord' in something not a structure or union 
> main.c:1315: request for member `vx' in something not a structure or union 

> main.c:1316: request for member `vy' in something not a structure or union 
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> main.c:1317: request for member `vz' in something not a structure or union 

> main.c:1320: request for member `vx' in something not a structure or union 

> main.c:1320: `ONE' undeclared (first use in this function) 

> main.c:1321: request for member ‘vy' in something not a structure or union 

> main.c:1322: request for member `vz' in something not a structure or union 

> main.c:1323: request for member `coord2' in something not a structure or union 
> main.c:1324: request for member ‘attribute’ in something not a structure or unio 
>n 

> main.c:1324: *GsLLMOD' undeclared (first use in this function) 

> main.c:1324: `GsFOG' undeclared (first use in this function) 

> main.c:1327: request for member `vx' in something not a structure or union 

> main.c:1328: request for member `vy' in something not a structure or union 

> main.c:1329: request for member `vz' in something not a structure or union 

> main.c:1330: request for member `coord2' in something not a structure or union 
> main.c:1333: request for member `vx' in something not a structure or union 

> main.c:1334: request for member ‘vy' in something not a structure or union 

> main.c:1335: request for member `vz' in something not a structure or union 

> main.c:1336: request for member `coord2' in something not a structure or union 
> main.c:1337: request for member `coord2' in something not a structure or union 
> main.c:1340: request for member `vx' in something not a structure or union 

> main.c:1341: request for member ‘vy' in something not a structure or union 

> main.c:1342: request for member `vz' in something not a structure or union 

> main.c:1343: request for member `coord2' in something not a structure or union 
> main.c:1344: request for member ‘attribute’ in something not a structure or unio 
> n 

> main.c:1344: `GsDOFF' undeclared (first use in this function) 

> main.c:1348: request for member `attribute' in something not a structure or unio 
> n 

> main.c:1356: request for member `vy' in something not a structure or union 

> main.c:1356: request for member `vz' in something not a structure or union 

> main.c:1357: request for member `vx' in something not a structure or union 

> main.c:1358: request for member `vz' in something not a structure or union 

> main.c:1359: request for member `vx' in something not a structure or union 

> main.c:1360: request for member `vy' in something not a structure or union 

> main.c:1361: request for member `vy' in something not a structure or union 

> main.c:1361: request for member `vz' in something not a structure or union 

> main.c:1361: request for member `vx' in something not a structure or union 

> main.c: At top level: 

> main.c:1366: parse error before `*' 

> main.c: In function “initSystem': 

> main.c:1375: *GsNONINTER' undeclared (first use in this function) 

> main.c:1375: *GsOFSGPU' undeclared (first use in this function) 

> main.c:1381: ‘db' undeclared (first use in this function) 

> main.c:1385: *GsOT_TAG' undeclared (first use in this function) 

> main.c:1385: parse error before `)' 

> main.c:1386: parse error before `)' 

> main.c:1396: parse error before `)' 

> main.c:1397: parse error before `)' 

> main.c:1404: request for member `dqa' in something not a structure or union 

> main.c:1404: `ONE' undeclared (first use in this function) 

> main.c:1405: request for member `dqb' in something not a structure or union 

> main.c:1406: request for member `rfc' in something not a structure or union 

> main.c:1406: request for member `gfc' in something not a structure or union 

> main.c:1406: request for member `bfc' in something not a structure or union 

> main.c: In function “initView': 

> main.c:1439: request for member `vpx' in something not a structure or union 

> main.c:1439: request for member `vpy' in something not a structure or union 

> main.c:1439: request for member `vpz' in something not a structure or union 

> main.c:1440: request for member `vrx' in something not a structure or union 

> main.c:1440: request for member ‘vry' in something not a structure or union 

> main.c:1440: request for member `vrz' in something not a structure or union 

> main.c:1441: request for member `rz' in something not a structure or union 

> main.c:1442: request for member `super' in something not a structure or union 
> main.c:1442: `WORLD' undeclared (first use in this function) 

> main.c:1448: request for member ‘vpx' in something not a structure or union 

> main.c:1448: request for member ‘vpy' in something not a structure or union 

> main.c:1448: request for member ‘coord’ in something not a structure or union 
> main.c:1448: request for member `vpz' in something not a structure or union 

> main.c:1449: request for member `vrx' in something not a structure or union 

> main.c:1449: request for member `vry' in something not a structure or union 

> main.c:1449: request for member `coord' in something not a structure or union 
> main.c:1449: request for member `vrz' in something not a structure or union 

> main.c:1450: request for member `rz' in something not a structure or union 
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:1451: request for member `super' in something not a structure or union 
At top level: 
:1456: parse error before `x' 
: In function `setView': 
:1462: request for member `vpx' in something not a structure or union 
:1462: `x' undeclared (first use in this function) 
:1462: request for member `vpy' in something not a structure or union 
:1462: `y' undeclared (first use in this function) 
:1462: request for member `vpz' in something not a structure or union 
:1462: `z' undeclared (first use in this function) 
:1463: request for member `vrx' in something not a structure or union 
:1463: request for member `vry' in something not a structure or union 
:1463: request for member `vrz' in something not a structure or union 
:1464: request for member `rz' in something not a structure or union 
1465: request for member `super' in something not a structure or union 
1465: “WORLD' undeclared (first use in this function) 
In function “initView2' 
21472: request for member `vpx' in something not a structure or union 
21472: request for member ‘vpy' in something not a structure or union 
1472: request for member ‘coord' in something not a structure or union 
1472: request for member ‘vpz' in something not a structure or union 
1473: request for member ‘vrx' in something not a structure or union 
1473: request for member ‘vry' in something not a structure or union 
1473: request for member ‘coord' in something not a structure or union 
1473: request for member ‘vrz' in something not a structure or union 
1474: request for member `rz' in something not a structure or union 
1475: request for member `super' in something not a structure or union 
21475: `WORLD' undeclared (first use in this function) 
In function ‘initLight' 
1488: request for member `vx' in something not a structure or union 
21488: request for member `vy' in something not a structure or union 
1488: request for member `vz' in something not a structure or union 
1489: request for member `r' in something not a structure or union 
1489: request for member `g' in something not a structure or union 
1489: request for member `b' in something not a structure or union 
1493: request for member `vx' in something not a structure or union 
21493: request for member ‘vy' in something not a structure or union 
21493: request for member `vz' in something not a structure or union 
1494: request for member `r' in something not a structure or union 
1494: request for member `g' in something not a structure or union 
1494: request for member `b' in something not a structure or union 
1498: request for member `vx' in something not a structure or union 
1498: request for member `vy' in something not a structure or union 
1498: request for member `vz' in something not a structure or union 
1499: request for member `r' in something not a structure or union 
1499: request for member `g' in something not a structure or union 
1499: request for member `b' in something not a structure or union 
21503: `ONE' undeclared (first use in this function) 
: At top level: 
21512: conflicting types for `moveLight' 
2969: previous declaration of *moveLight' 
: In function ‘“moveLight': 
21518: request for member `vx' in something not a structure or union 
21519: request for member ‘vy' in something not a structure or union 
21520: request for member `vz' in something not a structure or union 
21520: request for member `coord' in something not a structure or union 
21524: request for member `r' in something not a structure or union 
21524: request for member `r' in something not a structure or union 
1527: request for member `r' in something not a structure or union 
1529: request for member `g' in something not a structure or union 
21529: request for member `g' in something not a structure or union 
21532: request for member `g' in something not a structure or union 
21534: request for member `b' in something not a structure or union 
21534: request for member `b' in something not a structure or union 
21537: request for member `b' in something not a structure or union 
At top level: 
21553: parse error before `*' 
: In function *‘initModelingData': 
21555: ‘u_long' undeclared (first use in this function) 
21555: `tmdp' undeclared (first use in this function) 
21558: `addr' undeclared (first use in this function) 
1571: parse error before `tmdp' 
21574: `index' undeclared (first use in this function) 
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ain.c:1576: `WORLD' undeclared (first use in this function) 
ain. At top level: 

ain.c:1586: parse error before *‘loadTexture' 

ain.c:1586: parse error before `*' 

ain. In function *loadTexture': 

ain.c:1588: `RECT' undeclared (first use in this function) 
ain.c:1588: parse error before `rect1' 

ain.c:1589: ~GsIMAGE' undeclared (first use in this function) 
ain.c:1596: `addr' undeclared (first use in this function) 
ain.c:1596: `timl' undeclared (first use in this function) 
ain.c:1599: `rectl' undeclared (first use in this function) 
ain. At top level: 

ain.c:1620: parse error before `*' 

ain. In function *setCoordinate': 

ain.c:1623: ~“MATRIX' undeclared (first use in this function) 
ain.c:1623: parse error before `tmpl' 

ain.c:1624: ~SVECTOR' undeclared (first use in this function) 
ain.c:1631: `tmpl' undeclared (first use in this function) 
ain.c:1634: `coor' undeclared (first use in this function) 
ain.c:1637: `vl' undeclared (first use in this function) 
ain.c:1637: ‘pos' undeclared (first use in this function) 


ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 
ain. 


At top level: 
21651: conflicting types for *spinBall' 
2968: previous declaration of *spinBall' 

In function *spinBall': 

21652: request for member `vz' in something not a structure or union 
21652: “ONE' undeclared (first use in this function) 

21653: request for member ‘vy' in something not a structure or union 
21654: request for member `vx' in something not a structure or union 
In function *spinMenuText!: 

21660: request for member `vx' in something not a structure or union 
21660: “ONE' undeclared (first use in this function) 

In function `spark': 
21671: request for member `coord' in something not 


structure or union 
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a 
ain.c:1671: request for member `coord' in something not a structure or union 
ain.c:1672: request for member `coord' in something not a structure or union 
ain.c:1672: request for member ‘coord' in something not a structure or union 
ain.c:1673: request for member `coord' in something not a structure or union 
ain.c:1673: request for member ‘coord' in something not a structure or union 
ain.c:1674: request for member ‘attribute’ in something not a structure or unio 
ain.c:1674: `GsDOFF' undeclared (first use in this function) 

ain.c:1678: request for member `coord' in something not a structure or union 
ain.c:1678: request for member `coord' in something not a structure or union 
ain.c:1679: request for member `coord' in something not a structure or union 
ain.c:1679: request for member `coord' in something not a structure or union 
ain.c:1680: request for member `coord' in something not a structure or union 
ain.c:1680: request for member `coord' in something not a structure or union 
ain.c:1681: request for member ‘attribute’ in something not a structure or unio 
ain.c: In function *shock!: 

ain.c:1692: request for member `coord' in something not a structure or union 
ain.c:1693: request for member `coord' in something not a structure or union 
ain.c:1694: request for member `coord' in something not a structure or union 
ain.c:1694: request for member `coord' in something not a structure or union 
ain.c:1695: request for member ‘attribute’ in something not a structure or unio 
ain.c:1695: `GsDOFF' undeclared (first use in this function) 

ain.c:1699: request for member `coord' in something not a structure or union 
ain.c:1699: request for member `coord' in something not a structure or union 
ain.c:1700: request for member `coord' in something not a structure or union 
ain.c:1700: request for member `coord' in something not a structure or union 
ain.c:1701: request for member `coord' in something not a structure or union 
ain.c:1701: request for member `coord' in something not a structure or union 
ain.c:1702: request for member ‘attribute’ in something not a structure or unio 
ain.c: At top level: 

ain.c:1708: parse error before `GsOT' 

ain.c:1709: conflicting types for ~drawVolumeSlider' 

ain.c:467: previous declaration of ~drawVolumeSlider' 

ain.c: In function *‘drawVolumeSlider': 

ain.c:1710: request for member `back' in something not a structure or union 
ain.c:1711: request for member `front' in something not a structure or union 
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In function ‘initVolumeSlider': 
1717: request for member ‘back' in something not 


ain. 
ain. 


structure or union 


ake: *** [main.o] Error 1 


> ո cs 

> m È a 

> main.c:1718: request for member `back' in something not a structure or union 
> main.c:1719: request for member `back' in something not a structure or union 
> main.c:1720: request for member `back' in something not a structure or union 
> main.c:1721: request for member `back' in something not a structure or union 
> main.c:1722: request for member `back' in something not a structure or union 
> main.c:1723: request for member `back' in something not a structure or union 
> main.c:1724: request for member `back' in something not a structure or union 
> main.c:1726: request for member `front' in something not a structure or union 
> main.c:1727: request for member `front' in something not a structure or union 
> main.c:1728: request for member `front' in something not a structure or union 
> main.c:1729: request for member `front' in something not a structure or union 
> main.c:1730: request for member `front' in something not a structure or union 
> main.c:1731: request for member `front' in something not a structure or union 
> main.c:1732: request for member `front' in something not a structure or union 
> main.c:1733: request for member `front' in something not a structure or union 
> main.c: At top level: 

> main.c:1738: conflicting types for `resetGameStuff' 

> main.c:654: previous declaration of `resetGameStuff' 

> main.c: In function `resetGameStuff': 

> main.c:1744: request for member `coord' in something not a structure or union 
> main.c:1745: request for member `coord' in something not a structure or union 
> main.c:1746: request for member `coord' in something not a structure or union 
> main.c:1749: request for member `vx' in something not a structure or union 

> main.c:1750: request for member `vy' in something not a structure or union 

> main.c:1751: request for member `vz' in something not a structure or union 

> main.c: In function `swapTexture': 

> main.c:1764: `u_long' undeclared (first use in this function) 

> main.c:1764: parse error before `)' 

> main.c:1770: parse error before `)' 

> main.c:1775: parse error before `)' 

> main.c: In function `initTextBG': 

> main.c:1787: request for member `attribute' in something not a structure or unio 
>n 

> main.c:1788: request for member `x' in something not a structure or union 

> main.c:1789: request for member `y' in something not a structure or union 

> main.c:1790: request for member `w' in something not a structure or union 

> main.c:1791: request for member `h' in something not a structure or union 

> main.c:1792: request for member `r' in something not a structure or union 

> main.c:1793: request for member `g' in something not a structure or union 

> main.c:1794: request for member `b' in something not a structure or union 

> main.c: In function ‘initFade': 

> main.c:1800: request for member ‘attribute’ in something not a structure or unio 
> n 

> main.c:1801: request for member `x' in something not a structure or union 

> main.c:1802: request for member `y' in something not a structure or union 

> main.c:1803: request for member `w' in something not a structure or union 

> main.c:1804: request for member `h' in something not a structure or union 

> main.c:1805: request for member `r' in something not a structure or union 

> main.c:1806: request for member `g' in something not a structure or union 

> main.c:1807: request for member `b' in something not a structure or union 

> gcc: installation problem, cannot exec `mips-tfile': No such file or directory 
> m 

> 

> 


G:NDevNRicochet> 


—-MESSAGE FILE 10055 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008783 


——MESSAGE FILE 10056 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008784 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Wed, 22 Oct 2003 23:21:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1262 

Message-ID: <bn70p1$m4k12@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bné6égks$m4k6@www.netyaroze-europe.com> <bn6lpcS$m4k8@www.netyaroze-europe. com> 
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<bn6mcm$m4k9@www.netyaroze-europe.com> <bn6év0eSm4k10@www.netyaroze-europe. com> 
NNTP-Posting-Host: m172-mpl.cvx2-b.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en, en-us 

In-Reply-To: <bné6év0e$m4k10@www.netyaroze-europe. com> 


I removed the paths to the GNU and PSX folder and it still worked. 
I can't think of anything else that makes a difference. 


Later, 
James 


James Burns wrote: 


> Another thing I just remembered is that I still have PSX and GNU folders 
> on C: and my environment variables are still setup to the path setting. 
> 

> I'll try some other stuff to see whats going on. 

> 

> Ta, 

> James 

> 

> Net Yaroze wrote: 

> 

>> Andy, 

>> 


>> Thats exactly the same results that I'm getting. : ( 
>> Lets hope James can help us out ! 


>> If it's any help, I have attached a file which contains all the output 
>> when 


>> trying to compile "Ricochet" - can't remember where I got ricochet from 
>> though. 

>> 

>> -Kenny 

>> 

>> 


>> "Andrew Murray" <a_murray@btinternet.com> wrote in message 
>> news:bné6lpcSm4k8@www.netyaroze-europe.com... 


>>> Dammit! 


>>> Right, i've tried everything I can think of. I have tried to emulate the 
>>> file structure of the PSX and GNU directories from the original Yaroze 
>>> distribution and copying the relevant GCC2.8.1 files over in the hope 
>>> that 

>>> the include and lib paths would be set through the djgpp.env file but 

>> 

>> 

>> nadda, 

>> 

>>> nothing, diddily-squat. 

>>> 
>>> I have also followed the instructions to the letter, i.e. unzip 

>>> gcc281.zip 

>>> to root of C drive and replace djsetup.bat and libsngcc.a with the ones 
>> 

>> 

>> from 

>> 

>>> the setup.zip and nothing. 

>>> 

>>> The best I can get is that it attempts to actually compile main.c but it 
>>> spits out tonnes of errors about undefined types because the include 

>>> path 

>>> has not been set, etc...Then it asks for a file called mips-tfile.exe 
>>> (or 

>>> similar, i'm recounting this from memory), says it can't find it. error, 
>>> choke, splutter, die, etc... 

>>> 

>>> James, I don't know how the hell you managed it! Could you step us 
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>>> through 

>>> what you did, if it was in any way different from the instructions 
>>> given? 

>>> Either it doesn't like WinXP Pro (deduced from the fact James said he 
>> 

>> 

>> tried 

>> 

>>> it in Home Edition) or I'm missing something really trivial, like 
>> 

>> 

>> forgetting 

>> 

>>> to turn the computer on, or something... 

>>> 

>>> Oh well. 

>>> Andy. 

>>> 

>>> "Andrew Murray" <a_murray@btinternet.com> wrote in message 

>>> news:bnégksSm4k6@www.netyaroze-europe.com... 

>>> 

>>>> I'm getting that error now as well. I would have thought that it would 
>> 

>> 

>> be 

>> 

>>>> the djgpp.env file that specified the include and lib paths but the zip 
>>>> files I downloaded don't seem to have one. I'm going to look again and 
>>>> generally hack about a bit more. 

>>>> 

>>>> Andy. 

>>>> 

>>>> "Net Yaroze" <kenny@kmillar.co.uk> wrote in message 

>>>> news:bn6ekfSm4k5@www.netyaroze-europe.com... 

>>>> 

>>>>> Rats. 

>>>>> Still can't get things to compile under XP Pro. 

>>>>> 

>>>>> After messing with the path I got rid of the "no such file or folder" 
>>>> 

>>>> 

>>>> error, 

>>>> 

>>>>> but no I get this... 

>>>>> 

>>>>> gcc -g -G0 -Շ main.c -օ main.o 

>>>>> main.c:18: No include path in which to find libps.h 

>>>>> In file included from main.c:19: 

>>>>> padl.h:7: No include path in which to find libps.h 

>>>>> ... 

>>>>> and so on. 

>>>>> 

>>>>> Where do I specify the include path???????? 

>>>>> 

>>>>> -Kenny 

>>>>> 

>>>>> 

>>>>> 

>>>>> 

>>>>> "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>> news:blrt31S4t31@www.netyaroze-europe.com... 

>>>>> 

>>>>>> Anyone still check these newsgroups? 

>>>>>> 

>>>>>> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
>>> 

>>> 

>>> build 

>>> 

>>>> on 

>>>> 

>>>>>> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
>> 
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>> 

>> work 

>> 

>>>>> under 

>>>>> 

>>>>>> XP or only 2000, or is there any difference? 

>>>>>> 

>>>>>> Also is there a resource manager out there that can take a list (or 
>>>>>> equivelant) of files and generate a list of defines with addresses 
>>>>> 

>>>>> 

>>>>> attatched 

>>>>> 

>>>>>> so I can copy and paste into a project? 

>>>>>> 

>>>>>> Anyway hope all is well, any new projects on the horizon? Anybody 
>>>> 

>>>> 

>>>> checked 

>>>> 

>>>>>> out the xGameStation? (www.xgamestation.com), who needs that when 
>> 


>>>> have 

>>>> 

>>>>> a 

>>>>> 

>>>>>> Yaroze? 

>>>>>> 

>>>>>> Thanks in advance, 

>>>>>> Andrew. 

>>>>>> 

>>>>>> 

>>>>> 

>>>>> 

>>>> 

>>> 

>> 

>> 

>> G:\Dev\Ricochet>del *.o 

>> 

>> G:\Dev\Ricochet>make 

>> gcc -ց -Շ0 -Շ main.c -օ main.o 

>> main.c:18: No include path in which to find libps.h 
>> In file included from main.c:19: 

>> padl.h:7: No include path in which to find libps.h 
>> In file included from main.c:20: 

>> myfonts.h:1: No include path in which to find libps.h 
>> In file included from main.c:21: 

>> sound.h:1: No include path in which to find libps.h 
>> In file included from main.c:19: 


>> padl.h:76: parse error before `*' 

>> padl.h:76: warning: data definition has no type or storage class 
>> padl.h:78: parse error before *PadRead' 

>> padl.h:78: warning: data definition has no type or storage class 
>> padl.h:79: parse error before `PadInit' 

>> padl.h:79: warning: data definition has no type or storage class 


>> In file included from main.c:20: 


>> myfonts.h:11: parse error before `GsSPRITE' 

>> myfonts.h:11: warning: no semicolon at end of struct or union 

>> myfonts.h:12: warning: data definition has no type or storage class 
>> myfonts.h:13: parse error before ~‘char_height' 

>> myfonts.h:13: warning: data definition has no type or storage class 
>> myfonts.h:14: parse error before *set_width' 

>> myfonts.h:14: warning: data definition has no type or storage class 
>> myfonts.h:15: parse error before ~set_height' 

>> myfonts.h:15: warning: data definition has no type or storage class 
>> myfonts.h:16: parse error before `img' 

>> myfonts.h:16: warning: data definition has no type or storage class 
>> myfonts.h:17: parse error before `tpage' 

>> myfonts.h:17: warning: data definition has no type or storage class 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


a ie en = = Ep Ep pes Ep us sp S S i S a Su m S 5 Sus m Sp usa m 21-11-01 B S 383 5 


Ց 


ASS Ae es CeCe Se og -1Ն` | Ն 


Ց 


3 


yfonts.h:18: 
yfonts.h:18: 
yfonts.h:20: 
yfonts.h:20: 


ain.e: 112: 
ain.c:112: 
ar e lls: 
ain.c:114: 
ain.c:114: 
Ձ1ու6:115: 
ain ell 53 
ain.c:116: 
ain.c:116: 
ain.c:117: 
ain es iL ys 
ain.c:118: 
ain.c:118: 
ain.c:119: 
ain.c:119: 
ain er 123% 
Հո. 2123: 
ain.c:124: 
ain.c:125: 
ain.c:125: 
ain.c:126: 
ain.c:126: 
ain.c:132: 
ain.c:132: 
ain.c:133: 
ain.c:133: 
ain.c:134: 
ain.c:134: 
ain.c:135: 
ain.c:135: 
ain.c:136: 
ain.c:136: 
ain.c:137: 
ain.c:137: 
ain.c:138: 
ain.c:138: 
ain.c:144: 
ain.c:144: 
ain.c:146: 
ain.c:146: 
clipView' 

ain.c:146: 
clipView' 

ain.c:146: 
clipView' 

ain.c:146: 
ain.c:147: 
ain.c:147: 
clipViewl1' 
ain.c:147: 
clipViewl1' 
ain.c:147: 
clipViewl1' 
ain.c:147: 
ain.c:148: 
ain.c:148: 
clipView2' 
ain.c:148: 
clipView2' 
ain.c:148: 
clipView2' 
ain.c:148: 
ain.c:149: 
ain.c:149: 
clipTitle' 
ain.c:149: 
clipTitle' 
ain.c:149: 
clipTitle' 


parse error before `draw' 


parse error before `}' 

parse error before ~DRAWENV' 
warning: no semicolon at end of 
warning: data definition has no 
parse error before `gsot' 


warning: data definition has no 
parse error before `ցտօե2' 
warning: data definition has no 
parse error before `ot' 
warning: data definition has no 
parse error before `ot2' 
warning: data definition has no 
parse error before ‘gsprim' 
warning: data definition has no 
parse error before ` )' 

warning: data definition has no 
parse error before `GsBOXF ' 
warning: no semicolon at end of 
warning: data definition has no 


parse error before `*' 
warning: data definition has 
parse error before `}' 
warning: data definition has no 
parse error before 
warning: data definition has no 
parse error before ‘turboBarP1' 
warning: data definition has no 
parse error before ‘turboBarP2' 
warning: data definition has no 
parse error before °‘TextBack' 
warning: data definition has 
parse error before `fade' 
warning: data definition has 
parse error before `turboP1' 
warning: data definition has 
parse error before `turboP2' 
warning: data definition has 
parse error before ՝»' 
warning: data definition has no 
parse error before `clipView' 


no 


no 


no 


no 


no 


warning: data definition has no type or storage 


warning: data definition has no type or storage 


struct or union 


type or storage c 


or storage c 


type 


type or storage cl 


type or storage cl 


type or storage cl 


type or storage c 


type or storage cl 


struct or union 


type or storage cl 


type or storage cl 


type or storage c 


*volume_slider' 


type or storage cl 


type or storage cl 


type or storage cl 


or storage c 


type 


or storage c 


type 


type or storage cl 


type or storage cl 


type or storage cl 


cl 


cl 
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Lass 


Lass 


lass 


lass 


Lass 


Lass 


Lass 


lass 


Lass 


Lass 


Lass 


lass 


Lass 


Lass 


Lass 


lass 


lass 


Lass 


Lass 


Lass 


warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `clipViewl' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `clipView2' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before ‘clipTitle' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
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>> main.c:149: warning: data definition has no type or storage class 
>> main.c:151: parse error before `scrnCol' 

>> main.c:151: warning: excess elements in scalar initializer after 
>> `scrnCol' 

>> main.c:151: warning: excess elements in scalar initializer after 
>> `scrnCol' 

>> main.c:151: warning: excess elements in scalar initializer after 


>> `scrnCol' 


>> main.c:175 
>> “testParam 
>> main.c:175 
>> main.c:175 
>> ‘“testParam 
>> main.c:175 
>> main.c:175 
>> ‘“testParam 
>> main.c:175 
>> ‘“testParam 
>> main.c:175: warning: excess elements in scalar initializer after 
>> “testParam' 
>> main.c:175 
>> main.c:175 
>> “testParam 
>> main.c:175: warning: excess elements in scalar initializer after 
>> “testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 
>> “testParam' 


warning: excess elements in scalar initializer after 


>> main.c:151: warning: data definition has no type or storage class 
>> main.c:158: parse error before *~SCREEN' 
>> main.c:158: warning: data definition has no type or storage class 
>> main.c:159: parse error before `game_state' 
>> main.c:159: warning: data definition has no type or storage class 
>> main.c:160: parse error before `PWorld' 
>> main.c:160: warning: data definition has no type or storage class 
>> main.c:161: parse error before *~LastPadPos' 
>> main.c:161: warning: data definition has no type or storage class 
>> main.c:162: parse error before ‘object’ 
>> main.c:162: warning: data definition has no type or storage class 
>> main.c:163: parse error before `DWorld' 
>> main.c:163: warning: data definition has no type or storage class 
>> main.c:164: parse error before `fog' 
>> main.c:164: warning: data definition has no type or storage class 
>> main.c:165: parse error before `fogdepth' 
>> main.c:165: warning: data definition has no type or storage class 
>> main.c:166: parse error before `view' 
>> main.c:166: warning: data definition has no type or storage class 
>> main.c:167: parse error before `pslt' 
>> main.c:167: warning: data definition has no type or storage class 
>> main.c:168: parse error before `PadData' 
>> main.c:168: warning: data definition has no type or storage class 
>> main.c:169: parse error before `pl_speed' 
>> main.c:169: warning: data definition has no type or storage class 
>> main.c:170: parse error before `p2_speed' 
>> main.c:170: warning: data definition has no type or storage class 
>> main.c:171: parse error before `dir_vect' 
>> main.c:172: warning: data definition has no type or storage class 
>> main.c:174: parse error before `ball_step' 
>> main.c:174: warning: data definition has no type or storage class 
>> main.c:175: parse error before `testParam' 
>> main.c:175: warning: braces around scalar initializer for *‘testParam' 
>> main.c:175: ~“ONE' undeclared here (not in a function) 
>> main.c:175: initializer element for ‘testParam'’ is not constant 
>> main.c:175: `ONE' undeclared here (not in a function) 

m : 

> Ա 


`ONE' undeclared here (not in a function) 
warning: excess elements in scalar initializer after 


“5 


warning: braces around scalar initializer for *‘testParam' 
warning: excess elements in scalar initializer after 


“35 


3 


warning: excess elements in scalar initializer after 


Ց 


warning: braces around scalar initializer for *testParam' 
warning: excess elements in scalar initializer after 


ZE Ei 


3 


3 


>> main.c:175: warning: data definition has no type or storage class 
>> main.c:177: parse error before `Frame' 

>> main.c:177: warning: data definition has no type or storage class 
>> main.c:178: parse error before *GsIDMATRIX' 

>> main.c:178: warning: data definition has no type or storage class 
>> main.c:184: parse error before `*' 

>> main.c:185: parse error before `*' 

>> main.c:187: parse error before *~loadTexture' 

>> main.c:187: parse error before `*' 

>> main.c:187: warning: data definition has no type or storage class 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


is a ee ee m p S S P 3 u sp s q q Sp E 5 B Ep S s a 33 


parse 
parse 
parse 
parse 


error 
error 
error 
error 


warning: data definition has 


parse error 


parse error 
parse error 


warning: data definition has no type or storage c 


parse error 


DB' 
(Each undecl 


before 
before 
before 
before 


before 


warning: data definition has 


before 
before 


before 


function ‘main’: 
` undeclared 


Page 


eT 


~u_short' 
RAN 
`PadInit' 

no type or storage class 
`PadRead' 

no type or storage class 
`initFontSet' 
“Y 

lass 


Ա Տհօե' 


(first use in this function) 


ared identifier is reported only once 


for each function it appears in.) 


parse error 


before 


`cdb' undecl 
parse error 
`db' 


undeclared 
`u_long' undeclared 


lared 
before 


`db' 


(first use in this function) 


`int' 


(first use in this function) 


(first use in this function) 


ain.c:188 
ain.c:194 
ain.c:206 
ain.c:215 
ains.e?215 
ain.c:216 
ain.c:216: 
ain.c:218: 
ain.c:218: 
ain.c:218 
ain.c:219 
նուռ: I 

ain.c:226 
ain.c:226 
ain.c:226 
ain.c:226 
ain.c:227 
ain.c:228 
ain.c:231 
ain.c:238 
ain.c:238 
ain.c:239 
ain.c:240 
ain.c:241 
ain.c:242 
ain.c:243 
ain.c:244 
ain.c:245 
ain.c:246 
ain.c:247 
ain.c:248 
ain.c:249: 
ain.c:250: 
ain.c:254: 
ain.c: At 
ain.c:301: 
ain.c: In 
ain.c:303: 
ain.c:303: 
ain.c:309: 
ain.c:326: 


or union 


or union 
or union 
or union 
m 
m 
m 
m 
or union 


or union 


main.c:429 
main.c:429 
main.c:429 
main.c: At 
main.c:439 
main.c: In 
main.c:441 
main.c:44 
main.c:44 
main.c: A 
main.c:44 
main.c:44 
main.c:44 
main.c:44 
main.c:45 
main.c:45 
main.c:45 


main.c:326: 
main.c:328: 


main.c:339: 
main.c:341: 
ain.c:379: 
ain.c:379: 
ain.c:379: 


ain.¢e:393:: 


main.c:395: 


parse error before `) ' 
parse error before `)' 
parse error before `) ' 
parse error before °)' 
parse error before `) ' 
parse error before `)' 
parse error before `)' 
parse error before `)' 
parse error before °)' 
parse error before `)' 
parse error before `)' 
parse error before `) ' 
parse error before `)' 
parse error before `)' 
top level: 
parse error before `*' 
function *‘drawGameScreen': 
`MATRIX' undeclared (first use in this function) 
parse error before `tmpls' 
`cdb' undeclared (first use in this function) 
request for member ‘coord2' in something not a structure 
“tmpls' undeclared (first use in this function) 
request for member *‘coord2' in something not a structure 
request for member ‘coord2' in something not a structure 
request for member ‘coord2' in something not a structure 
request for member `r' in something not a structure or union 
request for member `g' in something not a structure or union 
request for member `b' in something not a structure or union 
request for member `coord2' in something not a structure 
request for member `coord2' in something not a structure 
request for member `r' in something not a structure or union 
request for member `g' in something not a structure or union 
request for member `b' in something not a structure or union 
top level: 
parse error before `*' 
function ‘drawTitleScrn': 
`MATRIX' undeclared (first use in this function) 
parse error before ‘tmpls' 
syntax error before `clip' 
top level: 
: parse error before `->' 
warning: data definition has no type or storage class 
parse error before `0' 
warning: data definition has no type or storage class 
parse error before `0' 
warning: data definition has no type or storage class 
parse error before `&' 
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>> main.c:458: warning: data definition has no type or storage class 
>> main.c:459: parse error before `[' 

>> main.c:459: warning: data definition has no type or storage class 
>> main.c:460: parse error before `&' 

>> main.c:460: warning: data definition has no type or storage class 
>> main.c:461: parse error before `&' 

>> main.c:464: parse error before `&' 

>> main.c:464: warning: data definition has no type or storage class 
>> main.c:467: parse error before `-' 

>> main.c:467: conflicting types for ~drawVolumeSlider' 

>> main.c:210: previous declaration of ~drawVolumeSlider' 

>> main.c:467: warning: data definition has no type or storage class 
>> main.c:468: parse error before string constant 

>> main.c:468: warning: data definition has no type or storage class 
>> main.c:469: parse error before string constant 

>> main.c:469: warning: data definition has no type or storage class 
>> main.c:470: parse error before string constant 

>> main.c:470: warning: data definition has no type or storage class 
>> main.c:471: parse error before string constant 

>> main.c:471: warning: data definition has no type or storage class 
>> main.c:473: parse error before string constant 

>> main.c:473: warning: data definition has no type or storage class 
>> main.c:474: parse error before string constant 

>> main.c:474: warning: data definition has no type or storage class 
>> main.c:476: parse error before `&' 

>> main.c:476: warning: data definition has no type or storage class 
>> main.c:479: parse error before `0' 

>> main.c:479: warning: data definition has no type or storage class 
>> main.c:480: parse error before `0' 

>> main.c:480: warning: data definition has no type or storage class 
>> main.c:483: warning: data definition has no type or storage class 
>> main.c:484: parse error before `320' 

>> main.c:484: warning: data definition has no type or storage class 
>> main.c:485: parse error before `&' 

>> main.c:485: warning: data definition has no type or storage class 
>> main.c:487: parse error before `0' 

>> main.c:487: warning: data definition has no type or storage class 
>> main.c:489: parse error before `&' 

>> main.c:489: warning: data definition has no type or storage class 
>> main.c:492: parse error before `-' 

>> main.c:492: warning: data definition has no type or storage class 
>> main.c:495: parse error before `1' 

>> main.c:495: warning: data definition has no type or storage class 
>> main.c: In function ‘“movePad2': 

>> main.c:502: syntax error before ‘error’ 

>> main.c:504: ‘error' undeclared (first use in this function) 

>> main.c:506: request for member ‘coord' in something not a structure or 


>> union 
>> main.c:508: request for member ‘coord' in something not a structure or 
I q 
>> union 
>> main.c:508: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:510: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:512: request for member `coord' in something not a structure or 
I q 
>> union 
>> main.c:512: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:514: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:517: request for member `coord' in something not a structure or 
I q 
>> union 
>> main.c:517: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:519: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:521: request for member `coord' in something not a structure or 
l q 
>> union 
>> main.c:521: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c:523: request for member `coord' in something not a structure or 
q 
>> union 
>> main.c: In function `updateGame': 
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>> main.c:538: syntax error before `pad_step' 

>> main.c: At top level: 

>> main.c:539: parse error before ‘pad_tilt' 

>> main.c:539: warning: excess elements in scalar initializer after 
>> ‘pad_tilt' 

>> main.c:539: warning: excess elements in scalar initializer after 


>> ‘pad_tilt' 
>> main.c:539: warning: excess elements in scalar initializer after 
>> ‘pad_tilt' 

>> main.c:539: warning: data definition has no type or storage class 
>> main.c:540: parse error before ‘pad2_step' 

>> main.c:540: warning: excess elements in scalar initializer after 
>> ‘pad2_step' 
>> main.c:540: warning: excess elements in scalar initializer after 
>> ‘“pad2_step' 
>> main.c:540: warning: excess elements in scalar initializer after 
>> ‘pad2_step' 


ՅՑ 


>> main.c:540: warning: data definition has no type or storage class 
>> main.c:541: parse error before ‘pad2_tilt' 

>> main.c:541: warning: excess elements in scalar initializer after 
>> “‘pad2_tilt' 

>> main.c:541: warning: excess elements in scalar initializer after 
>> ‘pad2_tilt' 

>> main.c:541: warning: excess elements in scalar initializer after 
>> ‘pad2_tilt' 

>> main.c:541: warning: data definition has no type or storage class 
>> main.c:549: parse error before `lightCol' 

>> main.c:549: warning: data definition has no type or storage class 
>> main.c:550: parse error before *state_clock' 

>> main.c:550: warning: data definition has no type or storage class 
>> main.c:551: parse error before ‘“temp_mat' 

>> main.c:551: initializer element is not constant 

>> main.c:551: warning: data definition has no type or storage class 
>> main.c:552: parse error before ‘“temp_vect' 

>> main.c:552: warning: data definition has no type or storage class 
>> main.c:554: parse error before `++' 

>> main.c:557: initializer element is not constant 

>> main.c:557: warning: data definition has no type or storage class 
>> main.c:560: parse error before `switch' 

>> main.c:567: conflicting types for ‘delay' 

>> main.c:544: previous declaration of `delay' 

>> main.c:567: warning: data definition has no type or storage class 
>> main.c:568: parse error before ՝.' 

>> main.c:572: parse error before `0' 

>> main.c:572: warning: data definition has no type or storage class 
>> main.c:574: parse error before ՝.' 

>> main.c:577: redefinition of *‘explode' 

>> main.c:547: ~“explode' previously defined here 

>> main.c:577: warning: data definition has no type or storage class 
>> main.c:578: parse error before `)' 

>> main.c:590: parse error before °.' 

>> main.c:591: parse error before ' 

>> main.c:592: parse error before `.' 

>> main.c:593: parse error before `.' 

>> main.c:594: parse error before `.' 

>> main.c:595: parse error before `.' 

>> main.c:596: redefinition of `explode' 

>> main.c:577: `explode' previously defined here 

>> main.c:596: warning: data definition has no type or storage class 
>> main.c:597: redefinition of `delay' 

>> main.c:567: `delay' previously defined here 

>> main.c:597: warning: data definition has no type or storage class 
>> main.c:598: parse error before `)' 

>> main.c:606: parse error before `.' 

>> main.c:607: parse error before `.' 

>> main.c:608: parse error before `.' 

>> main.c:609: parse error before `0' 

>> main.c:609: warning: data definition has no type or storage class 
>> main.c:615: parse error before `.' 

>> main.c:616: parse error before ՝.' 

>> main.c:617: parse error before ՝.' 

>> main.c:618: parse error before `0' 

>> main.c:618: warning: data definition has no type or storage class 
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>> 
>> 


ain. 


c:647: redefinition of ‘delay' 
ain.c:597: ‘delay' previously defined here 
c 


m 
m 

>> main.c:647: warning: data definition has no type or storage class 

>> main.c:648: warning: parameter names (without types) in function 

>> declaration 

>> main.c:648: warning: data definition has no type or storage class 

>> main.c:650: parse error before `)' 

>> main.c:654: conflicting types for `resetGameStuff' 

>> main.c:213: previous declaration of `resetGameStuff' 

>> main.c:654: warning: data definition has no type or storage class 

>> main.c:656: parse error before `60' 

>> main.c:656: warning: data definition has no type or storage class 

>> main.c:658: parse error before `0' 

>> main.c:658: warning: data definition has no type or storage class 

>> main.c:679: parse error before `.' 

>> main.c:694: parse error before ՝.' 

>> main.c:724: parse error before `.' 

>> main.c:725: parse error before ` .' 

>> main.c:757: parse error before `.' 

>> main.c:758: parse error before `.' 

>> main.c:788: parse error before `&' 

>> main.c:788: warning: data definition has no type or storage class 

>> main.c:789: parse error before `&' 

>> main.c:789: warning: data definition has no type or storage class 

>> main.c:790: initializer element is not constant 

>> main.c:790: warning: data definition has no type or storage class 

>> main.c:796: parse error before `if' 

>> main.c:803: conflicting types for ~shockOn' 

>> main.c:543: previous declaration of `shockOn' 

>> main.c:803: initializer element is not constant 

>> main.c:803: warning: data definition has no type or storage class 

>> main.c:804: redefinition of ‘explode' 

>> main.c:596: ~“explode' previously defined here 

>> main.c:804: warning: data definition has no type or storage class 

>> main.c:805: parse error before °.' 

>> main.c:808: parse error before `&' 

>> main.c:808: conflicting types for ‘playSoundNote' 

>> main.c:194: previous declaration of *playSoundNote' 

>> main.c:808: warning: data definition has no type or storage class 

>> main.c:809: parse error before `++' 

>> main.c:819: redefinition of `shockOn' 

>> main.c:803: ~shockOn' previously defined here 

>> main.c:819: initializer element is not constant 

>> main.c:819: warning: data definition has no type or storage class 

>> main.c:820: redefinition of *‘explode' 

>> main.c:804: ~“explode' previously defined here 

>> main.c:820: warning: data definition has no type or storage class 

>> main.c:821: parse error before ՝.' 

>> main.c:825: parse error before `&' 

>> main.c:825: warning: data definition has no type or storage class 

>> main.c:826: parse error before `++' 

>> main.c:837: conflicting types for ~sparkOn' 

>> main.c:542: previous declaration of `sparkOn' 

>> main.c:837: initializer element is not constant 

>> main.c:837: warning: data definition has no type or storage class 

>> main.c:838: parse error before `&' 

>> main.c:838: warning: data definition has no type or storage class 

>> main.c:847: redefinition of `sparkOn' 

>> main.c:837: ~sparkOn' previously defined here 

>> main.c:847: initializer element is not constant 

>> main.c:847: warning: data definition has no type or storage class 

>> main.c:848: parse error before `&' 

>> main.c:848: warning: data definition has no type or storage class 

>> main.c:856: redefinition of `sparkOn' 

>> main.c:847: ~sparkOn' previously defined here 

>> main.c:856: initializer element is not constant 

>> main.c:856: warning: data definition has no type or storage class 

>> main.c:857: parse error before `&' 

>> main.c:857: warning: data definition has no type or storage class 

>> main.c:865: redefinition of *‘sparkOn' 

>> main.c:856: ~sparkOn' previously defined here 

>> main.c:865: initializer element is not constant 

>> main.c:865: warning: data definition has no type or storage class 
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>> 


ain. 107: warning: data definition has no type or storage class 


>> main.c:866: parse error before `&' 
>> main.c:866: warning: data definition has no type or storage class 
>> main.c:930: parse error before `&' 
>> main.c:930: warning: data definition has no type or storage class 
>> main.c:931: parse error before `&' 
>> main.c:931: warning: data definition has no type or storage class 
>> main.c:933: parse error before °.' 
>> main.c:937: parse error before `&' 
>> main.c:937: warning: data definition has no type or storage class 
>> main.c:957: parse error before `&' 
>> main.c:957: warning: data definition has no type or storage class 
>> main.c:964: parse error before °.' 
>> main.c:965: parse error before ՝.' 
>> main.c:966: parse error before °.' 
>> main.c:968: conflicting types for `spinBall' 
>> main.c:202: previous declaration of `spinBall' 
>> main.c:968: warning: data definition has no type or storage class 
>> main.c:969: conflicting types for ~“moveLight' 
>> main.c:201: previous declaration of ~“moveLight' 
>> main.c:969: warning: data definition has no type or storage class 
>> main.c:972: parse error before `if' 
>> main.c:975: parse error before °.' 
>> main.c:976: parse error before ե 
>> main.c:977: parse error before ՝.' 
>> main.c:978: parse error before °.' 
>> main.c:979: parse error before °.' 
>> main.c:980: parse error before °.' 
>> main.c:1021: parse error before ՝.' 
>> main.c:1022: parse error before ՝.' 
>> main.c:1027: parse error before ՝.' 
>> main.c:1041: parse error before `&' 
>> main.c:1041: warning: data definition has no type or storage class 
>> main.c:1050: parse error before `&' 
>> main.c:1050: warning: data definition has no type or storage class 
>> main.c:1069: parse error before `0' 
>> main.c:1069: warning: data definition has no type or storage class 
>> main.c:1070: redefinition of `lighton' 
>> main.c:140: ‘lighton' previously defined here 
>> main.c:1070: warning: data definition has no type or storage class 
>> main.c:1071: parse error before `}' 
>> main.c:1079: parse error before `0' 
>> main.c:1079: warning: data definition has no type or storage class 
>> main.c:1080: redefinition of `lighton' 
>> main.c:1070: ‘lighton' previously defined here 
>> main.c:1080: warning: data definition has no type or storage class 
>> main.c:1081: parse error before `}' 
>> main.c:1089: parse error before `0' 
>> main.c:1089: warning: data definition has no type or storage class 
>> main.c:1091: parse error before ՝.' 
>> main.c:1098: redefinition of ‘delay' 
>> main.c:647: `delay' previously defined here 
>> main.c:1098: warning: data definition has no type or storage class 
>> main.c:1099: parse error before `}' 
>> main.c:1107: redefinition of *DONE' 
>> main.c:157: `DONE' previously defined here 
m 6: 
ո Cc: 
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>> main.c:1108: parse error before `return' 

>> main.c:1117: warning: parameter names (without types) in function 
>> declaration 

>> main.c:1117: warning: data definition has no type or storage class 
>> main.c:1118: redefinition of `delay' 

>> main.c:1098: ‘delay' previously defined here 

>> main.c:1118: warning: data definition has no type or storage class 
>> main.c:1119: parse error before ` )' 

>> main.c:1126: parse error before °.' 

>> main.c: In function ‘interactiveTitle': 

>> main.c:1157: request for member ‘vx' in something not a structure or 
>> union 

>> main.c:1158: request for member “attribute' in something not a 

>> structure or unio 

>> 

>> main.c:1158: `GsLOFF' undeclared (first use in this function) 

>> main.c:1159: request for member “attribute' in something not a 
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>> structure or unio 


>> ո 

>> main.c:1160: request for member `coord' in something not a structure 
>> or union 

>> main.c:1161: request for member `coord' in something not a structure 
>> or union 

>> main.c:1162: request for member `coord' in something not a structure 
>> or union 

>> main.c:1164: request for member `coord' in something not a structure 
>> or union 

>> main.c:1164: request for member `coord' in something not a structure 
>> or union 

>> main.c:1165: request for member `coord' in something not a structure 
>> or union 

>> main.c:1165: request for member `coord' in something not a structure 
>> or union 

>> main.c:1166: request for member `coord' in something not a structure 
>> or union 

>> main.c:1166: request for member `coord' in something not a structure 
>> or union 

>> main.c:1168: request for member `coord' in something not a structure 
>> or union 

>> main.c:1169: request for member `coord' in something not a structure 
>> or union 

>> main.c:1170: request for member `coord' in something not a structure 
>> or union 

>> main.c:1172: request for member `vz' in something not a structure or 
>> union 

>> main.c:1173: request for member `vx' in something not a structure or 
>> union 

>> main.c:1174: request for member ‘vy' in something not a structure or 
>> union 

>> main.c:1187: request for member ‘vx' in something not a structure or 
>> union 

>> main.c:1189: request for member ‘attribute' in something not a 

>> structure or unio 

>> ո 

>> main.c:1190: request for member ‘attribute' in something not a 

>> structure or unio 

>> n 

>> main.c:1191: request for member `coord' in something not a structure 
>> or union 

>> main.c:1192: request for member `coord' in something not a structure 
>> or union 

>> main.c:1193: request for member `coord' in something not a structure 
>> or union 

>> main.c:1195: request for member `coord' in something not a structure 
>> or union 

>> main.c:1195: request for member `coord' in something not a structure 
>> or union 

>> main.c:1196: request for member `coord' in something not a structure 
>> or union 

>> main.c:1196: request for member `coord' in something not a structure 
>> or union 

>> main.c:1197: request for member `coord' in something not a structure 
>> or union 

>> main.c:1197: request for member `coord' in something not a structure 
>> or union 

>> main.c:1199: request for member `coord' in something not a structure 
>> or union 

>> main.c:1200: request for member `coord' in something not a structure 
>> or union 

>> main.c:1201: request for member `coord' in something not a structure 
>> or union 

>> main.c:1203: request for member ‘vz' in something not a structure or 
>> union 

>> main.c:1204: request for member ‘vx' in something not a structure or 
>> union 

>> main.c:1205: request for member `vy' in something not a structure or 
>> union 

>> main.c:1222: request for member ‘vx' in something not a structure or 
>> union 

>> main.c:1222: request for member `vy' in something not a structure or 
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>> 
>> 
>> 
>> 
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nion 

ain.c:1222: request for member `vz' in something not a structure or 
nion 

ain.c:1224: request for member `r' in something not a structure or union 
ain.c:1224: request for member `g' in something not a structure or union 
ain.c:1224: request for member `b' in something not a structure or union 
ain.c:1229: request for member `front' in something not a structure 
r union 

ain.c:1231: request for member `front' in something not a structure 
r union 

ain.c:1236: request for member `front' in something not a structure 
r union 

ain.c:1238: request for member `front' in something not a structure 
r union 

ain.c:1263: `u_long' undeclared (first use in this function) 
ain.c:1263: parse error before °)' 

ain.c:1267: parse error before °)' 

ain.c:1270: ~SSPLAY_INFINITY' undeclared (first use in this function) 
ain.c:1282: request for member `flg' in something not a structure or 
nion 

ain.c: In function `initPos': 

ain.c:1297: request for member `coord2' in something not a structure 
r union 

ain.c:1298: request for member `coord2' in something not a structure 
r union 

ain.c:1299: request for member `coord2' in something not a structure 
r union 

ain.c:1300: request for member ‘attribute’ in something not a 
tructure or unio 

ain.c:1303: request for member *‘coord' in something not a structure 
r union 

ain.c:1304: request for member `coord' in something not a structure 
r union 

ain.c:1305: request for member `coord' in something not a structure 
r union 

ain.c:1306: request for member ‘attribute’ in something not a 
tructure or unio 

ain.c:1309: request for member `coord' in something not a structure 
r union 

ain.c:1310: request for member `coord' in something not a structure 
r union 

ain.c:1311: request for member `coord' in something not a structure 
r union 

ain.c:1315: request for member ‘vx' in something not a structure or 
nion 

ain.c:1316: request for member ‘vy' in something not a structure or 
nion 

ain.c:1317: request for member ‘vz' in something not a structure or 
nion 

ain.c:1320: request for member ‘vx' in something not a structure or 
nion 

ain.c:1320: `ONE' undeclared (first use in this function) 
ain.c:1321: request for member ‘vy' in something not a structure or 
nion 

ain.c:1322: request for member ‘vz' in something not a structure or 
nion 

ain.c:1323: request for member `coord2' in something not a structure 
r union 

ain.c:1324: request for member ‘attribute’ in something not a 
tructure or unio 

ain.c:1324: *GsLLMOD' undeclared (first use in this function) 
ain.c:1324: `GsFOG' undeclared (first use in this function) 
ain.c:1327: request for member ‘vx' in something not a structure or 
nion 

ain.c:1328: request for member ‘vy' in something not a structure or 
nion 

ain.c:1329: request for member ‘vz' in something not a structure or 
nion 

ain.c:1330: request for member `coord2' in something not a structure 


r union 


6697 


Net Yaroze newsgroups message dump.txt 


>> 
>> 
>> 
>> 
>> 
>> 
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>> 
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>> 
>> 
>> 
>> 
>> 
>> 


main.c:1333: request for member `vx' in something not a structure or 
union 

main.c:1334: request for member ‘vy' in something not a structure or 
union 

main.c:1335: request for member `vz' in something not a structure or 
union 

main.c:1336: request for member `coord2' in something not a structure 
or union 

main.c:1337: request for member `coord2' in something not a structure 
or union 

main.c:1340: request for member `vx' in something not a structure or 
union 

main.c:1341: request for member ‘vy' in something not a structure or 
union 

main.c:1342: request for member `vz' in something not a structure or 
union 

main.c:1343: request for member `coord2' in something not a structure 
or union 

main.c:1344: request for member ‘attribute’ in something not a 
structure or unio 

n 

main.c:1344: ‘*GsDOFF' undeclared (first use in this function) 
main.c:1348: request for member ‘attribute’ in something not a 
structure or unio 

n 

main.c:1356: request for member ‘vy' in something not a structure or 
union 

main.c:1356: request for member `vz' in something not a structure or 
union 

main.c:1357: request for member `vx' in something not a structure or 
union 

main.c:1358: request for member `vz' in something not a structure or 
union 

main.c:1359: request for member `vx' in something not a structure or 
union 

main.c:1360: request for member ‘vy' in something not a structure or 
union 

main.c:1361: request for member ‘vy' in something not a structure or 
union 

main.c:1361: request for member `vz' in something not a structure or 
union 

main.c:1361: request for member `vx' in something not a structure or 
union 

main.c: At top level: 

main.c:1366: parse error before °*' 

main.c: In function ‘initSystem': 

main.c:1375: *GsNONINTER' undeclared (first use in this function) 
main.c:1375: *GsOFSGPU' undeclared (first use in this function) 
main.c:1381: ‘db' undeclared (first use in this function) 
main.c:1385: *GsOT_TAG' undeclared (first use in this function) 
main.c:1385: parse error before `)' 

main.c:1386: parse error before `)' 

main.c:1396: parse error before `)' 

main.c:1397: parse error before `)' 

main.c:1404: request for member ‘dqa' in something not a structure or 
union 

main.c:1404: `ONE' undeclared (first use in this function) 
main.c:1405: request for member `dqb' in something not a structure or 
union 

main.c:1406: request for member `rfc' in something not a structure or 
union 

main.c:1406: request for member ‘gfc' in something not a structure or 
union 

main.c:1406: request for member `bfc' in something not a structure or 
union 

main.c: In function “initView': 

main.c:1439: request for member ‘vpx' in something not a structure or 
union 

main.c:1439: request for member ‘vpy' in something not a structure or 
union 

main.c:1439: request for member ‘vpz' in something not a structure or 
union 

main.c:1440: request for member `vrx' in something not a structure or 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


union 


m 


m 


m 


m 


m 
m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 
m 


m 
m 


m 
m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


m 


ain.c: 


union 


ain.c: 


union 
ain.c:14 
union 


ain.c: 


or unio 


ain.c: 
ain.c: 


union 
ain.c:14 
union 


ain.c: 


or unio 


ain.c: 


union 
ain.c:1 
union 
ain.c:1 
union 


ain.c: 


or unio 


ain.c: 


union 
ain.c:1 
union 
ain.c:1 
or unio 


ain.c: 
ain.c: 
ain.c: 
ain.c: 


union 


ain.c: 
ain.c: 


union 


ain.c: 
ain.c: 


union 
ain.c:1 
ain.c:1 
union 
ain.c:1 
union 
ain.c:1 
union 


ain.c: 


union 


ain.c: 


or unio 


ain.c: 
ain.c: 
ain.c: 


union 
ain.c:1 
union 


ain.c: 


or unio 


ain.c: 


union 
ain.c:1 
union 
ain.c:1 
union 
ain.c:1 
or unio 


ain.c: 


union 
ain.c:1 
union 
ain.c:1 


`vry' 


"Ի 22 


~super' 


in something not a structure or 


in something not a structure or 


in something not a structure or 


in something not a structure 


(first use in this function) 
in something not a structure or 


“vpx' 


`vpy' 


~coord' 


“vpz' 


vrx' 


“vry' 


`coord' 


Իշ: 


`super' 


x! 


` vpx' 


in something not a 


in something not a 


in something not a 


in something not a 


in something not a 


structure or 


in something not a structure 


structure or 


structure or 


structure or 


in something not a structure 


structure or 


in something not a structure or 


in som 


ething not a 


(first use in this function) 


`vpy' 


in som 


ething not a 


(first use in this function) 


`vpz' 


in som 


ething not a 


(first use in this function) 


1440: request for member 
1440: request for member 

441: request for member 
1442: request for member 
1442: `WORLD' undeclared 
1448: request for member 

448: request for member 
1448: request for member 
12482 request for member 
1449: request for member 
1449: request for member 
1449: request for member 
1449: request for member 
1450: request for member 
1451: request for member 
mat top level: 

1456: parse error before 
In function ‘setView': 
1462: request for member 

1462: `x' undeclared 
1462: request for member 
1462: `y' undeclared 
1462: request for member 
1462: `z' undeclared 
1463: request for member 
1463: request for member 
1463: request for member 
1464: request for member 
1465: request for member 
1465: `WORLD' undeclared 
In function ‘“initView2' 
1472: request for member 
1472: request for member 
1472: request for member 
1472: request for member 
1473: request for member 
1473: request for member 
1473: request for member 
1473: request for member 
1474: request for member 
1475: request for member 


ething not a 
ething not a 


ething not a 


in something not a structure 


structure or 


structure or 


structure or 


structure or 


structure or 


structure or 


in something not a structure or 


vrx' in som 
“vry' in som 
“vrz' in som 
“es 

` super' 


in something not a structure 


(first use in this function) 


`vpx' 


`vpy' 


`coord' 


`vpz' 


vrx' 


“vry' 


`coord' 


‘rz! 


“super! 


in something not a structure or 


in something not a 


in something not a 


in something not a 


in something not a 


structure or 


in something not a structure 


structure or 


structure or 


structure or 


in something not a structure 


in something not a structure or 


in something not a structure or 


in something not a structure 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


or union 


main.c:1475: 
main.c: In fu 
main.c:1488: 
union 
main.c:1488: 
union 
main.c:1488: 
union 
main.c:1489: 
main.c:1489: 
main.c:1489: 
main.c:1493: 
union 
main.c:1493 
union 
main.c:1493 
union 
main.c:1494: 
main.c:1494: 
main.c:1494: 
main.c:1498: 
union 
main.c:1498: 
union 
main.c:1498: 
union 
main.c:1499: 
main.c:1499: 
main.c:1499: 
main.c:1503: 
main.c: At to 
main.c:1512: 
main.c:969: p 
main.c: In fu 
main.c:1518: 
union 
main.c:1519: 
union 
main.c:1520: 
union 
main.c:1520: 
or union 
main.c:1524: 
main.c:1524: 
main.c:1527: 
main.c:1529: 
main.c:1529: 
main.c:1532: 
main.c:1534: 
main.c:1534: 
main.c:1537: 
main.c: At to 
main.c:1553: 
main.c: In fu 
main.e21555: 
main.c:1555: 
main.c:1558: 
main.c:1571: 
main.c:1574: 
main.c:1576: 
main.c: At to 
main.c:1586: 
main.c:1586: 
main.c: In fu 
main.c:1588: 
main.c:1588: 
main.c:1589: 
main.c:1596: 
main.c:1596: 
main.c:1599: 
main.c: At to 
main.c:1620: 


`WORLD' undeclared (first use in this function) 

nction ‘initLight': 

request for member `vx' in something not a structure or 
request for member ‘vy' in something not a structure or 
request for member `vz' in something not a structure or 
request for member `r' in something not a structure or 
request for member `g' in something not a structure or 
request for member `b' in something not a structure or 
request for member `vx' in something not a structure or 
request for member ‘vy' in something not a structure or 
request for member `vz' in something not a structure or 
request for member `r' in something not a structure or 
request for member `g' in something not a structure or 
request for member `b' in something not a structure or 
request for member `vx' in something not a structure or 
request for member ‘vy' in something not a structure or 
request for member `vz' in something not a structure or 
request for member `r' in something not a structure or 
request for member `g' in something not a structure or 
request for member `b' in something not a structure or 
`ONE' undeclared (first use in this function) 

p level: 

conflicting types for *moveLight' 

revious declaration of ‘“moveLight' 

nction ‘“moveLight': 

request for member `vx' in something not a structure or 
request for member ‘vy' in something not a structure or 
request for member `vz' in something not a structure or 
request for member `coord' in something not a structure 
request for member `r' in something not a structure or 
request for member `r' in something not a structure or 
request for member `r' in something not a structure or 
request for member `g' in something not a structure or 
request for member `g' in something not a structure or 
request for member `g' in something not a structure or 
request for member `b' in something not a structure or 
request for member `b' in something not a structure or 
request for member `b' in something not a structure or 
p level: 

parse error before `*' 

nction ‘initModelingData': 

ս 1օոց' undeclared (first use in this function) 

`tmdp' undeclared (first use in this function) 


`addr' undeclared 
parse error before 


~index' undeclared 
`WORLD' undeclared 
p level: 


parse error before 
parse error before 
nction *loadTexture 
`RECT' undeclared 
parse error before 
` GSIMAGE' 
`addr' undeclared 
`timl' undeclared 
`rectl' undeclared 
p level: 

parse error before 


(first use in 


undeclared 
(first use in 
(first use in 


(first use in this function) 


`tmdp' 
(first use in this function) 
(first use in this function) 


`loadTexture' 

Stary 

rs 

this function) 
`rectl' 
(first use in this function) 
this function) 
this function) 
(first use in this function) 


` <Ü 
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union 
union 
union 


union 
union 
union 


union 
union 
union 


union 
union 
union 
union 
union 
union 
union 
union 
union 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


S056 oS. 3 B. s S Sg as 


ս 
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ո 
ս 
ո 
ս 
ո 
ո 
ս 
ո 
ո 
ո 
° 
m 
° 
m 
° 
m 
Տ) 
ո 
° 
m 
° 
m 
s 
n 
m 
m 
° 
m 
° 
m 
° 
m 
° 
m 
° 
m 
° 
m 
s 
n 
m 
m 
° 
m 
° 
m 
° 
m 
° 
m 
s 
n 
m 
m 
° 
m 
° 
m 


ain.c: In function `setCoordinate': 

ain.c:1623: `MATRIX' undeclared (first use in this function) 
ain.c:1623: parse error before ` Էտք1' 

ain.c:1624: `SVECTOR' undeclared (first use in this function) 
ain.c:1631: `tmpl' undeclared (first use in this function) 
ain.c:1634: `coor' undeclared (first use in this function) 
ain.c:1637: `vl' undeclared (first use in this function) 
ain.c:1637: `pos' undeclared (first use in this function) 

ain.c: At top level: 

ain.c:1651: conflicting types for `spinBall' 

ain.c:968: previous declaration of `spinBall' 

ain.c: In function `spinBall': 

ain.c:1652: request for member `vz' in something not a structure or 
nion 

ain.c:1652: `ONE' undeclared (first use in this function) 
ain.c:1653: request for member `vy' in something not a structure or 
nion 

ain.c:1654: request for member `vx' in something not a structure or 
nion 

ain.c: In function `spinMenuText': 

ain.c:1660: request for member `vx' in something not a structure or 
nion 

ain.c:1660: `ONE' undeclared (first use in this function) 

ain.c: In function `spark': 

ain.c:1671: request for member `coord' in something not a structure 
r union 

ain.c:1671: request for member ‘coord' in something not a structure 
r union 

ain.c:1672: request for member `coord' in something not a structure 
r union 

ain.c:1672: request for member `coord' in something not a structure 
r union 

ain.c:1673: request for member `coord' in something not a structure 
r union 

ain.c:1673: request for member `coord' in something not a structure 
r union 

ain.c:1674: request for member ‘attribute’ in something not a 
tructure or unio 

ain.c:1674: `GsDOFF' undeclared (first use in this function) 
ain.c:1678: request for member `coord' in something not a structure 
r union 

ain.c:1678: request for member `coord' in something not a structure 
r union 

ain.c:1679: request for member `coord' in something not a structure 
r union 

ain.c:1679: request for member `coord' in something not a structure 
r union 

ain.c:1680: request for member `coord' in something not a structure 
r union 

ain.c:1680: request for member ‘coord' in something not a structure 
r union 

ain.c:1681: request for member ‘attribute’ in something not a 
tructure or unio 

ain.c: In function *shock!: 

ain.c:1692: request for member `coord' in something not a structure 
r union 

ain.c:1693: request for member `coord' in something not a structure 
r union 

ain.c:1694: request for member ‘coord' in something not a structure 
r union 

ain.c:1694: request for member `coord' in something not a structure 
r union 

ain.c:1695: request for member ‘attribute’ in something not a 
tructure or unio 

ain.c:1695: `GsDOFF' undeclared (first use in this function) 
ain.c:1699: request for member `coord' in something not a structure 
r union 

ain.c:1699: request for member `coord' in something not a structure 
r union 

ain.c:1700: request for member `coord' in something not a structure 
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>> or union 

>> main.c:1700: request for member `coord' in something not a structure 
>> or union 

>> main.c:1701: request for member `coord' in something not a structure 
>> or union 

>> main.c:1701: request for member `coord' in something not a structure 
>> or union 

>> main.c:1702: request for member 
>> structure or unio 


attribute' in something not a 


>> 
>> main.c: At top level: 
>> main.c:1708: parse error before `GsOT' 


>> main.c:467: previous declaration օք *drawVolumeSlider' 

>> main.c: In function *‘drawVolumeSlider': 

>> main.c:1710: request for member `back' in something not a structure or 
>> union 
>> main.c:1711: request for member `front' in something not a structure 
>> or union 
>> main.c: In function *initVolumeSlider': 

>> main.c:1717: request for member `back' in something not a structure or 
>> union 
>> main.c:1718: request for member `back' in something not a structure or 
>> union 
>> main.c:1719: request for member `back' in something not a structure or 
>> union 
>> main.c:1720: request for member `back' in something not a structure or 
>> union 
>> main.c:1721: request for member ‘back' in something not a structure or 
>> union 
>> main.c:1722: request for member `back' in something not a structure or 
>> union 
>> main.c:1723: request for member `back' in something not a structure or 
>> union 
>> main.c:1724: request for member `back' in something not a structure or 
>> union 
>> main.c:1726: request for member `front' in something not a structure 
>> or union 
>> main.c:1727: request for member `front' in something not a structure 
>> or union 
>> main.c:1728: request for member `front' in something not a structure 
>> or union 
>> main.c:1729: request for member `front' in something not a structure 
>> or union 
>> main.c:1730: request for member `front' in something not a structure 
>> or union 
>> main.c:1731: request for member `front' in something not a structure 
>> or union 
>> main.c:1732: request for member `front' in something not a structure 
>> or union 
>> main.c:1733: request for member `front' in something not a structure 
>> or union 
>> main.c: At top level: 


n 
m 
m 

>> main.c:1709: conflicting types for ‘drawVolumeSlider' 
m 
m 
m 


>> main.c:1738: conflicting types for ‘resetGameStuff' 

>> main.c:654: previous declaration օք ‘resetGameStuff' 

>> main.c: In function *resetGameStuff!': 

>> main.c:1744: request for member `coord' in something not a structure 


>> or union 
>> main.c:1745: request for member `coord' in something not a structure 
>> or union 
>> main.c:1746: request for member `coord' in something not a structure 
>> or union 
>> main.c:1749: request for member 
>> union 
>> main.c:1750: request for member 
>> union 
>> main.c:1751: request for member 
>> union 
>> main.c: In function *swapTexture': 


vx' in something not a structure or 


vy' in something not a structure or 


vz' in something not a structure or 


>> main.c:1764: ‘u_long' undeclared (first use in this function) 
>> main.c:1764: parse error before °)' 
>> main.c:1770: parse error before `)' 
>> main.c:1775: parse error before `)' 
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>> main.c: In function ‘initTextBG': 

>> main.c:1787: request for member “attribute' in something not a 

>> structure or unio 

>> ո 

>> main.c:1788: request for member `x' in something not a structure or union 
>> main.c:1789: request for member `y' in something not a structure or union 
>> main.c:1790: request for member `w' in something not a structure or union 
>> main.c:1791: request for member `h' in something not a structure or union 
>> main.c:1792: request for member `r' in something not a structure or union 
>> main.c:1793: request for member `g' in something not a structure or union 
>> main.c:1794: request for member `b' in something not a structure or union 
>> main.c: In function ‘initFade': 

>> main.c:1800: request for member “attribute' in something not a 

>> structure or unio 

>> ո 

>> main.c:1801: request for member `x' in something not a structure or union 
>> main.c:1802: request for member `y' in something not a structure or union 
>> main.c:1803: request for member `w' in something not a structure or union 
>> main.c:1804: request for member `h' in something not a structure or union 
>> main.c:1805: request for member `r' in something not a structure or union 
>> main.c:1806: request for member `g' in something not a structure or union 
>> main.c:1807: request for member `b' in something not a structure or union 
>> gcc: installation problem, cannot exec “mips-tfile': No such file or 

>> directory 

>> make: *** [main.o] Error 1 


>> G:\Dev\Ricochet> 


—-MESSAGE FILE 10056 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008784 


—-MESSAGE FILE 10057 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008785 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 09:43:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1329 

Message-ID: <bn855uSm4k13@www.netyaroze-europe.com> 

References: <blrt31S$4t31l@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bné6égks$m4k6@www.netyaroze-europe.com> <bné6lpcSm4k8@www.netyaroze-europe. com> 
<bn6mcm$m4k9@www.netyaroze-europe.com> <bn6év0eSm4k10@www.netyaroze-europe.com> <bn70 
plsm4k12@www.netyaroze-europe. com> 

NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Must be an environment setting methinks. 
I know it's a pain, but is there any chance you could show us your settings? 


By this I mean type "set >settings.txt" at a command prompt and upload the 
resulting settings.txt file here? 


Take out anything from the file you don't want us to see first, like 
usernames etc. 


Thanks again. You've no idea how much we apprecitate this. 


-Kenny 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news:bn70p1$m4k12@www.netyaroze-europe.com... 

> I removed the paths to the GNU and PSX folder and it still worked. 
> I can't think of anything else that makes a difference. 

> 
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Later, 
James 


James Burns wrote: 
Another thing I just remembered is that I still have PSX and GNU folders 
on C: and my environment variables are still setup to the path setting. 


I'll try some other stuff to see whats going on. 


Ta, 
James 


VVVVVVVVV 


Net Yaroze wrote: 


v 


>> Andy, 


>> Thats exactly the same results that I'm getting. :( 
>> Lets hope James can help us out ! 


>> If it's any help, I have attached a file which contains all the output 
>> when 

>> trying to compile "Ricochet" - can't remember where I got ricochet from 
>> though. 


>> -Kenny 


>> "Andrew Murray" <a_murray@btinternet.com> wrote in message 
>> news:bn6lpc$m4k8@www.netyaroze-europe.com... 


>>> Dammit! 
>>> Right, i've tried everything I can think of. I have tried to emulate 


>>> file structure of the PSX and GNU directories from the original Yaroze 
>>> distribution and copying the relevant GCC2.8.1 files over in the hope 
that 

>>> the include and lib paths would be set through the djgpp.env file but 
>> 

>> 

>> nadda, 

>> 

>>> nothing, diddily-squat. 

>>> 
>>> I have also followed the instructions to the letter, i.e. unzip 

>>> gcc281.zip 

>>> to root of C drive and replace djsetup.bat and libsngcc.a with the 
nes 

>> 

>> 

>> from 

>> 

>>> the setup.zip and nothing. 

>>> 

>>> The best I can get is that it attempts to actually compile main.c but 


ct 


>>> spits out tonnes of errors about undefined types because the include 
>>> path 

>>> has not been set, etc...Then it asks for a file called mips-tfile.exe 
>>> (or 

>>> similar, i'm recounting this from memory), says it can't find it. 
rror, 

>>> choke, splutter, die, etc... 

>>> 

>>> James, I don't know how the hell you managed it! Could you step us 
>>> through 

>>> what you did, if it was in any way different from the instructions 
>>> given? 

>>> Either it doesn't like WinXP Pro (deduced from the fact James said he 
>> 

>> 

>> tried 

>> 


VVVVVVVVVVVOVVVVVEBEV VV VV VV OVVV VV VV VV VV VV EV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
Vv 
Vv 
v 
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> >>> it in Home Edition) or I'm missing something really trivial, like 
> >> 
> >> 
> >> forgetting 
> >> 
> >>> to turn the computer on, or something... 
> >>> 
> >>> Oh well. 
> >>> Andy. 
> >>> 
> >>> "Andrew Murray" <a_murray@btinternet.com> wrote in message 
> >>> news:bné6égksSm4k6@www.netyaroze-europe.com... 
> >>> 
> >>>> I'm getting that error now as well. I would have thought that it 
would 
> >> 
> >> 
> >> be 
> >> 
> >>>> the djgpp.env file that specified the include and lib paths but the 
zip 
> >>>> files I downloaded don't seem to have one. I'm going to look again 
and 
> >>>> generally hack about a bit more. 
>>>> 
>>>> Andy. 
>>>> 
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>>>> "Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
>>>> news:bn6ekfSm4k5@www.netyaroze-europe.com... 


>>>>> Rats. 

>>>>> Still can't get things to compile under XP Pro. 
>>>>> 

>>>>> After messing with the path I got rid of the "no such file or 
older" 

>>>> 

>>>> 

>>>> error, 

>>>> 

>>>>> but no I get this... 

>>>>> 

>>>>> gcc -g -G0 -c main.c -o main.o 

>>>>> main.c:18: No include path in which to find libps.h 
>>>>> In file included from main.c:19: 

>>>>> padl.h:7: No include path in which to find libps.h 
>>>>> ... 

>>>>> and so on. 

>>>>> 

>>>>> Where do I specify the include path???????? 

>>>>> 

>>>>> -Kenny 

>>>>> 

>>>>> 

>>>>> 

>>>>> 

>>>>> "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
>>>>> news:blrt31S4t31@www.netyaroze-europe.com... 

>>>>> 

>>>>>> Anyone still check these newsgroups? 

>>>>>> 

>>>>>> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
>>> 

>>> 

>>> build 

>>> 

>>>> on 

>>>> 

>>>>>> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
>> 

>> 

>> work 

>> 

>>>>> under 
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>>>>> 
>>>>>> XP or only 2000, or is there any difference? 
>>>>>> 
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>>>>>> Also is there a resource manager out there that can take a list (or 
>>>>>> equivelant) of files and generate a list of defines with addresses 
>>>>> 

>>>>> 

>>>>> attatched 

>>>>> 

>>>>>> so I can copy and paste into a project? 

>>>>>> 

>>>>>> Anyway hope all is well, any new projects on the horizon? Anybody 
>>>> 

>>>> 

>>>> checked 

>>>> 

>>>>>> out the xGameStation? (www.xgamestation.com), who needs that when 
>> 

>> 

>> you 

>> 

>>>> have 

>>>> 

>>>>> a 

>>>>> 

>>>>>> Yaroze? 

>>>>>> 

>>>>>> Thanks in advance, 

>>>>>> Andrew. 

>>>>>> 

>>>>>> 

>>>>> 

>>>>> 

>>>> 

>>> 

>> 

>> 

>> G:\Dev\Ricochet>del *.o 

>> 

>> G:\Dev\Ricochet>make 

>> gcc -ց -Շ0 -c main.c -o main.o 

>> main.c:18: No include path in which to find libps.h 
>> In file included from main.c:19: 

>> padl.h:7: No include path in which to find libps.h 

>> In file included from main.c:20: 

>> myfonts.h:1: No include path in which to find libps.h 
>> In file included from main.c:21: 

>> sound.h:1: No include path in which to find libps.h 
>> In file included from main.c:19: 


>> padl.h:76: parse error before `*' 

>> padl.h:76: warning: data definition has no type or storage class 
>> padl.h:78: parse error before `PadRead' 

>> padl.h:78: warning: data definition has no type or storage class 
>> padl.h:79: parse error before `PadInit' 

>> padl.h:79: warning: data definition has no type or storage class 


>> In file included from main.c:20: 


>> myfonts.h:11: parse error before `GsSPRITE' 

>> myfonts.h:11: warning: no semicolon at end of struct or union 

>> myfonts.h:12: warning: data definition has no type or storage class 
>> myfonts.h:13: parse error before *‘char_height' 

>> myfonts.h:13: warning: data definition has no type or storage class 
>> myfonts.h:14: parse error before *set_width' 

>> myfonts.h:14: warning: data definition has no type or storage class 
>> myfonts.h:15: parse error before ~set_height' 

>> myfonts.h:15: warning: data definition has no type or storage class 
>> myfonts.h:16: parse error before `img' 

>> myfonts.h:16: warning: data definition has no type or storage class 
>> myfonts.h:17: parse error before `tpage' 

>> myfonts.h:17: warning: data definition has no type or storage class 
>> myfonts.h:18: parse error before `draw' 

>> myfonts.h:18: warning: data definition has no type or storage class 
>> myfonts.h:20: parse error before `}' 

>> myfonts.h:20: warning: data definition has no type or storage class 


6706 


Net Yaroze newsgroups message dump.txt 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
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ain:..e3b12: 
ain.c:112: 
ain.c:113: 
ain.c:114: 
ain.c:114: 
ain.c:115: 
ain.c:115: 
ain.c:116: 
ain.c:116: 
ain.c:117: 
ain.c:117: 
ain.c:118: 
ain, 63118: 
ain.c:119: 
ain.e 1193 
ain. 6312.33: 
1ո.6:1235 
ain.c:124: 
ain.c:125: 
ain. c3125's 
ain.c:126: 
ain.c:126: 
ain.c:132: 
ain.c:132: 
ain.c:133: 
ain.c:133: 
ain.c:134: 
ain.c:134: 
ailin. cr 135: 
ain.é¢3135% 
ain.c:136: 
ain.c:136: 
ain.c:137: 
ain.c:137: 
ain.c:138: 
ain.c:138: 
ain.c:144: 
ain.c:144: 
ain.c:146: 
ain.c:146: 
clipView' 

ain.c:146: 
clipView' 

ain.c:146: 
clipView' 

ain.c:146: 
ain.c:147: 
ain.c:147: 
clipViewl1' 
ain.c:147: 
clipViewl1' 
ain.c:147: 
clipViewl1' 
ain.c:147: 
ain.c:148: 
ain.c:148: 
clipView2' 
ain.c:148: 
clipView2' 
ain.c:148: 
clipView2' 
ain.c:148: 
ain.c:149: 
ain.c:149: 
clipTitle' 
ain.c:149: 
clipTitle' 
ain.c:149: 
clipTitle' 
ain.c:149: 
Յ117..6:5151:5 
ain.c:151; 
scrnCol' 
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parse error before `DRAWENV' 

warning: no semicolon at end of struct or union 
warning: data definition has no type or storage class 
parse error before ‘gsot' 

warning: data definition has no type or storage class 
parse error before ‘gsot2' 

warning: data definition has no type or storage class 
parse error before `ot' 

warning: data definition has no type or storage class 
parse error before ‘ot2' 

warning: data definition has no type or storage class 
parse error before `gsprim' 

warning: data definition has no type or storage class 
parse error before `}' 

warning: data definition has no type or storage class 
parse error before `GsBOXF' 

warning: no semicolon at end of struct or union 
warning: data definition has no type or storage class 
parse error before `*' 

warning: data definition has no type or storage class 
parse error before °}' 

warning: data definition has no type or storage class 
parse error before ~volume_slider' 

warning: data definition has no type or storage class 
parse error before ‘turboBarP1' 

warning: data definition has no type or storage class 
parse error before ‘turboBarP2' 

warning: data definition has no type or storage class 
parse error before `TextBack' 

warning: data definition has no type or storage class 
parse error before `fade' 

warning: data definition has no type or storage class 
parse error before ` ԷսքեօՔ1' 

warning: data definition has no type or storage class 
parse error before ` ԷսքեօՔ2 ' 

warning: data definition has no type or storage class 
parse error before °*' 

warning: data definition has no type or storage class 
parse error before `clipView' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `օՇ11քՄ16տ1' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `clipView2' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before ‘clipTitle' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before `scrnCol' 

warning: excess elements in scalar initializer after 
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>> main.c:151: warning: excess elements in scalar initializer after 
>> `scrnCol' 
>> main.c:151: warning: excess elements in scalar initializer after 
>> `scrnCol' 


ՄԷ 


>> main.c:151: warning: data definition has no type or storage class 

>> main.c:158: parse error before *~SCREEN' 

>> main.c:158: warning: data definition has no type or storage class 

>> main.c:159: parse error before *‘game_state' 

>> main.c:159: warning: data definition has no type or storage class 

>> main.c:160: parse error before `PWorld' 

>> main.c:160: warning: data definition has no type or storage class 

>> main.c:161: parse error before `LastPadPos' 

>> main.c:161: warning: data definition has no type or storage class 

>> main.c:162: parse error before ‘object’ 

>> main.c:162: warning: data definition has no type or storage class 

>> main.c:163: parse error before `DWorld' 

>> main.c:163: warning: data definition has no type or storage class 

>> main.c:164: parse error before `fog' 

>> main.c:164: warning: data definition has no type or storage class 

>> main.c:165: parse error before ` fogdepth' 

>> main.c:165: warning: data definition has no type or storage class 

>> main.c:166: parse error before `view' 

>> main.c:166: warning: data definition has no type or storage class 

>> main.c:167: parse error before `pslt' 

>> main.c:167: warning: data definition has no type or storage class 

>> main.c:168: parse error before `PadData' 

>> main.c:168: warning: data definition has no type or storage class 

>> main.c:169: parse error before `pl_speed' 

>> main.c:169: warning: data definition has no type or storage class 

>> main.c:170: parse error before `p2_speed' 

>> main.c:170: warning: data definition has no type or storage class 

>> main.c:171: parse error before `dir_vect' 

>> main.c:172: warning: data definition has no type or storage class 

>> main.c:174: parse error before `ball_step' 

>> main.c:174: warning: data definition has no type or storage class 

>> main.c:175: parse error before `testParam' 

>> main.c:175: warning: braces around scalar initializer for *‘testParam' 

>> main.c:175: ~“ONE' undeclared here (not in a function) 

>> main.c:175: initializer element for “testParam' is not constant 

>> main.c:175: `ONE' undeclared here (not in a function) 

>> main.c:175: warning: excess elements in scalar initializer after 

>> “testParam' 

>> main.c:175: `ONE' undeclared here (not in a function) 

>> main.c:175: warning: excess elements in scalar initializer after 
Ա Ա 


>> ‘testParam 
>> main.c:175: warning: braces around scalar initializer for “testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 

>> “testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 
>> `testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 
>> `testParam' 
>> main.c:175: warning: braces around scalar initializer for `testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 

>> “testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 
>> ‘testParam' 
>> main.c:175: warning: excess elements in scalar initializer after 
>> `testParam' 


¿B B 
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ՄԷ 
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>> main.c:175: warning: data definition has no type or storage class 
>> main.c:177: parse error before `Frame' 

>> main.c:177: warning: data definition has no type or storage class 
>> main.c:178: parse error before *GsIDMATRIX' 

>> main.c:178: warning: data definition has no type or storage class 
>> main.c:184: parse error before `*' 

>> main.c:185: parse error before `*' 

>> main.c:187: parse error before °‘loadTexture' 

>> main.c:187: parse error before `*' 

>> main.c:187: warning: data definition has no type or storage class 
>> main.c:188: parse error before `*' 

>> main.c:194: parse error before ‘u_short' 

>> main.c:206: parse error before `*' 

>> main.c:215: parse error before `PadInit' 
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>> or union 
>> main.c:326: “tmpls' undeclared (first use in this function) 

>> main.c:328: request for member `coord2' in something not a structure 
>> or union 
>> main.c:339: request for member `coord2' in something not a structure 
>> or union 
>> main.c:341: request for member `coord2' in something not a structure 
>> or union 
> >> main.c:379: request for member `r' in something not a structure or 


> >> main.c:215: warning: data definition has no type or storage class 
> >> main.c:216: parse error before `PadRead' 

> >> main.c:216: warning: data definition has no type or storage class 
> >> main.c:218: parse error before “initFontSet' 

> >> main.c:218: parse error before `*' 

> >> main.c:218: warning: data definition has no type or storage class 
> >> main.c:219: parse error before `u_short' 

> >> main.c: In function ‘main': 

> >> main.c:226: `DB' undeclared (first use in this function) 

> >> main.c:226: (Each undeclared identifier is reported only once 
> >> main.c:226: for each function it appears in.) 

> >> main.c:226: parse error before `db' 

> >> main.c:227: ‘cdb' undeclared (first use in this function) 

> >> main.c:228: parse error before `int' 

> >> main.c:231: ‘db' undeclared (first use in this function) 

> >> main.c:238: ‘u_long' undeclared (first use in this function) 
> >> main.c:238: parse error before `) ' 

> >> main.c:239: parse error before `)' 

> >> main.c:240: parse error before `)' 

> >> main.c:241: parse error before `)' 

> >> main.c:242: parse error before `)' 

> >> main.c:243: parse error before `)' 

> >> main.c:244: parse error before `) ' 

> >> main.c:245: parse error before `)' 

> >> main.c:246: parse error before `)' 

> >> main.c:247: parse error before `)' 

> >> main.c:248: parse error before `) ' 

> >> main.c:249: parse error before `) ' 

> >> main.c:250: parse error before `)' 

> >> main.c:254: parse error before `)' 

> >> main.c: At top level: 

> >> main.c:301: parse error before `*' 

> >> main.c: In function *‘drawGameScreen': 

> >> main.c:303: `MATRIX' undeclared (first use in this function) 
> >> main.c:303: parse error before `tmpls' 

> >> main.c:309: `cdb' undeclared (first use in this function) 

> >> main.c:326: request for member `coord2' in something not a structure 
> 

> 

> 

> 

> 

> 

> 

> 


> >> main.c:379: request for member `g' in something not a structure or 
> >> main.c:379: request for member `b' in something not a structure or 


> >> main.c:393: request for member `coord2' in something not a structure 
> >> or union 

> >> main.c:395: request for member `coord2' in something not a structure 
> >> or union 

> >> main.c:429: request for member `r' in something not a structure or 


> >> main.c:429: request for member `g' in something not a structure or 


ain. 


Q 


2429: request for member `b' in something not a structure or 


Զ Պ 
5 
BV 
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> >> main.c: At top level: 

> >> main.c:439: parse error before `*' 

> >> main.c: In function `drawTitleScrn': 

> >> main.c:441: `MATRIX' undeclared (first use in this function) 

> >> main.c:441: parse error before `tmpls' 

> >> main.c:443: syntax error before `clip' 

> >> main.c: At top level: 

> >> main.c:446: parse error before `->' 

> >> main.c:446: warning: data definition has no type or storage class 
> >> main.c:449: parse error before `0' 

> >> main.c:449: warning: data definition has no type or storage class 
> >> main.c:452: parse error before `0' 
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>> main. 
>> main. 
>> union 
>> main.c:508: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:508: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:510: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:512: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:512: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:514: request for member `coord' in something not a structure or 
>> union 
>> main.c:517: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:517: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:519: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:521: request for member ‘coord' in something not a structure or 
>> union 
>> main.c:521: request for member `coord' in something not a structure or 
>> union 
>> main.c:523: request for member ‘coord' in something not a structure or 


2504: `error' undeclared (first use in this function) 
2506: request for member `coord' in something not a structure or 


> >> main.c:452: warning: data definition has no type or storage class 
> >> main.c:458: parse error before `&' 

> >> main.c:458: warning: data definition has no type or storage class 
> >> main.c:459: parse error before ` |' 

> >> main.c:459: warning: data definition has no type or storage class 
> >> main.c:460: parse error before `&' 

> >> main.c:460: warning: data definition has no type or storage class 
> >> main.c:461: parse error before `&' 

> >> main.c:464: parse error before ՝ճ' 

> >> main.c:464: warning: data definition has no type or storage class 
> >> main.c:467: parse error before `-' 

> >> main.c:467: conflicting types for ~drawVolumeSlider' 

> >> main.c:210: previous declaration of ~drawVolumeSlider' 

> >> main.c:467: warning: data definition has no type or storage class 
> >> main.c:468: parse error before string constant 

> >> main.c:468: warning: data definition has no type or storage class 
> >> main.c:469: parse error before string constant 

> >> main.c:469: warning: data definition has no type or storage class 
> >> main.c:470: parse error before string constant 

> >> main.c:470: warning: data definition has no type or storage class 
> >> main.c:471: parse error before string constant 

> >> main.c:471: warning: data definition has no type or storage class 
> >> main.c:473: parse error before string constant 

> >> main.c:473: warning: data definition has no type or storage class 
> >> main.c:474: parse error before string constant 

> >> main.c:474: warning: data definition has no type or storage class 
> >> main.c:476: parse error before `&' 

> >> main.c:476: warning: data definition has no type or storage class 
> >> main.c:479: parse error before `0' 

> >> main.c:479: warning: data definition has no type or storage class 
> >> main.c:480: parse error before `0' 

> >> main.c:480: warning: data definition has no type or storage class 
> >> main.c:483: warning: data definition has no type or storage class 
> >> main.c:484: parse error before `320' 

> >> main.c:484: warning: data definition has no type or storage class 
> >> main.c:485: parse error before `&' 

> >> main.c:485: warning: data definition has no type or storage class 
> >> main.c:487: parse error before `0' 

> >> main.c:487: warning: data definition has no type or storage class 
> >> main.c:489: parse error before ՝ճ' 

> >> main.c:489: warning: data definition has no type or storage class 
> >> main.c:492: parse error before `-' 

> >> main.c:492: warning: data definition has no type or storage class 
> >> main.c:495: parse error before `1' 

> >> main.c:495: warning: data definition has no type or storage class 
> >> main.c: In function ‘“movePad2!': 

> >> main.c:502: syntax error before ‘error' 

> m € 

> m c 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
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>> 
>> 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


union 
main.c: In 
main.c:538: 
main.c: At 
main.c:539: 
main.c:539: 
~pad_tilt' 
main.c:539: 
*pad_tilt' 
main.c:539: 
~pad_tilt' 
main.c:539: 
main.c:540: 
main.c:540: 
~pad2_step' 
main.c:540: 
~pad2_step' 
main.c:540: 
~pad2_step' 
main.c:540: 
main.c:541: 
main.c:541: 
~pad2_tilt' 
main.c:541: 
~pad2_tilt' 
main.c:541: 
~pad2_tilt' 
main.c:541: 
main.c:549: 
main.c:549: 
main.c:550: 
main.c:550: 
main.c:551: 
main.c:551: 
main.c:551: 
main.c:552: 
main.c:552: 
main.c:554: 
main.c:557: 
main.c:557: 
main.c:560: 
main.c:567: 
main.c:544: 
main.c:567: 
main.c:568: 
main.c:572: 
main.c:572: 
main.c:574: 
main.c:577: 
main.c:547: 
main.c:577: 
main.c:578: 
main.c:590: 
main.c:591: 
main.c:592: 
main.c:593: 
main.c:594: 
main.c:595: 
main.c:596: 
main.c:577: 
main.c:596: 
main.c:597: 
main.c:567: 
main.c:597: 
main.c:598: 
main.c:606: 
main.c:607: 
main.c:608: 
main.c:609: 
main.c:609: 
main.c:615: 
main.c:616: 
main.c:617: 


function “updateGame': 
syntax error before ‘pad_step' 


parse error before “pad2_tilt' 


top level: 

parse error before ‘pad_tilt' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 
parse error before ‘pad2_step' 

warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 


warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: excess elements in scalar initializer after 
warning: data definition has no type or storage class 


parse error before `lightCol' 
warning: data definition has no 
parse error before *state_clock' 
warning: data definition has no type 
parse error before ‘temp_mat' 
initializer element is not constant 
warning: data definition has no type 
parse error before “temp_vect' 
warning: data definition has no type 
parse error before `++' 
initializer element is not constant 
warning: data definition has no type 
parse error before `switch' 
conflicting types for `delay' 
previous declaration of `delay' 
warning: data definition has no type 
parse error before ՝.' 
parse error before `0' 
warning: data definition has no type 
parse error before ՝.' 
redefinition of ‘explode' 
`explode' previously defined here 
warning: data definition has no type 
parse error before ` )' 
parse error before ՝.' 
parse error before : 
parse error before ՝.' 
parse error before ՝.' 
Ե Ա 
Ա 


type 


parse error before 

parse error before `. 
redefinition of ‘explode' 
`explode' previously defined here 


or 


or 


or 


or 


or 


or 


or 


or 


storage class 


storage class 


storage class 


storage class 


storage class 


storage class 


storage class 


storage class 


warning: data definition has no type or storage class 


redefinition of ‘delay' 
`delay' previously defined here 


warning: data definition has no type or storage class 


before `}' 
before ՝.' 
before ՝.' 
before ՝.' 
before `0' 


parse error 
parse error 
parse error 
parse error 
parse error 


warning: data definition has no type or storage class 


parse error before ՝.' 
parse error before ՝.' 
parse error before ՝.' 
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>> main.c:618: parse error before `0' 

>> main.c:618: warning: data definition has no type or storage class 
>> main.c:647: redefinition of ‘delay' 

>> main.c:597: ~delay' previously defined here 

>> main.c:647: warning: data definition has no type or storage class 
>> main.c:648: warning: parameter names (without types) in function 


>> declaration 


> m 

> m 

> m 

> m 

> m 

> m 

> d 

> >> main.c:648: warning: data definition has no type or storage class 
> >> main.c:650: parse error before `}' 

> >> main.c:654: conflicting types for ‘resetGameStuff' 

> >> main.c:213: previous declaration of ~resetGameStuff' 

> >> main.c:654: warning: data definition has no type or storage class 
> >> main.c:656: parse error before `60' 

> >> main.c:656: warning: data definition has no type or storage class 
> >> main.c:658: parse error before `0' 

> >> main.c:658: warning: data definition has no type or storage class 
> >> main.c:679: parse error before ՝.' 

> >> main.c:694: parse error before `.' 

> >> main.c:724: parse error before ն 

> >> main.c:725: parse error before ՝.' 

> >> main.c:757: parse error before ն 

> >> main.c:758: parse error before ՝.' 

> >> main.c:788: parse error before `&' 

> >> main.c:788: warning: data definition has no type or storage class 
> >> main.c:789: parse error before `&' 

> >> main.c:789: warning: data definition has no type or storage class 
> >> main.c:790: initializer element is not constant 

> >> main.c:790: warning: data definition has no type or storage class 
> >> main.c:796: parse error before `if' 

> >> main.c:803: conflicting types for `shockOn' 

> >> main.c:543: previous declaration of ~shockOn' 

> >> main.c:803: initializer element is not constant 

> >> main.c:803: warning: data definition has no type or storage class 
> >> main.c:804: redefinition of ‘explode’ 

> >> main.c:596: ‘explode' previously defined here 

> >> main.c:804: warning: data definition has no type or storage class 
> >> main.c:805: parse error before ՝.' 

> >> main.c:808: parse error before ՝ճ' 

> >> main.c:808: conflicting types for ‘playSoundNote' 

> >> main.c:194: previous declaration of ~playSoundNote' 

> >> main.c:808: warning: data definition has no type or storage class 
> >> main.c:809: parse error before `++' 

> >> main.c:819: redefinition of `shockOn' 

> >> main.c:803: `shockOn' previously defined here 

> >> main.c:819: initializer element is not constant 

> >> main.c:819: warning: data definition has no type or storage class 
> >> main.c:820: redefinition of ‘explode’ 

> >> main.c:804: ‘explode' previously defined here 

> >> main.c:820: warning: data definition has no type or storage class 
> >> main.c:821: parse error before ՝.' 

> >> main.c:825: parse error before `&' 

> >> main.c:825: warning: data definition has no type or storage class 
> >> main.c:826: parse error before `++' 

> >> main.c:837: conflicting types for `sparkOn' 

> >> main.c:542: previous declaration of ~sparkOn' 

> >> main.c:837: initializer element is not constant 

> >> main.c:837: warning: data definition has no type or storage class 
> >> main.c:838: parse error before `&' 

> >> main.c:838: warning: data definition has no type or storage class 
> >> main.c:847: redefinition of `sparkOn' 

> >> main.c:837: `sparkOn' previously defined here 

> >> main.c:847: initializer element is not constant 

> >> main.c:847: warning: data definition has no type or storage class 
> >> main.c:848: parse error before `&' 

> >> main.c:848: warning: data definition has no type or storage class 
> >> main.c:856: redefinition of ~sparkOn' 

> >> main.c:847: `sparkOn' previously defined here 

> >> main.c:856: initializer element is not constant 

> >> main.c:856: warning: data definition has no type or storage class 
> >> main.c:857: parse error before `&' 

> >> main.c:857: warning: data definition has no type or storage class 
> >> main.c:865: redefinition of `sparkOn' 

> >> main.c:856: `sparkOn' previously defined here 
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>> main.c:1158: request for member “attribute' in something not a 
>> structure or unio 
>> n 


> >> main.c:865: initializer element is not constant 

> >> main.c:865: warning: data definition has no type or storage class 
> >> main.c:866: parse error before `&' 

> >> main.c:866: warning: data definition has no type or storage class 
> >> main.c:930: parse error before ՝ճ' 

> >> main.c:930: warning: data definition has no type or storage class 
> >> main.c:931: parse error before `&' 

> >> main.c:931: warning: data definition has no type or storage class 
> >> main.c:933: parse error before `.' 

> >> main.c:937: parse error before `&' 

> >> main.c:937: warning: data definition has no type or storage class 
> >> main.c:957: parse error before ՝ճ' 

> >> main.c:957: warning: data definition has no type or storage class 
> >> main.c:964: parse error before ՝.' 

> >> main.c:965: parse error before `.' 

> >> main.c:966: parse error before `.' 

> >> main.c:968: conflicting types for `spinBall' 

> >> main.c:202: previous declaration of `spinBall' 

> >> main.c:968: warning: data definition has no type or storage class 
> >> main.c:969: conflicting types for `movelight' 

> >> main.c:201: previous declaration of `moveLight' 

> >> main.c:969: warning: data definition has no type or storage class 
> >> main.c:972: parse error before `if' 

> >> main.c:975: parse error before `.' 

> >> main.c:976: parse error before ն 

> >> main.c:977: parse error before ՝.' 

> >> main.c:978: parse error before `.' 

> >> main.c:979: parse error before ՝.' 

> >> main.c:980: parse error before ՝.' 

> >> main.c:1021: parse error before ՝.' 

> >> main.c:1022: parse error before `.' 

> >> main.c:1027: parse error before `.' 

> >> main.c:1041: parse error before `&' 

> >> main.c:1041: warning: data definition has no type or storage class 
> >> main.c:1050: parse error before `&' 

> >> main.c:1050: warning: data definition has no type or storage class 
> >> main.c:1069: parse error before `0' 

> >> main.c:1069: warning: data definition has no type or storage class 
> >> main.c:1070: redefinition of `lighton' 

> >> main.c:140: ‘lighton' previously defined here 

> >> main.c:1070: warning: data definition has no type or storage class 
> >> main.c:1071: parse error before ` )' 

> >> main.c:1079: parse error before `0' 

> >> main.c:1079: warning: data definition has no type or storage class 
> >> main.c:1080: redefinition of `11ցհեօո' 

> >> main.c:1070: `lighton' previously defined here 

> >> main.c:1080: warning: data definition has no type or storage class 
> >> main.c:1081: parse error before `}' 

> >> main.c:1089: parse error before `0' 

> >> main.c:1089: warning: data definition has no type or storage class 
> >> main.c:1091: parse error before ՝.' 

> >> main.c:1098: redefinition of ‘delay' 

> >> main.c:647: ‘delay' previously defined here 

> >> main.c:1098: warning: data definition has no type or storage class 
> >> main.c:1099: parse error before `}' 

> >> main.c:1107: redefinition of ~DONE' 

> >> main.c:157: `DONE' previously defined here 

> >> main.c:1107: warning: data definition has no type or storage class 
> >> main.c:1108: parse error before `return' 

> >> main.c:1117: warning: parameter names (without types) in function 
> >> declaration 

> >> main.c:1117: warning: data definition has no type or storage class 
> >> main.c:1118: redefinition of ‘delay' 

> >> main.c:1098: ‘delay' previously defined here 

> >> main.c:1118: warning: data definition has no type or storage class 
> >> main.c:1119: parse error before ` )' 

> >> main.c:1126: parse error before `.' 

> >> main.c: In function ‘interactiveTitle': 

> >> main.c:1157: request for member `vx' in something not a structure or 
> >> union 

> m 

> 

> 
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> >> main.c:1158: `GsLOFF' undeclared (first use in this function) 

> >> main.c:1159: request for member ‘attribute’ in something not a 

> >> structure or unio 

>>> ո 

> >> main.c:1160: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1161: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1162: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1164: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1164: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1165: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1165: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1166: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1166: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1168: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1169: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1170: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1172: request for member ‘vz' in something not a structure or 
> >> union 

> >> main.c:1173: request for member ‘vx' in something not a structure or 
> >> union 

> >> main.c:1174: request for member ‘vy' in something not a structure or 
> >> union 

> >> main.c:1187: request for member `vx' in something not a structure or 
> >> union 

> >> main.c:1189: request for member ‘attribute’ in something not a 

> >> structure or unio 

>>> ո 

> >> main.c:1190: request for member “attribute' in something not a 

> >> structure or unio 

>>> ո 

> >> main.c:1191: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1192: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1193: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1195: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1195: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1196: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1196: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1197: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1197: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1199: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1200: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1201: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1203: request for member ‘vz' in something not a structure or 
> >> union 

> >> main.c:1204: request for member `vx' in something not a structure or 
> >> union 

> >> main.c:1205: request for member ‘vy' in something not a structure or 
> >> union 

> >> main.c:1222: request for member `vx' in something not a structure or 
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>> union 

>> main.c:1222: request for member `vy' in something not a structure or 
>> union 
>> main.c:1222: request for member ‘vz' in something not a structure or 
>> union 
>> main.c:1224: request for member 
union 
> >> main.c:1224: request for member 
union 
> >> main.c:1224: request for member `b' in something not a structure or 
union 
>> main.c:1229: request for member `front' in something not a structure 
>> or union 
>> main.c:1231: request for member `front' in something not a structure 
>> or union 
>> main.c:1236: request for member `front' in something not a structure 
>> or union 
>> main.c:1238: request for member `front' in something not a structure 
>> or union 
>> main.c:1263: ՝`ս 1օոց' undeclared (first use in this function) 


V V V V V V 


r' in something not a structure or 


g' in something not a structure or 


>> main.c:1263: parse error before `)' 
>> main.c:1267: parse error before `)' 
>> main.c:1270: `SSPLAY_INFINITY' undeclared (first use in this function) 
>> main.c:1282: request for member `flg' in something not a structure or 


>> union 
>> main.c: In function `initPos': 
>> main.c:1297: request for member 
>> or union 
>> main.c:1298: request for member 
>> or union 
>> main.c:1299: request for member 
>> or union 
>> main.c:1300: request for member 
>> structure or unio 
>> ո 
>> main.c:1303: request for member 
>> or union 
>> main.c:1304: request for member `coord' in something not a structure 
>> or union 
>> main.c:1305: request for member `coord' in something not a structure 
>> or union 
>> main.c:1306: request for member 
>> structure or unio 
>> n 
>> main.c:1309: request for member 
>> or union 
>> main.c:1310: request for member `coord' in something not a structure 
>> or union 
>> main.c:1311: request for member `coord' in something not a structure 
>> or union 
>> main.c:1315: request for member 
>> union 
>> main.c:1316: request for member 
>> union 
>> main.c:1317: request for member 
>> union 
>> main.c:1320: request for member 
>> union 
>> main.c:1320: `ONE' undeclared (first use in this function) 

>> main.c:1321: request for member `vy' in something not a structure or 
>> union 
>> main.c:1322: request for member 
>> union 
>> main.c:1323: request for member `coord2' in something not a structure 
>> or union 
>> main.c:1324: request for member ‘attribute’ in something not a 
>> structure or unio 


՛ 


coord2' in something not a structure 
coord2' in something not a structure 


coord2' in something not a structure 


՛ 


attribute' in something not a 


coord' in something not a structure 


՛ 


attribute' in something not a 


coord' in something not a structure 


vx' in something not a structure or 


vy' in something not a structure or 


vz' in something not a structure or 


vx' in something not a structure or 


vz' in something not a structure or 


>> ո 
>> main.c:1324: ~GsLLMOD' undeclared (first use in this function) 
>> main.c:1324: ~GsFOG' undeclared (first use in this function) 


>> main.c:1327: request for member ‘vx' in something not a structure or 
>> union 
>> main.c:1328: request for member `vy' in something not a structure or 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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union 
main.c:1 
union 
main.c: 
or union 
main.c: 
union 
main.c:1 
union 
main.c:1 
union 
main.c:1 
or union 
main.c:1 
or union 
main.c:1 
union 
main.c:1 
union 
main.c:1 
union 
main.c:1 
or union 
main.c:1 
structur 
n 
m 
m 
structur 
n 
main.c: 
union 
main.c: 
union 
main.c:1 
union 
main.c:1 
union 
main.c:1 
union 
main.c: 
union 
main.c:1 
union 
main.c:1 
union 
main.c:1 
union 
ain.c: 
ain.c: 
ain.c: 
ain.c: 
ain.c:1 
ain.c:1 
ain.c:1 
ain.c:1 
ain.c:1 
ain.c:1 
ain.c: 
ain.c: 
union 
m 
main.c:1 
union 
main.c:1 
union 
main.c: 
union 
main.c: 
union 
main.c: 
main.c:1 
union 


ain.c:1 
ain.c:1 


S. Sey Su. Soy E i 


ain.c:1 


1366: 


329: request 
1330: request 
1333: request 

334: request 

335: request 

336: request 

337: request 

340: request 

341: request 

342: request 

343: request 

344: request 

e or unio 

344: `GsDOFF 

348: request 

e or unio 
1356: request 
1356: request 

357: request 

358: request 

359: request 
1360: request 

361: request 

361: request 

361: request 


At top level 
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for member ‘vz' in something not a structure or 
for member `coord2' in something not a structure 
for member `vx' in something not a structure or 
for member `vy' in something not a structure or 
for member ‘vz' in something not a structure or 
for member ‘coord2' in something not a structure 
for member ‘coord2' in something not a structure 
for member ‘vx' in something not a structure or 
for member ‘vy' in something not a structure or 
for member ‘vz' in something not a structure or 
for member ‘coord2' in something not a structure 
for member ‘attribute' in something not a 

' undeclared (first use in this function) 

for member ‘attribute' in something not a 

for member ‘vy' in something not a structure or 
for member ‘vz' in something not a structure or 
for member ‘vx' in something not a structure or 
for member ‘vz' in something not a structure or 
for member ‘vx' in something not a structure or 
for member ‘vy' in something not a structure or 
for member ‘vy' in something not a structure or 
for member ‘vz' in something not a structure or 
for member ‘vx' in something not a structure or 


parse error before 
In function *‘initSystem' 


` <Ü 


1375: `GsNONINTER' undeclared (first use in this function) 
375: `GsOFSGPU' undeclared (first use in this function) 

381: `db' undeclared (first use in this function) 

385: `GsOT_TAG' undeclared (first use in this function) 

385: parse error before `)' 

386: parse error before `)' 

396: parse error before `)' 

1397: parse error before `) ' 

1404: request for member `dqa' in something not a structure or 
404: “ONE' undeclared (first use in this function) 

405: request for member `dqb' in something not a structure or 
406: request for member `rfc' in something not a structure or 
406: request for member `gfc' in something not a structure or 
1406: request for member `bfc' in something not a structure or 
In function “initView': 

439: request for member `vpx' in something not a structure or 
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ething not 


ething not 


ething not a 


ething not a 


ething not a 


structure or 


structure or 
structure or 
structure or 


structure or 


in something not a structure or 


in something not a structure 


(first use in this function) 
in something not a structure or 


in something not a 


in something not a 


in something not a 


in something not a 


structure or 


in something not a structure 


structure or 


structure or 


structure or 


in something not a structure 


in something not a structure or 


in something not a structure or 


ething not a 


(first use in this function) 


ething not a 


(first use in this function) 


ething not a 


(first use in this function) 


ething not a 
ething not a 


ething not a 


in something not a structure 


structure or 


structure or 


structure or 


structure or 


structure or 


structure or 


in something not a structure or 


in something not a structure 


(first use in this function) 


in something not a structure or 


in something not a 


in something not a 


in something not a 


in something not a 
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> >> main.c:1439: request for member ‘vpy' in som 
> >> union 

> >> main.c:1439: request for member ‘vpz' in som 
> >> union 

> >> main.c:1440: request for member ‘vrx' in som 
> >> union 

> >> main.c:1440: request for member ‘vry' in som 
> >> union 

> >> main.c:1440: request for member ‘vrz' in som 
> >> union 

> >> main.c:1441: request for member `rz' 

> >> union 

> >> main.c:1442: request for member `super' 

> >> or union 

> >> main.c:1442: ‘WORLD' undeclared 

> >> main.c:1448: request for member `vpx' 

> >> union 

> >> main.c:1448: request for member ‘vpy' 

> >> union 

> >> main.c:1448: request for member `coord' 

> >> or union 

> >> main.c:1448: request for member `Մքշ' 

> >> union 

> >> main.c:1449: request for member `vrx' 

> >> union 

> >> main.c:1449: request for member ‘vry' 

> >> union 

> >> main.c:1449: request for member `coord' 

> >> or union 

> >> main.c:1449: request for member ‘vrz' 

> >> union 

> >> main.c:1450: request for member `rz' 

> >> union 

> >> main.c:1451: request for member ~*~ super' 

> >> or union 

> >> main.c: At top level: 

> >> main.c:1456: parse error before `x' 

> >> main.c: In function ‘setView': 

> >> main.c:1462: request for member `vpx' in som 
> >> union 

> >> main.c:1462: `x' undeclared 

> >> main.c:1462: request for member ‘vpy' in som 
> >> union 

> >> main.c:1462: `y' undeclared 

> >> main.c:1462: request for member ‘vpz' in som 
> >> union 

> >> main.c:1462: `z' undeclared 

> >> main.c:1463: request for member ‘vrx' in som 
> >> union 

> >> main.c:1463: request for member ‘vry' in som 
> >> union 

> >> main.c:1463: request for member ‘vrz' in som 
> >> union 

> >> main.c:1464: request for member `rz' 

> >> union 

> >> main.c:1465: request for member `super' 

> >> or union 

> >> main.c:1465: `WORLD' undeclared 

> >> main.c: In function ‘initView2': 

> >> main.c:1472: request for member `vpx' 

> >> union 

> >> main.c:1472: request for member ‘vpy' 

> >> union 

> >> main.c:1472: request for member `coord' 

> >> or union 

> >> main.c:1472: request for member `vpz' 

> >> union 

> >> main.c:1473: request for member ‘vrx' 

> >> union 

> >> main.c:1473: request for member ‘vry' 

> >> union 

> >> main.c:1473: request for member `coord' 

> >> or union 


structure or 


in something not a structure 


structure or 


structure or 


structure or 


in something not a structure 


Page 6717 


>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


VVVVVVVVVVV VV VV 


union 


VVVVVVVVVV VV VV 
VVVVVVVVVVVV VV 
VVVVVVVVVVVV VV 


c 
5 
H- 
O 
3 
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main.c:1473: request for member `vrz' in something not a structure or 
union 
main.c:1474: request for member `rz' in something not a structure or 
union 
main.c:1475: request for member `super' in something not a structure 
or union 
main.c:1475: `WORLD' undeclared (first use in this function) 
main.c: In function “initLight': 
main.c:1488: request for member `vx' in something not a structure or 
union 
main.c:1488: request for member ‘vy' in something not a structure or 
union 
main.c:1488: request for member `vz' in something not a structure or 
union 
main.c:1489: request for member `r' in something not a structure or 
main.c:1489: request for member `g' in something not a structure or 
main.c:1489: request for member `b' in something not a structure or 
main.c:1493: request for member `vx' in something not a structure or 
union 
main.c:1493: request for member ‘vy' in something not a structure or 
union 
main.c:1493: request for member `vz' in something not a structure or 
union 
main.c:1494: request for member `r' in something not a structure or 
main.c:1494: request for member `g' in something not a structure or 
main.c:1494: request for member `b' in something not a structure or 
main.c:1498: request for member `vx' in something not a structure or 
union 
main.c:1498: request for member ‘vy' in something not a structure or 
union 
main.c:1498: request for member `vz' in something not a structure or 
union 
main.c:1499: request for member `r' in something not a structure or 
main.c:1499: request for member `g' in something not a structure or 
main.c:1499: request for member `b' in something not a structure or 
main.c:1503: `ONE' undeclared (first use in this function) 
main.c: At top level: 
main.c:1512: conflicting types for ~“moveLight' 
main.c:969: previous declaration of ~“moveLight' 
main.c: In function `moveLight': 
main.c:1518: request for member `vx' in something not a structure or 
union 
main.c:1519: request for member ‘vy' in something not a structure or 
union 
main.c:1520: request for member `vz' in something not a structure or 
union 
main.c:1520: request for member `coord' in something not a structure 
or union 
main.c:1524: request for member `r' in something not a structure or 
main.c:1524: request for member `r' in something not a structure or 
main.c:1527: request for member `r' in something not a structure or 
main.c:1529: request for member `g' in something not a structure or 
main.c:1529: request for member `g' in something not a structure or 
main.c:1532: request for member `g' in something not a structure or 
main.c:1534: request for member `b' in something not a structure or 
main.c:1534: request for member `b' in something not a structure or 
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> >> main.c:1537: request for member `b' in something not a structure or 
union 

> >> main.c: At top level: 

> >> main.c:1553: parse error before `*' 

> >> main.c: In function ~initModelingData': 

> >> main.c:1555: ‘u_long' undeclared (first use in this function) 

> >> main.c:1555: `tmdp' undeclared (first use in this function) 

> >> main.c:1558: ‘addr' undeclared (first use in this function) 

> >> main.c:1571: parse error before `tmdp' 

> >> main.c:1574: `index' undeclared (first use in this function) 

> >> main.c:1576: `WORLD' undeclared (first use in this function) 

> >> main.c: At top level: 

> >> main.c:1586: parse error before ~loadTexture' 

> >> main.c:1586: parse error before `*' 

> >> main.c: In function *loadTexture!': 

> >> main.c:1588: `RECT' undeclared (first use in this function) 

> >> main.c:1588: parse error before `rectl' 

> >> main.c:1589: *GsIMAGE' undeclared (first use in this function) 

> >> main.c:1596: ‘addr' undeclared (first use in this function) 

> >> main.c:1596: `timl' undeclared (first use in this function) 

> >> main.c:1599: `rectl' undeclared (first use in this function) 

> >> main.c: At top level: 

> >> main.c:1620: parse error before `*' 

> >> main.c: In function *setCoordinate!': 

> >> main.c:1623: ‘MATRIX' undeclared (first use in this function) 

> >> main.c:1623: parse error before `tmp1' 

> >> main.c:1624: `SVECTOR' undeclared (first use in this function) 

> >> main.c:1631: `tmpl' undeclared (first use in this function) 

> >> main.c:1634: `coor' undeclared (first use in this function) 

> >> main.c:1637: `vl' undeclared (first use in this function) 

> >> main.c:1637: ‘pos' undeclared (first use in this function) 

> >> main.c: At top level: 

> >> main.c:1651: conflicting types for `spinBall' 

> >> main.c:968: previous declaration of ~spinBall' 

> >> main.c: In function `spinBall': 

> >> main.c:1652: request for member `vz' in something not a structure or 
> >> union 

> >> main.c:1652: `ONE' undeclared (first use in this function) 

> >> main.c:1653: request for member ‘vy' in something not a structure or 
> >> union 

> >> main.c:1654: request for member `vx' in something not a structure or 
> >> union 

> >> main.c: In function *spinMenuText'!: 

> >> main.c:1660: request for member `vx' in something not a structure or 
> >> union 

> >> main.c:1660: “ONE' undeclared (first use in this function) 

> >> main.c: In function `spark': 

> >> main.c:1671: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1671: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1672: request for member ‘coord’ in something not a structure 
> >> or union 

> >> main.c:1672: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1673: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1673: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1674: request for member ‘attribute’ in something not a 

> >> structure or unio 

>>> ո 

> >> main.c:1674: *GsDOFF' undeclared (first use in this function) 

> >> main.c:1678: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1678: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1679: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1679: request for member `coord' in something not a structure 
> >> or union 

> >> main.c:1680: request for member `coord' in something not a structure 
> >> or union 
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>> main.c:1680: request for member `coord' in something not a structure 
>> or union 
>> main.c:1681: request for member 
>> structure or unio 
>> ո 
>> main.c: In function *shock!: 
>> main.c:1692: request for member 
>> or union 
>> main.c:1693: request for member 
>> or union 
>> main.c:1694: request for member `coord' in something not a structure 
>> or union 
>> main.c:1694: request for member `coord' in something not a structure 
>> or union 
>> main.c:1695: request for member 
>> structure or unio 
>> ո 
>> main.c:1695: `GsDOFF' undeclared (first use in this function) 
>> main.c:1699: request for member `coord' in something not a structure 
>> or union 
>> main.c:1699: request for member `coord' in something not a structure 
>> or union 
>> main.c:1700: request for member `coord' in something not a structure 
>> or union 
>> main.c:1700: request for member 
>> or union 
>> main.c:1701: request for member 
>> or union 
>> main.c:1701: request for member `coord' in something not a structure 
>> or union 
>> main.c:1702: request for member 
>> structure or unio 
>> ո 
>> main.c: At top level: 
>> main.c:1708: parse error before `GsOT' 
>> main.c:1709: conflicting types for ‘drawVolumeSlider' 

m 

m 

m 


՛ 


attribute' in something not a 


coord' in something not a structure 


coord' in something not a structure 


՛ 


attribute' in something not a 


coord' in something not a structure 


coord' in something not a structure 


՛ 


attribute' in something not a 


>> main.c:467: previous declaration օք *~drawVolumeSlider' 

>> main.c: In function *‘drawVolumeSlider': 

>> main.c:1710: request for member ‘back' in something not a structure or 
>> union 
>> main.c:1711: request for member `front' in something not a structure 
>> or union 
>> main.c: In function *‘initVolumeSlider': 

>> main.c:1717: request for member `back' in something not a structure or 
>> union 
>> main.c:1718: request for member `back' in something not a structure or 
>> union 
>> main.c:1719: request for member `back' in something not a structure or 
>> union 
>> main.c:1720: request for member `back' in something not a structure or 
>> union 
>> main.c:1721: request for member ‘back' in something not a structure or 
>> union 
>> main.c:1722: request for member ‘back' in something not a structure or 
>> union 
>> main.c:1723: request for member `back' in something not a structure or 
>> union 
>> main.c:1724: request for member ‘back' in something not a structure or 
>> union 
>> main.c:1726: request for member `front' in something not a structure 
>> or union 
>> main.c:1727: request for member `front' in something not a structure 
>> or union 
>> main.c:1728: request for member `front' in something not a structure 
>> or union 
>> main.c:1729: request for member `front' in something not a structure 
>> or union 
>> main.c:1730: request for member `front' in something not a structure 
>> or union 
>> main.c:1731: request for member `front' in something not a structure 
>> or union 
>> main.c:1732: request for member `front' in something not a structure 
>> or union 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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>> main.c:1733: request for member `front' in something not a structure 
>> or union 
>> main.c: At top level: 

>> main.c:1738: conflicting types for ‘resetGameStuff' 

>> main.c:654: previous declaration of ‘resetGameStuff' 

>> main.c: In function *resetGameStuff!': 

>> main.c:1744: request for member `coord' in something not a structure 
>> or union 
>> main.c:1745: request for member `coord' in something not a structure 
>> or union 
>> main.c:1746: request for member `coord' in something not a structure 
>> or union 
>> main.c:1749: request for member ‘vx' in something not a structure or 
>> union 
>> main.c:1750: request for member ‘vy' in something not a structure or 
>> union 
>> main.c:1751: request for member ‘vz' in something not a structure or 
>> union 


VVVVVVVVVVVVVV VV VV VV VV VV VV N 


>> main.c: In function `swapTexture': 

>> main.c:1764: `u_long' undeclared (first use in this function) 
>> main.c:1764: parse error before `)' 

>> main.c:1770: parse error before `)' 

>> main.c:1775: parse error before `)' 

>> main.c: In function ‘“initTextBG': 

>> main.c:1787: request for member ‘attribute’ in something not a 
>> structure or unio 

>> ո 


> >> main.c:1788: request for member `x' in something not a structure or 
> >> main.c:1789: request for member `y' in something not a structure or 
> >> main.c:1790: request for member `w' in something not a structure or 
> >> main.c:1791: request for member `h' in something not a structure or 
> >> main.c:1792: request for member `r' in something not a structure or 


> >> main.c:1793: request for member `g' in something not a structure or 


> >> main.c:1794: request for member `b' in something not a structure or 
> >> main.c: In function ‘initFade': 

> >> main.c:1800: request for member ‘attribute’ in something not a 

> >> structure or unio 

> 

> >> main.c:1801: request for member `x' in something not a structure or 
> >> main.c:1802: request for member `y' in something not a structure or 
> >> main.c:1803: request for member `w' in something not a structure or 
> >> main.c:1804: request for member `h' in something not a structure or 


> >> main.c:1805: request for member `r' in something not a structure or 


> >> main.c:1806: request for member `g' in something not a structure or 


> >> main.c:1807: request for member `b' in something not a structure or 
union 
> >> gcc: installation problem, cannot exec ‘“mips-tfile': No such file or 


> >> directory 

> >> make: *** [main.o] Error 1 
> >> 

> >> G:\Dev\Ricochet> 

>> 

>> 

> 


-—-MESSAGE FILE 10057 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008785 
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—-MESSAGE FILE 10058 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
00008786 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 10:45:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 132 

Message-ID: <bn88qr$m4k14@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <bn6ekfSm4k5@www.netyaro 


.com> <bné6égks$m4k6@www.netyaroze-europe.com> <bn6lpc$m4k8@www.netyaroze-eur 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Andrew, 


Right - got it working on my other XP Pro machine. 
I removed all traces of the original setup, including environment variables 
and eveything. 


I then followed the instructions from the top of this thread exactly. 
I put eveything at c:\psx3 despite the fact I hate putting things on my C: 
drive. 


make worked first time on my project, only difference I could see was a 
slightly smaller output file and it had .exe as the extension. Just about t 
dload it to the machine and see if it runs.... 


As far as I can see the setup file only sets the windows search path, which 
on my machine is now 

path=c:\psx3\mips-unknown-ecoff\bin;c:\psx3\bin;c:\windows\system32;c:\wind 
ws 
So 


now I have one XP Pro machine which will so I 


work and one which won't, 


will try to figure out what has changed, maybe its something weird like a 
file association or something. 

Good luck. 

-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news :bn6lpc$m4k8@www.netyaroze-europe.com... 
Dammit! 


Right, i've tried everything I can think of. I have tried to emulate the 
file structure of the PSX and GNU directories from the original Yaroze 
distribution and copying the relevant GCC2.8.1 files over in the hope tha 
the include and lib paths would be set through the djgpp.env file but 
nadda, 

> nothing, 
> 

> I have also followed the instructions to the letter, 
> to root of C drive and replace djsetup.bat and 
from 

> the setup.zip and nothing. 


diddily-squat. 


i.e. unzip ցօօ281.21 
libsngcc.a with the ones 


The best I can get is that it attempts to actually compile main.c but it 
spits out tonnes of errors about undefined types because the include path 
has not been set, etc...Then it asks for a file called mips-tfile.exe (or 
similar, i'm recounting this from memory), says it can't find it. error, 
choke, splutter, die, etc... 


James, I don't know how the hell you managed it! 
what you did, 


VVVVVVV VV 


if it was in any way different from the instructions given? 


> Either it doesn't like WinXP Pro 
tried 


(deduced from the fact James said he 
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/english/ 


ze-europe 
ope.com> 


° 


° 


t 


p 


Could you step us through 
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> it in Home Edition) or I'm missing something really trivial, like 
forgetting 

to turn the computer on, or something... 

Oh well. 

Andy. 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6égks$m4k6@www.netyaroze-europe.com... 

> I'm getting that error now as well. I would have thought that it would 
e 


the djgpp.env file that specified the include and lib paths but the zip 
files I downloaded don't seem to have one. I'm going to look again and 
generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
news: bn6ekf$m4k5@www.netyaroze-europe.com... 


> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or folder" 
error, 


> but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padi.h:7: No include path in which to find libps.h 


and so on. 
-Kenny 
"Andrew Murray" <a_murray@btopenworld.com> wrote in message 


news:blrt31S$4t31@www.netyaroze-europe.com... 
> Anyone still check these newsgroups? 


VORVVVVVVVVVVVV VV VV VV VV 


> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
uild 
n 
> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
ork 
> under 
> > XP or only 2000, or is there any difference? 
>> 
> > Also is there a resource manager out there that can take a list (or 
> > equivelant) of files and generate a list of defines with addresses 
> attatched 
> > so I can copy and paste into a project? 
>> 
> > Anyway hope all is well, any new projects on the horizon? Anybody 
checked 
> > out the xGameStation? (www.xgamestation.com), who needs that when 
° 
have 
>a 
> > Yaroze? 
>> 
> > Thanks in advance, 
> > Andrew. 
>> 
>> 
> 
> 


VVVVVVVVVVVVK VV VV VV V VV VV EV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV VV VV VV V 


VVVVVVVVVVVV EVV VV VV VV VV VB VV OV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 
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> 
> 


—-MESSAGE FILE 10058 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008786 


——MESSAGE FILE 10059 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008787 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 15:23:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 175 

Message-ID: <bn8p28Sm4k15@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bn6égks$m4k6@www.netyaroze-europe.com> <bné6lpcSm4k8@www.netyaroze-europe. com> 
<bn88qr$m4k14@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Right, doing *exactly* as the instuctions say on my machine gives me the 
following when I try to make: 


gcc —-Xlinker -Ttext -Xlinker 80140000 main.o -o main 
ld: cannot open -lgcc: No such file or directory 
strip main 

strip: main: No such file or directory 

make: *** [main] Error 1 


I have tried searching for this mysterious program 'lgcc' to no avail. I 
have no environment variables set other than the path that is specified in 
djsetup.bat. I had previously removed all Yaroze-related environment 
variables from windows xp so any trace of the old PSX and GNU setup should 
be invisible to the new psx3 setup. 


Tell me if that program works ok kenny and if you discover any nuances. Can 
you move the contents of the psx3 folder around, for example, rename it to 
GCC2 and put it in another folder on the root of C:, I tried the setup from 
C:\Yaroze\GCC2\ and that didn't work. Maybe now that you have it working you 
can put it where you like by changing the path in djsetup.bat, although I'm 
not sure at all how much the rest of the setup depends on the C:\psx3 path. 
You may not even want to risk it, in case it freaks on you. 


Andy. 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bn88qr$m4k14@www.netyaroze-europe.com... 

> Andrew, 

> 

> Right - got it working on my other XP Pro machine. 

> I removed all traces of the original setup, including environment 
variables 


> and eveything. 

> 

> I then followed the instructions from the top of this thread exactly. 

> I put eveything at c:\psx3 despite the fact I hate putting things on my C: 
> drive. 

> 

> make worked first time on my project, only difference I could see was a 

> slightly smaller output file and it had .exe as the extension. Just about 
to 

> dload it to the machine and see if it runs.... 

> 


> As far as I can see the setup file only sets the windows search path, 
which 
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> on my machine is now 

> 
path=c:\psx3\mips-unknown-ecoff\bin;c:\psx3\bin;c:\windows\system32;c:\windo 
ws 


So now I have one XP Pro machine which will work and one which won't, so I 
will try to figure out what has changed, maybe its something weird like a 
file association or something. 


Good luck. 


-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6lpc$m4k8@www.netyaroze-europe.com... 

> Dammit! 

> 

> Right, i've tried everything I can think of. I have tried to emulate the 

> file structure of the PSX and GNU directories from the original Yaroze 

> distribution and copying the relevant GCC2.8.1 files over in the hope 
hat 

> the include and lib paths would be set through the djgpp.env file but 
nadda, 

> nothing, diddily-squat. 

> 

> I have also followed the instructions to the letter, i.e. unzip 
ՇՇ281::21թ 

> to root of C drive and replace djsetup.bat and libsngcc.a with the ones 

from 

> the setup.zip and nothing. 

> 

> The best I can get is that it attempts to actually compile main.c but it 

> spits out tonnes of errors about undefined types because the include 
ath 

> has not been set, etc...Then it asks for a file called mips-tfile.exe 


or 
> similar, i'm recounting this from memory), says it can't find it. error, 
> choke, splutter, die, etc... 
> 
> 
r 


James, I don't know how the hell you managed it! Could you step us 
hrough 
> what you did, if it was in any way different from the instructions 
iven? 


> Either it doesn't like WinXP Pro (deduced from the fact James said he 
tried 


> it in Home Edition) or I'm missing something really trivial, like 
forgetting 

to turn the computer on, or something... 

Oh well. 

Andy. 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6égks$m4k6@www.netyaroze-europe.com... 

> I'm getting that error now as well. I would have thought that it would 
e 


> the djgpp.env file that specified the include and lib paths but the 


H- 


VhVVVVVVVVVV VN VV VV VV VV VV VV VV VOV EV VV VAR VO V VV VV VIAN, VV VV EVV VV VV VV VV VV VV VV VV 
VEVVVVVVVV VV VIO VOVVVV VV VV 


> files I downloaded don't seem to have one. I'm going to look again and 

> generally hack about a bit more. 

> 

> Andy. 

> 

> "Net Yaroze" <kenny@kmillar.co.uk> wrote in message 

> news:bn6ekfSm4k5@www.netyaroze-europe.com... 

> > Rats. 

> > Still can't get things to compile under XP Pro. 

>> 

> > After messing with the path I got rid of the "no such file or 
older" 

> 


error, 
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but no I get this... 

gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 

In file included from main.c:19: 

padil.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 
> Anyone still check these newsgroups? 


VVVVVVVVVVVVVV VV VV VV VV VV 


VVVVBVVOVVVVV VV VV VV VV VV VV VV VV 
VORVVVVVVVVVVV VV VV VV VV V 


> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 
uild 
n 
> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
work 
> > under 
> > > XP or only 2000, or is there any difference? 
> >> 
> > > Also is there a resource manager out there that can take a list 
or 
> > > > equivelant) of files and generate a list of defines with addresses 
> > > attatched 
> > > > so I can copy and paste into a project? 
>>>> 
> > > > Anyway hope all is well, any new projects on the horizon? Anybody 
> > checked 
> > > > out the xGameStation? (www.xgamestation.com), who needs that when 
you 
> > have 
>> > a 
> > > > Yaroze? 
>>>> 
> > > > Thanks in advance, 
> > > > Andrew. 
>>>> 
> > > > 
>>> 
>>> 
>> 
>> 
> 
> 


VVVVVVVVVVVVVVV VV VV VV VV VR VV VV VV VV VV VV VV VV VV VV VV VV VV VV VY 


—-MESSAGE FILE 10059 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008787 


——MESSAGE FILE 10060 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008788 
Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 15:46:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 213 

Message-ID: <bn8qen$m4k16@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <bn6éekf$m4k5@www.netyaroze-europe 
.com> <bné6égks$m4k6@www.netyaroze-europe.com> <bn6lpcSm4k8@www.netyaroze-europe. com> 
<bn88qr$m4k14@www.netyaroze-europe.com> <bn8p28Sm4k15@www.netyaroze-europe. com> 
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NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Andrew, 


Just how frustrating is this! Since I have 2 machines, and it works on one 
and not the other I'll keep at it until soemthing gives. 


The program it is looking for is gcc, not lgcc the "1" is just a token. And 
that is exactly the results I'm getting on my machine that doesn't work. If 
I mess with the path statement in djsetup.bat I can get further, by it might 
actually be one step forward two steps back. 


I'll keep you informed, so keep an eye on this forum. 
-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news :bn8p28$m4k15@www.netyaroze-europe.com... 

> Right, doing *exactly* as the instuctions say on my machine gives me the 
following when I try to make: 


gcc -Xlinker -Ttext -Xlinker 80140000 main.o -o main 
ld: cannot open -lgcc: No such file or directory 
strip main 

strip: main: No such file or directory 

make: *** [main] Error 1 


I have tried searching for this mysterious program 'lgcc' to no avail. I 
have no environment variables set other than the path that is specified in 
djsetup.bat. I had previously removed all Yaroze-related environment 
variables from windows xp so any trace of the old PSX and GNU setup should 
be invisible to the new psx3 setup. 


VVVVVVVVVVVVV VV 


Tell me if that program works ok kenny and if you discover any nuances. 
Se move the contents of the psx3 folder around, for example, rename it to 
> GCC2 and put it in another folder on the root of C:, I tried the setup 
Bren AEA and that didn't work. Maybe now that you have it working 
— put it where you like by changing the path in djsetup.bat, although 

' 
> Hee sure at all how much the rest of the setup depends on the C:\psx3 
Se may not even want to risk it, in case it freaks on you. 


v 


Andy. 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news :bn88qr$m4k14@www.netyaroze-europe.com... 

> Andrew, 

> 

> Right - got it working on my other XP Pro machine. 

> I removed all traces of the original setup, including environment 
variables 

> and eveything. 


VVVDVVVVAVVVVV VV VV VV VV V 


> 

> I then followed the instructions from the top of this thread exactly. 

> I put eveything at c:\psx3 despite the fact I hate putting things on my 

> drive. 

> 

> make worked first time on my project, only difference I could see was a 

> slightly smaller output file and it had .exe as the extension. Just 
bout 

to 

> dload it to the machine and see if it runs.... 

> 
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> As far as I can see the setup file only sets the windows search path, 
which 

> on my machine is now 

> 


ath=c: \psx3\mips-—unknown-ecoff\bin;c:\psx3\bin;c:\windows\system32;c:\windo 
> ws 


> 
> So now I have one XP Pro machine which will work and one which won't, so 
> will try to figure out what has changed, maybe its something weird like 


file association or something. 
Good luck. 


-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6lpc$m4k8@www.netyaroze-europe.com... 

> Dammit! 

> 

> Right, i've tried everything I can think of. I have tried to emulate 


T 


VVVVOVQAVVVVVEAEVVOVVVVVVVV VV VV 


> file structure of the PSX and GNU directories from the original Yaroze 
> distribution and copying the relevant GCC2.8.1 files over in the hope 


hat 

> the include and lib paths would be set through the djgpp.env file but 
nadda, 

> nothing, diddily-squat. 

> 

> I have also followed the instructions to the letter, i.e. unzip 
cc281.zip 

> to root of C drive and replace djsetup.bat and libsngcc.a with the 

nes 


from 

> the setup.zip and nothing. 
> 

> 


The best I can get is that it attempts to actually compile main.c but 
t 

> > spits out tonnes of errors about undefined types because the include 
path 

> > has not been set, etc...Then it asks for a file called mips-tfile.exe 
(or 

> > similar, i'm recounting this from memory), says it can't find it. 
EEO, 

> > choke, splutter, die, etc... 

>> 

> > James, I don't know how the hell you managed it! Could you step us 
through 

> > what you did, if it was in any way different from the instructions 
given? 


VO NV N NP UE” V V V VV VV VV VV VV VV VV VV OVVV VV EVV VV OVV VV VV VV VV FEV VV VV VV VV VV ND VH VV VID VV VV V 


> 

> > Either it doesn't like WinXP Pro (deduced from the fact James said he 

> tried 

> > it in Home Edition) or I'm missing something really trivial, like 

> forgetting 

> > to turn the computer on, or something... 

>> 

> > Oh well. 

> > Andy. 

>> 

> > "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> > news:bnégksSm4k6@www.netyaroze-europe.com... 

> > > I'm getting that error now as well. I would have thought that it 
ould 

> be 

> > > the djgpp.env file that specified the include and lib paths but the 

zip 

> > > files I downloaded don't seem to have one. I'm going to look again 
nd 

> > > generally hack about a bit more. 


Ne 


Զ. 
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Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
news: bn6éekf$m4k5@www.netyaroze-europe.com... 


> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or 
d g 

error, 


> but no I get this... 


gcc -g -Շ0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padl.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects 


> build 

> > օո 

> > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
work 


> > > under 

> > > > XP or only 2000, or is there any difference? 

>>>> 

> > > > Also is there a resource manager out there that can take a list 
Է 

> > > > equivelant) of files and generate a list of defines with 
esses 

> > > attatched 

> > > > so I can copy and paste into a project? 

> > > > 

> > > > Anyway hope all is well, any new projects on the horizon? 
ody 

> > checked 

> > > > out the xGameStation? (www.xgamestation.com), who needs that 
you 

> > have 

>> > a 

> > > > Yaroze? 

>>>> 

> > > > Thanks in advance, 

> > > > Andrew. 

>>>> 

> > > > 

> > > 

> > > 

>> 

>> 

> 

> 
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—-MESSAGE FILE 10060 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008788 


--MESSAGE FILE 10061 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008789 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 16:09:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 217 

Message-ID: <bn8rqoSm4k17@www.netyaroze-europe.com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <bn6éekfSm4k5@www.netyaroze-europe 
.com> <bné6égks$m4k6@www.netyaroze-europe.com> <bn6lpcS$m4k8@www.netyaroze-europe. com> 
<bn88qr$m4k14@www.netyaroze-europe.com> <bn8p28Sm4k15@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Just keeping you up to date. 


Now I have tried this. 
Copied the "psx3" folder in its entirety from my working machine to the 
C:\PSX3 folder on the (so far) not working machine. 


Guess what? That worked! I can build happily. 


Then I moved it from C:\PSX3 to G:\PSX3 and changed the two occurences of C: 
to G: in djsetup.bat and..... it's broken again. 


So it appears that it will ONLY work from c:\psx3 in my case. 


-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news :bn8p28$m4k15@www.netyaroze-europe.com... 

> Right, doing *exactly* as the instuctions say on my machine gives me the 
following when I try to make: 


gcc -Xlinker -Ttext -Xlinker 80140000 main.o -o main 
ld: cannot open -lgcc: No such file or directory 
strip main 

strip: main: No such file or directory 

make: *** [main] Error 1 


I have tried searching for this mysterious program 'lgcc' to no avail. I 
have no environment variables set other than the path that is specified in 
djsetup.bat. I had previously removed all Yaroze-related environment 
variables from windows xp so any trace of the old PSX and GNU setup should 
be invisible to the new psx3 setup. 


VVVVVVVVVVVV VV V 


Tell me if that program works ok kenny and if you discover any nuances. 
ae move the contents of the psx3 folder around, for example, rename it to 
> GCC2 and put it in another folder on the root of C:, I tried the setup 
E T and that didn't work. Maybe now that you have it working 
Sasi put it where you like by changing the path in djsetup.bat, although 

' 
Տ nae sure at all how much the rest of the setup depends on the C:\psx3 
ae may not even want to risk it, in case it freaks on you. 
Է Andy. 
> 


Net Yaroze newsgroups message dump.txt Page 6731 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bn88qr$m4k14@www.netyaroze-europe.com... 

> Andrew, 

> 

> Right - got it working on my other XP Pro machine. 

> I removed all traces of the original setup, including environment 
variables 

> and eveything. 


> 
> I then followed the instructions from the top of this thread exactly. 
> I put eveything at c:\psx3 despite the fact I hate putting things on my 


drive. 


> 

> 

> make worked first time on my project, only difference I could see was a 
> slightly smaller output file and it had .exe as the extension. Just 
° 
Է: 


ut 
° 
> dload it to the machine and see if it runs.... 


> As far as I can see the setup file only sets the windows search path, 
which 

> on my machine is now 

> 


ath=c:Npsx3NXmips-unknown-ecoffNbin;c:Npsx3Nbin;c:NwindowsNsystem32;c:Nwindo 
> ws 


> 

> So now I have one XP Pro machine which will work and one which won't, so 

> will try to figure out what has changed, maybe its something weird like 

> file association or something. 

> 

> Good luck. 

> 

> -Kenny 

> 

> 

> "Andrew Murray" <a_murray@btinternet.com> wrote in message 

> news:bn6lpcSm4k8@www.netyaroze-europe.com... 

> > Dammit! 

>> 

> > Right, i've tried everything I can think of. I have tried to emulate 
he 

> > file structure of the PSX and GNU directories from the original Yaroze 

> > distribution and copying the relevant GCC2.8.1 files over in the hope 


that 

> > the include and lib paths would be set through the djgpp.env file but 
> nadda, 

> > nothing, diddily-squat. 


>> 
> > I have also followed the instructions to the letter, i.e. unzip 
gcc281.zip 


> > to root of C drive and replace djsetup.bat and libsngcc.a with the 
nes 


> from 

> > the setup.zip and nothing. 

Վ The best Լ can get is that it attempts to actually compile main.c but 
A > spits out tonnes of errors about undefined types because the include 
ԼՆ նթ not been set, etc...Then it asks for a file called mips-tfile.exe 
(or 


> > similar, i'm recounting this from memory), says it can't find it. 
rror, 

> > choke, splutter, die, etc... 

>> 

> > James, I don't know how the hell you managed it! Could you step us 
through 

> > what you did, if it was in any way different from the instructions 


VVVVVOVVVVVEEVVVVOVVVVVV VV VV EVV VV VV VV VV NV VD VA VV VID VV VV VV VV DV VV V OAV VV VV VV VV VV V 
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Either it doesn't like WinXP Pro (deduced from the fact James said he 
ried 

it in Home Edition) or I'm missing something really trivial, like 
orgetting 

to turn the computer on, or something... 

Oh well. 

Andy. 

"Andrew Murray" <a_murray@btinternet.com> wrote in message 

news: bn6égks$m4k6@www.netyaroze-europe.com... 

> I'm getting that error now as well. I would have thought that it 
e 

> the djgpp.env file that specified the include and 115 paths but the 
> files I downloaded don't seem to have one. I'm going to look again 


generally hack about a bit more. 
Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
news: bn6ekfS$m4k5@www.netyaroze-europe.com... 
> Rats. 
> Still can't get things to compile under XP Pro. 
> 
> After messing with the path I got rid of the "no such file or 
Ը" 
error, 
> but no I get this... 


d 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padil.h:7: No include path in which to find libps.h 


and so on. 


-Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news: blrt31S$4t31@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects 


> under 

> > XP or only 2000, or is there any difference? 

>> 

> > Also is there a resource manager out there that can take a list 


> equivelant) of files and generate a list of defines with 


attatched 
> so I can copy and paste into a project? 
> 


> Anyway hope all is well, any new projects on the horizon? 


V V V VO V 


checked 
> > out the xGameStation? (www.xgamestation.com), who needs that 


> > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
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> > you 

>> > > have 
>>>>>a 

> > > > > > Yaroze? 
> > > > > > 

> > > > > > Thanks in advance, 
> > > > > > Andrew. 
> > > > > > 
>>>>>> 

> > > > > 

> > > > > 

> > > > 

> > > > 

Se SS 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 10061 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008789 


——MESSAGE FILE 10062 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008790 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: new OPSM games 

Date: Thu, 23 Oct 2003 16:18:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <bn8sbp$m4k18@www.netyaroze-europe.com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


Good news! Squeak by Ben James and Timeslip by David Johnston and Mike 
Goatly will be featured on the Official Playstation Magazine coverdisk #106. 
Well done Ben (and David and Mike if they still lurk here?). 


Other yaroze games should be featured on future disks. 
We are accepting new game submissions too, send them to: ps_yaroze@scee.net 


cheers 
Mattv 


—-MESSAGE FILE 10062 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008790 


——MESSAGE FILE 10063 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008791 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 16:27:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 160 

Message-ID: <bn8ssvSm4k19@www.netyaroze-europe. com> 

References: <blrt31S4t31l@www.netyaroze-europe.com> <bn6éekfSm4k5@www.netyaroze-europe 
.com> <bné6égks$m4k6@www.netyaroze-europe.com> <bn6lpcSm4k8@www.netyaroze-europe. com> 
<bn88qr$m4k14@www.netyaroze-europe. com> 

NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


OK, 


With every thing working from c:\psx3 i renamed the directory to PSX4, but 
left it on the c: drive and that breaks it. 


Seems that the path has to be C:\PSX3 and that's it. 
On further investigation i see that 'psx3' is hard coded into make.exe 


-kenny 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news :bn88qr$m4k14@www.netyaroze-europe.com... 

> Andrew, 

> 

> Right - got it working on my other XP Pro machine. 

> I removed all traces of the original setup, including environment 
variables 


> and eveything. 

> 

> I then followed the instructions from the top of this thread exactly. 

> I put eveything at c:\psx3 despite the fact I hate putting things on my C: 
> drive. 

> 

> make worked first time on my project, only difference I could see was a 

> slightly smaller output file and it had .exe as the extension. Just about 
to 

> dload it to the machine and see if it runs.... 

> 


> As far as I can see the setup file only sets the windows search path, 
which 

> on my machine is now 

> 
path=c:\psx3\mips-unknown-ecoff\bin;c:\psx3\bin;c:\windows\system32;c:\windo 
ws 


So now I have one XP Pro machine which will work and one which won't, so I 
will try to figure out what has changed, maybe its something weird like a 
file association or something. 


Good luck. 


-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news: bn6lpc$m4k8@www.netyaroze-europe.com... 
> Dammit! 
> 
> Right, i've tried everything I can think of. I have tried to emulate the 
> file structure of the PSX and GNU directories from the original Yaroze 
> distribution and copying the relevant GCC2.8.1 files over in the hope 
hat 
> the include and lib paths would be set through the djgpp.env file but 
nadda, 
> nothing, diddily-squat. 
> 
> I have also followed the instructions to the letter, i.e. unzip 
cc281.zip 
> to root of C drive and replace djsetup.bat and libsngcc.a with the ones 
from 
> the setup.zip and nothing. 
> 
> The best I can get is that it attempts to actually compile main.c but it 
> spits out tonnes of errors about undefined types because the include 
ath 
> has not been set, etc...Then it asks for a file called mips-tfile.exe 
or 
> > similar, i'm recounting this from memory), says it can't find it. error, 
> > choke, splutter, die, etc... 


~VTOTVVVVVVQAVVVVV EVV VV VV VV VV VV VV VV VV 
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>> 

> > James, I don't know how the hell you managed it! Could you step us 
through 

> > what you did, if it was in any way different from the instructions 
given? 

> 

> Either it doesn't like WinXP Pro (deduced from the fact James said he 
tried 


> it in Home Edition) or I'm missing something really trivial, like 
forgetting 

to turn the computer on, or something... 

Oh well. 

Andy. 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news: bn6égks$m4k6@www.netyaroze-europe.com... 
> I'm getting that error now as well. I would have thought that it would 


v 


the djgpp.env file that specified the include and lib paths but the 


files I downloaded don't seem to have one. I'm going to look again and 
generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
news: bn6ekf$m4k5@www.netyaroze-europe.com... 


> Rats. 

> Still can't get things to compile under XP Pro. 

> 

> After messing with the path I got rid of the "no such file or 
older" 

error, 


> but no I get this... 


gcc -g -G0 -c main.c -o main.o 

main.c:18: No include path in which to find libps.h 
In file included from main.c:19: 

padi.h:7: No include path in which to find libps.h 


and so on. 


—Kenny 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:blrt31S4t3l@www.netyaroze-europe.com... 

> Anyone still check these newsgroups? 

> 
> I'm looking for a WinXP GNU setup, can anyone get GNU projects to 


VVVVVVVVVVVVV N NV VV VV EN N, N, N, VN NVR VN NV NP N, NP V NV NV N N NPO VO V V V V V V V V 


VVVVBVVOVVVVVV N NV V NV V V V N NV VN VV VP VN VN NDD V V V V V V NV VN N VV 


VN V N N N VN U V N=Z1 NN N NNN VV VV N ENP VV VV VV N, NV N, N, VN, N, N, NV NV NV N VH N VV V N NV NV NV, NP, VV NV NP VN VN NP N N N NV N NV NV VN V 
VORVVVVVVVVVVVV VV VV VV VV 


uild 
n 
> WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 

work 
> > under 
> > > XP or only 2000, or is there any difference? 
> >> 
> > > Also is there a resource manager out there that can take a list 
or 
> > > > equivelant) of files and generate a list of defines with addresses 
> > > attatched 
> > > > so I can copy and paste into a project? 
> > > > 
> > > > Anyway hope all is well, any new projects on the horizon? Anybody 
> > checked 
> > > > out the xGameStation? (www.xgamestation.com), who needs that when 
you 
> > have 
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Yaroze? 


Thanks in advance, 
Andrew. 


VVVVVVVVVVV VV VV 
VVVVVVVVVVV VV 
VVVVVVVVV VV 
VVVVVVV VV 
VV V V V Vv Db 


--MESSAGE FILE 10063 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008791 


——MESSAGE FILE 10064 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008792 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Thu, 23 Oct 2003 17:43:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 194 

Message-ID: <bn9180Sm4k20@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <bn6éekfSm4k5@www.netyaroze-europe 
.com> <bn6gks$m4k6@www.netyaroze-europe.com> <bn6lpcSm4k8@www.netyaroze-europe. com> 
<bn88qr$m4k14@www.netyaroze-europe.com> <bn8ssv$m4k19@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-223-165.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Is there anyway we can find out, or does anyone know how these files were 
made? It seems to me that they were 'upgraded' somehow from the originals 
that came with the Yaroze, because all the names are the same, they just 
have mips-unknown-ecoff before them. Is there any way we can re-compile them 
to take advantage of a relative file path, rather than the absolute C:\psx3 
filepath, because that seems rather stupid to me, to build the path into the 
make executable. 


If there is no way to re-build them, I could just stick with the C:\psx3 
convension but I would rather reboot in win98 and compile with the 
originals, if it came to that. I get the feeling that Yaroze GNU under XP is 
going to be my unicorn. 


Andy. 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 
news: bn8ssv$m4k19@www.netyaroze-europe.com... 
> OK, 


With every thing working from c:\psx3 i renamed the directory to PSX4, but 
left it on the c: drive and that breaks it. 


Seems that the path has to be C:\PSX3 and that's it. 
On further investigation i see that 'psx3' is hard coded into make.exe 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 
news: bn88qr$m4k14@www.netyaroze-europe.com... 

> Andrew, 

> 


> 
> 
> 
> 
> 
> 
> 
> -kenny 
> 
> 
> 
> 
> 
> 
> > Right - got it working on my other XP Pro machine. 
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> > I removed all traces of the original setup, including environment 

variables 

> and eveything. 


> 
> I then followed the instructions from the top of this thread exactly. 
> I put eveything at c:\psx3 despite the fact I hate putting things on my 


drive. 


> 

> 

> make worked first time on my project, only difference I could see was a 
> slightly smaller output file and it had .exe as the extension. Just 
o 
t 


ut 
° 
> dload it to the machine and see if it runs.... 


> As far as I can see the setup file only sets the windows search path, 
which 

> on my machine is now 

> 


ath=c:Npsx3NXmips-unknown-ecoffNbin;c:Npsx3Nbin;c:NwindowsNsystem32;c:Nwindo 
> ws 


> 
> So now I have one XP Pro machine which will work and one which won't, so 
> will try to figure out what has changed, maybe its something weird like 


file association or something. 
Good luck. 
-Kenny 


"Andrew Murray" <a_murray@btinternet.com> wrote in message 
news: bn6lpc$m4k8@www.netyaroze-europe.com... 


> Dammit! 
> 
> Right, i've tried everything I can think of. I have tried to emulate 
h 
> file structure of the PSX and GNU directories from the original Yaroze 
> distribution and copying the relevant GCC2.8.1 files over in the hope 
hat 
> the include and lib paths would be set through the djgpp.env file but 
nadda, 
> nothing, diddily-squat. 
> 
> I have also followed the instructions to the letter, i.e. unzip 
cc281.zip 
> to root of C drive and replace djsetup.bat and libsngcc.a with the 
nes 


from 

> the setup.zip and nothing. 
> 

> 


VVVVOVQAVVVVV EVV OVVVV VV VV VV VV 


The best I can get is that it attempts to actually compile main.c but 


Է 
> > spits out tonnes of errors about undefined types because the include 
path 
> > has not been set, etc...Then it asks for a file called mips-tfile.exe 
(or 


> > similar, i'm recounting this from memory), says it can't find it. 
rror, 
> > choke, splutter, die, etc... 


VVVVVVVVVVVOVVVVVEEVV VV OVV VV VV VV VV EV VV VV VV VV VV V&V HV V VIO VV VV VV VV DV VV V AV VV VV 


>> 

> > James, I don't know how the hell you managed it! Could you step us 
through 

> > what you did, if it was in any way different from the instructions 
given? 

> 

> > Either it doesn't like WinXP Pro (deduced from the fact James said he 
> tried 

> > it in Home Edition) or I'm missing something really trivial, like 

> forgetting 
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> to turn the computer on, or something... 
> 
> Oh well. 
> Andy. 
> 
> "Andrew Murray" <a_murray@btinternet.com> wrote in message 
> news:bné6égksSm4k6@www.netyaroze-europe.com... 
> > I'm getting that error now as well. I would have thought that it 
ould 
be 
> > the djgpp.env file that specified the include and lib paths but the 
ip 
> > files I downloaded don't seem to have one. I'm going to look again 


d 


VVVVVVVVVVVVVV VV VV VV ES Ep VH, VN VV VV VV VV VV NV VE VV VV VV VV 


VVEPVVVVDOVV VV VV VV VV EV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV VV E V N VV VV VV 


generally hack about a bit more. 


Andy. 


"Net Yaroze" <kenny@kmillar.co.uk> wrote in message 
news: bn6ekf$m4k5@www.netyaroze-europe.com... 


> 
> 
> 
> 


Ը" 


Rats. 
Still can't get things to compile under XP Pro. 


After messing with the path I got rid of the "no such file or 


error, 


> 


but no I get this... 


> > 
> > 
> > 
> > 
> > 
> > 
> > 
> > 
> > 
> > 
lde 
>> 
>> 
>>> 
> > > gcc -ց -Շ0 -c main.c -o main.o 
> > > main.c:18: No include path in which to find libps.h 
> > > In file included from main.c:19: 
> > > padl.h:7: No include path in which to find libps.h 
SASS 152 
> > > and so on. 
>>> 
> > > Where do I specify the include path???????? 
>>> 
> > > -Kenny 
>>> 
>>> 
>>> 
>>> 
> > > "Andrew Murray" <a_murray@btopenworld.com> wrote in message 
> > > news:blrt31S4t31@www.netyaroze-europe.com... 
> > > > Anyone still check these newsgroups? 
>> > > 
> > > > I'm looking for a WinXP GNU setup, can anyone get GNU projects 
° 
> > build 
> > > on 
> > > > > WinXP? I know about PSCOMM as an alternative to SIOCONS, does it 
> wor 
> > > > under 
> > > > > XP or only 2000, or is there any difference? 
> > > > > 
> > > > > Also is there a resource manager out there that can take a list 
(or 
> > > > > equivelant) of files and generate a list of defines with 
ddresses 
> > > > attatched 
> > > > > so I can copy and paste into a project? 
>> >>> 
> > > > > Anyway hope all is well, any new projects on the horizon? 
nybody 
> > > checked 
> > > > > out the xGameStation? (www.xgamestation.com), who needs that 
when 
> > you 
> > > > have 
>> > > > a 
> > > > > > Yaroze? 
>>>>>> 
> > > > > > Thanks in advance, 
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> Andrew. 
> 
> 


VVVVVVVVVVV VV 
VVVVVVVVV VV 
VVVVVVV VV 
VV V V V V V 

V V V V V 


—-MESSAGE FILE 10064 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008792 


——MESSAGE FILE 10065 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008793 
Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: sqrt function. 

Date: Thu, 23 Oct 2003 18:26:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <bn93rl$m4k21@www.netyaroze-europe.com> 
NNTP-Posting-Host: cpc3-kirkl-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Hi all, 
I finally got my build environment to work under XP Pro. 


However, using FCC 2.8.1 - whenever I use the sqrt function the PSX hangs 
completly. 


even just doing this.... 

x=sqrt (16); 

hangs the console. 

Anyone else using sqrt having this trouble? 


-Kenny 


--MESSAGE FILE 10065 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008793 


——MESSAGE FILE 10066 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008794 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new OPSM games 

Date: Thu, 23 Oct 2003 23:25:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <bn9lbmSm4k22@www.netyaroze-europe. com> 

References: <bn8sbpSm4k18@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 
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That's great, Matt. Congrats Ben! Can anyone tell me if there's been 
anything yarozewise on OPSM since #92? 


http://www.netyaroze.pwp.blueyonder.co.uk/ 
Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bn8sbp$m4k18@www.netyaroze-europe.com... 

> Good news! Squeak by Ben James and Timeslip by David Johnston and Mike 
> Goatly will be featured on the Official Playstation Magazine coverdisk 
#106. 


> Well done Ben (and David and Mike if they still lurk here?). 
> 

> Other yaroze games should be featured on future disks. 

> 

> We are accepting new game submissions too, send them to: 
ps_yaroze@scee.net 

> 

> cheers 

> Mattv 

> 

> 


—-MESSAGE FILE 10066 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008794 


—-MESSAGE FILE 10067 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008795 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sqrt function. 

Date: Fri, 24 Oct 2003 01:15:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <bn9ro2Sm4k24@www.netyaroze-europe. com> 

References: <bn93rl$m4k21@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <bn93rl$m4k21@www.netyaroze-europe. com> 


Hi Kenny, 


Is this the sqrt() function in the standard maths lib you're talking 
about? 


If so, I can't help you, but I curently use the following code for doing 
square roots, I think I may have found it on a Yaroze members website or 
on the newsgroups, but i'm not sure who the author really is. 


Maybe this one will work for you - it's reputed to be quicker than the 
standard one anyway. 


Cheers, 
Andy P 


#define STEP (k) s=r+ (1L<<k*2) ; r>>=1; if (s<=v) {v-=s; r|=(1L<<k*2) ;} 


unsigned long sqrt_u_32 (unsigned long n) 
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unsigned long r=0,s,v=n; 
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STEP (15) ; STEP (14); STEP (13) ;STEP (12); 


STEP (11) ;STEP (10) ;STEP (9) ;STEP (8): 
STEP (7); STEP (6); STEP (5); STEP (4); 
STEP (3); STEP (2); STEP (1); STEP (0): 
return Ըչ 
} 
unsigned short 


{ 


register unsigned short 


STEP (7); STEP (6); STEP (5); STEP (4); 


STEP (3); STEP (2); STEP (1); STEP (0); 


return r; 


lar wrote: 


Kenny Mil 
Hi all, 


I final 


However, 
completly. 


even just doing this.... 
x=sqrt (16); 


hangs the console. 


-Kenny 


VVVVVVVVVVVVVV VV VV 


ly got my build environment to 


sqrt_u_16(unsigned short n) 


r=0,s,v=n; 


work under XP Pro. 


using FCC 2.8.1 - whenever I use the sqrt function the PSX hangs 


Anyone else using sqrt having this trouble? 


-—-MESSAGE FILE 10067 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008795 


—-MESSAGE FILE 10068 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008796 
Path: chuka.playstation.co.uk!news 


From: "Kenny Millar" <kenny@kmillar.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: sqrt function. 

Date: Mon, 27 Oct 2003 10:08:14 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 90 

Message-ID: <bnirliSfil@www.netyaroze-europe. com> 
References: 


pe.com> 


<bn93r1$m4k21@www.netyaroze-europe.com> <bn9ro2$m4k24@www.netyaroze-euro 
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NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Thanks Andrew, that solves the problem. 

-Kenny 

"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bn9ro2$m4k24@www.netyaroze-europe.com... 


> Hi Kenny, 


Is this the sqrt() function in the standard maths lib you're talking 
about? 


If so, I can't help you, but I curently use the following code for doing 
square roots, I think I may have found it on a Yaroze members website or 
on the newsgroups, but i'm not sure who the author really is. 


Maybe this one will work for you - it's reputed to be quicker than the 
standard one anyway. 


Cheers, 


Andy P 

#define STEP (k) s=rt (1L<<k*2) ; r>>=1; if (s<=v) {v-=s;r|=(1L<<k*2) ;} 
unsigned long sqrt_u_32 (unsigned long ո) 

{ 


unsigned long r=0,s,v=n; 


STEP (15) ;STEP (14) ;STEP (13) ;STEP (12); 


STEP (11) ;STEP (10) ;STEP (9) ;STEP (8): 
STEP (7); STEP (6); STEP (5); STEP (4); 
STEP (3); STEP (2); STEP (1); STEP (0): 
return fr; 
} 
unsigned short sqrt_u_16(unsigned short n) 


{ 


register unsigned short r=0,s,v=n; 


STEP (7); STEP (6); STEP (5); STEP (4); 
STEP (3); STEP (2); STEP (1); STEP (0); 


return r; 


Kenny Millar wrote: 
> Hi all, 


VN V N NV N N N NV VY ՊՊՎՊՊՎՊՎ ՊՊ ՎՊ VV VV VV VV VV VV VV VV VV VV NNN VV VV VV VV VV VV VV VV VV 
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I finally got my build environment to work under XP Pro. 

However, using FCC 2.8.1 - whenever I use the sqrt function the PSX 
angs 

completly. 


even just doing this.... 

x=sqrt (16); 

hangs the console. 

Anyone else using sqrt having this trouble? 


-Kenny 


VVVVVVVVVVVVVV VV OV VV GV 
VVVVVVVVVVVVV OV VV V 


—-MESSAGE FILE 10068 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008796 


——MESSAGE FILE 10069 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008797 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Compendium of games 

Date: Tue, 28 Oct 2003 10:12:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <bnlg9bSfi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Does anyone have a list of members who have put out games over the last few 
years? I'd like to build up my collection of Yaroze games, and realised that 
I don't have a clue who has put out games and who hasn't! Wouldn't even know 
where to start looking. 


-Kenny 


--MESSAGE FILE 10069 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008797 


——MESSAGE FILE 10070 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008798 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Tue, 28 Oct 2003 19:27:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <bnmgldS$fi3@www.netyaroze-europe. com> 

References: <bnlg9bS$fi2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-178-241-8.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 
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In-Reply-To: <bnlg9bSfi2@www.netyaroze-europe. com> 
Hi Kenny, 


This newsgroup is a good place to start, new games pretty much always 
get announced here. 


Recently, as the last few years :) Ben James (~madmonk) and Philippe 
Lorin (Pal: http://palpalpalpal.free.fr/) have done some great stuff, 
and Chris Wallace's Breakdone is good fun (~chrisw) 


Derek might be able to point out some obscure Japenese releases, if 
there have been any? 


hope that gets you started 
Matt 


Kenny Millar wrote: 

Does anyone have a list of members who have put out games over the last few 
years? I'd like to build up my collection of Yaroze games, and realised that 
I don't have a clue who has put out games and who hasn't! Wouldn't even know 
where to start looking. 


-Kenny 


VVVVVVVV 


—-MESSAGE FILE 10070 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008798 


--MESSAGE FILE 10071 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008799 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Tue, 28 Oct 2003 23:56:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <bnn0iuSfi4@www.netyaroze-europe. com> 

References: <bnlg9bSfi2@www.netyaroze-europe.com> <bnmgldSfi3@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: m77-mpl.cvx2-b.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en, en-us 

In-Reply-To: <bnmgld$fi3@www.netyaroze-europe. com> 


Matt also forgot (modesty in the way) his work!! 


Matt Verran wrote: 


Hi Kenny, 

This newsgroup is a good place to start, new games pretty much always 
get announced here. 

Recently, as the last few years :) Ben James (~madmonk) and Philippe 
Lorin (Pal: http://palpalpalpal.free.fr/) have done some great stuff, 
and Chris Wallace's Breakdone is good fun (~chrisw) 


Derek might be able to point out some obscure Japenese releases, if 
there have been any? 


hope that gets you started 
Matt 


Kenny Millar wrote: 


VVVVVVVVVVVVV VV VV 


>> Does anyone have a list of members who have put out games over the 
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>> last few 

>> years? I'd like to build up my collection of Yaroze games, and 

>> realised that 

>> I don't have a clue who has put out games and who hasn't! Wouldn't 
>> even know 

>> where to start looking. 


>> -Kenny 


—-MESSAGE FILE 10071 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008799 


--MESSAGE FILE 10072 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008800 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Wed, 29 Oct 2003 15:03:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 
Message-ID: <bnolnmSfi5@www.netyaroze-europe. com> 

References: <bnlg9bSfi2@www.netyaroze-europe.com> <bnmgldSfi3@www.netyaroze-europe.c 
օո» <bnn0iuSfi4@www.netyaroze-europe.com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


Supreme pimpage: 
http://www.netyaroze-europe.com/~frkt1lx/ 


Roller is the only newish thing, if over a year old can be considered new :) 
I might get around to releasing ChuChuRocket if I can dig it out. 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: bnn0iuSfi4@www.netyaroze-europe.com... 
> Matt also forgot (modesty in the way) his work!! 


Matt Verran wrote: 


Hi Kenny, 

This newsgroup is a good place to start, new games pretty much always 
get announced here. 

Recently, as the last few years :) Ben James (~madmonk) and Philippe 
Lorin (Pal: http://palpalpalpal.free.fr/) have done some great stuff, 
and Chris Wallace's Breakdone is good fun (~chrisw) 


Derek might be able to point out some obscure Japenese releases, if 
there have been any? 


hope that gets you started 
Matt 


Kenny Millar wrote: 


VVVVVVVVVVVVVVV VV 


>> Does anyone have a list of members who have put out games over the 
>> last few 

>> years? I'd like to build up my collection of Yaroze games, and 

>> realised that 

>> I don't have a clue who has put out games and who hasn't! Wouldn't 
>> even know 

>> where to start looking. 


>> -Kenny 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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> > 
> 


—-MESSAGE FILE 10072 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008800 


——MESSAGE FILE 10073 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008801 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Wed, 29 Oct 2003 20:09:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 
Message-ID: <bnp8taSfié@www.netyaroze-europe. com> 

References: <bnlg9bS$fi2@www.netyaroze-europe.com> <bnmgld$fi3@www.netyaroze-europe.c 
om> <bnn0iuSfi4@www.netyaroze-europe.com> <bnolnm$fi5@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Matt, 
Thanks for that! I'll be getting down to some serious gaming now! :) 


-Kenny 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:bnolnmS$fi5@www.netyaroze-europe.com... 

> Supreme pimpage: 

> http://www.netyaroze-europe.com/-frktlx/ 

> 

> Roller is the only newish thing, if over a year old can be considered new 


52 


I might get around to releasing ChuChuRocket if I can dig it out. 
"James Burns" <james.w.burns@talk21.com> wrote in message 

news: bnn0iuS$fi4@www.netyaroze-europe.com... 

> Matt also forgot (modesty in the way) his work!! 


Matt Verran wrote: 


Hi Kenny, 

This newsgroup is a good place to start, new games pretty much always 
get announced here. 

Recently, as the last few years :) Ben James (~madmonk) and Philippe 
Lorin (Pal: http://palpalpalpal.free.fr/) have done some great stuff, 
and Chris Wallace's Breakdone is good fun (~chrisw) 


Derek might be able to point out some obscure Japenese releases, if 
there have been any? 


hope that gets you started 
Matt 


Kenny Millar wrote: 


VVVVVVVVVVVVV VV VV 


>> Does anyone have a list of members who have put out games over the 
>> last few 

>> years? I'd like to build up my collection of Yaroze games, and 

>> realised that 

>> I don't have a clue who has put out games and who hasn't! Wouldn't 
>> even know 

>> where to start looking. 


>> -Kenny 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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> > 
> 


V V V V 


--MESSAGE FILE 10073 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008801 


——MESSAGE FILE 10074 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008802 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Radar Sweep 

Date: Thu, 30 Oct 2003 23:08:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <bns6éhh$33vl@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


In my new block busting game (!) I'd like to do a kind of radar-sweep 
effect. 

A line comig from the centre of the screen and sweeping round clockwise, I 
can manage that part so far so good, but I'd like to get that sort of fading 
trail that you see on radar screens. 


I've no idea how to go about that part of it, would any one care to shed 
some, er, 'light" on it for me? 


-kenny 


--MESSAGE FILE 10074 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008802 


——MESSAGE FILE 10075 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008803 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Radar Sweep 

Date: Fri, 31 Oct 2003 01:06:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <bns9puS33v3@www.netyaroze-europe. com> 

References: <bns6hh$33vl@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <bns6hh$33vl@www.netyaroze-europe. com> 


Kenny Millar wrote: 

In my new block busting game (!) I'd like to do a kind of radar-sweep 
effect. 

A line comig from the centre of the screen and sweeping round clockwise, I 
can manage that part so far so good, but I'd like to get that sort of fading 
trail that you see on radar screens. 


I've no idea how to go about that part of it, would any one care to shed 
some, er, 'light" on it for me? 


-kenny 


VVVVVVVVV VV 
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> 

Maybe a transparent gouraud-shaded quad or triangle, with the leading 
edge set to the brightest colour and the trailing edge set to black? 


Or how about a GsLINE array - whenever you move the line, the other 
segments in the line buffer trail n pixels behind the front line. 


Either way has its pitfalls though. The image quality for the line 
buffer idea probably wouldn't be too hot if you didn't move the 
endpoints of the lines in the buffer appropriately - you'd end up with 


holes in the shaded bit if the origin was to remain the same for each line. 


And if you went with the gouraud-shaded primitive, then that might look 
a bit dodgy if you were to make it too wide - depends on how much fade 
you want. 


Just some ideas of the top of my head, i've not had to do anything 
similar so far so i'm not really sure how they'd turn out. 
Hope this helps, 


Andy P 
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-—-MESSAGE FILE 10075 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008803 


—-MESSAGE FILE 10076 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008804 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Radar Sweep 

Date: Sat, 1 Nov 2003 21:57:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 83 

Message-ID: <bo1b25$33v4@www.netyaroze-europe. com> 
References: <bns6hh$33vl@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0162.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Hi mate, 


I'd draw the whole radar and 'add' a subtractive texture over the top then 
rotate it around at the desired speed [see attached texture] 


Cheers 
-ՔԲո 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bns6hh$33vl@www.netyaroze-europe.com... 

> In my new block busting game (1) I'd like to do a kind of radar-sweep 

> effect. 

> A line comig from the centre of the screen and sweeping round clockwise, 
> can manage that part so far so good, but I'd like to get that sort of 
fading 

trail that you see on radar screens. 


v 


I've no idea how to go about that part of it, would any one care to shed 
some, er, 'light' on it for me? 


V V V V V 


—kenny 


I 
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> 
> 


—-MESSAGE FILE 10076 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008804 


——MESSAGE FILE 10077 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008805 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Sat, 1 Nov 2003 22:05:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <bolbh2S33v5@www.netyaroze-europe. com> 
References: <bnlg9bS$fi2@www.netyaroze-europe.com> 
NNTP-Posting-Host: du-069-0162.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Hi Kenny, 'Timeslip' by David Johnston has always been ace in my book. He's 
done a few other games as well, don't know what they're like though. 


http://www.netyaroze-europe.com/~deejay/ 


-ՔԲո 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bnlg9bS$fi2@www.netyaroze-europe.com... 

> Does anyone have a list of members who have put out games over the last 
few 

> years? I'd like to build up my collection of Yaroze games, and realised 
that 

> I don't have a clue who has put out games and who hasn't! Wouldn't even 
know 

> where to start looking. 

> 

> -Kenny 

> 

> 


-—-MESSAGE FILE 10077 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008805 


——MESSAGE FILE 10078 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008806 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <kenny@kmillar.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Radar Sweep 

Date: Mon, 3 Nov 2003 18:02:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <bo6620S51b1@www.netyaroze-europe. com> 

References: <bns6hh$33vl@www.netyaroze-europe.com> <bo1b25S$33v4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc3-kirk1-6-0-cust103.renf.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Excellent 
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Thanks for all the ideas. 
-Kenny 


"Ben James" <meep42@clara.co.uk> wrote in message 
news:bolb25S33v4@www.netyaroze-europe.com... 
> Hi mate, 


I'd draw the whole radar and 'add' a subtractive texture over the top then 
rotate it around at the desired speed [see attached texture] 


Cheers 
-ՔԲո 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bns6hh$33vl@www.netyaroze-europe.com... 

> In my new block busting game (1) I'd like to do a kind of radar-sweep 

> effect. 

> A line comig from the centre of the screen and sweeping round clockwise, 


> can manage that part so far so good, but I'd like to get that sort of 
fading 
> trail that you see on radar screens. 


I've no idea how to go about that part of it, would any one care to shed 
some, er, 'light" on it for me? 


-kenny 


VVVVVVVVVVVVVHV MMN N MNNM N MN NOVN NN 
VV V V V V V 


--MESSAGE FILE 10078 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008806 


——MESSAGE FILE 10079 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008807 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Tue, 4 Nov 2003 23:55:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <bo9f3bS51b2@www.netyaroze-europe. com> 

References: <bnlg9bS$fi2@www.netyaroze-europe.com> <bolbh2$33v5@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Hi Ben, you've never played David Johnston's "Up"? Not quite as nice as 
Katipila, but interesting nonetheless, especialy, if I remember right, as 
the two are kinda similar (it's been a couple of years since I last played 
ՂԵ). 


Derek 


"Ben James" <meep42@clara.co.uk> wrote in message 

news: bolbh2$33v5@www.netyaroze-europe.com... 

> Hi Kenny, 'Timeslip' by David Johnston has always been ace in my book. 
He's 
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done a few other games as well, don't know what they're like though. 
http://www.netyaroze-europe.com/~deejay/ 


-ՔԲո 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bnlg9bS$fi2@www.netyaroze-europe.com... 

> Does anyone have a list of members who have put out games over the last 
few 

> years? I'd like to build up my collection of Yaroze games, and realised 
that 

> I don't have a clue who has put out games and who hasn't! Wouldn't even 
know 

> where to start looking. 

> 

> -Kenny 

> 

> 


VVVVVVVVVVVVVVV VV VV VV VV V 


—-MESSAGE FILE 10079 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008807 


——MESSAGE FILE 10080 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008808 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Wed, 5 Nov 2003 17:11:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 
Message-ID: <bobbrpS$82nl@www.netyaroze-europe. com> 

References: <bnlg9bS$fi2@www.netyaroze-europe.com> <bolbh2$33v5@www.netyaroze-europe. 
com> <bo9f3b$51b2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


Up was also interesting because of it's release circumstances, and DEnnis' 
subsequent reaction :)) 


...-which leads me to recommend Down by Andy Weissl: 
http://www.netyaroze-europe.com/~parc/ 


-Matt 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news :bo9f3bS$51b2@www.netyaroze-europe.com... 

> Hi Ben, you've never played David Johnston's "Up"? Not quite as nice as 
Katipila, but interesting nonetheless, especialy, if I remember right, as 
the two are kinda similar (it's been a couple of years since I last played 
38); 


Derek 


"Ben James" <meep42@clara.co.uk> wrote in message 
news:bolbh2S33v5@www.netyaroze-europe.com... 

> Hi Kenny, 'Timeslip' by David Johnston has always been ace in my book. 
He's 

> done a few other games as well, don't know what they're like though. 


http://www.netyaroze-europe.com/~deejay/ 


VVVVVVVVVVVV VV 


VV Vv 
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-ՔԲո 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 

news: bnlg9b$fi2@www.netyaroze-europe.com... 

> Does anyone have a list of members who have put out games over the 
Է 

few 

> years? I'd like to build up my collection of Yaroze games, and 
lised 

that 

> I don't have a clue who has put out games and who hasn't! Wouldn't 
n 

know 

> where to start looking. 

> 

> -Kenny 

> 

> 


a 


e 


Vv 


VVVVVVVVVVOVVEBEVVEV SCO NU VV N 
VVVVVVVVOVVDVVaAVVVV VV VV 


—-MESSAGE FILE 10080 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008808 


——MESSAGE FILE 10081 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008809 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Thu, 6 Nov 2003 13:25:38 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 
Message-ID: <boc4n7S$82n2@www.netyaroze-europe. com> 

References: <bnlg9bS$fi2@www.netyaroze-europe.com> <bolbh2S$33v5@www.netyaroze-europe. 
com> <bo9f3bS51b2@www.netyaroze-europe.com> <bobbrp$82n1@www.netyaroze-europe.com> 
NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


what were the circumstances and reactions :) this sounds juicy :) 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bobbrp$82n1@www.netyaroze-europe.com... 

Up was also interesting because of it's release circumstances, and DEnnis' 
subsequent reaction :)) 


...-which leads me to recommend Down by Andy Weissl: 
http://www.netyaroze-europe.com/~parc/ 


-Matt 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news :bo9f3b$51b2@www.netyaroze-europe.com... 

> Hi Ben, you've never played David Johnston's "Up"? Not quite as nice as 
> Katipila, but interesting nonetheless, especialy, if I remember right, 
s 


> the two are kinda similar (it's been a couple of years since I last 
layeq 
> it). 


Derek 


VVVVTVDVVVVVVVV VV VV 


VV Vv 
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"Ben James" <meep42@clara.co.uk> wrote in message 

news: bolbh2$33v5@www.netyaroze-europe.com... 

> Hi Kenny, 'Timeslip' by David Johnston has always been ace in my book. 
He's 

> done a few other games as well, don't know what they're like though. 


http://www.netyaroze-europe.com/~deejay/ 


-Ben 


"Kenny Millar" <kenny@kmillar.co.uk> wrote in message 
news:bnlg9bSfi2@www.netyaroze-europe.com... 

> Does anyone have a list of members who have put out games over the 
Է 

few 

> years? I'd like to build up my collection of Yaroze games, and 
lised 

that 

> I don't have a clue who has put out games and who hasn't! Wouldn't 
n 

know 

> where to start looking. 

> 

> -Kenny 

> 

> 


a 


e 


Vv 


VVVVVVVVVVOVV EVV EVV NE NV N NV N N N NP VN VN VV VV 
VVVVVVVVOVVDVVOaVVVVV NP, VP VV VV 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 10081 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008809 


—-MESSAGE FILE 10082 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008810 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Thu, 6 Nov 2003 16:50:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <boduvrS$82n3@www.netyaroze-europe. com> 

References: <bnlg9b$fi2@www.netyaroze-europe.com> <bolbh2S$33v5@www.netyaroze-europe. 
com> <bo9f3bS51b2@www.netyaroze-europe.com> <bobbrp$82n1@www.netyaroze-europe.com> Հ 
boc4n7$82n2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4927.1200 


Dennis Brinkhuis' Team Parc released Down (programmed by Andy Weissl) their 
first game and posted in here and on the updates part of the NY website 
(http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome.cgi), which 
used to well visited and checked by members looking for new releases. Just 
a few days later David Johnston released Up and he cut and paste the Down 
release info changing the word Down to Up. So the updates page read 
something like: 


— New game released Up. Fun skill game for all the family. Download now! 


— New game released Down. Fun skill game for all the family. Download now! 


Most members though this was quite funny and impressive that David had 
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managed to get a game out so quickly but Dennis really didn't, he took 
offense and demanded David remove his game accusing him of ripping off his 
game idea etc... Apparently Down was originally called Up&Down and was going 
to feature another game mode similar to the gameplay of Up. It was all 
resolved amicably in the end, although neither Dennis or David ever released 
another yaroze game. 


-Matt 


"Greg Cook" <gjc53@student.canterbury.ac.nz> wrote in message 
news: boc4n7$82n2@www.netyaroze-europe.com... 
> what were the circumstances and reactions :) this sounds juicy :) 


—-MESSAGE FILE 10082 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008810 


——MESSAGE FILE 10083 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008811 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Fri, 07 Nov 2003 11:58:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <bofu j8S$82n5@www.netyaroze-europe. com> 

References: <blrt31S$4t31@www.netyaroze-europe.com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <blrt31$4t31@www.netyaroze-europe. com> 


I've just been setting up a Win2K environment myself (my (t)rusty laptop 
is on its last legs and I want a backup development machine, just in 
case). Does anyone else using Minicons run into any problems when 
trying to transfer stuff to the Yaroze? I keep getting sync errors on 
the Yaroze side and eventually the transfer is aborted. 


However, PSComUtil (supplied with CodeWarrior) works fine, though I 
don't like the fact that you aren't returned to the brick screen when 
you exit your Yaroze program, and also sending debug strings back to the 
console makes the Yaroze hang for 5 seconds at a time - I thought it'd 
crashed the first time it happened. (510Շօոտ never used to have any օք 
these problems) 


Doesn't seem like a serial port setting problem if PSComUtil works 
though - and I don't really fancy dropping the terminal speed either. 
Any ideas? 


Cheers, 


Andy P 


Andrew Murray wrote: 
Anyone still check these newsgroups? 


I'm looking for a WinXP GNU setup, can anyone get GNU projects to build on 
WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work under 
XP or only 2000, or is there any difference? 


Also is there a resource manager out there that can take a list (or 
equivelant) of files and generate a list of defines with addresses attatched 
so I can copy and paste into a project? 


Anyway hope all is well, any new projects on the horizon? Anybody checked 
out the xGameStation? (www.xgamestation.com), who needs that when you have a 


VVVVVVVVVV VV 
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Yaroze? 


Thanks in advance, 


> 
> 
> 
> Andrew. 
> 
> 


—-MESSAGE FILE 10083 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008811 


—-MESSAGE FILE 10084 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008812 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: WinXP, SIOCONS & Memory Manager 

Date: Fri, 7 Nov 2003 15:30:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <bogen2S82n6@www.netyaroze-europe. com> 

References: <blrt31S4t31@www.netyaroze-europe.com> <bofuj8S$82n5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


I've had to run minicons at the second highest speed (57600) for it to be 
reliable on all the win2k machines I've ever used it on. 


cheers 
Matt 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bofuj8$82n5@www.netyaroze-europe.com... 

> I've just been setting up a Win2K environment myself (my (t)rusty laptop 
is on its last legs and I want a backup development machine, just in 
case). Does anyone else using Minicons run into any problems when 
trying to transfer stuff to the Yaroze? I keep getting sync errors on 
the Yaroze side and eventually the transfer is aborted. 


However, PSComUtil (supplied with CodeWarrior) works fine, though I 
don't like the fact that you aren't returned to the brick screen when 
you exit your Yaroze program, and also sending debug strings back to the 
console makes the Yaroze hang for 5 seconds at a time - I thought it'd 
crashed the first time it happened. (510Շօոտ never used to have any օք 
these problems) 


Doesn't seem like a serial port setting problem if PSComUtil works 
though - and I don't really fancy dropping the terminal speed either. 
Any ideas? 


Cheers, 


Andy P 


Andrew Murray wrote: 

> Anyone still check these newsgroups? 

> 

> I'm looking for a WinXP GNU setup, can anyone get GNU projects to build 


WinXP? I know about PSCOMM as an alternative to SIOCONS, does it work 
Է 
XP or only 2000, or is there any difference? 


Also is there a resource manager out there that can take a list (or 
equivelant) of files and generate a list of defines with addresses 


VYUVVVVEVOVVVVVVV VV VV VV VV VV VV VV VV VV V 


> so I can copy and paste into a project? 


Net Yaroze newsgroups message dump.txt Page 6756 


>> 

> > Anyway hope all is well, any new projects on the horizon? Anybody 
checked 

> > out the xGameStation? (www.xgamestation.com), who needs that when you 
have a 

> > Yaroze? 


Thanks in advance, 
Andrew. 


V V V V V V 
V V V V V 


--MESSAGE FILE 10084 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008812 


——MESSAGE FILE 10085 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008813 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new OPSM games 

Date: Tue, 11 Nov 2003 14:16:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <boqgrrrSdppl@www.netyaroze-europe. com> 

References: <bn8sbp$m4k18@www.netyaroze-europe.com> <bn9lbm$m4k22@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


According to out records here there havn't been any yaroze things on the 
disk since the big special on #92. 


cheers 
Matt 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: bn9lbm$m4k22@www.netyaroze-europe.com... 

> That's great, Matt. Congrats Ben! Can anyone tell me if there's been 
anything yarozewise on OPSM since #92? 


http://www.netyaroze.pwp.blueyonder.co.uk/ 
Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bn8sbp$m4k18@www.netyaroze-europe.com... 

> Good news! Squeak by Ben James and Timeslip by David Johnston and Mike 
> Goatly will be featured on the Official Playstation Magazine coverdisk 
#106. 


> Well done Ben (and David and Mike if they still lurk here?). 
> 

> Other yaroze games should be featured on future disks. 

> 

> We are accepting new game submissions too, send them to: 
ps_yaroze@scee.net 

> 

> cheers 

> Mattv 

> 

> 


VVVVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 10085 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008813 
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——MESSAGE FILE 10086 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008814 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yarozing, PS2Linux, PSP and the Industry 

Date: Mon, 24 Nov 2003 23:36:35 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 158 
Message-ID: <3gl5sv0p6q679vb6dq1jf0nb4dju3v805f@4ax.com> 
References: <belrégSrhr2@www.netyaroze-europe.com> 
NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


Hi Andrew, 


Even though I wouldn't really want to speculate much on the 
effectiveness of your distribution channel, I'd like to throw in at 
least a couple of comments. 


First off, I think that there are more parties than Sony and the 
consumer to keep in mind. I could be completely making this up, but I 
have a feeling that the fact that there _is_ a barrier of entry into 
the PS2 game development market makes for a bit of a competitive 
advantage for those who are in. It takes time, plans, and money. 
Sure, it takes Sony's approval as well, but I think that given a well 
designed plan and the money to back it up they aren't the bottleneck. 


In any case, having a flood of cheapie games may detract business from 
companies who do go ahead and invest the millions of dollars it takes 
to make what the modern day gamer has grown to expect (and, 
incidentally, my wife and I just lost lots of hours recently playing 
free little web-based games on Yahoo games and had a lot of fun. No 
millions of dollars there or superpowered consoles). Sony does have a 
responsibility to them, so it could be a fly in the ointment that is 
your plan. 


As far as the state of PS2Linux, I too have been a little bit 
frustrated by it. On the one hand, the fact that the PS2 can run 
Linux is a curse in itself. Sure it makes the kit more appealing to 
loads of people, and many have found interesting uses for their kits, 
but it also makes the number of developers in the sea of Linux users 
dwarf in comparison to the number of developers here (because this is 
purely a developer community). Another problem is that some people 
who probably would end up developing are getting distracted using and 
customizing linux that they don't ever get around to any major 
programming. 


My personal frustration is that many of the people who do end up 
developing are busy working on technical demonstrations. Sure, it's 
really exciting to know that you can render 50,000 lit, shaded and 
textured polygons per frame with only 5% CPU usage or whatever, but 
it's also really neat if someone comes up with something people can 
play with. 


I must confess that I myself have fallen short in this -- but at least 
I feel that the tools I have developed when the kit came out and since 
will help many people develop, and, in fact, it appears to have. 


Then there's the obsession to do everything oneself. Considering the 
hundreds and hundreds of pages of documentation we get with the kit -- 
as opposed to the small booklets we got with the net yaroze -- doing 
things by oneself ends up being very tedius and difficult. Perhaps 
there's a bit of a feeling that using existing tools is "cheating" 
(somehow, I feel that our friend Rikki on this board may suffer that 
misconception) and so people feel the need to start from scratch. 


As a digression -- I say the hell with that, take the simple API that 
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will clear the screen for you and swap buffers when the time comes, 
and either write a game, or write some really fancy bump mapping and 
shadow generation techniques to show off what you can do. There's no 
reason to try and do what has already been done, esp. if it's not the 
world's most useful thing to learn. (once you know a good bumpmapping 
technique, you can probably apply that to other consoles -- the same 
can't be said for screen initialization routines). 


I have conversations with most of the people who develop for the linux 
kit, from pro developers to aspiring game developers to university 
professors. There are a couple of initiatives on tutorial writing, a 
number of people working on renderers, conversion utilities, and other 
tools, but only two groups working on games that I can think of. One 
-- just an individual -- came on IRC and asked us a bunch of questions 
about sps2 and ps2 programming then disappeared for a while. He came 
back later to share a large movie of his work in progress which seems 
really cool. He's once again disappeared since then, so it's hard to 
think of that video as other than vaporware until we see something 
usable. The other group is a couple of smart yet inexperienced 
younger guys. They've certainly got their hearts in the right place 
but just get distracted a little too easily. I keep trying to get 
them to focus on getting _anything_ out the door, and building up on 
it instead of working on a master plan that will never make it to 
completion and see the light of day. 


As I said, I too am a bit frustrated by the PS2 development scene, 
however I'd like to say the following. 


First, as a platform, the PS2 does have many more interesting aspects 
to explore than the Net Yaroze does. This means that there's much 
more room for interesting non-interactive demos than there was with 
NY. 


Second, the PS2 Linux Kit allows for much more relevant PS2 
programming experience, and game development companies probably 
appreciate that it takes more than the individual to make a game. I 
don't think time spent on learning to do some of the more mundane 
things on the PS2 and then working on a tech. demo is a waste of time 
at all career wise. 


Third, there seems to be a very very slow but steady increase in 
development-related discussions. They do come in waves, with a large 
number bunching up at once, but I think that the regular "down-time" 
number of questions is rising. 


Fourth, there is a bunch of good learning material in the works. This 
could be a great introduction for folks who finally decide to shut 
down the MP3 player and open up emacs to start programming. 


That's my 2 cents... 


Sauce 


On Thu, 3 July 2003 18:50:00 +0100, "Andrew Langstaff (Majik-ZxX)" 
<andrew@cowboycoder.com> wrote: 


>Hi guys, nice to see the group still ticking along. 

> 

>I've been a bit inactive in the gamedev scene for a while now - A new job, 3rd and 

4th year OU Physics degree, new baby and another none-game project that's been on th 
e back burner for far too long has meant that I haven't actually used my Yaroze or P 
S2Linux kit for a year now (I haven't even used my UK PS2Linux kit!). 

> 

>But, I do still have some ideas floating around, and with any luck I'll be able to 

get to work on them in the autumn (after my 'finals') But I've been thinking about t 
he games industry as a whole during this time, and I'd like to share some thoughts. 

> 

>I think that we can all agree that Net Yaroze has been an outstanding success. 

> 

>But, as has been noted before, the PS2Linux 'scene' isn't the same as the Yaroze sc 
ene; frankly no-one seems to be writing any games for it[1], and if they are, they'r 
e either keeping them quiet, or I'm just not looking hard enough. 
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> 
>Now I don't think this is because it's hard to code the PS2, even if it was there's 
plenty of sample code, libraries, tools, etc. This brings me to my main thoughts ab 
out PS2 game development as a whole; Player expectation is way beyond the scope of 1 
or 2 man part time development teams. Perhaps would-be developers are put off by th 
e shear magnitude of what can be done on PS2, in terms of graphics and audio capabil 
ities. 
> 
>Think about it - it's hard to conceive օք a viable game concept that you'd want to 
do in a 6 or even 12 month timeframe, that couldn't be adequately explored or implem 
ented on Yaroze[2]. Sure, you could add in some flashy effects, have huge game maps, 
and even have the killer-app of network gaming, but the central game mechanics woul 
d be unchanged. 
> 
>So what could be done? We could all be given off-the-shelf game engines and concent 
rate on our game, spending time with [insert favourite sprite editor/3D modeller/mus 
ic composer] making it look and sound how we imagine it, but I feel that that would 
lead the homebrew scene to the same generic hell that is the current state of the in 
dustry - How many more 3rd person adventure games where you lead [insert licensed ch 
aracter] through 30 levels of finding secret keys, solving trivial puzzles, fighting 
hordes of bad guys, the odd really big bad guy that comes back for more, sneaking p 
ast guards, using [insert special move/power/character trait], *yaawwwnn* does the w 
orld _really_ need? 
>No, what I think is required is some motivation[3]. 
> 
>And this leads me to what I had hoped we'd see with PS2Linux; not just the same ran 
ge and depth of games that appeared on the Yaroze, with the flashier effects, and ne 
twork gaming, etc. but also a distribution medium to take these games to a wider aud 
ience, kindof like an online version of the OPSM coverdisk. Think how much impetus t 
he chance of having your Yaroze game as an OPSM demo gave you, Think how much kudos 
could be had if everyone with a PS2 + Network Adapter could download and play your g 
ame... 
> 
>So, perhaps what I've wrote so far is over-critical, possibly inaccurate, and uncle 
ar, I'll try and explain where I'm trying to go with this, before moving on. I want 
to discuss the reasons why Yaroze produced so many zany little games, that are of a 
high quality, and very playable[4], and what could be done to nurture such developme 
nt on PS2. 
> 
>And this then brings me to the PSP, I'm sure all of ստ here were excited by the 'la 
unch' of this new toy, and I'm equally sure, as was shown in a recent thread, that w 
e all thought the same thing 'can we get homebrew devkits?' 
> 
>But another thing about the initial announcements that excited me was SCE's new pri 
cing models, and specifically for the PSP, it's medium-free download kiosk distribu 
tion model. I fully agree with the assesment given by Ken Kutaragi, that hand-held g 
ames need to be impulse buys. And I've even heard (can't find source) that SCE are b 
ringing a cheap game pricing model to PS2, ie new games that cost a tenner. So perha 
ps this impulse-buy model might work for PS2 aswell... 
> 
>And this brings in the possibility of following the business models being pursued b 
y games companies in the mobile phone market, ie a pay-to-download model. Can you se 
e where this is leading yet? 
> 
>SCE could explore the business potential of joining the output of small, independan 
t homebrew outfits, with the mass market, small fee to download from a server (most 
of which would be taken by SCE to cover hosting, Product Qualification, etc) or down 
load onto UMD distrubution channels. 
> 
>This, in my mind, would encourage developers, which would in turn create the opport 
unity to explore non mainstream game genres, and it would be another area in the gam 
es industry where SCE has no equivalent from the current alternative platforms, like 
actually having official homebrew devkits in the first place. It would also give ma 
ny more people that all inportant first released game that would give them extra lee 
—way at interview time. 
> 
>Now, I'm sure there are plenty of reasons that can be given as to why this just wou 
ldn't/couldn't possibly work, IPR issues, legal minefields, etc. but some of these w 
ill have to have been ironed out in getting Yaroze games on OPSM discs. 
> 
>So, what do people think about this then? What is the fatal flaw that I've overlook 
ed? Is Joe Public doomed forever to playing bland, big budget third person adventure 
s on his PS2? Does it really matter if he is? 
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> 

>Just my $.02 worth, which given the size of this post is a bargain. Thanks for list 
ening. 

> 

>A. 

> 

>[1] Not that there's anything wrong with non game use of PS2Linux, EE makes a fine 
platform for image processing applications. 


>[2] There are of course exceptions to this, but in general I think this rule applie 


> 

>[3] It may seem a bit hipocritical of me to start with 'I have no time..' and move 
on to complain 'there are no games..' but I'd like to think that at least some of th 
e people who got PS2Linux are actually using it. 

> 


>[4] Even now, my partner and 'mother-in-law' still force there way onto the PS2 to 
play Rocks 'n' Gems 


—-MESSAGE FILE 10086 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008814 


——MESSAGE FILE 10087 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008815 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: My new job announce... 

Date: Mon, 24 Nov 2003 23:39:30 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <17n5svsigpm81sk9k6pt2h30b6o0o0kt 0ivl@4ax.com> 
References: <bajjpcS$ku51@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


A bit late maybe, but I'll congratulate you anyway :) 


Anyway, I've been working with PS2 Linux stuff since May or so of last 
year... 


Sauce 


On Thu, 22 May 2003 23:28:21 +0100, "Matt Verran" 
<matt@hermitgames.com> wrote: 


>As some people already know I am the new Special Projects (demodisk) coder 
>at Sony, replacing James Burns who's moved onto other interesting things in 
>the Sony technology dept. Լ'11 be helping with requests to the NY mail 
>address: ps_yaroze@scee.net and posting in the newsgroups just as I did 
>before I was on the 'inside'. I'm sure James will still be about to help out 
>too. 

> 

>I should be popping up on the PS2linux stuff in the future too, are there 
>any yarozers who are actively working on PS2linux stuff? 

> 

>cheers 

>Matt V 

> 

> 


—-MESSAGE FILE 10087 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008815 


--MESSAGE FILE 10088 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008816 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Texturing/bit depth question 
Date: Thu, 27 Nov 2003 12:40:22 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 786 
Message-ID: <bq4ohnSmh62@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 090006000407030108010104" 
User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 


This is a multi-part message in MIME format. 
090006000407030108010104 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


Hi all, 


Does anyone know if it's possible to tile/repeat a texture over a 
quad/triangle, instead of having the texture stretched over it? 


Originally I wanted to put aside a 256*256 area of VRAM, and then 
MovelImage() the relevant textures into that area, building up a texture 
strip running horizontally across the area, which would have given me 
all the flexibility I need. 


However, that plan seems to have been scuppered because no matter what 
bit depth you specify for your texture, the U and V coordinates seem to 
get in the way. 


What I mean is: if I have a texture 8 pixels wide in 8-bit mode, I still 
have to set the texture width to 8. However the texture might only be 4 
pixels wide in the VRAM area because its in 8-bit mode, and 2 pixels 
wide in 4-bit mode - it should only be 8 VRAM pixels wide in 16-bit 
direct mode (I think). Although it was handy to hide that behaviour 
when I was beginning, it's turning into a bit of a limitation now. 


The problem here is that I would have to split the polygon at 256 pixel 
intervals (in real terms, every 4 items of map data), and I want to keep 
the poly count as low as possible. Is there any way of overriding that 
behaviour to let me set the "real" texture widths? It'd be nice to be 
able to use a 1024 pixel wide texture (in effect, in 4-bit mode), while 
setting the texture width to 256. 


I know that the U and V values are in the range of 0-255, so i'm not 
expecting to be able to set any values higher than that - I just want to 
keep track of the bit depths myself. 


There's a demo attached of what i've been up to on-and-off - I thought 
that if I was going to go the polygon route I might as well do some 
proper collision too and get my head round the maths. Anyone fancy a 
test to make sure you can't break it too easily? (you can't topple off 
the edge of a block in this version yet, thats on the to do list). If 
you do go inside a block, chances are that you would have been killed 
before that (I can only get it to fail when going at mad speeds). I 
don't know what it'll do when I texture it, but for now it's vastly 
quicker than the old GsSPRITE-based map - which is why I want to keep my 
quad splitting down to a minimum. (P and V are the polygon and vertex 
counts, in case you are wondering). 


Cheers, 


Andy P 


090006000407030108010104 
Content-Type: application/zip; 
name="collis~1.zip" 
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—-MESSAGE FILE 10088 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008816 
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——MESSAGE FILE 10089 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008817 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texturing/bit depth question 

Date: Fri, 28 Nov 2003 15:27:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <bq7qc8Smh63@www.netyaroze-europe. com> 
References: <bq4ohn$mh62@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Texture repeating is possible, I had done it a while back. I think the 
process involved setting a clipping area on the VRAM (can't remember which 
function to use to do that) then giving u, v coords smaller than the size of 
the texture, I did find a problem with this process however, if you have 
multiple textures to be repeated, the last texture that had a clipping area 
set around it on VRAM will cover every textured object. I can't remember if 
I found a solution to that but I think its along the lines of drawing the 
object (using GsSortObject4) immediately after the texture region has been 
set. 


I will try to fish out the demo I had. 
Andy M 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bq4ohnS$mh62@www.netyaroze-europe.com... 
> Hi all, 


Does anyone know if it's possible to tile/repeat a texture over a 
quad/triangle, instead of having the texture stretched over it? 


Originally I wanted to put aside a 256*256 area of VRAM, and then 
MovelImage() the relevant textures into that area, building up a texture 
strip running horizontally across the area, which would have given me 
all the flexibility I need. 


However, that plan seems to have been scuppered because no matter what 
bit depth you specify for your texture, the U and V coordinates seem to 
get in the way. 


What I mean is: if I have a texture 8 pixels wide in 8-bit mode, I still 
have to set the texture width to 8. However the texture might only be 4 
pixels wide in the VRAM area because its in 8-bit mode, and 2 pixels 
wide in 4-bit mode - it should only be 8 VRAM pixels wide in 16-bit 
direct mode (I think). Although it was handy to hide that behaviour 
when I was beginning, it's turning into a bit of a limitation now. 


The problem here is that I would have to split the polygon at 256 pixel 
intervals (in real terms, every 4 items of map data), and I want to keep 
the poly count as low as possible. Is there any way of overriding that 
behaviour to let me set the "real" texture widths? It'd be nice to be 
able to use a 1024 pixel wide texture (in effect, in 4-bit mode), while 
setting the texture width to 256. 


I know that the U and V values are in the range of 0-255, so i'm not 
expecting to be able to set any values higher than that - I just want to 
keep track of the bit depths myself. 


There's a demo attached of what i've been up to on-and-off - I thought 
that if I was going to go the polygon route I might as well do some 
proper collision too and get my head round the maths. Anyone fancy a 
test to make sure you can't break it too easily? (you can't topple off 
the edge of a block in this version yet, thats on the to do list). If 
you do go inside a block, chances are that you would have been killed 
before that (I can only get it to fail when going at mad speeds). I 
don't know what it'll do when I texture it, but for now it's vastly 
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> quicker than the old GsSPRITE-based map - which is why I want to keep my 
> quad splitting down to a minimum. (P and V are the polygon and vertex 

> counts, in case you are wondering). 

> 

> Cheers, 

> 

> Andy P 

> 


—-MESSAGE FILE 10089 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008817 


--MESSAGE FILE 10090 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008818 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texturing/bit depth question 

Date: Fri, 28 Nov 2003 18:39:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <bq8518Smh64@www.netyaroze-europe. com> 
References: <bq4ohnSmh62@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Eureka! the texture window... you have to set the tw member (which is a 
RECT) of the GSDRAWENV global structure to the area on VRAM where your 
texture is. You will have to set it back again after, so store the current 
values of tw in temporary variables, set the texture window, render the 
object (I think), then set the texture window back to the temporary 
variables. 


I think that would work, but I'm not sure if the Yaroze makes notes of where 
the texture is for drawing at GPU command entry time or rasterisation time, 

which could effect the textures that appear on textured objects, etc... You 

may get the same problem I had where the last texture window set was the one 
used to render all objects. 


You can only try, I suppose, Good luck. 
Andy M. 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news :bq4ohn$mh62@www.netyaroze-europe.com... 
> Hi all, 


Does anyone know if it's possible to tile/repeat a texture over a 
quad/triangle, instead of having the texture stretched over it? 


Originally I wanted to put aside a 256*256 area of VRAM, and then 
MovelImage() the relevant textures into that area, building up a texture 
strip running horizontally across the area, which would have given me 
all the flexibility I need. 


However, that plan seems to have been scuppered because no matter what 
bit depth you specify for your texture, the U and V coordinates seem to 
get in the way. 


What I mean is: if I have a texture 8 pixels wide in 8-bit mode, I still 
have to set the texture width to 8. However the texture might only be 4 
pixels wide in the VRAM area because its in 8-bit mode, and 2 pixels 
wide in 4-bit mode - it should only be 8 VRAM pixels wide in 16-bit 
direct mode (I think). Although it was handy to hide that behaviour 
when I was beginning, it's turning into a bit of a limitation now. 


The problem here is that I would have to split the polygon at 256 pixel 
intervals (in real terms, every 4 items of map data), and I want to keep 
the poly count as low as possible. Is there any way of overriding that 
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behaviour to let me set the "real" texture widths? It'd be nice to be 
able to use a 1024 pixel wide texture (in effect, in 4-bit mode), while 
setting the texture width to 256. 


I know that the U and V values are in the range of 0-255, so i'm not 
expecting to be able to set any values higher than that - I just want to 
keep track of the bit depths myself. 


There's a demo attached of what i've been up to on-and-off - I thought 
that if I was going to go the polygon route I might as well do some 
proper collision too and get my head round the maths. Anyone fancy a 
test to make sure you can't break it too easily? (you can't topple off 
the edge of a block in this version yet, thats on the to do list). If 
you do go inside a block, chances are that you would have been killed 
before that (I can only get it to fail when going at mad speeds). I 
don't know what it'll do when I texture it, but for now it's vastly 
quicker than the old GsSPRITE-based map - which is why I want to keep my 
quad splitting down to a minimum. (P and V are the polygon and vertex 
counts, in case you are wondering). 


Cheers, 


Andy P 
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—-MESSAGE FILE 10090 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008818 


—-MESSAGE FILE 10091 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008819 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texturing/bit depth question 

Date: Fri, 28 Nov 2003 18:41:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 82 

Message-ID: <bq85o0uSmh65@www.netyaroze-europe. com> 

References: <bq4ohnSmh62@www.netyaroze-europe.com> <bq8518Smh64@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


I meant to say I got the info from the scee.yaroze.programming.3d_graphics 
newsgroup, there are a few messages there about texture repeating/wrapping. 


Hope this helps. 
Andy M. 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 

news :bq8518Smh64@www.netyaroze-europe.com... 

> Eureka! the texture window... you have to set the tw member (which is a 

> RECT) of the GsSDRAWENV global structure to the area on VRAM where your 

> texture is. You will have to set it back again after, so store the current 
> values of tw in temporary variables, set the texture window, render the 

> object (I think), then set the texture window back to the temporary 
> 
> 
> 


variables. 


I think that would work, but I'm not sure if the Yaroze makes notes of 
where 
> the texture is for drawing at GPU command entry time or rasterisation 
time, 
> which could effect the textures that appear on textured objects, etc... 
You 
> may get the same problem I had where the last texture window set was the 
one 
> used to render all objects. 
> 
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You can only try, I suppose, Good luck. 
Andy M. 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news :bq4ohnS$mh62@www.netyaroze-europe.com... 
Hi all, 


v 


Does anyone know if it's possible to tile/repeat a texture over a 
quad/triangle, instead of having the texture stretched over it? 


Originally I wanted to put aside a 256*256 area of VRAM, and then 
MovelImage() the relevant textures into that area, building up a texture 
strip running horizontally across the area, which would have given me 
all the flexibility I need. 


However, that plan seems to have been scuppered because no matter what 
bit depth you specify for your texture, the U and V coordinates seem to 
get in the way. 


What I mean is: if I have a texture 8 pixels wide in 8-bit mode, I still 
have to set the texture width to 8. However the texture might only be 4 
pixels wide in the VRAM area because its in 8-bit mode, and 2 pixels 
wide in 4-bit mode - it should only be 8 VRAM pixels wide in 16-bit 
direct mode (I think). Although it was handy to hide that behaviour 
when I was beginning, it's turning into a bit of a limitation now. 


The problem here is that I would have to split the polygon at 256 pixel 
intervals (in real terms, every 4 items of map data), and I want to keep 
the poly count as low as possible. Is there any way of overriding that 
behaviour to let me set the "real" texture widths? It'd be nice to be 
able to use a 1024 pixel wide texture (in effect, in 4-bit mode), while 
setting the texture width to 256. 


I know that the U and V values are in the range of 0-255, so i'm not 
expecting to be able to set any values higher than that - I just want to 
keep track of the bit depths myself. 


There's a demo attached of what i've been up to on-and-off - I thought 
that if I was going to go the polygon route I might as well do some 
proper collision too and get my head round the maths. Anyone fancy a 
test to make sure you can't break it too easily? (you can't topple off 
the edge of a block in this version yet, thats on the to do list). If 
you do go inside a block, chances are that you would have been killed 
before that (I can only get it to fail when going at mad speeds). I 
don't know what it'll do when I texture it, but for now it's vastly 
quicker than the old GsSPRITE-based map - which is why I want to keep my 
quad splitting down to a minimum. (P and V are the polygon and vertex 
counts, in case you are wondering). 


Cheers, 


Andy P 


VVVVVVVVVVVVVV OSY MNN VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 
VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 10091 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008819 


—-MESSAGE FILE 10092 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008820 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texturing/bit depth question 

Date: Fri, 28 Nov 2003 18:56:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 83 

Message-ID: <bq86k9Smh66@www.netyaroze-europe. com> 

References: <bq4ohnSmh62@www.netyaroze-europe.com> <bq7qc8S$mh63@www.netyaroze-europe 
. com> 
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NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Sorry, I was looking at a post I had made a while back about Repeating 
Textures (on this newsgroup in fact) and I stated back then that the u, v 
coords had to be bigger than the texture (makes sense, duh me :)). So if 
your texture was 64 pixels wide and you wanted it to repeat 8 times over a 
surface, set the u coord to 64 * 8. 


Gees, four posts in one day, beats my record :) 
Andy M. 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 

news :bq7qc8$mh63@www.netyaroze-europe.com... 

> Texture repeating is possible, I had done it a while back. I think the 

> process involved setting a clipping area on the VRAM (can't remember which 
> function to use to do that) then giving u, v coords smaller than the size 
of 

> the texture, I did find a problem with this process however, if you have 

> multiple textures to be repeated, the last texture that had a clipping 
area 

> set around it on VRAM will cover every textured object. I can't remember 
if 

> I found a solution to that but I think its along the lines of drawing the 
> object (using GsSortObject4) immediately after the texture region has been 
set. 


I will try to fish out the demo I had. 
Andy M 
"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 


news :bq4ohnS$mh62@www.netyaroze-europe.com... 
Hi all, 


v 


Does anyone know if it's possible to tile/repeat a texture over a 
quad/triangle, instead of having the texture stretched over it? 


Originally I wanted to put aside a 256*256 area of VRAM, and then 
MovelImage() the relevant textures into that area, building up a texture 
strip running horizontally across the area, which would have given me 
all the flexibility I need. 


However, that plan seems to have been scuppered because no matter what 
bit depth you specify for your texture, the U and V coordinates seem to 
get in the way. 


What I mean is: if I have a texture 8 pixels wide in 8-bit mode, I still 
have to set the texture width to 8. However the texture might only be 4 
pixels wide in the VRAM area because its in 8-bit mode, and 2 pixels 
wide in 4-bit mode - it should only be 8 VRAM pixels wide in 16-bit 
direct mode (I think). Although it was handy to hide that behaviour 
when I was beginning, it's turning into a bit of a limitation now. 


The problem here is that I would have to split the polygon at 256 pixel 
intervals (in real terms, every 4 items of map data), and I want to keep 
the poly count as low as possible. Is there any way of overriding that 
behaviour to let me set the "real" texture widths? It'd be nice to be 
able to use a 1024 pixel wide texture (in effect, in 4-bit mode), while 
setting the texture width to 256. 


I know that the U and V values are in the range of 0-255, so i'm not 
expecting to be able to set any values higher than that - I just want to 
keep track of the bit depths myself. 


There's a demo attached of what i've been up to on-and-off - I thought 
that if I was going to go the polygon route I might as well do some 
proper collision too and get my head round the maths. Anyone fancy a 
test to make sure you can't break it too easily? (you can't topple off 
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the edge of a block in this version yet, thats on the to do list). If 
you do go inside a block, chances are that you would have been killed 
before that (I can only get it to fail when going at mad speeds). I 
don't know what it'll do when I texture it, but for now it's vastly 
quicker than the old GsSPRITE-based map - which is why I want to keep my 
quad splitting down to a minimum. (P and V are the polygon and vertex 
counts, in case you are wondering). 


Cheers, 


Andy P 


—-MESSAGE FILE 10092 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008820 


——MESSAGE FILE 10093 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008821 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Texturing/bit depth question 

Date: Fri, 28 Nov 2003 23:15:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 105 


Message-ID: <bq8i4rSnvb2@www.netyaroze-europe. com> 

References: <bq4ohnS$mh62@www.netyaroze-europe.com> <bq8518Smh64@www.netyaroze-europe 
.com> <bq85o0uSmh65@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 


X-Accept—-Language: en-us, en 
In-Reply-To: <bq85o0uSmh65@www.netyaroze-europe. com> 


Tnanks Andy, i'll do some experimentation and see what I can do with it. 


ve had to play with GsDRAWENV when I tried out pixel-perfect 


collision many moons ago to render zoomed/rotated sprites into a 
collision buffer, so no worries there. 

Cheers, 

Andy P 


Andrew Murray wrote: 


> I meant to say I got the info from the scee.yaroze.programming.3d_graphics 
> newsgroup, there are a few messages there about texture repeating/wrapping. 
> 

> Hope this helps. 

> Andy M. 

> 

> "Andrew Murray" <a_murray@btopenworld.com> wrote in message 

> news:bq8518Smh64@www.netyaroze-europe.com... 

> 

>>Eureka! the texture window... you have to set the tw member (which is a 


>>RECT) of the GSDRAWENV global structure to the area on VRAM where your 
>>texture is. You will have to set it back again after, so store the current 
>>values of tw in temporary variables, set the texture window, render the 
>>object (I think), then set the texture window back to the temporary 
>>variables. 


>> 
>>I 
> 


think that would work, but I'm not sure if the Yaroze makes notes of 


> where 


> 


>>the texture is for drawing at GPU command entry time or rasterisation 
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> 

> time, 

> 

>>which could effect the textures that appear on textured objects, etc... 
> 

> You 

> 

>>may get the same problem I had where the last texture window set was the 
> 

> one 

> 

>>used to render all objects. 

>> 

>>You can only try, I suppose, Good luck. 

>>Andy M. 

>> 

>>"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
>>news :bq4ohnSmh62@www.netyaroze-europe.com... 

>> 

>>>Hi all, 

>>> 

>>>Does anyone know if it's possible to tile/repeat a texture over a 
>>>quad/triangle, instead of having the texture stretched over it? 

>>> 

>>>Originally I wanted to put aside a 256*256 area of VRAM, and then 
>>>MovelImage() the relevant textures into that area, building up a texture 
>>>strip running horizontally across the area, which would have given me 
>>>all the flexibility I need. 

>>> 
>>>However, that plan seems to have been scuppered because no matter what 
>>>bit depth you specify for your texture, the U and V coordinates seem to 
>>>get in the way. 

>>> 

>>>What I mean is: if I have a texture 8 pixels wide in 8-bit mode, I still 
>>>have to set the texture width to 8. However the texture might only be 4 
>>>pixels wide in the VRAM area because its in 8-bit mode, and 2 pixels 
>>>wide in 4-bit mode - it should only be 8 VRAM pixels wide in 16-bit 
>>>direct mode (I think). Although it was handy to hide that behaviour 
>>>when I was beginning, it's turning into a bit of a limitation now. 

>>> 

>>>The problem here is that I would have to split the polygon at 256 pixel 
>>>intervals (in real terms, every 4 items of map data), and I want to keep 
>>>the poly count as low as possible. Is there any way of overriding that 
>>>behaviour to let me set the "real" texture widths? It'd be nice to be 
>>>able to use a 1024 pixel wide texture (in effect, in 4-bit mode), while 
>>>setting the texture width to 256. 

>>> 

>>>I know that the U and V values are in the range of 0-255, so i'm not 
>>>expecting to be able to set any values higher than that - I just want to 
>>>keep track of the bit depths myself. 

>>> 

>>>There's a demo attached of what i've been up to on-and-off - I thought 
>>>that if I was going to go the polygon route I might as well do some 
>>>proper collision too and get my head round the maths. Anyone fancy a 
>>>test to make sure you can't break it too easily? (you can't topple off 
>>>the edge of a block in this version yet, thats on the to do list). If 
>>>you do go inside a block, chances are that you would have been killed 
>>>before that (I can only get it to fail when going at mad speeds). I 
>>>don't know what it'll do when I texture it, but for now it's vastly 
>>>quicker than the old GsSSPRITE-based map - which is why Լ want to keep my 
>>>quad splitting down to a minimum. (P and V are the polygon and vertex 
>>>counts, in case you are wondering). 

>>> 

>>>Cheers, 

>>> 

>>>Andy P 

>>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 10093 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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008821 


——MESSAGE FILE 10094 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008822 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze on VGA Monitor 

Date: Sat, 29 Nov 2003 13:31:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <bqa7v9Snvb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


This has been annoying me for a while. 


My yaroze is sitting on my desk but I can't use it becuase I have nothing to 
display it on. I have two VGA monotors on my desktop one of which I was 
thinking of using for the yaroze, via a VGA box or something. The trouble is 
that the only VGA boxes I have found on the net have been slated in reviews, 
poor picture quality, wrong colours/too bright etc... 


I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
have achieved it. I have heard that there are monitors with AV component in 
connectors, but buying another monitor really isn't an option I can afford. 
Does anyone have any suggestions as to how I could get my Yaroze running on 
the VGA monitor? 


Thanks, 
Andy M. 


—-MESSAGE FILE 10094 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008822 


—-MESSAGE FILE 10095 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008823 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Sun, 30 Nov 2003 13:25:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <bqco9fSnvb5@www.netyaroze-europe. com> 

References: <bgqa7v9Snvb3@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <bgqa7v9Snvb3@www.netyaroze-europe. com> 


If you don't want to spend too much cash, you could try a PCI video 
capture card. I got one for around the 20 quid mark (ATI TV Wonder VE). 
The software that came with it was pretty crap, but with 3rd party 
apps like DScaler or VirtualDub you can access all the features of the card. 


The quality won't be up to proper TV standards though, but with some 

fiddling around with the settings you can get some pretty good results. 
And if you have 2 graphics cards in your PC (or a dual head card) you 

could have your code on one monitor and the TV output on the other. 


Cheers, 


Andy P 


Net Yaroze newsgroups message dump.txt Page 


Andrew Murray wrote: 


VVVVVVVVVVVV VV VV VV 


This has been annoying me for a while. 


My yaroze is sitting on my desk but I can't use it becuase I have nothing to 
display it on. I have two VGA monotors on my desktop one of which I was 
thinking of using for the yaroze, via a VGA box or something. The trouble is 
that the only VGA boxes I have found on the net have been slated in reviews, 
poor picture quality, wrong colours/too bright etc... 


I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
have achieved it. I have heard that there are monitors with AV component in 
connectors, but buying another monitor really isn't an option I can afford. 
Does anyone have any suggestions as to how I could get my Yaroze running on 
the VGA monitor? 


Thanks, 
Andy M. 


6770 


—-MESSAGE FILE 10095 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008823 


—-MESSAGE FILE 10096 START: net-yaroze-usenet/00000001-SCEI 


00008824 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Sun, 30 Nov 2003 15:53:18 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <bqd4k0Snvb6é@www.netyaroze-europe. com> 


References: 


. com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 


x- 
X- 
x- 
X- 


I 


Priority: 3 

MSMail-Priority: Normal 

Newsreader: Microsoft Outlook Express 6.00.2800.1158 
MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


have a WinTV Primio card which I wanted to use for Yaroze dev but the 


picture was awful, I used an RF cable originally which it didn't even 
display, then I tried a Composive video cable at the expense of no sound 
which was also pretty dismal. It could have been the software that came with 
it, are the applications you mention, DScaler and VirtualDub pretty good? 


I 


had kind of given up on the TV card idea because I didn't want an extra 


(pretty redundant) board in my PC. 


Thanks, 
Andy M. 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bqco9fSnvb5@www.netyaroze-europe.com... 


> 
> 


If you don't want to spend too much cash, you could try a PCI video 
capture card. I got one for around the 20 quid mark (ATI TV Wonder VE). 


> The software that came with it was pretty crap, but with 3rd party 

> apps like DScaler or VirtualDub you can access all the features of the 
card. 

> 


VVVVVVVV VV 


The quality won't be up to proper TV standards though, but with some 

fiddling around with the settings you can get some pretty good results. 
And if you have 2 graphics cards in your PC (or a dual head card) you 

could have your code on one monitor and the TV output on the other. 

Cheers, 

Andy P 


Andrew Murray wrote: 


E/yaroze/freetalk/english/ 


<bgqa7v9Snvb3@www.netyaroze-europe.com> <bqco9fS$nvb5@www.netyaroze-europe 
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> > This has been annoying me for a while. 

>> 

> > My yaroze is sitting on my desk but I can't use it becuase I have 
nothing to 

> > display it on. I have two VGA monotors on my desktop one of which I was 
> > thinking of using for the yaroze, via a VGA box or something. The 
trouble is 

> > that the only VGA boxes I have found on the net have been slated in 
reviews, 

> > poor picture quality, wrong colours/too bright etc... 

>> 

> > I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
> > have achieved it. I have heard that there are monitors with AV component 
in 

> > connectors, but buying another monitor really isn't an option I can 
afford. 

> > Does anyone have any suggestions as to how I could get my Yaroze running 
on 


> > the VGA monitor? 
>> 

> > Thanks, 

> > Andy M. 

>> 

>> 

> 


—-MESSAGE FILE 10096 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008824 


—-MESSAGE FILE 10097 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008825 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Sun, 30 Nov 2003 17:35:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <bqdac8Snvb8@www.netyaroze-europe. com> 

References: <bqa7v9Snvb3@www.netyaroze-europe.com> <bqco9fSnvb5@www.netyaroze-europe 
.com> <bqd4k0Snvb6@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-86-255-154.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 

In-Reply-To: <bqd4k0Snvb6@www.netyaroze-europe. com> 


On the cards I've seen (hauppage, ATI, Nvidia) video-in is pretty dismal 
when you want a nice clear individual pixel display, worse than a video 
to VGA converter box which are still poor. I'd pay a bit more and get a 
second hand or cheapo portable 14" telly with RGB scart input, even an 
crappy Matsui/Alba/Sanyo will look a lot better than trying to use your 
monitor. 


Andrew Murray wrote: 
I have a WinTV Primio card which I wanted to use for Yaroze dev but the 
picture was awful, I used an RF cable originally which it didn't even 
display, then I tried a Composive video cable at the expense of no sound 
which was also pretty dismal. It could have been the software that came with 
it, are the applications you mention, DScaler and VirtualDub pretty good? 


(pretty redundant) board in my PC. 


Thanks, 


> 
> 
> 
> 
> 
> 
> I had kind of given up on the TV card idea because I didn't want an extra 
> 
> 
> 
> Andy M. 

> 

> 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
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> news:bqco9fSnvb5@www.netyaroze-europe.com... 

> 

>>If you don't want to spend too much cash, you could try a PCI video 
>>capture card. I got one for around the 20 quid mark (ATI TV Wonder VE). 
>> The software that came with it was pretty crap, but with 3rd party 
>>apps like DScaler or VirtualDub you can access all the features of the 
> 

> card. 

> 

>>The quality won't be up to proper TV standards though, but with some 
>>fiddling around with the settings you can get some pretty good results. 
>> And if you have 2 graphics cards in your PC (or a dual head card) you 
>>could have your code on one monitor and the TV output on the other. 

>> 

>>Cheers, 

>> 

>>Andy P 

>> 

>>Andrew Murray wrote: 

>> 

>>>This has been annoying me for a while. 

>>> 

>>>My yaroze is sitting on my desk but I can't use it becuase I have 

> 

> nothing to 

> 

>>>display it on. I have two VGA monotors on my desktop one of which I was 
>>>thinking of using for the yaroze, via a VGA box or something. The 

> 
> trouble is 

> 

>>>that the only VGA boxes I have found on the net have been slated in 

> 

> reviews, 

> 

>>>poor picture quality, wrong colours/too bright etc... 

>>> 

>>>I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
>>>have achieved it. I have heard that there are monitors with AV component 
> 

> in 

> 

>>>connectors, but buying another monitor really isn't an option I can 

> 

> afford. 

> 

>>>Does anyone have any suggestions as to how I could get my Yaroze running 
> 

> on 

> 

>>>the VGA monitor? 

>>> 

>>>Thanks, 

>>>Andy M. 

>>> 

>>> 

>> 

> 

> 


—-MESSAGE FILE 10097 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008825 


—-MESSAGE FILE 10098 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008826 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Mon, 1 Dec 2003 16:27:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 104 
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Message-ID: <bqfr17Sp5ul@www.netyaroze-europe. com> 

References: <bqa7v9Snvb3@www.netyaroze-europe.com> <bqco9fSnvb5@www.netyaroze-europe 
.com> <bqd4k0Snvb6@www.netyaroze-europe.com> <bqdac8Snvb8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I stole my 14" portable back off my mum and somehow managed to get the TV it 
replaced to work again... maybe it just needed a little break in the 
cupboard :) 


I never really noticed before but my TV makes a really high-pitched 
frequency noise, it sends my PC monitor (which it is sitting right next to, 
due to the compactness of my desk) haywire. Is there any shielding or 
damping that I can wrap around my TV that would cut the head-ache inducing 
scream? A bit of a high-hope really, I can survive without it but it would 
stop that agonising frequency going through my head :) 


Andy M. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news :bqdac8Snvb8@www.netyaroze-europe.com... 

> On the cards I've seen (hauppage, ATI, Nvidia) video-in is pretty dismal 
when you want a nice clear individual pixel display, worse than a video 
to VGA converter box which are still poor. I'd pay a bit more and get a 
second hand or cheapo portable 14" telly with RGB scart input, even an 
crappy Matsui/Alba/Sanyo will look a lot better than trying to use your 
monitor. 


Andrew Murray wrote: 

> I have a WinTV Primio card which I wanted to use for Yaroze dev but the 
> picture was awful, I used an RF cable originally which it didn't even 

> display, then I tried a Composive video cable at the expense of no sound 
> which was also pretty dismal. It could have been the software that came 


VVVVVVVVV VV 


> > it, are the applications you mention, DScaler and VirtualDub pretty 


> > I had kind of given up on the TV card idea because I didn't want an 
extra 
(pretty redundant) board in my PC. 


v 


> 

> Thanks, 

> Andy M. 

> 

> "Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
> news:bqco9fSnvb5@www.netyaroze-europe.com... 


>>If you don't want to spend too much cash, you could try a PCI video 
>>capture card. I got one for around the 20 quid mark (ATI TV Wonder VE). 
>> The software that came with it was pretty crap, but with 3rd party 
>>apps like DScaler or VirtualDub you can access all the features of the 
> 

> card. 

> 

>>The quality won't be up to proper TV standards though, but with some 
>>fiddling around with the settings you can get some pretty good results. 
>> And if you have 2 graphics cards in your PC (or a dual head card) you 
>>could have your code on one monitor and the TV output on the other. 

>> 

>>Cheers, 

>> 

>>Andy P 

>> 

>>Andrew Murray wrote: 

>> 

>>>This has been annoying me for a while. 

>>> 

>>>My yaroze is sitting on my desk but I can't use it becuase I have 

> 

> nothing to 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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> 

>>>display it on. I have two VGA monotors on my desktop one of which I was 
>>>thinking of using for the yaroze, via a VGA box or something. The 

> 
> trouble is 

> 

>>>that the only VGA boxes I have found on the net have been slated in 
> 

> reviews, 

> 

>>>poor picture quality, wrong colours/too bright etc... 

>>> 

> >>>I was wondering if anyone has a Yaroze > VGA Monitor set up and how 
they 

> >>>have achieved it. I have heard that there are monitors with AV 
component 

>> 

> > in 

>> 

> >>>connectors, but buying another monitor really isn't an option I can 
>> 
> 
> 
> 


VVVVVVVVVV VV 


> afford. 
> 


>>>Does anyone have any suggestions as to how I could get my Yaroze 


K 
C 
5 
5 
H- 
5 

Q 


>>>the VGA monitor? 
>>> 

>>>Thanks, 

>>>Andy M. 

>>> 

>>> 

>> 

> 

> 


VVVVVVVVVV VV V 


—-MESSAGE FILE 10098 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008826 


--MESSAGE FILE 10099 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008827 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Mon, 01 Dec 2003 19:04:59 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <dlinsvsrlmb3hmvi70fe0o0j8kc84tf7kct@4ax. com> 
References: <bgqa7v9Snvb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


Hi Andy, 


I have two vga monitors on my desk and my yaroze hooked up to one of 
them. 


I use an external box that converts TV signals to VGA (often called 
"upscan converters") 


Mine is made by AverMedia. It's many years old already, but you may 
be able to find another similar box. It also has a VGA passthrough, 
so I can either use a remote control button to swap between TV signal 
and VGA input, or, when I power it off it reverts to the VGA signal 


Net Yaroze newsgroups message dump.txt Page 6775 
(it also has a TV tuner and coax connector for a TV antenna). 
Sauce 


On Sat, 29 Nov 2003 13:31:31 -0000, "Andrew Murray" 
<a_murray@btopenworld.com> wrote: 


>This has been annoying me for a while. 

> 

>My yaroze is sitting on my desk but I can't use it becuase I have nothing to 
>display it on. I have two VGA monotors on my desktop one of which I was 
>thinking of using for the yaroze, via a VGA box or something. The trouble is 
>that the only VGA boxes I have found on the net have been slated in reviews, 
>poor picture quality, wrong colours/too bright etc... 

> 

>I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
>have achieved it. I have heard that there are monitors with AV component in 
>connectors, but buying another monitor really isn't an option I can afford. 
>Does anyone have any suggestions as to how I could get my Yaroze running on 
>the VGA monitor? 

> 

>Thanks, 

>Andy M. 

> 


—-MESSAGE FILE 10099 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008827 


——MESSAGE FILE 10100 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008828 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Tue, 2 Dec 2003 11:31:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <bqhu2uSp5u2@www.netyaroze-europe. com> 

References: <bqa7v9Snvb3@www.netyaroze-europe.com> <dllnsvsrilmb3hmvi70fe0oj8kc84tf7k 
ct@4ax.com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


What is the Yaroze picture quality like on that setup? 
Andy M. 


"Steven Osman" <sosman@terratron.com> wrote in message 
news:dllinsvsrlmb3hmvi70fe0oj8kc84tf7kct@4ax.com... 


> Hi Andy, 

> 

> I have two vga monitors on my desk and my yaroze hooked up to one of 
> them. 

> 

> I use an external box that converts TV signals to VGA (often called 
> "upscan converters") 

> 

> Mine is made by AverMedia. It's many years old already, but you may 
> be able to find another similar box. It also has a VGA passthrough, 
> so I can either use a remote control button to swap between TV signal 
> and VGA input, or, when I power it off it reverts to the VGA signal 
> (it also has a TV tuner and coax connector for a TV antenna). 

> 

> Sauce 

> 

> On Sat, 29 Nov 2003 13:31:31 -0000, "Andrew Murray" 

> <a_murray@btopenworld.com> wrote: 

> 

> >This has been annoying me for a while. 
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>> 

> >My yaroze is sitting on my desk but I can't use it becuase I have nothing 
to 

> >display it on. I have two VGA monotors on my desktop one of which I was 
> >thinking of using for the yaroze, via a VGA box or something. The trouble 
is 

> >that the only VGA boxes I have found on the net have been slated in 
reviews, 

> >poor picture quality, wrong colours/too bright etc... 

>> 

> >I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
> >have achieved it. I have heard that there are monitors with AV component 
in 

> >connectors, but buying another monitor really isn't an option I can 
afford. 

> >Does anyone have any suggestions as to how I could get my Yaroze running 
on 

> >the VGA monitor? 

> 

>Thanks, 

>Andy M. 

> 


VVVVYV 


—-MESSAGE FILE 10100 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008828 


——MESSAGE FILE 10101 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008829 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Thu, 04 Dec 2003 16:09:40 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <bqmrhoS$lvcl@www.netyaroze-europe. com> 

References: <bgqa7v9Snvb3@www.netyaroze-europe. com> 

NNTP-Posting-Host: c210-49-145-192.kelvn1l.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.4.1) Gecko/20031008 
X-Accept—-Language: en-us, en 

In-Reply-To: <bgqa7v9Snvb3@www.netyaroze-europe. com> 


hi there. 

u should really be using ur RCA leads into the card for better picture. 
later 

mike 


Andrew Murray wrote: 
This has been annoying me for a while. 


My yaroze is sitting on my desk but I can't use it becuase I have nothing to 
display it on. I have two VGA monotors on my desktop one of which I was 
thinking of using for the yaroze, via a VGA box or something. The trouble is 
that the only VGA boxes I have found on the net have been slated in reviews, 
poor picture quality, wrong colours/too bright etc... 


I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
have achieved it. I have heard that there are monitors with AV component in 
connectors, but buying another monitor really isn't an option I can afford. 
Does anyone have any suggestions as to how I could get my Yaroze running on 
the VGA monitor? 


Thanks, 
Andy M. 


VVVVVVVVVVVVV VV VV 
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> 


—-MESSAGE FILE 10101 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008829 


—--MESSAGE FILE 10102 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008830 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Fri, 05 Dec 2003 00:04:16 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <jb40tv0k2s6ad3iogvvgi7 86qimlsbu4c8@4ax. com> 

References: <bqa7v9Snvb3@www.netyaroze-europe.com> <dllnsvsrimb3hmvi70fe0o0j8kc84tf7k 
ct@4ax.com> <bqhu2uSp5u2@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


Well, I think it's as good as it'd get On a TV. 


I don't expect "upscanning" to VGA to get me a much better picture 
since the yaroze is only driving a TV signal after all! 


Beware that it's probably not the cheapest approach. I bought this 
particular box when my living conditions necessitated sharing the same 
real-estate for my TV viewing as well as my computer use. 


On Tue, 2 Dec 2003 11:31:48 -0000, "Andrew Murray" 
<a_murray@btopenworld.com> wrote: 


>What is the Yaroze picture quality like on that setup? 

> 

>Andy M. 

> 

>"Steven Osman" <sosman@terratron.com> wrote in message 
>news:dllnsvsrimb3hmvi70fe0oj8kc84tf7kct@4ax.com... 

>> Hi Andy, 

>> 

>> I have two vga monitors on my desk and my yaroze hooked up to one of 
>> them. 

>> 

>> I use an external box that converts TV signals to VGA (often called 
>> "upscan converters") 


>> 
>> Mine is made by AverMedia. It's many years old already, but you may 
>> be able to find another similar box. It also has a VGA passthrough, 


>> so I can either use a remote control button to swap between TV signal 

>> and VGA input, or, when I power it off it reverts to the VGA signal 

>> (it also has a TV tuner and coax connector for a TV antenna). 

>> 

>> Sauce 

>> 

>> On Sat, 29 Nov 2003 13:31:31 -0000, "Andrew Murray" 

>> <a_murray@btopenworld.com> wrote: 

>> 

>> >This has been annoying me for a while. 

>> > 

>> >My yaroze is sitting on my desk but I can't use it becuase I have nothing 
>to 

>> >display it on. I have two VGA monotors on my desktop one of which I was 
>> >thinking of using for the yaroze, via a VGA box or something. The trouble 
>is 

>> >that the only VGA boxes I have found on the net have been slated in 
>reviews, 

>> >poor picture quality, wrong colours/too bright etc... 
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>> > 

>> >I was wondering if anyone has a Yaroze > VGA Monitor set up and how they 
>> >have achieved it. I have heard that there are monitors with AV component 
>in 

>> >connectors, but buying another monitor really isn't an option I can 
>afford. 

>> >Does anyone have any suggestions as to how I could get my Yaroze running 
>on 

>> >the VGA monitor? 

>> > 

>> >Thanks, 

>> >Andy M. 

>> > 


—-MESSAGE FILE 10102 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008830 


——MESSAGE FILE 10103 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008831 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM update 

Date: Mon, 8 Dec 2003 10:36:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <br1l3aS$3bm1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


OPM issue #106 should be in the shops sometime later this month with 
Timeslip and Squeak on the cover. 


Ben James does it again on issue #107 with Katapila. There is some game 
called PingPing on the disk too, by someone absolutely not abusing his 
position :) 


Issue #108 will be the last ever OPM disk (and mag) so the plan is to have a 
big old Yaroze special. So if you have any suggestions as to which games 
you'd like to see on the disk this is your last chance... 


cheers 
Matt 


-—-MESSAGE FILE 10103 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008831 


——MESSAGE FILE 10104 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008832 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: OPSM update 

Date: 8 Dec 2003 12:54:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 
Message-ID: <01c3bd88528bd4380S$8500a8c0@portable-pal> 
References: <br1l13a$3bml1@www.netyaroze-europe. com> 
NNTP-Posting-Host: AMontsouris-—108-1-4-60.w193-252.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


> Issue #108 will be the last ever OPM disk (and mag) so the plan is to 
have a 

> big old Yaroze special. So if you have any suggestions as to which games 
> you'd like to see on the disk this is your last chance... 


Net Yaroze newsgroups message dump.txt Page 6779 


Good to see the Yaroze invited to this closing party :) 
Would they consider including new games, and if so, how much time do we 
have before submitting them? 


—-MESSAGE FILE 10104 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008832 


--MESSAGE FILE 10105 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008833 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Mon, 8 Dec 2003 12:47:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <brisp9S3bm2@www.netyaroze-europe. com> 

References: <brll3aS3bml@www.netyaroze-europe.com> <01c3bd88$28bd4380S8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4927.1200 


> Would they consider including new games, and if so, how much time do we 
> have before submitting them? 


You'd have to be pretty quick, early next next week at the latest 
preferably. Email: ps_yaroze@scee.net if you are planning to submit 
something and i'll see what I can do. 


—-MESSAGE FILE 10105 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008833 


——MESSAGE FILE 10106 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008834 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Mon, 8 Dec 2003 17:41:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <br2e01S3bm3@www.netyaroze-europe. com> 

References: <br1l13a$3bml1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Decaying Orbit gets my vote. Hope to see Roller on there too! 
Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:br113a$3bm1l@www.netyaroze-europe.com... 

> OPM issue #106 should be in the shops sometime later this month with 
Timeslip and Squeak on the cover. 


Ben James does it again on issue #107 with Katapila. There is some game 
called PingPing on the disk too, by someone absolutely not abusing his 
position :) 


Issue #108 will be the last ever OPM disk (and mag) so the plan is to have 


big old Yaroze special. So if you have any suggestions as to which games 
you'd like to see on the disk this is your last chance... 


VVMVVVVV VV 
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> 

> cheers 
> Matt 

> 

> 


—-MESSAGE FILE 10106 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008834 


——MESSAGE FILE 10107 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008835 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: active 

Date: Mon, 08 Dec 2003 20:33:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <br2023S3bm5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3164.cheetah.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.5) Gecko/20031007 
X-Accept—-Language: en 


Its good to see this newsgroup so active again. 


Its just a shame that I never got a game onto the cover of OPM, I can 
safely say I won't have anything ready with #108 : ( 


I hope that isn't a sign that the newsgroup is closing, I still feel the 
Yaroze is better than the PS2 Linux, the users are certainly more 
helpful, lets hope the Yaroze has many years left in it, I want to get 
at least one full game done for it before we all leave :) 


Cheers 
Nigel 


-—-MESSAGE FILE 10107 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008835 


—--MESSAGE FILE 10108 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008836 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Mon, 8 Dec 2003 21:18:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <br2qmdS3bm6@www.netyaroze-europe. com> 
References: <br1l13a$3bm1@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0688.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Thanks Matt :) I was really hoping those two would make it onto the disc. 
I've got one more on the way, though it's going to be a crying shame to see 
the end of the OPSM CD : ( 


-Ben 
"Matt Verran" <matt@hermitgames.com> wrote in message 


news:br113a$3bm1@www.netyaroze-europe.com... 
> OPM issue #106 should be in the shops sometime later this month with 
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> Timeslip and Squeak on the cover. 

> 

> Ben James does it again on issue #107 with Katapila. There is some game 
> called PingPing on the disk too, by someone absolutely not abusing his 

> position :) 

> 

> Issue #108 will be the last ever OPM disk (and mag) so the plan is to have 
a 

> big old Yaroze special. So if you have any suggestions as to which games 
> you'd like to see on the disk this is your last chance... 

> 

> cheers 

> Matt 

> 

> 


—-MESSAGE FILE 10108 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008836 


——MESSAGE FILE 10109 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008837 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: active 

Date: Mon, 8 Dec 2003 21:28:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <br2r9cS$3bm7@www.netyaroze-europe. com> 
References: <br2023S3bm5@www.netyaroze-europe. com> 
NNTP-Posting-—Host: du-069-0688.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


I couldn't agree more mate! The Yaroze community has always been great in my 
experience - for the past 5-6 years. I shant name names because there's so 
many. Long may it continue. 


My thanks to you all :) 


-Ben 


"Nigel Critten" <Nigel@1l00tinsoldiers.com> wrote in message 
news :br2023S$3bm5@www.netyaroze-europe.com... 
Its good to see this newsgroup so active again. 


Its just a shame that I never got a game onto the cover of OPM, I can 
safely say I won't have anything ready with #108 : ( 


I hope that isn't a sign that the newsgroup is closing, I still feel the 
Yaroze is better than the PS2 Linux, the users are certainly more 
helpful, lets hope the Yaroze has many years left in it, I want to get 
at least one full game done for it before we all leave :) 


Cheers 
Nigel 


—-MESSAGE FILE 10109 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008837 


--MESSAGE FILE 10110 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008838 
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Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Tue, 09 Dec 2003 09:28:28 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <br31lkoS3bm9@www.netyaroze-europe. com> 
References: <br1ll3a$3bml@www.netyaroze-europe. com> 
NNTP-Posting-Host: c210-49-145-192.kelvn1l.qld.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.4.1) Gecko/20031008 
X-Accept—-Language: en-us, en 

In-Reply-To: <br1l3a$3bm1l@www.netyaroze-europe. com> 


Hi, 

this sounds a little stupid but, i remember seeing a Net Yaroze intro 
video on with a demo disco (Aust. OPSM). After watching that, i applied 
for my Net Yaroze (ha ha two long ago). 


Anyway if you guyz have room (Probably not) it be worth considering.... 
visually educate the readers as to what was and still is Net Yaroze! ha 
ha cool 
later guyz. 
Mike 


Matt Verran wrote: 


> OPM issue #106 should be in the shops sometime later this month with 

> Timeslip and Squeak on the cover. 

> 

> Ben James does it again on issue #107 with Katapila. There is some game 
> called PingPing on the disk too, by someone absolutely not abusing his 

> position :) 

> 

> Issue #108 will be the last ever OPM disk (and mag) so the plan is to have a 
> big old Yaroze special. So if you have any suggestions as to which games 
> you'd like to see on the disk this is your last chance... 

> 

> cheers 

> Matt 

> 

> 


—-MESSAGE FILE 10110 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008838 


——MESSAGE FILE 10111 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008839 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: preliminary #108 yaroze list 

Date: Tue, 9 Dec 2003 11:58:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <br4e7rS3bm10@www.netyaroze-europe. com> 
References: <br1l13a$3bm1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


Here is the preliminary list based on what I have enjoyed over the yaroze 
lifetime, any more suggestions/requests/changes? 


————new: 
roller 
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samsaric asymtotes 


—---classic: 
Decaying Orbit 
invs 

Super Bub Contest 
Yaroze Total Soccer 
Blitter Boy 
Snowball Fight 
Adventure Game 
Pushy 2b 
Gravitation 

Down 

timeslip 

robot ron opm 
shroud 

yarozians 


—Matt 
"Matt Verran" <matt@hermitgames.com> wrote in message 


news:br113a$3bm1l@www.netyaroze-europe.com... 
> OPM issue #106 should be in the shops sometime later this month with 


> Timeslip and Squeak on the cover. 

> 

> Ben James does it again on issue #107 with Katapila. There is some game 
> called PingPing on the disk too, by someone absolutely not abusing his 

> position :) 

> 

> Issue #108 will be the last ever OPM disk (and mag) so the plan is to have 
a 

> big old Yaroze special. So if you have any suggestions as to which games 
> you'd like to see on the disk this is your last chance... 

> 

> cheers 

> Matt 

> 

> 


—-MESSAGE FILE 10111 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008839 


——MESSAGE FILE 10112 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008840 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: preliminary #108 yaroze list 

Date: Tue, 9 Dec 2003 13:29:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <br4jk2S3bm11@www.netyaroze-europe. com> 

References: <br1l3aS3bml@www.netyaroze-europe.com> <br4e7rS3bm10@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Hi Matt 

I think that's more or less the ultimate Yaroze compilation. ; ) 
Suggestions? Stuart Macdonald's Tanx? 

It would have been nice to see Tom Madam's Arena 2, Gerhard Rittenhofer's 
F-Racer, and perhaps one or two other "forgotten classics" (I wish I could 


remember what they were . . . Git? 
http://www.netyaroze-europe.com/~edwardc/ftp/git.zip). But the authors are 
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no longer around, and I guess it's too late to do the QA. Perhaps also 
Aaron Gandaa's (http://www.blaisetech.xs3.com/) IONstorm 
(http://www.netyaroze-europe.com/~praxisl/ftp/IONBeta093.zip). An earlier 
version of the game appeared on OPSM #77 under the title "Technical Demo" 
(see http://www.netyaroze-europe.com/~mrfrosty/html/hosting/blaise.html), 
but the version linked to above is quite a bit nicer. 


Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: br4e7r$3bm10@www.netyaroze-europe.com... 

Here is the preliminary list based on what I have enjoyed over the yaroze 
lifetime, any more suggestions/requests/changes? 


=-=—new: 
roller 
samsaric asymtotes 


—---classic: 
Decaying Orbit 
invs 

Super Bub Contest 
Yaroze Total Soccer 
Blitter Boy 
Snowball Fight 
Adventure Game 
Pushy 2b 
Gravitation 

Down 

timeslip 

robot ron opm 
shroud 

yarozians 


-Matt 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:br113a$3bm1@www.netyaroze-europe.com... 
> OPM issue #106 should be in the shops sometime later this month with 


> Timeslip and Squeak on the cover. 

> 

> Ben James does it again on issue #107 with Katapila. There is some game 

> called PingPing on the disk too, by someone absolutely not abusing his 

> position :) 

> 

> Issue #108 will be the last ever OPM disk (and mag) so the plan is to 
ave 

a 

> big old Yaroze special. So if you have any suggestions as to which games 

> you'd like to see on the disk this is your last chance... 

> 

> cheers 

> Matt 

> 

> 


VVVVVVVVVV OV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 
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—-MESSAGE FILE 10112 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008840 


—--MESSAGE FILE 10113 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008841 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: preliminary #108 yaroze list 
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Date: Tue, 9 Dec 2003 14:57:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <br4on5$3bm12@www.netyaroze-europe.com> 
References: <br1l13a$3bml@www.netyaroze-europe.com> <br4e7r$3bm10@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: du-069-0380.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Hiya Matt, 

"Bouncer 2" by Scott Evans is really good fun 
http://www.netyaroze-europe.com/~sevans/ftp/demos/yaroze/newb2.zip 
-Ben 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:br4e7r$3bm10@www.netyaroze-europe.com... 

> Here is the preliminary list based on what I have enjoyed over the yaroze 
lifetime, any more suggestions/requests/changes? 


————new: 
roller 
samsaric asymtotes 


————classic: 
Decaying Orbit 
invs 

Super Bub Contest 
Yaroze Total Soccer 
Blitter Boy 
Snowball Fight 
Adventure Game 
Pushy 2b 
Gravitation 

Down 

timeslip 

robot ron opm 
shroud 

yarozians 


—Matt 
"Matt Verran" <matt@hermitgames.com> wrote in message 


news:br113a$3bm1@www.netyaroze-europe.com... 
> OPM issue #106 should be in the shops sometime later this month with 


> Timeslip and Squeak on the cover. 

> 

> Ben James does it again on issue #107 with Katapila. There is some game 
> called PingPing on the disk too, by someone absolutely not abusing his 
> position :) 

> 

> Issue #108 will be the last ever OPM disk (and mag) so the plan is to 
ave 

a 

> big old Yaroze special. So if you have any suggestions as to which games 
> you'd like to see on the disk this is your last chance... 

> 

> cheers 

> Matt 

> 

> 


VVVVVVVVVV EVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 10113 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008841 
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——MESSAGE FILE 10114 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008842 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: active 

Date: Tue, 9 Dec 2003 15:04:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <br4p4s$3bm13@www.netyaroze-europe. com> 
References: <br2023S$3bm5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-36-36.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I have no intention to give up on the Yaroze in the forseeable future. Even 
when I (hopefully) get a job I will be plodding along purely for the joy of 
it. The Yaroze has been my first experience with programming a console (or 

computer of any sort), others had the Spectrum and the Commadore, etc, but I 


recon the Yaroze is great and although I haven't released any games for it 
(a few false starts :)) I do plan to realease one soon-ish (in some sort of 
state). Its a shame, because had I known about the last issue of OPSM I 
probably would have worked my ass off to get something submitted :) I'm 


working on a PC game as well, a clone of Tetris, purely to get something 
finished, SDL and OpenGL rock btw! 


These newsgroups are great too, the best community on the net in my opinion, 
freindly people, who help whenever they can, even if totally unrelated to 
the Yaroze. 


Andy M. 
"Nigel Critten" <Nigel@1l00tinsoldiers.com> wrote in message 


news :br2023$3bm5@www.netyaroze-europe.com... 
> Its good to see this newsgroup so active again. 


> 

> Its just a shame that I never got a game onto the cover of OPM, I can 
> safely say I won't have anything ready with #108 : ( 

> 

> I hope that isn't a sign that the newsgroup is closing, I still feel the 
> Yaroze is better than the PS2 Linux, the users are certainly more 

> helpful, lets hope the Yaroze has many years left in it, I want to get 
> at least one full game done for it before we all leave :) 

> 

> Cheers 

> Nigel 

> 


—-MESSAGE FILE 10114 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008842 


——MESSAGE FILE 10115 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008843 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: active 

Date: Tue, 09 Dec 2003 17:20:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <br514jS5p11@www.netyaroze-europe. com> 

References: <br2023S3bm5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3111.cougar.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.5) Gecko/20031007 
X-Accept—-Language: en 
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In-Reply-To: <br2023$3bm5@www.netyaroze-europe. com> 


Well I've still got my 8 week project to do yet, plus lots of other 
stuff on the Yaroze, so I hope to be more active than ever. 


Nigel 


—-MESSAGE FILE 10115 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008843 


——MESSAGE FILE 10116 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008844 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: preliminary #108 yaroze list 

Date: Tue, 9 Dec 2003 19:02:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <br571uS5p12@www.netyaroze-europe. com> 

References: <br113a$3bml@www.netyaroze-europe.com> <br4e7r$3bm10@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-149-172.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Yeah, it's about time StarsWars got on there! That's if it passes the 
lawsuit test though ;-) 


Marc. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: br4e7r$3bm10@www.netyaroze-europe.com... 

> Here is the preliminary list based on what I have enjoyed over the yaroze 
lifetime, any more suggestions/requests/changes? 


————new: 
roller 
samsaric asymtotes 


—---classic: 
Decaying Orbit 
invs 

Super Bub Contest 
Yaroze Total Soccer 
Blitter Boy 
Snowball Fight 
Adventure Game 
Pushy 2b 
Gravitation 

Down 

timeslip 

robot ron opm 
shroud 

yarozians 


-Matt 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:br113a$3bm1@www.netyaroze-europe.com... 

> OPM issue #106 should be in the shops sometime later this month with 
Timeslip and Squeak on the cover. 


Ben James does it again on issue #107 with Katapila. There is some game 
called PingPing on the disk too, by someone absolutely not abusing his 
position :) 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


V V V V V 
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>> 
> > Issue #108 will be the last ever OPM disk (and mag) so the plan is to 
have 


>a 

> > big old Yaroze special. So if you have any suggestions as to which games 
> > you'd like to see on the disk this is your last chance... 

>> 

> > cheers 

> > Matt 

>> 

>> 

> 

> 


—-MESSAGE FILE 10116 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008844 


--MESSAGE FILE 10117 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008845 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: preliminary #108 yaroze list 

Date: Wed, 10 Dec 2003 10:05:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <brérvsS5p13@www.netyaroze-europe. com> 

References: <br1l13a$3bml@www.netyaroze-europe.com> <br4e7r$3bm10@www.netyaroze-europ 
e.com> <br571luS5pl12@www.netyaroze-europe.com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


Unfortunately Stars Wars (along with Kamix+) has been rejected by the legal 
dept here, sorry Marc. If you could change the graphics/parody-theme by 
friday there might be a chance? 


F-Racer can't be featured because it accesses the memory card. 
—Matt 


"Marc Lambert" <marc@darkhex.com> wrote in message 
news:br57luS$S5pl2@www.netyaroze-europe.com... 

> Yeah, it's about time StarsWars got on there! That's if it passes the 
> lawsuit test though ;-) 

> 

> Marc. 


—-MESSAGE FILE 10117 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008845 


——MESSAGE FILE 10118 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008846 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: I think the phrase rhymes with "clucking bell"... (HELP!) 

Date: Sat, 13 Dec 2003 05:26:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <brdcjmSb052@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 
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my Yaroze just stopped booting - just what I don't bloody well need 
at this point (i'm trying to get something in before OPSM closes its doors). 


Since a: it's going to take me ages to send the Yaroze back for repair 
and b: i'm skint, would it be a wise manoevure to get down Game and get 
a 2nd hand old-style PlayStation to nick the laser unit out of? I don't 
suppose those PSOne models are compatible... 


Andy P 


—-MESSAGE FILE 10118 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008846 


—--MESSAGE FILE 10119 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008847 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I think the phrase rhymes with "clucking bell"... (HELP!) 
Date: Fri, 12 Dec 2003 22:13:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <brdfeeSb053@www.netyaroze-europe. com> 

References: <brdcjm$b052@www.netyaroze-europe. com> 

NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Hi Andy 


Ugh, that's not good. But it still powers up alright? Replacing the laser 
unit isn't difficult and as far as I know any PS drive should fit. Some 
time ago I took my laser assembly to bits (don't ask) but I've never swapped 
a drive from one PS to another. I've taken a look inside a PSone and the 
drive looks identical to those found in older models. 


I have an old tho' still working SCPH-1002 sitting in a drawer. If you 
like, seeing as it's an emergancy n'all, I could pop the drive out and post 
it to you. Let me know. 


The only thing to watch out for when removing the old drive is that the 
ribbon connecting it to the mainboard is secured with a plastic clip. It 
can be released by inserting something thin (like a pin) into the slits on 
the left and right. 


Derek 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: brdcjm$b052@www.netyaroze-europe.com... 

> ... my Yaroze just stopped booting - just what I don't bloody well need 
> at this point (i'm trying to get something in before OPSM closes its 
doors). 


> 

> Since a: it's going to take me ages to send the Yaroze back for repair 
> and b: i'm skint, would it be a wise manoevure to get down Game and get 
> a 2nd hand old-style PlayStation to nick the laser unit out of? I don't 
> suppose those PSOne models are compatible... 

> 

> 

> ՇՕԷԷԷ.-.... 

> 

> Andy P 

> 


—-MESSAGE FILE 10119 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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008847 
——MESSAGE FILE 10120 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008848 
Path: chuka.playstation.co.uk!news 


From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: I think the phrase rhymes with "clucking bell"... (HELP!) 


Date: 13 Dec 2003 09:16:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <01c3c157S$8206b8e0S$8500a8c0@portable-pal> 

References: <brdcjm$b052@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris-—108-1-9-241.w217-128.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm going to be obvious here, but did you check both the cd and the cd lens 
are clean? Does the machine refuse to boot with any cd? Also, when you say 
it doesn't boot, does it stop while trying to access the cd, or before, 
during the boot sequence with the Sony logos? 


If the CD drive's the problem, have you tried the old trick of putting your 
machine upside-down or standing up or whatever wicked position you can 
think of? 

I can think of two suggestions that may help: 


- if finding an AR-Comms card thing is easy where you live you could try 
that, I think you don't need the CD drive to use that 


- if your computer agrees, try working with an emulator, I believe some 
people have done that before (I can't tell myself because my PC's crap) 


then when you have your code ok and you want to try it on the real thing 


just post it here --I'll be checking often until the deadline, so I (or any 
nice other soul of course) '11 try it on my machine (provided it doesn't 
die too :( ) 


I fell very bad for you, actually I've often been thinking about that 
possible event when powering on my machine, and it eventually happened once 
—— but that was just the lens that needed cleaning. If your code is almost 
finished and you just need to fix one or two nasty bugs I can run it for 
you and tell you the result (or even try looking for the bugs), but that 
would not be a smooth process (esp. considering I'm using the machine too 
right now). 


-—-MESSAGE FILE 10120 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008848 


——MESSAGE FILE 10121 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008849 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I think the phrase rhymes with "clucking bell"... (HELP!) 
Date: Sat, 13 Dec 2003 19:24:05 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <bretmkSb055@www.netyaroze-europe. com> 

References: <brdcjm$b052@www.netyaroze-europe. com> 

NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <brdcjm$b052@www.netyaroze-europe. com> 


Cheers for the suggestions everyone. Though luckily about 20 mins after 
I posted the message I managed to coax it into booting - good thing it 
only needs to boot once, then you don't need the CD after that point. 


Net Yaroze newsgroups message dump.txt 


Maybe it was getting too hot or something? I definitely think its on 
the way out though. 


Derek: Thanks a lot for the offer of the laser unit. The deadline is 
on Monday though and I reckon the christmas post will slow things down, 
so i'll keep going as far as I can with this dodgy drive for now. 


Pal: Yeah, I tried all the old tricks of putting it upside down and 
checking if the lens was clean etc. When it failed, there was a 
clicking sound coming from the drive, this has since disappeared though 
(for now at least). When it didn't boot, it was just going straight 
into the screen you see if you don't have a CD in the drive. I read the 
problems you and Chris were having and it seemed like a similar thing. 
When the CD did load it was taking ages about doing it. 


So anyway, i'm probably back in the race (though hanging on by my 
fingernails at this point!!!) 


Thanks all 


Andy 


Andrew Partington wrote: 


> my Yaroze just stopped booting - just what I don't bloody well need 

> at this point (i'm trying to get something in before OPSM closes its 

> doors). 

> 

> Since a: it's going to take me ages to send the Yaroze back for repair 

> and b: i'm skint, would it be a wise manoevure to get down Game and get 
> a 2nd hand old-style PlayStation to nick the laser unit out of? I don't 
> suppose those PSOne models are compatible... 

> 

> 

> Grrr..... 

> 

> Andy P 

> 


—-MESSAGE FILE 10121 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
008849 


—-MESSAGE FILE 10122 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
00008850 
Path: chuka.playstation.co.uk!news 


From: "pal" <palpalpalpal@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: I think the phrase rhymes with "clucking bell"... (HELP!) 


Date: 13 Dec 2003 17:04:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c3c198Sd8b2eba0$8500a8c0@portable-pal> 

References: <brdcjm$b052@www.netyaroze-europe.com> <bretmkS$b055@www.netyaro 
. com> 

NNTP-Posting-Host: AMontsouris-108-1-18-215.w80-15.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Good to see you back on track. About that clicking sound, on my machine, 
the center of the drive (the thing that goes through the center of the 
discs) proved fragile and 'spawned' a very small plastic piece twice. The 
lens, and after that the hole next to it, would be an appropriate place for 
these to hide and wreak havoc. Maybe the same thing happened to you. In 
case you want to check, at the place where those pieces are missing I can 
see some red stuff which you normally don't see. 


--MESSAGE FILE 10122 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
008850 


--MESSAGE FILE 10123 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
00008851 


Page 6791 


nglish/00 


/english/ 


ze-europe 


nglish/00 


/english/ 
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Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I think the phrase rhymes with "clucking bell"... (HELP!) 
Date: Sun, 14 Dec 2003 20:06:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <brignsSb056@www.netyaroze-europe. com> 
References: <brdcjm$b052@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0037.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


On a seperate note, I had something similar happen a little while ago. My 
Yaroze booted fine but the 'brick' screen just crapped out on me. Several 
pairs of soiled underpants later, a simple re-inserting of the access card 
sorted the problem. 


Just FYI 


Glad you got it sorted Andy, I hope you get to release your game anyway :) 


-ՔԲո 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: brdcjm$b052@www.netyaroze-europe.com... 

> ... my Yaroze just stopped booting - just what I don't bloody well need 
> at this point (i'm trying to get something in before OPSM closes its 
doors). 


> 

> Since a: it's going to take me ages to send the Yaroze back for repair 
> and b: i'm skint, would it be a wise manoevure to get down Game and get 
> a 2nd hand old-style PlayStation to nick the laser unit out of? I don't 
> suppose those PSOne models are compatible... 

> 

> 

> GLEE sc. ss 

> 

> Andy P 

> 


--MESSAGE FILE 10123 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008851 


——MESSAGE FILE 10124 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008852 

Path: chuka.playstation.co.uk!news 

From: "Greg Cook" <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: I think the phrase rhymes with "clucking bell"... (HELP!) 

Date: Mon, 15 Dec 2003 09:53:20 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <briit3$Sb057@www.netyaroze-europe. com> 

References: <brdcjm$b052@www.netyaroze-europe.com> <bretmkS$b055@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 202.37.124.253 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


I'd say now is most likley the time that anyone still using a yaroze should 
try and find new Lasers.. i think from memory the 1002 and 5502 series 
lasers will work, the models after that have the lasers rotated slightly so 
the ribbon cable is the wrong length. And yes like derek said be careful of 
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the clip, you have to pull the clip up first before trying to take out the 
ribbon cable... 


The other thing you can do is turn your machine upside down or on its side, 
that will get it booting better again.. but that too is only a temporary 
solution, ( the plastic track that the lasr runs up and down on gets warn 
out, and so the laser starts to sit lower and lower making it hard to read 
the disc.. 


I think www.play-asia.com or lik-sang.com send new lasers as replacement 
parts. Though i wonder if sony could help us out directly? 


Greg 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: bretmkS$b055@www.netyaroze-europe.com... 
> Cheers for the suggestions everyone. Though luckily about 20 mins after 
I posted the message I managed to coax it into booting - good thing it 
only needs to boot once, then you don't need the CD after that point. 
Maybe it was getting too hot or something? I definitely think its on 
the way out though. 


Derek: Thanks a lot for the offer of the laser unit. The deadline is 
on Monday though and I reckon the christmas post will slow things down, 
so itll keep going as far as I can with this dodgy drive for now. 


Pal: Yeah, I tried all the old tricks of putting it upside down and 
checking if the lens was clean etc. When it failed, there was a 
clicking sound coming from the drive, this has since disappeared though 
(for now at least). When it didn't boot, it was just going straight 
into the screen you see if you don't have a CD in the drive. I read the 
problems you and Chris were having and it seemed like a similar thing. 
When the CD did load it was taking ages about doing it. 


So anyway, i'm probably back in the race (though hanging on by my 
fingernails at this point!!!) 


Thanks all 


Andy 


Andrew Partington wrote: 


> my Yaroze just stopped booting - just what I don't bloody well need 

> at this point (i'm trying to get something in before OPSM closes its 

> doors). 

> 

> Since a: it's going to take me ages to send the Yaroze back for repair 

> and b: i'm skint, would it be a wise manoevure to get down Game and get 
> a 2nd hand old-style PlayStation to nick the laser unit out of? I don't 
> suppose those PSOne models are compatible... 

> 

> 

> IGET v S ss 

> 

> Andy P 

> 
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6793 


—-MESSAGE FILE 10124 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008852 


——MESSAGE FILE 10125 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008853 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: OPSM #108 final yaroze special 

Date: Thu, 18 Dec 2003 12:35:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <brs7qh$f161l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4927.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4927.1200 


The last OPSM disk #108 will feature a NY special containing the following 
games: 


Adventure Game 

Arena 2 

GIT (game invloving triangles) 
Decaying Orbit 

Bouncer 2 

Blitter Boy 

Down 

Gravitation 

invs 

Pushy 2b 

Robot Ron OPM 

Roller 

Samsaric Asymtotes 

Shroud 

Snowball Fight (edge version) 
Super Bub Contest 

Tanx 

Timeslip 

Yaroze Total Soccer 
Yarozians 


Should be in the shops at the end of Feb. 


—-MESSAGE FILE 10125 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008853 


—-MESSAGE FILE 10126 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008854 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hi Score Code System 

Date: Tue, 23 Dec 2003 12:17:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <bs9ckf$io21@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-204-151.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I have recently finished a clone of tetris for the PC, I have a hi score 
system in place but I want to add hiscore codes that are encoded by the game 
sent to me, decoded by a proprietry app and entered on a web site (for 
example). 


I have seen this done by several games in the Yaroze community (most notably 
by Matt). I was thinking of having a code that contained the score and the 
name of the person who achieved it (entered when a high score is achieved). 
Can anyone shed some light and share their secrets? 


I remember seeing something about this not too long ago but I can't remember 
where I saw it. 


Thanks, 
Andy M. 
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—-MESSAGE FILE 10126 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008854 


——MESSAGE FILE 10127 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008855 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: XGameStation 

Date: Fri, 26 Dec 2003 23:25:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <bsigr8$k5d2@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1961.gorilla.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 


Hi All, 


Hope you all had a good Christmas? 


Has anyone seen or been following the XGameStation 
http://www.xgamestation.com/ 
I've only just had a look on the site and it looks quite interesting 


Nigel 
—-MESSAGE FILE 10127 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008855 


--MESSAGE FILE 10128 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008856 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGameStation 

Date: Sat, 27 Dec 2003 06:56:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <bsjbb7Sk5d4@www.netyaroze-europe. com> 

References: <bsigr8$k5d2@www.netyaroze-europe. com> 

NNTP-Posting-Host: m22-mpl.cvx3-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031203 
X-Accept—-Language: en, en-us 

In-Reply-To: <bsigr8$k5d2@www.netyaroze-europe. com> 


It looks very interesting indeed! 


Nigel Critten wrote: 
Hi All, 


Hope you all had a good Christmas? 
Has anyone seen or been following the XGameStation 
http://www.xgamestation.com/ 


I've only just had a look on the site and it looks quite interesting 


VVVVVVVVV VV 


Nigel 
—-MESSAGE FILE 10128 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008856 
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--MESSAGE FILE 10129 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008857 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGameStation 

Date: Sat, 27 Dec 2003 17:36:24 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <bsjctp$k5d5@www.netyaroze-europe. com> 

References: <bsigr8$k5d2@www.netyaroze-europe. com> 

NNTP-Posting-Host: c210-49-145-192.kelvn1l.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.4.1) Gecko/20031008 
X-Accept—-Language: en-us, en 

In-Reply-To: <bsigr8$k5d2@www.netyaroze-europe.com> 


yer looks cool, My first 3d book was by Andre' LaMothe, great read too. 
thanks for that 


cheers 
Mike 


Nigel Critten wrote: 
Hi All, 


Hope you all had a good Christmas? 
Has anyone seen or been following the XGameStation 
http://www.xgamestation.com/ 


I've only just had a look on the site and it looks quite interesting 


VVVVVVVVV VV 


Nigel 


-—-MESSAGE FILE 10129 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008857 


——MESSAGE FILE 10130 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008858 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi Score Code System 

Date: Sat, 27 Dec 2003 19:03:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <bskltoSk5d6@www.netyaroze-europe. com> 
References: <bs9ckfS$io21@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-204-151.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Erm, I'm not asking anyone to disclose their code generation algorithms or 
anything, just merely give me some tips and ideas on how to implement such a 
system. I idealy want to generate as short a code as possible. 


Andy M. 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:bs9ckf$io21@www.netyaroze-europe.com... 

> I have recently finished a clone of tetris for the PC, I have a hi score 
> system in place but I want to add hiscore codes that are encoded by the 
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game 

> sent to me, decoded by a proprietry app and entered on a web site (for 
> example). 

> 

> I have seen this done by several games in the Yaroze community (most 
notably 

> by Matt). I was thinking of having a code that contained the score and the 
> name of the person who achieved it (entered when a high score is 
achieved). 

> Can anyone shed some light and share their secrets? 

> 

> I remember seeing something about this not too long ago but I can't 
remember 

where I saw it. 


Thanks, 


> 
> 
> 
> Andy M. 
> 
> 


—-MESSAGE FILE 10130 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008858 


--MESSAGE FILE 10131 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008859 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi Score Code System 

Date: Mon, 29 Dec 2003 20:42:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <bsp87v$1j12@www.netyaroze-europe. com> 

References: <bs9ckfS$io21@www.netyaroze-europe.com> <bskltoS$k5d6@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <bsklto$k5d6@www.netyaroze-europe. com> 


I guess a hash function is what you are after? 


http://www.rsasecurity.com/rsalabs/faq/2-1-6.html 
http://burtleburtle.net/bob/hash/ 


There are many ways to compute one, e.g. you might add up all the ascii 
values in the name, multiply by the last 4 digits of the score, then 
divide by 11 or some other prime number (for example, off the top of my 
head, though it probably isn't the best choice), or you may do something 
a bit more secure - the trick is to choose an algorithm which generates 
more unique codes than collisions. 


Right, back to F-Zero GX (aieee, my eyes!) 

Hope this helps 

Andy P 

Andrew Murray wrote: 

Erm, I'm not asking anyone to disclose their code generation algorithms or 
anything, just merely give me some tips and ideas on how to implement such a 
system. I idealy want to generate as short a code as possible. 


Andy M. 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:bs9ckf$io21@www.netyaroze-europe.com... 


VV V NV VV VV V 
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> 

>>I have recently finished a clone of tetris for the PC, I have a hi score 
>>system in place but I want to add hiscore codes that are encoded by the 
> 

> game 

> 

>>sent to me, decoded by a proprietry app and entered on a web site (for 
>>example). 

>> 

>>I have seen this done by several games in the Yaroze community (most 

> 

> notably 

> 

>>by Matt). I was thinking of having a code that contained the score and the 
>>name of the person who achieved it (entered when a high score is 

> 

> achieved). 

> 

>>Can anyone shed some light and share their secrets? 

>> 

>>I remember seeing something about this not too long ago but I can't 

> 

> remember 

> 

>>where I saw it. 

>> 

>>Thanks, 

>>Andy M. 

>> 

>> 


> 
> 


—-MESSAGE FILE 10131 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008859 


--MESSAGE FILE 10132 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008860 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi Score Code System 

Date: Tue, 30 Dec 2003 16:07:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <bss8ga$1j13@www.netyaroze-europe. com> 
References: <bs9ckfSio21@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0613.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Hi Andrew 

I had the *happy* task of writing one of these for a commercial game. 

All I did was convert the score/level/difficulty into an ASCII string then 
XOR it with a key string [that only you know] then you just XOR it again 


with your key and you get back the original string which you can then use to 
get back the original info. 


-Ben 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:bs9ckf$io21@www.netyaroze-europe.com... 
> I have recently finished a clone of tetris for the PC, I have a hi score 
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> system in place but I want to add hiscore codes that are encoded by the 
game 

> sent to me, decoded by a proprietry app and entered on a web site (for 
> example). 

> 

> I have seen this done by several games in the Yaroze community (most 
notably 

> by Matt). I was thinking of having a code that contained the score and the 
> name of the person who achieved it (entered when a high score is 
achieved). 

> Can anyone shed some light and share their secrets? 

> 

> I remember seeing something about this not too long ago but I can't 
remember 

> where I saw it. 


Thanks, 
Andy M. 


V V V V V 


—-MESSAGE FILE 10132 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008860 


——MESSAGE FILE 10133 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008861 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: more documents 

Date: Wed, 31 Dec 2003 13:03:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <bsuib1$1j15@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1150-.hyena.dialup.pol.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 


Hi, 


Would it be possible with the PSOne winding down to get more documents 
on the Yaroze, maybe to get lower level libraries, I'm not sure how many 
of us are left here but I'm sure we would all appreciate it. 


Happy New Year 

Nigel 

—-MESSAGE FILE 10133 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008861 


——MESSAGE FILE 10134 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008862 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: more documents 

Date: Wed, 31 Dec 2003 15:43:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <bsurnnSncll@www.netyaroze-europe. com> 
References: <bsuib1$1j15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-204-151.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


T'would be nice indeed, particularly the multi-tap and dual shock 
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functionality, as well as some low-level stuff on the GPU and sound 

processor, there are a lot of docs done by hackers who have 

reverse-engineered the PS but none of the stuff is 100%. 


Andy M. 


"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
news:bsuib1$1j15@www.netyaroze-europe.com... 


> Hi, 

> 

> Would it be possible with the PSOne winding down to get more documents 

> on the Yaroze, maybe to get lower level libraries, I'm not sure how many 
> of us are left here but I'm sure we would all appreciate it. 

> 

> Happy New Year 

> Nigel 


—-MESSAGE FILE 10134 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008862 


—--MESSAGE FILE 10135 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008863 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Thu, 1 Jan 2004 15:13:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <btlec4Sncl2@www.netyaroze-europe. com> 

References: <br1l13a$3bml@www.netyaroze-europe.com> <br31lkoS$3bm9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host81-128-236-135.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


I know this might be a bit selfish, but any chance of seeing BreakDown get 
on this last disk? 


Gravitation was always a good laugh too. 


Chris 


-—-MESSAGE FILE 10135 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008863 


——MESSAGE FILE 10136 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008864 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Thu, 1 Jan 2004 17:08:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <bt1135$ncl3@www.netyaroze-europe. com> 

References: <br1ll3aS3bml@www.netyaroze-europe.com> <br31lkoS3bm9@www.netyaroze-europe 
-com> <btlec4$ncl2@www.netyaroze-europe. com> 

NNTP-Posting-Host: du-069-0134.access.clara.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


That Shaughnessy bloke cant take his drink, you know. 
Trust me, it's not pretty. 
[Gravitation does rock though] 
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"Chris Wallace" <chrisw1l337@btopenworld.com> wrote in message 
news:btlec4S$ncl2@www.netyaroze-europe.com... 

> I know this might be a bit selfish, but any chance of seeing BreakDown get 
on this last disk? 


Gravitation was always a good laugh too. 


> 
> 
> 
> 
> Chris 
> 

> 


-—-MESSAGE FILE 10136 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008864 


--MESSAGE FILE 10137 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008865 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PSM2? 

Date: Thu, 1 Jan 2004 18:02:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <bt1092Sncl14@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-128-236-135.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Would it be possible in the future to have yaroze games put on the Official 
PS2 Magazine coverdisk? 

surely there must be some way of having PS1 games read of a PS2 CD? Realy a 
passing hope but im sure im not the only person who would like to have the 
opertunity to get games to the public still, as many of us here still havent 
managed it. 


Chris 


—-MESSAGE FILE 10137 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008865 


—-MESSAGE FILE 10138 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008866 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: CodeWarrior 

Date: Fri, 02 Jan 2004 00:41:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <bt2fipS$nclé@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3674.hyena.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 


Does anyone know if the Yaroze updates to CodeWarrior are still 
available, I've had a look on the metrowerks site but could only find 
the playstation one, it would save me searching through 100s of CDs? 


This will teach me to back things up before reinstalling my machine, and 
to label my CDs :) 


Nigel 
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—-MESSAGE FILE 10138 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008866 


——MESSAGE FILE 10139 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008867 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze on VGA Monitor 

Date: Fri, 2 Jan 2004 02:06:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <bt2kjmSncl7@www.netyaroze-europe. com> 

References: <bqa7v9Snvb3@www.netyaroze-europe.com> <bqco9fSnvb5@www.netyaroze-europe 
.com> <bqd4k0Snvb6@www.netyaroze-europe.com> <bqdac8Snvb8@www.netyaroze-europe. com> 
<bqfr17$p5ul@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-128-236-135.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


As far as im aware all TV's make that noise. It's always made me wonder as 
to why no-one ever complained about it.... I normally just play music to 
cover it up. 


As for the distortion on the monitor if u find a solution do tell it's realy 
irritation, i think its the magnetic feild that does it but dont know of a 
simple way to stop it.. a plate of metal maybe? 


Chris 


—-MESSAGE FILE 10139 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008867 


--MESSAGE FILE 10140 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008868 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Fri, 02 Jan 2004 13:55:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <bt3u31$ncl19@www.netyaroze-europe. com> 

References: <bt2fipSncl6@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1381.gazelle.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 

In-Reply-To: <bt2fipSncl6@www.netyaroze-europe. com> 


AH found them on the netyaroze-europe Tools page. 


Also who was it who wrote the Dataman tool, as that is missing as well... 


When I find everything I'm putting it all onto a CD and storing it with 
the Codewarrior CD :) 


Thanks 
Nigel 


Nigel Critten wrote: 


Does anyone know if the Yaroze updates to CodeWarrior are still 
available, I've had a look on the metrowerks site but could only find 
the playstation one, it would save me searching through 100s of CDs? 


> 
> 
> 
> 
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> This will teach me to back things up before reinstalling my machine, and 

> to label my CDs :) 

> 

> Nigel 

—-MESSAGE FILE 10140 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008868 


——MESSAGE FILE 10141 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008869 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Fri, 02 Jan 2004 14:09:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <bt3uk0$ncl1l0@www.netyaroze-europe. com> 

References: <bt2fipSncl6@www.netyaroze-europe.com> <bt3u31$ncl1l9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81-86-81-137.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept-Language: en-us, en 

In-Reply-To: <bt3u3lš$ncl9@www.netyaroze-europe.com> 


> Also who was it who wrote the Dataman tool, as that is missing as well... 


James Russel: 
http://www.netyaroze-europe.com/~jruss1/ 


happy new year! 
—MattV 


--MESSAGE FILE 10141 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008869 


——MESSAGE FILE 10142 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008870 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Fri, 02 Jan 2004 14:15:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <bt3v8r$ncll2@www.netyaroze-europe. com> 

References: <bt2fipSncl6@www.netyaroze-europe.com> <bt3u31$ncl1l9@www.netyaroze-europe 
.com> <bt3uk0$ncl1l0@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1381.gazelle.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 

In-Reply-To: <bt3uk0$nc1l0@www.netyaroze-europe. com> 


Thanks Matt a great help 
Nigel 


Matt Verran wrote: 

> 

>> Also who was it who wrote the Dataman tool, as that is missing as well... 
> 

> 

> James Russel: 

> http://www.netyaroze-europe.com/~jruss1/ 
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> 

> happy new year! 
> —MattV 

> 


—-MESSAGE FILE 10142 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008870 


——MESSAGE FILE 10143 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008871 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGameStation 

Date: Fri, 02 Jan 2004 14:21:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <bt3vkk$ncll14@www.netyaroze-europe. com> 

References: <bsigr8$k5d2@www.netyaroze-europe.com> <bsjctp$k5d5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-1381.gazelle.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept-Language: en 

In-Reply-To: <bsjctp$k5d5@www.netyaroze-europe.com> 


I've been in touch with Andre' about the XGamestation and its very 
interesting what he has planned, with version 2 and 3 already being 
drawn up. 


Something which interested me was the fact you can rewrite the FPGA, 
apparently the GPU is a big part of the book and that is one area that 
really interests me, so I was thinking of rewriting it to work like the 
old ZX Spectrum screen complete with colour clash. 


It should be a really interesting project, even if a lot of people are 
getting the wrong end of the stick and thinking he is trying to compete 
with Sony and Nintendo, instead of creating a project to teach people 
how computers work and how to build your own, who know who here could 
create the next Yaroze ;) 


Nigel 


—-MESSAGE FILE 10143 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008871 


——MESSAGE FILE 10144 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008872 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Sat, 03 Jan 2004 06:02:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <bt4qi4Sncl1l1l6@www.netyaroze-europe.com> 

References: <bt2fipSncl6@www.netyaroze-europe.com> <bt3u31$ncl1l9@www.netyaroze-europe 
-com> <bt3uk0$ncll0@www.netyaroze-europe.com> <bt3v8rS$ncl1ll1l2@www.netyaroze-europe.com 
> 
NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <bt3v8r$ncll12@www.netyaroze-europe. com> 


There was also another patch for CW that doesn't seem to be on the main 
site, it was available from Metrowerks a while ago as I recall. 
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I'm not sure if that 2nd update on the tools section of the Yaroze site 
includes these fixes or not, but with CW being the way it is, i'd apply 
both to be on the safe side (or maybe not) :) 


I've uploaded it to my ftp area if you are interested: 
http://www.netyaroze-europe.com/~partinga/ftp/ny_update.exe 
Happy new year all! 

Andy P 


Nigel Critten wrote: 
> Thanks Matt a great help 

> 

> Nigel 

> 

> Matt Verran wrote: 

> 

>>> Also who was it who wrote the Dataman tool, as that is missing as 
>>> well... 

>> 

>> 

>> 


>> James Russel: 
>> http://www.netyaroze-europe.com/~jruss1/ 


>> 

>> happy new year! 
>> -Mattv 

>> 
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—-MESSAGE FILE 10144 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008872 


—--MESSAGE FILE 10145 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008873 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM2? 

Date: Sat, 03 Jan 2004 11:20:31 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <bt6921Sqbr2@www.netyaroze-europe. com> 
References: <bt1lo092$ncl4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-82-110.dsl.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 


hunderbird/0.3 
X-Accept-Language: en-us, en 
In-Reply-To: <bt1lo092$ncl4@www.netyaroze-europe. com> 


There is no way of having a dual PS1/PS2 booting disk, it has to be one 
or the other. The only possibility is a seperate PS1 yaroze disk on the 
mag as well as the PS2 DVD. Very unlikely to happen i'm afraid. 


—-Mattv 


Chris Wallace wrote: 


PS2 Magazine coverdisk? 


managed it. 


Chris 


VVVVVVVV V 


Would it be possible in the future to have yaroze games put on the Official 


surely there must be some way of having PS1 games read of a PS2 CD? Realy a 
passing hope but im sure im not the only person who would like to have the 
opertunity to get games to the public still, as many of us here still havent 
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—-MESSAGE FILE 10145 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008873 


——MESSAGE FILE 10146 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008874 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGameStation 

Date: Sat, 3 Jan 2004 12:38:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <bt6ée0vSqbr3@www.netyaroze-europe. com> 

References: <bsigr8$k5d2@www.netyaroze-europe.com> <bsjctp$k5d5@www.netyaroze-europe 
.com> <bt3vkk$ncl1l14@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-25-166.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I think its great that Andre is taking the suggestions from XGS's potential 
costomers. I was e-mailing him about video formats, it seems that he was 
originally intending on only including NTSC support, now, thanks to a little 
poke in the ribs from me (as well as others I'm sure) he may well include 
PAL support. 


He seemed to respond to all the points I raised in every e-mail and asked me 
questions in return, which is very rare, usually when I e-mail someone about 
some computer related subject they give a very general and abstract reply. 
He seems like a really commited man, lets hope that the XGS shows this when 
it is realeased. 


Andy M. 


"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 

news: bt3vkk$ncl1ll14@www.netyaroze-europe.com... 

> I've been in touch with Andre' about the XGamestation and its very 
interesting what he has planned, with version 2 and 3 already being 
drawn up. 


Something which interested me was the fact you can rewrite the FPGA, 
apparently the GPU is a big part of the book and that is one area that 
really interests me, so I was thinking of rewriting it to work like the 
old ZX Spectrum screen complete with colour clash. 


It should be a really interesting project, even if a lot of people are 
getting the wrong end of the stick and thinking he is trying to compete 
with Sony and Nintendo, instead of creating a project to teach people 
how computers work and how to build your own, who know who here could 
create the next Yaroze ;) 


Nigel 


VVVVVVVVVVVVV VV V 


—-MESSAGE FILE 10146 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008874 


—--MESSAGE FILE 10147 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008875 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: CodeWarrior 

Date: Mon, 05 Jan 2004 18:02:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <btc9nf$rt51l@www.netyaroze-europe. com> 
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References: <bt2fipSncl6@www.netyaroze-europe.com> <bt3u31$ncl19@www.netyaroze-europe 
-com> <bt3uk0$ncll0@www.netyaroze-europe.com> <bt3v8rS$ncll1l2@www.netyaroze-europe.com 
> <bt4qi4$ncll6@www.netyaroze-europe.com> 

NNTP-Posting-Host: modem—987.chameleon.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 

In-Reply-To: <bt4qi4$ncl1l16@www.netyaroze-europe. com> 


I did reply to this once but I can't see it so I'll just say thanks 
again Andrew for the file :) 


Nigel 


Andrew Partington wrote: 


> There was also another patch for CW that doesn't seem to be on the main 
> site, it was available from Metrowerks a while ago as I recall. 

> 

> I'm not sure if that 2nd update on the tools section of the Yaroze site 
> includes these fixes or not, but with CW being the way it is, i'd apply 
> both to be on the safe side (or maybe not) :) 

> 

> I've uploaded it to my ftp area if you are interested: 

> 

> http://www.netyaroze-europe.com/~partinga/ftp/ny_update.exe 

> 

> Happy new year all! 

> 

> Andy P 

> 

> Nigel Critten wrote: 

> 

>> Thanks Matt a great help 

>> 

>> Nigel 

>> 

>> Matt Verran wrote: 

>> 

>>> 


>>>> Also who was it who wrote the Dataman tool, as that is missing as 
>>>> well... 

>>> 

>>> 

>>> 

>>> 

>>> James Russel: 

>>> http://www.netyaroze-europe.com/~jruss1/ 

>>> 

>>> happy new year! 

>>> -MattV 

>>> 

> 

—-MESSAGE FILE 10147 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008875 


--MESSAGE FILE 10148 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008876 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM2? 

Date: Tue, 6 Jan 2004 22:20:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <btfd5bS$rt52@www.netyaroze-europe. com> 

References: <bt1lo92Sncl4@www.netyaroze-europe.com> <bt6921Sqbr2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: du-069-0638.access.clara.net 

X-Priority: 3 


Net Yaroze newsgroups message dump.txt Page 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


Matt, any word on how long these Yaroze newsgroups will be kept alive for - 
seeing as OPS1M is bowing out? 


-ՔԲո 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bt6921Sqbr2@www.netyaroze-europe.com... 

> There is no way of having a dual PS1/PS2 booting disk, it has to be one 
or the other. The only possibility is a seperate PS1 yaroze disk on the 
mag as well as the PS2 DVD. Very unlikely to happen i'm afraid. 


—-Mattv 


> 
> 
> 
> 
> 
> Chris Wallace wrote: 

> 

> > Would it be possible in the future to have yaroze games put on the 
Official 
> > PS2 Magazine coverdisk? 

> > surely there must be some way of having PS1 games read of a PS2 CD? 
Realy a 

> > passing hope but im sure im not the only person who would like to have 
the 

> > opertunity to get games to the public still, as many of us here still 
havent 

> > managed it. 

> 

> Chris 

> 

> 


VVVVYV 


6808 


—-MESSAGE FILE 10148 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008876 


——MESSAGE FILE 10149 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008877 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM2? 

Date: Wed, 7 Jan 2004 09:34:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <btgkmgqSrt53@www.netyaroze-europe. com> 


References: <bt1lo92Sncl4@www.netyaroze-europe.com> <bt6921Sqbr2@www.netyaroze-europe 


.com> <btfd5b$rt52@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


As far as I know there are no plans to close the newsgroups or the website. 


cheers 
Matt 


"Ben James" <meep42@clara.co.uk> wrote in message 

news: btfd5b$rt52@www.netyaroze-europe.com... 

> Matt, any word on how long these Yaroze newsgroups will be kept alive 
for - 

> seeing as OPS1M is bowing out? 

> 

> -Ben 

> 
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"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bt6921Sqbr2@www.netyaroze-europe.com... 

> There is no way of having a dual PS1/PS2 booting disk, it has to be one 
or the other. The only possibility is a seperate PS1 yaroze disk on the 
mag as well as the PS2 DVD. Very unlikely to happen i'm afraid. 


—-Mattv 


Chris Wallace wrote: 


VVVVVVV VY 


> Would it be possible in the future to have yaroze games put on the 
Official 
> > PS2 Magazine coverdisk? 

> > surely there must be some way of having PS1 games read of a PS2 CD? 
Realy a 

> > passing hope but im sure im not the only person who would like to have 
the 

> > opertunity to get games to the public still, as many of us here still 
havent 

> > managed it. 

> 

> Chris 

> 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 
V V V V V 


—-MESSAGE FILE 10149 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008877 


——MESSAGE FILE 10150 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008878 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSM2? 

Date: Wed, 07 Jan 2004 20:50:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <bth00q$Srt55@www.netyaroze-europe. com> 

References: <btlo92Sncl4@www.netyaroze-europe.com> <bt6921Sqbr2@www.netyaroze-europe 
.com> <btfd5b$rt52@www.netyaroze-europe.com> <btgkmqS$rt53@www.netyaroze-europe. com> 
NNTP-Posting-Host: public2-ward1-6-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <btgkmq$rt53@www.netyaroze-europe. com> 


Matt Verran wrote: 
> As far as I know there are no plans to close the newsgroups or the website. 


cheers 


Matt 


Cool, glad to hear the servers aren't being shut down anytime soon - i'm 
still finding some of the previous posts useful. 


In that case, is there any chance of you putting the first CodeWarrior 
update up on the main site (or a link at least), it's currently in my 
ftp area (ny_update.exe). 

Cheers, 


Andy P 


Net Yaroze newsgroups message dump.txt Page 6810 


—-MESSAGE FILE 10150 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008878 


——MESSAGE FILE 10151 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008879 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGameStation 

Date: 10 Jan 2004 12:34:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01c3d773S$d399f8c0S8500a8c0@portable-pal> 

References: <bsigr8Sk5d2@www.netyaroze-europe.com> 
NNTP-Posting-—Host: AMontsouris-—108-1-20-251.w217-128.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Nigel Critten <Nigel@100tinsoldiers.com> wrote in article 
<bsigr8$k5d2@www.netyaroze-europe.com>... 
> Has anyone seen or been following the XGameStation 


Yes, this looks very interesting. Depending on the price and level of 
standardization I'll probably want to buy one. 


><snip> 
> I was thinking of rewriting it to work like the 
>old ZX Spectrum screen complete with colour clash. 


Excellent idea ! That would be lovely. 


—-MESSAGE FILE 10151 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008879 


—--MESSAGE FILE 10152 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008880 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: more documents 

Date: 10 Jan 2004 12:39:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01c3d774S82bfec60S$8500a8c0@portable-pal> 

References: <bsuib1$1j15@www.netyaroze-europe.com> <bsurnnSncll@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: AMontsouris-—108-1-20-251.w217-128.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Andrew Murray <a_murray@btopenworld.com> wrote in article 
<bsurnnS$ncll@www.netyaroze-europe.com>... 
> T'would be nice indeed, particularly the multi-tap and dual shock 


Hehe, it's been a long time the multitap issue hasn't been raised here ;) 


While I would be as happy as anyone here to get more docs/libraries, I 
doubt Sony's going to make that move because even if PsOne is getting 
buried here it may not be useless technology for unexplored territories -- 
although, Sony's exploring China with the PS2 while I would have thought 
them to try the PsOne there first, so I may well be wrong. 


-—-MESSAGE FILE 10152 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008880 


--MESSAGE FILE 10153 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008881 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi Score Code System 

Date: 10 Jan 2004 12:48:06 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01c3d775Saeb2ba40$8500a8c0@portable-pal> 

References: <bs9ckfS$io21@www.netyaroze-europe. com> 
NNTP-Posting-Host: AMontsouris-—108-1-20-251.w217-128.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


I can post the code for Invs and Samsaric Asymptotes (with unauthentic keys 
of course) if you're interested -- it's not well researched though and 
probably easily breakable. 


One point of interest in SA maybe, is that as there is not a wide variety 
of "scores" to be had, the code includes a random number created according 
to the player's actions, so that two players with the same "score" should 
not get the same code. 


(I'm posting this to the ng in case anybody else is interested too) 


Just ask, I'm not doing it right away because I'll have to dig it froma 
distant machine :) 


—-MESSAGE FILE 10153 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008881 


—-MESSAGE FILE 10154 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008882 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi Score Code System 

Date: Sun, 11 Jan 2004 18:34:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <bts5srS$9g81@www.netyaroze-europe. com> 

References: <bs9ckfS$io21@www.netyaroze-europe.com> <01c3d775Saeb2ba40$8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: host81-132-25-166.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I actually managed to cobble to gether my own system and it works pretty 
well, every code contains a validation part so codes can self-validate 
themselves meaning no-one can just submit random characters. It would still 
be interesting to see your code pal. 


Andy M. 


"pal" <palpalpalpal@hotmail.com> wrote in message 

news :01c3d775S$aeb2ba40$8500a8c0@portable-pal... 

> I can post the code for Invs and Samsaric Asymptotes (with unauthentic 
keys 

of course) if you're interested -- it's not well researched though and 
probably easily breakable. 


v 


One point of interest in SA maybe, is that as there is not a wide variety 
of "scores" to be had, the code includes a random number created according 
to the player's actions, so that two players with the same "score" should 
not get the same code. 


(I'm posting this to the ng in case anybody else is interested too) 


Just ask, I'm not doing it right away because I'll have to dig it from a 
distant machine :) 


VVVVVVVVVV VV 


—-MESSAGE FILE 10154 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008882 
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——MESSAGE FILE 10155 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008883 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: more documents 

Date: Mon, 12 Jan 2004 09:44:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <bttr5jS9g82@www.netyaroze-europe. com> 

References: <bsuib1$1j15@www.netyaroze-europe.com> <bsurnnS$ncll@www.netyaroze-europe 
.com> <01c3d774S82bfec60$8500a8c0@portable-pal> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


The problem with providing extra libs is that the hardware functionality is 
not linked in with your exe, it's part of the libps.exe file which the 
yaroze boot disk puts into memory before you upload your code. To add extra 
features to the libs Sony would have to replace all the boot disks. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news :01c3d774S82bfec60S8500a8c0@portable-pal... 
> Andrew Murray <a_murray@btopenworld.com> wrote in article 
<bsurnnS$ncll@www.netyaroze-europe.com>... 

> T'would be nice indeed, particularly the multi-tap and dual shock 


Hehe, it's been a long time the multitap issue hasn't been raised here ;) 


While I would be as happy as anyone here to get more docs/libraries, I 
doubt Sony's going to make that move because even if PsOne is getting 
buried here it may not be useless technology for unexplored territories -- 
although, Sony's exploring China with the PS2 while I would have thought 
them to try the PsOne there first, so I may well be wrong. 


VVVVVVVVV VV 


—-MESSAGE FILE 10155 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008883 


——MESSAGE FILE 10156 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008884 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: New job at EA Canada 

Date: Mon, 12 Jan 2004 12:20:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <btu4b6S$9g83@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-188-85.dsl.pipex.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Just thought I'd post to say that in a couple of weeks I'll be starting work 
as an Associate Producer at EA Canada, based in Vancouver. 


It's a bit surreal looking at the posts over the last several years and 
thinking that this started for me all the way back in early 1998, but it did 
and I'd like to thank everyone here for their help and encouragement in the 
early days (esp ~mrfrosty). 


I hope you enjoy the first wave of PSP titles from EA, as that'll be what 
I'm working on. Allegedly. ;) 


If any developers fancy making the move to EAC, drop me a line via email. 


Nick 
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-—-MESSAGE FILE 10156 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008884 


——MESSAGE FILE 10157 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008885 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New job at EA Canada 

Date: Mon, 12 Jan 2004 14:12:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <btuaqj$9g84@www.netyaroze-europe. com> 
References: <btu4b6$9g83@www.netyaroze-europe. com> 
NNTP-Posting-Host: du-069-0358.access.clara.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2727.1300 


Good work mate, congrats :) 


-Ben 


"Nick Ferguson" <web@nickferguson.com> wrote in message 

news :btu4b6$9g83@www.netyaroze-europe.com... 

Just thought I'd post to say that in a couple of weeks I'll be starting work 
as an Associate Producer at EA Canada, based in Vancouver. 


It's a bit surreal looking at the posts over the last several years and 
thinking that this started for me all the way back in early 1998, but it did 
and I'd like to thank everyone here for their help and encouragement in the 
early days (esp ~mrfrosty). 


I hope you enjoy the first wave of PSP titles from EA, as that'll be what 
I'm working on. Allegedly. ;) 


If any developers fancy making the move to EAC, drop me a line via email. 


Nick 


—-MESSAGE FILE 10157 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008885 


——MESSAGE FILE 10158 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008886 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New job at EA Canada 

Date: Mon, 12 Jan 2004 21:57:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <btv654S9g85@www.netyaroze-europe. com> 

References: <btu4b6S9g83@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-3060.bear.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031208 
X-Accept—-Language: en 

In-Reply-To: <btu4b6$9g83@www.netyaroze-europe. com> 


Congrats, looking forward to seeing what you can do with the PSP :) 
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Nigel 
Nick Ferguson wrote: 


Just thought I'd post to say that in a couple of weeks I'll be starting work 
as an Associate Producer at EA Canada, based in Vancouver. 


It's a bit surreal looking at the posts over the last several years and 
thinking that this started for me all the way back in early 1998, but it did 
and I'd like to thank everyone here for their help and encouragement in the 
early days (esp ~mrfrosty). 


I hope you enjoy the first wave of PSP titles from EA, as that'll be what 
I'm working on. Allegedly. ;) 


If any developers fancy making the move to EAC, drop me a line via email. 


Nick 


VVVVVVVVVVVVVV VV 


—-MESSAGE FILE 10158 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008886 


——MESSAGE FILE 10159 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008887 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hi Score Code System 

Date: 15 Jan 2004 12:50:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 179 

Message-ID: <01lc3db63Sdf69bd40S$8500a8c0@portable-pal> 

References: <bs9ckfS$io21@www.netyaroze-europe.com> <01c3d775Saeb2ba40$8500a8c0@porta 
ble-pal> <bts5sr$9g81@www.netyaroze-europe. com> 

NNTP-Posting-Host: AMontsouris-—108-1-30-122.w81-53.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


Andrew Murray <a_murray@btopenworld.com> wrote in article 
<bts5sr$9g81@www.netyaroze-europe.com>... 
>It would still be interesting to see your code pal. 


Here it is. 

I think it's not good, honestly; this was, as every real code should be ;) 
, included in a hurry... 

Any questions welcome, though I'm not going to make a full explanation (I 
couldn't!). 


—-MESSAGE FILE 10159 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008887 


—-MESSAGE FILE 10160 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008888 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Sat, 24 Jan 2004 15:47:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <buu51bSiiil@www.netyaroze-europe. com> 

References: <br1l13a$3bml1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-152-1-112.range81-152.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2720.3000 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2727.1300 


Nice to see Katapila on the latest CD in the shops. 
Shame that the menu describes it as "an adventure game by Robert Swan" 
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Ne' mind eh :) 


-Ben 


"Matt 


Verran" <matt@hermitgames.com> wrote in message 


news:br113a$3bm1@www.netyaroze-europe.com... 


> OPM issue #106 should be in the shops sometime later this month with 

> Timeslip and Squeak on the cover. 

> 

> Ben James does it again on issue #107 with Katapila. There is some game 

> called PingPing on the disk too, by someone absolutely not abusing his 

> position :) 

> 

> Issue #108 will be the last ever OPM disk (and mag) so the plan is to have 

a 

> big old Yaroze special. So if you have any suggestions as to which games 

> you'd like to see on the disk this is your last chance... 

> 

> cheers 

> Matt 

> 

> 

--MESSAGE FILE 10160 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008888 

——MESSAGE FILE 10161 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


000088 
Path: 
From: 


Date: 
Organi 
Lines: 


Refere 
. com> 
NNTP-P 


Conten 
Conten 


hunder 
X-Acce 


89 
chuka.playstation.co.uk!news 
Matt Verran <matt@hermitgames.com> 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: OPSM update 


Sat, 24 Jan 2004 18:56:04 +0000 
zation: PlayStation Net Yaroze (SCEE) 
42 


Message-ID: <buufio$iii3@www.netyaroze-europe. com> 


neces: <brl1l13a$3bml@www.netyaroze-europe.com> <buu51b$iiil@www.netyaroze-europe 


osting-Host: 81-86-84-126.dsl.pipex.com 


Mime-Version: 1.0 


t-Type: text/plain; charset=us-ascii; format=flowed 
t-Transfer-Encoding: 7bit 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 


bird/0.3 
pt-Language: en-us, en 


In-Reply-To: <buu51b$iiil@www.netyaroze-europe.com> 


I thin 
PingPi 


k the QA on the mag has dropped now they know it's finishing, 
ng is listed as Ping Pong, they say it's a variant of Pong and 


they got the "special features" text mixed up. 


They have got your name right in the Mag tho at least Ben! 


cheers 
Matt 


Ben Ja 


Nice 


Ne! 
-ՔԲո 


"Mat 
news 


VVVVVVVVV 


> 
>>OPM 
>>Time 
>> 
>>Ben 


mes wrote: 
to see Katapila on the latest CD in the shops. 


Shame that the menu describes it as "an adventure game by Robert Swan" 


mind eh :) 


t Verran" <matt@hermitgames.com> wrote in message 
:br113a$3bm1@www.netyaroze-europe.com... 


issue #106 should be in the shops sometime later this month with 
slip and Squeak on the cover. 


James does it again on issue #107 with Katapila. There is some game 
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>>called PingPing on the disk too, by someone absolutely not abusing his 
>>position :) 

>> 

>>Issue #108 will be the last ever OPM disk (and mag) so the plan is to have 
> 

>a 

> 

>>big old Yaroze special. So if you have any suggestions as to which games 
>>you'd like to see on the disk this is your last chance... 

>> 

>>cheers 

>>Matt 

>> 

>> 

> 

> 

> 


—-MESSAGE FILE 10161 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008889 


—-MESSAGE FILE 10162 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008890 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: New job at EA Canada 

Date: Wed, 28 Jan 2004 00:54:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <bv726sSkqul@www.netyaroze-europe. com> 
References: <btu4b6$9g83@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-54-24.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Thanks for the memories (and the memoirs...) 


"Nick Ferguson" <web@nickferguson.com> wrote in message 

news: btu4b6$9g83@www.netyaroze-europe.com... 

> Just thought I'd post to say that in a couple of weeks I'll be starting 
work 

> as an Associate Producer at EA Canada, based in Vancouver. 

> 

> It's a bit surreal looking at the posts over the last several years and 
> thinking that this started for me all the way back in early 1998, but it 
did 

> and I'd like to thank everyone here for their help and encouragement in 
the 

early days (esp ~mrfrosty). 


v 


I hope you enjoy the first wave of PSP titles from FA, as that'll be what 
I'm working on. Allegedly. ;) 


If any developers fancy making the move to EAC, drop me a line via email. 


Nick 


VVVVVVV VV 


—-MESSAGE FILE 10162 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008890 


--MESSAGE FILE 10163 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008891 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjc53@student.canterbury.ac.nz> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Off Topic. 

Date: Thu, 12 Feb 2004 09:13:01 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c0e3avS97n2@www.netyaroze-europe. com> 
NNTP-Posting-Host: visp66-176.visp.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 


Hey Guys. 


Im looking for some help, im looking to buy a dreamcast game from a 
store in the UK, they wont ship to me directly! what a pain i figured 
the internet had moved past those sorts of problems. Anyways im just 
looking for someone who i can use as a mailing drop, for them to receive 
the games and forward them on to me. Figured you guys are a bunch of 
honest people :) so wanted to try here. I'd just need an address and 
if possible someone who has paypal some i could forward you the costs to 
send them to me, plus acouple of bucks for your time.. 


Can anyone help :) On that note does anyone here have any DC stuff they 
are getting rid of :) im looking for a few games including samba de 
amigo :) ( yes i know its hard to get, but never got released in New 
Zealand ) 

Cheers 

Greg 


—-MESSAGE FILE 10163 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008891 


—-MESSAGE FILE 10164 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008892 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Off Topic. 

Date: Fri, 13 Feb 2004 20:17:11 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <c0i8rjSb662@www.netyaroze-europe. com> 

References: <c0Oe3av$97n2@www.netyaroze-europe. com> 

NNTP-Posting-Host: c210-49-140-38.kelvnl.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c0e3av$97n2@www.netyaroze-europe. com> 


It's been pretty quite here... It might have something to do with the 
las OPSM. 
anyway I'm sorry I can't help.... I'm in Australia ha ha : ( 


all the best anyway, 
Mike 


Greg Cook wrote: 
Hey Guys. 


Im looking for some help, im looking to buy a dreamcast game from a 
store in the UK, they wont ship to me directly! what a pain i figured 
the internet had moved past those sorts of problems. Anyways im just 
looking for someone who i can use as a mailing drop, for them to receive 
the games and forward them on to me. Figured you guys are a bunch of 


VV VV V V V 
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> honest people :) so wanted to try here. I'd just need an address and 
> if possible someone who has paypal some i could forward you the costs to 
> send them to me, plus acouple of bucks for your time.. 

> 

> Can anyone help :) On that note does anyone here have any DC stuff they 
> are getting rid of :) im looking for a few games including samba de 

> amigo :) ( yes i know its hard to get, but never got released in New 

> Zealand ) 

> 

> Cheers 

> 

> Greg 


—-MESSAGE FILE 10164 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008892 


--MESSAGE FILE 10165 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008893 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Off Topic. 

Date: Fri, 13 Feb 2004 19:44:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <c0j9r7Sb664@www.netyaroze-europe. com> 

References: <c0e3avS97n2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-86-217-26.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6b) Gecko/20031205 
Thunderbird/0.4 

X-Accept—-Language: en-us, en 

In-Reply-To: <c0e3av$97n2@www.netyaroze-europe. com> 


Hi Greg, 


I don't have any DC stuff I want to get rid of, apart from a broken copy 
of Crazy Taxi, but I can mail some stuff on to you no problem. Give me 
an email at matt@hermitgames.com and we can sort out addresses. 


cheers 
Matt 


Greg Cook wrote: 
Hey Guys. 


Im looking for some help, im looking to buy a dreamcast game from a 
store in the UK, they wont ship to me directly! what a pain i figured 
the internet had moved past those sorts of problems. Anyways im just 
looking for someone who i can use as a mailing drop, for them to receive 
the games and forward them on to me. Figured you guys are a bunch of 
honest people :) so wanted to try here. I'd just need an address and 
if possible someone who has paypal some i could forward you the costs to 
send them to me, plus acouple of bucks for your time.. 


Can anyone help :) On that note does anyone here have any DC stuff they 
are getting rid of :) im looking for a few games including samba de 
amigo :) ( yes i know its hard to get, but never got released in New 
Zealand ) 


Cheers 


VVVVVVVVVVVVVVV VV VV 


Greg 
—-MESSAGE FILE 10165 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008893 


--MESSAGE FILE 10166 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008894 
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Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Off Topic. 

Date: Tue, 17 Feb 2004 09:29:51 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <cOra6émSecul@www.netyaroze-europe. com> 
References: <c0e3av$97n2@www.netyaroze-europe. com> 
NNTP-Posting-Host: visp66-176.visp.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c0e3av$97n2@www.netyaroze-europe. com> 


Greg Cook wrote: 
Hey Guys. 


> 

> 

> Im looking for some help, im looking to buy a dreamcast game from a 

> store in the UK, they wont ship to me directly! what a pain i figured 

> the internet had moved past those sorts of problems. Anyways im just 

> looking for someone who i can use as a mailing drop, for them to receive 
> the games and forward them on to me. Figured you guys are a bunch of 

> honest people :) so wanted to try here. I'd just need an address and 

> if possible someone who has paypal some i could forward you the costs to 
> send them to me, plus acouple of bucks for your time.. 
> 
> 
> 
> 
> 
> 
> 
> 
> 


Can anyone help :) On that note does anyone here have any DC stuff they 
are getting rid of :) im looking for a few games including samba de 
amigo :) ( yes i know its hard to get, but never got released in New 
Zealand ) 


Cheers 
Greg 


Thanks for the replies guys.. Unfortunately my plans got stuffed up 

because the store wont even accept my credit card, what a pain in the 

ass :) They only accept UK based cards and deliver to UK addresses.. oh 

well. the hunt continues :) 

—-MESSAGE FILE 10166 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008894 


——MESSAGE FILE 10167 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008895 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Final OPSM #180 arrived 

Date: Tue, 17 Feb 2004 11:24:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c0OsukpSecu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


The final Official Playstation Magazine (#108) has just arrived in the 
office, it should be in the shops now. There are a few errors in the mag and 
on the yaroze loading screen (incorrect author/game names) but they all seem 
to run ok. Bit of an ultimate yaroze collection. Gongratulations to 
everyone who got their games featured! 


Roller and Robot Ron have a bug in them tho whereby the analog stick isn't 
recognised unless the analog button is pressed before you launch the game, 
doh! 
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—-MESSAGE FILE 10167 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008895 


—-MESSAGE FILE 10168 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008896 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge \(Jon@surfed.to\)" <jon@surfed.to> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: hello 

Date: Mon, 1 Mar 2004 13:13:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <clvds0Sn4rl@www.netyaroze-europe.com> 
NNTP-Posting-Host: dial81-135-77-227.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hello everyone, 


I had assumed this site was closed-down until Matt told me otherwise in 
an email.... so that's my excuse for not posting for many months. 


hope everyone is well! I'm well...and surprisingly sane, considering 
I've been unemployed for ages. 


I had a complete break from games for a while after having worked on a game 


that was canned -- the trauma put me off games a bit. But now I think (if 
can get a job at all) it will probably not be a games job and I'll just do 
more simple, less commercial games as a hobby -- less frustrating that way. 


I'm getting back into programming games now (I'm converting some of my 
Yaroze stuff to the evil PC in evil C++). 


Bye for now. 


Jon 
Oh yeah, and Matt was sugesting a Habbo reunion -- which I very much agree 
with ... any one else up for it? 


—-MESSAGE FILE 10168 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008896 


——MESSAGE FILE 10169 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008897 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: hello 

Date: Fri, 05 Mar 2004 00:07:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <c27kcaSp4p2@www.netyaroze-europe. com> 

References: <clvds0Sn4rl@www.netyaroze-europe. com> 

NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <clvds0$n4rl@www.netyaroze-europe. com> 


Jon Prestidge (Jon@surfed.to) wrote: 
> Hello everyone, 


Hi Jon, long time no post all round I think since the OPSM announcement. 
Went to Tescos the other day to get the last copy, and some little 
cnut had theived the CD, ah well they have taste at least :) 
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I had assumed this site was closed-down until Matt told me otherwise in 
an email.... so that's my excuse for not posting for many months. 


I hope everyone is well! I'm well...and surprisingly sane, considering 
I've been unemployed for ages. 


I had a complete break from games for a while after having worked on a game 
that was canned -- the trauma put me off games a bit. But now I think (if 
I can get a job at all) it will probably not be a games job and I'll just do 
more simple, less commercial games as a hobby -- less frustrating that way. 


VVVVVVVV VV 


Sorry to hear that dude :( It's a bast when work takes away the 
inspiration to do your best stuff, something similar happened to me, but 
I was doing eBusiness apps and things got a bit sticky towards the 
end... Can you say what kind of game you were working on, or are you 
still bound by NDA's? 


I've been toying with the idea of doing J2ME stuff for phones for some 
spare beer money (beats nicking car batteries and TV sets from nursing 
homes anyway ;) ), MIDP 2.0 seems really, really easy, but personally 
i'm not keen on mobile phones as a games device (even though i've seen 
people proper get into them) - the tiny screen I can (just about) 
handle, but the input method is from beyond the steaming pits of hell. 
Plus not having the device itself will be a bit of a git - the emulators 
aren't meant to be too great (and my current mobile phone just does the 
basics - and i'm proud :) ) Still, seems like there's people making a 
living doing that sort of thing, so maybe it's something to do while i'm 
on the dole, plus the frustration factor will probably be minimised. 


> I'm getting back into programming games now (I'm converting some of my 
> Yaroze stuff to the evil PC in evil C++). 
> 


Will you be using OpenGL and a wrapper like GLUT (so I can play on my 
Linux box if you choose to port it) or will you be using the evil 
DirectX? :) (Not that i've used DirectX so I wouldn't know if it's evil 
or not, the examples look a bit sinister though ;)) 


I was also toying with the idea of porting my Yaroze stuff to PC, though 

maybe i'll finish my Yaroze game and put it out so ePXE can run it 
somehow - that way I won't get people going on at me for various ports, 
they can pester the emulator writers instead :) 


latest version at my ftp area as 3dthing.zip BTW :) You'll have to 
strip out the dir info from the auto file though! 

> Bye for now. 

> Jon 

> 

> Oh yeah, and Matt was sugesting a Habbo reunion -- which I very much agree 
> with ... any one else up for it? 

> 

> 

Could be - I missed out on the first ones. How did they turn out? 
Andy P 


—-MESSAGE FILE 10169 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008897 


——MESSAGE FILE 10170 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008898 

Path: chuka.playstation.co.uk!news 

From: "Scott Cartier" <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Sorry I'm late to the party 

Date: Thu, 4 Mar 2004 15:34:15 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <c28fd0Sp4p3@www.netyaroze-europe. com> 
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NNTP-Posting-Host: z06.nvidia.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Or rather, I was at the party, left for a while, and ran into someone that 
told me the party was still raging :) 


Cheers, Matt, for pointing me back here. I see a lot of names I recognize 
from times of yore. My Yaroze is packed away in a box, but I look forward 
to bringing it out when I get my hands on the final OPSM disc. 


I'm still plugging away at games. My current platform is NUON - mostly 
because I worked at VM Labs for a time and snagged a dev system before I 
left. I'm in the process of porting Decaying Orbit over. I just can't get 
away from that damn game! 


I would dearly love to do some (real) work on GBA or PSP. You know, a 
platform that's small enough that it doesn't take a team of 100 to make 
something decent. Anyone have tips on breaking in there? Is it worth 
grabbing a flash linker cart and homebrew dev tools and going it alone for a 
bit? Wish I could join you in Canada, Nick, but moving is out of the 
question at this point. 


—-MESSAGE FILE 10170 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008898 


——MESSAGE FILE 10171 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008899 

Path: chuka.playstation.co.uk!news 

From: "Scott Cartier" <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Compendium of games 

Date: Thu, 4 Mar 2004 15:40:25 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <c28fooSp4p4@www.netyaroze-europe. com> 
References: <bnlg9bS$fi2@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Okay, so I'ma bit late. Nick maintained a good list of member submissions. 
I'd like to point out that the last one added was *cough* Decaying Orbit. 


http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 


Scott 


—-MESSAGE FILE 10171 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008899 


——MESSAGE FILE 10172 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008900 

Path: chuka.playstation.co.uk!news 

From: "Scott Cartier" <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM update 

Date: Thu, 4 Mar 2004 15:41:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <c28fr7Sp4p5@www.netyaroze-europe. com> 

References: <br1l13a$3bml@www.netyaroze-europe.com> <br2e01$3bm3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: z06.nvidia.com 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Woo! Thanks Derek! 


"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 

news: br2e01$3bm3@www.netyaroze-europe.com... 

> Decaying Orbit gets my vote. Hope to see Roller on there too! 
> 

> Derek 


—-MESSAGE FILE 10172 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008900 


—-MESSAGE FILE 10173 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008901 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: hello 

Date: Fri, 5 Mar 2004 12:13:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c29rroSp4p6@www.netyaroze-europe. com> 

References: <clvds0OS$n4rl@www.netyaroze-europe.com> <c27kcaSp4p2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> > Oh yeah, and Matt was sugesting a Habbo reunion -- which I very much 
agree 

> > with ... any one else up for it? 

> 

> Could be - I missed out on the first ones. How did they turn out? 


The first one was great, the second was knobbled by the Habbo Hotel website 
not working properly so people couldn't log on properly. I'll make another 
post with the details for a new meetup. 


—-MESSAGE FILE 10173 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008901 


——MESSAGE FILE 10174 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008902 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Habbo chatroom yaroze meetup 

Date: Fri, 5 Mar 2004 12:23:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


We're going to try another Habbo Hotel chatroom meetup for all the yarozers 
still about. Basically go to: http://www.habbohotel.com create yourself a 
little avatar and join the "yarozescene" room. The password used to be 
"darkhex" but I don't think it asks for a password anymore. 


I propose holding it at 8:00pm on thursday next week, 11th March. Would be 
good if people can say if they can attend. 
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I'll be testing it tomorrow morning (saturday 6th) from 10am onwards, if you 
want to pop in, check it's working and say hi please feel free. 


—-MESSAGE FILE 10174 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008902 


——MESSAGE FILE 10175 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008903 

Path: chuka.playstation.co.uk!news 

From: "Scott Cartier" <skah_t@dragonshadow. com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Fri, 5 Mar 2004 12:17:13 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <c2a07iSq2t1l@www.netyaroze-europe. com> 
References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


So that's like noon here on the west coast? I'll see about popping in 
during lunch, but probably can't stay long. 


-—-MESSAGE FILE 10175 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008903 


—-MESSAGE FILE 10176 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008904 

Path: chuka.playstation.co.uk!news 

From: meep42@clara.co.uk 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: hello 

Date: Sat, 6 Mar 2004 18:23:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <c2d5v3$q2t2@www.netyaroze-europe. com> 

References: <clvds0Sn4rl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-44-255-143.range217-44.btcentralplus.com 
X-Newsreader: News Rover 9.1.3 (http://www.NewsRover.com) 


Hi Jon, welcome back. I know how you feel. I quit my games programming job a 
little while ago when it dawned on me I was going slowly nuts. Don't really 
want to do it again for a job. There's quite a difference between making 
games for a living and making them for fun. It's pretty gutting to have 18 
months of your working life 'filed' never to be seen again. 


Hope to see you all at Habbo on the 11th! :) 


-Ben 
--MESSAGE FILE 10176 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008904 


——MESSAGE FILE 10177 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008905 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge \(Jon@surfed.to\)" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: E-MOTION 

Date: Sat, 6 Mar 2004 23:37:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c2doa0Sq2t3@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-36-180.in-addr.btopenworld.com 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


A new Yaroze game comming soon (within a few days) from Matt Varan and me. 
(Well it's not new to Matt and me but it is to every one else). 

Watch this space! 

Also if anyone is interested in designing levels there is a facility for 
that and they can be emailed to be for inclusion in a subsequent release 
(but no mem card saving facility for levels currently). 


I hope you all enjoy it. 


Jon 


—-MESSAGE FILE 10177 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008905 


——MESSAGE FILE 10178 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008906 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge \(Jon@surfed.to\)" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Sat, 6 Mar 2004 23:43:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c2dom4Sq2t4@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2a07iS$q2tl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: dial81-135-36-180.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Yeh I think it'd be noon -- I think the west coast is -8 hours... but don't 
quote me on that. 


I'll be there 8pm GMT 11th March. 


Jon 


—-MESSAGE FILE 10178 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008906 


——MESSAGE FILE 10179 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008907 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge \(Jon@surfed.to\)" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sorry I'm late to the party 

Date: Sun, 7 Mar 2004 00:07:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <c2dq2sSq2t5@www.netyaroze-europe. com> 

References: <c28fd0Sp4p3@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-36-180.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


> You know, a platform that's small enough 
> that it doesn't take a team of 100 to make 
> something decent. 


I did liked working on the GBA. I've not used a homebrew dev system though 
just the nintendo one. Although there wasn't much in the way of high-level 
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APIs or anything in the nintendo one.. most of the programming involves 
setting bits in registers and DMAing things to video memory or whatever... I 
guess the sound was really the only place where you tended to use high level 
APIs. So I suspect any homebrew dev system would probably be OK because it 
doesn't have to be lots of code just lists of macro constants listing the 
addresses of various memory areas and memory registers and some tools to 
convert graphics formats. And the third party cartridge burners are very 
reasonably priced and you don't need to modify your GBA to play the 
cartridges you burn You can even write small games and load&run them via a 
serial link --- you don't even need a cartridge at all that way. 
Professionally there is an over supply of GBA games available to publishers 
so you can't get a very high price for a GBA game (unless it is some 'must 
have' licence)... but (if what we were told a couple of years ago still 
applies) you may beable make a living at it working on your own if you don't 
live in a high living cost area and if you get at least one game published a 
year. 


Jon 


--MESSAGE FILE 10179 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008907 


——MESSAGE FILE 10180 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008908 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: E-MOTION 

Date: Sun, 07 Mar 2004 14:39:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c2fd48Sq2t7@www.netyaroze-europe. com> 

References: <c2doa0$q2t3@www.netyaroze-europe.com> 

NNTP-Posting-Host: 81-86-92-60.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6b) Gecko/20031205 
Thunderbird/0.4 

X-Accept-Language: en-us, en 

In-Reply-To: <c2doa0$q2t3@www.netyaroze-europe. com> 


> ... days) from Matt Varan and 


Hey Prustodge, it's "Verran"! 
—-MESSAGE FILE 10180 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008908 


——MESSAGE FILE 10181 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008909 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: E-MOTION 

Date: Sun, 7 Mar 2004 17:33:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c2fnd7Sq2t8@www.netyaroze-europe. com> 

References: <c2doa0$q2t3@www.netyaroze-europe.com> <c2fd48S$q2t7@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-151-32.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Calm-dowm, calm-down, it was just a typo :-) 


—-MESSAGE FILE 10181 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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——MESSAGE FILE 10182 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008910 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: E-MOTION 

Date: Mon, 8 Mar 2004 09:20:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c2heso$461@www.netyaroze-europe. com> 
References: <c2doa0S$q2t3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I finished building the release package last night, should be uploaded this 
evening when I get home. I'll do a post in here when it's online. 


"Jon Prestidge (Jon@surfed.to)" <jon@technospective.co.uk> wrote in message 
news: c2doa0$q2t 3@www.netyaroze-europe.com... 

> A new Yaroze game comming soon (within a few days) from Matt Varan and me. 
(Well it's not new to Matt and me but it is to every one else). 

Watch this space! 

Also if anyone is interested in designing levels there is a facility for 
that and they can be emailed to be for inclusion in a subsequent release 
(but no mem card saving facility for levels currently). 


I hope you all enjoy it. 


Jon 


VVVVVVVVV VV 


—-MESSAGE FILE 10182 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008910 


—-MESSAGE FILE 10183 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008911 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Any other games or demos? 

Date: Mon, 8 Mar 2004 13:27:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c2htcj$462@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-48-129.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Well I, along with Matt, have finished Emotion for the time being and Matt's 
going to up load it....... 

so now I'm wondering if there are any other games or demos (or starts of 
games) that I've missed (because I stupidly, stupidly, assumed this 
news-group would have closed down and didn't check-in for months). I've had 
a bit of a trawl back through the posts and found one from Peter Dollochan 
('Shuffler' I think it is called) that I'm just about to try, but are there 
any others? 


Jon 


—-MESSAGE FILE 10183 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008911 
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——MESSAGE FILE 10184 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008912 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 8 Mar 2004 14:36:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <c2i19tS463@www.netyaroze-europe.com> 
References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-128-73-213.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Damn, how tempting was it not to add something rude to the sticky note pad 
չ-) 
, 


I'll make every effort to drop by. 


Pete. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: c29sfvSp4p7@www.netyaroze-europe.com... 

> We're going to try another Habbo Hotel chatroom meetup for all the 
yarozers 

> still about. Basically go to: http://www.habbohotel.com create yourself a 
little avatar and join the "yarozescene" room. The password used to be 
"darkhex" but I don't think it asks for a password anymore. 


I propose holding it at 8:00pm on thursday next week, 11th March. Would be 
good if people can say if they can attend. 


I'll be testing it tomorrow morning (saturday 6th) from 10am onwards, if 
ou 
want to pop in, check it's working and say hi please feel free. 


VVVNVVVVV VV 


—-MESSAGE FILE 10184 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008912 


--MESSAGE FILE 10185 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008913 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 8 Mar 2004 16:50:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <c2i97bS464@www.netyaroze-europe. com> 
References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-1259.14.c3.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Yep, you can count on me to be making an appearance, although I'm hoping 
that the avatars look better this time, or maybe I'll appear in a new 
disguise mwahahaha! 


Marc. 
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"Matt Verran" <matt@hermitgames.com> wrote in message 

news: c29sfvSp4p7@www.netyaroze-europe.com... 

> We're going to try another Habbo Hotel chatroom meetup for all the 
yarozers 

still about. Basically go to: http://www.habbohotel.com create yourself a 
little avatar and join the "yarozescene" room. The password used to be 
"darkhex" but I don't think it asks for a password anymore. 


I propose holding it at 8:00pm on thursday next week, 11th March. Would be 
good if people can say if they can attend. 


I'll be testing it tomorrow morning (saturday 6th) from 10am onwards, if 
ou 
want to pop in, check it's working and say hi please feel free. 


VN NK VVVVVV VV 
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—-MESSAGE FILE 10185 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008913 


——MESSAGE FILE 10186 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008914 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Mon, 8 Mar 2004 17:29:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <c2ibhiS465@www.netyaroze-europe. com> 
References: <c2htcj$462@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I still havn't put Chu Chu Rocket out, probably will do soon. But seeing as 
you had a copy of that 3 years ago Jon you might not find it too exciting :) 


Andrew is still working on Gravity Girl I think? 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c2htcj$462@www.netyaroze-europe.com... 

> Well I, along with Matt, have finished Emotion for the time being and 
Matt's 

> going to սք load it....... 

> so now I'm wondering if there are any other games or demos (or starts 
of 

> games) that I've missed (because I stupidly, stupidly, assumed this 

> news-group would have closed down and didn't check-in for months). I've 
had 

> a bit of a trawl back through the posts and found one from Peter Dollochan 
> ('Shuffler' I think it is called) that I'm just about to try, but are 
there 

> any others? 

> 

> Jon 

> 

> 


—-MESSAGE FILE 10186 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008914 


—--MESSAGE FILE 10187 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008915 
Path: chuka.playstation.co.uk!news 
From: "Scott Cartier" <skah_t@dragonshadow. com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: E-MOTION 

Date: Mon, 8 Mar 2004 10:54:48 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c2igh4$466@www.netyaroze-europe. com> 
References: <c2doa0$q2t3@www.netyaroze-europe.com> <c2fd48S$q2t7@www.netyaroze-europe 
.com> <c2fnd7$q2t 8@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Heh, I've almost called you Matt Vernan on occasion :) 


—-MESSAGE FILE 10187 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008915 


—-MESSAGE FILE 10188 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008916 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: new game: E-motion ! 

Date: Mon, 08 Mar 2004 19:49:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <c2ijkg$468@www.netyaroze-europe.com> 

NNTP-Posting-Host: 81-86-231-76.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6b) Gecko/20031205 
Thunderbird/0.4 

X-Accept—-Language: en-us, en 


Well E-Motion is online now at: 
http://www.netyaroze-europe.com/~frkt1lx/ 


Let us know what you reckon to it, and pass on any levels you design. 
There's some interesting stuff from Jon in the ‘interesting’ folder in 
the zip, concept art and art style info. 


Here's the history (from the readme): 


Matt: 

Well this is weird. Last time I looked at this code I was a naive 
student working from a tiny box bedroom in a shared house somewhere in 
Manchester. Aphex Twin on the stereo (RDJ Album), sure this game was 
going to get signed, published, marketed and make us millions... 


I look around where I'm sitting now, workplace still a bedroom? Yep 
(well for the stuff I love making anyway). Shared house? Nope, thank 
god, own flat now. Manchester? It somehow became Hull and then, even 
more mysteriously, I ended up here in London. Aphex Twin still on the 
stereo? Of course (drukqs). Published games, lots of cash? It's probably 
best if I don't warm up my cynicism for the commercial games industry, 
lets just say we worked bloody hard, and we didn't make millions. 


But anyway I'm putting the finishing touches to a game I started writing 
with someone I met over the internet and ended up working with in real 
life. We shared the fun of getting our games canned, eating at Yankee 
Burger, being derided via email, being frozen by the Humber wind and 
ultimately being made redundant. This was the first game me and Jon 
worked on together, and it was probably the most fun to create, I hope 
you like it. 
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Jon: 

My memories are becomming very murky now of how things first started-out 
on this game. At the time I was working on a project that had gotten 
hopelessly out of control... it had started out as a first person 
shoot`em-up and developed into a snow-balling human physics emulation 
project. When you're working on a project commercially you're 
considerate of deadlines and your employer's costs, but when it's just 
your own time and your own money (and you didn't have a dead-line to 
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--MESSAGE FILE 10188 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008916 


——MESSAGE FILE 10189 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008917 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Mon, 8 Mar 2004 19:49:52 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <c2ijopS469@www.netyaroze-europe.com> 


References: <c2htcj$462@www.netyaroze-europe.com> <c2ibhiS465@www.netyaroze-europe.c 


om> 

NNTP-Posting-Host: host213-122-76-212.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Peter's Puzzler game well did my head-in (in a good way I mean) with that 
picture of the battle scene ... a well chosen picture for that kind of 
puzzle I think as you can't tell for certain if a piece fits where you think 
it should until you've toiled to get into place. 


> Andrew is still working on Gravity Girl I think? 


Gravity Girl hey .. that's a blast from the past --- good to hear he's 
still working on it. 


—-MESSAGE FILE 10189 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008917 


——MESSAGE FILE 10190 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008918 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 08 Mar 2004 15:07:26 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7 jkp40psa0s7p84jal3ep92k86umdmllbf@4ax.com> 


.com> <c2dom4$q2t4@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


Hey, thanks for the heads up on this Jon. 
I'll try to make it. 


On Sat, 6 Mar 2004 23:43:30 -0000, "Jon Prestidge \(Jon@surfed.to\)" 
<jon@technospective.co.uk> wrote: 


>Yeh I think it'd be noon -- I think the west coast is -8 hours... but don't 
>quote me on that. 
> 


References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2a07iSgq2t1l@www.netyaroze-europe 
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>I'll be there 8pm GMT 11th March. 
> 

>Jon 

> 


—-MESSAGE FILE 10190 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008918 


——MESSAGE FILE 10191 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008919 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game: E-motion ! 

Date: Mon, 8 Mar 2004 20:29:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c2im4q$4610@www.netyaroze-europe. com> 
References: <c2ijkgS468@www.netyaroze-europe.com> 
NNTP-Posting-Host: dial81-135-3-240.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Yep please do design some levels if you feel the urge and email them to me 
and we'll link them into a new release (they'll appear in on the level 
selection screen where it says "YAROZERS" and due credit will be given)... 
there's room for loads more so you can design as many as you like within 
reason. You can name them whatever you like (upto about 20 characters). 


Jon 


—-MESSAGE FILE 10191 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008919 


—-MESSAGE FILE 10192 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008920 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 8 Mar 2004 21:22:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c2ip6h$4611@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2a07iS$q2tl@www.netyaroze-europe 
.com> <c2dom4$q2t4@www.netyaroze-europe.com> <7 jkp40psa0s7p84jal3ep92k8 6umdmllbf@4ax 
. com> 

NNTP-Posting-Host: dial81-131-238-237.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


No worries! 


-—-MESSAGE FILE 10192 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008920 


——MESSAGE FILE 10193 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008921 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 
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Date: Tue, 09 Mar 2004 05:59:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <c2iqgq$4613@www.netyaroze-europe. com> 

References: <c2htcj$462@www.netyaroze-europe.com> <c2ibhiS465@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c2ibhi$465@www.netyaroze-europe. com> 


Matt Verran wrote: 
> I still havn't put Chu Chu Rocket out, probably will do soon. But seeing a 
you had a copy of that 3 years ago Jon you might not find it too exciting :) 


Andrew is still working on Gravity Girl I think? 


> 
> 
> 
> 


Well, it's not so much Gravity Girl anymore since the OPSM dash, though 
it does resemble a game of sorts. All i've done since then is some more 
work to the background and made bullets bounce around, Combat style (as 
in bugged to hell :) ). I'm not really working on it full-time or 
anything, though I thought that interest had fallen off since OPSM's 
demise. Glad to see I was wrong :) 


I have to iron out a few probs and put menus/highscore tables etc in, 
and do a proper level (and do more sprites and textures (sob!)). More 
enemies wouldn't go amiss either. And a 3rd OT for the cheesy space 
background for proper priority, it seems. 


I put up the latest version t'other day: 
http://www.netyaroze-europe.com/~partinga/ftp/3dthing.zip 


you'll have to strip out the paths from the auto file though. 


Left: Rotate left 

Right: Rotate right 

X: thrust 

Square: fire 

Circle: Dematerialisation beam (i.e. rescue people and pick up energy 
pods with this - hover over them and keep the object in the beam until 
it dematerialises) 

Ll: zoom out 

Rl: zoom in 

L2: reset destroyed items/scenery (debug feature) 

Select: Exit 


Mission: Rescue the strangely similar clones from the planet and destroy 
enemies. Pick up energy pods to renew your energy. Watch your aim! 


You are invulnerable until you drop your shields to fire or use your 
tractor beam. 


Didn't Pal have something up his sleeve for OPSM as well? I would have 

liked to see that - his last two games were quality. 

Cheers all, 

Andy 

—-MESSAGE FILE 10193 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008921 


—--MESSAGE FILE 10194 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008922 
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Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Mon, 08 Mar 2004 21:47:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <c2iqk0$4614@www.netyaroze-europe. com> 
References: <c2htcj$462@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1783.giraffe.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2htc j$462@www.netyaroze-europe. com> 


Well I'm still doing stuff, I've started Gribbly's Day Out, and I'm 
going to do Paradroid next, I've got a Spectrum space invaders thats 
working but needs a bit of sparkle, very dull at the moment 


Still got to do my 8 week project, which I will do after July when my 
free time becomes my own again. 


Nigel 


Jon Prestidge wrote: 


Well I, along with Matt, have finished Emotion for the time being and Matt's 
going to up load it....... 

so now I'm wondering if there are any other games or demos (or starts of 
games) that I've missed (because I stupidly, stupidly, assumed this 
news-group would have closed down and didn't check-in for months). I've had 
a bit of a trawl back through the posts and found one from Peter Dollochan 
('Shuffler' I think it is called) that I'm just about to try, but are there 
any others? 


Jon 


VVVVVVVVVV VV 


—-MESSAGE FILE 10194 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008922 


——MESSAGE FILE 10195 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008923 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 08 Mar 2004 21:49:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c2iqnk$4615@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1783.giraffe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c29sfvSp4p7@www.netyaroze-europe. com> 


I'll be there, didn't think I was going to be able to make it but now I 
will... horray :) 
Nigel 


Matt Verran wrote: 


> We're going to try another Habbo Hotel chatroom meetup for all the yarozers 
> still about. Basically go to: http://www.habbohotel.com create yourself a 
> little avatar and join the "yarozescene" room. The password used to be 
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"darkhex" but I don't think it asks for a password anymore. 


I propose holding it at 8:00pm on thursday next week, 11th March. Would be 
good if people can say if they can attend. 


> 
> 
> 
> 
> 
> I'll be testing it tomorrow morning (saturday 6th) from 10am onwards, if you 

> want to pop in, check it's working and say hi please feel free. 

> 

> 

—-MESSAGE FILE 10195 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008923 


——MESSAGE FILE 10196 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008924 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Mon, 08 Mar 2004 21:50:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <c2iqpo$4616@www.netyaroze-europe. com> 

References: <c2htcj$462@www.netyaroze-europe.com> <c2iqk0$4614@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: modem-1783.giraffe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2iqk0$4614@www.netyaroze-europe. com> 


Always miss stuff out, don't know why. 

Fire and Ice and Ruff n Tumble and Wizball. 

Yep that should do it, next 6 years of my life sorted :) 
Nigel 


Nigel Critten wrote: 


Well I'm still doing stuff, I've started Gribbly's Day Out, and I'm 
going to do Paradroid next, I've got a Spectrum space invaders thats 
working but needs a bit of sparkle, very dull at the moment 


Still got to do my 8 week project, which I will do after July when my 
free time becomes my own again. 


VVVVVVVV 


Nigel 
—-MESSAGE FILE 10196 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008924 


——MESSAGE FILE 10197 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008925 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 8 Mar 2004 19:18:02 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <c2je11$4617@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2iqnk$4615@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: h24-85-87-163.vc.shawcable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 
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That's right at the start of lunch hour over here - I'll have sandwiches 
ready at my desk so I can be there for the full hour. :) 


As long as EA's web filter doesn't block the Habbo URL, anyway. :-/ 
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—-MESSAGE FILE 10197 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008925 


——MESSAGE FILE 10198 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008926 

Path: chuka.playstation.co.uk!news 

From: Omar Metwally <ometwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: omar metwally 

Date: Tue, 09 Mar 2004 01:46:18 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <c2jq5p$4618@www.netyaroze-europe. com> 
NNTP-Posting-Host: adsl-—68-73-195-168.dsl.sfldmi.ameritech.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Macintosh; U; PPC Mac OS X Mach-O; en-US; rv:1.4) 
30624 Netscape/7.1 

X-Accept—-Language: en-us, en 


hi everyone, 


it's really great to see a lot of people starting to take their yarozes 
out of their boxes and start to make like the good old days. it brings 
back a lot of good memories. unfortunately, mine is still packed away, 
as i'm now using a mac powerbook g4 (running macOS X) and i've never 
figured out how to get set up a yaroze development environment on it (if 
it's even possible). if anyone has an idea let me know, because i was 
always under the impression that ira rainey was mac user. 


so whether or not i will ever get back to cranking those games out like 
i used to, i don't know. i can only hope so. i never went into 
computer science as i had originally intended. i actually ended up 
going into medicine which is what i've been occupied with recently. 
it's going to be a very very long path (longer than back home in egypt, 
and longer than most european medical programmes) it leaves little time 
to eat and breathe, let alone code for fun. 


unfortunately i won't be able to be there at the habbo reunion ( UK time 


—> US time = inconvenient ). but i hope to see a flow of messages on 
the newsgroups (i finallyyy figured out how to get them working on my 
computer after struggling for a while... on my mac, that is). and i can 


only pray that i'll someday hook up my yaroze again. 


btw congratulations nick on the EA position. you were the one who 
really inspired me to buy a yaroze in the first place and i remember 
that i had read your entire diary about 5 times and it finally convinced 
me to take the plunge. the years i spend making games were really the 
best times every. 


good luck i hope to see a lot of games out soon 
best, 


omar metwally 
ometwally7@aol.com 


Gecko/200 


—-MESSAGE FILE 10198 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008926 


——MESSAGE FILE 10199 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008927 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: omar metwally 

Date: Tue, 9 Mar 2004 10:48:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <c2k8eg$4619@www.netyaroze-europe. com> 
References: <c2jq5p$4618@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-203-131.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi Omar, 

Good to hear you're well (although time empoverished). I wish you good 
luck in you're medical career. I remember when I was about 14, I was fully 
planning to become a doctor... but then the Sinclair 2480 came out and I 
forgot all about that plan -- but I probably couldn't have hacked the many 
years of study anyway, truth be known :-) 


> btw congratulations nick on the EA position. 


oh yes congrats from me too -- somthingelse I missed. 


I think the way of using the Yaroze with a mac is to use the mac version of 


CodeWarrior for Yaroze....you might have to spirit away a copy from someone 
since CodeWarrior for the Yaroze is long out of production and out of stock. 
I know Matt and Marc, if not others will grit their teeth on just hearing 
the name CodeWarrior....but I've used the PC version of it without any 
problem. 

Jon 


—-MESSAGE FILE 10199 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008927 


——MESSAGE FILE 10200 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008928 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Tue, 9 Mar 2004 11:32:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <c2kb0eS4620@www.netyaroze-europe. com> 

References: <c2htcj$462@www.netyaroze-europe.com> <c2ibhiS465@www.netyaroze-europe.c 
om> <c2iqgq$4613@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-122-243.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hey yeah looks good Andy -- I don't think the platforms were textured last 
time I saw it. Good to see you still have that good zoom feature. As 
you'll bebable see if you try Emotion, there's nothing I like better than 
thrusting a rocket ship around...and some of my favorite games were Lunar 
Landar (the original Atari arcade machine) and Oids on the Amiga. All it 
needs is a nice thruster sound (I assume there isn't one and it's not just 
my TV playing-up or something). 


> cheesy space background 
ohw! I quite like the 'cheesy' space background! 
I find it well difficult to hover stabley and pick-up the pods/people and 


shooting downwards at the enemies is also tricky ---but of course these are 
good things... very good things :-) 


Great stuff! 
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Oh yeah, and Matt --- I can't beleive you've not ever put-out Chu-Chu 
rocket.... talk about blast from the past. I think, ironicly, all our 
attempts to become professional game programmers actually ended-up holding 
us back in getting games 'out there'. 


-—-MESSAGE FILE 10200 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008928 


——MESSAGE FILE 10201 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008929 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Tue, 09 Mar 2004 23:04:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <c2kmh3$4622@www.netyaroze-europe. com> 

References: <c2htcj$462@www.netyaroze-europe.com> <c2ibhiS465@www.netyaroze-europe.c 
om> <c2iqgq$4613@www.netyaroze-europe.com> <c2kb0e$4620@www.netyaroze-europe. com> 
NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c2kb0e$4620@www.netyaroze-europe. com> 


Jon Prestidge wrote: 

> Hey yeah looks good Andy -- I don't think the platforms were textured last 
> time I saw it. Good to see you still have that good zoom feature. As 

> you'll bebable see if you try Emotion, there's nothing I like better than 
> thrusting a rocket ship around...and some of my favorite games were Lunar 
> Landar (the original Atari arcade machine) and Oids on the Amiga. 

Yeah, I gave Emotion a damn good play last night, it's evil, but ace - 

well done guys :) I was into Solar Jetman on the NES and Exile on the 
Amiga (can't remember Oids though) 


I was arcade impoverished when I was younger, so I didn't get round to 
seing the likes of Gravitar or Lunar Lander until MAME came out. 
Nearest we got to arcade thrills and spills was a 3 mile bike ride to 
some caravan park to play on their knackered Time Pilot '84 that you 
could crash in interesting ways by rocking the machine to get loads of 
free credits (complete with bad ROM/RAM messages when it rebooted). 
That is, until someone rocked it one too many times and it stopped 
working altogether... 


All it 
> needs is a nice thruster sound (I assume there isn't one and it's not just 
> my TV playing-up or something). 


> 

> 

No sound yet :( I'll have to rip a few decent effects from somewhere. 
I wanted to have a play with the MIDI spec and see what I could do with 
a few looped samples (stuff I was listening to when I was coding - it 


sort of goes with what's going on), but it's one of those things I never 
got round to. 


>>cheesy space background 


> 

> 

> ... Ohw! I quite like the 'cheesy' space background! 

> 

Heh - maybe you'd think differently after using it for 3+ years :) It 


really needs blurring in the direction you are travelling in though for 
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that anime speed-lines look. 


> I find it well difficult to hover stabley and pick-up the pods/people and 

> shooting downwards at the enemies is also tricky ---but of course these are 
> good things... very good things :-) 

> 

> 


Great stuff! 


Cheers Jon! Maybe the time you have to wait to pick stuff up is a touch 
too long though. Originally I wanted to be able to tow stuff around but 
I couldn't quite get my head around how to do proper pendulum physics, 
so that's why you have that beam instead. Can you recommend a decent 
tutorial somewhere? 


-—-MESSAGE FILE 10201 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008929 


—--MESSAGE FILE 10202 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008930 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game: E-motion ! 

Date: Tue, 09 Mar 2004 23:23:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <c2knjuS$4624@www.netyaroze-europe. com> 

References: <c2ijkg$468@www.netyaroze-europe.com> <c2im4q$4610@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c2im4q$4610@www.netyaroze-europe. com> 


Jon Prestidge wrote: 

Yep please do design some levels if you feel the urge and email them to me 
and we'll link them into a new release (they'll appear in on the level 
selection screen where it says "YAROZERS" and due credit will be given)... 
there's room for loads more so you can design as many as you like within 
reason. You can name them whatever you like (upto about 20 characters). 


Jon 


VVVVVVVVV VV 


It's a fantastic game, guys, especially for 5 weeks work! As I said in 
another thread, evil, but ace! Top notch physics, those flames and ship 
model are cool, and that elastic thing is great, you could do a lot with 
that. How many polys are in it? 


I'd like to see my score if I finish a level instead of the Game Over 
screen, but I guess you've already thought of that. (Unless i'm doing 
really crap and it already does) 


Is 3 the limit for the number of elastic conenctions you can create in 
the editor? Will there be any more in future? 

Well done Matt/Jon! 

Andy 


—-MESSAGE FILE 10202 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008930 


Net Yaroze newsgroups message dump.txt Page 6840 


——MESSAGE FILE 10203 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008931 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any other games or demos? 

Date: Tue, 9 Mar 2004 15:22:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <c2kofd$4625@www.netyaroze-europe. com> 

References: <c2htcj$462@www.netyaroze-europe.com> <c2ibhiS465@www.netyaroze-europe.c 
om> <c2iqgq$4613@www.netyaroze-europe.com> <c2kb0e$4620@www.netyaroze-europe.com> ՀՇ 
2kmh3$4622@www.netyaroze-europe.com> 

NNTP-Posting-Host: host213-122-150-125.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> Originally I wanted to be able 

> to tow stuff around but 

> couldn't quite get my head around how 

> to do proper pendulum physics 

well if you wanted something like the elastic effect in Emotion it would be 
quite easy provided you have the sort of game loop where you keep an X and Y 
velocity value for the ship and other objects that every frame you abate 
somewhat (and add to the Y for the gravity) and where you add/subtract to X 
or Y accordingly when the user thrusts....... that kind of 
accumulating/deminishing running velocity type of method. If so I seem 
to remember it was just a case of taking the dx and dy between the object 
and the ship and dividing them by, say, 50 and adding it on to the object's 
velocity (the divided dx to the X velocity and the divided dy to the Y 
velocity) -- effectively as an acceleration. I guess with the Emotion 
elastic I made it apply more acceleration the more streched the elastic was. 


I don't know of any tutorials I'm afraid I got my info form some moth eaten 
old books of my Dad's like "Teach Yourself Mechanics" and "From Galileo to 
Cosmic Rays".... and the elastic bit, I have to confess, I just guessed at. 


I had a very early exposure to Arcade when my Dad took me when, I guess I 


was roughly 12, but not much after that... so I rember the simple early 
ones like Space invaders, Asteriods, Lunar Lander and Boot Hill as kings of 
the arcade... of course I'd pop in from year to year on seaside holidays to 


see such delights as Star Wars. 


Jon 


-—-MESSAGE FILE 10203 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008931 


——MESSAGE FILE 10204 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008932 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: new game: E-motion ! 

Date: Tue, 9 Mar 2004 18:08:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3863 
Message-ID: <c21291S4627@www.netyaroze-europe. com> 

References: <c2ijkg$468@www.netyaroze-europe.com> <c2im4q$4610@www.netyaroze-europe. 
com> <c2knju$4624@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-123-250.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


> How many polys are in it? 
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There were about 34 tris but I converted them to about half that meny quads 
for better perfomance I think. 

I had drawn diagrams when designing the objects, but I forgot to scan them 
and put them in the 'interesting'...but I'l do that on the next release. 
For now I have just attache the diagram for the elastic. 


> Is 3 the limit for the number of 

> elastic conenctions you can create in 

> the editor? Will there be any 

> more in future? 

I guess I could allow a couple more quite easily ... but if you have more 
elastic active on a level there is less resource available so you can't have 
as many balls or pods etc..... same if you have loads of balls on a level you 


can have 
less pods and elastic and so on. 


> I'd like to see my score if I finish 
> a level instead of the Game Over 
> screen 


I suppose we should do something better there (printing your score big 


and saying "Well done" or "Really Poor" or whatever.... but at the moment 
the score is still visible at the top left when the game-over screen is 
on.... if it shows zero then that's just too bad :-) zero is your score 


(probably because you ran-out of energy before the level was cleared). 


Cheers, 
Jon 


—-MESSAGE FILE 10204 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008932 


——MESSAGE FILE 10205 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008933 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 01:19:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <c21rd8$4629@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem—-3640.aardvark.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 


Hi, 


Does anyone have the source for a Tim Loader/Saver for the PC doesn't 
matter what language its in, C, BASIC just to save me re-inventing the 
wheel, or actually point me in the direction of the file format, I 
thought it was in one of the user guides but I can't find it. 


Also 3D objects can they be created with a vertex list or do they have 
to be loaded, can they have vertex colours? 


Cheers 
Nigel 
-—-MESSAGE FILE 10205 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008933 


——MESSAGE FILE 10206 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008934 
Path: chuka.playstation.co.uk!news 
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From: Andrew Partington <andrew.partington90@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 11:51:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <c2m3ee$4631@www.netyaroze-europe. com> 

References: <c21rd8S$4629@www.netyaroze-europe. com> 

NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c21rd8$4629@www.netyaroze-europe. com> 


Nigel Critten wrote: 
Hi, 


Does anyone have the source for a Tim Loader/Saver for the PC doesn't 
matter what language its in, C, BASIC just to save me re-inventing the 
wheel, or actually point me in the direction of the file format, I 
thought it was in one of the user guides but I can't find it. 


VV NV V V V 


You can find the .tim (and .tmd for your next question) formats near the 
bottom of the docs page (fileformat.zip): 


http://www.netyaroze-europe.com/yaroze/docs/main.htm 


Also 3D objects can they be created with a vertex list or do they have 
to be loaded, can they have vertex colours? 


V V V V 


You can use an array of vertices, (and normals, if you want lighting) 
and a void* to a list of primitives, you don't have to use a modeller or 
anything. The primitives contain 3 or 4 index values into the vertex 
array. Grab yourself tmd.c and tmd.h for the primitive definitions by 
S. Ashley - there's a few tutorials that have them (can't remember 
offhand though). More in-depth info is in the file formats doc. 


You can have different colours for different vertices if you use 
gouraud-shaded polys (TMD_G3N, TMD_GT3N, TMD_G4N, TMD_GT4N, etc.) 


TMD's are definitely the way forward though, for 2D as well as 3D. 


Cheers, 
Andy 


—-MESSAGE FILE 10206 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008934 


——MESSAGE FILE 10207 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008935 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: omar metwally 

Date: Tue, 9 Mar 2004 20:29:11 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <c2m6i5$2141@www.netyaroze-europe. com> 

References: <c2jq5p$4618@www.netyaroze-europe.com> <c2k8eg$4619@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: h24-85-87-163.vc.shawcable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 
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Thanks for the well wishes guys, it really means a lot coming from the old 
NY crew. :) 


I'll be sure to tell you what I'm up to at EA as soon as I'm allowed to. 


-—-MESSAGE FILE 10207 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008935 


--MESSAGE FILE 10208 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008936 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: omar metwally 

Date: Wed, 10 Mar 2004 10:04:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <c2mq7a$2142@www.netyaroze-europe. com> 

References: <c2jq5p$4618@www.netyaroze-europe.com> <c2k8eg$4619@www.netyaroze-europe 
.com> <c2m6i5$2141@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


> I'll be sure to tell you what I'm up to at EA as soon as I'm allowed to. 
What job are you doing these days? It says on your site 


(www.nickfurguson.com folks) that you're an Associate Producer now, is that 
EAs name for designer or are you now officially management :) 


—-MESSAGE FILE 10208 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008936 


——MESSAGE FILE 10209 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008937 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 12:15:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <c2n1r4$2144@www.netyaroze-europe. com> 

References: <c2l1rd8$4629@www.netyaroze-europe.com> <c2m3ee$4631@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-795.jaguar.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept-Language: en 

In-Reply-To: <c2m3ee$4631@www.netyaroze-europe.com> 


THanks for the info, I must pay more attention and read through the 
yaroze-europe site a bit more carefully, I knew I'd seen them around 
thanks for pointing them out. 


As for the 3D object, what I'm trying to do is create an effect similar 
to the Amiga's Copper rainbow effects where you can change colour on 
every line, but I'm not keen on doing 320 GsSortGLine's or 256 
GsSortLine's so I'm thinking of putting a flat object in the background 
with gouraud-shading and then fade colours through it, its probably an 
insane plan that I know will mess up the co-ordinates of the sprites? 


Cheers 
Nigel 
--MESSAGE FILE 10209 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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008937 


--MESSAGE FILE 10210 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008938 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 12:53:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 239 
Message-ID: <c2n450$2145@www.netyaroze-europe. com> 

References: <c21rd8$4629@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-150-250.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I don't see any prob in using a gourad shaded polygon for a 
background....although you may have to put it in its own OT or put it quite 
some way back from the forgroud objects to avoid Z buffing prolems (which 
are worse with large polygons). 


I think the "G_4G" type would probably be the ideal TMD primitive type to 
use. 


I've attached some TMD diagnostic routines incase the TMD stuff you create 
has a hard to find bug in it (sorry if that's tempting fate). 


Jon 


—-MESSAGE FILE 10210 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008938 


--MESSAGE FILE 10211 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008939 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 13:20:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <c2n5nj$2146@www.netyaroze-europe. com> 

References: <c21rd8$4629@www.netyaroze-europe.com> <c2n450$2145@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-161-121.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


....ՕԲ may be.... G_4T_NL would be better... I suppose you'd have to have a 
blank texture for it though. With the G_4G you'd have to have a light 
on...so neither one is perfect .... pitty there isn't a G_4G_NL type (or at 


least I could not find one) 


Oh yes, and forget that TMD_check because it doesn't support those types 
(though I could always put in the code to do it if required) 


—-MESSAGE FILE 10211 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008939 


--MESSAGE FILE 10212 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008940 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 
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Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 14:23:28 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 
Message-ID: <c2n9cj$2147@www.netyaroze-europe. com> 

References: <c2l1rd8$4629@www.netyaroze-europe.com> <c2n450$2145@www.netyaroze-europe 
.com> <c2n5nj$2146@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


having a bunch of quad strips would probably be quite a lot quicker than one 
quad, big single primitives are sloooow. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news:c2n5nj$2146@www.netyaroze-europe.com... 


> ....or may be.... G_4T_NL would be better... I suppose you'd have to have 
a 

> blank texture for it though. With the G_4G you'd have to have a light 

> on...so neither one is perfect .... pitty there isn't a G_4G_NL type (or 
at 


> least I could not find one) 


> 

> Oh yes, and forget that TMD_check because it doesn't support those types 
> (though I could always put in the code to do it if required) 
> 
> 


—-MESSAGE FILE 10212 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008940 


——MESSAGE FILE 10213 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008941 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tim Loader/Saver 

Date: Wed, 10 Mar 2004 15:11:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
Message-ID: <c2nc5r$2149@www.netyaroze-europe. com> 

References: <c2l1rd8$4629@www.netyaroze-europe.com> <c2n450$2145@www.netyaroze-europe 
.com> <c2n5nj$2146@www.netyaroze-europe.com> <c2n9cj$2147@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1468.bear.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2n9cj$2147@www.netyaroze-europe. com> 


If I did that I could have a lot more control over the colours so I 
think I'll try that. 


I was going to give it a go today but I chickened out and did the Tim 
Loader/Saver instead which are now working. 


I'm going to give the 3D stuff a go tomorrow when I know I have all day, 
and know where everyone will be at 8pm in case of problems ;) 


Thanks for all the help so far prepare for more questions... 


Cheers 
Nigel 


Matt Verran wrote: 


> having a bunch of quad strips would probably be quite a lot quicker than one 
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> quad, big single primitives are sloooow. 

> 

> "Jon Prestidge" <jon@technospective.co.uk> wrote in message 

> news:c2n5nj$2146@www.netyaroze-europe.com... 

> 

>>....or may be.... G_4T_NL would be better... I suppose you'd have to have 
> 

>a 

> 

>>blank texture for it though. With the G_4G you'd have to have a light 
>>on...so neither one is perfect .... pitty there isn't a G_4G_NL type (or 
> 

> at 

> 

>>least I could not find one) 

>> 


>>Oh yes, and forget that TMD_check because it doesn't support those types 

>>(though I could always put in the code to do it if required) 

>> 

>> 

> 

> 

> 

—-MESSAGE FILE 10213 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008941 


—-MESSAGE FILE 10214 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008942 

Path: chuka.playstation.co.uk!news 

From: "QuietBloke" <john@quietbloke.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Wed, 10 Mar 2004 20:38:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <c2nvct$21410@www.netyaroze-europe. com> 
References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-31-97-107.adsl.entanet.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


00000... ooooo | 
I'll do my utmost to be there :) 


and errmm.. hi all.. Id kind of assumed this newsgroup was no more... its 
good to see its still up and running. 


Im a bit gutted my Yaroze is packed away.. I cant see what what this 
e-motion game is like.. though judging from previous entries its a corker. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: c29sfvSp4p7@www.netyaroze-europe.com... 

> We're going to try another Habbo Hotel chatroom meetup for all the 
yarozers 

> still about. Basically go to: http://www.habbohotel.com create yourself a 
little avatar and join the "yarozescene" room. The password used to be 
"darkhex" but I don't think it asks for a password anymore. 


I propose holding it at 8:00pm on thursday next week, 11th March. Would be 
good if people can say if they can attend. 


I'll be testing it tomorrow morning (saturday 6th) from 10am onwards, if 
ou 
want to pop in, check it's working and say hi please feel free. 


VVVKNVVVVV VV 


—-MESSAGE FILE 10214 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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008942 


——MESSAGE FILE 10215 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008943 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: omar metwally 

Date: Wed, 10 Mar 2004 21:04:12 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <c2osvq$21411@www.netyaroze-europe. com> 

References: <c2jq5p$4618@www.netyaroze-europe.com> <c2k8eg$4619@www.netyaroze-europe 
.com> <c2m6i5$2141@www.netyaroze-europe.com> <c2mq7a$2142@www.netyaroze-europe. com> 
NNTP-Posting-Host: h24-85-87-163.vc.shawcable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I'm a SKU producer (i.e. senior producer on a single title) in the 
newly-formed handheld division of EA Canada, EA Fusion (PSP, GBA, N-Gage, 
maybe DS). So I guess I'm officially management. 


Much of the design work at EAC is done by "producers", including myself. 
There's a big distinction here between "production" and "development", which 
is how it should be. 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:c2mq7a$2142@www.netyaroze-europe.com... 

> > I'll be sure to tell you what I'm up to at EA as soon as I'm allowed to. 
> 

> What job are you doing these days? It says on your site 

> (www.nickfurguson.com folks) that you're an Associate Producer now, is 
that 

> EAs name for designer or are you now officially management :) 

> 

> 


—-MESSAGE FILE 10215 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008943 


——MESSAGE FILE 10216 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008944 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Thu, 11 Mar 2004 10:32:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c2pg85$21412@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2nvct$21410@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-134-219.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Great! 'See' yo there then John. 


Is the Yaroze packed-away because you're decorating, or is it because you 
are concentating on an other platform now? 


Jon 


—-MESSAGE FILE 10216 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008944 
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——MESSAGE FILE 10217 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008945 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: 11 Mar 2004 18:35:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01c40795S19b60fa0S8500a8c0@portable-pal> 

References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris-—108-1-10-175.w217-128.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Matt Verran <matt@hermitgames.com> wrote in article 
<c29sfvSp4p7@www.netyaroze-europe.com>... 
> Would be good if people can say if they can attend. 


I'll try to be there. 


pal 


-—-MESSAGE FILE 10217 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008945 


——MESSAGE FILE 10218 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008946 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Thu, 11 Mar 2004 19:12:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <c2qef9$21413@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <01c40795S$19b60fa0S8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031007 
X-Accept—-Language: en-us, en 

In-Reply-To: <01c40795519b60fa0S8500a8c0@portable-pal> 


pal wrote: 
> Matt Verran <matt@hermitgames.com> wrote in article 
> <c29sfvSp4p7@www.netyaroze-europe.com>... 


> 

>>Would be good if people can say if they can attend. 
> 

> 

> I'll try to be there. 

> 

> pal 

> 


Me too, if I can find a browser that doesn't crash when you load 
Shockwave stuff... 


Andy 


—-MESSAGE FILE 10218 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008946 


--MESSAGE FILE 10219 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008947 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Thu, 11 Mar 2004 23:29:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1004 

Message-ID: <c2qtpk$21414@www.netyaroze-europe. com> 
References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-106-227.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Things got a bit out of hand towards the end.... 


—-MESSAGE FILE 10219 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008947 


——MESSAGE FILE 10220 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008948 

Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Activity 

Date: Thu, 11 Mar 2004 21:19:02 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c2rmj8S$5lql@www.netyaroze-europe. com> 

Reply-To: "Shawn" <leabre@html.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


There doesn't seem to be much activity anymore. I'm wondering if it makes 
sense to post any questions anymore. The US site has so many broken links, 
only the EU has any kind of valuable information. 


Does anyone still develop their Yaroze games? Is there still a Sony tech 
roaming these newsgroups? 


Thanks 


—-MESSAGE FILE 10220 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008948 


——MESSAGE FILE 10221 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008949 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Fri, 12 Mar 2004 10:02:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <c2s2s0S51q2@www.netyaroze-europe. com> 
References: <c2rmj8S5lql@www.netyaroze-europe.com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi Shawn, 


There is still a bit of activity here on the SCEE side. There's me, James 
Burns and George Bain from Sony still scanning these newsgroups and several 
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non-Sony knowledgeable yarozers around to help. 


cheers 
Matt Verran 


"Shawn" <leabre@html.com> wrote in message 
news:c2rmj8$5lql@www.netyaroze-europe.com... 

> There doesn't seem to be much activity anymore. I'm wondering if it makes 
> sense to post any questions anymore. The US site has so many broken 
links, 

> only the EU has any kind of valuable information. 


v 


Does anyone still develop their Yaroze games? Is there still a Sony tech 
roaming these newsgroups? 


> 
> 
> 
> 
> Thanks 
> 

> 


—-MESSAGE FILE 10221 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008949 


--MESSAGE FILE 10222 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008950 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Fri, 12 Mar 2004 10:50:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c2s5qtS$5lq3@www.netyaroze-europe.com> 
References: <c2rmj8$5lql@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-131-211-205.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hello Shawn, 


yeah ... well.... I counted 11 people last night at one time at the 
Yarozers' meet at the Habbo Hotel ....so yes there should be someone to 
answer most questions. 


I think (someone correct me if I'm wrong) that every one just posts on this 
news group now though--- the others are of course very useful but I think 
people just use them for reference. 


Have you tried Emotion yet (shameless plug) ? You can find it on Matt's 
page with his other Yaroze games too:- 
http://www.netyaroze-europe.com/~frkt1x/ 


Jon 


-—-MESSAGE FILE 10222 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008950 


——MESSAGE FILE 10223 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008951 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Fri, 12 Mar 2004 16:36:05 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <c2spt7$51q4@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2qtpk$21414@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: user-4152.11.c2.dsl.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I've had the 'wheels on the bus' in my head all freakin day!! 


Probably the best Habbo meeting yet, a big CHEERS for sorting it out Matt 
:-) 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news: c2qtpk$21414@www.netyaroze-europe.com... 

> Things got a bit out of hand towards the end.... 

> 

> 

> 


—-MESSAGE FILE 10223 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008951 


——MESSAGE FILE 10224 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008952 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Fri, 12 Mar 2004 09:57:24 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <c2svqrS$5lq5@www.netyaroze-europe. com> 

References: <c2rmj8$5lql@www.netyaroze-europe.com> <c2s5qt$5lq3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 63.251.219.69 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Alright, very well then... In all this time I've owned the Yaroze this will 
be the first time I'm actually using it. When I got it back in '97 I 
started college for 3d graphics & animation, thinking I'd make a game and I 
never got around to it. Today, professionally, I'm a programmer for 
business software and now looking to get into game development to see where 
it'll go. 


I have a question... we're not allowed to execute directly off a CD. Has 
someone figured out a way to do so? Or... are we able to place files on the 
hard disk and can our game simply just load the files off the hard disk as 
we're playing...? What I have in mind will probly consume about 20MB total 
for the game. Although I am starting out small. 


Thanks 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c2s5qt$5lq3@www.netyaroze-europe.com... 

> Hello Shawn, 

> 

> yeah ... well.... I counted 11 people last night at one time at the 
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> Yarozers' meet at the Habbo Hotel ....so yes there should be someone to 
> answer most questions. 
> 


> I think (someone correct me if I'm wrong) that every one just posts on 
this 

> news group now though--- the others are of course very useful but I think 
people just use them for reference. 


Have you tried Emotion yet (shameless plug) ? You can find it on Matt's 


page with his other Yaroze games too:- 
http://www.netyaroze-europe.com/~frkt1lx/ 


Jon 


VVVVVVVVV VV 


-—-MESSAGE FILE 10224 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008952 


—--MESSAGE FILE 10225 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008953 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Fri, 12 Mar 2004 19:29:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <c2t424S5lq7@www.netyaroze-europe. com> 

References: <c2rmj8$5lql@www.netyaroze-europe.com> <c2s5qt$5lq3@www.netyaroze-europe 
.com> <c2svqr$5l1q5@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-1871.jaguar.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2svqr$5lq5@www.netyaroze-europe. com> 


you are limited to the memory inside the Yaroze, you can put audio 
tracks onto a CD and use those but not code & data. 


I think it is strictly speaking possible to d/l images from the PC 
because before I knew what I was doing *cough* thats how I did it, try 
the Space Harrier Test on my yaroze website because that does it, but 
loading across a serial cable is slow and 20mb just isn't going to work. 


I'm not trying to put you off, the yaroze is a great machine but you 
have to work within its limits, and as I'm sure you've heard a thousand 
times before that the original Ridge Racer loaded in one go, so it 
should be a huge limit really. 


Nigel 
—-MESSAGE FILE 10225 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008953 


——MESSAGE FILE 10226 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008954 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: rand () 

Date: Fri, 12 Mar 2004 19:41:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c2t4oa$51q9@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1871.jaguar.dialup.pol.co.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 


Great meeting last night, like Marc I had the wheels on the bus in my 
head and just as I got over it I read his post and they are back going 
round and round. 


Does anyone have a rand function that will generate a random number 
between two given numbers so rand (-10, 10) would generate a number 
somewhere between -10 and 10, the built in rand () returns a number 
between 0 - 32767 which doesn't help much. 


Thanks 
Nigel 
—-MESSAGE FILE 10226 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008954 


——MESSAGE FILE 10227 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008955 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Fri, 12 Mar 2004 20:45:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <c2t8fuS51ql0@www.netyaroze-europe. com> 

References: <c2rmj8$5lql@www.netyaroze-europe.com> <c2s5qt$5lq3@www.netyaroze-europe 
.com> <c2svqr$5lq5@www.netyaroze-europe.com> <c2t424S5lq7@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-66-7.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


If your application won't all fit in the Yaoze memory at once then, as a 
rule of thumb, the project is probably too ambitious for one person to 
complete before getting sick to death of it and ց171ոց-սք. 

I know this from personal experience :-( 


Jon 


—-MESSAGE FILE 10227 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008955 


——MESSAGE FILE 10228 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008956 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: rand () 

Date: Fri, 12 Mar 2004 20:47:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c2t8ks$51lqll@www.netyaroze-europe.com> 
References: <c2t4oa$51q9@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-66-7.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Would it show if you had a table of varid numbers? Just a suggestion. 


Jon 


—-MESSAGE FILE 10228 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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008956 


——MESSAGE FILE 10229 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008957 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: rand () 

Date: Fri, 12 Mar 2004 13:53:32 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <c2tcgh$51ql2@www.netyaroze-europe.com> 
References: <c2t4oa$51q9@www.netyaroze-europe. com> 
NNTP-Posting-Host: 63.251.219.69 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


This doesn't answer your question strictly but, you can generate a random 
number between 0 and 20 and then simply subtract 10 from it to get the 
effect of -10 .. 10... 


Thanks 


"Nigel Critten" <Nigel@1l00tinsoldiers.com> wrote in message 
news: c2t4oa$51q9@www.netyaroze-europe.com... 
> Great meeting last night, like Marc I had the wheels on the bus in my 


> head and just as I got over it I read his post and they are back going 
> round and round. 

> 

> Does anyone have a rand function that will generate a random number 

> between two given numbers so rand (-10, 10) would generate a number 

> somewhere between -10 and 10, the built in rand () returns a number 

> between 0 - 32767 which doesn't help much. 

> 

> Thanks 

> Nigel 


-—-MESSAGE FILE 10229 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008957 


—--MESSAGE FILE 10230 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008958 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: rand () 

Date: Sat, 13 Mar 2004 01:12:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <c2to4c$51q1l4@www.netyaroze-europe. com> 

References: <c2t4oa$51q9@www.netyaroze-europe.com> <c2t8ks$5lqll@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: modem-634.bonobo.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2t8ks$5lqll@www.netyaroze-europe. com> 


well what do you know, you learn a bit of C every day, or at least I do 


Rand()%20 will produce a number between 0 and 20, then apply Shawn's 
idea of taking half of it away and you get a range between -10 and 10 
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its the Rand()%20 bit I didn't know about... 


Jon I was thinking of tables but I needed a few different ranges and so 
wanted to avoid them. 


Again thanks all for your help 


Nigel 
-—-MESSAGE FILE 10230 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008958 


—-MESSAGE FILE 10231 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008959 
Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What happens when all Yaroze's gone? 

Date: Fri, 12 Mar 2004 22:28:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <c2uamu$51q1l5@www.netyaroze-europe. com> 
Reply-To: "Shawn" <leabre@html.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Greetings, 


I was just thinking. The Playstation is a great platform. The first real 
3D platform (that I'm aware of) and truly, a remarkable piece of equipment. 
It is great that Sony decided to create the Yaroze program. But now they 
aren't accepting new memberships and they aren't replacing damaged 
equipment. Sooner or later, all the equipment that exists will be defective 
and there won't be a community even for those who want to be nastalgic. For 
example, there is a retro Atari scene (I know because I enjoy writing 6502 
assembly programs for old consoles and platforms) and there is the Apple 
scene, Commadore, etc. 


What will happen when there is no more Yaroze equipment left or a 
significant amount of them damaged that there really isn't a community 
anymore. I can always go to Ebay and buy a Yaroze second-hand to replace my 
defective parts but for how long? What happens if the few 10 people that 
are still active on these newsgroups lose their equipment, will they still 
participate? 


Does anyone know if there is a Ք51 emulator capable of acting as a Yaroze? 


Thanks 


—-MESSAGE FILE 10231 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008959 


——MESSAGE FILE 10232 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008960 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 
Date: Sat, 13 Mar 2004 09:31:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <c2uldb$51q16@www.netyaroze-europe. com> 
References: <c2uamu$51lq15@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-7875.13.c3.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 


Net Yaroze newsgroups message dump.txt Page 6856 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Yes, there are a number of Ք51 emulators that will work fine, plus you can 
actually homebrew using a normal Ք51. I can't remember the programs and 
emulator that I used to use (on my old machine), but I'm sure Matt will pop 
up soon and give you the details ;-) 


Marc. 


"Shawn" <leabre@html.com> wrote in message 

news: c2uamu$51q1l5@www.netyaroze-europe.com... 

> Greetings, 

> 

> I was just thinking. The Playstation is a great platform. The first real 
> 3D platform (that I'm aware of) and truly, a remarkable piece of 
equipment. 

> It is great that Sony decided to create the Yaroze program. But now they 
> aren't accepting new memberships and they aren't replacing damaged 

> equipment. Sooner or later, all the equipment that exists will be 
defective 

> and there won't be a community even for those who want to be nastalgic. 
For 

example, there is a retro Atari scene (I know because I enjoy writing 6502 
assembly programs for old consoles and platforms) and there is the Apple 
scene, Commadore, etc. 


v 


What will happen when there is no more Yaroze equipment left or a 
significant amount of them damaged that there really isn't a community 
anymore. I can always go to Ebay and buy a Yaroze second-hand to replace 


< 


defective parts but for how long? What happens if the few 10 people that 
are still active on these newsgroups lose their equipment, will they still 
participate? 


Does anyone know if there is a Ք51 emulator capable of acting as a Yaroze? 


Thanks 


VVVVVVVV VV 8 


-—-MESSAGE FILE 10232 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008960 


——MESSAGE FILE 10233 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008961 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: rand () 

Date: Sat, 13 Mar 2004 09:32:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <c2ulge$51ql17@www.netyaroze-europe. com> 
References: <c2t4oa$51q9@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-7875.13.c3.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Oh...the...numbers in the rand go up and down, up and down, up and down ;-) 


Marc. 
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"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
news: c2t4oa$5l1q9@www.netyaroze-europe.com... 
> Great meeting last night, like Marc I had the wheels on the bus in my 


> head and just as I got over it I read his post and they are back going 
> round and round. 

> 

> Does anyone have a rand function that will generate a random number 

> between two given numbers so rand (-10, 10) would generate a number 

> somewhere between -10 and 10, the built in rand () returns a number 

> between 0 - 32767 which doesn't help much. 

> 

> Thanks 

> Nigel 


—-MESSAGE FILE 10233 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008961 


--MESSAGE FILE 10234 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008962 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: rand () 

Date: 13 Mar 2004 10:18:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01c408e25176d80e0S8500a8c0@portable-pal> 
References: <c2t4oa$51q9@www.netyaroze-europe. com> 
NNTP-Posting-Host: amontsouris-—108-1-27-56.w81-49.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


E 


Nigel Critten <Nigel@1l00tinsoldiers.com> wrote in article 
<c2t4o0a$51q9@www.netyaroze-europe.com>... 

> Does anyone have a rand function that will generate a random number 
> between two given numbers so rand (-10, 10) would generate a number 
> somewhere between -10 and 10, the built in rand () returns a number 
> between 0 - 32767 which doesn't help much. 


I believe most people, including myself, use it that way: 
(rand() % 21) - 10 
where 21 is (10 - -10) + 1. 


you might want to check whether the bounds are properly included, depending 
on what you need. I think this code would give something in [-10, +10]. 


A generic function may looke like: 
int my_rand(low, high) { 


return rand() % (high - low + 1) + low; 
} 


Note that % is costly, in case you want to do it a lot. 


—-MESSAGE FILE 10234 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008962 


—--MESSAGE FILE 10235 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008963 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: 13 Mar 2004 10:31:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01c408e3Sd2e5f220$8500a8c0@portable-pal> 
References: <c2rmj8$5lql@www.netyaroze-europe. com> 
NNTP-Posting-Host: amontsouris-—108-1-27-56.w81-49.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Shawn <leabre@html.com> wrote in article 
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<c2rmj8$5lql@www.netyaroze-europe.com>... 

> There doesn't seem to be much activity anymore. I'm wondering if it 
makes 

> sense to post any questions anymore. 


I think there has been quite a lot of activity in this ng recently. But in 
the real world I'll agree that Yaroze is dead. The last OPSM disk was 
released a few weeks ago if you wanna check that, it's got a lot of games 
including some recent ones. From the Habbo meeting, it looks like a fair 
number of people have some project in the works and will in any case 
continue to lurk here and help each other out. 


> The US site has so many broken links, 
> only the EU has any kind of valuable information. 


Yeah, apparently other territories have been dead for a while. 
Anyway welcome back! 


—-MESSAGE FILE 10235 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008963 


—--MESSAGE FILE 10236 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008964 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Sat, 13 Mar 2004 13:38:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <c2v3q9$51q19@www.netyaroze-europe. com> 

References: <c2rmj8$5lql@www.netyaroze-europe.com> <01c408e3$d2e5f220S8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: modem-1796.buffalo.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <01c408e3$d2e5f220$8500a8c0@portable-pal> 


> I think there has been quite a lot of activity in this ng recently. But in 
> the real world I'll agree that Yaroze is dead. The last OPSM disk was 


what has that got on the cover? robocod? 


Nigel 
--MESSAGE FILE 10236 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008964 


—--MESSAGE FILE 10237 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008965 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Activity 

Date: Sat, 13 Mar 2004 13:46:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c2v48k$51q20@www.netyaroze-europe. com> 

References: <c2rmj8$5lql@www.netyaroze-europe.com> <01c408e3S$d2e5f220S$8500a8c0@porta 
ble-pal> <c2v3q9$51q19@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-86-92-48.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6b) Gecko/20031205 
Thunderbird/0.4 

X-Accept—-Language: en-us, en 
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In-Reply-To: <c2v3q9$51q19@www.netyaroze-europe. com> 


>> The last OPSM disk was 

> 

> 

> what has that got on the cover? 


Lara Croft's bottom 
—-MESSAGE FILE 10237 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008965 


--MESSAGE FILE 10238 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008966 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Sat, 13 Mar 2004 15:04:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c2v99eS51q21@www.netyaroze-europe. com> 
References: <c2uamu$51lq15@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-152-53.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


It's a good point and it has to be considered. I think we're all 
considering various platforms (including the Yaroze) for our future projects 


with this point in mind. The Yaroze isn't 100% of our releationship though 
(but of course it started it)....we may well start our own news group, or 


something, should SCEE shut down this site, and we'll probably excange 
games and ideas on other platforms when the Yaroze has effectively gone or 
even before then. Perhaps www.yarozescene.co.uk or another web site will 
become a hub for us and others the way this site was. 


Jon 


—-MESSAGE FILE 10238 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008966 


——MESSAGE FILE 10239 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008967 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: rand () 

Date: Sat, 13 Mar 2004 15:10:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <c2v99g$51q22@www.netyaroze-europe.com> 

References: <c2t4oa$51q9@www.netyaroze-europe.com> <01c408e2$176d80e0S8500a8c0@porta 
ble-pal> 

NNTP-Posting-Host: host213-122-152-53.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> Note that % is costly, in case you want to do it a lot. 


yes if you're an integer maths junkie (and you considered every CPU 
cycle was sacred) you'd probably never have even considered a number range 
like -10 +10 you would have gone for -8 +7 or -16 +15 so that you could do a 
bit operation like: 
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random = ( rand() & 31 ) - 16; // for -16 +15 range. 
but who cares :-) 


(OR so Su I used to care....but I've managed to cure myself of the addiction 


Jon 


—-MESSAGE FILE 10239 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008967 


--MESSAGE FILE 10240 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008968 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Sat, 13 Mar 2004 15:49:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <c2vbga$51q24@www.netyaroze-europe. com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: modem-2903.antelope.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2v99e$51q21@www.netyaroze-europe. com> 


Well I think HermitGames would make a nice new home, or yarozescene but 
I'm hoping Sony won't close us down just yet. 


Maybe a PS2 Linux NG/forum which was more worried about games rather 
than Linux hacking, could be a good Yaroze replacement. 


Nigel 
-—-MESSAGE FILE 10240 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008968 


——MESSAGE FILE 10241 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008969 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What platform 

Date: Sat, 13 Mar 2004 18:17:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 130 

Message-ID: <c2vk7m$51q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-43-184.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Just as a point of discussion I thought I'd post-up this analysis I was 
doing to try and make-up my mind what platform to do future projects on, and 
possibly to help others trying to choose a platform to write their own games 
on. 

At the Habbo Hotel meet I got the impression a lot of other people were also 
thinking about platforms available... and Shawn's recent post was ina 
similar vain. 


I thought of it because there are so many different considerations it's hard 
to come to a conclusion. 


I thought of quite a few criteria... but I've already thought of a couple 
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more like: 

"is it fun to program on?" and... 

"how many more years will there be a following for it / how long will 
it remain popular" like Shawn was wondering in his post. 


I tried to quantify each criterion so that diffent platforms can be compared 
quickly.... but of course they're bound to be a bit subjective. 


I just very quickly did figures for 3 platforms, but I want to do it for 
loads of platforms like PDAs, the Xgamestation, MAC ... anything in the 
running. Also I think I'll have to split the PC as a platform and list it 
separately as "PC Direct X", "PC SDL", "PC openGL" etc. 


If anyone is interested I could do with help in rating all the platforms I 
can, and where possible come to a consensous for each... any help in 
making the criteria better or thinking of new ones would also be good.... 


then we could put it on a web-site somewhere to help others --- people can 
look at the criteria that matter most to them and choose wisely. 


Or failing that it could just be something to have a good old argument 
about | | z=) 


--MESSAGE FILE 10241 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008969 


——MESSAGE FILE 10242 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008970 

Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Sat, 13 Mar 2004 10:53:32 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c2vmb8$6bul@www.netyaroze-europe.com> 

References: <c2uamu$51q15@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> 

Reply-To: "Shawn" <leabre@html.com> 

NNTP-Posting-Host: adsl-64-170-55-242.ds1.1san03.pacbell.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I'm not familiar with the PS2/Linux. Does Sony provide enough docs and any 
libraries for making decent games? 


Thanks, 
Shawn 


"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 

news: c2vbga$51q24@www.netyaroze-europe.com... 

> Well I think HermitGames would make a nice new home, or yarozescene but 
I'm hoping Sony won't close us down just yet. 


Maybe a PS2 Linux NG/forum which was more worried about games rather 
than Linux hacking, could be a good Yaroze replacement. 


VVVVVV 


Nigel 


—-MESSAGE FILE 10242 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008970 


——MESSAGE FILE 10243 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008971 
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Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sorry I'm late to the party 

Date: Sat, 13 Mar 2004 11:05:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <c2vn2j$6bu2@www.netyaroze-europe. com> 
References: <c28fd0Sp4p3@www.netyaroze-europe. com> 
Reply-To: "Shawn" <leabre@html.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I've used the free dev kit they NUON provides and info is getting harder and 
harder these days to come by for NUON but there is a concrete limit of 4MB 
for the game. I suppose, many of the games I've seen probly can fit easily 
but, having not actually been able to get the NUON emulator to work or 
having a NUON enabled DVD (which are quite expensive on EBay) I was 
wondering, how easy is it to develop a NUON game? 


Thanks, 
Shawn 


"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 

news: c28fd0Sp4p3@www.netyaroze-europe.com... 

> Or rather, I was at the party, left for a while, and ran into someone that 
told me the party was still raging :) 


Cheers, Matt, for pointing me back here. I see a lot of names I recognize 
from times of yore. My Yaroze is packed away in a box, but I look forward 
to bringing it out when I get my hands on the final OPSM disc. 


I'm still plugging away at games. My current platform is NUON - mostly 
because I worked at VM Labs for a time and snagged a dev system before I 
left. I'm in the process of porting Decaying Orbit over. I just can't 
et 

away from that damn game! 


I would dearly love to do some (real) work on GBA or PSP. You know, a 
platform that's small enough that it doesn't take a team of 100 to make 
something decent. Anyone have tips on breaking in there? Is it worth 
grabbing a flash linker cart and homebrew dev tools and going it alone for 


bit? Wish I could join you in Canada, Nick, but moving is out of the 
question at this point. 


VVVV®DYVVVVVVQaVVV VV VV VV 


—-MESSAGE FILE 10243 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008971 


—--MESSAGE FILE 10244 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008972 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Sat, 13 Mar 2004 20:23:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <c2vrieSé6bu3@www.netyaroze-europe. com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S6bul@www.netyaroze-europe.co 
m> 

NNTP-Posting-Host: modem-604.jaguar.dialup.pol.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c2vmb8$6bul@www.netyaroze-europe. com> 


You get loads of detailed docs on the VUs the EE everything but it seems 
to be geared towards the Linux user rather than the games coder 


Nigel 


Shawn wrote: 


I'm not familiar with the PS2/Linux. Does Sony provide enough docs and any 
libraries for making decent games? 

Thanks, 

Shawn 


"Nigel Critten" <Nigel@1l00tinsoldiers.com> wrote in message 
news: c2vbga$51q24@www.netyaroze-europe.com... 


VVVVVVVVV VV 


>>Well I think HermitGames would make a nice new home, or yarozescene but 
>>I'm hoping Sony won't close us down just yet. 

>> 
>>Maybe a PS2 Linux NG/forum which was more worried about games rather 

>>than Linux hacking, could be a good Yaroze replacement. 

>> 

>>Nigel 

> 

> 

> 

—-MESSAGE FILE 10244 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008972 


—-MESSAGE FILE 10245 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008973 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Sat, 13 Mar 2004 23:53:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <c307tsS6bu4@www.netyaroze-europe. com> 
References: <c2vk7m$51q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-1807.12.cl.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Sounds like a good idea to me. With PC though, you may need to extend it and 
go into engines too. At the minute I'm going with two platforms: 


GBA - Ease of use, lovely hardware, forces stricter control over the game 
content due to limitations - which is a really good thing. Very fun to work 
with. 

PC/A6 engine - Full development suite, choice of scripting and C++ (I use a 


mix), great feature list and easy to extend. More fun to work with (for me 
anyway) than basic SDK's, if only for the nice tools and community. 


I will glady write full reports if your idea gets going :-) 


Marc. 
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"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c2vk7m$51q25@www.netyaroze-europe.com... 

> Just as a point of discussion I thought I'd post-up this analysis I was 
> doing to try and make-up my mind what platform to do future projects on, 
and 

> possibly to help others trying to choose a platform to write their own 
games 

> օո. 

> At the Habbo Hotel meet I got the impression a lot of other people were 
also 


> thinking about platforms available... and Shawn's recent post was ina 
> similar vain. 
> 


> I thought of it because there are so many different considerations it's 
hard 
to come to a conclusion. 


I thought of quite a few criteria... but I've already thought of a couple 
more like: 

"is it fun to program on?" and... 

"how many more years will there be a following for it / how long will 
it remain popular" like Shawn was wondering in his post. 


I tried to quantify each criterion so that diffent platforms can be 
ompared 
quickly.... but of course they're bound to be a bit subjective. 


I just very quickly did figures for 3 platforms, but I want to do it for 
loads of platforms like PDAs, the Xgamestation, MAC ... anything in the 
running. Also I think I'll have to split the PC as a platform and list it 
separately as "PC Direct X", "PC SDL", "PC openGL" etc. 


If anyone is interested I could do with help in rating all the platforms I 
can, and where possible come to a consensous for each... any help in 
making the criteria better or thinking of new ones would also be good.... 


then we could put it on a web-site somewhere to help others --- people can 
look at the criteria that matter most to them and choose wisely. 


Or failing that it could just be something to have a good old argument 
about | | :-) 


ԺՄԿԿՊՊՊՎՊՎՊՎՄՊՎՊՎՊՎՎՊՎՊՊՎՊՎՊՊՎՊՎՊՎՎՊՎՕՎՊՎՎՊՎՊՊՊՊՎՊՎՊՊ Կ 


—-MESSAGE FILE 10245 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008973 


——MESSAGE FILE 10246 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008974 

Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: more documents 

Date: Sat, 13 Mar 2004 21:13:45 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <c30qm6S6bu5@www.netyaroze-europe. com> 

References: <bsuib1$1j15@www.netyaroze-europe.com> <bsurnnSncll@www.netyaroze-europe 
-com> <01c3d774S82bfec60S8500a8c0@portable-pal> <bttr5j$9g82@www.netyaroze-europe.co 
m> 

Reply-To: "Shawn" <leabre@html.com> 
NNTP-Posting-Host: adsl-64-170-55-242.ds1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I can understand that Sony wouldn't see it as profitable or beneficial to 
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appease the hobbyist community. However, to replace all the boot discs 
wouldn't be a problem. Simply press some disks and announce it to the 
Yaroze members and then if they want, they can purchase it for a price (Say, 
price of shipping and pressing at minimum, perhaps 70 pounds at most or more 
or something (I'm US so I don't know how a EU/Pound coverts to US $$$). 
Then, Sony hasn't lost much but they have "revived" the community. Since we 
can't press offical PS CD's anyway they still haven't lost much as we would 
still require a Yaroze to use them. But from Sony's perspective, all the 
Yaroze's probly won't be functional by 2008 anyway so they probly don't care 
as they aren't in the business to please hobbyists. 


If they did decide to create a new boot disk and extended libraries then 
offer it as a paid upgrade for those who care (while supplies last) I think 
people would pay and enjoy it. 


Thanks, 
Shawn 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: bttr5j$9g82@www.netyaroze-europe.com... 

> The problem with providing extra libs is that the hardware functionality 
is 

> not linked in with your exe, it's part of the libps.exe file which the 

> yaroze boot disk puts into memory before you upload your code. To add 
extra 


> features to the libs Sony would have to replace all the boot disks. 

> 

> "pal" <palpalpalpal@hotmail.com> wrote in message 

> news:01c3d774S82bfec60S8500a8c0@portable-pal... 

> > Andrew Murray <a_murray@btopenworld.com> wrote in article 

> > <bsurnnSncll@www.netyaroze-europe.com>... 

> > > T'would be nice indeed, particularly the multi-tap and dual shock 
>> 

> > Hehe, it's been a long time the multitap issue hasn't been raised here 
i) 

Ա 

>> 

> > While I would be as happy as anyone here to get more docs/libraries, I 
> > doubt Sony's going to make that move because even if PsOne is getting 
> > buried here it may not be useless technology for unexplored 
territories -- 

> > although, Sony's exploring China with the PS2 while I would have thought 
> > them to try the PsOne there first, so I may well be wrong. 

>> 

> 

> 


—-MESSAGE FILE 10246 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008974 


——MESSAGE FILE 10247 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008975 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Sun, 14 Mar 2004 19:58:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c32eg6S6bu6@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c307tsS$6bu4@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-28-149.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Thanks for the input Marc & Nigel.... I'll check those out. Any URLS you 
have to do with various platforms you have may also come in useful. 
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> I like the ratings so far and think its a good idea, 

> I was hoping someone (M$, Nintendo) would 

> pickup on the Yaroze idea but it seems they 

> haven't, even Sony 

> Nigel 

...yes it's a shame that.... perhaps if we send them the finished document 
they will wake-up to the lost opportunity when they see their platforms 
scoring poorly or not on their at all (if they read it at all). I guess 


the bloke developing the Xgamesstation would be quite interested in seeing 
it since he seems to open to comments. 


Cheers, 
Jon 


—-MESSAGE FILE 10247 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008975 


—-MESSAGE FILE 10248 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008976 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Sun, 14 Mar 2004 23:03:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <c32p9vS 6bu8@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c307tsS6bu4@www.netyaroze-europ 
e.com> <c32eg6S$6bu6@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-2897.bonobo.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en 

In-Reply-To: <c32eg6S6bu6@www.netyaroze-europe. com> 


> ...yes it's a shame that.... perhaps if we send them the finished document 
> they will wake-up to the lost opportunity when they see their platforms 

> scoring poorly or not on their at all (if they read it at all). I guess 
> the bloke developing the Xgamesstation would be quite interested in seeing 
> it since he seems to open to comments. 


He does seem to be quite approachable, it really depends what he is try 
to achieve with the XGameStation, if its just there to teach people how 
to build their own computer which does seem to be the aim then I'm not 
sure it will be popular enough with coders, I know he wants to do a XGS2 
or 3 so at the moment its high on my list. 


Nigel 
—-MESSAGE FILE 10248 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008976 


—--MESSAGE FILE 10249 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008977 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Mon, 15 Mar 2004 00:46:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 220 

Message-ID: <c32v3q$6bu1l0@www.netyaroze-europe.com> 

References: <c2vk7m$51q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
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Content-Transfer-Encoding: 8bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c2vk7m$51q25@www.netyaroze-europe. com> 


Just out of interest, how are people likely to react to a bit of 
homebrew if you were to, say, whip out your GBA/other supposedly closed 
platform in an interview and show them a game you've made? 


On one hand i've heard that some people take a dim view of people doing 
their own thing on closed platforms, and on the other hand i've heard 
people saying (about some platforms at least) that they don't care where 
they've learned to code on it. 


Anyway, here's my entry for J2ME (MIDP 2.0), i've been giving it a quick 
going-over recently to see whether it's worth getting into. I can't say 
that i'm a fan of mobile phones myself, but some people are, so it may 
be worth putting something out there. 


Folks: 90% Easy enough if you have a MIDP 2.0 phone... 
Group: 95% Plenty of info at the manufacturer's sites. Public and 


private forums, and all sorts of other support. 


Std: 70% Some current MIDP 2.0 implementations are meant to be a 
bit dodgy, but will hopefully improve in the future. 
Many different screen sizes and processor speeds. 
Appears much better than the MIDP 1.0 situation 
is currently though. 


Skill: 60% Probably not as much demand commercially for MIDP 2.0 
yet as there are millions of MIDP 1.0 phones still out 
there, but will probably get better. 


Public: 50% and probably set to rise as people upgrade their phones 
- you can get MIDP 2.0 phones so-called-free (if you do 
the contract thing) 


Cost: 80-95% If you just go with the emulators from the manufacturers 
and the Sun Wireless Toolkit, free! If you had to get a 
real device (or range of devices) to test on, or get the 
manufacturers to test for you, that will cost £/$. 


QStart: 95% Dead easy, sprites/scrollable tiled backgrounds, and 
built-in collision detection at block or pixel level. 
More involved if you want to start playing with network 
stuff obviously, but real easy for 2D games. Plenty of 
help, examples and info available too. 


Seems good? Not quite, there are a few things that are crap, namely the 
input method. Plus I can't see myself splashing out on a real phone 
just to do some J2ME on it. 


Considering frame drawing, it's just *wrong" to have a device with no 
vSyne interrupt... (frame rates can get a bit variable, but whether 
that's me or Java is yet to be decided. Probably Java... :) ) 


And of course some programs will run on the emulator but fail on a real 

device. And while you get an alpha channel for transparencies, you 

don't get any hardware zoom/rotation functionality (spoiled by Yaroze!). 
Sound is fairly primitive too. 


But there's potential I suppose, and the network thing could be 
interesting if you tamed the latency. 


So overall, 75%. 


Are you making a start-up developer sim on the quiet and you need some 
stats for your engine? :) 
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Andy 


Jon Prestidge wrote: 

Just as a point of discussion I thought I'd post-up this analysis I was 
doing to try and make-up my mind what platform to do future projects on, and 
possibly to help others trying to choose a platform to write their own games 
on. 

At the Habbo Hotel meet I got the impression a lot of other people were also 
thinking about platforms available... and Shawn's recent post was ina 
similar vain. 


I thought of it because there are so many different considerations it's hard 
to come to a conclusion. 


I thought of quite a few criteria... but I've already thought of a couple 
more like: 

"is it fun to program on?" and... 

"how many more years will there be a following for it / how long will 
it remain popular" like Shawn was wondering in his post. 


I tried to quantify each criterion so that diffent platforms can be compared 
quickly.... but of course they're bound to be a bit subjective. 


I just very quickly did figures for 3 platforms, but I want to do it for 
loads of platforms like PDAs, the Xgamestation, MAC ... anything in the 
running. Also I think I'll have to split the PC as a platform and list it 
separately as "PC Direct X", "PC SDL", "PC openGL" etc. 


If anyone is interested I could do with help in rating all the platforms I 
can, and where possible come to a consensous for each... any help in 
making the criteria better or thinking of new ones would also be good.... 


then we could put it on a web-site somewhere to help others --- people can 
look at the criteria that matter most to them and choose wisely. 


Or failing that it could just be something to have a good old argument 
about | | էՀ) 


Choosing a Hobby Development Platform. Jon Prestidge, 13 Mar 2004 
FOLKS GROUP STD JOBINT SKILL PUBLIC COST QOSTART 

homebrew 

GBA 95% ? 95% 100% 70% ? 75% ? 

Yaroze 5% 80% 99% 30% 40% = 50% 50% 

PC 80% 0% 0% 80% 90% 100% 10% 0% 


FOLKS) You should to beable to easily show your games and demos to 
your friends and family. 


Rating high if a lot of people are likely to own the platform too, 
or if the platform is very portable to make it easy for you to take 
your machine with you to demo your games. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Rating low if few people own the platform, and the hardware 
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is heavy or bulky making it difficult to take with you 

or for that matter if it takes a long time to set-up 
when taking it somewhere (e.g. setting up their PC to download 
the softawre). 


GROUP) to have a news group (or similar) associated with the 
platform where you can exchange ideas and programming tips and 


try-out each others games and demos. The news group should mainly 
be geared for games programming hobbiests (who may also be 
professionals, or would-be professionals) -- this is 


so that the newsgroup is not swamped by messages from people who, for 
example, want to patch the operating system or try and put Linux on it 
and use it as a server. 


Rating high if it is a members' only newsgroup for game programmers 
also with a public newsgroup or web-site to: attract public interest, 
attract new members, and show-case members' work. 


STD) to have a platform which is standard, so when you write a game 
on your own machine, you know for sure that it will work and perform 
the same on everyone elses' machine. 


For example: the PC would score 0% for this because it's unlikely 
any two people would have the same set-up. 
The Yaroze or GBA would score 100%. The Amiga would score highly 
(but not 100%) because although you could extend the memory and 
increasingly fast versions were released, if you stuck to Commadore's 
guidelines and stuck to the lower memory size, your software would 
run on just about any Amiga. 


JOBINT) you should beable to show your games and demos at job interviews 
to prospective employers. 


Rated in similar ways to the "FOLKS" criterion, i.e.: prospective 
employers must be likely to have a compatible machine or it should 
be easy to take your machine to them. 


SKILL) if you can program games or demos on the platform in a language 
or set of APIs that that would be seen by empolyers as a commercially 
useful skill then that gives a high rating for this criterion. 


PUBLIC) to have access to a public audience for your games. If 50 or more 
people can access your games on a regular basis it would give you extra 
drive and enthusiasm for finishing projects and developing more. 

Of course hundreds or thousands of players whould be better but I've 
arrived at the figure of 50 as an 'OK' amount to keep a decent 

momentum and excitment to the development process. 


An audience of about 50 would get 50%. 
An audience of a thousand or more would get 100% 


COST) The cost including all the development software and cables 
(but not including the cost of a PC or MAC if that is needed) 


Rating 100% if it is 100 pounds or under 
Rating 0% if it is over 500 pounds. 


QSTART) The libraries for graphics, sound, I/O etc and the operation 
of the system generally should be easy to pick-up, 

or there should be plenty of examples, frame-works and tools to 

help the learning process. 


Rating high if the system is easy to learn by someone with no prior 
games programming experience ( but who has reasonable programming 
skills) 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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VVVVYV 


—-MESSAGE FILE 10249 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008977 


--MESSAGE FILE 10250 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008978 

Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: And now for my first game 

Date: Sun, 14 Mar 2004 23:47:26 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <c3303a$6bu1l1l@www.netyaroze-europe.com> 
Reply-To: "Shawn" <leabre@html.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Well, 


I got my Yaroze all set up now. I'm using a TV capture card so I can play 
the Yaroze on my PC instead of a seperate TV (since I can't get another TV 
setup in here easily). Being as I haven't used this Yaroze in the past for 
all these years it is good as new. 


So... my plans for my first game on the Yaroze: 


I want to make a simple 2d game that has some colored balls on the screen 


and a cannon in the middle. The cannon has a colored ball and the idea is 
to shoot it in between the balls on the screen to are coming towards you and 
match a certain number of colors to get them to dissapear. I have in mind 


about 6 different variations on that theme that can potentially constitute 
different levels or types of game play. 


It all sounds so simple but I think it's small enough I can do it as one 
person. If I can succeed at this I might make it a 3D version also. What 
would really be cool is a 3D Raiden II type game but that goes beyond my 
capabilities because I can make the engine no problem, but not the graphics. 


Anyway, 
Thanks 


—-MESSAGE FILE 10250 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008978 


——MESSAGE FILE 10251 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008979 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Mon, 15 Mar 2004 09:43:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <c33urd$6bul2@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c307tsS$6bu4@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 
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I've stuck up a bit of info about SDL on the hermitgames forum ( 
http://www.hermitgames.com ). Might be usefully added to this report 


> PC/A6 engine 


Marc: is that a variant of 3d Game Studio or is it the same thing? Is 3d 
Game Studio becoming A6 now that it's adding scripting functions, I always 
though it was a point-click type affair. 


—-MESSAGE FILE 10251 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008979 


--MESSAGE FILE 10252 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008980 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Mon, 15 Mar 2004 13:30:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <c34c4vS$6bul3@www.netyaroze-europe.com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c307tsS$6bu4@www.netyaroze-europ 
e.com> <c33urd$6bul2@www.netyaroze-europe. com> 

NNTP-Posting-Host: user-1854.14.c2.dsl.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


A6 is the gamestudio engine. As far as I know, it's always had a 
scripting/programming side. Unfortunately, they focus far too heavily on the 
point-click stuff - it's a nice feature for non programmers, but nowhere 
near good enough to make anything other than standard freeware title. 


The engine itself is powerful and fast, with lots of features that do 
compare favourably with the other engines available (even some of the more 
expensive options) and the updates/support are first class. The C-scripting 
Side is a little wierd, because it is basically C (some other scripts I've 
seen/used are far more basic - which is the whole point), so it comes across 
more as their own C compiler than anything. The tools are nice too, the 
modeller/world builder and compiler are all top notch, plus there are tons 
of plugins and freebies with a huge userbase. 
The only downside, really, is that like I say they focus far too much on 
the 'studio' aspect. The manuals and such don't really cover the engine 
indepth, but more the overall view of running things (mainly their own 
templates, which may be good, but are virtually useless to anyone with more 
than a couple years programming because they have to cover all aspects 
rather than focus on specifics, obviously) and some of the underlying logic 
and naming conventions are fustrating - again to cover those who don't 
program I expect. 


I was hesitant at first, and still think various aspects could be improved 
greatly, but overall it's a very nice package and allows me the time to 
create the game and focus on the aspects I enjoy. I'm currently coding in 
the C-scripts, but have got the C++ side up and running and probably will 
use a combination at some point (when I get to the stage of feature adding). 
I'm still going to look at pure DirectX work, but I doubt I'd beable to get 
anywhere near the high quality I am with this engine, this quickly with it - 
so the A6 engine is working brilliantly for me at the moment. 


Marc. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: c33urd$6bul2@www.netyaroze-europe.com... 

> I've stuck up a bit of info about SDL on the hermitgames forum ( 

> http://www.hermitgames.com ). Might be usefully added to this report 
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> PC/A6 engine 


Marc: is that a variant of 3d Game Studio or is it the same thing? Is 3d 
Game Studio becoming A6 now that it's adding scripting functions, I always 
though it was a point-click type affair. 


VVVVVVVV 


—-MESSAGE FILE 10252 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008980 


--MESSAGE FILE 10253 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008981 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: And now for my first game 

Date: Mon, 15 Mar 2004 14:11:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <c34ejfS7gcl@www.netyaroze-europe.com> 
References: <c3303a$6bull@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-63-9.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Yes I think you've got the right approach -- I've come to realise that it's 
by far the best way of doing a game on your own...i.e. start with a game 
concept that's easy to get working in a simple form...then if you and others 
like the game play you can continually improve on it (for example: add new 
game play elements or, as you say, try doing a 3D version etc). 


Coloured ball puzzles always seem to have good potential for being popular 
(as with Emotion, Bust-a-Move, Sticky Balls etc) so it's bound to be a good 
choice for a first game project. 


Good luck with it! 


Jon 


—-MESSAGE FILE 10253 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008981 


——MESSAGE FILE 10254 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008982 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Mon, 15 Mar 2004 14:42:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <c34gmh$7gc2@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c32v3q$6bul0@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host213-122-42-146.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Nice report thanks Andy. It shall be added to the data! 
I'm just having a look at writing a really small simple game in 


JavaScript...just to get to know JavaScript in a painless way as possible. 
Using browsers for games would certainly score well for COST,FOLKS, JOBINT 
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and PUBLIC, but would have to score zero for STD and lowish for QSTART. 


Just out of interest, how are people likely to 
react to a bit of homebrew if you were to, 
say, whip out your GBA/other supposedly closed 
platform in an interview and show them 

a game you've made? 


VVVVYV 


I've not had experience of this myself... I wouldn't have thought that the 
homebrew GBA stuff would cause the prospective employers any concerns that 
you were some kind of dev kit stealing, NDA trashing, individual 
though...aslong as you make it clear that it was done using 
reverse-engineered public domain libraries. 


I think it's only publicly accessable platforms that I can list in this 
anaysis anyway really. 


( Of course the Yaorze is king in that situation because you can present 
your game running on a PSone and then if any specific questions were posed 
like: "Where the hell did you get the SDK?", you have a legit' explaination. 
Pitty the PSone is becomming dated now ) 


Cheers, 
Jon 


—-MESSAGE FILE 10254 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008982 


——MESSAGE FILE 10255 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008983 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Mon, 15 Mar 2004 14:47:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c34gmiS7gc3@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c307tsSé6bu4@www.netyaroze-europ 
e.com> <c33urd$6bul2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-42-146.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Cheers... I'll definately have to put SDL on there considering its MarioPac 
credentials :-) 

I notice you're a bit quiet on the email lately ... I sense you're either 
taking a break from spare-time computing ...or you're in the final intensive 


stages of getting a game ready for release. 


Jon 


—-MESSAGE FILE 10255 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008983 


—-MESSAGE FILE 10256 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008984 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Mon, 15 Mar 2004 14:59:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 8 

Message-ID: <c34hcm$7gc4@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c307ts$6bu4@www.netyaroze-europ 
e.com> <c33urd$6bul2@www.netyaroze-europe.com> <c34gmiS$7gc3@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> I notice you're a bit quiet on the email lately ... I sense you're either 
> taking a break from spare-time computing ...or you're in the final 
intensive 


> stages of getting a game ready for release. 


Definately the latter. 


—-MESSAGE FILE 10256 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008984 


—--MESSAGE FILE 10257 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008985 

Path: chuka.playstation.co.uk!news 

From: "Shawn" <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: And now for my first game 

Date: Tue, 16 Mar 2004 19:21:29 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <c38h71S7gc5@www.netyaroze-europe. com> 
References: <c3303a$6bull@www.netyaroze-europe. com> 
Reply-To: "Shawn" <leabre@html.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Well, I guess I can't do this game after all. 1 purchased a new Playstation 
game today called Ballistic and it happens to be exactly what I was wanting 
to make. So I'll have to come up with something else. I can always try the 


other 5 variations of this theme that I had in mind that aren't exactly the 
same as the spiral theme in Ballistic. 


Thanks, 
Shawn 


"Shawn" <leabre@html.com> wrote in message 
news: c3303a$6bull@www.netyaroze-europe.com... 


> Well, 

> 

> I got my Yaroze all set up now. I'm using a TV capture card so I can play 
> the Yaroze on my PC instead of a seperate TV (since I can't get another TV 
> setup in here easily). Being as I haven't used this Yaroze in the past 
for 

> all these years it is good as new. 

> 

> So... my plans for my first game on the Yaroze: 

> 

> I want to make a simple 2d game that has some colored balls on the screen 
> and a cannon in the middle. The cannon has a colored ball and the idea is 
> to shoot it in between the balls on the screen to are coming towards you 
and 

> match a certain number of colors to get them to dissapear. 1 have in mind 
> about 6 different variations on that theme that can potentially constitute 
> different levels or types of game play. 

> 

> It all sounds so simple but I think it's small enough I can do it as one 

> person. If I can succeed at this I might make it a 3D version also. What 
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> would really be cool is a 3D Raiden II type game but that goes beyond my 
> capabilities because I can make the engine no problem, but not the 
graphics. 

> 

> Anyway, 

> Thanks 

> 

> 


—-MESSAGE FILE 10257 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008985 


——MESSAGE FILE 10258 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008986 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: And now for my first game 

Date: Wed, 17 Mar 2004 15:35:15 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <c380jbS7gc7@www.netyaroze-europe. com> 

References: <c3303a$6bull@www.netyaroze-europe.com> <c38h71S7gc5@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: c210-49-140-38.kelvnl.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c38h71S7gc5@www.netyaroze-europe. com> 


G'day there, 
Ballistic, yer i remember that one, great game, played for hours. 


Anyway good to see the ny'er are still busy here! 
Mine is still in mint condition too. Wouldn't sell it tho. 


later crew 
Mike 


Shawn wrote: 

Well, I guess I can't do this game after all. 1 purchased a new Playstation 
game today called Ballistic and it happens to be exactly what I was wanting 
to make. So I'll have to come up with something else. I can always try the 
other 5 variations of this theme that I had in mind that aren't exactly the 
same as the spiral theme in Ballistic. 


Thanks, 
Shawn 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> "Shawn" <leabre@html.com> wrote in message 

> news:c3303aS$6bull@www.netyaroze-europe.com... 

> 

>>Well, 

>> 

>>I got my Yaroze all set up now. I'm using a TV capture card so I can play 
>>the Yaroze on my PC instead of a seperate TV (since I can't get another TV 


>>setup in here easily). Being as I haven't used this Yaroze in the past 

> 

> for 

> 

>>all these years it is good as new. 

>> 

>>So... my plans for my first game on the Yaroze: 

>> 

>>I want to make a simple 2d game that has some colored balls on the screen 
>>and a cannon in the middle. The cannon has a colored ball and the idea is 


>>to shoot it in between the balls on the screen to are coming towards you 
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> 

> and 

> 

>>match a certain number of colors to get them to dissapear. I have in mind 
>>about 6 different variations on that theme that can potentially constitute 
>>different levels or types of game play. 


>> 
>>It all sounds so simple but I think it's small enough I can do it as one 
>>person. If I can succeed at this I might make it a 3D version also. What 


>>would really be cool is a 3D Raiden II type game but that goes beyond my 
>>capabilities because I can make the engine no problem, but not the 

> 

> graphics. 

> 

>>Anyway, 

>>Thanks 

>> 

>> 

> 

> 

> 

—-MESSAGE FILE 10258 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008986 


——MESSAGE FILE 10259 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008987 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Sorry I'm late to the party 

Date: Wed, 17 Mar 2004 10:05:24 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <c3a510S$8s12@www.netyaroze-europe. com> 

References: <c28fd0Sp4p3@www.netyaroze-europe.com> <c2vn2j$6bu2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept-Language: en-us, en 

In-Reply-To: <c2vn2j$6bu2@www.netyaroze-europe.com> 


The best NUON info can be had at http://www.nuon-dome.com 


The forum there is where everyone chats about NUON related stuff. 
There's only a few regulars, but we're a tight knit group so it's fun. 


The 4MB limit is for the size of the executable that can be loaded at 
boot time. There is a CD library that lets you read files off the disc 
after the game is loaded. It's a bit flaky - doesn't always work, but 
that would let you get past the 4MB limit. Also, I'm working on a boot 
loader for the thing that would eventually let you load files as large 
as you like. Really though, 4MB is enough since you need to leave room 
for the stack and heap. 


How easy it is to program for depends on what you want to do. There's a 
sprite library that works pretty well. It's very similar to the Yaroze 
lib. I'm working on a wrapper that will translate Yaroze lib function 
calls to use the NUON sprite library. This is how I'm porting Decaying 
Orbit. When it's done it should be possible to take the source for a 
Yaroze 2D game and recompile it to work on NUON. 


For 3D stuff there's a port of OpenGL, which I've never used. I think 
it's in a rather dodgy state. There's two other 3D libraries called 
M3DL and MML3D. I think they're related, but don't know their exact 
relationship. M3DL was created by Miracle Design's for their game 
Merlin Racing. It was designed to be very similar to the Playstation 
since we were trying to make it easy to port games over. 
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There's no hardware assist for accelerating polygons - everything is 

done in software. Naturally this means that 3D performance suffers. It 

also means you can write your own renderer, like what Jeff Minter did 

for Tempest 3000. I plan to do this once Decaying Orbit is done. To 

get decent performance you'd have to code in assembler. 

Long winded, me? 


Scott 


Shawn wrote: 


> I've used the free dev kit they NUON provides and info is getting harder and 
> harder these days to come by for NUON but there is a concrete limit of 4MB 

> for the game. I suppose, many of the games I've seen probly can fit easily 
> but, having not actually been able to get the NUON emulator to work or 

> having a NUON enabled DVD (which are quite expensive on EBay) I was 

> wondering, how easy is it to develop a NUON game? 

> 

> 

> Thanks, 

> Shawn 


—-MESSAGE FILE 10259 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008987 


—-MESSAGE FILE 10260 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008988 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Rittenhofer 

Date: Wed, 17 Mar 2004 21:10:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c3afteS8s13@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


http://www.rittenhofer.at/yaroze.php 


—-MESSAGE FILE 10260 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008988 


——MESSAGE FILE 10261 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008989 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Wed, 17 Mar 2004 17:11:45 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <c3au0d$8s15@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 

In-Reply-To: <c2vk7m$51q25@www.netyaroze-europe. com> 


I'll take a stab at rating NUON since that's what I'm most familiar with. 


FOLKS: 10% Not many people are likely to have a NUON DVD player, and 
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only a subset of the ones out there can play homebrew games. However, 
taking the player with you for demo purposes is pretty easy. Just burn 
a disc with your game and bring the player. No messy PC interface (oh 
how we'd love to have a PC interface so we don't need to burn just to 
try changes). 


GROUP: 80% The NUON-Dome forum is ideal for this kind of support. We 
only get the occasional troll, but that's probably because there aren't 
many aware of NUON in the first place. 


STD: 95% The last players to come out used a new version of the chip 
that could operate at double the clock speed. As long as you code for 
the slower rate then you'll have no compatability problems. 


JOBINT: 75% The employer is unlikely to have a player, but you can bring 
your own easily enough. 


SKILL: 10% The only standard API supported is a subset of OpenGL, but 
the implementation of that is not very robust. The other 3D libraries 
and the sprite library are unique to NUON, although I'm sure the skills 
would translate well into a "proper" environment. 


PUBLIC: 10% You're likely to only get a handful of people to try it out. 
There are maybe 10 regulars on the forum. Add the Llamasofties and 
you might get 10 more. You might also get random stray people to try 
it, but the chances of someone stumbling on your game, *and* having a 
NUON player, *and* be willing to burn the disc to run it are rather 
small. Someone tell me why the hell am I developing for this thing? 


COST: 80% You can grab an N501 off of ebay for under USS100. If you're 
in the UK then your options are more limited. The N504 is highly 
sought-after, but very scarce. The N505 is the alternative, but does 
not have controller ports. There is a hack to add ports if you're so 
inclined. Someone is coding an emulator, but at the moment it isn't 
fast enough to be useful for development. 


QSTART: 25% The sprite library is pretty easy to get your head around. 
There's lots of sample code included in the SDK. 3D might be more 


difficult. I'd say it's a tad easier than the Yaroze simply because you 
don't need to do VRAM management. I rated this poorly since you 
currently have to burn a disc every time you want to try your game. Not 


ideal. 


—-MESSAGE FILE 10261 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008989 


——MESSAGE FILE 10262 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008990 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rittenhofer 

Date: Thu, 18 Mar 2004 11:25:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <c3clv0$8s17@www.netyaroze-europe. com> 
References: <c3afteS$8s13@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Interesting! Anyone checked if the downloads are different from the 
versions we have? 


babelfish translation: 
http://babelfish.altavista.com/babelfish/urltrurl ?url=http%3A%2F%2Fwww.ritte 
nhofer.at%2Fyaroze.php&lp=de_enétt=url 


-Matt 
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"Derek da Silva" <dasi@blueyonder.co.uk> wrote in message 
news: c3afte$8s13@www.netyaroze-europe.com... 

> http://www.rittenhofer.at/yaroze.php 

> 

> 


—-MESSAGE FILE 10262 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008990 


——MESSAGE FILE 10263 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008991 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Final OPSM #180 arrived 

Date: Thu, 18 Mar 2004 11:44:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <c3c322S8s18@www.netyaroze-europe. com> 

References: <cOsukpSecu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Ouch! A bit harsh on Adventure Game I thought. 


The final OPSM NY game list is perusable here: 
http://www.netyaroze.pwp.blueyonder.co.uk/ 


Please let me known if there are any errors/omissions. 
Derek 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news: cOsukpSecu2@www.netyaroze-europe.com... 

> The final Official Playstation Magazine (#108) has just arrived in the 

> office, it should be in the shops now. There are a few errors in the mag 
and 

> on the yaroze loading screen (incorrect author/game names) but they all 
seem 

> to run ok. Bit of an ultimate yaroze collection. Gongratulations to 
everyone who got their games featured! 


Roller and Robot Ron have a bug in them tho whereby the analog stick isn't 
recognised unless the analog button is pressed before you launch the game, 
doh! 


VV NV V VV VV 


--MESSAGE FILE 10263 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008991 


——MESSAGE FILE 10264 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008992 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Thu, 18 Mar 2004 16:19:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c3cj82$8s19@www.netyaroze-europe.com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c3au0d$8s15@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-172-188.in-addr.btopenworld.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Top! I'll have to do an update at the week-end. 


—-MESSAGE FILE 10264 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008992 


——MESSAGE FILE 10265 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008993 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rittenhofer 

Date: Thu, 18 Mar 2004 16:20:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c3cj83$8s110@www.netyaroze-europe.com> 

References: <c3afteS$8s13@www.netyaroze-europe.com> <c3clv0$8s17@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-172-188.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Nice golden dolphin. 


—-MESSAGE FILE 10265 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008993 


—-MESSAGE FILE 10266 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008994 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Thu, 18 Mar 2004 10:58:08 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c3csfn$8s111@www.netyaroze-europe.com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c3au0d$8s15@www.netyaroze-europ 
e.com> <c3cj82S$8s19@www.netyaroze-europe. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 

In-Reply-To: <c3c j8258s19@www.netyaroze-europe. com> 


I think I short-changed the SKILL category. While the APIs are 
non-standard, the skills you learn while using them would be useful in 
general. I think 10% is a bit low. After reflecting on it, 35% is more 
accurate. 


—-MESSAGE FILE 10266 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008994 


--MESSAGE FILE 10267 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008995 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Codewarrior Prob 
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Date: Thu, 18 Mar 2004 14:20:17 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <c3d8am$8s112@www.netyaroze-europe. com> 
NNTP-Posting-Host: adsl-64-170-55-242.ds1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Greetings, 


Has anyone ever got Codewarrior R2 to work on WinXP and applied the updates? 
I can successfully install Codewarrior onto a fresh install of WinXP but 
once I attempt to apply Update one it says it needs to confirm the Net 
Yaroze Codewarrior disk and then I point it to my CD-ROM drive and it bombs 
saying it can't verify it but that's crap, this is an original disk and I 
have manuals and all. What can I do? 


Thanks, 
Shawn 


-—-MESSAGE FILE 10267 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008995 


——MESSAGE FILE 10268 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008996 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior Prob 

Date: Thu, 18 Mar 2004 22:41:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c3d9ht$8s113@www.netyaroze-europe.com> 
References: <c3d8am$8s112@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-8-164.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I think.... I think... I can't remember for sure that the update is only for 
when you had Version one and upgraded a couple of times and that update gets 
you to R2.... if you've got R2 on a CD and installed that from scratch then 
you don't need to put any updates ontop of that. That's what I've done, and 
it works with XP.... and I've not noticed any problems with it (except some 
problems with the debugger seeing certain variable values but I don't think 
they ever solved that before discontinuing support). 


Jon 


—-MESSAGE FILE 10268 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008996 


——MESSAGE FILE 10269 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00008997 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior Prob 

Date: Thu, 18 Mar 2004 16:02:41 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <c3deao0$8s114@www.netyaroze-europe.com> 

References: <c3d8am$8s112@www.netyaroze-europe.com> <c3d9ht$8s113@www.netyaroze-euro 
pe.com> 
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NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Oh, I see... R2 *is* the updates and the other updates are for R1... Okay. 
Thanks, 

Thanks, 

Shawn 

"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c3d9ht$8s113@www.netyaroze-europe.com... 

> I think.... I think... I can't remember for sure that the update is only 
for 

> when you had Version one and upgraded a couple of times and that update 
gets 

> you to R2.... if you've got R2 on a CD and installed that from scratch 
then 

> you don't need to put any updates ontop of that. That's what I've done, 
and 

> it works with XP.... and I've not noticed any problems with it (except 
some 

> problems with the debugger seeing certain variable values but I don't 


think 
> they ever solved that before discontinuing support). 


v 


Jon 


V V V V 
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--MESSAGE FILE 10269 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


008997 


——MESSAGE FILE 10270 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00008998 

Path: chuka.playstation.co.uk!news 

From: "Shawn 8." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior Prob 

Date: Thu, 18 Mar 2004 16:05:08 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <c3defbS8sll5@www.netyaroze-europe.com> 


References: <c3d8am$8s112@www.netyaroze-europe.com> <c3d9ht$8s113@www.netyaroze-euro 


pe.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I shouldn't have posted that reply. Fresh off the disk I run the 


IDE and 


look at the version it says IDE 2.03 but then I read (in the Codewarrior 


groups) the updates update to IDE 3.2...? So I am out of date. 
misunderstanding something? 


Thanks, 
Shawn 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news: c3d9ht$8s113@www.netyaroze-europe.com... 


> I think.... I think... I can't remember for sure that the update is only 


for 


> when you had Version one and upgraded a couple of times and that update 


gets 


Perhaps I'm 


Net Yaroze newsgroups message dump.txt 


> you to R2.... if you've got R2 on a CD and installed that from scratch 
then 

> you don't need to put any updates ontop of that. That's what I've done, 
and 

> it works with XP.... and I've not noticed any problems with it (except 
some 

> problems with the debugger seeing certain variable values but I don't 
think 

> they ever solved that before discontinuing support). 


v 


Jon 


VVVV 


—-MESSAGE FILE 10270 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
008998 


—-MESSAGE FILE 10271 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
00008999 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Codewarrior Prob 

Date: Thu, 18 Mar 2004 16:21:10 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <c3dfdc$8s116@www.netyaroze-europe.com> 

References: <c3d8am$8s112@www.netyaroze-europe.com> <c3d9ht$8s113@www.netya 
pe.com> <c3defb$8s115@www.netyaroze-europe. com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Okay, I was able to locate the R2 Update 1 and R2 Update 2 files and 
everything works fine. Wow, that was a 12 hour adventure. 


Thanks, 
Shawn 


"Shawn B." <leabre@hotmail.com> wrote in message 

news: c3defb$8s115@www.netyaroze-europe.com... 

> I shouldn't have posted that reply. Fresh off the disk I run the IDE and 
look at the version it says IDE 2.03 but then I read (in the Codewarrior 
groups) the updates update to IDE 3.2...? So I am out of date. Perhaps 
'm 

misunderstanding something? 


Thanks, 
Shawn 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c3d9ht$8s113@www.netyaroze-europe.com... 

> I think.... I think... I can't remember for sure that the update is onl 
for 

> when you had Version one and upgraded a couple of times and that update 
gets 

> you to R2.... if you've got R2 on a CD and installed that from scratch 
then 

> you don't need to put any updates ontop of that. That's what I've done 
and 

> it works with XP.... and I've not noticed any problems with it (except 
some 

> problems with the debugger seeing certain variable values but I don't 
think 

> they ever solved that before discontinuing support). 

> 

> 


VVVVVVVVVVVVV VV VV VV VV VHA VV 
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> > Jon 
>> 

>> 
> 
> 


-—-MESSAGE FILE 10271 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
008999 


——MESSAGE FILE 10272 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009000 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Fri, 19 Mar 2004 18:24:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <c3ferpSanol@www.netyaroze-europe. com> 
References: <c29sfvSp4p7@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Dammit, I got the e-mail from Jon and everything, I just forgot to turn up. 
I think I was away boarding that night. Anyway... any plans for another 
Habbo meet? 


Andy M. 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: c29sfvSp4p7@www.netyaroze-europe.com... 

> We're going to try another Habbo Hotel chatroom meetup for all the 
yarozers 

still about. Basically go to: http://www.habbohotel.com create yourself a 
little avatar and join the "yarozescene" room. The password used to be 
"darkhex" but I don't think it asks for a password anymore. 


I propose holding it at 8:00pm on thursday next week, 11th March. Would be 
good if people can say if they can attend. 


I'll be testing it tomorrow morning (saturday 6th) from 10am onwards, if 
ou 
want to pop in, check it's working and say hi please feel free. 


VVVNVVVVVV VV 


-—-MESSAGE FILE 10272 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009000 


——MESSAGE FILE 10273 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009001 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Fri, 19 Mar 2004 18:42:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <c3ffrrSano2@www.netyaroze-europe. com> 
References: <c2vk7m$51q25@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Net Yaroze newsgroups message dump.txt Page 
SDL rocks! 


I have written my first *full* game under SDL, I don't think I announced it 
here so here goes :) 


Its a tetris clone (big surprise) written in SDL and using OpenGL, its a 
dream combination for me. I have also discovered some helpful development 
libraries which are also on my web-page below. 


http://www. btinternet.com/~weeshie/ 


Its as close to the original game-boy tetris (gameplay wise) as I could get 
ԼԵ» 


Anyway, tell me what you all think, the opinions օք fellow Yarozers always 
mean a lot! 


Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c2vk7m$51q25@www.netyaroze-europe.com... 

> Just as a point of discussion I thought I'd post-up this analysis I was 
> doing to try and make-up my mind what platform to do future projects on, 
and 

> possibly to help others trying to choose a platform to write their own 
games 

> օո. 

> At the Habbo Hotel meet I got the impression a lot of other people were 
also 


> thinking about platforms available... and Shawn's recent post was ina 
> similar vain. 
> 


> I thought of it because there are so many different considerations it's 
hard 
> to come to a conclusion. 


I thought of quite a few criteria... but I've already thought of a couple 
more like: 

"is it fun to program on?" and... 

"how many more years will there be a following for it / how long will 
it remain popular" like Shawn was wondering in his post. 


I tried to quantify each criterion so that diffent platforms can be 
ompared 
quickly.... but of course they're bound to be a bit subjective. 


I just very quickly did figures for 3 platforms, but I want to do it for 
loads of platforms like PDAs, the Xgamestation, MAC ... anything in the 
running. Also I think I'll have to split the PC as a platform and list it 
separately as "PC Direct X", "PC SDL", "PC openGL" etc. 


If anyone is interested I could do with help in rating all the platforms I 
can, and where possible come to a consensous for each... any help in 
making the criteria better or thinking of new ones would also be good.... 


then we could put it on a web-site somewhere to help others --- people can 
look at the criteria that matter most to them and choose wisely. 


Or failing that it could just be something to have a good old argument 
about | | $=) 


VVVVVVVVVVVVVV VV VV VV AV VV VV VV Y 
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-—-MESSAGE FILE 10273 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009001 


—--MESSAGE FILE 10274 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009002 
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Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Fri, 19 Mar 2004 19:07:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <c3fha5Sano5@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c3ffrrSano2@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: 81-86-253-179.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6b) Gecko/20031205 
Thunderbird/0.4 

X-Accept—-Language: en-us, en 

In-Reply-To: <c3ffrrS$ano2@www.netyaroze-europe. com> 


Excellent, well done on finishing a game, It's bloody hard to do! 


And it's a decent game of tetris too, the 3d bg is cool. The only thing 
I noticed that might be good would be a key repeat to slide blocks 
accross rather than having to let go and repress left or right. 


SDL is good isn't it. I've found the Audiere sound lib 
(http://audiere.sourceforge.net/) extremely good too, although you may 
want to use SDLmixer. 


good to see you back in here Andrew... 
-Matt 


Andrew Murray wrote: 
SDL rocks! 


I have written my first *full* game under SDL, I don't think I announced it 
here so here goes :) 


Its a tetris clone (big surprise) written in SDL and using OpenGL, its a 
dream combination for me. I have also discovered some helpful development 
libraries which are also on my web-page below. 


http://www.btinternet.com/~weeshie/ 


Its as close to the original game-boy tetris (gameplay wise) as I could get 
it. 


Anyway, tell me what you all think, the opinions of fellow Yarozers always 
mean a lot! 


Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news: c2vk7m$51q25@www.netyaroze-europe.com... 


VVVVVVVVVVVV VV VV VV VV VV VY 


>>Just as a point of discussion I thought I'd post-up this analysis I was 
>>doing to try and make-up my mind what platform to do future projects on, 
> 

> and 

> 

>>possibly to help others trying to choose a platform to write their own 
> 

> games 

> 

>>on. 

>>At the Habbo Hotel meet I got the impression a lot of other people were 
> 

> also 

> 

>>thinking about platforms available... and Shawn's recent post was ina 
>>similar vain. 

>> 
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>>I thought of it because there are so many different considerations it's 
> 


> hard 

> 

>>to come to a conclusion. 

>> 

>>I thought of quite a few criteria... but I've already thought of a couple 
>>more like: 

>> "is it fun to program on?" and... 

>> "how many more years will there be a following for it / how long will 
>>it remain popular" like Shawn was wondering in his post. 

>> 


>>I tried to quantify each criterion so that diffent platforms can be 
> 
> compared 


> 

>>quickly.... but of course they're bound to be a bit subjective. 

>> 

>>I just very quickly did figures for 3 platforms, but I want to do it for 
>>loads of platforms like PDAs, the Xgamestation, MAC ... anything in the 


>>running. Also I think I'll have to split the PC as a platform and list it 
>>separately as "PC Direct X", "PC SDL", "PC openGL" etc. 


>> 
>>If anyone is interested I could do with help in rating all the platforms I 
>>can, and where possible come to a consensous for each... any help in 


>>making the criteria better or thinking of new ones would also be good.... 
>> 

>>then we could put it on a web-site somewhere to help others --- people can 
>>look at the criteria that matter most to them and choose wisely. 

>> 

>>Or failing that it could just be something to have a good old argument 
>>about!! էՀ) 

»» 

»» 

»» 

»» 

> 

> 

> 

—-MESSAGE FILE 10274 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009002 


—--MESSAGE FILE 10275 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009003 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Fri, 19 Mar 2004 19:22:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 121 

Message-ID: <c3fiétSano6@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c3ffrrSano2@www.netyaroze-europ 
e.com> <c3fha5S$ano5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


I actually went for SDL because I saw that you had used it Matt, hell if you 
can make MarioPac with it then it must be good! 


The thing with the key repeating is something I've wanted to fix but I've 
never really found a nice solution. The game boy version sort of moves once 
when you press it left or right, then after a short while starts 
repeat-moving across, I wanted to emulate that but all attempts have failed 
so far. I haven't touched it sinse christmas, maybe I should take another 
look at it! 


My current project is an asteroids game, its going pretty well so far. 
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"Matt Verran" <matt@hermitgames.com> wrote in message 
news: c3fha5Sano5@www.netyaroze-europe.com... 
Excellent, well done on finishing a game, It's bloody hard to do! 


And it's a decent game of tetris too, the 3d bg is cool. The only thing 
I noticed that might be good would be a key repeat to slide blocks 
accross rather than having to let go and repress left or right. 


SDL is good isn't it. I've found the Audiere sound lib 
(http://audiere.sourceforge.net/) extremely good too, although you may 
want to use SDLmixer. 


good to see you back in here Andrew... 
-Matt 


Andrew Murray wrote: 

> SDL rocks! 

> 

> I have written my first *full* game under SDL, I don't think I announced 


here so here goes :) 


Its a tetris clone (big surprise) written in SDL and using OpenGL, its a 
dream combination for me. I have also discovered some helpful 

lopment 

libraries which are also on my web-page below. 


oO 


http://www. btinternet.com/~weeshie/ 
Its as close to the original game-boy tetris (gameplay wise) as I could 
it. 


Anyway, tell me what you all think, the opinions of fellow Yarozers 
1 


w 
K 
n 


mean a lot! 


Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news: c2vk7m$51q25@www.netyaroze-europe.com... 


VVVVVVVV EVV VC V VV VV GV VV V 


>>Just as a point of discussion I thought I'd post-up this analysis I was 
>>doing to try and make-up my mind what platform to do future projects on, 
> 

> and 

> 

>>possibly to help others trying to choose a platform to write their own 
> 

> games 

> 

>>on. 

>>At the Habbo Hotel meet I got the impression a lot of other people were 
> 


> also 

> 

>>thinking about platforms available... and Shawn's recent post was ina 
>>similar vain. 

>> 


>>I thought of it because there are so many different considerations it's 
> 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV DV VVQOV VV VV VV VV BV VV VV VV VV VV VV VV VV 


> hard 

> 

>>to come to a conclusion. 

>> 

>>I thought of quite a few criteria... but I've already thought of a 
couple 
> >>more like: 
> >> "is it fun to program on?" and... 


> >> "how many more years will there be a following for it / how long 
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will 

> >>it remain popular" like Shawn was wondering in his post. 

> >> 

> >>I tried to quantify each criterion so that diffent platforms can be 

>> 

> > compared 

>> 

> >>quickly.... but of course they're bound to be a bit subjective. 

> >> 

> >>I just very quickly did figures for 3 platforms, but I want to do it for 
> >>loads of platforms like PDAs, the Xgamestation, MAC ... anything in the 
> >>running. Also I think I'll have to split the PC as a platform and list 
it 

> >>separately as "PC Direct X", "PC SDL", "PC openGL" etc. 

> >> 

> >>If anyone is interested I could do with help in rating all the platforms 
իր 

> >>can, and where possible come to a consensous for each... any help in 
> >>making the criteria better or thinking of new ones would also be 
good.... 

> >> 

> >>then we could put it on a web-site somewhere to help others --- people 
can 

> >>look at the criteria that matter most to them and choose wisely. 


VVVVVVVVVV 


>> 

>>Or failing that it could just be something to have a good old argument 
>>about!! i) 

>> 

>> 

>> 

>> 

> 

> 

> 
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—-MESSAGE FILE 10275 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009003 


--MESSAGE FILE 10276 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009004 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 


References: 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Fri, 19 Mar 2004 19:34:51 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <c3fistSano7@www.netyaroze-europe. com> 
<c2vk7m$51q25@www.netyaroze-europe.com> <c3ffrrSano2@www.netyaroze-europ 
e.com> <c3fha5Sano5@www.netyaroze-europe.com> <c3fiétSano6@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-86-253-179.dsl.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.6b) Gecko/20031205 


Thunderbird/0.4 
X-Accept—-Language: en-us, en 
In-Reply-To: <c3fiétS$ano6@www.netyaroze-europe. com> 


> My current project is an asteroids game, its going pretty well so far. 


doh! have you seen what i've just announced? 
http://www.hermitgames.com/troid.php 


£) 


--MESSAGE FILE 10276 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009004 


——MESSAGE FILE 10277 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
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00009005 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Fri, 19 Mar 2004 19:56:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c3fk9qSano8@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c3ffrrSano2@www.netyaroze-europ 
e.com> 

NNTP-Posting-Host: host213-122-155-111.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Smart ...I look forward to trying that tommorrow! (I'm just going to drink 
my self stupid now though.... after waisting all week burning CDs I'm 
bush-whacked). 


—-MESSAGE FILE 10277 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009005 


——MESSAGE FILE 10278 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009006 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What platform 

Date: Sat, 20 Mar 2004 10:06:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <c3h61lpSano9@www.netyaroze-europe. com> 

References: <c2vk7m$51q25@www.netyaroze-europe.com> <c3ffrrSano2@www.netyaroze-europ 

e.com> <c3fha5S$ano5@www.netyaroze-europe.com> <c3fiétSano6@www.netyaroze-europe. com> 
<c3fistS$ano7@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Doh! Indeed :) 


Your version looks very nice! You have a real knack with the graphics 
styles! I am going for a more retro look using plain ol' lines and points. I 
am using the mouse as my input device which is different and it works really 
well - should create some nice frantic gameplay. At the moment I'm trying to 
get some collision detection working, I'm using bounding boxes for the 
asteroids but I want to introduce a second detection stage using line 
intersection or something so that its more precise. 


I'm using the asteroids game as a stepping stone to a thrust/solar-jetman 
remake, using the mouse again. 


Anyway, Matt, if you need any beta testers, I'd be happy to oblige! 


Andy M. 

BTW... has anyone downloaded the Rockstar Classics second release; Wild 
Metal Country?? (http://www.rockstargames.com/classics/) - It's fantastic, I 
only ever played the demo - it's such a fun game! 


"Matt Verran" <matt@hermitgames.com> wrote in message 
news:c3fistSano7@www.netyaroze-europe.com... 

> 

> > My current project is an asteroids game, its going pretty well so far. 
> 

> doh! have you seen what i've just announced? 
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> http://www.hermitgames.com/troid.php 
> 
Տ :) 


—-MESSAGE FILE 10278 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009006 


——MESSAGE FILE 10279 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009007 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Quads 

Date: Sat, 20 Mar 2004 14:55:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <c3hn28Sanol0@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-22-47.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I like the look of your Quads game Andrew.... but I can't really play it 
because it runs too slow on my PC. I guess my graphics card is crap at 
OpenGL. During the game the blocks decend at about one grid square every 4 
seconds. 

(My CPU is 1GHz) 


( Perhaps you could put a switch in for folk with slow PCs so that during 
the game the 3D background is replaced with a 2D static picture of the 3D 
blocks. ) 


Jon 


-—-MESSAGE FILE 10279 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009007 


—-MESSAGE FILE 10280 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009008 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Sat, 20 Mar 2004 19:48:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <c3i84kSanoll@www.netyaroze-europe.com> 
References: <c3hn28Sanol0@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Hi Jon, 


Thanks for the crit. I guess I should have put this feature in earlier. I 
tried running it on my freind's PC and it was terrible. Anyway the web-site 
now brandishes the updated version with the ability to turn off the 3d 
background and the blending, Fl and F2 respectively. At the mo, the 
background just goes black, I guess I don't even really need a texture, I 
could just render to texture and use that as the bg image... hmmm. 


Hope it runs alright now, 
Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
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news: c3hn28Sanol0@www.netyaroze-europe.com... 

I like the look of your Quads game Andrew.... but I can't really play it 
because it runs too slow on my PC. I guess my graphics card is crap at 
OpenGL. During the game the blocks decend at about one grid square every 


seconds. 
(My CPU is 1GHz) 


( Perhaps you could put a switch in for folk with slow PCs so that during 
the game the 3D background is replaced with a 2D static picture of the 3D 
blocks. ) 


> 
> 
> 
4 
> 
> 
> 
> 
> 
> 
> 
> Jon 
> 

> 


—-MESSAGE FILE 10280 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009008 


——MESSAGE FILE 10281 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009009 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Sun, 21 Mar 2004 00:47:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <c3ipn4Sanol2@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host213-122-13-170.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Anyway the web-site 

now brandishes the updated version 
with the ability to turn off the 3d 
background and the blending 


NN N YV 


I'll have a go tomorrow. Shame to lose the BG all togther during the 
game though.... 
Could you remove the menu/high-score text just before you go into the game, 
so that it just leaves the 3D background for a few frames, and grab that bit 
image from the window and use it as a 2D back ground for slow PCs during the 
game? 
Only a suggestion. Dunno if it's possible or not. 


Jon 


--MESSAGE FILE 10281 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009009 


——MESSAGE FILE 10282 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009010 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Sun, 21 Mar 2004 01:23:54 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <u6dq50tbubel5dsbukaqslogucb21msiljf@4ax.com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2a07iS$q2tl@www.netyaroze-europe 
.com> <c2dom4$q2t4@www.netyaroze-europe.com> <7 jkp40psa0s7p84jal3ep92k8 6umdmllbf@4ax 
.com> <c2ip6h$4611@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.91/32.564 


Sadly it came and went and I had completely forgotten about it :( 


On 


Mon, 8 Mar 2004 21:22:35 -0000, "Jon Prestidge" 


<jon@technospective.co.uk> wrote: 


>No worries! 


> 


—-MESSAGE FILE 10282 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009 


010 


——MESSAGE FILE 10283 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


000 
Pat 


09011 
h: chuka.playstation.co.uk!news 


From: Steven Osman <sosman@terratron.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: What happens when all Yaroze's gone? 


Dat 


e: Sun, 21 Mar 2004 01:28:29 -0500 


Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 


Mes 


sage-ID: <eedq50t8ajp9tge46091928i18td7gut6r@4ax.com> 


References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 


pe. 
m> 


com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S6bul@www.netyaroze-europe.co 
<c2vrieS 6bu3@www.netyaroze-europe. com> 


NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 


Con 
Con 


tent-Type: text/plain; charset=us-ascii 
tent-Transfer-Encoding: 7bit 


X-Newsreader: Forte Agent 1.91/32.564 


Some of us are trying to break that impression... One of the things 


our 


htt 


efforts led to was: 


p://playstation2-linux.com/coding-on-playstation2.php 


Kudos to Sarah Ewen at SCEE for maintaining it. 


Sau 


On 
<Ni 


ce 


Sat, 13 Mar 2004 20:23:20 +0000, Nigel Critten 


>Yo 
>to 
> 
>Ni 
> 


gel@100tinsoldiers.com> wrote: 


u get loads of detailed docs on the VUs the EE everything but it seems 
be geared towards the Linux user rather than the games coder 


gel 


>Shawn wrote: 


> 

>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 


I'm not familiar with the PS2/Linux. Does Sony provide enough docs and any 
libraries for making decent games? 


Thanks, 
Shawn 


"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
news: c2vbga$51q24@www.netyaroze-europe.com... 


>>>Well I think HermitGames would make a nice new home, or yarozescene but 


>>> 
>>> 


I'm hoping Sony won't close us down just yet. 


>>>Maybe a PS2 Linux NG/forum which was more worried about games rather 


>>> 
>>> 
>>> 


than Linux hacking, could be a good Yaroze replacement. 


Nigel 
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>> 
>> 
>> 


—-MESSAGE FILE 10283 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009011 


——MESSAGE FILE 10284 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009012 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Sun, 21 Mar 2004 17:29:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <c3kk3pSbvb2@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: spri-ward1-6-0-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c3i84k$anoll@www.netyaroze-europe. com> 


Sorry if you are already doing this, but couldn't you put the background 
generation code into a display list? It's meant to be quite a bit 
faster than the normal glBegin(...)/glEnd() way, though perhaps not 
quite as flexible under some circumstances (like for doing the really 
trippy stuff) 


Linkage: http://www. lighthouse3d.com/opengl/displaylists/index.php3?1 
There are probably better examples that use SDL if you prefer (like the 
HeNe and Gamedev.net tutorials, I seem to recall), it doesn't depend on 
using GLUT though so the principles are the same. 


Cheers, 


Andy P 


Andrew Murray wrote: 


> Hi Jon, 

> 

> Thanks for the crit. I guess I should have put this feature in earlier. I 
> tried running it on my freind's PC and it was terrible. Anyway the web-site 
> now brandishes the updated version with the ability to turn off the 3d 

> background and the blending, Fl and F2 respectively. At the mo, the 

> background just goes black, I guess I don't even really need a texture, I 
> could just render to texture and use that as the bg image... hmmm. 

> 

> Hope it runs alright now, 

> 

> Andy M. 

> 

> "Jon Prestidge" <jon@technospective.co.uk> wrote in message 

> news: c3hn28Sanol0@www.netyaroze-europe.com... 

> 

>>I like the look of your Quads game Andrew.... but I can't really play it 
>>because it runs too slow on my PC. I guess my graphics card is crap at 


>>OpenGL. During the game the blocks decend at about one grid square every 
> 

> 4 

> 

>>seconds. 

>>(My CPU is 1GHz) 

>> 

>>( Perhaps you could put a switch in for folk with slow PCs so that during 
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>>the game the 3D background is replaced with a 2D static picture of the 3D 
>>blocks. ) 

>> 

>>Jon 

>> 

>> 


> 
> 


—-MESSAGE FILE 10284 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009012 


——MESSAGE FILE 10285 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009013 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Sun, 21 Mar 2004 17:35:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <c3kknhSbvb3@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1165 


Heh, doing that already :) The next step would be vertex buffer objects 
(VBOs) and I'm figuring that if a graphics card isn't fast enough to run the 
game without slowdown (3d bg and all) then it probably isn't new enough to 
have the VBO extension, or is that me just being lazy??? 


Anyhoo, I have made another new version, this one replaces the 3d background 
with a 2d texture as Jon suggested, wasn't actually as much work as I 
thought it would be and the effect is pretty good, if a little blurry. 


Tell me how it runs with the textured background, also, does anyone have any 
high scores to add to the massively under-populated top 10 on my website? 
Its looking kind of pathetic at the moment :) 


Thanks, 
Andy M. 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: c3kk3pSbvb2@www.netyaroze-europe.com... 

> Sorry if you are already doing this, but couldn't you put the background 
generation code into a display list? It's meant to be quite a bit 
faster than the normal glBegin(...)/glEnd() way, though perhaps not 
quite as flexible under some circumstances (like for doing the really 
trippy stuff) 


Linkage: http://www. lighthouse3d.com/opengl/displaylists/index.php3?1 


There are probably better examples that use SDL if you prefer (like the 
HeNe and Gamedev.net tutorials, I seem to recall), it doesn't depend on 
using GLUT though so the principles are the same. 


Cheers, 
Andy P 
Andrew Murray wrote: 


> Hi Jon, 
> 


> Thanks for the crit. I guess I should have put this feature in earlier. 


HVVVVVVV VV VV VV VV VV VV VV 
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> > tried running it on my freind's PC and it was terrible. Anyway the 
web-site 


> > now brandishes the updated version with the ability to turn off the 3d 
> > background and the blending, Fl and F2 respectively. At the mo, the 

> > background just goes black, I guess I don't even really need a texture, 
1 

> > could just render to texture and use that as the bg image... hmmm. 

>> 

> > Hope it runs alright now, 

>> 

> > Andy M. 

>> 

> > "Jon Prestidge" <jon@technospective.co.uk> wrote in message 

> > news:c3hn28Sanol0@www.netyaroze-europe.com... 

>> 

> >>I like the look of your Quads game Andrew.... but I can't really play it 
> >>because it runs too slow on my PC. I guess my graphics card is crap at 
> >>OpenGL. During the game the blocks decend at about one grid square 
every 

>> 

> > 4 

> > 

> >>seconds. 

> >> (My CPU is 1GHz) 

> >> 

> >>( Perhaps you could put a switch in for folk with slow PCs so that 
during 


> >>the game the 3D background is replaced with a 2D static picture of the 
3D 


v 


>>blocks. ) 
>> 

>>Jon 

>> 

>> 

> 

> 

> 


VVVVVVVV 


—-MESSAGE FILE 10285 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009013 


—-MESSAGE FILE 10286 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009014 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Sun, 21 Mar 2004 22:33:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <c31603Sbvb5@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe.com> <c3kknhSbvb3@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: spri-ward1-6—-0-cust140.manc.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c3kknh$bvb3@www.netyaroze-europe.com> 


Andrew Murray wrote: 

> Heh, doing that already :) The next step would be vertex buffer objects 

> (VBOs) and I'm figuring that if a graphics card isn't fast enough to run the 
> game without slowdown (3d bg and all) then it probably isn't new enough to 

> have the VBO extension, or is that me just being lazy??? 


Well, it runs fine on my PC with all the effects on (Athlon 1.4GHz, 
GeForce 3 Ti500). I wonder if you're using some exotic extension or 
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lighting/filtering mode that isn't supported by all cards - doesn't 
OpenGL switch to 100% software rendering if even only one of the 
settings isn't supported by the hardware (or did I dream it? :) ) 


It'd be interesting to see if it performs any differently when you get 
your Linux build sorted out. 


Anyhoo, I have made another new version, this one replaces the 3d background 
with a 2d texture as Jon suggested, wasn't actually as much work as I 
thought it would be and the effect is pretty good, if a little blurry. 


Tell me how it runs with the textured background, also, does anyone have any 
high scores to add to the massively under-populated top 10 on my website? 
Its looking kind of pathetic at the moment :) 


VV VV V VV V 


As soon as I beat that Dbloke's score, i'll stick my name up :) 
Andy P 


--MESSAGE FILE 10286 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009014 


——MESSAGE FILE 10287 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009015 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Mon, 22 Mar 2004 12:53:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c3mpp7Sbvb6@www.netyaroze-europe.com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2a07iS$q2tl@www.netyaroze-europe 
.com> <c2dom4$q2t4@www.netyaroze-europe.com> <7 jkp40psa0s7p84jal3ep92k8 6umdmllbf@4ax 
-com> <c2ip6h$4611@www.netyaroze-europe.com> <u6dq50tbubel5dsbukqslogucb21msiljf@4ax 
. com> 

NNTP-Posting-Host: host213-122-139-52.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Doh! t=) 


--MESSAGE FILE 10287 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009015 


——MESSAGE FILE 10288 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009016 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Mon, 22 Mar 2004 13:12:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <c3mpp8$bvb7@www.netyaroze-europe.com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe.com> <c3kknhS$bvb3@www.netyaroze-europe.com 
> 

NNTP-Posting-Host: host213-122-139-52.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


http://www. btinternet.com/~weeshie/ 


Is it my PC only? Does it go dead slow on anyone else's PC? 
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Even when I toggled the BG (so that it was static diring the game) it was 


dead slow (just as slow as before). You did switch off the 3D rendering 
didn't you when you put-up the 2D BG....you're not doing both bay any 
chance? 


One suggestion for an improvement: the escape key within the game is a bit 
drastic -- perhaps it could just exit you to the menu (and then if you press 
escape again it gould exit the program)... and could it have an: "Are you 
sure Y/N" thingamy? 


—-MESSAGE FILE 10288 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009016 


—-MESSAGE FILE 10289 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009017 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Mon, 22 Mar 2004 17:01:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <c3n74qSbvb8@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe.com> <c3kknhS$bvb3@www.netyaroze-europe.com 
> <c3mpp8Sbvb7@www.netyaroze-europe.com> 

NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Thats really strange. When the static background is drawn the whole drawing 
of the 3d blocks and their rotation is negated, I can't think of what else 
would be slowing it down, unless its just OpenGL in general that is slow?? 


What is your set up Jon? My linux machine is a P2 400 with a GeForce2 Ti so 
maybe when I get that running I will have a better idea of whats at fault. 
Which reminds me... does anyone here know much about Linux? I have forgotten 
the very little I knew and need to know how to start up in command line, 
i.e. without the x windows server, any suggestions? I tend to ask on IRC 
channels but I usually get flamed pretty badly - wouldn't they generate less 
keystrokes telling me the answer than telling me off? They obviously don't 
have the Yaroze spirit! 


Anyway the quit thing is a good idea, I will probably implement that at some 
stage and in my future games as well, cheers Jon! 


Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news: c3mpp8Sbvb7@www.netyaroze-europe.com... 
> http://www.btinternet.com/~weeshie/ 


Is it my PC only? Does it go dead slow on anyone else's PC? 


Even when I toggled the BG (so that it was static diring the game) it was 
dead slow (just as slow as before). You did switch off the 3D rendering 
didn't you when you put-up the 2D BG....you're not doing both bay any 
chance? 


VV V NV V VV V 


> One suggestion for an improvement: the escape key within the game is a 
bit 


> drastic -- perhaps it could just exit you to the menu (and then if you 
press 

> escape again it gould exit the program)... and could it have an: "Are you 
> sure Y/N" thingamy? 

> 


> 
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-—-MESSAGE FILE 10289 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009017 


——MESSAGE FILE 10290 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009018 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Mon, 22 Mar 2004 20:33:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c3njioSbvb9@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe.com> <c3kknhS$bvb3@www.netyaroze-europe.com 
> <c3mpp8Sbvb7@www.netyaroze-europe.com> <c3n74qS$bvb8@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-69-252.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


My graphics adaptor id "NVIDIA GeForce2 MX/MX 400" 


Starting Linux in command line mode? 

I would have thought you have a command file somewhere that starts X 
windows....I don't think it starts in X Windows automatically... I think 
it's a case of finding it and commenting out the call to X windows. Ages 
since I used Linux though so I can't really help. 


Jon 


-—-MESSAGE FILE 10290 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009018 


--MESSAGE FILE 10291 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009019 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Mon, 22 Mar 2004 20:59:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <c3nl4kSbvb10@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe.com> <c3kknhS$bvb3@www.netyaroze-europe.com 
> <c3mpp8Sbvb7@www.netyaroze-europe.com> <c3n74qS$bvb8@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-199-187.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Just incase I've had a mental aberation and forgotten how to play tetris, 
give me some instructions. I tried it on my laptop and it goes just as slow 
there so I'm begining to doubt myself! 

My laptop has a "SiS 630/730" graphics adaptor (what wver the hell that is). 
Jon 


—-MESSAGE FILE 10291 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009019 


—-MESSAGE FILE 10292 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
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00009020 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What about the NDA? 

Date: Tue, 23 Mar 2004 00:36:57 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <45jv5016qmbac04284vqvmdbgheq4cqr55@4ax.com> 
References: <c2uamu$51lq15@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


Shawn raises an interesting point. 


But maybe more crucial than that -- what happens when this site goes 
down in terms of the NDA? Will we not have a place where we can 
discuss issues with others and grab that code warrior upgrade from 
just in case we lose ours in the future? 


Sauce 
On Fri, 12 Mar 2004 22:28:52 -0800, "Shawn" <leabre@html.com> wrote: 


>Greetings, 

> 

>I was just thinking. The Playstation is a great platform. The first real 
>3D platform (that I'm aware of) and truly, a remarkable piece of equipment. 
>It is great that Sony decided to create the Yaroze program. But now they 
>aren't accepting new memberships and they aren't replacing damaged 
>equipment. Sooner or later, all the equipment that exists will be defective 
>and there won't be a community even for those who want to be nastalgic. For 
>example, there is a retro Atari scene (I know because I enjoy writing 6502 
>assembly programs for old consoles and platforms) and there is the Apple 
>scene, Commadore, etc. 


> 

>What will happen when there is no more Yaroze equipment left ora 
>significant amount of them damaged that there really isn't a community 
>anymore. Լ can always go to Ebay and buy a Yaroze second-hand to replace my 
>defective parts but for how long? What happens if the few 10 people that 
>are still active on these newsgroups lose their equipment, will they still 
>participate? 

> 


>Does anyone know if there is a PS1 emulator capable of acting as a Yaroze? 
> 

> 

>Thanks 

> 


—-MESSAGE FILE 10292 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009020 


——MESSAGE FILE 10293 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009021 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What about the NDA? 

Date: Mon, 22 Mar 2004 22:45:53 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <c3o0nf3Sbvb11@www.netyaroze-europe.com> 

References: <c2uamu$5lq1l5@www.netyaroze-europe.com> <45jv5016qmbac04284vqvmdbgheq4cq 
r55@4ax.com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 
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I've made an image of all the members" sites and downloads and information. 
I'm actually going through and cleaning up the links now so they point to 
the local image rather than the online site. But that is only a snapshot in 
the past and not an ongoing community. Hopefully Sony will open it up but 
considering Nintendo never opened up the NES/SNES I doubt it is important 
enough for Sony to open up this. I suspect Yaroze will just die. 


XGamesStation is about the only "real" open platform. XBox is probly pretty 
open when you consider it is intel CPU, the Graphics is ?NVidia?, Windows, 
DirectX 8... as far as I can see, XBox is just a super-dedicated commodity 
PC. But we can't expect to target it. PS2 Linux, I'm not familiar with 
that crowd at the moment. I'm still trying to get my Hello World in Yaroze 
working. 


But I don't want Yaroze to die. 


There was an earlier thread about opening the the full SDK now that no one 
is developing for it anymore. The responze was that Sony would have to 
replace all the Yaroze CD'd. I replied but don't think anyone read the 
reply. 


Basically, Sony could charge a fee and if we want the SDK we pay else they 
don't have to replace anything -- in terms of sending a replacement CD -- 
and we just pay a fee... what is reasonable? Well, I'm US, so USD $100? 
perhaps, definately more than shipping but considering the community is 
barely thriving as it is, it can't be too expensive. And if it is, I'll pay 
for it anyway. Maybe it would "revive" the community. Who knows. Wishful 
thinking, really. 


Too bad I didn't know you all earlier on. Hopefully there will be a place 
we can meet up in the future. 


Now, gloom and doom behind... I'm glad I finally got this thing up and 
running though I still don't know how to successfully compile the Tut5 with 
the Codewarrior Compiler. But I'm happy, see =D 


Thanks, 
Shawn 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: 45jv5016qmbac0j284vqvmdbgheq4cqr55@4ax.com... 
> Shawn raises an interesting point. 


> 

> But maybe more crucial than that -- what happens when this site goes 
> down in terms of the NDA? Will we not have a place where we can 

> discuss issues with others and grab that code warrior upgrade from 
> just in case we lose ours in the future? 

> 

> Sauce 

> 

> On Fri, 12 Mar 2004 22:28:52 -0800, "Shawn" <leabre@html.com> wrote: 
> 

> >Greetings, 

>> 


> >I was just thinking. The Playstation is a great platform. The first 
real 

> >3D platform (that I'm aware of) and truly, a remarkable piece of 
equipment. 

> >It is great that Sony decided to create the Yaroze program. But now they 
> >aren't accepting new memberships and they aren't replacing damaged 

> >equipment. Sooner or later, all the equipment that exists will be 
defective 

> >and there won't be a community even for those who want to be nastalgic. 
For 

> >example, there is a retro Atari scene (I know because I enjoy writing 
6502 

> >assembly programs for old consoles and platforms) and there is the Apple 
>scene, Commadore, etc. 

> 

>What will happen when there is no more Yaroze equipment left ora 
>significant amount of them damaged that there really isn't a community 


V V V V 
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> >anymore. I can always go to Ebay and buy a Yaroze second-hand to replace 
my 

> >defective parts but for how long? What happens if the few 10 people that 
> >are still active on these newsgroups lose their equipment, will they 
still 

> >participate? 

>> 

> >Does anyone know if there is a PS1 emulator capable of acting as a 
Yaroze? 

>> 

> 

>Thanks 

> 


V V V V 


—-MESSAGE FILE 10293 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009021 


——MESSAGE FILE 10294 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009022 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: GNU to CW 

Date: Tue, 23 Mar 2004 14:37:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 147 

Message-ID: <c3pj7oSbvb12@www.netyaroze-europe.com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <454jv5016qmbac04284vqvmdbgheq4cq 
r55@4ax.com> <c3o0nf3Sbvb11@www.netyaroze-europe.com> 

NNTP-Posting-Host: dial81-131-231-29.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


> I still don't know how to 
> successfully compile the Tut5 with 
> the Codewarrior Compiler. 


One problem in using sources developed in GNU is that the 'char' data type 
defaults to a different signed state and CW defaults it to another. 


Matt and me had probs to start with when we were developing Emotion 
together...what I developed in CW went totally hay-wire when he compiled it 
under GNU. But as soon as I explicitly typed all 'char' variables as either 
‘unsigned char' or 'signed char', as appropriate, then there ware no probs. 


So just find-out from a GNU Yarozer what the 'char' type defaults to (I 
can't remember now) and explicitly make all chars in the source code typed 
that way. Alternatively you could change the default char setting 
(probably somewhere in 'project settings'). 


** Oh yeah ... another thing -- if there are graphics/sound/data files with 
it you have to find-out what address the excutable is to be loaded at (I 
think it'll be in the make file) and enter that somewhere into the CW 
project settings (ohter wise the executable image just gets plonked ontop of 
the data loaded wiping it out). Also in the batch file (usually named auto. 
or auto.sio) you'll probably need to change the name of the executable to 
ny.pxe (or change the name of the executable name in the CW project setting 
to match what it says in the batch file). 


It was a bit poor when Net Yaroze first came-out because they gave the 
option of buying CW with it -- so it looked like it was probably the default 
thing people would develop with.... but it wasn't and to make things worse 
none of the above things were mentioned. 


> Hopefully there will be a place 
> we can meet up in the future. 


If you find this site discontinued try the forum on www.hermitgames.com as a 
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arting place. Also everyone could post their email addresses here while 
is group's still going. 


n 


hawn B." <leabre@hotmail.com> wrote in message 
ws:c3onf3Sbvb11@www.netyaroze-europe.com... 

I've made an image of all the members' sites and downloads and 

formation. 

I'm actually going through and cleaning up the links now so they point to 
the local image rather than the online site. But that is only a snapshot 


the past and not an ongoing community. Hopefully Sony will open it up but 
considering Nintendo never opened up the NES/SNES I doubt it is important 
enough for Sony to open up this. I suspect Yaroze will just die. 


XGamesStation is about the only "real" open platform. XBox is probly 

etty 

open when you consider it is intel CPU, the Graphics is ?NVidia?, Windows, 
DirectX 8... as far as I can see, XBox is just a super-dedicated commodity 
PC. But we can't expect to target it. PS2 Linux, I'm not familiar with 
that crowd at the moment. I'm still trying to get my Hello World in 

roze 

working. 


But I don't want Yaroze to die. 


There was an earlier thread about opening the the full SDK now that no one 
is developing for it anymore. The responze was that Sony would have to 
replace all the Yaroze CD'd. I replied but don't think anyone read the 


reply. 


Basically, Sony could charge a fee and if we want the SDK we pay else they 
don't have to replace anything -- in terms of sending a replacement CD -- 
and we just pay a fee... what is reasonable? Well, I'm US, so USD $100? 
perhaps, definately more than shipping but considering the community is 
barely thriving as it is, it can't be too expensive. And if it is, I'll 


for it anyway. Maybe it would "revive" the community. Who knows. 


thinking, really. 


Too bad I didn't know you all earlier on. Hopefully there will be a place 
we can meet up in the future. 


Now, gloom and doom behind... I'm glad I finally got this thing up and 
running though I still don't know how to successfully compile the Tut5 
th 
the Codewarrior Compiler. But I'm happy, see =D 


Thanks, 
Shawn 


"Steven Osman" <sosman@terratron.com> wrote in message 
news: 45jv5016qmbac0j284vqvmdbgheq4cqr55@4ax.com... 
> Shawn raises an interesting point. 


> 

> But maybe more crucial than that -- what happens when this site goes 
> down in terms of the NDA? Will we not have a place where we can 

> discuss issues with others and grab that code warrior upgrade from 
> just in case we lose ours in the future? 

> 

> Sauce 

> 

> On Fri, 12 Mar 2004 22:28:52 -0800, "Shawn" <leabre@html.com> wrote: 
> 

> >Greetings, 

>> 
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> > >I was just thinking. The Playstation is a great platform. The first 
> real 

> > >3D platform (that I'm aware of) and truly, a remarkable piece of 

> equipment. 

> > >It is great that Sony decided to create the Yaroze program. But now 
they 

> > >aren't accepting new memberships and they aren't replacing damaged 

> > >equipment. Sooner or later, all the equipment that exists will be 

> defective 

> > >and there won't be a community even for those who want to be nastalgic. 
> For 

> > >example, there is a retro Atari scene (I know because I enjoy writing 
> 6502 

> > >assembly programs for old consoles and platforms) and there is the 


Apple 

> > >scene, Commadore, etc. 

>>> 

> > >What will happen when there is no more Yaroze equipment left ora 

> > >significant amount of them damaged that there really isn't a community 
> > >anymore. I can always go to Ebay and buy a Yaroze second-hand to 

£ 


> my 

> > >defective parts but for how long? What happens if the few 10 people 
that 

> >are still active on these newsgroups lose their equipment, will they 
still 

> >participate? 

> > 

> >Does anyone know if there is a PS1 emulator capable of acting as a 
Yaroze? 

>> 

> 

>Thanks 

> 


VVVVVVVVVVV VV 
V V V V 


—-MESSAGE FILE 10294 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009022 


——MESSAGE FILE 10295 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009023 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What about the NDA? 

Date: Tue, 23 Mar 2004 16:02:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 92 

Message-ID: <c3pnpuScpv2@www.netyaroze-europe. com> 

References: <c2uamu$51lq15@www.netyaroze-europe.com> <45jv5016qmbac04284vqvmdbgheq4cq 
r55@4ax.com> <c3o0nf3Sbvb11@www.netyaroze-europe. com> 

NNTP-Posting-Host: 213.106.125.140 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.4) Gecko/20030624 
X-Accept—-Language: en-us, en 

In-Reply-To: <c3onf3$bvbll1l@www.netyaroze-europe. com> 


Shawn B. wrote: 

> I've made an image of all the members' sites and downloads and information. 
> I'm actually going through and cleaning up the links now so they point to 

> the local image rather than the online site. But that is only a snapshot in 
> the past and not an ongoing community. Hopefully Sony will open it up but 
> 
> 
> 
> 
> 


considering Nintendo never opened up the NES/SNES I doubt it is important 
enough for Sony to open up this. I suspect Yaroze will just die. 


XGamesStation is about the only "real" open platform. XBox is probly pretty 
open when you consider it is intel CPU, the Graphics is ?NVidia?, Windows, 
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DirectX 8... as far as I can see, XBox is just a super-dedicated commodity 
PC. But we can't expect to target it. PS2 Linux, I'm not familiar with 
that crowd at the moment. I'm still trying to get my Hello World in Yaroze 
working. 


VVVVYV 


Well, the XGameStation isn't out yet AFAIK, though it could be pretty 
interesting with that FPGA they are talking about. Only 64K ona 
cartridge is a bit of a pain though. Bit of a let down from the Yaroze 
I think, but i'd probably get one anyway if the price was right. 


It's a shame really, the Yaroze seems to occupy that space where the 
hardware is still relatively decent and it's pretty easy to code for... 
I'd be interested in PS2/Linux, but i'm proper skint at the minute. 
Don't think I could blag the job centre into paying for one under the 

guise of training either ;) 


I think the next best thing to the Yaroze at this point in time would 
probably be the Game Boy Advance. I've not coded anything for GBA but 
by all accounts it seems a pretty good system all-in-all. OK it's not 
open officially, but there seems to be pretty good homebrew development 
stuff out there. 


> But I don't want Yaroze to die. 
> 


Me neither... 


for it anyway. Maybe it would "revive" the community. Who knows. Wishful 
thinking, really. 


> There was an earlier thread about opening the the full SDK now that no one 
> is developing for it anymore. The responze was that Sony would have to 

> replace all the Yaroze CD'd. I replied but don't think anyone read the 

> reply. 

> 

> Basically, Sony could charge a fee and if we want the SDK we pay else they 
> don't have to replace anything -- in terms of sending a replacement CD -- 
> and we just pay a fee... what is reasonable? Well, I'm US, so USD $100? 

> perhaps, definately more than shipping but considering the community is 

> barely thriving as it is, it can't be too expensive. And if it is, I'll pay 
> 

> 


I'm probably talking bollocks as usual, but doesn't it depend on the 
volume of CD's that need to be pressed, rather than the amount we're 
willing to pay for an upgrade - doesn't there need to be a run of > 1000 
before it makes sense to send a CD for duplication (even if we were 
prepared to pay over the odds for an upgrade). 


Besides that, the Yaroze libs are (and it pains me to say it, since i'd 
like a full set of libs myself) good enough for most purposes. I don't 
think we're missing too much - apart from a lack of scalable/rotatable 
GsBG (we only get the fixed version) and some missing primitives from 
the TMD spec such as no lines, sprites or GsBOXF in a TMD - but we can 
usually get round those problems the long way round. (Dynamic TMD's are 
cool - apart from missing line/sprite primitives that is :) ) 


Mind you, if Sony want to give ստ the official PS1 devkit instead (the 


PCI card version with 8 meg of memory and full set of libs) I wouldn't 
say ոօ :) 


Oh, speaking օք bits and pieces, can Sony supply ստ with replacement 
bits like the CD drive and the serial cable nowadays, I wonder, without 
having to send the Yaroze back to Sony central for repair (if we sent 
them payment of course)? I guess that the Yaroze boot CD will be fairly 
hard/impossible to get hold of though. Can we still get the Yaroze 
fixed if we need to? 


Now, gloom and doom behind... I'm glad I finally got this thing up and 
running though I still don't know how to successfully compile the Tut5 with 
the Codewarrior Compiler. But I'm happy, see =D 


> 
> 
> 
> 


Net Yaroze newsgroups message dump.txt Page 6906 


I think the best tutorial for beginners was Ira Rainey's sprite 
tutorial, IMHO. I think it got most of us started at one point or 
another. It's a good starting point for experimentation at least. 


Cheers, 


Andy P 


—-MESSAGE FILE 10295 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009023 


——MESSAGE FILE 10296 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009024 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Quads 

Date: Tue, 23 Mar 2004 16:58:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <c3prb1Scpv3@www.netyaroze-europe. com> 

References: <c3hn28Sanol0@www.netyaroze-europe.com> <c3i84kSanoll@www.netyaroze-euro 
pe.com> <c3kk3pSbvb2@www.netyaroze-europe.com> <c3kknh$bvb3@www.netyaroze-europe.com 
> <c3mpp8Sbvb7@www.netyaroze-europe.com> <c3n74q$bvb8@www.netyaroze-europe.com> <c3n 
14kSbvb10@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


It uses the arrow keys. At the mo, pressing left or right moves a piece left 
and right respectively once only, I'm working on getting it to repeat-—move 
across the screen. The up arrow rotates the piece and P pauses the game. If 
the brick does not decend about every second at first then it must be slow 
down. 


Andy M. 
"Jon Prestidge" <jon@technospective.co.uk> wrote in message 


news:c3nl4kS$bvb10@www.netyaroze-europe.com... 
> Just incase I've had a mental aberation and forgotten how to play tetris, 


> give me some instructions. I tried it on my laptop and it goes just as 
slow 

> there so I'm begining to doubt myself! 

> 


> My laptop has a "SiS 630/730" graphics adaptor (what wver the hell that 
is). 

> 

> Jon 

> 

> 


—-MESSAGE FILE 10296 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009024 


--MESSAGE FILE 10297 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009025 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Emotion levels 

Date: Thu, 25 Mar 2004 00:17:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <c3t9elScpv4@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-131-232-127.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Anyone who wants to submit an Emotion level needs to do it sometime this 
week-end.... I aim to build the final version on Monday. 


Cheers, 
Jon 


—-MESSAGE FILE 10297 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009025 


—--MESSAGE FILE 10298 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009026 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emotion levels 

Date: Thu, 25 Mar 2004 14:59:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <c3ut4eScpv5@www.netyaroze-europe. com> 
References: <c3t9elScpv4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


How many levels have been submitted so far Jon? I like the sound of it but 
haven't gotten round to playing it yet. I must play it tonight! 


Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c3t9elScpv4@www.netyaroze-europe.com... 

> Anyone who wants to submit an Emotion level needs to do it sometime this 
week-end.... I aim to build the final version on Monday. 


Cheers, 


> 
> 
> 
> Jon 
> 
> 


—-MESSAGE FILE 10298 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009026 


——MESSAGE FILE 10299 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009027 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emotion levels 

Date: Thu, 25 Mar 2004 16:49:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c3v3jjScpv6@www.netyaroze-europe. com> 

References: <c3t9elScpv4@www.netyaroze-europe.com> <c3ut4eScpv5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 213.122.213.81 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi....I've only had one from Andy Partington sofar. They don't have to be 
complex or 'near impossible’ levels or anything ... simple levels are just 
as welcome. 
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Monday isn't a strict deadline... but let me know if you want me to delay 
the final build for a bit. 


Cheers, 
Jon 


—-MESSAGE FILE 10299 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009027 


——MESSAGE FILE 10300 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009028 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emotion levels 

Date: Thu, 25 Mar 2004 14:28:11 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c3vndoSevpl@www.netyaroze-europe. com> 

References: <c3t9elScpv4@www.netyaroze-europe.com> <c3ut4eScpv5@www.netyaroze-europe 
.com> <c3v3jj$cpv6@www.netyaroze-europe. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 

In-Reply-To: <c3v3jjScpv6@www.netyaroze-europe. com> 


Ooo, forgot about this. I'll have to dig out the Yaroze and have a go 
this weekend. 


Scott 


—-MESSAGE FILE 10300 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009028 


—--MESSAGE FILE 10301 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009029 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emotion levels 

Date: Thu, 25 Mar 2004 23:48:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c3vsigSevp2@www.netyaroze-europe.com> 

References: <c3t9elScpv4@www.netyaroze-europe.com> <c3ut4eScpv5@www.netyaroze-europe 
.com> <c3v3jj$cpv6é@www.netyaroze-europe.com> <c3vndoSevpl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-13-73.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Nice one, cheers. 


All donators will be credited in the game (probably when you select the 
level). 


Jon 


-—-MESSAGE FILE 10301 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009029 


--MESSAGE FILE 10302 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009030 
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Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: GNU in XP 

Date: Fri, 26 Mar 2004 22:55:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <c42degSevp3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-177-173.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Any tips for running GNU under Windows XP? 


In partucular when I type 'make' it says: "Cannot exec go32". But the path 

must be OK because if I type 'go32' it does execute OK (but I don't suppose 

it's very useful on its own what ever go32 is). I've done the usual djsetup 
stuff. 


Does this prob sound familiar to anyone? I couldn't find a previous post on 
GNU under XP. 


Cheers, 
Jon. 


—-MESSAGE FILE 10302 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009030 


—--MESSAGE FILE 10303 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009031 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Fri, 26 Mar 2004 22:59:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c42dkqSevp4@www.netyaroze-europe. com> 

References: <c42degSevp3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-177-173.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Ha ... I found a thread on XP as soon as I posted this .... doh! Not read 
it yet though... hope it's got the goods 
s=) 


--MESSAGE FILE 10303 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009031 


——MESSAGE FILE 10304 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009032 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Sat, 27 Mar 2004 00:53:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c42ka4Sevp5@www.netyaroze-europe. com> 

References: <c42degSevp3@www.netyaroze-europe.com> <c42dkqSevp4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-83-214.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 


Net Yaroze newsgroups message dump.txt Page 6910 


X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hmm yeah.... sounds like a right old game... I'll give it a go though. 


—-MESSAGE FILE 10304 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009032 


——MESSAGE FILE 10305 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009033 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Sat, 27 Mar 2004 16:18:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <c44afvSevp6@www.netyaroze-europe. com> 

References: <c42degSevp3@www.netyaroze-europe.com> <c42dkqSevp4@www.netyaroze-europe 
.com> <c42ka4Sevp5@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-21-158.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


Yes got it working OK-ish after following the trials and tribulations of the 
post on 06/10/2003 -- 
thanks to all those who suffered to make my transition easier :-) 


As for one thing I saw in that tread (I think it was a prob Andrew Murry 
had) :- 


"make: *** No rule to make target “main.o', needed by `main'." 


I had a similar problem (but not with the main module) and it turned-out to 
be because one mention of the module name in the makefile was in lower case 
and another one was in mixed case...so maybe it is more case sensitive than 
the old stuff. 


Personally I get the following inexplicable compiler warning message:- 


\psx3\mips-unknown-ecoff\include\memory.h:32: warning: conflicting types 
for bui 
lt-in function `memset' 


but I can't work it out because memset is only defined once in memory.h, 
and it is defined in the standard way, and it isn't even called anywhere in 
Emotion anyway. 


Still works fine despite the message thouoh. 


Jon 


--MESSAGE FILE 10305 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009033 


——MESSAGE FILE 10306 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009034 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Sat, 27 Mar 2004 22:59:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <c4520cSevp7@www.netyaroze-europe. com> 
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References: <c42degSevp3@www.netyaroze-europe.com> <c42dkqSevp4@www.netyaroze-europe 
.com> <c42ka4Sevp5@www.netyaroze-europe.com> <c44afvSevp6@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-132-24-5.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Personally I have a Win98 partition on my hard drive so I just develop in 
Codewarrior under XP then port it to GNU when I'm done. I tried the methods 
discussed in that earlier thread but there were too many factors outwith my 
control that I wasn't willing to accept, such as the C:\psx3 path. 


Anyway hope it works for you Jon. 
Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c44afvSevp6@www.netyaroze-europe.com... 

> Yes got it working OK-ish after following the trials and tribulations of 
the 

post on 06/10/2003 -- 

thanks to all those who suffered to make my transition easier :-) 


v 


As for one thing I saw in that tread (I think it was a prob Andrew Murry 
had) :- 


"make: *** No rule to make target “main.o', needed by `main'." 


VV V NV V VV V 


I had a similar problem (but not with the main module) and it turned-out 
to 

> be because one mention of the module name in the makefile was in lower 
case 

> and another one was in mixed case...so maybe it is more case sensitive 
than 

> the old stuff. 


v 


Personally I get the following inexplicable compiler warning message:- 


\psx3\mips-unknown-ecoff\include\memory.h:32: warning: conflicting 


> lt-in function `memset' 


> ... but I can't work it out because memset is only defined once in 
memory.h, 

> and it is defined in the standard way, and it isn't even called anywhere 
in 


v 


Emotion anyway. 
Still works fine despite the message though. 


Jon 


VVVVVVV 


—-MESSAGE FILE 10306 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009034 


——MESSAGE FILE 10307 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009035 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Sat, 27 Mar 2004 17:37:13 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <c45b8gSevp8@www.netyaroze-europe. com> 
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References: <c42degSevp3@www.netyaroze-europe.com> <c42dkqSevp4@www.netyaroze-europe 
.com> <c42ka4Sevp5@www.netyaroze-europe.com> <c44afvSevp6@www.netyaroze-europe. com> 
<c4520cSevp7@www.netyaroze-europe. com> 

NNTP-Posting-Host: adsl-64-170-55-242.dsl1.1san03.pacbell.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


Sounds like an excellent idea. Thanks for sharing it with us. I will 
create a new Win98 SE guest in my VirtualPC and see if I can compile it 
under that. If it works, that would be splended. I followed the trials and 
tribs mentioned earlier and I still can't get it to compile under XP but my 
CodeWarrior works fine. 


Thanks, 
Shawn 


"Andrew Murray" <a_murray@btopenworld.com> wrote in message 
news:c4520cSevp7@www.netyaroze-europe.com... 

> Personally I have a Win98 partition on my hard drive so I just develop in 
> Codewarrior under XP then port it to GNU when I'm done. I tried the 
methods 

> discussed in that earlier thread but there were too many factors outwith 


< 


control that I wasn't willing to accept, such as the C:\psx3 path. 
Anyway hope it works for you Jon. 
Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 

news: c44afvSevp6@www.netyaroze-europe.com... 

> Yes got it working OK-ish after following the trials and tribulations of 
the 

post on 06/10/2003 -- 

thanks to all those who suffered to make my transition easier :-) 


v 


As for one thing I saw in that tread (I think it was a prob Andrew Murry 
had) :- 


"make: *** No rule to make target “main.o', needed by `main'." 


VVVVVVVV 


I had a similar problem (but not with the main module) and it turned-out 
to 

> be because one mention of the module name in the makefile was in lower 
case 

> and another one was in mixed case...so maybe it is more case sensitive 
than 

> the old stuff. 


v 


Personally I get the following inexplicable compiler warning message:- 


\psx3\mips-unknown-ecoff\include\memory.h:32: warning: conflicting 


> lt-in function `memset' 


> ... but I can't work it out because memset is only defined once in 
memory.h, 

> and it is defined in the standard way, and it isn't even called anywhere 
in 

> Emotion anyway. 

> 


Still works fine despite the message though. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VB 


> 
> 
> Jon 
> 
> 
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> 


V Vv v 


—-MESSAGE FILE 10307 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009035 


——MESSAGE FILE 10308 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009036 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Sun, 28 Mar 2004 22:10:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <c47fvkS$g3hl@www.netyaroze-europe. com> 

References: <c42degSevp3@www.netyaroze-europe.com> <c42dkqSevp4@www.netyaroze-europe 
.com> <c42ka4Sevp5@www.netyaroze-europe.com> <c44afvSevp6@www.netyaroze-europe. com> 
<c4520cSevp7@www.netyaroze-europe.com> <c45b8gSevp8@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-2-214.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I almost made a dual boot system with win 98 to run an old version of Easy 
CD Creator as well as the GNU stuff, but when I looked into it you have to 
it I found you have to install windows XP last....so that would have ment 
having to reinstall XP and I didn't fancy reloading all the apps and setting 
all those prefrences etc. Oh well I managed to get everything working 

well, working enough. 


Jon 


-—-MESSAGE FILE 10308 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009036 


—-MESSAGE FILE 10309 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009037 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What about the NDA? 

Date: Sun, 28 Mar 2004 20:35:17 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <p4ve60pfidgh25jtuudgphe258sfunppb9@4ax.com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <454jv5016qmbac04284vqvmdbgheq4cq 
r55@4ax.com> <c3o0nf3Sbvb11@www.netyaroze-europe.com> 

NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


On Mon, 22 Mar 2004 22:45:53 -0800, "Shawn 8." <leabre@hotmail.com> 
wrote: 


>XGamesStation is about the only "real" open platform. XBox is probly pretty 
>open when you consider it is intel CPU, the Graphics is ?NVidia?, Windows, 
>DirectX 8... as far as I can see, XBox is just a super-dedicated commodity 
>PC. But we can't expect to target it. PS2 Linux, I'm not familiar with 
>that crowd at the moment. I'm still trying to get my Hello World in Yaroze 
>working. 


Hi Shawn, 
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You'd be surprised how "open" the PS2 Linux community is... 


There's no NDA or anything involved in purchasing the kit, but the 
manuals that ship with the kit are copyrighted Sony documents. 


That being said, we have no problem openly discussing a lot of 
technical issues and details, I've even created a number of libraries 
that have a lot of the structures and names of variables that appear 
in the documentation and that doesn't appear to be the least bit of a 
problem. 


Sony seems to be very generous with what they allow in that (public) 
community, there are even projects to build/port emulators on the kit. 
Sure, they won't endorse putting ROMs on their sites, but they're 
being very lenient. 


Sauce 
—-MESSAGE FILE 10309 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009037 


——MESSAGE FILE 10310 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009038 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Mon, 29 Mar 2004 19:47:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <c49rujS$g3h2@www.netyaroze-europe. com> 

References: <c2uamu$5lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S$6bul@www.netyaroze-europe.co 
m> <c2vrieS 6bu3@www.netyaroze-europe.com> <eedq50t8ajp9Itge4609i1928i18td7gut6re@4ax.co 
m> 

NNTP-Posting-Host: modem-2968.gorilla.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7b) Gecko/20040316 
X-Accept—-Language: en 

In-Reply-To: <eedq50t8ajp9tge46091928118td7gut6r@4ax.com> 


How many people are using PS2 Linux to develop games? 


Thanks 
Nigel 


Steven Osman wrote: 

Some of us are trying to break that impression... One of the things 
our efforts led to was: 
http://playstation2-linux.com/coding-on-playstation2.php 

Kudos to Sarah Ewen at SCEE for maintaining it. 


Sauce 


On Sat, 13 Mar 2004 20:23:20 +0000, Nigel Critten 
<Nigel@100tinsoldiers.com> wrote: 


VVVVVVVVVVV VV 


>>You get loads of detailed docs on the VUs the EE everything but it seems 
>>to be geared towards the Linux user rather than the games coder 

>> 

>>Nigel 

>> 

>>Shawn wrote: 

>> 

>> 

>>>I'm not familiar with the PS2/Linux. Does Sony provide enough docs and any 
>>>libraries for making decent games? 

>>> 
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>>> 

>>>Thanks, 

>>>Shawn 

>>> 

>>> 

>>>"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
>>>news:c2vbga$51q24@www.netyaroze-europe.com... 

>>> 

>>> 

>>>>Well I think HermitGames would make a nice new home, or yarozescene but 
>>>>I'm hoping Sony won't close us down just yet. 

>>>> 
>>>>Maybe a PS2 Linux NG/forum which was more worried about games rather 

>>>>than Linux hacking, could be a good Yaroze replacement. 

>>>> 

>>>>Nigel 

>>> 

>>> 

>>> 

> 

-—-MESSAGE FILE 10310 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009038 


—--MESSAGE FILE 10311 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009039 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Emotion levels: Still time + NTSC executable. 

Date: Mon, 29 Mar 2004 22:28:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2245 

Message-ID: <c4a5frSg3h3@www.netyaroze-europe.com> 
References: <c3t9elScpv4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-72-115.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi still time to submit some levels....I could not do much at the week end 
like I planned so there are a few more days of level building available :-) 
Andy P has submitted a few crafty ones. 


Hello... Scott pointed out I had not released an NTSC version so for anyone 

else who needs one I've attached it here. Down load the whole project from 

"emotion.zip" Matt's page: 

http://www.netyaroze-europe.com/~frkt1lx/ 

and when you have unzipped it replace main.exe with the one in this attached 
ZIP file. 


I'm afraid that since it was designed for 50 frames per second it does 
slow-down when there are a lot of objects on screen.... but when I build the 
final PAL version I'll try and think of something to sort that and do a 
final NTSC version. And also there are a few things missing off the bottom 
of the screen on this version -- sorry. 


Cheers, 
Jon 


-—-MESSAGE FILE 10311 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009039 


--MESSAGE FILE 10312 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009040 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Tue, 30 Mar 2004 09:58:33 +1000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <c4ae7aSg3h4@www.netyaroze-europe. com> 

References: <c42deg$evp3@www.netyaroze-europe.com> <c42dkqS$evp4@www.netyaroze-europe 
.com> <c42ka4Sevp5@www.netyaroze-europe.com> <c44afvSevp6@www.netyaroze-europe. com> 
<c4520cSevp7@www.netyaroze-europe.com> <c45b8gSevp8@www.netyaroze-europe.com> <c47fv 
kS$g3hl@www.netyaroze-europe. com> 

NNTP-Posting-Host: c210-49-140-38.kelvnl.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c47fvk$g3hl@www.netyaroze-europe. com> 


Hi Guys, 
This is my setup, it works perfectly, abit tricky to setup. but its 
worth it! 


Primary ntfs XP 
Primary fat32 Win98 
Primary Linux 
Extended 

Fat32 

Fat32 

FPat32. .. 


Win98 cant see ntfs so it thinks its C: all the time 
XP doesnt care about the second fat32 primary 


I use fedora with lilo as my bootloader (not part of fedora :( ), I'm 
sure grub works just as well tho. 


If you dont have linux there are windows programs out there that can 
partition your harddrive like this and create a bootloader too 


Cheers 
Mike 


Jon Prestidge wrote: 

> I almost made a dual boot system with win 98 to run an old version of Easy 

> CD Creator as well as the GNU stuff, but when I looked into it you have to 
> it I found you have to install windows XP last....so that would have ment 

> having to reinstall XP and I didn't fancy reloading all the apps and setting 
> all those prefrences etc. Oh well I managed to get everything working 
> 
> 
> 
> 
> 


well, working enough. 


Jon 


—-MESSAGE FILE 10312 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009040 


——MESSAGE FILE 10313 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009041 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Emotion levels 

Date: Fri, 2 Apr 2004 12:42:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c4jkjiSi7cl@www.netyaroze-europe.com> 
References: <c3t9elScpv4@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-124-88.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


OK... last chance saloon all levels have to be in by Monday Morning. 
Thanks to Andy P who has submitted some good ones. 


I'll be releasing the latest version next week with lots of new levels and 
improvements that have been suggested (like hi scores, a timer, a more 
informative game-over screen, etc). 


Cheers, 
Jon 


-—-MESSAGE FILE 10313 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009041 


—-MESSAGE FILE 10314 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009042 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Thu, 15 Apr 2004 10:24:32 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <cSkenlS$2tg2@www.netyaroze-europe. com> 

References: <c42degSevp3@www.netyaroze-europe. com> 

NNTP-Posting-Host: visp66-176.visp.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c42degSevp3@www.netyaroze-europe. com> 


Jon Prestidge wrote: 


> Any tips for running GNU under Windows XP? 

> 

> In partucular when I type 'make' it says: "Cannot exec go32". But the path 

> must be OK because if I type 'go32' it does execute OK (but I don't suppose 

> it's very useful on its own what ever go32 is). I've done the usual djsetup 
> stuff. 

> 

> Does this prob sound familiar to anyone? I couldn't find a previous post on 
> GNU under XP. 

> 

> Cheers, 

> Jon. 

> 

> 

Hey Guys, 


Just wondering whats the chances of someone knowing how to recompile the 

PSX GCC like chris evans did but to make it use a selectable path? not 

psx3? Im going to be moving to XP shortly, and im keen to have the 

environment working the same as i have it set up currently.. any 

thoughts or suggestions? 

—-MESSAGE FILE 10314 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009042 


——MESSAGE FILE 10315 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009043 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: GNU in XP 

Date: Fri, 16 Apr 2004 00:21:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <c5Sn6éf0S4tsl@www.netyaroze-europe. com> 

References: <c42degSevp3@www.netyaroze-europe.com> <cSkenlS$2tg2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-182-19.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


I'd comply and go with the psx3 directory ...or build a dual boot system if 
I was you... 
but that's just me -- scared to fight the system :-) 


-—-MESSAGE FILE 10315 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009043 


——MESSAGE FILE 10316 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009044 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Changing siocons/minicons baud rate 

Date: Tue, 20 Apr 2004 17:31:22 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c64gjs$7jal@www.netyaroze-europe. com> 

NNTP-Posting-Host: c-67-161-22-219.client.comcast.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 


I forget, how do you permanently change the Yaroze to 115200 baud? I 
hate having to change it manually every time I reset. 


Scott 


--MESSAGE FILE 10316 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009044 


——MESSAGE FILE 10317 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009045 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Changing siocons/minicons baud rate 

Date: Wed, 21 Apr 2004 14:50:34 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c64oik$7ja2@www.netyaroze-europe.com> 

References: <c64gjs$7jal@www.netyaroze-europe.com> 

NNTP-Posting-Host: visp66-176.visp.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept-Language: en-us, en 

In-Reply-To: <c64gjs$7jal@www.netyaroze-europe.com> 


Scott Cartier wrote: 


> I forget, how do you permanently change the Yaroze to 115200 baud? I 
> hate having to change it manually every time I reset. 

> 

> Scott 

> 


Dont you have to have a second memory card that stores the setting in 
port two of the machine? at least i think thats how i remember it :) 
--MESSAGE FILE 10317 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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009045 


——MESSAGE FILE 10318 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009046 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Changing siocons/minicons baud rate 

Date: Tue, 20 Apr 2004 21:45:13 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <cé4vfp$7ja3@www.netyaroze-europe. com> 

References: <c64gjs$7jal@www.netyaroze-europe.com> <c640ik$7ja2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: c-67-161-22-219.client.comcast.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept-Language: en-us, en 

In-Reply-To: <c640ik$7ja2@www.netyaroze-europe. com> 


Ah, you could be right there. That would explain why mine is always at 
9600. I must have taken out the other card. Now to find it again... 


Scott 


—-MESSAGE FILE 10318 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009046 


——MESSAGE FILE 10319 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009047 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rfp102@soton.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Changing siocons/minicons baud rate 

Date: Wed, 21 Apr 2004 20:22:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <cé6é6inp$7ja4@www.netyaroze-europe. com> 

References: <c64gjs$7jal@www.netyaroze-europe.com> <cé640ik$7ja2@www.netyaroze-europe 
.com> <c64vfp$7ja3@www.netyaroze-europe. com> 

NNTP-Posting-Host: 82-69-10-86.dsl.in-addr.zen.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1158 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1165 


"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 

news: c64vfp$7ja3@www.netyaroze-europe.com... 

> Ah, you could be right there. That would explain why mine is always at 
> 9600. I must have taken out the other card. Now to find it again... 


You also have to create/change a batch file or something to get the PC to 
set itself to run at the new baud rate, IIRC. 


HTH, 
Rikki 


-—-MESSAGE FILE 10319 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009047 


——MESSAGE FILE 10320 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009048 

Path: chuka.playstation.co.uk!news 

From: Omar Metwally <ometwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: funny story 
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Date: Wed, 21 Apr 2004 23:20:41 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <c67ejcS$7ja5@www.netyaroze-europe. com> 
NNTP-Posting-Host: pcp05305579pcs.wanarb01.mi.comcast.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Macintosh; U; PPC Mac OS X Mach-O; en-US; rv:1.4) Gecko/200 
30624 Netscape/7.1 

X-Accept—-Language: en-us, en 


this actually happened to me a few weeks ago, so i thought i would share 
and give everyone a good laugh (and i'm sorry it's sort of crude humor). 
i sent it out on the yaroze email group, but i think it's dysfunctional 

now, so i posted it here. 


i accidentally clogged the kitchen drain in my apartment by dumping too 
much rice in it, so i called the maintenence guy of the building to 
check it out. so he knocks on my door the next day when i'm studying, 
and i let him in and he starts working. when he finally finishes, he 
starts to explain to me how they usually fix this type of problem: 


"basically, we go all the way up to the 28th floor and just dump an 
orgasm through the pipes to remove all the blockage. that usually fixes 


everything." and i'm thinking to myself: "how can you put an orgasm 
in a pipe...?" i'm trying my hardest not to laugh in his face, and 10 
seconds later he says: "woops! did i say orgasm? i meant enzyme." 


close enough, i guess 
-omar 


--MESSAGE FILE 10320 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009048 


——MESSAGE FILE 10321 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009049 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: funny story 

Date: Thu, 22 Apr 2004 13:22:52 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <c67er6S7ja6@www.netyaroze-europe.com> 

References: <c67ejcš$7ja5@www.netyaroze-europe.com> 

NNTP-Posting-Host: c210-49-140-38.kelvnl.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept-Language: en-us, en 

In-Reply-To: <c67ejc$7ja5@www.netyaroze-europe.com> 


Hey Omar, 


Thanks for sharing it mate, 
:) made me laugh 


cheers 
mike 


Omar Metwally wrote: 

this actually happened to me a few weeks ago, so i thought i would share 
and give everyone a good laugh (and i'm sorry it's sort of crude humor). 
i sent it out on the yaroze email group, but i think it's dysfunctional 

now, so i posted it here. 


i accidentally clogged the kitchen drain in my apartment by dumping too 
much rice in it, so i called the maintenence guy of the building to 
check it out. so he knocks on my door the next day when i'm studying, 


VV VV VV V V 
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close enough, i guess 


-omar 


> and i let him in and he starts working. when he finally finishes, he 

> starts to explain to me how they usually fix this type of problem: 

> 

> "basically, we go all the way up to the 28th floor and just dump an 

> orgasm through the pipes to remove all the blockage. that usually fixes 
> everything." and i'm thinking to myself: "how can you put an orgasm in 
> a pipe...?" i'm trying my hardest not to laugh in his face, and 10 

> seconds later he says: "woops! did i say orgasm? i meant enzyme." 

> 

> 

> 

> 

> 


-—-MESSAGE FILE 10321 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009049 


——MESSAGE FILE 10322 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009050 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: funny story 

Date: Fri, 30 Apr 2004 15:38:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <c6tpdoSassl@www.netyaroze-europe. com> 

References: <c67ejc$7ja5@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-178-168.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


yeah good one... and good to see there is still some posting ... it's been 
very quiet lately. 


I've done the final version of Emotion (PAL).... I'll have to upload it 
later. Not quite sure what's next, but it'll probably be a game on the PC 
(in an Emotion type vain) called: 'Machination'. 


Jon 


—-MESSAGE FILE 10322 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009050 


—-MESSAGE FILE 10323 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009051 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Vector Characters akin to Asteroids 

Date: Sat, 1 May 2004 14:58:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <c70bd0Seqvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-43-186-98.range217-43.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


Does anyone know an easy way to create characters composed of vectors? Its 
for an asteroids clone that I'm making and at the moment I'm specifying 
coordinates for each line in a character. I was just wondering if anyone 
knew of or could suggest a different way to do it. 


Cheers, 
Andy M. 
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—-MESSAGE FILE 10323 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009051 


--MESSAGE FILE 10324 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009052 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: VAG data format 

Date: Sat, 01 May 2004 22:16:51 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c72la5Seqv2@www.netyaroze-europe. com> 

NNTP-Posting-Host: c-67-161-22-219.client.comcast.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 


Anyone know the format for the data portion of VAG files? The 
fileformat.pdf doc says it's ADPCM-encoded, but darned if I know what 
that means. 


I'm trying to write something to parse them. 
Scott 


—-MESSAGE FILE 10324 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009052 


——MESSAGE FILE 10325 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009053 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAG data format 

Date: Sun, 02 May 2004 10:12:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <c72f£35Seqv3@www.netyaroze-europe. com> 

References: <c72la5Seqv2@www.netyaroze-europe. com> 

NNTP-Posting-—Host: m151-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6b) Gecko/20031203 
X-Accept—-Language: en, en-us 

In-Reply-To: <c72la5Seqv2@www.netyaroze-europe. com> 


Hi Scott, 
I've had a look through all the documents I've had access to and the 
only bit of info I can find regarding ADPCM file format is: 


"Sony has not released this information to developers" 


So to answer your question the format of the data portion of VAG files 
is currently unknown to developers. 


Hope this helps, even if it doesn't actually help. 

>) 

James 

Scott Cartier wrote: 

> Anyone know the format for the data portion of VAG files? The 

> fileformat.pdf doc says it's ADPCM-encoded, but darned if I know what 


> that means. 
> 
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> I'm trying to write something to parse them. 

> 

> Scott 

> 

—-MESSAGE FILE 10325 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009053 


——MESSAGE FILE 10326 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009054 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: VAG data format 

Date: Sun, 02 May 2004 08:51:40 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <c736gpSeqvé@www.netyaroze-europe. com> 

References: <c72la5Seqv2@www.netyaroze-europe.com> <c72f35Seqv3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: c-67-161-22-219.client.comcast.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept-Language: en-us, en 

In-Reply-To: <c72f35Seqv3@www.netyaroze-europe. com> 


I was afraid of that. Oh well. Thanks, James. 
Scott 


—-MESSAGE FILE 10326 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009054 


——MESSAGE FILE 10327 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009055 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vector Characters akin to Asteroids 

Date: Mon, 3 May 2004 13:30:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <c75f2q$h511@www.netyaroze-europe. com> 
References: <c70bd0Seqvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-131-226-71.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Have you got any sort of CAD package you could use. With most CAD packages 
you can draw something in vectors, obviously, but then there is usually an 
option to write-out the co-ordinates in a generic comma delimited file 
(instead of DXF or whatever) which you past into your source code. It 
might save you some work... 


was that what you ment or did you mean you wanted some sort of algorithm 
to draw them automaticallly? 


As for displaying them -- I'd use the 2D line function (I think it's called 
gsline or something like that) it worked quite well for me. 


Also I have some routines I wrote that draw text using vectors using that 
line drawing function... you can have those if you like. 


Jon 


—-MESSAGE FILE 10327 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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009055 


—--MESSAGE FILE 10328 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009056 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vector Characters akin to Asteroids 

Date: Mon, 3 May 2004 16:28:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <c75pfc$h512@www.netyaroze-europe. com> 

References: <c70bd0Seqvl@www.netyaroze-europe.com> <c75f2q$h511@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host217-43-186-98.range217-43.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


Hi Jon, 

I don't have a CAD package or anything... will 3ds max be able to output 
comma delimited files? 

Thanks, 

Andy M. 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news:c75f2q$h511@www.netyaroze-europe.com... 

> Have you got any sort of CAD package you could use. With most CAD 
packages 

> you can draw something in vectors, obviously, but then there is usually an 


> option to write-out the co-ordinates in a generic comma delimited file 
> (instead of DXF or whatever) which you past into your source code. It 
> might save you some work... 

> 

> was that what you ment or did you mean you wanted some sort of 
algorithm 

> to draw them automaticallly? 

> 

> As for displaying them -- I'd use the 2D line function (I think it's 
called 

> gsline or something like that) it worked quite well for me. 

> 

> Also I have some routines I wrote that draw text using vectors using that 
> line drawing function... you can have those if you like. 

> 

> Jon 

> 

> 


—-MESSAGE FILE 10328 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009056 


—-MESSAGE FILE 10329 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009057 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Vector Characters akin to Asteroids 

Date: Tue, 4 May 2004 19:03:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <c78mur$h513@www.netyaroze-europe. com> 

References: <c70bd0Seqvl@www.netyaroze-europe.com> <c75f2q$h511l@www.netyaroze-europe 
.com> <c75pfc$h512@www.netyaroze-europe. com> 

NNTP-Posting-Host: host213-122-7-100.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Dunno since I don't have Max.... but there's a good chance there is and 
option for that..... if there is an option it's probably buried deep within 
the menus (it usually is on CAD packages). 


Alternatively you can probably down-load a 2D CAD package as shareware... 
most let you use all the features for free when making drawings that have 
less than a thousand points or whatever -- far more than'll ever be needed 
for asteroids :-) 


Good luck! 


Jon 


—-MESSAGE FILE 10329 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009057 


——MESSAGE FILE 10330 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009058 

Path: chuka.playstation.co.uk!news 

From: "Jonnathon Tann" <tanjo@cogeco.ca> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo chatroom yaroze meetup 

Date: Wed, 5 May 2004 02:02:39 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <c7al135$h514@www.netyaroze-europe. com> 

References: <c29sfvSp4p7@www.netyaroze-europe.com> <c2a07iS$q2tl@www.netyaroze-europe 
.com> <c2dom4$q2t4@www.netyaroze-europe.com> <7 jkp40psa0s7p84jal3ep92k86umdmllbf@4ax 
.com> <c2ip6h$4611@www.netyaroze-europe.com> <u6dq50tbubel5dsbukqslogucb21msiljf@4ax 
.com> <c3mpp7$bvb6@www.netyaroze-europe. com> 

NNTP-Posting-Host: d36-34-84.homel.cgocable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


Hey, if I was online back in March I would have joined in if only because 
that day was my birthday :-) 


I have only been back on the net for just over a week now after being away 
for over 2 years. 


I have moved to Canada and had to leave my Net Yaroze behind in the UK 
because it is incompatible over here and also because it's drive motor has 
stopped working :-( Can't afford to have it repaired and shipped out to me 
here in Canada :-( Gee I miss being able to tinker with the Yaroze :-( 


Jonnathon (JohntT) 


"Jon Prestidge" <jon@technospective.co.uk> wrote in message 
news: c3mpp7Sbvb6@www.netyaroze-europe.com... 

> Doh! =) 

> 

> 


-—-MESSAGE FILE 10330 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009058 


——MESSAGE FILE 10331 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009059 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Anyone talked to Matt? 

Date: Thu, 06 May 2004 07:53:47 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <c7dkkgSicbhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: c-67-161-22-219.client.comcast.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 


I've mailed him a couple times over the past month and haven't 
gotten a response. Is he on holiday perhaps? 


—-MESSAGE FILE 10331 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009059 


—--MESSAGE FILE 10332 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009060 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone talked to Matt? 

Date: Thu, 6 May 2004 16:00:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <c7d1l03Sicbh2@www.netyaroze-europe. com> 

References: <c7dkkgS$icbl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


I dunno, but he posted on his forum a couple of days ago. Perhaps if you 
leave a message there? 


http://s4.invisionfree.com/hermitgames/index.php?showforum=1 


cheers 
Derek 


=== Original Message ----- 

From: "Scott Cartier" <skah_t@dragonshadow. com> 
Newsgroups: scee.yaroze.freetalk.english 

Sent: Thursday, May 06, 2004 3:53 PM 

Subject: Anyone talked to Matt? 


> I've mailed him a couple times over the past month and haven't 
> gotten a response. Is he on holiday perhaps? 
> 


"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 
news:c7dkkgS$icbl@www.netyaroze-europe.com... 

> I've mailed him a couple times over the past month and haven't 
> gotten a response. Is he on holiday perhaps? 

> 


-—-MESSAGE FILE 10332 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009060 


——MESSAGE FILE 10333 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009061 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone talked to Matt? 
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Date: Thu, 06 May 2004 19:24:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <c7e0ulSicbh3@www.netyaroze-europe. com> 
References: <c7dkkgS$icbl@www.netyaroze-europe.com> <c7d103Sicb2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: m312-mpl.cvx2-b.bre.dial.ntli.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 

In-Reply-To: <c7d1l03Sicb2@www.netyaroze-europe. com> 


He's still alive at work! 
I do know he's trying to get 'troid finished! 
I'll pass on the word to him tomorrow if he doesn't show face this evening. 


Derek da Silva wrote: 


> I dunno, but he posted on his forum a couple of days ago. Perhaps if you 
> leave a message there? 

> 

> http://s4.invisionfree.com/hermitgames/index.php?showforum=1 

> 

> cheers 

> Derek 

> 

> =—==== Original Message ----- 


> From: "Scott Cartier" <skah_t@dragonshadow.com> 
> Newsgroups: scee.yaroze.freetalk.english 

> Sent: Thursday, May 06, 2004 3:53 PM 

> Subject: Anyone talked to Matt? 

> 

> 


v 


>>I've mailed him a couple times over the past month and haven't 
>>gotten a response. Is he on holiday perhaps? 

>> 

> 

> 

> "Scott Cartier" <skah_t@dragonshadow.com> wrote in message 

> news:c7dkkgSicbl@www.netyaroze-europe.com... 

> 

>>I've mailed him a couple times over the past month and haven't 
>>gotten a response. Is he on holiday perhaps? 

>> 

> 

> 

> 

—-MESSAGE FILE 10333 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009061 


——MESSAGE FILE 10334 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009062 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge" <jon@technospective.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone talked to Matt? 

Date: Fri, 7 May 2004 01:07:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <c7ellinSicbh4@www.netyaroze-europe. com> 

References: <c7dkkgS$icbl@www.netyaroze-europe.com> <c7d103Sicb2@www.netyaroze-europe 
.com> <c7e0ulSicb3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-12-224.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


I know Matt's emailing characteristics quite well, and basically Matt 
puts-off answering emails (bar emergencies) during the final frantic throws 
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of developing a game ... and he is well into this game `troids that he is 
doing. I imagine him glued to his screen as soon as he gets-in from work, 
eating and drinking at his keyboard till late at night 


:-) 


Jon 


—-MESSAGE FILE 10334 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009062 


——MESSAGE FILE 10335 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009063 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone talked to Matt? 

Date: Fri, 07 May 2004 07:51:45 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <c7g8spSicb5@www.netyaroze-europe. com> 

References: <c7dkkg$Sicbl@www.netyaroze-europe.com> <c7d103Sicb2@www.netyaroze-europe 
.com> <c7e0ulS$icb3@www.netyaroze-europe.com> <c7ellnSicb4@www.netyaroze-europe. com> 
NNTP-Posting-Host: c-67-161-22-219.client.comcast.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 
X-Accept—-Language: en-us, en 

In-Reply-To: <c7ellnSicb4@www.netyaroze-europe.com> 


Cheers, guys. Good to know he's alive and kicking :) 


—-MESSAGE FILE 10335 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009063 


——MESSAGE FILE 10336 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009064 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: funny song 

Date: Mon, 10 May 2004 10:21:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <c7nijk$ j8n1l@www.netyaroze-europe.com> 

References: <c67ejcS$7ja5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


http://www2.b3ta.com/heyhey16k/ 


Derek 


—-MESSAGE FILE 10336 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009064 


—--MESSAGE FILE 10337 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009065 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PSP 

Date: Tue, 11 May 2004 21:56:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 9 

Message-ID: <c7rfm2Skqh2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1460.bear.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 


Is it me or does the PSP look awesome, and the specs sound rather 
special as well. 


If all goes well I hope to be developing for it, fingers crossed, touch 
wood. 


http://gamesradar.msn.co.uk/news/default.asp?pagetypeid=2éarticleid=30164ésubsection 
id=1585 


Nigel 
-—-MESSAGE FILE 10337 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009065 


--MESSAGE FILE 10338 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009066 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSP 

Date: Tue, 11 May 2004 22:01:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <c7rg0aSkqh3@www.netyaroze-europe. com> 
References: <c7rfm2Skqh2@www.netyaroze-europe. com> 
NNTP-Posting-Host: m403-mpl.cvx2-a.bre.dial.ntli.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 

In-Reply-To: <c7rfm2Skqh2@www.netyaroze-europe. com> 


Actual press releases and high quality pictures can be found in Press 
Office at www.scee.com 


James 


Nigel Critten wrote: 


> Is it me or does the PSP look awesome, and the specs sound rather 

> special as well. 

> 

> If all goes well I hope to be developing for it, fingers crossed, touch 
> wood. 

> 

> http://gamesradar.msn.co.uk/news/default.asp?pagetypeid=2&éarticleid=30164&subsecti 
onid=1585 

> 

> 

> Nigel 


—-MESSAGE FILE 10338 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009066 


——MESSAGE FILE 10339 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009067 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSP 

Date: Tue, 11 May 2004 22:30:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <c7rhmeSkqh4@www.netyaroze-europe. com> 
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References: <c7rfm2Skqh2@www.netyaroze-europe.com> <c7rg0aSkqh3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-1460.bear.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept-Language: en 

In-Reply-To: <c7rg0aSkqh3@www.netyaroze-europe. com> 


Thanks for that James, I was keeping an eye on uk.Playstation but 
nothing, very nice high quality pictures. 


Thanks 
Nigel 


James Burns wrote: 


Actual press releases and high quality pictures can be found in Press 
Office at www.scee.com 


> 
> 
> 
> James 
> 
> Nigel Critten wrote: 
> 


>> Is it me or does the PSP look awesome, and the specs sound rather 
>> special as well. 


>> If all goes well I hope to be developing for it, fingers crossed, 
>> touch wood. 


>> http://gamesradar.msn.co.uk/news/default.asp?pagetypeid=2éarticleid=30164é&subsect 
ionid=1585 

>> 

>> 

>> Nigel 

—-MESSAGE FILE 10339 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009067 


——MESSAGE FILE 10340 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009068 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PSP 

Date: Tue, 11 May 2004 23:33:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <c7rld8Skqh6é@www.netyaroze-europe. com> 

References: <c7rfm2Skqh2@www.netyaroze-europe.com> <c7rg0aSkqh3@www.netyaroze-europe 
-com> <c7rhmeS$kqh4@www.netyaroze-europe. com> 

NNTP-Posting-Host: m511-mpl.cvx2-b.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c7rhme$kqh4@www.netyaroze-europe. com> 


Gamespot were doing a live web broadcast, I was fortunate to find a link 
to it that I didn't have to *ahem* pay for :) So we all watched it in 
the office. 

James 


Nigel Critten wrote: 


Thanks for that James, I was keeping an eye on uk.Playstation but 
nothing, very nice high quality pictures. 


Thanks 
Nigel 


V V V V V 
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> 

> James Burns wrote: 

> 

>> Actual press releases and high quality pictures can be found in Press 
>> Office at www.scee.com 

>> 

>> James 

>> 

>> Nigel Critten wrote: 

>> 

>>> Is it me or does the PSP look awesome, and the specs sound rather 
>>> special as well. 
>>> 
>>> If all goes well I hope to be developing for it, fingers crossed, 

>>> touch wood. 

>>> 

>>> http://gamesradar.msn.co.uk/news/default.asp?pagetypeid=2éarticleid=30164ésubsec 
tionid=1585 

>>> 

>>> 

>>> Nigel 

—-MESSAGE FILE 10340 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009068 


——MESSAGE FILE 10341 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009069 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: funny song 

Date: Wed, 12 May 2004 10:34:43 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <c7rsgiSkgqh7@www.netyaroze-europe. com> 

References: <c67ejc$7ja5@www.netyaroze-europe.com> <c7nijk$j8nl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: c210-49-145-122.kelvnl1.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c7nijk$j8n1l@www.netyaroze-europe. com> 


Hi, this really cracked me up, i was rock'en to the beat too. 
I loved the animation! C64 games and coding in a music video clip- tops! ;) 


chao 
Mike 


Derek da Silva wrote: 

> http://www2.b3ta.com/heyheyl6k/ 

> 

> Derek 

> 

> 

—-MESSAGE FILE 10341 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009069 


——MESSAGE FILE 10342 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009070 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: PS2 Linux 

Date: Thu, 13 May 2004 21:57:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <c800f8$mo22@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2657.gorilla.dialup.pol.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7Եւե 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 


Is it possible to buy the linux kit without a harddrive? 


Cheers 
Nigel 
—-MESSAGE FILE 10342 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009070 


——MESSAGE FILE 10343 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009071 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 14 May 2004 20:08:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c836hhS$mo23@www.netyaroze-europe. com> 
References: <c800f8Smo22@www.netyaroze-europe. com> 
NNTP-Posting-—Host: m70-mpl.cvx2-b.bre.dial.ntli.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 

In-Reply-To: <c800f8$mo22@www.netyaroze-europe. com> 


Erm, as far as I know its virtually impossible to run Linux for PS2 
without a harddrive :) 


Nigel Critten wrote: 

> Is it possible to buy the linux kit without a harddrive? 

> 

> Cheers 

> Nigel 

—-MESSAGE FILE 10343 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009071 


—-MESSAGE FILE 10344 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009072 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 15 May 2004 10:59:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <c84qn2Smo24@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhSmo23@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-1599.buffalo.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c836hh$mo23@www.netyaroze-europe. com> 


i was thinking of using another one I have lying around, I thought the 
interface was in the network card, if its on the harddrive then 
obviously I'd need that :) 

Nigel 


James Burns wrote: 


Net Yaroze newsgroups message dump.txt Page 6933 


Erm, as far as I know its virtually impossible to run Linux for PS2 
without a harddrive :) 


Nigel Critten wrote: 
>> Is it possible to buy the linux kit without a harddrive? 


>> Cheers 

>> Nigel 

—-MESSAGE FILE 10344 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009072 


——MESSAGE FILE 10345 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009073 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 15 May 2004 12:02:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <c84udn$mo26@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
-com> <c84qn2$mo24@www.netyaroze-europe. com> 

NNTP-Posting-Host: m154-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c84qn2Smo24@www.netyaroze-europe. com> 


The linux distro is installed from the provided cd onto the hdd. 
The network adaptor is the coupling between the ps2 and hdd, so a hdd on 
its own is quite useless. 


If your looking to obtain a new linux boot cd I'll speak to Sarah Ewen, 
on monday, to see if that's possible. (But I've never heard of anyone 
wanting a linux kit without the hdd, that used to be one of the reasons 
why people wanted the linux kit) 


James 


Nigel Critten wrote: 
i was thinking of using another one I have lying around, I thought the 
interface was in the network card, if its on the harddrive then 


> 
> 
> obviously I'd need that :) 
> 

> Nigel 

> 

> James Burns wrote: 

> 


>> Erm, as far as I know its virtually impossible to run Linux for PS2 
>> without a harddrive :) 


>> 

>> Nigel Critten wrote: 

>> 

>>> Is it possible to buy the linux kit without a harddrive? 
>>> 


>>> Cheers 

>>> Nigel 

—-MESSAGE FILE 10345 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009073 


——MESSAGE FILE 10346 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009074 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 15 May 2004 16:15:58 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <c85d7pSmo27@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udnS$mo26@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-2129.gazelle.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c84udn$mo26@www.netyaroze-europe. com> 


So the HD that comes with the kit isn't a standard IDE, I read of people 
putting bigger drives into the PS2 for Linux? 


Nigel 


James Burns wrote: 


The linux distro is installed from the provided cd onto the hdd. 
The network adaptor is the coupling between the ps2 and hdd, so a hdd on 
its own is quite useless. 


If your looking to obtain a new linux boot cd I'll speak to Sarah Ewen, 
on monday, to see if that's possible. (But I've never heard of anyone 
wanting a linux kit without the hdd, that used to be one of the reasons 
why people wanted the linux kit) 


James 


Nigel Critten wrote: 


VVVVVVVVVVVV VV 


> i was thinking of using another one I have lying around, I thought the 
>> interface was in the network card, if its on the harddrive then 

>> obviously I'd need that :) 

>> Nigel 


>> James Burns wrote: 


>>> Erm, as far as I know its virtually impossible to run Linux for PS2 
>>> without a harddrive :) 


>>> 

>>> Nigel Critten wrote: 

>>> 

>>>> Is it possible to buy the linux kit without a harddrive? 
>>>> 


>>>> Cheers 

>>>> Nigel 

—-MESSAGE FILE 10346 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009074 


——MESSAGE FILE 10347 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009075 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: OT: Mario 

Date: Sat, 15 May 2004 20:55:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <c85tinS$mo29@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1392.bear.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 


Hi Sorry for the off topic post but I hope someone can help, I've lost 
the Mario 128 demo that Nintendo originally showed when they announced 
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the Gamecube, I seem to remember having it on a cover dvd from NGC but 
can't find it. 


Thanks 
nigel 
—-MESSAGE FILE 10347 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009075 


——MESSAGE FILE 10348 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009076 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sat, 15 May 2004 22:10:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <c8621bSnmv1l@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hh$Smo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udnS$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe. com> 

NNTP-Posting-Host: m48-mpl.cvx2-b.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7Եւե 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c85d7p$mo27@www.netyaroze-europe. com> 


I presume its a standard IDE drive but I don't know the precise details 
of it :) I'll find that out too ;) 


Nigel Critten wrote: 
So the HD that comes with the kit isn't a standard IDE, I read of people 
putting bigger drives into the PS2 for Linux? 


> 
> 
> 
> Nigel 

> 

> James Burns wrote: 

>> The linux distro is installed from the provided cd onto the hdd. 


>> The network adaptor is the coupling between the ps2 and hdd, so a hdd 
>> on its own is quite useless. 


>> If your looking to obtain a new linux boot cd I'll speak to Sarah 

>> Ewen, on monday, to see if that's possible. (But I've never heard of 
>> anyone wanting a linux kit without the hdd, that used to be one of the 
>> reasons why people wanted the linux kit) 


>> James 
>> Nigel Critten wrote: 


>>> i was thinking of using another one I have lying around, I thought 
>>> the interface was in the network card, if its on the harddrive then 
>>> obviously I'd need that :) 

>>> 

>>> Nigel 

>>> 

>>> James Burns wrote: 

>>> 

>>>> Erm, as far as I know its virtually impossible to run Linux for PS2 
>>>> without a harddrive :) 


>>>> 

>>>> Nigel Critten wrote: 

>>>> 

>>>>> Is it possible to buy the linux kit without a harddrive? 
>>>>> 


>>>>> Cheers 

>>>>> Nigel 

—-MESSAGE FILE 10348 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009076 


Net Yaroze newsgroups message dump.txt Page 6936 


——MESSAGE FILE 10349 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009077 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Sun, 16 May 2004 13:08:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c87mknSnmv3@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udnS$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> 
NNTP-Posting-Host: modem-3923.buffalo.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c8621b$nmvl@www.netyaroze-europe. com> 


I think I'll just order the whole kit, its still a good price. 


Nigel 
James Burns wrote: 


> I presume its a standard IDE drive but I don't know the precise details 
> of it :) I'll find that out too ;) 
—-MESSAGE FILE 10349 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009077 


--MESSAGE FILE 10350 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009078 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Anyone talked to Matt? 

Date: Wed, 19 May 2004 09:31:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <c8f73nSoot1l@www.netyaroze-europe. com> 

References: <c7dkkgSicbl@www.netyaroze-europe.com> <c7d103Sicb2@www.netyaroze-europe 
.com> <c7e0ulSicbh3@www.netyaroze-europe.com> <c7ellnSicb4@www.netyaroze-europe. com> 
<c7g8spSicb5@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


It's me, i'm alive! Like Jon says I am finishing off 'troid at the moment 
and I've been on holiday too. Sorry I've not sent your package yet Scott, I 
keep meaning to pick up a big envelope on my way home. 


Mattv 
www.hermitgames.com 


—-MESSAGE FILE 10350 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009078 


--MESSAGE FILE 10351 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009079 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mario 

Date: Thu, 20 May 2004 10:43:30 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 


L 


ines: 


21 


Message-ID: <c8hvm4Soot2@www.netyaroze-europe. com> 
References: <c85tinSmo29@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


It was on one of the EDGE covermount CDs that they did a couple of years 
go. It was a 'secret' video tho, I watched it by exploring the disk and 
finding the .mov file, but there may have been a way to trigger it via their 
menu. 


a 


I'll try and find it tonight, if it's not too big I can put it online for 
ou, do you have a fast connection? 


y 


-Matt 


"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
news:c85tin$mo29@www.netyaroze-europe.com... 
Hi Sorry for the off topic post but I hope someone can help, I've lost 


> 


VV NV V V V 


the Mario 128 demo that Nintendo originally showed when they announced 
the Gamecube, I seem to remember having it on a cover dvd from NGC but 
can't find it. 

Thanks 

nigel 


--MESSAGE FILE 10351 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


0 


09079 


——MESSAGE FILE 10352 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009080 

ath: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 


P 


D 


i 


U 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Mario 


ate: Sat, 22 May 2004 00:50:21 +0100 


ines: 


Organization: PlayStation Net Yaroze (SCEE) 


34 


Message-ID: <c8m512Spt51@www.netyaroze-europe. com> 

References: <c85tinSmo29@www.netyaroze-europe.com> <c8hvm4Soot2@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: ppp-80-47-195-61.1ns.access.uk.tiscali.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


ser-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 
In-Reply-To: <c8hvm4S$oot2@www.netyaroze-europe. com> 


Thanks Matt 


In August I will have a decent connection but at the moment ploding 
along on 56k :( 


N 


igel 


Matt Verran wrote: 


VV VV V V V 


It was on one of the EDGE covermount CDs that they did a couple of years 


ago. 


It was a 'secret' video tho, I watched it by exploring the disk and 


finding the .mov file, but there may have been a way to trigger it via their 


menu. 


I'll try and find it tonight, if it's not too big I can put it online for 


you, 


do you have a fast connection? 
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-Matt 


"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
news:c85tin$mo29@www.netyaroze-europe.com... 


> 
> 
> 
> 
> 


> 

>>Hi Sorry for the off topic post but I hope someone can help, I've lost 
>>the Mario 128 demo that Nintendo originally showed when they announced 
>>the Gamecube, I seem to remember having it on a cover dvd from NGC but 
>>can't find it. 

>> 

>>Thanks 

>>nigel 

> 

> 

> 

—-MESSAGE FILE 10352 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009080 


——MESSAGE FILE 10353 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009081 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Mario 

Date: Sat, 22 May 2004 15:22:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <c8nomoSpt53@www.netyaroze-europe. com> 

References: <c85tinSmo29@www.netyaroze-europe.com> <c8hvm4Soot2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: modem-992.giraffe.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept-Language: en 

In-Reply-To: <c8hvm4šoot2@www.netyaroze-europe.com> 


Hi Matt, 


I found it on the special hardware edition CD EDGE did as you say it was 
on the disc but not the menu. 


Shame it isn't a higher resolution. 
Nigel 


Matt Verran wrote: 


> It was on one of the EDGE covermount CDs that they did a couple of years 
> ago. It was a 'secret' video tho, I watched it by exploring the disk and 
> finding the .mov file, but there may have been a way to trigger it via their 
> menu. 

> 

> I'll try and find it tonight, if it's not too big I can put it online for 
> you, do you have a fast connection? 

> 

> -Matt 

> 

> "Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 

> news: c85tinSmo29@www.netyaroze-europe.com... 

> 


>>Hi Sorry for the off topic post but I hope someone can help, I've lost 
>>the Mario 128 demo that Nintendo originally showed when they announced 
>>the Gamecube, I seem to remember having it on a cover dvd from NGC but 
>>can't find it. 

>> 

>>Thanks 

>>nigel 

> 

> 

> 
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-—-MESSAGE FILE 10353 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009081 


——MESSAGE FILE 10354 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009082 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Nintendo DS 

Date: Mon, 24 May 2004 13:32:33 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <c8tn72Squhl@www.netyaroze-europe.com> 
NNTP-Posting-Host: S010600095b9e072d.vc.shawcable.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


Just curious what people thought of the Nintendo DS at E3? I ask because I'm 
actually the producer on EA's only (announced) DS title, Need For Speed. 


Personally, I was pleasantly surprised by the visual quality of the software 
on display (esp. Metroid Prime Hunters and Mario 64x4). I was also pleased 
to see such a focus made of the stylus - many of the uses were pretty 
gimmicky but I think it'll be a valuable addition once people think of more 
ways to use it. 


Nick 


—-MESSAGE FILE 10354 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009082 


——MESSAGE FILE 10355 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009083 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Mon, 24 May 2004 22:02:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <c8tovlSquh3@www.netyaroze-europe. com> 
References: <c8tn72Squhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: m118-mpl.cvx2-a.bre.dial.ntli.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 

In-Reply-To: <c8tn72Squh1l@www.netyaroze-europe. com> 


Nick, 


I personally haven't looked into the DS in any reasonable detail yet, 
the 2nd screen shows potential for new gameplay, but it all depends on 
what new ideas can be taken advantage of. 


Are you able to hint at what ideas your having for the use of the second 
screen? 


It would be interesting to hear about actual implementations of the 2nd 
screen other than maps and mirrors for the game type like NFS. 


James 


Nick Ferguson wrote: 

> Just curious what people thought of the Nintendo DS at E3? I ask because I'm 
> actually the producer on EA's only (announced) DS title, Need For Speed. 

> 
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Personally, I was pleasantly surprised by the visual quality of the software 
on display (esp. Metroid Prime Hunters and Mario 64x4). I was also pleased 
to see such a focus made of the stylus - many of the uses were pretty 
gimmicky but I think it'll be a valuable addition once people think of more 
ways to use it. 


Nick 


VVVVVVVV ON 


—-MESSAGE FILE 10355 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009083 


—-MESSAGE FILE 10356 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009084 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Tue, 25 May 2004 01:09:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <c8u3ucSquh4@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <c8tovlS$quh3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-75-170.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


I heard that the touch-screen acts as a rear view mirror- and if you play as 
a female character you can use it to put your make-up on while you drive. 


Not sure I believe it though; sounds a bit un-PC... 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: c8tovlS$quh3@www.netyaroze-europe.com... 
> Nick, 


I personally haven't looked into the DS in any reasonable detail yet, 
the 2nd screen shows potential for new gameplay, but it all depends on 
what new ideas can be taken advantage of. 


Are you able to hint at what ideas your having for the use of the second 
screen? 


> 

> 

> 

> 

> 

> 

> 

> 

> It would be interesting to hear about actual implementations of the 2nd 
> screen other than maps and mirrors for the game type like NFS. 
> 
> 
> 
> 
> 
քի 
> 
> 
> 


James 


Nick Ferguson wrote: 
> Just curious what people thought of the Nintendo DS at E3? I ask because 
'm 
> actually the producer on EA's only (announced) DS title, Need For Speed. 
> 
> Personally, I was pleasantly surprised by the visual quality of the 
software 
> > on display (esp. Metroid Prime Hunters and Mario 64x4). I was also 
pleased 
> > to see such a focus made of the stylus - many of the uses were pretty 
> > gimmicky but I think it'll be a valuable addition once people think of 
more 
> > ways to use it. 
>> 
> > Nick 
> 
> 


> 
> 


--MESSAGE FILE 10356 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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009084 


——MESSAGE FILE 10357 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009085 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Fri, 28 May 2004 23:44:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <c98gdnS$8u2@www.netyaroze-europe. com> 

References: <c800f8$mo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udn$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> <c87mk 
nS$nmv3@www.netyaroze-europe. com> 

NNTP-Posting-Host: m307-mpl.cvx2-b.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c87mkn$nmv3@www.netyaroze-europe. com> 


Sorry for the delay, I finally remembered to ask Sarah after work today! 


Anyways, there are no immediate plans to separate the pack as this would 
increase the production costs. 


Also Sarah added a bit of interesting info, there are only a few 
thousand kits left and you'd better get them fast! 


James 

Nigel Critten wrote: 

> I think I'll just order the whole kit, its still a good price. 

> 

> Nigel 

> 

> James Burns wrote: 

> 

>> I presume its a standard IDE drive but I don't know the precise 
>> details of it :) I'll find that out too ;) 


-—-MESSAGE FILE 10357 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009085 


—-MESSAGE FILE 10358 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009086 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Mon, 31 May 2004 11:03:06 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <c9dq9d$8u3@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udn$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> <c87mk 
nSnmv3@www.netyaroze-europe.com> <c98gdnS$8u2@www.netyaroze-europe. com> 
NNTP-Posting-Host: visp66-176.visp.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c98gdnS$8u2@www.netyaroze-europe. com> 


Who do we talk to about PAL kits? im in New Zealand and getting info is 
damn hard over here :) can anyone help? 
—-MESSAGE FILE 10358 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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009086 


——MESSAGE FILE 10359 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009087 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Mon, 31 May 2004 11:25:39 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c9e2knS8u4@www.netyaroze-europe. com> 

References: <c800f8S$mo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udn$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> <c87mk 
nSnmv3@www.netyaroze-europe.com> <c98gdnS$8u2@www.netyaroze-europe.com> <c9dq9d$8u3@w 
ww.netyaroze-europe. com> 

NNTP-Posting-Host: c210-49-145-122.kelvnl1.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c9dq9d$8u3@www.netyaroze-europe. com> 


Hi, Greg 
I'm in Australia, guess you could try Sony Computer Entertainment New 
Zealand or Australia, http://www.nz.playstation.com/ 


All the best 
Michael Garcia 


Greg Cook wrote: 

> Who do we talk to about PAL kits? im in New Zealand and getting info is 

> damn hard over here :) can anyone help? 

—-MESSAGE FILE 10359 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009087 


—-MESSAGE FILE 10360 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009088 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Mon, 31 May 2004 13:23:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <c9f973$2321@www.netyaroze-europe.com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udnS$mo26@www.netyaroze-europe. com> 

<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> <c87mk 
nSnmv3@www.netyaroze-europe.com> <c98gdnS$8u2@www.netyaroze-europe.com> <c9dq9d$8u3@w 
ww.netyaroze-europe. com> 

NNTP-Posting-Host: m79-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <c9dq9d$8u3@www.netyaroze-europe. com> 


Hi Greg, 


Here is the actual url to the linux kit page for your territory. 
http://au.playstation.com//technology/linuxkit. jhtml 


Cheers, 
James 


Greg Cook wrote: 
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> Who do we talk to about PAL kits? im in New Zealand and getting info is 

> damn hard over here :) can anyone help? 

-—-MESSAGE FILE 10360 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009088 


—--MESSAGE FILE 10361 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009089 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjc53@student.canterbury.ac.nz> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Tue, 01 Jun 2004 09:06:38 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <c9g7r1$2322@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhS$mo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udn$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> <c87mk 
nSnmv3@www.netyaroze-europe.com> <c98gdnS$8u2@www.netyaroze-europe.com> <c9dq9d$8u3@w 
ww.netyaroze-europe.com> <c9f973$2321@www.netyaroze-europe. com> 

NNTP-Posting-Host: visp66-176.visp.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <c9f973$2321@www.netyaroze-europe. com> 


James Burns wrote: 


> Hi Greg, 

> 

> Here is the actual url to the linux kit page for your territory. 
> http://au.playstation.com//technology/linuxkit. jhtml 

> 

> Cheers, 

> James 

> 

> Greg Cook wrote: 

> 

>> Who do we talk to about PAL kits? im in New Zealand and getting info 
>> is damn hard over here :) can anyone help? 


Hi James , 


Thanks for the link, i'll have to try and email the NZ people, Though 
last time i spoke to them they were not of any use, i'll try again though :) 


Cheers 

Greg 

—-MESSAGE FILE 10361 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009089 


—-MESSAGE FILE 10362 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009090 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Mon, 31 May 2004 20:54:53 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <c9gvog$2323@www.netyaroze-—europe.com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <c8tovlS$quh3@www.netyaroze-europe 
.com> <c8u3ucS$quh4@www.netyaroze-europe. com> 

NNTP-Posting-—Host: S010600095b9e072d.vc.shawcable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


Hardy-har, Frosty. 
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I can't say what the DS-exclusive features are on NFS DS, as it would be a 
pretty blatant violation of my NDA. Suffice to say we're looking to take 
advantage of ALL the features of the device in one way or another. 


"James Rutherford" <home@jamesrutherford.com> wrote in message 

news: c8u3ucSquh4@www.netyaroze-europe.com... 

> I heard that the touch-screen acts as a rear view mirror- and if you play 
as 

> a female character you can use it to put your make-up on while you drive. 


Not sure I believe it though; sounds a bit un-PC... 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: c8tovlS$quh3@www.netyaroze-europe.com... 
> Nick, 


I personally haven't looked into the DS in any reasonable detail yet, 
the 2nd screen shows potential for new gameplay, but it all depends on 
what new ideas can be taken advantage of. 


Are you able to hint at what ideas your having for the use of the second 
screen? 


It would be interesting to hear about actual implementations of the 2nd 
screen other than maps and mirrors for the game type like NFS. 


James 


Nick Ferguson wrote: 
> Just curious what people thought of the Nintendo DS at E3? I ask 
ecause 

Ա 


m 
> actually the producer on EA's only (announced) DS title, Need For 
peed. 
> 
> Personally, I was pleasantly surprised by the visual quality of the 
oftware 
> > on display (esp. Metroid Prime Hunters and Mario 64x4). I was also 
pleased 
> > to see such a focus made of the stylus - many of the uses were pretty 
> > gimmicky but I think it'll be a valuable addition once people think of 
more 
> > ways to use it. 
>> 
> > Nick 
> 
> 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
Շ 
1 
- 
e 
> 
> 
s 


> 
> 
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—-MESSAGE FILE 10362 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009090 


--MESSAGE FILE 10363 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009091 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS2 Linux 

Date: Wed, 02 Jun 2004 23:28:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <c9lla5S4gbl@www.netyaroze-europe. com> 

References: <c800f8Smo22@www.netyaroze-europe.com> <c836hhSmo23@www.netyaroze-europe 
.com> <c84qn2Smo24@www.netyaroze-europe.com> <c84udn$mo26@www.netyaroze-europe. com> 
<c85d7p$mo27@www.netyaroze-europe.com> <c8621bSnmvl@www.netyaroze-europe.com> <c87mk 
nSnmv3@www.netyaroze-europe.com> <c98gdnS$8u2@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-—616.buffalo.dialup.pol.co.uk 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 

In-Reply-To: <c98gdn$8u2@www.netyaroze-europe. com> 

Thanks James, 


appreciate you finding out for me. 


Nigel 


James Burns wrote: 


> Sorry for the delay, I finally remembered to ask Sarah after work today! 
> 

> Anyways, there are no immediate plans to separate the pack as this would 
> increase the production costs. 

> 

> Also Sarah added a bit of interesting info, there are only a few 

> thousand kits left and you'd better get them fast! 

> 

> James 

> 

> Nigel Critten wrote: 

> 

>> I think I'll just order the whole kit, its still a good price. 

>> 

>> Nigel 

>> 

>> James Burns wrote: 

>> 

>>> I presume its a standard IDE drive but I don't know the precise 

>>> details of it :) I'll find that out too ;) 
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—-MESSAGE FILE 10363 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009091 


——MESSAGE FILE 10364 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009092 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Mon, 07 Jun 2004 10:51:46 -0700 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <ca2b23S$5f92@www.netyaroze-europe. com> 
References: <c8tn72Squhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 


hunderbird/0.3 
X-Accept—-Language: en-us, en 
In-Reply-To: <c8tn72Squhl@www.netyaroze-europe. com> 


I'm definitely looking forward to it. I don't have a Gameboy yet (in 
any incarnation) so I'll definitely grab the DS. Although I've heard 
that the DS is backwards compatible to GBA titles, but not the original 
GB? Not sure if that's true, but it would suck if it were. If so I'll 
have to get an SP as well. 


The stylus part does seem gimmicky in parts, but if it's extremely 
accurate and has a high resolution sensor (pixel exact) then it would be 
great. The problem I see is that when using the stylus you essentially 
can't use your right hand for any of the buttons. Switching back and 
forth would be difficult. And what if you're left-handed? 


The cool use I can see is having neat game-specific GUIs in the bottom 
screen. Kinda like the computer panels on Star Trek. That way you can 


use your thumb to hit buttons without having to let go of the unit too much. 
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Nick Ferguson wrote: 
Just curious what people thought of the Nintendo DS at E3? I ask because I'm 
actually the producer on EA's only (announced) DS title, Need For Speed. 


Personally, I was pleasantly surprised by the visual quality of the software 
on display (esp. Metroid Prime Hunters and Mario 64x4). I was also pleased 
to see such a focus made of the stylus - many of the uses were pretty 
gimmicky but I think it'll be a valuable addition once people think of more 
ways to use it. 


Nick 


VVVVVVVVVV VV 


—-MESSAGE FILE 10364 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009092 


—-MESSAGE FILE 10365 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009093 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@100tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Retro Remakes Comp 

Date: Mon, 07 Jun 2004 19:41:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <ca2du5S$5f94@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-1133.giraffe.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 
X-Accept—-Language: en 


I know some of you have already seen this, mainly because I posted it on 
the hermit board. 


Details can be read on the remakes.org forums here:- 

http://www. remakes.org/website/forum/showthread.php?s=éthreadid=2257 
The rules will be posted in July BUT from what I've heard they are not 
very strict. Basically must be new (started after the comp starts), not 


in the remake list already, unless its a lot better than the one that 
already there that sort of thing. 


Nigel 
-—-MESSAGE FILE 10365 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009093 


——MESSAGE FILE 10366 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009094 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Tue, 8 Jun 2004 23:55:23 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <caédbbS6ipl@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S5f92@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: S010600095b9e072d.vc.shawcable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


Hey, 
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Although I've heard 

that the DS is backwards compatible to GBA titles, but not the original 
GB? Not sure if that's true, but it would suck if it were. If so I'll 
have to get an SP as well. 


V V V V 


You are correct, it isn't compatible with the original GB / GBC. 


> The stylus part does seem gimmicky in parts, but if it's extremely 

> accurate and has a high resolution sensor (pixel exact) then it would be 
> great. The problem I see is that when using the stylus you essentially 
> can't use your right hand for any of the buttons. Switching back and 

> forth would be difficult. And what if you're left-handed? 


A solution is to have "mirror" controls for left and right-handed players, 
where appropriate. That means the D-Pad functionality is mirrored by the 
ABXY buttons on the right hand side of the screen. Ditto the L and R 
buttons. It "only" gives you 5 buttons to work with, but that's what the 
stylus is for, right? 


In general, the ideal is to make a game playable using only the stylus, when 
appropriate. FYI, the stylus has *excellent* pixel sensitivity, almost 
exactly per pixel. 


> The cool use I can see is having neat game-specific GUIs in the bottom 
> screen. Kinda like the computer panels on Star Trek. That way you can 
> use your thumb to hit buttons without having to let go of the unit too 
much. 


Yes, for games that will require you to hold the system in a more 
traditional fashion (like, say, a racing title) that form of touch screen 
interation makes far more sense. 


Don't think I broke any NDA's there... *glances over shoulder nervously* 


Nick 


-—-MESSAGE FILE 10366 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009094 


—-MESSAGE FILE 10367 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009095 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Wed, 09 Jun 2004 23:34:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <ca84cg$6ip3@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe. com> 

NNTP-Posting-Host: m455-mpl.cvx2-a.bre.dial.ntli.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.6 (Windows/20040502) 

X-Accept—-Language: en 

In-Reply-To: <ca6dbbS$6ipl@www.netyaroze-europe. com> 


> Don't think I broke any NDA's there... *glances over shoulder nervously* 


Unless your NDA states your not allowed to acknowledge its existence! 


:) 


Nick Ferguson wrote: 

> Hey, 

> 

> 

>>Although I've heard 

>>that the DS is backwards compatible to GBA titles, but not the original 
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>>GB? Not sure if that's true, but it would suck if it were. If so I'll 
>>have to get an SP as well. 

> 

> 

> You are correct, it isn't compatible with the original GB / GBC. 

> 

> 

>>The stylus part does seem gimmicky in parts, but if it's extremely 
>>accurate and has a high resolution sensor (pixel exact) then it would be 
>>great. The problem I see is that when using the stylus you essentially 
>>can't use your right hand for any of the buttons. Switching back and 
>>forth would be difficult. And what if you're left-handed? 

> 


A solution is to have "mirror" controls for left and right-handed players, 
where appropriate. That means the D-Pad functionality is mirrored by the 
ABXY buttons on the right hand side of the screen. Ditto the L and R 
buttons. It "only" gives you 5 buttons to work with, but that's what the 
stylus is for, right? 


In general, the ideal is to make a game playable using only the stylus, when 
appropriate. FYI, the stylus has *excellent* pixel sensitivity, almost 
exactly per pixel. 


VVVVVVVVVV VV 


>>The cool use I can see is having neat game-specific GUIs in the bottom 
>>screen. Kinda like the computer panels on Star Trek. That way you can 
>>use your thumb to hit buttons without having to let go of the unit too 
> 


> much. 

> 

> Yes, for games that will require you to hold the system in a more 

> traditional fashion (like, say, a racing title) that form of touch screen 
> interation makes far more sense. 

> 

> Don't think I broke any NDA's there... *glances over shoulder nervously* 
> 

> Nick 

> 

> 
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—-MESSAGE FILE 10367 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009095 


——MESSAGE FILE 10368 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009096 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@ioproductions.co.uk> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Thu, 10 Jun 2004 10:16:17 +0100 
Organization: IO Productions Ltd 

Lines: 17 

Message-ID: <ca9a66S6ip4@www.netyaroze-europe. com> 


References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S$5f92@www.netyaroze-europe 


.com> <ca6dbbS$6ipl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-37-231-33.in-addr.btopenworld.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


Hi all, 


I'm quite interested by the whole touch pad thing, does it respond to 
fingers or is it just the stylus. 

If you can use your fingers then you don't have your whole hand tied up with 
holding the stylus, and it opens up a whole new area of control methods, as 


Scott says - you can have as many "buttons" as you like (though that may be 
a bad thing) or emulate trackball a interface, or even some gesture 
interface(think B&W) - if its purely stylus input then I think it would get 


in the way. 
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cheers 


Nick 


—-MESSAGE FILE 10368 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009096 


——MESSAGE FILE 10369 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009097 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Thu, 10 Jun 2004 23:36:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <caaoruS8gfl@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <c8tovlSquh3@www.netyaroze-europe 
.com> <c8u3ucS$quh4@www.netyaroze-europe.com> <c9gvog$2323@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-119-155.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news: c9gvog$2323@www.netyaroze-europe.com... 
> Hardy-har, Frosty. 


Please yourselves. 


2) 


—-MESSAGE FILE 10369 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009097 


——MESSAGE FILE 10370 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009098 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Thu, 10 Jun 2004 23:39:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <caap24S8gf2@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe.com> <ca9a66S6ip4@www.netyaroze-europe. com> 
NNTP-Posting-Host: dial81-135-119-155.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


I can't pretend to have been following too closely- but my understanding is 
that you can use your fingers. 
Marble Madness, please, Mr. Atari! 


"Nick Slaven" <NickS@ioproductions.co.uk> wrote in message 
news: ca9a66S6ip4@www.netyaroze-europe.com... 

> Hi all, 
> 

> I'm quite interested by the whole touch pad thing, does it respond to 

> fingers or is it just the stylus. 

> If you can use your fingers then you don't have your whole hand tied up 
with 

> holding the stylus, and it opens up a whole new area of control methods, 
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as 
> Scott says - you can have as many "buttons" as you like (though that may 
be 

> a bad thing) or emulate trackball a interface, or even some gesture 

> interface(think B&W) - if its purely stylus input then I think it would 
get 

> in the way. 

> 

> cheers 

> 

> Nick 


-—-MESSAGE FILE 10370 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009098 


--MESSAGE FILE 10371 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009099 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@iomo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Fri, 11 Jun 2004 00:14:30 +0100 

Organization: iomo 

Lines: 12 

Message-ID: <caar9qS8gf3@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S$5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe.com> <ca9a66S6ip4@www.netyaroze-europe. com> 
<caap24S$8gf2@www.netyaroze-europe. com> 

Reply-To: "Nick Slaven" <NickS@iomo.co.uk> 

NNTP-Posting-Host: host217-37-231-33.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


speaking of which, this is rather excellent ի 
http://www.raptisoft.com/Hamsterball/index.shtml 
apologies if y'all seen it already. 


"James Rutherford" <home@jamesrutherford.com> wrote in message 

news: caap24S$8gf2@www.netyaroze-europe.com... 

> I can't pretend to have been following too closely- but my understanding 
is 

> that you can use your fingers. 

> Marble Madness, please, Mr. Atari! 


—-MESSAGE FILE 10371 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009099 


--MESSAGE FILE 10372 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009100 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Fri, 11 Jun 2004 09:18:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <cabqvaS8gf4@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S$5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe.com> <ca9a66S6ip4@www.netyaroze-europe. com> 
<caap24S8gf2@www.netyaroze-europe.com> <caar9qS8gf3@www.netyaroze-europe.com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


> speaking of which, this is rather excellent 
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> http://www.raptisoft.com/Hamsterball/index. shtml 
> apologies if y'all seen it already. 


that's coming to Xbox Live Arcade soon too 


-—-MESSAGE FILE 10372 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009100 


——MESSAGE FILE 10373 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009101 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Wed, 16 Jun 2004 20:59:25 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <car61jSbinl@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe.com> <ca9a66S6ip4@www.netyaroze-europe. com> 
<caap24S$8gf2@www.netyaroze-europe. com> 

NNTP-Posting-Host: S010600095b9e072d.vc.shawcable.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


Yeah, you can use your fingers. If you don't mind GRUBBY FINGERPRINTS ALL 
OVER THE SCREEN. Not one for anal-retentive screen obsessives, I suspect. 


"James Rutherford" <home@jamesrutherford.com> wrote in message 

news: caap24S$8gf2@www.netyaroze-europe.com... 

> I can't pretend to have been following too closely- but my understanding 
is 


v 


that you can use your fingers. 
Marble Madness, please, Mr. Atari! 


"Nick Slaven" <NickS@ioproductions.co.uk> wrote in message 
news:ca9a66S6ip4@www.netyaroze-europe.com... 
> Hi all, 


> 
> I'm quite interested by the whole touch pad thing, does it respond to 
> fingers or is it just the stylus. 

> If you can use your fingers then you don't have your whole hand tied up 
with 

> holding the stylus, and it opens up a whole new area of control methods, 
as 


> Scott says - you can have as many "buttons" as you like (though that may 
be 

> a bad thing) or emulate trackball a interface, or even some gesture 

> interface(think B&W) - if its purely stylus input then I think it would 
get 


> in the way. 
> 
> cheers 
> 
> 


Nick 


VVVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 10373 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009101 


--MESSAGE FILE 10374 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009102 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Nintendo DS 

Date: Thu, 17 Jun 2004 19:12:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <caso0qSbsrl@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe.com> <ca9a66S6ip4@www.netyaroze-europe. com> 
<caap24S8gf2@www.netyaroze-europe.com> <car61j$binl@www.netyaroze-europe.com> 
NNTP-Posting-Host: user-6484.11.cl.dsl.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Are there many of YOU then? ;-) 


Marc. 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:car61jS$binl@www.netyaroze-europe.com... 


> Yeah, you can use your fingers. If you don't mind GRUBBY FINGERPRINTS ALL 
> OVER THE SCREEN. Not one for anal-retentive screen obsessives, I suspect. 
> 

> "James Rutherford" <home@jamesrutherford.com> wrote in message 

> news: caap24S8gf2@www.netyaroze-europe.com... 

> > I can't pretend to have been following too closely- but my understanding 
> is 

> > that you can use your fingers. 

> > Marble Madness, please, Mr. Atari! 

>> 

>> 

> > "Nick Slaven" <NickS@ioproductions.co.uk> wrote in message 

> > news:ca9a66S 6ip4@www.netyaroze-europe.com... 

> > > Hi all, 

>>> 

> > > I'm quite interested by the whole touch pad thing, does it respond to 
> > > fingers or is it just the stylus. 

> > > If you can use your fingers then you don't have your whole hand tied 
up 

> > with 

> > > holding the stylus, and it opens up a whole new area of control 
methods, 

> > as 

> > > Scott says - you can have as many "buttons" as you like (though that 
may 

> > be 

> > > a bad thing) or emulate trackball a interface, or even some gesture 
> > > interface(think B&W) - if its purely stylus input then I think it 
would 

> > get 

> > > in the way. 

>>> 

> > > cheers 

>>> 

> > > Nick 

>> 

>> 

> 

> 


—-MESSAGE FILE 10374 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009102 


--MESSAGE FILE 10375 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009103 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickS@iomo.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Nintendo DS 

Date: Thu, 17 Jun 2004 19:17:39 +0100 

Organization: iomo 

Lines: 10 

Message-ID: <casohsSbsr2@www.netyaroze-europe. com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <ca2b23S$5f92@www.netyaroze-europe 
.com> <ca6dbbS$6ipl@www.netyaroze-europe.com> <ca9a66S6ip4@www.netyaroze-europe. com> 
<caap24S$8gf2@www.netyaroze-europe.com> <car61j$binl@www.netyaroze-europe.com> 
Reply-To: "Nick Slaven" <NickS@iomo.co.uk> 

NNTP-Posting-Host: host217-37-231-33.in-addr.btopenworld.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1409 


> Yeah, you can use your fingers. If you don't mind GRUBBY FINGERPRINTS ALL 
> OVER THE SCREEN. Not one for anal-retentive screen obsessives, I suspect. 


I use cutlery when eating, really its not a problem once you've got the hang 
Of TE w= 


Nick 
and a belated congrats on your 'new' job. 


—-MESSAGE FILE 10375 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009103 


——MESSAGE FILE 10376 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009104 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Bit of a giggle for yas 

Date: Thu, 24 Jun 2004 09:12:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <cbe3coSef21@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-154-31-147.range81-154.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


http://www. fatbabies.com/phpbb/viewtopic.php?t=2659 


Pete. 


—-MESSAGE FILE 10376 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009104 


--MESSAGE FILE 10377 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009105 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Wed, 30 Jun 2004 13:11:32 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <qvs5e0lu62tdtvogebr7gvslirtljen9dfj@4ax.com> 

References: <c8tn72Squhl@www.netyaroze-europe.com> <c8tovlS$quh3@www.netyaroze-europe 
.com> <c8u3ucS$quh4@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 
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Actually, that's been done on the palm pilot a long time ago! 
http: //www.palmix.itil.com/newpalmix/products/palm_home.htm 


On Tue, 25 May 2004 01:09:43 +0100, "James Rutherford" 
<home@jamesrutherford.com> wrote: 


>I heard that the touch-screen acts as a rear view mirror- and if you play as 
>a female character you can use it to put your make-up on while you drive. 

> 

>Not sure I believe it though; sounds a bit un-PC... 

> 

> 

>"James Burns" <james.w.burns@talk21.com> wrote in message 
>news:c8tovlS$quh3@www.netyaroze-europe.com... 

>> Nick, 

>> 

>> I personally haven't looked into the DS in any reasonable detail yet, 

>> the 2nd screen shows potential for new gameplay, but it all depends on 

>> what new ideas can be taken advantage of. 

>> 

>> Are you able to hint at what ideas your having for the use of the second 
>> screen? 

>> 

>> It would be interesting to hear about actual implementations of the 2nd 

>> screen other than maps and mirrors for the game type like NFS. 

>> 

>> James 

>> 

>> Nick Ferguson wrote: 

>> > Just curious what people thought of the Nintendo DS at E3? I ask because 
>I'm 

>> > actually the producer on EA's only (announced) DS title, Need For Speed. 
>> > 

>> > Personally, I was pleasantly surprised by the visual quality of the 
>software 
>> > on display (esp. Metroid Prime Hunters and Mario 64x4). I was also 
>pleased 

>> > to see such a focus made of the stylus - many օք the uses were pretty 
>> > gimmicky but I think it'll be a valuable addition once people think of 
>more 

>> > ways to use it. 

>> > 

>> > Nick 

>> > 

>> > 

> 


6954 


—-MESSAGE FILE 10377 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009105 


——MESSAGE FILE 10378 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009106 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Nintendo DS 

Date: Wed, 30 Jun 2004 13:12:41 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <q2t5e0hd9g5ehcjle66gi9In6d5inms5d94@4ax. com> 
References: <c8tn72Squhl@www.netyaroze-europe. com> 
NNTP-Posting-Host: ds1093-172-136.pitl.dsl.speakeasy.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


I was a bit surprised to hear about how original the dual screen thing 
was when Nintendo released dual screen game & watches over 20 years 
ago! I used to have one that played Donkey Kong II. 


Sauce 
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On Mon, 24 May 2004 13:32:33 -0700, "Nick Ferguson" 
<web@nickferguson.com> wrote: 


>Just curious what people thought of the Nintendo DS at E3? I ask because I'm 
>actually the producer on EA's only (announced) DS title, Need For Speed. 

> 

>Personally, I was pleasantly surprised by the visual quality of the software 
>on display (esp. Metroid Prime Hunters and Mario 64x4). I was also pleased 
>to see such a focus made of the stylus - many of the uses were pretty 
>gimmicky but I think it'll be a valuable addition once people think of more 
>ways to use it. 

> 

>Nick 

> 


—-MESSAGE FILE 10378 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009106 


—--MESSAGE FILE 10379 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009107 

Path: chuka.playstation.co.uk!news 

From: Steven Osman <sosman@terratron.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Thu, 01 Jul 2004 12:13:58 -0400 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S6bul@www.netyaroze-europe.co 
m> <c2vrieS6bu3@www.netyaroze-europe.com> <eedq50t8ajp9Itge4609i928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe. com> 

NNTP-Posting-Host: ds1l1093-172-136.pitl.dsl.speakeasy.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.91/32.564 


I honestly wish I knew! 


It always seems more than I think. I don't think that any of the 
Japanese folks do, most of the development is happening in the US and 
in Europe, with a couple of universities teaching using PS2 Linux kits 
(or starting to). 


If I had to count the number of people that I could name in a pinch, 
I'd say the number is in the 20's or so. On the other hand, it is 
probably some number more than that -- because every once in a while 
out of the blue someone I've never heard of will come out and ask me a 
question about a tool I wrote. 


I must admit though, it's a pretty fun platform to work with! 
Sauce 


On Mon, 29 Mar 2004 19:47:05 +0100, Nigel Critten 
<Nigel@100tinsoldiers.com> wrote: 


>How many people are using PS2 Linux to develop games? 

> 

>Thanks 

>Nigel 

> 

>Steven Osman wrote: 

>> Some of us are trying to break that impression... One of the things 
>> our efforts led to was: 

>> 

>> http://playstation2-linux.com/coding-on-playstation2.php 
>> 

>> Kudos to Sarah Ewen at SCEE for maintaining it. 

>> 


Net Yaroze newsgroups message dump.txt Page 6956 


>> Sauce 

>> 

>> On Sat, 13 Mar 2004 20:23:20 +0000, Nigel Critten 

>> <Nigel@100tinsoldiers.com> wrote: 

>> 

>> 

>>>You get loads of detailed docs on the VUs the EE everything but it seems 
>>>to be geared towards the Linux user rather than the games coder 

>>> 

>>>Nigel 

>>> 

>>>Shawn wrote: 

>>> 

>>> 

>>>>I'm not familiar with the PS2/Linux. Does Sony provide enough docs and any 
>>>>libraries for making decent games? 

>>>> 

>>>> 

>>>>Thanks, 

>>>>Shawn 

>>>> 

>>>> 

>>>>"Nigel Critten" <Nigel@100tinsoldiers.com> wrote in message 
>>>>news:c2vbga$51q24@www.netyaroze-europe.com... 

>>>> 

>>>> 

>>>>>Well I think HermitGames would make a nice new home, or yarozescene but 
>>>>>I'm hoping Sony won't close us down just yet. 

>>>>> 
>>>>>Maybe a PS2 Linux NG/forum which was more worried about games rather 
>>>>>than Linux hacking, could be a good Yaroze replacement. 

>>>>> 

>>>>>Nigel 

>>>> 

>>>> 

>>>> 

>> 


—-MESSAGE FILE 10379 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009107 


——MESSAGE FILE 10380 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009108 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 
Date: Thu, 1 Jul 2004 19:02:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <cclkku$7s31@www.netyaroze-europe. com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S$6ébul@www.netyaroze-europe.co 
m> <c2vrieSé6bu3@www.netyaroze-europe.com> <eedq50t8ajp9Itge4609i1928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> 

NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-MIMEOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2149 

X-RFC2646: Format=Flowed; Original 


Kinda random but related to a few posts back. 

I havent had the chance to make any new sites in a while and am getting a 
little skittish with the lack of actually doing something so was considering 
making a Yaroze site, much like what yarozescene has and was but a bit more 
aimed towards a community with chatrooms, forums places to upload any 
artwork or code they want to share and so on. 
However, I dont want to work on something that would never get used. With 
all the talk here of needing somewhere for if ever these newsgroups fail I 
get the feeling such a place might be needed - also, some uni internet 
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connections wont connect to external newsgroups (hence me not being around) 
and of course non-yaroze people cannot access here. 


So, get back to me if you think its worth me doing ;) 


Chris 


—-MESSAGE FILE 10380 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009108 


——MESSAGE FILE 10381 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009109 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: 5 Jul 2004 16:34:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <01c462ab$2e6ad720$8500a8c0@omnibook-pal> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S6bul@www.netyaroze-europe.co 
m> <c2vrieS6bu3@www.netyaroze-europe.com> <eedq50t8ajp9tge4609i1928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> <cclkku$7s31@www.netyaroze-europe. com> 

NNTP-Posting-Host: AMontsouris-—106-1-1-33.w80-13.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


><snip> making a Yaroze site, much like what yarozescene has and was <snip> 


I for one would welcome an up-to-date version of YarozeScene (if only to 
see that beta screenshot of invs disappear from the web ;) ). A place to 
use when these ngs die is necessary, but I wouldn't want to switch to it 
before the actual death. I'd prefer it dedicated to the Yaroze; not like 
we'd just go to say the Hermit Games board and squat there, which is what's 
going to happen if nobody sets up something (nb: I don't mean it as a 
negative comment). 


Some repository holding all known yaroze productions from all territories 
would be a great thing. I remember some Japanese stuff that I lost 
inexplicably and wasn't ever able to find again. With screenshots of 
everything of course ^^ (I'd volunteer for that). 


Also, maybe some definitive info about everything that's known about the 


yaroze, as I keep reading bullshit like 'it reads backups' or ‘all your 
code are belongs to Sony" here and there on the web (also 'the ngs are 
dead' ;), but not 'multitap is supported'). I might want to help here too. 


A digest of technically informative ng posts would be cool too. A bit late 
though ^^; 


I would be less interested in a site meant to receive new content often 
like a chatroom. At least while this ng's running. 


So, basically: yes, it's worth doing! 
pal 


—-MESSAGE FILE 10381 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009109 


—--MESSAGE FILE 10382 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009110 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 
Date: Tue, 6 Jul 2004 19:31:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
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Message-ID: <ccerugqSdr91@www.netyaroze-europe. com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8$ 6bul@www.netyaroze-europe.co 
m> <c2vrieS6bu3@www.netyaroze-europe.com> <eedq50t8ajp9tge4609i1928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> <cclkku$7s31@www.netyaroze-europe.com> <01c462abS$2e6ad720S$8500a8c0@omnibook-pal> 
NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2149 


> So, basically: yes, it's worth doing! 
Excelent :) 
Well, I'll start working on a design and post a link the beta version once 


ive got the 1st page up so you can keep an eye on it's progress. 


—-MESSAGE FILE 10382 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009110 


——MESSAGE FILE 10383 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009111 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Tue, 6 Jul 2004 21:19:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <ccf2alSdr92@www.netyaroze-europe. com> 

References: <c2uamu$5lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8$6bul@www.netyaroze-europe.co 
m> <c2vrieS6bu3@www.netyaroze-europe.com> <eedq50t8ajp9tge4609i1928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> <cclkku$7s31@www.netyaroze-europe.com> <01c462abS2e6ad720S8500a8c0@omnibook-pal> 
<cceruqSdr91@www.netyaroze-europe.com> 

NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2149 


oh also, any ideas on a name? 


Chris 


—-MESSAGE FILE 10383 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009111 


—--MESSAGE FILE 10384 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009112 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Thu, 8 Jul 2004 00:20:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ccil7tSekcl@www.netyaroze-europe. com> 

References: <c2uamu$5lql5@www.netyaroze-europe.com> <c2v99eS51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8$ 6bul@www.netyaroze-europe.co 
m> <c2vrieS6bu3@www.netyaroze-europe.com> <eedq50t8ajp9tge4609i928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> <cclkku$7s31@www.netyaroze-europe.com> <01c462abS2e6ad720S$8500a8c0@omnibook-pal> 
NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2149 
X-RFC2646: Format=Flowed; Original 


ok, work has begun - still unsure on the name but heres where the beta is 
going up, any ideas welcome ;) 


http://yaroze.markindustries.net 


Chris 


—-MESSAGE FILE 10384 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009112 


——MESSAGE FILE 10385 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009113 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: 13 Jul 2004 08:58:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c468b4$cc007300$8500a8c0@omnibook-pal> 

References: <c2uamu$5lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S6bul@www.netyaroze-europe.co 
m> <c2vrieS 6bu3@www.netyaroze-europe.com> <eedq50t8ajp9tge4609i1928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> <cclkkuS$7s31@www.netyaroze-europe.com> <01c462abS2e6ad720S$8500a8c0@omnibook-pal> 
<ccil7tSekcl@www.netyaroze-europe. com> 

NNTP-Posting-Host: AMontsouris-—106-1-5-232.w81-50.abo.wanadoo.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


I get MySQL errors on the main page. 
(cant paste them because i'm using a different computer, sorry) 


Other than that, looks nice for a start. 
"Tutorials" might be better as "Docs" perhaps. 


-—-MESSAGE FILE 10385 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009113 


—-MESSAGE FILE 10386 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009114 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What happens when all Yaroze's gone? 

Date: Tue, 13 Jul 2004 10:05:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <cd090fSgfil@www.netyaroze-europe. com> 

References: <c2uamu$51lq1l5@www.netyaroze-europe.com> <c2v99e$51q21@www.netyaroze-euro 
pe.com> <c2vbga$51q24@www.netyaroze-europe.com> <c2vmb8S$6ébul@www.netyaroze-europe.co 
m> <c2vrieS6bu3@www.netyaroze-europe.com> <eedq50t8ajp9tge4609i1928i18td7gut6re@4ax.co 
m> <c49ruj$g3h2@www.netyaroze-europe.com> <lsd8e05gbhr7rlebikb7b3hlmnaiffsdvu@4ax.co 
m> <cclkku$7s31@www.netyaroze-europe.com> <01c462abS2e6ad720S$8500a8c0@omnibook-pal> 
<ccil7tS$ekcl@www.netyaroze-europe.com> <01c468b4$cc007300$8500a8c0@omnibook-pal> 
NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2149 


sorry, sql errors are there cos i got halfway thru the news script and my 
cousins arived so I'm yet to set up the database! 
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well get on to it tonight ;) 


—-MESSAGE FILE 10386 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009114 


—--MESSAGE FILE 10387 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009115 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze Emporium 

Date: Mon, 19 Jul 2004 18:54:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <cdh2v7$j7k1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2149 


Hey all (what, 5 of you now?) 

Site's starting to take shape now, just looking for any ideas for a better 
name / domain name for it before I spend any money on the thing! I have news 
working now along with the forums. Still working on the archive and access 
to these newsgroups! 

Will keep you up to date when things are added, wou;d be good to here some 
constructive critisisms though! 


Cheers, Chris 


—-MESSAGE FILE 10387 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009115 


—-MESSAGE FILE 10388 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009116 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Emporium 

Date: Mon, 19 Jul 2004 18:55:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <cdh31t$j7k2@www.netyaroze-europe. com> 

References: <cdh2v7$j7k1@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-153-169-229.range81-153.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2149 


shit, my bad - forgot to add the link! 


http://yaroze.markindustries.net/ 


—-MESSAGE FILE 10388 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009116 


——MESSAGE FILE 10389 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009117 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Emporium 

Date: Wed, 21 Jul 2004 15:53:20 -0700 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <cdmt8gSkok2@www.netyaroze-europe.com> 

References: <cdh2v7$j7k1l@www.netyaroze-europe.com> <cdh31t$j7k2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 

In-Reply-To: <cdh31t$j7k2@www.netyaroze-europe. com> 


Coolness. Always nice to see new Yaroze sites. Thanks for doing this, 
Chris. 


—-MESSAGE FILE 10389 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009117 


——MESSAGE FILE 10390 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009118 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Emporium 

Date: Sat, 24 Jul 2004 15:23:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <cdtsgfSlupl@www.netyaroze-europe.com> 

References: <cdh2v7$j7k1@www.netyaroze-europe.com> <cdh31t$j7k2@www.netyaroze-europe 
.com> <cdmt8g$kok2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-153-169-253.range81-153.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2149 


:) 


ok, if anyone wants to put their games on it you can here: 
http://www.markindustries.net/nye/admin/addgame.php 


would just make it easier ;) all upload fields are optional 


cheers, Chris 


—-MESSAGE FILE 10390 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009118 


——MESSAGE FILE 10391 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009119 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Emporium 

Date: Fri, 30 Jul 2004 02:44:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <cecaa8Sog41@www.netyaroze-europe. com> 

References: <cdh2v7$j7k1l@www.netyaroze-europe.com> <cdh31t$j7k2@www.netyaroze-europe 
.com> <cdmt8g$kok2@www.netyaroze-europe.com> <cdtsgfS$lupl@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-6011.16.c4.dsl.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1106 


The site's ok, but it's pretty dull without any STARSWARS mention!!! ;-) 
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Marc. 


"Chris Wallace" <chrisw1l337@btopenworld.com> wrote in message 
news: cdtsgfS$lupl@www.netyaroze-europe.com... 

> :) 

ok, if anyone wants to put their games on it you can here: 


http://www.markindustries.net/nye/admin/addgame.php 


would just make it easier ;) all upload fields are optional 


cheers, Chris 


VVVVVVV VV 


-—-MESSAGE FILE 10391 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009119 


—--MESSAGE FILE 10392 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009120 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Emporium 

Date: Fri, 30 Jul 2004 09:53:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <ced3d1Sog42@www.netyaroze-europe. com> 

References: <cdh2v7$j7k1l@www.netyaroze-europe.com> <cdh31t$j7k2@www.netyaroze-europe 
.com> <cdmt8g$kok2@www.netyaroze-europe.com> <cdtsgfS$lupl@www.netyaroze-europe. com> 
<cecaa8$og41@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-153-169-253.range81-153.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2149 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2149 

X-RFC2646: Format=Flowed; Original 


mate, i was thinking the same thing ;) 
of course your free to add it yourself if you want :D 


if not i'll get there eventually... 


-—-MESSAGE FILE 10392 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009120 


—--MESSAGE FILE 10393 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009121 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze Emporium 

Date: Wed, 04 Aug 2004 18:56:19 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <ces58eS2eh2@www.netyaroze-europe. com> 

References: <cdh2v7$j7k1l@www.netyaroze-europe.com> <cdh31t$j7k2@www.netyaroze-europe 
.com> <cdmt8g$kok2@www.netyaroze-europe.com> <cdtsgfS$lupl@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 
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In-Reply-To: <cdtsgfSlupl@www.netyaroze-europe. com> 


Heh, so I added Decaying Orbit only to find that you've already done so. 
Oops ;) 


You'll have to delete one of the entries. Also, can you change the date 
to 1999? That's when the game appeared on the OPSM cover disc so it 
seems the appropriate date to use. 


I uploaded the PAL version of the game, but I also have the NTSC version 
here. Any chance you can have both? (There is a way in the game to 
switch between the two, but that's not a great solution.) 


Scott 

Chris Wallace wrote: 

> :) 

> ok, if anyone wants to put their games on it you can here: 
> 

> http://www.markindustries.net/nye/admin/addgame.php 

> 

> would just make it easier ;) all upload fields are optional 
> 

> cheers, Chris 

> 

> 


—-MESSAGE FILE 10393 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009121 


—-MESSAGE FILE 10394 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009122 

Path: chuka.playstation.co.uk!news 

From: James Burns <james@jameswburns.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Its oh so quiet... 

Date: Sun, 29 Aug 2004 23:28:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <cgtmg8Sbmb2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 83.146.63.146 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.7.3 (Windows/20040803) 
X-Accept—-Language: en-us, en 


Is there anyone there? 


Its gone so quiet in here, has the end of the Official PlayStation 
magazine and the chance to feature Yaroze games on it spelled the end... 


James 
—-MESSAGE FILE 10394 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009122 


——MESSAGE FILE 10395 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009123 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 

Date: Mon, 30 Aug 2004 01:36:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <cgttdmSbmb3@www.netyaroze-europe.com> 

References: <cgtmg8$bmb2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-153-169-253.range81-153.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


hope not, i still check here every day or so when I can. Don't realy make 
anything anymore but thats more of a time issue. If we could organise an 
occasional extra yaroze disc on PSM2 then we might get a bit more activity 
though ;) 


—-MESSAGE FILE 10395 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009123 


—--MESSAGE FILE 10396 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009124 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 

Date: 30 Aug 2004 08:02:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01c48e64S$c8cbf4e0$8500a8c0@omnibook-pal> 
References: <cgtmg8$bmb2@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris-—106-1-5-200.w81-50.abo.wanadoo.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


James Burns <james@jameswburns.com> wrote in article 
<cgtmg8Sbmb2@www.netyaroze-europe.com>... 
> Is there anyone there? 


I check regularly. Also, I do plan to release another game, I just don't 
know which one yet ;) 


—-MESSAGE FILE 10396 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009124 


—-MESSAGE FILE 10397 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009125 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 

Date: Mon, 30 Aug 2004 18:51:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <cgvqd0Sbmb4@www.netyaroze-europe. com> 

References: <cgtmg8S$bmb2@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-156-247-65.range81-156.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1409 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1409 


I check pretty often. Just really to see if anyones up to anything, dont 
have time to contribute anymore which I miss :-( 


Pete 


"James Burns" <james@jameswburns.com> wrote in message 
news: cgtmg8Sbmb2@www.netyaroze-europe.com... 
> Is there anyone there? 


> 

> Its gone so quiet in here, has the end of the Official PlayStation 

> magazine and the chance to feature Yaroze games on it spelled the end... 
> 

> James 


—-MESSAGE FILE 10397 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
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009125 


—-MESSAGE FILE 10398 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009126 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 

Date: Tue, 31 Aug 2004 16:36:51 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <ch337j$cf51@www.netyaroze-europe. com> 

References: <cgtmg8Sbmb2@www.netyaroze-europe.com> <cgvqd0Sbmb4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept-Language: en-us, en 

In-Reply-To: <cgvqd0$bmb4@www.netyaroze-europe.com> 


> I check pretty often. Just really to see if anyones up to anything, dont 
> have time to contribute anymore which I miss :-( 


Ditto. 


--MESSAGE FILE 10398 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009126 


——MESSAGE FILE 10399 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009127 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 

Date: Thu, 02 Sep 2004 10:11:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ch6jsm$d1k2@www.netyaroze-europe.com> 

References: <cgtmg8Sbmb2@www.netyaroze-europe. com> 

NNTP-Posting-Host: spri-wardl1-6-0-cust65.bagu.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.6) Gecko/20040113 
X-Accept—-Language: en-us, en 

In-Reply-To: <cgtmg8Sbmb2@www.netyaroze-europe. com> 


James Burns wrote: 
Is there anyone there? 


> 

> 

> Its gone so quiet in here, has the end of the Official PlayStation 

> magazine and the chance to feature Yaroze games on it spelled the end... 
> 
> 


James 


I still check fairly regularly too. What's the PS2/Linux crowd up to 
nowadays? Maybe someone should do a Yaroze emulator for PS2 so we could 
still release stuff on a coverdisk :) 


Andy P 
—-MESSAGE FILE 10399 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009127 


——MESSAGE FILE 10400 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009128 
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Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 

Date: Mon, 27 Sep 2004 08:50:17 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <cj7b8rSmu31@www.netyaroze-europe.com> 

References: <cgtmg8Sbmb2@www.netyaroze-europe.com> <ch6jsm$d1k2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: www.itouchtechnology.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.7) Gecko/20040616 
X-Accept—-Language: en-us, en 

In-Reply-To: <ch6jsm$d1k2@www.netyaroze-europe. com> 


Im like you and still check up every now and then, im actually just 
gtting around to playing around with the yaroze again, need to find some 
good free sprites to use in my game though, any thoughts? ( or how about 
some fairly cheap but good ones aswell. 


> Maybe someone should do a Yaroze emulator for PS2 so we could 
> still release stuff on a coverdisk :) 


Im not sure why you want an emu? the ps2 can still run psx games, but i 
guess you want to have a ps2 demo disk with some yaroze demos on it :) 


Has anyone done anything on yaroze lately? i was looking forwward to 
nigels 8 week game ? ( at least i think it was nigel who was doing that? ) 
I also used to enjoy yaroze scenes DH diaries.. i guess they also died.. :( 
Greg 


-—-MESSAGE FILE 10400 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009128 


—--MESSAGE FILE 10401 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009129 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Decaying Orbit for NUON 

Date: Mon, 11 Oct 2004 10:54:11 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <ckeiibSt8n2@www.netyaroze-europe. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 
hunderbird/0.3 

X-Accept—-Language: en-us, en 


It's not Yaroze-related, but thought I'd mention that I finished 
my port of Decaying Orbit on to the NUON platform. You can read 
the details in my development blog. http://www.dragonshadow.com 


Yay, I can sleep now... 

Scott 

—-MESSAGE FILE 10401 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009129 


—-MESSAGE FILE 10402 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009130 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Win Xp 

Date: Tue, 02 Nov 2004 08:45:49 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <cm6546S7iol@www.netyaroze-europe. com> 
NNTP-Posting-Host: smtp.itouchtechnology.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.7) Gecko/20040616 
X-Accept—-Language: en-us, en 


So wondering if everyone got winxp to work correctly, ive just had to do 

a clean build of my machine and have moved from win2k to xp. Some of 
the previous issues were with the psx3 path.. does anyone know how to 
recompile the files to not use psx3 as a path? Im keen to get a clean 
working install setup how i used to have it, so any thoughts? 


—-MESSAGE FILE 10402 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009130 


--MESSAGE FILE 10403 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009131 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Tue, 02 Nov 2004 09:21:28 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <cm6771S7io02@www.netyaroze-europe. com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> 

NNTP-Posting-Host: smtp.itouchtechnology.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.7) Gecko/20040616 
X-Accept—-Language: en-us, en 

In-Reply-To: <cm6546S$7iol@www.netyaroze-europe. com> 


Wondered if this page would be a work around to getting the original 
compiler tools to work correctly. 


http://clio.rice.edu/djgpp/W2K_workaround.htm 


Greg Cook wrote: 


So wondering if everyone got winxp to work correctly, ive just had to do 

a clean build of my machine and have moved from win2k to xp. Some of 
the previous issues were with the psx3 path.. does anyone know how to 
recompile the files to not use psx3 as a path? Im keen to get a clean 
working install setup how i used to have it, so any thoughts? 


VV V V V V 


--MESSAGE FILE 10403 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009131 


——MESSAGE FILE 10404 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009132 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Thu, 4 Nov 2004 23:55:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <cmegoiS9agl@www.netyaroze-europe.com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> <cm6771S7io2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpcl-with2-4-0-cust26.bagu.cable.ntl.com 
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X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 


To be honest I gave up trying, I always prefured codewarrior stuff anyway. 
I'm sure this has come up before on there news groups might be worth 
scanning down the list to see if a solution was ever found. 


Chris 


—-MESSAGE FILE 10404 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009132 


——MESSAGE FILE 10405 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009133 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Fri, 05 Nov 2004 13:34:29 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <cmej1h$9ag2@www.netyaroze-europe. com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> <cm6771S7io2@www.netyaroze-europe 
.com> <cmegoiS$9agl@www.netyaroze-europe. com> 

NNTP-Posting-Host: www.itouchtechnology.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.7) Gecko/20040616 
X-Accept—-Language: en-us, en 

In-Reply-To: <cmegoiS$9agl@www.netyaroze-europe. com> 


Seems everyone just accepted the psx3 path and lived with that.. id like 

to try and make it a bit more flexible than that.. but might have to 

settle in the end.. i think a bit of research on building gcc etc should 
help :) 


Chris Wallace wrote: 

To be honest I gave up trying, I always prefured codewarrior stuff anyway. 
I'm sure this has come up before on there news groups might be worth 
scanning down the list to see if a solution was ever found. 


Chris 


VVVVVVV 


-—-MESSAGE FILE 10405 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009133 


--MESSAGE FILE 10406 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009134 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Fri, 5 Nov 2004 16:30:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <cmgb30S9pcl@www.netyaroze-europe. com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> <cm6771S7io2@www.netyaroze-europe 
.com> <cmegoiS$9agl@www.netyaroze-europe.com> <cmej1hS$9ag2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 
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If I was you I'd spend my time writing a game rather than fiddling about 
trying to change the name of a directory ;) Maybe you have more spare time 
than me tho? 


—-Mattv 


"Greg Cook" <gcook@mailsnare.com> wrote in message 

news:cmejlh$9ag2@www.netyaroze-europe.com... 

> Seems everyone just accepted the psx3 path and lived with that.. id like 

to try and make it a bit more flexible than that.. but might have to 

settle in the end.. i think a bit of research on building gcc etc should 
help :) 


Chris Wallace wrote: 
> To be honest I gave up trying, I always prefured codewarrior stuff 
nyway. 
> I'm sure this has come up before on there news groups might be worth 
scanning down the list to see if a solution was ever found. 


VVVVVV®D®@VVV VV VV 


> 
> 
> Chris 
> 
> 


—-MESSAGE FILE 10406 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009134 


—-MESSAGE FILE 10407 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009135 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Fri, 5 Nov 2004 22:40:50 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <cmhsspS9pc2@www.netyaroze-europe. com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> <cm6771S7io2@www.netyaroze-europe 
.com> <cmegoiS$9agl@www.netyaroze-europe.com> <cmej1hS$9ag2@www.netyaroze-europe. com> 
<cmgb30$9pcl@www.netyaroze-europe. com> 

NNTP-Posting-Host: adsl-67-123-33-15.dsl.1lsan03.pacbell.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


A bit off topic, but I wonder how many people are really trying to make a 
game for the Yaroze these days? 


Thanks, 
Shawn 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: cmgb30$9pcl@www.netyaroze-europe.com... 

> If I was you I'd spend my time writing a game rather than fiddling about 
> trying to change the name of a directory ;) Maybe you have more spare 
time 

> than me tho? 


—-Mattv 


"Greg Cook" <gcook@mailsnare.com> wrote in message 
news:cmejlh$9ag2@www.netyaroze-europe.com... 


VVVVVVVV VV 


> Seems everyone just accepted the psx3 path and lived with that.. id like 
> to try and make it a bit more flexible than that.. but might have to 

> settle in the end.. i think a bit of research on building gcc etc should 
> help :) 

> 
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Chris Wallace wrote: 
> To be honest I gave up trying, I always prefured codewarrior stuff 
nyway. 
> I'm sure this has come up before on there news groups might be worth 
scanning down the list to see if a solution was ever found. 


VVVVVV®Y VV V 


> 
> 
> Chris 
> 
> 


VVVVVVVVVV VV 


—-MESSAGE FILE 10407 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009135 


—-MESSAGE FILE 10408 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009136 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Sat, 06 Nov 2004 13:05:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <cmifujSa0hl@www.netyaroze-europe. com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> <cm6771S7io2@www.netyaroze-europe 
.com> <cmegoiS$9agl@www.netyaroze-europe.com> <cmej1h$9ag2@www.netyaroze-europe. com> 
<cmgb30$9pcl@www.netyaroze-europe.com> <cmhsspS$9pc2@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris—106-1-1-168.w80-13.abo.wanadoo.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Win98; en-US; rv:1.7.3) Gecko/20040910 
X-Accept-Language: en-us, en 

In-Reply-To: <cmhssp$9pc2@www.netyaroze-europe. com> 


Shawn B. wrote: 
> A bit off topic, but I wonder how many people are really trying to make a 
> game for the Yaroze these days? 


I sure am... trying ;) 


pal 
—-MESSAGE FILE 10408 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009136 


——MESSAGE FILE 10409 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009137 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win Xp 

Date: Tue, 9 Nov 2004 00:14:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <cmp2sgSaril@www.netyaroze-europe. com> 

References: <cm6546S$7iol@www.netyaroze-europe.com> <cm6771S7io2@www.netyaroze-europe 
.com> <cmegoiS$9agl@www.netyaroze-europe.com> <cmej1h$9ag2@www.netyaroze-europe. com> 
<cmgb30$9pcl@www.netyaroze-europe.com> <cmhsspS$9pc2@www.netyaroze-europe.com> <cmifu 
jSa0hl@www.netyaroze-europe. com> 

NNTP-Posting-Host: cpcl-with2-4-0-cust26.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


I would be if I had time, I might do a yaroze game for my 3rd year project 
if they will let me - if not will try to learn the sdl libraries. 
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"pal" <palpalpalpal@hotmail.com> wrote in message 
news:cmifujSa0hl@www.netyaroze-europe.com... 

> Shawn B. wrote: 

>> A bit off topic, but I wonder how many people are really trying to make a 
>> game for the Yaroze these days? 

> 

> I sure am... trying ;) 

> 

> pal 


-—-MESSAGE FILE 10409 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009137 


——MESSAGE FILE 10410 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009138 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: too bad 

Date: Tue, 9 Nov 2004 22:32:03 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <cmsds7$bk71@www.netyaroze-europe. com> 
NNTP-Posting-Host: adsl-67-123-33-15.dsl.1lsan03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


It is too bad that Sony stopped supporting this amazing program (Yaroze). 
They should do something more to help us out. I fail to see how making a 
"retro" hobby kit would hurt their bottom line. I don't think the Yaroze 
program failed because no one wanted to do anything with it, I think it was 
in part Sony's own fault, the never really "believed" in the program. But I 
know that won't happen and when my hardware stops working, then too bad for 
me. Sigh. What do you think? 


Thanks, 
Shawn 


—-MESSAGE FILE 10410 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009138 


—--MESSAGE FILE 10411 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009139 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: too bad 

Date: Wed, 10 Nov 2004 09:58:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <cmspv9$bk72@www.netyaroze-europe. com> 

References: <cmsds7S$bk71@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


I don't think it did fail, many yarozers have gone on to jobs in the games 
industry and lots of yaroze games made it out into the real world. The 
technology has just moved on, PSone experience just isn't as relevant to 
modern games development as it once was. 


In what way would you have liked to see more support from Sony? They 
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supplied the kit, an online meeting place (amazingly still running) and 
several opportunities for games to escape the private areas into the real 
world (Game On, OPSM, GDUK Awards). 


Good on you for complaining tho, helps make things better :) 
cheers 
Mattv 


"Shawn B." <leabre@html.com> wrote in message 
news:cmsds7$bk71@www.netyaroze-europe.com... 

> It is too bad that Sony stopped supporting this amazing program (Yaroze). 
> They should do something more to help us out. I fail to see how making a 
> "retro" hobby kit would hurt their bottom line. I don't think the Yaroze 
> program failed because no one wanted to do anything with it, I think it 
was 

> in part Sony's own fault, the never really "believed" in the program. But 
1 

> know that won't happen and when my hardware stops working, then too bad 
for 

> me. Sigh. What do you think? 


v 


> 

> Thanks, 
> Shawn 
> 
> 


--MESSAGE FILE 10411 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009139 


——MESSAGE FILE 10412 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009140 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: too bad 

Date: Wed, 10 Nov 2004 11:52:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <cmst88Sbk74@www.netyaroze-europe. com> 

References: <cmsds7$bk71@www.netyaroze-europe. com> 

NNTP-Posting-Host: amontsouris—106-1-4-193.w81-49.abo.wanadoo.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Win98; en-US; rv:1.7.3) Gecko/20040910 
X-Accept—-Language: en-us, en 

In-Reply-To: <cmsds7$bk71@www.netyaroze-europe. com> 


Supporting things like the Yaroze simply is not worth a big company's 
time. I wouldn't blame Sony for that: time spent on the Yaroze is lost 
for more lucrative prospects. But they did support us with the OPSM 
program and the Edge compo -- personally I only blame myself for not 
working harder and sooner. 


While the Yaroze program did not shine as much as it could, I wouldn't 
say it failed. Several original and good games were made. 


Similar experiments by other companies do not seem to be tremendous 
successes either: the PC Engine Develo kit and PCFX-GA did not attract 
crowds of developers afaik, and the GP32 met its expected fate. The 
WonderWitch did as well as the Yaroze, with commercial releases of some 
(two?) games (though nothing OPSM-like) -- but that was on a challenger 
machine by a company interested in diversifying it. Sony's the leader 
and can only be thanked for daring the Yaroze thing. 


Where I think Sony was wrong is with the Linux kit. But that's another 
story. We can only hope some kind of Yaroze happens for the PSP or PS3... 


Anyway, I can't see what Sony could do about the Yaroze now, other than 
maintaining the servers. 
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pal 
--MESSAGE FILE 10412 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009140 


—--MESSAGE FILE 10413 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009141 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: too bad 

Date: Sat, 27 Nov 2004 21:09:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <coarm8Sile2@www.netyaroze-europe. com> 

References: <cmsds7$bk71@www.netyaroze-europe.com> <cmst88Sbk74@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81-178-85-71.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 

X-Accept—-Language: en-us, en 

In-Reply-To: <cmst88Sbk74@www.netyaroze-europe. com> 


I'm with Pal and Matt on this, the fact that we are still here is a good 
thing, and its my own fault for not trying harder early on, maybe I 
could have had a game on OPSM like many others : ( 


Maybe PSP or PS3 will have a real successor to Yaroze the Linux kit 
being a let down for me but again thats just me. 


Nigel 
—-MESSAGE FILE 10413 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009141 


—--MESSAGE FILE 10414 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009142 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Its oh so quiet... 
Date: Sat, 27 Nov 2004 21:13:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <coart2Sile3@www.netyaroze-europe. com> 

References: <cgtmg8Sbmb2@www.netyaroze-europe.com> <ch6jsm$d1k2@www.netyaroze-europe 
.com> <cj7b8r$mu31@www.netyaroze-europe. com> 

NNTP-Posting-Host: 81-178-85-71.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 

X-Accept—-Language: en-us, en 

In-Reply-To: <cj7b8rSmu31@www.netyaroze-europe. com> 


> Has anyone done anything on yaroze lately? i was looking forwward to 
> nigels 8 week game ? ( at least i think it was nigel who was doing that? ) 


I'm still here but after reinstalling I've not been for a while : ( 
But I'm back ;) 
my 8 week game is still planned but again other things have consipired 


against me (not least my spelling ;) but thursday will hopefully see the 
end of it for a while. 


Then I will try and do an 8 week game :) 


Nigel 
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-—-MESSAGE FILE 10414 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009142 


——MESSAGE FILE 10415 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009143 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: XGamesStation out 

Date: Sat, 27 Nov 2004 21:25:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <coasj4Sile4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-178-85-71.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 
X-Accept—-Language: en-us, en 


So has anyone gone for one of these yet, I'm seriously 
tempted.http://www.xgamestation.com/index.php 


Nigel 


—-MESSAGE FILE 10415 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009143 


--MESSAGE FILE 10416 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009144 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Habbo Chat 

Date: Sat, 27 Nov 2004 22:58:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <cob21iSile5@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-178-85-71.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 
X-Accept—-Language: en-us, en 


Hi, 
Anyone up for a Christmas chat in the Yaroze room :) 


Nigel 
—-MESSAGE FILE 10416 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009144 


--MESSAGE FILE 10417 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009145 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Habbo Chat 

Date: Sun, 28 Nov 2004 15:54:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <coctihSjkfl@www.netyaroze-europe. com> 
References: <cob21iSile5@www.netyaroze-europe.com> 
NNTP-Posting-Host: cpcl-with2-4-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


sounds good, if loads are up for it I might give a link to my rooms (I have 
lots of furnature) rofl. 


Thats if they're all still there.. 


"nceritten" <Nigel@100tinsoldiers.com> wrote in message 
news:cob21iSile5@www.netyaroze-europe.com... 
> Hi, 


> 
> Anyone up for a Christmas chat in the Yaroze room :) 
> 
> 


Nigel 


—-MESSAGE FILE 10417 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009145 


--MESSAGE FILE 10418 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009146 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 2 techniques I need help with 

Date: Sun, 28 Nov 2004 22:34:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <cod111$jkf3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-178-89-122.dsl.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7Եւե 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 
X-Accept—-Language: en-us, en 


There are a couple of techniques that have been used over the years that 
I can't get my head round. 


*Assume 2D hardware* 


lst the rotating tower effect in Nebulus, it would be easy in 3D but 
that wasn't available on the spectrum, c64 or even Amiga 


2nd the scrolling road that they used in poleposition which was flat, 
outrun which went up and down as well 


Any ideas? 
—-MESSAGE FILE 10418 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009146 


—-MESSAGE FILE 10419 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009147 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2 techniques I need help with 

Date: Mon, 29 Nov 2004 10:39:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <conb01Slhrl@www.netyaroze-europe.com> 
References: <cod111$jkf3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 
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> Ist the rotating tower effect in Nebulus, it would be easy in 3D but 
> that wasn't available on the spectrum, c64 or even Amiga 


It's just sprites, you have the bricks and platforms and enemies drawn at 
all the needed rotations. 


> 2nd the scrolling road that they used in poleposition which was flat, 
> outrun which went up and down as well 


With most of these scrolling road games they cut right down on the amount of 
things they were scaling. The road was usually just a moving patch of colour 
with lines drawn on it, in effect you're only drawing and filling a small 
number of polygons to approximate it. The outrun hardware had special sprite 
scaling hardware for the roadside detail and other cars etc. On lower 
hardware you could just store the sprites at a few different sizes and pop 
between them. 


-Matt 


--MESSAGE FILE 10419 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009147 


——MESSAGE FILE 10420 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009148 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: did you notice... 

Date: Thu, 2 Dec 2004 14:46:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <conb3uSlhr2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1441 


Thanks to the tireless efforts of James Burns and Sarah Ewen (and maybe even 
other people) we can all post again. The NG server had run out of space or 
something. 


—-Mattv 


-—-MESSAGE FILE 10420 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009148 


——MESSAGE FILE 10421 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009149 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: did you notice... 

Date: Thu, 02 Dec 2004 14:58:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <conbpm$lhr4@www.netyaroze-europe. com> 

References: <conb3uS$lhr2@www.netyaroze-europe. com> 

NNTP-Posting-Host: jbwinxp.tg.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.9 (Windows/20041103) 
X-Accept—-Language: en-us, en 

In-Reply-To: <conb3u$lhr2@www.netyaroze-europe.com> 


Thanks go to Sarah Ewen for asking Steve Loughran who fixed the problem. 
Disc space has been freed up for us to continue our postings! 
Yay! 
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3) 


Later, 
James 


Matt Verran wrote: 

Thanks to the tireless efforts of James Burns and Sarah Ewen (and maybe even 
other people) we can all post again. The NG server had run out of space or 
something. 


—-Mattv 


VV VV V V V 


—-MESSAGE FILE 10421 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009149 


——MESSAGE FILE 10422 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009150 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: did you notice... 

Date: Thu, 02 Dec 2004 23:08:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <conukj$lhré@www.netyaroze-europe. com> 

References: <conb3uS$lhr2@www.netyaroze-europe.com> <conbpmS$lhr4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: spri-ward1-6-0-cust65.bagu.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.6) Gecko/20040113 
X-Accept-Language: en-us, en 

In-Reply-To: <conbpm$lhr4@www.netyaroze-europe. com> 


Hurrah! 


Yep, I noticed a day or so ago (was trying to reply to Nigel's post), I 
was beginning to think that SCEE had pulled the plug. Phew! 


Andy 


James Burns wrote: 


> Thanks go to Sarah Ewen for asking Steve Loughran who fixed the problem. 
> Disc space has been freed up for us to continue our postings! 
> Yay! 

> 

Տ :) 

> 

> Later, 

> James 

> 

> 

> 


Matt Verran wrote: 


>> Thanks to the tireless efforts of James Burns and Sarah Ewen (and 
>> maybe even 

>> other people) we can all post again. The NG server had run out of 
>> space or 

>> something. 


>> -MattVv 


>> 


—-MESSAGE FILE 10422 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009150 
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——MESSAGE FILE 10423 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009151 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2 techniques I need help with 

Date: Thu, 02 Dec 2004 23:35:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <coo06aSlhr8@www.netyaroze-europe. com> 

References: <cod111$jkf3@www.netyaroze-europe.com> <conb01$lhrl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: spri-ward1-6-0-cust65.bagu.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.6) Gecko/20040113 
X-Accept-Language: en-us, en 

In-Reply-To: <conb01$lhrl@www.netyaroze-europe.com> 


Matt Verran wrote: 
>>1st the rotating tower effect in Nebulus, it would be easy in 3D but 
>>that wasn't available on the spectrum, c64 or even Amiga 


It's just sprites, you have the bricks and platforms and enemies drawn at 
all the needed rotations. 


VV NV V V V 


I think it was more to do with sprite priority trickey than pre-rotated 
sprites, though I could be wrong. I had a shot on the Speccy version 
to see what it did (which reminded me what an evil, EVIL game it was), 
and it looks as though block sprites towards the edge of the tower are 
overwritten by ones that are closer to the centre of the screen. 


i.e. imagine this is your tower block sprite: |xxxx| 


(where | is the left/right hand edge of the block) 


you would draw the tower (from the outside towards the centre) by 
shifting the blocks X position by a certain amount depending on the 
distance from the centre of the screen, sort of like this: 


x | XX|XXX|XXXX]| | XXXX | | XXXX | XXX |xx |x 
x XX|XXX|XXXX]| |xxxx | | XXXX | XXX |xx |x 
CEC z 


Only the blocks in the centre of the screen are aligned so that they are 
next to each other, the rest overlap each other horizontally. 


You'd probably have to determine the priority of the sprites and 
platforms based on their distance from the centre (whether or not the 
platform, sprites etc should be behind or in front of the tower) 


Course, it could be done with prerendered rotations, or you could write 
a sprite scaler routine of some sort - depends on the hardware you want 
to target I suppose, and whether you have the memory/cpu to spare. 


Andy 
—-MESSAGE FILE 10423 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009151 


—--MESSAGE FILE 10424 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009152 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: did you notice... 

Date: Thu, 02 Dec 2004 22:02:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 10 

Message-ID: <coo417$lhr9@www.netyaroze-europe. com> 

References: <conb3u$lhr2@www.netyaroze-europe.com> <conbpm$lhr4@www.netyaro 
. com> 
NNTP-Posting-Host: 81-86-76-95.dsl.pipex.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 
X-Accept—-Language: en-us, en 

In-Reply-To: <conbpmSlhr4@www.netyaroze-europe. com> 


James Burns wrote: 

> Thanks go to Sarah Ewen for asking Steve Loughran who fixed the problem. 
> Disc space has been freed up for us to continue our postings! 

> Yay! 


I was worried for a minute there :) 
How is Steve these days not spoken to him for ages 


Nigel 
—-MESSAGE FILE 10424 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
009152 


—-MESSAGE FILE 10425 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
00009153 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 2 techniques I need help with 

Date: Fri, 3 Dec 2004 15:12:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <coq0veSlspl@www.netyaroze-europe. com> 

References: <cod111$jkf3@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-44-253-106.range217-44.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 


Hi Nigel, I got bored so made a little Nebulus spinny tower demo. The code 
is shockingly bad but gives the general idea. It even captures the 
wobbliness of the original, yay! No idea about the scrolling road though, 
sorry. 


My little demo is here 
http://www.netyaroze-europe.com/~madmonk/ftp/neb.zip 


Hope it's of some use! 
-Ben 


"ncritten" <Nigel@100tinsoldiers.com> wrote in message 
news:cod111$jkf3@www.netyaroze-europe.com... 

There are a couple of techniques that have been used over the years that 
I can't get my head round. 


*Assume 2D hardware* 


lst the rotating tower effect in Nebulus, it would be easy in 3D but 
that wasn't available on the spectrum, c64 or even Amiga 


2nd the scrolling road that they used in poleposition which was flat, 
outrun which went up and down as well 


Any ideas? 


—-MESSAGE FILE 10425 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
009153 
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ze-europe 


nglish/00 


/english/ 


nglish/00 
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——MESSAGE FILE 10426 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009154 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: did you notice... 
Date: Fri, 03 Dec 2004 19:08:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <coqbb5S$m2s2@www.netyaroze-europe. com> 

References: <conb3uS$lhr2@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMontsouris-—106-1-1-219.w80-13.abo.wanadoo.fr 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Win98; en-US; rv:1.7.3) Gecko/20040910 
X-Accept—-Language: en-us, en 

In-Reply-To: <conb3u$lhr2@www.netyaroze-europe. com> 


Matt Verran wrote: 

> Thanks to the tireless efforts of James Burns and Sarah Ewen (and maybe even 
> other people) we can all post again. The NG server had run out of space or 

> something. 


To help make that effort worthwhile, I'll have another space-taking post 
right here :) 


Օհ, and thank you btw :) 
—-MESSAGE FILE 10426 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009154 


—-MESSAGE FILE 10427 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009155 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGamesStation out 

Date: Sat, 4 Dec 2004 11:24:23 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <cot452$mc71@www.netyaroze-europe. com> 
References: <coasj4$ile4@www.netyaroze-europe. com> 
NNTP-Posting-Host: adsl-64-170-54-126.dsl1.1san03.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1441 


(Tried to post earlier but the server wouldn't allow me to for some reason, 
but now seems to be okay according to the new posts discussing the out of 
space issue on the server being resolved). 


Yes, 


I purchased one the first hour they made them available and I received it 
last week. All I can say is wow. The CD has many ebooks and it comes with 
a physical ‘programming the SK microcontroller' book, without which you'd be 
hopelessly lost. There are no API's, so even programming a pixel on the 
screen and making it animate, such as Pong, is a task; because you have to 
deal with the video timings yourself and such and if you change your 
program, you'll need to adjust it for the clock cycles to "keep" your 
timing. Alot like the old Atari days but not like the Nintendo and PS days 
where you just need to worry about the video refreshing automatically so 
many times a second. 


There is an incomplete ebook, Chapter 11, about making the system yourself 
and that one chapter to me is like reading a whole book on video controlls 
and oscillators and timing and so on. 
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Anyway, seems wierd to me, an 80MHz 8-bit CPU, but hey, hopefully he'll get 
onto the ARM version with FPGA next. 


Anyway, I haven't tinkered with it much yet but I'm deeply interested in 
absorbing it. He mainly made this thing to target the hardward engineer 
crowd, but I got it mainly to satisfy my programming side, not so much to 
learn how to make a video game system, but that would be cool. 


I might start making a sprite library and frame buffer API for myself only 
to make it more fun, but there is only 4k to work with, again, it seems 
weird, 80MHz, 8-bit CPU, 4k RAM, but, he also wants people to be "creative". 


Thanks, 
Shawn 


"neritten" <Nigel@100tinsoldiers.com> wrote in message 

news:coasj4S$ile4@www.netyaroze-europe.com... 

> So has anyone gone for one of these yet, I'm seriously 
tempted.http://www.xgamestation.com/index.php 


> 
> 
> Nigel 
> 
> 
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—-MESSAGE FILE 10427 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009155 


—-MESSAGE FILE 10428 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009156 

Path: chuka.playstation.co.uk!news 

From: ncritten <Nigel@100tinsoldiers.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: XGamesStation out 

Date: Sat, 04 Dec 2004 20:51:10 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <cot97eSmc73@www.netyaroze-europe. com> 


. com> 

NNTP-Posting-Host: 81-86-84-185.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 0.8 (Windows/20040913) 
X-Accept-—Language: en-us, en 

In-Reply-To: <cot452$mc71@www.netyaroze-europe. com> 


Glad to see someone has one and is impressed, I must admit I've followed 
it for ages but I've not ordered one yet : ( 


you're right 80mhz and 4k seems very strange :) 
I think it will have to be my christmas present to myself. 


Nigel 


References: <coasj4$ile4@www.netyaroze-europe.com> <cot452Smc71@www.netyaroze-europe 


—-MESSAGE FILE 10428 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009156 


—--MESSAGE FILE 10429 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009157 

Path: chuka.playstation.co.uk!news 

From: "Steve Spiller" <steve_spiller@msn.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Yaroze on EBay 

Date: Thu, 9 Dec 2004 11:08:32 -0800 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <cpa93cSqhrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide002.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Looking for a replacement/spare? I wonder if this guy is also selling the 
license agreement with it :) 


http://cgi.ebay.com/ws/eBayISAPI.d11?ViewItem&rd=1&item=8153002914&ssPageName=STRK:M 
EWA: IT 


—-MESSAGE FILE 10429 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009157 


——MESSAGE FILE 10430 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009158 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <web@nickferguson.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Where are they now? 

Date: Thu, 6 Jan 2005 20:51:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <crl5q3Sat61l@www.netyaroze-europe. com> 
NNTP-Posting-—Host: S010600095b9e072d.vc.shawcable.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


I thought it would be interesting to find out what Yarozers are doing these 
days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
code somewhere? Did Scott Campbell escape from Data Design Interactive and 
make his fortune on the stock market? etc 


These days I'm an Associate Producer at EA working on externally-developed 
handheld (NDS, PSP, GBA) titles. 


How about you? 


-—-MESSAGE FILE 10430 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009158 


—-MESSAGE FILE 10431 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009159 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Fri, 7 Jan 2005 13:30:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <crm44vSat 62@www.netyaroze-europe. com> 

References: <crl5q3Sat61l@www.netyaroze-europe.com> 
NNTP-Posting-Host: host81-153-169-174.range81-153.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 


well, as one of the youngens out here (at one point i thought i was the 
youngest - i might still be) I'm now doing my second year at uni of 


Net Yaroze newsgroups message dump.txt 


manchester, 


of course in Computer Science ;) 
to uni so no yaroze work going on, 
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I dont take my yaroze with me 
just keeping mysekf happy with using SDL 


for windows at the moment. 


—-MESSAGE FILE 10431 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009159 


——MESSAGE FILE 10432 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009160 
Path: 


chuka.playstation.co.uk!news 


From: m <matt@hermitgames.com> 


Mime-Version: 


In-Reply-To: 


Newsgroups: scee 
Subject: Re: 

Date: Sat, 
Organization: P 
Lines: 15 
Message-ID: 
References: <cr] 
NNTP-Posting-Host: 


-yaroze.freetalk.english 


Where are they now? 
08 Jan 2005 15:43:41 +0000 
layStation Net Yaroze 


(SCEE) 


<crovtbSbvd2@www.netyaroze-europe. com> 
L5q3Sat61@www.netyaroze-europe.com> 


81-86-227-9.dsl.pipex.com 


1:20 

Content-Type: text/plain; 
Content-Transfer- 
User-Agent: Mozil 
X-Accept-—Language: 
<cr] 


charset=us-ascii; format=flowed 


Encoding: 7bit 

lla Thunderbird 0.5 (Windows/20040207) 
en-us, en 

L5q3Sat61l@www.netyaroze-europe.com> 


Nick Ferguson wrote: 


I thought it would be interesting to find 


out what Yarozers are doing these 


These days I'm 


> 
> 
> 
> 
> 
> 
> handheld (NDS, 
> 


I'm working at SCEE Central, 


demodisks. I try 


http://www.fren-ze.com/ and I'm stil 


—-Mattv 


days? Did DEnnis ever break into the biz? 
code somewhere? Did Scott Campbell escape 
make his fortune on the stock market? etc 


Is Rob Swan still cranking out 
from Data Design Interactive and 


an Associate Producer at EA working on externally-—developed 
PSP, GBA) titles. 


Special Projects Programmer, which means 
and encourage and help with stuff like 


ll doing the hermitgames thing. 


—-MESSAGE FILE 10432 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009160 


——MESSAGE FILE 10433 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009161 
Path: 


chuka.playstation.co.uk!news 


yaroze.freetalk.english 


(SCEE) 


<crpvvhSbvd4@www. netyaroze-europe. com> 


From: Nigel <Nigel@100tinsoldiers.com> 
Newsgroups: scee. 

Subject: Re: Where are they now? 

Date: Sun, 09 Jan 2005 00:43:43 +0000 
Organization: PlayStation Net Yaroze 
Lines: 17 

Message-ID: 

References: <cr] 


NNTP-Posting-Host: 
1.0 
Content-Type: text/plain; 
Content-Transfer- 


Mime-Version: 


User-Agent: Mozil 


X-Accept—-Language: 


In-Reply-To: <crl] 


Well after a spel 
my old job of an 


L5q3Sat61l@www.netyaroze-europe. com> 


81-178-85-15.dsl.pipex.com 
charset=ISO-8859-1; format=flowed 
Encoding: 7bit 

lla Thunderbird 1.0 
en-us, en 
L5q3Sat61l@www.netyaroze-europe.com> 


(Windows/20041206) 


ll working on games and film as a real job, I'm back to 
electrician and I do the games and graphics as a hobby, 


not how I planned things but at least I still get to write games and get 


them published. 


I'm going to go into pimp mode now 


www.100tinsoldiers.com/pages/manor.htm was my last game, 


I'm now working 


Net Yaroze newsgroups message dump.txt Page 6984 
on Milkman which is interesting :) 


www.100tinsoldiers.com/ftp/0. jpg 
www. 100tinsoldiers.com/ftp.0_2.jpg 


I've still got to get some spare time and settle down to that 8 week 
game I wanted to write on the Yaroze, I think I have a much better 
chance of finishing it now than I would have done a couple of years ago. 


Nigel 
—-MESSAGE FILE 10433 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009161 


——MESSAGE FILE 10434 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009162 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Mon, 10 Jan 2005 11:21:57 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <crtpo6Scim2@www.netyaroze-europe. com> 

References: <crl5q3Sat61l@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.5) Gecko/20041206 
Thunderbird/1.0 Mnenhy/0.7 

X-Accept-Language: en-us, en 

In-Reply-To: <crl5q3Sat61l@www.netyaroze-europe. com> 


I'm working for SCEE Technology Group, Developer Support. 
Not doing much programming hobby wise, spending more time on non-related 
pastimes... 


James 


Nick Ferguson wrote: 
I thought it would be interesting to find out what Yarozers are doing these 
days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
code somewhere? Did Scott Campbell escape from Data Design Interactive and 
make his fortune on the stock market? etc 


handheld (NDS, PSP, GBA) titles. 


> 
> 
> 
> 
> 
> These days I'm an Associate Producer at EA working on externally-developed 
> 
> 
> How about you? 

> 

> 


—-MESSAGE FILE 10434 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009162 


—--MESSAGE FILE 10435 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009163 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Mon, 10 Jan 2005 18:41:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <crujiéSdlal@www.netyaroze-europe. com> 

References: <crl5q3Sat6l1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-44-67-208.range217-44.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 
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> How about you? 
(Aggrandized by third-person narrative) 


James Rutherford (~mrfrosty) worked in the commercial games industry for 3.5 
years at Reflections Interactive- some of which was lots of fun. 

He is credited on two large-selling releases, one of which he wasn't 
entirely chuff3d with. 

He took a substantial amount of time out, slouching around his flat, 
watching DVDs and playing Metroid Prime- aka formulating plans for the 
future. 

In February 2004, he launched a web / print / branding / software / games 
design and development business: Creative Nucleus, which has enjoyed 
creative success, kept him very happy and out of trouble. By the end of 
2005, he wishes to own a tall building with his name on and to provide 
gainful full-time employment for a personal masseuse. 


<shameless plug> 
Please visit my site, www.creativenucleus.com: "We're ready to believe you" 
</shameless plug> 


—-MESSAGE FILE 10435 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009163 


—--MESSAGE FILE 10436 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009164 

Path: chuka.playstation.co.uk!news 

From: Omar Metwally <ometwally7@aol.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Tue, 11 Jan 2005 01:33:41 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 
Message-ID: <crvsnhSdhdl@www.netyaroze-europe. com> 

References: <crl5q3Sat61l@www.netyaroze-europe. com> 

NNTP-Posting-Host: adsl-68-73-204-210.dsl.sfldmi.ameritech.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Macintosh; U; PPC Mac OS X Mach-O; en-US; rv:1.4) Gecko/200 
30624 Netscape/7.1 
X-Accept—-Language: en-us, en 

In-Reply-To: <crl5q3Sat61l@www.netyaroze-europe. com> 


i'm a second-year university student at the university of michigan in 
ann arbor, michigan, USA. my major is cellular and molecular biology, 
but i'm also doing the pre-medical curriculum, so i'll be sending out 

my applications to medical school sometime in 2006. unfortunately, I 
haven't done anything with my yaroze in the last 4 years...i got the 
yaroze for my 13th birthday, and i'll be turning 20 in september of '05, 
so it's really devastating that i had to abandon it after basically 
growing up with it. i'm sure if my father wasn't a doctor so eager to 
raise his son in his footsteps, i would be happily coding away and 
studying computer science in the engineering school... 


plus, i use a mac powerpook g4 in my apartment, so that's one major 
reason that i can't really code for yaroze right now. the second is 
that i've forgotten the vast majority of my self-taught C programming 
skills, which have been replaced in my brain with textbooks filled with 
organic chemistry, physics, biology, and other terrible and scary 
science classes. but the tragedy of it all is that my yaroze is within 
an arm's reach as i type this. 


i'll be in egypt visiting family for most of the summer, but i might 
stop by london for a few weeks on the way back to the states to visit my 
aunt...it would be great to actually meet some of my fellow yarozers in 
person after all these years of online collaboration. 


—>omar metwally 
OMetwally7@aol.com 
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ometwally.tripod.com 


Nick Ferguson wrote: 
I thought it would be interesting to find out what Yarozers are doing these 
days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
code somewhere? Did Scott Campbell escape from Data Design Interactive and 
make his fortune on the stock market? etc 


handheld (NDS, PSP, GBA) titles. 


> 
> 
> 
> 
> 
> These days I'm an Associate Producer at EA working on externally-developed 
> 
> 
> How about you? 

> 

> 


—-MESSAGE FILE 10436 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009164 


——MESSAGE FILE 10437 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009165 

Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Fri, 14 Jan 2005 16:46:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <cs8u99Sfj91@www.netyaroze-europe. com> 
References: <crl5q3Sat6l1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-7084.13.c3.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


After the whole Digi-guys debacle and releasing a rather debatable AGB 
title, I went back to my previous work (shopfitting) which gives me lots of 
cash and time to develop in my own time...and yes, shock-horror, I will be 
releasing a game sometime this year (PC unfortunately) and possibly 
collaboration with a brilliant Asian artist on a AGB title. 


I'm still working around with some AGB designs and titles, if you ever need 
more Nick ;-) 


Marc. 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:crl5q3Sat61l@www.netyaroze-europe.com... 

> I thought it would be interesting to find out what Yarozers are doing 
these 

> days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
code somewhere? Did Scott Campbell escape from Data Design Interactive and 
make his fortune on the stock market? etc 


These days I'm an Associate Producer at EA working on externally-developed 
handheld (NDS, PSP, GBA) titles. 


How about you? 


VVVVVVVVV 


—-MESSAGE FILE 10437 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009165 


--MESSAGE FILE 10438 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009166 
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Path: chuka.playstation.co.uk!news 

From: "Marc Lambert" <marc@darkhex.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Tsunami gig 

Date: Sat, 15 Jan 2005 22:27:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <csc6liSfj92@www.netyaroze-europe. com> 
NNTP-Posting-Host: user-655.12.cl.dsl.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1106 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1106 


Hi all, a little off topic but... 


The Purple Turtle, in camden, are hosting a 3-day event for the Tsunami 
cause. My brothers band (www.pleasuredeadcell.com) have agreed to put all 
plans on hold for the event and as such, I'll be there on Thurs 17th Feb. I 
know a few of you guys are in the area, or can reach it, so if you can I 
hope to see you there for a great cause. 


Marc. 


—-MESSAGE FILE 10438 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009166 


--MESSAGE FILE 10439 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009167 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Sun, 16 Jan 2005 14:33:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <csdv6éoSgndl@www.netyaroze-europe. com> 

References: <crl5q3Sat61l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host217-44-251-148.range217-44.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 


Somehow managed to break into the games industry in 1998 working for 
Codemasters for over 5 years. Worked on PlayStation, PS2 and Xbox titles 
during that time. Had enough now as there are plenty of smarter and younger 
programmers out there! I'm currently re-training to do a proper job. 


-ՔԲո 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:crl5q3Sat6l@www.netyaroze-europe.com... 

I thought it would be interesting to find out what Yarozers are doing these 
days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
code somewhere? Did Scott Campbell escape from Data Design Interactive and 
make his fortune on the stock market? etc 


These days I'm an Associate Producer at EA working on externally-developed 
handheld (NDS, PSP, GBA) titles. 


How about you? 


—-MESSAGE FILE 10439 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009167 
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--MESSAGE FILE 10440 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009168 

Path: chuka.playstation.co.uk!news 

From: "Andrew Murray" <a_murray@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Tue, 18 Jan 2005 18:16:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <csj12fSh6gl@www.netyaroze-europe. com> 

References: <crl5q3Sat6l1l@www.netyaroze-europe.com> 
NNTP-Posting-Host: host217-43-186-103.range217-43.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

x-mimeole: Produced By Microsoft MimeOLE Մ6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


I'm one of the ones who did nothing but fart around with my yaroze, and what 
fun it was! I must have learned something from it because now I have a new 
job as a Software Engineer. I start on the 31st of the month and I can't 
wait! Current job is as a web designer/developer near Glasgow where I live 
with my very tollerant parents. 


I did release a PC game called gl_quads which is a tetris clone, its 
available from my website http://www. btinternet.com/~weeshie/index.html if 
anyone is interested. I may yet do something constructive with the Yaroze 
but spare time is now at a premium! 


Hope everyone is getting along well! 
Andy M. 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:crl5q3Sat61l@www.netyaroze-europe.com... 

>I thought it would be interesting to find out what Yarozers are doing these 
>days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
>code somewhere? Did Scott Campbell escape from Data Design Interactive and 
>make his fortune on the stock market? etc 


These days I'm an Associate Producer at EA working on externally-developed 
handheld (NDS, PSP, GBA) titles. 


How about you? 


V V V V V V 


—-MESSAGE FILE 10440 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009168 


——MESSAGE FILE 10441 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009169 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Sun, 23 Jan 2005 20:01:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <ct113k$k5b1@www.netyaroze-europe.com> 

References: <crl5q3Sat61@www.netyaroze-europe.com> 
NNTP-Posting-Host: host81-155-147-6.range81-155.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1441 


http://www.interferencemix.com/fun.html 


[Bottom link...] 
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-—-MESSAGE FILE 10441 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009169 


—--MESSAGE FILE 10442 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009170 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Sun, 23 Jan 2005 20:25:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <ct12hiSk5b2@www.netyaroze-europe. com> 

References: <crl5q3Sat6l@www.netyaroze-europe.com> <ct113k$k5bl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host81-155-147-6.range81-155.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


Bullseye! 


http://emagdesign.netfirms.com/ 


> http://www.interferencemix.com/fun.html 
> 
> [Bottom link...] 


—-MESSAGE FILE 10442 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009170 


—-MESSAGE FILE 10443 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009171 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Sun, 23 Jan 2005 20:41:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <ct13fiSk5b3@www.netyaroze-europe. com> 

References: <crl5q3Sat6l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-155-147-6.range81-155.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


http://www. repulse.nl/repulse/dennis.htm 


Currently down / expired (but fragments in google's cache) 
http://www.12playgames.com/ 

Domain ownership info: 
http://www.whois.sc/12playgames.com 


Any more?... 


—-MESSAGE FILE 10443 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009171 


——MESSAGE FILE 10444 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009172 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Where are they now? 

Date: Wed, 02 Feb 2005 13:12:32 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 
Message-ID: <ctrhljS$p492@www.netyaroze-europe. com> 
References: <crl5q3Sat61l@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.5) Gecko/20031013 T 


hunderbird/0.3 
X-Accept—-Language: en-us, en 
In-Reply-To: <crl5q3Sat61l@www.netyaroze-europe. com> 


Let's see, I was working at Intel for a while, then switched to VM Labs 

as a sort of attempt at getting in the games industry. It probably 

would have worked too if not for you meddling kids...er I mean VML going 
bankrupt. Now I'm at NVIDIA doing software in a hardware-dominated group. 


Now that I have a kid my opportunity to throw caution to the wind and 
take a stab at the game industry is on haitus. I did interview with 
Cryptic Studios, but didn't get a call back. I brought the Yaroze and 
showed them Decaying Orbit, which unfortunately really shows its age 
nowdays. 


I still dabble on NUON development and plan to a proper release of 
Decaying Orbit once I get done overhauling it. 


Bob Shand's blog was at http://www.drunkquotes.co.uk/~bob, but it 
appears to be down now. Last I heard he was still in Dundee at a game 
company whose name escapes me right now. 


—-MESSAGE FILE 10444 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009172 


—-MESSAGE FILE 10445 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009173 

Path: chuka.playstation.co.uk!news 

From: "KMillar" <kenny.millar@mac.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Where are they now? 

Date: Tue, 8 Feb 2005 17:18:07 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 
Message-ID: <cuatekSt4k1l@www.netyaroze-europe. com> 
References: <crl5q3Sat6l1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 194.72.72.162 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


I',m now a Windows developer with Neverfail. 
www.neverafil.com 


-Kenny (PSXComm) 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:crl5q3Sat6l@www.netyaroze-europe.com... 

>I thought it would be interesting to find out what Yarozers are doing these 
>days? Did DEnnis ever break into the biz? Is Rob Swan still cranking out 
>code somewhere? Did Scott Campbell escape from Data Design Interactive and 
>make his fortune on the stock market? etc 


These days I'm an Associate Producer at EA working on externally-developed 
handheld (NDS, PSP, GBA) titles. 


How about you? 


VVVVVV 
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—-MESSAGE FILE 10445 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009173 


—-MESSAGE FILE 10446 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009174 

Path: chuka.playstation.co.uk!news 

From: "KMillar" <kenny.millar@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Tue, 8 Feb 2005 17:23:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <cuatp3St4k2@www.netyaroze-europe. com> 

References: <crl5q3Sat6l@www.netyaroze-europe.com> <cuatekSt4k1l@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 194.72.72.162 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Greif! I can't even get my own employers URL Correct... 
www.neverfailgroup.com it should have been! 
-Kenny 


"KMillar" <kenny.millar@mac.com> wrote in message 

news: cuatekSt4k1l@www.netyaroze-europe.com... 

> I',m now a Windows developer with Neverfail. 
www.neverafil.com 


> 
> 
> -Kenny (PSXComm) 
> 
> 


"Nick Ferguson" <web@nickferguson.com> wrote in message 
> news:crl5q3Sat61l@www.netyaroze-europe.com... 
>>I thought it would be interesting to find out what Yarozers are doing 
>>these days? Did DEnnis ever break into the biz? Is Rob Swan still cranking 
>>out code somewhere? Did Scott Campbell escape from Data Design Interactive 
>>and make his fortune on the stock market? etc 
>> 
>> These days I'm an Associate Producer at EA working on 
>> externally-developed handheld (NDS, PSP, GBA) titles. 


>> How about you? 


-—-MESSAGE FILE 10446 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009174 


—--MESSAGE FILE 10447 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009175 

Path: chuka.playstation.co.uk!news 

From: "James Rutherford" <home@jamesrutherford.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Thu, 10 Feb 2005 23:17:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <cugrbmSogql@www.netyaroze-europe. com> 
References: <crl5q3Sat61l@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.205.245.114 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 
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"Nick Ferguson" <web@nickferguson.com> wrote in message 
news:crl5q3Sat61l@www.netyaroze-europe.com... 

> Did Scott Campbell escape from Data Design Interactive and make his 
> fortune on the stock market? etc 


Apparently yes and no respectively... 
http://forums.indiegamer.com/showthread.php?p=46#post 46 


(~mrbountyhunter) 


—-MESSAGE FILE 10447 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009175 


——MESSAGE FILE 10448 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009176 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Fri, 18 Feb 2005 10:00:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
Message-ID: <cv4clc$5b51@www.netyaroze-europe. com> 
References: <crl5q3Sat6l1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: charlebourg-6-81-56-41-107.fbx.proxad.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 
X-Accept—-Language: en-us, en 

In-Reply-To: <crl5q3Sat61l@www.netyaroze-europe. com> 


Losely related, here is how a Japanese Yarozer ended (The Yaroze's 
mentionned on this page) -- not bad if you ask me: 
http://www.triangleservice.co.jp/html/trizeal/sos/en.html 


(via insertcredit.com) 
—-MESSAGE FILE 10448 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009176 


——MESSAGE FILE 10449 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009177 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Variation in Yaroze manuals 

Date: Mon, 21 Feb 2005 14:30:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <cvcp1h$6602@www.netyaroze-europe. com> 
NNTP-Posting-Host: charlebourg-6-81-56-41-107.fbx.proxad.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 
X-Accept—-Language: en-us, en 


There is an auction for a Yaroze on eBay: 
http://cgi.ebay.co.uk/ws/eBayISAPI.d11?ViewItem&item=8171882160&fromMakeTrack=true 


where the manuals do not have the same color as mine. I was wondering 
about that; any info appreciated. If someone has the same colors as in 
that picture, I would be grateful if s/he can post/mail a picture of 
their covers :) 


My manuals are (from what I remember, I don't have my kit handy right now): 
- Startup guide - red 
— User Guide - yellow 
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- Library Reference - green 


Apparently the box says DTL-H3002, so it's a ~European version. 
—-MESSAGE FILE 10449 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009177 


——MESSAGE FILE 10450 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009178 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Variation in Yaroze manuals 

Date: Mon, 21 Feb 2005 16:49:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <cvd4p1S$6603@www.netyaroze-europe. com> 

References: <cvcplh$6602@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-59-205.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2527 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2527 


Hi. Mine are the same colours as the seller's in this photo: 
http://www. lacroixdidier.com/temp/ebay/Manuels. jpg 


The spines look a bit faded though. 


"pal" <palpalpalpal@hotmail.com> wrote in message 
news:cvcplh$6602@www.netyaroze-europe.com... 

> There is an auction for a Yaroze on eBay: 
http://cgi.ebay.co.uk/ws/eBayISAPI.d11?ViewItem&item=81718821608fromMakeTrack=true 


where the manuals do not have the same color as mine. I was wondering 
about that; any info appreciated. If someone has the same colors as in 
that picture, I would be grateful if s/he can post/mail a picture of their 
covers :) 


My manuals are (from what I remember, I don't have my kit handy right 
now): 

- Startup guide - red 

— User Guide - yellow 

- Library Reference - green 


VVVVVVVVVVVV VV 


Apparently the box says DTL-H3002, so it's a ~European version. 


—-MESSAGE FILE 10450 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009178 


——MESSAGE FILE 10451 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009179 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Variation in Yaroze manuals 

Date: Mon, 21 Feb 2005 19:40:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <cvdcjr$6605@www.netyaroze-europe. com> 

References: <cvcplh$6602@www.netyaroze-europe.com> <cvd4p1$6603@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: charlebourg-6-81-56-41-107.fbx.proxad.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 

X-Accept—-Language: en-us, en 

In-Reply-To: <cvd4p1$6603@www.netyaroze-europe. com> 
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Derek da Silva wrote: 

> Hi. Mine are the same colours as the seller's in this photo: 
> http://www. lacroixdidier.com/temp/ebay/Manuels. jpg 

> 
> The spines look a bit faded though. 


Yes, the pictures with the covers were not there in the beginning, so I 
could only see the spines. I guess the color difference is due to 
exposure to the sun. Mystery solved ՞՞ 


Thank you for answering Derek :) 
—-MESSAGE FILE 10451 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009179 


—-MESSAGE FILE 10452 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009180 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: oh my... 

Date: Mon, 11 Apr 2005 00:58:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <d3cfllSheel@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc2-with3-3-0-cust62.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


I dont beleive it. Having just downloaded over 9000 messages on this ng, and 
scanning over all of the titles, searching all of them I still didnt find 
what i was looking for. ouch my head hurts.... 


Anyway, I was looking for the files needed and the method used for turning a 
yaroze game into a PS exe file for use with emulators. 


If anyone remembers it would be much appreciated :) 


Cheers, 
Chris 


—-MESSAGE FILE 10452 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009180 


——MESSAGE FILE 10453 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009181 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oh my... 

Date: Wed, 13 Apr 2005 09:53:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <d3inv2Shee3@www.netyaroze-europe. com> 

References: <d3cfll$heel@www.netyaroze-europe.com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050317 
Thunderbird/1.0.2 Mnenhy/0.7 

X-Accept—-Language: en-us, en 

In-Reply-To: <d3cfll$heel@www.netyaroze-europe. com> 


Hi Chris, 


I can vaguely remember something like this before but I believe it was 
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someones site that had the information. 

Hopefully someone else still knows where to look. Otherwise look on 

Google or some other search engine. 


Cheers, 
James 


Chris Wallace wrote: 


> I dont beleive it. Having just downloaded over 9000 messages on this ng, and 
> scanning over all of the titles, searching all of them I still didnt find 

> what i was looking for. ouch my head hurts.... 

> 

> Anyway, I was looking for the files needed and the method used for turning a 
> yaroze game into a PS exe file for use with emulators. 

> 

> If anyone remembers it would be much appreciated :) 

> 

> Cheers, 

> Chris 

> 

> 


-—-MESSAGE FILE 10453 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009181 


——MESSAGE FILE 10454 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009182 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oh my... 

Date: Wed, 13 Apr 2005 11:10:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <d3ishvShee4@www.netyaroze-europe. com> 
References: <d3cfllSheel@www.netyaroze-europe.com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1478 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1478 


> 


It's a hackery thing to do, you need to combine the ecoff with the pslib.exe 
file in a certain way. I think the info was on yarozescene, as well as 
other places, so you could try google cache and wayback. 


—MattV 


--MESSAGE FILE 10454 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009182 


——MESSAGE FILE 10455 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009183 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: cars 

Date: Mon, 25 Apr 2005 21:28:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <d4j13bS6vf1l@www.netyaroze-europe.com> 
NNTP-Posting-Host: cpc2-with3-3-0-cust62.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


hi all, again... 
i seem to remember some one made a 'real physics driving demo' a little 
(long) while back. It had a 3D buggy like thing and a textured square floor 
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and you could drive around in circles. Any one remember and know where I 
could get it from? It would be realy usefull reference for my coursework 
next year :) 


Cheers, Chris. 


-—-MESSAGE FILE 10455 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009183 


——MESSAGE FILE 10456 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009184 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: cars 

Date: Tue, 26 Apr 2005 09:05:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <d4ku44S6vf2@www.netyaroze-europe. com> 

References: <d4j13bS6vfl1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-156-242-163.range81-156.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


Hey Chris, 
http://www.netyaroze-europe.com/yaroze/demos/topten.htm 
Dont think it included source though. 


Pete. 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 

news :d4j13bS6vfl@www.netyaroze-europe.com... 

> hi all, again... 

> i seem to remember some one made a 'real physics driving demo' a little 
> (long) while back. It had a 3D buggy like thing and a textured square 
floor 

and you could drive around in circles. Any one remember and know where I 
could get it from? It would be realy usefull reference for my coursework 
next year :) 


Cheers, Chris. 


VV V V V V V 


--MESSAGE FILE 10456 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009184 


——MESSAGE FILE 10457 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009185 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Hello everyone (anyone?) - off topic but... 

Date: Tue, 10 May 2005 00:35:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <d5o0tij$19nl@www.netyaroze-europe. com> 
NNTP-Posting-Host: spcl-burn2-3-0-cust76.bagu.broadband.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 
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Hello. 


How is everyone? Hope you are all well, etc. 


Slightly off topic - has anyone used their skills to have a go at J2ME 
gaming? My career is reaching an all time low at the moment (documenting 
MIS reports) so I'm thinking of jacking it all in and going into independant 
development. But I'm not sure what business models are about and whether 
it'll be all worth it. Has anyone here had a go and have any advice? I've 
noticed over time that some of the developers on here have made it into 
gaming and then run into trouble and finally left it. Is it really not 
worth it anymore? 


Any advice or thoughts would be appreciated. 


Warren 


-—-MESSAGE FILE 10457 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009185 


—--MESSAGE FILE 10458 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009186 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hello everyone (anyone?) - off topic but... 

Date: Tue, 10 May 2005 11:37:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <d5q47eS$19n3@www.netyaroze-europe. com> 

References: <d5o0tij$19nl@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050317 
Thunderbird/1.0.2 Mnenhy/0.7 

X-Accept—-Language: en-us, en 

In-Reply-To: <d5o0tij$19nl@www.netyaroze-europe. com> 


Hi Warren, 


A few people have got into SCEE, MattV and myself included, over the 
years. The experience may not be as widely regarded as it was, say 4 
years ago, but never the less it is experience of a console platform. 


Also worth looking at, the jobs board we have at 
http://www.technology.scee.net 


Cheers, 
James 


Warren Khan wrote: 
Hello. 


How is everyone? Hope you are all well, etc. 


Slightly off topic - has anyone used their skills to have a go at J2ME 
gaming? My career is reaching an all time low at the moment (documenting 
MIS reports) so I'm thinking of jacking it all in and going into independant 
development. But I'm not sure what business models are about and whether 


it'll be all worth it. Has anyone here had a go and have any advice? I've 
noticed over time that some of the developers on here have made it into 
gaming and then run into trouble and finally left it. Is it really not 


worth it anymore? 


Any advice or thoughts would be appreciated. 


VVVVVVVVVVVVVV VV 
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Warren 


VV V V 


—-MESSAGE FILE 10458 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009186 


—-MESSAGE FILE 10459 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009187 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btopenworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: cars 

Date: Sat, 14 May 2005 02:59:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <dé6é3n6dSqval@www.netyaroze-europe.com> 

References: <d4j13bS6vfl@www.netyaroze-europe.com> <d4ku44S6vf2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc2-with3-3-0-cust62.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Original 


ahhh i remember that demo, good stuff but not the one i was thinking of - 
and your right, doesn't include source. I'm pretty sure the person who made 
the one im thinking of posted here a lot in the old days, i just cant 
remember who it was! 

Chris 

"Peter Dollochan" <ezoray@btinternet.com> wrote in message 

news: d4ku44S6vf2@www.netyaroze-europe.com... 

> Hey Chris, 

http: //www.netyaroze-europe.com/yaroze/demos/topten.htm 


Dont think it included source though. 


Pete. 


VVVVVVV VV 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 

> news:d4j313bS6vfl@www.netyaroze-europe.com... 

>> hi all, again... 

>> i seem to remember some one made a 'real physics driving demo' a little 
>> (long) while back. It had a 3D buggy like thing and a textured square 

> floor 

>> and you could drive around in circles. Any one remember and know where I 
>> could get it from? It would be realy usefull reference for my coursework 
>> next year :) 

>> 

>> Cheers, Chris. 

>> 

>> 

> 

> 


-—-MESSAGE FILE 10459 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009187 


—--MESSAGE FILE 10460 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009188 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: cars 
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Date: Sat, 14 May 2005 09:03:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <dé4cp9Sqva2@www.netyaroze-europe. com> 

References: <d4j13bS6vfl@www.netyaroze-europe.com> <d4ku44S6vf2@www.netyaroze-europe 
.com> <d63n6dS$qval@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-157-155-236.range81-157.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1441 


May have been Rob Swan ? prutty sure he done one, and lets face it somedays 
you couldn't get him to shut up ;-) Only kidding Robert | 


Pete. 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 

news: d63n6dS$qval@www.netyaroze-europe.com... 

> ahhh i remember that demo, good stuff but not the one i was thinking of - 
> and your right, doesn't include source. I'm pretty sure the person who 
made 

the one im thinking of posted here a lot in the old days, i just cant 
remember who it was! 


Chris 
"Peter Dollochan" <ezoray@btinternet.com> wrote in message 


news: d4ku44S6vf2@www.netyaroze-europe.com... 
Hey Chris, 


v 


http://www.netyaroze-europe.com/yaroze/demos/topten.htm 
Dont think it included source thouoh. 


Pete. 


"Chris Wallace" <chrisw1337@btopenworld.com> wrote in message 
news:d4j13bS6vfl@%@www.netyaroze-europe.com... 

>> hi all, again... 

>> i seem to remember some one made a 'real physics driving demo' a little 
>> (long) while back. It had a 3D buggy like thing and a textured square 

> floor 

>> and you could drive around in circles. Any one remember and know where 


VVVVVVVVVV 


>> could get it from? It would be realy usefull reference for my 
oursework 

>> next year :) 

>> 

>> Cheers, Chris. 

>> 

>> 

> 

> 


VVVVVVVVVAVHVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 10460 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009188 


--MESSAGE FILE 10461 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009189 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hello everyone (anyone?) - off topic but... 
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Date: Mon, 16 May 2005 09:34:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <d69nbsS$14h1l@www.netyaroze-europe. com> 
References: <d5o0tij$19nl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1478 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1478 


> How is everyone? Hope you are all well, etc. 


I'm alright! 


> Slightly off topic - has anyone used their skills to have a go at J2ME 
> gaming? My career is reaching an all time low at the moment (documenting 
> MIS reports) so I'm thinking of jacking it all in and going into 
independant 

> development. 


I've had a little look at J2ME stuff, and Brew. It seems like a very 
difficult market to get going in to me, especially if you have no contacts 
to start from. The main problem is that you can't offer a single game to 
network operators, in fact publishers won't even take a single game, you 
need to sell to an aggregator company. The amount you make off a game is 
very small, profits filter thru network operator to publisher to aggregator 
to you. So you need to make a lot of games as fast as possible. Plus there 
is the problem of all the different phone platforms and their buggy J2ME 
implementations. 
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Saying that it might be something you could have a go at in your spare time. 


Or there's the independant PC game market which is growing really fast at 
the mo with the arrival of the big portals ( Real Arcade ). This is a good 
place to lurk and learn more: 

http://forums.indiegamer.com/ 


Let us know how you get on 
Mattv 


—-MESSAGE FILE 10461 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/e 
009189 


—-MESSAGE FILE 10462 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk 
00009190 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Hello everyone (anyone?) - off topic but... 

Date: Wed, 18 May 2005 00:13:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <d6dv85$14h2@www.netyaroze-europe. com> 

References: <d5o0tij$19nl@www.netyaroze-europe.com> <d69nbsS$14h1@www.netyaro 
. com> 

NNTP-Posting-Host: spcl-burn2-3-0-cust76.bagu.broadband.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 

X-RFC2646: Format=Flowed; Original 


Ta for that. 


It's all a bit depressing. It seems developers are getting a rough deal 
all over there doesn't seem to be a week go by without some development 
house going tango uniform. I thought that mobile development would be the 
last stand for indie developers as the platform is so small and companies 
like jamdat and jippee seem to climbing over themselves to get content. I 
think I'll give it a go in my spare time and see how far I get. Thanks for 
the advice and I'll have a look at the site. 


nglish/00 


/english/ 


ze-europe 
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Warren 


PS Balf looks very cool. 


—-MESSAGE FILE 10462 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009190 


——MESSAGE FILE 10463 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009191 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Dealing with black pixels 

Date: Thu, 26 May 2005 11:25:20 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <d755np$6n1l@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 
X-Accept—-Language: en-us, en 


My memory is a bit fuzzy on the subject. Can anyone tell me how the 
Playstation deals with black pixels with/without the STP set? 


I remember that for non-translucent sprites a black pixel with STP=0 
will be treated as transparent and one with STP=1 will be opaque. But 
what about translucent sprites? 


I'm guessing that translucent sprites treat black pixels with STP=0 as 
fully transparent and STP=1 as translucent black (not opaque). Can 
anyone cofirm? 


STP=0 STP=1 
+ 
Non-translucent sprite Transparent Opaque black 
Translucent sprite Transparent Translucent black 


Scott 
—-MESSAGE FILE 10463 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009191 


—-MESSAGE FILE 10464 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009192 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dealing with black pixels 

Date: Thu, 26 May 2005 19:48:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <d75741S6n2@www.netyaroze-europe. com> 

References: <d755npS$6nl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-151-217-193.range81-151.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Hi Scott, here's a table from Sony's documentation on the subject. Hope it 
makes sense :) 
-Ben 


Table 2-1: STP Bit Function in Combination with R, G, B Data 
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STP/R,G,B Transucent processing on Translucent processing off 


0,0,0,0 Transparent Transparent 

0,X,X,X Not transparent Not transparent 
1,X,X,X Semi-transparent Not transparent 
1,0,0,0 Non-transparent black Non-transparent black 


"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 
news:d755npS$6nl@www.netyaroze-europe.com... 

My memory is a bit fuzzy on the subject. Can anyone tell me how the 
Playstation deals with black pixels with/without the STP set? 


I remember that for non-translucent sprites a black pixel with STP=0 
will be treated as transparent and one with STP=1 will be opaque. But 
what about translucent sprites? 


I'm guessing that translucent sprites treat black pixels with STP=0 as 
fully transparent and STP=1 as translucent black (not opaque). Can 
anyone cofirm? 


STP=0 STP=1 
+ 
Non-translucent sprite Transparent Opaque black 
Translucent sprite Transparent Translucent black 


ՏՇԾԵԵ 


—-MESSAGE FILE 10464 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009192 


——MESSAGE FILE 10465 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009193 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Dealing with black pixels 

Date: Thu, 26 May 2005 13:39:11 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <d75ditSé6én4@www.netyaroze-europe. com> 


om> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 
X-Accept—-Language: en-us, en 

In-Reply-To: <d75741S6n2@www.netyaroze-europe. com> 


Cool, thanks. That's actually how my code thinks it is now so my bug 
must lie elsewhere. 


At some point I need to get my Yaroze to talk to my laptop so I can test 
things out natively. Anyone use one of those USB-to-serial converters 
to talk to the Yaroze? 


Scott 


Ben James wrote: 

Hi Scott, here's a table from Sony's documentation on the subject. Hope it 
makes sense :) 

-Ben 


> 
> 
> 
> 
> 
> Table 2-1: STP Bit Function in Combination with R, G, B Data 
> 


References: <d755npS$6nl@www.netyaroze-europe.com> <d75741S6n2@www.netyaroze-europe.c 
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STP/R,G,B Transucent processing on Translucent processing off 


,0,0,0 Transparent Transparent 

, X, X, X Not transparent Not transparent 

, X, X, X Semi-transparent Not transparent 
,0,0,0 Non-transparent black Non-transparent black 


VV V V V V V 
Ւ" Ի GOG 


—-MESSAGE FILE 10465 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009193 


——MESSAGE FILE 10466 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009194 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oh my... 

Date: Mon, 30 May 2005 17:10:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <d7ffa2S4mol@www.netyaroze-europe.com> 

References: <d3cfllSheel@www.netyaroze-europe.com> <d3ishvShee4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc2-with3-3-0-cust62.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Original 


Hi again, come back round to trying this again. 

I now have a copy of libps.exe, the NY.pxe file i want to play, all my data 
in breakdown.dat, and the files combine.exe and eco2exe.exe... ive tried 
combining libps, NY.pxp and the data in the order i load them in mem, but i 
get a black screen... eco2exe says its not a yaroze file... any ideas? 


cheers, Chris 


"Matt Verran" <matt@hermitgames.com> wrote in message 

news: d3ishvShee4@www.netyaroze-europe.com... 

> It's a hackery thing to do, you need to combine the ecoff with the 
pslib.exe 

file in a certain way. I think the info was on yarozescene, as well as 
other places, so you could try google cache and wayback. 


—-Mattv 


VV V NV V V V 


--MESSAGE FILE 10466 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009194 


——MESSAGE FILE 10467 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009195 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: oh my... 

Date: Mon, 30 May 2005 17:15:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <d7fflaS4mo2@www.netyaroze-europe.com> 

References: <d3cfllSheel@www.netyaroze-europe.com> <d3ishvShee4@www.netyaroze-europe 
.com> <d7ffa2S4mol@www.netyaroze-europe. com> 

NNTP-Posting-Host: cpc2-with3-3-0-cust62.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 
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on an extranote, matt - i see you managed to get all your games on a CD iso 
that runs on ePSXe... how did you do that? 

Cheers, 

Chris 


"Chris Wallace" <chriswl337@btinternet.com> wrote in message 
news:d7ffa2S4mol@www.netyaroze-europe.com... 
> Hi again, come back round to trying this again. 


> I now have a copy of libps.exe, the NY.pxe file i want to play, all my 
> data in breakdown.dat, and the files combine.exe and ecoZexe.exe... ive 
> tried combining libps, NY.pxp and the data in the order i load them in 
> mem, but i get a black screen... eco2exe says its not a yaroze file... any 
> ideas? 

> 

> cheers, Chris 

> 

> 

> "Matt Verran" <matt@hermitgames.com> wrote in message 

> news: d3ishvShee4@www.netyaroze-europe.com... 


>> It's a hackery thing to do, you need to combine the ecoff with the 

>> pslib.exe 

>> file in a certain way. I think the info was on yarozescene, as well as 
>> other places, so you could try google cache and wayback. 


>> -MattVvV 


—-MESSAGE FILE 10467 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009195 


—-MESSAGE FILE 10468 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009196 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS3 

Date: 28 Jun 2005 11:43:02 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Sender: pal@localhost.localdomain 

Message-ID: <8764vystp5.fsf@localhost.localdomain> 
NNTP-Posting-Host: amarseille-253-1-39-17.w83-205.abo.wanadoo.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

User-Agent: Gnus/5.09 (Gnus v5.9.0) Emacs/21.3 


..-did I miss something or did nobody care to post here to let Sony know 

how much we'd love a Yaroze 3? Have we all lost hope and faith? Has Sony 

abandonned us? Will we have to turn to the false gods of blue-screen PCs 

and dead Nuons? 

—-MESSAGE FILE 10468 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009196 


—-MESSAGE FILE 10469 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009197 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS3 

Date: Tue, 28 Jun 2005 16:42:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <d9rqkoSkij2@www.netyaroze-europe. com> 
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References: <8764vystp5.fsf@localhost.localdomain> 

NNTP-Posting-Host: spri-wardl1-6-0-cust65.bagu.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.7.5) Gecko/20041217 
X-Accept—-Language: en-us, en 

In-Reply-To: <8764vystp5.fsf@localhost.localdomain> 


Philippe Lorin wrote: 

> ...did I miss something or did nobody care to post here to let Sony know 
> how much we'd love a Yaroze 3? Have we all lost hope and faith? Has Sony 
> abandonned us? Will we have to turn to the false gods of blue-screen PCs 
> and dead Nuons? 


Well, according to this, PS3 might ship with Linux: 
http://www.gamesindustry.biz/news.php?aid=9480 

Whether that also means it'll ship with gcc and a proper OpenGL 
implementation that takes advantage of the Cell processor/graphics 


hardware I don't know (and the article doesn't say - it just mentions 
stuff like photo and video editing), we can live in hope though. 


It'd certainly be nice if we could write our own games/apps and 
distribute them via the web, e.g. have Sony create a homebrew repository 
that people can access for free via broadband from the PS3 system menu 
or something like that. (or if they charged to download homebrew it'd 
be nice if we got a cut too :)) 


I was hoping for a Yaroze PSP kit at one point, I wonder if we'll ever 
see one? 


Andy 
-—-MESSAGE FILE 10469 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009197 


——MESSAGE FILE 10470 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009198 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS3 

Date: Wed, 29 Jun 2005 09:34:40 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <d9sh7tSkij3@www.netyaroze-europe. com> 

References: <8764vystp5.fsf@localhost.localdomain> <d9rqko$kij2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 203.167.226.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 
X-Accept-Language: en-us, en 

In-Reply-To: <d9rqko$kij2@www.netyaroze-europe. com> 


Andrew Partington wrote: 
> 
> I was hoping for a Yaroze PSP kit at one point, I wonder if we'll ever 
> see one? 

> 

> Andy 


Now that is something that i would really die for :) 
—-MESSAGE FILE 10470 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009198 


—--MESSAGE FILE 10471 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009199 
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Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS3 

Date: Wed, 29 Jun 2005 23:31:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <d9v8k1Skij4@www.netyaroze-europe. com> 

References: <8764vystp5.fsf@localhost.localdomain> <d9rqkoS$kij2@www.netyaroze-europe 
.com> <d9sh7t$kij3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-156-14-20.range81-156.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

x-mimeole: Produced By Microsoft MimeOLE V6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 


Your right, we forgot - would love one of these :D 


"Greg Cook" <gcook@mailsnare.com> wrote in message 

news: d9sh7t$kij3@www.netyaroze-europe.com... 

> Andrew Partington wrote: 

>> 

>> I was hoping for a Yaroze PSP kit at one point, I wonder if we'll ever 
>> see one? 

>> 

>> Andy 

> 

> Now that is something that i would really die for :) 


-—-MESSAGE FILE 10471 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009199 


——MESSAGE FILE 10472 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009200 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: You okay over there? 

Date: Thu, 07 Jul 2005 17:10:00 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <dakhobSdad2@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 
X-Accept—-Language: en-us, en 


All you Londoners okay? What a day. : ( 
—-MESSAGE FILE 10472 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009200 


——MESSAGE FILE 10473 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009201 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: You okay over there? 

Date: Fri, 08 Jul 2005 16:25:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <dam77oSdad3@www.netyaroze-europe. com> 
References: <dakhobS$dad2@www.netyaroze-europe. com> 
NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 
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User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.8) Gecko/20050517 
Thunderbird/1.0.4 Mnenhy/0.7 

X-Accept—-Language: en-us, en 

In-Reply-To: <dakhob$dad2@www.netyaroze-europe. com> 


So far no reports of anyone from SCEE being directly affected. 


Regards, 
James 
SCEE Developer Support 


Scott Cartier wrote: 

> All you Londoners okay? What a day. : ( 

—-MESSAGE FILE 10473 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009201 


——MESSAGE FILE 10474 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009202 

Path: chuka.playstation.co.uk!news 

From: Bob Shand <bob@shand.org.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where are they now? 

Date: Sat, 16 Jul 2005 09:41:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
Message-ID: <dbaik3$g262@www.netyaroze-europe. com> 

References: <crl5q3Sat6l@www.netyaroze-europe.com> <ctrhlj$p492@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: shand.org.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0 (Windows/20041206) 

X-Accept—-Language: en-us, en 

In-Reply-To: <ctrhl j$p492@www.netyaroze-europe. com> 

X-Enigmail-Version: 0.89.6.0 

X-Enigmail-Supports: pgp-inline, pgp-mime 


Bob Shand's blog was at http://www.drunkquotes.co.uk/~bob, but it 
appears to be down now. Last I heard he was still in Dundee at a game 
company whose name escapes me right now. 


VVVVYV 


My oh my what a pleasant suprise this is.... haven't been here in so 
long. A couple of months back I did actually try and do some Yaroze 
development for fun. The only machine I have now with a seriel cable is 
a linux box.... I kinda gave up trying to compile GCC as a cross 
compiler. Although it looks like the target has now been removed from 
GCC from lack of use : ( 


Anywho... as Scott said I'm still in Dundee. Finished my degree course 
and got a job with Vis Entertainment (Now bankrupt) In my time there I 
worked on 


Tom and Jerry: War of the Whiskers 
NARC www.narcgame.com <- Not that bad. Honest! 
An as yet unannounced game 


I'm now working at RealTimeWorlds www.realtimeworlds.com on a secret 
xbox360 game :) Should be made public soon :) 


Thinking of getting outta game with a possibility of becoming a copper. 
Although at the moment only the specials (whilst I continue to 
work)... passed my medical yesterday :) 


My utter rubbish web site is www.shand.org.uk -» www.shand.org.uk/~bob/ 
Bob 


—-MESSAGE FILE 10474 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009202 
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——MESSAGE FILE 10475 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009203 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Tile Based Maps Tutorials 

Date: Thu, 18 Aug 2005 14:43:28 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <de0u4j$6021@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.167.226.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 
X-Accept—-Language: en-us, en 


Hey Guys. 


I'm looking to do some tile based maps, i woundering if anyone has a 
good engine, or better still tutorial on how to create a good tile 
engine. Im needing to use this engine for both yaroze and Javascript work. 


Any links or help is appreciated. 
Cheers 


—-MESSAGE FILE 10475 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009203 


——MESSAGE FILE 10476 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009204 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Are we alive? 

Date: Mon, 12 Sep 2005 16:28:10 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <dg31lnSolsl@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.167.226.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 
X-Accept—-Language: en-us, en 


Just wondering if anyone is still alive and visiting, would hate to see 
Sony shut the site down.. I'm still working with my machine.. anyone else? 


On a side note, anyone heard anything about a yaroze for PSP? 


—-MESSAGE FILE 10476 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009204 


—-MESSAGE FILE 10477 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009205 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are we alive? 

Date: Mon, 12 Sep 2005 13:21:59 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <dg3ptqSols3@www.netyaroze-europe. com> 

References: <dg31lnSolsl@www.netyaroze-europe.com> 
NNTP-Posting-Host: AMarseille-153-1-28-94.w86-194.abo.wanadoo.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 
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User-Agent: Mozilla Thunderbird 1.0.2 (211/20050404) 
X-Accept—-Language: en-us, en 
In-Reply-To: <dg31lnSolsl@www.netyaroze-europe. com> 


Greg Cook wrote: 
> Just wondering if anyone is still alive and visiting, would hate to see 
> Sony shut the site down.. I'm still working with my machine.. anyone else? 


I wish I could say yes... 


> On a side note, anyone heard anything about a yaroze for PSP? 


I wish I could say yes... 


pal 
-—-MESSAGE FILE 10477 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009205 


——MESSAGE FILE 10478 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009206 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are we alive? 

Date: Mon, 12 Sep 2005 18:21:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <dg4eveSols4@www.netyaroze-europe. com> 

References: <dg31llnSolsl@www.netyaroze-europe.com> 
NNTP-Posting-Host: host81-156-135-136.range81-156.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2800.1441 


Alive checking group now and again but aint got the time 
Pete. 


"Greg Cook" <gcook@mailsnare.com> wrote in message 
news:dg31lnSolsl@www.netyaroze-europe.com... 

> Just wondering if anyone is still alive and visiting, would hate to see 
Sony shut the site down.. I'm still working with my machine.. anyone else? 


> 
> 
> On a side note, anyone heard anything about a yaroze for PSP? 
> 


—-MESSAGE FILE 10478 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009206 


——MESSAGE FILE 10479 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009207 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Win XP Update 

Date: Wed, 05 Oct 2005 10:01:39 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <dhus5h$5jpl@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.167.226.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 
X-Accept—-Language: en-us, en 


Hey guys. 
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ive spent a bit of time trying to put together a working compiler for 
windows XP. I believe i have this now working ok.. ive recompiled the 
original gcc 2.7.2 source that sony gave us , and compiled the latest 
binutils to target our Mips-Ecoff platform. Ive tried to test what ive 
compiled on the sony test code and also from one or two downloaded 
programs from the yaroze members site. but could someone try and build 
one of there games and see if it runs as expected on a psx? my gear is 
packed away so cant test the final builds 


The source can be downloaded here.. 
http://www.netyaroze-europe.com/~mrhaboobi/ftp/GNU.zip 


Just copy over your old GNU/BIN folder. ( of course be smart and keep 
your old version aside. ) 


This i believe can be placed anywhere on any drive. just make sure you 
have the path adjusted in your djsetup.bat file ( found in your PSX 
folder ). 


Im interested to know if this works.. i get a warning every now and then 
with the linker. not sure why, gcc seems to build fine so perhaps i 
have something slightly off with the Linker or maybe gcc 2.7.2 isnt 
fully compatible with the latest binutils ( in which case i'll try and 
older version).. 


This has been a nightmare learning how to compile and cross compile, ive 
never done this sort of thing before. so i hope it works :) 


Cheers 
—-MESSAGE FILE 10479 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009207 


—--MESSAGE FILE 10480 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009208 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win XP Update 

Date: Wed, 5 Oct 2005 20:31:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <dilb8hS$5jp2@www.netyaroze-europe. com> 

References: <dhus5h$5jpl@www.netyaroze-europe.com> 
NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2527 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2900.2527 
X-RFC2646: Format=Flowed; Response 


> This has been a nightmare 
Hi Greg. I can imagine! 
I'll take a look this weekend and see if I can compile my stuff. 


Derek 


—-MESSAGE FILE 10480 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009208 


—--MESSAGE FILE 10481 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009209 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Are we alive? 

Date: Sat, 8 Oct 2005 17:23:53 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <di8tc3$8b61@www.netyaroze-europe. com> 
References: <dg31lnSolsl@www.netyaroze-europe.com> <dg4eveSols4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


Alive, and no I got the internet again checking here. but i not got the old 
yaroze with me. 
Too busy with my 3rd year project : ( 


Chris 


"Peter Dollochan" <ezoray@btinternet.com> wrote in message 
news: dg4eveSols4@www.netyaroze-europe.com... 
Alive checking group now and again but aint got the time 


v 


> 

> Pete. 

> 

> "Greg Cook" <gcook@mailsnare.com> wrote in message 

> news:dg31lnSolsl@www.netyaroze-europe.com... 

>> Just wondering if anyone is still alive and visiting, would hate to see 
>> Sony shut the site down.. I'm still working with my machine.. anyone 

>> else? 

>> 


>> On a side note, anyone heard anything about a yaroze for PSP? 


—-MESSAGE FILE 10481 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009209 


—--MESSAGE FILE 10482 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009210 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win XP Update 

Date: Sun, 9 Oct 2005 18:57:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <dibn8eS8b62@www.netyaroze-europe. com> 

References: <dhusSh$5jpl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2527 
X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2900.2527 
X-RFC2646: Format=Flowed; Original 


Greg, I tried compiling Sony's dinosaur demo with your compiler and got 
this: 


gcc -O3 -g c -o main.o main.c 

gcc -03 -g c -Օ control.o control.c 
gcc -Օ3 -g c -o mime.o mime.c 

gcc -O3 -g c -o snd.o snd.c 


gcc main.o control.o mime.o snd.o —-Xlinker -Ttext -Xlinker 80163000 -o main 
e:\gnu\bin/ld.exe: warning: cannot find entry symbol start; defaulting to 
801e30 

00 

strip main 

c:\gnu\bin/strip.exe: main: File format not recognized 
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make.exe: *** [main] Error 1 


I tried running it and got some text output to PSComUtil but it crashed 
before displaying anything. 


I then tried compiling the demo with Graeme Evans' gcc 2.8.1. and it worked 
fine. This is all on XP SP2. Perhaps it's worth asking Graeme for advice? 


Regards 
Derek 


"Greg Cook" 


<gcook@mailsnare.com> wrote in message 


news: dhus5h$5jpl@www.netyaroze-europe.com... 


> Hey guys. 


ive spent 


Just copy 


folder ). 


something 


version).. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


Cheers 


a bit of time trying to put together a working compiler for 


windows XP. I believe i have this now working ok.. ive recompiled the 
original gcc 2.7.2 source that sony gave us , and compiled the latest 
binutils to target our Mips-Ecoff platform. Ive tried to test what ive 
compiled on the sony test code and also from one or two downloaded 
programs from the yaroze members site. but could someone try and build 
one of there games and see if it runs as expected on a psx? my gear is 
packed away so cant test the final builds 


The source can be downloaded here.. 


http: //www.netyaroze-europe.com/~mrhaboobi/ftp/GNU.zip 


over your old GNU/BIN folder. ( of course be smart and keep your 


old version aside. ) 
This i believe can be placed anywhere on any drive. just make sure you 


have the path adjusted in your djsetup.bat file ( found in your PSX 


Im interested to know if this works.. i get a warning every now and then 
with the linker. not sure why, gcc seems to build fine so perhaps i have 


slightly off with the Linker or maybe gcc 2.7.2 isnt fully 


compatible with the latest binutils ( in which case i'll try and older 


This has been a nightmare learning how to compile and cross compile, ive 
never done this sort of thing before. so i hope it works :) 


—-MESSAGE FILE 10482 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009210 


—-MESSAGE FILE 10483 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009211 
Path: chuka. 


playstation.co.uk!news 


From: Greg Cook <gcook@mailsnare.com> 


Newsgroups: 
Subject: Re: 


scee.yaroze.freetalk.english 
Win XP Update 


Date: Mon, 10 Oct 2005 09:24:32 +1300 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 17 
Message-ID: 
References: 
. com> 


<dibvrr$8b65@www.netyaroze-europe.com> 
<dhus5h$5jp1@www.netyaroze-europe.com> <dibn8eS8b62@www.netyaroze-europe 


NNTP-Posting-Host: 203.167.226.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 


X-Accept-Language: en-us, en 


In-Reply-To: 


<dibn8eS8b62@www.netyaroze-europe.com> 


Net Yaroze newsgroups message dump.txt Page 


Thanks Derek. 


strip is part of binutils, which is seperately built from the gcc 
compiler. the gcc compiler was easier to build as i used sonys default 
configs. The binutils was more of an exducated guess, trying to compile 
it for mips. 


Ive uploaded a new version of strip, i may have not given you the newest 
one.. Can you download it, and put it into your gnu dir and try a 
rebuild. The linker warning was expected and i wanted to know if the 
code would run even with the linker error. 


As for Graeme, ive tried to contact him and have not been able to get a 
reply. i assume hes busy or not at the same email address. 


Cheers 
Greg 


7013 


—-MESSAGE FILE 10483 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009211 


--MESSAGE FILE 10484 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009212 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Win your own dev studio 

Date: Thu, 27 Oct 2005 12:00:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <djqdcs$g7j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.10) Gecko/2005071 


6 Thunderbird/1.0.6 Mnenhy/0.7 
X-Accept—-Language: en-us, en 


Hi guys, 


I seen this on the Eurogamer website: 
http://www.eurogamer.net/article.php?article_id=61419 


Looks like something interesting, I'll see what more I can find out. 
Failing that, the site should launch November 15th. 


Later, 
James 


—-MESSAGE FILE 10484 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009212 


——MESSAGE FILE 10485 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009213 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: The industry 

Date: Fri, 4 Nov 2005 01:54:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <dkegjo$1q91@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Hey all. 
I'm now in my last year of uni, which scarily means I now have to start 
looking for places to work. 
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I was just wondering how you would suggest I go about finding jobs? The uni 
careers service is useless when it comes to anything even slightly computer 
science related, let alone the games industry! 

While I'm here, how is everyone elses careers going these days? 


Cheers, Chris 


-—-MESSAGE FILE 10485 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009213 


—-MESSAGE FILE 10486 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009214 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The industry 

Date: Fri, 4 Nov 2005 12:22:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <dkflcp$l1q92@www.netyaroze-europe.com> 

References: <dkegjo$l1q91@www.netyaroze-europe. com> 
NNTP-Posting-Host: host86-133-104-218.range86-133.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Hi Chris, 


Aavark Swift http://www.aswift.com/ are generally thought to be the best 
games agency around. They got me a couple of interviews. Also, Edge magazine 
(if it's still around) has quite a few adverts in the back. 


As for my career, well I left the industry to try something different in 
2003 after 5 five great years at Codemasters. 


Good luck! 
-ՔԲո 


— = === Original Message ----- 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Sent: Friday, November 04, 2005 1:54 AM 

Subject: The industry 


Hey all. 

I'm now in my last year of uni, which scarily means I now have to start 
looking for places to work. 

I was just wondering how you would suggest I go about finding jobs? The uni 
careers service is useless when it comes to anything even slightly computer 
science related, let alone the games industry! 

While I'm here, how is everyone elses careers going these days? 


Cheers, Chris 


-—-MESSAGE FILE 10486 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009214 


——MESSAGE FILE 10487 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009215 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: The industry 
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Date: Fri, 4 Nov 2005 14:32:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <dkft0nS$lq93@www.netyaroze-europe. com> 
References: <dkegjo$lq91l@www.netyaroze-europe.com> <dkflcp$lq92@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


Wow, thanks Ben, a great link!! Not sure how I failed to find that! 

Has some great stuff for gaming CV's too - and it mentions Yaroze ;) Always 
a favourite. 

Will have to tweek what I have and send it over in Janurary. 


What are you doing instead now? 
Chris 
"Ben James" <meep42@clara.co.uk> wrote in message 


news: dkflcp$l1q92@www.netyaroze-europe.com... 
> Hi Chris, 


> 

> Aavark Swift http://www.aswift.com/ are generally thought to be the best 
> games agency around. They got me a couple of interviews. Also, Edge 

> magazine 

> (if it's still around) has quite a few adverts in the back. 

> 

> As for my career, well I left the industry to try something different in 
> 2003 after 5 five great years at Codemasters. 

> 

> Good luck! 

> -Ben 

> 

> 

> 

> 

Si aioe Original Message ----- 

> From: "Chris Wallace" <chrisw1337@btinternet.com> 

> Newsgroups: scee.yaroze.freetalk.english 

> Sent: Friday, November 04, 2005 1:54 AM 

> Subject: The industry 

> 

> 

> Hey all. 

> I'm now in my last year of uni, which scarily means I now have to start 
> looking for places to work. 

> I was just wondering how you would suggest I go about finding jobs? The 
> uni 

> careers service is useless when it comes to anything even slightly 

> computer 

> science related, let alone the games industry! 

> While I'm here, how is everyone elses careers going these days? 

> 

> Cheers, Chris 

> 

> 

> 


-—-MESSAGE FILE 10487 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009215 


—-MESSAGE FILE 10488 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009216 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: 3rd Year Project Reseach - please help!!! 


Net Yaroze newsgroups message dump.txt Page 


Date: Thu, 10 Nov 2005 06:40:50 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <dl05qiSr431@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Hey all, I'm working on my 3rd Year Project at uni now and its based on 
computer science related stuff to do with games production. Sorry about the 
nasty description, its been one of those days! 

As a sort of 'carrier' for this I am making a 3d racing game made in the 
style of Micromachines..... 

so I guess you could call it a kind of Drum 'n' Race 2 realy! 


Anyway, for the research part of it I would like to know how real companies 
go about doing stuff; 

the main thing would be: How do companies go about creating code for more 
than one platform? 

Do all consols provide a version of GCC that makes porting easier? or is it 
all macro based so you have different code for each? 


Any help on this would be realy realy appreciated! 


Other things im interested in would be: how comercial racing games define a 
"race track' in code. 

Methods used in network code, client server, peer to peer etc. 

Collision methods most commonly used in 3D games. 


For anyone interested in seeing the project as it progresses I will probably 
be putting stuff online about it. 


Thanks 
Chris 


7016 


—-MESSAGE FILE 10488 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009216 


--MESSAGE FILE 10489 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009217 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3rd Year Project Reseach - please help!!! 
Date: Fri, 11 Nov 2005 12:08:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <dl21cl$rt22@www.netyaroze-europe. com> 
References: <dl105qiSr431@www.netyaroze-europe. com> 
NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 


User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 


3 Thunderbird/1.0.7 Mnenhy/0.7 
X-Accept—-Language: en-us, en 
In-Reply-To: <dl05qiS$r431@www.netyaroze-europe. com> 


Hi Chris, 
I think most developers abstract the game mechanics from the specific 


platform mechanics. So parts of the renderer are similar and other 
parts; lower level are written independantly for the target platform. 


The problem is more than just the code, as assets need to be optimised 
for the target platform. For example, the graphical capabilities ona 
technical level are different between Xbox, PS2 and PSP. Have a look at 
COLLADA (http://collada.org) for more information. 
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Also with regard to target compilation, you maybe basing your question 

of "Do all consoles start with GCC?" from your Net Yaroze experience. If 

you think about that one a little bit more, Xbox and Xbox360 will both 

be using Direct X. 

—-MESSAGE FILE 10489 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009217 


——MESSAGE FILE 10490 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009218 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3rd Year Project Reseach - please help!!! 

Date: Sun, 13 Nov 2005 12:34:24 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <dl7btjSrt23@www.netyaroze-europe.com> 

References: <dl05qiSr431@www.netyaroze-europe.com> <d1l21clSrt22@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


Thanks for the quick reply James, you've been a big help!!! :) 
Chris 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news:d121cl$rt22@www.netyaroze-europe.com... 
> Hi Chris, 


I think most developers abstract the game mechanics from the specific 
platform mechanics. So parts of the renderer are similar and other parts; 
lower level are written independantly for the target platform. 


The problem is more than just the code, as assets need to be optimised for 
the target platform. For example, the graphical capabilities on a 
technical level are different between Xbox, PS2 and PSP. Have a look at 
COLLADA (http://collada.org) for more information. 


Also with regard to target compilation, you maybe basing your question of 

"Do all consoles start with GCC?" from your Net Yaroze experience. If you 

think about that one a little bit more, Xbox and Xbox360 will both be 

using Direct X. 

-—-MESSAGE FILE 10490 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009218 


VVVVVVVVVVVV VV 


——MESSAGE FILE 10491 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009219 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Siocons under Linux 

Date: Mon, 14 Nov 2005 20:16:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <dlanpsSigu2@www.netyaroze-europe. com> 
NNTP-Posting-Host: amarseille-153-1-50-244.w86-200.abo.wanadoo.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 
X-Accept—-Language: en-us, en 


I'm trying to switch entirely from Windows to Linux. I found an adapted 
Siocons here: 
http://www.identicalsoftware.com/yaroze/ 


Net Yaroze newsgroups message dump.txt Page 7018 


Has anybody tried it? I don't know much about Linux, and I think I may 
have some serial port configuration to do, because the communication 
between the PC and the Yaroze starts properly, but the size and address 
received by the Yaroze are systematically wrong. I tried 9600 as well as 
115200 bauds. 


What makes me think it's a configuration problem is that the error is 
always precisely the same (if the speed is the same)---for instance, 
Siocons will say it's sending data to 80090000, but the Yaroze says it's 
putting it at FF800900; or when sending data to 800A0000, it arrives at 
FF800A00. 


My serial port seems to otherwise work OK (tested with a graphics 
tablet, under Linux). 


Any ideas? 
—-MESSAGE FILE 10491 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009219 


——MESSAGE FILE 10492 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009220 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Tue, 15 Nov 2005 01:43:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <dlbednSigu4@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe. com> 

NNTP-Posting-Host: spri-ward1l-6-0-cust65.bagu.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.7.11) Gecko/20050729 
X-Accept—-Language: en-us, en 

In-Reply-To: <dlanpsSigu2@www.netyaroze-europe. com> 


hilippe Lorin wrote: 

I'm trying to switch entirely from Windows to Linux. I found an adapted 
Siocons here: 

http://www.identicalsoftware.com/yaroze/ 


Has anybody tried it? I don't know much about Linux, and I think I may 
have some serial port configuration to do, because the communication 
between the PC and the Yaroze starts properly, but the size and address 
received by the Yaroze are systematically wrong. I tried 9600 as well as 
115200 bauds. 


What makes me think it's a configuration problem is that the error is 
always precisely the same (if the speed is the same)---for instance, 
Siocons will say it's sending data to 80090000, but the Yaroze says it's 
putting it at FF800900; or when sending data to 800A0000, it arrives at 
FF800A00. 


P 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> My serial port seems to otherwise work OK (tested with a graphics 
> tablet, under Linux). 

> 
> 


Any ideas? 


I tried it and got the same problem as you. It also seems a bit 
unstable to me (running Slackware 9.0 kernel 2.4.20 here, if that makes 
any difference) 


PSComUtil and CodeWarrior work under Wine (http://www.winehq.com) if 
that's any help. Perhaps the Yaroze GCC will also work, but i've not 
tried it myself. TIMUtil/TIMTool also work. 


I prefer siocons (the DOS version) to PSComUtil, but i've never had it 
working properly under wine - then again I haven't spent much time 
trying to make it work, and wine has been updated since then. 
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If you decide to build Wine from source, i've not had much luck with 
getting 0.9.1 to build, but 0.9 builds OK for me, you might have better 
luck though. You can find 0.9 here: 


http://ibiblio.org/pub/linux/system/emulators/wine/ 


(The main site only seems to point to 0.9.1) There are a few prebuilt 
packages you could try too. 


Hope this helps 


Andy P 
—-MESSAGE FILE 10492 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009220 


--MESSAGE FILE 10493 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009221 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3rd Year Project Reseach - please help!!! 

Date: Wed, 16 Nov 2005 13:46:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <dlfd7tSigu5@www.netyaroze-europe. com> 

References: <dl05qiSr431@www.netyaroze-europe.com> <d121cl$rt22@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 217.18.16.10 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 


T 


> I think most developers abstract the game mechanics from the specific 
> platform mechanics. So parts of the renderer are similar and other parts; 
> lower level are written independantly for the target platform. 


Yeh definately. The places I know about tend to have a lead platform then 
several port teams that work on the others, rather than 1click>xbox to 
lclick>playstation builds all from the same source. Maybe I just know people 
at shoddy devcos? :) 


> Also with regard to target compilation, you maybe basing your question of 
> "Do all consoles start with GCC?" from your Net Yaroze experience. If you 
> think about that one a little bit more, Xbox and Xbox360 will both be 

> using Direct X. 

Hey, DX is an API James! You knew the oxboxes use Microsofts own C/C++ 
compilers. 


-—-MESSAGE FILE 10493 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009221 


—-MESSAGE FILE 10494 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009222 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: 3rd Year Project Reseach - please help!!! 

Date: Thu, 17 Nov 2005 08:54:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 103 

Message-ID: <dlhgc6$jod2@www.netyaroze-europe. com> 

References: <d1l05qiSr431@www.netyaroze-europe.com> <d121lcl$rt22@www.netyaroze-europe 
.com> <dlfd7tS$igu5@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 

X-Accept—-Language: en-us, en 

In-Reply-To: <dlfd7tSigu5@www.netyaroze-europe.com> 


Matt Verran wrote: 

>>I think most developers abstract the game mechanics from the specific 
>>platform mechanics. So parts of the renderer are similar and other parts; 
>>lower level are written independantly for the target platform. 

> 


Yeh definately. The places I know about tend to have a lead platform then 
several port teams that work on the others, rather than lclick>xbox to 
lclick>playstation builds all from the same source. Maybe I just know people 
at shoddy devcos? :) 


VVVVV 


> 

Is that not the old way it was done? 

If this were the process, I don't think EA could ship the new Harry 

Potter game on PS2, PSP, Xbox, GBA, DS, GC & PC all on the same launch date. 
I do understand that potentially the portable versions of the game could 
have been handed to a 2nd party developer for EA that would work very 
closely with the main team, thereby creating a game for an architecture 
that cannot be supported by the main asset toolchain. For example, 

creating the GBA version of the game. 


This is where communication with a devco such as EA or even Sega could 

give an in depth view on how they handle multiple platform development. 

You will most likely find that some developers are very pleased to 

provide information that can help in the education of potential talent 

for entry into the industry. 

> 

>>Also with regard to target compilation, you maybe basing your question of 
>>"Do all consoles start with GCC?" from your Net Yaroze experience. If you 
>>think about that one a little bit more, Xbox and Xbox360 will both be 
>>using Direct X. 

> 

> 

> Hey, DX is an API James! You knew the oxboxes use Microsofts own C/C++ 

> compilers. 

> 

Yeah, I know that, sometimes when I ramble I mix my thoughts together 

and it comes out confusing :) 

> 

—-MESSAGE FILE 10494 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009222 


——MESSAGE FILE 10495 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009223 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Manual versions 

Date: Mon, 28 Nov 2005 16:53:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <dmf925Sned2@www.netyaroze-europe. com> 
NNTP-Posting-—Host: AMarseille-153-1-27-7.w86-194.abo.wanadoo.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 
X-Accept—-Language: en-us, en 


Due to lack of space, I'm considering storing away my paper manuals. So 
I downloaded the manuals at: 
http://www.netyaroze-europe.com/yaroze/docs/main.htm 


Unfortunately, there are some weird inconsistencies between the pdf and 
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the paper version. And I cannot decide which version is better. The 
dates tell us nothing, as both versions include the mention "Published 
February 1997" (the pdf version has as meta-data: "Beta Release 1.1 - 
Apr 97", but there is no such meta-data available for the paper version 
of course). 


The description of the files on the download page says the pdf manuals 
are "updated". However, there are errors in them that do not appear in 
the paper version. Example: 


GsSPRITE: 
pdf, page 40: "g,b Display brightness for r, g, and b (normal 
brightness is 128)" (note how "r" is missing) 


paper, page 33: "r,g,b Brightness is set for each of r, g and b when 
they are displayed (Original brightness when it is 128)" 
I can't see how such errors would have been introduced. 


If it were for minor mistakes that you could correct without thought, I 

wouldn't worry, but sometimes it's more important stuff: 

GSCOORDINATE2 

paper, page 23: there is a field named "sub" which is not present in the 
pdf version (page 20). OK, it's "unused", but it still adds to the size 

of the struct. 


It's not easy to compare both versions thoroughly, because they do not 
have the same order. Maybe I'm worried about nothing; I hope so. 


So, which version is more reliable? Can I forget about the paper 
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version, or should I keep it at hand for double-checking in case of trouble? 
—-MESSAGE FILE 10495 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009223 


——MESSAGE FILE 10496 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009224 
Path: chuka.playstation.co.uk!news 
From: Philippe Lorin <palpalpalpal@gmail.com> 


Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Mon, 28 Nov 2005 17:08:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <dmf9t1lSned4@www.netyaroze-europe. com> 


. com> 

NNTP-Posting-Host: AMarseille-153-1-27-7.w86-194.abo.wanadoo.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 
X-Accept—-Language: en-us, en 

In-Reply-To: <dlbednSigu4@www.netyaroze-europe. com> 


Andrew Partington wrote: 

> PSComUtil and CodeWarrior work under Wine (http://www.winehq.com) if 
> that's any help. Perhaps the Yaroze GCC will also work, but i've not 
> tried it myself. TIMUtil/TIMTool also work. 


Thanks for the hint. However, I had no luck with PSCommUtil either. It's 
better, still: it only freezes while downloading the second part of the 
executable -- or is it always after a fixed amount of time/data? I 
haven't tried it with various programs though; I'll do that when I get 
some more time. 


I also tried Siocons with Wine, but got nothing at all (this is the 
first time I'm using Wine, so I may very well have missed something). 


I also tried HSSUtils for Linux, which does a bit like PsCommUtil: it 
seems to work, but it won't launch the program (using the switch meant 
for that -- sorry, I don't have the details of what I tried at hand). 


References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 


—-MESSAGE FILE 10496 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009224 
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——MESSAGE FILE 10497 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009225 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Mon, 28 Nov 2005 17:10:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <dmfaljSned5@www.netyaroze-europe.com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: AMarseille-153-1-27-7.w86-194.abo.wanadoo.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (X11/20051011) 

X-Accept-Language: en-us, en 

In-Reply-To: <dlbednSigu4@www.netyaroze-europe. com> 


Note: for HssUtils, I followed the instructions at: 
http://www.netyaroze-europe.com/~cbauer/yarlinux.html 

—-MESSAGE FILE 10497 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009225 


—-MESSAGE FILE 10498 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009226 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: C++ and an &... 

Date: Mon, 28 Nov 2005 19:15:21 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <dmfl0qSouvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


Hi again all! 
I decided to start work on my rule based AI and thought, to give my self 
somewhere to start from I could use one or two bits from Drum 'n' Race. 


Well I found the following line in there and I know what it does, and I know 
its what I need to be doing... but it wont compile in my new program. 


dir_diff=(((target_dir-direction) + (ONE/2) ) & (ONE-1) )-(ONE/2) ; 


The code is meant to return the difference between where the car is facing 
and where it should be facing. If its less that 0, turn left, greater than 
0, turn right. 

Problem is that the & throws up an exception and I don't blame it, as far as 
I know it gets an address! This line was given to me by James Herbert and I 
never questioned it, it worked so I was happy! 

I know that ONE has to be replaced with a full circle (assuming then that is 
2*PI) but the & I don't have a clue. 

Is there a simple way of getting this to work or do I have to get out the 
pen and paper and working it all out by hand? 


Cheers, Chris. 


—-MESSAGE FILE 10498 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009226 


—-MESSAGE FILE 10499 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009227 
Path: chuka.playstation.co.uk!news 
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From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: C++ and an &... 

Date: Tue, 29 Nov 2005 16:33:08 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <dmhvsmSouv2@www.netyaroze-europe. com> 
References: <dmfl0qSouvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 


Never mind, I worked out that its a bitwise AND... now just have to get it 
working =b 


Chris 
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—-MESSAGE FILE 10499 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009227 


--MESSAGE FILE 10500 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009228 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Tue, 29 Nov 2005 20:43:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <dmiemnSouv4@www.netyaroze-europe. com> 


-com> <dmf9t1l$ned4@www.netyaroze-europe. com> 

NNTP-Posting-Host: spri-ward1-6-0-cust65.bagu.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 


X-Accept-Language: en-us, en 
In-Reply-To: <dmf9tl$ned4@www.netyaroze-europe. com> 


Philippe Lorin wrote: 

> Andrew Partington wrote: 

> 

>> PSComUtil and CodeWarrior work under Wine (http://www.winehq.com) if 
>> that's any help. Perhaps the Yaroze GCC will also work, but i've not 
>> tried it myself. TIMUtil/TIMTool also work. 


Thanks for the hint. However, I had no luck with PSCommUtil either. It's 
better, still: it only freezes while downloading the second part of the 
executable -- or is it always after a fixed amount of time/data? I 
haven't tried it with various programs though; I'll do that when I get 
some more time. 


VVVVVVVV 


I don't get any problems with PSComUtil under wine freezing when trying 
to send programs/data across - could your executable be corrupted 
somehow, or perhaps you have a damaged or loose serial cable/port? I 
remember when I had my Yaroze connected up to my old shed of a laptop, 
serial comms were a bit unreliable - I found out eventually that the 
serial port was not holding the cable in properly and I had to balance 
stuff underneath the plug to get it working. 


From what you've written it sounds like you can connect and PSComUtil 
can see the Yaroze. If you can connect then this shouldn't make any 
difference, but try checking the ownership of /dev/ttySO (if your Yaroze 
is connected to coml) - PSComUtil will only connect for me if I own the 


References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 


User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.7.11) Gecko/20050729 
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device, ie: 

Տ 15 -1 /dev/ttyso 

Crw-rw---- 1 aparting uucp 4, 64 Nov 29 18:35 /dev/ttyS0 

works for me, but doesn't when root owns the port: 

Crw-rw---- 1 root uucp 4, 64 Nov 29 18:35 /dev/ttyS0 

Another thing you might want to check is if there are links to the 

serial port in your wine config directory (I can't remember if wine 
creates these for you): 


$ cd ~/.wine/dosdevices 


$ ls -l 
lrwxrwxrwx 1 aparting users 10 Feb 2 2005 coml -> /dev/ttyS0 
lrwxrwxrwx 1 aparting users 10 Feb 2 2005 com2 -» /dev/ttySl 


If they don't exist, you can create the link by doing this: 


$ ln -s /dev/ttySO coml 
$ ln -s /dev/ttySl com2 


> I also tried Siocons with Wine, but got nothing at all (this is the 
> first time I'm using Wine, so I may very well have missed somethino). 
> 


I've not managed to get it working under wine either - but I didn't try 
too hard since PSComUtil worked for me. 


I've just tried the binary version of dosemu (http://www.dosemu.org) and 
siocons works under that when you enable serial ports, but serial comms 
are *really* slow. If you want to try it then you'll need both 
dosemu-1.2.2-bin.tgz and dosemu-freedos-b9r5-bin.tgz, then modify 
dosemurc to enable serial support, then copy dosemurc to ~/.dosemure - I 
think i'll stick with PSComUtil for now. 


> I also tried HSSUtils for Linux, which does a bit like PsCommUtil: it 
> seems to work, but it won't launch the program (using the switch meant 
> for that -- sorry, I don't have the details of what I tried at hand). 


I built HSSUtils to try it out (and also built the cross compiler) - I 
found that unless I ran mipsel-ecoff-strip on the .pxe produced by the 
compiler it wouldn't launch, just as you describe. 


Hope that helps - if not, I could give your file a shot at this end, 
then you could determine if its a config problem or not. That's about 
all I can think of at the moment. 


Andy P 
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—-MESSAGE FILE 10500 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009228 


--MESSAGE FILE 10501 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009229 

Path: chuka.playstation.co.uk!news 

From: ncritten <ncritten@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win your own dev studio 

Date: Sat, 03 Dec 2005 22:29:14 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <dmté68eSsvpl@www.netyaroze-europe. com> 
References: <djqdcs$g7j2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-178-76-191.dsl.pipex.com 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <djqdcs$g7j2@www.netyaroze-europe. com> 


Did the website ever happen, couldn't find mention of one anywhere 


—-MESSAGE FILE 10501 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009229 


——MESSAGE FILE 10502 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009230 

Path: chuka.playstation.co.uk!news 

From: ncritten <ncritten@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: PS3 

Date: Sat, 03 Dec 2005 22:36:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <dmt616Ssvp2@www.netyaroze-europe. com> 
References: <8764vystp5.fsf@localhost.localdomain> 
NNTP-Posting-Host: 81-178-76-191.dsl.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <8764vystp5.fsf@localhost.localdomain> 


I would love to see a Yaroze 3 or Yaroze PSP, as long as it is closer to 
the Yaroze community and not like the PS2 Linux project, I think we are 
all more interested in creating games than a port of Firefox to the PS2. 


Something very much like the good old Yaroze would keep me very happy :) 
and away from trying to code for the PC :) 


Nigel 
—-MESSAGE FILE 10502 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009230 


--MESSAGE FILE 10503 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009231 

Path: chuka.playstation.co.uk!news 

From: ncritten <ncritten@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win your own dev studio 

Date: Sat, 03 Dec 2005 23:04:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <dmt8ahSsvp3@www.netyaroze-europe. com> 

References: <djqdcs$g7j2@www.netyaroze-europe.com> <dmt68eSsvpl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 81-178-76-191.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dmt68eSsvpl@www.netyaroze-europe. com> 


I found this its all in japanesse but running it through bablefish it 
looks like you need to be a resident of japan? 


http://www.playstation. jp/scej/yarouze/faq.html 
—-MESSAGE FILE 10503 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009231 


--MESSAGE FILE 10504 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009232 
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Path: chuka.playstation.co.uk!news 

From: ncritten <ncritten@mac.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: 2 techniques I need help with 
Date: Sun, 04 Dec 2005 00:12:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 


. com> 
Mime-Version: 1.0 


Content-Transfer-Encoding: 7bit 


X-Accept—-Language: en-us, en 


In-Reply-To: <coq0veSlspl@www.netyaroze-europe. com> 


How on earth did I miss this, thanks Ben thats great 


NNTP-Posting-Host: 81-178-76-191.dsl.pipex.com 


Content-Type: text/plain; charset=ISO-8859-1; 


Message-ID: <dmtcajSsvp4@www.netyaroze-europe. com> 
References: <cod111$jkf3@www.netyaroze-europe.com> <coq0veSlspl@www.netyaroze-europe 


format=flowed 


and almost exactly 1 year late replying to this :( 


Nigel 


Ben James wrote: 


sorry. 


My little demo is here 


Hope it's of some use! 
-Ben 


I can't get my head round. 
*Assume 2D hardware* 


lst the rotating tower effect in Nebulus, 


http://www.netyaroze-europe.com/~madmonk/ftp/neb.zip 


User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 


:) 


Hi Nigel, I got bored so made a little Nebulus spinny tower demo. 


is shockingly bad but gives the general idea. 
wobbliness of the original, yay! No idea about the scrolling road though, 


It even captures the 


"neritten" <Nigel@100tinsoldiers.com> wrote in message 
news:cod111$jkf3@www.netyaroze-europe.com.. 
There are a couple of techniques that have been used over the years that 


it would be easy in 3D but 
that wasn't available on the spectrum, c64 or even Amiga 


2nd the scrolling road that they used in poleposition which was flat, 


outrun which went up and down as well 


Any ideas? 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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The code 


—-MESSAGE FILE 10504 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009232 


--MESSAGE FILE 10505 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009233 
Path: chuka.playstation.co.uk!news 


Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Win your own dev studio 

Date: Sun, 04 Dec 2005 15:41:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 


.com> <dmt8ahSsvp3@www.netyaroze-europe. com> 


Mime-Version: 1.0 


Content-Type: text/plain; charset=ISO-8859-1; 


Content-Transfer-Encoding: 7bit 


From: Philippe Lorin <palpalpalpal@gmail.com> 


Message-ID: <dmuv7aStk2@www.netyaroze-europe. com> 
References: <djqdcs$g7j2@www.netyaroze-europe.com> <dmt68eSsvpl@www.netyaroze-europe 


NNTP-Posting-Host: AMarseille-153-1-11-233.w86-194.abo.wanadoo.fr 


format=flowed 
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User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 
X-Accept—-Language: en-us, en 
In-Reply-To: <dmt8ahSsvp3@www.netyaroze-europe. com> 


ncritten wrote: 

> I found this its all in japanesse but running it through bablefish it 
> looks like you need to be a resident of japan? 

> 

> http://www.playstation. jp/scej/yarouze/faq. html 

I remember reading somewhere that you need to live in Japan, although 
you do not need to be of Japanese nationality (had to google a bit, most 
sites only repeated the minimal info). However, seeing how 
Japanese-centric the official info is, I would expect the "studio" and 
co-workers to be in Japan and mostly Japanese, so you'd have to speak 
Japanese anyway. 


Why don't SCEA and SCEE (almost) ever run similar programs? Granted, 

Japan's culture has integrated videogames better than USA's or Europe's, 

so there is a higher proportion of Japanese people interested in 

videogames; but the difference in the number of residents should make up 

for it... Was the Yaroze such a failure here? 

—-MESSAGE FILE 10505 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009233 


--MESSAGE FILE 10506 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009234 

Path: chuka.playstation.co.uk!news 

From: ncritten <ncritten@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Win your own dev studio 

Date: Sun, 04 Dec 2005 16:21:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <dmv52mStk3@www.netyaroze-europe. com> 

References: <djqdcs$g7j2@www.netyaroze-europe.com> <dmt68eSsvpl@www.netyaroze-europe 
.com> <dmt8ahSsvp3@www.netyaroze-europe.com> <dmuv7aStk2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 81-178-84-133.dsl.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dmuv7aStk2@www.netyaroze-europe. com> 


Why don't SCEA and SCEE (almost) ever run similar programs? Granted, 
Japan's culture has integrated videogames better than USA's or Europe's, 
so there is a higher proportion of Japanese people interested in 
videogames; but the difference in the number of residents should make up 
for it... Was the Yaroze such a failure here? 


VVVVYV 


I think it would be a great idea, can't remember where I was reading it 
now but there aren't many actual British games coming out, if you think 
about the early 8bit 16bit days us Brits gave the world some fantastic 
games, trashman, head over heels, paradroid, uridium, jack the nipper, 
the list is almost endless, today I can't really think of any, the ones 
from Rare are probably the closest we get, everything has to be sold to 
the global market to get back the development cost, so no new ideas... 
we really need to have the backing of SCEE to actuall get some British 
games made again, not just games written in Britain there are quite a 
few of those but something British... 


Right lets tuck that soap box away for a minute. 


A Yaroze PSP or PS3 programme would be great, I can't see why a decent 
game couldn't be made on the PSP with a small team, the same size as the 
old 8bit or 16bit teams, I made a fairly decent PC game with mostly 2 
people :) http://www.100tinsoldiers.com/pages/manor.htm and thats the 
plug out of the way as well :) MattV is doing it by himself, a stable 
easy to code platform is all we need the PC is nice and powerful but you 
never know what you are going to be running on and that is what takes 
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extra time, a Yaroze PSP developed game could be half the price and 
still do well, and fall into the impulse buy bracket. 


I'm not sure the Yaroze was a failure over here, this is mentioned in 
another post but there are a lot of past yarozers in the industry now. 


Nigel 
-—-MESSAGE FILE 10506 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009234 


——MESSAGE FILE 10507 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009235 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Sun, 04 Dec 2005 23:18:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <dmvpr5$tk4@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1l$ned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
NNTP-Posting-Host: amarseille-153-1-11-233.w86-194.abo.wanadoo.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dmiemnSouv4@www.netyaroze-europe. com> 


Thank you for all the advice Andrew :) . It helped me make some progress. 


Andrew Partington wrote: 

> I don't get any problems with PSComUtil under wine freezing when trying 
> to send programs/data across - could your executable be corrupted 

> somehow, or perhaps you have a damaged or loose serial cable/port? I 

> remember when I had my Yaroze connected up to my old shed of a laptop, 
> 
> 
> 


serial comms were a bit unreliable - I found out eventually that the 
serial port was not holding the cable in properly and I had to balance 
stuff underneath the plug to get it working. 


I checked my exe and connection under Windows. I tried several programs, 
and each of my two serial ports. I can run a simple "hello world", as 
well as some small game, with PsComUtil under Wine (at 9600 bps). The 
halting problem seems to occur only after a certain amount of data has 
been uploaded (with Invs, at 9600 bps, it happens about at the same 
place as at 115200 bps). 


From what you've written it sounds like you can connect and PSComUtil 
can see the Yaroze. If you can connect then this shouldn't make any 
difference, but try checking the ownership of /dev/ttySO (if your Yaroze 
is connected to coml) - PSComUtil will only connect for me if I own the 
device, ie: 


Crw-rw---- 1 aparting uucp 4, 64 Nov 29 18:35 /dev/ttyS0 


> 

> 

> 

> 

> 

> 

> Տ 15 -1 /dev/ttyso 
> 

> 

> 

> works for me, but doesn't when root owns the port: 
> 
> 


crw-rw---- 1 root uucp 4, 64 Nov 29 18:35 /dev/ttyso0 


I checked that, and root owns the port. As some communication does 
happen, this is presumably not a problem. However, I notice that where 
you get "uucp" I get "dialout" -- I have no idea what this mean, but 
could it be a clue? 


> Another thing you might want to check is if there are links to the 
> serial port in your wine config directory (I can't remember if wine 
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> creates these for you): 

> 

> $ cd ~/.wine/dosdevices 

>S ¿LS = L 

> 

> lrwxrwxrwx 1 aparting users 10 Feb 2 2005 coml -> /dev/ttyS0 
> lrwxrwxrwx 1 aparting users 10 Feb 2 2005 com2 -» /dev/ttySl 


Ok, I checked that. 


I've just tried the binary version of dosemu (http://www.dosemu.org) and 
siocons works under that when you enable serial ports, but serial comms 
are *really* slow. If you want to try it then you'll need both 
dosemu-1.2.2-bin.tgz and dosemu-freedos-b9r5-bin.tgz, then modify 
dosemurc to enable serial support, then copy dosemurc to ~/.dosemurce - I 
think i'll stick with PSComUtil for now. 


VV V V V V 


I installed Dosemu and set the serial ports up. Siocons Degins the 
transmission but ends immediately with a "sync error". 


Btw there's an option to speed up the communications, I think it goes 
something like this: 

S_ports = "device /dev/ttyS1 fast" 

(see http://dosemu.sourceforge.net/docs/HOWTO/x246.html, and dosemu.conf) 


> I built HSSUtils to try it out (and also built the cross compiler) - I 
> found that unless I ran mipsel-ecoff-strip on the .pxe produced by the 
> compiler it wouldn't launch, just as you describe. 


Do you mean that you got HSSUtils to work provided you used 
mipsel-ecoff-strip? 


Next I'm going to try Kenny Millar's PsxComm (there are a lot of Siocons 
replacements out there!); I'll post my results here... 
(http://www.netyaroze-europe.com/~kmillar/) 

--MESSAGE FILE 10507 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009235 


——MESSAGE FILE 10508 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009236 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Mon, 05 Dec 2005 12:41:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <dn1916$tk6@www.netyaroze-europe.com> 

References: <dlanps$igu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1l$ned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
<dmvpr5S$tk4@www.netyaroze-europe. com> 

NNTP-Posting-Host: AMarseille-153-1-50-251.w86-200.abo.wanadoo.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dmvpr5S$tk4@www.netyaroze-europe. com> 


Philippe Lorin wrote: 

> Next I'm going to try Kenny Millar's PsxComm (there are a lot of Siocons 
> replacements out there!); I'll post my results here... 

> (http://www.netyaroze-europe.com/~kmillar/) 


I tried it; it works under Windows (Millenium here), but under Wine, the 

Yaroze just says "BINARY DATA TRANSFER - BWR" and everything freezes. 

—-MESSAGE FILE 10508 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009236 
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——MESSAGE FILE 10509 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009237 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Fri, 09 Dec 2005 15:59:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 134 

Message-ID: <dnc98uS$2e52@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1lSned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
<dmvpr5S$tk4@www.netyaroze-europe. com> 

NNTP-Posting-Host: spri-ward1l-6-0-cust65.bagu.broadband.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.7.12) Gecko/20050920 
X-Accept—-Language: en-us, en 

In-Reply-To: <dmvpr5S$tk4@www.netyaroze-europe. com> 


Philippe Lorin wrote: 


I checked my exe and connection under Windows. I tried several programs, 
and each of my two serial ports. I can run a simple "hello world", as 
well as some small game, with PsComUtil under Wine (at 9600 bps). The 
halting problem seems to occur only after a certain amount of data has 
been uploaded (with Invs, at 9600 bps, it happens about at the same 
place as at 115200 bps). 


VVVVVVVV 


It's a strange problem, and I just can't think what might be going wrong 
- for me, it pretty much just worked straight away at 115200 bps. What 
Linux distribution are you using? (I use Slackware 9.0 with a 2.4 
series kernel). I know it must be a pain at this stage but have you 
considered switching distributions? 


Is there anything in your XF86Config (or xorg.conf) file in /etc/X11 
that messes with the serial port, e.g. settings for serial mice or other 
stuff? If you do: 


$ less /etc/X11/XF86Config (or /etc/X11/xorg.conf), then when the file 
is displayed, type: 


/ttyso 


this will find anything with the string ttySO. Enter / on its own again 
to repeat the search (or just use your text editor of choice, I just 
find that less can be quicker to do stuff like that if you aren't going 
to edit anything) 


> 

>> From what you've written it sounds like you can connect and PSComUtil 
>> can see the Yaroze. If you can connect then this shouldn't make any 
>> difference, but try checking the ownership of /dev/ttySO (if your 

>> Yaroze is connected to coml) - PSComUtil will only connect for me if I 
>> own the device, ie: 

>> 

>> $ ls -1 /dev/ttyS0 

>> 

>> crw-rw---- 1 aparting uucp 4, 64 Nov 29 18:35 /dev/ttys0 

>> 

>> works for me, but doesn't when root owns the port: 

>> 

>> crw-rw---- 1 root uucp 4, 64 Nov 29 18:35 /dev/ttySso 

> 

> 

> I checked that, and root owns the port. As some communication does 

> happen, this is presumably not a problem. However, I notice that where 
> you get "uucp" I get "dialout" -- I have ոօ idea what this mean, but 
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> could it be a clue? 
> 


Possibly... I don't have a dialout group on my distribution so I 
couldn't say for certain. You could try changing it to uucp and see 
what happens (you can change it back easily enough if it doesn't work) 


as root (for coml): 
է chgrp uucp /dev/ttyso0 


As you say it shouldn't make any difference since you do get at least 
some comms working, but try changing the owner to your user ID. 


# chown <yourUserID> /dev/ttyS0 


If you're using a modem, you could try checking that the modem settings 
aren't interfering with things (but how, I don't know, sorry) 


Another thing to try (which may or may not make any difference, 
clutching at straws here): You can use this command to set the speed of 
your port to 115200 


# stty -F /dev/ttySO 115200 


>> I've just tried the binary version of dosemu (http://www.dosemu.org) 
>> and siocons works under that when you enable serial ports, but serial 
>> comms are *really* slow. If you want to try it then you'll need both 
>> dosemu-1.2.2-bin.tgz and dosemu-freedos-—b9r5-bin.tgz, then modify 

>> dosemurc to enable serial support, then copy dosemurc to ~/.dosemurc - 


>> I think i'll stick with PSComUtil for now. 

> 

> 

> I installed Dosemu and set the serial ports up. Siocons begins the 

> transmission but ends immediately with a "sync error". 

> 

> Btw there's an option to speed up the communications, I think it goes 
> something like this: 

> $_ports = "device /dev/ttyS1 fast" 

> (see http://dosemu.sourceforge.net/docs/HOWTO/x246.html, and dosemu.conf) 
> 


Yeah, I saw that option, it doesn't seem to have an effect for me 
though. I seem to remember reading somewhere that that "fast" option 
might only work with 2.6 kernels, but I can't find where I read that 
anywhere. Perhaps if I built it from source... 


> 
>> I built HSSUtils to try it out (and also built the cross compiler) - I 
>> found that unless I ran mipsel-ecoff-strip on the .pxe produced by the 
>> compiler it wouldn't launch, just as you describe. 

> 


Do you mean that you got HSSUtils to work provided you used 
mipsel-ecoff-strip? 


V V V V 


Yeah, I had to run mipsel-ecoff-strip over the file it produced for it 
to work with HSSUtils. This was when I built the code in the sample 
directory on the Yaroze PC CD (the fastsprite bouncy ball demo), which 
is pretty small anyway, i've not tried HSSUtils with anything else 
because I didn't figure out how to make it read auto files (and I was 
too lazy to write a script). So whether it fails for me when trying 
larger files, I couldn't say. 


> Next I'm going to try Kenny Millar's PsxComm (there are a lot of Siocons 
> replacements out there!); I'll post my results here... 
> (http://www.netyaroze-europe.com/~kmillar/) 
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PsxComm doesn't work for me either. 


The only thing I can think of for now is if you ask over at 
www.linuxquestions.org. If I think of anything else i'll post it here. 


Hope you get it sorted (and if not, there's always SDL/OpenGL to play with!) 


Andy P 
—-MESSAGE FILE 10509 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009237 


--MESSAGE FILE 10510 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009238 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Sat, 10 Dec 2005 03:02:28 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 146 

Message-ID: <dndgh2S2e53@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1lSned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
<dmvpr5S$tk4@www.netyaroze-europe.com> <dnc98u$2e52@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc3-with3-3-0-cust26.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 


I dont have my Yaroze with me, but if you havent solved it by the time I get 
home I might have a look to see if i can get it working. 
I'm running Fedora Core 3 with a 2.6 kernel. 


Chris 


"Andrew Partington" <andrew.partington90@ntlworld.com> wrote in message 
news: dnc98u$2e52@www.netyaroze-europe.com... 

> Philippe Lorin wrote: 

> 

>> 

>> I checked my exe and connection under Windows. I tried several programs, 
>> and each of my two serial ports. I can run a simple "hello world", as 
>> well as some small game, with PsComUtil under Wine (at 9600 bps). The 
>> halting problem seems to occur only after a certain amount of data has 
>> been uploaded (with Invs, at 9600 bps, it happens about at the same 

>> place as at 115200 bps). 


It's a strange problem, and I just can't think what might be going wrong 
- for me, it pretty much just worked straight away at 115200 bps. What 
Linux distribution are you using? (I use Slackware 9.0 with a 2.4 
series kernel). I know it must be a pain at this stage but have you 
considered switching distributions? 


Is there anything in your XF86Config (or xorg.conf) file in /etc/X11 
that messes with the serial port, e.g. settings for serial mice or other 
stuff? If you do: 


Տ less /etc/X11/XF86Config (or /etc/X11/xorg.conf), then when the file 
is displayed, type: 


/ttyso 


this will find anything with the string ttySO. Enter / on its own again 
to repeat the search (or just use your text editor of choice, I just 
find that less can be quicker to do stuff like that if you aren't going 
to edit anything) 


VVVVVVVVVVVVVVV VV VV 
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> 

> 

>> 

>>> From what you've written it sounds like you can connect and PSComUtil 
>>> can see the Yaroze. If you can connect then this shouldn't make any 
>>> difference, but try checking the ownership of /dev/ttySO (if your 

>>> Yaroze is connected to coml) - PSComUtil will only connect for me if I 
>>> own the device, ie: 

>>> 

>>> $ ls -1l /dev/ttys0 

>>> 

>>> crw-rw---- 1 aparting uucp 4, 64 Nov 29 18:35 /dev/ttyS0 

>>> 

>>> works for me, but doesn't when root owns the port: 

>>> 

>>> crw-rw---- 1 root uucp 4, 64 Nov 29 18:35 /dev/ttyS0 

>> 

>> 


>> I checked that, and root owns the port. As some communication does 
>> happen, this is presumably not a problem. However, I notice that where 


>> you get "uucp" I get "dialout" -- I have no idea what this mean, but 
>> could it be a clue? 
>> 


Possibly... I don't have a dialout group on my distribution so I 
couldn't say for certain. You could try changing it to uucp and see 
what happens (you can change it back easily enough if it doesn't work) 
as root (for coml): 


է chgrp uucp /dev/ttyso0 


As you say it shouldn't make any difference since you do get at least 
some comms working, but try changing the owner to your user ID. 


# chown <yourUserID> /dev/ttyS0 


If you're using a modem, you could try checking that the modem settings 
aren't interfering with things (but how, I don't know, sorry) 


Another thing to try (which may or may not make any difference, 
clutching at straws here): You can use this command to set the speed of 
your port to 115200 


# stty -F /dev/ttySO 115200 


VVVVVVVVVVVVVV VV VV VV VV VV 


I've just tried the binary version of dosemu (http://www.dosemu.org) 
and siocons works under that when you enable serial ports, but serial 
>>> comms are *really* slow. If you want to try it then you'll need both 
>>> dosemu-1.2.2-bin.tgz and dosemu-freedos-b9r5-bin.tgz, then modify 

>>> dosemurc to enable serial support, then copy dosemurc to ~/.dosemurc - 
>>> I think i'll stick with PSComUtil for now. 


VV WV 
VV v 
v v 


>> I installed Dosemu and set the serial ports up. Siocons Degins the 
>> transmission but ends immediately with a "sync error". 


>> Btw there's an option to speed up the communications, I think it goes 
>> something like this: 


>> S_ports = "device /dev/ttyS1 fast" 

>> (see http://dosemu.sourceforge.net/docs/HOWTO/x246.html, and dosemu.conf) 
>> 

> 

> Yeah, I saw that option, it doesn't seem to have an effect for me 

> though. I seem to remember reading somewhere that that "fast" option 

> might only work with 2.6 kernels, but I can't find where I read that 

> anywhere. Perhaps if I built it from source... 

> 

>> 

>>> I built HSSUtils to try it out (and also built the cross compiler) - I 


>>> found that unless I ran mipsel-ecoff-strip on the .pxe produced by the 
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>>> compiler it wouldn't launch, just as you describe. 

>> 

>> 

>> Do you mean that you got HSSUtils to work provided you used 
>> mipsel-ecoff-strip? 

>> 


v 


Yeah, I had to run mipsel-ecoff-strip over the file it produced for it 
to work with HSSUtils. This was when I built the code in the sample 
directory on the Yaroze PC CD (the fastsprite bouncy ball demo), which 
is pretty small anyway, i've not tried HSSUtils with anything else 
because I didn't figure out how to make it read auto files (and I was 
too lazy to write a script). So whether it fails for me when trying 
larger files, I couldn't say. 


VVVVVVVVV 


v 


>> Next I'm going to try Kenny Millar's PsxComm (there are a lot of Siocons 
>> replacements out there!); I'll post my results here... 
>> (http://www.netyaroze-europe.com/~kmillar/) 


> 

> PsxComm doesn't work for me either. 

> 

> The only thing I can think of for now is if you ask over at 

> www.linuxquestions.org. If I think of anything else i'll post it here. 
> 

> Hope you get it sorted (and if not, there's always SDL/OpenGL to play 
> with!) 

> 

> 

> 

> Andy P 


—-MESSAGE FILE 10510 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009238 


--MESSAGE FILE 10511 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009239 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Using Emulators for testing 

Date: Sat, 17 Dec 2005 11:27:25 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <dnvflh$69b2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 222-153-60-192.jetstream.xtra.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 
X-Accept—-Language: en-us, en 


Hey Guys. 


Just wondering if anyone here has successfully used an emulator to do 
testing when doing yaroze coding? If so could you provide details on 
what you used and how you set it up. 


Cheers 
—-MESSAGE FILE 10511 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009239 


--MESSAGE FILE 10512 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009240 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Using Emulators for testing 

Date: Sat, 17 Dec 2005 03:07:45 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <dnvvj0$69b3@www.netyaroze-europe. com> 
References: <dnvf1h$69b2@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpcl-with3-3-0-cust94.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Hi there, I appologise if this makes no sence but I did this once with 
epsxe. 

However i dont have the files needed anymore. You need a copy of libps.exe 
from your yaroze CD and combine.exe from... somewhere. There was also 
another patch file you needed if you were using codewarrior as otherwise it 
wouldn't recognise the controls at all. 


Also, when i tried it the latest version wouldnt work, i've not tried the 
new most recent but if it doesnt work at all try the oldest available and 
work your way up! You might get lucky!!!! 


good luck 
Chris 


"Greg Cook" <gcook@mailsnare.com> wrote in message 
news: dnvfl1h$69b2@www.netyaroze-europe.com... 


> Hey Guys. 

> 

> Just wondering if anyone here has successfully used an emulator to do 

> testing when doing yaroze coding? If so could you provide details on what 
> you used and how you set it up. 

> 

> Cheers 


—-MESSAGE FILE 10512 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009240 


--MESSAGE FILE 10513 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009241 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Mon, 19 Dec 2005 20:34:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <do721iS7mv2@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1lSned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
<dmvpr5S$tk4@www.netyaroze-europe.com> <dnc98u$2e52@www.netyaroze-europe. com> 
NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dnc98u$2e52@www.netyaroze-europe. com> 


Andrew Partington wrote: 


> What 

> Linux distribution are you using? (I use Slackware 9.0 with a 2.4 

> series kernel). I know it must be a pain at this stage but have you 
> considered switching distributions? 


I'm using Ubuntu with a 2.6.something kernel; but I may well switch soon 
-- I was already considering it for unrelated reasons. Maybe I'll play 
safe and get the same distro as you (although I think I do need a 2.6 
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kernel, but I can't remember why). Unless other people have positive 

experience of a Yaroze working with something else? I don't care much 
about my choice of distro; I just want something simple that works, I 
don't like getting my hands dirty in the system anyway. 


> Is there anything in your XF86Config (or xorg.conf) file in /etc/X11 
> that messes with the serial port, e.g. settings for serial mice or other 
> stuff? 


I have a graphics tablet, but it's not on the same port. Other than 
that, nothing... 

<snip> 

> # stty -F /dev/ttyS0O 115200 

I tried all your suggestions, but no luck : ( 

>i've not tried HSSUtils with anything else 

> because I didn't figure out how to make it read auto files (and I was 
> too lazy to write a script). 

I didn't either, I'm not sure it can read auto files; I downloaded my 


files "by hand". 


> Hope you get it sorted (and if not, there's always SDL/OpenGL to play with!) 


Thanks for your help. If I install Slackware I'll come back to bug you 

and everybody here ;) . 

—-MESSAGE FILE 10513 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009241 


--MESSAGE FILE 10514 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009242 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Siocons under Linux 

Date: Mon, 19 Dec 2005 20:35:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <do723kS7mv3@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1lSned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
<dmvpr5S$tk4@www.netyaroze-europe.com> <dnc98u$2e52@www.netyaroze-europe.com> <dndgh2 
$2e53@www.netyaroze-europe. com> 

NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dndgh2$2e53@www.netyaroze-europe.com> 


Chris Wallace wrote: 

> I dont have my Yaroze with me, but if you havent solved it by the time I get 
> home I might have a look to see if i can get it working. 

> I'm running Fedora Core 3 with a 2.6 kernel. 


That would be nice :) . Problem not solved yet, any info welcome! 
—-MESSAGE FILE 10514 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009242 


——MESSAGE FILE 10515 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009243 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Siocons under Linux 

Date: Tue, 20 Dec 2005 14:03:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <do8vehS7mv4@www.netyaroze-europe. com> 

References: <dlanpsSigu2@www.netyaroze-europe.com> <dlbednSigu4@www.netyaroze-europe 
.com> <dmf9t1lSned4@www.netyaroze-europe.com> <dmiemnSouv4@www.netyaroze-europe. com> 
<dmvpr5S$tk4@www.netyaroze-europe.com> <dnc98uS$2e52@www.netyaroze-europe.com> <do721i 
S7mv2@www.netyaroze-europe. com> 

NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 

X-Accept—-Language: en-us, en 

In-Reply-To: <do721i$7mv2@www.netyaroze-europe. com> 


Philippe Lorin wrote: 
> I didn't either, I'm not sure it can read auto files; I downloaded my 
> files "by hand". 


Oops! Read "uploaded" instead of "downloaded". 
—-MESSAGE FILE 10515 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009243 


——MESSAGE FILE 10516 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009244 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Using Emulators for testing 

Date: Wed, 28 Dec 2005 22:43:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <dov4grSbkcl@www.netyaroze-europe. com> 

References: <dnvf1lh$69b2@www.netyaroze-europe.com> <dnvvj0$69b3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MIMEOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


Hi 


Combine is available here: 


http://www.netyaroze.pwp.blueyonder.co.uk/ftp/combine. zip 


Derek 


—-MESSAGE FILE 10516 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009244 


——MESSAGE FILE 10517 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009245 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Using Emulators for testing 

Date: Fri, 30 Dec 2005 12:33:04 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <dplrp5Sbkc2@www.netyaroze-europe. com> 

References: <dnvf1lh$69b2@www.netyaroze-europe.com> <dnvvj0$69b3@www.netyaroze-europe 
.com> <dov4gr$bkcl@www.netyaroze-europe. com> 

NNTP-Posting-Host: 222-153-60-192.jetstream.xtra.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
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Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.3) Gecko/20040910 
X-Accept—-Language: en-us, en 

In-Reply-To: <dov4grSbkcl@www.netyaroze-europe. com> 


Derek da Silva wrote: 


> Hi 

> 

> Combine is available here: 

> 

> http://www.netyaroze.pwp.blueyonder.co.uk/ftp/combine. zip 
> 

> Derek 

> 

> 


Excellent thanks derek.. the version i found didnt have very good 
instructions and didnt seem to work correctly anyways :) 


Cheers 

Greg 

—-MESSAGE FILE 10517 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009245 


——MESSAGE FILE 10518 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009246 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Net Yaroze on NUON 

Date: Thu, 19 Jan 2006 14:51:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <dqo94qSse71@www.netyaroze-—europe. com> 
NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


Happy New Year! How is everyone? 


A bit of recent Yaroze-related news: Scott Cartier has completed and 
released his ports of Ben James' Katapila and PAL's Invs for NUON. Look 
here: 


http://www. dragonshadow.com/ 
http: //www.nuon-dome.com/ 


Scott, is the NUON port of Invs close enough that hiscores are comparable 
with the Yaroze version? 


Also, here's how to set up Graeme Evan's GNU 2.8.1 with Visual C++ 2005 
Express Edition: 


http://www.netyaroze.pwp.blueyonder.co.uk/vse.html 
http://msdn.microsoft.com/vstudio/express/visualc/ 


Derek 


—-MESSAGE FILE 10518 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009246 


——MESSAGE FILE 10519 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009247 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Net Yaroze on NUON 

Date: Thu, 19 Jan 2006 19:31:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <dqolvjSse73@www.netyaroze-europe. com> 
References: <dqo94qS$se71@www.netyaroze-europe. com> 
NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 
X-Accept—-Language: en-us, en 

In-Reply-To: <dqo94q$se71@www.netyaroze-europe. com> 


Derek da Silva wrote: 
> Scott, is the NUON port of Invs close enough that hiscores are comparable 
> with the Yaroze version? 


I seized the opportunity to tweak the game so that it is faster, more 
intense, and hopefully a little more fun (the beginning was sluggish. It 
still is, only less). Thus, scoring *is* harder. (This, coupled with the 
small expected number of players, made me decide not to include a score 
registration feature.) Please try and beat it, and let Scott know his 
efforts are appreciated! 


pal 
—-MESSAGE FILE 10519 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009247 


——MESSAGE FILE 10520 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009248 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Fri, 20 Jan 2006 01:43:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <dqpf61Sse74@www.netyaroze-europe. com> 

References: <dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpcl-with3-3-0-cust45.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


hey thats sweet =D 


Are any other games going to be ported? 
Would be good to see all of the yaroze classics given another chance :) 
Also, can NUON support multiplayer? and how do you control it? 


Chris 


"Philippe Lorin" <palpalpalpal@gmail.com> wrote in message 

news: dqolvj$se73@www.netyaroze-europe.com... 

> Derek da Silva wrote: 

>> Scott, is the NUON port of Invs close enough that hiscores are comparable 
>> with the Yaroze version? 


> 

> I seized the opportunity to tweak the game so that it is faster, more 

> intense, and hopefully a little more fun (the beginning was sluggish. It 
> still is, only less). Thus, scoring *is* harder. (This, coupled with the 
> small expected number of players, made me decide not to include a score 
> registration feature.) Please try and beat it, and let Scott know his 

> efforts are appreciated! 

> 

> pal 
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—-MESSAGE FILE 10520 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009248 


—--MESSAGE FILE 10521 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009249 

Path: chuka.playstation.co.uk!news 

From: "KMillar" <kenny.millar@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Mon, 23 Jan 2006 11:15:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <dr2dub$4j81@www.netyaroze-europe. com> 
References: <dqo94q$se71@www.netyaroze-europe. com> 
NNTP-Posting-Host: host-—87-240-144-154 .hi-velocity.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2527 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2527 
X-RFC2646: Format=Flowed; Response 


Excuse my Ignorance, but what is NUON ? 

—Kenny Millar 

"Derek da Silva" <tomaandi@blueyonder.co.uk> wrote in message 
news :dqo94q$se71@www.netyaroze-europe.com... 


> Happy New Year! How is everyone? 


A bit of recent Yaroze-related news: Scott Cartier has completed and 
released his ports of Ben James' Katapila and PAL's Invs for NUON. Look 
here: 


http://www. dragonshadow.com/ 
http://www.nuon-dome.com/ 


Scott, is the NUON port of Invs close enough that hiscores are comparable 
with the Yaroze version? 


Also, here's how to set up Graeme Evan's GNU 2.8.1 with Visual C++ 2005 
Express Edition: 


http://www.netyaroze.pwp.blueyonder.co.uk/vse.html 
http://msdn.microsoft.com/vstudio/express/visualc/ 


Derek 


VVVVVVVVVVVVV VV VV VV VV V 


—-MESSAGE FILE 10521 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009249 


—--MESSAGE FILE 10522 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009250 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Mon, 23 Jan 2006 14:22:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <dr21bn$j83@www.netyaroze-europe. com> 

References: <dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
.com> <dqpf61$se74@www.netyaroze-europe. com> 

NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 


User-Agent: 


Mozilla Thunderbird 1.0.7 (X11/20051011) 


X-Accept—-Language: en-us, en 
In-Reply-To: <dgqpf61Sse74@www.netyaroze-europe. com> 


Chris Wallace wrote: 
> Are any other games going to be ported? 


Scott said 


he's going to work on other things for now, but he will come 


back and add other games in the future. 


> Also, can NUON support multiplayer? and how do you control it? 


I think it 


supports two players, no more. Some Nuons actually support 


zero players, since they have everything *but* the controller ports! The 


controller 


If anybody 


is pretty standard N64-like. 


successfully runs the thing, I'd like to hear about it! 


—-MESSAGE FILE 10522 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009250 


--MESSAGE FILE 10523 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009251 


Path: chuka.playstation.co.uk!news 
From: Philippe Lorin <palpalpalpal@gmail.com> 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: Re: Net Yaroze on NUON 


Date: Mon, 


23 Jan 2006 14:31:59 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 12 
Message-ID: 
References: 
com> 


User-Agent: 


<dr21u5$j85@www.netyaroze-europe. com> 
<dqo94q$se71@www.netyaroze-europe.com> <dr2dub$j81@www.netyaroze-europe. 


NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 


Mozilla Thunderbird 1.0.7 (X11/20051011) 


X-Accept—-Language: en-us, en 
In-Reply-To: <dr2dub$j81@www.netyaroze-europe. com> 


KMillar wrote: 
> Excuse my Ignorance, but what is NUON ? 


Google will help cure your ignorance. Nuon is a kind of videogame 
platform with a "Trojan horse" economic model: a single chip intended to 
be included in DVD players by any hardware manufacturer interested; the 


chip takes 
videogames. 


care of regular DVD stuff, additionally allowing to play Nuon 
It failed (although one game, Tempest 3000, got a 9 from 


Edge and a bunch of hardcore fans). Some Nuon players can play homebrew 
games burnt on CD-R. 


See http://www.nuon-dome.com for a starting point. 
—-MESSAGE FILE 10523 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009251 


--MESSAGE FILE 10524 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009252 


Path: chuka.playstation.co.uk!news 
From: Scott Cartier <skah_t@dragonshadow.com> 


Newsgroups: 


scee.yaroze.freetalk.english 


Subject: Re: Net Yaroze on NUON 


Date: Mon, 


23 Jan 2006 09:51:59 -0800 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 31 
Message-ID: 
References: 


<dr356i$j87@www.netyaroze-europe. com> 
<dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
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-com> <dqpf61$se74@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <dgqpf61Sse74@www.netyaroze-europe. com> 


> Are any other games going to be ported? 


Yes, I hope so. As Philippe says I'm going to work on something else 
for now, but will revisit it after that. I'm glad there's interest! 
I'd love to get a whole ton of games ported. I have the source to Time 
Slip, but have been unable to get in touch with the programmer David 
Johnston. I did track down Mike Goatly, but he's lost contact with 
David too. 


Ben has a bunch of other games so I'll hit him up on some time. And I 
grabbed the source to every game I could from the member websites. 
Don't be surprised if I get in touch with you guys at some point :) 


> Also, can NUON support multiplayer? and how do you control it? 


Again, as Philippe says there are only two ports and even worse only two 
DVD models capable of playing the homebrew stuff actually have the 
ports. The N501 is common enough in the States, but the European N504 
is very rare, unfortunately. There's a hack to add controller ports to 
the more common N505. 


There's also an emulator, but I haven't heard anything from the creator 
in quite some time. I hope he picks it up again at some point. 


I've toyed with the idea of trying to hack one controller into two to 
enable four-player games. Give one axis of the analog stick and half 
the buttons to each player. I wish I had more time to devote to this 
kind of experimentation. 


Scott 
—-MESSAGE FILE 10524 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009252 


——MESSAGE FILE 10525 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009253 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Mon, 23 Jan 2006 23:22:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <dr3o0hm$j88@www.netyaroze-europe. com> 

References: <dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
.com> <dgqpf61S$se74@www.netyaroze-europe.com> <dr356i$j87@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpcl-with3-3-0-cust45.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


Well if your interested in BreakDown, i'm happy to let you at the code if 
you havent already found it! 

I'd never heard of NUON either, but any platform that could see yaroze games 
hitting a bigger market sounds like a great idea to me! 


Chris 
"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 


news:dr356i$j87@www.netyaroze-europe.com... 
>> Are any other games going to be ported? 
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Yes, I hope so. As Philippe says I'm going to work on something else for 


now, but will revisit it after that. I'm glad there's interest! I'd love 
to get a whole ton of games ported. I have the source to Time Slip, but 
have been unable to get in touch with the programmer David Johnston. I 


did track down Mike Goatly, but he's lost contact with David too. 


Ben has a bunch of other games so I'll hit him up on some time. And I 
grabbed the source to every game I could from the member websites. Don't 
be surprised if I get in touch with you guys at some point :) 


> Also, can NUON support multiplayer? and how do you control it? 


Again, as Philippe says there are only two ports and even worse only two 
DVD models capable of playing the homebrew stuff actually have the ports. 
The N501 is common enough in the States, but the European N504 is very 
rare, unfortunately. There's a hack to add controller ports to the more 
common N505. 


There's also an emulator, but I haven't heard anything from the creator in 
quite some time. I hope he picks it up again at some point. 


I've toyed with the idea of trying to hack one controller into two to 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


enable four-player games. Give one axis of the analog stick and half the 
buttons to each player. I wish I had more time to devote to this kind of 
experimentation. 

Scott 


—-MESSAGE FILE 10525 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009253 


——MESSAGE FILE 10526 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009254 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Mon, 23 Jan 2006 21:35:53 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <dr4efj$26n2@www.netyaroze-europe. com> 

References: <dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
.com> <dqpf61$se74@www.netyaroze-europe.com> <dr356i$j87@www.netyaroze-europe.com> Հ 
dr30hm$ j88@www.netyaroze-europe. com> 

NNTP-Posting-Host: c-—67-169-18-66.hsdl.ca.comcast.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 

X-Accept-Language: en-us, en 

In-Reply-To: <dr3o0hm$j88@www.netyaroze-europe. com> 


Hmm, might as well strike while the iron is hot! Is the version in your 
ftp area the latest? I'm grabbing as I type. Is Drum 'n' Race worth 
looking at too? 


I forgot to mention that I can only handle 2D games. Sprites only - no 
polygons. 


You should also know that NUON is effectively a dead platform. My old 


company, VM Labs, went bankrupt a few years ago. I'm still developing 
for it because I enjoy it so much. That said there is a loyal fan base 
of maybe a few dozen. If the emulator ever gets finished it would open 


things up tremendously. 
Scott 


Chris Wallace wrote: 
> Well if your interested in BreakDown, i'm happy to let you at the code if 
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> you havent already found it! 

> I'd never heard of NUON either, but any platform that could see yaroze games 
> hitting a bigger market sounds like a great idea to me! 
> 
> 


Chris 
—-MESSAGE FILE 10526 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009254 


——MESSAGE FILE 10527 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009255 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: "Aristocracy Tank Club" 

Date: Tue, 24 Jan 2006 14:50:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <dr5eva$26n3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 


22222222? 


"Aristocracy Tank Club" 


This is an impressive 3D tank combat game released back in 1998. It's well 
worth a look. There's also a nice website: 


http://www.tcc.pu-toyama.ac.jp/waza/katyu/ 
Instructions: 
Destroy your opponent's tank. 


circle button = select option. 
cross button = deselect / back. 


START button = pause game / select option. 


directional button = press to rotate your tank turret (when Ք1 is not held). 


Ք1 button = "Accele" button. Hold Rl and press the directional button to 
move. 
square button = "Shot" button. Hold for rapid fire. 


Counter Shot: press the square button twice in quick succession to repulse 
enemy shots. 


Cannon Buster: When Rl is not held and "OK" is displayed next to your tank, 
this powerful shot is charged and ready. Press square to fire. A timer next 
to your tank indicates the shot is charging. Charging is interrupted if 
square or R1 is pressed. 


Zero Distance: Tanks can not shoot when they are close to each other. In 
this situation, press square twice in quick succession to push away and 
temporily stun your opponent's tank. 


Download (self-extracting zip): 


http://www.tcc.pu-toyama.ac. jp/waza/archive/game/katyu/data/katyu.exe 


—-MESSAGE FILE 10527 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009255 
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--MESSAGE FILE 10528 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009256 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Aristocracy Tank Club" 

Date: Tue, 24 Jan 2006 15:12:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <dr5g8c$26n4@www.netyaroze-europe. com> 

References: <dr5eva$26n3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 


Download (self-extracting zip): 


http://www.tcc.pu-toyama.ac.jp/waza/archive/game/katyu/data/katyu.exe 


-—-MESSAGE FILE 10528 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009256 


—-MESSAGE FILE 10529 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009257 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Aristocracy Tank Club" 

Date: Tue, 24 Jan 2006 17:30:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <dr5kma$26n6@www.netyaroze-europe. com> 
References: <dr5eva$26n3@www.netyaroze-europe. com> 
NNTP-Posting-Host: cha92-3-81-56-41-107.fbx.proxad.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051011) 
X-Accept—-Language: en-us, en 

In-Reply-To: <dr5eva$2é6én3@www.netyaroze-europe. com> 


Derek da Silva wrote: 
> "Aristocracy Tank Club" 


Nice :) 


Btw, I used to have a bunch of Japanese Yaroze games, but I managed to 
delete them all somehow one day, and some of them I've been missing... 
If anybody either has links or can upload what they have, that would be 
great ՞՞ 


I remember, in particular, a game where you had to do the job of a 

processor. 

—-MESSAGE FILE 10529 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009257 


--MESSAGE FILE 10530 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009258 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Wed, 25 Jan 2006 16:59:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <dr8ascS$26n7@www.netyaroze-europe. com> 

References: <dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
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.com> <dqpf61Sse74@www.netyaroze-europe.com> <dr356i$j87@www.netyaroze-europe.com> Հ 
dr30hm$j88@www.netyaroze-europe.com> <dr4ef j$26n2@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpcl-with3-3-0-cust45.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 


Drum n Race is not finished and was a horibly inefficient excuse for code. 
Even the PSX emulators wouldn't run it! 

I think its the latest version on the ftp, if it isn't i dont have anything 
newer : ( 


Chris 


"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 
news: dr4efj$26n2@www.netyaroze-europe.com... 
> Hmm, might as well strike while the iron is hot! Is the version in your 


things up tremendously. 


Scott 


> ftp area the latest? I'm grabbing as I type. Is Drum 'n' Race worth 

> looking at too? 

> 

> I forgot to mention that I can only handle 2D games. Sprites only - no 
> polygons. 

> 

> You should also know that NUON is effectively a dead platform. My old 
> company, VM Labs, went bankrupt a few years ago. I'm still developing for 
> it because I enjoy it so much. That said there is a loyal fan base of 
> maybe a few dozen. If the emulator ever gets finished it would open 

> 

> 

> 

> 

> 


Chris Wallace wrote: 

> Well if your interested in BreakDown, i'm happy to let you at the code if 
>> you havent already found it! 

>> I'd never heard of NUON either, but any platform that could see yaroze 

>> games hitting a bigger market sounds like a great idea to me! 


v 


>> Chris 


--MESSAGE FILE 10530 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009258 


——MESSAGE FILE 10531 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009259 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: HELP! Year 5 Maths.... 

Date: Tue, 21 Feb 2006 23:47:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 87 

Message-ID: <dtg8tq$881@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpcl-with3-3-0-cust45.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Ok, I'm trying to make my cars avoid objects that nasty people leave in the 
middle of the track.... 


Of course the first step to avoiding objects is knowing that they are there, 
so I thought to myself: 

I have a target location and a current location, if I draw a line between 
the two I can test it with 

a collision sphere around objects and if they meet then I can deal with it.. 


Sounded good to me anyway - to make it a little more effiicient I check 
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first what the closest object is and then only check with that object, but I 
have tried it with testing all objects and I get the same result. 


Essentually, the cars seem to know what they are closest too, and as I am 
drawing to screen all collision boundarys (currently spheres) and the 
targeting lines I can see that they are intersecting.... but the code 
doesn't seem to notice. Below is the code.... if anyone can see any glaring 
errors it would be a big help!!! 


int closest=0; 
double dist=100000.0; 


for(int i=0;i<track->num_objects;i+t) 


{ 
//calculate distance between this car and object: 


double xdiff = (x - track->Objects[i]->x 


); 
double 24188 = (z - track->Objects[i]->z); 
double mag2 = (xdiff*xdiff)+(zdiff*zdiff); 
double mag = sqrt (mag2); 


if (mag < dist) 
í 

dist = mag; 
closest = i; 


) 


// we now know the closest object and its distance from us 
//move the target away from the close object, depending on HOW close the 
object is 


//we know which object is close, closest, so 
//check if it is in our way 


double x1 = x; 
double y1 = 10; 
double z1 = z; 


double x2 = targetx; 
double y2 = 10; 
double z2 = targetz; 


double x3 = track->Objects[closest]->x; 
double y3 = 10; 
double 23 = track->Objects[closest]->z; 


double r = track->Objects [closest] ->radius; 
double a = square(x2 - x1) + square(y2 - yl) + square(z2 - 21): 
double b = 2* ( (x2 - x1)* (x1 - x3) 
+ (y2 - yl)*(yl - y3) 
+ (z2 Հ z1)*(z1 - z3) ); 
double c square (x3) + square (y3) + 


square (23) + square (21) + 
square (71) + square(zl) - 
2* ( x3*x1l + y3*yl + z3*z1 ) - square (r); 


double answer = square(b) - (4 * a * c); 


if (answer >= 0) 


{ 
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printf ("Si 
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-—-MESSAGE FILE 10531 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009259 


--MESSAGE FILE 10532 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009260 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! Year 5 Maths.... 

Date: Wed, 22 Feb 2006 01:51:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 96 

Message-ID: <dtgg7aS3trl@www.netyaroze-europe. com> 
References: <dtg8tq$881@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpcl-with3-3-0-cust45.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


Ok ignore me, seems object-—>radius wasn't being populated across all objects 
properly..... Doh. 


Chris 


"Chris Wallace" <chriswl337@btinternet.com> wrote in message 

news: dtg8tq$881@www.netyaroze-europe.com... 

> Ok, I'm trying to make my cars avoid objects that nasty people leave in 
the middle of the track.... 


Of course the first step to avoiding objects is knowing that they are 
there, so I thought to myself: 

I have a target location and a current location, if I draw a line between 
the two I can test it with 

a collision sphere around objects and if they meet then I can deal with 
Lt. 


Sounded good to me anyway - to make it a little more effiicient I check 
first what the closest object is and then only check with that object, but 
I have tried it with testing all objects and I get the same result. 


Essentually, the cars seem to know what they are closest too, and as I am 
drawing to screen all collision boundarys (currently spheres) and the 
targeting lines I can see that they are intersecting.... but the code 
doesn't seem to notice. Below is the code.... if anyone can see any 
glaring errors it would be a big help!!! 


VVVVVVVVVVVV NP NP, VP NP VV V 


v 


int closest=0; 
double dist=100000.0; 


for(int i=0;i<track->num_objects;i++) 
{ 


//calculate distance between this car and object: 


double xdiff 
double zdiff 


(x — track->Objects[i]->x) 
(z - track->Objects[i]->z) 


` x 


double mag2 = (xdiff*xdiff)+(zdiff*zdiff) ; 
double mag = sqrt (mag2) ; 


if(mag < dist) 
{ 

dist = mag; 
closest = i; 


VVVVVVVVVVVVVVV VV VV 
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} 

} 

// we now know the closest object and its distance from us 

//move the target away from the close object, depending on HOW close the 


object is 


//we know which object is close, closest, so 
//check if it is in our way 


double xl = x; 
double yl = 10; 
double 21 = z; 


double x2 = targetx; 
double y2 = 10; 
double z2 = targetz; 


double x3 = track->Objects [closest] ->x; 
double y3 = 10; 
double 23 = track->Objects[closest]->z; 


double r = track->Objects [closest] ->radius; 
double a = square(x2 - x1) + square(y2 - yl) + square(z2 - 21): 
double b = 2* ( (x2 - x1)*(x1 - x3) 


Ի` (2 = cyt) (1. — ՅՅ) 
+. (227s 2I ZT = 23). Y 


double c = square(x3) + square(y3) + 
square (z3) + square (x1) + 
square (71) + square(zl) - 
2* ( x3*xl + y3*yl + z3*z1 ) - square(r); 
double answer = square(b) - (4 * a * c); 


if (answer >= 0) 


{ 


printf ("%i : Sf - EEEEEEK!!!!!!\n",closest, answer) ; 


} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 10532 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009260 


——MESSAGE FILE 10533 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009261 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! Year 5 Maths.... 

Date: Mon, 27 Feb 2006 14:33:51 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 121 

Message-ID: <dtv2f8S8bd2@www.netyaroze-europe. com> 

References: <dtg8tq$881@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 

In-Reply-To: <dtg8tq$881@www.netyaroze-europe. com> 


Hi Chris, 
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I've been working on something like this at work. 

An optimisation that may make a difference, is to remove the sqrt(), 
where you comparing the mag to dist, use mag2 < (dist * dist). 

I had done some research into the theory (its out there in plentiful 
supply), I also read up on some of the optimisations as I was 
considering my target platform as well. 

I then had a quick look at a link to MSDN, it had an article about 
Collision Detection with the following sample code: 


// Simple sphere test to start with 

BOOL bSphereTest ( CObject3D "օԵյ1, CObject3D "օԵյ2 ) 

{ 
D3DVECTOR relPos = obj1->prPosition - obj2->prPosition; 
float dist = relPos.x * relPos.x + 

relPos.y * relPos.y + 

relPos.z * relPos.z; 

float minDist = obj1->fRadius + ob j2->fRadius; 


return dist <= minDist * minDist; 


} 


You can also calculate if the vectors will intersect over a time, so you 
can calculate a collision in the future. 

Another optimisation is to break down the area you apply the test into a 
grid, thereby you only do the detections relevant to the sector. 


Hope this interests you... 


Regards, 
James 


Chris Wallace wrote: 


> Ok, I'm trying to make my cars avoid objects that nasty people leave in the 
> middle of the track.... 

> 

> Of course the first step to avoiding objects is knowing that they are there, 
> so I thought to myself: 

> I have a target location and a current location, if I draw a line between 

> the two I can test it with 

> a collision sphere around objects and if they meet then I can deal with it.. 
> 

> Sounded good to me anyway - to make it a little more effiicient I check 

> first what the closest object is and then only check with that object, but I 
> have tried it with testing all objects and I get the same result. 

> 

> Essentually, the cars seem to know what they are closest too, and as I am 

> drawing to screen all collision boundarys (currently spheres) and the 

> targeting lines I can see that they are intersecting.... but the code 

> doesn't seem to notice. Below is the code.... if anyone can see any glaring 
> errors it would be a big help!!! 

> 

> Sm a oe n 


int closest=0; 
double dist=100000.0; 


for(int i=0;i<track->num_objects;i+t) 
{ 


//calculate distance between this car and object: 


double xdiff = (x - track->Objects[i]->x 


); 
double zdiff = (z - track->Objects[i]->z); 
double mag2 = (xdiff*xdiff)+(zdiff*zdiff); 
double mag = sqrt (mag2); 


if(mag < dist) 
{ 

dist = mag; 
closest = i; 


VVVVVVVVVVVVVV VV VV VV 
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} 


// we now know the closest object and its distance from us 
//move the target away from the close object, depending on HOW close the 
object is 


//we know which object is close, closest, so 
//check if it is in our way 


double xl = x; 
double yl = 10; 
double 21 = z; 


double x2 = targetx; 
double y2 = 10; 
double z2 = targetz; 


double x3 = track->Objects[closest] ->x; 
double y3 = 10; 
double 23 = track->Objects[closest]->z; 


double r = track->Objects [closest] ->radius; 
double a = square(x2 - x1) + square(y2 - yl) + square(z2 - 21): 
double b = 2* ( (x2 - x1)* (xl - x3) 


+ (y2 - yl)*(yl - y3) 
+ (22 - 21)» (21 = 23) ); 


double c = square(x3) + square(y3) + 
square(z3) + square (xl) + 
square(yl) + square(zl) - 
2* ( x3*x1l + y3*yl + 23:21 ) - square(r); 
double answer = square(b) - (4 * a * c); 


if (answer >= 0) 


{ 
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printf ("51 


} 
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—-MESSAGE FILE 10533 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009261 


——MESSAGE FILE 10534 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009262 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Tile Based Maps Tutorials 

Date: Fri, 03 Mar 2006 10:48:44 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <du7pbk$18v1l@www.netyaroze-europe. com> 
References: <de0u4j$6021@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203.167.226.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 
X-Accept—-Language: en-us, en 

In-Reply-To: <de0u4j$6021@www.netyaroze-europe. com> 


Greg Cook wrote: 
> Hey Guys. 
> 
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I'm looking to do some tile based maps, i woundering if anyone has a 

good engine, or better still tutorial on how to create a good tile 

engine. Im needing to use this engine for both yaroze and Javascript work. 


Any links or help is appreciated. 


Cheers 


VVVVVVVV 


Anyone have any thoughts on this? 
—-MESSAGE FILE 10534 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009262 


——MESSAGE FILE 10535 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009263 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: HELP! Year 5 Maths.... 

Date: Tue, 7 Mar 2006 16:00:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <dukarlSo9pl@www.netyaroze-europe. com> 

References: <dtg8tq$881@www.netyaroze-europe.com> <dtv2f8S8bd2@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: cpcl-with3-3-0-cust45.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2180 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2180 


> An optimisation that may make a difference, is to remove the sqrt(), 
> where you comparing the mag to dist, use mag2 < (dist * dist). 


Good plan, I forgot about that! 


I actually have collision itself working quite well now, at least with 
bounding objects... 

My biggest problem is getting the cars to react to the collision ina 
realistic way. 


I'm not currently looking at that yet though as I'm still trying to make the 
car motion 
more realistic, proving harder than I thought! 


>You can also calculate if the vectors will intersect over a time, so you 
>can calculate a collision in the future. 


Will definatly have to look into that, see if it will work with what I 
already have. 
Cheers for the help! 


Chris 


—-MESSAGE FILE 10535 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009263 


——MESSAGE FILE 10536 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009264 

Path: chuka.playstation.co.uk!news 

From: mgarcia <mike@mgarcia.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Manual versions 

Date: Thu, 30 Mar 2006 23:45:53 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 48 

Message-ID: <e0gnjcSm7g2@www.netyaroze-europe. com> 

References: <dmf925Sned2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203-214-106-135.dyn.iinet.net.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 
X-Accept—-Language: en-us, en 

In-Reply-To: <dmf925$ned2@www.netyaroze-europe. com> 


Hi Philippe, 


Whao this old place is still going! 
Ahh I like books so I used to use the books.... however I used the pdf's 
to do searches.... I don't know which is the latest one... i would 


assume the pdf version is newer. 
anyway I hear the ps3 will be psl compatable too ;) 


all the best to everyone here !!!! 
Mike 


Philippe Lorin wrote: 

Due to lack of space, I'm considering storing away my paper manuals. So 
I downloaded the manuals at: 
http://www.netyaroze-europe.com/yaroze/docs/main.htm 


Unfortunately, there are some weird inconsistencies between the pdf and 
the paper version. And I cannot decide which version is better. The 
dates tell us nothing, as both versions include the mention "Published 
February 1997" (the pdf version has as meta-data: "Beta Release 1.1 - 
Apr 97", but there is no such meta-data available for the paper version 
of course). 


The description of the files on the download page says the pdf manuals 
are "updated". However, there are errors in them that do not appear in 
the paper version. Example: 


GsSPRITE: 
pdf, page 40: "g,b Display brightness for r, g, and b (normal 
brightness is 128)" (note how "r" is missing) 


paper, page 33: "r,g,b Brightness is set for each of r, g and b when 
they are displayed (Original brightness when it is 128)" 
I can't see how such errors would have been introduced. 


If it were for minor mistakes that you could correct without thought, I 

wouldn't worry, but sometimes it's more important stuff: 

GSCOORDINATE2 

paper, page 23: there is a field named "sub" which is not present in the 
pdf version (page 20). OK, it's "unused", but it still adds to the size 

of the struct. 


It's not easy to compare both versions thoroughly, because they do not 
have the same order. Maybe I'm worried about nothing; I hope so. 


So, which version is more reliable? Can I forget about the paper 

version, or should I keep it at hand for double-checking in case of 

trouble? 

—-MESSAGE FILE 10536 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009264 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


—--MESSAGE FILE 10537 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009265 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Manual versions 

Date: Sun, 2 Apr 2006 22:35:00 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <e0qcb1$Sns31@www.netyaroze-europe. com> 
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References: <dmf925Sned2@www.netyaroze-europe.com> <eQOgnjc$m7g2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: adsl-71-137-247-192.dsl.irvnca.pacbell.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2670 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2670 

X-RFC2646: Format=Flowed; Response 


> anyway I hear the ps3 will be psl compatable too ;) 


Hopefully it is. But, sooner or later my PS1 disks will become unusable, it 
will be very hard to find a replacement. What will be even more cool, is if 
they are remade on new media or made as some sort of a download via some 
sort of subscription or payment plan, similar to XBOX Live or whatever its 
called. 


Thanks, 
Shawn 


—-MESSAGE FILE 10537 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009265 


--MESSAGE FILE 10538 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009266 

Path: chuka.playstation.co.uk!news 

From: mgarcia <mike@mgarcia.org> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Rumor of hobby dev kits on Xbox 360 

Date: Fri, 07 Apr 2006 23:04:36 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <el5067Srab2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203-214-72-143.dyn.iinet.net.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.6) Gecko/20050319 
X-Accept—-Language: en-us, en 


Microsoft may be embracing indie game development. Maybe! 
Even references NY!!! 


http://arstechnica.com/journals/thumbs.ars/2006/3/23/3310 


Time will tell 

Mike 

—-MESSAGE FILE 10538 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009266 


—--MESSAGE FILE 10539 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009267 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Aristocracy Tank Club" 

Date: Sat, 22 Apr 2006 12:36:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <e2d4kq$4761@www.netyaroze-europe. com> 

References: <dr5eva$26n3@www.netyaroze-europe.com> <dr5kma$26n6@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 82-32-56-96.cable.ubr08.azte.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2869 

X-RFC2646: Format=Flowed; Response 
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> If anybody either has links or can upload what they have, that would be 
> great ^^ 


Hi Philippe 
http: //www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/ 


I've just rediscovered this large archive of SCEI Net Yaroze programs and 
games. Let me know if you find anything interesting! 


—-MESSAGE FILE 10539 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009267 


——MESSAGE FILE 10540 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009268 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rumor of hobby dev kits on Xbox 360 

Date: Wed, 26 Apr 2006 20:10:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <e2ogpv$77j41@www.netyaroze-europe. com> 
References: <el5067Srab2@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc2-with3-0-0-cust96.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2869 
X-RFC2646: Format=Flowed; Response 


Quick, run while we still can!!! 

j/k :D 

"mgarcia" <mike@mgarcia.org> wrote in message 
news:e15067Srab2@www.netyaroze-europe.com... 

> Microsoft may be embracing indie game development. Maybe! 


Even references NY!!! 


http://arstechnica.com/journals/thumbs.ars/2006/3/23/3310 


Time will tell 
Mike 


VV V V V V 


--MESSAGE FILE 10540 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009268 


——MESSAGE FILE 10541 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009269 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Net Yaroze on NUON 

Date: Fri, 28 Apr 2006 10:45:28 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <e2tkhk$b2m2@www.netyaroze-europe. com> 

References: <dqo94q$se71@www.netyaroze-europe.com> <dgolvj$se73@www.netyaroze-europe 
.com> <dqpf61$se74@www.netyaroze-europe.com> <dr356i$j87@www.netyaroze-europe.com> Հ 
dr30hm$ j88@www.netyaroze-europe. com> 

NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 

X-Accept—-Language: en-us, en 

In-Reply-To: <dr3o0hm$j88@www.netyaroze-europe. com> 
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The port of BreakDown is done. Thanks Chris! 
Scott 


Chris Wallace wrote: 


> Well if your interested in BreakDown, i'm happy to let you at the code if 

> you havent already found it! 

> I'd never heard of NUON either, but any platform that could see yaroze games 
> hitting a bigger market sounds like a great idea to me! 

> 

> Chris 


—-MESSAGE FILE 10541 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009269 


—--MESSAGE FILE 10542 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009270 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Windows API... urg 

Date: Tue, 23 May 2006 23:16:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <e501ptS$Sdkvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc2-with3-0-0-cust96.bagu.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2869 


Hi all, I'm going to actually post the problem yet, thought it would save 
some time if I asked if anyone here has used the Windows API stuff in VC++ 
6.0 to create a dialog-box based application? 


Cheers, 
Chris 


—-MESSAGE FILE 10542 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009270 


——MESSAGE FILE 10543 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009271 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <ezoray@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows API... urg 

Date: Thu, 25 May 2006 13:34:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <e548fmS$fuvl@www.netyaroze-europe. com> 

References: <e501ptSdkvl@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-158-180-91.range81-158.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2800.1437 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2800.1441 


Hey chris, 
I looked at it .. screamed "nooooooooo" 


Then embraced Java ;-) 
sorry no help :-( 
"Chris Wallace" <chriswl337@btinternet.com> wrote in message 


news:e501lptS$dkvl@www.netyaroze-europe.com... 
> Hi all, I'm going to actually post the problem yet, thought it would save 
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some time if I asked if anyone here has used the Windows API stuff in VC++ 
6.0 to create a dialog-box based application? 


> 

> 

> 

> Cheers, 
> Chris 
> 
> 


—-MESSAGE FILE 10543 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009271 


——MESSAGE FILE 10544 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009272 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Windows API... urg 

Date: Fri, 2 Jun 2006 17:00:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <eS5pnifSkldl@www.netyaroze-europe. com> 

References: <e501lptS$dkvl@www.netyaroze-europe.com> <e548fmS$fuvl@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: cpc2-with3-0-0-cust96.bagu.cable.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 

X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2869 


Haha, yes I did that first time round. 


I have fixed or found ways round most of my problems now, 
but its still a horrible way of programming! 


I will post up a link to what ive done once I release the first beta version 
:ք 


Chris 

"Peter Dollochan" <ezoray@btinternet.com> wrote in message 
news:e548fmSfuvl@www.netyaroze-europe.com... 

> Hey chris, 

I looked at it .. screamed "nooo000000" 


Then embraced Java ;-) 


sorry no help :-( 


VVVVVVV VY 


"Chris Wallace" <chriswl337@btinternet.com> wrote in message 

> news:e501ptSdkvl@www.netyaroze-europe.com... 

>> Hi all, I'm going to actually post the problem yet, thought it would save 
>> some time if I asked if anyone here has used the Windows API stuff in 

>> VC++ 

>> 6.0 to create a dialog-box based application? 


>> Cheers, 
>> Chris 


—-MESSAGE FILE 10544 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009272 


——MESSAGE FILE 10545 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009273 
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Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: "Aristocracy Tank Club" 

Date: Fri, 23 Jun 2006 19:57:54 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <e7haa3$3812@www.netyaroze-europe. com> 
References: <dr5eva$26n3@www.netyaroze-europe.com> <dr5kma$26n6@www.netyaroze-europe 
.com> <e2d4kq$4761@www.netyaroze-europe. com> 
NNTP-Posting-Host: 77.69.99-84.rev.gaoland.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (211/20051013) 
X-Accept—-Language: en-us, en 

In-Reply-To: <e2d4kq$4761@www.netyaroze-europe. com> 


Derek da Silva wrote: 

> http://www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/ 

> 

> I've just rediscovered this large archive of SCEI Net Yaroze programs and 
> games. Let me know if you find anything interesting! 


Fantastic! I think this is exactly what I was looking for. Thank you 

very much Derek, I'm going to check all these files! 

—-MESSAGE FILE 10545 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009273 


—-MESSAGE FILE 10546 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009274 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Help with Engine 

Date: Tue, 08 Aug 2006 13:09:17 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <eb8o0gv$n8k2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203.167.226.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 
X-Accept—-Language: en-us, en 


Hey Guys 


I'm spending more time on the Yaroze :) finally.. Anyways i'm again 
looking at a Tile based scrolling platformer.. wondering if anyone has 
any samples on how to create a tile based engine. Or if anyone has 
implemented one, could they share some source code.. 


Still having issues getting a Emulator working to help dev when i dont 
have my yaroze with me.. Anyone using this method currently? 


Cheers 

Greg 

—-MESSAGE FILE 10546 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009274 


——MESSAGE FILE 10547 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009275 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help with Engine 

Date: Tue, 08 Aug 2006 09:47:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <eb9jekSn8k3@www.netyaroze-europe. com> 
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References: <eb8o0gvSn8k2@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 

In-Reply-To: <eb8o0gv$n8k2@www.netyaroze-europe. com> 


Hi Greg, 


Here is somewhere to get you started: 
http://www.gamedev.net/reference/articles/article935.asp 


I'm sure that at some point some of the others will chip in with their 
experience and knowledge. 


Regards, 
James 


Greg Cook wrote: 


> Hey Guys 

> 

> I'm spending more time on the Yaroze :) finally.. Anyways i'm again 

> looking at a Tile based scrolling platformer.. wondering if anyone has 
> any samples on how to create a tile based engine. Or if anyone has 

> implemented one, could they share some source code.. 

> 

> Still having issues getting a Emulator working to help dev when i dont 
> have my yaroze with me.. Anyone using this method currently? 

> 

> Cheers 

> Greg 


—-MESSAGE FILE 10547 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009275 


——MESSAGE FILE 10548 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009276 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help with Engine 

Date: Wed, 09 Aug 2006 13:27:55 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ebbdvsSn8k5@www.netyaroze-europe. com> 

References: <eb8o0gv$n8k2@www.netyaroze-europe.com> <eb9jekSn8k3@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 203.167.226.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 

X-Accept—-Language: en-us, en 

In-Reply-To: <eb9jekSn8k3@www.netyaroze-europe. com> 


James Burns wrote: 


> Hi Greg, 

> 

> Here is somewhere to get you started: 

> http://www.gamedev.net/reference/articles/article935.asp 

> 

> I'm sure that at some point some of the others will chip in with their 
> experience and knowledge. 

> 

> Regards, 

> James 


Thanks for the link. Looks to be very DirectX Oriented, perhaps someone 
will have sample code from their Yaroze Projects. 
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Cheers 

Greg 

—-MESSAGE FILE 10548 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009276 


—--MESSAGE FILE 10549 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009277 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help with Engine 

Date: Wed, 16 Aug 2006 19:15:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <ebvnk1S6b1@www.netyaroze-europe. com> 

References: <eb8o0gvS$n8k2@www.netyaroze-europe. com> 

NNTP-Posting-Host: spcl-ward1-0-0-cust330.bagu.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.7.13) Gecko/20060422 
X-Accept-Language: en-gb, en, en-us, ja 

In-Reply-To: <eb8o0gvSn8k2@www.netyaroze-europe. com> 


> 
> Still having issues getting a Emulator working to help dev when i dont 
> have my yaroze with me.. Anyone using this method currently? 


ePSXe 1.60 can be made to work with patched Yaroze executables (the 
tools and procedure to do this have been mentioned elsewhere in the 
group, can't remember where at the moment). 


1: Select File->Run PS-EXE and choose your file. 

2: This step will not work and chances are the screen/window will go 

black. This is normal. 

3: Press ESC to take you back to the main menu. 

4: Select File->Change Disc->ISO 

5: Set the file selector to show all files, and then select your file again. 
6: For about 5 seconds you'll think that it still hasn't worked and that 
i'm talking out my arse - be patient and you should eventually see your 
program running. 


At least this works for me when running my Yaroze stuff on both Windows 
and Linux, and on a friend's PC, your milage may vary :) 


I've stuck the ePSXe plugins that I use in my FTP area: 
http://www.netyaroze-europe.com/~partinga/ftp 


You're on your own when it comes to the BIOS though. 


HTH 


Andy 
—-MESSAGE FILE 10549 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009277 


--MESSAGE FILE 10550 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009278 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Help with Engine 

Date: Fri, 18 Aug 2006 14:55:57 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <ec3ah6S6b2@www.netyaroze-europe.com> 

References: <eb8o0gvS$n8k2@www.netyaroze-europe.com> <ebvnk1S$6b1l@www.netyaroze-europe. 
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com> 

NNTP-Posting-Host: 203.167.226.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 
X-Accept—-Language: en-us, en 

In-Reply-To: <ebvnk1$6b1l@www.netyaroze-europe. com> 


Thanks Andy, 


I'll give it a play and see how i go, i have a feeling that my graphics 
card isnt too hot and might be causing me issues :) 


Andrew Partington wrote: 

>> 

>> Still having issues getting a Emulator working to help dev when i dont 
>> have my yaroze with me.. Anyone using this method currently? 


ePSXe 1.60 can be made to work with patched Yaroze executables (the 
tools and procedure to do this have been mentioned elsewhere in the 
group, can't remember where at the moment). 


1: Select File->Run PS-EXE and choose your file. 

2: This step will not work and chances are the screen/window will go 
black. This is normal. 

3: Press ESC to take you back to the main menu. 

4: Select File->Change Disc->ISO 

5: Set the file selector to show all files, and then select your file 
again. 

6: For about 5 seconds you'll think that it still hasn't worked and that 
i'm talking out my arse - be patient and you should eventually see your 
program running. 


At least this works for me when running my Yaroze stuff on both Windows 
and Linux, and on a friend's PC, your milage may vary :) 


I've stuck the ePSXe plugins that I use in my FTP area: 
http://www.netyaroze-europe.com/~partinga/ftp 


You're on your own when it comes to the BIOS though. 


HTH 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Andy 
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—-MESSAGE FILE 10550 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009278 


--MESSAGE FILE 10551 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009279 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <W@rrenKhan.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: PS3 Linux goodies 

Date: Wed, 30 Aug 2006 00:58:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <ed2k12Sfa01l@www.netyaroze-europe. com> 
NNTP-Posting-Host: cpc2-burn2-0-0-cust692.manc.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2962 
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Hello everyone. 
Been a long time since a posted here. 


Anyone see the PS3 article in the latest Linux mag - name checks Sarah (she 
helped me out when UPS cocked up my Linux on PS2 delivery). Gamasutra also 
has an article on how a university want to start using the PS3's Cell 
processor for folding proteins and the GPU for showing off the results. 


Me, I want one so I can have a go at SDL and Mesa on a whizzy new platform. 


Wonder what the chances are that Sony let us loyal yarozers and PS2 Linuxers 
have first crack? 


Anyone able to pull any strings? 


Warren 


—-MESSAGE FILE 10551 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009279 


--MESSAGE FILE 10552 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009280 

Path: chuka.playstation.co.uk!news 

From: Andrew Partington <andrew.partington90@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Using C++ with C function pointers 

Date: Tue, 19 Sep 2006 22:13:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <eepmsiS$5392@www.netyaroze-europe. com> 

NNTP-Posting-Host: spcl-ward1-0-0-cust330.bagu.broadband.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (X11; U; Linux i686; en-US; rv:1.7.13) Gecko/20060422 
X-Accept-Language: en-gb, en, en-us, ja 


Hi all, 


I'm trying to use C-style callback functions from within C++, but i'm 
not having much luck. 


Specifically, i'm using SDL_mixer, and I want to be able to pass my 
callback function to Mix_ChannelFinished so I can tell when its OK to 
play another sample on a channel once it's finished. 


I looked about on the web, and read that you can cast the function 
pointer to the type that the C function is expecting like so: 


Mix_ChannelFinished((void (*) (int)) myCallbackFunction) ; 


Still can't get it to compile though, I get the following error message 
instead: 


Audio.cpp:106: error: argument of type ‘void (Audio::) (int)' does not 
match ` void (*) (int)' 


Fine, says I, i'll make the callback a static method. Now, this works 
if I comment out anything that touches the flag, but if I try to use the 
flag inside the (now static) callback, I get this error: 


Audio.cpp:162: error: invalid use of member ~Audio::chDone' in static 
member function 


Making the boolean flag static produces this error at every point it is 
used in the code (doesn't matter if I use the scope resolution operator 
or not): 
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/home/apartington/source/ct+/gg-sdl/gravsdl/src/Audio.cpp:108: undefined 


reference to *~Audio::chDone' 


Any C++ gurus there who can help? 
Cheers, 


Andy P 


P.S.: Code looks something like this... 


//Class definition in Audio-h 
class Audio 


{ 


void someMemberFunction (); 
void myCallbackFunction(int i); 
bool flag; 


}; 


//Implementation in Audio.cpp 
Audio: :someMemberFunction () 


{ 
Mix_ChannelFinished((void (*) (int)) myCallbackFunction) ; 


} 


Audio: :myCallbackFunction(int i) 
{ 


flag = true; 


} 
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—-MESSAGE FILE 10552 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009280 


——MESSAGE FILE 10553 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009281 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Site Backup 

Date: Wed, 04 Oct 2006 09:43:57 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <efuidl$Sd2s2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203.167.226.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 
X-Accept—-Language: en-us, en 


Anyone have access to take a complete dump of the yaroze site and all 
the various user pages and write to CD? I can use a leech tool to try 
and download everything, but alot of stuff gets missed as some pages 
have no links to the stuff found in the FTP folders, and ive not found 
any decent tool that not only search HTML and Javascript for links but 
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also does a folder traversal aswell. 


I figure the site may well go down at some point soon as the traffic is 

pretty much non existant. 

—-MESSAGE FILE 10553 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009281 


——MESSAGE FILE 10554 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009282 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Job Opening: Special Projects Programmer 

Date: Fri, 13 Oct 2006 10:14:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <egnlqq$S6o2@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=windows-1252; format=flowed 
Content-Transfer-Encoding: 8bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 


Hey guys, 


MattV has moved onto pastures new, the Wipeout team to be precise! 
Good luck to him and all that! 


Anyway, he's left his position available, so if anyone wants to apply 
please send a CV and cover letter to hradmin@scee.net also note that you 
seen my post here, helps with admin later. 


Regards, 
James 


Overview 


Special Projects manages the regular production and development of 
interactive demo discs for PlayStation®2, PSP and PS3. 


Demo discs are produced for Official PlayStation magazines throughout 
Europe and for various special marketing purposes such as public events. 


We also create interactive features for demo discs, and produce video 
and audio material, and DVD-Video discs. 


Main duties and responsibilities 


The Special Projects Programmer will work with a team of two artists, 
two junior programmers, a producer and support staff, concentrating on 
the coding side of demo disc development on PlayStation®2, PSP and PS3. 
Reporting to the Special Projects Producer and Assistant Producer, he 
will carry out coding tasks in order to maintain and develop the menu 
systems and add-on applications needed for demo disc production. 


He will be called upon to give technical advice in relevant areas, such 

as the purchase of new software, and technical requirements for artwork. 

He will assist in the selection of candidates to new programming positions. 
He will maintain his own programming equipment on a daily basis. 


Skills and Qualifications 


A degree in software engineering or computer science. 

C/C++ programming ability required. 

Relevant (console) experience will be helpful. 

é The ability to learn on the job and rapidly understand new platforms 

is essential 

—-MESSAGE FILE 10554 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009282 


Or Ը Oe 
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——MESSAGE FILE 10555 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009283 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gcook@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site Backup 

Date: Tue, 07 Nov 2006 13:36:43 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <eiokqi$1202@www.netyaroze-europe. com> 
References: <efuidl$d2s2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203.167.226.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.7 (Windows/20050923) 
X-Accept—-Language: en-us, en 

In-Reply-To: <efuidl$d2s2@www.netyaroze-europe. com> 


I take it from the no replies that a back up is not possible :) 


Guess i'll have to look harder for that web leecher tool that does 

folder traversal :) 

-—-MESSAGE FILE 10555 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009283 


——MESSAGE FILE 10556 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009284 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site Backup 

Date: Wed, 8 Nov 2006 22:47:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <eitn58$1203@www.netyaroze-europe. com> 

References: <efuidlSd2s2@www.netyaroze-europe.com> <eiokqi$1202@www.netyaroze-europe 
. com> 
NNTP-Posting-Host: host81-159-40-240.range81-159.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2962 


I probbaly have a backup of my area - if not I can always log in and get 
one... 


"Greg Cook" <gcook@mailsnare.com> wrote in message 
news:eiokgi$1202@www.netyaroze-europe.com... 

>I take it from the no replies that a back up is not possible :) 

> 

> Guess i'll have to look harder for that web leecher tool that does folder 
> traversal :) 


—-MESSAGE FILE 10556 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009284 


——MESSAGE FILE 10557 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009285 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Job Opening: Special Projects Programmer 

Date: Sat, 18 Nov 2006 22:01:41 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 
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Message-ID: <ejoscaSak41@www.netyaroze-europe.com> 
References: <egnlqqS$6o02@www.netyaroze-europe. com> 
NNTP-Posting-Host: c-67-170-215-25.hsdl.ca.comcast.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=windows-1252; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <egnlqq$6o02@www.netyaroze-europe. com> 


Ooo, congrats Matt. Make me buy a PS3 ;) 
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—-MESSAGE FILE 10557 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009285 


——MESSAGE FILE 10558 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009286 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site Backup 

Date: Sat, 18 Nov 2006 22:03:18 -0800 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <ejosfb$ak42@www.netyaroze-europe. com> 


. com> 

NNTP-Posting-Host: c-67-170-215-25.hsdl.ca.comcast.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <eiokqi$1202@www.netyaroze-europe. com> 


It's a great idea. Rather than doing folder traversal I think you'd 
only need to hit the main home page and the ftp area and grab everything 


therein. The ftp path is the same for every user. 


Let me know if/when you get it done. I'd like to scam a copy 


References: <efuidl$d2s2@www.netyaroze-europe.com> <eiokqi$1202@www.netyaroze-europe 


—-MESSAGE FILE 10558 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009286 


--MESSAGE FILE 10559 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009287 

Path: chuka.playstation.co.uk!news 

From: "Ben James" <meep42@clara.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site Backup 

Date: Tue, 21 Nov 2006 15:01:53 -0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <ejv4olS$cr31@www.netyaroze-europe. com> 


References: <efuidlSd2s2@www.netyaroze-europe.com> <eiokqi$1202@www.netyaroze-europe 


.com> <ejosfbSak42@www.netyaroze-europe. com> 
NNTP-Posting-Host: 80-42-94-53.dynamic.dsl.as9105.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2869 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2962 


Was wondering: is it okay, license agreement wise, to put Yaroze code and 


executables into public web space now? 


"Scott Cartier" <skah_t@dragonshadow.com> wrote in message 
news:ejosfbSak42@www.netyaroze-europe.com... 


It's a great idea. Rather than doing folder traversal I think you'd 
only need to hit the main home page and the ftp area and grab everything 
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therein. The ftp path is the same for every user. 


Let me know if/when you get it done. I'd like to scam a copy :) 


—-MESSAGE FILE 10559 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009287 


——MESSAGE FILE 10560 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009288 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Site Backup 

Date: Wed, 22 Nov 2006 16:25:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <ekluluScr32@www.netyaroze-europe. com> 

References: <efuidlSd2s2@www.netyaroze-europe.com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 

In-Reply-To: <efuidl$d2s2@www.netyaroze-europe. com> 


Hi, 


A simple policy is in effect, if its not used it gets taken down. 
It appears to still be used, so long may it continue. 


Regards, 
James 


Greg Cook wrote: 

Anyone have access to take a complete dump of the yaroze site and all 
the various user pages and write to CD? I can use a leech tool to try 
and download everything, but alot of stuff gets missed as some pages 
have no links to the stuff found in the FTP folders, and ive not found 
any decent tool that not only search HTML and Javascript for links but 
also does a folder traversal aswell. 


I figure the site may well go down at some point soon as the traffic is 

pretty much non existant. 

—-MESSAGE FILE 10560 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009288 


VVVVVVVVV 


—-MESSAGE FILE 10561 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009289 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Happy Holidays 

Date: Mon, 25 Dec 2006 12:06:29 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <empb9fS8bol@www.netyaroze-europe. com> 
NNTP-Posting-Host: adsl-—70-136-158-136.dsl.irvnca.sbcglobal.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2670 
X-RFC2646: Format=Flowed; Original 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.2670 


Happy holidays everyone. Hope you're all using your day off to write a new 
Yaroze game. 


Thanks, 
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Shawn 


—-MESSAGE FILE 10561 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009289 


——MESSAGE FILE 10562 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009290 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@html.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: where is everybody 

Date: Mon, 5 Feb 2007 22:19:46 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <eq974h$a621@www.netyaroze-europe. com> 
NNTP-Posting-Host: adsl-—71-132-66-176.dsl.sntc01.pacbell.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.2670 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.2670 
X-RFC2646: Format=Flowed; Original 


Hello, 


Where is everybody? 


Thanks, 
Shawn 


—-MESSAGE FILE 10562 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009290 


——MESSAGE FILE 10563 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009291 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <mrhaboobi@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 
Date: Wed, 07 Feb 2007 10:16:51 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <eqarmg$Sa622@www.netyaroze-europe. com> 
References: <eq974h$a621@www.netyaroze-europe. com> 
NNTP-Posting-Host: 203.167.226.133 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 1.5.0.9 (Windows/20061207) 
In-Reply-To: <eq974h$a621@www.netyaroze-europe. com> 


Still looking in every couple of days.. but not much going on.. 


Shawn B. wrote: 
> Hello, 
> 
Where is everybody? 


> 

> 

> 

> Thanks, 
> Shawn 

> 

> 

-—-MESSAGE FILE 10563 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009291 


—-MESSAGE FILE 10564 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
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00009292 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Tue, 6 Feb 2007 23:07:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <eqb26aSa623@www.netyaroze-europe. com> 

References: <eq974hSa621@www.netyaroze-europe.com> <eqarmg$a622@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host86-146-197-114.range86-146.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3028 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3028 

X-RFC2646: Format=Flowed; Response 


Still check about... once a week? 


Currently a programmer at Rebellion. Finally got through Uni and landed 
myself a starter role in the industry 
which is nice, absolutely no spare time for a Yaroze project though : ( 


Chris 


"Greg Cook" <mrhaboobi@mailsnare.com> wrote in message 
news :eqarmg$a622@www.netyaroze-europe.com... 

> Still looking in every couple of days.. but not much going on.. 
> 

> 

> Shawn B. wrote: 

>> Hello, 

>> 

>> Where is everybody? 

>> 

>> 

>> Thanks, 

>> Shawn 


—-MESSAGE FILE 10564 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009292 


——MESSAGE FILE 10565 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009293 
Path: chuka.playstation.co.uk!news 
From: "NigelC" <ncritten@mac.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: where is everybody 
Date: Mon, 12 Feb 2007 16:36:50 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 
Message-ID: <eqq5i0Sevgql@www.netyaroze-europe. com> 
References: <eq974hSa621@www.netyaroze-europe. com> 
NNTP-Posting-Host: tinsoldier.demon.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; 

format=flowed; 

charset="iso-8859-1"; 

reply-type=response 
Content-Transfer-Encoding: 7bit 
In-Reply-To: <eq974h$a621@www.netyaroze-europe. com> 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Windows Mail 6.0.6000.16386 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.0.6000.16386 


Same here check in once in a while, but as Greg said not much going on. 
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Now a real PSP Yaroze, or PS3 Yaroze project would get this place humming 
again :) 


Still doing PC games but not finding much time for my Yaroze at the moment. 


Nigel 


"Shawn B." <leabre@html.com> wrote in message 
news:eq974hSa621@www.netyaroze-europe.com... 
> Hello, 


Where is everybody? 


Thanks, 
Shawn 


VVVVVVV 


—-MESSAGE FILE 10565 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009293 


—-MESSAGE FILE 10566 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009294 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Wed, 14 Feb 2007 09:24:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <equkueSevgq2@www.netyaroze-europe. com> 

References: <eq974h$a621@www.netyaroze-europe.com> <eqq5i0Sevql@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 

In-Reply-To: <eqq5i0Sevql@www.netyaroze-europe. com> 


Hi, 


You're safe in the knowledge that SCEE are still viewing these 
newsgroups from time to time. 


Regarding PS3 Yaroze, the closest project would be 
http://www.terrasoftsolutions.com/products/ydl/ using the otherOS option. 


Regards, 
James @ SCEE 


NigelC wrote: 


> Same here check in once in a while, but as Greg said not much going on. 

> 

> Now a real PSP Yaroze, or PS3 Yaroze project would get this place humming 
> again :) 

> 

> Still doing PC games but not finding much time for my Yaroze at the moment. 
> 

> Nigel 

> 

> "Shawn B." <leabre@html.com> wrote in message 

> news:eq974hSa621@www.netyaroze-europe.com... 

>> Hello, 

>> 

>> Where is everybody? 

>> 

>> 

>> Thanks, 

>> Shawn 
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> 
-—-MESSAGE FILE 10566 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009294 


—-MESSAGE FILE 10567 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009295 

Path: chuka.playstation.co.uk!news 

From: James Burns <james.w.burns@talk21.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Wed, 14 Feb 2007 09:27:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <equl30Sevq3@www.netyaroze-europe. com> 

References: <eq974h$a621@www.netyaroze-europe.com> <eqarmg$a622@www.netyaroze-europe 
.com> <eqb26a$a623@www.netyaroze-europe. com> 

NNTP-Posting-Host: jamesb2.tg.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.1; en-US; rv:1.7.12) Gecko/2005092 
3 Thunderbird/1.0.7 Mnenhy/0.7 

In-Reply-To: <eqb26a$a623@www.netyaroze-europe. com> 


Hi Chris, 
Congratulations on graduating from Uni and getting a job with Rebellion. 


Regards, 
James @ SCEE 


Chris Wallace wrote: 
Still check about... once a week? 


Currently a programmer at Rebellion. Finally got through Uni and landed 
myself a starter role in the industry 
which is nice, absolutely no spare time for a Yaroze project though : ( 


Chris 


VVVVVVVVV VV 


"Greg Cook" <mrhaboobi@mailsnare.com> wrote in message 

> news:eqarmgSa622@www.netyaroze-europe.com... 

>> Still looking in every couple of days.. but not much going on.. 

>> 

>> 

>> Shawn B. wrote: 

>>> Hello, 

>>> 

>>> Where is everybody? 

>>> 

>>> 

>>> Thanks, 

>>> Shawn 

> 

> 

—-MESSAGE FILE 10567 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009295 


--MESSAGE FILE 10568 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009296 
Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Sat, 17 Feb 2007 12:47:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <er6tvoSh4d1l@www.netyaroze-europe. com> 

References: <eq974hSa621@www.netyaroze-europe.com> <eqarmg$a622@www.netyaroze-europe 
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.com> <eqb26a$a623@www.netyaroze-europe.com> <equl30Sevq3@www.netyaroze-europe. com> 
NNTP-Posting-Host: host86-145-66-220.range86-145.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3028 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3028 


Cheers James, much appreciated! :) 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news: equl30Sevq3@www.netyaroze-europe.com... 
> Hi Chris, 


Congratulations on graduating from Uni and getting a job with Rebellion. 


> 
> 
> 
> Regards, 
> James @ SCEE 
> 
> 


Chris Wallace wrote: 
>> Still check about... once a week? 


>> Currently a programmer at Rebellion. Finally got through Uni and landed 
>> myself a starter role in the industry 
>> which is nice, absolutely no spare time for a Yaroze project though : ( 


>> Chris 


>> "Greg Cook" <mrhaboobi@mailsnare.com> wrote in message 

>> news:eqarmg$Sa622@www.netyaroze-europe.com... 

>>> Still looking in every couple of days.. but not much going on.. 
>>> 
>>> 
>>> Shawn B. wrote: 

>>>> Hello, 

>>>> 

>>>> Where is everybody? 
>>>> 

>>>> 

>>>> Thanks, 

>>>> Shawn 

>> 


—-MESSAGE FILE 10568 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009296 


——MESSAGE FILE 10569 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009297 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Rumor of hobby dev kits on Xbox 360 

Date: Sat, 17 Mar 2007 17:01:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <eth3t1$lvtl@www.netyaroze-europe. com> 
References: <el5067Srab2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 36.69.99-84.rev.gaoland.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.8 (211/20060502) 
X-Accept—-Language: en-us, en 

In-Reply-To: <el5067Srab2@www.netyaroze-europe. com> 


https://www.dreambuildplay.com/main/Default.aspx 
—-MESSAGE FILE 10569 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009297 
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——MESSAGE FILE 10570 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009298 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <mrhaboobi@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM 108 
Date: Mon, 14 May 2007 14:02:11 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <f28ggnSeu62@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7Եւե 

User-Agent: Thunderbird 1.5.0.10 (Windows/20070221) 


Hey Guys. 
Anyone here has a spare OPSM Demo Disk 108? it was the Big Yaroze one.. ? 


Cheers 

Greg 

—-MESSAGE FILE 10570 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009298 


--MESSAGE FILE 10571 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009299 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM 108 

Date: Mon, 14 May 2007 22:02:08 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <f2bfe3Seu63@www.netyaroze-europe. com> 
References: <f28ggnSeu62@www.netyaroze-europe. com> 
NNTP-Posting-Host: c-—67-161-38-107.hsdl.ca.comcast.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <f28ggnSeu62@www.netyaroze-europe. com> 


Sadly I only have the one copy, which I snagged off eBay. Let me know 

if you find a source for more as I'd love to have another copy. 

—-MESSAGE FILE 10571 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009299 


--MESSAGE FILE 10572 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009300 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Converting Yaroze games to work with rea PSOne 
Date: Wed, 30 May 2007 10:45:08 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <f3kdpeS4ag2@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 


From time to time someone contacts me about downloading the Playstation 
version Decaying Orbit, but I have to turn them away because the 
executable I provide on my site only works on a Yaroze. 
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I know it's possible to somehow convert a Yaroze executable for use on a 


regular, modded PSOne. Can anyone list the steps involved or point me 
to some place that does? 


The information I found is sparse and incomplete. I nabbed a bunch of 
tools that I thought would be necessary, but I don't have the foggiest 
as to what to do with them. 


Alternately, how can I make something that will work with an emulator? 
Like what Matt has available on Hermit Games. 


Scott 
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—-MESSAGE FILE 10572 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009300 


——MESSAGE FILE 10573 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009301 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow. com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Converting Yaroze games to work with real PSOne 
Date: Wed, 13 Jun 2007 16:14:01 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <f4puapS$k7e2@www.netyaroze-europe. com> 
References: <f3kdpeS4ag2@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 
X-Accept—-Language: en-us, en 

In-Reply-To: <f3kdpeS$4ag2@www.netyaroze-europe. com> 


Someone recently pointed me to a solution involving PCSXBox, a PSOne 
emulator for XBox, and an ISO of some Yaroze games. Since it involves 
the always grey area of emulation I don't know how many details to go 
into. Anyway, I got it running and it's quite a trip to play Decaying 
Orbit on an XBox! 


—-MESSAGE FILE 10573 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009301 


——MESSAGE FILE 10574 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009302 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <mrhaboobi@mailsnare.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Converting Yaroze games to work with real PSOne 
Date: Thu, 14 Jun 2007 11:16:58 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <f4pufvS$k7e3@www.netyaroze-europe. com> 


. com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 1.5.0.12 (Windows/20070509) 
In-Reply-To: <f4puap$k7e2@www.netyaroze-europe. com> 


I'd love to hear more :) either here or privately :) 


Scott Cartier wrote: 
> Someone recently pointed me to a solution involving PCSXBox, a PSOne 


> 
> the always grey area of emulation I don't know how many details to go 
> 
> 


Orbit on an XBox! 


emulator for XBox, and an ISO of some Yaroze games. Since it involves 


into. Anyway, I got it running and it's quite a trip to play Decaying 


References: <f3kdpeS4ag2@www.netyaroze-europe.com> <f4puap$k7e2@www.netyaroze-europe 
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—-MESSAGE FILE 10574 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009302 


——MESSAGE FILE 10575 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009303 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Converting Yaroze games to work with real PSOne 

Date: Thu, 14 Jun 2007 19:43:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <f4s2rmSro61@www.netyaroze-europe. com> 

References: <f3kdpeS4ag2@www.netyaroze-europe.com> <f4puapS$k7e2@www.netyaroze-europe 
.com> <f4pufv$k7e3@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-132-161-9.range81-132.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3138 


Xbox or Xbox360? 


"Greg Cook" <mrhaboobi@mailsnare.com> wrote in message 

news: f4pufv$k7e3@www.netyaroze-europe.com... 

> 

> I'd love to hear more :) either here or privately :) 

> 

> Scott Cartier wrote: 

>> Someone recently pointed me to a solution involving PCSXBox, a PSOne 
>> emulator for XBox, and an ISO of some Yaroze games. Since it involves 
>> the always grey area of emulation I don't know how many details to go 
>> into. Anyway, I got it running and it's quite a trip to play Decaying 
>> Orbit on an XBox! 


—-MESSAGE FILE 10575 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009303 


--MESSAGE FILE 10576 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009304 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Converting Yaroze games to work with real PSOne 

Date: Thu, 28 Jun 2007 09:50:48 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <f60phu$6812@www.netyaroze-europe. com> 

References: <f3kdpeS4ag2@www.netyaroze-europe.com> <f4puap$k7e2@www.netyaroze-europe 
.com> <f4pufv$k7e3@www.netyaroze-europe.com> <f4s2rmSro61@www.netyaroze-europe. com> 
NNTP-Posting-Host: z06.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla Thunderbird 1.0.6 (Windows/20050716) 

X-Accept—-Language: en-us, en 

In-Reply-To: <f4s2rm$ro61@www.netyaroze-europe. com> 


Sorry guys, I was on vacation for a while. 


It's for the original XBox (mod required of course). You can find 
PCSXBox on your favorite torrent sites. The latest I found is v1.8 and 
comes with the BIOS image. I'm not too worried about suggesting this 


since we all have obviously bought (multiple) Playstations in our time. 


The ISO I mentioned is here: http://www.megaupload.com/?d=OSTQ1QOVB 
Enter the spam filtering text in the box and click download. The 
password for the RAR is "Upped_by_Marcio", which is also in the 
Description on that page. 
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Uncompress the ISO files and put them into one of the directories in 
PCSXBox (I forget which) and the emulator will recognize it. 


The ISO gives you a menu from which to launch various Yaroze games. One 
of them redirects to what looks like the UK OPSM Yaroze menu, which is 
where I found Decaying Orbit. That's why I say this is of dubious 
legality since it seems to use some of OPSM's assets. 


Scott 
—-MESSAGE FILE 10576 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009304 


--MESSAGE FILE 10577 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009305 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Replacement Comms Cable 

Date: Tue, 02 Oct 2007 11:12:15 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <fdrs2cS$c4f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 1.5.0.13 (Windows/20070809) 


Just wondering if anyone from Sony is floating around, and if so is it 

possible to get replacement comms cables? Mines given up the ghost, 

returns me errors like "No Binary Write Prompt" : ( 

—-MESSAGE FILE 10577 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009305 


—-MESSAGE FILE 10578 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009306 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@kuju.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Replacement Comms Cable 

Date: Wed, 12 Dec 2007 13:09:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <fjonc2S8f1@www.netyaroze-europe. com> 
References: <fdrs2cS$c4f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 195.194.62.63 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3198 


Hi Greg, 


Unfortunately all the stock of Net Yaroze was exhausted, your best bet would 
be to try eBay. 


Sorry, 
James 


"Greg Cook" <gjcook@gmail.com> wrote in message 

news: fdrs2cS$c4f2@www.netyaroze-europe.com... 

> Just wondering if anyone from Sony is floating around, and if so is it 
> possible to get replacement comms cables? Mines given up the ghost, 

> returns me errors like "No Binary Write Prompt" : ( 


—-MESSAGE FILE 10578 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009306 
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——MESSAGE FILE 10579 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009307 

Path: chuka.playstation.co.uk!news 

From: "James Burns" <James_Burns@kuju.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Wed, 12 Dec 2007 13:13:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <fjonj7S8f2@www.netyaroze-europe. com> 

References: <eq974hSa621@www.netyaroze-europe.com> <eqq5i0Sevql@www.netyaroze-europe 
.com> <equkueSevq2@www.netyaroze-europe. com> 

NNTP-Posting-Host: 195.194.62.63 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3198 


Hi all, 
Although I've now left SCEE, I will still keep an eye on the newsgroup as I 
still have good contacts with the people responsible for maintaining the 


servers. 


Cheers, 
James 


"James Burns" <james.w.burns@talk21.com> wrote in message 
news :equkueSevq2@www.netyaroze-europe.com... 


> Hi, 

> 

> You're safe in the knowledge that SCEE are still viewing these newsgroups 
> from time to time. 

> 

> Regarding PS3 Yaroze, the closest project would be 

> http://www.terrasoftsolutions.com/products/ydl/ using the otherOS option. 
> 

> Regards, 

> James @ SCEE 

> 

> NigelC wrote: 


>> Same here check in once in a while, but as Greg said not much going on. 


>> Now a real PSP Yaroze, or PS3 Yaroze project would get this place humming 
>> again :) 


>> Still doing PC games but not finding much time for my Yaroze at the 
>> moment. 


>> Nigel 


>> "Shawn B." <leabre@html.com> wrote in message 
>> news:eq974hSa621@www.netyaroze-europe.com... 
>>> Hello, 


>>> Where is everybody? 


>>> Thanks, 
>>> Shawn 


—-MESSAGE FILE 10579 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009307 


--MESSAGE FILE 10580 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009308 
Path: chuka.playstation.co.uk!news 
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From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Replacement Comms Cable 

Date: Wed, 16 Jan 2008 15:51:55 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <fmjsa9Skpp2@www.netyaroze-europe. com> 
References: <fdrs2cSc4f2@www.netyaroze-europe.com> <fjonc2S8f1@www.netyaroze-europe. 
com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.9 (Windows/20071031) 
In-Reply-To: <fjonc2S$8f1@www.netyaroze-europe. com> 


Hi James, 


Manages to track one down, so im up and running again :) 


James Burns wrote: 
Hi Greg, 


Unfortunately all the stock of Net Yaroze was exhausted, your best bet would 
be to try eBay. 


Sorry, 
James 


VVVVVVV VV 


"Greg Cook" <gjcook@gmail.com> wrote in message 

> news: fdrs2cSc4f2@www.netyaroze-europe.com... 

>> Just wondering if anyone from Sony is floating around, and if so is it 

>> possible to get replacement comms cables? Mines given up the ghost, 

>> returns me errors like "No Binary Write Prompt" : ( 

> 

> 

—-MESSAGE FILE 10580 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009308 


—--MESSAGE FILE 10581 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009309 

Path: chuka.playstation.co.uk!news 

From: Matt Verran <matt@hermitgames.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Sat, 05 Apr 2008 16:26:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <ft86iiSlqil@www.netyaroze-europe.com> 

References: <eq974hSa621@www.netyaroze-europe.com> <eqq5i0Sevql@www.netyaroze-europe 
.com> <equkueSevq2@www.netyaroze-europe.com> <fjonj7S$8f2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 82-69-68-243.dsl.in-addr.zen.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.12 (Windows/20080213) 

In-Reply-To: <fjonj7$8f2@www.netyaroze-—europe. com> 

X-Antivirus: avast! (VPS 080404-0, 04/04/2008), Outbound message 

X-Antivirus-—Status: Clean 


> Although I've now left SCEE... 


Oh no you haven't! 
—-MESSAGE FILE 10581 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009309 


——MESSAGE FILE 10582 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009310 


Net Yaroze newsgroups message dump.txt 


Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: What skills required for todays industry 
Date: Tue, 08 Apr 2008 21:25:19 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <ftfejhS4v71@www.netyaroze-europe. com> 
NNTP-Posting-Host: 122-57-16-65.jetstream.xtra.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.12 (Windows/20080213) 


So im thinking about a career change, im currently a technical team 
leader for a MS Windows Mobile dev company, working in the logistics and 
service industries. Lots of C#, sql, web etc.. 


Just wondering how one would jump into the gaming industry. Locally we 
have companies like Sidhe, but just wondering if anyone in the industry 
could provide some pointers around the skills required now days :) 


Cheers 
greg 
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—-MESSAGE FILE 10582 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009310 


--MESSAGE FILE 10583 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009311 

Path: chuka.playstation.co.uk!news 

From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What skills required for todays industry 
Date: Sat, 3 May 2008 00:27:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <fvg8u4$2i61@www.netyaroze-europe. com> 
References: <ftfejhS4v71@www.netyaroze-europe. com> 
NNTP-Posting-Host: host81-156-197-40.range81-156.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3198 


Hi Greg, 


Sounds like you already have much of what it required, although I'm hardly 
an expert on the matter! 

Most of the consoles still use C++, although by the looks of things Sidhe 
has been making XBox live games 
so theres a fair chance that they could be using C#. 


I would say however that the people who seem to last the longest are those 
who are able to socialise with 
others within the company and be able to talk to others on the team about 
issues etc, although thats probably pretty much the same with all jobs. 


If I were looking now, I would probably do what I did before. Go to any 
games based careers fairs and talk to companies direct. Send out CV's to 
companies, or at the very least e-mail them and ask if they have any job 
openings. If you are looking to stay where you are, that may make it more 
difficult as it will reduce the number of companies you can ask. 


Realy, I don't think it's any different to getting a job anywhere else, but 
a passion for games realy helps! 


Chris 


"Greg Cook" <gjcook@gmail.com> wrote in message 
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news: ftfejhS4v71@www.netyaroze-europe.com... 


> So im thinking about a career change, im currently a technical team leader 
> for a MS Windows Mobile dev company, working in the logistics and service 
> industries. Lots of C#, sql, web etc.. 

> 

> Just wondering how one would jump into the gaming industry. Locally we 

> have companies like Sidhe, but just wondering if anyone in the industry 

> could provide some pointers around the skills required now days :) 

> 

> Cheers 

> greg 


—-MESSAGE FILE 10583 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009311 


——MESSAGE FILE 10584 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009312 

Path: chuka.playstation.co.uk!news 

From: "Yaroze" <KennyMillar.kennymillar@mac.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: So here's what happened to me... 

Date: Wed, 25 Jun 2008 09:23:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <g3t095S6hk1@www.netyaroze-europe. com> 
NNTP-Posting-Host: 77-44-77-154.xdsl.murphx.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.5512 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.5512 
X-RFC2646: Format=Flowed; Original 


It's been so long since I posted here! 
Thought I'd tell you where I am these days. 


I now work for a compay called Neverfail where I'm a senior developer. 
We produce boring old back office high-availability and disaster recovery 
solutions for Windows servers. 


I never did get a job in the games industry, and to be honest I'm not that 
upset about it, due to all the horror stories I hear about games developers 
being worked into the ground etc. 


I still check this news group from time to time, thanks to Derek da Silva 
for reminding me of the news server address! 


-Kenny 


--MESSAGE FILE 10584 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009312 


——MESSAGE FILE 10585 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009313 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: I see we are alive again 

Date: Mon, 06 Oct 2008 11:48:07 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <gcbh97S6b1@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.17 (Windows/20080914) 


Nice to see the forums back up, funny how you really need them when they 
are not there.. 
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Thanks for getting it sorted out SCEE :) 
—-MESSAGE FILE 10585 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009313 


—-MESSAGE FILE 10586 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009314 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze 2 

Date: Tue, 16 Dec 2008 09:38:46 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <giégch$c6j1@www.netyaroze-europe.com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.18 (Windows/20081105) 


Just wondering if this is something sony would ever consider doing 
again? Yaroze was great, launched a few peoples careers and generally 
was fun for the home brew developer. Wondering if perhaps a similar 
system will ever see the light of day, PSP seemed like a perfect option 
to re try it. 


On a side note ive seen alot of yarozes on ebay recently, wondering if 

sony has many new consoles or bits floating around. Sad to see people 

selling the system, perhaps if sony had enough stock a small community 

could be a reality. Im sure theres a whole bunch of people who would 

love to give it a go. 

—-MESSAGE FILE 10586 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009314 


—-MESSAGE FILE 10587 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009315 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rikki@prince.io> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What skills required for todays industry 

Date: Thu, 15 Jan 2009 00:32:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <op.unrvr2az3ab967@rikki-princes-—macbook.local> 

References: <ftfejh$4v71@www.netyaroze-europe. com> 

NNTP-Posting-Host: dyn-62-56-51-247.dslaccess.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; format=flowed; delsp=yes; charset=iso-8859-15 
Content-Transfer-Encoding: 7bit 

User-Agent: Opera Mail/9.62 (MacIntel) 


Hi Greg, 


I seem to remember Mario from Sidhe being a Net Yaroze guy, so that might 
be a useful common topic to start on if applying for a job there! 


Are you looking for a programming job in games? Or design, testing, 
production or something else? I don't know so much about the latter few 
but for programming it's largely becoming a matter of focusing on an 
area. Ideally you will have a demo to showcase your talent, so combining 
those two games companies like to see a nicely polished demo of some 
element of games, such as physics, AI, advanced graphics techniques or 
gameplay. I think the days of expecting a full game are gone, but if you 
have a complete game to demo, all the better. It has to be fun though! 


The best advice I've heard is to make a game demo that is fun for 2 people 
to play: as soon as the person playing through the demos calls over their 
mate to give it a go and they move like it, you've then got 2 people in 
the company that would support your application. 
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Cheers, 

Rikki 

On Tue, 08 Apr 2008 10:25:19 +0100, Greg Cook <gjcook@gmail.com> wrote: 
So im thinking about a career change, im currently a technical team 


service industries. Lots of C#, sql, web etc.. 


could provide some pointers around the skills required now days :) 


Cheers 
greg 


VVVVVVVVVV 


Using Opera's revolutionary e-mail client: http://www.opera.com/mail/ 


leader for a MS Windows Mobile dev company, working in the logistics and 


Just wondering how one would jump into the gaming industry. Locally we 
have companies like Sidhe, but just wondering if anyone in the industry 
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—-MESSAGE FILE 10587 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009315 


——MESSAGE FILE 10588 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009316 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What skills required for todays industry 
Date: Fri, 16 Jan 2009 08:46:15 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <gko50q$99rl@www.netyaroze-europe. com> 


References: <ftfejhS4v71@www.netyaroze-europe.com> <op.unrvr2az3ab967@rikki-princes-— 


macbook.local> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-15; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.19 (Windows/20081209) 
In-Reply-To: <op.unrvr2az3ab967@rikki-princes-—macbook.local> 


Cheers Rikki, 


Yeah Mario was a yaroze person and ive spoken to him and i have a mate 
working for him, 


Im looking for coding, im currently a coder in my day job, and playing 
around with yaroze, xna etc.. c# is my language of choice though, and 
another option was a tools programmer. Could be a foot in the door to 
move onto something else. 


I'll take your advice of the 2 player demo on board, might be good to do 


an XNA demo of some kind. I guess ripping off an existing game isnt a 
good option ;) 


Rikki Prince wrote: 
Hi Greg, 


I seem to remember Mario from Sidhe being a Net Yaroze guy, so that 
might be a useful common topic to start on if applying for a job there! 


Are you looking for a programming job in games? Or design, testing, 


but for programming it's largely becoming a matter of focusing on an 
area. Ideally you will have a demo to showcase your talent, so 
combining those two games companies like to see a nicely polished demo 
of some element of games, such as physics, AI, advanced graphics 
techniques or gameplay. I think the days of expecting a full game are 
gone, but if you have a complete game to demo, all the better. It has 


VVVVVVVVVVV VV 


production or something else? I don't know so much about the latter few 
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to be fun though! 


The best advice I've heard is to make a game demo that is fun for 2 
people to play: as soon as the person playing through the demos calls 
over their mate to give it a go and they move like it, you've then got 2 
people in the company that would support your application. 


Cheers, 
Rikki 


On Tue, 08 Apr 2008 10:25:19 +0100, Greg Cook <gjcook@gmail.com> wrote: 


VVVVVVVVVVV VV 


vV 


> So im thinking about a career change, im currently a technical team 
>> leader for a MS Windows Mobile dev company, working in the logistics 
>> and service industries. Lots of C#, sql, web etc.. 


>> Just wondering how one would jump into the gaming industry. Locally 
>> we have companies like Sidhe, but just wondering if anyone in the 

>> industry could provide some pointers around the skills required now 
>> days :) 


>> Cheers 
>> greg 


--MESSAGE FILE 10588 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009316 


——MESSAGE FILE 10589 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009317 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rikki@prince.io> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: What skills required for todays industry 

Date: Wed, 21 Jan 2009 01:03:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <op.un208wnl3ab967@rikki-princes-macbook.local> 

References: <ftfejhS4v7l@www.netyaroze-europe.com> 
<op.unrvr2az3ab967@rikki-princes-macbook.local> 
<gko50qS99rl@www.netyaroze-europe.com> 

NNTP-Posting-Host: staff-vpnl64.ecs.soton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; format=flowed; delsp=yes; charset=iso-8859-15 
Content-Transfer-Encoding: 7bit 

User-Agent: Opera Mail/9.62 (MacIntel) 


Hi Greg, 


Tools programming is another of those programmer specialisations that's 
appearing in the industry. It's definitely a way into a company. Another 
one of those, though not as fun as programming is to get a job doing 
testing or QA. That used to De a key piece of advice a few years back, 
but I think it's less important these days as there's more jobs for 
developers coming from outside the industry. 


Doing an XNA demo sounds like a superb idea. I can imagine getting it 
onto the Creator's Club community as well would be great as you could demo 
it on a 360 in job interviews :) Just like people used to with the Yaroze! 


You may say ripping off an existing game isn't a good idea, but if you do 
it well and show flair in some other area, then why not? Unless you're 
applying for a job as a designer who may be expected to come up with fresh 
and new game ideas, then taking an existing idea an implementing it well 
(complete, not buggy, with a menu system etc) is still going to be 
impressive. 


Often doing all of that on your own can be a lot of work, which is why I 
think a lot of games industry recruiters suggest making a demo specific to 


Net Yaroze newsgroups message dump.txt Page 


the area you want to work in (eg. do a physics demo if you want to be a 
physics programmer, or implement some flashy graphical effect if you want 
to be a graphics programmer, or demonstrate some audio filters if you want 
to be a sound programmer). 


Cheers, 
Rikki 


On Thu, 15 Jan 2009 19:46:15 -0000, Greg Cook <gjcook@gmail.com> wrote: 
Cheers Rikki, 


Yeah Mario was a yaroze person and ive spoken to him and i have a mate 
working for him, 


Im looking for coding, im currently a coder in my day job, and playing 
around with yaroze, xna etc.. c# is my language of choice though, and 
another option was a tools programmer. Could be a foot in the door to 
move onto something else. 


I'll take your advice of the 2 player demo on board, might be good to do 
an XNA demo of some kind. I guess ripping off an existing game isnt a 
good option ;) 


Rikki Prince wrote: 

> Hi Greg, 

>> I seem to remember Mario from Sidhe being a Net Yaroze guy, so that 
>> might be a useful common topic to start on if applying for a job there! 
>> Are you looking for a programming job in games? Or design, testing, 
>> production or something else? I don't know so much about the latter 
>> few but for programming it's largely becoming a matter of focusing on 
>> an area. Ideally you will have a demo to showcase your talent, so 

>> combining those two games companies like to see a nicely polished demo 
>> of some element of games, such as physics, AI, advanced graphics 

>> techniques or gameplay. I think the days of expecting a full game are 
>> gone, but if you have a complete game to demo, all the better. It has 
>> to be fun though! 

>> The best advice I've heard is to make a game demo that is fun for 2 
>> people to play: as soon as the person playing through the demos calls 
>> over their mate to give it a go and they move like it, you've then got 
>> 2 people in the company that would support your application. 

>> Cheers, 

>> Rikki 

>> On Tue, 08 Apr 2008 10:25:19 +0100, Greg Cook <gjcook@gmail.com> 

>> wrote: 


VVVVVVVVVVVVV VV VV 


>>> So im thinking about a career change, im currently a technical team 
>>> leader for a MS Windows Mobile dev company, working in the logistics 
>>> and service industries. Lots of C#, sql, web etc.. 


>>> Just wondering how one would jump into the gaming industry. Locally 
>>> we have companies like Sidhe, but just wondering if anyone in the 
>>> industry could provide some pointers around the skills required now 
>>> days :) 


>>> Cheers 
>>> greg 


Using Opera's revolutionary e-mail client: http://www.opera.com/mail/ 


7084 


—-MESSAGE FILE 10589 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009317 


——MESSAGE FILE 10590 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009318 
Path: chuka.playstation.co.uk!news 


Net Yaroze newsgroups message dump.txt 


From: "Kenny Millar" <KennyMillar.kennymillar@mac.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Fri, 23 Jan 2009 11:04:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <glc9b1$ j6pl@www.netyaroze-europe. com> 
References: <eq974hSa621@www.netyaroze-europe.com> 
NNTP-Posting-Host: host81-151-134-192.range81-151.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.5512 
X-RFC2646: Format=Flowed; Response 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.5579 


Well statistically '‘everybody' is in either China or Russia. 
Ooops. Sorry how anal does that sound? 


I'm still lurking around here from time to time. 
I still have my Yaroze, but don't do much with it any more. 


-Kenny 

"Shawn B." <leabre@html.com> wrote in message 
news:eq974hSa621@www.netyaroze-europe.com... 
> Hello, 

Where is everybody? 


Thanks, 
Shawn 


VV VV V V V 
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--MESSAGE FILE 10590 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


009318 


——MESSAGE FILE 10591 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 


00009319 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rikki@prince.io> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: where is everybody 

Date: Sun, 01 Feb 2009 22:10:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <op.uo0073dr3ab967@rikki-princes-—macbook.local> 
References: <eq974hS$a621@www.netyaroze-europe. com> 
<glc9b1$ j6pl1@www.netyaroze-europe. com> 
NNTP-Posting-Host: dyn-62-56-87-143.dslaccess.co.uk 
Mime-Version: 1.0 


Content-Transfer-Encoding: 7bit 
User-Agent: Opera Mail/9.62 (MacIntel) 


What about India? ;-) 


I still have my Yaroze too, though I'm not sure where it is! I'm kinda 


tempted to find it and make something, for old time's sake... 
Rikki 

On Fri, 23 Jan 2009 11:04:03 -0000, Kenny Millar 
<KennyMillar.kennymillar@mac.com> wrote: 


Well statistically ‘everybody' is in either China or Russia. 
Ooops. Sorry how anal does that sound? 


I'm still lurking around here from time to time. 


> 
> 
> 
> 
> I still have my Yaroze, but don't do much with it any more. 


Content-Type: text/plain; format=flowed; delsp=yes; charset=iso-8859-15 
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> 
> -Kenny 

> 

> "Shawn B." <leabre@html.com> wrote in message 
> news:eq974hSa621@www.netyaroze-europe.com... 
>> Hello, 


>> Where is everybody? 


>> Thanks, 
>> Shawn 


Using Opera's revolutionary e-mail client: http://www.opera.com/mail/ 
—-MESSAGE FILE 10591 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009319 


——MESSAGE FILE 10592 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009320 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: OPSM UK demo disc giveaway 

Date: Mon, 9 Feb 2009 09:28:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <gmoué6sS$9vrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 92-235-236-118.cable.ubrl17.aztw.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Original 


Hi 


I have a few OPSM UK CDs featuring net yaroze games to give away. If you 
want one email me. All I ask is that you cover the cost of postage. 


Thanks 
Derek 


85 x 2 


Down 
Adventure Game 
Opera of Destruction 


84 x 4 

Shroud 

Sam The BoulderMan 
A Dog Tail 

82 x 2 

Robot Ron 


Yarozians 
Rocks'n'Gems 


—-MESSAGE FILE 10592 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009320 
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--MESSAGE FILE 10593 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009321 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Yaroze Demo Disc and Course notes. 

Date: Mon, 23 Feb 2009 16:16:27 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <gnt500Sivcl@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.19 (Windows/20081209) 


i wouldnt mind getting hold of the Yaroze demo disk that was given away 
via sony. ive seen one before on ebay with a yaroze someone was 
selling, im interested to know what was on it.. Anyone have one or know 
what was on it? 


I'm also interested to know what universities used the yaroze and if 

there are course notes floating around, ive found some, but im sure 

there were plenty of places using yaroze. Perhaps sony knows the answer 

to this one :) Would be interested to see how people were taught the 

system.. would make an interesting read :) 

-—-MESSAGE FILE 10593 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009321 


—--MESSAGE FILE 10594 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009322 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rikki@prince.io> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: OPSM UK demo disc giveaway 

Date: Fri, 20 Mar 2009 23:26:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <op.uq352wht3ab967@rikki-princes-—macbook.local> 

References: <gmou6s$9vrl@www.netyaroze-europe. com> 

NNTP-Posting-Host: dyn-62-56-91-22.dslaccess.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; format=flowed; delsp=yes; charset=iso-8859-15 
Content-Transfer-Encoding: 7bit 

User-Agent: Opera Mail/9.64 (MacIntel) 


Oh wow, Down was great. And it's counterpart, Up. 


I want to play Snowball Fight again. I'm going to have to dig out the 
Yaroze! 


Rikki 

On Mon, 09 Feb 2009 09:28:45 -0000, Derek da Silva 
<tomaandi@blueyonder.co.uk> wrote: 

Hi 


I have a few OPSM UK CDs featuring net yaroze games to give away. If you 
want one email me. All I ask is that you cover the cost of postage. 


Thanks 
Derek 


85 x 2 
Down 


Adventure Game 
Opera of Destruction 


VVVVVVVVVVV VV VV 


84 x 4 
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Shroud 
Sam The BoulderMan 
A Dog Tail 


82 x 2 
Robot Ron 


Yarozians 
Rocks'n'Gems 


VVVVVVVVVVV VV 


Using Opera's revolutionary e-mail client: http://www.opera.com/mail/ 
—-MESSAGE FILE 10594 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009322 


—--MESSAGE FILE 10595 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009323 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rikki@prince.io> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Fri, 20 Mar 2009 23:47:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <op.uq361z2i3ab967@rikki-princes-—macbook.local> 

References: <gnt5o00Sivcl@www.netyaroze-europe.com> 

NNTP-Posting-Host: dyn-62-56-91-22.dslaccess.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; format=flowed; delsp=yes; charset=iso-8859-15 
Content-Transfer-Encoding: 7bit 

User-Agent: Opera Mail/9.64 (MacIntel) 


The only place I definitely remember teaching the Yaroze was Abertay. 
They had a big lab of them. 


There may have been a couple of English unis with them too. Places that 
pop into my head, though I don't have a clear memory of them having them, 
are Middlesex and Teeside. Maybe Sheffield Hallam as well, but I don't 
think they were into games courses that early. 


I've no idea what notes might be available. You could contact the unis 
directly, or if you have no luck with that, maybe try Sarah Lemarie at 
SCEE. She's the educational liason for Sony (as well as linux evangelist 
and all round great gal). 


If you do get hold of any course notes, could you drop me a line. I'd be 
interested if they contain anything about game design (rather than just 
the technical side of things). 


Cheers, 
Rikki 


On Mon, 23 Feb 2009 03:16:27 -0000, Greg Cook <gjcook@gmail.com> wrote: 


i wouldnt mind getting hold of the Yaroze demo disk that was given away 
via sony. ive seen one before on ebay with a yaroze someone was 
selling, im interested to know what was on it.. Anyone have one or know 
what was on it? 


I'm also interested to know what universities used the yaroze and if 

there are course notes floating around, ive found some, but im sure 

there were plenty of places using yaroze. Perhaps sony knows the answer 

to this one :) Would be interested to see how people were taught the 

system.. would make an interesting read :) 

—-MESSAGE FILE 10595 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
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009323 


——MESSAGE FILE 10596 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009324 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Tue, 24 Mar 2009 19:30:08 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <gq9vseSbd1l@www.netyaroze-europe. com> 

References: <gnt500Sivcl@www.netyaroze-europe.com> <op.uq361z2i3ab967@rikki-princes-— 
macbook.local> 

NNTP-Posting-Host: 122-57-22-10.jetstream.xtra.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-15; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <op.ugq361z2i3ab967@rikki-princes-—macbook.local> 


Cheers Rikki, 


Sarah has contacted me with 2 professors, so im trying to contact them 
to see what might be available :) 


will keep you informed.. 


Rikki Prince wrote: 
The only place I definitely remember teaching the Yaroze was Abertay. 
They had a big lab of them. 


There may have been a couple of English unis with them too. Places that 
pop into my head, though I don't have a clear memory of them having 
them, are Middlesex and Teeside. Maybe Sheffield Hallam as well, but I 
don't think they were into games courses that early. 


I've no idea what notes might be available. You could contact the unis 
directly, or if you have no luck with that, maybe try Sarah Lemarie at 
SCEE. She's the educational liason for Sony (as well as linux 
evangelist and all round great gal). 


If you do get hold of any course notes, could you drop me a line. I'd 
be interested if they contain anything about game design (rather than 
just the technical side of things). 


Cheers, 
Rikki 


On Mon, 23 Feb 2009 03:16:27 -0000, Greg Cook <gjcook@gmail.com> wrote: 


VVVVVVVVVVVV VV VV VV VV VV V 


>> i wouldnt mind getting hold of the Yaroze demo disk that was given 

>> away via sony. ive seen one before on ebay with a yaroze someone was 
>> selling, im interested to know what was on it.. Anyone have one or 

>> know what was on it? 


>> I'm also interested to know what universities used the yaroze and if 
>> there are course notes floating around, ive found some, but im sure 
>> there were plenty of places using yaroze. Perhaps sony knows the 


>> answer to this one :) Would be interested to see how people were 
>> taught the system.. would make an interesting read :) 
Ch 


—-MESSAGE FILE 10596 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009324 


--MESSAGE FILE 10597 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009325 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 
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Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Wed, 15 Apr 2009 10:08:45 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <gs32osSgo81@www.netyaroze-europe. com> 
References: <gnt5o00$ivcl@www.netyaroze-europe.com> <op.uq361z2i3ab967@rikki-princes— 
macbook.local> <gq9vseSbdl@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-15; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
In-Reply-To: <gq9vseSbdl1l@www.netyaroze-europe. com> 


Well i managed to get some course notes :) they are Yaroze specific, 
just going through them now to see what they are like, and then i can 
post them if people would like. would be nice if this forum had a few 
more members, or even if it could be opened up to be a bit more active.. 


Still looking for more schools that had the units, quite keen to get a 
collection of course notes.. 


Greg Cook wrote: 
Cheers Rikki, 


Sarah has contacted me with 2 professors, so im trying to contact them 
to see what might be available :) 


will keep you informed.. 
Rikki Prince wrote: 


> The only place I definitely remember teaching the Yaroze was Abertay. 
>> They had a big lab of them. 


VVVVVVVVV 


>> There may have been a couple of English unis with them too. Places 
>> that pop into my head, though I don't have a clear memory of them 
>> having them, are Middlesex and Teeside. Maybe Sheffield Hallam as 
>> well, but I don't think they were into games courses that early. 


>> I've no idea what notes might be available. You could contact the 
>> unis directly, or if you have no luck with that, maybe try Sarah 


>> Lemarie at SCEE. She's the educational liason for Sony (as well as 

>> linux evangelist and all round great gal). 

>> 

>> If you do get hold of any course notes, could you drop me a line. I'd 


>> be interested if they contain anything about game design (rather than 
>> just the technical side of things). 


>> Cheers, 
>> Rikki 


>> On Mon, 23 Feb 2009 03:16:27 -0000, Greg Cook <gjcook@gmail.com> wrote: 


>>> i wouldnt mind getting hold of the Yaroze demo disk that was given 
>>> away via sony. ive seen one before on ebay with a yaroze someone was 
>>> selling, im interested to know what was on it.. Anyone have one or 
>>> know what was on it? 

>>> 

>>> I'm also interested to know what universities used the yaroze and if 
>>> there are course notes floating around, ive found some, but im sure 
>>> there were plenty of places using yaroze. Perhaps sony knows the 


>>> answer to this one :) Would be interested to see how people were 
>>> taught the system.. would make an interesting read :) 

> Ch 

W 


--MESSAGE FILE 10597 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009325 


——MESSAGE FILE 10598 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
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00009326 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 
Subject: NetYaroze-Europe ... nearly time to say goodbye 
Date: Tue, 28 Apr 2009 10:18:36 +0100 

Organization: SCEE 

Lines: 18 

Message-ID: <gt6ivdSbv91@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 
X-RFC2646: Format=Flowed; Original 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9326 scee.yaroze.announce 
2273 


Hi everyone, 


The Net Yaroze Programme was started in March 1997, and we've seen many of 
those first members take their experiences to either understand more about 
the games development process, or indeed as a stepping stone to entering the 
industry. 


Sadly, the Netyaroze-Europe server is at the end of its life, and we are 
planning to turn it off (before it dies in a mess), 


Could you spread the word about taking any copies of any files that you have 
on this server ? 


Thanks, 


Paul 


—-MESSAGE FILE 10598 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009326 


—--MESSAGE FILE 10599 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009327 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 28 Apr 2009 15:12:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <gt743rSbv92@www.netyaroze-europe. com> 

References: <gt6ivdSbv91@www.netyaroze-europe.com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9327 scee.yaroze.announce 
2274 


Hi Paul, 
Thanks for the heads up. 


Would it be possible to get a backup of the whole site and newsgroups burned 
to a CD/DVD? 


I'd like to archive as much as possible - games, demos, utilites, docs, 
interesting newsgroup threads, etc - it'd be a shame if it all just 
disappeared into the ether, and it'd be quite a job to go through the whole 
site saving stuff by hand. 


Thanks, 


Net Yaroze newsgroups message dump.txt Page 7092 
Derek 

http://www.netyaroze-europe.com/~tomaandi/ 

All good things... 

"Paul Holman" <Paul_Holman@scee.net> wrote in message 


news: gt6ivdSbv91l@www.netyaroze-europe.com... 
> Hi everyone, 


> 

> The Net Yaroze Programme was started in March 1997, and we've seen many of 
> those first members take their experiences to either understand more about 
> the games development process, or indeed as a stepping stone to entering 

> the industry. 

> 

> Sadly, the Netyaroze-Europe server is at the end of its life, and we are 

> planning to turn it off (before it dies in a mess), 

> 

> Could you spread the word about taking any copies of any files that you 

> have on this server ? 

> 

> Thanks, 

> 

> Paul 

> 


—-MESSAGE FILE 10599 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009327 


T 


——MESSAGE FILE 10600 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009328 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Wed, 29 Apr 2009 07:30:09 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <gt7mokSbv94@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 122-57-14-202.jetstream.xtra.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt743rSbv92@www.netyaroze-europe. com> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9328 scee.yaroze.announce 
2:15 


I'd also be very keen for an entire archive of everything.. If someone 
could archive id be willing to just download a cd/dvd imagine.. though 
with my crappy internet this might take a while : ( 


Can anyone suggest a very good offline newsgroup reader, as i'll try and 
archive the news groups that way.. 


Also wondering what Yaroze bits are left over at scee? any spares i 
might be keen on grabbing to keep my unit and documentation going as 
long as possible. 


i had wondered when this day might come 


Derek da Silva wrote: 
Hi Paul, 


Thanks for the heads up. 


Would it be possible to get a backup of the whole site and newsgroups burned 
to a CD/DVD? 


VV VV V V V 
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> I'd like to archive as much as possible - games, demos, utilites, docs, 
> interesting newsgroup threads, etc - it'd be a shame if it all just 

> disappeared into the ether, and it'd be quite a job to go through the whole 
> site saving stuff by hand. 

> 

> Thanks, 

> Derek 

> 

> http://www.netyaroze-europe.com/~tomaandi/ 

> 

> All good things... 

> 

> "Paul Holman" <Paul_Holman@scee.net> wrote in message 

> news:gt6ivdSbv91l@www.netyaroze-europe.com... 


>> Hi everyone, 


>> The Net Yaroze Programme was started in March 1997, and we've seen many of 
>> those first members take their experiences to either understand more about 
>> the games development process, or indeed as a stepping stone to entering 
>> the industry. 


>> Sadly, the Netyaroze-Europe server is at the end of its life, and we are 
>> planning to turn it off (before it dies in a mess), 


>> Could you spread the word about taking any copies of any files that you 
>> have on this server ? 


>> Thanks, 


>> Paul 


—-MESSAGE FILE 10600 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009328 


——MESSAGE FILE 10601 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009329 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 28 Apr 2009 13:57:43 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <gt7rs4Sbv95@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
-com> <gt7mok$bv94@www.netyaroze-europe. com> 

NNTP-Posting-Host: searspoint.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
In-Reply-To: <gt7mokSbv94@www.netyaroze-europe. com> 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9329 scee.yaroze.announce 
2276 


Perhaps an official Yaroze alumni Facebook page would be in order? 
I agree about archiving everything under the sun. 


Scott 
-—-MESSAGE FILE 10601 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009329 


—--MESSAGE FILE 10602 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009330 

Path: chuka.playstation.co.uk!news 

From: Scott Cartier <skah_t@dragonshadow.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 
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Date: Tue, 28 Apr 2009 14:48:05 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <gt7uqiSbv96@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokSbv94@www.netyaroze-europe.com> <gt7rs4Sbv95@www.netyaroze-europe. com> 
NNTP-Posting-Host: searspoint.nvidia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt7rs4Sbv95@www.netyaroze-europe. com> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9330 scee.yaroze.announce 
22900 


Heh. Not only is there a Yaroze Facebook page, but I'm already a 
member. Oops :) 


http://www.facebook.com/group.php?sid=41a53e08234e313007185dd8e9b7b9b7 &gid=238249863 
8&ref=search 


Scott 
—-MESSAGE FILE 10602 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009330 


——MESSAGE FILE 10603 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009331 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Wed, 29 Apr 2009 14:15:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <gt9165Shbm1@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokS$bv94@www.netyaroze-europe. com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9331 scee.yaroze.announce 
2278 


> Can anyone suggest a very good offline newsgroup reader, as i'll try and 
> archive the news groups that way.. 


http://mpgravity.sourceforge.net/ 


I'm using Gravity 2.7.1. Add the www.netyaroze-europe.com server and 
subscribe to all the groups and select save article bodies as the storage 
mode. It'll create a database in 

C:\Program Files\Gravity\newsdb\www.netyaroze-europe.com 

which you can save and restore with the GravityBackup.exe utility. 


—-MESSAGE FILE 10603 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009331 


—-MESSAGE FILE 10604 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009332 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Wed, 29 Apr 2009 14:29:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <gt9m07Shbm2@www.netyaroze-europe. com> 

References: <gnt5o00Sivcl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 92-235-236-118.cable.ubrl17.aztw.blueyonder.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


I'm fairly certain The University of the West of England had a Yaroze lab. 
http: //www.uwe.ac.uk/ 


Derek 


"Greg Cook" <gjcook@gmail.com> wrote in message 

news: gnt500Sivcl@www.netyaroze-europe.com... 

>i wouldnt mind getting hold of the Yaroze demo disk that was given away via 
>sony. ive seen one before on ebay with a yaroze someone was selling, im 
>interested to know what was on it.. Anyone have one or know what was on it? 
> 

I'm also interested to know what universities used the yaroze and if there 
are course notes floating around, ive found some, but im sure there were 
plenty of places using yaroze. Perhaps sony knows the answer to this one 
:) Would be interested to see how people were taught the system.. would 
make an interesting read :) 


VVVVYV 


—-MESSAGE FILE 10604 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009332 


—--MESSAGE FILE 10605 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009333 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Thu, 30 Apr 2009 10:18:05 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <gtakunShbm3@www.netyaroze-europe. com> 

References: <gnt5o00Sivcl@www.netyaroze-europe.com> <gt9m07Shbm2@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt9m07Shbm2@www.netyaroze-europe. com> 


erek da Silva wrote: 
I'm fairly certain The University of the West of England had a Yaroze lab. 


http://www.uwe.ac.uk/ 


Derek 


"Greg Cook" <gjcook@gmail.com> wrote in message 

news: gnt500Sivcl@www.netyaroze-europe.com... 

>> i wouldnt mind getting hold of the Yaroze demo disk that was given away via 
>> sony. ive seen one before on ebay with a yaroze someone was selling, im 

>> interested to know what was on it.. Anyone have one or know what was on it? 


VVVVVVVVV VO 


>> I'm also interested to know what universities used the yaroze and if there 
>> are course notes floating around, ive found some, but im sure there were 
>> plenty of places using yaroze. Perhaps sony knows the answer to this one 
>> :) Would be interested to see how people were taught the system.. would 
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>> make an interesting read :) 
> 
> 


Thanks Derek. 


Unfortunately the name i found associated with that course ended up 
passing away in 2000 unexpectedly. I'm sure the university may have 
something still on hand, but if the course organiser isnt with the 
school it may be hard to find that information. 


Will keep trying :) 
-—-MESSAGE FILE 10605 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009333 


——MESSAGE FILE 10606 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009334 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Thu, 30 Apr 2009 10:18:50 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <gtal04Shbm4@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokSbv94@www.netyaroze-europe.com> <gt9165Shbm1@www.netyaroze-europe. com> 
NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gt9165Shbm1@www.netyaroze-europe. com> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9334 scee.yaroze.announce 
22:79 


great will give it a go, im curently trying a free product called 
XanaNews which seems to be ok.. But Gravity seems to have more 
filtering options. 


Derek da Silva wrote: 
>> Can anyone suggest a very good offline newsgroup reader, as i'll try and 
>> archive the news groups that way.. 


> 

> http://mpgravity.sourceforge.net/ 

> 

> I'm using Gravity 2.7.1. Add the www.netyaroze-europe.com server and 
> subscribe to all the groups and select save article bodies as the storage 
> mode. It'll create a database in 

> C:\Program Files\Gravity\newsdb\www.netyaroze-europe.com 

> which you can save and restore with the GravityBackup.exe utility. 
> 

> 

> 

> 


—-MESSAGE FILE 10606 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009334 


--MESSAGE FILE 10607 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009335 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal+news-yaroze@gmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 
Date: Mon, 04 May 2009 19:23:41 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <gtn9i4$m3al@www.netyaroze-europe. com> 
References: <gt6ivdSbv9l1l@www.netyaroze-europe. com> 
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NNTP-Posting-Host: 101.106.85-79.rev.gaoland.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
In-Reply-To: <gt6ivdSbv91@www.netyaroze-europe. com> 


Well, goodbye to everybody then. These were good times. Hope we meet 
again some way... :) 


(Thanks Derek for notifying me!) 
—-MESSAGE FILE 10607 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009335 


——MESSAGE FILE 10608 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009336 

Path: chuka.playstation.co.uk!news 

From: Philippe Lorin <palpalpalpal+news-yaroze@gmail.com> 
Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Mon, 04 May 2009 19:26:41 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <gtn9nnS$m3a2@www.netyaroze-europe. com> 
References: <gnt5o00Sivcl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 101.106.85-79.rev.gaoland.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
In-Reply-To: <gnt5o00Sivcl@www.netyaroze-europe. com> 


Greg Cook wrote: 
> I'm also interested to know what universities used the yaroze 


I believe this French computer science school had Yarozes: 

http://www.epita.fr/ 

-—-MESSAGE FILE 10608 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009336 


——MESSAGE FILE 10609 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009337 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.announce 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Mon, 4 May 2009 21:17:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <gtnjodSm3a3@www.netyaroze-europe.com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gt743rSbv92@www.netyaroze-europe 
.com> <gt7mokSbv94@www.netyaroze-europe. com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:9337 scee.yaroze.announce 
2280 


A mirror of the entire site can be created using wget like so: 


wget -mbc username=user password=password 
http://www.netyaroze-europe.com 


http://www.christopherlewis.com/WGet/wget-1.11.4b.zip 


—-MESSAGE FILE 10609 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009337 
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——MESSAGE FILE 10610 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009338 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 5 May 2009 10:02:09 +0100 

Organization: SCEE 

Lines: 24 

Message-ID: <gtp0ijSm3a6@www.netyaroze-europe.com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


Hi Everyone, 


Just to confirm - we have a full backup of the entire website. 

However, its not an easy thing to shae more generally because there there is 
the question of access control (some people had their own private 
directories), and to be honest we lack the man-power to spend time to review 
all the contents. 


Unfortunately, the server failed a security review and thus needs to be 
pensioned off. 


I'll ask our IT people to find out whats possible. 


- Paul 


"Philippe Lorin" <palpalpalpal+news-yaroze@gmail.com> wrote in message 

news: gtn9i4Sm3al@www.netyaroze-europe.com... 

> Well, goodbye to everybody then. These were good times. Hope we meet again 
> some way... :) 

> 

> (Thanks Derek for notifying me!) 


—-MESSAGE FILE 10610 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009338 


——MESSAGE FILE 10611 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009339 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 05 May 2009 22:42:42 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <gtp6éfnSm3a8@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe. com> 

NNTP-Posting-Host: 122-57-14-202.jetstream.xtra.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gtp0ijSm3a6@www.netyaroze-europe. com> 


Thanks for the update paul 
anything we can salvage would be good, i know the private folders is a 


bit tricky, I would assume that anything in them would have been yaroze 
based work, Perhaps those of us keen for the archive could sign an NDA 
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or something along those lines so that sensitive information isn't 
released ( at least not without the authors permissions should they be 
able to be contacted ), perhaps a couple of us could find the time to go 
through the folders and do the manual work for you.. As it stands i dont 
believe much is any yaroze stuff has really been released outside of the 
members sites/newsgroups.. 


your call, but im keen to get as much as i can archived. 


Thanks 
greg 


Paul Holman wrote: 
Hi Everyone, 


Just to confirm - we have a full backup of the entire website. 

However, its not an easy thing to shae more generally because there there is 
the question of access control (some people had their own private 
directories), and to be honest we lack the man-power to spend time to review 
all the contents. 


Unfortunately, the server failed a security review and thus needs to be 
pensioned off. 


I'll ask our IT people to find out whats possible. 


- Paul 


VVVVVVVVVVVVV VV VV 


"Philippe Lorin" <palpalpalpal+news-yaroze@gmail.com> wrote in message 
news:gtn9i4Sm3al@www.netyaroze-europe.com... 


v 


>> Well, goodbye to everybody then. These were good times. Hope we meet again 
>> some way... :) 

>> 

>> (Thanks Derek for notifying me!) 

> 

> 


—-MESSAGE FILE 10611 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009339 


—-MESSAGE FILE 10612 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009340 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Mon, 11 May 2009 16:35:03 +0100 

Organization: SCEE 

Lines: 63 

Message-ID: <gu9hrd$d421@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gtn9i4S$m3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


Hi, 


Just to let you know - we will plan to provide a zip file with all the SCE 
elements of this website as a single tarball (including the forums). 


I'm also speaking to my counterparts about the possibility of including the 
source code to some of the utilities to make it easier to port to more 
modern OS. 

(Incidentally, has anyone tried VirtualBox) ? 


No promises, but if I am able - which utilities would be most wanted ? 
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Thanks ! 
Paul 
"Greg Cook" <gjcook@gmail.com> wrote in message 


news: gtp6fnSm3a8@www.netyaroze-europe.com... 
> Thanks for the update paul 


Paul Holman wrote: 
> Hi Everyone, 


> 

> anything we can salvage would be good, i know the private folders is a bit 
> tricky, I would assume that anything in them would have been yaroze based 
> work, Perhaps those of us keen for the archive could sign an NDA or 

> something along those lines so that sensitive information isn't released 
> ( at least not without the authors permissions should they be able to be 
> contacted ), perhaps a couple of us could find the time to go through the 
> folders and do the manual work for you.. As it stands i dont believe much 
> is any yaroze stuff has really been released outside of the members 

> sites/newsgroups.. 

> 

> your call, but im keen to get as much as i can archived. 

> 

> Thanks 

> greg 

> 

> 

> 

> 


>> Just to confirm - we have a full backup of the entire website. 

>> However, its not an easy thing to shae more generally because there there 
>> is the question of access control (some people had their own private 

>> directories), and to be honest we lack the man-power to spend time to 

>> review all the contents. 


>> Unfortunately, the server failed a security review and thus needs to be 
>> pensioned off. 


>> I'll ask our IT people to find out whats possible. 

>> - Paul 

>> "Philippe Lorin" <palpalpalpal+news-yaroze@gmail.com> wrote in message 
>> news:gtn9i4Sm3al@www.netyaroze-europe.com... 


>>> Well, goodbye to everybody then. These were good times. Hope we meet 
>>> again some way... :) 


>>> (Thanks Derek for notifying me!) 
>> 


—-MESSAGE FILE 10612 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009340 


——MESSAGE FILE 10613 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009341 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 12 May 2009 08:26:25 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <gua2to$d422@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe. com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
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In-Reply-To: <gu9hrd$d421@www.netyaroze-europe. com> 


Hi Paul. 


Sounds great. My preference would be the compiler gcc tools working 
correctly under xp/vista or instructions on how to build them/cross 
compile. Currently they are gcc 2.71.. a newer version would be great. 

Gee 2.71 is provided as a download in the members web site, but i cant 
seem to get it compiling correctly now.. 


I think the other tools work in a windows environment ( aside from 
sicons, but there are replacements for those ).. 


Thanks 


Paul Holman wrote: 


> Hi, 

> 

> Just to let you know - we will plan to provide a zip file with all the SCE 
> elements of this website as a single tarball (including the forums). 

> 

> I'm also speaking to my counterparts about the possibility of including the 
> source code to some of the utilities to make it easier to port to more 

> modern OS. 

> 

> (Incidentally, has anyone tried VirtualBox) ? 

> 

> No promises, but if I am able - which utilities would be most wanted ? 

> 

> Thanks ! 

> 

> Paul 

> 

> 

> "Greg Cook" <gjcook@gmail.com> wrote in message 

> news:gtp6fnSm3a8@www.netyaroze-europe.com... 


>> Thanks for the update paul 


>> anything we can salvage would be good, i know the private folders is a bit 
>> tricky, I would assume that anything in them would have been yaroze based 
>> work, Perhaps those of us keen for the archive could sign an NDA or 

>> something along those lines so that sensitive information isn't released 
>> ( at least not without the authors permissions should they be able to be 
>> contacted ), perhaps a couple of us could find the time to go through the 
>> folders and do the manual work for you.. As it stands i dont believe much 
>> is any yaroze stuff has really been released outside of the members 

>> sites/newsgroups.. 


>> your call, but im keen to get as much as i can archived. 


>> Thanks 
>> greg 


>> Paul Holman wrote: 

>>> Hi Everyone, 

>>> 

>>> Just to confirm - we have a full backup of the entire website. 

>>> However, its not an easy thing to shae more generally because there there 
>>> is the question of access control (some people had their own private 
>>> directories), and to be honest we lack the man-power to spend time to 
>>> review all the contents. 

>>> 

>>> Unfortunately, the server failed a security review and thus needs to be 
>>> pensioned off. 


>>> 

>>> I'll ask our IT people to find out whats possible. 
>>> 

>>> - Paul 

>>> 


>>> 
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>>> "Philippe Lorin" <palpalpalpal+news-yaroze@gmail.com> wrote in message 

>>> news:gtn9i4Sm3al@www.netyaroze-europe.com... 

>>>> Well, goodbye to everybody then. These were good times. Hope we meet 

>>>> again some way... :) 

>>>> 

>>>> (Thanks Derek for notifying me!) 

> 

—-MESSAGE FILE 10613 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009341 


—-MESSAGE FILE 10614 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009342 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 12 May 2009 11:04:38 +0100 

Organization: SCEE 
Lines: 95 
Message-ID: <gubirsShsjl@www.netyaroze-europe.com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe.com> 
NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


Hi Greg, 


Ah ... whilst it might be possible to get source code, getting compiler 
engineers to port GCC might be more of a challange. 


We don't even have a Net Yaroze in the office anymore ! 


Upgrading and porting the GCC compiler was a reasonable sized project on 
PS3. 


Paul 
"Greg Cook" <gjcook@gmail.com> wrote in message 


news: gua2toS$d422@www.netyaroze-europe.com... 
> Hi Paul. 


> 

> Sounds great. My preference would be the compiler gcc tools working 

> correctly under xp/vista or instructions on how to build them/cross 

> compile. Currently they are gcc 2.71.. a newer version would be great. 
> Gece 2.71 is provided as a download in the members web site, but i cant 
> seem to get it compiling correctly now.. 

> 

> I think the other tools work in a windows environment ( aside from sicons, 
> but there are replacements for those ).. 

> 

> Thanks 

> 

> 

> 

> Paul Holman wrote: 

>> Hi, 

>> 


>> Just to let you know - we will plan to provide a zip file with all the 
>> SCE elements of this website as a single tarball (including the forums). 


>> I'm also speaking to my counterparts about the possibility of including 
>> the source code to some of the utilities to make it easier to port to 
>> more modern OS. 


>> (Incidentally, has anyone tried VirtualBox) ? 
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>> No promises, but if I am able - which utilities would be most wanted ? 
>> 

>> Thanks ! 

>> 

>> Paul 

>> 

>> 

>> "Greg Cook" <gjcook@gmail.com> wrote in message 

>> news:gtp6fnS$m3a8@www.netyaroze-europe.com... 

>>> Thanks for the update paul 

>>> 

>>> anything we can salvage would be good, i know the private folders is a 
>>> bit tricky, I would assume that anything in them would have been yaroze 
>>> based work, Perhaps those of us keen for the archive could sign an NDA 
>>> or something along those lines so that sensitive information isn't 

>>> released ( at least not without the authors permissions should they be 
>>> able to be contacted ), perhaps a couple of us could find the time to go 
>>> through the folders and do the manual work for you.. As it stands i dont 
>>> believe much is any yaroze stuff has really been released outside of the 
>>> members sites/newsgroups.. 

>>> 

>>> your call, but im keen to get as much as i can archived. 

>>> 

>>> Thanks 

>>> greg 

>>> 

>>> 

>>> Paul Holman wrote: 

>>>> Hi Everyone, 

>>>> 

>>>> Just to confirm - we have a full backup of the entire website. 

>>>> However, its not an easy thing to shae more generally because there 
>>>> there is the question of access control (some people had their own 
>>>> private directories), and to be honest we lack the man-power to spend 
>>>> time to review all the contents. 

>>>> 

>>>> Unfortunately, the server failed a security review and thus needs to be 
>>>> pensioned off. 

>>>> 

>>>> I'll ask our IT people to find out whats possible. 

>>>> 

>>>> - Paul 

>>>> 

>>>> 

>>>> "Philippe Lorin" <palpalpalpalt+tnews-yaroze@gmail.com> wrote in message 
>>>> news:gtn9i4Sm3al@www.netyaroze-europe.com... 

>>>>> Well, goodbye to everybody then. These were good times. Hope we meet 
>>>>> again some way... :) 

>>>>> 

>>>>> (Thanks Derek for notifying me!) 

>> 


—-MESSAGE FILE 10614 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009342 


——MESSAGE FILE 10615 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009343 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Any interest in coming to London or Brighton for a Drink ? 
Date: Tue, 12 May 2009 11:06:40 +0100 

Organization: SCEE 

Lines: 7 

Message-ID: <gubivnShsj2@www.netyaroze-europe. com> 
NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.3350 

X-RFC2646: Format=Flowed; Original 
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To mark the end of "chuka", our Sun Server that has been serving Net Yaroze 
for the last 12 years, would anyone be interested in coming to either our 
offices in London or to Develop in Brighton in July for a drink to two ? 


Our Shout. 


-—-MESSAGE FILE 10615 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009343 


—-MESSAGE FILE 10616 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009344 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any interest in coming to London or Brighton for a Drink ? 
Date: Wed, 13 May 2009 08:25:24 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <4A09DB34.2040904@gmail.com> 

References: <gubivnShsj2@www.netyaroze-europe.com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

To: Paul Holman <Paul_Holman@scee.net> 

In-Reply-To: <gubivn$hsj2@www.netyaroze-europe. com> 


Would love too :) I assume you are shouting the airfare from New Zealand 
as well ;) 


Paul Holman wrote: 

To mark the end of "chuka", our Sun Server that has been serving Net Yaroze 
for the last 12 years, would anyone be interested in coming to either our 
offices in London or to Develop in Brighton in July for a drink to two ? 


Our Shout. 


VV V V V V V 


--MESSAGE FILE 10616 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009344 


——MESSAGE FILE 10617 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009345 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Wed, 13 May 2009 12:44:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 

Message-ID: <gued2tShsj3@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gtn9i4S$m3al@www.netyaroze-europe 
.com> <gtp0ij$Sm3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe. com> 
NNTP-Posting-Host: 92-235-236-118.cable.ubrl17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


It might be possible to get GCC 2.95.2 working under cygwin using these 
instructions for linux: 


www.netyaroze-europe.com.bak/~cbauer/yarlinux.html 


Derek 
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"Greg Cook" <gjcook@gmail.com> wrote in message 
news: gua2toS$d422@www.netyaroze-europe.com... 
> Hi Paul. 


> 

> Sounds great. My preference would be the compiler gcc tools working 

> correctly under xp/vista or instructions on how to build them/cross 

> compile. Currently they are gcc 2.71.. a newer version would be great. 
> Gece 2.71 is provided as a download in the members web site, but i cant 
> seem to get it compiling correctly now.. 

> 

> I think the other tools work in a windows environment ( aside from sicons, 
> but there are replacements for those ).. 

> 

> Thanks 

> 

> 

> 

> Paul Holman wrote: 

>> Hi, 

>> 


>> Just to let you know - we will plan to provide a zip file with all the 
>> SCE elements of this website as a single tarball (including the forums). 


>> I'm also speaking to my counterparts about the possibility of including 
>> the source code to some of the utilities to make it easier to port to 
>> more modern OS. 


>> (Incidentally, has anyone tried VirtualBox) ? 
>> No promises, but if I am able - which utilities would be most wanted ? 
>> Thanks ! 


>> Paul 


>> "Greg Cook" <gjcook@gmail.com> wrote in message 

>> news:gtp6fnSm3a8@www.netyaroze-europe.com... 

>>> Thanks for the update paul 

>>> 

>>> anything we can salvage would be good, i know the private folders is a 
>>> bit tricky, I would assume that anything in them would have been yaroze 
>>> based work, Perhaps those of us keen for the archive could sign an NDA 
>>> or something along those lines so that sensitive information isn't 

>>> released ( at least not without the authors permissions should they be 
>>> able to be contacted ), perhaps a couple of us could find the time to go 
>>> through the folders and do the manual work for you.. As it stands i dont 
>>> believe much is any yaroze stuff has really been released outside of the 
>>> members sites/newsgroups.. 

>>> 

>>> your call, but im keen to get as much as i can archived. 

>>> 

>>> Thanks 

>>> greg 

>>> 

>>> 

>>> Paul Holman wrote: 

>>>> Hi Everyone, 

>>>> 

>>>> Just to confirm - we have a full backup of the entire website. 

>>>> However, its not an easy thing to shae more generally because there 
>>>> there is the question of access control (some people had their own 

>>>> private directories), and to be honest we lack the man-power to spend 
>>>> time to review all the contents. 

>>>> 

>>>> Unfortunately, the server failed a security review and thus needs to be 
>>>> pensioned off. 

>>>> 

>>>> I'll ask our IT people to find out whats possible. 

>>>> 

>>>> - Paul 

>>>> 
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>>>> 

>>>> "Philippe Lorin" <palpalpalpalt+news-yaroze@gmail.com> wrote in message 
>>>> news:gtn9i4Sm3al@www.netyaroze-europe.com... 

>>>>> Well, goodbye to everybody then. These were good times. Hope we meet 
>>>>> again some way... :) 

>>>>> 

>>>>> (Thanks Derek for notifying me!) 

>> 


—-MESSAGE FILE 10617 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009345 


--MESSAGE FILE 10618 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009346 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Wed, 13 May 2009 13:19:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <guef4bShs7j4@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe. com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


Hi Paul, 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 

news: gu9hrd$d421@www.netyaroze-europe.com... 

> Hi, 

> 

> Just to let you know - we will plan to provide a zip file with all the SCE 
> elements of this website as a single tarball (including the forums). 


That's great. Thanks! 


I'm also speaking to my counterparts about the possibility of including 
the source code to some of the utilities to make it easier to port to more 
modern OS. 


VVVVYV 


(Incidentally, has anyone tried VirtualBox) ? 
I haven't but I'll check it out. 
> No promises, but if I am able - which utilities would be most wanted ? 


vabtool, vagedit, wav2vag2, timtool3, timutil, the rsd/tmd tools. 


> Thanks ! 
> 
> Paul 


Derek 


—-MESSAGE FILE 10618 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009346 


——MESSAGE FILE 10619 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009347 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 
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Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Thu, 14 May 2009 09:36:16 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <4A0B3D50.70203@gmail.com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gtn9i4S$m3al@www.netyaroze-europe 
.com> <gtp0ij$Sm3a6@www.netyaroze-europe.com> <gtpé6éfnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe.com> <gued2 
tShsj3@www.netyaroze-europe. com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

To: Derek da Silva <tomaandi@blueyonder.co.uk> 

In-Reply-To: <gued2t$hsj3@www.netyaroze-europe.com> 


Hi Derek, 


have you tried this before? ive only really tried using djgpp but 
failed, perhaps cygwin is an option 


i also see that 
http://www.netyaroze-europe.com/~crj00686/index. html 
has done a build of gcc for win32. and though make seems to run under my 


xp machine, i cant figure out how to get it to link correctly to gcc.. 
it seems to fail.. would be nice to get this working under xp and vista :) 


Derek da Silva wrote: 


> It might be possible to get GCC 2.95.2 working under cygwin using these 
> instructions for linux: 

> www.netyaroze-europe.com.bak/~cbauer/yarlinux.html 

> 

> Derek 


—-MESSAGE FILE 10619 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009347 


——MESSAGE FILE 10620 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009348 
Path: chuka.playstation.co.uk!news 
From: "Chris Wallace" <chrisw1337@btinternet.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 
Date: Thu, 14 May 2009 11:29:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 72 
Message-ID: <gugt25Shs j5@www.netyaroze-europe. com> 
References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe. com> 
Reply-To: "Chris Wallace" <chrisw1337@btinternet.com> 
NNTP-Posting-Host: 91.143.178.131 
Mime-Version: 1.0 
Content-Type: text/plain; 
format=flowed; 
charset="iso-8859-1"; 
reply-type=response 
Content-Transfer-Encoding: 7bit 
In-Reply-To: <gu9hrd$d421@www.netyaroze-europe. com> 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Windows Mail 6.0.6001.18000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.0.6001.18049 


A backup would indeed be very nice, I don't get a lot of time for Yaroze 
stuff anymore but I hate the idea that should I find some I wouldn't be able 
to get it up and running again! 
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"Paul Holman" <Paul_Holman@scee.net> wrote in message 
news: gu9hrd$d421@www.netyaroze-europe.com... 


> Hi; 

> 

> Just to let you know - we will plan to provide a zip file with all the SCE 
> elements of this website as a single tarball (including the forums). 

> 

> I'm also speaking to my counterparts about the possibility of including 
> the source code to some of the utilities to make it easier to port to more 
> modern OS. 

> 

> (Incidentally, has anyone tried VirtualBox) ? 

> 

> No promises, but if I am able - which utilities would be most wanted ? 
> 

> Thanks ! 

> 

> Paul 

> 

> 

> "Greg Cook" <gjcook@gmail.com> wrote in message 

> news:gtp6fnSm3a8@www.netyaroze-europe.com... 

>> Thanks for the update paul 


>> anything we can salvage would be good, i know the private folders is a 
>> bit tricky, I would assume that anything in them would have been yaroze 
>> based work, Perhaps those of us keen for the archive could sign an NDA 
>> or something along those lines so that sensitive information isn't 

>> released ( at least not without the authors permissions should they be 
>> able to be contacted ), perhaps a couple of us could find the time to go 
>> through the folders and do the manual work for you.. As it stands i dont 
>> believe much is any yaroze stuff has really been released outside of the 
>> members sites/newsgroups.. 


>> your call, but im keen to get as much as i can archived. 


>> Thanks 
>> greg 


>> Paul Holman wrote: 
>>> Hi Everyone, 


>>> Just to confirm - we have a full backup of the entire website. 

>>> However, its not an easy thing to shae more generally because there 
>>> there is the question of access control (some people had their own 
>>> private directories), and to be honest we lack the man-power to spend 
>>> time to review all the contents. 


>>> Unfortunately, the server failed a security review and thus needs to be 
>>> pensioned off. 


>>> I'll ask our IT people to find out whats possible. 


>>> - Paul 


>>> "Philippe Lorin" <palpalpalpal+news-yaroze@gmail.com> wrote in message 
>>> news:gtn9i4Sm3al@www.netyaroze-europe.com... 

>>>> Well, goodbye to everybody then. These were good times. Hope we meet 
>>>> again some way... :) 


>>>> (Thanks Derek for notifying me!) 


—-MESSAGE FILE 10620 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009348 


—-MESSAGE FILE 10621 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
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00009349 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <tomaandi@blueyonder.co.uk> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Mon, 18 May 2009 12:10:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <gurh0k$p331@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe.com> <gued2 
tShsj3@www.netyaroze-europe.com> <4A0B3D50.70203@gmail.com> 

NNTP-Posting-Host: 92-235-236-118.cable.ubr17.aztw.blueyonder.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


Hi Greg, 


I finally got around to trying this today. Here's what I did: 


Install Cygwin with make, gcc, flex, patch, tar, gzip, autoconfig, gperf, 
and bison. 


Download: 


binutils-2.10.tar.gz 
gcc-core-2.95.2.tar.gz 
gcc-gt+-2.95.2.tar.gz 


Follow the instructions: 
www.netyaroze-europe.com/~cbauer/yarlinux.html 


The only change I made was to use binutils-2.10. The line you want to add to 
the specs file is 
/usr/local/mipsel-ecoff/lib/startup.o 


The bouncing ball demo compiled and ran without any problems so hopefully 
that means everything's working. I haven't tried the instructions for 
modifying libps.a to get floats etc working or C++ yet. 


It looks like it might also be possible to get at least GCC 3.0.4 working 
(which has much better C99 support). See here: 


http://vmips.sourceforge.net/utils/mips-tools/cygwin/ 


Derek 


—-MESSAGE FILE 10621 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009349 


——MESSAGE FILE 10622 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009350 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Tue, 19 May 2009 08:34:09 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <gusid0f$ql2@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$m3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe.com> <gued2 
tShsj3@www.netyaroze-europe.com> <4A0B3D50.70203@gmail.com> <gurh0k$p331@www.netyaro 
ze-europe. com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 
In-Reply-To: <gurh0k$p331@www.netyaroze-europe. com> 


Derek da Silva wrote: 
Hi Greg, 


I finally got around to trying this today. Here's what I did: 


Install Cygwin with make, gcc, flex, patch, tar, gzip, autoconfig, gperf, 
and bison. 


Download: 


binutils-2.10.tar.gz 
gcc-core-2.95.2.tar.gz 
gcc-gt+-2.95.2.tar.gz 


Follow the instructions: 
www.netyaroze-europe.com/~cbauer/yarlinux.html 


The only change I made was to use binutils-2.10. The line you want to add to 
the specs file is 
/usr/local/mipsel-ecoff/lib/startup.o 


The bouncing ball demo compiled and ran without any problems so hopefully 
that means everything's working. I haven't tried the instructions for 
modifying libps.a to get floats etc working or C++ yet. 


It looks like it might also be possible to get at least GCC 3.0.4 working 
(which has much better C99 support). See here: 


http://vmips.sourceforge.net/utils/mips-tools/cygwin/ 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Derek 
> 
Any chance you could release what you have compiled ( or if you decide 
to take this further with c++ then to release that ) .. Did you have to 
put files in certain folders? when running under xp/vista? 


—-MESSAGE FILE 10622 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009350 


——MESSAGE FILE 10623 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009351 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <not-this-bit.kennymillar@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Yaroze Demo Disc and Course notes. 

Date: Wed, 20 May 2009 15:53:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <gvl6oa$Sql3@www.netyaroze-europe. com> 

References: <gnt500Sivcl@www.netyaroze-europe.com> <op.uq361z2i3ab967@rikki-princes-— 
macbook.local> <gq9vseSbdl@www.netyaroze-europe.com> <gs32osSgo81@www.netyaroze-euro 
pe.com> 

NNTP-Posting-Host: host81-151-128-127.range81-151.btcentralplus.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.5512 

X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2900.5579 

X-RFC2646: Format=Flowed; Response 


wow - I'd love to see those course notes! 
-Kenny 


"Greg Cook" <gjcook@gmail.com> wrote in message 
news:gs32o0s$go81@www.netyaroze-europe.com... 

> Well i managed to get some course notes :) they are Yaroze specific, just 
> going through them now to see what they are like, and then i can post them 


Net Yaroze newsgroups message dump.txt Page 7111 


if people would like. would be nice if this forum had a few more members, 
or even if it could be opened up to be a bit more active.. 


Still looking for more schools that had the units, quite keen to get a 
collection of course notes.. 


Greg Cook wrote: 
> Cheers Rikki, 


VVVVVVVV VV 


>> Sarah has contacted me with 2 professors, so im trying to contact them to 
>> see what might be available :) 


>> will keep you informed.. 
>> Rikki Prince wrote: 


>>> The only place I definitely remember teaching the Yaroze was Abertay. 
>>> They had a big lab of them. 


>>> There may have been a couple of English unis with them too. Places that 
>>> pop into my head, though I don't have a clear memory of them having 

>>> them, are Middlesex and Teeside. Maybe Sheffield Hallam as well, but I 
>>> don't think they were into games courses that early. 


>>> I've no idea what notes might be available. You could contact the unis 


>>> directly, or if you have no luck with that, maybe try Sarah Lemarie at 
>>> SCEE. She's the educational liason for Sony (as well as linux 

>>> evangelist and all round great gal). 

>>> 

>>> If you do get hold of any course notes, could you drop me a line. I'd 


>>> be interested if they contain anything about game design (rather than 
>>> just the technical side of things). 


>>> Cheers, 
>>> Rikki 


>>> On Mon, 23 Feb 2009 03:16:27 -0000, Greg Cook <gjcook@gmail.com> wrote: 


>>>> i wouldnt mind getting hold of the Yaroze demo disk that was given away 
>>>> via sony. ive seen one before on ebay with a yaroze someone was 

>>>> selling, im interested to know what was on it.. Anyone have one or know 
>>>> what was on it? 


>>>> I'm also interested to know what universities used the yaroze and if 
>>>> there are course notes floating around, ive found some, but im sure 
>>>> there were plenty of places using yaroze. Perhaps sony knows the 


>>>> answer to this one :) Would be interested to see how people were 
>>>> taught the system.. would make an interesting read :) 

>> Ch 

> W 


—-MESSAGE FILE 10623 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009351 


——MESSAGE FILE 10624 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009352 

Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <not-this-bit.kennymillar@mac.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Any interest in coming to London or Brighton for a Drink ? 
Date: Wed, 20 May 2009 16:06:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <gvl7hd$ql4@www.netyaroze-europe. com> 

References: <gubivnShsj2@www.netyaroze-europe. com> 

NNTP-Posting-Host: host81-151-128-127.range81-151.btcentralplus.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.5512 
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X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.5579 
X-RFC2646: Format=Flowed; Response 


Awww - would love to, but can't afford a day trip to london from Glasgow! 
How about you get a sony 'webbie' and film the switching off ceremony and 
post it to the yaroze facebook site? 


-Kenny 
(kennymillar@mac.com) 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 

news: gubivnShsj2@www.netyaroze-europe.com... 

> To mark the end of "chuka", our Sun Server that has been serving Net 
Yaroze for the last 12 years, would anyone be interested in coming to 
either our offices in London or to Develop in Brighton in July for a drink 
to two ? 


Our Shout. 


VV NV V V V 


—-MESSAGE FILE 10624 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009352 


——MESSAGE FILE 10625 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009353 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Fri, 05 Jun 2009 07:10:08 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <h097fbSdjul@www.netyaroze-europe. com> 

References: <gt6ivdSbv91l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$Sm3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe.com> <gubir 
sShsj1l@www.netyaroze-europe. com> 

NNTP-Posting-Host: mail.tracient.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 

In-Reply-To: <gubirsShsjl@www.netyaroze-europe. com> 


Hi Paul, 


Just wondering if there were any updates as to when the site might be 
taken down? and also how you were going obtaining some other software 
for us? 


Thanks 
—-MESSAGE FILE 10625 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009353 


——MESSAGE FILE 10626 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009354 
Path: chuka.playstation.co.uk!news 
From: "Nick Ferguson" <home@nickferguson.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Re: Any interest in coming to London or Brighton for a Drink ? 
Date: Fri, 5 Jun 2009 13:49:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 
Message-ID: <h0b5i3Sdju2@www.netyaroze-europe. com> 
References: <gubivnShsj2@www.netyaroze-europe. com> 
Reply-To: "Nick Ferguson" <home@nickferguson.com> 
NNTP-Posting-Host: 78-86-199-106.zone2.bethere.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; 
format=flowed; 


Net Yaroze newsgroups message dump.txt Page 7113 


charset="iso-8859-1"; 

reply-type=response 
Content-Transfer-Encoding: 7Եւե 
In-Reply-To: <gubivn$hsj2@www.netyaroze-europe. com> 
X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Windows Mail 6.0.6001.18000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.0.6001.18049 


I'd be interested in something at SCEE. 


Doubt I'll make Develop this year... 


"Paul Holman" <Paul_Holman@scee.net> wrote in message 

news: gubivnShsj2@www.netyaroze-europe.com... 

> To mark the end of "chuka", our Sun Server that has been serving Net 
Yaroze for the last 12 years, would anyone be interested in coming to 
either our offices in London or to Develop in Brighton in July for a drink 
to two ? 


Our Shout. 


VVVVVV 


—-MESSAGE FILE 10626 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009354 


--MESSAGE FILE 10627 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009355 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Windows Vista 

Date: Fri, 19 Jun 2009 14:32:31 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <hleulpSbh02@www.netyaroze-europe. com> 
NNTP-Posting-Host: 122-57-2-86.jetstream.xtra.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Thunderbird 2.0.0.21 (Windows/20090302) 


Any tried recently to use the tools under vista? 


out of interest i just copied the compiler and test projects onto a 
vista vm machine and they compiled ok. Has something changed in vista 
which now means we have better support for older dos style apps? 


was surprised as doing the same thing on an XP Vm gave the usual stack 

fault. 

—-MESSAGE FILE 10627 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009355 


——MESSAGE FILE 10628 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009356 

Path: chuka.playstation.co.uk!news 

From: "Shawn B." <leabre@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: NetYaroze-Europe ... nearly time to say goodbye 

Date: Thu, 16 Jul 2009 23:43:33 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <h3p7t0So8vl@www.netyaroze-europe. com> 

References: <gt6ivdSbv9l@www.netyaroze-europe.com> <gtn9i4Sm3al@www.netyaroze-europe 
.com> <gtp0ij$Sm3a6@www.netyaroze-europe.com> <gtpé6fnSm3a8@www.netyaroze-europe. com> 
<gu9hrd$d421@www.netyaroze-europe.com> <gua2toS$d422@www.netyaroze-europe.com> <gubir 
sShsjl@www.netyaroze-europe.com> <h097fbSdjul@www.netyaroze-europe. com> 

Reply-To: "Shawn B." <leabre@hotmail.com> 

NNTP-Posting-Host: adsl-—70-136-156-74.dsl.irvnca.sbcglobal.net 

Mime-Version: 1.0 

Content-Type: text/plain; 
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format=flowed; 

charset="iso-8859-1"; 

reply-type=response 
Content-Transfer-Encoding: 7bit 
X-Priority: 3 
X-MSMail-Priority: Normal 
Importance: Normal 
X-Newsreader: Microsoft Windows Live Mail 12.0.1606 
X-MimeOLE: Produced By Microsoft MimeOLE V12.0.1606 


I'd be interested to know, also. I'd like to have a backup. Suppose I can 
make it myself but if there could be an official one, I'd rather download 
that instead. 


"Greg Cook" <gjcook@gmail.com> wrote in message 
news: h097fbSdjul@www.netyaroze-europe.com... 
> Hi Paul, 


> 

> Just wondering if there were any updates as to when the site might be 

> taken down? and also how you were going obtaining some other software for 
> us? 

> 

> Thanks 


—-MESSAGE FILE 10628 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009356 


——MESSAGE FILE 10629 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009357 
Path: chuka.playstation.co.uk!news 
From: "Shawn B." <leabre@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.english 
Subject: Where to meet after the end? 
Date: Fri, 24 Jul 2009 20:58:39 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 1 
Message-ID: <h4echaSagil@www.netyaroze-europe. com> 
Reply-To: "Shawn B." <leabre@hotmail.com> 
NNTP-Posting-Host: adsl-—70-136-156-74.dsl.irvnca.sbcglobal.net 
Mime-Version: 1.0 
Content-Type: text/plain; 
format=flowed; 
charset="iso-8859-1"; 
reply-type=original 
Content-Transfer-Encoding: 7bit 
X-Priority: 3 
X-MSMail-Priority: Normal 
Importance: Normal 
X-Newsreader: Microsoft Windows Live Mail 12.0.1606 
X-MimeOLE: Produced By Microsoft MimeOLE V12.0.1606 


Knowing we are at the end of this NG's life, where will we meet after this? 
—-MESSAGE FILE 10629 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009357 


——MESSAGE FILE 10630 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/ 
00009358 

Path: chuka.playstation.co.uk!news 

From: Greg Cook <gjcook@gmail.com> 

Newsgroups: scee.yaroze.freetalk.english 

Subject: Re: Where to meet after the end? 

Date: Mon, 27 Jul 2009 20:33:36 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <h4jq3cSagi2@www.netyaroze-europe. com> 
References: <h4echaSagil@www.netyaroze-europe. com> 
NNTP-Posting-Host: 122-57-12-132.jetstream.xtra.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1; format=flowed 
Content-Transfer-Encoding: 7bit 
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User-Agent: Thunderbird 2.0.0.22 (Windows/20090605) 
In-Reply-To: <h4echaSagil@www.netyaroze-europe. com> 


Shawn B. wrote: 
> Knowing we are at the end of this NG's life, where will we meet after this? 


perhaps a google or yahoo group? 
—-MESSAGE FILE 10630 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/english/00 
009358 


E AE AE FE FE AE FE AE AE FE FE FE FEAE 
=E AE EAE AE EAE FE EH HE EH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/french 
EE E TE AE TE FE AE FE E HE REESE 


——MESSAGE FILE 10631 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000001 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: je suis tres defonsee 

Date: 19 Apr 1997 22:53:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01bc4d13Se93f7a20Sda7f£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


yes, you heard... 


je suis tres defonsee! 
—-MESSAGE FILE 10631 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00001 


--MESSAGE FILE 10632 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000002 

Path: chuka.playstation.co.uk!news 

From: Piquois <laxer3a@hol.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Il y a des francais ici ??? About Net Yaroze... 
Date: Sun, 20 Apr 1997 01:51:45 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <33595A91.44D5@hol.fr> 

References: <01bc4d13Se93f7a20Sda7f£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: ppp2.gre.hol.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E [fr]-HAVAS1 (Win95; 1) 


Je viens juste d'acquerir une Net Yaroze... 
J'ai quelque projets en tete... 
Si interresse pour ctc... 


laxer3a@hol.fr 
A++ 
--MESSAGE FILE 10632 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00002 


——MESSAGE FILE 10633 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000003 

Path: chuka.playstation.co.uk!news 

From: Webmaster <ps_yaroze@interactive.sony.com> 
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Newsgroups: scee.yaroze.freetalk.french 

Subject: Nous avons besoin d'un francais 

Date: Tue, 17 Jun 1997 10:56:20 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <33A65F44.769B@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Bonjour, 


Il y a un journaliste (TV France) qui veut parler avec սո Net Yaroze 
Membre francais. 


S'il vous veut, e-mail a ps_yaroze@interactive.sony.com. 
A bientot, 

Laura 

(Je m'excuse ma francais, ce n'est pas bonne.) 


++++++++++++++++++++++++++++++ 
Hello, 


There is a French TV journalist who would like to speak to a French Net 
yaroze Member. 


If you would like to, e-mail ps_yarozeQinteractive.sony.com. 


Laters, 
Laura 


(I apologise for my french, it isn't good.) 
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--MESSAGE FILE 10633 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00003 


——MESSAGE FILE 10634 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000004 

Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Artiste qui veut parler avec Net Yaroze Members 
Date: Wed, 18 Jun 1997 12:07:56 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 19 

Message-ID: <33A7C18C.7A3F@interactive.sony.com> 
Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Message from an Artist who is NOT a Member wishing to work with NY 
Members on games design. 
Maybe you can convince him to join? 


++++++++++++++++++++++T+T4T4TTT4T4T4T4T4T+T+++ 


From: epierron @ alcyonis.fr 
Subject: about a kind of collaboration 


I am actually working as a web designer but primary comics drawer, 3d 
designer( 345 & max, imagine, pov, ray dream...),programmer and owner 
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of a playstation, is it possible to contact any netyaroze owner to 
work with in design? 
please answer me. 


ՀԻՀԻՀԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻԻ-- 
—-MESSAGE FILE 10634 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00004 


——MESSAGE FILE 10635 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000007 

Path: chuka.playstation.co.uk!news 

From: William TOUZALIN <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Bonjour la planéte 

Date: Fri, 17 Oct 1997 22:09:45 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <3447D419.CE67CB4C@freenet.fr> 
NNTP-Posting-Host: ppp-rack180.melun.cci.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Salut a tous ! 


Ou plutót a personne ! C'est désolant de voir le monde qu'il y a sur 
ce newsgroup 


J'apprends a programmer en "C" ( oui ! 11 y a d'autres moyens c'est ՏԱԲ, 
mais bon...) et je souhaite rencontrer des français pour programmer sur 
des projets ( pour m'apprendre aussi bien entendu ) . Bref, je suis un 


doux réveur, il est vrai, mais je me soigne 


Je recherche aussi un programme qui puisse lire ou convertir les 
fichiers de démo vidéo PSX 


J'espère n'avoir réveiller personne et même si vous n'avez rien a me 
dire, ça me fera plaisir de recevoir quelques choses et de voir que je 
ne suis pas le seul français ici 


A bientôt 


William 


E-Mail : wtouzali@freenet.fr 


—-MESSAGE FILE 10635 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00007 


——MESSAGE FILE 10636 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000008 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: pbureau@odyssee.net (Patrick Bureau) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Bonjour la planéte 

Date: Sat, 18 Oct 1997 05:10:59 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <344840f1.709291@news.scea.sony.com> 

References: <3447D419.CE67CB4C@freenet.fr> 

NNTP-Posting-Host: a21.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 17 Oct 1997 22:09:45 +0100, William TOUZALIN 
<wtouzali@freenet.fr> wrote: 


> Je recherche aussi un programme qui puisse lire ou convertir les 
>fichiers de démo vidéo PSX 
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> 

> J'espère n'avoir réveiller personne et même si vous n'avez rien a me 
>dire, ça me fera plaisir de recevoir quelques choses et de voir que je 
>ne suis pas le seul français ici 


Salut! 
Je ne suis pas un français de France mais un québécois du Canada :) 


Pour ce qui est du programme que tu recherches, il y en a un de 
disponible a cette adresse: 


http://www.concentric.net/~Outrun/mm/video. html 
Ce logiciel permet de convertir des videos en .AVI. Cependant, attend 


toi ace que le fichier avi soit quatre fois plus gros que le fichier 
du PSX(parce qu'il n'y a pas de compression dans le format avi). 


J'espère aussi que la présence francaise dans ce newsgroup sera plus 
importante dans les mois a venir! 


A la prochaine, 
Patrick Bureau, un cousin de l'Ouest. 
—-MESSAGE FILE 10636 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00008 


—--MESSAGE FILE 10637 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000009 

Path: chuka.playstation.co.uk!news 

From: William TOUZALIN <wtouzali@freenet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Probléme avec PsxVidéo 

Date: Mon, 20 Oct 1997 01:55:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <344AABF8.703AB91D@freenet.fr> 
NNTP-Posting-Host: ppp-rack201.melun.cci.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Tout d'abord Merci à Bruno et a Patrick de donner signe de vie 


J'en étais presque a me demander si beaucoup de français connaissaient 
la yarouzé 


Merci beaucoup pour le tuyau du soft, Patrick . La doc en jap, c'est 
vrai que ça n'aide 


pas trop mais j'ai tout de méme quelques problémes avec . Je cherche a 
mettre sur 


mon beau PC la démo ( devrais-—je dire l'excellente...) de Soul Edge, et 
damned ! 


Impossible d'arrivé a récupérer plus de 12 Meg de fichier AVI ( 
Bouhouhouhouh...) 


soit 20 secondes de démo . Quelqu'un s'est-il pourquoi ? 


մմ ԱԱՍ A plus 
Հ( 5 ° j> 

ve 
/ 
Will 


--MESSAGE FILE 10637 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
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00009 


—-MESSAGE FILE 10638 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000010 

Path: chuka.playstation.co.uk!news 

From: William TOUZALIN <wtouzali@freenet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Probléme avec PsxVidéo 

Date: Mon, 20 Oct 1997 08:50:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 
Message-ID: <344B0D2C.37865FAD@freenet.fr> 
References: <344AABF8.703AB91D@freenet.fr> 
NNTP-Posting-Host: ppp-rack205.melun.cci.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


William TOUZALIN wrote: 
Tout d'abord Merci à Bruno et a Patrick de donner signe de vie 


J'en étais presque a me demander si beaucoup de français connaissaient 
la yarouzé 


Merci beaucoup pour le tuyau du soft, Patrick . La doc en jap, c'est 
vrai que ça n'aide 


pas trop mais j'ai tout de méme quelques problémes avec . Je cherche a 
mettre sur 


mon beau PC la démo ( devrais-—je dire l'excellente...) de Soul Edge, et 
damned ! 


Impossible d'arrivé a récupérer plus de 12 Meg de fichier AVI ( 
Bouhouhouhouh...) 


soit 20 secondes de démo . Quelqu'un s'est-il pourquoi ? 


VVVVVVVVVVVVVVV VV VV VV VV VV 


LETT ETT ԱՍԱ A plus 
< ( o օ )> 

No se 
/ 
Will 


Bon forcément a deux heures du mat, le cerveau fonctionne légérement 
moins bien...(surtout le mien) . Evidemment il y avait une version cracké, 
alors forcément... 

Bon mais maintenant, forcément, maintenat c'est la musique qui est décalé 
par rapport au images... 


—-MESSAGE FILE 10638 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00010 


——MESSAGE FILE 10639 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000011 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Questions sur la table ordonnées 
Date: Wed, 19 Nov 1997 00:31:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <3472256F.1902A27C@freenet.fr> 
NNTP-Posting-Host: ppp-rack196.melun.cci.fr 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Bonjour 
je recherche des informations sur la table ordonnée ( l'ordering table ) 


J'essaye de comprendre comment fonctionne le programme hello world 
les lignes suivantes 

GsOT WorldOrderingTable[2]; 

GsOT_TAG zsortTable[2] [1<<OT_LENGTH]; 


WorldOrderingTable[0].length OT_LENGTH; 
WorldOrderingTable[1].length = OT_LENGTH; 
le [0]. 
le[1] 


WorldOrderingTabl org = zSortTable[0]; 
WorldOrderingTabl -org = zSortTable[1]; 


Qu'est-ce qui peut me définir une table odonnée °? 

Plus questions : pourquoi OT_LENGHT est égale a 14 ? 

Que signifie le point "." entre WorldOrderingTable[x] et length ( ou 
OEG se) 2 


Merci d'avance 
William 


--MESSAGE FILE 10639 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00011 


——MESSAGE FILE 10640 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000012 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Rien de neuf. 

Date: Sun, 15 Mar 1998 23:57:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <350C5CD8.C80BE422@hotmail.com> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseille2-218.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Oulah ! Il est mort ce newsgroup. 

Y a-t-il des yarozers qui ne parlent pas l'anglais ? Si non, alors ce 
décés est une bonne chose ; il vaut mieux que les discussions soient 
partagées par tous (donc en anglais...). Si oui, qu'ils se manifestent ! 


BTW, quelqu'un a-t-il entendu parler de "Zou le petit éclaireur" ? 

(Non, ça n'a rien a voir avec rien - pas méme avec la PlayStation - mais 
si j'écrivais des choses intéressantes ici, elles seraient perdues pour 
les non-francophones...) 


—-MESSAGE FILE 10640 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00012 


——MESSAGE FILE 10641 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000013 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Recherche de francophone 

Date: Mon, 04 May 1998 10:57:04 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <354D82E0.41754C16@freenet.fr> 
NNTP-Posting-Host: ppp-rack236.melun.cci.fr 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Bonjour a tous, 
je recherche des personnes suceptibles d'être interresser pour faire des 
projets . Chacun sera le bien venu ! 


Je suis moi méme débutant mais j'ai plein d'idée en téte . Je suis 
encore en train d'apprendre le C et donc je suis loin d'étre un pro en 
programmation 


Mon premier objectif : traduire ces putains de manuels tout en Anglais 
Bon dieu ! On est en France OUI ou MERDE ? J'ai bien l'intention de 
bouger 11111111 


Hé! Vous ètes tous mort ? Les frangais( ou francophone pour nos amis 
Québécois ) sont si nul que ça 2 OU sont-ils ? 


Bientôt sur vos écran ( d'ici un demi siècle ...) la traduction du guide 
de l'utilisateur 


Alors à bientôt !J!!!!!! 


William 


—-MESSAGE FILE 10641 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00013 


--MESSAGE FILE 10642 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000014 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Recherche de francophone 

Date: 7 May 1998 05:52:22 GMT 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <0Olbca22d$cbhad6de0$10b6e9cd@lausauvege> 

References: <354D82E0.41754C16@freenet.fr> 

NNTP-Posting-Host: 205.233.182.16 

X-Newsreader: Microsoft Internet News 4.70.1155 


C'est bien de voir quelques lignes en français de temps en temps. 


Je désir terminer mes projets personnels avant de m'embarquer sur autre 
choses ( et le travail m'occupe déja beaucoups ) donc j'espére que d'autres 
personnes se manifesteront. 


En passant, si tu pourrais corriger les erreures ( surtout dans le librairy 
reference ) tout en traduisant les livres ce serait merveilleux. 
Germain ( doctor Z ) Sauvé 


—-MESSAGE FILE 10642 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00014 


—-MESSAGE FILE 10643 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000015 

Path: chuka.playstation.co.uk!news 

From: Arnaud Lemaire <arnaud.lemaire@epita.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Re: Questions sur la table ordonnées 
Date: Tue, 12 May 1998 21:26:50 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 66 

Message-ID: <3558A27A.8E377C7F@epita.fr> 
References: <3472256F.1902A27C@freenet.fr> 
NNTP-Posting-Host: 163.5.44.1 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


TOUZALIN William wrote: 


> Bonjour 

> je recherche des informations sur la table ordonnée ( l'ordering table ) 

> 5 

> J'essaye de comprendre comment fonctionne le programme hello world 

> les lignes suivantes : 

> GsOT WorldOrderingTable[2]; 

> GsOT_TAG zsortTable[2] [1<<OT_LENGTH]; 

> 

> WorldOrderingTable[0].length = OT_LENGTH; 

> WorldOrderingTable[1].length = OT_LENGTH; 

> WorldOrderingTable[0].org = zSortTable[0]; 

> WorldOrderingTable[1].org = zSortTable[1]; 

> 

> Qu'est-ce qui peut me définir une table odonnée ? 

> Plus questions : pourquoi OT_LENGHT est égale a 14 ? 

> Que signifie le point "." entre WorldOrderingTable[x] et length ( ou 

POE GC 21. Se. 

> 

> Merci d'avance 

> William 
Salut , 


dabord je me présesente , je m'appelles arnaud lemaire j'habites la 
banlieu parisienne et je suis actuellement des études d'informatique dans 
une école a Paris : 1 'EPITA. 

Cette année l'école vient d'ouvrir un labo de développement sur 
Playstation et a donc acquerit cings de ses machines 
Actuellement et ce depuis trois mois je travails sur un projet de 

jeux de baston en 2d.c'est pour cette raison que je suis peut etre a meme de 
regler certaines de vos questions 

Tout dabord la question de programation en c :' a quoi sert le point 

apres WorldOrderingTable : William tu dois relire ton bouquin de C 

dans ta première ligne:GsOT WorldOrderingTable[2]; 
tu définis un tableau (ou encore vecteur) a une dimension nommé 
WorldOrderingTable pouvant contenir deux éléments de type GsOT. 
Parlons maintenant du fameux type GsOT : a la page 18 du library 

réference guide (le bouquin vert) on t'indique que les élémants de type GsOT 
sont des structures contenant entre autre les champs 
length ,org 
Imagines que tu veuilles déclarer une variable 'table' du type GsOT ,tu 
feras comme ceci dans ton programme 
GsOT table; 
pour acceder au champs length de ta variable tu écriras alors: 
table.length 
Passons maintenant aux explications 
GsOT c'est un ‘ordering table header' ,le mot header signifie que c'est une 
sorte d'entete elle vat indiquer le début d'une pile qui contient des 
GsOT_TAG,ce sont les éléments qui seront affichés lors de 1'éxécution de la 
fonction GsDrawOT ,pour mettre des éléments dans ton OT tu utilises la 
fonction GsSortSprite par exemple .Ici on a crée un tableaua deux dimensions 
car on utilise une methode a double buffers :on travail su l'un pendant 
qu'on affiche l'autre. 

J'esperes que j'aurais répondus a tes question n'hésites pas a en reposer 
,j'invites aussi tout les programeurs amateurs օս conformés a m'en poser օս 
meme a me contredire si je fais des erreurs 
Pour développer ce forum il faut que tout le monde y paricipe , 
meme si vous parlez courrement anglais , restez avec nous , 

a bientot... 


AL. 


—-MESSAGE FILE 10643 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00015 
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——MESSAGE FILE 10644 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000016 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Questions sur la table ordonnées 

Date: 13 May 1998 05:00:34 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <0Olbca6dd$892f6860518b6e9cd@lausauvege> 

References: <3472256F.1902A27C@freenet.fr> <3558A27A.8E377C7F@epita. fr> 
NNTP-Posting-Host: sie-182-24.sie.qc.ca 

X-Newsreader: Microsoft Internet News 4.70.1155 


Pour faire un résumé de la réponse d'Arnaud: 


Les GsOT sont des structures permettant le tri des objets graphique de la 
libraire Gs du Yaroze ( GsSGLINE, GSBOXF, GSSPRITE et les TMD ). La valeur 
de length d'un GsOT définie le nombre de sous-emsembles ou encore la valeur 
de Z maximal utilisé par le tri. Tu peux caluler cette valeur par 2 
exposant length. Dans le cas de 14, cette valeur est de 16384. C'est cette 
valeur qui est passée a la fin des fonctions GsSortGLine, GsSortSprite et 
autres (la documentation y fait référence en tant que priority). 


Exemple: 


WorldOrderingTable[0].length = 14; 
// le maximum pour le tri est de 16384 


GsLINE LaLigne; 


LaLigne.attribute = 0x00000000; 
LaLigne.x0 = 0; 

LaLigne.y0 = 0; 

LaLigne.xl = 100; 

LaLigne.yl = 100; 

LaLigne.r = LaLigne.g = LaLigne.b = 255; 


// cette ligne sera afficher en avant plan 
GsSortLINE( &LaLigne, &WorldOrderingTable[0], 0); 


//cette ligne sera derriére 
LaLigne.y0O = 100; 
GsSortLINE( &LaLigne, &WorldOrderingTable[0], 16382); 


// cette ligne ne sera pas afficher du tout 
LaLigne.y0O = 200; 
GsSortLINE( &LaLigne, &WorldOrderingTable[0], 17896); 


Dans le cas d'un "length" égal à 8 ( donc un maximum de 256 ), seulement la 
premiére ligne serait affichée. 


Quelques lignes de codes ne font pas de mal a la compréhension. 


Germain ( doctor Z ) Sauvé 
—-MESSAGE FILE 10644 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00016 


——MESSAGE FILE 10645 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000017 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "dr Z" <gsauve@sie.qc.ca> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Police de caractéres de largeur variable 
Date: 13 May 1998 05:06:54 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <0lbca6deS$6baa3a80S18b6e9cd@lausauvege> 
NNTP-Posting-Host: sie-182-24.sie.qc.ca 
X-Newsreader: Microsoft Internet News 4.70.1155 
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Y a-t-il quelqu'un, quelque part, qui a développer une librairie permettant 
d'utiliser des polices de caractères de largeur variables. J'ai commencer 
la mienne, enfin j'ai presque fini la mienne, mais il reste à developper un 
utilitaire permettant de définir ces polices. Je ne voudrais pas refaire ce 
que quelqu'un a déjà fait ( peut-être même mieux que moi ). 


Germain ( doctor Z ) Sauvé 
--MESSAGE FILE 10645 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00017 


——MESSAGE FILE 10646 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000018 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Enfin de la vie... 

Date: Wed, 13 May 1998 19:31:27 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <3559D8EF.5ADBA1AA@freenet.fr> 
NNTP-Posting-Host: ppp-rack227.melun.cci.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Merci a Arnaud et a Germain de vous manifestez sur ce forum 
J'ai commencé à traduire le guide de l'utilisateur est vous pouvez 
téléchargé un commencement de traduction 


http://www.netyaroze-europe.com/~souvanny 


Arnaud, je te remercie pour ton aide mais entre-temps, j'ai pris des 
cours (32h de programmation) et j'ai finis par comprendre se que 
Signifier le point et méme 1 >> 14 

Tout est encore confus malheureusement en ce qui concerne le 
fonctionnement total de la Yaroze . Ex : Les PAQUETS 


Ce que je propose, c'est de faire une doc explicative qui démontre 
toutes les étapes en d'un programme 


J'aimerai bien aussi que tu me donnes plus de renseignements sur ton 
école (j'aimerais reprendre les études...) comme par exemple le niveau 
qu'il faut avoir, le prix, le programme scolaire, etc... 


Germain, je suis loin de ton projet ( je suppose que tu désire faire une 
police vectoriel) mais je serais trés interresser de voir ce que ça 
donne 


A plus !! 
Will 


-—-MESSAGE FILE 10646 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00018 


——MESSAGE FILE 10647 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000019 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Si j'ai bien compris...l'Ordering Table 

Date: Wed, 13 May 1998 20:23:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <3559EF525.80C5E052@freenet.fr> 

NNTP-Posting-Host: ppp-rack212.melun.cci.fr 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 8705AFF8FA06045C8A8 6F 948" 
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X-Mailer: Mozilla 4.02 [en] (Win95; I) 


8705AFF8FA06045C8A86F948 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


Pour résumer 


L'Ordering Table : Elle détermine l'ordre d'affichage des 
différents éléments 3D ou 2D . Beaucoup de fonctions ( GSGLINE, GsBOXF, 
GsSPRITE et les TMD ) font appel a ce tableau . Elle détermine le nombre 
maximal sur l'axe Z . Elle est stocké dans la mémoire principal de la 
console . La Structure GsOT permet de définir la longueur de l'axe 2 


GsOT WorldOrderingTable 
WorldOrderingTable[0].lenght = 14 
// 2°14 = 16384 soit le nombre maximal que peut avoir l'axe des Z 


Questions : Lorsque l'on fait un zoum d'une image en 3D, est-ce que 
c'est l'axe des Z qui varie ? 

Ou est-ce que si je fais un programme qui affiche 1 image, ma longueur 
lenght peut ëtre égale à 1 ? 

Est-ce qu ça doit toujours étre un multiple de 2 ? Si oui pour quelle 
raisons ? 


Ce qui serait bien c'est d'avoir une explication graphique pour mieux 
comprendre ce qu'elle contient 


8705AFF8FA06045C8A86F948 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Pour r&eacute; sumer 


<P>&nbsp; &nbsp; &énbsp; &énbsp; L'Ordering Table : Elle d&eacute;termine l'ordre 
d'affichage des diff&eacute;rents &eacute;l&eacute;ments 3D օս 2D . Beaucoup 

de fonctions ( GsGLINE, GSBOXF, GSSPRITE et les TMD ) font appel é&agrave; 

ce tableau . Elle d&eacute;termine le nombre maximal sur l'axe Z . Elle 

est stock&eacute; dans la m&eacute;moire principal de la console . La Structure 
GsOT permet de d&eacute;finir la longueur de l'axe Z 


<P>GsOT WorldOrderingTable 

<BR>WorldOrderingTable[0].lenght = 14 

<BR>// 2°14 = 16384 soit le nombre maximal que peut avoir l'axe des 2 
<BR>&nbsp; 


<P><FONT COLOR="#CCOO000">Questions</FONT> : Lorsque l'on fait սո zoum d'une 
image en 3D, est-ce que c'est l'axe des Z qui varie ? 

<BR>Ou est-ce que si je fais un programme qui affiche 1 image, ma longueur 
lenght peut &ecirc;tre &eacute;gale &agrave; 1 ? 

<BR>Est-ce qu &ccedil;a doit toujours &ecirc;tre un multiple de 2 ? Si 

oui pour quelle raisons ? 


<P>Ce qui serait bien c'est d'avoir une explication graphique pour mieux 
comprendre ce qu'elle contient 

<BR>&nbsp; 

<BR>&nbsp; 

<BR>&nbsp; 

<BR>&nbsp; 

<BR>&nbsp; 

<BR>&nbsp; 

<BR>é&nbsp; </HTML> 
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-—-MESSAGE FILE 10647 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00019 


—-MESSAGE FILE 10648 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000020 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: C'est encore moi ! 

Date: Wed, 13 May 1998 20:58:40 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 57 

Message-ID: <3559ED60.A7240AC8@freenet.fr> 
NNTP-Posting-Host: ppp-rack212.melun.cci.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


N'hésitez pas a completer aux maximum toutes les conneries que j'ai pus 
écrire... 

Contenu d'un programme PlayStation Ordinaire 

- Comme dans tout programmes en C, il faut d'abord inclure les 
librairies appelé . "libpsx" doit toujours y figurer : C'est celle de 
base ! 


— Définir les différentes variables 


- L'Ordering Table : Déterminer sa longueur . Elle sert d'axe Z et 
donne les effets de profondeurs dans les programmes 


Les PAQUETS du GPU : aussi appeler les primitives, ceux sont la plus 
petite unité de commande . Il sont stoqué dans la mémoire principale (2) 
et a quoi y serve bordel de merde ! Ce serait bien de savoir pourquoi il 
faut définir deux aires pour que le double buffering fonctionne 


Définir les pointeurs et autres paramètres de l'affichage,etc, 


Nettoyer la Table Ordonnée : POURQUOI ? Est-ce que le fait de la 
laisser laisserai un "spectre" ? 


Choisir un mode d'affichage (PAL ou NTSC) , la hauteur et la longueur 
Initialiser la résolution avec GsInitGraph () 
Commencé a dessiner avec GsDraw0Ot () 


Lire l'image ( pour un programme qui afficherai une image par ex) avec 
LoadImage () 


Attendre que se termine le processus de dessin avec Drawsync() 
Swaper les doubles buffer 


Revenir en arriére ¢ 


Dans un fichier TIM, le paramétre Image Origine il définis les 
coordonnées de l'image dans la frame buffer mais en claire : la frame 
buffer étant définis a la base pourquoi y ' a-t-il encore besoin de lui 


définir ces coordonnées ? 


En ce qui concerne la palette origine, je cherche encorezgCLUT étant la 
structure pour afficher la couleur d'une pixel . Plus le mode est grand, 
et plus la palette de couleurs est grande . Alors pourquoi des x et des 
Մ 2 Bouhouhoug 
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Prochain épisode ¿prochainement | 


Will 


--MESSAGE FILE 10648 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00020 


——MESSAGE FILE 10649 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000021 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Enfin de la vie... 

Date: 15 May 1998 00:33:25 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <0lbca84a$8ca80880514b6e9cd@lausauvege> 

References: <3559D8EF.5ADBAIAA@freenet.fr> 

NNTP-Posting-Host: 205.233.182.20 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Germain, je suis loin de ton projet ( je suppose que tu désire faire une 
> police vectoriel) mais je serais trés interresser de voir ce que ça 
> donne 


En fait, je ne pensais pas aller aussi loin que des polices vectorielles. 
Je parlais de largeur variables et non de taille variables. Ce que 
j'entends par largeurs ou "width" c'est le nombre en X de pixels utilisé 
par chacuns des caractéres d'une police. Exemple: la largeur d'un "W" et 
d'un "I" peux varier énormément. Par contre la hauteur ou "height" reste 
fixe. Il est toujours possible de changer la taille de la police en 

utilisant les fonctions "scale" des sprites. 


J'ai déja créé une librairie qui utilise ce genre de police mais il faut 
définir la position en VRAM de chacuns de ses caractéres ( à l'intérieur 
d'une méme TPage tout de méme ). Par contre l'utilitaires que j'ai produit 


n'est pas une merveille. 


Le tout est codé sous CodeWarrior et j'utilise les routines MWBLoad pour 
transférer les fichier de mon MAC au PSX alors pour visionner une démo, ¢a 
prends obligatoirement CodeWarrior MAC ou PC. 


Alors si quelqu'un a CodeWarrior ( ou sais comment recompiler le tout sous 
GNU ) et veux jeter un coup d'oeil, j'veux bien lui transférer par Email. 


Germain ( doctor Z ) Sauvé 
—-MESSAGE FILE 10649 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00021 


——MESSAGE FILE 10650 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000022 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Si j'ai bien compris...l'Ordering Table 

Date: 15 May 1998 01:02:15 GMT 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <01lbca84e$939d3440514b6e9cd@lausauvege> 

References: <3559E525.80C5E052@freenet.fr> 

NNTP-Posting-Host: 205.233.182.20 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Questions : Lorsque l'on fait un zoum d'une image en 3D, est-ce que 
> c'est l'axe des Z qui varie °? 


Si tu utilises le scale alors ce sont les coordonnées de l'objet ( X, Y, Z 
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) qui change selon la valeur du scale "Zoom". 


> Ou est-ce que si je fais un programme qui affiche 1 image, ma longueur 
> lenght peut être égale à 1 ? 


En fait il n'y a pas de limite au nombre d'objet que tu peux dessiner, 
seulement les objets ayant la même priorité ( ou valeur en Z ) seront 
dessiner dans le méme ordre qu'ils seront insérés dans le OT. 


Exemple: 


GsSortLine( &Lignel, &WorldOTPtr[0], 0) 
GsSortLine( &Ligne2, &WorldOTPtr[0], 0) 


r 
Ա 


Méme si la priorité de Lignel et Ligne2 est la méme, Lignel sera en avant 
plan de Ligne2. 


> Est-ce qu ça doit toujours étre un multiple de 2 ? Si oui pour quelle 
> raisons ? 


En théorie non mais je ne sais pas si c'est le cas en pratique puisque je 
n'ai jamais essayé. 


> Ce qui serait bien c'est d'avoir une explication graphique pour mieux 
> comprendre ce qu'elle contient 


Si j'ai le temps un de ces jours. 


Germain ( doctor Z ) Sauvé 
—-MESSAGE FILE 10650 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00022 


——MESSAGE FILE 10651 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000026 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: afficher un sprite 

Date: 19 May 1998 23:56:52 GMT 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <01bd8383$03db4ca0$24b6e9cd@lausauvege> 

References: <3561BE0C.7C7256D6@epita.fr> 

NNTP-Posting-Host: 205.233.182.36 

X-Newsreader: Microsoft Internet News 4.70.1155 


Est-ce normal que je ne vois aucun texte dans le message original? 
—-MESSAGE FILE 10651 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00026 


——MESSAGE FILE 10652 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000027 

Path: chuka.playstation.co.uk!news 

From: Arnaud Lemaire <arnaud.lemaire@epita.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: afficher un sprite 

Date: Wed, 20 May 1998 19:42:00 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 167 

Message-ID: <356315E8.FB47FF8B@epita.fr> 
NNTP-Posting-Host: 163.5.44.14 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


<HTML> 

<FONT SIZE=-2>Salut ,</FONT> 

<BR><FONT SIZE=-2>Pour mieux comprendre la gestion de graphismes en 2d 

je vous</FONT> 

<BR><FONT SIZE=-2>transmet un code qui affiche un sprite 8 bits (d'ou pr&eacute;senc 
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e 
de la clut) positionn&eacute; a l'adresse TIM ADDRESS :</FONT><FONT SIZE=-2></FONT> 


7 


<P><FONT SIZE=—2>#include &1t;libps.h></FONT><FONT SIZE=—2></FONT> 


<P><FONT SIZE=—2>#define TIM_ADDRESS 0x80090000</FONT><FONT SIZE=—2></FONT> 


<P><FONT SIZE=—2>#define&nbsp; padselecténbsp; &nbsp; 1&1t;&1lt;8</FONT> 
<BR><FONT SIZE=-2>#define LARGEUR_ECRAN 320</FONT> 

<BR><FONT SIZE=-2>#define HAUTEUR_ECRAN 256</FONT> 

<BR><FONT SIZE=-2>#define TAILLE_OT 1</FONT> 

<BR><FONT SIZE=-2>#define MAX SIZEOF_ PRIMITIVE 24</FONT><FONT SIZE=-2></FONT> 


<P><FONT SIZE=-2>GsSPRITE sprite, spritel;</FONT> 
<BR><FONT SIZE=-2>int activeBuffer; </FONT> 
<BR><FONT SIZE=-2>volatile u_char *bb0, *bb1;</FONT><FONT SIZE=-2></FONT> 


<P><FONT SIZE=—2>GsOTénbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &nb 
Sp; 

OT[2];</FONT> 

<BR><FONT SIZE=-2>GsOT_TAG&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; OT_Tag[2][1&1t; 
&lt;TAILLE_OT];</FONT><FONT SIZE=-2></FONT> 


<P><FONT SIZE=-2>PACKET&nbsp; GpuPacketArea[2][1000 * MAX _SIZEOF_PRIMITIVE] ; </FONT> 
<BR><FONT SIZE=-2>u_long padl,pad2;</FONT><FONT SIZE=—2></FONT> 


<P><FONT SIZE=—2>&nbsp;// prototypes</FONT> 

<BR><FONT SIZE=-2>int main (void) ;</FONT> 

<BR><FONT SIZE=-2>void Initialise (void) ;</FONT> 

<BR><FONT SIZE=—-2>u_long pad_read (volatile u_char) ;</FONT><FONT SIZE=—2></FONT> 


<P><FONT SIZE=—-2>énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; // fonctions</FONT> 
<BR><FONT SIZE=-2>u_long Pad_Read(volatile u_char * buf) </FONT> 
ՅԱ SIZE=—-2>{ return(~( * (buf+3) | * (buf+2) &1t; &lt; 8&nbsp; &énbsp; 

); }</FONT><FONT SIZE=-2></FONT> 


<P><FONT SIZE=-2>void Initialise (void) </FONT> 

BR><FONT SIZE=-2>{&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; RECT r_pixel,c_pixel;</FONT> 
BR><FONT SIZE=—2>é&nbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; GSIMAGE Image; </FONT> 
BR><FONT SIZE=-2>énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; int i;</FONT><FONT SIZE 
—2></FONT> 


<P><FONT ԱԱ Ա ԱԱԿ Ո ՅՈՎ ԿԱՑ ene er SetVideoMode ( 

MODE_PAL );</FONT> 

D SIZE= -2>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; GetPadBuf (&amp;bb0, &amp 
;bb1);</FONT><FONT SIZE=-2></FONT> 


<P><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; GsInitGraph (LARGEUR_ECRA 
N, HAUTEUR_ECRAN, GSOFSGPU | GSNONINTER, 0, 0) ; </FONT> 

<BR><FONT SIZE=—2>é&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; GsDefDispBuff (0,0,0,HAU 
TEUR_ECRAN) ;</FONT><FONT SIZE=-2></FONT> 


<P><FONT SIZE=—-2>énbsp;énbsp;énbsp; for (i = 0; i &lt; 2; it++)</FONT> 

<BR><FONT SIZE=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; {&nbsp; &nbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbs 
p; &nbsp; 
OT[i].length = TAILLE_OT; </FONT> 

<BR><FONT SIZE=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
é&nbsp; énbsp; énbsp; énbsp; 

OT[i] .org&énbsp; &nbsp; &énbsp; = OT_Tag[i]l;énbsp;énbsp; }</FONT><FONT SIZE=—2></FONT> 


<P><FONT SIZE=—-2>&nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; GsGetTimInfo ( 
(u_long *) (TIM_ADDRESS+4), é&amp; Image) ;</FONT><FONT SIZE=—2></FONT> 


<P><FONT SIZE=—2>&nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; &nbsp; c_pixel.x=LARGEUR_ECRAN; 
</FONT> 

<BR><FONT SIZE=—2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; c_pixel.y=180; </FONT> 
<BR><FONT SIZE=—2>é&nbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; c_pixel.w=Image.cw;</FO 
NT> 
<BR><FONT SIZE=—2>é&nbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; c_pixel.h=Image.ch;</FO 
NT> 
<BR><FONT SIZE=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; LoadImage(&amp;c_pixel, 
Image.clut) ;</FONT> 

<BR><FONT SIZE=—2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; DrawSync (0) ;</FONT> 
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BR><FONT SIZE=-2>é&nbsp; </FONT> 
BR><FONT SIZE=—2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &énbsp; GsGetTimInfo ( 
u_long *) (TIM_ADDRESS+4), &amp; Image) ;</FONT><FONT SIZE=—2></FONT> 


P><FONT SIZE=—-2>énbsp; énbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; r_pixel.x = 
20; //en dehors du buffers</FONT> 

BR><FONT SIZE=-2>é&nbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; r_pixel.y 
0;</FONT> 
BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &nbsp; r_pixel.w 
Image. pw; </FONT> 
BR><FONT SIZE=—2>é&nbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; r_pixel.h 
Image. ph; </FONT> 

BR><FONT SIZE=—2>&nbsp; &nbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; LoadIimage (&amp; r_pixel, 
mage.pixel) ;</FONT> 

BR><FONT SIZE=—2>&nbsp; &énbsp; &énbsp; &nbsp; &énbsp; énbsp; &énbsp; DrawSync (0) ;</FONT><FON 
SIZE=-2></FONT> 


P><FONT SIZE=—-2>énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; sprite.tpage = GetTPage (1, 
, v_pixel.x,r_pixel.y) ;</FONT> 
BR><FONT SIZE=—2>é&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; sprite.attribute 


= 161t;&1t;24;</FONT> 
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BR><FONT SIZE=—-2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &énbsp; sprite.h = 
80;</FONT> 


BR><FONT SIZE=—2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &énbsp; sprite.w = 

95; </FONT> 

BR><FONT SIZE=—2>é&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; sprite.x = 

; </FONT> 

BR><FONT SIZE=—-2>é&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; sprite.y = 

; </FONT> 

BR><FONT SIZE=—2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; sprite.cx 
c_pixel.x;</FONT> 

BR><FONT SIZE=-2>&nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &nbsp; sprite.cy 
c_pixel.y;</FONT> 

BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; sprite.mx=0; </FONT> 
BR><FONT SIZE=-—2>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; sprite.my=0; </FONT> 
BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; sprite.r=0x80;</FONT> 
BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; sprite.g=0x80; </FONT> 
BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; sprite.b=0x80; </FONT> 
BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; sprite.scalex=ONE; </FON 
> 

BR><FONT SIZE=-—2>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; sprite.scaley=ONE; </FON 
> 

BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; sprite.u=0; </FONT> 
BR><FONT SIZE=-2>é&nbsp; énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; sprite.v=0;</FONT> 
BR><FONT SIZE=-2>&nbsp; }</FONT> 

BR><FONT SIZE=-2>&nbsp;int main (void) </FONT> 

BR><FONT SIZE=-2>{</FONT> 

BR><FONT SIZE=-2>&nbsp; &nbsp; Initialise() ;</FONT> 

BR><FONT SIZE=-2>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; for (;;)</FONT> 
BR><FONT SIZE=—2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; &énbsp; &nbsp; 
nbsp; 

</FONT> 

BR><FONT SIZE=—-2>é&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; &énbsp; &nbsp; 


nbsp; énbsp; énbsp; énbsp; 

ad1l=Pad_Read (bb0) ; </FONT> 

BR><FONT SIZE=—-2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &nbsp; 
nbsp; énbsp; énbsp; énbsp; 

f (padl&amp;padselect) break; </FONT> 

BR><FONT SIZE=-2>&nbsp; </FONT> 

BR><FONT SIZE=—2>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; &nbsp; 
nbsp; énbsp; énbsp; énbsp; 

ctiveBuffer =GsGetActiveBuff ();</FONT> 

BR><FONT SIZE=-2>&nbsp; &nbsp; énbsp; &énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; 
bsp; énbsp; énbsp; énbsp; 

SetWorkBase( (PACKET *) GpuPacketArea[activeBuffer] );</FONT> 

R><FONT SIZE=—-2>é&nbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; &nbsp; 
bsp; énbsp; énbsp; énbsp; 

ClearOt (0,0, &amp; OT [activeBuffer] ) ;</FONT> 

R><FONT SIZE=—2>é&nbsp; </FONT> 

BR><FONT SIZE=—2>é&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &nbsp; 
bsp; &énbsp; énbsp; énbsp; 

SortSprite (éamp; sprite, éamp;OT[activeBuffer], 0);</FONT> 

R><FONT SIZE=—2>é&nbsp; </FONT> 


աապտ p wuss 


Wu 5 
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BR><FONT SIZE=-2>&nbsp; &nbsp; ճոետք: énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; 
nbsp; énbsp; énbsp; énbsp; 

rawSync (0) ;</FONT> 

BR><FONT SIZE=—2>é&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; &énbsp; &nbsp; 
nbsp; énbsp; énbsp; énbsp; 

sSwapDispBuff () ;</FONT> 

BR><FONT SIZE=-2>&nbsp; &nbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; 
énbsp; énbsp; énbsp; énbsp; 

GsSortClear (0,0,0,éamp; OT[activeBuffer] ) ;</FONT> 

<BR><FONT SIZE=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
énbsp; énbsp; énbsp; &énbsp; 

GsDrawOt (&amp; OT[activeBuffer]);&nbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; &nbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; &nbsp; 

}</FONT> 

<BR><FONT SIZE=—2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; ResetGraph (3) ;</FONT> 
<BR><FONT SIZE=—-2>é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; return (0) ;</FONT> 

<BR><FONT SIZE=-2>}</FONT><FONT SIZE=-2></FONT> 


AQRADRA 


<P><FONT SIZE=—-2>La pr&eacute;sence d'une clut n'est obligatoire que pour 

les formats de couleur inferieur a l6bits .</FONT> 

BR><FONT SIZE=-2>Pour mieux expliquer le d&eacute;roulement :</FONT> 

BR><FONT SIZE=-2>1 downloader votre image en memoire centrale (ici TIM_ADDRESS) .</F 
NT> 

BR><FONT SIZE=-2>2 cr&eacute;er une instance GsImage qui vat r&eacute; cuperer 
es infos de votre image&énbsp; grace a la</FONT> 

BR><FONT SIZE=-2>&nbsp;&nbsp; fonction GetTimInfo.</FONT> 

BR><FONT SIZE=-2>3 si vous travaillez en 16 bits passer directement a 

sinon :</FONT> 

BR><FONT SIZE=-2>é&nbsp; énbsp; vous créeacute;er une variable RECT (ici 
c_pixel)qui vat recevoir les infos de la clut (la</FONT> 

<BR><FONT SIZE=-2>&nbsp; &nbsp; palette ) en suite vous la loader en memoire 
video ,vous r&éeacute;cuperer sa position et sa</FONT> 

<BR><FONT SIZE=—2>énbsp;énbsp; taille grace a c_pixel.</FONT> 

<BR><FONT SIZE=-2>4 ré&éeacute;iterer le meme processus avec les donné&eacute;es 
graphiques (r_pixel ).</FONT> 

<BR><FONT SIZE=-2>&nbsp;Voila votre image est loader en memoire video c'est 

a vous de la positionner dans</FONT> 

<BR><FONT SIZE=-2>le buffer mais vous pouvez vous aider de timtool.</FONT> 
<BR><FONT SIZE=-2>Vous n'avez plus qu'a d&eacute;couper vos sprite comme 

vous le dé&eacute;sirez ,en utilisant les</FONT> 

<BR><FONT SIZE=-2>champs ս et v ,pour obtenir leur position et h et w pour 
leur taille.</FONT><FONT SIZE=-—2></FONT> 


JH 


ABAAFPAOQAA 


<P><FONT SIZE=-2>Et c'est finit vous pouvez afficher votre sprite .</FONT> 
<BR><FONT SIZE=—2></FONT>&nbsp; </HTML> 


—-MESSAGE FILE 10652 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00027 


——MESSAGE FILE 10653 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000028 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 
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YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 10653 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00028 


——MESSAGE FILE 10654 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000029 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8S$hcal7@chuka.playstation.co.uk>... 
> YarozeMaster V2.0 is ready! 


> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end օք the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


V V V V 


Craig. 
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—-MESSAGE FILE 10654 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00029 


--MESSAGE FILE 10655 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000030 

Path: chuka.playstation.co.uk!news 

From: "Arnaud Lemaire" <arnaud.lemaire@epita.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: afficher un sprite 

Date: 25 May 1998 17:50:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 136 

Message-ID: <01bd8805$7f£97a2e0SLocalHost@lemair_a> 
NNTP-Posting-Host: 163.5.44.22 

X-Newsreader: Microsoft Internet News 4.70.1155 


Je m'excuses pour les précédants messages fantomes envoyés la semaine 
derniére, 

mais j 'ais eu un problème avec ma connection. 

voici donc un source qui sert a afficher un sprite loader en mémoire a 1 
addresse TIM_ADDRESS. 

Remarquez la présence d'une CLUT celle ci est nécéssaire pour les formats 
de pixels inferieurs a 16 bits. 

les differentes etapes sont 

*initialisation du mode graphique.... 

*récupération des infos du TIM dans une structure GSIMAGE (ici image). 
*récupération de la clut dans une structure RECT (ici c_pixel) 

*load la clut en mémoire video. 

*récupération des données de l'image (ici r_pixel) 

*load l'image en mémoire. 

*découpage d'un GsSSPRITE (ici sprite). 


#include <libps.h> 

#define TIM_ADDRESS 0x80090000 
#define padselect 1<<8 
#define LARGEUR_ECRAN 320 
#define HAUTEUR_ECRAN 256 
#define TAILLE_OT 1 


#define MAX _SIZEOF_PRIMITIVE 24 


GsSPRITE sprite; 
int activeBuffer; 


volatile u_char *bb0, *bb1; 


GsOT OT[2]; 
GsOT_TAG OT_Tag[2] [1<<TAILLE_OT]; 
PACKET GpuPacketArea[2][1000 * MAX _SIZEOF_PRIMITIVE] ; 


u_long padl,pad2; 
// prototypes 


int main (void); 
void Initialise ( 
u_long pad_read ( 


void); 
volatile u_char); 


// fonctions 


u_long Pad_Read(volatile u_char * buf) 
{ return(~( *(buf+3) | *(buf+2)<<8 )); 
} 


void Initialise (void) 
{ RECT r_pixel,c_pixel; 
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int main 


GsIMAGE Image; 
int i,j; 


SetVideoMode ( MODE_PAL ); 
GetPadBuf (&bb0, &bb1) ; 


GsInitGraph (LARGEUR_ECRAN, HAUTEUR_ECRAN, GSOFSGPU | GsNONINTER, 0,0); 
GsDefDispBuff (0,0,0,HAUTEUR_ECRAN) ; 


for. (å = Oss a. < 2: I++) 


OT[i].length = TAILLE_OT; 
OT[i].org = OT_Tag[i]; 
} 


GsGetTimInfo( (u_long *) (TIM_ADDRESS+4), &Image); 


c_pixel.x=LARGEUR_ECRAN; 
c_pixel.y=180; 
c_pixel.w=Image.cw; 
c_pixel.h=Image.ch; 


LoadImage (&c_pixel, Image.clut); 
DrawSync (0); 


GsGetTimInfo( (u_long *) (TIM_ADDRESS+4), &Image); 


r_pixel.x = 320; //en dehors du buffers 
r_pixel.y = 0; 

r_pixel.w = Image.pw; 

r_pixel.h = Image.ph; 


LoadImage (&r_pixel, Image.pixel); 
DrawSync (0); 


sprite.tpage = GetTPage (1, 0, r_pixel.x,r_pixel.y); 
sprite.attribute = 1<<24; 
sprite.h = 180; 

sprite.w = 195; 

sprite.x 0; 

sprite.y = 0; 

sprite.cx =c_pixel.x; 
sprite.cy =c_pixel.y; 
sprite.mx=0; 

sprite.my=0; 
sprite.r=0x80; 
sprite.g=0x80; 
sprite.b=0x80; 
sprite.scalex=ONE; 
sprite.scaley=ONE; 
sprite.u=0; 

sprite.v=0; 


(void) 


{ 


Initialise(); 
for (77) 
{ 
padl=Pad_Read (bb0) ; 
if (padlépadselect) break; 


activeBuffer =GsGetActiveBuff (); 
GsSetWorkBase( (PACKET *) GpuPacketArea[activeBuffer] ); 
GsClearOt (0,0, &0T[activeBuffer]); 


GsSortSprite (&sprite, &OT[activeBuffer], 0); 
DrawSync (0); 


GsSwapDispBuff(); 
GsSortClear(0,0,0,&0T[activeBuffer]); 
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GsDrawOt (&O0T[activeBuffer]); 
} 
ResetGraph (3); 
return (0); 


—-MESSAGE FILE 10655 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00030 


—-MESSAGE FILE 10656 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000031 

Path: chuka.playstation.co.uk!news 

From: "Ukyo" <seb7@magic.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Dr ZC ki? 

Date: 3 Jun 1998 23:41:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <0Olbd8f£48$a025efe0$0301010a@galford> 
NNTP-Posting-Host: pppl1-116.magic.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Il faut parti de quelle école le Dr Z? 


—-MESSAGE FILE 10656 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00031 


—--MESSAGE FILE 10657 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000032 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


—-MESSAGE FILE 10657 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00032 


——MESSAGE FILE 10658 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000033 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "dr Z" <gsauve@sie.qc.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Dr Z C ki? 

Date: 8 Jun 1998 22:01:23 GMT 

Organization: SCEA News Server 
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Lines: 7 

Message-ID: <01bd932a$36af2780S15b6e9cd@lausauvege> 
References: <Olbd8f48Sa025efe0$0301010a@galford> 
NNTP-Posting-Host: 205.233.182.21 

X-Newsreader: Microsoft Internet News 4.70.1155 


Il ne fait parti d'aucune école, il est programmeur a l'Institut Maurice 
Lamontagne ( Institut de recherche sur les océans et la faune marine. si ça 
vous intéresse http://www.qc.dfo-mpo.gce.ca/iml/fr/intro.htm ). En fait 
c'est un surnom qui m'a été donné et que j'ai gardé car il sonne bien, 
autant en francais qu'en anglais. 


Germain (doctor Z) Sauvé 
—-MESSAGE FILE 10658 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00033 


——MESSAGE FILE 10659 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000034 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: J'y crois pas !!!! 

Date: Wed, 17 Jun 1998 00:30:24 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <3586F200.E11A1F26@freenet.fr> 
NNTP-Posting-Host: 194.3.128.229 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Je vous assure : je n'y crois pas ! 

Voir tant de remu ménage sur ce site si désert depuis plus d'un an ! 

En tout cas, je te remercie Arnaud pour les explications que tu fournis 
Pour l'instant, j'ai vraiment pas le temps de bosser dessus mais je me 

suis un petit peu renseigner et tu travail sur les Yaroze Mauve de chez 

Epita, je crois . Est-ce qu'il serait possible de passer prendre des 

cours particuliers ? C'est dommage d'étre en banlieu parisienne et de 

rester derriére son ordinateur et de potasser seul 


-—-MESSAGE FILE 10659 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00034 


—-MESSAGE FILE 10660 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000035 

Path: chuka.playstation.co.uk!news 

From: MAGNIER Francis <loisy02@club-internet.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Nous avons besoin d'un francais 

Date: Tue, 04 Aug 1998 14:23:20 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35C6FD38.2DBB@club-internet.fr> 
References: <33A65F44.769B@interactive.sony.com> 
Reply-To: loisy02@club-internet.fr 

NNTP-Posting-Host: ppp-206-30.hexagone.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [fr]C—-CLUB (Win95; 1) 


Webmaster wrote: 

> 

> Bonjour, 

> 

> 11 y a un journaliste (TV France) qui veut parler avec un Net Yaroze 
> Membre francais. 

> 
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S'il vous veut, e-mail a ps_yaroze@interactive.sony.com. 

A bientot, 

Laura 

(Je m'excuse ma francais, ce n'est pas bonne.) 


++++++++++++++++++++++++++++++ 
Hello, 


There is a French TV journalist who would like to speak to a French Net 
yaroze Member. 


If you would like to, e-mail ps_yarozeQinteractive.sony.com. 
Laters, 


Laura 


VVVVVVVVVVVVVVV NP, NP VV VV 


(I apologise for my french, it isn't good.) 


I'm ready for that , when ? where ? what ? 
(I apologise for my english , it isn't good.) 


magnier nicolas 

magnier@caramail.com 

—-MESSAGE FILE 10660 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00035 


——MESSAGE FILE 10661 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000036 

Path: chuka.playstation.co.uk!news 

From: TOUZALIN William <wtouzali@freenet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Nous avons besoin d'un francais 

Date: Sat, 08 Aug 1998 20:25:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <35CC9826.F4193593@freenet.fr> 

References: <33A65F44.769B@interactive.sony.com> <35C6FD38.2DBB@club-internet.fr> 
NNTP-Posting-Host: 194.3.128.191 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


MAGNIER Francis wrote: 
Webmaster wrote: 
Bonjour, 


Il y a un journaliste (TV France) qui veut parler avec un Net Yaroze 
Membre francais. 


S'il vous veut, e-mail a ps_yaroze@interactive.sony.com. 
A bientot, 

Laura 

(Je m'excuse ma francais, ce n'est pas bonne.) 


++++++++++++++++++++++++++++++ 
Hello, 


There is a French TV journalist who would like to speak to a French Net 
yaroze Member. 


VVVVVVVVVVVVVVV VV VV VV 
VVVVVVVVVVVVVV VV VV VV 
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If you would like to, e-mail ps_yaroze@interactive.sony.com. 
Laters, 


Laura 


VV V V V V V 


(I apologise for my french, it isn't good.) 


I'm ready for that , when ? where ? what ? 
(I apologise for my english , it isn't good.) 


magnier nicolas 
magnier@caramail.com 


VVVVVVVVVVV VV 


Alors Nico, on veut passer a la télé ?! 
Qu'est-ce que tu fais de beau sur la Yaroze ? 
A plus ! 


Will 


—-MESSAGE FILE 10661 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00036 


—--MESSAGE FILE 10662 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000037 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Un signe de vie... 

Date: Tue, 18 Aug 1998 13:57:07 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6rbq76$12e2@chuka.playstation.co.uk> 
NNTP-Posting-Host: toulouse2-27.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Je profite des vacances pour passer un petit bonjour a tous les possesseurs 
de Yaroze en France! 


Ca fait jour pour jour 1 an que j'ai recu ma Yaroze (joyeux anniversaire 
petite boite noire :o) et j'avoue ne pas avoir fait grand chose depuis les 
premieres semaines... Faute de temps et d'idees peut etre! 


J'aimerais savoir si certaines personnes en France cherchent du monde 
pour leur(s) projet(s) en particulier des programmeurs car je vais avoir 
presque une annee entiere de libre devant moi a consacrer au developpement 
de jeu(x) (PC et Yaroze si possible...). J'ai egalement quelques idees... 


Si vous etes interessee n'hesitez pas a me contacter. 


A+ 
Bruno Wieckowski 


mon e-mail : bwieckowski@wirteme.com 
Page NetYaroze : http://www.netyaroze-europe.com/~wbruno 
Page personnelle : http://www.geocities.com/members/tools/file_manager.html 


—-MESSAGE FILE 10662 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00037 


—-MESSAGE FILE 10663 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000038 
Path: chuka.playstation.co.uk!news 
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From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Un signe de vie... 

Date: Tue, 18 Aug 1998 15:51:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6rc0tv$l12e3@chuka.playstation.co.uk> 
References: <6rbq76$12e2@chuka.playstation.co.uk> 
NNTP-Posting-Host: toulouse2-27.hol.fr 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Page personnelle 

http://www.geocities.com/members/tools/file_manager.html 

Desole pour la petite erreur!!! 

11 fallait lire 
http://www.geocities.com/ResearchTriangle/Lab/7746/index.htm 


—-MESSAGE FILE 10663 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00038 


—--MESSAGE FILE 10664 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000039 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <0Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


Tos PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 
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daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


—-MESSAGE FILE 10664 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00039 


——MESSAGE FILE 10665 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000040 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 10665 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00040 
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——MESSAGE FILE 10666 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000041 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 
Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


> Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 
> 

> >please put your code no later than Monday 24th August to on your public 
> FTP 

> >site - please include a Read me file. Then mail to advise at the 

> following 

> 

> 

> Erp! next Monday???? Which is it, George? I don't think I can have it 

> all tied up as neatly as I'd like it for 5 days time, unfortunately... 

> Is this just a cut-and-paste error (aah, they're fun)? 

> 

> Nick F 


—-MESSAGE FILE 10666 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00041 


—--MESSAGE FILE 10667 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000042 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Sony ECTS Party 

Date: Wed, 19 Aug 1998 10:23:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6re4v7$12e11@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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As you will have seen from George's posting to Announce yesterday, we are 
giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
will be held in central London on Monday 7th September. The SCEE party is 
renowned for being the best ECTS party to attend and tickets are extremely 
hard to come by! If you would like your game or demo to go on the ECTS disc 
which will be seen by thousands of ECTS attendees, including top European 
games journalists, leading game industry representatives and of course, 


other Net Yaroze members get programming! As you will see, we have also 
extended the deadline to Tuesday lst September. So all you have to do is 
post your code to your public FTP site - including a Read me file. Then mail 


to advise at the following address 


To: PS_Yaroze@playstation.sony.com 
Subject: ECTS games/demos 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards 
Sarah 


-—-MESSAGE FILE 10667 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00042 


—-MESSAGE FILE 10668 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000043 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE. COM> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Y'a quelqu'un 

Date: 2 Sep 1998 22:16:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdd6c0$dcefab640Sbf4de8c3@custom—p200> 
NNTP-Posting-Host: pd13-191.par.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ceci est un message test, je veux simplement me rendre compte du nombre de 
personnes susceptibles de répondre a une question posé ici??? 

Merci donc de vous manifester si vous lisez ces lignes... 

En tout cas, si vous existez, Yaroziens francophone, faites vivre ce site 

en y deposant vos questions ou projets... Je suis sur que la France a son 

mot a dire quant aux talents de nos programmeurs... 

Au fait, y a t il parmis vous des Yaroziens qui font de la 3D car je vais 

me lancer dans le sujet et j'aimerais avoir quelqu'un a qui m'adresser si 

je bute sur une syntaxe... 

Merci a vous... si je parle a quelqu'un! 


Signé: Yoann Levet, défenseur d'une espéce en voit de disparition, le 
programmeur Francais... 


—-MESSAGE FILE 10668 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00043 


——MESSAGE FILE 10669 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000044 

Path: chuka.playstation.co.uk!news 

From: Arnaud Lemaire <arnaud.lemaire@epita.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Y'a quelqu'un 
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Date: Mon, 07 Sep 1998 15:32:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35F3E089.C515A4EF@epita.fr> 

References: <Olbdd6c0Sdcefa640Sbf4de8c3@custom—p200> 
NNTP-Posting-Host: 163.5.44.24 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> Ouais y a quelqu'un 


AL 


—-MESSAGE FILE 10669 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00044 


——MESSAGE FILE 10670 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000045 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE. COM> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Résultat de mon enquéte 

Date: 7 Sep 1998 20:54:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <0Olbddaa3$33b3fcc0$974be8c3@custom—p200> 

References: <Olbdd6c0S$dcefab640$bf4de8c3@custom—p200> <35F3E089.C515A4EF@epita.fr> 
NNTP-Posting-Host: pd11-151l.par.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


A ce que je vois, seul deux français ont un QI assez élevé pour prétendre a 
la programmation Net Yaroze (moi compris et si Arnaud Lemaire est un 
programmeur Net Yaroze!)... 

Que dévellopes tu au fait Arnaud??? 

As tu un site WEB... 

Jete un coup d'oeil au mien, sachant qu'il va bientot etre detruit pour 
laisser place a un autre site ayant pour sujet la Net Yaroze et sa 
programmation (meme si j'ai l'impression que je ne vise pas beaucoup de 
public en France...) 

Regards... 

—-MESSAGE FILE 10670 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00045 


——MESSAGE FILE 10671 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000046 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE.COM> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Zut Flute Caca Boudin... 

Date: 7 Sep 1998 20:58:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <01lbddaa3S$caeb8900S$974be8c3@custom—p200> 

References: <Olbdd6c0S$dcefa640$bf4de8c3@custom—p200> <35F3E089.C515A4EF@epita.fr> ՀՕ 
lbddaa3S$33b3fcc0$974be8c3@custom—p200> 

NNTP-Posting-Host: pd11-151.par.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Mon site se situe: 

http://www.altern.org/progworld 

—-MESSAGE FILE 10671 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00046 


—-MESSAGE FILE 10672 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
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0000047 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Résultat de mon enquéte 

Date: Tue, 8 Sep 1998 19:44:28 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6t3qgcSbge4@chuka.playstation.co.uk> 
References: <Olbdd6éc0$dcefa640$bf4de8c3@custom—p200> <35F3E089.C515A4EF@epita.fr> ՀՕ 
lbddaa3$33b3fcc0$974be8c3@custom—p200> 
NNTP-Posting-Host: toulousel-26.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>A ce que je vois, seul deux francais ont un QI assez élevé pour prétendre a 
>la programmation Net Yaroze (moi compris et si Arnaud Lemaire est un 
>programmeur Net Yaroze!)... 

Tu peux rajouter une personne a la liste :o) 
Desole j'etais absent qques jours! 


A+ 
Bruno 


--MESSAGE FILE 10672 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00047 


——MESSAGE FILE 10673 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000048 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE.COM> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Résultat de mon enquéte 

Date: 8 Sep 1998 21:19:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <Olbddb6f$f5bb7d80$4642e8c3@custom—p200> 

References: <Olbdd6éc0$dcefa6é40$bf4de8c3@custom—-p200> <35F3E089.C515A4EF@epita.fr> ՀՕ 
lbddaa3$33b3fcc0$974be8c3@custom—p200> <6t3qgcSbge4@chuka.playstation.co.uk> 
NNTP-Posting-Host: pd02-070.par.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ouf! Et toi Bruno, as tu des projets ou des réalisations a ton actifs, 
raconte moi n'importe quoi, il faut faire vivre ce groupe de news... 
Personnellement, je suis sur le point de finir mon premier jeux Net Yaroze 
mais je bute sur un probleme de gestion de son... 

Mon probléme est décrit dans le groupe de news traitant des sons... Jetez y 
un oeil et venez me repondre ici... 

Bruno, as tu des ambitions dans l'univers du jeux, si oui, as tu des 
diplomes... 

Moi, je programme des jeux sur un peux toutes les plateformes (voir mon 
site) et je vais créer dans quelques semaines un magasin on-line de vente 
de matériel informatique par correspondance... 

A++ 

--MESSAGE FILE 10673 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00048 


——MESSAGE FILE 10674 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000049 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Résultat de mon enquéte 

Date: Wed, 09 Sep 1998 02:55:18 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <35f5ec01.3810275@news.scea.sony.com> 

References: <Olbdd6c0S$dcefa6é40$bf4de8c3@custom—-p200> <35F3E089.C515A4EF@epita.fr> ՀՕ 
lbddaa3$33b3fcc0$974be8c3@custom—p200> 

NNTP-Posting-Host: a83.Dynamic-IP.Mlink.NET 
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On 7 Sep 1998 20:54:15 GMT, "Levet Yoann" <LEVET_YOANN@COMPUSERVE.COM> 
wrote: 


>A ce que je vois, seul deux français ont un QI assez élevé pour prétendre a 
>la programmation Net Yaroze (moi compris et si Arnaud Lemaire est un 
>programmeur Net Yaroze!)... 

>Que dévellopes tu au fait Arnaud??? 

>As tu un site WEB... 

>Jete un coup d'oeil au mien, sachant qu'il va bientot etre detruit pour 
>laisser place a un autre site ayant pour sujet la Net Yaroze et sa 
>programmation (meme si j'ai l'impression que je ne vise pas beaucoup de 
>public en France...) 

>Regards... 


Salut! Moi ca fait un an que j'ai mon Yaroze mais a cause des études 
et du travail je n'ai jamais le temps de faire un projet au complet : ( 
Donc la plupart du temps je fait des petites demos mais qui ne valent 
pas la peine d'être distribuées et je lis les newsgroups anglais. 
J'espère avoir plus de temps dans les semaines à venir pour m'y mettre 
un peu plus. Toutefois, je peux toujours répondre a des questions 
hehe! 


Patrick Bureau 


P.S.: J'habite a Montreal au Quebec, est-ce que je compte dans le 

public visé? :) 

—-MESSAGE FILE 10674 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00049 


—--MESSAGE FILE 10675 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000050 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Résultat de mon enquéte 

Date: Wed, 9 Sep 1998 17:58:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <6t6980Sbgel2@chuka.playstation.co.uk> 

References: <Olbdd6éc0$dcefa640Sbf4de8c3@custom—p200> <35F3E089.C515A4EF@epita.fr> ՀՕ 
lbddaa3$33b3fcc0$974be8c3@custom—-p200> <6t3qgcSbge4@chuka.playstation.co.uk> <Olbddb 
6f£Sf5bb7d80S4642e8c3@custom—p200> 

NNTP-Posting-Host: toulousel-7.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Levet Yoann wrote in message <0Olbddb6fSf5bb7d80$4642e8c3@custom-p200>... 
>Ouf! Et toi Bruno, as tu des projets ou des réalisations a ton actifs, 
>raconte moi n'importe quoi, il faut faire vivre ce groupe de news... 


Oui enfin j'ai fait un petit Tetris melange avec des worms et quelques 
petites choses sans importance (une tentative de pacman en 3D pas tres 
concluante ;0) 

Quant a mes projets comme je l'ai deja annonce dans ce newsgroup je 


cherche du monde pour realiser des trucs... (PC et/ou Yaroze...) J'ai deja 
quelques idees genre un RPG, ou encore un projet assez important que j'ai 
commence a etudier avant l'ete mais qui sera uniquement sur PC, enfin voila 
quoi... 

>Bruno, as tu des ambitions dans l'univers du jeux, si oui, as tu des 
>diplomes... 


Tout a fait! Je compte travailler dans les jeux video d'ici 1 ou 2 ans... 

Niveau etudes, je termine ma maitrise d'informatique cette annee; il me 
reste 2 modules (sur 8) seulement a repasser donc je vais avoir le temps de 
m'occuper un peu de la programmation (PC et Yaroze)... 


>Moi, je programme des jeux sur un peux toutes les plateformes (voir mon 
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>site) et je vais créer dans quelques semaines un magasin on-line de vente 
>de matériel informatique par correspondance... 


Ah sympa! Moi aussi je programme aussi sur PC (DirectX...) depuis peu de 
temps j'ai d'ailleurs adapte mon Tetris sur PC bon il me manque le son et 
quelques ameliorations que je voulais apporter. 


Bruno Wieckowski 


E-mail : bwieckowski@writeme.com 

HomePage : http://www.geocities.com/ResearchTriangle/Lab/7746/ 
NetYaroze : http://www.netyaroze-europe.com/~wbruno 

ICQ# : 12215208 


—-MESSAGE FILE 10675 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00050 


—--MESSAGE FILE 10676 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000051 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Germain Sauvé" <gersauve@cgocable.ca> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Résultat de mon enquéte 

Date: Wed, 9 Sep 1998 14:51:12 -0400 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <6t6i77$8qj9@scea> 

References: <Olbdd6éc0$dcefa640$bf4de8c3@custom—p200> <35F3E089.C515A4EF@epita.fr> ՀՕ 
lbddaa3$33b3fcc0$974be8c3@custom-p200> <35f5ec01.3810275@news.scea.sony.com> 
NNTP-Posting-Host: 158-75.ri.cgocable.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Salut! Moi ca fait un an que j'ai mon Yaroze mais a cause des études 
>et du travail je n'ai jamais le temps de faire un projet au complet : ( 
>Donc la plupart du temps je fait des petites demos mais qui ne valent 
>pas la peine d'étre distribuées et je lis les newsgroups anglais. 
>J'espére avoir plus de temps dans les semaines à venir pour m'y mettre 
>un peu plus. Toutefois, je peux toujours répondre a des questions 
>hehe! 

> 

>Patrick Bureau 


Méme chose pour moi. Je dois admettre que je passe plus de temps sur mes 
ordis (MAC et PC) que sur mon Yaroze. Petite parenthése ici, nous au québec 
( enfin dans ma région ) nous parlons toujours des consoles de jeux au 


masculin ( un Nintendo, un PlayStation, un SNES ). Suis-je le seul et ai-je 
tort? 
>P.S.: J'habite à Montreal au Quebec, est-ce que je compte dans le 


>public visé? :) 


Nous somme au moins 2 au Québec ( je suis de Rimouski et je m'ennui de 
Montréal ) alors j'espëre que ça compte ;-) 


Germain Sauvé 


--MESSAGE FILE 10676 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00051 


——MESSAGE FILE 10677 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000052 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE. COM> 

Newsgroups: scee.yaroze.freetalk.french 
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Subject: Pacte 

Date: 10 Sep 1998 08:25:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbddc96$0fe03940$544de8c3@custom—p200> 
NNTP-Posting-Host: pd13-084.par.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Je suis ravi de me rendre compte qu'il y a tout de meme de nombreux 
francophone (je ne dirais plus français, pardons au Québécois...) qui 
défendent les couleurs de la Net Yaroze... 

Des aujourd'hui, je propose a tous ceux qui ont l'habitude de trainer dans 
les Newsgroups de toujours venir jeter un oeil sur ce site et de poster un 
exemplaire francais de n'importe quel message posté dans un autre Newsgroup 
Net Yaroze dans ce Newsgroup... 

Désormais donc pour tout probléme, venez tout d'abord voir ici, je suis 
persuadé qu'il y à assez de matiére grise francophone pour répondre à tous 
vos problémes... 

Pour preuve de ma bonne foi, veuillez trouver plus loin l'unique probléme 
qui fait que mon premier jeu Net Yaroze n'est pas terminé... 

Je sais que l'informatique et l'anglais son deux choses qui vont de paires 
mais cela n'empéche pas de garder contact avec ses semblables... 

Merci a tous et longue vie a ce Newsgroup... 

A++ 


7147 


--MESSAGE FILE 10677 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00052 


——MESSAGE FILE 10678 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000053 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE. COM> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Aidez moi... 

Date: 10 Sep 1998 08:30:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 45 

Message-ID: <0lbddc96$ca734900$544de8c3@custom—p200> 
NNTP-Posting-Host: pd13-084.par.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Mon probléme ce situe dans la mise en mémoire de mes fichiers sons. 


—Ce premier programme fonctionne sans probléme et charge ma premiére banque 
de sons sans accroches: 


#include "Sound.h" //Sound subroutine 
#include "Address.h" //Definition of address 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 


{ 
gSoundBank = LoadSound(EFFECTSVH, EFFECTSVB) ; 


} 


-Celui ci tourne aussi sans problèmes et charge ma deuxième banque de sons: 


#include "Sound.h" //Sound subroutine 
#include "Address.h" //Definition of address 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 


{ 
gSoundBank2 = LoadSound(EFFECTS2VH, EFFECTS2VB) ; 


} 


—Mais dés que je veux charger les deux banques de sons, le programme plante 
royallement: 


#include "Sound.h" //Sound subroutine 
#include "Address.h" //Definition of address 
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static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 
{ 
gSoundBank = LoadSound(EFFECTSVH, EFFECTSVB) ; 
gSoundBank2 = LoadSound(EFFECTS2VH, EFFECTS2VB); //Error into this 


} 


Merci de votre aide ou tout du moins du temps que vous m'accordez... 


—-MESSAGE FILE 10678 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00053 


—--MESSAGE FILE 10679 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000054 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Aidez moi... 

Date: Thu, 10 Sep 1998 11:21:53 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6t85q8Spf52@chuka.playstation.co.uk> 
References: <0Olbddc96$ca734900$544de8c3@custom—p200> 
NNTP-Posting-Host: toulousel-12.hol.fr 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>#include "Sound.h" //Sound subroutine 
>#include "Address.h" //Definition of address 


> 

>static int gSoundBank, gSoundBank2; 
> 

>void InitSoundEffects (void) 

>{ 


> gSoundBank = LoadSound(EFFECTSVH, EFFECTSVB) ; 
> gSoundBank2 = LoadSound(EFFECTS2VH, EFFECTS2VB); //Error into this 


>} 

Est ce que tu pourrais donner plus de details sur la fonction 
LoadSound... A mon avis c'est dans cette fonction qu'il te faut chercher... 
Bruno 


—-MESSAGE FILE 10679 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00054 


——MESSAGE FILE 10680 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000055 

Path: chuka.playstation.co.uk!news 

From: "Levet Yoann" <LEVET_YOANN@COMPUSERVE.COM> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: LoadSound() 

Date: 11 Sep 1998 09:57:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <Olbddd6c$20bff760$534ae8c3@custom—p200> 

References: <Olbddc96$ca734900S544de8c3@custom—p200> <6t85q8S$pf52@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: pd10-083.par.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Voici la fonction LoadSound: 
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int LoadSound(unsigned long adrvVh, 


{ 
int vab; 
vab = 
1); 
assert (vab >= 
return vab; 


} 


SsVabTransfer((unsigned char *)adrvh, 


0); 
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unsigned long adrvVb) 


(unsigned char *)adrVb, -1, 


//C'est ici que l'erreur d'assertion survient... 


Rappel de la fonction appellant LoadSound: 


"Sound.h" 
"Address.h" 


#include 
#include 


//Sound subroutine 
//Definition of address 


static int gSoundBank, gSoundBank2; 


void InitSoundEffects (void) 


{ 
gSoundBank = 
gSoundBank2 = 
} 


Valeur des constantes: 


EFFECTSVH Ox800CCEOOL 
EFFECTSVB Ox800CEFOOL 
EFFECTS2VH = 0x800EBCOOL 
EFFECTS2VB = 0x800ED300L 


A vous de jouer... 


—-MESSAGE FILE 10680 END: 


00055 


LoadSound (EFFECTSVH, EFFECTSVB) ; 
LoadSound (EFFECTS2VH, EFFECTS2VB);//L'erreur est 


ici 


net-yaroze-usenet/00000001-SCFF/yaroze/freetalk/french/000 


——MESSAGE FILE 10681 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000056 
Path: 
From: "Bruno Wieckowski" 
Newsgroups: 


Date: Wed, 
Organization: 
Lines: 19 

Message-ID: 
NNTP-Posting-Host: 


chuka.playstation.co.uk!news 
<bruno.wieckowski@hol.fr> 
scee.yaroze.freetalk.french 

Subject: Want to join me? 

23 Sep 1998 22:23:20 +0200 
PlayStation Net Yaroze 


(SCEE) 


<6ublfc$bdk14@chuka.playstation.co.uk> 
toulouse2-13.hol.fr 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi! 


I need graphists and coders to create a new development team. 


I have many projects for the Yaroze 


(and PC...) but as I'm just a single 


french coder I need someone to help me! 


Let me know if you are interested 


Bruno Wieckowski 


(mail/ICQ...) 


E-mail 
HomePage 
NetYaroze 


ICQ# 12215208 


bwieckowski@writeme.com 
http://www.geocities.com/ResearchTriangle/Lab/7746/ 
http://www.netyaroze-europe.com/~wbruno 


—-MESSAGE FILE 10681 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00056 


—-MESSAGE FILE 10682 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000057 
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Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: help me 

Date: Thu, 01 Oct 1998 15:48:08 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138817.EC88EF90@sc.trinakria.it> 
NNTP-Posting-—Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me 7 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 10682 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00057 


—--MESSAGE FILE 10683 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000058 

Path: chuka.playstation.co.uk!news 

From: Ciampa Giovanni <juventus@bluewin.ch> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Net yaroze 

Date: Fri, 09 Oct 1998 22:35:27 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <361E738F.4F67@bluewin.ch> 

Reply-To: juventus@bluewin.ch 

NNTP-Posting-Host: sio22pub69.bluewin.ch 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [fr]C-KIT-bw (Win95; 1) 


qui peut me renseigner s'il y a des manuels en francais pour la net 

yaroze Merci A+ 

—-MESSAGE FILE 10683 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00058 


—-MESSAGE FILE 10684 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000059 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Net yaroze 

Date: Sat, 10 Oct 1998 00:33:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <361E8F25.COAB85CA@hotmail.com> 
References: <361E738F.4F67@bluewin.ch> 

Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseillel0-122.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Ciampa Giovanni wrote: 


> qui peut me renseigner s'il y a des manuels en francais pour la net 
> yaroze Merci A+ 
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Le premier manuel (le rouge, "start-up guide") est disponible en 
francais (formats pdf et word 7, je crois) sur le site 
(http://www.netyaroze-europe.com/yaroze/docs/main.htm) - mais il ne sert 
pas a grand'chose. Sony ne fournit pas de traduction des deux autres 
manuels... En fait la version anglaise n'est apparemment elle-même 
qu'une mauvaise traduction du japonais, et les manuels ont souvent été 
taxés de nullité et daubité. A mon avis, il vaut mieux s'intéresser aux 
divers tutoriels écrits par de généreux yarozeurs et disponibles sur 
leurs pages persos. 


Si tu as besoin de traductions de morceaux particuliers, demande-les 
dans ce newsgroup ; je suis sûr que tu obtiendras des réponses (dont au 
moins une de moi :) ). 


Si beaucoup de yarozeurs ne comprennent pas l'anglais et ont vraiment 
besoin d'une traduction pour s'en sortir, qu'ils le disent, je suis prét 
à m'en charger (c'est moi qui ai traduit le premier manuel - désolé pour 
le titre pourri). Postez juste une réponse disant "Moi aussi je veux la 
traduction sinon je vais crever !" (mais seulement si vous en avez 
vraiment besoin, hein). 


—-MESSAGE FILE 10684 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00059 


—--MESSAGE FILE 10685 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000060 

Path: chuka.playstation.co.uk!news 

From: Philippe MOREAU <pmoreau@planete.net> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Jouer du MPEG ou MDEC 

Date: Fri, 16 Oct 1998 13:38:20 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3627302C.9010F707@planete.net> 
NNTP-Posting-Host: 194.6.151.141 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [fr] (Win95; I) 


Je suis a la recherche de code permettant de jouer de l'animation video 
type MPEG ou MDEC. 
Helas il semblerait que Sony n'a pas divulguer d'information sur 


l'exploitation de ces format. 
Encore helas pour mon projet j'ai bsoin de prouver a mes futres clients 
que l'on peut jouer de la video sur une playstation. 


—-MESSAGE FILE 10685 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00060 


——MESSAGE FILE 10686 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000061 

Path: chuka.playstation.co.uk!news 

From: Philippe MOREAU <pmoreau@planete.net> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Comment faire pour exploiter des fichiers sur CDROM ISO 9660 
Date: Fri, 16 Oct 1998 13:39:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <36273087.F79D5924@planete.net> 

NNTP-Posting-Host: 194.6.151.141 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [fr] (Win95; I) 


Toujours dans le cadr d'un projet personnel je cherche a savoir comment 
faire lire des fichiers TIM que je grave sur un CDROM ISO 9660 et que je 
voudrais lire depuis la Yaroze. 
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Merci pour les futures reponse. 


-—-MESSAGE FILE 10686 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00061 


——MESSAGE FILE 10687 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000062 

Path: chuka.playstation.co.uk!news 

From: Emmanuel FRANCOISE <nomad@overlogic.com> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Pour info : un francais de plus 

Date: Tue, 19 Jan 1999 23:15:14 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <36A503F2.7F03933A@overlogic.com> 
NNTP-Posting-Host: du-fr0-0005.claranet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Salut les grenouilles :-) 


pour info, voila un francais de plus dans la foule... 


Je suis Emmanuel 
mon login est : nomad 


J'ai bientot 25 ans, je n'ai pas les cheveux long (mais je peux en 
denoncer), je bosse dans le domaine des services en ligne depuis 5 
ans...Pour le reste ca viendra plus tard... 


Si vous voulez m'ecrire d'ici la 
nomad@overlogic.com (c'est au boulot) 


A+ 

Emmanue1. 

--MESSAGE FILE 10687 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00062 


——MESSAGE FILE 10688 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000063 

Path: chuka.playstation.co.uk!news 

From: Shen <shen@citeweb.net> 

Newsgroups: scee.yaroze.freetalk.french 
Subject: one more frenchie ! 

Date: Tue, 02 Mar 1999 21:51:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <36DC4F6A.529455B3@citeweb.net> 
NNTP-Posting-Host: Lyon-2-17.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [fr] (Win95; I) 
X-Accept-Language: fr,en,pl 


Salut a tous, je suis un p'tit nouveau Yarozien ..: ) 


Je suis a Lyon, analyste programmeur en gestion et j'en ai marre ||| 
veux faire 

des jeux .. !!! 

Done ceux ou celles (si ca existe) qui voudraient monter une team 
écrivez moi 


j'ai pris codewarrior (edit pas pour moi) ... en tout cas il y a du 
boulot pour faire 
quelque chose de sympa sur 2Mo !! 
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A bientôt les Yaroziens(ne) :) 
Shen 


shen@citeweb.net 
icq: 14060038 


—-MESSAGE FILE 10688 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00063 


——MESSAGE FILE 10689 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000064 

Path: chuka.playstation.co.uk!news 

From: Shen <shen@citeweb.net> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Y'a quelqu'un 

Date: Tue, 02 Mar 1999 22:35:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <36DC59B0.30EAB13D@citeweb.net> 
References: <Olbdd6c0Sdcefa640Sbf4de8c3@custom—p200> 
NNTP-Posting-Host: Lyon-2-17.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [fr] (Win95; I) 
X-Accept-Language: fr,en,pl 


Salut, je suis un nouveau Yarozien français et qui lit les news group en plus 
| | 


a bientôt 
Levet Yoann a écrit 


Ceci est un message test, je veux simplement me rendre compte du nombre de 
personnes susceptibles de répondre a une question posé ici??? 

Merci donc de vous manifester si vous lisez ces lignes... 

En tout cas, si vous existez, Yaroziens francophone, faites vivre ce site 

en y deposant vos questions ou projets... Je suis sur que la France a son 

mot a dire quant aux talents de nos programmeurs... 

Au fait, y a t il parmis vous des Yaroziens qui font de la 3D car je vais 

me lancer dans le sujet et j'aimerais avoir quelqu'un a qui m'adresser si 

je bute sur une syntaxe... 

Merci a vous... si je parle a quelqu'un! 


Signé: Yoann Levet, défenseur d'une espéce en voit de disparition, le 
programmeur Francais... 


VVVVVVVVVVV VV 


—-MESSAGE FILE 10689 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00064 


——MESSAGE FILE 10690 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000065 

Path: chuka.playstation.co.uk!news 

From: Shen <shen@citeweb.net> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: compilo GNU sous Linux 

Date: Mon, 12 Apr 1999 02:27:33 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <37113DF5.3F9B76B8@citeweb.net> 
NNTP-Posting-Host: Lyon-1-168.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 
X-Accept-Language: fr, en 


Hello tous, si il y a encore quelqu'un 
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Je cherche une version Linux du compilateur GNU. Si quelqu'un peux me 
donner une URL ca serai super. Heu Codewarrior version Linux ca serais 
le top mais faut pas r=E9ver ...!! 


shen@citeweb.net 
—-MESSAGE FILE 10690 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00065 


—-MESSAGE FILE 10691 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000066 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: compilo GNU sous Linux 

Date: Mon, 12 Apr 1999 19:07:19 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7et98hSh801@chuka.playstation.co.uk> 
References: <37113DF5.3F9B76B8@citeweb.net> 
NNTP-Posting-Host: ppp-119-50.infonie.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Coucou, tu as vu, il y a encore qqun. 


Pour compiler sous Linux, tu dvrais essayer de telecharger les sources du 
compilateur et recompiler une fois sous linux. 
Idem pour siocons (ben ouaip, sinon ca sert a rien). 


De toute facon, y'a pas d'outils graphiques pour play sous linux 
(TIMtools...). 


—-MESSAGE FILE 10691 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00066 


——MESSAGE FILE 10692 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000067 

Path: chuka.playstation.co.uk!news 

From: Shen <shen@citeweb.net> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: compilo GNU sous Linux 

Date: Fri, 16 Apr 1999 12:14:55 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <37170D9F.488C1F7D@citeweb.net> 

References: <37113DF5.3F9B76B8@citeweb.net> <7et98hSh801l@chuka.playstation.co.uk> 
NNTP-Posting-Host: Bourg-en-Bresse-1-37.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 

X-Accept-Language: fr, en 


HPMAN wrote: 

> 

> Coucou, tu as vu, il y a encore qqun. 

> 

> Pour compiler sous Linux, tu dvrais essayer de telecharger les sources du 
> compilateur et recompiler une fois sous linux. 
> 
> 
> 
> 


Idem pour siocons (ben ouaip, sinon ca sert a rien). 


De toute facon, y'a pas d'outils graphiques pour play sous linux 
(TIMtools...). 


Arf ! Enfin un être vivant :)) 


D'accord avec toi mais faudrait il savoir ou trouver les sources et si 
elles existent pour intel ... J'ai vu dans le dernier Dream que sony 
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allait donner un kit de dev sous Linux ... wait and see 


att 
—-MESSAGE FILE 10692 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00067 


—-MESSAGE FILE 10693 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000068 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: compilo GNU sous Linux 

Date: Tue, 20 Apr 1999 00:05:47 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7fg9c9Sdpk8@chuka.playstation.co.uk> 

References: <37113DF5.3F9B76B8@citeweb.net> <7et98hSh801@chuka.playstation.co.uk> ՀՅ 
T170D9F.488C1F7D@citeweb.net> 

NNTP-Posting-Host: ppp-119-77.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Les sources de gcc sont dispo sur le site sony... 


Shen <shen@citeweb.net> a écrit dans le message 
37170D9F.488C1F7D@citeweb.net... 


> HPMAN wrote: 

>> 

> > Coucou, tu as vu, il y a encore qqun. 

>> 

> > Pour compiler sous Linux, tu dvrais essayer de telecharger les sources 
du 

> > compilateur et recompiler une fois sous linux. 

> > Idem pour siocons (ben ouaip, sinon ca sert a rien). 

>> 

> > De toute facon, y'a pas d'outils graphiques pour play sous linux 

> > (TIMtools...). 

> 

> 

> 

> Arf ! Enfin un étre vivant :)) 

> 

> D'accord avec toi mais faudrait il savoir ou trouver les sources et si 
> elles existent pour intel ... J'ai vu dans le dernier Dream que sony 
> allait donner un kit de dev sous Linux ... wait and see 

> 

> 

> att 


—-MESSAGE FILE 10693 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00068 


——MESSAGE FILE 10694 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000069 

Path: chuka.playstation.co.uk!news 

From: "sebastien.szurlej" <sebastien.szurlej@wanadoo.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: salut tout le monde 

Date: Wed, 12 May 1999 22:04:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7hemtpSkr47@chuka.playstation.co.uk> 
NNTP-Posting-Host: tntmetz10-145.abo.wanadoo.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


ca fait deja quelques mois que je posséde la yaroze et je galére a mort 
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le prob c'est que je connais un peu le c mais que la programmation d'un jeu 
reste pour moi vraiment baleze alors si une bete en programmation pourrais 
bien correspondre avec moi ca me ferrait plaisir 

au moins pour m'aider a comprendre les bases apres je me demerderais 

surtout que je suis sur un projet de rpg j'ai deja le scénario et je suis en 
train de faire les graphismes (pas de prob pour l'instant)mais la prog ca 
craint trop 

merci d'avance a tous ceux qui m'aideraient 

j'laisse mon mail pour ceux qui voudrait m'aider cerbinou@hotmail.com 

merci vraiment pour ceux qui m'aideront pour moi c'est trés important 


7156 


—-MESSAGE FILE 10694 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00069 


—-MESSAGE FILE 10695 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000070 
Path: chuka.playstation.co.uk!news 
From: "pal" <palpalpalpal@hotmail.com> 


Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: salut tout le monde 

Date: 13 May 1999 08:56:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01be9d1e$346708e0$65b524c3@pal-—s-—omnibook> 
References: <7hemtpSkr47@chuka.playstation.co.uk> 
NNTP-Posting-Host: Marseille-5-101.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Si tu as des questions precises, il y a surement plein de bonnes ames (dont 
moi) qui te repondront dans ce newsgroup. N'hesite pas, ca mettra un peu 
d'animation. 


pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 10695 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00070 


—-MESSAGE FILE 10696 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000071 

Path: chuka.playstation.co.uk!news 

From: "sebastien.szurlej" <sebastien.szurlej@wanadoo.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: hello 

Date: Thu, 13 May 1999 12:58:55 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7heba3Snppl@chuka.playstation.co.uk> 
NNTP-Posting-Host: metz1-103.abo.wanadoo.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


voila 
je propose que des betes en programmation s'unissent pour écire un tutorial 
complet sur comment afficher un sprite ou réaliser une animation etc... pour 


pouvoir aider les pauvres yarozeurs qui ont du mal a programmer (comme moi) 
afin d'ouvrir de nouvelles horizons a certains qui regorgent d'idées mais 
qui n'arrivent pas a les accomplir 

merci d'avance 

ps:j'voudrais savoir si quelqu'un pourrais me conseiller de bons ouvrage 
afin de mieux comprendre la programmation , je possede un livre énorme sur 
le c que j'ai lu des dizaines de fois mais ils expliquent vraiment pas grand 
chose, suffit pas de connaitre les fonctions faudrait savoir comment ca 
fonctionne 

oubien si quelqu'un veut me donner des cours a distance je sais j'abuse un 
peu mais p'tete que quelqu'un ce sent l'ame d'un prof 

allez merci et que la force soit avec vous 

չ-) 

au fait pour ceux que ca interesse l'architecture de la play est la meme 
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qu'une 1000 je dits ca parce que j'ai reussi a mettre une modchip dessus 


—-MESSAGE FILE 10696 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00071 


——MESSAGE FILE 10697 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000072 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: hello 

Date: 14 May 1999 08:57:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <01lbe9de7S83cfea40$71b524c3@pal-—s-—omnibook> 
References: <7heba3Snppl@chuka.playstation.co.uk> 
NNTP-Posting-Host: Marseille-5-113.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


> je propose que des betes en programmation s'unissent pour écire un 
tutorial 

> complet sur comment afficher un sprite ou réaliser une animation etc... 
pour 

> pouvoir aider les pauvres yarozeurs qui ont du mal a programmer (comme 
moi) 

> afin d'ouvrir de nouvelles horizons a certains qui regorgent d'idées mais 
> qui n'arrivent pas a les accomplir 

> merci d'avance 


Il y a des trucs de ce genre dans diverses homepages. Et des tutoriels tout 
a fait corrects sont disponibles sur le site officiel. 


> ps:j'voudrais savoir si quelqu'un pourrais me conseiller de bons ouvrage 
> afin de mieux comprendre la programmation, je possede un livre énorme sur 
> le c que j'ai lu des dizaines de fois mais ils expliquent vraiment pas 
grand 

> chose, suffit pas de connaitre les fonctions faudrait savoir comment ca 

> fonctionne 


Mon livre prefere pour le C est "le langage C" de Kernigan et Ritchie (les 
concepteurs du C), aux editions Masson (facile a trouver). C'est un livre 
de reference excellent, mais ca n'apprend pas la programmation. Si tu es 
debutant en programmation, le C n'est vraiment pas le meilleur choix. Mais, 
pour l'instant, a part un petit basic chipmunk (ce qui ne vaut assurement 
pas mieux), il n'y a rien d'autre sur Net Yaroze. Va falloir t'accrocher. 


> oubien si quelqu'un veut me donner des cours a distance je sais j'abuse 
un 

> peu mais p'tete que quelqu'un ce sent l'ame d'un prof 

> allez merci et que la force soit avec vous 

> 77) 


Combien tu payes ? 
S'il y avait beaucoup de personnes interessees, on pourrait faire une sorte 
de training coding party ou chaque yarozeur francais viendrait exposer les 


sujets qu'il maitrise - les bases, au choix, de la programmation / du C / 
des bibliotheques Net Yaroze / etc. Mais je doute fort qu'il y ait assez de 
personnes interessees... Qu'en pense tout le monde ici ? 


> au fait pour ceux que ca interesse l'architecture de la play est la meme 
> qu'une 1000 je dits ca parce que j'ai reussi a mettre une modchip dessus 


Question indiscrete : pour quoi faire ? 


at, 
pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 10697 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00072 
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—--MESSAGE FILE 10698 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000073 

Path: chuka.playstation.co.uk!news 

From: "sebastien.szurlej" <sebastien.szurlej@wanadoo.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: de nouveau moi 

Date: Sat, 15 May 1999 19:05:59 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7hk9ij$llul@chuka.playstation.co.uk> 
NNTP-Posting-Host: tntmetz10-88.abo.wanadoo.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


j'essaye de mettre de l'animation avec mes questions de débutants indigne de 
parler a des developpeurs comme vous mais quelqu'un pourrait m'expliquer le 
systeme de mémoire de la play comment mettre les éléments en mémoir etc et 
oui desolé moi les manuels en anglais ca me dégoute 

allez bye bye 


—-MESSAGE FILE 10698 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00073 


——MESSAGE FILE 10699 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000074 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: de nouveau moi 

Date: Sat, 15 May 1999 21:54:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7hkjnu$11u4@chuka.playstation.co.uk> 
References: <7hk9ij$llul@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-16.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Bon, ben la c'est pas un systeme a la con comme sur PC, tu prend de la 
mémoire ou tu veux... 
Attention tout de méme de ne pas mélanger code et données. 


sebastien.szurlej <sebastien.szurlej@wanadoo.fr> a écrit dans le message 
7Thk9ijSllul@chuka.playstation.co.uk... 

> j'essaye de mettre de l'animation avec mes questions de débutants indigne 
de 
> parler a des developpeurs comme vous mais quelqu'un pourrait m'expliquer 
le 
> systeme de mémoire de la play comment mettre les éléments en mémoir etc et 
oui desolé moi les manuels en anglais ca me dégoute 

allez bye bye 


> 
> 
> 
> 


—-MESSAGE FILE 10699 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00074 


--MESSAGE FILE 10700 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000075 

Path: chuka.playstation.co.uk!news 

From: "sebastien.szurlej" <sebastien.szurlej@wanadoo.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: hé hé hé 

Date: Mon, 17 May 1999 19:53:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <7hp139S$4u52@chuka.playstation.co.uk> 
NNTP-Posting-Host: tntmetz10-240.abo.wanadoo.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


si quelqu'un se sent l'ame de m'apprendre à programmer sur play 
qu'il fasse signe j'connais un peu le c mais la prog de jeux m'est inconnu 


—-MESSAGE FILE 10700 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00075 


——MESSAGE FILE 10701 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000076 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Net Yaroze and T.V. 

Date: 8 Jun 1999 11:16:25 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <7 jiu29Srqe5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4162 scee.yaroze.freetalk 
.french:76 


" Paris- le 11 juin 1999. URGENT! 

Dans l'optique de réaliser une émission spéciale sur les jeux vidéo, Capital, 
la fameuse émission du dimanche soir sur M6, recherche des français qui ont 
acheté un kit Net Yaroze et ont expérimenté le développement sur cette machine 
ainsi que le site Net Yaroze. 
Nous serions ravis que vous nous contactiez pour faire part de votre expérience 
de membre du Net Yaroze aux journalistes, par e-mail a l'adresse suivante: 
Fleur_Breteau@scee.net 

Capital souhaiterait commencer le tournage la semaine prochaine, et serait prét 
a se déplacer en province. 


Merci de votre attention et de votre participation! 


Le service de presse de Sony Computer Entertainment France" 


-—-MESSAGE FILE 10701 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00076 


——MESSAGE FILE 10702 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000077 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@boone.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Re: Net Yaroze and T.V. 

Date: Tue, 08 Jun 1999 12:38:20 -0400 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <375D46FC.CBE9D299@boone.net> 

References: <7 jiu29Srqe5@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 216.88.25.137 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4164 scee.yaroze.freetalk 
.french:77 
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I threw what George posted through a french translation program. Here's 
what I got. It's sketchy, but barely understandable. 


" Paris on June 11, 1999. URGENT! **time-out** with the a view to carry 

out a emission special on the video game vidéo, Capital, the famous 

emission of Sunday evening on M6, search of French which have buy a kit 

Net Yaroze and have test the development on this machine like the site 

Net Yaroze. **time-out** we be delighted that you we contact to announce 

part de your experiment of member of Net Yaroze with journalist, by 

e-mail with address following: Fleur_Breteau@scee.net Capital would wish 

—-MESSAGE FILE 10702 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00077 


--MESSAGE FILE 10703 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000078 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Re: Net Yaroze and T.V. 

Date: Wed, 9 Jun 1999 16:36:40 +0200 

Organization: Debri Productions 

Lines: 1 

Message-ID: <ldt54rp.1rtesk3pfwugqeN@al-—88-112.al.nl1> 

References: <7jiu29$rqe5@chuka.playstation.co.uk> <375D46FC.CBE9D299@boone.net> 
NNTP-Posting-Host: al-88-112.al.nl 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4167 scee.yaroze.freetalk 
.french:78 


french sucks... 
-—-MESSAGE FILE 10703 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00078 


——MESSAGE FILE 10704 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000079 

Path: chuka.playstation.co.uk!news 

From: Artemys <artemys@bluewin.de> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: =?iso-8859-1?0?h=E9=20h=E9=20h=E9? 
Date: Sun, 13 Jun 1999 01:31:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3762FBF5.92C47E3C@bluewin.de> 
References: <7hp139S4u52@chuka.playstation.co.uk> 
NNTP-Posting-Host: stulir3-102-177.ras.tesion.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [fr] (Win95; I) 
X-Accept-Language: fr 


Salut Seb.... 

G vu ton message sur le news group.... 

Bon je ne pense pas pouvoir t'apprendre beaucoup sur la programmation 

de la Yaroze...mais bon si tu cherches un codeur pour t'aider pour ton jeu 
n'hesite pas a me contacter.... 


"sebastien.szurlej" a écrit 


> si quelqu'un se sent l'ame de m'apprendre a programmer sur play 
> qu'il fasse signe j'connais un peu le c mais la prog de jeux m'est inconnu 


—-MESSAGE FILE 10704 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00079 


--MESSAGE FILE 10705 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000080 
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Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french 

Subject: Re: Net Yaroze and T.V. 

Date: Tue, 15 Jun 1999 13:31:13 +0100 

Organization: The Hex Heroes 

Lines: 7 

Message-ID: <37664790.5A32C0OCD@writeme.com> 

References: <7jiu29$rqe5@chuka.playstation.co.uk> <375D46FC.CBE9D299@boone.net> <ldt 
54rp.1lrtesk3pfwugeN@al-88-112.al.nl1> 

NNTP-Posting-Host: gnasher.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.6 sun4m) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4188 scee.yaroze.freetalk 
.french: 80 


DEnnis Brinkhuis wrote: 


> french sucks... 


Computer-translated French sucks _big time_ - so disrespectful to the 
original language. 


—-MESSAGE FILE 10705 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00080 


——MESSAGE FILE 10706 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000081 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Help, I need a NY in Paris 

Date: Sat, 13 Nov 1999 01:48:22 +0100 

Organization: DEbri 

Lines: 13 

Message-ID: <1lel15v30.12tuq/7qlrea6é7tN@al-—88-128.al.nl> 
NNTP-Posting-Host: 81-88-128.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Hi all, 


I'm looking for somebody in or near Paris with a NY. I want to submit 
our NY project to the "New Talant Competition" from Milia2000 
(http://www.milia.com) 

15 projects can be displayed at Milia, but the selection takes place 
around 20 December somewhere in or near Paris. Since the commity doesn't 
have a Net Yaroze, I need to find somebody with a Net Yaroze in the 
neighbourhood. I think we can settle a fee for the inconvieniance.. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 10706 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00081 


——MESSAGE FILE 10707 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000082 

Path: chuka.playstation.co.uk!news 

From: Steve Dussaux <stevox@club-internet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: probleme avec djsetup 

Date: Mon, 22 Nov 1999 00:03:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <38387A4E.816E9B6Beclub-internet.fr> 

NNTP-Posting-Host: Blanc-—Mesnil-1-14.club-internet.fr 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.06 [fr] (Win98; I) 


Je viens de racheter une net yaroze et j ai tout de suite un probleme 
tres enervant 

je lance le djsetup sous dos et il me fait : " espace memoire 
insuffisant" 3 fois 

pourtant j ai bien editer le fichier djsetup avec les chemins de mes 
repertoires , mon irq et mon port 

ca serait sympa que quelqu un puisse m aider 

c frustrant de baver devant sa yaroze 


—-MESSAGE FILE 10707 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00082 


——MESSAGE FILE 10708 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000083 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: probleme avec djsetup 

Date: Mon, 22 Nov 1999 03:57:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3838be78.1429279124@news.playstation.co.uk> 
References: <38387A4E. 816E9B6Beclub-internet.fr> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Est-ce que tu as Windows 95 ou Windows 98 ou seulement DOS? Peut-etre 
Windows/NT? 


S'il te plait, pardonne le mauvais francais! Il y as beaucoup de 
temps que je n'ai pas ecrit du francais. 


On Mon, 22 Nov 1999 00:03:42 +0100, Steve Dussaux 
<stevox@club-internet.fr> wrote: 


>Je viens de racheter une net yaroze et j ai tout de suite un probleme 
>tres enervant 

>je lance le djsetup sous dos et il me fait : " espace memoire 
>insuffisant" 3 fois 

>pourtant j ai bien editer le fichier djsetup avec les chemins de mes 
>repertoires , mon irq et mon port 

>ca serait sympa que quelqu un puisse m aider 

>c frustrant de baver devant sa yaroze 

> 


—-MESSAGE FILE 10708 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00083 


—--MESSAGE FILE 10709 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000084 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: probleme avec djsetup 

Date: 23 Nov 1999 09:31:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <01bf358f$d5bb98a0$779124c3@pal-—s-—omnibook> 
References: <38387A4E. 816E9B6Beclub-internet.fr> 
NNTP-Posting-Host: Aubervilliers-—3-179.club-internet.fr 
X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dussaux wrote 
> Je viens de racheter une net yaroze 
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Tu veux dire : d'occasion ? Si c'est le cas, tu ferais mieux de ne pas le 
dire ici, ca peut deplaire a Sony... 


> et j ai tout de suite un probleme 
Bienvenue au club ;) 
tres enervant 
je lance le djsetup sous dos et il me fait : " espace memoire 


> 
> 
> insuffisant" 3 fois 

> pourtant j ai bien editer le fichier djsetup avec les chemins de mes 
> 

> 

> 


repertoires , mon irq et mon port 
ca serait sympa que quelqu un puisse m aider 
c frustrant de baver devant sa yaroze 


J'ai eu un probleme qui ressemblait a ca, mais c'etait sous Windows. Dans 
mon cas une solution consistait a augmenter la memoire offerte a la fenetre 
Dos, dans les proprietes. (mmh... en fait ca n'a sans doute rien a voir 
avec ton probleme ;)) 


Tout ce que je peux faire, c'est t'indiquer ma configuration... J'ai 
incorpore mon djsetup dans mon autoexec. Pour info, voici ce que ca donne 
(le debut n'est pas seulement pour la NY, mais a son importance) 


SET GO32=DPMIStack 500000 

SET TMP=C:\TMP 

Le 

SET DJGPP=C: /YAROZE/PSX/DJGPP.ENV 

SET PATH=C:\YAROZE\GNU\BIN; SPATHS 

SET PATH=C: \YAROZE\PSX\BIN; Ը: \YAROZE\PSX\LIB;C: \YAROZE\PSX\ INCLUDE; PATHS 
SET PATH=C: \YAROZE\PSX\BIN\2D;C:\YAROZE\PSX\BIN\3D; PATHS 

SET PATH=C:\YAROZE\PSX\BIN\SON; SPATHS 

SET DTLH3000=0x3f8, 4,115200 


pal 


--MESSAGE FILE 10709 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00084 


——MESSAGE FILE 10710 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000085 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: probleme avec djsetup 

Date: Wed, 24 Nov 1999 03:08:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <383b569d.1599300232@news.playstation.co.uk> 

References: <38387A4E. 816E9B6B@éclub-internet.fr> <O1bf358f$d5bb98a0$779124c3@pal-s-o 
mnibook> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Tu n'as pas mis rien dans le config.sys fichier? 


On 23 Nov 1999 09:31:55 GMT, "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
wrote: 


>Steve Dussaux wrote 

>> Je viens de racheter une net yaroze 

> 

>Tu veux dire : d'occasion ? Si c'est le cas, tu ferais mieux de ne pas le 
>dire ici, ca peut deplaire a Sony... 

> 

>> et j ai tout de suite un probleme 

> 
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>Bienvenue au club ;) 

> 

>> tres enervant 

>> je lance le djsetup sous dos et il me fait : " espace memoire 

>> insuffisant" 3 fois 

>> pourtant j ai bien editer le fichier djsetup avec les chemins de mes 

>> repertoires , mon irq et mon port 

>> ca serait sympa que quelqu un puisse m aider 

>> c frustrant de baver devant sa yaroze 

> 

>J'ai eu un probleme qui ressemblait a ca, mais c'etait sous Windows. Dans 
>mon cas une solution consistait a augmenter la memoire offerte a la fenetre 


>Dos, dans les proprietes. (mmh... en fait ca n'a sans doute rien a voir 
>avec ton probleme ;)) 

> 

>Tout ce que je peux faire, c'est t'indiquer ma configuration... J'ai 


>incorpore mon djsetup dans mon autoexec. Pour info, voici ce que ca donne 
>(le debut n'est pas seulement pour la NY, mais a son importance) 

> 

>SET GO32=DPMIStack 500000 

>SET TMP=C: \TMP 

><...> 

>SET DJGPP=C: /YAROZE/PSX/DJGPP .ENV 

>SET PATH=C: \YAROZE\GNU\BIN; SPATHS 

>SET PATH=C: \YAROZE\PSX\BIN;C: \YAROZE\PSX\LIB; C: \YAROZE\PSX\ INCLUDE; SPATH% 
>SET PATH=C: \YAROZE\PSX\BIN\2D;C:\YAROZE\PSX\BIN\ 3D; $PATHS 

>SET PATH=C: \YAROZE\PSX\BIN\SON; $PATHS% 

>SET DTLH3000=0x3f8, 4, 115200 

> 
> 
> 
>pal 


—-MESSAGE FILE 10710 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00085 


—-MESSAGE FILE 10711 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000086 

Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@<NO SPAM>hotmail.com> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: probleme avec djsetup 

Date: 29 Nov 1999 22:29:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01lbf3ab8Sadbcfaa0$ca9624c3@pal-—s-—omnibook> 

References: <38387A4E. 816E9B6B@éclub-internet.fr> <O1bf358f$d5bb98a0$779124c3@pal-s-o 
mnibook> <383b569d.1599300232@news.playstation.co.uk> 

NNTP-Posting-Host: Aubervilliers-1-202.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Tu n'as pas mis rien dans le config.sys fichier? 


Je crois que non... je pense que je ne l'ai jamais modifie moi-meme. En 
voici quand meme une copie au cas ou 


device=c:\windows\himem.sys /testmem:off /machine:2 
dos=high, umb 

SHELL=C : \WINDOWS\COMMAND.COM /E:3072 /P 

FILES=32 

BUFFERS=32 


--MESSAGE FILE 10711 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00086 


——MESSAGE FILE 10712 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000087 

Path: chuka.playstation.co.uk!news 

From: Steve Dussaux <stevox@club-internet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: probleme avec djsetup 
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Date: Mon, 29 Nov 1999 23:51:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <38430362.8F4DD451@club-internet.fr> 
References: <38387A4E. 816E9B6Beclub-internet.fr> 
NNTP-Posting-Host: Blanc-Mesnil-1-9.club-internet.fr 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.06 [fr] (Win98; I) 


Merci les gars pour votre aide 

en fin de compte c'etait sony qu avait merde dans la doc ki disait que le 
fichier ansy.sys se trouvait a la racine de windows alors qu il se trouve 
dans le repertoire windows\command 

maintenant ca marche 

mais j ai un autre probleme du meme style 

c est lorsque je veux ouvrir le previewer de fichiers .TIM et de fichiers 
-RSD. 

ca me fait espace memoire insuffisant et apres ca me fait dload failed 
Pourtant j ai bien edite le PATH bin dans timv.bat et dans rsdv.bat 

une solution? 

J aimerais savoir aussi si y a des gars qui habite dans la région 
parisienne et qui serait intéressé pour 

former un groupe ou pour s aider mutuellement 


Steve Dussaux a écrit: 


Je viens de racheter une net yaroze et j ai tout de suite un probleme 
tres enervant 

je lance le djsetup sous dos et il me fait : " espace memoire 
insuffisant" 3 fois 

pourtant j ai bien editer le fichier djsetup avec les chemins de mes 
repertoires , mon irq et mon port 

ca serait sympa que quelqu un puisse m aider 

c frustrant de baver devant sa yaroze 


> 
> 
> 
> 
> 
> 
> 
> 
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--MESSAGE FILE 10712 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00087 


—--MESSAGE FILE 10713 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000088 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: probleme avec djsetup 

Date: Tue, 30 Nov 1999 01:31:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3843288b.114201382@news.playstation.co.uk> 


References: <38387A4E. 816E9B6B@éclub-internet.fr> <O1bf358f$d5bb98a0$779124c3@pal-s-o 
mnibook> <383b569d.1599300232@news.playstation.co.uk> <01lbf3ab8Sadbcfaa0$ca9624c3@pa 


1-s-omnibook> 

NNTP-Posting-Host: 209.27.57.69 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


Je crois que le ligne 


SHELL=C: \WINDOWS\COMMAND.COM /E:3072 /Ք 


peut aider Steve avec son probleme. (aussi son nouveau probleme) 


On 29 Nov 1999 22:29:31 GMT, "pal" <palpalpalpal@<NO SPAM>hotmail.com> 
wrote: 


>> Tu n'as pas mis rien dans le config.sys fichier? 
> 


>Je crois que non... je pense que je ne l'ai jamais modifie moi-meme. En 
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>voici quand meme une copie au cas ou 

> 

>device=c:\windows\himem.sys /testmem:off /machine:2 
>dos=high, umb 

>SHELL=C: \WINDOWS\COMMAND.COM /E:3072 /P 

>FILES=32 

>BUFFERS=32 


-—-MESSAGE FILE 10713 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00088 


—--MESSAGE FILE 10714 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000089 

Path: chuka.playstation.co.uk!news 

From: psx <psx@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.french 
Subject: Programmation NetYaroze en France 
Date: Mon, 31 Jan 2000 15:20:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <38959A37.4EF679563@hotmail.com> 
NNTP-Posting-Host: ouranos.epi.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Salut a tous | 


Je represente YarozArt, le laboratoire de développement Net Yaroze de 
L'EPITA, l'Ecole Pour l'informatique et les Techniques Avancees. 

Nous sommes en train de donner une seconde jeunesse au laboratoire, et 
nous recherchons actuellement des partenaires, des personnes interessees 
pour travailler avec nous, etc. 


Vous pouvez me contacter par mail a arrago_a@epita.fr 
aLex. 
pour info : jetez un oeil sur www.epita.fr/~yarozart www.epita.fr 


Responsable de l'association de developpement sur Playstation YarozArt 
Official Site : www.epita.fr/~yarozart www.yarozart.epita.fr 

Please respect AND protect ENVIRONNEMENT 

Eleve ING1 a l'Ecole Pour l'Informatique et les Techniques Avancees 

--MESSAGE FILE 10714 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00089 


—-MESSAGE FILE 10715 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000090 

Path: chuka.playstation.co.uk!news 

From: Steve Dussaux <stevox@club-internet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: yaroze2? 

Date: Mon, 06 Mar 2000 00:34:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <38C2EEFO.9572AE20@club-internet.fr> 

NNTP-Posting-Host: Blanc-—Mesnil-1-31.club-internet.fr 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [fr] (Win98; I) 


est ce que quelqu un serait au courant d'une net Yaroze psx2? 


—-MESSAGE FILE 10715 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00090 


—-MESSAGE FILE 10716 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
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0000091 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: yaroze2? 

Date: Mon, 06 Mar 2000 00:37:21 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <38c3fdac.1678409985@news.playstation.co.uk> 
References: <38C2EEFO.9572AER20@club-internet.fr> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Je ne crois pas qu'il y aura un Yaroze pour le psx2 


On Mon, 06 Mar 2000 00:34:08 +0100, Steve Dussaux 
<stevox@club-internet.fr> wrote: 


>est ce que quelqu un serait au courant d'une net Yaroze psx2? 


—-MESSAGE FILE 10716 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00091 


—-MESSAGE FILE 10717 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000092 

Path: chuka.playstation.co.uk!news 

From: Steve Dussaux <stevox@club-internet.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: yaroze2? 

Date: Sat, 18 Mar 2000 00:43:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <38D2C313.4593EC42@club-internet.fr> 

References: <38C2EEFO.9572AER20@club-internet.fr> <38c3fdac.1678409985@news.playstati 
on.co.uk> 

NNTP-Posting-Host: Aubervilliers-—3-101.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.06 [fr] (Win98; I) 


c test bien dommage!!!!!!!!!:((( 
Steven Osman a écrit: 
Je ne crois pas qu'il y aura un Yaroze pour le psx2 


On Mon, 06 Mar 2000 00:34:08 +0100, Steve Dussaux 
<stevox@club-internet.fr> wrote: 


V V V V V V 


>est ce que quelqu un serait au courant d'une net Yaroze psx2? 


—-MESSAGE FILE 10717 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00092 


--MESSAGE FILE 10718 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000093 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: yaroze2? 

Date: Sun, 19 Mar 2000 00:45:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <38d422ef .297595529@news.playstation.co.uk> 

References: <38C2EEFO.9572AER20@club-internet.fr> <38c3fdac.1678409985@news.playstati 
on.co.uk> <38D2C313.4593EC42@club-internet.fr> 

NNTP-Posting-Host: 209.27.57.69 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 
X-Newsreader: Forte Agent 1.5/32.452 


moi aussi j'en pense comme ca. Mais il y as beaucoup des choses զ' օռ 
peut faire maintentant avec le premiere Yaroze, n'est ce pas? 


On Sat, 18 Mar 2000 00:43:16 +0100, Steve Dussaux 
<stevox@club-internet.fr> wrote: 


>c ‘est bien dommage!!!!!!!!!:((( 


> 

>Steven Osman a écrit: 

> 

>> Je ne crois pas qu'il y aura un Yaroze pour le psx2 
>> 


>> On Mon, 06 Mar 2000 00:34:08 +0100, Steve Dussaux 
>> <stevox@club-internet.fr> wrote: 
>> 


>> >est ce que quelqu un serait au courant d'une net Yaroze psx2? 


—-MESSAGE FILE 10718 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00093 


——MESSAGE FILE 10719 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000094 

Path: chuka.playstation.co.uk!news 

From: "Will" <william.touzalin@wanadoo.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Jesus reviens ... 

Date: Tue, 24 Apr 2001 11:44:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9c3hvnS$bu45@www.netyaroze-europe. com> 
Reply-To: "Will" <william.touzalin@wanadoo.fr> 
NNTP-Posting-Host: ALagny-101-1-1-160.abo.wanadoo.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


J'avais envie de poster un truc un an aprés... pour étre le dernier de la 
liste. 

J'ai dû malheureusement arrêter pour un temps la programmation. 

Ben quand c'est pas son boulot premier, ça demande beaucoup d'efforts... 


Mais maintenant que j'ai un peu de temps, ça me titille de faire marcher ma 
YAROZE un peu ...ce serait cool de faire son propre CD tiens. 

Allez, j' vais essayé ¢a pour voir si les docs chez yarozart marche bien. 
Merci aLex au fait... 


Bon ben désolé si j'ai réveillé quelqu'un... 


Mais ça manque toujours autant de doc en français ici 
Si jamais quelqu'un d'entre vous avez besoin de traduire (un peu - 
pas beaucoup) des docs en japonais a propos de la YAROZE, 

j'en connais une qui pourrait le faire... 


Voila, voily 


—-MESSAGE FILE 10719 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00094 


—--MESSAGE FILE 10720 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000095 
Path: chuka.playstation.co.uk!news 
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From: "jmda" <dambrosio@esker.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Jesus reviens ... 

Date: Thu, 26 Apr 2001 10:02:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <9c8koaSkvpl@www.netyaroze-europe. com> 
References: <9c3hvnSbu45@www.netyaroze-europe.com> 
Reply-To: "jmda" <dambrosio@esker.fr> 
NNTP-Posting-Host: host.90.100.23.62.rev.coltfrance.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Salut.... 

Ben oui, c'est un peu vide ici... limite dépriment... 

Ca ressemble a la fin d'une fête qui avait lieu il y a bien longtemps... 
Il reste des goblets sales... c'est tout... 

Bon ben faut pas déprimer... fermons soigneusement cette page... changeons 
d'idées... 

A+ 


"Will" <william.touzalin@wanadoo.fr> wrote in message 

news: 9c3hvn$bu45@www.netyaroze-europe.com... 

J'avais envie de poster un truc un an après... pour être le dernier de la 
liste. 

J'ai dû malheureusement arrêter pour un temps la programmation. 

Ben quand c'est pas son boulot premier, ça demande beaucoup d'efforts... 


Mais maintenant que j'ai un peu de temps, ça me titille de faire marcher 
a 

YAROZE un peu ...ce serait cool de faire son propre CD tiens. 

Allez, j' vais essayé ça pour voir si les docs chez yarozart marche bien. 
Merci aLex au fait... 


Bon ben désolé si j'ai réveillé quelqu'un... 


Mais ça manque toujours autant de doc en français ici 
Si jamais quelqu'un d'entre vous avez besoin de traduire (un peu - 
pas beaucoup) des docs en japonais a propos de la YAROZE, 

j'en connais une qui pourrait le faire... 


Voila, voily 


VVVVVVVVVVVVV VV VV BV VV V VV 
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—-MESSAGE FILE 10720 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00095 


——MESSAGE FILE 10721 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000096 

Path: chuka.playstation.co.uk!news 

From: "Will" <william.touzalin@wanadoo.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: Jesus reviens š 

Date: Thu, 26 Apr 2001 12:06:43 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <9c8s10$kvp2@www.netyaroze-europe.com> 


. com> 

Reply-To: "Will" <william.touzalin@wanadoo.fr> 
NNTP-Posting-Host: ALagny-101-1-3-190.abo.wanadoo.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 


References: <9c3hvnSbu45@www.netyaroze-europe.com> <9c8koaSkvpl@www.netyaroze-europe 
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X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Je crois que tu as trouvé la meilleur comparaison possible... 


On se dit avec amertume (avec qui ?) : c'est dommage... 

Mais tous les news groupes sont dans le méme état, voir pire... 

Adieu le doux réve de créer le jeu de l'année. Faire ça démo 7 

Pour faire quoi ??? ... hé oui ... et moi, j'ai toujours pas eu l'temps 
d'apprendre a programmer en C ... (snif...) 


Je me demande a quel point ce Newsgroup est mort par-ce qu'il est 


seulement réservé aux " bien membrés NetYarozer" 
Quand je pense que dans la revue les puces informatiques (օս virus...cé 
plus...) 


, ils donnent des cours pour programmer sur la console ATARI (2600 je 
crois). 

Mais c'est pas croyable ça | 

Non, la Plaie Stassssion n'est pas morte ! 

Elle a encore de beaux jours devant elle... 


Hahahaha ... ;) 

Power ... la mienne démarre encore ! (tu me diras... elle a pas beaucoup 
souffert avec moi ! ) . Allez, j'ouvre un bouquin de C++ histoire de... 
Y'a encore pleins de chose a faire ! (sûrement) 


Allez je vais graver une démo pour voir si ça marche de faire son CD ! 


L'irréductible gaulois. 


7170 


--MESSAGE FILE 10721 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00096 


——MESSAGE FILE 10722 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000097 

Path: chuka.playstation.co.uk!news 

From: "SWill" <william.touzalin@wanadoo.fr> 
Newsgroups: scee.yaroze.freetalk.french 
Subject: Bizarre ... 

Date: Sun, 20 May 2001 20:22:56 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 
Message-ID: <9e9255Ska52@www.netyaroze-europe.com> 
Reply-To: "SWill" <william.touzalin@wanadoo.fr> 
NNTP-Posting-Host: ALagny-101-1-1-79.abo.wanadoo.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


J'avais la vague impression d'avoir mis un message ici. 
Mais, le plus important, c'est d'être le dernier ! 


--MESSAGE FILE 10722 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 


00097 


—--MESSAGE FILE 10723 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 


0000098 

Path: chuka.playstation.co.uk!news 

From: "SWill" <william.touzalin@wanadoo.fr> 
Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: salut tout le monde 

Date: Wed, 30 May 2001 17:45:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <9f34l1vS8sl@www.netyaroze-europe. com> 
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References: <7hemtpSkr47@chuka.playstation.co.uk> <01lbe9d1e$346708e0$65b524c3@pal-s-— 
omnibook> 
Reply-To: "SWill" <william.touzalin@wanadoo.fr> 
NNTP-Posting-Host: ALagny-101-1-2-144.abo.wanadoo.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Pourquoi mes messages sont-ils toujours avalés 1 ou 2 mois après ? 
C'est normal d'avoir l'impression qu'il n'y a plus personne sur ce 
Newsgroup si tous les nouveaux messages vivent pas plus d'un mois ! 


SWill 


"pal" <palpalpalpal@hotmail.com> a écrit dans le message news: 
01be9d1e$346708e0$65b524c3@pal-—s-—omnibook... 

> Si tu as des questions precises, il y a surement plein de bonnes ames 
(dont 

moi) qui te repondront dans ce newsgroup. N'hesite pas, ca mettra un peu 
d'animation. 


pal (palpalpalpal@hotmail.com) 


> 
> 
> 
> 
> 


—-MESSAGE FILE 10723 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00098 


——MESSAGE FILE 10724 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000099 

Path: chuka.playstation.co.uk!news 

From: "SWill" <william.touzalin@wanadoo.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: message pour rien dire mais quand méme ! 

Date: Wed, 30 May 2001 17:45:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 
Message-ID: <9f34mkS$8s2@www.netyaroze-europe. com> 
Reply-To: "SWill" <william.touzalin@wanadoo.fr> 
NNTP-Posting-Host: ALagny-101-1-2-144.abo.wanadoo.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4522.1200 


Pourquoi mes messages sont-ils toujours avalés 1 ou 2 mois après ? 
C'est normal d'avoir l'impression qu'il n'y a plus personne sur ce 
Newsgroup si tous les nouveaux messages vivent pas plus d'un mois ! 


SWill 


--MESSAGE FILE 10724 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00099 


——MESSAGE FILE 10725 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/0 
0000100 

Path: chuka.playstation.co.uk!news 

From: "colin" <alcoya@libertysurf.fr> 

Newsgroups: scee.yaroze.freetalk.french 

Subject: Re: message pour rien dire mais quand méme ! 
Date: Sun, 19 Aug 2001 23:33:04 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <9lpb6eSp3k13@www.netyaroze-europe.com> 
References: <9f34mkS$8s2@www.netyaroze-europe. com> 
NNTP-Posting-Host: dyn-213-36-32-162.ppp.libertysurf.fr 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


tant qu'il y a de la vie y'a de l'espoir !! 


yann 
(membre netyaroze depuis mars 98... 
actif depuis 24h...:)) 


—-MESSAGE FILE 10725 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/french/000 
00100 


E AE AE AE HEE EH HE EH 
HRT EEE EH HEH 


EE E TE AE HE FE E FE E HE REESE 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german 
GE E TE AE HE FE AE FE E HE EEE 


——MESSAGE FILE 10726 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000001 

Path: chuka.playstation.co.uk!news 

From: Dirk Respondek <respond@uni-paderborn.de> 
Newsgroups: scee.yaroze.freetalk.german 

Subject: Hallo Jemand Da? 

Date: Thu, 10 Apr 1997 13:13:05 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 1 

Message-ID: <334CCB41.5510@uni-paderborn.de> 
NNTP-Posting-Host: london.uni-paderborn.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Dann bitte melden! 
—-MESSAGE FILE 10726 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00001 


——MESSAGE FILE 10727 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000002 

Path: chuka.playstation.co.uk!news 

From: Michael Raasch <raasch@fh-worms.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Hallo Jemand Da? 

Date: Fri, 11 Apr 1997 14:20:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <334E2C71.23BE@fh-worms.de> 

References: <334CCB41.5510@uni-paderborn.de> 

Reply-To: raasch@fh-worms.de 
NNTP-Posting-Host: portl11.Fh-Worms.DE 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


Dirk Respondek wrote: 
> 


> Dann bitte melden! 
Hier! 


Sonst noch jemand da? 


hasta la pasta, Michael 
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"Wenn das John Wayne noch erlebt haette ..." 
—-MESSAGE FILE 10727 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00002 


——MESSAGE FILE 10728 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000003 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.freetalk.german 

Subject: jemand da? 

Date: Sun, 11 May 1997 00:01:46 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 8 

Message-ID: <MPG.ddf0eb81f629230989682@news.playstation.co.uk> 
NNTP-Posting-Host: portl16.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


Hi. 
Ist noch jemand hier ausser Hypemeister Hans, Dirk und mir? 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
-—-MESSAGE FILE 10728 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00003 


——MESSAGE FILE 10729 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000004 

Path: chuka.playstation.co.uk!news 

From: Dirk Respondek <respond@uni-paderborn.de> 
Newsgroups: scee.yaroze.freetalk.german 

Subject: GCC for Linux 

Date: Tue, 13 May 1997 14:12:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <33785AB5.17B@uni-paderborn.de> 
NNTP-Posting-Host: verdi.uni-paderborn.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Hi, 

hat schon jemand das Send Tool fuer Linux auf der 

Jap Page gefunden? 

Ich frage mich wirklich, warum der Source Code der DOS Version nicht 
seitens des NY Teams veroeffentlicht wird. 

Ein Bekannter sitzt uebrigens gerade an einer GCC Version 

fuer Linux! Momentan hantiert er noch mit dem Exe File Format 

herum. Es koennte durchaus was werden. 

Cyo..Dirk 

—-MESSAGE FILE 10729 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00004 


——MESSAGE FILE 10730 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000005 

Path: chuka.playstation.co.uk!news 

From: Alexander Diessner <ADiessner@aol.com> 
Newsgroups: scee.yaroze.freetalk.german 
Subject: uups!! 

Date: Wed, 25 Jun 1997 21:38:28 -0700 
Organization: Lexel-Soft 

Lines: 1 

Message-ID: <33B1F244.B76@aol.com> 
NNTP-Posting-Host: 168-32-194.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 
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X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hier ist ja der Bar los!! 
—-MESSAGE FILE 10730 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00005 


--MESSAGE FILE 10731 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000006 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: uups!! 

Date: Thu, 26 Jun 1997 16:42:49 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 5 

Message-ID: <MPG.e1c9e5210fd44b0989683@news.playstation.co.uk> 

References: <33B1F244.B76@aol.com> 
NNTP-Posting-Host: port14.Fh-Worms.D 
X-Newsreader: Anawave Gravity v1.10. 


տ էյ 


70 


In article <33B1F244.B76@aol.com>, ADiessner@aol.com says... 

> Hier ist ja der Bär los!! 

> 

nein, ich kann's nicht glauben. Jetzt sind wir anscheinend schon4 hier in 

der Gruppe! 

—-MESSAGE FILE 10731 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00006 


——MESSAGE FILE 10732 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000007 

Path: chuka.playstation.co.uk!news 

From: Dirk Respondek <respond@uni-paderborn.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: uups!! 

Date: Mon, 30 Jun 1997 15:37:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <33B7B6B0.16DD@uni-paderborn.de> 

References: <33B1F244.B76@aol.com> <MPG.e1c9e5210fd44b0989683@news.playstation.co.uk 
> 

NNTP-Posting-Host: waage.uni-paderborn.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Michael Raasch wrote: 
> 


> In article <33B1F244.B76@aol.com>, ADiessner@aol.com says... 
> > Hier ist ja der Bär los!! 

>> 
> 
> 


nein, ich kann's nicht glauben. Jetzt sind wir anscheinend schon4 hier in 
der Gruppe! 


Yupp, jetzt beginnt es zu 'rulen'. 

i) 

-MESSAGE FILE 10732 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00007 


——MESSAGE FILE 10733 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000008 

Path: chuka.playstation.co.uk!news 

From: Alexander Diessner <ADiessner@aol.com> 
Newsgroups: scee.yaroze.freetalk.german 
Subject: Daten von CD-R 

Date: Thu, 03 Jul 1997 21:00:54 -0700 
Organization: Lexel-Soft 

Lines: 12 

Message-ID: <33BC7576.77C4@aol.com> 
NNTP-Posting-Host: 171-81-254.ipt.aol.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi. 2. 
hat schon mal jemand versucht ne CD-R zu brennen und dann die 
Daten von CD-R nachzuladen?? 


Bei mir haut das nicht hin. 

Mir kommt es so vor als ob die Yaroze die CD-R nicht erkennen 
kann. 

Oder kann die die goldenen CD-R's nicht lesen?? 

Ich dachte immer die kann alles lesen. 


Gruß Alex 
--MESSAGE FILE 10733 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00008 


——MESSAGE FILE 10734 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000009 

Path: chuka.playstation.co.uk!news 

From: Silvio Samadelli <sledge@bluewin.ch> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Daten von CD-R 

Date: Wed, 16 Jul 1997 18:20:39 +0200 

Organization: Laser Softworks 

Lines: 24 

Message-ID: <33CCF4D7.820B7198@bluewin.ch> 

References: <33BC7576.77C4@aol.com> 

Reply-To: sledge@bluewin.ch 

NNTP-Posting-Host: bad25pub78.bluewin.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Alexander Diessner wrote: 


> AL 2 

> hat schon mal jemand versucht ne CD-R zu brennen und dann die 
> Daten von CD-R nachzuladen?? 

> 

> Bei mir haut das nicht hin. 

> Mir kommt es so vor als ob die Yaroze die CD-R nicht erkennen 
> kann. 

> Oder kann die die goldenen CD-R's nicht lesen?? 

> Ich dachte immer die kann alles lesen. 

> 

> Gruñ Alex 


Die Yaroze kann nur US/JAP und PAL Sachen lesen, die scheinbar auch 
ueber die Copy-Protection verfuegen muessen. Die Frage ist nur, ob das 
mit dem Einlesen auf 'ner umgebauten Playstation funktioniert, die ja 
bekanntlich den Copy-Protection Code ignoriert oder so. Muss das mal bei 
Gelegenheit versuchen. 


cheers, 


Silvio 


—-MESSAGE FILE 10734 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00009 


—--MESSAGE FILE 10735 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000010 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.freetalk.german 
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Subject: IFA 

Date: Tue, 19 Aug 1997 09:35:18 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 11 

Message-ID: <MPG.e636b23250344f298968b@news.playstation.co.uk> 
NNTP-Posting-Host: portl14.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


Hi alle. 


Ich denke mal, dañ jeder von Euch ein Memo bekommen hat (oder bekommen 
wird), dañ die Yaroze-Jungs auf der IFA sind. Wer geht denn hin? 


Die hätten besser noch eine Eintrittskarte dazulegen sollen. 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 10735 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00010 


—--MESSAGE FILE 10736 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000011 

Path: chuka.playstation.co.uk!news 

From: jochen <iglo@wipuxl.wifo.uni-mannheim.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Daten von CD-R 

Date: Tue, 02 Sep 1997 02:24:02 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <340BDB32.1FAF@wipuxl.wifo.uni-mannheim.de> 

References: <33BC7576.77C4@aol.com> <33CCF4D7.820B7198@bluewin.ch> 
NNTP-Posting-Host: ppp80.rz.uni-mannheim.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Silvio Samadelli wrote: 
Alexander Diessner wrote: 


Hit ses 
hat schon mal jemand versucht ne CD-R zu brennen und dann die 
Daten von CD-R nachzuladen?? 


Bei mir haut das nicht hin. 

Mir kommt es so vor als ob die Yaroze die CD-R nicht erkennen 
kann. 

Oder kann die die goldenen CD-R's nicht lesen?? 

Ich dachte immer die kann alles lesen. 


VVVVVVVVV VV 


Gruñ Alex 


Die Yaroze kann nur US/JAP und PAL Sachen lesen, die scheinbar auch 
ueber die Copy-Protection verfuegen muessen. Die Frage ist nur, ob das 
mit dem Einlesen auf 'ner umgebauten Playstation funktioniert, die ja 
bekanntlich den Copy-Protection Code ignoriert oder so. Muss das mal bei 
Gelegenheit versuchen. 


VVVVVVVVVVVVVV VV VV VV 


Um Files von CD-Rs nachladen zu koennen muss man den altbekannten 
Swap-Trick 


anwenden. 

Mit der Yaroze Boot CD warten, bis sie das Transfer Protokoll 
initialisiert 

hat und dann die Boot CD schnell gegen die CD-R austauschen. Muss meiner 
Meinung 


nach etwas schneller gehen, wie bei den handelsueblichen PSXes, da der 
Laser 
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der Yaroze nur 2-3 mal sucht, ob eine CD da ist und danach abbricht. 

Habe bis jetzt selbst noch nicht konkret versucht in einem Source etwas 

nachzuladen, allerdings konnte ich ohne probs auf die CD-R ueber Siocons 

zugreifen. Duerfte also auch von einem Source aus gehen. 


Bis dann 

Jochen 

—-MESSAGE FILE 10736 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00011 


--MESSAGE FILE 10737 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000012 

Path: chuka.playstation.co.uk!news 

From: Jochen Beranek <bw1l01798@wipuxl.wifo.uni-mannheim.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Daten von CD-R 

Date: Tue, 02 Sep 1997 02:31:11 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <340BDCDF.2329@wipuxl.wifo.uni-mannheim.de> 

References: <33BC7576.77C4@aol.com> <33CCF4D7.820B7198@bluewin.ch> <340BDB32.1FAF@wi 
puxl.wifo.uni-mannheim.de> 

NNTP-Posting-Host: ppp80.rz.uni-mannheim.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Sorry, dass die vorherige Mail etwas arg corrupted aussieht. Habe schon 
Ewigkeiten nichts mehr mit den Newsgroups gemacht. Muss das erst mal 
wieder alles config'en. 

Deshalb stimmte auch meine Email in dem vorherigen Post nicht. 


Jochen 
—-MESSAGE FILE 10737 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00012 


——MESSAGE FILE 10738 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000013 

Path: chuka.playstation.co.uk!news 

From: Fabrizio Vignali <fvignali@access.ch> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Hallo Jemand Da? 

Date: Tue, 09 Dec 1997 01:35:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <348C9244.48D3@access.ch> 

References: <334CCB41.5510@uni-paderborn.de> <334E2C71.23BE@fh-worms.de> 
NNTP-Posting-Host: gatezh5-151l.access.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Michael Raasch wrote: 


Dirk Respondek wrote: 
> 


> Dann bitte melden! 
Hier! 


Sonst noch jemand da? 


VVVVVVV VV 


Ja, ich bin auch noch hier... 
—-MESSAGE FILE 10738 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00013 


Net Yaroze newsgroups message dump.txt Page 7178 


——MESSAGE FILE 10739 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000014 

Path: chuka.playstation.co.uk!news 

From: "Tucmandl Manfred" <jadwin@telekabel.at> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Hallo Jemand Da? 

Date: Tue, 6 Jan 1998 16:33:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <68tie8Sbfnl@chuka.playstation.co.uk> 

References: <334CCB41.5510@uni-paderborn.de> <334E2C71.23BE@fh-worms.de> <348C9244.4 
8D3@access.ch> 

NNTP-Posting-Host: TK140044.telekabel.at 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>> Sonst noch jemand da? 


hi sind schon seit Mai dabei hab aber erst seit heute angefangen 
newsgroups zu abonnieren 


Tucmandl Manfred jadwin@telekabel.at 
http://privat.schlund.de/jadwin 
ICQ 5513751 


-—-MESSAGE FILE 10739 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00014 


—-MESSAGE FILE 10740 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000015 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc,scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like v1.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
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sibrandi@orion.nl 


—-MESSAGE FILE 10740 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00015 


——MESSAGE FILE 10741 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000016 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8$hcal7@chuka.playstation.co.uk>... 

> YarozeMaster V2.0 is ready! 

> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end of the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


VVV WV 


Craig. 
—-MESSAGE FILE 10741 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00016 


—-MESSAGE FILE 10742 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000017 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:15:37 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6kjrhqSlev13@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 
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X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:670 scee.yaroze.freetalk.dutch:8 
scee.yaroze.freetalk.english:1063 scee.yaroze.freetalk.german:17 


Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
Link. Preferably a online-store or post-order company. You can leave out 
Datel, because I already checked them. 


Thanks! 


Maurice 


—-MESSAGE FILE 10742 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00017 


——MESSAGE FILE 10743 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000018 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 28 May 1998 16:05:24 +0100 

Organization: Intelligent Research 

Lines: 13 

Message-ID: <356D7D34.22090B63@hinge.mistral.co.uk> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:671 scee.yaroze.freetalk.dutch:9 
scee.yaroze.freetalk.english:1064 scee.yaroze.freetalk.german:18 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 

> 


What was wrong with Datel ? I got mine direct from them.... 
Craig. 


—-MESSAGE FILE 10743 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00018 


——MESSAGE FILE 10744 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000019 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


--MESSAGE FILE 10744 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00019 


——MESSAGE FILE 10745 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000020 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Daten von CD-R 

Date: Wed, 10 Jun 1998 09:12:55 GMT 

Organization: Reichardt Informatik AG 

Lines: 18 

Message-ID: <357e4d6f.10501009Q@news.reichardt.ch> 
References: <33BC7576.77C4@aol.com> 
NNTP-Posting-Host: empty209.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Thu, 03 Jul 1997 21:00:54 -0700, Alexander Diessner 
<ADiessner@aol.com> wrote: 


> hat schon mal jemand versucht ne CD-R zu brennen und dann die 
> Daten von CD-R nachzuladen?? 


Du benötigst Software, die ISO-9660 Images mit den Sony-proprietdren 
Erweiterungen erstellen kann. Fin normaler ISO-9660 Builder (wie DAO's 
MAKEISO.EXE) kann das nicht. 


Für weitere Informationen stehe ich zur Verfügung ;-) 
Gruss, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 10745 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00020 


——MESSAGE FILE 10746 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000021 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.freetalk.german 

Subject: Mitglieder aus der Schweiz gesucht 

Date: Wed, 10 Jun 1998 16:32:20 GMT 

Organization: Reichardt Informatik AG 

Lines: 9 

Message-ID: <357eb42b.36799795@news.reichardt.ch> 
NNTP-Posting-Host: empty172.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.451 


Net Yaroze newsgroups message dump.txt Page 7182 


Ich möchte gerne einige NetYaroze Mitglieder aus der Schweiz 
kennenlernen. Ist da jemand? 


Gruss, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 10746 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00021 


——MESSAGE FILE 10747 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 

0000022 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Thu, 11 Jun 1998 07:28:59 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6loi2f$fil4@scea> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: d120.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:720 scee.yaroze.freetalk.dutch:14 
scee.yaroze.freetalk.english:1123 scee.yaroze.freetalk.german: 22 


Goto: 


http://www.therage.com/ 


Maurice Sibrandi wrote in message <6kjrhq$levl3@chuka.playstation.co.uk>... 
>Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
>Link. Preferably a online-store or post-order company. You can leave out 
>Datel, because I already checked them. 

> 

>Thanks! 

> 

>Maurice 

> 

> 

> 


—-MESSAGE FILE 10747 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00022 


——MESSAGE FILE 10748 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 

0000023 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Fri, 12 Jun 1998 10:51:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6lqq55$s986@chuka.playstation.co.uk> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:722 scee.yaroze.freetalk.dutch:15 
scee.yaroze.freetalk.english:1140 scee.yaroze.freetalk.german:23 


I ordered mine from directly from Datel. Works great! 
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—-MESSAGE FILE 10748 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00023 


——MESSAGE FILE 10749 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 

0000024 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.dutch,scee.yaroze.freetalk.eng 

lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: 13 Jun 1998 09:59:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bd96b1$b30b9360Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <6loi2f$fil4@scea> <61qq55$s986@c 

huka.playstation.co.uk> 

NNTP-Posting-Host: d1l-s16-57-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:727 scee.yaroze.freetalk.dutch:16 
scee.yaroze.freetalk.english:1160 scee.yaroze.freetalk.german: 24 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6lqq55$s986@chuka.playstation.co.uk>... 
> I ordered mine from directly from Datel. Works great! 


Hey Maurice, when does Yaroze Master get proper ARS fileserver support? And 
who's gonna 
go a serial version of the lib? 


Craig. 
—-MESSAGE FILE 10749 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00024 


—-MESSAGE FILE 10750 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000025 

Path: chuka.playstation.co.uk!news 

From: Fabrizio Vignali <fvignali@access.ch> 
Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Mitglieder aus der Schweiz gesucht 
Date: Thu, 18 Jun 1998 23:17:59 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <35898407.6F70@access.ch> 

References: <357eb42b.36799795@news.reichardt.ch> 
NNTP-Posting-Host: gatezh6-71.access.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-Mailer: Mozilla 3.0 (WinNT; I) 


Daniel Hartmeier wrote: 
> = 


> Ich m=F6chte gerne einige NetYaroze Mitglieder aus der Schweiz 


> kennenlernen. Ist da jemand? 
> = 
Ja, hier ist jemand... hab mich schon gewundert wie die Yaroze-Szene in 


der Schweiz aussieht... 
-—-MESSAGE FILE 10750 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00025 


—--MESSAGE FILE 10751 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000026 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Action Replay Cartridge 

Date: Tue, 07 Jul 1998 19:26:32 -0500 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <35A2BCB8.3462C182@mw.3com. com> 

References: <6kjrhq$lev1l3@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:804 scee.yaroze.freetalk.dutch:17 
scee.yaroze.freetalk.english:1368 scee.yaroze.freetalk.german:26 


Maurice Sibrandi wrote: 


> Does anyone know where I can buy an Action Replay cartridge with PC-Comms 
> Link. Preferably a online-store or post-order company. You can leave out 
> Datel, because I already checked them. 


Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 
PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


"Game Sharks"? 

Can I use the ARS type Yaroze software with a "Shark Link" rather than the 
"Comms Card"??? What is the difference between ARS and "Nice ARS"? 

Are there other fast-download solutions along these lines? 

Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 


these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 
EdF 


--MESSAGE FILE 10751 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00026 


——MESSAGE FILE 10752 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000027 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.eng 
lish, scee.yaroze.freetalk.german 

Subject: Re: Clearing some confusion 

Date: Tue, 07 Jul 1998 21:40:24 -0700 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <35A2F838.1EE593Bésinclair.net> 

References: <6kjrhq$levl3@chuka.playstation.co.uk> <35A2BCB8.3462C182@mw.3com.com> 
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NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:816 scee.yaroze.freetalk.dutch:18 
scee.yaroze.freetalk.english:1373 scee.yaroze.freetalk.german:27 


I can clear some confusion - I remember a device, I think was for SNES 
(maybe NES) called the "Action Replay". It allowed you to save any game 
at any point in the game, and then reload it at that point, whether it 
had battery backup or not. I'm not sure, but it could be related to the 
"Pro Action Replay" by Datel. 


Datel made the Pro Action Replay, for sale in Europe and Japan. For US 
distribution, they licensed it to InterAct. It is exactly the same 
device, but with different codes in it (for US versions of games). It 
does work with Datel's CommsLink card for the PAR. 


This is my knowledge. 
Can anyone explain the whole story of the "Game Shark" to me? 


How do "Datel", "InterAct", "Rocket Game Products", "Action Replay", 
"Game Shark", "Shark Link", "Comms card" all relate to each other? 
(As well as any other bits I'm missing.) Are these companies related 
to the original "Game Genie" company that made Game Genies for the 
NES/SNES/Genesis/GameBoy/GameGear/ (other systems?) (Wasn't it 
CodeMasters, the makers of the current Micro Machines game on the 
PlayStation?) 


On the Rocket Game Products web page http://www.rocketgameproducts.com 
they seems to have Game Sharks and Shark Links for sale, which seem alot like 


the Action Replay and Comms Card, but different (Comms card seems to be a 

PC ISA card, and the Shark Link seems to connect to the PC's parallel port). 
But they also seems to mention somewhere that "Game Shark" is a trademark 

of "InterAct". Why then are both (all three? Maybe more?) companies selling 


"Game Sharks"? 

Can I use the ARS type Yaroze software with a "Shark Link" rather than the 
"Comms Card"??? What is the difference between ARS and "Nice ARS"? 

Are there other fast-download solutions along these lines? 

Can anyone from Sony comment on whether these products are considered 
"good" or "bad" (whatever those might mean!) Whats the company line on 


these kinds of 3rd party peripherals? 


If someone could write a nice, clear, complete picture of this seemingly grey 


area, that would be very cool! Please help clear this confusion up for me!!! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


EdF 


ո Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 10752 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00027 


--MESSAGE FILE 10753 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000028 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 
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Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <01lbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


TOS PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


—-MESSAGE FILE 10753 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00028 


——MESSAGE FILE 10754 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000029 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 
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Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


-—-MESSAGE FILE 10754 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00029 


——MESSAGE FILE 10755 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000030 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
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for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 


Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


> Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 
> 

> >please put your code no later than Monday 24th August to on your public 
> FTP 

> >site - please include a Read me file. Then mail to advise at the 

> following 

> 

> 

> Erp! next Monday???? Which is it, George? I don't think I can have it 

> all tied up as neatly as I'd like it for 5 days time, unfortunately... 

> Is this just a cut-and-paste error (aah, they're fun)? 

> 

> Nick F 


—-MESSAGE FILE 10755 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00030 


——MESSAGE FILE 10756 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000031 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.german 

Subject: Sony ECTS Party 

Date: Wed, 19 Aug 1998 10:23:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6re502$12e12@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As you will have seen from George's posting to Announce yesterday, we are 
giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
will be held in central London on Monday 7th September. The SCEE party is 
renowned for being the best ECTS party to attend and tickets are extremely 
hard to come by! If you would like your game or demo to go on the ECTS disc 
which will be seen by thousands of ECTS attendees, including top European 
games journalists, leading game industry representatives and of course, 


other Net Yaroze members get programming! As you will see, we have also 
extended the deadline to Tuesday lst September. So all you have to do is 
post your code to your public FTP site - including a Read me file. Then mail 


to advise at the following address 


To: PS_Yaroze@playstation.sony.com 
Subject: ECTS games/demos 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 


Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards 
Sarah 
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—-MESSAGE FILE 10756 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00031 


--MESSAGE FILE 10757 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000032 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 
Newsgroups: scee.yaroze.freetalk.german 
Subject: Daten von CD-R 

Date: Wed, 16 Sep 1998 19:12:17 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <35FFF171.F709935C@aol.com> 
NNTP-Posting-Host: 172-39-106.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hallo, Ich glaube ich hab' irgendwo gelesen dañ Yaroze mit "Absicht" die 
CD nicht lesen kann ! 
Gruñ Olaf (Stuttgart) 


—-MESSAGE FILE 10757 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00032 


——MESSAGE FILE 10758 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000033 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 
Newsgroups: scee.yaroze.freetalk.german 
Subject: TMD2RSD Converter 

Date: Fri, 18 Sep 1998 00:14:45 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <360189D5.CF6467B4@aol.com> 
NNTP-Posting-Host: 205-190-165.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hallo ! 
Craig Graham behauptet es gàbe da irgendwo in den japanischen Web Seiten 


ein Converter der TMD Daten in RSD Daten umwandeln kann... 
Hat irgendjemand das Tool irgendwo zum Downloaden gesehen, wenn ja 
dann gebt mir bitte bescheid...... 


Olaf 


—-MESSAGE FILE 10758 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00033 


--MESSAGE FILE 10759 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000034 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.german 
Subject: help me 

Date: Thu, 01 Oct 1998 15:48:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138835.A263DBAD@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 


i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 

please contact me by e-mail at : hunter@sc.trinakria.it 

thx 


-—-MESSAGE FILE 10759 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00034 


--MESSAGE FILE 10760 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000035 

Path: chuka.playstation.co.uk!news 

From: Christian Cartus <chc@idgruppe.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: jemand da? 

Date: Thu, 15 Oct 1998 23:01:10 +0200 

Organization: I-D Gruppe, TAL Development 

Lines: 20 

Message-ID: <36266296.F2BOFF5D@idgruppe.de> 

References: <MPG.ddf0eb81f629230989682@news.playstation.co.uk> 
NNTP-Posting-Host: 193.155.242.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


ich glaubs ja nicht, du hier? 


Michael Raasch wrote: 


> 

> Hi. 

> 

> Ist noch jemand hier ausser Hypemeister Hans, Dirk und mir? 

> 

> -- 

> hasta la pasta, .\\ichael 

> 

> "Wenn das John Wayne noch erlebt haette..." 

Christian Cartus I-D Gruppe 

Tel. +49-7365/960543 Dewanger Str. 22 
+49-177/7644933 73457 Essingen-Forst 

Fax: +49-7365/5060 Voice-Mail: +49-2561/91316-96595 

E-Mail: chc@idgruppe.de christian@cartus.com 

ICQ-Mail: 964898@pager.mirabilis.com ICQ-UIN: 964898 


—-MESSAGE FILE 10760 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00035 


——MESSAGE FILE 10761 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000036 

Path: chuka.playstation.co.uk!news 

From: "Marco" <nc-sowama@netcologne.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Frage zu Topl0-Games 

Date: Sat, 17 Oct 1998 15:51:43 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <70a7cd$s3k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: dial6-85.netcologne.de 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Hi, 


im Internet-Forum von Net-Yaroze, sind ja die Topl0-Programme downloadbar. 
Dort habe ich das Total-Soccer downgeloadet. Allerdings bekomm ich es nicht 
ans laufen. Wer kann mir helfen (ich bin neues Yaroze-Mitglied). 


Danke 
Marco 


—-MESSAGE FILE 10761 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00036 


—-MESSAGE FILE 10762 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000037 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 
Newsgroups: scee.yaroze.freetalk.german 

Subject: Re: Frage zu Top1l0-Games 

Date: Sun, 18 Oct 1998 11:50:40 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3629B9F0.5220349C@augsburg.baynet.de> 
References: <70a7cd$s3k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: dial023.augsburg.baynet.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


Was ist genau Dein Problem? Eine Fehlermeldung?Vielleicht hilft Dir das 
Folgende: 
Wenn Du CodeWarrior verwendest, starte einfach das 'auto.' file in PSComUtil 
als Batch-File; in SIOCONS ist es eigentlich das gleiche, nur dass Du <F3> 
drücken musst, um das Batch-File zu laden. 


D 
3 
Q 
< 


Hi, 


im Internet-Forum von Net-Yaroze, sind ja die Topl0-Programme downloadbar. 
Dort habe ich das Total-Soccer downgeloadet. Allerdings bekomm ich es nicht 
ans laufen. Wer kann mir helfen (ich bin neues Yaroze-Mitglied). 


Danke 
Marco 


VVVVVVVV 


—-MESSAGE FILE 10762 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00037 


——MESSAGE FILE 10763 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000038 

Path: chuka.playstation.co.uk!news 

From: Brainstarter <startyourbrain@easyliving.com> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Noch ein Mitglied aus der Schweiz 

Date: Sun, 18 Oct 1998 15:46:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <362A0D43.61B5C64D@easyliving.com> 

NNTP-Posting-Host: dyna-jn-7.dial.eunet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1; x-mac-type="54455854"; x-mac-creator=" 
4D4F5353" 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.06 (Macintosh; I; PPC) 
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Na viele simmer ja nicht gerade.... =). 


PS: Von mir müsst Ihr noch nicht soviel erwarten, besitze erst seit 
kurzem die NY 


cheers, Sascha 


—-MESSAGE FILE 10763 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00038 


—-MESSAGE FILE 10764 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000039 

Path: chuka.playstation.co.uk!news 

From: "Marco" <nc-sowama@netcologne.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Verkaufe Netyaroze 

Date: Wed, 17 Feb 1999 12:43:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7ae9ukSbtfé6@chuka.playstation.co.uk> 
NNTP-Posting-Host: dial5-75.netcologne.de 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hi Leute, 


ich verkaufe meine NetYaroze, da ich leider keine Zeit mehr dazu habe. 

Sie ist ca. 6 Monate jung, und wurde ca. 20 mal gebraucht. Dabei habe ich 
noch eine 120 Block Memory-Karte, den DualShock-Controller, Crash-Bandicoot 
2 & 3, Formel 1 98, Colin McRaeRalley. Außerdem zum Programmieren den 
Codewarrior & die Sony-Software. Es ist alles komplett & 110 % lauffähig. 


Es wechselt ftir VB DM 850,- den Besitzer. 


Interessenten schreiben bitte eine Mail an msowa@enjoy-e.de 


Dank euch 


—-MESSAGE FILE 10764 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00039 


——MESSAGE FILE 10765 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000040 

Path: chuka.playstation.co.uk!news 

From: "Armand" <Armando@01019Freenet .de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Trisis - jetzt downloaden 

Date: Wed, 18 Aug 1999 00:41:58 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7pcobiShtr12@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp06296.01019freenet.de 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Trisis ist ein nettes logik Spielchen mit 50 Leveln. 
Einfach von www.netyaroze-europe.com/~armand75/ downloaden. 


grüße an alle, 
Armand 


-—-MESSAGE FILE 10765 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00040 


—-MESSAGE FILE 10766 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000041 
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Path: chuka.playstation.co.uk!news 

From: "Kenny Millar" <yaroze@ntlworld.com> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Shhh! 

Date: Thu, 30 Aug 2001 00:35:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9mju2o0Sdra7@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust1l.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Hallo, bin ich ein NY-Bauteil von Schottland. Es scheint sehr queit innen 
hier! Unser Forum an scee.yaroze.freetalk.english ist noch sehr besetzt. 
Möglicherweise sehe ich Sie dort! 


-Kenny 


--MESSAGE FILE 10766 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00041 


——MESSAGE FILE 10767 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/0 
0000042 

Path: chuka.playstation.co.uk!news 

From: "Armand Molinski" <armandsdev@gmx.de> 

Newsgroups: scee.yaroze.freetalk.german 

Subject: Überhauptnoch jemand da? 

Date: Wed, 26 Mar 2003 23:19:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <b5t8sn$lt63@www.netyaroze-europe.com> 
NNTP-Posting-Host: A66ba.pppool.de 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE V6.00.2600.0000 


Tag zusammen! gibt es tiberhaupt noch irgend jemanden aus dem 
deutschsprachigen Raum der was mit NetYarooze macht???? 


- Armand 


—-MESSAGE FILE 10767 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/german/000 
00042 


NRE AE FE AE AE EEE HE EH 
HET E FE AE AE AE AE TT HHH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek 
EE RE TE AE HE HE E FE E HE EEE H 


——MESSAGE FILE 10768 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/00 
000001 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.greek 

Subject: First one to post 

Date: 20 May 1998 23:43:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <6jvpra$4p20@chuka.playstation.co.uk> 
NNTP-Posting-Host: n29.herts.ac.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.greek?ALL 


Hi 


-—-MESSAGE FILE 10768 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/0000 
0001 


—-MESSAGE FILE 10769 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/00 
000002 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <0Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 

please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


To: PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 

daytime telephone number 

Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 
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—-MESSAGE FILE 10769 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/0000 
0002 


——MESSAGE FILE 10770 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/00 
000003 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


-—-MESSAGE FILE 10770 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/0000 
0003 


--MESSAGE FILE 10771 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/00 
000004 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 
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Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 
Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


> Right, 1st September, OK. Ties in nicely with GDUK, lots of time, etc... 
> 

> >please put your code no later than Monday 24th August to on your public 
> FTP 

> >site - please include a Read me file. Then mail to advise at the 

> following 

> 

> 

> Erp! next Monday???? Which is it, George? I don't think I can have it 

> all tied up as neatly as I'd like it for 5 days time, unfortunately... 

> Is this just a cut-and-paste error (aah, they're fun)? 

> 

> Nick F 


-—-MESSAGE FILE 10771 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/0000 
0004 


--MESSAGE FILE 10772 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/00 
000005 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.greek 

Subject: help me 

Date: Thu, 01 Oct 1998 15:52:54 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138936.2BBC1322@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 


ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 
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—-MESSAGE FILE 10772 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/0000 
0005 


——MESSAGE FILE 10773 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/00 
000006 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.greek 

Subject: Xerete! 

Date: Mon, 22 Nov 1999 10:28:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <38391a90.1452854694@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Exi kanis etho pu milai elinika? 


—-MESSAGE FILE 10773 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/greek/0000 
0006 


E AE AE AE AE AE AE EE HEE EH 
E AE AE AE FE AE FE AE TET HTH 


——HHEEEEEE EEE HHH 
——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian 
——HHEEEEEEE EE HEH 


--MESSAGE FILE 10774 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000001 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Test 

Date: Tue, 22 Apr 1997 09:51:27 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 1 

Message-ID: <335C7COF.7ED9@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Test 
—-MESSAGE FILE 10774 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000001 


--MESSAGE FILE 10775 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000002 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Test Message 

Date: Tue, 22 Apr 1997 09:51:58 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 1 

Message-ID: <335C7C2E.7C7E@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt Page 7198 
X-Mailer: Mozilla 3.01 (Win95; I) 


Ciao! 
—-MESSAGE FILE 10775 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000002 


——MESSAGE FILE 10776 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000003 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Calling all Iatlian Yaroze Members ! 
Date: Tue, 22 Apr 1997 10:14:53 +0100 
Organization: SCEE 

Lines: 11 

Message-ID: <335C818D.644@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Apologies for this not being in Italian ;-( 


A new Member from Italy is having a great deal of problem setting up his 
Yaroze, and unfortunately our Italian is fairly limited. 


We would be most greatful if someone could phone Niccolo'Sarti +39 45 
8201474 to see if his problem can easily be resolved. 


Many thanks ! 


- scee 
—-MESSAGE FILE 10776 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000003 


--MESSAGE FILE 10777 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000004 
Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: Ciao a tutti i membri italiani 
Date: Wed, 23 Apr 1997 22:58:30 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <335E77F6.7837@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Finalmente posso scrivere un po' in italiano! 

Ho la Net da circa tre settimane e comincio a chiapparci quindi se avete 
bisogno di qualche dritta fatevi vivi. 

La mia home page ծ sotto l'alias Vanderik. 

Se qualche aspirante coders si trova senza un team di sviluppo քսծ 
unirsi al mio. In effetti nella mia facolta non ho trovato nessuno 
VERAMENTE interessato a programmare la PSX cosi a livello di codice sto 
facendo tutto da solo! 

Per fortuna che ci chiappo anche con la musica e che un grafico e un 
modeller di buona volonta li ho trovati. 

Vediamo di dimostrare all'Europa che in Italia abbiamo delle grandi 
idee. 


—-MESSAGE FILE 10777 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000004 
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——MESSAGE FILE 10778 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000005 

Path: chuka.playstation.co.uk!news 

From: lelio bottero <lelio.bottero@isiline.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Lelio e Bruno PRESENTI !!! 

Date: Wed, 08 Oct 1997 23:12:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <343BF74E. 6FA70B5A@isiline.it> 

Reply-To: lelio.bottero@isiline.it 

NNTP-Posting-Host: isialba-03.alba.alpcom.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


ciao 
siamo lelio e bruno da poco abbiamo la net 


, ma ci siamo 


saluti a tutti gli Italini ( e non solo) 
bye a presto 


—-MESSAGE FILE 10778 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000005 


——MESSAGE FILE 10779 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000006 

Path: chuka.playstation.co.uk!news 

From: Giulio <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: Ragazzi ci svegliamo!?!?!?!°? 

Date: Sat, 01 Nov 1997 17:56:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <345B5F3E.E3766121@mbox.ulisse.it> 
NNTP-Posting-Host: pppl19.ulisse.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Allora? 

Vabbé che in Italia siamo in "Biafra" e sviluppatori Net PSX ce ne sono 
pochi, ma questo ë il News Group pitt morto in assoluto!!! 

Chi ha comprato la Yaroze sta producendo? Ha problemi? Vuole contatti? 
Lo dica!!! 

Io personalmente sono uno dei primi italiani che ha osato comprare una 
Net ë ora sto realizzando un gioco dal concept semplice ma completo per 
provare tutto cid che ho imparato nel 2D e poi buttarmi nel 3D. 

La mia Home Page (anche se brutta e vecchia) ë sotto l'alias Vanderik, 
la riscriverd appena avrò finito il debugging del il mio primo gioco per 
la PSX. 


Ciao a tutti e fatevi sentire 


* k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k í £ 


Why in Italy there's no support 


+ + FF 


for games developers? 
* 


* 
x 
* 
* 
x 
* k k k k k k k k k k k k k k k k k k & k k k k k k k k k k k k k X 1k 


--MESSAGE FILE 10779 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000006 


——MESSAGE FILE 10780 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
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00000007 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: MortoVivente 

Date: 24 Nov 1997 23:05:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01lbcf865$9b0654c0S45a1lf7c2@manolo> 
NNTP-Posting-Host: ppp-205.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Cavolo ragazzi allora ci siamo anche noi i +Fichi der monno!! (Che per caso 
si capisce Che so de roma ?),dai cominciamo a far vedere a tutti il genio 
ITALIANO (Fratelli d'itali....... Beep!),Beh scusate un po di 

patriottismo, comunque io sto studiando a fondo l'animaletto e credo che 
possa fare anche i pop corn,comunque tra circa 3 settimane io gia sarò 
operativo Programmerdo le mie prime Rototraslazioni di ogetti 3DCiao belli 


—-MESSAGE FILE 10780 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000007 


——MESSAGE FILE 10781 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000008 

Path: chuka.playstation.co.uk!news 

From: "Provenzano Stefano" <dragon@azzurra.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Parliamone! 

Date: Mon, 1 Dec 1997 18:59:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <65utm4Scel2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-3.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Ciao, 

sono contento di vedere finalmente un accenno di movimento in questo spento 
gruppo. 
E' da qualche mese che posseggo la black psx, ma per problemi di studio e di 
conoscenze tecniche mi sono limitato soltanto ad apprendere tutto quello che 
potevo qua e la(un po' egoistico forse ma cosi' facendo qualche cosina l'ho 
imparata). 

Sto realizzando un 3D Fighting game con un concept un քօ' particolare, 
finalmente inizia ha girare qualche cosina su sta' benedetta psx. 

Non sarebbe una brutta idea iniziare un qualche bel dibattito su qualche 
argomento particolarmente interessante per la creazione di un buon gioco in 
3D (ho notato che molte cose vengono date per scontate, ma per me non lo 
erano molto). 

In totale io sono a disposizione(con quel poco che so') e pronto ad 
interagire. Forza! 


Bye 
Dragon 


—-MESSAGE FILE 10781 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000008 


--MESSAGE FILE 10782 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000009 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Parliamone! 

Date: 2 Dec 1997 22:05:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <0lbcfddd$4fca77c0$2ealf7c2@manolo> 
References: <65utm4Scel2@chuka.playstation.co.uk> 
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NNTP-Posting-Host: ppp-146.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Benissimo! possiamo parlare di algoritmi di collisione 3D e cinematica 
degli ogetti...il tutto per rendere quel qualcosina una vera bomba che fara 
rabbrividire anche la NAMCO (Beh forse esagero un pd)Comuque caro dragon hai 
proprio ragione questi della sony danno tutto per scontato,anche essendo un 
informatico certe procedure sono fuori dal normale e sul manuale esiste 
solo un accenno come se fossimo Ingegneri...See you later..... 


Ciao belli! 


GMORK 


-—-MESSAGE FILE 10782 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000009 


--MESSAGE FILE 10783 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000010 

Path: chuka.playstation.co.uk!news 

From: "Provenzano Stefano" <dragon@azzurra.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Parliamone! 

Date: Sun, 7 Dec 1997 10:33:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
Message-ID: <66dqjvS$cel3@chuka.playstation.co.uk> 

References: <65utm4S$cel2@chuka.playstation.co.uk> <Olbcfddd$4fca77c0$2ealf7c2@manolo 
> 

NNTP-Posting-Host: ppp-l.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Emanuele Diotallevi ha scritto nel messaggio 
<OlbcfdddS$4fca77c0S2ealf7c2@manolo>... 

>Benissimo! possiamo parlare di algoritmi di collisione 3D e cinematica 
>degli ogetti...il tutto per rendere quel qualcosina una vera bomba che fara 
>rabbrividire anche la NAMCO (Beh forse esagero un pò) 

Hai perfettamente ragione, e' con questo spirito che bisogna lavorare... 

Sto lavorando propio in questo periodo sulla cinemetica dei personaggio del 
mio gioco ma non capisco bene il perche' ogni tanto eseguendo le rotazioni 
la psx si inc*°#a e si impasta di punto in bianco. 

Un problema che mi interesserebbe discutere e' quello degli effetti di luce, 
esplosioni & co. Siccome la bambina nera ci mette ha disposizione soltanto 3 
luci per fare tutti gli effetti di luce che normalmente si vedono nei giochi 
bisogna costruire routine particolari, quindi ora mi mettero alla ricerca di 
algoritmi di light-sourcing. Qualcuno ha gia affrontato questo problema? 


>Comuque caro dragon hai proprio ragione questi della sony danno tutto per 
scontato,anche >essendo un informatico certe procedure sono fuori dal 
normale e sul manuale esiste 

>solo un accenno come se fossimo Ingegneri...See you later..... 

Il manuale purtroppo e' soltanto un insieme di funzioni documentate in 
maniera fin troppo stringata e farcito con qualche errore qua' e la'. 
Comunque se puo' essere utile c'e' un tanto semplice quando ben fatto 
tutorial introduttivo alla grafica 3D : 
http://www.netyaroze-europe.com/~middx_uni/ftp/ 


A presto. 


Dragon 


--MESSAGE FILE 10783 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000010 


--MESSAGE FILE 10784 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000011 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
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Newsgroups: scee.yaroze.freetalk.italian 
Subject: Nuovo membro !!!!! 

Date: Tue, 13 Jan 1998 14:41:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <34BB6F0B.F041438B@infores.com> 
NNTP-Posting-Host: ppp1-50.planet.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Ciao a tutti, 


Sono un nuovissimo possesore del mostro nero (solo una settimana), mi 
sono gia letto tutta la documentazione (non che sia molta) che considero 
veramente 

pessima, a dir poco da un accenno agli argomenti, se non fosse per i 
vari programmi di esempio si potrebbe fare veramente molto poco. 


La mia conoscenza informatica ë nata e cresciuta con il mitico Commodore 
Amiga, con questo ormai obsoleto sistema ho programmato in C ed 
Assembler delle cosine abbastanza belle, ma ben poca (per non dire 
nulla) esperienza sul 3D. 


Ora la mia proposta 


E' sicuramente una ottima idea colloquiare attraverso la mail per 
scambiarsi idee e riflessioni, ma io credo che per lavorare veramente in 
team sia d'obbligo incotrarsi dal vivo e cominciare a scambiarsi le 
informazioni e lavorare insieme, diventare amici insomma. Quindi alla 
fine di questa breve presentazione troverete tutti i miei dati e spero 
veramente che quelcuno abbia la stessa necessita di lavoro in Team che 
ho io, guaradate che parlo per esperienza personale, quando lavoravo con 
l'Amiga solo grazie alla costituzione di un Team di lavoro abbiamo 
potuto sviluppare veramente qualcosa. 


Io sono 


Luca Cappellini ed abito a Milano per la precisione a Milano 2 (5 min. 

da Milano Lambrate) ho 29 anni (sigh) e tanta voglia di creare la prima 
sw house di giochi in Italia, (guardate che noi in quanto a inventiva e 
capacita siamo i migliori), prego contattarmi o via telefono o via Mail. 


Tel. casa 02-2153095 
Tel. lav. 02-52579668 
E-Mail : Luca.Cappellini@infores.com 


Vi aspetto tutti e tanti. 


7202 


—-MESSAGE FILE 10784 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 


000011 


——MESSAGE FILE 10785 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 


00000012 

Path: chuka.playstation.co.uk!news 

From: "Roberto Baldan" <roba@ve.shineline.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Scarica gioco da veroba 

Date: Sat, 31 Jan 1998 00:46:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6atogqh$b25@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppm-0O.shineline.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Vi invito a gustarvi un fantastico gioco da me ideato e programmato per la 
nostra Yaroze. 
Desidero prima di tutto farvi notare l'assoluta novita ed indubbia 
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creativita da me dimostrata nel creare dal nulla un gioco tanto innovativo. 
Scherzi a parte, si tratta di uno strausurato clone di "Tetris" in versione 
tridimensionale, che presenta perd alcuni spunti piuttosto interessanti. 

La mappatura del campo di gioco, la manipolazione run-time dei modelli 
tridimensionali, il monitoraggio delle azioni sulla Pad, sono aspetti che 
meritano essere approfonditi quando si vuole creare un qualunque tipo di 
gioco. 
E quale modo migliore se non utilizzare un modello anche se non 
particolarmente giocabile, ma comunque funzionante, come base di sviluppo. 
Vi invito quindi a voler spendere un po’ di tempo nel cercare di migliorare 
l'aspetto grafico e sonoro di questa applicazione, diciamo che potrebbe 
essere un ottimo esercizio ed un modo per verificare le caratteristiche 
complessive della PlayStation. 

Potete accedere al file Tetris.zip alla directory: veroba 

Per ulteriori informazioni potete contattarmi al roba@ve.shineline.it o 
comunque al nostro newsgroup Italia. 

Ciao 
Roberto Baldan, 

Venezia centro storico. 


—-MESSAGE FILE 10785 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000012 


——MESSAGE FILE 10786 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000013 

Path: chuka.playstation.co.uk!news 

From: "Roberto Baldan" <roba@ve.shineline.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Scaricate il gioco da veroba. 

Date: Sat, 31 Jan 1998 00:50:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6atogrSb26@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppm-0O.shineline.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Vi invito a gustarvi un fantastico gioco da me ideato e programmato per la 
nostra Yaroze. 

Desidero prima di tutto farvi notare l'assoluta novita ed indubbia 
creativita da me dimostrata nel creare dal nulla un gioco tanto innovativo. 
Scherzi a parte, si tratta di uno strausurato clone di "Tetris" in versione 
tridimensionale, che presenta perd alcuni spunti piuttosto interessanti. 

La mappatura del campo di gioco, la manipolazione run-time dei modelli 
tridimensionali, il monitoraggio delle azioni sulla Pad, sono aspetti che 
meritano essere approfonditi quando si vuole creare un qualunque tipo di 
gioco. 
E quale modo migliore se non utilizzare un modello anche se non 
particolarmente giocabile, ma comunque funzionante, come base di sviluppo. 
Vi invito quindi a voler spendere un po’ di tempo nel cercare di migliorare 
l'aspetto grafico e sonoro di questa applicazione, diciamo che potrebbe 
essere un ottimo esercizio ed un modo per verificare le caratteristiche 
complessive della PlayStation. 

Potete accedere al file Tetris.zip alla directory: veroba 

Per ulteriori informazioni potete contattarmi al roba@ve.shineline.it o 
comunque al nostro newsgroup Italia. 

Ciao 
Roberto Baldan, 

Venezia centro storico. 


--MESSAGE FILE 10786 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000013 


——MESSAGE FILE 10787 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000014 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Milano dove sei ! 
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Date: Wed, 04 Feb 1998 13:16:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <34D85C00.B7A4B6A6@infores.com> 
NNTP-Posting-Host: ppp1-27.planet.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Ragazzi insomma !!! 


Questa ë una denuncia / proposta, ë possibile che a Milano non esistano 
possesori ed intenditori di Yarouze !!!! 


Io ho contattato gia due italiani uno di Genova e uno di Roma (ciao a 
tutti e due se mi leggete), ma siccome il mio desiderio è quello di 
cominciare a creare un gruppo di studio/sviluppo in real-time vorrei 
trovare dei "colleghi" milanesi. 


Forza ragazzi facciamoci sentire, io vivo in una grande casa a Milano2 
con un amico quindi non ho ne problemi di spazio e di orario quindi la 
sede c'é !!!! 


Vi aspetto numerosi !!!!! 


Un saluto 


Luca Cappellini (luca.cappellini@infores.com) 


-—-MESSAGE FILE 10787 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000014 


—-MESSAGE FILE 10788 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000015 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.freetalk.italian 


Date: 16 Feb 1998 23:23:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <01bd39a1$10a35760S2a02bfc3@manolo> 
NNTP-Posting-Host: 195.191.2.42 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ciao ragazzi ho sentito vociferare che qualcuno sta creando ogetti 
complessi 3D ,se colui legge questa richiesta di aiuto potra svelare il 
mistero che vivo da 3 giorni.................. Mi spiego subito,sto 
simulando in vari modi tutte le grandezze fisiche possibili ed immaginabili 
su ogetti 3D e fin qui tutto OK,perd da un po ho dato il via ad un progetto 
abbastanza ambizioso,creare un mech warrior completo formato da ben 23 
ogetti gerarchizzati però è qui il problema !!!!!!! 


Mi vengono visualizzati solo i primi 15 ogetti(tutto il modello ha circa 
1000 poligoni),perd se inverto il verso di sorting di questi mi vengono 
visualizzati gli ultimi da 16 a 23!!! 


Cavolo! come ë possibile che il sorting con GsSortObject4() di di questi 
problemi? 


Tutto cid significa che giochi come Tekken 2 non sono possibili? 


Mah ,se qualcuno di voi ha voglia di risolvere l'arcano son ben lieto di 
accoglierlo a braccia aperte!! 
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ps:Ovviamente sono disponibile a qualunque tipo di richiesta su tutte le 
altre librerie! 


PPS:a)Qualcuno di voi ha capito veramente a che serve il campo point Nel 
tipo GsOT??? 


b)E lo shift nella GsSortOt??? 
—-MESSAGE FILE 10788 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000015 


—--MESSAGE FILE 10789 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000016 

Path: chuka.playstation.co.uk!news 

From: "Provenzano Stefano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: AIUTOOOOO!!!!1! 

Date: Wed, 18 Feb 1998 19:12:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <6cf7sfSbeo40@chuka.playstation.co.uk> 
References: <01bd39a1$10a35760S$2a02bfc3@manolo> 
NNTP-Posting-Host: d5pfl-arn.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Emanuele Diotallevi ha scritto nel messaggio 
<01bd39a1$10a35760S2a02bfc3@manolo>... 
>Ciao ragazzi ho sentito vociferare che qualcuno sta creando ogetti 


>complessi 3D ,se colui legge questa richiesta di aiuto potra svelare il 
>mistero che vivo da 3 giorni.................. Mi spiego subito,sto 
>simulando in vari modi tutte le grandezze fisiche possibili ed immaginabili 


>su ogetti 3D e fin qui tutto OK,perd da un po ho dato il via ad un progetto 
>abbastanza ambizioso,creare un mech warrior completo formato da ben 23 
>ogetti gerarchizzati però ë qui il problema !!!!!!! 

> 

>Mi vengono visualizzati solo i primi 15 ogetti(tutto il modello ha circa 
>1000 poligoni),perd se inverto il verso di sorting di questi mi vengono 
>visualizzati gli ultimi da 16 a 23!!! 

> 

Anche io sto lavorando ad un progetto con robot formati da piu' partie 
mossi gerarchicamente, 

che si muovono in un ambiente complesso in 3d e per questo ho avuto bisogno 
di 
inserire nella ordering table ben piu' di 15 oggetti.Purtroppo con quello 
che hai detto non posso esserti utile (nel mio programma inserisco 
semplicemente gli oggetti nella OT 6 senza problemi li vedo visualizzati.) 
Prova a darmi piu' elementi per capire cosa non va'. 


Ciao. 
Stefano 
dragon@intercom.it 
>Cavolo! come ë possibile che il sorting con GsSortObject4() di di questi 
>problemi? 
> 


>Tutto cid significa che giochi come Tekken 2 non sono possibili? 

> 

>Mah ,se qualcuno di voi ha voglia di risolvere l'arcano son ben lieto di 
>accoglierlo a braccia aperte!! 

> 


> 

>ps:Ovviamente sono disponibile a qualunque tipo di richiesta su tutte le 
>altre librerie! 

> 

>PPS:a)Qualcuno di voi ha capito veramente a che serve il campo point Nel 
>tipo GsOT??? 

> 

> b)E lo shift nella GsSort0Ot??? 
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—-MESSAGE FILE 10789 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000016 


—--MESSAGE FILE 10790 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000017 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: tavole di esponenziali e radice quadrata 
Date: 25 Feb 1998 23:56:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <01lbd40b8S2d7a6cc0$2e02bfc3@manolo> 
NNTP-Posting-Host: ip046.pool-15.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Se c'é qualcuno che ha tavole di esponenziali e radici quadrate me le mandi 
io non riesco a trovarle!! 


Grazie,Diotallevi Emanuele 


—-MESSAGE FILE 10790 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000017 


——MESSAGE FILE 10791 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000018 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end օք the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 
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-—-MESSAGE FILE 10791 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000018 


—-MESSAGE FILE 10792 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000019 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8Shcal7@chuka.playstation.co.uk>... 
> YarozeMaster V2.0 is ready! 


> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end of the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


MA UNU S 


Craig. 
--MESSAGE FILE 10792 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000019 


——MESSAGE FILE 10793 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000020 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english,scee.yaroze.freetalk.french,scee.yaroze.fre 
etalk.german,scee.yaroze.freetalk.italian,scee.yaroze.freetalk.scandinavian,scee.yar 
oze.problems.pc,scee.yaroze.programming.codewarrior,scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


-—-MESSAGE FILE 10793 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000020 


——MESSAGE FILE 10794 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000021 

Path: chuka.playstation.co.uk!news 

From: JAMES <jameskirk@hempseed.com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: *** HELP ME PLEASE *** 

Date: Fri, 12 Jun 1998 20:00:31 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <35816CBF.D722A6D@hempseed. com> 
NNTP-Posting-Host: ppp-verona64-19.iol.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Un ciao a tutti,ho acquistato da poco la yaroze,ma non riesco ad 
installare il software:c'é qualcuno che potrebbe aiutarmi a farlo?? 


Un grosso ringraziamento anticipato a chi mi dara' una mano.Grazie. 


Niccolo'-Verona 
—-MESSAGE FILE 10794 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000021 


--MESSAGE FILE 10795 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000024 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: *** HELP ME PLEASE *** 

Date: Sun, 14 Jun 1998 12:50:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6m0adv$9bv1l@chuka.playstation.co.uk> 
References: <35816CBF.D722A6D@hempseed. com> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ciao, 
cosa per l'esattezza non riesci ad installare?? 


Per il sw base dovresti solo copiare sull' hd il contenuto della directory 
PSX e GNU che trovi sul cd della sony ed in caso modificare il file 
djsetup.bat con i relativi percorsi... 

Prova e se hai problemi scrivi! 


Stefano 


JAMES ha scritto nel messaggio <35816CBF.D722A6D@hempseed.com>... 
>Un ciao a tutti,ho acquistato da poco la yaroze,ma non riesco ad 
>installare il software:c'é qualcuno che potrebbe aiutarmi a farlo?? 
> 
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>Un grosso ringraziamento anticipato a chi mi dara' una mano.Grazie. 
> 
> Niccolo'-Verona 


—-MESSAGE FILE 10795 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000024 


—--MESSAGE FILE 10796 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000025 

Path: chuka.playstation.co.uk!news 

From: JAMES <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: *** HELP ME PLEASE *** 

Date: Mon, 15 Jun 1998 20:30:43 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35856853.DAB57B6C@hempseed. com> 

References: <35816CBF.D722A6D@hempseed.com> <6m0advS$9bv1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-verona76-146.iol1.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Stefano Provenzano <dragon@intercom.it> 


Stefano Provenzano ha scritto: 


Ciao, 
cosa per l'esattezza non riesci ad installare?? 


Per il sw base dovresti solo copiare sull' hd il contenuto della directory 
PSX e GNU che trovi sul cd della sony ed in caso modificare il file 
djsetup.bat con i relativi percorsi... 

Prova e se hai problemi scrivi! 


VVVVVVVV 


Grazie Stefano per avermi risposto,vedendo le date dei messaggi molto 
vecchie non credevo di trovare qualcuno, (una domanda che non c'entra col 
la yaroze:non conosco bene come gestire le news:vedo scritto totale 
messaggi 23 messaggi non letti 0,ma non vedo questi 23 messaggi:puoi 
aiutarmi a risolvere questo problema?) 


Eventualmente saresti disposto se ci sentissimo per telefono?...forse a 
voce potrei capire e ci si puo' spiegare meglio?Grazie ancora Stefano 
per l'aiuto che potrai darmi. 


Francesco sarti-Verona 
—-MESSAGE FILE 10796 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000025 


——MESSAGE FILE 10797 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000026 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: *** HELP ME PLEASE *** 

Date: Tue, 16 Jun 1998 21:54:23 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <6m6j16S9bv8@chuka.playstation.co.uk> 

References: <35816CBF.D722A6D@hempseed.com> <6m0advS9bv1l@chuka.playstation.co.uk> ՀՅ 
5856853.DAB57B6C@hempseed. com> 

NNTP-Posting-Host: dragon.dial.intercom.it 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


JAMES ha scritto nel messaggio <35856853.DAB57B6C@hempseed.com>... 
>Stefano Provenzano ha scritto: 
>> 
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>> Ciao, 

>> cosa per l'esattezza non riesci ad installare?? 

>> 

>> Per il sw base dovresti solo copiare sull' hd il contenuto della 
directory 

>> PSX e GNU che trovi sul cd della sony ed in caso modificare il file 


>> djsetup.bat con i relativi percorsi... 

>> Prova e se hai problemi scrivi! 

> 

>Grazie Stefano per avermi risposto,vedendo le date dei messaggi molto 
>vecchie non credevo di trovare qualcuno, (una domanda che non c'entra col 
>la yaroze:non conosco bene come gestire le news:vedo scritto totale 
>messaggi 23 messaggi non letti 0,ma non vedo questi 23 messaggi:puoi 
>aiutarmi a risolvere questo problema?) 

Ciao, 

questo newsgroup per una storia o per l'altra non e' mai stato molto vivo... 
bhe' comunque c'e' e quindi usiamolo!! 
Comunque per quanto riguarda le news i 23 messaggi sono quelli presenti sul 
gruppo appunto e dovrebbero comparirti in lista, ma probabilmente ne vedrai 
meno di 23 perche' potrebbero essere annidati (questo accade per le 
risposte); in questo caso la visualizzazione diperde dal programma delle 
news che usi, ad es outlook express segnala la presenza di eventuali 
risposte annidate con un + davanti al messaggio. 
>Eventualmente saresti disposto se ci sentissimo per telefono?...forse a 
>voce potrei capire e ci si puo' spiegare meglio?Grazie ancora Stefano 

>per l'aiuto che potrai darmi. 

> 

> 

> Francesco sarti-Verona 

Spero di esserti stato utile e per qualsiasi problema non esitare a postare 
sul newsgroup o in caso mandami pure una mail al mio indirizzo personale... 
comunque i problemi della sfera yaroze sarebbe meglio dibatterli nel 
newsgroup in modo da renderli visibili a tutti. 


A presto 


Stefano 
dragon@intercom.it 


—-MESSAGE FILE 10797 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000026 


——MESSAGE FILE 10798 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000027 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: SONY ECTS PARTY 

Date: 18 Aug 1998 18:50:12 GMT 

Organization: SCEE 

Lines: 44 

Message-ID: <0O1lbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:85 scee.yaroze.freetalk.austrian: 
4 scee.yaroze.freetalk.danish:1 scee.yaroze.freetalk.dutch:19 scee.yaroze.freetalk.e 
nglish:1807 scee.yaroze.freetalk.french:39 scee.yaroze.freetalk.german:28 scee.yaroz 
e.freetalk.greek:2 scee.yaroze.freetalk.italian:27 


Hello all, 


We have 5 tickets to be given to Net Yaroze members this year 

at ECTS. The top 5 games submitted for the "ECTS cover disc" 

will be given a ticket to the biggest ECTS party!! Remember there 
is only 5 tickets so start coding those demos! The closing deadline 
is SEPTEMBER 1st. For information on the "ECTS cover disc" 


Net Yaroze newsgroups message dump.txt Page 7211 
please read below. 


This year for ECTS we are looking for the best Net Yaroze games/demos ever 
produced by SCEE Members. This is a great opportunity to show off your 
work 

to thousands of ECTS attendees, including top European games journalists, 
leading game industry representatives and of course, other Net Yaroze 
members! We will in fact, be showing the best Net Yaroze games from all 
around the world! 


We here at SCEE are looking for the best games created by our SCEE Members. 
If you would like us to consider your game/demo to be shown on our stand 
please put your code no later than Monday 24th August to on your public FTP 
site - please include a Read me file. Then mail to advise at the following 
address 


Los PS_Yaroze@playstation.sony.com 
Subject: 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards, 


George@SCEE 


—-MESSAGE FILE 10798 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000027 


——MESSAGE FILE 10799 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000028 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: Tue, 18 Aug 1998 23:55:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6rd1j4$12e9@chuka.playstation.co.uk> 

References: <Olbdca5d$fc421380Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-—Host: modem101.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:86 scee.yaroze.freetalk.austrian: 
5 scee.yaroze.freetalk.danish:2 scee.yaroze.freetalk.dutch:20 scee.yaroze.freetalk.e 
nglish:1813 scee.yaroze.freetalk.french:40 scee.yaroze.freetalk.german:29 scee.yaroz 
e.freetalk.greek:3 scee.yaroze.freetalk.italian:28 


>We have 5 tickets to be given to Net Yaroze members this year 

>at ECTS. The top 5 games submitted for the "ECTS cover disc" 

>will be given a ticket to the biggest ECTS party!! Remember there 
>is only 5 tickets so start coding those demos! The closing deadline 
>is SEPTEMBER 1st. For information on the "ECTS cover disc" 

>please read below. 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
ETP 
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>site - please include a Read me file. Then mail to advise at the 


following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 
Is this just a cut-and-paste error (aah, they're fun)? 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 10799 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000028 


——MESSAGE FILE 10800 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000029 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.austrian, scee.yaroze.freetalk. 
danish, scee.yaroze.freetalk.dutch, scee.yaroze.freetalk.english, scee.yaroze.freetalk. 
french, scee.yaroze.freetalk.german, scee.yaroze.freetalk.greek, scee.yaroze.freetalk.i 
talian 

Subject: Re: SONY ECTS PARTY 

Date: 19 Aug 1998 08:02:09 GMT 

Organization: SCEE 

Lines: 34 

Message-ID: <01lbdcae4$42972d80Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbdca5d$fc421380$f2e832a2@gbain.wav.scee.sony.co.uk> <6rd1j4$12e9@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:88 scee.yaroze.freetalk.austrian: 
6 scee.yaroze.freetalk.danish:3 scee.yaroze.freetalk.dutch:21 scee.yaroze.freetalk.e 
nglish:1819 scee.yaroze.freetalk.french:41 scee.yaroze.freetalk.german:30 scee.yaroz 
e.freetalk.greek:4 scee.yaroze.freetalk.italian:29 


Hi all, 


Oops. Yes, it is SEPTEMBER 1ST! This is the deadline 
for submitting your games/demos for the ECTS cover disc. 


P.S. Gotta love "cutt and past" 
Regards, 


George@SCEE 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rd1j4$12e9@chuka.playstation.co.uk>... 


Right, lst September, OK. Ties in nicely with GDUK, lots of time, etc... 


>please put your code no later than Monday 24th August to on your public 
FTP 
>site - please include a Read me file. Then mail to advise at the 
following 


Erp! next Monday???? Which is it, George? I don't think I can have it 
all tied up as neatly as I'd like it for 5 days time, unfortunately... 


VVVVVVVV VV 
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> Is this just a cut-and-paste error (aah, they're fun)? 
> 
> Nick F 


—-MESSAGE FILE 10800 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000029 


——MESSAGE FILE 10801 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000030 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Sony ECTS Party 

Date: Wed, 19 Aug 1998 10:24:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6re50n$12e13@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As you will have seen from George's posting to Announce yesterday, we are 
giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
will be held in central London on Monday 7th September. The SCEE party is 
renowned for being the best ECTS party to attend and tickets are extremely 
hard to come by! If you would like your game or demo to go on the ECTS disc 
which will be seen by thousands of ECTS attendees, including top European 
games journalists, leading game industry representatives and of course, 


other Net Yaroze members get programming! As you wil see, we have also 
extended the deadline to Tuesday lst September. So all you have to do is 
post your code to your public FTP site - including a Read me file. Then mail 


to advise at the following address 


To: PS_Yaroze@playstation.sony.com 
Subject: ECTS games/demos 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 
Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards 
Sarah 


—-MESSAGE FILE 10801 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000030 


—--MESSAGE FILE 10802 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000031 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Parliamone! 

Date: Thu, 03 Sep 1998 03:27:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <35EDF089.B3FCF056@sc.trinakria.it> 
References: <65utm4Scel2@chuka.playstation.co.uk> 
NNTP-Posting-Host: m6-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 
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ciao ragazzi.... ho capito come parlare a tutti, ë la prima volta che uso i 
news, vedo che non sono solo ( ho appe3na comprato la yaroze) e questo ë molto 
rassicurante... ho letto che qualcuno à gia avanti con la programmazione della 
yaroze ed io ho bisogno del suo aiuto per poter partire anch'io... prometto di 
ricambiare al meglio delle mie possibilita....... thx paolo 


—-MESSAGE FILE 10802 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000031 


—-MESSAGE FILE 10803 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000032 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Sony ECTS Party 

Date: Thu, 03 Sep 1998 03:34:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <35EDF241.8A7F75AF@sc.trinakria.it> 

References: <6re50n$12e13@chuka.playstation.co.uk> 

NNTP-Posting-Host: m6-sc.trinakria.it 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


ahhh. dimenticavo..... nonostante stia realizzando un piccolo demo 2d ancora non 
ho ancora capito come funzione la OT qualcuno puo aiutarmi ? thx ...paolo 


—-MESSAGE FILE 10803 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000032 


—--MESSAGE FILE 10804 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000033 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: Re: Test 

Date: Thu, 03 Sep 1998 03:42:18 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <35EDF3FA.F1818E1C@sc.trinakria.it> 
References: <335C7COF.7ED9@interactive.sony.com> 
NNTP-Posting-Host: m6-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


scusate... ma ricordo le cosa piano piano..... navigando su internet ho 
trovato dei demo con delle chiamate alle GNU functions non presenti 
nella mia libreria come Gssortfixbg32 oppure degli exe come psexe.exe o 
psupdate.exe...qualcuno sa cosa sono e dove si trovano ? ..... thx 

5.8 4. dnt paolo 


—-MESSAGE FILE 10804 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000033 


--MESSAGE FILE 10805 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000034 
Path: chuka.playstation.co.uk!news 


From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: salve ...sono nuovo! 


Date: Fri, 04 Sep 1998 01:37:56 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <35EF2853.FFCED7F@sc.trinakria.it> 
NNTP-Posting-Host: m4-sc.trinakria.it 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


salve... sono nuovo nel mondo della yaroze.. anche se riesco a 
modificare qualche demo ancora non ho capito alcune cose : come funziona 
la OT ?. Come si puo Modificare il CLUT ? Non riesco a caricare un 
background con GsBG ,ecc.! inoltre ho scaricato da internet alcuni demo 
che hanno nel codice sorgente istruzioni come GsSortfixBG32 invece del 
16 finale, cosa ë? oppure programmi exe come 'psexe.exe' o 
"psupdate.exe' oppure 'hitlice' o 'eco2exe' ,qualcuno sa cosa sono ? 


p.s. perche non si crea una chat dove parlare in diretta , su uno dei 
tanti server a disposizione, (es. comicsrv3.microsoft.com ).? 


—-MESSAGE FILE 10805 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000034 


——MESSAGE FILE 10806 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000035 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: sono sempre io... 

Date: Fri, 04 Sep 1998 02:09:08 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <35EF2FA4.13D14A11@sc.trinakria.it> 
NNTP-Posting-Host: m4-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


cosa ë il codewarrior ? 


—-MESSAGE FILE 10806 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000035 


—--MESSAGE FILE 10807 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000036 

Path: chuka.playstation.co.uk!news 

From: "Michele Codutti" <cdf@macserver.sci.uniud.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Il cavo non funziona 

Date: Thu, 10 Sep 1998 17:32:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6t8ri9Spf53@chuka.playstation.co.uk> 
NNTP-Posting-Host: 158.110.43.209 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Salve a tutti sono un caprone che non riesce a sistemare la comunicazione 
del cavo seriale oltre i 9600 BPS ... ho provato a mettere la memory card 
ma mi dice che non la trova(ovviamente ho gia' settato il SIIOCONS). 


Qualcuno mi aiuti vi prego 


—-MESSAGE FILE 10807 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000036 


—-MESSAGE FILE 10808 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000037 
Path: chuka.playstation.co.uk!news 
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From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Il cavo non funziona 

Date: 11 Sep 1998 17:19:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <01bdbd71$c6003b60S$5902bfc3@manolo> 
References: <6t8ri9Spf53@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip025.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ciao,michiamo emanuele,se vuoi aumentare la velocita di trasmissione devi 
formattare la memory card con un programma che viene dato insieme alla 
versione nuova di codewarrior.perd se non lo hai compratelo,perché sennò 
diventi scemo senza editor fatto bene!!! 


Se hai codewarrior e non hai l'upgrade scrivi alla Metrowerks ed in 2giorni 
arriva gratis con posta aerea!! 
Ciao a presto!!! 


Michele Codutti <cdf@macserver.sci.uniud.it> scritto nell'articolo 
<6t8ri9Spf53@chuka.playstation.co.uk>... 
> Salve a tutti sono un caprone che non riesce a sistemare la comunicazione 


> del cavo seriale oltre i 9600 BPS ... ho provato a mettere la memory card 
> ... ma mi dice che non la trova(ovviamente ho gia' settato il SIIOCONS). 
> 

> Qualcuno mi aiuti vi prego 

> 

> 

> 

> 

> 


7216 


-—-MESSAGE FILE 10808 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 


000037 


——MESSAGE FILE 10809 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 


00000038 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Sony Italia .... qualcosa di veramente fenomenale!!!!! 
Date: Fri, 18 Sep 1998 23:48:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6tukclSfshl@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ciao a tutti, 

tanto per sciupare la sorpresa (sempre che interessi a qualcuno) anche 
quest'anno alla SMAU la SONY ITALIA non mettera' neanche un fottuto 
banchettino, realizzato con un paio di cassette della frutta e vecchiettina 
annessa, relativo al progetto Net-Yaroze. 

Visto che nella scorsa edizione della SMAU allo stand sony-psx era presente 
solo una black psx in una vetrinetta sperduta in un angolo e sembrava che 
fosse stata messa li da qualche alieno perche' allo stand nessuno ne sapeva 
nulla (premetto che io in quel periodo ero gia in possesso della yaroze), 
quest'anno mi sono premurato di chiedere informazioni presso mamma sony. 
Sono riuscito ha parlare con la Sig.ra Graviani ,dopo avere dovuto mandarle 
un fax e richiamare una dozzina di volte, per sentirmi dire queste semplici 
parole : lo stand e' gia' pieno (ah!! perche' dovevo dirglielo io di 
inserire la yaroze!!!!! non volevo mica un piacere personale!). 

Le ho detto che era una buona occasione per promuovere il progetto in Italia 
e cosa molto piu' importante poteva trasformarsi in un tentativo di incontro 
per i possessori della black psx (mi sono anche offerto di stare li io ed il 
mio gruppo di lavoro, meglio di niente...) 

, ma giustamente lei non ne sapeva assolutamente nulla e non poteva 
fregargliene di meno!!! 

Per concludere e per piantarla qui di scrivere devo fare i complimenti alla 
dirigenza della Sony Italia perche' costituita da emerite teste di C@**o! 
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Stefano 


—-MESSAGE FILE 10809 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000038 


——MESSAGE FILE 10810 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000039 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Sony Italia .... qualcosa di veramente fenomenale!!!!! 
Date: 18 Sep 1998 23:17:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0lbdb75a$7326bc60$1202bfc3@manolo> 

References: <6tukclSfshl@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip018.pool-15.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 


Sono daccordo rimarremo sempre dei paesani avolte credo che bafi neri 
mandolino etc. sia solo uno specchio della realta. 


Potremmo essere dei grandi ma avendo il pane non ci mancano i denti ma la 
voglia di masticare!!! 


—-MESSAGE FILE 10810 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000039 


--MESSAGE FILE 10811 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000041 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: Re: Mi sento solo. 

Date: 22 Sep 1998 12:37:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <0Olbdba25Sa4cd0da0Sb5bff7c2@manolo> 
References: <3606B914.422710D3@tin.it> 
NNTP-Posting-Host: ip053.pool-03.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ciao,io sono emanuele,ho la yaroze da 1 anno circa e stò sfornando il mio 
primo 3D demo ,se vuoi aiuto sarò lieto di evitarti le nottate in bianco 
che ho passato io per capire i limiti e problemi del Mostriciattolo nero. 


Ciao, Emanuele. 
—-MESSAGE FILE 10811 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000041 


——MESSAGE FILE 10812 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000042 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: il problema é... 

Date: Tue, 22 Sep 1998 22:20:38 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36080696.24F7ECA4@sc.trinakria.it> 
References: <3606B914.422710D3@tin.it> 
NNTP-Posting-Host: m5-sc.trinakria.it 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Credo che fondamentalmente alla sony non importi molto del mondo 


yaroze(Vedi per es. manuali scadenti ecc..)....ha fatto un tentativo ma 
crede che sia andato male ( non ha fiducia in noi)...... invece noi anche 
senza l'aiuto di nessuno... tireremo fuori le palle e gli faremo 
vedere....vero ragazzi !!!?? 

paolo 


—-MESSAGE FILE 10812 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000042 


——MESSAGE FILE 10813 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000043 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: il problema é... 

Date: 22 Sep 1998 23:26:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01bdba80$63114ba0S4d02bfc3@manolo> 

References: <3606B914.422710D3@tin.it> <36080696.24F7ECA4@sc.trinakria.it> 
NNTP-Posting-Host: ip013.pool-16.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 


Io gia sto scaldando il motore e se avete bisogno di aiuto io sono qui... 


Ciao da G M O R K !!! 
--MESSAGE FILE 10813 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000043 


——MESSAGE FILE 10814 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000044 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: SMAU98 

Date: Fri, 25 Sep 1998 12:01:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6ugsngq$ ja914@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ciao a tutti, 

siete andati all'ETCS io purtroppo no : ( 

Bhe' non c'e' nessuno di voi che andra' alla smau quest'anno...... non 6' 
1'ETCS ma e' meglio di un pugno in bocca. 

Io sicuramente ci andro' e mi farebbe piacere incontrare qualche altro 
affiliato al clan per scambiare quattro chiacchere sulla black psx & co. 


A presto. 


Stefano 


—-MESSAGE FILE 10814 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000044 
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——MESSAGE FILE 10815 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000046 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Problema (grave) di colori. 

Date: Tue, 29 Sep 1998 16:34:50 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6uquau$5u53@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Ciao a tutti, 


sto realizzando una citta' in 3d costituita da modelli semplici (cubi, 
cilindri, ...) texturizzati. 

Fin qui tutto discretamente bene, le texture sono tutte a 4 e 8 bit .... հօ 
aggiunto un paio di texture a 16bit e da li e' iniziato il casino: la citta 


e' correttamente texturizzata, ma viene visualizzata con una paletta errata. 
Dovrebbe essere colpa di un uso errato della clut (e penso che sia anche un 
errore talmente grande e deficiente che non riesco a vederlo). 

Resoconto della situazione: 

-in teoria i modelli e le texture vengono caricati nella memoria della play 
correttamente (per determinare gli indirizzi ho utilizzato datamanager) . 


-anche nella vram non dovrebbero esserci overlap (ho utilizzato il "mitico" 
timtool) e lavoro ad una risoluzione di 512x240 


-la clut se la lascio dove e' mi viene posizionata nel frame buffer, ma 
senza l'aggiunta delle texture (a 16bit) funziona tutto a meraviglia (non fa 


comungue anche spostandola non cambia nulla, ottengo sempre un risultato 
cromaticamente disastroso... e sto per avere una crisi nervosa e depressiva 
contemporaneamente.... 


Grazie anticipatamente. 


Stefano 


--MESSAGE FILE 10815 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000046 


——MESSAGE FILE 10816 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000047 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: *** HELP ME PLEASE *** 

Date: Wed, 30 Sep 1998 23:00:31 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <36129BEE.66C402D5@hempseed. com> 

References: <35816CBF.D722A6D@hempseed.com> <6m0adv$S9bv1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-verona64-44.i01.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Stefano Provenzano <dragon@intercom.it> 


Stefano Provenzano ha scritto: 


> Ciao, 
> cosa per l'esattezza non riesci ad installare?? 
> 
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Per il sw base dovresti solo copiare sull' hd il contenuto della directory 
PSX e GNU che trovi sul cd della sony ed in caso modificare il file 
djsetup.bat con i relativi percorsi... 

Prova e se hai problemi scrivi! 


V V V V 


Ho provato,ma non ci riesco!!! 


Stefano 


JAMES ha scritto nel messaggio <35816CBF.D722A6D@hempseed.com>... 
>Un ciao a tutti,ho acquistato da poco la yaroze,ma non riesco ad 
>installare il software:c'é qualcuno che potrebbe aiutarmi a farlo?? 


CIAO. 
- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO! 
~O~ 
jameskirk@hempseed.com 
+ |] |] օՕՕ ա 
օօ օօ 


—-MESSAGE FILE 10816 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000047 


——MESSAGE FILE 10817 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000048 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: salve ...sono nuovo! 

Date: Wed, 30 Sep 1998 23:06:12 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <36129D44.ED66C3C9@hempseed. com> 
References: <35EF2853.FFCED7F@sc.trinakria.it> 
NNTP-Posting-Host: ppp-verona64-44.i01.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: "Paolo B." <hunter@sc.trinakria.it> 


Ciao Paolo, 


Mi aiuti,perfavore,ad installare la yarooze ed il software?Graziel000. 


CIAO. 


- May your jorney be safe - 
, 77 
(0 0) 
+ օՕՕ (_) + 
NICCOLO' 
-ԹՉ- 
jameskirk@hempseed.com 
+ օՕՕ + 


|| 
օօՕ Ooo 
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—-MESSAGE FILE 10817 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000048 


--MESSAGE FILE 10818 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000049 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: - PROGETTO RPG - 

Date: Wed, 30 Sep 1998 23:10:46 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <36129E56.D81B5F0C@hempseed. com> 
NNTP-Posting-Host: ppp-verona64-44.i01.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Ciao a tutti, 


15 - qualcuno,perfavore,puo' aiutarmi ad installare il sosf della black? 


25 — Sto cercando ragazzi,studenti di informatica C/C++ (magari da 
verona)perché mi aiutino a scrivere il codice per un moi PRJ di un gioco 
RPG style final fantasy-sness sotto dos-extender(watcom),usando il modo 
video 640x480x16 milioni.La libreria grafica la metto io a disposizione 
e qualche .pcx del gioco l'ho gia creata. 


Հաաա նաե oppure usando la Yarooze. 


Quindi,se c'è qualche ANIMA GENTILE che sia interessato e quindi voglia 
darmi una mano...anzi due.... :) 


CIAO. 


- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO! 
~O~ 
jameskirk@hempseed.com 
+ |] |] օՕՕ + 
օօՕ Ooo 


—-MESSAGE FILE 10818 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000049 


——MESSAGE FILE 10819 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000050 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: help me 

Date: Thu, 01 Oct 1998 15:46:36 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <361387BC.3BC92D79@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
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i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 

please contact me by e-mail at : hunter@sc.trinakria.it 

thx 


—-MESSAGE FILE 10819 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000050 


——MESSAGE FILE 10820 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000051 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: pure io,mi sento solo. 

Date: Thu, 01 Oct 1998 18:21:39 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <3613AC13.D6162B93@hempseed. com> 
References: <3606B914.422710D3@tin.it> 
NNTP-Posting-Host: ppp-verona76-154.io01l.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: picma@tin.it 


Ciao Murizio, 


Io sto studiando da solo il C,sono anchio alla prima esperienza,e il mio 
desiderio e di trovare qualche ragazzo,per poter programmare insieme un 

piccolo RPG style FINAL FANTASY (quelli del SNESS).Qualche .pcx l'ho gia 

fatta,ma mi manca la conoscenza in c. 
Percio',se sei ancora interessato a llo scambio di esperienze,scrivimi. 
Graziel000. 


Ho quasi ultimato i miei studi sul C , la Yaroze arriverà a giorni mi 
(cosi mi hanno scritto) , volevo sapere se su questo NG ci sono persone 
alla prima esperienza di programmazione come me e se ci sono possiamo 
sentirci per scambiarci esperienze. 


> 
> 
> 
> 


CIAO. 
- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO! 
~O~ 
jameskirk@hempseed.com 
F |] |] oOO + 
օօՕ Ooo 


—-MESSAGE FILE 10820 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000051 


——MESSAGE FILE 10821 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000052 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Mi sento solo. 

Date: Thu, 01 Oct 1998 18:24:51 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 
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Message-ID: <3613ACD3.C2769633@hempseed. com> 

References: <3606B914.422710D3@tin.it> <Olbdba25S$a4cd0da0S$b5bff£7c2@manolo> 
NNTP-Posting-Host: ppp-verona76-154.io01.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Emanuele Diotallevi <g.mork@flashnet.it> 


Ciao Emanuele, 


avresti volgia di darmi una mano,ad insegnarmi un po' i rudimenti della 
yarooze,e magari aiutarmi nela scrittura di codice per un piccolo RPG style 
Final Fantasy? 

Graziel000 per la reply. 


Ciao,io sono emanuele,ho la yaroze da 1 anno circa e stò sfornando il mio 
primo 3D demo ,se vuoi aiuto sarò lieto di evitarti le nottate in bianco 
che ho passato io per capire i limiti e problemi del Mostriciattolo nero. 


VVVVYV 


Ciao, Emanuele. 


CIAO. 
- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO! 
-ԹՉ- 
jameskirk@hempseed.com 
+ |] |] օՕՕ ա 
օօՕ Ooo 


—-MESSAGE FILE 10821 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000052 


——MESSAGE FILE 10822 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000053 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: help me 

Date: 1 Oct 1998 21:07:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
Message-ID: <01lbdbd91Sa8fe7d40Sa304bfc3@manolo> 
References: <361387BC.3BC92D79@sc.trinakria.it> 
NNTP-Posting-Host: ipl63.pool-07.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Se leggi bene i manuali c'é scritto che NON si possono gestire filmati avi 
e simili il tutto ë possibile solo sul sistema professionale. 
Ciao, Emanuele. 


Paolo B. <hunter@sc.trinakria.it> scritto nell'articolo 
<361387BC.3BC92D79@sc.trinakria.it>... 

> hi, i'm paolo 

i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


VVVVVVV 


thx 
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> 

> 

—-MESSAGE FILE 10822 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000053 


——MESSAGE FILE 10823 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000054 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: - NON C'é PIU' NESSUNO? 

Date: Sat, 03 Oct 1998 22:48:50 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <36168DB2.19101E41@hempseed. com> 
NNTP-Posting-Host: ppp-verona76-184.iol1.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


CIAO. 
- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO! 
-ԹՉ- 
jameskirk@hempseed.com 
+ |] |] օՕՕ ա 
օօՕ Ooo 


—-MESSAGE FILE 10823 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000054 


——MESSAGE FILE 10824 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000055 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: - AIUTO - 

Date: Tue, 06 Oct 1998 20:33:01 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <361A625C.2C58CF87@hempseed. com> 
NNTP-Posting-Host: ppp-verona64-53.iol1l.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Non riesco a far funzionare TIMV.BAT. 
Grazie per la reply. 


CIAO. 
- May your jorney be safe - 
(0 0) 
+ օՕՕ (_) + 
NICCOLO' 


~Or~ 
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jameskirk@hempseed.com 
+ օՕՕ + 


|| 
օօՕ Ooo 


—-MESSAGE FILE 10824 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000055 


——MESSAGE FILE 10825 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000056 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: Re: - AIUTO - 

Date: 6 Oct 1998 21:07:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <0Olbdc17£$68142540S09a1f7c2@manolo> 
References: <361A625C.2C58CF87@hempseed. com> 
NNTP-Posting-Host: ip009.pool-04.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Non perdere tempo con quei programmini cerca di studiarti i manuali e poi 
ti dico io come fare l'algoritmo principale e trarrare le immagini. 
Perchè devi combattere con il windows? 


ps:Non funzionano i timv.bat sotto win95 ma devi uscire e riavviare in 
dos....Prova e fammi sapere... 


Niccolo' <jameskirk@hempseed.com> scritto nell'articolo 
<361A625C.2C58CF87@hempseed.com>... 
> Non riesco a far funzionare TIMV.BAT. 


> Grazie per la reply. 

> 

> -- 

> CIAO. 

> ———— 

> - May your jorney be safe - 

> 

> 777 

> (0 0) 

> + օՕՕ (_) + 
> NICCOLO! 

> -ց- 

- jameskirk@hempseed.com 

> + օՕՕ + 
> || || 

- օօՕ Օօօ 

> 

> 

> 


—-MESSAGE FILE 10825 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000056 


——MESSAGE FILE 10826 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000057 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: - AIUTO - 

Date: Wed, 07 Oct 1998 20:07:43 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <361BADEE.B4293AD2@hempseed. com> 

References: <361A625C.2C58CF87@hempseed.com> <01lbdc17£$68142540S09a1f7c2@manolo> 
NNTP-Posting-Host: ppp-verona76-153.iol1.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 
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To: Emanuele Diotallevi <g.mork@flashnet.it> 


Page 


> Non perdere tempo con quei programmini cerca di studiarti i manuali e poi 


> ti dico io come fare l'algoritmo principale e trarrare 
> Perchè devi combattere con il windows? 


le immagini. 


Poi a me win non piace.Sto rileggendo per l'ennesiam volta i manuali,ma per 


me molte funzioni sono difficili da capire,avere fare qual 
per ogni funzione. 


> ps:Non funzionano i timv.bat sotto win95 ma devi uscire 
> dos....Prova e fammi sapere... 


non funzia,ecco cosa mi succede: 


Dos[16]# timv check0O7.tim 
Loading TIM data 

Comando o nome file non valido 
Loading program ; 
Comando o nome file non valido 
Go... 
Comando o nome file non valido 


non vedo nulla sul tv,a parte la scermata a mattoni.!!!! 
Poi non riesco a compilare il file delle paline. 
Hai Code Warrior? 


CIAO. 


- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO! 
~O~ 
jameskirk@hempseed.com 
+ |] |] օՕՕ + 
օօՕ Օօօ 


lche esempio magari 


e riavviare in 


7226 


-—-MESSAGE FILE 10826 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 


000057 


—-MESSAGE FILE 10827 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 


00000058 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: CERCO SEMPRE AIUTO!!!!! 

Date: Tue, 13 Oct 1998 20:30:04 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <36239C2C.E615114@hempseed. com> 
NNTP-Posting-Host: ppp-verona76-141.iol.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


C'ë + nessuno qui'? 


CIAO. 


- May your jorney be safe - 
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+ օՕՕ (_) + 
NICCOLO! 
~O~ 
jameskirk@hempseed.com 
+ |] |] օՕՕ + 
ooO Ooo 


--MESSAGE FILE 10827 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000058 


——MESSAGE FILE 10828 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000059 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed.com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: (nessun soggetto) 

Date: Tue, 15 Dec 1998 20:00:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <3676B1C7.8DA56E67@hempseed. com> 
NNTP-Posting-Host: ppp-verona64-42.i01.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


—-MESSAGE FILE 10828 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000059 


——MESSAGE FILE 10829 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000060 

Path: chuka.playstation.co.uk!news 

From: Alessandro de Manzano <playstos@energy.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Wed, 16 Dec 1998 17:09:53 +0100 
Organization: PlayStos 

Lines: 5 

Message-ID: <3677DB51.93374CB3@energy.it> 
References: <36239C2C.E615114@hempseed. com> 
NNTP-Posting-Host: s45.mi.energy.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Niccolo' wrote: 
> 
> C'é + nessuno qui'? 


io ci sono...:-) 
—-MESSAGE FILE 10829 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000060 


——MESSAGE FILE 10830 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000061 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Wed, 16 Dec 1998 20:32:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36780AB8.5B49509@hempseed. com> 

References: <36239C2C.EH615114@hempseed.com> <3677DB51.93374CB3@energy.it> 
NNTP-Posting-Host: ppp-verona76-131.iol.it 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Alessandro de Manzano <playstos@energy.it> 


Ciao Alessandro, 


grazie per la reply.Sei bravo a programmare con la yaroze? 
Avrei bisogno del aiuto con essa per il collegamento e il settaggio 
soft. 


Grazie1l000 in ogni caso. 
Niccolo' 


—-MESSAGE FILE 10830 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000061 


—-MESSAGE FILE 10831 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000062 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed.com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Wed, 16 Dec 1998 20:32:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36780AC4. 6E4C7F4C@hempseed. com> 

References: <36239C2C.EH615114@hempseed.com> <3677DB51.93374CB3@energy.it> 
NNTP-Posting-Host: ppp-verona76-131.iol.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Alessandro de Manzano <playstos@energy.it> 


Ciao Alessandro, 


grazie per la reply.Sei bravo a programmare con la yaroze? 
Avrei bisogno del aiuto con essa per il collegamento e il settaggio 
soft. 


Grazie1l000 in ogni caso. 
Niccolo' 


—-MESSAGE FILE 10831 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000062 


—--MESSAGE FILE 10832 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000063 

Path: chuka.playstation.co.uk!news 

From: Alessandro de Manzano <playstos@energy.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Thu, 17 Dec 1998 16:52:56 +0100 

Organization: PlayStos 

Lines: 15 

Message-ID: <367928D8.5824CDD7@energy.it> 

References: <36239C2C.E615114@hempseed.com> <3677DB51.93374CB3@energy.it> <36780AB8. 
B49509@hempseed. com> 

NNTP-Posting-Host: s46.mi.energy.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


տ 


Niccolo' wrote: 
> 
> Ciao Alessandro, 
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> 
> grazie per la reply.Sei bravo a programmare con la yaroze? 


beh, mica tanto.. :-) 


abbiamo iniziato da poco, anche se la Yaroze l'abbiamo da settembre (!) 


> Avrei bisogno del aiuto con essa per il collegamento e il settaggio 
> soft. 


del tipo ? 
—-MESSAGE FILE 10832 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000063 


——MESSAGE FILE 10833 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000064 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Thu, 17 Dec 1998 20:46:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36795F89.F53677A0@hempseed. com> 

References: <36239C2C.E615114@hempseed.com> <3677DB51.93374CB3@energy.it> <36780AB8. 
5B49509@hempseed.com> <367928D8.5824CDD7@energy.it> 

NNTP-Posting-Host: ppp-verona76-146.iol1.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


> Ciao Alessandro, 


> > Avrei bisogno del aiuto con essa per il collegamento e il settaggio 
> > soft. 

> 

> del tipo ? 


Intanto come settare il software per il collegamento tra pc e tv,questo mi 
sembra importante.Come configurare l'autoexec.bat ed il resto del software. 


Stai gia facendo qualche programma?Perché se cosi',poi puoi 
aiutarmi,magari.Usi codewarrior? 


Graziel000. 


Niccolo' 


--MESSAGE FILE 10833 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000064 


——MESSAGE FILE 10834 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000065 

Path: chuka.playstation.co.uk!news 

From: Alessandro de Manzano <playstos@energy.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Fri, 18 Dec 1998 16:40:29 +0100 

Organization: PlayStos 

Lines: 22 

Message-ID: <367A776D. 9ADB7F25@energy.it> 

References: <36239C2C.EHE615114@hempseed.com> <3677DB51.93374CB3@energy.it> <36780AB8. 
B49509@hempseed.com> <367928D8.5824CDD7@energy.it> <36795F89.F53677A0@hempseed. com> 
NNTP-Posting-Host: s25.mi.energy.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 


O 
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Content-Transfer-Encoding: 8bit 
X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Niccolo' wrote: 


> > del tipo ? 

> 

> Intanto come settare il software per il collegamento tra pc e tv,questo mi 
> sembra importante.Come configurare l'autoexec.bat ed il resto del software. 


tra PC e TV ?? vuoi forse dire tra PC e Yaroze ? 
beh ma e' un banale cavo seriale, te lo danno assieme alla Yaroze. 


> Stai gia facendo qualche programma?Perché se cosi',poi puoi 
> aiutarmi,magari.Usi codewarrior? 


si', stiamo facendo dei programmini di prova, dei tentativi di minigiochini 
"stupidi" per imparare 

usiamo CodeWarrior, anche x' altrimenti sono casini mica da ridere 
(soprattutto se sei sotto NT come noi) 


ti consiglierei di prenderlo, x' e' tutto un altro mondo di lavorare 


se poi hai esperienza di altri ambienti di lavoro integrati/compilatori C/C++ 

ti trovi subito bene 

--MESSAGE FILE 10834 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000065 


——MESSAGE FILE 10835 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000066 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed. com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Sat, 19 Dec 1998 19:06:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <367BEB09.18426B11@hempseed.com> 

References: <36239C2C.E615114@hempseed.com> <3677DB51.93374CB3@energy.it> <36780AB8. 
5B49509@hempseed.com> <367928D8.5824CDD7@energy.it> <36795F89.F53677A0@hempseed. com> 
<367A776D. 9ADB7F25@energy.it> 

NNTP-Posting-Host: ppp-verona76-187.io1.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Alessandro de Manzano <playstos@energy.it> 


Cosa si deve installare sull'hard disk del pc?E come si modifica l'autoexecbat? 
C'è altro che bisogna fare? 
Grazie. 

Nik 


-—-MESSAGE FILE 10835 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000066 


—-MESSAGE FILE 10836 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000067 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed.com> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: CERCO SEMPRE AIUTO!!!!! 

Date: Sat, 19 Dec 1998 19:09:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <367BEBF6.8F3DE14Béhempseed. com> 

References: <36239C2C.E615114@hempseed.com> <3677DB51.93374CB3@energy.it> <36780AB8. 
5B49509@hempseed.com> <367928D8.5824CDD7@energy.it> <36795F89.F53677A0@hempseed. com> 
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<367A776D. 9ADB7F25@energy.it> 
NNTP-Posting-Host: ppp-verona76-187.iol1.it 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Che cosa installa sul pc di file che ci sono sul cd? 
Come si modifica l'autoexecbat? 


Grzie x l'aiuto. 
Nik 


—-MESSAGE FILE 10836 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000067 


—--MESSAGE FILE 10837 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000068 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <jameskirk@hempseed.com> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: - C'é ANCORA QUALCUNO QUI'? - 

Date: Wed, 06 Jan 1999 12:56:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <36934F6D.FD8D8672@hempseed. com> 
NNTP-Posting-Host: ppp-verona76-158.iol.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


—-MESSAGE FILE 10837 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000068 


——MESSAGE FILE 10838 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000069 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: TORNATO!!!!!!! 

Date: Sun, 10 Jan 1999 23:05:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <77b7prSsvkl@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip006.pool-17.flashnet.it 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ciao a tutti ,sono tornato(Chi se ne frega direte voi...) vabbé comunque 
volevo dirlo,dopo aver fatto i miei 


esamucci posso dedicarmi alla Yarouze ed a questo newsgroup un po moscio 


Se avete quesiti di ogni tipo scrivetemi,e per chi mi ha gia scritto saranno 
felici di sapere che tra 15ցց farò girare 


l'algoritmo base con il quale funziona la Bestia nera!!!!! 


Ps:Non aver paura di rincorrere i propri sogni significa essere 


—-MESSAGE FILE 10838 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000069 
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——MESSAGE FILE 10839 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000070 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Cosa fate di bello? ? ? 

Date: Sat, 20 Feb 1999 23:25:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7and4dSerp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: dragon.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ciao a tutti, 
tanto per fare due chiacchere anche su questo "morto" group potremo perdere 
un po' di tempo.... 


State lavorando a qualche progetto ? a che punto siete? 
A presto (spero ...;) 
Stefano 


PS: Comunque anche gli altri gruppi in questo ultimo periodo non hanno 
propio una attivita' frenetica. 


—-MESSAGE FILE 10839 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000070 


——MESSAGE FILE 10840 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000071 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <luca.cappellini@planet.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Hey di dove siete 

Date: Fri, 26 Feb 1999 15:25:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36D6AEC4.B48DE69C@planet.it> 

References: <3606B914.422710D3@tin.it> <Olbdba25Sa4cd0da0Sb5bff7c2@manolo> <3613ACD3 
-C2769633@hempseed. com> 

NNTP-Posting-Host: pri2-60.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Ragazzi, 

Io ho una proposta vorrei sapere di dove siete (io sono di Milano) perché se la 
distanza lo rende possibile la cosa migliore sarebbe unirsi ed 
sviluppare/imparare insieme... 

Cosa ne pensate.... 


Io ho la Yarouze da + di un anno ma purtroppo non ho molto tempo.. 


Fatemi sapere, potete rispondermi anche a questo indirizzo 
(luca.cappellini@infores.com) 


Niccolo' wrote: 
Ciao Emanuele, 


avresti volgia di darmi una mano,ad insegnarmi un po' i rudimenti della 
yarooze,e magari aiutarmi nela scrittura di codice per un piccolo RPG style 


> 
> 
> 
> 
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Final Fantasy? 
Graziel000 per la reply. 


> Ciao,io sono emanuele,ho la yaroze da 1 anno circa e sto sfornando il mio 
> primo 3D demo ,se vuoi aiuto sarò lieto di evitarti le nottate in bianco 
> che ho passato io per capire i limiti e problemi del Mostriciattolo nero. 
> 

> 


Ciao, Emanuele. 


CIAO. 


VVVVVVVVVVVV VV VV VV VV VV V 


- May your jorney be safe - 
777 
(0 0) 
+ օՕՕ (_) + 
NICCOLO' 
~O~ 
jameskirk@hempseed.com 
+ |] |] օՕՕ ա 
օօ օօ 


—-MESSAGE FILE 10840 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000071 


——MESSAGE FILE 10841 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000072 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Chi sta combinando qualche cosa? 

Date: Wed, 5 May 1999 22:34:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 58 

Message-ID: <7gq9maSiko3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195-72-195-128-mmo.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ciao a tutti, 
tanto per cambiare provo ad inserire un nuovo messaggio tanto per fare 


funzionare un po' anche il gruppo italiano... senno' facciamo brutte figure 
7) 

Giovani possessori di Yaroze italiani (unitevi... scherzo), vedendo la lista 
degli "yarozer" inglesi diventati professionisti regolarmente assunti mi 
chiedevo se qualcuno di noi ce l'aveva fatta.... qualcuno sta ottenendo 
qualche risultato? 

Non e' per farmi i C@**i degli altri, ma e' solo per fare quattro chiacchere 


e capire se il panorama italiano e' veramente cosi arido come sembra! 


Gia che sono dietro vi racconto un po' dime (tanto anche se non frega 
niente a nessuno nessuno puo' fermarmi ... ah ah ah!): 


Io sto studiando Informatica a Milano 6 con due miei compagni di corso հօ 
messo su un team (abuso del termine) di sviluppo ed abbiamo iniziato ha 
sviluppare, nel tempo "libero", un gioco secondo noi innovativo, con il 
folle intento di tentare di realizzare un qualcosa che piu' si avvicinasse 
ad un titolo commerciale. Ora abbiamo un qualcosa che gira, un bel po' di 
esperienza acquisita e tanta ancora da acquisire.... 

Pero' intanto sbattendoci a destra e sinistra abbiamo fattu un paio' di 


esami utilizzando la Yaroze (per fare dei "progettini") e bene o male ora 
qualcuno ci conosce (o ci odia... in universita'’... si sa' la vita e' dura 
per tutti). 

Morale della favola facendoci conoscere e grazie anche all' appoggio di un 


prof. importante e con le giuste idee abbiamo potuto allacciare un po' di 
contatti: con Milestone(quelli di screamer tanto per capirci), con Halifax 
ed Ubisoft (che propio li a milano stanno cercando 40 sviluppatori). E tutti 
vissero felici e contenti... 
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Uno dei frutti di questi contatti e sbattimenti vari e' rappresentato dalla 
giornata sui "Videogiochi e tecnologie informatiche" che si terra' 


all'universita di Crema (distaccamento del dipartimento di informatica 
dell'universita di Milano) il giorno 29 maggio. 

In questa giornata, aperta a tutti, si parlera' di videogiochi in maniera 
tecnica (soprattutto dal punto di vista degli sviluppatori, non e' certo la 
Game Dev Conf 99, ma meglio di un pugno in un occhio..). 

La figata e' che parleranno persone che sono nel settore a livello 
internazionale e per l'appunto il rappresentante di Milestone (che 
illustrera' i passi della creazione di un prodotto commerciale, dal'idea al 
mercato) ed il rappresentatne della Ubisoft (che parlera del riuso del sw 


nei 


smanettamenti 


videogiochi) 
Inoltre non manchera' 


ed altri oratori che parleranno di vari a 
anche una piccola parte di dimostraz 
giochi portati delle societa' 


vari sui 


spetti.... 
ione, con 


presenti. 


Ovviamente siete tutti invitati! 

Se qualcuno fosse interessato ad avere informazioni piu' 
faccia sapere (riguardando la mail mi rendo conto che e' 
ma ormai l'ho scritta e quindi la mando ugualmente...). 


dettagliate mi 
un bel po' caotica, 


Saluti. 
Stefano 


—-MESSAGE FILE 10841 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000072 


—-MESSAGE FILE 10842 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000073 


Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 
Newsgroups: scee.yaroze.freetalk.italian 
Subject: - C'é QUALCUNO ANCORA QUI'? 

Date: Thu, 17 Jun 1999 10:55:07 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 


Message-ID: <3768B7EB. 6A92EFD5@sis.it> 
NNTP-Posting-Host: totaldipo-52.sis.it 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.03 [it] 


charset=iso-8859-1 

8bit 
(Win95; I) 

Ciao,mi piacerebbe sapere se c'é qualcuno di nuovo col quale parlere 

della YAROZE. 


Nicolo! 
—-MESSAGE FILE 10842 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000073 


——MESSAGE FILE 10843 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000074 


Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 
Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: - C'é QUALCUNO ANCORA QUI'? 

Date: Sat, 19 Jun 1999 18:27:44 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7kgg13S$4fj21@chuka.playstation.co.uk> 
References: <3768B7EB. 6A92EFD5@sis.it> 


NNTP-Posting-Host: 195-72-195-128-mmo.dial.intercom.it 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Purtroppo penso che di nuovo non ci sia nessuno, difatti 
NetYaroze (come puoi vedere dal sito web) e' ormai chiuso. 


il progetto 
Anche se continua 
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il supporto per chi e' gia iscritto. 


Ciao. 
Stefano 


niccolo' ha scritto nel messaggio <3768B7EB. 6A92EFD5@sis.it>... 
>Ciao,mi piacerebbe sapere se c'é qualcuno di nuovo col quale parlere 
>della YAROZE. 

> 

>Nicolo' 

> 


—-MESSAGE FILE 10843 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000074 


—--MESSAGE FILE 10844 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000075 

Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: - C'é QUALCUNO ANCORA QUI'? 

Date: Sun, 20 Jun 1999 10:39:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <376CA8BB.E5D4A5B3@sis.it> 

References: <3768B7EB. 6A92EFD5@sis.it> <7kgg13S4fj21@chuka.playstation.co.uk> 
NNTP-Posting-Host: totaldipo-34.sis.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Stefano Provenzano <dragon@intercom.it> 


Ciao Stefano, 


ma siamo solo noi in Italia,perché mi sembra che almeno in UK funzi ancora.Tu 
comunque la usi ancora,perché vorrei tentare di portare il gioco che sto 
sviluppando sulla NY,ma non so da doce inziare,cosi se mi puoi aiutare........ 


Grazie1l000 comunque per la risposta. 
Ciao. 


Niccolo' 


Purtroppo penso che di nuovo non ci sia nessuno, difatti il progetto 
NetYaroze (come puoi vedere dal sito web) e' ormai chiuso. Anche se continua 
il supporto per chi e' gia iscritto. 


Ciao. 
Stefano 


VVVVVVVV 


—-MESSAGE FILE 10844 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000075 


——MESSAGE FILE 10845 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000076 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: - C'é QUALCUNO ANCORA QUI'? 

Date: Tue, 6 Jul 1999 00:27:14 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 11 

Message-ID: <7lrbv4S$i9a3@chuka.playstation.co.uk> 
References: <3768B7EB. 6A92EFD5@sis.it> 
NNTP-Posting-Host: ip096.pool-08.flashnet.it 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Se avete problemi mandatemi i listati io il mostriciattolo lo stò facendo 
girare... 


Anche se non scrivo sempre io ci sono e stò finendo il mio demo che 
presentero a settembre. 


Ora le vacanze ed il militere mi danno un po di tempo quindi non esitate!! 


Ciao da Emanuele. 


—-MESSAGE FILE 10845 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000076 


—-MESSAGE FILE 10846 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000077 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@intercom.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: - C'è QUALCUNO ANCORA QUI'? 

Date: Wed, 7 Jul 1999 14:03:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7lvf9fSi9a9@chuka.playstation.co.uk> 

References: <3768B7EB. 6A92EFD5@sis.it> <7lrbv4$i9a3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195-72-195-128-mmo.dial.intercom.it 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ciao Emanuele, 
a che tipo di gioco stai lavorando ? 


Ciao. 
Stefano 


Emanuele Diotallevi ha scritto nel messaggio 
<7lrbv4$i9a3@chuka.playstation.co.uk>... 

>Se avete problemi mandatemi i listati io il mostriciattolo lo stò facendo 
>girare... 

> 

>Anche se non scrivo sempre io ci sono e sto finendo il mio demo che 
>presenterdo a settembre. 

> 

>Ora le vacanze ed il militere mi danno un pò di tempo quindi non esitate!! 
> 

>Ciao da Emanuele. 

> 

> 


—-MESSAGE FILE 10846 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000077 


—-MESSAGE FILE 10847 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000078 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 

Date: Tue, 16 Nov 1999 18:02:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <38318E09.6D9236B8@sis.it> 
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NNTP-Posting-Host: totaldipo-57.sis.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


eck ԱԽ See Mavs scrivimi! 


Ciau. 


—-MESSAGE FILE 10847 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000078 


——MESSAGE FILE 10848 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000079 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 
Date: Thu, 18 Nov 1999 16:22:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <383427d2.1128569316@news.playstation.co.uk> 
References: <38318E09.6D9236B8@sis.it> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Io un poco, ma non posso parlare italiano bene 


On Tue, 16 Nov 1999 18:02:01 +0100, Niccolo’ <niccolo@sis.it> wrote: 


Հաաա q ater en Š scrivimi! 


>Niccolo'. 
> 
>Ciau. 


-—-MESSAGE FILE 10848 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000079 


——MESSAGE FILE 10849 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000080 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 

Date: Tue, 18 Jan 2000 20:21:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3884BD36.F26F8924@sis.it> 

References: <38318E09.6D9236B8@sis.it> <383427d2.1128569316@news.playstation.co.uk> 
NNTP-Posting-Host: 193.70.17.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Steven Osman <sosman@terratron.com> 


Ciao Steven, 


i speeack little inglish,where do yuo come from? 


Have you been programming whit YAROZE? 


Do yuo like doing a little RPG whit me? 
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Tnk for reply. 
Niccolo' 


ITALY 


Steven Osman ha scritto: 


Io un poco, ma non posso parlare italiano bene 


On Tue, 16 Nov 1999 18:02:01 +0100, Niccolo’ <niccolo@sis.it> wrote: 
Se ys ay Sees scrivimi! 
>Niccolo'. 


> 
>Ciau. 


VVVVVVV VV 
v 


--MESSAGE FILE 10849 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000080 


——MESSAGE FILE 10850 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000081 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 

Date: Tue, 18 Jan 2000 20:25:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <3885cbf7.3545517474@news.playstation.co.uk> 

References: <38318E09.6D9236B8@sis.it> <383427d2.1128569316@news.playstation.co.uk> 
<3884BD36.F26F8924@sis.it> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Niccolo, 

I'm actually doing some Yaroze programming now. I am writing a 
library that will help me write games for both windows and yaroze at 
the same time. 


I also have a lot of work to do, so I can't help you with your RPG 
right now. 


Steven 


On Tue, 18 Jan 2000 20:21:26 +0100, Niccolo’ <niccolo@sis.it> wrote: 


>Ciao Steven, 

> 

>i speeack little inglish,where do yuo come from? 
> 
>Have you been programming whit YAROZE? 
> 
>Do yuo like doing a little RPG whit me? 
> 

>Tnk for reply. 

> 

>Niccolo' 

> 

>ITALY 

> 
> 
>Steven Osman ha scritto: 
> 
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>> Io un poco, ma non posso parlare italiano bene 
>> 

>> On Tue, 16 Nov 1999 18:02:01 +0100, Niccolo' <niccolo@sis.it> wrote: 
>> 

Թ անա ա E scrivimi! 

>> > 

>> >Niccolo'. 

>> > 

>> >Ciau. 

> 

> 


--MESSAGE FILE 10850 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000081 


——MESSAGE FILE 10851 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000082 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 

Date: Tue, 18 Jan 2000 22:08:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3884D656.1211D6E7@sis.it> 

References: <38318E09.6D9236B8@sis.it> <383427d2.1128569316@news.playstation.co.uk> 
<3884BD36.F26F8924@sis.it> <3885cbf7.3545517474@news.playstation.co.uk> 
NNTP-Posting-Host: 193.70.17.114 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


> Ciao, 
ok,...sigh!!! 


Niccolo' 


—-MESSAGE FILE 10851 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000082 


—-MESSAGE FILE 10852 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000083 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 

Date: Tue, 18 Jan 2000 21:18:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3884d866.3548700080@news.playstation.co.uk> 

References: <38318E09.6D9236B8@sis.it> <383427d2.1128569316@news.playstation.co.uk> 
<3884BD36.F26F8924@sis.it> <3885cbf7.3545517474@news.playstation.co.uk> <3884D656.12 
11D6E7@sis.it> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


Do you have any idea when you'll be ready to start working on your 
game? 


Perhaps you could use my framework. If you do, and you write your 
game in C++, you can get DirectX 7 support for free! 


Steven 


On Tue, 18 Jan 2000 22:08:39 +0100, Niccolo’ <niccolo@sis.it> wrote: 
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>> Ciao, 

> 
>ok,...sigh!!! 
> 

>Niccolo' 

> 


—-MESSAGE FILE 10852 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000083 


—-MESSAGE FILE 10853 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/ 
00000084 

Path: chuka.playstation.co.uk!news 

From: Niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.freetalk.italian 

Subject: Re: Riproviamo: QUALCUNO C'é ANCORA CHE USA LA YAROZE? 

Date: Wed, 19 Jan 2000 17:35:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <3885E7C3.8CE3E318@sis.it> 

References: <38318E09.6D9236B8@sis.it> <383427d2.1128569316@news.playstation.co.uk> 
<3884BD36.F26F8924@sis.it> <3885cbf7.3545517474@news.playstation.co.uk> <3884D656.12 
11D6E7@sis.it> <3884d866.3548700080@news.playstation.co.uk> 

NNTP-Posting-Host: totaldipo-30.sis.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 

To: Steven Osman <sosman@terratron.com> 


> Do you have any idea when you'll be ready to start working on your 
> game? 


Yes,i have same grafic ready. 


> Perhaps you could use my framework. If you do, and you write your 
> game in C++, you can get DirectX 7 support for free! 


I need one PROGRAMMER. 


Ciao. 
Niccolo' 
- May your jorney be safe - 
OE T 
(0 0) 
+ օՕՕ Ը ) + 
NICCOLO' 
~O~ 
ICQ:37186675 
niccolo@sis.it 
+ օՕՕ + 


La fantascienza come Star Trek non e' solo un buon divertimento, ma 
assolve anche uno scopo serio, che e' quello di 
espandere l'immaginazione umana. 

Limitare la nostra attenzione a questioni terrestri equivarrebbe a 
fissare 
dei confini allo spirito umano. 
Stephen Hawking 


--MESSAGE FILE 10853 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/italian/00 
000084 
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E AE EAE THEE EH HE EH 
TREE AEE FE EAE E EH H 


——HHEEEEEEE EE HEH 
——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian 


EE E TE AE AE FE E FE E HE REESE 


——MESSAGE FILE 10854 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000001 

Path: chuka.playstation.co.uk!news 

From: Lars Rikart Jensen <lrj@nrg.dtu.dk> 

Newsgroups: scee.yaroze.freetalk.scandinavian 

Subject: Er jeg den eneste skandinav? 

Date: Fri, 03 Oct 1997 15:27:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <3434F2D1.88A4AGEAQnrg.dtu.dk> 

NNTP-Posting-Host: firewall.ite.dk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hej 
Er jeg den eneste skandinav? 
Lars Rikart Jensen, København 


--MESSAGE FILE 10854 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000001 


——MESSAGE FILE 10855 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000002 

Path: chuka.playstation.co.uk!news 

From: Andreas Bjorklind <abj@ida.liu.se> 
Newsgroups: scee.yaroze.freetalk.scandinavian 
Subject: Re: Er jeg den eneste skandinav? 

Date: Tue, 03 Feb 1998 22:26:03 +0100 

Organization: Linkoping university 

Lines: 3 

Message-ID: <34D78B6A.2DD2@ida.liu.se> 

References: <3434F2D1.88A4A6FA@nrg.dtu.dk> 
NNTP-Posting-Host: veritas.ida.liu.se 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Nej då! Åtminstone jag finns också har! :-) 


/abj 
—-MESSAGE FILE 10855 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000002 


—-MESSAGE FILE 10856 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000003 

Path: chuka.playstation.co.uk!news 

From: Stefan Penter <rossil@datashopper.dk> 

Newsgroups: scee.yaroze.freetalk.scandinavian 

Subject: Re: Er jeg den eneste skandinav? 

Date: Sat, 07 Feb 1998 12:37:08 -0800 

Organization: Peace On Earth 

Lines: 11 

Message-ID: <34DCC5F4.7D3E@datashopper.dk> 
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References: <3434F2D1.88A4A6FA@nrg.dtu.dk> 
Reply-To: rossil@datashopper.dk 
NNTP-Posting-Host: dip26.Cph-1.datashopper.dk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Lars Rikart Jensen wrote: 


Hej 


> 
> 
> 
> Er jeg den eneste skandinav? 
> 
> 


Lars Rikart Jensen, København 


Wow! Nu er vi tre... 8.) 


Stefan Penter, Helsingør 
--MESSAGE FILE 10856 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000003 


——MESSAGE FILE 10857 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000004 

Path: chuka.playstation.co.uk!news 

From: "Paul Mc Ardle" <pmcardle@tinet.ie> 

Newsgroups: scee.yaroze.freetalk.scandinavian 
Subject: test 

Date: Sat, 7 Feb 1998 14:14:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6bhpsr$b214@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-017.dundalk.iol.ie 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


test 


—-MESSAGE FILE 10857 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000004 


—-MESSAGE FILE 10858 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000005 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.freetalk.scandinavian 

Subject: (no subject) 

Date: 20 May 1998 23:46:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6jvq0nS4p21@chuka.playstation.co.uk> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.freetalk.scandinavian 


Does anyone know who won the swedish football league last season and does the 
second team qualify for champions league (if so which one?) 


—-MESSAGE FILE 10858 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000005 


—-MESSAGE FILE 10859 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000006 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
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etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee. yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 
YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end of the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 10859 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000006 


——MESSAGE FILE 10860 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000007 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ceS$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8$Shcal7@chuka.playstation.co.uk>... 

> YarozeMaster V2.0 is ready! 

> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
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> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end of the SioConsole 
from 
> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 

> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 
the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


V V V V 


Craig. 
—-MESSAGE FILE 10860 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000007 


——MESSAGE FILE 10861 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000008 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english,scee.yaroze.freetalk.french,scee.yaroze.fre 
etalk.german,scee.yaroze.freetalk.italian,scee.yaroze.freetalk.scandinavian,scee.yar 
oze.problems.pc,scee.yaroze.programming.codewarrior,scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohntT 


—-MESSAGE FILE 10861 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000008 


—-MESSAGE FILE 10862 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000009 

Path: chuka.playstation.co.uk!news 

From: Patrik Buckau <pb@hajtech.se> 
Newsgroups: scee.yaroze.freetalk.scandinavian 
Subject: Svenskt 

Date: Fri, 17 Jul 1998 12:11:19 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <35AF2347.F5BD2448@hajtech.se> 
NNTP-Posting-Host: dul05-246.ppp.algonet.se 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Tjenix! 


Verkar vara ont om svenska Yarozare! Skicka mig ett mail om du àr en av 
dom fa. 


/Patrik 


—-MESSAGE FILE 10862 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000009 


—-MESSAGE FILE 10863 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000010 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.freetalk.scandinavian 
Subject: Re: Svenskt 

Date: Fri, 17 Jul 1998 23:37:17 +0200 

Organization: OMGIM Productions 

Lines: 12 

Message-ID: <6oog9mSofp1l6@chuka.playstation.co.uk> 
References: <35AF2347.F5BD2448@hajtech.se> 
NNTP-Posting-Host: dialup108-11-16.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


mm.. tjabba.. Lite Svenskt finns det allt :) 


>Tjenix! 

> 

>Verkar vara ont om svenska Yarozare! Skicka mig ett mail om du àr en av 
>dom fa. 

> 

>/Patrik 

> 

> 


—-MESSAGE FILE 10863 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000010 


——MESSAGE FILE 10864 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandina 
vian/00000011 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.freetalk.scandinavian 
Subject: help me 

Date: Thu, 01 Oct 1998 15:49:36 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138870.68F279C5@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 


ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 10864 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/scandinavi 
an/00000011 
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THREE THEE HEE EH 
HTT REET ET HTH 


——HEEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish 


HTT TERETE HEH 


——MESSAGE FILE 10865 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000001 

Path: chuka.playstation.co.uk!news 

From: Xavi <xavit@mx2.redestb.es> 

Newsgroups: scee.yaroze.freetalk.spanish 
Subject: 123 probando... 

Date: Thu, 21 May 1998 01:34:11 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 1 

Message-ID: <35636873.50EE@mx2.redestb.es> 
Reply-To: xavit@mx2.redestb.es 
NNTP-Posting-Host: info19555181110.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Blablabla... news en español... jincreible!. 
—-MESSAGE FILE 10865 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000001 


——MESSAGE FILE 10866 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000002 

Path: chuka.playstation.co.uk!news 

From: "Antonio Molinero" <omoliner@lesein.es> 
Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Re: 123 probando... 

Date: Fri, 29 May 1998 23:41:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6kn9svS$6o01l@chuka.playstation.co.uk> 
References: <35636873.50EE@mx2.redestb.es> 
NNTP-Posting-Host: 195.76.120.56 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hola Xavi 


Soy Antonio, y posiblemente sea gracias a mi por lo que existe esta sección 
en castellano. Tu demo Stone Gate es una gozada. 


Ya nos veremos. 
Antonio M. 
omoliner@lesein.es 


Xavi escribió en mensaje <35636873.50EE@mx2.redestb.es>... 
>Blablabla... news en espafiol... jincreible!. 


—-MESSAGE FILE 10866 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000002 


——MESSAGE FILE 10867 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000003 

Path: chuka.playstation.co.uk!news 

From: Xavi <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Re: 123 probando... 

Date: Wed, 01 Jul 1998 13:24:21 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <359A1C65.5725@mundivia.es> 
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References: <35636873.50EE@mx2.redestb.es> <6kn9svS6o0l@chuka.playstation.co.uk> 
Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181210.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Antonio Molinero wrote: 
> 
> Soy Antonio, y posiblemente sea gracias a mi por lo que existe esta sección 
> en castellano. 


Ya iba siendo hora de una sección en español 
> Tu demo Stone Gate es una gozada. 
Gracias, no es para tanto :) 


> Ya nos veremos. 

> Antonio M. 

> omoliner@lesein.es 

—-MESSAGE FILE 10867 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000003 


—--MESSAGE FILE 10868 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000004 

Path: chuka.playstation.co.uk!news 

From: "Sarah Bennett" <Sarah_bennett@Playstation.sony.com> 
Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Sony ECTS Party 

Date: Wed, 19 Aug 1998 10:24:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <6re51c$12e14@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


As you will have seen from George's posting to Announce yesterday, we are 
giving away 5 x tickets to the Sony Computer Entertainment ECTS Party which 
will be held in central London on Monday 7th September. The SCEE party is 
renowned for being the best ECTS party to attend and tickets are extremely 
hard to come by! If you would like your game or demo to go on the ECTS disc 
which will be seen by thousands of ECTS attendees, including top European 
games journalists, leading game industry representatives and of course, 
other Net Yaroze members get programming! As you will see, we have also 
extended the deadline to Tuesday lst September. So all you have to do is 
post your code to your public FTP site - including a Read me file. Then mail 
to advise at the following address 


TOs PS_Yaroze@playstation.sony.com 
Subject: ECTS games/demos 


your name 
name of your game/demo 
daytime telephone number 


Please remember to include the title screen which can be found on the Net 


Yaroze Members site in Tools / Development area / Filename demodisc.zip 


Regards 
Sarah 


—-MESSAGE FILE 10868 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000004 
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——MESSAGE FILE 10869 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000005 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.spanish 
Subject: Probando... 

Date: Tue, 01 Sep 1998 06:41:34 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 1 

Message-ID: <35EB7AE5.7C0@mundivia.es> 
Reply-To: javier0003@mundivia.es 
NNTP-Posting-Host: info19555181234.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


+— 
—-MESSAGE FILE 10869 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000005 


——MESSAGE FILE 10870 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000006 

Path: chuka.playstation.co.uk!news 

From: "Antonio Molinero" <omoliner@lesein.es> 
Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Para Javier Ventoso 

Date: Thu, 7 Jan 1999 23:40:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <773cqaS7715@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.76.120.73 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hola Javi! 


Ya que no me respondiste al ultimo E-Mail que te envie, utilizaremos las 
news. 

Quiero que sepas que si quieres hacer algun trabajo conmigo, cuenta conmigo. 
Una cosa, mira en la PSM de este mes, en la entrevista a James Armstrong, y 
lee la respuesta a la pregunta sobre Net Yaroze (la ultima de la Pag.38) 


Un saludo, 
Antonio M. 
omoliner@lacaja.net 


PD. He cambiado de E-Mail 


—-MESSAGE FILE 10870 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000006 


—--MESSAGE FILE 10871 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000007 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Re: Para Javier Ventoso 

Date: Fri, 15 Jan 1999 00:11:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <369E7983.7612B506@mundivia.es> 
References: <773cqa$7715@chuka.playstation.co.uk> 
NNTP-Posting-Host: info19555181246.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 
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X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Hola Antonio, 


He visto tu mensaje de milagro, no suelo pasar por las spanish-news, me pierdo entre 
tanto mensaje ;-). 


Ahora mismo estoy liado con otros asuntos ajenos a Yaroze y no tengo previsto 
ningún proyecto, pero tomo nota. 


He pillado la PSM de este mes pero se la he dejado a un colega hace unos dias y 
no sé cuando vendrá por aqui. Por curiosidad, ¿ de qué va lo de la página 38 2. ;-? 


Saludos, 

Javi. 

Antonio Molinero wrote: 

Hola Javi! 

Ya que no me respondiste al ultimo E-Mail que te envie, utilizaremos las 
news. 

Quiero que sepas que si quieres hacer algun trabajo conmigo, cuenta conmigo. 


Una cosa, mira en la PSM de este mes, en la entrevista a James Armstrong, y 
lee la respuesta a la pregunta sobre Net Yaroze (la ultima de la Pag.38) 


Un saludo, 
Antonio M. 
omoliner@lacaja.net 


VVVVVVVVVVV VV 


PD. He cambiado de E-Mail 


—-MESSAGE FILE 10871 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000007 


--MESSAGE FILE 10872 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000008 

Path: chuka.playstation.co.uk!news 

From: "Antonio Molinero" <omoliner@lesein.es> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Re: Para Javier Ventoso 

Date: Fri, 15 Jan 1999 22:48:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <77ocptShoo5@chuka.playstation.co.uk> 

References: <773cqa$7715@chuka.playstation.co.uk> <369E7983.7612B506@mundivia.es> 
NNTP-Posting-Host: 195.76.120.41 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hola, 


Eso es algo que tu tendras que ver. Eso si, te digo aue apartir de ahora 
muchos espafioles te conoceran. Adémas, yo se que eres buen programador, y 
como yo me estoy iniciando, con tu ayuda aprenderia mas deprisa. 


Un saludo, 
Antonio M. 
omoliner@lacaja.net 


Javier Ventoso escribió en mensaje <369E7983.7612B506@mundivia.es>... 
>Hola Antonio, 

> 

>He visto tu mensaje de milagro, no suelo pasar por las spanish-news, me 
pierdo entre 

>tanto mensaje ;-). 

> 

>Ahora mismo estoy liado con otros asuntos ajenos a Yaroze y no tengo 
previsto 

Հուոցնո proyecto, pero tomo nota. 
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> 

>He pillado la PSM de este mes pero se la he dejado a un colega hace unos 
dias y 
>no sé cuando vendrá por aqui. Por curiosidad, ¿ de qué va lo de la página 
30-22. 2 

> 

>Saludos, 

> 

>Javi. 

> 

>Antonio Molinero wrote: 

> 

>> Hola Javi! 

>> 

>> Ya que no me respondiste al ultimo E-Mail que te envie, utilizaremos las 
>> news. 

>> Quiero que sepas que si quieres hacer algun trabajo conmigo, cuenta 
conmigo. 

>> Una cosa, mira en la PSM de este mes, en la entrevista a James Armstrong, 
y 

>> lee la respuesta a la pregunta sobre Net Yaroze (la ultima de la Pag.38) 
>> 

>> Un saludo, 

>> Antonio M. 

>> omoliner@lacaja.net 

>> 

>> PD. He cambiado de E-Mail 

> 


—-MESSAGE FILE 10872 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 


000008 


—-MESSAGE FILE 10873 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 


00000009 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.freetalk.spanish 
Subject: Re: Para Javier Ventoso 

Date: Fri, 15 Jan 1999 23:57:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 66 

Message-ID: <369FC7C6.F6436B3C@mundivia.es> 


References: <773cqa$7715@chuka.playstation.co.uk> <369E7983.7612B506@mundivia.es> <7 


TocptShoo5@chuka.playstation.co.uk> 
NNTP-Posting-Host: ninfovial2.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Hola Antonio, 


Me dejas intrigado!!, bueno, esperaré a que Carlos ( el colega que me tiene la 
revista se acerque por aqui, ya que no tiene teléfono en donde vive ahora ). 


Por lo que me cuentas, te digo lo mismo que hace tiempo, si necesitas ayuda 
en algo que no te sale, tienes alguna duda o quieres preguntarme algo que yo 
pueda saber, sólo tienes que decirmelo. Yo no tengo ningún problema en ayudarte 


en lo que pueda, lo único que me limita un poco es la falta de tiempo, quizá no te 


pueda responder "ipso facto" pero puedes contar con mi ayuda. 
Saludos, 

Javi. 

Antonio Molinero wrote: 

> Hola, 


> 
> Eso es algo que tu tendras que ver. Eso si, te digo aue apartir de ahora 
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muchos españoles te conoceran. Adémas, yo se que eres buen programador, y 
como yo me estoy iniciando, con tu ayuda aprenderia mas deprisa. 


Un saludo, 
Antonio M. 
omoliner@lacaja.net 


Javier Ventoso escribió en mensaje <369E7983.7612B506@mundivia.es>... 
>Hola Antonio, 

> 

>He visto tu mensaje de milagro, no suelo pasar por las spanish-news, me 
pierdo entre 

>tanto mensaje ;-). 

> 

>Ahora mismo estoy liado con otros asuntos ajenos a Yaroze y no tengo 
previsto 

>ningún proyecto, pero tomo nota. 

> 

>He pillado la PSM de este mes pero se la he dejado a un colega hace unos 
dias y 
>no sé cuando vendrá por aqui. Por curiosidad, ¿ de qué vá lo de la página 
38.22 «2-2 

> 

>Saludos, 

> 

>Javi. 

> 

>Antonio Molinero wrote: 

> 

>> Hola Javi! 

>> 

>> Ya que no me respondiste al ultimo E-Mail que te envie, utilizaremos las 
>> news. 

>> Quiero que sepas que si quieres hacer algun trabajo conmigo, cuenta 
conmigo. 

>> Una cosa, mira en la PSM de este mes, en la entrevista a James Armstrong, 
y 

>> lee la respuesta a la pregunta sobre Net Yaroze (la ultima de la Pag.38) 
>> 

>> Un saludo, 

>> Antonio M. 

>> omoliner@lacaja.net 

>> 

>> PD. He cambiado de E-Mail 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


—-MESSAGE FILE 10873 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000009 


—-MESSAGE FILE 10874 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000010 

Path: chuka.playstation.co.uk!news 

From: acel3 <acel3@PCW.fit.gtw.bit.qld.edu.au> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: como estan las NY 

Date: Tue, 30 Mar 1999 17:13:05 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <37007980.9E752DA3@PCW. fit.gtw.bit.qld.edu.au> 
NNTP-Posting-Host: 203.108.136.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Como estamos dudes 


Estas en Barcelona algien? 


—-MESSAGE FILE 10874 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
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000010 


—--MESSAGE FILE 10875 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000011 

Path: chuka.playstation.co.uk!news 

From: "Antonio Molinero" <omoliner@lesein.es> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: RE: como estan las NY 

Date: Mon, 5 Apr 1999 23:14:33 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7eb95q$Snij2@chuka.playstation.co.uk> 
References: <37007980.9E752DA3@PCW.fit.gtw.bit.qld.edu.au> 
NNTP-Posting-Host: 195.76.120.49 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


No, por aqui somos también del norte, preo de la zona del oeste. Yo soy del 
Bierzo, y Javi de Galicia. 


Si quieres ayuda, ayudar, trabajar en equipo..., habla, no te calles. 
Antonio M. 
omoliner@lacaja.net 


acel3 <acel3@PCW.fit.gtw.bit.qld.edu.au> escribió en el mensaje de noticias 
37007980. 9E752DA3@PCW.fit.gtw.bit.qld.edu.au... 

> 

Como estamos dudes 


Estas en Barcelona algien? 


V V V V V V 


--MESSAGE FILE 10875 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000011 


——MESSAGE FILE 10876 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000012 

Path: chuka.playstation.co.uk!news 

From: michael garcia <garcia_au@hotmail.com> 
Newsgroups: scee.yaroze.freetalk.spanish 
Subject: Hola Paisanos! 

Date: Fri, 09 Apr 1999 12:54:48 +1000 
Organization: brisbane TAFE 

Lines: 8 

Message-ID: <370D6BF8.8F6EB824@hotmail.com> 
NNTP-Posting-Host: 203.108.136.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Mi Espanol es muy mal pero mi ingles es mejor! 

tengo un primo que vive en barcelona y yo vivo en Australia (Brisbane). 

No tengo nada en mi paginas de web. 

Quantos Espanoles hay y como van con su's PSX ?? 

ee i FILE 10876 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 


——MESSAGE FILE 10877 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000013 
Path: chuka.playstation.co.uk!news 
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From: acell <acell1@PCW.fit.gtw.bit.qld.edu.au> 
Newsgroups: scee.yaroze.freetalk.spanish 
Subject: Que pasa aqui? 

Date: Sat, 05 Jun 1999 11:57:12 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
Message-ID: <375883F8.7D85E2B5@PCW. fit.gtw.bit.qld.edu.au> 
References: <35636873.50EE@mx2.redestb.es> 
NNTP-Posting-Host: 203.108.136.29 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hola hola y hola !!!!! 


Pero nada pasa aqui en este pueblo! 


Tenemos hecho algo en las Net Yaroze? 

Yo no, :( no tengo tiempo con me estudios 

--- vivo en Australia pero naci en Barcelona, toda me familia viven hay! 
asta 184 -ViSCa Ae eres esaa baby | ( 112 ) 


Viva EspaNa | 


—-MESSAGE FILE 10877 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000013 


——MESSAGE FILE 10878 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000014 

Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.freetalk.spanish 
Subject: COLLABORATION 

Date: Wed, 23 Jun 1999 20:06:29 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <37712225.53B8AE8B@sis.it> 
NNTP-Posting-Host: totaldipo-35.sis.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Is there some new beginner who want to start to programming together 
with me?? 


Tnk 
Niccolo’ 
Italy 


—-MESSAGE FILE 10878 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000014 


—--MESSAGE FILE 10879 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000015 

Path: chuka.playstation.co.uk!news 

From: acell <acell1@PCW.fit.gtw.bit.qld.edu.au> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Como estan todos? 

Date: Thu, 22 Jul 1999 17:56:10 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 
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Message-ID: <3796CE9A.C7341B7D@PCW. fit.gtw.bit.qld.edu.au> 
NNTP-Posting-Host: 203.108.136.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hola Tu fACE... 


—-MESSAGE FILE 10879 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000015 


——MESSAGE FILE 10880 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000016 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@start.com.au> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Hola! que pasa aqui! 

Date: Wed, 29 Mar 2000 19:27:53 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 
Message-ID: <38E1CC98.2A7FAEDA@start.com.au> 
NNTP-Posting-Host: 203.108.136.27 
Mime-Version: 1.0 
Content-Type: multipart/mixed; boundary=" 5C5F42A17FAF4B975FF3AD64" 
X-Mailer: Mozilla 4.07 [en] (Win95; I) 


This is a multi-part message in MIME format. 
5C5F42A17FAF4B975FF3AD64 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Mi Espanol no es muy bien poro aqui estoy! 

Vivo en Australia y me gusta viendo el teletedario (las noticias en 
canal EV Ci) ա e աո 

Yo echo nada con ya Yaroze por que estoy estudando Information aqui en 
Australia y 


CYA miguel! 
mgarcia@start.com.au 


5C5F42A17FAF4B975FF3AD64 

Content-Type: text/x-vcard; charset=us-ascii; name="vcard.vcf" 
Content-Transfer-Encoding: 7bit 

Content—Description: Card for Michael Miguel Garcia 
Content-Disposition: attachment; filename="vcard.vcf" 


begin: vcard 

fn: Michael Miguel Garcia 
n: Garcia;Michael Miguel 
email;internet: mgarcia@start.com.au 
title: Mr 

x-mozilla-cpt: ;0 

x-mozilla-html: FALSE 

version: 2:1 

end: vcard 


5C5F42A17FAF4B975FF3AD64-- 


—-MESSAGE FILE 10880 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000016 


——MESSAGE FILE 10881 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
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00000017 

Path: chuka.playstation.co.uk!news 

From: "Mr Haboobi" <mrhaboobi@yahoo.com> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: test 

Date: Wed, 27 Dec 2000 13:52:23 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <92beliS8c3@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-148-188.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


test 


—-MESSAGE FILE 10881 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000017 


—-MESSAGE FILE 10882 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000018 

Path: chuka.playstation.co.uk!news 

From: "Cookie" <gjc53@student.canterbury.ac.nz> 
Newsgroups: scee.yaroze.freetalk.spanish 

Subject: test 

Date: Fri, 29 Dec 2000 12:03:01 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <92gh0tSssrl@www.netyaroze-europe. com> 
NNTP-Posting-Host: 210-55-148-124.dialup.xtra.co.nz 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


—-MESSAGE FILE 10882 END: net-—yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000018 


—-MESSAGE FILE 10883 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000019 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: Hola Espana 

Date: Wed, 10 Jan 2001 23:22:47 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3A5D5F47.EBC616B9@start.com.au> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax2-081.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Hola .. soy gwald (mgarcia). 
estoy en Australia pero me voy a vivir en Espana. 


Aqui esta mi ICQ # 
103201678 


mgarcia 
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-—-MESSAGE FILE 10883 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000019 


——MESSAGE FILE 10884 START: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/ 
00000020 

Path: chuka.playstation.co.uk!news 

From: Michael Garcia <mgarcia@mailme.org> 

Newsgroups: scee.yaroze.freetalk.spanish 

Subject: hay alguien aqui? 

Date: Thu, 11 Dec 2003 08:28:52 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <br86skS$5p15@www.netyaroze-europe. com> 

NNTP-Posting-Host: c210-49-145-192.kelvnl1.qld.optusnet.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; format=flowed 

Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:1.4.1) Gecko/20031008 
X-Accept—-Language: en-us, en 


hola k pasa? 

soy whightmike@hotmail.com, 
ponme en tu msn para chatear 
venga, adeu 


—-MESSAGE FILE 10884 END: net-yaroze-usenet/00000001-SCEE/yaroze/freetalk/spanish/00 
000020 


THT ERE FE AE AE FE FE HEHE 
E AE AE E FE AE FE AE AE FE HEHE 


E AE AE FE RT FE AE AE FE FE FE AEA 
E AE AE E FE AE AE AE AE HTH 


EE AE TE AE HE FE AE FE HE FE HEHE H H 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos 
EE E TE AE AE FE E FE EHE REESE 


——MESSAGE FILE 10885 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000002 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: test 

Date: Thu, 03 Apr 1997 15:01:12 +0100 
Organization: SCEE 

Lines: 1 

Message-ID: <3343B828.12A3@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


test 
—--MESSAGE FILE 10885 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000002 


—-MESSAGE FILE 10886 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000003 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: new newsgroup 

Date: Thu, 03 Apr 1997 15:37:30 +0100 

Organization: SCEE 

Lines: 17 

Message-ID: <3343CO0OAA.7D5A@interactive.sony.com> 

NNTP-Posting-Host: chuka.playstation.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Due to popular demand...... 
a newsgroup for everyone to announce their demos on. 
You can link to your FTP area: 


http://www.playstation.co.uk/~jonsmith/ftp 


or to your demo itself: 


http://www.playstation.co.uk/~jonsmith/ftp/code.zip 


SCEE 
—-MESSAGE FILE 10886 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000003 


—-MESSAGE FILE 10887 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000004 
Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.mydemos 

Subject: Wibbly Flag 

Date: Sun, 06 Apr 1997 03:56:43 GMT 

Organization: Into Beyond 

Lines: 23 

Message-ID: <33471ea8.4128280@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Short: Goraud Shaded Textured Wibbly Flag (tm) with realtime user 
definable variables. 

Requires: PAL or NTSC Yaroze 

To Run: Run the batch file BATCH as normal 
To run in NTSC hold down the SELECT button on PAD 2 when the 
program runs (just hold it down when the batch file is being 
processed basically). PAL is just far better so I'm sticking 
with that, although everything is tested under NTSC properly. 


Author: Sillytuna (Alex Amsel) 

Email: alex@teeth.demon.co.uk or alex@intobeyond.com 

WWW: www.playstation.co.uk/~IBEYOND 

WWW: www.intobeyond.com [if you require internet design, java or cgi 
programming] 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 
—--MESSAGE FILE 10887 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000004 


—--MESSAGE FILE 10888 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000005 
Path: chuka.playstation.co.uk!news 

From: Del <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: check my demos! 

Date: Thu, 10 Apr 1997 23:15:39 -0700 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <334DD70B.3725@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


http://www.playstation.co.uk/~NLIGHTS 


thats the place to be... :) 


engine 
water 
engine2 


notchy demos... :) 


—-MESSAGE FILE 10888 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000005 


—-MESSAGE FILE 10889 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000006 
Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: engine4, get it 

Date: 23 Apr 1997 00:35:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01lbc4f7dSac90ac40$da7f989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


hit: 


http://www.playstation.co.uk/~NLIGHTS 
—-MESSAGE FILE 10889 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000006 


—-MESSAGE FILE 10890 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000007 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Blur 

Date: Sun, 27 Apr 1997 22:19:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3363C2E3.25CB@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


I have put a silly little routine I wrote on Friday on my ftp site. 
Nothing special but it will show you how to link assembler in with your 
c code. It also shows how slow the r3000 really is and that all the 
hard work is done my the gte/gpu combo. 


http://www.playstation.co.uk/~SiglLL/ftp/demos/ 
Have phun. 
Jim 


——MESSAGE FILE 10890 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000007 


—-MESSAGE FILE 10891 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000008 
Path: chuka.playstation.co.uk!news 
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From: "Jean-Luc Deltombe" <jean-luc.deltombe@alt.lu> 
Newsgroups: scee.yaroze.mydemos 

Subject: a 3D tetris-like game 

Date: 1 May 1997 10:28:30 GMT 

Organization: Advanced Logic Technology (ALT) 

Lines: 16 

Message-ID: <01bc5606Sfe0eb320S0alaeec3@aldebaran.alt.lu> 
NNTP-Posting-Host: dialup2.arlon.skynet.be 

X-Newsreader: Microsoft Internet News 4.70.1160 


Hi everybody, 


I am please to announce my new game. 
It is a 3D, tetris-like game strongly inspired from "Blockout", an old PC 
game I used to play a lot a few years ago. 


The game features 3D perspective action, music, sound and score. 
Get it at http://www.playstation.co.uk/~jeanluc/ftp/blockout.zip 


Enjoy. 


Jean-Luc 
jean-luc.deltombe@alt.lu 
——MESSAGE FILE 10891 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000008 


——MESSAGE FILE 10892 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000009 
Path: chuka.playstation.co.uk!news 

From: "Jean-Luc Deltombe" <jean-luc.deltombe@alt.lu> 
Newsgroups: scee.yaroze.mydemos 

Subject: a 3D tetris like game 

Date: 1 May 1997 10:39:29 GMT 

Organization: Advanced Logic Technology (ALT) 

Lines: 13 

Message-ID: <01bc5619Se5ff0d80S02laeec3@aldebaran.alt.lu> 
NNTP-Posting-Host: dialup2.arlon.skynet.be 

X-Newsreader: Microsoft Internet News 4.70.1160 


Hi everybody, 


I am please to announce my new game. 
It is a D tetris-like game, strongly inspired from "BlockOut", a old PC 
game I used to paly a lot a few years ago. 


The game is in 3D perspective, with 3D falling blocks, sound, music and 
scoring. 


Enjoy! 


Jean-Luc 
jean-luc.deltombe@alt.lu 
—--MESSAGE FILE 10892 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000009 


—-MESSAGE FILE 10893 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000010 
Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.mydemos 

Subject: Coneman! 

Date: Tue, 06 May 1997 06:01:53 +0200 
Organization: Reptile Design 

Lines: 7 

Message-ID: <336EAD31.4352@reptile.no> 
Reply-To: rune.solberg@reptile.no 
NNTP-Posting-Host: arendal4-9.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 
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I have uploaded a simple 3d-pacman game; go get it at: 


http://www.playstation.co.uk/~LBARSTAD 
The textures are borrowed from Tekken2 


Lars 
——MESSAGE FILE 10893 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000010 


—-MESSAGE FILE 10894 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000011 
Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.test 

Subject: (no subject) 

Date: Thu, 03 Apr 1997 14:40:10 +0100 
Organization: SCEE 

Lines: 1 

Message-ID: <3343B33A.5C34@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.2 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


test 
——MESSAGE FILE 10894 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000011 


—-MESSAGE FILE 10895 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000012 
Path: chuka.playstation.co.uk!news 

From: matrix@cyberia.ie 

Newsgroups: scee.yaroze.mydemos 

Subject: test 

Date: Wed, 14 May 1997 01:22:59 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 1 

Message-ID: <337905E3.6716@cyberia.ie> 
NNTP-Posting-Host: cyberia4.cyberia.ie 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


test 
—-MESSAGE FILE 10895 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000012 


——MESSAGE FILE 10896 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000013 
Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Proud Father 

Date: 2 Jun 1997 19:44:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01lbc6f8d$837228e0$a109e8c3@cmallmark> 
NNTP-Posting-Host: 1d16-161.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ok, so I've finally got round to doing some coding on the old Yaroze, 
sneer at it all you like at 


http://www.playstation.co.uk/~ZooSoft 


it's all basic 2d stuff, but it's my first baby and I'm a dead proud dad. 
TTEN 


Chris Allmark 
Zoo Software Solutions 


——MESSAGE FILE 10896 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000013 
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—-MESSAGE FILE 10897 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000014 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: shadow demos 

Date: Mon, 02 Jun 1997 21:17:19 +0100 
Organization: shadow developments 

Lines: 17 

Message-ID: <33932A4D.F5D@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-53.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I've just uploaded two demos to my ftp area, both are available in pc 
.zip format and Mac .hqx format. 


http://www.playstation.co.uk/~shadow 


1) Runner. A demo of 2D frame animation. Source code available soon 
(when I tidy it up) 


2) How to ... Display sprites. A comprehensive document and source code 
aimed at beginners for the display of 2D sprites. Very easy to follow. 


Let me know what you think of these. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—--MESSAGE FILE 10897 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000014 


——MESSAGE FILE 10898 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000015 
Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Stars 

Date: Wed, 11 Jun 1997 00:37:35 +0100 
Organization: shadow developments 

Lines: 15 

Message-ID: <339DE53E.5649@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-46.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Another simple step up the routine ladder. 


Check out my stars demo at my ftp, showing a four field parallax star 
field and sprite rotation and scaling stuff. 


Only simple stuff, but ace fun to play with. 
Source code available when it's tidy. 
Ira 


http://www.playstation.co.uk/~shadow/ 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
—-MESSAGE FILE 10898 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000015 


——MESSAGE FILE 10899 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000016 
Path: chuka.playstation.co.uk!news 
From: Ira Rainey <shad.dev@netcomuk.co.uk> 
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Newsgroups: scee.yaroze.mydemos 

Subject: Source available 

Date: Thu, 12 Jun 1997 19:00:33 +0100 
Organization: shadow developments 

Lines: 11 

Message-ID: <33A03941.7F7@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—08-03.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


The source for the starfield and runner demos are now on my ftp area. 
http://www.playstation.co.uk/~shadow/ 
Check them out. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 
——MESSAGE FILE 10899 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000016 


——MESSAGE FILE 10900 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000017 
Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 
Newsgroups: scee.yaroze.mydemos 

Subject: WJD - 2D car race demo 

Date: Fri, 04 Jul 1997 08:41:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <33bcb416.211204@news.playstation.co.uk> 
NNTP-Posting-Host: modus-software.demon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hello all, 


I've finally had time to write something on my Yaroze, 

and the result is a simple wee 2D car racing demo, that you can find 
in my FTP area as Carl.Zip (49K). It was packed using WinZip so I 
hope that is suitable to all. My web pages are probably not active 
yet, but the demo can be found in the FTP area for WD_MODUS. 


This is as far as this game demo will be taken, it was just 

hacked together over a couple of late nights (its 1:40 am just now), 
while I was learning the Yaroze system, apart from a spinning/scaling 
logo thing this is my first Yaroze program. 


If anyone REALLY wants the horrible source code then I will put that 
on the site as well - I may even do it properly if there is enough 
interest. 


Hope you all like it :-) 


William Docherty 
Modus Software 


E-mail: william@modus-software.demon.co.uk 


——MESSAGE FILE 10900 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000017 


—-MESSAGE FILE 10901 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000018 
Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 

Newsgroups: scee.yaroze.mydemos 

Subject: 3D bendy coloured sphere 

Date: Thu, 17 Jul 1997 20:39:41 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33ce8174.9267136@news.playstation.co.uk> 
NNTP-Posting-—Host: modus-software.demon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hi, 

Just to let everyone know that I have uploaded a new 
3D bendy coloured sphere demo to my www area. 

Its just a demo of some cheap tricks I came across while 
learing various Yaroze stuff. 

Hope its not too dull for you 


William Docherty 
Modus Software 


User Id: WD_MODUS 


——MESSAGE FILE 10901 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000018 


——MESSAGE FILE 10902 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000019 
Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.mydemos 

Subject: ManicxX 

Date: Sun, 20 Jul 1997 20:09:31 GMT 

Organization: Into Beyond 

Lines: 12 

Message-ID: <33d96596.2551825@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


The Pacman demo we did ages ago should now be uploaded.... 


http://www.playstation.co.uk/~IBEYOND 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 
+ The PC/PS-X Game Tools and Game Development Specialists + 
+ Iwan Roberts, Norwich is a great place, please go! WWFC + 
—-MESSAGE FILE 10902 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000019 


—-MESSAGE FILE 10903 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000020 
Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Hunt Seek and Find Demo 

Date: Tue, 22 Jul 1997 06:10:53 -0700 
Organization: Cobra Developments 

Lines: 8 

Message-ID: <33D4B15D.38DF@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Point your Browser at the url in the sig. 


Colin Adams 
Cobra Developments 
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Email: colin@cobradev.demon.co.uk 
See HSFK PlayStation Yaroze Demo at-: 
http://www.cobradev.demon.co.uk/ 

——MESSAGE FILE 10903 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000020 


—-MESSAGE FILE 10904 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000021 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: ManicxX 

Date: Wed, 23 Jul 1997 22:54:34 -0500 

Organization: (no organization) 

Lines: 23 

Message-ID: <33D6D1FA.762E@charlie.cns.iit.edu> 

References: <33d96596.2551825@news.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Alex Amsel wrote: 

: The Pacman demo we did ages ago should now be uploaded.... 
http://www.playstation.co.uk/~IBEYOND 

Regards, 

Alex Amsel 

+ Tuna Technologies + Windows 95/NT, Console and Internet + 


+ The PC/PS-X Game Tools and Game Development Specialists + 
+ Iwan Roberts, Norwich is a great place, please go! WWFC + 


VVVVVVVVV VV 


Can you make an NTSC version, without too much trouble? 


I am particularly interested to see how it looks, because one 
of the first Yaroze progs I did was a 'PacMan-Like' game, but 
Sony (SCEA anyway) wanted me to change the graphics before 
uploading it. I have not had a chance though. :-( 

And I'm wondering if SCEE is maybe more lax in this regard. 


EdF 
——MESSAGE FILE 10904 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000021 


——MESSAGE FILE 10905 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000022 
Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Feedback demo! 

Date: Mon, 28 Jul 1997 14:08:01 +0200 

Organization: Funcom Oslo A/S 

Lines: 10 

Message-ID: <33DC8BA1. 6F9F69AE@funcom. com> 

NNTP-Posting-Host: jon.funcom.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hello fellow Yarozians.. 
Check out my wild and crazy interactive FeedBack demo! 


http://www.playstation.co.uk/~CACTUS 
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// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 
——MESSAGE FILE 10905 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000022 


—-MESSAGE FILE 10906 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000023 
Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: ManicxX 

Date: Tue, 29 Jul 1997 09:16:06 GMT 

Organization: Into Beyond 

Lines: 28 

Message-ID: <33de2a6e.342951@news.playstation.co.uk> 

References: <33d96596.2551825@news.playstation.co.uk> <33D6D1FA.762E@charlie.cns.iit 
-edu> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 23 Jul 1997 22:54:34 -0500, Ed Federmeyer 
<fedeedw@charlie.cns.iit.edu> did quoth at me: 


>Can you make an NTSC version, without too much trouble? 


I could do a switch but some of the screen would be missing I think. 
Started on another machine a long long time ago (good old Amiga!). One 
of those projects that just never stops... 


I'll look into it for you... 


>I am particularly interested to see how it looks, because one 
>of the first Yaroze progs I did was a 'PacMan-Like' game, but 
>Sony (SCEA anyway) wanted me to change the graphics before 
>uploading it. I have not had a chance though. :-( 

>And I'm wondering if SCEE is maybe more lax in this regard. 


Haven't been told to take it off yet...Besides, there are endless 
shareware pacman games about... 


Regards, 

Alex Amsel 

+ Tuna Technologies + Windows 95/NT, Console and Internet + 
+ The PC/PS-X Game Tools and Game Development Specialists + 


+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 
—-MESSAGE FILE 10906 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000023 


—-MESSAGE FILE 10907 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000024 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Yaroze showcase demos 

Date: Fri, 01 Aug 1997 09:39:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <33E1A0D0.56B2@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Yaroze demo discs 


At SCEE we are making Yaroze demo discs of samples 
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from the European Yaroze website. These discs will be shown 
to press, retailers and marketing people to showcase the 
Yaroze and what it can do. 


If you fancy showing off your demo or game, 
post it to the website and make a posting to the 'mydemos' 
newsgroup. 


Nothing will infringe authors' ownership of programs. 
Everyone will be fully credited. 


Post your programs soon so that we can show them at ECTS ..... 
—-MESSAGE FILE 10907 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000024 


——MESSAGE FILE 10908 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000025 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Yaroze showcase demos 

Date: Fri, 01 Aug 1997 11:18:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <33E1B7F9.FF9DFBIF@micronetics.com> 

References: <33E1A0D0.56B2@interactive.sony.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Developer Support wrote: 
> 


> Yaroze demo discs 


= 


Everyone will be fully credited. 


> 

> If you fancy showing off your demo or game, 

> post it to the website and make a posting to the 'mydemos' 
> newsgroup. 

> 

> Nothing will infringe authors' ownership of programs. 

ք 

> 

> 


Post your programs soon so that we can show them at ECTS ..... 


When is ECTS? Is there a deadline to get something included on the 
disk? As in how long will it take to master before ECTS? 


If we get something included on the disk do we get complementary copies 
to give to our friends?? :-) 


Jim 
—-MESSAGE FILE 10908 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000025 


——MESSAGE FILE 10909 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000026 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Yaroze showcase demos 

Date: Fri, 01 Aug 1997 13:30:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33E1D6FC.EBE@interactive.sony.com> 
References: <33E1A0D0.56B2@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Developer Support wrote: 


Everyone will be fully credited. 


> 

> Yaroze demo discs 

> 

> At SCEE we are making Yaroze demo discs of samples 

> from the European Yaroze website. These discs will be shown 
> to press, retailers and marketing people to showcase the 
> Yaroze and what it can do. 

> 

> If you fancy showing off your demo or game, 

> post it to the website and make a posting to the 'mydemos' 
> newsgroup. 

> 

> Nothing will infringe authors' ownership of programs. 

> 

> 

> 


Post your programs soon so that we can show them at ECTS ..... 


NOTE: we will be making 2 demo discs over the next month or two. 


The first will be for the press, the second will be shown at ECTS 
itself throughout the show. 


Deadline for the first disc is 12th August, 
deadline for the second is 4th September. 
——MESSAGE FILE 10909 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000026 


——MESSAGE FILE 10910 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000027 
Path: chuka.playstation.co.uk!news 

From: Jason Matthews <tw@paskinny.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Testing 1 2 Stu 

Date: Sun, 03 Aug 1997 11:52:22 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <33E462E6.4484@paskinny.demon.co.uk> 
NNTP-Posting-Host: paskinny.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Stu The address you gave me was duff 


Jason 
—-MESSAGE FILE 10910 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000027 


—-MESSAGE FILE 10911 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000028 
Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.mydemos 

Subject: demo 

Date: Sun, 17 Aug 1997 23:34:49 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 10 

Message-ID: <MPG.e618ce4ee991d9298968aGnews.playstation.co.uk> 
NNTP-Posting-Host: portl11.Fh-Worms.DE 

X-Newsreader: Anawave Gravity vl1.10.570 


Hi there 


I just uploaded my latest achievement for the Yaroze. 
It's only a fire- and feedback-effect. 
check it out under: http://www.playstation.co.uk/~raasch/ 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
--MESSAGE FILE 10911 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000028 
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——MESSAGE FILE 10912 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000029 
Path: chuka.playstation.co.uk!news 

From: Mark Green <angzgmark"az;@antelope.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Demos from SCEE site? 

Date: 18 Aug 1997 16:23:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <5t9stpS$d3t5@chuka.playstation.co.uk> 

NNTP-Posting-Host: reader.rdg.ac.uk 


Can aybogzgnybody tell me what the names of the demos that are shown in the 
Gallery section of the sony site areaz? Լ have found the second one down 
(the one that shows the boat - Terra Incognita, although for some reason it 
only runs in black and white), bu tggt can't find the others. Thanks. 
—-MESSAGE FILE 10912 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000029 


—-MESSAGE FILE 10913 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000030 
Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Multiplayer Game 

Date: 19 Aug 1997 17:52:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01lbca56e$387f£8c80$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I decided to spend sunday finishing off the playstation conversion of Pune. 
Yeah Ok its more atari 2600 than Nintendo 64 but its at least fun if you 
have 3 players. 


its at http://www.playstation.co.uk/~frothy 


Its pretty faithful to Nick Duddy's PC version thats been out about 2 
years, but its a complete rewrite in GNU C++. It kinda needs some 
diskojingles but I'm crap at that sort of thing. If you like it send nicko 
an e-postcard because everyone needs to be loved. 


C'mon Sony put out the multitap libraries you know you want to... 
yours 


Grim. 
—-MESSAGE FILE 10913 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000030 


—-MESSAGE FILE 10914 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000031 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: TMD's 

Date: Tue, 26 Aug 1997 10:39:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3402A43A. 4B08@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I've just uploaded 2 new samples at 
http://www.playstation.co.uk/yaroze/demos/ftpmain.htm 


maketmd - This is a new, easy to use way of creating TMD's at runtime. 
It really is straight forward now. There's even an example program. 


viewtmd - This is a simple program that displays a textured TMD, rotates 
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the TMD and moves the viewpoint. That's all it does, this should be of 
help to those who hate wading through some of our big demos. 


Stuart 
——MESSAGE FILE 10914 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000031 


—-MESSAGE FILE 10915 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000032 
Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: TMD's 

Date: 26 Aug 1997 17:43:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01lbca623Sfda5d0e0$c793989e@fourny.demon.co.uk> 
References: <3402A43A.4B08@interactive.sony.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I've just uploaded 2 new samples at 
> http://www.playstation.co.uk/yaroze/demos/ftpmain.htm 
> 


Can you be a bit more specific? 


All I see at that page is frame city 


buttons choices 
+ 


| blank grey bit Հ----- (yip i'm using 163. No I dont want to change 


to 
new big box Daz for whiter whites, even if 
it is free. How would you like to change religion?) 


click on the ftp area link and I get a directory listing, then I get lost. 
I've found the 

source files all sitting out individually. Some of them display in my 
browser some download. is there a zip file because I'd really like to see 
these demos. 


——MESSAGE FILE 10915 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000032 


--MESSAGE FILE 10916 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000033 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: REMINDER - Showcase at ECTS 

Date: Thu, 28 Aug 1997 09:44:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <34053A7A.5DF2@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Want people to see your work at ECTS? 


Very soon we will be making demo discs of European Yaroze members' 
demos and games to be shown at ECTS. 


Post your programs by 4th September at the latest. 
——MESSAGE FILE 10916 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000033 


——MESSAGE FILE 10917 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000034 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 
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Subject: My Demo 
Date: Thu, 28 Aug 1997 10:57:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <34054B7E. 986E7826@micronetics.com> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Finally I've got round to uploading a demo. Phew! 
Follow the links from http://www.playstation.co.uk/~Sigl1LL 


This demo certainly proves that programmers can't draw. (i.e.. ME) 
This will be fixed in the next release. 


I'm quite chuffed with the spot lighting effect I've achieved though. 
There's also a cheesy particle effect thingy. And the camera movement 
is a bit broken (goes through walls). but.. 


Let me know what y'all think. 
Its just a technology demo though, not a game, hence its not polished, 
at all. 


-JiM 
——MESSAGE FILE 10917 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000034 


——MESSAGE FILE 10918 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000035 
Path: chuka.playstation.co.uk!news 

From: SCEE Developer Sypport <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Check out the latest Japanese Demos 

Date: Fri, 29 Aug 1997 15:45:16 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 6 

Message-ID: <3406E07C. 6E91B93A@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (X11; I; SunOS 5.5.1 sun4u) 


To save your knowledge of Kanji, have a look in: 
http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html 
which ones do you like ? 


—-MESSAGE FILE 10918 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000035 


--MESSAGE FILE 10919 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000036 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: 29 Aug 1997 19:13:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01bca8245$9d74d560$c793989e@fourny.demon.co.uk> 
References: <3406E07C. 6E91B93A@interactive.sony.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


SCEE Developer Sypport <dev_support@interactive.sony.com> wrote in article 
<3406E07C. 6E91BI3A@interactive.sony.com>... 
> To save your knowledge of Kanji, have a look in: 
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http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html 


> 
> 
> 
> which ones do you like ? 
> 
> 
T 


hey all seem the same to me ... ;) 
Not Found 


The requested object does not exist on this server. The link you followed 
is either outdated, inaccurate, or the server has been instructed not to 
let you have it. Please inform the site administrator of the referring 


page. 


——MESSAGE FILE 10919 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000036 


——MESSAGE FILE 10920 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000037 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: My Demo 

Date: 29 Aug 1997 20:27:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01lbca82eSf57b6d00$c793989e@fourny.demon.co.uk> 
References: <34054B7E.986E7826@micronetics.com> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Let me know what y'all think. 

> Its just a technology demo though, not a game, hence its not polished, 
> at all. 

> 
It's awesome, man. It plays like a dream. Its how Quazatron was always 
supposed to be. You've *got* to put the weapons and drives in. 


—--MESSAGE FILE 10920 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000037 


—-MESSAGE FILE 10921 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000038 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: TMD's 

Date: 30 Aug 1997 19:43:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <0Olbcb576$80df£0880S77el6dc0@ulthar.han.de> 

References: <3402A43A.4B08@interactive.sony.com> <0Olbca623S$fda5d0e0$c793989e@fourny. 
demon.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Can you be a bit more specific? 

> 

> All I see at that page is frame city 

> 

> | 

> buttons | choices 

> + 

> | blank grey bit Հ----- (yip i'm using 163. No I dont want to change 
to 

> new big box Daz for whiter whites, even if 

> it is free. How would you like to change religion?) 

> 


You are already at the right place. Just scroll down and klick on samples. 
There you 
should find it. 


Net Yaroze newsgroups message dump.txt Page 7272 


Roland 
——MESSAGE FILE 10921 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000038 


——MESSAGE FILE 10922 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000039 
Path: chuka.playstation.co.uk!dialup-11-58.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.mydemos 

Subject: New game demo 

Date: Sun, 31 Aug 1997 01:24:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-3108970124260001@dialup-11-58 .netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-58.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I have just uploaded to my ftp area my first finished game demo, a dog tale. 
Check it out and let me know what you think. 
http://www.playstation.co.uk/~shadow 


Ira 
——MESSAGE FILE 10922 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000039 


—-MESSAGE FILE 10923 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000040 
Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Sun, 31 Aug 1997 11:56:38 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 17 

Message-ID: <MPG.e735e443238e95e98968e@news.playstation.co.uk> 
References: <3406E07C. 6E91B93A@interactive.sony.com> 
NNTP-Posting—Host: port15.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


In article <3406E07C. 6E91B93A@interactive.sony.com>, 
dev_support@interactive.sony.com says... 

> To save your knowledge of Kanji, have a look in: 

> 

> http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html 
uhm, the page is ok, but I can't d/l the demos as they can't be found: 


Not Found 


The requested object does not exist on this server. The link you followed 
is either outdated, inaccurate, or the server has been instructed not to 
let you have it. 

Please inform the site administrator of the referring page.-- 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
——MESSAGE FILE 10923 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000040 


—-MESSAGE FILE 10924 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000041 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: My Demo 

Date: Mon, 01 Sep 1997 09:33:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <340A7DE4.40829E55@micronetics.com> 

References: <34054B7E. 986E7826@micronetics.com> <0lbca82eSf£57b6d00$c793989e@fourny.d 
emon.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Graeme Evans wrote: 


> Let me know what y'all think. 

> Its just a technology demo though, not a game, hence its not polished, 
> at all. 
> 

It's awesome, man. It plays like a dream. Its how Quazatron was always 
supposed to be. You've *got* to put the weapons and drives in. 


VVVVVVV 


Cheers, But how did you know it's gonna be a Quazatron based type of 
rip off? :-) ( The best game on the speccy!) 


The engine needs a little more work on it. Triangle support, better 
zcliping, etc. Then the fun starts. 


-JiM 
——MESSAGE FILE 10924 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000041 


——MESSAGE FILE 10925 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000042 
Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: HSFK 0.5a for Yaroze CD. 

Date: Tue, 02 Sep 1997 12:10:22 -0700 
Organization: Cobra Developments 

Lines: 32 

Message-ID: <340C649E.45CD@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Hello Sony Team 


I have recently updated my project to version 0.5 Alpha 

& would like to have it included on the ECTS CD. I hope 

I have met the deadline which is the 04.09.97. The demo is 
still alpha, but as I have run out of development time, this 
will have to suffice for now. Changes made include -: 
Improved Character Animation/Design, Credit/Intro Screens, 

& improved memory usage. The Demo can be obtained via-: 
(update permiting,I uploaded this morning) - 


1. My HomePage on Yaroze: http://www.playstation.co.uk/~colind/ 
2. My Ftp area on Yaroze: 
http://www.playstation.co.uk/~colind/ftp/hsfk05a.zip 

3. My Homepage on Demon : http://www.cobradev.demon.co.uk/ 


Please make sure to only use v0.5a & not v0.4a which is not to be used 
for public 

release. I would be grateful if you could send confirmation if the demo 
is to be 

included. 


Regards. 
Thanks in Advance 


Colin Adams 

Cobra Developments 

Email: colin@cobradev.demon.co.uk 
See HSFK v 0.58 PlayStation Yaroze Demo at-: 
http://www.cobradev.demon.co.uk/ 

—-MESSAGE FILE 10925 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000042 
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——MESSAGE FILE 10926 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000043 
Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Yaroze showcase demos 

Date: Tue, 02 Sep 1997 12:14:02 -0700 

Organization: Cobra Developments 

Lines: 60 

Message-ID: <340C657A.11CA@cobradev.demon.co.uk> 

References: <33E1A0D0.56B2@interactive.sony.com> <33E1D6FC.EBE@interactive.sony.com> 
NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Developer Support wrote: 


Developer Support wrote: 


Everyone will be fully credited. 


> 

> Yaroze demo discs 

> 

> At SCEE we are making Yaroze demo discs of samples 

> from the European Yaroze website. These discs will be shown 
> to press, retailers and marketing people to showcase the 
> Yaroze and what it can do. 

> 

> If you fancy showing off your demo or game, 

> post it to the website and make a posting to the 'mydemos' 
> newsgroup. 

> 

> Nothing will infringe authors' ownership of programs. 

> 

> 

> 


Post your programs soon so that we can show them at ECTS ..... 


NOTE: we will be making 2 demo discs over the next month or two. 


The first will be for the press, the second will be shown at ECTS 
itself throughout the show. 


Deadline for the first disc is 12th August, 
deadline for the second is 4th September. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


I have recently updated my project to version 0.5 Alpha 

& I would like to have it included on the ECTS CD. I hope 

I have met the deadline which is the 04.09.97. The demo is 
still alpha, but as I have run out of development time, this 
will have to suffice for now. Changes made include -: 
Improved Character Animation/Design, Credit/Intro Screens, 

& improved memory usage. The Demo can be obtained via-: 
(update permiting,I uploaded this morning) -: 


1. My HomePage on Yaroze: http://www.playstation.co.uk/~colind/ 
2. My Ftp area on Yaroze: 
http://www.playstation.co.uk/~colind/ftp/hsfk05a.zip 

3. My Homepage on Demon : http://www.cobradev.demon.co.uk/ 


Please make sure to only use v0.5a & not v0.4a which is not to be used 
for public 

release. I would be grateful if you could send confirmation if the demo 
is to be 

included. 


Regards. 


Thanks in Advance 
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Colin Adams 
Cobra Developments 
Email: colin@cobradev.demon.co.uk 
See HSFK v 0.58 PlayStation Yaroze Demo at-: 
http://www. cobradev.demon.co.uk/ 
——MESSAGE FILE 10926 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000043 


—-MESSAGE FILE 10927 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000044 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Wed, 03 Sep 1997 15:44:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <340D77C3.2C22E042@micronetics.com> 

References: <3406E07C.6E91B93A@interactive.sony.com> <MPG.e735e443238e95e98968e@news 
-playstation.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Michael Raasch wrote: 

> 

In article <3406E07C. 6E91B93A@interactive.sony.com>, 
dev_support@interactive.sony.com says... 

> http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html 
uhm, the page is ok, but I can't d/l the demos as they can't be found: 


Not Found 


The requested object does not exist on this server. The link you followed 
is either outdated, inaccurate, or the server has been instructed not to 
let you have it. 

Please inform the site administrator of the referring page.-- 


VVVVVVVVV VV 


This still appears to be broken. Any idea if it will be fixed soon? 


-Jim 
——MESSAGE FILE 10927 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000044 


——MESSAGE FILE 10928 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000045 
Path: chuka.playstation.co.uk!news 

From: jim@micronetics.com 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 
Date: 3 Sep 1997 15:13:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <5ujurd$2gk11@chuka.playstation.co.uk> 
Reply-To: jim@micronetics.com 

NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Jim, 

This is now fixed. A little modification to our WWW server means 
that this URL 
should now be OK. 
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Let us know of any other oddities you find ! 
(Except for the SCEA site, unfortunantely many of their .cgi scripts 


will not work here, 
since our security policy restricts .cgi's to cgi-bin only). 


Paul 


From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Michael Raasch wrote: 

> 

In article <3406E07C. 6E91B93A@interactive.sony.com>, 
dev_support@interactive.sony.com says... 

> http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html 
uhm, the page is ok, but I can't d/l the demos as they can't be found: 


Not Found 


The requested object does not exist on this server. The link you followed 
is either outdated, inaccurate, or the server has been instructed not to 
let you have it. 

Please inform the site administrator of the referring page.-- 


VVVVVVVVV VV 


This still appears to be broken. Any idea if it will be fixed soon? 
-Jim 


——MESSAGE FILE 10928 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000045 


——MESSAGE FILE 10929 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000046 
Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Wed, 3 Sep 1997 19:07:07 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 13 

Message-ID: <MPG.e77b7a7a9a3892298968f@news.playstation.co.uk> 
References: <S5ujurd$2gk11@chuka.playstation.co.uk> 
NNTP-Posting-Host: portl16.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


Hi Paul 


> This is now fixed. A little modification to our WWW server means 
> that this URL 

> should now be OK. 

> 

> Let us know of any other oddities you find ! 

nope, it still doesn't work :-( 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 10929 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000046 


—-MESSAGE FILE 10930 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000047 
Path: chuka.playstation.co.uk!news 

From: SCEE Developer Sypport <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Wed, 03 Sep 1997 18:12:43 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <340D9A8B.AFAB18D9@interactive.sony.com> 
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References: <S5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> 

NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (X11; I; SunOS 5.5.1 sun4u) 


OK, 
_Now_ its fixed. 


I had to patch up 
http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html and 
http://www.playstation.co.uk/forum/program/pssoft.html for consistency. 


All done ;-) 


Michael Raasch wrote: 


Hi Paul 

> This is now fixed. A little modification to our WWW server means 
> that this URL 

> should now be OK. 

> 

> Let us know of any other oddities you find ! 


nope, it still doesn't work :-( 


hasta la pasta, .\\ichael 


VVVVVVVVVVV VV 


"Wenn das John Wayne noch erlebt haette..." 


——MESSAGE FILE 10930 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000047 


—-MESSAGE FILE 10931 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000048 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: 3 Sep 1997 19:08:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bcaa61$5557d360$c793989e@fourny.demon.co.uk> 

References: <S5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> _Now_ its fixed. 


Yowser these are good! HAve you tried yakata? I couldnt get it to unzip 
with the lha from the utilities page, it said unknown format. 


dungeon, a go. Sounds like some painful d&d program but woah I love it. At 
this moment in time, its the best game in the world. Kitten textures, 
earthquakes, cheesy handclaps, 600mph mental view angle. 


laydion is probably second. terra incognito is dead competent but too 
knight lorish for mee. 


Sorry I've got to go back and play dungeon a go again. 


Grim 


——MESSAGE FILE 10931 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000048 
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——MESSAGE FILE 10932 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000049 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: 4 Sep 1997 19:09:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0Olbcb966$e0d21b80$77el6dc0@ulthar.han.de> 

References: <5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> <01bcaa61$5557d360$c79398 
9e@fourny.demon.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


"dungeon, a go" is cool, fun, fast and has gameplay. Get it! 
Roland 


> dungeon, a go. Sounds like some painful d&d program but woah I love it. 
At 

> this moment in time, its the best game in the world. Kitten textures, 

> earthquakes, cheesy handclaps, 600mph mental view angle. 


——MESSAGE FILE 10932 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000049 


—-MESSAGE FILE 10933 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000050 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: 5 Sep 1997 19:03:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0Olbcaaf8$28166960$c793989e@fourny.demon.co.uk> 

References: <S5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> <01bcaa61$5557d360$c79398 
9e@fourny.demon.co.uk> <01lbcb966Se0d21b80S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


"dungeon, a go" is cool, fun, fast and has gameplay. Get it! 


> 
> 
> Roland 
> 


It punks. And then it punks some more. 


Roland, have you worked out the earthquakes yet? What about the flying cube 
things that hover over the maze? 


—-MESSAGE FILE 10933 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000050 


—-MESSAGE FILE 10934 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000051 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: 5 Sep 1997 22:49:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olbcba4e$dd109c40$77el6dc0@ulthar.han.de> 

References: <S5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> <01bcaa61$5557d360$c79398 
9e@fourny.demon.co.uk> <Olbcb966Se0d21b80$77el6dc0@ulthar.han.de> <Olbcaaf8$28166960 
$c793989e@fourny.demon.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Net Yaroze newsgroups message dump.txt Page 7279 


I really don’t like the earthquakes too much. The whole world then banks 
which makes moving very difficult. I saw the flying cube several times but 
that’s it. Did anybody else find out? 

> 

> Roland, have you worked out the earthquakes yet? What about the flying 
cube 

> things that hover over the maze? 


——MESSAGE FILE 10934 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000051 


—-MESSAGE FILE 10935 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000052 
Path: chuka.playstation.co.uk!news 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: A game that's too hard 

Date: 8 Sep 1997 12:04:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <01bcbc51$15520180S$5de72ac2@ira-rainey> 
NNTP-Posting-Host: dialup-13-29.netcomuk.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 


I have been told by more than one person that my latest game demo, a dog 
tale is too hard. 


I knew it was pretty difficult, but it's not impossible. However, it would 
appear that those who have played it, have played the NTSC version, which 
is really a bit of a hack. 


As I wrote the game for PAL, all I did for NTSC was to change the video 
mode at the start of the game, knowing full well that it would be quicker, 
but not knowing how hard it would be to play. 


So I've chucked in another hack. There now only exists one version, which 
will auto-detect which video mode you are running in and if it's NTSC, then 
it will give you a polite warning and offer you the chance to run the game 
in glorious colour, but at a speed of which you'll never be able to finish 
the game, or switch the video mode to PAL and run it in true Atari style 
black and white, but at a more acceptable speed. The choice is yours. 


You can't please all the people all the time, but I like it just fine. 


Ira 
——MESSAGE FILE 10935 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000052 


——MESSAGE FILE 10936 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000053 
Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Robot Game/Demo 

Date: 9 Sep 1997 00:31:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbcbc57$e99a2020Sc31lde8c3@fred> 
NNTP-Posting-Host: 1d56-195.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Well, I took 13 floppy's (don't worry, one demo to a disk not one huge 
demo) down to ECTS to hand out the first alpha of my game, and now the 
rest of you can have a look! 


It's at http://www.playstation.co.uk/~hexadecimal 
or http://www.playstation.co.uk/~1001101 


And comes just over 40K, or something. 
Mike Enoch. 


P.S. Yes, taking 13 floppies probably did give me bad luck, I got so many 
freebies that my arms still ache from carrying the bag..... 
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——MESSAGE FILE 10936 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000053 


—-MESSAGE FILE 10937 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000054 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Robot demo in NTSC? 

Date: Tue, 09 Sep 1997 09:38:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <34150AFC.607E095Bemicronetics.com> 

References: <34054B7E.986E7826@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


I have blagged a NTSC Telly. Would anyone be intrested if I port mydemo 
to NTSC or would I be wasting my time? 


Cheers 


Jim 
http://www.playstation.co.uk/~Sigl1LL 


Jim wrote: 
Finally I've got round to uploading a demo. Phew! 
Follow the links from http://www.playstation.co.uk/~Sigl1LL 


This demo certainly proves that programmers can't draw. (i.e.. ME) 
This will be fixed in the next release. 


I'm quite chuffed with the spot lighting effect I've achieved though. 
There's also a cheesy particle effect thingy. And the camera movement 
is a bit broken (goes through walls). but.. 


Let me know what y'all think. 
Its just a technology demo though, not a game, hence its not polished, 
at all. 


VVVVVVVVVVVV VV VV V 


-JiM 
——MESSAGE FILE 10937 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000054 


——MESSAGE FILE 10938 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000055 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Groove Baby 

Date: Tue, 30 Sep 1997 10:01:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3430BFD3.9E9D0550@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi, 


There is a new demo on my web site let me know what you think. 
http://www.playstation.co.uk/~Sigl1LL 


It demonstrates realtime decompression to achieve the animation. 


If there is any call for the source I'll release it at some stage. 
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-Jim 
——MESSAGE FILE 10938 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000055 


—-MESSAGE FILE 10939 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000056 
Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game 

Date: Thu, 30 Oct 1997 18:19:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <ira-3010971819420001@dialup-18-23.netcomuk.co.uk> 
References: <63adsiSsk224@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-18-23.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <63adsiS$sk224@chuka.playstation.co.uk>, "SCEE" 
<dev_support@interactive.sony.com> wrote: 


> Do you want your playable demo to be seen by hundreds of thousands of 
> people? 


Yes 


> Post your demo to your home page (source optional) by Monday 3rd November, 
> 9am, at the latest. 


Done. a dog tale (OK I know it's hard, but it's not impossible!) 


> Please display the Net Yaroze title screen (see website) for a few seconds 
> at the start of the program. 


Done 

> Please post to this newsgroup telling us about your submission. 
Done 

> The winner will be notified within the week. 


I'm waiting 


Later 
Ira 


http://www.netyaroze-europe.com/~shadow 
—-MESSAGE FILE 10939 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000056 


—-MESSAGE FILE 10940 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000057 
Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game 

Date: Fri, 31 Oct 1997 23:57:46 GMT 

Organization: Into Beyond 

Lines: 26 

Message-ID: <345c4e29.757852@news.playstation.co.uk> 

References: <63adsiSsk224@chuka.playstation.co.uk> <ira-3010971819420001@dialup-18-2 
3.netcomuk.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 30 Oct 1997 18:19:42 +0000, ira@netcomuk.co.uk (Ira Rainey) 
did quoth at me: 
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>> The winner will be notified within the week. 
> 
>I'm waiting 


5) 


Just out օք interest, we may have a little game demo available for 
early December, maybe late November. Is this too late to get on the 
CD? Forgetting about winning etc... 


Note that I can ensure this demo will load from CD etc so it wouldn't 
need any extra changes, and I can provide a suitable gold disc. 


Regards, 
Alex Amsel 


Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
For all your Win95/NT/Console Game and Tool Development 
And we say, "A good programmer always blames Microsoft" 
I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 10940 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000057 


+ ++ 


+ 


+ 
+ 
+ 
+ 


——MESSAGE FILE 10941 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000058 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Glintbox - Here, Now! 

Date: Wed, 05 Nov 1997 16:52:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3460A43D.3409@sms.ed.ac.uk> 
NNTP-Posting-Host: atl4-022.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


It's new... 

It's pretty... 

It's GsGLINE city! 

— pick up GlintBox V1.0 (source) from: 
http://www.netyaroze-europe.com/~mrfrosty 
Boy, my head's still spinning! 


James. 
—-MESSAGE FILE 10941 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000058 


—-MESSAGE FILE 10942 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000059 
Path: chuka.playstation.co.uk!news 

From: Stephen Ewart <S.Ewart@ulst.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: landscapes 

Date: Thu, 13 Nov 1997 13:15:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <346AFD62.52BF@ulst.ac.uk> 
NNTP-Posting-Host: ijce231l.infj.ulst.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 
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Anyone interested in dynamically created landscapes. 
Check out 


http://www.netyaroze-europe.com/~sewart 


.. Steve 
—-MESSAGE FILE 10942 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000059 


—-MESSAGE FILE 10943 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000060 
Path: chuka.playstation.co.uk!news 

From: defaultuser@domain.com 

Newsgroups: scee.yaroze.mydemos 

Subject: analog controller demo 

Date: Wed, 03 Dec 1997 23:30:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3485EBA5.3601141Beégeocites.com> 

NNTP-Posting-Host: 193.132.195.158 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


I've just uploaded a new demos to 
http://www.netyaroze-europe.com/~SiglLL/ftp/demos/ANALOG. ZIP 


It plays around with the analog controller.. have a go, tell me what you 
think. 

It should also work in NTSC although I have not tested this 100% if 
there are 

problems let me know... 


Source available if you want it.. 


Cheers 
/Jim 


——MESSAGE FILE 10943 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000060 


——MESSAGE FILE 10944 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000061 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: New All-Star Vacation Pune 

Date: Thu, 1 Jan 1998 20:15:05 -0000 

Organization: Yaloozer 

Lines: 18 

Message-ID: <68gt6p$9i4j9@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I've revamped Pune to make it all sparkly and now it plays more like the 
original arcade version. In fact, some people think its even better! 


New Էհւոցտ:- 


ա 20 new levels 

x Up to 8 players with new 'cooperative' mode 

x Totally great hypnotic rotating logo and coloured lights. 
ԵՏ 


New thinner 'slim-fast' worms for more room to wriggle. 
WIth fool source code. 
Yay go get it folks 
http://www.netyaroze-europe.com/~frothy/ 


Graeme 
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——MESSAGE FILE 10944 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000061 


—-MESSAGE FILE 10945 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000062 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Gravity Force 

Date: Wed, 07 Jan 1998 06:19:56 +0000 
Organization: Bacardi Ferrari V12 

Lines: 11 

Message-ID: <34B31E8C.4843@manc.u-net.com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ok, a bit ropey at the moment (v0.9b) but it's in a playable demo 
state. Your GPU will remain COLD while you play this! 


http://www.netyaroze-europe.com/~shaughnj/ftp/gforce.zip 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


--MESSAGE FILE 10945 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000062 


——MESSAGE FILE 10946 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000063 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: ShadeBob demo 

Date: Wed, 07 Jan 1998 16:14:33 +0000 

Organization: The Hex Heroes 

Lines: 16 

Message-ID: <34B3A9E9.829@sms.ed.ac.uk> 

Reply-To: j.t.rutherford@sms.ed.ac.uk 

NNTP-Posting-Host: ml4-p53.publab.ed.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Macintosh; I; PPC) 


Are there any fans of Yak's lightsynth stuff out there...? 
Techno hippies and psychadelic wild kids should point their browsers 
at: 
http: //www.netyaroze-europe.com/~mrfrosty 


Zoom to the download section, check out the screen shots 
and grab a SHADEBOB synth of your very own! 


The lightsynth is enhanced for analogue pad freaks. 
The standard pad posse can have fun as well, though. 


Go on, treat yourself - you deserve it... 


James Rutherford (~mrfrosty) 
—-MESSAGE FILE 10946 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000063 


—-MESSAGE FILE 10947 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000064 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Black Magic (All NY Users please read this!) 
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Date: Wed, 07 Jan 1998 16:32:25 +0000 
Organization: The Hex Heroes 

Lines: 121 

Message-ID: <34B3AE18.586@sms.ed.ac.uk> 
Reply-To: j.t.rutherford@sms.ed.ac.uk 
NNTP-Posting-Host: ml4-p53.publab.ed.ac.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Macintosh; I; PPC) 


The most sensible place for this posting would be on < 
scee.yaroze.announce, but I'm not able to post to that. If anyone < 
from SCEE is reading this and agrees with me then I'd be grateful < 
if this posting (and any follow-ups) could be moved for me. < 

Thanks - James. < 


VV V V V 


I had this idea the other day. 


I'm sure Sony must have considered it, Dbut I've never heard anything 
about it. 


The thing is, I think Sony could quite easily manage to produce a budget 
range of software for the Playstation using Yaroze programmers' code. 


It makes sense. 


The cost of games has escalated to an almost prohibitive height - high 
production costs (approaching Hollywood film budgets) commonly being 
cited as a reason. 


If the Official Playstation Magazine can manage to get itself anda 
coverdisk onto the shelves for a fiver, then surely Sony themselves 
could get a budget range out for less than a ten pounds. 


Okay, the mechanics of it: 


1) Sony asks for submissions for the scheme (like they have 
previously asked for coverdisk submissions - but without 
deadlines). 

2) Some code-whiz comes up with a game-engine that looks as though it 
might work well and submits it. 

3) Sony spots 'a good thing' and asks for a small report on the game: 
how many levels, whether there's a cheat mode, whether anything 
has been 'borrowed'. 


4) The game is put through a small amount of Sony QA to ensure that 
it is substantially enjoyable / doesn't hang too frequently. 
5) Sony either responds with a report asking for more levels / more 


variety / less difficulty or accepts the game as it is. 

6?) A minimal amount of labour from the Sony codeshop could be used to 
put an extra sparkle on the graphics or clean up the sound. 

7) A contract is signed. 

8) Sony creates an identity for the scheme - single thickness CD 
cases, silver stickers, a picture of a Yaroze on the box. Some 
snappy title is attached to the range ('Black Magic' is a 


favourite of mine) - it's all gimmicky, I know, but it'll help 
sales. 
9) CDs are pressed and packaging constructed. 


10) For every game sold, a small royalty is sent to the originator 
(to help cover the cost of Yaroze and programming time, as an 
incentive to keep the quality high and to help buy new kit). 

11) The coder is sent regular sales reports and five / ten limited 

edition (packaging) copies of the game to treasure or give to 
friends. 

12) Two options - the scheme flops: Sony loses very little money, gets 
a pat on the back from the gaming press and 
everybody goes home a little wiser. 

- the scheme succeeds: everybody benefits big time. 
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Accountancy Was Never My Strongpoint: 


As I've expressed, I'm sure it wouldn't be that expensive to create 

the physical media. There are no SGI / movie production costs. Placing 
the game in the shops at a 'feel-good' price (*) would allow 
point-of-sale profit, a couple of quid for the programmer and a similar 
amount for Sony. Advertising could be done cheaply through game demos 
(produced by the coder) on magazines, or as demos on other Black Magic 
disks. Game reviews / news will also do no harm (Three good lines of 
text in Edge would secure interest from all of their PSX readership). 


(*) (to me 6.99 sounds just too cheap for a quality game and 9.99 might 
be too expensive - try 7.99). Remember that covermount magazines sell 
relatively well for a fiver. 


It's pretty obvious that consumers won't be expecting a 10 quid game to 
be up to the standard of a 40 quid game, and certainly the graphics and 
sound won't be. But after playing for a bit I'd hope they'd be surprised 
at how enjoyable the budget game is compared to the real thing - and 
they'd give the scheme another go. It's important that the standard of 
gaming experience is kept high throughout these games so that the range 
is not tarnished. 


What SCEE would get out of it: 


* Increased consumer awareness of Yaroze. 

Increased consumer interest in Yaroze. 

* More Kudos for bringing the 'bedroom-coders' back into the 
mainstream. 

* A Playstation software library which challenges more frontiers than 
at present. 

* A range which challenges more frontiers than Sony's rivals (a point 
not to be underestimated). 

* Truly budget software for people with 'sensible' money (in line with 
that of the ST/AMIGA 10+ years ago). 


+ 


A Cautionary Note: 


At one point (before Yaroze came to Europe), Sony were talking about 
releasing Yaroze compilation disks. I would avoid this idea. 
Compilations tend to devalue the individual games and I feel that a 
single game at 8 quid would give more gaming pleasure than three at 20. 


What do YOU think? 

Please post your comments in reply. 

I'd be particularly interested in responses from journalists, SCEE 
propellor-heads and anyone who thinks they've produced anything 
worthwhile. 


Cheers, 


James Rutherford (j.t.rutherford@sms.ed.ac.uk) 
http: //www.netyaroze-europe.com/~mrfrosty 
——MESSAGE FILE 10947 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000064 


——MESSAGE FILE 10948 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000065 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.mydemos 

Subject: car driving demo 

Date: 7 Jan 1998 18:09:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01bd1b98$36371380S77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 
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I've put my first demo here (full source code included). 
http://www.netyaroze-europe.com/~roland/ 


It's not a game. Something similar to micar. 
Tell me what you think about it (good or bad). 


Roland 
—--MESSAGE FILE 10948 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000065 


--MESSAGE FILE 10949 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000066 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Black Magic (All NY Users please read this!) 
Date: Fri, 09 Jan 1998 10:28:01 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 26 

Message-ID: <34B56101.95D1C34@cybec.com.au> 

References: <34B3AE18.586@sms.ed.ac.uk> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


James Rutherford wrote: 
> 
> I had this idea the other day. 


[every NY coder's dream snipped] 


This sort of thing would be absolutely wonderful from our (we being the 
NY Users) point of view, for obvious reasons. I'm curious as to the 
total cost of publishing a game though. It's more than just pressing a 
CD and packaging it. Actually getting it to the people must involve all 
sorts of crap, though I really don't know what..? But distribution 
can't be a trivial issue. 


A HUGE blockbuster, Quake II, originally cost Տճ99 in the shops. The 
shops paid around $A75 for it (divide by about 2.5 to get English 
pounds). That's a lot of money for a CD in a box, even for Quake. Is 
that cost attributed mainly to development or publishing or what? 


If publishing costs are rather high, then why would Sony want to gamble 
on what is essentially a 3rd rate product (probably - I'm not saying we 
can't make a decent game, but I reckon it'd have to be of the quality of 
‘Terra Incognita' before Sony would think twice). 


Hrrmm. 
Toby. 
——MESSAGE FILE 10949 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000066 


—-MESSAGE FILE 10950 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000067 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Between Your Eyes - the source code 

Date: Fri, 9 Jan 1998 15:36:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <695gubSbfn5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


http://www.netyaroze-europe.com/yaroze/ftp/comp/demos/bte.zip 


Bigger and better than seen on the magazine 
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——MESSAGE FILE 10950 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000067 


——MESSAGE FILE 10951 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000068 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Net Yaroze Fame Game (continues in '98 ...) 

Date: Fri, 9 Jan 1998 15:39:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <695gufSbfné6é@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:29 scee.yaroze.freetalk.english:2 
83 scee.yaroze.mydemos: 68 


"News just in ...... I 
'Official PlayStation sales figures for last month's Christmas edition were 
240,000 in UK alone! ' 


More fame opportunities! 

We are now looking for the 6th Net Yaroze playable demo to go on 'Official 
PlayStation Magazine’ Demo Disc which will go out to hundreds of thousands 
keen PlayStation games players in Europe and Australia in April '98. If you 
would like to see your playable demo on the disc then get programming. 
Closing date is Monday 19th April at 9:00am. 

Please remember to include the title screen on the front of your game - this 
can be found in the download area (demodisc.zip) within the demo section on 
the Members Web site. 

and 

Please advise by e-mail asap if you are submitting a game. 

Entries will be judged on Monday 19th April at 9:00am and the winner will be 
notified shortly afterwards! 


Remember: 

1. Entries should not contain copyright material of any third party. 
Entries containing copyright material which are submitted without clear 
evidence of the owners express permission for its inclusion will not be 
used. 

2. Product titles, publisher/developer names, and brands and associated 


imagery and/or trademarks are copyright material of their respective 
owners. 

3s Entries must be created using NY PlayStation libraries only, and 
created by a Net Yaroze Member. 

4. Also, entries must be free of any claims of ownership or otherwise by any 
third party, and must not have been made available to third parties with 
the intention of commercial usage. 

Good luck! 


NET YAROZE 


——MESSAGE FILE 10951 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000068 


——MESSAGE FILE 10952 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000069 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: WANTED: Substantial game demos 

Date: Fri, 09 Jan 1998 18:30:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <34B66CCD.3DA2@sms.ed.ac.uk> 
NNTP-Posting-Host: at14-013.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 
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I've started a Yaroze reviews section on my page. 
Has anybody produced anything of substance they'd like featured? 


-> Dive to [http://www.netyaroze-europe.com/~mrfrosty] and read the 
submission guidelines. 


— Also check out some of the mega new games coming from SCEI - some of 
them give the commercial stuff a good cuffing. 


Cheers, 


James (mrfrosty). 
--MESSAGE FILE 10952 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000069 


—-MESSAGE FILE 10953 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000070 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: WANTED: Substantial game demos 

Date: 9 Jan 1998 19:48:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <0O1lbd1d38$63dddb60$77el6dc0@ulthar.han.de> 
References: <34B66CCD.3DA2@sms.ed.ac.uk> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


> — Also check out some of the mega new games coming from SCEI - some of 
> them give the commercial stuff a good cuffing. 


I would like to. The problem is my Japanese is pretty limited. Could you 
give us some direct links? 


Roland 
——MESSAGE FILE 10953 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000070 


—-MESSAGE FILE 10954 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000071 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: Net Yaroze Fame Game (continues in '98 ...) 

Date: Sat, 10 Jan 1998 11:15:35 -0600 

Organization: (no organization) 

Lines: 15 

Message-ID: <34B7ACB7.1FAD@charlie.cns.iit.edu> 

References: <695gufSbfn6@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:30 scee.yaroze.freetalk.english:2 
87 scee.yaroze.mydemos:71 


SCEE wrote: 

> More fame opportunities! 

> We are now looking for the 6th Net Yaroze playable demo to go on ‘Official 
> PlayStation Magazine' Demo Disc which will go out to hundreds of thousands 
> keen PlayStation games players in Europe and Australia in April '98. 


v 


3% Entries must be created using NY PlayStation libraries only, and 
> created by a Net Yaroze Member. 


I think I remember reading on the SCEE web page that this contest is 
only for SCEE Net Yaroze members. Is this true, or can we SCEA members 
submit titles for consideration? We don't seem to have a similar 
outlet in the US. 
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Ed Federmeyer 
——MESSAGE FILE 10954 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000071 


—-MESSAGE FILE 10955 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000072 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Follow me! 

Date: Mon, 12 Jan 1998 11:47:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34BA02D9.452C@sms.ed.ac.uk> 

References: <34B66CCD.3DA2@sms.ed.ac.uk> <01bd1d38S63dddb60$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: at14-017.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Roland Boettcher wrote: 


> I would like to. The problem is my Japanese is pretty limited. Could >you give us 
some direct links? 


If you hop along to my page, navigate to the 24C Resource and to the 
Yaroze reviews section, there's a link to all of the demos I've 
featured. 


(And for a limited time - Hover Racing is available at one click, simply 
because everybody NEEDS this game). 


James. 
—-MESSAGE FILE 10955 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000072 


—-MESSAGE FILE 10956 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000073 
Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Between The Eyes - FINAL 

Date: Mon, 12 Jan 1998 14:01:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <69d8c4Sbfn9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


The finished and much-extended version of Between The Eyes, 
the 3d tunnel racer, is now available at 


http://www.netyaroze-europe.com/yaroze/ftp/comp/demos/bte.zip 
and also via my homepage 
http://www.netyaroze-europe.com/~lewis_e 


Much improved on the earlier demo version that went on the cover disc 
for official PlayStation magazine. 


Have fun, and please provide feedback! 


Lewis 


—-MESSAGE FILE 10956 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000073 


——MESSAGE FILE 10957 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000074 
Path: chuka.playstation.co.uk!news 

From: "B.E. Baker (posted by JTR)" <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.mydemos 
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Subject: Nice idea but... 

Date: Thu, 15 Jan 1998 12:36:54 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <34BE02E6.5B9F@sms.ed.ac.uk> 
References: <34B3AE18.586@sms.ed.ac.uk> <34B56101.95D1C34@cybec.com.au> 
NNTP-Posting-Host: at15-043.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


— I recieved the following by email, so I thought I'd post it to the 


= thread... 

—Date sent: Wed, 14 Jan 1998 19:55:24 GMT 
—From: (Brian E. Baker) 

= Te j.t.rutherford@sms.ed.ac.uk 
—Subject: Nice idea but. 


Browsing your 24C pages I read you idea for yaroze games, 
nice idea but 


7.99 - A least a third of this would be taken by retailers :- 
(2.6ukp ish) 

At least one pound taken for production. 

Probably 50 or so pence for distributers 

— Sonys costs, at least a couple of quid. 


I'm sure that there are somethings that I forgot in this price 
breakdown. 

Not a lot of cash to go round :-( 

There are now some games on the shelf for 9.99 and 14.99 I think that 
Loaded may be one of them, there are quiet a few coming out as the 
market matures, i.e. publishers try to flog of the leftovers of games to 
make room in the warehouse. 


The cheap yaroze games I doubt will provide the kind of games that 
people want to play without a good few years worth of work being put in 
by one or two people, and the next gen PSX will be just arround the 
corner them. 


Brian 


P.S. No connection to anything important just a Yaroze owner :-) 
——MESSAGE FILE 10957 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000074 


——MESSAGE FILE 10958 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000075 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Am I being too naive? 

Date: Thu, 15 Jan 1998 13:19:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <34BEOCFC.78F7@sms.ed.ac.uk> 

References: <34B3AE18.586@sms.ed.ac.uk> <34B56101.95D1C34@cybec.com.au> <34BE02E6.5B 
9E@sms.ed.ac.uk> 

NNTP-Posting-Host: at15-043.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Yes, I agree with the majority of what both of you (Toby and Brian) have 
said. 


However, whilst I am aware that: 

1) Getting a game onto the market has high production / distribution 
costs. 

2) There is currently precious little on the SCEE pages to inspire 
confidence in such a venture. 
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3) Sony is a business (ie. profit-orientated). 


I am also aware that: 

1) The price of games has risen at a far higher rate than inflation 
(high production costs are always wielded as an excuse). 

2) Some of the more recent SCEI stuff is at least appproaching the big 
league - I cite Hover Racing, Gas Girl and TanTank 2 as 
examples. 
I (perhaps naively) believe that this sort of thing would sell 
very well at the 10ukp/sub-10ukp level. 

3) Businesses (like Sony) ought to keep fresh in order to thrive: 
Getting software out with this kind of price tag is something 
which Nintendo COULD NOT DO with the N64 (regardless of 
quality). 


So while it is true that the idea is currently unfeasible (due to a lack 
of marketable quality software), I think it WOULD be technically 
possible for Sony to get games out at such a price (with their 
doubtlessly well-established distribution lines). 


I think I read a quote in Edge magazine to the effect that Sony would be 
"keen to work" with Yaroze people who were producing quality stuff. 
Whilst I wouldn't expect them to lower the Playstation brand-name by 
releasing 'third-rate' software (though some commercial stuff isn't too 
hot), I believe some Yaroze coders have it within themselves to produce 
a 'first-rate' game engine and Sony can help with the GFX/SFX sparkle 
later (the game engine is after all, what this is all about - please 
nobody forget this). 


All it takes is one programmer or team to produce something worthwhile. 
By talking through the idea, the Sony think-cogs can at least be put 
into motion. Maybe it is unfeasible, but if it IS feasible then the 
structures will already be in place to take this wonder game from our 
screens to the marketplace as soon as it appears - people may also be 
more focussed in what they do. 


Does anybody have any other thoughts? 
SCEE? (I listen to my voice echo around the room...) 


James Rutherford (mrfrosty). 
——MESSAGE FILE 10958 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000075 


——MESSAGE FILE 10959 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000076 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Am I being too naive? 

Date: Fri, 16 Jan 1998 19:24:45 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 19 

Message-ID: <34BF194D.2EDF95D5@cybec.com.au> 

References: <34B3AE18.586@sms.ed.ac.uk> <34B56101.95D1C34@cybec.com.au> <34BE02E6.5B 
9EF@sms.ed.ac.uk> <34BEQOCFC.78F7@sms.ed.ac.uk> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Actually, I reckon your original idea has plenty of merit, except I know 
I wouldn't buy a single yaroze-made game from a shop (except maybe out 
of curiosity). BUT! I think I would buy a CD which had 4 games on it. 
I'd be thinking 'at least one of these has to be good'. 


Maybe only 2 games per CD. The real problem is a lack of games in the 
first place. Yaroze has been here for a year, but there few games that 
are releasable, yeah? I've only had mine since Christmas, but still I'd 
like to have something ready for either submission for the Edge compo, 
or for the next PS Mag coverdisk. 
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Still, there can't be many people trying to get stuff on the coverdisks, 
are there? I mean Lewis put his tunnel thing on the last mag I bought, 
which indicates to me that there aren't enough and the Sony guys have to 
chip in. Or am I (preferably) wrong? IS there much competition to get 
on the coverdisks? SCEE? 


Toby. 
(Sorry, still a newbie, but loving it) 
—-MESSAGE FILE 10959 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000076 


—-MESSAGE FILE 10960 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000077 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Am I being too naive? 

Date: 16 Jan 1998 09:04:20 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 36 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69n7qkS$fa81@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hey there, 


>Maybe only 2 games per CD. The real problem is a lack of games in the 
>first place. Yaroze has been here for a year, but there few games that 
>are releasable, yeah? I've only had mine since Christmas, but still I'd 
>like to have something ready for either submission for the Edge compo, 
>or for the next PS Mag coverdisk. 


I think this is the year that SCEE Yaroze members will bring out some cool 


>Still, there can't be many people trying to get stuff on the coverdisks, 
>are there? I mean Lewis put his tunnel thing on the last mag I bought, 
>which indicates to me that there aren't enough and the Sony guys have to 
>chip in. Or am I (preferably) wrong? IS there much competition to get 
>on the coverdisks? SCEE? 

Well there has been Between the Eyes, Clone, Dog Tale, and Bouncer 2 on 
cover discs. 
There are plenty of demos but we would like more "playable demos" then 
technical demos. 

Its all up to the Yaroze members whether or not they want their one month 
of fame. Also if 

you want to break into the game industry this is a great opportunity for 
you to tell a company 

that your game has been on a cover disc....it looks great on a C.V! 


Latah... 


George@SCEE 


—-MESSAGE FILE 10960 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000077 


—-MESSAGE FILE 10961 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000078 
Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Follow My Camera 

Date: Fri, 16 Jan 1998 10:34:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <34BF37A2.4FB1l@interactive.sony.com> 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Follow My Camera, a 3d camera-disorientation 
take on breakout, is now available from 
http://www.netyaroze-europe.com/~lewise/ftp/follow.zip 


visit my home page 
http://www.netyaroze-europe.com/~lewise 


Have Fun 


Lewis 
——MESSAGE FILE 10961 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000078 


——MESSAGE FILE 10962 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000079 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Follow My Camera 

Date: Sun, 18 Jan 1998 11:34:10 +1100 
Organization: Cybec Pty. Ltd. 

Lines: 14 

Message-ID: <34C14E02.BE796366@cybec.com.au> 
References: <34BF37A2.4FB1@interactive.sony.com> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Developer Support wrote: 

> 

> Follow My Camera, a 3d camera-disorientation 

> take on breakout, is now available from 

> http://www.netyaroze-europe.com/~lewise/ftp/follow.zip 
> 

> visit my home page 

> http://www.netyaroze-europe.com/~lewise 

> 

They don't seem to exist, man. It is me or is the URL wrong/permissions 
wrong? 

Toby. 


—-MESSAGE FILE 10962 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000079 


—-MESSAGE FILE 10963 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000080 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Follow My Camera 

Date: 18 Jan 1998 09:17:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0Olbd23f2$c15d0ac0$77el6dc0@ulthar.han.de> 

References: <34BF37A2.4FB1l@interactive.sony.com> <34C14E02.BE796366@cybec.com.au> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


> > visit my home page 

> > http://www.netyaroze-europe.com/~lewise 

>> 

> 

> They don't seem to exist, man. It is me or is the URL wrong/permissions 
> wrong? 

> 

> 


Toby. 
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> 


it's at http://www.netyaroze-europe.com/~lewis_e 


——MESSAGE FILE 10963 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000080 


—-MESSAGE FILE 10964 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000081 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Gravitation 

Date: Wed, 21 Jan 1998 03:20:25 +0000 
Organization: Bacardi Ferrari V12 

Lines: 14 

Message-ID: <34C56979.B9@manc.u-net.com> 
References: <34B31E8C.4843@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Yes folks I've speeded things up, and given it a name 
change for obvious reasons, so here's v0.9c 


http://www.netyaroze-europe.com/~shaughnj/ftp/grav09c.zip 


Enjoy, 

Feedback +'ve or -'ve appreciated, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 10964 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000081 


—-MESSAGE FILE 10965 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000082 
Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 
Newsgroups: scee.yaroze.mydemos 

Subject: Memory Card file editor 

Date: Thu, 22 Jan 1998 13:04:38 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 14 

Message-ID: <34C68D16.446Bepeace.co.nz> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


I've created a little application (for PAL only, at this stage) which 
allows you to edit the contents of any file on a memory card in slot 2. 


http://www.netyaroze-europe.com/~jruss1/ftp/MEMEDIT. ZIP 
Version 0.9 at the moment. Bug reports to me, please. 


Might be useful for cheaters and hackers (cough). 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


"You're going to hear a giant sucking sound, see?" - Ross Perot 
—-MESSAGE FILE 10965 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000082 


—-MESSAGE FILE 10966 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000083 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Memory Card file editor 

Date: Thu, 22 Jan 1998 23:03:25 -0600 
Organization: (no organization) 

Lines: 29 

Message-ID: <34C8249D.6EC5@charlie.cns.iit.edu> 
References: <34C68D16.446Bepeace.co.nz> 

Reply-To: fedeedw@charlie.cns.iit.edu 
NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


James Russell wrote: 

> 

> I've created a little application (for PAL only, at this stage) which 
> allows you to edit the contents of any file on a memory card in slot 2. 
> Might be useful for cheaters and hackers (cough). 


This reminds me: Has anyone tried decoding the "Final Fantasy VII" 
memory card save files? 


I'd really like to mess arouns with them (giving me extra money and 
experience, all the coolest items, etc.) 


I tried "save", run the game for 1 second, "save" again, to compare 
the files, expecting to see one location change by "1" (the time 
value.) BUT: they are *radically* different. Like 128 bytes or more 
are different. How much "save" data could really change in 1 game 
second? Sheesh! 


And to make it worse, it seems to have a CRC or checksum or something, 
because when I tweak the locations that I think are Gil (money) for 
example, my expected value shows up in the game "load from file" screen, 
but it won't load the tweaked save file, complaining about "bad or 
corrupt save file" or something like that. 


Anyone from Squaresoft reading these Yaroze goups? Maybe you'd like 
to give a fan a hand? :-) 


Anyone? Any ideas? 
Ed Federmeyer 
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—-MESSAGE FILE 10966 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000083 


—-MESSAGE FILE 10967 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000084 


Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Memory Card file editor 

Date: Fri, 23 Jan 1998 11:23:45 -0600 

Organization: Metrowerks 

Lines: 24 

Message-ID: <sumner-ya02408000R2301981123450001@news.scea.sony.com> 
References: <34C68D16.446B@peace.co.nz> <34C8249D. 6EC5@charlie.cns.iit.edu> 
NNTP-Posting-Host: mtwks153.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


It's very possible that they encrypt the data. If that is so, even a 1 bit 
change to the source data would cause a complete change in the encrypted 
version (depending upon the algorithm). 


In article <34C8249D.6EC5@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


>James Russell wrote: 
>> 
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>I tried "save", run the game for 1 second, "save" again, to compare 
>the files, expecting to see one location change by "1" (the time 
>value.) BUT: they are *radically* different. Like 128 bytes or more 
>are different. How much "save" data could really change in 1 game 
>second? Sheesh! 

> 

>And to make it worse, it seems to have a CRC or checksum or something, 
>because when I tweak the locations that I think are Gil (money) for 
>example, my expected value shows up in the game "load from file" screen, 
>but it won't load the tweaked save file, complaining about "bad or 
>corrupt save file" or something like that. 


PlayStation Development Tools Dude 
Metrowerks 
——MESSAGE FILE 10967 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000084 


—-MESSAGE FILE 10968 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000085 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Gravitation 

Date: Fri, 23 Jan 1998 21:40:48 +0000 

Organization: Bacardi Ferrari V12 

Lines: 16 

Message-ID: <34C90E60.68F6@manc.u-net.com> 

References: <34B31E8C.4843@manc.u-net.com> <34C56979.B9@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Gravitation. A 2-player Thrust-like dogfight-fest game. 
DOH!, I'm always updating it so as not to keep posting here 
this'll be the last post, so just get the latest version 
from my page: 


http://www.netyaroze-europe.com/~shaughnj 


Enjoy, 

Feedback +'ve or -'ve appreciated, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 10968 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000085 


—-MESSAGE FILE 10969 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000086 
Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Memory Card file editor 

Date: Tue, 27 Jan 1998 09:39:51 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 38 

Message-ID: <34CCF497.7DE1@peace.co.nz> 

References: <34C68D16.446Bepeace.co.nz> <34C8249D. 6EC5@charlie.cns.iit.edu> 
NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Ed Federmeyer wrote: 

> 

> This reminds me: Has anyone tried decoding the "Final Fantasy VII" 
> memory card save files? 
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Umm.. That was the reason why I wrote it actually (cough). 


> I'd really like to mess arouns with them (giving me extra money and 
> experience, all the coolest items, etc.) 


I found the hit points easily enough, but FFVII told me the game save 
was 'ruined' when I tried reloading it with 16 more hit points. This 
implies that there's at least a checksum on the file. I doubt there 
would be encryption, since I can see plain old text in the ASCII 

part of the editor. 


The thing is, a checksum is probably a standard thing on all PSX games. 

I would speculate that the conditions of the license Sony gives developers 
would be to adhere to certain standards, and one of those standards would 
protect save games from corruption by plain old static electricity rather 
than hackers. 


Of course, I had to write the editor before I figured this out.... (sigh). 


What I wouldn't mind knowing is what the format is for the little animation 
each save contains. This would let me skip past the anim so I wouldn't 
consider it when I'm looking for more important data in the file. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


A fail-safe circuit will destroy others. 
—-MESSAGE FILE 10969 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00 


—-MESSAGE FILE 10970 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/ 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Memory Card file editor 

Date: Mon, 26 Jan 1998 22:56:23 -0600 

Organization: (no organization) 

Lines: 45 

Message-ID: <34CD68F7.6505@charlie.cns.iit.edu> 

References: <34C68D16.446B@peace.co.nz> <34C8249D. 6EC5@charlie.cns.iit.edu> 
7.7DE1@peace.co.nz> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


James Russell wrote: 


Ed Federmeyer wrote: 
> 
> This reminds me: Has anyone tried decoding the "Final Fantasy VII" 


> memory card save files? 


Umm.. That was the reason why I wrote it actually (cough). 


> I'd really like to mess around with them (giving me extra money and 
> experience, all the coolest items, etc.) 


I found the hit points easily enough, but FFVII told me the game save 
was 'ruined' when I tried reloading it with 16 more hit points. This 
implies that there's at least a checksum on the file. I doubt there 
would be encryption, since I can see plain old text in the ASCII 

part of the editor. 


VVVVVVVVVVVVVV VV 
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000086 


00000087 


<34CCF49 
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Ah-hah! 1 took a closer look at the "savefile.htm" info 
(it's posted on the SCEA site in the Documentation section) that 


describes the save file format. I didn't realise before, but it looks 
like those hundreds of bytes of diffs are really different icons 
for each save file! 1 assumed all "FF7" saves used the same icon 


for each save file, but they got cute and used a picture of a 
different character for each file. 


Given this, there are only a few bytes of diffs outside the header in 
my "save", "play 1 sec", "save" files. 


I wonder if the image must match with the save game number? Previously 
I was downloading GAME1 (whatever the name was), editing it, and 
re-uploading it as GAME2 (didn't want to wipe out the original). Maybe 
it doesn't like the fact that GAME2 has GAME1's images embeded in it? 
Maybe one of the changed numbers has to match with the embeded image? 
It's easily checked. I'll post if I make more progress. 


> What I wouldn't mind knowing is what the format is for the little animation 
> each save contains. This would let me skip past the anim so I wouldn't 
> consider it when I'm looking for more important data in the file. 


Like I mentioned above, check out the SCEA Documentation section for 
a file called "savefile. (whatever)". It's got the format you're 
looking for. 


Ed Federmeyer 
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——MESSAGE FILE 10970 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000087 


—-MESSAGE FILE 10971 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000088 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: sound to light? 

Date: Thu, 29 Jan 1998 21:49:31 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <34D169EB. 8B80E588@znet .com> 

NNTP-Posting-Host: scts1-20.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


On the official UK playstation magazine CD (disc 8, vol 2) 

there is a movie of several NY demos. One of them 

was called "Sound to Light" which looks like it converts CD music 
to graphics, making an oscilloscope type thingy. 

Could anyone please point me in the direction of this demo 

(and hopefully source code) for downloading? 


cheers, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 


——MESSAGE FILE 10971 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000088 


--MESSAGE FILE 10972 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000089 


Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.mydemos 

Subject: PS-ZX the Playstation Spectrum emulator 
Date: Tue, 03 Feb 1998 10:05:07 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 13 

Message-ID: <34D6EBD3.39D8@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 
You can now pick up an alpha version of ps-zx from my Yaroze pages 
(majik-zx) enjoy! 


ttfn, 
Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 10972 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000089 


—-MESSAGE FILE 10973 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000090 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Meme-X <memex@teleport.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Memory Card file editor 

Date: Tue, 10 Feb 1998 05:39:48 -0800 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <34E058A4.235192AF@teleport.com> 

References: <34C68D16.446B@peace.co.nz> <34C8249D. 6EC5@charlie.cns.iit.edu> <34CCF49 
7.7DE1@peace.co.nz> <34CD68F7.6505@charlie.cns.iit.edu> 

NNTP-Posting-Host: ip-pdx36-38.teleport.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; U) 


Just picked up on this thread. Interesting... 


I've also been doing some save game hacking, in fact, I seem to be spending more 
time with this than 'real' yaroze coding, oh well :) 


Anyway, I've figured out the save format for the Emblems from Armored 
Core (actually AC:Phantasma (japanese)), if any one is interested. 


Its fun to be able to use Photoshop or whatever to create your emblems, 
you can create really cool ones like the Arena mechs have, instead of 
trying to screw around with that lame paint program they give you. 


Let me know if you want me to post the format... 
—Dave Tin Nyo 


——MESSAGE FILE 10973 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000090 


—-MESSAGE FILE 10974 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000091 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Groove Baby Source code 

Date: Thu, 19 Feb 1998 12:52:27 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <34EC2BOA. 6EB1F1D1@micronetics.com> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 
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I've had a lot of requests within the last month or so for the source to 
the Grooving baby I released last year. 

You can pick it up from www.netyaroze-europe.com/~Sig1lLL 

Anyone fancy porting it to NTSC? 


Have phun. 
Jim 


—-MESSAGE FILE 10974 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000091 


—-MESSAGE FILE 10975 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000092 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: demos, docs and collecting info 

Date: Fri, 20 Feb 1998 13:57:52 +0000 
Organization: I wish! 

Lines: 45 

Message-ID: <34ED8BE0.58FB@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Hi there... I've been putting up little comments as and when I 
write any stuff and put it up on my website, but I thought it 
would be better to write it all in one go here. (My apologies 

to the people I sent mail to; I meant to post it to the newsgroup 
but I made a 'cough' mistake and emailed instead!!!!) 


ROTATE. ZIP 
this is the first draft of my 3D game that I said I will finish 
by next Friday morning. Can anyone help me with graphics for it? 


SPLIT.ZIP 
my own split screen routine. lovely and easily included into 
anyone's code. 


COMP_TUT.ZIP 

ten example programs to go with the tutorial by Peter Passmore 
(which can be got from my page also). Heavily commented and 
very useful. Will get you writing basic 3D stuff in a week 


RAY .ZIP 

A 3D rendering program for windows for some coursework. It doesn't 
seem to work on everyone's computer, so sorry. But there is a 
sample output. 


OTABLE . DOC 
A rough document on ordering tables, which I will update when I get 
some feedback on how awful it is! 


OTHER ANNOUNCEMENTS - 

I would like to collate as much information about documents and helpful 
things people have written. I know that quite a lot exist; 

Ira Rainey (~shadow), James Rutherford (~mrfrosty) and Scott Evans 
(~sevens) to name but a few, but it would be nice to find out 

just how much of these things there, and what significant areas might 
need to be covered. If you have a site with a tutorial or know of one 
that does have any, can you please please Email me and tell me. I will 
talk to the owners of these docs to see if we can bring them all 
together (if that is what they and you want!) 


Thanks for listening... 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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——MESSAGE FILE 10975 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000092 


—--MESSAGE FILE 10976 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000093 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Funky Spirals 

Date: Tue, 24 Feb 1998 14:38:47 +0000 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <34F2DB76.6749@sms.ed.ac.uk> 
NNTP-Posting-Host: at14-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


They're hunky, they're chunky... 
..-if you miss 'em - you're a monkey! 


Download 'Funky Spirals' and give your analogue pad some exercise. 
(- Hey kid, stop crying, the standard pad is also supported! -) 


http://www.netyaroze-europe.com/~mrfrosty 


James. 
—-MESSAGE FILE 10976 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000093 


—-MESSAGE FILE 10977 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000094 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: demos, docs and collecting info 
Date: Thu, 26 Feb 1998 11:29:19 +0000 
Organization: I wish! 

Lines: 13 

Message-ID: <34F5520F.1A9D@mdx.ac.uk> 
References: <34ED8BE0.58FB@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Another update on ROTATE.ZIP on my web page. 
I know I said I would have it finished by Friday morning but I wasn't 
around for five days of the week and a half I let myself have! (excuses, 
excuses) 


If anyone takes a look and can answer my problem on 
Scee.yaroze.freetalk.english about collision detection or can offer 
music or graphics stuff for my game, drop me a line :) 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

——MESSAGE FILE 10977 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000094 


--MESSAGE FILE 10978 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000095 
Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.mydemos 

Subject: Combat3D demo available 

Date: Fri, 27 Feb 1998 10:08:08 +0000 

Organization: Sinclair MicroComputer Museum 

Lines: 20 

Message-ID: <34F69088.6EA6@127.0.0.1> 
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Reply-To: majik@127.0.0.1 
NNTP-Posting-Host: 194.202.250.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 


I've uploaded version 0.1 of Combat3D to my Yaroze pages for 
anyone to try out, it's a long way from being finished, but it's a 
good laugh! 


Comments/Criticism/Suffestions welcome, and should you find any 
useful code in there, tell me, so I can remove it, no seriously 
feel free to use it. 


Ready for action? 
http://www.netyaroze-europe.com/~majik-zx/ 


Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 10978 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000095 


--MESSAGE FILE 10979 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000096 
Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Combat3D demo available 

Date: Fri, 27 Feb 1998 10:09:08 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 9 

Message-ID: <34F690C4.1919@127.0.0.1> 
References: <34F69088.6EA6@127.0.0.1> 
Reply-To: majik@127.0.0.1 
NNTP-Posting-Host: 194.202.250.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Majik wrote: 
> Comments/Criticism/Suffestions welcome, and should you find any 
Damn the 'f' key is too close to the 'g' key :) 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 10979 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000096 


—-MESSAGE FILE 10980 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000097 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: sound to light? 

Date: Fri, 6 Mar 1998 16:03:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <édpéfbSiap1l4@chuka.playstation.co.uk> 
References: <34D169EB. 8B80E588@znet .com> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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You will find it on the SCEE web site. The .ZIP file includes most of the 
source code, the actual routines for getting the audio data from the CD as 
it plays has no source code! 

The URL for the .ZIP file is: 

http: //www.netyaroze-europe.com/yaroze/ftp/comp/demos/snd21t.zip 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Kirk Bender wrote in message <34D169EB. 8B80E588@znet.com>... 

>On the official UK playstation magazine CD (disc 8, vol 2) 

>there is a movie of several NY demos. One of them 

>was called "Sound to Light" which looks like it converts CD music 
>to graphics, making an oscilloscope type thingy. 

>Could anyone please point me in the direction of this demo 

>(and hopefully source code) for downloading? 

> 

>cheers, 

>kirk 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender.html 
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—-MESSAGE FILE 10980 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000097 


—-MESSAGE FILE 10981 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000098 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <Ed_Federmeyer@mw.3com.com> 
Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 
Subject: Break3D game ready for download! 

Date: Fri, 06 Mar 1998 18:17:35 -0600 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <3500921F.E20B531E@mw. 3com.com> 
NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Xref: chuka.playstation.co.uk scea.yaroze.announce:57 scee.yaroze.mydemos: 98 


I've uploaded a game I worked on in January, called "Break-3D" to 
my SCEA Yaroze web page: 


http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 
(file "Break3D.zip"). 


It's a 3D interpretation of the classic "Breakout (tm)" game, with some 


influence of "Space Invaders(tm)". It's got the 90's 3D thing going for 
it, while retaining an authentic retro graphics look! It's got 12 
classical 

songs that change each level. Lots of action and fun! :-) 


It's up by the graces of Sony unless a "Breakout (tm)" copyright holder 
complains, in which case, ffffwwhhhiitt, it's gone, so get it while it's 
hot! :-) 


I hope you all enjoy it! 
Ed Federmeyer 


——MESSAGE FILE 10981 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000098 


—--MESSAGE FILE 10982 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000099 


Path: chuka.playstation.co.uk!news 
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From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.freetalk.english 
Subject: 22 Available 

Date: Tue, 10 Mar 1998 01:23:54 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 10 

Message-ID: <3504962A. 8FEA6434@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 
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Xref: chuka.playstation.co.uk scee.yaroze.mydemos:99 scee.yaroze.freetalk.english:45 


5 


Ok people, we're a daddy!!! Z2 was born this morning at 1:03am.. 


now download our Edge Competition entry from our website. 
Have fun, enjoy, and good luck if you're entering.. 

Thats a wrap... 

http://www.netyaroze-europe.com/~Sig1LL/ 


Jim, Greg, Andrew. 


——MESSAGE FILE 10982 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000099 


——MESSAGE FILE 10983 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000100 


Path: chuka.playstation.co.uk!news 

From: James Hobden <hobdenj@hobdenj.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Sam The Boulder Man 

Date: Wed, 11 Mar 1998 19:55:30 +0000 
Organization: SugarLoaf 

Lines: 10 

Message-ID: <3506EC32.90E@hobdenj.demon.co.uk> 
NNTP-Posting-Host: hobdenj.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Hi 


I have uploaded "Sam the BoulderMan", you can find it on my homepage. 


http://www.netyaroze-europe.com/~HOBDENJ 
P.S If anybody gets past the last level let me know. 


Cheers 
James 


—-MESSAGE FILE 10983 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000100 


—-MESSAGE FILE 10984 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000101 


Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Gravitation v1.0 

Date: Thu, 12 Mar 1998 01:57:39 +0000 
Organization: Bacardi Ferrari V12 

Lines: 14 

Message-ID: <35074113.78C6@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Gravitaition v1.0 is now available for download from my page below, 
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Let me know what you think (easy, too hard etc.) and give me any 

bug reports (except for the race gates not working every time), 

Look at my page in a week or so for my record times! 


Cheers and good luck to all! 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 10984 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000101 


—-MESSAGE FILE 10985 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000102 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Gravitation v1.0 

Date: Thu, 12 Mar 1998 09:53:57 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 15 

Message-ID: <3507B0B5.A1COCC32@codeworks.demon.co.uk> 
References: <35074113.78C6@manc.u-net.com> 

Reply-To: jim@codeworks.demon.co.uk 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


James Shaughnessy wrote: 

> 

> Gravitaition v1.0 is now available for download from my page below, 
> 

> Let me know what you think (easy, too hard etc.) 


Cool game, really enjoyed playing it, and is probably one of the few 
yaroze games I would go back to. I think the balance is just about 
right. Although when dog fighting I knew exactly where the opponent 
was going to reappear, so you could camp and rack up a few extra kills. 
But still, it was most playable. 


Regards 


Jim 
——MESSAGE FILE 10985 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000102 


——MESSAGE FILE 10986 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000103 
Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.mydemos 

Subject: Combat3D v0.2 

Date: Thu, 12 Mar 1998 13:17:15 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <3507E05B.7979@127.0.0.1> 
NNTP-Posting-Host: darkstar.stnc.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi folks 


the second demo version of Combat3D is available, a few extra features 
added, few extra bugs added ;) 


Good luck to all who are entering the Edge compo... do we know how many 
entries there are? 
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Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 10986 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000103 


—-MESSAGE FILE 10987 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000104 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Gravitation v1.0 

Date: Thu, 12 Mar 1998 15:08:39 +0000 

Organization: Bacardi Ferrari V12 

Lines: 22 

Message-ID: <3507FA77.2E30@manc.u-net.com> 

References: <35074113.78C6é@manc.u-net.com> <3507B0B5.A1C0CC32@codeworks.demon.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Jim wrote: 

> Cool game, really enjoyed playing it, and is probably one of the few 
yaroze games I would go back to. I think the balance is just about 
right. Although when dog fighting I knew exactly where the opponent 
was going to reappear, so you could camp and rack up a few extra kills. 
But still, it was most playable. 


> 
> 
> 
> 


Thanks Jim, yours is mighty impressive too with all that 3D and very 
smooth. I'm WAAY off getting anything more than just displaying a 3D 
object. 

Very good point about the camping thing, but I guess that means Quake 
camper fans will be right at home :) Just have to make sure you don't 
die when the opponents near your base (or get them back in the 

next game), but I'll address this in the first update. 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 10987 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000104 


——MESSAGE FILE 10988 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000105 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: 16 Degrees below - and still smiling! 
Date: Thu, 12 Mar 1998 17:23:02 +0000 
Organization: The Hex Heroes 

Lines: 15 

Message-ID: <350819F6.4A2@writeme.com> 
NNTP-Posting-Host: at14-041.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hear ye, 
Snowball Fight 'The Edge Competition Version’ is ready for download. 
http: //www.netyaroze-europe.com/~mrfrosty 


I'm gonna go get some sleep now... 
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The six in the morning marathon session last night has done me no good 
whatsoever - and everytime I open my eyes I see bloomin' penguins. 


Still, when I'm back to form, I'll challenge all comers for the penguin 
crown. 


James (~mrfrosty). 
—-MESSAGE FILE 10988 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000105 


--MESSAGE FILE 10989 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000106 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Revolution 

Date: Fri, 13 Mar 1998 09:19:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <3508f91d.23761348@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Annoyingly titled game now up. There is loads missing (info screens, 
player testing, levels) but seeing as Ive been up all night, Im just 
gonna give you a brief rundown of it. 


joypad moves your craft, 

L1 and R1 rotate your craft 

L2 and R2 give you a speed boost on missions (at cost of energy) 
square fires forwards 

cross fires in direction you move 

triangle swaps your target between friendly alien and teleport pad 


it is really badly put together but it works. 


Levels 1 and 2 you just have to finish the course without health 
running out, which then gives you access to the next levels. 

The first mission basically shoot everything, and the second one you 
have to herd the friendly blobby alien to the pad (near where you 
start) by moving near it and it will run in opposite direction. Dont 
let other creatures steal it from you or hurt it (it will slowly turn 
red then vanish) 


There are probably hundreds of bugs :) 


Have fun. Im going to bed for some sleep. 


Oh yeah, and I finished the demo, only to find I didnt have pkzip :) 
silly pillock that I am 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

——MESSAGE FILE 10989 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000106 


—-MESSAGE FILE 10990 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000107 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Revolution 

Date: Fri, 13 Mar 1998 09:36:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3508fdea.24991168@news.playstation.co.uk> 
References: <3508f91d.23761348@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I also have the feeling the game might be too hard. If this is so, 
tell me and T11 let you start on the later levels. 
cheers :) 
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I just noticed a new bug in it as well, but nothing major so ill leave 

itd 

Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 10990 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000107 


—-MESSAGE FILE 10991 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000108 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Revolution 

Date: Fri, 13 Mar 1998 10:06:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3509047e.26674753@news.playstation.co.uk> 

References: <3508f91d.23761348@news.playstation.co.uk> <3508fdea.24991168@news.plays 
tation.co.uk> 

NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


My apologies for a third post, but please forgive me, Im now 
technically an idiot from lack of sleep. 


i fixed tha bug, and also put up an NTSC version of the demo, seeing 
as the colourscheme is one of the funny things, seems a shame for 
others to miss out. 


/~middex2/ftp/EDGE1.ZIP 

is PAL 
/~middex2/ftp/NTSCEDGE. ZIP 
isnt PAL, tis NTSC. 


goodnight, honestly 
—-MESSAGE FILE 10991 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000108 


——MESSAGE FILE 10992 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000109 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Jeff Lawton" <jlawton@groupz.net> 
Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Re: Break3D game ready for download! 

Date: Fri, 13 Mar 1998 15:10:52 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <6ec3g7$Si0m16@scea> 

References: <3500921F.E20B531E@mw.3com.com> 

NNTP-Posting-Host: pc42.aug-ga.ddinet.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.announce:61 scee.yaroze.mydemos:109 


Ed Federmeyer wrote in message <3500921F.E20B531E@mw.3com.com>... 
>I've uploaded a game I worked on in January, called "Break-3D" to 
>my SCEA Yaroze web page: 

> 

>http://www.scea.sony.com/net/yaroze/pages/efedermeyer.html 

>(file "Break3D.zip"). 


Nice job... Although I must say I did have some trouble getting past the 
first wave.. You lose a couple of balls and that game becomes HARD fast.. 
Really bad if one of the 2 balls you have left gets behind the advancing 
wall. 


Regards 


Jeff / Nemesis 
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—-MESSAGE FILE 10992 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000109 


—-MESSAGE FILE 10993 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000110 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Blitter Boy 

Date: Fri, 13 Mar 1998 23:46:27 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <350A35D3.34D@dial.pipex.com> 
NNTP-Posting-Host: ag098.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi, 


My EDGE/Yaroze anniversary compo entry 'Blitter Boy in Operation Monster Mall' 
is now available from my home page. Go give it a try... 


http://www.netyaroze-europe.com/~CHRISC 


It's still a work in progress - no sound, one level etc. - but there's 
enough there to get the picture. 


I'm looking forward to trying everyone elses games! 
Cheers 4 now, 


-Chris 
--MESSAGE FILE 10993 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000110 


——MESSAGE FILE 10994 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000111 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk, scee.yaroze.mydemos,sc 
ea.yaroze.announce 

Subject: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Mon, 16 Mar 1998 15:20:29 -0800 

Organization: Cisco Systems 

Lines: 21 

Message-ID: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:519 scea.yaroze.freetalk: 
519 scee.yaroze.mydemos:111 scea.yaroze.announce: 62 


Hiya all, 
I finished up the game I have been working on for the last 3 weeks 
or so. I was going to make it larger, but decided it was already 
hard enough. Some of the highlights: 

- 6 different levels 

- a good-looking mouse cursor 


- a cheezy digital soundtrack (if you can call it that) 


To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 
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Jyaa... 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 10994 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000111 


—-MESSAGE FILE 10995 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000112 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Tue, 17 Mar 1998 15:49:39 +0000 

Organization: The Hex Heroes 

Lines: 14 

Message-ID: <350E9B93.310@writeme.com> 

References: <350DB3BD.2E12F823@netmagic.net> 

NNTP-Posting-Host: at14-020.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:527 scee.yaroze.mydemos:1 
12 


Elliott Lee wrote: 


> To get it, point your browser to: 
> 


> ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


SCEE can access Elliott's ftp mirror at: 
http: //www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 


I guess minefld.zip should be there by the next update. 
(any chance of a PAL version/option by then, Tenchi?) 


James (~mrfrosty) 
——MESSAGE FILE 10995 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000112 


—--MESSAGE FILE 10996 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000113 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Tue, 17 Mar 1998 13:44:54 -0800 

Organization: Cisco Systems 

Lines: 24 

Message-ID: <350EEED6.40C20D1C@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:531 scee.yaroze.mydemos:1 
13 


James Rutherford wrote: 
Elliott Lee wrote: 
> To get it, point your browser to: 


> 
> ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


SCEE can access Elliott's ftp mirror at: 


VVVVVVVV VV 


http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 
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I guess minefld.zip should be there by the next update. 
(any chance of a PAL version/option by then, Tenchi?) 


VVVVYV 


James (~mrfrosty) 


Hm... how about I provide all the source and whatnot and let someone 
with a PAL system convert it? Should be really easy and I have no 
way of testing PAL here... : ( 


=e? 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
—--MESSAGE FILE 10996 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000113 


—-MESSAGE FILE 10997 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000114 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: NTSC to PAL (general comment) 

Date: Wed, 18 Mar 1998 14:07:50 +0000 

Organization: The Hex Heroes 

Lines: 29 

Message-ID: <350FD535.5742@writeme.com> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> <350EEED6.40 
C20D1C@netmagic.net> 

NNTP-Posting-Host: at14-031.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:538 scee.yaroze.mydemos:1 
14 


Elliott Lee wrote: 


> Hm... how about I provide all the source and whatnot and let someone 
> with a PAL system convert it? Should be really easy and I have no 
> way of testing PAL here... :( 


I'm sure nobody would say no to a bit of extra source... 

However, if you'd like to try converting it yourself, add something like 
#define PAL_SCREENMODE //comment this out for NTSC mode. 

and then: 


#ifdef PAL SCREENMODE 
SetVideoMode (MODE_PAL) ; 
#endif 


before any (all?) of your screen setup routines. 


If all has gone to plan, your screen will probably fizz and crackle a 
bit before fusing. Still, it will have been running bone-fide PAL. 


You don't need to worry about adjusting the screen height or anything, 
and as PAL systems update slower than NTSC systems, you won't have to 
worry about your game glitching (as is a problem the other way around). 


James (~mrfrosty). 
——MESSAGE FILE 10997 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000114 


—-MESSAGE FILE 10998 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000115 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Wed, 18 Mar 1998 06:38:16 -0800 
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Organization: Cisco Systems 

Lines: 12765 

Message-ID: <350FDC58.43ECDB03@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> <350E9B93.310@writeme.com> <350EEED6. 40 
C20D1C@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 568E775B738CC072A96F 8ACF" 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 


This is a multi-part message in MIME format. 
568E775B738CC072A9 6F 8ACF 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Elliott Lee wrote: 

James Rutherford wrote: 

> Elliott Lee wrote: 

> To get it, point your browser to: 

> 

> ...Www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


SCEE can access Elliott's ftp mirror at: 
http: //www.netyaroze-europe.com/yaroze_scea/pages/ftp/elee2/ 


I guess minefld.zip should be there by the next update. 
(any chance of a PAL version/option by then, Tenchi?) 


VVVVVVVVVV VV 


James (~mrfrosty) 


Hm... how about I provide all the source and whatnot and let someone 
with a PAL system convert it? Should be really easy and I have no 
way of testing PAL here... : ( 


=e? 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


VVVVVVVVVVVVVV VV VV VV VV 


Anyways, here's the source if anyone wants to play with it. I stripped 
out a lot of image stuff because it was hogging up too much memory. 
Still, it's 617K. Along with it you get a couple nice things: 


- my current libraries for manipulating controller status, 
text printing, and sprite loading 


- an offset calculator for your siocons auto file 


Jyaa... 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
568E775B738CC072A9 6F 8ACF 
Content-Type: application/x-zip-compressed; name="Mf_code.zip" 
—-MESSAGE FILE 10998 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000115 


—-MESSAGE FILE 10999 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000116 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.freetalk.english, scea.yaroze.freetalk, scee.yaroze.mydemos 
Subject: Re: Mine Field v1.0 (NTSC) ready for downloading! 

Date: Fri, 20 Mar 1998 11:45:52 -0800 

Organization: Cisco Systems 

Lines: 95 

Message-ID: <3512C770.B644F3DE@netmagic.net> 

References: <350DB3BD.2E12F823@netmagic.net> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 957FA2CE834CCB9F08148CAE" 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:577 scea.yaroze.freetalk: 
531 scee.yaroze.mydemos:116 


This is a multi-part message in MIME format. 
957FA2CE834CCB9F0814 8CAE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Elliott Lee wrote: 
Hiya all, 
I finished up the game I have been working on for the last 3 weeks 
or so. I was going to make it larger, but decided it was already 
hard enough. Some of the highlights: 

- 6 different levels 

- a good-looking mouse cursor 

- a cheezy digital soundtrack (if you can call it that) 


To get it, point your browser to: 


http://www.scea.sony.com/net/yaroze/pages/ftp/elee2/minefld.zip 


Please see the README.TXT file for details on setup and game play. 
Comments always appreciated. Have fun! ^_^ 


Jyaa... 

- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


VVVVVVVVVVVVVV VV VV VV VV 


It was just pointed out to me that it will not compile because it's 
missing an #included file "soundsys.c". Doh. That file was used for 
loading in the General MIDI sounds from the Yaroze boot CD, but I 
ended up commenting out that section (in LoadSounds()) and forgot to 
remove the associated line in the minefld.h file. :P So, there are 
two options: 


- download this library to get files soundsys.c and soundsys.h 
— comment out the #include "soundsys.c" in the minefld.h file 


Sorry for the confusion, 
- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
957FA2CE834CCB9F08148CAE 
Content-Type: application/x-zip-compressed; name="soundsys.zip" 
—-MESSAGE FILE 10999 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000116 


—-MESSAGE FILE 11000 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000117 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: First beta of Bank Vault available 

Date: Mon, 30 Mar 1998 15:35:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6foabbS6nel3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi there. 


I have just got to the first beta stage of my first NY game, Bank Vault. It 
is based very closely on a game from the Intellivision games console called 
Lock'n'Chase. 

Please excuse the crude graphics :) 


You can pick it up from my FTP site at 
http://www.netyaroze-europe.com/~johntann 
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Enjoy :) 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


——MESSAGE FILE 11000 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000117 


—-MESSAGE FILE 11001 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000118 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Racing game demo 

Date: Wed, 01 Apr 1998 22:41:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3522c1c9.2194879@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup16.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


The time has come for me to hand in some coursework for the yaroze 
module at Uni that Im doing, so I thought Id share my first bit with 
you. There are some bugs (collision detection at corners is very 
ropey) but it only took two days, and I think it's better than my edge 
game competition entry. Typical of me, really :) 


the file RACE.ZIP is at 


http://www.netyaroze-europe.com/~middex2/ftp 


you get to do 10 laps then it resets (great presentation, huh?) but I 
should fix that tomorrow plus (maybe) add a ghost rider. 


use siocons auto to run it after going into the code directory and 
makeing the files. Use siocons rerun if youve done it once and dont 
need to load the tims and tmds again. 


controls are - 


left/right steer 

cross accelerate 

square brake 

11 / r1 air brakes (identical to wipeout, really) 
select - quit. 


Have a bit of fun with it. its quite fast. (try a lap time under 13 
seconds!) 


Robert Swan 
——MESSAGE FILE 11001 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000118 


--MESSAGE FILE 11002 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000119 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 
Newsgroups: scee.yaroze.mydemos 

Subject: car demo thingy 

Date: Sat, 04 Apr 1998 16:25:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35275e45.4839018@news.playstation.co.uk> 
Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Got my course work up from middlesex university. 


_Car driving "thingy"_ 

It was done as course work for COM3311, it is the Yaroze module in 
Middlesex Universtiy. 

Not very well refined, as I have other things to do. 


_Instructions_ 

*CROSS* button to go faster 
Square button to slow down 
L1 for chase view 

L2 for bimp chase view 

Rl for static view 

R2 for sound test 


_comments_ 
This was party done in Codewarrior and GNU. Tools that have been used 
are RSD Tool and TIMtool. Sound sample is from the kill_sound off the 
SCEA page. 


04 April 1998 
Yep Luen (Alan) Yuen 
email: alan@alanyuen.demon.co.uk 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 11002 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000119 


—-MESSAGE FILE 11003 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000120 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Racing game demo 

Date: Mon, 06 Apr 1998 01:49:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3528332e.632209@news.playstation.co.uk> 
References: <3522c1c9.2194879@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Ive put up the latest version of my racing demo, which is the last 
version ill do until i start again with a different track system. 


This new version is not so unfriendly. you can have as many laps as 
you want, stores last nine lap times, rates each lap time (sort of!) 
and keeps your best and worst lap times on screen. Make sure you 
unzip them into the correct directories (ie, use pkunzip -d) 


no readme.txt in there, but here are the commands. 


siocons auto - to run it the first time 
siocons rerun - to run it after then 


controls are 

left / right - steer 

L1 / R1 - steer heavily + brake a bit 
cross - accelerate 

square - brake 


select - quit 
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if you want to edit it to run in pal, the SetVideoMode (MODE_PAL) 
command is in the file function.c, then simply recompile. 


To get the game running in one frame on NTSC I had to cut the number 
of objects being drawn. hope it doesnt affect things too badly. Any 
comments would be lovely, seeing as I will develop this further 
(unlike revolution) 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2/ftp 

——MESSAGE FILE 11003 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000120 


—-MESSAGE FILE 11004 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000121 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Racing game demo 

Date: Mon, 06 Apr 1998 17:08:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35290add.9626925@news.playstation.co.uk> 

References: <3522c1c9.2194879@news.playstation.co.uk> <3528332e.632209@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Honestly, this is the last version Ill do (perhaps). If you do want to 
change it to NTSC, change line number 90 in the functon.c file then 
recompile. Changes to the game are: 


The track gets drawn much further into the distance. This does not 
slow it down even in NTSC. 


Pressing CIRCLE will toggle semi-transparent/solid ghost car + trees 


There is now a ghost car for you to race against. It just sits on the 
start line until you do a lap under 20 seconds, then it will follow 
the path of your fastest lap. Makes it a bit more fun 


Minor cosmetic changes to the track, such as flipping it and altering 
trees + tunnels 


btw My fastest time is 11.72 seconds. Care to beat it? Or just slag 
off the game? fair enough! 


Robert Swan 
—-MESSAGE FILE 11004 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000121 


—-MESSAGE FILE 11005 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000122 
Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Student demos 

Date: Mon, 06 Apr 1998 18:39:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <35291356.61AA@mdx.ac.uk> 
NNTP-Posting-Host: staff-dialup4.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


I have put up a page of 7 student demos submitted for their first 
coursework (including Robert's above) and also some photo's of our lab. 
Check out: http://www.netyaroze-europe.com/~middx_uni/ 


Peter. 
——MESSAGE FILE 11005 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000122 
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——MESSAGE FILE 11006 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000123 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Light Cycle Arena for PAL 

Date: 10 Apr 1998 03:34:44 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <01bd6431Sdf4ecb20S$c586accf@kd-home> 

NNTP-Posting-Host: 207-172-134-197.s6.as28.col.erols.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


I converted my game Light Cycle Arena from NTSC to PAL. The game is a 3D 
version of the Tron light cycle game with some emphasis on how the game was 
in the movie. The current version was written in CodeWarrior and uses the 
CodeWarrior tools to load and run, therefore this first version will only 
work for people who have CodeWarrior. Since I have no way to test the game 
on a PAL television, I'd appreciate feedback as to whether or not the game 
works correctly. I'll be building a non codewarrior version soon. 


Go to: 
http: //www.scea.sony.com/net/yaroze/pages/kdavis.html 


Kevin 
—-MESSAGE FILE 11006 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000123 


—-MESSAGE FILE 11007 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000124 
Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Light Cycle Arena for PAL 

Date: Fri, 10 Apr 1998 20:06:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <352E6DA2.FE881B6F@compuserve. com> 
References: <01bd6431Sdf4ecb20$c586accf@kd-home> 
NNTP-Posting-Host: 1d35-077.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hmmm, 


Having probs downlaoding your demo, BTW we europeans need to connect to this 
link to get to your page. The other one denies access. 
http://www.netyaroze-europe.com/yaroze_scea/pages/kdavis.html 


Anyhow when I click on the link to download, I get a page not found error 
Piccy looks good tho' 
Cheers 


Nick 


Kevin Davis wrote: 


I converted my game Light Cycle Arena from NTSC to PAL. The game is a 3D 
version of the Tron light cycle game with some emphasis on how the game was 
in the movie. The current version was written in CodeWarrior and uses the 
CodeWarrior tools to load and run, therefore this first version will only 
work for people who have CodeWarrior. Since I have no way to test the game 
on a PAL television, I'd appreciate feedback as to whether or not the game 
works correctly. I'll be building a non codewarrior version soon. 


Go to: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> http://www.scea.sony.com/net/yaroze/pages/kdavis.html 
> 

> 


Kevin 
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——MESSAGE FILE 11007 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000124 


—-MESSAGE FILE 11008 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000125 
Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.mydemos 

Subject: Psychon 

Date: Mon, 13 Apr 1998 23:28:06 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <35329176.62BB@enterprise.net> 
Reply-To: elvis@enterprise.net 
NNTP-Posting-Host: max02-118.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


For guns, shooting, guns, bullets and some more guns, check out Psychon. 
It's a complete ten level overhead 1 or 2 player shooter. 


http://www.netyaroze-europe.com/~madmonk/ 


Don't bother if you're in a hurry, it's somewhat huge (521k). 
Any questions/comments are welcome as always. 


Cheers, 
Ben. 
elvis@enterprise.net 


—-MESSAGE FILE 11008 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000125 


——MESSAGE FILE 11009 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000126 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Gravitation v1.1 

Date: Tue, 14 Apr 1998 04:53:48 +0100 
Organization: Bacardi Ferrari V12 

Lines: 13 

Message-ID: <3532DDCC.5B04@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Gravitation v1.1 is now available from my page, link below 
(finally has the gate bug fixed!) 


This is also a notice that the famegame version is available there 
too named GRAVFG.ZIP (this is v1.1 but with special title screen) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 11009 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000126 


—-MESSAGE FILE 11010 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000127 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Second Offence 
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Date: Tue, 14 Apr 1998 18:53:39 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 11 

Message-ID: <3533A2A3.37710026@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Second Offence, our latest production is now on our web site. 
It's a demo incorporating some effects that I've been playing with since 
completing 22. 


http://www.netyaroze-europe.com/~Sigl1lLL 
Let us know what you think. 
Cheers 


Jim 
——MESSAGE FILE 11010 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000127 


—-MESSAGE FILE 11011 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000128 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: You need help 

Date: Tue, 14 Apr 1998 19:15:16 +0100 

Organization: Yaloozer 

Lines: 4 

Message-ID: <6h08q3$gls5@chuka.playstation.co.uk> 
References: <35329176.62BB@enterprise.net> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


—-MESSAGE FILE 11011 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000128 


——MESSAGE FILE 11012 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000129 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Psychon 

Date: Tue, 14 Apr 1998 19:21:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6h098g$gls6@chuka.playstation.co.uk> 
References: <35329176.62BB@enterprise.net> 
NNTP-Posting-Host: usern045.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Don't worry about the size, it fab ! 
Well done 


Steve 

>For guns, shooting, guns, bullets and 
some more guns, check out Psychon. 

>It's a complete ten level overhead 1 or 
2 player shooter. 

> 


>http://www.netyaroze-europe.com/~madmon 
k/ 

> 

>Don't bother if you're in a hurry, it's 
somewhat huge (521k). 
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>Any questions/comments are welcome as 
always. 

> 

>Cheers, 

>Ben. 

>elvis@enterprise.net 

> 


--MESSAGE FILE 11012 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000129 


——MESSAGE FILE 11013 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000130 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Light Cycle Arena take 2 

Date: 14 Apr 1998 22:59:00 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <0Olbd67f£9$2e8aae00S 9a82accf@kd-home> 

NNTP-Posting-Host: 207-172-130-154.s27.as11.col.erols.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Apparently people in Europe were having problems downloading from my page. 
It should be fixed now. I'd appreciate feedback as to how the game looks 
on a PAL signal since I have no way of testing this myself. 


Kevin 


http://www.netyaroze-europe.com/yaroze_scea/pages/kdavis.html 
—--MESSAGE FILE 11013 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000130 


—-MESSAGE FILE 11014 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000131 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.mydemos 

Subject: Fame Game Entries 

Date: 15 Apr 1998 10:29:49 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 21 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6éhlumdSgf71@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 15 Apr 1998 09:33:17 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id KAA07223 
for <news@playstation.co.uk>; Wed, 15 Apr 1998 10:32:52 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 


Hi all, 


Can you all please have the Net Yaroze screen show before your game. 

Look under "News" on the Net Yaroze web site and the zip file is called 
demodisc.zip. This screen must appear in your game before we can consider 
it for the Fame Game. Thanks. 


Regards, 


George 


—-MESSAGE FILE 11014 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000131 


—-MESSAGE FILE 11015 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000132 
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Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: You need help 

Date: Wed, 15 Apr 1998 11:10:35 GMT 

Organization: ElectricMail Ltd. 

Lines: 8 

Message-ID: <353495a0.97655037@news.playstation.co.uk> 
References: <35329176.62BB@enterprise.net> <6h08q3Sgls5@chuka.playstation.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Tue, 14 Apr 1998 19:15:16 +0100, "Graeme Evans" 
<evans@fourny.demon.co.uk> wrote: 


> 
> 
> 


Do I? 
——MESSAGE FILE 11015 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000132 


——MESSAGE FILE 11016 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000133 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Psychon 

Date: Wed, 15 Apr 1998 20:42:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6h32b1$g1s12@chuka.playstation.co.uk> 
References: <35329176.62BB@enterprise.net> 
NNTP-Posting-Host: userl611.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Particularly liked the 'whoooosh out 
effect'. Very Tempest2000 ish. Nice 
one. 


Steve 


Ben James wrote in message 
<35329176.62BB@enterprise.net>... 

>For guns, shooting, guns, bullets and 
some more guns, check out Psychon. 

>It's a complete ten level overhead 1 or 
2 player shooter. 

> 
>http://www.netyaroze-europe.com/~madmon 
k/ 

> 

>Don't bother if you're in a hurry, it's 
somewhat huge (521k). 

>Any questions/comments are welcome as 
always. 

> 

>Cheers, 

>Ben. 

>elvis@enterprise.net 

> 


——MESSAGE FILE 11016 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000133 


—-MESSAGE FILE 11017 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000134 
Path: chuka.playstation.co.uk!news 
From: "Steve Dunn" <steve@backroom.tm> 


Net Yaroze newsgroups message dump.txt Page 7323 


Newsgroups: scee.yaroze.mydemos 

Subject: Re: Light Cycle Arena take 2 

Date: Wed, 15 Apr 1998 20:42:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6h32d0$Sg1s13@chuka.playstation.co.uk> 
References: <Olbd67f£9$2e8aae00$9a82accf@kd-home> 
NNTP-Posting-Host: userl611.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Looks good on PAL 
Steve 


Kevin Davis wrote in message 
<O01lbd67f£9S2e8aae00$9a82accf@kd-home>... 
>Apparently people in Europe were having 
problems downloading from my page. 

>It should be fixed now. I'd appreciate 
feedback as to how the game looks 

>on a PAL signal since I have no way of 
testing this myself. 

> 

>Kevin 

> 

> 
http://www.netyaroze-europe.com/yaroze_s 
cea/pages/kdavis.html 


——MESSAGE FILE 11017 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000134 


—-MESSAGE FILE 11018 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000135 
Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <nospam@com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Wed, 15 Apr 1998 23:19:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <6h3beu$g1s14@chuka.playstation.co.uk> 

References: <5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> 

NNTP-Posting-Host: nmisystems.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I know this was done last year, but this link no longer works.... 
Any chance of also getting the FTP site working properly? 
IE the ftp/demos/scei dirs working ??? 


Cheers 
Graham 


SCEE Developer Sypport wrote in message 
<340D9A8B.AFAB18D9@interactive.sony.com>... 


>OK, 

> _Now_ its fixed. 
> 

> I had to patch up 


>http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html and 
>http://www.playstation.co.uk/forum/program/pssoft.html for consistency. 
> 

>All done ;-) 

> 

> 

>Michael Raasch wrote: 

> 

>> Hi Paul 
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>> 

>> > This is now fixed. A little modification to our WWW server means 
>> > that this URL 

>> > should now be OK. 

>> > 

>> > Let us know of any other oddities you find ! 

>> nope, it still doesn't work :-( 


>> -- 
>> hasta la pasta, .\\ichael 


>> "Wenn das John Wayne noch erlebt haette..." 


——MESSAGE FILE 11018 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000135 


—-MESSAGE FILE 11019 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000136 
Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game Entries 

Date: Thu, 16 Apr 1998 14:59:18 GMT 

Organization: ElectricMail Ltd. 

Lines: 12 

Message-ID: <35371c92.197752683@news.playstation.co.uk> 
References: <6hlumdSgf71@emeka.playstation.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On 15 Apr 1998 10:29:49 +0100, George_Bain@Playstation.sony.com wrote: 
> 


>Can you all please have the Net Yaroze screen show before your game. 

>Look under "News" on the Net Yaroze web site and the zip file is called 
>demodisc.zip. This screen must appear in your game before we can consider 
>it for the Fame Game. Thanks. 


there is nothing on the news page since 20th March, that I can see 
at the moment. 


Cheers, 
Mark 
—-MESSAGE FILE 11019 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000136 


—-MESSAGE FILE 11020 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000137 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game Entries 

Date: 16 Apr 1998 17:20:22 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 59 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6h5b46Skial@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 16 Apr 1998 16:23:24 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA00542 
for <news@playstation.co.uk>; Thu, 16 Apr 1998 17:22:58 +0100 (BST) 
From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


To clarify George's mail below, for the title screen to be placed on all 
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Fame Game submissions, please go to 

http://www.netyaroze-europe.com/yaroze/demos/ftpmain.htm I where you will 
find a section called Download List. 

At the bottom of the page your will find a box with the words demodisc.zip 

in it. Here you will find the title screen! 


Regards 


Sarah Bennett 
Net Yaroze Project Manager 


news@playstation.co.uk on 16/04/98 14:56:51 
Please respond to news@playstation.co.uk 


To: Sarah Bennett 
ce? 
Subject: Re: Fame Game Entries:scee.yaroze.mydemos 


From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game Entries 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

On 15 Apr 1998 10:29:49 +0100, George_Bain@Playstation.sony.com wrote: 
> 


>Can you all please have the Net Yaroze screen show before your game. 

>Look under "News" on the Net Yaroze web site and the zip file is called 
>demodisc.zip. This screen must appear in your game before we can consider 
>it for the Fame Game. Thanks. 

there is nothing on the news page since 20th March, that I can see 

at the moment. 

Cheers, 

Mark 


——MESSAGE FILE 11020 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000137 


—-MESSAGE FILE 11021 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000138 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game Entries 

Date: 16 Apr 1998 17:29:31 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 38 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6h5blbS$kjf1l@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 16 Apr 1998 16:32:29 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id RAA03579 
for <news@playstation.co.uk>; Thu, 16 Apr 1998 17:32:06 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
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Hi Mark, 
It's there..look harder. Under the Fame Game News! 


Regards, 


George 


From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Fame Game Entries 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

On 15 Apr 1998 10:29:49 +0100, George_Bain@Playstation.sony.com wrote: 
> 


>Can you all please have the Net Yaroze screen show before your game. 

>Look under "News" on the Net Yaroze web site and the zip file is called 
>demodisc.zip. This screen must appear in your game before we can consider 
>it for the Fame Game. Thanks. 

there is nothing on the news page since 20th March, that I can see 

at the moment. 

Cheers, 

Mark 


--MESSAGE FILE 11021 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000138 


—--MESSAGE FILE 11022 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000139 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Thu, 16 Apr 1998 22:52:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <6h5u9cSshn4@chuka.playstation.co.uk> 

References: <S5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> <6h3beuS$glsl4@chuka.plays 
tation.co.uk> 

NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


Just replace the www.playstation.co.uk with www.netyaroze-europe.com and the 
links will work. 


JohnT 


Graham Bisset wrote in message <6h3beu$gl1sl14@chuka.playstation.co.uk>... 
>I know this was done last year, but this link no longer works.... 


> 

>Any chance of also getting the FTP site working properly? 
> 

>IE the ftp/demos/scei dirs working ??? 

> 

>Cheers 

>Graham 

> 


>SCEE Developer Sypport wrote in message 
><340D9A8B.AFAB18D9@interactive.sony.com>... 
>>OK, 

>> _Now_ its fixed. 

>> 
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>> I had to patch up 
>>http://www.playstation.co.uk/yaroze_scei/forum/program/pssoft.html and 
>>http://www.playstation.co.uk/forum/program/pssoft.html for consistency. 
>> 

>>A11 done ;-) 

>> 

>> 

>>Michael Raasch wrote: 

>> 

>>> Hi Paul 

>>> 

>>> > This is now fixed. A little modification to our WWW server 
means 

>>> > that this URL 

>>> > should now be OK. 

>>> > 

>>> > Let us know of any other oddities you find ! 

>>> nope, it still doesn't work :-( 

>>> 

>>> -- 

>>> hasta la pasta, .\\ichael 

>>> 

>>> "Wenn das John Wayne noch erlebt haette..." 

>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 11022 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000139 


—-MESSAGE FILE 11023 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000140 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Are you scared to get happy? 

Date: Fri, 17 Apr 1998 21:10:57 +0100 

Organization: Yaloozer 

Lines: 15 

Message-ID: <6h8clq$shn5@chuka.playstation.co.uk> 

References: <35329176.62BB@enterprise.net> <6h08q3Sgls5@chuka.playstation.co.uk> <35 
3495a0.97655037@news.playstation.co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> 
>Do I? 


maybe? 


psychon inspired me to pick up an editor. So play ‘Its love' a err.. kitten 
petting game. 


Uh those kittens are fickle 


www.netyaroze-europe.com/~frothy/itslove.zip 


gr 


——MESSAGE FILE 11023 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000140 


—-MESSAGE FILE 11024 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000141 
Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Are you scared to get happy? 

Date: Fri, 17 Apr 1998 21:12:40 +0100 

Organization: Yaloozer 
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Lines: 8 

Message-ID: <6h8cp0Sshn6@chuka.playstation.co.uk> 

References: <35329176.62BB@enterprise.net> <6h08q3Sgls5@chuka.playstation.co.uk> <35 
3495a0.97655037@news.playstation.co.uk> <6h8clqSshn5@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


dah 


>www.netyaroze-europe.com/~frothy/ftp/itslove.zip 


AAA 


gr 


——MESSAGE FILE 11024 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000141 


—-MESSAGE FILE 11025 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000142 
Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <nospam@com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: Tue, 21 Apr 1998 20:07:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6hiqf9$31i20@chuka.playstation.co.uk> 

References: <5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> <6h3beuS$glsl4@chuka.plays 
tation.co.uk> <6h5u9cS$shn4@chuka.playstation.co.uk> 

NNTP-Posting-Host: nmisystems.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


No, you misunderstand. I want to access the Japanese demos, but 
from the **FTP** site, *not* the web site. 


Also, login to the Net Yaroze web site (www.netyaroze-europe.com) and 
then go to Utilities & Links. Click on SCEI Links. See what I mean??? 
Not found errors. STILL not fixed. 


Wouldn't it be easier to be able to access the demos from the FTP site, 
its soooo much faster than the web site. 


Cheers 
Graham 


JohnT wrote in message <6h5u9cSshn4@chuka.playstation.co.uk>... 

>Just replace the www.playstation.co.uk with www.netyaroze-europe.com and 
the 
>links will work. 

> 

>JohntT 

> 

> 

>Graham Bisset wrote in message <6h3beuS$glsl4@chuka.playstation.co.uk>... 
>>I know this was done last year, but this link no longer works.... 


>> 

>>Any chance of also getting the FTP site working properly? 
>> 

>>IE the ftp/demos/scei dirs working ??? 

>> 

>>Cheers 

>>Graham 

>> 


——MESSAGE FILE 11025 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000142 
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——MESSAGE FILE 11026 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000143 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check out the latest Japanese Demos 

Date: 22 Apr 1998 18:42:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <0Olbd6elf$444bc5e0$77el6dc0@ulthar.han.de> 

References: <S5ujurd$2gk11@chuka.playstation.co.uk> <MPG.e77b7a7a9a3892298968f@news.p 
laystation.co.uk> <340D9A8B.AFAB18D9@interactive.sony.com> <6h3beu$gl1lsl4@chuka.plays 
tation.co.uk> <6h5u9cS$shn4@chuka.playstation.co.uk> <6hiqf9$31i20@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Try this one: 
http://www.netyaroze-europe.com/yaroze/ftpdemos/scei/ 


Cheers 

Roland 

> No, you misunderstand. I want to access the Japanese demos, but 

> from the **FTP** site, *not* the web site. 

> 

> Also, login to the Net Yaroze web site (www.netyaroze-europe.com) and 
> then go to Utilities & Links. Click on SCEI Links. See what I mean??? 
> Not found errors. STILL not fixed. 

> 

> How can we get this fixed ????? 

> 

> Wouldn't it be easier to be able to access the demos from the FTP site, 
> its soooo much faster than the web site. 

> 

> Cheers 

> Graham 


—-MESSAGE FILE 11026 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000143 


—-MESSAGE FILE 11027 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000144 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Second Offence 

Date: Thu, 23 Apr 1998 18:33:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6hntsd$31i31@chuka.playstation.co.uk> 
References: <3533A2A3.37710026@codeworks.demon.co.uk> 
NNTP-Posting-Host: userk993.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Nice effects, well worth getting ! 
P.S. Jim, when are you releasing the directx environment builder ? 


Steve 


Jim wrote in message <3533A2A3.37710026@codeworks.demon.co.uk>... 
>Second Offence, our latest production is now on our web site. 
>It's a demo incorporating some effects that I've been playing with since 
>completing 22. 

> 

>http://www.netyaroze-europe.com/~Sigl1LL 

> 

>Let us know what you think. 

> 

>Cheers 

> 

>Jim 
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—-MESSAGE FILE 11027 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000144 


--MESSAGE FILE 11028 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000145 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Gravitation source.. 

Date: Fri, 24 Apr 1998 23:48:01 +0100 
Organization: Bacardi Ferrari V12 

Lines: 32 

Message-ID: <354116A1.5218@manc.u-net.com> 
References: <3532DDCC.5B04@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hello all! 

If you'd like to see how I coded this game then check my site below. 
You can't compile it (yet) as there's no header file, but you can see 
the entire program (all 4000 lines :) ). If you want to that is. 

I will be VERY APPRECIATIVE of anyone who wants to look through it 
and give me feedback of what I did well and what I did poorly. 

(I know it's better to split the code rather than one big file but 
there you go..) If you want me to explain any function or loop let 
me know as I'll love to discuss how I did everything. 


As a lot of people will empathise with, I was a little uneasy revealing 
my source code. But after an excellent day down at SCEE with other 
Yarozers (YOU KNOW WHO YOU ARE :)) it's a bit of a "PENGUIN PHENOMENON" 
(no, I'm NOT talking about Snowball Fight, James R. ;)) 

You know, the way pengiuns all woddle around on the ice waiting for 

one penguin to jump into the water, then they all follow like sheep. 
Well, like penguins... 
Anyway you know what I mean. We all knew from the start that it's all 
about sharing code so why not? I still don't want people to be able 
to compile it though as I want them to play the game as I intended it 
(eg giving themselves all-weapons all the time. It spoils the 

game -- fundamentally the game is about skillful flying and normal 
bullet-shot kills, not kamikhazi battles). Give me a good reason to 
and I'll reveal the header file. Maybe I'm just paranoid? 

Let me know if you make sense of any of it! 


Laters, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 11028 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000145 


——MESSAGE FILE 11029 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000146 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Second Offence 

Date: Sat, 25 Apr 1998 18:25:10 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 36 

Message-ID: <35421C76.403B74F5@codeworks.demon.co.uk> 

References: <3533A2A3.37710026@codeworks.demon.co.uk> <6hntsd$31i31@chuka.playstatio 
n.co.uk> 

NNTP-Posting-—Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Thanks Steve, 
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I wonder if SCEE would like to sponsor a demo scene compo like the Edge 
compo? Perhaps have the judging or voting at ECTS or something on the 
big screen? 


The map editor will be released fairly soon now. Sorry about the delays 
but I'm working on lots of little things at the moment. And I've gotta 
document the save format too. It will also help to have a reasonable 
opengl card to run it with if you're think of doing large levels. I use 
the Fire Gl Pro 1000, which is quite reasonable.. 


Cheers 


Jim 


Steve Dunn wrote: 


> 

> Nice effects, well worth getting ! 

> P.S. Jim, when are you releasing the directx environment builder ? 
> 

> Steve 

> 

> Jim wrote in message <3533A2A3.37710026@codeworks.demon.co.uk>... 

> >Second Offence, our latest production is now on our web site. 

> >It's a demo incorporating some effects that I've been playing with since 
> >completing 22. 

>> 

> >http://www.netyaroze-europe.com/~Sig1LL 

>> 

> >Let us know what you think. 

>> 

> >Cheers 

>> 

> >Jim 


——MESSAGE FILE 11029 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000146 


—-MESSAGE FILE 11030 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000147 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Not another racing game 

Date: 26 Apr 1998 10:25:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01bd58a9$ec27£1c0$d33763c3@default> 
NNTP-Posting-Host: host5-99-55-211.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


fraid so :-) 

comments welcome, although be aware this is a very early 

demo 

~peterd 

——MESSAGE FILE 11030 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000147 


—-MESSAGE FILE 11031 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000148 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Not another racing game 

Date: 26 Apr 1998 10:28:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bd58aa$5a280a20$d33763c3@default> 
References: <0Olbd58a9$ec27f1c0$d33763c3@default> 
NNTP-Posting-Host: host5-99-55-211.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Oh yeah and you can't go backwards(well it's the first thing I do) 
Square accelerates left/right does.. - lets face it how many controls 
can it have :-) 


Net Yaroze newsgroups message dump.txt Page 7332 
enjoy. 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in article 
<01bd58a9Sec27f£1c0$d33763c3@default>... 

> fraid so :-) 

> comments welcome, although be aware this is a very early 

> demo 

> ~peterd 

> 

—-MESSAGE FILE 11031 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000148 


--MESSAGE FILE 11032 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000149 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.programming.sound 

Subject: Sound effect player 

Date: Sun, 26 Apr 1998 11:34:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6hv2db$b016@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera200.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:149 scee.yaroze.programming.sound: 
118 


On my page(~steved) you'll find a little tool that will enable you to preview 
your sound effects on the yaroze before inserting them into your game/demo. 
'Full' instructions are given on my page. 


Steve 
—-MESSAGE FILE 11032 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000149 


—-MESSAGE FILE 11033 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000150 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: three diensional thingy 

Date: Thu, 30 Apr 1998 12:03:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35486830.10461080@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I;ve always loved 3d, so last night I knocked up a quick demo to see 
how viable it was on the playstation. 


You will need the red/green or red/blue plastic glasses that you 
probably have had hundreds of in your lifetime, but none now. Have 
(minor) fun. Also minor changes to the race game (but you prob wont 
notice them) 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

——MESSAGE FILE 11033 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000150 


—-MESSAGE FILE 11034 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000151 
Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Pandoras's Box Fame Game 

Date: Fri, 01 May 1998 11:29:31 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <354995FB.CC25C6C@aol.com> 

NNTP-Posting-—Host: md35-115.mun.compuserve.com 
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Mime-Version: 1.0 
Content-Type: multipart/alternative; boundary=" E34B6775B5515EA6A270CE4E" 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


E34B6775B5515EA6A270CE4E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello all! 


The first game form an old friend of mine (Torsten Ventzke) and me is 
uploaded to my web site. It is our contribution to the fame game 
competition. The name of the game is 

Pandora's Box. It is a three dimensional puzzle game with many sound 
effects and ten 

levels. You can download it from 
http://www.netyaroze-europe.com/~cplverig. You will need PsCommUtil in 
order 
to play this game. Have fun! Please mail me your opinion about it. 


E34B6775B5515EA6A270CE4E 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
<HTML> 
Hello all! 


<P>The first game form an old friend of mine (Torsten&nbsp; Ventzke) and 

me is uploaded to my web site. It is our contribution to the fame game 
competition. The name of the game is 

<BR>Pandora's Box. It is a three dimensional puzzle game with many sound 

effects and ten 

<BR>levels. You can download it from 

<BR><A HREF="http://www.netyaroze-europe.com/~cplverig">http://www.netyaroze-europe. 
com/~cplverig</A>. 

You will need <U>PsCommUtil </U>in order 

<BR>to play this game. Have fun! Please <A HREF="mailto:CLuerig@aol.com">mail</A> 
me your opinion about it.</HTML> 


E34B6775B5515EA6A270CE4E-— 


—-MESSAGE FILE 11034 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000151 


—-MESSAGE FILE 11035 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000152 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: gradient filled boxes 

Date: Fri, 01 May 1998 22:48:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <354a5046.711296@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup1l14.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


After reading James Rutherford doing his gradient filled boxes it 
reminded me I intended to do some. 


Ive got a program (box.zip) that you can get off my web site with a 
general purpose function to draw them. 


http://www.netyaroze-europe.com/~middex2 
Its not the fastest, but it gets there. 
the parameters to the function are - 
DrawGradientBox( left, top, right, bottom, 
semi-transparency, priority, 


top left red, top left green, top left blue, 
top right red, top right green, top right blue, 
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bottom left red, bottom left green, bottom left blue, 
bottom right red, bottom right green, bottom right blue}; 


if you dont want it to be semitransparent, use a value not between 
0-3, as these values give the four different styles of semi 
transparency. 


The code would need minor modification to include into your own code, 
but all thats missing from myt subroutine is trhe address of the 
ordering table header. 


Have fun, 


Robert Swan 
——MESSAGE FILE 11035 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000152 


--MESSAGE FILE 11036 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000153 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.mydemos 

Subject: rye 

Date: 3 May 1998 13:35:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01bd7699$582d9ca0S$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


New C-food available at: 


http://www.netyaroze-europe.com/~roland/ftp/rye.zip 


rye - the second attempt. Well worth downloading. If you agree tell 
me, I need some positive feedback! (if you disagree keep it to your 
self ;) 

(By the way, thanks to all the members that gave me feedback to my 
first version) 


For the newbies, this is going to become a racing game in the end. 


Unfortunately it is still not finished but there a big improvements 
over the first version. Now there is a course that you can drive onto 
and buildings standing around and ... ups I think that was all the 
improvements, but take a look at yourself. 

Cheers 

Roland 


—-MESSAGE FILE 11036 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000153 


—-MESSAGE FILE 11037 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000154 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: gradient filled boxes 

Date: Sun, 03 May 1998 15:35:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <354c8e6f.2951846@www.netyaroze-europe. com> 
References: <354a5046.711296@www.netyaroze-europe.com> 
NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ok, a newer version, with a bit more info here. 
this version runs abour 30% faster. 


the demo looks nicer now. Im so used to using the rgb of sprites i 
forgot lines used an rgb of 0-255. 


at the mo, it only accepts non-negative values, so dont try to draw 
boxes off screen. :) but that can be easily altered. 
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Robert Swan 
——MESSAGE FILE 11037 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000154 


——MESSAGE FILE 11038 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000155 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: gradient filled boxes 

Date: Tue, 05 May 1998 02:01:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <354e72ae.42172515@www.netyaroze-europe. com> 

References: <354a5046.711296@www.netyaroze-europe.com> <354c8e6f.2951846@www.netyaro 
ze-europe. com> 

NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Full apologies for my annoying habit of putting up a program, and then 
altering it ten times. 


New version fixes a bug that sometimes causes the bottom line to be 
the wrong colour; at certain heights the some or all of the rgb values 
could be wrong. I "think" its fixed. 


Robert Swan 
—-MESSAGE FILE 11038 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000155 


——MESSAGE FILE 11039 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000156 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: gradient filled boxes 

Date: Tue, 05 May 1998 17:39:06 +0100 

Organization: Intelligent Research 

Lines: 22 

Message-ID: <354F40AA.72AA4F3B@éhinge.mistral.co.uk> 

References: <354a5046.711296@www.netyaroze-europe.com> <354c8e6f.2951846@www.netyaro 
ze-europe.com> <354e72ae.42172515@www.netyaroze-europe.com> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Robert Swan wrote: 


Full apologies for my annoying habit of putting up a program, and then 
altering it ten times. 


New version fixes a bug that sometimes causes the bottom line to be 
the wrong colour; at certain heights the some or all of the rgb values 
could be wrong. I "think" its fixed. 


VVVVVVVV 


Robert Swan 
What on earth are you doing there ;) (I took a quick look at the code) 
Why not just generate a TMD with a single primitive in it (say, a 


graduation 
shaded quad), and call GsSortObject4() once for the box. Much quicker than 


drawing it one line at a time..... 


Craig. 


—-MESSAGE FILE 11039 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000156 


—-MESSAGE FILE 11040 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000157 
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Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: gradient filled boxes 

Date: Tue, 05 May 1998 21:28:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <354f83e4.24648565@www.netyaroze-europe. com> 

References: <354a5046.711296@www.netyaroze-europe.com> <354c8e6f.2951846@www.netyaro 
ze-europe.com> <354e72ae.42172515@www.netyaroze-europe.com> <354F40AA.72AA4F3B@hinge 
-mistral.co.uk> 

NNTP-Posting-Host: th-eng08-142.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 05 May 1998 17:39:06 +0100, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>What on earth are you doing there ;) (I took a quick look at the code) 

> 

>Why not just generate a TMD with a single primitive in it (say, a 
>graduation 

>shaded quad), and call GsSortObject4() once for the box. Much quicker than 
> 

>drawing it one line at a time..... 

> 

>Craig. 


Its funny you should say that, seeing as dynamic creation of tmds is 
something Im working on. Ive just put up a post on freetalk about it, 
so if you can help me with it, Id be very grateful. At the time of 
writing it was something I did fairly quickly because Id always wanted 
to do it. Plus the results would be slightly different with a TMD, 
maybe harder to position perfectly (not sure about this) and um, im 
not advanced enough to edit tmds right now :) 


Robert Swan 
rs108@mdx.ac.uk 
——MESSAGE FILE 11040 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000157 


—--MESSAGE FILE 11041 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000158 
Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.mydemos 

Subject: An idea for a cool visual effect [Re: gradient filled boxes] 

Date: 5 May 1998 23:46:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <slrn6kv97e.5ph.tjs@indy1l6.cs.monash.edu.au> 

References: <354a5046.711296@www.netyaroze-europe.com> <354c8e6f.2951846@www.netyaro 
ze-europe.com> <354e72ae.42172515@www.netyaroze-europe.com> <354F40AA. 72AA4F3B@hinge 
-mistral.co.uk> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Tue, 05 May 1998 17:39:06 Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 
>Robert Swan wrote: 

> 

>> Full apologies for my annoying habit of putting up a program, and then 
>> altering it ten times. 

>> 

>> New version fixes a bug that sometimes causes the bottom line to be 

>> the wrong colour; at certain heights the some or all of the rgb values 
>> could be wrong. I "think" its fixed. 

>> 

>> Robert Swan 

> 

>What on earth are you doing there ;) (I took a quick look at the code) 

> 

>Why not just generate a TMD with a single primitive in it (say, a 
>graduation 

>shaded quad), and call GsSortObject4() once for the box. Much quicker than 
>drawing it one line at a time..... 
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Or with next to no work, you could work out the format of the packet data 
needed to draw a shaded quad, and just dolItYorself(tm), without needing to 

go through the 3d calculations. This actually seems like less work to me. Much 
less painful than sitting down and working out where your 3d primitive has to 
be to end up with a particular 2d location. 


One thing you could do with a lines based box, though, is animate the creation 
of the gradient filled quad. For each point of each line, generate a cubic 
spline that passes through 3 points and ends up at the required location. 
Animate. Voila. Slinky shaded box creation. The 3 points have to be chosen 
specially, or course, so that: 


a) for point n (n=1,2,3) on cubic k (k=1..number of lines), the location is a 
function of k 

b) all the points start off outside the screen, such that no lines are visible 
on the first frame of the animation. 


Another idea would be to try doing this by rendering the quad to a texture page 
outside the screen area, and then breaking it up into little sprites, and then 
animating it on screen. It'd look really cool with single pixel sprites, but 
I think that the psx might not have the power. of course a) then changes to: 


a) for point ո (n=1,2,3) on cubic u,v (u=1..n(horizontal sprites),v=1.. 
n(vertical sprites)), the location is a function of u and v. 


I'd be interested to see just how fast a playstation could do this. Points for 
the largest number of lines/sprites per fram anyone? :) 


toby. 
——MESSAGE FILE 11041 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000158 


——MESSAGE FILE 11042 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000159 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: dynamic tmd creation 

Date: Wed, 13 May 1998 14:30:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3559ad81.12385204@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


ok, at last i can post again on the newsgroups. all my unfunny 
comments have been held back. anyway - 


heres my progress on dynamic tmd creation. Its not complete so it 
hasnt got a readme.txt and a link from my main page yet, so heres 
what to do. 


download dynamic.zip from 
http://www.netyaroze-europe.com/~middex2/ftp 


unzip it into its original directories 


go into the CODE/LIBS directory 

MAKE the file 

go back into the CODE directory 

MAKE that file, then you have a choice, you can either, 


SIOCONS AUTO, or 
go back another directory and type RUN 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


For those of you interested in dynamic tmd creation, you may 
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appreciate my different approach to the creation. In other programs 
ive seen, you list all the primitives you want in an object, then go 
through them again, each time giving explicit vertex coordinates. 


In mine, you set up all the vertices, colour and texture information, 
then work through the polygons, one at a time giving a reference to 
which vertex, colour or texture you want to use. To check the args to 
send to the different functions, you can check out the end of 
LIBS/tmd.h 


This is gonna take a lot of documentation :) 
(left/right selects one of the four objects) 
——MESSAGE FILE 11042 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000159 


—-MESSAGE FILE 11043 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000160 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos 

Subject: scrolly message 

Date: Fri, 15 May 1998 19:30:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6jilq9Sf406@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera733.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Yes, after a massive financial investment, thousands of man hours, intense 
concentration, several rows with the wife (I'll miss her), getting sacked from 
my job, and the dog leaving, I'm proud to present my 'scrolly message demo' ! 


"Better than Gran Tourism" (Quote from my mum*) 


"The shape of future entertainment" (The Edge**) 
"Dogs doodahs" (Computing Weekly**) 
"Amazing" ('Playstaion Review' June '98***) 


"W*nk*r" (The wife****) 


*She would of said that if she ever came round to see me, and knew what a 
Playstation was. 

**Actual quotes, but alas, nothing to do with 'scrolly demo' 

***A small magazine that I edit. Currently only circulates on my hard drive 
**** An actual real life quote (quoted several times actually) 


Probably the first ever 99.9% C++ demo for the Yaroze 


Get it at... http://www.netyaroze-europe.com/~steved/ 


Steve 


——MESSAGE FILE 11043 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000160 


—-MESSAGE FILE 11044 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000161 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.mydemos 

Subject: rye update 

Date: 17 May 1998 09:12:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bd8174$2b562fe0S$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 


there is a small update available. Now there are some opponents on the 
track as well. 
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Roland 
—-MESSAGE FILE 11044 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000161 


—-MESSAGE FILE 11045 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000162 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: ANNOUNCE: RsdAnim 3D Animator 

Date: Tue, 19 May 1998 10:52:54 +0100 

Organization: Intelligent Research 

Lines: 96 
Message-ID: <35615675.17A2BOA8@hinge.mistral.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


On my site from yesterday: 
http://www.netyaroze-europe.com/~c_graham/rsdanim.html 


Mail me on: 
c_graham@hinge.mistral.co.uk 


RsdAnim 
What is RsdAnim? 


It's a PC (Win95) hosted keyframe animator for Playstation RSD format 3D 
models.... 


What Do You Need? 


— Windows 95 
- DirectX v5 


NOTE1: RsdAnim will NOT run on NT4. This is because it uses Direct3D 
immediate mode, which is only available with DirectX5. NT4 
only supports DirectX3, so RsdAnim will crash & burn...) 


NOTE2: There seems to be a problem on some PC setups...I'm not sure what 
it is, so if RsdAnim crashes when you run it, click on 'NO' 
in the startup box. 


NOTE1: There's a conflict I've not chased yet with 3D/FX cards - RsdAnim 
won't work if you've got one (sorry, I don't have one myself 
so I don't know what the problem is). 


Where's it come from? 
From me, I wrote it... 
Licensing Blurb 


1) I release this program for non-comercial use only on the Yaroze. 
2) No comercial developer may download or use this software. 
3) Don't give it away to non-yaroze members. 


If I see it on a single WWW site other than the Sony Main Server, I'll 
simply not release any more updates. I don't expect to see it on 
Blackbag, Insert Coin or #PSXDEV - and I know all you folks who hang 
there as well, so I'll know exactly who to chase if this starts 

doing the rounds. 


What does it do? 


Well, it loads Playstation RSD format models and displays them on the PC 
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"hey, RSDTOOL does that" - I know, but this 15 

petter sss here's a feature list: 

o MIMe data generation for use with gteMIMefunc() 

o RSD format loading (RSD,PLY,MAT) 

o 3DS / 3DS Max ASCII Object file loading (.ASC files) 

o Extended poly group support (XGRP, almost the same as GRP). 
o TIM Image format support. 

o Rubber band vertex/face selection 

o Magic wand vertex/face selection 

o Simple pick tool vertex/face selection 

o A11 operations apply to multiple selected faces 

o Poly shading type setting (gourard/flat) 

o Normal re-calculation 

o Selective and hinted optimisation / polygon reduction 

o Direct3D support 4 selectable view panes, which can be any of: 


- Fully textured & shaded view 
- Lit wireframe view 

o Move tool 
o Rotate tool 

o Normal flipping (for those awkward problem conversions) 

o Multiple movement Keyframe animator (have several movements from the 
same base object (eg. man_walk,man_nod,man_wave,etc) 

o Grid align tool 

o Object centring 
° 
° 
° 
° 
T 


Face colouring 

Face lighting / poly-by-poly lighting disable 

Texture Wrapping (cylindrical, spherical & planer) 

Handles more RSD primitive types than RsdTool (eg. simultaneously 
extured & Coloured faces). 


What Next? 


Well, I've been intending to add bones support..... 


Also, load's of stuff has problems/bugs/doesn't do what it should, so 
I'll be fixing those as time goes by... 


——MESSAGE FILE 11045 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000162 


——MESSAGE FILE 11046 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000163 
Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Map Editor 

Date: Tue, 19 May 1998 16:33:30 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 13 

Message-ID: <3561A64A.23B6D77C@micronetics.com> 
NNTP-Posting-Host: 193.132.195.160 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


It's been quiet around here recently. 

Never mind entertain yourself with the Z2 Map Editor. I've also 
included the source to the save format so you can use the maps for 
you're own projects. 


http://www.netyaroze-europe.com/~Sigl1LL 


Let me know if you use it for any projects.. 
oh and you'll need OpenGL for it'll barf.. 


Cheers 


Jim.. 
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——MESSAGE FILE 11046 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000163 


——MESSAGE FILE 11047 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000164 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: ANNOUNCE: RsdAnim 3D Animator 

Date: 19 May 1998 15:43:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6js9boS4p7@chuka.playstation.co.uk> 

References: <35615675.17A2B0A8@hinge.mistral.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/35615675.17A2BOA8@hinge.mistral.co.uk 


> 

>NOTE1: There's a conflict I've not chased yet with 3D/FX cards - RsdAnim 
>won't work if you've got one (sorry, I don't have one myself 

>so I don't know what the problem is). 

> 


When you say theres a problem with 3dfx cards do you know what happens on the 
screen. The reason i ask is that I diasabled mine yet the program runs but wont 
display any models. Hence I was wondering if my card was still interfering (in 
which case I will remove it) or whether perhaps my models were wrong/or im 
using the program wrong. 


—-MESSAGE FILE 11047 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000164 


——MESSAGE FILE 11048 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000165 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: ANNOUNCE: RsdAnim 3D Animator 

Date: Tue, 19 May 1998 17:24:43 +0100 

Organization: Intelligent Research 

Lines: 16 

Message-ID: <3561B24A.B1A030F7@hinge.mistral.co.uk> 

References: <35615675.17A2B0A8@hinge.mistral.co.uk> <6 js9boS4p7@chuka.playstation.co 
-uk> 
NNTP-Posting-Host: 194.131.235.3 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


West wrote: 


> When you say theres a problem with 3dfx cards do you know what happens on the 

> screen. The reason i ask is that I diasabled mine yet the program runs but wont 
> display any models. Hence I was wondering if my card was still interfering (in 
> 
> 


which case I will remove it) or whether perhaps my models were wrong/or im 
using the program wrong. 


Yeah - that's the problem we tend to see...I've no idea what causes it. 


Hopefully someone'll loan me a 3DFX card so I can trace the problem 
one day.... 


Craig. 


—-MESSAGE FILE 11048 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000165 


—--MESSAGE FILE 11049 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000166 
Path: chuka.playstation.co.uk!news 
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From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Map Editor 

Date: Tue, 19 May 1998 19:07:48 +0100 
Organization: Intelligent Research 

Lines: 26 

Message-ID: <3561CA74.91A57093@hinge.mistral.co.uk> 
References: <3561A64A.23B6D77C@micronetics.com> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Jim wrote: 


It's been quiet around here recently. 

Never mind entertain yourself with the Z2 Map Editor. I've also 
included the source to the save format so you can use the maps for 
you're own projects. 


http://www.netyaroze-europe.com/~Sigl1LL 


Let me know if you use it for any projects.. 
oh and you'll need OpenGL for it'll barf.. 


Cheers 


VVVVVVVVVVV VV 


Jim.. 


Bug report (I'm getting load's at the moment - thought you'd enjoy some 
of the same), 

it doesn't (as you expected) run on Win95. I ran it on one of my other 
PC's though 

(NT4) and it seemed to work ok - I couldn't work it out tho'. Reckon we 
both 

need to write some docs...... 


Craig. 


7342 


—-MESSAGE FILE 11049 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000166 


——MESSAGE FILE 11050 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000167 


Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Map Editor 

Date: Tue, 19 May 1998 23:41:47 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 32 

Message-ID: <35620AAB.3D01DD@codeworks.demon.co.uk> 


References: <3561A64A.23B6D77C@micronetics.com> <3561CA74.91A57093@hinge.mistral.co. 


uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Craig Graham wrote: 


> 

> Bug report (I'm getting load's at the moment - thought you'd enjoy > some of the s 
ame), 

Unfortunately I've not had a chance to try rsdanim yet. I've only NT4 

and no DirectX. I was quite keen on giving it a go though as I've been 


writing a similar program myself and wanted to see how they compared.. 
:-) 


> it doesn't (as you expected) run օո Win95. 


I don't run 95 or actually know anyone who does. Did it crash because 
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your 95 box doesn't have opengl installed do you think? I'ma 
reasonable newbie to windows programming so you may have to bare with 
me... 


>I ran it on one of my other 

> PC's though 

> (NT4) and it seemed to work ok - I couldn't work it out tho'. Reckon we 
> both 

> need to write some docs...... 


At present I'm rather pressed for time to do anything, whole reason I 
released part of the source to the save format rather than documenting 
it. But I'll have a shot at ironing out the quirks when I get a free 
moment. 


Thanks for the feedback though. 
Cheers 


Jim 
——MESSAGE FILE 11050 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000167 


—-MESSAGE FILE 11051 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000168 
Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: rye update 

Date: 21 May 1998 16:59:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bd84da$1178ac60$77el6dc0@ulthar.han.de> 
References: <01bd8174$2b562fe0S$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Another update (if anyone cares): 


- flashless graphics 
— new textures 
- faster 


Roland 
——MESSAGE FILE 11051 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000168 


——MESSAGE FILE 11052 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000169 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Map Editor 

Date: Fri, 22 May 1998 07:24:53 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35658AB5.EA127E09@sinclair.net> 

References: <3561A64A.23B6D77C@micronetics.com> <3561CA74.91A57093@hinge.mistral.co. 
uk> <35620AAB.3D01DD@codeworks.demon.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


It runs on Windows 98, so Jim's probably right, the problem is probably 
OpenGL. Only the newer Windows 95, OSR-2, and Windows 98 come with 
Open-GL drivers. 


As for Docs, well, it seems fairly straightforward; I didn't play with 
it much, but the initial square in the window on the right represents 
the camera, facing down, viewed from an overhead perspective. You can 
place tiles on that window by clicking the squares, thus building your 
map. Then to explore it in the 3d view, right-click in the 3d window to 
move forwards, left click and drag to rotate around. You can change the 
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speed in the Preview window. You can change the height of the tiles you 
place in the window in the lower-left; this way, you can create walls or 
pits. 


> it doesn't (as you expected) run on Win95. 


I don't run 95 or actually know anyone who does. Did it crash because 

your 95 box doesn't have opengl installed do you think? I'ma 

reasonable newbie to windows programming so you may have to bare with 

me... 

——MESSAGE FILE 11052 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000169 


> 
> 
> 
> 
> 
> 


—-MESSAGE FILE 11053 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000170 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Light Cycle Arena version 1.5 

Date: 23 May 1998 00:13:18 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <01lbd85df$db5628e0Scc8laccf@kd-home> 
NNTP-Posting-Host: 207-172-129-204.s13.as8.col.erols.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


I've updated my game Light Cycle Arena as well as posting the source code 
for the game. It's located at 
http://www.netyaroze-europe.com/yaroze_scea/pages/kdavis.html 


Give it a try and let me know what you think. 


Kevin 
kmfsv@erols.com 
——MESSAGE FILE 11053 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000170 


—-MESSAGE FILE 11054 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000171 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: 3d sprites + lines 

Date: Tue, 26 May 1998 15:55:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <356ae5da.24355084@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialupll.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


A quick demo for those interested in 3d sprites + lines. It doesn't 
use the correct primitives for them, but uses the 'fake' calculations 
put up by Steve Hunt. His code is the only reason I managed this, so 
he should get all the credit :) 


Its up on my web site now 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

——MESSAGE FILE 11054 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000171 


—-MESSAGE FILE 11055 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000172 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Update to my racing game 

Date: 27 May 1998 22:23:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd59d6$7c30faa0$473a63c3@default> 
NNTP-Posting-Host: host5-99-58-71.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 
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Hi all, 

Yup there's an update, if you hated the last one well you'll hate this too 
but it is better < I promise > 

Again feed back would be much appreciated but dont dis the control system 
I know it sucks :) 

Square accelerates 

left/right has been reversed to confuse you ;) 

top left paddles move the view. 


Pete. 
—-MESSAGE FILE 11055 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000172 


——MESSAGE FILE 11056 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000173 
Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.mydemos 

Subject: Alien Looter 

Date: Fri, 29 May 1998 01:29:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <356E0154.10FC@enterprise.net> 
Reply-To: elvis@enterprise.net 
NNTP-Posting-Host: ppp356.enterprise.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi everyone, 
If you're after a few intense minutes of alien moshing fun, check out my 
latest offering, 'Alien Looter'. 


It's on my homepage now: 
http://www.netyaroze-europe.com/~madmonk/ 


The source code is also posted there if you're interested. 


Have fun! 
Ben. 


—-MESSAGE FILE 11056 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000173 


—-MESSAGE FILE 11057 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000174 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Update to MY racing game :) 

Date: Fri, 29 May 1998 03:12:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <356e27b3.13653789@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


yes, its time for me to start uploading every minor variation on my 
work. This is the version of my racing game Im working on. Those of 
you who downloaded helpme.zip will know what to expect. This early 
version has a cube for a car, some collision detection, trailing 
camera, and it draws the track automatically. it also has some of the 
tunnel stuff. 


btw, I never did solve that problem, so this version cuts out the 
splitting track entirely. I think there is something fundamentally 
wrong because of effects Ive seen since but I dont have time to sort 
it out. 


visit my web page for the early demo - 


Robert Swan 
http: //www.netyaroze-europe.com/~middex2 
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just follow the links 
rs108@mdx.ac.uk 
--MESSAGE FILE 11057 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000174 


——MESSAGE FILE 11058 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000175 
Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Pandoras Box update 

Date: Sat, 06 Jun 1998 17:56:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <3579669F.CAF19C11@aol.com> 
NNTP-Posting-Host: 200-186-100.ipt.aol.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; boundary=" 7361FO1AFAF936ED32CF402E" 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


7361F01AFAF936ED32CF402E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello all! 


Due to some feed back e-mails I got, I added some improvements to the 
game PANDORA'S BOX. The main improvement of the program is the steering 
of the person. It is much smoother and easier now. The time to solve a 
level if you know the solution is now reduced to half. 


Have fun! 
Christoph 


7361F01AFAF936ED32CF402E 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello all! 


<P>Due to some feed back e-mails I got, I added some improvements to the 

game <A HREF="http://www.netyaroze-europe.com/~cplverig">PANDORA'S BOX</A>.&nbsp; 
The main improvement of the program is the steering of the person. It is 

much smoother and easier now. The time to solve a level if you know the 

solution is now reduced to half. 


<P>Have fun! 
<BR>Christoph</HTML> 


7361FO01AFAF 93 6ED32CF402E-- 


—-MESSAGE FILE 11058 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000175 


——MESSAGE FILE 11059 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000176 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.mydemos 

Subject: coursework2 up 

Date: Sat, 06 Jun 1998 16:45:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <357970d7.2201525@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent 1.5/32.451 


ermm my course work is up. 
need to do documentation still 
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here's a quick run down. 

up - move forward 

down - move back wards 

left/right rotate legs left/right 
L1/R2 - rotate upper torso. 
square - shoot. 

triangle - change view 

start - restart game 

start + select - reboot yaroze 


comments: 

needs collision detection still and anthoer robot to shoot at. 

screen shots can be found at my home page. program downloadable from 

my ftp site. 

/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.netyaroze-europe/~alanyuen/ 

—-MESSAGE FILE 11059 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000176 


—-MESSAGE FILE 11060 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000177 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Update to MY racing game :) 

Date: Sun, 07 Jun 1998 20:20:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <357af2£7.5133099@www.netyaroze-europe. com> 
References: <356e27b3.13653789@www.playstation.co.uk> 
NNTP-Posting-Host: th-engl2-230.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Last version for my racing game is up now. still a few bugs, and not 
much game direction, but as a technical demo its more or less 
complete. This one needs compiling before running (see the readme.txt) 


New screenshots etc on my web page too. Just go to the downloads 
section. 


Robert Swan 
rsl108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 11060 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000177 


—-MESSAGE FILE 11061 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000178 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.mydemos 

Subject: It's Here ! 

Date: Mon, 08 Jun 1998 21:07:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <357c51c7.424620@news.playstation.co.uk> 
NNTP-Posting-Host: p02-forktail-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Its finally here, the game thats got ID Software quaking ( ooohhh... ) 


in their boots....Its retro....Its got crap graphics....Its got no 
sound....Its space invaders...Its my first complete game...But what 
did you expect for an afternoons drug crazed coding....... Get it here 


while its hot; http://www.netyaroze-europe.com/~rcutting 


( No source code yet, but it's coming as soon as I tidy it up a bit... 
not that it's exactly 'complicated'..... ) 


—-MESSAGE FILE 11061 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000178 
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—-MESSAGE FILE 11062 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000179 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: David White <dwhite2@san.rr.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: HolliDance is ready 

Date: Mon, 08 Jun 1998 20:20:11 -0700 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <357CA8FC.5782@san.rr.com> 

NNTP-Posting-Host: dt033nc9.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Macintosh; I; PPC) 


Greetings from the other side of the cyber pond! 
I've just finished my Net yaroze program. 


HolliDance is a simple dance program that I've written as 
a personal project. It displays a girl who dances in sync 
to music. The program simulates 2 cameras that move about 
her club, two spot lights that move about and change color, 
and an ocasional stobe light effect. HolliDance is a real 
time animation program; no two frames are ever the same. 


HolliDance exixts in four versions: PowerMac, SGI, Be OS, 
and Sony Play Station (Net Yaroze). 


The Net Yaroze version is compiled for both NTSC and PAL 
configurations. Due to it's large amount of data, it 
requires a Code Warrior compatible loader. 


It has been a fun project and hopefully you will enjoy it 
as well. 


Note to Sony: I'm temporarily hosting the binary until SCEA 

has posted it. It's only available via my web page on SCEA's 
server and therefore can not be downloaded by nonmembers. 

I'll take it off my server when SCEA is ready (I need the space!). 


David White 
http://www.scea.sony.com/net/yaroze/pages/dwhite. html 
dwhite2@san.rr.com 


If you can't reach my USA yaroze site, try 


http://www.netyaroze-europe.com/yaroze_scea/pages/dwhite.html 
(it may take a little while to catch up with the USA version) 
——MESSAGE FILE 11062 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000179 


——MESSAGE FILE 11063 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000180 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: It's Here ! 

Date: Tue, 09 Jun 1998 23:26:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <357dc477.526904@news.playstation.co.uk> 
References: <357c51c7.424620@news.playstation.co.uk> 
NNTP-Posting-Host: p48-siskin-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 08 Jun 1998 21:07:58 GMT, richard.cutting@virgin.net (Richard 
Cutting) wrote: 


>Its finally here, the game thats got ID Software quaking ( ooohhh... ) 


>in their boots....Its retro....Its got crap graphics....Its got no 
>sound....Its space invaders...Its my first complete game...But what 
>did you expect for an afternoons drug crazed coding....... Get it here 


>while its hot; http://www.netyaroze-europe.com/~rcutting 
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> 

>( No source code yet, but it's coming as soon as I tidy it up a bit... 
>not that it's exactly 'complicated'..... ) 

> 


I've just added the source code to the FTP directory. Its 
invadesrc.zip. 


—-MESSAGE FILE 11063 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000180 


—-MESSAGE FILE 11064 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000181 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Update to MY racing game :) 

Date: 12 Jun 1998 16:09:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <01lbd961cS2f88ff40SFf30b0a0a@Angelal.intelligent-—group.com> 

References: <356e27b3.13653789@www.playstation.co.uk> <357af2f£7.5133099@www.netyaroz 
e-europe.com> 

NNTP-Posting-Host: d2-s5-108-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Robert Swan <rsl08@mdx.ac.uk> wrote in article 
<357af2£7.5133099@www.netyaroze-europe.com>... 
> Last version for my racing game is up now. still a few bugs, and not 


> much game direction, but as a technical demo its more or less 

> complete. This one needs compiling before running (see the readme.txt) 
> 

> New screenshots etc on my web page too. Just go to the downloads 

> section. 

I compiled your demo Robert - quite nice, but one comment (if you're 
submitting 

it as a degree project). You've declared loads of global variables in 


header files. 

That may work in GNU, but in most compilers you'll get multiply defined 
symbols 
and it'll refuse to link. CodeWarrior is an example of this....I had to 
move all your 

global defs into the C files and extern the refs in the header files 
(always good 

practise anyway) before it would build. I'm sure Peter (whose code is far 
from perfect 

himself) would be quite lenient about this as it's not really a coding 
course as such 

- but of course, he might not..... 


> Robert Swan 


Craig Graham. 

Intelligent Research (Video Games) Ltd. 

c_graham@intelligent-group.com 

-—-MESSAGE FILE 11064 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000181 


—-MESSAGE FILE 11065 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000182 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Update to MY racing game :) 

Date: Fri, 12 Jun 1998 15:51:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <35814e32.224777@www.netyaroze-europe. com> 

References: <356e27b3.13653789@www.playstation.co.uk> <357af2f£7.5133099@www.netyaroz 
e-europe.com> <O01lbd961cS$2f88Fff40SF30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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To be honest, I never knew whether what I was doing was ok or not - 
its just that it worked. Didnt realise it could cause problems on 


other systems - Ive reached a point where Ive got to relearn C now, so 
hopefully this won't happen again. Its always good to hear where Im 
going wrong - I learn so much that way. 


Robert Swan 
--MESSAGE FILE 11065 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000182 


--MESSAGE FILE 11066 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000183 
Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Problem with ftp 

Date: 14 Jun 1998 10:58:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <memo.19980614115049.38441A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna22-09.compulink.co.uk 


I've tried to put my game on the yaroze site, 

but my zip file does not seem to ftp correctly. 
When I download it, winzip says there is an error 
with the file. 


Could anyone tell me the options, or a better 
way of sending it. 


Jeff Hannan 


—-MESSAGE FILE 11066 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000183 


—-MESSAGE FILE 11067 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000184 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Problem with ftp 

Date: Sun, 14 Jun 1998 19:30:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3584241e.22758498@www.netyaroze-europe. com> 
References: <memo.19980614115049.38441A@jmhannan.compulink.co.uk> 
NNTP-Posting-Host: stu-dialupll.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


What program are you using? 

Im using Cuteftp and maybe I can help you with that if you can get a 
version of it. 

Are you sending it as ascii or binary? (not that it should matter 
these days) Sometimes Ive zipped up stuff and for whatever reason it 
doesnt work. My method of checking is, 


run the game, 

zip it up, 

unzip it from the zip file 
check it runs 

ftp the zip file to my web page 
download it from my web site 
unzip it again and check it. 


This way I can tell at what point the problem is. 
On 14 Jun 1998 10:58:17 GMT, jmhannan@cix.co.uk (Jeff Hannan) wrote: 


>I've tried to put my game on the yaroze site, 
>but my zip file does not seem to ftp correctly. 
>When I download it, winzip says there is an error 
>with the file. 

> 

>Could anyone tell me the options, or a better 


Net Yaroze newsgroups message dump.txt Page 7351 


>way of sending it. 
> 

>Jeff Hannan 

> 


—--MESSAGE FILE 11067 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000184 


——MESSAGE FILE 11068 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000185 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Problem with ftp 

Date: 15 Jun 1998 11:50:11 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Sender: thutton@TECH10 

Message-ID: <uu35nsab0.fsf@cybec.com.au> 

References: <memo.19980614115049.38441A@jmhannan.compulink.co.uk> 
<3584241e.22758498@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


rsl08@mdx.ac.uk (Robert Swan) writes: 


> 

> What program are you using? 

> Im using Cuteftp and maybe I can help you with that if you can get a 
> version of it. 

> Are you sending it as ascii or binary? (not that it should matter 


I immediately thought this was the problem - if you're using plain old 
command-line ftp then make sure you're in binary mode, with the 'bin' 

command. 

Toby. 

—-MESSAGE FILE 11068 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000185 


——MESSAGE FILE 11069 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000186 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: shooting sort of a game 

Date: Mon, 15 Jun 1998 22:54:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3585a59a.5354951@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-engl1-086.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


on my website is a demo of a game my brother has been working on, a 2d 
shoot em up. Ive also put up screen shots. 

Its a rather large file, but thats because of the sound. 

Its two player, and there are a couple of bugs. 

1) sometimes the screen gets garbled. This is just random, so 
rerunning it can help 

2) the creatures that appear in the middle of the screen can kill 
before theyve appeared there! 


Robert (on behalf of Barry) Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

——MESSAGE FILE 11069 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000186 


—-MESSAGE FILE 11070 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000187 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.mydemos 

Subject: Dataman! 

Date: Tue, 16 Jun 1998 22:24:40 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 563 
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Message-ID: <3586E298.4E1BCF7A@scee.sony.co.uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 3ABC504BD908DA952844CD4B" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This is a multi-part message in MIME format. 
3ABC504BD908DA952844CD4B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


No, it's not a game, but an _INCREDIBLY_ useful utility for PSX programmers. Downloa 
d it now to find 

out what it does. (Hint: You won't have to worry about editing batch files and manua 
lly working out 

addresses to load your data). 


Cheers, 


James 


3ABC504BD908DA952844CD4B 
Content-Type: application/x-zip-compressed; name="dataman.zip" 
—-MESSAGE FILE 11070 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000187 


—-MESSAGE FILE 11071 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000188 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Dataman! 1.1 

Date: Wed, 17 Jun 1998 12:19:43 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <3587A64F.DEEBO1LEBEscee.sony.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Wow! It's updated already! Now it can handle much much more! 


Get Dataman now and never have to worry about calculating data offsets for all your 
data files ever 
again! 


http://www.netyaroze-europe.com/~jruss1/ftp/DATAMAN. ZIP 


J 
——MESSAGE FILE 11071 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000188 


——MESSAGE FILE 11072 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000189 
Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Problem with ftp 

Date: 20 Jun 1998 00:17:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <memo.19980620011014.29443A@jmhannan.compulink.co.uk> 
References: <uu35nsab0.fsf@cybec.com.au> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna22-10.compulink.co.uk 


Thanks, it now works. Though I'm sure I tried that 
before. 


Jeff Hannan 


——MESSAGE FILE 11072 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000189 


Net Yaroze newsgroups message dump.txt Page 7353 


—-MESSAGE FILE 11073 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000190 
Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.mydemos 

Subject: THOHO now works. A 4D shoot-em սք. 

Date: 20 Jun 1998 00:17:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <memo.19980620011016.29443B@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna22-10.compulink.co.uk 


The House Of Hair Out 

This is a variation on the 3D shoot-em up. 
1. The world has more than three dimensions. 
2. You can shoot, but you can't kill. 


http://www.netyaroze-europe.com/~jmhannan 


I'm not sure how to describe it, but the 3D world 
is warped. In some places you can see yourself. 


If you remember the optical illusion where people 
are walking up steps that never end - its a bit 
like that. 


I'd appreciate any comments. 


I apologise for my web page pointing to the 
corrupt zip file. 


Jeff Hannan 
——MESSAGE FILE 11073 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000190 


—-MESSAGE FILE 11074 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000191 
Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.mydemos 

Subject: Rollercoaster 

Date: Wed, 24 Jun 1998 12:24:40 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3590D3E8.912EF2CD@reptile.no> 
NNTP-Posting-—Host: t40203p36.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Version 1 of my Rollercoaster is now my website. 

This one features dynamic track creation from Bézier curve data (the 
data is precalculated so you don't have to wait forever for the track to 
appear), and 3D Bézier movement using de Casteljau. It also features the 
return of an old hero... :) 


Oh, and full source code is included as usual. 


If anyone would like to have a go a creating their own tracks using my 
Rollercoaster editor, let me know. 


Lars 

--MESSAGE FILE 11074 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000191 
——MESSAGE FILE 11075 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000192 
Path: chuka.playstation.co.uk!news 


From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.mydemos 
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Subject: Re: Rollercoaster 

Date: 24 Jun 1998 18:03:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Ol1lbd9f9a$a9c54660S77el6dc0@ulthar.han.de> 
References: <3590D3E8.912EF2CD@reptile.no> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Amazing! 

This demo is cool. Now I know what 3D really means! 
Roland 

PS 

I'd like to create another track. 

Lars Barstad <lars.barstad@reptile.no> schrieb im Beitrag 
<3590D3E8.912EF2CD@reptile.no>... 

> Version 1 of my Rollercoaster is now my website. 

This one features dynamic track creation from Bézier curve data (the 
data is precalculated so you don't have to wait forever for the track to 
appear), and 3D Bézier movement using de Casteljau. It also features the 
return of an old hero... :) 


Oh, and full source code is included as usual. 


If anyone would like to have a go a creating their own tracks using my 
Rollercoaster editor, let me know. 


Lars 


VVVVVVVVVVVV VV 
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—-MESSAGE FILE 11075 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000192 


——MESSAGE FILE 11076 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000193 


Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rollercoaster 

Date: 24 Jun 1998 21:19:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <0lbd9fb5$702aec00$e33363c3@two> 


References: <3590D3E8.912EF2CD@reptile.no> <01bd9f9aSa9c54660S77el6dc0@ulthar.han.de 


> 
NNTP-Posting-Host: host5-99-51-227.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


I have to agree, nice one :) 

Pete. 

Roland Boettcher <roland@harlie.han.de> wrote in article 
<O1lbd9f9aSa9c54660S77el6dc0@ulthar.han.de>... 

> Amazing! 

This demo is cool. Now I know what 3D really means! 
Roland 

P... S. 

I'd like to create another track. 

Lars Barstad <lars.barstad@reptile.no> schrieb im Beitrag 


<3590D3E8.912EF2CD@reptile.no>... 
> Version 1 of my Rollercoaster is now my website. 


This one features dynamic track creation from Bézier curve data (the 
data is precalculated so you don't have to wait forever for the track 


VVVVVVVVVVVV VV 


V v v 
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to 

> > appear), and 3D Bézier movement using de Casteljau. It also features 
the 

> > return of an old hero... :) 

>> 

> > Oh, and full source code is included as usual. 

>> 

> > If anyone would like to have a go a creating their own tracks using my 
> > Rollercoaster editor, let me know. 

>> 

> > Lars 

>> 

>> 

> 


——MESSAGE FILE 11076 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000193 


—-MESSAGE FILE 11077 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000194 
Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.mydemos 

Subject: Rollercoaster editor 

Date: Fri, 26 Jun 1998 10:19:18 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <35935986.982D24F9@reptile.no> 
NNTP-Posting-Host: t40203p52.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


The rollercoaster editor is now on my website. 


Be aware that this editor isn't exactly software construction at it 
finest, there are a few minor bugs but the track creation part should 
work fine. :) Also make sure you read the readme.txt file and recompile 
roller.c with the correct track-length. 


Lars 


—-MESSAGE FILE 11077 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000194 


——MESSAGE FILE 11078 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000195 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rollercoaster 

Date: 26 Jun 1998 10:45:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <Olbda0ef$407fff£00Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3590D3E8.912EF2CD@reptile.no> 
NNTP-Posting-Host: dl-s1-—42-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Lars Barstad <lars.barstad@reptile.no> wrote in article 
<3590D3E8.912EF2CD@reptile.no>... 

> Version 1 of my Rollercoaster is now my website. 

Very nice - one օք the most impressive euro demo's I've seen :) 
> Lars 


Craig. 


—-MESSAGE FILE 11078 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000195 


——MESSAGE FILE 11079 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000196 
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Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rollercoaster demo 

Date: Fri, 26 Jun 1998 17:18:33 +0100 
Organization: Bacardi Ferrari V12 

Lines: 12 

Message-ID: <3593C9D9.7312@manc.u-net.com> 
References: <35935986.982D24F9@reptile.no> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Impressive demo Lars. 

It'd be cool if you could make it so you could actuall drive on it 
Stunt Car Racer stylie! (another of Geoff Crammond's greats) 

By removing the gradation background and changing the 

VSync() call I got it to run at 25 fps in PAL mode. Which was nice. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 11079 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000196 


—-MESSAGE FILE 11080 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000197 
Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rollercoaster demo 

Date: Fri, 26 Jun 1998 17:29:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3593CC71.7F4E@livemedia.co.uk> 

References: <35935986.982D24F9@reptile.no> <3593C9D9.7312@manc.u-net.com> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


My thoughts too - the first thing I thought when I saw it was ahh cool 
Stunt Car Racer ! - wider track and a couple of jumps and its 

there; 

Charlie 


James Shaughnessy wrote: 


http://www.netyaroze-europe.com/~shaughnj 


> 

> Impressive demo Lars. 

> It'd be cool if you could make it so you could actuall drive on it 
> Stunt Car Racer stylie! (another of Geoff Crammond's greats) 

> By removing the gradation background and changing the 

> VSync() call I got it to run at 25 fps in PAL mode. Which was nice. 
> 

> Jim 

> — 

> 

> James Shaughnessy james@manc.u-net.com 

> 

> 


--MESSAGE FILE 11080 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000197 


—-MESSAGE FILE 11081 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000198 
Path: chuka.playstation.co.uk!news 
From: Lars Barstad <lars.barstad@reptile.no> 
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Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rollercoaster demo 

Date: Sat, 27 Jun 1998 02:09:45 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35943849.F2917E71@reptile.no> 
References: <35935986.982D24F9@reptile.no> <3593C9D9.7312@manc.u-net.com> 
NNTP-Posting-Host: t40203p10.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


James Shaughnessy wrote: 


Impressive demo Lars. 

It'd be cool if you could make it so you could actuall drive on it 
Stunt Car Racer stylie! (another of Geoff Crammond's greats) 

By removing the gradation background and changing the 

ՄՏՃՈՇ () call I got it to run at 25 fps in PAL mode. Which was nice. 


VVVVV 


If only I had bothered to create several TMD instead of one it would be 
A LOT faster :) I'm thinking of implementing the editor directly into 
the Yaroze program so you can dynamically alter it at run time. By 
lowering the track to ground level and placing the camera above the 
action I'd get a cool Super Sprint/Micro Machines style of game as well. 
Infinite possibilites for the create mind :) Now I just need a lot of 
time.. 


Lars 


—-MESSAGE FILE 11081 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000198 


—--MESSAGE FILE 11082 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000199 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos 

Subject: Nice ARS V2 Beta 

Date: Sat, 27 Jun 1998 22:33:42 +0100 

Organization: Backroom Software Ltd. 

Lines: 3 

Message-ID: <6n3o0nl1$q6cl12@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera221.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Now up at http://www.netyaroze-europe.com/~steved/ 


—-MESSAGE FILE 11082 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000199 


——MESSAGE FILE 11083 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000200 
Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.mydemos 

Subject: Rollercoaster version 1.1 

Date: Sun, 28 Jun 1998 12:02:55 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <359614CF.C22CCD0F@reptile.no> 
NNTP-Posting-Host: t30203p53.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I optimized my rollercoaster a bit, and it now runs at 50 fps. 


Lars 
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—-MESSAGE FILE 11083 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000200 


—-MESSAGE FILE 11084 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000201 
Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.mydemos, scee.yaroze.programming.librar 
ies 

Subject: Library to Save/Load Memory Cards 

Date: Thu, 02 Jul 1998 19:15:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <359BCE2D.7020B2F8@chowfam.demon.co.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:387 scee.yaroze.mydemos:201 scee 
.yaroze.programming.libraries:157 


—-CROSSPOST: scee.yaroze.beginners, scee.yaroze.mydemos, 
scee.yaroze.programming.libraries 


Hello. 
I've written a library to ease saving and loading 
game data to memory cards. 


http: //www.netyaroze-europe.com/~jaycee/ 


Have fun! 


jc 


——MESSAGE FILE 11084 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000201 


——MESSAGE FILE 11085 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000202 
Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: PANDORAS BOX FINAL 

Date: Sat, 04 Jul 1998 11:32:32 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <359DF6B0.B17AB6B5@aol.com> 

NNTP-Posting-Host: 203-204-147.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 50B57E33AD99374B558FEC61" 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


50B57E33AD99374B558FEC61 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hello! 


I have uploaded a new version of Pandoras Box, that includes more levels 
and a few extra features. 


Christoph 


50B57E33AD99374B558FEC61 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello! 


<P>I have uploaded a new version of <A HREF="http://www.netyaroze-europe.com/~cplver 
ig">Pandoras 
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Box,</A> that includes more levels and a few extra features. 


<P>Christoph</HTML> 


50B57E33AD99374B558FEC61-- 


——MESSAGE FILE 11085 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000202 


—-MESSAGE FILE 11086 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000203 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Connect 4 

Date: Sat, 04 Jul 1998 21:18:58 +0100 
Organization: Bacardi Ferrari V12 

Lines: 13 

Message-ID: <359E8E32.21B4@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Remember Connect 4? 

Of course you do. Here is all the fun of the board game including 
the ability to accidentally release all the chips in the middle 

of a game :) 

Get it here: 
http://www.netyaroze-europe.com/~shaughnj/connect4.zip 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 11086 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000203 


—-MESSAGE FILE 11087 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000204 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Connect 4 

Date: Sat, 04 Jul 1998 21:20:24 +0100 
Organization: Bacardi Ferrari V12 

Lines: 10 

Message-ID: <359E8E88.7841@manc.u-net.com> 
References: <359E8E32.21B4@manc.u-net.com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Oops. That should of course be: 
http://www.netyaroze-europe.com/~shaughnj/ftp/connect4.zip 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 11087 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000204 


--MESSAGE FILE 11088 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000205 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.mydemos 
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Subject: BGmap Editor v1.0 

Date: Sat, 04 Jul 1998 21:27:58 +0100 
Organization: Bacardi Ferrari V12 

Lines: 15 

Message-ID: <359E904E.765E@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ever wanted a utility that can edit your BGmap cell index data, and 
allow you to see it as you build the map -- on the Yaroze? 

Well, want no longer. Included is a simple example of using it 

to build a 2D city (which my game Learner Driver will use) but I 
guess it could be used for big backrounds or scrolly messages... 


http: //www.netyaroze-europe.com/~shaughnj/ftp/bgedit.zip 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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——MESSAGE FILE 11088 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000205 


—--MESSAGE FILE 11089 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000206 


Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Amateur Wars 

Date: Mon, 6 Jul 1998 23:50:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <6nrkh3Srq84@chuka.playstation.co.uk> 
NNTP-Posting—Host: modem039.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi there! 


Those of you who follow my Yaroze diary may be interested to check out 
my first game, Amateur Wars. It's not much, but I was desperate to get 
something (anything!) under my belt. Now I can relax and get my GDUK 
projects up to scratch... 


Go to http://www.netyaroze-europe.com/~rookiel/projects 
and pick either the dubious PAL or dubious NTSC version ;-) 


Even if you don't read the diary, you might want a peek! The source is 
included (it's not too big -heh!) and is quite heavily commented. Any 
feedback from those who can be bothered would be v. much appreciated - I 
really just wrote it off the top of my head and don't know what's 
good/bad. In fact, it isn't just my first game, it's my first *program*! 
It might be 

handy for beginners - I could certainly have done with it a month ago... 


Thanks for listening and MTFBWY, 


Nick 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 
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—-MESSAGE FILE 11089 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000206 


——MESSAGE FILE 11090 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000207 
Path: chuka.playstation.co.uk!news 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: PushyIIb - One complete puzzly game. Enjoy! 

Date: Tue, 07 Jul 1998 12:28:32 +0100 

Organization: Very little, but posted from work, These views do not represent theirs 
, etc etc 

Lines: 30 

Message-ID: <35A2065F.1E749EC7@argonet.co.uk> 

Reply-To: rfredw@argonet.co.uk 

NNTP-Posting-Host: 194.201.122.136 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Okeydokey folks... 
The Yaroze's been sitting there doing nowt for *way* too long, so here's 
a nice little game for y'all! 


http://www.netyaroze-europe.com/~RFREDW 
Go there, & grab ftp/P2B_ PAL.ZIP once you've ogled the pretty pictures! 


It's the good 'ol boxes-onto-the-crosses puzzler, with 50 levels, pretty 
graphics, and a few frills, which has been done *loads* of times before, 
I know! (even on the Yaroze, apparently, but I can't comment on t'other 
version, on account of running my system from DOS, but I digress (My 
sister dyes her skirts) ) 


Any comments, if you could forward 'em by email as well/instead of this 
group: - 


rfredw@argonet.co.uk 


..-because I have *severe* problems accessing the password-protected 
news server (sorry!). 


(consequently this is being posted from work, and I could easily have 
got the "reply-to" stuff wrong...!) 

(and consequently consequently, I'd better note that views expressed 
here are not necessarily those of my employer, etc etc) 


Have fun, & I look forward to hearing your views! 
Fred 


—-MESSAGE FILE 11090 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000207 


——MESSAGE FILE 11091 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000208 
Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.mydemos 

Subject: The House Of Hair Out now has an easy level 

Date: 7 Jul 1998 13:00:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <memo.19980707135317.27743A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna25-13.compulink.co.uk 


For those of you who found The House Of Hair Out just 
too mind bending, er.. which includes me, I've now 
added an easy level. 


Now you can experience the other aspect of the game, 
which is in trying to beat your fastest and slowest 
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times. 


On easy, I can now say I've posted a fastest time of 
8.34 seconds. 


http://www.netyaroze-europe.com/~jmhannan 
Jeff Hannan 


——MESSAGE FILE 11091 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000208 


--MESSAGE FILE 11092 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000209 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Demos & games release list? 

Date: Tue, 07 Jul 1998 11:56:21 -0700 

Organization: Cisco Systems 

Lines: 31 

Message-ID: <35A26F55.E81C4167@jps.net> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:209 scea.yaroze.freetalk:801 


Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all of us make (SCE[A|E I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


+ name of project 

+ name of author(s) 

+ URL to the project file(s) 

+ URL or e-mail address for conctact information 

+ short description of project 

+ PAL/NTSC 

+ other system requirements (e.g. requires PRO-AR, analog 

control, etc.) 

I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ՞ ՞ 


Just a few thoughts... 


Mata ne, kan MEE 

- e! oT tenchi@shell.jps.net Tor 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) sss http://www.jps.net/tenchi 


——MESSAGE FILE 11092 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000209 


—-MESSAGE FILE 11093 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000210 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 08 Jul 1998 00:53:53 GMT 

Organization: SCEA News Server 

Lines: 48 

Message-ID: <35a2cle4.8248824@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> 
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NNTP-Posting-Host: JAMINFRE.hq.ensco.com 
X-Newsreader: Forte Free Agent 1.11/32.235 
Xref: chuka.playstation.co.uk scee.yaroze.mydemos:210 scea.yaroze.freetalk:805 


Sounds like a great idea It can be a pain to go around looking for 
updated webpages to download new stuff. 


It should also include how complete, or playable, the game is, since 
there's a lot of uncompleted semi-game things out there. 


I'd also like to know if source is available for a particular project. 


Perhaps a rating would be good too, by the author or someone else... 


Jamin 


On Tue, 07 Jul 1998 11:56:21 -0700, Elliott Lee <tenchi@jps.net> 
wrote: 


>Does someone want to start logging titles, URLs, and descriptions of 
>Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
>problem keeping up with all the release announcements as they are 


>split over several groups and sometimes not even posted here. I'd 
>be willing to maintain such a page for the near-term. 
> 


>So, if you want your project "registered" on this page, please send 
>me (in e-mail) or post here: 


> 

> + name of project 

> + name of author(s) 

> + URL to the project file(s) 

> + URL or e-mail address for conctact information 

> + short description of project 

> + PAL/NTSC 

> + other system requirements (e.g. requires PRO-AR, analog 
> control, etc.) 

> 

>I have no idea what the page will look like right now other than a 
>table. This will also be posted on a publicly-accessible page. 
> 


>If you have a better idea than this, please post a reply to this 
>thread. ^_^ 


> 

>Just a few thoughts... 

> 

>Mata ne, ToS PEPR 
>- e! Sen tenchi@shell.jps.net Magne 
> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

> (Tenchikun) i At. http://www. jps.net/tenchi . 

- vid tid 


—-MESSAGE FILE 11093 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000210 


—-MESSAGE FILE 11094 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000211 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Tue, 07 Jul 1998 21:09:54 -0700 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <35A2F112.52759E@sinclair.net> 

References: <35A26F55.E81C4167@jps.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:211 scea.yaroze.freetalk:812 


There's already an SCEE site that has reviews of a lot of games on SCEE, 
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SCEA, and SCEI. I forget which one, though. 
Elliott Lee wrote: 


Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


name of project 

name of author(s) 

URL to the project file(s) 

URL or e-mail address for conctact information 

short description of project 

PAL/NTSC 

other system requirements (e.g. requires PRO-AR, analog 
control, etc.) 


++++ ++ + 


I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ^_^ 


Just a few thoughts... 


Mata ne, zY . 

- e! sa tenchi@shell.jps.net hes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) ek http://www. jps.net/tenchi 


VVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
——MESSAGE FILE 11094 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000211 


——MESSAGE FILE 11095 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000212 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Tue, 07 Jul 1998 23:36:35 -0700 

Organization: SCEA News Server 

Lines: 66 

Message-ID: <35A31373.AF96BE86@shell.jps.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> 
NNTP-Posting-Host: svalliap-isdnl.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:212 scea.yaroze.freetalk:817 


That's fine, but what about the people in SCEA and SCEI who can't 
see SCEE? I'd like to make a page outside the authenticated areas. 
This does two things: 1) anyone can get to them, 2) it promotes 
the image that the Yaroze program is alive and well. 


As for a ratings system, I shy away from that because ratings are 
somewhat subjective. 
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- e! 
Joshua Meeds wrote: 


There's already an SCEE site that has reviews of a lot of games on SCEE, 
SCEA, and SCEI. I forget which one, though. 


Elliott Lee wrote: 


Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all of us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


+ name of project 

+ name of author(s) 

+ URL to the project file(s) 

+ URL or e-mail address for conctact information 

+ short description of project 

+ PAL/NTSC 

+ other system requirements (e.g. requires PRO-AR, analog 

control, etc.) 

I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ՞ ՞ 


Just a few thoughts... 


Mata ne, aes paren 

- e! sn tenchi@shell.jps.net ae 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) AR http://www. jps.net/tenchi 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV V 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


Mata ne, eee Հար 
- e! ՀԱՆ tenchi@shell.jps.net nega 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) fate http://www. jps.net/tenchi 


—--MESSAGE FILE 11095 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000212 


——MESSAGE FILE 11096 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000213 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 08 Jul 1998 03:09:43 GMT 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35a2e2c7.58106913@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> 
NNTP-Posting-Host: client-120-23.bellatlantic.net 
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X-Newsreader: Forte Free Agent 1.11/32.235 
Xref: chuka.playstation.co.uk scee.yaroze.mydemos:213 scea.yaroze.freetalk:818 


>There's already an SCEE site that has reviews of a lot of games on SCEE, 
>SCEA, and SCEI. 1 forget which one, though. 


Graeme Evans, I believe... 
—Matt 


——MESSAGE FILE 11096 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000213 


—--MESSAGE FILE 11097 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000214 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: 09 Jul 1998 11:47:40 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Sender: thutton@TECH10 

Message-ID: <upvff23sz.fsf@cybec.com.au> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> 
<35a2e2c7.58106913@news.scea.sony.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:214 scea.yaroze.freetalk:819 


matth@bellatlantic.net (Matthew Hulett) writes: 


> 

> >There's already an SCEE site that has reviews of a lot of games on SCEE, 
> >SCEA, and SCEI. I forget which one, though. 

> 

> Graeme Evans, I believe... 

> 

No, I think you guys mean James Rutherford (~mrfrosty). Heaps and 


heaps of reviews and other stuff. Plus the chat. Probably the best 

SCEE page based on content (not particularly pretty - sorry James! I 

can't talk... my page has all of 2 pics.) 

Toby. 

——MESSAGE FILE 11097 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000214 


——MESSAGE FILE 11098 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000215 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Fri, 10 Jul 1998 00:21:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <603jnj$903@chuka.playstation.co.uk> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> 

NNTP-Posting-Host: modem122.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:215 scea.yaroze.freetalk:824 


Elliott Lee wrote in message <35A31373.AF96BE86@shell.jps.net>... 
>That's fine, but what about the people in SCEA and SCEI who can't 
>see SCEE? I'd like to make a page outside the authenticated areas. 
>This does two things: 1) anyone can get to them, 2) it promotes 
>the image that the Yaroze program is alive and well. 


99.9% of my official Yaroze homepage is mirrored on my SAQnet homepage 
(see below). I wouldn't mind adding a section like that to my page, and 
seeing as I update the two (almost always) simultaneously it wouldn't be 
a big deal for me. 
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I guess the best thing would be to work out a standard form email, then 
people could just click "reply-to" and fill it in from there.... 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


—-MESSAGE FILE 11098 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000215 


——MESSAGE FILE 11099 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000216 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Thu, 09 Jul 1998 18:12:06 -0700 

Organization: Cisco Systems 

Lines: 37 

Message-ID: <35A56A66.CCC69AD@jps.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <603jnj$903@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:216 scea.yaroze.freetalk: 826 


'K, why don't you go and set up a prototype. Maybe I'll even mirror it 
from time to time? Once the prototype is out there, we can tweak it 
until it looks good. ^_^ 


= Ց 
Nick Ferguson wrote: 


Elliott Lee wrote in message <35A31373.AF96BE86@shell.jps.net>... 
>That's fine, but what about the people in SCEA and SCEI who can't 
>see SCEE? I'd like to make a page outside the authenticated areas. 
>This does two things: 1) anyone can get to them, 2) it promotes 
>the image that the Yaroze program is alive and well. 


99.9% of my official Yaroze homepage is mirrored on my SAQnet homepage 

(see below). I wouldn't mind adding a section like that to my page, and 
seeing as I update the two (almost always) simultaneously it wouldn't be 
a big deal for me. 


I guess the best thing would be to work out a standard form email, then 
people could just click "reply-to" and fill it in from there.... 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


VVVVVVVVVVVVVVV VV VV VV VV 


Mata ne, Panes 22 

- Թ) «ՀՐԱ tenchi@shell.jps.net mes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) sea http://www. jps.net/tenchi 
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vid tid 


—-MESSAGE FILE 11099 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000216 


—-MESSAGE FILE 11100 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000217 
Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: easy level - sorry, I forgot readme.txt 

Date: 10 Jul 1998 08:28:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <memo.19980710092116.65489A@jmhannan.compulink.co.uk> 
References: <memo.19980707135317.27743A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna23-06.compulink.co.uk 


Sorry, I forgot to put the readme.txt in the zip file. 
Here it is. 


The House Of Hair Out 
7/7/98 


Code: Jeff Hannan 
Art: Tim Hannan 


This is a variation on the 3D shoot-em up. 
1. The world has more than three dimensions. 
2. You can shoot, but you can't kill. 


Initially, its a game of exploration, trying to find 
your way around the weird layout. But once you know 
your way around, its more a race against time, 

with the aim of beating your fastest or slowest times. 


The aim of the game is to shutdown the mainframe computer. 
This can be achieved simply by going up to a symbol on a 
wall in a room - these alien computers are so easy to 
operate! Then you must get back to the exit. 


Your mission is timed. There are three things you 
can achieve: 


1. Successful mission - fastest time. 
2. Successful mission - slowest time. 
3. Reaching the room then staying alive - longest time. 


There are two different levels, easy and hard. 

There may be a game in trying to stay alive as long as possible, 
since more and more guards appear on the scene, three on easy, 
ten on hard. 


You can shoot the guards, currently disguised as cubes, 


but it only halts their pursuit of you. To succeed you have 
to avoid the guards. You are quicker than them, but they will 
follow relentlessly. Its worth shooting the guards when you 


need to stop them to give you more time to think about where 
to go next. But watch out behind you! 


In some places the 3D space is warped such that you can see 
yourself. You are the yellow and green object. 


My best times are: 


Easy Hard 
Fastest 8.34 secs 31.28 secs 
Slowest 1.09 mins 2.04 mins 
Longest 1.18 mins 2.04 mins 


Buttons: 

Arrows - left/right/forward/back 
L1/R1 - strafe left/right 

X - fire 
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square - leave a marker (you have 50) 
select - abort 
start - progress through information screens 


Unfortunately, there are still a few glitches which cause problems. 
Not least the slowdown in some areas - so there is room for more 
optimisation. 


I'd appreciate any comments. 
Thanks for playing it. 


Jeff 
jJmhannan@cix.co.uk 


—-MESSAGE FILE 11100 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000217 


—-MESSAGE FILE 11101 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000218 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Gals needed for Yaroze developement 
Date: 10 Jul 1998 20:55:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <0lbdac44$65972600S$38e4abc3@default> 
NNTP-Posting-Host: 195.171.228.56 

X-Newsreader: Microsoft Internet News 4.70.1162 


EMAG DESIGN 
Director: Mr Tanvir Khan 


NET YAROZE PROJECT 

Emag Design (ED) looking for cool gals for coding, art, music, graphics, 
etc on the Net Yaroze because ED realizes they are very much 
underepresented in the computer games industry, but also ED believes they 
are more creative and passionate in general than their male counterparts. 
ED wants to create the best games ever to be known and to do that it needs 
the best people. 


If you are confident that you are the best then EMAIL me Tanvir Khan the 
artist/musician and also the director and be with by far the best, Emag 
Design. 


Requirements: * Talent, no qualifications necessary. 
* Hard working, young, very ambitious. 
* Must be in the South East area. Around London, Berkshire. 


If you're interested please email me with details as soon as possible, 
around three or four members required. 2bad@lineone.net. 


——MESSAGE FILE 11101 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000218 


——MESSAGE FILE 11102 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000219 
Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: SprLib v0.1 

Date: Sat, 11 Jul 1998 15:30:57 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <607t35$n301@chuka.playstation.co.uk> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Okay, my first thing to announce (and probably not the last =) ). 
It's not much just a start of what I hope to be something helpful. 


Sprite Library v0.1 is a set of functions to load in sprites (and hopefully 
supports multiple framed sprites, though not in the same file , yet !) 


Also is a small (and not very controllable) demo to show off how to use 
Tes 


Find at : http://www.netyaroze-europe.com/~ULTHWE/ 
Enjoy until the next time 
Feedback would be nice =) 


Dave 


dave@ulthwe.demon.co.uk 


—-MESSAGE FILE 11102 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000219 


—-MESSAGE FILE 11103 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000220 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Acceleration Software <webcelerator@accelerationsw.com> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sat, 11 Jul 1998 11:15:51 -0700 

Organization: SCEA News Server 

Lines: 84 

Message-ID: <35A7ABD7.FC8AEBFF@sinclair.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:220 scea.yaroze.freetalk: 828 


From my understanding, everyone in SCEA and SCEI have access to SCEE 
(and SCEI), and SCEE has access to a mirror of SCEA. Only new SCEA 
users don't have access to SCEE; it should be given somewhere 2-4 weeks 
after joining. 


Elliott Lee wrote: 


> 

> That's fine, but what about the people in SCEA and SCEI who can't 

> see SCEE? I'd like to make a page outside the authenticated areas. 
> This does two things: 1) anyone can get to them, 2) it promotes 

> the image that the Yaroze program is alive and well. 

> 

> As for a ratings system, I shy away from that because ratings are 
> somewhat subjective. 

> 

>-e! 

> 

> Joshua Meeds wrote: 

>> 

> > There's already an SCEE site that has reviews of a lot of games on SCEE, 
> > SCEA, and SCEI. I forget which one, though. 

>> 

> > Elliott Lee wrote: 
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Does someone want to start logging titles, URLs, and descriptions of 
Yaroze games that all օք us make (SCE[A|E|I])? I'm having a big 
problem keeping up with all the release announcements as they are 
split over several groups and sometimes not even posted here. I'd 
be willing to maintain such a page for the near-term. 


So, if you want your project "registered" on this page, please send 
me (in e-mail) or post here: 


+ name of project 

+ name of author(s) 

+ URL to the project file(s) 

+ URL or e-mail address for conctact information 

+ short description of project 

+ PAL/NTSC 

+ other system requirements (e.g. requires PRO-AR, analog 

control, etc.) 

I have no idea what the page will look like right now other than a 
table. This will also be posted on a publicly-accessible page. 


If you have a better idea than this, please post a reply to this 
thread. ^_^ 


Just a few thoughts... 


Mata ne, Չան cit 

- e! Don tenchi@shell.jps.net vgs 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) dk http://www. jps.net/tenchi 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


- Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


Mata ne, eats < 
- e! sy t tenchi@shell.jps.net ta 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) Sats http://www. jps.net/tenchi 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 11103 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000220 


—-MESSAGE FILE 11104 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000221 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 12 Jul 1998 10:16:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 106 

Message-ID: <609v8nSn302@chuka.playstation.co.uk> 
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References: <35A26F55.E81C4167@jps.net> 

NNTP-Posting-Host: 195.2.150.54 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:221 scea.yaroze.freetalk:829 


Here's my proposed "standard form" for announcing new demos... 
(Thanks to Tenchi for 90% of this!) 


Any thoughts..? 


Please remember that this form will be used to create a page listing ALL 
new Yaroze demos, and this page will be available to NY members through 

my official site, and the rest of the world through my cut-down mirrored 
version :-) 


If you wonder why the rest of the world needs to know, well - I think 
it's good that the world can see Yaroze development is still going 
strong, plus many SCE(*) members have trouble accessing the other 
regions' homepages. 


The page will be simplistic, with a minimum of clever formatting and 
snazzy graphics. This is to facilitate quick downloading (I'm sure we're 
all fed up with pages that take 2 mins to load...no offence to anyone!) 
It won't be ugly, though! 


Later, 


Nick 


This is a standardised form for announcing your Net Yaroze demos! By 
filling this form in, you accept that your demo will be 'announced' on 
both my PRIVATE Net Yaroze members page: 


<exact URL will go here> 


and my PUBLIC mirror: 
<exact URL will go here> 


Hopefully, as news of this service growns, more NY members will bookmark 
these pages and we'll end up with a central point of reference for 
finding new stuff on the NY scene (which, let's face it, isn't the 
easiest task!) We may even be able to get SCEI members to join in - 
could anyone translate this part of the form into Japanese..? 


Apologies if you feel this format constrains your idiosyncratic personal 
style or doesn't allow you to express just how great your demo is - but 

without this form webmastering duties would be hellish! Besides, you can 
still post on the newsgroups and your member page! So... 


SUBMISSIONS THAT FAIL TO USE THIS FORM WILL BE IGNORED. Sorry. 


This form is available in text format from: <URL to go here> 
Please save it and use it every time you have something new and cool to 
show us! 


I aim to have submissions up within 24 hours of receiving them (i.e NOT 
you sending them!). Please don't flame me if it takes longer - this is a 
purely voluntary service and it costs me modem time (and thus, being 
British, money). 


***Mail forms to nickf@saqnet.co.uk with "New Yaroze demo" in the 
subject header...*** 


PLEASE FILL IN THE FORM BELOW (SEND ONLY THIS PORTION) 
(Delete <text enclosed like this> and add your own...) 


+ Date: 


<Please use "10 July, 1998" format (to avoid transatlantic confusion!)> 
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+ Title: 

<insert name of project here> 

+ Author(s): 

<insert name(s) here - real name, or member name if you prefer> 

+ URL to the project file(s): 

<insert URL here - html will be added later. Can be a direct link to the 


file itself, or a host page. If you link to a host page, please make 
sure the download file is easily found on it!> 


+ Contact information (URL and/or e-mail): 

<html will be added later> 

+ Short description: 

<no more than 50 words describing the demo/game> 
+ PAL/NTSC? 


<if you haven't made two versions, indicate which TV format is 
supported> 


+ Source included/available? 
<yes/no> 
+ Special system requirements: 


<i.e requires PRO-AR, analog control, GunCon, Codewarrior, mem card etc) 


——MESSAGE FILE 11104 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000221 


—-MESSAGE FILE 11105 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000222 
Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: SprLib v0.1 

Date: Sun, 12 Jul 1998 14:40:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <6o0aegk$n303@chuka.playstation.co.uk> 
References: <607t35$n301@chuka.playstation.co.uk> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Opps =) 


I found a few errors this morning that would have caused programs using 
this lib to not work properly =) 
Ah well .. I have fixed them and added a second demo. 


Take a look =) 
http: //www.netyaroze-europe.com/~ULTHWE/ 


Dave 


dave@ulthwe.demon.co.uk 


D Smethurst wrote in message <607t35$n301@chuka.playstation.co.uk>... 
> 


>Okay, my first thing to announce (and probably not the last =) ). 
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> 

>It's not much just a start of what I hope to be something helpful. 

> 

>Sprite Library v0.1 is a set of functions to load in sprites (and hopefully 
>supports multiple framed sprites, though not in the same file , yet !) 
> 

>Also is a small (and not very controllable) demo to show off how to use 
>it. 

> 

>Find at : http://www.netyaroze-europe.com/~ULTHWE/ 

> 

>Enjoy until the next time 

> 

>Feedback would be nice =) 

> 

>Dave 

>—— 

>dave@ulthwe.demon.co.uk 

> 

> 


—--MESSAGE FILE 11105 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000222 


--MESSAGE FILE 11106 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000223 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 12 Jul 1998 11:48:13 -0500 

Organization: (no organization) 

Lines: 30 

Message-ID: <35A8E8CD.67D0@charlie.cns.iit.edu> 

References: <35A26F55.E81C4167@jps.net> <609v8nSn302@chuka.playstation.co.uk> 
Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:223 scea.yaroze.freetalk: 830 


Nick Ferguson wrote: 


> 

> Here's my proposed "standard form" for announcing new demos... 
> (Thanks to Tenchi for 90% of this!) 

> 

> Any thoughts..? 


Can we add a section like: 

+ Need to know language: 

<English, Japanese, French, etc> 

For example, I'd like to know before I download an adventure 


filled with Japanese text that I won't be able to play, since 
I can't read Japanese. 


The page will be simplistic, with a minimum of clever formatting and 
snazzy graphics. This is to facilitate quick downloading (I'm sure we're 
all fed up with pages that take 2 mins to load...no offence to anyone!) 
It won't be ugly, though! 


V V V V 


I agree!! Keep it simple! The object is to get people to the game 
as fast and efficiently as possible. 


Which also means that the link would be best if it was to the file 
itself, rather than a home page. A mixture of home page links and 
file links would be confusing, IMHO. 


EdF 
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—-MESSAGE FILE 11106 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000223 


——MESSAGE FILE 11107 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000224 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.mydemos 

Subject: Invaders Updated - It's got noisier ! 

Date: Sun, 12 Jul 1998 21:21:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35a92827.8790526@news.playstation.co.uk> 
NNTP-Posting-Host: p57-shoveler-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


After a day of much pain, I finally f igured out how to get sound 
working so I've added some sound fx to my invaders game. No music yet, 
but as soon as I find/write a decent track I'll add it... 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


——MESSAGE FILE 11107 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000224 


——MESSAGE FILE 11108 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000225 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 12 Jul 1998 23:28:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6obdav$n306@chuka.playstation.co.uk> 

References: <35A26F55.E81C4167@jps.net> <609v8nSn302@chuka.playstation.co.uk> <35A8E 
8CD.67D0@charlie.cns.iit.edu> 

NNTP-Posting-—Host: modem001.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:225 scea.yaroze.freetalk:831 


>I agree!! Keep it simple! The object is to get people to the game 
>as fast and efficiently as possible. 
> 


>Which also means that the link would be best if it was to the file 
>itself, rather than a home page. A mixture of home page links and 
>file links would be confusing, IMHO. 


Good call. I think that'll be a rule, too, then. Any other tips, anyone? 


Nick 


—-MESSAGE FILE 11108 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000225 


--MESSAGE FILE 11109 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000226 
Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.mydemos 

Subject: MobileSuitFLYING... 

Date: 13 Jul 1998 22:51:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01lbdaeb1$e2d20120S3b02bfc3@manolo> 

NNTP-Posting-Host: ip059.pool-15.flashnet.it 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary="-—---=_NextPart_000_0O1BDAEC2.A65AD120" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Messaggio a più sezioni in formato MIME. 


== == s= = NextPart_000_01BDAEC2.A65AD120 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 


I have created a Mobil-Suit Flying in the space,using all phisical 
parameters,Inertial movements in Rotation and traslation in the space. 
I calculated also the effect of a Viscous Force....... 


You can Download it at: www.netyaroze-europe.com/~gmorks 


Sees =_NextPart_000_01BDAEC2 .A65AD120 
Content-Type: text/html; charset=ISO-8859-1 
Content-Transfer-Encoding: quoted-printable 


<html><head></head><BODY bgcolor=3D"#FFFFFF"><p><font size=3D2 = 
color=3D"#000000" face=3D"Arial">I have created a Mobil-Suit Flying in = 
the space,using all phisical parameters, Inertial movements in Rotation = 
and traslation in the space.<br>I calculated also the effect of a = 
Viscous Force....... <br><br>You can Download it at: = 
www.netyaroze-europe.com/~gmorks<br> </p> 

</font></body></html> 

===> =_NextPart_000_01BDAEC2 .A65AD120-—- 


—-MESSAGE FILE 11109 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000226 


—-MESSAGE FILE 11110 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000227 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 15 Jul 1998 10:48:56 +0100 

Organization: I wish! 

Lines: 22 

Message-ID: <35AC7B08.2CA2@mdx.ac.uk> 

References: <35A26F55.E81C4167@jps.net> <609v8n$n302@chuka.playstation.co.uk> <35A8E 
8CD.67D0@charlie.cns.iit.edu> <6obdav$n306@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:227 scea.yaroze.freetalk: 833 


Nick Ferguson wrote: 


> 

> >I agree!! Keep it simple! The object is to get people to the game 
> >as fast and efficiently as possible. 

>> 

> >Which also means that the link would be best if it was to the file 
> >itself, rather than a home page. A mixture of home page links and 
> >file links would be confusing, IMHO. 

> 

> Good call. I think that'll be a rule, too, then. Any other tips, anyone? 
> 

> Nick 


Funny thing with links to files and not to web pages is that people feel 
like they have missed a 'hit' on their webcounter. Now seeing as 
probably 30% of mine are me, its irrelevant, but somehow I feel attached 
to it when I shouldnt. I almost wish sony hadnt given us web counters, 
as Im too weak willed not to use mine! But yeah, give links to the 
files. I like James Rutherfords page, but he doesnt give links to the 
pages or files so I read about a game i want to find but never get it : ( 


Robert Swan 
--MESSAGE FILE 11110 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000227 


—-MESSAGE FILE 11111 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000228 
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Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: NY demo page... 

Date: Thu, 16 Jul 1998 17:34:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 94 
Message-ID: <6olefoSofp5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.150.36 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi everyone, 


As some of you may know from the NY newsgroups, I am setting up a 
page to list new demos. At the moment, the attached text file is more or 
less the form I plan on using for submissions. Could you please take a 
look at it and tell me what you think? I don't want to go adding many 
more categories as I think it already covers the most important stuff, 
but if anyone has any good ideas (or hates some of it) please let me 
know! 


The page will be text-based - NO graphics - which means v. quick 
loading times and will enable you to download those demos with minimum 
trouble! Of course, with all this going on you can forget about me 
getting my GDUK entry in on time ;-) 


Please DON'T mail me your latest demo details just yet - I want to 
give myself a 24 hour period for your feedback on the prototype before I 
put the final pages up Friday night. Check my NY homepage (listed below) 
or the SAQnet mirror Saturday or late Friday evening for the official 
v1.0 form... 


Thanks, 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


—-MESSAGE FILE 11111 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000228 


——MESSAGE FILE 11112 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000229 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: New Member Demos 

Date: Fri, 17 Jul 1998 21:24:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6o0obuvSofp15@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.2.150.53 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.announce:64 scee.yaroze.freetalk.english:1 
438 scee.yaroze.mydemos:229 


It's here! 

Please get vaguely into it! 

The New Member Demos hub is now online at the following sites: 
http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 


http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 
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Please check it out, get what it's all about and bookmark it! Then, when 
you next have something new to post, let me know about it using the form 
on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
Now, if only I could get in touch with those pesky SCEI lads... 


Nick F 


PS This idea won't die. I really, really *will* keep this site updated! 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


——MESSAGE FILE 11112 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000229 


—-MESSAGE FILE 11113 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000230 
Path: chuka.playstation.co.uk!news 

From: Jim Տ <james@deletethis.manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: BGmap Editor v1.1 

Date: Sat, 18 Jul 1998 17:35:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35BOCED4.34Fl@deletethis.manc.u-net.com> 
References: <359E904E.765E@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 

> Ever wanted a utility that can edit your BGmap cell index data, and 
> allow you to see it as you build the map -- on the Yaroze? 

Updated to allow variable map sizes run-time from 1x1 to 512x512 


http://www.netyaroze-europe.com/~shaughnj/ftp/bgedit.zip 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


--MESSAGE FILE 11113 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000230 


——MESSAGE FILE 11114 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000231 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Sat, 18 Jul 1998 18:25:51 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 15 

Message-ID: <35BODA9E.698C7610@nospam.easynet.co.uk> 

References: <6o0o0buvSofp15@chuka.playstation.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:65 scee.yaroze.freetalk.english:1 
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446 scee.yaroz 


Nick Ferguson 


> "...despite 
> some people 


That's from 


Phil 


e.mydemos:231 


wrote: 


all that's happened, there are still 
with a sense of humour!" 


Dawn of the Dead isn't it?! 


PS. I'm working on a demo, which I'll let you have 


two) 


soon 


(maybe in a week or 


Page 7379 


--MESSAGE FILE 11114 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000231 


—-MESSAGE FILE 11115 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000232 
Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 


Date: Mon, 20 
Organization: 
Lines: 33 


Message-ID: <ldch86o0.t7aetgj2iah8N@al-—88-100.a1l.nl1> 


Jul 1998 21:09:57 +0100 
Debri Productions 


References: <6o0o0buvSofp15@chuka.playstation.co.uk> 


NNTP-Posting-Host: 81-88-100.81.ու 


X-Newsreader: 


MacSOUP 2.3 (unregistered) 


Xref: chuka.playstation.co.uk scee.yaroze.announce:67 scee.yaroze.freetalk.english:1 


486 scee.yaroz 


e.mydemos:232 


Make a small banner-like of image of your demo's list. 
(linked to your page) on my page. 


DEnnis.. 


It's here! 


Nick F 


Please get vaguely into it! 


http://www.s 


ICQ #9464742 
"...despite 
some people 


VVVVVVVVVVVVVVV VV VV VV VV VV 


aqnet.co.uk/users/nickf 


http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 


all that's happened, there are still 
with a sense of humour!" 


http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 


Please check it out, get what it's all about and bookmark it! 
you next have something new to post, 
on the site and we'll have a one-stop site for all SCEI 
Now, if only I could get in touch with those pesky SCEI lads... 


= 
By 


The New Member Demos hub is now online at the following sites: 


and SCI 


I will put it 


http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 


Then, when 
let me know about it using the form 


FA demos! 


PS This idea won't die. I really, really *will* keep this site updated! 


——MESSAGE FILE 11115 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000232 


——MESSAGE FILE 11116 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000233 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: New Member Demos 

Date: Mon, 20 Jul 1998 21:45:56 GMT 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35b3ba2e.440957208@news.scea.sony.com> 

References: <6o0obuvSofp15@chuka.playstation.co.uk> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.announce:68 scee.yaroze.freetalk.english:1 
498 scee.yaroze.mydemos:233 


This is a great idea. It would be nice to go to one page to reference 
all the demos instead of having to jump around web sites all the time. 
I'll put a link on the FAQ. 


Jamin 


On Fri, 17 Jul 1998 21:24:50 +0100, "Nick Ferguson" 
<nickf@saqnet.co.uk> wrote: 


>It's here! 

> 

>Please get vaguely into it! 

> 

>The New Member Demos hub is now online at the following sites: 

> 

>http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 

> 

>http://www.saqnet.co.uk/users/nickf/public_html/demos/demos.htm 

> 

>Please check it out, get what it's all about and bookmark it! Then, when 
>you next have something new to post, let me know about it using the form 
>on the site and we'll have a one-stop site for all SCEE and SCEA demos! 
>Now, if only I could get in touch with those pesky SCEI lads... 

> 

>Nick F 

> 

>PS This idea won't die. I really, really *will* keep this site updated! 
> 
>http://www.sagqnet.co.uk/users/nickf 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 
>ICQ #9464742 


>"...despite all that's happened, there are still 
>some people with a sense of humour!" 

> 

> 

> 

> 


—-MESSAGE FILE 11116 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000233 


—-MESSAGE FILE 11117 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000234 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Tue, 21 Jul 1998 14:12:35 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35B4DA13.2DA42F73@mail.datasys.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759ER@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-1l.r7.ncbldw.InfoAve.Net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.04 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.mydemos:234 scea.yaroze.freetalk:836 


Acceleration Software wrote: 

> 

From my understanding, everyone in SCEA and SCEI have access to SCEE 
(and SCEI), and SCEE has access to a mirror of SCEA. Only new SCEA 
users don't have access to SCEE; it should be given somewhere 2-4 weeks 
after joining. 


V V V V 


That's not true. I've been a member for around 6 months and I still 
don't have SCEE access. I've complained to mario, but it doesn't seem 
like there's much that he can do. So... I don't know what to do now. 
He's asked the guy's at SCEE to add me, but........ WELD ss 22.285: 2:5 I 
guess they just pegion-holed my login name and password because I 
don't have access. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 

Voria: http://www.datasys.net/users/stu/rquat/voria 

PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 

——MESSAGE FILE 11117 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000234 


--MESSAGE FILE 11118 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000235 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Wed, 22 Jul 1998 03:44:40 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <35b55f87.155401385@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759E@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> <35B4DA13.2DA42F73@mail.datasy 
s.net> 

NNTP-Posting-Host: client—151-198-130-8.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:235 scea.yaroze.freetalk: 837 


>That's not true. I've been a member for around 6 months and I still 
>don't have SCEE access. I've complained to mario, but it doesn't seem 
>like there's much that he can do. So... I don't know what to do now. 
>He's asked the guy's at SCEE to add me, but........ WELT 22 eds I 
>guess they just pegion-holed my login name and password because I 
>don't have access. 


Perhaps you might request that one of the professional staff share 
their password and log-in name with you, since you have experienced 
such an exceptional situation. You seem somewhat trustworthy... [BG] 


-Matt 


——MESSAGE FILE 11118 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000235 


——MESSAGE FILE 11119 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000236 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: coding help 

Date: 23 Jul 1998 17:58:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <0Olbdb66c$7ce8d9c0$9a3363c3@default> 
NNTP-Posting-Host: host5-99-51-154.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 
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Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


—--MESSAGE FILE 11119 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000236 


—--MESSAGE FILE 11120 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000237 
Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit .demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Escape!from earth. 

Date: Fri, 24 Jul 1998 14:44:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6pa37sSbqp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


A little something to keep you all occupied before the short course next 
week...... 


version 1.1 of my 1 level, 2D shoot-em up is available now..... 


http://www.netyaroze-europe.com/~jwhitmor/ 
from my ftp section..... 
Enjoy!! 


John 


——MESSAGE FILE 11120 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000237 


—-MESSAGE FILE 11121 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000238 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@mail.datasys.net> 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Fri, 24 Jul 1998 20:49:29 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <35B92B99.43381001@mail.datasys.net> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759ER@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> <35B4DA13.2DA42F73@mail.datasy 
s.net> <35b55f87.155401385@news.scea.sony.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: dial-14.rl.ncbldw.InfoAve.Net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:238 scea.yaroze.freetalk: 838 


Matthew Hulett wrote: 

> Perhaps you might request that one of the professional staff share 
> their password and log-in name with you, since you have experienced 
> such an exceptional situation. You seem somewhat trustworthy... [BG] 


I can't ask anyone to do that. 


"Darco 
darco@NOSPAM@bigfoot.com 


(Replace "@NOSPAMG@" with an "@" to email me) 
Pp 


UIN: 1454810 (You can page me at http://wwp.mirabilis.com/1454810) 
Voria: http://www.datasys.net/users/stu/rquat/voria 
PGPKey: http://www.datasys.net/users/stu/rquat/pgpkey.txt 


"Writing for a penny a word is ridiculous. If a man really wants to 

make a million dollars, the best way would be to start his own 

religion" --- L. Ron Hubbard, Reader's Digest, May 1980, ք.1 

--MESSAGE FILE 11121 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000238 


——MESSAGE FILE 11122 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000239 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.mydemos, scea.yaroze.freetalk 

Subject: Re: Demos & games release list? 

Date: Sun, 26 Jul 1998 21:47:04 GMT 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <35bba2d0.159548076@news.scea.sony.com> 

References: <35A26F55.E81C4167@jps.net> <35A2F112.52759R@sinclair.net> <35A31373.AF9 
6BE86@shell.jps.net> <35A7ABD7.FC8AEBFF@sinclair.net> <35B4DA13.2DA42F73@mail.datasy 
s.net> <35b55f87.155401385@news.scea.sony.com> <35B92B99.43381001@mail.datasys.net> 
NNTP-Posting-Host: client-—151-198-130-72.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:239 scea.yaroze.freetalk:839 


>> Perhaps you might request that one of the professional staff share 
>> their password and log-in name with you, since you have experienced 
>> such an exceptional situation. You seem somewhat trustworthy... [BG] 
> 

>I can't ask anyone to do that. 


No, it's that you won't ask, not that you can't. The pros have the 
authority to share a name and password with you temporarily. 

They would simply clear it with the appropriate authority. They may 
say no, but you do have a legitimate issue that needs a solution. 


—Matt, who says you have nothing to lose by asking. 
--MESSAGE FILE 11122 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000239 


—-MESSAGE FILE 11123 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000240 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Amateur Wars SPECIAL EDITION 

Date: Wed, 12 Aug 1998 00:44:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6qsp9b$n7il@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.132.1 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


In the interest of greater understanding, James Shaughnessy, James 
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Rutherford and Nick Ferguson present (drumroll).... 


Amateur Wars: Special Edition! 


No CGI Millenium Falcons or Dewbacks here, just basic stuff like 
rotating sprites with look-up tables, using bitshifts etc etc. Well, I 
would have found it useful a month or so back so here it is for the 
other newbies... 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


——MESSAGE FILE 11123 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000240 


—-MESSAGE FILE 11124 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000241 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: lst draft of adventure game 

Date: Thu, 13 Aug 1998 15:05:40 +0100 
Organization: I wish! 

Lines: 31 

Message-ID: <35D2F2B4.28E@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


yes, i am keeping that name. 

first demo (graphics 'engine' (cough) only) 

no link to it from my web page, so url is 
http://www.netyaroze-europe.com/~middex2/ftp/gduk1.zip 


controls are as follows - 
pad up/down - forward/back 
pad left/right - steer 


start - quit 


square - panning cameras 

cross - tracker camera 

circle - overhead camera 
triangle - fake fogging routine 


ignore the messed up text, im doing that now :) then characters and 
interaction which suprisingly shouldnt be too hard (he reckons). It 
shows off two parts of the world, one half decent, and the other with 
psychadelic trees. you control a cube at the moment (still waiting 
models, just like everyone else in the world). Id love people to tell me 
what they think on here, and if there are any bugs (which there shouldnt 
be!) 


ok, will have it up be 15.30 today (thursday) 


Robert Swan 
rsl108@mdx.ac.uk 
--MESSAGE FILE 11124 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000241 


—-MESSAGE FILE 11125 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000242 
Path: chuka.playstation.co.uk!news 
From: Robert Swan <rsl08@mdx.ac.uk> 
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Newsgroups: scee.yaroze.mydemos 

Subject: Re: lst draft of adventure game 
Date: Thu, 13 Aug 1998 15:08:16 +0100 
Organization: I wish! 

Lines: 5 

Message-ID: <35D2F350.572E@mdx.ac.uk> 
References: <35D2F2B4.28E@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


oh, yeah trees are placed at random at the moment, so they might get in 
the way of camera views or intersect the building :) but i know about 
those problems! 


Rob 
—-MESSAGE FILE 11125 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000242 


——MESSAGE FILE 11126 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000243 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: lst draft of adventure game 

Date: Thu, 13 Aug 1998 16:28:21 +0100 
Organization: I wish! 

Lines: 5 

Message-ID: <35D30615.5098@mdx.ac.uk> 
References: <35D2F2B4.28E@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


oops, oh yeah, you need to use the controller in port 2 :)))) 
my mistake as i was working with the mouse in port 1 earlier and forgot 
to change it! 


Rob 
—-MESSAGE FILE 11126 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000243 


——MESSAGE FILE 11127 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000244 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Gravitation V1.3 

Date: Thu, 20 Aug 1998 17:30:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <35DC4F32.32AA@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Yes the lastest update of Grav is now available for download 
Check out the new demo mode! (I just like to show off :)) 


http://www.netyaroze-europe.com/~shaughnj/ftp/gravl1l3.zip 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


--MESSAGE FILE 11127 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000244 
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——MESSAGE FILE 11128 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000245 
Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 
From: R Fred Williams <rfredw@argonet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: PushyIIb Release 3 

Date: Wed, 26 Aug 1998 21:50:37 BST 

Organization: ArgoNet, but does not reflect its views 
Lines: 21 

Distribution: world 

Message-ID: <na.7bd729487b.a70la0rfredw@argonet.co.uk> 
Reply-To: R Fred Williams <rfredw@argonet.co.uk> 
NNTP-Posting-Host: al093.du.pipex.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 
X-NNTP-Poster: NewsHound v1.3782 


Hiya Y'all! 
Two things of note... 


First up, there's *finally* a news transport for Acorn machines 
that can handle Sony's server, so I may be a tad more "active" now... 


And secondly, since ECTS approacheth, there's an updated version 
of PushyIIb on my site! 


http://www.netyaroze-europe.com/~RFREDW/ftp/p2b_pal.zip 


The main improvement being the use of 5 graphic sets rather than 3, 
which breaks the game up a bit better. It's also an attempt at the 
award for "least tasteful carpet in a computer game", but you'll need 
to get to levels 30..39 to see that :) 


ttfn 
Fred 


—-MESSAGE FILE 11128 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000245 


—-MESSAGE FILE 11129 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000246 
Path: chuka.playstation.co.uk!news 

From: Steve <SMR@cs.bham.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Rolling Ball Game first version 
Date: Fri, 28 Aug 1998 10:37:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <35E67A52.9573451C@cs.bham.ac.uk> 
NNTP-Posting-Host: dial2.bham.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi out there. 


The first draft of Rolling Ball Game has been deemed fit for human 
consumption and is now available at my yaroze web site. 


http://www.netyaroze-europe.com/~bobbins 

Its in the ftp directory and is called gdukentry.zip 

hope you like it 

Steve 

—-MESSAGE FILE 11129 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000246 


—-MESSAGE FILE 11130 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000247 
Path: chuka.playstation.co.uk!news 
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From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Got a GDUK entry? READ THIS! 

Date: Sun, 30 Aug 1998 10:12:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <6sb58uSkuvl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.2.150.9 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:141 scee.yaroze.freetalk.english: 
2008 scee.yaroze.mydemos:247 


Hiya all, 


Seeing as the next 48 hours should see a glut of GDUK and ECTS demos 
making an appearance, I just wanted to remind people that when they put 
their demos on-line, could they PLEASE notify me so I can put a note of 
it on my Member Demo's list? I've noticed a few games have already gone 
up on *.mydemos (Pushy IIb, the rolling ball game) without me being 
mailed about it :-( 

Now, I'm not some demo-regulation facist (oh no I'm not!) but if 
people aren't going to mail me the details of their demos I can't see 
the point in maintaining the site - after all, if I don't get 
notification of demos, people are going to spend time browsing around 
the ng, website etc to try and find them which is what my page is meant 
to prevent. I hoped to provide a COMPREHENSIVE list of all SCEE and SCEA 
demos, which I know I currently don't because the aforementioned games 
(and maybe more?) are missing. I've covered a few demos 'manually' after 
I found them (Grav 1.3, ECTS version of Blitter Boy) but I can't be 
arsed making a habit of it! I realise some people might feel that it 
isn't worth mailing me if they have just released an early beta or small 
update, but the whole point of the site is to provide links to ALL the 
Yaroze demos on one handy page, and if people start making exceptions 
then it rather defeats the point... 


C'mon people - do you want a Member Demo's page or don't you? Those of 
you who have NO IDEA what I'm talking about (where have you been?) visit 
my NY page below... - remember to use the form provided to submit 
details of the demos... 


http://www.netyaroze-europe.com/~rookiel/demos/demos.htm 


Cheers for listening to this rant - I hope I'm mega-busy with updates 
over the next few days!!! 


Nick "only happy when it rains" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


——MESSAGE FILE 11130 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000247 


—-MESSAGE FILE 11131 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000248 
Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Magic Forest 

Date: Mon, 31 Aug 1998 22:59:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6ésf6ejSkuv1l3@chuka.playstation.co.uk> 
NNTP-Posting-Host: max04-208.enterprise.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


A GDUK entry that's not a cynical re-hash of an Edge competition game. And 
no guns! Battle giant insects with your venomous spit, turn into a 
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butterfly, disguise yourself as a cheese sandwich. It's all here: 
http://www.netyaroze-europe.com/~madmonk/ 

No NTSC version yet, sorry. 

Have fun! 


——Ben 


——MESSAGE FILE 11131 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000248 


—--MESSAGE FILE 11132 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000249 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Mud 'n Blood 

Date: Tue, 1 Sep 1998 01:00:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6ésfdhjSkuv15@chuka.playstation.co.uk> 
NNTP-Posting-—Host: modem035.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mud 'n Blood is OUT NOW! 


This is the GDUK version. Hopefully, the ECTS version will feature some 
music and have a few of the more obvious bugs fixed (as long as SCEE 
deem it fit to be put on the disc)... 


Enjoy ripping those dinky little soldiers to shreds! Sorry 'bout the big 
download! 


http: //www.netyaroze-europe.com/~rookiel/projects/projects.htm 
Feedback always welcome, even if it's not nice! 


Nick "visibly more relaxed" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 11132 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000249 


—-MESSAGE FILE 11133 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000250 
Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: TSY 

Date: Tue, 01 Sep 1998 12:54:31 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <35EBEE87.3902@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Total Soccer Yaroze ECTS demo online now, at my page: 


http://www.netyaroze-europe.com/~charlie/ 
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info in the readme 
--MESSAGE FILE 11133 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000250 


—-MESSAGE FILE 11134 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000251 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Adventure Game 

Date: Tue, 01 Sep 1998 13:36:53 +0100 
Organization: I wish! 

Lines: 7 

Message-ID: <35EBEA65.3421@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


My gduk entry is up and running. 
http: //www.netyaroze-europe.com/~middex2/ftp/gduk1l.zip 
have a nice day now, 


Rob 
—--MESSAGE FILE 11134 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000251 


—-MESSAGE FILE 11135 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000252 
Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Tue, 1 Sep 1998 16:56:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6sh5fmSkuv22@chuka.playstation.co.uk> 
References: <35EBEA65.3421@mdx.ac.uk> 
NNTP-Posting-Host: max03-153.enterprise.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This is great! Well done. It's one of the best Yaroze games I've ever seen. 
I particularly like the bloke by the river. He's very, um, straight foward! 
Blinding artwork, by the way. 


Cheers 
——Ben 


——MESSAGE FILE 11135 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000252 


--MESSAGE FILE 11136 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000253 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: TSY 

Date: Tue, 1 Sep 1998 19:55:26 +0100 

Organization: Backroom Software Ltd. 

Lines: 13 

Message-ID: <6shgasSkuv26@chuka.playstation.co.uk> 
References: <35EBEE87.3902@livemedia.co.uk> 
NNTP-Posting-Host: usern297.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Very nice indeed. Well done. 
By the way, where is the 'smart bomb' button ? :) 


Steve 
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Charlie wrote in message <35EBEE87.3902@livemedia.co.uk>... 
>Total Soccer Yaroze ECTS demo online now, at my page: 

> 

>http://www.netyaroze-europe.com/~charlie/ 

> 

>info in the readme 


——MESSAGE FILE 11136 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000253 


—--MESSAGE FILE 11137 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000254 
Path: chuka.playstation.co.uk!news 

From: "Ben James" <elvis@enterprise.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Wed, 2 Sep 1998 01:38:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6si40t$16j1@chuka.playstation.co.uk> 
References: <6sfdhjS$kuv1l5@chuka.playstation.co.uk> 
NNTP-Posting-Host: max05-028.enterprise.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Gosh, the standard's high this time around. Snowball Fight with guns - I 
like it! Another excellent game, well done. It reminds me a bit of Goldeneye 
on the N64 with the little gun site and the fact that if you shoot the 
buggers in the head, they bite it more swiftly. Great voice talent too! 


--MESSAGE FILE 11137 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000254 


—--MESSAGE FILE 11138 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000255 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Reminder... 

Date: Wed, 2 Sep 1998 18:19:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6sjunn$16j8@chuka.playstation.co.uk> 
NNTP-Posting-—Host: modem056.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sorry to keep going on about this... 


There are a few NY GDUK/ECTS demos that I never got any info about for 
my Member Demo's page (Soccer Game, Adventure etc). If the fucking 
geniuses responsible could send me the details, I'd be most chuffed. 


(I'm *not* taking the piss BIW - those are two stonking games mentioned 
above!!!) 


Nick "should I pack up and go home - metaphorically speaking as I am 
actually home, y'know" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


——MESSAGE FILE 11138 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000255 


——MESSAGE FILE 11139 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000256 
Path: chuka.playstation.co.uk!news 
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From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Reminder... 

Date: Wed, 02 Sep 1998 18:54:00 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <35ED9448.2512@livemedia.co.uk> 
References: <6sjunn$16j8@chuka.playstation.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Sorry to keep going on about this... 


> 
> 
> There are a few NY GDUK/ECTS demos that I never got any info about for 
> my Member Demo's page (Soccer Game, Adventure etc). If the fucking 

> geniuses responsible could send me the details, I'd be most chuffed. 
eh eh calm down ... sorry Nick, blah, blah, excuses, excuses, I'm 
filling in the form now. 


BTW great game Mud'n'Blood ... fun !! .. made me think of South Park - 
thats what the real South Park game needs to be like ... not just some 
slick 3d blaster 


Charlie 
—-MESSAGE FILE 11139 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000256 


—-MESSAGE FILE 11140 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000257 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Snowball Fight ECTS 

Date: Wed, 02 Sep 1998 19:01:27 +0100 
Organization: The Hex Heroes 

Lines: 11 

Message-ID: <35ED87F7.3CAF@writeme.com> 
NNTP-Posting-Host: at15-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


I've posted a very slightly tweaked version of my GDUK entry. 
Prepare for 2-player and 4-player fun in Mud'n'bl...(oops!)... 
Snowball Fight ECTS! 


How do the mechanics compare with the last version? 
Feedback appreciated! 


James. 
http://www.netyaroze-europe.com/~mrfrosty/ 
——MESSAGE FILE 11140 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000257 


—-MESSAGE FILE 11141 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000258 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: The Golden Mirage midi tune 

Date: Wed, 02 Sep 1998 19:08:34 +0100 
Organization: The Hex Heroes 

Lines: 17 

Message-ID: <35ED89A2.2F89@writeme.com> 
NNTP-Posting-Host: at15-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03 (Win95; I) 


Looking at the superb quality of the GDUK 98 entries, it's a good job I 
made myself a 'Plan B' 


You're welcome (indeed encouraged) to download my audio entry 
'mirage.mid' from my homepage: 


(http://www.netyaroze-europe.com/~mrfrosty/) 
- just under the banner on the index page - 


Learn a little more about it from the Projects section of the Hex Heroes 
homepage: (http://members.xoom.com/mrfrosty/) 


It should suit anyone who's a fan of the fantastic Castlevania themes. 
Give it a whirl (preferably AWE 32 or better) and tell me what you 
think... 


James (~mrfrosty) 
——MESSAGE FILE 11141 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000258 


--MESSAGE FILE 11142 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000259 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Wed, 02 Sep 1998 19:10:40 +0100 

Organization: The Hex Heroes 

Lines: 5 

Message-ID: <35ED8A20.2F6B@writeme.com> 

References: <6sfdhjS$kuv1l5@chuka.playstation.co.uk> <6si40t$16j1@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: at15-008.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Ben James wrote: 
> ...Great voice talent too! 


That's his telephone voice, that is. 
—-MESSAGE FILE 11142 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000259 


—-MESSAGE FILE 11143 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000260 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Grav Demo Recorder + the GHOF 

Date: Wed, 02 Sep 1998 20:44:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <35EDA025.20FB@manc.u-net.com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


If you fancy yourself as a bit of a Top Gun in the Gravitation 
raceways then be sure to get Grav vl.3DR, an add-on to the normal 
game (v1.3) allowing you to record your own in game demos (PAL&NTSC). 
(You'll need GRAV13.ZIP too if you don't already have it) 


http://www.netyaroze-europe.com/~shaughnj/ftp/demorec.zip 
(requires http://www.netyaroze-europe.com/~shaughnj/ftp/gravl13.zip) 


The Grav Hall Of Fame has been RESET and is now open to everyone 
EXCEPT ME! So send me your best times folks! No matter how crap! 
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(and a zipped demo if poss - I'd like to see your technique, oo'er!) 
http://www.netyaroze-europe.com/~shaughnj/ 

Cheers, 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 11143 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000260 


—-MESSAGE FILE 11144 START: net-—yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000261 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Snowball Fight ECTS 

Date: Wed, 2 Sep 1998 22:19:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6skd2m$16j13@chuka.playstation.co.uk> 
References: <35ED87F7.3CAF@writeme.com> 
NNTP-Posting—Host: modem014.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Rutherford wrote in message <35ED87F7.3CAF@writeme.com>... 
>I've posted a very slightly tweaked version of my GDUK entry. 

> 

>Prepare for 2-player and 4-player fun in Mud'n'bl...(oops!)... 


Drop dead, Rutherford! Everyone knows Snowball Fight was my idea in the 
first place - didn't you see my name in the credits? And wasn't I lead 
playtester? That's RIGHT!!!! :-) 


Nick "The Truth Is Out There" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 11144 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000261 


—--MESSAGE FILE 11145 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000262 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Thu, 03 Sep 1998 09:35:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <35EE54BC.8230A51A@easynet.co.uk> 
References: <35EBFA65.3421@mdx.ac.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

To: Robert Swan <rsl08@mdx.ac.uk> 


Robert Swan wrote: 


> My gduk entry is up and running. 
> 
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> http://www.netyaroze-europe.com/~middex2/ftp/gduk1.zip 

— have a nice day now, 

d Rob 


Yikes! This is a massive leap over anything else I've seen of yours 
Rob (Revolution and Racer2). I think you've got GDUK in the bag with 
this one. 


Excellent stuff. I love the camera work. Ever thought of being a 
cinematographer?! 


Phil 


——MESSAGE FILE 11145 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000262 


--MESSAGE FILE 11146 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000263 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Grav Demo Recorder + the GHOF 

Date: Thu, 03 Sep 1998 12:21:47 +0100 
Organization: I wish! 

Lines: 8 

Message-ID: <35EE7BCB.3BD3@mdx.ac.uk> 
References: <35EDA025.20FB@manc.u-net.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Shaughnessy wrote: 
> The Grav Hall Of Fame has been RESET and is now open to everyone 
> EXCEPT ME! So send me your best times folks! No matter how crap! 


> (and a zipped demo if poss - I'd like to see your technique, oo'er!) 
Now youre talking :) give me a week or so to sort myself out, and I'll 
start chucking some rubbish things in... 

Rob 


——MESSAGE FILE 11146 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000263 


——MESSAGE FILE 11147 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000264 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Reminder... 

Date: Thu, 03 Sep 1998 12:23:50 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35EE7C46.3D32@mdx.ac.uk> 

References: <6sjunn$16j8@chuka.playstation.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Nick Ferguson wrote: 

> There are a few NY GDUK/ECTS demos that I never got any info about for 
> my Member Demo's page (Soccer Game, Adventure etc). If the fucking 

> geniuses responsible could send me the details, I'd be most chuffed. 


I apologise, seeing as Im one of them... I could go on about not having 
time and all that (which really has been the case the past few days; 
take a look at the crap readme.txt in my game!) but 111 rectify that 
now. I want to support what youre doing! 


Rob 
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Of course, that bit about geniuses was a bit over the top. 111 settle 
for High-Commander of the World. 
——MESSAGE FILE 11147 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000264 


—-MESSAGE FILE 11148 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000265 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Snowball Fight ECTS 

Date: Thu, 03 Sep 1998 14:56:50 +0100 

Organization: The Hex Heroes 

Lines: 23 

Message-ID: <35EEA022.19DD@writeme.com> 

References: <35ED87F7.3CAF@writeme.com> <6skd2m$16j13@chuka.playstation.co.uk> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Nick Ferguson wrote: 


> Drop dead, Rutherford! Everyone knows Snowball Fight was my idea in 
> the first place - didn't you see my name in the credits? And wasn't I 
> lead playtester? That's RIGHT!!!! :-) 


Yeah, sorry Nick - I'd better come clean to everyone. 


Snowball Fight was all Nick's idea - 

He was the lead playtester, 

drew some of the graphics (nope, I lie - he drew all of them), 
wrote the music, 

coded the game, 

saved the World from certain doom 

- and all in time for breakfast... 


Sheesh, what a man! 


James (~mrfrosty). 

(You might like to see my new game, Metal Gear Solid at the ECTS. I 

wrote it in about an hour when I was bored - and you'd better ignore any 

young upstart by the name of Miyamoto who 'claims' to have written my 

new game Zelda 64) ;0) 

——MESSAGE FILE 11148 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000265 


—-MESSAGE FILE 11149 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000266 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Thu, 03 Sep 1998 15:25:19 +0100 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <35EEA6CF.5503@writeme.com> 
References: <35EBFA65.3421@mdx.ac.uk> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 
> My gduk entry is up and running. 
Nice game. 


You ought to have tried getting the Python team round to do the 
voice-overs (would work perfectly!). 
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Erm, is it my cynical mind or does the map loop round on itself in the 
misty forest ensuring certain batty doom? 
Come on Rob, come clean - is it completable??? 


James (~mrfrosty) 
——MESSAGE FILE 11149 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000266 


—-MESSAGE FILE 11150 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000267 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: TSY 

Date: Thu, 03 Sep 1998 15:26:17 +0100 
Organization: The Hex Heroes 

Lines: 7 

Message-ID: <35EEA709.541B@writeme.com> 
References: <35EBEE87.3902@livemedia.co.uk> 
NNTP-Posting-Host: at15-048.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; 1) 


Charlie wrote: 
> Total Soccer Yaroze ECTS demo online now, at my page: 
Coo - better than Sensi Soccer IMHO...! 


James (~mrfrosty) 
—--MESSAGE FILE 11150 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000267 


—-MESSAGE FILE 11151 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000268 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Thu, 03 Sep 1998 16:28:01 +0100 

Organization: I wish! 

Lines: 14 

Message-ID: <35EEB581.789@mdx.ac.uk> 

References: <35EBEA65.3421@mdx.ac.uk> <35EEA6CF.5503@writeme.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


T 


James Rutherford wrote: 

> Erm, is it my cynical mind or does the map loop round on itself in the 
> misty forest ensuring certain batty doom? 

> Come on Rob, come clean - is it completable??? 


Yeah, there is one entrance from one of the misty forest rooms that 
takes you to another room. The idea was to have it confuse people (as 
with the camera angles) to represent getting lost and wandering around 
like a fool :) 


it is completeable in about 3 minutes I think if you race it. Maybe 111 
put in a 'fastest time to complete dully titled game' award. 


Rob 
--MESSAGE FILE 11151 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000268 


——MESSAGE FILE 11152 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000269 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Fri, 04 Sep 1998 17:32:12 +0100 
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Organization: The Hex Heroes 

Lines: 7 

Message-ID: <35F0160C.5E76@writeme.com> 

References: <35EBFA65.3421@mdx.ac.uk> <35EEA6CF.5503@writeme.com> <35EEB581.789@mdx. 
ac.uk> 

NNTP-Posting-Host: at15-013.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


My sincerest apologies Rob - 


I had another crack at it last night and managed to find my way out - 
and I thought I had good sense of direction :( . 
Managed to debird the city - loved the sandy bit! 


James. 
——MESSAGE FILE 11152 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000269 


—-MESSAGE FILE 11153 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000270 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: GDUK Entry 

Date: Fri, 4 Sep 1998 19:02:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6spa33$6665@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d29-026.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


You guys might like to see the entry I only managed to get 15-20% 
complete (why do I have near zero spare time :( ). 

Its in my ftp directory, 

http: //www.netyaroze-europe.com/~nslaven/ftp/gduk. zip 


congratulations to everyone elses excellent entries, 
Nick S 


PS - Nick F I'll fill your form in as soon as I update my website 
This weekend - promise 


--MESSAGE FILE 11153 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000270 


—-MESSAGE FILE 11154 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000271 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: TSY 

Date: Fri, 04 Sep 1998 20:32:28 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 21 

Message-ID: <35F0404A.C57F8292@nospam.easynet.co.uk> 

References: <35EBEE87.3902@livemedia.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Charlie wrote: 


> Total Soccer Yaroze ECTS demo online now, at my page: 
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> 
> http://www.netyaroze-europe.com/~charlie/ 
> 

> info in the readme 


This has got to be the best Yaroze game I've seen so far. Very, very 
impressive - slick, professional, brilliant. 


Are you sure you don't do this for a living?! 


It's always the quietest people (those that don't post much) that come 
up with the best stuff. Probably because the rest of us are too busy 
nattering to get any coding done. 


Phil 


——MESSAGE FILE 11154 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000271 


—-MESSAGE FILE 11155 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000272 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Snowball Fight ECTS 

Date: Fri, 4 Sep 1998 16:46:30 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6spj21S7er7@scea> 

References: <35ED87F7.3CAF@writeme.com> <6skd2m$16j13@chuka.playstation.co.uk> <35EE 
A022.19DD@writeme.com> 

NNTP-Posting-Host: sud-tcsl-port21.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The living legend lives in Europe???? 


James Rutherford wrote in message <35EEA022.19DD@writeme.com>... 

>Nick Ferguson wrote: 

> 

>> Drop dead, Rutherford! Everyone knows Snowball Fight was my idea in 
>> the first place - didn't you see my name in the credits? And wasn't I 
>> lead playtester? That's RIGHT!!!! :-) 

> 

>Yeah, sorry Nick - I'd better come clean to everyone. 

> 

>Snowball Fight was all Nick's idea - 

>He was the lead playtester, 

>drew some of the graphics (nope, I lie - he drew all of them), 

>wrote the music, 

>coded the game, 

>saved the World from certain doom 

>- and all in time for breakfast... 

> 

>Sheesh, what a man! 

> 

>James (~mrfrosty). 

>(You might like to see my new game, Metal Gear Solid at the ECTS. I 
>wrote it in about an hour when I was bored - and you'd better ignore any 
>young upstart by the name of Miyamoto who 'claims' to have written my 
>new game Zelda 64) ;0) 


—-MESSAGE FILE 11155 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000272 


—--MESSAGE FILE 11156 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000273 
Path: chuka.playstation.co.uk!news 

From: "ianc" <ianc@noddybox.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: GDUK Entry (and I've finally plucked up the courage to stop lurking...) 
Date: 4 Sep 1998 23:39:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 29 

Message-ID: <0Olbdd85d$8£f£97f2a0Sbe9c 98 9e@default> 
NNTP-Posting-Host: noddybox.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello everyone, I think after 6 months of standing embarrassed fiddling 
with the microwave, it's time to vacate the kitchen and join the party with 
my first NY game. 


So, if you are completely bored enough (and trust me, you'll wish you 


hadn't been afterwards :-) ), you can find my GDUK 98 entry Hardwire (well, 
hopefully it's an entry seeming as though I've made a right pig's ear of 
submitting it... Sorry again Sarah :8} ) at: 


http://www.netyaroze-europe.com/~noddybosc 


Oh, and if you find anything useful you want to pinch from the sources, 
feel free... 


Regards. 

Ian C 

Email : Lanc@noddybox.demon.co.uk 

Web : http://www.noddybox.demon.co.uk 


Yaroze Web : http://www.netyaroze-europe.com/~noddybosc/ 


"Paradise is exactly like 
Where you are right now 
Only much much better." 


—-MESSAGE FILE 11156 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000273 


—-MESSAGE FILE 11157 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000274 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Fri, 04 Sep 1998 23:42:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35f079ea.1117611@news.playstation.co.uk> 
References: <35EBFA65.3421@mdx.ac.uk> 
NNTP-Posting-Host: p05-shank-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 01 Sep 1998 13:36:53 +0100, Robert Swan <rs1l08@mdx.ac.uk> 
wrote: 


>My gduk entry is up and running. 
> 


>http://www.netyaroze-europe.com/~middex2/ftp/gduk1.zip 
> 


>have a nice day now, 
> 


>Rob 

Robert, 

I am very impressed ! One of the best things on the Yaroze that I've 
seen so far. Excuse me for being cheeky but are you going to release 
the source code ? I'd really love to see how you've done some of that 
stuff. 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


--MESSAGE FILE 11157 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000274 
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——MESSAGE FILE 11158 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000275 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Sun, 6 Sep 1998 21:40:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <6sus4q$66622@chuka.playstation.co.uk> 
References: <6sfdhjSkuv1l5@chuka.playstation.co.uk> 
NNTP-Posting-Host: mfs2-dnbqy-241.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Ferguson wrote in message <6sfdhjSkuv15@chuka.playstation.co.uk>... 
>Mud 'ո Blood is OUT NOW! 


Reminds me of one of the 1st arcade 
games I ever played, 2 cowboys shooting 
each other can anyone remember the name, 
we're talking circa 1978 here. 


Nick S 


—-MESSAGE FILE 11158 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000275 


——MESSAGE FILE 11159 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000276 
Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Mon, 07 Sep 1998 23:42:46 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35F4D1E6.2C30@dial.pipex.com> 

References: <6sfdhjSkuvl5@chuka.playstation.co.uk> <6sus4q$66622@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: usero248.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Nick Slaven wrote: 


Nick Ferguson wrote in message <6sfdhjSkuv1l5@chuka.playstation.co.uk>... 
>Mud 'n Blood is OUT NOW! 


Reminds me of one of the lst arcade 
games I ever played, 2 cowboys shooting 
each other can anyone remember the name, 
we're talking circa 1978 here. 


VVVVVVVV 


Boot Hill? 
——MESSAGE FILE 11159 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000276 


—-MESSAGE FILE 11160 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000277 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Tue, 8 Sep 1998 00:04:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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Message-ID: <6tlovlSbge2@chuka.playstation.co.uk> 

References: <6sfdhjS$kuv1l5@chuka.playstation.co.uk> <6sus4q$66622@chuka.playstation.c 
o.uk> <35F4D1E6.2C30@dial.pipex.com> 

NNTP-Posting-Host: lon-dnbsh-037.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Chris Chadwick wrote in message <35F4D1E6.2C30@dial.pipex.com>... 
>Nick Slaven wrote: 
>Boot Hill? 


Thats It !!! 
Remember the fantastic waggons that would 
move up & down the screen in chunky low-res! 


Nick S 


——MESSAGE FILE 11160 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000277 


—-MESSAGE FILE 11161 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000278 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game 

Date: Tue, 08 Sep 1998 13:22:51 +0100 

Organization: I wish! 

Lines: 18 

Message-ID: <35F5219B.4431@mdx.ac.uk> 

References: <35EBEA65.3421@mdx.ac.uk> <35f079ea.1117611@news.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Richard Cutting wrote: 

> I am very impressed ! One of the best things on the Yaroze that I've 
> seen so far. Excuse me for being cheeky but are you going to release 
> the source code ? I'd really love to see how you've done some of that 
> stuff. 


Ive got every intention of putting up the source code, which should be 
done tomorrow. I say again to everyone I ever meet, give out your source 
code! It was pure laziness on my part that I havent done it sooner. 


What might be strangely interesting is Ive updated my web page and its 
got some help files for the adventure game and stuff :) find it on my 
updated downloads page. 


Rob 


http://www.netyaroze-europe.com/~middex2 
—-MESSAGE FILE 11161 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000278 


--MESSAGE FILE 11162 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000279 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Tue, 08 Sep 1998 12:06:30 -0700 

Organization: Bwahaha 

Lines: 20 

Message-ID: <35F58036.863F9CBA@sShell.jps.net> 

References: <6sfdhjS$kuv1l5@chuka.playstation.co.uk> <6sus4q$66622@chuka.playstation.c 
o.uk> <35F4D1E6.2C30@dial.pipex.com> <6tlovlSbge2@chuka.playstation.co.uk> 
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Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


You mean the 2600 cart? 


Nick Slaven wrote: 


> 

> Chris Chadwick wrote in message <35F4D1E6.2C30@dial.pipex.com>... 

> >Nick Slaven wrote: 

> >Boot Hill? 

> 

> Thats It !!! 

> Remember the fantastic waggons that would 

> move up & down the screen in chunky low-res! 

> 

> Nick S 

Mata ne, դե eens 

- e! set tenchi@shell.jps.net iz 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) as http://www. jps.net/tenchi 


7402 


—-MESSAGE FILE 11162 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000279 


—-MESSAGE FILE 11163 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000280 


Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: GDUK Entry 

Date: Tue, 08 Sep 1998 23:02:38 +0100 
Organization: philg@nospam.easynet.co.uk 

Lines: 24 

Message-ID: <35F5A97B.3F6315BA@nospam.easynet.co.uk> 
References: <6spa33$6665@chuka.playstation.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 
NNTP-Posting-Host: philg.easynet.co.uk 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 


4F5353" 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Z 
H- 
Q 

Ճ' 
տ 


laven wrote: 


You guys might like to see the entry I only managed to get 15-20% 
complete (why do I have near zero spare time :( ). 

Its in my ftp directory, 
http://www.netyaroze-europe.com/~nslaven/ftp/gduk.zip 


congratulations to everyone elses excellent entries, 
Nick S 


PS - Nick F I'll fill your form in as soon as I update my website 
This weekend - promise 


VVVVVVVVV VV 


Nick - this crashed my Yaroze! Got as far as the standard Yaroze splash 
screen then it froze. Tried it 3 times, same problem. 


Downloaded it with PSComUtil - any incompatibilities you might be aware 
of? 


Phil 


—-MESSAGE FILE 11163 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000280 
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—-MESSAGE FILE 11164 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000281 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Tue, 8 Sep 1998 23:08:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6t4a3tSbge5@chuka.playstation.co.uk> 

References: <6sfdhjS$kuv1l5@chuka.playstation.co.uk> <6sus4q$66622@chuka.playstation.c 
o.uk> <35F4D1E6.2C30@dial.pipex.com> <6tlovlS$bge2@chuka.playstation.co.uk> <35F58036 
. 863F9CBA@shell.jps.net> 

NNTP-Posting-Host: 1d24-187.lon.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Elliott Lee wrote in message <35F58036.863F9CBA@sShell.jps.net>... 
>You mean the 2600 cart? 


No this was an arcade machine in dodgy wood effect. 


Nick S 


--MESSAGE FILE 11164 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000281 


——MESSAGE FILE 11165 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000282 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: GDUK Entry 

Date: Tue, 8 Sep 1998 23:34:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6t4bicSbge8@chuka.playstation.co.uk> 

References: <6spa33$6665@chuka.playstation.co.uk> <35F5A97B. 3F6315BA@nospam.easynet. 
co.uk> 

NNTP-Posting-Host: 1d24-187.lon.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Philip Gooch wrote in message <35F5A97B.3F6315BA@nospam.easynet.co.uk>... 
>Nick - this crashed my Yaroze! Got as far as the standard Yaroze splash 
>screen then it froze. Tried it 3 times, same problem. 

> 

>Downloaded it with PSComUtil - any incompatibilities you might be aware 
>of? 


Damn! 
Thanks for this, 


It is a CodeWarrior executable, I thought this was compatible with SIOCONS 
since I have managed to download it everytime using "SIOCONS auto.sio". 


Is anyone else having the same problem ?? 
Feedback appreciated. 


Nick S 


——MESSAGE FILE 11165 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000282 


—-MESSAGE FILE 11166 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000283 
Path: chuka.playstation.co.uk!news 
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From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Mud 'n Blood 

Date: Wed, 09 Sep 1998 00:09:20 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35F629A0.314@dial.pipex.com> 

References: <6sfdhjSkuv1l5@chuka.playstation.co.uk> <6sus4q$66622@chuka.playstation.c 
o.uk> <35F4D1E6.2C30@dial.pipex.com> <6tlovlSbge2@chuka.playstation.co.uk> 
NNTP-Posting-Host: userp740.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Nick Slaven wrote: 


Chris Chadwick wrote in message <35F4D1E6.2C30@dial.pipex.com>... 
>Nick Slaven wrote: 
>Boot Hill? 


Thats It !!! 
Remember the fantastic waggons that would 
move up & down the screen in chunky low-res! 


VVVVVVVVV V 


Nick S 


I remember very little about it (old age, see) except when 
you were killed, the little, blocky figure would float to 
the top of the screen where there was a tombstoned boot hill. 
This was accompanied by a less-than-dulcet rendition of the 
‘death march' (or something). 


Ahhh, the memories... 


-Chris 
——MESSAGE FILE 11166 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000283 


——MESSAGE FILE 11167 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000284 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rs108@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Adventure Game Source 

Date: Wed, 09 Sep 1998 18:02:58 +0100 
Organization: I wish! 

Lines: 19 

Message-ID: <35F6B4C2.7772@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Ok, all the links and stuff should work now. If you download latest 
version of adventure game from my page then it will have source code. 
For those interested 


text.c/h has text creation routine 

calcs.c/h has camera handling routine + momentum handling stuff 
maps.c/h is where entrances/exits and objects are created 
creation.c/h handles all dynamic tmd stuff 

make_tmd.c/h is later version of tmd primitives (just a few more) 


also included is the timtool file. Interesting things to do - put 
in the hsync counter, and also mess around with how the ground is 
drawn (check out the first few lines in creation.c) 


Hope it is of use, and while im on the subject, can everyone else put up 
their source? (futile request) 


Rob 
http://www.netyaroze-europe.com/~middex2 
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——MESSAGE FILE 11167 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000284 


—--MESSAGE FILE 11168 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000285 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: race game 2 

Date: Wed, 09 Sep 1998 19:00:33 +0100 
Organization: I wish! 

Lines: 6 

Message-ID: <35F6C241.21C4@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


nothing exciting, just a different version of race game 2. This one is 
already compiled so people with CW should be able to run it without 
having to mess around changing my code to compile it. 


Rob 
http://www.netyaroze-europe.com/~middex2 
——MESSAGE FILE 11168 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000285 


--MESSAGE FILE 11169 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000286 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game Source 

Date: Fri, 11 Sep 1998 07:42:34 -0400 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <35F90CAA.51DFB53E@bigfoot .com> 

References: <35F6B4C2.7772@mdx.ac.uk> 

NNTP-Posting-Host: 82.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Robert Swan wrote: 

> 

> Hope it is of use, and while im on the subject, can everyone else put up 
> their source? (futile request) 


It's not futile. I'll put up my source to Voria's new game (not aotd) 
once I have something running. But right now I'm refining the Stationary 
in codewarrior. :) 


"Darco 
—-MESSAGE FILE 11169 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000286 


—-MESSAGE FILE 11170 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000287 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: The FLibraries and Yaroze template 
Date: Fri, 11 Sep 1998 19:06:13 +0100 
Organization: The Hex Heroes 

Lines: 27 

Message-ID: <35F96695.5EA9@writeme.com> 
NNTP-Posting-Host: at15-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Not /strictly speaking/ a demo - but could be very useful to anyone 
wanting to produce one... 
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Roll up, ladies and gentlemen, I give you... not one, not two, but three 
bouncing baby libraries - all you ever wanted for controllers, screen 
display (w/ patches) and (erm...) Logical synchronisation. 


What's more - buy now and free for your pleasure is the Yaroze 
Development template - the perfect start for newbies and veterans alike. 
Get your applications off the ground in the time it takes to click a 

mouse button. As used by professional game developers (*). 


Full example programs and documentation into the bargain as well. 
What more could you ask for, Ladies and gentlemen? 
I present: 

The FLibraries and Yaroze development template! 


[FLIBS1_0.ZIP] @ http://www.netyaroze-europe.com/~mrfrosty 
What have you got to lose...? 


James (~mrfrosty). 


(*) Well, me anyway. 
——MESSAGE FILE 11170 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000287 


—-MESSAGE FILE 11171 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000288 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.freetalk.english 

Subject: My first upload! 

Date: Sat, 12 Sep 1998 16:51:37 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35FA9886.3D546A0D@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:288 scee.yaroze.freetalk.english:2 
288 


Well, hardly worth waiting for but here it is: 
http://www.netyaroze-europe.com/~pgooch/ftp/pixies.zip 


It's a 3D effort based on Peter Passmore and Robert Swan's tutorial 
source code. You drive around a forest shooting irritating blue pixies 
that have a habit of running around and trying to bash up your car. 
Source code included (for what it's worth!). Has music (a bit of Bach) 
and sound effects. 


Has lots of problems - not least the really bad slowdowns that I can't 
figure out, or the sound that is supposed to play when you shoot a 
pixie, but doesn't. Anyway, check it out. It's unfinished - you can't 
win, and you can't die. 


Usual direction keys plus: X - forward, O reverse, R1 fire, L1 switch 
views. 


It was written in 2 days during the Yaroze short course I attended at 
the end of July at Middlesex Uni. Haven't touched it since then - have 
been working on my 2D game that I will upload soon. 


"Pixies' is actually the first 'game' I've ever written, unless you 
count my Shockwave version of the Lords of Midnight, which I never 
finished - story օք my life - anyway, you can check that out too, if 
you're a ZX Spectrum fan, at 


Net Yaroze newsgroups message dump.txt Page 7407 


http://easyweb.easynet.co.uk/~philg 
Cheers 
Phil 


——MESSAGE FILE 11171 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000288 


--MESSAGE FILE 11172 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000289 
Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Pandoras Box DirectX 

Date: Sun, 13 Sep 1998 22:02:35 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <35FC24DB.1535D500@aol.com> 

NNTP-Posting-Host: 207-21-180.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" AB38A6DF8933D7ACOF8369F1" 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


AB38A6DF8933D7ACOF8369F1 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello! 


I have ported Panoras Box to the PC (DirectX) before my holiday and have 
uploaded it now. You can download it from my website. Probably I will 
equip the game with an occlusion culling algorithm later in order to 
make it a bit faster. I would be interested in feedback, with which 
graphics cards it cooporates and with wich not. 


Thanks, Christoph 


AB38A6DF8933D7ACOF8369F1 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello! 


<P>I have ported Panoras Box to the PC (DirectX) before my holiday and 

have uploaded it now. You can download it from my <A HREF="http://www.netyaroze-euro 
pe.com/~cplverig">websit</A>e. 

Probably I will equip the game with an occlusion culling algorithm later 

in order to make it a bit faster. I would be interested in feedback, with 

which graphics cards it cooporates and with wich not. 


<P>Thanks, Christoph</HTML> 


AB38A6DF8933D7AC0F8369F1-- 


--MESSAGE FILE 11172 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000289 


—-MESSAGE FILE 11173 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000290 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game Source 

Date: Wed, 23 Sep 1998 09:22:00 +0100 
Organization: I wish! 

Lines: 8 

Message-ID: <3608AFA8.1650@mdx.ac.uk> 
References: <35F6B4C2.7772@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


In typical stupid me style, the first upload of adventure game didnt 
work. so i corrected it and put it up. it still doesnt work. (must be 
something to do with pkzip...) I will sort it out, but not fora 
fortnight. This means the only working version of adventure game can be 
got from the top ten games list, which is from 

Games Demo link on official yaroze web page, then top ten links etc etc 


Rob 
—-MESSAGE FILE 11173 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000290 


—-MESSAGE FILE 11174 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000291 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game Source 

Date: Wed, 23 Sep 1998 03:06:40 -0700 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <3608C830.96388B69@shell.jps.net> 

References: <35F6B4C2.7772@mdx.ac.uk> <3608AFA8.1650@mdx.ac.uk> 
NNTP-Posting-Host: 209-239-196-111.0ak.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Eh? You changed something? 


I downloaded the game (just as posted at the start of this thread) 
and compiled it. Worked fine. When I couldn't beat the game, I 
rigged the power meter not to fall below 10 so I could cheat my way 


through it. :P Worked like a charm and I got to read all of the 
dialogues---hella funny. 
=e! 


Robert Swan wrote: 


> 
> In typical stupid me style, the first upload of adventure game didnt 
> work. so i corrected it and put it up. it still doesnt work. (must be 
> something to do with pkzip...) I will sort it out, but not fora 
> fortnight. This means the only working version of adventure game can be 
> got from the top ten games list, which is from 
> Games Demo link on official yaroze web page, then top ten links etc etc 
> 
> Rob 
Mata ne, exerts scsi te 
- e! oio tenchi@shell.jps.net was 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) Sea http://www. jps.net/tenchi 


--MESSAGE FILE 11174 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000291 


—-MESSAGE FILE 11175 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000292 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Demo competition 

Date: Sat, 26 Sep 1998 19:11:37 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 81 

Message-ID: <360D2E59.C32F9DA@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
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X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Back in the days of the Amiga and the C64, and currently with the PC, there was a th 
riving demo 

scene. To those who don't know exactly what a demo is, it's was a program which 'dem 
onstrates' the 

graphical and processing power of the machine. You've probably seen a few of them on 
the PC - names 

like "Second Reality" come to mind. The Playstation's most famous demos are probably 
the Dino demo 

and the Second Offence demo. They are usually non-interactive, have a few different 
graphical 

effects, and tend to amaze programmers and no-one else. 


I'm quite surprised that we haven't see more of these demos on the Yaroze, because p 

rogramming a 

demo is a good step to writing a full-blown game, and helps improve your programming 
skills in 

general. I'd like to see more of them. So I'm creating my own little mini-competitio 

n (which isn't 

an official Sony one, by the way). 


Regulations: 
o Closing date: Sunday Nov 29th 1998, 11:59pm - That gives you roughly 2 mon 
ths from now. 
o Categories: 
o Coolest graphical effect (long) 
o Coolest graphical effect (short) 
o Prizes: 
o For the coolest graphical effect (long), a light gun and a copy of 


Point Blank. 


o For the coolest graphical effect (short), a copy of Spice World, o 
r Kula 
World, your choice if you win. 
o Various consolation prizes depending on what I can find lying arou 
nd the office. 
o If you submit your demo, you either have to post the source code, or expla 
in how the 
effect was achieved. 
o The decision will be based upon technical merit and style. Having Boris Va 
llejo for an 
artist won't help. I won't care if your 3D models are badly construc 
ted. 
o The decision of the judge (me) is final. 
o It's open to all regions, but be warned that the prizes are the PAL versio 
ns of those 
games, so you'd better have a PAL/NTSC tv if you're entering from th 
e USA/Japan. 
Yes, I have a dual format telly, so I can view both PAL and NTSC. 
o I must have received either a link to your program, or a ZIP file containi 
ng your 
program mailed to me by the due date/time. 
o No effects can use an Action Replay, but PSComUtil is allowed. 


o If I have unreasonable trouble getting your program to run, it will be dis 
qualified. 
o You have to to use the Yaroze libraries only (i.e. professional developers 


aren't 
allowed to include anything from the professional dev kits which isn 
't available 


to everyone else). Of course, dynamic TMDs are allowed. 
o Your program can have as many effects as you like, but each one will be ju 
dged 
separately from the others. There is no "best program" category, so 
having 100 
crap effects in one program won't do you any good. 
o You can collaborate with as many people as you like, but you'll have to fi 
gure out 
how to split the prize if your group wins. 


By "graphical effect (long)", I mean an effect that goes for a while, like water rip 
pling or 
realtime fractal zooming. By "graphical effect (short)", I mean something like a pic 
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ture fading in 

or out, like the Final Fantasy 7 feedback effect, which may only take a few frames b 
ut can be done 

in a really styley and cool way. 


It doesn't have to be 3D, you can get some really cool 2D effects going too. I'ma p 
rogrammer too, 
remember, so I'll be looking for a combination of some cool technical technique and 
original use of 

effects, not just 'style' and great pictures your Art College friend drew. I am impr 
essed by 
original ways of doing things. 


Some ideas you might like to try: 
o Water 
Fire/Smoke 
Realtime Fractals (use LoadImage, not polygons) 
Plasma 
Polygon morphing in a cool way. 
Starfields 
Cool semi-transparency effects 
Bump-mapping (shaddup your face, Colin H! :0) 
Shadows 
Cool line effects 
Fractal landscapes 
Combinations of the above (semi-trans sprites rotating around a cube textu 
red with a fire effect 


ՕՕՕՕՕՕՕՕՕՕՕ 


The effects don't have to be interactive. You can find source, tutorials and other i 
nfo on how to do 

some of these effects at http://www.hornet.org/ The effects can be anything - you co 
uld have just a 

water effect on the screen, or a spaceship flying around all the planets in the sola 
r system. I 

don't care if you leech source code from someone else. 


I know you might be exhausted from GDUK/ECTS but get coding! 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A cynic smells flowers and looks for the casket. 
--MESSAGE FILE 11175 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000292 


—-MESSAGE FILE 11176 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000293 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Mon, 28 Sep 1998 18:15:07 +0100 
Organization: The Hex Heroes 

Lines: 24 

Message-ID: <360FC41B. 69AF@writeme.com> 
References: <360D2E59.C32F9DA@scee.sony.co.uk> 
NNTP-Posting-Host: atl4-m09.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


James Russell wrote: 
> 


> ...So I'm creating my own little mini-competition (which isn't an 
> official Sony one, by the way). 


Way to go, Mr.R! 


I was a B-iii-g fan of the Amiga scene (anyone else heard of Melon 
Dezign?), and I'll certainly be jumping on this one! 
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Just thought obliged to let everyone know that Jeff Lawton (Yaroze 
World) is alsozgsetting a demo [and game] competition. 


Find out about it at: 
http://yaroze-world.org/ 
(or follow the link from my homepage) 


> I don't care if you leech source code from someone else. 
Whoo! I'm not so sure that's the way towards peace and harmony, but hey. 
Good luck all! 


James (~mrfrosty) 
—-MESSAGE FILE 11176 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000293 


——MESSAGE FILE 11177 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000294 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Tue, 29 Sep 1998 17:37:24 +1200 

Organization: Sidhe Interactive 

Lines: 7 

Message-ID: <6upr30$5u52@chuka.playstation.co.uk> 
References: <360D2E59.C32F9DA@scee.sony.co.uk> 
NNTP-Posting-Host: p33-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Great idea James! Good to see someone at Sony being proactive for a change. 


Mario W 


—-MESSAGE FILE 11177 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000294 


—--MESSAGE FILE 11178 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000295 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: 30 Sep 1998 17:48:15 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Sender: thutton@TECH10 

Message-ID: <uwwémrqgw.fsf@cybec.com.au> 
References: <360D2E59.C32F9DA@scee.sony.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


James Russell <James_Russell@scee.sony.co.uk> writes: 
> o No effects can use an Action Replay, but PSComUtil is allowed. 
Is there a limit on file size? Downloading a 1024k file sucks. 

o You have to to use the Yaroze libraries only (i.e. professional 
developers aren't allowed to include anything from the professional 


dev kits which isn't available to everyone else). Of course, dynamic 
TMDs are allowed. 


VVVV 


And you don't *have* to use any provided libraries at all, right? 


o Your program can have as many effects as you like, but each one 
will be judged separately from the others. There is no "best 
program" category, so having 100 crap effects in one program won't 
do you any good. 


V AN: A N 
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So making a demo like 2nd Reality which has excellent 'flow' and music 
that compliments the effects, making what could be just an effect show 
into a quality production, won't do you any good. You'd rather an 
effect show, which is pretty much the opposite of what the PC demos 
judges like - but is just fine by me..! Different focus. 


> o Bump-mapping (shaddup your face, Colin H! :0) 

What does this mean?!? I know real time bump mapping would be tricky 
on a piss poor 30 MIPS processor, but do-able. Does Colin have some 
tips, using the GTE or something? 


> The effects don't have to be interactive. You can find source, 
> tutorials and other info on how to do some of these effects at 
> http://www.hornet.org/ 


Hornet are disbanding presently, and are closing down the archive over 
the next few weeks I think. Everything will be moving over to 
scene.org though. 


This is cool. Might actually get off my butt. Perhaps. 
Toby. 
——MESSAGE FILE 11178 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000295 


--MESSAGE FILE 11179 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000296 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Wed, 30 Sep 1998 11:01:39 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <36120183.343164DA@scee.sony.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <uww6omrqgw.fsf@cybec.com.au> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Toby Hutton wrote: 
> 
> Is there a limit on file size? Downloading a 1024k file sucks. 


Nope. 
> And you don't *have* to use any provided libraries at all, right? 


No you don't have to use anything you don't want to. I'm just trying to make sure th 
at the prof. 
developers play fair. 


As for your comments on 2nd Reality, the "scene" was divided into two camps - those 

who thought it 

was a great demo (it was), mainly because it was the best PC demo for ages (it was), 
and those who 

didn't think it was that great because it didn't have any original effects that were 

n't already 

present on the Amiga. I agree with both sides - it had a great flow and style, but a 
s a programmer I 

wasn't amazed. 


> o Bump-mapping (shaddup your face, Colin H! :0) 

What does this mean?!? I know real time bump mapping would be tricky 
on a piss poor 30 MIPS processor, but do-able. Does Colin have some 
tips, using the GTE or something? 


W: AN AZ N. 


Net Yaroze newsgroups message dump.txt Page 7413 


Actually, Colin thought up a way of doing it using an 8 bit CLUT animation and pract 
ically zero CPU 

time, but neither of us have got around to implementing it - my claims of "I'll have 
it done 

tonight" have caused him to give me a bit of stick, and now he's accusing me of 'sub 
-contracting' 

the problem. Bump mapping is very rarely done in the 'realistic' way that a raytrace 
r might do it 

(1.8. calculating the normals and perturbing them, etc). If you check the sources av 
ailable, you'll 

probably find that a few clever applications of semi-trans textures would give an id 
entical effect. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Where there's a will, I want to be in it. 
——MESSAGE FILE 11179 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000296 


—-MESSAGE FILE 11180 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000297 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Wed, 30 Sep 1998 12:24:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <361214D9.4A7C1A31@hinge.mistral.co.uk> 
References: <360D2E59.C32F9DA@scee.sony.co.uk> 
NNTP-Posting-Host: d2-s3-97-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hey James - am I allowed to enter this? 
Here's one.... 


Environment mapped 1000 poly object + landscape, with orbiting flame lightsource(s) 
casting animated lighting (furnace/flame sort of thing) overlay with animation & mor 
PRING 22». 

ս. .1ո 640*480 mode. 


Craig. 


--MESSAGE FILE 11180 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000297 


—-MESSAGE FILE 11181 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000298 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Wed, 30 Sep 1998 12:35:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <3612177F.E71390C9@hinge.mistral.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <uww6omrqgw.fsf@cybec.com.au> <3612018 
3.343164DA@scee.sony.co.uk> 

NNTP-Posting-Host: d2-s3-97-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


>>> o Bump-mapping (shaddup your face, Colin H! :0) 


>> AAAAAAAAAAAAAAAAAAAAAAAAAAA 


Net Yaroze newsgroups message dump.txt 


> What does this mean?!? I know real time bump mapping would be tricky 
> on a piss poor 30 MIPS processor, but do-able. Does Colin have some 
> tips, using the GTE or something? 


VV V V 


> Actually, Colin thought up a way of doing it using an 8 bit CLUT animatio 
ctically zero CPU 

> time, but neither of us have got around to implementing it - my claims of 
ve it done 

> tonight" have caused him to give me a bit of stick, and now he's accusing 
ub-contracting' 

> the problem. Bump mapping is very rarely done in the 'realistic' way that 
cer might do it 

> (i.e. calculating the normals and perturbing them, etc). If you check the 
available, you'll 

> probably find that a few clever applications of semi-trans textures would 
identical effect. 


Demo style cheat for this one.... 


1) Load multiple pre-modified copies of the clut (how many depends on how r 
you 

want it to be). You'll want to write a quick routine to calculate these fr 
mp map 


texture for the main texture.... 
2A) Modify the CBA of the Bump mapped polygons to point to a clut using ind 
one component of the objects work matrix multiplied by the polygons face no 
or. 
2B) Cheat a bit, only rotate around one axis and index the CLUT directly fr 
tation. 


I assume that's how you were gonna do it James? Maybe not, but if you're on 
to 

get the effect in a demo (not a game), then you can afford to waste loads o 
ace 

to get the effect..... 


> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
Craig. 


—-MESSAGE FILE 11181 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00 


—-MESSAGE FILE 11182 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/ 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Wed, 30 Sep 1998 13:50:20 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <3612290C.6E26E7A7@scee.sony.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <361214D9.4A7C1A31@hinge.mis 
k> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Craig Graham wrote: 
> 


> Hey James - am I allowed to enter this? 


Yes, but I'll be looking at your program very closely with with a hex edito 
We want this to 
be fair, after all. 


Cheers, 


James 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 


== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


—-MESSAGE FILE 11182 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000299 


—-MESSAGE FILE 11183 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000300 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Wed, 30 Sep 1998 13:58:22 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <36122AEE.EF6FAC56@scee.sony.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <uww6émrqgw.fsf@cybec.com.au> <3612018 
3.343164DA@scee.sony.co.uk> <3612177F.E71390C9@hinge.mistral.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Craig Graham wrote: 
> 


> I assume that's how you were gonna do it James? 


Nope. It would require one CLUT, but would have to be dynamically created in main me 
mory, and the 

"Bump Map" semi-trans would have to be precalculated (only one required though). Whe 
n Colin gets 
around to finishing it (well, he's got to start it actually), or if I get the time t 
o finish it 

(HA!), I'll see if I can post the source. The trick is to imagine the 8-bit CLUT to 
be a 16x16 


grid... I've said too much. 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


——MESSAGE FILE 11183 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000300 


—-MESSAGE FILE 11184 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000301 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Tue, 13 Oct 1998 07:31:49 -0400 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <36233A25.63EC2748@datasys.net> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 133.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Sounds great! I'll work on something to enter... 


Hmmmmm... Seems like Future Crew is coming back... www.futurecrew.com. 
This should be REALLY interesting... 
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"Darco 
——MESSAGE FILE 11184 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000301 


——MESSAGE FILE 11185 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000302 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: screen saver sort of demo 

Date: 14 Oct 1998 23:19:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <Olbdf7c7$flfec480S016f6f6fefffaaasssttt> 
NNTP-Posting-Host: host5-99-59-189.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Well it is a screensaver demo coz DMA have one just like 
it on their site (oops). 
Thats what happens when Brian says go look at the site :-) 


If you fancy the code drop me a line but you'll be dissappointed...... 


Pete. 
|| Death is a non-maskable interrupt | | 
—--MESSAGE FILE 11185 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000302 


——MESSAGE FILE 11186 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000303 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Adventure Game Source 

Date: Fri, 23 Oct 1998 09:38:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36304eab.5765424@www.netyaroze-europe. com> 

References: <35F6B4C2.7772@mdx.ac.uk> <3608AFA8.1650@mdx.ac.uk> <3608C830.96388B69@s 
hell.jps.net> 

NNTP-Posting-—Host: 171-6-67.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Ive still had emails saying my source code doesnt work (or should I 
say the zip file) for adventure game. Finally got round to rezipping 
and putting it up again. it seems to work, so hopefully its ok. got no 
way to check though, but my brothers yaroze should arrive tomorrow, 
woohoo! 


username ~gerbil 


Rob 
—-MESSAGE FILE 11186 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000303 


—-MESSAGE FILE 11187 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000304 
Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Source code - House of Hair Out 

Date: 25 Oct 1998 20:26:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <memo.19981025202646.10313A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna24-09.compulink.co.uk 


Now you can download the source code to 'The House Of Hair Out'. 


You'll have to visit my ftp directory (and get 'code.zip'), because my 
home page seems to be corrupted - unless its just my browser. 
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Please tell me if you get an old home page with no 'code.zip' on it. 


I have some rudimentary documentation on the technique in readme.txt. 


I'll never get round to documenting the thing properly so I feel I may as 
well stick it up now, and let people look at the code. 


Jeff 


——MESSAGE FILE 11187 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000304 


--MESSAGE FILE 11188 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000305 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.mydemos, scee.yaroze.announce 

Subject: Re: Demo competition REMINDER - ONE MONTH TO GO 

Date: Fri, 30 Oct 1998 14:20:51 +0000 
Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <3639CB43.B7126D99@scee.sony.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.mydemos:305 scee.yaroze.announce:163 


REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 


=== Entries for the Demo Competition must be received by 11:59pm, Sunday Nov 29th 19 
98. === 


That gives you one month from today! You've had a month to contemplate ideas, so now 
is the 
time to start panicking and actually code it up. 


REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 
REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REMINDER REM 
INDER 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A male and his money are soon fools. 
—-MESSAGE FILE 11188 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000305 


——MESSAGE FILE 11189 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000306 
Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: SIOCONS compatible version of Pandoras Box 

Date: Mon, 09 Nov 1998 20:21:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <364740A5.B546E159@aol.com> 

NNTP-Posting-Host: 207-44-88.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 4939337727743BF002D0FDF0" 
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X-Mailer: Mozilla 4.02 [en] (Win95; I) 


4939337727743BF002D0FDF0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello All! 


Last weekend I really dirty trick game to my mind, how to make Pandoras 
Box SIOCONS compatible 

(see CodeWarroir thread). All people who do not have the PsCommUtil can 
now also play the game. 

Download Pandoras Box at my site. Comments are laways welcomed. 


4939337727743BF002D0FDF0 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello All! 


<P>Last weekend I really dirty trick game to my mind, how to make Pandoras 

Box SIOCONS compatible 

<BR> (see CodeWarroir thread). All people who do not have the PsCommUtil 

can now also play the game. 

<BR>Download Pandoras Box at my <A HREF="http://www.netyaroze-europe.com/~cplverig"> 
site</A>. 

Comments are laways welcomed.</HTML> 


4939337727743BF002D0FDF0-- 


——MESSAGE FILE 11189 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000306 


—-MESSAGE FILE 11190 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000307 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Plasma Demo 

Date: Fri, 13 Nov 1998 18:29:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <72hu2b$5bg16@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-99.ytterbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


Just kicking around ideas for James R's compo and came up 
with an extremely low res/slow plasma effect :-( 


oh well its only 3K so download it anyways :-) 
I'll upload a better one in a few days..... 


~peterd 


Pete. 


--MESSAGE FILE 11190 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000307 


——MESSAGE FILE 11191 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000308 
Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Cyclone 

Date: 15 Nov 1998 15:39:51 GMT 
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Organization: http://www.netyaroze-europe.com/~imilco/ 
Lines: 6 

Message-ID: <0Olbel0ad$bd6d5c00$5£f3163c3@hanno> 
NNTP-Posting-Host: host5-99-49-95.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


I've uploaded a demo of Cyclone on my ftp, 


it can be used as a serial file server for the yaroze (when I've uploaded 
the library). 


Pete. 
——MESSAGE FILE 11191 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000308 


——MESSAGE FILE 11192 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000309 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone 

Date: Sun, 15 Nov 1998 20:46:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <364F3DBD.A2DD3FEA@hinge.mistral.co.uk> 
References: <Olbel0ad$bd6d5c00$5f3163c3@hanno> 
NNTP-Posting-Host: d2-s29-123-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Pete wrote: 
I've uploaded a demo of Cyclone on my ftp, 


> 
> 
> it can be used as a serial file server for the yaroze (when I've uploaded 
> the library). 

Now that's useful. I'll integrate the lib (when you upload it) with my ARS 
libraryso code done for ARS can be switched to serial without changing any 
code. 

(on a build switch, or maybe as a selectable option on startup). 


> Pete. 
Excellent. 


Craig. 


—-MESSAGE FILE 11192 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000309 


—-MESSAGE FILE 11193 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000310 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone 

Date: Sun, 15 Nov 1998 21:03:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <364F4190.638442CF@hinge.mistral.co.uk> 

References: <Olbel0adS$bd6d5c00S5f3163c3@hanno> <364F3DBD.A2DD3FEA@hinge.mistral.co.u 
k> 

NNTP-Posting-Host: d2-s29-123-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Oh yeah - and are you going to release the source to the PC end server as well? 
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I did release the source to ARS PC & PSX sides and it made it easier for other 
people to add support for the fileserver into their stuff (eg. Steve Dunns 
NiceARS 

NT fileserver and Maurice Sibrandi's Yaroze Master IDE with AR fileserver and 
serial SIOCONS emulation). 


It'd be nice if Cyclone could become a standard serial server protocol..... 


Craig. 


——MESSAGE FILE 11193 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000310 


—-MESSAGE FILE 11194 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000311 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone 

Date: 16 Nov 1998 09:40:44 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 16 

Message-ID: <72orusSp0d1@chuka.playstation.co.uk> 
References: <Olbel0ad$bd6d5c00$5f3163c3@hanno> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


I tried it out and found it to be most excellent. 
Great work Pete! 


George 


In article <01lbel0adSbd6d5c00$5f3163c3@hanno>, hanno@btinternet.com says... 
> 
>I've uploaded a demo of Cyclone on my ftp, 

> 

>it can be used as a serial file server for the yaroze (when I've uploaded 
>the library). 

> 

>Pete. 


—-MESSAGE FILE 11194 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000311 


—-MESSAGE FILE 11195 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000312 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone 

Date: Mon, 16 Nov 1998 11:43:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36500FDC.FAF15CO0O8@hinge.mistral.co.uk> 

References: <Olbel0adS$bd6d5c00S5f3163c3@hanno> <72orus$p0dl@chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s8-164-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 


> I tried it out and found it to be most excellent. 
> Great work Pete! 


Unfortunately, it doesn't seem to like my setup....(I get my come-up-ance here 
as loads of people have said the same 
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about some of my programs). 
I get the message: 


openning serial ports....ports cannot be opened. 
shut down all other applications and re-run Cyclone. 


Funny, as nothings using the serial ports at that point (and they work 
from everything else)..... 


Craig. 


——MESSAGE FILE 11195 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000312 


——MESSAGE FILE 11196 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000313 

Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone 

Date: 16 Nov 1998 12:51:24 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 

Lines: 27 

Message-ID: <01be115f£$5b4582c0Sb7faabc3@hanno> 

References: <Olbel0adS$bd6d5c00S5f3163c3@hanno> <72orus$p0dl@chuka.playstation.co.uk> 
<36500FDC.FAF15CO8@hinge.mistral.co.uk> 

NNTP-Posting-Host: host5-171-250-183.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Unfortunately, it doesn't seem to like my setup....(I get my come-up-ance 
here 

> as loads of people have said the same 

> about some of my programs). 

> 

> I get the message: 

> 

> openning serial ports....ports cannot be opened. 

> shut down all other applications and re-run Cyclone. 

> 

> Funny, as nothings using the serial ports at that point (and they work 
> from everything else)..... 

> 

> Craig. 


If the serial port's ՇՔ02 interrupt cannot be enabled, Cyclone assumes the 
port is being used by another program. If there's a better way of checking 
this I'd like to hear it as my knowledge of such things is pretty limited. 


I've tried Cyclone in Win95 and MSDOS without problems, and only get the 
above message when another program in Win95 is making use of the ports. 


Pete. 


—--MESSAGE FILE 11196 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000313 


—-MESSAGE FILE 11197 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000314 
Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone 

Date: 16 Nov 1998 12:51:38 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 

Lines: 8 

Message-ID: <01lbe115fS62f76ba0Sb7 faabc3@hanno> 

References: <Olbel0adS$bd6d5c00S5f3163c3@hanno> <72orusS$p0dl@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-250-183.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 
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> I tried it out and found it to be most excellent. 
> Great work Pete! 

> 

> George 

Thanks George, I'm glad it worked for someone :) 


Pete. 
—--MESSAGE FILE 11197 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000314 


--MESSAGE FILE 11198 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000315 
Path: chuka.playstation.co.uk!news 

From: "David Worswick" <dave.worswick@sale.amec.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Penguin X 

Date: Tue, 17 Nov 1998 10:02:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <72rhgcSdvm5@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203-205-232.ipt.aol.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


PAL version of Penguin X is available now from 


http://www.netyaroze-europe.com/~monster 


Dave W. 


——MESSAGE FILE 11198 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000315 


——MESSAGE FILE 11199 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000316 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298RCS@tay.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Tue, 17 Nov 1998 17:09:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <72saigSdvm7@chuka.playstation.co.uk> 
References: <72rhgcSdvm5@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3152.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Fisrt it's Mr Frosty now Dave W. Perhaps it's a new illness going around??? 
Better register with a doctor before I get Penguinitis. 


I know for a bit of variety, I'll create a Polar Bear game. Eureka. 
Bye all, 
Bob 


BTW - Please dont take this the wrong way, just a bit of fun, noticing 
trends with NY members. Look on the bright side at least it not sheep, then 
I would be worried <grin> 

>PAL version of Penguin X is available now from 

> 

>http://www.netyaroze-europe.com/~monster 

> 

> 

>Dave W. 

> 

> 
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——MESSAGE FILE 11199 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000316 


—-MESSAGE FILE 11200 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000317 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Tue, 17 Nov 1998 19:41:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <72sjvgSdvm9@chuka.playstation.co.uk> 

References: <72rhgcS$dvm5@chuka.playstation.co.uk> <72saigS$dvm7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 195.232.31.86 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


ROBERT C SHAND <298RCS@tay.ac.uk> wrote in message >BTW - Please dont take 
this the wrong way, just a bit of fun, noticing 

>trends with NY members. Look on the bright side at least it not sheep, 
then 

>I would be worried <grin> 


And what, may I ask, is wrong with Sheep? 


Admitedly I have been asked if I am welsh several times & worse 
but its Bob the Border collie who is the star - the sheep are just 
extras, and no I don't own green wellies. 


Nick S 


Owls not badgers 


—-MESSAGE FILE 11200 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000317 


—-MESSAGE FILE 11201 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000318 
Path: chuka.playstation.co.uk!news 

From: "Pete" <hanno@btinternet .com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Cyclone's psx library 

Date: 18 Nov 1998 11:11:28 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 
Lines: 8 

Message-ID: <01be12e3$b4b528805$233163c3@hanno> 
NNTP-Posting-Host: host5-99-49-35.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


If you're interested in PC file access from within your on playstation 
applications, check out the library I've put up on my ftp. 


Dos/Win95 only though methinks.. 
http://www.netyaroze-europe.com/~imilco/ 


Pete. 
--MESSAGE FILE 11201 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000318 


—-MESSAGE FILE 11202 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000319 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Wed, 18 Nov 1998 14:50:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
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Message-ID: <72umn6Solq3@chuka.playstation.co.uk> 

References: <72rhgcS$dvm5@chuka.playstation.co.uk> <72saigS$dvm7@chuka.playstation.co. 
uk> <72sjvgS$dvm9@chuka.playstation.co.uk> 

NNTP-Posting-Host: co3159.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>And what, may I ask, is wrong with Sheep? 
Scurvy, ticks and stupidity. 


> 
>Admitedly I have been asked if I am welsh several times & worse 


What do you mean worse?? 


>but its Bob the Border collie who is the star - the sheep are just 
>extras, and no I don't own green wellies. 


Be careful, I know some people who work for the RSPCA. They don't take 
these things lying down you know. For both border collies and sheep you 


have to kneel <grin> ( Or so I've heard) 
> 

> 

>Nick S 

> 


>Owls not badgers 


But you can't have an owl parade (Ch4 HH) 


Bob 


—--MESSAGE FILE 11202 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000319 


—-MESSAGE FILE 11203 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000320 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 

Date: Wed, 18 Nov 1998 16:13:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <3652F243.6D2CF054@hinge.mistral.co.uk> 
References: <0O1be1l2e3$b4b52880$233163c3@hanno> 
NNTP-Posting-Host: d2-s52-146-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Pete wrote: 


If you're interested in PC file access from within your on playstation 
applications, check out the library I've put up on my ftp. 


Dos/Win95 only though methinks.. 


V V V V V V 


http://www.netyaroze-europe.com/~imilco/ 


I notice you don't include the library source - just the pre-built libs 
: (Shame on you....... 


> Pete. 
It'd be nice if you posted the source to the server & the lib - saves me 


havingto reverse engineer the protocol just to do a patch on the server 
(seems to dislike 
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running after anything else has used the serial port, but works ok if it's 

you run it 

before anything else (eg. CW debugger, Dial Up Networking, 

Hyperterminal)). 

Nice work though...... 


Craig. 


Archive index: 

Read_Long in sendrec.o 
cyc_close in cycfcntl.o 
psx_exit in cycfcntl.o 
cyc_read in cycfcntl.o 
Reply_Test in sendrec.o 
Read_Header in sendrec.o 
cyc_creat in cycfcntl.o 
Send_Command in sendrec.o 
Send_Header in sendrec.o 
cyc_eof in cycfcntl.o 
sio_close in cycfcntl.o 
port_fd in cycfcntl.o 
Send_Text_Str in sendrec.o 
cyc_open in cycfcntl.o 
cyc_tell in cycfcntl.o 
cyc_write in cycfcntl.o 
sio_open in cycfcntl.o 
cyc_system in cycfcntl.o 
cyc_unlink in cycfcntl.o 
Read_Text_Str in sendrec.o 
Send_Text in sendrec.o 
Send_Reply in sendrec.o 
Send_Long in sendrec.o 
Read_Text in sendrec.o 
cyc_lseek in cycfcntl.o 
Read_Reply in sendrec.o 


sendrec.o: 


00000040 T Read_Header 
00000634 T Read_Long 
00000758 T Read_Reply 
00000000 T Read_Text 
0000015c T Read_Text_Str 
0000092c T Reply_Test 
00000858 T Send_Command 
000002e4 T Send_Header 
00000528 T Send_Long 
000007d4 T Send_Reply 
00000280 T Send_Text 
0000036Շ T Send_Text_Str 
00000000 N __gnu_compiled_c 
00000000 N gcc2_compiled. 

U port_fd 

U read 

U strcmp 

Ս strcpy 

U strlen 

U write 
cycfcntl.o: 

U EnterCriticalSection 

U ExitCriticalSection 

U Read_Long 

U Read_Reply 

U Send_Command 

U Send_Long 

U Send_Reply 

U Send_Text 
00000000 N __gnu_compiled_c 

U close 
00000184 T cyc_close 
00000180 T cyc_creat 
00000408 T cyc_eof 
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00000258 T cyc_lseek 
0000010c T cyc_open 
0000046c T cyc_read 
00000340 T cyc_system 
000003a4 T cyc_tell 
000002dc T cyc_unlink 
000006bc T cyc_write 

U format 
00000000 N gcc2_compiled. 

U ioctl 

U open 
00000004 C port_fd 
000000dc T psx_exit 

U read 
000000a8 T sio_close 
00000000 T sio_open 

U write 


——MESSAGE FILE 11203 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000320 


—-MESSAGE FILE 11204 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000321 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Thu, 19 Nov 1998 00:28:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <72vp65Solq5@chuka.playstation.co.uk> 

References: <72rhgcSdvm5@chuka.playstation.co.uk> <72saigSdvm7@chuka.playstation.co. 
uk> <72sjvgSdvm9@chuka.playstation.co.uk> <72umn6Solq3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.232.123.96 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


All I'm going to say is that I liked PenguinX Dave, very Pengo! 
Could do with a few more sheep IMHO. 


cheers 


Nick S 


——MESSAGE FILE 11204 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000321 


—-MESSAGE FILE 11205 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000322 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.mydemos 

Subject: Argh, what day is it? 

Date: 19 Nov 1998 18:26:13 +1100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Sender: THutton@TECH10 

Message-ID: <upvakilnu.fsf@cybec.com.au> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


How can it be the middle of November already? I've had this thing for 
11 months now, and have about two months of work done to show for it. 
Nothing actually finished, just snippets of code here and there, 
dammit. 


How many of you guys are working full time as programmers? I'll work 
all day, get home about 7-8pm after sitting in front of a PC for 8-9 
hours programming and to be honest, the last thing I want to do then 
is more programming. I'd rather relax and *play* the PSX, or my 
guitar or watch telly... And these days I'm out about five nights a 
week, so I get a couple of nights a week to Yaroze when I don't feel 
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like it or the weekend, when I want to be out (we're approaching 
summer here in Australia). 


Oh well, doesn't look like I'll have anything for James' demo 
comp. ready, only have a simple effect for behind credits and quarter 
of a 3D thing done. Bugger. Bloody slacker. 


Anyway... 


Toby. 
——MESSAGE FILE 11205 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000322 


——MESSAGE FILE 11206 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000325 
Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 

Date: Thu, 19 Nov 1998 17:37:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <731ktaSolq7@chuka.playstation.co.uk> 

References: <01be12e3$b4b52880$233163c3@hanno> <3652F243.6D2CF054@hinge.mistral.co.u 
k> <01be13b1$1982e360$763163c3@hanno> <36544587.1C70EC80@hinge.mistral.co.uk> 
NNTP-Posting-Host: co3151.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Not wanting to get too involved, but here is my bit. 


Come on, this is not in the spirit of NY. We all have disagreements now and 
again. Come on you two, make up, there is no point in fighting about who 
did what, who is better than who, and who has the biggest dick. BTW - It's 
me ;-) 


Bob 


—-MESSAGE FILE 11206 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000325 


—--MESSAGE FILE 11207 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000326 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 

Date: Thu, 19 Nov 1998 17:57:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <36545C1C.8EA3EE1C@hinge.mistral.co.uk> 

References: <01be12e3$b4b52880$233163c3@hanno> <3652F243.6D2CF054@hinge.mistral.co.u 
k> <01be13b1$1982e360$763163c3@hanno> <36544587.1C70EC80@hinge.mistral.co.uk> <731kt 
aSolq7@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s8-40-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ROBERT C SHAND wrote: 


> Not wanting to get too involved, but here is my bit. 
> 
> Come on, this is not in the spirit of NY. We all have disagreements now and 


He started it....he called me names....accused me of wanting to plagiarise his 
work 
(haven't we seen this topic before). The spirit of NY is sharing..... in the 


spirit of that 

I think I'll back this thread up with by releasing the source to next version of 
RsdANIM 

(if I ever do another release). 
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> again. Come on you two, make up, there is no point in fighting about who 


I don't want to make up - he can stick it where it don't shine (reserved enough 
languageJames?)..... 


> did what, who is better than who, and who has the biggest dick. BTW - It's 
> me չ-) 


BU es cores as I have been informed that Sony have pulled the message(s) that 
Rob's reffering to (and folks may or may not have seen it). 


Peter Armstrong reckons I'm a "lamer" who wants to rip off his fileserver code. 


My a little over the top, must make public apology for use of strong language, 
saying he has no mates, conjecturing about the size of his genitalia and casting 


doubt on his behaviour with his father. I do of course apologise in full to 
anyone 
I may have offended, and retract any comments to do with the above subjects. 


> Bob 
I still think not releasing source to simple utility libraries is silly though. 
What's he 


plan to do - try and flog the technology to someone? Ha ha ha ha..... 


Craig. 
ek ests laughing all the way to the bank..... 


—-MESSAGE FILE 11207 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000326 


—-MESSAGE FILE 11208 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000327 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 

Date: Thu, 19 Nov 1998 18:02:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <36545D37.57143F50@hinge.mistral.co.uk> 

References: <01be12e3$b4b52880$233163c3@hanno> <3652F243.6D2CF054@hinge.mistral.co.u 
k> <01be13b1$1982e360$763163c3@hanno> <36544587.1C70EC80@hinge.mistral.co.uk> <731kt 
aSolq7@chuka.playstation.co.uk> <36545C1C. 8EA3EE1C@hinge.mistral.co.uk> 
NNTP-Posting-Host: d1-s8-40-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-T 


Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 
> My a little over the top, must make public apology for use of strong language, 
Line above, should read - "My reply was a little over the top, so I must make..... 


Craig. 


—-MESSAGE FILE 11208 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000327 


—-MESSAGE FILE 11209 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000328 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 


Net Yaroze newsgroups message dump.txt Page 7429 


Date: Thu, 19 Nov 1998 18:56:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <731lps0Solq8@chuka.playstation.co.uk> 

References: <01be12e3$b4b52880$233163c3@hanno> <3652F243.6D2CF054@hinge.mistral.co.u 
k> <01be13b1$1982e360$763163c3@hanno> <36544587.1C70EC80@hinge.mistral.co.uk> <731kt 
aSolq7@chuka.playstation.co.uk> <36545C1C. 8EA3EE1C@hinge.mistral.co.uk> 
NNTP-Posting-Host: modem-39.sulfur.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I should point out I haven't seen the removed messages..... 


[Craig said this] 
{It'd be nice if you posted the source to the server & the lib - saves me 
havingto reverse engineer the protocol just to do a patch on the server} 


Hmm maybe it was this that annoyed Pete so much in the first place the 
idea that whether he uploaded the source for his project or not was 
immaterial to you you were going to use his stuff come hell or 

(by use I mean integrate into your own work) 


and I cant see it being relevant that you had done similar stuff 
commercially 


Lamer - yup prolly to strong a word to be directed at the vast majority of 
Yarozers. Shame on you Pete... 


various nasties - geez Craig didnt you realise it was Pete's plan to get 
more 


hits on his web counter, seriously though you 
got amazingly 
stroppy over the initial post. 


Whats it to do with me - sod all really just an opinion - 


Oh yeh why do you insist on making remarks about your salary coz lets face 
it 

you aint earning that much or you wouldn't mention it 

(just my bit to get hits on my page ;-) 


Pete. 
~peterd 


——MESSAGE FILE 11209 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000328 


—-MESSAGE FILE 11210 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000329 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 

Date: Thu, 19 Nov 1998 20:44:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <36548324.1C03B849@hinge.mistral.co.uk> 

References: <01be12e3$b4b52880$233163c3@hanno> <3652F243.6D2CF054@hinge.mistral.co.u 

k> <01be13b1$1982e360$763163c3@hanno> <36544587.1C70EC80@hinge.mistral.co.uk> <731kt 

aSolq7@chuka.playstation.co.uk> <36545C1C.8EA3EE1C@hinge.mistral.co.uk> <73lps0$01q8 

@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s10-104-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Transfer-Encoding: 7bit 


Content—-T 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Peter Dollochan wrote: 


> I should point out I haven't seen the removed messages..... 
> 


> [Craig said this] 
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> {It'd be nice if you posted the source to the server & the lib - saves me 
> havingto reverse engineer the protocol just to do a patch on the server} 


Actually, Craig said this: 


"It'd be nice if you posted the source to the server & the lib - saves me 
havingto reverse engineer the protocol just to do a patch on the server 
(seems to dislike running after anything else has used the serial port, 
but works ok if it's you run it before anything else (eg. CW 

debugger, Dial Up Networking, Hyperterminal)). 

Nice work though...... Ա 


Hmm maybe it was this that annoyed Pete so much in the first place the 
idea that whether he uploaded the source for his project or not was 
immaterial to you you were going to use his stuff come hell or 

(by use I mean integrate into your own work) 


V V V V 


What I said was do a patch on the server to fix it's problem with openingthe 
serial ports after CodeWarrior has been run. Never mentioned my own 
stuff in the post that got Pete's mad up. 


> and I cant see it Dbeing relevant that you had done similar stuff 
> commercially 


My point was, I wasn't trying to rip off how the serial ports work(I know 
already). 


got amazingly 


> Lamer - yup prolly to strong a word to be directed at the vast majority of 
> Yarozers. Shame on you Pete... 

> 

> various nasties - geez Craig didnt you realise it was Pete's plan to get 

> more 

> hits on his web counter, seriously though you 
> 

> 


stroppy over the initial post. 


Didn't someone else get stressed at the accusation of Plagiarism? I thinkI was 
on the side of "let things go free, at least here..." in that one. 


> Whats it to do with me - sod all really just an opinion - 

All opinions welcome...... 

Օհ yeh why do you insist on making remarks about your salary coz lets face 
ՀԱ aint earning that much or you wouldn't mention it 

(just my bit to get hits on my page ;-) 


V V V V 


I didn't say how much it was, or why I was laughing at it ;) 
> Pete. 


Craig. 


——MESSAGE FILE 11210 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000329 


—-MESSAGE FILE 11211 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000330 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Thu, 19 Nov 1998 23:49:13 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36551EF9.58D1@dial.pipex.com> 

References: <72rhgcSdvm5@chuka.playstation.co.uk> <72saigS$dvm7@chuka.playstation.co. 
uk> <72sjvgSdvm9@chuka.playstation.co.uk> <72umn6Solq3@chuka.playstation.co.uk> <72v 
p65$olq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: usern827.uk.uudial.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Nick Slaven wrote: 

> 

> All I'm going to say is that I liked PenguinX Dave, very Pengo! 
> Could do with a few more sheep IMHO. 


Hmmm, good idea Nick. Perhaps you should do a game called 'SheepXXX' (triple X rated 
, that is :) 


> 
> cheers 

> 

> Nick S 

——MESSAGE FILE 11211 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000330 


—-MESSAGE FILE 11212 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000331 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Argh, what day is it? 

Date: Fri, 20 Nov 1998 01:00:22 -0800 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <36552FA6.8F786D6E@shell.jps.net> 

References: <upvakilnu.fsf@cybec.com.au> 

NNTP-Posting-Host: svalliap-isdn4.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Toby Hutton wrote: 

Liss] 
How many of you guys are working full time as programmers? I'll work 
all day, get home about 7-8pm after sitting in front of a PC for 8-9 
hours programming and to be honest, the last thing I want to do then 
is more programming. I'd rather relax and *play* the PSX, or my 
guitar or watch telly... And these days I'm out about five nights a 
week, so I get a couple of nights a week to Yaroze when I don't feel 
like it or the weekend, when I want to be out (we're approaching 
summer here in Australia). 


Pesel 


VVVVVVVV 


[ must be just getting old. I used to be able to code all night long 
and only get 4 hours sleep and still function like a normal human 
being the next day. I program all day writing CGIs and stuff and when 
I get home, more programming isn't exactly so relaxing anymore. ՀՔ 

I have maybe about 2-4 hours available for the Yaroze per week now. 
That leaves the couple of projects I'm working on in a very incomplete 
state. 


I'd love to use up some vacation time and do nothing but program 
Yaroze, but being realistic I can't do that. *sigh* Maybe during the 


coming holidays. So, you're not alone in this. :) 

Mata ne, Redes bless 
- e! £ sot tenchi@shell.jps.net Wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 

(Tenchikun) sts http://www. jps.net/tenchi 


——MESSAGE FILE 11212 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000331 


——MESSAGE FILE 11213 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000332 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-—design.com> 

Newsgroups: scee.yaroze.mydemos 
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Subject: Re: Penguin X 

Date: Fri, 20 Nov 1998 17:02:08 +0000 
Organization: DMA Design Ltd 

Lines: 14 

Message-ID: <3655A08F.18BF@dma-—design.com> 
References: <72rhgcS$dvm5@chuka.playstation.co.uk> <72saigS$Sdvm7@chuka.playstation.co. 
uk> <72sjvgSdvm9@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Slaven wrote: 
> 


> And what, may I ask, is wrong with Sheep? 


Certain DMA staff & company founders believe that sheep are inherently 
funny & adding them to any game/project instantly makes that 
game/project much better... 


<grumble> 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
——MESSAGE FILE 11213 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000332 


--MESSAGE FILE 11214 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000333 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Sat, 21 Nov 1998 17:52:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <736vq0Sekm9@chuka.playstation.co.uk> 

References: <72rhgcSdvm5@chuka.playstation.co.uk> <72saigSdvm7@chuka.playstation.co. 
uk> <72sjvgSdvm9@chuka.playstation.co.uk> <72umn6Solq3@chuka.playstation.co.uk> ՀԶՄ 
p65Solq5@chuka.playstation.co.uk> <36551EF9.58D1@dial.pipex.com> 

NNTP-Posting-Host: mfs-pci-bqk-vty15.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Chris Chadwick wrote in message <36551EF9.58D1@dial.pipex.com>... 
>Hmmm, good idea Nick. Perhaps you should do a game called 'SheepXxXxX' 
(triple X rated, that is :) 


I was thinking more along the lines of SheepXXXX (the ovine lager drinking 
sim) 


cheers 


Nick S 


—--MESSAGE FILE 11214 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000333 


—-MESSAGE FILE 11215 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000334 
Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Sat, 21 Nov 1998 17:58:30 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <736vqlSekm10@chuka.playstation.co.uk> 

References: <72rhgcS$dvm5@chuka.playstation.co.uk> <72saigSdvm7@chuka.playstation.co. 
uk> <72sjvgSdvm9@chuka.playstation.co.uk> <3655A08F.18BF@dma-—design.com> 
NNTP-Posting-Host: mfs-pci-bqk-vty15.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Brian Baird wrote in message <3655A08F.18BF@dma-design.com>... 

>Certain DMA staff & company founders believe that sheep are inherently 
>funny & adding them to any game/project instantly makes that 
>game/project much better... 


I totally agree, Look at Spacestation Silicon Valley! 
Cheers 
Nick Տ 


ps. are there any sheep in GTA ?? 


—-MESSAGE FILE 11215 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000334 


——MESSAGE FILE 11216 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000335 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Penguin X 

Date: Sat, 21 Nov 1998 19:44:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7375fpSekm11@chuka.playstation.co.uk> 

References: <72rhgcS$dvm5@chuka.playstation.co.uk> <72saigSdvm7@chuka.playstation.co. 
uk> <72sjvgSdvm9@chuka.playstation.co.uk> <3655A08F.18BF@dma-design.com> <736vql$ekm 
10@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-84.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>Certain DMA staff & company founders believe that sheep are inherently 
>>funny & adding them to any game/project instantly makes that 
>>game/project much better... 

> 

>I totally agree, Look at Spacestation Silicon Valley! 


Indeed. Still one of my favourite animals in the game, after the 
helicopter-bunny things..! Do I detect dissent in the DMA ranks there, 
Brian? ;-) 


>ps. are there any sheep in GTA ?? 


Or Body Harvest? Any big, mutated alien sheep perhaps? I'm still on the 
Java level, despite owning the game for 2 weeks... :-( I must be losing 
my gameplaying ability, and I've got to get some more of BH done before 
Zelda arrives in my mailbox next week. Aaargh! This is why my next 
Yaroze project is proceeding s-l-o-w-l-y, BTW... 


Nick "what university work?" F 


http://www.saqnet.co.uk/users/nickf 
http://www.netyaroze-europe.com/~rookiel 
+++++++++++++++++++++++++++++++++++ 
"Safe!" 
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— Tanvir Khan, 1998 


—-MESSAGE FILE 11216 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000335 


--MESSAGE FILE 11217 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000336 
Path: chuka.playstation.co.uk!news 

From: gerboa@hotmail.com (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: new demo from darco 

Date: Sun, 22 Nov 1998 23:41:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3658a040.920512@www.netyaroze-europe. com> 
NNTP-Posting-Host: usero214.uk.uudial.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


There is a pal version of Darco's latest project up on my site so us 
SCEE people can have a ganders. Address is :- 


http: //www.netyaroze-europe.com/~middex2/ftp/sede_pal.zip 
hurrah for finally receiving my emails! 
Rob (note I should also have sorted out the posting signiture as well, 


wow) 
—-MESSAGE FILE 11217 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000336 


—-MESSAGE FILE 11218 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000337 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: new demo from darco 

Date: Mon, 23 Nov 1998 00:07:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3658A754.FC5@manc.u-net.com> 

References: <3658a040.920512@www.netyaroze-europe.com> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Robert Swan wrote: 
> http://www.netyaroze-europe.com/~middex2/ftp/sede_pal.zip 


It has an air of Abe's Oddessey about it don't you reckon, with 

a touch of Dog Tale and a dash of Gas Girl (without the methane) ;) 
I got the (NTSC) version from the SCEE mirror site earlier (latest 
version) but on the page there was no mention of a PAL version. 
Does anyone actually know (at Sony) exactly when/how often mirrors 
are updated? Robadob? :-) 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 11218 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000337 


—-MESSAGE FILE 11219 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000338 
Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Argh, what day is it? 
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Date: Mon, 23 Nov 1998 12:59:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <36595C27.684B6E07@easynet.co.uk> 
References: <upvakilnu.fsf@cybec.com.au> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Toby Hutton wrote: 


How can it be the middle of November already? I've had this thing for 
11 months now, and have about two months of work done to show for it. 
Nothing actually finished, just snippets of code here and there, 
dammit. 

How many of you guys are working full time as programmers? I'll work 
all day, get home about 7-8pm after sitting in front of a PC for 8-9 
hours programming and to be honest, the last thing I want to do then 
is more programming. I'd rather relax and *play* the PSX, or my 
guitar or watch telly... And these days I'm out about five nights a 


week, so I get a couple of nights a week to Yaroze when I don't feel 
like it or the weekend, when I want to be out (we're approaching 
summer here in Australia). 


Oh well, doesn't look like I'll have anything for James' demo 
comp. ready, only have a simple effect for behind credits and quarter 
of a 3D thing done. Bugger. Bloody slacker. 


VVVVVVVVVVVVVV VV VV 


I wouldn't be ashamed about it. I'm in exactly the same position. In fact, 
I'm more of a slacker as for the past 6 weeks I've been working part-time 
(3 days a week) so in theory had 2 full days to do Yaroze stuff. Instead, 
I spent the time writing music and other stuff. I did do a bit of work on 
my 2D Spyhunter game but have pretty much abandoned the project now. 


It's not healthy to spend your whole day coding. I doubt anyone's sanity 
who can code at work all day and then come home and code :) 


Phil 


——MESSAGE FILE 11219 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000338 


——MESSAGE FILE 11220 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000339 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: DEMO COMPETITION ANNOUNCEMENT 

Date: Mon, 23 Nov 1998 20:02:13 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <3659BF45.F0E84C14@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3038 scee.yaroze.mydemos: 
33.9. 


"In a clear display of tyranny and merciless dictatorship over his Fantabulous Demo 

Competition, and 

as a blatent attempt to win the 1998 Nobel Prize for Moving the Goalposts, Sir James 
"Il Duce" 

Russell today announced that entrants to the aforementioned Fantabulous Demo Competi 

tion would have 

to SUBMIT THEIR SOURCE CODE. 
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Have no fear (unless I say so), the source code would not go any further than James 
"The Eggman' R's 

computer. This requirement is to ensure a fairer competition, as I'm sure you'd all 
agree. Anyone 

who doesn't agree can come and see me and my pet tiger 'Bunny' in my dungeon. Bring 
a spare pair of 

trousers. And limbs." 


Yours sincerely, 


Idi Amin, 
Public Relations Consultant and King of Scotland. 


(Sir Russell apologises for the use of shouting in the subject header, but a tyrant' 
s got to show 
his authority, you know) 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


C++ programmers do it with private members and public objects. 
—-MESSAGE FILE 11220 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000339 


—-MESSAGE FILE 11221 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000340 
Path: chuka.playstation.co.uk!news 

From: gerboa@hotmail.com (Robert Swan) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Mon, 23 Nov 1998 22:36:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3659e297.30719352@www.netyaroze-europe. com> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> 

NNTP-Posting-Host: p66s13a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3039 scee.yaroze.mydemos: 
340 


That James is a miserable sod, aint he? Let me explain... 


Today (monday) I started my new job at Sony which I didnt tell anyone 
about for fear of me being involved in some huge prank or something 
and in fact Id be jobless. So now I have full access to the 
professional development libs just in time for his demo compo, and 
then he demands source code. It aint fair (sob). I mean, I ran a test 
today and you can draw 10 times as much with the pro kit (only 
kidding!). Anyway, now this means that my new email (apart from 
gerboa@hotmail.com) is now 


Robert_Swan@playstation.sony.com 
cool, huh? 


On Mon, 23 Nov 1998 20:02:13 +0000, James Russell 

<James_Russell@scee.sony.co.uk> wrote: 

>Russell today announced that entrants to the aforementioned Fantabulous Demo Compet 
ition would have 

>to SUBMIT THEIR SOURCE CODE. 


btw, James couldnt get the dev kit to read a cd today. Im not sure he 
knows what he is doing :) 
--MESSAGE FILE 11221 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000340 


—-MESSAGE FILE 11222 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000341 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Mon, 23 Nov 1998 19:13:17 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <73d1t6$r842@scea> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> <3659e297.30719352@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: sud-tcsl-port110.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3041 scee.yaroze.mydemos: 
341 


Congratulations Robert..... 


Keep us up to date with what your doing over there.. 


Robert Swan wrote in message <3659e297.30719352@www.netyaroze-europe.com>... 
>That James is a miserable sod, aint he? Let me explain... 

> 

>Today (monday) I started my new job at Sony which I didnt tell anyone 
>about for fear of me being involved in some huge prank or something 

>and in fact Id be jobless. So now I have full access to the 

>professional development libs just in time for his demo compo, and 


>then he demands source code. It aint fair (sob). I mean, I ran a test 
>today and you can draw 10 times as much with the pro kit (only 
>kidding!). Anyway, now this means that my new email (apart from 
>gerboa@hotmail.com) is now 

> 

>Robert_Swan@playstation.sony.com 

> 

>cool, huh? 

> 


>On Mon, 23 Nov 1998 20:02:13 +0000, James Russell 
><James_Russell@scee.sony.co.uk> wrote: 

>>Russell today announced that entrants to the aforementioned Fantabulous 
Demo Competition would have 

>>to SUBMIT THEIR SOURCE CODE. 

> 

>btw, James couldnt get the dev kit to read a cd today. Im not sure he 
>knows what he is doing :) 


—-MESSAGE FILE 11222 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000341 


—-MESSAGE FILE 11223 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000342 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Tue, 24 Nov 1998 10:09:02 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <365A85BE.DBAD3EA0@hinge.mistral.co.uk> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> 

NNTP-Posting-Host: d2-s11-105-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3046 scee.yaroze.mydemos: 
342 


James Russell wrote: 


> "In a clear display of tyranny and merciless dictatorship over his Fantabulous Dem 
o Competition, and 

> as a blatent attempt to win the 1998 Nobel Prize for Moving the Goalposts, Sir Jam 
es "Il Duce" 
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> Russell today announced that entrants to the aforementioned Fantabulous Demo Compe 
tition would have 
> to SUBMIT THEIR SOURCE CODE. 


He he he he........... 


Have no fear (unless I say so), the source code would not go any further than Jame 
'The Eggman' R's 

computer. This requirement is to ensure a fairer competition, as I'm sure you'd al 
agree. Anyone 


PVH V 


You're just looking for a trick you can pass off to Colin as your own ;) 


> Idi Amin, 
> Public Relations Consultant and King of Scotland. 


Craig. 
(great idea, I'm all for it, etc) 


——MESSAGE FILE 11223 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000342 


—-MESSAGE FILE 11224 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000343 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.mydemos 

Subject: another plasma thingy 

Date: Wed, 25 Nov 1998 23:05:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <73i2nsS$9ia7@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-31.erbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


eeewwwooo (telly tubby style) 


better plasma demo, texture mapping a morphing 

TMD.. 

Sorry about the change in download size :-/ (140k) 

If you want the code wait a few days and I'll stick it 
up there :) 


Pete. 


The man who regards his life as meaningless | | 
is not merly unhappy but hardly fit for life | 


—-MESSAGE FILE 11224 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000343 


——MESSAGE FILE 11225 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000344 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: New version of "Haunted Maze" 

Date: Sat, 28 Nov 1998 00:07:03 -0600 

Organization: Ed Federmeyer 

Lines: 41 

Message-ID: <73034uS$t9d2@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've uploaded a new version of my "Haunted Maze" game, (A 3D 3rd person 
action game, if 


you have not tried it already.) 


It's about 200Kb, binary-only, NTSC and PAL, and temporarily available from: 
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http://www.iit.edu/~fedeedw/hmazebin.zip 
Since it'll be a while before it's up on the SCEA pages and mirrored to 
SCEE. 


(The original source is on my Net Yaroze page, and the updated source will 
go up soon, 
to replace the old version.) 


I can't test the PAL version, so I'd really appreciate it if some PAL users 
can give it a try and 
let me know if it is okay... 


I'm mostly wondering: 
1) Does the "60 second timer" really take 60 seconds in PAL mode? 
2) Does the screen display okay in all three camera views, without any 
parts getting 
cut off or sides of the maze poping into and out of view? 


3) Does it show in color? (I'm keeping the screen res at 640x480, even in 
PAL mode, 

which I don't know if thats valid, instead of 640x512.) 
4) Is it generally "centered" okay? Can you see all the score and "goodie 
count/exit open" 

text? 
5) Since it needs to run without double buffering, does it ever "glitch" 


and "flicker" due to 
not meeting the 50Hz(?) screen refresh time? 


One day I may get a dual-mode TV, but until then, I'm afraid I need to rely 
on the kindness 
of my SCEE Net Yaroze friends! 


Thanks! 
EdF 
fedeedw@charlie.cns.iit.edu 


—-MESSAGE FILE 11225 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000344 


——MESSAGE FILE 11226 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000345 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Mon, 30 Nov 1998 14:41:32 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <3662AE9C.7EFO46CC@scee.sony.co.uk> 
References: <360D2E59.C32F9DA@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


The results are in! 


I have to admit I'm a leeeetle bit disappointed by the response. 3 demos in total! E 
specially since 
so many of you showed interest when I announced the competition. Well, I know that M 
arioW would have 
had a bit of trouble without a Yaroze (the Mongrel Mob are probably trying to sell i 
tasa 
PlayStation 2), and Robert Swan was keen to try it on the devkit instead. But still, 
I expected a 

few more than 3 entries. Anyway, I feel that everyone who entered definitely made a 
super huge 

effort, and all deserve to win something. 


The winners are: 
1) James Rutherford for his well wicked pulsing kaleidoscope that kept 
George and I entranced for hours. I had to check the source to make 
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sure it 
wasn't putting up any subliminal messages... Kill Sharon Tate.. Kill 
Sharon Tate.. 
2) Andreas Weissl for his fire, plasma, fractals, magnifying glass, morphing 
tmd, and 


scrolly! Phew, I think I got them all in there. Absolutely excellent 
, totally 
kills anything the non-Yaroze PSX hackers have done. 
3) Peter Dollochan for his raycasted maze and blobby plasma TMD effect. Brin 
gs back the 


memories, it does... (sniff) 
Excellent stuff fellas! Early Xmas presents will be winging their way out to you... 


If there's anyone out there who'd been at too much of the Xmas brandy and had totall 
y forgotten 

about the deadline, mail me your entries anyway (soon though, yah hear?). You may no 
t get the big 

prize, but you might still get something. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


How do you know when it's time to tune your bagpipes? 
—-MESSAGE FILE 11226 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000345 


——MESSAGE FILE 11227 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000346 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Mon, 30 Nov 1998 21:31:13 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36637F21.105B9E46@hinge.mistral.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <3662AER9C.7EFO46CC@scee.sony.co.uk> 
NNTP-Posting-Host: d2-s49-143-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


> The results are in! 

> 

> I have to admit I'm a leeeetle bit disappointed by the response. 3 demos in total! 
Especially since 

> so many of you showed interest when I announced the competition. Well, I know 


I meant to enter - honest James. I had a lovely lighsourcing effect ready forit (fla 
mes, being cast from 

a torch onto surrounding models in real time, using 

an animated transparent texture for the lighting overlay's polygons). 

Excuses for it not appearing..... time really. I had a rush job contract come up 
(very lucrative, payed over 3K for a weeks work, then the same again for 

one long night), plus my day job, plus they finally found a publisher for 

that shitty PSX project I was working on a while ago, so I've got some stuff 

to sort out on that as well..... plus christmas shopping, plus my fiance's graduation 


Ա 


been ill, dog died, house fell down, etc etc etc. 


All sounded good though, respect to the (few) who weren't as slack as me 
and actually got their entries in..... 


> about the deadline, mail me your entries anyway (soon though, yah hear?). You may 
not get the big 
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> prize, but you might still get something. 

Would that I had time for that..... 

> James 


Craig. 


——MESSAGE FILE 11227 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000346 


——MESSAGE FILE 11228 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000347 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: demos 

Date: Mon, 30 Nov 1998 23:23:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <73v9laSmul3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-11l.ytterbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


If you'd like to snag the demost+code for my entries to James R's 
compo and see the amazing feat of imagination and talent that 
allowed me to come 3rd ;-) jump over and grab them.... 
http://www.netyaroze-europe.com/~peterd 


Pete. 


The man who regards his life as meaningless | | 
is not merely unhappy but hardly fit for life | 


—-MESSAGE FILE 11228 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000347 


—-MESSAGE FILE 11229 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000348 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: New version of "Haunted Maze" 

Date: Mon, 30 Nov 1998 18:27:18 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <366329D6.3670B60@datasys.net> 

References: <73034uSt9d2@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 87.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


For game development, I use a JAM!! and a regular computer monitor. 
JAM!! supports PAL as well as NTSC. So I'll try out your demo as soon as 
I get a chance and tell you how the pal version does. 


As an interesting aside... I've hooked up my grey playstation to this 
setup, and did a swap trick to get the boot disk running. All NTSC games 
looked and worked fine, but oddly enough PAL games weren't in color! 
(Well... I can see the color signal, but it's screwed to hell -- 811 
outa sync) So, it would seem as though NTSC playstations can't properly 
output a PAL chromanance signal--The black PSX works fine. If you ignore 
all of the color interference from the renegade chroma signal, the games 
are playable. 


Oh well, I just thought that was interesting... :) If you have something 
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interesting to add to the above, do tell. 


"Darco 
—-MESSAGE FILE 11229 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000348 


—-MESSAGE FILE 11230 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000349 
Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Tue, 1 Dec 1998 13:32:23 +1300 

Organization: Sidhe Interactive 

Lines: 31 

Message-ID: <73vd43Smul1l4@chuka.playstation.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <3662AE9C.7EFO46CC@scee.sony.co.uk> 
NNTP-Posting-Host: p38-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


James Russell wrote in message <3662AER9C.7EFO46CC@scee.sony.co.uk>... 

>The results are in! 

> 

>Well, I know that MarioW would have 

>had a bit of trouble without a Yaroze (the Mongrel Mob are probably trying 
to sell it as a 

>PlayStation 2), and Robert Swan was keen to try it on the devkit instead. 
But still, I expected a 

>few more than 3 entries. Anyway, I feel that everyone who entered 
definitely made a super huge 

>effort, and all deserve to win something. 


And I had a nice particle system, transparency, physics engine combo effect 
almost done to show off too! 


I keep scanning the "Trade & Exchange" waiting for the day someone tries to 
flog my Yaroze. Hopefully, the thieves didn't decide in hindsight that the 
item was too rare and ended up dumping it in the sea. Luckily, our blue 
Playstation was in hiding at the time, so I have that safely sitting on my 
desk now under the guard of our flash new alarm. 


The annoying thing is that I don't get to check out everybody's demo 
entries - I was looking forward to that : ( 


Cheers 


Mario W 


--MESSAGE FILE 11230 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000349 


—-MESSAGE FILE 11231 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000350 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: New version of "Haunted Maze" (Game Shark codes) 
Date: Mon, 30 Nov 1998 22:55:32 -0600 

Organization: Ed Federmeyer 

Lines: 24 

Message-ID: <73vs3c$t9d4@scea> 

References: <73034uS$t9d2@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed Federmeyer wrote in message <73034uSt9d2@scea>... 

>I've uploaded a new version of my "Haunted Maze" game, (A 3D 3rd person 
>action game, if you have not tried it already.) 

> 
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>It's about 200Kb, binary-only, NTSC and PAL, and temporarily available 
from: 

>http://www.iit.edu/~fedeedw/hmazebin.zip 

>Since it'll be a while before it's up on the SCEA pages and mirrored to 
>SCEE. 


I've gotten several replies, so thanks! 


By the way, I made up a couple of "Game Shark" codes for it. 
I assume they are the same as the Pro Action Replay in use in Europe??? 


Infinite Lives: 8012AF54 OOFF 
Infinite Time: 8012AF64 003C 
Have fun! 

EdF 


——MESSAGE FILE 11231 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000350 


—-MESSAGE FILE 11232 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000351 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Newest version of SEDE 

Date: Fri, 04 Dec 1998 07:22:10 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3667D3F2.EAE25B30@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 286.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Robert Swan has graciously offered to put up the PAL version of SEDE on 
his web space. It lives here: 


http://www.netyaroze-europe.com/~middex2/ftp/sede_pal.zip 


This new version is pretty cool, I'm asking that everyone give it a try 
and tell me what you think. 


None of the levels currently in the demo will be in the final game. 


For those who don't know what SEDE is, let me explan. SEDE is a project 
that a group of SCEA members are working on to hopefuly prove to the 
world that something of comercial quality can come out of the Americna 
net yaroze scene, which is terribly inactive. 


It is a 2D side scroller. Think of it as Super Mario World on steriods. 
Give it a try! It supports the Analog controler, as well as the standard 
pad. 


NEW in this versoin: Volcanos and FIRE! +several other minor things. 
Give it a try! 


"Darco 
—-MESSAGE FILE 11232 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000351 


—-MESSAGE FILE 11233 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000352 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: DEMO COMPETITION ANNOUNCEMENT 

Date: Fri, 4 Dec 1998 18:43:18 +0100 

Organization: Debri Productions 

Lines: 22 
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Message-ID: <1dj6180.luxzfxalkhwigoN@al-88-101.al.nl> 

References: <3659BF45.F0E84C14@scee.sony.co.uk> <3659e297.30719352@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: 81-88-101.81.ոլ 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3120 scee.yaroze.mydemos: 
352 


Robert Swan <gerboa@hotmail.com> wrote: 


That James is a miserable sod, aint he? Let me explain... 


Today (monday) I started my new job at Sony which I didnt tell anyone 
about for fear of me being involved in some huge prank or something 
and in fact Id be jobless. So now I have full access to the 
professional development libs just in time for his demo compo, and 
then he demands source code. It aint fair (sob). I mean, I ran a test 
today and you can draw 10 times as much with the pro kit (only 
kidding!). Anyway, now this means that my new email (apart from 
gerboa@hotmail.com) is now 


Robert_Swan@playstation.sony.com 


VVVVVVVVVVV VV 


GREAT!!! !!!t!!t!! Congratulations. Now I can keep bugging you 
professionally ;-) This, and the birth of a new son of Paul Harvey are 
the 2 best things I heard in months. I think you are completely on your 
spot over there Robert!!! I'm very pleased to hear this great news!!! 


DEnnis.. 
--MESSAGE FILE 11233 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000352 


——MESSAGE FILE 11234 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000353 
Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.mydemos 

Subject: four player demo 

Date: Sat, 05 Dec 1998 01:20:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <366888f8.11554039@www.netyaroze-europe. com> 
NNTP-Posting-Host: pCls0la01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


ok, this is a really rough demo and runs pretty s***. 
what it is: 

four player split screen doom-style game 

it has: 
four players set up 


(joy pad sharing) 
point light sources calculated at the start of the game 


what has still to be done 


collision detection ! (you can leave the map, and go thru other 
players) 

clipping. Serious clipping needs to be done to get the game down to 2 
frames. Those on our sort of informal mailing list might know how I 
intend to do it. 

player models. Debating whether to have crap models or 3d sprites. 3d 


sprites prob tho cos their faster for more detail 
mipmapping + subdivison probs. again to increase rendering speed. 
Shoul be done after the collision detection. 


Im still not sure what sort of game to make it. If you fire lots of 
bullets it would slow the game down like hell. Maybe a game of tag? 
(sounds crap but I remember an old 2 player game like this on the 
atari st, it was fun!) 


Aim is to get it in 25fps (which I think possible) and when clipping 
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et al is done then i can increase the size of the maps/ add gameplay/ 
add front end. 


tell me what you think. Am I being an overambitious fool? 
this is prototype for better 2 player version later in life. 


Rob 


file is going up now - 
http://www.netyaroze-europe.com/~middex2/ftp/dooml.zip 


——MESSAGE FILE 11234 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000353 


—-MESSAGE FILE 11235 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000354 
Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: four player demo 

Date: Sat, 05 Dec 1998 12:48:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <36692a82.765145@www.netyaroze-europe.com> 
References: <366888f8.11554039@www.netyaroze-europe. com> 
NNTP-Posting-Host: p0OBs02a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


was thinking last night about what I can do for the game, and what I 
can add. 


What I could do with some help would be - 

samples from the old arcade game Gauntlet. I want you to be able to 
select characters as in that game and when playing have stupid 
comments like 'Red Valkyrie is about to diiiiiiiiiie" and "Blue Wizard 
is now it". Ive decided on it being a game of tag. Tell me if this 


sounds crap... 


one player at a time is it. Their health decreases while it. If they 
touch another player that player becomes it, and can not tag the 
player who tagged him (or her!). The player who is it can fire a 
bulllet which if it strikes anotherplayer will make them it, but this 
time that player is allowed to retag the player whjo made him it. 


Stats for players such as 
max health, 
strength of attck (how much damage done when initially it) 
speed of bullet 


will be based on the chars form Gauntlet. (so noone will want to be 
the elf then) 


Also to put in non-flat ground (similar to adventure game) but what I 
need most of all at the moment is for some player graphics. For a 
while 111 probably nick the stuff for the doom character, but anyone 
feel like creating the four graphics for wizard, elf warrior + 
valkyie? Should get this finished within a week 


Remember, 

the computer would say 'Red elf shot the food', 

and everyone else would say 'Im going to kick your head in elf, you 
twat' 


Rob 
——MESSAGE FILE 11235 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000354 


--MESSAGE FILE 11236 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000355 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: four player demo 

Date: Sat, 05 Dec 1998 12:24:46 -0500 

Organization: SCEA News Server 
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Lines: 45 
Message-ID: 
References: 


<36696C5E.761974D3@datasys.net> 
<366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 


oze-europe. com> 

Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 148.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Robert Swan wrote: 


was thinki 


ng last night about what I can do for the game, and what I 


can add. 


VVVVVVVVV VV 


Sounds fun. 


What I could do with some help would be - 
samples from the old arcade game Gauntlet. I want you to be able to 
select characters as in that game and when playing have stupid 


comments like 'Red Valkyrie is about to diiiiiiiiiie" and "Blue Wizard 
is now it". Ive decided on it being a game of tag. Tell me if this 
sounds crap... 


But you know what would be funner? Capture the Flag. I 


remember hearing about someone had programed network capability into the 


playstation. 


.. It could have a network option to play over the net! 


It might be more trouble than it's worth, but it might be worth 


considering. 


one player at a time is it. Their health decreases while it. If they 
touch another player that player becomes it, and can not tag the 
player who tagged him (or her!). The player who is it can fire a 
bulllet which if it strikes anotherplayer will make them it, but this 


need most 


feel like 


VVVVVVVVVVVVVVV VV VV VV 


time that player is allowed to retag the player whjo made him it. 


Stats for players such as 
max health, 
strength of attck (how much damage done when initially it) 
speed of bullet 


will be based on the chars form Gauntlet. (so noone will want to be 
the elf then) 


Also to put in non-flat ground (similar to adventure game) but what I 


of all at the moment is for some player graphics. For a 


while 111 probably nick the stuff for the doom character, but anyone 


creating the four graphics for wizard, elf warrior + 


valkyie? Should get this finished within a week 


I can do interface graphics if you need them. 


'Darco 


——MESSAGE FILE 11236 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000355 


——MESSAGE FILE 11237 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000356 
Path: chuka.playstation.co.uk!news 
From: Graham Goring <graham@duketastrophy.demon.co.uk> 


Newsgroups: 
Subject: Re: 


scee.yaroze.mydemos 
four player demo 


Date: Sat, 05 Dec 1998 19:50:11 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 19 
Message-ID: 
References: 


<36698E73.EC04B991@duketastrophy.demon.co.uk> 
<366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 


oze-europe.com> 

NNTP-Posting-Host: duketastrophy.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Robert Swan wrote: will be based on the chars form Gauntlet. (so noone 
will want to be 


the elf then) 


Also to put in non-flat ground (similar to adventure game) but what I 
need most of all at the moment is for some player graphics. For a 
while 111 probably nick the stuff for the doom character, but anyone 
feel like creating the four graphics for wizard, elf warrior + 
valkyie? Should get this finished within a week 


VVVVVVV 


I could *have a go* at doing some graphics, but they'll probably be 
crap. If you wanna' 

mail me with a resolution I'll try it, but don't bank on anything other 
than an ugly mess that makes the character look as if they were hit by a 
truck on their way to the game... :) 


—--MESSAGE FILE 11237 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000356 


——MESSAGE FILE 11238 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000357 
Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Pandoras Box Source 

Date: Sun, 06 Dec 1998 17:19:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <366AAE7A.81DAB6F3@aol.com> 
NNTP-Posting-Host: 171-198-17.ipt.aol.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; boundary=" 3A7E509432CF3C39C3208CE3" 
X-Mailer: Mozilla 4.02 [en] (Win95; I) 


3A7E509432CF3C39C3208CE3 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello all! 


I have released the source code of Pandoras Box as a CodeWarrior 
project. You may feel free to use any parts of 

the source as it is not intended for commercial purposes in any form. 
You can get the project at my web-site. 


3A7E509432CF3C39C3208CE3 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello all! 


<P>I have released the source code of Pandoras Box as a CodeWarrior project. 

You may feel free to use any parts of 

<BR>the source as it is not intended for commercial purposes in any form. 

<BR>You can get the project at my <A HREF="http://www.netyaroze-europe.com/~cplverig 
"Sweb-site</A>.</HTML> 


3A7E509432CF3C39C3208CE3-— 
——MESSAGE FILE 11238 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000357 
—-MESSAGE FILE 11239 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000358 


Path: chuka.playstation.co.uk!news 
From: robert_swan@playstation.sony.com (Robert Swan) 
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Newsgroups: scee.yaroze.mydemos 

Subject: Re: four player demo 

Date: Sun, 06 Dec 1998 19:00:40 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 45 
Message-ID: <366ad211.124164@www.netyaroze-europe. com> 

References: <366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 
oze-europe.com> <36698E73.ECO4B991@duketastrophy.demon.co.uk> 

NNTP-Posting-Host: p74s09a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


ok, nice for the offer. The characters are gonna be of size 32x64 and 
256 colours max. Being hit by a lorry is no problem really. 


Ideally I would like 4xCharacters, each with 
3 animation frames for running (to cycle frames in order of 0, 1, 0, 
2), and each of those in one of 8 directions in 3D. 


what I would be over the moon with now would be: 

lxcharacter 

1x anim frame per directions 

4 directions (ie from front back + two sides (although they would be 
be mirrored anyway). 


Um, understand what I mean? 


latest version now up and includes: 


larger map, made possible by 

dodgy clipping, but it works 

collision detection with walls (only going forwards though, im lazy at 
the mo) 

3d sprites for the characters 

characters change colour according to light 


most pressing things still to do 

finish collision detection 

sort out clipping routine. Once done this should allow- 
* smaller packet areas, hence larger maps 

* different resolution/drawing method of models 

* changing subdivision 

* general speedup (hopefully by about 305) 


things to do last 
add gameplay :) 


Im still hoping to get it running in 25 fps but it aint looking 
likely. maybe 17fps, seems acceptable. I mean, look at tomb raider, 
about 4fps (thats a lie, but you get my point). 

Download from same location as the last one, ie: 


http://www.netyaroze-europe.com/~middex2/ftp/dooml.zip 


PS being dull, me + brother have got own domain name, so soon should 
be nice place for yaroze people to go. 
——MESSAGE FILE 11239 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000358 


--MESSAGE FILE 11240 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000359 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: four player demo 

Date: Sun, 06 Dec 1998 21:52:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <366AFC93.A50C57C0@manc.u-net .com> 

References: <366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 
oze-europe.com> <36698E73.ECO4B991@duketastrophy.demon.co.uk> <366ad211.124164@www.n 
etyaroze-europe. com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Hey Rob Dooml still doesn't work, as your DATA directory is not 
zipped with it (ie. the auto.bat can't find a load of stuff). Sort it out 
boy! 


By the way, did you try that simple drive model prgram I sent you? 

I'm still working on more reaslistic physics, but you will see I want the 
front 

wheels to turn properly like in the demo -- but you say you want them 

to be bitmaps? I'll make it available to all to view/chunder on when it's 
worth 

putting up. 


Later, 
Jim 


PS Did you say that you *do* want the WingMan Extreme PC stick instead 
of the PSX analog pad? (I'm confused 'cause you said "PC Joypad") 


--MESSAGE FILE 11240 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000359 


—-MESSAGE FILE 11241 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000360 
Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: four player demo 

Date: Sun, 06 Dec 1998 22:13:47 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <366B019B.53D35D07@duketastrophy.demon.co.uk> 

References: <366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 
oze-europe.com> <36698E73.ECO4B991@duketastrophy.demon.co.uk> <366ad211.124164@www.n 
etyaroze-europe. com> 

NNTP-Posting-Host: duketastrophy.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Robert Swan wrote: 


ok, nice for the offer. The characters are gonna be of size 32x64 and 
256 colours max. Being hit by a lorry is no problem really. 


Ideally I would like 4xCharacters, each with 
3 animation frames for running (to cycle frames in order of 0, 1, 0, 
2), and each of those in one of 8 directions in 3D. 


what I would be over the moon with now would be: 

lxcharacter 

1x anim frame per directions 

4 directions (ie from front back + two sides (although they would be 
be mirrored anyway). 


VVVVVVVVVVVV VV 


Um, understand what I mean? 


Yeppers. I'll 'ave a go at work tonight. It's gonna' be either that or 
fall asleep... 


——MESSAGE FILE 11241 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000360 


——MESSAGE FILE 11242 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000361 
Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.mydemos 
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Subject: Re: four player demo 

Date: 6 Dec 1998 22:19:43 GMT 

Organization: http://www.netyaroze-europe.com/~imilco/ 

Lines: 19 

Message-ID: <01be2165Sf305a700Sf3edabc3@hanno> 

References: <366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 
oze-europe.com> <36698E73.ECO4B991@duketastrophy.demon.co.uk> <366ad211.124164@www.n 
etyaroze-europe.com> <366AFC93.A50C57C0@manc.u-net.com> 

NNTP-Posting-Host: host5-171-237-243.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<366AFC93.A50C57C0@manc.u-net.com>... 

> Hey Rob Dooml still doesn't work, as your DATA directory is not 

> zipped with it (ie. the auto.bat can't find a load of stuff). Sort it 
out 

> boy! 

> 


I could be wrong, but.. 


The auto.bat file bears more than a passing resemblance to the auto file 
belonging to the legendary Adventure Game. 
Perhaps you got your files crossed. 


Got the demo running though, looks excellent so far. 


Pete. 
——MESSAGE FILE 11242 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000361 


—-MESSAGE FILE 11243 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000362 
Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: four player demo 

Date: Sun, 06 Dec 1998 23:34:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <366b13d6.12583296@www.netyaroze-europe. com> 

References: <366888f8.11554039@www.netyaroze-europe.com> <36692a82.765145@www.netyar 
oze-europe.com> <36698E73.ECO4B991@duketastrophy.demon.co.uk> <366ad211.124164@www.n 
etyaroze-europe.com> <366AFC93.A50C57C0@manc.u-net.com> 

NNTP-Posting-Host: p5Ds06a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 06 Dec 1998 21:52:20 +0000, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>Hey Rob Dooml still doesn't work, as your DATA directory is not 
>zipped with it (ie. the auto.bat can't find a load of stuff). Sort it out 
>boy! 


I know whats happened. To start the program off I nicked the advent 
game stuff, but now im editing it for the 4 player thing I only update 
auto (not auto.bat). Try siocons auto or the auto file in pscommutil 


>) 
I wanted the PC filght stick or whatever it was called :) 


Um, er, i havent tried out your demo because (blush) i left it at work 
like a fool, so will have to try it monday. Soz : ( 


111 have a look at it before I say what I thought for the cars in the 
game. 


PS, Ive been messing around with this doom-like 4 player game; for the 
simpler graphics (such as within the racing game) it should be 
possinle to do it in 50fps four player split screen. :) Just have to 
not go too mad on the graphics... 
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Rob 
——MESSAGE FILE 11243 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000362 


——MESSAGE FILE 11244 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000363 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve_dunn@europe.mccann.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone's psx library 

Date: Mon, 7 Dec 1998 14:10:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <74gnldS4np5@chuka.playstation.co.uk> 

References: <01be12e3$b4b52880$233163c3@hanno> <3652F243.6D2CF054@hinge.mistral.co.u 
k> <01be13b1$1982e360$763163c3@hanno> <36544587.1C70EC80@hinge.mistral.co.uk> <731kt 
aSolq7@chuka.playstation.co.uk> <36545C1C.8EA3EE1C@hinge.mistral.co.uk> <73lps0$01q8 
@chuka.playstation.co.uk> <36548324.1C03B849@hinge.mistral.co.uk> 

NNTP-Posting-Host: 199.4.27.1 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


Could've been worse Craig, could've spilt his beer or looked at his bird :) 
Isn't about time you sussed those com ports :) 


Steve 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news :36548324.1C03B849@hinge.mistral.co.uk... 

>Peter Dollochan wrote: 

> 
>> I should point out I haven't seen the removed messages..... 

>> 

>> [Craig said this] 

>> {It'd be nice if you posted the source to the server & the lib - saves me 
>> havingto reverse engineer the protocol just to do a patch on the server} 
> 

>Actually, Craig said this: 

> 

>"It'd be nice if you posted the source to the server & the lib - saves me 
>havingto reverse engineer the protocol just to do a patch on the server 
>(seems to dislike running after anything else has used the serial port, 
>but works ok if it's you run it before anything else (eg. CW 

>debugger, Dial Up Networking, Hyperterminal)). 

>Nice work though...... Ա 

> 

> 

>> Hmm maybe it was this that annoyed Pete so much in the first place the 
>> idea that whether he uploaded the source for his project or not was 

>> immaterial to you you were going to use his stuff come hell or 

>> (by use I mean integrate into your own work) 

> 

>What I said was do a patch on the server to fix it's problem with 
openingthe 

>serial ports after CodeWarrior has been run. Never mentioned my own 

>stuff in the post that got Pete's mad up. 

> 

>> and I cant see it being relevant that you had done similar stuff 

>> commercially 

> 

>My point was, I wasn't trying to rip off how the serial ports work(I know 
>already). 

> 

>> Lamer - yup prolly to strong a word to be directed at the vast majority 
of 


>> Yarozers. Shame on you Pete... 

>> 

>> various nasties - geez Craig didnt you realise it was Pete's plan to get 
>> more 

>> hits on his web counter, seriously though 
you 


>> got amazingly 


Net Yaroze newsgroups message dump.txt Page 7452 


>> stroppy over the initial post. 

> 

>Didn't someone else get stressed at the accusation of Plagiarism? I thinklI 
was 


>on the side of "let things go free, at least here..." in that one. 
> 

>> Whats it to do with me - sod all really just an opinion - 

> 

>All opinions welcome...... 

> 


>> Oh yeh why do you insist on making remarks about your salary coz lets 
face 

>> it 

>> you aint earning that much or you wouldn't mention it 

>> (just my bit to get hits on my page ;-) 

> 

>I didn't say how much it was, or why I was laughing at it ;) 
> 

>> Pete. 

> 

>Craig. 

> 

> 


—-MESSAGE FILE 11244 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000363 


—-MESSAGE FILE 11245 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000364 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Demo competition 

Date: Mon, 7 Dec 1998 23:19:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <74ho02jS8bc2@chuka.playstation.co.uk> 

References: <360D2E59.C32F9DA@scee.sony.co.uk> <3662AER9C.7EFO46CC@scee.sony.co.uk> 
NNTP-Posting-Host: modem-82.beryllium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Got the games - Big thanks :-) 


Pete. 


>Excellent stuff fellas! Early Xmas presents will be winging their way out 
to you... 

> 

> 

>Cheers, 

> 

>James 

> 


—-MESSAGE FILE 11245 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000364 


——MESSAGE FILE 11246 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000365 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.mydemos 

Subject: Super X 

Date: 9 Dec 1998 12:59:51 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 14 

Message-ID: <741s87S8bc10@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 
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Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Codename: Super X 
Early demo of mine in development. 
Check it out at 


www.netyaroze-europe.com/~gbains 


George 


—-MESSAGE FILE 11246 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000365 


—-MESSAGE FILE 11247 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000366 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Super X 

Date: Wed, 09 Dec 1998 18:47:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <366EC5AC.ECB9E2DD@manc.u-net .com> 
References: <741s87S$8bc10@chuka.playstation.co.uk> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


George Bain wrote: 


Codename: Super X 

Early demo of mine in development. 
Check it out at 
www.netyaroze-europe.com/~gbains 


VVVYV 


Netscape crashes for me (with NS3.0 and NS4.5) every time I try 

and go to your page. I tried going direct to the ftp directory (to 
bypass 

the offending java html etc.) but that was empty. Can you put it in 
there perhaps so I can check it out? (or fix the crashing problem if I'm 
not 

the only onle it happens to?) 


Cheers, 
Jim 


—--MESSAGE FILE 11247 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000366 


—-MESSAGE FILE 11248 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000367 
Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <anders.clerwall@swipnet.se> 

Newsgroups: scee.yaroze.mydemos 
Subject: SV: Super X 

Date: Wed, 9 Dec 1998 23:09:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <74msfm$8bc15@chuka.playstation.co.uk> 

References: <741s87S8bc10@chuka.playstation.co.uk> <366EC5AC.ECB9E2DD@manc.u-net.com 
> 
NNTP-Posting-Host: dialupl67-2-56.swipnet.se 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


>George Bain wrote: 

> 

>> Codename: Super X 

>> Early demo of mine in development. 
>> Check it out at 

>> www.netyaroze-europe.com/~gbains 


>Netscape crashes for me (with NS3.0 and NS4.5) every time I try 

>and go to your page. I tried going direct to the ftp directory (to 
>bypass 

>the offending java html etc.) but that was empty. Can you put it in 
>there perhaps so I can check it out? (or fix the crashing problem if I'm 
>not 

>the only onle it happens to?) 

> 

>Cheers, 

>Jim 

> 


Works fine for me, I use Internet Explorer 5.0.. Worked on my old IE4.01 
also.. 


—--MESSAGE FILE 11248 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000367 


—-MESSAGE FILE 11249 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000368 


Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Super X 

Date: Thu, 10 Dec 1998 02:42:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <366F3532.9E61EAFB@éduketastrophy.demon.co.uk> 


> 
NNTP-Posting-Host: duketastrophy.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


James Shaughnessy wrote: 


George Bain wrote: 


Codename: Super X 

Early demo of mine in development. 
Check it out at 
www.netyaroze-europe.com/~gbains 


VVVV 


Netscape crashes for me (with NS3.0 and NS4.5) every time I try 

and go to your page. I tried going direct to the ftp directory (to 
bypass 

the offending java html etc.) but that was empty. Can you put it in 
there perhaps so I can check it out? (or fix the crashing problem if 
I'm 

not 

the only onle it happens to?) 


VVVVVVVVVVV VV VV 


Odd, I use Nutscrape 3.0 and it works fine. Weird... 


——MESSAGE FILE 11249 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000368 


References: <741s87S8bc10@chuka.playstation.co.uk> <366EC5AC.ECB9E2DD@manc.u-net.com 


—--MESSAGE FILE 11250 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000369 


Path: chuka.playstation.co.uk!news 
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From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: The Super Bub Contest 

Date: Thu, 10 Dec 1998 17:17:00 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 52 

Message-ID: <3670020C.B9959B04@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr01-32.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" C737ACODB174699E62BA90EE" 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


C737ACODB174699E62BA90EE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


At last, I've finally put something on my home page - The Super Bub 
Contest! 


www.netyaroze-europe.com/~teapot 
It requires PSComUtil to run at the moment (as I used CodeWarrior + 
MWDebugIO in development) but I'll sort out a batch load version in the 


next few days. 

As you lot haven't seen any of my stuff before, I'd appreciate any 
comments. 

Oh, and I'll put up the source code very soon. 


Bye for now... 


Herbs 


C737ACODB174699E62BA90EE 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
At last, I've finally put something on my home page - The Super Bub Contest! 


<P><A HREF="http://www.netyaroze-europe.com/~teapot">www.netyaroze-europe.com/~teapo 
t</A> 


<P>It requires PSComUtil to run at the moment (as I used CodeWarrior + 
MWDebugIO in development) but I'll sort out a batch load version in the 
next few days. 


<P>As you lot haven't seen any of my stuff before, I'd appreciate any comments. 


<P>Oh, and I'll put up the source code very soon. 
<BR>&nbsp; 


<P>Bye for now... 
<BR>&nbsp; 


<P>Herbs 
<BR>é&nbsp; </HTML> 


C737ACODB174699E62BA90EE-— 


—-MESSAGE FILE 11250 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000369 


—--MESSAGE FILE 11251 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000370 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.mydemos 
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Subject: Re: The Super Bub Contest 

Date: Thu, 10 Dec 1998 17:19:21 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <36700298.708A6CE0@ndirect.co.uk> 
References: <3670020C.B9959B04@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr01-32.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Opps - forgot to mention that it's PAL only. 


Herbs 


—--MESSAGE FILE 11251 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000370 


—-MESSAGE FILE 11252 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000372 
Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.mydemos 

Subject: new 2d scroller demo 

Date: Tue, 15 Dec 1998 23:44:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3676f40b.15796551@www.netyaroze-europe. com> 
NNTP-Posting-Host: p65s12a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


on my homepage there is a new 2d demo you might want a look at. 
By my brother, at url 
http://www.netyaroze-europe.com/~middex2/platform.zip 


Although what with dubious errors with the server at the mo, there is 
no gaurantee it works :) 


Rob 
——MESSAGE FILE 11252 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000372 


——MESSAGE FILE 11253 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000373 
Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: new 2d scroller demo 

Date: Tue, 15 Dec 1998 23:48:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3676f529.16082585@www.netyaroze-europe. com> 
References: <3676f40b.15796551@www.netyaroze-europe. com> 
NNTP-Posting-Host: p65s12a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 15 Dec 1998 23:44:23 GMT, robert_swan@playstation.sony.com 
(Robert Swan) wrote: 


>on my homepage there is a new 2d demo you might want a look at. 


> 

>By my brother, at url 

> 
>http://www.netyaroze-europe.com/~middex2/platform. zip 
> 


>Although what with dubious errors with the server at the mo, there is 
>no gaurantee it works :) 

> 

>Rob 
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oops, at wrong url, try: 
http: //www.netyaroze-europe.com/~middex2/ftp/platform.zip 
—-MESSAGE FILE 11253 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000373 


—-MESSAGE FILE 11254 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000374 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: new 2d scroller demo 

Date: Wed, 16 Dec 1998 14:11:25 +0000 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <3677BF8D. 6AEE588E@writeme.com> 

References: <3676f40b.15796551@www.netyaroze-europe.com> <3676f529.16082585@www.nety 
aroze-europe. com> 

NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Robert Swan wrote: 


> oops, at wrong url, try: 
> http://www.netyaroze-europe.com/~middex2/ftp/platform. zip 


I've yet to see you get this right first time, Mr. Swan =;0) 


James. 


——MESSAGE FILE 11254 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000374 


—--MESSAGE FILE 11255 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000375 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: The Super Bub Contest 

Date: Wed, 16 Dec 1998 14:43:48 +0000 

Organization: The Hex Heroes 

Lines: 52 

Message-ID: <3677C724.F532A1FA@writeme.com> 

References: <3670020C.B9959B04@ndirect.co.uk> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 


Alex Herbert wrote: 


At last, I've finally put something on my home page - The Super Bub 
Contest! 


www.netyaroze-europe.com/~teapot 


Eeer 


As you lot haven't seen any of my stuff before, I'd appreciate any 


> 
> 
> 
> 
> 
> 
> 
> 
> comments. 


(This maybe ought to be a personal mail, but I reckon the sentiments are 
relevant to everybody). 


That's one great game- well designed, obviously competently written and 
superbly polished. 


BUT! (and this is a rather significant BUT!)... 
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You _really_ have to credit your sources: 


(1) Out of courtesy. 
(2) To prevent legal wrangles. 
(3) So that nothing is taken away from what you've 


I started playing your game and I thought - 'yeah, 
stuff'. But, the doubts started creeping in when I 
credited the other sources. The character graphics 
what? So nothing, I say - They fit the game nicely 
you're making any money out of them, or anybody sh 
with you. The problem is that you don't mention wh 
from; in the game, in the readme, anywhere. This / 
almost unexcusable, I'd say. 


It really doesn't do you justice either. The music 
quite prepared to think that you didn't write it. 

yours, or is it 'borrowed' from some lesser-known 

like to think the former, but I'm inclined to beli 
I _know_ you're a competent coder. But if I didn't 
think that the source was 'reused'... 


don't mean to rant, but Alex - you've had games 

how this deal works and you /really/ ought to know 
obscure your sources, the chances are that someone 
them. Set the good example, sunshine, or I'll send 


Nice game tho'. 
James 


(but you can call me Mr. Toaplan...) 


done. 


this is stirling 
realised you hadn't 
are ‘borrowed'. So 
and its not as though 
ould be getting heavy 
ere the graphics came 
very/ unprofessional - 


is cool - but now I'm 
Is the game design 
shareware game? I'd 
eve the latter. Look - 
, I now be tempted to 


published, you know 
better. No matter how 
else will recognise 
‘da boys round! 


Page 


7458 


——MESSAGE FILE 11255 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000375 


—--MESSAGE FILE 11256 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000376 


Path: chuka.playstation.co.uk!news 
From: Alex Herbert <aherbert@ndirect.co.uk> 


Newsgroups: scee.yaroze.mydemos 

Subject: Re: The Super Bub Contest 

Date: Wed, 16 Dec 1998 17:24:46 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 106 

Message-ID: <3677ECDE.C9198AEC@ndirect.co.uk> 
References: 

Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr02-39.ndirect.co.uk 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.04 [en] 


charset=us-ascii 
7bit 
(Win95; I) 


James Rutherford wrote: 


I started playing your game and I thought - 'yea 
stuff'. But, the doubts started creeping in when 
credited the other sources. 
what? So nothing, 


The character graphi 
I say - They fit the game nice 


> (This maybe ought to be a personal mail, 

> relevant to everybody). 

> 

> That's one great game- well designed, 

> superbly polished. 

> 

> BUT! (and this is a rather significant BUT!)... 
> 

> You _really_ have to credit your sources: 

> 

> (1) Out of courtesy. 

> (2) To prevent legal wrangles. 

> (3) So that nothing is taken away from what you've 
> 

> 

> 

> 

> 


but I reckon the sentiments are 


obviously competently written and 


done. 


h, this is stirling 
I realised you hadn't 
cs are 'borrowed'. So 


ly 


and its not as though 


<3670020C.B9959B04@ndirect.co.uk> <3677C724.F532A1FA@writeme. com> 
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you're making any money out of them, or anybody should be getting heavy 

with you. The problem is that you don't mention where the graphics came 

from; in the game, in the readme, anywhere. This /very/ unprofessional - 

almost unexcusable, I'd say. 


V V V V 


Point accepted. Yes indeed I did 'borrow' the character graphics although 
they have been modified to some degree (and I don't just mean changes to the 
colours). They were taken from the arcade game Snow Bros. (can't remember 
the manufacturer.) The large character pictures used on the character 
select screen were created in Photoshop from the smaller 'borrowed' 
graphics. The small flames were 'borrowed' from Capcom's Black Tiger (and 
they turn up in many of Capcom's late '80s games). Again, they have been 
tweaked a little and the colours changed, and the larger flames started life 
as the smaller Capcom ones. The rest of the graphics are 100% mine. 


> It really doesn't do you justice either. The music is cool - Dbut now I'm 


> quite prepared to think that you didn't write it. 


It was created using Rebirth-338 version 1.5, and 
(I really ought to get version 2 which has a 909 


No, the music IS mine. 
the patterns are my own. 


drum machine as well as the 808). 
libraries but have been drastical 


The sound fx came from royalty free stock 


ly edited using Cool Edit 96. 


> Is the game design yours, 
> shareware game? I'd 
> like to think the former, 


The game was 'inspired' 


by Sega's Baku Baku 
which is an extension of Columns, 


or is it 'borrowed' from some lesser-known 


but I'm inclined to believe the latter. 


(as is Capcom's Super Puzzle 
which is based on Tetris. Baku 


Fighter) 
Baku uses animals and food rather than flames and bubbles, and the bricks 
fall from the top in the usual way. So, I turned Baku Baku upside down, put 
in a throwing action, and changed the bricks to bubbles to make it a little 
more like Bust-a-Move. So, at the end of the day, the game design is an 
amalgamation of other existing games. But then that goes for 99%* of all 
games these days. 

(* figures supplied by GuessWerk Inc.) 


be 


> Look - Լ _know_ you're a competent coder. But if I didn't, I now 
> tempted to 

> think that the source was 'reused'... 
No. 
it's my coding abilities. 
slightly tricky to program was the AI, 
that I actually completed writing a game, than the actual code itself. 
(Some of the code, especially the out-of-game screens, was written using 


Cut'n'Paste Technology. In other words, it's an ugly, sloppy mess.) :) 


The code is absolutely my own. If there's one thing I pride myself օո, 
But then the only part of SuperBub that was even 
and I'm more chuffed about the fact 


> I don't mean to rant, but Alex - you've had games published, you know 
> how this deal works and you /really/ ought to know better. 


Yeah, I know, but to be honest the games I had published were not that 
original either. Stone Raider (Sinclair QL) was a blatant rip-off of 
Boulderdash. Even though I drew the graphics myself, they were drawn to 
look like the original. Goldrunner II (Atari ST) was a sequel to someone 
elses game (Steve Bak) and was essentially a top-down, vertical scrolling 
version of Defender. 


> No matter how obscure your sources, the chances are that someone else will 
> recognise 

> them. Set the good example, sunshine, or I'll send 'da boys round! 

Yes sir! To be honest, the reason I didn't credit sources of the graphics 
was because I thought it might go against me with trying to get it on the 


PSM cover disk - but I guess my cover is well and truly blown now. Thanks a 


lot! ;) I'll be putting the source up in the next few days (which will be 
good for a laugh) and I'll update the ReadMe files with the relevant 
credits. 


> Nice game tho'. 


Thanks. Ooh! I forgot to mention 
circling background wasn't entirely my own idea either. 


(now that I'm coming clean) that the 
I drew the 
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graphics, but if you look at the stats/load/save screens of Kula World 
you'll see where I go the idea. 


> James (but you can call me Mr. Toaplan...) 


Ah, it was Toaplan was it? Oh well. Sorry Mr Toaplan. 


Herbs (but you can call me Mr. Originality.) 


—-MESSAGE FILE 11256 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000376 


—-MESSAGE FILE 11257 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000377 
Path: chuka.playstation.co.uk!news 

From: "Alex Herert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Super Bub with SIOCONS 

Date: Tue, 15 Dec 1998 00:42:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <759211S$78c6@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr02-49.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


An SIOCONS compatible version of The Super Bub Contest is now available. 
It's still PAL only though. 


www.netyaroze-europe.com/~teapot 


Have fun! 


Herbs 


——MESSAGE FILE 11257 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000377 


—-MESSAGE FILE 11258 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000378 
Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <anders.clerwall@swipnet.se> 
Newsgroups: scee.yaroze.mydemos 

Subject: SV: Super Bub with SIOCONS 

Date: Thu, 17 Dec 1998 19:27:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <75bifh$78c17@chuka.playstation.co.uk> 
References: <759211S78c6@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup172-1-54.swipnet.se 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


This is a very addictive game! 


>An SIOCONS compatible version of The Super Bub Contest is now available. 
>It's still PAL only though. 

> 
>www.netyaroze-europe.com/~teapot 
> 

>Have fun! 

> 

> 

>Herbs 

> 

> 

> 
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—-MESSAGE FILE 11258 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000378 


——MESSAGE FILE 11259 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000379 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: The Super Bub Contest 

Date: Fri, 18 Dec 1998 16:30:46 -0800 

Organization: 

Lines: 8 

Message-ID: <367AF3B6.DD724529@shell.jps.net> 

References: <3670020C.B9959B04@ndirect.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


> At last, I've finally put something on my home page - The Super Bub 
> Contest! 


Dang. That's one fine game. I actually think it plays closer to 
Puyo Puyo (but the pieces are thrown up instead of dropping down). 
Good work. 


- e! 
—-MESSAGE FILE 11259 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000379 


—-MESSAGE FILE 11260 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000380 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: The Super Bub Contest 

Date: Sat, 19 Dec 1998 17:07:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <367BDD53.6D8CCF31@ndirect.co.uk> 

References: <3670020C.B9959B04@ndirect.co.uk> <367AF3B6.DD724529@shell.jps.net> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-32.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Elliott Lee wrote: 


> Dang. That's one fine game. I actually think it plays closer to 
> Puyo Puyo (but the pieces are thrown up instead of dropping down). 
> Good work. 
> 
> 


- e! 
Thanks! 


I haven't seen Puyo Puyo. Who's it by, and what platform is it on? I 
guess I should see it. 
Herbs 


——MESSAGE FILE 11260 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000380 


—-MESSAGE FILE 11261 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000381 
Path: chuka.playstation.co.uk!news 
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From: philip gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: The Super Bub Contest 

Date: Tue, 22 Dec 1998 11:08:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 88 

Message-ID: <367F7DA1.44110BCE@easynet.co.uk> 

References: <3670020C.B9959B04@ndirect.co.uk> 

NNTP-Posting-Host: 194.205.68.227 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary=" AO1FC30A13F62A280A6E4CE5" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


AO1FC30A13F62A280A6E4CE5 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Alex Herbert wrote: 


At last, I've finally put something on my home page - The Super Bub 
Contest! 


www.netyaroze-europe.com/~teapot 

It requires PSComUtil to run at the moment (as I used CodeWarrior + 
MWDebugIO in development) but I'll sort out a batch load version in 
the next few days. 


As you lot haven't seen any of my stuff before, I'd appreciate any 
comments. 
Oh, and I'll put up the source code very soon. 


Bye for now... 


Herbs 


VVVVVVVVVVVVVV VV VV VV 


I liked this a lot. Once again, a 2D game proves to be more fun than all 
this 3D nonsense. 


Liked the music too - you seemed to have packed a lot in to a 260K VB 
file. 


Phil 


Publishing Systems Analyst 
Economist Intelligence Unit 
15 Lower Regent St 

London SW1Y 4LR 
PhilipGooch@eiu.com 


AO1FC30A13F62A280A6E4CE5 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 

énbsp; 
<p>Alex Herbert wrote: 


<blockquote TYPE=CITE>&nbsp;At last, I've finally put something on my home 


Page 7462 


Net Yaroze newsgroups message dump.txt Page 7463 


page - The Super Bub Contest! 

<p><a href="http://www.netyaroze-europe.com/~teapot">www.netyaroze-europe.com/~teapo 
t</a> 

<p>It requires PSComUtil to run at the moment (as I used CodeWarrior + 

MWDebugIO in development) but I'll sort out a batch load version in the 

next few days. 

<p>As you lot haven't seen any of my stuff before, I'd appreciate any comments. 
<p>Oh, and I'll put up the source code very soon. 

<br>é&nbsp; 

<p>Bye for now... 

<br>é&nbsp; 

<p>Herbs 

<br>énbsp; </blockquote> 

I liked this a lot. Once again, a 2D game proves to be more fun than all 

this 3D nonsense. 

<p>Liked the music too - you seemed to have packed a lot in to a 260K VB 

file. 

<p>Phil 

<br>é&nbsp; 

<p>-- 

<br> 
<br>Publishing Systems Analyst 
<br>Economist Intelligence Unit 
<br>15 Lower Regent St 
<br>London SW1Y 4LR 
<br>PhilipGooch@eiu.com 

<br> 
<br>énbsp; </html> 


A0O1FC30A13F62A280A6E4CE5—— 


——MESSAGE FILE 11261 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000381 


—-MESSAGE FILE 11262 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000382 
Path: chuka.playstation.co.uk!news 

From: Steve Parnell <steve@parny.force9.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Super Bub with SIOCONS 

Date: Tue, 22 Dec 1998 17:02:20 +0000 

Organization: Architectronics 

Lines: 20 

Message-ID: <367FD09C.4ED56942@parny. force9.co.uk> 
References: <759211S78c6@chuka.playstation.co.uk> 
Reply-To: steve@parny.force9.co.uk 

NNTP-Posting-Host: 326.hiper01.shef.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Alex: 


Just thought I'd add my congrats for Super Bub. 

Simple but extremely effective, like all the best games. 
The music works well too. 

I love it! 


Steve P. 


Alex Herert wrote: 


An SIOCONS compatible version of The Super Bub Contest is now available. 
It's still PAL only though. 


www.netyaroze-europe.com/~teapot 


Have fun! 


VVVVVVVVV 


Herbs 
—-MESSAGE FILE 11262 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000382 
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—-MESSAGE FILE 11263 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000383 
Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: 3d rally 

Date: Fri, 25 Dec 1998 20:28:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3683F564.4444@mdx.ac.uk> 
Reply-To: hc054@mdx.ac.uk 
NNTP-Posting-—Host: stu-dialup2.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hello everyone and merry xmas! 


Check out my 35% complete 3d rally game at: 
http://www.netyaroze-europe.com/~harveyc/ftp/rally.zip 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 
—-MESSAGE FILE 11263 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000383 


—-MESSAGE FILE 11264 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000384 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Dataman 1.4 released 

Date: Thu, 07 Jan 1999 18:34:49 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <3694FE49.63AB9461@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


After seeing that some people were using my Dataman data placing utility, I went bac 
k to have a look 


at it - and found that the version on the site was two versions behind what I'd comp 
leted, had a few 
bugs and NO documentation! Soon fixed that... Dataman 1.4 is now up on 


http://www.netyaroze-europe.com/~jruss1/ftp/Dataman.zip with loads of docs, so bug r 
eports to me 
please. Also included is an example of how to generate SIOCONS upload files. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Diets are for those who are thick and tired of it. 
——MESSAGE FILE 11264 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000384 


—-MESSAGE FILE 11265 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000385 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: The Super Bub Contest 

Date: Tue, 12 Jan 1999 17:51:32 -0800 

Organization: 

Lines: 30 
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Message-ID: <369BFC24.E88A2D9F@shell.jps.net> 

References: <3670020C.B9959B04@ndirect.co.uk> <367AF3B6.DD724529@shell.jps.net> <367 
BDD53.6D8CCF31@ndirect.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Alex Herbert wrote: 


> 

> Elliott Lee wrote: 

> 

> > Dang. That's one fine game. I actually think it plays closer to 
> > Puyo Puyo (but the pieces are thrown up instead of dropping down). 
> > Good work. 

>> 

>>-e! 

> 

> Thanks! 

> 

> I haven't seen Puyo Puyo. Who's it by, and what platform is it on? I 
> guess I should see it. 

> 

> Herbs 

Heya, 


Couldn't reply earlier 'cuz the news server was full. NEways, I don't 
remember the original maker but it was Japanese and came out eventually 
on the Famicom. You would drop these weird blobs from the top of the 
screen and be able to rotate them this way or that. When the blobs 

hit something they stop. If they are next to the same color, they 
"merge" together. Get 4 of them merged and you got a combo and they 
disappear, leaving the rest of the blobs on top of them to fall down. 
Basically, it is the same thing as Super Bub and Super Puzzle Fighter 
II Turbo. :Ք 


- Թ) 
—-MESSAGE FILE 11265 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000385 


—-MESSAGE FILE 11266 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000386 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Net Yaroze Fame Game - OPM 

Date: 18 Jan 1999 16:58:22 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <77vp7eShool2@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:185 scee.yaroze.freetalk.english: 
3291 scee.yaroze.mydemos: 386 


To all members, 


We are currently looking for any great games for 

the next Official PlayStation Magazine Cover Disc. 

If any members have any great stuff to show us please 
announce your game on the appropriate newsgroups or 
e-mail me directly. 


Regards, 


George@SCEE 
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—-MESSAGE FILE 11266 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000386 


—-MESSAGE FILE 11267 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000387 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "J. Pretorius" <jpretori@home.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: New Game Available! 

Date: Wed, 20 Jan 1999 22:04:43 -0800 

Organization: @Home Network 

Lines: 29 

Message-ID: <36A6C37B.4F064F93@home.net> 

NNTP-Posting-Host: cs207965-a.gvmt1l.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Hello everybody, 


All the way from British Columbia I am pleased to announce that the PAL version 
of Opera of Destruction is ready. I haven't put a home page on the US Yaroze 
site, but you can download the game from 
http://members.home.net/jpretori/opera.zip 


(see http://members.home.net/jpretori/betafx.html for some out of date screen 
shots) 


The download is almost 900K (and includes the NTSC version), but this game uses 
every ounce of the Playstation's memory. 


Opera of Destruction is an intense 3D flight sim type game that can be best 
described as a mix between Defender and Skychase for the Amiga. In one player 
mode you have to battle through 20 worlds, destroying enemy cities while 
protecting your own flying city. The game also features a 2 player split screen 


mode where players try to demolish each others city. 


I hope that I set a good example by releasing both a NTSC and PAL version. 


James Pretorius 
jpretori@home.com 


--MESSAGE FILE 11267 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000387 


—-MESSAGE FILE 11268 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000388 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: New Game Available! 

Date: 22 Jan 1999 12:42:47 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 45 

Message-ID: <789ro7Shr56@chuka.playstation.co.uk> 
References: <36A6C37B. 4F064F93@home.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


This is a cool game. All SCEE Net Yaroze members can find this 
demo in the "Immaculate Collection" of the members website. 


P.S. They might even find it on a OPM disc in the near future. 


George 
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In article <36A6C37B.4F064F93@home.net>, jpretori@home.net says... 


>Hello everybody, 


>All the way from British Columbia I am pleased to announce that the PAL 
version 

>of Opera of Destruction is ready. I haven't put a home page on the US Yaroze 
>site, but you can download the game from 
>http://members.home.net/jpretori/opera.zip 

> 

>(see http://members.home.net/jpretori/betafx.html for some out of date screen 
>shots) 

> 

>The download is almost 900K (and includes the NTSC version), but this game 
uses 

>every ounce of the Playstation's memory. 

> 

>Opera of Destruction is an intense 3D flight sim type game that can be best 
>described as a mix between Defender and Skychase for the Amiga. In one player 
>mode you have to battle through 20 worlds, destroying enemy cities while 
>protecting your own flying city. The game also features a 2 player split 
screen 


> 

>mode where players try to demolish each others city. 

> 

> 

>I hope that I set a good example by releasing both a NTSC and PAL version. 


> 

> 

> 

>James Pretorius 

> 
>jpretori@home.com 
> 


——MESSAGE FILE 11268 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000388 


——MESSAGE FILE 11269 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000389 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: CLIB v1.0 RELEASE 

Date: Thu, 28 Jan 1999 16:51:57 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1131 scee.yaroze.mydemos:389 scee 
-yaroze.programming.libraries:212 


It's here. CLIB v1.0. The solution to all of your data 
compression/management needs. 


Featuring full directory structures (well, just one level deep, but that's 
all i really need, so that all anyone's really getting :) ), Completely 
AVERAGE Huffman Compression (WOOHOO!), and a reaaaaly easy API interface. 
Just drop it in and GO. 


It's only DOS32, and I've included DOS4GW (dos extender) in the zip file. 
Check it out. 
Lemme know what everyone thinks. 


ftp://143.209.106.203/clibv10.zip 
anonymous access enabled. 


-charles nicholson (and yes, i am just posting this everywhere for coverage. 
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sorry. :) ) 


—-MESSAGE FILE 11269 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000389 


—-MESSAGE FILE 11270 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000390 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: Re: CLIB v1.0 RELEASE 

Date: Thu, 28 Jan 1999 16:54:04 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <78qlirSlas3@scea> 

References: <78qlht$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1132 scee.yaroze.mydemos:390 scee 
.yaroze.programming.libraries:213 


>ftp://143.209.106.203/clibv10.zip 
>anonymous access enabled. 


So sorry. Make that "143.229.106.203" and i don't think you can browse 
there- i'm serving w/SERV-U, and (at least) my copy օք 164.0 doesn't like it 
too much..... 


-charles 


——MESSAGE FILE 11270 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000390 


——MESSAGE FILE 11271 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000391 
Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: At long last! 

Date: Sat, 30 Jan 1999 00:40:03 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36B254E3.6637@mdx.ac.uk> 
NNTP-Posting-Host: dialup-106-157.barrysworld.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


I've just handed in my 3d game coursework this week. It's pretty much 
complete - except only 1 out of 3 tracks are finished:( It is my first 
3d game but not my last. Over the next couple of weeks I'm going to 
see if I can implement environment mapping (unless of course my head 
explodes). I've been sort of inspired the amazing off-road racing demo 
by Dr Steve Collins. 


Have a butchers at: 
http://www.netyaroze-europe.com/~harveyc/ 


Any comments are welcome! 


Kind Regards 
Harvey 


--MESSAGE FILE 11271 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000391 
—-MESSAGE FILE 11272 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000392 


Path: chuka.playstation.co.uk!news 
From: Harvey Cotton <hc054@mdx.ac.uk> 
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Newsgroups: scee.yaroze.mydemos 

Subject: Re: At long last! 

Date: Sat, 30 Jan 1999 09:50:37 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <36B2D5ED.5C97@mdx.ac.uk> 
References: <36B254E3.6637@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup15.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Harvey Cotton wrote: 


> 

> I've just handed in my 3d game coursework this week. It's pretty much 
> complete - except only 1 out of 3 tracks are finished:( It is my first 
> 3d game but not my last. Over the next couple of weeks I'm going to 

> see if I can implement environment mapping (unless of course my head 

> explodes). I've been sort of inspired the amazing off-road racing demo 
> by Dr Steve Collins. 

> 

> Have a butchers at: 

> http://www.netyaroze-europe.com/~harveyc/ 

> 

> Any comments are welcome! 

> -- 

> Kind Regards 

> Harvey 

I've gone and uploaded the wrong file - again! The correct file has 


now been uploaded. 


http://www.netyaroze-europe.com/~harveyc/ 
Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


—-MESSAGE FILE 11272 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000392 


—--MESSAGE FILE 11273 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000393 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scee.yaroze.mydemos, scee.ya 
roze.programming.libraries 

Subject: Re: CLIB v1.0 RELEASE 

Date: Sun, 31 Jan 1999 12:23:48 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <7922ub$q123@scea> 

References: <78qlhtS$las2@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1136 scee.yaroze.mydemos:393 scee 
-yaroze.programming.libraries:214 


I've added another somewhat helpful doc file- LOADER.TXT. This gives you 
more information 
on the in-file loading API, with examples. 


-charles 


——MESSAGE FILE 11273 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000393 


——MESSAGE FILE 11274 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000394 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.mydemos 
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Subject: Environment mapping 

Date: Mon, 01 Feb 1999 11:00:28 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <36B5894C.4CA9@bristol.ac.uk> 
References: <36B254E3.6637@mdx.ac.uk> 
NNTP-Posting-Host: n31.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Harvey Cotton wrote: 


> Over the next couple of weeks I'm going to 

> see if I can implement environment mapping (unless of course my head 
> explodes). 

> 

> Kind Regards 

> Harvey 


Hmmm. Check out my environment mapping demo I've just put on the web (my 
what a coincedence!), it's a real pain in the neck to do and I ended up 
cheating the work out the surface noramls of the torus. I reckon there 
must be a less processor intensive way of doing it, but I'm buggered if 
I know what it is. 


You can find it at: 
http://www.netyaroze-europe.com/~topcats/ 
Cheers, 

Tom 
PS It also demonstrates motion blurring, I'd be impressed if you put 
that in without slowing down the game too much. It takes an extra 
100-odd hSyncs on my demo but it makes the frame rate hard to read 


"cause it's all blurred. Doh! 
--MESSAGE FILE 11274 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000394 


——MESSAGE FILE 11275 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000395 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Environment mapping 

Date: Mon, 01 Feb 1999 14:22:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <36B5B8BC.1D191C0B@hinge.mistral.co.uk> 

References: <36B254E3.6637@mdx.ac.uk> <36B5894C.4CA9@bristol.ac.uk> 
NNTP-Posting-Host: d3-s10-166-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Tom wrote: 


> Hmmm. Check out my environment mapping demo I've just put on the web (my 
> what a coincedence!), it's a real pain in the neck to do and I ended up 
> cheating the work out the surface noramls of the torus. I reckon there 

> must be a less processor intensive way of doing it, but I'm buggered if 
> I know what it is. 


You've already got the surface normals pre-calculated in the TMD file 
(if you're using the right primitive types). Problem solved..... 


Just apply the local to world matrix to each normal in the TMD using 
ApplyMatrixsSvV () 
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(or something), cache the results and use them to process each poly of the 
TMD 

cache them because each rotated vertex normal will probably be used by 
several poly's 

and it saves doing the local to world transform several times.... 


If the local to world involves scaling, you might want to have a seperate 
non-scaling 

matrix to use for rotating instead to maintain the unified vector length on 
the normal. 


> Tom 


Craig. 


—-MESSAGE FILE 11275 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000395 


——MESSAGE FILE 11276 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000396 
Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Environment mapping 

Date: Tue, 02 Feb 1999 18:19:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <36B741A2.463C@mdx.ac.uk> 

References: <36B254E3.6637@mdx.ac.uk> <36B5894C.4CA9@bristol.ac.uk> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Tom wrote: 


Harvey Cotton wrote: 

Over the next couple of weeks I'm going to 

see if I can implement environment mapping (unless of course my head 
explodes). 


Kind Regards 
Harvey 


V V V V V V 


Hmmm. Check out my environment mapping demo I've just put on the web (my 
what a coincedence!), it's a real pain in the neck to do and I ended up 
cheating the work out the surface noramls of the torus. I reckon there 
must be a less processor intensive way of doing it, but I'm buggered if 
I know what it is. 


VVVVVVVVVVVV VV 


Thanks for this! I've spent the past few days scratching my head on this 
one. I had a few ideas myself, but nothing practical to work with. 
I will check out your demo after I finish this reply. 


PS It also demonstrates motion blurring, I'd be impressed if you put 
that in without slowing down the game too much. It takes an extra 
100-odd hSyncs on my demo but it makes the frame rate hard to read 
"cause it's all blurred. Doh! 


V V V V 


Is that a challenge? :) I'll see if I can get the thing working first, 
but I reckon I can probably fit something in without slowing the 

game down. My game has over 100 hsyncs spare to mess with, before the 
dang thing starts slowing down. 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


——MESSAGE FILE 11276 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000396 


—-MESSAGE FILE 11277 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000397 
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Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Environment mapping 

Date: Wed, 03 Feb 1999 09:54:43 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 

Message-ID: <36B81CE3.BC8@bristol.ac.uk> 
References: <36B254E3.6637@mdx.ac.uk> <36B5894C.4CA9@bristol.ac.uk> <36B741A2 
dx.ac.uk> 

NNTP-Posting-Host: n72.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Harvey Cotton wrote: 

Thanks for this! I've spent the past few days scratching my head on this 
one. I had a few ideas myself, but nothing practical to work with. 

I will check out your demo after I finish this reply. 


PS It also demonstrates motion blurring, I'd be impressed if you put 
that in without slowing down the game too much. It takes an extra 
100-odd hSyncs on my demo but it makes the frame rate hard to read 
"cause it's all blurred. Doh! 


Is that a challenge? :) I'll see if I can get the thing working first, 
but I reckon I can probably fit something in without slowing the 

game down. My game has over 100 hsyncs spare to mess with, before the 
dang thing starts slowing down. 


VVVVVVVVVVV VV 
V V V V 


It seems to me that if you manage to squeeze all these effects into the 
game you'll be able to match the graphical splendor of RR4 (and won't 
that 

be somthino). 


Craig Graham wrote: 


> You've already got the surface normals pre-calculated in the TMD file 
(if you're using the right primitive types). Problem solved..... 


v 


> Just apply the local to world matrix to each normal in the TMD using 

> ApplyMatrixSV() (or something), cache the results and use them to process 
> each poly of the TMD cache them because each rotated vertex normal will 
>probably be used by several poly's and it saves doing the local to world 

> transform several times.... 


> If the local to world involves scaling, you might want to have a seperate 
> non-scaling matrix to use for rotating instead to maintain the unified 
> vector length on the normal. 


The model that I used was pre-calculated (I only figured out how to do 
rt 

so I'm doing rather too much dynamic TMD creation for my own good at the 
moment), so I had trouble working out what the surface normals should 
be. 

If the model you are trying to map is only made out of triangles, you 
can 

create an array of MATRIX structures and put the normal values for each 
of 

the three verticies of the polys in a matrix. Then, you can just rotate 
the 

matrix using RotMatrix0() and Bob's your uncle you've got the new 
surface 

normals. This method does recalculate some normal values, but what the 
hell, 

it is quite nice. 


Cheers, 


Tom 


-463C@m 


—--MESSAGE FILE 11277 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000397 
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—-MESSAGE FILE 11278 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000398 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Poxy Netscape 

Date: Wed, 03 Feb 1999 09:58:27 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <36B81DC3.28D1@bristol.ac.uk> 
NNTP-Posting-Host: n72.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


What's going on with my posts, Netscape seems to be messing up the lines 
and just chopping one word off from the end. 


Cheers, 


Tom 
--MESSAGE FILE 11278 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000398 


--MESSAGE FILE 11279 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000399 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Environment mapping 

Date: Wed, 03 Feb 1999 09:54:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 159 

Message-ID: <36B81CED.EO6DFO9BEhinge.mistral.co.uk> 

References: <36B254E3.6637@mdx.ac.uk> <36B5894C.4CA9@bristol.ac.uk> <36B741A2.463C@m 
dx.ac.uk> <36B81CE3.BC8@bristol.ac.uk> 

NNTP-Posting-Host: d3-s9-165-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Here's how I did it....... dunno if this is faster than the way Tom is doing 

A Gea. s Z; 

It only works for one primitive type and requires that the normal vectors were 
pre-calculated (as they should be anyway for the gourard shading to work). 
Craig. 


#include <sys/types.h> 
#include <libetc.h> 
#include <libgte.h> 
#include <libgpu.h> 
#include <libgs.h> 
#include <stdlib.h> 
#include <MWinline.h> 
#include <gtemac.h> 
#include <memory.h> 
#include "tmd.h" 
#include "envmap.h" 


#define FAST_ENVIRONMENT_MODE 1 


//#define ENV_TX_SHIFT 7 
//#define ENV_TY_SHIFT 8 


// Setup for a 64*64 env map in fast mode 


#define ENV_TX_SHIFT 7 
#define ENV_TY_SHIFT 7 


/* 
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* Environment Map An Object 

* 

* Parameters: 

* object = object to map. 

* i = image description of the environment texture. must be aligned to top 
left of a texture 

A page, and must not go beyond the texture page boundary. 

* axis_flag = environment mapping mode: 

* EM_AXIS_X : only the X texture axis is mapped 

* EM_AXIS_Y : only the Y texture axis is mapped 

X EM_AXIS_ALL : both X & Y texture axis are mapped 

* NOTES: 

* 1) Only TMD_GTP3N primitives work at the moment (Gourard,Texture Poly3's) 

* 2) If FAST_ENVIRONMENT_MODE is set then the texture is assumed to be a 
single 


* 


* improve performance. 


texture page in width, and shifting is used instead of multiply/divide to 


* 3) If possible, this routine puts it's temporary buffers in the scratch pad. 


X this only works if you've got less than 512 normals in the model.... 

* 4) Inline GTE macro's are used to speed up the calculation of the rotated 
normals... 

ai ****No they aren't, I've replaced it with ApplyMatrixSV() so you can use 


it on the Yaroze**** 


xJ 


void EnvMap (GsDOBJ2 *object,GsIMAGE "1, int axis_flag) 
{ 


TMD_OBJECT *ob=(TMD_OBJECT*) object-—>tmd; 
TMD_PACKET_HEADER *h; 

VECTOR t; 

int p; 

register TMD_GTP3N *prim; 

register short temp; 

register unsigned char *tu_buf, *tv_buf; 
long flg; 


h= (TMD_PACKET_HEADER* ) ob->primitive_top; 


// If we can, we put the normals into the scratchpad for fast access 
if (ob->n_normal>512) 

{ 

// Allocate a temporary buffer for the u's, v's and normals 
tu_buf= (unsigned char*)malloc(ob->n_normal) ; 

tv_buf= (unsigned char*)malloc(ob->n_normal) ; 

jelse{ 

// Get scratch pad address 

tu_buf=(unsigned char*) getScratchAddr (0); 

tv_buf=(unsigned char*) getScratchAddr (512/4); 

} 


gte_SetRotMatrix (&0bject—>coord2->workm) ; 


// Calculate texture UV's for all vertices, and build a lookup 
for (p=0; p<ob->n_normal; ptt) 

{ 

// Rotate the normal 


ApplyMatrixSV (&object-—>coord2->workm, (SVECTOR*) &£0b->normal_top[p], &t); 


it Yaroze style 


#if FAST_ENVIRONMENT_MODE 
if (axis_flag&EM_AXIS_X) 
{ 
temp=t.vx; 
temp>>=ENV_TX_SHIFT; 
tempt+=32; 
tu_buf [p]=temp; 
} 


if (axis_flag&EM_AXIS_Y) 
{ 
temp=t.vy; 


// Do 
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temp>>=ENV_TY_SHIFT; 


tempt+=32; 


tv_buf [p]=temp; 


} 


#else 


if (axis_flag&EM_AXIS_X) 


{ 


temp=t.vx; 


temp*=i->pw/2; 


temp/=ONE; 


temp+=(i->pw/2)-1; 
tu_buf [p]=temp; 


} 


if (axis_flag&EM_AXIS_Y) 


{ 
temp=t.vy; 


temp*=i->ph/2; 


temp/=ONE; 


temp+=(i->ph/2)-1; 
tv_buf [p]=temp; 


} 
#endif 
} 


// Now go round all 


built 


for (p=0; p<ob->n_primitive; ptt) 


{ 


if ( (h->mode&~2) ==0x34) 


{ 


prim=(TMD_GTP3N*)h; 
if (axis_flag&EM_AXIS_X) 


{ 


prim->u0=tu_buf [prim->n0]; 
prim->ul=tu_buf [prim->n1]; 
prim->u2=tu_buf [prim->n2]; 


} 


if (axis_flag&EM_AXIS_Y) 


{ 


prim->v0=tv_buf [prim->n0]; 
prim—->vl=tv_buf [prim->n1]; 
prim->v2=tv_buf [prim->n2]; 


} 


h=(TMD_PACKET_HEADER*) (primt1) ; 


} 
} 


if (ob->n_normal>512) 


{ 


free (Ես Եսք): 
free (ԷՄ Եսք): 


} 
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poly's and fill in the UV's from the lookup we've already 


--MESSAGE FILE 11279 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000399 


—-MESSAGE FILE 11280 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000400 
Path: chuka.playstation.co.uk!news 
From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 


Subject: Re: 


Environment mapping 


Date: Wed, 03 Feb 1999 10:50:17 +0000 


Organization: 
Lines: 10 


Message-ID: <36B829E9.3376@bristol.ac.uk> 


References: <36B254E3.6637@mdx.ac.uk> <36] 


PlayStation Net Yaroze 


(SCEE) 


B5894C.4CA9@bristol.ac.uk> <36] 


B741A2.463C@m 


dx.ac.uk> <36B81CE3.BC8@bristol.ac.uk> <36B81CED.EO6DFO09B@hinge.mistral.co.uk> 
NNTP-Posting-Host: n72.fen.bris.ac.uk 


Mime-Version: 


1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (WinNT; 1) 


Craig Graham wrote: 

> 

> A lot of stuff ;-) 

> 

You seem to be doing a lot fewer calculations than me, but I traded 
speed for simplicity. I may re-think that decision. 


Cheers, 


Tom 
——MESSAGE FILE 11280 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000400 


—-MESSAGE FILE 11281 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000401 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Poxy Netscape 

Date: Wed, 03 Feb 1999 13:25:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36B84026.98F1DE13@hotmail.com> 

References: <36B81DC3.28D1@bristol.ac.uk> 

Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: corbeill1-155.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Tom wrote: 


> What's going on with my posts, Netscape seems to be messing up the lines 
> and just chopping one word off from the end. 


I experience the same problems... 


—-MESSAGE FILE 11281 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000401 


—-MESSAGE FILE 11282 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000402 
Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Environment mapping 

Date: Wed, 03 Feb 1999 18:07:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36B8907E.EFC@mdx.ac.uk> 

References: <36B254E3.6637@mdx.ac.uk> <36B5894C.4CA9@bristol.ac.uk> <36B741A2.463C@m 
dx.ac.uk> <36B81CE3.BC8@bristol.ac.uk> 

NNTP-Posting-Host: stu-dialup4.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


It seems to me that if you manage to squeeze all these effects into the 
game you'll be able to match the graphical splendor of RR4 (and won't 
that 


> 
> 
> 
> be somthing). 


If I were paid a million quid - I'd squeeze in the graphical splendor 
of Sega Rally 2! :) 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 
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——MESSAGE FILE 11282 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000402 


—--MESSAGE FILE 11283 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000403 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: BloodShed v00.01.04 (NTSC/PAL) 

Date: Sun, 14 Feb 1999 12:00:25 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <36C70129.40AB1ADC@datasys.net> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 294.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Allrighty, here's the newest version of my best work, the BloodShed 
demo. This one has a better main menu, as well as smoke trails for the 
missiles. I have compiled both NTSC and PAL versions, and both seem to 
work fine on my setup. European users may have to wait a few days for 
the mirror to reach them, but american members can leech immediately. 


SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodntsc.zip 
http://www.scea.sony.com/net/yaroze/pages/ftp/rquattlebaum/blodpal.zip 
SCEE: 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodntsc.zip 
http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/rquattlebaum/blodpal.zip 


The european mirror might have the older version of the NTSC bloodshed 
demo ready for download... It's nice, but the new one is faster and has 
smoke trails. 

(Actually, I have a version running right now with plasma explosions, 
but you'll have to wait for that release. :) 


"Darco 
—-MESSAGE FILE 11283 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000403 


—-MESSAGE FILE 11284 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000404 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Final Release 

Date: Fri, 19 Feb 1999 13:53:54 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <36CD6CF2.2CO0A@bristol.ac.uk> 
NNTP-Posting-Host: n57.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hi there, 


Just thought you might like to know that the final release of Arena is 
up on my page. It's not that much different than the last release but 
the craft dynamics are slightly improved. FracGen has also got a 
facelift (could someone please fill in the form on the page, Ed's 
getting depressed). 


Cheers, 
Tom 


PS Look out for Arena 2 coming soon... 
—-MESSAGE FILE 11284 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000404 
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——MESSAGE FILE 11285 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000405 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Members Demo Hub 

Date: Tue, 2 Mar 1999 17:27:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7bh9hbS9hel@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-69.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:3627 scee.yaroze.mydemos: 
405 


Hey all, 

Contrary to popular belief I'm not dead, and neither (I hope) is the 
Member's Demo Hub, so please get in the habit of mailing me (see the txt 
form on my homepage) when you post your awesome demos here. 

This has been a somewhat muted public service announcement. 


Nick F 


PS Hey ho, it's quiet, innit? 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 11285 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000405 


—-MESSAGE FILE 11286 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000406 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Real-time fire effect demo 

Date: Mon, 1 Mar 1999 16:48:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7bkbbjS$9he21@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-26.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 11286 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000406 


—-MESSAGE FILE 11287 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000407 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 
Newsgroups: scee.yaroze.mydemos 

Subject: Apples & Pears - The demise! 

Date: Mon, 08 Mar 1999 17:16:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <36E405EC.23806A27@cwcom.net> 
NNTP-Posting-Host: 193.82.133.182 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi all, 

Just a posting to say that my recent project, Apples & Pears, has died a 
grizzly death. It seems it was never destined to come out in the first 
place, as it was plagued by hold-ups and problems. The reason for the 
latest problem, believe it or not, is another bloody PC crash - my new 
PC as well. I hate Windows, and Microsoft, and..... etc.etc. 

Anyway, before you say it - Yes!, I did back up the source code, but no, 
I didn't backup the game data. Typical. Being in a systems admin role, 
you're always telling people "Make backups, whatever you do make 
backups!", but you never practise it yourself. Oh well. I have 


therefore decided to abandon the project (it was only ever a test 
anyway, but somehow developed into a game), and start work on a new 
game. The new game should be quite good, but I'll not divulge any 
details until I have a demo up and running. 


So, there you have it. 1 will now backup ALL my data (after all, that's 
what the private ftp directory is for on the Yaroze server!), and hope 
someone else learns from my misfortunes. 


You'll here from me soon!!! 
Cheers! 
Tones 8) 


——MESSAGE FILE 11287 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000407 


—-MESSAGE FILE 11288 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000408 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: new upload: dxcard-- read Dex Drive game saves! 

Date: Wed, 10 Mar 1999 00:53:51 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <36E6331F.318636DB@znet .com> 

NNTP-Posting-Host: scts1-22.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.announce:116 scee.yaroze.mydemos: 408 


New upload: dxcard ver. 1.0 


Dxcard allows your Yaroze to read Playstation game save files made with 
Interact's Dex Drive (.GME) or the Playsaver (.MC) and copy them to a 
memory card. Lots of game save files are available on the internet with 
all levels, all cars, etc. -- go back and have fun with all those games 
you gave up on. Based on Sony card sample source, with enhanced menus, 
messages, and error checking. Lets you select individual files to copy, 
includes card directory, hex dump, and erase file functions. Includes 
source, with Japanese comments translated. PAL & NTSC versions. 


-- Limitations: 

Only writes from main memory to memory card, does not transfer files 
from memory card to PC. Only works 

with memory card #2. Memory card cannot be removed while program is 
running. No icons, but displays card descriptions using Kanji font. 


file link: 
http://wwl.scea.sony.com/net/yaroze/pages/ftp/kbender/dxcard.zip 


my yaroze page: 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
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Without dxcard, I know I'd never get to see the toilet level 

in Parappa the Rapper, with my sense of rhythm. 

share and enjoy. 


feedback hungrily accepted. 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
—-MESSAGE FILE 11288 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000408 


——MESSAGE FILE 11289 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000409 
Path: chuka.playstation.co.uk!news 

From: "Gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Apples & Pears - The demise! 

Date: 11 Mar 1999 21:56:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01b9ee69$8111bf40S015e38d4@gareth> 
References: <36E405EC.23806A27@cwcom.net> 
NNTP-Posting-Host: 212.56.94.1 

X-Newsreader: Microsoft Internet News 4.70.1161 


I know how you feel. I've had four hard drive crashes on this PC! Dodgy 
sector 0. I had to partition the drive to avoid using that sector. What a 
pain. Luckily I had made backups not more than a month before, which is 
unusual for me. Not any more, though i^) 


Hope the new project goes well, what is it? 


Gareth! 
—-MESSAGE FILE 11289 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000409 


—-MESSAGE FILE 11290 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000410 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Arena2 

Date: Fri, 19 Mar 1999 13:24:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <36F2502B.5033@bristol.ac.uk> 
NNTP-Posting-Host: m04.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


I just thought you might like to know that an early version of Arena2 (I 
spent ages thinking that name up) is up on my web site. I really pleased 
with the way it's turning out and I will (for once) stick some bad guys 
in there eventually. It's analogue compatible and employs Custom Cunning 
Camera System technology which ensures your view is never obscured. 
Well, that's the plan anyway. 


Go on, you know you want to... 
http://www.netyaroze-europe.com/~topcats/ 
Cheers, 
Tom 


——MESSAGE FILE 11290 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000410 


——MESSAGE FILE 11291 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000411 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.mydemos 
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Subject: "O and X"-Get it now!! 

Date: Mon, 5 Apr 1999 21:47:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7eb7irSnijl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en137-049.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


My Noughts and Crosses game!! OK, you've got me, it is absolute crap, but if 
you really want it then get it from my site: 
www.netyaroze-europe.com/~rprince. 

If you do download it, e-mail me to tell me what you think. Sorry its not 
upto the standard of those wonderful games around, but it is my first game, 
so don't take the piss too much. 


Thanks 
Rikki 


PS. Mmmm, just thinking, there's a coupla average to good games, which 
aren't amazing (though I think quite fun) on their own, but I wonder if we 


could make a compilation. (I'm talking of games like Pong by Nick Slaven, 
and Connect 4 by James Shaughnessy, and of course my own wonderful O and 
X!!) Sorry, just thinking out loud, anyone agree?!?! 


—--MESSAGE FILE 11291 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000411 


—--MESSAGE FILE 11292 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000412 
Path: chuka.playstation.co.uk!news 

From: Scott Campbell <escotia@escotia.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Video Poker Simulator 

Date: Tue, 06 Apr 1999 20:55:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <370A6699.105803C9@escotia. freeserve.co.uk> 
NNTP-Posting-Host: modem-23.mercury.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


My new game <A 
HREF="http://www.netyaroze-europe.com/~escotia/ftp/game2.zip">Video 
Poker Simulator (a.k.a. Game2)</A> is available for download. 


ScoTT 


——MESSAGE FILE 11292 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000412 


--MESSAGE FILE 11293 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000413 
Path: chuka.playstation.co.uk!news 

From: Scott Campbell <escotia@escotia.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Video Poker Simulator 

Date: Tue, 06 Apr 1999 20:57:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <370A6717.1D761146@escotia.freeserve.co.uk> 
References: <370A6699.105803C9@escotia.freeserve.co.uk> 
NNTP-Posting-Host: modem-23.mercury.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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Don't know why you can't do that with the HTML but the link works 
anyway. 


ScoTT 
Scott Campbell wrote: 


> My new game <A 

> HREF="http://www.netyaroze-europe.com/~escotia/ftp/game2.zip">Video 
> Poker Simulator (a.k.a. Game2)</A> is available for download. 
> 
> 


ScoTT 


—--MESSAGE FILE 11293 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000413 


—-MESSAGE FILE 11294 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000414 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.mydemos 

Subject: Rick Rangerous 

Date: Thu, 08 Apr 1999 07:36:54 GMT 

Organization: Reichardt Informatik AG 

Lines: 16 

Message-ID: <370c5cO0Of.865965@news.playstation.co.uk> 
NNTP-Posting-Host: dial-in-57.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello friends, 


I finally put the first project on my home page to download, and I'd 
like to invite you all to check it out and give me your comments. 


http://www.netyaroze-europe.com/~dhartmei/ 


[Sorry for the repost, but I accidentally posted the article to s.y.a 
and just realized that it will be canceled there. | 


Happy trails, 


Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
——MESSAGE FILE 11294 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000414 


--MESSAGE FILE 11295 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000415 
Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rick Rangerous 

Date: Fri, 09 Apr 1999 18:14:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <370E356D.A3BFE75@yaroze2000.freeserve.co.uk> 
References: <370c5c0f.865965@news.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Daniel, 


Well wouldn't you know it!!!!!! I'm assuming by the name of your project 
that it is similar to that old gem, 'Rick Dangerous' ? I was just 
thinking the other day, "Wouldn't it be great if Rick Dangerous was 
written for the Yaroze ?" (I'm sad like that, you see). 
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I might be jumping the gun here, but if it lives up to it's namesake I'll 
be a happy chappy. I'm gonna check it out now.... 


Cheers Daniel, 
Tones 8) 


—-MESSAGE FILE 11295 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000415 


——MESSAGE FILE 11296 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000416 
Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Rick Rangerous 

Date: Fri, 09 Apr 1999 17:46:00 GMT 

Organization: Reichardt Informatik AG 

Lines: 39 

Message-ID: <3711390f.6773219@news.playstation.co.uk> 

References: <370c5c0f.865965@news.playstation.co.uk> <370E356D.A3BFE75@yaroze2000.fr 
eeserve.co.uk> 

NNTP-Posting-Host: dial-in-85.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello Tones, 


Well wouldn't you know it! !!!!! I'm assuming by the name of your project 
that it is similar to that old gem, 'Rick Dangerous' ? I was just 
thinking the other day, "Wouldn't it be great if Rick Dangerous was 
written for the Yaroze ?" (I'm sad like that, you see). 


V V V V 


I was desperately searching for some free sprite graphics that I could 
use (I'm a miserable graphics artist) when I found the SpriteLib 
archive. It contained (among others) a main character that instantly 
reminded me of good old Rick Dangerous. And yes, this was one of my 
favorite games on the Amiga. Ah, nostalgia! :-) 


> I might be jumping the gun here, but if it lives up to it's namesake Լ'11 
> be a happy chappy. I'm gonna check it out now.... 


Don't expect too much. Apart from the similar looking main character, 
the game is not really a Rick clone (but it's a 2D jump-and-run game). 
Even worse (if you are looking for a game that you can actually play 
through), it's more of a technical demo than a complete game. You can 
play some levels, though. 


If someone actually thinks that it's worth the effort, I could invest 
some more time to create a set of levels (with increasing difficulty, 
puzzles, level bosses, etc.) that are more playable than the current 
ones. 


I remember writing the code for a fireball-spitting dragon as an enemy, 
but I'm not sure whether I put it in one of the supplied levels. Let me 
know if you are interested, and I'll add it. 


Any feedback welcome! 
Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
—-MESSAGE FILE 11296 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000416 


——MESSAGE FILE 11297 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000417 
Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.mydemos 
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Subject: Snake beta 

Date: Sat, 17 Apr 1999 00:38:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7f£8hms$h411@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-247-139.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The first beta of snake has just gone up on my page. Any comments? 
You'll find my page at... 


http://www.netyaroze-europe.com/~j_macl/ 
cheers, 


Mac 


P.S This is my first attempt at a game on the playstation (although I have 


had some coding experience) 
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—-MESSAGE FILE 11297 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000417 


—-MESSAGE FILE 11298 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000418 


Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Arena2 

Date: Tue, 20 Apr 1999 12:22:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <371C6391.7E59@bristol.ac.uk> 
NNTP-Posting-Host: n39.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Damn and blast these bloody exams! I was just getting into some heavy 
duty coding, when my mates pointed out that the end of year exams start 
in four days. Hardly end of year I'd say. 


Anyway, this means the latest update of Arena2 is in a slightly less 
finished state than I would have liked but it's a significant 
improvement on the last version. 


Check it out at: 
http://www.netyaroze-europe.com/~topcats 
Cheers, 


Tom 


——MESSAGE FILE 11298 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000418 


—-MESSAGE FILE 11299 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000419 


Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Arena2 

Date: Tue, 20 Apr 1999 12:25:17 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <371C641D.53B8@bristol.ac.uk> 
NNTP-Posting-Host: n39.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Net Yaroze newsgroups message dump.txt Page 7485 


Damn and blast these bloody exams! I was just getting into some heavy 
duty coding, when my mates pointed out that the end of year exams start 
in four days. Hardly end of year I'd say. 


Anyway, this means the latest update of Arena2 is in a slightly less 
finished state than I would have liked but it's a significant 
improvement on the last version. 


Check it out at: 
http://www.netyaroze-europe.com/~topcats 
Cheers, 


Tom 
——MESSAGE FILE 11299 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000419 


—-MESSAGE FILE 11300 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000420 
Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Aaaargh! 

Date: Tue, 20 Apr 1999 12:28:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <371C64FA.5187@bristol.ac.uk> 

NNTP-Posting-Host: n39.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (WinNT; 1) 


Many apologies for the duplicate posts above, Netscape seems to be 
playing silly buggers with my posts! 


Cheers, 


Tom 
——MESSAGE FILE 11300 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000420 


—-MESSAGE FILE 11301 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000421 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Aaaargh! 

Date: Tue, 20 Apr 1999 14:31:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7fhvp2Sgpbl@chuka.playstation.co.uk> 
References: <371C64FA.5187@bristol.ac.uk> 
NNTP-Posting-Host: modem-69.aspirin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Funny that its normally outlook express that does that :) 
Pete. 


Tom wrote in message <371C64FA.5187@bristol.ac.uk>... 

>Many apologies for the duplicate posts above, Netscape seems to be 
>playing silly buggers with my posts! 

> 


>Cheers, 
> 


> Tom 


--MESSAGE FILE 11301 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000421 


—-MESSAGE FILE 11302 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000422 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 
Newsgroups: scee.yaroze.mydemos 

Subject: BSP finally working 

Date: Sat, 24 Apr 1999 22:23:42 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <7fturm$qo71@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


OK. Maybe i'm jumping the gun here, but I'm amped about this. 

I just got a 3d BSP/portal algorithm up and displaying on the yaroze. 

This means that in a month or two, I will release Deathmatch 1.0 to the 
public, featuring full 6 DOF and many playing modes. I'm working on AI 
albums, and i'm thinking that good player modes would be '1 Player vs. 4 or 
5 bots', '2 Players and a few bots in chaos mode', and '2 Players vs. 
multiple bots.' 


Anyone wants to talk 3d, i'd love to share/bounce ideas about raycasting and 
the like... 


-charles 


——MESSAGE FILE 11302 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000422 


——MESSAGE FILE 11303 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000423 
Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: IONStorm Beta 0.85 [Check it only.PAL only I'm afraid] 
Date: Fri, 14 May 1999 12:16:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7hh0liSnpp4@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Easy, people. 


I've finally got my web site up and running. 
Check my one and only download.... 


http://www.netyaroze-europe.com/~praxis1/ 
Check it out and e-mail me with your comments.. 
Regards.. 

Aaron blaisetech@yahoo.com 


PS: It's PAL only until someone buys me an NISC compatible TV.... 


—-MESSAGE FILE 11303 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000423 


—-MESSAGE FILE 11304 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000424 
Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Check my demo... 

Date: Fri, 14 May 1999 14:44:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <7hh9brSnpp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hey People... 


New Demo up and ready... 
Check it out at http://www.netyaroze-europe.com/~praxis1/ 


Till Next Time.... 


Aaron blaisetech@yahoo.com 


—-MESSAGE FILE 11304 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000424 


——MESSAGE FILE 11305 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000425 
Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Snake Update 

Date: Sun, 16 May 1999 00:40:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <7hl0pe$1lu5@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-62-16.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Snake v0.92b is up on the site. Now in PAL and NTSC. 
http://www.netyaroze-europe.com/~j_macl/ 
cheers, 


Mac 


—-MESSAGE FILE 11305 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000425 


—-MESSAGE FILE 11306 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000426 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Check my demo... 

Date: Mon, 17 May 1999 01:02:50 -0700 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <7hoiph$s2il@scea> 

References: <7hh9brSnpp6@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


It's pretty cool! The graphics are pretty, and you've got a nice and hefty 
selection of weapons and enemies. The ability to change the little ship 
configurations is pretty cool. 


The background has a weird warping effect, which I suspect is from 3d? 


You feel really mortal, though--dodging seems tricky, which might just be 
the speed. Or are enemy bullets too plentiful also? 
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The variable speed is nice, though it'd be nice to have a way to speed up 
and down with two different buttons-—-could one be moved onto the face? 
Maybe the configuration change button. 


I don't particularly like shooters with hit points greater than one, a 
personal bias. Well, two might be ok. If there's a substantial change in 
ship appearance between? On non-boss enemies, particularly ones that rush 
you in waves, one is probably best. 


The beam effects are really pretty, though the big one doesn't look like it 
does that much damage--they just flash when you bathe them in its gentle 
radiance. A being-hit effect and greater damage'd go a long way. 


Enemies: there seem to be a good number and selection, though of course more 
is always better. Even that horrible spinning ring is kinda cool, though 
it's not immediately obvious how you kill it--do you have to use the blue 
tracking thing, or is it soaking up my ordinary bullets without my really 
noticing? Or just the green thing? 


Eep. I've probably gone on long enough. Օհ, yeah: have the intro starfield 
keep scrolling while you fade out. 


Ok, that's really it. 


mike 


—-MESSAGE FILE 11306 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000426 


—--MESSAGE FILE 11307 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000427 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Snake Update 

Date: Mon, 17 May 1999 02:26:32 -0700 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <7honmf$s2i2@scea> 

References: <7hl0pe$llu5@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Nicely done! The levels make for an appealing twist on the old snake game; 
I can't comment on the 2p play, though, 'cuz I don't have a 2nd player 
around at the moment. 


Out of curiosity, what features are you planning to add? 


The control is kinda weird--I know it has to wait until the next grid point 
to let you turn, but that can feel really laggy. Could you set some kind ot 
threshold after a grid point but before hitting, say, a third or halfway to 
the next such that before that point it'll consider you to have turned at 
the previous, and move you appropriately? Maybe that'd be even weirder. 


I thought I'd gotten used to it, but then i tried it on small and fast, and 
various combinations thereof, and... 


I think if you added enemies or something, it could become a really solid 
game; perhaps different kinds, from dudes who are little more than moving 
blocks to guys you can eat but can't let sideswipe you, or guys who fly and 
aim for your head. 


Maybe pressure plates, or beams you have to use your enormous snake body to 
block--things which take advantage of the snake length, which is ordinarily 
a drawback. 


Well, just some random thoughts. I really don't know how far you want to 
take it; what's currently there is solid--there's just a concern that levels 
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don't add quite enough novelty to the old snake game. 


mike 


——MESSAGE FILE 11307 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000427 


—-MESSAGE FILE 11308 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000428 
Path: chuka.playstation.co.uk!news 

From: "Johan H MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Snake Update 

Date: Tue, 18 May 1999 01:37:50 +0100 

Organization: Wa Wa Waaaaaaaaa 

Lines: 46 

Message-ID: <7hqceu8$4u54@chuka.playstation.co.uk> 

References: <7hl0pe$llu5@chuka.playstation.co.uk> <7honmf$s2i2@scea> 
NNTP-Posting-Host: 62.172.202.69 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Nicely done! The levels make for an appealing twist on the old snake game; 
>I can't comment on the 2p play, though, 'cuz I don't have a 2nd player 
>around at the moment. 


Cheers! I have had problems testing the two player section of the game 
for the same reason. 


>Out of curiosity, what features are you planning to add? 


This whole project is going to be an on-going thing, hopefully ending up 
in 3d with enemy computer controlled snakes and the such like. But this will 
probably be released as Snake 2000 (or some such appropriate name). I will 
have a break from snake when the present incarnation of snake is finished, 
and start looking into 3d stuff, and possibly another completely different 
project in the interim. 


>The control is kinda weird--I know it has to wait until the next grid point 
>to let you turn, but that can feel really laggy. Could you set some kind 
ot 

>threshold after a grid point but before hitting, say, a third or halfway to 


>the next such that before that point it'll consider you to have turned at 
>the previous, and move you appropriately? Maybe that'd be even weirder. 
I know what you mean about the control. It does take some getting used 


to. But it is controllable with practise. I may have a play with the control 
system. 


>I think if you added enemies or something, it could become a really solid 
>game; perhaps different kinds, from dudes who are little more than moving 
>blocks to guys you can eat but can't let sideswipe you, or guys who fly and 
>aim for your head. 


All interesting ideas. Hmmm. I will probably leave most of them to the 
3d version... 


>mike 
> 
> 
Thanks for the comments... 


Mac 


——MESSAGE FILE 11308 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000428 


—--MESSAGE FILE 11309 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000429 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Michael Hough" <mhough@stanford.edu> 
Newsgroups: scee.yaroze.mydemos 

Subject: my fighting game demo 

Date: Wed, 19 May 1999 16:08:42 -0700 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <7hvgjqSaps2@scea> 

NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is now on my yaroze page at 
http://www.scea.sony.com/net/yaroze/pages/mhough. html 


I still don't know if it's accessible to everyone, but as I have a class to 
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get to, let me know and I'll do necessary things upon my return, or sometime 


in the future. 


mike 


—-MESSAGE FILE 11309 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00 


—-MESSAGE FILE 11310 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/ 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: PAL versions 

Date: Thu, 20 May 1999 00:41:43 -0700 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <7idelrSaps6@scea> 

References: <7hvgjqSaps2@scea> 

NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ok, I've fixed the page and uploaded versions of t_monk and dojox with PAL 
executables included, for those of you who don't want to have to hack the 
source to play the games. 


What needs to be done to PAL convert other than change MODE_NTSC to 
MODE_PAL? I noticed a dark band at the top; is that a result of me not 
cranking screen size accordingly? 


And fixed a crash bug in t_monk, I think; I used to be cleverly almost 
avoiding a divide by zero, but it's been rooted out. 
mike 


http://www.scea.sony.com/net/yaroze/pages/mhough. html 


—-MESSAGE FILE 11310 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00 


—-MESSAGE FILE 11311 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/ 
Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re:Check My Demo 

Date: Thu, 20 May 1999 16:37:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7ila60$1183@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


000429 


00000430 


000430 


00000431 


Net Yaroze newsgroups message dump.txt Page 7491 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Mike! mate, 


It's only a beta..so there's a shit load a stuff that needs to be fixed. 
Regarding buttons could you 

explain a bit more. The big beam was a bit busted I forgot to assign 
multiple damage points to it. 

I'll fix this for next build. 


To kill the spinny thing target the green hedra and use your secondary 
weapon on it [the blue 
tracking thing] 


I've had problems with 3D warping it's because I'm only using 1 poly per 
tile..I should use more 
but I could use the hsync for other stuff.. 


Thanks for your comments and stuff.I'll see what I can do to remedy your 
complaints.. 


Till next time.. 


Aaron 
blaisetech@yahoo.com 


—-MESSAGE FILE 11311 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000431 


—-MESSAGE FILE 11312 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000432 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Re:Check My Demo 

Date: Thu, 20 May 1999 11:51:52 -0700 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <7illu9Saps7@scea> 

References: <7i1la60$1183@chuka.playstation.co.uk> 
NNTP-Posting-Host: rippy.Stanford.EDU 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Buttons: it struck me that you're using all the shoulder buttons but only 
three of the front buttons, and that the little ship configuration change is 
important enough to warrant a front button. This would leave a shoulder 
button free so you could have speed up and speed down buttons, which would 
help a lot in speed control. I think. 


Have you tried using ordinary sprites for the ground? It doesn't seem (yet) 
like you're viewing it from any direction but straight overhead. Though 
it'd be neat if you could. 


Thanks for confirming my suspicions about the spinny guy. I was concerned 
‘cuz ordinary shots didn't seem to be hurting it, though they'd hurt 
Similar-looking enemies earlier. But I know how much of a pain it is to 
come up with new enemy graphics. 

Good luck--the next one ought to be even cooler. 


mike 


——MESSAGE FILE 11312 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000432 


—--MESSAGE FILE 11313 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000433 
Path: chuka.playstation.co.uk!news 
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From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re:Check my Demo 

Date: Fri, 21 May 1999 09:53:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7i36rv$1185@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mike.. 


The Bridge is in proper 3D, even though it may not seem that way. The 
viewing angle is a slightly 

crooked overhead view. I'm using this because it doesn't seem to glitch as 
much.. apart from the 

warping. I was thinking about having a camera change but it's impractical at 
present as the ships 

are really high up and I'm not drawing enough tiles to make it viable. 


I'm still working on a button configuration screen. when this is done I'll 
post that on to my web page. 


Hopefully the next build should fix all these problems... 
Till Next Time.. 
Aaron blaisetech@yahoo.com 


PS: Do ya reckon it's decent enough to get OPSM coverage.? [Once I've fixed 
the problems that is] 


——MESSAGE FILE 11313 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000433 


—-MESSAGE FILE 11314 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000434 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re:Check my Demo 

Date: 24 May 1999 06:43:31 GMT 

Organization: SCEE 

Lines: 14 

Message-ID: <7iasejSsfd2@chuka.playstation.co.uk> 
References: <7i36rv$1185@chuka.playstation.co.uk> 
NNTP-Posting-Host: Dial-6-182.funtv.com 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


Yes..nuff said. 


George@SanDiego 


In article <7i36rv$1185@chuka.playstation.co.uk>, goaway@dontbugme.com says... 


>PS: Do ya reckon it's decent enough to get OPSM coverage.? [Once I've fixed 
>the problems that is] 

> 

> 

> 


—--MESSAGE FILE 11314 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000434 
——MESSAGE FILE 11315 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000435 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 
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Newsgroups: scee.yaroze.mydemos 

Subject: Decaying Orbit 

Date: Mon, 24 May 1999 09:41:24 -0700 
Organization: SCEA News Server 

Lines: 46 

Message-ID: <37498134.6CCB1525@vmlabs.com> 
NNTP-Posting-Host: vmlabslll1l.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


<cripes, got the group name wrong in my original post> 
At long last, here it is. 


What began as a simple test of my sprite-handling abilities soon 
blossomed into a full game. Those of you that have been here a while 
might remember this game when it was called Planet Graviton. I then 
changed it to Escape Velocity since it fit so nicely. Unfortunately 
that name is taken so it's now Decaying Orbit. 


This demo has the first of five planned galaxies (each comprising 


20-25 levels). Unfortunately, unless response is overwhelming, I 
won't be finishing the other four any time soon. I've been stuck in 
2D for so long I need to move on to another (3D) project. 


You can get the NISC or PAL version of the game here: 


http://www.dragonshadow.com/downloads/do_ntsc.zip 
http: //www.dragonshadow.com/downloads/do_pal.zip 


I'm sorry I didn't do a proper port from NTSC to PAL. By the time 
I realized I needed to do it my code was firmly entrenched in NTSC. 
Still, it's playable. 


I want to thank both Bob Shand and Nick F for taking the time to help 
me with testing before the release. 


If you want to get more info about the game, I've made a website for 
its 


http://www.dragonshadow.com/decayingorbit 


It has an online manual, information about the levels, and some help 
on using the level editor. I'll be adding more stuff over the next 
few weeks - like cheats/secrets and diagrams of all the levels. 


Also, I packaged up the online-manual portion of the website and have 
it available for download (and subsequent offline-reading) here: 


http://www.dragonshadow.com/downloads/do_manual.zip 
About all that's left to say is WHEW! 
Can I take a nap now? 


Scott 
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—--MESSAGE FILE 11315 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000435 


——MESSAGE FILE 11316 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000436 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Re: Decaying Orbit 

Date: Mon, 24 May 1999 17:15:51 -0700 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <3749EBB7.6CD94088@vmlabs.com> 

References: <37498063.C46675FC@vmlabs.com> 

NNTP-Posting-Host: vmlabs38.vmlabs.com 


Net Yaroze newsgroups message dump.txt Page 7494 


Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.announce:130 scee.yaroze.mydemos: 436 


It has been pointed out to me that I shouldn't make binaries available 
on a non-Yaroze server. 


Much appologies for the transgression. I've removed them and will post 
another message once they're available at the approriate locations. 


Goes to show you how long it's been since I've posted anything :) 


Scott 
—-MESSAGE FILE 11316 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000436 


—-MESSAGE FILE 11317 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000437 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Decaying Orbit 

Date: 25 May 1999 14:30:49 GMT 

Organization: SCEE 

Lines: 19 

Message-ID: <7iec6épS$sfd23@chuka.playstation.co.uk> 

References: <37498063.C46675FC@vmlabs.com> <3749EBB7.6CD94088@vmlabs.com> 
NNTP-Posting-Host: Dial-2-109.funtv.com 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


You can still post screen shots of your game in your gallery! I don't have 
my NY here with me in San Diego....sigh. 
George 


In article <3749EBB7.6CD94088@vmlabs.com>, scartier@vmlabs.com says... 
> 

>It has been pointed out to me that I shouldn't make binaries available 
>on a non-Yaroze server. 
> 

>Much appologies for the transgression. I've removed them and will post 
>another message once they're available at the approriate locations. 

> 

>Goes to show you how long it's been since I've posted anything :) 

> 

>Scott 


——MESSAGE FILE 11317 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000437 


——MESSAGE FILE 11318 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000438 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Decaying Orbit 

Date: Tue, 25 May 1999 09:13:07 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <374ACC13.65B1544E@vmlabs.com> 

References: <37498063.C46675FC@vmlabs.com> <3749EBB7.6CD94088@vmlabs.com> <7iec6épSsf 
d23@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 
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While there aren't any on the Decaying Orbit site, I do have a bunch of 
old shots on my main news site. 

http://www.dragonshadow.com/insider 


On the left under "Projects" click on "Screenshots". I've been lazy 
and haven't transferred them over to the actual game web site. 


Still, I believe it plays much better than it looks in static shots. 


Scott 

> You can still post screen shots of your game in your gallery! I don't have 
> my NY here with me in San Diego....sigh. 

> 

> George 


—-MESSAGE FILE 11318 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000438 


——MESSAGE FILE 11319 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000439 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Decaying Orbit 

Date: Tue, 25 May 1999 09:19:10 -0700 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <374ACD7E.B68D262E@vmlabs.com> 

References: <37498063.C46675FC@vmlabs.com> <3749EBB7.6CD94088@vmlabs.com> <7iec6pSsf 
d23@chuka.playstation.co.uk> <374ACC13.65B1544E@vmlabs.com> 

NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


Oh yeah. There are a few shots on the DO site in the online manual. 
From the main page, click on "The Game" and then "Online Manual". 
There are three sections there with some screen grabs explaining how 
the game works. 


Also, under "The Game" then "Level Editor" there's a tutorial that has 
some shots of the level editor. 


These are all shrunken down to suit the page. I should have some real 
full-blown screen shots up shortly. 


Scott 
——MESSAGE FILE 11319 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000439 


—-MESSAGE FILE 11320 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000440 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.announce, scee.yaroze.mydemos 

Subject: Decaying Orbit (for real this time) 

Date: Wed, 26 May 1999 18:41:50 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <374CA2DE.87C76FBE@vmlabs.com> 

References: <37498063.C46675FC@vmlabs.com> <3749EBB7.6CD94088@vmlabs.com> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.announce:131 scee.yaroze.mydemos: 440 


Decaying Orbit is available at the proper place this time. SCEE folks 
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might have to wait until it gets mirrored over to your side. 


For SCEA: 
http://www.scea.sony.com/net/yaroze/pages/ftp/scartier/do_ntsc.zip - 
NTSC (514k) 
http://www.scea.sony.com/net/yaroze/pages/ftp/scartier/do_pal.zip - 
PAL (515k) 


For SCEE (once available): 


http: //www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_ntsc.zip 
- NTSC (514k) 


http://www.netyaroze-europe.com/yaroze_scea/pages/ftp/scartier/do_pal.zip 
- PAL (515k) 


Scott 
--MESSAGE FILE 11320 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000440 


—-MESSAGE FILE 11321 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000441 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: TANX demo 

Date: Wed, 2 Jun 1999 08:58:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7j20b4Sm4q3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—43.caffeine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Check out my 2 player split-screen tank duel game. It's in demo 1.0 at the 
moment, but version 1.1 with destructable terrain, choice of maps and sound 
will be released immimently. 

www.netyaroze-europe.com/~scmacd 

Its my first ny program, so any help or hints are appreciated. 


—-MESSAGE FILE 11321 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000441 


—--MESSAGE FILE 11322 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000442 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: TANX 1.1 (almost) final release 

Date: Tue, 8 Jun 1999 09:39:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7 jil0pSrqe3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-64.tungsten.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


TANX 1.1 is now available for download. There's loads of new refinements and 
some early sound ( the last thing I need to get finalised ). If you know 
where I can get any free .wav sound effects for editing ( I don't have much 
source material, the ones I made are pretty poor. If you have any հօտ to 
make sound effects' tutorials, I'd appreciate them. thanx ). 


SMAC 


—--MESSAGE FILE 11322 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000442 


--MESSAGE FILE 11323 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000443 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: TANX 1.1 
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Date: Tue, 8 Jun 1999 14:04:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7jj4ihSrge7@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-98.altace.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Don't know if my last post made it, so here it is again. 


TANX 1.1 is now available for download. There's loads of new refinements and 
some early sound ( the last thing I need to get finalised ). If you know 
where I can get any free .wav sound effects for editing ( I don't have much 
source material, the ones I made are pretty poor. If you have any հօտ to 
make sound effects' tutorials, I'd appreciate them. thanx ). 


SMAC 


—-MESSAGE FILE 11323 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000443 


—-MESSAGE FILE 11324 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000444 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: TANX final release 

Date: Mon, 14 Jun 1999 21:37:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7k3pcf$75rl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-52.altace.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


With any luck this is it! Apart from the unthinkable bugs, I hope this is th 
elast release of the game. Theres been a few game enhancements and cosmetic 
improvements. Download it now from: 

http://www.netyaroze-europe.com/~scmacd 


Cheers. 
SmacD. 


——MESSAGE FILE 11324 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000444 


——MESSAGE FILE 11325 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000445 
Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Cyclone v2.0 

Date: Wed, 16 Jun 1999 23:19:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7k97seS$75r25@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-236-50.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


HiS; 


Been a long time since an update, but at long last I've released a new 
version of the Cyclone file server. This version includes a more improved 
and extended set of file server functions, plus the ability to create 
link-able yaroze games, either psx<->psx direct using a link cable or over a 
PC modem connection (well possibly). The source code to the library is 
included. 

Also included is a link-able demo version of a tank game written by Peter 
Dollochan. 
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The zip file containing everything is at:- 
http://www.netyaroze-europe.com/~imilco/ 


thanks, 


Pete. 


—-MESSAGE FILE 11325 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000445 


—-MESSAGE FILE 11326 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000446 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Cyclone v2.0 

Date: Thu, 17 Jun 1999 12:05:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7kalleS4fj1@chuka.playstation.co.uk> 
References: <7k97se$75r25@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.225.18.92 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


եռ 


Totally caught out here :) because I have stopped doing updates to the 
linkable game I didnt write a big credits file for all the peeps whos code 
I ripped ... sooo of the top of my head I would like to mention Jason 
Spreadborough (at least I think thats the dudes name) for the object 
rotation code, George Bain for the controller stuff and Rob Swan for very 
little ;-) There are others but I'm losing my memory along with my hair. 


The game itself is just a tad unfinished *GRINS* little things like exiting 
to the menu and starting the game again doesnt reset all the appropriate 
variables and theres the fact that there isn't actually a game to play .. ie 
no victory conditions. But the code is there if anyone wants to contact Pete 
A. and finish it off. Finally sorry for one of the Tim file names :) 


Pete. 
[who thinks hes just got an oscar] 


Peter Armstrong wrote in message <7k97seS75r25@chuka.playstation.co.uk>... 
>Hi's, 

> 
>Been a long time since an update, but at long last I've released a new 
>version of the Cyclone file server. This version includes a more improved 
>and extended set of file server functions, plus the ability to create 
>link-able yaroze games, either psx<-—>psx direct using a link cable or over 
a 

>PC modem connection (well possibly). The source code to the library is 
>included. 

>Also included is a link-able demo version of a tank game written by Peter 
>Dollochan. 

> 

>The zip file containing everything is at:- 
>http://www.netyaroze-europe.com/~imilco/ 

> 

>thanks, 

> 

>Pete. 

> 


V V V V 
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——MESSAGE FILE 11326 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000446 


—-MESSAGE FILE 11327 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000447 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


——MESSAGE FILE 11327 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000447 


—-MESSAGE FILE 11328 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000448 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: TANX absolutely final final release ( honest ) 
Date: Fri, 18 Jun 1999 10:11:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7kd2m6S4fj12@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-107.buproprione.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello again, 

Found a couple of bugs during my exhaustive testing of the game with a 
mate and a few beers. I think they're now fixed now, so this WILL be it, I 
promise. I've got too much else to do now. Oh yeah, it;'s also been entered 
into the Fame Game, so here's hoping.... 


P.S. Thanks to those of you who sent suggestions/bug fixes, they were a 
great help.Cheers :-) 


SMacD. 


——MESSAGE FILE 11328 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000448 


——MESSAGE FILE 11329 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000449 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 
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Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 11329 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000449 


—-MESSAGE FILE 11330 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000450 
Path: chuka.playstation.co.uk!news 

From: MESH Customer <ben.paul@virgin.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Don't access my web page, It's not what it says it is. 
Date: Thu, 01 Jul 1999 16:15:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <377B8605.3761@virgin.net> 

NNTP-Posting-Host: p56-nightjar-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VN003 (Win95; 1) 


Hi ,A11.. 


Don't bother accessing my web page as I'm in the middle of internet 
site construction job for my mate's dad's company. i'm testing the site 
in my web space will I'm building it. If you do wish to go there but I 
don't see why it's www.netyaroze-europe.com/~praxisl but all you will 
see is an incomplete LeonPaul Fencing Equipment web site. 

Once I have completed this job I will get round to finishing IONStorm 
and releasing the project for all too see. 


Until then...Keep it real. 


Aaron 
blaisetech@yahoo.com 
——MESSAGE FILE 11330 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000450 


—-MESSAGE FILE 11331 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000451 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: URGENT! OPM Games 

Date: 22 Jul 1999 18:15:43 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4348 scee.yaroze.mydemos: 
451 


To all NY members worldwide, 
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As you all know, each issue of OPM has 2 NY playable games. 
We have continued to supply OPM with games for nearly 2 years. 
However, it seems we are running out of games!! 


I do consider putting another game from the same author if it's good. 
So if the same NY member gives me a game every month, and it's good, 
then it will appear on OPM! 


It looks like NY members work to get their game on OPM and don't do anymore 


games afterwards?!?! I could be wrong?!?! 

P.S. I'm desparate for a game by tomorrow 12 noon!! 
Regards, 

George@SCEE 


--MESSAGE FILE 11331 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000451 


—-MESSAGE FILE 11332 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000452 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 23 Jul 1999 19:35:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7nacrdS6tn9@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-75.helium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4350 scee.yaroze.mydemos: 
452 


If you dont manage to find games might the OPM game-on-disc be cancelled 
completely or can it continue with intermittent games? 


George Bain wrote in message <7n7n4fS$6tn6@chuka.playstation.co.uk>... 
> 

>To all NY members worldwide, 

> 

> 

>As you all know, each issue of OPM has 2 NY playable games. 

>We have continued to supply OPM with games for nearly 2 years. 
>However, it seems we are running out of games!! 

> 

>I do consider putting another game from the same author if it's good. 
>So if the same NY member gives me a game every month, and it's good, 
>then it will appear on OPM! 

> 

>It looks like NY members work to get their game on OPM and don't do anymore 
>games afterwards?!?! I could be wrong?!?! 

> 

>P.S. I'm desparate for a game by tomorrow 12 noon!! 

> 

>Regards, 

> 

>George@SCEE 

> 

> 

> 


——MESSAGE FILE 11332 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000452 


——MESSAGE FILE 11333 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000453 
Path: chuka.playstation.co.uk!news 
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From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: 24 Jul 1999 10:36:47 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <7nc4vv$i4ml@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrdS6tn9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4351 scee.yaroze.mydemos: 
453 


Hi Matt, 


If I don't start to see some games being produced for OPM then 

we might take the decision to end NY games on OPM. If there are 
no games, what can I do? I don't want to start putting games 
that have been on before. It will be a shame if we decide to end 
it now. 


P.S. I hope this is a wakeup call for all NY members worldwide. 


Regards, 
George@SCEE 


In article <7nacrdS$6tn9@chuka.playstation.co.uk>, matt@frktl.freeserve.co.uk 
says... 

> 

>If you dont manage to find games might the OPM game-on-disc be cancelled 
>completely or can it continue with intermittent games? 

> 


——MESSAGE FILE 11333 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000453 


—-MESSAGE FILE 11334 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000454 
Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sat, 24 Jul 1999 15:01:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1017 

Message-ID: <7ncdj4Si4m2@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> 

NNTP-Posting-Host: handi4-145-253-094-160.arcor-ip.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4353 scee.yaroze.mydemos: 
454 


Hi, please don’t do this ... I’m working on a 3D Fighting Game ( that I hope 
could be released ...) but I think to code some good games take some time, 
the problem for myself is that I have to work each day 8 hours at buisines 
and I can only develop at my free time 


So don’t end it, I hope also other members work on some stuff that they want 
to release too. So please be patient for some time ... and just have a look 


Bye Markus Tesche 


—-MESSAGE FILE 11334 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000454 
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——MESSAGE FILE 11335 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000455 
Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sat, 24 Jul 1999 15:57:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7nckdoSi4m3@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4Si4m2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-171-229-209.btinternet.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4354 scee.yaroze.mydemos: 
455 


If everyone who is currently writing a game could reply to this group, 
we could see how many people are coding at the moment. 

I am finishing off a game myself (snake). It would be a great pity if NY 
games were to stop appearing on the OPM coverdisk, so lets do something 
about it! 


Mac 


—-MESSAGE FILE 11335 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000455 


——MESSAGE FILE 11336 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000456 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: 24 Jul 1999 18:59:32 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <7nd2ekS$i4m4@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrdS6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4Si4m2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=ISO-8859-1 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4355 scee.yaroze.mydemos: 
456 


Hi Markus, 


Your fighting game is starting to take shape. 
Let me know when you are finished so we can 
put it on OPM. 


Regards, 


George@SCEE 


In article <7ncdj4$i4m2@chuka.playstation.co.uk>, m.tesche@blup.de says... 

> 

>Hi, please don’t do this ... I’m working on a 3D Fighting Game ( that I hope 
>could be released ...) but I think to code some good games take some time, 
>the problem for myself is that I have to work each day 8 hours at buisines 
>and I can only develop at my free time 


> 
>So don’t end it, I hope also other members work on some stuff that they want 
>to release too. So please be patient for some time ... and just have a look 


Pie foxes 
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> 
> 
> 
>Bye Markus Tesche 
> 


——MESSAGE FILE 11336 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000456 


——MESSAGE FILE 11337 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000457 
Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sat, 24 Jul 1999 22:06:11 +0100 

Organization: I 

Lines: 79 

Message-ID: <qgHEOSEADrim3EwQJ@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4357 scee.yaroze.mydemos: 
457 


In article <7n7n4fS6tn6@chuka.playstation.co.uk>, George Bain <george_ba 
in@playstation.sony.com> writes 

> 

>To all NY members worldwide, 

> 

> 

>As you all know, each issue of OPM has 2 NY playable games. 

>We have continued to supply OPM with games for nearly 2 years. 
>However, it seems we are running out of games!! 

> 

>I do consider putting another game from the same author if it's good. 
>So if the same NY member gives me a game every month, and it's good, 
>then it will appear on OPM! 


> 

>It looks like NY members work to get their game on OPM and don't do anymore 
>games afterwards?!?! I could be wrong?!?! 

> 


There are too many time wasting activities and hurdles on the Yaroze and 
these contribute to a loss of interest in the project. 


1) Recalculating those stupid Hexadecimal memory addresses every time 
one of your data files changes. (The number of times I've been caught 
out by this..... ) 


2) Having to make graphics and sounds in the first place (tiles, sound 
effects and stuff like that should be part of the boot CD) 


3) No code samples in the (and a lack of consistency in the way things 
are done in the tutorials) 


4) Not much info on game design and implementation 


5) No proper tools to work with (sprite tools etc) 


6) No multitap libs (we all know that the good multi-player games can 
sometimes look poor but we accept this because they are so much fun so 
we could produce good 4-player games and people would overlook the poor 
graphics that home-coders produce) 


7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
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royalty (or fixed fee) 


We are supposed to solve these problems in our spare time and produce 
games in a matter of weeks. Mainstream PSX stuff is produced by teams 
and take months or years. 


I don't want to release something which looks like a load of cack but I 
don't want to give away something, which represents loads of my spare 
time, for no payment. 


What about a competition with some prizes? Sony are loaded so they can 
afford it. Or did they only start the Yaroze program to generate new 
game ideas on the cheap! 


Rant O Ver * EK KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 


Anthony Ross 
——MESSAGE FILE 11337 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000457 


—-MESSAGE FILE 11338 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000458 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 01:25:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 154 

Message-ID: <7ndks5Si4m7@chuka.playstation.co.uk> 

References: <7n7n4fS6tné6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: 195.166.144.174 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4359 scee.yaroze.mydemos: 
458 


Sa === Original Message ----- 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Sent: 24 July 1999 22:06 

Subject: Re: URGENT! OPM Games 


There are too many time wasting activities and hurdles on the Yaroze and 
these contribute to a loss of interest in the project. 


1) Recalculating those stupid Hexadecimal memory addresses every time 
one of your data files changes. (The number of times I've been caught 
out by this..... ) 


VVVVVVVV 


Life's a bitch, huh? Other NY members have come across the same problems 
and have written tools to help, and have been kind enough to share them with 
us. 
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> 2) Having to make graphics and sounds in the first place (tiles, sound 
> effects and stuff like that should be part of the boot CD) 
> 


But there are textures and GM sounds on the boot CD. Ok, they are limited 
and quite poor really, but creating graphics and sounds are all part of game 
creation, surely. 


> 3) No code samples in the (and a lack of consistency in the way things 
> are done in the tutorials) 
> 


There's plenty of source code and information on the NY/members web site. 
Personally, I found the manuals explained most things adequately, and where 
the didn't, the FAQ and these newsgroups provided the answers. 


> 4) Not much info on game design and implementation 
> 


Well, that's really down to each individual and their talents (or lack of). 
The most fun aspect of programming is the problem solving - working out how 
to translate your ideas into code and onto the screen. 


> 5) No proper tools to work with (sprite tools etc) 
> 


It's up to you to source these tools. Pro developers have to do the same. 
Besides, there have been several opportuninties to get fully blown graphics 
packages (which usually cost more than the complete Yaroze package) for free 
on cover discs of magazines etc. - information on which has often been given 
on these newsgroups. 


6) No multitap libs (we all know that the good multi-player games can 
sometimes look poor but we accept this because they are so much fun so 
we could produce good 4-player games and people would overlook the poor 
graphics that home-coders produce) 


VVVVYV 


Agreed. It's a shame, but we can't have everything. 


7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
royalty (or fixed fee) 


VVVVVVVV VV 


The incentives are: fun, learning, and the fact that the NY project is a 
proving ground for new talent, and therefore a possible way into the 
industry. It is also very satisfying to get a game published on the OPM 
cover disc, not to mention the recognition received. And, your arrogance 
bemuses me. You really think that your ideas are too good to share without 
someone ripping them off and making a killing from them? Well, in that case 
I suggest you start developing your ideas on the PC, then try and find a 
publisher. Or, try and get a job in the industry - but then, you need to 
prove yourself first to do that. 


We are supposed to solve these problems in our spare time and produce 
games in a matter of weeks. Mainstream PSX stuff is produced by teams 
and take months or years. 


VVVVYV 


It's what game designers/programmers (i.e. you) do - solve the problems. If 
you want it all done for you, then that already exists - they're called 
commercial games and I believe you can pick them up for £20-50 at your local 
games retailer. 
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We do it in our spare time bacause WE WANT TO. We do what we want, when we 
want and at the pace we want, and no one is expecting us to do anything 
other than that. Nor is anyone expecting us to compete with professional 
development teams. 


> I don't want to release something which looks like a load of cack but I 
> don't want to give away something, which represents loads of my spare 

> time, for no payment. 

> 

If your talents don't live up to your own expectations then that's your 
problem. 


You are not going to get paid! You made a mistake in buying a NY if you 
expect to get paid for anything you do with it. It's a HOBBY. It's not 
work, and it's not a job. 


> What about a competition with some prizes? Sony are loaded so they can 
> afford it. 


What like GDUK? 


> Or did they only start the Yaroze program to generate new 
> game ideas on the cheap! 
> 


Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
ideas. People with great ideas are two a penny. People who can put great 
ideas to effect are those in demand. 


> Rant OVELK * * KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK KK KKK KK 
> 


Thank {insert expletive here} for that. 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 


VVVVVVVVV VV 


Ah, now who's stealing who's ideas exactly? 


Page 7507 


Oh, I get it! This is a wind up isn't it? Had me fooled for a while there. 


> 
> 
> Anthony Ross 


Herbs 


—-MESSAGE FILE 11338 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00 


—-MESSAGE FILE 11339 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/ 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 01:26:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7ndkt1$i4m8@chuka.playstation.co.uk> 


000458 


00000459 
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References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdo$i4m3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.166.144.174 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4360 scee.yaroze.mydemos: 
459 


SSeS > Original Message ----- 

From: Johan MacLeod <j-mac@lineone.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Sent: 24 July 1999 15:57 

Subject: Re: URGENT! OPM Games 


> If everyone who is currently writing a game could reply to this group, 
> we could see how many people are coding at the moment. 

> I am finishing off a game myself (snake). It would be a great pity if 
NY 


> games were to stop appearing on the OPM coverdisk, so lets do something 
> about it! 


> 

> 

> Mac 

> 

> 

Well, I'm working on a 3D platform type game. I've kinda been working on it 


on and off for ages. I estimate that it'll take about 2 months to finish. 
It would be pretty cool to get a 2nd game on the cover disc, so I'll make 
every effort to get it finished ASAP. 


Herbs 


—-MESSAGE FILE 11339 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000459 


——MESSAGE FILE 11340 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000460 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: 25 Jul 1999 04:25:38 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <7ne3k2$i4m11@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4362 scee.yaroze.mydemos: 
460 


Hi Anthony, 

Nobody said programming was easy. Nobody said 
programming games was easy. Give it some time 
and something good will come out of it. Everyone 


struggles at the start...it's the finish that counts. 


George@SCEE 
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In article <gHEOsSEADrim3EwQJ@trsoft.demon.co.uk>, ARoss@trsoft.demon.co.uk 
says... 


>There are too many time wasting activities and hurdles on the Yaroze and 
>these contribute to a loss of interest in the project. 


>Anthony Ross 


——MESSAGE FILE 11340 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000460 


—-MESSAGE FILE 11341 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000461 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 08:56:39 +0100 

Organization: I 

Lines: 203 

Message-ID: <GJpnSDA3Msm3EwVZ@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4365 scee.yaroze.mydemos: 
461 


In article <7ndks5$i4m7@chuka.playstation.co.uk>, Alex Herbert 
<alex@herbs.dabsol.co.uk> writes 

> 

> 

> 

>Life's a bitch, huh? Other NY members have come across the same problems 
>and have written tools to help, and have been kind enough to share them with 
>us. 

Why aren't they in the tools section then? 

The point that I was making was that being caught out by this has often 
resulted in a major re-write of my data loading code in an attempt to 

find a non-existent fault (it encourages me to find nothing wrong with 

my code but infuriates me to find that such a simple problem has cost me 

an hour and a half of me precious spare time) 

>> 2) Having to make graphics and sounds in the first place (tiles, sound 

>> effects and stuff like that should be part of the boot CD) 

>> 
Ok I admit that this is a ridiculous complaint but the lack of a basic 
(decent) library of textures and basic object shapes leads to increased 
development time (and more of point 1) 

>But there are textures and GM sounds on the boot CD. Ok, they are limited 
>and quite poor really, but creating graphics and sounds are all part of game 
>creation, surely. 

> 

>> 3) No code samples in the (and a lack of consistency in the way things 

>> are done in the tutorials) 

>> 

> 

>There's plenty of source code and information on the NY/members web site. 
>Personally, I found the manuals explained most things adequately, and where 
>the didn't, the FAQ and these newsgroups provided the answers. 

> 

>> 4) Not much info on game design and implementation 

>> 

> 

>Well, that's really down to each individual and their talents (or lack of). 
>The most fun aspect of programming is the problem solving - working out how 
>to translate your ideas into code and onto the screen. 

So you are telling me that articles on good and bad style (algorithms) 

and articles on game design submitted by SONY's vast array of developers 
would be a bad idea? 
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>> 5) No proper tools to work with (sprite tools etc) 

>> 

> 

>It's up to you to source these tools. Pro developers have to do the same. 
>Besides, there have been several opportuninties to get fully blown graphics 
>packages (which usually cost more than the complete Yaroze package) for free 
>on cover discs of magazines etc. - information on which has often been given 
>on these newsgroups. 

I have some of the most fancy graphics packages available but none of 

these do the sort of things that programmers really need. These are 
specialist functions which make game design easier. 

Repeating tile creation. 

Tile map editors. 

Interactive sprite manipulation. 

etc. 

OK I could write these myself (and have done in the past on the PC) but 

why should I? We all bought into a game design club which SONY promised 

to support (I am not slagging off the support team but the amount of 
resources which SONY seem to be making available to them). 


SONY could (and probably do) have all of these developed internally by 
their coders. So why can't we have them? 

>> 6) No multitap libs (we all know that the good multi-player games can 
>> sometimes look poor but we accept this because they are so much fun so 
>> we could produce good 4-player games and people would overlook the poor 
>> graphics that home-coders produce) 

>> 

> 

>Agreed. It's a shame, but we can't have everything. 

I'm glad you agree but it's not just a shame it is a restrictive measure 
which will always make our stuff second best. 


>> 7) No incentive (if we give a submission for the magazine we get nothing 
>> and some mainstream coders can take our ideas and make a better 

>> version). 

>> SONY could have easily set up some deal with their developers (or at 


>> least established links) to have our work included on mainstream games 
>> as sub-games. The developers could then pay us a standard fee for our 
>> work. Equally, SONY could produce a compilation of the best work (say 


>> 10 games per disk) and sell them commercially with coders getting a 

>> royalty (or fixed fee) 

>> 

> 

>The incentives are: fun, learning, and the fact that the NY project is a 
>proving ground for new talent, and therefore a possible way into the 
>industry. It is also very satisfying to get a game published on the OPM 
>cover disc, not to mention the recognition received. And, your arrogance 
>bemuses me. You really think that your ideas are too good to share without 
You are quite naive if you think that my attitude is pure arrogance and 
that nobody is ripping anybody off in the world (where intellectual 
property is concerned). I actually wouldn't mind having my ideas copied 
(imitation being a form of flattery) if I had already been rewarded for 

my efforts. 

>someone ripping them off and making a killing from them? Well, in that case 
>I suggest you start developing your ideas on the PC, then try and find a 
>publisher. Or, try and get a job in the industry - but then, you need to 
Why can't we just find a publisher now? Again because of a restrictive 
measure! 

>prove yourself first to do that. 

I gave up needing to prove myself years ago. (after getting my honours 
degree in physics and masters in opto-electronics and optical 

information processing) 

So I'm not some snot-nosed kid who just wants to complain. 1 ama 
reasonably well-educated 31 year old who wants to see a bit more effort 
from SONY (it's called after sales care in most countries) 

>> 

>> We are supposed to solve these problems in our spare time and produce 
>> games in a matter of weeks. Mainstream PSX stuff is produced by teams 
>> and take months or years. 

>> 

> 

>It's what game designers/programmers (i.e. you) do - solve the problems. If 
I love solving the problems (I hate doing graphics and sounds) 
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>you want it all done for you, then that already exists - they're called 
>commercial games and I believe you can pick them up for £20-50 at your local 
>games retailer. 

smart—ass 

>We do it in our spare time bacause WE WANT TO. We do what we want, when we 
Why do we fart around on the Yaroze...because we want to....because we 

WATE, COs Us teas eters w (sounds like a song to me) 

>want and at the pace we want, and no one is expecting us to do anything 
>other than that. Nor is anyone expecting us to compete with professional 
>development teams. 

> 

>> I don't want to release something which looks like a load of cack but I 
>> don't want to give away something, which represents loads of my spare 

>> time, for no payment. 

>> 

> 

>If your talents don't live up to your own expectations then that's your 
>problem. 

This is an obvious baiting but I have to respond. 

This has nothing to do with my talents not matching my own expectations. 

It is to do with having a professional attitude to anything which you 

are prepared to attach your name to. 

>You are not going to get paid! You made a mistake in buying a NY if you 
>expect to get paid for anything you do with it. It's a HOBBY. It's not 
>work, and it's not a job. 

> 

>> What about a competition with some prizes? Sony are loaded so they can 
>> afford it. 

> 

>What like GDUK? 

I checked the site a few times this year and it seemed to only have info 
about last year. Is it running this year? 

>> Or did they only start the Yaroze program to generate new 

>> game ideas on the cheap! 

>> 

> 

>Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
>ideas. People with great ideas are two a penny. People who can put great 
>ideas to effect are those in demand. 

How do you know what people are doing at the moment? 

Not everyone has the time to write into the groups (or wants to talk 

about some project which they couldn't put a release date on). 

> 

>> Rant OVELK * * % * * * k * < <  * * *  * * 1 * k 1 1 k k 1 k k k k 1k k k k 1k k k k k k k k k k KKK KKK KK KKK KK 
>> 

> 

>Thank (insert expletive here) for that. 

> 

>> Believe it or not I am actually producing a game for Yaroze but I am not 
>> sure how long it will take. If I had all the graphics and sounds done I 
>> could finish the code in a couple of weeks. However I have no idea when 
>> I will be finished because the graphics and sound are such a grey area 
>> (because they are down to your own personal standards and are limited by 
>> your tools and artistic ability) 

>> 

>> 

>> My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 

>> 

>> 

> 

>Ah, now who's stealing who's ideas exactly? 

Every first person shooter hails back to Wolfenstein 3D or whatever came 
before it. What I said above was the closest example to what I'm doing. 

I could have just said puzzle game. 


Anyway I wouldn't do a straight clone since nobody would want it. And I 
wouldn't release any game that couldn't hold my own attention for at 

least 5 minutes. 

>Oh, I get it! This is a wind up isn't it? Had me fooled for a while there. 
You need to deal with your rage mucker! Get help soon! 


In your reply you showed absolutely no respect for someone who you don't 
even know and took a SUPERIOR tone at every possible opportunity. 
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A REAL COMMUNITY SPIRIT 
>> 
>> 
>> Anthony Ross 

> 

> 

>Herbs 

(....must....resist...one-liner....urge..) 

> 

> 

> 

Don't feel the need to rely (I'm sure your wrist is very tired) 


Tony 
—-MESSAGE FILE 11341 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000461 


—--MESSAGE FILE 11342 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000462 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 09:21:20 +0100 

Organization: I 

Lines: 40 

Message-ID: <v50tjEAAksm3EwTG@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ne3k2$i4m11@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4366 scee.yaroze.mydemos: 
462 


In article <7ne3k2$i4ml1l@chuka.playstation.co.uk>, George Bain 
<george_bain@playstation.sony.com> writes 
>Hi Anthony, 


> 
>Nobody said programming was easy. Nobody said 
>programming games was easy. Give it some time 


>and something good will come out of it. Everyone 

>struggles at the start...it's the finish that counts. 

I'm not struggling....I just can't keep interest in a project which may 
not see the light of day before the PSX falls into a historical 
category. 
A bit more effort on SONY's part would go a long way to sorting out most 
of my gripes. (I just spent 5 days of my holiday messing around in 
3DStudio, then over to photoshop, then back to the yaroze, then back to 
photoshop etc. It's very annoying to feel that a project is going so 
slowly because of graphics problems) 

Perhaps there should have been a route for graphics and sound people to 
come into Yaroze instead of just programmers. 


What about some freeware graphics and sound on the website? 
What about some articles? 


SONY could ask for donations from the mainstream developers. 


What about the multitap libs? 
What about new initiatives within the Yaroze project? 


Is there even somebody who you can raise these issues with? 


P.S. Thanks for your efforts with the support (it really is 
appreciated). 


The only time I ever had a coding query you sorted me out very quickly 
(unfortunately the reply was that there was a bug in the library) ...No 
jokes about Rentokil please! 
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Anthony Ross 
——MESSAGE FILE 11342 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000462 


——MESSAGE FILE 11343 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000463 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 12:35:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7nesq6$i4m14@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQJ@trsoft.demon.co.u 
k> <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwV2Z@trsoft.demon.co.uk> 
NNTP-Posting-Host: pFDs04a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4367 scee.yaroze.mydemos: 
463 


> I gave up needing to prove myself years ago. (after getting my honours 
> degree in physics and masters in opto-electronics and optical 

> information processing) 

> So I'm not some snot-nosed kid who just wants to complain. I ama 

> reasonably well-educated 31 year old who wants to see a bit more effort 
> from SONY (it's called after sales care in most countries) 

It seems to me you signed up with unrealistic expectations of what Net 
Yaroze is about. 


>Why can't we just find a publisher now? Again because of a restrictive 
>measure! 


http://www.netyaroze-europe.com/yaroze/newmembers/terms.htm 


Why did you sign up having read the terms and conditions? Commercial 
distribution was never an option. You expect publishers/Sony to distribute 
your game free of charge and pay you royalties?! Why should they? Unless 
the game is an inspired work of genius, there's just no way a publisher 
could ever hope to recover it's costs (duplication, distribution, 
advertising, QA etc) and make any money out of it. And making money is, 
after all, the only incentive for doing /anything/... 


I'm no graphics artist/sound engineer either, so do the best I can. I never 
expected to be spoon-fed by SONY anyway. 


> >You are not going to get paid! You made a mistake in buying a NY if you 
> >expect to get paid for anything you do with it. It's a HOBBY. It's not 
> >work, and it's not a job. 


This is the bottom line. 


I look forward to playing your game :-) 
Derek 


> Tony 


—-MESSAGE FILE 11343 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000463 


—-MESSAGE FILE 11344 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000464 
Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 12:23:44 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7netfb$i4m15@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1l@chuka.playstation.co.uk> <v50t JEAAksm3EwTG@trsoft.demon.co.uk> 
NNTP-Posting-Host: p48-jay-gui.tch.virgin.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4368 scee.yaroze.mydemos: 
464 


Hi George, 


Poop. It seems that the irregularity of my newsgroup reading has buggered me 
again. Anyway, if it's any help, I'm going to put the finished version of 
Arena2 up on my page, maybe you could consider it for OPM? 


Cheers, 


(A very hopeful) Tom 


--MESSAGE FILE 11344 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000464 


——MESSAGE FILE 11345 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000465 
Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 12:29:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7netqaSi4ml6@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1l@chuka.playstation.co.uk> <v50t JEAAksm3EwTG@trsoft.demon.co.uk> 
NNTP-Posting-Host: p48-jay-gui.tch.virgin.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4369 scee.yaroze.mydemos: 
465 


Doh! 


I forgot to ask, where's the doc that says what the restrictions are on the 
games we submit (you know the one about the title screen and things)? 


Cheers, 


Tom 


——MESSAGE FILE 11345 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000465 


--MESSAGE FILE 11346 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000466 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 13:35:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7nf09kS$Si4m17@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1l@chuka.playstation.co.uk> <v50t jJEAAksm3EwTG@trsoft.demon.co.uk> Հյոճ 
tqa$i4ml6@chuka.playstation.co.uk> 

NNTP-Posting-Host: p43s13a01.client.global.net.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4370 scee.yaroze.mydemos: 
466 


Tom <tm7130@bristol.ac.uk> wrote in message 

news: 7netgqa$i4ml1l6@chuka.playstation.co.uk... 

> Doh! 

> 

> I forgot to ask, where's the doc that says what the restrictions are on 
the 

> games we submit (you know the one about the title screen and things)? 


http: //www.netyaroze-europe.com/yaroze/docs/yartrcl10.htm 


——MESSAGE FILE 11346 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000466 


—-MESSAGE FILE 11347 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000467 
Path: chuka.playstation.co.uk!news 

From: "Tom" <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 13:15:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7nf0Oha$i4m18@chuka.playstation.co.uk> 

References: <7n7n4fS6tné6@chuka.playstation.co.uk><gHEOSEADrim3EwQJ@trsoft.demon.co.u 
k> <7ne3k2$i4ml1l@chuka.playstation.co.uk> <v50t jJEAAksm3EwTG@trsoft.demon.co.uk> <7ne 
tqaSi4m1l6@chuka.playstation.co.uk> <7nf09kSi4m17@chuka.playstation.co.uk> 
NNTP-Posting-Host: p272-penguin-gui.tch.virgin.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4371 scee.yaroze.mydemos: 
467 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 
news: 7nf09k$i4m17@chuka.playstation.co.uk... 


> http://www.netyaroze-europe.com/yaroze/docs/yartrcel0-htm 


Thanks, I was being a bit dense there. My page has just been updated with 
the release version of Arena2 as well as a few other odds and ends. 


Cheers, 


Tom 


——MESSAGE FILE 11347 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000467 


—-MESSAGE FILE 11348 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000468 
Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 13:46:10 +0100 

Organization: I 

Lines: 34 

Message-ID: <WFgjsBAScwm3EwxD@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4m14@chuka.playstation.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4372 scee.yaroze.mydemos: 
468 


In article <7nesq6$i4ml14@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>I'm no graphics artist/sound engineer either, so do the best I can. I never 
>expected to be spoon-fed by SONY anyway. 

Nor did I but I did expect a big company to follow-up a project and make 

it easier to get things done. What would it cost them anyway? 


Remember that I first posted because there was a hint that even the OPM 
disk thing was going to stop if we didn't all get busy. 


Don't get me wrong Derek. I did read the restrictions in the sign-up 
documentation and knew then what the situation was. What surprised me 
was the lack of any links to a commercial avenue and any improvements in 
the situation since I signed (SONY tout themselves as a cool and 
progressive company and yet they restrict what we can do in our games) 


Anyone can slag off another member of this group but explain to my why 
the lifting of the restrictions and provision of a better set of tools 
would be a bad thing at this stage. 


> 

>This is the bottom line. 
> 
>I look forward to playing your game :-) 

I feel that you are more interested in slating my efforts which will 
probably result in the completion date slipping even further (I am 
putting quite enough pressure on myself without you adding to it) 


It was perhaps foolish of me to expect anything more in the way of 
support for my wild and outlandish ideas in these groups. 


The group does say freetalk (I thought I was allowed). 


Anthony Ross 
——MESSAGE FILE 11348 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000468 


—-MESSAGE FILE 11349 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000469 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: complaints 

Date: 25 Jul 1999 13:13:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <01lbed690Sbf2bb560$SLocalHost @pal-s-omnibook> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQJ@trsoft.demon.co.u 
k> <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwV2Z@trsoft.demon.co.uk> 
NNTP-Posting-Host: Marseille-4-245.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4373 scee.yaroze.mydemos: 
469 


> I have some of the most fancy graphics packages available but none of 

> these do the sort of things that programmers really need. These are 

> specialist functions which make game design easier. 

> Repeating tile creation. 

> Tile map editors. 

> Interactive sprite manipulation. 

> etc. 

> OK I could write these myself (and have done in the past on the PC) but 
> why should I? We all bought into a game design club which SONY promised 
> to support (I am not slagging off the support team but the amount of 

> resources which SONY seem to be making available to them). 


If I were a games company looking for a programmer, and a candidate told me 

"I made a map editor on the PC, but I'm not able to use it for my NY 
programs", I would be very amazed, and he'd have a hard day convincing me 
that he's a competent coder. 
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> 7) No incentive 


I hope the guys who originated the NY project won't ever read this. I hope 
the guys at Sony who are currently considering the possibility of a NY2 do 
not read this. What an insult. 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


VVVVVV 


I agree with you here. It is very easy to say that producing data is part 
of the job, and it is obviously part of the design (Silent Hill without 
textures or sound ?) ; however, people who bought a NY want to be either 
programmers or game designers. What I personnally want to achieve with NY 
is giving a playable shape to my ideas, and I do not have the time or 
talent to produce even ugly but recognizable graphics or sounds. Just 
consider how many images you need to put in a simple Bomberman clone... 
Maybe Sony should have looked closer at the possibility of providing us 
with a lot of basic data useful for various games. Maybe too, we just can 
find free data on the Internet. Some of us even rip data off commercial 
games. 

But had Sony given us those images and sounds, most NY games would have 
used them, and that would be no good for the image of NY - I don't think 
anyone would be pleased to discover the NY game of the month on OPSM to 
find it has exactly the same graphics and sounds as the previous one, and 
Sony surely cares about that. 

I think the best thing Sony could have done is actively interfacing the NY 
members with amateur artists via the Internet. I don't know how, however. 
An official web site where the advantages of working with yarozers would be 
detailed (although the fact that a distant partner would have few chances 
of ever seeing its work in-game may keep away many people), with 
screenshots of games, linked to a public newsgroup where artists could post 
sample work, and yarozers tell what they need for their games ? 


(Maybe we could start discussing this, what do you everybody think ? If not 
for NY1 (too late), maybe for NY2 ?) 


pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 11349 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000469 


—-MESSAGE FILE 11350 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000470 
Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 16:16:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7nf90aSi4m20@chuka.playstation.co.uk> 

References: <7n7n4f$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7ndks5$i4m7@chuka.playstation.co.uk><GJpn$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq 
6$i4m14@chuka.playstation.co.uk> <WFgjsBAScwm3EwxXD@trsoft.demon.co.uk> 
NNTP-Posting-Host: pC8s13a01.client.global.net.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4374 scee.yaroze.mydemos: 
470 


> >I look forward to playing your game :-) 


> I feel that you are more interested in slating my efforts which will 
> probably result in the completion date slipping even further (I am 
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> putting quite enough pressure on myself without you adding to it) 
/No one/ on these newsgroups has any interest in slating your work or 


slagging you off. What would be the point? It'd be a great shame for 
everyone if you didn't complete your game. 


Everything I said was said with the utmost sincerity. The :-) was to try 
and show a little goodwill. 


>It was perhaps foolish of me to expect anything more in the way of 
>support for my wild and outlandish ideas in these groups. 


I'm surprised you weren't expecting the hefty backlash resulting from your 


original post. It was simply a result of the way you put your points 
across. None of what you said was particularly controversial - we've all 
had the problems you mention - but almost all can be overcome by putting in 


a the necessary leg-work. Your original post /implied/ you couldn't be 
bothered to do this, and that's why some members were a little irritated. 


Anyway, you've certainly provoked an interesting discussion/arguement. The 
newsgroups certainly needed one :-) 


>The group does say freetalk (I thought I was allowed). 
Sure. But people are just as entitled to disagree with you. 
Good luck with your game. 


Derek 


——MESSAGE FILE 11350 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000470 


—-MESSAGE FILE 11351 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000471 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 00:04:51 +0100 

Organization: I 

Lines: 12 

Message-ID: <qcg8qBATg5m3EwBe@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4m14@chuka.playstation.co.uk> 
<WFgjsBAScwm3EwxD@trsoft.demon.co.uk> <7nf90a$S$i4m20@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4377 scee.yaroze.mydemos: 
471 


In article <7nf90aSi4m20@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>Sure. But people are just as entitled to disagree with you. 

> 

>Good luck with your game. 

> 

>Derek 

Sorry if we got our wires crossed mate. 


All the best! 


Anthony Ross 
—--MESSAGE FILE 11351 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000471 


—-MESSAGE FILE 11352 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000472 
Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 
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Subject: Re: complaints 

Date: Mon, 26 Jul 1999 00:29:51 +0100 

Organization: I 

Lines: 85 

Message-ID: <8cP5aGAv35m3EwiF@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> 
<O0lbed690Sbf2bb560SLocalHost @pal-—s-—omnibook> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4378 scee.yaroze.mydemos: 
472 


In article <01lbed690Sbf2bb560$SLocalHost@pal-s-omnibook>, pal 
<palpalpalpal@hotmail.com> writes 

>> I have some of the most fancy graphics packages available but none of 
>> these do the sort of things that programmers really need. These are 

>> specialist functions which make game design easier. 

>> Repeating tile creation. 

>> Tile map editors. 

>> Interactive sprite manipulation. 

>> etc. 

>> OK I could write these myself (and have done in the past on the PC) but 
>> why should I? We all bought into a game design club which SONY promised 
>> to support (I am not slagging off the support team but the amount of 


>> resources which SONY seem to be making available to them). 

> 

>If I were a games company looking for a programmer, and a candidate told me 
>: "I made a map editor on the PC, but I'm not able to use it for my NY 


>programs", I would be very amazed, and he'd have a hard day convincing me 
>that he's a competent coder. 

Come on now....any tit can surely write a map editor. The point that I 

was making was that "why should we re-invent the wheel". Such simple 

tasks are things which would be easy for the company to have ready for 

us in a few weeks but it was often left up to generous NY members to 
produce the tools. 

>> 7) No incentive 

> 

>I hope the guys who originated the NY project won't ever read this. I hope 
>the guys at Sony who are currently considering the possibility of a NY2 do 
>not read this. What an insult. 

I can't believe that you see this as an insult and not an indication of 
what many of us could do with. I wonder how many more fantastic games 

we could all produce if things were made just a little more straight 
forward and less restrictive. 


There is one thing which will convince SONY that NY2 is worth a go and 
that is 'will it be any more of a success than NY1. If we all stand and 
just suck up to SONY and say that they gave it all it needed then they 
may say 'why bother' (I have PSX owning friends who don't even know what 
NY is). 


SONY really need to know what we all need to get this stuff done 
efficiently (and quickly). 

> 
>> Believe it or not I am actually producing a game for Yaroze but I am not 
>> sure how long it will take. If I had all the graphics and sounds done I 
>> could finish the code in a couple of weeks. However I have no idea when 
>> I will be finished because the graphics and sound are such a grey area 
>> (because they are down to your own personal standards and are limited by 


>> your tools and artistic ability) 

> 

>I agree with you here. It is very easy to say that producing data is part 
>of the job, and it is obviously part of the design (Silent Hill without 


>textures or sound ?) ; however, people who bought a NY want to be either 
>programmers or game designers. What I personnally want to achieve with NY 
>is giving a playable shape to my ideas, and I do not have the time or 
>talent to produce even ugly but recognizable graphics or sounds. Just 
>consider how many images you need to put in a simple Bomberman clone... 
>Maybe Sony should have looked closer at the possibility of providing us 
>with a lot of basic data useful for various games. Maybe too, we just can 
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>find free data on the Internet. Some of us even rip data off commercial 
>games. 

>But had Sony given us those images and sounds, most NY games would have 
>used them, and that would be no good for the image of NY - I don't think 
>anyone would be pleased to discover the NY game of the month on OPSM to 
>find it has exactly the same graphics and sounds as the previous one, and 
>Sony surely cares about that. 

Yes but you could use character shapes and things as basic ideas around 
which to build your code (I wouldn't dream of just cogging out last 

weeks graphics and sounds but it would allow us to keep going with the 
coding if we had a suitable image to insert in the mean time) 

>I think the best thing Sony could have done is actively interfacing the NY 
>members with amateur artists via the Internet. I don't know how, however. 
>An official web site where the advantages of working with yarozers would be 
>detailed (although the fact that a distant partner would have few chances 
>of ever seeing its work in-game may keep away many people), with 
>screenshots of games, linked to a public newsgroup where artists could post 
>sample work, and yarozers tell what they need for their games ? 

> 

>(Maybe we could start discussing this, what do you everybody think ? If not 
>for NY1 (too late), maybe for NY2 °) 

I think that this is an excellent idea (similar to one I mentioned in 
another post) 


Thanks for the input. 


Anthony Ross 
—--MESSAGE FILE 11352 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000472 


--MESSAGE FILE 11353 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000473 

Path: chuka.playstation.co.uk!news 

From: "Ghost Technical Support" <support@ghost.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 13:17:13 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7ngcud$i4m25@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4Si4m2@chuka.playstation.co.uk> <7nc 
kdo$i4m3@chuka.playstation.co.uk> 

NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4379 scee.yaroze.mydemos: 
473 


Johan MacLeod wrote in message <7nckdoS$i4m3@chuka.playstation.co.uk>... 


> If everyone who is currently writing a game could reply to this group, 
>we could see how many people are coding at the moment. 

> I am finishing off a game myself (snake). It would be a great pity if 
NY 


>games were to stop appearing on the OPM coverdisk, so lets do something 
>about it! 


I'm finishing off a defender style game at the moment. 


..-Chuck.. 


—-MESSAGE FILE 11353 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000473 


—-MESSAGE FILE 11354 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000474 
Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 14:00:42 +1200 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7ngffr$i4m26@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <7nacrd$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> <7ncdj4$i4m2@chuka.playstation.co.uk> <7nc 
kdoS$i4m3@chuka.playstation.co.uk> <7ngcud$i4m25@chuka.playstation.co.uk> 
NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4380 scee.yaroze.mydemos: 
474 


I appear to have used the wrong settings in this message... please don't 
reply to author, it will go somewhere completely innappropriate. 


Ghost Technical Support wrote in message 
<7Tngcud$i4m25@chuka.playstation.co.uk>... 


> 

>Johan MacLeod wrote in message <7nckdoSi4m3@chuka.playstation.co.uk>... 

>> If everyone who is currently writing a game could reply to this group, 
>>we could see how many people are coding at the moment. 

>> I am finishing off a game myself (snake). It would be a great pity if 
>NY 


>>games were to stop appearing on the OPM coverdisk, so lets do something 
>>about it! 


> 

> 

>I'm finishing off a defender style game at the moment. 
> 

>..Chuck.. 

> 

> 

> 


——MESSAGE FILE 11354 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000474 


--MESSAGE FILE 11355 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000475 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 25 Jul 1999 18:34:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <932927650.199670712@news.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4ml14@chuka.playstation.co.uk> <WFgjs 

BAScwm3EwXD@trsoft.demon.co.uk> 

NNTP-Posting-Host: d4-s39-41-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4382 scee.yaroze.mydemos: 
475 


Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 

>In article <7nesqé6$i4ml4@chuka.playstation.co.uk>, Derek da Silva 
><dasi@eidosnet.co.uk> writes 

>>I'm no graphics artist/sound engineer either, so do the best I can. I = 
never 

>>expected to be spoon-fed by SONY anyway. 

>Nor did I but I did expect a big company to follow-up a project and make 
>it easier to get things done. What would it cost them anyway? 

> 

>Remember that I first posted because there was a hint that even the OPM 
>disk thing was going to stop if we didn't all get busy. 

> 

>Don't get me wrong Derek. I did read the restrictions in the sign-up 
>documentation and knew then what the situation was. What surprised me 
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>was the lack of any links to a commercial avenue and any improvements in 
>the situation since I signed (SONY tout themselves as a cool and 
>progressive company and yet they restrict what we can do in our games) 

> 

>Anyone can slag off another member of this group but explain to my why 
>the lifting of the restrictions and provision of a better set of tools 
>would be a bad thing at this stage. 


It's a fact of life that the tools in the games industry are one of: 
1) Expensive 

2) Not up to the job 

OP secs 

3) Written yourself. 


As a (ex) professional PSX programmer, I can honestly say that the 
professional tools weren't that much better than the yaroze ones 
(the specific case of the PA devkit excepted). 


No-one had really cool toolsets to work with, everyone had to write 
their own. Sony do provide a graphic artist toolset, but to be honest 
it sucks. Only good thing about it is that you can get a driver for 
3DS Max or Alias to render on it directly as a preview. But then, 
RsdANIM has that as well if you set it up correctly (and I gave that 
away). 


Among the better tools that folks have written to help are: 

By me: 

RSdANIM 3D animator (grin) 

ARS File Server 

ARS2K (linux hosted fileserver with improved comms protocol) 

By Maurice Sibrandi: 

Yaroze Master (nice IDE, with built in ARS protocol server) 

By Steve Dunn: 

NiceARS (ARS server for NT) 

By Other People: 

Several map editors, inculding a lovely one by Mobius Codeworks 
Auto-file layout tools to aviod recalculating the address of stuff in 
memory. 

A linux or BSD Unix hosted development environment 

A GNU debugger for Action Replay use. 

Lots of other stuff...... you just gotta ask..... 


>I feel that you are more interested in slating my efforts which will 
>probably result in the completion date slipping even further (I am 
>putting quite enough pressure on myself without you adding to it) 


Show us a few screenshots, maybe a bit of code.... 


>It was perhaps foolish of me to expect anything more in the way of 
>support for my wild and outlandish ideas in these groups. 

> 

>The group does say freetalk (I thought I was allowed). 


You are, but folks are allowed to put forward their own response 
to your views as well. 


>Anthony Ross 


The only thing that I think would be at all constuctive for Sony 

to do now is release the full monty library set (it does exist in a form 
that will work with GNU linker, as it's the same as the CodeWarrior 
releases). It cann't hurt - any hacker's who want it have it already, 
and you can build some pretty cool yaroze stuff with it. 


If someone at SCEE wants to mail me the link map for the loadable 


library on the yaroze disc I'll do a stub library for them..... (that avio= 
ds 
the larger code size and download times you'd get if you linked 


with the proper libraries). 


Craig Graham. 
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——MESSAGE FILE 11355 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000475 
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——MESSAGE FILE 11356 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000476 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 26 Jul 1999 11:52:39 +0100 

Organization: I 

Lines: 50 

Message-ID: <9mYZkDA33Dn3EwJX@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7ndks5$i4m7@chuka.playstation.co.uk> 
<GJpnS$DA3Msm3EwVZ@trsoft.demon.co.uk> <7nesq6$i4m14@chuka.playstation.co.uk> 
<WFg jsBAScwm3EwxXD@trsoft.demon.co.uk> 
<932927650.199670712@news.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4384 scee.yaroze.mydemos: 
476 


In article <932927650.199670712@news.playstation.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> writes 

>It's a fact of life that the tools in the games industry are one of: 
>1) Expensive 

>2) Not up to the job 

POT s 

>3) Written yourself. 

All the more point for someone to sort out decent tools then 

>As a (ex) professional PSX programmer, I can honestly say that the 
>professional tools weren't that much better than the yaroze ones 
>(the specific case of the PA devkit excepted). 

> 

I understand but the pro's have full-time on their side (we need the 
quick stuff) 

>Among the better tools that folks have written to help are: 

>By me: 

>RsdANIM 3D animator (grin) 

>ARS File Server 
>ARS2K (linux hosted fileserver with improved comms protocol) 
>By Maurice Sibrandi: 
> 
> 
> 


Yaroze Master (nice IDE, with built in ARS protocol server) 


By Steve Dunn: 

NiceARS (ARS server for NT) 

>By Other People: 

>Several map editors, inculding a lovely one by Mobius Codeworks 
>Auto-file layout tools to aviod recalculating the address of stuff in 
>memory. 

>A linux or BSD Unix hosted development environment 

>A GNU debugger for Action Replay use. 

>Lots of other stuff...... you just gotta ask..... 

Thanks for the list (would I be right in saying that I need the Pro 
Action Replay and PC Comms Link for some of these) 


We need links to the pages containing these from the main tools section. 
>>I feel that you are more interested in slating my efforts which will 
>>probably result in the completion date slipping even further (I am 
>>putting quite enough pressure on myself without you adding to it) 

> 

>Show us a few screenshots, maybe a bit of code.... 

I promise that I'll get something up soon. 

>The only thing that I think would be at all constuctive for Sony 

>to do now is release the full monty library set (it does exist in a form 
>that will work with GNU linker, as it's the same as the CodeWarrior 
>releases). It cann't hurt - any hacker's who want it have it already, 
>and you can build some pretty cool yaroze stuff with it. 


I can't see it happening Craig but thanks for the input. 


Anthony Ross 
—-MESSAGE FILE 11356 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000476 
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—-MESSAGE FILE 11357 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000477 
Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.mydemos 

Subject: Query regarding Technical requirements 

Date: Tue, 27 Jul 1999 13:53:45 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <7nj3£0$i4m30@chuka.playstation.co.uk> 
NNTP-Posting-Host: host116-sub60.symantec.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


Just looking over the technical requirements for yaroze software (so I 
comply so I can enter my game for the OPM) I found "The program must not 
feature any means of switching between PAL and NTSC video modes." 


Does this also mean a autodetect of the PAL/NTSC requirement when the 
program first runs? or is OPM only PAL and therefore you just stick to 
PAL??? 


There is also a requirement that the program not write to memory cards? 
This rules out saving of high scores. 


I also didn't see any mention of exit conditions, does that mean its OK for 
the playstation to need resetting to return to the demo CD's menu? 


..-Chuck.. 


—--MESSAGE FILE 11357 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000477 


—-MESSAGE FILE 11358 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000478 
Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 13:26:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <379EF702.C54F3A77@yaroze2000.freeserve.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <7nacrdS$6tn9@chuka.playstation.co. 
uk> <7nc4vv$i4ml@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.133.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4400 scee.yaroze.mydemos: 
478 


Hi George, 


I'm working on one - but real life keeps getting in the bloody way and coding 
stops! 


However - your 'wake-up' call should give me the push to try a little harder - 
gimme about 2 months and I should have a demo up and running! 


It'll be worth the wait! 
Tones 8) 


Mainly moving house - living there for abit - moving again etc etc etc! Anyone 
would think I'm a crim! 
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——MESSAGE FILE 11358 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000478 


—--MESSAGE FILE 11359 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000479 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 14:55:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7nn7n3Soub10@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-5.name49.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4403 scee.yaroze.mydemos: 
479 


Hi George, 


I'm (slowly) working on a game. Nothing major exiting for my first one, just 
a basic 2d game but it'll hopefully be fun never-the-less. Anyhow it won't 
be finished for at least another few months, I just don't have the time to 
get it done sooner. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


George Bain wrote in message <7n7n4fS$6tn6@chuka.playstation.co.uk>... 
> 

>To all NY members worldwide, 

> 

> 

>As you all know, each issue of OPM has 2 NY playable games. 

>We have continued to supply OPM with games for nearly 2 years. 
>However, it seems we are running out of games!! 

> 

>I do consider putting another game from the same author if it's good. 
>So if the same NY member gives me a game every month, and it's good, 
>then it will appear on OPM! 


> 

>It looks like NY members work to get their game on OPM and don't do anymore 
>games afterwards?!?! I could be wrong?!?! 

> 

>P.S. I'm desparate for a game by tomorrow 12 noon!! 

> 

>Regards, 

> 

>George@SCEE 

> 


—--MESSAGE FILE 11359 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000479 


—-MESSAGE FILE 11360 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000480 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 16:15:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 133 

Message-ID: <7nn7ncSoub13@chuka.playstation.co.uk> 

References: <7n7n4fS6tné6@chuka.playstation.co.uk> <gHEOsEADrim3EwQJ@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: modem-5.name49.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4406 scee.yaroze.mydemos: 
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Anthony Ross wrote in message 

> 

>There are too many time wasting activities and hurdles on the Yaroze and 
>these contribute to a loss of interest in the project. 


I would'nt say there are that many, you should at least be grateful for the 
libs, if you were coding games for the PC you'd probably have to write your 
own. 


>1) Recalculating those stupid Hexadecimal memory addresses every time 
>one of your data files changes. (The number of times I've been caught 
>out by this..... ) 


I agree this can be quite annoying at times, oh well you can't have 
everything done for you! 


>2) Having to make graphics and sounds in the first place (tiles, sound 
>effects and stuff like that should be part of the boot CD) 


It's all part of the game development, I'm not great at making graphics or 
sound myself but you have many choices. You can try and make them yourself 
anyway, get someone else to do it for you, or look around and find them 
yourself. 


>3) No code samples in the (and a lack of consistency in the way things 
>are done in the tutorials) 


I'd have to disagree, there are plenty of code samples around you just have 
to look for them. 


>4) Not much info on game design and implementation 


Again there is, but you just have to look around on the net. You probably 
won't find much here because game design isn't a yaroze specific topic. 


>5) No proper tools to work with (sprite tools etc) 


Wow man, you don't want much do you! How about a free development house, 
including staff with every yaroze!!! 

You can buy tools yourself or get them free from cover disks, or public 

domain, and any conversion tools you need are provided on the yaroze web 
site. 


>6) No multitap libs (we all know that the good multi-player games can 
>sometimes look poor but we accept this because they are so much fun so 
>we could produce good 4-player games and people would overlook the poor 
>graphics that home-coders produce) 


Oh well, you'll just have to settle with 2-player. 


>7) No incentive (if we give a submission for the magazine we get nothing 
>and some mainstream coders can take our ideas and make a better 
>version). 


If you had no incentive, then why did you get a yaroze. Surely you knew 
before you bought in that you would'nt make any money from writing yaroze 
games, unless you know something I don't. 


>SONY could have easily set up some deal with their developers (or at 
>least established links) to have our work included on mainstream games 
>as sub-games. The developers could then pay us a standard fee for our 
>work. Equally, SONY could produce a compilation of the best work (say 
>10 games per disk) and sell them commercially with coders getting a 
>royalty (or fixed fee) 
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> 


This would be nice, but I can't see it happening. 


>We are supposed to solve these problems in our spare time and produce 
>games in a matter of weeks. Mainstream PSX stuff is produced by teams 
>and take months or years. 


You not "supposed" to do anything, just what you want to do. 
>I don't want to release something which looks like a load of cack but I 


>don't want to give away something, which represents loads of my spare 
>time, for no payment. 


Why, not? Everybody else here does, what makes you so special. Besides the 
idea behind the yaroze 

is for "hobbysts" to do something they enjoy, and maybe move on to do it 
professionally. 

You may be supprised to know that people who do things for a hobby don't 
usually expect to get paid from it. 


>What about a competition with some prizes? Sony are loaded so they can 
>afford it. Or did they only start the Yaroze program to generate new 
>game ideas on the cheap! 


I'm sure there are many reasons for Sony starting the Yaroze program, either 
way, I'm grateful they have given us the chance to program on a console, no 
other company has. 


>Rant O Ver * EK KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK 

> 

>Believe it or not I am actually producing a game for Yaroze but I am not 
>sure how long it will take. If I had all the graphics and sounds done I 
>could finish the code in a couple of weeks. However I have no idea when 
>I will be finished because the graphics and sound are such a grey area 
>(because they are down to your own personal standards and are limited by 
>your tools and artistic ability) 


This is true, and I have the same problem, but like I said before there ways 
to create/get graphics and sounds for your games. 

Time permitting I will probably have a go at the graphics and sounds myself, 
even if they end up crap at least they'll be unique and my own. 


> 
>My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 
> 


I think you're problem with the yaroze is you expected too much from it and 
you expected to much to be done for you. Everything you need is out there, 
you just need to look for it, and most of it is right under your nose. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—--MESSAGE FILE 11360 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000480 


—-MESSAGE FILE 11361 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000481 
Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Wed, 28 Jul 1999 17:55:17 +0100 

Organization: I 

Lines: 23 
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Message-ID: <d2YRgDA1Xzn3EwMp@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<gHEOSEADrim3EwQJ@trsoft.demon.co.uk> <7nn7ncSoub13@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4407 scee.yaroze.mydemos: 
481 


In article <7nn7ncSoub13@chuka.playstation.co.uk>, Rad 

<rad@cyberdude.com> writes 

>I think you're problem with the yaroze is you expected too much from it and 
>you expected to much to be done for you. Everything you need is out there, 
>you just need to look for it, and most of it is right under your nose. 

> 

I expected a reasonably well integrated environment which would allow 
someone of a HOBBYIST standard to get stuff done quickly. I expected 

that SONY would see where extra cash would help and then spend it. 


I am only glad that I paid the much cheaper price for it. 


Yes I probably did expect too much. 


I've done all this roll-your-own tools stuff before but writing tools 
gets in the way of writing game code (turning a 2 month project into a 
project with so many stops and starts that you just lose interest). 
Damn TV for ruining my attention span..;) 


I'll just resurrect my old tools and re-hash them to do something new. 


Anthony Ross 
--MESSAGE FILE 11361 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000481 


—-MESSAGE FILE 11362 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000482 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Thu, 29 Jul 1999 00:03:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7no2anSoub19@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk><gHEOSEADrim3EwQUJ@trsoft.demon.co.u 
k> <7nn7ncSoubl3@chuka.playstation.co.uk> <d2YRgDA1Xzn3EwMp@trsoft.demon.co.uk> 
NNTP-Posting-Host: modem-63.name47.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4410 scee.yaroze.mydemos: 
482 


Anthony Ross wrote in message 

> 

>I've done all this roll-your-own tools stuff before but writing tools 
>gets in the way of writing game code (turning a 2 month project into a 
>project with so many stops and starts that you just lose interest). 

> 


Why do you have to write your own tools? If it's to do something thats 
specific to your game, then it goes without saying, you can't have a tool 
that will do everything for everybody. 
For example I'll need to write a level editor for my game but that's because 
I have my own level format, plus it'll save me time in the long run, instead 
of having to construct the raw level data by hand. Apart from that, that's 
the only tool I need to write myself, which is fine. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
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--MESSAGE FILE 11362 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000482 


——MESSAGE FILE 11363 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000483 
Path: chuka.playstation.co.uk!news 

From: "pal" <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: OPM Games 

Date: 29 Jul 1999 22:57:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01lbedal5$4eed5e60$a79524c3@pal-—s-—omnibook> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: Marseille-4-167.club-internet.fr 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4420 scee.yaroze.mydemos: 
483 


Hi George, 
Would a 2-player only game be ok for OPM ? And a GunCon game ? 


—-MESSAGE FILE 11363 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000483 


—-MESSAGE FILE 11364 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000484 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: OPM Games 

Date: 30 Jul 1999 07:47:23 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 11 

Message-ID: <7nrlabSoub30@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <0Olbedal5$4eed5e60$a79524c3@pal-s-— 
omnibook> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (286 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4421 scee.yaroze.mydemos: 
484 


Sure why not... 


In article <0lbedal5$4eed5e60$a79524c3@pal-—s-—omnibook>, 
palpalpalpal@hotmail.com says... 
> 


>Hi George, 

> 

>Would a 2-player only game be ok for OPM ? And a GunCon game ? 
> 


—--MESSAGE FILE 11364 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000484 


——MESSAGE FILE 11365 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000485 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Query regarding Technical requirements 
Date: 30 Jul 1999 07:50:05 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 35 

Message-ID: <7nrlfdSoub31@chuka.playstation.co.uk> 
References: <7nj3f0$Si4m30@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Chuck, 
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Since it's going to appear on OPM then it must be in PAL. 
Don't use save/load to memory card on a OPM game since it 
could fail QA. 


Most of the NY games just use startt+select to go back into the 
NY menu screen. 


George@SCEE 


In article <7nj3f0Si4m30@chuka.playstation.co.uk>, chuck@ghost.co.nz says... 
> 

> 

>Hi, 

> 

>Just looking over the technical requirements for yaroze software (so I 
>comply so I can enter my game for the OPM) I found "The program must not 
>feature any means of switching between PAL and NISC video modes." 

> 

>Does this also mean a autodetect of the PAL/NTSC requirement when the 
>program first runs? or is OPM only PAL and therefore you just stick to 
>PAL??? 

> 

>There is also a requirement that the program not write to memory cards? 
>This rules out saving of high scores. 

> 

>I also didn't see any mention of exit conditions, does that mean its OK for 
>the playstation to need resetting to return to the demo CD's menu? 

> 

.-Chuck.. 


> 
> 
> 
> 
—-MESSAGE FILE 11365 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000485 


——MESSAGE FILE 11366 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000486 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Query regarding Technical requirements 

Date: Fri, 30 Jul 1999 12:18:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7nsin2Soub32@chuka.playstation.co.uk> 

References: <7nj3f0$i4m30@chuka.playstation.co.uk> <7nrlfdSoub31@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-gt144-253.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> Since it's going to appear on OPM then it must be in PAL. 
> Don't use save/load to memory card on a OPM game since it 
> could fail QA. 


Have there been any OPM games which use save/load? 


> Most of the NY games just use start+select to go back into the 
> NY menu screen. 


I think he wanted to know whether you can leave it in an endless loop, so 
the only way to get out is to reset the PSX (a bit like AK SCT on this 
month's OPM). How do most people exit their games? Do you just have a 
condition in the main loop, where if some variable is set to 1, you keep 
looping, and the if "Start + Select" are pressed or if the exit option on 
the main menu is chosen, the variable is set to 0, or do you do it some 
other way? 


> George@SCEE 
> 
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> In article <7nj3f0Si4m30@chuka.playstation.co.uk>, chuck@ghost.co.nz 
says... 

>> 

> 

>Hi, 

> 

>Just looking over the technical requirements for yaroze software (so I 
>comply so I can enter my game for the OPM) I found "The program must not 
>feature any means of switching between PAL and NISC video modes." 

> 

>Does this also mean a autodetect of the PAL/NTSC requirement when the 
>program first runs? or is OPM only PAL and therefore you just stick to 
>PAL??? 

> 

>There is also a requirement that the program not write to memory cards? 
>This rules out saving of high scores. 

> 

>I also didn't see any mention of exit conditions, does that mean its OK 
or 

>the playstation to need resetting to return to the demo CD's menu? 

> 

.-Chuck.. 


> 
> 
> 
> 


VVVVVVVbV VV VV VV VV VV VV VV 


——MESSAGE FILE 11366 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000486 


——MESSAGE FILE 11367 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000487 
Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 30 Jul 1999 23:55:14 +0100 

Organization: I 

Lines: 11 

Message-ID: <9XeJIKAS1lio3Ewit@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4425 scee.yaroze.mydemos: 
487 


OK so I took a screen-shot of a bit of my game and put it up on my empty 
site. 


http://www.netyaroze-europe.com/~shaggy 


(Just as I was getting somewhere, my motivation sods off down the pub 
for a pint and runs off with the barmaid ............. Typical!) 


Cheers! 


Tony 
——MESSAGE FILE 11367 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000487 


—-MESSAGE FILE 11368 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000488 
Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Query regarding Technical requirements 

Date: Mon, 2 Aug 1999 10:22:26 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7o2hbfSqsv7@chuka.playstation.co.uk> 

References: <7nj3f0$i4m30@chuka.playstation.co.uk> <7nrlfdSoub31@chuka.playstation.c 
o.uk> <7nsin2Soub32@chuka.playstation.co.uk> 

NNTP-Posting-Host: host116-sub60.symantec.com 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rikki Prince wrote in message <7nsln2Soub32@chuka.playstation.co.uk>... 

>I think he wanted to know whether you can leave it in an endless loop, so 
>the only way to get out is to reset the PSX (a bit like AK SCT on this 
>month's OPM). How do most people exit their games? Do you just have a 
>condition in the main loop, where if some variable is set to 1, you keep 
>looping, and the if "Start + Select" are pressed or if the exit option on 
>the main menu is chosen, the variable is set to 0, or do you do it some 
>other way? 


Yeh, I was wondering if we had to run a executable again on exit, or are we 
expected not to use as much memory as we can get at so we don't trash 
anything? 


..Chuck.. 


——MESSAGE FILE 11368 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000488 


—-MESSAGE FILE 11369 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000489 
Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 2 Aug 1999 10:24:30 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 
Message-ID: <7o2hfbSqsv8@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <9XeJIKASlio3Ewit@trsoft.demon.co. 
uk> 

NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4427 scee.yaroze.mydemos: 
489 


Anthony Ross wrote in message <9XeJIKAS1io3Ewit@trsoft.demon.co.uk>... 
>OK so I took a screen-shot of a bit of my game and put it up on my empty 
>site. 

> 

>http://www.netyaroze-europe.com/~shaggy 

> 

>(Just as I was getting somewhere, my motivation sods off down the pub 
>for a pint and runs off with the barmaid ............. Typical!) 

> 

>Cheers! 

> 
>Tony 


That looks cool! is it going to have a computer opponent? 


I'm looking forward to playing it. 


..Chuck.. 


——MESSAGE FILE 11369 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000489 


——MESSAGE FILE 11370 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000490 
Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Mon, 2 Aug 1999 22:23:58 +0100 
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Organization: I 

Lines: 16 

Message-ID: <7VwooBAuxgp3EwL8@trsoft.demon.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
<9XeJIKAS1lio3Ewit+@trsoft.demon.co.uk> <7o2hfbS$qsv8@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4429 scee.yaroze.mydemos: 
490 


In article <7o2hfbSqsv8@chuka.playstation.co.uk>, Chuck 
<chuck@ghost.co.nz> writes 

> 

>That looks cool! is it going to have a computer opponent? 

I would like to but I don't know if my AI skills are up to it (and of 
course there's the time factor) 


At the moment I plan to have just a sort of puzzle mode for 1Ք. 

The versus mode should have a few extra scenarios to spice it up a bit. 
>I'm looking forward to playing it. 

Thanks for the interest mate. 


Cheers! 


Tony 
——MESSAGE FILE 11370 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000490 


—-MESSAGE FILE 11371 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000491 
Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Query regarding Technical requirements 

Date: Wed, 4 Aug 1999 00:59:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7o7ut1$Siph2@chuka.playstation.co.uk> 

References: <7nj3f0$i4m30@chuka.playstation.co.uk> <7nrlfdSoub31@chuka.playstation.c 
o.uk> <7nsln2Soub32@chuka.playstation.co.uk> <7o2hbfS$qsv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.94.230 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi all, 


On the OPM discs, the serial loader has been replaced with a disc loader and 
menu system without any impact on available memory. So, we don't have to do 
anything special. Just return from main() to quit. 


Herbs 


Chuck <chuck@ghost.co.nz> wrote in message 

news: 7o2hbfS$qsv7@chuka.playstation.co.uk... 

> 

Rikki Prince wrote in message <7nsln2Soub32@chuka.playstation.co.uk>... 

>I think he wanted to know whether you can leave it in an endless loop, so 
>the only way to get out is to reset the PSX (a bit like AK SCT on this 
>month's OPM). How do most people exit their games? Do you just have a 
>condition in the main loop, where if some variable is set to 1, you keep 
>looping, and the if "Start + Select" are pressed or if the exit option on 
>the main menu is chosen, the variable is set to 0, or do you do it some 
>other way? 


VVVVVVVV VV 


Yeh, I was wondering if we had to run a executable again on exit, or are 
we 

> expected not to use as much memory as we can get at so we don't trash 

> anything? 
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..-Chuck.. 


NCA N: NOG N 


——MESSAGE FILE 11371 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000491 


—-MESSAGE FILE 11372 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000492 
Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: Query regarding Technical requirements 

Date: Thu, 5 Aug 1999 13:35:45 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7J7oapqcSiph4@chuka.playstation.co.uk> 

References: <7nj3f0Si4m30@chuka.playstation.co.uk> <7nrlfdSoub31@chuka.playstation.c 
o.uk> <7nsln2Soub32@chuka.playstation.co.uk> <7o2hbfSqsv7@chuka.playstation.co.uk> < 
Jo7utl$liph2@chuka.playstation.co.uk> 

NNTP-Posting-Host: host116-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <7o7ut1l$lph2@chuka.playstation.co.uk>... 

>Hi all, 

> 

>On the OPM discs, the serial loader has been replaced with a disc loader 
and 

>menu system without any impact on available memory. So, we don't have to 
do 

>anything special. Just return from main() to quit. 


OK, thank you! 


..Chuck.. 


——MESSAGE FILE 11372 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000492 


——MESSAGE FILE 11373 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000493 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:19 +0200 

Organization: DEbri 

Lines: 63 

Message-ID: <ldwh6po.oek81luluzt 7wwN@al-—88-104.a1l.nl1> 
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Johan MacLeod <j-mac@lineone.net> wrote: 


If everyone who is currently writing a game could reply to this group, 
we could see how many people are coding at the moment. 

I am finishing off a game myself (snake). It would be a great pity if NY 
games were to stop appearing on the OPM coverdisk, so lets do something 
about it! 


VV V V V V 
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We are working on several games at the moment; 


- FREEFALL 

A 3D Skydivingsim where you can perform tricks in the sky and get points 
for them. At this moment I think I can say it's about 40% ready. We have 
a man falling trough the clouds towards the ground. The man is 
controllable and you can make him flip around any axis. We still need to 
implement a parachute and parachute controls, sound, tricks anda 
scoresystem. 


— PANGBANG 

A 2player SuperPang-clone. In our version you can shoot straight and 
diagonal. You can shoot more bullets at the time but you do need to 
reload. You are shooting at big balls that came from a vulcano in the 
background. It looks a bit like one of the Pointblack-levels. This game 
is about 50% ready. We have the bouncing balls (with smoketrail). They 
can be shot (into 2 smaller balls). We have got it working with 2 
players. We still need to implement sound and score. And after that more 
levels. 


— UP&DOWN 

This is a very simple but addictive game that actually is 2 games. In 
the first game you must let a man jump higher and higher on platforms 
without falling. The controls are very simple and it will get a 4player 
option with split joypad system. In the second game you must let a man 
drop lower and lower in a shaft from platform to platform without being 
killed. It's hard to say how far we are with this game. We have a fully 
working lp-version without score or sound, but at the moment I'm working 
on better graphics. 


- PLANESANE 

This is a fully working 3D dogfight game. There is only a 2p-option and 
the score-system is realy simple. It's not finished enough for the 
CoverDisc, but it is already a bit playable.We will finish this game 
after all the other projects. 


— PAINTCARS 
Again a game that is rather far developed. In this 2p-game you control a 
paintcar. You must pick up cans of paint and paint the screen (its a 2d 
top-view game). If the screen is painted for about 50% in your colour, 
you win. In the future lp-version, you must paint against the clock. 
This game is already playable as well, but the cars bounce rather odd to 
the sides. 


I may say that we really prove that it's easy to start developing, but 
it's hard to finish. We can always use all the help we can get so if you 
like one of the concepts and want to help, please let us know. As you 
may have noticed, we also could use somebody that could help us with 
sound-effects and background-music. 


Cheers, 


DEnnis... 
Team Parc (~parc) 
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> 2) Having to make graphics and sounds in the first place (tiles, sound 
> effects and stuff like that should be part of the boot CD) 


I think it would be a good idea to make this a school-project. I'm 
following a study at an Artschool in the Netherlands. I might try to 
start a Freeware-clipart-lib for NY-games. Maybe with some other 
students. A CD filled with "usable" graphics and models for NY-games. 
I'ts just that I'm a bit late with this idea.. Maybe if we could find 
other artists as well to join in, that we could get a complete libary. 
It seems that most of us suffer from this problem. 


> 4) Not much info on game design and implementation 


I'm working on GameDesign-projects. I already made a CD with a collected 
work on articles about Games Design. 


> 5) No proper tools to work with (sprite tools etc) 


We all agree, but this lack also makes it a bit of a chanance to get 
things done (what a bad excuse don't you agree ;) 


6) No multitap libs (we all know that the good multi-player games can 
sometimes look poor but we accept this because they are so much fun so 
we could produce good 4-player games and people would overlook the poor 
graphics that home-coders produce) 


VVVV 


Think of the Joypad-split mode like in Micromachines. Yes it sucks but 
it is an option. 


7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
royalty (or fixed fee) 


VVVVVVVVV 


Personally I think a good game gives you a chance of getting in the 
industry.. There will be new idea's and projects and you know that your 
great idea can be stolen, but keeping it a secret will never get you 
anywhere. 


> We are supposed to solve these problems in our spare time and produce 
> games in a matter of weeks. Mainstream PSX stuff is produced by teams 
> and take months or years. 


We are not supposed to beat the pro's.. You should have a fun time 
developing and having a chance to play your own game. You should not try 
to compare with the commercial stuff. On the NY, you should develop a 
game for your own fun. And if in the end it's a good game, thats great.. 
but in the first place do it for your own fun and experiance. 


> I don't want to release something which looks like a load of cack but I 
> don't want to give away something, which represents loads of my spare 
> time, for no payment. 


Ever had a hobby? Hobbies cost hudge amounds of money and time and you 
won't gain more than an experiance.. It's great to be able to make a job 
out of your hobby, but don't force a hobby to be a job. 


> What about a competition with some prizes? Sony are loaded so they can 
> afford it. Or did they only start the Yaroze program to generate new 
> game ideas on the cheap! 


I think you completely interpetate the idea wrong. You buy and use a NY 
for yourself! Sure Sony will gain some on developers that learned to 
develop with their system in the spare time, but in the end, I think 
Sony puts more money into this project than gaining from it. And there 
were several contests in the past years. So if you like, you could get 
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enter some. And also think of all the contacts you gain with your Net 
Yaroze. Some of my best friends are fellow NY-members! 


Rant O Ver * EK KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK KKK KKK KKK 


Believe it or not I am actually producing a game for Yaroze but I am not 
sure how long it will take. If I had all the graphics and sounds done I 
could finish the code in a couple of weeks. However I have no idea when 
I will be finished because the graphics and sound are such a grey area 
(because they are down to your own personal standards and are limited by 
your tools and artistic ability) 


VVVVVVVV 


I understand, try to team up with some artist that would love to do this 


stuff!! To tell you something.. I can't even code.. I just do graphics 
and game-idea's!!!! To bad I'm not so good with sound. 

Cheers, 

DEnnis.. (~madmac) 
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7) No incentive (if we give a submission for the magazine we get nothing 
and some mainstream coders can take our ideas and make a better 
version). 

SONY could have easily set up some deal with their developers (or at 
least established links) to have our work included on mainstream games 
as sub-games. The developers could then pay us a standard fee for our 
work. Equally, SONY could produce a compilation of the best work (say 
10 games per disk) and sell them commercially with coders getting a 
royalty (or fixed fee) 


VVVVVVVVVV 


The incentives are: fun, learning, and the fact that the NY project is a 
proving ground for new talent, and therefore a possible way into the 
industry. It is also very satisfying to get a game published on the OPM 
cover disc, not to mention the recognition received. And, your arrogance 
bemuses me. You really think that your ideas are too good to share without 
someone ripping them off and making a killing from them? Well, in that case 
I suggest you start developing your ideas on the PC, then try and find a 
publisher. Or, try and get a job in the industry - but then, you need to 
prove yourself first to do that. 


VVVVVVVVVVVV VV VV VV VV OV 


I totally agree! I had an idea of a skydivinggame. For 2 years I've 
sread my idea and wanted to develop it. But I was not in the position of 
developing it. Now EA developed it without me. I can look at it like 
they stole my idea, but I don't. I just look at it like they had the 
same idea, and I can't get the rights on a seratain game-idea, and I 
can't get it developed. So now I see the resemblance with my concept, I 
think.. "Hey, I did it right! The Pro's are doing the same I did". I 
even think my idea is still better!! 
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I had the same with Cooboarders. In Arcades, I used to play 
Alpine-Surfer from Namco. I wondered why there was no 3D snowboarding 
game for a homeconsole. Since the PSX was typical designed for 3D, I 
made up a complete game for the PSX called "Snow-B". About a month after 
I finished my complete concept, SCEE anounced that UEP was working ona 
3D snowboardgame. When it hit the shops, I bought it at once. I did not 
even own a PSX when I bought Coolboarders. It turned out that my game 
was almost the same. Only my game had a damage-score. There was no way 
that SCEE or UEP could have seen my idea, but still our concepts were 
almost identical. If you like, I could show you some screenshots I 
pre-rendered for Snow-B. The same happend with a console-contest in the 
Netehrlands. In 1994 I won a second price with a "design the next gen 
games console". Those were the times of Gameboy and SNES. I designed a 
system called SNES+ (32-bit) and a SGB (SuperGameBoy). In those days the 
supergameboy as we know it now did not excist. The SGB looked like a 
SNES-joypad with a GameGear-screen on it. With a special cable, you 
could connect your SGB to a joypad-port of the SNES+. The joypad-port on 
the SNES+ had a videoOut as well. SO some of the game-info would apeir 
on the SGB. Actually, that is what SEGA is doing with the dreamcast. But 
this idea of mine was publisched in 1994!!! The great thing about my 
system was, that you could also play multiplayer games on the seperate 
screens. Of course my SNES+ had 4 joypad-ports, like the N64 has now. 
For Example, it would have been possible to play MariokKart64 on the 
SNES+ with the TV-screen turned of. The 4 small screens on the GBS would 
be used as the screens. This way you could play a multiplayer game with 
only buying one copy and all the players would have a seperate screen 
but the quality would be great course of the powerfull chip in the 
mothersystem. To be honest, I expect a system like this to hit the 
market somewhere in the future... 


It's what game designers/programmers (i.e. you) do - solve the problems. If 
you want it all done for you, then that already exists - they're called 
commercial games and I believe you can pick them up for £20-50 at your local 
games retailer. 


V V V V V V 


Heheheh Cool... 


I don't want to release something which looks like a load of cack but I 
don't want to give away something, which represents loads of my spare 
time, for no payment. 


V V V V 


If your talents don't live up to your own expectations then that's your 
problem. 


You are not going to get paid! You made a mistake in buying a NY if you 
expect to get paid for anything you do with it. It's a HOBBY. It's not 
work, and it's not a job. 


VVVVVVVVV VV 


H 


agree in full!! 


> 

> > Or did they only start the Yaroze program to generate new 

> > game ideas on the cheap! 

>> 

> 

> Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
> ideas. People with great ideas are two a penny. People who can put great 
> ideas to effect are those in demand. 

> 

heheheh 

Cheers, 

DEnnis.. 


—-MESSAGE FILE 11375 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000495 
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Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


>The incentives are: fun, learning, and the fact that the NY project is a 
>proving ground for new talent, and therefore a possible way into the 
>industry. It is also very satisfying to get a game published on the OPM 
>cover disc, not to mention the recognition received. And, your arrogance 
>bemuses me. You really think that your ideas are too good to share without 


VV V V V 


> You are quite naive if you think that my attitude is pure arrogance and 

> that nobody is ripping anybody off in the world (where intellectual 

> property is concerned). I actually wouldn't mind having my ideas copied 
> (imitation being a form of flattery) if I had already been rewarded for 

> my efforts. 

Welcome in the world where we all rip each other off!!! Open your 

eyes!!! We all rip eachother off and we all are greedy! Understand that 


the developers of a product (say games) won't get half the share of the 
people that sell the stuff. 

Iff you really think that your idea's are OpsyTopsy, present them at the 
ECTS. I'm a freak as that as well! I think my idea's are great and I try 
to show what I'm worth. Till here I did not gain a lot, but at least I'm 
trying. 


>someone ripping them off and making a killing from them? Well, in that case 
>I suggest you start developing your ideas on the PC, then try and finda 
>publisher. Or, try and get a job in the industry - but then, you need to 
Why can't we just find a publisher now? Again because of a restrictive 
measure! 

>prove yourself first to do that. 

I gave up needing to prove myself years ago. (after getting my honours 
degree in physics and masters in opto-electronics and optical 

information processing) 

So I'm not some snot-nosed kid who just wants to complain. I ama 
reasonably well-educated 31 year old who wants to see a bit more effort 
from SONY (it's called after sales care in most countries) 


VVVVVVVVVV VV 


The fact that you are on these newsgroups is already a service from 
Sony, And the fact that George Bain is replying, is also service from 
sony!!! 


>It's what game designers/programmers (i.e. you) do - solve the problems. If 
I love solving the problems (I hate doing graphics and sounds) 
>you want it all done for you, then that already exists they're called 
>commercial games and I believe you can pick them up for £20-50 at your local 
>games retailer. 


VVVVYV 


> smart-ass 


WELCOME IN THE WORLD OF NET YAROZE!!!!! HAHAHAHAHAHA, and you didn't 
even meet me yet! 
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> >We do it in our spare time bacause WE WANT TO. We do what we want, when we 
> Why do we fart around on the Yaroze...because we want to....because we 
> WAN: CO. Հաաա sles (sounds like a song to me) 


Who is the smart ass around here? Why don't you find yourself another 
Hobby, like pealing potatoes or something... 


> >If your talents don't live up to your own expectations then that's your 
> >problem. 

> This is an obvious baiting but I have to respond. 

> This has nothing to do with my talents not matching my own expectations. 
> It is to do with having a professional attitude to anything which you 

> are prepared to attach your name to. 

Euhm... Professional? we are here working on homedevelopment and 


amateuristic stuff.. You can be professional, but don't expect to much. 


> >What like GDUK? 
I checked the site a few times this year and it seemed to only have info 
about last year. Is it running this year? 


v 


v 


A lot of NY-members set up their own competitions as well, you can will 
some nice games sometimes, but no money.. Again, fun is the magic word, 
not money. 


>> Or did they only start the Yaroze program to generate new 
>> game ideas on the cheap! 


>Yeah, let's face it, the NY scene is really bulging with great, new, fresh 
>ideas. People with great ideas are two a penny. People who can put great 
>ideas to effect are those in demand. 


> How do you know what people are doing at the moment? 
> Not everyone has the time to write into the groups (or wants to talk 
> about some project which they couldn't put a release date on). 


Tell me one idea that has Dbeen "stolen" over the past years? And I mean 
stolen from the NY-members, not by the NY-members?? 


>> Believe it or not I am actually producing a game for Yaroze but I am not 
>> sure how long it will take. If I had all the graphics and sounds done I 
>> could finish the code in a couple of weeks. However I have no idea when 
>> I will be finished because the graphics and sound are such a grey area 
>> (because they are down to your own personal standards and are limited by 
>> your tools and artistic ability) 


My game is a variation on Puzzle Bobble (Bust a Move2,3 etc) 


>Ah, now who's stealing who's ideas exactly? 


Every first person shooter hails back to Wolfenstein 3D or whatever came 
before it. What I said above was the closest example to what I'm doing. 
I could have just said puzzle game. 


VVVVVVVVVVVVV VV VV 
v 
v 


must say that I agree that Wolfenstein was the first as far as I kno. 
lot of people think it was Doom.. 


DH 


> Anyway I wouldn't do a straight clone since nobody would want it. And I 
> wouldn't release any game that couldn't hold my own attention for at 
> least 5 minutes. 


Maybe thats why we haven't seen anything of you yet. 


> >Oh, I get it! This is a wind up isn't it? Had me fooled for a while there. 
> You need to deal with your rage mucker! Get help soon! 
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Help is on the way mate.... cockadoodledoo.... 


> In your reply you showed absolutely no respect for someone who you don't 
> even know and took a SUPERIOR tone at every possible opportunity. 


Sorry to interrub.. But Alex is a respected member as far as I know and 
most of us just apreciate a fair and honest reply, even when it's 
negative.. And what do you mean with possible oppertunity?!?!? 


> A REAL COMMUNITY SPIRIT 
Yeah, you should see the spirit at the ECTS last year.. 
Cheers mate, 


DEnnis.. 
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Derek da Silva <dasi@eidosnet.co.uk> wrote: 


> I'm no graphics artist/sound engineer either, so do the best I can. I never 
> expected to be spoon-fed by SONY anyway. 


Hmmmm, sounds interesting ;) 


DEnnis.. 
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Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


In article <7nesq6$i4ml14@chuka.playstation.co.uk>, Derek da Silva 
<dasi@eidosnet.co.uk> writes 

>I'm no graphics artist/sound engineer either, so do the best I can. I never 
>expected to be spoon-fed by SONY anyway. 

Nor did I but I did expect a big company to follow-up a project and make 


V V V V V 
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> it easier to get things done. What would it cost them anyway? 
> 


Լ'ԵՏ not about what THEY do, its about what YOU do! 


Obywhan has spoken... 


Don't get me wrong Derek. I did read the restrictions in the sign-up 
documentation and knew then what the situation was. What surprised me 
was the lack of any links to a commercial avenue and any improvements in 
the situation since I signed (SONY tout themselves as a cool and 
progressive company and yet they restrict what we can do in our games) 


VVVVV 


Just think!!! what did you expect? Do you want to compete with the pro's 
by only buying a Net Yaroze?!?! That sounds realy dutch.. trying to sit 
on the front row wile paying for a cheap ticket. And you make it what 
you want! You can get in contact with people in the industry, if you do 
things right! 


> Anyone can slag off another member of this group but explain to my why 
> the lifting of the restrictions and provision of a better set of tools 
> would be a bad thing at this stage. 


First, we don't want to slag anybody off. We always like it when there 
are some good idea's that could improve the project. Bet we also must 
stay realistic. 


It was perhaps foolish of me to expect anything more in the way of 
support for my wild and outlandish ideas in these groups. 


> 
> 
> 
> The group does say freetalk (I thought I was allowed). 


The knife cuts on both sides, we say in Holland. Freetalk also allowes 
us to reply. Believe me, I think it's great that you write your idea's 
and share them with us. Otherwise I would not even reply. But as far as 
I'm concerned, I just try to give you a bit of an realistic view. 


Cheers, 


DEnnis.. 
——MESSAGE FILE 11378 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000498 


--MESSAGE FILE 11379 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000499 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:42 +0200 

Organization: DEbri 

Lines: 17 

Message-ID: <ldwhcjl.lw6tf0lrrlledN@al-—88-104.a1l.nl> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
uk> <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwVZ@trsoft.demon.co.uk> <7ne 
sq6S$i4m14@chuka.playstation.co.uk> <WFgjsBAScwm3EwxXD@trsoft.demon.co.uk> <7nf90aSi4m 
20@chuka.playstation.co.uk> <qcg8qBATg5m3EwBe@trsoft.demon.co.uk> 

NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4448 scee.yaroze.mydemos: 
499 


Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


> In article <7nf90a$i4m20@chuka.playstation.co.uk>, Derek da Silva 
> <dasi@eidosnet.co.uk> writes 

> >Sure. But people are just as entitled to disagree with you. 

>> 

> >Good luck with your game. 

>> 

> >Derek 

> Sorry if we got our wires crossed mate. 
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> 


Actually, everybody around here is very nice.. Let's all have a nice 
pint of beer after the first day at the ECTS.. Who's comming? 


DEnnis.. 
——MESSAGE FILE 11379 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000499 


—-MESSAGE FILE 11380 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000500 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:15:44 +0200 

Organization: DEbri 

Lines: 13 

Message-ID: <ldwhcrv.h9qx9ivq7sxN@al-—88-104.al.nl1> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <gHEOsSEADrim3EwQJ@trsoft.demon.co. 
uk> <7nn7ncSoubl3@chuka.playstation.co.uk> <d2YRgDA1Xzn3EwMp@trsoft.demon.co.uk> 
NNTP-Posting-Host: 81-88-104.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4449 scee.yaroze.mydemos: 
500 


Anthony Ross <ARoss@trsoft.demon.co.uk> wrote: 


> I am only glad that I paid the much cheaper price for it. 
> 


> Yes I probably did expect too much. 


Amazing! Pay less, expect more?!?!? 
Just think off all those who paid more than double your price! 


Well, in the end you'll start to like it.. 


DEnnis.. 
—-MESSAGE FILE 11380 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000500 


—-MESSAGE FILE 11381 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000501 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Fri, 13 Aug 1999 15:36:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7plase$235@chuka.playstation.co.uk> 

References: <7n7n4fS$6tn6@chuka.playstation.co.uk> <gHEOSEADrim3EwQJ@trsoft.demon.co. 
սք» <7ndks5$i4m7@chuka.playstation.co.uk> <GJpn$DA3Msm3EwVZ@trsoft.demon.co.uk> <7ne 
sq6$i4ml1l4@chuka.playstation.co.uk> <ldwhbzv.1lxw4lyrszlizN@al-88-104.al.nl1> 
NNTP-Posting-Host: modem-23.penicillin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4456 scee.yaroze.mydemos: 
501 


It's the coding I have the trouble with, graphics and game ideas are fine. 
It leads to me having to shelve ideas that would take me over 6 months to 
create (maybe I'm a bit impatient). 

On the point of who's making games right now, things do seem a little 
quiet. I'm currently trying to get to grips with my next project' Terror 
from Planet X', a sci-fi b-movie type thing (it's on my site). I'm setting a 
deadilne myself for November/December, so here's hoping I can stick to it... 

And seeing the product of a few weeks of your hobby get onto OPM is 
great. I was chuffed to bits to see Tanx on this months OPM. 


Stuart. 


DEnnis Brinkhuis wrote in message <ldwhbzv.1lxw4lyrszlizN@al-88-104.al.nl>... 
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>Derek da Silva <dasi@eidosnet.co.uk> wrote: 

> 

>> I'm no graphics artist/sound engineer either, so do the best I can. I 
never 

>> expected to be spoon-fed by SONY anyway. 

> 

> 

>Hmmmm, sounds interesting ;) 

> 

>DEnnis.. 


——MESSAGE FILE 11381 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000501 


—-MESSAGE FILE 11382 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000502 
Path: chuka.playstation.co.uk!news 

From: "Armand" <Armando@01019Freenet .de> 

Newsgroups: scee.yaroze.mydemos 

Subject: "Trisis"-Get it now!!! 

Date: Wed, 18 Aug 1999 00:37:17 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7pco2qShtril@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp06296.01019freenet.de 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nice logic game I think. 
Just download it from www.netyaroze-europe.com/~armand75/ 


regards, 
Armand 


——MESSAGE FILE 11382 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000502 


——MESSAGE FILE 11383 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000503 
Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet,scee.yaroze.profile 

Subject: Virus Alert 

Date: Thu, 19 Aug 1999 13:23:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7pgtckShtri5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk control:195 scee.yaroze.event:160 scee.yaroze.freetalk 
-english:4509 scee.yaroze.mydemos:503 scee.yaroze.problems.internet:90 scee.yaroze.p 
rofile:179 


Hi, Adds 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


If by chance you do receive it DO NOT double click on it!!! Just delete it 
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Hope you don't get infected... 


Aaron 


——MESSAGE FILE 11383 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000503 


—-MESSAGE FILE 11384 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000504 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: control, scee.yaroze.event,scee.yaroze.freetalk.english, scee.yaroze.mydem 
os, scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Thu, 19 Aug 1999 17:35:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37BC3257.C04D2C69@easynet.co.uk> 

References: <7pgtck$htril5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk control:196 scee.yaroze.event:161 scee.yaroze.freetalk 
-english:4510 scee.yaroze.mydemos:504 scee.yaroze.problems.internet:91 scee.yaroze.p 
rofile:180 


Aaron Gandaa wrote: 

Aip A 2 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000, 0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVV VV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


Phil 


—-MESSAGE FILE 11384 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000504 


—--MESSAGE FILE 11385 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000505 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet,scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Fri, 20 Aug 1999 01:37:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <37BCA356.A2CCB813@breathemail.net> 

References: <7pgtckS$htr1i5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
Reply-To: admars32@bigfoot.com 
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NNTP-Posting-Host: 194.247.246.31 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en,ja 

Xref: chuka.playstation.co.uk control:197 scee.yaroze.event:165 scee.yaroze.freetalk 
-english:4517 scee.yaroze.mydemos:505 scee.yaroze.problems.internet:92 scee.yaroze.p 
rofile:181 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 


i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


Al 

Philip Gooch wrote: 

Aaron Gandaa wrote: 

Hip Alleah 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 

It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 


onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVV VV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


VVVVVVVVVVVVVVV VV VV VV VV 


Phil 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 11385 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000505 


——MESSAGE FILE 11386 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000506 
Path: chuka.playstation.co.uk!news 

From: "AG" <blaisetech@yahoo.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: IONStorm... 

Date: Sun, 22 Aug 1999 21:33:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7ppn78S$8mol0@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


I'm pissed off with my version of IONstorm because it came out abit crap. 


Net Yaroze newsgroups message dump.txt Page 7547 
So I'm starting it from scratch.... 


Aaron 


—--MESSAGE FILE 11386 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000506 


—-MESSAGE FILE 11387 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000507 
Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Mon, 23 Aug 1999 11:21:30 +0200 

Organization: DEbri 

Lines: 39 

Message-ID: <ldwy10i.9dr8a07643qsN@[194.151.88.143]> 

References: <7pgtckShtri5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
<37BCA356.A2CCB813@breathemail.net> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk control:198 scee.yaroze.event:167 scee.yaroze.freetalk 
-english:4528 scee.yaroze.mydemos:507 scee.yaroze.problems.internet:93 scee.yaroze.p 
rofile:182 


Al <admars32@breathemail.net> wrote: 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 

i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


VVVVVVVVVV VV 


Here my Mac comes in handy, there are less virusses on Mac in total than 
the amount of virusses that are discovered on a PC in one week. 


I must say that I can remember a story (maybe even legend) of a couple 
of students that did an investigation. They wanted to know how effective 
it would be to warn people overt the internet. So they made up this 
dummy-message with an virus allert about a non-exciting virus. In the 
mail there was a question to warn all your palls for this virus. 


The outcome of the test was that they had created one of the worst 
virusses that ever hit the internet. Everybody was sending the message 
on and on.. Complete servers completely got blocked and the whole 
internet was over-worked. Lot's of servers crashed.. No virus-killer was 
able to fix this. It was like almost all the mail-adresses got 
bombmails.. 

From that moment on, servers were better protected for this type of 
overload. 


I still get now and then one off these messages from this test, that was 
done over 8 years ago. And for anybody longer then 2 years on the 
internet, you must have had one of these as well.. It's about a mail you 
are not alowed to open (not even an attachment). 


DEnnis.. 
—--MESSAGE FILE 11387 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000507 


—-MESSAGE FILE 11388 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000508 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
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scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming. sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


——MESSAGE FILE 11388 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000508 


——MESSAGE FILE 11389 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000509 
Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: 4 player snake 

Date: Tue, 31 Aug 1999 20:43:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7qhbh7$703@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-58-27.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Snake v0.95b is up on the site. PAL only at the moment, NTSC version 
coming soon. 
Now supports up to 4 players (two people on each pad), among other updates. 


http://www.netyaroze-europe.com/~j_macl/ 
cheers, 


Mac 


——MESSAGE FILE 11389 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000509 


——MESSAGE FILE 11390 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000510 
Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: New Demo Soon 

Date: Wed, 01 Sep 1999 00:17:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <37CC6273.BDCO0D8@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-06-53.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 
My new game is coming to the end of completion, and will be my 
first entry into the Fame Game comp. 
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If anyone is interesting in helping me by testing a version of the 
game, please contact me at 


mlambert@netcomuk.co.uk 
Cheers, 


See you at ECTS, 


The CHIEF 


——MESSAGE FILE 11390 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000510 


—-MESSAGE FILE 11391 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000511 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: early beta TP15TE playable demo! 

Date: Wed, 01 Sep 1999 00:59:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <37CC6C7B.37C1F3B1l@breathemail.net> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: 194.247.248.42 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


Hi everyone, I've now made available my long awaited first PSX yaroze 
game! 


It's a kind of 3D Tetris based game where you have to build a tower 
rather than stop one from building! 


So let me know what you think, and if I like your contributions I'll put 
‘em in my MSc project write up ;) 


There's also a PC only OpenGL conversion there as well. 
Cheers 
Al 


http://www.netyaroze-europe.com/~admars/ 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 
——MESSAGE FILE 11391 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000511 


—-MESSAGE FILE 11392 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000512 
Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: New very soon 

Date: Tue, 14 Sep 1999 20:01:26 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <37DE9B86.32C8634C@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-05-49.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi all, 


Just a quick message that my new game StarsWars is finished and 
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will be on my site soon, so go there and check out the 
screenshots and let me know what you think. 


I would like this game to be considered for the Fame Game comp, so 
if you read this George, let me know how to do it, 


Cheers, 


Marc 'The CHIEF' Lambert 


http://www.netyaroze-europe.com/~cyclone/ 


pas? Sorry that I didn't get to meet up with everyone at ECTS, but I 
fell ill and had to leave half-way through the first day :o 


——MESSAGE FILE 11392 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000512 


--MESSAGE FILE 11393 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000513 
Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: STARS WARS IS HERE!!! 

Date: Wed, 22 Sep 1999 18:31:21 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <37E91269.A2200D72@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-03-41.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi All, 


Check out my new game Stars Wars. It is on my site now and 
I'm entering it for the Fame Game comp, so get it and let 
me know what you think, 


CHEERS 


The CHIEF 


http://www.netyaroze-europe.com/~cyclone/ 


—-MESSAGE FILE 11393 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000513 


—-MESSAGE FILE 11394 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000514 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: demos 

Date: Thu, 7 Oct 1999 12:20:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7ti07g$t172@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-44.terbium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


More demos please. Things look far too empty ;)... 


—-MESSAGE FILE 11394 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000514 


—--MESSAGE FILE 11395 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000515 
Path: chuka.playstation.co.uk!news 
From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
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Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 
Subject: Re: URGENT! OPM Games 

Date: Sat, 09 Oct 1999 10:15:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <37FFO7CA.5D309750@chilternmag.demon.co.uk> 
References: <7n7n4fS6tn6@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-88.oxygen.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4797 scee.yaroze.mydemos: 
515 


I hope it doesn't end, 
I've been working my ass off over the holidays on Drum 'n' Race, 
and now I'm back at school things are going slower. 


I think you're right though, people do seem to dissapear after getting on the 
Disk... 


Maybe we should help each other more, then games would be finished faster. 
Chris Wallace. 


George Bain wrote: 


> To all NY members worldwide, 

> 

> As you all know, each issue of OPM has 2 NY playable games. 

> We have continued to supply OPM with games for nearly 2 years. 

> However, it seems we are running out of games!! 

> 

> I do consider putting another game from the same author if it's good. 
> So if the same NY member gives me a game every month, and it's good, 
> then it will appear on OPM! 

> 

> It looks like NY members work to get their game on OPM and don't do anymore 
> games afterwards?!?! I could be wrong?!?! 

> 

> P.S. I'm desparate for a game by tomorrow 12 noon!! 

> 

> Regards, 

> 

> George@SCEE 

> 

> 


—-MESSAGE FILE 11395 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000515 


——MESSAGE FILE 11396 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000516 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: Tower Power 1250 Tournement Edition 
Date: Sat, 09 Oct 1999 19:18:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <37FF8702.2B7CF296@breathemail.net> 
Reply-To: admars32@bigfoot.com 
NNTP-Posting-Host: 194.176.211.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en,ja 


Hi everyone, I've now made available my long awaited first PSX yaroze 
game! 
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It's a kind of 3D Tetris based game where you have to build a tower 

rather than stop one from building! 

It's not finished but feedback would be good. 

There's also a PC only OpenGL conversion there as well. 

Cheers 

Al 


http://www.netyaroze-europe.com/~admars/ 


http://www.geocities.com/SunsetStrip/Palms/3657/ 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 11396 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000516 


—-MESSAGE FILE 11397 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000517 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.mydemos 

Subject: Re: URGENT! OPM Games 

Date: Sun, 10 Oct 1999 22:14:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7tr07oSna71@chuka.playstation.co.uk> 

References: <7n7n4fS6tn6@chuka.playstation.co.uk> <37FFO7CA.5D309750@chilternmag.dem 
on.co.uk> 

NNTP-Posting-Host: modem-34.tantulum.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4819 scee.yaroze.mydemos: 
517 


Chris Wallace wrote in message 
<37FFO7CA.5D309750@chilternmag.demon.co.uk>... 

>I hope it doesn't end, 

>I've been working my ass off over the holidays on Drum 'n' Race, 

>and now I'm back at school things are going slower. 

> 

>I think you're right though, people do seem to dissapear after getting on 
the 

>Disk... 

> 

>Maybe we should help each other more, then games would be finished faster. 
> 

> Chris Wallace. 


I'm not dissapearing. I've just been too damn busy recently, but hopefully 
I'll have at least one of my 2 games in progress finished before 
Christmas... 

And yes, we should help each other more. 

Stuart. 


—-MESSAGE FILE 11397 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000517 


—--MESSAGE FILE 11398 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000518 
Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 

Newsgroups: scee.yaroze.mydemos 

Subject: Databugs v.1 

Date: Wed, 13 Oct 1999 15:44:57 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7u25vaSvp3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-69.fluvoxamine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


CodeWarrior version of 3D Cartoon Racing Game at 
http://www.netyaroze-europe.com/~timrvl 

or 

http://www.netyaroze-europe.com/~tlimrvl/ftp 

if you want to skip the pictures! 


All the Best 


Tim. 


—-MESSAGE FILE 11398 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000518 


——MESSAGE FILE 11399 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000519 
Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Databugs for everyone! 

Date: Sat, 16 Oct 1999 11:35:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7u9kggS$45p2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-24.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi again 

Siocons & CodeWarrior version of 3D Cartoon Racing Game at 
http://www.netyaroze-europe.com/~timrvl 

or 

http://www.netyaroze-europe.com/~timrvl/ftp 

if you want to skip the pictures! 

All the Best 


Tim. 


——MESSAGE FILE 11399 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000519 


—-MESSAGE FILE 11400 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000520 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.mydemos 
Subject: Re: New version of "Haunted Maze" 
Date: Wed, 15 Dec 1999 18:14:31 +0000 
Organization: Max Studios 
Lines: 36 
Message-ID: <3857DA87.ECO00241D@which.net> 
References: <73034uSt9d2@scea> 
NNTP-Posting-Host: p283-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 1D914AA36A81CCC767F102AA" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
1D914AA36A81CCC767F102AA 
Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

My I just say, 

This is a fantastic game. I first played it on the demo disk of an OPM disk and 


I thought it was fantastic. This game single-handedly made me want a Net Yaroze, 
I don't regret it one bit either. Thnakyou Ed for such a cool game. 


Max 


http://www.netyaroze-europe.com/~leonl7 


1D914AA36A81CCC767F102AA 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


1D914AA36A81CCC767F102AA-— 


——MESSAGE FILE 11400 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000520 


——MESSAGE FILE 11401 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000521 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Tanx2 demo 

Date: Sat, 12 Feb 2000 17:58:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <8847t1Sfhf23@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-235.germanium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi folks, 
After 3 furious weeks of work, the Tanx2 demo is now in my ftp area 
(~scmacd). Still got some effects, sfx and better front-end to put in. Also 


the bots ( I'm designing the code just now! ). 
Let me know what you think. 
Stuart. 


—-MESSAGE FILE 11401 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000521 


—-MESSAGE FILE 11402 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000522 
Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Re: Tanx2 demo 

Date: Wed, 16 Feb 2000 20:28:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <88f2a9Scj117@chuka.playstation.co.uk> 
References: <8847t1Sfhf23@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-50.palladium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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stuart @macdonald4798.freeserve.co.uk wrote in message 
<8847t1Sfhf23@chuka.playstation.co.uk>... 

>Hi folks, 

>After 3 furious weeks of work, the Tanx2 demo is now in my ftp area 
>(~scmacd). Still got some effects, sfx and better front-end to put in. Also 
>the bots ( I'm designing the code just now! ). 

>Let me know what you think. 

>Stuart. 


Some folk might not be bothered to go to the Yaroze site and go through all 
that homepage stuff, so here's the link to my ftp section: 
http://www.netyaroze-europe.com/~scmacd/ftp/ 


Enjoy ( and plaese give feedback ) 
Stuart. 


—-MESSAGE FILE 11402 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000522 


——MESSAGE FILE 11403 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000523 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.mydemos 

Subject: Ping! 

Date: Sun, 20 Feb 2000 14:56:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <88o0vdvS$fb87@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-145.carbon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


well you can now try my pong clone, go on... 


http://www.netyaroze-europe.com/~frkt1lx/ 


cheers//matt 

electronicmail: matt@frktl.freeserve.co.uk 
universalresourcelocator: www.frktl.freeserve.co.uk 
icq: 38714129 


——MESSAGE FILE 11403 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000523 


—-MESSAGE FILE 11404 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000524 
Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <"eddieharrison"@ netscape.net> 
Newsgroups: scee.yaroze.mydemos 

Subject: Box Game 

Date: Sun, 27 Feb 2000 16:17:11 +0000 

Organization: 24/7 Games Design 

Lines: 7 

Message-ID: <89bilkSf2c2@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-57-144.host.btclick.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Eddie Harrison crashes into the yaroze community with the stunning 
BoxGame get it know from....... 


http://www.netyaroze-europe.com/~sonicex 
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——MESSAGE FILE 11404 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000524 


——MESSAGE FILE 11405 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000525 
Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <aaron@blaisetech.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Armored Mech Destruction... 

Date: Tue, 28 Mar 2000 14:43:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8bqctoSho0t4@chuka.playstation.co.uk> 
NNTP-Posting-Host: tnt-—3-13.easynet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Hi all, 


I'm working on a new project...I'll post a beta soon but don't laugh at it 
cuz at the moment it's crap.. 


Till Next Time.. 


Aaron 
aaron@blaisetech.xs3.com 
http://www.blaisetech.xs3.com 


—-MESSAGE FILE 11405 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000525 


—-MESSAGE FILE 11406 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000526 
Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


—-MESSAGE FILE 11406 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000526 


—-MESSAGE FILE 11407 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000527 
Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78t$7p5@chuka.playstation.co.uk> 

References: <80o0hocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80ohocS$7h3@chuka.playstation.co.uk... 

> 

> 

> 


——MESSAGE FILE 11407 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000527 


——MESSAGE FILE 11408 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000528 
Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: test 

Date: Wed, 27 Jun 2001 14:38:58 +0100 

Organization: SCEE 

Lines: 5 

Message-ID: <9hcnps$8mll@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


am I here 


later 


—-MESSAGE FILE 11408 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000528 


—-MESSAGE FILE 11409 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000529 
Path: chuka.playstation.co.uk!news 

From: "James Burns" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.mydemos 

Subject: test2 

Date: Wed, 27 Jun 2001 14:39:54 +0100 

Organization: SCEE 

Lines: 3 

Message-ID: <9hcnrk$8ml12@www.netyaroze-europe. com> 
NNTP-Posting-Host: 213.219.49.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


hello 


——MESSAGE FILE 11409 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000529 


—-MESSAGE FILE 11410 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000530 
Path: chuka.playstation.co.uk!news 
From: "Kenny Millar" <yaroze@ntlworld.com> 
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Newsgroups: scee.yaroze.mydemos 

Subject: Re: test2 

Date: Thu, 9 Aug 2001 01:42:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <9ksm64S4at 9@www.netyaroze-europe. com> 
References: <9hcnrk$8m12@www.netyaroze-europe. com> 
NNTP-Posting-Host: pc2-kirk2-0-cust120.ren.cable.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2462.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2462.0000 


Yo! 

"James Burns" <ps_yaroze@scee.net> wrote in message 
news: 9hcnrk$8m12@www.netyaroze-europe.com... 

> hello 

> 

> 


—-MESSAGE FILE 11410 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000530 


—--MESSAGE FILE 11411 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000531 
Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <mverran@btinternet.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Re: test2 

Date: Mon, 20 Aug 2001 12:32:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <9lqsgbSlekl@www.netyaroze-europe. com> 

References: <9hcnrk$8m12@www.netyaroze-europe.com> <9ksm64S$4at 9@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: host213-122-156-198.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


ellooooooooooo 'ew ees eet? 
Kenny Millar <yaroze@ntlworld.com> wrote in message 


news: 9ksm64S$4at 9@www.netyaroze-europe.com... 
> Yo! 


> "James Burns" <ps_yaroze@scee.net> wrote in message 
> news: 9hcenrkS$8ml1l2@www.netyaroze-europe.com... 

> > hello 

>> 

>> 

> 

> 


——MESSAGE FILE 11411 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000531 


—-MESSAGE FILE 11412 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000532 
Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: Uhhh...Anyone been making... 

Date: Fri, 21 Dec 2001 18:37:26 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <a00llqSfgi6é@www.netyaroze-europe.com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 
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Anyone been making demos lately??and.... 
Why is it that i cant get into the Japanese sites? 


—--MESSAGE FILE 11412 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000532 


——MESSAGE FILE 11413 START: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000533 
Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@attbi.com> 

Newsgroups: scee.yaroze.mydemos 

Subject: New Game in the Making 

Date: Wed, 26 Dec 2001 15:58:00 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <a0dhjbSo3c4@www.netyaroze-europe. com> 
NNTP-Posting-Host: 12-237-177-220.client.attbi.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


I am currently starting a button basher track game for Net Yaroze. Please be 
on the look out for it. It will be off the chain. I am aiming on the 
graphics and game play features to be impressive. It is only going to 
initially have a 100 meter sprint race and some trials. I am going to also 
work on a tournament based mode. If you have any suggestions please Holla 
back 


Terry Arnold 
Future leader of the Video Gaming Industry ,Hopefully 


—-MESSAGE FILE 11413 END: net-yaroze-usenet/00000001-SCEE/yaroze/mydemos/00000533 


E AE AE AE FE HEE HEE EH 
E AE EAE AE EAE FE EAE E EH H 


AE E TE AE HE FE AE FE E HE HEH HH 
--START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/problems 
EE AE TE AE AE FE AE FE E HE REESE 


——HHEEEEEEE EE EHH 
——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
——HEEEEEEEE EE HEH 


—-MESSAGE FILE 11414 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000001 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 
Subject: FTP put problems 

Date: Fri, 14 Mar 1997 17:56:05 +0000 
Organization: SCEE 

Lines: 5 

Message-ID: <33299135.3FC5@interactive.sony.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


At the moment no-one can write to their home directory. 

We are currently working on this problem (which is an ftp software error 

and not one due to file and directory permissions which is what is 

appears). Please bear with us on this. Normal service will be resumed as 

soon possible. 

—-MESSAGE FILE 11414 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
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—-MESSAGE FILE 11415 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000002 

Path: chuka.playstation.co.uk!news 

From: Webmaster <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Re: FTP put problems - fixed 

Date: Mon, 17 Mar 1997 17:03:30 +0000 
Organization: SCEE 

Lines: 8 

Message-ID: <332D7962.3991@interactive.sony.com> 
References: <33299135.3FC5@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4m) 


sceetech wrote: 


> 

> At the moment no-one can write to their home directory. 

> We are currently working on this problem (which is an ftp software error 
> and not one due to file and directory permissions which is what is 

> appears). Please bear with us on this. Normal service will be resumed as 
> soon possible. 

It's fixed - I think. 


—-MESSAGE FILE 11415 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000002 


—-MESSAGE FILE 11416 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000003 

Path: chuka.playstation.co.uk!news 

From: Alex Amsel <alex@teeth.demon.co.uk> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Demos 

Date: Mon, 24 Mar 1997 00:51:28 +0000 
Organization: Silltunna Software 

Lines: 12 

Message-ID: <3335D010.62D9@teeth.demon.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


More of a suggestion really: 


In the demo list there are heaps of files with no description, and 
several without much of any use. There is also a selection of 3d 
tutorials but some parts (5 & 8?) appear to be missing. 


It would be great if each file could have a much fuller description (few 
lines each). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Scottish League 1998 * 
NEWSFLASH: Wolves move to Scotland in new promotion effort 


—-MESSAGE FILE 11416 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000003 


—-MESSAGE FILE 11417 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000004 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Re: Demos 

Date: Tue, 25 Mar 1997 16:29:29 +0000 
Organization: SCEE 
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Lines: 22 

Message-ID: <3337FD69.51EA@interactive.sony.com> 
References: <3335D010.62D9@teeth.demon.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Alex Amsel wrote: 
> 


More of a suggestion really: 


In the demo list there are heaps of files with no description, and 
several without much of any use. There is also a selection of 3d 
tutorials but some parts (5 & 8?) appear to be missing. 


It would be great if each file could have a much fuller description (few 
lines each). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Scottish League 1998 * 
NEWSFLASH: Wolves move to Scotland in new promotion effort 


VVVVVVVVVV VV 


Check out /ftp/demos 


there are better descriptions in there - but your comments are noted (as 
ever) :-) 


Laura 
—-MESSAGE FILE 11417 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000004 


—-MESSAGE FILE 11418 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000005 

Path: chuka.playstation.co.uk!news 

From: William Docherty <xij60@dial.pipex.com> 
Newsgroups: scee.yaroze.problems.internet 
Subject: SONY SITE ACCESS 

Date: Tue, 25 Mar 1997 10:43:40 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <33381CDC.4A08@dial.pipex.com> 
NNTP-Posting-Host: ael99.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Could someone please supply me with FULL details of the Sony Sites access 
requirements so that I can configure off-line news reader programs and 
other internet software. Details such as phone nums, IP addresses, 
POP3,SMTP,NNTP info etc. 


I am also having doubts about using PIPEX as they have been having a lot 
of server (and news server) problems recently, is this common ? I have 
not used their services before. 


Thanks in advance 


William Docherty 


—-MESSAGE FILE 11418 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000005 


—-MESSAGE FILE 11419 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000006 
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Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark Dickman) 
Newsgroups: scee.yaroze.problems.internet 
Subject: Re: SONY SITE ACCESS 

Date: Wed, 26 Mar 1997 11:43:30 GMT 
Organization: ElectricMail Ltd. 

Lines: 52 

Message-ID: <333905f6.2674817@news.playstation.co.uk> 
References: <33381CDC.4A08@dial.pipex.com> 
NNTP-Posting-Host: oneida.elmail.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 25 Mar 1997 10:43:40 -0800, William Docherty 
<xijé6é0@dial.pipex.com> wrote: 

>Could someone please supply me with FULL details of the Sony Sites access 
>requirements so that I can configure off-line news reader programs and 
>other internet software. 


To configure offline News readers like Free Agent, Netscape, etc. 

the news server is news.playstation.co.uk. This is entirely in 
addition and separate to newsgroups available through your provider. 
You MUST use a news reader that can use the authentication mechanisms, 
with Username and password being the same as for the Yaroze web site. 


The email server will be your providers email SMTP server (I think 
PIPEX is relay.mail.pipex.net). If you have a demon account that will 
be relay-1l.mail.demon.net or punt-1.mail.demon.net ) 


I don't know of any web mirroring software that will allow you to 
download the website due to the access requirements. 


Sony's site is not available by direct dial, so 

>other internet software. Details such as phone nums, IP addresses, 
>POP3, SMTP, NNTP info etc. 

is not really relevant, as all such details are provided by your IP 
provider. 


If you really want IP address for the sites: 
news.playstation.co.uk. 86400 CNAME chuka.playstation.co.uk. 
www.playstation.co.uk. 86400 CNAME chuka.playstation.co.uk. 
chuka.playstation.co.uk. 86400 A 194.203.13.2 


Be very aware that this CAN and very likely WILL change. 


>I am also having doubts about using PIPEX as they have been having a lot 
>of server (and news server) problems recently, is this common ? I have 
>not used their services before. 

The website is at the other end of a PIPEX leased line, so 

theoretically the fastest service should be through PIPEX dial. Not 
having traced the routes I can't tell. 


News server problems at PIPEX will not affect your ability to talk to 
sony's news groups. 


Every provider has problems at times. How long it takes to get fixed 
depends on the problem, and where the problem is caused, is what 
matters. 


Mark Dickman - Internal Systems Administrator 
http://www.elmail.co.uk tel. +44 1223 501333 fax. +44 1223 501444 
-- Delivering the Internet to your Desktop -- 


7562 


—-MESSAGE FILE 11419 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000006 


—-MESSAGE FILE 11420 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000007 

Path: chuka.playstation.co.uk!news 

From: Laura Smith <laura@dial.pipex.com> 
Newsgroups: scee.yaroze.problems.internet 
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Subject: Re: SONY SITE ACCESS 

Date: Wed, 26 Mar 1997 13:20:18 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <33399312.3BC2@dial.pipex.com> 
References: <33381CDC.4A08@dial.pipex.com> <333905f6.2674817@news.playstation.co.uk> 
NNTP-Posting-Host: ac086.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


To configure offline News readers like Free Agent, Netscape, etc. 

the news server is news.playstation.co.uk. This is entirely in 
addition and separate to newsgroups available through your provider. 
You MUST use a news reader that can use the authentication mechanisms, 
with Username and password being the same as for the Yaroze web site. 


WON N: A 


Net Yaroze comes with Navigator which will do the trick (see 
http://www.playstation.co.uk/newmembers/newsgroups for info). 


> News server problems at PIPEX will not affect your ability to talk to 
> sony's news groups.Yep, the news groups are hosted by our own Server here. 


Every provider has problems at times. How long it takes to get fixed 
depends on the problem, and where the problem is caused, is what 
matters. 


V V V V 


To be honest, I have found using this PIPEX account (with a pathetic 

14.4 modem) much better than the Demon account with a 28.8 modem which I 
was using this time last year. 

But things change all the time - look at the back of Internet magazine 
for example - there they list the performance of the UK ISBs - this month 
there were problems woth the MS site's server 


For interest, our main open site - http://www.scee.sony.co.uk site sits 
on a Demon Server. 


Laura 


--MESSAGE FILE 11420 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000007 


——MESSAGE FILE 11421 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000008 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Web site /newsgroup comments 

Date: Thu, 03 Apr 1997 18:50:49 +0100 
Organization: SCEE 

Lines: 80 

Message-ID: <3343EDF9.1699@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
CC: ps_yaroze@interactive.sony.com 


>1) Are you expiring articles on the newsgroups, or are you going to 
be storing the lot? Will there be a compilation of FAQs etc. 


Articles never expire - they are useful as a back catalogue of information. 
They are also searchable via the Web site which makes them extremely useful. 


We will be archiving the newsgroups every month - they will be stored in 
seperate archive files for every month and searchable via the Web site - just 
as if they were still active. The only difference is that they won't be 
clogging up your news reader. 
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So far there hasn't been much traffic - or not yet enough to warrant an 
archive - we have only been going two months and there is still a backlog of 
orders to get through. 


When we start archiving we'll announce it in the newsgroup anounce and on the 
Web site (News section). 


FAQs? Well, we might do, if there is a need. At the moment everyone is 
feeling their way and learning, pointing out what info is missing, (like this 
stuff from the new members section, for example) 

so we won't get a good idea of the most important questions for a while. 


>2) Would it be better to have a site last updated time, and also some 


Well. whenever anything is added to or changed on the site it is put 

in the What's new section with the date that it was added. I could 

add latest update to the first page too but you would only need to check in 
the Whats New Section to find out what has been changed? 


I have just checked the Demos area - there are a couple of Demos that were 
added and sneaked passed the 'What's New' section of the Web site and the RSD 
tool in Utils and ctype.c in the utils...blimey all these have sneaked 
through. We'll try to avoid that in future. 


The only other thing which isn't in the What's news section is the Members 
Home Pages.... 


>sort of order to the home web page index. eg. chronological 
>addition, or by alphabetical order. This is because the site will 
>become unwieldy, and difficult to browse through once there are 
>larger numbers of people on the site. 


They are in chronological order - with the date that they were last 
registered. If you change something in your Home Page you can re-register it 
— with a new description. Just use the Registration form as you did last 
time. 


>3) When you reference something on the site (eg. with the posting of 
the alpha RSDtool) should we explicitly reference the location.eg. 


it is available at 
>http://www.playstation.co.uk/yaroze/ftp/utils/graphic/rsdtool/rsdtool.e>xe.gz 
> which is directly clickable by most browsers. 
yep good point. I think that everyone does, normally - you having a dig ata 
recent posting from here :-) 


>4) Can we have the ftp demos available through a normal FTP session? 
> Maybe a symlink through to the normal FTP areas for members? I can 
> go off and download a bunch of files in one go then. 


This might be possible -» we need to check the security for this (you know 
how it is - big companies get wierd about FTP access to Servers). 


Taken it 'on board' (pure big company speak :-). 


>5) Out of interest why are some of the files being gzipped when they 

> can't be compressed any further, so meaning we have to go through 

> an additional stage? 

Do you mean files that can't be compressed are being passed through the 
compression util? This is an automatic process - if you set Winzip up to 
decompress as it saves it takes all the tedium out of getting the demos and 
then decompressing it. 

..it's taken 'on board' 


Thanks for your comments. 


Laura 
—-MESSAGE FILE 11421 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000008 
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—-MESSAGE FILE 11422 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000009 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Web site /newsgroup comments 

Date: Thu, 03 Apr 1997 18:43:59 GMT 

Organization: ElectricMail Ltd. 

Lines: 95 

Message-ID: <3343efb7.31441959@news.playstation.co.uk> 
References: <3343EDF9.1699@interactive.sony.com> 
NNTP-Posting-Host: oneida.elmail.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, Web Master <ps_yaroze@interactive.sony.com> wrote: 

>>1) Are you expiring articles on the newsgroups, or are you going to 

> be storing the lot? Will there be a compilation of FAQs etc. 

> 

>Articles never expire - they are useful as a back catalogue of information. 
>They are also searchable via the Web site which makes them extremely useful. 
Great. :-) 


>We will be archiving the newsgroups every month - they will be stored in 
>seperate archive files for every month and searchable via the Web site - just 
>as if they were still active. The only difference is that they won't be 
>clogging up your news reader. 

You mean that you will be taking a months worth of postings, and 

archiving them, leaving the posts intact on the webserver? 


What I am trying to get at is whether I can lose my current database 
of articles, but come back at a later date and still download them 
all. (I guess I am too used to CIX whereby I can go back into 
(relative online) prehistory to get all posted messages.) 


>>2) Would it be better to have a site last updated time, and also some 
Ahh. that wasn't really the question I was going to ask! What you get 
from starting to rewrite your message and then moving onto something 
else :-( as you say this is the What's New section. 


>... ...blimey all these have sneaked 
>through. We'll try to avoid that in future. 
ԷՀ) 


>The only other thing which isn't in the What's news section is the Members 
>Home Pages.... 


>sort of order to the home web page index. eg. chronological 
>addition, or by alphabetical order. This is because the site will 
>become unwieldy, and difficult to browse through once there are 
>larger numbers of people on the site. 


ԺՊ ՊՊԿՊԿ 


>They are in chronological order - with the date that they were last 
>registered. 
Ah Ok. When I last looked they didn't seem like as though there was an 
order. 


>.. If you change something in your Home Page you can re-register it 
>- with a new description. 

But are many people going to do that? or maybe they will now. I had 
thought that the initial registration was so that you were offically 
admitting to your presence on the site as it were, and so gave an 
indication as to how long you'd been around. 


>>3) When you reference something on the site (eg. with the posting of 


> the alpha RSDtool) should we explicitly reference the location.eg. 

> 

> it is available at 
>>http://www.playstation.co.uk/yaroze/ftp/utils/graphic/rsdtool/rsdtool.e>xe.gz 
>> which is directly clickable by most browsers. 


>yep good point. I think that everyone does, normally - you having a dig at a 
>recent posting from here :-) 
Not particularly :-) But it was one that caught my attention, as most 
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users here will be wanting to relatively minimize the online time they 
use I would think. Besides it is neater... 


>>4) Can we have the ftp demos available through a normal FTP session? 

IA 

>This might be possible -> we need to check the security for this (you know 
>how it is - big companies get wierd about FTP access to Servers). 

> 

>Taken it 'on board' (pure big company speak :-). 


:-) Thanks 


>Do you mean files that can't be compressed are being passed through the 
>compression util? 
Yes. 


>..This is an automatic process - if you set Winzip up to 

>decompress as it saves it takes all the tedium out of getting the demos and 
>then decompressing it. 

>..it's taken ‘on board' 

I've got WinZip to do that and having been doing it on the few files 

I've downloaded so far. It just seems a little pointless if you see 

what I mean. 


>Thanks for your comments. 


ԻՏ-ՕԽ.. S=) 
One more question who are the people at SCEE that we talk to? are they 
individuals or are they all sceetech or webmaster. etc? :-) 


Ok another question, how about having a really cool email address of 
username@playstation.co.uk, or NetYaroze.com address? (I don't expect 
this to be answered, as it would be a bit of a nightmare... :-) 


Mark, collector of email addresses... 


--MESSAGE FILE 11422 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000009 


——MESSAGE FILE 11423 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000010 

Path: chuka.playstation.co.uk!news 

From: webmaster <ps_yarozeQinteractive.sony.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Web site /newsgroup comments 

Date: Mon, 07 Apr 1997 13:55:36 +0100 

Organization: SCEE 

Lines: 36 

Message-ID: <3348EEC8.A7C@interactive.sony.com> 

References: <3343EDF9.1699@interactive.sony.com> <3343efb7.31441959@news.playstation 
-co.uk> 

NNTP-Posting-Host: 194.203.13.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4m) 


> What I am trying to get at is whether I can lose my current database 

> of articles, but come back at a later date and still download them 

> all. (I guess I am too used to CIX whereby I can go back into 

> (relative online) prehistory to get all posted messages.) 

All mail postings are available via the Web site - using the search function. youd 
ont; need to download and keep them as lthey will always be there. 

Every month we are going to archive the mail postings so that they won;t be on the n 
ews server (they will still be on the Web site though). 

I think that answers your question. 


> 
> Ah Ok. When I last looked they didn't seem like as though there was an 
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> order. 
Yeah, Paul fixed this up last week. 


> One more question who are the people at SCEE that we talk to? are they 
> individuals or are they all sceetech or webmaster. etc? :-) 
WE usually sign our names at the bottom of the mails. 


but there are two generic IDS - Webmaster and sceetech - thye could really be anyone 
from here at SCEE. 

In the light of your comments I will add some bits about newsgroup expiry to the new 
sgroup section of the Web site and explain who everyone is so you get 

some idea of what is going on. 


Ok another question, how about having a really cool email address of 
username@playstation.co.uk, or NetYaroze.com address? (I don't expect 
this to be answered, as it would be a bit of a nightmare... :-) 


VV NV V V V 


Mark, collector of email addresses... 


ohh you really are a chancer :-) - we thought about this for about two seconds - it 
is a pain to adnminister and can be a security risk if not set up 

correctly as it uses a vulnerable port so we chose not to simply because we are too 
few to look after it and anyone who has an Internet connection has 

one anyway - so it would be an unnecessary feature. 


Laura 
—-MESSAGE FILE 11423 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000010 


—-MESSAGE FILE 11424 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000011 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: homepages appear to be down again... 

Date: 12 Apr 1997 22:47:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <01bc4793$38339340Sda7f989e@nlights.demon.co.uk> 
NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


just an observation... 
—-MESSAGE FILE 11424 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000011 


—-MESSAGE FILE 11425 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000012 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: FTP put problems - not fixed :) 

Date: 17 Apr 1997 01:50:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0Olbc4ad2$50alcd60$2d09e8c3@fred> 

References: <33299135.3FC5@interactive.sony.com> <332D7962.3991@interactive.sony.com 
> 

NNTP-Posting-Host: 1d15-045.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> It's fixed - I think. 

I can't upload files to my directory. 

I've never really used FTP before but I'm fairly sure I'm not doing 
anything wrong. 


Hopefully :) 
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Mike. 
—-MESSAGE FILE 11425 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000012 


—-MESSAGE FILE 11426 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000013 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: homepages appear to be down again... 

Date: 17 Apr 1997 01:51:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01bc4ad2$7d3145e0$2d09e8c3@fred> 

References: <01bc4793$38339340Sda7f£989e@nlights.demon.co.uk> 
NNTP-Posting-Host: 1d15-045.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I agree. 


Mike. 
—-MESSAGE FILE 11426 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000013 


—-MESSAGE FILE 11427 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000014 
Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: homepages appear to be down again... 

Date: Thu, 17 Apr 1997 09:29:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <3355DF63.2443@interactive.sony.com> 

References: <01bc4793$38339340Sda7f989e@nlights.demon.co.uk> <01lbc4ad2$7d3145e0$2d09 
e8c3@fred> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

To: Michael Enoch <100413.2514@compuserve.com> 


Michael Enoch wrote: 
> 

> I agree. 

> 

> Mike. 


Hi Michael, 
You have a rather unique userID, which seems to have exposed a bug in 
our FTP software ! 


(1.6. other accounts work, but yours doesn't PUT correctly). 


To get you going we've created a new account "hexadecimal" for FTP 
usage (same password as before). 


Let me know if this is OK, and if you'd like this reflected in your 
Netscape ID. 


- SCEE 
—-MESSAGE FILE 11427 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000014 


—-MESSAGE FILE 11428 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000015 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.problems.internet 
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Subject: Re: homepages appear to be down again... 

Date: 18 Apr 1997 18:48:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <0lbc4c29$a30f£72c0S4c10e8c3@fred> 

References: <01bc4793$38339340Sda7f989e@nlights.demon.co.uk> <01lbc4ad2$7d3145e0$2d09 
e8c3@fred> <3355DF63.2443@interactive.sony.com> 

NNTP-Posting-Host: 1d29-076.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Michael, 
You have a rather unique userID, which seems to have exposed a bug in 
our FTP software ! 


(1.6. other accounts work, but yours doesn't PUT correctly). 


To get you going we've created a new account "hexadecimal" for FTP 
usage (same password as before). 


Let me know if this is OK, and if you'd like this reflected in your 
Netscape ID. 


- SCEE 


VVVVVVVVVVVV VV 


Well, I thought my ID was special, but not that special :) 

I've tried out "hexadecimal" and it works fine. When you say Netscape ID I 
assume you mean my ID for getting onto the Yaroze web pages and newsgroups, 
in which case I would be happy to switch to "hexadecimal" (Especially since 
it is 11 characters long, bound to get noticed). 


Thanks, 
Mike. 


—-MESSAGE FILE 11428 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000015 


——MESSAGE FILE 11429 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000016 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: FTP put problems - Fixed :) 

Date: 21 Apr 1997 21:21:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <0Olbc4e9a$77aeb640Sa9lee8c3@fred> 

References: <33299135.3FC5@interactive.sony.com> <332D7962.3991@interactive.sony.com 
> <O0lbc4ad2$50alcd60$2d09e8c3@fred> 

NNTP-Posting-Host: 1d58-169.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


The new ID works. 


Mike. 
—-MESSAGE FILE 11429 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000016 


—-MESSAGE FILE 11430 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000017 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Home page problem 

Date: Wed, 23 Apr 1997 22:50:56 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <335E7630.1F5E@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi boyz, 

just a quick question. 

I have linked a midi files to my home page. 

When I try it at home my copy of Netscape loads it and plays it fine. 

Now it's on the Yaroze server in my homepage but when I try to open it 

from my page the browser try to open it as an html page making a mess. 

Where is the mistake? 

—-MESSAGE FILE 11430 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000017 


——MESSAGE FILE 11431 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000018 

Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Home page stuff .... 

Date: Mon, 28 Apr 1997 21:50:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <33650D95.5A0F@ukonline.co.uk> 
NNTP-Posting-Host: lon6-43.ukonline.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Hi all, 


okay what sort of stuff can I put on my homepage like 
perl scripts, java applets etc ? any restrictions ? 
-—-MESSAGE FILE 11431 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000018 


——MESSAGE FILE 11432 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000019 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Home page stuff .... 

Date: Tue, 29 Apr 1997 12:17:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3365D8CA.77D4@geocities.com> 
References: <33650D95.5A0F@ukonline.co.uk> 
NNTP-Posting-—Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi Peter, 


Peter Dollochan wrote: 
> okay what sort of stuff can I put on my homepage like 
> perl scripts, java applets etc ? any restrictions ? 


Java script/applets work fine on my page. 

Kev. 

http://www.playstation.co.uk/~kevtoast 
http://www.geocities.com/SiliconValley/Pines/7428 


-—-MESSAGE FILE 11432 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000019 
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--MESSAGE FILE 11433 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000020 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Home page stuff .... 

Date: Tue, 06 May 1997 12:02:06 +0100 

Organization: SCEE 

Lines: 15 

Message-ID: <336FOFAE.181A@interactive.sony.com> 
References: <33650D95.5A0F@ukonline.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
To: Peter Dollochan <peter.dollochan@ukonline.co.uk> 


Peter Dollochan wrote: 

> 

> Hi all, 

> 

> okay what sort of stuff can I put on my homepage like 
> perl scripts, java applets etc ? any restrictions ? 


Yes, no CGI programs [eg written in Perl]....(or rather our server 
restricts CGI to our own cgi-bin). 


CGI's fine, but it gives you a little too much access to the OS. 
Java is OK, though 


—Paul 
--MESSAGE FILE 11433 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000020 


——MESSAGE FILE 11434 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000021 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Apologies... 

Date: Tue, 6 May 1997 15:03:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <5kne4s$3cml@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


The newsgroups were down over the weekend (when we were all away ;-)) 
Hopefully problem is now resolved. 


Paul 


—-MESSAGE FILE 11434 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000021 


—-MESSAGE FILE 11435 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000022 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Extarcting files from .tar.gz files 

Date: Tue, 13 May 1997 14:10:29 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <33786845.47B6@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Harris (~mbh2097) contacted us having problems extracting files 
from our site. 


You've probably noticed that we've started moving away from GZIP and 
TAR, which although portable are quite as well known as PKZIP. (We'd 
welcome your feedback on this - which format is most prefered by you 
guys ?) 


Anyway, under MS Windows we recommend WINZIP, but if you want to extract 
files by command line the answer is: 


gunzip archivename.tar # Decompresses archive 
tar xvf archivename.tar # Extracts files from (now decompressed 
archive) 


This information is now more explicitly described in 
http://www.playstation.co.uk/yaroze/main/newmembers/upndown.htm 


- Paul 
—-MESSAGE FILE 11435 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000022 


—--MESSAGE FILE 11436 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000023 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Re: Extarcting files from .tar.gz files 
Date: 14 May 1997 07:38:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <0Olbc603a$e240d2c0$99557ec2@brianwes> 
References: <33786845.47B6@interactive.sony.com> 
NNTP-Posting-Host: client8599.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Id prefer PKZIP files as Ive had no end of problems with tar.gz files 
—-MESSAGE FILE 11436 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000023 


—--MESSAGE FILE 11437 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000024 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: extracting demo file from Japan site 

Date: Fri, 16 May 1997 21:17:46 -0600 

Organization: Multi-Corp 

Lines: 22 

Message-ID: <337D235A.3F32@zicorp.com> 

Reply-To: tjyang@zicorp.com 

NNTP-Posting-Host: 207.229.20.122 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 


Hi, 


I checked out N.Y. Japan site and download a demo with lzh 
extension. 


But I have trouble even extracted it by my lha decompressor. 
I can see the file content are named with Japanese coding. 


Net Yaroze newsgroups message dump.txt Page 7573 


During extraction my winzip complaining the extacted file 
are with extension file name which are not support by 

my external program(lha.exe). My winzip setting did 
sucessful extract the lzh files on N.Y. UK. 


Anybody has luck on checking out NY Japan's demo ? 


Thanks in advance 


Tyng-Jing Yang (T.J.) tjyang@zicorp.com 


System Administrator 
Zi Corporation 403.233.8875 ext 238 


3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 

Internet http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 

—-MESSAGE FILE 11437 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000024 


—-MESSAGE FILE 11438 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000025 

Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 

From: Youhei TAKADA <kazta-ta@aix.or.jp> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: extracting demo file from Japan site 

Date: Mon, 19 May 1997 01:01:18 +0900 

Organization: Japan 

Lines: 23 

Message-ID: <337F27CE.61B72502@aix.or.jp> 

References: <337D235A.3F32@zicorp.com> 

NNTP-Posting-Host: 202.208.35.237 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hello, 
I'm Japanese and sorry poor English. 


If your "lha.exe" version is old,you cannot expend some 
wx ZA file: 


If your OS is Win95/NT,download for melting.But these 
text are Japanese. 


Lhasa v0.11 for Win32 
http://www.st.rim.or.jp/~otake/archives/lhasa01ll.exe 


Easy Melting95 v0.07 (32bit) 
http://www. yuri.com/data/ftp/emel3007.exe 


Youhei Takada 
Japanese sophomore 
E-mail:kazta-ta@aix.or.jp 
HomePage:http://pweb.aix.or.jp/~kazta-ta/youhei/index.html 
(Sorry Japanese only!) 
—-MESSAGE FILE 11438 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000025 


—-MESSAGE FILE 11439 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000026 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Response times from www.playstation.co.uk 

Date: Mon, 19 May 1997 09:11:26 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 42 
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Message-ID: <33800B2E.4D0B@interactive.sony.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


Incidentally, if you find response times to our site appear a 
little slow - please let us know. 


Ideally, post information with output from a utility such as 
TRACERT, with the time at which was run, repeated 3 times so that we 
can get an average. Details of your ISP, and physical location might 
also be useful. 


E.G. 
My location: London, My ISP Pipex, Time: O0920BST Mon 19th Jan 
C:\WIN95>tracert www.netyaroze.com (put www.playstation.co.uk here) 


Tracing route to www.netyaroze.com [202.238.103.37] 
over a maximum of 30 hops: 


1 4 ms 4 ms 4 ոտ 194.203.13.14 

2 31 ms 28 ms 28 ms doc-gw4.pipex.net [158.43.33.53] 

3 32 ms 28 ms 29 ms fddi0-0-0.gwl.london.pipex.net 
158.43.200.1] 

4 30 ms 28 ms 28 ms Fddil-0.GW1.LND1.Alter.Net 
146.188.31.193] 

5 31 ms 29 ms 29 ոտ Fddi0-0.BR1.LND1.Alter.Net 
146.188.30.225] 

6 179 ms 180 ms 182 ms 167.Hssi8-0.CR1.SJC1.Alter.Net 


137.39.72.189] 
x 272 ms 180 ms 311.atml-0.San-Jose9.CA.alter.net 


13:17:39; 13: 114 


8 182 ms 183 ms 180 ms mae-west.iij.net [198.32.136.47] 

9 187 ms 185 ms 183 ms PaloAlto0.iij.net [202.232.0.109] 
10 304 ms 299 ms 312 ոտ iijgate2.iij.net [202.232.0.105] 
11 292 ms 302 ms 300 ms abone-gate.iij.net [202.232.1.155] 
12 303 ms 303 ms 303 ոտ jp-cO.abone.net [202.6.252.28] 

13 302 ms 304 ms 302 ms jp-sinfony.abone.net [202.6.254.2] 
14 308 ms 303 ms 301 ոտ sirogane-hssi0.sinfony.ad.jp 
[202.238.64.37] 

15 319 ms 306 ms 308 ms www.netyaroze.com [202.238.103.37] 


Trace complete. 
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--MESSAGE FILE 11439 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000026 


——MESSAGE FILE 11440 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000027 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Response times from www.playstation.co.uk 
Date: Mon, 19 May 1997 12:48:15 GMT 

Organization: ElectricMail Ltd. 

Lines: 48 

Message-ID: <33804957.268502580@news.playstation.co.uk> 
References: <33800B2E.4D0B@interactive.sony.com> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Mon, 19 May 1997 09:11:26 +0100, Developer Support 
<dev_support@interactive.sony.com> wrote: 
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>Hi, 


> Incidentally, if you find response times to our site appear a 


>little slow - please let us know. 


To be honest I find it appallingly slow, from my office. And we do not 


have a slow network connection... 


(2Mb for our PSI connection, 10Mb via a secondary connection 
allows us download speeds of approx 16K from the states etc, 
we use for web proxy usage. Connecting to the yaroze site is 


extremely slow via our proxy.) 


- this 
and which 
also 


I used to just think it was the fact that you were using a http 
firewall proxy through to another machine on your internal network 
that was causing the delay. Or are you using headers that stop 


caching? 


>tracert www.playstation.co.uk 


Tracing route to chuka.playstation.co.uk [194.203.13.2] 


over a maximum of 30 hops: 


3 19 ms 200 ms 150 ms cambridgel.cambridge.uk.psi.net 
[154.32.17.1] 

4 28 ms 29 ms 62 ms core.londonl.uk.psi.net [154.32.2.3] 

5 192 ms 76 ms 137 ոտ feO.gwl.linx.pipex.net [194.68.130.25] 

6 168 ms 204 ms 52 ms fddi5—-0-0.gwl.london.pipex.net 


[158.43.194.1] 


7 143 ms 123 ms 209 ms fddi0-0.gw4.london.pipex.net 


[158.43.200.4] 


Ց 2763 ms 2723 ms 2570 ոտ sonycomp-ent-—gw.pipex.net 


[158.43.33.54] 


9 2007 ms 2431 ms 1505 ms chuka.playstation.co.uk 


[194.203.13.2] 


8/9 are completely silly. What do you have going across that link? I 
would guess at it being a 33.6 Modem with you trying to get the whole 


of the internet through it!! :-) 


Mark 
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—-MESSAGE FILE 11440 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000027 


—-MESSAGE FILE 11441 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000028 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.problems.internet 
Subject: readme/samples + MSIE3 

Date: 23 May 1997 12:05:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <01bc6772$a894fbc0$14547ec2@brianwes> 
NNTP-Posting-Host: client8414.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ive just visited the page with the new samples and when you click on the 
readme to read a description of the demo the box underneath stays blank 


when using MSIE 3. 


—-MESSAGE FILE 11441 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000028 


—-MESSAGE FILE 11442 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000029 
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Path: chuka.playstation.co.uk!news 

From: Philip Macfarlane <Philip_Macfarlane@3Mail.3Com.com> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Web page hit-counter 

Date: Thu, 29 May 1997 18:54:10 +0100 
Organization: 3Com Inc. 

Lines: 9 

Message-ID: <338DC2C2.7298@3Mail.3Com.com> 
Reply-To: Philip_Macfarlane@3Mail.3Com.com 
NNTP-Posting-Host: 140.204.20.87 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi folks, 


I've been having some problems with my homepage hit counter. 

It seems to display a random number when I view it with Netscape. 
Is this how it appears to everybody who looks at it? Can anybody 
suggest a solution for this problem? 


Cheers, 
Philip. 
—-MESSAGE FILE 11442 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000029 


—--MESSAGE FILE 11443 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000030 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: You can now use ~username format for Japanese Member home pages 
Date: Fri, 06 Jun 1997 10:23:17 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 4 

Message-ID: <3397D705.1046@interactive.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Thus http://www.playstation.co.uk/~cfs01105/netyarouze.html will show 
you how the Japanese pronnouce Net Yaroze 


- Paul 
—-MESSAGE FILE 11443 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000030 


—-MESSAGE FILE 11444 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000031 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: You can now use ~username format for Japanese Member home pages 
Date: Sat, 21 Jun 1997 10:48:44 -0500 

Organization: (no organization) 

Lines: 13 

Message-ID: <33ABF7DC.73C3@charlie.cns.iit.edu> 

References: <3397D705.1046@interactive.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


Developer Support wrote: 
> 
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> Thus http://www.playstation.co.uk/~cfs01105/netyarouze.html will show 
> you how the Japanese pronnouce Net Yaroze 

> 

> - Paul 

Wow! Thanks! 


That is not *at all* how I (or anyone else I've ever heard) thought it 
was pronounced! էՀ) 


EdF 
--MESSAGE FILE 11444 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000031 


——MESSAGE FILE 11445 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000032 

Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 
Newsgroups: scee.yaroze.problems.internet 

Subject: HOW DO I .... 

Date: Thu, 26 Jun 1997 08:39:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <33b22427.1017358@news.playstation.co.uk> 
NNTP-Posting-Host: modus-software.demon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi, 
Can someone explain something... 


I have designed some Web pages for my Yaroze site, and have 

decided to use frames. There is a simple icon menu system in the left 
frame, and the right frame consists of text - not entirely unlike 
Sony's own setup. The various pages, sections, etc have been created 
using HotMetal Light - yep the free stuff. 


I have structured the various html/gfx files as follows: 


ROOT- index.html 
WebGfx - folder containing all .jpg files 
WebPages - folder containing all other .html files 


The problem is this: 


The web site was constructed and tested along the way using Netscape 
Navigator. The links, pages, etc all work perfectly well. The 
references to gfx/html files from within a frame are simply 
"WebGFx\pic.jpg" or "WebPages\page.html". It appears that the 
references to pages within frames are from the source level were 
"index.html" is. 


However upon testing the web site under Microsoft Internet Explorer, 
the gfx & pages are referenced wrongly. It tries to find files along 
the lines of "\WebPages\WebGfx\pic.jpg". ie, it appears to reference 
pages within frames from the source of were the frames html file is 
stored (being the directory WebPages for all html files apart from 
index). I can fix this problem by removing references to "WebGfx" and 
"WebPages" from the source making it work under Explorer, but of 
course this stops it working on Navigator. 


The simple solution is obviously to dump it all at root level but this 
idea is hideous. I must surely be doing something wrong (seeing as 
Sony seem to get it to work). 


This is my first stab at frame based web design, and I have been 
through many options, someone put me out my misery (cue jokes about 
bullet in head). 


William Docherty 
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—-MESSAGE FILE 11445 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000032 


—--MESSAGE FILE 11446 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000033 

Path: chuka.playstation.co.uk!news 

From: Laura <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: HOW DO I .... 

Date: Thu, 26 Jun 1997 10:52:33 +0100 

Organization: SCEE 

Lines: 52 

Message-ID: <33B23BE1.16A7@interactive.sony.com> 
References: <33b22427.1017358@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4m) 


William Docherty wrote: 

> 

> Hi, 

> Can someone explain something... 


However upon testing the web site under Microsoft Internet Explorer, 
the gfx & pages are referenced wrongly. It tries to find files along 
the lines of "\WebPages\WebGfx\pic.jpg". ie, it appears to reference 
pages within frames from the source of were the frames html file is 
stored (being the directory WebPages for all html files apart from 
index). I can fix this problem by removing references to "WebGfx" and 
"WebPages" from the source making it work under Explorer, but of 
course this stops it working on Navigator. 


VVVVVVVVVV 


Forgive me if you have tried all these things but these are all 
that I can think of from what you have written. 


Maybe the problem is the path name. 

/ = www.playstation.co.uk 

/~myname = www.playstation.co.uk/~myname 

If you put a forward slash (/) before any path name 


then a browser takes the start of the path form the root, 
in this case the root is www.playstation.co.uk 


Also, when you use frames, the top page (let's call it A) 
calls other pages (lets call them Al and A2). 

Any links/files called from Al and A2 must use the path name 
relevent to Al and A2 and not to A. 


If you are having problems use the absolute path name (/~myname/directoryname/filena 
me) 
(it mucks up the mirror sites but should make it work at first). 


The other annoying thing about Frames is that Explorer allows 

you to put the <BODY> tag in the calling frame (the one we called 'A' above) 

but Navigator doesn't. Navigator won't recognise the <FRAMES> tag if you do 

put <BODY> in it. (Took me absolutely AGES to work that one out and drove me mad.) 


That's a bit strange because it is usually Explorer which is more pedantic about cor 
rect HTML. 


The other thing to remeber is that the Server is UNIX so be careful of using differe 
nt cases 
for file and directory names. If you used a PC to make the HTML pages, you won't h 
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ave noticed the 
different cases so it can be confusing when it suddenly stops working. 


If you tell me your ID then I can check out the HTML and see if I can see the proble 
m. 


Laura 
—-MESSAGE FILE 11446 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000033 


—-MESSAGE FILE 11447 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000034 

Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Frame problems 

Date: Thu, 26 Jun 1997 18:41:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <33b2b603.255703@news.playstation.co.uk> 

References: <33b22427.1017358@news.playstation.co.uk> <33B23BE1.16A7@interactive.son 
y . com> 

NNTP-Posting-Host: modus-software.demon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 26 Jun 1997 10:52:33 +0100, Laura 
<ps_yaroze@interactive.sony.com> wrote: 


>If you tell me your ID then I can check out the HTML and see if I can see the probl 
em. 

> 

>Laura 


Thanks for the list of things to try, I'll go through them and see if 
I can get it working correctly. I have not yet however, uploaded my 
web pages to the Sony site - I didn't see the point as they were 
clearly not working. If I get nowere with the list of tips, I'll 
upload it then, and see what bugs/suggestions people come up with. 


William 


—-MESSAGE FILE 11447 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000034 


—-MESSAGE FILE 11448 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000035 

Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: FTP problems 

Date: Fri, 27 Jun 1997 06:37:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <33b3592d.391166@news.playstation.co.uk> 

References: <33b22427.1017358@news.playstation.co.uk> <33B23BE1.16A7@interactive.son 
y.com> <33b2b603.255703@news.playstation.co.uk> 

NNTP-Posting-Host: modus-software.demon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


Hi, more site related problems I'm afraid, 


I am trying to upload my WWW files to my file area using WS_FTP95 Pro, 
(from Explorer) but I am having difficulty in getting connected. I 
am constantly told that too many people are logged in already - is 
this likely to be the case or could it be caused by something else I 
am doing wrong ? 


The settings I am using under"session properties" are: 


General Tab: 


Net Yaroze newsgroups message dump.txt Page 7580 


Profile name Sony 

host name/address www.playstation.co.uk 

Host type Automatic detect (also tried STANDARD UNIX) 
User ID WD_MODUS 

Password ՀԱՅ 

Account (left blank) 

Comment (left blank) 


Startup TAB: 


Initial host directory left blank 
Initail local directory left blank 
Initialise command left blank 
Advanced TAB left at defaults 
Firewall TAB left disabled 


I have no problems accessing other FTP areas. 
Any suggestions would be appreciated 


William Docherty 
—-MESSAGE FILE 11448 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000035 


—-MESSAGE FILE 11449 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000036 

Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: FTP problems addendum 

Date: Fri, 27 Jun 1997 20:19:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33b4lele.653217@news.playstation.co.uk> 

References: <33b22427.1017358@news.playstation.co.uk> <33B23BE1.16A7@interactive.son 
y.com> <33b2b603.255703@news.playstation.co.uk> <33b3592d.391166@news.playstation.co 
.uk> 

NNTP-Posting-Host: modus-software.demon.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 27 Jun 1997 06:37:13 GMT, william@modus-software.demon.co.uk 
(William Docherty) wrote: 


>I am trying to upload my WWW files to my file area using WS_FTP95 Pro, 
>(from Explorer) but I am having difficulty in getting connected. 

> 

Just noticed a mistake (not Explorer) meant to say Turnpike, ie, 
software supplied by Demon for connection/ftp, etc. 


Bleary eyed syndrome I'm afraid. 
William Docherty 


--MESSAGE FILE 11449 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000036 


—-MESSAGE FILE 11450 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000037 

Path: chuka.playstation.co.uk!news 

From: william@modus-software.demon.co.uk (William Docherty) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: FTP problems fixec 

Date: Wed, 02 Jul 1997 08:29:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <33bal102a.954323@news.playstation.co.uk> 

References: <33b22427.1017358@news.playstation.co.uk> <33B23BE1.16A7@interactive.son 
y.com> <33b2b603.255703@news.playstation.co.uk> <33b3592d.391166@news.playstation.co 
-uk> <33b4lele.653217@news.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 7581 


NNTP-Posting-Host: modus-software.demon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 27 Jun 1997 20:19:07 GMT, william@modus-software.demon.co.uk 
(William Docherty) wrote: 


>>I am trying to upload my WWW files to my file area using WS_FTP95 Pro, 
>>(from Explorer) but I am having difficulty in getting connected. 

>> 

> 


Things have been sorted now, I sent an e-mail direct to Sony and they 
seemed to have fixed it, it would have been nice if they had replied 
and told me though. Assuming they did fix something of course. 


I suppose thats what I get for buying a Yaroze months ago, and not 
doing anything with it - too busy publishing our own games :-) 


William Docherty 
Modus Software (Partner) 


—-MESSAGE FILE 11450 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000037 


—-MESSAGE FILE 11451 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000038 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!formica 
From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Access to www.playstation.co.uk from the US 

Date: Sun, 27 Jul 97 02:07:42 GMT 

Organization: Metrowerks 

Lines: 10 

Message-ID: <5rea96$72g5@scea> 

NNTP-Posting-Host: jsumner2.metrowerks.com 

X-Newsreader: News Xpress 2.0 Beta #0 


Has anyone else but me had trouble accessing www.playstation.co.uk from the 
US? I can get to www.scee.sony.co.uk but not www.playstation.co.uk. 


Thanks 


PlayStation Debugger Dude 

Metrowerks 

-—-MESSAGE FILE 11451 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000038 


—-MESSAGE FILE 11452 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000039 

Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.problems.internet 
Subject: PIPEX problems 

Date: Tue, 05 Aug 1997 22:48:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <33E79FA8.4590@Compuserve.com> 
NNTP-Posting-Host: dd16-062.dub.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I tried to activate PIPEX which I installed from the "Net Yaroze 
Software Development Disc", using the information in my Welcome pack, 
but was unsuccessful. 
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The Welcome pack only gave a Serial Number, but the PIPEX registration 
software expects a Product Code as well. 


For your information, the Serial Number was O0CP1-5159-0D84-2021 
—-MESSAGE FILE 11452 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000039 


—-MESSAGE FILE 11453 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000040 

Path: chuka.playstation.co.uk!news 

From: Paul_Holman@Playstation.sony.com 

Newsgroups: scee.yaroze.problems.internet 

Subject: News and Web server on the move 

Date: 5 Sep 1997 11:15:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <5uopkk$2gk17@chuka.playstation.co.uk> 
Reply-To: Paul_Holman@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Paul_Holman@Playstation.sony.com 
To: news@playstation.co.uk 


We've just heard confirmation that our News and Web servers (and the 
machine 

upon which they are hosted) will be moving to a major UK ISP's internet 
backbone 

by the 15th of this month. 


We'll be announcing the schedule ove the next week, but it will involve 
some downtime 

for the main Web server. (We plan to keep the Newsgroup server up and 
running 


at the same location via a copy running on another machine). 


The result of this change should be dramatically improved bandwidth to our 
server, 
and improved download times. 


Stay tuned for more inforation as we have it. 


Paul 


—-MESSAGE FILE 11453 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000040 


—--MESSAGE FILE 11454 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000041 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: SCEE WEb server 

Date: 18 Sep 1997 17:41:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0lbcc3c8S$5feeeae0$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


When you're working on the server anyway, do you think you could have a 
look at the US mirroring? I get an ‘unexpected error' when I click to go to 
Lovell Chittam's and Jeff Lawtons pages. I'm using IE3. Everyone else's 
pages work fine (as far as ah ken). 
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ta 


graeme 
—-MESSAGE FILE 11454 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000041 


—-MESSAGE FILE 11455 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000042 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Disappearing groups 

Date: Fri, 19 Sep 1997 23:37:48 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34236F3C.5775@dial.pipex.com> 
NNTP-Posting-Host: an045.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Anybody else not able to access certain news groups anymore? 
e.g. in my news reader, scee.yaroze.profile has ??? beside it 
instead of the number of postings there. 


Im not a net-head so it could be something wrong at my end; doubt it 
though. The problem seems to have started about the same time as 
the web site was taken down... co-inky-dink? 


There's little enough talk on these news groups without loosing some : ( 
How many Yaroze-type-people aren't on the internet???? I can't believe 
there are *any*. Buying a Yaroze was the only reason I got an internet 
connection - and, boy, am I glad I did... it's bloddy *essential* IMHO! 


anyways, bye bye, 


Chris 
—-MESSAGE FILE 11455 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000042 


—-MESSAGE FILE 11456 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000043 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Disappearing groups 

Date: Mon, 22 Sep 1997 08:31:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <34261EEC.5919@interactive.sony.com> 
References: <34236F3C.5775@dial.pipex.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: Chris Chadwick <xjk18@dial.pipex.com> 


Chris Chadwick wrote: 

> 

Yes, you're right - it has a problem. We'll have a look. 

*This was probably caused in our "հօե-տաճքօսե" of the current temporary 
newsserver, whilst the "main one" was moved to larger ISP to improve 
performance. 


Try news://195.92.24.16/, and let us know if performance is better. 


Paul 
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Anybody else not able to access certain news groups anymore? 
e.g. in my news reader, scee.yaroze.profile has ??? beside it 
instead of the number of postings there. 


Im not a net-head so it could be something wrong at my end; doubt it 
though. The problem seems to have started about the same time as 
the web site was taken down... co-inky-dink? 


There's little enough talk on these news groups without loosing some : ( 
How many Yaroze-type-people aren't on the internet???? I can't believe 
there are *any*. Buying a Yaroze was the only reason I got an internet 
connection - and, boy, am I glad I did... it's bloddy *essential* IMHO! 


anyways, bye bye, 


VVVVVVVVVVVVVV VV 


Chris 
—-MESSAGE FILE 11456 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000043 


——MESSAGE FILE 11457 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000044 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.problems.internet 

Subject: um, er, hello? anyone want to give the URL for the website?? 
Date: Mon, 13 Oct 1997 13:25:19 GMT 

Organization: ElectricMail Ltd. 

Lines: 8 

Message-ID: <344220fa.345896489@news.playstation.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


and don't say www.playstation.co.uk, as some spark has removed the 
links... 


Mark 


—-MESSAGE FILE 11457 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000044 


——MESSAGE FILE 11458 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000045 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: um, er, hello? anyone want to give the URL for the website?? 
Date: Sun, 12 Oct 1997 10:18:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <61ltkstSe3pl@chuka.playstation.co.uk> 

References: <344220fa.345896489@news.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I heard http://www.netyaroze-europe.com 
Blame Mr Rutherford if it doesn't work. 


Graeme 


—-MESSAGE FILE 11458 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000045 
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——MESSAGE FILE 11459 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000046 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: um, er, hello? anyone want to give the URL for the website?? 

Date: Tue, 14 Oct 1997 09:09:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <61lv9vnSe3p2@chuka.playstation.co.uk> 

References: <344220fa.345896489@news.playstation.co.uk> <61ltkstSe3pl@chuka.playstati 
on.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Its true, this is the new URL - we had to give up 
http://www.playstation.co.uk for the good of our marketing site. 


Mid you the advertised connection http://scee.sony.co.uk/yaroze front door, 
would still bring you here. 


I'll take a look to see if any www.playstation.co.uk links are hardcoded 
today - if anyone spots bad links, let us know. 


Graeme Evans wrote in message <6l1tkstSe3pl@chuka.playstation.co.uk>... 
>I heard http://www.netyaroze-europe.com 

> 

>Blame Mr Rutherford if it doesn't work. 

> 

>Graeme 

> 

> 


—-MESSAGE FILE 11459 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000046 


—-MESSAGE FILE 11460 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000047 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: News Server 

Date: Mon, 17 Nov 1997 12:48:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <64peveSlbn3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


News Server is now up and running. 


—-MESSAGE FILE 11460 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000047 


—-MESSAGE FILE 11461 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000048 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: News Server 

Date: Mon, 17 Nov 1997 19:12:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
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Message-ID: <64q4kn$lbn5@chuka.playstation.co.uk> 
References: <64peveSlbn3@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


SCEE wrote in message <64peveSlbn3@chuka.playstation.co.uk>... 
>News Server is now up and running. 

> 

> 


but the homepages aren't : ( 


AS an aside, does anyone know where to find the list of mirrored japanese 
homepages? 


—-MESSAGE FILE 11461 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000048 


—-MESSAGE FILE 11462 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000049 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: My jaw hit the floor... 

Date: Tue, 18 Nov 1997 16:02:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3471BC33.4290@sms.ed.ac.uk> 

References: <64peveSlbn3@chuka.playstation.co.uk> <64q4knS$lbn5@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: at14-042.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Graeme Evans wrote: 
> but the homepages aren't : ( 


Wow - The homepages work again and (will wonders never cease) the 
webcounters have shown their sheepish little features again! 


Will somebody please come round and retrieve my stunned body from the 
floor... 


James (~mrfrosty). 
—-MESSAGE FILE 11462 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000049 


—-MESSAGE FILE 11463 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000050 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: News Server 

Date: Fri, 21 Nov 1997 19:04:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <ira-2111971904280001@dialup-—01-21.netcomuk.co.uk> 
References: <64peveSlbn3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-01-21.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 


In article <64peveSlbn3@chuka.playstation.co.uk>, "SCEE" 
<dev_support@interactive.sony.com> wrote: 


> News Server is now up and running. 


Net Yaroze newsgroups message dump.txt Page 7587 


Obviously, else we wouldn't be able to read this post! 
—-MESSAGE FILE 11463 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000050 


—-MESSAGE FILE 11464 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000051 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: News Server 

Date: Mon, 24 Nov 1997 19:47:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <65clal$lbn13@chuka.playstation.co.uk> 
References: <64peveSlbn3@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>News Server is now up and running. 
> 


Is the japanese news mirror still working? There dont seem to have been any 
postings for about a month... 


—-MESSAGE FILE 11464 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000051 


—-MESSAGE FILE 11465 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000052 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: About applets 

Date: Fri, 23 Jan 1998 19:37:14 +0000 

Organization: I wish! 

Lines: 6 

Message-ID: <34C8F16A.35AA@mdx.ac.uk> 

References: <33b22427.1017358@news.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


A question about applets on our web sites... 
is there any particular reason why they don't work, or is it 
something at my end (which I am checking at the moment now as well?) 


Robert Swan 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 11465 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000052 


—-MESSAGE FILE 11466 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000053 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: More About applets 

Date: Fri, 23 Jan 1998 19:59:23 +0000 

Organization: I wish! 

Lines: 11 

Message-ID: <34C8F69B.50DE@mdx.ac.uk> 

References: <33b22427.1017358@news.playstation.co.uk> <34C8F16A. 35AA@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 
A question about applets on our web sites... 


is there any particular reason why they don't work, or is it 
something at my end (which I am checking at the moment now as well?) 


Forgot to add... I can view them on my university homepage, so why not 
here? Im sure its something embarassingly simple :) 

(test page that works at 

http: //www.sun.mdx.ac.uk/~rs108/applets/html.html 


Robert Swan 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 11466 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000053 


—-MESSAGE FILE 11467 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000054 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.problems.internet 
Subject: Web counter 

Date: Mon, 16 Feb 1998 15:59:08 +0000 
Organization: I wish! 

Lines: 9 

Message-ID: <34E8624C.375E@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Um, wassup with my web counter? 

when I view it, it comes up with amazing figures, like 
32543 each time I look at it :) Is there a problem, or have 
I got some of those pheromones on my page that can attract 
Netscape-wielding moths from miles away? 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 11467 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000054 


—-MESSAGE FILE 11468 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000055 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: If this gets through... What is this error? 
Date: Wed, 4 Mar 1998 16:45:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6édmf36Siap3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


I have tried posting a couple of messages on the news server today and my 
news reader says the server is responding with the following message (Typed 
exactly as it appears) 


441 400 No_space_left_on_device_writing_PID_file_ file _--_throttling 


What does this mean and why is it happening? 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 
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—-MESSAGE FILE 11468 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000055 


—-MESSAGE FILE 11469 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000056 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: If this gets through... What is this error? 
Date: Fri, 06 Mar 1998 10:08:12 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 17 

Message-ID: <34FF3E6C.7C9A5B2D@cybec.com.au> 

References: <6dmf36Siap3@chuka.playstation.co.uk> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


JohnT wrote: 
I have tried posting a couple of messages on the news server today and my 


news reader says the server is responding with the following message (Typed 
exactly as it appears) 


441 400 No_space_left_on_device_writing_PID_file_ file _--_throttling 


VVVVVVV VY 


What does this mean and why is it happening? 


How did you manage to get this one through then? HEY, how did *I* get 
through? It must be back again! 


Apparently there was plenty of room on the Yaroze partition, maybe PID 
files are written somewhere else... 


Toby. 
—-MESSAGE FILE 11469 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000056 


—-MESSAGE FILE 11470 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000057 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: If this gets through... What is this error? 

Date: Fri, 6 Mar 1998 11:15:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6doljvSiap1l2@chuka.playstation.co.uk> 

References: <6dmf36Siap3@chuka.playstation.co.uk> <34FF3E6C.7C9A5B2D@cybec.com.au> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Toby Hutton wrote in message <34FF3E6C.7C9A5SB2D@cybec.com.au>... 

>JohnT wrote: 

>> 

>> I have tried posting a couple of messages on the news server today and my 
>> news reader says the server is responding with the following message 
(Typed 

>> exactly as it appears) 

>> 

>> 441 400 No_space_left_on_device_writing_PID_file_file_--_throttling 
>> 

>> What does this mean and why is it happening? 
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> 

>How did you manage to get this one through then? HEY, how did "1" get 
>through? It must be back again! 

> 

>Apparently there was plenty of room on the Yaroze partition, maybe PID 
>files are written somewhere else... 

> 

>Toby. 

Perhaps I should have put the subject as "When this gets through..."!! 

I used my work computer to post the message. The software (Outlook Express) 
is running all the time at checks for email and sends messages every minute 
or so. So I left it alone trying to upload the message over night. It 
finally got it through the next day whilst I was at lunch!! :) 


JohnT 


——MESSAGE FILE 11470 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/i 
0000057 


——MESSAGE FILE 11471 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems 
/00000058 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.problems.internet 
Subject: SCEI. 

Date: Mon, 23 Mar 1998 11:50:42 +0000 
Organization: Mobius Codeworks Ltd. 

Lines: 6 

Message-ID: <35164C92.ABED3F82@micronetics.com> 
Reply-To: jim@codeworks.demon.co.uk 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Is the SCEI link working ok from SCEE? 
I just get a page not found error. 


Cheers 


Jim 
——MESSAGE FILE 11471 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/i 
0000058 


——MESSAGE FILE 11472 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems 
/00000059 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.internet 

Subject: feedback forms 

Date: Tue, 24 Mar 1998 18:31:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6f8u74Sf1024@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm354.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Being an Internet Illiterate, I was 
wondering if someone can advise me on 
how to get 'feedback forms' working. 
I've been using FrontPage 98, but the 
server extensions are unusable on the 
yaroze server 


Steve 
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nternet/0 


/internet 


nternet/0 


/internet 
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—-MESSAGE FILE 11472 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000059 


—-MESSAGE FILE 11473 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000060 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@softwright.co.uk> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: feedback forms 

Date: Tue, 24 Mar 1998 18:50:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <6f8vlsS$flo25@chuka.playstation.co.uk> 
References: <6f8u74Sf1024@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.129.107.129 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Steve Dunn wrote... 

>Being an Internet Illiterate, I was 
>wondering if someone can advise me on 
>how to get 'feedback forms' working. 
>I've been using FrontPage 98, but the 
>server extensions are unusable on the 
>yaroze server 

> 

>Steve 


The easiest way is to use a form to send you an email, but the nice folks at 
SCEE (Laura?) will have to tell you if the server has been configured to 
allow it. 


Assuming they have, here's what you'll need: 


<FORM ACTION="/cgi-bin/mailto/steve.dunn@whereever.com" METHOD="POST"> 
<PRE> 
Name: <INPUT TYPE="text" NAME="name"> 
</PRE> 
<P>Please enter any message below:<BR> 
<TEXTAREA ROWS="5" COLS="80" NAME="message"></TEXTAREA> 
</P> 
<P> 
<INPUT TYPE="submit" VALUE="Send Information"> 
<INPUT TYPE="reset" VALUE="Clear All"> 
</P> 
</FORM> 


The actual /cgi-bin/mailto bit varies from server to server - this is 
something only SCEE can tell you. Obviously, you'll have to insert the 
correct email address also! 


Good luck! 
Mike 


mjhatfield@msn.com 


—-MESSAGE FILE 11473 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000060 


——MESSAGE FILE 11474 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000061 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: feedback forms 

Date: Thu, 26 Mar 1998 12:55:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
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Message-ID: <6fnndkS$6nel@chuka.playstation.co.uk> 

References: <6f8u74Sf1024@chuka.playstation.co.uk> <6f8vls$flo25@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This will always work 
<FORM ACTION="mailto:steve.dunn@whereever.com" METHOD="POST"> 
<PRE> 
Name: <INPUT TYPE="text" NAMF="name"> 
</PRE> 
<P>Please enter any message below:<BR> 
<TEXTAREA ROWS="5" COLS="80" NAME="message"></TEXTAREA> 
</P> 
<P> 
<INPUT TYPE="Submit" VALUE="Send Information"> 
<INPUT TYPE="reset" VALUE="Clear All"> 
</P> 
</FORM> 


notice the subtile difference in the action= 


—-MESSAGE FILE 11474 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000061 


—-MESSAGE FILE 11475 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000062 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: CGI scripts / programs on our homepages 
Date: Thu, 26 Mar 1998 10:12:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6fnneeS6ne2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Is it possible to put our own CGI programs onto our homepages in the cgi-bin 
directory? I would like to use my own web counter there instead of the one 
provided. I have control over which IP numbers or internet addresses are 
counted so I get a more accurate representation of how many people have 
visited as I can make it not count me!! 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 11475 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000062 


—--MESSAGE FILE 11476 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000063 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: feedback forms 

Date: Mon, 30 Mar 1998 11:23:52 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6fnruuS6ne9@chuka.playstation.co.uk> 

References: <6f8u74Sf1024@chuka.playstation.co.uk> <6f8vls$flo25@chuka.playstation.c 
o.uk> <6fnndk$6nel@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl031.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Maurice, I'll try that 
Steve 


>This will always work 

><FORM 
ACTION="mailto:steve.dunn@whereever.com" 
METHOD="POST"> 

><PRE> 

>Name: <INPUT TYPE="text" NAMF="name"> 
></PRE> 

><P>Please enter any message below:<BR> 
><TEXTAREA ROWS="5" COLS="80" 
NAME="message"></TEXTAREA> 

></P> 

><P> 

> <INPUT TYPE="submit" VALUE="Send 
Information"> 

> <INPUT TYPE="reset" VALUE="Clear All"> 
></P> 

></FORM> 

> 

> 

>notice the subtile difference in the 
action= 

> 

> 

> 


—-MESSAGE FILE 11476 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000063 


—-MESSAGE FILE 11477 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000064 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.internet 

Subject: demos section 

Date: Tue, 31 Mar 1998 19:14:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6frbgqS6ne32@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl009.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The demos area has lots of broken links 
on it. 


I'm looking for 'profile.zip'. I 
downloaded it from SCEA mirror, but 
main.c is missing, and I also think a 
couple of other files fell out the 
zipper. 


Steve 


—-MESSAGE FILE 11477 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000064 
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—-MESSAGE FILE 11478 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000065 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.internet 

Subject: search engine 

Date: Tue, 31 Mar 1998 19:15:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6frbj3S6ne33@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl009.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


seems to find things ok, but generated 
links are broken 


—-MESSAGE FILE 11478 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000065 


—-MESSAGE FILE 11479 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000066 

Path: chuka.playstation.co.uk!news 

From: "Ovidio Molinero Segura" <omoliner@lesein.es> 

Newsgroups: scee.yaroze.problems.internet 

Subject: FTP connection problems 

Date: Wed, 22 Apr 1998 20:58:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <6hle8u$31i22@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.76.120.91 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I've problems to connect to the SCEE Net Yaroze FTP server, and I can udapte 
my Home Page. 

I use the FTP software that includes the Net Yaroze, and after this I use 
the FTP software of Windows 95. The Net Yaroze FTP software start to connect 
and say me one warning message. The FTP of Windows 95, connect to the 
server, and after this the server disconnect from me. 

I don't Know Why, but I only have probles after install Microsoft Internet 
Explorer 4.0 


Thanks. 


—-MESSAGE FILE 11479 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000066 


—-MESSAGE FILE 11480 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000067 

Path: chuka.playstation.co.uk!news 

From: "Antonio Molinero" <omoliner@lesein.es> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: SCEI. 

Date: Thu, 23 Apr 1998 12:42:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6hn5mj$31i29@chuka.playstation.co.uk> 
References: <35164C92.ABED3F82@micronetics.com> 
NNTP-Posting-Host: 195.76.120.73 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Jim, 


I have this problem, too. I think that SONY quit this page, becasue we can 
read it. 


Regards 
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Antonio. 


Jim escribió en mensaje <35164C92.ABED3F82@micronetics.com>... 
>Is the SCEI link working ok from SCEE? 

>I just get a page not found error. 

> 

>Cheers 

> 

>Jim 


-—-MESSAGE FILE 11480 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000067 


——MESSAGE FILE 11481 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000068 

Path: chuka.playstation.co.uk!news 

From: "John Ward" <johnward@lineone.net> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Help with uploading. 

Date: Sat, 16 May 1998 13:55:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6jk2dd$f4o07@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-51-14.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Can anybody help me ? 


I've ftp'd a zip file into my ftp directory (using a dos box and the 'ftp' 
command), and everything looks fine. 


However, on my home page (which I haven't) modified at all, when I click on 
the 'Visit my FTP site’ link, it displays an empty directory (ie Only the 
‘parent' directory box is visible). 


What's wrong ? 


—-MESSAGE FILE 11481 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000068 


—-MESSAGE FILE 11482 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000069 

Path: chuka.playstation.co.uk!news 

From: "John Ward" <johnward@lineone.net> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Help with uploading. 

Date: Sat, 16 May 1998 13:57:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6jk2gm$f4o08@chuka.playstation.co.uk> 
References: <6 jk2dd$f4o07@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-51-14.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sorry, forgot to say my homepage address is: 
http://www.netyaroze-europe.com/~johnward/ 
Thanks. 


John Ward wrote in message <6 jk2dd$f4o07@chuka.playstation.co.uk>... 

>Can anybody help me ? 

> 

>I've ftp'd a zip file into my ftp directory (using a dos box and the 'ftp' 
>command), and everything looks fine. 

> 
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>However, on my home page (which I haven't) modified at all, when I click on 


>the 'Visit my FTP site' link, it displays an empty directory (ie Only the 
>'parent' directory box is visible). 

> 

>What's wrong ? 

> 

> 


—-MESSAGE FILE 11482 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000069 


—--MESSAGE FILE 11483 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000070 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Help with uploading. 

Date: Sat, 16 May 1998 13:14:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <355d9036.507676@news.playstation.co.uk> 
References: <6 jk2dd$f4o07@chuka.playstation.co.uk> 
NNTP-Posting-Host: p20-shoveler-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 16 May 1998 13:55:55 +0100, "John Ward" <Jjohnward@lineone.net> 
wrote: 


>Can anybody help me ? 

> 

>I've ftp'd a zip file into my ftp directory (using a dos box and the 'ftp' 
>command), and everything looks fine. 


> 

>However, on my home page (which I haven't) modified at all, when I click on 
>the 'Visit my FTP site' link, it displays an empty directory (ie Only the 
>'parent' directory box is visible). 

> 

>What's wrong ? 

> 

> 

John, 

I had a look at your directory and it appears that you have uploaded 

into an ftp directory which is in your top level directory ( i.e. 
johnward/ftp ). What you should do is to upload into the ftp directory 


which you will find under your public_html directory. To get to it in 
ftp you do the following; 


ftp www.netyaroze-europe.com 
[ connected gubbins from ftp] 
ftp> cd public_html/ftp 

ftp> put blah blah blah.... 


Hope this is clear ! 
Richard. 


( richard.cutting@virgin.net ) 
( http://www.netyaroze-europe.com/~rcutting ) 


—-MESSAGE FILE 11483 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000070 


—-MESSAGE FILE 11484 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000071 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Finally! 
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Date: Tue, 09 Jun 1998 16:33:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <357D55D7.AED3E843@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


The links generated by the search engine to are now working. 
Can anyone (pref from SCEE) tell me why has taken so long? 


Cheers. 


jc 


—-MESSAGE FILE 11484 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000071 


——MESSAGE FILE 11485 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000072 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.problems.internet 
Subject: Posting to scea.* 

Date: Wed, 01 Jul 1998 07:42:10 GMT 
Organization: Reichardt Informatik AG 

Lines: 13 

Message-ID: <359ee79c.6169631@news.reichardt.ch> 
NNTP-Posting-Host: empty169.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


If I try to post to scea.yaroze.announce, I get the error message: 
441 Permission denied 


To other groups of the scea.* hierarchy I *can* post. What's the reason 
for this? 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 11485 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000072 


—-MESSAGE FILE 11486 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000073 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Posting to scea.* 

Date: Wed, 01 Jul 1998 22:03:03 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <359ab165.78568463@news.scea.sony.com> 

References: <359ee79c.6169631@news.reichardt.ch> 
NNTP-Posting-Host: client-—151-198-130-19.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>If I try to post to scea.yaroze.announce, I get the error message: 
> 


> 441 Permission denied 


I don't know if this has any bearing on your situation, but on our 
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newsgroup description page, it states that only the professional staff 
can post new threads in the announce section. This threw me off once, 
until I figured out that SCEA members could post there as in any 
other group. Perhaps your news server has the proper protocol... 

But if you were just trying to post a follow-up, that would not be the 
prob. 


-Matt 
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--MESSAGE FILE 11486 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000073 


—-MESSAGE FILE 11487 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000074 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 
Newsgroups: scee.yaroze.problems.internet 
Subject: Re: Posting to scea.* 

Date: Thu, 02 Jul 1998 08:39:33 GMT 
Organization: Reichardt Informatik AG 

Lines: 34 

Message-ID: <359d458f.7911986@news.reichardt.ch> 


References: <359ee79c.6169631@news.reichardt.ch> <359ab165.78568463@news.scea.sony.c 


om> 

NNTP-Posting-Host: empty177.magnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


On Wed, 01 Jul 1998 22:03:03 GMT, matth@bellatlantic.net (Matthew 
Hulett) wrote: 


>If I try to post to scea.yaroze.announce, I get the error message: 
> 


> 441 Permission denied 


I don't know if this has any bearing on your situation, but on our 
newsgroup description page, it states that only the professional staff 
can post new threads in the announce section. This threw me off once, 
until I figured out that SCEA members could post there as in any 
other group. Perhaps your news server has the proper protocol... 

But if you were just trying to post a follow-up, that would not be the 
prob. 


VVVVVVVVV VV 


How does their newsserver define a follow-up? A message that has in its 
References: header field a message id of an already existing message? Is 
the Subject: header field ignored? Strange rule. 


I was actually trying to post a follow-up when the error occurred. And 
I'm pretty sure my newsreader knows how to do that :-) 


RFC977 (standard paper describing the NNTP protocol) says that the 
return code 441 after the command POST means 'posting failed'. The error 
code for ‘posting not allowed' would be 440. 

Is that newsserver properly configured? 

Regards, 

Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 


—-MESSAGE FILE 11487 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000074 


—-MESSAGE FILE 11488 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000075 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: matth@bellatlantic.net (Matthew Hulett) 
Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Posting to scea.* 

Date: Thu, 02 Jul 1998 09:15:24 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <359b4f£44.14461098@news.scea.sony.com> 
References: <359ee79c.6169631@news.reichardt.ch> <359ab165.78568463@news.scea.sony.c 
om> <359d458f.7911986@news.reichardt.ch> 
NNTP-Posting-Host: client-119-2.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I am a SCEA member, and I can post in the group normally, so I would 
assume the problem is on your server which is, I believe, mirrored to 
ours. I was just taking a shot in the dark, perhaps one of your staff 
will take note. 


—Matt 
--MESSAGE FILE 11488 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000075 


——MESSAGE FILE 11489 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000076 

Path: chuka.playstation.co.uk!news 

From: TKLam@compuserve.com (Tung Ken Lam) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Please don't crosspost 

Date: Mon, 06 Jul 1998 23:36:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35a65f04.1127790@www.netyaroze-europe. com> 
NNTP-Posting-Host: 1d51-123.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/16.451 


Subject says it all ... I know the Yaroze newsgroup hierarchy is a bit 
flawed in that more than one newsgroup seems appropriate for a post 
but if you must cross post at least direct follow ups to a single 
newsgroup if possible. (Having duplicated newsgroups in scee.* and 
scea.* doesn't seem particularly efficient either ...) 


Tung Ken 

(who thought of posting to scee.yaroze.freetalk as well ; ) 

—-MESSAGE FILE 11489 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000076 


—-MESSAGE FILE 11490 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000077 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Please don't crosspost 

Date: 7 Jul 1998 00:32:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <slrn6q2r4n.bc6.tjs@indyl6.cs.monash.edu.au> 
References: <35a65f04.1127790@www.netyaroze-europe.com> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Mon, 06 Jul 1998 23:36:01 GMT, Tung Ken Lam <TKLam@compuserve.com> wrote: 
>Subject says it all ... I know the Yaroze newsgroup hierarchy is a bit 
>flawed in that more than one newsgroup seems appropriate for a post 

>but if you must cross post at least direct follow ups to a single 
>newsgroup if possible. (Having duplicated newsgroups in scee.* and 

>scea.* doesn't seem particularly efficient either ...) 


Granted, the repetition is a little frustrating at times, especially seeing 
as most people are reading many newsgroups, but I think that some level 
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of crossposting is necessary. If you're using a real newsreader (slrn, for 
example, is a real newsreader), you can tell it to only show you one copy 
of crossposted articles. That's probably the best solution. 


toby. 
—-MESSAGE FILE 11490 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000077 


——MESSAGE FILE 11491 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000078 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Please don't crosspost 

Date: Tue, 07 Jul 1998 01:26:39 GMT 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <35a178b8.899672776@news.scea.sony.com> 

References: <35a65f04.1127790@www.netyaroze-europe. com> 
NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I agree. It's not like we're going to neglect reading a certain 
newsgroup on the yaroze server (well, maybe .test or .french)... 


Jamin 


On Mon, 06 Jul 1998 23:36:01 GMT, TKLam@compuserve.com (Tung Ken Lam) 
wrote: 


>Subject says it all ... I know the Yaroze newsgroup hierarchy is a bit 
>flawed in that more than one newsgroup seems appropriate for a post 
>but if you must cross post at least direct follow ups to a single 
>newsgroup if possible. (Having duplicated newsgroups in scee.* and 
>scea.* doesn't seem particularly efficient either ...) 

> 

>Tung Ken 

>(who thought of posting to scee.yaroze.freetalk as well ; ) 


—-MESSAGE FILE 11491 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000078 


—-MESSAGE FILE 11492 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000079 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 
Newsgroups: scee.yaroze.problems.internet 
Subject: Download all the newsgroups? 

Date: Thu, 20 Aug 1998 00:29:00 +0100 
Organization: The PC Shop 

Lines: 12 

Message-ID: <35DB5FBC. 64A6C5FA@infotrade.co.uk> 
Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: usr113.infotrade.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 


Is there any way to download a whole newsgroup and preserve the format of the origin 
al newsgroup as it is displayed in my message browser? 


That is, a big single HTML file with all the headers at the top as highperlinks to t 
he messages below? 


I an using Netscape Communicator 4. 
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Thanks, 
Ian T. 


—-MESSAGE FILE 11492 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000079 


—-MESSAGE FILE 11493 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000080 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.problems.internet 
Subject: Re: Download all the newsgroups? 

Date: Thu, 20 Aug 1998 11:49:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <35DBFF3C.442D@127.0.0.1> 
References: <35DB5FBC. 64A6C5FA@infotrade.co.uk> 
NNTP-Posting-Host: 194.202.250.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 


> Is there any way to download a whole newsgroup and preserve the format of the orig 
inal >newsgroup as it is displayed in my message browser? 

> 

> That is, a big single HTML file with all the headers at the top as highperlinks to 
the >messages below? 

The easy answer is no, your browser converts the news stuff to HTML on 

the fly... the only thing you could do is to have your own local news 

server, and have it download the newsgroup you want, then you could 

browse the local server. 


hope that answers your question. 


> 
> I an using Netscape Communicator 4. 
makes no difference 


Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 11493 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000080 


—-MESSAGE FILE 11494 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000081 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Download all the newsgroups? 

Date: Sun, 23 Aug 1998 23:28:08 +0100 

Organization: The PC Shop 

Lines: 40 

Message-ID: <35E09778.29FD13@infotrade.co.uk> 

References: <35DB5FBC. 64A6C5FA@infotrade.co.uk> <35DBFF3C.442D@127.0.0.1> 
Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr422.infotrade.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Er, 

A virus has just trashed my disk. 

Looks like I will need to download the lot again. 

Thanks for the advice. 

I will give it a go once I am up a running proper. 

Ian. 

Majik wrote: 


> Hi, 

> 

> > Is there any way to download a whole newsgroup and preserve the format of the or 
iginal >newsgroup as it is displayed in my message browser? 

>> 

> > That is, a big single HTML file with all the headers at the top as highperlinks 
to the >messages below? 

> The easy answer is no, your browser converts the news stuff to HTML on 

the fly... the only thing you could do is to have your own local news 

server, and have it download the newsgroup you want, then you could 

browse the local server. 


hope that answers your question. 


> 


> I an using Netscape Communicator 4. 
makes no difference 


Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


VVVVVVVVVVVVV VV VV 


—-MESSAGE FILE 11494 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000081 


—-MESSAGE FILE 11495 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000082 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Server Side Includes 

Date: Tue, 8 Sep 1998 23:24:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6t4av9Sbge7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d24-187.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Is there any way of using server side includes on the SCEE server 


I've tried <!--#include file="filename-—> 
but it don't apear to work. 


Any clues 737 


Nick S 


—-MESSAGE FILE 11495 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000082 
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—-MESSAGE FILE 11496 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000083 

Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Server Side Includes 

Date: Wed, 09 Sep 1998 10:13:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35F646AF.1D68@england. com> 

References: <6t4av9Sbge7@chuka.playstation.co.uk> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nick Slaven wrote: 


> 

> Is there any way of using server side includes on the SCEE server 
> 

> I've tried <!--#include file="filename-—> 

> but it don't apear to work. 

> 

> Any clues ?? 

> 

> Nick S 


It most probably wouldn't work. Having SSI's available for public web 

pages is a major security risk. Something like <!--exec "rm -rf /""--» 

could cause a fair bit of damage even without proper permissions. Most 

web servers don't allow any kind of CGI for most of their accounts, 

except perhaps a couple of simple scripts (such as our home-page 

counters). I might be wrong though... 

=) 

Rob. 

-—-MESSAGE FILE 11496 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000083 


——MESSAGE FILE 11497 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000084 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Server 

Date: Wed, 16 Dec 1998 19:35:17 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 10 

Message-ID: <36780B75.19209EDF@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


The server had a bit too much Xmas cake recently and was a feeling a bit full - the 
NG sysadmins are 

aware of the problem and are/were working on it. Thanks to those that mailed me to 1 
et me know there 

was a problem. (And no, I AM on holiday, I just happened to be passing work and thou 
ght it would be 

a good idea to check my email). 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Microwave: Signal from a friendly micro. 


—-MESSAGE FILE 11497 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
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0000084 


—-MESSAGE FILE 11498 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000085 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.problems.internet,scea.yaroze.problems.internet 

Subject: Quirk with scee.yaroze.programming.sound 

Date: Tue, 30 Mar 1999 17:32:49 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <37017B41.2A2968A6@vmlabs.com> 

NNTP-Posting-Host: vmlabs28.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.problems.internet:85 scea.yaroze.problems. 
internet:105 


The SCEE sound newsgroup acts a bit strange for me and has been for a 
while. I just want to see if I'm the only one experiencing this. 


When I click on the newsgroup I get the thread list like normal. The 
dates start at 4/21/98 with Chris Chadwick's "Re: Help!" message. 
Everything is fine up until the 10/15/98 message from Doglife titled 
"2 vb and vh files?" 


After that there are more threads, but they start back at 4/11/98. 
The first one is titled "Re: Display problem" and is from DEnnis. 
The rest have titles such as "TEAM BLACK", "SIOCONS downloads", and 
"Questions about VSync". These are actually titles from the 
scee.yaroze.beginners newsgroup. 


When I click on one of these misplaced messages I get the message that 
*should* have been there. For instance, clicking on "TEAM BLACK" 
gives me a message from Elliott Lee titled "Re: Real-time sound 
effects". Very odd behavior. 


I've tried removing the newsgroup and readding it, but it still does 
this. 


Any ideas? I'm using the newsreader from Netscape Communicator 4.5. 


Scott 
—-MESSAGE FILE 11498 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000085 


—-MESSAGE FILE 11499 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000086 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.problems.internet,scea.yaroze.problems.internet 

Subject: Re: Quirk with scee.yaroze.programming.sound 

Date: Wed, 31 Mar 1999 16:07:13 +1200 

Organization: Sidhe Interactive 
Lines: 32 

Message-ID: <7ds5ShgSmtg12@chuka.playstation.co.uk> 

References: <37017B41.2A2968A6@vmlabs.com> 

NNTP-Posting-Host: p54-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.problems.internet:86 scea.yaroze.problems. 
internet:106 


Scott Cartier <scartier@vmlabs.com> wrote in message 
news :37017B41.2A2968A6@vmlabs.com... 
> The SCEE sound newsgroup acts a bit strange for me and has been for a 
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> while. 


V V V V V 


"2 vb and vh files?" 


When I click on the newsgroup I get the thread list 
dates start at 4/21/98 with Chris Chadwick's 
Everything is fine up until the 10/15/98 message from Doglife titled 


"Re: 
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I just want to see if I'm the only one experiencing this. 


like normal. The 


Help!" message. 


I have had a slightly different but possibly related problem using the 


Outlook Express that came with IE4. 
newsgroup the 
used "Mark all read" 


"2 vb and vh files?" thread would appear as unread. 
or actually read them then they would be marked as read 


Every time I entered the *.sound 


ԼԻԼ 


until the next time I entered the newsgroup where they would pop up as 


unread again. Annoying. 


Perhaps there is something wrong with the "2 vb and vh files?" thread? 


This problem went away when I upgraded to IE5 and the new Outlook Express 


that comes with it 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


(worthwhile upgrade BTW - heaps faster than 184). 


—-MESSAGE FILE 11499 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000086 


—--MESSAGE FILE 11500 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000087 
Path: chuka.playstation.co.uk!news 
From: "X" <goaway@dontbugme.com> 
Newsgroups: 
Subject: i can't upload 

Date: Sun, 2 May 1999 09:13:24 +0100 
Organization: PlayStation Net Yaroze 
Lines: 8 
Message-ID: 
NNTP-Posting-Host: 


scee.yaroze.problems.internet 


(SCEE) 


<7ghlg3$Spiv3@chuka.playstation.co.uk> 
boutros.easynet.co.uk 


X-Newsreader: Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: 


Do I need to register a home page 
directory? 


Aaron Gandaa 
blaisetech@yahoo.com 


Produced By Microsoft MimeOLE V4.72.3110.3 


before I can upload things into my html 


—-MESSAGE FILE 11500 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 


0000087 


——MESSAGE FILE 11501 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 


/00000088 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com 
Newsgroups: 


(George 


Bain) 
scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 


scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 


oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 
Organization: 
Lines: 2 


Sony Computer Entertainment Europe 
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Message-ID: <7kcsc1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 11501 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000088 


——MESSAGE FILE 11502 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000089 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 11502 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000089 


——MESSAGE FILE 11503 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000090 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: control, scee.yaroze.event,scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet,scee.yaroze.profile 

Subject: Virus Alert 

Date: Thu, 19 Aug 1999 13:23:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7pgtckShtri5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk control:195 scee.yaroze.event:160 scee.yaroze.freetalk 
-english:4509 scee.yaroze.mydemos:503 scee.yaroze.problems.internet:90 scee.yaroze.p 
rofile:179 


Hi, All... 


I recieved this communication from my boss a few seconds ago 
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IMPORTANTINFORMATION 
A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


If by chance you do receive it DO NOT double click on it!!! Just delete it 
Hope you don't get infected... 


Aaron 


—-MESSAGE FILE 11503 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000090 


—-MESSAGE FILE 11504 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000091 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os, scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Thu, 19 Aug 1999 17:35:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37BC3257.C04D2C69@easynet.co.uk> 

References: <7pgtck$htri5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk control:196 scee.yaroze.event:161 scee.yaroze.freetalk 
-english:4510 scee.yaroze.mydemos:504 scee.yaroze.problems.internet:91 scee.yaroze.p 
rofile:180 


Aaron Gandaa wrote: 

Hiyo Ea S 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVV VV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


Phil 
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-—-MESSAGE FILE 11504 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000091 


—-MESSAGE FILE 11505 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000092 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: control, scee.yaroze.event,scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Fri, 20 Aug 1999 01:37:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <37BCA356.A2CCB813@breathemail.net> 

References: <7pgtckS$htri5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.247.246.31 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en, ja 

Xref: chuka.playstation.co.uk control:197 scee.yaroze.event:165 scee.yaroze.freetalk 
-english:4517 scee.yaroze.mydemos:505 scee.yaroze.problems.internet:92 scee.yaroze.p 
rofile:181 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 


i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


Al 

Philip Gooch wrote: 

Aaron Gandaa wrote: 

Hity Allers 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 

It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 


onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVV VV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


VVVVVVVVVVVV VV VV VV VV VV V 


Phil 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—-MESSAGE FILE 11505 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
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0000092 


—-MESSAGE FILE 11506 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000093 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Mon, 23 Aug 1999 11:21:30 +0200 

Organization: DEbri 

Lines: 39 

Message-ID: <ldwy10i.9dr8a07643qsN@[194.151.88.143]> 

References: <7pgtckShtri5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
<37BCA356.A2CCB813@breathemail.net> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk control:198 scee.yaroze.event:167 scee.yaroze.freetalk 
-english:4528 scee.yaroze.mydemos:507 scee.yaroze.problems.internet:93 scee.yaroze.p 
rofile:182 


Al <admars32@breathemail.net> wrote: 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 

i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


VVVVVVVVVV VV 


Here my Mac comes in handy, there are less virusses on Mac in total than 
the amount of virusses that are discovered on a PC in one week. 


I must say that I can remember a story (maybe even legend) of a couple 
of students that did an investigation. They wanted to know how effective 
it would be to warn people overt the internet. So they made up this 
dummy-message with an virus allert about a non-exciting virus. In the 
mail there was a question to warn all your palls for this virus. 


The outcome of the test was that they had created one of the worst 
virusses that ever hit the internet. Everybody was sending the message 
on and on.. Complete servers completely got blocked and the whole 


internet was over-worked. Lot's of servers crashed.. No virus-killer was 
able to fix this. It was like almost all the mail-adresses got 
bombmails.. 


From that moment on, servers were better protected for this type of 
overload. 


I still get now and then one off these messages from this test, that was 
done over 8 years ago. And for anybody longer then 2 years on the 
internet, you must have had one of these as well.. It's about a mail you 
are not alowed to open (not even an attachment). 


DEnnis.. 
—-MESSAGE FILE 11506 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000093 


—-MESSAGE FILE 11507 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000094 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
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nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (286 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—-MESSAGE FILE 11507 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000094 


—-MESSAGE FILE 11508 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000095 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.problems.internet 

Subject: Counter..... 

Date: Mon, 11 Oct 1999 07:34:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <38018504.A294D622@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-78.copper.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I just doesn't work!!! 

go have a look... 

~chrisw 

It's in the top right hand corner. (It is, I'm not Joking.) 
Look at the soure and see.... 


Chris Wallace. 


—-MESSAGE FILE 11508 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000095 


—-MESSAGE FILE 11509 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000096 

Path: chuka.playstation.co.uk!news 

From: "Mark Cance" <mark_cance@scee.sony.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Yaroze Website and Newsgroups 

Date: Thu, 2 Mar 2000 10:04:07 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <89leeb$6j2@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


On the 31/03/2000 the members Net Yaroze Website and Newsgroups will be 
taken of line. 
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SCEE will keep this downtime to a minimum, resuming the services as soon as 
possible. 


It is unlikely that the site and newsgroups will be unavailable for more 
that 2 weeks, however for additional information or clarification on this 
matter contact webmaster@scee.sony.co.uk 


Thanks for you co-operation. 
Mark 


Mark Cance 

Web Guru 

Sony Computer Entertainment Europe 
www.scee.sony.co.uk 


—-MESSAGE FILE 11509 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000096 


—-MESSAGE FILE 11510 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000097 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <pete@ezoray.in2home.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Yaroze Website and Newsgroups 

Date: Thu, 2 Mar 2000 21:26:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <89mmbd$5mk1@chuka.playstation.co.uk> 
References: <89leeb$642@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.252.51 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


ARGH this is it folks the end of the yaroze !!! it will conviently be 
forgotten during this two week period and lost to the ether ....... 


ok maybe not =) hopefully it'll be back in less than two weeks, cheers for 
the warning Mark. 


Pete. 


Mark Cance wrote in message <89leeb$6j2@chuka.playstation.co.uk>... 
>On the 31/03/2000 the members Net Yaroze Website and Newsgroups will be 
>taken of line. 

> 
>SCEE will keep this downtime to a minimum, resuming the services as soon as 
>possible. 
> 
>It is unlikely that the site and newsgroups will be unavailable for more 
>that 2 weeks, however for additional information or clarification on this 
>matter contact webmaster@scee.sony.co.uk 

> 

>Thanks for you co-operation. 

>Mark 

> 

> 

>—— 

>Mark Cance 

>Web Guru 

>Sony Computer Entertainment Europe 

>www.scee.sony.co.uk 

> 

> 


—-MESSAGE FILE 11510 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000097 
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—-MESSAGE FILE 11511 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000098 

Path: chuka.playstation.co.uk!news 

From: "Mark Cance" <mark_cance@scee.sony.co.uk> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: Yaroze Website and Newsgroups 

Date: Wed, 8 Mar 2000 09:53:41 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 
Message-ID: <8a5839Sau51@chuka.playstation.co.uk> 

References: <89leeb$642@chuka.playstation.co.uk> <89mmbd$5mk1@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


This is not the end, the server is simply being relocated. It may take up to 
a couple of weeks but the service will be restored. 


Mark Cance 
Sony Computer Entertainment Europe 
www.scee.sony.co.uk 


"Peter Dollochan" <pete@ezoray.in2home.co.uk> wrote in message 

news: 89mmbd$5mk1@chuka.playstation.co.uk... 

> ARGH this is it folks the end of the yaroze !!! it will conviently be 
forgotten during this two week period and lost to the ether ....... 


ok maybe not =) hopefully it'll be back in less than two weeks, cheers for 
the warning Mark. 


Pete. 


Mark Cance wrote in message <89leeb$6j2@chuka.playstation.co.uk>... 

>On the 31/03/2000 the members Net Yaroze Website and Newsgroups will be 
>taken of line. 

> 

>SCEE will keep this downtime to a minimum, resuming the services as soon 


>possible. 

> 

>It is unlikely that the site and newsgroups will be unavailable for more 
>that 2 weeks, however for additional information or clarification on this 
>matter contact webmaster@scee.sony.co.uk 

> 

>Thanks for you co-operation. 

>Mark 

> 

> 

>—— 

>Mark Cance 

>Web Guru 

>Sony Computer Entertainment Europe 

>www.scee.sony.co.uk 

> 

> 


VVVVVVVVVVVVVVV VV VV ®@ VV VV VV VV VV VV SE 


—-MESSAGE FILE 11511 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000098 


——MESSAGE FILE 11512 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000099 

Path: chuka.playstation.co.uk!news 

From: "Steve Loughran" <Steve_Loughran@scee.sony.co.uk> 


Net Yaroze newsgroups message dump.txt Page 7613 


Newsgroups: scee.yaroze.problems.internet 
Subject: Re: Yaroze Website and Newsgroups 
Date: Thu, 31 Aug 2000 17:47:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 59 
Message-ID: <80m274S7h2@chuka.playstation.co.uk> 

References: <89leeb$642@chuka.playstation.co.uk> <89mmbd$5mk1@chuka.playstation.co.u 
k> <8a5839Sau51@chuka.playstation.co.uk> 

NNTP-Posting-Host: camnt001.camb.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Lets forget about this thread shall we.... it never happened : ( 
Steve 


"Mark Cance" <mark_cance@scee.sony.co.uk> wrote in message 

news: 8a5839Sau51@chuka.playstation.co.uk... 

> This is not the end, the server is simply being relocated. It may take up 
to 


v 


a couple of weeks but the service will be restored. 


Mark Cance 
Sony Computer Entertainment Europe 
www.scee.sony.co.uk 


"Peter Dollochan" <pete@ezoray.in2home.co.uk> wrote in message 

news :89mmbd$5mk1@chuka.playstation.co.uk... 

ARGH this is it folks the end of the yaroze !!! it will conviently be 
forgotten during this two week period and lost to the ether ....... 


v 


ok maybe not =) hopefully it'll be back in less than two weeks, cheers 


the warning Mark. 


Mark Cance wrote in message <89leeb$6j2@chuka.playstation.co.uk>... 

>On the 31/03/2000 the members Net Yaroze Website and Newsgroups will be 
>taken of line. 

> 


> 
> 
> 
> 
Է 
> 
> 
> Pete. 
> 
> 
> 
> 
> 
> >SCEE will keep this downtime to a minimum, resuming the services as 


n 


>possible. 


USM C SOD OR S աան ԱԱ R KOD a SSO 


VVVVVVVVVVVVV VV BV BV VV 


> 
>It is unlikely that the site and newsgroups will be unavailable for 


Թ) 
O 


>that 2 weeks, however for additional information or clarification on 


jag 
n 


>matter contact webmaster@scee.sony.co.uk 
> 

>Thanks for you co-operation. 

>Mark 

> 

> 

>—— 

>Mark Cance 

>Web Guru 

>Sony Computer Entertainment Europe 
>www.scee.sony.co.uk 

> 

> 


VVVVVVVVVVVVV VV VV EV 8 
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-—-MESSAGE FILE 11512 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000099 


——MESSAGE FILE 11513 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000100 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


—-MESSAGE FILE 11513 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000100 


—-MESSAGE FILE 11514 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000101 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <80o0hocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80o0hocS$7h3@chuka.playstation.co.uk... 

> 

> 

> 


—-MESSAGE FILE 11514 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000101 


—-MESSAGE FILE 11515 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000102 
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Path: chuka.playstation.co.uk!news 

From: "Օշա" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.problems.internet 

Subject: test 

Date: Sun, 11 Aug 2002 18:37:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <aj9efk$k145@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-166.pipeline.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


test 


—-MESSAGE FILE 11515 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000102 


—-MESSAGE FILE 11516 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000103 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.problems.internet 

Subject: http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome.cgi seems to 
have stopped working ... 

Date: Tue, 5 May 2009 16:27:47 +0100 

Organization: SCEE 

Lines: 3 

Message-ID: <gtpn5jSm3a9@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Original 


We're aware ! 


—-MESSAGE FILE 11516 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000103 


—-MESSAGE FILE 11517 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet 
/00000104 

Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.net> 

Newsgroups: scee.yaroze.problems.internet 

Subject: Re: http://www.netyaroze-europe.com/cgi-bin/homepage/listsceehome.cgi seems 
to have stopped working 

Date: Tue, 5 May 2009 17:05:42 +0100 

Organization: SCEE 

Lines: 11 

Message-ID: <gtppcm$itul@www.netyaroze-europe.com> 

References: <gtpn5jS$m3a9@www.netyaroze-europe. com> 

NNTP-Posting-Host: 217.18.21.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2900.3138 

X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2900.3350 

X-RFC2646: Format=Flowed; Response 


Fixed ... just needed a reboot 
(which is a worrying sign) 
"Paul Holman" <Paul_Holman@scee.net> wrote in message 


news: gtpn5 j$m3a9@www.netyaroze-europe.com... 
> We're aware ! 
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> 


—-MESSAGE FILE 11517 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/internet/0 
0000104 


THEE FE FE FE AE AE E FE THE HE 
E AE EAE AE AEE FE EH HE EH 


EE E TE AE TE FE AE FE EHE HEH E H 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac 
EE E TE AE AE FE E FE HEHE REESE 


--MESSAGE FILE 11518 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0001 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.problems.mac 

Subject: CodeWarrior for Net Yaroze - NT IDE Patch Available 
Date: Tue, 25 Mar 1997 13:56:41 -0500 

Organization: Metrowerks Corp. 

Lines: 16 

Message-ID: <33381FE0.771E@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Metrowerks has released a patch for the NT IDE bug that was reported 
last week. This patch is now available for download. 


The CodeWarrior for Net Yaroze Windows NT IDE patch is located at: 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/NYPatchl.exe 


We will have a link to this patch on our web page later today. This 
patch will also be mirrored for easier download in Europe at: 


<ftp://ftp.promo.de/pub/Metrowerks/mirror/updates/>. 
Thanks, 


Mark Couvillion 

CodeWarrior for PlayStation Sales 

—-MESSAGE FILE 11518 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
01 


--MESSAGE FILE 11519 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0002 

Path: chuka.playstation.co.uk!news 

From: Marius Watz <mariusw@notam.uio.no> 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Mac cables to connect to Playstation 

Date: Thu, 08 May 1997 02:26:30 -0700 

Organization: Amoeba Design 

Lines: 15 

Message-ID: <33719C46.41C6@notam.uio.no> 

NNTP-Posting-Host: nm37-3.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:2 scea.yaroze.problems.mac:37 


Hello, 


I was wondering exactly where one could get the serial cable needed 
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to connect the Playstation to a Macintosh. The Codewarrior "Targeting 
Playstation" document says to obtain a 9- to 25-pin adapter anda 
25-pin to serial modem cable. I assume that the 9- to 25-pin adapter 
is a simple big serial port to small serial port adapter, but I've 
never seen the 25-pin to serial modem cable (which I assume must have 
the 8 pin Mac plug at one end). 


Where can these be obtained? 


Marius Watz 

mariusw@notam.uio.no 

http://www.notam.uio.no/~mariusw/ 

—-MESSAGE FILE 11519 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
02 


--MESSAGE FILE 11520 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0003 

Path: chuka.playstation.co.uk!scea!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Re: Mac cables to connect to Playstation 

Date: Thu, 08 May 1997 14:27:19 -0500 

Organization: Metrowerks Corporation 

Lines: 17 

Message-ID: <hunt-ya02408000R0805971427190001@news.scea.sony.com> 

References: <33719C46.41C6@notam.uio.no> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:3 scea.yaroze.problems.mac:39 


In article <33719C46.41C6@notam.uio.no>, Marius Watz <mariusw@notam.uio.no> 
wrote: 


> never seen the 25-pin to serial modem cable (which I assume must have 
> the 8 pin Mac plug at one end). 


This is correct. 
> Where can these be obtained? 


They are available at any local computer store that stocks modems for MacOS 
machines in the United States. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 11520 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
03 


--MESSAGE FILE 11521 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0004 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Re: Mac cables to connect to Playstation 

Date: Thu, 08 May 1997 21:57:41 +0100 

Organization: shadow developments 

Lines: 37 

Message-ID: <33723E43.B31@netcomuk.co.uk> 

References: <33719C46.41C6@notam.uio.no> 

NNTP-Posting-Host: dialup-11-59.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:4 scea.yaroze.problems.mac: 40 
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Marius Watz wrote: 
Hello, 


I was wondering exactly where one could get the serial cable needed 
to connect the Playstation to a Macintosh. The Codewarrior "Targeting 
Playstation" document says to obtain a 9- to 25-pin adapter anda 
25-pin to serial modem cable. I assume that the 9- to 25-pin adapter 
is a simple big serial port to small serial port adapter, but I've 
never seen the 25-pin to serial modem cable (which I assume must have 
the 8 pin Mac plug at one end). 


VVVVVVVV VV 


The cable I have is a 'high speed mac modem cable', this means that it 
must be wired for hardware handshaking. At one end it should have a male 
8-pin mini din, the standard mac serial connector (bar performas - they 
have a variant 9-pin version, but the 8-pin still fits), and the other 
should be a male 25-pin RS232 connector. 


I don't know where in the world you are, but here in the UK, you can get 
them from PC World. The brand I have is 'Belkin', 5m long and comes with 
gold plated connectors and was on sale at half price for only a tenner. 


If you want to roll your own, not that hard a job, I can supply you the 
pin out for the mac serial port, it's not an RS232 port, rather an RS422 
a similar but better standard. 


The adapter is simply a 25-pin to 9-pin serial adapter, these should be 
found in any decent computer store for not more than a few quid. 


There is a cable around, that is a male 8-pin mini din to 9-pin female 
connector, that is used to connect a mac to an HP imagewriter printer, 
this would seem perfect, but is not compatible. 


Ira. 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 11521 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
04 


--MESSAGE FILE 11522 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0005 

Path: chuka.playstation.co.uk!news 

From: Marius Watz <mariusw@notam.uio.no> 

Newsgroups: scee.yaroze.problems.mac, scea.yaroze.problems.mac 

Subject: Re: Mac cables to connect to Playstation 

Date: Fri, 09 May 1997 03:26:28 +0000 

Organization: Amoeba 

Lines: 14 

Message-ID: <33729963.6DE2@notam.uio.no> 

References: <33719C46.41C6@notam.uio.no> <33723E43.B31@netcomuk.co.uk> 

Reply-To: mariusw@notam.uio.no 

NNTP-Posting-Host: nm34-13.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.problems.mac:5 scea.yaroze.problems.mac:42 


Ira Rainey wrote: 

> If you want to roll your own, not that hard a job, I can supply you the 
> pin out for the mac serial port, it's not an RS232 port, rather an RS422 
> a Similar but better standard. 


Thanks for the help, I've stupidly realized I'm using such a cable at 
this 
very moment. Interestingly this might solve a bigger problem I've had 
for 
some time, namely getting MIDI in and out of a Silicon Graphics 02... 


cheers, marius 
mariusw@notam.uio.no 
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http://www.notam.uio.no/~mariusw/ 
—-MESSAGE FILE 11522 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
05 


--MESSAGE FILE 11523 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0006 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Virtual PC 

Date: Sat, 17 May 1997 00:50:58 +0100 

Organization: shadow developments 

Lines: 117 

Message-ID: <337CF2E2.52A3@netcomuk.co.uk> 

NNTP-Posting-Host: dialup-13-54.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 453E170D1B28" 
X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


This is a multi-part message in MIME format. 


453E170D1B28 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Here is an FAQ I found earlier about Connectix Virtual PC - if anyone 
is interested that is. 


Ira. 
"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


453E170D1B28 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="74 
747874"; name="Virtual PC FAQ" 

Content-Transfer-Encoding: 7bit 

Content-—Description: SimpleText Document 

Content-—Disposition: inline; filename="Virtual PC FAQ" 


Path: news0!netcom-uk-feed0!netcom.net.uk!ix.netcom.com!cpk-news-hubl.bbnplanet.com! 
news. bbnplanet.com!newsfeed.internetmci.com!inl.uu.net!192.108.254.3!news.teleport.c 
om! not-—for-mail 

From: Rick Denney <rdenney@teleport .com> 

Newsgroups: alt.mac.games.binaries 

Subject: Virtual PC FAQ 
Date: Fri, 16 May 1997 16:06:17 -0800 

Organization: Teleport - Portland's Public Access (503) 220-1016 
Lines: 78 
Message-ID: <337CF676.31EC@teleport .com> 
Reply-To: rdenney@teleport.com 
NNTP-Posting-Host: ip-pdx14-16.teleport.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 
Xref: newsO alt.mac.games.binaries:42951 


Connectix Virtual PC Frequently Asked Questions 5/15/97 
Q: How fast is Connectix Virtual PC? 


A: Virtual PC performance is determined by the speed of the Mac it is 
running on. The faster the Power PC processor, the faster the Virtual PC 
performance. With current Power PC 604e chips benchmarking several times 
faster than Power PC 601 or 603 processors, you can expect the best PC 
software performance from the current Power PC systems. Exact product 
specifications and recommendations will be available when we get closer 
to shipping final product in June 1997. 


Q: How much will Virtual PC cost? 


Net Yaroze newsgroups message dump.txt 


A: Virtual PC will be a great value for consumers. Final product pricing 
will be available when we get closer to our June 1997 release date. 


Q: I was thinking of buying a new Mac OS system, what processor should I 
get to run Connectix Virtual PC? 


A: Any currently shipping Mac OS system is a great solution to run 
Connectix Virtual PC. Of course, the faster your Mac OS system, the 
faster any software runs, including Virtual PC. So, if you are in the 
market for a new system, go for the best you can afford -- since your 
Mac 

software will run faster too, its like getting twice the value out of a 
faster processor. 


Q: I heard that Connectix Virtual PC is nearly a complete Pentium PC 
done 
in software. Is this true? 


A: Yes, nearly every standards-based component youd find in a Pentium PC 
is running in software, such as Sound Blaster Pro, Ethernet networking, 
and Pentium processor. Virtual PCs complete standards-based design gives 
it the compatibility to run nearly any Pentium compatible operating 
system, such as DOS, Windows (3.x, 95, or NT), and even NeXT OPENSTEP or 
IBM ՕՏ/2. Virtual PC is created by very talented engineers who also 
developed RAM Doubler, Speed Doubler, and portions of the Mac OS. 


Q: How does Virtual PC work? 


A: Virtual PC is a Mac application that contains all the standards-based 
elements of a Pentium PC done in software. For functions that do not 
exist in software, like modem and CD-ROM, the Macs peripherals are used 
as PC devices. The success of Virtual PC functionality is a real tribute 
to the talented engineers that created Virtual PC; just think - Virtual 
PC has the functionality of a PC, runs PC software out-of-the-box, 
delivers playable performance, and is a Mac application that uses about 
800K of disk space! 


Q: Is Virtual PC easy to install and use? 


A: Virtual PC installs easily and you just double click to launch it 
like 
you would with any other Mac application. The entire PC environment runs 
in Virtual PCs application window. You can run Virtual PC with other Mac 
applications and switch back and forth easily. 


Q: I heard that Virtual PC will run faster than my friends new Pentium 
system. Is this true? 


A: Virtual PC is software, so its unrealistic to expect it would outrun 
a 

hardware system at a fraction of the cost. Since Virtual PC is Mac 
software, it is dependent upon Mac hardware for performance. Virtual PC 
is not designed to put PC manufacturers out of business -- it is 
designed 

so Mac users can enjoy more software on their Mac. 


Q: My company is considering switching all machines to use Windows NT, 
even Mac users. Can you help me so I can keep my Mac? 


A: Virtual PC can run Windows NT and has full ethernet networking 
support. So, when Virtual PC runs NT, it looks and acts just like a NT 
system. Depending upon the type of Mac configurations in use and NT 
software you need to run, Virtual PC can be a solution worth 
consideration. 


453E170D1B28-- 
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—-MESSAGE FILE 11523 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 


06 


--MESSAGE FILE 11524 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 


0007 
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Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Returning to CIP 

Date: Wed, 04 Jun 1997 23:51:34 +0100 
Organization: shadow developments 

Lines: 14 

Message-ID: <3395F175.23AE@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-51.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Has anyone else had problems getting the Yaroze to return to the CIP 
terminal, after cleaning up their prog and returning from their program. 


I haven't yet got one demo to do this, or my own code. 


I've checked with SCEE and my code works fine on their machines, and 
we've come to the conclusion that it's probably a Mac/PSComUtil problem. 


Any help? 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 11524 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
07 


--MESSAGE FILE 11525 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0008 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.problems.mac 

Subject: MWbload problems 

Date: Mon, 09 Jun 1997 19:10:59 +0100 
Organization: shadow developments 

Lines: 15 

Message-ID: <339C4732.4409@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-05-42.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I'm having probs using the MWbload function. 


Whenever I stick it in my code, together with the #include <MWUtils.h>, 
or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
up with an error saying it is undefined. 


Anybody else had this problem, this is on the Mac version. 
Any help? 
Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

-—-MESSAGE FILE 11525 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
08 


--MESSAGE FILE 11526 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0009 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac,scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
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ing.2d_graphics,scea.yaroze.programming. libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
-—-MESSAGE FILE 11526 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
09 


--MESSAGE FILE 11527 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0010 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics, scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


—-MESSAGE FILE 11527 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
10 


--MESSAGE FILE 11528 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0011 

Path: chuka.playstation.co.uk!news 

From: DEnnis <macsuppor@al.nl> 

Newsgroups: scee.yaroze.problems.mac 

Subject: CodeWarrior 

Date: Sat, 21 Feb 1998 18:28:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 
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Message-ID: <34EFOE9B.724BD4E3@al.nl1> 

Reply-To: macsuppor@al.nl 

NNTP-Posting-Host: 81-88-123.81.ոլ 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0la (Macintosh; I; PPC) 

X-Priority: 3 (Normal) 


Is it worth getting Codewarrior? Or can I just use a PC-emulator? 


DEnnis Brinkhuis (madmac) 
macsuppor@al.nl 


-—-MESSAGE FILE 11528 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
11 


--MESSAGE FILE 11529 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0012 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.problems.mac 

Subject: CodeWarrior 

Date: 23 Feb 1998 10:09:06 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 26 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6crhs2$5481@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 
cc: Sarah_Bennett@Playstation.sony.com 


Is it worth getting Codewarrior? Or can I just use a PC-emulator? 
DEnnis Brinkhuis (madmac) 
macsuppor@al.nl 


I'm not certain that a PC emulator will enable siocons/GNU to work, though 
it probably does; this is something other Mac users will be able to tell 
you. 


If you want an evaluation of CodeWarrior setup versus GNU and siocons 
setup, 

everyone's opinion differs. Main question is how much you care about 
an integrated Windows IDE. 


Lewis 


—-MESSAGE FILE 11529 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
12 


--MESSAGE FILE 11530 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0013 

Path: chuka.playstation.co.uk!news 

From: DEnnis <macsuppor@al.nl> 

Newsgroups: scee.yaroze.problems.mac 

Subject: 3D software for Mac 

Date: Sat, 28 Feb 1998 18:24:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 3 

Message-ID: <34F84865.9A7EBE81@al.nl1> 

Reply-To: macsuppor@al.nl 

NNTP-Posting-Host: 81-88-115.81.ոլ 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0la (Macintosh; I; PPC) 

X-Priority: 3 (Normal) 


In what format do 3D models need to be to use them on the Net Yaroze? 
And what program do other Mac-users use? 


—-MESSAGE FILE 11530 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
13 


--MESSAGE FILE 11531 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0014 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: TEAM BLACK 

Date: Sun, 26 Apr 1998 09:31:29 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1d836fy.17kxwunxf8se8N@al—88-107.al.nl> 
NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


A lot of members have similar idea's and wishes like; 


- Getting a job in the professional industry 

- Meetings with other Members 

- A blackdisk with our work on it 

- More contact with SCEA 

- More and better manuals in PDF-format (zipped) 

- A public Press-page to inform non-members about our work 
- More and better contact with SCEE and other members 


Well, why don't we join together in a special group. Let's name it *TEAM 
BLACK* for now. If there are enough other members that want to join, we 
can try to get another homepage where we all can work on and keep it up 
together. So what do you all think about this out there... 


Greatings DEnnis... 


http://www.netyaroze-europe.com/~madmac/teamblack.html 
—-MESSAGE FILE 11531 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
14 


--MESSAGE FILE 11532 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0015 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Slow connection 

Date: Mon, 4 May 1998 11:54:48 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <1d8hzxx.12kndidiyl3cwN@al-—-88-137.al.nl1> 
NNTP-Posting-Host: 81-88-137.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Do all the Mac-users have such slow connections? It takes about 20 
minutes to download a game to my NY. I can't turn up the Debugger-speed 
course it won't connect then and I can only turn up the other speed if I 
first connect at the lowest bautrate, and then turn it up to 56k at most 
and reconnect. 


I use the PSComUtil from CodeWarrior! 
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DEnnis.. 
—-MESSAGE FILE 11532 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
15 


--MESSAGE FILE 11533 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0016 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: RSD tools for mac? 

Date: Tue, 12 May 1998 13:01:28 +0200 

Organization: Debri Productions 

Lines: 3 

Message-ID: <1d8x2te.qgqx5wzsva3gN@[194.151.88.141]> 
NNTP-Posting-Host: 194.151.88.141 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Are there any RSD-tools for mac? 


DEnnis.. 
—-MESSAGE FILE 11533 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
16 


--MESSAGE FILE 11534 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0017 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.problems.mac 

Subject: RSD tools for mac? 

Date: 12 May 1998 13:09:54 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6j9e6iSfjj1@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 12 May 1998 12:14:19 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id NAA25995 
for <news@playstation.co.uk>; Tue, 12 May 1998 13:14:03 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 
Unfortunately no. Most of the tools are for DOS or Win95. 


Regards, 


George 


From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.problems.mac 
Subject: RSD tools for mac? 


Are there any RSD-tools for mac? 


DEnnis.. 


Net Yaroze newsgroups message dump.txt Page 7626 


—-MESSAGE FILE 11534 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
17 


--MESSAGE FILE 11535 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0018 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.problems.mac 

Subject: Re: RSD tools for mac? 

Date: Wed, 13 May 1998 22:24:33 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <1d8zk5q.k6mnv69y2idcN@al-88-132.al1.nl1> 
References: <6j9e6iSfjj1@emeka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-132.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


<George_Bain@Playstation.sony.com> wrote: 


> via smtpd (for [194.203.13.2]) with SMTP; 12 May 1998 12:14:19 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id NAA25995 
> for <news@playstation.co.uk>; Tue, 12 May 1998 13:14:03 +0100 (BST) 
> From: George_Bain@Playstation.sony.com 

> To: news@playstation.co.uk 

> Content-Disposition: inline 

> 

> 

> 

> Hi there, 

> 

> Unfortunately ոօ. Most of the tools are for DOS or Win95. 

> 

> Regards, 

> 

> 

> George 


Will there be tools developed in the future for mac? 


DEnnis.. 
—-MESSAGE FILE 11535 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
18 


--MESSAGE FILE 11536 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0019 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.problems.mac 

Subject: Mac-members teaming up!! 

Date: Wed, 19 Aug 1998 10:46:08 +0200 

Organization: Debri Productions 

Lines: 9 

Message-ID: <lde07su.1t6dc2199m36N@al-88-126.a1.nl1> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


There is a new Mac-member called Paul Harvey (great guy)... 


He's going to do a complete page on Working with Mac and Net Yaroze. He 
will maybe also make some tools to use on Mac, but I wanted to know what 
tools are already around for mac. I know that there are very limited 
tools for mac, so maybe that will change in a bit. 

Viva le MacSupport for Net Yaroze! 


DEnnis... 
-—-MESSAGE FILE 11536 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
19 


--MESSAGE FILE 11537 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0020 
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Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Updating Codewarrior 

Date: Thu, 17 Sep 1998 20:27:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6trnsfSefu7@chuka.playstation.co.uk> 
NNTP-Posting-Host: p24-duck-gui.tch.virgin.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, I've just purchased a second hand Mac (my very first mac) and I 
would like to install the Codewarrior update onto it but I have no Internet 
link using the mac only via my PC. Any ideas how I can transfer the 3 meg 
update file to my mac using floppies ?? 


Cheers, 


James 


—-MESSAGE FILE 11537 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
20 


--MESSAGE FILE 11538 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0021 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Updating Codewarrior 

Date: Fri, 18 Sep 1998 16:07:20 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldfiw5p.x6ncibly0budyN@al-88-107.al.nl1> 
References: <6trnsfSefu7@chuka.playstation.co.uk> 
NNTP-Posting-Host: al-88-107.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Banks <net.yaroze@virgin.net> wrote: 


Hi, I've just purchased a second hand Mac (my very first mac) and I 
would like to install the Codewarrior update onto it but I have no Internet 
link using the mac only via my PC. Any ideas how I can transfer the 3 meg 
update file to my mac using floppies ?? 


Cheers, 


VV V V V V V 


Cool, man.. join the club. 

This one is harsh. I know that you can zip.files and un-zip them on the 
mac. Maybe you can arange something with a zip-disc. Or otherwise, maybe 
one of the other mac-users has the update on CD and is willing to sent 
it to you (most mac-users are very helpfull). Maybe Paul Harvey comes up 
with an idea, he's also a big time mac-user. 


What system did you buy? 


DEnnis.. 
—-MESSAGE FILE 11538 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
21 


--MESSAGE FILE 11539 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0022 

Path: chuka.playstation.co.uk!macpaul 

From: macpaul@ndirect.co.uk (Paul Harvey) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Returning to CIP 

Date: Thu, 1 Oct 1998 15:00:08 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <ldg86wz.18hsetp2g7okyN@th-pm07-57.ndirect.co.uk> 
References: <3395F175.23AE@netcomuk.co.uk> 

NNTP-Posting-Host: th-pm07-57.ndirect.co.uk 

X-Newsreader: MacSOUP 2.3.3 (unregistered for 42 days) 


Ira Rainey <shad.dev@netcomuk.co.uk> wrote: 


> Has anyone else had problems getting the Yaroze to return to the CIP 

> terminal, after cleaning up their prog and returning from their program. 
> 

> I haven't yet got one demo to do this, or my own code. 

> 

> I've checked with SCEE and my code works fine on their machines, and 

> we've come to the conclusion that it's probably a Mac/PSComUtil problem. 
> 

> Any help? 

> 

> Ira 


Just to confirm, I also get the same problem. 
Infact, a bunch of us on the Middlesex course in July had portable Macs, 
and had the same problem. 


I know what you mean, it's annoying, but for Mac users I think it is 
"normal'. I don't know whether it's something that should be taken up 
with Metrowerks as I guess it's their software that causes it. 


I wonder whether PC users get the same problem under Codewarrior?... 


~mp 
—-MESSAGE FILE 11539 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
22 


--MESSAGE FILE 11540 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0023 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Returning to CIP 

Date: Sat, 3 Oct 1998 11:54:23 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldgar13.1ngmh1119hkg0yN@al1-88-117.al.nl1> 

References: <3395F175.23AE@netcomuk.co.uk> <ldg86wz.18hsetp2g7okyN@th-pm07-57.ndirec 
t.co.uk> 

NNTP-Posting-Host: 81-88-117.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Is this the fact that you can't reset the NY after testing? That seems 
to be s CW related problem, not a mac-related problem. We should ask 
them to fix that in a newer version of PScomUtil it that will ever be 
released. 


DEnnis.. 

Hey, Ira.. are you back? In that case you should register yourself on 
macpaul's site as a Mac-using NY-member.. 

see : 


http: //www.netyaroze-europe.com/~macpaul 
—-MESSAGE FILE 11540 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
23 


--MESSAGE FILE 11541 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0024 

Path: chuka.playstation.co.uk!news 

From: Ben J <BJD3@bton.ac.uk> 

Newsgroups: scee.yaroze.problems.mac 
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Subject: Those darned elusive cables... 
Date: Mon, 26 Oct 1998 10:45:48 +0000 
Organization: University of Brighton 

Lines: 12 

Message-ID: <363452DC.7155@bton.ac.uk> 
NNTP-Posting-Host: itsuitel39.it.bton.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


Hey there all, 


I've just recently joined the yaroze family, but am having trouble 
connecting to the console via my mac. I've just spent about £20 trying 
to get cables, but it would appear they don't work. I get an error 
message from PSComUtil on connecting, which tells me there was a 
hardware interrupt or something similiar. So where is the problem? 
Yaroze, cable, or Mac? 


Ben :-/ 

Screw you guys; I'm going home. Talking poo is where I draw the line. 

—-MESSAGE FILE 11541 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
24 


--MESSAGE FILE 11542 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0025 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <johnb@hk.super.net> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Those darned elusive cables... 

Date: Thu, 29 Oct 1998 21:49:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7lanug$fj67@chuka.playstation.co.uk> 

References: <363452DC.7155@bton.ac.uk> 

NNTP-Posting-Host: th-pm04-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 
Content-Transfer-Encoding: quoted-printable 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (297) 


In article <363452DC.7155@bton.ac.uk>, Ben J <BJD3@bton.ac.uk> wrote: 


>I've just recently joined the yaroze family, but am having trouble 
>connecting to the console via my mac. I've just spent about =A320 trying 
>to get cables, but it would appear they don't work. I get an error 
>message from PSComUtil on connecting, which tells me there was a 
>hardware interrupt or something similiar. So where is the problem? 
>Yaroze, cable, or Mac? 


Cable is my guess, as AFAIK there's only one sort of Yaroze and Mac serial 
hardware is pretty standard. 


I too was worried about this when my Yaroze arrived four weeks ago, but the 
first thing I tried worked fine. To connect my Mac [PowerBook 3400] to the 
NY I use three things. First the cable that comes with the NY. Then a DIN-8 
to 25 pin high speed modem cable, which I bought many years ago from MacZon= 
e 

in Hong Kong for use with high speed modems. The difference between this an= 
d 

other cables is it has a connection for hardware handshaking, required for 
reliable connections above 9600bps to modems. The cable is unbranded but 
it's a pretty standard Mac part. 


The third thing is a db boeder 'Adapter/T D-Sub 9 - D-Sub 25' connector, 
which connects the NY cable's 9 pins to the Mac cable's 25. On the back it 
says 'Connectors: 9-pin D-Sub plug/25-pin D-sub socket', but I ignored that 
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and just pulled it out of the box before buying to make sure it was what I 
wanted. It cost =A34.99 from the local Tempo superstore. 


John 
—-MESSAGE FILE 11542 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
25 


--MESSAGE FILE 11543 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0026 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Those darned elusive cables... 

Date: Fri, 30 Oct 1998 12:30:08 +0000 

Organization: University of Brighton 

Lines: 12 

Message-ID: <3639B150.22A5@bton.ac.uk> 

References: <363452DC.7155@bton.ac.uk> <7lanugSfj67@chuka.playstation.co.uk> 
NNTP-Posting-Host: itsuite36.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


Well after much searching I have finally got a solution - the Mac Pac 
PalmPilot adaptor. It cost some £25, but it works. BIW - if anyone needs 
the disks for the PalmPilot MacPack/Manual then they can have them - I 
got them with the cable which is all I needed. 


Ben 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 11543 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
26 


--MESSAGE FILE 11544 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0027 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Those darned elusive cables... 

Date: Sat, 31 Oct 1998 11:40:11 +0100 

Organization: Debri Productions 

Lines: 27 
Message-ID: <ldhrdw8.10d5qiky6268N@a1-88-106.a1l.nl1> 

References: <363452DC.7155@bton.ac.uk> <7lanug$fj67@chuka.playstation.co.uk> <3639B1 
50.22A5@bton.ac.uk> 

NNTP-Posting-Host: 81-88-106.81.ոլ 

X-Newsreader: MacSOUP 2.3 


BJ <bjd3@bton.ac.uk> wrote: 


> Well after much searching I have finally got a solution - the Mac Pac 

> PalmPilot adaptor. It cost some 25, but it works. BTW - if anyone needs 
> the disks for the PalmPilot MacPack/Manual then they can have them - I 
> got them with the cable which is all I needed. 

> 

> Ben 


Well, I use the converter cable that came with my Agfa ePhoto 307. It 
came with an PC cable and a converter piece for mac. But instead of the 
PC-cable with the converter-cable, you can also use a normap 
printercable for mac. So any mac-user can replace the original cable set 
for a printcable that costs about 5 pounds. If you can't find a mac-user 
with an Agfa ePhopo 307, maybe you can contact Agfa and ask if you can 
order the converter piece seperate. And I can't imagine they will charge 
you more than a fiver for it. 
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Cheers, 
DEnnis.. 


Another tip: 

I see that you use Netscape on Windows for the newsgroups. If you need a 

good program for newsgroups on Mac, try MacSoup. It's great!! You can 

read and write articles offline and it's much clearer than the netscape 

newsgroup program. 

—-MESSAGE FILE 11544 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
25 


--MESSAGE FILE 11545 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0028 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Those darned elusive cables... 

Date: Mon, 02 Nov 1998 11:19:37 +0000 

Organization: University of Brighton 

Lines: 16 

Message-ID: <363D9549.60AB@bton.ac.uk> 

References: <363452DC.7155@bton.ac.uk> <7lanugSfj67@chuka.playstation.co.uk> ՀՅ63981 
50.22A5@bton.ac.uk> <ldhrdw8.1l0d5qiky6268N@a1-—88-106.al.n1> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 


I did actually mean that I'd already BOUGHT the cable DEnnis... 

So I've spent £50 on cables so far...grrr 

Anyway, the reason I use Netscape on Windows is 'cos my only internet 
access is via university; I haven't got an internet connection in my 


flat where my Mac is. Which is why my problems take so damned long to 
EEK Q 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 11545 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
28 


--MESSAGE FILE 11546 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0029 

Path: chuka.playstation.co.uk!macpaul 

From: macpaul@ndirect.co.uk (Paul) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Returning to CIP 

Date: Thu, 12 Nov 1998 10:45:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <ldidn3k.lvyqudmlov070gN@th-pm07-45 .ndirect.co.uk> 

References: <3395F175.23AE@netcomuk.co.uk> <ldg86wz.18hsetp2g7okyN@th-pm07-57.ndirec 
t.co.uk> <ldgar13.1ngmh1119hkg0yN@a1-88-117.al.nl1> 

NNTP-Posting-Host: th-pm07-45.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: MacSOUP 2.3.3 (unregistered) 


DEnnis Brinkhuis <macsuppor@al.nl> wrote: 


> Is this the fact that you can't reset the NY after testing? That seems 
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> to be s CW related problem, not a mac-related problem. We should ask 
> them to fix that in a newer version of PScomUtil it that will ever be 
> released. 

> 

> DEnnis.. 

> 

> Hey, Ira.. are you back? In that case you should register yourself on 
> macpaul's site as a Mac-using NY-member.. 

> see : 

> 

> 


http://www.netyaroze-europe.com/~macpaul 


Everytime you issue a ResetGraph call in your NY program (as you 
normally do to end the program), the NY just hangs. PSIcom reports some 
kind of error, and you have to press the reset button on the NY. 


Infact, I don't even bother pressing the joypad 'exit' button i've 
setup, I just go straight to the reset button. 


It's not a major problem, unless you're making simple changes each time 
you run your program (ie, adjusting one variable or something), and you 
have to wait for the NY to reboot (and that damn PS logo and jingle 
everytime - how can we bypass that?!!!) 


Cé la vie I guess. 


~mp 
—-MESSAGE FILE 11546 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11547 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0030 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.problems.mac 

Subject: iMac : USB port 

Date: Wed, 09 Dec 1998 22:06:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <366EE656.FB28BF4@hotmail.com> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-—Host: marseille4-—48.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi there. 

I just bought an iMac. I will still use my PC, but I would like to 
ensure that Mac users can run my programs perfectly, including utilities 
(written in Java). Anyone knows how I could link the yaroze to an USB 
port, so that I can test things (I have CodeWarrior of course) ? 

Any help appreciated. 


—-MESSAGE FILE 11547 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
30 


--MESSAGE FILE 11548 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0031 

Path: chuka.playstation.co.uk!news 

From: philip gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Re: iMac : USB port 

Date: Tue, 22 Dec 1998 12:08:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <367F8BBD.AB75EB7C@easynet.co.uk> 
References: <366EE656.FB28BF4@hotmail.com> 
NNTP-Posting-Host: 194.205.68.227 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


pal wrote: 


Hi there. 

I just bought an iMac. I will still use my PC, but I would like to 
ensure that Mac users can run my programs perfectly, including utilities 
(written in Java). Anyone knows how I could link the yaroze to an USB 
port, so that I can test things (I have CodeWarrior of course) ? 

Any help appreciated. 


V V V V V V 


Try using one of the USB-to-serial adaptors that are beginning to become 
available. 


Java now rocks on the Mac thanks to MRJ2.1. 


Phil 


—-MESSAGE FILE 11548 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
31 


--MESSAGE FILE 11549 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0032 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: iMac : USB port 

Date: Sat, 2 Jan 1999 10:34:46 +0100 

Organization: Debri Productions 

Lines: 11 

Message-ID: <ldkvjr3.1lmiskbt2310beN@al-—88-102.al1l.nl1> 

References: <366EE656.FB28BF4@hotmail.com> <367F8BBD.AB/75EB7C@easynet.co.uk> 
NNTP-Posting-Host: al-88-102.al.nl 

X-Newsreader: MacSOUP 2.3 


> Try using one of the USB-to-serial adaptors that are beginning to become 
> available. 


Let us know if it works, although I don't expect problems with that.. 
> Java now rocks on the Mac thanks to MRJ2.1. 


It does not on my PB1400c/166 ;-( 
—-MESSAGE FILE 11549 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
32 


--MESSAGE FILE 11550 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0033 

Path: chuka.playstation.co.uk!news 

From: James Duffield <J.Duffield@btinternet.com> 

Newsgroups: scee.yaroze.problems.mac 

Subject: 3D Demo Trouble 

Date: Mon, 18 Jan 1999 23:22:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <36A3C248.6E46BCDF@btinternet .com> 

NNTP-Posting-Host: host62-172-57-15.btinternet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
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X-Accept—-Language: en 


I received my Net Yaroze about a week ago, and am having major 
trouble getting the 3D demo supplied by CW to work. 

I Have succesfully converted all files and batch files to CW, 

but whenever i try to run the program, it looks as though the vertical 
hold has stopped working, the screen just keeps on scrolling 
upwards. 

Also when you have a program with multiple targets, how do you 

get CW to load all targets into memory?, or is this not the way it 
works? 

The tutorial for 3D Demo in the CW Booklet just stops 

after tutorial 2, which has not helped me very much. 

Also the targeting yaroze manual supplied with CW makes 

various refrences to the IDE user guide, i do not have this manual 
should it have been supplied with CW?. 


James Duffield 
J.Duffield@btinternet.com 


—-MESSAGE FILE 11550 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11551 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0034 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: iMac : USB port 

Date: Tue, 19 Jan 1999 13:18:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <36A47831.70871C37@hotmail.com> 

References: <366EE656.FB28BF4@hotmail.com> <367F8BBD.AB75EB7C@easynet.co.uk> <ldkvjr 
3.1lmiskbt2310beN@a1l-88-102.al.nl1> 

Reply-To: palpalpalpal@hotmail.com 

NNTP-Posting-Host: marseille5-93.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> > Try using one of the USB-to-serial adaptors that are beginning to become 
> > available. 

> 

> Let us know if it works, although I don't expect problems with that.. 


I'll be looking for it, and keep you informed. 
Thanks for the advice. 


pal (palpalpalpal@hotmail.com) 


—-MESSAGE FILE 11551 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
34 


--MESSAGE FILE 11552 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0035 

Path: chuka.playstation.co.uk!paul.hannington 

From: paul.hannington@luton.ac.uk (Paul H) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: 3D Demo Trouble 

Date: Mon, 25 Jan 1999 16:41:44 +0000 

Organization: Bad Monkey Media 

Lines: 31 

Message-ID: <paul.hannington-2501991641550001@paul.luton.ac.uk> 


Net Yaroze newsgroups message dump.txt 


Re 


ferences: <36A3C248.6E46BCDF@btinternet.com> 


NNTP-Posting-Host: paul.luton.ac.uk 


X- 


Newsreader: MT-NewsWatcher 2.4 


By default, the example is set to NTSC (I think), so if your TV can't 


ha 
co 


ndle NTSC then it will roll. If I remember then I think that there is a 


mmented line in the code with details on how to set it for PAL. 


The IDE user guide is in electronic format on the CD. 


Pa 


In 


ul Hannington 


article <36A3C248.6E46BCDF@btinternet.com>, James Duffield 


<J.Duffield@btinternet.com> wrote: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I received my Net Yaroze about a week ago, and am having major 
trouble getting the 3D demo supplied by CW to work. 

I Have succesfully converted all files and batch files to CW, 

but whenever i try to run the program, it looks as though the vertical 
hold has stopped working, the screen just keeps on scrolling 
upwards. 

Also when you have a program with multiple targets, how do you 

get CW to load all targets into memory?, or is this not the way it 
works? 

The tutorial for 3D Demo in the CW Booklet just stops 

after tutorial 2, which has not helped me very much. 

Also the targeting yaroze manual supplied with CW makes 

various refrences to the IDE user guide, i do not have this manual 
should it have been supplied with CW?. 


James Duffield 
J.Duffield@btinternet.com 
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—-MESSAGE FILE 11552 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11553 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 


00 
Pa 
Fr 
Ne 
Su 
Da 
Or 
Li 
Me 
Re 
1. 


36 

th: chuka.playstation.co.uk!news 

om: James Duffield <J.Duffield@btinternet.com> 
wsgroups: scee.yaroze.problems.mac 

bject: Re: 3D Demo Trouble 

te: Mon, 25 Jan 1999 19:08:58 +0000 
ganization: PlayStation Net Yaroze (SCEE) 

nes: 29 

ssage-ID: <36ACC146.2863E609@btinternet.com> 


ferences: <36A3C248.6E46BCDF@btinternet.com> <paul.hannington-2501991641550001@pau 


luton.ac.uk> 


NNTP-Posting-Host: host5-99-62-28 .btinternet.com 


Mi 
Co 
4F 
Co 
X- 
x- 


Pa 


VVVVVVVV VV 


me-Version: 1.0 


ntent-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
5359" 
ntent-Transfer-Encoding: 7bit 


Mailer: Mozilla 4.5 (Macintosh; I; PPC) 
Accept-Language: en 


ul H wrote: 


By default, the example is set to NTSC (I think), so if your TV can't 


handle NTSC then it will roll. If I remember then I think that there is a 


commented line in the code with details on how to set it for PAL. 
The IDE user guide is in electronic format on the CD. 
Paul Hannington 


In article <36A3C248.6E46BCDF@btinternet.com>, James Duffield 
<J.Duffield@btinternet.com> wrote: 
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Thanks for replying Paul, 


I still have'nt solved the problem (gave up really) 

i know it is'nt the TV (multistandard y'see). 

I have now found the IDE user guide my original file had a 
damaged rsource fork so a quick re-installation solved that. 


Anyway if you have any more ideas about the 3D demo 
let me know. 


thanks. 
James D 


—-MESSAGE FILE 11553 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
36 


--MESSAGE FILE 11554 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0037 

Path: chuka.playstation.co.uk!news 

From: David Johnston <johnstdt@dcs.gla.ac.uk> 
Newsgroups: scee.yaroze.problems.mac 

Subject: GameCode converter 

Date: Sat, 30 Jan 1999 16:27:13 +0000 

Organization: - 

Lines: 13 

Message-ID: <36B332E0.1932@dcs.gla.ac.uk> 

Reply-To: johnstdt@dcs.gla.ac.uk 

NNTP-Posting-Host: modem-98.tin.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


I'm trying to use the GameCode converter compiler as mentioned in the 
Codewarrior for net yaroze manual but obviously the commands listed in 
there are wrong. 


I found a file that lists commands that seem to work but it doesn't tell 
you what the parameters for them are. I was wondering anyone new what 
these were? 


I emailed metrowerks but they just told me that they don't support it. 
Thanks, 


David Johnston 
—-MESSAGE FILE 11554 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
Bo 


--MESSAGE FILE 11555 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0038 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Sprite transparency 

Date: Wed, 14 Apr 1999 13:21:08 +0300 

Organization: Nokia 

Lines: 14 

Message-ID: <37146C14.9BD3DB71@nokia.com> 
NNTP-Posting-Host: kilodhcp-171-193.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 


I am a new SCEE Net Yaroze member. I got a Photoshop tim conversions 
plug-in and think it is a great tool. 
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Perhaps you could help me a little: how can I get transparency to my 
sprites 
when using Photoshop tim conversion plug-in? 


Best Regards, 
Markku Kaurila, 
markku.kaurila@ntc.nokia.com 


—-MESSAGE FILE 11555 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11556 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0039 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Sprite transparency 

Date: Thu, 15 Apr 1999 00:04:51 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldq9zpw.lpq4e2y10zzlhcN@al1-88-138.al.nl1> 
References: <37146C14.9BD3DB71@nokia.com> 
NNTP-Posting-Host: 81-88-137.81.ու 

X-Newsreader: MacSOUP 2.3 


Markku Kaurila <markku.kaurila@nokia.com> wrote: 
Hi, 


I am a new SCEE Net Yaroze member. I got a Photoshop tim conversions 
plug-in and think it is a great tool. 


VV V V 


I could not get it to work properly.. probably my fault.. 


v 


Perhaps you could help me a little: how can I get transparency to my 
> sprites 
> when using Photoshop tim conversion plug-in? 


Sorry, I can't code so no cleu.. I don't think so to be precice. You 
could split your image in 2 layers. Make two seperate tim-files. Put 
thjem in 2 layers over each other and make one transparent. 


Good luck, 


DEnnis.. 
—-MESSAGE FILE 11556 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
39 


--MESSAGE FILE 11557 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0040 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Sprite transparency 

Date: Fri, 30 Apr 1999 08:38:01 +0300 

Organization: Nokia 

Lines: 36 

Message-ID: <372941B9.194DFA55@nokia.com> 

References: <37146C14.9BD3DB71@nokia.com> <ldq9zpw.lpq4e2y10zzlhcN@al-88-138.al.nl> 
NNTP-Posting-Host: kilo-dhcp202.trs.ntc.nokia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


DEnnis Brinkhuis wrote: 
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Markku Kaurila <markku.kaurila@nokia.com> wrote: 
Hi, 


I am a new SCEE Net Yaroze member. I got a Photoshop tim conversions 
plug-in and think it is a great tool. 


V V V V 


I could not get it to work properly.. probably my fault.. 


Perhaps you could help me a little: how can I get transparency to my 
> sprites 
> when using Photoshop tim conversion plug-in? 


Sorry, I can't code so no cleu.. I don't think so to be precice. You 
could split your image in 2 layers. Make two seperate tim-files. Put 
thjem in 2 layers over each other and make one transparent. 


Good luck, 


VVVVVVVVVVVVVV VV NP, VP VV 
v 


DEnnis.. 


I still cannot figure out how to make my sprites transparent? If I 
for ex. have an object with the shape of a bone, how to make the 
background of the bone sprite transparent so that when I display the 
bone sprite against a background picture, I don't have a square image 
with black areas around the bone but just the pure bone image against 
the background. 


Markku Kaurila 


--MESSAGE FILE 11557 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
40 


--MESSAGE FILE 11558 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0041 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Sprite transparency 

Date: Wed, 5 May 1999 01:34:44 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldr845f.r783utlyg54huN@al—88-120.al.nl1> 

References: <37146C14.9BD3DB71@nokia.com> <ldq9zpw.1lpq4e2y10zzlhcN@al-—88-138.al1l.nl1> 
<372941B9.194DFA55@nokia.com> 

NNTP-Posting-Host: 81-88-120.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Markku Kaurila <markku.kaurila@nokia.com> wrote: 


> I still cannot figure out how to make my sprites transparent? If I 

> for ex. have an object with the shape of a bone, how to make the 

> background of the bone sprite transparent so that when I display the 
> bone sprite against a background picture, I don't have a square image 
> with black areas around the bone but just the pure bone image against 
> the background. 

> 
> 


Markku Kaurila 


That is simple! 

Make the background black! With TimUtil, you have an option that says; 
"black transparant". This utility is PC only so you'll need to use 
softPC, VirtualPC or RealPC.. or a real PC.. (sorry to say that). 


Good Luck, 


DEnnis.. 
—-MESSAGE FILE 11558 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
41 
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--MESSAGE FILE 11559 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0042 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1$4f4j10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 11559 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
42 


--MESSAGE FILE 11560 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0043 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee.yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


-—-MESSAGE FILE 11560 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
43 


--MESSAGE FILE 11561 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0044 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
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scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming. sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—-MESSAGE FILE 11561 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
44 


--MESSAGE FILE 11562 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0045 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Added music via a seq file - no drums? 
Date: Wed, 15 Sep 1999 16:14:55 +0300 

Organization: Nokia 

Lines: 13 

Message-ID: <37DF9BCF.195FEF68@nokia.com> 
NNTP-Posting-Host: nas-dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 


I tried to add music to my game. I converted a smf file to a seq file 
with smf2seq utility application. When this seq file was playing in my 
game the drums were missing??!! I checked with a sequencer program that 
the dums were assigned to channel 10 as they should. Has anyone 
experienced anything similar? What am I doing wrong? The music sounds a 
little muddy also compared to when I play it through a Roland Sound 
Canvas. 


Regards, 
Markku Kaurila 


—-MESSAGE FILE 11562 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
45 


--MESSAGE FILE 11563 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0046 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Added music via a seq file - no drums? 
Date: Wed, 15 Sep 1999 21:49:16 +0200 

Organization: DEbri 

Lines: 22 

Message-ID: <ldy6xql.14y71l6gqj3vggN@al-88-130.al.nl> 
References: <37DF9BCF.195FEF68@nokia.com> 
NNTP-Posting-Host: al-88-130.al.nl 
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X-Newsreader: MacSOUP 2.3 
Markku Kaurila <markku.kaurila@nokia.com> wrote: 
Hi, 


I tried to add music to my game. I converted a smf file to a seq file 
with smf2seq utility application. When this seq file was playing in my 
game the drums were missing??!! I checked with a sequencer program that 
the dums were assigned to channel 10 as they should. Has anyone 
experienced anything similar? What am I doing wrong? The music sounds a 
little muddy also compared to when I play it through a Roland Sound 
Canvas. 


Regards, 
Markku Kaurila 


VVVVVVVVVV VV 


We have similar problems with converting from midi-files. 

I just wander on what platform you work? It seems you're using Netscape 
on a Windows-machine, so why put this in the Mac-group? 

Or is that only for the newsgroups? 


DEnnis.. 


7641 


-—-MESSAGE FILE 11563 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 


46 


--MESSAGE FILE 11564 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 


0047 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Re: Added music via a seq file - no drums? 
Date: Thu, 16 Sep 1999 07:52:46 +0300 

Organization: Nokia 

Lines: 43 

Message-ID: <37E0779E.6DA25D5B@nokia.com> 


NNTP-Posting-Host: nas-dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 

To: DEnnis Brinkhuis <debri@dds.nl> 


Thank you for your answer. 


I am working on Mac platform although I have to do the smf->seq conversion on 
a PC since I don't have a mac tool for that. Yes, we have a PC also at home 
but who would prefer to work on that if there is a Mac available... But you 
are right, this converting problem is not platform dependant, is it? 


Is there any way to come around this problem? I am using Band In A Box and 
Cubase to create the MIDI files. These are well established known 
applications so there should not be anything wrong with the MIDI files they 
produce. Or could the problem come from the fact that I am doing the music on 
Mac platform? 


(I am writing these messages at work on a PC, that's why Windows-Netscape) 


Best Regards, 
Markku 


DEnnis Brinkhuis wrote: 


> Markku Kaurila <markku.kaurila@nokia.com> wrote: 

> 

> > Hi, 

>> 

> > I tried to add music to my game. I converted a smf file to a seq file 
> > with smf2seq utility application. When this seq file was playing in my 


References: <37DF9BCF.195FEF68@nokia.com> <ldy6xq1.14y716égqj3vggN@al-88-130.al.nl> 
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> > game the drums were missing??!! I checked with a sequencer program that 
> > the dums were assigned to channel 10 as they should. Has anyone 

> > experienced anything similar? What am I doing wrong? The music sounds a 
> > little muddy also compared to when I play it through a Roland Sound 

> > Canvas. 

>> 

> > Regards, 

> > Markku Kaurila 

> 

> We have similar problems with converting from midi-files. 

> I just wander on what platform you work? It seems you're using Netscape 

> on a Windows-machine, so why put this in the Mac-group? 

> Or is that only for the newsgroups? 

> 

> DEnnis.. 
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--MESSAGE FILE 11565 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 


0048 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.problems.mac 

Subject: C++ on a Mac 

Date: Thu, 23 Sep 1999 08:34:01 +0300 
Organization: Nokia 

Lines: 36 

Message-ID: <37E9BBC9.CE579D0D@nokia. com> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 


Has anyone actually managed to create a C++ program for Yaroze? I have 
spent two nights now trying it and have not suceeded yet. I started 
doing exactly as was explained in the instructions in C++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version օք 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

terts -info-t -<h had: 


SECTION extern void (*__static_init) (void); 


and the PC '__rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


P.S; 


Since we also have a PC at home, I then did exactly the same there - and 
surprise, surprise - the learn project compiled and linked fine. 


—-MESSAGE FILE 11565 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11566 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0049 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.problems.mac 

Subject: Re: C++ builds fine now! 

Date: Thu, 30 Sep 1999 08:11:21 +0300 

Organization: Nokia 

Lines: 58 

Message-ID: <37F2F0F8.F8EE3FAE@nokia.com> 
References: <37E9BBC9.CE579D0D@nokia.com> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi again! 
C++ works fine now in a Mac.and it was not at all complicated. 


By the help of Metroworks excellent customer support I got everything 
right.. 

The only thing needed in addition to the instructions in C++Support 
Readme.txt was that 

both CodeWarrior for Net Yaroze Release 2, CW NY Updater (dated Feb 13, 
1998), 


and CW NY R2 update 2 (dated Feb 15, 1999). needed to be installed. Also 
these 
patches must be installed on top of each other (you cannot install R2 Update 


2 without 
already having the first Updater installed). 


Regards, 
Markku Kaurila 


Markku Kaurila wrote: 
Hi, 


Has anyone actually managed to create a C++ program for Yaroze? I have 
spent two nights now trying it and have not suceeded yet. I started 
doing exactly as was explained in the instructions in C++Support 
Readme.txt. I then tried to compile the 'Learn' example found in the 
'Unsupported' folder (PC side of the CodeWarrior CD, that is. This 
example was lacking from the Mac version օք 'Unsupported'). First it did 
not compile. I finally found that '__rts_info_t__.h' file was different 
in the MAC side of the CD, compared to the PC version. The Mac 

" rts_info_t__.h"' had: 


SECTION extern void (*__static_init) (void); 


and the PC '_ rts_info_t__.h' had: 


SECTION extern void (*__static_init[]) (void); 


When I corrected the line as it is in the PC version, the 'Learn' 
project compiled finally but would not link! I get the following error: 


Link Error : Incorrect ELF header in file RTS_MWC++_le.lib. Possibly 
wrong endianess of the header. 


Can anyone help me? I would so much more like to use C++ since I use it 
at work every day. Besides an object oriented language fits so well with 
game programming. 


Regards, 
Markku Kaurila 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 
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> P.S. 

> 

> Since we also have a PC at home, I then did exactly the same there - and 
> surprise, surprise - the learn project compiled and linked fine. 
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--MESSAGE FILE 11567 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0050 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: C++ builds fine now! 

Date: Thu, 7 Oct 1999 08:29:32 +0200 

Organization: DEbri 

Lines: 30 

Message-ID: <ldzaq/0.waf77m1898pdsN@al-88-134.al.nl1> 

References: <37E9BBC9.CE579D0D@nokia.com> <37F2F0F8.F8EE3FAER@nokia.com> 
NNTP-Posting-Host: 81-88-134.81.ոլ 

X-Newsreader: MacSOUP 2.3 


Markku Kaurila <markku.kaurila@nokia.com> wrote: 
Hi again! 
C++ works fine now in a Mac.and it was not at all complicated. 


By the help of Metroworks excellent customer support I got everything 
right.. 

The only thing needed in addition to the instructions in C++Support 
Readme.txt was that 

both CodeWarrior for Net Yaroze Release 2, CW NY Updater (dated Feb 13, 
1998), 


and CW NY R2 update 2 (dated Feb 15, 1999). needed to be installed. Also 
these 
patches must be installed on top of each other (you cannot install R2 Update 


2 without 
already having the first Updater installed). 


Regards, 
Markku Kaurila 


VVVVVVVVVVVVVVV VV VV VV 


Markku Kaurila wrote: 


I still can't get the latest update of CW for Mac. The link on the SCEE 
site is a bad link (no such file).. 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 11567 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11568 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0051 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: USB connection 

Date: Sun, 31 Oct 1999 15:16:59 +0100 

Organization: DEbri 

Lines: 7 

Message-ID: <le0jp0m.leaisyo5vcds4N@al-—88-122.a1.nl1> 
NNTP-Posting-Host: al-88-122.al.nl 

X-Newsreader: MacSOUP 2.3 


Is there anybody that connects the NY to a Mac with USB? 


I want to buy an iBook or iMac, but can I connect the NY to it? 
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Cheers, 


DEnnis.. 
—-MESSAGE FILE 11568 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
5:1 


--MESSAGE FILE 11569 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0052 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: C++ builds fine now! 

Date: Fri, 05 Nov 1999 11:23:38 +0200 

Organization: Nokia 

Lines: 39 

Message-ID: <3822A21A.E0A9A037@nokia.com> 

References: <37E9BBC9.CE579D0D@nokia.com> <37F2F0F8.F8EE3FAE@nokia.com> <ldzaq/0.waf 
77m1898pdsN@al-—88-134.al.nl> 

NNTP-Posting-Host: nas-dhcp-88-197.trs.ntc.nokia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 

To: DEnnis Brinkhuis <debri@dds.nl> 


As far as I remember I got mine from Metrowerk's web site. Let me know if you 
cannot find it from there. 


BR, 
Markku 


DEnnis Brinkhuis wrote: 


Markku Kaurila <markku.kaurila@nokia.com> wrote: 


> Hi again! 


already having the first Updater installed). 


Regards, 
Markku Kaurila 


> 

> C++ works fine now in a Mac.and it was not at all complicated. 

> 

> By the help of Metroworks excellent customer support I got everything 

> right... 

> The only thing needed in addition to the instructions in C++Support 

> Readme.txt was that 

> both CodeWarrior for Net Yaroze Release 2, CW NY Updater (dated Feb 13, 

> 1998), 

> and CW NY R2 update 2 (dated Feb 15, 1999). needed to be installed. Also 
> these 

> patches must be installed on top of each other (you cannot install R2 Update 
> 2 without 

> 

> 

> 

> 

> 

> 

> 


Markku Kaurila wrote: 


I still can't get the latest update of CW for Mac. The link on the SCEE 
site is a bad link (no such file).. 


Cheers, 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


DEnnis.. 


—-MESSAGE FILE 11569 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11570 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0053 
Path: chuka.playstation.co.uk!debri 
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From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: USB connection 

Date: Tue, 14 Mar 2000 06:40:17 +0100 

Organization: DEbri 

Lines: 6 

Message-ID: <le74cmi.yqp6g414purkN@ipc379b2a6.dial.wxs.nl> 
NNTP-Posting-Host: ipc379b2a6.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


Did anuybody succeed in connection the NY via an USB port and 
printerport converter? 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 11570 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11571 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0054 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.problems.mac 

Subject: YES!!! NY working on iMac & iBook 

Date: Thu, 30 Mar 2000 12:09:13 +0200 
Organization: DEbri 

Lines: 11 

Message-ID: <le8b2rw.w5Stvgelhfmq3sN@id181.hku.nl> 
NNTP-Posting-Host: id181-.hku.nl 

X-Newsreader: MacSOUP 2.3 


Hi, 


I finally found an USB-serial converter that works with the Net 
Yaroze!!! 


This is great!!! 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 11571 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11572 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0055 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <j.blackburne@virgin.net> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: YES!!! NY working on iMac & iBook 

Date: Fri, 31 Mar 2000 22:54:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <8c36imSrr82@chuka.playstation.co.uk> 

References: <le8b2rw.w5tvgqelhfmq3sN@id181.hku.nl1> 

NNTP-Posting-Host: m211-mpl-cvxla.ren.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Which adapter worked ? I'll need one if I want to continue Yarozing on my 
G4. 


John 
> Hi, 


> 
> I finally found an USB-serial converter that works with the Net 
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Yaroze!!! 


This is great!!! 


> 
> 
> 
> 
> 
> Cheers, 

> 

> DEnnis.. 

--MESSAGE FILE 11572 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11573 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0056 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: YES!!! NY working on iMac & iBook 

Date: Sat, 8 Apr 2000 07:56:42 +0200 

Organization: DEbri 

Lines: 13 

Message-ID: <le8rf31.3lqmazbi5k86N@ipc379b012.dial.wxs.nl> 

References: <le8b2rw.w5tvqelhfmq3sN@id181.hku.nl> <8c36im$rr82@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: ipc379b012.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


John Blackburne <j.blackburne@virgin.net> wrote: 


> Which adapter worked ? I'll need one if I want to continue Yarozing on my 
> G4. 

> 

> John 

The keyspan-adapter. It's white with a a bit purple. 


http://www.keyspan.com/products/usb/usa28x/ 


DEnnis.. 
-—-MESSAGE FILE 11573 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11574 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 

0057 

Path: chuka.playstation.co.uk!news 

From: "John Blackburne" <j.blackburne@virgin.net> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: YES!!! NY working on iMac & iBook 

Date: Sat, 15 Apr 2000 21:19:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <8dairlS9pml@chuka.playstation.co.uk> 

References: <le8b2rw.w5tvqelhfmq3sN@id181.hku.nl1> 
<8c36imSrr82@chuka.playstation.co.uk> 
<le8rf31.31lqmazbid5k86N@ipc379b012.dial.wxs.nl> 

NNTP-Posting-Host: m9-mpl-cvxlc.ren.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express Macintosh Edition - 4.5 (0410) 


Thx. It's the same one I've seen in Bainbridge (local John Lewis franchisee) 
and wondered if it would work with the Yaroze, so's cool to know it does. - 
John 


In article <le8rf31.3lqmazbi5k86N@ipc379b012.dial.wxs.nl>, debri@hetnet.nl 
(DEnnis Brinkhuis) wrote: 


> John Blackburne <j.blackburne@virgin.net> wrote: 
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>> Which adapter worked ? I'll need one if I want to continue Yarozing on my 
>> G4. 


>> 

>> John 

> 

> The keyspan-adapter. It's white with a a bit purple. 
> 

> http://www. keyspan.com/products/usb/usa28x/ 

> 

> 

> DEnnis.. 


—-MESSAGE FILE 11574 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11575 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0058 

Path: chuka.playstation.co.uk!debri 

From: debri@hetnet.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: YES!!! NY working on iMac & iBook 

Date: Thu, 20 Apr 2000 15:35:35 +0200 

Organization: DEbri 

Lines: 14 

Message-ID: <1l1e96g00.z69r7axt jkO8N@ipc379b119.dial.wxs.nl> 

References: <le8b2rw.w5tvgqelhfmgq3sN@id181.hku.nl> <8c36im$rr82@chuka.playstation.co. 
uk> <le8rf31.31lqmazbi5k86N@ipc379b012.dial.wxs.nl> <8dairlS$9pml@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: ipc379b119.dial.wxs.nl 

X-Newsreader: MacSOUP 2.3 


John Blackburne <j.blackburne@virgin.net> wrote: 


> Thx. It's the same one I've seen in Bainbridge (local John Lewis franchisee) 
> and wondered if it would work with the Yaroze, so's cool to know it does. - 
> John 


yeah, 

I use it purely for the NY so I think it's good to know if it worked 
since it still a pricy piece of kit (at least for s tudent like me, and 
for just a converter cable). 


Cheers, 


DEnnis.. 
—-MESSAGE FILE 11575 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11576 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0059 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 
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—-MESSAGE FILE 11576 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
59 


--MESSAGE FILE 11577 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0060 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <8o0ohocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80ohocS$7h3@chuka.playstation.co.uk... 

> 

> 

> 


—-MESSAGE FILE 11577 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
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--MESSAGE FILE 11578 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/0000 
0061 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scee.yaroze.problems.mac 

Subject: Re: YES!!! NY working on iMac & iBook 

Date: Tue, 02 Jan 2001 08:39:59 +0200 

Organization: Nokia 

Lines: 25 

Message-ID: <3A5177BF.C5DD5BB9@nokia. com> 

References: <le8b2rw.w5tvqelhfmq3sN@id181.hku.nl> <8c36imS$rr82@chuka.playstation.co. 
uk> <le8rf31.3lqmazbi5k86N@ipc379b012.dial.wxs.nl> <8dairl$9pml@chuka.playstation.co 
-uk> <le96g00.z69r7axtjk08N@ipc379b119.dial.wxs.nl> 

NNTP-Posting-Host: esnat0O1lx.nokia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 

To: DEnnis Brinkhuis <debri@hetnet.nl> 


I recently upgraded to an iMac and would like to know if you have had any USB 
compatibility problems with Keyspan adapter? I read somewhere that at least 
MidiMan USB midi interface (which I use) would not co-operate well with Keyspan. 
How about a printer (I have Epson 740 stylus color)? 


Best Regards, 
Markku Kaurila 


DEnnis Brinkhuis wrote: 
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> John Blackburne <j.blackburne@virgin.net> wrote: 

> 

> > Thx. It's the same one I've seen in Bainbridge (local John Lewis franchisee) 
> > and wondered if it would work with the Yaroze, so's cool to know it does. - 
> > John 

>> 

> yeah, 

> I use it purely for the NY so I think it's good to know if it worked 

> since it still a pricy piece of kit (at least for s tudent like me, and 

> for just a converter cable). 

> 

> Cheers, 

> 

> DEnnis.. 


—-MESSAGE FILE 11578 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/mac/000000 
61 


NRE EERE EE HE EH 
HERR EE EAE FE HEE EH 


——HHEEEEEEE EE HEH 
--START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc 
——HHEEEEEE EEE EHH 


--MESSAGE FILE 11579 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
001 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: CodeWarrior for Net Yaroze - NT Install Bug 
Date: Tue, 18 Mar 1997 12:16:01 -0500 

Organization: Metrowerks Corp. 

Lines: 20 

Message-ID: <332ECDD0.1926@austin.metrowerks.com> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


IMPORTANT! !!! 
CodeWarrior for Net Yaroze Bug. 
If you have purchased CodeWarrior for Net Yaroze with your Net Yaroze 


hardware and are using a Windows NT machine as your development host, 
please contact couv@metrowerks.com so that we can send a replacement CD 


to you. 
There is a bug with the NT installer which will prevent NT users to 
launch the CodeWarrior IDE. This problem only applies to those users 


running under Windows NT, if you are using Windows 95 or MacOS, you will 
not have a problem with the CodeWarrior installer. 

Please do not contact Sony Computer Entertainment about this bug. 
Contact Mark Couvillion at couv@metrowerks.com for more information or 
to receive a replacement CD. 


Thank you, 


Mark Couvillion 

Metrowerks Corporation 

—-MESSAGE FILE 11579 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
1 


--MESSAGE FILE 11580 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
002 
Path: chuka.playstation.co.uk!news 


Net Yaroze newsgroups message dump.txt 


From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Cranking up the speed of your PC<->Yaroze Connection 
Date: Fri, 21 Mar 1997 08:48:02 +0000 
Organization: SCEE 

Lines: 25 

Message-ID: <33324B42.2312@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
CC: ps_yaroze@interactive.sony.com 


A few notes: 


1/ Under Windows95, if you're using a DOS Box ensure that in the 


"Properties |Misc" section your Idle sensitivity is set to Low. 


2/ If you're using a Memory card to store your higher baud rate, 
sure its formatted. 


a) In siocons type "format bul0:" 


b) type "baud 115200", then quit siocons (F10 F2) as requested. 


NOT HIT OTHER KEYS SUCH as CR) 
c) start "siocons -8115200" and hit <CR> 


d) You'll be prompted for "do you wish to save" .. say "y" 

e) If you type "dir bul0:" you'll see the Memory card slot 
with the stored baud rate. 

f) You'll probably want to chage the DTLH3000 environmental 


find it in djsetup.bat) to be the higher baud rate. 


3/ If you haven't a Memory card - no problem, just do steps a) to c). 


If you have any other tips, let us know - we've tried this on a range of 


PC's but 


Paul 
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(DO 


(you'll 


—-MESSAGE FILE 11580 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 


2 


--MESSAGE FILE 11581 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


003 

Path: chuka.playstation.co.uk!news 

From: tratax@pi.net 

Newsgroups: scee.yaroze.problems.pc 

Subject: SIOCONS not working with NT 4 !? 
Date: Wed, 26 Mar 1997 21:43:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <33398A83.3669B193@pi.net> 
NNTP-Posting-Host: asdlll-isdn.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; Linux 2.0.27 1586) 


I've been trying to use NT 4 as my development environment, 

but using SIOCONS from a dosbox does not work, it cannot 

send files in 'auto' mode. The first file usually gets sent 

fine, but the second gives a invalid size count on the playstation 
console fffff40c or so, while SIOCONS keeps hanging. Seems like 

it is negative filesize. When I tried it from a Win95 dosbox or just 
plain DOS, it works fine. Anyone have a solution ? 


Thanks in advance, 


-Henk-Jan 


IRL://Henk-Jan Ober Planet Internet Holding 
SMTP://tratax@pi.net Support Engineer 
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HTTP: //www.htsa.hva.nl/~henkjan |Freetime Games Programmer 
IRC://tratax Engineering student 


I do not speak for my employer ...... I have a mind of my own. 
—-MESSAGE FILE 11581 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
3 


--MESSAGE FILE 11582 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
004 

Path: chuka.playstation.co.uk!news 

From: Greg Choi <gregorio@bioch.ox.ac.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: SIOCONS not working with NT 4 !? 

Date: Wed, 26 Mar 1997 22:23:44 +0000 

Organization: University of Oxford 

Lines: 26 

Message-ID: <3339A1F0.21BF@bioch.ox.ac.uk> 
References: <33398A83.3669B193@pi.net> 
NNTP-Posting-Host: topaz.bioch.ox.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.5 sun4d) 


tratax@pi.net wrote: 


I've been trying to use NT 4 as my development environment, 

but using SIOCONS from a dosbox does not work, it cannot 

send files in 'auto' mode. The first file usually gets sent 

fine, but the second gives a invalid size count on the playstation 
console fffff40c or so, while SIOCONS keeps hanging. Seems like 

it is negative filesize. When I tried it from a Win95 dosbox or just 
plain DOS, it works fine. Anyone have a solution ? 


Thanks in advance, 


-Henk-Jan 


IRL://Henk-Jan Ober Planet Internet Holding 
SMTP://tratax@pi.net Support Engineer 
HTTP://www.htsa.hva.nl/~henkjan |Freetime Games Programmer 
IRC://tratax Engineering student 


VVVVVVVVVVVVV VV VV VV 


I do not speak for my employer ...... I have a mind of my own. 


I have excatly the same problem with NT 3.5, I have been trying for 
days, thank god I am not alone! 


Greg 
—-MESSAGE FILE 11582 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
4 


--MESSAGE FILE 11583 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
005 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: SIOCONS not working with NT 4 !? 

Date: Wed, 26 Mar 1997 23:01:29 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <3339aa7b.28363107@news.playstation.co.uk> 

References: <33398A83.3669B193@pi.net> <3339A1F0.21BF@bioch.ox.ac.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 
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On Wed, 26 Mar 1997 22:23:44 +0000, Greg Choi 
<gregorio@bioch.ox.ac.uk> did quoth at me: 


>tratax@pi.net wrote: 
>> 
>> I've been trying to use NT 4 as my development environment, 


>I have excatly the same problem with NT 3.5, I have been trying for 
>days, thank god I am not alone! 


I took the plunge and shifted a load of my data to work under 95 as 
well. Crap OS. Anyway, I just dual boot as appropriate, but I have 


CodeWarrior to run under NT. Haven't really played on it yet - not 

sure if I'm going to need it and it seems buggy. 30 day money back 

guarantee I believe (I hope!)... Say more when I have used it fora 
project. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC for the Treble 2026 * 

<- Sillytuna is now a Sony Yaroze PlayStation Developer -» 

—-MESSAGE FILE 11583 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
5 


--MESSAGE FILE 11584 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
006 

Path: chuka.playstation.co.uk!news 

From: mirko sagolj <sagolj@dial.eunet.ch> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Memory Card not found 

Date: Fri, 28 Mar 1997 15:44:57 +0100 

Organization: 32up Games 

Lines: 17 

Message-ID: <333BD969.4347@dial.eunet.ch> 

Reply-To: sagolj@dial.eunet.ch 

NNTP-Posting-Host: dyna-bs-18.dial.eunet.ch 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hi, 

Im trying to use a standard empty Memory Card to store a 

higher baud rate, but the Yaroze can't find the card. 

I tried to formate it anyway like described by the Webmaster. 
But the second time I start the SIOCONS with the option -ԵԼ15200 
the system hangs up. 


Anyone have a solution ? 


I'm using NT 4, maybe thats the reason. I have the same problems 
like Henk-Jan and Greg Choi ('auto' doesnt work correctly). 

(Not to mention Codewarrior IDE that wont start, but thats fixed 
by now). 


Thanks 


Mirko 
-—-MESSAGE FILE 11584 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
6 


--MESSAGE FILE 11585 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
007 

Path: chuka.playstation.co.uk!news 

From: Johnathan Price <email@jprice.force9.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Timv Problems 

Date: Sat, 29 Mar 1997 09:56:07 +0000 

Organization: Force9 

Lines: 6 

Message-ID: <333CE737.64B4@jprice.force9.net> 
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Reply-To: email@jprice.force9.net 
NNTP-Posting-Host: 00-15.dialup. force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Does anyone know how to use the TIMV utility on PAL televisions, as 
currently this and 99% of the demos use NTSC. The demos aren't such a 
problem, if the code is supplied - just adding the SetVideoMode (1) sort 
that out, but TIMVIEW has no source, or parameters to use PAL... 


—-MESSAGE FILE 11585 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
i 


--MESSAGE FILE 11586 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
008 

Path: chuka.playstation.co.uk!news 

From: gordon@lipid.demon.co.uk (Gordon Scott) 
Newsgroups: scee.yaroze.problems.pc 

Subject: Not Ready! 

Date: Thu, 03 Apr 1997 01:23:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <33430281.1222465@news.playstation.co.uk> 
NNTP-Posting-Host: lipid.demon.co.uk 

X-Newsreader: Forte Free Agent 1.1/16.230 


Hello everyone 
I have a problem. 


I keep getting a "{DTLH3000 Not Ready!}" error message when I run 
SIOCONS.EXE. All my cables are plugged in, my Yaroze is displaying 
the screen as shown on page 22 of the Start Up Guide <exactly>, so I 
figure that's OK. I have tried to switch COM ports on my PC, and my 
mose works OK in either COM 1 or COM 2, so that sems to be fine also. 


My COM ports are configured as follows: 

COM 1 (9600 baud, IRQ 4, ADD:03F8) for my mouse; 
COM 2 (9600 baud, IRQ 3, ADD:02F8) for my Yaroze; 
COM 3 (38400 baud, IRQ 5,ADD:03E8) for my modem. 


What on earth is wrong? 


Could there be a problem with my communication cable? (What is in the 
box in the middle of the lead?) 


Will somebody please save my sanity? 
Thanks, 
Gord. 


P.S. It was I that causes the TV crisis - Please accept my 

apologies... 

-—-MESSAGE FILE 11586 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 
8 


--MESSAGE FILE 11587 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
009 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Not Ready! 

Date: Wed, 02 Apr 1997 17:57:32 +0100 

Organization: SCEE 

Lines: 49 

Message-ID: <33428FFC.36B7@interactive.sony.com> 
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References: <33430281.1222465@news.playstation.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

To: Gordon Scott <gordon@lipid.demon.co.uk> 


Hi Gord, 
A few questions... 
ե Which OS are you running ? 
եշ If its Win95, have you tried Restarting the Computer in DOS Mode °? 
* Have your tried explicitly stating the speed etc. on the Siocons 


command line (-D9600) 

Anybody else encounter set up problems like Gordan's. 

-scce 

PS Don't worry about the TV issue, it gave us an excuse to talk to many 
of the other Members in person ;-) 

Gordon Scott wrote: 

Hello everyone 

I have a problem. 

I keep getting a "(DTLH3000 Not Ready!}" error message when I run 
SIOCONS.EXE. All my cables are plugged in, my Yaroze is displaying 
the screen as shown on page 22 of the Start Up Guide <exactly>, so I 
figure that's OK. I have tried to switch COM ports on my PC, and my 
mose works OK in either COM 1 or COM 2, so that sems to be fine also. 
My COM ports are configured as follows: 

COM 1 (9600 baud, IRQ 4, ADD:03F8) for my mouse; 

COM 2 (9600 baud, IRQ 3, ADD:02F8) for my Yaroze; 

COM 3 (38400 baud, IRQ 5,ADD:03E8) for my modem. 


What on earth is wrong? 


Could there be a problem with my communication cable? (What is in the 
box in the middle of the lead?) 


Will somebody please save my sanity? 
Thanks, 
Gord. 


P.S. It was I that causes the TV crisis - Please accept my 
apologies... 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Page 
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—-MESSAGE FILE 11587 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000000 


9 


--MESSAGE FILE 11588 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


010 

Path: chuka.playstation.co.uk!news 

From: gordon@lipid.demon.co.uk (Gordon Scott) 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Not Ready! 

Date: Thu, 03 Apr 1997 05:40:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <33433f3c.708312@news.playstation.co.uk> 


References: <33430281.1222465@news.playstation.co.uk> <33428FFC.36B7@interactive.son 
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y . com> 
NNTP-Posting-Host: lipid.demon.co.uk 
X-Newsreader: Forte Free Agent 1.1/16.230 


On Wed, 02 Apr 1997 17:57:32 +0100, sceetech 
<ps_yaroze@interactive.sony.com> wrote: 
Hi SCEE Tech ! 


I have started SIOCONS from both DOS and Windows 3.1 (for Workgroups). 
I have invoked SIOCONS by specifying all parameters in the command 
line, as well as setting all the relevant environment variables (taken 
from DJSETUP.BAT) and purely invoking SIOCONS. 


Another issue: 

The manual states that the line "devicehigh=C:\WINDOWS\ansi.sys" 
should be included in my CONFIG.SYS. I have one copy of ANSI.SYS, but 
it is in my \DOS directory. Does this matter? I have copied this 
file to C:\WINDOWS - still didn't work. So I changed the devicehigh 
path to c:\DOS - stilll no success. 


I have even swapped COM-port related entries, to check that they are 
all okay - and they are. 


This is driving me and another techie friend round the bend ! Is 
there anything that we are overlooking? Are there any other 
diagnostics that we can check? 


Thanks in advance 
Gordon. 


>Hi Gord, 
> A few questions... 


>* Which OS are you running ? 
>* If its Win95, have you tried Restarting the Computer in DOS Mode ? 


>* Have your tried explicitly stating the speed etc. on the Siocons 
>command line (-D9600) 

> 

>Anybody else encounter set up problems like Gordan's. 

> 

>-scce 

> 

>PS Don't worry about the TV issue, it gave us an excuse to talk to many 
>of the other Members in person ;-) 

> 

> 

>Gordon Scott wrote: 

>> 

>> Hello everyone 

>> 

>> I have a problem. 

>> 

>> I keep getting a "{DTLH3000 Not Ready!}" error message when I run 

>> SIOCONS.EXE. All my cables are plugged in, my Yaroze is displaying 
>> the screen as shown on page 22 of the Start Up Guide <exactly>, so I 
>> figure that's OK. I have tried to switch COM ports on my PC, and my 
>> mose works OK in either COM 1 or COM 2, so that sems to be fine also. 
>> 

>> My COM ports are configured as follows: 

>> 

>> COM 1 (9600 baud, IRQ 4, ADD:03F8) for my mouse; 

>> COM 2 (9600 baud, IRQ 3, ADD:02F8) for my Yaroze; 

>> COM 3 (38400 baud, IRQ 5,ADD:03E8) for my modem. 

>> 

>> What on earth is wrong? 

>> 

>> Could there be a problem with my communication cable? (What is in the 
>> box in the middle of the lead?) 

>> 
>> Will somebody please save my sanity? 
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>> 

>> Thanks, 

>> 

>> Gord. 

>> 

>> P.S. It was I that causes the TV crisis - Please accept my 
>> apologies... 


—-MESSAGE FILE 11588 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
0 


--MESSAGE FILE 11589 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
011 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskeyQinnotts.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Not Ready! 

Date: Wed, 02 Apr 1997 22:04:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3342D7DF.5D67@innotts.co.uk> 

References: <33430281.1222465@news.playstation.co.uk> <33428FFC.36B7@interactive.son 
y.com> <33433f3c.708312@news.playstation.co.uk> 

NNTP-Posting-Host: serialBOf.innotts.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Gordon Scott wrote: 


Another issue: 

The manual states that the line "devicehigh=C:\WINDOWS\ansi.sys" 
should be included in my CONFIG.SYS. I have one copy of ANSI.SYS, but 
it is in my \DOS directory. Does this matter? I have copied this 
file to C:\WINDOWS - still didn't work. So I changed the devicehigh 
path to c:\DOS - stilll no success. 


VV V NV VV V V 


I think that this is a red herring concerning you problem, all the 
ansi.sys file does is tells the computer to display the text in SIOCONS 
correctly/in the correct colour. If this driver was not loaded the 

text would be surrounded by Ascii escape characters. 


And yes you should be able to substitute the 
devicehigh=c:NwindowsNansi.sys 
with devicehigh=c:\dos\ansi.sys. 


I hope this has resolved this minor point for you at least, 


Richard. 
—-MESSAGE FILE 11589 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
Ն 


--MESSAGE FILE 11590 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
012 

Path: chuka.playstation.co.uk!news 

From: tratax@pi.net 

Newsgroups: scee.yaroze.problems.pc 

Subject: SIOCONS 'used by other program' error 
Date: Thu, 03 Apr 1997 00:02:53 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <3342D78D.370F06A@pi.net> 
NNTP-Posting-Host: asd10-isdn.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; Linux 2.0.27 1586) 


I am having a problem with using SIOCONS on my laptop 
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computer. when I start it, it *ALWAYS* puts 

I/O Addr= 0x03f8, IRQ=4 is used by other program 

Telix works fine with these port settings, but just using 


telix to connect to the upload util isnt much use, since 
I cannot upload programs then. 


Does anyone have a solution or a suggestion ? 


The same setup (autoexec.bat and ansi.sys) runs FINE on my desktop 
computer. 


IRL://Henk-Jan Ober Planet Internet Holding 
SMTP://tratax@pi.net Support Engineer 

HTTP: //www.htsa.hva.nl/~henkjan |Freetime Games Programmer 
IRC://tratax Engineering student 

I do not speak for my employer ...... I have a mind of my own. 


—-MESSAGE FILE 11590 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
2 


--MESSAGE FILE 11591 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
013 

Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Not Ready! 

Date: Thu, 03 Apr 1997 09:45:09 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3343ECA4.66B1@glam.ac.uk> 

References: <33430281.1222465@news.playstation.co.uk> 

NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Winl6; I) 
X-Priority: 3 (Normal) 


Gordon Scott wrote: 


I keep getting a "{DTLH3000 Not Ready!}" error message when I run 
SIOCONS.EXE. All my cables are plugged in, my Yaroze is displaying 
the screen as shown on page 22 of the Start Up Guide <exactly>, so I 


figure that's OK. I have tried to switch COM ports on my PC, and my 


mose works OK in either COM 1 or COM 2, so that sems to be fine 
also. 


I had this problem too with the Yaroze on COM2, but I solved it by using 
COM1 for the Yaroze and COM2 for the mouse. I guess you've tried this 
but it worked for me. 


James 


—-MESSAGE FILE 11591 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
3 


--MESSAGE FILE 11592 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
014 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: SIOCONS 'used by other program' error 

Date: Thu, 03 Apr 1997 16:52:35 +0100 

Organization: SCEE 

Lines: 37 

Message-ID: <3343D243.4FB@interactive.sony.com> 
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References: 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<3342D78D.370F06A@pi.net> 


X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 

To: tratax@pi.net 

Er, No. The only lap top I've tried is a Win3.11 386SX, and it worked 
fine. 


What OS/hardware combo are you using ? 

Have you tried straight DOS ? 

Also, perhaps try using COM4. Oddly one of the guys here mentioned that 
another serial device on a PC wouldn't work as COM1 ... but did as COM4 


and COM4 was physically wired to the same port. 


PC's 


tratax@pi.net wrote: 


am having a problem with using SIOCONS on my laptop 
computer. when I start it, it *ALWAYS* puts 


I/O Addr= 0x03f8, IRQ=4 is used by other program 
Telix works fine with these port settings, but just using 
telix to connect to the upload util isnt much use, since 
cannot upload programs then. 


Does anyone have a solution or a suggestion ? 


The same setup (autoexec.bat and ansi.sys) runs FINE on my desktop 
computer. 


VVVVVVVVVVV VV VV VV VV VV V 


IRL: //Henk-Jan Ober Planet Internet Holding 
SMTP://tratax@pi.net Support Engineer 

HTTP: //www.htsa.hva.nl/~henkjan |Freetime Games Programmer 
IRC://tratax Engineering student 

I do not speak for my employer ...... I have a mind of my own. 


—-MESSAGE FILE 11592 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 


4 


--MESSAGE FILE 11593 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


016 

Path: chuka.playstation.co.uk!news 

From: Dave Smethurst <djs@ulthwe.foobar.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Not Ready! 

Date: Thu, 03 Apr 1997 23:19:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <33442CF7.2E364B94@ulthwe. foobar.co.uk> 


References: <33430281.1222465@news.playstation.co.uk> <33428FFC.36B7@interactive.son 
y.com> <33433f3c.708312@news.playstation.co.uk> <3342D7DF.5D67@innotts.co.uk> 


NNTP-Posting-Host: ulthwe.foobar.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


Richard Haskey wrote: 
> 

Gordon Scott wrote: 
> 

> Another issue: 


> 
> 
> 
> > The manual states that the line "devicehigh=C:\WINDOWS\ansi.sys" 
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should be included in my CONFIG.SYS. I have one copy of ANSI.SYS, but 
it is in my \DOS directory. Does this matter? I have copied this 
file to C:\WINDOWS - still didn't work. So I changed the devicehigh 
path to c:\DOS - stilll no success. 


V V V V V 


I think that this is a red herring concerning you problem, all the 
ansi.sys file does is tells the computer to display the text in SIOCONS 
correctly/in the correct colour. If this driver was not loaded the 

text would be surrounded by Ascii escape characters. 


And yes you should be able to substitute the 
devicehigh=c:NwindowsNansi.sys 
with devicehigh=c:NdosNansi.sys. 


VVVVVVVVVVV VV VV 


If you have win95 installed then try using 
devicehigh=C: \windows\system\ansi.sys 


(errm .. I think thats where it is... I'm in Linux atm and can't be 
bothered to check =) ) 


DJS 
-—-MESSAGE FILE 11593 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
6 


--MESSAGE FILE 11594 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
017 

Path: chuka.playstation.co.uk!news 

From: Nicholas La Frenais <"lanic "@ hotmail.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Problems with SIOCONS 

Date: Fri, 04 Apr 1997 16:22:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 50 

Message-ID: <5i36aj$5lel@chuka.playstation.co.uk> 
Reply-To: lanic, @, hotmail.com 
NNTP-Posting-Host: 194.216.35.89 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I am having a problem with the SIOCONS program where I cannot down load 
the to my Net Yaroze under Windows 95. 


I am using the following as my development PC. 


* Compaq Contura 430CX notebook. 
* 16 Mb RAM 
* Windows 95 (using 32 bit FAT file system) 
* Internal track ball 
* 2 PCMCIA slots (1. used by Creative Labs external CD-ROM; 
2. used by Xircom Credit Card Ethernet+Modem 28.8) 
I have set the "Idle sensitivty" to low for my MS DOS box. 


+ 


What I am experiencing / tried 


Under 95 the COM1 is set to IRQ - 4 Addr = Ox3F8. 95 Thinks that it is 
all okay 


If I try to start using SIOCONS using the above COM port setup the I 
usually get part (if any) of the messages from SIOCONS starting up and 
my PC slows down dramatically. I can still move the mouse around (very 
slowly). Eventually I have to terminate the DOS box or reboot my PC 


If I use COM2 is set to IRQ - 3 Addr = 0x2F8. My pc doesn't slow down 
however when I try to down load I do get a message that a timeout has 
occured on the binary write. I expect that this is because that COM2 is 
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configured for my PCMCIA ethernet/modem card. 


If I use a completely different IRQ (I have tried 15 with Addr 0x2f8) My 
pc doesn't slow down however when I try to down load I do get a message 
that a timeout has occured on the binary write. 


I have attached a serial mouse to my serial port and Windows95 picks it 
up correctly and it can be used (I'm not sure if this piece of info will 
help but, I did notice that both the track ball and the serial mouse 
work at the same time.) 


Finally I do not get the double right arrows (any time) when I try to 
start SIOCONS the function keys (e.g F3 for "auto") do respond and allow 
me to type in a batch file name. If I put an incorrect name in SIOCONS 
reports that the file could not be found other wise I get a timeout has 
occured on the binary write as mentioned above. 


Thanks in advance. 


Regards - Nic 
—-MESSAGE FILE 11594 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
7 


--MESSAGE FILE 11595 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
018 

Path: chuka.playstation.co.uk!news 

From: Dave Smethurst <djs@ulthwe.foobar.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Metrowerks PSComUtil 
Date: Sat, 05 Apr 1997 16:15:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33466C7C.10131946@ulthwe.foobar.co.uk> 
NNTP-Posting-Host: ulthwe.foobar.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


Hi all, 


I don't know wether anyone else has had this problem or it's just 
my machine playing up ( or windoze 95 !!) 


I can get the SIOCONS utility to work from DOS via COM2 on my machine 
but when I tried to use the PSComUtil that comes with CodeWarrior all it 
does it return an error and tell me to make sure the Net Yaroze it 
connected 

properly etc etc. 


Ta 


DJS. 
—-MESSAGE FILE 11595 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
8 


--MESSAGE FILE 11596 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
019 

Path: chuka.playstation.co.uk!news 

From: Nicholas La Frenais <"lanic "@ hotmail.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: SIOCONS 'used by other program' error 

Date: Mon, 07 Apr 1997 17:48:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <5ib8fd$5le2@chuka.playstation.co.uk> 

References: <3342D78D.370F06A@pi.net> <3343D243.4FB@interactive.sony.com> 
Reply-To: lanic, @, hotmail.com 

NNTP-Posting-Host: 194.216.35.89 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 3.01 (Win95; I) 


Web Master wrote: 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV OV 


VVVVVVVVVVVV VV VV VV VV VV 


+ + +H 


Er, No. The only lap top I've tried is a Win3.11 38652, and it worked 
fine. 


What OS/hardware combo are you using ? 

Have you tried straight DOS ? 

Also, perhaps try using COM4. Oddly one of the guys here mentioned that 

another serial device on a PC wouldn't work as COM1 ... but did as COM4 
and COM4 was physically wired to the same port. 

PC's 

tratax@pi.net wrote: 


am having a problem with using SIOCONS on my laptop 
computer. when I start it, it *ALWAYS* puts 


I/O Addr= 0x03f8, IRQ=4 is used by other program 
Telix works fine with these port settings, but just using 
telix to connect to the upload util isnt much use, since 
cannot upload programs then. 


Does anyone have a solution or a suggestion ? 


The same setup (autoexec.bat and ansi.sys) runs FINE on my desktop 
computer. 


IRL://Henk-Jan Ober Planet Internet Holding 
SMTP://tratax@pi.net Support Engineer 
HTTP://www.htsa.hva.nl/~henkjan |Freetime Games Programmer 
IRC://tratax Engineering student 

I do not speak for my employer ...... I have a mind of my own. 


am having the same problem on my lap top. I have tried 
Serial Modems 

Serial Mouse 

Pilot PDA 


All work correctly with serial port except SIOCONS. 


Any ideas ?? 


Thanks - Nic 
-—-MESSAGE FILE 11596 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000001 
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--MESSAGE FILE 11597 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
020 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Timv Problems 

Date: 8 Apr 1997 19:48:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <01bc4456$1b4£7680$2813e8c3@cma> 
References: <333CE737.64B4@jprice.force9.net> 
NNTP-Posting-Host: 1d35-040.lon.compuserve.com 


X- 


Newsreader: Microsoft Internet News 4.70.1155 
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Johnathan Price <email@jprice.force9.net> wrote in article 
<333CE737.64B4@jprice.force9.net>... 
> Does anyone know how to use the TIMV utility on PAL televisions, as 


> currently this and 99% of the demos use NTSC. The demos aren't such a 

> problem, if the code is supplied - just adding the SetVideoMode (1) sort 
> that out, but TIMVIEW has no source, or parameters to use PAL... 

> 

> 

> 

John, I've just been look for an answer to this one two - I've just 


downloaded timview.tar.gz from the demos section of the web site. I think 
that the source code is in there if I can just get this bloody GUNZIP thing 
to work... 


TTFN : Chris 8) 
—-MESSAGE FILE 11597 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
0 


--MESSAGE FILE 11598 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
021 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Timv Problems 

Date: Wed, 09 Apr 1997 11:07:06 +0100 

Organization: SCEE 

Lines: 34 

Message-ID: <334B6A49.2520@interactive.sony.com> 

References: <333CE737.64B4@jprice.force9.net> <01bc4456$1b4f£7680$2813e8c3@cma> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris Allmark wrote: 


Johnathan Price <email@jprice.force9.net> wrote in article 
<333CE737.64B4@jprice.force9.net>... 
> Does anyone know how to use the TIMV utility on PAL televisions, as 
currently this and 99% of the demos use NTSC. The demos aren't such a 
problem, if the code is supplied - just adding the SetVideoMode (1) sort 
that out, but TIMVIEW has no source, or parameters to use PAL... 


V V V V V V 


John, I've just been look for an answer to this one two - I've just 
downloaded timview.tar.gz from the demos section of the web site. I think 
that the source code is in there if I can just get this bloody GUNZIP thing 
to work... 


VVVVVVVVVVVVVVV VV 


TTFN : Chris 8) 


To be honest, many of the DOS tools/batch files in psx\bin are 

not very good. (Many only work with 9600 bps baud rate connection 
speed, for reasons unknown to you or I). 

You're much better off using the sample viewers 

we have written or writing your own if you want more functionality 
than that. 


For TIM files, see samples timview, timview2, 2d1 and 2d2 


for TMD files, see tmdview, tmdview2, and other tmdviewer programs 
Hope these provide what you're looking for 


Lewis 
—-MESSAGE FILE 11598 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
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--MESSAGE FILE 11599 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
022 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Metrowerks PSComUtil 

Date: Fri, 11 Apr 1997 16:24:54 -0500 

Organization: Metrowerks Corp. 

Lines: 30 

Message-ID: <334EFAC25.2EBO@austin.metrowerks.com> 
References: <33466C7C.10131946@ulthwe.foobar.co.uk> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Dave Smethurst wrote: 


> 

> Hi all, 

> 

> I don't know wether anyone else has had this problem or it's just 

> my machine playing up ( or windoze 95 !!) 

> 

> I can get the SIOCONS utility to work from DOS via COM2 on my machine 
> but when I tried to use the PSComUtil that comes with CodeWarrior all it 
> does it return an error and tell me to make sure the Net Yaroze it 

> connected 

> properly etc etc. 

> 

> Ta 

> 

> DJS. 

Hi Dave, 


Try downloading the PSComUtil Patch at: 


ftp://ftp.metrowerks.com/pub/incoming/NyComUtil.zip 


Let me know if it works any better. If you still have problems, let me 
know what baud rate you are trying to boot at, and the exact error that 
it gives you. 


Cheers, 


Mark 
—-MESSAGE FILE 11599 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
2 


--MESSAGE FILE 11600 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
023 

Path: chuka.playstation.co.uk!news 

From: Dave Smethurst <djs@ulthwe.foobar.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Metrowerks PSComUtil 

Date: Fri, 11 Apr 1997 23:58:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <334EC1F9.14D21499@ulthwe. foobar.co.uk> 

References: <33466C7C.10131946@ulthwe.foobar.co.uk> <334EAC25.2EBO@austin.metrowerks 
. com> 

NNTP-Posting-Host: ulthwe.foobar.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.30 i586) 
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Mark Couvillion wrote: 

Hi Dave, 

Try downloading the PSComUtil Patch at: 


ftp://ftp.metrowerks.com/pub/incoming/NyComUtil.zip 


Let me know if it works any better. If you still have problems, let me 
know what baud rate you are trying to boot at, and the exact error that 
it gives you. 


VVVVVVVVV VV 


Thanks very much. 


Only thing is it seems as though the problem isn't limited to PSComUtil. 


While trying to get windows to recognise my modem again , which it is 
failing 

miserably at I took a look in the modem detection log (errr 

windows \modemdet . log) 

and noticed that it was returning an error saying "Cannot open port COM2 


Can anyone help ? 


DJS 
—-MESSAGE FILE 11600 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
S 


--MESSAGE FILE 11601 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
024 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Can't connect to Yaroze (sometimes) 

Date: Sun, 13 Apr 1997 01:54:41 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 17 
Message-ID: <MPG.dba3ed7274e03e989681@news.playstation.co.uk> 
NNTP-Posting-Host: portl4.Fh-Worms.DE 

X-Newsreader: Anawave Gravity v1.10.570 


Hi there 


I really need some help (otherwise I will smoothscroll my Yaroze out of 
the closed window). I'm using NT4.0 and Win95 and tried to connect to the 
kit with SIOCONS and PSComUtil. Only 1 (in words ONE) time I managed it 
to download the check.pxe and most of the other times I got a connect, 
but downloading failed. And if it fails I have to reboot the PSX. D*mn. 


Maybe it's because I use only 9600baud, who knows? 


BTW, why is isn't it possible to save the config in this PSComUtil so I 
don't have to select COM2 each time? Strange. 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
--MESSAGE FILE 11601 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
4 


--MESSAGE FILE 11602 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
025 

Path: chuka.playstation.co.uk!news 

From: Dirk Respondek <respond@uni-paderborn.de> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Send/Reveice Protokoll? I/O Commands? 

Date: Mon, 14 Apr 1997 16:12:14 +0200 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 9 

Message-ID: <33523B3E.329D@uni-paderborn.de> 
NNTP-Posting-Host: wien.uni-paderborn.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Hello NetYaroze Members! 


I want to write my own send/receive utility. 

All i need are some information about 

the send and receive protocoll and the possible commands to 
e.g. start an application etc. 

Perhaps someone can help? 


Thanx...Dirk 
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—-MESSAGE FILE 11602 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 


5 


--MESSAGE FILE 11603 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


026 

Path: chuka.playstation.co.uk!news 

From: "David Watson" <dave@polylang.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Memory Card not found 

Date: 18 Apr 1997 10:20:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <01bc4be2$2c984500Sel7dcac2@dave .POLYLANG. COM> 
References: <333BD969.4347@dial.eunet.ch> 
NNTP-Posting-Host: DAVE.polylang.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


mirko sagolj <sagolj@dial.eunet.ch> wrote in article 
<333BD969.4347@dial.eunet.ch>... 

> Hi, 

Im trying to use a standard empty Memory Card to store a 

higher baud rate, but the Yaroze can't find the card. 

I tried to formate it anyway like described by the Webmaster. 
But the second time I start the SIOCONS with the option -b115200 
the system hangs up. 


Anyone have a solution ? 


I'm using NT 4, maybe thats the reason. I have the same problems 
like Henk-Jan and Greg Choi ('auto' doesnt work correctly). 

(Not to mention Codewarrior IDE that wont start, but thats fixed 
by now). 


Thanks 


VVVVVVVVVVVVVV VV 


Mirko 


Here's the way I got it to work... 


a) In siocons type "format bul0:" 

b) type "baud 115200", then quit siocons (F10 F2) as requested. 
NOT HIT OTHER KEYS SUCH as CR) 

c) change your djsetup.bat to reflect the new baud rate. 

d) start "siocons" and hit <CR> 

e) You'll be prompted for "do you wish to save" .. say "y" 

£) If you type "dir bul0:" you'll see the Memory card slot 


with the stored baud rate. 
I found that the -Ե switch doesn't seem to do anything. 
Ah well its sorted now. 
I hope this works for you. 


Dave 


(DO 
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http://www.polylang.com 

http://www.polyllink.com 

—-MESSAGE FILE 11603 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
6 


--MESSAGE FILE 11604 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
027 

Path: chuka.playstation.co.uk!news 

From: Piquois <laxer3a@hol.fr> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Send/Reveice Protokoll? I/O Commands? 
Date: Sun, 20 Apr 1997 01:59:14 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <33595C52.52CD@hol.fr> 

References: <33523B3E.329D@uni-paderborn.de> 
NNTP-Posting-Host: ppp2.gre.hol.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E [fr]—-HAVAS1 (Win95; 1) 
To: Dirk Respondek <respond@uni-paderborn.de> 


Dirk Respondek wrote: 
Hello NetYaroze Members! 


I want to write my own send/receive utility. 

All i need are some information about 

the send and receive protocoll and the possible commands to 
e.g. start an application etc. 

Perhaps someone can help? 


VVVVVVVVVV 


Thanx...Dirk 
Hello ... I agree with you... This SioCons is an awfull programm 


And I'm interested to make another one which have the following 
feature 


— Viewing all PSX file format on PC or Upload them with a viewer to PSX. 
- Code Editor / MakeFile generate to manage Gnu compiler 
- Manage already uploaded file to only update Code in memory 


And I think about a lot of other stuff... 


Of course this programm will run under Window 95 in 32 Bit... 


If I make this programm I'll make it with Delphi... 
Somebody else interested ??? 


To Contact me : laxer3a@hol.fr 
-—-MESSAGE FILE 11604 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
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--MESSAGE FILE 11605 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
028 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.problems.pc 
Subject: HTML problem using midi files 
Date: Tue, 22 Apr 1997 19:37:30 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <335CF75A.3110@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi boyz, 

just a quick question. 

I have linked a midi files to my home page. 

When I try it at home my copy of Netscape loads it and plays it fine. 

Now it's on the Yaroze server in my homepage but when I try to open it 

from my page the browser try to open it as an html page making a mess. 

Where is the mistake? 

—-MESSAGE FILE 11605 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
8 


--MESSAGE FILE 11606 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
029 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Send/Reveice Protokoll? I/O Commands? 

Date: Wed, 23 Apr 1997 22:05:59 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <335E6BA7.4ECAD785@hypemeister.bb.bawue.de> 

References: <33523B3E.329D@uni-paderborn.de> <33595C52.52CD@hol.fr> 
NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


Piquois wrote: 
And I'm interested to make another one which have the following 
feature 


— Viewing all PSX file format on PC or Upload them with a viewer to PSX. 
- Code Editor / MakeFile generate to manage Gnu compiler 
- Manage already uploaded file to only update Code in memory 


And I think about a lot of other stuff... 


Of course this programm will run under Window 95 in 32 Bit... 


If I make this programm I'll make it with Delphi... 


VVVVVVVVVVVV VV 


Somebody else interested ??? 
Hi Pissoir, 


I couldn't decompress your zip-File in your home directory. 
What is wrong with it. Give me a hint. 


CU 

Hans 

—-MESSAGE FILE 11606 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000002 
9 


--MESSAGE FILE 11607 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
030 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: HTML problem using midi files 

Date: Thu, 24 Apr 1997 10:11:54 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <335F23DA.23CB@interactive.sony.com> 

References: <335CF75A.3110@mbox.ulisse.it> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 
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Paso wrote: 


> 

> Hi boyz, 

> just a quick question. 

> I have linked a midi files to my home page. 

> When I try it at home my copy of Netscape loads it and plays it fine. 
> Now it's on the Yaroze server in my homepage but when I try to open it 
> from my page the browser try to open it as an html page making a mess. 
> Where is the mistake? 

Hi Boy, 

Please mail me your home page so I can check it out. I think that it is 


a Server issue. 
from 


the girl (yes, we aren't all boys) 
—-MESSAGE FILE 11607 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
0 


--MESSAGE FILE 11608 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
031 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: HTML problem using midi files 

Date: Thu, 24 Apr 1997 10:48:17 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 10 

Message-ID: <335F2C60.1F3A@interactive.sony.com> 

References: <335CF75A.3110@mbox.ulisse.it> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


OK, boy, 


I have set up the Server to serve midi files (and removed my sound card 
:-) so I think that your file should work now. 


Please let me know if not. 


Laura 

(girl) 

—-MESSAGE FILE 11608 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
1 


--MESSAGE FILE 11609 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
032 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: HTML problem using midi files 

Date: Thu, 24 Apr 1997 18:56:32 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <335F90C0.6573@mbox.ulisse.it> 

References: <335CF75A.3110@mbox.ulisse.it> <335F2C60.1F3A@interactive.sony.com> 
Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 

To: SCEE Developer Support <dev_support@interactive.sony.com> 
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SCEE Developer Support wrote: 


Hi (girl) Laura, 

Sorry Sorry Sorry for the boyz. First I have no prejudice towards girl. 
I'm from Italy and I speak (and write) english with a personal (and 
probably orrible) form. 

This to say that I like to use boyz to mean what here is "gente" that 
means boys, girl, younger, elder and so on... 


You are very kind indeed for what you have done but the problem is not 
over. 
My home page is under the alias Vanderik and my nice midi files in not 
currently working. 

As I wrote, the problem is that when one click on the link the browser 
(and I don't know why) loads it up as an HTML page instead of a midi 
file! (I think) I have try it a lot of times and HERE it works fine. 

I COMPLETLY don't understand why there you got this awful problem! 
Please kind (girl) Laura try to fix this problem. 

I hope to hear form you soon with news, it's a pain to see my midi file 
in my page and not understanding how to let it works! 


P.S. I think you might get back your sound card. Probably it's not 
necessary to let your server manage midi files. The server has only to 
let the external broswer to load midi files correctly. 


> 

> OK, boy, 

> 

> I have set up the Server to serve midi files (and removed my sound card 
> :-) so I think that your file should work now. 

> 

> Please let me know if not. 

> 

> Laura 

> (girl) 
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—-MESSAGE FILE 11609 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 


2 


--MESSAGE FILE 11610 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


033 

Path: chuka.playstation.co.uk!news 

From: Webmaster <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: HTML problem using midi files 

Date: Fri, 25 Apr 1997 13:33:54 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 12 

Message-ID: <3360A4B2.33E8@interactive.sony.com> 


References: <335CF75A.3110@mbox.ulisse.it> <335F2C60.1F3A@interactive.sony.com> <335 


F90C0.6573@mbox.ulisse.it> 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


What I have done is told the server what a .mid file is so that it knows 


it can serve it to your PC. 


I have done this but it still seems to read it as a text file (which is 
the default type). 


There are other audio options which you could try to see if it serves 
them - it may just be a midi issue. 


Try making it a .au, .snd, wav or aiff (if you can to see if it works). 


Laura 


—-MESSAGE FILE 11610 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 


3 


--MESSAGE FILE 11611 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
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034 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: HTML problem using midi files 

Date: Sat, 26 Apr 1997 17:35:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <336220B4.5322@mbox.ulisse.it> 

References: <335CF75A.3110@mbox.ulisse.it> <335F2C60.1F3A@interactive.sony.com> <335 
F90C0O.6573@mbox.ulisse.it> <3360A4B2.33E8@interactive.sony.com> 
Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Webmaster wrote: 


> 

> What I have done is told the server what a .mid file is so that it knows 
> it can serve it to your PC. 

> 

> I have done this but it still seems to read it as a text file (which is 
> the default type). 

> 

> There are other audio options which you could try to see if it serves 

> them - it may just be a midi issue. 

> 

> Try making it a .au, .snd, wav or aiff (if you can to see if it works). 
> 

> Laura 


Hi Laura, 

I keep on thinking that the problem is not my midi file but your server. 
It's not able to read midi files in the right way. 

I could do nothing more for now because It's absurd to convert a small 
midi file in a big wav file(!). 

I have put the midi in my ftp site so if someone is interested in it he 
(or she) can download it. 

However the problem persist... 

Have you never heard of classical midi archives? Well, there you can 
listen to a lot of midi files on line without problem (also because they 
are protected and you can only hear them ). 

So I'm thinking this: 


-At my home the home page works correctly, my Netscape open 
the link with it's own midi file reader and plays without 
problems. 


-External servers (like the one that stores Classical Midi 
Archives) manage midi files correctly. 


The conclusion is that the problem is your server (I mean the software 
managing your site). 

Please please please try to fix it. Probably it's only a configuration 
mistake. 


Send me an answer for this, please. 


Cheers, 

Giulio 

—-MESSAGE FILE 11611 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
4 


--MESSAGE FILE 11612 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
035 

Path: chuka.playstation.co.uk!news 

From: Webmaster <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: HTML problem using midi files 

Date: Mon, 28 Apr 1997 18:47:29 +0100 
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Organization: Sony Computer Entertainment Europe 

Lines: 11 

Message-ID: <3364E2B1.5612@interactive.sony.com> 

References: <335CF75A.3110@mbox.ulisse.it> <335F2C60.1F3A@interactive.sony.com> <335 
F90CO0O.6573@mbox.ulisse.it> <3360A4B2.33E8@interactive.sony.com> <336220B4.5322@mbox. 
ulisse.it> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: giulio@mbox.ulisse.it 


I am currently listeming to your lovely midi file which the Server was 
able to serve to me. 


( I am using Crescendo plug-in to play it.) 


mmmmm 


:-) 


Laura 
—-MESSAGE FILE 11612 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
5 


--MESSAGE FILE 11613 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
036 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Send/Reveice Protokoll? I/O Commands? 

Date: Mon, 12 May 1997 03:10:18 -0500 

Organization: The Implementor 

Lines: 22 

Message-ID: <3376D06A.26BE@ix.netcom.com> 

References: <33523B3E.329D@uni-paderborn.de> <33595C52.52CD@hol.fr> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx2-24.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Quoth Piquois: 
> Dirk Respondek wrote: 
Hello NetYaroze Members! 


I want to write my own send/receive utility. 

All i need are some information about 

the send and receive protocoll and the possible commands to 
e.g. start an application etc. 

Perhaps someone can help? 


VVVVVVV VV 


Thanx...Dirk 
Hello ... I agree with you... This SioCons is an awfull programm 


And I'm interested to make another one which have the following 
feature 


] 


Somebody else interested ??? 


VoaVVVVV VV VV VV VV V 


I have been wanting to do this as well; I have the tools and (more 

or less anyway) the time; all I need is the protocol.... 

Has anyone run SIOCONS through a snooper? 

—-MESSAGE FILE 11613 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
6 


--MESSAGE FILE 11614 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
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037 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Send/Reveice Protokoll? I/O Commands? 
Date: Mon, 12 May 1997 13:46:03 +0200 
Organization: Funcom Oslo A/S 

Lines: 15 

Message-ID: <337702FB.52DF@funcom. com> 

References: <33523B3E.329D@uni-paderborn.de> <33595C52.52CD@hol.fr> <3376D06A.26BE@i 
x.netcom.com> 

NNTP-Posting-Host: pcshare27.funcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Spellweaver wrote: 


> I have been wanting to do this as well; I have the tools and (more 
> or less anyway) the time; all I need is the protocol.... 
> Has anyone run SIOCONS through a snooper? 


I managed to upload an EXE file using my Amiga this weekend! 


The protocol is extremely simple. I will put some docs together and put 
it on my homepage later next week. 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 11614 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
7 


--MESSAGE FILE 11615 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
038 

Path: chuka.playstation.co.uk!news 

From: Dirk Respondek <respond@uni-paderborn.de> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Send/Reveice Protokoll? I/O Commands? 

Date: Tue, 13 May 1997 14:21:16 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <33785CBC.7ED3@uni-paderborn.de> 

References: <33523B3E.329D@uni-paderborn.de> <33595C52.52CD@hol.fr> <3376D06A.26BE@i 
x.netcom.com> <337702FB.52DF@funcom. com> 

NNTP-Posting-Host: verdi.uni-paderborn.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 


Jon Rocatis wrote: 
Spellweaver wrote: 
> I have been wanting to do this as well; I have the tools and (more 


> or less anyway) the time; all I need is the protocol.... 
> Has anyone run SIOCONS through a snooper? 


I managed to upload an EXE file using my Amiga this weekend! 


The protocol is extremely simple. I will put some docs together and put 
it on my homepage later next week. 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
N// jon@funcom.com. I speak for myself - not for Funcom... 


VVVVVVVVVVVVVV VV 


Heh, that sounds really cool! I also own an Amiga! And it rulez! 
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Please email me the whole stuff asap. 
—-MESSAGE FILE 11615 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
8 


--MESSAGE FILE 11616 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
039 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Send/Reveice Protokoll? I/O Commands? 

Date: Wed, 14 May 1997 14:27:59 +0200 

Organization: Funcom Oslo A/S 

Lines: 17 

Message-ID: <3379AFCF.3FB9@funcom. com> 

References: <33523B3E.329D@uni-paderborn.de> <33595C52.52CD@hol.fr> <3376D06A.26BE@i 
x.netcom.com> <337702FB.52DF@funcom.com> <33785CBC.7ED3@uni-paderborn.de> 
NNTP-Posting-Host: pcshare27.funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 


Dirk Respondek wrote: 


> > The protocol is extremely simple. I will put some docs together and put 
> > it on my homepage later next week. 


> Heh, that sounds really cool! I also own an Amiga! And it rulez! 
> Please email me the whole stuff asap. 


The whole thing will be on my homepage next week (docs, source and 
executables). I'll prepare the stuff this weekend. 


Last night I got my upload tool to "eat" the batch files too! :-) 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
\// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 11616 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000003 
9 


--MESSAGE FILE 11617 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
040 

Path: chuka.playstation.co.uk!news 

From: Daniel Hartmeier <daniel@reichardt.ch> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Solution: SIOCONS and Windows NT 
Date: Thu, 22 May 1997 21:53:14 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 64 

Message-ID: <3384B23A.392A@reichardt.ch> 
NNTP-Posting-Host: linel.basel.pingnet.ch 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hello everybody, 


since I was not the only one having troubles using siocons under Windows 
NT, 
here is what I found out: 


- Use Windows NT 4 international english version (I don't know about 
other 
versions, but they certainly need another Service Pack). 


- Apply Service Pack 3 from Microsoft (available since last week, see 
ftp://ftp.microsoft.com/bussys/winnt/winnt-public/fixes/nt40/ussp3). 
Unfortunatly the thing is huge (~18MB). If you can't download it, 
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contact your local Microsoft support. In *desperate* cases I could 
burn a CD-R for you. 


— Configure your serial port using Control Panel/Ports: COMx, 115200 
baud, 
8N1, hardware flow control. Check if the port works (using a modem 
for 
instance). 


- Set I/O address and IRQ in your DJSETUP.BAT. For COM2 it's usually 
SET DTLH3000=0x2f8,3,115200 (the BIOS reports the values at boot 
time) 


- To set terminal speed to 115200 do the following: 


- Plug a memory card into port 2, reset playstation 
(don't worry if it says MEMORY CARD CHECKING...NOT FOUND) 


- Start siocons with parameter -B 9600 (or whatever the terminal 
speed 
*currently* is) 


- Press ENTER until you get a response (">>") from the playstation. 

- Enter command "format bul0:". The memory card will be formated. 

- The playstation asks you to terminate siocons and restart it using 
parameter -B 115200. Do so (if you set speed 115200 in DJSETUP.BAT, 


you can omit the parameter). 


- The playstation asks you if you want to store the new speed on the 
memory card. Say yes. 


- The playstation should now detect the memory card at boot time and 
say TERMINAL SPEED 115200 BPS. 


This procedure worked for me. Some rare PC's can't handle baud rates up 
to 

115200 bps. Get a new serial card with a good UART chip or try to set up 
a lower baud rate. 


I hope this helps. Thanks to everybody who cared to help me. 


Yaroze, 

Daniel Hartmeier <daniel@reichardt.ch> "Confidence is the feeling 
Mischelistr. 4, 4153 Reinach, Switzerland you have before you 

Tel: +41-61-7122565 Fax: +41-61-4118665 understand the situation." 


PGP fingerprint 13 7E 9A F3 36 82 09 FE FD 57 B8 5C 28 81 7E 1F 
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-—-MESSAGE FILE 11617 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 


0 


--MESSAGE FILE 11618 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


041 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: djinn666 <djinn6é66@concentric.net> 
Newsgroups: scee.yaroze.problems.pc 

Subject: make problem 

Date: Tue, 03 Jun 1997 20:16:58 -0400 
Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <3394B3FA.7724@concentric.net> 
Reply-To: djinn666@concentric.net 
NNTP-Posting-Host: ts001d06.tar-ny.concentric.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C (Win95; 1) 


hi, 
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i'am not sure if this is the right folder for my problem but it seems 
that whenever i try to run make.exe or gcc, i get a problem saying 
"loaded error (0025) cannot initialize make.exe{tuto0.0o} errori" 

if i try to run the gcc compiler i get the same message without 
"make..ect". when i first got my ny i copyed the command.com line to my 
desktop and changed the memory settings to 4096. i did this because i 
was getting a "out of enviroment space" error. does antone think this is 
related? 


-Djinn 

e-mail:kanedal01@aol.com 

—-MESSAGE FILE 11618 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 
1 


--MESSAGE FILE 11619 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
042 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make problem 

Date: Thu, 05 Jun 1997 09:53:40 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <33967E94.10E3@interactive.sony.com> 
References: <3394B3FA.7724@concentric.net> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


djinn666 wrote: 


v 


hi, 

i'am not sure if this is the right folder for my problem but it seems 
that whenever i try to run make.exe or gcc, i get a problem saying 
"loaded error (0025) cannot initialize make.exe{tuto0.o} errori" 

if i try to run the gcc compiler i get the same message without 
"make..ect". when i first got my ny i copyed the command.com line to my 
desktop and changed the memory settings to 4096. i did this because i 
was getting a "out of enviroment space" error. does antone think this is 
related? 


-Djinn 
e-mail:kanedal01@aol.com 


VVVVVVVVVV VV 


You can get rid of some of the memory errors by putting 

set go32=dpmistack 2000000 

into your autoexec.bat. Although I'm not sure this is related to your 
problem, we'll look into it. 


Stuart 
—-MESSAGE FILE 11619 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 
2 


--MESSAGE FILE 11620 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
044 

Path: chuka.playstation.co.uk!news 

From: Mark Henkelis <mark.henkelis@virgin.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Screen overrun 

Date: Thu, 12 Jun 1997 02:10:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <339F4C79.2193@virgin.net> 

Reply-To: mark.henkelis@virgin.net 

NNTP-Posting-Host: p39-grebe-gui.tch.virgin.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 (Win95; I) 


Is anyone else having problems with screen overrun? I've been trying to 
write some debug text to the extreme left of the TV screen, only to find 
that the first 3-4 characters disappear. Further checking showed that 
there was no problem with the right of the screen, in fact there was a 
gap after the last character. At that point I noticed that the bootup 
screen is not central on my TV (a new Sony Trinitron KV-14M1). All this 
happens when the yaroze is connected with one of the special scart 
cables which use the AV multi out socket (which also allows me to use 
NTSC in colour). 


I've tried connecting the yaroze with the supplied audio/video out cable 
- the picture is slightly more centralised but there are still a couple 
of characters missing. (In addition, NTSC is black and white). 


I've tried an RF lead - the picture is central and all but about 1 pixel 
is displayed. (NTSC is B&W). 


I've tried connecting to a different TV - I get the same problems as 
above. 


I've had the TV back to the shop - it works fine for other SCART inputs 
and another TV like mine exhibits the same problems. The engineer says 
it may be possible to move the SCART picture to the right but it may 
affect the RF picture. 


I've tried the cables with my consumer PSX - suprisingly enough on RF 
the picture is central, on SCART it isn't and Crash B is offset to the 
left, 


Given that I would like to connect via SCART so I can use NTSC, does 
anybody have any suggestions before I go mad 


Thanks, Mark. 
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--MESSAGE FILE 11620 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 


4 


--MESSAGE FILE 11621 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


045 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now 
Date: Mon, 16 Jun 1997 15:21:59 -0500 

Organization: Metrowerks Corp. 

Lines: 152 

Message-ID: <33A5A066.1E98@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 
to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
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couv@metrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 
http://www.metrowerks.com/tools/software/updates/index.html 
KKKKK 
Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 
page. 


KkKKKK 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 
brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


The following bugs from the first release have been fixed: 
- PSCommUtil -39 error when downloading a data file 
- Hanging of Net Yaroze when printf() statements are executed 


- UI, Window redraws, and crash problems in IDE and debugger 
- No longer need to reset the Net Yaroze after each run 


New features that are included in this release: 

- 2.0 IDE 

— New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 

— New PSComUtil with more stability at all baud rates and bug 
fixes of downloading problems 
Now supports batch file downloading using the same commands as 
SIOCONS 

— Graphics converters for Mac users. 
PICT, BMP, and TIFF to TIMM 

- TIM Viewer application for Mac 


— Lots of new Demos!! Six Sony Demos are now included along with 
documentation that shows you how to convert GNU projects to 
CodeWarrior. 


- All new Documentation with more detailed support for Net Yaroze 
users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 


Sincerely, 


Mark Couvillion 


!)))****TMPORTANT****:; Information concerning downloading and 
installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 
tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
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installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 
Etr 


Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

— double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 


**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 — Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


2 - Mac *.sit.hqx 

- Download the .sit.hqx file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.hqx file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


3 — Segmented 

- download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
(X is the file number) 

- When you have downloaded ALL segments, drop the file labeled "CWPS Net 
Yaroze Update.sit.1" on Stuffit Expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.X files 

- double click the CWPS Net Yaroze Update icon to run the installer. 


End. 
—-MESSAGE FILE 11621 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 
5 


--MESSAGE FILE 11622 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
046 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: New Win95/NT SIOCONS & Front End for GNU 

Date: Tue, 17 Jun 1997 10:57:48 -0500 


Net Yaroze newsgroups message dump.txt 


Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A6B3FC.78A358F1@groupz.net> 
Reply-To: jlawton@groupz.net 
NNTP-Posting-Host: ags-r4-pl.groupz.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I just finish the new version of our front end for GNU compiler. It now 
includes a Windows 95/NT version of SIOCONS. I have included quite a 
few of the SIOCONS functions, but alas since it's a beta there may still 
be a couple of little glitches. 


If you encounter anything , or want me too add something to make the 
program better please feel free to send me e-mail. 


You can find the latest version at: 
http://www.scea.sony.com/net/yaroze/pages/jlawton.html 
Regards, 


Jeff Lawton 
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6 


--MESSAGE FILE 11623 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


047 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Spellweaver <spelwevr@ix.netcom.com> 


Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 


problems.pc, scee.yaroze.programming.codewarrior 
Subject: CodeWarrior can't link much static data (?) 
Date: Mon, 21 Jul 1997 08:44:41 -0500 
Organization: The Implementor 

Lines: 26 

Message-ID: <33D367C9.6111@ix.netcom.com> 
Reply-To: spelwevr@ix.netcom.com 
NNTP-Posting-Host: aus-tx23-20.ix.netcom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; I) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:125 scea.yaroze.pr 
oblems.pc:135 scee.yaroze.problems.pc:47 scee.yaroze.programming.codewarrior: 86 


I have discovered that CodeWarrior will not link a program if 
it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 
get this to work? I am at somewhat of a standstill in my 
current project until I can get this to work. (Note that it 
does not report any errors; however, it simply fails to create 
an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 
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If anyone has any ideas on this, please let me know!! 


(I am using the CodeWarrior 2.0 on Win95.) 
—-MESSAGE FILE 11623 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 
7 


--MESSAGE FILE 11624 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
048 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: 21 Jul 1997 21:27:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <01lbc961cScd8dbc40S66bf43ce@wkwerner> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: port02.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:127 scea.yaroze.pr 
oblems.pc:136 scee.yaroze.problems.pc:48 scee.yaroze.programming.codewarrior:87 


Have you tried generating a map file? Lots of good info there. I think I 
have heard (read?) some news items pertaining to a limit of 64k per module. 
Maybe you can break your program up a bit? 


Good luck, 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 11624 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 
8 


--MESSAGE FILE 11625 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
049 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: Tue, 22 Jul 1997 17:29:57 -0500 

Organization: Metrowerks 

Lines: 34 

Message-ID: <MPG.e3ef05c4a27181398968d@news.scea.sony.com> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:135 scea.yaroze.pr 
oblems.pc:138 scee.yaroze.problems.pc:49 scee.yaroze.programming.codewarrior: 88 


In article <33D367C9.6111@ix.netcom.com>, spelwevr@ix.netcom.com says... 
I have discovered that CodeWarrior will not link a program if 

it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 

get this to work? I am at somewhat of a standstill in my 

current project until I can get this to work. (Note that it 

does not report any errors; however, it simply fails to create 

an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
>; 


We haven't seen this in any of our test programs. Can you send the 
project to support@metrowerks.com and we'll take a look? 


> Also, as an attempt at a temporary fix, I tried taking the 
> data out of the program and instead loading it as an external 
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data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


VV V V V V V 


Hmm, this seems odd. The dino example works just fine and it has much 
more than 128K of data. If you still have problems, please let us know. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 11625 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000004 
9 


--MESSAGE FILE 11626 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
050 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lapba@hynje.grm.hia.no> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Siocons / NT 

Date: Tue, 19 Aug 1997 08:49:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33F941FA.DB35F59@hynje.grm.hia.no> 

NNTP-Posting-Host: firewall.totalkart.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

X-Priority: 3 (Normal) 


I finally got the time to hook up my yaroze again, but ran into trouble 
when trying to use 
it with NT. 


The problems is that when I run siocons, the keyboard layout get's all 
messed up, so I can't type anything! (F3, esc & many characters doesn't 
work). It seems to be connected 

ok though, as pressing ENTER just returns the standard ">>" prompt. 


Does anyone know how to work around this problem? I am NOT going back to 
that useless win95. 


Lars 


—-MESSAGE FILE 11626 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
0 


--MESSAGE FILE 11627 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
051 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Now available - Siocons Source 

Date: Tue, 14 Oct 1997 11:35:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6lvihgSe3p8@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


http: //www.netyaroze-europe.com/yaroze/ftp/comp/devtools/siocons.zip 


—-MESSAGE FILE 11627 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
1 
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--MESSAGE FILE 11628 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
052 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make problem 

Date: Fri, 17 Oct 1997 12:30:58 -0700 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <3447BCF2.404F@earthlink.net> 

References: <3394B3FA.7724@concentric.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool030-max1.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


djinn666 wrote: 


v 


hi, 

i'am not sure if this is the right folder for my problem but it seems 
that whenever i try to run make.exe or gcc, i get a problem saying 
"loaded error (0025) cannot initialize make.exe{tuto0.o} errori" 

if i try to run the gcc compiler i get the same message without 
"make..ect". when i first got my ny i copyed the command.com line to my 
desktop and changed the memory settings to 4096. i did this because i 
was getting a "out of enviroment space" error. does antone think this is 
related? 


-Djinn 

e-mail:kanedal01@aol.com 

get the exact same problem.But I think it has something to do with my 

copy of borland c++,like it may be getting caught in borlands makefile 

and creating errors.Just a thought 

-Austin 

--MESSAGE FILE 11628 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
2 


HVVVVVVVV VV VV 


--MESSAGE FILE 11629 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
053 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Siocons / NT 

Date: Sat, 8 Nov 1997 00:33:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <640bmv$sk231@chuka.playstation.co.uk> 
References: <33F941FA.DB35F59@hynje.grm.hia.no> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Does anyone know how to work around this problem? I am NOT going back to 
>that useless win95. 
> 


Mmm I just moved to NT so I could use the winCE emulators and I had exactly 
the same problem. So tonight I hacked the siocons source and replaced some 
of the horrid keyboard and display stuff (asm for character mode. eek!), and 
the comms drivers with win32. Its on my web page 
http://www.netyaroze-europe.com/~frothy as is the source (VC5 project). I 
havent had a chance/reason to test it fully (it defaults to com 2, 57600 
baud, i think the environment variables still work though) but it might be 
useful. Works for me anyway. 


Graeme 


Net Yaroze newsgroups message dump.txt Page 7684 


—-MESSAGE FILE 11629 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
3 


--MESSAGE FILE 11630 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
054 

Path: chuka.playstation.co.uk!news 

From: Darren Fahy <dfahy@netcomuk.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scee.yaroze.problems.pc 

Subject: Codewarrior Demo Programs 

Date: Thu, 11 Dec 1997 23:56:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <34907DC2.A299217C@netcomuk.co.uk> 

NNTP-Posting-Host: dialup-20-54.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:114 scee.yaroze.pr 
oblems.pc:54 


Help!!!! 
I'm trying to run the 2d tutorial programs that come with Codewarrior 
2.0, but am having no look. 


The problems I'm having are as follows: 


1. Sometimes when I run the batch program it downloads everything to 
the yaroze ok, 
but when it comes to run it the display is all over the place, 
it looks like it is 
displaying the same picture three times. 


2. Sometimes it downloads everything ok, but when it comes to run 
the program I get a 
Address or Bus Error. 


I hope somebody can help me?? 


Thanks 
Darren. 


—-MESSAGE FILE 11630 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
4 


--MESSAGE FILE 11631 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
055 

Path: chuka.playstation.co.uk!news 

From: john.rees@dial.pipex.com 

Newsgroups: scee.yaroze.problems.pc 

Subject: long long ints for improved accuracy 
Date: Mon, 15 Dec 1997 14:21:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 55 

Message-ID: <673ei0$9k38@chuka.playstation.co.uk> 
NNTP-Posting-Host: aal67.du.pipex.com 
X-Newsreader: Forte Free Agent 1.0.82 


I am trying to use long long ints to hold temporary values during 
fixed point calculations, but if I use divide and modulus operations 
then the linker complains that certain functions are not found. 


gcc basic.o -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
80100000 -o basic 
basic.o: In function `main': 


basic.c:11: undefined reference to `_ divdi3' 
basic.c:11: relocation truncated to fit: JMPADDR __divdi3 
basic.c:12: undefined reference to *__moddi3' 


basic.c:12: relocation truncated to fit: JMPADDR __moddi3 
make.exe: *** [basic] Error 1 
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It is strange that add, subtract and multiply seem to work, but divide 
and modulus are not provided. Even if these would be slow to execute 
on a 32 bit machine, it would be VERY useful. 


#include <stdio.h> 


#define printll(v) printf(#v "=%S08x %08x\n", *(((int*)&v)+1), 
*(int*)&v ) 


int main(void) 


{ 


long long x = 0x123456; 
long long y = 0x100000; 
long long prod = (x-y)*y; 
long long quot = x/y; 
long long rem = x%y; 
printll (x); 

printll(y); 

printli (prod); 

printll (quot); 

printll (rem); 


return 0; 


} 
With the "quot" and "rem" lines commented out, the output is: 


x=00000000 00123456 
y=00000000 00100000 
prod=00000023 45600000 


Thanks to Alex Amsel for a throwaway remark in the More Pointless 
Optimisation Tricks thread that made me aware of long longs. 

After struggling with fixed point numbers for far too many hours I 
really hope someone can help with this. 


john 


—-MESSAGE FILE 11631 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
5 


--MESSAGE FILE 11632 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
056 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scee.yaroze.problems.pc 

Subject: Re: Codewarrior Demo Programs 

Date: Thu, 18 Dec 1997 22:35:30 -0600 

Organization: Metrowerks 

Lines: 34 

Message-ID: <sumner-ya02408000R1812972235300001@news.scea.sony.com> 

References: <34907DC2.A299217C@netcomuk.co.uk> 

NNTP-Posting-Host: mtwks118.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:118 scee.yaroze.pr 
oblems.pc:56 


Did you reset the Net Yaroze before running the example? Even though we 
don't require a reset, some of the examples don't do enough setup or 
shutdown to put the PlayStation back into a stable state. 

-Joel 


In article <34907DC2.A299217C@netcomuk.co.uk>, Darren Fahy 
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<dfahy@netcomuk.co.uk> wrote: 


>Help!!!! 

> 

>I'm trying to run the 2d tutorial programs that come with Codewarrior 
>2.0, but am having no look. 


> 

>The problems I'm having are as follows: 

> 

> 1. Sometimes when I run the batch program it downloads everything to 
>the yaroze ok, 

> but when it comes to run it the display is all over the place, 
>it looks like it is 

> displaying the same picture three times. 

> 

> 2. Sometimes it downloads everything ok, but when it comes to run 
>the program I get a 

> Address or Bus Error. 

> 

>I hope somebody can help me?? 

> 

>Thanks 


> Darren. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 11632 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
6 


--MESSAGE FILE 11633 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
057 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Yaroze and WinTV cards 

Date: 21 Jan 1998 17:30:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6a5bc0$9103@chuka.playstation.co.uk> 
NNTP-Posting-Host: n5.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.problems.pc 


As I dont have access to a TV anymore I"ve been using a Hauppage WinTV PCI 
card. I have noticed while this card works perfectly with commercial games in a 
window and in full screen mode, it only works in a window with yaroze programs. 
When you tell it to display using the fullscreen mode the screen appears as if 
it is displaying several screens on top of each other. This has nothing to do 
with video modes as I get the same results in pal/ntsc. 

I was just wondering why yaroze programs should behave differently to 
commercial games? 


—-MESSAGE FILE 11633 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
3 


T 


--MESSAGE FILE 11634 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
058 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Yaroze and WinTV cards 

Date: Thu, 22 Jan 1998 23:11:48 -0600 

Organization: (no organization) 

Lines: 23 

Message-ID: <34C82694.2D46@charlie.cns.iit.edu> 

References: <6a5bc0$9103@chuka.playstation.co.uk> 

Reply-To: fedeedw@charlie.cns.iit.edu 
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NNTP-Posting-Host: charlie.cns.iit.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; 1) 


West wrote: 


As I dont have access to a TV anymore I"ve been using a Hauppage WinTV PCI 
card. I have noticed while this card works perfectly with commercial games in a 
window and in full screen mode, it only works in a window with yaroze programs. 
When you tell it to display using the fullscreen mode the screen appears as if 
it is displaying several screens on top of each other. This has nothing to do 
with video modes as I get the same results in pal/ntsc. 

I was just wondering why yaroze programs should behave differently to 
commercial games? 


VVVVVVVVV 


Hmmm, I have a Hauppage WinCast/TV in my system, and I've run my Yaroze 
TV out into it, and played commercial and Yaroze games on it in both 
a window and full-screen. 


Unfortunatly, my model doesn't seem to support PAL. The 
programs/drivers 
let me select PAL, but it doesn't look any better than on my NTSC TV. 


(That is to say really bad of course! :-) I really had high hopes of 
using 
that setup to be able to see the PAL stuff. 


Ed Federmeyer 
—-MESSAGE FILE 11634 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
8 


--MESSAGE FILE 11635 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
059 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Austin Kottke <Hodgke@earthlink.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: PLEASE HELP!! I BEG OF YOU 

Date: Mon, 09 Feb 1998 08:48:20 -0800 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <34DF3354.2D89@earthlink.net> 

Reply-To: Hodgke@earthlink.net 

NNTP-Posting-Host: 168-200-207.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Oh my god I do not know what happened, but my yaroze seems not to be 
functioning properly.I tried to operate it on a different computer and 
the same exact thing happens.I have had the yaroze for about almost a 
year,it has worked fine in the past until now!!!When I try to transfer 
ANY program it still displays this same message on the TV screen: 


BINARY DATA TRANSFER - BWR 

ADRS = 80090000 

SIZE = 23AO BYTES 

INTO BURST TRANSFER SUM:OO 0/ 23AO BYTES 
SYNC ERROR (FFFFFFFF) 

A 


Ive tried everything!!!I think maybe that it is internal or 
something.Now I rebooted the yaroze and tried to transfer some data 
again and now Լ get a different message (ԼԵ seems to swap messages every 


BINARY DATA TRANSFER - BWR 

ADRS = 80090000 

SIZE FFFFFF23 BYTES 

INTO BURST TRANSFER SUM:OO 0/ FFFFFF23 BYTES 
DONE. 
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It seems to be the same message but it is not.Please help me I do not 
know what to do at all!!!I want to program for this thing but I cant 
because of this error.Please help me I beg of you. 


—Austin/ROGUE 
—-MESSAGE FILE 11635 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000005 
9 


--MESSAGE FILE 11636 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
060 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: PLEASE HELP!! I BEG OF YOU 

Date: Thu, 12 Feb 1998 18:17:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6ébve9nSbej7@chuka.playstation.co.uk> 
References: <34DF3354.2D89@earthlink.net> 
NNTP-Posting-Host: userl879.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sounds obvios, but check the connections. 
I'd then it back. 


>Oh my god I do not know what happened, but my yaroze seems not to be 
>functioning properly.I tried to operate it on a different computer and 
>the same exact thing happens.I have had the yaroze for about almost a 
>year,it has worked fine in the past until now!!!When I try to transfer 
>ANY program it still displays this same message on the TV screen: 

> 
>BINARY DATA TRANSFER - BWR 
>ADRS = 80090000 

>SIZE = 23A0 BYTES 


>INTO BURST TRANSFER SUM:00 0/ 23AO BYTES 
>SYNC ERROR (FFFFFFFF) 

>ABORT. 

> 

>Ive tried everything!!!I think maybe that it is internal or 


>something.Now I rebooted the yaroze and tried to transfer some data 
>again and now I get a different message(It seems to swap messages every 


> 
>BINARY DATA TRANSFER - BWR 
>ADRS = 80090000 


>SIZE = FFFFFF23 BYTES 

>INTO BURST TRANSFER SUM:00 0/ FFFFFF23 BYTES 
>DONE. 

> 


>It seems to be the same message but it is not.Please help me I do not 
>know what to do at all!!!I want to program for this thing but I cant 
>because of this error.Please help me I beg of you. 

> 

>-Austin/ROGUE 


—-MESSAGE FILE 11636 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
0 


--MESSAGE FILE 11637 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
061 

Path: chuka.playstation.co.uk!news 

From: "popeye" <jackh@FreeNet .uk.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: make problem 

Date: 12 Feb 1998 20:46:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 
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Message-ID: <01bd37£7$b024e660SLocalHost@default> 

NNTP-Posting-Host: 193.164.183.155 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hello every one 


I have just set up my yaroze and have run into a problem when trying to 
ake the test file in the quick sub-directory. 


Ց 


I get the following message 
FATAL : connot open swap file c:\temp\pgld67aa.aaa 
I have 3 gigs of hard disc space and I am running under windows 95 with 64 


megs of memory. I have double checked that I did everything but still no 
joy. 


can anyone help 


7689 


popeye 

—-MESSAGE FILE 11637 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
al 

--MESSAGE FILE 11638 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
062 


Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make problem 

Date: Fri, 13 Feb 1998 10:38:21 +1100 
Organization: Cybec Pty. Ltd. 

Lines: 20 

Message-ID: <34E387ED.FF86F827@cybec.com.au> 
References: <O1lbd37£7$Sb024e660SLocalHost@default> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


popeye wrote: 
Hello every one 


I have just set up my yaroze and have run into a problem when trying to 
make the test file in the quick sub-directory. 


I get the following message 
FATAL : connot open swap file c:\temp\pgld67aa.aaa 
I have 3 gigs of hard disc space and I am running under windows 95 with 64 


megs of memory. I have double checked that I did everything but still no 
joy. 


VVVVVVVVVVV VV 


Do you have a c:\temp directory? If you want temporary files to go 
somewhere in particular, and not c:\temp, check your TEMP and TMP 
environment variables and point them somewhere relevant. 


Toby. 

—-MESSAGE FILE 11638 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
2 

--MESSAGE FILE 11639 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
063 


Path: chuka.playstation.co.uk!news 
From: Jim <jim@micronetics.com> 
Newsgroups: scee.yaroze.problems.pc 
Subject: Re: PLEASE HELP!!! I BEG OF YOU 
Date: Fri, 13 Feb 1998 11:19:01 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <34E42C24 .F1924F26@micronetics.com> 

References: <34DF3354.2D89@earthlink.net> <é6bve9nSbej7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I found that Windows can cause a fair few problems. If your running in a 
windowed dos box, try running it 

full screen, and keep it active for the upload session. Also try increasing 
the idle priority of the dos box. 

I don't think siocons is very resiliant to glitches in serial transfer and 
does very little error checking. 


Let me know how it turns out. 


Jim.. 


>Oh my god I do not know what happened, but my yaroze seems not to be 
>functioning properly.I tried to operate it on a different computer and 
>the same exact thing happens.I have had the yaroze for about almost a 
>year,it has worked fine in the past until now!!!When I try to transfer 
>ANY program it still displays this same message on the TV screen: 

> 

>BINARY DATA TRANSFER - BWR 

>ADRS 80090000 
>SIZE = 23A0 BYTES 

>INTO BURST TRANSFER SUM:00 0/ 23AO BYTES 

>SYNC ERROR (FFFFFFFF) 

>ABORT. 

> 

>Ive tried everything!!!I think maybe that it is internal or 
>something.Now 1 rebooted the yaroze and tried to transfer some data 
>again and now I get a different message(It seems to swap messages every 


> 

>BINARY DATA TRANSFER - BWR 

>ADRS = 80090000 

>SIZE = FFFFFF23 BYTES 

>INTO BURST TRANSFER SUM:00 0/ FFFFFF23 BYTES 
>DONE. 

> 

>It seems to be the same message but it is not.Please help me I do not 
>know what to do at all!!!I want to program for this thing but I cant 
>because of this error.Please help me I beg of you. 

> 

>-Austin/ROGUE 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 11639 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
3 


--MESSAGE FILE 11640 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
064 

Path: chuka.playstation.co.uk!news 

From: "popeye" <jackh@FreeNet .uk.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: test 

Date: 13 Feb 1998 19:41:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <0lbd38b7$efed0320$93b7a4cl@default> 
NNTP-Posting-Host: 193.164.183.147 

X-Newsreader: Microsoft Internet News 4.70.1161 
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Hi everyone 


still having problems with my netscape software, so a test to see if I can 
post using internet explorer. 


when I try with netscape I get a 435 bad message id error. I can't find 
this in the manual. 


any ideas. 


popey 
—-MESSAGE FILE 11640 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
4 


--MESSAGE FILE 11641 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
065 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: PLEASE HELP!!! I BEG OF YOU 

Date: Fri, 13 Feb 1998 11:51:43 -0800 

Organization: 

Lines: 28 

Message-ID: <34E4A44F.744F42A@netmagic.net> 

References: <34DF3354.2D89@earthlink.net> <ébve9nSbej7@chuka.playstation.co.uk> <34E 
42C24.F1924F26@micronetics.com> 

Reply-To: tenchi@netmagic.net 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Jim wrote: 


I found that Windows can cause a fair few problems. If your running in a 
windowed dos box, try running it 

full screen, and keep it active for the upload session. Also try increasing 
the idle priority of the dos box. 

I don't think siocons is very resiliant to glitches in serial transfer and 
does very little error checking. 


Let me know how it turns out. 


VVVVVVVVV VV 


Jim.. 


[ead 


If you activate another window while a transfer is in progress, you 
might 

get a BWR timeout because the serial transfer got interrupted. I ran 
into 


this last night (again). Quit SIOCONS in DOS, wait a few seconds, run 
SIOCONS, and tap Enter a few times until the ">>" prompt starts 
appearing. 


If you get a [DTLH3000 Not Ready!], just reset the Yaroze and 
re-download 
your data again... 


Snes 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 11641 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
5 


--MESSAGE FILE 11642 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
066 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: PLEASE HELP!! I BEG OF YOU 

Date: Fri, 13 Feb 1998 20:02:09 -0000 
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Organization: Yaloozer 

Lines: 27 

Message-ID: <6c28hdSbej20@chuka.playstation.co.uk> 

References: <34DF3354.2D89@earthlink.net> <ébve9nSbej7@chuka.playstation.co.uk> <34E 
42C24.F1924F26@micronetics.com> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I found that Windows can cause a fair few problems. If your running ina 
>windowed dos box, try running it 

>full screen, and keep it active for the upload session. Also try 
increasing 

>the idle priority of the dos box. 

>I don't think siocons is very resiliant to glitches in serial transfer and 
>does very little error checking. 


Its really a wonder that siocons works under win 95 at all the way it 
catches interrupts. On my page (~frothy on -europe) theres a port of siocons 
to win32, along with the source I hacked one afternoon. I did it for NT but 
it'll run under win95 and all the serial I/O port stuff is now handled by 
WIn32 calls. Only thing is there is a small bug that means you need to run 
hyperterminal to the yaroze before you start up siont, to clear the data 
sent my the yaroze (otherwise it all locks up). 


It really needs fixing (I think it was one of my 'mods' that broke it) and 
it would make it much more of a 'product' but I really cant face looking at 
that source again cos it fair did my head in. 


But if it would help your fault-finding, have a bash with the exe. 


Graeme 


—-MESSAGE FILE 11642 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
6 


--MESSAGE FILE 11643 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
067 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Yaroze and WinTV cards 

Date: 16 Feb 1998 16:21:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6c9p2mSbeo18@chuka.playstation.co.uk> 

References: <6a5bc0$9103@chuka.playstation.co.uk> <34C82694.2D46@charlie.cns.iit.edu 
> 
NNTP-Posting-Host: n3l.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/34C82694.2D46@charlie.cns.iit.edu 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote: 

>West wrote: 

>> 

>> As I dont have access to a TV anymore I"ve been using a Hauppage WinTV PCI 

>> card. I have noticed while this card works perfectly with commercial games in a 
>> window and in full screen mode, it only works in a window with yaroze programs. 
>> When you tell it to display using the fullscreen mode the screen appears as if 
>> it is displaying several screens on top of each other. This has nothing to do 
>> with video modes as I get the same results in pal/ntsc. 


>> I was just wondering why yaroze programs should behave differently to 
>> commercial games? 
> 


>Hmmm, I have a Hauppage WinCast/TV in my system, and I've run my Yaroze 
>TV out into it, and played commercial and Yaroze games on it in both 
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>a window and full-screen. 

> 

>Unfortunatly, my model doesn't seem to support PAL. The 
>programs/drivers 

>let me select PAL, but it doesn't look any better than on my NTSC TV. 


>(That is to say really bad of course! :-) I really had high hopes օք 
>using 

>that setup to be able to see the PAL stuff. 

> 


>Ed Federmeyer 


Getting rid of IE4 solved my problem. Guess for once us Europeans have got the 
better deal as the cheapo pal version(without teletext/radio) syas it doesnt 
support ntsc but I can play all ntsc ny programs fine using the a composite 
lead. 


—-MESSAGE FILE 11643 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 


--MESSAGE FILE 11644 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
068 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Siocons' colour bars & PAL displays 

Date: Wed, 25 Feb 1998 16:41:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6d1h9sSasl4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just a curious problem that is not serious. If I use the CB command for the 
colour bars they are black and white. I gather that this is because it 
defaults to NTSC for the colour bars. However, on my TV at least, after 
displaying the colour bars the 'brick wall' display is smaller!! The bottom 
of the picture on the display is raised about a quarter to a third of the 
screen's height. The top of the display is flush with the top of the TV 
screen whereas before it was a little way down the screen (about 1.5 bricks 
as an estimate). The actual darker box for displaying information starts the 
same distance from the top of the display and ends the same distance from 
the bottom. In essence, the display is smaller and moved up on the screen! 


Yesterday I was playing about with a modified version of the check program 
from the sample directory. I made it so I could adjust the x, y of the 
screen whilst the sprites were still bouncing around. This was done by 
modifying (extern DISPENV) GsDISPENV.screen.x and ..screen.y. If I move the y 
pos to a negative value to make the screen go off the top of the display 
then I get the same sort of effect as described above! I.E. the sprites 
still bounce correctly at the bottom of the display (which has moved up) but 
they still bounce when they hit the top of the TV screen instead of going 
off the top to meet the virtual top that is moved up off the display! (I 
hope you understand all that!!!) 


After discovering that effect whilst playing about with GsDISPENV I think it 
is obvious that there is a bug with the colour bars that is setting the y 
pos to a negative value upon exiting. 

Sorry if that was 'long winded'! It's one of my habits : ( 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 11644 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
8 
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--MESSAGE FILE 11645 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
069 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Metrowerks PSComUtil 

Date: Thu, 26 Feb 1998 12:16:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <6d3m69Sas18@chuka.playstation.co.uk> 

References: <33466C7C.10131946@ulthwe.foobar.co.uk> <334EAC25.2EBO@austin.metrowerks 
-com> <334EC1F9.14D21499@ulthwe.foobar.co.uk> 

NNTP-Posting-Host: 194.75.167.131 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Only thing is it seems as though the problem isn't limited to PSComUtil. 
> 

>While trying to get windows to recognise my modem again , which it is 
>failing 

>miserably at I took a look in the modem detection log (errr 

>windows \modemdet . log) 

>and noticed that it was returning an error saying "Cannot open port COM2 
>" 

> 

>Can anyone help ? 


Yes, I can! This may be late but I have not long become a member. However, I 
will reply to this just in case anyone has the same problem after using 
Siocons in a DOS window. 

It's quite simple most of the time... If you use any DOS software, which 
uses a COM port, in a DOS window then the DOS window 'shell' opens the port. 
The port stays open until the DOS window is closed even if the DOS program 
has closed the port. This is either a bug in Microsoft's DOS window routines 
or a feature! If it is a feature then my guess is that it is to make any 
subsequent connections to the port faster to open. To remedy this situation 
just close the DOS window after you have finished with the program that was 
using the port (in this case Siocons). 

If your Windows program (like PSComUtil) or your dial-up connection still 
fails then there is a more serious fault. Sometimes this can be fixed by 
restarting Windows. Even a quick restart in Windows 95 will be fine (hold 
shift when you click ok at the shutdown dialog box with the restart option 
selected) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 11645 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000006 
9 


--MESSAGE FILE 11646 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
070 

Path: chuka.playstation.co.uk!news 

From: <n.atkinson@cs.ucl.ac.uk> 

Newsgroups: scee.yaroze.problems.pc, scee. yaroze.programming.gnu_compiler 

Subject: DOS filename problem 
Date: Wed, 25 Mar 1998 23:19:55 -0000 

Organization: University College London 

Lines: 41 

Message-ID: <6fo5f0S6nel2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ingenius.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Xref: chuka.playstation.co.uk scee.yaroze.problems.pc:70 scee.yaroze.programming.gnu 
_compiler:186 


Hi all 
I am desperately trying to get my final year project sorted... 
I have been using Codewarrior for some time, but I am trying to use the GNU 


c compiler now, as I have not been able to get codewarrior to deal with GNU 
makefiles. 


Now I have a problem with gcc not recognising long filenames (under both NT 
and 95). Does anyone have a solution to this or at least know where I can 
get one? 


Altering the filenames is not a possibility, as i am trying to build the 
Java source tree (lots and lots of files!). 


please reply to my email address 
TIA 


Nigel Atkinson 
n.atkinson@cs.ucl.ac.uk 


—-MESSAGE FILE 11646 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
0 


--MESSAGE FILE 11647 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
071 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc,scee.yaroze.programming.gnu_compiler 

Subject: Re: DOS filename problem 

Date: Tue, 31 Mar 1998 09:58:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <6fqav0S6ne21@chuka.playstation.co.uk> 

References: <6fo5f0S6ne1l2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.problems.pc:71 scee.yaroze.programming.gnu 
_compiler:187 


You don't have to rename the files but you will have to edit the makefile. 
Here is what you do... 


Where you have a long filename or directory name just edit it and shorten it 
to the first 6 characters, remove any spaces. Then add ~ followed by a 
number. The tricky bit is the number! Usually it will be 1, but if there has 
been an occurrence of the first 6 characters before then it will be 2, 3 
etc. so making it unique. You will need to exit to DOS and do a directory 
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listing to find out the numbers. Best to pipe the directory listing to a 
text file (E.G. DIR >MYDIR.TXT) so you can use that as a reference in 
Windows. 
This will even work for programs that do recognise long filenames because 
when Windows looks for a file or directory it will check both the long and 
short versions on the disk. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


n.atkinson@cs.ucl.ac.uk wrote in message 
<6fo5f0$6nel2@chuka.playstation.co.uk>... 


>Hi all 

> 

>I am desperately trying to get my final year project sorted... 
> 


>I have been using Codewarrior for some time, but I am trying to use the GNU 
>c compiler now, as I have not been able to get codewarrior to deal with GNU 
>makefiles. 

> 

>Now I have a problem with gcc not recognising long filenames (under both NT 
>and 95). Does anyone have a solution to this or at least know where I can 
>get one? 

> 

>Altering the filenames is not a possibility, as i am trying to build the 
>Java source tree (lots and lots of files!). 

> 
>please reply to my email address 
> 
>TIA 

> 

>Nigel Atkinson 
>n.atkinson@cs.ucl.ac.uk 


VVVVVVVVVVVVVV VV VV VV 


—-MESSAGE FILE 11647 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
1 


--MESSAGE FILE 11648 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
072 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Yaroze and WinTV cards 

Date: 3 Apr 1998 04:40:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
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Message-ID: <0Olbd5ebb$1bf£24740Sfe3752ca@ferguson> 

References: <6a5bc0$9103@chuka.playstation.co.uk> <34C82694.2D46@charlie.cn 
> <6c9p2mSbeo18@chuka.playstation.co.uk> 

NNTP-Posting-Host: ip-55-254.dialup.hkstar.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


> Getting rid of IE4 solved my problem. Guess for once us Europeans have 
got the 

> better deal as the cheapo pal version(without teletext/radio) syas it 
doesnt 

> support ntsc but I can play all ntsc ny programs fine using the a 
composite 

> lead. 


Really? Could you give me the model number! I'm getting fed up having zero 
desk space and I'd love to move my 14-inch telly back to my room's "games 
corner" (where it belongs) permanently! Alas, I don't want to get rid of 
IE4 as I use it for everything net-related (more or less). Do you know why 
you had that problem? Also, does the "cheapo PAL version" really play back 
NTSC fullscreen, full colour? :-) 


What is the picture quality like from the Yaroze on the YV card? How does 
it compare with S-Video or RGB using the composite in? 


Cheers for your reply! 


Nick F 
—-MESSAGE FILE 11648 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/p 
2 


——MESSAGE FILE 11649 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems 
073 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Yaroze and WinTV cards 

Date: 19 Apr 1998 15:21:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <éhd4phSshn9@chuka.playstation.co.uk> 

References: <6a5bc0$9103@chuka.playstation.co.uk> <34C82694.2D46@charlie.cn 
> <6c9p2mSbeo18@chuka.playstation.co.uk> <Olbd5ebbS$1bf24740Sfe3752ca@fergus 
NNTP-Posting-Host: n26.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/01lbd5ebb$1bf24740$fe3752ca@ferguson 


>Really? Could you give me the model number! I'm getting fed up having zero 
I dont think WinTV have numbers they use names(thrown box out so I cant che 


Mine was called i think primio. Its the 60quid job that doesnt have 
teletext/radio 


>desk space and I'd love to move my 14-inch telly back to my room's "games 
>corner" (where it belongs) permanently! Alas, I don't want to get rid of 
>IE4 as I use it for everything net-related (more or less). Do you know why 
>you had that problem? 


no, it might not have been the problem, I just know it worked when i remove 
it. 
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s.iit.edu 


c/0000007 


/pc/00000 


s.iit.edu 
on> 


ck) 


d 


I do remember when installing ie4 it said it would have to change some of my 


directdraw drivers. Or it I might have been running it in the wrong mode my 


millinium has to be in 16bit mode to make it work properly. So long ago cant 


remmeber ( I have to use IE3 for other reasons so havent retried it). 


Also, does the "cheapo PAL version" really play back 
>NTSC fullscreen, full colour? :-) 


Its a long time since i tried but i remember trying some ntsc demos in ntsc 
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mode and they worked fine( Ill try some more and let you know) 


> 
>What is the picture quality like from the Yaroze on the YV card? How does 
>it compare with S-Video or RGB using the composite in? 


Quality is superb. (better than svhs/rgb). Commercial games look as if they are 
running in a higher res. I suspect the cards software is improving the picture 
before it is displayed (this rfers to 800x600, 16 bit mode). 


There is two problems. One is an annoying white line done the left side of the 
picture when running in full screen mode(when running in window this is 
absent.) 


The other is the a black border around the screen(about an inch) when running 
in full screen mode. the size of this seems dependant on mode you are running 
in(it is smaller in 640x480 cant test others as my millinium only supports 
640x80 and 800x600 in 16bit ) and i suspect how good your card is(i have a 
millinium 2mb) 


> 

>Cheers for your reply! 
> 

>Nick F 


—-MESSAGE FILE 11649 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
3 


--MESSAGE FILE 11650 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
074 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Yaroze and WinTV cards 

Date: 20 Apr 1998 20:02:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6hg9k1$shn11@chuka.playstation.co.uk> 

References: <6a5bc0$9103@chuka.playstation.co.uk> <34C82694.2D46@charlie.cns.iit.edu 
> <6c9p2mSbeo18@chuka.playstation.co.uk> <Olbd5ebbS$1bf24740Sfe3752ca@ferguson> 
NNTP-Posting-Host: n26.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/01lbd5ebb$1bf24740S$fe3752ca@ferguson 


>you had that problem? Also, does the "cheapo PAL version" really play back 
>NTSC fullscreen, full colour? :-) 

> 

> 


It definatly does play NTSC stuff however it displays it in a letterbox format 
similar to unoptimised nintendo games(except the letterboxing is vertical 
rather than horizontal). You also miss afew lines at the top and bottom. 
However the color is perfectly fine. I dont know about commercial games as I 
dont own any. 


P.S although mine does play NTSC stuff I think I should point out that the 
box/manuals/decoder on the board say it should only work with pal. 


—-MESSAGE FILE 11650 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
4 


--MESSAGE FILE 11651 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
075 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Wee Hauppauge problem... 


Net Yaroze newsgroups message dump.txt 


Date: Wed, 22 Apr 1998 23:31:55 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 
Message-ID: <6h1lro09$31i26@chuka.playstation.co.uk> 
NNTP-Posting-—Host: modem085.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi there! 


I got myself the Hauppauge Primio Model 406 (with teletext etc) and I 
can run PAL and NTSC stuff in colour no problem. Excellent! The only 
slight downer is that the picture doesn't look as good as it did when 
run through my TV's RGB scart socket. There is definite flickering in 
the picture which is quite noticable in patches of certain colours (ie 
Wipeout 2097's loading screens) and I think that the frame rate is maybe 
not all that great - playing certain games (especially James 
Rutherford's Snowball Fight demo) leads to fairly horrific "blur" and 
ghosting. Hmmm. I'm running it on an Intel P133 with 32 Megs, with a 
Diamond Stealth 3D 2000 with 2MB RAM. My regular screen rez is 800x600 
at 16-bit, but I've tried 640x480 and at 24-bit on both settings. No 
effect! I also tried different refresh rates - 60 to 72 Hz with similar 
non-results... 

The only thing I can think of is that my PC isn't quite quick enough - 
do you need a ninja processor for smooth update or what? Is there 
anything anyone can think of to improve the picture? I was a bit hacked 
off with the results at first, but fiddling with the colour settings has 
made things look a lot better. I just wish this little niggle could sort 
itself out! I'm using an S-Video cable which has worked fine in the past 
to connect the Yaroze to the PC, BTW... 


Nick F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 
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—-MESSAGE FILE 11651 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 


5 


--MESSAGE FILE 11652 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


076 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Yaroze and WinTV cards 

Date: Thu, 23 Apr 1998 09:30:23 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <353d55f5.7295490@news.scea.sony.com> 


References: <6a5bc0$9103@chuka.playstation.co.uk> <34C82694.2D46@charlie.cns.iit.edu 
> <6c9p2m$beo18chuka.playstation.co.uk> <Olbd5ebb$1bf24740Sfe3752ca@ferguson> <6hd4 


phSshn9@chuka.playstation.co.uk> 
NNTP-Posting-Host: ip74.ts2.phx.inficad.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent 1.5/32.451 


I have one of these also and really like it istaling IE4 may have 
updated the DirectX drivers which the card uses to work I thinnk you 
can tell tell the model type by the revision that it on a sticker on 
the big silver "block" the one I have is revision E 


On 19 Apr 1998 15:21:21 GMT, West <wb6ac> wrote: 


—-MESSAGE FILE 11652 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
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--MESSAGE FILE 11653 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
077 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 


Newsgroups: scee.yaroze.problems.pc 
Subject: Re: Wee Hauppauge problem... 
Date: Thu, 23 Apr 1998 20:06:28 +0000 


Organization: P (SCEE) 
Lines: 46 
Message-ID: <353F9134.98219571@ndirect.co.uk> 
References: <6h1r09$31i26@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-60.ndirect.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; 


layStation Net Yaroze 


charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 
To: Nick Ferguson <nickf@saqnet.co.uk> 


I don't use a TV card, but here are my thoughts. 


You're probably expecting a lot from your P133 (is it MMX?). Win 95 really 
does struggle on anything less than a 300MHz PII with 64Megs. I also assume 
that there will always be some flicker or judder when using a TV card 'Շօտ 
of the mismatch in frame rates. Have you tried running both the PC and 
Yaroze at 60fps? (Even then, they won't be perfectly in sync.) 


Herbs 


Nick Ferguson wrote: 


Hi there! 
I got myself the Hauppauge Primio Model 406 (with teletext etc) and I 
can run PAL and NTSC stuff in colour no problem. Excellent! The only 


slight downer is that the picture doesn't look as good as it did when 
run through my TV's RGB scart socket. There is definite flickering in 
the picture which is quite noticable in patches of certain colours (ie 
Wipeout 2097's loading screens) and I think that the frame rate is maybe 
not all that great - playing certain games (especially James 
Rutherford's Snowball Fight demo) leads to fairly horrific "bl 
ghosting. Hmmm. I'm running it on an Intel P133 with 32 Megs, 


ur" and 
with a 


Diamond Stealth 3D 2000 with 2MB RAM. My regular screen 
at 16-bit, but I've tried 640x480 and at 24-bit on both 
effect! I also tried different refresh rates - 60 to 72 
non-results... 

The only thing I can think of is that my PC isn't quite 


rez is 800x600 
settings. No 
Hz with similar 


quick enough - 


do you need a ninja processor for smooth update or what? Is there 
anything anyone can think of to improve the picture? I was a bit hacked 
off with the results at first, but fiddling with the colour settings has 
made things look a lot better. I just wish this little niggle could sort 
itself out! I'm using an S-Video cable which has worked fine in the past 
to connect the Yaroze to the PC, BIW... 


Nick F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 11653 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 


--MESSAGE FILE 11654 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
078 
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Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 
Subject: Re: Wee Hauppauge problem... 

Date: 23 Apr 1998 20:44:31 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 
Message-ID: <6ho97f$31i36@chuka.playstation.co.uk> 

References: <6h1r09$31i26@chuka.playstation.co.uk> 

NNTP-Posting-Host: n8.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hlro9$31i26@chuka.playstation.co.uk 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 

>Hi there! 

> 

>I got myself the Hauppauge Primio Model 406 (with teletext etc) and I 
>can run PAL and NTSC stuff in colour no problem. Excellent! The only 
>slight downer is that the picture doesn't look as good as it did when 
>run through my TV's RGB scart socket. 


Could this be your monitor. I have a trinitron monitor and the picture is 
superb. Or could it be your card as the WinTv uses your graphic card to display 
the picture. I use a millinium. 


There is definite flickering in 

>the picture which is quite noticable in patches of certain colours (ie 
>Wipeout 2097's loading screens) and I think that the frame rate is maybe 
>not all that great - playing certain games (especially James 
>Rutherford's Snowball Fight demo) leads to fairly horrific "blur" and 
>ghosting. Hmmm. I'm running it on an Intel P133 with 32 Megs, with a 
>Diamond Stealth 3D 2000 with 2MB RAM. My regular screen rez is 800x600 
>at 16-bit, but I've tried 640x480 and at 24-bit on both settings. No 
>effect! I also tried different refresh rates - 60 to 72 Hz with similar 
>non-results... 

>The only thing I can think of is that my PC isn't quite quick enough - 
>do you need a ninja processor for smooth update or what? 


Probably true, if I remember the WinTV transfers all the data across the bus to 
your graphics card(correct me if I"m wrong). I use a 
233MMX/32mb/millin/giga-byte mb and have eperienced no flicker whatsoever even 
when running Wipeout and Visual C++ at the same time in 16bit mode. I also run 
my card through 


>anything anyone can think of to improve the picture? I was a bit hacked 
>off with the results at first, but fiddling with the colour settings has 
>made things look a lot better. I just wish this little niggle could sort 
>itself out! I'm using an S-Video cable which has worked fine in the past 
>to connect the Yaroze to the PC, BTW... 

> 


Get a faster processor/video card 


—-MESSAGE FILE 11654 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
8 


--MESSAGE FILE 11655 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
079 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Wee Hauppauge problem... 

Date: Fri, 24 Apr 1998 00:48:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <6hoj0j$31i41@chuka.playstation.co.uk> 

References: <6h1ro09$31i26@chuka.playstation.co.uk> <353F9134.98219571@ndirect.co.uk> 
NNTP-Posting-—Host: modem046.saqnet.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Alex Herbert wrote in message <353F9134.98219571@ndirect.co.uk>... 

>You're probably expecting a lot from your P133 (is it MMX?). Win 95 

Ն րարատ on anything less than a 300MHz PII with 64Megs 


F***ing hell!!! Isn't that statement a bit OTT? =) I guess I'll have to 
wait for my bank balance to "stabilise"! 


Nick "planning on upgrading around Xmas" F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 

http: //www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 11655 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000007 
9 


--MESSAGE FILE 11656 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
080 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Wee Hauppauge problem... 

Date: 24 Apr 1998 14:53:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6hq91rSb03@chuka.playstation.co.uk> 

References: <6h1lro09$31i26@chuka.playstation.co.uk> <353F9134.98219571@ndirect.co.uk> 
<6hoj0j$31141@chuka.playstation.co.uk> 

NNTP-Posting-Host: n35.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hojoj$31i41@chuka.playstation.co.uk 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 

>Alex Herbert wrote in message <353F9134.98219571@ndirect.co.uk>... 

> 

>>You're probably expecting a lot from your P133 (is it MMX?). Win 95 
>really 

>>does struggle on anything less than a 300MHz PII with 64Megs 


>http://www.netyaroze-europe.com/~rookiel 
>ICQ #: 9464742 


>"...the Master of Unlocking..." 

>m your P133 (is it MMX?). Win 95 

>really 

>>does struggle on anything less than a 300MHz PII with 64Megs 
> 


Win95 struggles period :) 


—-MESSAGE FILE 11656 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
0 


--MESSAGE FILE 11657 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
081 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Help with IRQ conflicts. 

Date: Sat, 25 Apr 1998 11:45:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt 


Lines: 36 

Message-ID: <3541BEC1.A3EFFC76@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I've just recently acquired Net Yaroze, and I've managed to get 
things set up. But I'm really having trouble setting Windows 95 
to run without any conflicts. 
Yeap, I know that *is* a challenge in itself. 

But I could be doing without these frequent mouse lock ups. 


Specifically, the trouble lies in trying to use an internal modem, 
and using both serial ports (one for my Logitech MouseMan, and 
one for the serial link to the Yaroze). 

Currently, Windows automatically assigns I/O addresses and IRQs 
as such. 


Internal Modem 03F8/03FF 4 
Com 2 (Mouse) 02Բ8/02ԲԲ 3 
Com 4 (Yaroze) 02E8/02EF 3 


Now, its obvious that the com ports conflict but I just cannot 
assign a new IRQ to com 4. "This resource setting cannot be 
modified" is what Windows spews out. 


I know I won't be using the modem and developing on the Yaroze 
simultaneously, so as a compromise I'd like to share the same IRQ. 
Is that possible? 


But trying that I just cannot get connected to Yaroze, either 
through PsComUtil or siocons. 


Now there must be someone using an internal modem and developing 
on Yaroze and using Windows 95. 

Do you have the same problems, and if not can you tell me how to 
avoid these conflicts? 


Cheers. 


jc 


Page 7703 


--MESSAGE FILE 11657 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 


1 


--MESSAGE FILE 11658 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


082 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Help with IRQ conflicts. 

Date: Sat, 25 Apr 1998 14:54:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <6hsv4e$b012@chuka.playstation.co.uk> 
References: <3541BEC1.A3EFFC76@chowfam.demon.co.uk> 
NNTP-Posting-Host: 195.2.132.37 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi James, 


James Chow wrote in message <3541BEC1.A3EFFC76@chowfam.demon.co.uk>... 


>Specifically, the trouble lies in trying to use an internal modem, 
>and using both serial ports (one for my Logitech MouseMan, and 
>one for the serial link to the Yaroze). 

>Now, its obvious that the com ports conflict but I just cannot 
>assign a new IRQ to com 4. "This resource setting cannot be 
>modified" is what Windows spews out. 
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I had much the same trouble... read on... 


>I know I won't be using the modem and developing on the Yaroze 
>simultaneously, so as a compromise I'd like to share the same IRQ. 
>Is that possible? 


Yes, it is possible! 0x2f8, IRQ 3 is my Net Yaroze setting -> 


This IRQ is used by my modem (on COM 4, apparently) and also COM 2, and 
so long as I never use them at the same time I don't have any trouble. I 
bought an adaptor so I could connect the smaller-sized Yaroze port to my 
larger serial port, but I guess you did that already. 


>But trying that I just cannot get connected to Yaroze, either 
>through PsComUtil or siocons. 

>Now there must be someone using an internal modem and developing 
>on Yaroze and using Windows 95. 

>Do you have the same problems, and if not can you tell me how to 
>avoid these conflicts? 


The only thing I can think of is that your second serial port may not be 
enabled in the BIOS. This is what happened to me - 4 hours of messing 
about adding and removing COM ports and configuring them, and the real 
problem was that my BIOS had disabled the second serial port. Grrr! 


Try quitting into DOS and running the Yaroze from there. If that works 
you at least know it is W95 specific. 


Good luck! I know how you feel... 


Nick F 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 11658 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
2 


--MESSAGE FILE 11659 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
083 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: MAJOR Hauppauge problem! 

Date: Sat, 25 Apr 1998 16:17:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6hsv4f$b013@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.2.132.37 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Erk! 


No sooner do I finally get my Hauppauge 406's settings all fine and 
dandy than the &*S$%ing thing goes belly-up on me! OK, here's a rough 
description of the problem: 


The picture in the WinTV window (or, if in full-screen TV mode, the 
whole picture) has suddenly become unbelievably bright. It's as if 
somebody had set the brightness waaaay up as the default setting. I can 
reduce the brightness, sure, but I have to get it down to about 0 to 
make out what is on the screen, and no amount of fiddling about with the 
colour or contrast can prevent the picture looking, well, shite. It is 
"absolutely not acceptable", as my teachers at school used to say (not 
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infrequently)... 


The rest of my monitor's picture is fine - the rest of Windows is OK and 
my 3DFX games are fine, too. I get the same effect whether I connect to 
the card via the S-Video or phono socket, and using it as a TV. It's 
completely useless! I haven't installed anything since I last used the 
card and it was fine then. Oh, except for the PC Forsaken demo which 
came on one of those natty mini-size CDs (£1.99 in EB - v. nice!) and I 
refuse to believe that was responsible coz I've had DirectX 5 installed 
for months now. 


2 days ago, everything worked fine(ish). If you look at the thread 
below, you'll see I had some flicker in the picture - do you think it's 
likely I got a dodgy card, thus the early flickering problems and now 
this indicate I should get down to the shop and exchange it pronto? 


Has anyone had this problem and got any advice? When people say they 
"couldn't get the card to work" do they mean it just wouldn't work at 
all, or they had picture distortion/ washout big-time like me? 


Nick "apologetic and sick of asking for help" F 


PS Before anyone says, I *have* mailed Hauppauge but they haven't been 
much use previously, claiming the 406 never supported NTSC etc 


nickf@saqnet.co.uk 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 

ICQ #: 9464742 

",..the Master of Unlocking..." 


—-MESSAGE FILE 11659 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
3 


--MESSAGE FILE 11660 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
084 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Help with IRQ conflicts. 

Date: Sun, 26 Apr 1998 01:06:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35427AA1.DC6177EF@chowfam.demon.co.uk> 

References: <3541BEC1.A3EFFC76@chowfam.demon.co.uk> <6hsv4e$b012@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


If it wasn't clear in my original post, I had already managed to get 
the bouncing balls example program running. But that required to 
disable my mouse, which meant working Windows with keyboard only. 


Anyway, I have everything working now. YES! 


I forgot all about the BIOS. The last time I looked at it was over 
a year ago. 
Both serial ports were working correctly anyway. 


But I found this little option in a Plug and Play Configuration 
section, where it says "Boot with PnP OS" and gives an option 


for "Windows 95". I've selected that and now Windows has shifted 
my internal modem to IRQ 12, leaving 3 and 4 for both the com 
ports. 


Thanks for the prompt, Nick. 
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jc 


—-MESSAGE FILE 11660 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
4 


--MESSAGE FILE 11661 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
085 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: dajudge@inficad.com (Michael Klucher) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Help with IRQ conflicts. 

Date: Sun, 26 Apr 1998 10:21:55 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <35430a24.846767@news.scea.sony.com> 

References: <3541BEC1.A3EFFC76@chowfam.demon.co.uk> 
NNTP-Posting-Host: ip68.ts2.phx.inficad.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent 1.5/32.451 


The reason for this is because a computer only really has two COM 
ports 1/3 and 2/4 share the same IRQ address no matter what like you 
said in the message my advice was if you have a decent modem you 
should be able to change the IRQ setting on it (Through the jumpers). 
The USRobotics modem I have allows this. Hope I was of some help 
Michael Klucher 


On Sat, 25 Apr 1998 11:45:21 +0100, James Chow 
<james@chowfam.demon.co.uk> wrote: 


>I've just recently acquired Net Yaroze, and I've managed to get 
>things set up. But I'm really having trouble setting Windows 95 
>to run without any conflicts. 
>Yeap, I know that *is* a challenge in itself. 

>But I could be doing without these frequent mouse lock ups. 
> 
>Specifically, the trouble lies in trying to use an internal modem, 
>and using both serial ports (one for my Logitech MouseMan, and 
>one for the serial link to the Yaroze). 

>Currently, Windows automatically assigns I/O addresses and IRQs 
>as such. 


> 

>Internal Modem 03F8/03FF 4 

>Com 2 (Mouse) 02F8/02FF 3 

>Com 4 (Yaroze) 02E8/02EF 3 

> 

>Now, its obvious that the com ports conflict but I just cannot 
>assign a new IRQ to com 4. "This resource setting cannot be 
>modified" is what Windows spews out. 

> 


>I know I won't be using the modem and developing on the Yaroze 
>simultaneously, so as a compromise I'd like to share the same IRQ. 
>Is that possible? 

> 

>But trying that I just cannot get connected to Yaroze, either 
>through PsComUtil or siocons. 

> 

>Now there must be someone using an internal modem and developing 
>on Yaroze and using Windows 95. 

>Do you have the same problems, and if not can you tell me how to 
>avoid these conflicts? 

> 

>Cheers. 


—-MESSAGE FILE 11661 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
5 
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--MESSAGE FILE 11662 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
086 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: MAJOR Hauppauge problem! 

Date: 26 Apr 1998 18:19:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6hvts7$b018@chuka.playstation.co.uk> 

References: <6hsv4f$b013@chuka.playstation.co.uk> 

NNTP-Posting-Host: n3.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hsv4f$b013@chuka.playstation.co.uk 


I seem to remember having the washout on a couple of times when I first got the 
card. I think I got this when trying to see which NTSC setting to use. However 
my washouts went as soon as I selected the correct NTSC option. I also had to 
get the latest drivers of their website to get mine to work properly (although 
this cured window probs). Are you sure the settings are okay, I find my 
hauppage sometimes forgets its settings. 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 

>Erk! 

> 

>No sooner do I finally get my Hauppauge 406's settings all fine and 
>dandy than the &*S%ing thing goes belly-up on me! OK, here's a rough 
>description of the problem: 

> 

>The picture in the WinTV window (or, if in full-screen TV mode, the 
>whole picture) has suddenly become unbelievably bright. It's as if 
>somebody had set the brightness waaaay up as the default setting. I can 
>reduce the brightness, sure, but I have to get it down to about 0 to 
>make out what is on the screen, and no amount of fiddling about with the 
>colour or contrast can prevent the picture looking, well, shite. It is 
>"absolutely not acceptable", as my teachers at school used to say (not 
>infrequently)... 

> 

>The rest of my monitor's picture is fine - the rest of Windows is OK and 
>my 3DFX games are fine, too. I get the same effect whether I connect to 
>the card via the S-Video or phono socket, and using it as a TV. It's 
>completely useless! I haven't installed anything since I last used the 
>card and it was fine then. Oh, except for the PC Forsaken demo which 
>came on one of those natty mini-size CDs (£1.99 in EB - v. nice!) and I 
>refuse to believe that was responsible coz I've had DirectX 5 installed 
>for months now. 

> 

>2 days ago, everything worked fine(ish). If you look at the thread 
>below, you'll see I had some flicker in the picture - do you think it's 
>likely I got a dodgy card, thus the early flickering problems and now 
>this indicate I should get down to the shop and exchange it pronto? 

> 
>Has anyone had this problem and got any advice? When people say they 
>"couldn't get the card to work" do they mean it just wouldn't work at 
>all, or they had picture distortion/ washout big-time like me? 

> 

>Nick "apologetic and sick of asking for help" F 

> 

>PS Before anyone says, I *have* mailed Hauppauge but they haven't been 
>much use previously, claiming the 406 never supported NTSC etc 

> 
>nickf@saqnet.co.uk 
>http://www.sagnet.co.uk/users/nickf/index.html 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 

>ICQ #: 9464742 

>"...the Master of Unlocking..." 

> 

> 


Net Yaroze newsgroups message dump.txt Page 7708 


-—-MESSAGE FILE 11662 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
6 


--MESSAGE FILE 11663 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
087 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: MAJOR Hauppauge problem! 

Date: Sun, 26 Apr 1998 19:41:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <6hvuul$b019@chuka.playstation.co.uk> 
References: <6hsv4f$b013@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk316.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I bought one of those cards ages ago. With most things, it had the 95 logo on 
the box, along with logos for Intel, Daz Ultra, Green Flag Breakdown, and 
Persil. Like most things I buy, I ripped it out of the box, looked at the 
floppies, looked for the words NT, but to no avail. Also like most things, I 


went straight onto the internet to download the NT drivers, BUT THERE WERE NONE 
| 


This is just a warning to other NT user(s) that no drivers are planned for us. 
Instead, spend the money on a stong bit of rope, a nice solid nut and bolt anda 
masonary drill, and concoct a ceiling cradle to lower and raise the telly 
in-between coding. 


Steve "bruised head' Dunn. 


>Erk! 

> 

>No sooner do I finally get my Hauppauge 406's settings all fine and 
>dandy than the &*S%ing thing goes belly-up on me! OK, here's a rough 
>description of the problem: 

> 

>The picture in the WinTV window (or, if in full-screen TV mode, the 
>whole picture) has suddenly become unbelievably bright. It's as if 
>somebody had set the brightness waaaay up as the default setting. I can 
>reduce the brightness, sure, but I have to get it down to about 0 to 
>make out what is on the screen, and no amount of fiddling about with the 
>colour or contrast can prevent the picture looking, well, shite. It is 
>"absolutely not acceptable", as my teachers at school used to say (not 
>infrequently)... 

> 

>The rest of my monitor's picture is fine - the rest of Windows is OK and 
>my 3DFX games are fine, too. I get the same effect whether I connect to 
>the card via the S-Video or phono socket, and using it as a TV. It's 
>completely useless! I haven't installed anything since I last used the 
>card and it was fine then. Oh, except for the PC Forsaken demo which 
>came on one of those natty mini-size CDs (£1.99 in EB - v. nice!) and I 
>refuse to believe that was responsible coz I've had DirectX 5 installed 
>for months now. 

> 

>2 days ago, everything worked fine(ish). If you look at the thread 
>below, you'll see I had some flicker in the picture - do you think it's 
>likely I got a dodgy card, thus the early flickering problems and now 
>this indicate I should get down to the shop and exchange it pronto? 

> 
>Has anyone had this problem and got any advice? When people say they 
>"couldn't get the card to work" do they mean it just wouldn't work at 
>all, or they had picture distortion/ washout big-time like me? 

> 

>Nick "apologetic and sick of asking for help" F 

> 

>PS Before anyone says, I *have* mailed Hauppauge but they haven't been 
>much use previously, claiming the 406 never supported NTSC etc 

> 
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>nickf@saqnet.co.uk 
>http://www.sagqnet.co.uk/users/nickf/index.html 
>http://www.n64gazetta.com 
>http://www.netyaroze-europe.com/~rookiel 

>ICQ #: 9464742 

>"...the Master of Unlocking..." 

> 

> 


—-MESSAGE FILE 11663 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
7 


--MESSAGE FILE 11664 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
088 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Hardware Interrupt exceptions. 

Date: Sun, 26 Apr 1998 19:46:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3543811E.62CC0EF4@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I'm not sure if this should go in here or in *.programming.codewarrior. 
But I'll try here first anyway. 


"The PlayStation has generated a Hardware Interrupt exception at 
instruction address 0x8006a8c0." 


is the message I read from PsComUtil whenever I terminate the 
bouncing balls example program (by pressing "select"). 

Now can someone explain to me how I can get rid of this, and 
get the program to terminate correctly? 


Thanks in advance. 


jc 


—-MESSAGE FILE 11664 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
8 


--MESSAGE FILE 11665 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
089 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hardware Interrupt exceptions. 

Date: Sun, 26 Apr 1998 23:21:09 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <3543c082.24288477@news.scea.sony.com> 

References: <3543811E.62CCOEF4@chowfam.demon.co.uk> 
NNTP-Posting-Host: 151.198.184.9 

X-Newsreader: Forte Free Agent 1.11/32.235 


>is the message I read from PsComUtil whenever I terminate the 
>bouncing balls example program (by pressing "select"). 

>Now can someone explain to me how I can get rid of this, and 
>get the program to terminate correctly? 


This is just the way it is with PsComUtil, you should be able to 
continue to work with the yaroze, downloading and executing the next 
program you wish to run. If you search through the threads in the 
SCEE and SCEA CW groups, you will find many mentions of this 
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characteristic of CW. 


-Matt 


--MESSAGE FILE 11665 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000008 
9 


--MESSAGE FILE 11666 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
090 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: MAJOR Hauppauge problem! 

Date: 27 Apr 1998 20:08:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6i2oj8Sn9kl@chuka.playstation.co.uk> 

References: <6hsv4fSb013@chuka.playstation.co.uk> <6hvuul$b019@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: n30.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6hvuul$b019@chuka.playstation.co.uk 


"Steve Dunn" <steve@backroom.tm> wrote: 

>I bought one of those cards ages ago. With most things, it had the 95 logo on 
>the box, along with logos for Intel, Daz Ultra, Green Flag Breakdown, and 
>Persil. Like most things I buy, I ripped it out of the box, looked at the 
>floppies, looked for the words NT, but to no avail. Also like most things, I 
>went straight onto the internet to download the NT drivers, BUT THERE WERE NONE 
>! 

> 

>This is just a warning to other NT user(s) that no drivers are planned for us. 
>Instead, spend the money on a stong bit of rope, a nice solid nut and bolt and a 
> 


Are you sure? Thier Homepage has an NT section under the Win95 section. and it 
advertises driver updates for winNT for all WinTv boards. 


--MESSAGE FILE 11666 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
0 


--MESSAGE FILE 11667 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
091 

Path: chuka.playstation.co.uk!news 

From: RAF2@le.ac.uk 

Newsgroups: scee.yaroze.problems.pc 

Subject: Parallel Port 

Date: Fri, 15 May 1998 13:28:06 -0700 
Organization: University of Leicester (PCFS User) 
Lines: 14 

Message-ID: <355CA555.13B9@le.ac.uk> 
NNTP-Posting-Host: pc53.harebell7.le.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Winl6; I) 


Hi 


This isn't really games related. I have been approached by a lecturer 
at my uni to do a project using the net yaroze to visualise radio 
signals. 


I would like to know whether it would be possible for the yaroze to be 
able to receive a signal through the parallel port or failing that 
through one of the controller ports. 

I realise that this sort of application is not what the yaroze is meant 
for. The uni seem to want me not to do a games related project. 
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Thanks 


Rob 
—-MESSAGE FILE 11667 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
al 


--MESSAGE FILE 11668 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
092 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.problems.pc 
Subject: Re: Parallel Port 

Date: Fri, 15 May 1998 16:45:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <355C62FC.37E0@saqnet.co.uk> 
References: <355CA555.13B9@le.ac.uk> 
Reply-To: nickf@saqnet.co.uk 
NNTP-Posting-Host: at1l4-011.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


ԵՍ 
իք 
zj 
N 
e 


le.ac.uk wrote: 


This isn't really games related. I have been approached by a lecturer 
at my uni to do a project using the net yaroze to visualise radio 
signals. 


I would like to know whether it would be possible for the yaroze to be 
able to receive a signal through the parallel port or failing that 
through one of the controller ports. 

I realise that this sort of application is not what the yaroze is meant 
for. The uni seem to want me not to do a games related project. 


ՃՊԿԿՊՅՊՊ«ՎՊՊՊՉՎԿ 


So, you aren't allowed to work on a gamesy thing, but you ARE allowed to 
work on 'visualising radio signals'? 

Hmmm, I hate it when people turn their nose up at games - I mean, is 
this other idea of any more use to humanity? (it probably is, isn't it? 
Er, I'll get me coat)... 

I can't really help you with the tech. details I'm afraid - I'ma bit of 
a newbie. I just think if you came up with a viable games project and it 
was KBed, well, that sucks...so here I am being 'outraged' 


Nick "hatred" F 


PS Heh, my Psychology literature review is titled: "Immersion and 

Emotion: the psychological impact of video games"... 

—-MESSAGE FILE 11668 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
2 


--MESSAGE FILE 11669 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
093 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Parallel Port 

Date: Fri, 15 May 1998 18:38:01 +0100 

Organization: Yaloozer 

Lines: 16 

Message-ID: <6jhugcS$f405@chuka.playstation.co.uk> 
References: <355CA555.13B9@le.ac.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> I would like to know whether it would be possible for the yaroze to be 
>able to receive a signal through the parallel port or failing that 
>through one of the controller ports. 
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Have a look at homepages.giessen.netsurf.de/~nk00451 
theres a pinout of the parallel port, it looks pretty much a standard memory 


mapped IO jobby. But theres no timing diagram and its probably 3.3V logic. 
And i dont suppose anyone at Sony will help you out. 


Im intrigued as to why you plan to use a yaroze. tell more. 


gr 


—-MESSAGE FILE 11669 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
3 


--MESSAGE FILE 11670 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
094 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Parallel Port 

Date: Fri, 15 May 1998 14:02:44 -0700 

Organization: Cisco Systems 

Lines: 25 

Message-ID: <355CAD74.601F0263@netmagic.net> 

References: <355CA555.13B9@le.ac.uk> <6jhugcS$f405@chuka.playstation.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Any way to send data through both the parallel ports of the PC and 
Yaroze? I hate the serial I/O speed but don't want to get an AR 
(yet). Anything faster than 115kbps will do! 

- e! 


Graeme Evans wrote: 


> 

> > I would like to know whether it would be possible for the yaroze to be 
> >able to receive a signal through the parallel port or failing that 

> >through one of the controller ports. 

> 

> Have a look at homepages.giessen.netsurf.de/~nk00451 

> 

> theres a pinout of the parallel port, it looks pretty much a standard memory 
> mapped IO jobby. But theres no timing diagram and its probably 3.3V logic. 
> And i dont suppose anyone at Sony will help you out. 

> 

> Im intrigued as to why you plan to use a yaroze. tell more. 

> 

> gr 

- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 11670 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
4 


--MESSAGE FILE 11671 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
095 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: YarozeMaster v2.0 

Date: Mon, 25 May 1998 09:10:15 +0200 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6kb5g8Shcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: ois.orion.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1004 scee.yaroze.freetalk 
.french:28 scee.yaroze.freetalk.german:15 scee.yaroze.freetalk.italian:18 scee.yaroz 
e.freetalk.scandinavian:6 scee.yaroze.problems.pc:95 scee.yaroze.programming.codewar 
rior:253 scee.yaroze.programming.gnu_compiler:200 


YarozeMaster V2.0 is ready! 


YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
Developer Studio) complete with project management. Just add a source file 
and it will be compiled and linked. No more editting of makefiles. 
Like 71.0, YarozeMaster also includes the front-end օք the SioConsole from 
Sony and can import old batch files. Unlike v1.0, YarozeMaster works under 
NT. 


You can download it from http://www.playstation-europe.com/~deruiter Just 
look for YarozeMaster. 


If you have any comments/suggestions you can mail me. 
Happy programming! 


Maurice Sibrandi 
sibrandi@orion.nl 


—-MESSAGE FILE 11671 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
5 


--MESSAGE FILE 11672 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
096 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk.french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler,sc 

Subject: Re: YarozeMaster v2.0 

Date: 25 May 1998 11:19:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0Olbd87ce$bf4ab940$73d449c2@Angelal.intelligent-—group.com> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1005 scee.yaroze.freetalk 
.french:29 scee.yaroze.freetalk.german:16 scee.yaroze.freetalk.italian:19 scee.yaroz 
e.freetalk.scandinavian:7 scee.yaroze.problems.pc:96 scee.yaroze.programming.codewar 
rior:254 scee.yaroze.programming.gnu_compiler:201 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6kb5g8S$hcal7@chuka.playstation.co.uk>... 

> YarozeMaster V2.0 is ready! 

> 

> YarozeMaster v2.0 now supports Windows95 and Windows NT 4.0. 

> YarozeMaster v2.0 has a graphical IDE for the gnu compiler/linker (like 
> Developer Studio) complete with project management. Just add a source 
file 

> and it will be compiled and linked. No more editting of makefiles. 

> Like v1.0, YarozeMaster also includes the front-end օք the SioConsole 
from 
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> Sony and can import old batch files. Unlike v1.0, YarozeMaster works 
under 
> NT. 


I'll be checking it out straight away - I use v1.0 instead of SIOCONS all 


the time... 


Maurice Sibrandi 
sibrandi@orion.nl 


V V V V 


Craig. 
—-MESSAGE FILE 11672 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
6 


--MESSAGE FILE 11673 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
097 

Path: chuka.playstation.co.uk!news 

From: Andy <andy.thorn@virgin.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Can't download 

Date: Mon, 01 Jun 1998 22:25:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <35731C33.3F4E@virgin.net> 

Reply-To: andy.thorn@virgin.net 
NNTP-Posting-Host: p30-scoter-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN711-003 (Win95; 1) 


Please Help! 


I am having problems with the communication between the PC and the 
Yaroze. 


The contents of DJSETUP are on Autoexec.bat, and the 'devicehigh' 
command is on Config.sys 


They can 'see' each other - entering 'dir' at the siocons prompt results 
in the Yaroze boot disk contents being displayed, 

'cls' clears the TV screen, but when attempting to send data (ie BATCHO 
or BATCH1), problems occur. (The 'make' command seems to have worked OK 
to get the above two files) 


Siocons displays the first download line 
tuto0 [.text] address:80100000-80100lef size:0001f0 000180: 


But the Yaroze screen says the data is FFFFFEFF bytes long - then both 
ends hang. (The same thing happens with the demo program) 


While troubleshooting, I created a one byte file, which I tried to LOAD. 
When I did this, the Yaroze said it was one byte, but then said 


PARITY ERROR (FFFFFFFF) . 


Anyone have any idea why this is happening? I've tried com ports 1 & 2 
with the same result. 


Andy Thorn 
—-MESSAGE FILE 11673 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
7 


--MESSAGE FILE 11674 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
098 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 
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Subject: Re: Can't download 

Date: Wed, 3 Jun 1998 12:50:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <613db5S607@chuka.playstation.co.uk> 
References: <35731C33.3F4E@virgin.net> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 


What is the connection speed? If it is 115200bps try using the default 9600 

and see if you can download then. If that works, gradually up the rate until 
it stops working again then use the rate it last worked at. Apparently some 

people have had trouble in the past using high speed settings! 


JohnT 


Andy wrote in message <35731C33.3F4E@virgin.net>... 

>Please Help! 

> 

>I am having problems with the communication between the PC and the 
>Yaroze. 

> 

>The contents of DJSETUP are on Autoexec.bat, and the 'devicehigh' 
>command is on Config.sys 

> 

>They can 'see' each other - entering 'dir' at the siocons prompt results 
>in the Yaroze boot disk contents being displayed, 

>'cls' clears the TV screen, but when attempting to send data (ie BATCHO 


>or BATCH1), problems occur. (The 'make' command seems to have worked OK 
>to get the above two files) 

> 

>Siocons displays the first download line 

> 

>tuto0 [.text] address:80100000-801001ef size:0001f0 000180: 

> 

>But the Yaroze screen says the data is FFFFFEFF bytes long - then both 
>ends hang. (The same thing happens with the demo program) 

> 


>While troubleshooting, I created a one byte file, which I tried to LOAD. 
>When I did this, the Yaroze said it was one byte, but then said 

> 

>PARITY ERROR (FFFFFFFF) . 

> 

>Anyone have any idea why this is happening? I've tried com ports 1 & 2 
>with the same result. 

> 

>Andy Thorn 


—-MESSAGE FILE 11674 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
8 


--MESSAGE FILE 11675 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
099 

Path: chuka.playstation.co.uk!news 

From: dave@ulthwe.demon.co.uk (Dave Smethurst) 
Newsgroups: scee.yaroze.problems.pc 

Subject: IE3.0 

Date: Fri, 05 Jun 1998 22:48:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35744710.1072291@www.netyaroze-europe. com> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi 
Dunno if anyone else if having problems but I have been unable 


to access any of the netyaroze site for the past week/week half 
using IE3.0 under NT ! 
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Is anyone else having this problem ? 
Ta 


D 

dave@ulthwe.demon.co.uk 

—-MESSAGE FILE 11675 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000009 
9 


--MESSAGE FILE 11676 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
100 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: IE3.0 

Date: Sat, 06 Jun 1998 01:19:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <357897e1.953054@news.playstation.co.uk> 
References: <35744710.1072291@www.netyaroze-europe.com> 
NNTP-Posting-Host: p21-guillemot-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 05 Jun 1998 22:48:35 GMT, dave@ulthwe.demon.co.uk (Dave 
Smethurst) wrote: 


>Hi 

> 

>Dunno if anyone else if having problems but I have been unable 
>to access any of the netyaroze site for the past week/week half 
>using IE3.0 under NT ! 

> 

>Is anyone else having this problem ? 


>D 
>—— 
>dave@ulthwe.demon.co.uk 


I'm not having this problem at home with IE3 .... but at work we run 
IE3 under windows NT and I cannot access the Net Yaroze site using it 
because for security reasons ( !!!! ) the company has decided to 
disable things like Java and Active X on the browsers which means that 
you never get the password screen. However, I can access it fine from 
work using Netscape 4 ( which I'm not supposed to use, but nobody 
knows so what the hell ! ). So the moral of this story is check that 
you've got all the crap like Java and stuff enabled on your browser ! 


(Apologies for the state of this post but It's been a long night and 
it's showing no signs of ending yet...... ) 


—-MESSAGE FILE 11676 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
0 


--MESSAGE FILE 11677 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
101 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.freetalk. french, scee.yaroze.fre 
etalk.german, scee.yaroze.freetalk.italian, scee.yaroze.freetalk.scandinavian, scee.yar 
oze.problems.pc, scee.yaroze.programming.codewarrior, scee.yaroze.programming.gnu_comp 
iler 

Subject: Re: YarozeMaster v2.0 

Date: Sat, 6 Jun 1998 12:10:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <61b83h$1292@chuka.playstation.co.uk> 

References: <6kb5g8S$hcal7@chuka.playstation.co.uk> 
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NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3007.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3007.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1102 scee.yaroze.freetalk 
.french:32 scee.yaroze.freetalk.german:19 scee.yaroze.freetalk.italian:20 scee.yaroz 
e.freetalk.scandinavian:8 scee.yaroze.problems.pc:101 scee.yaroze.programming.codewa 
rrior:258 scee.yaroze.programming.gnu_compiler:202 


>You can download it from http://www.playstation-europe.com/~deruiter Just 
>look for YarozeMaster. 

That address should be http://www.netyaroze-europe.com/~deruiter as the one 
given comes up 'page not found'! 


JohnT 


—-MESSAGE FILE 11677 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
1 


--MESSAGE FILE 11678 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
102 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Nice ARS for Windows NT 

Date: Tue, 23 Jun 1998 18:59:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6mosodSenm7@chuka.playstation.co.uk> 

NNTP-Posting-Host: p4l-osterich-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:368 scee.yaroze.freetalk.english 
21238 scee.yaroze.problems.pc:102 


Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
having trouble starting Nice ARS by Steve Dunn. When I start-up my system I 
get the following message in the event log :- 


The GenPort service failed to start due to the following error: 
The specified service is disabled and cannot be started. 


I know my PC-Comms link is working and it is set to address 0x320 but I 
can't seem to get it to work. I don't think I have any other hardware items 
conflicting with the base IO port. Is there anyone out there that can help 
because I don't know much about the way NT works. 


Cheers, 


James 


—-MESSAGE FILE 11678 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
2 


--MESSAGE FILE 11679 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
103 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Wed, 24 Jun 1998 09:17:48 +0100 

Organization: Backroom Software Ltd. 

Lines: 40 
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Message-ID: <6mqcutSenm17@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera022.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:369 scee.yaroze.freetalk.english 
21253 scee.yaroze.problems.pc:103 


I'd need to look at the registry file you merged into your registry. 

If you like, you can be a 'guinea pig' for the new version that supports all 
of the datel commands as well as being a file server. The new commands 
enable you to; 

send a byte 

send a word 

send a file 

reflash the AR (with the Datel ROM of course :) 

view registers 

view memory 

etc. 

etc. 

Let me know if you are(or anyone else) is interested. 


Steve 
James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 
> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 


>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
1 
>get the following message in the event log :- 


> 

> The GenPort service failed to start due to the following error: 

> The specified service is disabled and cannot be started. 

> 

> I know my PC-Comms link is working and it is set to address 0x320 but I 


>can't seem to get it to work. I don't think I have any other hardware items 
>conflicting with the base IO port. Is there anyone out there that can help 
>because I don't know much about the way NT works. 

> 

> 

>Cheers, 


—-MESSAGE FILE 11679 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
3 


--MESSAGE FILE 11680 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
104 

Path: chuka.playstation.co.uk!news 

From: “James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 
Subject: Re: Nice ARS for Windows NT 

Date: Wed, 24 Jun 1998 18:29:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 71 
Message-ID: <6mrd8aSenm22@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
-uk> 
NNTP-Posting-Host: p09-swan-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:370 scee.yaroze.freetalk.english 
21263 scee.yaroze.problems.pc:104 


Please find attached copy of the genport.reg file that I used, I have 
changed the I0PortCount because I believe my SB32 card uses IO port 330. 
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If you need a willing 'guinea pig', look no further!! I would be glad to 
help you. 


Cheers, 


James 


Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>I'd need to look at the registry file you merged into your registry. 

>If you like, you can be a 'guinea pig' for the new version that supports 
all 

>of the datel commands as well as being a file server. The new commands 
>enable you to; 

>send a byte 

>send a word 

>send a file 

>reflash the AR (with the Datel ROM of course :) 

>view registers 

>view memory 

>etc. 

>etc. 

>Let me know if you are(or anyone else) is interested. 

> 

>Steve 

>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 

>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
>I 

>>get the following message in the event log :- 


>> 

>> The GenPort service failed to start due to the following error: 

>> The specified service is disabled and cannot be started. 

>> 

>> I know my PC-Comms link is working and it is set to address 0x320 but 
I 

>>can't seem to get it to work. I don't think I have any other hardware 
items 

>>conflicting with the base IO port. Is there anyone out there that can help 


>>because I don't know much about the way NT works. 
>> 

>> 
>>Cheers, 
>> 

>> 

>> 
>>James 
>> 

>> 

>> 

> 

> 


—-MESSAGE FILE 11680 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
4 


--MESSAGE FILE 11681 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
105 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Thu, 25 Jun 1998 09:45:03 +0100 

Organization: Backroom Software Ltd. 

Lines: 296 
Message-ID: <6mt2uiSenm24@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
-uk> <6mrd8aSenm22@chuka.playstation.co.uk> 

NNTP-Posting-Host: usera670.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:371 scee.yaroze.freetalk.english 
:1270 scee.yaroze.problems.pc:105 


This should do it, follow the instructions below on the included file. 
Don't forget to change the port number in the registry after. 


Steve 


In order for Windows NT to access I/O ports, a device driver is necessary 
(which is not normally included). The driver takes two parameters - the 

base port, and the number of addresses. For example, the default might be 
port 300h for 10h addresses. 


To install the driver, be logged on with administrator privileges and copy 
genport.sys to your %SystemRoot%\system32\drivers directory. Next, you must 
create certain registry entries. 


File-Run-REGEDT32 (or Start-Run if using the new Shell). 

You should see four windows open on within REGEDT32. 

Select the window titled HKEY_LOCAL_MACHINE on Local Machine. 

Next you will double-click on a number of "keys" to expand down a tree: 
First double-click on SYSTEM, then CurrentControlSet, and then Services. 
Now use the Edit menu and select Add Key. 

In the dialog box, type GenPort and then press the enter key (or OK). 
Next, scroll down using the down-arrow key until GenPort is highlighted. 
Now use the Registry menu and select Restore... 

Enter the filename genport.REG for the default. 

After pressing the enter key (or OK), you will get a warning popup. 

If you are sure that you had highlighted (selected) GenPort, press Yes. 


If you need to specify a different base port, it is fairly easy to follow 
the above steps, then double-click on GenPort, double-click on Parameters, 
then double-click on the line to the right which says IoPortAddress. You can 
then enter a new value (in hex) and press the enter key (or OK). 


Finally, use the Registry menu and select Exit. 


Now shutdown/reboot the machine, and the device driver should automatically 
start (watch for any error). 


To verify that the driver installed/started correctly is to use Control 
Panel-Devices, and scroll down to the entry for GenPort (which should say 
Started Automatic). You can use the Startup button to disable the driver if 
necessary at some future point. 


James Banks wrote in message <6mrd8aSenm22@chuka.playstation.co.uk>... 


> Please find attached copy of the genport.reg file that I used, I have 
>changed the I0PortCount because I believe my 5832 card uses IO port 330. 
> If you need a willing 'guinea pig', look no further!! I would be glad 
to 

>help you. 

> 

>Cheers, 

> 

> 

>James 

> 


>Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>>I'd need to look at the registry file you merged into your registry. 
>>If you like, you can be a 'guinea pig' for the new version that supports 
>all 

>>of the datel commands as well as being a file server. The new commands 
>>enable you to; 

>>send a byte 

>>send a word 

>>send a file 

>>reflash the AR (with the Datel ROM of course :) 

>>view registers 
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>>view memory 


>>etc. 

>>etc. 

>>Let me know if you are(or anyone else) is interested. 

>> 

>>Steve 

>>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 
>>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>>having trouble starting Nice ARS by Steve Dunn. When I start-up my 
system 

>>I 

>>>get the following message in the event log :- 

>>> 

>>> The GenPort service failed to start due to the following error: 

>>> The specified service is disabled and cannot be started. 

>>> 

>>> I know my PC-Comms link is working and it is set to address 0x320 but 
>I 


>>>can't seem to get it to work. I don't think I have any other hardware 
>items 

>>>conflicting with the base IO port. Is there anyone out there that can 
help 

>>>because I don't know much about the way NT works. 

>>> 

>>> 

>>>Cheers, 

>>> 

>>> 

>>> 

>>>James 

>>> 

>>> 

>>> 

>> 

>> 

> 

> 

> 


—-MESSAGE FILE 11681 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
5 


--MESSAGE FILE 11682 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
106 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@virgin.net> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Thu, 25 Jun 1998 19:22:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 
Message-ID: <6mu4mcSq6cl@chuka.playstation.co.uk> 

References: <6mosodSenm7@chuka.playstation.co.uk> <6mqcutSenm1l7@chuka.playstation.co 
-uk> <6mrd8aSenm22@chuka.playstation.co.uk> <6mt2uiSenm24@chuka.playstation.co.uk> 
NNTP-Posting-Host: p42-grackle-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:372 scee.yaroze.freetalk.english 
1272 scee.yaroze.problems.pc:106 


Cheers, works like a dream !! 


James 


Steve Dunn wrote in message <6mt2uiSenm24@chuka.playstation.co.uk>... 
>This should do it, follow the instructions below on the included file. 
>Don't forget to change the port number in the registry after. 

> 

>Steve 
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> 
> 


>James Banks wrote in message <6mrd8aSenm22@chuka.playstation.co.uk>... 


>> Please find attached copy of the genport.reg file that I used, I have 
>>changed the IO0PortCount because I believe my 5832 card uses IO port 330. 
>> If you need a willing 'guinea pig', look no further!! I would be glad 
>to 

>>help you. 

>> 

>>Cheers, 

>> 

>> 

>>James 

>> 


>>Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>>>I'd need to look at the registry file you merged into your registry. 
>>>If you like, you can be a 'guinea pig' for the new version that supports 
>>all 

>>>of the datel commands as well as being a file server. The new commands 
>>>enable you to; 

>>>send a byte 

>>>send a word 

>>>send a file 

>>>reflash the AR (with the Datel ROM of course :) 

>>>view registers 

>>>view memory 

>>>etc. 

>>>etc. 

>>>Let me know if you are(or anyone else) is interested. 

>>> 

>>>Steve 

>> 

>> 


—-MESSAGE FILE 11682 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
6 


--MESSAGE FILE 11683 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
107 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.problems. 
pc 

Subject: Re: Nice ARS for Windows NT 

Date: Sat, 27 Jun 1998 22:30:43 +0100 

Organization: Backroom Software Ltd. 

Lines: 48 

Message-ID: <6n3oi3Sq6cll@%@chuka.playstation.co.uk> 

References: <6mosodšenm7@chuka.playstation.co.uk> <6mqcutSenml17@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: usera221.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:376 scee.yaroze.freetalk.english 
21280 scee.yaroze.problems.pc:107 


V2 Beta is now up at http://www.netyaroze-europe.com/~steved/ 


Steve Dunn wrote in message <6mqcutSenml7@chuka.playstation.co.uk>... 
>I'd need to look at the registry file you merged into your registry. 

>If you like, you can be a 'guinea pig' for the new version that supports 
all 

>of the datel commands as well as being a file server. The new commands 
>enable you to; 

>send a byte 
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>send a word 

>send a file 

>reflash the AR (with the Datel ROM of course :) 

>view registers 

>view memory 

>etc. 

>etc. 

>Let me know if you are(or anyone else) is interested. 

> 

>Steve 

>James Banks wrote in message <6mosodSenm7@chuka.playstation.co.uk>... 

>> Hi, I have just upgraded from Windows 95 to Windows NT 4.0 but I am 
>>having trouble starting Nice ARS by Steve Dunn. When I start-up my system 
>I 

>>get the following message in the event log :- 


>> 

>> The GenPort service failed to start due to the following error: 

>> The specified service is disabled and cannot be started. 

>> 

>> I know my PC-Comms link is working and it is set to address 0x320 but 
T 


>>can't seem to get it to work. I don't think I have any other hardware 
items 

>>conflicting with the base IO port. Is there anyone out there that can help 
>>because I don't know much about the way NT works. 

>> 

>> 

>>Cheers, 

>> 

>> 

>> 

>>James 

>> 

>> 

>> 

> 

> 


--MESSAGE FILE 11683 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
J 


--MESSAGE FILE 11684 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
108 

Path: chuka.playstation.co.uk!news 

From: James Banks <james.banks@virgin.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: MAJOR Hauppauge problem! 

Date: Thu, 02 Jul 1998 19:45:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <359BD54C.81B91F91@virgin.net> 

References: <6hsv4f$b013@chuka.playstation.co.uk> <6hvuulSb019@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p26-redstart-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Steve (or anyone), 
Has anyone got one of these cards to work with Windows NT 4.0 ?? 


Cheers, 


James 


Steve Dunn wrote: 
> 


> I bought one of those cards ages ago. With most things, it had the 95 logo on 
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the box, along with logos for Intel, Daz Ultra, Green Flag Breakdown, and 
Persil. Like most things I buy, I ripped it out of the box, looked at the 
floppies, looked for the words NT, but to no avail. Also like most things, I 


went straight onto the internet to download the NT drivers, BUT THERE WERE NONE 
| 


This is just a warning to other NT user(s) that no drivers are planned for ստ. 
Instead, spend the money on a stong bit of rope, a nice solid nut and bolt anda 
masonary drill, and concoct a ceiling cradle to lower and raise the telly 
in-between coding. 


Steve "bruised head' Dunn. 


VVVVVVVVVVV VV 


—-MESSAGE FILE 11684 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
8 


--MESSAGE FILE 11685 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
109 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: MAJOR Hauppauge problem! 

Date: Thu, 2 Jul 1998 20:01:42 +0100 

Organization: Backroom Software Ltd. 

Lines: 42 

Message-ID: <6ng1n3$6015@chuka.playstation.co.uk> 

References: <6hsv4f$b013@chuka.playstation.co.uk> <6hvuul$b019@chuka.playstation.co. 
uk> <359BD54C.81B91F91@virgin.net> 

NNTP-Posting-Host: userk383.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I couldn't find a driver for NT when I purchased it (last summer), and since 
I only visit windows 95 land when I absolutely, positively need to, I 
returned it. 

Apparently, there are NT drivers for it. Worth checking out their web-page 
to make sure before hand. 


Steve 


James Banks wrote in message <359BD54C.81B91F91@virgin.net>... 

>Steve (or anyone), 

> Has anyone got one of these cards to work with Windows NT 4.0 ?? 

> 

>Cheers, 

> 

> 

>James 

> 

> 

>Steve Dunn wrote: 

>> 

>> I bought one of those cards ages ago. With most things, it had the 95 
logo on 

>> the box, along with logos for Intel, Daz Ultra, Green Flag Breakdown, and 
>> Persil. Like most things I buy, I ripped it out of the box, looked at 
the 
>> floppies, looked for the words NT, but to no avail. Also like most 
things, I 

>> went straight onto the internet to download the NT drivers, BUT THERE 
WERE NONE 
>> | 

>> 

>> This is just a warning to other NT user(s) that no drivers are planned 
for us. 

>> Instead, spend the money on a stong bit of rope, a nice solid nut and 
bolt anda 

>> masonary drill, and concoct a ceiling cradle to lower and raise the telly 
>> in-between coding. 

>> 

>> Steve 'bruised head' Dunn. 

>> 
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—-MESSAGE FILE 11685 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000010 
9 


--MESSAGE FILE 11686 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
110 

Path: chuka.playstation.co.uk!news 

From: Tanvir Khan <2bad@lineone.net> 
Newsgroups: scee.yaroze.problems.pc 
Subject: Make 

Date: Fri, 03 Jul 1998 18:50:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <359D19C8.5C12@lineone.net> 
NNTP-Posting-Host: 195.171.226.229 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; 1) 


Dear Sony, 


I am having problems with using the 'make' command. how would I go about 
using it? 

If I type the path of a 'makefile' it comes up with 'nothing to be done' 
message. It seems I have to have 'makefile' in the same folder as 
'make.exe' along with other programs such as 'gcc, lb' etc and even then 
rE 

comes up with a error message stating:'libs.h file not found. I need to 
know how to solve these problems. By the way I'm a total beginner at C. 


Another problem is that I cannot get baudrate higher than 9600. I have a 
memory card with 15 spaces, though its not the official one. 

also gcc or ld can't find crt0.o. What and where is that? 

Also my PC only has one serial port so either the mouse goes in or the 
yaroze. this causes big problems. 


It would be helpful if I can have some additional help on C. 
Looking forward to your reply. 
Thank You. 


Tanvir Khan 

Member username: TANVIRK 

--MESSAGE FILE 11686 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
0 


--MESSAGE FILE 11687 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
111 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Make 

Date: Fri, 03 Jul 1998 21:17:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <359D3C3F.E2A37F70@chowfam.demon.co.uk> 
References: <359D19C8.5C12@lineone.net> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> I am having problems with using the 'make' command. how would I go about 
> using it? 

> If I type the path of a 'makefile' it comes up with 'nothing to be done' 
> 

> 


message. It seems I have to have 'makefile' in the same folder as 
'make.exe' along with other programs such as 'gcc, lb' etc and even then 
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> it 


Have you run c:/psx/djsetup.bat before running 'make'? 

And have you edited djsetup.bat to reflect the locations of 
the files on the your computer? 

Are you running 'make' in the right directory? 

‘makefile’ is meant to lie in the directory with the source 
code to be compiled. The format of the 'makefile' is quite 
difficult to explain here. Either look at the User Guide 

or other people's makefiles. 


> comes up with a error message stating:'libs.h file not found. I need to 
> know how to solve these problems. By the way I'm a total beginner at C. 


Something like that indicates to me that you have not 
set up your environment properly. 


> 
> Another problem is that I cannot get baudrate higher than 9600. I have a 
> memory card with 15 spaces, though its not the official one. 


Yes you can, just a bit fiddly. I'm not going to describe it 

again here. I got confused initially as well. Try 
http://www.netyaroze-europe.com/~jaycee/setup.html 

I've explained how to go to 115200 and other things, which 

may help you. 


> also gcc or ld can't find crt0O.o. What and where is that? 


Again, your environment is not set up properly. 


> Also my PC only has one serial port so either the mouse goes in or the 
> yaroze. this causes big problems. 


Are you sure you've only got one serial port? 

You've probably got 2 serial ports - one 9 pin port, which 
your mouse is using, and one 25 pin port. In this case, 
you'll need to get a 25 pin to 9 pin converter. 

Also, you might have to fiddle your BIOS if you find your 
25 pin serial port isn't working. Some motherboards 

have it disabled by default. 

If you really only have 1 serial port, I'm stuck. 

I'm not sure if you can buy a card with a serial port on. 


(Trying to work Windows by keyboard only .... YUCK!) 


> 
> It would be helpful if I can have some additional help on C. 


There are lots of great books out there. I find the 
"Teach Yourself in 21 days.." series by sams.net very 
good for absolute beginners. 


Hope this helps! 
jc 


—-MESSAGE FILE 11687 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
1 


--MESSAGE FILE 11688 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
112 

Path: chuka.playstation.co.uk!news 

From: Tanvir Khan <2bad@lineone.net> 
Newsgroups: scee.yaroze.problems.pc 
Subject: make 

Date: Sat, 04 Jul 1998 16:07:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <359E4546.3517@lineone.net> 
NNTP-Posting-Host: 195.171.224.125 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I) 


I have tried to set up the enviroment but still make does not work 

with the message make.o error and crt0.o not found. Please help. 

Also I cannot view the view anyone elses problems and comments in this 

newsgroup after I e-mailed. 

—-MESSAGE FILE 11688 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
2 


--MESSAGE FILE 11689 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
113 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make 

Date: Sat, 04 Jul 1998 20:16:43 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <359e8c3d.145920408@news.scea.sony.com> 

References: <359E4546.3517@lineone.net> 

NNTP-Posting-Host: client-119-6.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


>I have tried to set up the enviroment but still make does not work 
>with the message make.o error and crt0.o not found. Please help. 

>Also I cannot view the view anyone elses problems and comments in this 
>newsgroup after I e-mailed. 


Tell us more about how you are setup... 
1) What is your operating system? 


2) Did you copy the appropriate files from the software development 
disc directly onto your C: partition? 


If you follow the directions in the little red book titled Start Up 
Guide, pgs. 16-26, you should have no problems that cannot be solved. 


-Matt 


--MESSAGE FILE 11689 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
3 


--MESSAGE FILE 11690 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
114 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make 

Date: Sun, 05 Jul 1998 01:09:11 GMT 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <359ed21f.163812201@news.scea.sony.com> 

References: <359E4546.3517@lineone.net> 

NNTP-Posting-Host: client-119-28.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


In addition: 
3) Do you have any other C compilers on your computer? 
-Matt 


--MESSAGE FILE 11690 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
4 


--MESSAGE FILE 11691 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
115 
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Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make 

Date: Sun, 05 Jul 1998 15:52:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <359F932B.1E45@virgin.net> 
References: <359E4546.3517@lineone.net> 
Reply-To: pankaj.gautama@virgin.net 
NNTP-Posting-Host: p52-parmigan-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


Tanvir Khan wrote: 

> 

I have tried to set up the enviroment but still make does not work 
with the message make.o error and crt0.o not found. Please help. 

Also I cannot view the view anyone elses problems and comments in this 
newsgroup after I e-mailed. 


V V V V 


Okay Tanvir, 


I got my Yaroze last week, and you're right, it can be a bit of a bugger 
setting up your environment. 


As Matthew suggests, go read the setup booklet that came with your 
Yaroze. 


NOTE the following assumes you're using a PC (Windoze or DOS), not a 
Mac. 


Also, check your environment. To do this, in a DOS window, type SET. 


This should display something containing the following (all of these 
environment variables ARE REQUIRED for full use 


PATH=c: \windows;c:\windows\command;c:\yaroze\psx\bin;c:\yaroze\gnu\bin 
DJGPP=c: \yaroze\psx\djgpp.env 

TMP=c: \yaroze\work 

DTLH3000=0x2f8, 3, 9600 


So, 

PATH contains places where you copied the \PSX\BIN and \GNU\BIN 
directories from your CD 

DJGPP points to some environment file, pointing to where you copied the 
\PSX directory from your CD 

TMP points to a working area, which can be anywhere as long as it exists 
DLTJH3000 contains your serial port setup info for transfer of data to 
the Yaroze. 


So, you should be able to see that I copied the contents of the CD to a 
subdirectory on my C: drive call yaroze. If you follow the setup 
booklet, the you'll probably have just copied to C:, hence your 
environment would not have the word yaroze in it. 


Hope this helps 
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—-MESSAGE FILE 11691 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 


5 


--MESSAGE FILE 11692 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


116 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make 

Date: Sun, 05 Jul 1998 15:59:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <359F94CD.7433@virgin.net> 
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References: <359E4546.3517@lineone.net> <359F932B.1E45@virgin.net> 
Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p52-parmigan-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; 1) 


Sorry, 
DJGPP varible shoudl have read 


DJGPP=c:/yaroze/psx/djgpp.env 
—-MESSAGE FILE 11692 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
6 


--MESSAGE FILE 11693 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
117 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: make 

Date: Sun, 05 Jul 1998 18:59:33 GMT 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <359fcc3f.56078101@news.scea.sony.com> 

References: <359E4546.3517@lineone.net> <359F932B.1E45@virgin.net> <359F94CD.7433@vi 
rgin.net> 

NNTP-Posting-Host: client-119-17.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hello, 

You also must keep in mind that if you install Borland Builder or 
Development Suite, they will edit your autoexec.bat file with a 
program path that will prempt DJGPP. 


-Matt 
--MESSAGE FILE 11693 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
i 


--MESSAGE FILE 11694 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
118 

Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Make 

Date: Mon, 13 Jul 1998 08:39:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35A9B9B5.46AD@saqnet.co.uk> 

References: <359D19C8.5C12@lineone.net> <359D3C3F.E2A37F70@chowfam.demon.co.uk> 
NNTP-Posting-Host: brechin.ucs.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> > It would be helpful if I can have some additional help on C. 
> 

> There are lots of great books out there. I find the 

> "Teach Yourself in 21 days.." series by sams.net very 

> good for absolute beginners. 

> 


Similarly, I started learning C about 4 months ago from C for Dummies, 
volumes 1 and 2. If you want to see how I got on, then you might want to 
have a look at my Yaroze diary and first game on my site at... 


http://www.netyaroze-europe.com/~rookiel 


It's tough being a beginner - but stick at it and you'll get the hang of 
things slowly, but surely!!! 
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Nick F 
—-MESSAGE FILE 11694 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
8 


--MESSAGE FILE 11695 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
119 

Path: chuka.playstation.co.uk!news 

From: Pankaj Gautama <pankaj.gautama@virgin.net> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.problems.pc 

Subject: Producing CDs to use on Playstation 

Date: Thu, 16 Jul 1998 22:55:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35AE76BA.4CB2@virgin.net> 

Reply-To: pankaj.gautama@virgin.net 

NNTP-Posting-Host: p08-crane-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN709-003 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1422 scee.yaroze.problems 
¿pe 1:19 


I was wondering if it was possible to put a yaroze demo onto a CD so I 
can show my friends on their PSXs?? 


Sorry, I should say possible without professional services being 

requested ie can I use my PC/Yaroze/CD-Writer?? 

—-MESSAGE FILE 11695 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000011 
9 


--MESSAGE FILE 11696 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
121 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: 17 Jul 1998 22:06:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <Olbdblce$d8770520S026f6f6f@two> 

References: <0O1lbdb1c7$c88353a0$453363c3@default> 
NNTP-Posting-Host: host5-99-54-78.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Try before you buy... 
get a mag coverdisk and play the demos. 
I dont believe you asked this here ! 


Pete. 


T Khan <2bad@lineone.net> wrote in article 
<01bdb1c7$c88353a0$453363c3@default>... 

> How can you play backups on Yaroze as my friends got some I want to try 
> before I buy. 


> 

> Please Help!! 

> 

> 

—-MESSAGE FILE 11696 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
1 


--MESSAGE FILE 11697 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
122 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: Sat, 18 Jul 1998 14:29:29 +0100 
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Organization: Backroom Software Ltd. 

Lines: 28 

Message-ID: <6oq86uSofp19@chuka.playstation.co.uk> 

References: <Olbdb1c7$c88353a0$453363c3@default> <Olbdblce$d8770520S026f6f6f@two> 
NNTP-Posting-Host: userk352.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Makes a change from... 
I'd like to play my 'backups' as I don't want to wear out the originals! 


Most shops will stick a disk in so you can have a quick go. I try ‘after' I 
buy, and sell the crap ones to someone stupid for full retail price. I'd 
suggest you start hanging around with stupid people with loads of money ;) 


Steve 


Peter Dollochan wrote in message <01lbdblce$d8770520S026f6f6f@two>... 
>Try before you buy... 

>get a mag coverdisk and play the demos. 

>I dont believe you asked this here ! 

> 

>Pete. 

> 

>T Khan <2bad@lineone.net> wrote in article 
><01bdb1c7$c88353a0$453363c3@default>... 

>> How can you play backups on Yaroze as my friends got some I want to try 
>> before I buy. 

>> 

>> Please Help!! 

>> 

>> 


—-MESSAGE FILE 11697 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
2 


--MESSAGE FILE 11698 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
123 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: Sun, 19 Jul 1998 03:12:14 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <35B155FE.40E9F20D@ndirect.co.uk> 
References: <0Olbdb1c7$c88353a0$453363c3@default> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-28.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


T Khan wrote: 


How can you play backups on Yaroze as my friends got some I want to try 
before I buy. 


Please Help!! 


Well you've got balls, I'll give you that! 


I'd stick well clear if I were you. If these "backups" were any good 
they'd boot without worry. And if your "friend" can't tell you how to use 
them, then how does he know that they'll work at all? And what exactly is 
the point of a backup if it's not usable? 
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Hmm... 
I'd suggest not persuing this any further. 


Anyway, you may decide not to answer this question but, when you say you'd 
like "try before you buy", do you mean buy the real thing or the backup? 
That's if this "friend" exists... 


Herbs 


—-MESSAGE FILE 11698 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
3 


--MESSAGE FILE 11699 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
124 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: 19 Jul 1998 12:18:48 GMT 

Organization: SCEE 

Lines: 27 

Message-ID: <0Olbdb2abS6d93dac0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
References: <0O1lbdb1c7$c88353a0$453363c3@default> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


T Khan <2bad@lineone.net> wrote in article 

<01bdb1c7$c88353a0$453363c3@default>... 

> How can you play backups on Yaroze as my friends got some I want to try 
before I buy. 


> 
> 
> Please Help!! 
> 
> 


Hi there, 


The Net Yaroze can't play "backup's" ( illegal copies of games). 

Besides there is no need to backup a CD since it can't be erased. 

If the disc was to get damaged, you can contact the company that is 

listed in the manual for another legit copy of the game that you purchased. 
They would probably charge a very small fee since you already bought 

the game. 


P.S. I have zero tolerance when it comes to piracy. 


Regards, 


George@SCEE 
—-MESSAGE FILE 11699 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
4 


--MESSAGE FILE 11700 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
125 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: Mon, 20 Jul 1998 12:28:31 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <35b337ab.14104618@news.scea.sony.com> 

References: <Olbdb1c7$c88353a0$453363c3@default> <Olbdblce$d8770520S026f6f6f@two> 


Net Yaroze newsgroups message dump.txt Page 7733 


NNTP-Posting-Host: client-119-1.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I have been a member since the third week or so, and this is the first 
post I have ever seen censored in 1 1/4 years. Congratulations! [LOL] 


—Matt 
--MESSAGE FILE 11700 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
5 


--MESSAGE FILE 11701 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
126 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.problems.pc 

Subject: Re: Producing CDs to use on Playstation 

Date: Mon, 20 Jul 1998 21:09:54 +0100 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ldch7y9.lihnm0y11h877kN@a1-88-100.al.n1> 

References: <35AE76BA.4CB2@virgin.net> 

NNTP-Posting-Host: al-88-100.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:1485 scee.yaroze.problems 
-pc:126 


Pankaj Gautama <pankaj.gautama@virgin.net> wrote: 


I was wondering if it was possible to put a yaroze demo onto a CD so I 
can show my friends on their PSXs?? 


Sorry, I should say possible without professional services being 
requested ie can I use my PC/Yaroze/CD-Writer?? 


VVVVV 


No, it's not possible (legaly). This question rises every couple of 
months. You can use a golddisk and a chipped PSX as I heard, but I never 
tried that myself. To get games on a CD you can enter the Fame Game 
contest. It means that if you 'win' your game will be put ona 
cover-disk of a magazine. 


cheers DEnnis.. 
-—-MESSAGE FILE 11701 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
6 


--MESSAGE FILE 11702 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
127 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: 21 Jul 1998 00:22:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01lbdb43d$4c50a440S026f6f6fetwo> 

References: <0O1lbdb1c7$c88353a0$453363c3@default> <0lbdblce$d8770520S026f6f6ftwo> ՀՅ 
5b337ab.14104618@news.scea.sony.com> 

NNTP-Posting-Host: host5-99-50-3.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


lol 
I think it may be the second a minor flaming got remove as well :) 


Pete. 


Matthew Hulett <matth@bellatlantic.net> wrote in article 
<35b337ab.14104618@news.scea.sony.com>... 

> I have been a member since the third week or so, and this is the first 
post I have ever seen censored in 1 1/4 years. Congratulations! [LOL] 


> 
> 
> -Matt 
> 
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—-MESSAGE FILE 11702 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
z 


--MESSAGE FILE 11703 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
128 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: Tue, 21 Jul 1998 16:41:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35B4B694.99EE6AC2@ndirect.co.uk> 

References: <01bdb1c7$c88353a0$453363c3@default> <Olbdb2abS6d93dac0$f2e832a2@gbain.w 
av.scee.sony.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-35.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


George Bain wrote: 


> Hi there, 

> 

> The Net Yaroze can't play "backup's" ( illegal copies of games). 

> Besides there is no need to backup a CD since it can't be erased. 

> If the disc was to get damaged, you can contact the company that is 
> listed in the manual for another legit copy of the game that you purchased. 
> They would probably charge a very small fee since you already bought 
> the game. 

> 

> P.S. I have zero tolerance when it comes to piracy. 

> 

> Regards, 

> 

> George@SCEE 


I have slightly more than zero tolerance when it comes to piracy, although I 
shouldn't have. 


եռ 


Time for a story... 


It was about 10 years ago. I had spent about 8 months developing a shoot'em-up 
on the Atari ST before showing it as a preview at a show at Olympia. There was 
not much left to do, just loading screens, music, copy protection and a few 
levels. Unfortunately, one of the demo disks was stolen. Imagine how I felt 
when 2 months later my game showed up in the public domain with credits and 
copyright notice changed. It was on nearly every PD list and was being 
distributed freely, less than a month before the game's official release. In 
the end I only made £4000 (@15% of gross sales) from the game, and it got very 
good press. I have no idea how much I would have received (or how much I lost) 
had this piracy not happened. 


So, piracy sucks. It really does hurt the programmer, and everyone here should 
know better. 


Herbs 


P.S. The Bitmap Brothers released their first game Xenon in the same week as 
my game, and was a superior shoot'em-up. Maybe this was the main reason for 
having such minor success. 


—-MESSAGE FILE 11703 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
8 


--MESSAGE FILE 11704 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
129 
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Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: 21 Jul 1998 16:07:27 GMT 

Organization: SCEE 

Lines: 58 

Message-ID: <0lbdb45dSbdd2a9e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <Olbdb1c7$c88353a0$453363c3@default> <Olbdb2ab$6d93dac0$f2e832a2@gbain.w 
av.scee.sony.co.uk> <35B4B694. 99FE6AC2@ndirect.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Alex, 


What was the tiltle of the game? If it was a shooter...I must have played 
it. 

Sorry to hear of your misfortune. Your credits and copyright notices were 
changed....imagine that...... 


Regards, 


George@SCEE 


lex Herbert <aherbert@ndirect.co.uk> wrote in article 

B4B694. 99EE6AC2@ndirect.co.uk>... 

I have slightly more than zero tolerance when it comes to piracy, 
lthough I 

shouldn't have. 


w 
տ 


Time for a story... 


VV N VO VAP 


> It was about 10 years ago. I had spent about 8 months developing a 

shoot 'em-up 

> on the Atari ST before showing it as a preview at a show at Olympia. 

There was 

> not much left to do, just loading screens, music, copy protection anda 
few 

> levels. Unfortunately, one of the demo disks was stolen. Imagine how I 
felt 

> when 2 months later my game showed up in the public domain with credits 

and 

> copyright notice changed. It was on nearly every PD list and was being 

> distributed freely, less than a month before the game's official release. 
In 

> the end I only made £4000 (@15% of gross sales) from the game, and it got 

very 


> good press. I have no idea how much I would have received (or how much I 
lost) 

> had this piracy not happened. 

> 

> So, piracy sucks. It really does hurt the programmer, and everyone here 
should 


> know better. 
> 

> 

> Herbs 
> 

> P.S. The Bitmap Brothers released their first game Xenon in the same 
week as 

> my game, and was a superior shoot'em-up. Maybe this was the main reason 
for 

> having such minor success. 

> 

> 

> 


—-MESSAGE FILE 11704 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000012 
9 
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--MESSAGE FILE 11705 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
130 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: Wed, 22 Jul 1998 16:31:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35B605DF.5DB13EDB@éndirect.co.uk> 

References: <Olbdb1c7$c88353a0$453363c3@default> <Olbdb2ab$6d93dac0$f2e832a2@gbain.w 
av.scee.sony.co.uk> <35B4B694.99EFE6AC2@ndirect.co.uk> <Olbdb45d$bdd2a9e0$f2e832a2@gb 
ain.wav.scee.sony.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


George Bain wrote: 


> Hi Alex, 

> 

> What was the tiltle of the game? If it was a shooter...I must have played 

> it. 

Ah, now you're asking. Ok, I'll own up to it. It was Goldrunner II. It was a 


virtically scrolling cross between Defender and Uridium. I liked it, but it 
was a very forgettable game. For your information, it was ported to the Amiga 
by someone else, but that version suffered with slow-down when you pressed the 
fire button - not good.. 


> Sorry to hear of your misfortune. Your credits and copyright notices were 
> changed....imagine that...... 


Imagine trying to explain to people that mine was the original, and that I 
hadn't just ripped of a PD game! Well, at least the software house knew it was 
mine, as they were the ones who lost the disk in the first place. 


Herbs 


—-MESSAGE FILE 11705 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
0 


--MESSAGE FILE 11706 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
131 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: 23 Jul 1998 15:08:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <0Olbdb64b$64a9e460Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <Olbdb1c7$c88353a0$453363c3@default> <Olbdb2ab$6d93dac0$f2e832a2@gbain.w 
av.scee.sony.co.uk> <35B4B694.99EE6AC2@ndirect.co.uk> <Olbdb45d$bdd2a9e0$f2e832a2@gb 
ain.wav.scee.sony.co.uk> <35B605DF.5DB13EDB@éndirect.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35B605DF.5DB13EDB@ndirect.co.uk>... 
> George Bain wrote: 


> 
> > Hi Alex, 
>> 
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> > What was the tiltle of the game? If it was a shooter...I must have 
played 

> > it. 

> 

> Ah, now you're asking. Ok, I'll own up to it. ԼԵ was Goldrunner II. It 
was a 


I remember the original...."Welcome To Goldrunner..." second cool sample I 
ever heard on a computer (first was the music on the original Starglider). 


> Herbs 
Craig. 


—-MESSAGE FILE 11706 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
1 


--MESSAGE FILE 11707 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
132 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: coding help 

Date: 23 Jul 1998 17:57:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <01lbdb66c$4bb4b8605$9a3363c3@default> 
NNTP-Posting-Host: host5-99-51-154.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


—-MESSAGE FILE 11707 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
2 


--MESSAGE FILE 11708 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
133 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playing Backups 

Date: Fri, 24 Jul 1998 15:34:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35B89B62.E23DD6B6@ndirect.co.uk> 

References: <Olbdb1c7$c88353a0$453363c3@default> <Olbdb2ab$6d93dac0$f2e832a2@gbain.w 
av.scee.sony.co.uk> <35B4B694.99EE6AC2@ndirect.co.uk> <Olbdb45d$bdd2a9e0$f2e832a2@gb 
ain.wav.scee.sony.co.uk> <35B605DF.5DB13EDB@ndirect.co.uk> <Olbdb64b$ 64a9e460$f30b0a 
Oa@Angelal.intelligent-—group.com> 

Reply-To: aherbert@ndirect.co.uk 
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NNTP-Posting-Host: dialin2-21.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> I remember the original...."Welcome To Goldrunner..." second cool sample I 
> ever heard on a computer (first was the music on the original Starglider). 
> 


Yeah, that was programmed by Steve Bak - it was the first game on the ST with 
50Hz scrolling, but was only shifting 2 bit planes, reducing the scrolling are 
to 4 colours. Goldrunner II shited all 4 bit planes at 50Hz giving a "full 
colour" scroll. ԼԵ was also full of voice samples, but they were shit. Also, 
‘cos the scroll routine took up about 75% of processing time and all the CPU 
registers, I coudin't play samples at the same time, so the game paused and 
displayed instructions while the samples played (a bit like Gauntlet did). 
That was probably the worst point of the game. At least you could switch the 
instructions off! :) 


Herbs 


—-MESSAGE FILE 11708 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
3 


--MESSAGE FILE 11709 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
134 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Siocons ERRORS! 

Date: 24 Jul 1998 17:21:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <01bdb730$74c7b440$573363c3@default> 
NNTP-Posting-Host: host5-99-51-87.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Please help, 


I suddenly have a problem. I cannot load anything onto the Yaroze from 
siocons. 

whenever I try it say syntax error (FFFFFFFFFFFFFFFFFFFFF) and other 
FFFFFFFFFFFFFFF errors on the TV screen. It just does not WORK. Please 
help. 


Tanvir Khan 
Email: 2bad@lineone.net 


I hope nothings faulty. 
—-MESSAGE FILE 11709 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
4 


--MESSAGE FILE 11710 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
135 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: books recommend 

Date: 24 Jul 1998 20:27:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01lbdb74a$6235d540S$d92e63c3@default> 
NNTP-Posting-Host: host5-99-46-217.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 
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Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


Tanvir Khan 
2bad@lineone.net 


—-MESSAGE FILE 11710 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
5 


--MESSAGE FILE 11711 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
136 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: books recommend 

Date: 25 Jul 1998 21:21:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <0Olbdb81bS2c6fe3c0Sb7e2abc3@default> 
References: <0O1lbdb74a$6235d540Sd92e63c3@default> 
NNTP-Posting-Host: 195.171.226.183 

X-Newsreader: Microsoft Internet News 4.70.1162 


T Khan <2bad@lineone.net> wrote in article 
<01bdb74a$6235d540Sd92e63c3@default>... 
> Hi, 


Please recommend good C programming and Graphics books, 
Would any do or the one written in the manual? 


HVVV Կ 


"ve looked through some 'C' books and notice they all teach you the 
"scanf' function which does not seem to work on the Yaroze. Why is this and 
what can be done about it? Are there other functions which don't work on 
the Yaroze? If so what can be done instead. 


> Tanvir Khan 

> 2bad@lineone.net 

> 

> 

—-MESSAGE FILE 11711 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
6 


--MESSAGE FILE 11712 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
137 

Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Starting Problems 

Date: Sun, 09 Aug 1998 14:17:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35CD9364.EB9@gap.baynet.de> 
NNTP-Posting-Host: line09.GAP.BAYNET.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Hello, 


I'm still strugglin with my NY. I followed the advice of James 
Russel and pushed the cable in the Playstation firmly. After that 
i started Siocons again, the >> didn't appear. I pressed enter a 
few times (about a minute), but the prompt didn't appear. I 
pressed F3 to execute the batchO file. After that I got the 
binary write error as described in my first two Mails. I also 
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tried out the method George from SCEE told me and restarted the 
Yaroze after i've typed "djsetup.bat" and "siocons", but 

it also didn't help. I pressed a few times enter but no prompt 
(>>) appeared. 


If anyone has got an idea of what is wrong with my NY, pleas help 
me. 


Regards, Roman 


e-mail : d-twinz@gap.baynet.de 
—-MESSAGE FILE 11712 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
7 


--MESSAGE FILE 11713 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
138 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Starting Problems 

Date: Sun, 09 Aug 1998 22:37:20 -0700 

Organization: SCEA News Server 

Lines: 74 

Message-ID: <35CE8710.E506740B@shell.jps.net> 

References: <35CD9364.EB9@gap.baynet .de> 

NNTP-Posting-Host: svalliap-isdnl.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Roman und Gregor Dashuber wrote: 


Hello, 


> 

> 

> 

> I'm still strugglin with my NY. I followed the advice of James 

> Russel and pushed the cable in the Playstation firmly. After that 
> i started Siocons again, the >> didn't appear. I pressed enter a 
> few times (about a minute), but the prompt didn't appear. I 

If you didn't get a prompt then right away you have a problem. 
Loading batch files or whatnot won't help if you can't get the 
prompt. Try this problem-solving step-by-step guide: 


1) Boot the Yaroze. Make sure that you see bricks and the 
screen has the "TERMINAL SPEED 9600 BPS" on it. If not, 
then you have a Yaroze problem---stop and scream for help. 

2) Make sure that the cable between the Yaroze and the PC is 
in firmly. Pop up your MS-DOS prompt window. Load your 
DJSETUP.BAT file. Type "set" (or "set | more") at the 
prompt and you should see the following variables set: 


DJGPP 
DTLH3000 
6032 

TMP 


If you don't, then you have a batch file problem---stop 
and ask for help! 

3) Run SIOCONS. Press Enter a couple of times. If you do 
see the ">>" prompt, then everything is OK---stop and 
celebrate! 

4) Try to edit your DJSETUP.BAT file and change the line 
reading "set DTLH3000=0x2f8,3,9600" to one of the 
following: 


set DTLH3000=0x2f8,1, 9600 
set DTLH3000=0x2£f8,3,9600 
set DTLH3000=0x3£8,2, 9600 
set DTLH3000=0x3£8, 4, 9600 


After changing the line, save the BAT file, run 
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DJSETUP.BAT to reload the settings, and try Step 3 
again. If one of these succeeds, stop and rejoice! 

5) Check your computer to make sure that other devices 
are not conflicting with the Yaroze. Common ones 
include serial mice, internal modems, and Palm Pilot 
HotSync. :) Check the system devices and see which 
ones are requesting one of the COM ports that should 
be used by the Yaroze. Temporarily disable 
unnecessary devices. 


If none of the above works, then you may have a hardware problem 
in your Yaroze serial cable. 


pressed F3 to execute the batchO file. After that I got the 
binary write error as described in my first two Mails. I also 
tried out the method George from SCEE told me and restarted the 
Yaroze after i've typed "djsetup.bat" and "siocons", but 

it also didn't help. I pressed a few times enter but no prompt 
(>>) appeared. 


If anyone has got an idea of what is wrong with my NY, pleas help 
me. 


Regards, Roman 


VVVVVVVVVVV VV 


e-mail : d-twinz@gap.baynet.de 


Mata ne, wee 

- e! sate tenchi@shell.jps.net աէ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ie http://www. jps.net/tenchi 


—-MESSAGE FILE 11713 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
8 


--MESSAGE FILE 11714 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
139 

Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Starting Problems; once again 

Date: Fri, 14 Aug 1998 18:39:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35D46827.885@gap.baynet.de> 
NNTP-Posting-Host: line09.GAP.BAYNET.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Hey, 


after trying out all the references which were sent to me, i can 
finally say : nothing worked. I checked a hundred times the 
com-ports and tried out everything i've been told. At least i 
duplicated the problem on two other PC's. A Notebook with 200 MHz 
and 32 Mb Ram and a 486 DX4 100MHz with 12 Mb Ram. I got the same 
error message as on my own computer, the ">>" didn't appear after 
starting siocons. Now i'm sure that there must be a hardware 
problem with the NY, itself. If there's anyone left who has got 
an idea of what to do now, mail me. Thanks in advice. 


Regards Roman 


e-mail: d-twinz@gap.baynet.de 
—-MESSAGE FILE 11714 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000013 
9 


--MESSAGE FILE 11715 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
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140 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Jay Ayres <PennyA@cris.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Starting Problems; once again 

Date: Sat, 15 Aug 1998 17:18:50 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <35D5FB3A.B7F443C4@cris.com> 

References: <35D46827.885@gap.baynet.de> 

Reply-To: PennyA@concentric.net 

NNTP-Posting-Host: ts007d34.per-md.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Roman und Gregor Dashuber wrote: 
Hey, 


after trying out all the references which were sent to me, i can 
finally say : nothing worked. I checked a hundred times the 
com-ports and tried out everything i've been told. At least i 
duplicated the problem on two other PC's. A Notebook with 200 MHz 
and 32 Mb Ram and a 486 DX4 100MHz with 12 Mb Ram. I got the same 
error message as on my own computer, the ">>" didn't appear after 
starting siocons. Now i'm sure that there must be a hardware 
problem with the NY, itself. If there's anyone left who has got 
an idea of what to do now, mail me. Thanks in advice. 


Regards Roman 


VVVVVVVVVVVV VV V 


e-mail: d-twinz@gap.baynet.de 


I have been having a similar problem with getting my Yaroze to connect. 
I have had my Yaroze for about 6 months,and I have been able to connect 
fine using I/O address 03F8-03FF, IRQ 4, and 9600 BPS. Recently, 
however, 

whenever I try to connect SIOCONS has not displayed the ">>" prompt, but 
instead it displays random ASCII characters 

whenever I type anything in. The funny thing is, SIOCONS does not 
display these ASCII characters when I change the 

I/O or the IRQ settings. I have also tried connecting with 
HyperTerminal, a terminal emulation program, and that also 

displays random ASCII characters whenever I connect. Because of the 
presence of the ASCII characters on the 

screen whenever the settings are correct, I am pretty sure that SIOCONS 
is getting through to the Yaroze, but 

I still have no idea why the prompt will not appear. See if random ASCII 
characters are being printed to 

your screen whenever you try to connect; you may be having the same 
problem that I am having! 


Jay Ayres 


pennya@cris.com 


7742 


—-MESSAGE FILE 11715 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 


0 


--MESSAGE FILE 11716 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


141 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Technical Requirements Checklist 
Date: Fri, 21 Aug 1998 20:04:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 
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Message-ID: <35DDC4A9.1198@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hello, 

I just checked out the Technical Requirements Checklist (YARTRC.ZIP) 
in the Documentation area of the new site and wonder what I need 
to read it? It is a .doc file but it's not a Word document 

or .html. 

I managed to get the jist in a normal text editor (all makes 
sense to me but it's a shame we can't use the memcard : ( ) 

but I guess most of the other files of of a similar format? 

So what do we need? 

Thanks, 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 11716 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
1 


--MESSAGE FILE 11717 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
142 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Technical Requirements Checklist 

Date: 21 Aug 1998 22:07:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bdcd4fš7ee9bd80S026f6f6f@two> 

References: <35DDC4A9.1198@manc.u-net.com> 
NNTP-Posting-Host: 195.171.226.112 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi James, 
What version of Word are you using it works fine with Word97 


Pete. 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<35DDC4A9.1198@manc.u-net.com>... 

> Hello, 

> I just checked out the Technical Requirements Checklist (YARTRC.ZIP) 

> in the Documentation area of the new site and wonder what I need 

> to read it? It is a .doc file but it's not a Word document 

> or .html. 

—-MESSAGE FILE 11717 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
2 


--MESSAGE FILE 11718 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
143 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Technical Requirements Checklist 

Date: Sat, 22 Aug 1998 13:05:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35DEB417.1E6F@manc.u-net.com> 

References: <35DDC4A9.1198@manc.u-net.com> <Olbdcd4f$7ee9bd80S026f6f6f@two> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


T 
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X-Mailer: Mozilla 3.0 (Win95; I) 


Peter Dollochan wrote: 

> 

> Hi James, 

> What version of Word are you using it works fine with Word97 


Word for Win95 v7.0 so surely it should work? 

WordPad doesn't like it either. 

I'll try downloading it again. Maybe there were gremlins in the 
pipes. 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 11718 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
3 


--MESSAGE FILE 11719 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
144 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Technical Requirements Checklist 

Date: Sun, 23 Aug 1998 22:26:31 +1200 

Organization: Sidhe Interactive 

Lines: 28 

Message-ID: <6roqaj$d2j18@chuka.playstation.co.uk> 

References: <35DDC4A9.1198@manc.u-net.com> <Olbdcd4f$7ee9bd80S026f6f6F@two> <35DEB41 
7.1E6F@manc.u-net.com> 

NNTP-Posting-Host: p51-max5.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


James Shaughnessy wrote in message <35DEB417.1E6F@manc.u-net.com>... 
>Peter Dollochan wrote: 

>> 

>> Hi James, 

>> What version of Word are you using it works fine with Word97 

> 

>Word for Win95 v7.0 so surely it should work? 

>WordPad doesn't like it either. 

>I'll try downloading it again. Maybe there were gremlins in the 
>pipes. 


It loads in Word97 (version 8.0?) but not WordPad which means it is probably 
in Word97 format (unreadable by Word95). 


If so, then it should probably be saved in Word 6.0/95 (make sure you have 
the patch installed Sony) so more people can access it. HTML would probably 
be better anyway seeing as everybdoy accessing the site has a suitable 
viewer. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 11719 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
4 


--MESSAGE FILE 11720 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
145 
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Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Compiler barfs... 

Date: Sun, 23 Aug 1998 12:43:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6rovaf$d2j19@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem081.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hey all, 


For some reason my compiler has started to barf when compiling my code. 
I think it may be something to do with the length of the code - I have 
one big *.c file which is about 4000 lines long. I suspect it might be 
something to do with giving myself more "environment space" or 
something - I'm not sure what to do, though? I run a DOS-box under 
Win95, and use EditPlus (a wordpad-like utility) for writing the actual 
code if that helps... 

It isn't a coding error - the compiler just spews out a string of 
gibberish numbers (well, gibberish to me) a bit like it's crashing. It's 
probably something v. common and simple, so I won't go on! 


Please help! I can't compile the latest version of my GDUK game and so 
development is temporarily halted! 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 11720 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
5 


--MESSAGE FILE 11721 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
146 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Compiler barfs... 

Date: 23 Aug 1998 12:25:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <01bdce90$7f7db840$026f6f6f@two> 

References: <6rovaf$d2j19@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.171.232.75 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Nick , 
go into your djsetup.bat file and change the last line to 


set GO32=DPMIStack 1000000 


the number can be bigger if you like. 
this should help make the nasty numbers go away :) 


Pete. 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6rovaf$d2j19@chuka.playstation.co.uk>... 

> Hey all, 

> 

> For some reason my compiler has started to barf when compiling my code. 
> I think it may be something to do with the length of the code - I have 
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one big *.c file which is about 4000 lines long. I suspect it might be 
something to do with giving myself more "environment space" or 
something - I'm not sure what to do, though? I run a DOS-box under 
Win95, and use EditPlus (a wordpad-like utility) for writing the actual 
code if that helps... 

It isn't a coding error - the compiler just spews out a string of 
gibberish numbers (well, gibberish to me) a bit like it's crashing. It's 
probably something v. common and simple, so I won't go on! 


Please help! I can't compile the latest version of my GDUK game and so 
development is temporarily halted! 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


VVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 11721 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
6 


--MESSAGE FILE 11722 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
147 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: More info on my problem... 

Date: Sun, 23 Aug 1998 14:02:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <6rp428$3601@chuka.playstation.co.uk> 
NNTP-Posting-—Host: modem096.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


OK, here's what I did to try and sort out my problem... 


I know that my code is pretty hopelessly inefficient, really, so I went 
and tidied it up significantly (getting rid of needless globally defined 
variables and pointers etc) and it then compiled OK. I guess I bought 
myself a bit more space, because I started adding a few more functions 
and then BAM! About an hour later the compiling problem happens all over 
again. Hmmm. This time I've given you an indication of what DOS spewed 
out so maybe the GCC gurus out there can tell me what's wrong! 


BTW Stack fault - is it something to do with my stack being too small 
(oo-er)? Please help me ASAP as I was planning on spending this weekend 
really going 100% full-out on the game and now I can't really do 
anything (but doodle a few ideas for how funcs I still need to do might 
work. AAAARRRRGGGHHH!!!) 


Oh well, might as well get on and do a diary entry... 


C:\Yaroze\projects\trench>make 

gcc -Օ3 -c trench.c -o trench.o 

Stack Fault at eip=d458a 

eax=00000000 ebx=0000001d ecx=60000000 edx=0013b330 esi=60000000 
edi=00000000 

ebp=0013cc64 esp=00139c30 cs=177 ds=16f es=16f fs=16f gs=187 ss=17f 
cr2=00009fec 


Call frame traceback EIPs: 
0x000d458a 
0x000d5fdd 
0x00026fd8 
0x000167f£b 
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0x000076a5 
0x00025ee0 
0x000283d7 


Erp! Anyone? 


Nick "V. pissed off at his own uselessness" F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


—-MESSAGE FILE 11722 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
7 


--MESSAGE FILE 11723 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
148 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Compiler barfs...NOT!!!! 

Date: Sun, 23 Aug 1998 14:44:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6rp6e7$3603@chuka.playstation.co.uk> 

References: <6rovaf$d2j19@chuka.playstation.co.uk> <01bdce90S7f7db840SS026f6f6f@two> 
NNTP-Posting-Host: 195.2.132.24 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Cheers Pete - that's it sorted! 


Wow - my first real problem solved on the ng's... makes me feel 811 
teary-eyed! Now it's compiled, of course, I've discovered an annoying 
(and well-hidden!) bug that has crept into the firing routine. Ah well, 
such is life! 


Nick 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


-—-MESSAGE FILE 11723 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 
8 


--MESSAGE FILE 11724 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
149 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: Sun, 23 Aug 1998 17:52:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35E048CF.1534@manc.u-net.com> 
References: <6rp428$3601@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 
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VVVVYV 


I 


BTW Stack fault - is it something to do with my stack being too smal 
(oo-er)? Please help me ASAP as I was planning on spending this 
weekend really going 100% full-out on the game and now I can't reall 


Ll 


LY 


do anything (but doodle a few ideas for how funcs I still need to do 


might work. AAAARRRRGGGHHH!!!) 


get the same stack fault problem when compiling Grav at -O2 or -03 


in a DOS box in Win95 (also over 4000 lines in 1 .c file), but 
exciting to pure DOS mode allows it to compile fine so try that. 
It's a lot slower though. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 11724 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000014 


9 


--MESSAGE FILE 11725 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
150 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Technical Requirements Checklist 

Date: 23 Aug 1998 17:35:54 GMT 

Organization: SCEE 


Lines: 33 


Message-ID: <01bdce59$24104860Sf2e832a2@gbain.wav.scee.sony.co.uk> 


References: 
Tis 


1E6F@manc.u-net.com> <6roqaj$d2j18@chuka.playstation.co.uk> 


NNTP-Posting-Host: mailgate.scee.sony.co.uk 


x- 


Newsreader: Microsoft Internet News 4.70.1155 


Hi Mario, 


FYI: I have changed the T.R.C. to html format. 


Regards, 


George@SCEE 


Mario Wynands <mario@sidhe.co.nz> wrote in article 
<6rogqaj$d2j18@chuka.playstation.co.uk>... 


> 


It loads in Word97 (version 8.0?) but not WordPad which means it is 


probably 


> 
> 
> 


> 


in Word97 format (unreadable by Word95). 


If so, then it should probably be saved in Word 6.0/95 (make sure you 
have 


the patch installed Sony) so more people can access it. HTML would 


probably 


> be better anyway seeing as everybdoy accessing the site has a suitable 


> 
> 


VVVVVVVV 


viewer. 


Mario 
mario@sidhe.co.nz 
www.sidhe.co.nz 


<35DDC4A9.1198@manc.u-net.com> <01bdcd4fSšS7ee9bd80S026f6f6f@two> <35DEB41 


—-MESSAGE FILE 11725 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 


0 
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--MESSAGE FILE 11726 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
151 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: Sun, 23 Aug 1998 19:46:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <35E071B2.5ED5@livemedia.co.uk> 

References: <6rp428$3601@chuka.playstation.co.uk> <35E048CF.1534@manc.u-—net.com> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I used to have the problem too... and none of the fixes seemed to work 
(like increasing stack space).. So I split the offending file (~8000 
lines of code) into 2 files.. You could say it was GCCs way of telling 


you to think about structuring your files more. My source files 
definitely needed organizing better, and this forced me into it :) 


Charlie 


James Shaughnessy wrote: 


http://www.netyaroze-europe.com/~shaughnj 


> 

> Nick Ferguson wrote: 

> > BIW Stack fault - is it something to do with my stack being too small 
> > (oo-er)? Please help me ASAP as I was planning on spending this 

> > weekend really going 1005 full-out on the game and now I can't really 
> > do anything (but doodle a few ideas for how funcs I still need to do 
> > might work. AAAARRRRGGGHHH!!!) 

> 

> I get the same stack fault problem when compiling Grav at -O2 or -O3 

> in a DOS box in Win95 (also over 4000 lines in 1 .Շ file), but 

> exciting to pure DOS mode allows it to compile fine so try that. 

> It's a lot slower though. 

> 

> Jim 

> 

> -- 

> 

> James Shaughnessy james@manc.u-net.com 

> 

> 


—-MESSAGE FILE 11726 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
1 


--MESSAGE FILE 11727 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
152 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: 24 Aug 1998 00:40:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <Olbdcef7$246848a0S026f6f6f@two> 

References: <6rp428$3601@chuka.playstation.co.uk> <35E048CF.1534@manc.u-net.com> <35 
E071B2.5ED5@livemedia.co.uk> 

NNTP-Posting-Host: 195.171.236.29 

X-Newsreader: Microsoft Internet News 4.70.1161 


hmm must depend on different stuff like local variables 'n' such 
prior to seeing the light my code was approaching 12000 lines 
in one file (good laugh finding stuff) but worked ok - go figure... 


Pete. 
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|| Death is a non-maskable interrupt | | 


Charlie <charlie@livemedia.co.uk> wrote in article 
<35E071B2.5ED5@livemedia.co.uk>... 


> I used to have the problem too... and none of the fixes seemed to work 
> (like increasing stack space).. So I split the offending file (~8000 

> lines of code) into 2 files.. You could say it was GCCs way of telling 
> you to think about structuring your files more. My source files 

> definitely needed organizing better, and this forced me into it :) 

> 

> Charlie 

> 


—-MESSAGE FILE 11727 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
2 


--MESSAGE FILE 11728 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
153 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Compiler barfs...NOT!!!! 

Date: Mon, 24 Aug 1998 10:15:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <35E12F2B.203871F9@scee.sony.co.uk> 

References: <6rovaf$d2j19@chuka.playstation.co.uk> <0Olbdce90S7£7db840S026f 6f6fetwo> 
<6rp6e7$3603@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Nick Ferguson wrote: 
> 
> Wow - my first real problem solved on the ng's... 


Or, you could have checked the FAQ... չ0) 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I don't know where you magic pixies came from, but I sure like your pixie drink!" 
-- Barney Gumble 

—-MESSAGE FILE 11728 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 

3 


--MESSAGE FILE 11729 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
154 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: Mon, 24 Aug 1998 19:11:03 -0400 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <6rsr78S$30pl1@scea> 

References: <6rp428S$3601@chuka.playstation.co.uk> 
NNTP-Posting-Host: nac—btr3-s13.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I have a question... 
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When you are counting the number of lines in a file, do you include header 
files in that, or is it just solely what is in one file? 


—-MESSAGE FILE 11729 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
4 


--MESSAGE FILE 11730 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
155 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: Mon, 24 Aug 1998 19:11:03 -0400 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <6rsr8u$30p2@scea> 

References: <6rp428S$3601@chuka.playstation.co.uk> 
NNTP-Posting-Host: nac-—btr3-s13.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I have a question... 


When you are counting the number of lines in a file, do you include header 
files in that, or is it just solely what is in one file? 


—-MESSAGE FILE 11730 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
5 


--MESSAGE FILE 11731 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
156 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: Tue, 25 Aug 1998 08:15:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <35E272AC.591B@livemedia.co.uk> 

References: <6rp428$3601@chuka.playstation.co.uk> <6rsr8uS30p2@scea> 
Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


I'm just including the no. of lines in the C file, ie not including the 
header. 


Antony Arciuolo wrote: 

I have a question... 

When you are counting the number of lines in a file, do you include header 
files in that, or is it just solely what is in one file? 


—-MESSAGE FILE 11731 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
6 


V V V V V 


--MESSAGE FILE 11732 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
T57 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: More info on my problem... 

Date: Tue, 25 Aug 1998 13:52:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 15 

Message-ID: <35E2B399.2E84@manc.u-net.com> 

References: <6rp428$3601@chuka.playstation.co.uk> <6rsr78S30pl@scea> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Antony Arciuolo wrote: 
> When you are counting the number of lines in a file, do you include 
> header files in that, or is it just solely what is in one file? 


I'm pretty sure the compiler will consider the header in addition 
to the main c file (as it literally ‘include's it) regarding it's 
line count and chance of bombing out (bombing out -- reminds of the 


old Atart ST days!) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 11732 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
g 


--MESSAGE FILE 11733 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
158 

Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gap.baynet.de> 
Newsgroups: scee.yaroze.problems.pc 

Subject: STARTING PROBLEMS 5 

Date: Thu, 27 Aug 1998 22:11:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35E5BD85.5B30@gap.baynet.de> 
NNTP-Posting-Host: line27.GAP.BAYNET.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


hey, 


i'm still stuck with my starting problem, when i try to run 
siocons no ">>" appears. I've tried everthing what the newsgroups 
members told me to but the problem is still there. Now i'm quiet 
sure that either my serial cable is detective or even my NET 
YAROZE. 


If anyone has got an idea of what to do now or who i should 
contact, tell me. Thanks in advice. 


Regards, Roman. 
—-MESSAGE FILE 11733 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
8 


--MESSAGE FILE 11734 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
159 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <sr@srstudios.is> 
Newsgroups: scee.yaroze.problems.pc 

Subject: TLB Modification Error 

Date: Tue, 08 Sep 1998 18:06:05 +0100 
Organization: S.R. Studios 

Lines: 7 

Message-ID: <35F563FD.A20F5EAER@srstudios.is> 
NNTP-Posting-Host: realms.xnet.is 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


hi! 
Can anyone tell me what "TLB Modification Error" means??? 


thanks 
Ari Pall 


—-MESSAGE FILE 11734 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000015 
9 


--MESSAGE FILE 11735 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
160 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: TLB Modification Error 

Date: 9 Sep 1998 10:26:30 GMT 

Organization: SCEE 

Lines: 21 

Message-ID: <01bddb79$32951a00Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35F563FD.A20F5EAE@srstudios.is> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


When are you getting this error? Using SIOCONS or CW ? 
What sample code are you running to get this? 


Regards, 


George@SCEE 


Ari Pall Albertsson <sr@srstudios.is> wrote in article 
<35F563FD.A20F5EAE@srstudios.is>... 

> hi! 

> 

Can anyone tell me what "TLB Modification Error" means??? 


> 
> 
> thanks 

> Ari Pall 

> 

> 

-—-MESSAGE FILE 11735 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
0 


--MESSAGE FILE 11736 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
161 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.problems.pc 

Subject: RDB/GDB Debugger 

Date: Thu, 10 Sep 1998 14:36:33 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6t95eeS9fu2@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I get this error when I type 
target hss coml 


(gdb) target hss coml 
A program is being debugged already. Kill it? (y or ո) y 
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Remote debugging using coml 

warning: Hit heuristic-—fence-post without finding 
warning: enclosing function for address 0x80143160 
0x80143160 in ?? () 


I have checked to see that I am using coml and that set remotebaud is set 
appropriately to 115200, but why does this still occur? 


—-MESSAGE FILE 11736 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
1 


--MESSAGE FILE 11737 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
162 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <sr@srstudios.is> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: TLB Modification Error 

Date: Fri, 11 Sep 1998 11:45:10 +0100 

Organization: S.R. Studios 

Lines: 36 

Message-ID: <35F8FF36.56355C61@srstudios.is> 

References: <35F563FD.A20F5EAR@srstudios.is> <Olbddb79$32951a00S$f2e832a2@gbain.wav.s 
cee.sony.co.uk> 

NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


հղ... 


I managed to fix the error, but I still don't know what TLB stands 
BOL ssa 


I'm using CW, and I think the error was that I was putting a minus index 
into an array 


Ari Pall 


George Bain wrote: 


> Hi there, 

> 

> When are you getting this error? Using SIOCONS or CW ? 
> What sample code are you running to get this? 

> 

> Regards, 

> 

> George@SCEE 

> 

> Ari Pall Albertsson <sr@srstudios.is> wrote in article 
> <35F563FD.A20F5EAR@srstudios.is>... 

> > hi! 

> > 

> > Can anyone tell me what "TLB Modification Error" means??? 
> > 

> > thanks 

> > Ari Pall 

>> 

>> 


—-MESSAGE FILE 11737 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
2 


--MESSAGE FILE 11738 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
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163 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <steve@microdot.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: RDB/GDB Debugger 

Date: Fri, 11 Sep 1998 12:41:38 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <6tbtrlSala4@scea> 

References: <6t95ee$9fu2@scea> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hehehe, I wish I could help. I was having the same sort of problems. I 
just could not get GDB to debug properly at all. Check the newsgroup 
archives. 


The solution I came up with... Buy CodeWarrior. Even if you hate the IDE, 
it's worth it JUST for the interactive debugger. Even if stepping is 
slow... :) 

Good luck, 

Steve 


Antony Arciuolo wrote in message <6t95eeS9fu2@scea>... 

>I get this error when I type 

> 

>target hss coml 

> 

>(gdb) target hss coml 

>A program is being debugged already. Kill it? (y or n) y 
>Remote debugging using coml 

>warning: Hit heuristic-fence-post without finding 
>warning: enclosing function for address 0x80143160 
>0x80143160 in ?? () 

> 

> 

>I have checked to see that I am using coml and that set remotebaud is set 
>appropriately to 115200, but why does this still occur? 

> 

> 


Page 7755 


—-MESSAGE FILE 11738 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 


3 


--MESSAGE FILE 11739 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


164 

Path: chuka.playstation.co.uk!news 

From: "Pierre MOREL FOURRIER" <pmorelfourrier@natsys.fr> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Can't download... 

Date: Sat, 26 Sep 1998 20:34:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6ujcfj$ja917@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-177-220.province.club-internet.fr 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hello, 


I'm having EXACTLY the same problem as Andy Thorn, below... 

That is, no way to download (size=FEFFFFFF), although I can type "dir" and 
view the CD directory. I've tried different spped ranging from 9600 to 
115200. 

I'm using an Armada compaq 

Any help ? Pleeeaaase... 


Pierre 
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—-MESSAGE FILE 11739 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
4 


--MESSAGE FILE 11740 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
165 

Path: chuka.playstation.co.uk! sunny 

From: stho@bahnhof.se (Stefan Holmgren) 
Newsgroups: scee.yaroze.problems.pc 

Subject: X-Plorer as fileserver? 

Date: Wed, 28 Oct 1998 20:36:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <717vém$fj64@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.178.166.27 

X-Newsreader: News Xpress 2.01 


Hi there! 


Having been frustrated over and over again because the slow speed of the 
serial link (115kbps p-tooie), I desperately search for different ways to 
download data to the playstation, and since I have an X-Plorer 
(www.x-plorer.co.uk) hooked up with a Parallel-cable and everything, I thought 
that "hmmmm... wouldn't it be wonderful if someone had any idea on how to make 
an ARS-type program, but for the X-Plorer instead? Sorry to say, I'm not that 
good at hacking into peripherals, and my knowledge on I/O via the 
parallel-port is strictly (and embarrasingly limited). 


Thus, I send out a plea to anyone who has an idea on how such a program could 
take form? Is it impossible. Do I really have to purchase an Action Replay 
with a PC Comms-board for twice the money of what the X-plorer costs. And the 
fact that many retail-stores in Sweden refuses to take in the Action Replay 
(because they don't work most of the time) doesn't make it better for me. 


Any ideas? Anyone? I WANT SOME SPEED WHEN DEVELOPING MY YAROZE PROJECTS! 


Have a nice one, 
Stefan Holmgren 


e-mail: stho@bahnhof.se 
—-MESSAGE FILE 11740 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
5 


--MESSAGE FILE 11741 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
166 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Win 98 

Date: Tue, 17 Nov 1998 18:35:01 GMT 

Organization: Twisted Minds 

Lines: 4 

Message-ID: <3651c179.9239661@news.playstation.co.uk> 
NNTP-Posting-Host: du-731.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


Is it just me or doesn't the net yaroze software work with Windows 98, 

i have tried everything to try and get it to work and in the end i 

have got rid of it and reinstalled Windows 95 and it works ok, does 

anyone know why please??? 

—-MESSAGE FILE 11741 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
6 


--MESSAGE FILE 11742 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
167 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Win 98 
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Date: Tue, 17 Nov 1998 19:42:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <72sk11Sdvm1l0@chuka.playstation.co.uk> 
References: <3651c179.9239661@news.playstation.co.uk> 
NNTP-Posting-Host: 195.232.31.86 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Mark wrote in message <3651c179.9239661@news.playstation.co.uk>... 

>Is it just me or doesn't the net yaroze software work with Windows 98, 
>i have tried everything to try and get it to work and in the end i 
>have got rid of it and reinstalled Windows 95 and it works ok, does 
>anyone know why please??? 


Errmm, I'm running win 98 & it works a treat, 
what was the problem?? 


Nick S 


—-MESSAGE FILE 11742 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
i 


--MESSAGE FILE 11743 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
168 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Win 98 

Date: Tue, 17 Nov 1998 21:18:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <365le7df.183717383@news.playstation.co.uk> 

References: <3651c179.923966l1@news.playstation.co.uk> <72sk11S$dvm1l0@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: p28-hornbill-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 17 Nov 1998 19:42:14 -0000, "Nick Slaven" 
<NickSlaven@compuserve.com> wrote: 


> 

>Mark wrote in message <3651c179.9239661l@news.playstation.co.uk>... 
>>Is it just me or doesn't the net yaroze software work with Windows 98, 
>>i have tried everything to try and get it to work and in the end i 
>>have got rid of it and reinstalled Windows 95 and it works ok, does 
>>anyone know why please??? 

> 

>Errmm, I'm running win 98 & it works a treat, 

>what was the problem?? 

> 

> 

>Nick S 

> 

> 


Ditto here as well. I have very few problems with it despite the fact 
that Լ like to run lots of dodgy things at once..... 


Richard. 


—-MESSAGE FILE 11743 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
8 


--MESSAGE FILE 11744 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
169 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 
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Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Win 98 

Date: Wed, 18 Nov 1998 19:51:27 GMT 

Organization: Twisted Minds 

Lines: 19 

Message-ID: <365324ff.10712237@news.playstation.co.uk> 

References: <3651c179.923966l1@news.playstation.co.uk> <72sk11$dvml10@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: du-1215.claranet.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Tue, 17 Nov 1998 19:42:14 -0000, "Nick Slaven" <NickSlaven@compuserve.com> 
wrote: 


<*> 

<*>Mark wrote in message <3651c179.9239661l@news.playstation.co.uk>... 
<*>>Is it just me or doesn't the net yaroze software work with Windows 98, 
<*>>i have tried everything to try and get it to work and in the end 1 
<*>>have got rid of it and reinstalled Windows 95 and it works ok, does 
<*>>anyone know why please??? 

<*> 

<*>Errmm, I'm running win 98 & it works a treat, 

<“>what was the problem?? 

<*> 

<*> 

<*>Nick S 

<*> 

the prob i was having was that when i used the make command it didn't show any 
errors but it still came up with the Error 1 message. 


—-MESSAGE FILE 11744 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000016 
9 


--MESSAGE FILE 11745 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
170 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Win 98 

Date: Wed, 18 Nov 1998 19:51:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3653254F.E5DF6135@cthullu. freeserve.co.uk> 

References: <3651c179.9239661@news.playstation.co.uk> <72sk11$dvml1l0@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: modem—59.polonium.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Slaven wrote: 


> Mark wrote in message <3651c179.9239661@news.playstation.co.uk>... 

> >Is it just me or doesn't the net yaroze software work with Windows 98, 
> >i have tried everything to try and get it to work and in the end i 

> >have got rid of it and reinstalled Windows 95 and it works ok, does 

> >anyone know why please??? 

> 

> Errmm, I'm running win 98 & it works a treat, 

> what was the problem?? 

> 

> Nick S 


Not to sound too repetitive but works for me (a famous developers answer to 
any problems a user has) 


Jake 


—-MESSAGE FILE 11745 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
0 
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--MESSAGE FILE 11746 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
171 

Path: chuka.playstation.co.uk!news 

From: "Matthew Chubb" <matthew@mchubb. fresserve.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Playstation to PC connection ! 

Date: Wed, 9 Dec 1998 16:32:14 -0000 

Organization: Home 

Lines: 24 

Message-ID: <74m8pr$8bcl11@chuka.playstation.co.uk> 
Reply-To: "Matthew Chubb" <matthew@mchubb.freeserve.co.uk> 
NNTP-Posting-Host: modem—94.lupron.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Anybody 


I am very new to the NY scene, I have just got hold of my Black Playstation 
but to my horror like many othersin the past I can't get the two machines to 
work in harmony. 


I have the mouse connected through COM1 and the Playstation connected 
through COM2, but due to the fact I also have an internal modem which uses 
the same IRQ as COM2 it doesn't seem to work. 


I don't get the >> after typing in siocons in the MS-DOS prompt. 


Does anybody have a cheap quick solution to this problem, as it is driving 
me insane. 


I'm not very good at all with Hardware, this is the first time I have 
started to really understand what things do, so there might be a really 
obvious way to solve this (I hope!!) 


any suggestions would be greatly appreciated. 


Matt 


—-MESSAGE FILE 11746 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
1 


--MESSAGE FILE 11747 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
172 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playstation to PC connection ! 

Date: Wed, 9 Dec 1998 14:24:00 -0500 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <74mhqi$6062@scea> 

References: <74m8pr$8bcll1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I would go with disabling the modem if you don't use that a lot. If you take 
it out of the HW profile, then it won't use the same resources Siocons 
needs. Or, if you're not in love with your mouse (I was, so I gave up the 
modem) get a PS/2 mouse and use that freed COM port for the Siocons 


PS to disable the modem, right-click My Computer and go to properties, then 
device manager. Click on modems, your modem, and then properties check the 
box to "disable in this HW profile", then reboot. 


To undo this change, unclick the box and reboot. 
Hmm.. you may not need to reboot, but do it to be safe. 


- Tony 
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Matthew Chubb wrote in message <74m8prS$8bcll@chuka.playstation.co.uk>... 
>Anybody 

> 

>I am very new to the NY scene, I have just got hold of my Black Playstation 
>but to my horror like many othersin the past I can't get the two machines 
to 

>work in harmony. 

> 

>Matt 


—-MESSAGE FILE 11747 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
2 


--MESSAGE FILE 11748 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
173 

Path: chuka.playstation.co.uk!news 

From: "Matthew Chubb" <matthew@mchubb. fresserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playstation to PC connection ! 

Date: Fri, 11 Dec 1998 10:03:29 -0000 

Organization: Home 

Lines: 19 

Message-ID: <74qqor$1sl@chuka.playstation.co.uk> 

References: <74m8prS$8bc11@chuka.playstation.co.uk> <74mhqiS6062@scea> 
Reply-To: "Matthew Chubb" <matthew@mchubb.freeserve.co.uk> 
NNTP-Posting-Host: modem-19.rhodium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I disabled it from the hardware profiles and reebooted the machine like you 
said but when I tried siocons the >> still didn't come up, I'm going to try 
it through the mouse port next when I get the chance. 


Matt 


>PS to disable the modem, right-click My Computer and go to properties, then 
>device manager. Click on modems, your modem, and then properties check the 
>box to "disable in this HW profile", then reboot. 

> 

>To undo this change, unclick the box and reboot. 

> 

>Hmm.. you may not need to reboot, but do it to be safe. 

> 

>- Tony 


—-MESSAGE FILE 11748 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
3 


--MESSAGE FILE 11749 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
174 

Path: chuka.playstation.co.uk!news 

From: tim pickup <tim@tpickup.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: fell at the very first hurdle - Djsetup.bat problems 
Date: Thu, 10 Dec 1998 23:38:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36705B7F.3373A4F8@tpickup.demon.co.uk> 
NNTP-Posting-Host: tpickup.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I appreciate the complexity of yaroze but wouldn't it be nice if just 
once when you 
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bought a new piece of software it installed smoothly. 
i'm stuck on the very first step. 


installing the PC software for yaroze. When running Djsetup.bat in the 
psx folder the following error comes up in the dos prompt 


Out of environment space 
Too many parameters 
Out of environment space 


what does this refer to? 

i've followed the instructions carefully, creating a tmp folder on C: 
and the machine 

has a gig of freespace. 


Couldn't find any specific help on the website. 
tia 
pickup 


—-MESSAGE FILE 11749 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
4 


--MESSAGE FILE 11750 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
175 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playstation to PC connection ! 

Date: Fri, 11 Dec 1998 11:54:26 -0500 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <7541k4S9ae2@scea> 

References: <74m8pr$8bcll@chuka.playstation.co.uk> <74mhqiS6062@scea> <74qqor$1sl@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Make sure when you do that you change all the environment settings, such as 
port address and IRQ, and make sure you got the proper ones for that port. 


Mine is for port 1 (or port A) 

Set DTLH3000=0x3f8, 4,9600 

(change to a faster baud later, start with 9600) 
- Tony 


Matthew Chubb wrote in message <74qqor$1s1@chuka.playstation.co.uk>... 

>I disabled it from the hardware profiles and reebooted the machine like you 
>said but when I tried siocons the >> still didn't come up, I'm going to try 
>it through the mouse port next when I get the chance. 

> 

>Matt 

> 

> 

>>PS to disable the modem, right-click My Computer and go to properties, 
then 
>>device manager. Click on modems, your modem, and then properties check the 
>>box to "disable in this HW profile", then reboot. 

>> 

>>To undo this change, unclick the box and reboot. 

>> 

>>Hmm.. you may not need to reboot, but do it to be safe. 

>> 

>>- Tony 

> 

> 
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> 


—-MESSAGE FILE 11750 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
5 


--MESSAGE FILE 11751 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
176 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: fell at the very first hurdle - Djsetup.bat problems 
Date: Thu, 17 Dec 1998 23:36:19 -0800 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <367A05F3.47684490@shell.jps.net> 

References: <36705B7F.3373A4F8@tpickup.demon.co.uk> 
NNTP-Posting-Host: 209-239-195-134.o0ak.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


If you're out of env space, make sure the properties of your DOS 
window have an env space of like 4096 or greater. Also, pop up that 
DOS window and do a "mem /c/p". Take a look at what you have in 
memory and try to remove it from your AUTOEXEC.BAT if it isn't 
necessary. Also take a look at your AUTOEXEC.BAT's "set" and "path" 
assignments. A very long path may consume your environment. Likewise, 
too many "set" statements will eat up your environment. 


I hope this helps a little... 


tim pickup wrote: 

I appreciate the complexity of yaroze but wouldn't it be nice if just 
once when you 

bought a new piece of software it installed smoothly. 


i'm stuck on the very first step. 


installing the PC software for yaroze. When running Djsetup.bat in the 
psx folder the following error comes up in the dos prompt 


Out of environment space 
Too many parameters 
Out of environment space 


what does this refer to? 

i've followed the instructions carefully, creating a tmp folder on C: 
and the machine 

has a gig of freespace. 


Couldn't find any specific help on the website. 


VVVVVVVVVVVVVV VV VV VV VV VV 


tia 
pickup 
Mata ne, ի Հոթ 
- Թ) ՀՏ tenchi@shell.jps.net Wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ae http://www. jps.net/tenchi 


—-MESSAGE FILE 11751 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
6 
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--MESSAGE FILE 11752 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
177 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Playstation to PC connection ! 

Date: 8 Jan 1999 09:30:08 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 37 

Message-ID: <774370$7717@chuka.playstation.co.uk> 
References: <74m8pr$8bcll1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 
Have you got your NY setup yet? 


George 


In article <74m8prS$8bcl1l1l@chuka.playstation.co.uk>, 
matthew@mchubb.fresserve.co.uk says... 

> 

>Anybody 

> 

>I am very new to the NY scene, I have just got hold of my Black Playstation 
>but to my horror like many othersin the past I can't get the two machines to 
>work in harmony. 

> 

>I have the mouse connected through COM1 and the Playstation connected 
>through COM2, but due to the fact I also have an internal modem which uses 
>the same IRQ as COM2 it doesn't seem to work. 

> 

>I don't get the >> after typing in siocons in the MS-DOS prompt. 

> 

>Does anybody have a cheap quick solution to this problem, as it is driving 
>me insane. 

> 

>I'm not very good at all with Hardware, this is the first time I have 
>started to really understand what things do, so there might be a really 
>obvious way to solve this (I hope!!) 

> 

>any suggestions would be greatly appreciated. 

> 

>Matt 

> 

> 


—-MESSAGE FILE 11752 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
7 


--MESSAGE FILE 11753 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
178 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: fell at the very first hurdle - Djsetup.bat problems 
Date: 8 Jan 1999 09:32:34 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 40 

Message-ID: <774jbi$7718@chuka.playstation.co.uk> 

References: <36705B7F.3373A4F8@tpickup.demon.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 
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Hi there, 
Your running out of environment space so try this. 
In DOS: command /e:1024 


George 


In article <36705B7F.3373A4F8@tpickup.demon.co.uk>, tim@tpickup.demon.co.uk 
says... 

> 

>I appreciate the complexity of yaroze but wouldn't it be nice if just 
>once when you 

>bought a new piece of software it installed smoothly. 

> 

>i'm stuck on the very first step. 

> 

>installing the PC software for yaroze. When running Djsetup.bat in the 
>psx folder the following error comes up in the dos prompt 

> 

>Out of environment space 

>Too many parameters 

>Out of environment space 

> 

>what does this refer to? 

>i'tve followed the instructions carefully, creating a tmp folder on C: 
>and the machine 

>has a gig of freespace. 

> 

>Couldn't find any specific help on the website. 

> 

>tia 

> 

>pickup 

> 


--MESSAGE FILE 11753 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/p 
8 


--MESSAGE FILE 11754 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems 
179 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: X-Plorer as fileserver? 

Date: Fri, 15 Jan 1999 00:26:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <369E7D0F.C71185B7@aol.com> 
References: <717v6m$fj64@chuka.playstation.co.uk> 
NNTP-Posting-Host: 208-197-17.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Stefan Holmgren schrieb: 
Hi there! 


Having been frustrated over and over again because the slow speed of the 
serial link (115kbps p-tooie), I desperately search for different ways to 
download data to the playstation, and since I have an X-Plorer 
(www.x-plorer.co.uk) hooked up with a Parallel-cable and everything, I th 
that "hmmmm... wouldn't it be wonderful if someone had any idea on how to 
an ARS-type program, but for the X-Plorer instead? Sorry to say, I'm not 


VVVVVVVV 
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ought 
make 
that 
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good at hacking into peripherals, and my knowledge on I/O via the 
parallel-port is strictly (and embarrasingly limited). 


Thus, I send out a plea to anyone who has an idea on how such a program could 
take form? Is it impossible. Do I really have to purchase an Action Replay 
with a PC Comms-board for twice the money of what the X-plorer costs. And the 
fact that many retail-stores in Sweden refuses to take in the Action Replay 
(because they don't work most of the time) doesn't make it better for me. 


Any ideas? Anyone? I WANT SOME SPEED WHEN DEVELOPING MY YAROZE PROJECTS! 


Have a nice one, 
Stefan Holmgren 


VVVVVVVVVVV VV VV 


e-mail: stho@bahnhof.se 


Hi Stefan, My Name is Olaf, and I' am an NY Programmer 
from Germany ! 
I ' m working hard at the moment to Develop an "Downloadsystem" that Loads up 
via Parallelport and Xploder the Gfx and Sound resources for an Yaroze Projekt. 
It's an Windows Tool (95) in which you can Drop in in TIM's and TMD's. 
The Tool generates 
1. An Siocons Batch 
2. An C- Header File which contains the Memory adresses 
3. It will provide an Download function to Load up the GFX to PSX -Memory 
via the paralleportt and Xploder Modul 
I'm trying out if it's possible to load up the PXE - File also; but to start the 
Application 
the "go" Command via Siocons will be still necessary. 
Ok ! please be a little patience (some weeks), and after this Time I will Upload 
the Tool 
on my Yaroze Page !! 


with regards 
Olaf 


—-MESSAGE FILE 11754 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000017 
9 


--MESSAGE FILE 11755 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
180 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: fell at the very first hurdle - Djsetup.bat problems 
Date: Fri, 15 Jan 1999 00:30:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <369E7E30.A1595A58@aol.com> 

References: <36705B7F.3373A4F8@tpickup.demon.co.uk> 
NNTP-Posting-Host: 208-197-17.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


tim pickup schrieb: 

I appreciate the complexity of yaroze but wouldn't it be nice if just 
once when you 

bought a new piece of software it installed smoothly. 


i'm stuck on the very first step. 


installing the PC software for yaroze. When running Djsetup.bat in the 
psx folder the following error comes up in the dos prompt 


Out of environment space 
Too many parameters 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Out of environment space 
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what does this refer to? 

i've followed the instructions carefully, creating a tmp folder օո C: 
and the machine 

has a gig of freespace. 


Couldn't find any specific help on the website. 


tia 


VVVVVVVVV VV 


pickup 


Hi ! 

Please add the following lines to your config.sys file: 
SHELL=C:\DOS\command.com C:\DOS /p /e: 1536 

and djsetup should work ! 


—-MESSAGE FILE 11755 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
0 


--MESSAGE FILE 11756 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
181 

Path: chuka.playstation.co.uk!news 

From: Roman und Gregor Dashuber <d-twinz@gaponline.de> 
Newsgroups: scee.yaroze.problems.pc 

Subject: How to Fade ??? 

Date: Sun, 17 Jan 1999 10:16:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <36A1AA6D.280E@gaponline.de> 
NNTP-Posting-Host: line55.GAPONLINE.DE 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (WinNT; 1) 


Hey, 


I just started to convert my PC game demo to N.Y, but i don't 
know how to do this simple Fadings, like from a pic to black or 
to white. If anyone got's and idea, please tell me. 

Thanks in advice. 


Regards, Roman 


P.S: Does anyone know how to do this palette rotations ? 
—-MESSAGE FILE 11756 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
1 


--MESSAGE FILE 11757 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
182 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Autoexec and djsetup probs 

Date: Tue, 19 Jan 1999 17:40:04 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <36A4C374.D72DCF2E@which.net> 
NNTP-Posting-Host: p87-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Please tell me the lines I am supposed to add to my autoexec and djsetup 
files. 

I have put in the code it suggests and nothing happens appart from 
Saying "Out of environment space" twice when I run djsetup the directory 
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\tmp is on my harddrive so I don't know what is happening. The autoexec 
is supposed to enabe SIOCONS to be used in any directory I want 

in my case c:\yaroze . please help me. SIOCONS will not work or even 
communicate with the PSX yaroze. 


Thanks reply ASAP. 
Andrew Murray 


—-MESSAGE FILE 11757 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
2 


--MESSAGE FILE 11758 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
183 

Path: chuka.playstation.co.uk!news 

From: "Jonathan" <jon@jramm007.freeserve.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: too many parameters 

Date: Thu, 4 Feb 1999 20:38:05 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <79d0heSdjc3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-15.scholar.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


when i try to run "djsetup" i get the message "Too Many Parameters" 
Whats going on???? 

help me please 

Many thanks in advance 


—-MESSAGE FILE 11758 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
3 


--MESSAGE FILE 11759 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
184 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Thu, 04 Feb 1999 14:35:28 -0800 

Organization: SCEA News Server 

Lines: 10 
Message-ID: <36BA20B0.7E8EB415@vmlabs.com> 
References: <79d0heS$djc3@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs29.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


> when i try to run "djsetup" i get the message "Too Many Parameters" 
> Whats going on???? 


DJSETUP is just a batch file so the message must be coming from one of 
the commands. If nothing else, you could try REMing out each line to 
narrow down which one it's coming from. 


Could you post the contents of your djsetup.bat? 
Scott 


—-MESSAGE FILE 11759 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
4 


--MESSAGE FILE 11760 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
185 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.problems.pc 
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Subject: Re: How to Fade ??? 

Date: Thu, 04 Feb 1999 14:44:33 -0800 
Organization: SCEA News Server 

Lines: 21 

Message-ID: <36BA22D1.66B660A9@vmlabs.com> 
References: <36A1AA6D.280E@gaponline.de> 
NNTP-Posting-Host: vmlabs29.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


Sorry for the late reply. 


> I just started to convert my PC game demo to N.Y, but i don't 
> know how to do this simple Fadings, like from a pic to black or 
> to white. If anyone got's and idea, please tell me. 


If you want to fade the entire screen, that's pretty easy. Just sort a 
transparent GsSBOXF on top of everything else in your scene. Change the 
RGB parameters slowly from black to white. If the transparency is set 
to additive then this will fade to white. If it's set to subtract then 
it will fade to black. 


> P.S: Does anyone know how to do this palette rotations ? 


You could StoreImage() the CLUT to a local array (do a DrawSync() to 
make sure the transfer completed), fiddle with the CLUT to your heart's 
content, and then LoadImage() it back to the same location. 


Scott 
—-MESSAGE FILE 11760 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
5 


--MESSAGE FILE 11761 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
186 

Path: chuka.playstation.co.uk!news 

From: "Jonathan" <jon@jramm007.freeserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Thu, 4 Feb 1999 23:39:46 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <79dbpl1$djc4@chuka.playstation.co.uk> 

References: <79d0he$djc3@chuka.playstation.co.uk> <36BA20B0.7E8EB415@vmlabs.com> 
NNTP-Posting-Host: modem-103.niobium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


this is what it looks like not to exciting really. I found that by REM-ing 
out the PATH I dont get the too many...... message 


@echo off 

set DJGPP=d:/psx/djgpp.env 

PATH %path%;d:\psx\bin;d:\gnu\bin 
set TMP=d:\tmp 

set DTLH3000=0x3f8, 4,115200 


Scott Cartier wrote in message <36BA20B0.7E8EB415@vmlabs.com>... 
>> when i try to run "djsetup" i get the message "Too Many Parameters" 
>> Whats going on???? 


> 

>DJSETUP is just a batch file so the message must be coming from one of 
>the commands. If nothing else, you could try REMing out each line to 
>narrow down which one it's coming from. 

> 


>Could you post the contents of your djsetup.bat? 
> 
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>Scott 


—-MESSAGE FILE 11761 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
6 


--MESSAGE FILE 11762 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
187 

Path: chuka.playstation.co.uk!news 

From: "Jonathan" <jon@jramm007.freeserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Thu, 4 Feb 1999 23:48:56 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <79dbpnS$djc5@chuka.playstation.co.uk> 

References: <79d0heSdjc3@chuka.playstation.co.uk> <36BA20B0.7E8EB415@vmlabs.com> 
NNTP-Posting-Host: modem-103.niobium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


@echo off 

set DJGPP=d:/psx/djgpp.env 

PATH %path%;d:\psx\bin;d:\gnu\bin 
set TMP=d:\tmp 

set DTLH3000=0x3f8, 4,115200 


I REMed out the 3rd line and dont get the message 
what does that mean? 


Scott Cartier wrote in message <36BA20B0.7E8EB415@vmlabs.com>... 
>> when i try to run "djsetup" i get the message "Too Many Parameters" 
>> Whats going on???? 


> 

>DJSETUP is just a batch file so the message must be coming from one of 

>the commands. If nothing else, you could try REMing out each line to 

>narrow down which one it's coming from. 

> 

>Could you post the contents of your djsetup.bat? 

> 

>Scott 

-—-MESSAGE FILE 11762 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
7 


--MESSAGE FILE 11763 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
188 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Thu, 04 Feb 1999 17:47:29 -0800 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <36BA4DB1.A551A5AE@vmlabs.com> 

References: <79d0heSdjc3@chuka.playstation.co.uk> <36BA20B0.7E8EB415@vmlabs.com> <79 
dbpl$djc4@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs29.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 


> this is what it looks like not to exciting really. I found that by REM-ing 
> out the PATH I dont get the too many...... message 

> 

> @echo off 

> 


set DJGPP=d:/psx/djgpp.env 
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> PATH ZSpath%;d:\psx\bin;d:\gnu\bin 
> set TMP=d:\tmp 
> set DTLH3000=0x3f8,4,115200 


I don't remember my DOS, but there might be a limit to how long your 
PATH variable can be. 


Try opening a new DOS box and type SET. Look to see how long your 
PATH is. If it's super long then that's probably the trouble. That 
line in djsetup just takes the current PATH adds two more to the 

end of it "d:\psx\bin" and "d:\gnu\bin". If that's really the case 
you can change that line so it only includes the paths you need for 
the Yaroze. 


Something like: 
set PATH=d:\psx\bin;d:\gnu\bin;c:\windows;c:\dos 


I'm not sure what else you would want to put, but that's a good start. 
Of course change the drive letters if windows and dos aren't on the 
C drive. 


Scott 
—-MESSAGE FILE 11763 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
8 


--MESSAGE FILE 11764 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
189 

Path: chuka.playstation.co.uk!news 

From: "Jonathan" <jon@jramm007.freeserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Fri, 5 Feb 1999 11:05:36 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <79ejclS$djc7@chuka.playstation.co.uk> 

References: <79d0heSdjc3@chuka.playstation.co.uk> <36BA20B0.7E8EB415@vmlabs.com> <79 
dbpl$djc4@chuka.playstation.co.uk> <36BA4DB1.A551A5AE@vmlabs.com> 

NNTP-Posting-Host: modem-60.plutonium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sorted! 
instead of using the batch file to set the path I just use Autoexec to do it 
and REM out the PATH line in djsetup 


many thanks 


—-MESSAGE FILE 11764 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000018 
9 


--MESSAGE FILE 11765 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
190 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Fri, 5 Feb 1999 11:40:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <79el6jSdjc8@chuka.playstation.co.uk> 

References: <79d0heSdjc3@chuka.playstation.co.uk> <36BA20B0.7E8EB415@vmlabs.com> <79 
dbpn$djc5@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-22.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jonathan wrote in message <79dbpnS$djc5@chuka.playstation.co.uk>... 
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>@echo off 

>set DJIGPP=d:/psx/djgpp.env 

>PATH %path%;d:\psx\bin;d:\gnu\bin 

>set TMP=d:\tmp 

>set DTLH3000=0x3f8,4,115200 

> 

>I REMed out the 3rd line and dont get the message 
>what does that mean? 


Hi Jonathan, 

try changing the 3rd line to: 

set PATH=%path%;d:\psx\bin;d:\gnu\bin 
that should sort out you're problem. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 11765 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
0 


--MESSAGE FILE 11766 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
191 

Path: chuka.playstation.co.uk!news 

From: "Jonathan" <jon@jramm007.freeserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: too many parameters 

Date: Sun, 7 Feb 1999 20:36:53 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <79ktj1Smuv2@chuka.playstation.co.uk> 

References: <79d0he$djc3@chuka.playstation.co.uk> <36BA20B0.7E8EB415@vmlabs.com> <79 
dbpn$djc5@chuka.playstation.co.uk> <79el16j$djc8@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—47.astitine.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


tried that and it read "syntax error" ? 

Rad wrote in message <79el6jSdjc8@chuka.playstation.co.uk>... 
>Jonathan wrote in message <79dbpnS$djc5@chuka.playstation.co.uk>... 
>>@echo off 

>>set DJGPP=d:/psx/djgpp.env 

>>PATH Zpath%;d:\psx\bin;d:\gnu\bin 

>>set TMP=d:\tmp 

>>set DTLH3000=0x3f8, 4, 115200 

>> 

>>I REMed out the 3rd line and dont get the message 

>>what does that mean? 


> 

> 

>Hi Jonathan, 

> 

>try changing the 3rd line to: 

> 

>set PATH=%path%;d:\psx\bin;d:\gnu\bin 
> 

>that should sort out you're problem. 
> 

>Rad. 


>rad@cyberdude.com 
>http://www.netyaroze-europe.com/~radpsx 
> 

> 


—-MESSAGE FILE 11766 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
Լ 
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--MESSAGE FILE 11767 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
192 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Hauppauge WinTV card 

Date: Mon, 8 Feb 1999 00:22:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <79lak3$ldol@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-ll.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've recently bought a Hauppauge WinTV card (model 406 with Nicam stereo) 
but the quality is pretty bad on anything but a small sized window. 

I know a few people have WinTV cards and Nick had similar problems, my guess 
is that its due to my crap machine which is a: P133, 32mb ram, crap video 
card, crap 14" monitor running in 800x600 resolution and 16bit colour. 


Also my Net Yaroze is connected via the RF arial at the back, is this the 
only way? Whats the composite socket for? 


Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 11767 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
2 


--MESSAGE FILE 11768 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
193 

Path: chuka.playstation.co.uk!sixgun.demon.co.uk!sixgun.demon.co.uk 
From: antony@sixgun.demon.co.uk (Antony Scott) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Mon, 08 Feb 1999 18:17:38 GMT 

Organization: None 

Lines: 21 

Message-ID: <36bf2981.1108126@192.168.0.1> 

References: <79lak3S$ldol@chuka.playstation.co.uk> 

Reply-To: antony@sixgun.demon.co.uk 

NNTP-Posting-Host: sixgun.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

X-No-Archive: yes 


On Mon, Ց Feb 1999 00:22:47 -0000, "Rad" <rad@cyberdude.com> wrote: 


>I've recently bought a Hauppauge WinTV card (model 406 with Nicam stereo) 
>but the quality is pretty bad on anything but a small sized window. 

>I know a few people have WinTV cards and Nick had similar problems, my guess 
>is that its due to my crap machine which is a: P133, 32mb ram, crap video 
>card, crap 14" monitor running in 800x600 resolution and 16bit colour. 

> 

>Also my Net Yaroze is connected via the RF arial at the back, is this the 
>only way? Whats the composite socket for? 


You can take the composite socket from you Yaroze and plug it into the 
WinTV card, thus freeing up the RF in for an aerial. 


As far as quality goes, it could be down to your video card. Does it 
support overlay? I run mine at 16-bit colour with an overlay capable 
video card (Videologic GS600) and it's fine. As good a picture as I 
would get with a normal TV, if not better. Depends on the weather with 
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my aerial !! 


—-MESSAGE FILE 11768 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
3 


--MESSAGE FILE 11769 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
194 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Wed, 10 Feb 1999 23:59:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
Message-ID: <79t6hsSo0v2@chuka.playstation.co.uk> 

References: <79lak3S$ldol@chuka.playstation.co.uk> <36bf2981.1108126@192.168.0.1> 
NNTP-Posting-Host: vil-l.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Antony, 


What does overlay do? 

I very much doubt my card supports it. It's a fairly old video card with 
about 1MB memory. Some of the text in windows also gets corrupt when WinTV 
is running but I put this down to the low video memory. 

Still, I'll have to make do, until I upgrade soon. I just wanted to make 
sure that it was due to my poor machine rather than the TV card. 


Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Antony Scott wrote in message <36bf2981.1108126@192.168.0.1>... 

>On Mon, 8 Feb 1999 00:22:47 -0000, "Rad" <rad@cyberdude.com> wrote: 

> 

>>I've recently bought a Hauppauge WinTV card (model 406 with Nicam stereo) 
>>but the quality is pretty bad on anything but a small sized window. 

>>I know a few people have WinTV cards and Nick had similar problems, my 
guess 

>>is that its due to my crap machine which is a: P133, 32mb ram, crap video 
>>card, crap 14" monitor running in 800x600 resolution and 16bit colour. 

>> 

>>Also my Net Yaroze is connected via the RF arial at the back, is this the 
>>only way? Whats the composite socket for? 

> 

>You can take the composite socket from you Yaroze and plug it into the 
>WinTV card, thus freeing up the RF in for an aerial. 

> 

>As far as quality goes, it could be down to your video card. Does it 
>support overlay? I run mine at 16-bit colour with an overlay capable 
>video card (Videologic GS600) and it's fine. As good a picture as I 
>would get with a normal TV, if not better. Depends on the weather with 
>my aerial !! 

> 


—-MESSAGE FILE 11769 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
4 


--MESSAGE FILE 11770 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
195 

Path: chuka.playstation.co.uk!news 

From: Andrew Smith <andy@lethargy.force9.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Fri, 12 Feb 1999 02:17:11 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 
Message-ID: <36C38F27.2B57F2C9@lethargy.force9.co.uk> 
References: <79lak3$ldol@chuka.playstation.co.uk> 
NNTP-Posting-Host: pm4-1-0-59.dial.nildram.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I have the same TV card in my PC and I don't think its anything to do with your 
PC or Video Card cos it's pretty crap on my PC as well ( I have a PII 266, 64 
MB, Mystique Video Card, 17 inch monitor), I think the Haupage TV Card is just 
pretty poor. Of course I could be wrong, if anyone has actually got a decent 
picture out of one then I'd love to know how 'cos its just sitting inside my PC 
at the moment for want of a better place to dump it 


Cheers 


Andy 


—-MESSAGE FILE 11770 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 


5 


--MESSAGE FILE 11771 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


196 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 
Newsgroups: scee.yaroze.problems.pc 
Subject: Re: Hauppauge WinTV card 

Date: Fri, 12 Feb 1999 15:30:51 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 
Message-ID: <7alha4$7opl@chuka.playstation.co.uk> 


References: <79lak3$ldol@chuka.playstation.co.uk> <36C38F27.2B57F2C9@lethargy.force9 


-co.uk> 

NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


>I think the Haupage TV Card is just 

>pretty poor. Of course I could be wrong, if anyone has actually got a 
decent 
>picture out of one then I'd love to know how 'cos its just sitting inside 
my PC 

>at the moment for want of a better place to dump it 

> 


My PC is a PII 266 32MB ram 17inch Monitor and ET6000 graphics board. The 
picture is perfect. I use it as my main TV in my Uni room just to save 
space. The only problem is that I cant get C5, not that its too big of a 
problem after all. Its also a dual format tele for 70 quid, that has to be 
good in anyones book. 


Bob 
298rcs@tay.ac.uk 


>Cheers 
> 

>Andy 

> 


—-MESSAGE FILE 11771 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 


6 
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--MESSAGE FILE 11772 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
197 

Path: chuka.playstation.co.uk!sixgun.demon.co.uk!sixgun.demon.co.uk 

From: antony@sixgun.demon.co.uk (Antony Scott) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Sat, 13 Feb 1999 09:44:26 GMT 

Organization: None 

Lines: 32 

Message-ID: <36c54842.8514038@192.168.0.1> 

References: <79lak3$ldol@chuka.playstation.co.uk> <36bf2981.1108126@192.168.0.1> <79 
téhsS$o0v2@chuka.playstation.co.uk> 

Reply-To: antony@sixgun.demon.co.uk 

NNTP-Posting-Host: sixgun.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

X-No-Archive: yes 


On Wed, 10 Feb 1999 23:59:59 -0000, "Rad" <rad@cyberdude.com> wrote: 


>Hi Antony, 
> 
>What does overlay do? 


I don't know the exact details, but overlay basically means that the 
videocard can "reserve" an area of video memory for something else to 
write to directly. If you aren't using overlay then the CPU has to get 
involved with moving stuff into the video memory. With overlay, no CPU 
intervention is required, so it's alot smoother. 


>I very much doubt my card supports it. It's a fairly old video card with 
>about 1MB memory. Some of the text in windows also gets corrupt when WinTV 
>is running but I put this down to the low video memory. 


Are you using a PCI video card and WinTV card? What happens when you 
have this setup is, the WinTV card can write directly to the video 
card memory via the PCI bus with no cpu intervention. 


>Still, I'll have to make do, until I upgrade soon. I just wanted to make 
>sure that it was due to my poor machine rather than the TV card. 


I wouldn't have thought it's the WinTV card, but it is a possibility 
until you can rule out the quality of your PC as a factor. 


If you've still got the box for your WinTV card, it should mention on 
there a list of video cards that it supports - these (AFAIK) are cards 
with overlay support. 


By, now you should be suitably confused! 


—-MESSAGE FILE 11772 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
E 


--MESSAGE FILE 11773 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
198 

Path: chuka.playstation.co.uk!sixgun.demon.co.uk!sixgun.demon.co.uk 

From: antony@sixgun.demon.co.uk (Antony Scott) 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Sat, 13 Feb 1999 09:46:00 GMT 

Organization: None 

Lines: 15 

Message-ID: <36c649a9.8872341@192.168.0.1> 

References: <79lak3$ldol@chuka.playstation.co.uk> <36C38F27.2B57F2C9@lethargy.force9 
-co.uk> 

Reply-To: antony@sixgun.demon.co.uk 

NNTP-Posting-Host: sixgun.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.451 
X-No-Archive: yes 


On Fri, 12 Feb 1999 02:17:11 +0000, Andrew Smith 
<andy@lethargy.force9.co.uk> wrote: 


>I have the same TV card in my PC and I don't think its anything to do with your 
>PC or Video Card cos it's pretty crap on my PC as well ( I have a PII 266, 64 
>MB, Mystique Video Card, 17 inch monitor), I think the Haupage TV Card is just 
>pretty poor. Of course I could be wrong, if anyone has actually got a decent 
>picture out of one then I'd love to know how 'cos its just sitting inside my PC 
>at the moment for want of a better place to dump it 


Are you using overlay on a 16-bit (or better) video mode? 


I've tried in on an old cirrus board in 256 colour mode and it was 
complete pants. 


—-MESSAGE FILE 11773 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
8 


--MESSAGE FILE 11774 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
199 

Path: chuka.playstation.co.uk!cipher-ltd.demon.co.uk!tim 

From: Tim Hammonds <tim@cipher-ltd.demon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Backgrounds (BG) in interlaced mode 

Date: Thu, 11 Mar 1999 23:14:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <9IMxzAAt5E62EwX8@cipher-ltd.demon.co.uk> 
NNTP-Posting-Host: cipher-ltd.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <tdJaf4hoDXVWrLRXhMMZ4w4BVL> 


I have just started to dabble with my Yaroze and am trying out some of 
its features. 


The manuals seem to infer that you can use BG functions in interlaced 
mode: Page 142 of the Library Reference manual (GsInitFixBgl6) makes 
reference to NTSC interlaced mode vertical screen resolutions. 


When I try to use GsSortFixBg16 in PAL mode with PAL interlace mode at 
640x512 resolution, I get screen flicker. Further investigation shows 
that the every other line (odd numbered lines - I think) of my BG data 
is getting transmitted to the frame buffer, but not the rest, hence the 
flicker. 


NB. The simple test that demonstrates this is to only register the BG in 
the odd numbered OT (1). When the BG is only registered in the even 
numbered OT (0) none of the BG is displayed and the screen is rock 
solid. 


Any ideas? 


Tim. 
—-MESSAGE FILE 11774 END: net-—yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000019 
9 


--MESSAGE FILE 11775 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
200 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Backgrounds (BG) in interlaced mode 

Date: Thu, 11 Mar 1999 16:14:42 -0800 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <36E85C72.7AAB1575@vmlabs.com> 

References: <9IMxzAAt5E62EwX8@cipher-ltd.demon.co.uk> 
NNTP-Posting-Host: vmlabs36.vmlabs.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


I encountered this too back when I was experimenting with the BG stuff. 
I suspect the built-in background routines don't work at hi-res. Since 
the tiles are 32x32, you'd need to draw 300 of them to forma 
background at 640x480. Could be that it just can't handle it. 


I ended up making my own background routines. The benefit with that is 
I'm not restricted to 32x32 tiles. It's been a while, but I think I'm 
using 64x64 tiles which are scaled 2x in both directions for an 
effective size of 128x128. That way I only need to draw 20 at a time. 
I'm not doing anything super fancy though - it's a simple star 
background. 


Scott 


I have just started to dabble with my Yaroze and am trying out some of 
its features. 


The manuals seem to infer that you can use BG functions in interlaced 
mode: Page 142 of the Library Reference manual (GsInitFixBg1l6) makes 
reference to NTSC interlaced mode vertical screen resolutions. 


> 

> 

> 

> 

> 

> 

> 

> When I try to use GsSortFixBgl6 in PAL mode with PAL interlace mode at 
> 640x512 resolution, I get screen flicker. Further investigation shows 
> that the every other line (odd numbered lines - I think) of my BG data 
> is getting transmitted to the frame buffer, but not the rest, hence the 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


flicker. 


NB. The simple test that demonstrates this is to only register the BG in 
the odd numbered OT (1). When the BG is only registered in the even 
numbered OT (0) none of the BG is displayed and the screen is rock 
solid. 


Any ideas? 


Tim. 


Page 
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—-MESSAGE FILE 11775 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 


0 


--MESSAGE FILE 11776 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 


201 

Path: chuka.playstation.co.uk!news 

From: "Homer J Simpson" <goaway@dontbugme.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Crap Hauppauge Cards [will I get sued for saying that]. 
Date: Sat, 20 Mar 1999 00:45:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7cur44$6il@chuka.playstation.co.uk> 
NNTP-Posting-Host: boutros.easynet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've had problems with my card, run your Yaroze through the phono sockets 
instead and make sure 

your TV card is set to TUNER. 

hope it works, 


Aaron. 


PS. Does your card fuck up when you try to run NTSC signal though it. My 
one does and on the box, it says it supports it, They lied to me.... 
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—-MESSAGE FILE 11776 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
1 


--MESSAGE FILE 11777 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
202 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Crap Hauppauge Cards [will I get sued for saying that]. 
Date: Fri, 26 Mar 1999 20:30:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7dgqs0Slimc7@chuka.playstation.co.uk> 

References: <7cur44S6il@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en135-037.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Homer J Simpson <goaway@dontbugme.com> wrote in message 

news: 7cur44$6il@chuka.playstation.co.uk... 

> PS, Does your card fuck up when you try to run NTSC signal though it. 
My 

> one does and on the box, it says it supports it, They lied to me.... 


D'Oh!!! Must kill the boy! Must kill the boy! 
Sorry, just thought it was appropriate 


Rikki 
PS. Dohnuuu... [Drool] 


—-MESSAGE FILE 11777 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
2 


--MESSAGE FILE 11778 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
203 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Fri, 2 Apr 1999 13:26:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
Message-ID: <7e2d19$5qul7@chuka.playstation.co.uk> 

References: <79lak3$ldol@chuka.playstation.co.uk> <36C38F27.2B57F2C9@lethargy.force9 
-co.uk> 

NNTP-Posting-Host: modem-118.name5.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I know this is an old thread but I though I might put my 2p's worth in. 
Whether the Hauppage card is good depends on your definition of 'good'. When 
compared to a decent TV (like the sony or panasonic portable, both of which 
I have been able to do direct comparisons with) the TV card looks pretty 
poor, both through rf and composite, I dont have a sVideo cable to test that 
input. But those tv's cost 150-200 pounds and the card is only 70 so for the 
money it is 'good'. 

The main problems are poor definition of pixels and the anti aliasing it 
applies to the picture. Prescise work looks fuzzy. The colour can also look 
a little washed out. When in full screen mode there is an small update 
problem where alternate scanlines get drawn every frame, particulary 
noticble with fast moving stuff. In windowed mode you can get shearing on 
fast moving images also. 


well thats my opinion. 
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I have a PII-450 + 16mb gfx card, am using 16-bit mode and overlay, and have 
tested the card in many other configurations before you ask. 


Andrew Smith wrote in message <36C38F27.2B57F2C9@lethargy.force9.co.uk>... 
>I have the same TV card in my PC and I don't think its anything to do with 
your 

>PC or Video Card cos it's pretty crap on my PC as well ( Լ have a PII 266, 
64 

>MB, Mystique Video Card, 17 inch monitor), I think the Haupage TV Card is 
just 

>pretty poor. Of course I could be wrong, if anyone has actually got a 
decent 
>picture out of one then I'd love to know how 'cos its just sitting inside 


my PC 

>at the moment for want of a better place to dump it 
> 

>Cheers 

> 

>Andy 

> 


—-MESSAGE FILE 11778 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
3 


--MESSAGE FILE 11779 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
204 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Hauppauge WinTV card 

Date: Fri, 2 Apr 1999 14:18:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 
Message-ID: <7e2g3iS5qu20@chuka.playstation.co.uk> 

References: <79lak3Sldol@chuka.playstation.co.uk> <36C38F27.2B57F2C9@lethargy.force9 
-co.uk> <7e2d19$5qul7@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-13.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yep I completely agree, the problem is when I got mine I was expecting the 
picture to be just as good if not better than a decent TV so I was a little 
disappointed. 
Although the picture quality isn't too bad I find it's more of a problem 
when playing games rather than watching TV. But on the plus side at least it 
doesn't take up any extra space and it ouputs PAL and NTSC, plus you can do 
screen captures and resize the TV window. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Matt Verran wrote in message <7e2d19S$5qul7@chuka.playstation.co.uk>... 

> I know this is an old thread but I though I might put my 2p's worth in. 
>Whether the Hauppage card is good depends on your definition of 'good'. 
When 

>compared to a decent TV (like the sony or panasonic portable, both of which 
>I have been able to do direct comparisons with) the TV card looks pretty 
>poor, both through rf and composite, I dont have a sVideo cable to test 
that 
>input. But those tv's cost 150-200 pounds and the card is only 70 so for 
the 

>money it is 'good'. 

> The main problems are poor definition of pixels and the anti aliasing it 
>applies to the picture. Prescise work looks fuzzy. The colour can also look 
>a little washed out. When in full screen mode there is an small update 
>problem where alternate scanlines get drawn every frame, particulary 
>noticble with fast moving stuff. In windowed mode you can get shearing on 
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>fast moving images also. 

> 

>well thats my opinion. 

> 

>I have a PII-450 + 16mb gfx card, am using 16-bit mode and overlay, and 
have 

>tested the card in many other configurations before you ask. 

> 

> 

> 

>Andrew Smith wrote in message <36C38F27.2B57F2C9@lethargy.force9.co.uk>... 
>>I have the same TV card in my PC and I don't think its anything to do with 
>your 

>>PC or Video Card cos it's pretty crap on my PC as well ( Լ have a PII 266, 
>64 

>>MB, Mystique Video Card, 17 inch monitor), I think the Haupage TV Card is 
>just 

>>pretty poor. Of course I could be wrong, if anyone has actually got a 
>decent 
>>picture out of one then I'd love to know how 'cos its just sitting inside 
>my PC 

>>at the moment for want of a better place to dump it 

>> 

>>Cheers 

>> 


—-MESSAGE FILE 11779 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
4 


--MESSAGE FILE 11780 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
205 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1$4f4j10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 11780 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
5 


--MESSAGE FILE 11781 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
206 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
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scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee.yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 11781 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
6 


--MESSAGE FILE 11782 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
207 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 
scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


-—-MESSAGE FILE 11782 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
5 


--MESSAGE FILE 11783 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
208 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.problems.pc 

Subject: MAKE Include files 

Date: Tue, 07 Sep 1999 23:15:55 +0100 

Organization: Max Studios 

Lines: 14 

Message-ID: <37D58E9B.B12EC83A@which.net> 
NNTP-Posting-Host: p278-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt Page 7782 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Please help, 


When I run MAKE it says that it cannot find the include files ie. 
libps.h etc..... These files are kept in the Include diractory in the 
PSX folder but somehow MAKE cannot find them. I have run DJSETUP.BAT and 
changed my config.sys and AUTOEXEC files to let make be accesable from 
any folder. 


Can anyone suggest a solution? 

I will be forever grateful, hey I am already you opened the message 
didn't you? 

At least someone on the newsgroups is still alive. 

Max 


-—-MESSAGE FILE 11783 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
8 


--MESSAGE FILE 11784 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
209 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Added music via a seq file - no drums? 
Date: Fri, 17 Sep 1999 08:00:48 +0300 

Organization: Nokia 

Lines: 18 

Message-ID: <37E1CB00.CDDAEAC2@nokia.com> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi; 


I tried to add music to my game. I converted a smf file to a seq file 
with smf2seq utility application. When this seq file was playing in my 
game the drums were missing??!! I checked with a sequencer program that 
the dums were assigned to channel 10 as they should. Has anyone 
experienced anything similar? What am I doing wrong? The music sounds 
also a 

little muddy compared to when I play it through a Roland Sound 

Canvas. The balance isn't right eather. The melody can bearly be heard 
although 

with Sound Canvas the balance is correct. 


Regards, 
Markku Kaurila 


—-MESSAGE FILE 11784 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000020 
9 


--MESSAGE FILE 11785 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
210 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Added music via a seq file - no drums? 
Date: Fri, 17 Sep 1999 15:29:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7rtj8kSlcu5@chuka.playstation.co.uk> 
References: <37E1CB00.CDDAEAC2@nokia.com> 
NNTP-Posting-Host: 212.56.122.194 

X-Priority: 3 


Net Yaroze newsgroups message dump.txt Page 7783 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


The supplied GM Vab does not fully conform with the GM standard. For drums 
to play, you need to insert a program change (program 128) at the beginning 
of your drum track. Also, the GM Vab will never sound as good as a Sound 
Canvas because the PS's SRAM is much smaller than the SC's wave ROM, and 
many of the sounds are duplicated/missing. The best thing I can suggest is 
to sample each of the Sound Canvas's sounds which you are using and build a 
Vab containing only those sounds, and therefore not waste precious SRAM on 
sounds which never get used. 


The other thing to consider is that GM synths (such as the Sound Canvas) 
tend to have the reverb/chorus effects switched on as default. This is 
something which needs to be enabled manually on the NY and eats even more 
SRAM. The quality of PS's effects are no match for those found on the Sound 
Canvas. 


Hope this helps. 


Herbs 


Markku Kaurila <markku.kaurila@nokia.com> wrote in message 
news :37E1CB00.CDDAEAC2@nokia.com... 


> Hi, 

> 

> I tried to add music to my game. I converted a smf file to a seq file 
> with smf2seq utility application. When this seq file was playing in my 
> game the drums were missing??!! I checked with a sequencer program that 
> the dums were assigned to channel 10 as they should. Has anyone 

> experienced anything similar? What am I doing wrong? The music sounds 
> also a 

> little muddy compared to when I play it through a Roland Sound 

> Canvas. The balance isn't right eather. The melody can bearly be heard 
> although 

> with Sound Canvas the balance is correct. 

> 

> Regards, 

> Markku Kaurila 

> 

> 

> 


—-MESSAGE FILE 11785 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
0 


--MESSAGE FILE 11786 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
211 

Path: chuka.playstation.co.uk!news 

From: Markku Kaurila <markku.kaurila@nokia.com> 

Newsgroups: scee.yaroze.problems.pc 

Subject: Re: Added music via a seq file - no drums? 

Date: Tue, 21 Sep 1999 13:03:09 +0300 

Organization: Nokia 

Lines: 50 

Message-ID: <37E757DD.966CB592@nokia.com> 

References: <37E1CB00.CDDAEAC2@nokia.com> <7rt j8kSlcu5@chuka.playstation.co.uk> 
NNTP-Posting-Host: nas-—dhcp-88-197.trs.ntc.nokia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Yes indeed. Thanks! 

What a small thing when you know it... 

I think that this deviation from GM standard should have been documented in the 
Reference Manual. 
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Regards, 
Markku 


Alex Herbert wrote: 


The supplied GM Vab does not fully conform with the GM standard. For drums 
to play, you need to insert a program change (program 128) at the beginning 
of your drum track. Also, the GM Vab will never sound as good as a Sound 
Canvas because the PS's SRAM is much smaller than the SC's wave ROM, and 
many of the sounds are duplicated/missing. The best thing I can suggest is 
to sample each of the Sound Canvas's sounds which you are using and build a 
Vab containing only those sounds, and therefore not waste precious SRAM on 
sounds which never get used. 


The other thing to consider is that GM synths (such as the Sound Canvas) 
tend to have the reverb/chorus effects switched on as default. This is 
something which needs to be enabled manually on the NY and eats even more 
SRAM. The quality of PS's effects are no match for those found on the Sound 
Canvas. 


Hope this helps. 
Herbs 


Markku Kaurila <markku.kaurila@nokia.com> wrote in message 
news:37E1CB00.CDDAEAC2@nokia.com... 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


> Hi, 

> 

> I tried to add music to my game. I converted a smf file to a seq file 
> with smf2seq utility application. When this seq file was playing in my 
> game the drums were missing??!! I checked with a sequencer program that 
> the dums were assigned to channel 10 as they should. Has anyone 

> experienced anything similar? What am I doing wrong? The music sounds 
> alsoa 

> little muddy compared to when I play it through a Roland Sound 

> Canvas. The balance isn't right eather. The melody can bearly be heard 
> although 

> with Sound Canvas the balance is correct. 

> 

> Regards, 

> Markku Kaurila 

> 

> 

> 


—-MESSAGE FILE 11786 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
ai 


--MESSAGE FILE 11787 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
212 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.problems.pc 

Subject: counter 

Date: Sat, 09 Oct 1999 14:42:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <37FF462A.57ECB446@chilternmag.demon.co.uk> 
NNTP-Posting-Host: modem-35.sulfur.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


It's a very small problem. 
But how do you get the counter to work on your homepage? 


Chris Wallace. 


—-MESSAGE FILE 11787 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
2 
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--MESSAGE FILE 11788 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
213 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.problems.pc 
Subject: Hows my DOS shell meant to be set? 
Date: Mon, 01 Nov 1999 00:02:14 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <381CD886.35E82D58@bigfoot .com> 
NNTP-Posting-Host: 195.44.231.184 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 
X-Accept—-Language: en 


Hi everyone, 
I had to re-install Win95 etc and now sometimes when I try to "make" my 
program it give a windoze popup saying 


"STOCONS may not run well unless it is in MS-DOS mode. Would you like to 
create a shortcut to this program that will run it in MS-DOS mode?" 


So I say "no" 'Շօտ I don't want to and in the DOS shell it says 


>> 

Dos[53]# make 

gcc -Wall -g -funsigned-char -c main.c 
CPU must be in REAL mode (not V86 mode) to run this program without 
VCPI. 

(If you are using an EMS emulator, make sure that EMS isn't disabled) 
make.exe: *** [main.o] Error 1" 


I've never had this problem before so I'm assuming I need to fiddle with 
the setting in the memory tab on teh DOS Prompt Properties, but I've 
fiddled with no success so far :( 


Cheers for any help/suggestions 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657/ 

music 'n' computers 'n' piercing 'n' stuff 

—-MESSAGE FILE 11788 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
3 


--MESSAGE FILE 11789 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
214 

Path: chuka.playstation.co.uk!news 

From: "Antonio Molinero" <omoliner@lacaja.net> 
Newsgroups: scee.yaroze.problems.pc 

Subject: Create PSX CD with the game data 

Date: Sat, 27 Nov 1999 00:03:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <81n3ir$n31@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.76.120.118 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


In the User Guide Software development tool, in the page 99 comes the PSX 
CD-ROM File System. 

But the question is: can we writting a CD in that format us data use it? 
or we need use Gold CD and set up the chip under us Yaroze? 


If we can write the CD without set up the chip, how we can set the files in 
the PSX format, or we need a special programm?In that case, what programm? 


Net Yaroze newsgroups message dump.txt Page 7786 
Send me it! 

Thanks, 

Antonio Molinero 


E-Mail: omoliner@lacaja.net 


—-MESSAGE FILE 11789 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
4 


--MESSAGE FILE 11790 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
215 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


—-MESSAGE FILE 11790 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
5 


--MESSAGE FILE 11791 START: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/00000 
216 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <80o0hocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80ohocS$7h3@chuka.playstation.co.uk... 

> 

> 
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> 


—-MESSAGE FILE 11791 END: net-yaroze-usenet/00000001-SCEE/yaroze/problems/pc/0000021 
6 


E AE AE FE FE AE AE AE AE FE FE FE FEAE 
E AE EAE AE EAE FE EAE EH 


E AE AE FE FE AE FE AE AE FE FE FE FEAE 
E AE AE E FE AE AE AE AE FE FE HEHE 


t EEE SH 
—-START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/profile 
EE AE TE AE HE FE AE FE E HE REESE 


——MESSAGE FILE 11792 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000001 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.profile 

Subject: Just glad to be here (first) 

Date: Sun, 15 Feb 1998 22:00:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6c7og4Sbeol0@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera436.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The Yaroze web site sais... 
"scee.yaroze.profile " 

Post information about yourself. 
So, 


I'm Steve, from London. I've got long blond hair and sparkling white teeth, 
sorry, that should read white hair and long teeth ! :) 


If theres any Yaroze owner from around London, why not drop me a line. I 
could come over to your place and ponse all your software ! 


If anyone ever reads this, then... Hello to you ! 


Yours completely and utterly boored searching the net for English (or human) 
instructions on how to work GCC. 


Steve 


—-MESSAGE FILE 11792 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000001 


—-MESSAGE FILE 11793 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000002 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Just glad to be here (first) 

Date: Mon, 16 Feb 1998 13:50:58 +0000 

Organization: I wish! 

Lines: 20 

Message-ID: <34E84442.3C10@mdx.ac.uk> 
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References: <6c7og4Sbeol10@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Steve Dunn wrote: 
The Yaroze web site sais... 


"scee.yaroze.profile " 
Post information about yourself. 


VV V V V V 


It's true, I've been watching this group from afar, too scared to go 
first. :) btw, I live in North London (Enfield) and I also have long 
hair. Scary, huh? 


Will these posts unleash a flood of profiles? Probably not. Still 
nice to see this being used... larger profile of me on my web page, 
and I seriously can't be bothered to type it twice! (not that I'm 
lazy, really) 


Robert 


http://www.netyaroze-europe.com/~middex2 


7788 


—-MESSAGE FILE 11793 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000002 


——MESSAGE FILE 11794 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000003 


Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Just glad to be here (first) 

Date: Tue, 17 Feb 1998 15:38:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <34E9AEFC.13FCOD0F@micronetics.com> 
References: <6c7og4Sbeol0@chuka.playstation.co.uk> <34E84442.3C10@mdx.ac.uk> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


>..and I also have long 
>hair. Scary, huh? 


Uncanny. Me too. Any Yaroze owners out there with short hair? 
> btw, I live in North London (Enfield) 
Ok I'm in Reading.. 


/Jim 


Robert Swan wrote: 
Steve Dunn wrote: 
The Yaroze web site sais... 


"scee.yaroze.profile " 
Post information about yourself. 


V V V V V V 


It's true, I've been watching this group from afar, too scared to go 
first. :) btw, I live in North London (Enfield) and I also have long 
hair. Scary, huh? 


VVVVVVVVVVV VV 


Will these posts unleash a flood of profiles? Probably not. Still 
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nice to see this being used... larger profile of me on my web page, 

and I seriously can't be bothered to type it twice! (not that I'm 

lazy, really) 


Robert 


VV V V V V V 


http://www.netyaroze-europe.com/-middex2 


——MESSAGE FILE 11794 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000003 


——MESSAGE FILE 11795 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000004 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Just glad to be here (first) 

Date: Wed, 18 Feb 1998 14:47:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6ces8fSbeo36@chuka.playstation.co.uk> 
References: <6c7og4Sbeol10@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm842.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Don't be shy, put your details up. 
Why don't you all put your City in the title too ? 


>The Yaroze web site sais... 

> 

>"scee.yaroze.profile " 

>Post information about yourself. 

> 

> 

>So, 

> 

>I'm Steve, from London. I've got long blond hair and sparkling white 
teeth, 
>sorry, that should read white hair and long teeth ! :) 

> 

>If theres any Yaroze owner from around London, why not drop me a line. I 
>could come over to your place and ponse all your software ! 

> 

>If anyone ever reads this, then... Hello to you ! 

> 

> 

>Yours completely and utterly boored searching the net for English (or 
human) 

>instructions on how to work GCC. 

> 

> 

>Steve 

> 


VV V V 


——MESSAGE FILE 11795 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000004 


--MESSAGE FILE 11796 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000005 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Just glad to be here (first) 

Date: 20 Feb 1998 12:01:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <0Olbd3df7$£927e640S7£d449c2@Angelal.intelligent-—group.com> 
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References: <6c7og4Sbeol10@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1127.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6c7og4S$beol0@chuka.playstation.co.uk>... 
> The Yaroze web site sais... 


> 

> "scee.yaroze.profile " 

> Post information about yourself. 

> 

> 

> So, 

> 

> I'm Steve, from London. I've got long blond hair and sparkling white 
teeth, 

> sorry, that should read white hair and long teeth ! :) 

> 

You also ride a motorbike, carry a beer belly and program Windoze for a 


living ;) 
> Steve 


Craig. 
(short, fat, curly, MX5, Brighton Marina Village, 68K/8051/R3000/H8) 
—-MESSAGE FILE 11796 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000005 


--MESSAGE FILE 11797 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000006 
Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.profile 

Subject: okay I'll bite! 

Date: Wed, 25 Feb 1998 13:45:21 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 13 

Message-ID: <34F42071.7CFC@127.0.0.1> 
Reply-To: majik@127.0.0.1 
NNTP-Posting-Host: 194.202.250.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


you can find out a small bit about me if you go to 
http://www.netyaroze-europe.com/~majik-zx/majik.html 
nuff said ;) 

Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 11797 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000006 


—-MESSAGE FILE 11798 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000007 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Wed, 25 Feb 1998 13:48:18 +0000 

Organization: I wish! 

Lines: 12 

Message-ID: <34F42122.38CB@mdx.ac.uk> 

References: <34F42071.7CFC@127.0.0.1> 
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NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Majik wrote: 

> 

> you can find out a small bit about me if you go to 

> 

> http://www.netyaroze-europe.com/~majik-zx/majik. html 


I'm telling you, it's almost as if all us programmers have 
got long hair. I wonder if ever anyone has noticed this 
before. I also sometime have a goatee, in case of any more 
trends to pick up :) 


Robert 
—-MESSAGE FILE 11798 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000007 


—-MESSAGE FILE 11799 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000008 
Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Wed, 25 Feb 1998 15:07:25 +0000 

Organization: Sinclair MicroComputer Museum 

Lines: 16 

Message-ID: <34F433AD.1B7F@127.0.0.1> 

References: <34F42071.7CFC@127.0.0.1> <34F42122.38CB@é@mdx.ac.uk> 
Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Robert Swan wrote: 
> I also sometime have a goatee, in case of any more 
> trends to pick up :) 


hell's donkeys!, if there was ever a programmers convention 
everyone would be confused cos we'd all look the same! 


do you like strong coffee? 
Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 11799 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000008 


——MESSAGE FILE 11800 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000009 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Wed, 25 Feb 1998 13:46:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6d38fhSas15@chuka.playstation.co.uk> 
References: <34F42071.7CFC@127.0.0.1> 
NNTP-Posting-Host: userl1737.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Very good. 
Anyone else care to join our gang ? 
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Steve 


Majik wrote in message <34F42071.7CFC@127.0.0.1>... 
>you can find out a small bit about me if you go to 


> 
>http://www.netyaroze-europe.com/~majik-zx/majik. html 
> 

>nuff said ;) 

> 

>Majik. 

> 

>—— 

>-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
>-- Spod in a suitcase - ' Have Compiler, will travel ' 
>-- http://mudhole.spodnet.uk.com/~majik/ 

>—— 


——MESSAGE FILE 11800 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000009 


—-MESSAGE FILE 11801 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000010 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Thu, 26 Feb 1998 08:41:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6d39tjSasl6@chuka.playstation.co.uk> 

References: <34F42071.7CFC@127.0.0.1> <6d38fhSasl15@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm443.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Strong Coffee, Yes. 

Although I'm off the strong fags and 
down to 'Silk Cut Ultra’. 

I think the strong fags are more for the 
younger programmers. 


>Very good. 

>Anyone else care to join our gang ? 

> 

>Steve 

> 

>Majik wrote in message 
<34F42071.7CFC@127.0.0.1>... 

>>you can find out a small bit about me 
if you go to 

>> 
>>http://www.netyaroze-europe.com/~majik 
—zx/majik.html 

>> 

>>nuff said ;) 

>> 

>>Majik. 

>> 

>>—— 

>>-- Majik - Owner/Curator of the 
Sinclair Microcomputer Museum 

-»-- Spod in a suitcase - ' Have 
Compiler, will travel ' 

>>—— 
http://mudhole.spodnet.uk.com/~majik/ 
>>—— 

> 

> 


——MESSAGE FILE 11801 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000010 
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—-MESSAGE FILE 11802 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000011 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: 26 Feb 1998 10:53:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <01bd42a5$25b507e0S1£3c63c3@default> 

References: <34F42071.7CFC@127.0.0.1> <6d38fhSas15@chuka.playstation.co.uk> <6d39tj$ 
aslé6@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-60-31.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


hi all, 


I've been reading this with some amusement and agree with the lot 
but pepsi max is a good coffee sub when it's hot out(in Scotland not 
likely) 

And I'm refusing to go down to ultra 

Pete. 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6d39tjS$asl6@chuka.playstation.co.uk>... 

> Strong Coffee, Yes. 

Although I'm off the strong fags and 

down to 'Silk Cut Ultra’. 

I think the strong fags are more for the 

younger programmers. 


>Very good. 

>Anyone else care to join our gang ? 

> 

>Steve 

> 

>Majik wrote in message 
<34F42071.7CFC@127.0.0.1>... 

>>you can find out a small bit about me 
if you go to 

>> 
>>http://www.netyaroze-europe.com/~majik 
—zx/majik.html 

>> 

>>nuff said ;) 

>> 

>>Majik. 

>> 

>>—— 

>>-- Majik - Owner/Curator of the 
Sinclair Microcomputer Museum 

-»-- Spod in a suitcase - ' Have 
Compiler, will travel ' 

>>—— 
http://mudhole.spodnet.uk.com/~majik/ 
>>—— 

> 

> 


VO M N MN NO MNN NO VIVO MNN VV VV VV VV VV VV CO NOCNM NO MON VV 


——MESSAGE FILE 11802 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000011 


—-MESSAGE FILE 11803 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000012 
Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Thu, 26 Feb 1998 14:14:05 +0000 

Organization: Sinclair MicroComputer Museum 

Lines: 11 

Message-ID: <34F578AD.261F@127.0.0.1> 
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References: <34F42071.7CFC@127.0.0.1> <6d38fhSas15@chuka.playstation.co.uk> <6d39tj$ 
asl6@chuka.playstation.co.uk> <01bd42a5$25b507e0S1f3c63c3@default> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Peter Dollochan wrote: 

> I've been reading this with some amusement and agree with the lot 

> but pepsi max is a good coffee sub when it's hot out(in Scotland not 
> likely) 

Yeah, I like Max too.. ;) 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
= Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


——MESSAGE FILE 11803 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000012 


—-MESSAGE FILE 11804 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000013 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Thu, 26 Feb 1998 14:23:56 +0000 

Organization: I wish! 

Lines: 10 

Message-ID: <34F57AFC.2728@mdx.ac.uk> 

References: <34F42071.7CFC@127.0.0.1> <34F42122.38CB@mdx.ac.uk> <34F433AD.1B7F@127.0 
.0.1» 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I must admit, coffee is not much to my taste, and I don't smoke, so 
in programming terms, I must be about 2 weeks old 


Rarely has scee.yaroze.profile been SO EXCITING!! 


Majik wrote: 

> hell's donkeys!, if there was ever a programmers convention 

> everyone would be confused cos we'd all look the same! 

> 

> do you like strong coffee? 

—-MESSAGE FILE 11804 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000013 


—-MESSAGE FILE 11805 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000014 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: 26 Feb 1998 14:45:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01bd42c5$9276ed60$293863c3@default> 

References: <34F42071.7CFC@127.0.0.1> <34F42122.38CB@mdx.ac.uk> <34F433AD.1B7F@127.0 
.0.1» <34F57AFC.2728@mdx.ac.uk> 

NNTP-Posting-Host: host5—-99-56-41.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


NOT smoking is no bad thing I wish I could give up! 

a while ago my brother came up with a scheme everytime he seen 

me with a cig he'd kick the crap out of me.That didn't work though 
he got a job to do it legally to other people in another region 
yup he's a cop 
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Robert Swan <rsl08@mdx.ac.uk> wrote in article <34F57AFC.2728@mdx.ac.uk>... 
I must admit, coffee is not much to my taste, and I don't smoke, so 
in programming terms, I must be about 2 weeks old 


> 
> 
> 
> Rarely has scee.yaroze.profile been SO EXCITING!! 
> 


——MESSAGE FILE 11805 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000014 


—-MESSAGE FILE 11806 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000015 
Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Fri, 27 Feb 1998 10:37:59 +1100 

Organization: Cybec Pty. Ltd. 

Lines: 8 

Message-ID: <34F5FCD7.5FBD1790@cybec.com.au> 

References: <34F42071.7CFC@127.0.0.1> <34F42122.38CB@mdx.ac.uk> <34F433AD.1B7F@127.0 
.0.1> <34F57AFC.2728@mdx.ac.uk> 

NNTP-Posting-Host: techl0.mel.cybec.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Robert Swan wrote: 

> 

> I must admit, coffee is not much to my taste, and I don't smoke, so 
> in programming terms, I must be about 2 weeks old 


No, no, it's ok because you have long hair. And a goatee sometimes. 


Toby. 
—-MESSAGE FILE 11806 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000015 


——MESSAGE FILE 11807 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000016 
Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Just glad to be here (first) 

Date: Wed, 4 Mar 1998 16:26:53 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6édmf35Siapl@chuka.playstation.co.uk> 

References: <6c7og4$Sbeol10@chuka.playstation.co.uk> <34E84442.3C10@mdx.ac.uk> <34E9AE 
FC.13FCOD0F@micronetics.com> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-Mimeole: Produced By Microsoft MimeOLE V4.72.2106.4 


Jim wrote in message <34E9AEFC.13FCODO0F@micronetics.com>... 

>>..and I also have long 

>>hair. Scary, huh? 

> 

> Uncanny. Me too. Any Yaroze owners out there with short hair? 


> 
Yep, me! I hate long hair, it gets in the way!! 
Check out my sad story of how I became a programmer on my web site ;) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 
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—-MESSAGE FILE 11807 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000016 


—-MESSAGE FILE 11808 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000017 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.profile 

Subject: profile of Brian West (Nowhereland aka Hatfield) 

Date: 5 Mar 1998 15:21:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6édmfugSiap5@chuka.playstation.co.uk> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 


X-URL: news://news.playstation.co.uk/scee.yaroze.profile 


my profile 


have short hair 

dont smoke 

drink coca cola/water 

dont eat pizza 

use deodrant 

dont own an iorn maiden t-shirt 

and I have a semi-clean pair of trainers 


H- H- H- H H-H 


I guess that why none of my programs work! 


B.A.R.West@Herts.ac.uk (stuck in Hatfield an experience best described as 
watching Man Utd attempt to play football.) 


——MESSAGE FILE 11808 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000017 


——MESSAGE FILE 11809 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000018 
Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: profile of Brian West (Nowhereland aka Hatfield) 
Date: Fri, 6 Mar 1998 10:00:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <6dognjSiapl0@chuka.playstation.co.uk> 
References: <6dmfugSiap5@chuka.playstation.co.uk> 
NNTP-Posting-Host: gatekeeper.ndsuk.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 
>I have short hair 


You don't have Code Warrior then ? 
I had short hair before I started on Code Warrior. During the 'battle with 
the Warrior' my hair became very long, despite the amounts torn out. 


>i use deodrant 


Good. Me too. It's help clear out the smell of stale tobbacco from the 
office ! 


> 


>I guess that why none of my programs work! 
> 


I'd wear a wig and stick one of the nicotinell tube things in me mouth to 
fool the compiler. ;) 


Steve 
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West wrote in message <6dmfugSiap5@chuka.playstation.co.uk>... 
>my profile 

> 

>I have short hair 

>i dont smoke 

>I drink coca cola/water 

>i dont eat pizza 

>i use deodrant 

>i dont own an iorn maiden t-shirt 

>and I have a semi-clean pair of trainers 

> 

>I guess that why none of my programs work! 

> 

>B.A.R.West@Herts.ac.uk(stuck in Hatfield an experience best described as 


>watching Man Utd attempt to play football.) 
> 


——MESSAGE FILE 11809 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000018 


——MESSAGE FILE 11810 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000019 
Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.profile 

Subject: Re: profile of Brian West (Nowhereland aka Hatfield) 

Date: 6 Mar 1998 22:59:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6dpv5aSiap18@chuka.playstation.co.uk> 

References: <6dmfugSiap5@chuka.playstation.co.uk> <6dognjS$iapl0@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: n29.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/6dognjSiapl0@chuka.playstation.co.uk 


>>I guess that why none of my programs work! 

>> 

> 

>I'd wear a wig and stick one of the nicotinell tube things in me mouth to 
>fool the compiler. ;) 

> 

>Steve 

> 


Worth a shot, everything else thing seems to fool Codewarrior. 


—-MESSAGE FILE 11810 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000019 


—-MESSAGE FILE 11811 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000020 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Edinburgh Yaroze people? 

Date: Fri, 20 Mar 1998 20:19:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6euj84$15r40@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem071.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hiya, 


Anyone else with a Yaroze around Edinburgh aside from myself, James 
Rutherford and Graeme Evans..? Just curious to know who's out there :-) 


Nick 
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nickf@writeme.com 
http://www.saqnet.co.uk/users/nickf/index.html 
http://www.n64gazetta.com 

ICQ #: 9464742 

"I dunno, the whole Judy Garland thing really did it for me 
...does that make me a fag?" "No, baby, you're money!" 


—-MESSAGE FILE 11811 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000020 


—-MESSAGE FILE 11812 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000021 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.profile 
Subject: Re: Edinburgh Yaroze people? 

Date: 20 Mar 1998 23:01:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bd5454$508f5a40S7e3e63c3@default> 
References: <6euj84$15r40@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-62-126.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Nick, 
I'm just a spin down the M8 'bout 20 miles. 
Pete. 


Nick Ferguson <nickf@saqnet.co.uk> wrote in article 
<6euj84$15r40@chuka.playstation.co.uk>... 


> Hiya, 

> 

> Anyone else with a Yaroze around Edinburgh aside from myself, James 
> Rutherford and Graeme Evans..? Just curious to know who's out there :-) 
> 

> Nick 

> 

> nickf@writeme.com 

> http://www.saqnet.co.uk/users/nickf/index.html 

> http://www.n64gazetta.com 

> ICQ #: 9464742 

> "I dunno, the whole Judy Garland thing really did it for me 

> ...does that make me a fag?" "No, baby, you're money!" 

> 

> 

> 


—-MESSAGE FILE 11812 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000021 


—-MESSAGE FILE 11813 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000022 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Edinburgh Yaroze people? 

Date: Mon, 23 Mar 1998 15:34:29 +0000 

Organization: The Hex Heroes 

Lines: 9 

Message-ID: <35168105.7093@writeme.com> 

References: <6euj84$15r40@chuka.playstation.co.uk> <01bd5454$508f5a40S7e3e63c3@defau 
1t> 

NNTP-Posting-Host: 11b4-050.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Peter Dollochan wrote: 


> I'm just a spin down the M8 'bout 20 miles. 


Net Yaroze newsgroups message dump.txt Page 7799 
Fancy a trip to Edinburgh sometime, Pete? 
(that extends to anyone else who's interested, of course)... 


James (~mrfrosty). 
——MESSAGE FILE 11813 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000022 


--MESSAGE FILE 11814 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000023 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.profile 

Subject: Mancunian Yarozers sought... 

Date: Mon, 23 Mar 1998 15:37:38 +0000 
Organization: The Hex Heroes 

Lines: 9 

Message-ID: <351681C2.333@writeme.com> 
NNTP-Posting-Host: 11b4-050.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Hi All (again!), 


I'm going to be travelling back to my sweet Manchester home for some of 
the Easter break. Does anyone fancy a meet-up over a pint of Manchester 
gold? 


Please drop me an email soon! 


James (~mrfrosty). 
—-MESSAGE FILE 11814 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000023 


—-MESSAGE FILE 11815 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000024 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.profile 
Subject: Re: Edinburgh Yaroze people? 

Date: 24 Mar 1998 17:50:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bd574d$94aff620Sfd3763c3@default> 

References: <6euj84$15r40@chuka.playstation.co.uk> <01bd5454S$508f5a40S7e3e63c3@defau 
lt> <35168105.7093@writeme.com> 

NNTP-Posting-Host: host5-99-55-253.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


No prob's when, where. 

Pete. 

James Rutherford <hexheroes@writeme.com> wrote in article 
<35168105.7093@writeme.com>... 

> Peter Dollochan wrote: 

> 

> I'm just a spin down the M8 'bout 20 miles. 

Fancy a trip to Edinburgh sometime, Pete? 


(that extends to anyone else who's interested, of course)... 


James (~mrfrosty). 


VVVVVVV SN 


—-MESSAGE FILE 11815 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000024 


——MESSAGE FILE 11816 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000025 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Edinburgh Yaroze people? 


Net Yaroze newsgroups message dump.txt Page 7800 


Date: 31 Mar 1998 01:30:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd5c45$16088d80$093652ca@ferguson> 

References: <6euj84$15r40@chuka.playstation.co.uk> <01bd5454S$508f5a40S7e3e63c3@defau 
Լէ» <35168105.7093@writeme.com> <01bd574dS$94aff620Sfd3763c3@default> 
NNTP-Posting-Host: ip-54-9.dialup.hkstar.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in article 
<01bd574d$ 94aff620Sfd3763c3@default>... 

> No prob's when, where. 

> 


Sometime next term, maybe. All us Edinburgh Yarozers seem to be idling 
students who doss off home for the next month :-) 


Nick 


——MESSAGE FILE 11816 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000025 


—-MESSAGE FILE 11817 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000027 
Path: chuka.playstation.co.uk!news 

From: "Playstation" <bwarner@dial.pipex.com> 
Newsgroups: scee.yaroze.profile 

Subject: Short Grey(ish) Hair 

Date: Sat, 11 Apr 1998 11:29:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <6gngic$glsl@chuka.playstation.co.uk> 
NNTP-Posting-Host: acl41.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Having read the other profiles that have been posted over the last few weeks 
the pertinent info that everyone needs to know appears to be:- 


- That I have short grey hair (although it's been going that way since I was 
15 years old so I've had 14 years to get used to the idea - I look on the 
bright side, it could be falling out). 


— Work don't actually let me near a keyboard to program anymore so I bought 
the Yaroze thing to keep my hand in - not that it's particularly easy to 
find the time. 


- Don't smoke, can't stand coffee, not fussed about Pepsi Max - but I do 
like a nice cup of PG, the thing I miss most when travelling in foreign 
parts. 


- I am crap at riding motorbikes, I positive danger to myself, and far 
prefer fast cars (no chance of falling off & a bit more protection when you 
hit something). 


- I live in Woking (with the girfriend) for the sole reason that the train 
service is a reasonable 25 minutes into Waterloo on a good day. (Having 
done the journey for 6 years now, I hate British Rail & all of the 
privatised operators with an absolute passion. I need to renew my annual 
season ticket on Tuesday which will mean handing £2396.00 over to South West 
Trains - I shall make my feelings known about the 'quality' of their service 
at the same time). 


- I support the mighty Tottenham Hotspurs Football Club (although they seem 
to have been having a bit of rest from challenging for honours for the past 
couple of seasons). I also keep threatening to grow my grey hair longer so 
I'll look like David Ginola - my girlfriend laughs. 

Cheers now, 


Brian 


—-MESSAGE FILE 11817 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000027 
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——MESSAGE FILE 11818 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000028 
Path: chuka.playstation.co.uk!news 

From: "Brian Warner" <bwarner@dial.pipex.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Short Grey(ish) Hair 

Date: Sat, 11 Apr 1998 11:37:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6gnh0s$gls2@chuka.playstation.co.uk> 
References: <6gngic$glsl@chuka.playstation.co.uk> 
NNTP-Posting-Host: acl41.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Forgot to mention that I truely believe that Microsoft are the great satan, 
which is why Outlook Express appears to have posted my last mail as 'Mr 
Playstation'. 


Brian 'Warner' 


—--MESSAGE FILE 11818 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000028 


——MESSAGE FILE 11819 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000029 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Me.... 

Date: Tue, 14 Apr 1998 12:53:04 +0100 

Organization: Intelligent Research 

Lines: 36 

Message-ID: <35334E1F.B8A48651@hinge.mistral.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


What can I say? 


Short, fat, frizzy hair..... no, let's start again with some 
creativity ;) 


Stocky, well built, long blonde hair (a bit viking really). 
Live in Brighton (down at the Marina if anyone's familiar with 
the place) with my fiance, drive an MX5, work in west 

London as an embedded systems programmer. I'm 26. 


Born a Geordie (well, in Gateshead - close enough). 


Used to design satellites for BAe Space Systems, but the 
money was crap so I went into programming instead.... 


Likes: 

pizza, 

Chinese Food 

alcohol (Jameson's or Remy 20) 
Ice Hockey 

sports cars 

PSX 

N64 

House Of The Dead 

Newcastle 


Dislikes: 
Ford 
OpenTV 
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Windows 
London 


Craig. 


——MESSAGE FILE 11819 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000029 


—-MESSAGE FILE 11820 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000030 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.profile 

Subject: DEnnis Brinkhuis (NL) 

Date: Thu, 23 Apr 1998 10:31:54 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <ld7wnib.ng6oe3ntkb6cN@al-88-118.al1.nl1> 
NNTP-Posting-Host: 81-88-118.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Hi I'm DEnnis, 


Yes DEnnis with 2 capitals. This way you always recognize me at ones and 
you won't be confused with "other Dennisses". 

I live in the Netherlands and study Interaction Design. I won my Net 
Yaroze with a Game-Design contest and that is what I want to be... 
game-designer. I can't code yet but I intent to learn as fast as 
possible. I am more creative, I can do the designing and so. Thats why I 
use a Mac.... as if it is so much better than a PC (does not matter). 

I can do 2D and 3D designing and I can make up games (like all of you). 


Are ther other dutch members? 


If there are good programmers that want a nice vacation in Holland, just 
tell me so and we make a deal. Show me the basics of coding, and you 
have a nice free vacation in a land below the waterlevel. 


Greatings DEnnis 
~madmac 


ICQ: 5667178 
——MESSAGE FILE 11820 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000030 


—-MESSAGE FILE 11821 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000031 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: DEnnis Brinkhuis (NL) 

Date: Thu, 23 Apr 1998 19:43:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <353F8BC9.AC144115@ndirect.co.uk> 
References: <ld7wnib.ng6oe3ntkb6cN@al-—88-118.al.nl1> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-60.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: DEnnis Brinkhuis <macsuppor@al.nl> 


Hey DEnnis! 

I used to be a proffesional games programmer (10 years ago), so I guess I'm 
a programmer. 1 also travel to Amsterdam 3 or 4 times per year. Where are 
you in the Netherlands? Maybe we could meet up some time? 


Alex Herbert (Herbs). 


DEnnis Brinkhuis wrote: 
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Hi I'm DEnnis, 


Yes DEnnis with 2 capitals. This way you always recognize me at ones and 
you won't be confused with "other Dennisses". 

I live in the Netherlands and study Interaction Design. I won my Net 
Yaroze with a Game-Design contest and that is what I want to be... 
game-designer. I can't code yet but I intent to learn as fast as 
possible. I am more creative, I can do the designing and so. Thats why I 
use a Mac.... as if it is so much better than a PC (does not matter). 

I can do 2D and 3D designing and I can make up games (like all of you). 


Are ther other dutch members? 
If there are good programmers that want a nice vacation in Holland, just 
tell me so and we make a deal. Show me the basics of coding, and you 


have a nice free vacation in a land below the waterlevel. 


Greatings DEnnis 
~madmac 


VVVVVVVVVVVVVVV VV VV VV 


ICQ: 5667178 


——MESSAGE FILE 11821 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000031 


——MESSAGE FILE 11822 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000032 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: DEnnis Brinkhuis (NL) 

Date: Fri, 24 Apr 1998 15:07:48 +0200 

Organization: Debri Productions 

Lines: 27 

Message-ID: <ld7yxff.1ltubhqdimpffnmN@al-88-127.al.n1> 

References: <ld7wnib.ng6oe3ntkb6cN@al-88-118.al.nl> <353F8BC9.AC144115@ndirect.co.uk 
> 

NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Alex Herbert <aherbert@ndirect.co.uk> wrote: 

Hey DEnnis! 

I used to be a proffesional games programmer (10 years ago), so I guess I'm 
a programmer. 1 also travel to Amsterdam 3 or 4 times per year. Where are 


you in the Netherlands? Maybe we could meet up some time? 


Alex Herbert (Herbs). 


VV V NV VV VV V 


I live in Almelo, that is in the east of the Netherlands (near 
Enschede). I study in Hilversum but I do a lot of freelance work in 
Amsterdam. I do system-manegment (Mac-based) and I make sites and 
presentations. 

My girlfriend lives in the south of Holland and must move more central 
for her work. She is stewardess (air hostes). So her Airline expects her 
to live near Schiphol (Amsterdam). We are looking for a nice appartment 
now, I think we will move to Almere (20 min. from Amsterdam). 

Anyhow, I would love to meet you and if you need a place to stay, just 
let me know. I live now in a large appartment with a lot of unused 
space. 
If you could help me a bit with coding, I would be very pleased. If you 
need a computer and a Internet-connection, no problem; 

I have a PowerMac 8500/120, a Pentium 120. 


Greatings DEnnis.. 
——MESSAGE FILE 11822 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000032 


—-MESSAGE FILE 11823 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000033 
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Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.profile 

Subject: TEAM BLACK 

Date: Sun, 26 Apr 1998 09:30:58 +0200 

Organization: Debri Productions 

Lines: 18 

Message-ID: <1d836et.dpmwfzj97cpqN@al-—88-107.al.nl1> 
NNTP-Posting-Host: 81-88-107.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


A lot of members have similar idea's and wishes like; 


- Getting a job in the professional industry 

— Meetings with other Members 

- A blackdisk with our work on it 

- More contact with SCEA 

- More and better manuals in PDF-format (zipped) 

- A public Press-page to inform non-members about our work 
- More and better contact with SCEE and other members 


Well, why don't we join together in a special group. Let's name it *TEAM 
BLACK* for now. If there are enough other members that want to join, we 
can try to get another homepage where we all can work on and keep it up 
together. So what do you all think about this out there... 


Greatings DEnnis... 


http://www.netyaroze-europe.com/~madmac/teamblack.html 
—-MESSAGE FILE 11823 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000033 


—-MESSAGE FILE 11824 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000034 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.profile 

Subject: * TEAM BLACK * 

Date: Wed, 29 Apr 1998 08:32:13 +0200 

Organization: Debri Productions 

Lines: 4 

Message-ID: <1d88njc.low5b8qfu30gN@al-88-124.al1.nl1> 
NNTP-Posting-Host: 81-88-124.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


We are looking for opinions to see how we can improve the membership. If 
there is something you would like to see different, just tell us! 


www.netyaroze-europe.com/~madmac 
—-MESSAGE FILE 11824 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000034 


--MESSAGE FILE 11825 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000035 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.profile 

Subject: Self Indulgence (MrF stylie!) 

Date: Fri, 01 May 1998 18:10:38 +0100 
Organization: The Hex Heroes 

Lines: 9 

Message-ID: <354A020E.5358@writeme.com> 
NNTP-Posting-Host: at14-014.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


20 year old fair-haired male - 


G(?)SOH, univ. undergraduate (Psychology and AI). Likes the tango, Latin 
vibes, 70s Funk/disco, pubs, clubs, circus skills and curly wurlys. 
Dislikes abrasiveness, superficiality and indie music. Desperately 
seeking silicon-enhanced babe for intellectual nights in. Must be 
playful and very compatible. 
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Edinburgh and Manchester areas preferred - I know you're out there! 
——MESSAGE FILE 11825 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000035 


——MESSAGE FILE 11826 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000036 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Fri, 01 May 1998 18:37:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <354a15d7.29951382@www.netyaroze-europe. com> 
References: <354A020E.5358@writeme.com> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 01 May 1998 18:10:38 +0100, James Rutherford 
<hexheroes@writeme.com> wrote: 


>20 year old fair-haired male 

> 

>G(?)SOH, univ. undergraduate (Psychology and AI). Likes the tango, Latin 
>vibes, 70s Funk/disco, pubs, clubs, circus skills and curly wurlys. 
>Dislikes abrasiveness, superficiality and indie music. Desperately 
>seeking silicon-enhanced babe for intellectual nights in. Must be 
>playful and very compatible. 

> 

>Edinburgh and Manchester areas preferred - I know you're out there! 


I think generally as you add more and more details to your desired 
partner, the chances of there being one fitting your exact description 
becomes less and less. I think your chances of finding a partner hit 
zero at the word 'babe', by my calculations of a female owning a 
yaroze. Sorry to disappoint you, 


Robert Swan 


ps, I look good in a dress. 
—-MESSAGE FILE 11826 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000036 


——MESSAGE FILE 11827 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000037 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Sat, 2 May 1998 10:09:27 +0200 

Organization: Debri Productions 

Lines: 21 

Message-ID: <1d8dk52.125rg3810zur3wN@al-88-109.al.nl> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
NNTP-Posting-Host: al-88-109.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


I think generally as you add more and more details to your desired 
partner, the chances of there being one fitting your exact description 
becomes less and less. I think your chances of finding a partner hit 
zero at the word 'babe', by my calculations of a female owning a 
yaroze. Sorry to disappoint you, 


Robert Swan 


VVVVVVVV VV 


ps, I look good in a dress. 


jegh... a dress? Well in that case I can call you the first girly I know 
that owns a Net Yaroze... 

Are there any real girlys around here? There must be some female 
students from schools like Middlesex.. 
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Anyhow, I'm glad I have a nice girlfriend. 


DEnnis.. 
—-MESSAGE FILE 11827 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000037 


—-MESSAGE FILE 11828 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000038 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Sat, 02 May 1998 18:49:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <354b682d.12753378@news.playstation.co.uk> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-—88-109.al.nl> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Sat, 2 May 1998 10:09:27 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>Are there any real girlys around here? There must be some female 
>students from schools like Middlesex.. 


That depends what you mean by girls, if you mean like young as in 
eairly 20's then you're out of luck. As for women in the Middlesex, 
the class thats doing COM3311, there are two (correct me if i have 
missed any Rob), one has any idea of what she is talking about, she 
appeared on the new Edge magazine. The other one also appeared on the 
new Edge magazine, sort of, in the backgroud. This one I have no 
comment. 

(guvf bar vf pynffrq nf oenva qrnq naq vs fur jbex bhg jungf tbvat ba 
urer gura V zhfg or jebat, V qbhogu vs fur rira erngf gur arjf 
tebhcf?) (ROT13 :-) 


>DEnnis.. 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 11828 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000038 


—-MESSAGE FILE 11829 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000039 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: 04 May 1998 13:07:45 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Sender: thutton@TECH10 

Message-ID: <uwwc2vim6.fsf@cybec.com.au> 

References: <354A020E.5358@writeme.com> 
<354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-88-109.al.nl> 
<354b682d.12753378@news.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


alan@alanyuen.demon.co.uk (Alan Yuen) writes: 


> (guvf bar vf pynffrq ոք oenva qrnq naq vs fur jbex bhg jungf tbvat ba 
> urer gura V zhfg or jebat, Մ զԵհօցս vs fur rira ernqf gur arjf 
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> tebhcf?) (ROT13 :-) 
Bu, qrne zr, gung'f abg irel avpr! 


Toby. 
—-MESSAGE FILE 11829 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000039 


—-MESSAGE FILE 11830 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000040 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Mon, 4 May 1998 11:54:46 +0200 

Organization: Debri Productions 

Lines: 15 

Message-ID: <ld8hzrf.xd11054ft7oiN@al-88-137.al.nl1> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-88-109.al.nl> <354b682d.12753378@news.playstation.co.uk 
> <uwwc2vim6.fsf@cybec.com.au> 

NNTP-Posting-Host: 81-88-137.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Toby Hutton <thutton@cybec.com.au> wrote: 
alan@alanyuen.demon.co.uk (Alan Yuen) writes: 
> (guvf bar vf pynffrq ոք oenva qrnq naq vs fur jbex bhg jungf tbvat ba 


> 
> 
> 
> > urer gura V zhfg or jebat, Մ qbhogu vs fur rira ernqf gur arjf 
> > tebhcf?) (ROT13 :-) 

> 

> 


Bu, qrne zr, gung'f abg irel avpr! 


Stadi fvady woksto dupati samufktap dristerka loftirimba, 
prosicnaft trok si torak. 


—-MESSAGE FILE 11830 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000040 


—-MESSAGE FILE 11831 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000041 
Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Tue, 05 May 1998 01:45:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <354e6f08.41238225@www.netyaroze-europe. com> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-88-109.al.nl> <354b682d.12753378@news.playstation.co.uk 
> <uwwc2vim6é.fsf@cybec.com.au> <ld8hzrf.xd11054ft7oiN@al-—88-137.al.nl1> 
NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I dont understand this gibberish. I must admit I was tempted to write 
random characters and see if anyone asked what i meant :) 


(gffjkds jgir rejl fgdsjer gfdltprce fkds) 


On Mon, 4 May 1998 11:54:46 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>Toby Hutton <thutton@cybec.com.au> wrote: 

> 

>> alan@alanyuen.demon.co.uk (Alan Yuen) writes: 

>> 

>> > (guvf bar vf pynffrq ոք oenva qrnq naq vs fur jbex bhg jungf tbvat ba 
>> > urer gura V zhfg or jebat, Մ զԵհօցս vs fur rira ernqf gur arjf 

>> > tebhcf?) (ROT13 :-) 

>> 

>> Bu, qrne zr, gung'f abg irel avpr! 
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> 

> 

>Stadi fvady woksto dupati samufktap dristerka loftirimba, 
> 

>prosicnaft trok si torak. 

> 


——MESSAGE FILE 11831 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000041 


—-MESSAGE FILE 11832 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000042 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Tue, 5 May 1998 21:06:21 +0200 

Organization: Debri Productions 

Lines: 11 

Message-ID: <l1d8kqht.1i7ba2n15jr866N@al-—88-112.al.nl> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-—88-109.al.nl> <354b682d.12753378@news.playstation.co.uk 
> <uwwc2vim6é.fsf@cybec.com.au> <ld8hzrf.xd11054ft7oiN@al—88-137.al.nl> <354e6f08.412 
38225@www.netyaroze-europe. com> 

NNTP-Posting-Host: al-88-112.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Swan <rsl108@mdx.ac.uk> wrote: 


I dont understand this gibberish. I must admit I was tempted to write 
random characters and see if anyone asked what i meant :) 


V V V V 


(gffjkds jgir rejl fgdsjer gfdltprc fkds) 


Sorry Robert, I can't read that! Or do you mean 


gofaksi jigrat rwelks fghabrotska ?? 
——MESSAGE FILE 11832 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000042 


——MESSAGE FILE 11833 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000043 

Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.profile 

Subject: fgenatr grkgf 

Date: Fri, 08 May 1998 02:12:19 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <35524DE3.CC51012D@hotmail.com> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-88-109.al.nl> <354b682d.12753378@news.playstation.co.uk 
> <uwwc2vim6é.fsf@cybec.com.au> <ld8hzrf.xd11054ft7oiN@al—88-137.al.nl> <354e6f08.412 
38225@www.netyaroze-europe. com> 

Reply-To: palpalpalpal@hotmail.com 

NNTP-Posting-Host: marseille3-69.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Have a first look at http://www.rtg.se/~niclas/reddwarf/rot13.htm 


—-MESSAGE FILE 11833 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000043 


—-MESSAGE FILE 11834 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000044 
Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.profile 

Subject: Gibberish = ROT13 

Date: Fri, 08 May 1998 01:54:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <355665a6.21069225@news.playstation.co.uk> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-88-109.al.nl> <354b682d.12753378@news.playstation.co.uk 
> <uwwc2vimé.fsf@cybec.com.au> <ld8hzrf.xd11054ft7oiN@al—88-137.al.nl> <354e6f08.412 
38225@www.netyaroze-europe.com> <ld8kqht.1i7ba2n15jr866N@al-—88-112.al1.nl1> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Dont you know what ROT13 is? look real hard on your news reader. 


On Tue, 5 May 1998 21:06:21 +0200, macsuppor@al.nl (DEnnis Brinkhuis) 
wrote: 


>Robert Swan <rs1l08@mdx.ac.uk> wrote: 

> 

>> I dont understand this gibberish. I must admit I was tempted to write 
>> random characters and see if anyone asked what i meant :) 
>> 

>> (gffjkds jgir rejl fgdsjer gfdltpre fkds) 

> 

>Sorry Robert, I can't read that! Or do you mean 

> 

> 

>gofaksi jigrat rwelks fghabrotska ?? 


/\/\/\/\/\ (6.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 11834 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000044 


--MESSAGE FILE 11835 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000045 
Path: chuka.playstation.co.uk!news1l.scei.co.jp!usenet 
From: "KAMI" <m-kami@da2.so-net.ne.jp> 
Newsgroups: scee.yaroze.profile 
Subject: KAMI ezm00028 (from Japan) 
Date: Sat, 9 May 1998 15:04:21 +0900 
Organization: PlayStation Net Yarouze 
Lines: 15 
Message-ID: <6j0s2cSojq@newsl.scei.co.jp> 
NNTP-Posting-Host: 210.132.188.211 
Mime-Version: 1.0 
Content-Type: text/plain; 

charset="iso-2022-jp" 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


էլը. -1 


You can download my games from my homepage. 

Please come in ! 

"Terra Incognita International" can play in English. (BILINGUAL 
Japanese/English) 

TARRAI_N.LZH is NTSC, TERRAI_P.LZH is PAL version. 


HomePage: 
wwwl.scei.co.jp/~ezm00028 


Mirror Site: 
www02.so-net.ne.jp/~m-kami/teamfatal 


—-MESSAGE FILE 11835 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000045 


——MESSAGE FILE 11836 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000046 
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Path: chuka.playstation.co.uk!macsuppor 
From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.profile 

Subject: Re: KAMI ezm00028 (from Japan) 
Date: Sat, 9 May 1998 09:30:51 +0200 
Organization: Debri Productions 

Lines: 5 

Message-ID: <1d8r720.sak4w2lguma8N@al-—88-134.al.nl1> 
References: <6 j0s2cSojq@newsl.scei.co.jp> 
NNTP-Posting-Host: 81-88-134.81.ոլ 
X-Newsreader: MacSOUP 2.3 (unregistered) 


How many levels are there? I played it from the CD but I got stuck in 
the first level (can't open the door) What do I need to do to get to 
that door? 


DEnnis.. 
—-MESSAGE FILE 11836 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000046 


—-MESSAGE FILE 11837 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000047 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Gibberish = ROT13 

Date: Sun, 10 May 1998 13:32:10 +0200 

Organization: Debri Productions 

Lines: 5 

Message-ID: <ld8tewd. 6tb4orlaf4006N@al-—88-103.a1.nl1> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<1d8dk52.125rg3810zur3wN@al-—88-109.al.nl> <354b682d.12753378@news.playstation.co.uk 
> <uwwc2vimé.fsf@cybec.com.au> <ld8hzrf.xd11054ft7oiN@al-88-137.al.nl1> <354e6f08.412 
38225@www.netyaroze-europe.com> <ld8kqht.1i7ba2n15jr866N@al-88-112.al.nl> <355665a6. 
21069225@news.playstation.co.uk> 

NNTP-Posting-Host: al-88-103.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Guvf vf pbby, Մ arire xarj guvf rkvfgrq! 
Qbrf ԲԵԼ (fnenu oraargg) xabj nobhg guvf pbqvat? 


DEnnis 
—-MESSAGE FILE 11837 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000047 


—-MESSAGE FILE 11838 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000048 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Edinburgh Yaroze people? 

Date: Wed, 13 May 1998 15:24:18 +0100 
Organization: DMA Design Ltd 

Lines: 13 

Message-ID: <3559AD12.8BD@dma-—design.com> 
References: <6euj84$15r40@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Ferguson wrote: 


> 

> Hiya, 

> 

> Anyone else with a Yaroze around Edinburgh aside from myself, James 

> Rutherford and Graeme Evans..? Just curious to know who's out there :-) 


I'm slightly further up north, in Dundee. 


Brian @ DMA 
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լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 11838 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000048 


——MESSAGE FILE 11839 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000049 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Edinburgh Yaroze people? 

Date: Wed, 13 May 1998 22:24:32 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <1d8zk28.1kc0OasyaS5eqr4N@al-—88-132.al.nl1> 

References: <6euj84S15r40@chuka.playstation.co.uk> <3559AD12.8BD@dma-—design.com> 
NNTP-Posting-Host: al-88-132.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


Brian Baird <brian@dma-design.com> wrote: 


Nick Ferguson wrote: 
> 


Hiya, 


> 

> 

> Anyone else with a Yaroze around Edinburgh aside from myself, James 

> Rutherford and Graeme Evans..? Just curious to know who's out there :-) 


VVVVVVV VY 


I'm slightly further up north, in Dundee. 


Peter Dollochan is from Edinburgh 


have a look at: 
http://www.al.nl/macsupport/debri/teamblack/profilelist.html 


Please mail me your profile to!! 


Greatings DEnnis.. 
—-MESSAGE FILE 11839 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000049 


—-MESSAGE FILE 11840 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000050 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Thu, 14 May 1998 16:32:37 +0100 

Organization: The Hex Heroes 

Lines: 12 

Message-ID: <355B0E95.48DC@writeme.com> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
NNTP-Posting-Host: gfs0-034.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Mmm, just to make sure no-one misunderstood me: 


silicon-enhanced babe == little black box; 
posting != pathetic attempt to find geek soul-mate; 


Robert Swan wrote: 

> ps, I look good in a dress. 

You've got my attention now! Your place or mine? 
James (~mrfrosty) 


——MESSAGE FILE 11840 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000050 


—-MESSAGE FILE 11841 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000051 
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Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: KAMI ezm00028 (from Japan) 

Date: Thu, 14 May 1998 16:34:18 +0100 
Organization: The Hex Heroes 

Lines: 7 

Message-ID: <355BOEFA. 3A06@writeme.com> 
References: <6 j0s2cSojq@newsl.scei.co.jp> <1d8r720.sak4w2lguma8N@al-—88-134.al.nl> 
NNTP-Posting-Host: gfs0-034.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> What do I need to do to get to that door? 
Is this the very first door in the game? Tsk, tsk... : ) 


James (~mrfrosty) 
—-MESSAGE FILE 11841 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000051 


—-MESSAGE FILE 11842 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000052 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: KAMI ezm00028 (from Japan) 

Date: Fri, 15 May 1998 09:52:26 +0200 

Organization: Debri Productions 

Lines: 23 

Message-ID: <1d91jbp.a30m4zirzlhyN@[194.151.88.142]> 

References: ՀՇ j0s2cSojq@newsl.scei.co.jp> <1d8r720.sak4w2lguma8N@al-—88-134.al.nl> ՀՅ 
55BOEFA. 3A06@writeme.com> 

NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> DEnnis Brinkhuis wrote: 

x > What do I need to do to get to that door? 

—Ñ Is this the very first door in the game? Tsk, tsk... : ) 

— James (~mrfrosty) 

Uhm... stopid question I know, but I just dont like to read and didn't 


take the time. I got to the red blobs now, but I just don't take the 
time to get more into it.. 


Did you finish it? 
DEnnis... 


Oh, James... Can I have your profile to put on the profilelist? Have a 
look at: 


http://www.al.nl/macsupport/debri/teamblack/profilelist.html 


——MESSAGE FILE 11842 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000052 


—-MESSAGE FILE 11843 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000053 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Self Indulgence (MrF stylie!) 

Date: Fri, 15 May 1998 09:52:29 +0200 

Organization: Debri Productions 

Lines: 19 
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Message-ID: <1d91ji16.cjphur60bq9sN@[194.151.88.142]> 

References: <354A020E.5358@writeme.com> <354a15d7.29951382@www.netyaroze-europe. com> 
<355B0E95.48DC@writeme.com> 

NNTP-Posting-Host: 194.151.88.142 

X-Newsreader: MacSOUP 2.3 (unregistered) 


James Rutherford <hexheroes@writeme.com> wrote: 


> Mmm, just to make sure no-one misunderstood me: 

Վ Silicon-enhanced babe == little black box; 

> posting != pathetic attempt to find geek soul-mate; 

— Robert Swan wrote: 

> > ps, I look good in a dress. 

- You've got my attention now! Your place or mine? 

— James (~mrfrosty) 

How desperate you must be... And Robert, I don't think James is a hot 


chick if he calls himself Mr. Frosty :-) 


DEnnis.. 
—-MESSAGE FILE 11843 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000053 


—-MESSAGE FILE 11844 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000054 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: KAMI ezm00028 (from Japan) 

Date: Fri, 15 May 1998 18:13:30 +0100 

Organization: The Hex Heroes 

Lines: 18 

Message-ID: <355C77BA.4898@writeme.com> 

References: <6 j0s2cSojq@newsl.scei.co.jp> <1d8r720.sak4w2lguma8N@al-—88-134.al.nl> ՀՅ 
55BOEFA. 3A06@writeme.com> <1d91jbp.a30m4z1lrzlhyN@[194.151.88.142]> 
NNTP-Posting-Host: gfs0-012.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


DEnnis Brinkhuis wrote: 


> Uhm... stopid question I know, but I just dont like to read and didn't 
> take the time. I got to the red blobs now, but I just don't take the 
> time to get more into it.. 


Read my lips - take the time! The game kind of plods along until you get 
about 4/5 of the way through. The last 1/5 is /well/ worth the effort. 


> Did you finish it? 


Yep - takes 20/25 minutes to walk through when you know what you're 
doing. I only managed to find 19/20 hearts and I reckon I've been 


everywhere - anyone found all of them? KAMI..? 
> Oh, James... Can I have your profile to put on the profilelist? 
Oh, DEnnis... t'would be an honour (early next week...) 


—-MESSAGE FILE 11844 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000054 


—-MESSAGE FILE 11845 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000055 
Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.profile 

Subject: Profile... 

Date: Fri, 15 May 1998 18:53:03 +0100 

Organization: DMA Design Ltd 
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Lines: 26 

Message-ID: <355C80FE.6954@dma-design.com> 
References: <6dmfugSiap5@chuka.playstation.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 


After lurking for a few days, I think it's about time I post a little 
profile of myself, introduce myself to the people I'll be pestering for 
Yaroze help pretty soon... 


I'm 23 years old & currently based in Dundee. Been programming in some 
shape or form since I was about 13 - started on a ZX81 with Basic before 
progressing to a C64/Speccy & then onto the ST. The ST was where I got a 
little more into it, knocking up a couple of demos using a mixture of 
STOS & 68000 assembler - "The Synergy Demo by Exel" was my cherised 
moment :) 


Since then, I've gotten a degree at Strathclyde Uni & I'm currently 
working at DMA Design. Finished work on "Grand Theft Auto" not so long 
ago, but we're not the police killing criminals the press made us out to 
be. Honest! 


Been keen to get a Yaroze for a while, and I'm looking forward to doing 
some 'strange' projects to bamboozle members everywhere. Look out for 
"Faster Worm Slow" hitting a PSX near you soon... 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 11845 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000055 


—--MESSAGE FILE 11846 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000056 
Path: chuka.playstation.co.uk!news 

From: "casaub" <casaub@webscore.nl> 

Newsgroups: scee.yaroze.profile 

Subject: m/24 

Date: Fri, 29 May 1998 14:59:55 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6kmb21$cqll@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.108.62.29 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi there, 


My name is Jun Nakamura and you can find me under 

the name Casaub on the NY-server. I have been programming 
intensively in Java for the past year and have decided 

to polish up my C/C++ skills again.. so bought a Yaroze; 
cause what beats creating games? 


(and don't give me the obvious 'sex' answer here.. unless you 
are giving me the answer to the meaning of life) 


I am 24 yrs old today and live in Amsterdam, the Netherlands. 
I am 50% Japanese though.. so that explains my name. 


Anybody out there doing a great non-linear RPG and looking 
for somebody to help and brainstorm on the AI? drop me 
a note. 


For those of you interested in my fav.thingies: 
- writers: Gibson, Adams, Asimov (so I like SF: ), 
Tolkien & Jordan (so I like Fantasy too: ). 
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— movies: BladeRunner & 12 Monkeys 

— game: Metal Gear I + II (on the MSX) 

- girlfriend: tall, beautiful with long blond hair 
- coffee: 2 lumps of sugar 


cheers... JUN. 


"life is what happens to you, while you're making plans" 


—-MESSAGE FILE 11846 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000056 


—-MESSAGE FILE 11847 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000057 
Path: chuka.playstation.co.uk!news 

From: Andy <andy.thorn@virgin.net> 

Newsgroups: scee.yaroze.profile 

Subject: Bristol City 

Date: Tue, 02 Jun 1998 19:47:26 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <357448BE.1985@virgin.net> 

Reply-To: andy.thorn@virgin.net 
NNTP-Posting-Host: p57-rosella-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN711-003 (Win95; 1) 


Hi 
I am a new Yaroze user based in Bristol - any other users nearby? 
Hope to hear from you 


Andy 
——MESSAGE FILE 11847 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000057 


—-MESSAGE FILE 11848 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000058 
Path: chuka.playstation.co.uk!news 

From: bv163 <bvl63@city.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: What the f**k ???? 

Date: Fri, 05 Jun 1998 09:29:28 +0100 
Organization: City University 

Lines: 16 

Message-ID: <3577AC68.1B73@city.ac.uk> 
NNTP-Posting-Host: chipstead.city.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01Gold (WinNT; U) 


They want information hmm... 
So, 


I'm Aaron, from London and I'm trying to make a crap attempt at doing 
something with this Yaroze seeing as I spent so much money on it. 
£500 quid, the amount of beer you can buy with that dear, oh dear!! 


I do weddings, funerals, bar mitzvahs and assassinations [well cycle by 
shootings actually]. 


If someone can be arsed to read this stuff contact me. 


Not on my email address, though because I don't check it very often. 
Phone 0958 660 653 if intrested or if you know how to read and write 
to memory cards properly [as my current routines are complete shite]. 
--MESSAGE FILE 11848 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000058 
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—--MESSAGE FILE 11849 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000059 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.profile 

Subject: Re: What the f**k 72722 

Date: Sat, 06 Jun 1998 01:23:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35789962.1338365@news.playstation.co.uk> 
References: <3577AC68.1B73@city.ac.uk> 
NNTP-Posting-Host: p21-guillemot-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 05 Jun 1998 09:29:28 +0100, Ե163 <bv1l63@city.ac.uk> wrote: 


>They want information hmm... 

> 

>So, 

> 

>I'm Aaron, from London and I'm trying to make a crap attempt at doing 
>something with this Yaroze seeing as I spent so much money on it. 
>£500 quid, the amount of beer you can buy with that dear, oh dear!! 

> 

>I do weddings, funerals, bar mitzvahs and assassinations [well cycle by 
>shootings actually]. 

> 

>If someone can be arsed to read this stuff contact me. 

> 

>Not on my email address, though because I don't check it very often. 
>Phone 0958 660 653 if intrested or if you know how to read and write 
>to memory cards properly [as my current routines are complete shite]. 


Your memory card routines may be complete shite, but do they work ? 

If so please post them somewhere so the rest of us who are too lazy to 
figure out how to access the memory cards can rip the code off and 
possibly help you with it !! 


( Can anyone tell me why my Fridge sounds much louder at 2:25am than 
it does during the day ???? ) 


—-MESSAGE FILE 11849 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000059 


—-MESSAGE FILE 11850 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000060 
Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: What the f**k ???? 

Date: 6 Jun 1998 09:29:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bd912d$60b878a0$153963c3@default> 

References: <3577AC68.1B73@city.ac.uk> <35789962.1338365@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-57-21.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Richard Cutting wrote: 


> ( Can anyone tell me why my Fridge sounds much louder at 2:25am than 

> it does during the day ???? ) 

> 

> 

thats around the time of night (2-4 am depending on model) that the light 
inside 

turns off and re-charges for the next day so it's on every time you open 
the door. 


Pete ;) 
——MESSAGE FILE 11850 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000060 


—-MESSAGE FILE 11851 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000061 
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Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: memory card 

Date: Mon, 08 Jun 1998 10:07:36 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 119 

Message-ID: <357BA9D8.6BE410E3@scee.sony.co.uk> 
References: <3577AC68.1B73@city.ac.uk> <35789962.1338365@news.playstation.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> If so please post them somewhere so the rest of us who are too lazy to 
> figure out how to access the memory cards can rip the code off and 
> possibly help you with it !! 


Here's some code snippets from my memory card editor. 
There's directory reading and file read/writing. 


Cheers, 


James 


// Edit file 


void editFile(int fileNum) { 
int handle; 


CLEAR; 
sprintf (strbuffer,"bul0:%s",dirents[fileNum] .name) ; 
handle = open(strbuffer, O_RDWR); 


if (handle == -1) լ 
printin("Could not open this file!"); 
printin("Press Start to continue."); 
DRAW; 
while( GetPad() != PADstart); 
return; 
} 
if( (data = (char*)malloc(dirents[fileNum].size)) == 0) í 
close (handle); 
printin("Could not allocate enough memory to hold this file!"); 
printin("Press Start to continue."); 
DRAW; 
while( GetPad() != PADstart); 
return; 
} 
if (read (handle, data, dirents[fileNum].size) == -1) Í 


close (handle); 
free (data); 


printin("Error reading from memory card!"); 
printin("Press Start to continue."); 
DRAW; 
while( GetPad() != PADstart); 
return; 
} 
size = dirents[fileNum] .size; 
if(editData()) ( 
printat (5, YSIZE-2,"SAVING.... Please wait."); 
DRAW; 
CLEAR; 
CLEARATTR; 
lseek (handle, 0, SEEK_SET) ; 
if (write (handle, data,size) == -1) í 
printin("Error writing to memory card!"); 
printin("Press Start to continue."); 


DRAW; 
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close (handle) ; 
free (data); 


int numFiles = 0; 


while( GetPad() != PADstart); 
} 


struct DIRENTRY dirents[15]; 


void main(void) { 


struct DIRENTRY file, *filep; 


PadInit (); 


initialiseDisplay(); 
initialiseTextMode (); 
switch (TestCard(1)) í 


printf("\n\nNo memory card present in slot 2.Nn"); 


printf(" Exiting...\n"); 
break; 


// Card or new card detected. 
filep = firstfile("bul0:",&file); 


if(filep == 0) 
{ 


Page 7818 


printf("Can't open card directory or there are no fi 


printf(" Exiting...\n"); 
exit (0); 
} 


do { 


memcpy (&dirents[numFiles++],é&file, sizeof (struct DIRE 


} while (nextfile(&file) != 0); 


mainMenu () ; 
break; 


printf ("\n\nCommunication or card abnormality detected in sl 


printf(" Exiting...\n"); 
break; 


printf ("\n\nUninitialised card detected in slot 2.\n"); 


case 0: 
case 1: 
case 2: 
les!\n"); 
NTRY)); 
case 3: 
ot 2.\n"); 
case 4: 
default: 


} 
ResetGraph (1); 


printf(" Exiting...\n"); 

break; 

printf ("\n\nUnknown error from TestCard(1)\n"); 
printf("  Exiting...\n"); 

break; 


uninitialiseTextMode (); 


exit (0); 


} 


——MESSAGE FILE 11851 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000061 


—-MESSAGE FILE 11852 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000062 
Path: chuka.playstation.co.uk!news 

From: Remi Leonard <leonard@icns.cnrs-gif.fr> 
Newsgroups: scee.yaroze.profile 


Subject: Saluut 


Date: Mon, 08 Jun 1998 12:22:31 +0200 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <357BBB67.57449DF3@icns.cnrs-gif.fr> 
NNTP-Posting-Host: icare.icsn.cnrs-gif.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; IRIX 6.3 IP32) 


Salut tout le monde 


hello evry body... 


I am a new french net yaroze member , so sorry dor my poor english 


i live at Orsay, a little city near Paris 

i am 22 years old 

i am long hair 

i am a poor student ( in computer ) 

i like to draw 

i play guitar ( i like to make lots of noise) 


favorite things: 

-anime: tonari no totoro, waga senshi no arcadia, bastard, akira, city 
hunter, cobra... 

-movies: alien series 

-games: alien breed, alien breed 2, projet X, £18, chrono triger, fata 
fury 1,2,3, realbout, realbout special, king of fighter 9x,... 

- la bibine de tout les pays du monde ( translate: beer from evry contry 
in the world) 

- les belle jambes de nos douces et tendres amies 


i don't like: 

-studies but i must do it 

-beer from USA 

-l'orthographe francaise ki me fait ch**r grave 


i began to code (games) on a TI99/4A ( i make my first fighting 
games, sniff...( ^_^ )) , after i used to have a wonderful AMIGA (an 
A2000 and after a A1200), and now i have a poor PC, and as i don't want 
to code on an intel based computer, i buy a net yaroze which is a cool 
machine to create games... 

currently i managed to display a sprite and i am very happy to do 
ՆԵ 


Un petit mot a toi ki comprend le francais: 


Salut, je suis un pitit etudiant a Orsay en licence, j'ai achter une 
yaroze pour faire des jeux completements 

delires, enfin bref j'aime la vie, et m amuser et faire en sorte que les 
autres s amuse avec mes jeux... sinon 

pour le reste je pense ke tu as compris meme si mon anglais est pas tres 
cool, pour le francais et son eaurtheaugrapheu (ouuff) et ben j en ai ma 
propre interpretation ki est plus musical keu gramatical 


voila this is the end, my friend 


This was a little word from Leo 


——MESSAGE FILE 11852 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000062 


——MESSAGE FILE 11853 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000063 
Path: chuka.playstation.co.uk!news 

From: Aubrey <aubrey.murray@which.net> 

Newsgroups: scee.yaroze.profile 

Subject: Had enuff 

Date: Wed, 17 Jun 1998 02:24:19 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 4 

Message-ID: <35871AC3.C5A@which.net> 
Reply-To: aubrey.murray@which.net 
NNTP-Posting-Host: 194.168.102.126 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-Mozilla (Win95; 1) 


My name is Aubrey, I live in the London Area. Just popped in to see 

whats appening .Ive been at it all day, My girls PI**ED off with me, so 

I'm off. Goodnite you sad , sad , lonely people. I'm gonna find me some 

porn. LATER ON. 

——MESSAGE FILE 11853 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000063 


—-MESSAGE FILE 11854 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000064 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Had enuff 

Date: Tue, 16 Jun 1998 22:18:53 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <3586eef9.16196101@news.scea.sony.com> 

References: <35871AC3.C5A@which.net> 

NNTP-Posting-Host: client-120-31.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


> Goodnite you sad , sad , lonely people. I'm gonna find me some 
> porn. LATER ON. 


Sounds like you'll fit right in! ;-)) Be careful with that stuff, 
didn't your mom teach you you'll go blind doing that?!? [LOL] 
-Matt 


——MESSAGE FILE 11854 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000064 


——MESSAGE FILE 11855 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000065 
Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: me 

Date: Thu, 18 Jun 1998 11:45:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 61 

Message-ID: <3588EFC5.5D8C@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


thought it was about time I posted a profile here 


Born in Hull 10/10/74 - that makes me 23 
SRON 
Short blondish hair 

Currently live in Oxford. 

Never really had a 'proper' job. 


Likes: Jane (girlfriend) 
Football (England WILL win the world cup) 
Music - currently Massive Attack, Radiohead, Prodigy 


Snowboarding (painful to learn though) 
Dislikes: Tuna 


Been programming since I got a speccy when I was about 11. 
Had 3 games release on the Speccy - all by D & H Games - a long gone 
publisher of 'sports management' games - Soccer 7, International 
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Football, and County Cricket. 


Then got an ST and an Amiga, wrote (most of) another footie management 
game 'First Divison Manager' (I still remember making some last minute 
bug fixes 30 minutes before my GCSE maths exam) - was released by 
Codemasters and did pretty well 


Went to Uni - Keble College, Oxford, started my company (Live Media) 
during my final year, passes my exams (2.1), left Uni - continued with 
company - ('company' in loosest sense of the word) - writing interactive 
web stuff, screen savers, multimedia stuff and anything else people 
want. I also own a third of another company (Active Media), but thats 
another story. 


Never really set out to write games - but its tonnes more fun than most 
things - so in my spare time I started to write another soccer game, 
this time Windows95 - Total Soccer. No publshers interested (even though 
its miles better than Sensi Soccer 98), so released (and ongoing) ona 
smallish scale - got some OK reviews in magazines. 


Got a Yaroze when it was reduced in price, currently playing around with 
converting bits of Total Soccer to it ... claim to fame to far is some 
cool realtime shadows, using a simple matrix trick. (well I think 
they're cool anyway !) 


For what its worth, my view on the whole Yaroze thing: 

Great idea - perhaps a little too expensive for a lot of people - but 
then the cost in real terms depends on what you want to get out of it - 
eg if it gets you the experience to get a job then its pretty good 
value. For me its a bit of an expensive Toy which at best will give me a 
bit of experience if the opportunity ever arises to take it more 
seriously. I think the 'community' thing is great - the newsgroups 


etc... I think some of the limitations of the system are a little 
frustrating - ie no 3d lines, or 3d sprites .. since they could possibly 
encourage poor code design. The documentation is also ok - its all 


there, but sometimes takes a little finding. Generally I think its 
pretty good 


anyway I've gone on enough... 
Charlie 

Charles Chapman 
www.livemedia.co.uk 


www.active-media-online.com 
—-MESSAGE FILE 11855 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000065 


——MESSAGE FILE 11856 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000066 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Had enuff 

Date: Fri, 19 Jun 1998 16:51:18 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <ldasg0x.pngqkaf9pxi3yN@[194.151.88.143]> 

References: <35871AC3.C5A@which.net> <3586eef9.16196101@news.scea.sony.com> 
NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Matthew Hulett <matth@bellatlantic.net> wrote: 


> > Goodnite you sad , sad , lonely people. I'm gonna find me some 

> > porn. LATER ON. 

> 

> Sounds like you'll fit right in! ;-)) Be careful with that stuff, 
> didn't your mom teach you you'll go blind doing that?!? [LOL] 

> 

> -Matt 


Try to go blind on that in Amsterdam, you will have a hard time then. 
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DEnnis.. 
—-MESSAGE FILE 11856 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000066 


—-MESSAGE FILE 11857 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000067 
Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.profile 

Subject: My Profile 

Date: Mon, 22 Jun 1998 20:26:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <358eb98d.380632@news.playstation.co.uk> 
NNTP-Posting-Host: p56-snipe-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


I thought that it was time that I posted something here.... 


Born Farnborough Kent 11/01/68 which makes me 30 

Live in Clock House ( near Beckenham Kent ) 

Work for a financial software house specialising in front office 
trading systems and all the teccy gubbins that support them. Own some 
of that company, also own 50% of a computer animation and web design 
company. 
Have a Russian girlfriend ( == large phone bill + lots of air miles... 
) .... don't ask it's too complicated..... 

My main hobby is riding horses, I have my own which is kept in Norfolk 
and I can usually be found riding around Hyde Park at a ridiculously 
early hour on Friday mornings. 

My musical tastes are very varied, I was very much a metal head in my 
youth but have mellowed somewhat now ( although I still do like the 
'evvy stuff ). Last thing on the CD player was 'Mezzanine' by Massive 
Attack. Favourite band of all time is Hawkwind. 

Got my Yaroze because programming games makes a hell of a difference 
from sitting writing yet another way to deliver some meaningless ( to 
me | ) figures even faster than before which is what I am spending all 
my days doing at the moment and that variation keeps me sane(ish). 
....Oh and I also like a beer or three..... 


——MESSAGE FILE 11857 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000067 


—-MESSAGE FILE 11858 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000068 
Path: chuka.playstation.co.uk!news 

From: Aubrey <aubrey.murray@which.net> 
Newsgroups: scee.yaroze.profile 

Subject: ----- << Oi »»----- 

Date: Fri, 26 Jun 1998 03:27:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <35930704.6AC7@which.net> 

Reply-To: aubrey.murray@which.net 
NNTP-Posting-Host: p72-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-Mozilla (Win95; 1) 


Needed programmers with talent, and hopefully some ability. 
for the GANXTA NURD Krew. 
Come on guys I need a hand here. 


cheers 
KINGBREE 
—-MESSAGE FILE 11858 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000068 


——MESSAGE FILE 11859 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000069 
Path: chuka.playstation.co.uk!news 
From: Aubrey <aubrey.murray@which.net> 
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Newsgroups: scee.yaroze.profile 

Subject: Re: ----- << Oi »»----- 

Date: Fri, 26 Jun 1998 03:29:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <359307A2.5B09@which.net> 
References: <35930704.6AC7@which.net> 
Reply-To: aubrey.murray@which.net 
NNTP-Posting-Host: p72-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-Mozilla (Win95; 1) 


Aubrey wrote: 
Needed programmers with talent, and hopefully some ability. 


for the GANXTA NURD Krew. 
Come on guys I need a hand here. 


> 
> 
> 
> 
> 
> 
> cheers 

> KINGBREE 

OH yeah my email address is AUBREY.MURRAY@which.net 

—-MESSAGE FILE 11859 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000069 


—-MESSAGE FILE 11860 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000070 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Where's Mr Frosty? 

Date: Fri, 10 Jul 1998 00:27:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <603jn1$904@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem122.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hmmm. 


James Rutherford (~mrfrosty) has buggered off home for the summer 
without leaving me his home address/tel no. 


1) Anyone got either of these so I can give him a call? 


2) Jimbo, if you're reading this - you know the name, you know the 
number... :-) 


Cheers, 


Nick 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 

ICQ #9464742 

",..despite all that's happened, there are still 
some people with a sense of humour!" 


——MESSAGE FILE 11860 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000070 


—-MESSAGE FILE 11861 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000072 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.profile 

Subject: Gals needed for Yaroze development 

Date: 10 Jul 1998 20:53:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 73 

Message-ID: <01lbdac44$36a553805$38e4abc3@default> 
NNTP-Posting-Host: 195.171.228.56 

X-Newsreader: Microsoft Internet News 4.70.1162 


EMAG DESIGN 


Director: Mr Tanvir Khan 


NET YAROZE PROJECT 

Emag Design (ED) looking for cool gals for coding, art, music, graphics, 
etc on the Net Yaroze because ED realizes they are very much 
underepresented in the computer games industry, but also ED believes they 
are more creative and passionate in general than their male counterparts. 
ED wants to create the best games ever to be known and to do that it needs 
the best people. 


If you are confident that you are the best then EMAIL me Tanvir Khan the 
artist/musician and also the director and be with by far the best, Emag 
Design. 


Requirements: * Talent, no qualifications necessary. 
* Hard working, young, very ambitious. 
* Must be in the South East area. Around London, Berkshire. 


If you're interested please email me with details as soon as possible, 
around three or four members required. 2bad@lineone.net. 


—-MESSAGE FILE 11861 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000072 


—-MESSAGE FILE 11862 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000073 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Gals needed for Yaroze development 

Date: Tue, 14 Jul 1998 00:42:40 +0100 

Organization: Debri Productions 

Lines: 47 

Message-ID: <ldc4qci.1kd4insl4yquvoN@al1-88-106.al.nl1> 
References: <Olbdac44$36a55380$38e4abc3@default> 
NNTP-Posting-Host: al-88-127.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
EMAG DESIGN 


Director: Mr Tanvir Khan 


NET YAROZE PROJECT 
Emag Design (ED) looking for cool gals for coding, art, music, graphics, 
etc on the Net Yaroze because ED realizes they are very much 
underepresented in the computer games industry, but also ED believes they 


are more creative and passionate in general than their male counterparts. 


VVVVVVVVV VV 


This sounds like crap to me. I don't say girls are worse than boys, but 
to say that they are better is bull to. If girls would be better than 
boys in the Digital Entertainment, than there would be much more girls 
in this industry. 


> ED wants to create the best games ever to be known and to do that it needs 
> the best people. 
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We all want to make the best games, but to get some girls working on a 
project won't make it better than when you would use boys. It's the 
talent that makes a good employe, not the gender. 


> If you are confident that you are the best then EMAIL me Tanvir Khan the 
> artist/musician and also the director and be with by far the best, Emag 
> Design. 


If you are the best, you would also make great games. And if you would 
have made 1 great game, I would have known that. 


Requirements: * Talent, no qualifications necessary. 
* Hard working, young, very ambitious. 
* Must be in the South East area. Around London, Berkshire. 


> 
> 
> 
> 
> 
> 
> If you're interested please email me with details as soon as possible, 
> around three or four members required. 2bad@lineone.net. 

> 

hahaha, not to much gals are member, and if there are any, I doubt it 
that they will react on your advert. 


DEnnis.. 
—-MESSAGE FILE 11862 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000073 


—-MESSAGE FILE 11863 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000074 
Path: chuka.playstation.co.uk!news 

From: R White <R.White@sheffield.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Little old me 

Date: Wed, 15 Jul 1998 13:18:31 +0100 

Organization: Architecture, University of Sheffield, UK 
Lines: 60 

Message-ID: <35AC9E17.4FD9@uel.ac.uk> 
NNTP-Posting-Host: pc078080.shef.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


Hi everyone, 


At last I thought I'd introduce little old me. 

Well, I'm not actually very little, or old as a matter of fact 

(6 foot small and 27 years young). 

Blonde short hair (if that matters), although my web pages 

show me down under with longer hair (they wouldn't let me in without 
Դ Էչ)... 

And I live in Sheffield. 


I actually got the Yaroze way back around May 1997, but didn't get 
around to doing anything about it until now due to other time-consuming 
activities... and the manuals... 


I've just spent 2 years at East London Uni, finishing the 6th of a 

7 year architectural education (my first 3 years were at Sheffield Uni 
and the 4th in Oz). And this is why I've only just discovered 
the new groups (as my UeL server couldn't cope with them (or at least 
my connection to it couldn't (I'm currently 'borrowing' my girlfriend's 
account at Sheffield (incidentally, anyone interested in applying to 
UeL out there - DON'T DO IT!!)))). 

I also did the MSc in Computation at Oxford Uni for a bit of fun 

in between all that. In fact, you could say I'm a bit of a sad epidemic, 
I mean academic! 


I started programming when at primary school on a ZX80, then upgraded 
to the CBM64 and used to enjoy soft-resetting the thing with a 

paper clip to dis-assemble the code from games like "gridrunner" and 
so on. Except, I didn't have an assmebler or printer, so I'd use a 
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typewriter to type out the numbers off the screen and dis-assemble it 
by hand!! 
Gee, I've never told anyone that B4 now! This therapy thing really works! 
I never got organised enough to actually write a proper full game, 

but I sure enjoy messing. 

Currently I'm recovering from the UeL shock, looking for a job in the 
computer industry (architecture isn't what it used to be!) and trying 

to cut down on my exclamation marks!! (oops) 


Skills & interests: 

I'm quite fluent in C and enjoy messing with OpenGL stuff on my PC. 
Being an architect at heart, I like doing the 3D virtual environment 
stuff, whether 3DS max, or just pondering... 

As for games, I'm into the shoot-em-ups and racies (the Wipeouts 

are my faves, at least until I'd done them), but want to create 
something new and original if possible (ideas on a postcard please). 
I've just started learning this Yaroze in earnest, so thought I'd 
introduce myself B4 I start yelling for help. 


Oh yes; Musical tastes - Radiohead, Prodigy, Chem Bros and so on. 
Also, a lifelong Nottingham Forest supporter (they were good when 
I got into football way back when), but tend to see the Sheffield 
teams more nowadays, and even Doncaster Rovers (RIP). 


Ok got to go sign on. I've rambled for far too long and if you've 
got this far, then you've obviously got as much time on your hands 
as me. 

Hopefully, next time you hear from me I'll have something to show 
(but don't hold your breaths). 


Steve Parnell 
—-MESSAGE FILE 11863 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000074 


——MESSAGE FILE 11864 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000075 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.profile 

Subject: coding help 

Date: 23 Jul 1998 17:58:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <01lbdb66c$6c8ac980$9a3363c3@default> 
NNTP-Posting-Host: host5-99-51-154.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


—--MESSAGE FILE 11864 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000075 


—--MESSAGE FILE 11865 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000076 
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Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.profile 

Subject: books recommend 

Date: 25 Jul 1998 21:24:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <Olbdb81b$881be840Sb7e2abc3@default> 
NNTP-Posting-Host: 195.171.226.183 

X-Newsreader: Microsoft Internet News 4.70.1162 


T Khan <2bad@lineone.net> wrote in article 
<01bdb74a$703004e0Sd92e63c3@default>... 

> Hi, 

> 

> Please recommend good C programming and Graphics books, 
> Would any do or the one written in the manual? 

> 
I've looked through some 'C' books and notice they all teach you the 
"scanf' function which does not seem to work on the Yaroze. Why is this and 
what can be done about it? Are there other functions which don't work on 
the Yaroze? If so what can be done instead. 


> Tanvir Khan 
> 2bad@lineone.net 


—-MESSAGE FILE 11865 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000076 


—-MESSAGE FILE 11866 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000077 
Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.profile 

Subject: Coders for EMAG DESIGN 

Date: 26 Jul 1998 19:13:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <01lbdb8d2S60bec580Sed2d63c3@default> 
NNTP-Posting-Host: host5-99-45-237.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Coders needed for Emag Design. If you want to be the best Email me and be 
with the best Developing company. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
——MESSAGE FILE 11866 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000077 


—-MESSAGE FILE 11867 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000078 
Path: chuka.playstation.co.uk!news 

From: pal <palpalpalpal@hotmail.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: scanf 

Date: Mon, 27 Jul 1998 02:03:16 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35BBC3C4.2BD8BF75@hotmail.com> 
References: <Olbdb81b$881be840$b7e2abc3@default> 
Reply-To: palpalpalpal@hotmail.com 
NNTP-Posting-Host: marseillel-133.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


T Khan wrote: 


> I've looked through some 'C' books and notice they all teach you the 
> 'scanf' function which does not seem to work on the Yaroze. Why is this and 
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> what can be done about it? Are there other functions which don't work on 
> the Yaroze? If so what can be done instead. 


What a strange place to post this message... As I haven"t seen it crossposted 
elsewhere, I'll answer here. 


The scanf(char*, ...) function doesn't appear to be defined in stdio.h. 
But what would you expect scanf to do, if it worked ? 
There is no keyboard on your Yaroze... and the way you get user input ina 


videogame is very different than the way scanf works. 


Scanf waits until it gets the input it's expecting. That means, nothing happens 
until the user has typed in something. In a game, you'd rather look from time 
to time (once each frame) which keys are on, whithout stopping the action. 
Unless you're coding a text adventure game, that is. 
So if you want to get input from the controllers, scanf, even if it was 
implemented, wouldn't be useful. Now, what can you do ? Well, have a look at 
the tutorials, or any source code that makes use of the controller ; you'll 
quickly isolate the code that reads the controller keys (see on the Yaroze disc 
psx\quick\pad.c). As there are not many ways of doing this, the best thing 
for you to do is to copy/paste it into your program. 
Alternatively, look for controller libraries in members' pages. 


Hope this helps, 
pal. 


Quotation of the day 
"If you want to be the best Email me and be with the best Developing company." 


—--MESSAGE FILE 11867 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000078 


——MESSAGE FILE 11868 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000079 
Path: chuka.playstation.co.uk!news 

From: "Paul Holman" <Paul_Holman@scee.sony.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Coders for EMAG DESIGN 

Date: Mon, 27 Jul 1998 09:27:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6phe8rS3ue2@chuka.playstation.co.uk> 
References: <Olbdb8d2$60bec580Sed2d63c3@default> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


FYI - EMAG Design are not a licensed PlayStation Publisher or Developer. 


T Khan <2bad@lineone.net> wrote in message 
<Olbdb8d2$60bec580Sed2d63c3@default>... 

>Coders needed for Emag Design. If you want to be the best Email me and be 
>with the best Developing company. 

> 

>Tanvir Khan 

>EMAG DESIGN 

> 

>2bad@lineone.net 


—-MESSAGE FILE 11868 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000079 


—-MESSAGE FILE 11869 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000080 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Coders for EMAG DESIGN 

Date: 27 Jul 1998 08:44:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <0Olbdb93a$7be09740S69e4b8c3@Angelal.intelligent-—group.com> 
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References: <Olbdb8d2S60bec580Sed2d63c3@default> 
NNTP-Posting-Host: d2-s2-105-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


T Khan <2bad@lineone.net> wrote in article 
<Olbdb8d2$60bec580Sed2d63c3@default>... 

> Coders needed for Emag Design. If you want to be the best Email me and be 
> with the best Developing company. 


Come on man, no-one's buying it - you're the same guy asking which books to 
read to 
learn C and graphics coding. 


And one who made the hilarious post about 'Gals'. 


I think you'd be better off doing a spot of hard work to learn the craft 
instead of posting 
daft mails like this one.... 


> Tanvir Khan 
> EMAG DESIGN 


Craig Graham, 
Intelligent Research Videogames Ltd. 
(who ARE fully paid up licensed developers) 


——MESSAGE FILE 11869 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000080 


—-MESSAGE FILE 11870 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000081 
Path: chuka.playstation.co.uk!news 

From: Steve Parnell <steve@parny.force9.net> 
Newsgroups: scee.yaroze.profile 

Subject: Little old him 

Date: Mon, 27 Jul 1998 10:36:32 +0100 
Organization: Architectronics 

Lines: 73 

Message-ID: <35BC4A20.D8ED182C@parny.force9.net> 
References: <35AC9E17.4FD9@uel.ac.uk> 

Reply-To: steve@parny.force9.co.uk 
NNTP-Posting-Host: 77.usr02.shef.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; 1) 


That message was posted from my girlfriend's account at Sheffield, hence 
the confusion of names. 

This is posted from my own sensible account, with no affiliation to UeL 
whatsoever, 

which means I can now access all these juicy news groups. 

In future, I promise to remain 

Yours, 

Steve Parnell 


Hi everyone, 


At last I thought I'd introduce little old me. 

Well, I'm not actually very little, or old as a matter of fact 

(6 foot small and 27 years young). 

Blonde short hair (if that matters), although my web pages 

show me down under with longer hair (they wouldn't let me in without 
it). 

And I live in Sheffield. 


I actually got the Yaroze way back around May 1997, but didn't get 
around to doing anything about it until now due to other time-consuming 
activities... and the manuals... 


I've just spent 2 years at East London Uni, finishing the 6th of a 
7 year architectural education (my first 3 years were at Sheffield Uni 


VVVVVVVVVVVVVV VV 
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and the 4th in Oz). And this is why I've only just discovered 

the new groups (as my UeL server couldn't cope with them (or at least 
my connection to it couldn't (I'm currently 'borrowing' my girlfriend's 
account at Sheffield (incidentally, anyone interested in applying to 
UeL out there - DON'T DO IT!!)))). 

I also did the MSc in Computation at Oxford Uni for a bit of fun 

in between all that. In fact, you could say I'm a bit of a sad epidemic, 
I mean academic! 


I started programming when at primary school on a ZX80, then upgraded 
to the CBM64 and used to enjoy soft-resetting the thing with a 

paper clip to dis-assemble the code from games like "gridrunner" and 
so on. Except, I didn't have an assmebler or printer, so I'd use a 
typewriter to type out the numbers off the screen and dis-assemble it 
by hand!! 
Gee, I've never told anyone that B4 now! This therapy thing really works! 
I never got organised enough to actually write a proper full game, 

but I sure enjoy messing. 

Currently I'm recovering from the UeL shock, looking for a job in the 
computer industry (architecture isn't what it used to be!) and trying 

to cut down on my exclamation marks!! (oops) 


Skills & interests: 

I'm quite fluent in C and enjoy messing with OpenGL stuff on my PC. 
Being an architect at heart, I like doing the 3D virtual environment 
stuff, whether 3DS max, or just pondering... 

As for games, I'm into the shoot-em-ups and racies (the Wipeouts 

are my faves, at least until I'd done them), but want to create 
something new and original if possible (ideas on a postcard please). 
I've just started learning this Yaroze in earnest, so thought I'd 
introduce myself B4 I start yelling for help. 


Oh yes; Musical tastes - Radiohead, Prodigy, Chem Bros and so on. 
Also, a lifelong Nottingham Forest supporter (they were good when 
I got into football way back when), but tend to see the Sheffield 
teams more nowadays, and even Doncaster Rovers (RIP). 


Ok got to go sign on. I've rambled for far too long and if you've 
got this far, then you've obviously got as much time on your hands 
as me. 

Hopefully, next time you hear from me I'll have something to show 
(but don't hold your breaths). 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N-W 


Steve Parnell 


—-MESSAGE FILE 11870 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000081 


——MESSAGE FILE 11871 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000082 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Coders for EMAG DESIGN 

Date: Mon, 27 Jul 1998 11:35:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35BC57F1.5AC0O@manc.u-net.com> 

References: <Olbdb8d2$60bec580S$ed2d63c3@default> <0lbdb93a$7be09740S69e4b8c3@Angelal 
.intelligent-—group.com> 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Craig Graham wrote to Tanvir Khan: 

> Come on man, no-one's buying it - you're the same guy asking which 
books to read to learn C and graphics coding. 

And one who made the hilarious post about 'Gals'. 

I think you'd be better off doing a spot of hard work to learn the 


> 
> 
> 
> craft instead of posting daft mails like this one.... 
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Well said Craig, but I'm not sure he reads/takes any notice of 

his replies. Assuming he does but doesn't respond: 

Yes Mr Khan I'm afraid you need to rethink your Yaroze strategy. 
I'm not sure how legal it is to specify 'Gals'-only to "work" at 
"EMAG Design" (maybe that should be "SSELEULC Design" :) ) but you 
definitely can NOT advertise your amateur one-man outfit as a 
professional company. No-one blames you for being a total newbie 
(we ALL were once) so take some time out, and like Craig says, LEARN 
LEARN LEARN! You never stop learning new stuff! 

Later, 

Jim 


PS. And please Tanvir could you also look at the newsgroup names and 
try and keep stuff you post in relevant groups... 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 11871 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000082 


——MESSAGE FILE 11872 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000083 
Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: scanf 

Date: Mon, 27 Jul 1998 20:01:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35BCCE93.1490DC52@compuserve. com> 

References: <Olbdb81b$881be840S$b7e2abc3@default> <35BBC3C4.2BD8BF75@hotmail.com> 
NNTP-Posting-Host: 1d54-185.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


pal wrote: 
> What a strange place to post this message... As I haven"t seen it crossposted 
> elsewhere, I'll answer here. 


you kidding ! this has been on just about every group on the server, 
tho worded slightly different each time. 

TANVIR - if you are reading this, most of ստ read all the groups, 

so try & keep to the subject ;) 


BTW I started programing with D Alcocks "Illustrated Basic" on a PET, 
which is of course of no relevence whatsoever. The first C book I 
read was titled "A Book on Շ"- big friendly letters on the front, 

you can't miss it. The book I use for reference these days is "CA 
Refernce Manual" by S P Harbison & Guy L Steele - tho it does 

tend to stay on the shelf. 


TANVIR - If you want to work through the examples in your C book 
then I suggest you get hold of a compiler for the PC first. This 
will support the scanf() function, & get you used to how C works. 
otherwise dive in at the deep end & just use the C book as a 
reference, whilst reading through all the example code thats around. 


cheers 


Nick (S) 


—-MESSAGE FILE 11872 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000083 


——MESSAGE FILE 11873 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000084 
Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.profile 
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Subject: Re: scanf 

Date: 28 Jul 1998 09:40:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <0Olbdba0b$670aa780Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <Olbdb81b$881be840$b7e2abc3@default> <35BBC3C4.2BD8BF75@hotmail.com> <35 
BCCE93.1490DC52@compuserve. com> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Slaven <NickSlaven@compuserve.com> wrote in article 
<35BCCE93.1490DC52@compuserve.com>... 
> TANVIR - if you are reading this, most of us read all the groups, 
> so try & keep to the subject ;) 


Yeah. 


> BIW I started programing with D Alcocks "Illustrated Basic" on a PET, 


I learnt BASIC from the 2481 users manual. Then the Dragon32 users 
manual. 


> which is of course of no relevence whatsoever. The first C book I 
> read was titled "A Book on C"- big friendly letters on the front, 


I got most of my C from the single chapter on it in S.R. Bourne's 
"The Unix System" - an excellent book.... 


TANVIR - If you want to work through the examples in your C book 
then I suggest you get hold of a compiler for the PC first. This 
will support the scanf() function, & get you used to how C works. 
otherwise dive in at the deep end & just use the C book as a 
reference, whilst reading through all the example code thats around. 


V V V V V 


And get a book on assembler as well....MIPS is a bit of a bugger, 
so maybe start with some 68K and work up to the MIBS. There's 
a couple of ways to do that (get an emulator is easiest). 


> Nick (S) 


Craig. 
——MESSAGE FILE 11873 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000084 


—--MESSAGE FILE 11874 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000085 
Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Coders for EMAG DESIGN 

Date: Tue, 28 Jul 1998 13:33:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <35BDC500.56EC@saqnet.co.uk> 
References: <Olbdb8d2$60bec580Sed2d63c3@default> 
NNTP-Posting-Host: brechin.ucs.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Khan wrote: 


Coders needed for Emag Design. If you want to be the best Email me and be 
with the best Developing company. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVVV A 


2bad@lineone.net 


Without wanting to be nasty, I'd be dubious of anyone with a ROcKIN' 
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KeWL e-mail address like "2bad". Particularly when coupled with the 
distinctly un-rockin' lineone.net... 


C'mon Tanvir, give us all a break! Keep your posts in the relevant 
groups, go to the library and pick up a C book, get ahold of Paint Shop 
Pro and come back in a few months with something cool to show us. 
Everyone here is friendly and eager to help, but if you come in blowing 
your own trumpet like this (EMAG DESIGN - wtf???) you're asking for some 
aggro and jokes at your expense. And that "gals" post was dire... 


BIW, is it possible that Tanvir is someone's creation and they're having 
a joke on us? 


Nick F 


PS 'Rare' are the best 'developing company' IMHO, along with NCL, Namco 
and Capcom they turn out product of a consistently high standard. 
—-MESSAGE FILE 11874 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000085 


——MESSAGE FILE 11875 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000086 
Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <graham@nmisystems.demon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Edinburgh Yaroze people? 

Date: Tue, 28 Jul 1998 18:27:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <6plir9$3uel1@chuka.playstation.co.uk> 
References: <6euj84$15r40@chuka.playstation.co.uk> 
NNTP-Posting-Host: nmisystems.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Nick Ferguson wrote in message <6euj84S15r40@chuka.playstation.co.uk>... 
>Hiya, 

> 

>Anyone else with a Yaroze around Edinburgh aside from myself, James 
>Rutherford and Graeme Evans..? Just curious to know who's out there :-) 
> 


Slightly further away from Edinburgh, in Aberdeen. Still up fora 
get-together 
though, just takes a bit of organising. 


Graham 


—--MESSAGE FILE 11875 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000086 


—-MESSAGE FILE 11876 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000087 
Path: chuka.playstation.co.uk!news 

From: "Graham Bisset" <graham@nmisystems.demon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Gals needed for Yaroze development 

Date: Tue, 28 Jul 1998 18:33:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 
Message-ID: <6pliraS3uel12@chuka.playstation.co.uk> 

References: <Olbdac44$36a55380S$38e4abc3@default> <ldc4qci.1lkd4insl4yquvoN@al-88-106. 
al.nl> 

NNTP-Posting-Host: nmisystems.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


DEnnis Brinkhuis wrote in message 
+ADw-ldc4qci.1lkd4ins14yquvoN+AEA-al-—88-106.al.n1+AD4-... 
+AD4-T Khan +ADw-2bad+tAEA-lineone.net+AD4- wrote: 

+AD4- 

+AD4APg- EMAG DESIGN 
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+AD4APg- 

+AD4APg- Director: Mr Tanvir Khan 

+AD4APg- 

+AD4APg- 

+AD4APg- 

+AD4APg- NET YAROZE PROJECT 

+AD4APg- Emag Design (ED) looking for cool gals for coding, art, music, graphics, 
+AD4APg- etc on the Net Yaroze because ED realizes they are very much 

+AD4APg- underepresented in the computer games industry, but also ED believes they 
+AD4APg- are more creative and passionate in general than their male counterparts. 
+AD4-— 
+AD4-This sounds like crap to me. I don't say girls are worse than boys, but 
+AD4-to say that they are better is bull to. If girls would be better than 
+AD4-boys in the Digital Entertainment, than there would be much more girls 
+AD4-in this industry. 

+AD4- 


I agree, didn't exactly spend much time coming up with the name 
either. Emag +ADO- Game. Pah. 


——MESSAGE FILE 11876 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000087 


—-MESSAGE FILE 11877 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000088 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Coders for EMAG DESIGN 

Date: Sun, 2 Aug 1998 01:46:43 +0100 

Organization: Debri Productions 

Lines: 9 

Message-ID: <ldd3srv.iinhd1il9yuiN@al-—88-110.al.nl1> 

References: <Olbdb8d2S60bec580Sed2d63c3@default> <6phe8rS$3ue2@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: 81-88-110.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Paul Holman <Paul_Holman@scee.sony.co.uk> wrote: 


> FYI - EMAG Design are not a licensed PlayStation Publisher or Developer. 
> 

> 

Hahahaha, why does that not wander me.... 

(back from the course) 


DEnnis... 
—-MESSAGE FILE 11877 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000088 


—--MESSAGE FILE 11878 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000089 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Coders for EMAG DESIGN 

Date: Sun, 2 Aug 1998 01:47:26 +0100 

Organization: Debri Productions 

Lines: 31 

Message-ID: <ldd3stn.hz5te9ydhpogN@al-88-110.al.nl1> 

References: <Olbdb8d2$60bec580S$ed2d63c3@default> <01lbdb93a$7be09740S69e4b8c3@Angelal 
.intelligent-—group.com> 

NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote: 


T Khan <2bad@lineone.net> wrote in article 
<Olbdb8d2$60bec580Sed2d63c3@default>... 

> Coders needed for Emag Design. If you want to be the best Email me and be 
> with the best Developing company. 


> 
> 
> 
> 
> 
> 


Come on man, no-one's buying it - you're the same guy asking which books to 
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read to 
learn C and graphics coding. 


And one who made the hilarious post about 'Gals'. 


> 
> 
> 
> 
> 
> I think you'd be better off doing a spot of hard work to learn the craft 
> instead of posting 

> daft mails like this one.... 

> 

> > Tanvir Khan 

> 

> 

> 

> 

> 


> EMAG DESIGN 


Craig Graham, 
Intelligent Research Videogames Ltd. 
(who ARE fully paid up licensed developers) 


HAHAHAHAHAAHHA, LOLOLOLOLOLOL this newsgroup is getting better al the 
time. Sorry mate, you're out! 


DEnnis.. 


——MESSAGE FILE 11878 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000089 


—--MESSAGE FILE 11879 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000090 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 
Subject: Re: Coders for EMAG DESIGN 

Date: Sun, 2 Aug 1998 01:47:28 +0100 

Organization: Debri Productions 

Lines: 45 

Message-ID: <ldd3syu.yl3vnld4lg8iN@al-—88-110.al.nl1> 

References: <Olbdb8d2$60bec580$ed2d63c3@default> <35BDC500.56EC@saqnet.co.uk> 
NNTP-Posting-Host: 81-88-110.81.ու 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


Khan wrote: 


Coders needed for Emag Design. If you want to be the best Email me and be 
with the best Developing company. 


Tanvir Khan 
EMAG DESIGN 


VVVVVVV VA 


2bad@lineone.net 


Without wanting to be nasty, I'd be dubious of anyone with a ROcKIN' 
KeWL e-mail address like "2bad". Particularly when coupled with the 
distinctly un-rockin' lineone.net... 


C'mon Tanvir, give us all a break! Keep your posts in the relevant 
groups, go to the library and pick up a C book, get ahold of Paint Shop 
Pro and come back in a few months with something cool to show us. 
Everyone here is friendly and eager to help, but if you come in blowing 
your own trumpet like this (EMAG DESIGN - wtf???) you're asking for some 
aggro and jokes at your expense. And that "gals" post was dire... 


VVVVVVVVVVVVVV VV VV VV 


Dire??? Big time Dire-SHIT!!! But I'm not bad, I'll try to stop bugging 
(I learned it P. Passmore ;-) you on the gals-thing. But I'm not 
promissing that, I'll just try! 


DEnnis.. 


> BTW, is it possible that Tanvir is someone's creation and they're having 
> a joke on us? 
> 


Net Yaroze newsgroups message dump.txt Page 7836 
> Nick F 


I hoped you would be at the course Nick, so we would meet. To bad, I 
hope to meet you at the ECTS. 


> PS 'Rare' are the best 'developing company' IMHO, along with NCL, Namco 
> and Capcom they turn out product of a consistently high standard. 


Rare is good, but not best in my opinion, but that's personal. 


DEnnis.. 
—--MESSAGE FILE 11879 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000090 


—-MESSAGE FILE 11880 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000091 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: coding help 

Date: Sun, 2 Aug 1998 01:47:31 +0100 

Organization: Debri Productions 

Lines: 114 

Message-ID: <1dd3z05.161j7yad0419dN@al-—88-110.a1l.nl> 
References: <Olbdb66c$6c8ac980$9a3363c3@default> 
NNTP-Posting-Host: 81-88-110.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


T Khan <2bad@lineone.net> wrote: 
Hi, 


Can anyone help me? I don't now anything about c programing or graphics. I 
need some serious help. Is there any help on the website which I can 
download or something. 


Also I am working on car model movement, and I need to know how to make the 
model 
gradually gain speed (accelerate) and slow down. I use the MovelImage 
command. 

And how would you straighten the car (after a bend) once it has been 
leaning? I use the 'Rotate' command to make it lean but it just seems to 
carry on leaning more and more. 


How do you put sound in a game, e.g music, sound effects to the car? 


The manuals hardly explain this stuff. 
Are there any downloadable tool wich make programming easier? 


Thanks, 
Tanvir Khan 


VVVVVVVVVVVVVVV VV VV VV 


SORRY KHAN, I JUST HAD TO DO THIS. HERE IS THE STUFF WE AND YOU WROTE 
BEFORE. AFTER ONE OF MY REACTIONS YOU MAILED ME THIS PERSONALY AND I 
REACTED. I JUST PUT THE COMPLETE THING IN HERE SO IT'S ALSO 
UNDERSTANDEBLE FOR ALL OF US THAT NEVER NOTICED THE FIRST BIT. 


Reply-To: <2bad@lineone.net> 

From: "Khan" <2bad@lineone.net> 

To: "DEnnis Brinkhuis" <macsuppor@al.nl> 
Subject: Re: Gals needed for Yaroze development 
Date: Fri, 17 Jul 1998 22:07:34 -0000 
X-Priority: 3 

MIME-Version: 1.0 


Status: 

> From: DEnnis Brinkhuis <macsuppor@al.nl> 

> Newsgroups: scee.yaroze.profile 

> Subject: Re: Gals needed for Yaroze development 
> Date: 13 July 1998 23:42 
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T Khan <2bad@lineone.net> wrote: 

> EMAG DESIGN 

> 

> Director: Mr Tanvir Khan 

> 

> 

> 

> NET YAROZE PROJECT 

> Emag Design (ED) looking for cool gals for coding, art, music, graphics, 
> etc on the Net Yaroze because ED realizes they are very much 

> underepresented in the computer games industry, but also ED believes they 
> are more creative and passionate in general than their male counterparts. 


This sounds like crap to me. I don't say girls are worse than boys, but 
to say that they are better is bull to. If girls would be better than 
boys in the Digital Entertainment, than there would be much more girls 
in this industry. 


> ED wants to create the best games ever to be known and to do that it needs 
> the best people. 


We all want to make the best games, but to get some girls working on a 
project won't make it better than when you would use boys. It's the 
talent that makes a good employe, not the gender. 


> If you are confident that you are the best then EMAIL me Tanvir Khan the 
> artist/musician and also the director and be with by far the best, Emag 
> Design. 


If you are the best, you would also make great games. And if you would 
have made 1 great game, I would have known that. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


(HOW RIGHT I WAS!!!!) 


Requirements: * Talent, no qualifications necessary. 
* Hard working, young, very ambitious. 
* Must be in the South East area. Around London, Berkshire. 


If you're interested please email me with details as soon as possible, 
around three or four members required. 2bad@lineone.net. 


VVVVVVVV V 


hahaha, not to much gals are member, and if there are any, I doubt it 
that they will react on your advert. 


DEnnis.. 


VVVVVVVVVVV VV VV 


WELL THIS (ABOVE) WAS THE MAIL I HAD SENT YOU, HERE (UNDER) COME'S YOUR 
REACTION: 


>FOOLS! Is that all what your minds can think about? Wait until two or 
>three years when EMAG DESIGN will be world renowned for its 
>revolutionary games and your pathetic remarks will haunt your mind. 
>WE SHALL THEN SEE WHO IS 

>LAUGHING. 


WELL, UNTILL THEN I ALREADY HAD A GREAT LAUGH, AND I CAN'T IMAGINE YOU 
HAVING A BETTER LAUGH IN A COUPLE OF YEARS THAN ME NOW. 


THANKS FOR THAT, 
DEnnis... 


—--MESSAGE FILE 11880 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000091 


—-MESSAGE FILE 11881 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000092 
Path: chuka.playstation.co.uk!news 
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From: Asylum <sibailey@btinternet.com> 
Newsgroups: scee.yaroze.profile 

Subject: Hello, I'm a bit scared 

Date: Sat, 08 Aug 1998 21:15:33 +0100 
Organization: Asylum Entertainment 

Lines: 10 

Message-ID: <35CCB1E2.1BC3@btinternet .com> 
Reply-To: sibailey@btinternet.com 
NNTP-Posting-Host: nickholden.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Er ... Hello everyone. 

As my net yaroze is now up and running I thought I'd say hello to you 
all. I'm a north londoner (Enfield) and work for a relatively new games 
company as a graphics artist and animator. The C programming stuff is 
something that I'm dabbling with in my spare time. Anyway, as all this 
internet and newsgroup stuff is pretty much new to me I'll leave it 
there and tell you more about myself when I'm less scared. 

See you around. 


Sai Wun 
—-MESSAGE FILE 11881 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000092 


—--MESSAGE FILE 11882 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000093 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Hello, I'ma bit scared 

Date: Sat, 8 Aug 1998 22:59:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6qihof$Sldg21@chuka.playstation.co.uk> 
References: <35CCB1E2.1BC3@btinternet .com> 
NNTP-Posting-Host: 195.2.150.15 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Anyway, as all this 
>internet and newsgroup stuff is pretty much new to me I'll leave it 
>there and tell you more about myself when I'm less scared. 


Don't be scared! Oh, except օք DEnnis, of course.... 


Nick F 


http://www.saqnet.co.uk/users/nickf 

http://www.n64gazetta.com 

http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"Why don't we just wait here a while, 
see what happens..?" 


—-MESSAGE FILE 11882 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000093 


—-MESSAGE FILE 11883 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000094 
Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: What a silly boy 

Date: Mon, 10 Aug 1998 16:45:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <35CF15A5.4CA@saqnet.co.uk> 

References: <Olbdb66c$6c8ac980$9a3363c3@default> <1dd3z05.161j7yad0419dN@al-—88-110.a 
1.nl> 

NNTP-Posting-Host: at14-035.publab.ed.ac.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


> >FOOLS! Is that all what your minds can think about? Wait until two or 
> >three years when EMAG DESIGN will be world renowned for its 

> >revolutionary games and your pathetic remarks will haunt your mind. 

> >WE SHALL THEN SEE WHO IS 

> >LAUGHING. 

> 

> WELL, UNTILL THEN I ALREADY HAD A GREAT LAUGH, AND I CAN'T IMAGINE YOU 
> HAVING A BETTER LAUGH IN A COUPLE OF YEARS THAN ME NOW. 

> 

> THANKS FOR THAT, 

> 

> DEnnis... 


Wow! I guess Tanvir *is* real after all! Mr T., you might think you have 
some great ideas for a few games, but believe me - everybody's got a 
great idea for a game. A true sign of your dedication to becoming a 
gaming industry great would be shutting up, getting on with learning the 
basics, putting out a few bits of dodgy code to start with and gradually 
building up your knowledge base. Then, a year or so from now, come up 
with something a little special that shows a lot of your potential. Your 
empty boasts of "revolutionary design" skills and petty taunts about our 
"pathetic remarks" aren't going to win anyone over. Believe it or not, a 
lot of the people on this newsgroup may well be working in the industry 
in 2-3 years time and if a CV marked Tanvir Khan comes through the door 
their first reaction may well be to chuck it in the bin. I know mine 
would, if you carry on like this! Also bear in mind that a lot of people 
have their own projects to work on, and if you want people to help you 
out you're going to have to entice them by indicating the sort of game 


you'll be working on. If your e-mail was petem@lionhead.co.uk or 
something you might have been flooded with responses but otherwise 
you'll have to try harder than that. It might not look like it, but 


everyone has their own private agenda and projects to work on. 


Unfortunately, Tanvir, just *owning* a Net Yaroze isn't enough to turn 
you into Shigeru Miyamoto Jr (although it might make you the envy of 
your friends) - it might show intent, but you'll have to do something 
impressive with it, too! 


while(!horse) 
{ 
flog; 
} 


Enough!!!! I fear that DEnnis is just getting started :-) 


Nick F 
—-MESSAGE FILE 11883 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000094 


——MESSAGE FILE 11884 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000095 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: What a silly boy 

Date: Mon, 10 Aug 1998 17:19:37 +0100 

Organization: Intelligent Research 

Lines: 24 
Message-ID: <35CF1D99.BBC48917@hinge.mistral.co.uk> 

References: <Olbdb66c$6c8ac980$9a3363c3@default> <1dd3z05.161j7yad0419dN@al-88-110.a 
1.ոլ» <35CF15A5.4CA@saqnet.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 
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Nick Ferguson wrote: 
> Wow! I guess Tanvir *is* real after all! Mr T., you might think you have 


I think there's been enough heckling of Mr T. now - we don't really want 
toput people off posting altogether do we? I'm sure he'll return in the near 


future either more modest and ready to share and learn, or he'll have 
worked his butt off since his last post and be a guru already.... 


> Enough!!!! I fear that DEnnis is just getting started :-) 

Like I said... 

> Nick F 

Craig. 

(and yes, I do know I posted one of these as well, but...well, all good 
things 


come to an end don't they...) 


—-MESSAGE FILE 11884 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000095 


——MESSAGE FILE 11885 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000096 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: What a silly boy 

Date: Wed, 12 Aug 1998 23:23:12 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <lddo3em.1j33fj y4lwu5lgsN@al-88-126.al.nl> 

References: <Olbdb66c$6c8ac980$9a3363c3@default> <1dd3z05.1614j7yad0419dN@al-—88-110.a 
1.ոլ» <35CF15A5.4CA@saqnet.co.uk> <35CF1D99.BBC48917@hinge.mistral.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


> Enough!!!! I fear that DEnnis is just getting started :-) 


> 
> 
> Like I said... 

> 

We all need a change, and this person made a 'mistake' and I had my 


laughs. I'll try not to start again, if he now just keeps it easy. Net 
Yaroze is al about helping and I don't want to spoil anybodys fun.. 


(I think) 


Cheers DEnnis 
—-MESSAGE FILE 11885 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000096 


—-MESSAGE FILE 11886 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000097 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Hello, I'ma bit scared 

Date: Wed, 12 Aug 1998 23:23:14 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <lddo30j.lykiabg6d6rk0N@al-88-126.a1.nl1> 

References: <35CCB1E2.1BC3@btinternet.com> <6qihofSldg21@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-126.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Nick Ferguson <nickf@saqnet.co.uk> wrote: 


> >Anyway, as all this 
> >internet and newsgroup stuff is pretty much new to me I'll leave it 
> >there and tell you more about myself when I'm less scared. 
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> 

> 

> Don't be scared! Oh, except of DEnnis, of course.... 
> 


Hehehehe, I found my best friends when I got my MBB (Mystical Black Box) 


Anyhow... Welcome and get your profile on my list, and I won't bug jou 
չ-). 


Oh, and don't write any realy stopid articles. But don't worry, for that 
you need a sertain skill that only very few have) 


DEnnis.. 
—-MESSAGE FILE 11886 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000097 


—-MESSAGE FILE 11887 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000098 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Hello, I'ma bit scared 

Date: Thu, 13 Aug 1998 14:47:51 +0100 
Organization: I wish! 

Lines: 9 

Message-ID: <35D2EE87.5507@mdx.ac.uk> 
References: <35CCB1E2.1BC3@btinternet.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Asylum wrote: 
> 
> ..I'm a north londoner (Enfield)... 


oh well, bye then, im moving out of enfield (bush hill park really) at 
the end of the month. 


Robert Swan 
rs108@mdx.ac.uk 
—-MESSAGE FILE 11887 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000098 


——MESSAGE FILE 11888 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000099 
Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: What a silly boy 

Date: Thu, 13 Aug 1998 14:50:28 +0100 

Organization: I wish! 

Lines: 9 
Message-ID: <35D2EF24.2FC1@mdx.ac.uk> 

References: <Olbdb66c$6c8ac980$9a3363c3@default> <1dd3z05.1614j7yad0419dN@al-88-110.a 
1.nl> <35CF15A5.4CA@saqnet.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Nick Ferguson wrote: 
> out you're going to have to entice them by indicating the sort of game 
> you'll be working on. If your e-mail was petem@lionhead.co.uk or 


hang on, isnt that email dodgy as well? 
pet ‘tem at lionhead 


is the lionhead a pub where you can grope to your hearts content? 
—-MESSAGE FILE 11888 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000099 
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—-MESSAGE FILE 11889 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000100 
Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: What a silly boy 

Date: Thu, 13 Aug 1998 16:46:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35D30A6E.7FC711F2@ndirect.co.uk> 

References: <Olbdb66c$6c8ac980$9a3363c3@default> <1dd3z05.1614j7yad0419dN@al-88-110.a 
1.ոլ» <35CF15A5.4CA@saqnet.co.uk> <35D2EF24.2FC1@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-54.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


Nick Ferguson wrote: 
> out you're going to have to entice them by indicating the sort of game 
> you'll be working on. If your e-mail was petem@lionhead.co.uk or 


> 

> 

> 

> 

> hang on, isnt that email dodgy as well? 
> 

> pet 'em at lionhead 

> 

> 


is the lionhead a pub where you can grope to your hearts content? 
Tell me the location and I'm there! 
Herbs 


—-MESSAGE FILE 11889 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000100 


—-MESSAGE FILE 11890 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000101 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Profilelist 

Date: Thu, 13 Aug 1998 22:15:31 +0200 

Organization: Debri Productions 

Lines: 42 

Message-ID: <lddq0fw.1la9m38ml1l6ygpt 4N@al-88-138.al.n1> 
NNTP-Posting-Host: 81-88-138.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Hai All, 


My profile-list now counts 45 members and I hope it will keep expanding. 
There is now also the oppertunity to add an image. 
I Already have pictures of: 


- DEnnis (myself) 
- Roberet Swan 

- Nick F 
— Paul Bircham 


I would like pictures of the members already on the list. With images 
you can have an picture in mind so you have a cleu who your dealing 
(speaking) with. 


If you don't have your profile on my list, please mail me the info or 
ask for a 'mail-form'. If you attach a picture, please sent a JPG-file. 
Name the picture after your membername. So in my case (membername = 
madmac) it's "madmac.jpg". 
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Anyhow... My page can be found at: 

http://www.al.nl/macsupport/debri 

or 

http://come.to/debri 

or 

http://debri.ml.org 

or 


http://www.netyaroze-europe.com 


Cheers DEnnis... 


PS. The course-page has been updated... 
——MESSAGE FILE 11890 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000101 


—-MESSAGE FILE 11891 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000102 
Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.profile 
Subject: ahem... 
Date: Mon, 24 Aug 1998 15:03:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 
Message-ID: <35E17295.27E1@england. com> 
Reply-To: sol.campbell@england.com 
NNTP-Posting-Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Finally plucked up the courage to post something: 


Name: Robert Ryan 
DOB: 25/10/1975 
Hair: Short; well kept. 
Physical appearance: 
6 foot 5", tanned, clean-shaven, good looking, rippling pectorals, 
smart appearance. 


Other: 
Tee-total, non-smoker. 


I might have exaggerated a little... 
live in Ilford (tries to be East London, but it's still Essex), and I 
work in West London (for the time being at least). 


I'm working on 'something isometric’ at the moment. I haven't really 
thought it through though. 


I'm a lousy programmer. I'll probably be sending some clueless posts to 
the Beginners and 2D_graphics groups. I might be going to ECTS (I'll be 
the one who looks the complete opposite of their physical description). 


I'll try and keep people entertained with my off-colour humour and 
stupid questions until I've got something worth contributing. 


Rob. 
—-MESSAGE FILE 11891 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000102 


—-MESSAGE FILE 11892 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000103 
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Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: ahem... 

Date: Mon, 24 Aug 1998 15:46:10 +0100 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <35E17CB2.20CA@writeme.com> 
References: <35E17295.27E1@england.com> 
NNTP-Posting-Host: at14-033.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Ryan wrote: 


> I'll try and keep people entertained with my off-colour humour and 
> stupid questions until I've got something worth contributing. 


Off-colour? 


Would that be a slightly greenish hue of red or a reddish shade of blue? 
...I find I can't get away with wearing either in public. 


I find your diary entries nicely quirky and pretty amusing, BTW. Keep it 
up, sport :) 


James. 
—-MESSAGE FILE 11892 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000103 


—-MESSAGE FILE 11893 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000104 
Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: ahem... 

Date: Mon, 24 Aug 1998 16:18:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35E18454.1E4D@england. com> 

References: <35E17295.27E1@england.com> <35E17CB2.20CA@writeme.com> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


James Rutherford wrote: 
Robert Ryan wrote: 


> I'll try and keep people entertained with my off-colour humour and 
> stupid questions until I've got something worth contributing. 


Off-colour? 


Would that be a slightly greenish hue of red or a reddish shade of blue? 
...I find I can't get away with wearing either in public. 


VVVVVVVVVV 


Puce (probably..) 


> I find your diary entries nicely quirky and pretty amusing, BTW. Keep it 
> up, sport :) 
> 
> 


James. 


I didn't think anybody actually read the thing. This is embarassing. 
I've just finished moving a few things round. The old diaries still 
there; but the new one almost tries to take itself seriously (I'll fix 
that eventually). 
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Oh, and I was just nosing round. Thanks for the link by the way =) 


Rob. 
—-MESSAGE FILE 11893 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000104 


—-MESSAGE FILE 11894 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000105 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: ahem... 

Date: Tue, 25 Aug 1998 11:38:35 +0200 

Organization: Debri Productions 

Lines: 20 

Message-ID: <ldebbal.leotcrnlypybueN@al-88-119.al.nl> 

References: <35E17295.27E1@england.com> <35E17CB2.20CA@writeme.com> <35E18454.1E4D@e 
ngland.com> 

NNTP-Posting-Host: 81-88-119.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Robert Ryan <sol.campbell@england.com> wrote: 


I didn't think anybody actually read the thing. This is embarassing. 
I've just finished moving a few things round. The old diaries still 
there; but the new one almost tries to take itself seriously (I'll fix 
that eventually). 


Oh, and I was just nosing round. Thanks for the link by the way =) 


VVVVVVV VV 


Rob. 


There are people that read it all!!! 
Did you already sent me your profile for the profile-list? 


Cheers, 


DEnnis... 
—-MESSAGE FILE 11894 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000105 


—-MESSAGE FILE 11895 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000106 
Path: chuka.playstation.co.uk!news 

From: Robert Ryan <sol.campbell@england.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: ahem... 

Date: Tue, 25 Aug 1998 12:10:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35E29BBC.5CF2@england.com> 

References: <35E17295.27E1@england.com> <35E17CB2.20CA@writeme.com> <35E18454.1E4D@e 
ngland.com> <ldebbal.leotcrnlypybueN@al1-88-119.al.nl> 

Reply-To: sol.campbell@england.com 

NNTP-Posting-Host: mudskipper.dl.taps.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


DEnnis Brinkhuis wrote: 


Robert Ryan <sol.campbell@england.com> wrote: 


> 
> I didn't think anybody actually read the thing. This is embarassing. 


There are people that read it all!!! 
Did you already sent me your profile for the profile-list? 


VVVVVVVV 


Yes. I thought it would be better to do that quickly; before you started 
buggering me about it! (only kidding). The profile's a good idea. I 
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might dig round for a flattering photo of myself; but you'll be in for a 
long wait. 


> Cheers, 
> 
> DEnnis... 


Ta very much, 

=) 

Rob. 

—-MESSAGE FILE 11895 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000106 


—-MESSAGE FILE 11896 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000107 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: ahem... 

Date: Tue, 25 Aug 1998 17:48:49 +0200 

Organization: Debri Productions 

Lines: 14 

Message-ID: <ldebvwg.a6éqsmm1ls0x2hkN@al-88-130.al.nl> 

References: <35E17295.27E1@england.com> <35E17CB2.20CA@writeme.com> <35E18454.1E4D@e 
ngland.com> <ldebbal.leotcrnlypybueN@al-88-119.al.nl> <35E29BBC.5CF2@england. com> 
NNTP-Posting-Host: al-88-130.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Yes. I thought it would be better to do that quickly; before you started 
buggering me about it! (only kidding). The profile's a good idea. I 
might dig round for a flattering photo of myself; but you'll be in for a 
long wait. 


V V V V V 


Long wait? that means you are a REAL member. There is a reason why I bug 
the members for the profiles, and that is not that they are so fast with 
sending it in. 


Cheers, 


DEnnis.. 
——MESSAGE FILE 11896 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000107 


—-MESSAGE FILE 11897 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000108 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
Newsgroups: scee.yaroze.profile 

Subject: *Hem*,Hello ? (aka Another Profile) 
Date: Fri, 28 Aug 1998 13:39:52 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <35E6A518.2C121BE9@mcmail.com> 
NNTP-Posting-Host: 193.82.133.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello everyone! 


Well, got my Yaroze - so I thought I had better introduce myself. 


My name is Tony, I live in the middle of Lincolnshire and am 22 years 
old. I work as a Computer Programmer, mainly using Unix and PowerHouse 
(a dodgy 4GL) working for a large salad company. So, if anyone wants 
any coleslaw I'm your man.... 


Anyway, I have been into computer gaming/programming for about 13 yrs 
and figured that the Yaroze was probably the best thing to get me back 
into games programming. I am a beginner with C, but am finally 
beginning to get a grasp on the fundamentals of the language. (It's 
pretty tricky working all day with UNIX, then going home and mucking 
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around with curly braces etc. etc!) 


I have quite a large amount of experience in graphics, reasonably good 
at sound and competent at programming ( is it tradesman of many, master 
of none ?), so I am hoping that I will get something out in the form of 
a game in the not too distant future ( don't quote me on this!). 


I am also getting married next September to my girlfriend Caroline (aka 
Caz), so keep a listen out so I can inform you all where the party 
151111 


Well, that is pretty much it! Hope I don't sound to dull, and you'll 
probably see me around a bit from now on. 


See ya, 
Tones 


—-MESSAGE FILE 11897 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000108 


——MESSAGE FILE 11898 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000109 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: *Hem*,Hello ? (aka Another Profile) 
Date: Sat, 29 Aug 1998 10:32:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6s8tmeSckr26@chuka.playstation.co.uk> 
References: <35E6A518.2C121BE9@mcmail .com> 
NNTP-Posting-—Host: modem050.saqnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tones wrote in message <35E6A518.2C121BE9@mcmail.com>... 
>Hello everyone! 

> 
>Well, got my Yaroze - so I thought I had better introduce myself. 


Hey, I'm guessing you're the same Tony who mailed me before you got the 
NY (despite the diff. email)? anyway, welcome! You picked a good time to 
join, what with all the spanking new GDUK entries due early next week. 
Shit! Better get on with it - typical that I'd come down with a mild flu 
the weekend before the deadline... 

(grrrr) 


Nick F 


http://www.saqnet.co.uk/users/nickf 
http://www.n64gazetta.com 
http://www.netyaroze-europe.com/~rookiel 
ICQ #9464742 

"That's impossible! Even for a computer..." 


——MESSAGE FILE 11898 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000109 


—-MESSAGE FILE 11899 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000111 
Path: chuka.playstation.co.uk!news 

From: Tones <caz.tonesNOSPAMMING@mcmail.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: *Hem*,Hello ? (aka Another Profile) 

Date: Mon, 31 Aug 1998 10:54:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35EA72EE.1B8B@mcmail.com> 

References: <35E6A518.2C121BE9@mcmail.com> <6s8tmeSckr26@chuka.playstation.co.uk> 
Reply-To: caz.tonesNOSPAMMING@mcmail.com 

NNTP-Posting-Host: asn4-159.mcmail.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-IDv3b (Win95; 1) 


Nick wrote: 


> Hey, I'm guessing you're the same Tony who mailed me before you got the 
> NY (despite the diff. email)? anyway, welcome! You picked a good time to 
> join, what with all the spanking new GDUK entries due early next week. 

> Shit! Better get on with it - typical that I'd come down with a mild flu 
> the weekend before the deadline... 

> (grrrr) 

> 

> Nick F 


Yep! Got it in one!!! 
Anyway, now I've got the thing I am trying to suss out all of the 
functions!! GsOrder what!! 


Going to check out a few of the home sites now - probably pick up 
Amateur Wars along the way!!! 


See ya! 


Tones 
——MESSAGE FILE 11899 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000111 


—-MESSAGE FILE 11900 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000112 
Path: chuka.playstation.co.uk!news 

From: Nick Ferguson <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: *Hem*,Hello ? (aka Another Profile) 

Date: Mon, 31 Aug 1998 17:28:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <35EACF33.2660@saqnet.co.uk> 

References: <35E6A518.2C121BE9@mcmail.com> <6s8tmeSckr26@chuka.playstation.co.uk> ՀՅ 
5EA72EE.1B8B@mcmail.com> 

Reply-To: nickf@saqnet.co.uk 

NNTP-Posting-Host: at15-051.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Tones wrote: 

> 

> Going to check out a few of the home sites now - probably pick up 
> Amateur Wars along the way!!! 


Don't bother :-) Wait till tonight, and you should be able to get my 
GDUK entry... 
Nick 


——MESSAGE FILE 11900 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000112 


——MESSAGE FILE 11901 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000113 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.profile 

Subject: M/14 

Date: Tue, 08 Sep 1998 15:30:52 -0700 

Organization: none 

Lines: 5 

Message-ID: <35F5B01C.790C@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool020-max14.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 
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Hey everyone!!! this is chris Ramirez a Net yaroze member!!! ahha cool 
huh? I am 14/m and hope to make the best game in the world!!! ahah 
Cheers! 


Chris Ramirez 
How's it going nick? 
—--MESSAGE FILE 11901 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000113 


—-MESSAGE FILE 11902 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000114 
Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: M/14 
Date: Tue, 15 Sep 1998 10:44:53 +0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 
Message-ID: <6tlqd2Seful@chuka.playstation.co.uk> 
References: <35F5B01C.790C@earthlink.net> 
NNTP-Posting-Host: 202.82.244.133 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Chris Ramirez wrote in message <35F5B01C.790C@earthlink.net>... 
>Hey everyone!!! this is chris Ramirez a Net yaroze member!!! ahha cool 


>huh? I am 14/m and hope to make the best game in the world!!! ahah 
>Cheers! 


>Chris Ramirez 
>How's it going nick? 


*cringe* 


——MESSAGE FILE 11902 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000114 


——MESSAGE FILE 11903 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000115 
Path: chuka.playstation.co.uk!news 

From: beavis <beavis@butthead.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: M/14 

Date: Tue, 15 Sep 1998 17:16:53 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35FE92F5.B8F94C7E@butthead.co.uk> 
References: <35F5B01C.790C@earthlink.net> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Chris Ramirez wrote: 


Hey everyone!!! this is chris Ramirez a Net yaroze member!!! ahha cool 
huh? I am 14/m and hope to make the best game in the world!!! ahah 
Cheers! 


Chris Ramirez 
How's it going nick? 


VVVVYV 


Yuh..uh..heh heh..cool..Beavis here!!! Just got a Yaroze. This black box 
rules..yeh..heh heh cool!!You all suck!! Gonna kick your asses and make 
the best game..heh heh!! 


Beavis 
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[Hollow thump as irate Yaroze member unloads shotgun into Beavis's empty 
skull] 


—-MESSAGE FILE 11903 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000115 


——MESSAGE FILE 11904 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000116 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.profile 

Subject: Re: M/14 

Date: Sat, 12 Sep 1998 14:22:27 -0700 

Organization: none 

Lines: 23 

Message-ID: <35FAE613.1836@earthlink.net> 

References: <35F5B01C.790C@earthlink.net> <35FE92F5.B8F94C7E@butthead.co.uk> 
Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool011-max1.ds6-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


beavis wrote: 


> 

> Chris Ramirez wrote: 

> 

> > Hey everyone!!! this is chris Ramirez a Net yaroze member!!! ahha cool 
> > huh? I am 14/m and hope to make the best game in the world!!! ahah 

> > Cheers! 

> > Chris Ramirez 

> > How's it going nick? 

> 

> Yuh..uh..heh heh..cool..Beavis here!!! Just got a Yaroze. This black box 
> rules..yeh..heh heh cool!!You all suck!! Gonna kick your asses and make 
> the best game..heh heh!! 

> 

> Beavis 

> 

> [Hollow thump as irate Yaroze member unloads shotgun into Beavis's empty 


> skull] 
hehe beavis huh? ehehe so beavis? what's up you plan on making the world 

greatest game 2222 cool! maybe you can teach me on how to make a game 

^_^ because i am just a newbie :) beavis do you have 1CQ???? if you do 

let me have your ICQ # so that I can add you to my list! laters! 

chris ramirez 

——MESSAGE FILE 11904 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000116 


—-MESSAGE FILE 11905 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000117 
Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: M/14 

Date: Fri, 18 Sep 1998 19:49:51 +0100 

Organization: The Hex Heroes 

Lines: 11 

Message-ID: <3602AB4F.359@writeme.com> 

References: <35F5B01C.790C@earthlink.net> <35FE92F5.B8F94C7E@butthead.co.uk> <35FAE6 
13.1836@earthlink.net> 

NNTP-Posting-Host: atl4-m03.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Macintosh; I; 68K) 


Chris Ramirez wrote: 


hehe beavis huh? ehehe so beavis? what's up you plan on making the world 
greatest game 2222 cool! maybe you can teach me on how to make a game 
^_^ because i am just a newbie :) beavis do you have 1CQ???? if you do 
let me have your ICQ # so that I can add you to my list! laters! 


V V V V 
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> chris ramirez 
Tell me you're kidding, Chris =:01 


James. 
——MESSAGE FILE 11905 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000117 


—-MESSAGE FILE 11906 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000118 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.profile 

Subject: Re: M/14 

Date: Sun, 13 Sep 1998 14:25:13 -0700 

Organization: none 

Lines: 14 

Message-ID: <35FC3839.2775@earthlink.net> 

References: <35F5B01C.790C@earthlink.net> <35FE92F5.B8F94C7E@butthead.co.uk> <35FAE6 
13.1836@earthlink.net> <3602AB4F.359@writeme.com> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool045-max4.ds6-ca-us.dialup.earthlink.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


James Rutherford wrote: 
Chris Ramirez wrote: 


hehe beavis huh? ehehe so beavis? what's up you plan on making the world 
greatest game 2222 cool! maybe you can teach me on how to make a game 
^_^ because i am just a newbie :) beavis do you have 1CQ???? if you do 
let me have your ICQ # so that I can add you to my list! laters! 

chris ramirez 


V V V V V 


Tell me you're kidding, Chris =:01 


James. 
am kidding! heheheh! 
——MESSAGE FILE 11906 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000118 


HVVVVVVVV VV VV 


—-MESSAGE FILE 11907 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000119 
Path: chuka.playstation.co.uk!news 

From: "DynTech" <fredrik.avesten@swipnet.se> 
Newsgroups: scee.yaroze.profile 

Subject: Hello Everybody (ProFile) 

Date: Wed, 23 Sep 1998 04:40:00 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <6u9mu6Sbdk5@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup205-2-53.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everybody 


or as we say in Sweden "Godkväll och byt kanal innan bingolotto" if you know 
a Swedish person you might ask him what it means. 


I guess it's time for me to introduce myself. I've had my yaroze for some 
months but have been too busy so haven't got much time for it. 


Nice to finally have gotten some spare time. Anyway Im 21 years old and I 
live in Sweden. I live in a city called Linkoping. Actually it's dots over 
the o in Linkoping but the dots tend to make trouble sometimes. Once a 
mailed server rejected a perfect order from me just because i forgot to 
exclude it. Well enough of that now... 


Well my town is pretty small about 180'000 people live here. It's always 
cold except summer when it sometimes get's warm. Kind of 
be-always-ready-with-a-warm-sweater kind of weather.. 
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I like driving and own a Toyota Corolla -93 nice car. Doesn't suck too much 
fuel either.. You see gas cost about $1.10/litre USD here.. 


I started programming about 1984. Basic was my first language to start with. 
Kind of liked it controlling the old computer.. black and green monitor = 
bad for your eyes. When you had been sitting there for a while staring at it 
and then looked into the white wall in the room, the wall was pink. Kind of 
funny ;) 


I'm a kind of try-a-little-of-everything kind of person have tried diffrent 
programming languages, rendering etc. Some better some worse. Yaroze 
programming got me really interested but the website wasn't very informative 
when I first bought my yaroze, now It's been through a real change and has a 
lot more information.. 


Well I'll be seeing you all around.. Perhaps I might post something 
interesting in the future >;-) 


Please answer this profile if you have interesting code that you want to 
share with me. 


Of course you can answer if you don't have any code also ;-) 


/Best Regards Fredrik, Sweden 


—-MESSAGE FILE 11907 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000119 


—-MESSAGE FILE 11908 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000120 
Path: chuka.playstation.co.uk!news 

From: "DynTech" <fredrik.avesten@swipnet.se> 

Newsgroups: scee.yaroze.profile 

Subject: Re: What the f**k ???? 

Date: Wed, 23 Sep 1998 04:47:13 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6u9nbnSbdk6@chuka.playstation.co.uk> 

References: <3577AC68.1B73@city.ac.uk> <35789962.1338365@news.playstation.co.uk> 
NNTP-Posting-Host: dialup205-2-53.swipnet.se 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Your Fridge is probably angry and you need to put more food in it to make it 
feel really needed in your home. If that doesn't work there's always family 
therapy ;-) 


/Fredrik ;) 


Richard Cutting skrev i meddelandet 
> Can anyone tell me why my Fridge sounds much louder at 2:25am than 
>it does during the day ???? 


——MESSAGE FILE 11908 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000120 


—-MESSAGE FILE 11909 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000121 
Path: chuka.playstation.co.uk!news 

From: "Brian" <Brian_E_ Baker@yahoo.com> 
Newsgroups: scee.yaroze.profile 

Subject: Hello 

Date: 12 Oct 1998 21:18:13 GMT 

Organization: Very Little 

Lines: 42 

Message-ID: <0Olbdf61c$d3562fc0S0a6496c0@thumper> 
NNTP-Posting-Host: snuffle.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Name: Brian Baker (Yaroze AKA BRIANB) 


Net Yaroze newsgroups message dump.txt Page 7853 


DOB: 09/02/74 

Hair: lots. 

teeth most 

Real life Job: Software Engineer (3 and a bit months) 

Education: Degree - BSc (Hons) Computing, interests low level computer 
architecture, communications and AI stuff, 

Faves: Drinking beer, techno-toys, travelling 

Wish list: More money, Write/Produce Top selling game :-) 

Resides: Bradford - On - Avon , small town in West Wiltshire (nearest 
places 


people have heard of - Bath (10 miles) and Bristol (further) ) 


Potted history, I have to be one of the slowest starters ever :-/ 

I've had a Yaroze for approximately two years, things just seem to get in 
the way of doing anything constructive [1]. At present the biggest problem 
is lack of a television. Previously its been doing the final year of a 
degree. 


I've decided to stop lurking (just reading the web site and newsgroups) and 
try and and contribute to the Yaroze community. Whilst I'm saving to get a 
TvCard (or TV) I'm willing to help people with C coding stuff / algorithms. 
Most of the people I work with seem to be better than me at coding, despite 
this I'd still rate myself as fair to good, its what happens when you work 
in a high-tech company. If you want a hand drop me a line, i'll reply to 
all although I can't guarntee that it'll be any use :-/ 


What I need to (apart from a TV) is to get into a team that'll keep nagging 
me to get stuff done. Then it'ld probably happen. 


Brian 


[1] Although I did get around to writing a controller library which 
supported all the controllers I could lay my hand on (including the then 
just released Sony dual analogue stick) . Unfortunately lost in a hard 
drive head crash. 


.Տ. Sorry this posting is going to look crap in a fixed width font. 
.Ք.Տ. Hi to the guys who I've email / ICQ chatted to. 


P 
P 


ICQ http://wwp.mirabilis.com/13451636 
—-MESSAGE FILE 11909 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000121 


—-MESSAGE FILE 11910 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000122 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.profile 

Subject: ~ometwally's profile 

Date: Fri, 06 Nov 1998 10:31:58 -0800 

Organization: SCEA News Server 


Lines: 
Messag 
NNTP-P 


17 
e-ID: <3643409E.46BAB930@aol.com> 
osting-Host: 171-138-155.ipt.aol.com 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.07 [en] (Win95; I) 
Name: Omar Metwally 
Age: 13 (just turned 13 September--Yaroze was my B-day present; I 
was 12 when 
I ordered it. 
Hobbies: Ice-hockey, PSX/N64, Tennis, TV, Yaroze 
Nationality: Egyptian 
Gender: Male (I don't know 1 female NY member) 
E-mail Address: Metwally7@aol.com 
User ID: ometwally (SCEA) 
Comments: Please, go visit my website--I fixed it up. It's on the 
SCEA server--look 


Projec 
Goals: 


Omar Metwally 
ԷՏ: I'm pretty new. Anyway, I'm 75% done with my first game. 
To become successful with NY. What use is it if you paid $750 
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or more and just 
leave that black box to rot on your desk? 


—-MESSAGE FILE 11910 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000122 


—-MESSAGE FILE 11911 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000123 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: ~ometwally's profile 

Date: Sat, 7 Nov 1998 14:04:28 +0100 

Organization: Debri Productions 
Lines: 7 

Message-ID: <1di3ck7.1612i6t15e110iN@al-—88-137.al1.nl> 
References: <3643409E.46BAB930@aol.com> 
NNTP-Posting-Host: 81-88-137.81.ոլ 
X-Newsreader: MacSOUP 2.3 


Omar Metwally <Metwally7@aol.com> wrote: 
I think you are the younest member at the momet.. as far as I know.. 
Cheers, 


DEnnis.. 
—-MESSAGE FILE 11911 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000123 


—-MESSAGE FILE 11912 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000124 
Path: chuka.playstation.co.uk!news 

From: "“Radouan Khechane" <rad@cyberdude.com> 
Newsgroups: scee.yaroze.profile 

Subject: An Introduction to Rad! 

Date: Wed, 11 Nov 1998 15:13:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <72c9fuS2aml@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-19.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi people, 


I just thought I'd introduce myself, before I start with the questions! :-) 
My name is Rad (aka Radouan Khechane) and I'm currently studying for degree 
(BSc) in Computer Science at the University of Greenwich. I'm now 20 (damn, 
those teenage years are gone forever!) 

I've had my Net Yaroze for about a month now but at the moment I can only 
code on it at weekends when I go home, since that's where my Net Yaroze and 
second PC is. This will probably change once I get a TV card for my PC here. 
I'm currently living in Avery Hill, South East London. My home town though 
is Crawley, West Sussex (lovely place, anyone been there?). 


OK, thats enough about me for now. I'd just like to say hi to Rob Swan who 
I've spoken to before, and I look forward to chatting with the rest of you 
nice people. 


Take care. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—--MESSAGE FILE 11912 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000124 


——MESSAGE FILE 11913 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000125 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: An Introduction to Rad! 
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Date: Wed, 11 Nov 1998 17:27:20 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3649C8F8.E6A099DC@hinge.mistral.co.uk> 
References: <72c9fuS2aml@chuka.playstation.co.uk> 
NNTP-Posting-Host: d2-s11-105-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Radouan Khechane wrote: 


> I'm currently living in Avery Hill, South East London. My home town though 
> is Crawley, West Sussex (lovely place, anyone been there?). 


My girlfriend is a nurse at Crawley hospital & we go drinking there a fair 
bitwith some of the folks who work at the hospital (usually the Hogs Head 
or the Swan, 'coz everywhere else is a bit to eager to kick you out at last 
orders). 


> Rad. 
> rad@cyberdude.com 


Craig. 
(we live in Brighton though) 


—-MESSAGE FILE 11913 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000125 


—--MESSAGE FILE 11914 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000126 
Path: chuka.playstation.co.uk!news 

From: “Radouan Khechane" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: An Introduction to Rad! 

Date: Thu, 12 Nov 1998 18:41:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <72fa2v$5bgl@chuka.playstation.co.uk> 

References: <72c9fuS2aml@chuka.playstation.co.uk> <3649C8F8.E6A099DC@hinge.mistral.c 
o.uk> 

NNTP-Posting-Host: vil-8.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Craig Graham wrote: 

> 

> 

>Radouan Khechane wrote: 

> 

>> I'm currently living in Avery Hill, South East London. My home town 
though 
>> is Crawley, West Sussex (lovely place, anyone been there?). 

> 

>My girlfriend is a nurse at Crawley hospital & we go drinking there a fair 
>bitwith some of the folks who work at the hospital (usually the Hogs Head 
>or the Swan, 'coz everywhere else is a bit to eager to kick you out at last 
>orders). 


> 


Hay I was born in Crawley hospital, which kinda makes it a special place! 
(at least for me :-) 

I've never been in Hogs Head or the Swan but I know where they are, I prefer 
the old Punch Bowl or Jubilee. 


>> Rad. 
>> rad@cyberdude.com 
> 
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>Craig. 
>(we live in Brighton though) 


Brighton - not too far away then! 
Take Care. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx/ 


—-MESSAGE FILE 11914 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000126 


—-MESSAGE FILE 11915 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000127 
Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: An Introduction to Rad! 

Date: Thu, 12 Nov 1998 19:39:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <364B3973.FED712B5@hinge.mistral.co.uk> 

References: <72c9fuS2aml@chuka.playstation.co.uk> <3649C8F8.E6A099DC@hinge.mistral.c 
o.uk> <72fa2v$5bgl@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s4-36-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Radouan Khechane wrote: 


Hay I was born in Crawley hospital, which kinda makes it a special place! 
(at least for me :-) 

I've never been in Hogs Head or the Swan but I know where they are, I prefer 
the old Punch Bowl or Jubilee. 


V V V V 


The Jubilee Oak is hell. No music, no-where to sit, crowded and they're far to 
eagerto chuck you out at last orders after you bought a pint 5 minutes ago 
(mind, not as 

bad as the Rat & Parrot for that). 


We go in the Punch Bowl a fair bit though..... 

> Brighton - not too far away then! 

Far enough for us to be happy we don't live in Crawley ;) 
> Rad. 


Laters, 
Craig. 


——MESSAGE FILE 11915 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000127 


—-MESSAGE FILE 11916 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000128 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: It's me 

Date: Thu, 12 Nov 1998 23:00:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <72fp8d$5bg5@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Quick one this. 


Name Nigel Critten 

DOB: 20/08/72 

Live: Norwich / UK 

eye sight: really bad 

sex: no lets not do that joke 


my history: Long and boring one I'm afraid, I left school ages ago, drifted 
into being an electrician for 9 years, worked on computers in my spare time, 
programming Amigas, my main thing is 3D graphics, ever since I saw LW 3.1 
running at a computer show I knew I had to have it, I'm now on version 5.6 
and been using it for years. 


At present I'm unemployed, I'm looking into a number of options, but nothing 
for sure. 


I've spent a year of my life working for East Point Software, later becoming 
Promethean Designs, while there I worked on a number of naff games like, 
Speed Demons and VR Powerboat Racing (The ads and Box artwork are mine) 


I then went to work on the recent film Lost In Space, which was a very cool 
experience, just a shame it didn't last longer... 


While working on programming I produced a couple of games (both of which are 
instantly forgettable) and also helped with some cool routines for JetStrike 
on the CD32 and AGA Amigas, never done anything on the PC. 


I've now drifted into Game Design, and aim to move into the management side 
of things, I prefer making decisions. 


right thats enough, I'll have my Yaroze web site up real soon, maybe this 
weekend if I'm lucky, until then my other web site is open and available for 
anybody to check out. 


www.gameware.demon.co.uk 


any questions mail me, any job offers mail me. 


——MESSAGE FILE 11916 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000128 


——MESSAGE FILE 11917 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000129 
Path: chuka.playstation.co.uk!news 

From: Robert Ryan <ben. johnson@canada.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: An Introduction to Rad! 

Date: Fri, 13 Nov 1998 10:26:15 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <72h1hg$5bg9@chuka.playstation.co.uk> 
References: <72c9fuS2aml@chuka.playstation.co.uk> 
Reply-To: ben. johnson@canada.com 
NNTP-Posting-—Host: mudskipper.dl.taps.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Radouan Khechane wrote: 

> 

> My name is Rad (aka Radouan Khechane) and I'm currently studying for degree 
> (BSc) in Computer Science at the University of Greenwich. 


Hey, that's my old uni. I did the same course, but switched over to 
software engineering in the second year. Does that mad bloke who dressed 
in bin liners and muttered to himself still walk up and down the high 
street on Thursday afternoons, or is he back teaching formal 
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specification? 
> I'm currently living in Avery Hill, South East London. My home town though 


> is Crawley, West Sussex (lovely place, anyone been there?). 
> 


A few of us are looking to organise a sad piss-up for Yarozers in London 
and the South East. The current guest list is two (with a couple of 
possible no-shows). It'll probably be taking place next month, so if 
anyone wants to tag along or suggest a possible venue, then give a 
shout. 


Ta, 


Rob Ryan. 


I will not defame New Orleans 
—-MESSAGE FILE 11917 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000129 


—-MESSAGE FILE 11918 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000130 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: An Introduction to Rad! 

Date: Fri, 13 Nov 1998 11:59:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <72h6rv$5bg10@chuka.playstation.co.uk> 

References: <72c9fuS2aml@chuka.playstation.co.uk> <72hlhg$5bg9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: vil-7.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Ryan wrote in message <72hlhg$5bg9@chuka.playstation.co.uk>... 
>Radouan Khechane wrote: 

>> 

>> My name is Rad (aka Radouan Khechane) and I'm currently studying for 
degree 

>> (BSc) in Computer Science at the University of Greenwich. 

> 

>Hey, that's my old uni. I did the same course, but switched over to 
>software engineering in the second year. Does that mad bloke who dressed 


>in bin liners and muttered to himself still walk up and down the high 
>street on Thursday afternoons, or is he back teaching formal 
>specification? 

hehehe, I haven't seen him - but I'll keep a look out! 

>> I'm currently living in Avery Hill, South East London. My home town 
though 

>> is Crawley, West Sussex (lovely place, anyone been there?). 

>> 

> 


>A few օք us are looking to organise a sad piss-up for Yarozers in London 
>and the South East. The current guest list is two (with a couple of 
>possible no-shows). It'll probably be taking place next month, so if 
>anyone wants to tag along or suggest a possible venue, then give a 
>shout. 

> 


Nice one, count me in! 


>Ta, 

> 

>Rob Ryan. 
> 

>—— 
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>I will not defame New Orleans 
Cheers, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 11918 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000130 


——MESSAGE FILE 11919 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000131 
Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: web page 

Date: Sat, 14 Nov 1998 13:20:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <72k00p$5bg21@chuka.playstation.co.uk> 
NNTP-Posting-—Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Again, 


Well the first stage of my Yaroze web site has been uploaded, expect a 
revision later this weekend, with new Icons I think. 


any ideas let me know, sorry the content is so lean at the moment, that will 
change as I shift into high gear, getting things sorted out. 


http://www.netyaroze-europe.com/~ncritten/ 


Nigel Critten 


—-MESSAGE FILE 11919 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000131 


—-MESSAGE FILE 11920 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000132 
Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Erm, hello... 

Date: Sun, 29 Nov 1998 01:14:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <36609FF9.6BIFFDFA@duketastrophy.demon.co.uk> 

NNTP-Posting-Host: duketastrophy.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Well, I just thought it was about time I dropped in a profile, 
seeing as I've had the Yaroze for a few months now... 

My name is Graham Goring, and I'm an alcoholic (Um, no, that's 
Tuesdays...), er, programmer-to-be. I say programmer-to-be as 
although I've got a decent grounding in BASIC and a smidgeon of 
280 assembly language my finest hour in C so far is a two-player 


Connect Four game. 


My favourite genres are RPGs and Strategy (I'd cite Julian Gollops 
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games as one of the most innovitive catalogues of work I've ever 


had the pleasure of playing), particularly dungeon crawlers and 


X-COM and it's ilk. That said I like 2D platformers as well, but 


they have to have depth, variety and a stack of secrets (like 


Rainbow Islands or Bubble Bobble) unlike half of the dross on 


the Megadrive. 

I'm 22 years old (although next Friday I'll be 23) and have been 
programming since about 1988, starting on the Speccy and moving 
on to the SAM Coupé, and my most dazzling achievement is probably 
Intergalactic Races, a betting game featuring 50 different competitors 
over a thousand frames of animation. Urk, those buggers took a while. 
Oh, and I'm lazy as hell and watch films all the time. :) 


--MESSAGE FILE 11920 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000132 


——MESSAGE FILE 11921 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000133 
Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Erm, hello... 

Date: Sat, 05 Dec 1998 04:11:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <3668B27F.10C9@manc.u-net.com> 

References: <36609FF9.6B1IFFDFA@duketastrophy.demon.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Graham Goring wrote: 

> Well, I just thought it was about time I dropped in a profile, 
> seeing as I've had the Yaroze for a few months now... 

> My name is Graham Goring, and I'm an alcoholic (Um, no, that's 
> Tuesdays...), er, programmer-to-be. I say programmer-to-be as 


Your post went against this newsgroup's Charter because: 


It's an advert. 
(for adverts please use uk.games.video.playstation. forsale) 


This group was formed because of the chaos in the other Playstation 
groups caused by posts like yours. Please read the Charter. 


CHARTER 
This unmoderated group would be for general discussion on 
Playstation games and associated hardware. Examples of on-topic 
posts are reviews and general discussion of games released, or 
to be released in the UK. Hints and tips would also be welcome, 
but should be indicated either in the subject line, or by adding 
a warning and sufficient "spoiler space" within the post. 


In addition, 


NO ADVERTS. 
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NO BINARIES. 
NO POSTS GENERATING PIRACY. 
NO CHILDISH ADVOCACY, LIKE "PSX RULES!! SATURN SUCKS!!" 

Should you prefer a group without a Charter try: 

alt.uk.games.video.playstation 

Duty Charterperson 


uk.games.video.playstation 


I wonder how many people here get this (admittedly crap) gag! 


Jim 
չ-) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


——MESSAGE FILE 11921 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000133 


—-MESSAGE FILE 11922 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000134 
Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Erm, hello... 

Date: Sat, 05 Dec 1998 19:42:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <36698CA7.9009D0EF@duketastrophy.demon.co.uk> 

References: <36609FF9.6BIFFDFA@duketastrophy.demon.co.uk> <3668B27F.10C9@manc.u-net. 
com> 

NNTP-Posting-Host: duketastrophy.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


James Shaughnessy wrote: 


Graham Goring wrote: 

> Well, I just thought it was about time I dropped in a profile, 
> seeing as I've had the Yaroze for a few months now... 

> My name is Graham Goring, and I'm an alcoholic (Um, no, that's 
> Tuesdays...), er, programmer-to-be. I say programmer-to-be as 


Your post went against this newsgroup's Charter because: 


It's an advert. 
(for adverts please use uk.games.video.playstation. forsale) 


This group was formed because of the chaos in the other Playstation 
groups caused by posts like yours. Please read the Charter. 


CHARTER 
This unmoderated group would be for general discussion on 
Playstation games and associated hardware. Examples of 
on-topic 
posts are reviews and general discussion of games released, or 


to be released in the UK. Hints and tips would also be 
welcome, 


but should be indicated either in the subject line, or by 
adding 


VVVVVVVVVVVVV VV VV VV VV VV VV 


a warning and sufficient "spoiler space" within the post. 
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> 

> In addition, 

> 

> NO ADVERTS. 

> 

> NO BINARIES. 

> 

> NO POSTS GENERATING PIRACY. 

> 

> NO CHILDISH ADVOCACY, LIKE "PSX RULES!! SATURN 
> SUCKS!!" 

> 

> Should you prefer a group without a Charter try: 

> alt.uk.games.video.playstation 

> -- 

> Duty Charterperson 

> 

> uk.games.video.playstation 

> 

> I wonder how many people here get this (admittedly crap) gag! 
LOL! Nice one... Although I still say it was within the bounds of the 
charter... 


——MESSAGE FILE 11922 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000134 


—-MESSAGE FILE 11923 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000135 
Path: chuka.playstation.co.uk!news 

From: "Matthew Chubb" <matthew@mchubb. fresserve.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Another New Member ! 

Date: Sun, 6 Dec 1998 16:05:19 -0000 

Organization: Home 

Lines: 19 

Message-ID: <74ea3cS4np3@chuka.playstation.co.uk> 
Reply-To: "Matthew Chubb" <matthew@mchubb.freeserve.co.uk> 
NNTP-Posting-Host: modem-42.bromine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hi people, I thought I had better introduce myself ! 


I have at last got my NY which I have been after for a long time, still 
can't do any development due to the fact I haven't got a free serial port on 
my computer, I have ordered a converter to change a parrallel into a serial 
and hopefully that should solve that problem. 


I work for a Helicopter firm called Westlands down in Yeovil Somerset, and I 
work on computer based training which isn't quite as exciting as computer 
games. 


Hopefully next week I will get into my NY big time, once I have the adaptor 
| | 


Matt 


—-MESSAGE FILE 11923 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000135 


——MESSAGE FILE 11924 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000136 
Path: chuka.playstation.co.uk!news 

From: "Dominic F.A.C." <d_face@colco.telinco.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Introduction 

Date: 8 Dec 1998 22:07:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <0Olbe22f£6$c379ef40$3637bcc3@default> 
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NNTP-Posting-Host: ppp-1100.telinco.net 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi. My name is Dominic, and I'm a chocoholic. 


I got a Yaroze months ago, but I've only just got newsgroup access. My 
specialities are 2D sprite engines and file-conversion utilities. The only 
thing on my web page is ClutAdd, a program to add multiple CLUTs to one 
TIM. 

My web page is at 

http://www.netyaroze-europe.com/~d_face 


Boring stuff 


I'm 6"1, neck-length black hair, like Dr. Pepper, but caffine wierds me. I 
don't ride motorbikes or listen to music (except Tori Amos). (No, she's not 
a motorbike.) 


I started programming on the 2X81, then gave up (not enough RAM). I 
started again on the Amstrad CPC, and wrote a few simple games. I also 
programmed on the BBC Micro. Then I got a SNES, and gave up for a while. 

Next I got a PC, tried programming it, and gave up. Then I got a PSX, 
heard about Net Yaroze, and bought one. 

So far, I've got a jolly 2D engine with no attacks yet, and some music (my 
bro's musical), but I can't understand the 3D stuff yet. 

Haven't done anything recently because I have coursework till Febuary. 
Ack. 


—-MESSAGE FILE 11924 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000136 


—--MESSAGE FILE 11925 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000137 
Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Fallen Angel 

Date: Tue, 29 Dec 1998 16:13:25 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 39 

Message-ID: <76av6p$22929@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Well, I thought I'd follow everyone's lead and post up a "Hi yah" profile. 


I started with computers back in 79 when my dad and I built a kit. Moved up 
from there through the usual (Acorn Atom, 2X81, Sharp MZ80A, Electron, 
CBM64, Amiga, PC, Mac), and started doing professional games development on 
the 64 in 84 (14 years old). Got totally screwed at that by a certain now 
defunct company and at the insistence of my parents that I get a real job, I 
went into corporate development on PC's and stuff. 


So, I've been writing Windoze code now for about 9 years, have published 8 
books on the subject (the Beginner's VB range, among others, for Wrox 
Press), as well as loads of really dull articles in loads of really dull 
computer magazines across the world. I'm also a regular speaker at Dev 
events around the world. 


Currently I'm a contractor, as well as a consultant to Microsoft, but I 
started thinking a while back that I really don't like what I'm doing. So, 
I'm changing career and going back to my roots, back to the world of games 
development. Started Yaroze coding about 2 days ago, and should be putting 
up the site for it real soon, along with a couple of demos I knocked up 
yesterday (256x256 animated plasma with an overlaid mystify-lines 
transparent wave effect). 


So, that's about it. 


I also noticed that there is a complete lack of fully comprehensive tutorial 
stuff out there on all aspects of Yaroze (there are a few excellent 
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tutorials about, but nothing that covers everything). So, if I get enough 
requests I might turn my attentions to doing a tutorial along the same lines 
as my books, but for free and only for the yaroze members, of course. 


Also, I'm doing all my Yaroze stuff on a Mac, and wrote a couple of 
utilities yesterday to help with the TIM stuff. I'll put them on the site 
too, but I only recently started coding the Mac as well, so don't expect the 
Yaroze version of Bryce. 


See yah , 


Peter. 
—-MESSAGE FILE 11925 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000137 


—-MESSAGE FILE 11926 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000138 
Path: chuka.playstation.co.uk!sixgun.demon.co.uk!sixgun.demon.co.uk 
From: antony@sixgun.demon.co.uk (Antony Scott) 

Newsgroups: scee.yaroze.profile 

Subject: Finally started using it! 

Date: Fri, 01 Jan 1999 19:56:54 GMT 

Organization: None 

Lines: 18 

Message-ID: <368e2762.4760849@192.168.0.1> 

Reply-To: antony@sixgun.demon.co.uk 

NNTP-Posting-Host: sixgun.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

X-No-Archive: yes 


Hi, 


I've had my Net Yaroze for 10 months now, and I've finally got round 
to doing something with it. Admittedly it's not brilliant or very 
original, but I'm learning. 


Anyway, my web page is www.netyaroze-europe.com/~sixgun if you want to 
have a look at what I'm doing. 


I'd appreciate any comments/suggestions on the code. I'm not to 
bothered about the game logic being super efficient, because it's only 
a learning exercise and I'd written the tetris code years ago anyway. 


Thanks. 


Antony Scott 
http://www.sixgun.demon.co.uk 
—--MESSAGE FILE 11926 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000138 


——MESSAGE FILE 11927 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000139 
Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Fallen Angel 

Date: Fri, 1 Jan 1999 21:15:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <76jdjpSqsh22@chuka.playstation.co.uk> 
References: <76av6p$22929@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-42.hytrin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Peter Wright wrote in message 

> 

>I also noticed that there is a complete lack of fully comprehensive 
tutorial 

>stuff out there on all aspects of Yaroze (there are a few excellent 
>tutorials about, but nothing that covers everything). So, if I get enough 
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>requests I might turn my attentions to doing a tutorial along the same 
lines 

>as my books, but for free and only for the yaroze members, of course. 
Pe ie 

> 

>See yah , 

> 

>Peter. 


Hi Peter, 


Welcome aboard! That would be great if you can do tutorial like that, I'm 
sure most people would appreciate it. 


Take care, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 11927 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000139 


—-MESSAGE FILE 11928 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000140 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
Newsgroups: scee.yaroze.profile 

Subject: Re: Finally started using it! 

Date: Sat, 2 Jan 1999 15:25:50 +0100 

Organization: Debri Productions 

Lines: 14 

Message-ID: <1d105ah.  9nikp2s4s26wN@al-88-108.a1l.nl1> 
References: <368e2762.4760849@192.168.0.1> 
NNTP-Posting-Host: 81-88-108.81.ու 

X-Newsreader: MacSOUP 2.3 


Antony Scott <antony@sixgun.demon.co.uk> wrote: 
Hi, 
I've had my Net Yaroze for 10 months now, and I've finally got round 


to doing something with it. Admittedly it's not brilliant or very 
original, but I'm learning. 


V V V V V V 


We all do, but why is that? I got my NY and treated it like the most 
important thing I owend, but I only started realy with it after about 6 
months. 


DEnnis.. 
——MESSAGE FILE 11928 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000140 


—-MESSAGE FILE 11929 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000141 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Fallen Angel 

Date: Sat, 2 Jan 1999 15:27:59 +0100 

Organization: Debri Productions 

Lines: 57 
Message-ID: <1d104x6.1lvumj181qg8gnnN@al1l-88-108.al.n1> 
References: <76av6p$22929@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-108.81.ու 
X-Newsreader: MacSOUP 2.3 


Peter Wright <dafrog@dapad.co.uk> wrote: 
Well, I thought I'd follow everyone's lead and post up a "Hi yah" profile. 


I started with computers back in 79 when my dad and I built a kit. Moved up 


> 
> 
> 
> from there through the usual (Acorn Atom, ZX81, Sharp MZ80A, Electron, 
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CBM64, Amiga, PC, Mac), and started doing professional games development on 
the 64 in 84 (14 years old). Got totally screwed at that by a certain now 
defunct company and at the insistence of my parents that I get a real job, I 
went into corporate development on PC's and stuff. 


So, I've been writing Windoze code now for about 9 years, have published 8 
books on the subject (the Beginner's VB range, among others, for Wrox 
Press), as well as loads of really dull articles in loads of really dull 
computer magazines across the world. I'm also a regular speaker at Dev 
events around the world. 


Currently I'm a contractor, as well as a consultant to Microsoft, but I 
started thinking a while back that I really don't like what I'm doing. So, 
I'm changing career and going back to my roots, back to the world of games 
development. Started Yaroze coding about 2 days ago, and should be putting 
up the site for it real soon, along with a couple of demos I knocked up 
yesterday (256x256 animated plasma with an overlaid mystify-—lines 
transparent wave effect). 


VVVVVVVVVVVVVV VV VV VV 


So, that's about it. 


So you must have the experiance I would have at age 200! 


I also noticed that there is a complete lack of fully comprehensive tutorial 
stuff out there on all aspects of Yaroze (there are a few excellent 
tutorials about, but nothing that covers everything). So, if I get enough 
requests I might turn my attentions to doing a tutorial along the same lines 
as my books, but for free and only for the yaroze members, of course. 


VVVVVV 


One tutorial covering everthing? Please do, and maybe I even get passed 


"Hello world, DEnnis is the biggest.... mischief around). 

> Also, I'm doing all my Yaroze stuff on a Mac, and wrote a couple of 

> utilities yesterday to help with the TIM stuff. I'll put them on the site 

> too, but I only recently started coding the Mac as well, so don't expect the 
> Yaroze version of Bryce. 

And you seem to have the wisdom from a guy of age 300.... I use mac 

too!! 


Please, what is your URL or your membername? I would love to take a look 
at your site. You could take a look at the site of ~macpaul 
He dedicates his site for Mac-using NY members. 


Later, 
DEnnis.. 


PS. I'd love to have your profile on my profile-list. Have a look at: 
http://www.al.nl/macsupport/debri 
——MESSAGE FILE 11929 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000141 


—-MESSAGE FILE 11930 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000142 

Path: chuka.playstation.co.uk!news 

From: "Peter Wright" <dafrog@dapad.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Fallen Angel 

Date: Sat, 02 Jan 1999 21:01:52 +0000 

Organization: Genesis Computer Software Ltd 

Lines: 77 

Message-ID: <76mlicS$qsh24@chuka.playstation.co.uk> 

References: <76av6p$22929@chuka.playstation.co.uk> 
<1d104x6.1vumj1l81lqg8gnnN@al1l-88-108.al.nl> 

NNTP-Posting-Host: 212.56.83.182 

Mime-Version: 1.0 

Content-Type: text/plain; charset="US-ASCII" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.01 (295) 


Wow - don't know about having the wisdom of a 2, or even 3 hundred year old 
person, but thanks anyway. Like the rest of you, I'm trying to get into the 
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games industry. 


I think I'll start on the tutorial - I seem to be getting quite a few 
requests for it from people by email as well as in the newsgroups. 


I'm still working on the content for my Yaroze page, but that may be up 
later tonight - membername is Alphafrog. In the meantime, you can take a 
peek at www.dapad.co.uk, which is my own site. 


Have fun, 


Peter Wright. 


>From: macsuppor@al.nl (DEnnis Brinkhuis) 
In article <1d104x6.1vumj181lqg8gnnN@al-88-108.al.nl>, macsuppor@al.nl 
(DEnnis Brinkhuis) wrote: 


>Peter Wright <dafrog@dapad.co.uk> wrote: 

> 

>> Well, I thought I'd follow everyone's lead and post up a "Hi yah" profile. 
>> 

>> I started with computers back in 79 when my dad and I built a kit. Moved up 
>> from there through the usual (Acorn Atom, ZX81, Sharp MZ80A, Electron, 

>> CBM64, Amiga, PC, Mac), and started doing professional games development on 
>> the 64 in 84 (14 years old). Got totally screwed at that by a certain now 

>> defunct company and at the insistence of my parents that I get a real job, I 
>> went into corporate development on PC's and stuff. 

>> 

>> So, I've been writing Windoze code now for about 9 years, have published 8 
>> books on the subject (the Beginner's VB range, among others, for Wrox 

>> Press), as well as loads of really dull articles in loads of really dull 

>> computer magazines across the world. I'm also a regular speaker at Dev 

>> events around the world. 
>> 

>> Currently I'm a contractor, as well as a consultant to Microsoft, but I 

>> started thinking a while back that I really don't like what I'm doing. So, 
>> I'm changing career and going back to my roots, back to the world of games 
>> development. Started Yaroze coding about 2 days ago, and should be putting 
>> up the site for it real soon, along with a couple of demos I knocked up 

>> yesterday (256x256 animated plasma with an overlaid mystify-lines 

>> transparent wave effect). 

>> 

>> So, that's about it. 

> 

>So you must have the experiance I would have at age 200! 

> 
>> 
>> I also noticed that there is a complete lack of fully comprehensive tutorial 
>> stuff out there on all aspects of Yaroze (there are a few excellent 

>> tutorials about, but nothing that covers everything). So, if I get enough 

>> requests I might turn my attentions to doing a tutorial along the same lines 
>> as my books, but for free and only for the yaroze members, of course. 

> 
>One tutorial covering everthing? Please do, and maybe I even get passed 
>"Hello world, DEnnis is the biggest.... mischief around). 

> 
>> Also, I'm doing all my Yaroze stuff on a Mac, and wrote a couple of 

>> utilities yesterday to help with the TIM stuff. I'll put them on the site 

>> too, but I only recently started coding the Mac as well, so don't expect the 
>> Yaroze version of Bryce. 

> 

>And you seem to have the wisdom from a guy of age 300.... I use mac 

>too!! 

> 

>Please, what is your URL or your membername? I would love to take a look 

>at your site. You could take a look at the site of ~macpaul 

>He dedicates his site for Mac-using NY members. 

> 

>Later, 

> 

>DEnnis.. 

> 
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>PS. I'd love to have your profile on my profile-list. Have a look at: 
>http://www.al.nl/macsupport/debri 
—-MESSAGE FILE 11930 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000142 


—--MESSAGE FILE 11931 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000143 
Path: chuka.playstation.co.uk!news 

From: "Gareth Williams" <847_63@classic.msn.com> 

Newsgroups: scee.yaroze.profile 

Subject: Me, me, me...it's all about me!!! 

Date: 24 Jan 1999 19:57:37 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <01b9cbc5$0cdf£900$754a95c1l@default> 
NNTP-Posting-Host: userl304.uk.uudial.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hello everybody! 


My name is Gareth. 

I am 19 years old and lurve coding. I first found out about the NY in Edge 
some time early in '98. Told all my mates I was gonna get one then saved 
for six months (and two price cuts!) and finally received it three days 
before Christmas, got my modem on Christmas and my phone bills have been 
through the roof ever since! 


I dunno if anybody's gonna read this (the last message posted was sometime 
in December?!) but I thought I'd better introduce myself the official way. 
My other interest are money, cars and women (we need more female recruits). 


I bought my first car, a Honda CRX '89 on new years eve. If anyone knows 
any any sites I can get info on my beautifull car then please let me know. 


I work as a full time stock clerk <yawn> for a wine wholeseller (cheep 
booze) and as soon as I get noticed by those wonderful people at Sony I 
will be out the door! 


I've been programming since age 11 when my parents got me a Amstrad CPC 
464. 

Then I got a PC at 13 yrs old and things got more complicated, so I stopped 
for a couple of years. Started up again a few years ago and began coding my 
first proper demo last January. It's a 2D platform game, I know, sounds a 
bit oldhat but I can assure you I've got big ideas for it!!! So now I'm 
working on a NY version but I'm still trying to display sprites on the 
screen so don't hold your breath. 


—-MESSAGE FILE 11931 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000143 


—-MESSAGE FILE 11932 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000144 
Path: chuka.playstation.co.uk!news 

From: "Frktl-X" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: intro me... 

Date: Mon, 15 Feb 1999 00:22:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7Ja7p8rS6p35@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-20.scandium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo, 
I thought I should intro myself seeing as I am planning to contribute to 


the NY newsgroups. So: 


My name is Matt Verran and I am 20 years old. I come from Cornwall but am 
currently studying my second year of Computer Science (Bsc Hons) at 
Manchester Met. University. 


I started my programming with a zx speccy (128+) using BASIC and writing 
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my Own crap adventure games. I then got an amiga 500 (and later an A1200) 
after years of begging my parents and coded a few proper games in AMOS and 
Blitz Basic. I moved to the pc just before coming to uni and although I have 
mucked about with Turbo Pascal didn't really find a nice 
platform/environment with which to write games. And so (like all you) 
purchased my Yaroze. 


I have had my NY for about a week now and I think I have pretty much got a 
handle on the basic 2D stuff, the ordering table concept/implementation took 
a bit of head bashing before I got it, but the tutorials are pretty good. 
The only thing I could do with is a good discussion on the speed of 
different methods and commands, I suppose I can work that out myself though. 
My first impressions are quite similar to my preconceptions: that the 
hardware is well designed, the software is basic and the manuals are dry and 
not too beginner friendly. I didn't expect the tutorials to be so good or 
the community to be so alive and friendly. 


As well as the coding I have a small midi setup and write my own 
electronic music (aphex kinda ambient). This is where my FRKTL pseudonym 
came from. 


My influences/inspiration: Jeff Minter, Richard D James, MELON (the best 
demo group), Miyamato (predictable), Eugene and Jarvis, and anyone 
independant writing good stuff for themselves. 


mail: matt@frktl.freeserve.co.uk 
web: www.frktl.freeserve.co.uk 
NY web: www.netyaroze-europe.com/~frkt1lx/ 


cheesygrater... 
matt 


—-MESSAGE FILE 11932 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000144 


——MESSAGE FILE 11933 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000145 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.profile 

Subject: Wow 

Date: Mon, 1 Mar 1999 02:45:53 -0500 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <7bdglgSbsd3@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Funny- seems i forgot to add this newsgroup until 2:30 AM. Ah well. 


My name is Charles Nicholson. 
I'm 19 years old, and I go to Vassar College (New York, USA). 


I've had my Yaroze since December, and I'm busy at work on a few projects 
(3d etc..., and coming up with something as INSANE as Gasgar Մ. Gasgar for 
2d. Freaky game. Love it), 

but have yet to break into the scene, as it were. 


I started programming when my dad set me down in front of our BRAND SPANKING 
NEW Apple J[e (at only $3000). BASIC. I picked up C in high school, taught 
by a good friend of mine (Crazy Bastard dropped out of high school, was on 
the Dec. 23 cover of Forbes mag- the greasy looking French kid holding the 
keyboard above his head, for all of you devoted Forbes readers... :) he's 
in a startup company that got attention. TANGENT) 


Anyway, I did way too much DOS32 programming, modeX, bit planing, etc, and 
i'm GLAD to get to hardware that makes a good amount of intuitive sense. 


Influences: ummm.... John Carmack, for being completely insane. Seth 
Teller (MIT), for publishing TOOOO many graphics papers. Jaco Pastorius 
(king of electric bass). That's about it. 
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Take it easy all 
-Charles 


——MESSAGE FILE 11933 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000145 


——MESSAGE FILE 11934 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000146 
Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 
Newsgroups: scee.yaroze.profile 

Subject: Delurk 

Date: Tue, 2 Mar 1999 20:21:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7bjtig$9he17@chuka.playstation.co.uk> 
NNTP-Posting-Host: VIP-204-173.vip.uk.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, I'm Alan, I'm 23, I'm doing an MSc Digital Entertainment System course 
at Bournemouth University, where for this term's project I'm, writing a kind 
of 3d Tetris type game! 


MY first computer was an Amstrad CPC 6128, where usual programs were 


10 print "I wrote this" 
20 goto 10 


Then I started to learn Pascal at College, that was 6.6 years ago, then I 
went to Essex University where I did a Computer Science with French degree 
which lasted four years. There I learned C++, and due to Sony releasing the 
Playstation narrowly missed failing my second year ;) 


One of the reasons I came to Bournemouth was 'cos to learn to game program, 
rather than just program some boring database application, so I bought a PC, 
and my own Yaroze so I don't have to stay in the labs ludicrously late at 
night, and can read the newsgroups for all your useful hints and tips ;) 


err, end of waffle! 
Al 
http://www.geocites.com/SunsetStrip/Palms/3657 


(I haven't started my Yaroze site yet) 


——MESSAGE FILE 11934 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000146 


—-MESSAGE FILE 11935 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000147 
Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Delurk 

Date: Mon, 8 Mar 1999 12:48:58 +0100 

Organization: Debri Productions 

Lines: 211 

Message-ID: <ldobf80.2vawymk380agN@al-88-118.al1.nl1> 

References: <7bjtig$9hel7@chuka.playstation.co.uk> 

NNTP-Posting-Host: al—-88-118.al.nl 
X-Newsreader: MacSOUP 2.3 


wrote this 
wrote this 
wrote this 
I wrote this 
wrote this 
wrote this 
wrote this 
wrote this 
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wrote 
wrote 
wrote 
wrote this 
wrote this 
—-MESSAGE FILE 11935 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000147 


HHHHH 


——MESSAGE FILE 11936 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000148 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Delurk 

Date: Wed, 24 Mar 1999 22:02:52 -0800 

Organization: SCEA News Server 

Lines: 51 

Message-ID: <36F9D18C.A4CO6B7A@Shell.jps.net> 


References: <7bjtig$9hel7@chuka.playstation.co.uk> 
NNTP-Posting-Host: svalliap-isdn3.cisco.com 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

If you like that, then you should use like an Apple ][ emulator and 


write a program something like: 


10 PRINT "() 
20 GOTO 10 
RUN 


10 PRINT 
20 GOTO 10 
RUN 


I used to write these all 
grade school and then wal 
without a carriage return. 


L the time and put them on the computers at 
lk away. The semicolon makes it do printing 
This is a great way to make starfields 


or weird designs. I've got some going now on AppleWin 1.0. Ooooo... 

Alan Marshall wrote: 

> 
Hi, I'm Alan, I'm 23, I'm doing an MSc Digital Entertainment System course 
at Bournemouth University, where for this term's project I'm, writing a kind 


of 3d Tetris type game! 
MY first computer was an Amstrad CPC 6128, where usual programs were 


10 
20 


print "I wrote this" 
goto 10 


Then I started to learn Pascal at College, that was 6.6 years ago, then I 
went to Essex University where I did a Computer Science with French degree 


which lasted four 


years. 


There I learned C++, 


and due to Sony releasing the 


Playstation narrowl 


ly missed failing my second year ;) 


One of the reasons I came to 


Bournemouth was 


"cos to learn to game program, 


rather 
and my 


than just program some boring database appl 
own Yaroze so I don't have to stay in the labs 


lication, 


so I bought a PC, 
ludicrously late at 


night, and can read the newsgroups for all your useful 


err, end of waffle! 
Al 


http://www.geocites.com/SunsetStrip/Palms/3657 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


(I haven't started my Yaroze site yet) 


tenchi@shell.jps.net 


L hints and tips ;) 
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(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) axe http://www. jps.net/tenchi 


—-MESSAGE FILE 11936 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000148 


—-MESSAGE FILE 11937 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000149 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: HELLO! | 

Date: Sun, 11 Apr 1999 09:35:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7J7esb5iSs5q4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem4294967197.death.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Hi there 
hello 
i am Laurence Dyer. I got a yaroze so here iam introducing myself . hi 


I'm 12 years old, short hair, blah, blah, blah, from england. Any other 
"kids" programming for yaroze?? (Or at least own one, i'm having trouble 
coding so far). I started programming when i was about 9 in turbo pascal, 
got a cityéguilds award - pascal 1. Then went on to do C++ and vb before 
buying a yaroze recently. 


Check out my site (nothing to do with yaroze, just cool stuff including my 
photo and more info) @ www.loznpez.u-k.ac and email me at 
laurence@bleakhouse.swinternet.co.uk 


Cya all 


Loz 


—-MESSAGE FILE 11937 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000149 


—-MESSAGE FILE 11938 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000150 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: HELLO!! 

Date: Mon, 12 Apr 1999 13:51:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7esqapSs5q6@chuka.playstation.co.uk> 
References: <7esb5iS$s5q4@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-166.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi at the mo there is: 


Mark Naylor (16? Sorry Mark, memory not too god at the mo) 

Ed Fear (13ish, I think) 

Chris Ramirez (15 Haven't been in contact with yet, e-mail me of you're 
there Chris) 

Me (15) 


May be a few others. Drop me a line if you're between about 12 and 17. 


Thanks 
Rikki 
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Hi there 
hello 


i am Laurence Dyer. I got a yaroze so here iam introducing myself . hi 


I'm 12 years old, short hair, blah, blah, blah, from england. Any other 
"kids" programming for yaroze?? (Or at least own one, i'm having trouble 
coding so far). I started programming when i was about 9 in turbo pascal, 
got a city&éguilds award - pascal 1. Then went on to do C++ and vb before 
buying a yaroze recently. 


Check out my site (nothing to do with yaroze, just cool stuff including my 
photo and more info) @ www.loznpez.u-k.ac and email me at 
laurence@bleakhouse.swinternet.co.uk 

Cya all 


Loz 


VVVVVVVVVVVVVVV VV VV VV 


--MESSAGE FILE 11938 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000150 


—-MESSAGE FILE 11939 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000151 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Re: HELLO!! 

Date: Mon, 12 Apr 1999 13:52:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7esqe3$s5q7@chuka.playstation.co.uk> 
References: <7esb5iS$s5q4@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-166.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


D'Oh trust me to leave someone out. 
There's also Philip Gould being of about 15 yrs of age. 


Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 7esb5iS$s5q4@chuka.playstation.co.uk... 
> Hi there 


hello 
i am Laurence Dyer. I got a yaroze so here iam introducing myself . hi 


I'm 12 years old, short hair, blah, blah, blah, from england. Any other 
"kids" programming for yaroze?? (Or at least own one, i'm having trouble 
coding so far). I started programming when i was about 9 in turbo pascal, 
got a cityéguilds award - pascal 1. Then went on to do C++ and vb before 
buying a yaroze recently. 


Check out my site (nothing to do with yaroze, just cool stuff including my 
photo and more info) @ www.loznpez.u-k.ac and email me at 
laurence@bleakhouse.swinternet.co.uk 

Cya all 


Loz 


VVVVVVVVVVVVVV VV VV VV 
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——MESSAGE FILE 11939 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000151 


——MESSAGE FILE 11940 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000152 
Path: chuka.playstation.co.uk!news 

From: "Michael Dyer" <laurence@bleakhouse.swinternet.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: HELLO!! 

Date: Sun, 11 Apr 1999 15:07:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7esujv$s5q9@chuka.playstation.co.uk> 

References: <7esb5iS$s5q4@chuka.playstation.co.uk> <7esqe3$s5q7@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem4294967287.environment.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


Add me to that list. 


Loz (laurence dyer) 

Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7esqe3$s5q7@chuka.playstation.co.uk... 

>D'Oh trust me to leave someone out. 

>There's also Philip Gould being of about 15 yrs of age. 

> 

> 

>Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
>news: 7esb5iS$s5q4@chuka.playstation.co.uk... 

>> Hi there 

>> 

>> hello 

>> 

>> i am Laurence Dyer. I got a yaroze so here iam introducing myself . hi 
>> 

>> I'm 12 years old, short hair, blah, blah, blah, from england. Any other 
>> "kids" programming for yaroze?? (Or at least own one, i'm having trouble 
>> coding so far). I started programming when i was about 9 in turbo pascal, 
>> got a city&guilds award - pascal 1. Then went on to do C++ and vb before 
>> buying a yaroze recently. 

>> 

>> Check out my site (nothing to do with yaroze, just cool stuff including 
my 

>> photo and more info) @ www.loznpez.u-k.ac and email me at 

>> laurence@bleakhouse.swinternet.co.uk 

>> 

>> Cya all 

>> 

>> Loz 

>> 

>> 

> 

> 


——MESSAGE FILE 11940 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000152 


——MESSAGE FILE 11941 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000153 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: HELLO!! 

Date: Mon, 12 Apr 1999 17:15:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <7et69q$s5ql0@chuka.playstation.co.uk> 

References: <7esb5iS$s5q4@chuka.playstation.co.uk> <7esqe3$s5q7@chuka.playstation.co. 
uk> <7J7esujv$s5q9@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt141-090.pool.dircon.co.uk 

X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


OK, so the current list is: 
Mark Naylor 
Ed Fear 
Chris Ramirez 
Phil Gould 
Rikki Prince 
Can all those on the list e-mail me with their actual ages, so I can keep 
track. 


Also, tell me if you've got ICQ, as a few of us have, and often meet in ICQ 
chat rooms to chat. 


Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
news: 7esujv$s5q9@chuka.playstation.co.uk... 
> Add me to that list. 


>> i am Laurence Dyer. I got a yaroze so here iam introducing myself . hi 
>> 

>> I'm 12 years old, short hair, blah, blah, blah, from england. Any other 
> >> "kids" programming for yaroze?? (Or at least own one, i'm having 
trouble 

> >> coding so far). I started programming when i was about 9 in turbo 
pascal, 
> >> got a city&guilds award - pascal 1. Then went on to do C++ and vb 
before 

> >> buying a yaroze recently. 

>> 

>> Check out my site (nothing to do with yaroze, just cool stuff including 
my 

>> photo and more info) 6 www.loznpez.u-k.ac and email me at 

>> laurence@bleakhouse.swinternet.co.uk 

>> 

>> Cya all 


> 

> Loz (laurence dyer) 

> Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
> news: 7esqe3$s5q7@chuka.playstation.co.uk... 

> >D'Oh trust me to leave someone out. 

> >There's also Philip Gould being of about 15 yrs of age. 

>> 

>> 

> >Michael Dyer <laurence@bleakhouse.swinternet.co.uk> wrote in message 
> >news: 7esb5iSs5q4@chuka.playstation.co.uk... 

> >> Hi there 

> >> 

> >> hello 

> >> 

> 

> 

> 


>> Loz 


VVVVVVVVVVV VV VV 
v 
v 


——MESSAGE FILE 11941 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000153 


——MESSAGE FILE 11942 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000154 
Path: chuka.playstation.co.uk!news 

From: "X" <goaway@dontbugme.com> 

Newsgroups: scee.yaroze.profile 

Subject: Hey Hey Hey!! 

Date: Sun, 2 May 1999 09:20:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7ghitdSpiv4@chuka.playstation.co.uk> 

NNTP-Posting-Host: boutros.easynet.co.uk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


London Based Yaroze Bloke looking for other Yarozers to hook up with maybe 
even develop a 
decent project. [Time permitting]. 


e-mail me at blaisetech@yahoo.com 


Regards 
Aaron 


——MESSAGE FILE 11942 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000154 


——MESSAGE FILE 11943 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000156 
Path: chuka.playstation.co.uk!news 

From: Peter Miller <ptm97@doc.ic.ac.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Hello! 

Date: Thu, 27 May 1999 09:40:22 +0100 

Organization: Department of Computing, Imperial College, London 
Lines: 22 

Message-ID: <374D04F6.5653FE3E@doc.ic.ac.uk> 

NNTP-Posting-Host: direct21.doc.ic.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hi, 
I'm Peter Miller, and am 20 years old, doing a Maths and Computer 


Science course at 
Imperial College London. 


I got my Yaroze months ago now, but have not got a lot done on it since 
I keep having to do 
pointless thing such as coursework and earn myself money. 


But now I've finished my exams for this year (hooray!) which means I've 
got more spare time on my hands and I'm planning to spend some of it 
doing a spot of programming. 


Hopefully at some point I'll have progressed off the rotate and move a 
sprite about stage and will have something useful to show for my 
efforts. 


Well, that's about it then, 
Peter 


—-MESSAGE FILE 11943 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000156 


—-MESSAGE FILE 11944 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000157 
Path: chuka.playstation.co.uk!news 

From: "Michael Milne" <mike@sunteam. freeserve.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Introduction 

Date: Thu, 27 May 1999 20:23:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7ik5tiSec517@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-72.namel.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Hi to all NY members. 
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My name is Mike Milne (24yrs old), and I've had my Yaroze since March but 
have not had time to progress past the sprite and BG area yet. However my 
time is now better organised and I thought I'd drop a mail just to say who I 
am and where I intend to take my NY programming. 


My roots began on the C64 (6502 assembler), and then progressed onto the 
Amiga developing several titles (unfortunately none released, however EA 
would have published one of our games but we were in the middle of exams and 
unable to complete the project - DOH!). 


Anyways, if any of you remember Blitz basic, I was the guy who did BUDM 
(Blitz User Disk Magazine) and a series of articles in Amiga Computing 
(however it was axed after only 6 issues - Management decision - but what do 
they know! ?!?! All the punters wanted more!!!). However during my Blitz time 
I developed several libraries exclusively in assembler and coded several 
demos and games (None of which saw the light of day, not to say they weren't 
decent, we just didn't have the time to push them!). 


However with my NY reincarnation, I am seeking to go all the way (FNA!), and 
hopefully push some boundaries as well. Amongst other things I am intending 
to get to grips with the MIPS chip (full blown assembler), maybe I'll be 
able to do some FAST libraries for you all to use. 


My first project is aimed at AI integration into the game genre, and I don't 
mean those pants seek and destroy so common at the moment. As a roleplaying 
lover I intend to incorporate AI routines that will govern almost human like 
responses and actions to make the game that much more believable. As this 
will be my first project on the NY it will be in 2D format and hopefully 
will make it onto PSM. If that succeeds I intend to transpose the AI 
routines into a fully fleshed 3D environment where I can really put the 
processor through it's paces. 


Well, that's me ina nutshell. If you would like to get in touch about 
anything then please do, my email is: mike@sunteam. freeserve.co.uk 


Good luck to you all in all your endeavours, 
Mike 


—-MESSAGE FILE 11944 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000157 


—-MESSAGE FILE 11945 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000158 
Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.profile 

Subject: Ireland 

Date: Fri, 28 May 1999 15:31:50 +0100 

Organization: Indigo ( ISP ) 

Lines: 18 

Message-ID: <7im91jS6pd8@chuka.playstation.co.uk> 
NNTP-Posting-Host: pc-83.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I must be one of the last people to get a Yaroze, I've been planning to get 


one for months and only just got in in time....I'm a second year student in 
Computer Science UCD and am desperate to hook up with people in Ireland who 
are currently programming for the Yaroze...... anybody know of anybody? 


Am currently getting to grips with codewarrior v.2...... 
Hook me up please! 


Donal O'Duibhir. 


"Your brain is a cre-a-tive com-pu-ter", Professor Hawk, Dexter's Laboratory 
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Mailto: oduibhir@indigo.ie, dod@netsoc.ucd.ie 
Web: www.netsoc.ucd.ie/~dod 


—-MESSAGE FILE 11945 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000158 


——MESSAGE FILE 11946 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000159 
Path: chuka.playstation.co.uk!news 

From: "Michael Milne" <mike@sunteam. freeserve.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Introduction 

Date: Wed, 2 Jun 1999 18:52:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <7j3qq7Sm4q8@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-247.name33.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi to all NY members. 


My name is Mike Milne (24yrs old), and I've had my Yaroze since March but 
have not had time to progress past the sprite and BG area yet. However my 
time is now better organised and I thought I'd drop a mail just to say who I 
am and where I intend to take my NY programming. 


My roots began on the C64 (6502 assembler), and then progressed onto the 
Amiga developing several titles (unfortunately none released, however EA 
would have published one of our games but we were in the middle of exams and 
unable to complete the project - DOH!). 


Anyways, if any of you remember Blitz basic, I was the guy who did BUDM 
(Blitz User Disk Magazine) and a series of articles in Amiga Computing 
(however it was axed after only 6 issues - Management decision - but what do 
they know!?!?! All the punters wanted more!!!). However during my Blitz time 
I developed several libraries exclusively in assembler and coded several 
demos and games (None of which saw the light of day, not to say they weren't 
decent, we just didn't have the time to push them!). 


However with my NY reincarnation, I am seeking to go all the way (FNA!), and 
hopefully push some boundaries as well. Amongst other things I am intending 
to get to grips with the MIPS chip (full blown assembler), maybe I'll be 
able to do some FAST libraries for you all to use. 


My first project is aimed at AI integration into the game genre, and I don't 
mean those pants seek and destroy so common at the moment. As a roleplaying 
lover I intend to incorporate AI routines that will govern almost human like 
responses and actions to make the game that much more believable. As this 
will be my first project on the NY it will be in 2D format and hopefully 
will make it onto PSM. If that succeeds I intend to transpose the AI 
routines into a fully fleshed 3D environment where I can really put the 
processor through it's paces. 


Well, that's me ina nutshell. If you would like to get in touch about 
anything then please do, my email is: mike@sunteam. freeserve.co.uk 


Good luck to you all in all your endeavours, 
Mike 


—-MESSAGE FILE 11946 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000159 


——MESSAGE FILE 11947 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000160 
Path: chuka.playstation.co.uk!news 

From: "Michael Milne" <mike@sunteam. freeserve.co.uk> 

Newsgroups: scee.yaroze.profile 
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Subject: Introduction 

Date: Sat, 12 Jun 1999 11:07:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7jtb9fSqtv1l5@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—-38.name53.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi to all NY members. 


My name is Mike Milne (24yrs old), and I've had my Yaroze since March but 
have not had time to progress past the sprite and BG area yet. However my 
time is now better organised and I thought I'd drop a mail just to say who I 
am and where I intend to take my NY programming. 


My roots began on the C64 (6502 assembler), and then progressed onto the 
Amiga developing several titles (unfortunately none released, however EA 
would have published one of our games but we were in the middle of exams and 
unable to complete the project - DOH!). 


Anyways, if any of you remember Blitz basic, I was the guy who did BUDM 
(Blitz User Disk Magazine) and a series of articles in Amiga Computing 
(however it was axed after only 6 issues - Management decision - but what do 
they know!?!?! All the punters wanted more!!!). However during my Blitz time 
I developed several libraries exclusively in assembler and coded several 
demos and games (None of which saw the light of day, not to say they weren't 
decent, we just didn't have the time to push them!). 


However with my NY reincarnation, I am seeking to go all the way (FNA!), and 
hopefully push some boundaries as well. Amongst other things I am intending 
to get to grips with the MIPS chip (full blown assembler), maybe I'll be 
able to do some FAST libraries for you all to use. 


My first project is aimed at AI integration into the game genre, and I don't 
mean those pants seek and destroy so common at the moment. As a roleplaying 
lover I intend to incorporate AI routines that will govern almost human like 
responses and actions to make the game that much more believable. As this 
will be my first project on the NY it will be in 2D format and hopefully 
will make it onto PSM. If that succeeds I intend to transpose the AI 
routines into a fully fleshed 3D environment where I can really put the 
processor through it's paces. 


Well, that's me in a nutshell. If you would like to get in touch about 
anything then please do, my email is: mike@sunteam. freeserve.co.uk 


Good luck to you all in all your endeavours, 
Mike 


—--MESSAGE FILE 11947 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000160 


—-MESSAGE FILE 11948 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000161 
Path: chuka.playstation.co.uk!news 

From: "Mandark Zipee!" <mandark@indigo.ie> 
Newsgroups: scee.yaroze.profile 

Subject: Who da' fuck? 

Date: Tue, 15 Jun 1999 23:59:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7k6m11$75r1l1@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts06-013.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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I must be one of the last people to get a Yaroze, I've been planning to get 


one for months and only just got in in time....I'm a second year student in 
Computer Science UCD and am desperate to hook up with people in Ireland who 
are currently programming for the Yaroze...... anybody know of anybody? 


Am currently getting to grips with codewarrior v.2...... 

Hook me up please! 

Donal O'Duibhir. 

Some fucker deleted my last post???????? Is this possible coz' I also read 


someone say threads were disappearing and read somewhere else about shit 
going missing! 


"Your brain is a cre-a-tive com-pu-ter" 
Professor Hawk, Dexter's Laboratory 


Mailto: "dod@netsoc.ucd.ie" , "“oduibhir@indigo.ie" 
Web: "http://indigo.ie/~nodecity" 


——MESSAGE FILE 11948 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000161 


—-MESSAGE FILE 11949 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000162 
Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.profile 

Subject: Re: Who da' fuck? 

Date: Tue, 15 Jun 1999 23:04:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <3766dbe4.517727@www.netyaroze-europe. com> 
References: <7k6m11$75r1ll1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: p0Bs04a03.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


swearing may be responsible for some posts going missing :) 


Rob 
——MESSAGE FILE 11949 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000162 


—-MESSAGE FILE 11950 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000163 
Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Who da' fuck? 

Date: Wed, 16 Jun 1999 13:19:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7k84q1$75r1l6@chuka.playstation.co.uk> 

References: <7k6m11$75rll1l@chuka.playstation.co.uk> <3766dbe4.517727@www.netyaroze-eu 
rope.com> 

NNTP-Posting-Host: th-gt145-016.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


lol 
check in freetalk.english about a possibility about sorting this 
Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 


news :3766dbe4.517727@www.netyaroze-europe.com... 
> swearing may be responsible for some posts going missing :) 
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> 
> Rob 


—-MESSAGE FILE 11950 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000163 


—-MESSAGE FILE 11951 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000164 
Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Who da' fuck? 

Date: Wed, 16 Jun 1999 16:04:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7k8emi$75r17@chuka.playstation.co.uk> 

References: <7k6m11$75rl11@chuka.playstation.co.uk> <3766dbe4.517727@www.netyaroze-eu 
rope.com> <7k84q1S75r16@chuka.playstation.co.uk> 

NNTP-Posting-Host: pc-78.lan.indigo.ie 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


well the only reason I'm cussing now is cause my message was removed earlier 
at some stage which involved no profanities! 


ք. 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
news: 7k84q1$75r16@chuka.playstation.co.uk... 


> lol 

> 

> check in freetalk.english about a possibility about sorting this 
> 

> Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 
> news:3766dbe4.517727@www.netyaroze-europe.com... 

> > swearing may be responsible for some posts going missing :) 
>> 

> > Rob 

> 

> 


——MESSAGE FILE 11951 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000164 


——MESSAGE FILE 11952 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000165 
Path: chuka.playstation.co.uk!news 

From: "Michael Milne" <mike@sunteam. freeserve.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Introduction 

Date: Wed, 16 Jun 1999 19:27:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7k8qk2$75r21@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-55.conjuror.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi to all NY members. 


My name is Mike Milne (24yrs old), and I've had my Yaroze since March but 
have not had time to progress past the sprite and BG area yet. However my 
time is now better organised and I thought I'd drop a mail just to say who I 
am and where I intend to take my NY programming. 


My roots began on the C64 (6502 assembler), and then progressed onto the 
Amiga developing several titles (unfortunately none released, however EA 
would have published one of our games but we were in the middle of exams and 
unable to complete the project - DOH!). 
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Anyways, if any of you remember Blitz basic, I was the guy who did BUDM 
(Blitz User Disk Magazine) and a series of articles in Amiga Computing 
(however it was axed after only 6 issues - Management decision - but what do 
they know!?!?! All the punters wanted more!!!). However during my Blitz time 
I developed several libraries exclusively in assembler and coded several 
demos and games (None of which saw the light of day, not to say they weren't 
decent, we just didn't have the time to push them!). 


However with my NY reincarnation, I am seeking to go all the way (FNA!), and 
hopefully push some boundaries as well. Amongst other things I am intending 
to get to grips with the MIPS chip (full blown assembler), maybe Լ'11 be 
able to do some FAST libraries for you all to use. 


My first project is aimed at AI integration into the game genre, and I don't 


mean those pants seek and destroy so 


common at the moment. As a roleplaying 


lover I intend to incorporate AI routines that will govern almost human like 
responses and actions to make the game that much more believable. As this 
will be my first project on the NY it will be in 2D format and hopefully 
will make it onto PSM. If that succeeds I intend to transpose the AI 
routines into a fully fleshed 3D environment where I can really put the 


processor through it's paces. 


Well, that's me in a nutshell. If you would like to get in touch about 
anything then please do, my email is: mike@sunteam. freeserve.co.uk 


Good luck to you all in all your endeavours, 


Mike 


—-MESSAGE FILE 11952 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000165 


—-MESSAGE FILE 11953 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000166 


Path: chuka.playstation.co.uk!news 


From: george_bain@playstation.sony.com (George Bain) 


Newsgroups: scee.yaroze.profile 
Subject: test 
Date: 18 Jun 1999 07:26:40 GMT 


Organization: Sony Computer Entertainment Europe 


Lines: 2 


Message-ID: <7kcsbg$S4fj9@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 


Mime-Version: 1.0 


Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


test 


—-MESSAGE FILE 11953 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000166 


—-MESSAGE FILE 11954 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000167 


Path: chuka.playstation.co.uk!news 


From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 


scee.yaroze.mydemos, scee.yaroze.probl 


lems.internet,scee.yaroze.problems.mac, scee.yaro 


ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 


nu_compiler,scee.yaroze.programming.1 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 


libraries, scee.yaroze.programming.sound, scee.yar 


Organization: Sony Computer Entertainment Europe 


Lines: 2 


Message-ID: <7kcsc1S$4f4j10@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 


Mime-Version: 1.0 


Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
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88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 11954 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000167 


—-MESSAGE FILE 11955 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000168 
Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.profile 

Subject: Re: Who da' fuck? 

Date: 18 Jun 1999 07:59:26 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 42 

Message-ID: <7kcu8uS$4fj11@chuka.playstation.co.uk> 
References: <7k6m11$75rl11@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Mandark, 

Please try to contain yourself. Yes, I know Microsoft 

can be a pain at times but hey, no reason to go freaking 
out on these private newsgroups. If you continue, I might 
have to ban you from the SCEE newsgroups. 

Regards 


George@SCEI 


Gl 


In article <7k6m11$75r11@chuka.playstation.co.uk>, mandark@indigo.ie says... 
> 
>I must be one of the last people to get a Yaroze, I've been planning to get 
>one for months and only just got in in time....I'm a second year student in 
>Computer Science UCD and am desperate to hook up with people in Ireland who 
>are currently programming for the Yaroze...... anybody know of anybody? 

> 

Հող currently getting to grips with codewarrior Մ.2...... 

> 

>Hook me up please! 

> 

>Donal O'Duibhir. 

> 

>Some fucker deleted my last post???????? Is this possible coz' I also read 
>someone say threads were disappearing and read somewhere else about shit 
>going missing! 

> 

> 

>—— 

>"Your brain is a cre-a-tive com-pu-ter" 

>Professor Hawk, Dexter's Laboratory 

> 

>Mailto: "dod@netsoc.ucd.ie" , “oduibhir@indigo.ie" 

>Web: "http://indigo.ie/~nodecity" 

> 

> 

> 


——MESSAGE FILE 11955 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000168 


——MESSAGE FILE 11956 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000169 
Path: chuka.playstation.co.uk!news 
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From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.profile 

Subject: test 

Date: 19 Jun 1999 13:03:59 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 2 

Message-ID: <7kg4fvS4fj319@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


this is a test 


—--MESSAGE FILE 11956 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000169 


—-MESSAGE FILE 11957 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000170 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee. yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


--MESSAGE FILE 11957 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000170 


—-MESSAGE FILE 11958 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000171 
Path: chuka.playstation.co.uk!news 

From: niccolo' <niccolo@sis.it> 

Newsgroups: scee.yaroze.profile 

Subject: Collaboration 

Date: Wed, 23 Jun 1999 20:05:54 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <37712202.1BA62F96@sis.it> 
NNTP-Posting-Host: totaldipo-35.sis.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


Is there some new beginner who want to start to programming together 
with me?? 


Tnk 
Niccolo’ 
Italy 


—-MESSAGE FILE 11958 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000171 
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—-MESSAGE FILE 11959 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000172 
Path: chuka.playstation.co.uk!news 

From: "Michael Milne" <mike@sunteam. freeserve.co.uk> 
Newsgroups: scee.yaroze.profile 

Subject: Introduction 

Date: Sun, 27 Jun 1999 12:14:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7150p1$1114@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-32.namel1.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi to all NY members. 


My name is Mike Milne (24yrs old), and I've had my Yaroze since March but 
have not had time to progress past the sprite and BG area yet. However my 
time is now better organised and I thought I'd drop a mail just to say who I 
am and where I intend to take my NY programming. 


My roots began on the C64 (6502 assembler), and then progressed onto the 
Amiga developing several titles (unfortunately none released, however EA 
would have published one of our games but we were in the middle of exams and 
unable to complete the project - DOH!). 


Anyways, if any of you remember Blitz basic, I was the guy who did BUDM 
(Blitz User Disk Magazine) and a series of articles in Amiga Computing 
(however it was axed after only 6 issues - Management decision - but what do 
they know!?!?! All the punters wanted more!!!). However during my Blitz time 
I developed several libraries exclusively in assembler and coded several 
demos and games (None of which saw the light of day, not to say they weren't 
decent, we just didn't have the time to push them!). 


However with my NY reincarnation, I am seeking to go all the way (FNA!), and 
hopefully push some boundaries as well. Amongst other things I am intending 
to get to grips with the MIPS chip (full blown assembler), maybe I'll be 
able to do some FAST libraries for you all to use. 


My first project is aimed at AI integration into the game genre, and I don't 
mean those pants seek and destroy so common at the moment. As a roleplaying 
lover I intend to incorporate AI routines that will govern almost human like 
responses and actions to make the game that much more believable. As this 
will be my first project on the NY it will be in 2D format and hopefully 
will make it onto PSM. If that succeeds I intend to transpose the AI 
routines into a fully fleshed 3D environment where I can really put the 
processor through it's paces. 


Well, that's me in a nutshell. If you would like to get in touch about 
anything then please do, my email is: mike@sunteam. freeserve.co.uk 


Good luck to you all in all your endeavours, 
Mike 


Michael Milne 
(mike@sunteam. freeserve.co.uk) 


—-MESSAGE FILE 11959 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000172 


——MESSAGE FILE 11960 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000173 
Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: void main { puts("hello world"); } 
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Date: Mon, 28 Jun 1999 00:16:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <716bcq$11111@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.49.232.152 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4256 scee.yaroze.profile: 
173 


Hi All, 


Well, I've finally become an official Yarozer! For those who have never 
heard of me (99%...), I was on the same games programming course as a 
certain Robert Swan, and managed to get my demo 'Brain Dead' on the official 
Sony ECTS'98 demo disk. I was a bit pissed off that the bloody thing never 
worked on it... Mind you, I got awarded 4 stars in that German magazine 
review. 


Anyway, I was recently awarded a prize by Middlesex Uni for my efforts, 
jointly with Harvey Cotton (another Yarozer), and lo and behold a nice matt 
black playstation arrives in my lounge. Could I possibly be the last 
official Yarozer to join in this millenium? 


I've also been quoted in the supplement of the latest issue of Edge - two 
lines of complete b*1ll*x, but my at least my name is in bold type! 

I've kind of drifted out of touch with this stuff since last September, as 
I've been doing medical VR at Uni, but now I've got my Yaroze the bug has 
definitely bitten again. And just to top it all, I've got myself a job at 
Criterion Software starting in a few weeks. 


I intend to put a Yaroze web site up when I have the time, but in the 

meantime you can check out screenshots of my demos on part of my web site at 
www.sun.mdx.ac.uk/~oliver3 

and look out for Brain Dead 2000 !!! ;) 


That was a bit short and sweet, but I've been playing Driver all weekend. 
Most excellent. 

Cheers, 

Olly 


——MESSAGE FILE 11960 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000173 


—-MESSAGE FILE 11961 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000174 
Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: Re: void main { puts("hello world"); } 

Date: Mon, 28 Jun 1999 00:20:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <716bfu$11112@chuka.playstation.co.uk> 

References: <716bcq$11111@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.49.232.152 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4257 scee.yaroze.profile: 
174 


Spot the bug !!!!!!! 


Olly 


—-MESSAGE FILE 11961 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000174 
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—-MESSAGE FILE 11962 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000175 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: Re: void main { puts("hello world"); } 

Date: 28 Jun 1999 01:42:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <slrn7ndknk.h4k.tjs@longford.cs.monash.edu.au> 

References: <716bcq$11111@chuka.playstation.co.uk> <716bfu$11112@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4259 scee.yaroze.profile: 
175 


On Mon, 28 Jun 1999 00:20:55 +0100, Olly Read <oliver3@mdx.ac.uk> wrote: 
>Spot the bug !!!!!!! 

> 

>Olly 

> 

> 

> 


The return type of main isn't an int? 

Puts doesn't have a prototype? 

The return value of puts is ignored? 

"hello world" doesn't have a capital and a full stop? 


err. And there's no argument list for main... 
Oh, and that silly Re: thing won't compile either. 
*grin* 


Toby. 
——MESSAGE FILE 11962 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000175 


--MESSAGE FILE 11963 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000176 

Path: chuka.playstation.co.uk!news 

From: "Olly Read" <oliver3@mdx.ac.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.profile 

Subject: #include <stdio.h>\int main(int argc, char **argv) { return puts("hello wor 
la"); } 

Date: Mon, 5 Jul 1999 23:39:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <71lrc2h$i9a4@chuka.playstation.co.uk> 

References: <716bcq$11111@chuka.playstation.co.uk> <716bfu$11112@chuka.playstation.c 
o.uk> <slrn7ndknk.h4k.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: 212.49.233.209 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4279 scee.yaroze.profile: 
176 


Well, if you're gonna be picky... 


Olly 


—-MESSAGE FILE 11963 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000176 


—-MESSAGE FILE 11964 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000177 
Path: chuka.playstation.co.uk!news 
From: Robert Jurziga <datareg@home.centernet.de> 


Net Yaroze newsgroups message dump.txt Page 7888 


Newsgroups: scee.yaroze.profile 

Subject: Re: intro me... 

Date: Wed, 21 Jul 1999 19:28:50 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 53 

Message-ID: <37960352.52D97163@home.centernet.de> 
References: <7a7p8rS6p35@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp5l1l.centernet.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win98; I) 
X-Accept-Language: de 


Hi Matt, 
are you still have the A1200, then get Personal Paint7.1. 
With this painter you can edit and save TIM files. 


cu, 
rob 


Frktl-X schrieb: 
lo, 


I thought I should intro myself seeing as I am planning to contribute to 
the NY newsgroups. So: 


My name is Matt Verran and I am 20 years old. I come from Cornwall but am 
currently studying my second year of Computer Science (Bsc Hons) at 
Manchester Met. University. 


I started my programming with a zx speccy (128+) using BASIC and writing 
my own crap adventure games. I then got an amiga 500 (and later an A1200) 
after years of begging my parents and coded a few proper games in AMOS and 
Blitz Basic. I moved to the pc just before coming to uni and although I have 
mucked about with Turbo Pascal didn't really find a nice 
platform/environment with which to write games. And so (like all you) 
purchased my Yaroze. 


I have had my NY for about a week now and I think I have pretty much got a 
handle on the basic 2D stuff, the ordering table concept/implementation took 
a bit of head bashing before I got it, but the tutorials are pretty good. 
The only thing I could do with is a good discussion on the speed of 
different methods and commands, I suppose I can work that out myself though. 
My first impressions are quite similar to my preconceptions: that the 
hardware is well designed, the software is basic and the manuals are dry and 
not too beginner friendly. I didn't expect the tutorials to be so good or 
the community to be so alive and friendly. 


As well as the coding I have a small midi setup and write my own 
electronic music (aphex kinda ambient). This is where my FRKTL pseudonym 
came from. 


My influences/inspiration: Jeff Minter, Richard D James, MELON (the best 
demo group), Miyamato (predictable), Eugene and Jarvis, and anyone 
independant writing good stuff for themselves. 


mail: matt@frktl.freeserve.co.uk 
web: www.frktl.freeserve.co.uk 
NY web: www.netyaroze-europe.com/~frkt1lx/ 


cheesygrater... 
matt 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


——MESSAGE FILE 11964 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000177 


—-MESSAGE FILE 11965 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000178 
Path: chuka.playstation.co.uk!news 
From: jaap brusse <jabrus@worldonline.nl> 


Net Yaroze newsgroups message dump.txt Page 7889 


Newsgroups: scee.yaroze.profile 

Subject: i am... 

Date: Mon, 02 Aug 1999 20:57:15 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <37A5E79E.4CF8@worldonline.nl> 
Reply-To: jabrus@worldonline.nl 
NNTP-Posting-Host: vp190-77.worldonline.nl 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Not thinking enough about all that time gone by having a yaroze, 

lost in sidetracks, detours and god knows what else, i finally got 

the nerve to stick my vulnerable neck out. So here i am still working 
on my first sprite program after some experience on a c64 en a builder 
that had it's way of showing what it was made of. Needless to say my 
code writing ability has remained under the demands.I found it easier 
to take up a pen, brush or glue and scissors, but i suppose i don't 
have say such evident things. (So why did i say it then?) Anyhow 'll 
stop this schit-chat, and come to the point. I live somewhere near 
Rotterdam, am older than I would like to be, had various education, 
inconsequent hobby's and still trying to contibute to the yaroze. Ask 
anything you like but don't you come knocking on my door all at once, 
i would not be able to help and it's probably more like i need your 
help, anyway. So here i am... 

——MESSAGE FILE 11965 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000178 


——MESSAGE FILE 11966 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000179 
Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os, scee.yaroze.problems.internet,scee.yaroze.profile 

Subject: Virus Alert 

Date: Thu, 19 Aug 1999 13:23:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7pgtckShtr15@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk control:195 scee.yaroze.event:160 scee.yaroze.freetalk 
-english:4509 scee.yaroze.mydemos:503 scee.yaroze.problems.internet:90 scee.yaroze.p 
rofile:179 


Hi, Alles 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


If by chance you do receive it DO NOT double click on it!!! Just delete it 
Hope you don't get infected... 


Aaron 


—-MESSAGE FILE 11966 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000179 
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—-MESSAGE FILE 11967 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000180 
Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os, scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Thu, 19 Aug 1999 17:35:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <37BC3257.C04D2C69@easynet.co.uk> 

References: <7pgtck$htril5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk control:196 scee.yaroze.event:161 scee.yaroze.freetalk 
-english:4510 scee.yaroze.mydemos:504 scee.yaroze.problems.internet:91 scee.yaroze.p 
rofile:180 


Aaron Gandaa wrote: 

Hip- ALN 

I recieved this communication from my boss a few seconds ago 
IMPORTANTINFORMATION 

A NEW VIRUS 


It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 
onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVV VV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


Phil 


--MESSAGE FILE 11967 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000180 


—-MESSAGE FILE 11968 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000181 
Path: chuka.playstation.co.uk!news 

From: Al <admars32@breathemail.net> 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os, scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Fri, 20 Aug 1999 01:37:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <37BCA356.A2CCB813@breathemail.net> 

References: <7pgtckShtri5@chuka.playstation.co.uk> <37BC3257.C04D2C69@easynet.co.uk> 
Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.247.246.31 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept-Language: en,ja 

Xref: chuka.playstation.co.uk control:197 scee.yaroze.event:165 scee.yaroze.freetalk 
-english:4517 scee.yaroze.mydemos:505 scee.yaroze.problems.internet:92 scee.yaroze.p 
rofile:181 
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The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 

i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


Al 

Philip Gooch wrote: 

Aaron Gandaa wrote: 

Hi, All... 

I recieved this communication from my boss a few seconds ago 

I1LgITuMP O RT AN TIN F O RMATION 

A NEW VIRUS 

It will arrive on e-mail titled "CALIFORNIA". IBM and AOL have announced 
that it is VERY powerful, more so than Melissa, there is no7F00,0000,0000 
remedy. It will destroy all your information on the hard drive and 

it 7F00,0000,0000 also destroys Netscape Navigator and Microsoft Internet 
Explorer. Do not open anything with this title and please pass this message 


onto all your contacts and anyone who uses your e-mail facility. Not many 
people seem to know about this yet, so propagate it as fast as possible! 


VVVVVVVVVVVVV VV 


The virus is this message that gets forwarded to everyone and you've just 
propagated it! 


VVVVVVVVVVVVVVV VV VV VV VV 


Phil 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


—--MESSAGE FILE 11968 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000181 


—-MESSAGE FILE 11969 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000182 

Path: chuka.playstation.co.uk!debri 

From: debri@dds.nl (DEnnis Brinkhuis) 

Newsgroups: control, scee.yaroze.event, scee.yaroze.freetalk.english, scee.yaroze.mydem 
os,scee.yaroze.problems.internet, scee.yaroze.profile 

Subject: Re: Virus Alert 

Date: Mon, 23 Aug 1999 11:21:30 +0200 

Organization: DEbri 

Lines: 39 

Message-ID: <ldwy10i.9dr8a07643qsN@[194.151.88.143]> 

References: <7pgtckS$htri5@chuka.playstation.co.uk> <37BC3257.C0O4D2C69@easynet.co.uk> 
<37BCA356.A2CCB813@breathemail.net> 

NNTP-Posting-Host: 194.151.88.143 

X-Newsreader: MacSOUP 2.3 

Xref: chuka.playstation.co.uk control:198 scee.yaroze.event:167 scee.yaroze.freetalk 
-english:4528 scee.yaroze.mydemos:507 scee.yaroze.problems.internet:93 scee.yaroze.p 
rofile:182 


Al <admars32@breathemail.net> wrote: 


The only Virus warnings I believe are the ones at www.symantec.com, or 
www.mcaffee.com etc :) 


The funny thing is is that they have pages devoted to hoax viruses 
because of this! 


V V V V V 
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Think about it, wouldn't an email with subject "warning virus" be a 
really good way to spread a virus? 

i know you were just trying to be helpful and considerate but at the end 
of the day emails like this are just a pain and waste of bandwidth. 


VVVVVVV 


Here my Mac comes in handy, there are less virusses on Mac in total than 
the amount of virusses that are discovered on a PC in one week. 


I must say that I can remember a story (maybe even legend) of a couple 
of students that did an investigation. They wanted to know how effective 
it would be to warn people overt the internet. So they made up this 
dummy-message with an virus allert about a non-exciting virus. Լո the 
mail there was a question to warn all your palls for this virus. 


The outcome of the test was that they had created one of the worst 
virusses that ever hit the internet. Everybody was sending the message 
on and on.. Complete servers completely got blocked and the whole 


internet was over-worked. Lot's of servers crashed.. No virus-killer was 
able to fix this. It was like almost all the mail-adresses got 
bombmails.. 


From that moment on, servers were better protected for this type of 
overload. 


I still get now and then one off these messages from this test, that was 
done over 8 years ago. And for anybody longer then 2 years on the 
internet, you must have had one of these as well.. It's about a mail you 
are not alowed to open (not even an attachment). 


DEnnis.. 
——MESSAGE FILE 11969 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000182 


——MESSAGE FILE 11970 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000183 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—--MESSAGE FILE 11970 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000183 


—-MESSAGE FILE 11971 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000184 
Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 

Newsgroups: scee.yaroze.profile 

Subject: Andy's profile! 

Date: Wed, 8 Sep 1999 20:33:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 24 

Message-ID: <7r71rn$23b10@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-70.aspirin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everyone 


My name's Andy, and i've had my Yaroze since march 98. (sounds a bit like a 
self-help meeting doesn't it :) ). This was in my second year of uni 
(http://www.lancs.ac.uk) , when I thought that i'd be able to use it in my 
final year project, but things never turned out like that, I ended up doing 
some (wobbly) distributed network stuff instead, ah well at least it taught 
me C and Linux! And network programming, which is pretty kewl. 


Now i've finished սու and i've finally got some free time!! I've been 
having a sly dig around with some basic stuff since 1998, but not as much as 
i'd like. So now I don't have uni hanging over my head, i'm in the process 


of coding a game (2D top down racer, yawn), along with the utils needed 
(which will all go up on my webpage sooner or later, probably later). 


well, see ya in the newsgroups/mail! 
Andy 


a.partington@yaroze41.freeserve.co.uk 
http://www.netyaroze-europe.com/~partinga 


—-MESSAGE FILE 11971 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000184 


——MESSAGE FILE 11972 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000185 
Path: chuka.playstation.co.uk!news 

From: mgarcia <garcia_au@start.com.au> 
Newsgroups: scee.yaroze.profile 

Subject: Hello all ! 

Date: Sat, 09 Oct 1999 12:56:18 +1000 
Organization: TAFE Brisbane 

Lines: 13 

Message-ID: <37FEAED2.59E21DB6@start.com.au> 
NNTP-Posting-Host: 203.108.136.27 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hi my name is Michael Garcia, 

I live in Brisbane, Australia and I am studying Software Engeering. 
I got the yaroze in march 1999, and I have been doing little bits of 
coding to figure 
things out. But now I am ready to work on something good. 


got to go. 
cya 'Տ 
mgarcia 


—-MESSAGE FILE 11972 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000185 


——MESSAGE FILE 11973 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000186 
Path: chuka.playstation.co.uk!news 

From: "James Tait" <james.TAIT@coats-viyella.com> 

Newsgroups: scee.yaroze.profile 

Subject: JayTee tries to make a comeback 

Date: Wed, 5 Jan 2000 20:47:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <850b41S$42t1@chuka.playstation.co.uk> 
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NNTP-Posting-Host: 62.172.118.110 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh I hate these things, but I suppose, having been a Yaroze member since my 
2nd Year at Middlesex, I should make a contribution. 


James Tait, age 23, physical appearance irrelevent (i.e. ugly!). I 
graduated from Middlesex with a BSc in Applied Computing last July (22nd 
actually), where Peter Passmore was my tutor and I studied alongside such 
names as Rob Swan and Olly Read. Shame none of their talent rubbed off on 
me though. *80) 


I'm now based in Mansfield, Notts., working for Coats-Viyella Clothing as a 
Systems Administrator & Developer, though over the last 3 months or so the 
Developer part has been essentially dropped. Now we've rolled over happily 
into the year 2000 I'm hoping to have a little bit of time to spare between 
working, playing hockey, visiting my girlfriend and her son and maintaining 
my Linux system. 


Having to teach my girlfriend's 6-year-old son how to use a PlayStation and 
play Crash Bandicoot 2, GTA 2 and Worms Armageddon has inspired me to get 
involved with the Yaroze again - I even bought myself two Dual Shock 
controllers to give me something new to play with. It's been so long since 
I did anything on the Yaroze I'm essentially starting from scratch - expect 
to see plenty of posts from me on scee.yaroze.beginners! 


My OS of choice is GNU/Linux, based on Slackware '96 but home-rolled from 
there, though I'm forced to use Windows NT 4.0 at work, which is where I am 
now. 


I'll be working from the ground up to develop my own set of libraries for 
things, though obviously I'll be searching the archives for inspiration and 
guidance. Ultimately I intend to make something worthwhile out of the poor 
effort I tried to submit on floppy disk for my final year coursework. I'd 
also like to do something with my website and download area, but bear with 
me on that! 


This could be the beginning of something special.... 


—-MESSAGE FILE 11973 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000186 


—-MESSAGE FILE 11974 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000187 
Path: chuka.playstation.co.uk!news 

From: "James Tait" <james.TAIT@coats-viyella.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Fri, 7 Jan 2000 10:25:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <854felS6b21@chuka.playstation.co.uk> 

References: <34F42071.7CFC@127.0.0.1> <34F42122.38CB@mdx.ac.uk> <34F433AD.1B7F@127.0 
.0.1» 

NNTP-Posting-Host: 62.172.118.103 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I used to have long hair when I was at Uni, but I got it cut for a woman. 
Sounds bad, I know, but it really was the best thing I could do with it. I 
also got rid of my goatee for her, but that's back to stay now. And strong 
coffee... if you can't stand a spoon in it it's wiz-waz. 


Majik wrote in message <34F433AD.1B7F@127.0.0.1>... 
>Robert Swan wrote: 

>> I also sometime have a goatee, in case of any more 
>> trends to pick up :) 

>do you like strong coffee? 

> 

>Majik. 
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—--MESSAGE FILE 11974 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000187 


—-MESSAGE FILE 11975 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000188 
Path: chuka.playstation.co.uk!news 

From: "James Tait" <james.TAIT@coats-viyella.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: okay Լ'11 bite! 

Date: Fri, 7 Jan 2000 10:35:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <854g10S6b22@chuka.playstation.co.uk> 

References: <34F42071.7CFC@127.0.0.1> <34F42122.38CB@mdx.ac.uk> <34F433AD.1B7F@127.0 
.0.1> <854fel$6b21@chuka.playstation.co.uk> 

NNTP-Posting-Host: 62.172.118.103 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oh, and I don't smoke. Used to, but I gave up after I got through 36 ona 
night out and woke up with my mouth and throat tasting like an ashtray. 


And Pepsi Max is garbage, you can't beat the real thing (tm). Or Jolt. 
*80) 


James Tait wrote in message <854felS6b21@chuka.playstation.co.uk>... 

>I used to have long hair when I was at Uni, but I got it cut for a woman. 
>Sounds bad, I know, but it really was the best thing I could do with it. I 
>also got rid of my goatee for her, but that's back to stay now. And strong 
>coffee... if you can't stand a spoon in it it's wiz-waz. 


--MESSAGE FILE 11975 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000188 


—-MESSAGE FILE 11976 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000189 
Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: JayTee tries to make a comeback 

Date: Fri, 7 Jan 2000 13:04:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <8540aiS$6b23@chuka.playstation.co.uk> 
References: <850b41S42t1@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James, 
Good luck man, 
It's a bastard trying to sort stuff out. 


I still haven't finished IONStorm. It must be almost 2 years now.. 
One day, though one day.... 


Aaron 


—-MESSAGE FILE 11976 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000189 


—--MESSAGE FILE 11977 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000190 
Path: chuka.playstation.co.uk!news 

From: "James Tait" <james.TAIT@coats-viyella.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Finally started using it! 

Date: Tue, 11 Jan 2000 13:03:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 29 

Message-ID: <85fa7vSict3@chuka.playstation.co.uk> 

References: <368e2762.4760849@192.168.0.1> <1dl05ah.  9nikp2s4s26wN@al-—88-108.al.nl1> 
NNTP-Posting-Host: 62.172.118.72 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I think the thing is, it can be really daunting starting with the Yaroze. 

It is (or was) new, not many people know about it, documentation is somewhat 
sparse (compared with, say, VB programming) and it takes a while to get into 
Lt. 

It's only when you have a day or so to just sit, read and experiment and you 
get your first program working and you feel good about yourself that you 
really get into it. 


I'm speaking from personal experience here, does anyone else have any views? 


DEnnis Brinkhuis wrote in message <1d105ah.9nikp2s4s26wN@al-88-108.al.nl>... 
>Antony Scott <antony@sixgun.demon.co.uk> wrote: 

> 

>> Hi, 

>> 

>> I've had my Net Yaroze for 10 months now, and I've finally got round 
>> to doing something with it. Admittedly it's not brilliant or very 

>> original, but I'm learning. 

>> 

> 

>We all do, but why is that? I got my NY and treated it like the most 
>important thing I owend, but I only started realy with it after about 6 
>months. 

> 

>DEnnis.. 


——MESSAGE FILE 11977 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000190 


—-MESSAGE FILE 11978 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000191 
Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Finally started using it! 

Date: Wed, 12 Jan 2000 21:50:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <387cf72c.3032256874@news.playstation.co.uk> 

References: <368e2762.4760849@192.168.0.1> <1d1l05ah.  9nikp2s4s26wN@al-—88-108.al.nl> < 
85fa7vSict3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I concur wholeheartedly, as that has been my experience recently! 
Steven 


On Tue, 11 Jan 2000 13:03:49 -0000, "James Tait" 
<james.TAIT@coats-viyella.com> wrote: 


>I think the thing is, it can be really daunting starting with the Yaroze. 
>It is (or was) new, not many people know about it, documentation is somewhat 
>sparse (compared with, say, VB programming) and it takes a while to get into 
>it. 

> 

>It's only when you have a day or so to just sit, read and experiment and you 
>get your first program working and you feel good about yourself that you 
>really get into it. 

> 

>I'm speaking from personal experience here, does anyone else have any views? 
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> 

> 

>DEnnis Brinkhuis wrote in message <1d105ah.  9nikp2s4s26wN@al-88-108.al.nl>... 
>>Antony Scott <antony@sixgun.demon.co.uk> wrote: 

>> 

>>> Hi, 

>>> 

>>> I've had my Net Yaroze for 10 months now, and I've finally got round 
>>> to doing something with it. Admittedly it's not brilliant or very 

>>> original, but I'm learning. 

>>> 

>> 

>>We all do, but why is that? I got my NY and treated it like the most 
>>important thing I owend, but I only started realy with it after about 6 
>>months. 

>> 

>>DEnnis.. 

> 


——MESSAGE FILE 11978 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000191 


—-MESSAGE FILE 11979 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000192 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Nelson Santos (Rogue)" <santosn@home.com> 

Newsgroups: scee.yaroze.profile 

Subject: Re: Finally started using it! 

Date: 14 Jan 2000 05:42:29 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <0Olbf5e51$c6e324c0Sad4f£7018@cr342596—-a> 

References: <368e2762.4760849@192.168.0.1> <1dl05ah. 9nikp2s4s26wN@al-88-108.al.nl1> Հ 
85fa7vSict3@chuka.playstation.co.uk> 

NNTP-Posting-Host: cr342596-a.wlfdlel.on.wave.home.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


I agree with you James. 


All it takes is the discipline to get your nose in the books and try to 
make sense out of it by actual examples and experimenting. I still haven't 
touched the 3D aspect of my Yaroze yet, but I've pretty much mastered the 
2D aspect of it. And truthfully, it is the most fun I've EVER had 
programming. 


For a while there, I was a little depressed at the lack of a Yaroze 
community and support, and added to that, tons of work that I had to do 


just pushed my Yaroze further and further away. I never forgot it though. 
As soon as work died down, I went back to it. And right now, I'm doing 
more Yaroze programming than I am working! I can't keep this up for too 


long of course, but boy is it ever fulfilling! 


One thing I'd recommend though, is as you go along discovering more and 
more of the Yaroze, keep notes about what you find. Some things don't work 
the way the documentation says, and sometimes you might just find a useful 
method of doing something. This will help keep your confidence high 
because you actual feel like you are retaining something from your 
experiences. 


Nelson Santos 
Rogue 


James Tait <james.TAIT@coats-viyella.com> wrote in article 
<85fa7vSict3@chuka.playstation.co.uk>... 

> I think the thing is, it can be really daunting starting with the Yaroze. 
> It is (or was) new, not many people know about it, documentation is 
somewhat 

> sparse (compared with, say, VB programming) and it takes a while to get 
into 

Հ Ղե 

> 

> It's only when you have a day or so to just sit, read and experiment and 
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you 
> get your first program working and you feel good about yourself that you 
> really get into it. 

> 

> I'm speaking from personal experience here, does anyone else have any 
views? 


—-MESSAGE FILE 11979 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000192 


——MESSAGE FILE 11980 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000193 
Path: chuka.playstation.co.uk!news 

From: psx <psx@hotmail.com> 

Newsgroups: scee.yaroze.profile 

Subject: Project One Team 

Date: Mon, 31 Jan 2000 16:24:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <3895A910.CC528361@hotmail.com> 
NNTP-Posting-Host: ouranos.epi.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi, 


we are french IT students and part of the only french school to own NY 
kits. 

If you want some info on our releases, and future projects, check out 
www.epita.fr/~yarozart/index_e.htm 


We have made a quake-clone last year, but the basics are only 
available...hope you won't get too disapointed, it's nonetheless worth 
looking at it... 


aLex. 


mail arrago_a@epita.fr for comments. 

Responsable de l'association de developpement sur Playstation YarozArt 

Official Site : www.epita.fr/~yarozart www.yarozart.epita.fr 

Please respect AND protect ENVIRONNEMENT 

Eleve ING1 a l'Ecole Pour l'Informatique et les Techniques Avancees 

—-MESSAGE FILE 11980 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000193 


—-MESSAGE FILE 11981 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000194 
Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.profile 

Subject: Re: JayTee tries to make a comeback 

Date: Wed, 16 Feb 2000 16:02:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <38aac922.22985077@www.netyaroze-europe. com> 
References: <850b41S42t1@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


hi there - go on - do a comeback tour. We're crying out for Yarozers 
etc, etc. 


Sorry James, Im still as unfunny as I ever was. 


—-MESSAGE FILE 11981 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000194 


——MESSAGE FILE 11982 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000195 
Path: chuka.playstation.co.uk!news 
From: Alan Yuen <Alan@argonaut.com> 
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Newsgroups: scee.yaroze.profile 

Subject: its time i said hello 

Date: Wed, 16 Feb 2000 19:25:40 +0000 
Organization: 

Lines: 40 

Message-ID: <kmtlasojh26vl62grrcugnim0qpul9ioj0@4ax.com> 
Reply-To: alan@argonaut.com 

NNTP-Posting-Host: intgate.argonaut.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.7/32.534 trialware 


Hi all you. 

Just thought I should make a posty after many years. Had one 
of these strange matt black playstation thingy doberries around summer 
1997. Didn't buy many games for it, the ones that I did managed was 
Tekken 3 when it was Japanese imports and Grand Tourismo when it was 
Japanese imports too. 

The learning curve to program it was really high, but I 
managed to do small things, never did managed to program a whole game 
in the end. I am also class of 1997/8 of Middlesex Uni, with the likes 
of Robert Swan, James Tait and Olley Read. When I graduated from 
Middlesex I had the bright idea to goto a certain uni that tried to 
offer "software engineering and computer games". Didn't really learn 
much there, apart from one very important lesson, which was teamwork. 
For further insight on team work: 
http://www.gamedev.net/reference/business/features/screwup/default.asp 

I frequent the ECTS Sony parties, I can be found in the sony's 
news pages on ECTS of 1999. DEnnis and the crew will know me. 


At presant I am working for Argonaut Software in London as a 
programmer. Things I should say to people that want to work in the 
games industry that they should work hard with diligence in thier 
skills, keep the faith and believe. You have to be a more than just 
programmer, you need to be an artist at what you do. And I don't mean 
an artist by drawing visuals. Robert Swan can tell you all about that 
too. And when you do decide to go for it, don't forget to work on you 
presentation skills and show what you have done in a way, which is 
pleasing and has flow. Hint: most games companies will have video 
players or CD drives. 


Alan 

Disclamier: 

My views are mine and not my company's (Argonaut) views and what I say 
is not as a represetive of my company's (Argonaut) either and has no 
relation to my company (Argonaut). 

Alan 


Disclamier: 


7899 


My views are mine and not my company's (Argonaut) views and what I say is not as ar 
epresetive of my company's (Argonaut) either and has no relation to my company (Argon 


aut). 


—-MESSAGE FILE 11982 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000195 


—-MESSAGE FILE 11983 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000196 


Path: chuka.playstation.co.uk!news 
From: "George Bain" <ps_yaroze@scee.net> 


Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 


lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_ 


hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 
NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 


grap 
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X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 Տ 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


—-MESSAGE FILE 11983 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000196 


—-MESSAGE FILE 11984 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000197 
Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper6é5@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <80ohocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 Տ 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80o0hoc$7h3@chuka.playstation.co.uk... 

> 

> 

> 


—-MESSAGE FILE 11984 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000197 


—-MESSAGE FILE 11985 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000198 
Path: chuka.playstation.co.uk!news 

From: "sandinista" <sandinista@ic24.net> 

Newsgroups: scee.yaroze.profile 

Subject: Drifting on by.. 

Date: Thu, 7 Sep 2000 19:13:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <8p8p4iS7r61@chuka.playstation.co.uk> 
Reply-To: "sandinista" <sandinista@ic24.net> 
NNTP-Posting-Host: 212.137.229.66 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all , 


Decided it’s about time I put in an * official * appearance here . Been 
lurking for far too long 


Name Gary ( gaz ) Whelan 
Location Manchester Uk 
Age too old to mention 
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married yes 
Kids 1 , daughter , nearly 15 = ( 
hair leaving rapidly 
Likes Football , the famous *Manchester City * , lager , The 
Clash ,women 
Dislikes man united ( obvious Huh ? ) Monday mornings 
Bought the Yaroze early `99 , and yet to extend it ( or myself ) . In 


fact , still struggling with the language at the minute . Maybe my * coming 
out * will inspire me ? In real life I have the dubious privelige of fixing 
WFPS machines . That’s Wide format print systems to those who didn’t know 

; ) 

r 

Basically large format copiers , plotters , scanners , that sort of thing 
Err , think that’s about it then 


ps thanks to the various newsgroups on here , some of this stuff is now 
Clearer than mud 


gaz 


--MESSAGE FILE 11985 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000198 


—-MESSAGE FILE 11986 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000199 
Path: chuka.playstation.co.uk!news 

From: ross@digitalasylum.co.uk (Ross Hamilton) 
Newsgroups: scee.yaroze.profile 

Subject: Newbie... 

Date: Fri, 02 Aug 2002 14:34:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3d4a977e.5951547@www.netyaroze-europe. com> 
NNTP-Posting-Host: boothbycottage.demon.co.uk 
X-Newsreader: Forte Free Agent 1.21/32.243 


I guess it's a bit late to be a newbie. I bought my Yaroze back in 
1997, but it has taken this long to find time to start playing with 
it. Wow, that was a mistake. The tools aren't very Win2K friendly, 
are they?! Well, I've found a replacement for siocons.exe that 
doesn't whinge about the COM port being locked, and I've managed to 
download and run a few programs, so the next thing is to start coding. 
I want to make my company logo dance around the screen in time with 
whatever audio CD I put in the Yaroze. Sounds possible, from what 
I've read of the docs thus far. 


Anyway, if anyone still reads this group, and fancies breathing a bit 
of life into it, please reply! If I get some feedback I'll keep 
posting on my progress. 


Best wishes, 
Ross 


p.s. I'm a web developer, live in Lincolnshire, have short hair and 

don't drink coffee. I'm a refugee from many failed dot coms, and I 

fancied playing with the Yaroze because web work is getting a bit 

same-old for me. 

—-MESSAGE FILE 11986 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000199 


—-MESSAGE FILE 11987 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000200 
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Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 
Newsgroups: scee.yaroze.profile 

Subject: Re: Newbie... 

Date: Mon, 5 Aug 2002 14:17:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 190 
Message-ID: <ailuanSbc32@www.netyaroze-europe.com> 
References: <3d4a977e.5951547@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-722.duckdive.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 6.00.2600.0000 
X-MimeOLE: Produced By Microsoft MimeOLE Մ6.00.2600.0000 


Hi Ross, welcome to the newsgroups ;) 


Nice to see your interested in some yaroze programming, you'll find it's a 
little quiet around here as there aren't that many active coders left, and 
scee.yaroze.freetalk.english is really the only newsgroup to get posts in 
nowadays. 


The sort of program you want to write is possible but you won't be able to 
read in CD audio data with the standard libraries, fortunately one of the 
Sony people coded a function for us to use, see the sound2light demo I've 
attached. If you need any help ask in the above newsgroup, also have a 
search through all the old posts as there's a wealth of info there and 
pretty much every problem yaroze-wise has been covered. 


Good luck, let us know how you get on. 
Peter 


"Ross Hamilton" <ross@digitalasylum.co.uk> wrote in message 

news :3d4a977e.5951547@www.netyaroze-europe.com... 

> I guess it's a bit late to be a newbie. I bought my Yaroze back in 
1997, but it has taken this long to find time to start playing with 
it. Wow, that was a mistake. The tools aren't very Win2K friendly, 
are they?! Well, I've found a replacement for siocons.exe that 
doesn't whinge about the COM port being locked, and I've managed to 
download and run a few programs, so the next thing is to start coding. 
I want to make my company logo dance around the screen in time with 
whatever audio CD I put in the Yaroze. Sounds possible, from what 
I've read of the docs thus far. 


Anyway, if anyone still reads this group, and fancies breathing a bit 
of life into it, please reply! If I get some feedback I'll keep 
posting on my progress. 


Best wishes, 
Ross 


p.s. I'm a web developer, live in Lincolnshire, have short hair and 
don't drink coffee. I'm a refugee from many failed dot coms, and I 
fancied playing with the Yaroze because web work is getting a bit 
same-old for me. 


VVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 11987 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000200 


—-MESSAGE FILE 11988 START: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000201 
Path: chuka.playstation.co.uk!news 

From: ross@digitalasylum.co.uk (Ross Hamilton) 

Newsgroups: scee.yaroze.profile 

Subject: Re: Newbie... 

Date: Mon, 05 Aug 2002 14:32:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3d4e8be5.20629032@www.netyaroze-europe. com> 

References: <3d4a977e.5951547@www.netyaroze-europe.com> <ailuanS$bc32@www.netyaroze-e 
urope.com> 
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NNTP-Posting-Host: boothbycottage.demon.co.uk 
X-Newsreader: Forte Free Agent 1.21/32.243 


Fantastic, there are people out there! Peter, that code has given me 
a great start, thanks. And I'll start using 
scee.yaroze.freetalk.english from now on... 


By the way, I emailed someone in Sony with my new address, as per the 
Yaroze agreement (the first time I've kept them up to date in five 
house moves, slap wrist!) and got a response, so it's nice to see that 
someone there still officially deals with Yaroze stuff. 


Best wishes everyone, 
Ross 


On Mon, 5 Aug 2002 14:17:35 +0100, "Peter Armstrong" 
<hanno@btinternet.com> wrote: 


>Hi Ross, welcome to the newsgroups ;) 
[ered] 
——MESSAGE FILE 11988 END: net-yaroze-usenet/00000001-SCEE/yaroze/profile/00000201 


NRE AE AE AE FE EH HE HEH 
HERE AE AE FE AE AE FE FE HEH 


——HHEEEEEEE EE HEH 
—-START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/programming 
EE AE TE AE TE FE E FE EHE REESE 


——HHEEEEEEE EE HEH 

——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics 

——HHEEEEEEE EE HEH 


——MESSAGE FILE 11989 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000001 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Intro to 2d? 

Date: 15 Mar 1997 22:04:03 GMT 

Organization: The World's Fair Ltd 

Lines: 4 

Message-ID: <01bc318c$d952dc80$5b18989e@civy> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Which of the demo files would you recommend to get a handle on 2d stuff? Or 
are there any tutorials on the site that I have just missed? 


Richard 
—-MESSAGE FILE 11989 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000001 


——MESSAGE FILE 11990 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000002 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Intro to 2d? 

Date: Tue, 18 Mar 1997 19:30:44 +0000 
Organization: SCEE 

Lines: 10 

Message-ID: <332EED64.CF1l@interactive.sony.com> 
References: <01bc318c$d952dc80$5b18989e@civy> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Maddocks wrote: 


> 

> Which of the demo files would you recommend to get a handle on 2d stuff? Or 
> are there any tutorials on the site that I have just missed? 

> 

> Richard 


Try some of the http://www.playstation.co.uk/yaroze/demos/ 

2d demos....in the SCEE area. 

-—-MESSAGE FILE 11990 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000002 


—-MESSAGE FILE 11991 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000003 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Sprites 

Date: 19 Mar 1997 01:12:02 GMT 

Organization: The World's Fair Ltd 

Lines: 7 

Message-ID: <01bc340259e384cc0$5b18 98 9e@civy> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 

I think I already know the answer but here goes anyway¿ 

Is there a mechanism for sprite collision detection? 

I've looked through the manuals with no joy. But as they say, it costs 
nothing to ask ( they not being MS of course:) ). 


Richard 
—-MESSAGE FILE 11991 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000003 


——MESSAGE FILE 11992 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000004 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Background Images 

Date: Fri, 21 Mar 1997 19:19:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <3332DF3B.14F5@innotts.co.uk> 
NNTP-Posting-Host: serialB03.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 


Does anyone know where I can get source for displaying a 


background image (GsBG definition)? 


I have tried all day to display a repeated texture cell 


but have been so far been unsuccessful. 
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Also, is it possible to rotate the background image using 
hardware - There is a rotate field within the GsBG structure 
but the comments describing the function GsSortFixBg16 
(which I am trying to use to display the image) say :- 


"BG rotation/scaling/reduction not possible" 


Thanks in advance, 


Richard Haskey 


N.B. For what its worth, the screen I am using is setup as 


320 X 256 with video mode PAL. 
—-MESSAGE FILE 11992 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000004 


—--MESSAGE FILE 11993 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000005 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Background Images 

Date: 22 Mar 1997 02:43:13 GMT 

Organization: The World's Fair Ltd 

Lines: 93 

Message-ID: <01lbc366a$dde16220$5b18989e@civy> 
References: <3332DF3B.14F5@innotts.co.uk> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Richard Haskey <rhaskey@innotts.co.uk> wrote in article 
<3332DF3B.14F5@innotts.co.uk>... 

> Hi, 

> 


Does anyone know where I can get source for displaying a 


background image (Շտ8Շ definition)? 


I have tried all day to display a repeated texture cell 


but have been so far been unsuccessful. 


Also, is it possible to rotate the background image using 
hardware - There is a rotate field within the GsBG structure 
but the comments describing the function GsSortFixBg16 


(which I am trying to use to display the image) say :- 


VVVVVVVVVVVVVVV VV VV VV VV 


"BG rotation/scaling/reduction not possible" 
Just had a look at it as well I've sort of got it to work ish. 


It's all hardwired and only uses one cell but here goes. 
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Hope it helps 


Richard 
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unsigned long m_work[ (((320/16+1) * (240/16 +1+1) *6+4) *2+2)]; 


GsCELL m_cell[2]; 

unsigned short m_index[400]; 
GsMAP m_map; 

GsBG m_bg;é 


//Put before main game loop 
MWbload("tile.tim", (void *)TIM_ADDRESS) ; 
LoadTimFile (TIM_ADDRESS) ; 

rea 
initBG(TIM_ADDRESS) ; 
GsInitFixBg16( &m_bg,&m_work[0] );¿ 


//Put in main game loop 


GsSortFixBg16 (&m_bg,m_work, &WorldOT[activeBuffer], 


void initBG(u_long mainMemoryAddress) 
{é 
GsIMAGE timImage; 


//CodeWarrior Only I think 
//Get from TimView in demo a 


0);¿ 


// structure holding info on TIM file 


//For 8 bit clut 


(timImage.cy << 6); 


timImage.py); 


int i; 
GsGetTimInfo( (u_long *) (mainMemoryAddress+4), &timImage) ; 
m_cell[0].u=(timImage.px % 64) *2; 
m_cell[0].v=timImage.py % 256; 
m_cell[0].cba=(timImage.cx/16) | 
m_cell[0].flag=0; 
m_cell[0].tpage=GetTPage(1, 0, timImage.px, 
for (i=0;1<400;i++) 
{ 

m_index[i]=0; 
} 
m_map.cellw=16;//timImage.pw *2; 
m_map.cellh=16; //timImage.ph; 
m_map.ncellw=20; 
m_map.ncellh=20; 
m_map.base=&m_cell1[0]; 
m_map.index = &m_index[0]; 
m_bg.x=0; 
m_bg.y=0; 
m_bg.w=320; //N/A: ( 
m_bg.h=240; //N/A: ( 
m_bg.scrol1lx=0; 
m_bg.scrolly=0; 
m_bg.r=m_bg.g=m_bg.b=128; 
m_bg.map=&m_map; 
m_bg.mx=0; //N/A : ( 
m_bg.my=0; //N/A : ( 
m_bg.scalex=4096*2; //N/A :( 
m_bg.scaley=4096*2; //N/A :( 
m_bg.rotate=0; //N/A : ( 
m_bg.attribute=0x41000000; 


he 


—-MESSAGE FILE 11993 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000005 


—-MESSAGE FILE 11994 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000006 
Path: chuka.playstation.co.uk!news 
From: Richard Haskey <rhaskey@innotts.co.uk> 


Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Background Images 

Date: Sat, 22 Mar 1997 10:00:07 +0000 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 11 
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Message-ID: <3333ADA7.C53@innotts.co.uk> 

References: <3332DF3B.14F5@innotts.co.uk> <01bc366a$dde16220$5b18989e@civy> 
NNTP-Posting-Host: serialA04.innotts.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 
Thanks for the source , I will give it a go. 
Still if anyone has any idea how to rotate the background 
(without using sprites) I would be glad to hear from you. 


It seems unlikely that the background structure would have 
a field for rotation if none of the functions allow you to 
use it, but you never know :) 


Thanks again, 
Richard Haskey 
—-MESSAGE FILE 11994 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000006 


——MESSAGE FILE 11995 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000007 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Test 

Date: Mon, 24 Mar 1997 10:23:26 +0000 
Organization: SCEE 

Lines: 1 

Message-ID: <3336561E.1FF3@interactive.sony.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


This is a test - please ignore 
—-MESSAGE FILE 11995 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000007 


—--MESSAGE FILE 11996 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000008 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Background Images 

Date: Mon, 24 Mar 1997 10:38:04 +0000 

Organization: SCEE 

Lines: 21 

Message-ID: <3336598B.5B84@interactive.sony.com> 

References: <3332DF3B.14F5@innotts.co.uk> <Olbc366aSddel16220$5b18989e@civy> <3333ADA 
7.C53@innotts.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: ps_yaroze@interactive.sony.com 


Richard Haskey wrote: 


> 

> Hi, 

> Thanks for the source , I will give it a go. 

> Still if anyone has any idea how to rotate the background 

> (without using sprites) I would be glad to hear from you. 

> 

> It seems unlikely that the background structure would have 
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a field for rotation if none of the functions allow you to 
use it, but you never know :) 


Thanks again, 


VVVVYV 


Richard Haskey 


Although the GsBG structure includes a field for rotation this is a left 
over from the full development environment, and there is no way of using 
it on the Yaroze. The only other way of rotating a background without 
using a sprite is to use a polygon. 


Stuart 
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—-MESSAGE FILE 11996 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000008 


——MESSAGE FILE 11997 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000009 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprites 

Date: Mon, 24 Mar 1997 10:40:53 +0000 
Organization: SCEE 

Lines: 15 

Message-ID: <33365A35.B73@interactive.sony.com> 
References: <01bc3402$9e384cc0$5b18 98 9e@civy> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: ps_yaroze@interactive.sony.com 


Richard Maddocks wrote: 


> 

> Hi, 

> I think I already know the answer but here goes anyway, 

> Is there a mechanism for sprite collision detection? 

> I've looked through the manuals with no joy. But as they say, it costs 
> nothing to ask ( they not being MS of course:) ). 

> 

> Richard 


I'm afraid you have to do your own sprite collision detection, that way 
you can optimise the collision as necessary. 


Stuart 


—-MESSAGE FILE 11997 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000009 


——MESSAGE FILE 11998 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000010 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Background Images 

Date: Wed, 26 Mar 1997 09:48:16 +0000 
Organization: SCEE 

Lines: 43 

Message-ID: <3338FO0DF.3D4@interactive.sony.com> 
References: <3332DF3B.14F5@innotts.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Richard Haskey wrote: 
Hi, 

Does anyone know where I can get source for displaying a 

background image (Շտ8Շ definition)? 

I have tried all day to display a repeated texture cell 

but have been so far been unsuccessful. 

Also, is it possible to rotate the background image using 

hardware - There is a rotate field within the GsBG structure 

but the comments describing the function GsSortFixBg16 


(which I am trying to use to display the image) say :- 


"BG rotation/scaling/reduction not possible" 
Thanks in advance, 
Richard Haskey 


N.B. For what its worth, the screen I am using is setup as 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


320 X 256 with video mode PAL. 


You can't rotate or scale a GSBG, the fields in the structure are a left 
over from the full libraries. GsSortFixBg16 also only works for 4 and 8 
bit textures with a cell size of 16. 


To be honest nobody here uses it. To display a background its much 
easier to use either sprites, if you want to do scaling/rotating, or use 
LoadImage and MoveImage. The down side to both methods is scrolling, 
which means using 4 sprites and moving them around. 


Of course you can use polygons which is possibly the fastest method. 


Stuart 
—-MESSAGE FILE 11998 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000010 


—-MESSAGE FILE 11999 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000011 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: GsIMAGE pmode 8 

Date: 1 Apr 1997 21:51:59 GMT 

Organization: froth kid 

Lines: 22 

Message-ID: <01bc289bSf6314fc0$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


According to the manual, there are valid image pmodes of 0 to 4. 


I have created a TIM file from a BMP using TIMUtil, with 4 bit CLUT data 
and load it in on the heap using MWbload (codewarrior function). The 
correct number of bytes load in. Then when I do GsGetTimInfo on the pointer 
+ 4 bytes, the image structure passed back has a pmode of 8; i would have 
expected 0. 


Every other parameter is just as I set it in TIMutil, px py pw etc. I set 
a rectangle to the parameters in the TIM (again correct with the debugger) 
and pass a valid pointer (image.pixel) to LoadImage, which causes a bus 
error when I call it. I have already called setvideomode, gsinitgraph and 
gsdefdispbuff 
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Everything I pass to LoadImage seems to be right, the only thing thats 
bothering me is this pmode of 8. Is this actually a valid pmode or are 
things getting corrupted somewhere. Can anyone think of anything obvious 
I'm not doing right? 


thanks 


graeme 
—-MESSAGE FILE 11999 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000011 


—--MESSAGE FILE 12000 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000012 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsIMAGE pmode 8 

Date: Wed, 02 Apr 1997 10:01:06 +0100 

Organization: SCEE 

Lines: 34 

Message-ID: <33422052.4C18@interactive.sony.com> 
References: <0Olbc289bS$f6314fc0$c793989e@fourny.demon.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


grim wrote: 
According to the manual, there are valid image pmodes of 0 to 4. 


I have created a TIM file from a BMP using TIMUtil, with 4 bit CLUT data 
and load it in on the heap using MWbload (codewarrior function). The 
correct number of bytes load in. Then when I do GsGetTimInfo on the pointer 
+ 4 bytes, the image structure passed back has a pmode of 8; i would have 
expected 0. 


Every other parameter is just as I set it in TIMutil, px py pw etc. I set 
a rectangle to the parameters in the TIM (again correct with the debugger) 
and pass a valid pointer (image.pixel) to LoadImage, which causes a bus 
error when I call it. I have already called setvideomode, gsinitgraph and 
gsdefdispbuff 


Everything I pass to LoadImage seems to be right, the only thing thats 
bothering me is this pmode of 8. Is this actually a valid pmode or are 
things getting corrupted somewhere. Can anyone think of anything obvious 
I'm not doing right? 


thanks 


VVVVVVVVVVVVVVV VV VV VV VV 


graeme 


Bit 3, describes if there is a CLUT or not so the mode is 0, but the 
CLUT bit is also set, making it 8. 


I can't tell you why your code crashes without seeing it. If you look at 
the textutil demo it loads all types of TIMs and sets up sprites. 


Stuart 
—-MESSAGE FILE 12000 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000012 


——MESSAGE FILE 12001 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000013 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsIMAGE pmode 8 - another red herring 

Date: 2 Apr 1997 19:56:32 GMT 

Organization: froth kid 

Lines: 93 

Message-ID: <01bc28b3$29e10100$c793989e@fourny.demon.co.uk> 

References: <Olbc289bSf6314fc0$c793989e@fourny.demon.co.uk> <33422052.4C18@interacti 
ve.sony.com> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


OK you asked for it :) 


Sorry if it's a bit C++. I'm not ashamed. Picture if you will an 
object-oriented fishing game. 


main () 

{ 
SetVideoMode (MODE_PAL) ; 
GsInitGraph (320, 256, 4, 
GsDefDispBuff(0, 0, 0, 25 
CSea sea(0, 0, 0, 0); 


calls contructor for CSea 


CSea::CSea(int playerl, int player2, int player3, int player4) 
{ 


mOT [0] .length=OT_LENGTH; //ordering tables, copied 

mOT [1] .length=OT_LENGTH; //from the balls demo 
mOT[0].org=mTags [0]; //but irrelevant I think 
mOT[1].org=mTags[1]; //given I only get where I do 


CFish *firstfish=new CFish(30, 30); 
calls constructor for CFish 


CFish::CFish(unsigned int x, unsigned int y) 
{ 

mSprite = new CSprite (1); 

mX=x; 

mY=y; 
} 


calls constructor for CSprite 


CSprite::CSprite(int frames) 
{ 
mFrames=frames; 
mTPages=new unsigned short [mFrames]j; 


} 


finishes, drops back to CSea constructor again 
é 
firstfish—>LoadSprite(); 


calls LoadSprite in CFish 


void CFish::LoadSprite() 
{ 

mSprite->Load(0, "small.tim", 576); 
ՍԵ 


calls load in CSprite 


void CSprite::Load(int frame, char *filename, int filesize) 
{ 

GsIMAGE image; 

RECT pixRect; 

RECT colRect; 

unsigned short tPage; 


MWRedirectI0 (__MWIO_CDROM) ; 
void *location=malloc(filesize); 
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long bytes=MWbload(filename, location); 
GsGetTimInfo((u_long *) (((char *)location)+4), &image) ; 
pixRect.x=image.px; 

pixRect.y=image.py; 

pixRect.w=image.pw; 

pixRect .h=image.ph; 

LoadImage (&pixRect, image.pixel); 

DrawSync (0); 

tPage=GetTPage(0, 0, pixRect.x, pixRect.y); 


Single step the debugger through that lot and it always crashes on 
LoadImage. Likewise put a breakpoint on GetTPage it will always crash 
before the breakpoint. 


image.pixel points 40 bytes after location, on the heap (initialised by 
codewarrior 

between the end of the program and the start of the stack, both in default 
positions). I believe there is a CLUT just before the pixel data. 


576 bytes are actually read by MWbload, and this is also the DOS size of 
the TIM. 


I downloaded the textutil file as was suggested, but it looked just like I 
expected it to, pretty much just like the code above. I wouldnt normally 
pester people with my stupid bugs but this has been annoying me for 3 days 
and I'm just not getting anywhere with it. Please let there be a simple 
oversight on my part. 


yours in hope 


Grim; 


Page 


7912 


—-MESSAGE FILE 12001 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000013 


——MESSAGE FILE 12002 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000014 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: GsIMAGE pmode 8 - another red herring 
Date: Thu, 03 Apr 1997 10:14:33 +0100 
Organization: SCEE 

Lines: 101 

Message-ID: <334374F9.17CE@interactive.sony.com> 


ve.sony.com> <01bc28b3$29e10100$c793989e@fourny.demon.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


grim wrote: 
OK you asked for it :) 


Sorry if it's a bit C++. I'm not ashamed. Picture if you will an 
object-oriented fishing game. 


main () 

{ 
SetVideoMode (MODE_PAL) ; 
GsInitGraph (320, 256, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 256); 
CSea sea(0, 0, 0, 0): 


calls contructor for CSea 


CSea::CSea(int playerl, int player2, int player3, int player4) 
{ 


VVVVVVVVVVVVVV VV VV 


mOT [0] .length=OT_LENGTH; //ordering tables, copied 


References: <01bc289bSf6314fc0$c793989e@fourny.demon.co.uk> <33422052.4C18@interacti 
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mOT [1] .length=OT_LENGTH; //from the balls demo 
mOT[0O].org=mTags [0]; //but irrelevant I think 
mOT[1].org=mTags[1]; //given I only get where I do 


CFish *firstfish=new CFish(30, 30); 
calls constructor for CFish 


CFish::CFish(unsigned int x, unsigned int y) 
{ 

mSprite = new CSprite (1); 

mX=x; 

mY=y; 
} 


calls constructor for CSprite 


CSprite::CSprite(int frames) 
{ 
mFrames=frames; 
mTPages=new unsigned short [mFrames]j; 


} 

finishes, drops back to CSea constructor again 
firstfish—->LoadSprite(); 

calls LoadSprite in CFish 


void CFish::LoadSprite() 
{ 

mSprite->Load(0, "small.tim", 576); 
} 


calls load in CSprite 


void CSprite::Load(int frame, char *filename, int filesize) 
{ 

GsIMAGE image; 

RECT pixRect; 

RECT colRect; 

unsigned short tPage; 


MWRedirectI0 (__MWIO_CDROM) ; 

void *location=malloc(filesize); 

long bytes=MWbload(filename, location); 
GsGetTimInfo((u_long *) (((char *)location)+4), &image) ; 
pixRect .x=image.px; 

pixRect.y=image.py; 

pixRect .w=image.pw; 

pixRect .h=image.ph; 

LoadImage (&pixRect, image.pixel); 

DrawSync (0); 

tPage=GetTPage(0, 0, pixRect.x, pixRect.y); 


Single step the debugger through that lot and it always crashes on 
LoadImage. Likewise put a breakpoint on GetTPage it will always crash 
before the breakpoint. 


image.pixel points 40 bytes after location, on the heap (initialised by 
codewarrior 

between the end of the program and the start of the stack, both in default 
positions). I believe there is a CLUT just before the pixel data. 


576 bytes are actually read by MWbload, and this is also the DOS size of 
the TIM. 


I downloaded the textutil file as was suggested, but it looked just like I 
expected it to, pretty much just like the code above. I wouldnt normally 
pester people with my stupid bugs but this has been annoying me for 3 days 
and I'm just not getting anywhere with it. Please let there be a simple 
oversight on my part. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


yours in hope 
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> 
> Grim 


It looks fine, what are the values for pixRect and location. Might also 
try declaring location as a variable not a malloc (shouldn't make a 
difference, but you never know). 


Stuart 
—-MESSAGE FILE 12002 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000014 


—-MESSAGE FILE 12003 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000015 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsIMAGE pmode 8 - another red herring 

Date: Fri, 04 Apr 1997 15:19:25 +0100 

Organization: SCEE 

Lines: 124 

Message-ID: <33450DEC. 7AE5@interactive.sony.com> 

References: <Olbc289bSf6314fc0$c793989e@fourny.demon.co.uk> <33422052.4C18@interacti 
ve.sony.com> <01bc28b3$29e10100$c793989e@fourny.demon.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


grim wrote: 
OK you asked for it :) 


Sorry if it's a bit C++. I'm not ashamed. Picture if you will an 
object-oriented fishing game. 


main () 

{ 
Set VideoMode (MODE_PAL) ; 
GsInitGraph (320, 256, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 256); 
CSea sea(0, 0, 0, 0): 


calls contructor for CSea 


CSea::CSea(int playerl, int player2, int player3, int player4) 


mOT [0] .length=OT_LENGTH; //ordering tables, copied 

mOT [1] .length=OT_LENGTH; //from the balls demo 
mOT[0].org=mTags [0]; //but irrelevant I think 
mOT[1].org=mTags[1]; //given I only get where I do 


CFish *firstfish=new CFish(30, 30); 
calls constructor for CFish 
CFish::CFish(unsigned int x, unsigned int y) 

mSprite = new CSprite (1); 

mX=x; 

mY=y; 
calls constructor for CSprite 
CSprite::CSprite(int frames) 

{ 


mFrames=frames; 
mTPages=new unsigned short [mFrames]j; 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Net Yaroze newsgroups message dump.txt Page 


finishes, drops back to CSea constructor again 
firstfish—->LoadSprite(); 
calls LoadSprite in CFish 


void CFish::LoadSprite() 
{ 

mSprite->Load(0, "small.tim", 576); 
} 


calls load in CSprite 


void CSprite::Load(int frame, char *filename, int filesize) 
{ 

GsIMAGE image; 

RECT pixRect; 

RECT colRect; 

unsigned short tPage; 


MWRedirectI0 (__MWIO_CDROM) ; 

void *location=malloc(filesize); 

long bytes=MWbload(filename, location); 
GsGetTimInfo((u_long *) (((char *)location)+4), &image) ; 
pixRect .x=image.px; 

pixRect.y=image.py; 

pixRect .w=image.pw; 

pixRect .h=image.ph; 

LoadImage (&pixRect, image.pixel); 

DrawSync (0); 

tPage=GetTPage(0, 0, pixRect.x, pixRect.y); 


Single step the debugger through that lot and it always crashes on 
LoadImage. Likewise put a breakpoint on GetTPage it will always crash 
before the breakpoint. 


image.pixel points 40 bytes after location, on the heap (initialised by 
codewarrior 

between the end of the program and the start of the stack, both in default 
positions). I believe there is a CLUT just before the pixel data. 


576 bytes are actually read by MWbload, and this is also the DOS size of 
the TIM. 


I downloaded the textutil file as was suggested, but it looked just like I 
expected it to, pretty much just like the code above. I wouldnt normally 
pester people with my stupid bugs but this has been annoying me for 3 days 
and I'm just not getting anywhere with it. Please let there be a simple 
oversight on my part. 


yours in hope 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Grim 


Firstly: code generated should be independent of the difference 
between siocons and CodeWarrior, so that people using either 
can run it easily. Hence, ALL CodeWarrior-specific functions 
should go in special procedures, only to be called 

(eg) ifdef CODEWARRIOR. Failure to make a clean separation 

will prevent people without Codewarrior from using your 

code. 


Secondly: multiple actions next to declarations, and 
no check for malloc; 

but my real suspicion is the combination of 

memory loading only just before its use, 

and dubious casting for GetTimInfo; the memory loading 
MAY be implemented as non-blocking process, 

in which case the loading won't finish until 
DrawSync(0), with clearly disaatrous consequences. 


Remedy: do loading into main memory way before anything else 


7915 
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and make certain in finishes before using anything; 

and for debugging, it is usually Much quicker to use 

printf to find the values of all things (and the 

point at which crash occurs) than it is to use the debugger. 
Print out all things and you're usually bound to find it; 
stepping through the debugger, it's very easy to not check 
all variables. 


Lewis 
—-MESSAGE FILE 12003 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000015 


--MESSAGE FILE 12004 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000016 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprites 

Date: Fri, 04 Apr 1997 15:25:14 +0100 
Organization: SCEE 

Lines: 23 

Message-ID: <33450F4A.58D7@interactive.sony.com> 
References: <01bc3402$9e384cc0$5b18 98 9e@civy> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Maddocks wrote: 


> 

> Hi, 

> I think I already know the answer but here goes anyway, 

> Is there a mechanism for sprite collision detection? 

> I've looked through the manuals with no joy. But as they say, it costs 
> nothing to ask ( they not being MS of course:) ). 

> 

> Richard 


Basically, sprite collision detection is done by 
non-PlayStation-specific methods; usual game programming 
tricks apply, the most common being using a bounding rectangle 
for each sprite, and testing collision by testing if the 
rectangles touch/overlap. 


Many well-known graphics and games books will discuss many 
methods for sprite collision detection and handling. 


Lewis 
—-MESSAGE FILE 12004 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000016 


——MESSAGE FILE 12005 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000017 

Path: chuka.playstation.co.uk!news 

From: "grim" <frothy@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsIMAGE pmode 8 (LARGE) 

Date: 6 Apr 1997 16:26:02 GMT 

Organization: froth kid 

Lines: 102 

Message-ID: <01bc29a25S9bf69300$c793989e@fourny.demon.co.uk> 

References: <Olbc289bSf6314fc0$c793989e@fourny.demon.co.uk> <33422052.4C18@interacti 
ve.sony.com> <01bc28b3$29e10100$c793989e@fourny.demon.co.uk> <33450DEC.7AE5@interact 
ive.sony.com> 

NNTP-Posting-Host: fourny.demon.co.uk 
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X-Newsreader: Microsoft Internet News 4.70.1155 
Lewis wrote: 


Firstly: code generated should be independent of the difference 
between siocons and CodeWarrior, so that people using either 
can run it easily. Hence, ALL CodeWarrior-specific functions 
should go in special procedures, only to be called 

(eg) ifdef CODEWARRIOR. Failure to make a clean separation 

will prevent people without Codewarrior from using your 

code. 


VVVVVVV 


Is the PC-side of MWbload not supported in SIOCONS, only in PSCOMUTIL? I 
kind of assumed it was in both. MWbload is useful. I was going to use it 8 
lot because then I wouldn't have to manually keep a map of where everything 
is going in memory which kind of makes me gag. 


but my real suspicion is the combination of 

memory loading only just before its use, 

and dubious casting for GetTimInfo; the memory loading 
MAY be implemented as non-blocking process, 

in which case the loading won't finish until 
DrawSync(0), with clearly disaatrous consequences. 


VV V V V V 


I tried putting in a DrawSync(0) after MWbload but it didnt affect 
anything. I also changed the casting to make location a pointer to unsigned 
long (so the GetTimInfo offet becomes 1). Made no difference 


> Remedy: do loading into main memory way before anything else 
> and make certain in finishes before using anything; 


The main memory loading and texture page creation both have to get done in 
the 

initialisation, so I can use the texture page. I think you are on to 
something with the loading images not finishing. When I accidentally 
deleted the TIM file (so the load failed), LoadImage did not crash. 


and for debugging, it is usually Much quicker to use 

printf to find the values of all things (and the 

point at which crash occurs) than it is to use the debugger. 
Print out all things and you're usually bound to find it; 
stepping through the debugger, it's very easy to not check 
all variables. 


VV NV V V V 


IS the printf buffer to the PC flushed after every printf? I've had bad 
experiences with this sort of thing before. I was actually using the 
codewarrior debugger which has a rather nice watch window with all the 
current variables in it. However, I have inserted some printfs. 


for information, the values printed are; 


bytes=576 
x=640 

y=256 

w=8 (=32/4) 
h=32 


I'm going to go to Metrowerks support with the problem. I've extracted all 
the lines that did anything in the C++ and turned them into a C file (since 
I dont think they even bothered compiling any C++ files before releasing 
the compiler). Could you look over the file and TIM and make sure the 
problems not with Sony? (like the TIM file not being the correct format, 
although in TIMutil its OK) 


Graeme 
—-MESSAGE FILE 12005 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000017 


——MESSAGE FILE 12006 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000018 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: GsSIMAGE pmode 8 (LARGE) 

Date: Mon, 07 Apr 1997 11:39:54 +0100 

Organization: SCEE 

Lines: 38 

Message-ID: <3348CEFA.4183@interactive.sony.com> 

References: <Olbc289bSf6314fc0$c793989e@fourny.demon.co.uk> <33422052.4C18@interacti 
ve.sony.com> <01bc28b3$29e10100$c793989e@fourny.demon.co.uk> <33450DEC. 7AE5@interact 
ive.sony.com> <01bc29a2$9bf69300$c793989e@fourny.demon.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


grim wrote: 
Lewis wrote: 


Firstly: code generated should be independent of the difference 
between siocons and CodeWarrior, so that people using either 
can run it easily. Hence, ALL CodeWarrior-specific functions 
should go in special procedures, only to be called 

(eg) ifdef CODEWARRIOR. Failure to make a clean separation 

will prevent people without Codewarrior from using your 

code. 


VV V V V V V 


Is the PC-side of MWbload not supported in SIOCONS, only in PSCOMUTIL? I 
kind of assumed it was in both. MWbload is useful. I was going to use it a 
lot because then I wouldn't have to manually keep a map of where everything 
is going in memory which kind of makes me gag. 


VVVVVVVVVVVVVV VV 


appreciate this seems awkward, but the trouble with dynamic 

loading into main memory is that it is both enormously slow, and 

makes your program far more error-prone than one, single batch 

load of everything. You're honestly much better off with a fixed, one-D 
memory map of Yaroze RAM space (really not hard to build and maintain) 
than with dynamic loading. 


Sadly, the siocons tool does not support direct loading 
invoked from game code for files on PC hard disk; it does 
for the CD, but that is rather limited. Hence, if you want 
your games to be playable by the (large) number of non-CodeWarrior 
Yarozers, you must build the code to be easily remakeable under 
both environments; hence all MW_ functions bundled into 
specific functions, not into general init_texture functions. 


Please look at the 2d, 2d2 and other demos which 
load 2d images for a simpler way of initialising textures; 
this may save you a lot of time compared to debugging a given 
code fragment. 
—-MESSAGE FILE 12006 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000018 


--MESSAGE FILE 12007 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000019 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsIMAGE pmode 8 (LARGE) 

Date: Mon, 07 Apr 1997 14:15:01 +0100 

Organization: SCEE 

Lines: 89 

Message-ID: <3348F355.6E8B@interactive.sony.com> 

References: <01bc289bSf6314fc0$c793989e@fourny.demon.co.uk> <33422052.4C18@interacti 
ve.sony.com> <01bc28b3$29e10100$c793989e@fourny.demon.co.uk> <33450DEC.7AE5@interact 
ive.sony.com> <01bc29a2$9bf69300$c793989e@fourny.demon.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Since the last reply, Stuart has tried the code fragment 
and been unable to make it progress beyond the MW bload. 
Given the current temporary hitch in the robustness 

of that function, you could build a simple 

test program for your code fragment and test it 

using GNU/siocons; this should say if the problem 

is in code or in memory downloading. 


Or use other TIM initialisation procedures 
Good Luck 


Lewis 


grim wrote: 
Lewis wrote: 


Firstly: code generated should be independent of the difference 
between siocons and CodeWarrior, so that people using either 
can run it easily. Hence, ALL CodeWarrior-specific functions 
should go in special procedures, only to be called 

(eg) ifdef CODEWARRIOR. Failure to make a clean separation 

will prevent people without Codewarrior from using your 

code. 


VV V V V V V 


Is the PC-side of MWbload not supported in SIOCONS, only in PSCOMUTIL? I 
kind of assumed it was in both. MWbload is useful. I was going to use it a 
lot because then I wouldn't have to manually keep a map of where everything 
is going in memory which kind of makes me gag. 


but my real suspicion is the combination of 

memory loading only just before its use, 

and dubious casting for GetTimInfo; the memory loading 
MAY be implemented as non-blocking process, 

in which case the loading won't finish until 
DrawSync(0), with clearly disaatrous consequences. 


V V V V V V 


I tried putting in a DrawSync(0) after MWbload but it didnt affect 
anything. I also changed the casting to make location a pointer to unsigned 
long (so the GetTimInfo offet becomes 1). Made no difference 


> Remedy: do loading into main memory way before anything else 
> and make certain in finishes before using anything; 


The main memory loading and texture page creation both have to get done in 
the 

initialisation, so I can use the texture page. I think you are on to 
something with the loading images not finishing. When I accidentally 
deleted the TIM file (so the load failed), LoadImage did not crash. 


and for debugging, it is usually Much quicker to use 

printf to find the values of all things (and the 

point at which crash occurs) than it is to use the debugger. 
Print out all things and you're usually bound to find it; 
stepping through the debugger, it's very easy to not check 
all variables. 


V V V V V V 


IS the printf buffer to the PC flushed after every printf? I've had bad 
experiences with this sort of thing before. I was actually using the 
codewarrior debugger which has a rather nice watch window with all the 
current variables in it. However, I have inserted some printfs. 


for information, the values printed are; 
bytes=576 
x=640 


VVVVVVVVVVNVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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I'm going to go to Metrowerks support with the problem. I've extracted all 
the lines that did anything in the C++ and turned them into a C file (since 
I dont think they even bothered compiling any C++ files before releasing 
the compiler). Could you look over the file and TIM and make sure the 
problems not with Sony? (like the TIM file not being the correct format, 
although in TIMutil its OK) 


Graeme 


Name: Small.tim 
Part 1.2 Type: unspecified type (application/octet-stream) 
Encoding: x-uuencode 


Name: Main.c 
Part 1.4 Type: unspecified type (application/octet-stream) 
Encoding: x-uuencode 
--MESSAGE FILE 12007 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000019 


VVVVVVVVVVVV VV VV VV VV 


——MESSAGE FILE 12008 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000020 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Background Images 

Date: Mon, 07 Apr 1997 16:10:04 GMT 

Organization: Into Beyond 

Lines: 24 

Message-ID: <33497260.1869314@news.playstation.co.uk> 
References: <3332DF3B.14F5@innotts.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 21 Mar 1997 19:19:23 +0000, Richard Haskey 
<rhaskey@innotts.co.uk> did quoth at me: 


> N.B. For what its worth, the screen I am using is setup as 
> 
> 320 X 256 with video mode PAL. 


Just playing with BG stuff here, and it all buggers up under PAL. 


Screen refresh suddenly dies to ZX81 rates. Also, does the BG display 
size have any effect? 


BG scrolling (etc) works under NTSC ok. 


Incidently, silly question, but is the valid pal display area 256 high 
or 248? I only ask because some of my code insists on using the area 
0-247 and no more. Is it just me being extremely stupid and setting 
up some display stuff wrong? It must be. Shoot me please someone. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 12008 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000020 


—--MESSAGE FILE 12009 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000021 
Path: chuka.playstation.co.uk!news 
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From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: BG - New library 

Date: Mon, 07 Apr 1997 16:23:24 GMT 
Organization: Into Beyond 

Lines: 14 

Message-ID: <334a1f30.20834460@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


I am playing around with my own BG implementation. Not sure if it'll 
be fast enough but if it is (and I finish it) I'll look at uploading a 
linkable lib version. There /may/ be a version which allows full 
rotation, and in general it should be more fliexible that Sony's 
implementation. 


Whether it'll be fast enough, I can't say. 


Anyone that would have a use for it? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 12009 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000021 


——MESSAGE FILE 12010 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000022 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: ANNOUNCE: new BG routine / parallax scrolling 
Date: Wed, 09 Apr 1997 00:07:16 GMT 

Organization: Into Beyond 

Lines: 50 

Message-ID: <334ad93c.5077368@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Been playing around today with a replacement for Sony's BG routines 
because they don't seem very good and don't have enough functioning 
options. (try it and see what I mean) 


Currently I have some quite general routines that work on very similar 
structures (virtually identical] to the GsBG calls so any of you with 
2d code can easily change your routines over. 


The current version supports multiple backgounds (as many as you 
want). Each background can have its own size and structures. No size 
restrictions, and /everything/ can be changed each frame. Yes, it's 
incredible shrinking background time! It doesn't support GsCell.flag 
which allows tiles to be flipped, but I'll probably do a version which 
does support this (though it'll be slower). 


I currently have ~4-5 full pal screen transparent backgrounds flying 

around in 50 frames. I could do a few more for project specific stuff 
or if I rewrote the routine in assembler, but this'll do for my needs. 
General rgb brightness values can be set, but no on individual blocks 
(easy to add if anyone wants their own version). 


I'd like to put a demo out and then a library with all the calls, but 
first I need someone to put together a map and some graphics! The map 
is put together in the same manner as GsBG's with a few minor changes 
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to the GsCELL related structure. Remember I can have multiple 
transparent different sized backgrounds... If anyone can help then it 
will be much appreciated as I don't have time myself. 


I still plan to write a version which supports rotation and 16x16, 
32x32 and 64x64 tiles. This version will have 3 appropriate calls but 
will be slower than the non rotation version. It should also support 
scaling and changing centers of rotation. I am considering 
perspective support and perhaps some colouring support. Perspecting 
probably won't get done (does anyone need it?) but I'll add colouring 
support on request (again, it'll be quite a bit slower) - by this I 
mean you can set rgb values for each point on the grid and goraud 
shading will take place. 


If completed the library will be released and can be used free by PS-X 
programmers on any non-profit making product. 


Anyone who is interested, let me know! And tell me what other features 
you may like. If I have time I'll put them in. For anyone doing any 2d 
work this lib should be invaluable. Also useful for special effects 
and menus. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 12010 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000022 


--MESSAGE FILE 12011 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000023 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Display 640x480/512 256 colour bitmap 
Date: Wed, 09 Apr 1997 12:14:33 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <334BEA99.76D2@compuserve.com> 
References: <3336561E.1FF3@interactive.sony.com> 
NNTP-Posting-Host: 1d11-040.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl16; I) 


I am trying to convert an old MS-DOS game to Yaroze. The first thing I 
have attempted is to display a 640x480 256 colour bitmap (PC screenshot) 
on the TV to see how the game might look. However using TIMV.BAT is 
inadequate as only part of the image is displayed and is not in colour 


I have modified the 2d demo to use 640x512 but the screen is tiled with 
only a small section of the image. Maybe the texture page is wrong or 
setup of double buffer is incorrect? 


Has anyone had any success with this or knows which demo I should 
download? 


Thanks in advance 

Ken Lam 

ESP Software 

—-MESSAGE FILE 12011 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000023 


—--MESSAGE FILE 12012 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000024 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Display 640x480/512 256 colour bitmap 

Date: Wed, 09 Apr 1997 13:30:47 +0100 
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Organization: SCEE 
Lines: 33 
Message-ID: <334B8BF7.650A@interactive.sony.com> 


References: <3336561E.1FF3@interactive.sony.com> <334BEA99.76D2@compuserve.com> 


Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ken Lam wrote: 


I am trying to convert an old MS-DOS game to Yaroze. The first thing I 
have attempted is to display a 640x480 256 colour bitmap (PC screenshot) 
on the TV to see how the game might look. However using TIMV.BAT is 
inadequate as only part of the image is displayed and is not in colour 


I have modified the 2d demo to use 640x512 but the screen is tiled with 
only a small section of the image. Maybe the texture page is wrong or 
setup of double buffer is incorrect? 


Has anyone had any success with this or knows which demo I should 
download? 


Thanks in advance 
Ken Lam 
ESP Software 


VVVVVVVVVVVVVV VV 


I advise you not to use timv.bat; many of the MsDOS tools 
in psx\bin behave oddly, some only work at 9600 bpd baud rate, etc. 


For TIM files, look at timview, timview2, 2dl and 2d2, 
all should be in the scee samples section. 


Note that no polygon/sprite can have a texture larger than 256x256; 
for any larger picture, use LoadImage or MovelImage to 

Directly copy/load the TIM into the two buffer areas. 

This is less than ideal, but there are a number of ways 

to do this quickly; demos on this will be forthcoming. 


Lewis 


7923 


--MESSAGE FILE 12012 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000024 


—--MESSAGE FILE 12013 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000025 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: TIM(e) to re-write the manuals... 
Date: 12 Apr 1997 10:34:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <01bc472d$46e45200S6alce8c3@cma> 
NNTP-Posting-Host: 1d53-106.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Ok, I've just started to "mess" with my playstation. Having digested all of 
the oh-so-useful information in the manuals I'm slightly confused about the 
TIM / frame-buffer relationship. 


The windows TIM manager allows you to align the TIMs up in memory etc. and 
tells you all the useful byte offsets etc. but are these actually inherent 
properties of the TIM itself ? In other words when I DLOAD the data down to 
the PS are the TIMs automatically loaded / aligned within the frame buffer 
or do I have to use LoadImage (or equiv) to actually shift the data there 
myself ? 


Chris Allmark. 
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—-MESSAGE FILE 12013 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000025 


—-MESSAGE FILE 12014 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000026 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM(e) to re-write the manuals... 

Date: Sat, 12 Apr 1997 11:02:15 GMT 

Organization: Into Beyond 

Lines: 23 
Message-ID: <334f6b17.3523370@news.playstation.co.uk> 
References: <01bc472d$46e45200S$6alce8c3@cma> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On 12 Apr 1997 10:34:11 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


>The windows TIM manager allows you to align the TIMs up in memory etc. and 
>tells you all the useful byte offsets etc. but are these actually inherent 
>properties of the TIM itself ? In other words when I DLOAD the data down to 
>the PS are the TIMs automatically loaded / aligned within the frame buffer 
>or do I have to use LoadImage (or equiv) to actually shift the data there 
>myself ? 


Frame buffer and CLUT location information is stored in the TIM 
itself. Check out some of the example demos on the Yaroze site - 
almost all of them load up tim data. The sourcecode lines required are 
very small so you shouldn't have any problems pretty much ripping them 
out. 


FYI siocons dls your tim to main memory, and then you have to copy 
that into vram, using the location stored in the tim structure. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 12014 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000026 


——MESSAGE FILE 12015 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000027 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM(e) to re-write the manuals... 

Date: 12 Apr 1997 13:36:37 GMT 

Organization: Zoo Software Solutions 

Lines: 11 

Message-ID: <01bc4746$c3ddb120$9b07e8c3@cma> 

References: <01bc472d$46e45200S6alce8c3@cma> <334f6b17.3523370@news.playstation.co.u 
k> 

NNTP-Posting-Host: 1d12-155.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ta Alex, 


> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 
> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 
> MM: "Hand the opposition the lead, the supporters love it" 


Net Yaroze newsgroups message dump.txt Page 7925 


BIW : If that WWFC refers to Wolves I suggest you remove from your 
Signature file :{ 


TTFN, Chris. 


—-MESSAGE FILE 12015 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000027 


--MESSAGE FILE 12016 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000028 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM(e) to re-write the manuals... 

Date: Sun, 13 Apr 1997 10:16:23 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <334fb63b.506464@news.playstation.co.uk> 

References: <01bc472d$46e45200S6alce8c3@cma> <334f6b17.3523370@news.playstation.co.u 
k> <01bc4746S$c3ddb120$9b07e8c3@cma> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 12 Apr 1997 13:36:37 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


>BTW : If that WWFC refers to Wolves I suggest you remove from your 
>signature file :( 


It does, and I don't want to talk about football having just lost to 
Reading due to 2 injury time goals. The first match I have missed for 
months as well. 


Nothing can possibly cheer me up now. 
Perhaps the lottery... 


...except I haven't got a ticket. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12016 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000028 


--MESSAGE FILE 12017 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000029 

Path: chuka.playstation.co.uk!news 

From: Giulio o Riccardo <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Controlling Sprites 

Date: Tue, 15 Apr 1997 19:25:43 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <3353BA17.39DC@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi, 
I have studied some demos and I have noticed that there is a common "if 
Pad..." to check the state of the controller. 


While the program is running I think it's a waste in CPU time. 
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I wonder if it's possible to use interrupts instead. 

Anyone has an idea? 

—-MESSAGE FILE 12017 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000029 


——MESSAGE FILE 12018 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000030 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Controlling Sprites 

Date: Tue, 15 Apr 1997 20:12:29 +0100 
Organization: SCEE 

Lines: 14 

Message-ID: <3353D31D.1E52@interactive.sony.com> 
References: <3353BA17.39DC@mbox.ulisse.it> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Giulio o Riccardo wrote: 


Hi, 
I have studied some demos and I have noticed that there is a common "if 
Pad..." to check the state of the controller. 


While the program is running I think it's a waste in CPU time. 
I wonder if it's possible to use interrupts instead. 
Anyone has an idea? 


VV V V V V V 


The pads are read by a Vsync routine every frame, and the results are 
returned in a memory buffer. The 'if pad' stuff is just how the demos 
access the buffers, and doesn't really take a lot of CPU time. 


Colin. 
--MESSAGE FILE 12018 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000030 


—-MESSAGE FILE 12019 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000031 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Sprite Z Ordering 

Date: 15 Apr 1997 21:21:05 GMT 

Organization: Zoo Software Solutions 

Lines: 20 

Message-ID: <01bc49e3$259ecfel0$250ce8c3@cma> 
NNTP-Posting-Host: 1d21-037.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


I hate the manuals. How the hell do you expect me to find out any useful 
routines when they're "lumped" together under the catch-all of "Graphics 
Functions", didja ever think to perhaps break it down a little into 
"SPRITES", "3D", "PALETTE MANAGEMENT" etc. or does everything just get a 
"please refer to the Net Yaroze Members' Web site" note at the bottom ? 


Anyway, I've been trying to knock together a few basic sprite management 
routines etc. and I'm a bit confused. I had assumed that the GsSortSprite() 
and GsSortFastSprite() functions sort the OT info, and account for thing 
such as Z axis (depth) via the pri (position in OT) member. I can't get it 
to display anything unless I use 0. 


...and another thing can anyone explain to me the values of PACKET for 
GsSetWorkBase - I've seen values such as 1000*24, or 1000 * (20+4) etc. but 
can't any explaination as to why these values are used. 


Thanks y'all. 
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Chris Allmark, Zoo Software Solutions 

"If you can't plug it in - We don't use it !" 

—-MESSAGE FILE 12019 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000031 


——MESSAGE FILE 12020 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000032 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite Z Ordering 

Date: 15 Apr 1997 21:47:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lbc49e7$2d8fc0c0$b756dec2@algorithm> 
References: <0O1lbc49e3$259ecfe0$250ce8c3@cma> 
NNTP-Posting-Host: algorithm.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Allmark <ZooSoft@compuserve.com> wrote in article 
<01bc49e3$259ecfe0$250ce8c3@cma>... 

> Anyway, I've been trying to knock together a few basic sprite management 
> routines etc. and I'm a bit confused. I had assumed that the 
GsSortSprite() 

> and GsSortFastSprite() functions sort the OT info, and account for thing 
> such as Z axis (depth) via the pri (position in OT) member. I can't get 
it 

> to display anything unless I use 0. 


(Stupid question:) Are you initialising the OT? If not, you'd only be able 
to draw things linked at the first node... 


Russ 
—-MESSAGE FILE 12020 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000032 


--MESSAGE FILE 12021 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000033 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Tim palette mess 

Date: Wed, 16 Apr 1997 09:56:33 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <335485F0.6049@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


I have done a simple demo to use some 2d stuff on a TIM made by me. 

With a small TIM (100*80 res 8 bit clut) there's no problems. 

If I change TIM res or if I use 16 bit color depth it's a mess. (my 
program is written to be compatible with 4, 8, 16 bit TIMs) 

My TIM gets some of the wall displayed at the console start-up and show 
it along with some fonts. 

The program runs correctly but the display has only the shape of my TIM. 
I'm trying to fix this bug but I have not a lot of time (I have to study 
a lot) so if anyone has got the same problem and has a solution just 
tell me, please. 


Thanks 
-—-MESSAGE FILE 12021 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000033 


—--MESSAGE FILE 12022 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000034 

Path: chuka.playstation.co.uk!news 

From: Vassilis <touronis@hyper.gr> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Space Invaders rewrite 

Date: Wed, 16 Apr 1997 14:40:27 +0300 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <3354BAAB.7F6E@hyper.gr> 
Reply-To: touronis@hyper.gr 
NNTP-Posting-Host: thes05p15.otenet.gr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I am rewriting the Space Invaders demo found on the demos area. I am 
using a GsSprite TIM file (4-bit) as a background instead of the GsBOXF 
of the original demo. However, everything is on my screen but the 
invaders. The background is on the screen, players' ship is on the 
screen, the shots are on the screen but the invaders are not the screen 
(they exist but they don't show on the screen). Can anyone help ? 


Vassilis 
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--MESSAGE FILE 12022 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000034 


——MESSAGE FILE 12023 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000035 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Space Invaders rewrite 

Date: Wed, 16 Apr 1997 13:37:09 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <3354C7F5.1335@interactive.sony.com> 
References: <3354BAAB.7F6E@hyper.gr> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


ilis wrote: 


< 
Ց 
տ 
տ 
F 


I am rewriting the Space Invaders demo found on the demos area. I am 
using a GsSprite TIM file (4-bit) as a background instead of the GsBOXF 
of the original demo. However, everything is on my screen but the 
invaders. The background is on the screen, players' ship is on the 
screen, the shots are on the screen but the invaders are not the screen 
(they exist but they don't show on the screen). Can anyone help ? 


VVVVVVNVV V 


Vassilis 


The space invaders program was among the first I wrote, 
and the TIM/GSSPRITE code probably isn't general. 


The later demos that Definitely work with 4, 8 and 16 bit TIMs 
(and provide functions to directly link to sprites) 

are 241, 2d2, and the 2d routines found in tunelfin 

and ninth\modules-ninth. 


Probably best to rip out the later routines and use those 
with the invaders main shell. 


Lewis 


-—-MESSAGE FILE 12023 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000035 
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--MESSAGE FILE 12024 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000036 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Wed, 16 Apr 1997 13:48:03 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 68 

Message-ID: <3354CA83.3A4A@interactive.sony.com> 

References: <01bc49e3$259ecfe0$250ce8c3@cma> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris Allmark wrote: 


I hate the manuals. How the hell do you expect me to find out any useful 
routines when they're "lumped" together under the catch-all of "Graphics 
Functions", didja ever think to perhaps break it down a little into 
"SPRITES", "3D", "PALETTE MANAGEMENT" etc. or does everything just get a 
"please refer to the Net Yaroze Members' Web site" note at the bottom ? 


V V V V V V 


Sorry about the relative lack of strucure in the manuals, 
they are under ongoing improvement 


Anyway, I've been trying to knock together a few basic sprite management 
routines etc. and I'm a bit confused. I had assumed that the GsSortSprite() 
and GsSortFastSprite() functions sort the OT info, and account for thing 
such as Z axis (depth) via the pri (position in OT) member. I can't get it 
to display anything unless I use 0. 


VV N V V V 


The GsSortSprite (etc) functions that register sprites into OTs 
take a priority position argument; this allows you to put them 
anywhere. For a game using several 2d layers, each behind the other, 
this is nice and simple. To represent 3d objects with sprites, 

the width and height of the sprite need sorting, and its priority 
must be calculated by transforming the object's position 

into screen coordinates; the demo tunelfin (and others) includes 

a SortSpritePosition (or somesuch) function that does just this, 
this function shows a basic world-to-screen conversion 

with perspective. 


If you really can't get anything to display at priorities 
other than zero, I must suspect the main loop display code; 
the most straightforward way to build a game main loop is to 
grab the basic shell which sets up an OT, handles objects, 
registers drawing requests in the OT, waits for VSync, 

etc; the point being that building up your own is more 
time-consuming and error-prone. 


...and another thing can anyone explain to me the values of PACKET for 
GsSetWorkBase - I've seen values such as 1000*24, or 1000 * (20+4) etc. but 
can't any explaination as to why these values are used. 


Thanks y'all. 


Chris Allmark, Zoo Software Solutions 
"If you can't plug it in - We don't use it !" 


VVVVVVVVV 


The values for the size of the PACKET arrays are partly 
arbitrary; basically, every primitive requires up to 

24 PACKETS; and the PACKET scratchpad must be enough 

for all the primitives we want to draw. Given we don't want to 
have to calculate the exact number each time, we just set 

an upper limit, hence you may often see sample code 
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like this 


#define PACKET_MAX1 24 // max number of packets per primitive 
#define PACKET_MAX2 2048 // max number of primitives we want to draw 


PACKET GpuPacketArea[2] [PACKET_MAX1 * PACKET_MAX2]; 


or something similar. 


Lewis 
—-MESSAGE FILE 12024 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000036 


——MESSAGE FILE 12025 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000037 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Tim palette mess 

Date: Wed, 16 Apr 1997 13:51:03 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <3354CB37.2710@interactive.sony.com> 

References: <335485F0.6049@mbox.ulisse.it> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Paso wrote: 


I have done a simple demo to use some 2d stuff on a TIM made by me. 

With a small TIM (100*80 res 8 bit clut) there's no problems. 

If I change TIM res or if I use 16 bit color depth it's a mess. (my 
program is written to be compatible with 4, 8, 16 bit TIMs) 

My TIM gets some of the wall displayed at the console start-up and show 
it along with some fonts. 

The program runs correctly but the display has only the shape of my TIM. 
I'm trying to fix this bug but I have not a lot of time (I have to study 
a lot) so if anyone has got the same problem and has a solution just 
tell me, please. 


VVVVVVVVVVV VV 


Thanks 


Seems like you have more thn one problem: firstly with 
varying bit depths (GsSPRITEs need flags set for this) 
and with basic main loop display code 

(some of the console). 


The demos 2dl, 2d2 and the 2d routines found in tunelfin 

and ninth (or modules\ninth) are probably the most robust 

and easiest to use; you can just attach a sprite directly to a TIM 
and display the sprite, knowing that the right flags 

etc have been set, and it works for 4, 8 and 16 bit TIM files. 


Let me know if they don't do the business 


Lewis 
—-MESSAGE FILE 12025 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000037 


--MESSAGE FILE 12026 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000038 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 
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Date: 16 Apr 1997 14:56:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <01bc4a77S0d5a0be0$02018484@chrisa> 

References: <0Olbc49e3S$259ecfe0S$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> 
NNTP-Posting-Host: 1d30-220.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


SCEE Developer Support <ps_yaroze@interactive.sony.com> wrote in article 
<3354CA83.3A4A@interactive.sony.com>... 

> Sorry about the relative lack of strucure in the manuals, 

> they are under ongoing improvement 


leading question .. will updates be free ? 

If you really can't get anything to display at priorities 
other than zero, I must suspect the main loop display code; 
the most straightforward way to build a game main loop is to 
grab the basic shell which sets up an OT, handles objects, 
registers drawing requests in the OT, waits for VSync, 

etc; the point being that building up your own is more 
time-consuming and error-prone. 


VVVVVVV S 


So what are the limits of the "pri" parameter 0..? should it be 0 to 14 
(OT_LENGTH) 
or 0.. 2<<OT_LENGTH (OT_TAG size I think °?) 


The values for the size of the PACKET arrays are partly 
arbitrary; basically, every primitive requires up to 

24 PACKETS; and the PACKET scratchpad must be enough 

for all the primitives we want to draw. Given we don't want to 
have to calculate the exact number each time, we just set 

an upper limit, hence you may often see sample code 

like this 


#define PACKET_MAX1 24 // max number of packets per primitive 
#define PACKET_MAX2 2048 // max number of primitives we want to draw 


PACKET GpuPacketArea[2] [PACKET_MAX1 * PACKET_MAX2]; 


VVVVVVVVVVVV VV 


or something similar. 


At last ! a clear explanation - ever considered writing manuals <g> 


Thanks v.much. 

Chris. 

—-MESSAGE FILE 12026 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000038 


—--MESSAGE FILE 12027 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000039 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Tim palette mess 

Date: Wed, 16 Apr 1997 18:09:46 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <3354F9CA.5607@mbox.ulisse.it> 

References: <335485F0.6049@mbox.ulisse.it> <3354CB37.2710@interactive.sony.com> 
Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


SCEE Developer Support wrote: 
> 


> Paso wrote: 
>> 


> > I have done a simple demo to use some 2d stuff on a TIM made by me. 
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With a small TIM (100*80 res 8 bit clut) there's no problems. 

If I change TIM res or if I use 16 bit color depth it's a mess. (my 
program is written to be compatible with 4, 8, 16 bit TIMs) 

My TIM gets some of the wall displayed at the console start-up and show 
it along with some fonts. 

The program runs correctly but the display has only the shape of my TIM. 
I'm trying to fix this bug but I have not a lot of time (I have to study 
a lot) so if anyone has got the same problem and has a solution just 
tell me, please. 


VVVVVVVVV VV 


Thanks 


Seems like you have more thn one problem: firstly with 
varying bit depths (GsSPRITEs need flags set for this) 
and with basic main loop display code 

(some of the console). 


The demos 241, 242 and the 2d routines found in tunelfin 

and ninth (or modules\ninth) are probably the most robust 

and easiest to use; you can just attach a sprite directly to a TIM 
and display the sprite, knowing that the right flags 

etc have been set, and it works for 4, 8 and 16 bit TIM files. 


Let me know if they don't do the business 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


Lewis 


Hi Lewis and thanks. 

Before reading your message I have found a partial solution. 

I had to increase the max GPU packets to hit the spot. 

Now with my basic code I can display TIMs without problem to a max 
tested TIM res of 210 * 160 * 16. 

With a bigger res the problem come back and it's worse! The start up 
image is corret but when I try to do something like rotate it an half 
disappears to never come back. 

I have some good games ideas and I don't want to waste a lot of time 
trying to master alone PSX programming so I'm going to download these 
demos to see what is a fast (and safe) way to use 2d objects handlers. 
I'll tell you if they are ok for my business. 


—-MESSAGE FILE 12027 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000039 


—-MESSAGE FILE 12028 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000040 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Wed, 16 Apr 1997 17:06:08 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <3354F8F0.73D8@interactive.sony.com> 


References: <0Olbc49e3S$259ecfe0S250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՕ 


1bc4a77$0d5a0be0$02018484@chrisa> 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris Allmark wrote: 


SCEE Developer Support <ps_yaroze@interactive.sony.com> wrote in article 
<3354CA83.3A4A@interactive.sony.com>... 

> Sorry about the relative lack of strucure in the manuals, 

> they are under ongoing improvement 


VVVVVVV 


a leading question .. will updates be free ? 


They will definitely be free. 


> > If you really can't get anything to display at priorities 
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> > other than zero, I must suspect the main loop display code; 
> > the most straightforward way to build a game main loop is to 
> > grab the basic shell which sets up an OT, handles objects, 

> > registers drawing requests in the OT, waits for VSync, 

> > etc; the point being that building up your own is more 

> > time-consuming and error-prone. 

> 

> So what are the limits of the "pri" parameter 0..? should it be 0 to 14 
> (OT_LENGTH) 

> or 0.. 2<<OT_LENGTH (OT_TAG size I think °) 

> 

It's the latter, 0 ... 2<<OT_LENGTH. 


As far as I know, the OT length set when you declare 

the OT fixes the number of distinguishable Z value levels; 

this sets the range for legal Z values to the GsSortSprite 
functions. Having said which, there may be some means 

to handle off-OT z limit, eg if OT had just 1024 levels and you 
register a sprite at 4096, it may be OK, just put in at 1024. 
Sprites registered at the same z value may appear in front/ 
behind each other, determined by the order in which they 

were registered in the OT. 


Lewis 
—-MESSAGE FILE 12028 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000040 


—-MESSAGE FILE 12029 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000041 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Controlling Sprites 

Date: Wed, 16 Apr 1997 17:45:28 GMT 

Organization: Into Beyond 

Lines: 19 

Message-ID: <33550d38.6411472@news.playstation.co.uk> 
References: <3353BA17.39DC@mbox.ulisse.it> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 15 Apr 1997 19:25:43 +0200, Giulio o Riccardo 
<giulio@mbox.ulisse.it> did quoth at me: 


>Hi, 
>I have studied some demos and I have noticed that there is a common "if 
>Pad..." to check the state of the controller. 


>While the program is running I think it's a waste in CPU time. 
>I wonder if it's possible to use interrupts instead. 
>Anyone has an idea? 


I optimise a lot too, but I think this is going a bit far! 


Besides, the time for an interrupt (dumping registers, interrupt 
occuring) is far more than a few if statements.... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12029 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000041 


--MESSAGE FILE 12030 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000042 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Space Invaders rewrite 

Date: Wed, 16 Apr 1997 17:45:30 GMT 
Organization: Into Beyond 

Lines: 18 

Message-ID: <33570e99.6764312@news.playstation.co.uk> 
References: <3354BAAB.7F6E@hyper.gr> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 16 Apr 1997 14:40:27 +0300, Vassilis <touronis@hyper.gr> did 
quoth at me: 


>I am rewriting the Space Invaders demo found on the demos area. I am 
>using a GsSprite TIM file (4-bit) as a background instead of the GsBOXF 
>of the original demo. However, everything is on my screen but the 
>invaders. The background is on the screen, players' ship is on the 
>screen, the shots are on the screen but the invaders are not the screen 
>(they exist but they don't show on the screen). Can anyone help ? 


Perhaps the TIM file is being drawn above the sprites? I think you can 
set the OT position to draw your sprites but don't quote me. Otherwise 
just 'draw' the background in the OT before the rest of the sprites 
and everything should be ok. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


7934 


--MESSAGE FILE 12030 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000042 


——MESSAGE FILE 12031 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000043 
Path: chuka.playstation.co.uk!news 
From: alex@teeth.demon.co.uk (Alex Amsel) 


Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Tim Format FAQ - tim.h (0/1) 
Date: Thu, 17 Apr 1997 17:24:09 GMT 
Organization: Into Beyond 

Lines: 10 

Message-ID: <33552583.12630646@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 
X-Newsreader: Forte Agent .99ց/32.335 


Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:43 scee.yaroze.pro 


gramming.3d_graphics:95 


Ok, not quite in FAQ state yet, but here is a header Mark hacked 
together when he was obviously very bored. Spot mistakes etc. then 
please email us. We'll stick it on our www site when we have time 
(about 14 days away!!!). Also be some more demos up at that time too. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


—-MESSAGE FILE 12031 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000043 


——MESSAGE FILE 12032 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000044 
Path: chuka.playstation.co.uk!news 
From: alex@teeth.demon.co.uk (Alex Amsel) 
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Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Tim Format FAQ - tim.h (1/1) 

Date: Thu, 17 Apr 1997 17:24:10 GMT 

Organization: Into Beyond 

Lines: 50 

Message-ID: <33565cba.182723@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:44 scee.yaroze.pro 
gramming.3d_graphics: 96 


-—-MESSAGE FILE 12032 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000044 


——MESSAGE FILE 12033 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000045 

Path: chuka.playstation.co.uk!orange.xenotech.com.au!user 

From: brendanl@wt.com.au (Brendan Langoulant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Photoshop plugin for TIM 

Date: Mon, 21 Apr 1997 16:59:49 +0800 

Organization: Resonant Perception 

Lines: 14 
Message-ID: <brendan1-2104971659500001@orange. xenotech.com.au> 
NNTP-Posting-Host: 203.59.54.26 


Greetings all, 
Is there a photoshop plugin to open/save the playstation TIM format directly? 
ps. Preferably one for Mac Photoshop. 


pes. If there is interest in such a plugin, and one is not already 
available, I will probably write one. Please send expressions of 
interest. 


Brendan Langoulant There's Joy in Repetition 

Software Author There's Joy in Repetition 

-—-MESSAGE FILE 12033 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000045 


——MESSAGE FILE 12034 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000046 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Photoshop plugin for TIM 

Date: Mon, 21 Apr 1997 11:22:26 GMT 

Organization: Into Beyond 

Lines: 15 

Message-ID: <335c49e6.1013899@news.playstation.co.uk> 
References: <brendan1l-2104971659500001@orange.xenotech.com.au> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 21 Apr 1997 16:59:49 +0800, brendanl@wt.com.au (Brendan 
Langoulant) did quoth at me: 


>Is there a photoshop plugin to open/save the playstation TIM format directly? 


Not as far as I know, but remember that TIM info requires you to 
select clut and gfx location. 
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BTW: Our tim.h file had an error in the tim code or something - I'll 
post a follow up to the appropriate posting. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM - "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12034 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000046 


—--MESSAGE FILE 12035 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000047 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Tim Format FAQ - tim.h (1/1) 

Date: Mon, 21 Apr 1997 11:22:27 GMT 

Organization: Into Beyond 

Lines: 13 

Message-ID: <335d4a75.1157111@news.playstation.co.uk> 

References: <33565cbha.182723@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:47 scee.yaroze.pro 
gramming. 3d_graphics:110 


Mistake in the file: 
I'm quoting from memory here, but I think line 39 should read 
#define TIM_ID 0x00000041 


Easy to check what the code should be (hex edit a proper tim file) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 12035 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000047 


——MESSAGE FILE 12036 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000048 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Texture -» Tim util 

Date: Mon, 21 Apr 1997 11:22:28 GMT 

Organization: Into Beyond 

Lines: 16 

Message-ID: <335e4a9d.1196650@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


We have made a couple of quick tools for combining texture files or 
block files into TIM files. 


Bit rough but useful all the same. Couple of tools are DOS, couple are 
Win95, but we could chuck'em all into 95. 


If anyone has any specific requirements let me know and we'll see what 
we can do. Should be ok to have some new stuff on teh web site late 
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next week. 


(~IBEYOND) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12036 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000048 


—--MESSAGE FILE 12037 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000049 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Photoshop plugin for TIM 

Date: Mon, 21 Apr 1997 21:10:02 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <335BBB8A.6F70@mbox.ulisse.it> 

References: <brendan1l-2104971659500001@orange.xenotech.com.au> 

Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Brendan Langoulant wrote: 


Greetings all, 
Is there a photoshop plugin to open/save the playstation TIM format directly? 
ps. Preferably one for Mac Photoshop. 

pes. If there is interest in such a plugin, and one is not already 


available, I will probably write one. Please send expressions of 
interest. 


VVVVVVVVVV 


If you are really going to write such a plugin a lot of people will love 

you!!!(me first). 

Remember that most people use PCs not Mac... 

-—-MESSAGE FILE 12037 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000049 


—--MESSAGE FILE 12038 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000050 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Exctracting TIM's from library files 
Date: Tue, 22 Apr 1997 10:28:03 +0200 
Organization: Reptile Design 

Lines: 13 

Message-ID: <335C7693.50D0@reptile.no> 
Reply-To: rune.solberg@reptile.no 
NNTP-Posting-Host: arendal3-4.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


I have written a little prog that extracts tim's from larger files. It 
does not uncompress compressed files, nor does it extract slightly 
modified tim's, but it is still somewhat useful. 


If anyone have any use for this program, let me know and I'll upload it. 


I've tried it out on games like Tekken 2 & Ridge Racer Revolution, and 


Net Yaroze newsgroups message dump.txt Page 7938 


it seems to work fine. At least it gave me quite a few funky textures to 
play around with. :) 


Now if I could only snatch those Bandicoot textures... :) 


Lars 
—-MESSAGE FILE 12038 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000050 


—--MESSAGE FILE 12039 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000051 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Tue, 22 Apr 1997 03:54:33 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <335C98E9.67BA@dial.pipex.com> 

References: <0Olbc49e3$259ecfe0S$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> 
NNTP-Posting-Host: acl07.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi Lo, 


SCEE Developer Support wrote: 

The values for the size of the PACKET arrays are partly 
arbitrary; basically, every primitive requires up to 

24 PACKETS; and the PACKET scratchpad must be enough 

for all the primitives we want to draw. Given we don't want to 
have to calculate the exact number each time, we just set 

an upper limit, hence you may often see sample code 

like this 


#define PACKET_MAX1 24 // max number of packets per primitive 
#define PACKET_MAX2 2048 // max number of primitives we want to draw 


VVVVVVVVVV VV 


PACKET GpuPacketArea[2] [PACKET_MAX1 * PACKET_MAX2]; 


What actual information is contained in the 24 PACKETS (bytes) of each sprite primiti 
ve? 

I *had* thought it might comprise a copy of the GsSPRITE object registered in the 

OT with GsSortFastSprite(), plus a pointer to the next primitive in line but, by my 
calculation, 

all the members of a GSSPRITE object add up to 22 bytes, leaving only 2 bytes for th 
e pointer! 


Also, why are GsOT_TAGS defined as two bit-fields (unsigned p:24 and unsigned char n 
um: 8)? 

I thought just a normal (32bit) pointer would be used - although I suspect this has 
something to 
do with the three CPU logical address spaces used to map the 2MB of physical memory 
(maybe!?). 


Sorry, but I had never heard of Ordering Tables until I got my Yaroze (there, I've a 
dmitted it :) 
All the details please someone! 


Cheers 


Chris 
—-MESSAGE FILE 12039 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000051 


——MESSAGE FILE 12040 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000052 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Photoshop plugin for TIM 

Date: Tue, 22 Apr 1997 09:37:28 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <335C78C8.5350@interactive.sony.com> 
References: <brendan1l-2104971659500001@orange.xenotech.com.au> <335BBB8A.6F70@mbox.u 
lisse.it> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

To: giulio@mbox.ulisse.it 


Hi, by popular demand, have a look at Whatsnew about 
http://www.playstation.co.uk/yaroze/ftp/utils/graphic/photoshop/photoshp. zip 


= scee 


Paso wrote: 


If you are really going to write such a plugin a lot of people will love 

you!!!(me first). 

Remember that most people use PCs not Mac... 

—-MESSAGE FILE 12040 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000052 


> 

> Brendan Langoulant wrote: 

>> 

> > Greetings all, 

>> 

> > Is there a photoshop plugin to open/save the playstation TIM format directly? 
>> 

> > ps. Preferably one for Mac Photoshop. 

>> 

> > pps. If there is interest in such a plugin, and one is not already 
> > available, I will probably write one. Please send expressions of 

> > interest. 

> 

> 

> 

> 


——MESSAGE FILE 12041 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000053 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Tue, 22 Apr 1997 11:22:02 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 53 

Message-ID: <335C914A.264E@interactive.sony.com> 

References: <0Olbc49e3$259ecfe0S$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Chris Chadwick wrote: 


> 

> Hi Lo, 

> 

> SCEE Developer Support wrote: 

> > The values for the size of the PACKET arrays are partly 

> > arbitrary; basically, every primitive requires up to 

> > 24 PACKETS; and the PACKET scratchpad must be enough 

> > for all the primitives we want to draw. Given we don't want to 
> > have to calculate the exact number each time, we just set 
> > an upper limit, hence you may often see sample code 

> > like this 
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#define PACKET_MAX1 24 // max number of packets per primitive 
#define PACKET_MAX2 2048 // max number of primitives we want to draw 


V V V V V 


PACKET GpuPacketArea[2] [PACKET_MAX1 * PACKET_MAX2]; 


VVVVVVV 


What actual information is contained in the 24 PACKETS (bytes) of each sprite primi 
tive? 

> I *had* thought it might comprise a copy of the GSSPRITE object registered in the 
> OT with GsSortFastSprite(), plus a pointer to the next primitive in line but, by m 
y calculation, 

> all the members of a GSSPRITE object add up to 22 bytes, leaving only 2 bytes for 
the pointer! 

> 


The data stored in the GPU packet buffers is in a format 
that I don't know, have never needed to tinker with, 
and which isn't useful to know. 


> Also, why are GsOT_TAGS defined as two bit-fields (unsigned p:24 and unsigned char 
num: 8) ? 
I thought just a normal (32bit) pointer would be used - although I suspect this ha 
something to 
do with the three CPU logical address spaces used to map the 2MB of physical memor 
(maybe!?). 


V V< V 0 V 


Sorry, but I had never heard of Ordering Tables until I got my Yaroze (there, I've 
admitted it :) 
> All the details please someone! 


Cheers 


V V V V 


Chris 


Ordering tables are a way of ordering everything w.r.t value; 
you specify N different Z levels and the OT discriminates to that 
extent. It's really an array where each item is a list. 


It's honestly not worth looking into the detailed 
implementation w.r.t. OT_TAGs; it doesn't tell you anything, 
or provide faster/less-memory/more-flexible access. 


Many standard 3d graphics books will talk about techniques 
basically indentical to ordering tables, under a different name. 


Lewis 
—-MESSAGE FILE 12041 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000053 


——MESSAGE FILE 12042 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000054 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Tue, 22 Apr 1997 12:19:21 GMT 

Organization: Into Beyond 

Lines: 31 

Message-ID: <335ca92e.2021907@news.playstation.co.uk> 

References: <01bc49e3S259ecfe0S$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 22 Apr 1997 03:54:33 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> did quoth at me: 
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>Also, why are GsOT_TAGS defined as two bit-fields (unsigned p:24 and unsigned char 

num: 8) ? 

>I thought just a normal (32bit) pointer would be used - although I suspect this has 
something to 

>do with the three CPU logical address spaces used to map the 2MB of physical memory 
(maybe!?). 


24 bits for the pointer and 8 bits for the number of long words of 
data to follow (0 is allowable here, and is the number at the start of 
each gradation). The primitive data is then just linked in. Each 
primitive has a code followed by appropriate data basically. You could 
probably work them out quite quickly by doing a bit of testing. Unless 
you want to draw poly data straight off then you won't need to use 
them directly, although I did request the information was released (up 
to Sony). 


>Sorry, but I had never heard of Ordering Tables until I got my Yaroze (there, I've 
admitted it :) 
>All the details please someone! 


Ordering Tables are very standard in 3D graphics - check out various 
books for implentations and variations. 


Anything by Foley et al. is always good, especially: 


Computer Graphics: Principles and Practice by Foley, van Dam, Feiner 
and Hughes. ISBN 0-201-12110--7 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12042 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000054 


——MESSAGE FILE 12043 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000055 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 24 Bit fixed image 

Date: Tue, 22 Apr 1997 19:01:44 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <335CEEF8.4EF7@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi, 

Have anyone already done a simple 24 bit tim viewer? 

I need it to display a start-up Logo and , if it's possible, to adda 

fading in / out. 

If there is not such a viewer I'm going to write one. 

If anyone is interested just tell me. 

—-MESSAGE FILE 12043 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000055 


—-MESSAGE FILE 12044 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000056 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: It's just a question of time... 

Date: 22 Apr 1997 20:50:40 GMT 

Organization: Zoo Software Solutions 

Lines: 17 
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Message-ID: <Olbc4f£5f$0e4c4c60Sf905e8c3@cma> 
NNTP-Posting-Host: 1d08-249.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


...well two questions actually. 


The first one : is there a tick count function ( I haven't really looked 
but the manuals drive me CRAZY ) I need something to control a sprites 
frame rate. 


The second one : what's is the real difference between GsSortSprite and 
GsSortFastSprite (apart from the speed as the names suggest). Can you mix 
them ? I'm working on a basic sprite animation routine, but the sprite 
flickers like hell when I use GsSortSprite - I need to use this to perform 
scaling & rotation effects. 


Any Ideas ? 


Chris Allmark, Zoo Software Solutions 

"If you can't plug it in - We don't use it !" 

—-MESSAGE FILE 12044 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000056 


—--MESSAGE FILE 12045 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000057 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Wed, 23 Apr 1997 01:17:55 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <335DC5B3.651C@dial.pipex.com> 

References: <0O1lbc49e3$259ecfe0S$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> <335ca92e.2021907@news.playstation.co.uk> 
NNTP-Posting-Host: af193.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Alex Amsel wrote: 


> 

> On Tue, 22 Apr 1997 03:54:33 -0700, Chris Chadwick 

> <xjk18@dial.pipex.com> did quoth at me: 

> 

> >Also, why are GSOT_TAGS defined as two bit-fields (unsigned p:24 and unsigned cha 
Է num:8)? 

> >I thought just a normal (32bit) pointer would be used - although I suspect this h 


as something to 
> >do with the three CPU logical address spaces used to map the 2MB of physical memo 
ry (maybe!?). 


v 


24 bits for the pointer and 8 bits for the number of long words of 
data to follow (0 is allowable here, and is the number at the start of 
each gradation). The primitive data is then just linked in. Each 
primitive has a code followed by appropriate data basically. You could 
probably work them out quite quickly by doing a bit of testing. Unless 
you want to draw poly data straight off then you won't need to use 
them directly, although I did request the information was released (up 
to Sony). 


>Sorry, but I had never heard of Ordering Tables until I got my Yaroze (there, I'v 
admitted it :) 
>All the details please someone! 


Ordering Tables are very standard in 3D graphics - check out various 
books for implentations and variations. 


Anything by Foley et al. is always good, especially: 


VVVVVVVOVVVVVVVV VV 
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Computer Graphics: Principles and Practice by Foley, van Dam, Feiner 
and Hughes. ISBN 0-201-12110--7 


> 
> 
> 
> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Utter Rubbish 1996-7» 

> MM - "Steve Corica is every bit as good as that Kinkladze" 

Hi Alex and thanks for the info! My last posting was probably a bit 
misleading - I do understand the principle of OT's, it's just 

that I wanted to know the details of how they are actually implemented. 
I did *try* stepping through some code and examining memory using the 
CodeWarrior debugger ( it'll be great when it's finished :-( ) but that 
proved to be an exercise in futility... 


I'll certainly try and get my hands on the book you mention but please 
let me know if it would require me to be able to read and understand 
complex algebra equations because I'm lacking a bit in that area... ahem!. 


Cheers 


Chris 
—-MESSAGE FILE 12045 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000057 


——MESSAGE FILE 12046 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000058 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: It's just a question of time... 

Date: Wed, 23 Apr 1997 08:59:58 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <335DB36E.5888@mbox.ulisse.it> 

References: <Olbc4f5fS0e4c4c60Sf905e8c3@cma> 

Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Transfer-Encoding: 7bit 


Content-T 
X-Mailer: Mozilla 3.01Gold (Win95; I) 


Chris Allmark wrote: 


> 

> -well two questions actually. 

> 

> The first one : is there a tick count function ( I haven't really looked 
> but the manuals drive me CRAZY ) I need something to control a sprites 

> 


frame rate. 


You can use a counter in junction with vsync(0) to know the current 
frame number and then make a simple routine to use it to set the frame 
rate of your sprite. 


The second one : what's is the real difference between GsSortSprite and 
GsSortFastSprite (apart from the speed as the names suggest). Can you mix 
them ? I'm working on a basic sprite animation routine, but the sprite 
flickers like hell when I use GsSortSprite - I need to use this to perform 
scaling & rotation effects. 


V V V V V 


The main different between Sprite and FastSprite is that you CAN'T use 
the fast one to implement rotation or scaling, and yes you can mix them 
but only the "simple" SortSprite to menage scaling and rotating sprites. 


Cheers 
—-MESSAGE FILE 12046 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000058 


--MESSAGE FILE 12047 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000059 
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Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: It's just a question of time... 
Date: Wed, 23 Apr 1997 08:40:14 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 38 

Message-ID: <335DBCDE.7699@interactive.sony.com> 
References: <Olbc4f5fS0e4c4c60$£905e8c3@cma> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris Allmark wrote: 

> 

> .well two questions actually. 

> 

> The first one : is there a tick count function ( I haven't really looked 
> but the manuals drive me CRAZY ) I need something to control a sprites 

> frame rate. 

> 

> The second one : what's is the real difference between GsSortSprite and 

> GsSortFastSprite (apart from the speed as the names suggest). Can you mix 
> them ? I'm working on a basic sprite animation routine, but the sprite 

> flickers like hell when I use GsSortSprite - I need to use this to perform 
> scaling & rotation effects. 

> 

> Any Ideas ? 

> 

> -- 

> Chris Allmark, Zoo Software Solutions 

> "If you can't plug it in - We don't use it !" 


You can access a fast tick ( Sysclk /8 ) using 
ResetRCnt/StartRCnt/GetRCnt with RCnt2 ( in the header somewhere ) 


GsSortFastSprite produces GPU sprites ( very fast - Max 2pixel writes 
per cycle ) 

GsSortSprite produces texture mapped poly's ( Max lpixel write per cycle 
) - Allowing rotation etc.. 


If your display is flickering you are probally drawing to the wrong 
double buffer or not using 2 buffers. ( Normally the flicker is caused 
by the initial clear screen being seen by the scanning CRT beam ) 

Or if you are using interlace ( 480/512y ) you will get flickering if 
your drawing update takes more than a single field. 


Cheers, 


Colin. 


—-MESSAGE FILE 12047 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000059 


——MESSAGE FILE 12048 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000060 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite Z Ordering 

Date: Tue, 22 Apr 1997 23:13:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <335D3810.77C@micronetics.com> 


C@dial.pipex.com> 

NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


References: <01bc49e3S259ecfe0S250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> <335ca92e.2021907@news.playstation.co.uk> <335DC5! 


B3.651 


Net Yaroze newsgroups message dump.txt Page 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Chris Chadwick wrote: 


> 

ns. 

>> 

> > Anything by Foley et al. is always good, especially: 

>> 

> > Computer Graphics: Principles and Practice by Foley, van Dam, Feiner 
> > and Hughes. ISBN 0-201-12110--7 

>> 


> I'll certainly try and get my hands on the book you mention but please 
> let me know if it would require me to be able to read and understand 
> complex algebra equations because I'm lacking a bit in that area... ahem!. 


In which case I would avoid Foley. Alan Watt has some excellent books 
on 3d graphics and a book on 3d Animation (kinematics, biped animation 
etc.) written with his Son. (always though a word processor would be 
easier.) 


John Vince is also a good author who, like Watt assumes nothing so it 
works from ground up. 


I also find an A level physics and mechanics book is useful, as is a 
pocket A level book on mathematics, just to quickly look up equations. 
Regards 


Jim 


7945 


—-MESSAGE FILE 12048 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000060 


——MESSAGE FILE 12049 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000061 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: It's just a question of time... 
Date: Wed, 23 Apr 1997 14:02:28 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <335DFA54.3D88@mbox.ulisse.it> 
References: <Olbc4f5fS0e4c4c60$£905e8c3@cma> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


SCEE Developer Support wrote: 


> You can access a fast tick ( Sysclk /8 ) using 
> ResetRCnt/StartRCnt/GetRCnt with RCnt2 ( in the header somewhere ) 


I haven't read this stuff yet. It seems a faster way to the job. 
You have to try it out. 


-—-MESSAGE FILE 12049 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000061 


--MESSAGE FILE 12050 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000062 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: It's just a question of time... 
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Date: Wed, 23 Apr 1997 14:35:19 GMT 
Organization: Into Beyond 

Lines: 38 

Message-ID: <335d3ac6.1198335@news.playstation.co.uk> 
References: <Olbc4f5fS0e4c4c60$£905e8c3@cma> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On 22 Apr 1997 20:50:40 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


>...well two questions actually. 


> 
>The first one : is there a tick count function ( I haven't really looked 
>but the manuals drive me CRAZY ) I need something to control a sprites 


>frame rate. 

There are 2 possibilities. 

Root counters (p292 ref manual) - not enough info available on there I 
don't think - I heard there are a number of counters. I haven't used 


this function yet. 


VSyne(-1) - returns number of vblanks since the program started. I'm 
using this a lot. 


Or just stick in a vertical blanking interrupt. 


>The second one : what's is the real difference between GsSortSprite and 
>GsSortFastSprite (apart from the speed as the names suggest). Can you mix 
>them ? I'm working on a basic sprite animation routine, but the sprite 
>flickers like hell when I use GsSortSprite - I need to use this to perform 
>scaling & rotation effects. 


I haven't used either, but I expect SortFastSprite takes no account of 
sprite size, only the top left co-ordinate, while SortSprite may try 
to be more clever about it. 


As for animation, scaling etc. if you need any help or routines 
written just let me know. I'll at least provide some idea, if not 
write some code. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


7946 


—-MESSAGE FILE 12050 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000062 


——MESSAGE FILE 12051 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000063 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite Z Ordering 

Date: Wed, 23 Apr 1997 15:05:09 GMT 

Organization: Into Beyond 

Lines: 36 

Message-ID: <335f2119.2988068@news.playstation.co.uk> 


References: <0O1bc49e3$259ecfe0$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> <335ca92e.2021907@news.playstation.co.uk> <335DC5B3.651 


C@dial.pipex.com> <335D3810.77C@micronetics.com> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 
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On Tue, 22 Apr 1997 23:13:36 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>In which case I would avoid Foley. Alan Watt has some excellent books 
>on 3d graphics and a book on 3d Animation (kinematics, biped animation 
>etc.) written with his Son. (always though a word processor would be 
>easier.) 


I agree here. I also have some Watt books - they are simply than 
Foley. Not sure if this is the best as I think I saw a more recent on 
on animation that looked good: 


3D computer Graphics, Addison Wesley, ISBN 0-201-63186-5 

A good one I have that rather surprised me: 

Computer Graphics, Prentice Hall, Hearn and Baker (authors) 

ISBN 0-13-159690-X 

I can't vouch for it's accuracy but it does have plenty of Spline 
stuff in which is why I bought it. It also covers some basics very 


well I feel. Worth a look if you want to know everything and want it 
put relatively simply. 


>I also find an A level physics and mechanics book is useful, as is a 
>pocket A level book on mathematics, just to quickly look up equations. 


I have a very large engineering and mechanics book and an A-level 
maths book. Check out those cheapo book shops - they always have 
plenty of 2 year old+ text books that are pretty decent. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12051 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000063 


—--MESSAGE FILE 12052 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000064 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Yaroze - was I right to buy ? 

Date: 23 Apr 1997 21:49:27 GMT 

Organization: Zoo Software Solutions 

Lines: 18 

Message-ID: <01bc5030$6£732280S2f19e8c3@cma> 
NNTP-Posting-Host: 1d47-047.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


When a *large* texture (like 3 x 2 texture pages) which contains sprite 
animation "frames" and I want to access (for instance) the bottom right 
frame do I need to use GetTPage against the texture page co-ordinates of 
the original graphic, or the texture page that the frame falls within ? 


Am I right in thinking that I can only map textures to sprites which are 
held within VRAM ? This can't possibly be the case for commercial 
applications - are the graphics "cached" or background loaded directly from 
CD directly when required ? If I am limited to using graphics that can be 
held within VRAM space then how the hell can I do anything other than small 
test programs ? 


...and if that's the case then the Yaroze is a real waste of time and 
money. 


Chris Allmark, Zoo Software Solutions 
"If you can't plug it in - We don't use it !" 
—-MESSAGE FILE 12052 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000064 


——MESSAGE FILE 12053 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000065 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Thu, 24 Apr 1997 00:54:02 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <335F119A.442@dial.pipex.com> 

References: <0O1bc49e3$259ecfe0$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> <335ca92e.2021907@news.playstation.co.uk> <335DC5B3.651 
C@dial.pipex.com> <335D3810.77C@micronetics.com> <335f2119.2988068@news.playstation. 
co.uk> 

NNTP-Posting-Host: ak125.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Alex Amsel wrote: 
> 


On Tue, 22 Apr 1997 23:13:36 +0100, Jim <jim@micronetics.com> did 

quoth at me: 

>In which case I would avoid Foley. Alan Watt has some excellent books 
>on 3d graphics and a book on 3d Animation (kinematics, biped animation 
>etc.) written with his Son. (always though a word processor would be 
>easier.) 


I agree here. I also have some Watt books - they are simply than 
Foley. Not sure if this is the best as I think I saw a more recent on 
on animation that looked good: 


VVVVVVVVVVV VV 


3D computer Graphics, Addison Wesley, ISBN 0-201-63186-5 


I've just bought this one as it was recommended on the Yaroze website. 

From the quick look at it I've had, it seems to be very good - the 

theory is explained well but, again, it's when it comes to understanding 

the equations and some of the terminology that I get stuck :-( 

(I have to get most of my books by mail order so I don't get to see 'em first). 


A good one I have that rather surprised me: 


Computer Graphics, Prentice Hall, Hearn and Baker (authors) 
ISBN 0-13-159690-2 


I can't vouch for it's accuracy but it does have plenty of Spline 
stuff in which is why I bought it. It also covers some basics very 
well I feel. Worth a look if you want to know everything and want it 


> 
> 
> 
> 
> 
> 
> 
> 
> put relatively simply. 


Sounds promising... 


>I also find an A level physics and mechanics book is useful, as is a 
>pocket A level book on mathematics, just to quickly look up equations. 


I have a very large engineering and mechanics book and an A-level 
maths book. Check out those cheapo book shops - they always have 
plenty of 2 year old+ text books that are pretty decent. 


Yeah, I think getting a decent maths book is going to be the best place 

to start. I did have a quick look in Smith's the other day to see if they 
had 'Elementary Linear Algebra' (aslo recommended on Yaroze website) but 
was told that it's a seven volume set, or something, and cost 100 quid! :-O 
I'll scan the bookshops again soon and check out the library, I think. 


Anyway, there's still loads of 2D, sprite-based stuff I want to do while 
I learn more about the 3D world... Oh yeah! This is the *2D* graphics news 
group, isn't it - I nearly forgot :-) 
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Thanks again (and Jim), 
Chris 


BTW have you run Del's latest demo, Engine4? Cool 3D, or wot! 
-—-MESSAGE FILE 12053 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000065 


--MESSAGE FILE 12054 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000066 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Yaroze - was I right to buy ? 
Date: Thu, 24 Apr 1997 03:45:02 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <335F39AE.16E8@dial.pipex.com> 
References: <0O1bc5030S$6£732280S2f19e8c3@cma> 
NNTP-Posting-Host: aj043.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Chris Allmark wrote: 
> 
> When a *large* texture (like 3 x 2 texture pages) which contains sprite 
> animation "frames" and I want to access (for instance) the bottom right 
> frame do I need to use GetTPage against the texture page co-ordinates of 
> the original graphic, or the texture page that the frame falls within ? 
I haven't tried this out but I'm fairly sure you have to use the coords 

of the Tpage that the frame falls within because the u,v members (sprite 
pattern in-page offset) of a GsSPRITE object are ‘unsigned chars' and 
therefore can only specify a 255 pixel offset (max). 


> Am I right in thinking that I can only map textures to sprites which are 
> held within VRAM ? 


Yes (no one prove me wrong, please! :-) thats what the texture pages are for 
specifically - as far as I can gather, the GPU doesn't have direct access to 
the main memory - the drawing primitives stored there are passed to the GPU 
by the DMA controller. 


> This can't possibly be the case for commercial 
> applications - are the graphics "cached" or background loaded directly from 
> CD directly when required ? 


I don't know whether the full dev kit librarys have direct CD to frame buffer 
functionality (Sony?) but I would guess that they don't and that commercial 
games fall under the same restriction, in that respect. Having said that, the 
PSX can stream FMV off CD into the frame buffer, but this probably goes through 
the CD-ROM buffer memory first... 


> If I am limited to using graphics that can be 
> held within VRAM space then how the hell can I do anything other than small 
> test programs ? 


You must be developing a game with a huge amount of sprites/frames per sprite/ 
very large sprites! :-) I find the 1MB (minus double buffers) can hold quite a 
sizable amount of sprites (especially if 4/8bit), and you could always shift 

textures in and out of RAM/VRAM *quickly* using LoadImage/MoveImage/StoreImage. 


(Sorry if I'm blathering on - it's just my oppinion...) 

> ...and if that's the case then the Yaroze is a real waste of time and 
> money. 

Don't give up (Yet! :-) It's early days for all of us! 


Keep on truckin' 


Net Yaroze newsgroups message dump.txt Page 7950 


Chris 
—-MESSAGE FILE 12054 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000066 


——MESSAGE FILE 12055 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000067 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Yaroze - was I right to buy ? 

Date: 24 Apr 1997 08:04:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <01bc5086Scef47be0$02018484@chrisa> 

References: <Olbc5030S6f732280S2f19e8c3@cma> <335F39AE.16E8@dial.pipex.com> 
NNTP-Posting-Host: 1d46-130.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<335F39AE.16E8@dial.pipex.com>... 


> I don't know whether the full dev kit librarys have direct CD to frame 
buffer 

> functionality (Sony?) but I would guess that they don't and that 
commercial 
> games fall under the same restriction, in that respect. Having said that, 
the 

> PSX can stream FMV off CD into the frame buffer, but this probably goes 
through 

> the CD-ROM buffer memory first... 


I guess my main worry is that the effort I put into creating various 
routines will be totally useless outside of the Yaroze environment - I've 
seen various newsgroup postings about the differences between the full kit 
and the cut down Yaroze (of which I was fully aware prior to my purchase), 
but it would perhaps be nice to know EXACTLY what those differences are. 
Maybe SONY could get some commercial developers to host a newsgroup 
dedicated to this sort of info ? - I'm sure it's in the commercial 
developers long term interest to reveal at least some of their development 
secrets, as by the sounds of it from some of the newsgroup posings to date, 
we already have a few *good* programmers on board. (don't get a big head 
Alex) 


> You must be developing a game with a huge amount of sprites/frames per 
sprite/ 


> very large sprites! :-) I find the 1MB (minus double buffers) can hold 
quite a 
> sizable amount of sprites (especially if 4/8bit), and you could always 


shift 

> textures in and out of RAM/VRAM *quickly* using 
LoadImage/MovelImage/StoreImage. 

> (Sorry if I'm blathering on - it's just my oppinion...) 


...err I think I might have been using them as 16 bit sprites (hence the 
size) Whoops. 


BTW: Once I've loaded my sprites into VRAM can I free the memory they once 
occupied (or is this done automatically ?). 


Chris Allmark, Zoo Software Solutions 
"If you can't plug it in - We don't use it !" 


—-MESSAGE FILE 12055 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000067 


——MESSAGE FILE 12056 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000068 
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Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Yaroze - was I right to buy ? 

Date: Thu, 24 Apr 1997 09:32:52 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 61 

Message-ID: <335F1AB4.3780@interactive.sony.com> 

References: <Olbc5030S6f732280S2f19e8c3@cma> <335F39AE.16E8@dial.pipex.com> <01bc508 
6Scef47be0$02018484@chrisa> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris Allmark wrote: 


Chris Chadwick <xjk18@dial.pipex.com> wrote in article 
<335F39AE.16E8@dial.pipex.com>... 


> I don't know whether the full dev kit librarys have direct CD to frame 
buffer 

> functionality (Sony?) but I would guess that they don't and that 
commercial 
> games fall under the same restriction, in that respect. Having said that, 
the 

> PSX can stream FMV off CD into the frame buffer, but this probably goes 
through 

> the CD-ROM buffer memory first... 


I guess my main worry is that the effort I put into creating various 
routines will be totally useless outside of the Yaroze environment - I've 
seen various newsgroup postings about the differences between the full kit 
and the cut down Yaroze (of which I was fully aware prior to my purchase), 
but it would perhaps be nice to know EXACTLY what those differences are. 
Maybe SONY could get some commercial developers to host a newsgroup 
dedicated to this sort of info ? - I'm sure it's in the commercial 
developers long term interest to reveal at least some of their development 
secrets, as by the sounds of it from some of the newsgroup posings to date, 
we already have a few *good* programmers on board. (don't get a big head 
Alex) 


> You must be developing a game with a huge amount of sprites/frames per 
sprite/ 


> very large sprites! :-) I find the 1MB (minus double buffers) can hold 
quite a 
> sizable amount of sprites (especially if 4/8bit), and you could always 


shift 

> textures in and out of RAM/VRAM *quickly* using 
LoadImage/MovelImage/StoreImage. 

> (Sorry if I'm blathering on - it's just my oppinion...) 


...err I think I might have been using them as 16 bit sprites (hence the 
size) Whoops. 


BTW: Once I've loaded my sprites into VRAM can I free the memory they once 
occupied (or is this done automatically ?). 


Chris Allmark, Zoo Software Solutions 
"If you can't plug it in - We don't use it !" 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV N VV 


There are no GPU related hardware restrictions with Yaroze compared to 
the normal dev kit. The main difference is that Yaroze contains the high 
level 34/24 combined library libGs from the dev kit, and lacks the 
separate 2d libgpu and 3d maths libgte. 

All transfers to VRAM/SRAM occur via main ram and you can free the ram 
up after you have finished ( Maybe load texture data into your heap area 
and then transfer to VRAM before mallocing your data structures ) 


I'd always recommend using 4 bit textures, ( especially as you can 
adjust the colour/lighting ) as you get far better use of the texture 
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cacheing in the GPU ( which can speed up things dramatically ) - Keep 
16 bit for titles!! 


Colin. 
—-MESSAGE FILE 12056 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000068 


—--MESSAGE FILE 12057 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000069 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Z Ordering 

Date: Thu, 24 Apr 1997 12:44:16 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <335f4ded.1266568@news.playstation.co.uk> 

References: <0O1bc49e3$259ecfe0$250ce8c3@cma> <3354CA83.3A4A@interactive.sony.com> ՀՅ 
35C98E9.67BA@dial.pipex.com> <335ca92e.2021907@news.playstation.co.uk> <335DC5B3.651 
C@dial.pipex.com> <335D3810.77C@micronetics.com> <335f2119.2988068@news.playstation. 
co.uk> <335F119A.442@dial.pipex.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On Thu, 24 Apr 1997 00:54:02 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> did quoth at me: 


>BTW have you run Del's latest demo, Engine4? Cool 3D, or wot! 


Del is just a show off. He is a commercial developer and gets 
everything written for him anyway. So there. 


I hate him hate him HATE HIM. 
Ya boo sucks to you. 


Del: I may be down next Saturday for a few drinks ;) I'll email you 
soon. And A.H. says your demo is crap too :))) [I haven't even dled it 
yet! | 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM - "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12057 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000069 


--MESSAGE FILE 12058 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000070 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Yaroze - was I right to buy ? 

Date: Thu, 24 Apr 1997 12:44:17 GMT 

Organization: Into Beyond 

Lines: 81 

Message-ID: <33604eb2.1463847@news.playstation.co.uk> 
References: <0O1bc5030$6f£732280$2f19e8c3@cma> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 23 Apr 1997 21:49:27 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 
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>When a *large* texture (like 3 x 2 texture pages) which contains sprite 
>animation "frames" and I want to access (for instance) the bottom right 
>frame do I need to use GetTPage against the texture page co-ordinates of 
>the original graphic, or the texture page that the frame falls within ? 


Texture Pages are bit confusing at first as they are not clearly 
described. In fact they are nothing more than a very 'loose' 
coordinate system. There are '32' basic pages in the PlayStation, 
although tpage values also contain some other info too. 


A point can be in multiple texture pages because you can have a new 
tpage every 64 16bit pixels or 128 8bit ones, but you can still refer 
to a u value up to 255 pixels from the start of the tpage. This is 
only true horontally. Vertically the texture pages cannot overlap 
since a new one is calculated only at y >= 256, and v cannot be > 255. 


e.g. 
16 bit texture starts at 64,0 in vram 
You could refer to tpage (64,0) with ս-0, v=0 


or 
You could refer to tpage (0,0) with u = 64, v = 0 


128. 


If the texture is 8 bit and not 16 bit then u 


Obviously your start and end u,v coords must fit into the same texture 
page. 


>Am I right in thinking that I can only map textures to sprites which are 
>held within VRAM ? This can't possibly be the case for commercial 


Yes. 


>applications - are the graphics "cached" or background loaded directly from 
>CD directly when required ? If I am limited to using graphics that can be 
>held within VRAM space then how the hell can I do anything other than small 
>test programs ? 


? 


Space is small I know, but there is enough room for most stuff. 
Remember that 8-bit textures take half the room, and 4 bit ones half 
again. You'd be surprised how much graphics can be reduced sometimes. 
The PlayStation works in 16 bit normally, and you can have dithering 
on too - it does actually make a difference in some apps - you don't 
notice textures pixelating nearly as much in one demo I have done. 


The PlayStation is also VERY fast at LoadImage so you can swicth in 8 
new texture page in realtime if a texture is refered to from a tpage 
not currently in vram. It is even fast enough to do realtime special 
effects using the main memory (in RISC probably) then doing a 
LoadImage to copy the buffer directly to the screen. 


>...and if that's the case then the Yaroze is a real waste of time and 
>money. 


It has some very bad points because I think it has been aimed at the 
wrong market. But it is still a lot better than nothing and you can do 
some nice things is you play around with it. I still think Sony should 
release the OT primitive data since I thin it very unfair not too. But 
that must be their decision. 


Personally I'm enjoying it :) 


I think there are 2 full dev kits. One is 2.5k but requires a normal 
blue ps-x which has the same ram as us. the other is 10k and has a lot 
more ram which is very important for most development and comes on a 
board. And don't worry, the full kit apparently has plenty of problems 
too and it isn't just us with a few bugs by a long way! The N64 too 
has plenty of probs as did the Sony when it first hit developers. And 
the manuals for these things are always crap - a friend of mine 


Net Yaroze newsgroups message dump.txt 
reckons the N64 ones are a complete joke. 
* Alex Amsel * Into Beyond Web Design & JAVA Programming * 


* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 
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—-MESSAGE FILE 12058 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000070 


--MESSAGE FILE 12059 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000071 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Yaroze - was I right to buy ? 
Date: Thu, 24 Apr 1997 12:44:19 GMT 
Organization: Into Beyond 

Lines: 36 
Message-ID: <336251ff.2308688@news.playstation.co.uk> 


References: <Olbc5030S6f732280S2f19e8c3@cma> <335F39AE.16E8@dial.pipex.com> <01bc508 


6Scef47be0$02018484@chrisa> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On 24 Apr 1997 08:04:10 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


>we already have a few *good* programmers on board. (don't get a big head 


>Alex) 


me?? I just make it all up. AFAIK Del is the best programmer around 
here. I just post a lot as it is the best way to help people and find 
out when I'm completely and utterly wrong (frequent). 


e.g. I spent 30 minutes debugging a very odd error last night when 
Mark kindly pointed out I was doing i++ before initialising the bloody 
thing. Ther routine had worked for ages since it only used the i value 
the first time it was run, but when I made a change it all fucked. I 
love bugs like that! 


>BIW: Once I've loaded my sprites into VRAM can I free the memory they 
>occupied (or is this done automatically ?). 


The memory is never marked as taken. You should set the heap yourself 
at the start of your code. 


I don't allow my heap to cover the gfx data because if you do then you 
must download all the graphics every time you run a new test version. 


For those that don't know, the Yaroze DOES NOT clear it's ram when you 
quit back to the serial program, so next time you test stuff you can 
simply download main + any modified data. Assuming you don't corrupt 
your own ram/data. I had to make a few changes to my code to reset 
some pointers within data structures dled to the PlayStation, but that 
only took 30 secs and overall development time is cut by HUGE amounts! 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


once 


—-MESSAGE FILE 12059 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000071 


——MESSAGE FILE 12060 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000072 
Path: chuka.playstation.co.uk!news 
From: alex@teeth.demon.co.uk (Alex Amsel) 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Yaroze - was I right to buy ? 
Date: Thu, 24 Apr 1997 12:44:20 GMT 
Organization: Into Beyond 

Lines: 19 
Message-ID: <33635337.2620602@news.playstation.co.uk> 

References: <Olbc5030S6f732280S2f19e8c3@cma> <335F39AE.16E8@dial.pipex.com> <01bc508 
6Scef47be0$02018484@chrisa> <335F1AB4.3780@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 24 Apr 1997 09:32:52 +0100, SCEE Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>I'd always recommend using 4 bit textures, ( especially as you can 
>adjust the colour/lighting ) as you get far better use of the texture 
>cacheing in the GPU ( which can speed up things dramatically ) - Keep 


>16 bit for titles!! 


4 bit is quite restrictive, although certainly useable in many 
circumstances. But what do you mean by ‘you can adjust the colour and 
lighting?' 


Can't you do this on 8 bit textures? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12060 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000072 


--MESSAGE FILE 12061 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000073 

Path: chuka.playstation.co.uk!news 

From: "Chris Allmark" <ZooSoft@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Dynamic PIXEL & CLUT Creation ? 

Date: 26 Apr 1997 08:25:04 GMT 

Organization: Zoo Software Solutions 

Lines: 17 

Message-ID: <01bc521b$8ea98440$0411e8c3@cma> 
NNTP-Posting-Host: 1d31-004.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm trying to create (as a test) a single pixel in VRAM without using a TIM 
file. 

I have tried to write a value (1 << 5) to a VRAM location for my pixel, and 
16 x (Ox7FFF) for my 15 bit color values. I have then assigned my sprite to 
the pixel location, and the clut (4 bit) to the CLUT. It doesn't work. 


I have assumed that the 4 bit pixel value (0001) points to the second 
address in the CLUT to find out what colour it should be. What am I doing 
wrong ? 


BIW my 'C' is v.rusty so if I've done something *real* stupid I'm sorry ! I 
know I could have chickend out and simply used a 15 bit direct value - but 
that wouldn't teach me anything now would it... 


Chris Allmark, Zoo Software Solutions 

"If you can't plug it in - We don't use it !" 

-—-MESSAGE FILE 12061 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000073 


——MESSAGE FILE 12062 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000074 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Dynamic PIXEL & CLUT Creation ? 
Date: Sun, 27 Apr 1997 16:51:31 GMT 
Organization: Into Beyond 

Lines: 41 

Message-ID: <336382dd.2607875@news.playstation.co.uk> 
References: <01bc521b$8ea98440S0411e8c3@cma> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 26 Apr 1997 08:25:04 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


>I'm trying to create (as a test) a single pixel in VRAM without using a TIM 
>file. 

>I have tried to write a value (1 << 5) to a VRAM location for my pixel, and 
>16 x (Ox7FFF) for my 15 bit color values. I have then assigned my sprite to 
>the pixel location, and the clut (4 bit) to the CLUT. It doesn't work. 

> 

>I have assumed that the 4 bit pixel value (0001) points to the second 
>address in the CLUT to find out what colour it should be. What am I doing 
>wrong ? 


I'm a little confused by what you mean but I'll try and help... 


If writing a pixel direct to the screen buffer, remember that it must 
be done with LoadImage and that the values are 16 bit (1,5,5,5) and 
cannot refer to cluts. 


If trying to set up a sprite by directly writing to vram remember that 
if the sprite is 16 colours (4 bit) then 1 'pixel' of vram = 4 
"pixels' of your sprite. 


i.e. Each vram pixel is 16 bits long, and in those 16 bits you have 
pixel 1 | pixel 2 | pixel 3 | pixel 4 


For an 8 bit clut it would be 2 pixels per vram word rather than 4. 


Remember you must use LoadImage, and remember that as a non blocking 
function it returns before actually having copied the pixel. Use a 
DrawSync to ensure it has done so. 


If you have done all this then perhaps you could post the source to 
look over? 


Does the sprite work if you initialise vram from a normal time file? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12062 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000074 


——MESSAGE FILE 12063 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000075 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Make a sprite change its frames 

Date: Sun, 27 Apr 1997 20:14:35 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3363978B.1456@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 


Net Yaroze newsgroups message dump.txt Page 7957 


NNTP-Posting-Host: 194.91.62.198 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi, 

what's the best way to implement 2D sprite changing during movement? 

I mean, in a game like a platform, how can I put down some code to make 
frames changing during a sprite movement? (like a man walking) 


I already have some ideas but I want to know the best and fast way to do 
this job. 


Cheers, 

Paso 

—-MESSAGE FILE 12063 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000075 


——MESSAGE FILE 12064 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000076 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Make a sprite change its frames 

Date: Mon, 28 Apr 1997 11:31:47 GMT 

Organization: Into Beyond 

Lines: 28 

Message-ID: <336589c9.2505158@news.playstation.co.uk> 
References: <3363978B.1456@mbox.ulisse.it> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Sun, 27 Apr 1997 20:14:35 +0200, Paso <giulio@mbox.ulisse.it> did 
quoth at me: 


>Hi, 

>what's the best way to implement 2D sprite changing during movement? 

>I mean, in a game like a platform, how can I put down some code to make 
>frames changing during a sprite movement? (like a man walking) 

> 

>I already have some ideas but I want to know the best and fast way to do 
>this job. 


Each sprite refers to a texture page and a u,v coordinate. 


So you could layout your frames next to each other or whatever, and in 
each frame update the u,v and possibly texture page information. 


e.g. 2 frame animation 


Frame 1: u = 0, v = 0 

Frame 2: u = 32 v = 0 

This could be valid if your sprite was 32x32 and the next frame was 
definately to the right օք the 1st frame. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 12064 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000076 


—--MESSAGE FILE 12065 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000077 
Path: chuka.playstation.co.uk!news 
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From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Make a sprite change its frames 
Date: Mon, 28 Apr 1997 23:55:07 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <33651CBA.D92@mbox.ulisse.it> 
References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 195.45.20.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Alex Amsel wrote: 


This could be valid if your sprite was 32x32 and the next frame was 
definately to the right օք the 1st frame. 


> Each sprite refers to a texture page and a u,v coordinate. 

> 

> So you could layout your frames next to each other or whatever, and in 
> each frame update the u,v and possibly texture page information. 
> 

> e.g. 2 frame animation 

> 

> Frame 1: u = 0, v = 0 

> Frame 2: u = 32 v = 0 

> 

> 

> 


Hi Alex and thanks, 
this is a way similar to one I already had. Are you sure this is the 
best and fast way to do "sprite frames changing" ? 


Anyone has another idea? 
—-MESSAGE FILE 12065 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000077 


—-MESSAGE FILE 12066 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000078 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a sprite change its frames 

Date: Tue, 29 Apr 1997 00:03:38 GMT 

Organization: Into Beyond 

Lines: 15 

Message-ID: <33673aaf.5132490@news.playstation.co.uk> 

References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
<33651CBA.D92@mbox.ulisse.it> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 28 Apr 1997 23:55:07 +0200, Paso <giulio@mbox.ulisse.it> did 
quoth at me: 


>Hi Alex and thanks, 
>this is a way similar to one I already had. Are you sure this is the 
>best and fast way to do "sprite frames changing" ? 


Best as far as I know. Either that or prestore a load of sprites all 
set up with the different frame information. Uses more memory but 
faster at runtime. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 
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—-MESSAGE FILE 12066 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000078 


—-MESSAGE FILE 12067 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000079 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dynamic PIXEL & CLUT Creation ? 

Date: Tue, 29 Apr 1997 09:58:57 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 59 

Message-ID: <3365B851.57E8@interactive.sony.com> 

References: <01lbc521b$8ea98440S041le8c3@cma> <336382dd.2607875@news.playstation.co.u 
k> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

On 26 Apr 1997 08:25:04 GMT, "Chris Allmark" <ZooSoft@compuserve.com> 
did quoth at me: 


>I'm trying to create (as a test) a single pixel in VRAM without using a TIM 
>file. 

>I have tried to write a value (1 << 5) to a VRAM location for my pixel, and 
>16 x (Ox7FFF) for my 15 bit color values. I have then assigned my sprite to 
>the pixel location, and the clut (4 bit) to the CLUT. It doesn't work. 

> 

>I have assumed that the 4 bit pixel value (0001) points to the second 
>address in the CLUT to find out what colour it should be. What am I doing 
>wrong ? 


I'm a little confused by what you mean but I'll try and help... 


If writing a pixel direct to the screen buffer, remember that it must 
be done with LoadImage and that the values are 16 bit (1,5,5,5) and 
cannot refer to cluts. 


If trying to set up a sprite by directly writing to vram remember that 
if the sprite is 16 colours (4 bit) then 1 'pixel' of vram = 4 
"pixels' of your sprite. 


i.e. Each vram pixel is 16 bits long, and in those 16 bits you have 
pixel 1 | pixel 2 | pixel 3 | pixel 4 


For an 8 bit clut it would be 2 pixels per vram word rather than 4. 


Remember you must use LoadImage, and remember that as a non blocking 
function it returns before actually having copied the pixel. Use a 
DrawSync to ensure it has done so. 


If you have done all this then perhaps you could post the source to 
look over? 


Does the sprite work if you initialise vram from a normal time file? 
* Alex Amsel * Into Beyond Web Design & JAVA Programming * 


* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM - "Steve Corica is every bit as good as that Kinkladze" 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


If you look at the SCEE 2d2 demo, I think part 
of that directly writes colours into CLUTs and into arrays, 
then loads them onto the frame buffer. 


Main causes of error when programming this: 
(i) pixel compression differs under 4, 8 and 16 bit modes 
(ii) ensure finish of loading to VRAM, using DrawSync (0) 
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(iii) GsSPRITEs need correct bit-depth flag (again, 4, 8, 16) 


Hope this helps 


Lewis 
—-MESSAGE FILE 12067 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000079 


—-MESSAGE FILE 12068 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000080 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dynamic PIXEL & CLUT Creation ? 

Date: Tue, 29 Apr 1997 09:44:37 GMT 

Organization: ElectricMail Ltd. 

Lines: 10 

Message-ID: <3365c24d.91840175@news.playstation.co.uk> 

References: <Olbc521b$8ea98440S0411le8c3@cma> <336382dd.2607875@news.playstation.co.u 
k> <3365B851.57E8@interactive.sony.com> 

NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Tue, 29 Apr 1997 09:58:57 +0100, laura smith 
<laura_smith@interactive.sony.com> wrote: 


ՃՃՃՃՃՃՃՃՃՃՃ 


>Lewis 


AAAAA 


Changing personas? 


Confused of UK :-) 

Mark 

—-MESSAGE FILE 12068 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000080 


--MESSAGE FILE 12069 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000081 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: TIM Tool updates 

Date: Mon, 19 May 1997 11:48:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <33802FF2.778@interactive.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hello all, 

Below are a number of updates that have been made to the TIM Tool. 
If you find any other bugs, or have any comments on the tool, 

give me a shout. 


Changes/bug fixes to TIM Tool 


- When importing a single image, if the values of the positions of the 
image or CLUT are modified, the imported image will have use new values. 


- On the import image form, the first item can now be selected straight 
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away. 


- Modified TIM's are now indicated by a red outline in the tree view. 


- When a TIM's CLUT is modified, the Save Modified TIMs menu option is 
enabled. 


- When the overlapping or freespace button has been pressed and 
released, the last selected TIM is now reselected. 


- When selecting a TIM image in the texture page preview that lies in 
another texture page, the texture page will now remain the same. 


— The interlaced/double buffer area is now indicated with the free 


space. 


This new 'full' version of TIM Tool will be released in the next couple 
of weeks... 


Later, 
Mal 


—-MESSAGE FILE 12069 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000081 


——MESSAGE FILE 12070 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000082 


Path: 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: George_Bain@bc.sympatico.ca (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Make a sprite change its frames 


Date: 


22 May 1997 08:31:17 GMT 


Organization: SCEA Net Yaroze News 


Lines: 


18 


Message-ID: <5m1081Sshk1@scea> 

References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
<33651CBA.D92@mbox.ulisse.it> <33673aaf.5132490@news.playstation.co.uk> 

NNTP-Posting-Host: vanc0O1lm02-73.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <33673aaf.5132490@news.playstation.co.uk>, alex@teeth.demon.co.uk 


says.. 
> 


>On Mon, 28 Apr 1997 23:55:07 +0200, Paso <giulio@mbox.ulisse.it> did 
>quoth at me: 


> 


>>Hi Alex and thanks, 
>>this is a way similar to one I already had. Are you sure this is the 
>>best and fast way to do "sprite frames changing" ? 


> 
>Best 


as far as I know. Either that or prestore a load of sprites all 


>set up with the different frame information. Uses more memory but 
>faster at runtime. 


This is what I have done..fast but too fast..trying to slow it down some what. 


George Bain 


-—-MESSAGE FILE 12070 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000082 


——MESSAGE FILE 12071 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000083 


Path: 
From: 


chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
George_Bain@bc.sympatico.ca (George Bain) 


Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Kernal Management 


Date: 


22 May 1997 08:32:28 GMT 


Organization: SCEA Net Yaroze News 


Net Yaroze newsgroups message dump.txt 
Lines: 50 
Message-ID: <5ml0asS$shk2@scea> 
NNTP-Posting-Host: vanc0O1lm02-73.bctel.ca 
Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 
I need help with system timer on PlayStation. Does anyone know 
the equalivant of this code on PSX? I know I have to use 
GetRCnt (),StartRCnt(), etc but what is the argument for the root counter 
spec..and what is RCntCNT2 macros?? Lib book is not giving me enough info. 
Any advice would help..thanx 
Latah..... 
George Bain 
KKKKKKKKKKKK CODE SNIP E. G * k K k x K < k < K x x < < x x x < 
#include <stdio.h> 
#include <stdlib.h> 
#include <conio.h> 
#define TICKS (*(volatile unsigned long far *) (0x0040006Clu)) 
JK get_tick () February 11,1997 */ 
unsigned long get_tick (void) 
{ 
return TICKS; 
} 
/* main() February 11,1997 */ 


void main(void) 
{ 
unsigned long t2; 


printf ("starting\n"); 
t2=TICKS + 40; 


while ( !kbhit() ) 
{ 

if ( get_tick() == t2 ) 
{ 
printf("An important event accoured\n"); 
t2=TICKS + 40; 
} 

} 

getch(); 


printf ("done\n") ; 
} 


Z EOF */ 


——MESSAGE FILE 12071 FND: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
2d_graphics/00000083 
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g/0000000 


--MESSAGE FILE 12072 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000084 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Kernal Management 

Date: Thu, 22 May 1997 10:39:22 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 73 

Message-ID: <3384144A.234B@interactive.sony.com> 
References: <5ml0as$shk2@scea> 

Reply-To: N/A-Use-Newsgroup 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Bain wrote: 


Q 
D 
° 
HB 
Q 
Փ 


I need help with system timer on PlayStation. Does anyone know 

the equalivant of this code on PSX? I know I have to use 

GetRCnt (),StartRCnt(), etc but what is the argument for the root counter 
spec..and what is RCntCNT2 macros?? Lib book is not giving me enough info. 
Any advice would help..thanx 


George Bain 
KKKKKKKKKKKK CODE SNIP E.G անան ԱՆ ԱՄԱ ԱԱ ԱՆ ՈԱ 
#include <stdio.h> 


#include <stdlib.h> 
#include <conio.h> 


#define TICKS (* (volatile unsigned long far *) (0x0040006Cl1u) ) 


/* get_tick () February 11,1997 */ 
unsigned long get_tick (void) 
{ 
return TICKS; 
} 


/* main() February 11,1997 */ 
void main(void) 
{ 

unsigned long t2; 


printf ("starting\n") ; 
t2=TICKS + 40; 


while ( !kbhit() ) 
{ 

if ( get_tick() == t2 ) 
{ 
printf("An important event accoured\n"); 
t2=TICKS + 40; 
} 

} 

getch(); 


printf ("done\n") ; 
} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


/* EOF ամ 


There are 3 root counters, 0, 1, and 2. The return values are 0-65535, 
root counter 1 is slowest. As theres no information on which root 
counter measures what, so we don't know the timings, so it'll have to be 
trial and error (1 maybe hsyncs). 


As for the code, something like this should do the trick. 


void main(void) 

{ 
printf ("starting\n"); 
StartRCnt (1); // not needed on Yaroze 
ResetRCnt (1); 


while(!kbhit () ) 
{ 
if (GetRCnt(1) == 40) 
{ 


printf ("event\n"); 
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ResetRCnt (1); 
} 
} 
getch(); 
printf ("done\n") ; 
} 
—-MESSAGE FILE 12072 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000084 


--MESSAGE FILE 12073 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000085 

Path: chuka.playstation.co.uk!news 

From: "Philippe.Lorin" <plorin@soleil.dir.univ—rouen.fr> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Double buffering in 640*x 

Date: Thu, 22 May 1997 12:59:29 +0100 

Organization: LIR, Fac. des Sciences Rouen (France) 
Lines: 13 

Message-ID: <33843521.41C67EA6@soleil.dir.univ—rouen.fr> 
NNTP-Posting-Host: soleil-gw.dir.univ-rouen.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 4.1.3 sun4m) 


Hi there. (*please* tell me if my English's not correct, for I'm French) 
1 .- I'm wondering whether it's possible to do double buffering with a 
resolution higher than 512 pixels (x value). If I correctly understand 


the double buff mechanism, I need twice the size of one screen in VRAM. 
As the VRAM's size is 1024*512, the maximum length is 1024/2, unless I 
use a 256 pixels height (but I don't want to). 

2 .- I've already used sprites and tiled-maps on another system (ST). 
My sprites routines didn't do clipping, I just had a working area bigger 
than the real screen, so that when a part of a sprite had to be drawn 
outside there was no problem. I'm happy that the psx hardware provides 
clipping. But it seems that I can't ask it to draw sprites with negative 
coordinates, so how can I draw something that is not entirely on the 
screen ? 

—-MESSAGE FILE 12073 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000085 


——MESSAGE FILE 12074 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000086 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Double buffering in 640*x 

Date: Thu, 22 May 1997 14:17:17 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <3384475D.6083@interactive.sony.com> 
References: <33843521.41C67EA6@soleil.dir.univ—rouen.fr> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Philippe.Lorin wrote: 


Hi there. (*please* tell me if my English's not correct, for I'm French) 
1 .- I'm wondering whether it's possible to do double buffering with a 
resolution higher than 512 pixels (x value). If I correctly understand 


the double buff mechanism, I need twice the size of one screen in VRAM. 
As the VRAM's size is 1024*512, the maximum length is 1024/2, unless I 
use a 256 pixels height (but I don't want to). 

2 .- I've already used sprites and tiled-maps on another system (ST). 
My sprites routines didn't do clipping, I just had a working area bigger 
than the real screen, so that when a part of a sprite had to be drawn 
outside there was no problem. I'm happy that the psx hardware provides 


VVVVVVVVV VV 
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> clipping. But it seems that I can't ask it to draw sprites with negative 
> coordinates, so how can I draw something that is not entirely on the 
> screen ? 


You can have a 640x256 screen, but thats the largest double buffered 
screen. Interlaced mode does its double buffering on screen, odd and 
even lines. 


It is possible to set up sprites specifying where the origin of a sprite 
is, eg the centre, using (mx,my). This does mean that you have to use 
GsSortSprite which isn't as fast as GsSortFastSprite. 


Stuart 
—-MESSAGE FILE 12074 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000086 


——MESSAGE FILE 12075 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000087 

Path: chuka.playstation.co.uk!news 

From: "Philippe.Lorin" <plorin@soleil.dir.univ—rouen.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Double buffering in 640*x 

Date: Thu, 22 May 1997 19:23:17 +0100 

Organization: LIR, Fac. des Sciences Rouen (France) 

Lines: 18 

Message-ID: <33848F15.41C67EA6@soleil.dir.univ—-rouen.fr> 

References: <33843521.41C67EA6@soleil.dir.univ-rouen.fr> <3384475D.6083@interactive. 
sony.com> 

NNTP-Posting-Host: soleil-gw.dir.univ-rouen.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 4.1.3 sun4m) 


Philippe Lorin wrote 

> 2 .- I've already used sprites and tiled-maps on another system (ST). 

> My sprites routines didn't do clipping, I just had a working area bigger 
> than the real screen, so that when a part of a sprite had to be drawn 
> 
> 
> 
> 


outside there was no problem. I'm happy that the psx hardware provides 
clipping. But it seems that I can't ask it to draw sprites with negative 
coordinates, so how can I draw something that is not entirely on the 
screen ? 


Stuart answered 

> It is possible to set up sprites specifying where the origin of a sprite 
> is, eg the centre, using (mx,my). This does mean that you have to use 

> GsSortSprite which isn't as fast as GsSortFastSprite. 


That could solve my problem. If my sprite's origin is specified as its 

right bottom corner, that works. But I'd prefer each sprite to have its 

origin centered... Then, at the position (100,0), one half of the sprite 

can be displayed, but what about (100, -1) ? 

—-MESSAGE FILE 12075 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000087 


——MESSAGE FILE 12076 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000088 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Double buffering in 640*x 

Date: Fri, 23 May 1997 10:06:35 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 11 

Message-ID: <33855E1B.5322@interactive.sony.com> 

References: <33843521.41C67EA6@soleil.dir.univ—-rouen.fr> <3384475D.6083@interactive. 
sony.com> <33848F15.41C67EA6@soleil.dir.univ—rouen.fr> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Philippe.Lorin wrote: 

> That could solve my problem. If my sprite's origin is specified as its 
> right bottom corner, that works. But I'd prefer each sprite to have its 
> origin centered... Then, at the position (100,0), one half of the sprite 
> can be displayed, but what about (100, -1) ? 


I've been playing around with GsSortFastSprite, and didn't have any 
problems with negative numbers, the sprite moved on and off the screen 
correctly. 


Stuart 
-—-MESSAGE FILE 12076 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000088 


--MESSAGE FILE 12077 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000089 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a sprite change its frames 

Date: Sat, 24 May 1997 10:45:44 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <3386AAB8.1E2A@mbox.ulisse.it> 

References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
<33651CBA.D92@mbox.ulisse.it> <33673aaf.5132490@news.playstation.co.uk> <5m1081Sshk 
1@scea> 

Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 195.45.17.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


George Bain wrote: 

> 

> In article <33673aaf.5132490@news.playstation.co.uk>, 

> >Best as far as I know. Either that or prestore a load of sprites all 

> >set up with the different frame information. Uses more memory but 

> >faster at runtime. 

> 

> This is what I have done..fast but too fast..trying to slow it down some what. 
> 

> George Bain 


Hi George, 

I have a lot to study and I have not done the code to make "Sprite 
changing", yet. 

Regarding the problem you have raised, what about using the counter 
provided with the libps to slow down the frames? 


Cheers, 

Paso 

—-MESSAGE FILE 12077 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000089 


——MESSAGE FILE 12078 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000090 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: TIM Files 

Date: 26 May 1997 22:05:07 GMT 

Organization: Marconi 

Lines: 49 

Message-ID: <01lbc6a20Sed0421e0S98alcdcd@default> 
NNTP-Posting-Host: ppp-5200-1342.mtl.total.net 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi all. 


I wrote the following small program to extract some information about a 
certain TIM file I want to display: 


// 
#include <libps.h> 


#define PICTURE 0x80110000 


void main (void) 

{ 
GsIMAGE Image; 
GsGetTimInfo((u_long *) PICTURE, &Image) ; 
printf ("Pixel Mode: %u\n", Image.pmode) ; 


printf Pixel X: %u\n",Image.px) ; 
printf Pixel Y: %u\n",Image.py); 
printf Pixel *: %x\n",Image.pixel) ; 
printf CLUT CX: %u\n", Image.cx) ; 


(5 
(7 
(" 
(" 
printf (" CLUT CY: %u\n",Image.cy); 
(" 
(7 
(" 


printf CLUT CW: %u\n", Image.cw) ; 
printf CLUT CH: %u\n",Image.ch) ; 
printf CLUT *: %x\n",Image.clut); 


) 
// 


This is the output produced: 


Pixel Mode: 16 
Pixel X: 22540 
Pixel Y: 2 
Pixel *: 80110010 
CLUT CX: 17 
CLUT CY: 4294963200 
CLUT CW: 8192 
CLUT CH: 0 
CLUT *: 2000 


Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 
should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
and there is an error in the Library Reference. 


HELP! Please clarify the rest of these numbers for me! Thanks! 


Nelson. 


—-MESSAGE FILE 12078 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000090 


--MESSAGE FILE 12079 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000091 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 
Subject: HELP! SYSTEM TIMERS 

Date: 27 May 1997 02:49:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <5mdi30$shk5@scea> 

NNTP-Posting-Host: vanc0O1lm01-19.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:91 scea.yaroze.pro 
gramming.2d_graphics: 62 
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Anybody please know anything about the system timers and how they work? 
Anybody??? 


Latah.... 
George Bain 


—-MESSAGE FILE 12079 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000091 


—-MESSAGE FILE 12080 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000092 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 

Subject: Re: HELP! SYSTEM TIMERS 

Date: Tue, 27 May 1997 09:45:56 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <338A9F44.C9@interactive.sony.com> 

References: <5Smdi30$shk5@scea> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:92 scea.yaroze.pro 
gramming.2d_graphics: 64 


George Bain wrote: 

> 

Anybody please know anything about the system timers and how they work? 
Anybody??? 


> 
> 
> 
> Latah.... 
> 
> 


George Bain 


The sample <profile> is an example of one way of profiling 
use the root counter 1. 


Basically, a call to GetRCnt(1) obtains the value of this 
counter; it seems to increment Very fast (not yet sure how fast), 
and its range is (we think) 0-65535 ie unsigned_short, 

and can be expected to wraparound very often (more than once 

per second). 


Sorry about the uncertainty, but we're unsure about the 
other timers and whether or nopt they're usable. 
Will post again soon. 


Lewis 
—-MESSAGE FILE 12080 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000092 


——MESSAGE FILE 12081 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000093 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM Files 

Date: Tue, 27 May 1997 09:52:24 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 74 

Message-ID: <338AA0C8.6478@interactive.sony.com> 
References: <Olbc6a20S$ed0421e0$98alcdcd@default> 

Reply-To: N/A-Use-Newsgroup 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nelson Santos wrote: 
Hi all. 


I wrote the following small program to extract some information about a 
certain TIM file I want to display: 


// 
#include <libps.h> 


#define PICTURE 0x80110000 


void main (void) 
{ 
GsIMAGE Image; 


GsGetTimInfo((u_long *) PICTURE, &Image) ; 
printf ("Pixel Mode: %u\n",Image.pmode) ; 
printf (" Pixel X: %Su\n",Image.px) ; 
printf (" Pixel Y: %Su\n",Image.py) ; 
printf (" Pixel *: %x\n",Image.pixel) ; 
printf (" CLUT CX: %u\n", Image.cx) ; 
printf (" CLUT CY: %u\n",Image.cy) ; 
printf(" CLUT CW: %u\n", Image.cw) ; 
printf" CLUT CH: ազո", Image.ch); 
printf (" CLUT *: %x\n",Image.clut); 


} 
// 


This is the output produced: 


Pixel Mode: 16 
Pixel X: 22540 
Pixel Y: 2 
Pixel *: 80110010 
CLUT CX: 17 
CLUT CY: 4294963200 
CLUT CW: 8192 
CLUT CH: 0 
CLUT *: 2000 


Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 
should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
and there is an error in the Library Reference. 


HELP! Please clarify the rest of these numbers for me! Thanks! 
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Nelson. 


Really cannot see why this is happening. 


Possible reasons: 
(a) TIM not loaded into memory properly, or conflict with program 


(b) total lack of program initialisation 


To be honest I don't think these are right at all. 

I suspect that the TIM has not gone intact into memory. 
Try making your <main> into a function and calling it 
after program initialisation (eg using a sampl code 
program as shell). 


The only other possible source of error: when there is a lot of 
<printf> output to the siocons terminal, some characters 

can become garbled and lost. Yours would show a far more serious 
case of this than I've seen, however. 
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If all this stil 


In <dump.h> you' 


doesn't help, 
11 find <dumpIMAGE> macro, 


look at the <2d2> sample code. 


this is called from the program as is and prints completely 
correct values to the terminal. 


Lewis 


—-MESSAGE FILE 12081 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000093 


—-MESSAGE FILE 12082 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000094 
Path: chuka.playstation.co.uk!news 
From: Jim <jim@micronetics.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM Files 


Date: Tue, 27 May 1997 10:32:12 +0100 


Organization: PlayStation Net Yaroze 


Lines: 60 


(SCEE) 


Message-ID: <338AAA1C.634F1584@micronetics.com> 
References: <0O1lbc6a20Sed0421e0S98alcdcd@default> 


NNTP-Posting-Host: 


Mime-Version: 1. 


0 


Content-Type: text/pl 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0b4 


X-Priority: 3 (Normal) 


Hi Nelson, 


lain; 


[en] (Win95; 


jim.micronetics.com 


charset=us-ascii 


T) 


It doesn't look like you are skipping the header of the tim. 


It is four bytes past the start of the file. 


If the tim is loaded at 


0x80110000 try pasing 0x80110004 to GsGetTimInfo or do 


GsGetTimInfo(((u_long *) PICTURE) +1, &Image) ; 


Regards 


Jim 


Nelson Santos wrote: 


Hi all. 


// 


I wrote the fol 
certain TIM fil 


{ 


printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
} 

// 


#include <libps.h> 


x 


void main(void) 


GsIMAGE Image; 
GsGetTimInfo((u_long *)PICTU 
printf ("Pixel Mode: 
L. X: 
Լ Մ: 

Ee 
CX: 
CY: 
CW: 
CH: 
CLUT *: 


Pixel 
Pixel 
Pixel 
CLUT 
CLUT 
CLUT 
CLUT 


#define PICTURE 0x80110000 


Su\n", Im 
Su\n", Im 
Su\n", Im 
Sx\n", Լո 
Su\n", Im 
Su\n", Im 
Su\n", Im 
Su\n", Im 


Sx\n", Im 


RE, &Image) ; 


age 


age 


age. 


-pmode) ; 
age. 
age. 
age. 
age. 
age. 
age. 
.Շհ): 


PX); 
py); 
pixel); 
Cx); 
cy); 
cw); 


clut); 


Pixel Mode: 
Pixel X: 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV N MN 


16 


22540 


This is the output produced: 


Llowing small program to extract some information about 
le I want to display: 
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Pixel Y: 2 
Pixel *: 80110010 
CLUT CX: 17 

CLUT CY: 4294963200 
CLUT CW: 8192 

CLUT CH: 0 

CLUT *: 2000 


and there is an error in the Library Reference. 


HELP! Please clarify the rest of these numbers for me! Thanks! 


VVVVVVVVVVVVVV VV 


Nelson. 


Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 
should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
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—-MESSAGE FILE 12082 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000094 


—--MESSAGE FILE 12083 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000095 

Path: chuka.playstation.co.uk!news 

From: "Nelson Santos" <nelson@total.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM Files 

Date: 27 May 1997 12:13:55 GMT 

Organization: Marconi 

Lines: 104 

Message-ID: <01bc6a97S8048ec80S$7ab113cc@default> 


References: <0Olbc6a20Sed0421e0S98alcdcd@default> <338AAA1C.634F1584@micronetics.com> 


NNTP-Posting-Host: ppp-annex-0840.mtl.total.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1161 


> Hi Nelson, 

> 

> It doesn't look like you are skipping the header of the tim. 
> It is four bytes past the start of the file. If the tim is loaded at 
> 0x80110000 try pasing 0x80110004 to GsGetTimInfo or do 

> 

> GsGetTimInfo(((u_long *) PICTURE) +1, &Image) ; 

> 

> Regards 

> 

> Jim 


Yes, I realized that after I posted my message. Here are the new values 
after skipping the program header. (I also added the .pw and .ph to the 


list, they look correct). 


Pixel Mode: 2 


Pixel X: 513 
Pixel Y: O 

Pixel W: 320 
Pixel H: 240 
Pixel *: 80110014 


CLUT CX: 17 

CLUT CY: 4294963200 
CLUT CW: 8192 

CLUT CH: 0 

CLUT *: 2000 


As you can see, the pixel mode is now 2 instead of the 16 I got before. 
The pixel width and height are perfect at 320 and 240. The address of the 
pixel data of 80110014 seems ok. But the rest of the numbers still don't 


make any sense. I ran this exact same program with the MASCOTS2.TIM 
little cartoon girlies from the 2D demos) and this is what I got: 


Pixel Mode: 9 
Pixel X: 640 


(those 


Net Yaroze 


Which looks perfect to me 


Pixel Y: 320 
Pixel W: 102 
Pixel H: 120 
Pixel *: 80110220 
CLUT CX: 0 


CLUT CY: 481 

CLUT CW: 256 

CLUT CH: 1 

CLUT *: 80110014 


something is wrong with my PICTURE? 
wrong this small program: 


#include <libps.h> 
#include "d:\yaroze\lib\pad.h" 


#define PICTURE 0x80110000 


void main(void) 


{ 


} 


GsIMAGE Image; 

RECT Rect; 

GsOT OT[2]; 

GsOT_TAG OTTags[2] [2]; 
PACKET Packet [2] [24]; 
int Buffer; 


PadInit (); 
GsInitGraph (320,240,4,0,0); 
GsDefDispBuff(0,0,0,240); 


newsgroups message dump.txt 


(except maybe the pixel mode of 9?). 


GsGetTimInfo((u_long *) (PICTURE+1),&Image) ; 


OT[O].length=1; 
OT[0] .org=OTTags[0]; 
OT[1].length=1; 
OT[1] .org=OTTags 


1]; 
GsClearOt (0,0,&OT[0]) 
GsClearOt (0,0, &OT[1] 


Rect.x = 0; 
Rect.y = 0; 
Rect.w = 320; 
Rect.h = 240; 


LoadImage (&Rect, Image.pixel); 
Rect.y = 240; 
LoadImage (&Rect, Image.pixel); 


while (PadRead(1) != PadSelect) 
{ 
Buffer = GsGetActiveBuff (); 


GsSetWorkBase( (PACKET *)Packet [Buffer] )j; 


GsClearOt (0,0, &0T[Buffer]); 
DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 
GsDrawOt (&OT [Buffer] ); 


And it displays the PICTURE 100% perfectly. So, what's going on? 


(The picture by the way is the WIPEOUT tit] 
laystation Picks" demo disk that original 


ոք | 


He 


Ne 


lp! 


lson. 


le screen found on the 
Lly came with the PSX.) 


So maybe 
I looked into this possibility and 
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-—-MESSAGE FILE 12083 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000095 


—-MESSAGE FILE 12084 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000096 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM Files 

Date: Tue, 27 May 1997 13:51:39 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 113 

Message-ID: <338AD8DA.575C@interactive.sony.com> 

References: <Olbc6a20$ed0421e0$98alcdcd@default> 
<01bc6a97S$8048ec80$7ab1l13cc@default> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nelson Santos wrote: 


Yes, I realized that after I posted my message 
list, they look correct). 


Pixel Mode: 2 


Pixel X: 513 
Pixel Y: O 

Pixel W: 320 
Pixel H: 240 
Pixel *: 80110014 


CLUT CX: 17 

CLUT CY: 4294963200 
CLUT CW: 8192 

CLUT CH: 0 

CLUT *: 2000 


pixel data of 80110014 seems ok. But the rest 


Pixel Mode: 9 


Pixel X: 640 
Pixel Y: 320 
Pixel W: 102 
Pixel H: 120 
Pixel *: 80110220 
CLUT CX: 0 


CLUT CY: 481 

CLUT CW: 256 

CLUT CH: 1 

CLUT *: 80110014 


wrong this small program: 


#include <libps.h> 
#include "d:\yaroze\lib\pad.h" 
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. sony . com> 


<338AAA1C.634F1584@micronetics.com> 


If the tim is loaded at 


> Hi Nelson, 

> 

> It doesn't look like you are skipping the header of the tim. 
> It is four bytes past the start of the file. 

> 0x80110000 try pasing 0x80110004 to GsGetTimInfo or do 
> 

> GsGetTimInfo(((u_long *) PICTURE) +1, &Image) ; 

> 

> Regards 

> 

> Jim 


. Here are the new values 


after skipping the program header. (I also added the .pw and .ph to the 


As you can see, the pixel mode is now 2 instead of the 16 I got before. 
The pixel width and height are perfect at 320 and 240. The address of the 


of the numbers still don't 


make any sense. I ran this exact same program with the MASCOTS2.TIM (those 
little cartoon girlies from the 2D demos) and this is what I got: 


Which looks perfect to me (except maybe the pixel mode of 9?). So maybe 
something is wrong with my PICTURE? I looked into this possibility and 


Net Yaroze newsgroups message dump.txt 
#define PICTURE 0x80110000 


void main (void) 

{ 
GsIMAGE Image; 
RECT Rect; 
GsOT OT[2]; 
GsOT_TAG OTTags[2] [2]; 
PACKET Packet [2] [24]; 
int Buffer; 


PadInit (); 

GsInitGraph (320,240,4,0,0); 
GsDefDispBuff(0,0,0,240); 
GsGetTimInfo((u_long *) (PICTURE+1),&Image) ; 


OT[O].length=1; 
OT[0] .org=OTTags[0]; 
OT[1].length=1; 
OT[1] .org=OTTags 


1]; 
GsClearOt (0,0,&OT[0]) 
GsClearOt (0,0, &OT[1] 


Rect.x = 0; 


Rect.y = 0; 
Rect.w = 320; 
Rect.h = 240; 


LoadImage (&Rect, Image.pixel); 
Rect.y = 240; 
LoadImage (&Rect, Image.pixel); 


while (PadRead(1) != PadSelect) 
{ 
Buffer = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *)Packet [Buffer] ); 
GsClearOt (0,0, &0T[Buffer]); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsDrawOt (&OT [Buffer] ); 


a) 


Help! 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Nelson. 


And it displays the PICTURE 100% perfectly. So, 
(The picture by the way is the WIPEOUT title screen found on the 
"Playstation Picks" demo disk that originally came with the PSX.) 
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what's going on? 


Mode 2 is 16bit so there is no CLUT, hence the garbage info. Mode 9 is 
8bit and mode 8 is 4bit. The modes are 0,1,2 but in the TIM info bit 3 
is set if there is a CLUT. So to get the actual mode use pixel_mode & 7, 


and to find out if there is a CLUT use pixel_mode & 8. 


explains everything. 


Stuart 


Hope this 


—-MESSAGE FILE 12084 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000096 


——MESSAGE FILE 12085 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000097 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM Files 

Date: Tue, 27 May 1997 13:59:53 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 81 

Message-ID: <338ADAC8.5D5058A1@micronetics.com> 


References: <0Olbc6a20Sed0421e0S98alcdcd@default> <338AAA1C.634F1584@micronetics.com> 


Net Yaroze newsgroups message dump.txt 


<01bc6a97$8048ec80S7ab113cc@default> 


NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: 


X-Priority: 3 


1.0 


Mozilla 4.0b4 [en] (Win95; I) 


(Normal) 


Nelson Santos wrote: 


> 


VVVVVVVVVVV VV 


This is because not all tim files have clut information. 


Pixel Mode: 


Pixel X: 
Pixel Y: 
Pixel W: 
Pixel H: 
Pixel *: 
CLUT CX: 
CLULT ‘CY: 
CLUT CW: 
CLUTCH} 
CLUT *: 


2 

513 

0 

320 

240 
80110014 
17 
4294963200 
8192 

0 

2000 


field to see if it is present. 


Also note that you should do a DrawSync (0); 
before you use the memory used by it to ensure that it's operation has 
Its non-blocking. 


completed. 

> littl 

> 

> Pixel Mode: 
> 

> 


Which looks perfect to me 


Yep its fine, 


>So maybe 


> something is wrong with my PICTURE? 


le cartoon girlies from the 2D demos) 


9 


this tim has clut information. 


s small program: 
<snip> 


> And it displays the PICTURE 100% perfectly. So, what's going on? 


Your picture doesn't have clut information. 


after a LoadImage or just 


and this is what I got: 


(except maybe the pixel mode of 92). 


And you program does not 


try to load it. The program is fine, as is the picture. 

> (The picture by the way is the WIPEOUT title screen found on the 
> "Playstation Picks" demo disk that originally came with the PSX.) 
> 

> Help! 

I hope this is of some help. 

I have attached a bit of code from the chrome demo that loads the 
textures. 

> 

> Nelson. 

Cheers 

Jim 


void InitialiseTexture(u_long *timAddr) 


{ 


GsIMAGE image; 


check the pmode 
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I looked into this possibility >and wrong thi 
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RECT t,c; 


GsGetTimInfo (++timAddr, &image) ; 


SetRECT (&t, image.px, image. py, image.pw, image.ph) ; 
LoadImage (&t, image.pixel) ; 
DrawSync (0); 


// load CLUT as necessary 


if (image.pmode & 8) 


} 
} 


{ 


setRECT (ՃՇ, image.cx, image.cy, image.cw, image.ch) ; 
LoadImage (ՃՇ image.clut); 
DrawSync (0); 


} 


—-MESSAGE FILE 12085 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000097 


—-MESSAGE FILE 12086 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000098 
Path: chuka.playstation.co.uk!news 
From: Chris Chadwick <x jk18@dial.pipex.com> 


Lines: 64 


Mime-Version: 1. 


Content-Type: text/plain; 


NNTP-Posting-Host: 


0 


Message-ID: <338BD903.2! 
References: <01lbc6a20Sed0421e0S98alcdcd@default> 
anl140.du.pipex.com 


Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM Files 
Date: Wed, 28 May 1997 00:04:35 -0700 
Organization: PlayStation Net Yaroze 


(SCEE) 


BCE@dial.pipex.com> 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 


Nelson Santos wrote: 


Hi all. 


I wrote the fol 
certain TIM fil 


(Win95; I; 


charset=us-ascii 


16bit) 


Llowing small program to extract some information about a 
le I want to display: 


// 


{ 


printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
printf (" 
} 

// 


#include <libps.h> 


void main(void) 


GsIMAGE Image; 
GsGetTimInfo((u_long *) PICTURE, &Image) ; 
printf ("Pixel Mode: 
L X: 
YS 

Bs 
CX: 
CY: 
CW: 
CH: 


Pixel 
Pixel 
Pixel 
CLUT 
CLUT 
CLUT 
CLUT 


#define PICTURE 0x80110000 


Su\n", Im 
Su\n", Im 
Su\n", Im 
%xNn", Im 
Su\n", Im 
%u\n", Im 
Su\n", Im 
%u\n", Im 


CLUT *: %x\n", Im 


age 


age 


.pmode) ; 
age. 
age. 
.pixel); 
age. 
age. 
age. 
age. 
age. 


px); 
py); 


cx); 
cy); 
cw); 
ch); 
clut); 


Pixel Mode: 


Pixel X: 
Pixel Y: 
Pixel *: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


CLUT CX: 


16 


22540 


2 


This is the output produced: 


80110010 


17 
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CLUT CY: 4294963200 
CLUT CW: 8192 

CLUT CH: 0 

CLUT *: 2000 


Aside from "Pixel Mode" and "Pixel *", the rest of these values make NO 
SENSE to me. "Pixel Mode", according to the Library Reference Page 30, 
should be between 0 and 4. I'm getting 16. I'm assuming this means 16 bit 
and there is an error in the Library Reference. 


HELP! Please clarify the rest of these numbers for me! Thanks! 


VVVVVVVVVVV VV 


Nelson. 
Hi Nelson, 


I had a similar problem with values returned from GsGetTimInfo() a few weeks 
ago and it was driving me *guzNUTS* until I found the solution (in the manual 
of all places :) 


You need to initialize the graphics system with GsInitGraph() before using 
GsGetTimInfo() - none of the 'Gs' graphics functions work correctly until 
this is done! (see page 101 of Library Ref). 


This should solve it. 
Cheers! 


Chris Chadwick 
—-MESSAGE FILE 12086 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000098 


——MESSAGE FILE 12087 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000099 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Scrolling without BG ?? 

Date: 28 May 1997 06:30:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 12 

Message-ID: <5mgje6$shk7@scea> 

NNTP-Posting-Host: vanc01m03-104.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:66 scee.yaroze.pro 
gramming.2d_graphics: 99 


Is it possible to scroll a background without BG? What I'am trying to do 

on the PlayStation is scroll two 160*240 images...just a simple wrap around. 
I tried some things out but I loose the image when I wrap around. The image 
would be useless to break down into 16*16 tiles so I need another way. 

If this is not possible or anyone know of hints or tricks please let me know. 


P.S. Does anyone...anyone..know how to use the system timers? 
Latah.... 
George Bain 


-—-MESSAGE FILE 12087 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000099 


——MESSAGE FILE 12088 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000100 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Wed, 28 May 1997 09:37:13 +0100 


Net Yaroze newsgroups message dump.txt 


Organization: Sony Computer Entertainment Europe 
Lines: 30 

Message-ID: <338BEEB9.47F9@interactive.sony.com> 
References: <5mgje6$shk7@scea> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:67 scee.yaroze.pro 


gramming.2d_graphics:100 


George Bain wrote: 


The image 


> 

> Is it possible to scroll a background without BG? What I'am trying to do 

> on the PlayStation is scroll two 160*240 images...just a simple wrap around. 
> I tried some things out but I loose the image when I wrap around. 

> would be useless to break down into 16*16 tiles so I need another way. 

> If this is not possible or anyone know of hints or tricks please let me know. 
> 

> P.S. Does anyone...anyone..know how to use the system timers? 

> 

> Latah.... 

> 

> George Bain 


Scrolling sprites: the demo flying\tutol8 has a 


as the view twists clockwise and anticlockwise, 


have. 


- Why do you lose the image when you wrap around? Try printing 


where the sprites are and repositioning. 


As regards timers, we're working on them. 


Lewis 


"starfield' 
made of two sprites. Basically, you just move them left and right 

testing the sprites 
to see if they've fallen off-screen and repositioning them if they 


—-MESSAGE FILE 12088 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000100 


——MESSAGE FILE 12089 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000101 
Path: chuka.playstation.co.uk!news 


From: Developer Support <dev_support@interactive.sony.com> 


Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 


Subject: Re: Scrolling without BG ?? 

Date: Wed, 28 May 1997 10:22:36 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 55 

Message-ID: <338BF95C.12A@interactive.sony.com> 
References: <5mgje6$shk7@scea> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:68 scee.yaroze.pro 


gramming.2d_graphics:101 


George Bain wrote: 
> 


> 
> 
> 
> 


Is it possible to scroll a background without BG? 
on the PlayStation is scroll two 160*240 images...just a simple wrap around. 
I tried some things out but I loose the image when I wrap around. 
would be useless to break down into 16*16 tiles so I need another way. 


What I'am trying to do 


The image 
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> If this is not possible or anyone know of hints or tricks please let me know. 
> 

> P.S. Does anyone...anyone..know how to use the system timers? 

> 

> Latah.... 

> 

> 


George Bain 


If you draw 4 images then you'll have no problems. Draw the first one at 
your (x,y), remember to do a x %= 320, y %= 256 (or what ever your 
screen resolution is). Then draw then others at (x-320,y) (x,y-256) and 
(x-320,y-256) (again depends on your screen resolution). Its not ideal 
but will do the job. 


As for system timers there are 3 functions long StartRCnt (unsigned 
long), long ResetRCnt (unsigned long) and long GetRCnt (unsigned long). 
The only values that do anything in the calls are 0,1 and 2. 0 and 2 
seem to be pixel counts (time to draw a pixel, or of that order, there 
isn't much in the way of details on how they were set up), and 1 seems 
to be a scanline count. 


To use the root counters just call StartRCnt with the number you want. 
ResetRCnt as necessary and GetRCnt to get a value. The value returned is 
in the range 0-65535, after which the counters wrap around. 


Example 
#include <libps.h> 


void main() 


{ 


unsigned long counter; 
counter = 0; // could also be 1 or 2 
StartRCnt (counter); 


while (*program terminate condition*) 


{ 


ResetRCnt (counter) ; 
*all the code* 


printf("Time taken: %d\n",GetRCnt (counter) ); 
} 


Stuart 
-—-MESSAGE FILE 12089 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000101 


--MESSAGE FILE 12090 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000102 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: System timers 

Date: Wed, 28 May 1997 17:43:32 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 43 

Message-ID: <338C60B4.6490@interactive.sony.com> 

References: <Smgje6$shk7@scea> <338BF95C.12A@interactive.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:69 scee.yaroze.pro 
gramming.2d_graphics:102 
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Developer Support wrote: 

As for system timers there are 3 functions long StartRCnt (unsigned 
long), long ResetRCnt (unsigned long) and long GetRCnt (unsigned long). 
The only values that do anything in the calls are 0,1 and 2. 0 and 2 
seem to be pixel counts (time to draw a pixel, or of that order, there 
isn't much in the way of details on how they were set up), and 1 seems 
to be a scanline count. 


To use the root counters just call StartRCnt with the number you want. 
ResetRCnt as necessary and GetRCnt to get a value. The value returned is 
in the range 0-65535, after which the counters wrap around. 


Example 

#include <libps.h> 

void main() 

{ 

unsigned long counter; 

counter = 0; // could also be 1 or 2 

StartRCnt (counter); 

while (*program terminate condition*) 
E E EE, 


*all the code* 


printf("Time taken: %d\n",GetRCnt (counter) ); 
} 
} 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Stuart 


I've just been told that timer 0 can fail some times, and timer 1 is 
used internally (VSync(1) uses it, so its best not to reset it). This 
leaves timer 2, which doesn't seem to have any problems associated with 
ԷԵ 


Stuart 
-—-MESSAGE FILE 12090 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000102 


——MESSAGE FILE 12091 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000103 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a sprite change its frames 

Date: 28 May 1997 18:51:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 31 

Message-ID: <5mhurfSshk8@scea> 

References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
<33651CBA.D92@mbox.ulisse.it> <33673aaf.5132490@news.playstation.co.uk> <5m1081Sshk 
1@scea> <3386AAB8.1E2A@mbox.ulisse.it> 

NNTP-Posting-Host: vanc01m02-79.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <3386AAB8.1E2A@mbox.ulisse.it>, giulio@mbox.ulisse.it says... 
> 

>George Bain wrote: 

>> 

>> In article <33673aaf.5132490@news.playstation.co.uk>, 

>> >Best as far as I know. Either that or prestore a load of sprites all 
>> >set up with the different frame information. Uses more memory but 

>> >faster at runtime. 
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>> 

>> This is what I have done..fast but too fast..trying to slow it down some 
what. 

>> 

>> George Bain 

> 

>Hi George, 

>I have a lot to study and I have not done the code to make "sprite 
>changing", yet. 

>Regarding the problem you have raised, what about using the counter 
>provided with the libps to slow down the frames? 

> 

>Cheers, 

>Paso 


Oh ya that could have worked also....argh!..I found a way and it looks 
pretty good. 


George Bain 


—-MESSAGE FILE 12091 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000103 


—-MESSAGE FILE 12092 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000104 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Kernal Management 

Date: 28 May 1997 18:53:05 GMT 

Organization: SCEA Net Yaroze News 

Lines: 85 

Message-ID: <5mhuuhS$shk9@scea> 

References: <5ml0as$shk2@scea> <3384144A.234B@interactive.sony.com> 
NNTP-Posting-Host: vanc01m02-79.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <3384144A.234B@éinteractive.sony.com>, 
dev_support@interactive.sony.com says... 

> 

>George Bain wrote: 

>> 

>> I need help with system timer on PlayStation. Does anyone know 

>> the equalivant of this code on PSX? I know I have to use 

>> GetRCnt(),StartRCnt(), etc but what is the argument for the root counter 
>> spec..and what is RCntCNT2 macros?? Lib book is not giving me enough info. 
>> Any advice would help..thanx 

>> 

>> Latah..... 

>> 

>> George Bain 

>> 

>> KKKKKKKKKKKK CODE SNIP E.G KKKKKKKKKKKKKKKKKK 

>> 

>> #include <stdio.h> 

>> #include <stdlib.h> 

>> #include <conio.h> 

>> 

>> #define TICKS (*(volatile unsigned long far *) (0x0040006Cl1lu) ) 

>> 

>> /* get_tick () February 11,1997 */ 
>> unsigned long get_tick (void) 

>> { 

>> return TICKS; 

>> ) 

>> 

>> /* main() February 11,1997 */ 
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>> void main(void) 

>> { 

>> unsigned long t2; 

>> 

>> printf ("starting\n") ; 

>> t2=TICKS + 40; 

>> while ( !kbhit() ) 

>> { 

>> if ( get_tick() == t2 ) 

>> { 

>> printf("An important event accoured\n") ; 

>> t2=TICKS + 40; 

>> } 

>> 

>> } 

>> getch(); 

>> 

>> printf ("done\n"); 

>> } 

>> 

>> /* EOF */ 
> 

>There are 3 root counters, 0, 1, and 2. The return values are 0-65535, 
>root counter 1 is slowest. As theres no information on which root 
>counter measures what, so we don't know the timings, so it'll have to be 
>trial and error (1 maybe hsyncs). 


> 

>As for the code, something like this should do the trick. 
> 

>void main(void) 

>í 

> printf("startingNn"); 

> StartRCnt(1); // mot needed on Yaroze 
> ResetRCnt(1); 

> 

> while(!kbhit()) 

> í 

> if (GetRCnt (1) == 40) 

> í 

> printf("eventNn"); 

> ResetRCnt (1); 

> ) 

> } 

> getch(); 

> printf ("done\n") ; 

>} 


YES! this is all I need!!! 


Latah... 


George Bain 


—-MESSAGE FILE 12092 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000104 


—-MESSAGE FILE 12093 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000105 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jack Copper <impmeister@earthlink.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Wed, 28 May 1997 21:43:24 -0400 

Organization: ArcanaTech 

Lines: 49 

Message-ID: <338CDF3C.6CFC@earthlink.net> 

References: <5Smgje6$shk7@scea> <338BF95C.12A@interactive.sony.com> 
NNTP-Posting-Host: 1Cust53.Max6.Cleveland.OH.MS.UU.NET 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:72 scee.yaroze.pro 
gramming.2d_graphics:105 


Developer Support wrote: 
> 


George Bain wrote: 
SNIP SNIP 
To use the root counters just call StartRCnt with the number you want. 
ResetRCnt as necessary and GetRCnt to get a value. The value returned is 
in the range 0-65535, after which the counters wrap around. 
Example 
#include <libps.h> 
void main() 

են: long counter; 

counter = 0; // could also be 1 or 2 

StartRCnt (counter); 

while (*program terminate condition*) 

EE E E Ն 


*all the code* 


printf ("Time taken: %d\n",GetRCnt (counter) ); 
} 
} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Stuart 


How does this square with the (less than enlightening) comments on page 
90 in the User Guide? There is an RCntCNT2 MACRO in the libps.h header: 


#define RCntCNT 0xf2000002 
but no RCntMdNOINTR | (or?) RCntMdSP 


In any case (also from pg 90) it appears that the counters increment 
every 8 cycles of the System clock (approx every 24 microseconds). 


HOWEVER, all these caveats are, at the least, frustrating.. How about 
some definitive information.. 


Thanks. 

Jack Copper 

—-MESSAGE FILE 12093 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000105 


—-MESSAGE FILE 12094 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000106 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 
Subject: Re: HELP! SYSTEM TIMERS 

Date: 29 May 1997 07:43:55 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <5mjc3r$7d02@scea> 

References: <5mdi30$shk5@scea> <338A9F44.C9@interactive.sony.com> 
NNTP-Posting-Host: vanc0O1m05-10.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 
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Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:106 scea.yaroze.pr 
ogramming.2d_graphics:77 


In article <338A9F44.C9@interactive.sony.com>, 
dev_support@interactive.sony.com says... 


>Basically, a call to GetRCnt(1) obtains the value of this 
>counter; it seems to increment Very fast (not yet sure how fast), 
>and its range is (we think) 0-65535 ie unsigned_short, 

>and can be expected to wraparound very often (more than once 
>per second). 


Thanks ..I got it to work now but damn it wraps around too fast. 
The system timer on the PC takes days... 


Latah... 


George Bain 


—-MESSAGE FILE 12094 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000106 


——MESSAGE FILE 12095 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000107 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: 29 May 1997 07:54:12 GMT 

Organization: SCEA Net Yaroze News 

Lines: 37 

Message-ID: <5mjcn4$7d03@scea> 

References: <Smgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> 
NNTP-Posting-Host: vanc0O1lm05-10.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:78 scee.yaroze.pro 
gramming.2d_graphics:107 


In article <338BEEB9.47F9@interactive.sony.com>, dev_support@interactive.sony.com sa 
Vises 


>Scrolling sprites: the demo flying\tutol8 has a 'starfield' just 
>made of two sprites. 


I looked at that code today and still can't get what I want to do done. 
I'll explain it a little better: 


- 2 - 160*240 images 
— one on the left and the other onn the right to fill the screen 


I want to scroll them from right to left, when image.x < 0 wrap around 
to the right of the screen. 


320 


<- <- scroll left <- wrap around 


O b Թ 


Net Yaroze newsgroups message dump.txt Page 7985 


I want to do this without using tiles..I have a image I want to scroll 
and it is not worth th effort to cut into 16%*16 tiles. 


George Bain 


—-MESSAGE FILE 12095 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000107 


——MESSAGE FILE 12096 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a sprite change its frames 

Date: 29 May 1997 07:56:06 GMT 

Organization: SCEA Net Yaroze News 

Lines: 42 

Message-ID: <5mjcqm$7d04@scea> 

References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
<33651CBA.D92@mbox.ulisse.it> <33673aaf.5132490@news.playstation.co.uk> <5m1081Sshk 
1@scea> <3386AAB8.1E2A@mbox.ulisse.it> <5mhurfSshk8@scea> 

NNTP-Posting-Host: vanc0O1lm05-10.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.9 (Released Version) (x86 32bit) 


In article <5mhurfSshk8@scea>, George_Bain@bc.sympatico.ca says... 

> 

>In article <3386AAB8.1E2A@mbox.ulisse.it>, giulio@mbox.ulisse.it says... 
>> 

>>George Bain wrote: 

>>> 

>>> In article <33673aaf.5132490@news.playstation.co.uk>, 

>>> >Best as far as I know. Either that or prestore a load of sprites all 
>>> >set up with the different frame information. Uses more memory but 
>>> >faster at runtime. 

>>> 

>>> This is what I have done..fast but too fast..trying to slow it down some 
>what. 

>>> 

>>> George Bain 

>> 

>>Hi George, 

>>I have a lot to study and I have not done the code to make "sprite 
>>changing", yet. 

>>Regarding the problem you have raised, what about using the counter 
>>provided with the libps to slow down the frames? 

>> 

>>Cheers, 

>>Paso 

> 

> 

>Oh ya that could have worked also....argh!..I found a way and it looks 
>pretty good. 

> 

>Latah..... 

> 

>George Bain 

> 


I know I've read about counters in one of the books but can't remember 
where..where was that page number dude? 


Latah.... 


George Bain 
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—-MESSAGE FILE 12096 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000108 


——MESSAGE FILE 12097 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000109 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Thu, 29 May 1997 10:57:48 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <338D531B.  9F8@interactive.sony.com> 

References: <Smgje6Sshk7@scea> <338BF95C.12A@interactive.sony.com> <338CDF3C.6CFC@ea 
rthlink.net> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:79 scee.yaroze.pro 
gramming.2d_graphics:109 


Jack Copper wrote: 

> How does this square with the (less than enlightening) comments on page 
90 in the User Guide? There is an RCntCNT2 MACRO in the libps.h header: 
#define RCntCNT 0::82000002 

but no RCntMdNOINTR | (or?) RCntMdSP 


In any case (also from pg 90) it appears that the counters increment 
every 8 cycles of the System clock (approx every 24 microseconds). 


HOWEVER, all these caveats are, at the least, frustrating.. How about 
some definitive information.. 


Thanks. 
Jack Copper 


VVVVVVVVVVVV VV 


As you haven't got RCntMdNOINTR or RCntMdSP, you can't use them. Root 
counters 0 and 2 run at 8 clock cycles and root counter 1 runs on Hsync. 
The problem with this is that root counter 0 and 2 wrap around within a 
frame. I'd forget about the user guide and just do what works. 


Stuart 
—-MESSAGE FILE 12097 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000109 


—--MESSAGE FILE 12098 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000110 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Thu, 29 May 1997 11:01:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 42 

Message-ID: <338D53EE.3D1A@interactive.sony.com> 

References: <Smgje6Sshk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 
a> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:80 scee.yaroze.pro 
gramming.2d_graphics:110 
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George Bain wrote: 

> 

> In article <338BEEB9.47F9@interactive.sony.com>, dev_support@interactive.sony.com 
says... 


> 

> >Scrolling sprites: the demo flying\tutol8 has a 'starfield' just 

> >made of two sprites. 

> 

> I looked at that code today and still can't get what I want to do done. 
> I'll explain it a little better: 

> 

> — 2 - 160*240 images 

> - one on the left and the other onn the right to fill the screen 

> 

> I want to scroll them from right to left, when image.x < 0 wrap around 
> to the right of the screen. 

> 

> 320 

> 

> 

> 

> <- <- scroll left <- wrap around 

> 

> 2 

> 4 

> 0 

> 

> 

> 

> 

> 

> 

> I want to do this without using tiles..I have a image I want to scroll 
> and it is not worth th effort to cut into 16*16 tiles. 

> 

> Latah..... 

> 

> George Bain 

So draw the image at image.x < 0 and again at 320 + image.x. and when 
image.x == -320 make image.x = 0. 

Stuart 


-—-MESSAGE FILE 12098 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000110 


—-MESSAGE FILE 12099 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000111 

Path: chuka.playstation.co.uk!news 

From: PASO <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a sprite change its frames 

Date: Thu, 29 May 1997 23:15:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <338DF204.F5946D31@mbox.ulisse.it> 

References: <3363978B.1456@mbox.ulisse.it> <336589c9.2505158@news.playstation.co.uk> 
<33651CBA.D92@mbox.ulisse.it> <33673aaf.5132490@news.playstation.co.uk> <5m1081Sshk 
1@scea> <3386AAB8.1E2A@mbox.ulisse.it> <5mhurfSshk8@scea> <5mjcqm$7d04@scea> 

Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b4 [en] (Win95; 1) 

To: George Bain <George_Bain@bc.sympatico.ca> 

X-Priority: 3 (Normal) 


George Bain wrote: 


> I know I've read about counters in one of the books but can't remember 
> 


> where..where was that page number dude? 
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Latah.... 


V V V V 


George Bain 


Oks George, 

I mean you could problably use StartRCnt that is on page 340 of the new 
version of the library reference. 

You could also try Vsync(-1) to make an easy counter for your frames. 
Let me know if you make up a nice piece of code to do the job. 


Ciao! 
Vanderik 


--MESSAGE FILE 12099 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000111 


——MESSAGE FILE 12100 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000112 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: How to ... Display sprites. 

Date: Mon, 02 Jun 1997 20:12:17 +0100 
Organization: shadow developments 

Lines: 43 

Message-ID: <33931BOF.3CF7@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-17.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


How to ... Display sprites. 


As promised, I have written some documentation and source code for the 
display of sprites for use by anybody who needs it. 


The docs started out short, but ended up about eight pages long. They're 
pretty detailed without being complicated, I just cover the necessary 
bits to get the sprite from your head onto the screen. 


The source code is short, functional, well documented with comments, and 
easy to follow. 


The docs and source code are available now, including the executable and 
a sample TIM from my ftp site at: 


http://www.playstation.co.uk/~shadow/ftp/ 


It's available as a .zip file for PC, with the docs in Word 6 format & 
Ascii text, and .hqx format for Mac with the docs in Wordperfect 3.1 
format & Simpletext. 


If you can't access the SCEE ftp, mail me and I will mail it to you, 
just say what format you want it in. 


I know how frustrating it can get when you are trying to get stuff 
working, it took me a couple of weeks to get my head round it all. So I 
just hope this makes life easier and quicker for those of you who are 
struggling and starting out - have faith we've all been there. 


How about continuing this "How to .." series, if anyone else could knock 
together some docs and source code for say, basic 3D, basic sound, using 
Yaroze on Mac/Amiga/Linux, assembler on Yaroze, collision detection, 
etc, etc. Source code alone without docs can sometimes just be 
confusing. Perhaps SCEE could give us some more FTP space for a "How to 
." area, and then people could upload stuff there for the benefit of 


everyone. 


How about it people, after all, we're all in this together. 
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Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

-—-MESSAGE FILE 12100 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000112 


—--MESSAGE FILE 12101 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000113 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Backgrounds 

Date: Tue, 03 Jun 1997 22:39:33 +0100 
Organization: shadow developments 

Lines: 13 

Message-ID: <33948F12.17DC@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—00-32.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I have posted more how to code on my ftp area: 
http://www.playstation.co.uk/~shadow/ 


This time it is about displaying a 320x240 16 bit image as a whole 
screen using two sprites. 


Let me know what you think. 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 12101 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000113 


--MESSAGE FILE 12102 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000114 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Yaroze - was I right to buy ? 

Date: Wed, 04 Jun 1997 02:47:59 GMT 

Organization: SCEA Net Yaroze News 

Lines: 30 

Message-ID: <3394d658.17671888@news.scea.sony.com> 

References: <Olbc5030S6f732280S2f19e8c3@cma> <335F39AE.16E8@dial.pipex.com> <01bc508 
6Scef47be0$02018484@chrisa> <336251ff.2308688@news.playstation.co.uk> 
NNTP-Posting-Host: nbppp93.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


So you load your graphics low in k0, starting with 0x80090000 and load 
your exe high, so that your heap grows down? I'm still not clear on 
what memory areas we can use. 


Also, what the ku and kl segments are for? 


Jamin Frederick 


On Thu, 24 Apr 1997 12:44:19 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
wrote: 


> 

>>BIW: Once I've loaded my sprites into VRAM can I free the memory they once 
>>occupied (or is this done automatically ?). 

> 
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>The memory is never marked as taken. You should set the heap yourself 
>at the start of your code. 

> 

>I don't allow my heap to cover the gfx data because if you do then you 
>must download all the graphics every time you run a new test version. 
> 

>For those that don't know, the Yaroze DOES NOT clear it's ram when you 
>quit back to the serial program, so next time you test stuff you can 
>simply download main + any modified data. Assuming you don't corrupt 
>your own ram/data. I had to make a few changes to my code to reset 
>some pointers within data structures dled to the PlayStation, but that 
>only took 30 secs and overall development time is cut by HUGE amounts! 


—-MESSAGE FILE 12102 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000114 


——MESSAGE FILE 12103 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000115 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Sprite rotation sample 

Date: Thu, 05 Jun 1997 23:42:59 +0100 
Organization: shadow developments 

Lines: 9 

Message-ID: <339740F2.6CF4@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-54.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


To continue on with the sprite how to series, a simple rotation and 
scaling demo, with source is now at my ftp. 


http://www.playstation.co.uk/~shadow/ 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 12103 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000115 


——MESSAGE FILE 12104 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000116 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How to ... Display sprites. 

Date: 10 Jun 1997 11:29:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <0Olbc75ab$6e235d00$3ca2cdcd@nsantos> 

References: <33931BO0F.3CF7@netcomuk.co.uk> 

NNTP-Posting-Host: ppp-annex-0550.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


How about continuing this "How to .." series, if anyone else could knock 
together some docs and source code for say, basic 3D, basic sound, using 
Yaroze on Mac/Amiga/Linux, assembler on Yaroze, collision detection, 
etc, etc. Source code alone without docs can sometimes just be 
confusing. Perhaps SCEE could give us some more FTP space for a "How to 
." area, and then people could upload stuff there for the benefit of 
everyone. 


How about it people, after all, we're all in this together. 


VVVVVVVVV VV 


Ira 
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Hey, I think this is an awesome idea. Hey SONY! How about it? 
Ira, thanks for the docs on sprites. 1:11 be reading them tonight. 


Nelson. 


—-MESSAGE FILE 12104 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000116 


--MESSAGE FILE 12105 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000117 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Stars 

Date: Wed, 11 Jun 1997 00:37:55 +0100 
Organization: shadow developments 

Lines: 16 

Message-ID: <339DE552.7D1D@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-07-46.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Another simple step up the routine ladder. 


Check out my stars demo at my ftp, showing a four field parallax star 
field and sprite rotation and scaling stuff. 


Only simple stuff, but ace fun to play with. 
Source code available when it's tidy. 
Ira 


http://www.playstation.co.uk/~shadow/ 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 12105 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000117 


——MESSAGE FILE 12106 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000118 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling without BG ?? 

Date: Wed, 11 Jun 1997 12:52:38 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <3393540a.8095895@news.playstation.co.uk> 

References: <Smgje6Sshk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 
a> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:99 scee.yaroze.pro 
gramming.2d_graphics:118 


On 29 May 1997 07:54:12 GMT, George_Bain@bc.sympatico.ca (George Bain) 
did quoth at me: 


>I want to do this without using tiles..I have a image I want to scroll 
>and it is not worth th effort to cut into 16%*16 tiles. 
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My rewritten BG routines allow this (define a 1x1 tile of the required 
size). Unfortunately I can't provide them for a while as I'm busy with 
‘orrible real work so have banned myself from the Yaroze temporarily. 


I'll just upload a whole lot of stuff in one go pretty soon. 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 

* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 

* Wibbler exclaimed "Another 10%? Get stuffed Wanderers! * 

—-MESSAGE FILE 12106 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000118 


——MESSAGE FILE 12107 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000119 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Source available 

Date: Thu, 12 Jun 1997 19:01:52 +0100 
Organization: shadow developments 

Lines: 11 

Message-ID: <33A03990.23EE@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—08-03.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


The source for the starfield and runner demos are now on my ftp area. 
http://www.playstation.co.uk/~shadow/ 
Check them out. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 12107 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000119 


——MESSAGE FILE 12108 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000120 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: interlace sprites 

Date: Sat, 14 Jun 1997 03:46:42 GMT 

Organization: SCEA Net Yaroze News 

Lines: 87 

Message-ID: <33a411a4.265293876@news.scea.sony.com> 
NNTP-Posting-Host: ivyland206.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 


The message below was previously posted in SCEA. 
I'm about to design a 2-d demo but I'd like to get some questions 
answered before I decide on a resolution, especially the interlace 
issue. I guess I'd like to see someone's viewpoint on the pros and 
cons of choosing a particular resolution and some of the preliminary 
decisions made about number of sprites, which ones to display, and OT 
organization -- from someone who's made a few of these, or developer 
support. If this is too general, maybe some discussion can be made 
in context of a side-scrolling shooter, which is my first project. If 
anyone can help, I'll expand a little more on my ideas...thanks. 
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Jamin Frederick 


>On Fri, 06 Jun 1997 07:30:37 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 

> 

>>Even though I use ResetGraph() on my interlaced demos, I think the 
>>reason it flickers is because of the high number of sprites being 
>>inserted in the OT, or just the delay in the entire screen getting 
>>displayed every 60th of a second. I think this also holds true for 
>>the 16x16 pixel tiles...i haven't got them to work in interlace. 

> 

>First of all, what interlace demos are we talking about? Are they 
>available to download and look at? 

> 
>Until I see the code, I'll just say that personally, I never use 
>interlace mode (on any system) during actual game play, because I've 
>never been able to get acceptable results. If I use it at all, it's 
>only for title screens and such. 

> 


So do most console games not make use of interlace mode 
during gameplay? The reason I would like to use it is that it makes 
efficient use of video ram, but if there's no feasible way to run 
things in this mode, someone please tell me. 


>>If I keep the number of sprites down to about 30 or so, interlacing 
>>seems to be fine. Perhaps a good thing to do as well is 

>>keep only sprites that will be on the screen "alive", or being 
>>insertable in the OT, because there's no reason to insert sprites into 


>>the OT that will be ENTIRELY clipped. This will keep the sprite count 
>>low. There will always be extra logic for offscreen sprites though, 
>>and this will contribute to frame rate drop. 

> 


>It's always a good idea to keep the sprite count as low as possible. 
>Just make sure that your clip routine doesn't eat up mor time than it 
>take to actually draw the sprite. 


Right. My "active sprite routine", or the routine that 
decides whether the sprite needs to be submitted to the OT at all (I 
like to refer to "clipping" as the thing that gets done to OT sprites 
on the border of the screen by the built-in playstation routines) is 
just testing to see if the object's rectangle intersects the screen 
rectangle, and if so, its sprite needs to be inserted into the OT. If 
my total number of objects increase, obviously this will take longer. 
I think if I have a good deal of objects outside the screen that 
don't need to be displayed, though, this is a good thing to do. 


> 

>>I'd like to get a good measurement of how many sprites the playstation 
>>can handle before this happens. 

> 

>That's hard to pin down. It depends on the size and color depth of the 
>sprites as well as the amount of 'control' code that is being run. The 
>best way to measure it is to draw your sprites and print the amount of 
>time it takes to do it. Keep adding sprites until the frame rate 
>drops. 

> 

> VSynce(1) returns the number of HSync units from the last VSync() 

> VSync(2) returns the number of VSync periods from the last VSync() 

> 

>Either will tell you if your frame rate is dropping. 

> 
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—-MESSAGE FILE 12108 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000120 


——MESSAGE FILE 12109 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000121 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 
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Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: pixel-by-pixel translucency 

Date: Sat, 14 Jun 1997 03:51:33 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <33a81469.266002095@news.scea.sony.com> 

NNTP-Posting-Host: ivyland206.voicenet.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.339 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:114 scee.yaroze.pr 
ogramming.2d_graphics:121 


Is there any way to set pixel translucency on a pixel-by-pixel 
basis in a TIM? Suppose I wanted to make a ship opaque and its 
glow translucent. According to the docs, I just set the appropriate 
STP flag for each pixel and turn on the sprite's translucency. But 
how do I set those STP flags in the first place, without either "all 
or nothing" like the TIM util requires? Thanks. 


Jamin Frederick 
—-MESSAGE FILE 12109 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000121 


——MESSAGE FILE 12110 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000122 

Path: chuka.playstation.co.uk!dialup-11-52.netcomuk.co.uk!user 
From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: interlace sprites 

Date: Sat, 14 Jun 1997 09:28:46 +0100 

Organization: shadow developments 

Lines: 28 

Message-ID: <shad.dev-1406970928470001@dialup-11-52.netcomuk.co.uk> 
References: <33a411a4.265293876@news.scea.sony.com> 
NNTP-Posting-Host: dialup-11-52.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33a411a4.265293876@news.scea.sony.com>, jaminl@psu.edu (Jamin 
Frederick) wrote: 


The message below was previously posted in SCEA. 
I'm about to design a 2-d demo but I'd like to get some questions 
answered before I decide on a resolution, especially the interlace 
issue. I guess I'd like to see someone's viewpoint on the pros and 
cons of choosing a particular resolution and some of the preliminary 
decisions made about number of sprites, which ones to display, and OT 
organization -- from someone who's made a few of these, or developer 
support. If this is too general, maybe some discussion can be made 
in context of a side-scrolling shooter, which is my first project. If 
anyone can help, I'll expand a little more on my ideas...thanks. 


VVVVVVVVV VV 


Personally I've stuck with 320x240 for my first demos, and a game I'm 
working on at the moment, that's a sideways scroller mario type thing, and 
I have all the sprites and backgrounds set at eight bit and it all looks 
fine. 


Keep it simple for start and that will help you get a real grip on the 
system, then when you understand everything a lot better you can jump in 
with interlace and higher res stuff. 


Ira 


"The difference between the impossible and the possible lies in determination" -- To 
mmy Lasorda 

—-MESSAGE FILE 12110 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000122 
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—--MESSAGE FILE 12111 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000123 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: pixel-by-pixel translucency 

Date: Sat, 14 Jun 1997 13:01:40 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33a295cf.375678@205.149.189.29> 

References: <33a81469.266002095@news.scea.sony.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:115 scee.yaroze.pr 
ogramming.2d_graphics:123 


On Sat, 14 Jun 1997 03:51:33 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> Is there any way to set pixel translucency on a pixel-by-pixel 
>basis in a TIM? Suppose I wanted to make a ship opaque and its 
>glow translucent. According to the docs, I just set the appropriate 
>STP flag for each pixel and turn on the sprite's translucency. But 
>how do I set those STP flags in the first place, without either "all 
>or nothing" like the TIM util requires? Thanks. 

> 

> 

Jamin, 


AFAIK, the only way to set those bits is to do it manually. It works, 
but it's a real pain to do. 


Mario 


—-MESSAGE FILE 12111 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000123 


--MESSAGE FILE 12112 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000124 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: pixel-by-pixel translucency 

Date: Sun, 15 Jun 1997 18:33:59 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <33A42786.4F9F@interactive.sony.com> 

References: <33a81469.266002095@news.scea.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:121 scee.yaroze.pr 
ogramming.2d_graphics:124 


Jamin Frederick wrote: 


Is there any way to set pixel translucency on a pixel-by-pixel 
basis in a TIM? Suppose I wanted to make a ship opaque and its 
glow translucent. According to the docs, I just set the appropriate 
STP flag for each pixel and turn on the sprite's translucency. But 
how do I set those STP flags in the first place, without either "all 
or nothing" like the TIM util requires? Thanks. 


VVVVVVV VV 


Jamin Frederick 


TIMTool (if you have the latest version) allows you to load a b&w image 
as a translucency channel. For 16bit first load the image you want it 
applied to, using the import image option in the menu, then use the 
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alpha mask option to load your b&w image. For 4 and 8bit it allows you 
to set the STP bit individually, on a colour by colour basis. 


Stuart 
—-MESSAGE FILE 12112 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000124 


—-MESSAGE FILE 12113 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000125 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: interlace sprites 

Date: Mon, 16 Jun 1997 09:32:16 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 114 

Message-ID: <33A4FA10.5730@interactive.sony.com> 
References: <33a411a4.265293876@news.scea.sony.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jamin Frederick wrote: 


The message below was previously posted in SCEA. 
I'm about to design a 2-d demo but I'd like to get some questions 
answered before I decide on a resolution, especially the interlace 
issue. I guess I'd like to see someone's viewpoint on the pros and 
cons of choosing a particular resolution and some of the preliminary 
decisions made about number of sprites, which ones to display, and OT 
organization -- from someone who's made a few of these, or developer 
support. If this is too general, maybe some discussion can be made 
in context of a side-scrolling shooter, which is my first project. If 
anyone can help, I'll expand a little more on my ideas...thanks. 


Jamin Frederick 


>On Fri, 06 Jun 1997 07:30:37 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 

> 

>>Even though I use ResetGraph() on my interlaced demos, I think the 
>>reason it flickers is because of the high number of sprites being 
>>inserted in the OT, or just the delay in the entire screen getting 
>>displayed every 60th of a second. I think this also holds true for 
>>the 16x16 pixel tiles...i haven't got them to work in interlace. 


VVVVVVVVVVVV VV VV VV VV VV 


If your screen flickers, this is not due to a 50 or 60 fps update rate, 
it's due to failure of the double buffering mechanism, whether 
using two areas of VRAM as buffers or using one area with interlace. 


Print out hsync count to see if your program runs at maximum frame rate. 


>> 

> >First of all, what interlace demos are we talking about? Are they 
> >available to download and look at? 

>> 


The recently posted SCEE demo <scrn_res> shows a simple way to 
flip high/low res during runtime. 
I'm sure some of the other demos use hi-res interlace mode as well. 


>Until I see the code, I'll just say that personally, I never use 
>interlace mode (on any system) during actual game play, because I've 
>never been able to get acceptable results. If I use it at all, it's 
>only for title screens and such. 

> 


So do most console games not make use of interlace mode 
during gameplay? The reason I would like to use it is that it makes 


VVVVVVVV 
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efficient use of video ram, but if there's no feasible way to run 
things in this mode, someone please tell me. 


>>If I keep the number of sprites down to about 30 or so, interlacing 
>>seems to be fine. Perhaps a good thing to do as well is 

>>keep only sprites that will be on the screen "alive", or being 
>>insertable in the OT, because there's no reason to insert sprites into 


>>the OT that will be ENTIRELY clipped. This will keep the sprite count 
>>low. There will always be extra logic for offscreen sprites though, 
>>and this will contribute to frame rate drop. 

> 


>It's always a good idea to keep the sprite count as low as possible. 
>Just make sure that your clip routine doesn't eat up mor time than it 
>take to actually draw the sprite. 


Right. My "active sprite routine", or the routine that 
decides whether the sprite needs to be submitted to the OT at all (I 
like to refer to "clipping" as the thing that gets done to OT sprites 
on the border of the screen by the built-in playstation routines) is 
just testing to see if the object's rectangle intersects the screen 
rectangle, and if so, its sprite needs to be inserted into the OT. If 
my total number of objects increase, obviously this will take longer. 
I think if I have a good deal of objects outside the screen that 
don't need to be displayed, though, this is a good thing to do. 


VVVVVVVVVVVVVV VV VV VV VV VV 


It is usually easy to display many more than 30 sprites per second 
without the slightest drop in frame rate. 


> 

>> 

> >>I'd like to get a good measurement of how many sprites the playstation 
> >>can handle before this happens. 

>> 

> >That's hard to pin down. It depends on the size and color depth of the 
> >sprites as well as the amount of 'control' code that is being run. The 
> >best way to measure it is to draw your sprites and print the amount of 
> >time it takes to do it. Keep adding sprites until the frame rate 

> >drops. 

>> 

> > VSync(1) returns the number of HSync units from the last VSync() 

> > VSyne(2) returns the number of VSync periods from the last VSync() 
>> 

> >Either will tell you if your frame rate is dropping. 

>> 


-—-MESSAGE FILE 12113 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000125 


——MESSAGE FILE 12114 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000126 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Jerky graphics 

Date: 19 Jun 1997 05:13:34 GMT 

Organization: SCEA Net Yaroze News 

Lines: 48 

Message-ID: <0lbc7c89$6c62a860S6c37eccd@nsantos> 

NNTP-Posting-Host: ppp-annex-0626.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello all, 


Does anyone know what is wrong with my game loop: 


for(;;) // Game loop 
{ 

Padl = PadRead (1); 

MovePlayer (Pad1); 


if (NumHeroBullets > 0) 
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MoveHeroBullets (); 
Buffer = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)Packet [Buffer] )j; 
GsClearOt (0,0, &OrdTab[Buffer]); 


GsSortFastSprite(&Hero, &OrdTab[Buffer], 0); 
if (NumHeroBullets > 0) 
{ 


for(i=0 ; i < NumHeroBullets ; i += 1) 
GsSortFastSprite (&HeroBullets[i], &OrdTab[Buffer], 0); 

} 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &OrdTab[Buffer]); 
GsDrawOt (&OrdTab[Buffer]); 


if (GameOver == TRUE) break; 


This is a slimmed down version of my game loop. Whenever the ship fires 
any bullets (therefore having more than one sprite), the animation becomes 
choppy. However, if I place a printf statement anywhere in the loop before 
the "if (NumHeroBullets > 0)" or after the "GsDrawOt (&OrdTab[Buffer]);", no 
more jerkiness! With the printf statement in there I can have several 
sprites at once with no jerkiness. Without the printf however, 2 sprites 
makes the display jerky. 


Why? I did follow all the steps in the proper order didn't I? 


Please help. 


Nelson. 


—-MESSAGE FILE 12114 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000126 


--MESSAGE FILE 12115 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000127 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Jerky graphics 

Date: Thu, 19 Jun 1997 14:54:35 GMT 

Organization: SCEA Net Yaroze News 

Lines: 19 

Message-ID: <33a9466e.890798@205.149.189.29> 

References: <Olbc7c89$6c62a860S6c37eccd@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 19 Jun 1997 05:13:34 GMT, "Nelson Santos" <nsantos@total.net> 
wrote: 


>Hello all, 

> 

>Does anyone know what is wrong with my game loop: 

> 

>[snip] 

> 

>Whenever the ship fires any bullets (therefore having more than one sprite), 
>the animation becomes choppy. 

> 

>[snip] 


At first glance, I don't see any problem with the code you posted 
here. I think I'd have a look at the function MoveHeroBullets() and 
see what's happening there. 
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Mario 
—-MESSAGE FILE 12115 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000127 


——MESSAGE FILE 12116 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000128 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Jerky graphics 

Date: 19 Jun 1997 14:54:46 GMT 

Organization: SCEA Net Yaroze News 

Lines: 34 

Message-ID: <0Olbc7cda$9d15d620$d67acdcd@nsantos> 

References: <Olbc7c89S6c62a860S6c37eccd@nsantos> <33a9466e.890798@205.149.189.29> 
NNTP-Posting-Host: ppp-5200-1008.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


At first glance, I don't see any problem with the code you posted 
here. I think I'd have a look at the function MoveHeroBullets() and 
see what's happening there. 


Mario 


VVVVVV 


My MoveHeroBullets seems to work ok when I fire more than one bullet. I 
experimented with a few things, and I think I fixed it, but I still don't 
know why. Referring back to the code (here is a segment:) 


if (NumHeroBullets > 0) 
{ 
for(i=0 ; i Հ NumHeroBullets ; i ՀՀ 1) 
GsSortFastSprite (&HeroBullets[i], &OrdTab[Buffer], 0); 
} 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &OrdTab[Buffer]); 
GsDrawOt (&OrdTab[Buffer]); 


if (GameOver == TRUE) break; 


All I did was move the "DrawSync(0);" to right after the 
"GsDrawOt (&OrdTab[Buffer]);" 


Now this is against what the manuals say, but it works anyhow. No more 
choppiness. Do you know why? 


Nelson. 


—-MESSAGE FILE 12116 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000128 


--MESSAGE FILE 12117 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000129 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Jerky graphics 

Date: Thu, 19 Jun 1997 16:30:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 45 

Message-ID: <33a95c49.6486485@205.149.189.29> 

References: <Olbc7c89$6c62a860S6c37eccd@nsantos> <33a9466e.890798@205.149.189.29> ՀՕ 
lbc7cda$9d15d620$d67acdcd@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 19 Jun 1997 14:54:46 GMT, "Nelson Santos" <nsantos@total.net> 
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wrote: 
>My MoveHeroBullets seems to work ok when I fire more than one bullet. I 


>experimented with a few things, and I think I fixed it, but I still don't 
>know why. Referring back to the code (here is a segment:) 


if (NumHeroBullets > 0) 
{ 
for(i=0 ; i < NumHeroBullets ; i += 1) 
GsSortFastSprite (&HeroBullets[i], &OrdTab[Buffer], 0); 
} 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0, &OrdTab[Buffer]); 
GsDrawOt (&OrdTab[Buffer]); 


if (GameOver == TRUE) break; 


VVVVVVVVVVVVVV VV 


>All I did was move the "DrawSync(0);" to right after the 

>"GsDrawOt (&OrdTab[Buffer]);" 

> 

>Now this is against what the manuals say, but it works anyhow. No more 
>choppiness. Do you know why? 


Nelson, 


Just guessing, but I'd say your code is running right at the 
borderline of maintaining a framerate. When you add bullets you drop 
to the lower frame rate sometimes. Since it's not consistant, things 
look jerky. I suspect that printf takes enough time that it drops the 
frame rate more consistantly, so it appears to make the program run 
smoother. And it does, but a a reduced frame rate. 


The change you made would have a similar effect. The way you 
originally wrote the code, the system would be building the next frame 
while it was drawing the current frame. The way it is now, you wait 
until the current frame is drawn before you start building the next 
frame. You're still getting a fast enough frame rate, but you're 
wasting a bunch of CPU cycles. 


Mario 
-—-MESSAGE FILE 12117 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000129 


—-MESSAGE FILE 12118 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000130 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Jerky graphics 

Date: 20 Jun 1997 13:01:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 22 

Message-ID: <0Olbc7d93$f3a0d6c0$cb56eccd@nsantos> 

References: <Olbc7c89S6c62a860S6c37eccd@nsantos> <33a9466e.890798@205.149.189.29> ՀՕ 
lbc7cda$9d15d620Sd67acdcd@nsantos> <33a95c49.6486485@205.149.189.29> 
NNTP-Posting-Host: ppp-5200-0445.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


The change you made would have a similar effect. The way you 
originally wrote the code, the system would be building the next frame 
while it was drawing the current frame. The way it is now, you wait 
until the current frame is drawn before you start building the next 
frame. You're still getting a fast enough frame rate, but you're 
wasting a bunch of CPU cycles. 


Mario 


VVVVVVV VV 
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I have added an additional 60 alien sprites, all moving and animating at 
the same time with collision checking, the works. And there is no slow 
down at all. Even when firing 20 bullets at once. The way I have my code 
now, with the DrawSync(0) after the DrawOT command, it works like a charm. 


But how do I get it so that my graphics steps are standard as outlined in 
the manuals and reclaim those CPU cycles you say I lost without 
experiencing those jerky graphics? 


Nelson. 


—-MESSAGE FILE 12118 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000130 


——MESSAGE FILE 12119 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000131 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Jerky graphics 

Date: Fri, 20 Jun 1997 15:20:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 27 

Message-ID: <33aa9cle.386867@205.149.189.29> 

References: <Olbc7c89$6c62a860S6c37eccd@nsantos> <33a9466e.890798@205.149.189.29> ՀՕ 
lbc7cda$9d15d620Sd67acdcd@nsantos> <33a95c49.6486485@205.149.189.29> ՀՕ1Եօ7493583804 
6cO0$cbh56eccd@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 20 Jun 1997 13:01:27 GMT, "Nelson Santos" <nsantos@total.net> 
wrote: 


>But how do I get it so that my graphics steps are standard as outlined in 
>the manuals and reclaim those CPU cycles you say I lost without 
>experiencing those jerky graphics? 

> 


Nelson, 


The first thing to do is verify that what I suspect is happening, is 
in fact happening. VSync() can be set up to return the number of VSync 
periods since the last VSync(). Do this and check the number. 


1) If this number IS NOT always the same, your frame rate is changing. 
You want to keep the frame rate fairly consistant, and as high as 
possible. I find anything lower than 15fps to be pretty bad. 


2) If the number IS always the same, you have a different problem. OR 
the act of printing the frame count has added enough overhead to cause 
the frame rate to drop. 


If the problem is an inconsistant frame rate, you can use VSync() or 
the timer to ensure that a sufficient period of time has passed before 
continuing. 


Mario 
-—-MESSAGE FILE 12119 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000131 


——MESSAGE FILE 12120 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000132 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Walz 

Date: Sat, 21 Jun 1997 17:47:48 -0400 

Organization: Cornell University 

Lines: 13 

Message-ID: <33AC4C04.6D37@erols.com> 
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NNTP-Posting-Host: dam-as4s28.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:125 scee.yaroze.pr 
ogramming.2d_graphics:132 


I downloaded the Walz demo as it is pretty similar to a game that I'm 
trying to do, and I thought it would be helpful. It was, but I have a 
few questions: 


1. Why are there no .tim files? 


2. Why are the .img files filled with addresses? 


3. Where can I find a guide to setting things like "attribute bits" 
(p33 in lib ref)? Loading .tim files and assigning them to sprites 
seems to be the only problem I have right now. 


Clint 
--MESSAGE FILE 12120 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000132 


——MESSAGE FILE 12121 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Walz 

Date: Sun, 22 Jun 1997 01:23:13 GMT 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33ac7d1c.715313@205.149.189.29> 

References: <33AC4C04.6D37@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:126 scee.yaroze.pr 
ogramming.2d_graphics:133 


On Sat, 21 Jun 1997 17:47:48 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I downloaded the Walz demo as it is pretty similar to a game that I'm 
>trying to do, and I thought it would be helpful. ԼԵ was, but I have a 
>few questions: 

> 

>1. Why are there no .tim files? 


There are no TIM files used in WalZ. All the images are converted from 
Targa to IMG files. The IMG files are included by the source file that 
needs them. The advantage to doing it this way is I don't have to 
figure out new addresses to load TIMs to every time I change the size 
of my TIM files. The disadvantage is the images need to be compiled 
and loaded when the program is transfered to the PlayStation. 


>2. Why are the .img files filled with addresses? 


They're not. They're filled with image data. The data is pretty much 
the same as what you get with a TIM file. 


>3. Where can I find a guide to setting things like "attribute bits" 
>(p33 in lib ref)? Loading .tim files and assigning them to sprites 
>seems to be the only problem I have right now. 


There are several good demos in the download area. 
Mario 


—-MESSAGE FILE 12121 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000133 


Net Yaroze newsgroups message dump.txt Page 8003 


—--MESSAGE FILE 12122 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000134 

Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Walz 

Date: Mon, 23 Jun 1997 09:13:42 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <33AE3036.376F@interactive.sony.com> 

References: <33AC4C04.6D37@erols.com> 

Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:127 scee.yaroze.pr 
ogramming.2d_graphics:134 


Clint Kelly wrote: 


I downloaded the Walz demo as it is pretty similar to a game that I'm 
trying to do, and I thought it would be helpful. It was, but I have a 
few questions: 

1. Why are there no .tim files? 


2. Why are the .img files filled with addresses? 


3. Where can I find a guide to setting things like "attribute bits" 
(p33 in lib ref)? Loading .tim files and assigning them to sprites 
seems to be the only problem I have right now. 


VVVVVVVVVVVV VV 


Clint 


Several of the SCEE demos (eg 2d, 242, 345) include 

a function 'LinkSpriteToImageInfo' which links a sprite 

to an already-loaded TIM; see 'ProperInitialiseTexture' for 

loading a TIM. 

—-MESSAGE FILE 12122 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000134 


—-MESSAGE FILE 12123 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000135 

Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: textures 

Date: Mon, 23 Jun 1997 12:41:38 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 51 

Message-ID: <33AR60F2.546@interactive.sony.com> 
Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


The VRAM is 1024x512, so x=0 y=512 is not valid, hence your problem. 


Stuart 


To: Laura Smith 
CGS 
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From: markt @ mincom.com 
Date: 23/06/97 16:16:26 EST 
Subject: Texture Pages 
Hi! 


Howz the weather over there? 
(tis rather nice here on the coast of Aussie) 


I have a question as I am experimenting with Textures... 
Please forward it to the programming/3d_graphics news group. 


I find that setting the texture page between 0 and 7 is fine 
using the coordinates 0 for y and multiples of 64 for x in the 
frame buffer. 


I am using resolution of 512 x 256 for a frame, 512 x 512 in 
total for both (double buffered) frames. I am loading my 
texture at x=0,y=512 and setting the texture page in my model 
to 8 assuming this is the correct texture page as a model 

may have a texture id in the range 0 - 31 only making me 
assume that in my situation x must be a multiple of 64 and 

y is a multiple of 256. 


This does not work (as you may have guessed). I have also 
been experimenting with the drawing environment structure, 
setting it with texture rectangle sizes, etc but this does 
not appear to have any effect. 


Using GetTPage() with an appropriate x,y returns 32 for a page 
id but the model's texture page must be in the 0-31 range. 


What's going on here? 
Thanks in advance... 


Mark 

markt@mincom.com 

—-MESSAGE FILE 12123 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000135 


——MESSAGE FILE 12124 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000136 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Transparency 

Date: 27 Jun 1997 05:51:45 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <0Olbc82d8$1bfacf60$4db113cc@nsantos> 

NNTP-Posting-Host: ppp-annex-0967.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Regarding transparent colors: 


Maybe I missed something in the manuals but how do we display a sprite 
where it's background color (normally color 0, black) is transparent? 
Whenever I display sprites and they pass over each other, I see the black 
unmasked background overlapping each other. 


Nelson. 


—-MESSAGE FILE 12124 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000136 


——MESSAGE FILE 12125 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000137 

Path: chuka.playstation.co.uk!news 

From: Mal <malachy_duffin@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Transparency 

Date: Fri, 27 Jun 1997 09:49:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <33B37EB5.A17@interactive.sony.com> 
References: <Olbc82d8$lbfacf60$4db113cc@nsantos> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nelson Santos wrote: 


> 

> Regarding transparent colors: 

> 

> Maybe I missed something in the manuals but how do we display a sprite 

> where it's background color (normally color 0, black) is transparent? 

> Whenever I display sprites and they pass over each other, I see the black 
> unmasked background overlapping each other. 

> 

> Nelson. 


As you haven't described what your doing at present it's difficult to 
say what's wrong. I assume you've set the texture to have transparent 
for black (timtool and timutil both allow you to do this). Next you set 
the attributes field of the GsSprite structure, bit 30 switches on 
semi-transparency, and bits 28 and 29 the amount (although this will 
mean nothing for transparent background). 


Stuart 
—-MESSAGE FILE 12125 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
2d_graphics/00000137 
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g/0000000 


——MESSAGE FILE 12126 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000138 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Transparency 

Date: Fri, 27 Jun 1997 15:14:30 GMT 
Organization: SCEA Net Yaroze News 

Lines: 26 

Message-ID: <33b3d732.973417@205.149.189.29> 
References: <Olbc82d8$lbfacf60$4db113cc@nsantos> 
NNTP-Posting-Host: firewall.hrtc.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Nelson, 


I had the same problem with a program I'm working on. When you make an 
object translucent, you can't just set the MSB and go on your merry 
way. The transparent parts of the object need to have a color value of 
0x0000, not 0x8000. This was easy for me to fix because I don't use 
TIM files. Instead I use my own IMG files created with TGA2IMG. These 
files contain the C source for the image and are included in the 
build. All I needed to do was edit the bad data and recompile. I've 
got to remember to fix the converter sometime soon. 


Mario 


On 27 Jun 1997 05:51:45 GMT, "Nelson Santos" <nsantos@total.net> 
wrote: 


>Regarding transparent colors: 
> 
>Maybe I missed something in the manuals but how do we display a sprite 
>where it's background color (normally color 0, black) is transparent? 
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>Whenever I display sprites and they pass over each other, I see the black 
>unmasked background overlapping each other. 

> 

>Nelson. 

> 


-—-MESSAGE FILE 12126 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000138 


--MESSAGE FILE 12127 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000139 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparency 

Date: 30 Jun 1997 12:22:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 35 

Message-ID: <01lbc856a$1f£392e80S0eb113cc@nsantos> 

References: <Olbc82d8Slbfacf60$4db113cc@nsantos> <33b3d732.973417@205.149.189.29> 
NNTP-Posting-Host: ppp-annex-0904.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


MSB? What's MSB? 


The strange thing is, when I look closely at my sprites overlapping one 
another, I see that certain colors are transparent, but not the colors I 
expected. Out of a palette of 256 colors (in a CLUT), I think color # 205 
was transparent as well as # 220 or something like that, instead of using 
the standard color #0 for transparency. 


Are you saying that the converter is badly converting my sprites? Wasn't 
this utility tested? It seems like a pretty serious bug when you got an 
ugly black rectangle around all of your sprites. I'm surprised this went 
unnoticed for so long. 


I'm not yet familiar enough with the image format on the Yaroze, so using 


IMG files would put more time into my project. I hope you can fix that bug 
soon! It would really help me out. 
Thanks! 


Mario Perdue <mperdue@iquest.net> wrote in article 
<33b3d732.973417@205.149.189.29>... 
> Nelson, 


> 

> I had the same problem with a program I'm working on. When you make an 
> object translucent, you can't just set the MSB and go on your merry 

> way. The transparent parts of the object need to have a color value of 
> 0x0000, not 0x8000. This was easy for me to fix because I don't use 

> TIM files. Instead I use my own IMG files created with TGA2IMG. These 
> files contain the C source for the image and are included in the 

> build. All I needed to do was edit the bad data and recompile. I've 

> got to remember to fix the converter sometime soon. 

> 

> Mario 


—-MESSAGE FILE 12127 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000139 


——MESSAGE FILE 12128 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000140 

Path: chuka.playstation.co.uk!news 

From: Laura <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparency 

Date: Mon, 30 Jun 1997 13:51:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <33B7ABC3.2C4E@interactive.sony.com> 
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References: <0Olbc82d8Slbfacf60S4db113cc@nsantos> <33b3d732.973417@205.149.189.29> ՀՕ 
1lbc856aS1£392e80S0eb113cc@nsantos> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nelson Santos wrote: 
MSB? What's MSB? 


The strange thing is, when I look closely at my sprites overlapping one 
another, I see that certain colors are transparent, but not the colors I 
expected. Out of a palette of 256 colors (in a CLUT), I think color # 205 
was transparent as well as # 220 or something like that, instead of using 
the standard color #0 for transparency. 


Are you saying that the converter is badly converting my sprites? Wasn't 
this utility tested? It seems like a pretty serious bug when you got an 
ugly black rectangle around all of your sprites. I'm surprised this went 
unnoticed for so long. 


I'm not yet familiar enough with the image format on the Yaroze, so using 
IMG files would put more time into my project. I hope you can fix that bug 
soon! It would really help me out. 


Thanks! 


VVVVVVVVVVVV VV VV VV VV 


MSB most significant bit. There's no problems with the utilities, 
there's only 2 options for transparency in timutil, transparent for 
black, and translucent except black. If you take your BMP and tick the 
transparent for blck option, you should have no problems, as long as 
your program is correct (which we don't know as you've not sent any code 
fragments relating to sprite initialisation). 


Stuart 
—-MESSAGE FILE 12128 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000140 


——MESSAGE FILE 12129 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000141 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparency 

Date: Mon, 30 Jun 1997 17:53:43 GMT 

Organization: SCEA Net Yaroze News 

Lines: 18 

Message-ID: <33b7f£158.809421@205.149.189.29> 

References: <Olbc82d8Slbfacf60$4db113cc@nsantos> <33b3d732.973417@205.149.189.29> ՀՕ 
lbc856aS1£392e80S0eb113cc@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


On 30 Jun 1997 12:22:00 GMT, "Nelson Santos" <nsantos@total.net> 
wrote: 


>Are you saying that the converter is badly converting my sprites? Wasn't 
>this utility tested? It seems like a pretty serious bug when you got an 
>ugly black rectangle around all of your sprites. I'm surprised this went 
>unnoticed for so long. 


Actually, I havn't used the TIM conversion utilities to see if they 
are converting wrong. I'll have to give it a shot and see. My 
experience was really with my own converter, but it sounds like the 
same problem you are having. I'm going to take a look at the code for 
my TGA2IMG converter and fix it this week. I may also do a TGA2TIM 
converter. I prefer to use TARGA files, and I like to be able to 
automate the conversion process in my MAKEFILE. Which is why I don't 
use the standard converters. 
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Mario 
-—-MESSAGE FILE 12129 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000141 


--MESSAGE FILE 12130 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000142 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Nelson Santos" <nsantos@total.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Help on transparency, anyone? 

Date: 1 Jul 1997 06:09:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <0Olbc85ff£$1417£3c0$35a2cdcd@nsantos> 

NNTP-Posting-Host: ppp-annex-0543.mtl.total.net 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hasn't anyone who uses sprites in TIM files come across the same problem I 
have? 


When drawing my sprites, I used color #0, which I have set to black, for 
the sprite background color. Now, when I display these sprites on the 
Yaroze, the black actually comes out as a solid color instead of coming out 
transparent. This means, that when sprites overlap, you can see the 
"square" drawn around the sprite. 


I would like to ask the SCEE Developers (or anyone else who can help) on 
how to fix this problem. Is it something I am doing wrong? 


Please help! My games will be useless if I can't fix this! 
Nelson. 


—-MESSAGE FILE 12130 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000142 


--MESSAGE FILE 12131 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000143 

Path: chuka.playstation.co.uk!news 

From: Laura <laura_smith@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Help on transparency, anyone? 

Date: Tue, 01 Jul 1997 09:07:45 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <33B8BAD1.12A2@interactive.sony.com> 
References: <Olbc85ff$1417f3c0$35a2cdcd@nsantos> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Nelson Santos wrote: 

> 

> Hasn't anyone who uses sprites in TIM files come across the same problem I 
> have? 
> 


I haven't, have you looked at the sample code. As I've said before, you 
use timutil, to convert your bitmap, tick the transparent for black 
option. Then set bit 30 in the sprite atrributes field, and there you 
go, it works. 


When drawing my sprites, I used color #0, which I have set to black, for 
the sprite background color. Now, when I display these sprites on the 
Yaroze, the black actually comes out as a solid color instead of coming out 
transparent. This means, that when sprites overlap, you can see the 
"square" drawn around the sprite. 


V V V V V 
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> 
> I would like to ask the SCEE Developers (or anyone else who can help) on 
> how to fix this problem. Is it something I am doing wrong? 


I'm SCEE dev support which means we have to fix developers problems. 


> 

> Please help! My games will be useless if I can't fix this! 
> 

> Nelson. 


Stuart 
—-MESSAGE FILE 12131 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000143 


--MESSAGE FILE 12132 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000144 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Help on transparency, anyone? 

Date: Tue, 01 Jul 1997 16:08:32 GMT 

Organization: SCEA Net Yaroze News 

Lines: 32 

Message-ID: <33b92a03.2267974@205.149.189.29> 

References: <Olbc85ff$1417f3c0$35a2cdcd@nsantos> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Nelson, 


I've looked at TIMUTIL a bit this morning and found that it didn't 
work exactly as I thought it should. In the Transparency settings 
there are two check boxes. One is TRANSLUCENT EXCEPT BLACK, the other 
is TRANSPARENT FOR BLACK. I would have thought that TRANSLUCENT EXCEPT 
BLACK would have left the value of black at 0x0000, but it doesn't, it 
changes it to 0x8000. However, if you check both boxes, it looks like 
it sets the data correctly. I havn't actually looked at it on the 
screen, but it looks right in a hex editor. 


Mario 
On 1 Jul 1997 06:09:22 GMT, "Nelson Santos" <nsantos@total.net> wrote: 


>Hasn't anyone who uses sprites in TIM files come across the same problem I 
>have? 

> 

>When drawing my sprites, I used color #0, which I have set to black, for 
>the sprite background color. Now, when I display these sprites on the 
>Yaroze, the black actually comes out as a solid color instead of coming out 


>transparent. This means, that when sprites overlap, you can see the 
>"square" drawn around the sprite. 
> 


>I would like to ask the SCEE Developers (or anyone else who can help) on 
>how to fix this problem. Is it something I am doing wrong? 

> 

>Please help! My games will be useless if I can't fix this! 

> 

>Nelson. 

> 


—-MESSAGE FILE 12132 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000144 


--MESSAGE FILE 12133 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000145 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 
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Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Help on transparency, anyone? 

Date: Tue, 01 Jul 1997 20:24:28 GMT 

Organization: SCEA Net Yaroze News 

Lines: 63 

Message-ID: <33b9626f.27390820@news.scea.sony.com> 

References: <Olbc85ff£$1417£3c0$35a2cdcd@nsantos> <33b92a03.2267974@205.149.189.29> 
NNTP-Posting-Host: nbppp99.cac.psu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


I noticed that there's an extra STP/RGB combination that 
wasn't mentioned in the manuals but it was in the file formats 
documentation. It's this: 


STP = 1, RGB = (0,0,0) 
This means black is treated as solid 


So basically, you got an STP flag for non-black colors, and an STP 
flag for black colors. Setting it for non-black colors makes the 
non-black colors translucent, and setting it for black colors makes 
the black colors solid (not transparent). 1 don't think black colors 
can be made translucent. 

I think TRANSLUCENT EXCEPT BLACK turns on the non-black STP, 

and TRANSPARENT FOR BLACK turns off the black STP. 


So shouldn't it be TRANSPARENT FOR BLACK that's affecting the black 
color, not the TRANSLUCENT EXCEPT BLACK? 


Anyways, I've gotten it to work for my sprites, I've had (00) a tank 
with transparency (no black borders), (01) a tank with no transparency 
(black borders), a cursor with translucency and transparency (11), 

but I haven't tried (10) no transparency but translucency. 


Good Luck! 
Jamin 


On Tue, 01 Jul 1997 16:08:32 GMT, mperdue@iquest.net (Mario Perdue) 
wrote: 


>Nelson, 

> 

>I've looked at TIMUTIL a bit this morning and found that it didn't 

>work exactly as I thought it should. In the Transparency settings 

>there are two check boxes. One is TRANSLUCENT EXCEPT BLACK, the other 

>is TRANSPARENT FOR BLACK. I would have thought that TRANSLUCENT EXCEPT 
>BLACK would have left the value of black at 0x0000, but it doesn't, it 
>changes it to 0x8000. However, if you check both boxes, it looks like 

>it sets the data correctly. I havn't actually looked at it on the 
>screen, but it looks right in a hex editor. 

> 

>Mario 

> 

>On 1 Jul 1997 06:09:22 GMT, "Nelson Santos" <nsantos@total.net> wrote: 

> 

>>Hasn't anyone who uses sprites in TIM files come across the same problem I 
>>have? 

>> 

>>When drawing my sprites, I used color #0, which I have set to black, for 
>>the sprite background color. Now, when I display these sprites on the 
>>Yaroze, the black actually comes out as a solid color instead of coming out 
>>transparent. This means, that when sprites overlap, you can see the 
>>"square" drawn around the sprite. 

>> 

>>I would like to ask the SCEE Developers (or anyone else who can help) on 
>>how to fix this problem. Is it something I am doing wrong? 

>> 

>>Please help! My games will be useless if I can't fix this! 

>> 

>>Nelson. 

>> 

> 
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-—-MESSAGE FILE 12133 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000145 


—-MESSAGE FILE 12134 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000146 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: new TIMUTIL please! 

Date: Wed, 02 Jul 1997 00:18:44 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <33BA00D4.2FC7@dial.pipex.com> 
NNTP-Posting-Host: am038.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


To SCEE: 
I tried using my beta copy of TIMUTIL today and it locked me out 
with a message saying it's not usable after June 31, and that I 


should download the latest version... 


There's nothing about a new version on the website. I'm stuck 
without the *essential* TIMUTIL! 


s'pose I could try messing with the system date to see if it 
would let me in but that would be a pain. 


Come back TIMUTIL, all is forgiven... :) 
Thanks 


Chris 
—-MESSAGE FILE 12134 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000146 


--MESSAGE FILE 12135 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000147 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jeff <jlawton@groupz.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: new TIMUTIL please! 

Date: Thu, 10 Jul 1997 08:41:30 -0500 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33C4E689.938F2C46@groupz.net> 

References: <33BA00D4.2FC7@dial.pipex.com> 

Reply-To: jlawton@groupz.net 

NNTP-Posting-Host: ags-—5200-1-p47.groupz.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

X-Mailer: Mozilla 4.0b5 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Chris Chadwick wrote: 


> There's nothing about a new version on the website. I'm stuck 
> without the *essential* TIMUTIL! 


Well you thought of what I did.. I just changed my system date to be 
prior to June 30.. Kinda sucked, but what else could you do... You 
would think that they would have atleast released the same version with 


an extended date while they are still working on the new version. 
Regards, 


Jeff 
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-—-MESSAGE FILE 12135 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000147 


——MESSAGE FILE 12136 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000148 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: mperdue@iquest.net (Mario Perdue) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: new TIMUTIL please! 

Date: Thu, 10 Jul 1997 15:09:37 GMT 

Organization: SCEA Net Yaroze News 

Lines: 28 

Message-ID: <33c4fae7.1603792@205.149.189.29> 

References: <33BA00D4.2FC7@dial.pipex.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 


Chris, 


What version of TIMUTIL are you talking about? I'm running vl.36pe and 
it seems to work fine. Was there a newer beta that I missed? 


Mario 


On Wed, 02 Jul 1997 00:18:44 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>To SCEE: 

> 

>I tried using my beta copy of TIMUTIL today and it locked me out 
>with a message saying it's not usable after June 31, and that I 
>should download the latest version... 

> 

>There's nothing about a new version on the website. I'm stuck 
>without the *essential* TIMUTIL! 

> 

>I s'pose I could try messing with the system date to see if it 
>would let me in but that would be a pain. 

> 

>Come back TIMUTIL, all is forgiven... :) 

> 

>Thanks 

> 

>Chris 


—-MESSAGE FILE 12136 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000148 


—--MESSAGE FILE 12137 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000149 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: new TIMUTIL please! 

Date: Fri, 11 Jul 1997 00:34:33 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <33C5E209.547F@dial.pipex.com> 

References: <33BA00D4.2FC7@dial.pipex.com> <33c4fae7.1603792@205.149.189.29> 
NNTP-Posting-Host: ac013.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Mario Perdue wrote: 


> 

> Chris, 

> 

> What version of TIMUTIL are you talking about? I'm running v1l.36pe and 
> it seems to work fine. Was there a newer beta that I missed? 
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Mario 


On Wed, 02 Jul 1997 00:18:44 -0700, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>To SCEE: 

> 

>I tried using my beta copy of TIMUTIL today and it locked me out 
>with a message saying it's not usable after June 31, and that I 
>should download the latest version... 

> 

>There's nothing about a new version on the website. I'm stuck 
>without the *essential* TIMUTIL! 

> 

>I s'pose I could try messing with the system date to see if it 
>would let me in but that would be a pain. 

> 

>Come back TIMUTIL, all is forgiven... :) 

> 

>Thanks 

> 

>Chris 


VVVVVVVVVVVVVVV VV VV VV VV 


Ooops! I meant TIM TOOL not the TIM UTIL converter... 


Everythings OK again now though as a new version was available from 
the web site the day after I posted my request :) 


Thanks anyway! 


Chris 
—-MESSAGE FILE 12137 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000149 


—-MESSAGE FILE 12138 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000150 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Manicx 

Date: Sun, 20 Jul 1997 20:09:30 GMT 

Organization: Into Beyond 

Lines: 13 

Message-ID: <33d86560.2497193@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


The Pacman demo we did ages ago should now be uploaded.... 


http://www.playstation.co.uk/~IBEYOND 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Iwan Roberts, Norwich is a great place, please go! WWFC + 

—-MESSAGE FILE 12138 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000150 


—--MESSAGE FILE 12139 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000151 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: "Linda J. Hodge" <hodgke@earthlink.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Help with source!!! 

Date: Sun, 20 Jul 1997 23:23:18 -0700 
Organization: SCEA Net Yaroze News 

Lines: 138 

Message-ID: <33D30056.3FD0@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: max2-so-ca-15.earthlink.net 
Mime-Version: 1.0 


Content-Type: multipart/mixed; boundary=" 


X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


This is a multi-part message in MIME format. 


60BE16C96CF2 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Why does this program connect with siocons with no errors and displays 
nothing on screen!!!!It is intended to display a 1000 randomly colored 


lines on screen. 


60BE16C96CF2 


60BE16C96CF2" 


Content-Type: text/plain; charset=us-ascii; name="LINE.C" 


Content-Transfer-Encoding: 7bit 
Content-Disposition: inline; filename="LINE.C" 


[BRK RK KKK KK KK KK KK KK KK KOK OK KK OK OK KK KK KK 


եյ 


LINES! !!! 


7 
եյ 
եյ 
* By Austin Kottke 
եյ 


// include libraries 
#include <libps.h> 


#include "pad.h" 


#define MAXLINES 1000 


// size of ordering table: 2 << OT_LENGTH 


// i.e. 16384 levels of z resolution 
#define OT_LENGTH al 


// Ordering Table handlers 
GsOT WorldOT[2]; 
// actual Ordering Tables themselves 


GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 
// GPU packet work area 


PACKET GpuOutputPacket [2] [MAXLINES* (20+4) |: 


// main function 


KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


* 
* 
* 
* 
* 
/ 


// see pad.h and pad.c for the controller pad interface 


int main (void) 


{ 


// state of controller pad 


int TheBuff; // which buffer is active 
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(drawn on) 


GsGLINE *sp; //Line drawing function,the sp bites! 


int i, index; 
// initialisation 
SetVideoMode( MODE_NTSC ); // NTS 


// screen resolution 640 by 480, 
ResetGraph (0); 

GsInitGraph(320 ,240, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, 240); 
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// set up the ordering table handlers 
for(i = 0; 1 < 2; i++) { 

WorldOT[i].length = OT_LENGTH; 

WorldOT[i].org = OTTags[il]; 


for (77) // main loop 


// find which buffer is active 
TheBuff = GsGetActiveBuff (); 


// set address for GPU scratchpad area 
GsSetWorkBase( (PACKET*) GpuOutputPacket [TheBuff]); 


// clear the ordering table 
GsClearOt (0, 0, &WorldOT[TheBuff]); 


//The program !!! 
for (index=0; index<MAXLINES; index++) 
{ sp->attribute = 0; //This is the core of the program 
//which is pretty basic. 
sp->x0 = rand()%320; 


Տք-»70 = rand()%240; 
sp->xl = rand()%320; 


sp->yl = rand()%240; 


sp->r0=rand() 5256: 
sp->g0=rand() 5256: 
sp->b0=rand () 5256: 


sp->rl=rand() 5256: 
sp->gl=rand() 5256: 
sp->bl=rand() 5256: 


GsSortGLine (sp, &WorldOT[TheBuff],0); 


// wait for end of drawing to the ot 
DrawSync (0); 


// wait for V_BLANK interrupt 
i=VSync (0); 


// swap double buffers 
GsSwapDispBuff(); 


// register clear-command: clear to some weird combo color 
GsSortClear (60,120,120, &WorldOT[TheBuff]); 

// register request to draw ordering table 
GsDrawOt (&WorldOT[TheBuff]); 


// clean up 
ResetGraph (3); 
return (0); 
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} 


60BE16C96CF2-- 


-—-MESSAGE FILE 12139 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000151 


--MESSAGE FILE 12140 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000152 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Help with source!!! 

Date: Mon, 28 Jul 1997 14:50:42 +0200 

Organization: Funcom Oslo A/S 

Lines: 18 

Message-ID: <33DC95A2.797F2F42@funcom. com> 

References: <33D30056.3FD0@earthlink.net> 

NNTP-Posting-Host: jon. funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Linda J. Hodge wrote: 


> Why does this program connect with siocons with no errors and displays 
> nothing on screen!!!! 


> // set up the ordering table handlers 

> for (i =O}. l < 25 tF) { 

> WorldOT[i].length = OT_LENGTH; 

> WorldOT[i].org = OTTags[il]; 

> } 

Check the "for" loop :-) It should read "i < 2". Right now it's an 


infinite loop. 


// Jon Rocatis / Programmer / Funcom Oslo A/S 
// jon@funcom.com. I speak for myself - not for Funcom... 
—-MESSAGE FILE 12140 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000152 


—-MESSAGE FILE 12141 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000153 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: CLUT troubles! 

Date: Fri, 01 Aug 1997 02:25:14 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <33E1AB7A.1DEE@dial.pipex.com> 
NNTP-Posting-Host: ac080.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Can anyone *please* explain what's happening here: 


I have a simple 8-bit (256-colour) TIM displayed as a 
sprite. I want to copy new CLUT entries into the 
256-colour CLUT associated to the sprite by using 
MovelImage(), which works when I change CLUT entries 
0-15 (inclusive), but I can't seem to over-write 
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entries 16-255. The same is true if, for example, 
I use ClearImage() to over-write each CLUT entry 
in turn by pressing a joypad button: I'm able to 
change entries 0-15 but anything else is ignored. 


I've printed all the relevant variables as I go and 
all seems fine. I've even used a 'test' TIM which 
simply shows blocks of all 256 colours in the CLUT - 
using the above example, as I keep pressing the button 
each colour changes as I'd expect until it gets to 
CLUT entry 16 then, nothing! 


Another oddity I discovered is that if I place the 

CLUT with a tpage X offset other than 0 (i.e. not 
aligned with the left-hand edge of the tpage) then 
simply displaying the sprite causes all colours to be 
"shifted' in the displayed image by however many the 
CLUT tpage X offset is e.g. If I have my CLUT at 

frame buffer address X=1, Y=480 (instead of X=0, Y=480) 
then pixels in the image that should be displayed using 
CLUT entry 1 are displayed with the colour of CLUT 
entry 0 etc. Again, I've displayed all settings and all 
is reported as normal: the GSSPRITE member .cx is shown 
as 1 but appears to be using 0!? : ( 


I wasn't aware CLUT's have to be aligned with tpages, 
certainly, Tim Tool allows them to be positioned anywhere! 


I hope I've explained the problems cleary enough. 
Any help would be *much* appreciated! 


Thanks in advance, 


Chris 
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—-MESSAGE FILE 12141 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000153 


—--MESSAGE FILE 12142 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000154 

Path: chuka.playstation.co.uk!news 

From: developer support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: CLUT troubles! 

Date: Fri, 01 Aug 1997 11:43:56 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 56 

Message-ID: <33E1CBFC.42D@interactive.sony.com> 
References: <33E1AB7A.1DEE@dial.pipex.com> 
NNTP-Posting-Host: 194.203.13.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Macintosh; I; PPC) 


Chris Chadwick wrote: 


Can anyone *please* explain what's happening here: 


I have a simple 8-bit (256-colour) TIM displayed as a 
sprite. I want to copy new CLUT entries into the 
256-colour CLUT associated to the sprite by using 
MovelImage(), which works when I change CLUT entries 
0-15 (inclusive), but I can't seem to over-write 
entries 16-255. The same is true if, for example, 

I use ClearImage() to over-write each CLUT entry 

in turn by pressing a joypad button: I'm able to 
change entries 0-15 but anything else is ignored. 


VVVVVVVVVV VV 


We've not come across this, and have to trouble changing all the CLUT 
values. Only thing I can think of is that you haven't called DrawSync 
after the MoveImage. If you want the CLUT to take effect immediately the 


DrawSync is crucial. 
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I've printed all the relevant variables as I go and 
all seems fine. I've even used a 'test' TIM which 
simply shows blocks of all 256 colours in the CLUT - 
using the above example, as I keep pressing the button 
each colour changes as I'd expect until it gets to 
CLUT entry 16 then, nothing! 


Another oddity I discovered is that if I place the 

CLUT with a tpage X offset other than 0 (i.e. not 
aligned with the left-hand edge of the tpage) then 
simply displaying the sprite causes all colours to be 
'shifted' in the displayed image by however many the 
CLUT tpage X offset is e.g. If I have my CLUT at 

frame buffer address X=1, Y=480 (instead of X=0, Y=480) 
then pixels in the image that should be displayed using 
CLUT entry 1 are displayed with the colour of CLUT 
entry 0 etc. Again, I've displayed all settings and all 
is reported as normal: the GSSPRITE member .cx is shown 
as 1 but appears to be using 0!? : ( 


VVVVVVVVVVVVVVV VV VV VV 


The CLUT has to be aligned to a 16 pixel boundary 


> I wasn't aware CLUT's have to be aligned with tpages, 

> certainly, Tim Tool allows them to be positioned anywhere! 
> 

> I hope I've explained the problems cleary enough. 

> Any help would be *much* appreciated! 

> 

> Thanks in advance, 

> 

> Chris 


If you can post the code we'll have a look at the CLUT changing bit. 


Stuart 
—-MESSAGE FILE 12142 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000154 


——MESSAGE FILE 12143 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000155 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: CLUT troubles! 

Date: Sat, 02 Aug 1997 12:20:01 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 268 
Message-ID: <33E38861.2EC9@dial.pipex.com> 

References: <33E1AB7A.1DEE@dial.pipex.com> <33E1CBFC.42D@interactive.sony.com> 
NNTP-Posting-Host: am080.du.pipex.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 1105ACA5A42" 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

To: developer support <dev_support@interactive.sony.com> 


This is a multi-part message in MIME format. 


1105ACA5A42 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


developer support wrote: 
Chris Chadwick wrote: 


> 
Can anyone *please* explain what's happening here: 


I have a simple 8-bit (256-colour) TIM displayed as a 
sprite. I want to copy new CLUT entries into the 


VV VV V V V 


> 
> 
> 
> 
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256-colour CLUT associated to the sprite by using 
MovelImage(), which works when I change CLUT entries 
0-15 (inclusive), but I can't seem to over-write 
entries 16-255. The same is true if, for example, 

I use ClearImage() to over-write each CLUT entry 

in turn by pressing a joypad button: I'm able to 
change entries 0-15 but anything else is ignored. 


VV V V V V V 


We've not come across this, and have to trouble changing all the CLUT 
values. Only thing I can think of is that you haven't called DrawSync 
after the MoveImage. If you want the CLUT to take effect immediately the 
DrawSync is crucial. 


I've printed all the relevant variables as I go and 
all seems fine. I've even used a 'test' TIM which 
simply shows blocks of all 256 colours in the CLUT - 
using the above example, as I keep pressing the button 
each colour changes as I'd expect until it gets to 
CLUT entry 16 then, nothing! 


Another oddity I discovered is that if I place the 

CLUT with a tpage X offset other than 0 (i.e. not 
aligned with the left-hand edge օք the tpage) then 
simply displaying the sprite causes all colours to be 
"shifted' in the displayed image by however many the 
CLUT tpage X offset is e.g. If I have my CLUT at 

frame buffer address X=1, Y=480 (instead of X=0, Y=480) 
then pixels in the image that should be displayed using 
CLUT entry 1 are displayed with the colour of CLUT 
entry 0 etc. Again, I've displayed all settings and all 
is reported as normal: the GSSPRITE member .cx is shown 
as 1 but appears to be using 0!? : ( 


VVVVVVVVVVVVVVV VV VV VV 


The CLUT has to be aligned to a 16 pixel boundary 


T 


I wasn't aware CLUT's have to be aligned with tpages, 
certainly, Tim Tool allows them to be positioned anywhere! 


I hope I've explained the problems cleary enough. 
Any help would be *much* appreciated! 


Thanks in advance, 


VVVVVVV VV 


Chris 


If you can post the code we'll have a look at the CLUT changing bit. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


Stuart 
Hi Stuart 


I've attached a zip file containing a simple example to demonstrate the 
problem (I hope you get it OK as I haven't sent an attached file before :) 
It uses ClearImage() instead of MoveImage() to simplify things but the 
problem is the same. 


Curiously, now that I've extracted the relevant code from my project 
for the example, I now can't seem to change *any* of the CLUT entries; 
not even the first 16 as I could before! 


I'm a bit worried that you say you have no problems changing all CLUT 
entries. Perhaps I've missed something, but i can't think what. 


Your info that CLUTs have to be 16 pixel aligned has cleared-up the 
"shifted colour' problem. Thanks, I did not realize this. 


I'll post this to the newsgroups as well in case anyone else is 
interested. Thanks for your quick response ;) 


Chris 


8019 
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PS I'm using GNU development in case you need to know. 


1105ACA5A42 

Content-Type: application/x-zip-—compressed 

—-MESSAGE FILE 12143 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000155 


——MESSAGE FILE 12144 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000156 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: CLUT troubles! 

Date: Mon, 04 Aug 1997 17:52:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <33E608B8.1225@interactive.sony.com> 

References: <33E1AB7A.1DEE@dial.pipex.com> <33E1CBFC.42D@interactive.sony.com> <33E3 
8861.2EC9@dial.pipex.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris Chadwick wrote: 
Hi Stuart 


I've attached a zip file containing a simple example to demonstrate the 
problem (I hope you get it OK as I haven't sent an attached file before :) 
It uses ClearImage() instead of MoveImage() to simplify things but the 
problem is the same. 


Curiously, now that I've extracted the relevant code from my project 
for the example, I now can't seem to change *any* of the CLUT entries; 
not even the first 16 as I could before! 


I'm a bit worried that you say you have no problems changing all CLUT 
entries. Perhaps I've missed something, but i can't think what. 


Your info that CLUTs have to be 16 pixel aligned has cleared-up the 
"shifted colour' problem. Thanks, I did not realize this. 


I'll post this to the newsgroups as well in case anyone else is 
interested. Thanks for your quick response ;) 


Chris 


PS I'm using GNU development in case you need to know. 


VVVVVVVVVVVVVVV VV VV VV VV VV 


OK, it seems that your CLUT is getting cached, and hence the changes are 
not taking effect. The only way I can think of fixing it is if you draw 
at least two different sprites, (or the same sprite with a different 
CLUT location). This will clear the CLUT and reload your altered one the 
next time round. 


There maybe a better fix, I'll look into it. 


Stuart 
—-MESSAGE FILE 12144 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000156 


--MESSAGE FILE 12145 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000157 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Clint Kelly <clint@erols.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: General Complaining 
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Date: Mon, 04 Aug 1997 20:05:33 -0400 
Organization: Cornell University 

Lines: 27 

Message-ID: <33E66E4D.47E@erols.com> 
NNTP-Posting-Host: rkv-asls30.erols.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:195 scee.yaroze.pr 
ogramming.2d_graphics:157 


First, I'd like to say that all of the help here at the newsgroups has 
been really great. Whenever I have a question here, I've always gotten 
a response, usually within 24 hours. Without the contributions of 
everyone here, I'd still be looking at a blank screen. 


Now for my complaints. 


I've found many of the example programs to be poorly documented. Maybe 
I'm not quite as beastly when it comes to programming as the average Net 
Yaroze user, but I'm fairly experienced, and I had a lot of trouble 
getting started. If a "tutorial" program only displays a few sprites on 
a screen, or something equally "trivial," then I assume it was created 
for beginners. And, speaking as a beginner, I'd appreciate comments on 
just about every line. For instance, I downloaded some SCEE 2D demos 
called tutol and tuto2, etc., and they were pretty big (many over 20 
pages long with KeyView) and, to be honest (and a little rude... sorry), 
the didn't really help me out at all. 


I don't mean to sound like a jerk here, cos I do really appreciate all 
the assistance I've gotten from the staff around here (although having 
paid in total almost $1000, I'd be pretty pissed if I wasn't getting any 
help). Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
programming skills, and in that case I apologize profusely, but I found 
Ira's Rainey's 2D tutorials and documentation to be infinitely more 
useful than anything I've downloaded from the official site. 


Clint 
—-MESSAGE FILE 12145 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000157 


——MESSAGE FILE 12146 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000158 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: General Complaining 

Date: Mon, 04 Aug 1997 20:33:55 -0700 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33E69F23.56F2@concentric.net> 

References: <33E66E4D.47E@erols.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts020d19.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:198 scee.yaroze.pr 
ogramming.2d_graphics:158 


I hear you! Unfortunately, when you are the only one looking at 
your code for months on end, comments become...not "unnecessary"... 
maybe more of an unneeded use of time. This is especially true 
since we don't have companies breathing down our necks to follow 
some methodology and add comments. 


All during college I would hack a program together and add comments 
after I'd gotten it working. They've always been an afterthought. 
Maybe it's bad, but old habits are hard to break. 
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Still, when something is labeled a "tutorial" you'd expect a 
little more documentation... 


Scott 
—-MESSAGE FILE 12146 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000158 


—--MESSAGE FILE 12147 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000159 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: General Complaining 

Date: Tue, 05 Aug 1997 10:38:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 56 

Message-ID: <33e6£721.2332529@205.149.189.29> 

References: <33E66E4D.47E@erols.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:204 scee.yaroze.pr 
ogramming.2d_graphics:159 


On Mon, 04 Aug 1997 20:05:33 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I've found many of the example programs to be poorly documented. Maybe 
>I'm not quite as beastly when it comes to programming as the average Net 
>Yaroze user, but I'm fairly experienced, and I had a lot of trouble 
>getting started. 


I can only speak for my own programs here. I think they have been 
documented very well. Every programmer has his/her own way of coding 
and commenting. 


>If a "tutorial" program only displays a few sprites on a screen, or 
>something equally "trivial," then I assume it was created for 
>beginners. And, speaking as a beginner, I'd appreciate comments on 
>just about every line. 


I'm not aware of any "tutorial" programs in the SCEA area. To my 
knowledge, they are all demo programs. For that reason you're not 
likly to see comments on every line that take you by the hand an walk 
you through it. It is assumed that you have you Yaroze documentation 
available when you look through the code. Speaking only for my own 
code, I try to document each function and the key areas of each 
function. 


>For instance, I downloaded some SCEE 2D demos called tutol and tuto2, 
>etc., and they were pretty big (many over 20 pages long with KeyView) 
>and, to be honest (and a little rude... sorry), the didn't really 
>help me out at all. 


I'm sorry to hear that, but there are a lot of other demos up there, 
have you looked at all of them? 


>I don't mean to sound like a jerk here, cos I do really appreciate all 
>the assistance I've gotten from the staff around here (although having 
>paid in total almost $1000, I'd be pretty pissed if I wasn't getting any 
>help). 


It's OK to voice your opinions. I don't think you sound like a jerk. 
Please understand that all of the demo's here are coming from a 
variety of programmers and that each of them has their own style. If 
the first demo you look at isn't to your liking, try looking at 
another. Remember to look at the member pages too. Many of them have 
code samples available. These members are going through the same 
learning curve you are, so maybe their samples will make more sense to 
you. 


>Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
>programming skills, and in that case I apologize profusely, but I found 
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>Ira's Rainey's 2D tutorials and documentation to be infinitely more 
>useful than anything I've downloaded from the official site. 


No apology is necessary. I'm glad you found Ira's tutorials useful. I 
havn't seen his stuff, but I hear it's pretty good. 


Mario 
—-MESSAGE FILE 12147 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000159 


——MESSAGE FILE 12148 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000160 

Path: chuka.playstation.co.uk!!user 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General Complaining 

Date: Tue, 05 Aug 1997 20:16:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <5s7tm5$o0j6@chuka.playstation.co.uk> 

References: <33E66E4D.47E@erols.com> 

NNTP-Posting-Host: dialup-05-37.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 


In article <33E66E4D.47E@erols.com>, Clint Kelly <clint@erols.com> wrote: 


>First, I'd like to say that all of the help here at the newsgroups has 
>been really great. Whenever I have a question here, I've always gotten 
>a response, usually within 24 hours. Without the contributions of 
>everyone here, I'd still be looking at a blank screen. 


I totally agree, I stared at a blank screen for weeks! 


>I downloaded some SCEE 2D demos 

>called tutol and tuto2, etc., and they were pretty big (many over 20 
>pages long with KeyView) and, to be honest (and a little rude... sorry), 
>the didn't really help me out at all. 


When I downloaded them I was just baffled, I think they could have been made 
a lot simpler (for tutorials) 


>Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
>programming skills, and in that case I apologize profusely 


Don't apologise for not understanding, by accepting that you don't 
understand something and then trying to find out about it is a lot better 
than kidding yourself. Nothing's easy, and with every programmer writing 
code in their own little quirky way, reading [more to the point 
understanding] other peoples coding can be hard sometimes at best. 


>but I found 
>Ira's Rainey's 2D tutorials and documentation to be infinitely more 
>useful than anything I've downloaded from the official site. 


That's the very reason I wrote them in the first place, to make things 
simple. I never realised when I wrote them how many people would use them, 
but I get loads of mail from everywhere now telling me how much they've 
helped. I don't claim to be the best yaroze coder, hell since I wrote that 
stuff I've learnt loads more stuff, one thing just leads into another. 


Keep up the coding 
Ira 


http://www.playstation.co.uk/~shadow 


"The difference between the impossible and the possible lies in 
determination" 
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-- Tommy Lasorda 


—-MESSAGE FILE 12148 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000160 


—--MESSAGE FILE 12149 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000161 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: CLUT troubles! 

Date: Wed, 06 Aug 1997 01:14:57 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <33E83281.A05@dial.pipex.com> 

References: <33E1AB7A.1DEE@dial.pipex.com> <33E1CBFC.42D@interactive.sony.com> <33E3 
8861.2EC9@dial.pipex.com> <33E608B8.1225@interactive.sony.com> 

NNTP-Posting-Host: ad123.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Developer Support wrote: 

Chris Chadwick wrote: 

Hi Stuart 

I've attached a zip file containing a simple example to demonstrate the 
problem (I hope you get it OK as I haven't sent an attached file before :) 


It uses ClearImage() instead of MoveImage() to simplify things but the 
problem is the same. 


Curiously, now that I've extracted the relevant code from my project 
for the example, I now can't seem to change *any* of the CLUT entries; 
not even the first 16 as I could before! 


I'm a bit worried that you say you have no problems changing all CLUT 
entries. Perhaps I've missed something, but i can't think what. 


Your info that CLUTs have to be 16 pixel aligned has cleared-up the 
"shifted colour' problem. Thanks, I did not realize this. 


I'll post this to the newsgroups as well in case anyone else is 
interested. Thanks for your quick response ;) 


Chris 


PS I'm using GNU development in case you need to know. 


VVVVVVVVVVVVV VV VV VV VV VV VV 


OK, it seems that your CLUT is getting cached, and hence the changes are 
not taking effect. The only way I can think of fixing it is if you draw 
at least two different sprites, (or the same sprite with a different 
CLUT location). This will clear the CLUT and reload your altered one the 
next time round. 


There maybe a better fix, I'll look into it. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


Stuart 
Sorted! :) 


All behaves as expected when I add a second 8-bit sprite to the OT 
although it has to have it's display attribute bit set otherwise it 
doesn't work so, at the moment, I'm just using a 1x1 sprite with 
negative screen coords. 


All the other other sprites I'm displaying are 4-bit so I gather this 
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was why I was only able to alter the first 16 CLUT entries: they were 
being changed in the CLUT buffer frequently for the various 4-bit 
sprites, but my single 8-bit sprite meant that entries 16-255 were 
never getting reloaded into this buffer... I had no idea a CLUT 
cache was being used! 


Thanks for solving a particularly puzzling problem, Stuart - you're 
a star ;) 


Chris 
—-MESSAGE FILE 12149 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000161 


--MESSAGE FILE 12150 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000162 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: General Complaining 

Date: Wed, 06 Aug 1997 08:36:38 GMT 

Organization: SCEA Net Yaroze News 

Lines: 51 

Message-ID: <33e8341d.21570202@news.scea.sony.com> 

References: <33E66E4D.47E@erols.com> 

NNTP-Posting-Host: rotary416-pri.voicenet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:212 scee.yaroze.pr 
ogramming.2d_graphics:162 


On Mon, 04 Aug 1997 20:05:33 -0400, Clint Kelly <clint@erols.com> 
wrote: 


>I've found many of the example programs to be poorly documented. Maybe 
>I'm not quite as beastly when it comes to programming as the average Net 
>Yaroze user, but I'm fairly experienced, and I had a lot of trouble 
>getting started. If a "tutorial" program only displays a few sprites on 
>a screen, or something equally "trivial," then I assume it was created 
>for beginners. And, speaking as a beginner, I'd appreciate comments on 
>just about every line. For instance, I downloaded some SCEE 2D demos 
>called tutol and tuto2, etc., and they were pretty big (many over 20 


>pages long with KeyView) and, to be honest (and a little rude... sorry), 
>the didn't really help me out at all. 
> 


I'm not sure what Sony's intention with the Yaroze was, but if 
the objective was to create a bigger developer base, it would have 
been a lot smarter to properly document the yaroze and offer more 
tutorials. I would have gotten much much farther if I was shown more 
clearly how the functions work in the beginning. Why can't developer 
support make simple introductory tutorials? The one I made took only 
a few hours, and it was easy just because I know already how the 
functions are to work. They don't have to be elaborate or any kind of 
game or anything, I don't care. I think most of us just want really 
really simple programs that are well documented, such as displaying a 
sprite or rendering one 3D object and explaining what the different 
function calls do. The more involved game techniques can come later, 
when we understand first of all what the blasted function calls do. 

It is SO frustrating wading through like 20 demos that all do the same 
initializations and stuff but never knowing what they mean. I know 
that this is supposed to be a "hobbyist" development kit and we're to 
seek out all the information for ourselves, but it seems like I'm 
always tearing my hair out finding answers to questions that could be 
answered in 10 minutes if I had good documentation (especially with 
the 3D stuff!). I'm sure many others feel this way as well. 


Jamin Frederick 


>I don't mean to sound like a jerk here, cos I do really appreciate all 
>the assistance I've gotten from the staff around here (although having 
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>paid in total almost $1000, I'd be pretty pissed if I wasn't getting any 
>help). Maybe I'm in the bottom 5% of Net Yaroze owners in terms of 
>programming skills, and in that case I apologize profusely, but I found 
>Ira's Rainey's 2D tutorials and documentation to be infinitely more 
>useful than anything I've downloaded from the official site. 

> 

>Clint 


—-MESSAGE FILE 12150 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000162 


——MESSAGE FILE 12151 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000163 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: CLUT troubles! 

Date: Wed, 06 Aug 1997 08:00:20 GMT 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33e82e2d.20050422@news.scea.sony.com> 

References: <33E1AB7A.1DEE@dial.pipex.com> <33E1CBFC.42D@interactive.sony.com> 
NNTP-Posting-Host: rotary416-pri.voicenet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 01 Aug 1997 11:43:56 +0000, developer support 
<dev_support@interactive.sony.com> wrote: 


>We've not come across this, and have to trouble changing all the CLUT 
>values. Only thing I can think of is that you haven't called DrawSync 
>after the MoveImage. If you want the CLUT to take effect immediately the 
>DrawSync is crucial. 


Does doing a MoveImage() and DrawSync() often bad for 
performance? Is it ok to be doing this for say palette cycling? How 
about StoreImage() for manipulation in memory every few frames? 

Is there problematic overhead or can it be done freely? 


Jamin Frederick 


—-MESSAGE FILE 12151 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000163 


——MESSAGE FILE 12152 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000164 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: CLUT troubles! 

Date: Wed, 06 Aug 1997 10:01:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <33E83D6D.31EF@interactive.sony.com> 

References: <33E1AB7A.1DEE@dial.pipex.com> <33E1CBFC.42D@interactive.sony.com> <33e8 
2e2d.20050422@news.scea.sony.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jamin Frederick wrote: 


> 
> Does doing a MoveImage() and DrawSync() often bad for 

> performance? Is it ok to be doing this for say palette cycling? How 
> about StoreImage() for manipulation in memory every few frames? 

> Is there problematic overhead or can it be done freely? 

> 

> 


Jamin Frederick 
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Yes it is bad for performance. If you are using MoveImage, StoreImage 
and LoadImage its best to rearrange things so they're done just before 
you normally call DrawSync. 


You can use StoreImage pointing to an array and change CLUT values 
there, and then do a LoadImage. 


Stuart 
-—-MESSAGE FILE 12152 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000164 


——MESSAGE FILE 12153 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000165 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: CLUT troubles! 

Date: Thu, 07 Aug 1997 01:23:58 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <33E9861E.E27@dial.pipex.com> 

References: <33E1AB7A.1DEE@dial.pipex.com> <33E1CBFC.42D@interactive.sony.com> <33e8 
2e2d.20050422@news.scea.sony.com> <33E83D6D.31EF@interactive.sony.com> 
NNTP-Posting-Host: an099.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Developer Support wrote: 


> 

> Jamin Frederick wrote: 

>> 

>> Does doing a MoveImage() and DrawSync() often bad for 

> > performance? Is it ok to be doing this for say palette cycling? How 
> > about StoreImage() for manipulation in memory every few frames? 

> > Is there problematic overhead or can it be done freely? 

>> 

> > Jamin Frederick 

> 

> Yes it is bad for performance. If you are using MoveImage, StoreImage 
> and LoadImage its best to rearrange things so they're done just before 
> you normally call DrawSync. 

Fa' sure! 

> 


> You can use StoreImage pointing to an array and change CLUT values 
> there, and then do a LoadImage. 


This is what I tried to do originally to implement palette cycling on 
a section of 32 CLUT entries. I couldn't get it to behave properly, 
however, because LoadImage didn't seem to like me giving it a pointer 
which didnt point to a 32-bit aligned address (oh no, not *that* 
problem again!)... 


The problem: each CLUT entry is 16-bit but LoadImage takes 
a pointer to u_long (32-bit) - presumably so LoadImage can copy 
data into VRAM in pixel-pairs, along the 32-bit bus. 


The upshot: LoadImages were ignored (or the pointer was re-aligned) 
when ever I gave it an un-aligned address (i.e. every alternate call 
when trying to cycle by a single CLUT entry each time). So: 


call 1) ok 
call 2) nothing happens : ( 
call 3) CLUT section is cycled by *2* entries 


I tried making the appropriate casts etc. with no success, so I dumped 
that idea and decided to keep a copy of the CLUT in VRAM and use MovelImage 
to copy sections into the original CLUT. This is when I fell victim 

to the dreaded 'buffered CLUT' syndrome (see above threads). 
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Now this prob has been sorted, all is OK. Anyway, keeping everything 
in VRAM should be more efficient than using main mem :) 


Hope some of this is useful 


Chris 


> 

> Stuart 

—-MESSAGE FILE 12153 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000165 


--MESSAGE FILE 12154 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000166 

Path: chuka.playstation.co.uk!scea!paulk 

From: paulk@anon.nymserver.com (paulk) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: General Complaining 

Date: Sat, 09 Aug 1997 22:53:58 GMT 

Organization: The Hacker's Shack 

Lines: 53 
Message-ID: <5sisalSbis3@scea> 

References: <33E66E4D.47E@erols.com> <33e8341d.21570202@news.scea.sony.com> 
NNTP-Posting-Host: tide26.microsoft.com 

X-Newsreader: News Xpress 2.01 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:216 scee.yaroze.pr 
ogramming.2d_graphics:166 


In article <33e8341d.21570202@news.scea.sony.com>, jaminl@psu.edu (Jamin Frederick) 
wrote: 

> I'm not sure what Sony's intention with the Yaroze was, but if 

>the objective was to create a bigger developer base, 


> I know 
>that this is supposed to be a "hobbyist" development kit and we're to 
>seek out all the information for ourselves 


I don't think that Sony was trying to (greatly) increase the number of 
Playstation developers, at least not commercial-quality ones. As you say, 
this system was designed specifically for weekend hobbyists, not anyone who's 
trying to make any money (other than becoming more hirable). 


Rather, Yaroze is much like my old Apple // or my friend's Commodore 64 -- 
machines we had fun investigating, playing with, and seeing what we could make 
do. We never really (well, seriously) expected to do anything famous or 
profitable with them, but it sure was fun 'hacking' on them. 


I've seen this argument a number of times on these newsgroups, that the 
documentation is this, the support is that, and why isn't Sony doing more to 
educate us? On the contrary, I've seen a *LOT* of information come from Sony 
employees here on their newsgroups and from the websites. Certainly more 
information than we got from Apple or Commodore! 


Folks, there's (a BUNCH) of examples out there to download, look at, change, 
and basically learn from. Not all of them are documented line-by-line, but 
they certainly are educational. If you don't understand something, look it 
up, change it around and see what happens, ask the author or others in the 
Yaroze community. But don't get frustrated and start yelling and screaming 
and demanding things. 


Now, that's not to say I'm totally happy. When we wondered about something 
internal on our 8-bit machines, we could traipse into the kernel and see what 
was happening -- heck, Apple published the kernel's *source code* in the 
technical reference manual! However, to get my hands on a Yaroze, I had to 
sign an awfully restrictive licensing agreement which specifically prohibits 
this sort of thing. This seems directly counter to the "hobbyist/hacker" 
mentality Sony's trying to promote. 


While more or better documentation would certainly be welcome, I would be a 
lot happier with a less restrictive agreement. Maybe even a combination of 
the two -- say, a technical / hardware reference manual (and the permission to 
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use it). I know that involves putting as much pressure on the lawyers as the 
user ed folks, but it's well worth it, in my not so humble opinion. 


So, bottom line: great product, moderately good support, but a crappy license. 


Thanks for listening! 
>Jamin Frederick 


Paul Kearns 

paulk@anon.nymserver.com 

—-MESSAGE FILE 12154 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000166 


—--MESSAGE FILE 12155 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000167 

Path: chuka.playstation.co.uk!!user 

From: "Ira Rainey" <ira@netcomuk.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General Complaining 

Date: Sun, 10 Aug 1997 22:52:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <5slclu$d574@chuka.playstation.co.uk> 

References: <33E66E4D.47E@erols.com> <33e8341d.21570202@news.scea.sony.com> 
<5sisalSbis3@scea> 

NNTP-Posting-Host: dialup-07-33.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset="iso-8859-1" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet Mail & News for Macintosh - 3.0 


>Rather, Yaroze is much like my old Apple // or my friend's Commodore 64 -- 
>machines we had fun investigating, playing with, and seeing what we could 
make 
>do. 


>I've seen this argument a number of times on these newsgroups, that the 
>documentation is this, the support is that, and why isn't Sony doing more 
to 

>educate us? On the contrary, I've seen a *LOT* of information come from 
Sony 

>employees here on their newsgroups and from the websites. Certainly more 
>information than we got from Apple or Commodore! 


My old 280 programmers reference guide, and the CBM 64 programmers reference 
guide were far more informative than anything that sony has given us. If we 
had manuals that were anywhere near as good as those, complete with hardware 
reference we could do so much more. 


Ira 
—-MESSAGE FILE 12155 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000167 


—-MESSAGE FILE 12156 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000168 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Maybe useful titbits + memory notes + give us more work if you love us real 
ly 

Date: Thu, 21 Aug 1997 13:38:26 GMT 

Organization: Into Beyond 

Lines: 24 

Message-ID: <34003b82.9204910@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 
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Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:299 scee.yaroze.pr 
ogramming.2d_graphics:168 


I have posted some useful information under this topic in the gnu 
newsgroup. 


Its somewhat of a mish mash I'm afraid, but between 2 posts I cover 
texturing TMD objects with the original 3ds information, memory 
advice, logging advice, and a few other things. 


I'll help anyone who needs it or doesn't follow what I have said. It 
really needs writing up with full examples and some of our actual 
source, but I don't have time at the moment. 


I can try and persuade Sony to buy the 3ds->TMD tool + related ps-x 
source in which case I'll write everything up, but other than that we 
don't have time unfortunately :( Been working very 30+ hour 'days' for 
the last few weeks already. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 12156 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000168 


——MESSAGE FILE 12157 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000169 

Path: chuka.playstation.co.uk!dialup-—01-34.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Shadow stuff update 

Date: Fri, 22 Aug 1997 20:44:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <ira-2208972044290001@dialup-—01-34.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-01-34.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


After a few complaints about junk in the PC files on my ftp area, I 
checked it out and found that CW puts all it's formatting in the header 
and tail of the file, so if you don't use CW to open the file then you get 
loads of shit. Also some of the text files were still in Mac format, and 
so a bit difficult to read with a basic text editor. 


I've now fixed all these problems and *all* the pc stuff has been sorted 
out and zipped up - on a pc - and I've just uploaded it all again.If 
you've had some problems like this then just download again and it will 
all be nice and lovely. 


Sorry about that. 


Ira 
—-MESSAGE FILE 12157 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000169 


——MESSAGE FILE 12158 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000170 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Sypport <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Now available Timtool 2.0a 

Date: Fri, 05 Sep 1997 18:45:07 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <34104523.DAF78E93@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
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Mime-Version: 1.0 
Content-Type: multipart/mixed; boundary=" 9CA38CE1880ECC1670D7016E" 
X-Mailer: Mozilla 4.02 [en] (X11; I; SunOS 5.5.1 sun4u) 


This is a multi-part message in MIME format. 
9CA38CE1880ECC1670D7016E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


A little something for the weekend... 


9CA38CE1880ECC1670D7016E 

Content-Type: text/plain; charset=us-ascii; name="readme.txt" 
Content-Transfer-Encoding: 7bit 

Content-Disposition: inline; filename="readme.txt" 


TimTool 2.0a (5th September '97) 


1.0c 
- Fixed bug with importing 4-bit images. 
- Added some new STP features. 


2.0a 

= Bug fix in autosort cluts fixed 

ո 4/8 bit Tins without cluts can be loaded now 

= Double buffers can be placed side by side 

Timtool allows easy conversion and Manipulation of Tim files. (Created by SCEE) 


9CA38CE1880ECC1670D7016E-—- 


—-MESSAGE FILE 12158 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000170 


--MESSAGE FILE 12159 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000171 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: a <"leanne.m@virgin.net"@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General Complaining 

Date: Sat, 20 Sep 1997 18:56:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <600t71$5321@emeka.playstation.co.uk> 

References: <33E66E4D.47E@erols.com> <33e8341d.21570202@news.scea.sony.com> 
<5sisalSbis3@scea> <5slclu$d574@chuka.playstation.co.uk> 

NNTP-Posting-Host: p41-barbet-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Ira Rainey wrote: 


>Rather, Yaroze is much like my old Apple // or my friend's Commodore 
64 -- 

>machines we had fun investigating, playing with, and seeing what we 
could 

make 

>do. 


>I've seen this argument a number of times on these newsgroups, that 
the 

>documentation is this, the support is that, and why isn't Sony doing 
more 

to 

>educate us? On the contrary, I've seen a *LOT* of information come 


VVVVVVVVVVV VV 
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> from 

> Sony 

> >employees here on their newsgroups and from the websites. Certainly 
> more 

> >information than we got from Apple or Commodore! 

> 

> My old 280 programmers reference guide, and the CBM 64 programmers 

> reference 

> guide were far more informative than anything that sony has given us. 
> If we 

> had manuals that were anywhere near as good as those, complete with 
> hardware 

> reference we could do so much more. 

> 

> Ira 


I totaly agree. The documentation simply has not enough 
tutorials/information in it. I have written a letter to Sony about this 
and had no reply. 


Come on Sony, if you support us, eventually we will support you! 
lan 


--MESSAGE FILE 12159 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000171 


——MESSAGE FILE 12160 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000172 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.freetalk.english 

Subject: Re: General Complaining 

Date: Sun, 21 Sep 1997 12:38:40 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 66 

Message-ID: <34246C90.2C67@peace.co.nz> 

References: <33E66E4D.47E@erols.com> <33e8341d.21570202@news.scea.sony.com> 
<5sisalSbis3@scea> <5slclu$d574@chuka.playstation.co.uk> <6 

00t71$5321@emeka.playstation.co.uk> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


a wrote: 

> 

> Ira Rainey wrote: 

> 

> > >Rather, Yaroze is much like my old Apple // or my friend's Commodore 

> > 64 --machines we had fun investigating, playing with, and seeing what we 

> > could makedo. 

>> 

> > >I've seen this argument a number of times on these newsgroups, that 

> > the documentation is this, the support is that, and why isn't Sony doing 

> > more to educate us? On the contrary, I've seen a *LOT* of information come 
> > from Sony employees here on their newsgroups and from the websites. Certainly 
> > more information than we got from Apple or Commodore! 


I'd have to agree, Developer Support is very fast and very good. The fact remains 
that you still have to ask them questions though! They wouldn't have to do this 
if the docs were better. 


My old 280 programmers reference guide, and the CBM 64 programmers 

reference guide were far more informative than anything that sony has given us. 
If we> had manuals that were anywhere near as good as those, complete with 
hardware reference we could do so much more. 


VNM SZ A 
V: N NOA 


I think the reason why we don't get hardware refs is twofold: 
1) Sony want to keep the technology (not just hardware, but libraries too) proprietr 
Yr 
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and hence as secret as they can. 

2) When the next version of the Playstation comes out, old software won't 
necessarily work if it doesn't use standard function calls (If there's a PSX 2 in 
the pipeline, there's probably a Yaroze 2 as well, and we wouldn't want Yaroze 2 
members to be unable to use OUR code because hit the metal too early). 


To answer (1), I'd have to say, well, because Sony have done this it has really 
prevented me for starting up my own multinational multibillion dollar company 
and selling equivalent technology :0Ք 


To answer (2), I'd say, the Amiga's approach to this was simple - GIVE the programme 
rs 

the hardware specs AND the library functions, and put a simple warning next to the 
hardware specs: "If you don't conform to certain standards when coding, your code ma 
y NOT work 

on future versions of the Amiga". 


And this happened - Amiga hardware developers had to compromise on hardware design 
simply because many of the games for the A500 wouldn't work on a revolutionary 
new design. 


BUT a lot of very powerful software was created - If you think back to all the cool 
effects and games that were done, how many do you reckon would have been able 
to do it with just standard Amiga library function calls? 


I'd go so far as to say that Dev Support probably agrees with us on this - but 
company politics has a lot to do with what we'll eventually see. 


If Sony decide that this is the way to go, and want ANY help in preparing 
documentation, I (and probably many others here) would be willing to put my 
hand up for that. 


> 
> Come on Sony, if you support us, eventually we will support you! 


Yes! Message to Sony: Open platforms develop a LOT faster than proprietry ones. 
Viz: Unix, PC architecture. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


What's another word for thesaurus? 
—-MESSAGE FILE 12160 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000172 


——MESSAGE FILE 12161 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000173 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: AA-Lib 

Date: Thu, 09 Oct 1997 16:46:23 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 19 

Message-ID: <343C538F.1152@peace.co.nz> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


I'm going to be doing a PSX port for AA-Lib real soon. 


For those of you who don't know what AA-lib is, it's an ASCII Art 
library. It allows you to have a bitmap image translated (in real time) 
to ASCII characters. The result is stunning - see 
ftp.cdrom.com/pub/demos/incoming/demos/bb-final.zip for an unbelievable 
demo. 


Visit AA-Lib's homepage at http://horac.ta.jcu.cz/aa/ for more info. 
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For those of you who have no idea why such a library would be useful... 
well, I'm with you. But it looks nice. (See the demo) 


J. 
==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


If at first you don't succeed...forget skydiving. 
—-MESSAGE FILE 12161 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000173 


—-MESSAGE FILE 12162 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000174 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: AA-Lib 

Date: Wed, 15 Oct 1997 23:26:52 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <34449A6C.7F11530C@ibm.net> 

References: <343C538F.1152@peace.co.nz> 

NNTP-Posting-Host: slip202-135-86-70.ak.nz.ibm.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


The port is complete - but it's a VERY cut down version of the original 
source - Simply because the PSX doesn't handle Keyboard and Mouse 
drivers so well :) 


It's not optimised, but I'm surprised how fast it is. Anyone interested 
should email me and I'll organise uploading it. 


Cheers, 


Jamaes 
-—-MESSAGE FILE 12162 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000174 


—-MESSAGE FILE 12163 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000175 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: CLUT positioning 

Date: Thu, 16 Oct 1997 14:21:27 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34456C17.10E9390F@ibm.net> 

NNTP-Posting-Host: slip202-135-86-126.ak.nz.ibm.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi 

I've encountered something strange with a TIM's CLUT position. 

I had the CLUT positioned at x = 672, y = 0. (672 is a multiple of 16) 
The picture had the wrong palette. As soon as I loaded it at (1008 (1024 
- 16) , 0) it worked fine. I'm positive the CLUT wasn't being 
overwritten by anything else. 


Any ideas? 
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J 
--MESSAGE FILE 12163 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000175 


—-MESSAGE FILE 12164 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000176 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: cwk5@cornell.edu (Clint) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: high-res? 

Date: 7 Nov 1997 20:47:22 GMT 

Organization: Cornell University 

Lines: 15 

Message-ID: <63vuo0gq$852@scea> 

NNTP-Posting-Host: CWK5.RESNET.CORNELL.EDU 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (beta 2) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:257 scee.yaroze.pr 
ogramming.2d_graphics:176 


Well, I haven't touched my Yaroze since summer (been busy with school and all), 
but I just got the new Codewarrior so I decided to give it a go again before 
break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
the high-res mode. 


Has anyone else done any 2d games in high-res? I remember someone said that 
you don't use double-buffering with high-res, and that you have to keep the 
frame rate at 60fps or else everything flickers. Is this true? Would it be 
hard to keep a *simple* 2d game at 60fps? 


I'll appreciate any help! 


Clint 
cwk5@cornell.edu 


—-MESSAGE FILE 12164 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000176 


--MESSAGE FILE 12165 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000177 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Fri, 07 Nov 1997 21:09:45 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <34638347.16036238@205.149.189.29> 

References: <63vu0q$852@scea> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:258 scee.yaroze.pr 
ogramming.2d_graphics:177 


On 7 Nov 1997 20:47:22 GMT, cwk5@cornell.edu (Clint) wrote: 


>Well, I haven't touched my Yaroze since summer (been busy with school and all), 
>but I just got the new Codewarrior so I decided to give it a go again before 
>break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
>the high-res mode. 

> 

>Has anyone else done any 2d games in high-res? I remember someone said that 
>you don't use double-buffering with high-res, and that you have to keep the 
>frame rate at 60fps or else everything flickers. Is this true? 


Yes, this is true. 
> Would it be hard to keep a *simple* 2d game at 60fps? 


It's not to hard as long as you keep the sprite count down. 
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Mario 
-—-MESSAGE FILE 12165 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000177 


——MESSAGE FILE 12166 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000178 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Fri, 7 Nov 1997 21:31:55 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <640ip9S$853@scea> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:259 scee.yaroze.pr 
ogramming.2d_graphics:178 


Along these lines...what is the most popular screen resolution used in 
commercial games? Are there many 640x480 games out there? 


—-MESSAGE FILE 12166 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000178 


—--MESSAGE FILE 12167 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000179 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: TIM vs IMG 

Date: Fri, 7 Nov 1997 21:52:59 -0500 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <640k0q$854@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:260 scee.yaroze.pr 
ogramming.2d_graphics:179 


Halve x» 


Here's a question... I'm using Codewarrior on a PC. From what I understand 
so far, it seems that there are 2 basic ways of dealing with graphic data: 


1) Create the graphics, arrange them with TimTool or TimUtility, save them 
out as TIMs, examine the byte size and then manually figure out the 
addresses to load them, load them into my app before I enter the debugger 
via PSComUtil and a batch file, and then make sprites out of the TIM data 
via some generic routine. 


2) Create the graphics, arrange them with the TimTool or TimUtility, write 
down the offsets, save them out as BMPs, convert them to TGAs, convert the 
TGAs to IMG C files using the TGA2IMG utility, include the IMG files in my 
source code, and then make sprites out of the IMG data via some generic 
routine. 


hmmm... neither seems very efficient. If I use the IMG files, am I eating 
into the amount of RAM allocated for my app? The nice thing about the IMG 
files is I don't need to constantly run PSComUtil to get the data into the 
Playstation before entering the debugger. However, as soon as I need to use 
my own sound data I'll have to do that anyway. 


Net Yaroze newsgroups message dump.txt Page 8037 


If I use the TIM data, is there a better way to automate the builds via 


CodeWarrior?... at least during development? How about the CodeWarrior 
BLoad function? It wasn't clear to me if this function can be used to load 
data from the PC's hard drive direct into the Playstation at runtime... if 


not, then what's it good for? 
Any advice appreciated! 


Thanks, 
Pete 


—-MESSAGE FILE 12167 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000179 


——MESSAGE FILE 12168 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000180 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Sat, 08 Nov 1997 04:51:44 GMT 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <3463efa7.43784727@205.149.189.29> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <640ip9S$853@scea> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:263 scee.yaroze.pr 
ogramming.2d_graphics:180 


Just guessing, I'd say that the majority of the games run in 320x240 
resolution. 


Mario 


On Fri, 7 Nov 1997 21:31:55 -0500, "Pete Rizzuto" 
<rizzuto@nospam.home.com> wrote: 


>Along these lines...what is the most popular screen resolution used in 
>commercial games? Are there many 640x480 games out there? 
> 


V V V V 


--MESSAGE FILE 12168 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000180 


——MESSAGE FILE 12169 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000181 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics,scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Sat, 8 Nov 1997 11:40:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <641linlSsk232@chuka.playstation.co.uk> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <640ip9$853@scea> 
NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:264 scee.yaroze.pr 
ogramming.2d_graphics:181 


Pete Rizzuto wrote in message <640ip9S853@scea>... 
>Along these lines...what is the most popular screen resolution used in 
>commercial games? Are there many 640x480 games out there? 
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The only 640x480 game I've seen is "Tobal No. 1". Most games run 

at 320x240, but some newer ones (Colony Wars?) run at 512x240 

(or 640x240). It's almost high-res, but allows proper double-buffering 
so no interlace flicker / 60Hz requirement. 


Russ 


—-MESSAGE FILE 12169 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000181 


—-MESSAGE FILE 12170 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000182 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Sat, 08 Nov 1997 20:21:31 +0000 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <3464C9CB.F465379D@msu.edu> 

References: <63vu0q$852@scea> ՀՅ4638347.160362386205.149.189.29» 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (X11; U; FreeBSD 2.2.5-RELEASE i386) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:265 scee.yaroze.pr 
ogramming.2d_graphics:182 


Mario Perdue wrote: 

> Yes, this is true. 

x > Would it be hard to keep a *simple* 2d game at 60fps? 

— It's not to hard as long as you keep the sprite count down. 


I really dont know why exactly people arent using Hi-Res more often, the only 
thing I can think of is to conserve frame buffer space so that more 
sprite-data can be present. Just for grins I took the demo bouncing-balls w/ 
midi music thats on the Yaroze CD and Hi-Res'd it (640x480). I could up the 
ball count to 1200 before I the code was taking more than 1/60th of a second 
to run. (The one big caveat with x480 is your code *has* to run at 30fps or 
greater, or else you get screwed by the buffer switch). The other issue is, 
games that CAN run at 60 frames per second seem smoother and cleaner and 
faster than those running at 30fps in hi-res mode. 


Oh well, its my goal that whenever I actually get a chance to produce a 
real-honest-to-god game that it run entirely at 640x480. 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
-—-MESSAGE FILE 12170 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000182 


--MESSAGE FILE 12171 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000183 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 00:59:12 -0800 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3466CCEO.DE1@dial.pipex.com> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> 

NNTP-Posting-Host: ai092.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:269 scee.yaroze.pr 
ogramming.2d_graphics:183 


Charles Henrich wrote: 


> 

> I really dont know why exactly people arent using Hi-Res more often, the only 
> thing I can think of is to conserve frame buffer space so that more 

> sprite-data can be present. 

> <snip> 

I dont know about you lot in the US etc. - with 60hz NTSC - but the 


interlaced modes on 50hz UK PAL aren't very attractive. You can 
actually see the screen image jiggling up 'n' down by a scan line 
every time the screen is updated. This gives the whole display a 
rather annoying 'shimmering' appearance. yuk! 


I spose with the extra 10fps you dont get this, or do you? 
Cheers, then. 


Chris 
—-MESSAGE FILE 12171 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000183 


——MESSAGE FILE 12172 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000184 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 03:33:27 GMT 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <34667fcb.42097156@205.149.189.29> 

References: <63vuo0q$852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:270 scee.yaroze.pr 
ogramming.2d_graphics:184 


Chris, 


Yes we do get the anoying jiggle. It really bothers me, but my wife 
and son don't seem to notice. I guess it's all in what you're used to. 


Mario 


On Mon, 10 Nov 1997 00:59:12 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Charles Henrich wrote: 

>> 

>> I really dont know why exactly people arent using Hi-Res more often, the only 
>> thing I can think of is to conserve frame buffer space so that more 
>> sprite-data can be present. 

>> <snip> 

> 

>I dont know about you lot in the US etc. - with 60hz NTSC - but the 
>interlaced modes on 50hz UK PAL aren't very attractive. You can 
>actually see the screen image jiggling up 'n' down by a scan line 
>every time the screen is updated. This gives the whole display a 
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>rather annoying 'shimmering' appearance. yuk! 

> 

>I spose with the extra 10fps you dont get this, or do you? 
> 

>Cheers, then. 

> 

>Chris 


-—-MESSAGE FILE 12172 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000184 


—--MESSAGE FILE 12173 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000185 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: David White <dwhite2@san.rr.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Sun, 09 Nov 1997 21:57:52 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3466A25E.7D4C@san.rr.com> 

References: <640k0q$854@scea> 

Reply-To: dwhite2@san.rr.com 

NNTP-Posting-Host: dt3h1n35.san.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:271 scee.yaroze.pr 
ogramming.2d_graphics:185 


Pete Rizzuto wrote: 


If I use the TIM data, is there a better way to automate the builds via 
CodeWarrior?... at least during development? How about the CodeWarrior 
BLoad function? It wasn't clear to me if this function can be used to load 
data from the PC's hard drive direct into the Playstation at runtime... if 
not, then what's it good for? 


VV NV V V V 


Bload has worked out quite well for me. In fact, my program wouldn't 
work with out it! It lets you dynamically load data from your hard 
drive. It allows your game, for example, to load TIM data to the 
Yaroze's main memory, then transfer it to frame buffer. Then load sound 
data to the same main memory, then transfer it to sound memory. Then, 
finally, load your TDM data to the same memory (being careful not to 
overload the sound data that must remain in main memory). This way you 
can load far more data than you would normally have room for with a 
preload. The down side is that you will have to wait for all of your 
data to load each time you reboot. 


David White 
—-MESSAGE FILE 12173 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000185 


——MESSAGE FILE 12174 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000186 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 12:29:18 GMT 

Organization: SN Systems 

Lines: 9 

Message-ID: <3466fdfe.6058081@news.playstation.co.uk> 

References: <63vuo0gq$852@scea> <34638347.16036238@205.149.189.29> <640ip9S853@scea> < 
641in1$sk232@chuka.playstation.co.uk> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:273 scee.yaroze.pr 
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"Russ Williams" <russ@algorithm.demon.co.uk> wrote: 

>The only 640x480 game I've seen is "Tobal No. 1". Most games run 

>at 320x240, but some newer ones (Colony Wars?) run at 512x240 

>(or 640x240). It's almost high-res, but allows proper double-buffering 
>so no interlace flicker / 60Hz requirement. 


Soul Blade also. 


- Gil 
—-MESSAGE FILE 12174 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000186 


——MESSAGE FILE 12175 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000187 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Charles Henrich <henrich@msu.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 15:31:40 +0000 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <346728DC.5527981C@msu.edu> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

NNTP-Posting-Host: crh.cl.msu.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (X11; U; FreeBSD 2.2.5-RELEASE i386) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:274 scee.yaroze.pr 
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Chris Chadwick wrote: 


interlaced modes on 50hz UK PAL aren't very attractive. You can 
actually see the screen image jiggling up 'n' down by a scan line 
every time the screen is updated. This gives the whole display a 
rather annoying 'shimmering' appearance. yuk! 


> 

> Charles Henrich wrote: 

>> 

> > I really dont know why exactly people arent using Hi-Res more often, the only 
> > thing I can think of is to conserve frame buffer space so that more 
> > sprite-data can be present. 

> > <snip> 

> 

> I dont know about you lot in the US etc. - with 60hz NTSC - but the 

> 

> 

> 

> 

> 

> 


I spose with the extra 10fps you dont get this, or do you? 


It really depends on how well the game was coded. If you can stand to watch 


live video on your sets (which I always wondered HOW you can do at 50hz :) you 
should have no problem playing interlaced games. A well written interlaced 
game should look cleaner in hi-res. (Check out Tobal #2 for example. There 


are no interlacing artifacts that I can tell in that game, instead you get an 
almost photorealistic image. You start to get into deep trouble however if 
you use single pixel wide lines and fonts, or vastly disparate colors between 
scanlines. But if you take just a few precautions it should look incredibly 
good. 


-Crh 


Charles Henrich Michigan State University henrich@msu.edu 


http://pilot.msu.edu/~henrich 
—-MESSAGE FILE 12175 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000187 
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--MESSAGE FILE 12176 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000188 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 18:08:45 GMT 

Organization: Into Beyond 

Lines: 30 

Message-ID: <346833af.6384239@news.playstation.co.uk> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:275 scee.yaroze.pr 
ogramming.2d_graphics:188 


On Mon, 10 Nov 1997 00:59:12 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> did quoth at me: 


>I dont know about you lot in the US etc. - with 60hz NTSC - but the 
>interlaced modes on 50hz UK PAL aren't very attractive. You can 
>actually see the screen image jiggling up 'n' down by a scan line 
>every time the screen is updated. This gives the whole display a 
>rather annoying 'shimmering' appearance. yuk! 


Varies hugely from person to person. One guy I knew simply couldn't 
use an Amiga that ran at 50fps, yet I had to get used to a hires 
interlace display as I originally had a 1084 monitor and it couldn't 
do decent refresh rates. Anyone got a spare 1084 (ish) monitor BTW? 
Mine is on it's last legs... 


50-60 fps is quite a difference for most people I'd say. 


Personally I think lo-res is fine because tvs do a lot of aliasing for 
you. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 12176 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000188 


+++ 


+ 


——MESSAGE FILE 12177 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000189 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 20:20:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira-1011972020040001@dialup-—08-18.netcomuk.co.uk> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> 
NNTP-Posting-Host: dialup-—08-18.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:276 scee.yaroze.pr 
ogramming.2d_graphics:189 


>Anyone got a spare 1084 (ish) monitor BIW? 
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I got my 1084S at a car boot sale for a tenner. A bit tatty on the casing 
but works fine. I but there's shitloads of 'em around from when average 
joe had his Amiga 500. 


Ira 
—-MESSAGE FILE 12177 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000189 


--MESSAGE FILE 12178 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000190 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Scott Cartier <dsyaroze@concentric.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Mon, 10 Nov 1997 18:31:28 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <3467C380.1778@concentric.net> 

References: <63vuo0q$852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> 

Reply-To: dsyaroze@concentric.net 

NNTP-Posting-Host: ts021d17.cup-ca.concentric.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:277 scee.yaroze.pr 
ogramming.2d_graphics:190 


I believe this is only a problem when dealing with single pixels 
which have vastly different colors than their surrounding. If my 
sprite (or whatever) is larger than that I can't really notice it. 


I use a star background for my game and double the background's 
scale on both axes, making every star at least 2-by-2. 
Occasionally I'll get a single pixel (some weird artifact of not 
scaling evenly I suppose) and I'll see the shimmering. 


It is annoying, but something you just have to work around. 


Scott 

> I dont know about you lot in the US etc. - with 60hz NTSC - but the 
> interlaced modes on 50hz UK PAL aren't very attractive. You can 

> actually see the screen image jiggling up 'n' down by a scan line 
> every time the screen is updated. This gives the whole display a 
> rather annoying 'shimmering' appearance. yuk! 

> 

> I spose with the extra 10fps you dont get this, or do you? 

> 

> Cheers, then. 

> 

> Chris 


—-MESSAGE FILE 12178 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000190 


—-MESSAGE FILE 12179 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000191 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: 11 Nov 1997 04:53:43 GMT 

Organization: WermxX Software 

Lines: 18 

Message-ID: <01lbcee5d$56a2a480S67bf43ce@wkwerner> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346728DC.5527981C@msu.edu> 
NNTP-Posting-Host: port03.con2.com 
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X-Newsreader: Microsoft Internet News 4.70.1161 
Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:278 scee.yaroze.pr 
ogramming.2d_graphics:191 


Charles Henrich <henrich@msu.edu> wrote: 


> You start to get into deep trouble however if 

> you use single pixel wide lines and fonts, or vastly disparate 
colors between 

> scanlines. 


That's the rub. If you're avoiding single lines in the vert 
dimension, 
you might as well use 640 X 240, automatically avoiding the problem, 
saving mem and decreasing drawing time. The best return on your 
investment when going up from 320 X 240. You don't get much for 
going from 640 X 240 to 640 X 480, so why bother? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 12179 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000191 


——MESSAGE FILE 12180 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000192 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 11 Nov 1997 05:01:26 GMT 

Organization: WermxX Software 

Lines: 23 

Message-ID: <01lbcee5e$6a857940S67bf43ce@wkwerner> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> 

NNTP-Posting-Host: port03.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:279 scee.yaroze.pr 
ogramming.2d_graphics:192 


Ira Rainey <ira@netcomuk.co.uk> wrote in article: 


> >Anyone got a spare 1084 (ish) monitor BIW? 

> 

> I got my 1084S at a car boot sale for a tenner. A bit tatty on the 
casing 

> but works fine. I but there's shitloads of 'em around from when 
average 

> joe had his Amiga 500. 

> 


Ira, 


I'm glad to hear that there are shitloads of 1084s's available. Mine 
went 

belly up. I was just curious... for we (British) english impaired, 
what exactly is a "car boot sale"? 


Wayne K. Werner 
wkwerner@con2.com 


—-MESSAGE FILE 12180 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000192 


——MESSAGE FILE 12181 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000193 
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Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Tue, 11 Nov 1997 15:17:56 GMT 

Organization: SCEA News Server 

Lines: 16 
Message-ID: <34687617.3923168@205.149.189.29> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> <Olbcee5e$6a857940S67bf43ce@wkwerner 
> 
NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:281 scee.yaroze.pr 
ogramming.2d_graphics:193 


On 11 Nov 1997 05:01:26 GMT, "Wayne K. Werner" <wkwerner@con2.com> 
wrote: 


>[snip] 

> 

>I was just curious... for we (British) english impaired, 
>what exactly is a "car boot sale"? 

> 


I'm not British, but I believe he's talking about buying something out 
of the trunk of a car. I had a neighbor who was from the UK and I seem 
to recall that he called the 'trunk' the 'boot' and he called the 
"hood' the 'bonnet.' As has been said before, we're two countries 
divided by a common language. 


Mario 
—-MESSAGE FILE 12181 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000193 


—-MESSAGE FILE 12182 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000194 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Tue, 11 Nov 1997 19:02:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ira-1111971902510001@dialup-11-27.netcomuk.co.uk> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> <Olbcee5e$6a857940S67bf43ce@wkwerner 
> 
NNTP-Posting-Host: dialup-11-27.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:282 scee.yaroze.pr 
ogramming.2d_graphics:194 


> I'm glad to hear that there are shitloads of 1084s's available. Mine 
> went 

> belly up. I was just curious... for we (British) english impaired, 

> what exactly is a "car boot sale"? 


Car Boot Sale: 


Somewhere to park your car on a Sunday morning where you can also very 
successfully sell any old shit you found in your house that you forgot you 
had. The only clause is that it is all so crap that you wouldn't even have 
thrown it out. 


(Kinda like a swap meet) 


Ira 
—-MESSAGE FILE 12182 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000194 
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——MESSAGE FILE 12183 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000195 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Tue, 11 Nov 1997 19:00:49 GMT 

Organization: SN Systems 

Lines: 6 

Message-ID: <3468ab32.15281864@news.playstation.co.uk> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <3466CCEO.DE1@dial.pipex.com> <346833af.6384239@news.playstation.co.uk> <ir 
a-1011972020040001@dialup-—08-18.netcomuk.co.uk> <Olbcee5e$6a857940S67bf43ce@wkwerner 
> <34687617.3923168@205.149.189.29> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: gil.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:283 scee.yaroze.pr 
ogramming.2d_graphics:195 


mperdue@hrtc.net (Mario Perdue) wrote: 
>As has been said before, we're two countries divided by a common language. 


Yeah - ANSI standard C ; =) 


= Gil 
-—-MESSAGE FILE 12183 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000195 


——MESSAGE FILE 12184 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000196 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: TIM vs IMG 

Date: Fri, 14 Nov 1997 16:04:15 -0600 

Organization: Metrowerks 

Lines: 48 

Message-ID: <sumner-ya02408000R1411971604150001@news.scea.sony.com> 

References: <640k0q$854@scea> 

NNTP-Posting-Host: mtwks208.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:285 scee.yaroze.pr 
ogramming.2d_graphics:196 


In article <640k0qS$854@scea>, "Pete Rizzuto" <rizzuto@nospam.home.com> wrote: 


>Hi... 

> 

>Here's a question... I'm using Codewarrior on a PC. 

[snip] 

> 

>hmmm... neither seems very efficient. If I use the IMG files, am I eating 


>into the amount of RAM allocated for my app? The nice thing about the IMG 
>files is I don't need to constantly run PSComUtil to get the data into the 
>Playstation before entering the debugger. However, as soon as I need to use 
>my own sound data I'll have to do that anyway. 

> 

>If I use the TIM data, is there a better way to automate the builds via 
>CodeWarrior?... at least during development? How about the CodeWarrior 
>BLoad function? It wasn't clear to me if this function can be used to load 
>data from the PC's hard drive direct into the Playstation at runtime... if 
>not, then what's it good for? 


Hi Pete, 
There are basically two ways you can download sound/pictures. 
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1) Use PSComUtil OR the Debugger using a batch file. You mentioned this 
earlier so you probably understand how to do this. One thing to note is 
that you can use the batch file you created in the debugger also. After 
you open the symbol file, the debugger will connect to the Net Yaroze. Now 


notice that there is a new menu called "PlayStation". There is a menu item 
that allows you to select a batch file. After you select the batch file, 
it will read and download everything, just like PSComUtil (it will skip the 
.pxe file) 


The advantage to this method is that you can "run" your program multiple 
times but only download the data once. 


2) Use the MWDebugIO.h functions. This allows you to use your PC as an 
external "Hard Drive" for your Net Yaroze. As long as the program is being 
run under the Metrowerks debugger or PSComUtil, those commands will work 
just fine. Please see the Targeting PlayStation OS manual for a better 
description of what each function does. 


There is a demo program in the CodeWarrior distribution "Metrowerks Logo" 
which demonstrates both of these techniques. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 12184 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000196 


——MESSAGE FILE 12185 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000197 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_grahamQintelligent-group.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: 8 Dec 1997 15:17:20 GMT 

Organization: Intelligent Research Ltd 

Lines: 37 

Message-ID: <01lbd03ed$65a53420S6c0b0a0a@newcastle.twowaytv.co.uk> 

References: <63vuo0q$852@scea> <34638347.16036238@205.149.189.29> <3464C9CB.F465379D@ 
msu.edu> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:296 scee.yaroze.pr 
ogramming.2d_graphics:197 


Charles Henrich <henrich@msu.edu> wrote in article 
<3464C9CB.F465379D@msu.edu>... 
> Mario Perdue wrote: 


> 

> > Yes, this is true. 

>> 

> > > Would it be hard to keep a *simple* 2d game at 60fps? 

>> 

> > It's not to hard as long as you keep the sprite count down. 

> 

> I really dont know why exactly people arent using Hi-Res more often, the 
only 

> thing I can think of is to conserve frame buffer space so that more 

> sprite-data can be present. Just for grins I took the demo 
bouncing-balls w/ 

> midi music thats on the Yaroze CD and Hi-Res'd it (640x480). I could up 
the 


> ball count to 1200 before I the code was taking more than 1/60th of a 
second 


Using Hi-res, you don't get a 1/60th sec to draw a screen - that's the 
whole problem. 

What you actually get is solely the vertical retrace time. If you were 
double buffering 
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you could have the whole 1/60th sec to draw your screen (that's the point, 
you can 

be drawing as the screen is displaying). Without the double buffer there is 
a much 

smaller time to generate a screen in (amount's to approx. 1500 gourard 
polys 

on 50Hz PAL). 


> Charles Henrich Michigan State University henrich@msu. edu 


Craig. 
—-MESSAGE FILE 12185 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000197 


—-MESSAGE FILE 12186 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000198 

Path: chuka.playstation.co.uk!news 

From: Darren Fahy <dfahy@netcomuk.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Timutil 
Date: Mon, 08 Dec 1997 22:52:54 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <348C7A46.BC5D213E@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-18-42.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi 

I'm having problems with the Timutil while trying to convert bitmaps 
to tims. I can only seem to convert 16 * 16 pixel bitmaps, anything 
else is showing bits of memory on the preview. This in turn means the 
file doesn't convert properly. 


Any help is much appreciated. 


Thanks 
Daz. 


-—-MESSAGE FILE 12186 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000198 


——MESSAGE FILE 12187 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000199 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: TimTool bug?? 

Date: Sun, 14 Dec 1997 17:04:59 +0100 

Organization: Engine Software 

Lines: 14 

Message-ID: <349403AB.595A@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: tbg1-16.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


When importing TIF or BMP files within the TIMTOOL, the palette entries 
seems to be resorted. This does not seem to be a problem, however it 
seems to merge palette entries too. This IS a problem, as I do have a 
sprite that has a transparent black entry and a solid black entry. The 
result is a sprite that has transparent pixels where it should be solid 
black. Setting the STP bit for 'other' black colours does not seem to 
help, maybe I do something wrong? 
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Does anybody know how to solve this problem?? My suggestion is to adjust 
the TimTool in such a way that a source palette is copied one-to-one 
(adding an extra importoption). 


Thanks for your help 

Ivo Wubbels 

-—-MESSAGE FILE 12187 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000199 


——MESSAGE FILE 12188 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000200 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TimTool bug?? 

Date: Sun, 14 Dec 1997 18:27:12 +0100 

Organization: Engine Software 

Lines: 25 

Message-ID: <349416F0.7A38@worldaccess.nl> 

References: <349403AB.595A@worldaccess.nl> 

Reply-To: wubbels@worldaccess.nl 
NNTP-Posting-Host: sht1-13.worldaccess.nl 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


Ivo Wubbels wrote: 


When importing TIF or BMP files within the TIMTOOL, the palette entries 
seems to be resorted. This does not seem to be a problem, however it 
seems to merge palette entries too. This IS a problem, as I do have a 
sprite that has a transparent black entry and a solid black entry. The 
result is a sprite that has transparent pixels where it should be solid 
black. Setting the STP bit for 'other' black colours does not seem to 
help, maybe I do something wrong? 


Does anybody know how to solve this problem?? My suggestion is to adjust 
the TimTool in such a way that a source palette is copied one-to-one 
(adding an extra importoption). 


Thanks for your help 
Ivo Wubbels 


VVVVVVVVVVVVV VV 


Ok, only one hour later I discovered a workaround for this problem: use 
the old timtool (which is shiped with the yaroze starters kit) and use 
that one to convert the sprites. Use the new TimTool only to sort the 
tims and set the STP bits for the solid black colors. It works! 
Hopefully the new timtool will still be updated......... 


Ivo Wubbels 
—-MESSAGE FILE 12188 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000200 


——MESSAGE FILE 12189 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000201 

Path: chuka.playstation.co.uk!ira 

From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics,scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 00:19:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1912970019220001@dialup-—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup-01-02.netcomuk.co.uk 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:186 scee.yaroze.freetalk.english: 
262 scea.yaroze.problems.mac:70 scee.yaroze.problems.mac:9 scea.yaroze.programming.2 
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d_graphics:297 scee.yaroze.programming.2d_graphics:201 scea.yaroze.programming.libra 
ries:4 scee.yaroze.programming.libraries: 96 


I have now on my ftp site a pair of Photoshop plugins for the import and 
export of TIM files for the Macintosh. This now gives Mac users full TIM 
development abilities. 


The files can be found at: 
http://www.netyaroze-europe.com/~shadow 
Happy christmas guys! 


Ira 
—-MESSAGE FILE 12189 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000201 


——MESSAGE FILE 12190 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000202 

Path: chuka.playstation.co.uk!news 

From: Phil Smy <psmy@skynet.be> 

Newsgroups: scea.yaroze.freetalk,scee.yaroze.freetalk.english, scea.yaroze.problems.m 
ac, scee.yaroze.problems.mac, scea.yaroze.programming.2d_graphics, scee.yaroze.programm 
ing.2d_graphics,scea.yaroze.programming.libraries, scee.yaroze.programming.libraries 

Subject: Re: Christmas pressies for Mac users 

Date: Fri, 19 Dec 1997 22:48:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349AF99E.17723F05@skynet .be> 

References: <ira-1912970019220001@dialup—01-02.netcomuk.co.uk> 

NNTP-Posting-Host: dialup239.antwerpen.skynet.be 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

To: Ira Rainey <ira@netcomuk.co.uk> 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:195 scee.yaroze.freetalk.english: 
263 scea.yaroze.problems.mac:71 scee.yaroze.problems.mac:10 scea.yaroze.programming. 
2d_graphics:298 scee.yaroze.programming.2d_graphics:202 scea.yaroze.programming.libr 
aries:5 scee.yaroze.programming.libraries:97 


Also, I have just done a quickie Tim Util for the mac that let's you 
edit palette position and the like. 


I'll upload it next year! Off to Spain tomorrow. 


Phil 


-—-MESSAGE FILE 12190 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000202 


--MESSAGE FILE 12191 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000203 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Sat, 20 Dec 1997 00:04:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <67f11g$9ij1@chuka.playstation.co.uk> 

References: <63vuo0q$852@scea> ՀՅ4638347.160362386205.149.189.29» <3464C9CB.F465379D@ 
msu.edu> <01bd03ed$65a53420S$ 6c0b0a0a@newcastle.twowaytv.co.uk> 

NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:299 scee.yaroze.pr 
ogramming.2d_graphics:203 


CRAIG GRAHAM wrote in message 
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<01bd03ed$65a53420S6c0b0a0a@newcastle.twowaytv.co.uk>... 

>Charles Henrich <henrich@msu.edu> wrote in article 
><3464C9CB.F465379D@msu.edu>... 

>> Mario Perdue wrote: 

>> 

>> > Yes, this is true. 

>> > 

>> > > Would it be hard to keep a *simple* 2d game at 60fps? 

>> > 

>> > It's not to hard as long as you keep the sprite count down. 

>> 

>> I really dont know why exactly people arent using Hi-Res more often, 
>> the only thing I can think of is to conserve frame buffer space so that 
>> more sprite-data can be present. Just for grins I took the demo 

>> bouncing-balls w/ midi music thats on the Yaroze CD and Hi-Res'd it 


>> (640x480). I could up the ball count to 1200 before I the code was 
>> taking more than 1/60th of a second 
> 


>Using Hi-res, you don't get a 1/60th sec to draw a screen - that's the 
>whole problem. 


Yes, you do. 
>What you actually get is solely the vertical retrace time. 


No, you get 1/60s to draw 1 field. The odd/even lines are drawn alternately 
and you update them independently. 


>If you were double buffering you could have the whole 1/60th sec to draw 
>your screen (that's the point, you can be drawing as the screen is 
>displaying). 


Unless you set the dfe bit, you get 1/60s to update half of the scanlines. 


>Without the double buffer there is a much smaller time to generate a 
>screen in (amount's to approx. 1500 gourard polys on 50Hz PAL) 


OK. If you can do all your drawing (in hires mode) in <240 hsyncs, then 

it will work fine. The drawing is (IME) about 40% quicker in interleaved 
mode. To keep up with the interlace, you really need to be drawing from 

a VSync callback. 


Russ 


—-MESSAGE FILE 12191 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000203 


—-MESSAGE FILE 12192 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000204 

Path: chuka.playstation.co.uk!news 

From: "David \"DM\" Treay" <dmtreay@hunterlink.net.au> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Having trouble with 2D sprite viewer 

Date: Sun, 28 Dec 1997 20:43:17 +1000 

Organization: SF Productions 

Lines: 142 

Message-ID: <34A62D45.501@hunterlink.net.au> 

Reply-To: dmtreay@hunterlink.net.au 

NNTP-Posting-Host: new5asl10-.-hunterlink.net.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


I've been trying to make a program to display 2D images as sprites 
(taking judicious inspiration from Ira Rainey's SPRITE.C tutorial). The 
problem is, when I GCC-compile it and then download it with PSComUtil, I 
get a few blue bricks roughly the size of the image instead of the image 
loaded in from the TIM file. I have only had the Yaroze for four days, 
and consider myself quite lucky to have already written a basic B&W 
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image display - now I need colour, which is what this program 15 
supposed to be. BIW, the reason I use GCC to compile and PSComUtil for 
downloads is a) I can't get SIOCONS to work, and b) I haven't had time 
to learn how to use CodeWarrior. So, can somebody please solve the 
riddle of the blue bricks? 


Here's the code. 
#include <libps.h> 


#define SCREEN_WIDTH 320 
#define SCREEN_HEIGHT 240 


#define NO_SPRITES (1 + 1) 


#define OT_LENGTH 1 

#define spriteAdd 0x80100000 
GsOT WorldOT[2]; 

GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 


PACKET GpuPacketArea[2] [NO_SPRITES*sizeof (GSSPRITE) ]; 


GsSPRITE SpriteInfo; 
int Buffer; 


long userWantsQuit = 0; 


/* Function declaration */ 


void main (); 
void InitialiseGraphic (); 
/* MAIN */ 


void main () 


{ 


int i; 


GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4,1,0); 
GsDefDispBuff (0, 0,0, SCREEN_HEIGHT) ; 


/* Set up the ordering table */ 
for (i = 0; i < 2; itt) 
{ 


WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il]; 


} 

/* Draw up the TIM file */ 
InitialiseGraphic (); 
while (!userWantsQuit) 


{ 
Buffer = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET*) GpuPacketArea[Buffer]); 
GsClearOt (0,0, &WorldOT[Buffer]); 


GsSortFastSprite (&SpriteInfo, &WorldOT[Buffer],0); 
DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 


GsSortClear(0,0,0, &WorldOT[Buffer]); 
GsDrawOt (&WorldOT [Buffer] ); 
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} 


/* INITIALISE GRAPHIC */ 


void InitialiseGraphic () 


{ 


RECT rect; 
GsIMAGE ImageSetup; 


GsGetTimInfo 


rect. 
rect, 
rect. 
rect. 


LoadImage 


/* Load up the CLUT 


rect. 
rect. 
rect. 
rect. 


LoadImage 
/* Set up TIM data as a sprite */ 


SpriteiInfo. 
SpriteInfo.x 
SpriteiInfo. 
SpriteiInfo. 
SpriteInfo. 


5`Հ» 
վ 


D: z, I<. x 
վ 


ImageSetup.px; 
ImageSetup.py; 
ImageSetup. pw; 
ImageSetup.ph; 


(&rect, ImageSetup.pixel); 


ImageSetup.cx; 
ImageSetup.cy; 
ImageSetup. cw; 
ImageSetup.ch; 


(&rect, ImageSetup.clut); 


((u_long *) (spriteAdd+4) ,&ImageSetup) ; 


table */ 


attribute = 0x01000000; 

( (SCREEN_WIDTH/2) —-(ImageSetup.pw) ); 

y ( (SCREEN_HEIGHT/2)-(ImageSetup.ph/2) ); 
w = (ImageSetup.pw*2); 

h = ImageSetup.ph; 


SpriteInfo.tpage = GetTPage (1, 
SpriteInfo.u = 0; 
SpriteInfo.v = 0; 


SpriteInfo.cx = ImageSetup. 
SpriteInfo.cy = ImageSetup. 


SpriteInfo.r = 128; 
SpriteInfo.g = 128, 
SpriteInfo.b = 128; 
SpriteInfo.mx = 0; 
SpriteInfo.my = 0; 
SpriteInfo.scalex = ONE; 
SpriteInfo.scaley = ONE; 
SpriteInfo.rotate = 0; 


DrawSync (0); 


} 


go 


David "DM" 


"Tell me sir... 


It loads with an AUTO.BAT: 


local dload test_spr.tim 80100000 
local dload MAIN // executable 


Treay (dmtreay@hunterlink.net.au) 
SF PRODUCTIONS - Newcastle's only PlayStation developers! 


have you confused your cat recently?" 


ImageSetup.px, ImageSetup.py) ; 
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-—-MESSAGE FILE 12192 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000204 


--MESSAGE FILE 12193 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000205 


Path: chuka.playstation.co.uk!scea!sumner 


From: sumner@austin.metrowerks.com 


(Joel Sumner) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Having trouble with 2D sprite viewer 


Net Yaroze newsgroups message dump.txt Page 


Date: Mon, 29 Dec 1997 12:32:46 -0600 

Organization: Metrowerks 

Lines: 159 

Message-ID: <sumner-ya02408000R2912971232460001@news.scea.sony.com> 
References: <34A62D45.501@hunterlink.net.au> 

NNTP-Posting-Host: mtwks167.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi David, 

I would suggest reading the "Targeting Net Yaroze" manual to learn how 
to use CodeWarrior. It takes you step by step through most of the things 
you need to know. It can be found in the documentation folder. 


Also, if you don't have CodeWarrior for Net Yaroze release 2, please e-mail 
me your registration number and I will have it sent to you. 


-Joel 


In article <34A62D45.501@hunterlink.net.au>, dmtreay@hunterlink.net.au wrote: 


>I've been trying to make a program to display 2D images as sprites 
>(taking judicious inspiration from Ira Rainey's SPRITE.C tutorial). The 
>problem is, when I GCC-compile it and then download it with PSComUtil, I 
>get a few blue bricks roughly the size of the image instead of the image 
>loaded in from the TIM file. I have only had the Yaroze for four days, 
>and consider myself quite lucky to have already written a basic B&W 
>image display - now I need colour, which is what this program is 
>supposed to be. BTW, the reason I use GCC to compile and PSComUtil for 
>downloads is a) I can't get SIOCONS to work, and b) I haven't had time 
>to learn how to use CodeWarrior. So, can somebody please solve the 
>riddle of the blue bricks? 

> 

>Here's the code. 

> 

>#include <libps.h> 

> 

>#define SCREEN_WIDTH 320 

>#define SCREEN_HEIGHT 240 


TE NO_SPRITES (1 + 1) 

aen OT_LENGTH 1 

ee spriteAdd 0x80100000 

heen WorldOT[2]; 

>GsOT_TAG OTTags [2] [1<<OT_LENGTH]; 

րեան GpuPacketArea[2] [NO_SPRITES*sizeof (GSSPRITE) |: 
> 


>GSSPRITE SpritelInfo; 

>int Buffer; 

> 

>long userWantsQuit = 0; 

> 

>/* Function declaration */ 
> 

>void main (); 

>void InitialiseGraphic (); 
> 

>/* MAIN */ 

> 

>void main () 

>{ 

> ձոն Qz 


GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4,1,0); 
GsDefDispBuff (0,0,0,SCREEN_HEIGHT) ; 


V V V V 
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VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


/* Set up the ordering table */ 
for (i = 0; 1 < 2; i++) 
{ 


WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTags[il; 


} 
/* Draw up the TIM file */ 
InitialiseGraphic (); 
while (!userWantsQuit) 
{ 
Buffer = GsGetActiveBuff (); 


GsSetWorkBase( (PACKET*) GpuPacketArea [Buffer] ); 
GsClearOt (0,0, &WorldOT[Buffer]); 


GsSortFastSprite (&SpriteInfo, &WorldOT[Buffer],0); 


DrawSync (0); 


VSync (0); 

GsSwapDispBuff(); 
GsSortClear (0,0,0, &WorldOT[Buffer]); 
GsDrawOt (&WorldOT [Buffer] ); 


>/* INITIALISE GRAPHIC */ 


> 


>void InitialiseGraphic () 


>{ 


v 


VVVVVVVVVVVVVV NV N VV VV NV NP, NV N PN VN N N VV VV VV VV 


RECT rect; 
GsIMAGE ImageSetup; 


GsGetTimInfo ((u_long *) (spriteAdd+4), &ImageSetup) ; 


rect.x = ImageSetup.px; 
rect.y = ImageSetup.py; 
rect.w = ImageSetup.pw; 
rect.h = ImageSetup.ph; 


LoadiImage (&rect, ImageSetup.pixel); 


/* Load up the CLUT table */ 


rect.x = ImageSetup.cx; 
rect.y = ImageSetup.cy; 
rect.w = ImageSetup.cw; 
rect.h = ImageSetup.ch; 


LoadImage (&rect, ImageSetup.clut); 
/* Set up TIM data as a sprite */ 


SpriteInfo.attribute = 0x01000000; 


SpriteInfo.x = ((SCREEN_WIDTH/2) —-(ImageSetup.pw) ); 
SpriteInfo.y = ((SCREEN_HEIGHT/2)-(ImageSetup.ph/2) ); 
SpriteInfo.w = (ImageSetup.pw*2); 


SpriteInfo.h = ImageSetup.ph; 


SpriteInfo.tpage = GetTPage(1l, 0, ImageSetup.px, ImageSetup.py) ; 


SpriteInfo.u = 0; 
SpriteInfo.v = 0; 
SpriteInfo.cx = ImageSetup.cx; 
SpriteInfo.cy = ImageSetup.cy; 


SpriteInfo.r = 128; 
SpriteInfo.g = 128, 
SpriteInfo.b = 128; 


SpriteInfo.mx = 0; 
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> SpriteInfo.my = 0; 

> SpriteInfo.scalex = ONE; 

> SpriteInfo.scaley = ONE; 

> SpriteInfo.rotate = 0; 

> 

> DrawSync (0); 

> 

>} 

> 

>It loads with an AUTO.BAT: 

> 

>local dload test_spr.tim 80100000 

>local dload MAIN // executable 

>go 

> 

>—— 

> David "DM" Treay (dmtreay@hunterlink.net.au) 

>SF PRODUCTIONS - Newcastle's only PlayStation developers! 
> 

> "Tell me sir... have you confused your cat recently?" 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 12193 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000205 


—-MESSAGE FILE 12194 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000206 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Mike Fulton <mfulton@playstation.sony.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: high-res? 

Date: Thu, 15 Jan 1998 12:56:16 -0800 

Organization: Sony Computer Entertainment America 

Lines: 74 

Message-ID: <34BE77F0.1DFB@playstation.sony.com> 

References: <63vuo0gq$852@scea> 

Reply-To: mfulton@playstation.sony.com 

NNTP-Posting-Host: 206.41.6.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:312 scee.yaroze.pr 
ogramming.2d_graphics:206 


Clint wrote: 


Well, I haven't touched my Yaroze since summer (been busy with school and all), 
but I just got the new Codewarrior so I decided to give it a go again before 
break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
the high-res mode. 


Has anyone else done any 2d games in high-res? I remember someone said that 
you don't use double-buffering with high-res, and that you have to keep the 
frame rate at 60fps or else everything flickers. Is this true? Would it be 
hard to keep a *simple* 2d game at 60fps? 


I'll appreciate any help! 


Clint 
cwk5@cornell.edu 


VVVVVVVVVVV VV VV 


Actually, it's not absolutely necessary for the game to run at 60 fps. 
But first let's discuss why you'd get flicker so that we can understand 
how to avoid it. Also, keep in mind we're talking about big-time, 
whole-screen, mind-numbing flicker, not the occasional glittering pixels 
one normally sees on an interlaced display. 


On an interlaced display, the screen is alternating between odd-numbered 


Net Yaroze newsgroups message dump.txt Page 8057 


and even-numbered scanlines every 60th of a second. The default setting 
for the PlayStation's graphics chip is that your drawing operations 
affect only the scanlines which are not currently shown. 


Normally when you draw at 60 fps in interlaced mode, the viewer will 
only see either the odd-numbered or the even-numbered scanlines of each 
game screen, because you're switching from one game screen to the next 
before all the scanlines are displayed. 


If you draw at rates slower than 60 fps, the problem is that you'll end 
up with a display where the odd-numbered scanlines come from one game 
screen and the even-numbered scanlines come from a different game 
screen, but they don't come in the proper sequence, so you get flicker 
and jerky movement. 


Let's go over that in more detail. 


Let's say you draw game screen #4444 and the video hardware switches to 
it for showing the odd-numbered scanlines of the interlaced display. 
But if you're not drawing at a rate of 60 fps, then when it's time to 
switch to the even-numbered scanlines, they still contain game screen 
#4443, because you have not finished creating screen #4445. Screen 
#4443 gets shown again instead, so you get flicker. Then when you're 
done creating game screen #4445, you're going ahead two screens and you 
get jerky movement on top of the flicker. 


The bottom line is, it's not pretty. However, there's another way to do 
Lt. 


If you set the 'dfe' field of your DRAWENV structure to 1, that will 
allow the GPU to draw into the scanlines currently being displayed. So 
both the odd-numbered scanlines and the even-numbered scanlines will be 
drawn, regardless of which are currently being shown. So when it comes 
time to switch from one set of scanlines to another, if you haven't 
finished creating the next game screen, then all that happens is that 
the viewer will see both sets of scanlines for the current game screen, 
instead of only one set. You'll still get your high-res display, just 
with a slower frame rate. 


The disadvantage to setting the 'dfe' field is that since the 
PlayStation is drawing into both sets of scanlines, the drawing 
operation takes longer. In some cases, it may then take longer than 
1/60th second to complete, which would make running at 60 fps 
impossible. If this is the case, setting the 'dfe' field to 1 should be 
done only when you know you're not going to be running at 60 fps anyway. 


Mike Fulton @ SCEA 
—-MESSAGE FILE 12194 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000206 


--MESSAGE FILE 12195 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000207 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Simple Question .. 

Date: Sat, 17 Jan 1998 14:28:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 
Message-ID: <34COB1FC.C183E18D@infores.com> 
NNTP-Posting-Host: ppp1-18.planet.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I know why is wrong loading an image with LoadImage and diplay it but 


Why the memory is devided in a way that if an image is store somewhere 
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in memory when i display it directly i mean with PutDrawEnv the image 
start with a piece of the and and then with the beginnig ok for the 
wrong color (no clut operation) but why it loads in that way, i see that 
the "break" in the image is like TimUtil show me but WHY ? 


example 


Image in TimUtil 


aaaa |bb 
aaaa |bb 
aaaa |bb 
aaaa |bb 


Image when displayed 


bbaaaa 
bbaaaa 
bbaaaa 
bbaaaa 


I know that this is not the way to diplay an image but i wanna 
understand why the image is flipped, somethis with GetTPage ? 


Another question is, in wich way i have to use the DRAWENV.tw and 
DRAWENV.tpage ? 


Thanks in advance (Hey Italians move your mind !!!) 


Luca Cappellini 


--MESSAGE FILE 12195 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000207 


—-MESSAGE FILE 12196 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000208 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Active Buffer Question Please Respond 
Date: Mon, 19 Jan 1998 14:07:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <34C35011.7F79BE6D@infores.com> 
NNTP-Posting-Host: ppp1-58.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hi , 


Please respond is a stupid question but i need to understand ! 


If i well understood when you run in the main loop the command 
GsGetActiveBuff() you receive the buffer that is not displaing in this 
time so the drawing buffer, after receving this buffer index (0 or 1) 
you alloc the packet for it and clear the OT table and than register in 
the OT your commands, than wait for completition DrawSync(0) and for 
ՄՏՄՈՇ DU see. 


WHY you call GsSwapDispBuff that if i well understood swap the Draw buff 
with the Disp buff and than you run GsSortClear (if needed) and the 
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GsDrawOt that should be the command that do the real drawing. In that 
way is not true that i'm drawing when the display of that buffer is 
displaing, in other terms why we do the GsSwapDispBuff before the 
GsDrawOt and not after ????? 


Probably i havent understand something ..... 


Thanks 
Luca 


-—-MESSAGE FILE 12196 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000208 


—--MESSAGE FILE 12197 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000209 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Active Buffer Question Please Respond 

Date: 20 Jan 1998 16:00:29 GMT 

Organization: Intelligent Research Ltd 

Lines: 43 

Message-ID: <0Olbd25bdSaécf6be0S6c0b0a0a@newcastle.twowaytv.co.uk> 
References: <34C35011.7F79BE6D@infores.com> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Luca Cappellini <Luca.Cappellini@infores.com> wrote in article 
<34C35011.7F79BE6D@infores.com>... 

> WHY you call GsSwapDispBuff that if i well understood swap the Draw buff 
with the Disp buff and than you run GsSortClear (if needed) and the 
GsDrawOt that should be the command that do the real drawing. In that 
way is not true that i'm drawing when the display of that buffer is 
displaing, in other terms why we do the GsSwapDispBuff before the 
GsDrawOt and not after ????? 


V V V V V 


We start here (in the middle of drawing something), Bufferl is visible, 
buffer2 is the drawing buffer: 


+—-———————— + 

| Bufferl | <----Displaying this buffer 

+—-——————— + 

| Buffer2 | <----Drawing on this buffer 

+—-——————— + 

We then call DrawSync() - this waits for the Draw op to complete. 
+—-———————-— + 

| Bufferl | <----Still displaying this buffer 
+------------ + 

| Buffer2 | <----Ready to display, but not visible yet 
+------------ + 


4+------------ + 

| Bufferl | <----This is the old screen, now setup to be drawn on 
4+------------ + 

| Buffer2 | <----Now displaying this buffer (after DrawSync(), we know 
it's setup) 

4+------------ + 


Call GsDrawOt(), this will draw on Bufferl (as this is the one which is ոօ 
longer visible). 


> Luca 
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Craig. 
—-MESSAGE FILE 12197 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000209 


—-MESSAGE FILE 12198 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000210 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Active Buffer Question Please Respond 

Date: Wed, 21 Jan 1998 14:03:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <34C5F206.70F55525@infores.com> 

References: <34C35011.7F79BE6D@infores.com> <01lbd25bdSa6cf6be0$6c0b0a0a@newcastle.tw 
owaytv.co.uk> 

NNTP-Posting-Host: ppp1-26.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Thanks for the responce but that was not what i was asking, only a my language 
problem. 


I think i understtod by myself, if that the GsGetActiveBuff does not return 
the actual drawing buffer but the actual display one for that reason i can 
start clearing the OT and load it with other things because it is already 
passed throught the DMA channels is that right ? 


CRAIG GRAHAM wrote: 


Luca Cappellini <Luca.Cappellini@infores.com> wrote in article 
<34C35011.7F79BE6D@infores.com>... 

> WHY you call GsSwapDispBuff that if i well understood swap the Draw buff 
with the Disp buff and than you run GsSortClear (if needed) and the 
GsDrawOt that should be the command that do the real drawing. In that 
way is not true that i'm drawing when the display of that buffer is 
displaing, in other terms why we do the GsSwapDispBuff before the 
GsDrawOt and not after ????? 


V V V V V 


We start here (in the middle of drawing something), Bufferl is visible, 
buffer2 is the drawing buffer: 


+—-——————— + 

| Bufferl | <----Displaying this buffer 

+—-—————— + 

| Buffer2 | <----Drawing on this buffer 

+------------ + 

We then call DrawSync() - this waits for the Draw op to complete. 
+------------ + 

| Bufferl | <----Still displaying this buffer 
+—-——————— + 

| Buffer2 | <----Ready to display, but not visible yet 
+—-———————— + 


+—-—————— + 

| Bufferl | <----This is the old screen, now setup to be drawn on 
4+------------ + 

| Buffer2 | <----Now displaying this buffer (after DrawSync(), we know 
it's setup) 

4+------------ + 


Call GsDrawO0t(), this will draw on Bufferl (as this is the one which is ոօ 
longer visible). 


> Luca 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> Craig. 


—-MESSAGE FILE 12198 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000210 


—-MESSAGE FILE 12199 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000211 

Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Active Buffer Question Please Respond 

Date: Thu, 22 Jan 1998 12:59:27 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 21 

Message-ID: <34C68BDF.167E@peace.co.nz> 

References: <34C35011.7F79BE6D@infores.com> <01lbd25bdSa6cf6be0S$6c0b0a0a@newcastle.tw 
owaytv.co.uk> 

NNTP-Posting-Host: intro.peace.co.nz 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


One of the things that's different from traditional PC/Amiga graphics 
programming is that although you are double buffering, what your 
program is calculating is **2** frames behind instead of 1. 


As Craig pointed out, you draw on one buffer while displaying the 
other (the essence of double buffering), but what is confusing is 
that you're program isn't the one doing the drawing. It's the GPU. 


If you are displaying frame X in Buffer 1, then the GPU is busy 
drawing frame X+1 in Buffer 2, and your program is busy sorting 
polygons and fiddling around with ordering tables for frame X+2. 


This puzzled me for a while when I was trying to pause on a frame 
and it would only appear after I'd done GsSwapDispBuff() twice instead 
of once. 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Cthulhu saves. In case he gets hungry later. 
—-MESSAGE FILE 12199 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000211 


—--MESSAGE FILE 12200 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000212 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 16 bit question 

Date: Thu, 22 Jan 1998 13:50:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <34C74080.6993D993@infores.com> 
NNTP-Posting-Host: ppp1-24.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I understand that when i use 16 direct mode for sprite colors i do not 
have a CLUT table but in wich way i define the colors, with PaintShop 
pro witch kind of color table i have to use if i wanna define my colors, 
and if i can define my colors is right think that in 16 bit mode i can 
only have one BIG set of colors for all my sprites ? 
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Thanks 
Luca 


—-MESSAGE FILE 12200 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000212 


--MESSAGE FILE 12201 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000213 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: 16 bit question 

Date: 22 Jan 1998 13:34:10 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 55 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6a7hsiSr5ul@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


It's not entirely clear what you are asking. 


The PlayStation screen display is 16-bit (24-bit only for special cases, eg 
showing video). 
Everything displayed onto screen is shown in 16-bit colour. 


When using sprites, the sprites are textured with TIMs that are 4, 8 or 16 
bit. 

16-bit TIMs, as you say, have no CLUT; the data in each pixel in the TIM is 
itself 

a 16-bit colour. With 4 and 8 bit TIMs, the data in each pixel is a 
reference to a CLUT entry; 

only the CLUT entries hold 16-bit colours. 


You do NOT need to use a single CLUT for the whole program, nor for all the 
4 or 8 bit sprites; 

you can use as many different CLUTs as you like. For 16-bit TIMs, which 
have no CLUT, 

the only restriction is that each pixel is 16-bit; but that allow for 
32,768 colours, ie lots. 


Hope this clarifies things 


Lewis 
To: Lewis Evans 
olor 
From: news @ playstation.co.uk 
Subject: 16 bit question:scee.yaroze.programming.2d_graphics 


From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: 16 bit question 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

I understand that when i use 16 direct mode for sprite colors i do not 
have a CLUT table but in wich way i define the colors, with PaintShop 
pro witch kind of color table i have to use if i wanna define my colors, 
and if i can define my colors is right think that in 16 bit mode i can 
only have one BIG set of colors for all my sprites ? 
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Thanks 
Luca 


—-MESSAGE FILE 12201 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000213 


--MESSAGE FILE 12202 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000214 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Pal why not ! 

Date: Fri, 30 Jan 1998 19:44:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <34D21FA3.E9D52D40@infores.com> 
NNTP-Posting-Host: pppl-l.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


A strage thing, 


I've discovered that even if i define my drawing and display screen as 
PAL in that way 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (512,256,4,0,0); 
GsDefDispBuff(0,0,0,256); 


my screen have a max Y value as NTSC (240) why !!!! 


I have my Yarouze connected with a SCART cable to a TV Philips (normal 
games run correctly in PAL and the brik screen too)!! 


Please help 


Luca 


-—-MESSAGE FILE 12202 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000214 


——MESSAGE FILE 12203 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000215 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Pal why not ! 

Date: Wed, 04 Feb 1998 18:03:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <34D8AD8A.E7F5E53E@ndirect.co.uk> 
References: <34D21FA3.E9D52D40@infores.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-19.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


PAL only displaying 240 lines??? 


Sorry, no answers... I have the same problem. 

I suspected it to be a clipping problem at first, but after 
experimentation with LoadImage (which obviously doesn't clip) I have come 
to the conclusion that only 240 lines are physically being output. 
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Someone out there must have the answers... 


Alex Herbert 


Luca Cappellini wrote: 
A strage thing, 


I've discovered that even if i define my drawing and display screen as 
PAL in that way 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (512,256,4,0,0); 
GsDefDispBuff (0,0,0,256); 


my screen have a max Y value as NTSC (240) why !!!! 


I have my Yarouze connected with a SCART cable to a TV Philips (normal 
games run correctly in PAL and the brik screen too)!! 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Please help 
> 

> 


Luca 


Page 8064 


—-MESSAGE FILE 12203 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000215 


——MESSAGE FILE 12204 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000216 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: CLUT troubles! 

Date: Wed, 04 Feb 1998 18:23:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 59 

Message-ID: <34D8B22B.2C7F21D@ndirect.co.uk> 
References: <33E1AB7A.1DEE@dial.pipex.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-19.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


A solution to this and other CLUT problems... 

DOUBLE BUFFER YOUR CLUTS! 

When manipulating CLUTs it can make things a lot easier. Simply prepare 
a modified CLUT at a different VRAM location to your original CLUT. Now 
when you use the second CLUT the correct colours will be displayed. The 
first clut is now available for modification... etc etc... 


Alex Herbert 


Chris Chadwick wrote: 


Can anyone *please* explain what's happening here: 


I have a simple 8-bit (256-colour) TIM displayed as a 
sprite. I want to copy new CLUT entries into the 
256-colour CLUT associated to the sprite by using 
MovelImage(), which works when I change CLUT entries 
0-15 (inclusive), but I can't seem to over-write 
entries 16-255. The same is true if, for example, 


VVVVVVVV 
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I use ClearImage() to over-write each CLUT entry 
in turn by pressing a joypad button: I'm able to 
change entries 0-15 but anything else is ignored. 


I've printed all the relevant variables as I go and 
all seems fine. I've even used a 'test' TIM which 
simply shows blocks of all 256 colours in the CLUT - 
using the above example, as I keep pressing the button 
each colour changes as I'd expect until it gets to 
CLUT entry 16 then, nothing! 


Another oddity I discovered is that if I place the 

CLUT with a tpage X offset other than 0 (i.e. not 
aligned with the left-hand edge of the tpage) then 
simply displaying the sprite causes all colours to be 
"shifted' in the displayed image by however many the 
CLUT tpage X offset is e.g. If I have my CLUT at 

frame buffer address X=1, Y=480 (instead of X=0, Y=480) 
then pixels in the image that should be displayed using 
CLUT entry 1 are displayed with the colour of CLUT 
entry 0 etc. Again, I've displayed all settings and all 
is reported as normal: the GSSPRITE member .cx is shown 
as 1 but appears to be using 0!? : ( 


I wasn't aware CLUT's have to be aligned with tpages, 
certainly, Tim Tool allows them to be positioned anywhere! 


I hope I've explained the problems cleary enough. 
Any help would be *much* appreciated! 


Thanks in advance, 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV V-W 


Chris 


—-MESSAGE FILE 12204 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000216 


--MESSAGE FILE 12205 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000217 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Pal 256 lines, why not! 

Date: Wed, 04 Feb 1998 19:03:14 +0000 
Organization: Bacardi Ferrari V12 

Lines: 29 

Message-ID: <34D8BB72.1392@manc.u-net.com> 
References: <34D21FA3.E9D52D40@infores.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Luca Cappellini wrote: 

I've discovered that even if i define my drawing and display screen as 
SetVideoMode (MODE_PAL) ; 

GsInitGraph (512,256,4,0,0); 

GsDefDispBuff(0,0,0,256); 

my screen have a max Y value as NTSC (240) why !!!! 

Please help 


V V V V V V 


Yes indeed I got the same problem. I posted the same question a few 
weeks ago but got no real answers. If you look at the the SIOCONS 
screen you can see using the brick pattern that it indeed uses all 256, 
fitting nicely on my monitor with no borders, but PAL/240 there are 
those black borders that we have come accustomed to. It's annoying 
because my game Gravitation uses a split screen and I'd like all the 
lines I can get (play it and you'll agree 8 more lines each would be 
nice.) 
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Does anyone actually know how to get full 256 line PAL mode?? 


(I think possibly there's a booboo in the Yaroze libs; if so, can we 
have a fix please Sony?) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12205 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000217 


—-MESSAGE FILE 12206 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000218 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Stuff here etc, etc ... 

Date: Thu, 05 Feb 1998 01:27:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> 
NNTP-Posting-Host: host5-99-52-51.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:320 scee.yaroze.pr 
ogramming.2d_graphics:218 


Just a brief note to let y'all know that the ever popular sprite tutorial 
is now available in shiny .pdf format as well as the good old .txt. No 
real benefit really, I just felt like doing it. 


I've made a few changes on the web site also, but you better check it out 
if you wanna know what. 


Later 
Ira 


http://www.netyaroze-europe.com/~shadow 
—-MESSAGE FILE 12206 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000218 


——MESSAGE FILE 12207 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000219 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Speed of ClearImage & MoveImage as putpixels 
Date: Thu, 05 Feb 1998 21:35:37 +0000 

Organization: Bacardi Ferrari V12 

Lines: 49 

Message-ID: <34DA30A9.1AEF@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Ok, putpixels went out with the Ark considering what the GPU can do 
but I use them for my 2D game, Gravitation, to get pixel-perfect 
collision-detection (a necessity for the type of game, although 

I do most putpixels in the D-Cache). 

As you will no-doubt know a pixel can be defined as a RECT with a 
width and height of 1, so assuming I have globally defined: 


RECT pixel, clutpixel; 
pixel.w = 1; pixel.h = 1; 
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clutpixel.x = CLUTxpos; // vertical clut (y variable) 
clutpixel.w = 1; // used to point to location 
clutpixel.h = 1; // of your clut on frame buffer 


Compare these two functions which for simpicity put only black pixel 
at x, y: (assuming that the first pixel in your clut line is black) 


void PutBlackPixel_1l(short x, short y) 
{ 
pixel.x = x; pixel.y = y; 
ClearImage(&pixel, 0, 0, 0): 
) 


void PutBlackPixel_2(short x, short Ն) 
{ 
clutpixel.y = 0; 
MovelImage(&clutpixel, x, y); 


} 


The thing is I have found that for single pixels a MoveImage is about 
10% FASTER than an equivalent ClearImage, so always try and use 

the second type above (of course you can have a CLUT of as many 

colours as you like if you make it yourself, NOT limited to 256). 

The bad news is that I have found that a single call to Move/ClearImage 
takes a whole HSYNC, even when it's only a pixel. Which means 

your limited to about 240 NTSC or 290 PAL putpixels, so don't even 
think about using it for bitmaps. 

If you think it means you can't use putpixels to make a fast running 
game then check out my demo below which uses NO GPU GsSPRITES or 
Ordering Tables. 
I had to limit the onscreen bullets to about 120 but it's still 
plays at max frame rate. 


Jim 


Get Gravitation from here: 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 12207 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000219 


--MESSAGE FILE 12208 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000220 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Solution!!! 

Date: Fri, 06 Feb 1998 14:48:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 75 

Message-ID: <34DB22B9.EEEAAD88@ndirect.co.uk> 
References: <34D21FA3.E9D52D40@infores.com> <34D8BB72.1392@manc.u-net.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialinl-35.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Shaughnessy <james@manc.u-net.com> 


YES! I HAVE THE SOLUTION!!!! 

As I suspected, the PS is drawing 256 lines but only displaying 240. I 
think this is a bug! It's all to do with the variable: extern DISPENV 
GsDISPENV. 


Declare the following: 


extern DISPENV GsDISPENV 
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and set: 
GsDISPENV.screen.h=256; 
after initializing the screen. Normally it's value is 0 which seems to 
default the output to 240 lines. 

And there's more! 

GsDISPENV.screen.x and GsSDISPENV.screen.y adjust the displayed screen 
position. 

(Yes you can center your display as in many PS games!) 

And more... 

Experiment with the x,y,w,h values of GsDISPENV.screen for CUSTOM video 
modes. 


It is possible to display more than 256 lines. 
Try setting screen.y=0 and screen.h=300. NO BORDERS! 


It is also possible to create side borders! 


Note: These settings will affect the PS video output only and do not affect 
clipping etc. 


Remember, to use a screen height of >256, yo will need to arrange your 
double buffers horizontally as the VRAM is only 512 pixels high. 


James Shaughnessy wrote: 


Luca Cappellini wrote: 

I've discovered that even if i define my drawing and display screen as 
SetVideoMode (MODE_PAL) ; 

GsInitGraph (512,256,4,0,0); 

GsDefDispBuff(0,0,0,256); 

my screen have a max Y value as NTSC (240) why !!!! 

Please help 


VV NV V V V 


Yes indeed I got the same problem. I posted the same question a few 
weeks ago but got no real answers. If you look at the the SIOCONS 
screen you can see using the brick pattern that it indeed uses all 256, 
fitting nicely on my monitor with no borders, but PAL/240 there are 
those black borders that we have come accustomed to. It's annoying 
because my game Gravitation uses a split screen and I'd like all the 
lines I can get (play it and you'll agree 8 more lines each would be 
nice.) 


Does anyone actually know how to get full 256 line PAL mode?? 


(I think possibly there's a booboo in the Yaroze libs; if so, can we 
have a fix please Sony?) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 12208 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000220 


——MESSAGE FILE 12209 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000221 
Path: chuka.playstation.co.uk!news 
From: Alex Herbert <aherbert@ndirect.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Speed of ClearImage & MoveImage as putpixels 
Date: Fri, 06 Feb 1998 15:07:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 61 

Message-ID: <34DB2739.6DBFCB37@ndirect.co.uk> 
References: <34DA30A9.1AE@manc.u-net.com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialinl-35.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: James Shaughnessy <james@manc.u-net.com> 


Just a thought... 


Isn't it quicker to use a single pixel sprite or line? 


Alex 


James Shaughnessy wrote: 


Ok, putpixels went out with the Ark considering what the GPU can do 
but I use them for my 2D game, Gravitation, to get pixel-perfect 
collision-detection (a necessity for the type of game, although 

I do most putpixels in the D-Cache). 

As you will no-doubt know a pixel can be defined as a RECT with a 
width and height of 1, so assuming I have globally defined: 


RECT pixel, clutpixel; 

pixel.w = 1; pixel.h = 1; 

clutpixel.x = CLUTxpos; // vertical clut (y variable) 
clutpixel.w = 1; // used to point to location 
clutpixel.h = 1; // of your clut on frame buffer 


Compare these two functions which for simpicity put only black pixel 
at x, y: (assuming that the first pixel in your clut line is black) 


void PutBlackPixel_1l(short x, short y) 
{ 
pixel.x = x; pixel.y = y; 
ClearImage(&pixel, 0, 0, 0): 
} 


void PutBlackPixel_2(short x, short y) 
{ 

clutpixel.y = 0; 

MovelImage (&clutpixel, x, y); 


} 


The thing is I have found that for single pixels a MoveImage is about 
10% FASTER than an equivalent ClearImage, so always try and use 

the second type above (of course you can have a CLUT of as many 

colours as you like if you make it yourself, NOT limited to 256). 

The bad news is that I have found that a single call to Move/ClearImage 
takes a whole HSYNC, even when it's only a pixel. Which means 

your limited to about 240 NTSC or 290 PAL putpixels, so don't even 
think about using it for bitmaps. 

If you think it means you can't use putpixels to make a fast running 
game then check out my demo below which uses NO GPU GsSPRITES or 
Ordering Tables. 
I had to limit the onscreen bullets to about 120 but it's still 
plays at max frame rate. 


Jim 


Get Gravitation from here: 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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—-MESSAGE FILE 12209 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000221 


——MESSAGE FILE 12210 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000222 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Speed of ClearImage & MoveImage as putpixels 

Date: Fri, 06 Feb 1998 20:42:15 +0000 

Organization: Bacardi Ferrari V12 

Lines: 12 

Message-ID: <34DB75A7.6E11@manc.u-net.com> 

References: <34DA30A9.1AEF@manc.u-net.com> <34DB2739.6DBFCB37@ndirect.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

To: aherbert@ndirect.co.uk 


Alex Herbert wrote: 
> Isn't it quicker to use a single pixel sprite or line? 


Yes a lot faster, but I'm using manual graphics routines, 
and Move/LoadImage etc. is the only way I can access the frame buffer. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 12210 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000222 


--MESSAGE FILE 12211 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000223 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Simple Question .. 

Date: Sat, 07 Feb 1998 08:02:09 +0000 
Organization: Bacardi Ferrari V12 

Lines: 54 

Message-ID: <34DC1501.1020@manc.u-net.com> 
References: <34C0OB1FC.C183E18D@infores.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Er, I think maybe your problem is to do with little endians. 
I hear they eat their eggs with the pointy side up. 
[Homer] I like stories. 


Jim 


Luca Cappellini wrote: 


I know why is wrong loading an image with LoadImage and diplay it but 


> 
> 
> 
> 
> Why the memory is devided in a way that if an image is store somewhere 
> in memory when i display it directly i mean with PutDrawEnv the image 
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start with a piece of the and and then with the beginnig ok for the 
wrong color (no clut operation) but why it loads in that way, i see that 
the "break" in the image is like TimUtil show me but WHY ? 


example 


Image in TimUtil 


aaaa |bb 
aaaa |bb 
aaaa |bb 
aaaa |bb 


Image when displayed 


bbaaaa 
bbaaaa 
bbaaaa 
bbaaaa 


I know that this is not the way to diplay an image but i wanna 
understand why the image is flipped, somethis with GetTPage ? 


Another question is, in wich way i have to use the DRAWENV.tw and 
DRAWENV.tpage ? 


Thanks in advance (Hey Italians move your mind !!!) 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


Luca Cappellini 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12211 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000223 


—-MESSAGE FILE 12212 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000224 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: dblee <dblee@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 16 bit question 

Date: Mon, 09 Feb 1998 03:16:32 -0800 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34DEE590.3ECB@énetmagic.net> 

References: <34C74080.6993D993@infores.com> 

Reply-To: dblee@netmagic.net 

NNTP-Posting-Host: pppl1-16.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; I) 


Luca Cappellini wrote: 

> I understand that when i use 16 direct mode for sprite colors i do not 
have a CLUT table but in wich way i define the colors, with PaintShop 
pro witch kind of color table i have to use if i wanna define my colors, 
and if i can define my colors is right think that in 16 bit mode i can 


> 
> 
> 
> only have one BIG set of colors for all my sprites ? 


Hello, 


As Lewis pointed out, only 4-bit and 8-bit sprites use CLUTs. If you 
are creating 16-color or 256-color TIMs from bitmaps, each has its 
own CLUT, kinda like a GIF. Each sprite could reference another CLUT 
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in another sprite, or a CLUT you define yourself. Each pixel is mapped 
to a CLUT entry. 


On the other hand, a 16-bit sprite is made up of individual RGB 
values (5-bits per channel plus one extra bit as a flag) fora 

grand total of 32K colours. That's why it doesn't need a CLUT. 
(The same applies to the 24-bit RGB TIM mode, too.) 


I use PhotoShop and usually work with 24-bit RGB color. I just save 
the image as a 24-bit BMP and let timutil.exe convert that into 32K 
colours. So far, the results have been pretty good (8-bits per channel 
reduced down to the 5-bits). If you want to squeeze things down 
further, jump from RGB to Indexed Color Mode. Dithering helps a 
little. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12212 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000224 


——MESSAGE FILE 12213 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000225 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pal 256 lines, why not! 

Date: Tue, 10 Feb 1998 00:55:15 +0100 

Organization: Engine Software 

Lines: 40 

Message-ID: <34DF9763.39F@worldaccess.nl> 

References: <34D21FA3.E9D52D40@infores.com> <34D8BB72.1392@manc.u-net.com> 
Reply-To: wubbels@worldaccess.nl 

NNTP-Posting-Host: sht2-15.worldaccess.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 


James Shaughnessy wrote: 


Luca Cappellini wrote: 

I've discovered that even if i define my drawing and display screen as 
SetVideoMode (MODE_PAL) ; 

GsInitGraph (512,256,4,0,0); 

GsDefDispBuff(0,0,0,256); 

my screen have a max Y value as NTSC (240) why !!!! 

Please help 


V V V V V V 


Yes indeed I got the same problem. I posted the same question a few 
weeks ago but got no real answers. If you look at the the SIOCONS 
screen you can see using the brick pattern that it indeed uses all 256, 
fitting nicely on my monitor with no borders, but PAL/240 there are 
those black borders that we have come accustomed to. It's annoying 
because my game Gravitation uses a split screen and I'd like all the 
lines I can get (play it and you'll agree 8 more lines each would be 
nice.) 


Does anyone actually know how to get full 256 line PAL mode?? 


(I think possibly there's a booboo in the Yaroze libs; if so, can we 
have a fix please Sony?) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Well, it is even more strange if you try to set the videomode to NTSC, 
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expecting to get 240 lines --» NOT. If you set 320x240 mode, videomode 
switched to NTSC, you will get less than 240 lines, so there might be a 
bug in a) the libps or b) in the documentation. I would like to know the 
answer too. 


Greets, 

Ivo 

—-MESSAGE FILE 12213 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000225 


——MESSAGE FILE 12214 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000226 

Path: chuka.playstation.co.uk!news 

From: Ivo Wubbels <wubbels@worldaccess.n1l> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling without BG ?? 

Date: Tue, 10 Feb 1998 01:01:04 +0100 

Organization: Engine Software 

Lines: 23 

Message-ID: <34DF98C0.3F14@worldaccess.nl> 

References: <5mgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 
a> <3393540a.8095895@news.playstation.co.uk> 

Reply-To: wubbels@worldaccess.nl 

NNTP-Posting-Host: sht2-15.worldaccess.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:323 scee.yaroze.pr 
ogramming.2d_graphics:226 


Alex Amsel wrote: 

> 
On 29 May 1997 07:54:12 GMT, George_Bain@bc.sympatico.ca (George Bain) 
did quoth at me: 


>I want to do this without using tiles..I have a image I want to scroll 
>and it is not worth th effort to cut into 16*16 tiles. 


> 

> 

> 

> 

> 

> 

> My rewritten BG routines allow this (define a 1x1 tile of the required 
> size). Unfortunately I can't provide them for a while as I'm busy with 
> 
> 
> 
> 
> 
> 
> 


‘orrible real work so have banned myself from the Yaroze temporarily. 


I'll just upload a whole lot of stuff in one go pretty soon. 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 
* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 
* Wibbler exclaimed "Another 10%? Get stuffed Wanderers! * 


Maybe changing the displaybuffers might help (GsDefDispBuff), I do not 

know what kind of program you are writing, but changing the buffer 

without clearing the BG might be a solutions (I did not try it, but it 

is only a suggestion) 

Ivo 

—-MESSAGE FILE 12214 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000226 


——MESSAGE FILE 12215 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000227 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Speed of ClearImage & MoveImage 

Date: Wed, 11 Feb 1998 18:10:25 +0000 

Organization: Bacardi Ferrari V12 

Lines: 22 

Message-ID: <34E1E991.7392@manc.u-net.com> 

References: <34DA30A9.1AEF@manc.u-net.com> <34DB2739.6DBFCB37@ndirect.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


Net Yaroze newsgroups message dump.txt 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Alex Herbert wrote: 
> Just a thought... 


> Isn't it quicker to use a single pixel 


sprite or line? 


Yes indeed it is the way forward. I was originally not using 

any GsSprites or ordering tables because I thought the GPU 
automatically cleared the drawing area when rendering the sprites, 
but recently found out that that's what GsSortClear does (DOH!), so I 
just removed that, defined Clip2D as my virtual screen and VOILA, 


LOADSABULLETS. Well, I am new to all this you see 


(had it 6 weeks)... 


Also I was thinking that when using double buffering there is an 
inevitable 2-frame lag of what you input and what you see, so there's 
one reason for using a virtual screen (only 1 frame behind). 

Anyhoo, my virtual screen is 640x512x16bit so it can't be 


double-buffered anyway... etc etc. (just thinking aloud amigos..) 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughn 


j 
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--MESSAGE FILE 12215 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000227 


——MESSAGE FILE 12216 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000228 
Path: chuka.playstation.co.uk!news 


From: "Steve Dunn" <stevedunn@dial.pipex.com> 


Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Obtaining the current light mode and fog settings 


Date: Thu, 12 Feb 1998 20:12:27 -0000 
Organization: PlayStation Net Yaroze (SC 
Lines: 15 


Message-ID: <6bv123Sbe j10@chuka.playstation.co.uk> 


EE) 


NNTP-Posting-Host: userl075.uk.uudial.com 


X-Newsreader: Microsoft Outlook Express 4.72.2106.4 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:228 scee.yaroze.pr 


ogramming.3d_graphics:455 


Excuse me if I'm being thick, but... 


I understand that the light mode can be set using GsSetLightMode, 
there a way of ‘getting’ the current light mode 7 


( ditto for the fog settings ) 


Any help appreciated 


Steve Dunn 


but is 


—-MESSAGE FILE 12216 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000228 


—-MESSAGE FILE 12217 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000229 
Path: chuka.playstation.co.uk!news 


From: Ivo Wubbels <wubbels@worldaccess.nl> 


Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Speed of ClearImage & MoveImage 


Date: Thu, 12 Feb 1998 21:27:45 +0100 
Organization: Engine Software 
Lines: 32 
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Message-ID: <34E35B41.4211@worldaccess.nl> 

References: <34DA30A9.1AEF@manc.u-net.com> <34DB2739.6DBFCB37@ndirect.co.uk> <34E1E99 
1.7392@manc.u-net.com> 

Reply-To: wubbels@worldaccess.nl 

NNTP-Posting-Host: sht3-8.worldaccess.nl 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01C (Win95; U) 

To: James Shaughnessy <james@manc.u-net.com> 


James Shaughnessy wrote: 


Alex Herbert wrote: 
> Just a thought... 
> Isn't it quicker to use a single pixel sprite or line? 


Yes indeed it is the way forward. I was originally not using 

any GsSprites or ordering tables because I thought the GPU 
automatically cleared the drawing area when rendering the sprites, 

but recently found out that that's what GsSortClear does (DOH!), so I 
just removed that, defined Clip2D as my virtual screen and VOILA, 
LOADSABULLETS. Well, I am new to all this you see (had it 6 weeks)... 
Also I was thinking that when using double buffering there is an 
inevitable 2-frame lag of what you input and what you see, so there's 
one reason for using a virtual screen (only 1 frame behind). 

Anyhoo, my virtual screen is 640x512x16bit so it can't be 


double-buffered anyway... etc etc. (just thinking aloud amigos...) 
Jim 
James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVV VV VV VV VV V 


Maybe another solution: keep a 320x240 buffer in memory and copy it each 
vblank to the framebuffer. I do not know if it's fast enough, but it 
seems the best solution to me. In this case putting a pixel is just 
filling an entry in an array: hyper fast! 


Greets 

Ivo 

—-MESSAGE FILE 12217 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000229 


—-MESSAGE FILE 12218 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000230 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Speed of ClearImage & MoveImage 

Date: Fri, 13 Feb 1998 19:29:06 +0000 

Organization: Bacardi Ferrari V12 

Lines: 29 

Message-ID: <34E49F02.4B34@manc.u-net.com> 

References: <34DA30A9.1AEF@manc.u-net.com> <34DB2739.6DBFCB37@ndirect.co.uk> <34E1E99 
1.7392@manc.u-net.com> <34E35B41.4211@worldaccess.nl> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

To: wubbels@worldaccess.nl 


Ivo Wubbels wrote: 

>Maybe another solution: keep a 320x240 buffer in memory and copy it to 
>each vblank to the framebuffer. I do not know if it's fast enough, but 
>it seems the best solution to me. In this case putting a pixel is just 
>filling an entry in an array: hyper fast! 


Hey Ivo, 
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The prob with that method is my virtual screen is 640x512x16bit, which 
means it's 640Kb -- too big and having tried it previously it worked 
out way too slow. Much quicker using sprites. I can't have my 

virtual screen in main memory (with the game maps on the frame buffer) 
because I want it to be wider than the visual screen to get horizontal 
scrolling (as I'm not using a BgImage map for simplicity). 

I am now using GsSprites for the bullets which are directly drawn 

onto the frame buffer vir. screen (relatively very fast) and have a 
1-bit 640x512 (only 40k) collision mask in main mem for 
bullet-background collisions. All other sprite drawing ops are done in 
the D-Cache using an array the way you describe, for mega fast 
pixel-perfect collision detection. It all works together pretty well 
(although I get slow-down when there are about 250 bullets on screen, 
which is enough I guess) 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12218 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000230 


——MESSAGE FILE 12219 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000231 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling without BG ?? 

Date: Fri, 13 Feb 1998 21:11:51 +0000 

Organization: Bacardi Ferrari V12 

Lines: 133 

Message-ID: <34E4B717.44A4@manc.u-net.com> 

References: <5mgje6$shk7@scea> <338BEEB9.47F9@interactive.sony.com> <5mjcn4$7d03@sce 
a> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 669675F23538" 

X-Mailer: Mozilla 3.0 (Win95; I) 

To: George Bain <George_Bain@bc.sympatico.ca> 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:329 scee.yaroze.pr 
ogramming.2d_graphics:231 


This is a multi-part message in MIME format. 


669675F23538 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I realise your original message went out nearly a year ago, but for 
the benefit of anyone interested in a solution or if you never got 
one here's my idea: 


Use a virtual screen rather than a double buffer, and have your 

two sprites (or a picture or whatever) stationary on it (positioned 
at (0, 256) or wherever. Then using two RECTs just MoveImage them 
to the visual screen (using certain width settings etc). 

You must set GsDefDispBuff(0, 0, 0, 0) and still do SwapDispBuff 
when doing this or I found you won't see anything. If this makes NO 
sense (?) then look at the attached demo (only 3k zipped) to see 

an example of a simple infinite scroller I did using this technique. 
Any Q's just email me for the A. 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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George Bain wrote: 
- 2 - 160*240 images 
— one on the left and the other onn the right to fill the screen 


I want to scroll them from right to left, when image.x < 0 wrap around 
to the right of the screen. 


320 
<- <- scroll left <- wrap around 
2 
4 
0 


I want to do this without using tiles..I have a image I want to scroll 
and it is not worth th effort to cut into 16%*16 tiles. 


VVVVVVVVVVVV MEN MOOM IEN YMAN NN 


669675F23538 

Content-Type: application/x-zip-compressed; name="Scroll.zip" 

--MESSAGE FILE 12219 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000231 


——MESSAGE FILE 12220 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000232 

Path: chuka.playstation.co.uk!news 

From: Mark Green <nomic@antelope.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Rainbow snake effect? 

Date: Sun, 15 Feb 1998 13:45:39 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <34E6F183.744B@antelope.demon.co.uk> 
NNTP-Posting-Host: antelope.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I want to produce the effect of a texture-mapped snake/ribbon with a 

definate width. Does anyone have any suggestions as to how I could do 

this? Representing it as a bunch of lines is, I guess, possible, but 

probably won't draw fast enough: I don't really want to use the 3D 

engine for polygons, and if I do, I'm not sure how I'd do it because 

the details of the model would be changing on the fly as it moved 

around the screen (and curled, bent, etc). Any tips? 

—-MESSAGE FILE 12220 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000232 


—-MESSAGE FILE 12221 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000233 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Using BG Maps 

Date: Mon, 16 Feb 1998 15:55:14 +0000 
Organization: I wish! 

Lines: 8 

Message-ID: <34E86162.16D4@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Sorry if I've missed anything, but is there an example 
anywhere of using these BG commands to draw a rotating, 
scaling game background? Even the simplest of demos or help 
would be appreciated. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 12221 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000233 


—--MESSAGE FILE 12222 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000234 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Using BG Maps 

Date: Mon, 16 Feb 1998 17:31:34 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <34E877F6.7BlA@sms.ed.ac.uk> 

References: <34E86162.16D4@mdx.ac.uk> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Robert Swan wrote: 


Sorry if I've missed anything, but is there an example 
anywhere of using these BG commands to draw a rotating, 
scaling game background? Even the simplest of demos or help 
would be appreciated. 


V V V V 


Net Yaroze only provides a very limited background handler: 
- 16x16 blocks 

- fullscreen 

- non-scaling 

- non-rotating 

— non-semi-transparency (I think). 


Some people are trying to work around the 16x16 thing - and there has 
been success. There is an 8x8 handler from SCEI that displays a map at 
any screen co-ordinates and any size, but you'll have to make up the 
comments yourself. 


As far as I'm aware (and I've looked at a lot of these things), no-one 
has yet produced anything to get over the scaling, rotating and STP 
problems for 2d BGs. 


If you'd like to try, I think your best bet is with GSSPRITES and solid 
maths in for-next loops. Otherwise, you might consider building your 
background from 3d tiles. Loaded did this, and it has been done better 
in a very similar game on a recent PSM coverdisk (the name of which I 
can't bring to mind). 


If you find a solution - let me know! 
Cheers, 
James (~mrfrosty). 


-—-MESSAGE FILE 12222 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000234 


—--MESSAGE FILE 12223 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000235 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
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r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Rainbow snake effect? 

Date: 17 Feb 1998 06:00:56 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 32 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cb920Sfqdl@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I want to produce the effect of a texture-mapped snake/ribbon with a 
definate width. Does anyone have any suggestions as to how I could do 
this? Representing it as a bunch of lines is, I guess, possible, but 
probably won't draw fast enough: I don't really want to use the 3D 
engine for polygons, and if I do, I'm not sure how I'd do it because 
the details of the model would be changing on the fly as it moved 
around the screen (and curled, bent, etc). Any tips? 


One way is to build the snake from sections; each section could be a 
quadrilateral. 

All you need is a simple clear way of describing the shape of the snake 
itself, 

eg a spline or a list of rotations from one section to the next; 

from this description, you can generate the snake from polygons. 
Changing the model on the fly just requires that you double buffer the 
model, 
ie just have two models and a buffer index and alter the model that's not 
being 

rendered; for examples of manipulation of polygons/TMDs, see the SCEE demos 
clone, chrome and Between The Eyes. It's quite straightforward to alter the 
vertices 
of polys to make them fit smoothly around the backbone line of your snake. 


Lewis 


—-MESSAGE FILE 12223 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
2d_graphics/00000235 
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g/0000000 


——MESSAGE FILE 12224 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000236 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Using BG Maps 

Date: Tue, 24 Feb 1998 15:49:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <6cuptdSas6@chuka.playstation.co.uk> 
References: <34E86162.16D4@mdx.ac.uk> <34E877F6.7B1lA@sms.ed.ac.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Rutherford wrote in message <34E877F6.7B1lA@sms.ed.ac.uk>... 

>Net Yaroze only provides a very limited background handler: 

>- 16x16 blocks 

>- fullscreen 

>- non-scaling 

>- non-rotating 

>- non-semi-transparency (I think). 

> 

>Some people are trying to work around the 16x16 thing - and there has 
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>been success. There is an 8x8 handler from SCEI that displays a map at 
>any screen co-ordinates and any size, but you'll have to make up the 
>comments yourself. 

> 

>As far as I'm aware (and I've looked at a lot of these things), no-one 
>has yet produced anything to get over the scaling, rotating and STP 
>problems for 2d BGs. 

> 

>If you'd like to try, I think your best bet is with GsSSPRITES and solid 
>maths in for-next loops. Otherwise, you might consider building your 
>background from 3d tiles. Loaded did this, and it has been done better 
>in a very similar game on a recent PSM coverdisk (the name of which I 
>can't bring to mind). 


Even with these limitations using the BG would be a good idea for the simple 
game I have planned for my first 'test' game. Is there any info available on 
how to use BG? I have spent half a day looking at the manuals and looking 
for demos on the net. The manuals are incomplete in this area in that they 
tell you what various parameters are for the functions and structures but 
they do not say how they are used. 


JohnT 


--MESSAGE FILE 12224 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000236 


——MESSAGE FILE 12225 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000237 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <j.t.rutherford@sms.ed.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Using BG Maps 

Date: Thu, 26 Feb 1998 16:49:21 +0000 

Organization: The Hex Heroes 

Lines: 34 

Message-ID: <34F59D11.63D9@sms.ed.ac.uk> 

References: <34E86162.16D4@mdx.ac.uk> <34E877F6.7B1lA@sms.ed.ac.uk> <6cuptdSas6@chuka 
-playstation.co.uk> 

NNTP-Posting-Host: at14-035.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; 1) 


Hi John, 


I agree, the manuals aren't clear what is supposed to be going on with 
BGs. I hadn't a clue what was meant to be happening to start with and in 
the end I bit the bullet and just started typing (before I understood 
what I ought to be typing). 


The GsBG structure is in fact very sensibly designed. I could tell you 
how to do it (if I could remember without a reference guide, that is), 
but I reckon it would be more helpful in terms of developing your Yaroze 
skills if I instead gave you a couple of pointers... 


— Your background is built from 16x16 pixel tiles contained within the 
frame buffer. You need to set up each different type of block as a 
GsCELL. 


— GsMAP (I think) provides a nice way of linking which tiles you want 
where for a particular map (a 2d value table) with which GsCELLs you 
want to use in it. 


- GsBG is the top-level handle which can be registered into an OT. 


- Don't forget to set up the working memory area as well. 


I hope this helps. 
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If you're still stuck, maybe Jason Jones' (SCEA) map designer and 
associated routines will help. 

I'll try and get round to posting a bitmap library myself when I've got 
a bit more time (2 weeks from now?). 


Good luck, and let me know how you get on... 


James (~mrfrosty). 
-—-MESSAGE FILE 12225 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000237 


—-MESSAGE FILE 12226 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000238 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Using BG Maps 

Date: Fri, 27 Feb 1998 11:13:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <6d6é6qo$g2d3@chuka.playstation.co.uk> 

References: <34E86162.16D4@mdx.ac.uk> <34E877F6.7B1lA@sms.ed.ac.uk> <6cuptdSas6@chuka 
-playstation.co.uk> <34F59D11.63D9@sms.ed.ac.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Rutherford wrote in message <34F59D11.63D9@sms.ed.ac.uk>... 

>Hi John, 

> 

>I agree, the manuals aren't clear what is supposed to be going on with 
>BGs. I hadn't a clue what was meant to be happening to start with and in 
>the end I bit the bullet and just started typing (before I understood 
>what I ought to be typing). 

> 

>The GsBG structure is in fact very sensibly designed. I could tell you 
>how to do it (if I could remember without a reference guide, that is), 
>but I reckon it would be more helpful in terms of developing your Yaroze 
>skills if I instead gave you a couple of pointers... 

> 

>- Your background is built from 16x16 pixel tiles contained within the 
>frame buffer. You need to set up each different type of block as a 
>GsCELL. 
> 

>- GsMAP (I think) provides a nice way of linking which tiles you want 
>where for a particular map (a 2d value table) with which GsCELLs you 
>want to use in it. 

> 

>- GsBG is the top-level handle which can be registered into an OT. 

> 

>- Don't forget to set up the working memory area as well. 


> 

> 

>I hope this helps. 

>If you're still stuck, maybe Jason Jones' (SCEA) map designer and 
>associated routines will help. 


>I'll try and get round to posting a bitmap library myself when I've got 
>a bit more time (2 weeks from now?). 
> 


Thanks for the pointers. I agree with you when you say it is better to point 
someone in the right direction for them to learn better :) 

I have one more question regarding the BG. Can all the cells reside in one 
tpage? I only have about 12 different 16x16 4bit cell images all using the 
same clut (Yep, not a very colour rich game to start with. I plan to 
‘upgrade' it if it works!) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
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Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 12226 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000238 


--MESSAGE FILE 12227 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000239 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Using BG Maps 

Date: Fri, 27 Feb 1998 12:27:03 +0000 

Organization: The Hex Heroes 

Lines: 15 

Message-ID: <34F6B117.6F0A@writeme.com> 

References: <34E86162.16D4@mdx.ac.uk> <34E877F6.7BlA@sms.ed.ac.uk> <6cuptdSas6@chuka 
-playstation.co.uk> <34F59D11.63D9@sms.ed.ac.uk> <6d66qo$g2d3@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: at14-031.publab.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; 1) 


JohnT wrote: 


> I have one more question regarding the BG. Can all the cells reside in 

> one tpage? I only have about 12 different 16x16 4bit cell images all 

> using the same clut (Yep, not a very colour rich game to start with. I > plan to ' 
upgrade' it if it works!) 


I'm pretty sure you can put the cells wherever you want in the frame 
buffer - the same tpage or not. The GsCELL structure allows you define 
each cell with its own tpage location and clut location (though you can 
reference the same image location or clut from different GsCELLs without 
a problem - quite handy sometimes). 


You can place as many 2d images into a tpage as you have space for. 


James (~mrfrosty). 
-—-MESSAGE FILE 12227 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000239 


——MESSAGE FILE 12228 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000240 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Using BG Maps 

Date: Fri, 27 Feb 1998 12:42:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6d6c33$g2d7@chuka.playstation.co.uk> 

References: <34E86162.16D4@mdx.ac.uk> <34E877F6.7B1lA@sms.ed.ac.uk> <6cuptdSas6@chuka 
-playstation.co.uk> <34F59D11.63D9@sms.ed.ac.uk> <6d66qo$g2d3@chuka.playstation.co.u 
k> <34F6B117.6F0A@writeme.com> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Rutherford wrote in message <34F6B117.6F0A@writeme.com>... 

>JohnT wrote: 

> 

>> I have one more question regarding the BG. Can all the cells reside in 
>> one tpage? I only have about 12 different 16x16 4bit cell images all 

>> using the same clut (Yep, not a very colour rich game to start with. I > 
plan to 'upgrade' it if it works!) 
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> 

>I'm pretty sure you can put the cells wherever you want in the frame 
>buffer - the same tpage or not. The GsCELL structure allows you define 
>each cell with its own tpage location and clut location (though you can 
>reference the same image location or clut from different GsCELLs without 
>a problem - quite handy sometimes). 

> 

>You can place as many 2d images into a tpage as you have space for. 


Ok. Thanks for the info :) 
Now I know what I will be doing this weekend!! ;) 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 12228 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000240 


——MESSAGE FILE 12229 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000241 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: debug font image size 

Date: Mon, 02 Mar 1998 01:03:13 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <34FA75D1.4502@dial.pipex.com> 
NNTP-Posting-Host: ai238.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Hi, 


Does anyone know the exact size of the debug font image? The manual 
says it's a 4bit texture 256x128 (exactly half a tpage) but when I 
load my own font image (8bit 128x128 - also exactly half a tpage) 
below it, the debug font image obviously gets corrupted as none of 
the debug text gets displayed. 


It'd be a pain if the image is bigger than 256x128 as I would have to 
relocate my own font into another page and VRAM room is starting to 
get a bit tight. 


Thanks in advance, 


-Chris 
--MESSAGE FILE 12229 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000241 


——MESSAGE FILE 12230 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000242 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: debug font image size 

Date: 2 Mar 1998 10:02:04 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 46 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6de02sSq6ol@emeka.playstation.co.uk> 
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Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


From looking at VRAM after some token loop, 

it looks like the text font pixels go in at 960, 256 and occupy a 32x32 
area; 

however there is also a CLUT, albeit a very small one (a single white dot 
by 

the look of it), at position 960, 384 or thereabouts. 


If you make two small 16-bit TIMs, of the right sizes for the areas taken 
up by the font, and add these to your project in TimTool, you can see what 
is taken 

up visually, and by checking the 'overlap' area. 


Lewis 
To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 
Subject: debug font image size:scee.yaroze.programming.2d_graphics 


From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: debug font image size 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hi, 

Does anyone know the exact size of the debug font image? The manual 
says it's a 4bit texture 256x128 (exactly half a tpage) but when I 
load my own font image (8bit 128x128 - also exactly half a tpage) 
below it, the debug font image obviously gets corrupted as none of 
the debug text gets displayed. 

It'd be a pain if the image is bigger than 256x128 as I would have to 
relocate my own font into another page and VRAM room is starting to 
get a bit tight. 

Thanks in advance, 

-Chris 
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--MESSAGE FILE 12230 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000242 


——MESSAGE FILE 12231 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000243 
Path: chuka.playstation.co.uk!news 
From: "Steve Dunn" <stevedunn@dial.pipex.com> 


Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: Obtaining the current light mode and fog settings 
Date: Mon, 2 Mar 1998 21:37:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6édf8qa$2kk4@chuka.playstation.co.uk> 

References: <6bv123Sbej10@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl719.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:243 scee. 


ogramming.3d_graphics: 480 
Anyone ? Please ? Oh go on ! 


Thanks ! 


yaroze.pr 
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Steve Dunn wrote in message 
<6bv1l23$bejl10@chuka.playstation.co.uk>.. 


>Excuse me if I'm being thick, but... 

> 

>I understand that the light mode can be 
set using GsSetLightMode, but is 

>there a way of 'getting' the current 
light mode ? 

> 


>( ditto for the fog settings ) 
> 

> 

>Any help appreciated 

> 

> 

> 

>Steve Dunn 

> 

> 


—-MESSAGE FILE 12231 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
2d_graphics/00000243 
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g/0000000 


——MESSAGE FILE 12232 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000244 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: debug font image size 

Date: Tue, 03 Mar 1998 00:18:29 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <34FBBCD5.6785@dial.pipex.com> 
References: <6de02s$q6ol@emeka.playstation.co.uk> 
NNTP-Posting-Host: al1l164.du.pipex.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


From looking at VRAM after some token loop, 
it looks like the text font pixels go in at 960, 256 and occupy a 32x32 


VV NV V V V 


32x32? 

> area; 

> however there is also a CLUT, albeit a very small one (a single white dot 
> by 

> the look of it), at position 960, 384 or thereabouts. 

> 

> If you make two small 16-bit TIMs, of the right sizes for the areas taken 
> up by the font, and add these to your project in TimTool, you can see wha 
> is taken 

> up visually, and by checking the 'overlap' area. 

> 

> Lewis 

> 


I had a feeling it was down to some CLUT corruption. If the CLUT goes in at 
960x384, this is the position of the 'space' character in my own font image 
and so wipes the CLUT with 0's causing no debug font text to show. 


It's a bit annoying having to relocate my own font to make room for a *tiny 


t 


եյ 
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CLUT... Actually, thinking about it, I could re-define the debug CLUT in my 
own fonts image as I never actually use the 'space' character - it's just 
included for easier image indexing using ASCII codes. Hmmm...... 


Sorry, just thinking out loud :) 
Thanks, Lewis! 


-Chris 
--MESSAGE FILE 12232 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000244 


——MESSAGE FILE 12233 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000245 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mjhatfield@msn.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Stuff here etc, etc ... 

Date: Thu, 5 Mar 1998 02:49:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <6dmrghSiap7@chuka.playstation.co.uk> 

References: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> 
NNTP-Posting-Host: 194.129.107.114 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:345 scee.yaroze.pr 
ogramming.2d_graphics:245 


Ira Rainey wrote in message ; 

>Just a brief note to let y'all know that the ever popular sprite tutorial 
>is now available in shiny .pdf format as well as the good old .txt. No 
>real benefit really, I just felt like doing it. 

> 

>I've made a few changes on the web site also, but you better check it out 
>if you wanna know what. 


A quick note just to say a quick "thanks" for taking the time to do this - 
especially for those like myself who have yet to get past the knee-deep 
stage of Yaroze programming! 


Nice Dog2 game also... what app did you use for producing the bitmaps? 


>Later 

> 

>Ira 

> 
>http://www.netyaroze-europe.com/~shadow 


Cheers, 


Mike 


-—-MESSAGE FILE 12233 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000245 


—-MESSAGE FILE 12234 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000246 

Path: chuka.playstation.co.uk!news 

From: shrewrs@aol.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Rotation problems 

Date: Fri, 06 Mar 1998 22:50:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35007aal.25789418@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 
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I've been using rotation on sprites extensively in my game, but have 
come up with the following problems that REALLY annoy me. Is there 
something obvious I am doing wrong, or is it (as I assume) yet another 
bug in the psx (I was going to put ‘another' in caps, but thought two 
capitalised words would merely annoy) 


I have a sprite of size 256 by 256. (8 bit). It is perfectly within a 
texture page. I put it on screen, with about 5 others, and the 
computer slows right down; ridiculously so. Considering the processor 
can handle several hundred 32 by 32 sprites per frame, a couple of 
256x256 should be no problem. But it gets worse. I really wanted to 
have these sprites zoomed by a factor of 2 and rotating. What happens 
is that the sprites flicker on and off at random, and slow down the 
game even further. I tried a workaround of using a 128x128 sprite and 
zooming it by four, but to no avail. here are some strange results 
I've found = 


256x256 sprite - very slow 

256x256 sprite with rotation and/or scaling above x1 - not only very 
slow, but flickers on and off 

128x128 sprite with scaling x2 works 
128x128 sprite with scaling above x2 and/or rotation flickers and 
slows down 

smaller sprites than 128x128 when scaled above x3-4 with rotation it 
appears that certain angle values are ignored. Eg, when at angles 


1024, 2048 etc it draws it as though at angle 0 


These problems are wierd and annoying. It now means instead of having 
a lovely huge 256x256 sprite scaled to be over a screen in height I 
now have to settle for a measly 128x128 sprite that looks tiny 
(especially since I switched my game to hi res mode) 


I've got enough packet workspace... any suggestions before I smash up 
my university's property? 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 12234 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000246 


—-MESSAGE FILE 12235 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000247 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation problems 

Date: Fri, 06 Mar 1998 17:30:03 -0800 

Organization: Cisco Systems 

Lines: 75 

Message-ID: <3500A31B.174703CD@netmagic.net> 

References: <35007aal.25789418@news.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-245.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Yeah, I noticed the same weird behaviour too when rotating/sizing an 
image of about 240x180 (or something like that). This happened a lot 
when the edges of the sprite were clipped by the viewing window as it 
rotated around. Maybe you can try breaking up your image into four 
TIMs with their mx,my set to the inside corners and rotate about that? 


+ + + 


Part 1 Part 2 


mx | mx 
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my |my 
+ + + 
mx | mx 
my | my 
Part 3 Part 4 
+ + + 
Yeah, you shouldn't have to do this, but maybe this might work. One 
problem I see with this already is that if the GPU is using fixed- 


point vectors, you might end up seeing cracks where the four images 
are joined together. 


btw: what are you using 2+ 256x256x8 sprites for anyhoo? 


Just a thought, 


e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/ 


Robert Swan wrote: 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


I've been using rotation on sprites extensively in my game, but have 
come up with the following problems that REALLY annoy me. Is there 
something obvious I am doing wrong, or is it (as I assume) yet another 
bug in the psx (I was going to put ‘another' in caps, but thought two 
capitalised words would merely annoy) 


I have a sprite of size 256 by 256. (8 bit). It is perfectly within a 
texture page. I put it on screen, with about 5 others, and the 
computer slows right down; ridiculously so. Considering the processor 
can handle several hundred 32 by 32 sprites per frame, a couple of 
256x256 should be no problem. But it gets worse. I really wanted to 
have these sprites zoomed by a factor of 2 and rotating. What happens 
is that the sprites flicker on and off at random, and slow down the 
game even further. I tried a workaround of using a 128x128 sprite and 
zooming it by four, but to no avail. here are some strange results 
I've found - 


256x256 sprite - very slow 

256x256 sprite with rotation and/or scaling above x1 - not only very 
slow, but flickers on and off 

128x128 sprite with scaling x2 works 
128x128 sprite with scaling above x2 and/or rotation flickers and 
slows down 

smaller sprites than 128x128 when scaled above x3-4 with rotation it 
appears that certain angle values are ignored. Eg, when at angles 


1024, 2048 etc it draws it as though at angle 0 


եռ 


These problems are wierd and annoying. It now means instead of having 
a lovely huge 256x256 sprite scaled to be over a screen in height I 
now have to settle for a measly 128x128 sprite that looks tiny 
(especially since I switched my game to hi res mode) 


I've got enough packet workspace... any suggestions before I smash up 
my university's property? 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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-—-MESSAGE FILE 12235 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000247 


--MESSAGE FILE 12236 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000248 

Path: chuka.playstation.co.uk!news 

From: shrewrs@aol.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Rotation problems 
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Date: Sat, 07 Mar 1998 15:20:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <350164c2.10805581@news.playstation.co.uk> 

References: <35007aal.25789418@news.playstation.co.uk> <3500A31B.174703CD@netmagic.n 
et> 

NNTP-Posting-Host: stu-dialup16.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 06 Mar 1998 17:30:03 -0800, Elliott Lee <tenchi@netmagic.net> 
wrote: 


>Yeah, I noticed the same weird behaviour too when rotating/sizing an 
>image of about 240x180 (or something like that). This happened a lot 
>when the edges of the sprite were clipped by the viewing window as it 
>rotated around. Maybe you can try breaking up your image into four 
>TIMs with their mx,my set to the inside corners and rotate about that? 
> 

>Yeah, you shouldn't have to do this, but maybe this might work. One 
>problem I see with this already is that if the GPU is using fixed- 
>point vectors, you might end up seeing cracks where the four images 
>are joined together. 

> 


Yeah, I was worried about the cracks too, which I'm sure would appear 
(seeing as they appear in 3d games) so I'm not too sure I'll take that 
approach. Also, now I'm not sure I could handle the frustration of 
doing it to find the results unacceptable :) 


>btw: what are you using 2+ 256x256x8 sprites for anyhoo? 


Well, I wanted these huge aliens to be larger than the screen in order 
to actually be impressive on screen. I also was going to use an 
picture of a terrain rotated to fill the screen to give a background 
for the game. As it is, people will have to be stuck with stars and 
maybe gassy backgrounds, which is a shame. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 12236 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000248 


--MESSAGE FILE 12237 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000249 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Stuff here etc, etc ... 

Date: Sat, O7 Mar 1998 19:38:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <ira.rainey—0703981938170001@host5-99-43-186.btinternet.com> 

References: <ira.rainey—0502980127580001@host5-99-52-51.btinternet.com> <6dmrghSiap7 
@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-99-43-186.btinternet.com 

X-Newsreader: MT-NewsWatcher 2.3.5 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:346 scee.yaroze.pr 
ogramming.2d_graphics:249 


In article <6dmrghSiap7@chuka.playstation.co.uk>, "Mike Hatfield" 

` Nice Dog2 game also... what app did you use for producing the bitmaps? 
Adobe Photoshop 4 on a PowerMac 

Ira 


--MESSAGE FILE 12237 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000249 


——MESSAGE FILE 12238 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000250 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation problems 

Date: Sat, 7 Mar 1998 16:45:41 -0800 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <6dsphuSf3e8@scea> 

References: <35007aal.25789418@news.playstation.co.uk> <3500A31B.174703CD@netmagic.n 
et> <350164c2.10805581@news.playstation.co.uk> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Swan wrote in message <350164c2.10805581@news.playstation.co.uk>... 
>Yeah, I was worried about the cracks too, which I'm sure would appear 
>(seeing as they appear in 3d games) so I'm not too sure I'll take that 
>approach. Also, now I'm not sure I could handle the frustration of 
>doing it to find the results unacceptable :) 


Hmm. You might be able to overlap the images slightly, a luxury which 
isn't present for 3d games... The effect you're going for sounds cool 
enough that it's worth the attempt. Have the sprite mx/my all point at the 
same location in vmem, but have them inset an appropriate number of pixels 
(would 1 suffice?) from the edge of each sprite; since it's the same data, 
any interference from the other sprites shouldn't be noticable. 

I personally haven't tried this, so I can't vouch for its effeciveness 
tho. 


mike 


—-MESSAGE FILE 12238 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000250 


—--MESSAGE FILE 12239 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000251 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: high-res? 

Date: Sun, 08 Mar 1998 13:18:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <35028C9A.67B8@telecom.at> 

References: <63vu0q$852@scea> <34BE77F0.1DFB@playstation.sony.com> 
NNTP-Posting-Host: LPO2PORT24 .highway.telekom.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:348 scee.yaroze.pr 
ogramming.2d_graphics:251 
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lton wrote: 


Q 
= 
H- 
= 

ct 


wrote: 


Well, I haven't touched my Yaroze since summer (been busy with school and all), 
but I just got the new Codewarrior so I decided to give it a go again before 
break. Anyways, I'm gonna try and code a soccer game, and I'd like to do it in 
the high-res mode. 


Has anyone else done any 2d games in high-res? I remember someone said that 
you don't use double-buffering with high-res, and that you have to keep the 
frame rate at 60fps or else everything flickers. Is this true? Would it be 
hard to keep a *simple* 2d game at 60fps? 


VVVVVVVVVVVV VV 
VVVVVVVVVV VV 


I'll appreciate any help! 
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> Clint 
> cwk5@cornell.edu 


Actually, it's not absolutely necessary for the game to run at 60 fps. 
But first let's discuss why you'd get flicker so that we can understand 
how to avoid it. Also, keep in mind we're talking about big-time, 
whole-screen, mind-numbing flicker, not the occasional glittering pixels 
one normally sees on an interlaced display. 


On an interlaced display, the screen is alternating between odd-numbered 
and even-numbered scanlines every 60th of a second. The default setting 
for the PlayStation's graphics chip is that your drawing operations 
affect only the scanlines which are not currently shown. 


Normally when you draw at 60 fps in interlaced mode, the viewer will 
only see either the odd-numbered or the even-numbered scanlines of each 
game screen, because you're switching from one game screen to the next 
before all the scanlines are displayed. 


If you draw at rates slower than 60 fps, the problem is that you'll end 
up with a display where the odd-numbered scanlines come from one game 
screen and the even-numbered scanlines come from a different game 
screen, but they don't come in the proper sequence, so you get flicker 
and jerky movement. 


Let's go over that in more detail. 


Let's say you draw game screen #4444 and the video hardware switches to 
it for showing the odd-numbered scanlines of the interlaced display. 
But if you're not drawing at a rate of 60 fps, then when it's time to 
switch to the even-numbered scanlines, they still contain game screen 
#4443, because you have not finished creating screen #4445. Screen 
#4443 gets shown again instead, so you get flicker. Then when you're 
done creating game screen #4445, you're going ahead two screens and you 
get jerky movement on top of the flicker. 


The bottom line is, it's not pretty. However, there's another way to do 
it. 


If you set the 'dfe' field of your DRAWENV structure to 1, that will 
allow the GPU to draw into the scanlines currently being displayed. So 
both the odd-numbered scanlines and the even-numbered scanlines will be 
drawn, regardless of which are currently being shown. So when it comes 
time to switch from one set of scanlines to another, if you haven't 
finished creating the next game screen, then all that happens is that 
the viewer will see both sets of scanlines for the current game screen, 
instead of only one set. You'll still get your high-res display, just 
with a slower frame rate. 


The disadvantage to setting the 'dfe' field is that since the 
PlayStation is drawing into both sets of scanlines, the drawing 
operation takes longer. In some cases, it may then take longer than 
1/60th second to complete, which would make running at 60 fps 
impossible. If this is the case, setting the 'dfe' field to 1 should be 
done only when you know you're not going to be running at 60 fps anyway. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V 


Mike Fulton @ SCEA 
Hi!!! 


I am looking for a PAL mode HI-RES sample. My problem is that setting 
the resolution in PAL mode 640 x 512 does not work. (640 x 480 works 
fine) 


Thanx. 
--MESSAGE FILE 12239 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000251 


——MESSAGE FILE 12240 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000252 
Path: chuka.playstation.co.uk!news 
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From: Anna <amarsh@bournemouth.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 2D sprites in 3D scenes? 

Date: Sun, 08 Mar 1998 19:17:52 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <3502EEE0 .D42807CA@bournemouth.ac.uk> 
NNTP-Posting-Host: pc5188.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hi all. 


Have come up against a prob whilst attempting to put a 2D image into a 
3D scene. Basically, I want a shadow underneath a flying craft, and I 
figured it would be more effiecient to use a sprite that followed the 
craft (3D model) on the ground (also a 3D model). I can display, scale 
and move a sprite on its own, but when I put the code into the 3D 
program, the sprite is not displayed, although the 3D models appear and 
move about as normal. I have tried sending the sprite to the ordering 
table first, last and in between the two models, but to no avail. 


The sprites priority is set to 0, which I thought would make it on the 
top layer. All the loading of the image and the sprite attribute set up 
functions seem to be working fine, its just that nothing appears on the 
screen. 


Does anyone know if it is possible to combine 2D and 3D in this way? Or 
failing this, if I have to resort to a 3D shadow, if its possible to 
scale a model (not very relevent to 2D, I know). 


Cheers, Anna. 


—-MESSAGE FILE 12240 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000252 


--MESSAGE FILE 12241 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000253 

Path: chuka.playstation.co.uk!news 

From: shrewrs@aol.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2D sprites in 3D scenes? 

Date: Sun, 08 Mar 1998 21:11:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35030650.12362858@news.playstation.co.uk> 
References: <3502EEE0.D42807CA@bournemouth.ac.uk> 
NNTP-Posting-Host: stu-dialup7.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 08 Mar 1998 19:17:52 +0000, Anna <amarsh@bournemouth.ac.uk> 
wrote: 


>Hi all. 

> 

>Have come up against a prob whilst attempting to put a 2D image into a 
>3D scene. I have tried sending the sprite to the ordering 


>table first, last and in between the two models, but to no avail. 

> 

>The sprites priority is set to 0, which I thought would make it on the 
>top layer. 


Yep, it is possible to combine 2d and 3d graphics, as I'm doing just 
that. The problem may be for the same reason I had to stop and sort 
out my program. You said 'I have tried sending the sprite to the 
ordering table first, last and in between the two models' but seeing 
as the problem you have is identical to one I had, I still thought it 
might help to check whether you did the following- 


If you have a small depth of ordering table, or the objects are very 
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close to the viewplane, then they are likely to be placed in the OT at 
priority position zero. To overcome this, there are a couple of 
solutions - 


Make the depth of the ordering table larger, so that the model's z 
depths from the view plane do not have to be scaled down quite so much 
when inserted into the OT. (A bit of a silly solution, but still 
possible), or 


do the GsSortSprite() function before the two GsSortObject4 () 
functions, so that if the two 3d models do end up with a priority of 
zero (the same as the sprite) then owing to the OT's 'first in, last 
out' operation, the models will get drawn first, and (hopefully) the 
sprite will get drawn over them. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 12241 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000253 


—-MESSAGE FILE 12242 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000254 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Rotation problems 

Date: Mon, 9 Mar 1998 09:04:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <6e0b61Siap23@chuka.playstation.co.uk> 
References: <35007aal.25789418@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Robert, 


This problem is expected with the PSX, and is due to the texture cache being 
thrashed. 

Because the PSX is designed for 3D texturing it has a relatively small ( I 
believe 64y by 32x for 8 bit textures ) cache that is used for drawing. Your 
problem occurs because you are rotating a large sprite ( that isn't on 

cache ) As the sprite rotates you achieve the dubious state where every 
pixel drawn on screen ( and off the top or left of the screen ) forces a 
texture cache line read. This effectively gives you a 4-5x slowdown when 
compared to drawing smaller textures. 

( Funnily enough you can see the same kind of slowdowns on a PC software 
renderer - but since the D-cache is so big the textures have to be very very 
large.... ) 

Oops... Just read the rest of your Email again... The PS doesn't draw 
polygons with a height >512 This may explain your flickering. 

The only way to achieve optimum performance is to tile your sprite (8 bit ) 
as 64y by 32x. 


Cheers, 


Colin. 


Robert Swan wrote in message <35007aal.25789418@news.playstation.co.uk>... 
>I've been using rotation on sprites extensively in my game, but have 
>come up with the following problems that REALLY annoy me. Is there 
>something obvious I am doing wrong, or is it (as I assume) yet another 
>bug in the psx (I was going to put 'another' in caps, but thought two 
>capitalised words would merely annoy) 

> 

>I have a sprite of size 256 by 256. (8 bit). It is perfectly within a 
>texture page. I put it on screen, with about 5 others, and the 
>computer slows right down; ridiculously so. Considering the processor 
>can handle several hundred 32 by 32 sprites per frame, a couple of 
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>256x256 should be no problem. But it gets worse. I really wanted to 
>have these sprites zoomed by a factor of 2 and rotating. What happens 
>is that the sprites flicker on and off at random, and slow down the 
>game even further. I tried a workaround of using a 128x128 sprite and 
>zooming it by four, but to no avail. here are some strange results 
>I've found - 


> 
>256x256 sprite - very slow 
>256x256 sprite with rotation and/or scaling above x1 - not only very 


>slow, but flickers on and off 

>128x128 sprite with scaling x2 works 

>128x128 sprite with scaling above x2 and/or rotation flickers and 
>slows down 

>smaller sprites than 128x128 when scaled above x3-4 with rotation it 
>appears that certain angle values are ignored. Eg, when at angles 
>1024, 2048 etc it draws it as though at angle 0 

> 

>These problems are wierd and annoying. It now means instead of having 
>a lovely huge 256x256 sprite scaled to be over a screen in height I 
>now have to settle for a measly 128x128 sprite that looks tiny 
>(especially since I switched my game to hi res mode) 


> 

>I've got enough packet workspace... any suggestions before I smash up 
>my university's property? 

> 


>Robert Swan 
>rsl08@mdx.ac.uk 
>http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 12242 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000254 


--MESSAGE FILE 12243 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000255 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: 2D sprites in 3D scenes? 

Date: 9 Mar 1998 12:21:37 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 38 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e0msh$j4al@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


It's definitely possible to combine 2d and 3d in this way. 


Try making the display of the 2 3d models toggle-able at runtime by 
controller buttons, just using a DrawModellFlag to control 

whether to use GsSortObject4. If the sprite appears when both are not 
drawn and doesn't when they are, this will help to narrow it down, 

eg the sprite might be being unexpectedly hidden by something. 

Also, if the ordering table is short, the model polygons may appear 
at position 0 in the OT. 


To scale a model, just use ScaleMatrix on the matrix of the coordinate 
system which GsDOBJ2->coord points to. 


Lewis 
Hi all. 
Have come up against a prob whilst attempting to put a 2D image into a 
3D scene. Basically, I want a shadow underneath a flying craft, and I 
figured it would be more effiecient to use a sprite that followed the 
craft (3D model) on the ground (also a 3D model). I can display, scale 
and move a sprite on its own, but when I put the code into the 3D 
program, the sprite is not displayed, although the 3D models appear and 


Net Yaroze newsgroups message dump.txt Page 8095 


move about as normal. I have tried sending the sprite to the ordering 
table first, last and in between the two models, but to no avail. 

The sprites priority is set to 0, which I thought would make it on the 
top layer. All the loading of the image and the sprite attribute set up 
functions seem to be working fine, its just that nothing appears on the 
screen. 

Does anyone know if it is possible to combine 2D and 3D in this way? Or 
failing this, if I have to resort to a 3D shadow, if its possible to 
scale a model (not very relevent to 2D, I know). 

Cheers, Anna. 


—-MESSAGE FILE 12243 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000255 


——MESSAGE FILE 12244 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000256 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Rotation problems 

Date: 9 Mar 1998 14:57:44 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 67 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e1018Sjfil@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


You can achieve the effect you're looking for using smaller sprites; 
just chop the large texture into small rectangles, each of which fits in 
the T-cache. 


If you want to draw the large sprite several times, then you can minimise 
the texture cache hit by using smaller tiles; eg get the tile for the top 
left, 

draw that N times (no cache reload), proceed to next tile, etc. 


Another way to minimise cache reloads is to prefer 4 bit to 8 bit to 16bit. 
(Best to use Photoshop/Paint Shop Pro for reducing colour depth 
as TimUtil has a very poor algorithm). 


You could also consider dropping the requirement of rotation, 
and gaining a large speed up by using MovelImage. 
(Dropping rotation would also make the sprites alot quicker). 


Lewis 


PS Colin forgot which way the texture cache goes, it's 64 wide by 32 down 
in 8-bit mode, 
32 by 32 for 16bit and 64 by 64 for 4 bit. 


I've been using rotation on sprites extensively in my game, but have 
come up with the following problems that REALLY annoy me. Is there 
something obvious I am doing wrong, or is it (as I assume) yet another 
bug in the psx (I was going to put ‘another' in caps, but thought two 
capitalised words would merely annoy) 

I have a sprite of size 256 by 256. (8 bit). It is perfectly within a 
texture page. I put it on screen, with about 5 others, and the 
computer slows right down; ridiculously so. Considering the processor 
can handle several hundred 32 by 32 sprites per frame, a couple of 
256x256 should be no problem. But it gets worse. I really wanted to 
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have these sprites zoomed by a factor of 2 and rotating. What happens 
is that the sprites flicker on and off at random, and slow down the 
game even further. I tried a workaround of using a 128x128 sprite and 
zooming it by four, but to no avail. here are some strange results 
I've found - 

256x256 sprite - very slow 

256x256 sprite with rotation and/or scaling above x1 - not only very 
slow, but flickers on and off 

128x128 sprite with scaling x2 works 

128x128 sprite with scaling above x2 and/or rotation flickers and 
slows down 

smaller sprites than 128x128 when scaled above x3-4 with rotation it 
appears that certain angle values are ignored. Eg, when at angles 
1024, 2048 etc it draws it as though at angle 0 

These problems are wierd and annoying. It now means instead of having 
a lovely huge 256x256 sprite scaled to be over a screen in height I 
now have to settle for a measly 128x128 sprite that looks tiny 
(especially since I switched my game to hi res mode) 

I've got enough packet workspace... any suggestions before I smash up 
my university's property? 

Robert Swan 

rsl108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 12244 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000256 


——MESSAGE FILE 12245 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000257 

Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2D sprites in 3D scenes - some observations 
Date: Mon, 09 Mar 1998 22:13:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3504697E.3616DF2D@bournemouth.ac.uk> 
References: <6eO0msh$j4al@emeka.playstation.co.uk> 
NNTP-Posting-Host: pc5188.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Cheers for the replies, chaps. 


I got this working when, bizarrely enough, I stopped trying to put the 
sprite code into the 3D program and instead put the 3D code into a working 
sprite program - code's exactly the same, as far as I can see, but it 
works! Go figure. 


Found some interesting points, in case any one else is trying to do 
something similar:- 


1. The "pri" value in GsSortSprite seems to act like a fake "z" posistion 
for the sprite, the greater the number, the further away from the screen the 
3D models intercept with it. Strangly, this worked even when i used large 


numbers which I assumed were greater than the Ordering Table length, which I 
wouldn't have thought possible. 


2. By sending the "ground" model to the OT first, followed by the sprite, 
followed by the flying model, the sprite "shadow" appeared between the two 
models! Hurrah! 


That might be really basic to everyone, but it had me stumped for a couple 
of days so I thought I'd send it in anyway. 


Love Anna. 
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—-MESSAGE FILE 12245 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000257 


——MESSAGE FILE 12246 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000258 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2D sprites in 3D scenes - some observations 

Date: Mon, 09 Mar 1998 23:33:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35047aa3.18890875@news.playstation.co.uk> 

References: <6eO0msh$j4al@emeka.playstation.co.uk> <3504697E.3616DF2D@bournemouth.ac. 
uk> 

NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 09 Mar 1998 22:13:18 +0000, Anna <amarsh@bournemouth.ac.uk> 
wrote: 


>Found some interesting points, in case any one else is trying to do 
>something similar:- 


> 

>1. The "pri" value in GsSortSprite seems to act like a fake "z" posistion 
>for the sprite, the greater the number, the further away from the screen the 
>3D models intercept with it. Strangly, this worked even when i used large 


>numbers which I assumed were greater than the Ordering Table length, which I 
>wouldn't have thought possible. 


As far as I'm aware, if you register the drawing of a sprite with a 
priority value larger than that of the OT, then it simply places it 
with the largest possible priority value that is possible. 


>2. By sending the "ground" model to the OT first, followed by the sprite, 
>followed by the flying model, the sprite "shadow" appeared between the two 
>models! Hurrah! 

> 

>Love Anna. 


Strange, as the order that the objects are registered with the OT 
should only make a difference if they all end up with the same 
priority value, which unless you have a tiny OT length is not very 
likely seeing as you can always specify exactly the priority of a 
sprite, but can't with a 3d model. Is my mental picture of an OT wrong 
at some fundamental level? If your three models did happen to fall at 
the same priority level, then I thought they would have been drawn in 
the reverse order of what you stated above. 


BIW, is it possible, after inserting a 3d model into an OT to find out 
what priority value it did have assigned to it after 3d calculations 
and the bit shifting? 


-—-MESSAGE FILE 12246 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000258 


—--MESSAGE FILE 12247 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000259 

Path: chuka.playstation.co.uk!news 

From: Anna <amarsh@bournemouth.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2D sprites in 3D scenes - some observations 

Date: Thu, 12 Mar 1998 02:40:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35074B17.41C6@bournemouth.ac.uk> 

References: <6eO0msh$j4al@emeka.playstation.co.uk> <3504697E.3616DF2D@bournemouth.ac. 
նէ» <35047aa3.18890875@news.playstation.co.uk> 

NNTP-Posting-Host: o2cg23.bournemouth.ac.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 


Hi Robert, some more waffling on about sprites and 3D models:- 


> As far as I'm aware, if you register the drawing of a sprite with a 
> priority value larger than that of the OT, then it simply places it 
> with the largest possible priority value that is possible. 


Mmmmm, that would be sensible, but I don't think that my Yaroze has any 
sort of sense whatsoever. I THINK that my ordering table has a length 

of 12, yet I tested my sprite with priorities of 30 and 50, and the 50 

value definately put the sprite further "back" in the scene than 30. 


the order that the objects are registered with the OT 

should only make a difference if they all end up with the same 
priority value, which unless you have a tiny OT length is not very 
likely seeing as you can always specify exactly the priority of a 
sprite, but can't with a 3d model. Is my mental picture of an OT wrong 
at some fundamental level? If your three models did happen to fall at 
the same priority level, then I thought they would have been drawn in 
the reverse order of what you stated above. 


BIW, is it possible, after inserting a 3d model into an OT to find out 
what priority value it did have assigned to it after 3d calculations 
and the bit shifting? 


VVVVVVVVVV VV 


Errrrmm ... (sounds of brain clicking over ...) I didn't actually think 
that 3D models had priority values like sprites do as their 3D 
coordinates would dictate which was infront/behind in relation to the 
camera. But I guess they must be slotted into the OT somewhere, and I 
guess it must be possilble to extract where exactly they went in. I'm 
somewhat estranged from me Yaroze at the moment, but when I get back to 
it tommorrow I'm gonna look at this some more. To be honest, I was so 
chuffed that the goddamn thing worked that I haven't tested the theory 
of it overly much. My models never pass through each other, but it 
would be interesting to see what happens to the sprite if I take the 
collision detection off and let them merrily sail through each other. 


Later, 


Anna. 
—-MESSAGE FILE 12247 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000259 


—-MESSAGE FILE 12248 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000260 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Sat, 14 Mar 1998 12:21:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6edsooSdud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl871.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:359 scea.yaroze.pr 
ogramming.3d_graphics:219 scee.yaroze.programming.2d_graphics:260 scee.yaroze.progra 
mming.3d_graphics: 489 


I'm looking for someone with a tad more 
artistic flare than myself to do some 3D 
graphics for my soon to arrive little 
game demo. 


The game is a 90's version of that all 
time favourite(mine anyway) Q*Bert. 
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It's (as usual) all 3D, with absolutely 
huge levels. It's a l or two player 
game, with additions such as laying 
bombs on cubes to corner your opponent, 
special 'cubes' that either rotate (so 
they can only be jumped on once), cubes 
that rise when they're jumped on 
enabling some inaccessible cubes to be 
reached, cubes that lower when they're 
jumped on, enabling Q*Bert to reach 
lower levels, and all sort of other 
things. 


My only problem is, the graphics are 
crap. It took me 4 hours to get a 
simple cube into an RSD file, and I 
blatantly stole the 'ball' (Q*Bert) from 
someone else's demo. 


What I need, if anyone would like to 
contribute and reap the benefits of 
everlasting stardom is; 


A Q*Bert character. This character can 
point in any direction, and can contain 
any amount of animation you're willing 
to spend time doing. 

If the limbs etc prove too time 
consuming, a cute 'tennis ball' kind of 
character would suffice. 


Some variations on the above character, 
with frowns instead of smiles to 
represent the 'baddies'. 


A nice 'Cube'. I believe the top side 
of the cube may be textured, although 
I'd have to see what performance impact 
this will have. 


Many thanks to anyone that can help. 


Your best mate. 
Steve Dunn 
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—-MESSAGE FILE 12248 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000260 


——MESSAGE FILE 12249 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000261 

Path: chuka.playstation.co.uk!news 

From: Aubrey <aubrey.murray@which.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: buggged 

Date: Mon, 16 Mar 1998 02:29:58 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 176 

Message-ID: <350C8EA6.555A@which.net> 

Reply-To: aubrey.murray@which.net 
NNTP-Posting-Host: p44-flycatcher-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-Mozilla (Win95; 1) 


Help me Ive been trying to get this program to work for about a week now 
all i want to do is display a large sprite on the screen is could one 
of you brainy people help me out. 
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Bree@which.net 


[BRK RK KKK KKK RK KK KK KK KK OK OK KK KK OK KK KK / 


//TITLE: Simple Sprite Program 
//AUTHOR: KingBree (With untold respect to IRA RAINEY) 
//DATE: 3.10.98 


[BRK RK KKK KKK KK KK KKK KKK KK OK RK KKK KK KK KK KK KKK / 


//includes 
#include <libps.h> 
#include "pad.h" 


//defines 

#define SPRITE_CNT (1+1)//sprite counter 
#define SCREEN_HEIGHT (384) 

#define SCREEN_WIDTH (512) 

#define SpriteAdd (0x80010000)//address of tim 


//Prototypes 

void InitSprite (); 
void PadInit(); 
u_long PadRead (void) ; 


//Define the length of the ORDERING TABLES 
#define OT_LENGTH (1) 


//Ordering table variables 


GsOT WorldOT[2]; //an array 2 units long 
GsOT_TAG OTTag[2] [1<<OT_LENGTH] ; 
int activeBuff; 


// Primative related variables 
PACKET GpuPacketArea[2] [SPRITE_CNT*sizeof (GSSPRITE) |: 


// Sprite Structure Pointer 
GsSPRITE TestSprite; 
//GSBG TestSprite; 


//pad variable 
u_long PADstatus = 0; 


// low-level pad buffers: never need to touch 
volatile u_char *bb0, "ԵԵ1չ 


void Main() 


{ 


//counter variable 
PAC 17 


//drawing initialize 
SetVideoMode (MODE_PAL) ; 


GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT,0|1,0,0); 


GsDefDispBuff (0,0,0,SCREEN_HEIGHT);//define both buffers 


// initialize the sprite 
InitSprite(); 


//initialize the ordering table 


for (i=0;i<2;i++) 

{ 
WorldOT[i].length = OT_LENGTH; 
WorldOT[i].org = OTTag[il; 
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//get controller 
PadInit (); 


//keep playing until select is pressed 
while (1) 
{ 


PADstatus=PadRead();// break for select 
if (PADstatus ե PADselect) break; 


activeBuff = GsGetActiveBuff();//find out which buffer is in use 


GsSetWorkBase ( (PACKET*) GpuPacketArea[activeBuff]);//set packet area 


GsClearOt (0,0, &WorldOT[activeBuff]);//clears the ordering table 


//cegister sprite into table 
GsSortFastSprite (&TestSprite, &WorldOT[activeBuff],0); 


//wait for drawings to finish 
DrawSync (0); 


//wait for vertical interrupt 
VSync (0); 


//switch screens 
GsSwapDispBuff(); 


//sort out the ordering table 
GsSortClear(0,0,0, &WorldOT[activeBuff]); 


//draw objects registered by ordering table 
GsDrawOt (&WorldOT[activeBuff]); 
}//end while loop 


return; 


}//end main man. 


void InitSprite() 


{ 


RECT rect; //defines rect structure 
GsIMAGE tim_data; //defines GsIAGE structure 


//to get TIM file we must skip into the file 4 bytes 
GsGetTimInfo ((u_long*) (SpriteAdd+4), &tim_data) ; 


//load the image into the frame buffer 
rect.x = tim_data.px; // posx in frame buffer 


rect.y = tim_data.py; // pos y in frame buffer 
rect.w = tim_data.pw; //width of image 
rect.h = tim_data.ph; // height of image 


LoadImage (&rect,tim_data.pixel); // load data into frame buffer 


//load the CLUT into the frame buffer 

rect.x = tim_data.cx; //posx in frame buffer 
rect.y = tim_data.cy; // pos y in frame buffer 
rect.w = tim_data.cw; //width of image 

rect.h tim_data.ch; // height of image 


LoadImage (&rect,tim_data.clut); //load data into frame buffer 


//Initialize sprite structure 
TestSprite.attribute = 0x01000000; //sprite attribute - 8 bit 


TestSprite.x = ((SCREEN_WIDTH) -(tim_data.pw));// sprite x axis 
TestSprite.y = ((SCREEN_HEIGHT)-(tim_data.ph));// sprite y axis 


//the width of an 8 bit sprite is half that of a 16bit hence *2 


TestSprite.w = tim_data.pw*2; //sprite width 


TestSprite.h = tim_data.ph; //sprite height 
TestSprite.tpage = GetTPage(1,0,tim_data.px,tim_data.py); 
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TestSprite.u = 0; //texture page ofset x axis 
TestSprite.v = 0; //texture page ofset y axis 
TestSprite.cx = tim_data.cx; //clut x axis pos 
TestSprite.cy = tim_data.cy; //clut y axis pos 
TestSprite.r = 128; //red brightness 
TestSprite.g = 128; //green brightness 
TestSprite.b = 128; //blue brightness 
TestSprite.mx = 0; 

TestSprite.my = 0; 

TestSprite.scalex = ONE; //defined as 4096 
TestSprite.scaley = ONE; //defined as 4096 
TestSprite.rotate = 0; //no rotation 


//wait untilLoad image has finished beore returning 
DrawSync (0); 


} 


void PadInit() 


{ 
GetPadBuf (&bb0, &bb1) ; 


} 


u_long PadRead () 
{ 


return (~(*(bb0+3) | *(bb0+2)<<8 | *(bb1+3)<<16 | * (bb1+2)<<24 


)); 
} 


—-MESSAGE FILE 12249 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000261 


--MESSAGE FILE 12250 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000262 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 


r-mail 

From: Lewis_Evans@playstation.sony.com 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: buggged 

Date: 16 Mar 1998 11:31:46 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 169 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ej2j2Sbg71@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id DAA17739 
for <news@playstation.co.uk>; Mon, 16 Mar 1998 03:36:31 -0800 
From: Lewis_Evans@playstation.sony.com 
To: news@playstation.co.uk 


(1) the sprite address is given as 0x80010000 which is in the middle 
of libps library code, not a TIM address. 

The valid address range as stated in the manual is 

0x80090000 to Ox801fffff, all program and data must go in there. 
(Mapfiles tell you exactly where program goes in memory, 

see SCEE samples for makefile options to make GNU create a mapfile). 
This alone would explain the lack of visible image. 

Also ensure that the batch file is called and loads the TIM to 

a valid location. 


(2) screen width and height have odd values; 
typical screen resolutions are 

x - 256, 320, 384, 512, 640 

Մ - 256, 512 (PAL); 240, 480 (NTSC) 


(PST) 


Giving unusual values to GsInitGraph has unpredictable/unreliable effects 


(3) If you build a program by modification from another program, 
and keep backups, you can know when you have come across a problem, 
which part of code you've been changing and this is a big help 

in localising the problem; plus you can go back to a backup of a few 


hours/days/weeks ago and continue from there, knowing that that version 


Net Yaroze newsgroups message dump.txt 
worked fine. 


Lewis 


Help me Ive been trying to get this program to work for about a week now 
all i want to do is display a large sprite on the screen is could one 
of you brainy people help me out. 

Bree@which.net 

[BRK RK KKK KKK KK KK KK KK KK OK OK RK KK OK OK KK KKK / 

//TITLE: Simple Sprite Program 

//AUTHOR: KingBree (With untold respect to IRA RAINEY) 

//DATE: 3.10.98 


[BRK RK KKK KKK KK KK KK KK KK OK OK KK KK OK KK KK / 


//includes 
#include <libps.h> 
#include "pad.h" 


//defines 

#define SPRITE_CNT (1+1)//sprite counter 
#define SCREEN_HEIGHT (384) 

#define SCREEN_WIDTH (512) 

#define SpriteAdd (0x80010000)//address of tim 
//Prototypes 

void InitSprite (); 

void PadInit(); 

u_long PadRead (void); 

//Define the length of the ORDERING TABLES 
#define OT_LENGTH (1) 

//Ordering table variables 


GsOT WorldOT[2]; //an array 2 units long 

GsOT_TAG OTTag[2] [1<<OT_LENGTH]; 

int activeBuff; 

// Primative related variables 

PACKET GpuPacketArea[2] [SPRITE_CNT*sizeof (GSSPRITE) |: 


// Sprite Structure Pointer 

GsSPRITE TestSprite; 

//GSBG TestSprite; 

//pad variable 

u_long PADstatus = 0; 

// low-level pad buffers: never need to touch 
volatile u_char *bb0, "ԵԵ1չ 


void Main() 
{ 
//counter variable 
ant 1: 
//drawing initialize 
SetVideoMode (MODE_PAL) ; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT,0|1,0,0); 
GsDefDispBuff (0,0,0,SCREEN_HEIGHT);//define both buffers 
// initialize the sprite 
InitSprite(); 
//initialize the ordering table 
for (i=0;1i<2; i++) 
{ 


WorldOT[i].length = OT_LENGTH; 


WorldOT[i].org = OTTag[il; 
} 
//get controller 
PadInit (); 
//keep playing until select is pressed 
while (1) 


{ 

PADstatus=PadRead();// break for select 

if (PADstatus & PADselect) break; 

activeBuff = GsGetActiveBuff();//find out which buffer is in use 
GsSetWorkBase ( (PACKET*) GopuPacketArea[activeBuff]);//set packet area 
GsClearOt (0,0, &WorldOT[activeBuff]);//clears the ordering table 
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//cegister sprite into table 
GsSortFastSprite (&TestSprite, &WorldOT[activeBuff],0); 
//wait for drawings to finish 

DrawSync (0); 

//wait for vertical interrupt 

VSync (0); 

//switch screens 

GsSwapDispBuff(); 

//sort out the ordering table 
GsSortClear (0,0,0, &WorldOT[activeBuff]); 
//draw objects registered by ordering table 
GsDrawOt (&WorldOT [activeBuff]); 


}//end while loop 
return; 
}//end main man. 
void InitSprite() 
{ 
RECT rect; //defines rect structure 
Gs IMAGE tim_data; //defines GsIAGE structure 


void 


//to get TIM file we must skip into the file 4 bytes 
GsGetTimInfo ((u_long*) (SpriteAdd+4), &tim_data) ; 
//load the image into the frame buffer 

rect.x = tim_data.px; // posx in frame buffer 

rect.y = tim_data.py; // pos y in frame buffer 

rect.w = tim_data.pw; //width of image 

rect.h = tim_data.ph; // height of image 
LoadImage (&rect,tim_data.pixel); // load data into frame buffer 
//load the CLUT into the frame buffer 

rect.x = tim_data.cx; //posx in frame buffer 

rect.y = tim_data.cy; // pos y in frame buffer 

rect.w = tim_data.cw; //width of image 

rect.h = tim_data.ch; // height of image 

LoadImage (&rect,tim_data.clut); //load data into frame buffer 
//Initialize sprite structure 

TestSprite.attribute = 0x01000000; //sprite attribute - 8 bit 

TestSprite.x = ((SCREEN_WIDTH) -(tim_data.pw));// sprite x axis 

TestSprite.y = ((SCREEN_HEIGHT)-(tim_data.ph));// sprite y axis 
//the width of an 8 bit sprite is half that of a 16bit hence *2 
TestSprite.w = tim_data.pw*2; //sprite width 
TestSprite.h = tim_data.ph; //sprite height 

TestSprite.tpage = GetTPage(1,0,tim_data.px,tim_data.py); 
TestSprite.u = 0; //texture page ofset x axis 
TestSprite.v = 0; //texture page ofset y axis 

//clut x axis pos 


//clut y axis pos 


TestSprite.cx = tim_data.cx; 


TestSprite.cy = tim_data.cy; 


TestSprite.r = 128; //red brightness 
TestSprite.g = 128; //green brightness 
TestSprite.b = 128; //blue brightness 
TestSprite.mx = 0; 


TestSprite.my = 0; 
TestSprite.scalex = ONE; 


եռ 


TestSprite.scaley = ONE; //defined as 4096 
TestSprite.rotate = 0; //no rotation 
//wait untilLoad image has finished beore returning 


DrawSync (0); 


//defined as 4096 


PadInit () 


GetPadBuf (&bb0, &bb1) ; 


u_long PadRead () 


{ 
)); 
} 


return (~(*(bb0+3) | *(bb0+2)<<8 | *(bb1+3)<<16 | *(bb1+2)<<24 
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2d_graphics/00000262 
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--MESSAGE FILE 12251 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000263 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: buggged 

Date: Mon, 16 Mar 1998 18:31:50 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 57 

Message-ID: <350d6fd1.5899277@news.playstation.co.uk> 
References: <350C8EA6.555A@which.net> 
NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Darn it, Id already written the post and now everything is stated 
twice. Oh well... here's the same thing again :) (plus theres a 
download at the end) 


There's a few problems. some of which I'm sure cause trouble, others 
Im not so sure on, and there are other areas that might be a problem, 
but I can't tell from the code supplied. 


>> #define SCREEN_WIDTH (512) 

there are problems with your screen size. 512 is a valid vertical 
resolution, but your setup for GsDefDispBuffis wrong. 512 is 
interlaced, meaning that instead of having two buffers side by side or 
on top of each other in video ram, they actually occupy the same space 
(usually (0,0) to (SCREEN_WIDTH, 512)). Buffer 0 only draws on even 
numbered rows of pixels, and buffer 1 on odd numbered rows of pixels. 
The correct calling for GsDefDispBuffwould be GsDefDispBuff(0, 0, 0, 
0). Also, the video ram itself is only 512 pixels high, so even if you 
wanted to set two interlaced buffers, they would need to be at 
locations (0,0) and (SCREEN_WIDTH,0) rather than (0,0) and (0, 512), 
which is what you called. 


>> #define SpriteAdd (0x80010000)//address of tim 

not sure about this one. All examples Ive seen start placing tims, 
tmds, and sound data in memory at 0x80090000. Im assuming that this 
because anything before that gets used by the system and therefore is 
likely to mess up big time. Somewhere on one of these newsgroups it 
gives the limits for memory use, but I can't remember where, sorry. 


>> TestSprite.u = 0; 

>> TestSprite.v 0; 

Im not sure you can always assume that these are zero (unless of 
course you made sure the sprite's location in vram was on the boundary 
of a texture page, but t might not be a problem here. 


The other problems are to do with when you converted your .bmp or .gif 
images or whatever into a .tim. If you position your sprite in vram 
where a buffer will be, then it will get overwritten and you won't see 
anything. Also, if your location means that the sprite covers more 
than one texture page then it messes up (how, Im not sure). Also if 
your CLUT has the same problems, your sprite will come out with dodoy 
colours. 


One last thing (unlikely though) is that the auto file should load the 
.tim into the same area of memory as specified by SpriteAdd. 


For some strange reason, when I tried to get your code to run I came 
up with an error I'd never seen before, so I started again, trying to 
match your program which worked. The complete files can be got from 


http://www.netyaroze-europe.com/-middex2/ftp/spritel.zip 
In my programs Ive edited the screen res to a more orthodox 320x240, 


but Ive altered it and it works in any of the stranger combinations 
(including interlace). 


Robert Swan 
rsl108@mdx.ac.uk 


—-MESSAGE FILE 12251 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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——MESSAGE FILE 12252 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000264 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: tiled background 

Date: Tue, 17 Mar 1998 16:57:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <350E9D4D.4E08@telecom.at> 
NNTP-Posting-Host: 195.3.79.161 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; I) 


Hi! 


How to I render a tiled background. I found out that there is a GsBG 
structure (GSMAP, GsSCELL) and I initialized it, but I don't know how to 
render it. I don't want to use GsSortFixBg1l6(...). 


Please Help!!!! 
Thanx, 


Harald. 
-—-MESSAGE FILE 12252 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000264 


--MESSAGE FILE 12253 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000265 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: tiled background 

Date: 17 Mar 1998 17:40:33 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 22 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6emcihSfe31l@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


If you can say why you don't want to use GsSortFixBg16, 
it'll be easier to find something you might like. 
What don't you like about the GsSortFixBg16? 


Lewis 


Hi! 

How to Լ render a tiled background. I found out that there is a GsBG 
structure (GSMAP, GsCELL) and I initialized it, but I don't know how to 
render it. I don't want to use GsSortFixBg1l6(...). 

Please Help!!!! 

Thanx, 

Harald. 


—-MESSAGE FILE 12253 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000265 
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——MESSAGE FILE 12254 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000266 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: tiled background 

Date: Tue, 17 Mar 1998 23:16:15 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <350EF62F.1C16@telecom.at> 
References: <6emcihSfe31l@emeka.playstation.co.uk> 
NNTP-Posting-Host: 195.3.71.162 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


If you can say why you don't want to use GsSortFixBg16, 
it'll be easier to find something you might like. 
What don't you like about the GsSortFixBg16? 


Lewis 


Hi! 

How to Լ render a tiled background. I found out that there is a GsBG 
structure (GSMAP, GsSCELL) and I initialized it, but I don't know how to 
render it. I don't want to use GsSortFixBg16(...). 

Please Help!!!! 

Thanx, 

Harald. 


VVVVVVVVVVVVV VV VV 


According to the Library Reference GsSortFixBg16(...) limits the cel] 
size to 16x16 but in GsMAP I can specify an arbitrary cell size (cellw, 
cellh). The Reference manual also says: No rotation & scaling with 
GsSortFixBg1l6(...). 


Thanx for the help, 


Harald Ploch. 
—-MESSAGE FILE 12254 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000266 


--MESSAGE FILE 12255 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000267 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: 18 Mar 1998 15:50:07 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 22 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6eoqffSia81@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 18 Mar 1998 15:54:03 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id PAA20378 
for <news@playstation.co.uk>; Wed, 18 Mar 1998 15:53:44 GMT 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Have you used GsSortBg and GsSortFastBg? 
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Lewis 


According to the Library Reference GsSortFixBg16(...) limits the cell 
size to 16x16 but in GsMAP I can specify an arbitrary cell size (cellw, 
cellh). The Reference manual also says: No rotation & scaling with 
GsSortFixBg16(...). 

Thanx for the help, 

Harald Ploch. 


—-MESSAGE FILE 12255 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000267 


——MESSAGE FILE 12256 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000268 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: Wed, 18 Mar 1998 20:08:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <35101BB6.30E8@telecom.at> 
References: <6eoqff$Sia81@emeka.playstation.co.uk> 
NNTP-Posting-Host: LPO1PORT25.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hil! 


I can't find GsSortBg and GsSortFastBg in the Library Reference and in 
the headerfiles. Is there an update ? 


Thanx, 
Harald. 


Lewis_Evans@Playstation.sony.com wrote: 


Size to 16x16 but in GsMAP I can specify an arbitrary cell size (cellw, 

cellh). The Reference manual also says: No rotation & scaling with 
GsSortFixBg1l6(...). 

Thanx for the help, 

Harald Ploch. 

—-MESSAGE FILE 12256 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000268 


> 

> via smtpd (for [194.203.13.2]) with SMTP; 18 Mar 1998 15:54:03 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id PAA20378 
> for <news@playstation.co.uk>; Wed, 18 Mar 1998 15:53:44 GMT 

> From: Lewis_Evans@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> Have you used GsSortBg and GsSortFastBg? 

> 

> Lewis 

> 

> According to the Library Reference GsSortFixBg16(...) limits the cell 

> 

> 

> 

> 

> 


—--MESSAGE FILE 12257 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000269 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: 19 Mar 1998 09:44:13 -0000 
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Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 45 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6eqpdd$kk31@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 19 Mar 1998 09:48:03 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA27653 
for <news@playstation.co.uk>; Thu, 19 Mar 1998 09:47:42 GMT 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Sorry, they're not there. You'll have to go with 
GsSortFixBgl16, or write your own background handler using 
sprites; also, I think at least one member has done their 
own background routines already, and released the source; 
looking in 2d graphics newsgroup might be helpful 


Lewis 


Hi! ! 
I can't find GsSortBg and GsSortFastBg in the Library Reference and in 
the headerfiles. Is there an update ? 


Thanx, 

Harald. 

Lewis_Evans@Playstation.sony.com wrote: 

> 

> via smtpd (for [194.203.13.2]) with SMTP; 18 Mar 1998 15:54:03 
UT 

> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id 
PAA20378 

> for <news@playstation.co.uk>; Wed, 18 Mar 1998 15:53:44 GMT 
> From: Lewis_Evans@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> Have you used GsSortBg and GsSortFastBg? 

> 

> Lewis 

> 

> According to the Library Reference GsSortFixBg16(...) limits the cell 
> size to 16x16 but in GsMAP I can specify an arbitrary cell size (cellw, 
> cellh). The Reference manual also says: No rotation & scaling with 

> GsSortFixBg16(...). 

> Thanx for the help, 

> Harald Ploch. 


—-MESSAGE FILE 12257 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000269 


—-MESSAGE FILE 12258 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000270 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: tiled background 

Date: Thu, 19 Mar 1998 11:48:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6er0c4$15r15@chuka.playstation.co.uk> 
References: <6eqpdd$kk31@emeka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Lewis_Evans@Playstation.sony.com wrote in message 
<6eqpdd$kk31@emeka.playstation.co.uk>... 
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> via smtpd (for [194.203.13.2]) with SMTP; 19 Mar 1998 09:48:03 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA27653 

> for <news@playstation.co.uk>; Thu, 19 Mar 1998 09:47:42 GMT 

>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>Sorry, they're not there. You'll have to go with 

>GsSortFixBg1l6, or write your own background handler using 

>sprites; also, I think at least one member has done their 

>own background routines already, and released the source; 

>looking in 2d graphics newsgroup might be helpful 
> 

Why were GsSortBg and GsSortFastBg not included in the libs? I can't see any 
reason why Sony should restrict us to 16x16 cells and no special effect with 
the background. It's not as though we are going to write a ground breaking 
new game using them and then publish it!! Any games we make are only 
playable by other Net Yaroze members and all the ground breaking games out 
there use 3D. 

So, how about a new set of libs that have these functions included? 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


--MESSAGE FILE 12258 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000270 


——MESSAGE FILE 12259 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000271 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: Thu, 19 Mar 1998 15:28:42 +0000 

Organization: I wish! 

Lines: 24 

Message-ID: <351139AA.576C@mdx.ac.uk> 

References: <6eqpdd$kk31@emeka.playstation.co.uk> <6er0c4$15r15@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


JohnT wrote: 

Why were GsSortBg and GsSortFastBg not included in the libs? I can't see any 
reason why Sony should restrict us to 16x16 cells and no special effect with 
the background. It's not as though we are going to write a ground breaking 
new game using them and then publish it!! Any games we make are only 
playable by other Net Yaroze members and all the ground breaking games out 
there use 3D. 


VVVVVV 


Darn, that means that all my 2d work had best go in the bin :) 

Having said that, Im working on a rotatable scrolling background, but I 
dont think its gonna be worth it. I mean, drawing about 300 sprites, 
then rotating them isnt going to be too fast (probably nearly one frame) 
As to limits on 16x16 cells, I wouldnt have thought that was much of a 
problem. You dont want your cells too big or too small, and 16 is pretty 
standard. 


What will probably happen is 111 try rotating, give up and do my own 
scrolling routine. If what Im wokring on goes correct, it should go 
about 50% faster than the normal background code, but it will obviously 
have its own limitations. 
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Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 12259 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000271 


—-MESSAGE FILE 12260 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000272 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: 19 Mar 1998 15:33:52 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 55 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6erdt0Slbul@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 19 Mar 1998 15:37:46 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id PAA23803 
for <news@playstation.co.uk>; Thu, 19 Mar 1998 15:37:30 GMT 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Yes, there are several things in the professional libs not 

included with the Yaroze libs; but then again, many professional 
developers ask us for extra functionality Al <-> 2999 in the libraries. 
Basically, everyone wants everything provided as a software 

library, but it's very hard for any set of software libraries 

to be all things to all developers. 


I appreciate your position, but the bottom line with development 
environments is that you often have to write something yourself 
to achieve your specific design; I've found this true of Yaroze, 
of PSX devkits, on PC, Mac, etc. 


Lewis 
Lewis_Evans@Playstation.sony.com wrote in message 
<6eqpdd$kk31@emeka.playstation.co.uk>... 
> via smtpd (for [194.203.13.2]) with SMTP; 19 Mar 1998 09:48:03 
UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA27653 
> for <news@playstation.co.uk>; Thu, 19 Mar 1998 09:47:42 GMT 
>From: Lewis_Evans@Playstation.sony.com 
>To: news@playstation.co.uk 
> 
>Sorry, they're not there. You'll have to go with 
>GsSortFixBg1l6, or write your own background handler using 
>sprites; also, I think at least one member has done their 
>own background routines already, and released the source; 
>looking in 2d graphics newsgroup might be helpful 
> 
Why were GsSortBg and GsSortFastBg not included in the libs? I can't see 
any 
reason why Sony should restrict us to 16x16 cells and no special effect 
with 
the background. It's not as though we are going to write a ground breaking 
new game using them and then publish it!! Any games we make are only 
playable by other Net Yaroze members and all the ground breaking games out 
there use 3D. 
So, how about a new set of libs that have these functions included? 
JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 
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—-MESSAGE FILE 12260 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000272 


—-MESSAGE FILE 12261 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000273 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: tiled background 

Date: Thu, 19 Mar 1998 17:14:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <6erjjj$15r1l6@chuka.playstation.co.uk> 
References: <6erdt0$lbul@emeka.playstation.co.uk> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Lewis_Evans@Playstation.sony.com wrote in message 
<6erdt0$lbul@emeka.playstation.co.uk>... 

> via smtpd (for [194.203.13.2]) with SMTP; 19 Mar 1998 15:37:46 UT 
> by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id PAA23803 

> for <news@playstation.co.uk>; Thu, 19 Mar 1998 15:37:30 GMT 

>From: Lewis_Evans@Playstation.sony.com 

>To: news@playstation.co.uk 

> 

>Yes, there are several things in the professional libs not 

>included with the Yaroze libs; but then again, many professional 
>developers ask us for extra functionality Al <-> 2999 in the libraries. 
>Basically, everyone wants everything provided as a software 

>library, but it's very hard for any set of software libraries 

>to be all things to all developers. 

> 

>I appreciate your position, but the bottom line with development 
>environments is that you often have to write something yourself 

>to achieve your specific design; I've found this true of Yaroze, 

>of PSX devkits, on PC, Mac, etc. 


Ahh, but that is not the case with the background routines! I have read 
elsewhere in a news group that Sony did not want us Net Yaroze members to 
have these two functions. The reason was not given (or I have forgotten!!) 
Also, the reference guide tells us that the background functions that do the 


extras like rotation, scaling and variable cell sizes are not supported in 
the Yaroze libs which suggests these functions do exist in the libs for 
developers. 


Sure, Sony are right in cutting down the libs for Yaroze members to make 
things simpler and in some cases to restrict what we can do to stop us from 
producing stand alone games for anyone to play. But to severely restrict us 
on the background functionality is odd. I personally would not have minded 
if they had only restricted us with a few of the features of the background 
functions like rotation and scaling or perhaps had just taken out the 
GsSortBg function and left us with the GsSortFastBg which would have let us 
use any cell size. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at http://www.coco.net.uk/johnt 


—-MESSAGE FILE 12261 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000273 
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—--MESSAGE FILE 12262 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000274 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: Thu, 19 Mar 1998 17:31:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <6erkfm$15r17@chuka.playstation.co.uk> 

References: <6eqpdd$kk31@emeka.playstation.co.uk> <6er0c4$15r15@chuka.playstation.co 
-uk> <351139AA.576C@mdx.ac.uk> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Robert Swan wrote in message <351139AA.576C@mdx.ac.uk>... 

>JohnT wrote: 

>> Why were GsSortBg and GsSortFastBg not included in the libs? I can't see 
any 

>> reason why Sony should restrict us to 16x16 cells and no special effect 
with 

>> the background. It's not as though we are going to write a ground 
breaking 

>> new game using them and then publish it!! Any games we make are only 

>> playable by other Net Yaroze members and all the ground breaking games 
out 

>> there use 3D. 

> 

>Darn, that means that all my 2d work had best go in the bin :) 


Whoops!! Sorry to offend ;) But you must agree that you hardly see any new 
2D only games on the market. They are even taking existing 2D games and 
giving them the 3D workover, like Bomber Man or Frogger. 


>Having said that, Im working on a rotatable scrolling background, but I 
>dont think its gonna be worth it. I mean, drawing about 300 sprites, 
>then rotating them isnt going to be too fast (probably nearly one frame) 


When I finish my current project I plan to take a look at the available 
replacement background routines to see which one works the best. Maybe you 
will have your ones finished by then. 


>As to limits on 16x16 cells, I wouldnt have thought that was much of a 
>problem. You dont want your cells too big or too small, and 16 is pretty 
>standard. 


Not a problem for what I am using the background routines for. I originally 
designed by current game project for the Atari ST and the STOS games 
programming environment. So my game layout is on a 16x16 grid anyway. I 
agree that 16x16 is pretty standard which is no doubt why Sony used that 
size! But in some cases it would be nice to use a different sized cell. 
Though I could, given the GsSortBg function, have increased the size of my 
grid and only display a portion of the game area on screen at a time so 
allowing more detail in the cells making it look better!! 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at http://www.coco.net.uk/johnt 


-—-MESSAGE FILE 12262 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000274 


——MESSAGE FILE 12263 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000275 
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Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Yaroze libs (was tiled background) 

Date: Thu, 19 Mar 1998 18:11:56 +0000 
Organization: The Hex Heroes 

Lines: 15 

Message-ID: <35115FEC.72DE@writeme.com> 
References: <6erdt0$lbul@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-029.publab.ed.ac.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.03 (Win95; I) 


Lewis_Evans@Playstation.sony.com wrote: 


I appreciate your position, but the bottom line with development 
environments is that you often have to write something yourself 
to achieve your specific design; I've found this true of Yaroze, 
of PSX devkits, on PC, Mac, etc. 


X: N AZ N 


Isn't there something in the Net Yaroze conditions about not 
reverse-engineering the provided materials? 


Even if someone were 'naughty enough' to do that, their production 
presumably wouldn't qualify as using only the Yaroze Libs and hence 
wouldn't have qualified for the Edge competition and Fame Game? 


James (curious). 
--MESSAGE FILE 12263 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000275 


——MESSAGE FILE 12264 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000276 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: VSync return values 

Date: Thu, 19 Mar 1998 18:56:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6erpi5$15r19@chuka.playstation.co.uk> 
NNTP-Posting-Host: ael76.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Help, something weird is happening... 


I've hacked together a 3D starfield, and the first method of drawing the 
stars I used (using a GsSortLine to draw a line of one pixel's length) was a 
bit slow, so I tried using a buffer in main RAM, drawing all the stars into 
that, and then using LoadImage to shove it all into the current display 
buffer. 


This seems to work fine except for one thing. At the top of the screen I'm 
using the built-in font to print the number of frames elapsed, the number of 
lines since the last VSync, and the maximum number of lines since VSync that 
has so far occurred. Occasionally, the text seems to glitch for one frame, 
and the maximum number of lines leaps to some huge figure, like 30000 lines! 
The stars don't seem to be affected by this at all. 


Any ideas as to what's causing this? 


Mark Wilson 


—-MESSAGE FILE 12264 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000276 


—--MESSAGE FILE 12265 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000277 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Yaroze libs (was tiled background) 

Date: Wed, 18 Mar 1998 19:10:55 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 25 

Message-ID: <35101C3F.6180B08F@codeworks.demon.co.uk> 

References: <6erdt0$lbul@emeka.playstation.co.uk> <35115FEC.72DE@writeme.com> 
NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


James, 


Intriguing as it is, I wonder how we stand if we use the non-documented 
documented stuff found on the net. For example hitting the gpu & spu 
directly. Since we didn't disassemble it ourselves, I guess we're not 
breaking the agreement, mearly skirting around it a bit.. 


Obviously this would not qualify for competitions such as the edge one. 


Incidentally I was very impressed by the quality of all the entries in 
the Edge competition and believe its done a great deal for the Yaroze 
scene. I hope it's not just a one off, as I really enjoyed competing. 


Jim 
James Rutherford wrote: 


Isn't there something in the Net Yaroze conditions about not 
reverse-engineering the provided materials? 


Even if someone were ‘naughty enough' to do that, their production 
presumably wouldn't qualify as using only the Yaroze Libs and hence 
wouldn't have qualified for the Edge competition and Fame Game? 


VVVVVVVVV 


James (curious). 
—-MESSAGE FILE 12265 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000277 


—--MESSAGE FILE 12266 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000278 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Yaroze libs (was tiled background) 

Date: 20 Mar 1998 14:33:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <01bd540d$cfe45e40$85d449c2@Angelal.intelligent-—group.com> 

References: <6erdt0Slbul@emeka.playstation.co.uk> <35115FEC.72DE@writeme.com> <35101 
C3F.6180B08F@codeworks.demon.co.uk> 

NNTP-Posting-Host: 1133.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jim <jim@codeworks.demon.co.uk> wrote in article 
<35101C3F.6180B08F@codeworks.demon.co.uk>... 
> James, 


Intriguing as it is, I wonder how we stand if we use the non-documented 
documented stuff found on the net. For example hitting the gpu & spu 
directly. Since we didn't disassemble it ourselves, I guess we're not 
breaking the agreement, mearly skirting around it a bit.. 


Obviously this would not qualify for competitions such as the edge one. 


VVVVVVVV 
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> Incidentally I was very impressed by the quality of all the entries in 
> the Edge competition and believe its done a great deal for the Yaroze 
> scene. I hope it's not just a one off, as I really enjoyed competing. 
> 
> 


Jim 


You don't really need to in this instance. If you generate a rotated (ie. 
not a Fast) sprite, 

the primitive it creates in the final instance is the same as the one 
created by a texture 

mapped poly (the performance hit between the two is tiny). You can get the 
same effect 

as a variable sized background using TMD manipulation (there's no major 
differance in 

performance if you're gonna rotate the tile anyway). 


Hint: 
Useful max tile sizes are 32*32 (16bit), 64*32 (8bit) and 128*32 (4bit). 


Craig. 
-—-MESSAGE FILE 12266 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000278 


—-MESSAGE FILE 12267 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000279 

Path: chuka.playstation.co.uk!news 

From: Aubrey <aubrey.murray@which.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: transparency 

Date: Sat, 21 Mar 1998 14:29:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3513CEDE.60F@which.net> 

Reply-To: aubrey.murray@which.net 
NNTP-Posting-Host: p42-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-Mozilla (Win95; 1) 


Here's the story, Igot a background , and I've nicked one of the 
charectors from mascot2.tim, ive tried every thing to display this 
sprite with the black background transparent. COuld any one tell me the 
procedure for this. 

Լ would be most grateful 


Aubrey Murray 

aubreymurray@which.net 

—-MESSAGE FILE 12267 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000279 


——MESSAGE FILE 12268 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000280 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: transparency 

Date: Sat, 21 Mar 1998 19:36:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6f14v3Sflo3@chuka.playstation.co.uk> 
References: <3513CEDE.60F@which.net> 
NNTP-Posting-Host: userl629.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


If your using "timutil", click the box 
that contains the words 'black' and 
"transparent' near each other ;) 

I know I'm sounding a bit sarky, but 
never fear. It took me over an hour to 


Net Yaroze newsgroups message dump.txt Page 8117 
suss that one ! :) 
Steve the div. 


Aubrey wrote in message 
<3513CEDE.60F@which.net>... 

>Here's the story, Igot a background , 
and I've nicked one of the 

>charectors from mascot2.tim, ive tried 
every thing to display this 

>sprite with the black background 
transparent. COuld any one tell me the 
>procedure for this. 

>I would be most grateful 

> 

>Aubrey Murray 

>aubreymurray@which.net 


—-MESSAGE FILE 12268 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000280 


——MESSAGE FILE 12269 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000281 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: bright sprite, I dont want a fight, not tonight, I just want to get it righ 
t, can someone shed some light ? 

Date: Sat, 21 Mar 1998 19:42:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6f159hS$Sf1lo04@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl629.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


You know the 'r' 'g' and 'b' members of 
GSSPRITE ? Well.... 


I'm changing them whilst the sprite 
is ‘in transit' but nothings happening 
to the brightness. 


I'm not using 'fast' sprite sorting, 
although I'm guessing it wouldn't make 
much difference anyway. 


Many thanks in advance 


Steve 


—-MESSAGE FILE 12269 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000281 


—--MESSAGE FILE 12270 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000282 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sat, 21 Mar 1998 19:56:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6f15rp$floS@chuka.playstation.co.uk> 

References: <6f159hSflo4@chuka.playstation.co.uk> 
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NNTP-Posting-Host: ao065.du.pipex.com 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


> I'm changing them whilst the sprite 

>is 'in transit" but nothings happening 

>to the brightness. 

> 

Is the brightness mode turned on in the attribute member of GSSPRITE? 


Mark 


—-MESSAGE FILE 12270 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000282 


——MESSAGE FILE 12271 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000283 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sat, 21 Mar 1998 20:04:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6f16i5Sflo6@chuka.playstation.co.uk> 

References: <6f159hS$flo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: userl629.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello Mark, 
It was on. I tried turning it off, 
but made no difference at all ; ( 


Cheers 


Steve 


Mark Wilson wrote in message 
<6f15rp$flo5@chuka.playstation.co.uk>... 
>> I'm changing them whilst the 
sprite 

>>is 'in transit' but nothings happening 
>>to the brightness. 

>> 

>Is the brightness mode turned on in the 
attribute member of GSSPRITE? 

> 

>Mark 

> 

> 


—-MESSAGE FILE 12271 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000283 


--MESSAGE FILE 12272 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000284 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sat, 21 Mar 1998 20:15:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6f1l6u7Sflo7@chuka.playstation.co.uk> 
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References: <6f159hS$flo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
uk> <6f16i5Sflo6@chuka.playstation.co.uk> 

NNTP-Posting-Host: ao065.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Steve Dunn wrote in message <6f16i5Sflo6@chuka.playstation.co.uk>... 
>Hello Mark, 


> It was on. I tried turning it off, 

>but made no difference at all ; ( 

> 

Just checking the obvious... You could try getting a 50% cut in brightness 


by turning the sprite off every other frame ;-) Or a 100% cut by.. oh, you 
get the idea. 


Mark 


—-MESSAGE FILE 12272 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000284 


—--MESSAGE FILE 12273 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000285 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sun, 22 Mar 1998 01:56:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6flr5uSflo8@chuka.playstation.co.uk> 

References: <6f159hS$flo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
uk> <6f16i5Sflo6@chuka.playstation.co.uk> <6f1l6u7Sflo7@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl897.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Get the idea, 

Although it would be nicer to have 
more control. I was thinking that I 
might need to reset the tpage after. 
Thats the only thing that gets done 
after originally setting the brightness. 


Steve 


> 

>Steve Dunn wrote in message 
<6£16i5S$flo6é@chuka.playstation.co.uk>... 
>>Hello Mark, 

>> It was on. I tried turning it 
off, 

>>but made no difference at all ; ( 

>> 

> 

> 

>Just checking the obvious... You could 
try getting a 50% cut in brightness 

>by turning the sprite off every other 
frame :-) Or a 100% cut by.. oh, you 
>get the idea. 

> 

>Mark 

> 

> 


—-MESSAGE FILE 12273 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000285 


——MESSAGE FILE 12274 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000286 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sun, 22 Mar 1998 11:55:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6f2u0m$flol1l@chuka.playstation.co.uk> 

References: <6f159hSf1lo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
uk> <6f16i5S$flo6é@chuka.playstation.co.uk> <éfl6u7$flo7@chuka.playstation.co.uk> <6f1 
r5uSflo8@chuka.playstation.co.uk> 

NNTP-Posting-Host: ap1l76.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Get the idea, 
> Although it would be nicer to have 
>more control. I was thinking that I 
>might need to reset the tpage after. 
>Thats the only thing that gets done 
>after originally setting the brightness. 
> 
>Steve 
Hmm... I think my irony circuits may have been on the blink last night, I 
was joking about the turning the sprite off every other frame! 


I've just had a quick test and changing the r, g and b members does seem to 
work. What colour mode are you using? 


Mark 


--MESSAGE FILE 12274 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000286 


——MESSAGE FILE 12275 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000287 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sun, 22 Mar 1998 12:56:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6f3lqs$flol2@chuka.playstation.co.uk> 

References: <6f159hS$f1lo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
uk> <6f16i5S$Sflo6é@chuka.playstation.co.uk> <é6fl6u7$flo7@chuka.playstation.co.uk> <6f1 
r5u$flo8@chuka.playstation.co.uk> <6f2u0m$f1loll@chuka.playstation.co.uk> 
NNTP-Posting-Host: user1589.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Are you changing the brightness 'after' 
displaying the sprite ? I too can 
change the brightness 'before' showing 
the sprite, it's just that nothing 
happens 'after' displaying the sprite. 
I'm using 8bit clut texture 


Cheers 
Steve 


> 
>>Get the idea, 
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>> Although it would be nicer to have 
>>more control. I was thinking that I 
>>might need to reset the tpage after. 
>>Thats the only thing that gets done 
>>after originally setting the 


brightness. 

>> 

>>Steve 

> Hmm... I think my irony circuits may 


have been on the blink last night, I 
>was joking about the turning the sprite 
off every other frame! 

> 

>I've just had a quick test and changing 
the r, g and b members does seem to 
>work. What colour mode are you using? 

> 

>Mark 

> 

> 


—-MESSAGE FILE 12275 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000287 


--MESSAGE FILE 12276 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000288 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 

right, can someone shed some light ? 

Date: Sun, 22 Mar 1998 15:36:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6f3avr$flol3@chuka.playstation.co.uk> 

References: <6f159hSflo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
սք» <6f16i5Sflo6é@chuka.playstation.co.uk> <éfl6u7$flo7@chuka.playstation.co.uk> <6f1 
r5u$flo8@chuka.playstation.co.uk> <6f2u0m$floll@chuka.playstation.co.uk> <6f3lqs$flo 
12@chuka.playstation.co.uk> 

NNTP-Posting-Host: ai211.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Are you changing the brightness ‘'after' 
>displaying the sprite ? I too can 
>change the brightness 'before' showing 
>the sprite, it's just that nothing 
>happens 'after' displaying the sprite. 
>I'm using 8bit clut texture 


Changing the sprite parameters won't have any effect after the sprite has 
been sorted into the ordering table. By "displaying" do mean the 
GsSortSprite or the GsDrawOT? 


Mark 


—-MESSAGE FILE 12276 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000288 


—-MESSAGE FILE 12277 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000289 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 
right, can someone shed some light ? 

Date: Sun, 22 Mar 1998 16:50:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 35 

Message-ID: <6f3fi4$f1014@chuka.playstation.co.uk> 

References: <6f159hS$flo4@chuka.playstation.co.uk> <6f1l5rp$flo5@chuka.playstation.co. 
սք» <6f16i5S$flo6é@chuka.playstation.co.uk> <é6éfl6u7$flo7@chuka.playstation.co.uk> <6f1 
r5uSflo8@chuka.playstation.co.uk> <6f2u0m$floll@chuka.playstation.co.uk> ՀՇքՅԼզտտք16 
12@chuka.playstation.co.uk> <6f3avr$flol3@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm191.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> 

>Changing the sprite parameters won't 

have any effect after the sprite has 

>been sorted into the ordering table. 
Thats a shame. 


>By "displaying" do mean the 
>GsSortSprite or the GsDrawOT? 
> 

Yes, either that of GsSortFastSprite. 


Steve 


>>Are you changing the brightness 
‘after' 

>>displaying the sprite ? I too can 
>>change the brightness 'before' showing 
>>the sprite, it's just that nothing 
>>happens 'after' displaying the sprite. 
>>I'm using 8bit clut texture 

> 

> 

>Changing the sprite parameters won't 
have any effect after the sprite has 
>been sorted into the ordering table. By 
"displaying" do mean the 

>GsSortSprite or the GsDrawOT? 

> 

>Mark 

> 

> 


—-MESSAGE FILE 12277 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000289 


——MESSAGE FILE 12278 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000290 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 

right, can someone shed some light ? 

Date: Mon, 23 Mar 1998 12:22:19 +0000 

Organization: Intelligent Research 

Lines: 56 

Message-ID: <351653FB.BDF51E2F@intelligent-—group.com> 

References: <6f159hS$flo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
սք» <6f16i5Sflo6é@chuka.playstation.co.uk> <é6éfl6u7$flo7@chuka.playstation.co.uk> <6f1 
r5uSflo8@chuka.playstation.co.uk> <6f2u0m$floll@chuka.playstation.co.uk> <6f3lqsS$flo 
12@chuka.playstation.co.uk> <6f3avr$flol3@chuka.playstation.co.uk> <6f3fi4$f1014@chu 
ka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Sanity check here Steve.... 
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A "Sprite" isn't a sprite in the way you're thinking of it at all. 
When you call GsSortSprite() it puts the equivalent of MovelImage () 
instruction into the GPU packet buffer (and a ref to it in the OT). 
Once the instruction is generated 

anything you do the the GsSPRITE struture will have no impact on 

the "sprite" that gets displayed - because it's not really a sprite 
(a true sprite is an independant entity overlayed on the video plane 
by the hardware, which is what's confusing you here). 


It's useful really, ‘coz it means you can re-cycle the same GsSSPRITE 
structure several times (eg. if you're doing a font driver, make sure 
all 

the characters fit onto one texture page and just keep changing the 
texture UV's and sorting the same sprite over and over to display a 
string). 


Craig. 
Steve Dunn wrote: 


> 

>Changing the sprite parameters won't 

have any effect after the sprite has 

>been sorted into the ordering table. 
Thats a shame. 


>By "displaying" do mean the 
>GsSortSprite or the GsDrawOT? 
> 


Yes, either that of GsSortFastSprite. 
Steve 


>>Are you changing the brightness 
after 

>>displaying the sprite ? I too can 
>>change the brightness 'before' showing 
>>the sprite, it's just that nothing 
>>happens 'after' displaying the sprite. 
>>I'm using 8bit clut texture 

> 

> 

>Changing the sprite parameters won't 
have any effect after the sprite has 
>been sorted into the ordering table. By 
"displaying" do mean the 

>GsSortSprite or the GsDrawOT? 

> 

>Mark 

> 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV ՎՊ 


—-MESSAGE FILE 12278 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000290 


——MESSAGE FILE 12279 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000291 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: VSync return values 

Date: Mon, 23 Mar 1998 18:10:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <3516A5AE.F616B460@ndirect.co.uk> 
References: <6erpi5$15r19@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-26.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 
To: Mark Wilson <m.wilson@dial.pipex.com> 


I have also noticed spurious values from VSync() so you're not alone... 
Can't help though sorry. An answer would be nice but I can live with it. 


Alex 


—-MESSAGE FILE 12279 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000291 


—-MESSAGE FILE 12280 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000292 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: bright sprite, I dont want a fight, not tonight, I just want to get it 

right, can someone shed some light ? 

Date: Mon, 23 Mar 1998 15:46:31 -0800 

Organization: Cisco Systems 

Lines: 28 

Message-ID: <3516F457.59F2FCEE@netmagic.net> 

References: <6f159hS$flo4@chuka.playstation.co.uk> <6f15rp$flo5@chuka.playstation.co. 
uk> <6f16i5Sflo6@chuka.playstation.co.uk> <é6fl6u7$flo7@chuka.playstation.co.uk> <6f1 
r5u$flo8@chuka.playstation.co.uk> <6f2u0m$floll@chuka.playstation.co.uk> ՀՇքՅԼզտտք16 
12@chuka.playstation.co.uk> <6f3avr$flol3@chuka.playstation.co.uk> <6f3fi4$f10l4@chu 
ka.playstation.co.uk> <351653FB.BDF51E2F@intelligent-—group.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Craig Graham wrote: 
eae] 
A "Sprite" isn't a sprite in the way you're thinking of it at all. 


> 
> When you call GsSortSprite() it puts the equivalent of MovelImage() 
> instruction into the GPU packet buffer (and a ref to it in the OT). 
> Once the instruction is generated 
> anything you do the the GsSSPRITE struture will have no impact on 
> the "sprite" that gets displayed - because it's not really a sprite 
> (a true sprite is an independant entity overlayed on the video plane 
> by the hardware, which is what's confusing you here). 

[tied 
> Craig. 


լ...) 


Yup, that's right on the spot. The GSSPRITE structure is like a 
template for the data and the GsSort*() routines allocate a copy 
of that structure in your ordering table. 


If you plan to change RGB values a lot, what you might want to do is 
create a function wrapper around GsSortSprite()/GsSortFastSprite () 
e.g. AddMySprite(ordertbl,sprite,r,g,b)) to add a thin layer of 
abstraction. That way you just call AddMySprite() with your RGB 
values and it will adjust the GsSPRITE members and add the sprite 

to the proper ordering table... 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12280 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000292 


——MESSAGE FILE 12281 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000293 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
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scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Tue, 24 Mar 1998 13:56:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <6f8e40Sf1021@chuka.playstation.co.uk> 

References: <6edsooS$dud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm441.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:363 scea.yaroze.pr 
ogramming.3d_graphics:221 scee.yaroze.programming.2d_graphics:293 scee.yaroze.progra 
mming.3d_graphics:506 


What a response. I've sorted through 
the millions of pleas that have been 
flooding in daily since I posted this, 
but unfortuanatly, no-one was up to the 
standard required. So, don't be 
disheartened, YOUR chance still exists 
for this one in a daytime opportunity. 


Steve 


>I'm looking for someone with a tad more 
>artistic flare than myself to do some 
3D 

>graphics for my soon to arrive little 
>game demo. 

> 
>The game is a 90's version of that all 
>time favourite(mine anyway) Q*Bert. 
>It's (as usual) all 3D, with absolutely 
>huge levels. It's a l or two player 
>game, with additions such as laying 
>bombs on cubes to corner your opponent, 
>special 'cubes' that either rotate (so 
>they can only be jumped on once), cubes 
>that rise when they're jumped on 
>enabling some inaccessible cubes to be 
>reached, cubes that lower when they're 
>jumped on, enabling Q*Bert to reach 
>lower levels, and all sort of other 


>things. 

> 

>My only problem is, the graphics are 
>crap. It took me 4 hours to get a 


>simple cube into an RSD file, and I 
>blatantly stole the 'ball' (Q*Bert) 
from 

>someone else's demo. 

> 

>What I need, if anyone would like to 
>contribute and reap the benefits of 
>everlasting stardom is; 

> 

>A Q*Bert character. This character can 
>point in any direction, and can contain 
>any amount of animation you're willing 
>to spend time doing. 

>If the limbs etc prove too time 
>consuming, a cute 'tennis ball' kind of 
>character would suffice. 

> 

>Some variations on the above character, 
>with frowns instead of smiles to 
>represent the 'baddies'. 

> 

>A nice 'Cube'. I believe the top side 
>of the cube may be textured, although 
>I'd have to see what performance impact 
>this will have. 
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> 

>Many thanks to anyone that can help. 
> 

>Your best mate. 

>Steve Dunn 

> 


VV V V 


--MESSAGE FILE 12281 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000293 


——MESSAGE FILE 12282 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000294 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: VSync return values 

Date: 30 Mar 1998 11:58:56 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 41 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fnttgSpful@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 30 Mar 1998 12:02:52 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id MAA29510 
for <news@playstation.co.uk>; Mon, 30 Mar 1998 12:02:37 +0100 (BST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Are you getting any printf messages through to the 
siocons console, eg 'GPU timeout' ? Is the whole 
program non-interactive for a few seconds 

just before the 30000 lines value appears? 


GPU timeouts cause a stall of a few seconds, and are 
caused by bad data being registered into 
the GPU work area (Gs packet area). 


If it's not that, please describe situation more fully. 


Lewis 
Help, something weird is happening... 
I've hacked together a 3D starfield, and the first method of drawing the 
stars I used (using a GsSortLine to draw a line of one pixel's length) was 
a 
bit slow, so I tried using a buffer in main RAM, drawing all the stars into 
that, and then using LoadImage to shove it all into the current display 
buffer. 
This seems to work fine except for one thing. At the top of the screen I'm 
using the built-in font to print the number of frames elapsed, the number 
of 
lines since the last VSync, and the maximum number of lines since VSync 
that 
has so far occurred. Occasionally, the text seems to glitch for one frame, 
and the maximum number of lines leaps to some huge figure, like 30000 
lines! 
The stars don't seem to be affected by this at all. 
Any ideas as to what's causing this? 
Mark Wilson 


—-MESSAGE FILE 12282 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000294 


——MESSAGE FILE 12283 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000295 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: VSync return values 

Date: Thu, 26 Mar 1998 20:45:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6foj7sS6nel4@chuka.playstation.co.uk> 

References: <6erpi5$15r19@chuka.playstation.co.uk> <3516A5AE.F616B460@ndirect.co.uk> 
NNTP-Posting-Host: ad049.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Alex Herbert wrote in message <3516A5AE.F616B460@ndirect.co.uk>... 

>I have also noticed spurious values from VSync() so you're not alone... 
>Can't help though sorry. An answer would be nice but I can live with it. 
> 

>Alex 

> 


If it was just the odd value being returned sometimes, then I'd live with it 
too, but it's the fact that it ALWAYS coincides with the glitch in the 
FntPrint text, and that I've only seen this happen in this one program, that 
makes me think there's a fault in my program, rather than in the VSync 
function. 


Mark 


—-MESSAGE FILE 12283 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000295 


——MESSAGE FILE 12284 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000296 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: VSync return values 

Date: Mon, 30 Mar 1998 18:37:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 83 

Message-ID: <6f0l143S6nel16@chuka.playstation.co.uk> 
References: <6fnttg$pful@emeka.playstation.co.uk> 
NNTP-Posting-Host: ak045.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Are you getting any printf messages through to the 
>siocons console, eg 'GPU timeout' ? Is the whole 
>program non-interactive for a few seconds 

>just before the 30000 lines value appears? 


Nope, no console messages at all. And the display doesn't freeze, the text 
just goes funny for one frame or so. 


>If it's not that, please describe situation more fully. 
Better still, here's the source, which I finally got to compile and work 
with GNU. When it was compiled with CodeWarrior it seemed to be allowing me 


to divide by zero without crashing the Yaroze... Odd. 


Thanks for the help. 
Mark 
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—-MESSAGE FILE 12284 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000296 


—-MESSAGE FILE 12285 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000297 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: tiled background 

Date: Wed, 01 Apr 1998 11:21:02 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <352206FD.69CAF71@immd9.informatik.uni-erlangen.de> 
References: <350E9D4D.4E08@telecom.at> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello Harald! 


I stumbled over the background problem also and there have been some 
threads around here, where quite a few peoples said, to use sprites 
instead. 

Thats the way I also did it. To generate the background I actually use 
three ordering tables. One table is for the scene without the backgorund, 
with 

a high z resolution, one table is for the background with a low z 
resolution, as is the ordering table for the complete scene. You could 
initialize the 

ordering tables as follows: 


GsClearOt (0,0, &ForeGround[ActiveBuffer]); 

GsClearOt (0,1, &BackGround[ActiveBuffer]); 

GsClearOt (0,0, &CompleteScene [ActiveBuffer]); 

The second parameter in the background initialization indicates, that the 
background should appear behind the foreground. 

You sort every primitive you want to draw normally into the ForeGround 
Buffer. 
In order to generate the background, you initialize a sprite for every 
different tile in advance. These sprites are then sorted into the 
Background Buffer with GsSortSprite or GsSortFastSprite, depending on the 
effects you would like to achieve. If one image tile is displayed several 
times in the background, you can use the same sprite structure and just 
change the x,y coordinates before sorting the sprite into the Background 
Buffer. 

If you have generated the background and the fore ground, you compose the 
result by sorting these tables into the Compelte Scene by 

GsSortOt (&ForeGround[ActiveBuffer], &CompleteScene [ActiveBuffer]); 
GsSortOt (&BackGround[ActiveBuffer], &CompleteScene [ActiveBuffer]); 

Finally you can draw the complete scene by 

GsDrawOt (&CompleteScene [ActiveBuffer]); 


Harald Ploch wrote: 
Hi! 
How to Լ render a tiled background. I found out that there is a GsBG 


structure (GSMAP, GsCELL) and I initialized it, but I don't know how to 
render it. I don't want to use GsSortFixBg1l6(...). 


Please Help!!!! 


Thanx, 


VVVVVVVVV VV 


Harald. 
Christoph Luerig 


—-MESSAGE FILE 12285 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000297 


——MESSAGE FILE 12286 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000298 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Transparent Color 

Date: Wed, 01 Apr 1998 13:44:40 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <352228A8.7960@telecom.at> 
NNTP-Posting-Host: LPO6PORTO1.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; I) 


Hello! 


How do I specify the color which will be transparent when I display a 
sprite ? 


Thanx 
-—-MESSAGE FILE 12286 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000298 


—-MESSAGE FILE 12287 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000299 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Transparent Color 

Date: Wed, 1 Apr 1998 12:11:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6fta2o0S6ne35@chuka.playstation.co.uk> 
References: <352228A8.7960@telecom.at> 
NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I believe it's got to be black(0,0,0), with the 'transparency for black' 
setting set in the timutil. 

To use black in the sprite use a similar color like (0,0,1) 

Think thats right anyway. Worth a try 


Steve 


Harald Ploch wrote in message <352228A8.7960@telecom.at>... 

>Hello! 

> 

>How do I specify the color which will be transparent when I display a 
>sprite ? 

> 

>Thanx 


—-MESSAGE FILE 12287 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000299 


—-MESSAGE FILE 12288 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000300 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Wed, 01 Apr 1998 14:57:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
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Message-ID: <352239C4.2AA4@telecom.at> 

References: <352228A8.7960@telecom.at> <6fta2o0S6ne35@chuka.playstation.co.uk> 
NNTP-Posting-Host: LPO2PORTO2.highway.telekom.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hi! 


So there is no way to make an arbitrary RGB value transparent ? 


Steve Dunn wrote: 


> 

> I believe it's got to be black(0,0,0), with the 'transparency for black' 
> setting set in the timutil. 

> To use black in the sprite use a similar color like (0,0,1) 

> Think thats right anyway. Worth a try 

> 

> Steve 

> 

> Harald Ploch wrote in message <352228A8.7960@telecom.at>... 

> >Hello! 

>> 

> >How do I specify the color which will be transparent when I display a 
> >sprite ? 

>> 

> >Thanx 


—-MESSAGE FILE 12288 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000300 


--MESSAGE FILE 12289 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000301 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Wed, 1 Apr 1998 13:35:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6ftf15S6ne36@chuka.playstation.co.uk> 

References: <352228A8.7960@telecom.at> <6fta2o0$6ne35@chuka.playstation.co.uk> <35223 
9C4.2AA4@telecom.at> 

NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello Harold, 
There doesn't appear to be, although I'm sure I'll soon be proved wrong 
by someone with 5,000 lines of assembler ;) 


Steve 


Harald Ploch wrote in message <352239C4.2AA4@telecom.at>... 
>Hi! 
> 
>So there is no way to make an arbitrary RGB value transparent ? 

> 

> 

>Steve Dunn wrote: 

>> 

>> I believe it's got to be black(0,0,0), with the 'transparency for black' 
>> setting set in the timutil. 

>> To use black in the sprite use a similar color like (0,0,1) 

>> Think thats right anyway. Worth a try 

>> 

>> Steve 

>> 

>> Harald Ploch wrote in message <352228A8.7960@telecom.at>... 

>> >Hello! 

>> > 
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>> >How do I specify the color which will be transparent when I display a 


>> >sprite ? 
>> > 
>> >Thanx 


—-MESSAGE FILE 12289 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000301 


——MESSAGE FILE 12290 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000302 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Transparent Color 

Date: 1 Apr 1998 13:31:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 


Message-ID: <01bd5d72$£6559260S$7£d449c2@Angelal.intelligent-—group.com> 


References: <352228A8.7960@telecom.at> <6fta20$6ne35@chuka 


-playstation.co.uk> <35223 


9C4.2AA4@telecom.at> <6ftf15$6ne36@chuka.playstation.co.uk> 


NNTP-Posting-Host: 1127.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Set it's palette entry to 0,0,0 then set it as transparent 


Craig. 


7) 


Steve Dunn <stevedunnmobile@dial.pipex.com> wrote in article 


<6ftf£15$6ne36@chuka.playstation.co.uk>... 
> Hello Harold, 


> There doesn't appear to be, although I'm sure I'll soon be proved 


wrong 
by someone with 5,000 lines of assembler ;) 


Steve 
Harald Ploch wrote in message <352239C4.2AA4@telecom.at> 


>Hi! 
> 


= 
> 


>Steve Dunn wrote: 
>> 


lack' 
>> setting set in the timutil. 


>> Think thats right anyway. Worth a try 
>> 

>> Steve 

>> 


>> >Hello! 

>> > 

>> >How do I specify the color which will be transparent 
>> >sprite ? 

>> > 

>> >Thanx 


VVVVVVVVVVVVVV VV OVVV VV VV VV VV VV 


>So there is no way to make an arbitrary RGB value transparent ? 


>> I believe it's got to be black(0,0,0), with the 'transparency for 


>> To use black in the sprite use a similar color like (0,0,1) 


>> Harald Ploch wrote in message <352228A8.7960@telecom.at>... 


when I display a 


—-MESSAGE FILE 12290 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000302 


—-MESSAGE FILE 12291 START: net-yaroze-usenet/00000001-SCEI 
002d_graphics/00000303 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 


E/yaroze/programming/00000 
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Subject: Re: Transparent Color 

Date: Wed, 1 Apr 1998 13:52:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6ftfvvS6ne37@chuka.playstation.co.uk> 

References: <352228A8.7960@telecom.at> <6fta20S6éne35@chuka.playstation.co.uk> <35223 
9C4.2AA4@telecom.at> 

NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I think you can set it's palette entry to 0,0,0 then set it as transparent ! 
; D 
, 


Craig. erm.. I mean "Steve". 


Harald Ploch wrote in message <352239C4.2AA4@telecom.at>... 
>Hi! 
> 
>So there is no way to make an arbitrary RGB value transparent ? 

> 

> 

>Steve Dunn wrote: 

>> 

>> I believe it's got to be black(0,0,0), with the 'transparency for black' 
>> setting set in the timutil. 

>> To use black in the sprite use a similar color like (0,0,1) 

>> Think thats right anyway. Worth a try 

>> 

>> Steve 

>> 

>> Harald Ploch wrote in message <352228A8.7960@telecom.at>... 

>> >Hello! 

>> > 

>> >How do I specify the color which will be transparent when I display a 
>> >sprite ? 

>> > 

>> >Thanx 


—-MESSAGE FILE 12291 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000303 


——MESSAGE FILE 12292 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000304 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Wed, 01 Apr 1998 22:37:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3522c063.1836873@news.playstation.co.uk> 

References: <352228A8.7960@telecom.at> <6fta20$6ne35@chuka.playstation.co.uk> <35223 
9C4.2AA4@telecom.at> <6ftfvv$6ne37@chuka.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup16.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 1 Apr 1998 13:52:25 -0000, "Steve Dunn" 
<stevedunnmobile@dial.pipex.com> wrote: 


>I think you can set it's palette entry to 0,0,0 then set it as transparent ! 


From what I can gather, seeing as the rgb colours are 15-bit then 
having a colour index with value 0,0,1, will get treated as black and 
therefore tracnsparent with a sprite. With five bits per primary 
colour, there are only 32 possible hues, so for a different colour you 
have to go up in steps of 8, not 1 (me thinks), meaning for a near 
black to be treated as solid, the darkest colour would have to be 
something like 0,0,8. 
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A question - every pixel in a tim image has a STP bit which I assume 
you can switch on and off to make certain parts of the image 
transparent or opaque (I remember reading somewhere of a util to allow 
a mask to be imported to use this) so if a pixels 16th bit is for STP, 
does that mean that the 16th bit in clut is used to setting an index 
to act as solid/completely transparent? I only ask because I could 
believe timutil would use black as a transparent colour for ease of 
use, but technically you could have a 'proper' black that was opaque, 
and anther black in the clut to be completely transparent. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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-—-MESSAGE FILE 12292 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000304 


——MESSAGE FILE 12293 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000305 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Wed, 01 Apr 1998 14:32:32 -0800 

Organization: Cisco Systems 

Lines: 25 

Message-ID: <3522C080.5D7B86C0@netmagic.net> 

References: <352228A8.7960@telecom.at> <6fta20S6ne35@chuka.playstation.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Also, be careful when you reduce your palette from TrueColor to 8-bit or 
4-bit color when using an adaptive palette method. Sometimes, there is 
no true black (RGB=00,00,00) even though there may be a really dark 
color in there (e.g. RGB=08,10,03)... 


Steve Dunn wrote: 


> 

> I believe it's got to be black(0,0,0), with the 'transparency for black' 
> setting set in the timutil. 

> To use black in the sprite use a similar color like (0,0,1) 

> Think thats right anyway. Worth a try 

> 

> Steve 

> 

> Harald Ploch wrote in message <352228A8.7960@telecom.at>... 

> >Hello! 

>> 

> >How do I specify the color which will be transparent when I display a 
> >sprite ? 

>> 

> >Thanx 

- Թ) 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 12293 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000305 


—-MESSAGE FILE 12294 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000306 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Wed, 01 Apr 1998 22:49:34 -0800 

Organization: SCEA News Server 

Lines: 25 
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Message-ID: <352334FE.FC6B6364@sinclair.net> 

References: <352228A8.7960@telecom.at> <6fta20S6ne35@chuka.playstation.co.uk> <35223 
9C4.2AA4@telecom.at> <6ftfvvS$6ne37@chuka.playstation.co.uk> <3522c063.1836873@news.p 
laystation.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


On Wed, 1 Apr 1998 13:52:25 -0000, "Steve Dunn" 
<stevedunnmobile@dial.pipex.com> wrote: 


>I think you can set it's palette entry to 0,0,0 then set it as transparent ! 


From what I can gather, seeing as the rgb colours are 15-bit then 
having a colour index with value 0,0,1, will get treated as black and 
therefore tracnsparent with a sprite. With five bits per primary 
colour, there are only 32 possible hues 


VVVVVVVV VV 


No, 0,0,0, is always the only true transparent black. 15 bit color just 
means 5 bits per value, meaning you have a range of 0..31 for each R,G,B 
rather than 0..63. You don't have to figure out how to change your 
16-bits into 15 unless you are creating the pixel in memory by hand by 
setting its single 16-bit value. Thus, 0,0,1 would be a non-transparent 
black. 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 12294 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000306 


--MESSAGE FILE 12295 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000307 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: 2 Apr 1998 08:08:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <0Olbd5e0f£$296d6£00$83d449c2@Angelal.intelligent-—group.com> 

References: <352228A8.7960@telecom.at> <6fta2o0S6ne35@chuka.playstation.co.uk> <3522C 
080.5D7B86C0@netmagic.net> 

NNTP-Posting-Host: 1131.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Did Sony not make the "Semitrans" utility available to the Yaroze folks? 
I've got it, but I'm not sure if it came from the SCEE Developer Support 
site or from the Yaroze stuff. 


It's only a dinky little windows app that lets you edit palette settings 
and set / clear the STP bits (and check semi/full transparency) ina 
TIM. 


Would anyone at SCEE like to jog my memory? 
Craig @ Intelligent Research 


Elliott Lee <tenchi@netmagic.net> wrote in article 
<3522C080.5D/7B86C0@netmagic.net>... 

> Also, be careful when you reduce your palette from TrueColor to 8-bit or 
4-bit color when using an adaptive palette method. Sometimes, there is 
no true black (RGB=00,00,00) even though there may be a really dark 
color in there (e.g. RGB=08,10,03)... 


> 
> 
> 
> 
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> Steve Dunn wrote: 

>> 

> > I believe it's got to be black(0,0,0), with the 'transparency for 
black' 

> setting set in the timutil. 


tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


> 

> > To use black in the sprite use a similar color like (0,0,1) 
> > Think thats right anyway. Worth a try 

>> 

> > Steve 

>> 

> > Harald Ploch wrote in message <352228A8.7960@telecom.at>... 
> > >Hello! 

>>> 

> > >How do I specify the color which will be transparent when I display a 
> > >sprite ? 

>>> 

> > >Thanx 

> 

>-e! 

> 

> 

> 


—-MESSAGE FILE 12295 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000307 


——MESSAGE FILE 12296 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000308 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Thu, 2 Apr 1998 09:24:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <6fvhogqS6ne41@chuka.playstation.co.uk> 

References: <352228A8.7960@telecom.at> <6fta2o0S6ne35@chuka.playstation.co.uk> <3522C 
080.5D7B86C0@netmagic.net> <01lbd5e0f$296d6f00$83d449c2@Angelal.intelligent-—group.com 
> 

NNTP-Posting-Host: userm029.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Did Sony not make the "Semitrans" 
utility available to the Yaroze folks? 


no ! 
(does that mean my original post was 
correct ?! 3D :) 


>Craig @ Intelligent Research 
Steve 'Yaroze' Dunn 


>Did Sony not make the "Semitrans" 
utility available to the Yaroze folks? 
>I've got it, but I'm not sure if it 
came from the SCEE Developer Support 
>site or from the Yaroze stuff. 

> 
>It's only a dinky little windows app 
that lets you edit palette settings 

>and set / clear the STP bits (and check 
semi/full transparency) ina 

>TIM. 

> 

>Would anyone at SCEE like to jog my 
memory? 

> 

>Craig @ Intelligent Research 

> 

>Elliott Lee <tenchi@netmagic.net> wrote 
in article 
><3522C080.5D7B86C0@netmagic.net>... 
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>> Also, be careful when you reduce your 
palette from TrueColor to 8-bit or 

>> 4-bit color when using an adaptive 
palette method. Sometimes, there is 

>> no true black (RGB=00,00,00) even 
though there may be a really dark 

>> color in there (e.g. RGB=08,10,03)... 
>> 

>> Steve Dunn wrote: 

>> > 

>> > I believe it's got to be 
black(0,0,0), with the 'transparency for 
>black' 

>> > setting set in the timutil. 

>> > To use black in the sprite use a 
similar color like (0,0,1) 

>> > Think thats right anyway. Worth a 
try 

>> > 

>> > Steve 

>> > 

>> > Harald Ploch wrote in message 
<352228A8.7960@telecom.at>... 

>> > >Hello! 

>> > > 

>> > >How do I specify the color which 
will be transparent when I display a 

>> > >sprite ? 


>> > > 

>> > >Thanx 

>> 

>> - e! 

>> tenchi@netmagic.net 

>> 
http://www.netmagic.net/~tenchi/yaroze/ 
>> 


—-MESSAGE FILE 12296 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000308 


——MESSAGE FILE 12297 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000309 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Thu, 02 Apr 1998 17:42:06 -0800 

Organization: Cisco Systems 

Lines: 19 

Message-ID: <35243E6E.1C458D2F@netmagic.net> 

References: <352228A8.7960@telecom.at> <6fta2o0S6ne35@chuka.playstation.co.uk> <3522C 
080.5D7B86C0@netmagic.net> <01lbd5e0f$296d6f00$83d449c2@Angelal.intelligent-—group.com 
> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


Craig Graham wrote: 

> 

> Did Sony not make the "Semitrans" utility available to the Yaroze folks? 
> I've got it, but I'm not sure if it came from the SCEE Developer Support 
> site or from the Yaroze stuff. 


Էւ) 


Nope. Yaroze members don't get that. We use TIMUtil which has 
a few checkboxes for converting bitmaps to TIMs and setting the 
semi-trans bit. Too bad there wasn't like a Photoshop plug in 
that would let you toggle the transparency bits as a Mask or 
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something. :) 


> Craig @ Intelligent Research 
Էջում 


- Թ) 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 12297 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000309 


—--MESSAGE FILE 12298 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000310 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Michael Hough <mhough@stanford.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Fri, 03 Apr 1998 00:11:21 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <35246F79.57A2@stanford.edu> 

References: <352228A8.7960@telecom.at> <6fta2o0S6ne35@chuka.playstation.co.uk> <3522C 
080.5D7B86C0@netmagic.net> <01lbd5e0f$296d6f00$83d449c2@Angelal.intelligent-—group.com 
> <35243E6E.1C458D2F@netmagic.net> 

NNTP-Posting-Host: 207-172-113-251.s251.tnt5.ann.erols.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01KIT (Win95; Ս) 


Elliott Lee wrote: 


Craig Graham wrote: 


v 


Did Sony not make the "Semitrans" utility available to the Yaroze folks? 
I've got it, but I'm not sure if it came from the SCEE Developer Support 
site or from the Yaroze stuff. 


[evel 


Vv v v 


> 

> 

> 

> 

> 

> 

> 

> 

> Nope. Yaroze members don't get that. We use TIMUtil which has 
> a few checkboxes for converting bitmaps to TIMs and setting the 
> semi-trans bit. Too bad there wasn't like a Photoshop plug in 
> that would let you toggle the transparency bits as a Mask or 

> something. :) 

> 
> 
> 
> 
> 
> 
> 


> Craig @ Intelligent Research 
EES 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


Do people not use TIMTool? It lets you tweak STP bits in your CLUTs 
and use masks for your 16-bit TIMs (though I've never tried this; 16 
bits is too extravagant for my taste) and it's also delightfully 
graphical. 


I almost swear by it, so if it's got some horrible taint, let me 
know... 


mike 
—-MESSAGE FILE 12298 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000310 


——MESSAGE FILE 12299 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000311 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent Color 

Date: Fri, 03 Apr 1998 20:34:26 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <352539C1.9C8119A@ndirect.co.uk> 
References: <352228A8.7960@telecom.at> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-22.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Harald Ploch <harald.ploch@telecom.at> 


Right, this is how I beleive tranparency works. 


If the semi-trans bit in the attribute for sprites etc is off, then 
transparency works as follows: 

If the transparency bit is set in the CLUT or 16-bit image, then it is 
totally transparent without hue. Otherwise it is solid. (Best used with 
the Transparent for Black in TimUtil.) 


If the semi-trans bit in the attribute is on, then transparency works as 
follows: 

If the trans bit in the CLUT is set, then it will be semi-transparent. 
(See the transparency modes for the attribute as there are 4 different 
ways semi-trans can be processed, i.e. additive, subtractive, average 
etc.) If not then it will be solid. Obviously, semi-trans black is the 
same as totally transparent. (Use Transparent Except Black in TimUtil to 
set the tranparency bit for all other colours.) 


I have not tried combining solid and semi-tranparent colours in sprites 
yet as TimUtil doesn't let you set this for indiviual colours. However, 
it should be quite easy to experiment by setting the 16th bit in 
individual colours of the CLUT in your code. But I have sprites with all 
colours semi-transparent by setting both Trans options in TimUtil. Works 
a treat for lighting effects/explosions, especially when combined with 
tweaked r,g,b values to change colours or to fade. 


Hope this helps... 


Alex Herbert 


Harald Ploch wrote: 


Hello! 


How do I specify the color which will be transparent when I display a 
sprite ? 


Thanx 


Page 


8138 


—-MESSAGE FILE 12299 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000311 


——MESSAGE FILE 12300 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000312 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Rotation property of sprites 

Date: Mon, 06 Apr 1998 20:28:16 GMT 

Organization: Not very. Pretty unorganised in fact. 
Lines: 12 

Message-ID: <352a3987.6501481@www.netyaroze-europe. com> 
NNTP-Posting-Host: lunarl.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.451 
Hi, 


When I use the rotation property of a sprite, should I limit it to 360 
degree's (ie 360 * 4096) and then flip it back to 0? 


I ask because when I set a sprites rotation to MAX_LONG and then tried 
to rotate it 1 unit more, it seemed to cause the yaroze to crash. 


bye... 
Dave 


-—-MESSAGE FILE 12300 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000312 


——MESSAGE FILE 12301 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000313 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Rotation property of sprites 

Date: Tue, 7 Apr 1998 10:03:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6gcprfSp8n4@chuka.playstation.co.uk> 
References: <352a3987.6501481@www.netyaroze-europe.com> 
NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


David Wagner wrote in message <352a3987.6501481@www.netyaroze-europe.com>... 
>Hi, 

> 

>When I use the rotation property of a sprite, should I limit it to 360 
>degree's (ie 360 * 4096) and then flip it back to 0? 

> 

>I ask because when I set a sprites rotation to MAX_LONG and then tried 

>to rotate it 1 unit more, it seemed to cause the yaroze to crash. 

> 


> 
I think the crash may be because of an overflow. I don't know how the PSX 
handles such conditions. I would advise you to use 0 - 359 degrees (0 = 360) 


that way you know nothing will go wrong. 


JohnT 


Contact me at http://wwp.mirabilis.com/9461567 
Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 12301 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000313 


——MESSAGE FILE 12302 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000314 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Rotation property of sprites 

Date: Tue, 07 Apr 1998 10:56:47 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 37 

Message-ID: <3529F85F.7EFC4AC3@micronetics.com> 
References: <352a3987.6501481@www.netyaroze-europe.com> 
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NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Dave, 


I often roll my rotations back to zero, it can help simplify some of the 
maths required for shortest path on rotations. 


Use 4096 as 360deg. 
An easy way to flip back to zero is to used a bitwise &, take rx as the 
variable. 


rx += 32; // rotate it a bit 
rx &= 4095; // mask out anything > 4095 


If you want to measure everything in degreese. 


rx += 


rx %= 0; // wrap back to 0 


Its possible that the psx doesn't trap an overflow exception and would 
get stuck in the exception handler. Although I would doubt this as 
overflowing regs would be quite common. 


Jim 


David Wagner wrote: 


> 

Տ: Hi; 

> 

> When I use the rotation property of a sprite, should I limit it to 360 
> degree's (ie 360 * 4096) and then flip it Dack to 0? 

> 

> I ask because when I set a sprites rotation to MAX_LONG and then tried 
> to rotate it l unit more, it seemed to cause the yaroze to crash. 

> 

> bye... 

> Dave 


--MESSAGE FILE 12302 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000314 


——MESSAGE FILE 12303 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000315 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation property of sprites 

Date: Tue, 07 Apr 1998 12:27:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <352A0D88.7869@127.0.0.1> 

References: <352a3987.6501481@www.netyaroze-europe.com> <3529F85F.7EFC4AC3@microneti 
cs.com> 

NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Jim wrote: 

> Its possible that the psx doesn't trap an overflow exception and would 
> get stuck in the exception handler. Although I would doubt this as 

> overflowing regs would be quite common. 


From what I've seen the PSX certainly doesn't handle execeptions, it 
just 
freezes, and so this is probably the case. 
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M. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 12303 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000315 


——MESSAGE FILE 12304 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000316 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation property of sprites 

Date: Tue, 07 Apr 1998 17:51:19 GMT 

Organization: Not very. Pretty unorganised in fact. 

Lines: 24 

Message-ID: <352c675d.2288280@www.netyaroze-europe. com> 

References: <352a3987.6501481@www.netyaroze-europe.com> <3529F85F.7EFC4AC3@microneti 
cs.com> <352A0D88.7869@127.0.0.1> 

NNTP-Posting-Host: lunarl.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hmm... guess I better start putting range checks in my code then :) 


Dave 


On Tue, O7 Apr 1998 12:27:04 +0100, Majik <majik@127.0.0.1> wrote: 


>Jim wrote: 

>> Its possible that the psx doesn't trap an overflow exception and would 
>> get stuck in the exception handler. Although I would doubt this as 
>> overflowing regs would be quite common. 

> 

>From what I've seen the PSX certainly doesn't handle execeptions, it 
>just 

>freezes, and so this is probably the case. 

> 

>M. 

> 

>—— 

--- Majik - Owner/Curator of the Sinclair Microcomputer Museum 

> Spod in a suitcase - ' Have Compiler, will travel ' 

--- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 12304 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000316 


——MESSAGE FILE 12305 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000317 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation property of sprites 

Date: Tue, 07 Apr 1998 17:56:59 GMT 

Organization: Not very. Pretty unorganised in fact. 

Lines: 24 

Message-ID: <352d67a9.2364597@www.netyaroze-europe. com> 

References: <352a3987.6501481@www.netyaroze-europe.com> <3529F85F.7EFC4AC3@microneti 
cs.com> 

NNTP-Posting-Host: lunarl.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Thanks for your advice. 


One question though, I thought 4096 = 1 degree for the rotation 
property? 


On Tue, 07 Apr 1998 10:56:47 +0100, Jim <jim@micronetics.com> wrote: 
>Use 4096 as 360deg. 

>An easy way to flip back to zero is to used a bitwise &, take rx as the 
>variable. 


> 

>rx += 32; // rotate it a bit 

>rx &= 4095; // mask out anything > 4095 
> 

>If you want to measure everything in degreese. 

> 

>rx += 32; 

>rx %= 360; // wrap back to 0 

> 


>Its possible that the psx doesn't trap an overflow exception and would 
>get stuck in the exception handler. Although I would doubt this as 
>overflowing regs would be quite common. 

> 

[munched by the terror of the Cave of Caerbannog] 


—-MESSAGE FILE 12305 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000317 


—--MESSAGE FILE 12306 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000318 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation property of sprites 

Date: Tue, 07 Apr 1998 19:50:04 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 12 

Message-ID: <352A755C.589EA5SE7@codeworks.demon.co.uk> 

References: <352a3987.6501481@www.netyaroze-europe.com> <3529F85F.7EFC4AC3@microneti 
cs.com> <352d67a9.2364597@www.netyaroze-europe. com> 

NNTP-Posting-Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


David Wagner wrote: 


One question though, I thought 4096 = 1 degree for the rotation 
property? 


WM ONN 


If you're looking at GsSPRITE I think it lost something in the 
translation, all the other functions use 4096 as a full circle, but its 
never been really made that clear. 


Jim 
--MESSAGE FILE 12306 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000318 


——MESSAGE FILE 12307 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000319 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation property of sprites 

Date: 7 Apr 1998 22:25:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 26 

Message-ID: <01bd6274$ae0a9760$98d449c2@Angelal.intelligent-—group.com> 

References: <352a3987.6501481@www.netyaroze-europe.com> <3529F85F.7EFC4AC3@microneti 
cs.com> <352d67a9.2364597@www.netyaroze-europe.com> <352A755C.589EA5SE7@codeworks.dem 
on.co.uk> 

NNTP-Posting-Host: 1152.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jim <jim@codeworks.demon.co.uk> wrote in article 
<352A755C.589EA5E7@codeworks.demon.co.uk>... 
> David Wagner wrote: 


One question though, I thought 4096 = 1 degree for the rotation 
property? 


V V V V 


If you're looking at GsSPRITE I think it lost something in the 
translation, all the other functions use 4096 as a full circle, but its 
never been really made that clear. 


VVVVVVVVV 


The GsSPRITE rotation defines ONE as 4096, and stores it in a long. 
(360*4096 fits in a long). 

Rotation in 3D uses 4096 as 360deg instead, as the 3 axis rotation goes in 
an 

SVECTOR and 4096*360=1474560, which would overflow from a short.... 


> Jim 


Craig. 


—-MESSAGE FILE 12307 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000319 


——MESSAGE FILE 12308 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000320 

Path: chuka.playstation.co.uk!news 

From: Steve Hunt <steve@itallnight.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 2dl.c Code Fix 

Date: Sun, 12 Apr 1998 14:43:11 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 95 

Message-ID: <3530C4EF.1754@itallnight.u-net.com> 
NNTP-Posting-Host: p71l.nas2.is5.u-net.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi all, 
Well i've just got my Yaroze and I'm just finding my feet. 


I've downloaded some demo code and there seems to be a bug 
in the 2dl.c file. 


The bug is where it calcs the sprite offset(u,v) and tpage number. 
The function FindTopLeftOfTexturePage returns incorrect data if your 
TIM is not tpage x aligned, 


anyway here is the fixed and optimised code if anyone else has had 
problems. 


Enjoy, 


Steve 
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// find coords wrt tpage top left points 

void FindTopLeftOfTexturePage (GsSIMAGE* imageInfo, 
int* x, int* y, int* u, 
int widthCompression) 


int* v, 


{ 
int testX, testyY; 
int offset; 


testx = 
testy = 


imageInfo->px; 
imageInfo->py; 


*u = 0; 
ky = 0; 


// calc offset and alaign testX with texture page 
offset = testX & 63; 

testX -= offset; 

(*u) = offset * widthCompression; 


// calc offset and alaign testY with texture page 
offset = testY & 255; 

testY -= offset; 

(*v) = offset; 


aX 
* = 
Y = 


testX; 
testY; 
} 


You also need to have this as well: 


void LinkSpriteToImageInfo 
{ 


(GSSPRITE* sprite, GSIMAGE* imageInfo) 


int widthCompression; // on frame buffer 


int tPageType; 


int texturePageX, texturePageY, xOffset, yOffset; 
InitGsSprite (sprite); 
switch(imageInfo->pmode) { 
case 0: // 16-bit 
sprite->attribute |= SIXTEEN_BIT_MASK; 
widthCompression = 1; 
tPageType = 2; 
break; 
case 8: // 4-bit 
widthCompression = 4; 
tPageType = 0; 
sprite->cx = imageInfo->cx; 
sprite->cy = imageInfo->cy; 
break; 
case 9: // 8-bit 
sprite->attribute |= EIGHT_BIT_MASK; 
widthCompression = 2; 
tPageType = 1; 
sprite->cx = imageInfo->cx; 
sprite->cy = imageInfo->cy; 
break; 
default: 


printf("Only 4, 
assert (FALSE) ; 
} 


FindTopLeftofTexturePage (imageInfo, 


&texturePagex, &texturePageY, &xOffset, &yOffset, 
sprite->tpage 


= GetTPage(tPageType, 0, 


sprite->w 
sprite->h = 


imageInfo->pw * widthCompression; 
imageInfo->ph; 
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8 and 16 bit modes supported\n"); 
// other modes not supported 


widthCompression) ; 


texturePagexX, texturePageY) ; 
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sprite->u = xOffset; 

sprite->v = yOffset; 
} 
—-MESSAGE FILE 12308 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000320 


——MESSAGE FILE 12309 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000321 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: GetTPage 

Date: Tue, 21 Apr 1998 18:21:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <6hikam$31i1l1@chuka.playstation.co.uk> 
NNTP-Posting-Host: ai204.du.pipex.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Can anyone tell me why GetTPage requires the semi-transparency mode? I'm not 
having any problems with it, but I just can't see why it would need to know 
Tes 


Mark 


--MESSAGE FILE 12309 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000321 


——MESSAGE FILE 12310 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000322 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Ignore my previous rubbish! 

Date: Tue, 21 Apr 1998 18:36:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <353CD919.8D9F8BEC@ndirect.co.uk> 

References: <352228A8.7960@telecom.at> <352539C1.9C8119A@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I was talking crap in my previous posting. Sorry. So, I'll try to correct 
myself. 


If the semi-trans bit in the attribute (for sprites etc.) is zero, then the 
STP bit has no meaning to the PSX hardware. However, the PSX sees a CLUT 
entry or pixel with the value 0x0000 as fully transparent. But, if the STP 
bit is set (0x8000), the pixel is now non-zero and will be treated as SOLID 
black. 


If the semi-trans bit in the attribute is set, then any pixel with the STP 
bit set will have transparency aplied to it in accordance with the 
transparency mode set in the attribute. 0x0000 will still be fully 
transparent, and 0x8000 will be semi-transparent black. If the transparency 
mode is either additive or subtractive (not averaged) then semi-transparent 
black (0x8000) is visually the same as fully transparent, but requires more 
GPU processing time, so full transparency should be used. The side-effect of 
using semi-transparency is that solid black is now unavailable. The solution 
is to use near black with the STP cleared. (e.g. 0x0001). 


TimUtil is a bit crap, so you should download TimTool from the Yaroze site 
which lets you define the STP bit for each individual CLUT entry. Sorted! 
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Herbs 


—-MESSAGE FILE 12310 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000322 


—-MESSAGE FILE 12311 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000323 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: GetTPage 

Date: Tue, 21 Apr 1998 19:57:01 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 15 

Message-ID: <353CEBFD.294D8C7A@codeworks.demon.co.uk> 
References: <6hikam$31il11@chuka.playstation.co.uk> 
NNTP-Posting-—Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Mark, 

You can use GetTPage to calculate the tsb section of a tmd primitive 
which does require the semi-transpency rate. Just & the result with 31 
to get the Texture page number. 

Jim 


Mark Wilson wrote: 


> 

> Can anyone tell me why GetTPage requires the semi-transparency mode? I'm not 
> having any problems with it, but I just can't see why it would need to know 
Sees 

> 

> Mark 


—-MESSAGE FILE 12311 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000323 


—--MESSAGE FILE 12312 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000324 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2D sprites in 3D scenes - some observations 

Date: Fri, 24 Apr 1998 13:45:38 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <wal-ya02408000R2404981345380001@news.scea.sony.com> 

References: <6eO0msh$j4al@emeka.playstation.co.uk> <3504697E.3616DF2D@bournemouth.ac. 
uk> <35047aa3.18890875@news.playstation.co.uk> <35074B17.41C6@bournemouth.ac.uk> 
NNTP-Posting-Host: dnai-207-181-237-139.dialup.dnai.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <35074B17.41C6@bournemouth.ac.uk>, Anna 
<amarsh@bournemouth.ac.uk> wrote: 


Mmmmm, that would be sensible, but I don't think that my Yaroze has any 
sort of sense whatsoever. I THINK that my ordering table has a length 

of 12, yet I tested my sprite with priorities of 30 and 50, and the 50 

value definately put the sprite further "back" in the scene than 30. 


If you're defining OTLength as 12, the OT array is actually 2712 = 4096 
entries long, so the maximum priority should be 4095. 


There was a discussion a while ago about GsSortOT(), and Stuart from dev 
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support explained this about OTs (the example being discussed has an 
OTLength of 11): 


The worlds 16bit, I take it 600 is the distance you want the small OT 
from the viewpoint, and the large OT is llbit. So 600/(65536/2048) = 
18.75 the value to include the little OT at. 


Gs divides the entire 16bit world into sections for the OT, so each OT 
section in your case is 32 wide. The start and end of the the objects 
within the world makes no difference at all. 


VVVVVVV VV 


Stuart 


Just substitute "sprite" for "little OT" and you're set. 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.htm1> 

—-MESSAGE FILE 12312 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000324 


——MESSAGE FILE 12313 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000325 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2D sprites in 3D scenes - some observations 

Date: Fri, 01 May 1998 01:45:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35491B15.CBDF75AB@ndirect.co.uk> 

References: <6eO0msh$j4al@emeka.playstation.co.uk> <3504697E.3616DF2D@bournemouth.ac. 
uk> <35047aa3.18890875@news.playstation.co.uk> <35074B17.41C6@bournemouth.ac.uk> <wa 
1-ya02408000R2404981345380001@news.scea.sony.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-43.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


wayne a. lee wrote: 


In article <35074B17.41C6@bournemouth.ac.uk>, Anna 
<amarsh@bournemouth.ac.uk> wrote: 


Mmmmm, that would be sensible, but I don't think that my Yaroze has any 
sort of sense whatsoever. I THINK that my ordering table has a length 

of 12, yet I tested my sprite with priorities of 30 and 50, and the 50 

value definately put the sprite further "back" in the scene than 30. 


If you're defining OTLength as 12, the OT array is actually 2712 = 4096 
entries long, so the maximum priority should be 4095. 


VVVVVVVVVV 
V V V V 


But doesn't the OTLength just define the resolution rather than range? 


Alex (Herbs) 


--MESSAGE FILE 12313 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000325 


——MESSAGE FILE 12314 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000326 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: zain@niagara.com (Zain Dinath) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Tims don't work...Someone Help!! 

Date: Sat, 02 May 1998 16:25:52 GMT 
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Organization: None 

Lines: 23 

Message-ID: <354b48a1.952500@news.scea.sony.com> 
Reply-To: zain@niagara.com 

NNTP-Posting-Host: dialup-83.niagara.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hello! 


I have another puzzle for someone. I just finished trying to load 
sprites using Ira's function which fill GsSprite functions with all 
necessary TIM data(GsGetTimInfo) except when the PSX displays my 
sprites they are all SCREWED UP! 


The CLUT's are wrong, it's cropping the Tims wrong(it's including 
pieces of the boot disks brick pattern!). They are overlapping. I 
don't understand. 


In Ira's collide tutorial he has the dog and bone loaded into the 
frame buffer and they work fine. I loaded my tim files 
similarily(using TimTool) but they get screwed up! What am I doing 
wrong? 


All the files are 8-bit. I am gettin' just a little annoyed! Has 
anyone had these problems loading 2D tims? 


Please help! 


Later, 

Zain 

—-MESSAGE FILE 12314 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000326 


—--MESSAGE FILE 12315 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000327 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Tims don't work...Someone Help!! 

Date: Sun, 03 May 1998 00:20:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <354bb775.548959@www.netyaroze-europe. com> 
References: <354b48a1.952500@news.scea.sony.com> 
NNTP-Posting-Host: stu-dialup1l6.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 02 May 1998 16:25:52 GMT, zain@niagara.com (Zain Dinath) 
wrote: 


>The CLUT's are wrong, it's cropping the Tims wrong(it's including 
>pieces of the boot disks brick pattern!). They are overlapping. I 
>don't understand. 


Just a rough guess, but that sounds like that GsSprite is not 
containing the correct data to get it to show the tim in vram 
correctly, which is not really understandable if you swapped your tims 
for iras. 


You could always put up your code on your home site here and tell us 
so that we can download it. Some problems can be solved easily, but it 
might be easier (for me at least) to have a look ak code. My brain 
rambles too much on the newsgroups to give a concise answer without 
seeing the code :) 


Theres a more general point to this - I kind of like trying to solve 
other peoples code problems. I learn loads about different programming 
styles and so on. Its fun. Honest 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 12315 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000327 


—-MESSAGE FILE 12316 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000328 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Tims don't work...Someone Help!! 

Date: Sun, 03 May 1998 23:16:10 -0700 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <354D5D2A. 6530CCA0@sinclair.net> 

References: <354b48a1.952500@news.scea.sony.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Without seeing the code, I can only offer a suggestion of something to 
check - using TimTool, make sure your Tims are at a good location - if 
you are copying Ira's code, try putting your Tims at the same spots 
(X,Y) as his. 


Zain Dinath wrote: 

Hello! 

I have another puzzle for someone. I just finished trying to load 
sprites using Ira's function which fill GsSprite functions with all 


necessary TIM data(GsGetTimInfo) except when the PSX displays my 
sprites they are all SCREWED UP! 


The CLUT's are wrong, it's cropping the Tims wrong(it's including 
pieces of the boot disks brick pattern!). They are overlapping. I 
don't understand. 


In Ira's collide tutorial he has the dog and bone loaded into the 
frame buffer and they work fine. I loaded my tim files 
similarily(using TimTool) but they get screwed up! What am I doing 
wrong? 


All the files are 8-bit. I am gettin' just a little annoyed! Has 
anyone had these problems loading 2D tims? 


Please help! 


Later, 
Zain 


VVVVVVVVVVVVVV VV VV VV VV VV 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
-—-MESSAGE FILE 12316 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000328 


——MESSAGE FILE 12317 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000329 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: zain@niagara.com (Zain Dinath) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Tim's work...But what is a Ira's *.dat file? 

Date: Thu, 07 May 1998 06:47:19 GMT 

Organization: None 

Lines: 19 

Message-ID: <355157b3.45616485@news.scea.sony.com> 

Reply-To: zain@niagara.com 

NNTP-Posting-Host: isdn-14.niagara.com 
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X-Newsreader: Forte Free Agent 1.11/32.235 
Hello! 


Thanks to the few who answered my last message. 


I got the Tim files to load properly. It seems that you cannot just 
place tim files in the VRAM arbitrarily. THe code reads the file ata 
specific point and only there. I had to move the tim file around using 
TimTool until the PSX displayed it correctly. Has anyone else had to 
do this? Does anyone know why I can't place Tim files in the VRAM 
anywhere I want? Does this have anything to do with texture pages? Any 
comments would be appreciated. 


Also I was wondering how to "unhook" Ira's *.dat files. Does anyone 
know how to read the individual files? This would help my study of 2D 
graphics immensely! 


Thanks for the help guys! 


Zain 
—-MESSAGE FILE 12317 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000329 


—-MESSAGE FILE 12318 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000330 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: TIM conversion 

Date: Thu, 07 May 1998 14:24:16 +0100 

Organization: The PC Shop 

Lines: 9 

Message-ID: <3551B600.C6B737B7@clara.net> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-2236.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi, 


Has anybody written anything for coverting BMP to TIM format. I wish to incoperate T 
IM convertion into a util I am writing for the PC. (Not using 
TIMUTIL.) 


Any help will be appreciated. 
Ian Thompson 


—-MESSAGE FILE 12318 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000330 


——MESSAGE FILE 12319 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000331 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM conversion 

Date: Thu, 07 May 1998 15:35:51 +0100 

Organization: Intelligent Research 

Lines: 233 

Message-ID: <3551C6C7.6D8BF731@hinge.mistral.co.uk> 

References: <3551B600.C6B737B7@clara.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 6ACFE1930C14622AF96B46E3" 
X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 8151 


This is a multi-part message in MIME format. 
6ACFE1930C14622AF96B4 6E3 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Ian Thompson wrote: 


> Hi, 
> 
> Has anybody written anything for coverting BMP to TIM format. I wish to incoperate 
TIM convertion into a util I am writing for the PC. (Not using 
TIMUTIL.) 


> 
> 
> Any help will be appreciated. 
> 
> 


Ian Thompson 


Almost...this'll load BMP's or TIM's and save BMP's. Just add a save TIM method 
- then mail me it back again ;) 


Craig. 


6ACFE1930C14622AF96B4 6E3 

Content-Type: text/plain; charset=us-ascii; name="ImageFile.cpp" 
Content-Transfer-Encoding: 7bit 

Content-—Disposition: inline; filename="ImageFile.cpp" 


#include "stdafx.h" 


#include "ImageFile.h" 


CImageFile: :CImageFile() 
{ 

image=NULL; 
} 


CImageFile: :~CImageFile() 
{ 
if (image) 
free (image) ; 


} 


BOOL CImageFile::LoadBMP (char *fn) 
{ 

FILE *f; 

BMP_Header hd; 


f=fopen(fn,"rb"); 
if (f) 
{ 

fseek (f,2,0); 


fread (&hd, sizeof (BMP_Header),1,f); 


w=hd.w; h=hd.h; bpp=hd.bpp; 
fread (palette, 4, 1ՀՀԵքք, f); 
fseek (f,hd.data_offset,0); 


if (image) 
free (image); 


image= (unsigned char*)malloc (w*h/ (8/bpp)); 
fread (image, 1,w*h/ (8/bpp), f); 


fclose (f); 
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return TRUE; 
} 
return FALSE; 
} 


#define PSXCLUT2PCPAL(X)  ((( (X) &31)<<16) | (( ( (X>>5) &31) <<8) | (( (X>>10) &31))) 


BOOL CImageFile::LoadTIM(char *fn) 
{ 
FILE «ք: 
TIM Header hd; 
TIM ImageHeader i; 
TIM_ClutHeader c; 
unsigned int mode; 
int bnum,1n,bn; 
unsigned short t,n; 
unsigned char tmp,r,g,b; 
int lineT, lineB; 
int bpl; 


f=fopen(fn,"rb"); 
if (f) 
{ 
fread(&hd, sizeof (TIM_Header) ,1,f); 


Gl 


mode=hd.mode_flag&TIM_FLAG MODI! 
switch (mode) 
{ 
case TIM FLAG 4811: 
bpp=4; 
break; 


MASK; 


case TIM _ FLAG 8BIT: 
bpp=8; 
break; 


} 


if (hd.mode_flag&TIM_FLAG_CLUT) 
{ 
fread(&c, sizeof (TIM_ClutHeader),1,f); 
bnum=c.bytes-sizeof (TIM_ClutHeader) ; 
n=0; 
while (bnum) 
{ 
fread(&t,2,1,f£); 
r= (t&31) <<3; 
g=((t>>5) &31) <<3; 
b=((t>>10) &31) <<3; 


palette [n++]=(r<<16) + (g<<8) +b; 
bnum-=2; 
} 
} 


fread(&i, sizeof (TIM_ImageHeader),1,f); 
bnum=i.bytes-—sizeof (TIM_ImageHeader) ; 
if (bpp==8) 

w=i.w*2; 
if (bpp==4) 

w=i.w*4; 
h=i.h; 
if (image) 

free (image); 


image= (unsigned char*)malloc(bnum) ; 
fread (image, 1,bnum, ք): 


bpl=w*bpp/8; 

// Invert lines (BMP stores bitmaps upside down) 
for (ln=0; In<h/2; I1In++) 

{ 


lineT=l1n*bpl; 
lineB=(h-l1n-1) *bpl; 
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for (bn=0; bn<bpl; DSn++) 

{ 
tmp=image [lineT+bn]; 
image [lineT+bn]=image[lineB+tbn]; 
image [lineB+bn]=tmp; 


} 
} 


fclose(f); 
return TRUE; 
} 
return FALSE; 


BOOL CImageFile::SaveAsBMP (char *fn) 
{ 

FILE *f; 

BMP_Header hd; 


f=fopen (fn, "wb") ; 
if (f) 
{ 
hd.fsize=sizeof (BMP_Header) +w*h/ (8/bpp) ; 
if (bpp==8) 
{ 
hd.num_important_colours=hd.num_colours=256; 
} 
if (bpp==4) 
{ 


hd.num_important_colours=hd.num_colours=16; 
hd.fsize+=hd.num_colours*4; 
hd.header_length=40; 
hd.w=w; hd.h=h; 
hd. bpp=bpp; 


hd.bitplanes=1; 
hd.compression_type=0; 


hd.data_offset=sizeof (BMP_Header) +2+hd.num_colours*4; 


fwrite("BM",1,2,f); 
fwrite (&hd, sizeof (BMP_Header),1,f); 
hd.num_colours=hd.num_important_colours=0; 
fwrite (palette, 4,1<<bpp,f); 
fwrite(image,1,w*h/(8/bpp),f); 


fclose (f); 
return TRUE; 
} 
return FALSE; 
} 


6ACFE1930C14622AF96B4 6E3 


Content-Type: application/x-—unknown-content-type-h_auto_file; 
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name="ImageFile.h" 


—-MESSAGE FILE 12319 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000331 


--MESSAGE FILE 12320 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000332 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: General question. 

Date: Thu, 07 May 1998 17:45:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3551E529.39700A51@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I was wondering if all TIMs have to loaded into main memory 
first then copied over using LoadImage or is it possible to 
load them directly into the VRAM? 


If it is not possible, am I correct in saying that it will 
be impossible to use all the memory completely at the same 
time? ie 2Mb main memory, 1Mb video, 0.5Mb sound. 
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—-MESSAGE FILE 12320 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000332 


——MESSAGE FILE 12321 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000333 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: General question. 

Date: Thu, 7 May 1998 18:38:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6isrjuSaek3@chuka.playstation.co.uk> 
References: <3551E529.39700A51@chowfam.demon.co.uk> 
NNTP-Posting-Host: userl1725.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I was wondering if all TIMs have to loaded into main memory 
>first then copied over using LoadImage or is it possible to 
>load them directly into the VRAM? 


No, at least not with the Yaroze libraries... might be possible on the pro 


system though. 

> 

>If it is not possible, am I correct in saying that it will 
>be impossible to use all the memory completely at the same 
>time? ie 2Mb main memory, 1Mb video, 0.5Mb sound. 

> 


Once TIMs have been transferred into the frame buffer, then generally 
speaking you don't need them anymore in the main memory any more. 


could then be used for your program's data. 


Mark 


This space 


—-MESSAGE FILE 12321 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000333 


—--MESSAGE FILE 12322 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000334 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


From: Elliott Lee <tenchi@netmagic.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: General question. 

Date: Thu, 07 May 1998 11:58:26 -0700 
Organization: Cisco Systems 

Lines: 19 

Message-ID: <35520452.5385308E@netmagic.net> 


References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 


o.uk> 

Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Mark Wilson wrote: 
> >I was wondering if all TIMs have to loaded into main memory 
> >first then copied over using LoadImage or is it possible to 
> >load them directly into the VRAM? 

pisei 


> Once TIMs have been transferred into the frame buffer, then generally 

> speaking you don't need them anymore in the main memory any more. This space 
> could then be used for your program's data. 

> 

> Mark 


Extending this: take all your TIMs, compress them into 1 data file, 
upload that to the Yaroze, extract each TIM 1 by 1 into a spare memory 
scratchpad and upload them to the frame buffer. It'll let you save 
tons of space with those large 16-bit/24-bit images. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12322 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000334 


——MESSAGE FILE 12323 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000335 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Thu, 07 May 1998 21:18:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35521703.6AC7A819@chowfam.demon.co.uk> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> 

NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Elliott Lee wrote: 


> 

> Mark Wilson wrote: 

> > >I was wondering if all TIMs have to loaded into main memory 

> > >first then copied over using LoadImage or is it possible to 

> > >load them directly into the VRAM? 

> Լ...) 

> > Once TIMs have been transferred into the frame buffer, then generally 

> > speaking you don't need them anymore in the main memory any more. This space 
> > could then be used for your program's data. 

>> 


How do you free the space used up by the TIMs after transferring them 
to VRAM? 
But they weren't malloc'ed in the first place. They were just put there. 


Extending this: take all your TIMs, compress them into 1 data file, 
upload that to the Yaroze, extract each TIM 1 by 1 into a spare memory 
scratchpad and upload them to the frame buffer. It'll let you save 
tons of space with those large 16-bit/24-bit images. 


Can you give me a suitable algorithm? 


Cheers. 


jc 
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-—-MESSAGE FILE 12323 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000335 


——MESSAGE FILE 12324 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000336 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Thu, 7 May 1998 22:29:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6it964Saek5@chuka.playstation.co.uk> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> 
NNTP-Posting-Host: userm879.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>How do you free the space used up by the TIMs after transferring them 
>to VRAM? 

>But they weren't malloc'ed in the first place. They were just put there. 
> 


But malloc just returns a pointer to some memory that the system knows is 
free. When you've finished with a TIM you have a pointer to some memory that 
your program knows is free. 


An example: say you have a TIM file that is 0x1000 bytes long located at 
0x80090000. You've loaded it into the frame buffer and now it's no longer 
needed. Now, your program, for whatever reason, needs a table 0x1000 bytes 
large (how convenient ;-) which it creates dynamically, perhaps a list of 
sprite coordinates or unpacked level data. To use the memory that the TIM 
occupied as a table you'd just do something like 


int i; 
u_char *MyTable; 


MyTable = (u_long) 0x80090000; 
// Clear table 


for (i = 0; i Հ 0x1000; i++) 
*MyTablet++ = 0; 


Mark 


-—-MESSAGE FILE 12324 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000336 


—--MESSAGE FILE 12325 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000337 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Thu, 07 May 1998 17:07:28 -0700 

Organization: Cisco Systems 

Lines: 84 

Message-ID: <35524CC0O.B7F2B618@netmagic.net> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; Ս) 


James Chow wrote: 
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Elliott Lee wrote: 
Mark Wilson wrote: 
> >I was wondering if all TIMs have to loaded into main memory 
> >first then copied over using LoadImage or is it possible to 
> >load them directly into the VRAM? 
[2.11 
Once TIMs have been transferred into the frame buffer, then generally 
speaking you don't need them anymore in the main memory any more. This space 
could then be used for your program's data. 


VVVVVVVVV 


V V V V 


How do you free the space used up by the TIMs after transferring them 
to VRAM? 
But they weren't malloc'ed in the first place. They were just put there. 


VVVVVVVVVVVV VV 


Like Mark Wilson said, just allocate a buffer. I don't think you have 
to clear it because it will get overwritten. I like to make a general- 
purpose buffer: 


char *workbuf; 

workbuf = malloc( 65536u ); 

if ( workbuf==0 ) // fail on malloc? 
exit (0); 


Now see below. 


>> 

> > Extending this: take all your TIMs, compress them into 1 data file, 
> > upload that to the Yaroze, extract each TIM 1 by 1 into a spare memory 
> > scratchpad and upload them to the frame buffer. It'll let you save 
> > tons of space with those large 16-bit/24-bit images. 

>> 

> 

> How? 

> Can you give me a suitable algorithm? 

> 

> Cheers. 

> -- 

> Jc 


Assume that you've got your images compressed in a PKZIP-like 
archive and it's sitting in memory at 0x80140000. Assume that 
you have been given a compression/decompression library. Then 
you could do something like: 


#define TIM_PACK_ADDR 0x8014000 
int 1» 
char *workbuf; 


// get some space for extraction 

workbuf = malloc( 65536u ); 

if ( workbuf==0 ) // fail on malloc? 
exit (0); 


for( i=0; i<GetNumberOfFilesInPack( TIM _PACK_ADDR ); i++ ) 
{ 
// extract from the pack at TIM_PACK_ADDR the file i into 
// the working area pointed to by (char *)workbuf. 
// Always use the same memory space for extraction. 
ExtractFromPack2Mem( TIM _PACK_ADDR,i,workbuf ); 


// load the CLUT and TIM image data. 


LoadImage( ...CLUT stuff here. ); 
LoadImage ( `. TIM data stuff here... ); 
} 
// okay, we're done. clean up memory by deallocating the 


// working buffer 
free (workbuf) ; 


For a compression/decompression library check out Jeff Lawton's (SCEA) 
stuff: 
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http://yaroze-world.org/ 


Under the "Win Stuff" category, there's a WAD builder that he made. 
It has some compression libraries which you link in with your Yaroze 
programs to decompress stuff in memory. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12325 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000337 


--MESSAGE FILE 12326 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000338 

Path: chuka.playstation.co.uk!news 

From: "Martin Swaine" <martin@lightwork.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Animating sprites 

Date: 8 May 1998 20:06:26 GMT 

Organization: Lightwork Design 

Lines: 20 

Message-ID: <0Olbd7ac4$e4eda480$7397989e@antonio.lightwork> 
NNTP-Posting-Host: lightwk.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 

Can anyone help please? 

I am developing a demo in which a sprite is moved along a spline curve. The 
co-ordinates are precalculated so the program only needs to keep redrawing 
the sprite at these positions. 

To keep the thing fast the distance between each consecutive instance of 


the sprite is quite large. The problem is I am seeing a trail of several 
dimmer copies behind the current sprite. 


I have reduced the brightness of the object in case the screen phospher was 
not decaying fast enough. I am using the standard sequence of 
Vsync/Drawsync and other drawing primitives. 


Has anyone else ever seen this? What might I be doing wrong? 


Thanks, 

Martin 

-—-MESSAGE FILE 12326 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000338 


—-MESSAGE FILE 12327 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000339 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Sat, 09 May 1998 11:26:26 +0100 

Organization: Intelligent Research 

Lines: 31 

Message-ID: <35542F52.F49EB34E@hinge.mistral.co.uk> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> <3552 
4CCO.B/7F2B618@netmagic.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


<SNIP : Loads of complex kludges deleted> 


Why not just buy an Action Replay / Gameshark, and use the ARS 
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fileserver library (for GNU or CodeWarrior) to load the files from the 
PC using standard file access 


void LoadTimFile(char *fname, long length) 
{ 

long handle=open (fname, O_RDONLY) ; 

char *buf=(char*)malloc(length) ; 


read (handle, buf, length); 
close (handle) ; 
// Load the TIM into VRAM here 


free (buf); 
} 


The open/read/close are redirected by the ARS library to load 

from the fileserver program running on the PC (via the Action Replay 
cartridge, parallel connection: 2Mb/s download speed). You'll get faster 
downloads, and can load in more data whenever you want. And you 

don't have to pre-allocate any memory at all.... 


Craig. 
(who wrote ARS for GNU & CodeWarrior) 


—-MESSAGE FILE 12327 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000339 


——MESSAGE FILE 12328 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000340 

Path: chuka.playstation.co.uk!news 

From: "Mark Wilson" <m.wilson@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 
Date: Sat, 9 May 1998 13:10:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 
Message-ID: <6j1h5nSaek12@chuka.playstation.co.uk> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> <3552 
4CCO.B7F2B618@netmagic.net> <35542F52.F49EB34E@hinge.mistral.co.uk> 
NNTP-Posting-Host: userm446.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


><SNIP : Loads of complex kludges deleted> 


Hardly complex... 


>The open/read/close are redirected by the ARS library to load 

>from the fileserver program running on the PC (via the Action Replay 
>cartridge, parallel connection: 2Mb/s download speed). You'll get faster 
>downloads, and can load in more data whenever you want. And you 

>don't have to pre-allocate any memory at all.... 

> 


So, you write your game, loading the data up from the PC every time you run 
it (which, no matter how fast it is, is always going to be slower than 
leaving it in the PSX memory) and then go further, loading in new data and 
graphics for each level, maybe extra executable files... "Wow!" you think, 
almost as good as coming straight off a CD! 


And then you come to upload it to your web page for everyone else to admire 
your handywork, but there's a problem. You either subject the majority of 
users to a 5 minute wait between levels by converting it to run through the 
serial port, or just don't bother and say that you must have an AR setup to 
play it. 
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Don't get me wrong, I think the AR could be a great time-saver during 
development (I'll be buying one shortly), but I think to rely on it could be 
a mistake. 


Basically Sony cocked up big time by using the serial port didn't they? 


Mark 


-—-MESSAGE FILE 12328 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000340 


—-MESSAGE FILE 12329 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000341 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Sat, 09 May 1998 16:16:34 +0100 

Organization: Intelligent Research 

Lines: 40 
Message-ID: <35547352.B127EE7@hinge.mistral.co.uk> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> <3552 
4CCO.B/7F2B618@netmagic.net> <35542F52.F49EB34E@hinge.mistral.co.uk> <6 jlh5n$aek12@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Mark Wilson wrote: 


So, you write your game, loading the data up from the PC every time you run 
it (which, no matter how fast it is, is always going to be slower than 
leaving it in the PSX memory) and then go further, loading in new data and 
graphics for each level, maybe extra executable files... "Wow!" you think, 
almost as good as coming straight off a CD! 


V V V V V 


Actually, I think you're underestimating exactly how fast an AR is....... IESS 
actually a lot faster than the CD. 


And then you come to upload it to your web page for everyone else to admire 
your handywork, but there's a problem. You either subject the majority of 
users to a 5 minute wait between levels by converting it to run through the 
serial port, or just don't bother and say that you must have an AR setup to 
play it. 


WMI WN 


CodeWarrior has alway's had this functionality over the serial port. There'sno 
reason not to do a serial version of the fileserver for GNU as well.... 


> Don't get me wrong, I think the AR could be a great time-saver during 
> development (1'11 be buying one shortly), but I think to rely on it could be 
> a mistake. 


Depends what you're trying to achieve really.... 
> Basically Sony cocked up big time by using the serial port didn't they? 


I'd agree there - there were two parallel port only dev systems developed (the 
Datel DDX and the SN-Systems CartDev), and Sony stopped them 

both from being sold, then released the inferior environment that we know 

and love.... 


> Mark 
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Craig. 


—-MESSAGE FILE 12329 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000341 


—-MESSAGE FILE 12330 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000342 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Fading.. 

Date: Sat, 9 May 1998 20:06:08 +0200 

Organization: OMGIM Productions 

Lines: 8 

Message-ID: <6j25v8Saek17@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup105-1-6.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi.. I've seen some fading done in many Yaroze programs.. How's it done? 
If I LoadImage(é&pic, (u_long *)picaddr); how do I fade it up/down to/from 
black??? I really wanna do this.. please help! 


// Anders 


-—-MESSAGE FILE 12330 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000342 


—--MESSAGE FILE 12331 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000343 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Fading.. 

Date: Mon, 11 May 1998 00:02:08 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 20 

Message-ID: <355631F0.B2491ABC@codeworks.demon.co.uk> 
References: <6 j25v8Saek17@chuka.playstation.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hi Anders, 


I just draw a filled transparent GsBOXF over the top of what ever image 
I want to fade, but I use the subtraction semi-transparency mode. So if 
I want to fade up from black, I set the rgb of the box to (255,255,255) 
to subtract all colour from the frame, and then decrement the rgb every 
subsequent frame to ramp it up. Be sure to set the priority higher than 
the every thing else in the OT as well. 


Cheers 

Jim 

Anders Clerwall wrote: 

Hi.. I've seen some fading done in many Yaroze programs.. How's it done? 


If I LoadImage(&pic, (u_long *)picaddr); how do I fade it up/down to/from 
black??? I really wanna do this.. please help! 


VVVVVV 


// Anders 
—-MESSAGE FILE 12331 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000343 
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——MESSAGE FILE 12332 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000344 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Mon, 11 May 1998 12:54:54 -0700 

Organization: Cisco Systems 

Lines: 37 

Message-ID: <3557578E.19D51267@netmagic.net> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> <3552 
4CCO.B7F2B618@netmagic.net> <35542F52.F49EB34E@hinge.mistral.co.uk> <6j1lh5nS$aek12@ch 
uka.playstation.co.uk> <35547352.B127EE7@hinge.mistral.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Heya guys, 


Craig Graham wrote: 


> Mark Wilson wrote: 
> > So, you write your game, loading the data up from the PC every time you run 
> > it (which, no matter how fast it is, is always going to be slower than 
> > leaving it in the PSX memory) and then go further, loading in new data and 
> > graphics for each level, maybe extra executable files... "Wow!" you think, 
> > almost as good as coming straight off a CD! 
[...lots...deleted...] 
> > Mark 
> 
> Craig. 
This would be awesome. If we all had ARs, do you realize that we 


could probably get STREAMING video off of our PCs, not to mention 
getting device drivers written for (as an example) Sidewinder 
joysticks? You could load in a new level, BGM, sprites, etc. etc. 
whenever you wanted. But there's one catch: gotta have the AR. 


The reason I've not considered the AR is because I want the game to 
be playable on the Yaroze alone. Say someone takes my binaries and 
burns them to a Best-o-da-Yaroze CD, I want it to be playable 
standalone and to show off what 1.44 MB can do for you. In 
comparison, I still have some ancient 180K 5.25" floppies with 
great games on them. 


I'm working with the challenge of seeing what you can do with 
so little. 


Really, though, if you want to go ahead and work with the AR, that's 
great. Just keep in mind that a number people don't have them. 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12332 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000344 


—-MESSAGE FILE 12333 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000345 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Animating sprites 

Date: Wed, 13 May 1998 14:25:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 
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Message-ID: <35a4b655.1687216@www.netyaroze-europe. com> 
References: <Olbd7ac4$e4eda480$7397989e@antonio.lightwork> 
NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 8 May 1998 20:06:26 GMT, "Martin Swaine" <martin@lightwork.co.uk> 
wrote: 


>To keep the thing fast the distance between each consecutive instance of 
>the sprite is quite large. The problem is I am seeing a trail of several 
>dimmer copies behind the current sprite. 


That sounds quite interesting. I wouldn't mind looking at the source 
code to see if the same thing happens with me. There are two things 
that spring to mind but Im not sure either are that likely - 


1) If your game updates less than 50 times a second you get a visible 
double image on screen, but with one sprite that isnt likely! 


2) your eye is creating an effect that it always, presistence of 
vision, whereby the eyes receptors can't cope with complete changes 
from light (where the sprite is) to dark (where the sprite now isnt). 
If the gaps are fairly large, then the way the brain compensates 
against the receptors by emphasizing a moving object will operate less 
and less, and you will tend to see seperate images switching on/off 
rather than a smooth movement. But that isnt so likely either 


there could be some other obvious reason, like the screen isnt getting 
cleared properly and there actually is a trail, but I trust that that 
isnt the case! 


Robert Swan 
rs108@mdx.ac.uk 
http; //www.netyaroze-europe.com/~middex2 


—-MESSAGE FILE 12333 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000345 


—--MESSAGE FILE 12334 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000346 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: General question. 

Date: Wed, 13 May 1998 14:25:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35a4b88a.2252738@www.netyaroze-europe. com> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> <3552 
4CCO.B7F2B618@netmagic.net> <35542F52.F49EB34E@hinge.mistral.co.uk> <6j1lh5nS$aek12@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 9 May 1998 13:10:36 +0100, "Mark Wilson" 
<m.wilson@dial.pipex.com> wrote: 


>Don't get me wrong, I think the AR could be a great time-saver during 
>development (I'll be buying one shortly), but I think to rely on it could be 
>a mistake. 


And thats why I refuse to use any other stuff other than that which 
came with the yaroze. I want people to see and comment on my stuff. 
People can produce their demos how they want, but it detracts from the 
sharing community here when you remove x-percent օք the yaroze owners 
from being able to see your stuff. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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Sorry, I should learn to change to a new thread with a relevent title 
—-MESSAGE FILE 12334 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000346 


——MESSAGE FILE 12335 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000347 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Fading.. 

Date: Wed, 13 May 1998 14:25:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35a51la8f£.15816166@www.playstation.co.uk> 
References: <6j25v8Saek17@chuka.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 9 May 1998 20:06:08 +0200, "Anders Clerwall" 
<omgim@swipnet.se> wrote: 


>Hi.. I've seen some fading done in many Yaroze programs.. How's it done? 
>If I LoadImage(&pic, (u_long *)picaddr); how do I fade it up/down to/from 
>black??? I really wanna do this.. please help! 


The answer is not to modify the image that you are LoadImage-ing, but 
to draw a semitransparent rectangle over the top of it after it is 
copied to screen. 


Using the GsBOXF rectangle handler (found in your Library Reference, 
page 45) you can do the following - 


GsBOXF FadingRect; 
u_long tTempl; 


FadingRect.x = FadingRect.y = 0; 
// top left corner at (0,0) 


FadingRect.w = 320; 
FadingRect.h = 240; 
// specify width and height. This will vary depending on screen mode 


FadingRect.attribute += (1<<30) + (2<<28); 
// (1<<30) sets it to be drawn semitransparently 
// (2<<28) specifies the rectangle to subtract from the background 


for (tTemp1=0; tTemp1<256; tTempl++) 
{ 
FadingRect.r = FadingRect.g = FadingRect.b = (u_char) tTempl; 
// set the colour of the box to go from transparent to opaque 
GsSortBoxFill(&FadingRect, &OTableHeader[CurrentBuffer], 0); 
// (see Lib Ref page 148) Send rectangle to ordering table at 
// front 
} 


Obviously the loop wouldnt work as it is, it needs to be incorporated 
into the screen drawing routine, so that every time the screen updates 
the rgb members of the rectangle increase each time. When the rgb 
values are 255 then the screen will be blank. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 12335 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000347 


——MESSAGE FILE 12336 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000348 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: General question. 

Date: Wed, 13 May 1998 15:39:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6jcbgpSrila9@chuka.playstation.co.uk> 

References: <3551E529.39700A51@chowfam.demon.co.uk> <6isrjuSaek3@chuka.playstation.c 
o.uk> <35520452.5385308E@netmagic.net> <35521703.6AC7A819@chowfam.demon.co.uk> <3552 
4CCO.B/7F2B618@netmagic.net> <35542F52.F49EB34E@hinge.mistral.co.uk> <6 jlh5n$aek12@ch 
uka.playstation.co.uk> <35a4b88a.2252738@www.netyaroze-europe. com> 
NNTP-Posting-Host: usera054.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


So, to cure all of these problems and more, a PC side file server that would 
accept requests from both serial (normal Yaroze users), and AR(the selfish sods 
who can't spare 30 minutes every time they start!:) would be in order ? 

That way, AR scum can breeze through the development process in seconds, and 
when they want to release their stuff, they can simply take out the 
_DO_THINGS_QUICKLY macro and all file io will be sent through serial ? 


Steve 


>On Sat, 9 May 1998 13:10:36 +0100, "Mark Wilson" 
><m.wilson@dial.pipex.com> wrote: 

> 
>>Don't get me wrong, I think the AR could be a great time-saver during 
>>development (1'11 be buying one shortly), but I think to rely on it could be 
>>a mistake. 

> 

>And thats why I refuse to use any other stuff other than that which 

>came with the yaroze. I want people to see and comment on my stuff. 

>People can produce their demos how they want, but it detracts from the 
>sharing community here when you remove x-percent of the yaroze owners 

>from being able to see your stuff. 

> 

>Robert Swan 

>rsl08@mdx.ac.uk 

>http://www.netyaroze-europe.com/~middex2 

> 

>Sorry, I should learn to change to a new thread with a relevent title 


-—-MESSAGE FILE 12336 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000348 


--MESSAGE FILE 12337 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000349 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Fading.. 

Date: Wed, 13 May 1998 15:38:37 -0700 

Organization: Cisco Systems 

Lines: 17 

Message-ID: <355A20ED.50CE92BF@netmagic.net> 

References: <6 j25v8Saek17@chuka.playstation.co.uk> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Anders Clerwall wrote: 


> 

> Hi.. I've seen some fading done in many Yaroze programs.. How's it done? 
> If I LoadImage(&pic, (u_long *)picaddr); how do I fade it up/down to/from 
> black??? I really wanna do this.. please help! 

> 

> // Anders 


One postscript: Jim and Robert's solutions are currently the best 


Net Yaroze newsgroups message dump.txt 


way to do it. If you only modify the RGB intensity values in your 
GsSPRITE structure and say you smoothly decrement/increment them, 
you'll notice some weird flickering as the image's RGB values get 


mapped from whatever internal true color scheme is used into 15-bit color. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
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—-MESSAGE FILE 12337 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000349 


—--MESSAGE FILE 12338 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000350 

Path: chuka.playstation.co.uk!news 

From: 101655.153@compuserve.com 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Tim's work...But what is a Ira's *.dat file? 
Date: Thu, 14 May 1998 22:14:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <35686c5a.4112960@news.playstation.co.uk> 
References: <355157b3.45616485@news.scea.sony.com> 
NNTP-Posting-Host: 1d12-242.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/16.451 


zain@niagara.com (Zain Dinath) wrote: 


>I got the Tim files to load properly. It seems that you cannot just 
>place tim files in the VRAM arbitrarily. THe code reads the file ata 
>specific point and only there. I had to move the tim file around using 
>TimTool until the PSX displayed it correctly. Has anyone else had to 
>do this? Does anyone know why I can't place Tim files in the VRAM 
>anywhere I want? Does this have anything to do with texture pages? Any 
>comments would be appreciated. 


In a word, yes. I haven't seen Ira's code but I'm guessing it's not 
too dissimilar from 2d*.zip files in the demos section. There's two 
issues: 


1) Tim images have to be at the (x,y) coordinate in the frame buffer 
that your code expects. If the tim is at the wrong location random 
junk will be used instead (sometimes by chance you'll see part of the 
tim image you want being used because tim and sprite regions happen to 
overlap) 


2) the basic pipeline of displaying Tim files as sprites is,as I 
remember it ( it's been a while since I looked at this ): 


Tim from PC (siocons)-> PSX RAM (LoadImage)-> frame buffer (x, y) 
(GetTPage)-> Texture Page (set GSSprite TPage member)-> Sprite 
(GsSortSprite) -> Ordering Table (DrawOt and DispBuf) -> image on TV 
screen (|) 


If your tim is not aligned to integral mulitples of 64 in the x 
direction and 256 int y direction then you'll need to set the sprite 
member u and v that define an offset in the texture page. 


I have some font drawing code that demonstrates this. It takes a 
Fastgraph FGF font file and dynamically converts it to a 4-bit CLUT 
image in the frame with transparent background and non-transparent 
characters. The fgf_printc() function draws a string by repeatedy 
using a single GsSprite with different u and v Texture Page offsets. A 
cool way of having coloured without using up more frame buffer space 
is to change the GsSprite members R,G,B each time you need a new 
colour. 


I should mention that sprites are limited in size to 256 x 256 pixels. 
If you need bigger sprite you'll need to use multiple sprites, or you 
could use MoveImage instead of using sprites. 
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-—-MESSAGE FILE 12338 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000350 


——MESSAGE FILE 12339 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000351 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Animating sprites 

Date: Thu, 14 May 1998 23:36:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <355B71E9.57E9BFBF@ndirect.co.uk> 

References: <0Olbd7ac4$e4eda480$7397989e@antonio. lightwork> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-54.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Martin Swaine <martin@lightwork.co.uk> 


Martin Swaine wrote: 


> Hi, 

> 

> Can anyone help please? 

> 

> I am developing a demo in which a sprite is moved along a spline curve. The 
> co-ordinates are precalculated so the program only needs to keep redrawing 

> the sprite at these positions. 

> 

> To keep the thing fast the distance between each consecutive instance of 

> the sprite is quite large. The problem is I am seeing a trail of several 

> dimmer copies behind the current sprite. 

> 

> I have reduced the brightness of the object in case the screen phospher was 
> not decaying fast enough. I am using the standard sequence of 

> Vsync/Drawsyne and other drawing primitives. 

> 

> Has anyone else ever seen this? What might I be doing wrong? 

> 

> Thanks, 

> Martin 


I've just been thinking about this one. 


Does your sprite have a lot of black (STP bit set) at the edges? Have you got 
the semi-trancparency mode switched on? If so then it sounds like you may not 
be clearing the screen properly, and overlaying transparent sprites on 
eachother, thus making the previous sprite darker (with semi-transparent 
black). Are you clearing the screen correctly. Are you double buffering 
correctly? 


It may not be the answer, but this would cause this type of effect. 


Herbs 


—-MESSAGE FILE 12339 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000351 


——MESSAGE FILE 12340 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000352 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Fading.. 

Date: Fri, 15 May 1998 00:42:44 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 

Message-ID: <355B8173.7AC90863@ndirect.co.uk> 
References: <6j25v8Saek17@chuka.playstation.co.uk> <355A20ED.50CE92BF@netmagic.net> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-54.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Elliott Lee wrote: 
Anders Clerwall wrote: 
Hi.. I've seen some fading done in many Yaroze programs.. How's it done? 


If I LoadImage(épic, (u_long *)picaddr); how do I fade it up/down to/from 
black??? I really wanna do this.. please help! 


VVVVVV 


// Anders 


One postscript: Jim and Robert's solutions are currently the best 

way to do it. If you only modify the RGB intensity values in your 
GsSPRITE structure and say you smoothly decrement/increment them, 

you'll notice some weird flickering as the image's RGB values get 

mapped from whatever internal true color scheme is used into 15-bit color. 


- e! 
tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 


VVVVVVVVVVVVVVV VV 


Yep, I agree with that. Some other points of interest though. 


When using the "Box" method of screen fading, it is a good idea to represent 
your "Fade Amount" variable as 5-bit (range 0-31) which is native to the 
display hardware. Then simply shift the bits 3 digits to the left when placing 
it into GsSBOXF's r,g and b values. This translates the Fade Amount into the 
8-digit format as required by the OS. The result being that you get a 
perfectly smooth fade without visible "stepping". (Well, at 50 or 60fps 
anyhow). However, it does restrict your fade to only 32 frames in length. 
Slower fades will always step, due to the 5-bit colour depth. 


Or was Anders talking about the other type of fade, where overlaid screen 
objects fade into invisiblilty? This can be achieved with semi-transparent 


objects when using the additive or subtractive transparency modes. (Tick both 
"Transparent for black" and "Translucent except black" in TimUtil, and set the 
attribute bits correctly in your code.) Then it's just a case of reducing the 


object's r,g and b values to fade. When r,g and b become zero, the object will 
be totally invisible. 

Subtractive transparency is perfect for smoke and shadow effects (ie where 
light is reduced). Additive transparency is good for fire, lights, flares, 
etc. (where light is created.) 


Herbs 


—-MESSAGE FILE 12340 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000352 


——MESSAGE FILE 12341 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000353 

Path: chuka.playstation.co.uk!news 

From: "Martin Swaine" <martin@lightwork.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Animating sprites 

Date: 15 May 1998 18:48:41 GMT 
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Organization: Lightwork Design 

Lines: 45 

Message-ID: <01bd803a$2c971800S80c809c0@antonio. lightwork> 
References: <Olbd7ac4$e4eda480$7397989e@antonio. lightwork> 
NNTP-Posting-Host: lightwk.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1162 


Thanks people for your comments. I now have better information. 


This effect can be replicated with the Sony's Check program (the one where 
all the balls bounce around the screen) that comes with the Yaroze kit. 


If you change the source so the deltas for x and y are quite large (say 10 
or 20) you see the effect I mean when you keep the number of balls at one. 
The illusion of the "trail" of balls is clearly visable. I guess this means 
am using the drawing primitives and double buffering correctly. 


In response to the other questions, my sprite has semi-transparency off and 
is of a single colour (red). However, since this problem is reproducable 
with the Sony demo code then I believe there can be no unique problem with 
my code. 


I too was drawn to Robert's suggestion that it maybe a deception of the 
eye, but am a little suprised as I have never seen this manifest with TV or 
video images before. 


Martin Swaine <martin@lightwork.co.uk> wrote in article 
<O1lbd7ac4$e4eda480$7397989e@antonio.lightwork>... 

> Hi, 

> 

> Can anyone help please? 

> 

> I am developing a demo in which a sprite is moved along a spline curve. 
The 

> co-ordinates are precalculated so the program only needs to keep 
redrawing 

the sprite at these positions. 


v 


To keep the thing fast the distance between each consecutive instance of 
the sprite is quite large. The problem is I am seeing a trail of several 
dimmer copies behind the current sprite. 


> 
> 
> 
> 
> 
> 


I have reduced the brightness of the object in case the screen phospher 
was 


> not decaying fast enough. I am using the standard sequence of 
> Vsync/Drawsync and other drawing primitives. 

> 

> Has anyone else ever seen this? What might I be doing wrong? 
> 

> Thanks, 

> Martin 

> 


--MESSAGE FILE 12341 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000353 


——MESSAGE FILE 12342 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000354 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Animating sprites 

Date: Sat, 16 May 1998 23:12:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <355E0F4F.1CFAECA7@ndirect.co.uk> 

References: <Olbd7ac4$e4eda480$7397989e@antonio.lightwork> <01bd803a$2c971800$80c809 
cO@antonio.lightwork> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-31.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.04 [en] (Win95; I) 
To: Martin Swaine <martin@lightwork.co.uk> 


Martin Swaine wrote: 
Thanks people for your comments. I now have better information. 


This effect can be replicated with the Sony's Check program (the one where 
all the balls bounce around the screen) that comes with the Yaroze kit. 


If you change the source so the deltas for x and y are quite large (say 10 
or 20) you see the effect I mean when you keep the number of balls at one. 
The illusion of the "trail" of balls is clearly visable. I guess this means 
am using the drawing primitives and double buffering correctly. 


In response to the other questions, my sprite has semi-transparency off and 
is of a single colour (red). However, since this problem is reproducable 
with the Sony demo code then I believe there can be no unique problem with 
my code. 


I too was drawn to Robert's suggestion that it maybe a deception of the 
eye, but ama little suprised as I have never seen this manifest with TV or 
video images before. 


VVVVVVVVVVVVVV VV VV 


Oh right, I see. Sorry, I did know about this effect, but from your arriginal 
description I thought it was something more complcated. Robert's suggestion is 
true to a degree. But if you are running at the full fame rate (i.e. 50 or 
60fps) then this effect it not mormally noticable. Drop your frame rate to 


25fps and the "movement ghosting" becomes very obvious. Try a fast full screen 
scroll at 50fps, then at 25fps. At 50fps it look silky smooth, but at 25fps it 
ugly as hell. It is also more noticable if there is a high contrast between 


the object which is moving, and the surface it is moving over. 


However, this effect is less noticable in most 3D environments. This is 
because 'realistc' 3D worlds tend to be built up with mid-tones and colours 
with less saturation. And, the relative screen movements tend to be smaller 
and less consistent. In this way, the ghosts get lost (to some degree) in the 
overall picture, and you can get away with a slower frame rate. Arcade machine 
manufacturers such as Namco and Sega, usually design their software to run at 
the full 60fps to get that perfect smoothness. Compare Ridge Racer on the PSX 
and in the arcade, and weep at the difference! 


With regard to TV and video... 


Game video has an effective camera exposure time of 0, and you are creating 
movement from static images. In the real world, video and film cameras have a 
longer exposure time and catch movement within one frame. (Pause your VCR at a 
point where there is fast movement on the screen to see what I mean.) This 
"motion blur" hides the ghosting effect (by not having any hard edges 
perpendicular to the direction of movement). Conversly, if you are watching a 
cartoon (which is made up of static images) you can see the ghosting. It is 
especially noticable when the camera is panning over a background. 


Interestingly, motion blurring can be created in software realtime, but it 
takes a hell of a lot of processing power to get it right. This is something I 
expect to see done in hardware in the next generation of games machine. 


Anyway, I gone on far too long already... 


Herbs 


—-MESSAGE FILE 12342 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000354 


—--MESSAGE FILE 12343 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000355 
Path: chuka.playstation.co.uk!news 
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From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Hi-res question 

Date: Sun, 17 May 1998 13:14:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <355ED4B4.80E08A1D@chowfam.demon.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I've managed to up the resolution from 320*240 to 640*480 
with relative ease. 
But I would like to use 640*512 for the PAL display. 


Using the method for changing 320240 to 320*256 by 
altering the GsDISPENV variable 

GsDISPENV.disp.y = 20; 

GsDISPENV.disp.h = 256; 

gives the required 640*512 resolution. 

But now the previous screen is not cleared before drawing 
the current screen. 


Can anyone help? 


jc 


--MESSAGE FILE 12343 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000355 


—--MESSAGE FILE 12344 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000356 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: re:Hi-res question 

Date: 17 May 1998 16:31:08 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 74 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jmvrs$35il@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 17 May 1998 15:35:53 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA29339 
for <news@playstation.co.uk>; Sun, 17 May 1998 16:33:58 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 
Try clearing the VRAM... 


void ClearVRAM( void ) 
{ 


RECT rect_one, rect_two; 


// set rect 
rect_one. 
rect_one. 
rect_one. 
rect_one. 


= 0; 

0; 
SCREEN_WIDTH; 
SCREEN_HEIGHT; 


D: z, <. x 
վ 


// set rect 
rect_two.x = 0; 
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rect_two.y = SCREEN_HEIGHT; 
rect_two.w = SCREEN_WIDTH; 
rect_two.h = SCREEN_HEIGHT; 


// nuke top left of VRAM 
ClearImage(&rect_one, 0, 0, 0); 


// nuke bottom left of VRAM 
ClearImage(&rect_two, 0, 0, 0); 


DrawSync(0); // wait for it to clear 
}// end ClearVRAM 


If you want to nuke the whole contents of VRAM then use four rects 
instead of just two...you'll get the idea. 


Regards, 


George@SCEE 


From: James Chow <james@chowfam.demon.co.uk> 


I've managed to up the resolution from 320*240 to 640*480 
with relative ease. 
But I would like to use 640*512 for the PAL display. 


Using the method for changing 320*240 to 320*256 by 
altering the GsDISPENV variable 

GsDISPENV.disp.y = 20; 

GsDISPENV.disp.h = 256; 

gives the required 640*512 resolution. 

But now the previous screen is not cleared before drawing 
the current screen. 


Can anyone help? 


jc 
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--MESSAGE FILE 12344 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000356 


--MESSAGE FILE 12345 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000357 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Date: Sun, 17 May 1998 20:42:29 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <355F3DA5.CE1802AD@chowfam.demon.co.uk> 
References: <6jmvrs$35il@emeka.playstation.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Try clearing the VRAM... 


Sorry, that isn't what I wanted to know. 


Net Yaroze newsgroups message dump.txt Page 8173 
I wanted to do it with GsSortClear(). 
In 640*480 resolution, GsSortClear() works perfectly. 


But in 640*512 and GsDISPENV altered, GsSortClear () 
does not work. 


Why? (and what do i need to do to get it working?) 


jc 


--MESSAGE FILE 12345 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000357 


——MESSAGE FILE 12346 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000358 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_grahamQhinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Date: Tue, 19 May 1998 15:11:24 +0100 

Organization: Intelligent Research 

Lines: 26 

Message-ID: <3561930C.CDA794B5@hinge.mistral.co.uk> 
References: <6jmvrs$35il@emeka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


George_Bain@Playstation.sony.com wrote: 


> Hi there, 
> 
> Try clearing the VRAM... 


<SNIP - I banish George's dodgy idea to the dustbin օք obscurity> 
What you could actually do is use a rectangle instead of a clear...: 


// r,g,b = char's : the colour to clear screen to 
GsBOXF my_box={0,0,GsGetActiveBuff ()?0:512,640,512,r,g,b}; 
GsSortBoxFill (&my_box, WorldOt [GsGetActiveBuff () |, (1<<OT_LENGTH) -1); 


That'll do it..... 


Craig. 
(I came across that bug a while ago) 


> George@SCEE 


—-MESSAGE FILE 12346 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000358 


--MESSAGE FILE 12347 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000359 

Path: chuka.playstation.co.uk!news 

From: "Martin Swaine" <martin@lightwork.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Animating sprites 

Date: 20 May 1998 10:09:33 GMT 

Organization: Lightwork Design 

Lines: 105 

Message-ID: <0Olbd83df£$772808e0S80c809c0@antonio. lightwork> 

References: <Olbd7ac4$e4eda480$7397989e@antonio.lightwork> <01bd803a$2c971800$80c809 
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cO@antonio.lightwork> <355E0F4F.1CFAECA7@ndirect.co.uk> 
NNTP-Posting-Host: lightwk.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1162 


Thanks Alex for your explanation. I am however still unsure if I can do 
anything practical to avoid this problem. It seems a shame to abandon this 
work because of a disapointing display. 


If you are interested, I have uploaded the source etc. to 
http: //www.netyaroze-europe.com/~mtn446/ftp/spline.zip 
Can anyone suggest code changes that might avoid the ghosting. 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<355E0F4F.1CFAECA7@ndirect.co.uk>... 


> 

> 

> Martin Swaine wrote: 

> 

> > Thanks people for your comments. I now have better information. 

>> 

> > This effect can be replicated with the Sony's Check program (the one 


where 

> > all the balls bounce around the screen) that comes with the Yaroze kit. 
>> 

> > If you change the source so the deltas for x and y are quite large (say 
10 

> > or 20) you see the effect I mean when you keep the number of balls at 
one. 

> > The illusion of the "trail" of balls is clearly visable. I guess this 
means 

> > I am using the drawing primitives and double buffering correctly. 

>> 

> > In response to the other questions, my sprite has semi-transparency off 
and 

> > is of a single colour (red). However, since this problem is 
reproducable 

> > with the Sony demo code then I believe there can be no unique problem 
with 

> > my code. 

>> 

> > I too was drawn to Robert's suggestion that it maybe a deception of the 
> > eye, but am a little suprised as I have never seen this manifest with 
TV or 

> > video images before. 

> 

> Oh right, I see. Sorry, I did know about this effect, but from your 
arriginal 

> description I thought it was something more complcated. Robert's 
suggestion is 

> true to a degree. But if you are running at the full fame rate (i.e. 50 
or 

> 60fps) then this effect it not mormally noticable. Drop your frame rate 
to 

> 25fps and the "movement ghosting" becomes very obvious. Try a fast full 
screen 

> scroll at 50fps, then at 25fps. At 50fps it look silky smooth, but at 
25fps it 

> ugly as hell. It is also more noticable if there is a high contrast 
between 

> the object which is moving, and the surface it is moving over. 

> 

> However, this effect is less noticable in most 3D environments. This is 
> because 'realistc' 3D worlds tend to be built up with mid-tones and 
colours 

> with less saturation. And, the relative screen movements tend to be 
smaller 

> and less consistent. In this way, the ghosts get lost (to some degree) 
in the 

> overall picture, and you can get away with a slower frame rate. Arcade 
machine 

> manufacturers such as Namco and Sega, usually design their software to 
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run at 

> the full 60fps to get that perfect smoothness. Compare Ridge Racer on 
the PSX 

> and in the arcade, and weep at the difference! 

> 

> With regard to TV and video... 

> 

> Game video has an effective camera exposure time of 0, and you are 
creating 

> movement from static images. In the real world, video and film cameras 
have a 

> longer exposure time and catch movement within one frame. (Pause your 
VCR ata 

> point where there is fast movement on the screen to see what I mean.) 
This 

> "motion blur" hides the ghosting effect (by not having any hard edges 


> perpendicular to the direction of movement). Conversly, if you are 
watching a 

> cartoon (which is made up of static images) you can see the ghosting. It 
is 


> especially noticable when the camera is panning over a background. 

> 

> Interestingly, motion blurring can be created in software realtime, but 
it 
> takes a hell of a lot of processing power to get it right. This is 
something I 

> expect to see done in hardware in the next generation of games machine. 


v 


Anyway, I gone on far too long already... 


> 
> 
> 
> 
> Herbs 
> 
> 
> 
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--MESSAGE FILE 12347 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000359 


——MESSAGE FILE 12348 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000360 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Date: Wed, 20 May 1998 11:40:20 +0100 
Organization: The Hex Heroes 

Lines: 14 

Message-ID: <3562B314.7EF6@writeme.com> 


o.uk> 

NNTP-Posting-Host: atl4-016.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


Craig Graham wrote: 

> (I came across that bug a while ago) 

Mmm, It'd just started to confuse me. 

Does anyone know why GsSortClear() doesn't work for this example? 
Is there any speed differences between the two (a minimal effect, I 


know). 


I suspect the answer might lie in a patch for some environment (is there 
a drawing environment that needs fixing like the display environment?). 


James (~mrfrosty). 


References: <6jmvrs$35il@emeka.playstation.co.uk> <3561930C.CDA794B5@hinge.mistral.c 


—-MESSAGE FILE 12348 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000360 


—-MESSAGE FILE 12349 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000361 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Hi-res question 

Date: 20 May 1998 16:21:30 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 47 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jusdq$Scsql@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 20 May 1998 15:27:23 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA23165 
for <news@playstation.co.uk>; Wed, 20 May 1998 16:27:07 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 


I take it all you want to do is clear the screen. Right? Well 
just clear the VRAM. GsSortClear just adds a primitive in 

the OT given the RGB values (clears the screen). ClearImage 
will do the same. Using GsSortClear or ClearImage you will get 
the same result..... 


Regards, 


George@SCEE 


From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 


>> Try clearing the VRAM... 

> 

>Sorry, that isn't what I wanted to know. 
>I wanted to do it with GsSortClear(). 

> 
>In 640*480 resolution, GsSortClear() works perfectly. 
>But in 640*512 and GsDISPENV altered, GsSortClear () 
>does not work. 

> 

>Why? (and what do i need to do to get it working?) 
>—— 

>jc 

> 


—-MESSAGE FILE 12349 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000361 


——MESSAGE FILE 12350 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000362 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Date: Wed, 20 May 1998 17:29:14 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 


Message-ID: <356304D9.B623E918@chowfam.demon.co.uk> 


References: <6jmvrs$35il@emeka.playstation.co.uk> <3561930C.CDA794! 


o.uk> 

NNTP-Posting-Host: chowfam.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Try clearing the VRAM... 


That'll do it..... 


VVVVVVVVVV VV 


// r,g,b = char's : the colour to clear screen to 
GsBOXF my_box={0,0,GsGetActiveBuff ()?0:512,640,512,r,g,b}; 
GsSortBoxFill (&my_box, WorldOt [GsGetActiveBuff () |, (1<<OT_LENGTH) -1); 


I believe inserting these lines after modifying GsDISPENV 


is the neatest way of clearing the background. 


GsDRAWENV.isbg = 1; 
GsDRAWENV.r0 = (red value); 

GsDRAWENV.gO = (green value); 
GsDRAWENV.b0O (blue value) ; 


But it still does not tell me why GsSortClear doesn't work! 


After a bit more testing of this problem, it has something to 


do with the very bottom line of the screen - definitely. 


Setting the height to 510, 511 and GsSortClear () 


the problem starts when trying to use the max 512 


works. But 
lines. 


GsSortClear() fails to work. OK, so we use a workaround. 
We manually clear the backgound (using above examples), 


Simulating GsSortClear() (nearly!). But I looked very carefully 


at the screen, at the bottom line is NOT cleared, 
I move a sprite over it. 


say when 


This is seems like the classic bug of "counting from 0", 


giving a l-off result. 
Anyone? 


jc 
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B5@hinge.mistral.c 


<SNIP - I banish George's dodgy idea to the dustbin of obscurity> 


What you could actually do is use a rectangle instead of a clear...: 


—-MESSAGE FILE 12350 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000362 


--MESSAGE FILE 12351 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000363 
Path: chuka.playstation.co.uk!news 
From: Steve Hunt <steve@itallnight.u-net.com> 


Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 


Subject: 3D coord to 2D screen coord 

Date: Sat, 23 May 1998 17:26:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 64 

Message-ID: <3566F8B8.228F@itallnight.u-net.com> 
NNTP-Posting-Host: pl06.nasl.is5.u-net.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:363 scee.yaroze.pr 
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ogramming.3d_graphics:582 


Hi, 
Someone a bit ago ask how to convert a 3d x,y,z coord into a 2d 
screen x,y coord. 
Well here's some code that does just that.... 
Code assumes that the 2d origin is in the center of the screen. 
ProjectionDistance is what ever value you passed to GsSetProjection(); 
Call InitTransProj() once to set things up, 
then TransProj to get the screen coord of your 3d object. 
Enjoy, 

Steve 

CODE se soe soe 


void InitTransProj (void); 
void TransProj(VECTOR *pos, short *x, short *y); 


static GsCOORDINATE2 trans; 


// 


// init trans proj coord 


// 


void InitTransProj() 
{ 

GsInitCoordinate2 (WORLD, &trans); 
} 


// 


// Trans Proj - convert 3d x,y,z to 2d screen x,y 


// 


void TransProj(VECTOR *pos, short *x, short *y) 


{ 
MATRIX mat; 


VECTOR v; 

trans.coord.t[0] = pos->vx; 
trans.coord.t[1] = pos->vy; 
trans.coord.t[2] = pos->vz; 


trans.flg = 0; 
GsGetLs(&trans, &mat); 
ApplyMatrixLV(&mat, pos, &v); 


if(mat.t[2]) { 
*x = ProjectionDistance * v.vx / mat.t[2]; 


*y = ProjectionDistance * v.vy / mat.t[2]; 
} else { 

*x = 0; 

*y = 0; 


} 
} 
--MESSAGE FILE 12351 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000363 


——MESSAGE FILE 12352 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000364 
Path: chuka.playstation.co.uk!news 
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From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Date: Wed, 27 May 1998 17:09:08 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 63 

Message-ID: <356C3AA4.4933C672@ndirect.co.uk> 
References: <6jmvrs$35il@emeka.playstation.co.uk> <3561930C.CDA794B5@hinge.mistral.c 
o.uk> <356304D9.B623E918@chowfam.demon.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-58.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Chow wrote: 

> Try clearing the VRAM... 

<SNIP - I banish George's dodgy idea to the dustbin օք obscurity> 

What you could actually do is use a rectangle instead of a clear...: 
// r,g,b = char's : the colour to clear screen to 
GsBOXF my_box={0,0,GsGetActiveBuff()?0:512,640,512,r,g,b}; 
GsSortBoxFill (&my_box, WorldOt [GsGetActiveBuff () |, (1<<OT_LENGTH) -1); 


That t IrL do: uate 


VVVVVVVVVV VV 


I believe inserting these lines after modifying GsDISPENV 
is the neatest way of clearing the background. 


GsDRAWENV.isbg = 1; 
GsDRAWENV.r0 = (red value); 

GsDRAWENV.gO = (green value); 
GsDRAWENV.b0O = (blue value); 


But it still does not tell me why GsSortClear doesn't work! 
After a bit more testing of this problem, it has something to 
do with the very bottom line of the screen - definitely. 


Setting the height to 510, 511 and GsSortClear() works. But 

the problem starts when trying to use the max 512 lines. 
GsSortClear() fails to work. OK, so we use a workaround. 

We manually clear the backgound (using above examples), 
Simulating GsSortClear() (nearly!). But I looked very carefully 
at the screen, at the bottom line is NOT cleared, say when 

I move a sprite over it. 


This is seems like the classic bug of "counting from 0", 
giving a 1-օքք result. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV ՎՊ 


Anyone? 
jc 
Hmm... this all sounds a bit familiar. I'm at work, so I don't have my 


Yaroze etc etc... 


I had a similar problem. At the start of my code I clear the VRAM. (Now 
which function did I use? I can't remember, but I'm sure it wasn't 
GsSortClear.) Now I'm not running in high res, but I was trying to clear the 
whole VRAM in one go. For some reason the 512th line does not clear. (I'm 


running 320x256 and the bottom line of the second frame was not cleared.) 


I haven't looked at that bit of code for some time now, but I'm sure it's a 
Sony bug. 


I'll look at my code and get back. I did find a solution, but can't remember 
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it now. Nor can I remember if it was a good solution or a nasty cludge. 


Herbs 


-—-MESSAGE FILE 12352 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000364 


—-MESSAGE FILE 12353 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000365 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: I can't get TIM information (newbie question) 

Date: 30 May 1998 01:35:44 GMT 

Organization: SCEA News Server 

Lines: 83 

Message-ID: <Olbd8b6c$9f9d£520$5c3d7bdl@skynet> 

NNTP-Posting-Host: 209.123.61.92 

X-Newsreader: Microsoft Internet News 4.70.1161 


I give up! I cannot get this to work! I'm sorry if this is a newbie issue, 
but it's really pissing me off! 


All I want to do is display the information in a GsSIMAGE structure. Is that 
so much to ask? 


Here's what doesn't work... Any Ideas? 


/* GrafTest.c 


by Antony Arciuolo 


This is my first attempt to display an image on the screen. 
However I cannot even get the getTIMInfo() procedure to 
properly obtain the required information from the tim file. 


Z 


// INCLUDES 
//////////////////////////////////////////////////////////////////////////// 
/// 


#include <libps.h> 


// DEFINITIONS 
//////////////////////////////////////////////////////////////////////////// 


#define WARPED_CHECKERED_FLOOR ((u_long)0x80100000) 


// EXTERNALS 
//////////////////////////////////////////////////////////////////////////// 
// 


// GLOBALS 
//////////////////////////////////////////////////////////////////////////// 
LLIT 


// PROTOTYPES 
//////////////////////////////////////////////////////////////////////////// 
/ 


void dumpTIMInfo(GsIMAGE *img, char *desc) 


{ 
printf ( 
"\nTIM Info for %s:\n pmode: %d\n picPos: (%d,%d)\n picDim: [ 
$d]\nclutPos: (%d,%d)\nclutDim: [%d x %d] \n--------- \n", 


desc, 


96 
Զ. 
եց 


img->pmode, 
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img->px, 
img->py, 
img->pw, 
img->ph, 


img->cx, 
img->cy, 
img->cw, 
img->ch 


); 
} 


void loadTIM(long addrOfTIMToLoad) // load up from conventional memeory 
into video memory 
{ 

GsIMAGE timPicture; 


// the +4 starts the reading after the 4 byte header 
GsGetTimInfo((u_long *) (addrOfTIMToLoad+4), &timPicture) ; 


dumpTIMInfo(&timPicture, "Checkered Pattern"); 
} 


// MAIN 
//////////////////////////////////////////////////////////////////////////// 
//7/7/77/ 


int main (void) 


{ 


loadTIM (WARPED_CHECKERED_FLOOR) ; 
} 


—-MESSAGE FILE 12353 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000365 


——MESSAGE FILE 12354 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000366 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "JW" <jarw@clover.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I can't get TIM information (newbie question) 

Date: Sat, 30 May 1998 01:19:30 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6ko4b8S$as73@scea> 

References: <Olbd8b6cS$9f9df520S5c3d7bdl@skynet> 

NNTP-Posting-Host: usr-tort-m13-r13.clover.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Antony, 


Here's the first thing that jumped out at me. Give it a try. 
Change: 


#define WARPED_CHECKERED_FLOOR ((u_long) 0x80100000) 

to: 

#define WARPED_CHECKERED_FLOOR (u_long *)0x80100000 

If that wasn't it let me know and I'll take a closer look. 
JW 


—-MESSAGE FILE 12354 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000366 


—--MESSAGE FILE 12355 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000367 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: More than two font streams 

Date: 30 May 1998 22:44:42 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <0Olbd8cld$e74c00e0$483d7bd1l@skynet> 
NNTP-Posting-Host: 209.123.61.72 

X-Newsreader: Microsoft Internet News 4.70.1161 


I can't open more than two font streams, why? 


Each stream appears to be opening, since I get a unique identifier back 
from FntOpen. 


I also run FntFlush after I am done with each stream, is this correct? 


fntStreaml = FntOpen(32, 32, 128, 32, 512); 
fntStream2 FntOpen(32, 64, 128, 32, 512); 
fntStream3 FntOpen (32, 96, 128, 32, 512); 


FntPrint (fntStreaml, "Text in Streaml1"); 
FntFlush(fntStream1) ; 


FntPrint (fntStream2, "Text in Stream2"); 
FntFlush (fntStream2) ; 


FntPrint (fntStream3, "Text in Stream3"); 
FntFlush (fntStream3) ; 


-—-MESSAGE FILE 12355 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000367 


—--MESSAGE FILE 12356 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000368 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Programs that save a 2d picture as 16-bit (65536 colors) 
Date: 1 Jun 1998 20:54:46 GMT 

Organization: SCEA News Server 

Lines: 1 

Message-ID: <Olbd8da0$df£2883a0S483d7bdl@skynet> 

NNTP-Posting-Host: nac-btr2-s21.nac.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Anyone know of any? 
—-MESSAGE FILE 12356 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000368 


——MESSAGE FILE 12357 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000369 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Programs that save a 2d picture as 16-bit (65536 colors) 
Date: Mon, 01 Jun 1998 15:31:23 -0700 

Organization: Cisco Systems 

Lines: 14 

Message-ID: <35732BBB.BEDAFE6@netmagic.net> 

References: <Olbd8da0$df2883a0S483d7bdl@skynet> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Photoshop might. If it does, it would be under the Mode->Indexed Color 
menu. You're better off just sticking with your 24- or 32-bit gfx 
and using TIMUtil to convert them to 16-bit. 


Antony Arciuolo wrote: 
> 
> Anyone know of any? 


btw: this message should be cross-posted with 
scea.yaroze.programming.2d_graphics 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12357 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000369 


—-MESSAGE FILE 12358 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000370 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: antony.arciuolo@mail.trincoll.edu (Antony Arciuolo) 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: I can't stand it anymore! 

Date: Tue, 02 Jun 1998 03:14:39 GMT 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35736e0f.13097051@news.scea.sony.com> 
NNTP-Posting-Host: nac—btr2-s18.nac.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


For the longest time I tried to load a TIM picture and printf its 
properties to the console. I always get noise, not proper data. I was 
so thankful when I stripped the code down to nothing but the loading 
code. Now I'm trying to put other code back in, and I finally think I 
figured out what was wrong... It seems that the allocation of all 
those ordering tables is OVERWRITING the data of the TIM files! I 
can't come up with any other explanation! 


I load the code at 0x80090000, 

then a 4-bit TIM at 0x800A0000, 
then a 8-bit TIM at 0x800BO0000, 
then a 24-bit TIM at 0x800C0000 


and it doesn't work. 


I comment out the global variables for the ordering tables stuff and 
it does work. I leave the code in, but 


I load a 4-bit TIM at 0x80090000, 
then a 8-bit TIM at 0x800A0000, 
then a 24-bit TIM at 0x800B0000 
then the code at0x800D0000. 


and it works, kind of (it freezes 1/2-way through the code). 
WHAT THE HELL IS WRONG?! 


I will ask the stupid question. How do you load files into main memory 
and prevent them from being overwritten by the code allocating memory? 


-—-MESSAGE FILE 12358 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000370 


--MESSAGE FILE 12359 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000371 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: banding tiles/sprites 

Date: Tue, 02 Jun 1998 22:33:03 GMT 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <35747c33.107351303@news.scea.sony.com> 
Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


I've been doing 2D stuff with the yaroze for quite a while 
now, and have recently noticed something wrong with the display of 2d 
tiles or sprites. Occasionally I get a "banding" effect that blurs 
just one vertical line of the tile or sprite, and the load to the main 
memory is fine b/c I went as far as to look at the byte values of the 
tim in there. It seems like the LoadImage() function is transferring 
the data into video memory wrong, or the actual hardware is blitting 
to the screen wrong. I haven't checked the data in the video mem yet, 
but that's what i plan to do next. If you'd like to see a screen shot 
of this problem and think you can help, let me know and I'll send you 
an attachment. 


Jamin 
-—-MESSAGE FILE 12359 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000371 


—--MESSAGE FILE 12360 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000372 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I can't get TIM information (newbie question) 
Date: Wed, 03 Jun 1998 11:32:20 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <35752634.F9305ADD@scee.sony.co.uk> 
References: <0Olbd8b6cS$9f9df520S5c3d7bd1l@skynet> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Antony Arciuolo wrote: 
> 


> All I want to do is display the information in a GsIMAGE structure. Is that 
> so much to ask? 


This may seem like a really simple mistake, but are you sure you're 
loading the TIM to 0x80100000? I remember I spent ages trying to figure 
out why my TIM didn't load, when I realised my batch file was sending it 
to 0x80010000 instead. 


Apart from that, your program seems fine. 
Cheers, 


James 
—-MESSAGE FILE 12360 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000372 


—-MESSAGE FILE 12361 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000373 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I can't stand it anymore! 

Date: Wed, 03 Jun 1998 11:46:29 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 43 
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Message-ID: <35752985.950BC4E8@scee.sony.co.uk> 
References: <35736e0f.13097051@news.scea.sony.com> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Antony Arciuolo wrote: 


Now I'm trying to put other code back in, and I finally think I 
figured out what was wrong... It seems that the allocation of all 
those ordering tables is OVERWRITING the data of the TIM files! I 
can't come up with any other explanation! 


V V V V V V 


When you make an executable, it consists of at least 3 sections: 

The text section is the machine code. 

The data section is initialised data. 

The bss section is uninitialised data. Since it is uninitialised (ie, 
zero), 

the executable file format just stores the length of the bss section 
rather 

than all those zeros, to save space in the file. But when you load the 
file 

into memory, the OS 'expands' the bss section into its full size. 


So even though your program on disk may be 10,000 bytes, in reality 

it could be 100,000. The way to find out how big the different sections 
are, generate a MAP file (the compiler can do this) when you compile 
your code. The MAP file details what is in each section, and how big 
each section is. 


If you're loading your TIM is 0x800A0000 and then your program to 
0x80090000, and your program is over 0x10000 bytes long, then it will 
wipe over the start of the TIM. The solution is to load the TIM to 

a higher address. 


> How do you load files into main memory 
> and prevent them from being overwritten by the code allocating memory? 


When I'm developing, I convert all my source files to C (using a little 
program I wrote myself). This C file looks something like 

"char myRawTIM[] = { 0x50, 0x33,...". 

I can either #include it or compile it as an object file and link it 

in. Then I don't have to worry about the program wiping over it, because 
it's now part of the program. 


Cheers, 


James 
—-MESSAGE FILE 12361 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000373 


——MESSAGE FILE 12362 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000374 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Colin_Hughes@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Hi-res question 

Date: 1 Jun 1998 09:30:57 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 49 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6ktos1$jp31@emeka.playstation.co.uk> 

Reply-To: Colin_Hughes@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 1 Jun 1998 08:37:06 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id JAA19912 
for <news@playstation.co.uk>; Mon, 1 Jun 1998 09:36:26 +0100 (BST) 
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From: Colin_Hughes@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


This is a wonderfull hardware bug, caused by the Playstation GPU clipping 
all objects greater than 511 Y lines. 

If you use 510 lines you will be ok, otherwise add 2 GsBOX prims to clear 
the screen... 


Colin. 

To: Colin_Hughes@scee.sony.co.uk 
CE: (bcc: Colin Hughes) 

From: news@playstation.co.uk 


Subject: Re: Hi-res question:scee.yaroze.programming.2d_graphics 


From: James Chow <james@chowfam.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Content-Type: text/plain; charset=x-user-defined 
Content-Transfer-Encoding: 7bit 


> Try clearing the VRAM... 


Sorry, that isn't what I wanted to know. 
I wanted to do it with GsSortClear(). 


In 640*480 resolution, GsSortClear() works perfectly. 
But in 640*512 and GsDISPENV altered, GsSortClear () 
does not work. 


Why? (and what do i need to do to get it working?) 


jc 


—-MESSAGE FILE 12362 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000374 


—--MESSAGE FILE 12363 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000375 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Colin_Hughes@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: banding tiles/sprites 

Date: 3 Jun 1998 11:29:24 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 41 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6138i4Sqjql@emeka.playstation.co.uk> 

Reply-To: Colin_Hughes@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 3 Jun 1998 10:35:35 UT 
by camsg001.camb.scee.sony.co.uk (8.9.0/8.9.0) with SMTP id LAA00101 
for <news@playstation.co.uk>; Wed, 3 Jun 1998 11:34:51 +0100 (BST) 
From: Colin_Hughes@Playstation.sony.com 
To: news@playstation.co.uk 
Content-Disposition: inline 


For a fast sprite ( No rotation or scaling etc ) The u value should be even 
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or you may have problems like that... 


To: Colin_Hughes@scee.sony.co.uk 
CCCs (bcc: Colin Hughes) 
From: news@playstation.co.uk @ INET 


Subject: banding tiles/sprites:scee.yaroze.programming.2d_graphics 


From: jaminl@psu.edu (Jamin Frederick) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: banding tiles/sprites 


I've been doing 2D stuff with the yaroze for quite a while 
now, and have recently noticed something wrong with the display of 2d 
tiles or sprites. Occasionally I get a "banding" effect that blurs 
just one vertical line of the tile or sprite, and the load to the main 
memory is fine b/c I went as far as to look at the byte values of the 
tim in there. It seems like the LoadImage() function is transferring 
the data into video memory wrong, or the actual hardware is blitting 
to the screen wrong. I haven't checked the data in the video mem yet, 
but that's what i plan to do next. If you'd like to see a screen shot 
of this problem and think you can help, let me know and I'll send you 
an attachment. 


Jamin 


—-MESSAGE FILE 12363 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000375 


—-MESSAGE FILE 12364 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000376 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: I can't stand it anymore! 

Date: 3 Jun 1998 13:44:03 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 55 

Sender: news@chuka.playstation.co.uk 

Message-ID: <613gej$Sqt1ll@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 3 Jun 1998 12:50:14 UT 
by camsg001.camb.scee.sony.co.uk (8.9.0/8.9.0) with SMTP id NAA26037 
for <news@playstation.co.uk>; Wed, 3 Jun 1998 13:49:27 +0100 (BST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


You can use linker options in the mapfile to make GNU output 

a mapfile for your program; this tells you exactly how much memory it 
uses, and where; then you can check if it's overwriting your data, 
which does look like the problem. 


PROGRAM_ADDRESS = 80140000 
LINKER = -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 
$ (PROGRAM_ADDRESS) 


If you put data at eg 0x80090000 - Ox8013ffff, and program at 80140000, 
then growth of program due to code addition is less troublesome. 


Lewis 
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For the longest time I tried to load a TIM picture and printf its 
properties to the console. I always get noise, not proper data. I was 
so thankful when I stripped the code down to nothing but the loading 
code. Now I'm trying to put other code back in, and I finally think I 
figured out what was wrong... It seems that the allocation of all 
those ordering tables is OVERWRITING the data of the TIM files! I 
can't come up with any other explanation! 


I load the code at 0x80090000, 

then a 4-bit TIM at 0x800A0000, 
then a 8-bit TIM at 0x800BO0000, 
then a 24-bit TIM at 0x800C0000 


and it doesn't work. 


I comment out the global variables for the ordering tables stuff and 
it does work. I leave the code in, but 


I load a 4-bit TIM at 0x80090000, 
then a 8-bit TIM at 0x800A0000, 
then a 24-bit TIM at 0x800B0000 
then the code at0x800D0000. 


and it works, kind of (it freezes 1/2-way through the code). 
WHAT THE HELL IS WRONG?! 


I will ask the stupid question. How do you load files into main memory 
and prevent them from being overwritten by the code allocating memory? 


—-MESSAGE FILE 12364 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000376 


——MESSAGE FILE 12365 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000377 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Programs that save a 2d picture as 16-bit (65536 colors) 

Date: Wed, 03 Jun 1998 15:21:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35755BDD.5E674593@ndirect.co.uk> 

References: <Olbd8da0Sdf2883a0S483d7bdl@skynet> <35732BBB.BEDAFE6@netmagic.net> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-57.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Elliott Lee wrote: 


> Photoshop might. If it does, it would be under the Mode->Indexed Color 
> menu. You're better off just sticking with your 24- or 32-bit gfx 

> and using TIMUtil to convert them to 16-bit. 

> 


I don't have Photoshop 5 yet, but Photoshop 4 doesn't save 16-bit. 24-bit 
or 256 colours or less. 

I personally would like a package which can be restricted to 15-bit for 
drawing, filters and selecting colours. Does anyone know of anything? Or 
am I going to have to write a graphics package that runs on the Yaroze? - 
It would be nice wouldn't it? 


Herbs 
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-—-MESSAGE FILE 12365 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000377 


—-MESSAGE FILE 12366 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000378 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: I can't stand it anymore! 

Date: Wed, 03 Jun 1998 15:36:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <35755F5D.539FD4FE@ndirect.co.uk> 
References: <35736e0f.13097051@news.scea.sony.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-57.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> 


Antony Arciuolo wrote: 


For the longest time I tried to load a TIM picture and printf its 
properties to the console. I always get noise, not proper data. I was 
so thankful when I stripped the code down to nothing but the loading 
code. Now I'm trying to put other code back in, and I finally think I 
figured out what was wrong... It seems that the allocation of all 
those ordering tables is OVERWRITING the data of the TIM files! I 
can't come up with any other explanation! 


I load the code at 0x80090000, 

then a 4-bit TIM at 0x800A0000, 
then a 8-bit TIM at 0x800BO0000, 
then a 24-bit TIM at 0x800C0000 


and it doesn't work. 


I comment out the global variables for the ordering tables stuff and 
it does work. I leave the code in, but 


I load a 4-bit TIM at 0x80090000, 
then a 8-bit TIM at 0x800A0000, 
then a 24-bit TIM at 0x800B0000 
then the code at0x800D0000. 


and it works, kind of (it freezes 1/2-way through the code). 
WHAT THE HELL IS WRONG?! 


I will ask the stupid question. How do you load files into main memory 
and prevent them from being overwritten by the code allocating memory? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Right, the other members on this group obviously know what they're talking 
about, and I'm sure it's quite simple once you know the answers. However, 
I use Code Warrior 2, and have done since day 1 with my Yaroze. I've 
never even loaded the GNU stuff! CW really does make things simple (once 
you've got over the initial setup). Just click on the Complile/Debug 
button and the program is transfered. Then your program can safely 
allocate memory with malloc() and load files from the PC dynamically. 

This solves all sorts of memory issues. 


I like CW2 and I don't know why more people don't use it. (No need to get 
into the CW vs. GNU argument again folks!). 


Herbs. 
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—-MESSAGE FILE 12366 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000378 


——MESSAGE FILE 12367 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000379 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hi-res question 

Date: Wed, 03 Jun 1998 16:03:29 +0100 
Organization: The Hex Heroes 

Lines: 16 

Message-ID: <357565C1.670D@writeme.com> 
References: <6ktosl1$jp31@emeka.playstation.co.uk> 
NNTP-Posting-Host: at14-008.publab.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03 (Win95; I) 


> This is a wonderfull hardware bug, caused by the Playstation GPU 
> clipping all objects greater than 511 Y lines. 


Mmm, amusing! 
Thanks for the info, Colin. 


This isn't/won't be the only bug in the hardware and software, which 
brings me to wonder whether there's a compiled list (with workarounds) 
somewhere at Sony - reports/submissions from developers for example... 


Be handy to know what to avoid if there is such a list (and we can see 
it). Are there any other sizeable hardware bugs that spring to mind? 


Yours wonderingly, 


James (~mrfrosty). 
—-MESSAGE FILE 12367 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000379 


——MESSAGE FILE 12368 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000380 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: banding tiles/sprites 

Date: Wed, 03 Jun 1998 12:16:23 -0700 

Organization: Cisco Systems 

Lines: 30 

Message-ID: <3575A107.789BF738@netmagic.net> 

References: <35747c33.107351303@news.scea.sony.com> 

Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Are you absolutely sure that you didn't stick your CLUT into the 
image? I accidentally did that a couple times. My output was that 
no matter where I moved the image, it displayed fine except for one 
of the lines had garbage in it. Upon closer examination I realized 
I had positioned the clut wrong and it ended up smack in the middle 
of the TIM. Bwahahahaa.... 


- e! 
Jamin Frederick wrote: 


> 
> 


Net Yaroze newsgroups message dump.txt Page 8191 


I've been doing 2D stuff with the yaroze for quite a while 
now, and have recently noticed something wrong with the display of 2d 
tiles or sprites. Occasionally I get a "banding" effect that blurs 
just one vertical line of the tile or sprite, and the load to the main 
memory is fine b/c I went as far as to look at the byte values of the 
tim in there. It seems like the LoadImage() function is transferring 
the data into video memory wrong, or the actual hardware is blitting 
to the screen wrong. I haven't checked the data in the video mem yet, 
but that's what i plan to do next. If you'd like to see a screen shot 
of this problem and think you can help, let me know and I'll send you 
an attachment. 


VVVVVVVVVVV VV 


Jamin 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 12368 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000380 


—-MESSAGE FILE 12369 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000381 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Programs that save a 2d picture as 16-bit (65536 colors) 

Date: Wed, 03 Jun 1998 23:04:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3575d556.2913267@news.playstation.co.uk> 

References: <Olbd8da0Sdf2883a0S483d7bdl@skynet> <35732BBB.BEDAFE6@netmagic.net> <357 
55BDD.5E674593@ndirect.co.uk> 

NNTP-Posting-Host: th-eng09-209.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 03 Jun 1998 15:21:17 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


> 

> 

>Elliott Lee wrote: 

> 

>> Photoshop might. If it does, it would be under the Mode->Indexed Color 
>> menu. You're better off just sticking with your 24- or 32-bit gfx 

>> and using TIMUtil to convert them to 16-bit. 

>> 
> 
>I don't have Photoshop 5 yet, but Photoshop 4 doesn't save 16-bit. 24-bit 
>or 256 colours or less. 

>I personally would like a package which can be restricted to 15-bit for 
>drawing, filters and selecting colours. Does anyone know of anything? Or 
>am I going to have to write a graphics package that runs on the Yaroze? - 
>It would be nice wouldn't it? 

> 

>Herbs 

> 


Photoshop can save in 258 colours (8 bit) and any bit depth down to 1. 
Most useful are (obviously!) 8 bit and 8 bit modes, although I am less 
than happy about how Photoshop chooses the colours. Try doing a smooth 
gradient in RGB then converting to 8 bit and the palette usually 
consists of about 32 colours and results in banding. Anyway, these 
options are found in IMAGE/MODE/INDEXED COLOUR, and from there choose 
your bit depth. If it says exact mode and you need to force the bit 
depth, change the palette type to ADAPTIVE. There ya go. 


BTW just checked and Paint Shop Pro 4 (downloadable from just about 
any decent software site and available on millions of cover disks 
every month) does nicer colour compression and also supports 16 and 15 
bit colour modes, although it's rubbish for actually creating 
graphics. I create in photoshop or truespace v3.2 (It automatically 
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can export as RSD *phew*) then convert in Paint Shop Pro then TIM it. 
Barry 


-—-MESSAGE FILE 12369 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000381 


——MESSAGE FILE 12370 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000382 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Programs that save a 2d picture as 16-bit (65536 colors) 

Date: Wed, 03 Jun 1998 23:05:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <3575d6a8.3251345@news.playstation.co.uk> 

References: <Olbd8da0S$df2883a0S483d7bdl@skynet> <35732BBB.BEDAFE6@netmagic.net> <357 
55BDD.5E674593@ndirect.co.uk> <3575d556.2913267@news.playstation.co.uk> 
NNTP-Posting-Host: th-eng09-209.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Photoshop can save in 258 colours (8 bit) and any bit depth down to 1. 
>Most useful are (obviously!) 8 bit and 8 bit modes, although I am less 


Obviously that should read 8 and 4 bit! 


Barry 
-—-MESSAGE FILE 12370 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000382 


--MESSAGE FILE 12371 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000383 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: banding tiles/sprites 

Date: Thu, 04 Jun 1998 09:18:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <3576585C.D2416D3A@compuserve. com> 

References: <35747c33.107351303@news.scea.sony.com> <3575A107.789BF738@netmagic.net> 
NNTP-Posting-Host: 1d43-076.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I've had exactly the same problem, it was weird as the "unpainted" bit 
of the sprite will still mask out the background. I sorted mine out by 
making sure all the sprite images fell on 4 bit boundaries, (this was 
for a 16 colour sprite image). I guess if you are using TIM Util then 
you won't have this prob as it will make sure they align correctly. 

I am packing as many sprites into one image as possible, with 

a utility I am developing, to save time, (i've got about 200 sprites 
or so). 


cheers 
Nick (S) 


http://www.netyaroze-europe.com/~nslaven/ 


Elliott Lee wrote: 

> 

> Are you absolutely sure that you didn't stick your CLUT into the 

> image? I accidentally did that a couple times. My output was that 
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no matter where I moved the image, it displayed fine except for one 
of the lines had garbage in it. Upon closer examination I realized 
I had positioned the clut wrong and it ended up smack in the middle 
of the TIM. Bwahahahaa.... 


- e! 


Jamin Frederick wrote: 


I've been doing 2D stuff with the yaroze for quite a while 
now, and have recently noticed something wrong with the display of 2d 
tiles or sprites. Occasionally I get a "banding" effect that blurs 
just one vertical line of the tile or sprite, and the load to the main 
memory is fine b/c I went as far as to look at the byte values of the 
tim in there. It seems like the LoadImage() function is transferring 
the data into video memory wrong, or the actual hardware is blitting 
to the screen wrong. I haven't checked the data in the video mem yet, 
but that's what i plan to do next. If you'd like to see a screen shot 
of this problem and think you can help, let me know and I'll send you 
an attachment. 


VVVVVVVVVVVVV VV 


Jamin 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 12371 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000383 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


--MESSAGE FILE 12372 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000384 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: banding tiles/sprites 

Date: Thu, 04 Jun 1998 14:34:20 GMT 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <3576af51.143555081@news.scea.sony.com> 

References: <35747c33.107351303@news.scea.sony.com> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I got it! The tiles were on uneven coordinates on the texture 
page, since there were gridlines separating them, and someone from 
SCEE told me this. I didn't know that GsBG tiles had to be on odd 
coordinates, so I edited the graphics and it's fine now. 

Mario told me about sprites and he said 4096 doesn't always 
work, use 4095 instead, and it did work -- it was only noticable on 
sprites with thin lines -- the scaling causes those lines to "blink 
out" for some unknown reason! 

This kind of stuff should probably be posted on a FAQ. I'll 
try to work on coming up with a lot of yaroze stuff I've learned in 
the past, so that people don't have to get hung up on silly stuff like 
this. 


Jamin 


On Tue, 02 Jun 1998 22:33:03 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> 

> I've been doing 2D stuff with the yaroze for quite a while 
>now, and have recently noticed something wrong with the display of 2d 
>tiles or sprites. Occasionally I get a "banding" effect that blurs 


>just one vertical line of the tile or sprite, and the load to the main 
>memory is fine b/c I went as far as to look at the byte values of the 
>tim in there. It seems like the LoadImage() function is transferring 
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>the data into video memory wrong, or the actual hardware is blitting 
>to the screen wrong. I haven't checked the data in the video mem yet, 
>but that's what i plan to do next. If you'd like to see a screen shot 
>of this problem and think you can help, let me know and I'll send you 
>an attachment. 

> 

> 

>Jamin 


—-MESSAGE FILE 12372 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000384 


—--MESSAGE FILE 12373 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000385 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: banding tiles/sprites 

Date: Thu, 04 Jun 1998 14:53:12 GMT 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <3576b47a.144876841@news.scea.sony.com> 

References: <35747c33.107351303@news.scea.sony.com> <3576af51.143555081@news.scea.so 
ny . com> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 04 Jun 1998 14:34:20 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


oops, I meant "...that GsBG tiles couldn't be on odd coordinates..." 


> I got it! The tiles were on uneven coordinates on the texture 
>page, since there were gridlines separating them, and someone from 
>SCEE told me this. I didn't know that GsBG tiles had to be on odd 
>coordinates, so I edited the graphics and it's fine now. 

> Mario told me about sprites and he said 4096 doesn't always 
>work, use 4095 instead, and it did work -- it was only noticable on 
>sprites with thin lines -- the scaling causes those lines to "blink 
>out" for some unknown reason! 

> This kind of stuff should probably be posted on a FAQ. I'll 
>try to work on coming up with a lot of yaroze stuff I've learned in 
>the past, so that people don't have to get hung up on silly stuff like 
>this. 

> 

> 

>Jamin 

> 

>On Tue, 02 Jun 1998 22:33:03 GMT, jaminl@psu.edu (Jamin Frederick) 
>wrote: 

> 

>> 

>> I've been doing 2D stuff with the yaroze for quite a while 
>>now, and have recently noticed something wrong with the display of 2d 
>>tiles or sprites. Occasionally I get a "banding" effect that blurs 
>>just one vertical line of the tile or sprite, and the load to the main 
>>memory is fine b/c I went as far as to look at the byte values of the 
>>tim in there. It seems like the LoadImage() function is transferring 
>>the data into video memory wrong, or the actual hardware is blitting 
>>to the screen wrong. I haven't checked the data in the video mem yet, 
>>but that's what i plan to do next. If you'd like to see a screen shot 
>>of this problem and think you can help, let me know and I'll send you 
>>an attachment. 

>> 

>> 

>>Jamin 

> 


—-MESSAGE FILE 12373 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000385 
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——MESSAGE FILE 12374 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000386 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation problems 

Date: Tue, 9 Jun 1998 20:58:58 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <61k01k$1298@chuka.playstation.co.uk> 

References: <35007aal.25789418@news.playstation.co.uk> 

NNTP-Posting-Host: amf1141.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>I've been using rotation on sprites extensively in my game, but have 
>come up with the following problems that REALLY annoy me. Is there 
>something obvious I am doing wrong, or is it (as I assume) yet another 
>bug in the psx (I was going to put 'another' in caps, but thought two 
>capitalised words would merely annoy) 

> 

>I have a sprite of size 256 by 256. (8 bit). It is perfectly within a 
>texture page. I put it on screen, with about 5 others, and the 
>computer slows right down; ridiculously so. Considering the processor 
>can handle several hundred 32 by 32 sprites per frame, a couple of 
>256x256 should be no problem. But it gets worse. I really wanted to 
>have these sprites zoomed by a factor of 2 and rotating. What happens 
>is that the sprites flicker on and off at random, and slow down the 
>game even further. I tried a workaround of using a 128x128 sprite and 
>zooming it by four, but to no avail. here are some strange results 
>I've found - 


> 
>256x256 sprite - very slow 
>256x256 sprite with rotation and/or scaling above x1 - not only very 


>slow, but flickers on and off 

>128x128 sprite with scaling x2 works 

>128x128 sprite with scaling above x2 and/or rotation flickers and 
>slows down 

>smaller sprites than 128x128 when scaled above x3-4 with rotation it 
>appears that certain angle values are ignored. Eg, when at angles 
>1024, 2048 etc it draws it as though at angle 0 

> 

>These problems are wierd and annoying. It now means instead of having 
>a lovely huge 256x256 sprite scaled to be over a screen in height I 
>now have to settle for a measly 128x128 sprite that looks tiny 
>(especially since I switched my game to hi res mode) 

> 

>I've got enough packet workspace... any suggestions before I smash up 
>my university's property? 


I made a tiny program with 180 stars (as GLINE) in the background and a 

256x120 translucent sprite, rotating and scaling (screen res. = 512x240) in 
PAL mode while drawing translucent filled boxes with a size of 512x240 over 
them. I don't have any problems... 


(The first part uses 240 smaller translucent, rotating, scaling, brightness 


controlled sprites with the 180 GLINE stars in the background... No problems 
down there either). 


Greets, 


Jan-Lieuwe 


-—-MESSAGE FILE 12374 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000386 


--MESSAGE FILE 12375 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000387 
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Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Rotation problems 

Date: Tue, 09 Jun 1998 20:49:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <357d9f83.668434@www.netyaroze-europe. com> 
References: <35007aal.25789418@news.playstation.co.uk> <61k01k$1298@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: th-engl2-201.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 9 Jun 1998 20:58:58 +0200, "Jan-Lieuwe Koopmans" <moa@wxs.nl> 
wrote: 


>>I've been using rotation on sprites extensively in my game, but have 
>>come up with the following problems that REALLY annoy me. Is there 
>>something obvious I am doing wrong, or is it (as I assume) yet another 
>>bug in the psx (I was going to put 'another' in caps, but thought two 
>>capitalised words would merely annoy) 


I seem to remember my brother having the same problem with rotating 
large sprites for his edge entry game. 

He was told it was simply a matter of the playstation being totally 
optimised for small sprites, and some of the 'shortcuts' used to 
acheive this make large ones dead slow or worse, incorrect. 


Barry Swan 


-—-MESSAGE FILE 12375 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000387 


—--MESSAGE FILE 12376 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000388 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Strange graphics happening 

Date: Tue, 09 Jun 1998 21:05:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <357d9ff8.785374@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-engl2-201.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


I have some massive problems with a game demo I am writing. 
I wouldn't mind only it's for my dissertation at uni (ie my degree 
depends on it) and it's due in in 2 days! 


It's a horizontally scrolling shoot em up game, and when I try 

to have more than 20 enemies (that at this point simply consist of 
32x32 sprites that use gssortsprite) they flicker and jump around 
horribly. This is totally stupid, and I've tried varying every single 
bit of code I have to no avail. 
Also the rather unwanted side-effect of commenting out a function call 
that is only 2 lines of code prevents the 2 following functions calls 
to not work! 


I am totally panicking and would kill for any help! 


Because my university has failled to give me the required password and 
web site URL that goes with the yaroze I am using, I have had to put 
it on my brother's Middlesex account, and it can be found at: 


http: //www.netyaroze-europe.com/~middex2/ftp/problem/hard.zip 


BTW since I am a beginner to C programming, I don't understand header 
files properly, hence my program simply includes the other files (I 
can afford to compile it like this since I have a relatively meaty 
PC). What this means is that if you change any file, you'll have to 
do MAKE CLEAN before MAKE, else it won't register changes in anything 
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other than main.c. Sorry, it's wrong and I know it, but no time to 
change it now! 


Any help (incredibly) gratefully accepted! 


Barry Stuart Swan aka Gerbil 
-—-MESSAGE FILE 12376 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000388 


——MESSAGE FILE 12377 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000389 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Strange graphics happening 

Date: Wed, 10 Jun 1998 00:55:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <357dd747.5343342@news.playstation.co.uk> 
References: <357d9ff8.785374@www.netyaroze-europe. com> 
NNTP-Posting-Host: p25-kestrel-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 09 Jun 1998 21:05:58 GMT, burrowinggerbil@hotmail.com (Barry 
Stuart Swan) wrote: 


>I have some massive problems with a game demo I am writing. 

>I wouldn't mind only it's for my dissertation at uni (ie my degree 
>depends on it) and it's due in in 2 days! 

> 

>It's a horizontally scrolling shoot em up game, and when I try 

>to have more than 20 enemies (that at this point simply consist of 
>32x32 sprites that use gssortsprite) they flicker and jump around 
>horribly. This is totally stupid, and I've tried varying every single 
>bit of code I have to no avail. 
>Also the rather unwanted side-effect of commenting out a function call 
>that is only 2 lines of code prevents the 2 following functions calls 
>to not work! 

> 
>I am totally panicking and would kill for any help! 
> 
>Because my university has failled to give me the required password and 
>web site URL that goes with the yaroze I am using, I have had to put 
>it on my brother's Middlesex account, and it can be found at: 

> 

>http://www.netyaroze-europe.com/~middex2/ftp/problem/hard.zip 

> 

>BIW since I am a beginner to C programming, I don't understand header 
>files properly, hence my program simply includes the other files (I 
>can afford to compile it like this since I have a relatively meaty 
>PC). What this means is that if you change any file, you'll have to 
>do MAKE CLEAN before MAKE, else it won't register changes in anything 
>other than main.c. Sorry, it's wrong and I know it, but no time to 
>change it now! 

> 

>Any help (incredibly) gratefully accepted! 

> 

>Barry Stuart Swan aka Gerbil 


Here's what I found. You use a variable currentBuffer to point to the 
currently active double buffer. The value of this variable gets set 
in the RenderWorld() function. The problem is that the variable is 
used before you use the RenderWorld() function for the first time. As 
it is uninitialised it will probably have a crap value in it, 
therefore when you use it the first time around in GsSortSprite() etc, 
you are bound to be crapping over some memory. 


What I did as a quick fix was; 


in the i_screen.c file I created a new function; 
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void RenderStart (void) 
{ 

currentBuffer = GsGetActiveBuff (); // determine which 
buffer is to be used 


GsClearOt(0, 0, &OTable_Header[currentBuffer]); // clear out 
OTable sorting info 
GsSetWorkBase( (PACKET*) Packet_Memory [currentBuffer]); 
} 


I then removed the above three lines from the RenderWorld() function. 


I then changed the main() function so that RenderStart() is called 
before any updates.... 


void main() 


{ 


Initialise (); 


while (GameRunning == 1) 


{ 
Counter += 1; 
// Increment game counter 


RenderStart (); // ADDED 
UpdatePlayers(); 


// React to player input 

UpdateWorld(); // Update all 
the sprites 

RenderWorld(); // draw the 
screen 


)չ 


ResetGraph (3); 
} 


The flickering sprites have gone on my system after I applied this. 
Hope this helps ! 
Good luck. 


Richard. 


—-MESSAGE FILE 12377 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000389 


—--MESSAGE FILE 12378 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000390 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Rotation problems 
Date: 10 Jun 1998 05:13:50 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 
Message-ID: <slrn6ns5gd.td.tjs@indy1l6.cs.monash.edu.au> 

References: <35007aal.25789418@news.playstation.co.uk> <61k01k$1298@chuka.playstatio 
n.co.uk> <357d9f83.668434@www.netyaroze-europe. com> 

NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Tue, 09 Jun 1998 20:49:35 GMT, Barry <burrowinggerbil@hotmail.com> wrote: 
>On Tue, 9 Jun 1998 20:58:58 +0200, "Jan-Lieuwe Koopmans" <moa@wxs.nl> 
>wrote: 

> 

>>>I've been using rotation on sprites extensively in my game, but have 
>>>come up with the following problems that REALLY annoy me. Is there 
>>>something obvious I am doing wrong, or is it (as I assume) yet another 
>>>bug in the psx (I was going to put ‘another' in caps, but thought two 
>>>capitalised words would merely annoy) 
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> 

>I seem to remember my brother having the same problem with rotating 
>large sprites for his edge entry game. 

>He was told it was simply a matter of the playstation being totally 
>optimised for small sprites, and some of the 'shortcuts' used to 
>acheive this make large ones dead slow or worse, incorrect. 


Not at all. it's the texture cache (again). you can only do (from memory) 
a 32x32 16bit sprite, a 64x32 8 bit sprite, and a 128x32 4 bit sprite 
without overflowing the texture cache. 


If, however, you split a 256x256 16 bit sprite up into 64 32x32 
sprites, then your texture cache misses will be less pathological, at 
odd rotations, and the whole thing should be a lot faster. 


this last bit is hypothesis, but i think it's a pretty sound. what's happening 
is that as the texture rotates past a few degrees, the vmem reads are scattered 
all over the texture for a particular scanline. the GPU caches areas of the 
texture, and then has to throw them out again, for the next scanline, when it 
goes back to the start of the texture. if you split it up, then the GPU only 
sees a small area at a time, which fits completely in its cache, so it doesn't 
need to do as many (? depends on the caching algorithm) reads and those reads 
aren't doubled up (if one texel maps to >1 pixel). 


This is something that I think Sony should comment definitively upon, because 
I'm sure that it's hurting the performance of a lot of people's code. 


toby. 
—-MESSAGE FILE 12378 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000390 


--MESSAGE FILE 12379 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000391 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Strange graphics happening 

Date: Wed, 10 Jun 1998 17:45:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <357ec606.903554@www.netyaroze-europe. com> 

References: <357d9ff8.785374@www.netyaroze-europe.com> <357dd747.5343342@news.playst 
ation.co.uk> 

NNTP-Posting-Host: th-eng12-230.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Yup, that was the problem *slaps forehead* 
Thanks a million :) 


Barry Swan aka Gerbil 
-—-MESSAGE FILE 12379 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000391 


—-MESSAGE FILE 12380 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000392 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: [Q] How to remove the "Interlaced-Line"...? 

Date: Thu, 11 Jun 1998 21:08:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <61lp9uh$s984@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1024.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:357 scee.yaroze.freetalk.english 
21130 scee.yaroze.programming.2d_graphics:392 


Hi Folks, 
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Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
annoying (dashed) line at the top of my screen. I use the 
GsSortClear-function to clear the screen before drawing and I set my Display 
Buffers to respectively (0,0) and (512,0). Am I missing something here...? 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 12380 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000392 


—-MESSAGE FILE 12381 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000393 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: [Q] How to remove the "Interlaced-Line"...? 

Date: Thu, 11 Jun 1998 21:08:03 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6lpa8a$s985@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1178.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:358 scee.yaroze.freetalk.english 
21131 scee.yaroze.programming.2d_graphics:393 


Hi Folks, 


Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
annoying (dashed) line at the top of my screen. I use the 
GsSortClear-function to clear the screen before drawing and I set my Display 
Buffers to respectively (0,0) and (512,0). Am I missing something here...? 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 12381 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000393 


—-MESSAGE FILE 12382 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000394 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: Re: [Q] How to remove the "Interlaced-Line"...? 

Date: Fri, 12 Jun 1998 08:58:40 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <3580DFB0.FBD40D4A@scee.sony.co.uk> 

References: <61p9uhSs984@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:359 scee.yaroze.freetalk.english 
21137 scee.yaroze.programming.2d_graphics:394 


Jan-Lieuwe Koopmans wrote: 

> 

> Whenever I switch to interlaced mode (512x480 to be exactly) I get this 

> annoying (dashed) line at the top of my screen. I use the 

> GsSortClear-function to clear the screen before drawing and I set my Display 
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> Buffers to respectively (0,0) and (512,0). Am I missing something here...? 
In Interlaced mode, the display buffers should be set to the _same_ 


address. The GPU will automatically 'skip' every other line when drawing 
in interlaced mode, so it doesn't matter that the two buffers are interleaved. 


Cheers, 


James 
—-MESSAGE FILE 12382 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000394 


--MESSAGE FILE 12383 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000395 

Path: chuka.playstation.co.uk!news 

From: “Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze.programmi 
ng.2d_graphics 

Subject: Re: [Q] How to remove the "Interlaced-Line"...? 

Date: Fri, 12 Jun 1998 21:33:36 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6lrvqc$s9813@chuka.playstation.co.uk> 

References: <6l1p9uhS$s984@chuka.playstation.co.uk> <3580DFB0O.FBD40D4A@scee.sony.co.uk 
> 
NNTP-Posting-Host: amf1186.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:360 scee.yaroze.freetalk.english 
21150 scee.yaroze.programming.2d_graphics:395 


>> Whenever I switch to interlaced mode (512x480 to be exactly) I get this 
>> annoying (dashed) line at the top of my screen. I use the 

>> GsSortClear-function to clear the screen before drawing and I set my 
Display 

>> Buffers to respectively (0,0) and (512,0). Am I missing something 
here...? 

> 

>In Interlaced mode, the display buffers should be set to the _same_ 
>address. The GPU will automatically 'skip"' every other line when drawing 
>in interlaced mode, so it doesn't matter that the two buffers are 
interleaved. 

> 

>Cheers, 

> 

>James 


Thanx! That did the job... 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 12383 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000395 


—-MESSAGE FILE 12384 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000396 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Obtaining the current light mode and fog settings 

Date: Fri, 12 Jun 1998 21:42:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <61ls0bb$s9814@chuka.playstation.co.uk> 

References: <6bv123Sbej10@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1186.wxs.nl 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:396 scee.yaroze.pr 
ogramming.3d_graphics: 622 


>Excuse me if I'm being thick, but... 

> 

>I understand that the light mode can be set using GsSetLightMode, but is 
>there a way of 'getting' the current light mode ? 
> 

>( ditto for the fog settings ) 

> 

> 

>Any help appreciated 

> 

> 

> 

>Steve Dunn 

> 


You could keep a copy of the parameters. This way you can always see what's 
the current Light Mode. So, something like this: 


// KKK 
u_short CurrentLightMode = 0; 


void SetLightMode (u_short mode) 
{ 
CurrentLightMode = mode; 
GsSetLightMode (mode); 
} 


// kkk 


As far as I know there is no other way... 


Greets, 


Jan-Lieuwe 


--MESSAGE FILE 12384 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000396 


——MESSAGE FILE 12385 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000397 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Obtaining the current light mode and fog settings 

Date: Sat, 13 Jun 1998 11:15:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 8 

Message-ID: <35825145.C98B9DCD@scee.sony.co.uk> 

References: <6bv123Sbej10@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:397 scee.yaroze.pr 
ogramming.3d_graphics: 625 


Steve Dunn wrote: 

> 

> I understand that the light mode can be set using GsSetLightMode, but is 
> there a way of 'getting' the current light mode 7 


The mode is stored in an internal variable, but I'm not sure if it's 
exported, and therefore accessable. Try accessing the global variable 


Net Yaroze newsgroups message dump.txt Page 8203 


GsLIGHT_MODE. 
—-MESSAGE FILE 12385 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000397 


——MESSAGE FILE 12386 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000398 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: rectangle ordering 

Date: Tue, 16 Jun 1998 18:43:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3586AEC1.2E8A@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


I'm drawing several rectangles, and I guess I'm expecting them to appear 
on top of each other depending on the order I draw them, with the one I 
draw first being at the back, and so on. I'm putting them all at the 
front of the OT (ie =0). 

But ... the one I draw first is at the front, and subsequent ones behind 
it.. is this normal ? ... am I doing something wrong ? ... Can I get it 
to do it the other way around ? 


ta 


Charlie 
—-MESSAGE FILE 12386 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000398 


—--MESSAGE FILE 12387 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000399 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: rectangle ordering 

Date: Tue, 16 Jun 1998 22:20:43 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <3586E1AB.4093235@scee.sony.co.uk> 
References: <3586AEC1.2E8A@livemedia.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Charlie wrote: 


I'm drawing several rectangles, and I guess I'm expecting them to appear 
on top of each other depending on the order I draw them, with the one I 
draw first being at the back, and so on. I'm putting them all at the 
front of the OT (ie =0). 

But ... the one I draw first is at the front, and subsequent ones behind 
it.. is this normal ? ... am I doing something wrong ? ... Can I get it 
to do it the other way around ? 


VVVVVVV N 


When you insert a sprite into the OT at a certain priority, that sprite 
is joined to the HEAD of the linked list that makes up the OT. Therefore 
what gets drawn first is what is at the start of the list. 

If you want it the other way around, then insert your rects backwards. 

If you can't do this, then insert the 'nearer' rects at lower priorities, 
and the 'further' rects at higher priorities. There's a related post 
from me somewhere which explains priorities in some detail. 
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Cheers, 


James 
—-MESSAGE FILE 12387 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000399 


—-MESSAGE FILE 12388 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000400 

Path: chuka.playstation.co.uk!news 

From: ia95ruza <ia95ruza@htl—-bw.ch> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Looking for NetYaroze people in Switzerland 
Date: Wed, 17 Jun 1998 07:22:57 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <358752B1.AEDOB2E4@ht1l-bw.ch> 
NNTP-Posting-Host: bs466a.cs.htl-bw.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hello NetYaroze-Freaks! 
We are looking for Programmers here in Switzerland (Basel). If you wanna 
change your hobby to a REAL LIFE, so can you contact me under: 
robert .ruza@nextron.ch 
We wanna start serious programming, so just mail fast.... 


With best regards 
Rob 


—-MESSAGE FILE 12388 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000400 


——MESSAGE FILE 12389 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000401 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: animation speed 

Date: Sat, 20 Jun 1998 14:55:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6mgf7eSkhq2@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I am producing a game where a meteor is animated by switching between 
different values of the Tpage offset (using switch...case). Is it possible 
to slow this animation down without affecting the rest of the sprites on 
screen? 

Thanks in advance, 

John Whitmore 


—-MESSAGE FILE 12389 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000401 


—-MESSAGE FILE 12390 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000402 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: animation speed 

Date: Mon, 22 Jun 1998 14:29:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 21 

Message-ID: <358E5C46.7FD4384F@ndirect.co.uk> 
References: <6mgf7eSkhq2@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-53.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


John Whitmore wrote: 


I am producing a game where a meteor is animated by switching between 
different values of the Tpage offset (using switch...case). Is it possible 
to slow this animation down without affecting the rest of the sprites on 
screen? 

Thanks in advance, 

John Whitmore 


V N: A: MO AVN 


Why, of course you can. When you change the offset (u,v in GsSprite structure) 
it will only affect the next sprite which is sorted into the OT (using 
GsSortSporte or GsSortFastSprite). Sprites which have already been sorted will 
not be affected by any changes made to variables afterwards. 


Does that help? 


Herbs 


—-MESSAGE FILE 12390 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000402 


——MESSAGE FILE 12391 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000403 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: animation speed 

Date: Mon, 22 Jun 1998 15:08:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6mm5jrSkhq8@chuka.playstation.co.uk> 

References: <6mgf7eSkhq2@chuka.playstation.co.uk> <358E5C46.7FD4384F@ndirect.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Why, of course you can. When you change the offset (u,v in GsSprite 
structure) 

>it will only affect the next sprite which is sorted into the OT (using 
>GsSortSporte or GsSortFastSprite). Sprites which have already been sorted 
will 

>not be affected by any changes made to variables afterwards. 

>Does that help? 

>Herbs 


Cheers. It got me thinking and made me realise all I needed to do was to 
add "cases" between those defined and not change the U/V off set in them, 
just had one to the counter! 

DOH!! 


—-MESSAGE FILE 12391 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000403 


——MESSAGE FILE 12392 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000404 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: animation speed 

Date: Tue, 23 Jun 1998 20:08:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6moufjSenm1l1@chuka.playstation.co.uk> 
References: <6mgf7eSkhq2@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


You may want to take a look at my animated sprites lib. It is an easy way to 
control sprites, even non-animated ones :) 

Just take a look at my Yaroze pages from my web site at 

http: //www.nettech.demon.co.uk 


JohnT 


John Whitmore wrote in message <6mgf7eSkhq2@chuka.playstation.co.uk>... 
> 


> I am producing a game where a meteor is animated by switching between 
>different values of the Tpage offset (using switch...case). Is it 
possible 


>to slow this animation down without affecting the rest of the sprites on 
>screen? 

> Thanks in advance, 

John Whitmore 


> 
> 
> 


—-MESSAGE FILE 12392 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000404 


—--MESSAGE FILE 12393 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000405 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 512th line mystery (was Hi-res question) 
Date: Sat, 27 Jun 1998 21:43:43 +0100 

Organization: Bacardi Ferrari V12 

Lines: 18 

Message-ID: <3595597F.62ED@manc.u-net.com> 
References: <6ktosl1$jp31@emeka.playstation.co.uk> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Colin_Hughes@Playstation.sony.com wrote: 

> This is a wonderfull hardware bug, caused by the Playstation GPU > clipping all ob 
jects greater than 511 Y lines. 

> If you use 510 lines you will be ok, otherwise add 2 GsBOX prims to 

> clear the screen... 


That one had me stumped for a while I can tell you. You can see 
the result of my own workaround in Gravitation's MAP #2 -- the 
strange orange "sun" area at the bottom of the map was put there 
for the simple reason that the 512th line just would not clear -- 
it'd display the bottom line of whatever map you had last played on 
which would look terrible when it was supposed to be all black 
around that odd central space blobby area. Spooky. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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-—-MESSAGE FILE 12393 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000405 


—-MESSAGE FILE 12394 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000406 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Sprite bug ? or me ? 

Date: Sat, 04 Jul 1998 14:06:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <359E28D7.4E53@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


I've got some strage behaviour happening with a some sprites. 
The sprites I'm using are 8 pixels high, and vary between 6,7,8,9 pixels 
wide, and they're being used with no scaling or rotation. 


What seems to be happening is that occasionally, on some of them, one 
vertical line in the sprite is drawn twice causing a distortion effect. 
Almost like its trying scale it horizontally in some way. Does that make 
any sense ? 


Are there any known bugs with sprites ? Any one got any ideas ? 


One thing has just occured to me .. The source image is an 8-bit 256 
pixels square image, with the sprites living at various locations in 
there. I'm setting up a base GsSPRITE with u,v=0,0 and w,h=256,256 and 
then I'm copying various regions from the source image by modifying the 
u,v and w,h values of this base GsSSPRITE. What I'm not doing is 
recalculating the 'Texture Page' info every time. Should this work ok ? 
It seems to other than the bug I'm talking about. 


Hope some of this makes sense to someone ! 
cheers 
Charlie 


P.S. Has the world cup and England Argentina etc, just bypassed Yaroze 

users, or is everyone just keeping out of the ng's, or does no-one care! 

—-MESSAGE FILE 12394 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000406 


——MESSAGE FILE 12395 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000407 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite bug ? or me ? 

Date: Sun, 05 Jul 1998 10:21:36 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <359F45A0.D1846764@compuserve. com> 
References: <359E28D7.4E53@livemedia.co.uk> 
NNTP-Posting-Host: 1d05-083.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Charlie wrote: 
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Hi, 


I've got some strage behaviour happening with a some sprites. 
The sprites I'm using are 8 pixels high, and vary between 6,7,8,9 pixels 
wide, and they're being used with no scaling or rotation. 


What seems to be happening is that occasionally, on some of them, one 
vertical line in the sprite is drawn twice causing a distortion effect. 
Almost like its trying scale it horizontally in some way. Does that make 
any sense ? 


HVVVVVVVV VV VV 


have had a similar problem, I sorted out mine by making sure that the sprites 
were 

aligned to 4 bit boundary (even numbers may work) in the x direction, in video 
memory. 

There is another thread on here that discusses this very problem. 


Cheers 


Nick (S) 
-—-MESSAGE FILE 12395 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000407 


—-MESSAGE FILE 12396 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000408 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Sun, 05 Jul 1998 16:26:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <359fa89f.1123741@www.netyaroze-europe. com> 

References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve. com> 
NNTP-Posting-Host: stu-dialup15.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I assume its got something to do with the way 4bit clut and 8bit clut 
lookup sprites are stored. If thats right, then 4bit clut sprites 
should be 4bit aligned, 8bit clut sprites should be 2bit aligned, and 
15bit colour can be anything 


Robert Swan 

rsl108@mdx.ac.uk 

—-MESSAGE FILE 12396 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000408 


—-MESSAGE FILE 12397 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000409 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Mon, 06 Jul 1998 16:46:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35A0F14F.C43A88CF@ndirect.co.uk> 

References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve.com> <359f 
a89f.1123741@www.netyaroze-europe. com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-47.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 
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> I assume its got something to do with the way 4bit clut and 8bit clut 
> lookup sprites are stored. If thats right, then 4bit clut sprites 

> should be 4bit aligned, 8bit clut sprites should be 2bit aligned, and 
> 15bit colour can be anything 

> 


That sounds a little confusing, but I get what you're saying. Maybe I 
can be rude enough to re-phrase. 


Sprite data (or TIMs) should be horizontally aligned on 16-bit 
bounderies. i.e. 4-bit images should be on 4 pixel bounderies, and 
8-bit images on 2 pixel bounderies. This should also applied to image 


width. i.e. the width of a 4-bit image should be a multiple of 4 pixels 
etc. I found this when trying to use a 7x7, 4-bit sprite and got grabage 
on the 8th pixel across. There is an exception with 1x1 sprites tho, 
although I beleive they should still be aligned correctly. 


Hope this is of some help. 


Herbs 


-—-MESSAGE FILE 12397 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000409 


—--MESSAGE FILE 12398 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000410 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Mon, 06 Jul 1998 19:22:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <35A115EB.3453F7CF@compuserve. com> 

References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve.com> <359f 
a89f.1123741@www.netyaroze-europe.com> <35A0F14F.C43A88CF@ndirect.co.uk> 
NNTP-Posting-Host: 1d24-140.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Herbs wrote: 

> width. i.e. the width of a 4-bit image should be a multiple of 4 pixels 
> etc. I found this when trying to use a 7x7, 4-bit sprite and got grabage 
> on the 8th pixel across. There is an exception with 1x1 sprites tho, 

> although I beleive they should still be aligned correctly. 


I thought they could be any length you liked, I'm sure I've got 7 9 & 11 
pixel wide 16 bit sprites. 


Nick S 
—-MESSAGE FILE 12398 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000410 


—-MESSAGE FILE 12399 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000411 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Mon, 06 Jul 1998 19:33:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35A1187A.551DC7D4@compuserve. com> 

References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve.com> <359f 
a89f.1123741@www.netyaroze-europe.com> <35A0F14F.C43A88CF@ndirect.co.uk> <35A115EB.3 
453F7CF@compuserve.com> 
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NNTP-Posting-Host: 1d24-140.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nick Slaven wrote: 


Herbs wrote: 

> width. i.e. the width of a 4-bit image should be a multiple of 4 pixels 
> etc. I found this when trying to use a 7x7, 4-bit sprite and got grabage 
> on the 8th pixel across. There is an exception with 1x1 sprites tho, 

> although I beleive they should still be aligned correctly. 


I thought they could be any length you liked, I'm sure I've got 7 9 & 11 


> 
> 
> 
> 
> 
> 
> 
> 
> pixel wide 16 bit sprites. 
> 

Օ 


ops forgot that I'm not using GsSortFastSprite if that makes any difference 


Nick S 


8210 


—-MESSAGE FILE 12399 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000411 


——MESSAGE FILE 12400 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000412 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite bug ? or me ? 

Date: Mon, 06 Jul 1998 23:06:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35a15812.938475@www.netyaroze-europe.com> 


References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve.com> <359f 
a89f.1123741@www.netyaroze-europe.com> <35A0F14F.C43A88CF@ndirect.co.uk> <35A115EB.3 


453F7CF@compuserve.com> <35A1187A.551DC7D4@compuserve. com> 
NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 06 Jul 1998 19:33:30 +0100, Nick Slaven 
<NickSlaven@compuserve.com> wrote: 


>Nick Slaven wrote: 

>> 

>> Herbs wrote: 

>> > width. i.e. the width of a 4-bit image should be a multiple of 4 pixels 
>> > etc. 1 found this when trying to use a 7x7, 4-bit sprite and got grabage 
>> > on the 8th pixel across. There is an exception with 1x1 sprites tho, 

>> > although I beleive they should still be aligned correctly. 

>> 

>> I thought they could be any length you liked, I'm sure I've got 7 9 & 11 

>> pixel wide 16 bit sprites. 

>> 

>Oops forgot that I'm not using GsSortFastSprite if that makes any difference 
> 

>Nick S 


Hmm, somethings bizarre. When I did 8 121 sprite it seemed to make it 
a 4x1 sprite (for 16colour) so i had to make sure my 1x1 sprite had 
the black as transparent option set otherwise i got solid black to the 
right of the dot. In fact, you can see this in the starfield demo on 
my webpage. It seems maybe we all get different results, but Id say 
try to keep them 16bit aligned :) 


Robert Swan 
rsl08@mdx.ac.uk 


—-MESSAGE FILE 12400 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000412 


--MESSAGE FILE 12401 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000413 
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Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Tue, 07 Jul 1998 01:38:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35A16E15.9EFBCFBD@compuserve. com> 

References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve.com> <359f 
a89f.1123741@www.netyaroze-europe.com> <35A0F14F.C43A88CF@ndirect.co.uk> <35A115EB.3 
453F7CF@compuserve. com> 

NNTP-Posting-Host: 1d49-029.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nick Slaven wrote: 
> I thought they could be any length you liked, I'm sure I've got 7 9 & 11 
> pixel wide 16 bit sprites. 


errrmm for 16 bit read 16 colour, 4 bit, 
DOH! 


Nick S 
—-MESSAGE FILE 12401 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000413 


—-MESSAGE FILE 12402 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000414 

Path: chuka.playstation.co.uk!news 

From: Mark Green <Mark.Green@reading.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Scrolling backgrounds 

Date: 08 Jul 1998 11:00am 

Organization: None 

Lines: 12 

Message-ID: <6nvfvm$9o01@chuka.playstation.co.uk> 
NNTP-Posting-Host: jupiter.rdg.ac.uk 


I am trying to create a 2D scrolling cloud-type background that is 
automatically generated by an algorithm. I have the algorithm to generate 
the next line to be scrolled on given the previous line, but I am having 
some problem making the scrolling itself happen. 

It would seem to make sense that I should hold the background somewhere 
in video RAM, scroll and update it there then copy it to the frame buffer. 
Unfortunately this seems to be very inefficient (requiring two full-screen 
blits per frame, one to scroll the buffer and another to copy it to the frame 
buffer) and will not work with the non-blocking operations anyway since the 
scroll must be assured complete before the copy can take place. 

I am sure that there is a more efficient way of doing this type of thing 
but it is eluding me at the moment :) Can anyoone give me any pointers? 
—-MESSAGE FILE 12402 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000414 


--MESSAGE FILE 12403 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000415 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling backgrounds 

Date: Wed, 08 Jul 1998 11:21:54 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 30 

Message-ID: <35A34842.A7B6E58C@scee.sony.co.uk> 
References: <6nvfvm$901@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 8212 


Mark Green wrote: 

> 

Unfortunately this seems to be very inefficient (requiring two full-screen 
blits per frame, one to scroll the buffer and another to copy it to the frame 
buffer) and will not work with the non-blocking operations anyway since the 


> 
> 
> 
> scroll must be assured complete before the copy can take place. 


I guess you're calculating the next line in main ram and loading it with LoadImage, 
then performing a MoveImage to scroll it? 


You can call these two functions together - since GPU commands are queued up interna 
lly, 
the MoveImage will wait until the LoadImage has finished before completion. So you 


don't have to go: 


LoadImage (myNewLine) ; 
DrawSync (0); 
MovelImage (scrollMove) ; 


just: 


LoadImage (myNewLine) ; 
MovelImage (scrollMove) ; 


This might speed your program up a bit (but won't affect the GPU speed). 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


(((((This tagline in Stereo where available) )))) 
—-MESSAGE FILE 12403 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000415 


—-MESSAGE FILE 12404 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000416 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Wed, 08 Jul 1998 10:34:51 -0700 

Organization: Cisco Systems 

Lines: 26 

Message-ID: <35A3ADBB.72164A44@jps.net> 

References: <6nvfvm$9o0l1l@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


A cheezy-yet-effective way to create a scrolling background (as long 


as it is going one direction only) is to use a star field function 
and substitute semi-trans clouds for the stars. Vary the speed and 
size, too? That might be faster than computing the next line(s)...? 


Mark Green wrote: 


I am trying to create a 2D scrolling cloud-type background that is 
automatically generated by an algorithm. I have the algorithm to generate 
the next line to be scrolled on given the previous line, but I am having 
some problem making the scrolling itself happen. 

It would seem to make sense that I should hold the background somewhere 
in video RAM, scroll and update it there then copy it to the frame buffer. 
Unfortunately this seems to be very inefficient (requiring two full-screen 
blits per frame, one to scroll the buffer and another to copy it to the frame 
buffer) and will not work with the non-blocking operations anyway since the 
scroll must be assured complete before the copy can take place. 

I am sure that there is a more efficient way of doing this type of thing 
but it is eluding me at the moment :) Can anyoone give me any pointers? 


VVVVVVVVVVV VV 
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Mata ne, 


- Թ) suet tenchi@shell.jps.net hes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) see http://www. jps.net/tenchi 


—-MESSAGE FILE 12404 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000416 


--MESSAGE FILE 12405 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000417 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling backgrounds 

Date: Wed, 08 Jul 1998 22:35:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 104 

Message-ID: <35A3E63A.AC9E437C@compuserve. com> 
References: <6nvfvm$9o0l1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d06-164.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Mark Green wrote: 


I am trying to create a 2D scrolling cloud-type background that is 
automatically generated by an algorithm. I have the algorithm to generate 
the next line to be scrolled on given the previous line, but I am having 
some problem making the scrolling itself happen. 

It would seem to make sense that I should hold the background somewhere 
in video RAM, scroll and update it there then copy it to the frame buffer. 
Unfortunately this seems to be very inefficient (requiring two full-screen 
blits per frame, one to scroll the buffer and another to copy it to the frame 
buffer) and will not work with the non-blocking operations anyway since the 
scroll must be assured complete before the copy can take place. 

I am sure that there is a more efficient way of doing this type of thing 
but it is eluding me at the moment :) Can anyoone give me any pointers? 


VVVVVVVVVVV VV 


Have you considered using the 8616 stuff, I've got this working with a scrolling 
background image (which just happens to be some clouds hence the name sky!). 
heres the code 


// BG16 uses its own work area, gpupacket area not used (this equation is on 
// page 142 of the green book 
#define worksize (((BG_FRAME X/16+1) * (BG_FRAME X/16+1+1) *6+4) *2+2) 


GsBG BGSky; 

GsMAP mapSky; 

GsCELL cellSky[128]; 
u_short indexSky[16] [32]; 
u_long workSky[worksize]; 


void LoadSky (void) 
{ 

u_short tpage, cba; 
GsIMAGE Im; 

int 177772 


tpage=LoadTexture (TX_SKY, &Im) ; 


cha=GetClut (Im.cx,Im.cy) ; 
// chop the loaded tim into 16 pixel chunks 
for (i=0, y=0; y<128; y+=16) 
for (x=0; x<256; x+=16,i+t+) 
{ 


cellSky[i].u = x; 
cellSky[i]l.v Հ y; 
cellSky[i].cba = cba; 
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cellSky[i].tpage= tpage; 
} 


for (y=0, i=0, j=64; y<16; yt++) 
for (x=0; x<32;x++t) 
{ 
if (y<4) 
{ 
if (x<16) indexSky [y] [x] =it++; 
else indexSky[y] [x]= j++; 
} 
else 
indexSky [y] [x]=Oxffff; 
} 


mapSky.cellw = 16; 

mapSky.cellh = 16; 
mapSky.ncellw= 32; 
mapSky.ncellh= 16; 

mapSky.base = cellSky; 
mapSky.index = &indexSky[0] [0]; 


BGSky .attribute=1<<27|1<<24; 
BGSky .x=BG_ORG_X; 
BGSky . y=BG_ORG_Y; 
BGSky.w=BG_FRAME_X; 
BGSky.h=BG_FRAME_X; 
BGSky.scrol1x=0; 
BGSky.scrolly=0; 
BGSky.r=127; 
BGSky.g=127; 

BGSky .b=127; 
BGSky.map=é&mapSky; 
BGSky.scalex=ONE; 
BGSky.scaley=ONE; 
BGSky.rotate=0; 


GsInitFixBg16 (&BGSky, workSky) ; 
} 


void DrawSky (void) 

{ 

BGSky.scrollxtt; 

GsSortFixBg16 (&BGSky, workSky, &WorldOT[activeBuff], (1<<OT_LENGTH)-1); 
} 


You have to define the backgound for the entire screen area, but its ok to put 
in 

blank tiles, hence the Oxffff bit, also my tim is stored as two strips one above 
the other. To use, LoadSky initialises all the stuff for BG16, DrawSKy does 
exactly 

what it says, incidently you can alter the y scroll as well as any of the other 
parms in the GsBG struct. 


Cheers 


Nick (S) 
-—-MESSAGE FILE 12405 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000417 


——MESSAGE FILE 12406 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000418 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Wed, 08 Jul 1998 22:46:36 GMT 

Organization: SCEA News Server 

Lines: 52 

Message-ID: <35a3£513.14718586@news.scea.sony.com> 
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References: <6nvfvm$9o0l@chuka.playstation.co.uk> <35A34842.A7B6E58C@scee.sony.co.uk> 
NNTP-Posting-Host: 204.240.38.127 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 08 Jul 1998 11:21:54 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Mark Green wrote: 

>> 

>> Unfortunately this seems to be very inefficient (requiring two full-screen 

>> blits per frame, one to scroll the buffer and another to copy it to the frame 
>> buffer) and will not work with the non-blocking operations anyway since the 
>> scroll must be assured complete before the copy can take place. 

> 
>I guess you're calculating the next line in main ram and loading it with LoadImage, 
>then performing a MoveImage to scroll it? 

> 

At the start, wouldn't this be a slow way to do it -- getting a line 

from main RAM (load to video), and then moveimage before anything even 

happens? I thought main -» video blitting should not generally be 

done during gameplay, too slow? 


>You can call these two functions together - since GPU commands are queued up intern 
ally, 

>the MovelImage will wait until the LoadImage has finished before completion. So you 
>don't have to go: 

> 


So which and how many GPU commands can you call before you MUST call 
DrawSync (0)? 


>LoadImage (myNewLine) ; 
>DrawSync (0); 
>MovelImage (scrollMove) ; 
> 


>just: 

> 

>LoadImage (myNewLine) ; 

>MovelImage (scrollMove) ; 

> 

Similarly, is making many more moveimages than necessary going to slow 
down performance, than if just block blitting were done instead? It 
seems like doing a line-by-line thing might clog things up, especially 
if loading all the time from main mem. 


Jamin 


>This might speed your program up a bit (but won't affect the GPU speed). 
> 


>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 

>(((((This tagline in Stereo where available))))) 


—-MESSAGE FILE 12406 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000418 


——MESSAGE FILE 12407 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000419 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Wed, 08 Jul 1998 17:25:13 -0700 

Organization: Cisco Systems 

Lines: 56 

Message-ID: <35A40DE9.24722FCB@jps.net> 

References: <6nvfvm$9o0l1l@chuka.playstation.co.uk> <35A34842.A7B6E58C@scee.sony.co.uk> 
<35a3f513.14718586@news.scea.sony.com> 
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Reply-To: tenchi@jps.net 
NNTP-Posting-Host: dhcp-m-62-247.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Jamin Frederick wrote: 


Perss 


> >You can call these two functions together - since GPU commands are queued up inte 
rnally, 

> >the MoveImage will wait until the LoadImage has finished before completion. So yo 
u 

> >don't have to go: 

> > 

> So which and how many GPU commands can you call before you MUST call 

> DrawSync (0)? 


Any number, until you run out of system RAM. Basically, the ordering 
table (OT) just keeps track of all the drawing commands that the GPU 
needs to do. Until you call GsDrawOt(), you can keep doing GPU 
commands and queue them up in the OT. However, when you do call 
GsDrawOt(), the current GPU operations will probably be completed 
before working on your OT. So, maybe this works: 


LoadImage (myNewLine) ; 
MovelImage (scrollMove) ; 


// ... do other gfx processing 


GsDrawOt( ...blahblah... ); 
DrawSync (0); 


>LoadImage (myNewLine) ; 
>DrawSync (0); 
>MovelImage (scrollMove) ; 
> 


>Jjust: 

> 

>LoadImage (myNewLine) ; 

>MovelImage (scrollMove) ; 

> 

Similarly, is making many more moveimages than necessary going to slow 
down performance, than if just block blitting were done instead? It 
seems like doing a line-by-line thing might clog things up, especially 
if loading all the time from main mem. 


Jamin 


>This might speed your program up a bit (but won't affect the GPU speed). 
> 


VVVVVVVVVVVVVV VV VV VV VV VV 


>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 

>(((((This tagline in Stereo where available))))) 


In stereo? Dolby Pro-Logic Surround? 


Mata ne, Aer: er 

- Թ) test tenchi@shell.jps.net meee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) aie http://www. jps.net/tenchi 


—-MESSAGE FILE 12407 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000419 


——MESSAGE FILE 12408 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000420 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling backgrounds 

Date: Thu, 09 Jul 1998 09:15:19 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 45 

Message-ID: <35A47C17.4266BE24@scee.sony.co.uk> 

References: <6nvfvm$9o0l@chuka.playstation.co.uk> <35A34842.A7B6E58C@scee.sony.co.uk> 
<35a3f513.14718586@news.scea.sony.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jamin Frederick wrote: 


On Wed, 08 Jul 1998 11:21:54 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>I guess you're calculating the next line in main ram and loading it with LoadImag 


Ա 

>then performing a MoveImage to scroll it? 

> 

At the start, wouldn't this be a slow way to do it -- getting a line 
from main RAM (load to video), and then moveimage before anything even 
happens? I thought main -» video blitting should not generally be 
done during gameplay, too slow? 


VVVVVVOVVV VV 


According to Colin (who knows so much about the PSX internals that I think if you op 
ened up a PSX 

you'd see a miniature clone of him doing all the work), you can do about 8 full-scre 
en LoadImages in 

one frame. It's not too slow for one line then. 


> So which and how many GPU commands can you call before you MUST call 
> DrawSync (0) ? 


AFAIK, The internals have a queue of 64 commands - that means you can add 64 things 
in. Adding a 

command is just a matter of inserting it onto the end of the queue and going back to 
your program. 

The GPU is always checking to see if there's something to do in the queue, so it jus 

t processes new 

commands as they are inserted. HOWEVER, if the queue is full, then the function to a 

dd a GPU command 

to the queue will block until there is a space free. So you don't have to _ever_ cal 
1 DrawSync (0) - 

that's just used if the drawing time will go over one frame, because if you just wai 

t for a VSync (0) 

you might swap the buffers while the GPU is still busy drawing! 


Similarly, is making many more moveimages than necessary going to slow 
down performance, than if just block blitting were done instead? It 
seems like doing a line-by-line thing might clog things up, especially 
if loading all the time from main mem. 


V V V V 


I think one big Movelmage is going to be slightly faster than lots of little MovelIma 
ges, but I don't 
want to quote any statistics. It shouldn't be too hard to make a test program and co 
mpare the speed. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A diagnostic is someone who doesn't know if there are two Gods. 
—-MESSAGE FILE 12408 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000420 
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—--MESSAGE FILE 12409 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000421 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Thu, 09 Jul 1998 09:24:42 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <35A47E4A.FF7F9AC2@scee.sony.co.uk> 

References: <6nvfvm$9o0l@chuka.playstation.co.uk> <35A34842.A7B6E58C@scee.sony.co.uk> 
<35a3f513.14718586@news.scea.sony.com> <35A40DE9.24722FCB@jps.net> 

NNTP-Posting-Host: camfw0l1.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Elliott Lee wrote: 

> 

> > So which and how many GPU commands can you call before you MUST call 
> > DrawSync(0)? 


The OT is purely a tool for making sure you get the polygons onto the screen in the 

_correct_order_. 

It's basically a linked list of commands that the GPU has to perform ("Draw a triang 
le here! Put a 

quad over there!"). The GPU deals in such linked lists, so performing a DrawOT() jus 
t puts the head 

of this list (the last entry in the OT) in the queue (length = 64) of Lists The GPU 

Has To Process. 

So it only takes up one entry in the queue. A LoadImage/MoveImage also take up one p 
osition in the 

queue each. 


The length of each list can be as large as you like, until you run out of RAM. 


You only need to call DrawSync(0) when you need to do something (like flip the scree 
n) that can only 
be performed when you know the GPU has emptied its queue of things to do. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A diagnostic is someone who doesn't know if there are two Gods. 
—-MESSAGE FILE 12409 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000421 


—-MESSAGE FILE 12410 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000422 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Thu, 09 Jul 1998 17:35:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35A4F15C.D432AFFD@ndirect.co.uk> 

References: <359E28D7.4E53@livemedia.co.uk> <359F45A0.D1846764@compuserve.com> <359f 
a89f.1123741@www.netyaroze-europe.com> <35A0F14F.C43A88CF@ndirect.co.uk> <35A115EB.3 
453F7CF@compuserve.com> <35A1187A.551DC7D4@compuserve. com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-36.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Nick Slaven wrote: 


> Nick Slaven wrote: 

>> 

> > Herbs wrote: 

> > > width. i.e. the width of a 4-bit image should be a multiple of 4 pixels 
> > > etc. I found this when trying to use a 7x7, 4-bit sprite and got grabage 
> > > օո the 8th pixel across. There is an exception with 1x1 sprites tho, 

> > > although I beleive they should still be aligned correctly. 

>> 

> > I thought they could be any length you liked, I'm sure I've got 7 9 & 11 

> > pixel wide 16 bit sprites. 

>> 

> Oops forgot that I'm not using GsSortFastSprite if that makes any difference. 


Come to think of it, I did find the problem using GsSortFastSprite, and have 


since aligned all TIMs on 16-bit bounderies, so I'm not sure if the any problems 


exists for GsSortSprite. 


Herbs 


8219 


—-MESSAGE FILE 12410 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000422 


—--MESSAGE FILE 12411 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000423 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Scrolling backgrounds 

Date: Thu, 09 Jul 1998 17:57:16 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 

Message-ID: <35A4F66B.72C93CB6@ndirect.co.uk> 
References: <6nvfvm$9o0l1l@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-36.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Mark Green wrote: 


I am trying to create a 2D scrolling cloud-type background that is 
automatically generated by an algorithm. I have the algorithm to generate 
the next line to be scrolled on given the previous line, but I am having 
some problem making the scrolling itself happen. 

It would seem to make sense that I should hold the background somewhere 
in video RAM, scroll and update it there then copy it to the frame buffer. 
Unfortunately this seems to be very inefficient (requiring two full-screen 
blits per frame, one to scroll the buffer and another to copy it to the frame 
buffer) and will not work with the non-blocking operations anyway since the 
scroll must be assured complete before the copy can take place. 

I am sure that there is a more efficient way of doing this type of thing 
but it is eluding me at the moment :) Can anyoone give me any pointers? 


VVVVVVVVVV VV 


Just a thought... You may want to try an old scrolling technique to get the same 


effect, but with only one full screen blit. 


For this example, imagine that the screen resolution is 256x256 and you are 
scrolling 1 pixel (or column) at a time to the left. 1:11 assume that 256 
columns (0-255) have been pre-drawn. 
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What you do is set up a drawing area in VRAM which is twice as wide as the screen 


(512 column). Draw your next column at 256, and ALSO at 0. Now copy the are 
(1,0)-(256,255) to the screen area, and you've now got your image scrolled 1 
column to the left. Repeat for 256 frames. The idea is that you draw 1 column 


ahead, but you also duplicate that column, 1 column behind the screen. After 256 
frames, you'll have reached the right hand extent of your scroll image (remember 
it was twice the width of the screen), but you should also have an identical copy 
in the left half of this area, so you can jump back to the begining (columns 
0-255) and start the whole process again. 


Get that? Did that make sense? 


Hope this is of some help. If not, maybe I can explain again. 


Herbs 


—-MESSAGE FILE 12411 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000423 


—--MESSAGE FILE 12412 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000424 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Many images in one .tim 

Date: Fri, 10 Jul 1998 09:05:05 +0100 
Organization: S.R. Studios 

Lines: 6 

Message-ID: <35A5CB30.14D75ED6@hi.is> 
NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I have a .tim file, that has many different images in it. Can I cut it 
down when I've downloaded it to the Net Yaroze, so I can work with 
individual images or do they have to be in separate .tim files? 

Can anybody help me? 


—-MESSAGE FILE 12412 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000424 


——MESSAGE FILE 12413 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000425 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <colin_hughes@playstation.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite bug ? or me ? 

Date: Fri, 10 Jul 1998 16:39:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <605d51S$905@chuka.playstation.co.uk> 
References: <359E28D7.4E53@livemedia.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Fast Sprites ( not scaled or rotated ) must have even u co-ords, and even 
widths ( Because the GPU renders them 2 pixels at a time ) 
The X position is not limited however. 


Colin. 


Charlie wrote in message <359E28D7.4E53@livemedia.co.uk>... 
>Hi, 

> 

>I've got some strage behaviour happening with a some sprites. 
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>The sprites I'm using are 8 pixels high, and vary between 6,7,8,9 pixels 
>wide, and they're being used with no scaling or rotation. 

> 

>What seems to be happening is that occasionally, on some of them, one 
>vertical line in the sprite is drawn twice causing a distortion effect. 
>Almost like its trying scale it horizontally in some way. Does that make 
>any sense ? 

> 

>Are there any known bugs with sprites ? Any one got any ideas ? 

> 

>One thing has just occured to me .. The source image is an 8-bit 256 
>pixels square image, with the sprites living at various locations in 
>there. I'm setting սք a base GSSPRITE with u,v=0,0 and w,h=256,256 and 
>then I'm copying various regions from the source image by modifying the 
>u,v and w,h values of this base GsSPRITE. What I'm not doing is 
>recalculating the 'Texture Page' info every time. Should this work ok ? 
>It seems to other than the bug I'm talking about. 

> 

>Hope some of this makes sense to someone ! 

> 

>cheers 

> 

>Charlie 

> 

>P.S. Has the world cup and England Argentina etc, just bypassed Yaroze 
>users, or is everyone just keeping out of the ng's, or does no-one care! 


—-MESSAGE FILE 12413 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000425 


——MESSAGE FILE 12414 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000426 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <colin_hughes@playstation.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Fri, 10 Jul 1998 16:45:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6o5dgf$906@chuka.playstation.co.uk> 
References: <6nvfvm$901@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 
The most efficent way would be be perform the scroll as 2 moveimages.... 


Assuming scroll from left to right, with screen 256 wide and background at 
512x 


MovelImage (512,0)->(0,0) 256 wide 
First scroll 
LoadImage new line at 512,0 to 512,239 ( Assume 240 deep ) 


MovelImage (512+1,0)->(0,0) 255 wide 
MovelImage (512,0)->(255,0) 1 wide 


Second scroll 
Loadimage new line at 512+1,0 


MovelImage (512+2,0)->(0,0) 254 wide 
MovelImage (512,0)->( 256-2,0) 2 wide 


etc. ete 6ԵՇ..- 
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Colin 


Mark Green wrote in message <6nvfvm$9o0l@chuka.playstation.co.uk>... 

> I am trying to create a 2D scrolling cloud-type background that is 
>automatically generated by an algorithm. I have the algorithm to generate 
>the next line to be scrolled on given the previous line, but I am having 
>some problem making the scrolling itself happen. 

> It would seem to make sense that I should hold the background somewhere 
>in video RAM, scroll and update it there then copy it to the frame buffer. 
>Unfortunately this seems to be very inefficient (requiring two full-screen 
>blits per frame, one to scroll the buffer and another to copy it to the 
frame 

>buffer) and will not work with the non-blocking operations anyway since the 
>scroll must be assured complete before the copy can take place. 

> I am sure that there is a more efficient way of doing this type of thing 
>but it is eluding me at the moment :) Can anyoone give me any pointers? 


8222 


-—-MESSAGE FILE 12414 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000426 


—--MESSAGE FILE 12415 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000427 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Many images in one .tim 

Date: Fri, 10 Jul 1998 10:51:01 -0700 
Organization: Cisco Systems 

Lines: 25 

Message-ID: <35A65485.F1772FEB@jps.net> 
References: <35A5CB30.14D75ED6@hi.is> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


I can't see why not. Some people have suggested this method in order 
to do custom fonts. For example, assuming each character is an 8x8 
and you're using 16-bit colour and you only have A to Z in there, 
then you could have an 208x8 TIM in memory. Whenever you wanted to 
display a particular character, you'd adjust the GsSPRITE offsets. 


If you're working with CLUTs, that may prove to be trickier as you 
will have to account for the bit depth. But the concept should be the 
same. 


- e! 


Ari Pall Albertsson wrote: 

> 

I have a .tim file, that has many different images in it. Can I cut it 
down when I've downloaded it to the Net Yaroze, so I can work with 
individual images or do they have to De in separate .tim files? 

Can anybody help me? 


V V V V 


Mata ne, sient gori 

- e! Ա tenchi@shell.jps.net Ի2:3 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) դ http://www. jps.net/tenchi 


—-MESSAGE FILE 12415 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000427 


——MESSAGE FILE 12416 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000428 
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Path: chuka.playstation.co.uk!news 

From: Kevin <kevin@reality-—bytesX.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Many images in one .tim 

Date: Fri, 10 Jul 1998 21:50:07 +0100 
Organization: Reality-Bytes Coding Group 

Lines: 40 

Message-ID: <35A67E7F.807E7F4D@reality—bytesxX.demon.co.uk> 
References: <35A5CB30.14D75ED6@hi.is> 
NNTP-Posting-Host: reality-bytes.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


You can display any part of any image individually, take a look at the 
GsSPRITE structure, (page 32 of Library Reference book) it has the members 


unsigned short w Width of image 

unsigned short h Height of image 

unsigned char u x offset of top left of image within TIM 
unsigned char v y offset of top left of image within TIM 


among others. 

Note that the ս and v members are ‘unsigned char ' which gives them a 
maximum value of 255, because of this, I tend to keep my sprite pages down 
to 256 X 256. 


Modesty almost (almost but not quite) prevents me from suggesting that you 
take a look at my stuff on sprite manipulation and animation. It's at 


http: //www.netyaroze-europe.com/~gunhead/ftp/Blaster/blaster.zip 


It aint brilliant, still in very early stages. But it's an example. 


Hope this clears it all up for you. 
Kevin 


Remove 'X' from address to email me. 


Ari Pall Albertsson wrote: 


I have a .tim file, that has many different images in it. Can I cut it 
down when I've downloaded it to the Net Yaroze, so I can work with 
individual images or do they have to be in separate .tim files? 

Can anybody help me? 


V V V V 
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—-MESSAGE FILE 12416 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000428 


——MESSAGE FILE 12417 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000429 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Many images in one .tim 

Date: 11 Jul 1998 11:26:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <01bdacbeS8768d4c0Sbbe4b8c3Q@Angelal.intelligent-group.com> 


References: <35A5CB30.14D75ED6@hi.is> <35A67E7F.807E7F4DQ@reality-bytesX.demon.co.uk> 


NNTP-Posting-Host: d3-s22-187-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 
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Kevin <kevin@reality-—bytesxX.demon.co.uk> wrote in article 
<35A67E7F.807E7F4D@reality—bytesX.demon.co.uk>... 

> You can display any part of any image individually, take a look at the 
> GSSPRITE structure, (page 32 of Library Reference book) it has the 
members 


> ©: <= 

> 

> unsigned short w Width of image 

> unsigned short h Height of image 

> unsigned char u x offset of top left of image within TIM 
> unsigned char v y offset of top left of image within TIM 


Actually, Մ & V are offsets within the texture page, not the TIM 
- these are only the same if you align the TIM to the top left of the tpage 
(a good idea for this application as it makes the code shorter & quicker). 


That aside, it's pretty easy to do (my font driver works like that). 


Craig 

> 

> among others. 

> 

> Note that the u and v members are ‘unsigned char ' which gives them a 


v 


maximum value of 255, because of this, I tend to keep my sprite pages 
down 
> to 256 X 256. 


Erm. This doesn't alway's work that way - it's dependant on the bit depth 
of the 

image. You may have to mod the tpage index as well (again, not hard, but 
something 

to bear in mind). Keeping within one tpage for the images is the easiest 
way of doing 

ԼԵ 52 


Craig. 


-—-MESSAGE FILE 12417 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000429 


——MESSAGE FILE 12418 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000430 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Sat, 11 Jul 1998 13:47:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35A75EF1.C28E7COB@compuserve. com> 

References: <6nvfvm$9o0l1l@chuka.playstation.co.uk> <35A34842.A7B6E58C@scee.sony.co.uk> 
<35a3f£513.14718586@news.scea.sony.com> <35A47C17.4266BE24@scee.sony.co.uk> 

NNTP-Posting-Host: 1d10-248.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 

> 

> AFAIK, The internals have a queue of 64 commands - that means you can add 64 thing 
s in. Adding a 

> command is just a matter of inserting it onto the end of the queue and going back 

to your program. 

> The GPU is always checking to see if there's something to do in the queue, so it j 
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ust processes new 

> commands as they are inserted. HOWEVER, if the queue is full, then the function to 
add a GPU command 

> to the queue will block until there is a space free. So you don't have to _ever_ c 
all DrawSync(0) - 

> that's just used if the drawing time will go over one frame, because if you just w 
ait for a VSync(0) 

> you might swap the buffers while the GPU is still busy drawing! 

> 


Does this mean that using only one DrawOT, as I've seen in many yaroze programs, 
will cause a major bottleneck, as this call will block until GPU can cope with 
TE? 

Does this also mean that to get the best performance that we have to chop up the 
final 

OT into 64 command long chunks & draw these sequentially whilst processing the 
rest 

of the game logic? 

Finally does the GPU generate an interrupt when its queue is empty & if so can 
yaroze programmers get hold of it - to make the above easier? 


Nick (S) 
--MESSAGE FILE 12418 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000430 


——MESSAGE FILE 12419 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000431 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Scrolling backgrounds 

Date: Sun, 12 Jul 1998 14:55:37 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <35A8C059.F4CE9E15@scee.sony.co.uk> 

References: <6nvfvm$9o0l@chuka.playstation.co.uk> <35A34842.A7B6E58C@scee.sony.co.uk> 
<35a3f513.14718586@news.scea.sony.com> <35A47C17.4266BE24@scee.sony.co.uk> <35A75EF 
1.C28E7COB@compuserve.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Nick Slaven wrote: 


> 

> James Russell wrote: 

>> 

> Does this mean that using only one DrawOT, as I've seen in many yaroze programs, 
> will cause a major bottleneck, as this call will block until GPU can cope with 
> Te? 


No. DrawOT simply puts the head of the OT into the queue of commands for the GPU. Th 

e call WILL 

block if the queue is full (very unlikely). The functions you can call to put things 
in 

the queue are DrawOT, LoadImage, ClearImage and MoveImage. That means you can have u 

p to 64 of 

any combination of those functions queued up for the GPU. Most people only have one 
(DrawOT). 


> Does this also mean that to get the best performance that we have to chop up the 

> final OT into 64 command long chunks & draw these sequentially whilst processing t 
he 

> rest of the game logic? 


No - The queue for the GPU is made up of pointers to _linked_lists_ of commands, not 
commands 

themselves. You can have up to 64 _linked_lists_ in the queue before it will block. 

A single OT is a single linked list. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Bigamist : A large Italian fog. 
-—-MESSAGE FILE 12419 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000431 


—--MESSAGE FILE 12420 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000432 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 10:09:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 219 

Message-ID: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:408 scee.yaroze.programming.code 
warrior:297 scee.yaroze.programming.2d_graphics: 432 


Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96"48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
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#define SCREEN_HEIGHT 256 
#define MAX _SPRITES 1 
#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTextureInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 
void InitGraphics(); 
void LoadTimData(u_long address, GsIMAGE *texturelInfo); 


void LinkSpritetoTimData(GSSPRITE *sprite, GsIMAGE *textureInfo); 


void InitSprite(GsSPRITE *sprite); 


void main() 


{ 


int activeBuffer; 


InitGraphics(); 


while (1) 


{ 
activeBuffer = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 


GsClearot (0, 0, &gOrderTable[activeBuffer]); 


GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 


DrawSync (0); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 


void InitGraphics () 

setas OTTags [2] [1<<OT_LENGTH]; 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 
GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT); 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo) ; 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


0); 
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RECT rect; 


GsGetTimInfo( (u_long *) (address + 4), 


// Load image into frame buffer 


rect.x = textureInfo->px; 
rect.y = textureInfo->py; 
rect.w = textureInfo->pw; 
rect.h = textureInfo->ph; 


LoadImage (&rect, textureInfo->pixel); 
/*printf ("image x %d\n", 
printf ("image y %d\n", 
printf("image w %d\n", 
printf ("image h %d\n", 


/* pmode takes these values (binary): 


0000 4 bit, no clut 
1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 

* / 


// Load the CLUT into the frame buffer, 


if (textureInfo->pmode & 0x8) 
{ 


rect.x = textureInfo->cx; 
rect.y = textureInfo->cy; 
rect.w = textureInfo->cw; 
rect.h = textureInfo->ch; 


LoadImage(&rect, textureInfo->clut); 

/*printf("clut x %d\n", 
printf("clut y %d\n", 
printf ("clut w %d\n", 
printf("clut հ %d\n", 
} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSPRITE *sprite, 


{ 


int pixelsPerWord, texturePage; 
InitSprite (sprite); 

// Get texture page ID 
texturePage = 


textureInfo->py) ; 


// Work out bit depth 


switch (textureInfo->pmode & 0x7) 
{ 
case 0: 
pixelsPerWord = 4; // 4 bit 
break; 
case 1: 
pixelsPerWord = 2; // 8 bit 
break; 
case 2: 
pixelsPerWord = 1; // 16 bit 
default: 
// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 

} 


sprite->attribute = 0 + (1<<6) + 


// width in 16-bit words 


Get TPage (textureInfo->pmode & 0x7, 0, 


(textureInfo->pmode & 0x7) 


texturelInfo); 


(NOT pixels) 


textureInfo->px) ; 
textureInfo->py) ; 
textureInfo->pw) ; 
textureInfo->ph) ; */ 


if it has one 


// x pos in frame buffer 
// y pos in frame buffer 
// width of CLUT 
// height of CLUT 


// load data into frame buffer 


textureInfo->cx) ; 
textureInfo->cy) ; 
textureInfo->cw) ; 
textureInfo->ch) ;*/ 


GsIMAGE *texturelInfo) 


textureInfo->px, 


(number of pixels per word) 


<< 24 + 


Page 
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(1<<30) + (1<<31); 

sprite->tpage = texturePage; 
sprite->cx = textureInfo->cx; 
sprite->cy = textureInfo->cy; 


} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 

sprite->attribute = 0; 


sprite->x = 32; 
sprite->y = 32; 
sprite->w = 32; 


first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 
sprite->u = 0; 
sprite->v = 0; 
sprite->cx = 0; 
sprite->cy = 0; 


sprite->r = 128; 
sprite->g = 128; 
sprite->b = 128; 


sprite->mx = 0; 
sprite->my = 0; 


sprite->scalex = ONE; // ONE = 4096 
sprite->scaley = ONE; 
sprite->rotate = 0; 


// CLUT x axis position 
// CLUT y axis positio 


// don't want to display whole TIM, 


just the 
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—-MESSAGE FILE 12420 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000432 


——MESSAGE FILE 12421 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000433 
Path: 
From: jaminl@psu.edu 
Newsgroups: 
Subject: Re: banding tiles/sprites 
Date: Wed, 15 Jul 1998 14:26:56 GMT 
Organization: SCEA News Server 
Lines: 74 
Message-ID: 
References: 
<3576585C.D2416D3A@compuserve.com> 
NNTP-Posting-Host: 204.240.38.127 
X-Newsreader: Forte Free Agent 1.11/32.235 


(Jamin Frederick) 


So probably the best way to arrange sprites when the artist is drawing 
(which will not be bl 


them, is to make the gridlines 
boundaries that are a multiple of 4 minus 1, 
so that the immediate pixel 


after the vertical 


scee.yaroze.programming.2d_graphics 


<35acb9e3.589477230@news.scea.sony.com> 
<35747c33.107351303@news.scea.sony.com> <3575A107.789BF738@netmagic.net> 


chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


litted) fall on 
1265. 3, 17 11, 15> EEC ey 
gridline will be a 


multiple of 4. Gridlines are not necessary, 
artist to see what is going on. 


Another point, 


sprites, since if you have a small sprite 


large bounding 
that space for 
use a smaller sprite box, 
cutting down on TIM size as well. 


box, you're doing a 


specify the different sprite sizes when creating your sprites, 


is easy. 


Jamin 


On Thu, 04 Jun 1998 09:18:36 +0100, 
<NickSlaven@compuserve.com> wrote: 


but they are help the 


just one little object in the middle. 
cutting down the blitting time, 
You just have to make sure you 


Nick Slaven 


is that it is probably best to have variable sizes of 
(like a gunshot) 
lot of unnecessary blitting -- 
It's better to 
and also 


within a 


all 


which 
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>I've had exactly the same problem, it was weird as the "unpainted" bit 
>of the sprite will still mask out the background. I sorted mine out by 
>making sure all the sprite images fell on 4 bit boundaries, (this was 
>for a 16 colour sprite image). I guess if you are using TIM Util then 
>you won't have this prob as it will make sure they align correctly. 

>I am packing as many sprites into one image as possible, with 

>a utility I am developing, to save time, (i've got about 200 sprites 

>or so). 

> 

>cheers 

> 

> 

>Nick (S) 

>—— 

> 

>http://www.netyaroze-europe.com/~nslaven/ 

> 

> 

>Elliott Lee wrote: 

>> 

>> Are you absolutely sure that you didn't stick your CLUT into the 

>> image? I accidentally did that a couple times. My output was that 

>> no matter where I moved the image, it displayed fine except for one 

>> of the lines had garbage in it. Upon closer examination I realized 

>> I had positioned the clut wrong and it ended up smack in the middle 

>> of the TIM. Bwahahahaa.... 

>> 

>> - e! 

>> 

>> Jamin Frederick wrote: 

>> > 

>> > 

>> > I've been doing 2D stuff with the yaroze for quite a while 

>> > now, and have recently noticed something wrong with the display of 2d 
>> > tiles or sprites. Occasionally I get a "banding" effect that blurs 
>> > just one vertical line of the tile or sprite, and the load to the main 
>> > memory is fine b/c I went as far as to look at the byte values of the 
>> > tim in there. It seems like the LoadImage() function is transferring 
>> > the data into video memory wrong, or the actual hardware is blitting 
>> > to the screen wrong. I haven't checked the data in the video mem yet, 
>> > but that's what i plan to do next. If you'd like to see a screen shot 
>> > of this problem and think you can help, let me know and I'll send you 
>> > an attachment. 

>> > 

>> > Jamin 

>> 

>> -- 

>> - e! 

>> tenchi@netmagic.net 

>> http://www.netmagic.net/~tenchi/yaroze/ 


—-MESSAGE FILE 12421 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
2d_graphics/00000433 
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g/0000000 


——MESSAGE FILE 12422 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000434 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior,scee. 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Wed, 15 Jul 1998 17:53:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 230 

Message-ID: <35ACDE6C.954014D4@ndirect.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


yaroze.pr 
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Xref: chuka.playstation.co.uk scee.yaroze.beginners:409 scee.yaroze.programming.code 
warrior:298 scee.yaroze.programming.2d_graphics: 434 


Philip Gooch wrote: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96*48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTextureInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite); 


void main() 


{ 
int activeBuffer; 


InitGraphics(); 
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while (1) 
apa e = GsGetActiveBuff((); 
GsSetWorkBase ( (PACKET *)GpuPacketArea[activeBuffer]); 
GsClearOt (0, 0, &gOrderTable[activeBuffer]); 
GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 
DrawSync (0): 
VSync (0); 
GsSwapDispBuff(); 


GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 


} 

void InitGraphics () 

 esoeTRG OTTags [2] [1<<OT_LENGTH]; 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0): 
GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTexturelInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo) ; 


} 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 
rect.x = textureInfo->px; 
rect.y textureInfo->py; 
rect.w textureInfo->pw; 
rect.h = textureInfo->ph; 
LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x d\n", textureInfo->px) ; 
printf ("image y %d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image հ d\n", textureInfo->ph) ; */ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VY 


0); 


// width in 16-bit words (NOT pixels) 
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rect.x = textureInfo->cx; // x pos in frame buffer 

rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h Հ textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf("clut y d\n", textureInfo->cy) ; 
printf("clut w d\n", textureInfo->cw) ; 
printf("clut հ Յո", textureInfo->ch) ;*/ 
} 


DrawSync (0); 
} 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 
{ 


int pixelsPerWord, texturePage; 


InitSprite (sprite); 


// Get texture page ID 
texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 
textureInfo->py) ; 


// Work out bit depth (number of pixels per word) 
switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) << 24 + 
(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = textureInfo->cy; // CLUT y axis positio 

} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w = 32; // don't want to display whole TIM, just the 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 


sprite->u = 0; 
sprite->v = 0; 
sprite->cx = 0; 


sprite->cy = 0; 
sprite->r = 128; 
sprite->g = 128; 
sprite->b 128; 
sprite->mx = 0; 
sprite->my = 0; 
sprite->scalex 
sprite->scaley 
sprite->rotate 


ONE; // ONE = 4096 
ONE; 
0; 


VVVVVVVVVVVVV VV VV VV VV MN: VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV NOA VV AN VV VV VV VV UNC VV VV 
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> ) 


Hi Philip. I've just posted you in the freetalk newsgroup. Wish I'd seen 
this first. 


Well, I've had a quick scan over the code, and one thing which jumped out at 
me was your GsSOTTAGs. Try making them global. 


Hope that helps. 


Herbs 


—-MESSAGE FILE 12422 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000434 


--MESSAGE FILE 12423 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000435 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 512 Screen Height 

Date: Wed, 15 Jul 1998 18:43:58 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <35ACEA5E.96722CBB@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-14.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi all. 


I'm just trying to do some hi-res stuff, and I've hit a small problem. 
Everything works fine in 640x480, but if I switch to 640x512 things mess 
up. (Screen clearing doesn't work etc.) 


Has anyone experienced this? Is this the same old 512 pixel GPU 
hardware bug? 


Herbs 


—-MESSAGE FILE 12423 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000435 


—-MESSAGE FILE 12424 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000436 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 512 Screen Height 

Date: Wed, 15 Jul 1998 19:00:28 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <35ACEE3B.52F5C754@ndirect.co.uk> 
References: <35ACEA5E.96722CBB@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-14.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 
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> Hi all. 

> 

> I'm just trying to do some hi-res stuff, and I've hit a small problem. 

> Everything works fine in 640x480, but if I switch to 640x512 things mess 
> up. (Screen clearing doesn't work etc.) 

> 

> Has anyone experienced this? Is this the same old 512 pixel GPU 

> hardware bug? 

> 

Ok, so now I'm talking to myself. I've just found the answer in 


.3d_graphics. 
GsDRAWENV.isbg=1; 
Sorted! 


Herbs 


—-MESSAGE FILE 12424 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000436 


——MESSAGE FILE 12425 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000437 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: 15 Jul 1998 18:35:19 GMT 

Organization: SCEE 

Lines: 238 

Message-ID: <0OlbdafadSlb8a66a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 

NNTP-Posting-Host: camfw0l1.millennium.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:411 scee.yaroze.programming.code 
warrior:299 scee.yaroze.programming.2d_graphics:437 


Hi Philip, 

Sorry to hear that you are having trouble. I think you should hear that 
there is nothing wrong with your code. I've compiled and ran it using 
GCC and SIOCONS. I personally don't use CodeWarrior but I suggest 

using GCC and SIOCONS. 


As for ditching your Net Yaroze..don't give in. It will take time and 
patience. Good-luck. 


Regards, 


George@SCEE 


Philip Gooch <philg@easynet.co.uk> wrote in article 
<35AC71D4.AA79EB4A@easynet.co.uk>... 
> Hello everyone 


You know how it is when you use other people's code to do the basics and 
it works fine so you don't try and tinker with it? 


Except when you do because you want to do things slightly differently, 
and then you totally screw it up but can't see what's going wrong? 


Or you decide to try and write something from scratch, having fully 
understood the examples you've copied from? 


VVVVVVVVV VV 


Well, I'm having a nightmare. I'm just trying to display a sprite, but 
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I'm taking stuff from the tuto0.c sample Sony code so that I can load 
images into the frame buffer in one function, and link them to a sprite 
in another. 


What happens is that when I run the program I get the Yaroze boot-up 
screen, then the screen flashes briefly before returning to the boot-up 
screen. What's weird is that in Codewarrior, if I change my data address 
in Linker Settings from the default 0x00000000 to 0x80140000, I get a 
very large (700K) executable, except this time the screen goes black and 
I get a line of garbage along the bottom. 


Would someone be kind enough to have a look at my source code and tell 
me what I'm doing wrong. I was up till 4.30 this morning trying to 
figure it out. The TIM file is only about 2K (96"48 pixels) 


Thanks 
Phil 


Here it is: 

(my batch file is 

local dload redcars.tim 80100000 
local load ny.pxe 

go) 


#include <libps.h> 
#include "asssert.h" 


#define PLAYER_TIM 0x80100000 
#define SCREEN_WIDTH 512 
#define SCREEN_HEIGHT 256 
#define MAX_SPRITES 1 

#define OT_LENGTH 1 


// globals 


GsIMAGE gPlayerTexturelInfo; 

GsSPRITE gPlayerSprite; 

GsOT gOrderTable[2]; 

PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 


// prototypes 

void InitGraphics(); 

void LoadTimData(u_long address, GsIMAGE *texturelInfo); 

void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo); 
void InitSprite(GsSPRITE *sprite); 


void main() 


{ 


int activeBuffer; 


InitGraphics(); 
while (1) 
{ 
activeBuffer = GsGetActiveBuff (); 


GsSetWorkBase((PACKET *)GpuPacketArea[lactiveBuffer]); 


GsClearot (0, 0, &gOrderTable[activeBuffer]); 
GsSortFastSprite(&gPlayerSprite, &gOrderTable[activeBuffer], 0); 
DrawSync (0); 

VSync (0); 


GsSwapDispBuff(); 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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GsSortClear (34,34,34, &gOrderTable[activeBuffer]); 


GsDrawOt (&gOrderTable[activeBuffer]); 
} 


} 
void InitGraphics () 
eer OTTags [2] [1<<OT_LENGTH]; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, 4, 0, 0); 


GsDefDispBuff(0, 0, 0, SCREEN_HEIGHT) ; 


SetVideoMode ( MODE_PAL ); 


gOrderTable[0].length = OT_LENGTH; 
gOrderTable[0].org = OTTags[0]; 
gOrderTable[1].length = OT_LENGTH; 
gOrderTable[1].org = OTTags[0]; 


LoadTimData(PLAYER_TIM, &gPlayerTextureInfo) ; 
LinkSpritetoTimData(&gPlayerSprite, &gPlayerTexturelInfo) ; 


void LoadTimData(u_long address, GsIMAGE *texturelInfo) 
{ 


RECT rect; 
GsGetTimInfo( (u_long *) (address + 4), textureInfo); 


// Load image into frame buffer 

rect.x = textureInfo->px; 

rect.y = textureInfo->py; 

rect.w = textureInfo->pw; // width in 16-bit words (NOT pixels) 
rect.h = textureInfo->ph; 

LoadImage (&rect, textureInfo->pixel); 


/*printf ("image x %d\n", textureInfo->px) ; 
printf ("image y %d\n", textureInfo->py) ; 
printf ("image w %d\n", textureInfo->pw) ; 
printf ("image հ %d\n", textureInfo->ph) ; */ 


/* pmode takes these values (binary): 
0000 4 bit, no clut 

1000 4 bit, clut 
0001 8 bit, no clut 
1001 8 bit, clut 
0010 16 bit 

0011 24 bit 


// Load the CLUT into the frame buffer, if it has one 
if (textureInfo->pmode & 0x8) 
{ 


rect.x = texturelInfo->cx; // x pos in frame buffer 

rect.y = textureInfo->cy; // y pos in frame buffer 

rect.w = textureInfo->cw; // width of CLUT 

rect.h Հ textureInfo->ch; // height of CLUT 

LoadImage(&rect, textureInfo->clut); // load data into frame buffer 


/*printf("clut x d\n", textureInfo->cx) ; 
printf ("clut y d\n", textureInfo->cy) ; 
printf("clut w d\n", textureInfo->cw) ; 
printf("clut հ Աո", textureInfo->ch) ;*/ 
} 


DrawSync (0); 
} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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{ 


int pixelsPerWord, texturePage; 
InitSprite (sprite); 
// Get texture page ID 
textureInfo->py) ; 
// Work out bit depth (number of pixels per word) 


switch (textureInfo->pmode & 0x7) 


{ 


case 0: 

pixelsPerWord = 4; // 4 bit 
break; 

case 1: 

pixelsPerWord = 2; // 8 bit 
break; 

case 2: 

pixelsPerWord = 1; // 16 bit 

default: 

// unexpected pmode value 
pixelsPerWord = 0; 


printf ("Unexpected pmode value\n"); 
assert (0); 
break; 


} 


(1<<30) + (1<<31); 

sprite->tpage = texturePage; 

sprite->cx = textureInfo->cx; // CLUT x axis position 
sprite->cy = textureInfo->cy; // CLUT y axis positio 
} 


// give sprite default values 
void InitSprite(GsSPRITE *sprite) 
{ 
sprite->attribute = 0; 
sprite->x = 32; 
sprite->y = 32; 
sprite->w 32; // don't want to display whole TIM, 
first 32*48 segment 
sprite->h = 48; 
sprite->tpage = 0; 


sprite->u = 0; 

sprite->v = 0; 

sprite->cx = 0; 
sprite->cy = 0; 
sprite->r = 128; 
sprite->g = 128; 
sprite->b = 128; 


sprite->mx = 0; 

sprite->my = 0; 

sprite->scalex = ONE; // ONE = 4096 
sprite->scaley = ONE; 

sprite->rotate = 0; 


VN V N N N NV NV V V N N N N VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


sprite->attribute = 0 + (1<<6) + (textureInfo->pmode & 0x7) 


void LinkSpritetoTimData(GsSSPRITE *sprite, GsIMAGE *textureInfo) 


texturePage = GetTPage(textureInfo->pmode & 0x7, 0, textureInfo->px, 


<< 24 + 


just the 
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—-MESSAGE FILE 12425 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000437 


——MESSAGE FILE 12426 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000438 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 512 Screen Height 

Date: 15 Jul 1998 18:39:10 GMT 
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Organization: SCEE 


Lines: 43 
Message-ID: 
References: 


<Olbdafbb$d3dd9020S$f2e832a2@gbain.wav.scee.sony.co.uk> 
<35ACEA5SE.96722CBB@ndirect.co.uk> <35ACEE3B.52F5C754@ndirect.co.uk> 


NNTP-Posting-Host: camfw01l.millennium.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Herb, 

When doing hi-res clearing using GsSortClear() it will only work if the 
screen res is 640 x 511. It's not a bug at all. It just starts to clear 
from 


line 0-511, 


which = 512 lines. So just set your 


GsInitGraph (640,511,etc...). 


As you have 
Regards, 


George@SCEE 


found out GSDRAWENV.isbg = 1 will also work. 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35ACEE3B.52F5C754@ndirect.co.uk>... 


> 

> 

> Alex Herbert wrote: 

> 

> > Hi all. 

>> 

> > I'm just trying to do some hi-res stuff, and I've hit a small problem. 
> > Everything works fine in 640x480, but if I switch to 640x512 things 
mess 

> > up (Screen clearing doesn't work etc.) 

>> 

> > Has anyone experienced this? Is this the same old 512 pixel GPU 
> > hardware bug? 

>> 

> 

> Ok, so now I'm talking to myself. I've just found the answer in 

> .3d_graphics. 

> 

> GsSDRAWENV.isbg=1; 

> 

> Sorted! 

> 

> Herbs 

> 

> 

> 

> 


—-MESSAGE FILE 12426 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000438 


——MESSAGE FILE 12427 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000439 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 


Newsgroups: 


scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 


ogramming.2d_graphics 


Subject: Re: 


Still strugglin' with the basics: broken sprite code (long) 


Date: Wed, 15 Jul 1998 21:27:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 16 
Message-ID: 
References: 


<35AD10B6.153EE9C5@compuserve. com> 
<35AC71D4 .AA79EB4A@easynet.co.uk> 


NNTP-Posting-Host: 1d53-013.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:412 scee.yaroze.programming.code 


warrior: 300 


scee.yaroze.programming.2d_graphics:439 
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Philip Gooch wrote: 

> What happens is that when I run the program I get the Yaroze boot-up 

> screen, then the screen flashes briefly before returning to the boot-up 
> screen. 


I've had crashes like this when I made the packet area too big, and when 

its too small. Try making PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 

bigger - you are sorting a clear screen command in here as well as the sprite. 
Also I noticed that you've got OTTags as local in one 

of your functions - try making it global - or static. 


cheers 
Nick (S) 


—-MESSAGE FILE 12427 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000439 


—-MESSAGE FILE 12428 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000440 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 23:34:58 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 33 

Message-ID: <35AD2E8E.DEF2C169@nospam.easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> <35AD10B6.153EE9C5@compuserve. com> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:413 scee.yaroze.programming.code 
warrior:301 scee.yaroze.programming.2d_graphics: 440 


Nick Slaven wrote: 


> Philip Gooch wrote: 
> > What happens is that when Լ run the program I get the Yaroze boot-up 
> > screen, then the screen flashes briefly before returning to the boot-up 
> > screen. 
> 
> I've had crashes like this when I made the packet area too big, and when 
> its too small. Try making PACKET GpuPacketArea[2] [MAX_SPRITES*24]; 
> bigger - you are sorting a clear screen command in here as well as the sprite. 
> Also I noticed that you've got OTTags as local in one 
> of your functions - try making it global - or static. 
> 
> cheers 
> 
> Nick (S) 
YES!! This works. Thanks guys. I wouldn't have sussed this out on my own. I 


really appreciate you help. 
Cheers Nick, Herbs and George. Turned out not to be a Codewarrior problem after 
all! Sorry about the cross-posting. 


But what confuses me is: Why does OTTags need to be a global if I'm only using it 
in one function - InitGraphics()? Is GsOT_TAG somehow used by the OS throughout 
the program and so needs to be aware of it whenever it needs it? Sorry, I'm 
really dim on the low-level stuff. I'm better at algorithms - honest! 


Thanks again. 
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Phil 


—-MESSAGE FILE 12428 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000440 


—--MESSAGE FILE 12429 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000441 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Wed, 15 Jul 1998 23:53:34 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 9 

Message-ID: <35AD32E7.3C2B87A9@nospam.easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> <35AD10B6.153EE9C5@compuserve.com> <35 
AD2E8E.DEF2C169@nospam.easynet.co.uk> 

Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:414 scee.yaroze.programming.code 
warrior:302 scee.yaroze.programming.2d_graphics: 441 


I suppose also, to be on the safe side, I could cheat and make all my 
OS-level variables globals! 


Only joking, but because I haven't got much of a clue on the hardware 
side it's not clear to me what sort of things always need to be 
accessible to the OS 


Phil 


—-MESSAGE FILE 12429 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000441 


——MESSAGE FILE 12430 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000442 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 16 Jul 1998 11:15:36 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Sender: thutton@TECH10 
Message-ID: <uiukyd29z.fsf@cybec.com.au> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:415 scee.yaroze.programming.code 
warrior:303 scee.yaroze.programming.2d_graphics: 442 


Philip Gooch <philg@nospam.easynet.co.uk> writes: 

> But what confuses me is: Why does OTTags need to be a global if I'm only using it 
> in one function - InitGraphics()? Is GsOT_TAG somehow used by the OS throughout 

> the program and so needs to be aware of it whenever it needs it? Sorry, I'm 

> really dim on the low-level stuff. I'm better at algorithms - honest! 


The main difference between local variables and globals variables in C 
is their scope, obviously (ie. which functions can see them). The 
second biggest difference is where they're stored. Global and static 
variables are allocated from the heap, while locals are from the 
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The stack is also used to store parameters passed to functions and 
return addresses. Exhausting the stack is a Bad Thing, as function 
calls may misbehave, crash, hang... I honestly don't know how big the 
default stack is for the Yaroze - it's determined at compile time. 
That's why your code may work for one compiler, but not another. 


Basically, if you have some enormous data structures locally, make 

them static. But remember, they'll persist across multiple calls to 

the function, though this doesn't matter if you were already treating 

them as locals (which don't persist). 

Toby. 

-—-MESSAGE FILE 12430 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000442 


——MESSAGE FILE 12431 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000443 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 512 Screen Height 

Date: 16 Jul 1998 08:29:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bdb093$8b531180Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35ACEA5E.96722CBB@ndirect.co.uk> <35ACEE3B.52F5C754@ndirect.co.uk> ՀՕ1Ե 
dafbb$d3dd9020$f2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: d3-s13-178-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


George Bain <George_Bain@Playstation.sony.com> wrote in article 
<OlbdafbbS$d3dd9020Sf2e832a2@gbain.wav.scee.sony.co.uk>... 


> Hi Herb, 

> 

> When doing hi-res clearing using GsSortClear() it will only work if the 

> screen res is 640 x 511. It's not a bug at all. ԼԵ just starts to clear 
> from 

> line 0-511, which = 512 lines. So just set your 


That's wrong George, there is a bug in the GPU where is clips draw ops 
at 511 lines high, so you never get the last line of a 512 high screen 
cleared 

in a single op. 


> GsInitGraph (640,511,etc...). 


That just cheats and only displays 511 lines, so you don't see the line 
that the 
clear fails on. 


Craig @ IR 


-—-MESSAGE FILE 12431 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000443 


——MESSAGE FILE 12432 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000444 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 512 Screen Height 

Date: 16 Jul 1998 08:51:42 GMT 

Organization: SCEE 

Lines: 36 

Message-ID: <01lbdb032Sf0a15440Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35ACEA5E.96722CBB@ndirect.co.uk> <35ACEE3B.52F5C754@ndirect.co.uk> ՀՕ1Ե 
dafbbS$d3dd9020Sf2e832a2@gbain.wav.scee.sony.co.uk> <01bdb093$8b531180Sf30b0a0a@Angel 
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al.intelligent-—group.com> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 

He thought it was a bug in LibGS. It's not a GPU bug..it's a feauture :) 
As for 640,511....1'11 sleep fine...minus 1 line. 

Regards, 

George@SCEE 


Craig Graham <c_graham@hinge.mistral.co.uk> 


George Bain <George_Bain@Playstation.sony.com> wrote in article 
<OlbdafbbS$d3dd9020Sf2e832a2@gbain.wav.scee.sony.co.uk>... 

> Hi Herb, 

> 

> When doing hi-res clearing using GsSortClear() it will only work if the 
> screen res is 640 x 511. It's not a bug at all. ԼԵ just starts to 
lear 

> from 

> line 0-511, which = 512 lines. So just set your 


That's wrong George, there is a bug in the GPU where is clips draw ops 
at 511 lines high, so you never get the last line of a 512 high screen 
cleared 

in a single op. 


> GsInitGraph (640,511,etc...). 
That just cheats and only displays 511 lines, so you don't see the line 
that the 


clear fails on. 


Craig @ IR 


VVVVVVVVVVVVVVVVVAVVV VV VV 


—-MESSAGE FILE 12432 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000444 


--MESSAGE FILE 12433 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000445 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Thu, 16 Jul 1998 14:24:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35ADFF08.A310D245@easynet.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:419 scee.yaroze.programming.code 
warrior:304 scee.yaroze.programming.2d_graphics:445 


Toby Hutton wrote: 


> The stack is also used to store parameters passed to functions and 
> return addresses. Exhausting the stack is a Bad Thing, as function 


Net Yaroze newsgroups message dump.txt Page 8244 


> calls may misbehave, crash, hang... I honestly don't know how big the 
> default stack is for the Yaroze - it's determined at compile time. 

> That's why your code may work for one compiler, but not another. 

> 

> Basically, if you have some enormous data structures locally, make 

> them static. But remember, they'll persist across multiple calls to 

> the function, though this doesn't matter if you were already treating 
> them as locals (which don't persist). 

> -- 

> Toby. 


Does the GsOT_TAG structure count as an enormous data structure? Is that why in th 
is 
case it needed to be global (or static)? 


Phil 


—-MESSAGE FILE 12433 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000445 


—-MESSAGE FILE 12434 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000446 
Path: chuka.playstation.co.uk!news 
From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Thu, 16 Jul 1998 14:53:10 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 71 
Message-ID: <35AE05C6.489D09F9@scee.sony.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybe 
c.com.au> <35ADFF08.A310D245@easynet.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:420 scee.yaroze.programming.code 
warrior:305 scee.yaroze.programming.2d_graphics: 446 


Philip Gooch wrote: 
> 
> Does the GsOT_TAG structure count as an enormous data structure? 


Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GPU 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TAG 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the fun 
ction (the time 

spent inside the function) it is contained in. 

This means that if you create a valid GsOT_TAG structure (which is done by the syste 
m when you call 

GsSortSprite() or GsSortObject4() ) and then set the GPU off reading it (using GsDra 
wOT), and then 

exit your function to go and do other things, then the space used by the GsOT_TAG st 
ructure will be 

reclaimed and probably wiped over, while the GPU is reading it! This is a very Bad T 


hing. So 

defining this structure globally will solve the problem. If you want to keep it asa 
local variable, 

defining it as 'static' will tell the compiler not to reclaim the space when the fun 


ction exits. 


A variable that is defined 'static' in a function only has the scope of that functio 
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n, but it is not 
destroyed when the function returns, unlike other local variables which are not defi 
ned 'static'. 


Example: 


void nonStatic(void) { 


int ns = 0; 
printf("ns = %d\n",ns); 
ոտ, 


} 


void usesStatic(void) { 


static int s = 0; // s is defined static here 
printf ("s = Sd\n",s); 
S++} 


} 


void main(void) { 
nonStatic(); 
nonStatic(); 
nonStatic(); 


usesStatic(); 
usesStatic(); 
usesStatic(); 


This program gives the following output: 


ns = 0; 
ns = 0; 
ns = 0; 
s = 0; 
s = 1; 
s = 2; 


Just to make life more confusing, a 'static' global variable has the scope of the ob 
ject file it is 
defined in, so only functions in that C source file can use it. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A sufficiently advanced god would use evolution. 
—-MESSAGE FILE 12434 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000446 


—-MESSAGE FILE 12435 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000447 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: 17 Jul 1998 10:35:38 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 
Sender: thutton@TECH10 
Message-ID: <upvf5nwkl.fsf@cybec.com.au> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au> 
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<35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:423 scee.yaroze.programming.code 
warrior:306 scee.yaroze.programming.2d_graphics: 447 


James Russell <James_Russell@scee.sony.co.uk> writes: 


Philip Gooch wrote: 
> 


> Does the GsSOT_TAG structure count as an enormous data structure? 
Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GP 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TA 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the ք 
unction (the time 

> spent inside the function) it is contained in. 


VQAVGVVVVVVVV VV 


Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
made it static, everything worked. So the 'life' of the variable had 
nothing to do with it - I assumed it must've been too big. I'm right 
in my case, aren't I? 


Toby. 
—-MESSAGE FILE 12435 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000447 


——MESSAGE FILE 12436 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000448 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Fri, 17 Jul 1998 09:42:22 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 33 

Message-ID: <35AFOE6E.3ECA2415@scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 
<35ADFF08 .A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk 
> <upvf5nwkl.fsf@cybec.com.au> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:424 scee.yaroze.programming.code 
warrior:307 scee.yaroze.programming.2d_graphics: 448 


Toby Hutton wrote: 


> 

> James Russell <James_Russell@scee.sony.co.uk> writes: 

> 

>> 

> > Philip Gooch wrote: 

>>> 

>>> Does the GSOT_TAG structure count as an enormous data structure? 
>> 

> > Generally, yes. 

>> 

> > > Is that why in this case it needed to be global (or static)? 
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> > No. The reason it must be defined outside a function (or static) is because the 

GPU will be reading 

> > it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_ 

TAG was defined 

> > locally (and not static), its contents would be valid only for the 'life' of the 
function (the time 


> > spent inside the function) it is contained in. 

> 

> Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
> made it static, everything worked. So the 'life' of the variable had 
> nothing to do with it - I assumed it must've been too big. I'm right 
> 


in my case, aren't I? 


Well, there's a conflict of definition here - when I said "the time spent inside the 
function", I 

meant the time between when you enter the function and return from the function. Fun 

ction calls made 

from that function are included in this time. Since you never return from the main() 
function until 

you exit the program, the time spent inside the function is equal to the life of the 
program! 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 12436 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000448 


—--MESSAGE FILE 12437 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000449 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 

ogramming.2d_graphics 

Subject: Re: Still strugglin' with the basics: broken sprite code (long) 

Date: Fri, 17 Jul 1998 12:06:57 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <35AF3051.CBD1D9D@scee.sony.co.uk> 

References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve.com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z.fsf@cybec.com.au 


> 
<35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co.uk 
> <upvf5nwkl.fsf@cybec.com.au> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:425 scee.yaroze.programming.code 
warrior:308 scee.yaroze.programming.2d_graphics:449 


Toby Hutton wrote: 


> Ok. Hrmm. I had my OT defined locally in main() originally, crashed, 
> made it static, everything worked. So the 'life' of the variable had 
> nothing to do with it - I assumed it must've been too big. I'm right 
> in my case, aren't I? 

Whoops! I really should read the message before responding... :0) 

I replied: 


> Well, there's a conflict of definition here - when I said "the time spent inside t 
he function", 

> I meant the time between when you enter the function and return from the function. 
Function 

> calls made from that function are included in this time. Since you never return fr 
om the main () 
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> function until you exit the program, the time spent inside the main() function is 
equal to the 
> life of the program! 


This is true, but didn't answer your question. When you call a function with local v 
ariables, the 

compiler will try to allocate space on the stack for them, and if the stack isn't bi 
g enough, 

kaboom, a crash. However, defining a variable as 'static' inside a function tells th 
e compiler to 

allocate space for it (once) on the heap, not the stack, which is why your program w 
orked when you 

defined it 'static'. Thanks to Patrik Buckau for pointing out my mistake. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 12437 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000449 


—--MESSAGE FILE 12438 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000450 
Path: chuka.playstation.co.uk!news 
From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.codewarrior, scee.yaroze.pr 
ogramming.2d_graphics 
Subject: Re: Still strugglin' with the basics: broken sprite code (long) 
Date: Fri, 17 Jul 1998 12:08:19 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 
Message-ID: <35AF30A2.14DA9F66@easynet.co.uk> 
References: <35AC71D4.AA79EB4A@easynet.co.uk> 
<35AD10B6.153EE9C5@compuserve. com> 
<35AD2E8E.DEF2C169@nospam.easynet.co.uk> <uiukyd29z. 
fsf@cybec.com.au> <35ADFF08.A310D245@easynet.co.uk> <35AE05C6.489D09F9@scee.sony.co. 
uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 
Xref: chuka.playstation.co.uk scee.yaroze.beginners:426 scee.yaroze.programming.code 
warrior:309 scee.yaroze.programming.2d_graphics:450 


James Russell wrote: 


Philip Gooch wrote: 
> 


> Does the GsOT_TAG structure count as an enormous data structure? 
Generally, yes. 
> Is that why in this case it needed to be global (or static)? 


No. The reason it must be defined outside a function (or static) is because the GP 
will be reading 

it (so it can draw the screen) while the CPU is off Doing Other Things. If GsOT_TA 
was defined 

locally (and not static), its contents would be valid only for the 'life' of the f 
unction (the time 

> spent inside the function) it is contained in. 

> This means that if you create a valid GsOT_TAG structure (which is done by the sys 
tem when you call 

> GsSortSprite() or GsSortObject4() ) and then set the GPU off reading it (using GsD 


VQAVGVVVVVVV VV 
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rawOT), and then 

> exit your function to go and do other things, then the space used by the GsOT_TAG 
structure will be 

> reclaimed and probably wiped over, while the GPU is reading it! This is a very Bad 


Thing. So 
> defining this structure globally will solve the problem. If you want to keep it as 
a local variable, 
> defining it as 'static' will tell the compiler not to reclaim the space when the f 
unction exits. 
> 


This is very useful information. Thanks James. 

I think you've pinpointed what for me is the most difficult thing to master, which i 
s how to handle the 

multitasking aspects of Yaroze programming. 

Cheers 


Phil 


—-MESSAGE FILE 12438 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000450 


——MESSAGE FILE 12439 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000451 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 2 quick questions: CLUTS and 512 * 256 res 
Date: Fri, 17 Jul 1998 13:04:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35AF3DBC.FA6C9D48@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello again 


Could I ask a couple of quick questions: 


1) Can a texture page have more than one CLUT? E.g. can I put multiple 
TIM images, each with different CLUTS, into the same texture page area 
(using TimTool). This is for a tile-based game I'm working on, where 4 
bit is adequate so long as I group my tiles into a number of separate 
TIMs with their own CLUT (e.g. one TIM for grass-type stuff, one for 
rocky stuff, one for roads etc. However, it would be handy to keep all 
these TIMs within one texture page so that I don't need to keep 
relinking the sprite to a different texture page depending on what tile 
is being displayed. 


2) Using 512 * 256 res. I like this because it allows me to display more 
tiles without having to use proper high-res mode. This causes problems 
for displaying images created on a 640 * 480, or any 4:3, monitor 
resolution. As the aspect ratio is different (2:1 as opposed to 4:3), my 
32*32 tiles look stretched vertically. Is there a way round this, or 
will I have to redesign my tiles to compensate? 


Cheers 

Phil 

—-MESSAGE FILE 12439 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000451 


—--MESSAGE FILE 12440 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000452 
Path: chuka.playstation.co.uk!news 
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From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2 quick questions: CLUTS and 512 * 256 res 
Date: Fri, 17 Jul 1998 13:51:43 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 26 

Message-ID: <35AF48DF.BFA58605@scee.sony.co.uk> 
References: <35AF3DBC.FA6C9D48@easynet.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Philip Gooch wrote: 
> 


> 1) Can a texture page have more than one CLUT? 


Yes. A CLUT's position in VRAM is independent of the position of the texture using t 
hat CLUT. 


2) Using 512 * 256 res. I like this because it allows me to display more 
tiles without having to use proper high-res mode. This causes problems 
for displaying images created on a 640 * 480, or any 4:3, monitor 
resolution. As the aspect ratio is different (2:1 as opposed to 4:3), my 
32*32 tiles look stretched vertically. Is there a way round this, or 
will I have to redesign my tiles to compensate? 


VV NV V V V 


Not with 2D graphics. You'll have to stretch your tiles in the program, or redesign 
the tiles so 
that they aren't square. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 12440 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000452 


—-MESSAGE FILE 12441 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000453 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2 quick questions: CLUTS and 512 * 256 res 

Date: Fri, 17 Jul 1998 15:02:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <35AF5971.8FFDBC0OC@easynet.co.uk> 

References: <35AF3DBC.FA6C9D48@easynet.co.uk> <35AF48DF.BFA58605@scee.sony.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 

> Philip Gooch wrote: 

>> 

> > 1) Can a texture page have more than one CLUT? 
> 

> 


Yes. A CLUT's position in VRAM is independent of the position of the texture using 
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that CLUT. 

> 

> > 2) Using 512 * 256 res. I like this because it allows me to display more 
> > tiles without having to use proper high-res mode. This causes problems 

> > for displaying images created on a 640 * 480, or any 4:3, monitor 

> > resolution. As the aspect ratio is different (2:1 as opposed to 4:3), my 
> > 32*32 tiles look stretched vertically. Is there a way round this, or 

> > will I have to redesign my tiles to compensate? 

> 

> Not with 2D graphics. You'll have to stretch your tiles in the program, or redesig 
n the tiles so 

> that they aren't square. 

> 

> Cheers, 

> 


Wow. Fast response. Thanks again James! 
Phil 


—-MESSAGE FILE 12441 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000453 


—--MESSAGE FILE 12442 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000454 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Anyone for Director? 

Date: Fri, 17 Jul 1998 16:07:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <35AF68AC.A356803A@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Do any Yaroze members use Macromedia Director? I'm working on a 
Director-based utility for assembling tile-based Yaroze games and 
wondered if anyone would be interested in using it. 


Basically it would allow you to do all your screen layouts visually in 
Director and would export the layout data as an array. The array format 
I use looks like this: 


u_short mapData = {GRASSY+H7+V5, ROCKY+H2+V1,...... } 
where the first 3 bits are the in-tpage vertical offset of the tile, the 


next three are the in-tpage horizontal offset of the tile, and the next 
5 are the tpage ID number, i.e. 


| | | 


/ \ \ 
/ \ \ tpage vertical offset 
tpageID \ tpage horiz offset 


0000000000000000 


and GRASSY, ROCKY are constants representing particular texture pages, 
and HO--7, Մ0--7 are constants for horiz and vertical offsets from 0 to 
7 (which you would multiply by 32, say, to get your texture page offset 
in pixels, depending on the size of your tile) 


Would save a lot of typing! 
It would have to make some assumptions about the way you've put together 


your TIM files (i.e. that you've placed your tiles into TIMs in the same 
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order as they appear in Director's Cast window), but it should still 
prove useful 


Phil 


—-MESSAGE FILE 12442 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000454 


——MESSAGE FILE 12443 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000455 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: trigonometric speed question 

Date: 21 Jul 1998 23:42:10 GMT 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <01lbdb502Se7b60630S0100fc9d@skynet> 

NNTP-Posting-Host: 209.123.61.71 

X-Newsreader: Microsoft Internet News 4.70.1161 


You know Starcraft? The characters move the same speed no matter which 
direction they face? 


Well what is a good method of achieving this? 


I know the trig, but in 320x240 mode, I have a maximum speed of 4, which is 
way too fast already. 


This means the only speed pairs (speedX, speedY) are: 
(4,0); (3,1); (2,2); (1,3); (0,4)... and so on for the other quadrants. 


So how do I get a better angular resolution? without increasing the maximum 
speed? 


—-MESSAGE FILE 12443 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000455 


—-MESSAGE FILE 12444 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000456 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: trigonometric speed question 

Date: 22 Jul 1998 01:11:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <slrn6raf19.3ff.tjs@indyl6.cs.monash.edu.au> 
References: <01bdb502Se7b60630S0100fc9d@skynet> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On 21 Jul 1998 23:42:10 GMT, Antony Arciuolo wrote: 

>So how do I get a better angular resolution? without increasing the maximum 
>speed? 

> 


Compute all the screen coordinates in fixed point, and then round them off 
to the nearest integer when you're drawing. This also means that you can 
have fractional speeds, which might prove useful. 


toby. 
—-MESSAGE FILE 12444 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000456 
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——MESSAGE FILE 12445 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000457 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: trigonometric speed question 

Date: Wed, 22 Jul 1998 13:18:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <35B5D8A1.1DC7@manc.u-net.com> 
References: <0Olbdb502$e7b60630S0100fc9d@skynet> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Antony Arciuolo wrote: 

You know Starcraft? The characters move the same speed no matter 

which direction they face? Well what is a good method of achieving 
this? I know the trig, but in 320x240 mode, I have a maximum speed 

of 4, which is way too fast already. 

This means the only speed pairs (speedX, speedY) are: 

(4,0); (3,1); (2,2); (1,3); (0,4)... and so on for the other > quadrants. 
So how do I get a better angular resolution? without increasing the 
maximum speed? 


VVVVVV VV 


Hi there, 

It seems you are yet to discover the delights of the twelve step 
bitshift. It is a way of getting floating point without using 
floats or doubles. 

All you do is treat all your velocity variables (or whatever) as 
4096 times the size they really are. So in your case instead of 

a speed pair being (4,0) it would be ((4<<12),0) that is (16384, 0) 
[Note how you use a quick bitshift to times by 4096 (2%12=4096) ] 
When it comes to using the value as its actual number just bitshift 
the other way: speed_x = (16384>>12) 

You can do normal trig. to get very accurate angular resolution. 
Eg. if your speed is 4, and you want the direction 30 degrees NE, 
then this would be your speed pair: 

(8192, 14189) 

(equvalent to (2.0, 3.46) Never use floating point numbers if 

you are after fast execution - golden rule with the PSX it seems.) 


The basic formula (of course :)) is this: 

vx = (speed_of_ship * SIN[angle])>>12); 

vy = (speed_of_ship * COS[angle])>>12); 

where angle is an integer 0 < angle < 359 using a LUT 

If you want to use sin() and cos() then again you're adding a 
spanner, so use lookup tables for very fast trig maths (there 
is a sin/cos lookup table header file builder on my page -- see 


SCBUILD.ZIP if you don't want to take a day off to type in your 
own. NEVER resort to run-time calculation of sin/cos LUTs!) 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12445 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000457 


—-MESSAGE FILE 12446 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000458 

Path: chuka.playstation.co.uk!news 

From: "David \"DM\" Treay" <dmtreay@cadgraphics.com.au> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Combining multiple images in TIMs for frame animation 

Date: Thu, 23 Jul 1998 09:56:21 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
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Message-ID: <35B67C25.42A6@cadgraphics.com.au> 
NNTP-Posting-—Host: MA-A01-pool1-139.tmns.net.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (WinNT; 1) 


I'm trying to get some sprites up that animate nicely when you control 
them with the pad (ie. say a stick figure - press right and his legs 
move, etc.). My initial idea of loading all the frames into memory and 
then switching between them when needed was clunky and hard to program, 
now having looked at some tutorials on Yaroze pages, I've discovered 
that you can combine multiple frames into one .TIM file (and then 
combine all the necessary .TIMs into one big .PAK file or something for 
easier downloads), and then use the GSSPRITE members u and v to change 
between frames on the fly. Unfortunately, none of the tutorials I've 
found actually tell you how to set up this big .TIM. Can somebody please 
answer a confused newbie's cries and give me a quick rundown on how to 
achieve the said animation? 


— David "DM" Treay (the tribe that hides from Man) 

dmtreay@cadgraphics.com.au 
—-MESSAGE FILE 12446 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000458 


——MESSAGE FILE 12447 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000459 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Combining multiple images in TIMs for frame animation 
Date: Wed, 22 Jul 1998 18:26:21 -0700 

Organization: Cisco Systems 

Lines: 69 

Message-ID: <35B6913D.308CB2B@jps.net> 

References: <35B67C25.42A6@cadgraphics.com.au> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-247.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


At least to get the one big TIM, just use your favourite 2D editor 
(e.g. Photoshop) and make each of your frames of animation the 

same size (e.g. 32x48). Now create one very large new image and just 
cut/paste the images side by side. Crop that strip afterwards. So, 
for example, if you had 10 images at 20x40 resolution, you'd end up 
with a strip that is 200x40. So, when you load your TIM into memory, 
you just bump the u member up by 20. If you wanted to make it a little 
more readable (albeit slower), you could make an array of offsets: 


#define PIX Քոռ BYTE 1 

#define NUM_FRAMES 10 

#define FRAME WIDTH 20 

int FrameOfs [NUM_FRAMES; 
int CurFrame=0, OrigUOffset; 
GsSPRITE MyTim; 


// ... other stuff in between 


for( 1-0: i<NUM_FRAMES; i++ ) 
FrameOfs[i]=i* (FRAME WIDTH/PIX_PER_BYTE) ; 


// ... other stuff in between 
MyTim.u = FrameOfs[CurFrame]+OrigUuOffset; 
CurFrame = (CurFrame+1) SNUM_FRAMES; 


That should do the simple animation for you. Now, there's one thing 
more: this example assumed you were using a 16-bit TIM, one byte per 
pixel. If you had an 8-bit image, you need to divide your u coords 
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by 2, 4-bit then by 4. There's a #define above (PIX_PER_BYTE) and 
you could set it accordingly: 


if 16-bit: PIX_PER_BYTE = 1. 
if 8-bit: PIX_PER_BYTE = 2. 
if 4-bit: PIX_PER_BYTE = 4 
Oops. One more thing: remember to save your original u offset. :) 


If you don't, you'll cycle through the animation in possibly another 
part of VRAM. 


This animation method works decently well, and is applicable other 
other things like custom fonts and animated textures. 


- e! 
David "DM" Treay wrote: 


I'm trying to get some sprites up that animate nicely when you control 
them with the pad (ie. say a stick figure - press right and his legs 
move, etc.). My initial idea of loading all the frames into memory and 
then switching between them when needed was clunky and hard to program, 
now having looked at some tutorials on Yaroze pages, I've discovered 
that you can combine multiple frames into one .TIM file (and then 
combine all the necessary .TIMs into one big .PAK file or something for 
easier downloads), and then use the GSSPRITE members u and v to change 
between frames on the fly. Unfortunately, none of the tutorials I've 
found actually tell you how to set up this big .TIM. Can somebody please 
answer a confused newbie's cries and give me a quick rundown on how to 
achieve the said animation? 


— David "DM" Treay (the tribe that hides from Man) 
dmtreay@cadgraphics.com.au 


VVVVVVVVVVVVVVV VV 


Mata ne, es zag 
- e! gl tenchi@shell.jps.net ee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

(Tenchikun) 2 http://www. jps.net/tenchi 
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—-MESSAGE FILE 12447 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000459 


—--MESSAGE FILE 12448 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000460 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Combining multiple images in TIMs for frame animation 
Date: Thu, 23 Jul 1998 14:03:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35B734BA.1DD@manc.u-net.com> 

References: <35B67C25.42A6@cadgraphics.com.au> <35B6913D.308CB2B@jps.net> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Elliott Lee wrote: 

That should do the simple animation for you. Now, there's one thing 
more: this example assumed you were using a 16-bit TIM, one byte per 
pixel. If you had an 8-bit image, you need to divide your u coords 
by 2, 4-bit then by 4. There's a #define above (PIX_PER_BYTE) and 
you could set it accordingly: 


if 16-bit: PIX_PER_BYTE 
if 8-bit: PIX_PER_BYTE 
if 4-bit: PIX_PER_BYTE 


VVVVVVV VV 


վ 
ՋԻ 
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I think you are incorrect here. ս and v values are based on the 
256x256 texture page regardless of the bitrate -- the gpu does 

the messy bit for you. The same goes for the width w value. 

Eg. if you are using a 256x256 4-bit TIM (64x256 pixels on the frame 
buffer) you still consider the texture to be 256 pixels wide. 
Something I discovered by accident and is of course much better than 
having to worry about changing w and u,v offsets when changing the 
bit depth. 


Later, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12448 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000460 


——MESSAGE FILE 12449 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000461 

Path: chuka.playstation.co.uk!news 

From: MAGNIER Francis <loisy02@club-internet.fr> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: convert TIM data in SPRITE 

Date: Sun, 02 Aug 1998 16:40:54 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <35C478F9.6AD5@club-internet.fr> 

Reply-To: loisy02@club-internet.fr 

NNTP-Posting-Host: ppp-206-15.hexagone.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [fr]C-CLUB (Win95; 1) 


hello 


I have a problem with a part of a code, 

I load in VRAM TIM data but for convert them in a sprite 
I don't understand the arguments "u" and "v" 

someone can explain me that please 


thanks, nicolas 
—-MESSAGE FILE 12449 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000461 


——MESSAGE FILE 12450 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000462 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: convert TIM data in SPRITE 

Date: Sun, 2 Aug 1998 19:17:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 139 

Message-ID: <6q2ah4Sfvf21@chuka.playstation.co.uk> 

References: <35C478F9.6AD5@club-internet.fr> 

NNTP-Posting-Host: p26-bittern-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: multipart/mixed; 
boundary="—-—-—-=_NextPart_000_002E_01BDBE4A.22E8A050" 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This is a multi-part message in MIME format. 


=== =_NextPart_000_002E_ O1BDBE4A.22E8A050 
Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_001_002F_01BDBE4A.22E8A050" 
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ժԿ7ԿԿ,/ = _NextPart_001_002F_01BDBE4A.22E8A050 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Hi, I'm no expert in the field of displaying sprites on the Yaroze = 
but the u and v arguments allow you to set up numerous sprites from 1 = 
TIM file (this helps messing about with numerous TIM files). The u and v 
correspond to the x and y offset in the TIM file, so each TIM file could = 
contain many sprites that can be accessed by setting the u and v values = 
to each sprites width (u) and/or height (v) offset. If the TIM file you = 
are using contains only 1 sprite set the u and v to 0. I have attached a 
TIM file called bricks that contains 7 coloured bricks. I am using this = 
file in a breakout game, to change the brick colour I just set the value 
u to 16 * the brick number (Black brick is 0, Red brick is 1 and so on). 
The value 16 is each bricks width in pixels. 


Hope this helps, 


James 


PS. 
There may be an easie way to explain this but above is how I = 
understand u and v are used. 


MAGNIER Francis wrote in message <35C478F9.6AD5@club-internet.fr>... 
>hello 

> 
>I have a problem with a part of a code, 

>I load in VRAM TIM data but for convert them in a sprite 
>I don't understand the arguments "u" and "v" 

>someone can explain me that please 

> 

>thanks, nicolas 


ժԿ7ԿԿ,/ =_NextPart_001_002F_01BDBE4A.22E8A050 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 

http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 

</HEAD> 

<BODY> 

<DIV>é&nbsp; énbsp; &nbsp; Hi, I'm no expert in the field of displaying = 
sprites on=20 

the Yaroze but the u and v arguments allow you to set up numerous = 
sprites from 1=20 

TIM file (this helps messing about with numerous TIM files). The u and v = 


correspond to the x and y offset in the TIM file, so each TIM file could 
contain=20 

many sprites that can be accessed by setting the u and v values to each 
sprites=20 

width (u) and/or height (v) offset. If the TIM file you are using = 
contains only=20 

1 sprite set the u and v to 0. I have attached a TIM file called bricks = 
that=20 

contains 7 coloured bricks. I am using this file in a breakout game, to = 
change=20 

the brick colour I just set the value u to <EM><STRONG>16 * the brick=20 
number</STRONG></EM> (Black brick is 0, Red brick is 1 and so on). The = 
value 16=20 

is each bricks width in pixels.</DIV> 

<DIV>&nbsp; </DIV> 
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<DIV>Hope this helps, </DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV>James</DIV> 

<DIV><FONT size=3D3></FONT>énbsp;</DIV><FONT size=3D3></FONT> 

<DIV><FONT size=3D3>PS.</FONT></DIV> 

<DIV><FONT color=3D#000000 face=3D"" size=3D3>énbsp; énbsp; énbsp; <FONT=20 
color=3D#000000>There may be an easie way to explain this but above is = 
how I=20 

understand u and v are used.</FONT></FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV>MAGNIER Francis<LOISY02@CLUB-INTERNET.FR> wrote in message &1lt;<A=20 
href=3D"mailto:35C478F9.6AD5@club-internet.fr">35C478F9. 6AD5@club-interne= 
t.fr</A>égt;...</DIV>&gt; hello<BR>&gt; <BR>&gt; Լ-20 

have a problem with a part of a code,<BR>&gt;I load in VRAM TIM data but = 
for=20 

convert them in a sprite<BR>&é&gt;I don't understand the arguments = 

&quot; u€quot; =20 

and &quot;v&quot;<BR>&gt;someone can explain me that please=20 
...<BR>&gt;<BR>é&gt;thanks, nicolas</BODY></HTML> 


a = NextPart_001_002F_01BDBE4A.22E8A050-- 


",/ =_NextPart_000_002E_01BDBE4A.22E8A050 
Content-Type: application/octet-stream; 
name="Bricks.tim" 
—-MESSAGE FILE 12450 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000462 


—--MESSAGE FILE 12451 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000463 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: convert TIM data in SPRITE 
Date: Mon, 03 Aug 1998 10:17:44 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 40 

Message-ID: <35C58038.8150B421@scee.sony.co.uk> 
References: <35C478F9.6AD5@club-internet.fr> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


MAGNIER Francis wrote: 

> 

> I have a problem with a part of a code, I load in VRAM TIM data but for convert th 
em in a sprite 

> I don't understand the arguments "u" and "v" 


A TIM file is a way of storing different rectangles of image data or colour lookup t 
ables (CLUTs) 

that have to be loaded into VRAM. VRAM is divided up into 32 Texture Pages (These ar 

e visible if you 

load up TIMTool, which gives a representation of VRAM). The Graphics Processing Unit 
reads textures 

and sprites in relation to a particular Texture Page (called tpage for short). So wh 
en you set սք 8 

sprite, you must specify the leftmost tpage that the sprite lies in. The u,v coordin 
ates refer to 

coordinates _relative_to_ the top left coordinate of that tpage. You can see the tpa 
ge number in 

TIMtool (under ID). 


For a sprite, the u,v coordinates specify where the top left of the sprite lies with 
in its tpage. 
The maximum value for u or v is 255, and the smallest is 0. 
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What gets confusing is the width of a tpage in relation to VRAM. A tpage is always 2 
56x256 

_rendered_ pixels wide. But a 4 bit image takes up 1/4th the width of a 15 bit image 
, and an 8 bit 

image takes up 1/2 the width of a 15 bit image. The _rendered_ width of these images 
is still what 

you'd expect, but the space that they actually take up in VRAM is could be 1/4, 1/2 

or 1/1 of the 

rendered width. It is important to remember that U/V coordinates are specified in te 

rms of rendered 

width, not the width in VRAM. The U,V coordinates are independant of the bit-depth o 

f the image. 


If you want some example code which sets up a Sprite's TPAGE, try the function liste 
d in the Yaroze 
Programming FAQ at http://www.netyaroze-europe.com/yaroze/newmembers/yarfaq.htm 


This will load your TIM into VRAM, but (assuming it contains just one image) can als 
o set up a 
GsSPRITE structure for you. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"Weaseling out of things is what separates us from the animals!... 

Except the weasel." -- Homer 
—-MESSAGE FILE 12451 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000463 


—-MESSAGE FILE 12452 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000464 

Path: chuka.playstation.co.uk!news 

From: MAGNIER Francis <loisy02@club-internet.fr> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: how made his own font ? 

Date: Wed, 05 Aug 1998 10:39:13 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35C81A30.4ACB@club-internet.fr> 

Reply-To: loisy02@club-internet.fr 

NNTP-Posting-Host: ppp-206-17.hexagone.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [fr]C-CLUB (Win95; 1) 


I don't know how made his own font , 
I suppose there is an array , 
but how many cells horizontal and vertical ? 


Thanks ,nicolas 
—-MESSAGE FILE 12452 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000464 


——MESSAGE FILE 12453 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000465 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: how made his own font ? 

Date: Wed, 05 Aug 1998 11:03:07 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 55 

Message-ID: <35C82DDB.3E12E37C@scee.sony.co.uk> 
References: <35C81A30.4ACB@club-internet.fr> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


MAGNIER Francis wrote: 

> 

> I don't know how made his own font , 

> I suppose there is an array , 

> but how many cells horizontal and vertical ? 


It depends on how many characters you want. Do you want the entire ASCII alphabet, o 
r just the 
letters? Do you want both uppercase and lowercase? Do you need punctuation, like '!' 


po ee fF etC s 


Once you've decided what characters you want, this determines the maximum size of yo 

ur font. Most 

people would go into a graphics program like Photoshop, Paint Shop Pro or Dpaint and 
create a 

256x256 image containing all the letters of your font in a grid. This implies that a 
11 your letters 

are the same width/height. The size of the grid depends on how many characters are i 

n your font. If 

you had 256 characters, then the grid would be 8x8, with each cell in the grid being 
8x8 pixels. But 

if you have just numbers and letters, thats 10 (0-9) + 26 (A-Z) = 36, so you could h 

ave a 6x6 grid, 

with each cell being 42x42! 


Once you've done that, then you need a function to map a given letter to a UV coordi 
nate in the 

image. Once you have this, you create a GSSPRITE which is set up (except the UV) to 
draw a letter 

from that image. All letters will share the same width, height, tpage, etc, so you o 
nly have to 

change the UV to reference a different letter. 


Say you have a function void CharToUV(char s, char *u, char *v) which takes a charac 
ter anda 

pointer to two return characters. This returns the UV of that character (and I'm ass 
uming the 

character you pass in is within the font!), then to draw your font, you might do thi 
s: 


SetUpGsSprite (&FontSprite); // Set up the tpage, width, height, etc. This only h 
as to be done once 
in the program 


void printString(char *string, int x, int y) { 


FontSprite.x = x; 

FontSprite.y = y; 

while(*string) Í // while there are still characters in the string 
if(*string != ' ') { // Skip spaces 


CharToUV (*string, &FontSprite.u, &FontSprite.v); // Calculat 
e the proper UV 
GsSortSprite (&FontSprite, My orderingtable, my priority); 
} 
FontSprite.x += FONT_GRID_WIDTH; // The width of a letter 
stringtt+; 


Cheers, 


James 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Where there's a will, I want to be in it. 
—-MESSAGE FILE 12453 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000465 


--MESSAGE FILE 12454 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000466 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: how made his own font ? 

Date: 5 Aug 1998 11:11:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <01lbdc061$2c186980Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> 
NNTP-Posting-Host: d2-s8-102-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<35C82DDB.3E12E37C@scee.sony.co.uk>... 

> MAGNIER Francis wrote: 

> 

> I don't know how made his own font , 

> I suppose there is an array , 

> but how many cells horizontal and vertical ? 


VVVVYV 


> It depends on how many characters you want. Do you want the entire ASCII 
alphabet, or just the 

> letters? Do you want both uppercase and lowercase? Do you need 
punctuation, like '!', '.', etc..? 

> 

> Once you've decided what characters you want, this determines the maximum 
size of your font. Most 

> people would go into a graphics program like Photoshop, Paint Shop Pro or 
Dpaint and create a 

> 256x256 image containing all the letters of your font in a grid. This 
implies that all your letters 

> are the same width/height. The size of the grid depends on how many 
characters are in your font. If 

> you had 256 characters, then the grid would be 8x8, with each cell in the 
grid being 8x8 pixels. But 

> if you have just numbers and letters, thats 10 (0-9) + 26 (A-Z) = 36, so 
you could have a 6x6 grid, 

> with each cell being 42x42! 


An extention of this is to have an additional array of character widths, to 
give your font that 
nice proportional look: 


> SetUpGsSprite (&FontSprite) ; // Set up the tpage, width, height, etc. This 
only has to be done once 


> in the program 
> 


unsigned char font_width_table[256]={/*and array of character widths goes 
here*/}; 


void printString(char *string, int x, int y) { 


FontSprite.x = x; 


FontSprite.y = y; 
while(*string) { // while there are still characters in the string 
if(*string != ' ') O // Skip spaces 


> 
> 
> 
> 
> 
> 
> 
> CharToUV(*string, &FontSprite.u, &FontSprite.v); // Calculat 
e 


the 
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proper UV 
> GsSortSprite(&FontSprite, My orderingtable, my priority); 
> } 
FontSprite.x += font_width_table[*string]; // proportional spac 
ed width 
of the letter 
> //FontSprite.x += FONT_GRID_WIDTH; // The width of a letter 
> stringtt; 
> } 
> ) 
> 
> 
> James 
Craig 


—-MESSAGE FILE 12454 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000466 


—-MESSAGE FILE 12455 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000467 

Path: chuka.playstation.co.uk!news 

From: "Normster" <norman@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Sprite Animation 

Date: Fri, 7 Aug 1998 01:24:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6qdhg5S$ldg6@chuka.playstation.co.uk> 
NNTP-Posting-Host: client84a8.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


եռ 


To anyone that can help, 


am new to Yaroze. I am having difficulty doing 2D sprite animation. Do I 
load each frame of animation to a separate frame buffer address, or do I 
load them into one texture page and access them. I am so confused. I need 
help!! 


Also, how do I access the two joypads for inputs for 2 player game creation. 
Many thanks 


Normster 


-—-MESSAGE FILE 12455 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000467 


——MESSAGE FILE 12456 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000468 

Path: chuka.playstation.co.uk!news 

From: "David Smethurst" <dave@ulthwe.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite Animation 

Date: Fri, 7 Aug 1998 09:28:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6qedtn$ldg9@chuka.playstation.co.uk> 
References: <6qdhg5$ldg6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.152.73.89 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Normster wrote in message <6qdhg5S$ldg6@chuka.playstation.co.uk>... 
>To anyone that can help, 
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>I am new to Yaroze. I am having difficulty doing 2D sprite animation. Do I 
>load each frame of animation to a separate frame buffer address, or do I 
>load them into one texture page and access them. I am so confused. I need 
>help!! 

plug time: 

Hmmm - take a look at my current version of SprLib 
http://www.netyaroze-europe.com/~ULTHWE 

it should help a little bit for now. I have implemented the first idea, 
where each frame is a seperate 

file. The second way I am going to do this is to put all the sprites into a 
Single tim to load up then 

access the different frames of animation through the u,v values. Generally 
you will have to provide 

the width and height for the library to work out where each frame is. 


>Also, how do I access the two joypads for inputs for 2 player game 
creation. 


Errm ... take a look at the FControl that James Rutherford has written - 
http://www.netyaroze-europe.com/~mrfrosty 
that should help. 


D. 
dave@ulthwe.demon.co.uk 
ICQ: 244386 


—-MESSAGE FILE 12456 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000468 


--MESSAGE FILE 12457 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000469 

Path: chuka.playstation.co.uk!news 

From: "Chris Searle" <chris@cxs97c.netkonect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: How do I manipulate Pixels? 

Date: Fri, 7 Aug 1998 17:15:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <6éqfcml$ldg12@chuka.playstation.co.uk> 
NNTP-Posting-Host: cxs97c.netkonect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3115.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


How can I manipulate individual pixels on the screen without using any of 
the lib structures. Currently I'm using lots of GsLINE's and setting the 
same start and finish points, but its too slow. 


As and example how would I rereate TV static, ie randomly setting each pixel 
as black or white ( rand()%2 , on or off). Please, please give me source its 
all I understand! 


Cheers to everyone who helps. 


—-MESSAGE FILE 12457 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000469 


—-MESSAGE FILE 12458 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000470 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How do I manipulate Pixels? 

Date: Fri, 07 Aug 1998 18:53:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 29 

Message-ID: <35CB3F04.B62C7F34@ndirect.co.uk> 
References: <6qfcml$ldg12@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-43.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Chris Searle wrote: 


How can I manipulate individual pixels on the screen without using any of 
the lib structures. Currently I'm using lots of GsLINE's and setting the 
same start and finish points, but its too slow. 


> 
> 
> 
> 


You have to use the Libs. Using a 1x1 pixel sprite it much quicker than the 
above method. 


> As and example how would I rereate TV static, ie randomly setting each pixel 
> as black or white ( rand()%2 , on or off). Please, please give me source its 
> all I understand! 


Setting individual pixels is not the best way to achieve this sort of effect. 
It's very inefficient as it would require a seperate draw command being issued 
to the GPU for each pixel. It would be better to have a batch of pre-drawn 
tiles (say 16x16 pixels) of static, and build the screen randomly from these. 


I'd suggest you start by looking at some of the exceptionally good tutorials 
provided by the other members. Get to grips with sprites first, and then all 
will start to become clear. 


Sorry if that wasn't as much help as you wanted, but I'm sure other members will 
also provide some assistance. 


Herbs 


—-MESSAGE FILE 12458 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000470 


——MESSAGE FILE 12459 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000471 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How do I manipulate Pixels? 

Date: Fri, 07 Aug 1998 21:18:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 20 
Message-ID: <35CB6109.CA39FA19@scee.sony.co.uk> 
References: <6qfcml$ldg12@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Chris Searle wrote: 


> 
> As and example how would I rereate TV static, ie randomly setting each pixel 
> as black or white ( rand()%2 , on or off). Please, please give me source its 


> all I understand! 


You can use the LoadImage and StoreImage commands to access VRAM memory from main me 

mory. It 

probably isn't the most efficient way to do this, but by duplicating areas you could 
get a quite 

nice static effect (colour cycling would be better). 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Remember, Subaru spelled backwards is U-R-A-BUS. 
—-MESSAGE FILE 12459 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000471 


——MESSAGE FILE 12460 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000472 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How do I manipulate Pixels? 

Date: Sat, 08 Aug 1998 00:08:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <35cb9524.1641258@news.playstation.co.uk> 

References: <6qfcml$ldg1l2@chuka.playstation.co.uk> <35CB6109.CA39FA19@scee.sony.co.u 
k> 

NNTP-Posting-Host: p54-prion-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 07 Aug 1998 21:18:18 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Chris Searle wrote: 


>> 

>> As and example how would I rereate TV static, ie randomly setting each pixel 
>> as black or white ( rand()%2 , on or off). Please, please give me source its 
>> all I understand! 

> 

> 


>You can use the LoadImage and StoreImage commands to access VRAM memory from main m 
emory. It 

>probably isn't the most efficient way to do this, but by duplicating areas you coul 
d get a quite 

>nice static effect (colour cycling would be better). 

> 

>Cheers, 

> 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

>== Developer Support Engineer - Sony Computer Entertainment Europe 

> 

>Remember, Subaru spelled backwards is U-R-A-BUS. 


I was playing with this sort of thing myself recently. The way I found 
to muck about at the pixel level was something like the following ( 
and no it's not optimised .... ). This is for a 320 * 256 screen and 
doesn't take double buffering into account.... 


// Code starts 
unsigned long screen[320*256]; 
RECT scr; 


register int i; 


scr.x 0; 
scr.y = 0; 
scr.w = 320; 
scr.h = 256; 
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for( i = 0; i Հ 320 * 256; i++ ) 
{ 
screen[i] = rand()%2; 


} 


LoadImage( &scr, screen ); 
// Code ends 


Obviously it can be a lot more efficient......... But you should get 
the idea....... 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 12460 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000472 


--MESSAGE FILE 12461 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000473 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How do I manipulate Pixels? 

Date: Mon, 10 Aug 1998 17:11:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35CF1BA6.F9EAFFD4@ndirect.co.uk> 

References: <6qfcml$ldg12@chuka.playstation.co.uk> <35CB6109.CA39FA19@scee.sony.co.u 
k> <35cb9524.1641258@news.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-56.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> I was playing with this sort of thing myself recently. The way I found 
> to muck about at the pixel level was something like the following ( 
> and no it's not optimised .... ). This is for a 320 * 256 screen and 
> doesn't take double buffering into account.... 

> 

> // Code starts 

> 

> unsigned long screen[320*256]; 

> 

> RECT scr; 

> 

> register int i; 

> 

> scr.x 0; 

> scr.y = 0; 

> scr.w = 320; 

> scr.h = 256; 

> 

> for( i = 0; i Հ 320 * 256; i++ ) 

> { 

> screen[i] = rand()%2; 

> ) 

> 

> LoadImage( &Scr, screen ); 

> 

> // Code ends 

> 

> Obviously it can be a lot more efficient......... But you should get 
> the idea....... 

> 

> Richard. 

> http://www.netyaroze-europe.com/~rcutting 


Sounds like a nice way to do it. I think screen[] should be unsigned short as a pix 
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el is 16-bits 

wide, not 32. And the rand()%2 would actually create very dark coloured static (can 
't remember 

whether R,G or B is in the lower 5 bits). rand()&0x7fff would produce multi-coloure 
d static, but 

you'd have to match the RGB components for black/white static. But yeah, I get the 
idea... 


You've given me an idea... gotta go. :) 


Herbs 


—-MESSAGE FILE 12461 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000473 


——MESSAGE FILE 12462 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000474 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How do I manipulate Pixels? 

Date: Mon, 10 Aug 1998 18:37:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <35CF2FCE.4CC7AD64@scee.sony.co.uk> 

References: <6qfcml$ldgl12@chuka.playstation.co.uk> <35CB6109.CA39FA19@scee.sony.co.u 
k> <35cb9524.1641258@news.playstation.co.uk> <35CF1BA6.F9EAFFD4@ndirect.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


I tried just throwing LoadImages to the GPU, and the effect is sort of nice, but not 
great, because 

it wasn't VSync'd. Remember the strange results you can get with multiple LoadImages 
that use the 

same RECT... I think creating one image and randomly creating a CLUT would take care 
of that, and 

would mean you'd be doing far less DMA transfers (which are slow, remember). Plus, y 
ou could fade it 

in and out and put images on top. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Beam me up Scotty! Her boyfriend's at the door! 
-—-MESSAGE FILE 12462 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000474 


——MESSAGE FILE 12463 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000475 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: How do I manipulate Pixels? 

Date: Tue, 11 Aug 1998 16:02:01 +0100 
Organization: The Hex Heroes 

Lines: 22 

Message-ID: <35D05CE9.7B63@writeme.com> 
References: <6qfcml$ldg12@chuka.playstation.co.uk> 
NNTP-Posting-Host: at14-030.publab.ed.ac.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.03 (Win95; I) 


Chris Searle wrote: 


> As and example how would I rereate TV static, ie randomly setting each > pixel as 
black or white ( rand()%2 , on or off). 


(sorry, no source! ;) ) 


The best way I can think of is by predefining an area in VRAM (size 
128x128?) full of randomly coloured pixels - possibly using a LoadImage 
method as outlined above, and then setup smaller GsSPRITES (eg 32x32) to 
cover your screen. 


You can then alter the sprite u and v co-ordinates semi-randomly 
(slightly faked so that they never point to the same area on consecutive 
frames). 


Should be fast and fairly fluid - you can also have fades and 
transparency effects. 


If I were you, I'd steer clear of colour cycling - unless you're really 
clever about it, it tends to look naff. 


James (~mrfrosty) 
—-MESSAGE FILE 12463 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000475 


——MESSAGE FILE 12464 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000476 

Path: chuka.playstation.co.uk!news 

From: MAGNIER Francis <loisy02@club-internet.fr> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Big Bug 

Date: Tue, 11 Aug 1998 21:22:29 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 9 

Message-ID: <35D099F5.9AF@club-internet.fr> 
Reply-To: loisy02@club-internet.fr 
NNTP-Posting-Host: compiegne4-9.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 [fr]C—-CLUB (Win95; 1) 


hi, 


I have a big bug in my programm , When I want to quit it , 

it BUG .For resolve this problem I must press RESET.I don't know why? 
If you want to see my source code you can download my project0Ol at 
~magnierl | 


thanks, 

nicolas :) 
—-MESSAGE FILE 12464 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000476 


—-MESSAGE FILE 12465 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000477 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Big Bug 

Date: Tue, 11 Aug 1998 22:26:59 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <6qq9ds$817j6@chuka.playstation.co.uk> 
References: <35D099F5. 9AF@club-internet.fr> 
NNTP-Posting-Host: p301-039.ppp.get2net.dk 
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X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi there, 


I just looked a bit through your code(for a few minutes!), seems to be like 
this: 


Insert in line 163: 

DrawSync (0); ( after the Render(); ) 
Wait, for the GPU to finish it's commands! 
Carlos Pieterse, 


john-doe@image.dk 


—-MESSAGE FILE 12465 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000477 


—--MESSAGE FILE 12466 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000478 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Screen does not show at the res it should be? 
Date: Wed, 12 Aug 1998 16:37:10 +0900 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35D14625.E35CE00D@cyberdude. com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi 
This might be an old question... 


I was tryin to load a 640x480 image at 0,0 under 640x480 res but the 
whole image does not show. About 32 pixels from top and bottom were cut 
off. I try it on other res modes, and the same thing happen (after 
having the image scaled to the res size). 


Is this happening on my TV or everyone is having the same problem? And 
is this being overcomed? 


Doglife 


—-MESSAGE FILE 12466 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000478 


--MESSAGE FILE 12467 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000479 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen does not show at the res it should be? 
Date: Wed, 12 Aug 1998 10:05:05 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <35D15AC1.26C31EE6@scee.sony.co.uk> 
References: <35D14625.E35CE00D@cyberdude. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 


Net Yaroze newsgroups message dump.txt 
X-Accept—-Language: en 


Check the FAQ on the New Members page. 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 


—-MESSAGE FILE 12467 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000479 


—-MESSAGE FILE 12468 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000480 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: How do I manipulate Pixels? 

Date: Wed, 12 Aug 1998 17:16:17 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <35D1BFD1.434C188E@ndirect.co.uk> 


References: <6qfcml$ldg1l2@chuka.playstation.co.uk> <35D05CE9.7B63@writeme.com> 


Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-06.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Rutherford wrote: 


> The best way I can think of is by predefining an area in VRAM (size 

> 128x128?) full of randomly coloured pixels - possibly using a LoadImage 
> method as outlined above, and then setup smaller GSSPRITES (eg 32x32) to 
> cover your screen. 

> 

> You can then alter the sprite u and v co-ordinates semi-randomly 

> (slightly faked so that they never point to the same area on consecutive 
> frames). 

> 

> Should be fast and fairly fluid - you can also have fades and 

> transparency effects. 

> 

> If I were you, I'd steer clear of colour cycling - unless you're really 
> clever about it, it tends to look naff. 

> 

Yeah, I've just been experimenting with this. I used the above method except I used 


a GsBG instead of GsSPRITEs. Լո the end I 
found that simply ramdomising the scrollx/y components did 


Colour cycling looked OK when I used a 256 colour CLUT but 
s. I opted for the GsBG way in the end 


the job just fine! 


looked cack with 16 color 


‘cos the GPU can chuck a BG full of 4-bit data at the screen quicker than the 8-bit 


data needed for the colour cycling, let 
alone the processing time needed to randomise the CLUT. 


Herbs 


-—-MESSAGE FILE 12468 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000480 


—-MESSAGE FILE 12469 START: net-yaroze-usenet/00000001-SCEI 
002d_graphics/00000481 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 


E/yaroze/programming/00000 
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Subject: Re: Screen does not show at the res it should be? 
Date: Thu, 13 Aug 1998 09:29:32 +0900 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35D2336A.DE5079FF@cyberdude. com> 

References: <35D14625.E35CE00D@cyberdude.com> <35D15AC1.26C31EE6@scee.sony.co.uk> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Errr... i can't seem to find the answer.... 


Doglife 


James Russell wrote: 


> Check the FAQ on the New Members page. 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> 


Other than that, how'd you like the play, Mrs. Lincoln? 


—-MESSAGE FILE 12469 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000481 


——MESSAGE FILE 12470 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000482 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen does not show at the res it should be? 

Date: Thu, 13 Aug 1998 09:14:44 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <35D2A074.C8C72977@scee.sony.co.uk> 

References: <35D14625.E35CE0O0D@cyberdude.com> <35D15AC1.26C31EE6@scee.sony.co.uk> ՀՅ 
5D2336A.DE5079FF@cyberdude. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Check the section entitled: "Why is there a solid bar at the bottom of the screen in 
PAL mode?". It 
talks about the screen display settings. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Fuzzy Wuzzy wasn't fuzzy, was he? 
—-MESSAGE FILE 12470 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000482 


—--MESSAGE FILE 12471 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000483 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: how made his own font ? 

Date: Thu, 13 Aug 1998 13:46:21 +0100 

Organization: I wish! 

Lines: 30 

Message-ID: <35D2E01D.5CA1@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


minor variation on a theme here - 


In my game i dont want multiple sprites on screen (especially as text 
messages will be several hundred chars long) so Ive done it a different 
way. Copied the tim with all the letters onto it from main memory to 
video memory, and then i create a sprite and set the attributes manually 
to use part of the video memory that is at present empty. Then I process 
a string in the same way as the other guys and use MovelImage (as opposed 
to drawing with sprites off screen (shudder!)) to copy one letter from 
the font to the correct area where the sprite is. Result is that all 
messages end up on only one sprite (nicer to handle etc etc) not sure 
about overhead costs (although I think it should be slightly quicker to 
set up) 


One problem with this is that MoveImage only works on long boundaries 
(unlike sprite processing, which is dependant on colour depth) meaning 
Ive had to make my font a 32k colour tim, otherwise when it comes to 
cutting and pasting each letter, they would have to be done on 4 pixel 
boundaries for 16 colour, and 2 pixel boundaries for 256 colour. seeing 
as I want each letter to have a proportional width, I need to be able to 
manipulate on a per pixel basis, hence 32k colour. 


Nice thing about doing it this way, (as you should see in my demo when 
it goes up today) (plug) is that you can do nice effects, such as, one 
sprite showing all text normally, and another sprite using same texture 
image slightly offset and using subtractive semitransparency (method 2) 
to create that 'relief' effect. 


Maybe after the compo Ill give out the source in a small routine, but 

cant be arsed right now :) 

—-MESSAGE FILE 12471 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000483 


——MESSAGE FILE 12472 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000484 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: How do I manipulate Pixels? 

Date: Thu, 13 Aug 1998 13:56:49 +0100 

Organization: I wish! 

Lines: 33 

Message-ID: <35D2E291.5A14@mdx.ac.uk> 

References: <6qfcml$ldg12@chuka.playstation.co.uk> <35D05CE9.7B63@writeme.com> <35D1 
BFD1.434C188E@ndirect.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


for a static effect how about creating a sample 32x32 pixel sprite with 
16 colours (set to shades of grey) which you would draw on screen tiled, 
and then chuck in various random numbers into the image part of the 
sprite, before copying it to vram each time? would give random stuff 
really. 


Pseudo code starts here 
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#define SPRITE_TIM (0x8009057843579843) // or whatever :) 
u_short *imageData = (u_short*) (SPRITE_TIM+4) ); 
u_long tCounterMax = (32/32) *32; 


// number of u_shorts to create randomly 
// function is (spritewidth/32) * spriteheight; 


for (temp=0; temp<tCounterMax; temp+t) 
{ 
imageData[temp] = (u_short) rand(); 
// rand gives a u_short number in a u_long result 


} 


MovelImage (&Rectofimage, vramX, vramY); 
// copy the new gibberish to vram 


should that work? I think so. The random number bit might be crappy, but 
you could fill it with other junk data grabbed from anywhere you want in 
main memory. 


Robert Swan 

rs108@mdx.ac.uk 

-—-MESSAGE FILE 12472 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000484 


—-MESSAGE FILE 12473 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000485 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: screen offset 

Date: Thu, 13 Aug 1998 18:28:31 +0100 
Organization: I wish! 

Lines: 13 

Message-ID: <35D3223F.B10@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


excuse my laziness, but Im looking for the method to move the visible 
screen offset. I seem to remember that you could call some external 
variable and mess around with some variables that would allow you to 
shift the entire screen up, down etc,etc like in commercial games' 
options screen. This was also the thing that allowed you to specify the 
screen resolution to anything you wanted. 


cheers, 


Robert Swan 
rsl08@mdx.ac.uk 


PS, is it me, or are some of the older messages dissappearing? 
—-MESSAGE FILE 12473 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000485 


——MESSAGE FILE 12474 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000486 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: screen offset 

Date: Thu, 13 Aug 1998 18:42:43 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35D32593.16BF3A7A@ndirect.co.uk> 
References: <35D3223F.B10@mdx.ac.uk> 
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Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-54.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


> excuse my laziness, but Im looking for the method to move the visible 

> screen offset. I seem to remember that you could call some external 

> variable and mess around with some variables that would allow you to 

> shift the entire screen up, down etc,etc like in commercial games' 

> options screen. This was also the thing that allowed you to specify the 
> screen resolution to anything you wanted. 

I think you're looking for extern GsDISPENV. (Look up GsDISPENV in the 
Library Reference - it's all there) 

Herbs 


—-MESSAGE FILE 12474 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000486 


——MESSAGE FILE 12475 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000487 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: screen offset 

Date: Thu, 13 Aug 1998 18:57:51 +0100 

Organization: I wish! 

Lines: 10 

Message-ID: <35D3291F.1C9@mdx.ac.uk> 

References: <35D3223F.B10@mdx.ac.uk> <35D32593.16BF3A7A@ndirect.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 


> 
> I think you're looking for extern GsDISPENV. (Look up GsDISPENV in the 
> Library Reference - it's all there) 


cheers, once again I embarassed myself by not checking before I spoke 
(blushes) I assume from the way James cuts and pastes replies from their 
that he wishes everyone did :) 


Rob 
—-MESSAGE FILE 12475 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000487 


——MESSAGE FILE 12476 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000488 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: how made his own font ? 

Date: Fri, 14 Aug 1998 10:19:59 +0100 

Organization: Backroom Software Ltd. 

Lines: 56 

Message-ID: <6r0vps$n7i6@chuka.playstation.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> 
NNTP-Posting-Host: usera499.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Check out my 'srcolly.exe' demo (~steved). This uses lots and lots of 
sprites, as it repeats the scrolly message several times down the screen. 

As you'll see, it's quite fast (even for C++). I don't think theres much 
overhead decrementing a few hundred bytes for the sprites. I'm sure the gpu 
would hardly even notice that you're moving a few hundred 'fast sprites' by 
1 or 2 pixels. The biggest overhead will probably be in the code that loops 
through the co-ordinates. 


If you've got your sprites in an array, you could optimise things; instead 
of using a loop use: 

—-sprite[0].x; 

——sprite[1] x; 

——sprite[2] .x; 


——sprite[99] x; 


It may not look very nice but it'll probably be quicker than a loop (never 


tried it though, hence the 'probably'). I used to use that method when 
writing for the C64 to move the screen and manipulate other 'large' areas of 
memory. Another way would be to use self modifying code. 

Steve 


Robert Swan wrote in message <35D2E01D.5CA1@mdx.ac.uk>... 

>minor variation on a theme here - 

> 

>In my game i dont want multiple sprites on screen (especially as text 
>messages will be several hundred chars long) so Ive done it a different 
>way. Copied the tim with all the letters onto it from main memory to 
>video memory, and then i create a sprite and set the attributes manually 
>to use part of the video memory that is at present empty. Then I process 
>a string in the same way as the other guys and use MoveImage (as opposed 
>to drawing with sprites off screen (shudder!)) to copy one letter from 
>the font to the correct area where the sprite is. Result is that all 
>messages end up on only one sprite (nicer to handle etc etc) not sure 
>about overhead costs (although I think it should be slightly quicker to 
>set up) 

> 

>One problem with this is that MoveImage only works on long boundaries 
>(unlike sprite processing, which is dependant on colour depth) meaning 
>Ive had to make my font a 32k colour tim, otherwise when it comes to 
>cutting and pasting each letter, they would have to be done on 4 pixel 
>boundaries for 16 colour, and 2 pixel boundaries for 256 colour. seeing 
>as I want each letter to have a proportional width, I need to be able to 
>manipulate on a per pixel basis, hence 32k colour. 

> 

>Nice thing about doing it this way, (as you should see in my demo when 
>it goes up today) (plug) is that you can do nice effects, such as, one 
>sprite showing all text normally, and another sprite using same texture 
>image slightly offset and using subtractive semitransparency (method 2) 
>to create that 'relief' effect. 

> 

>Maybe after the compo Ill give out the source in a small routine, but 
>cant be arsed right now :) 


—-MESSAGE FILE 12476 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000488 


——MESSAGE FILE 12477 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000489 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: screen offset 

Date: Fri, 14 Aug 1998 13:02:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <35D4275C.9759FC16@ndirect.co.uk> 

References: <35D3223F.B10@mdx.ac.uk> <35D32593.16BF3A7A@ndirect.co.uk> <35D3291F.1C9 
@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 
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NNTP-Posting-Host: dialin2-22.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


> cheers, once again I embarassed myself by not checking before I spoke 

> (blushes) I assume from the way James cuts and pastes replies from their 
> that he wishes everyone did :) 

> 

That's OK. Most answeres can be found in the Library Reference or the 
newsgroups somewhere, but finding them isn't always very easy. 


Herbs 


—-MESSAGE FILE 12477 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000489 


—-MESSAGE FILE 12478 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000490 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: how made his own font ? 

Date: Fri, 14 Aug 1998 13:56:36 +0100 

Organization: I wish! 

Lines: 24 

Message-ID: <35D43404.282A@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


I have almost no idea how c compilers optimise code, but I believe one 
of the things you can get them to do is loop unrolling, which does 
exactly as you say, which is why when set to compiling the fastest code 
you dont need to do it manually. I can guess that early compilers used 
on the c64 may not have done such a thing, hence you would get a speed 
increase there. 


Robert Swan 


Steve Dunn wrote: 


> If you've got your sprites in an array, you could optimise things; instead 
> of using a loop use: 

> -—-sprite[0].x; 

> ——sprite[1] x; 

> ——sprite[2] .x; 

So «արա 

> ——sprite[99] x; 

> 

> It may not look very nice but it'll probably be quicker than a loop (never 
> tried it though, hence the 'probably'). I used to use that method when 

> writing for the C64 to move the screen and manipulate other 'large' areas of 
> memory. Another way would be to use self modifying code. 

> 

> Steve 


--MESSAGE FILE 12478 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000490 


——MESSAGE FILE 12479 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000491 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: how made his own font ? 

Date: Fri, 14 Aug 1998 14:17:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35D438D2.908C3316@ndirect.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


> I have almost no idea how c compilers optimise code, but I believe one 

> of the things you can get them to do is loop unrolling, which does 

> exactly as you say, which is why when set to compiling the fastest code 
> you dont need to do it manually. I can guess that early compilers used 
> 
> 
> 


on the c64 may not have done such a thing, hence you would get a speed 
increase there. 


Actually, unrolling loops will often have a negative effect on the PSX 'cos it 
causes cache misses. I think I saw a posting about this in the GNU newsgroup. 


Herbs 


—-MESSAGE FILE 12479 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000491 


——MESSAGE FILE 12480 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000492 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: how made his own font ? 

Date: Fri, 14 Aug 1998 14:43:36 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35D43F08.36BA@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 

> Actually, unrolling loops will often have a negative effect on the PSX 'cos it 
> causes cache misses. I think I saw a posting about this in the GNU newsgroup. 
> 

> Herbs 


I should really know better than to talk about how C is compiled as I 
dont really have a clue :) All this stuff about d-cache and all that, 
what a waste of time. (only kidding, im sure its worth it!) 


Seriously though, theres so much to know and Im not really that 
technical so its nice for these things to be brought to my attention, 
seeing as quite a lot of programming is counter-intuitive. 


Rob 
—-MESSAGE FILE 12480 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000492 
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——MESSAGE FILE 12481 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000493 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Caches 

Date: Fri, 14 Aug 1998 15:42:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <35D44CBE.1FA95769@ndirect.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 
> I should really know better than to talk about how C is compiled as I 


> dont really have a clue :) All this stuff about d-cache and all that, 
> what a waste of time. (only kidding, im sure its worth it!) 


I think I can help a little here. The D-cache is basically a 1K section of fast 
memory which is free for you to use. It is most useful with the GsSortObject4 () 
function which needs a scratchpad area of memory. Other than that you're probably 
best off leaving it alone until you really know the PSX inside out. Especially as 
it appears that many of the libs functions trash the D-cache. 


Then there's the I-cache (or Instruction cache). It's not directly controllable 
from code. It's purpose is to store the most recently used instructions in faster 
RAM, so loops etc can execute more quickly. This is why unrolling loops can 
actually make code slower. 


Then there's the GPU/VRAM cache (of which I can't remember the name or details off 
hand). When the GPU draws textured polys or scaled/rotated sprites, it has to make 
repeated reads of the texture in VRAM, and this cache improves the speed of drawing 
enormously. This is why a polygon with a small texture will draw quicker than with 
a large texture, even though the number of rendered pixels will remain the same. 
With 2D stuff you can get huge GPU performance increases by using this cache 
effectively. E.g. suppose you're writing a shooter in which you may be displaying 
numerous 8x8 bullets on screen at any one time. If you sort all your bullets at the 
same unique priority, the GPU will draw all the bullets in bulk (as they will all 
appear in the OT together). After the first bullet is drawn, there will be a 
complete copy of it in the cache, so the subsequent bullets will draw much faster. 
If, however, the bullets are interleaved with other data in the OT, then the GPU 
will have to read the VRAM directly each time - which is slower. 


> Seriously though, theres so much to know and Im not really that 
> technical so its nice for these things to be brought to my attention, 
> seeing as quite a lot of programming is counter-intuitive. 


Hope this sheds some light. 


Herbs 


—-MESSAGE FILE 12481 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000493 


——MESSAGE FILE 12482 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000494 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Fri, 14 Aug 1998 17:39:31 +0100 
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Organization: I wish! 

Lines: 48 

Message-ID: <35D46843.5DF5@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 

> I think I can help a little here. The D-cache is basically a 1K section of fast 
memory which is free for you to use. It is most useful with the GsSortObject4 () 
function which needs a scratchpad area of memory. Other than that you're probably 
best off leaving it alone until you really know the PSX inside out. Especially as 
it appears that many of the libs functions trash the D-cache. 


VVVYV 


Are there any examples of using the d-cache? Im sure Ive seen some pages 
with it on, but Its been so long since I went through the pages... first 
111 check the faq and see if its mentioned though :) If it speeds up 
gssortobject4() i could do with that as im doing a fair amount of that 
in my game (does it work on a per primitive type, or per gssortobject4 
call?) 


111 leave the i-cache alone methinks 


This idea of the fast graphics ram has me worried. Ive got a fair 
understanding of texture pages, and this is why ive got all my textures 
on one texture page in vram to avoid 'thrashing the texture cache' as it 
is called by some!. This ties in with what you said about if you have 
all the same texture in a row in the otable its faster than when 
interleaved stuff that requires for another texture page to be read in 
by this fast graphics ram. My knowledge of this doesnt match with the 
idea of needing repeated reads from the vram when using textures though, 
so are the graphics a three stage process? 


copy from vram into texture cache (the 256x256 tpage stuff) 
copy from texture cache into this faster graphics ram 
copy from faster graphics ram to vram again (where buffers are) 


I thought it was just two stage, but then again Ive just thought back to 
the problems I had rotating large sprites and it slowing down 
tremendously which doesnt fit in with this idea... 


are you suggesting that mapping a large texture to say a 16x16 pixel 
area on screen takes longer to draw than a smaller texture because of 
something to do with the size of the graphics ram and needing to read 
more often to cover the whole area of the larger texture? I presume it 
might take longer but not because of the texture cache (which is 256x256 
pixels big). 


Im not so clear about this now. My intuition says that drawing a 32x32 
texture to say fill the screen should take exactly the same time as 
drawing a 64x64 texture (at least in terms of read/writes from the 
texture cache) 


Rob 

rs108@mdx.ac.uk 

-—-MESSAGE FILE 12482 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000494 


—--MESSAGE FILE 12483 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000495 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Fri, 14 Aug 1998 18:34:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 77 

Message-ID: <35D4750C.A4613436@ndirect.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


Are there any examples of using the d-cache? Im sure Ive seen some pages 
with it on, but Its been so long since I went through the pages... first 
111 check the faq and see if its mentioned though :) If it speeds up 
gssortobject4() i could do with that as im doing a fair amount of that 
in my game (does it work on a per primitive type, or per gssortobject4 
call?) 


VVVVVVV 


Per GsSortObject4(). Simply insert 0x1f800000 as the scratchpad address in 
GsSortObject4(). (Chances are that's what you have already.) BIW the D-cache is 6 
times faster than normal RAM. Some people like to stick the stack in the d-cache 
temporarily to speed up section of code. I haven't tried this myself as I haven't c 
ome 

accross a situation where it would be appropriate, but it can cause all sorts of 
problems if you don't know exactly what you're doing. 1K is a bit small for a stack 


> Ill leave the i-cache alone methinks 


You don't need to think about it - it's automatic and you're already using it. Just 
bear in mind that unrolling loops often doesn't give the desired effect. 


This idea of the fast graphics ram has me worried. Ive got a fair 
understanding of texture pages, and this is why ive got all my textures 
on one texture page in vram to avoid 'thrashing the texture cache' as it 
is called by some!. This ties in with what you said about if you have 
all the same texture in a row in the otable its faster than when 
interleaved stuff that requires for another texture page to be read in 
by this fast graphics ram. My knowledge of this doesnt match with the 
idea of needing repeated reads from the vram when using textures though, 
so are the graphics a three stage process? 


copy from vram into texture cache (the 256x256 tpage stuff) 
copy from texture cache into this faster graphics ram 
copy from faster graphics ram to vram again (where buffers are) 


VVVVVVVVVVVV VV 


Again, this cache is automatic and it happens within the bowls of the PSX. You don' 
Է 


need to do anything except remember it's there. I can't remember the size of the ca 
che 

but I'm sure it's actually much smaller than a tpage. (Something like 32x16 pixels - 
anyone?) I think you're confusing a tpage with the texture cache. 


I thought it was just two stage, but then again Ive just thought back to 
the problems I had rotating large sprites and it slowing down 
tremendously which doesnt fit in with this idea... 


> 

> 

> 

> 

> are you suggesting that mapping a large texture to say a 16x16 pixel 

> area on screen takes longer to draw than a smaller texture because of 

> something to do with the size of the graphics ram and needing to read 

> more often to cover the whole area of the larger texture? I presume it 

> might take longer but not because of the texture cache (which is 256x256 
> pixels big). 
> 
> 
> 


Im not so clear about this now. My intuition says that drawing a 32x32 
texture to say fill the screen should take exactly the same time as 
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> drawing a 64x64 texture (at least in terms of read/writes from the 
> texture cache) 


Sort of. Without the details of the cache size to hand, I can't give you a definiti 
“Pasa But this is how the process works. If you use a large poly with a small 
texture, then many of the pixels in the rendered poly will share the same pixels in 
S a This is where the cache kicks in and speeds up GPU processing. The same g 
Եր expanded/rotated sprites. Լո the process of GPU drawing it will have to read th 
Sne pixels more than once. 


If the texture is small, it is more likely that when the GPU goes to read a pixel, i 
t 

will already be in the cache due to an earlier read. If the texture is large, it is 
likely that when the GPU goes to read pixel data, it won't be in the cache and the G 
PU 


will have to read from the slower VRAM. 
I'm not sure that all makes sense, but I know what I mean. Is that clear for you? 
Herbs 


--MESSAGE FILE 12483 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000495 


——MESSAGE FILE 12484 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000496 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rs108@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Fri, 14 Aug 1998 18:58:00 +0100 

Organization: I wish! 

Lines: 21 

Message-ID: <35D47AA8.4E80@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 
> Per GsSortObject4(). Simply insert 0x1f800000 as the scratchpad address in 
> GsSortObject4(). (Chances are that's what you have already.) BIW the D-cache is 


bummer, my ground is one large tmd, so in my scene im really only 
sorting about 50 items so I assume the increase wouldnt be too great... 
let me know if Im wrong though! 


> If the texture is large, it is 

> likely that when the GPU goes to read pixel data, it won't be in the cache and the 
GPU 

> will have to read from the slower VRAM. 


ok, I do understand it now, and now that youve said this, it has kicked 


my memory into gear and now it matches something that I was told 
earlier! 


> I'm not sure that all makes sense, but I know what I mean. Is that clear for you? 
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greatly, thanks! Not bad for a days discussion. 

Rob 

-—-MESSAGE FILE 12484 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000496 


——MESSAGE FILE 12485 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000497 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Fri, 14 Aug 1998 19:30:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35D48242.CC86BE26@ndirect.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> <6 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


Alex Herbert wrote: 
> Per GsSortObject4(). Simply insert 0x1f£800000 as the scratchpad address in 
> GsSortObject4(). (Chances are that's what you have already.) BTW the D-cache 1 


> 
> 
> 
s 
> 
> bummer, my ground is one large tmd, so in my scene im really only 

> sorting about 50 items so I assume the increase wouldnt be too great... 
> let me know if Im wrong though! 

> 


Sorry, I misunderstood when you asked per poly or per object, so, my answer is wrong 


Actually I think it's per vertex/normal. Can anyone tell us EXACTLY what goes on in 
the 
scratchpad? 


Anyway, using the D-cache will up the speed of GsSortObject4() regardless of the TMD 
size. 

Where have you located the scrtachpad at the moment? It's very normal to locate the 
scratchpad in the D-cache. Are you sure it's not there already? If not, then you s 

hould 

see a huge increase in performance by putting it there. 


Herbs 


-—-MESSAGE FILE 12485 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000497 


——MESSAGE FILE 12486 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000498 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Fri, 14 Aug 1998 19:45:19 +0100 

Organization: I wish! 

Lines: 10 

Message-ID: <35D485BF.5BOC@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
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F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 
> Are you sure it's not there already? If not, then you should 
> see a huge increase in performance by putting it there. 


111 try it tonight, if it speeds up drawing loads, my game might be back 
to 50 frames a second as standard (im currently allowing it for 25 as 
Ive still got some stuff to add). Let you know how it affects it all, 
thanks 


Rob 
—-MESSAGE FILE 12486 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000498 


—-MESSAGE FILE 12487 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000499 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Sat, 15 Aug 1998 06:18:14 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <35d51fb9.8182565@news.scea.sony.com> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE2 6@ndirect.co.uk> 

NNTP-Posting-Host: a68.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 14 Aug 1998 19:30:26 +0000, Alex Herbert 

<aherbert@ndirect.co.uk> wrote: 

>Anyway, using the D-cache will up the speed of GsSortObject4() regardless of the TM 
D size. 
>Where have you located the scrtachpad at the moment? It's very normal to locate th 
e 

>scratchpad in the D-cache. Are you sure it's not there already? If not, then you 
should 

>see a huge increase in performance by putting it there. 


> 

>Herbs 

> 

Hi! I just looked at the GsSortObject4() definition in the library 
reference book and here what it says: "scratch is used as work when 
automatic subdivision is carried out....Also, scratchpad is cache 


memory and 256 words are packaged from 0x1f800000." 


And I noticed something quite interesting last week when I was playing 
with the automatic subdivision flag. I've got a big 8-bit 256x256 
rectangular poly among other things in my scene. Here's the results 
by applying the GsDiv flag on the rectangular poly: 


Division amount Frame rate(in hsync) 

None 215 
1:2x2 2:12 
2:4x4 198 
3:8x8 181 
4:16x16 191 
5:32x32 270 


You can see that the biggest improvement in performance was by doing 
8x8 subdivisions! I couldn't believe it! But I must say that after 
reading the GsSortObject4() definition it makes more sense :) 
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-—-MESSAGE FILE 12487 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000499 


——MESSAGE FILE 12488 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000500 
Path: chuka.playstation.co.uk!news 
From: "JohnT" <johnt@nettech.demon.co.uk> 


Newsgroups: scee.yaroze.programming.2d_graphics 


Subject: Re: Sprite Animation 

Date: Sat, 15 Aug 1998 12:57:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 


Message-ID: <6r3t3dSea97@chuka.playstation.co.uk> 
References: <6qdhg5$ldg6@chuka.playstation.co.uk> <6qedtn$ldg9@chuka.playstation.co. 


uk> 
NNTP-Posting-Host: nettech.demon.co.uk 


X-Newsreader: Microsoft Outlook Express 4.72.3110.1 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72 


#3 110.3 


David Smethurst wrote in message <6qedtnSldg9@chuka.playstation.co.uk>... 


> 


>Normster wrote in message <6qdhg5$ldg6@chuka.playstation.co.uk>... 


եռ 


>>To anyone that can help, 
> 


>>I am new to Yaroze. I am having difficulty doing 2D sprite animation. Do I 
>>load each frame of animation to a separate frame buffer address, or do I 
>>load them into one texture page and access them. I am so confused. I need 


>>help!! 
>plug time: 


>Hmmm - take a look at my current version of SprLib 


>http://www.netyaroze-europe.com/~ULTHWE 


>it should help a little bit for now. I have implemented the first idea, 


>where each frame is a seperate 
>file. The second way I am going to do this is 
>single tim to load up then 


to put all the sprites into a 


>access the different frames of animation through the u,v values. Generally 


>you will have to provide 


>the width and height for the library to work out where each frame is. 


I already use the u,v method in my AniSprite lib. Take a look in my Yaroze 


pages at http://www.nettech.demon.co.uk 


JohnT 


--MESSAGE FILE 12488 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000500 


—--MESSAGE FILE 12489 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000501 
Path: chuka.playstation.co.uk!news 
From: Robert Swan <rsl08@mdx.ac.uk> 


Newsgroups: scee.yaroze.programming.2d_graphics 


Subject: Re: Caches 

Date: Mon, 17 Aug 1998 08:17:20 +0100 
Organization: I wish! 

Lines: 21 

Message-ID: <35D7D900.39D7@mdx.ac.uk> 


References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 


rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CB 


EB. 1FA95769@ndirect.co.uk> <35D46843.5D 


F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 


CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news 
NNTP-Posting-Host: nova.mdx.ac.uk 
Mime-Version: 1.0 


.scea.sony.com> 


Net Yaroze newsgroups message dump.txt 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (X11; I; 


Patrick Bureau wrote: 


SunOS 5.5 sun4u) 


Page 8285 


> And I noticed something quite interesting last week when I was playing 
> with the automatic subdivision flag. I've got a big 8-bit 256x256 

> rectangular poly among other things in my scene. Here's the results 
> by applying the GsDiv flag on the rectangular poly: 

> Division amount Frame rate(in hsync) 

> None 215 

> 1:2x2 212 

> 2:4x4 198 

> 3:8x8 181 

> 4:16x16 191 

> 5:32x32 270 

Blimey, those are extremely wierd results :) Ill have a look as well 


though, but must admit Im so sceptical that subdividing something into 
64 bits is quicker than not doing so! I dont care if it works though 
about having to increase packet space, Id live with that for at 10%ish 
increase in speed. If this is always the case, maybe James Russell can 
come up with one of his clear and concise answers. 


Rob 
-—-MESSAGE FILE 12489 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000501 


—-MESSAGE FILE 12490 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000502 


Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: 17 Aug 1998 09:29:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <0Olbdc9c0$c2507b00$230b0a0a@Angelal.intelligent-—group.com> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 


bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D7D900.39D7@mdx.ac. 
uk> 

NNTP-Posting-Host: dl-s42-74-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Robert Swan <rsl08@mdx.ac.uk> wrote in article <35D7D900.39D7@mdx.ac.uk>... 


> Patrick Bureau wrote: 

> > And I noticed something quite interesting last week when I was playing 
> > with the automatic subdivision flag. I've got a big 8-bit 256x256 

> > rectangular poly among other things in my scene. Here's the results 
> > by applying the GsDiv flag on the rectangular poly: 

> > Division amount Frame rate(in hsync) 

> > None 215 

> > 1:2x2 212 

> > 2:4x4 198 

> > 3:8x8 181 

> > 4:16x16 191 

> > 5:32x32 270 

> 

> Blimey, those are extremely wierd results :) Ill have a look as well 

> though, but must admit Im so sceptical that subdividing something into 
> 64 bits is quicker than not doing so! I dont care if it works though 

> about having to increase packet space, Id live with that for at 10%ish 
> increase in speed. If this is always the case, maybe James Russell can 
> come up with one of his clear and concise answers. 


Depends on whether you were GPU, CPU, or GTE bound in the first place. 
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Think like this....assume you were running out or GPU (draw) time. 

Because of the way the GPU works, poly's that go over the edge or the draw 
area cause 

a big performance hit. 

But maybe you had a fair amount of GTE/CPU time spare. Setting subdivision 
would make more of the display drop out in the trivial reject (all points 
of a poly 

outside draw area after local->screen xform). So you'd quite possibly 
improve 

performance in some cases (not all by any means) by subdividing. 


> Rob 


Craig 
(possibly waffling, don't quote me, James can answer if he likes (maybe ask 
Colin?) ) 


—-MESSAGE FILE 12490 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000502 


—-MESSAGE FILE 12491 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000503 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Mon, 17 Aug 1998 15:05:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <35D838A3.F8E6B876@scee.sony.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D7D900.39D7@mdx.ac. 
uk> <01lbdc9c0$c2507b00$230b0a0a@Angelal.intelligent-group.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Craig Graham wrote: 


> 

> Depends on whether you were GPU, CPU, or GTE bound in the first place. 

> Think like this....assume you were running out or GPU (draw) time. 

> Because of the way the GPU works, poly's that go over the edge or the draw area ca 
use 

> a big performance hit. 

> But maybe you had a fair amount of GTE/CPU time spare. Setting subdivision 

> would make more of the display drop out in the trivial reject (all points 

> of a poly outside draw area after local->screen xform). So you'd quite possibly 

> improve performance in some cases (not all by any means) by subdividing. 


I don't understand those results at all, but Craig's answer sounds like the best to 
me. 


FYI, a poly that is to the top and/or left of the clip window will get drawn regardl 
ess, even if 

it's totally offscreen. Polys that lie completely to the right or bottom of the clip 
window get 

trivially rejected by the GPU. Subdivision may actually help the GPU speed in this c 
ase. 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
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== Developer Support Engineer - Sony Computer Entertainment Europe 


A fail-safe circuit will destroy others. 
—-MESSAGE FILE 12491 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000503 


—-MESSAGE FILE 12492 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000504 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Mon, 17 Aug 1998 15:29:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <35D83E4D.32BA4E05@scee.sony.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Robert Swan wrote: 


> 

> This idea of the fast graphics ram has me worried. Ive got a fair 

> understanding of texture pages, and this is why ive got all my textures 
> on one texture page in vram to avoid 'thrashing the texture cache' as it 
> is called by some! 


The GPU has a 2K cache, which is not related to texture pages. Its 64x64 pixels for 
4-bit images, 

64x32 for 8bit images and 32x32 for l6bit images. The GPU has an internal CLUT as we 
11, so that's 

basically a cache for the CLUT. So don't change CLUTs! 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A fail-safe circuit will destroy others. 
—-MESSAGE FILE 12492 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000504 


—-MESSAGE FILE 12493 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000505 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Mon, 17 Aug 1998 16:43:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <35D84FAA.43FDFA48@ndirect.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> 

Reply-To: aherbert@ndirect.co.uk 
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NNTP-Posting-Host: dialin2-05.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Patrick Bureau wrote: 


> Hi! I just looked at the GsSortObject4() definition in the library 
> reference book and here what it says: "scratch is used as work when 
> automatic subdivision is carried out....Also, scratchpad is cache 

> 


memory and 256 words are packaged from 0x1f800000." 


Ah yes. I remember reading that now. Oops forgot that - thought it was always used 


Sorry 
Rob. 
> And I noticed something quite interesting last week when I was playing 
> with the automatic subdivision flag. I've got a big 8-bit 256x256 
> rectangular poly among other things in my scene. Here's the results 
> by applying the GsDiv flag on the rectangular poly: 
> Division amount Frame rate(in hsync) 
> None 215 
> 1:2x2 212 
> 2:4x4 198 
> 3:8x8 181 
> 4:16x16 191 
> 5:32x32 270 
> 
> You can see that the biggest improvement in performance was by doing 
> 8x8 subdivisions! I couldn't believe it! But I must say that after 
> reading the GsSortObject4() definition it makes more sense :) 
Hmm... Interesting. 


OK, here's what I'm thinking here. That's a very large texture, so without sub-divi 
sion the 


GPU cache will miss big time. With 8x8 sub-division, the texture will be broken int 
o 32x32 
pixel chunks which will fit nicely into the GPU cache. 


So, I'm suggesting that the GPU draw time is significantly less when each chunk of t 
he 

sub-divided texture fits in the cache, outweighing the CPU overheads of packet creat 
ion and the 

sub-division itself. 


If I'm right, then it would seem that it is better to subdivide polygons with large 

textures. 

But, you'd need to pay attention to the balance of CPU to GPU time. If the CPU time 
is already 

overrunning the GPU time, sub-division will have a negative impact on performance. 

However, if 

the GPU time is exceeding the CPU time, then why not cash in some of that CPU time a 

nd give it 

to the GPU by sub-dividing? 


Does anyone agree with me on this? 


Herbs 


—-MESSAGE FILE 12493 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000505 


——MESSAGE FILE 12494 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000506 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: 17 Aug 1998 16:01:18 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <0Olbdc9f7$97492420S5230b0a0a@Angelal.intelligent-—group.com> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D84FAA.43FDFA48@ndi 
rect.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35D84FAA. 43FDFA48@ndirect.co.uk>... 
> OK, here's what I'm thinking here. That's a very large texture, so 
without sub-division the 


> GPU cache will miss big time. With 8x8 sub-division, the texture will be 
broken into 32x32 
> pixel chunks which will fit nicely into the GPU cache. 


Good point, you'd get load's of cache thrashing on a poly with a big 
texture. 


> So, I'm suggesting that the GPU draw time is significantly less when each 
chunk of the 

> sub-divided texture fits in the cache, outweighing the CPU overheads of 
packet creation and the 

> sub-division itself. 


It's only useful in a minority of cases though, as in most cases you tend 
to run out of 

GTE/CPU time before you run out of GPU time (you can display more poly's 
than you can 
calculate). 


> If I'm right, then it would seem that it is better to subdivide polygons 
with large textures. 

> But, you'd need to pay attention to the balance of CPU to GPU time. If 
the CPU time is already 
> overrunning the GPU time, sub-division will have a negative impact on 
performance. However, if 

> the GPU time is exceeding the CPU time, then why not cash in some of that 
CPU time and give it 

> to the GPU by sub-dividing? 


You can easily get the balance right using a bit of profiling code. Arse. 
No you cann't 
(no DrawSyncCallback() in the Yaroze libs). Bugger... 


Instead (just for profiling), you could (say, every odd frame), sit on 
DrawSync() immediately after 

GsDrawOt() to profile the GPU load, and on every even frame time the sort 
instead.. 


> Does anyone agree with me on this? 

Yep. 

> Herbs 

Craig. 

--MESSAGE FILE 12494 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000506 


——MESSAGE FILE 12495 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000507 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rs108@mdx.ac.uk> 


Net Yaroze newsgroups message dump.txt Page 8290 


Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Mon, 17 Aug 1998 19:11:04 +0100 

Organization: I wish! 

Lines: 17 

Message-ID: <35D87238.2CBE@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D84FAA.43FDFA48@ndi 
rect.co.uk> <0lbdc9f7$97492420S230b0a0a@Angelal.intelligent-—group. com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Craig Graham wrote: 

> > So, I'm suggesting that the GPU draw time is significantly less when each 
chunk of the 

> sub-divided texture fits in the cache, outweighing the CPU overheads of 
packet creation and the 

> sub-division itself. 


> 
> 
> 
> 


so can i draw the conclusion that when a draw texture command is reached 
within the ordering table, then it automatically sticks the top left of 
the texture from the vram into the texture cache(unless of course its 
already got the same texture in it) and then doesnt move the stuff in 
the texture cache again, so benefits from the cache only come when it is 
drawing the top - left of the texture which happens to be in the cache? 


wierd :) 


Rob 
—-MESSAGE FILE 12495 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000507 


--MESSAGE FILE 12496 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000508 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: 17 Aug 1998 22:24:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <0lbdca2d$20b65040$230b0a0a@Angelal.intelligent-—group.com> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D84FAA.43FDFA48@ndi 
rect.co.uk> <0O1lbdc9f7$97492420S230b0a0a@Angelal.intelligent-group.com> <35D87238.2CB 
E@mdx.ac.uk> 
NNTP-Posting-Host: d2-s42-136-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Robert Swan <rsl08@mdx.ac.uk> wrote in article <35D87238.2CBE@mdx.ac.uk>... 
Craig Graham wrote: 

so can i draw the conclusion that when a draw texture command is reached 
within the ordering table, then it automatically sticks the top left of 
the texture from the vram into the texture cache(unless of course its 
already got the same texture in it) and then doesnt move the stuff in 
the texture cache again, so benefits from the cache only come when it is 
drawing the top - left of the texture which happens to be in the cache? 


VVVVVVV 


Nope. It sticks the currently accessed square of the texture into the 
cache. 
The cache is only so big (see Jame's earlier post). If the whole of the 
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texture 

for the poly you are displaying fit's into the cache you'll get good 
performance. 

If you have a lot of poly's using the same texture, and it fit's in the 
cache 

you'll get best performance. 


So, if you're rendering a large poly with a large texture on it, the 
renderer will 

go along one line of a texture and then off the edge and then require a 
texture 

that's not in the cache. If you subdivide the poly so that each sub-poly 
uses 

a bit of the texture that fits into the, then it will draw a whole poly 
without 

requiring a cache re-load, and given that you will probably see a single 
texture 
pixel being stretched across several display pixels, this gives an 
improvement 

in draw time (a higher percentage of the pixels written come from the cache 
rather than from the main VRAM). 


> wierd :) 

Not really ;) 

> Rob 

Is this helping? 
Craig. 


—-MESSAGE FILE 12496 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000508 


--MESSAGE FILE 12497 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000509 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Tue, 18 Aug 1998 09:41:09 +0100 

Organization: I wish! 

Lines: 20 

Message-ID: <35D93E25.6A66@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D83E4D.32BA4E05@scee.sony.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Ok, just to finally try to sort myself out. I have a feeling that I 
—-MESSAGE FILE 12497 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000509 


——MESSAGE FILE 12498 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000510 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Tue, 18 Aug 1998 09:47:48 +0100 

Organization: I wish! 

Lines: 12 

Message-ID: <35D93FB4.6345@mdx.ac.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
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bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D83E4D.32BA4E05@scee.sony.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Russell wrote: 

> The GPU has an internal CLUT as well, so that's 

Really? sounds cool, as we've been wondering how the cluts got 
processed. Now you say dont change cluts... how do the rgb scalars 


affect this? is it quicker to change cluts (which dont require scaling) 
or to scale the clut cache?? 


cool, something else I can get bewildered about 


Rob 
—-MESSAGE FILE 12498 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000510 


——MESSAGE FILE 12499 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000511 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: 18 Aug 1998 09:09:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <0Olbdca87$35ec0d60$230b0a0a@Angelal.intelligent-—group.com> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D83E4D.32BA4E05@scee.sony.co.uk> <35D93E25.6A66@mdx.ac.uk> 
NNTP-Posting-Host: d3-s18-174-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Robert Swan <rsl108@mdx.ac.uk> wrote in article <35D93E25.6A66@mdx.ac.uk>... 

> Ok, just to finally try to sort myself out. I have a feeling that I 

—-MESSAGE FILE 12499 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000511 


—--MESSAGE FILE 12500 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000512 

Path: chuka.playstation.co.uk!news 

From: "Colin Hughes" <Colin_Hughes@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Tue, 18 Aug 1998 11:55:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6rbn5fSea917@chuka.playstation.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D83E4D.32BA4E05@scee.sony.co.uk> <35D93FB4.6345@mdx.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


More about caches.... 


On the GPU a cache line is 4 words long..... 
This has a big hit on textures that don't fit on cache. 
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If you draw a 256x256 texture at 90 degrees to normal, Every time a pixel is 
needed a new cache line will be read, ( 16 pixels worth for a 4 bit 

texture ) 

Subdividing the poly into 64x64 sections will speed up this case to the 
point where 1 cache line is read for every 16 pixel writes ( For 4 bits ) 


Cheers, 


Colin. 


Robert Swan wrote in message <35D93FB4.6345@mdx.ac.uk>... 


>James Russell wrote: 
> 


>> The GPU has an internal CLUT as well, so that's 


> 


>Really? sounds cool, as we've been wondering how the cluts got 
>processed. Now you say dont change cluts... how do the rgb scalars 
>affect this? is it quicker to change cluts (which dont require scaling) 
>or to scale the clut cache?? 


> 


>cool, something else I can get bewildered about 


> 
>Rob 


—-MESSAGE FILE 12500 END: 
2d_graphics/00000512 


net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


——MESSAGE FILE 12501 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000513 


Path: chuka.playstation.co.uk!news 


Subject: Re: Caches 

Date: Tue, 18 Aug 1998 14 
Organization: PlayStation 
Lines: 23 


References: <35C81A30.4ACI 


From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 


2:00:05 +0100 
Net Yaroze (SCEE) 


Message-ID: <35D97AD5.5453@manc.u-net.com> 


B@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 


bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié6é@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D83E4D.32BA4E05@scee.sony.co.uk> <35D93FB4.6345@mdx.ac.uk> 
NNTP-Posting-Host: manc.u-net.com 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding 


charset=us-ascii 
> ՎԵՆԵ 


X-Mailer: Mozilla 3.0 (Win95; I) 


It's good news to me to hear that subdividing a textured 
poly can speed it up (obviously it can only detriment a flat 
shaded poly), although I'll take this over to the relevant 
.3d_graphics newsgroup with any further developments.. 


> James Russell wrote: 


> > The GPU has an internal CLUT as well, so that's 


I kind of found that out 


(well, I found out that something didn't 


work as I intended :) )while trying to do colour cycling / CLUT 
pixel changing -- it made no difference to the sprite. 
Changing the .cx or .cy values works however, but storing another 


256 wide clut(s) is ineff 


icient if all you want to do is change a 


Single entry. So how would I restore the clut data? 


Thanks, 
Jim 
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James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12501 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000513 


——MESSAGE FILE 12502 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000514 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Tue, 18 Aug 1998 15:01:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35D9893D.2ED8801D@ndirect.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D83E4D.32BA4E05@scee.sony.co.uk> <35D93FB4.6345@mdx.ac.uk> <35D97AD 
5.5453@manc.u-net.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-57.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Shaughnessy wrote: 


It's good news to me to hear that subdividing a textured 
poly can speed it up (obviously it can only detriment a flat 
shaded poly), although I'll take this over to the relevant 
.3d_graphics newsgroup with any further developments.. 


> James Russell wrote: 
> > The GPU has an internal CLUT as well, so that's 


I kind of found that out (well, I found out that something didn't 
work as I intended :) )while trying to do colour cycling / CLUT 
pixel changing -- it made no difference to the sprite. 

Changing the .cx or .cy values works however, but storing another 
256 wide clut(s) is inefficient if all you want to do is change a 
Single entry. So how would I restore the clut data? 


VVVVVVVVVVVV VV 


You could always use 2 CLUTs and switch between them. i.e. double 
buffer the CLUT. 


Herbs 


-—-MESSAGE FILE 12502 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000514 


——MESSAGE FILE 12503 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000515 

Path: chuka.playstation.co.uk!news 

From: "Chris Searle" <chris@cxs97c.netkonect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Need help with arrays 

Date: Mon, 17 Aug 1998 21:51:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <6rcfhe$12e4@chuka.playstation.co.uk> 

NNTP-Posting-Host: cxs97c.netkonect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:515 scee.yaroze.be 
ginners:504 scea.yaroze.programming.2d_graphics:398 
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Hi, I've got an array, u_long line[640], and want to copy a random 320 
chunks to a two-dimensional array here some source: 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_long line[640]; 


u_long scr[240] [320]; 


main() { 
RECT screen; 
short counter; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph(320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0): 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 
for( counter = 0; counter < 640; counter++) í 
if (rand()%2) line[counter] = (1<<15) + (31<<10) + (31<<5) + 31; //set 
pixels to 
else line[counter] = (1<<15); //black 


or white 
} // setup first array 


while(1) í 
VSync (0); 


for (counter = 0; counter Հ 240; counter++) { //This part 
doesn't work 
memcpy ( scr+(counter*320), line+(rand()%320), 640 ); //copy 640 bytes 
(320 int's) 
} 


LoadImage( &screen, *scr ); 
DrawSync (0); 
GsSwapDispBuff(); 

} // end while 

ResetGraph (0); 


} // end main 


This is a simple programming question but I do need some help. 


Cheers 


-—-MESSAGE FILE 12503 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000515 


——MESSAGE FILE 12504 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000516 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Tue, 18 Aug 1998 19:16:33 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <35D9C501.C08B393A@ndirect.co.uk> 

References: <6rcfhe$12e4@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-50.ndirect.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:516 scee.yaroze.be 
ginners:505 scea.yaroze.programming.2d_graphics:399 


Chris Searle wrote: 


Hi, I've got an array, u_long line[640], and want to copy a random 320 
chunks to a two-dimensional array here some source: 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_long scr[240] [320]; 


u_long line[640]; 


main() { 
RECT screen; 
short counter; 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0); 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w = 320; 


for( counter = 0; counter < 640; counter++) í 
if (rand()%2) line[counter] = (1<<15) + (31<<10) + (31<<5) + 31; //set 
pixels to 
else line[counter] = (1<<15); //black 


or white 
} // setup first array 


while(1) { 
VSync (0); 


for (counter = 0; counter < 240; counter++) { //This part 
doesn't work 
memcpy ( scr+(counter*320), line+(rand()%320), 640 ); //copy 640 bytes 
(320 int's) 
} 


LoadImage( &screen, *scr ); 
DrawSync (0); 
GsSwapDispBuff(); 

} // end while 


ResetGraph (0); 
} // end main 


This is a simple programming question but I do need some help. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV ON 


Cheers 


Not sure exactly what you're trying to do here, but your scr[] array should 
probably be u_short, as each screen pixel is 16-bit. ս 1օոց is 32. 


Herbs 


—-MESSAGE FILE 12504 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000516 


--MESSAGE FILE 12505 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000517 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Flipping sprites on screen. 

Date: Tue, 18 Aug 1998 16:16:55 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6rcmau$g13@scea> 

NNTP-Posting-Host: sud-tcsl-port44.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:400 scee.yaroze.pr 
ogramming.2d_graphics:517 


I've been looking through the documentation that I could find on the 
graphics formats but still have one question that hopefully can be answered. 


Is the a flag to inverse the bitmap before display on the screen?? 


I want to be able to do is vertical and horizontal inversion. 

Let's say I load a .TIM of my right hand... can I simply flip it so that I 
can see both a right and an inverted left hand on the screen while only 
uploading the single .TIM. 


Thank in advance, 


Steve Tolin 


—-MESSAGE FILE 12505 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000517 


—--MESSAGE FILE 12506 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000518 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Tue, 18 Aug 1998 15:38:07 -0700 

Organization: Cisco Systems 

Lines: 59 

Message-ID: <35DA024F.10FF8B2B@jps.net> 

References: <6rcfhe$12e4@chuka.playstation.co.uk> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:518 scee.yaroze.be 
ginners:506 scea.yaroze.programming.2d_graphics:401 


Weird. I don't know what you're trying to accomplish either, but try 
this? What is the effect you want? Static? 


#include <stdio.h> 
#include <libps.h> 
#include <memory.h> 


u_short scr[240] [320]; 
u_short line[640]; 


void main(void) 
{ 
RECT screen; 
short counter; 


Set VideoMode (MODE_PAL) ; 
GsInitGraph (320, 240, 4, 
GsDefDispBuff(0, 0, 0, 0); 


Net Yaroze newsgroups message dump.txt Page 8298 


screen.x = screen.y = 0; 
screen.h = 240; 
screen.w 320; 


// setup first array 
for( counter = 0; counter < 640; counter+t) 
{ 
// set pixels to black or white 
line[counter] = (1<<15); 
if( rand()%2 ) 
{ line[counter] += (31<<10) + (31<<5) + 31; } 
) // for( counter = 0; counter < 640; counter+t) 


while (1) 
{ 
VSync (0); 
// copy 640 bytes (320 u_shorts/ints): 
// 
// scr[][] dereferences to a memory location. 
// scr[] is a pointer to the final [] array 
// scr is a pointer to the [] pointer to the final [] 
// 
for (counter = 0; counter Հ 240; counter+t) 


{ memcpy( scr[counter], line[rand()%320], 640 ); } 
LoadImage( &screen, *scr ); 


DrawSync (0); 
GsSwapDispBuff(); 
} // while (1) 
ResetGraph (0); 
} // void main (void) 


Mata ne, Peers zag 

- e! gol tenchi@shell.jps.net ee 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) :2 http://www. jps.net/tenchi 


—-MESSAGE FILE 12506 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000518 


——MESSAGE FILE 12507 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000519 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@jps.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Flipping sprites on screen. 

Date: Tue, 18 Aug 1998 15:39:43 -0700 

Organization: Cisco Systems 

Lines: 28 

Message-ID: <35DA02AF.8093496C@jps.net> 

References: <6rcmau$g13@scea> 

Reply-To: tenchi@jps.net 

NNTP-Posting-Host: dhcp-m-62-238.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:402 scee.yaroze.pr 
ogramming.2d_graphics:519 


Couldn't you set the scaling member to "0-(ONE)", effectively reversing 
the picture? Then you'd only have 1 sprite in memory and 1 GsSPRITE 
structure... 


- e? 


Steve Tolin wrote: 
> 
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I've been looking through the documentation that I could find on the 
graphics formats but still have one question that hopefully can be answered. 


Is the a flag to inverse the bitmap before display on the screen?? 


I want to be able to do is vertical and horizontal inversion. 

Let's say I load a .TIM of my right hand... can I simply flip it so that I 
can see both a right and an inverted left hand on the screen while only 
uploading the single .TIM. 


Thank in advance, 


VVVVVVVVVVV VV 


Steve Tolin 


Mata ne, ee 

- e! sarc tenchi@shell.jps.net 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) an http://www. jps.net/tenchi 


vids vid 


-—-MESSAGE FILE 12507 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000519 


—--MESSAGE FILE 12508 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000520 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Memory Location... 

Date: Wed, 19 Aug 1998 09:51:51 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35DA21A4.3D6BACC3@cyberdude. com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi, 


I found that most of the samples and games load their data at memory 
location x80090000 to x801fff00 and I have been doing the same all 
along. 


For no reasons, I decided to re-read the manuals again and I found that 
it is documentated that the Application area actually have 3 meomry 
location, from 00090000 to 00188100, the normal 80090000 to 80188800 and 
80090000 to 80188800. 


The question is... can I load my stuffs at the other 2 locations? 
Doglfie 


—-MESSAGE FILE 12508 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000520 


——MESSAGE FILE 12509 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000521 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: pbureau@colba.net (Patrick Bureau) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Wed, 19 Aug 1998 03:43:25 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35da46fd.5743320@news.scea.sony.com> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
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F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D84FAA.43FDFA48@ndi 
rect.co.uk> 

NNTP-Posting-Host: e57.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 17 Aug 1998 16:43:39 +0000, Alex Herbert 

>So, I'm suggesting that the GPU draw time is significantly less when each chunk of 

the 

>sub-divided texture fits in the cache, outweighing the CPU overheads of packet crea 

tion and the 

>sub-division itself. 

> 

>If I'm right, then it would seem that it is better to subdivide polygons with large 
textures. 

>But, you'd need to pay attention to the balance of CPU to GPU time. If the CPU tim 
e is already 
>overrunning the GPU time, sub-division will have a negative impact on performance. 
However, if 

>the GPU time is exceeding the CPU time, then why not cash in some of that CPU time 
and give it 

>to the GPU by sub-dividing? 


Okay, I tried a couple of things and I must have been on the limit of 
the balance between the CPU and GPU or GTE. I tried sub-dividing two 
other small, non-textured objects, and kept my big texture-mapped 
poly(with 8x8 sub-div) and it slowed down like crazy! (about 350 
hsyncs!). I guess that I should use sub-division cautiously! 


Patrick Bureau 
—-MESSAGE FILE 12509 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000521 


——MESSAGE FILE 12510 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000522 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Location... 

Date: 19 Aug 1998 07:54:53 GMT 

Organization: SCEE 

Lines: 33 

Message-ID: <0Olbdcae3$37efeee0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35DA21A4.3D6BACC3@cyberdude. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


No you can't. You can only use the physical memory. There are 
3 memory locations ..but they are logical memory locations. The 
3 are mapped into 1 physical memory location which you can use. 
So start all you programs at 0x80090000 and your application 
won't crash. To put it simple you only have about 1.5 megs to 
play around with... 


Regards, 


George@SCEE 


doglife <doglife@cyberdude.com> wrote in article 
<35DA21A4.3D6BACC3@cyberdude.com>... 


> Hi, 

> 

> I found that most of the samples and games load their data at memory 

> location x80090000 to x801fff00 and I have been doing the same all 

> along. 

> 

> For no reasons, I decided to re-read the manuals again and I found that 
> it is documentated that the Application area actually have 3 meomry 
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> location, from 00090000 to 00188800, the normal 80090000 to 801fff00 and 
> a0090000 to a01fff00. 

> 

> The question is... can I load my stuffs at the other 2 locations? 

> 

> Doglfie 

> 

> 


—-MESSAGE FILE 12510 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000522 


——MESSAGE FILE 12511 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000523 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Need help with arrays 

Date: Wed, 19 Aug 1998 09:49:05 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 26 
Message-ID: <35DA9181.1C5AD2D8@scee.sony.co.uk> 
References: <6rcfhe$12e4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


When you say it doesn't work, do you mean it's crashing or you get strange results? 
Comments: 


1) As everyone else has stated, use u_shorts instead of u_longs. 
2) The following two lines are equivalent, but the second is easier to read (in my h 
umble opinion): 


memcpy ( scr+(counter*320), line+(rand()%320), 640 ); 
memcpy( scr[counter], &line[rand()%320], 640 ); 


3) LoadImage should be: 


LoadImage( &screen, scr ); 
not: 
LoadImage( &screen, *scr ); 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


One thing that makes me believe in UFOs is, sometimes I lose stuff. - Jack Handy 
—-MESSAGE FILE 12511 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000523 


--MESSAGE FILE 12512 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000524 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Flipping sprites on screen. 

Date: Wed, 19 Aug 1998 09:32:13 +0100 

Organization: I wish! 

Lines: 17 

Message-ID: <35DA8D8D.5809@mdx.ac.uk> 

References: <6rcmau$gl3@scea> <35DA02AF.8093496C@jps.net> 

NNTP-Posting-Host: nova.mdx.ac.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:403 scee.yaroze.pr 
ogramming.2d_graphics:524 


Elliott Lee wrote: 

> 

> Couldn't you set the scaling member to "0-(ONE)", effectively reversing 
> the picture? Then you'd only have 1 sprite in memory and 1 GsSPRITE 

> structure... 


yep, scalex and scaley can be set to negative values, so -ONE would flip 
it horizontally if put in the scalex member. Thing you might want to 
watch out with this is that as it is basically a scaling operation, and 
these operate around the current handle or hotspot of the GSSPRITE (set 
by mx and my and by default in the top left of the GsSPRITE (and 
incidentally not useable when using GsSortFastSprite, but then you cant 
scale it anyway:))!) so when flipped, the hotspot would be the top right 
of the GsPRITE then (apparently) so maybe thats summat to watch oot for. 


ROb (oops, meant Rob, been avoiding typeing DEnnis for too long!) 
-—-MESSAGE FILE 12512 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000524 


—--MESSAGE FILE 12513 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000525 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Caches 

Date: Wed, 19 Aug 1998 12:50:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35DABC1B.295D3EB0@hinge.mistral.co.uk> 

References: <35C81A30.4ACB@club-internet.fr> <35C82DDB.3E12E37C@scee.sony.co.uk> <01 
bdc061$2c186980Sf30b0a0a@Angelal.intelligent-group.com> <35D2E01D.5CA1@mdx.ac.uk> ՀՇ 
rOvps$n7ié@chuka.playstation.co.uk> <35D43404.282A@mdx.ac.uk> <35D438D2.908C3316@ndi 
rect.co.uk> <35D43F08.36BA@mdx.ac.uk> <35D44CBE.1FA95769@ndirect.co.uk> <35D46843.5D 
F5@mdx.ac.uk> <35D4750C.A4613436@ndirect.co.uk> <35D47AA8.4E80@mdx.ac.uk> <35D48242. 
CC86BE26@ndirect.co.uk> <35d51fb9.8182565@news.scea.sony.com> <35D84FAA.43FDFA48@ndi 
rect.co.uk> <35da46fd.5743320@news.scea.sony.com> 

NNTP-Posting-Host: d2-s47-141-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Patrick Bureau wrote: 


Okay, I tried a couple of things and I must have been on the limit of 
the balance between the CPU and GPU or GTE. I tried sub-dividing two 
other small, non-textured objects, and kept my big texture-mapped 
poly(with 8x8 sub-div) and it slowed down like crazy! (about 350 
hsyncs!). I guess that I should use sub-division cautiously! 


V V V V V 


It's probably better if you're trying to get this effect, to subdivide the modelby h 
and and manually 

re-paint the textures - there's no real guarantee 

that textures will align optimally with polys just because subdivision is 

enabled... 


> Patrick Bureau 
Craig. 


--MESSAGE FILE 12513 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000525 


——MESSAGE FILE 12514 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000526 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Flipping sprites on screen. 

Date: Wed, 19 Aug 1998 12:16:39 -0400 

Organization: SCEA News Server 

Lines: 29 

Message-ID: <6resju$g14@scea> 

References: <6rcmauS$gl13@scea> <35DA02AF.8093496C@jps.net> <35DA8D8D.5809@mdx.ac.uk> 

NNTP-Posting-Host: sud-tcsl-port7.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:404 scee.yaroze.pr 
ogramming.2d_graphics:526 


Thanks... 
I didn't even think about negative scaling...makes perfect sense.. 
Steve Tolin 


Thanks guys. 


Robert Swan wrote in message <35DA8D8D.5809@mdx.ac.uk>... 

>Elliott Lee wrote: 

>> 

>> Couldn't you set the scaling member to "0-(ONE)", effectively reversing 
>> the picture? Then you'd only have 1 sprite in memory and 1 GsSPRITE 
>> structure... 

> 

> 

>yep, scalex and scaley can be set to negative values, so -ONE would flip 
>it horizontally if put in the scalex member. Thing you might want to 
>watch out with this is that as it is basically a scaling operation, and 
>these operate around the current handle or hotspot of the GSSPRITE (set 
>by mx and my and by default in the top left of the GsSPRITE (and 
>incidentally not useable when using GsSortFastSprite, but then you cant 
>scale it anyway:))!) so when flipped, the hotspot would be the top right 
>of the GsSPRITE then (apparently) so maybe thats summat to watch oot for. 
> 

>ROb (oops, meant Rob, been avoiding typeing DEnnis for too long!) 


-—-MESSAGE FILE 12514 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000526 


--MESSAGE FILE 12515 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000527 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Location... 

Date: Thu, 20 Aug 1998 09:46:25 +0900 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <35DB71E0.7D8CF263@cyberdude. com> 

References: <35DA21A4.3D6BACC3@cyberdude.com> <0Olbdcae3$37efeee0Sf2e832a2@gbain.wav. 
scee.sony.co.uk> 

NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi, 
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hmmm that's strange... I have tried to load 3 different tmd files onto 
00090000, 80090000 and a0090000 (each file at one location) and it seems to 
work fine. If they are mapped accordingly, the TMD files should be over 
written. I have try to load tim files on these location but it fails... wonder 
why... 


Doglife 


George Bain wrote: 


> Hi there, 

> 

> No you can't. You can only use the physical memory. There are 
> 3 memory locations ..but they are logical memory locations. The 
> 3 are mapped into 1 physical memory location which you can use. 
> So start all you programs at 0x80090000 and your application 

> won't crash. To put it simple you only have about 1.5 megs to 
> play around with... 

> 

> Regards, 

> 

> George@SCEE 


—-MESSAGE FILE 12515 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000527 


——MESSAGE FILE 12516 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000528 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Static backgrounds 

Date: Sun, 23 Aug 1998 20:07:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35e075a6.464643@news.playstation.co.uk> 
NNTP-Posting-Host: p56-duck-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Can someone tell me what's the most efficient way to display a static 
background screen thats used in a game on the Yaroze ? No scrolling or 
anything fancy is required. As far as I can see the choices are; 


LoadImage () 
MovelImage () 
Use sprites 
Use a GSBG etc... 


I'm not too bothered for the game that it's for as the actual game 
code uses up bog all CPU time but it just got me thinking.... 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 12516 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000528 


——MESSAGE FILE 12517 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000529 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Sprite Rotation questions. 

Date: Sat, 22 Aug 1998 15:38:32 -0400 

Organization: SCEA News Server 

Lines: 57 

Message-ID: <6rptaiSlqh10@scea> 

NNTP-Posting-Host: nac-btr2-s14.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
I have a 2d scrolling world with 20 32x32 sprites that are all the same. 


Sprite[0] is controlled by padl and works. When you press left/right, a 
function called RotateCW(Object *obj, short degrees) or RotateCCW (Object 
*obj, short degrees) is invoked. These functions either add or decrement 
obj->spr.rotate by (degrees * ONE), and then make an adjustment if the 
rotation is out of the 0-360 range. Here are the functions. 


void RotateCCW(WOBJECT *obj, short degrees) 

{ 

obj->spr.rotate -= (MAKEFIXED (degrees) ); 

if (obj->spr.rotate < 0) obj->spr.rotate += (MAKEFIXED (360) ); 
} 


void RotateCW(WOBJECT *obj, short degrees) 

{ 

obj->spr.rotate += (MAKEFIXED (degrees) ); 

if (obj->spr.rotate >= MAKEFIXED(360)) obj->spr.rotate -= MAKEFIXED (360): 
} 


Now Լ want Sprite[1] to "look at" Sprite[0] when I press a button on padi. 
After doing all the complex stuff to get this to work, and receiving the 


problem I will describe shortly, I simplified the situation to having 
Sprite[1] rotate in a circle. 


So: 


void main(void) 


{ 


handlePadl (); 


RotateCW(&Sprite[1], 5); 


} 


This runs fine as long as Sprite(0) is not moving, but when there is a 
non-zero value for the padl buffer, the program freezes and I get this 
message: 


GPU 
timeout: que=1, stat=5602220f, chcr—-01000401, madr=0000000d, func=(80029e50) (8016 
052c, 00000000) 


What could cause a GPU timeout like this? If I comment out the RotateCw 
line, everything works normally. 


- Tony 


—-MESSAGE FILE 12517 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000529 


--MESSAGE FILE 12518 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000530 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Rotation questions. 

Date: Sun, 23 Aug 1998 17:05:42 -0400 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <6rpves$lgqh11@scea> 


Net Yaroze newsgroups message dump.txt Page 8306 


References: <6rptaiS$lqh1l0@scea> 

NNTP-Posting-Host: nac-btr2-s25.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


More on this topic... 

Before this was happening, I had 19 members of a structure. 

Then I added a long type to make it 20. 

When there are twenty members, in the struct, and I try and scale a sprite 
a eae as described before occurs. Now I took out the member I added and 


now I have been seeing this error a lot: 


DMA bus error: code=80908000 
MADR[0]=00£ffffff 


MADR[1]=00ffffff 
MADR[2]=00ffffff 
MADR[3]=0007f800 
MADR[4]=00ffffff 
MADR[5]=00ffffff 
MADR[6]=001bfe4c 


What is this, what is causing the GPU time out? 


Is there a limit on how large a struct can be? Am I not handling memory 
properly? 

Or could there be a hardware problem? It doesn't seem so because other 
programs still run. If anyone knows, please let me know any possible causes 
of a DMA bus error or a GPU timeout. 


- Tony 


--MESSAGE FILE 12518 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000530 


——MESSAGE FILE 12519 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000531 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Static backgrounds 

Date: Sun, 23 Aug 1998 23:41:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35E09A8E.AD6@manc.u-net.com> 
References: <35e075a6.464643@news.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Richard Cutting wrote: 

Can someone tell me what's the most efficient way to display a static 
background screen thats used in a game on the Yaroze ? No scrolling or 
anything fancy is required. As far as I can see the choices are; 
LoadImage () 

MovelImage () 

Use sprites 

Use a GSBG etc... 


VVVVVVV 


Move/LoadImage to both buffers and just VSync() until a key is 
pressed is the easiest method (no OT stuff needed) but it must be 
15bit direct data. If you have an 8-bit TIM 320x256 say and want 
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to display that then Loadimage is no use -- I would say the best 
way is to just use two 160x256 sprites; this makes fade-in/outs 
etc. real easy too. 

I guess your asking for displaying the ny_title.tim screen for 
ECTS/famegame demos? -- I used loadimage orginally but now I'm 
really stuck for memory in Grav so I had to squash it down to 8bit 
and use sprites instead. If you have loads of mem spare I'd use 


16bit and LoadImage, mainly as the picture will look much better. 
Later, 

Jim 

James Shaughnessy james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12519 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000531 


——MESSAGE FILE 12520 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000532 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: Mon, 24 Aug 1998 07:18:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35el12ee.408085@news.playstation.co.uk> 

References: <35e075a6.464643@news.playstation.co.uk> <35EQ09A8E.AD6@manc.u-net.com> 
NNTP-Posting-Host: p56-falcon-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 23 Aug 1998 23:41:18 +0100, James Shaughnessy 
<james@manc.u-net.com> wrote: 


>Richard Cutting wrote: 

>> Can someone tell me what's the most efficient way to display a static 
>> background screen thats used in a game on the Yaroze ? No scrolling or 
>> anything fancy is required. As far as I can see the choices are; 

>> LoadImage () 

>> MovelImage () 

>> Use sprites 

>> Use a GSBG etc... 

> 

>Move/LoadImage to both buffers and just VSync() until a key is 

>pressed is the easiest method (no OT stuff needed) but it must be 

>15bit direct data. If you have an 8-bit TIM 320x256 say and want 

>to display that then Loadimage is no use -- I would say the best 

>way is to just use two 160x256 sprites; this makes fade-in/outs 

>etc. real easy too. 

>I guess your asking for displaying the ny_title.tim screen for 
>ECTS/famegame demos? -- I used loadimage orginally but now I'm 

>really stuck for memory in Grav so I had to squash it down to 8bit 

>and use sprites instead. If you have loads of mem spare I'd use 

>16bit and LoadImage, mainly as the picture will look much better. 

> 

>Later, 

>Jim 

>—— 

> 
>James Shaughnessy james@manc.u-net.com 
>http://www.netyaroze-europe.com/~shaughnj 
> 


That bloody NY title screen is the bain of my life as well due to the 
amount of vram that it occupies. One thing I'd considered was writing 
some compression/decompression software to compress the TIM and then 
decompress it on the NY later when I want to use it. Has anyone else 
played with this sort of approach ? 


—-MESSAGE FILE 12520 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000532 


--MESSAGE FILE 12521 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000533 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite Rotation questions. 

Date: Mon, 24 Aug 1998 10:39:58 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <35E134EE.69756A7F@scee.sony.co.uk> 
References: <6rptaiS$lqh1l0@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


GPU timeouts are usually caused by corrupted packet data. Packets are the GPU comman 

ds that tell the 

GPU what to draw next. This data corruption can stem from many sources, but the most 
common are: 


o Your packet area is too small. Make it bigger. 

o TMD data is being overwritten by internal structures. Move the data to a higher ad 
dres. 

o You're writing packets to the wrong packet area. 


Cheers, 

James 

= James_Russell@scee.sony.co.uk +44 (171) 447-1626 
= Developer Support Engineer - Sony Computer Entertainment Europe 


"I don't know where you magic pixies came from, but I sure like your pixie drink!" 
-- Barney Gumble 

—-MESSAGE FILE 12521 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 

2d_graphics/00000533 


--MESSAGE FILE 12522 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000534 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: Mon, 24 Aug 1998 11:55:19 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35E14697.7A14@mdx.ac.uk> 

References: <35e075a6.464643@news.playstation.co.uk> <35EQ9A8E.AD6@manc.u-net.com> < 
35e112ee.408085@news.playstation.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Richard Cutting wrote: 

> That bloody NY title screen is the bain of my life as well due to the 
> amount of vram that it occupies. One thing I'd considered was writing 
> some compression/decompression software to compress the TIM and then 

> decompress it on the NY later when I want to use it. Has anyone else 

> played with this sort of approach ? 

No, but I have considered not putting the damn thing in as its just one 
huge pain in the arse... couldnt we just replicate the text that is on 
there? Please, Sony? 
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If you dont, I threaten to do some really ugly things to the graphics on 
screen. 


Rob 
—-MESSAGE FILE 12522 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000534 


—--MESSAGE FILE 12523 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000535 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: 24 Aug 1998 11:15:37 GMT 

Organization: SCEE 

Lines: 26 

Message-ID: <01lbdceed$30a78d60Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <35e075a6.464643@news.playstation.co.uk> <35EQ9A8E.AD6@manc.u-net.com> < 
35e112ee.408085@news.playstation.co.uk> <35E14697.7A14@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Rob, 


Why not convert the TIM to 8-bit to free up some VRAM? 
I would assume your code is so awesome and compact that 
you have plenty of VRAM to use :) 


George 


Robert Swan <rsl08@mdx.ac.uk> wrote in article <35E14697.7A14@mdx.ac.uk>... 
Richard Cutting wrote: 

> That bloody NY title screen is the bain of my life as well due to the 
amount of vram that it occupies. One thing I'd considered was writing 
some compression/decompression software to compress the TIM and then 
decompress it on the NY later when I want to use it. Has anyone else 
played with this sort of approach ? 


V V V V 


No, but I have considered not putting the damn thing in as its just one 
huge pain in the arse... couldnt we just replicate the text that is on 
there? Please, Sony? 


If you dont, I threaten to do some really ugly things to the graphics on 
screen. 


Rob 


VVVVVVVVVVVVVV VV 


-—-MESSAGE FILE 12523 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000535 


—--MESSAGE FILE 12524 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000536 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Jeff Lawton" <jlawton@jadetech*NOSPAMERS*.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: Mon, 24 Aug 1998 12:59:11 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <6rs970S1lqgh15@scea> 

References: <35e075a6.464643@news.playstation.co.uk> <35E09A8E.AD6@manc.u-net.com> < 
35e112ee.408085@news.playstation.co.uk> 

NNTP-Posting-Host: d123.bisnet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>That bloody NY title screen is the bain of my life as well due to the 
>amount of vram that it occupies. One thing I'd considered was writing 
>some compression/decompression software to compress the TIM and then 
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>decompress it on the NY later when I want to use it. Has anyone else 
>played with this sort of approach ? 


Yes you can download the windows tools, and the decompression yaroze code 
from my web site. 


http://yaroze-world.org 
Regards, 


Jeff Lawton (aka Zark Wizard) / Nemesis 


-—-MESSAGE FILE 12524 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000536 


--MESSAGE FILE 12525 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000537 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: Tue, 25 Aug 1998 13:43:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <6rubjtSpdo4@chuka.playstation.co.uk> 

References: <35e075a6.464643@news.playstation.co.uk> <35EQ09A8E.AD6@manc.u-net.com> 
NNTP-Posting-Host: mfs2-dnbqy-136.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Shaughnessy wrote in message <35E09A8E.AD6@manc.u-net.com>... 
>I guess your asking for displaying the ny_title.tim screen for 
>ECTS/famegame demos? -- I used loadimage orginally but now I'm 
>really stuck for memory in Grav so I had to squash it down to 8bit 
>and use sprites instead. If you have loads of mem spare I'd use 
>16bit and LoadImage, mainly as the picture will look much better. 


The way I see it, you only need the title screen for 5 seconds right 

at the begining of the game, I doubt if you will ever display it again 
within the game. So why not get siocons to download the file, transfer 
it to video mem, then at program startup use MovelImage to copy 

it to the display video page before you load all the other tims from ram. 
Wait for 5 seconds or a keypress, then when the game proper fires 

up it will overwrite the title screen tim with other tims saving ram and 
vram. 

If memory is still a problem, then load the tims after your program in 
memory space, & use malloc to reclaim the area (the heap is 

defined as program end to stack start) ie malloc the OT rather than 
statically defining it. 


this is how i'm going to do it 


in auto 

local dload ny_title.tim 80090000 
var -s320,0,640,511 -a80090000 
local dload other.tim 80090000 


etc. 
in main.c 
set up display etc 


RECT R={0,320,640,256},T=0; 

VSync (0); 

MovelImage (&R, 0,0); 

while ( (PadStatus!=PADRdown) && (T<250) ) 
{ 
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GetPadStatus (); 
T++; 
VSync (0); 
} 
Set up game proper 
load other tims from memory (heap space) into vram 
call the heap initialisation routine (codewarrior supplies a code snippet 
for doing this) 
then malloc all the stuff you need 
etc. 


hope this helps 
cheers 


Nick S 


—-MESSAGE FILE 12525 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000537 


—--MESSAGE FILE 12526 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000539 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: Tue, 25 Aug 1998 13:54:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6ruc97Spdo7@chuka.playstation.co.uk> 

References: <35e075a6.464643@news.playstation.co.uk> <35E09A8E.AD6@manc.u-net.com> < 
6rubjt$pdo4@chuka.playstation.co.uk> 

NNTP-Posting-Host: mfs2-dnbqw-214.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nick Slaven wrote in message <6rubjtS$pdo4@chuka.playstation.co.uk>... 
>var -Տ320,0,640,511 -a80090000 
>RECT R={0,320, 640,256), T=0; 


errm spot the deliberate mistakes 
should be 


var -5320,0,320,256 -880090000 


RECT R={320,0,320,256},T=0; 


Nick S 


—-MESSAGE FILE 12526 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000539 


——MESSAGE FILE 12527 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000540 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: NY title screen (was: Static backgrounds) 

Date: Tue, 25 Aug 1998 14:35:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 9 

Message-ID: <35E2CB98.7B55@livemedia.co.uk> 

References: <35e075a6.464643@news.playstation.co.uk> <35E09A8E.AD6@manc.u-net.com> < 
6rubjt$pdo4@chuka.playstation.co.uk> 

Reply-To: charlie@livemedia.co.uk 

NNTP-Posting-Host: livemedia.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Another note, is that if you're running short on Vid mem, and you're 
using an 8-bit version of the title screen, and are drawing it using 
sprites then theres nothing to stop you from loading the tim into one of 
the visible display buffers (eg load it to 0,0), and then rendering your 
sprite from there to the other display buffer 


hope this makes sense... it worked for me anyway. 


Charlie 
—-MESSAGE FILE 12527 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000540 


——MESSAGE FILE 12528 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000541 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Static backgrounds 

Date: Tue, 25 Aug 1998 14:52:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35E2C18F.166B@manc.u-net.com> 

References: <35e075a6.464643@news.playstation.co.uk> <35E09A8E.AD6@manc.u-net.com> < 
6rubjt$pdo4@chuka.playstation.co.uk> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Nick Slaven wrote: 

> local dload ny_title.tim 80090000 
> var -s320,0,640,511 -ճ80090000 

> local dload other.tim 80090000 


Looks like an ideal technique but you'll have to make sure 

that it works when it's all on CD (the OPSM mag say) and has an 
AUTOboot system (or whatever it's called :)) running. 

I don't quite understand how it would work though -- I know 
CodeWarrior has a feature where you can upload stuff runtime but 
with just gcc and siocons it's an "upload wad and run" type 
Situation isn't it? 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12528 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000541 


——MESSAGE FILE 12529 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000542 

Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: background 

Date: 30 Aug 1998 17:20:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 15 

Message-ID: <0Olbdcb9e$92836d80S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: 195.171.229.45 

X-Newsreader: Microsoft Internet News 4.70.1162 


Hi, 


I need to know how to add a background to my racing game (eg. Sprites etc). 
I would need a code to work with as I would not know what to do otherwise. 


Thanks. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


—-MESSAGE FILE 12529 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000542 


—--MESSAGE FILE 12530 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000543 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: background 

Date: Mon, 31 Aug 1998 23:03:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35EB1DAE.945@manc.u-net.com> 

References: <Olbdcb9e$92836d80S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


T Khan wrote: 

> I need to know how to add a background to my racing game (eg. Sprites 
> etc). I would need a code to work with as I would not know what to do 
> otherwise. 


Easy, just do this! 


void AddBackground (void) 
{ 
GsDrawBackground () ; 


} 


Then try READING some 2D tutorial docs that people wrote just for you. 
They are all here: 
http://www.netyaroze-europe.com/yaroze/demos/main.htm 


Try making the request a *little* more specific next time. 
Or are you just trying everybody's patience??? 


Jim 
—-MESSAGE FILE 12530 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000543 


—--MESSAGE FILE 12531 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000544 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: background 

Date: Tue, 1 Sep 1998 00:12:54 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6ésfbabSkuv1l4@chuka.playstation.co.uk> 
References: <Olbdcb9e$92836d80$2de5abc3@2badlineone.net> 
NNTP-Posting-Host: mfs2-dnbqx-082.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tanvir, 


Read the thread in this group on static backgrounds 

There is a tutorial by G Bains on the main site showing how to use 
GsBG stuff. 

& there is a bucket load of demos that use the MoveImage method 


BTW how are you getting on with C, (you were asking about good books 
earlier - any help??) 

crack this lst & the rest will become clear - but its gonna take you some 
time 


Nick S 


T Khan <2bad@lineone.net> wrote in message 

<Olbdcb9e$ 9283 6d80S2de5abc3@2badlineone.net>... 

>Hi, 

> 

>I need to know how to add a background to my racing game (eg. Sprites etc). 
>I would need a code to work with as I would not know what to do otherwise. 
> 

> 

> 

>Thanks. 

> 

>Tanvir Khan 

>EMAG DESIGN 

> 

>2bad@lineone.net 

> 

> 


—-MESSAGE FILE 12531 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000544 


——MESSAGE FILE 12532 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000545 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Khan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: BG Problem 

Date: Sun, 06 Sep 1998 17:34:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1642 

Message-ID: <35f2c780.17013678@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-43-244 .btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


Thanks everyone for your adivice and stuff. 


But I am still stuck with adding a 2D background to my 3D racing game. 
I've got George Bain's stuff but thats just for displaying sprites, 
isnt it? 

And anyway as I am a total beginner at coding I need some kind of 
Tutorial or something. 


By the way I made some added a backrond code to my game, which 
compiles and links ok but when the auto file tells it to go it 
freezes. I really dont know whats going wrong. 
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I am trusting everyone and putting my full code below. 
Please can you guy take a look at it to see whats wrong. 
I will very much appreciate it. 


And if possible tell me a bit about collision detection. 
Thanks guys. 


Sorry about the messy code! 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


P.S Dont worry if you guys dont have time as the code is quite long, 
Cheers. 


// **** include libraries and files 


#include <stdio.h> // load standard 
libraries 

#include <libps.h> // load 
playstation library 

#include "pad.h" // load joypad 
reading 

#include "libsound.h" 


// **** set up defines 


#define true (1) 

#define false (0) 

#define OTABLE_LENGTH (12) // define length 
of OTable 

#define MAX PACKETS (248000) // define size 
of GPU scratchpad 

#define IS_PAL_USED (true) // true = PAL 
mode, false = NTSC mode 

#define PAL WIDTH (320) // size of PAL 
screen 

#define PAL HEIGHT (240) 

#define NTSC_WIDTH (320) // size of NTSC 
screen 

#define NTSC_HEIGHT (256) 

#define GROUND_MAXX (15) // define ground 
x size 

#define GROUND_MAXZ (15) // define ground 
z size 

#define GROUND_MAX_OBJECTS (225) // total max number of ground 
objects 

#define GROUND_SIZE (1200) // X and 2 
dimensions of one road object 

#define CAR_MEM ADDR (0x80090000) // location of 
car .TMD data 

#define ROAD2_ MEM ADDR (0x800A2000) 

#define ROAD MEM ADDR (0x80098000) // location of 
track .TMD data 

#define ROAD ՂԵ Խր ADDR (0x800B0000) // location of 


texture .TIM data 
#define ROAD2_ TEX MEM ADDR (0x800C0000) 


#define NUM_TEX_ADDR (0::800Խ0000) 

#define BL_TEX_ADDR (0x800E2000 
#define HL_TEX_ADDR 0x800E4000 
#define WHEEL_TEX_ADDR 0x800E6000 
#define TYRE_TEX_ADDR 0x800E8000 


) 

( ) 

( ) 

( ) 

#define BODY_TEX_ADDR (0x800B2000) 
( ) 

( ) 

) 


#define WS_TEX_ADDR 0x800B4000 
#define SKY _TEX_ADDR 0x800A4000 
#define SKY MEM ADDR (0x800A8000 
#define HELI MEM ADDR (Ox800A0000) 


#define MAP_ADDR (0x800A0000) 
#define TILES_ADDR (0x800A4000) 


#define NCELLW (256) 
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#define NCELLH (256) 
#define NUMCELLS (256) 


#define NUM_SPRITES (1+1) 
// BG work base primitive area 
u_long bgworkbase[ ( ( (PAL_WIDTH/16+1) * (PAL_HEIGHT/16+2) *6+4) *2+2) ]; 


int hsyncs; 
extern DISPENV GsDISPENV; 
GsCELL gscell[NUMCELLS]; 
GsMAP gsmap; 


GsBG gsbg; 
u_short map [NCELLW*NCELLH]; 


// Function Prototypes 


void InitBg(); 
void ScrollBg(); 
void LoadMapData(); 


GsSPRITE sprite; 
// **** create global variables, structures, headers and arrays 
(mostly system stuff) 


int Running = true; // define 
program to be running 

u_long VerticalSyne = 0; // set up speed 
counter for processor 

GsOT OTable_Header[2]; // Header files 
holding OTable info 

GsOT_TAG OTable_Array [2] [1<<OTABLE_LENGTH] ; // Array to hold 
drawing order info 

PACKET 

Packet_Memory [2] [MAX_PACKETS] [NUM_SPRITES*sizeof (GSSPRITE) ]; 


// Memory to hold GPU packet data 


typedef struct // create 
structure called 


// Track_Header0 
long numberObjects; // integer 
holding number of models 
GsDOBJ2 Object_Handler[GROUND_MAX_OBJECTS]; // contains 


model info 

GsCOORDINATE2 Ob ject_Coord[GROUND_MAX_OBJECTS]; LY, contains 
object location and 

u_long *Back_Pointer [GROUND_MAX OBJECTS]; 


u_long *Object_Pointer [GROUND_MAX_OBJECTS];// array of 


pointers to TMD data 
} 


Track_HeaderO, Track_Headerl, Track_Header2, Track_Header3, Track_Header4 
Ա 
Track_Header0O TrackData; // create 
instance of structure for use 
Track_Headerl Trackl1Data; 
Track_Header2 Track2Data; 
Track_Header3 Track3Data; 
Track_Header4 Track4Data; 
typedef struct // create 
structure called 

{ // 
Object_Header0O 

SVECTOR rotation; // vector 
array to hold rotation 

long speed; // integer 
holding velocity of car 

GsDOBJ2 Object_Handler; // contains 


model info 
GsCOORDINATE2 Object_Coord; // contains 
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object location and 


info 
) Object_Header0O, Back_Headerl, Heli_Header2; 
Object_Header0O CarModel; 
instance of structure for car 
Back_Headerl BackModel; 
Heli_Header2 HeliModel; 


GsFOGPARAM Fogging; 

GsF_LIGHT Light Source; 

three light sources 

GsRVIEW2 Camera[8]; 
different available cameras 
long cameraUsed = 0; 
number is in use 

long cameraCounter = 0; 
until new camera chosen 


char RawGroundArray [GROUND_MAXX] [GROUND_MAXZ] 
ground data 
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Աղ TOT Ory 50070717 0070-7057 
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ԻԱ: 2 a et aL, ale tt no t LS ede tian 
ՈԱ 22217222 Oy: O t Ot O Moet Ory tO 
ee OT 2. tt DY gO BQ TD NON 2227 
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Ի SOS 27715250. 11571771 0-7 
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// **** function prototyping 

void ProcessUserInput () չ 

joypad use 

void LoadTexture (long tMemAddress) ; 
texture into video memory 
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// orientation 


// create 


// Array of 
// array of 
// which camera 


// holds time 


={ // array holding 
Ա մ Ա ի Ա 1 Ա ի Ա 1 Ա Ի Ա 1 Ա Fi 
2 Ա > "2 F > 2 Ա > Ա 1 Ա ky 
Ա 0 Ա 7 Ա 0 Ա ր Ա 0 Ա ; Ա 1 Ա Ար 
Ա 1 Ա ր Ա 1 Ա > Ա Ն Ա ; Ա ոէ Ա իք 
Ա 0 Ա A Ա 1 Ա ր 12»: Ա A v2 Ա ի 
Ա 0 Ա i Ա 1 Ա ի 2 Ա F 2 Ա F 
Ա 0 ' ; Ա 1 ' 7 2 Ա A "2 Ա ky 
Ա 0 Ա ի Ա 1 Ա 7 2 Ա Ր, 2 Ա sy 
Ա 1 Ա A Ա 1 Ա ի Ա T Ա A Ա E Ա sy 
Ա 0 ' > Ա 0 Ա ր ԷԶ Ա š Ա մ Ա y 
2 Ա Ի T? Ա ; ԷՋ Ա J Ա 1 Ա Իջ 
Ա 1 Ա > Ա 1 Ա ; Ա մ Ա > Ա 1 Ա ky 
2 Ա ի 2 Ա F 2 Ա Մ 12 Ա Fy 
Ա 0 1 A Ա 0 Ա բ Ա 0 ի A Ա 0 Ա 7 
Ա 0 Ա ; Ա 0 Ա P Ա 0 Ա ր Ա 0 Ա ) pa 


// react to 


// load a 


void InitModel (Object_HeaderO *tObject, int tX, int tY, int tZ, u_long 


*tMemAddress) ; 
void InitModel2(Back_Headerl *tBack, int tX, 
*tMemAddress) ; 


initialisation function 
void InitTrack(); 

track 

void InitTrack2 (); 


int tY, int tZ, u_long 


// general object 


// set up the 


void AddModelToHeader (Object_HeaderO *tObject, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 


void AddModelToHeader2 (Back_Headerl *tBack, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 


model with it's info 


// join a 3d 


void AddModelToTrack (Track_HeaderO *tTrack, int tX, int tY, int Էշ, 


u_long *tMemAddress) ; 
void AddModelToTrack2 (Track_HeaderO *tTrack, 
u_long *tMemAddress) ; 


model to track info 
void InitAllLights(); 
lights to be used 


int tX, int tY, int tZ, 


// join a 3d 


// define all 


void InitLight (GsF_LIGHT *tLight, int tNum, int tXv, int tYv, int ԷշՄ, 


int tR, int tG, int tB); 


information for a lightsource 


// set 
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void InitView(GsRVIEW2 *tView, int tProjDist, int tRZ,// define 
details of scene viewpoint 

int tFromx, int tFromY, int tFromZ, 

int tToX, int tToY, int tTodZ, 

GsCOORDINATE2 *tReference) ; 


void InitialiseGraphics(); // define 
graphics initialisation 
void RenderWorld(); // define how to 


draw the screen 

void DrawObject (Object_HeaderO *tObject, GsOT *tOTable); 

void DrawObject2 (Back_Headerl *tBack, GsOT *tOTable); 

void DrawObject3 (Heli_Header2 *tHeli, GsOT *tOTable); 

// send a draw 
object command to queue 
void DrawTrack (Track_Header0O *tTrack, GsOT *tOTable); // send a draw 
complete track command 

void DrawTrack (Track_Headerl *tTrackl, GsOT *tOTable); // send a draw 
complete 

void MoveModelTo(Object_Header0O *tObject, int tXc, int tYc, int tZc); 
void MoveModelTo2 (Back_Headerl *tBack, int tXc, int tYc, int tZc); 


// move object to 
(tXc, tXy, tZc) 
void MoveModelBy (Object_Header0 *tObject, int tXv, int tYv, int tZv); 
// translate an 
object by a vector 
void MoveModelForward(Object_Header0O *tObject, int tSpeed); 
// move object 


in direction it faces 
void RotateModel (Object_Header0O *tObject, int tXr, int tYr, int tZr); 
// rotate an 


object (4096 = 360 degrees) 


void ResetRotation(short tArray[3][3]); // reset 
rotation part of a matrix 
void SelectCamera(long tNumber) ; // routine to 


set the camera 


// 
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// Main function 


// 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


void main() 


{ 


InitBg(); 


//SoundInit (); 
//SoundPlayMusic(); 
//initGame (); 
FntLoad (960, 256); // load font 
into area of frame 
// specified by 
960, 256 
FntOpen(-150, -120, 320, 100, 0, 512); // specify where 
on screen text goes 
FntOpen(16, 16, 256, 200, 0, 512); 
LoadTexture (ROAD_TEX_MEM_ ADDR) ; 
// (0, 0) is center of screen 
LoadTexture (ROAD2_TEX MEM ADDR) ; 
LoadTexture (BL_TEX_ADDR) ; 
LoadTexture (HL_TEX_ADDR) ; 
LoadTexture (WS_TEX_ADDR) ; 
LoadTexture (BODY_TEX_ADDR) 
( 
( 
( 


Ա 


; 
LoadTexture (TYRE_TEX_ADDR) ; 
LoadTexture (WHEEL_TEX_ADDR) 
LoadTexture (SKY_TEX_ADDR) ; 


//GsSortFixBg16(&gsbg, bgworkbase, OTable_Header, 0); 
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//hsyncs = VSync (0); 


PadInit(); // initialise 
joypad reading 

InitialiseGraphics(); // initialise 
graphics 


InitView (&Camera[0], 250, 0, 0,-1500,-1000, 0,0,0 ,false); 
InitView(&Camera[1], 250, 0, 0,-500,-1500, 0,-250,-500 
,&CarModel.Object_Coord ); 

InitView(&Camera[2], 250, 0, 0,-1000, -1000, 0,-250,0 ,false); 
InitView(&Camera[3], 250, 368640, 0,-5000,2500, 0, 0, 2500 
,&CarModel.Object_Coord) ; 

InitView(&Camera[4], 250, 0, 0,-270,-400, 0,-245,0 
,&CarModel.Object_Coord) ; 

InitView(&Camera[5], 250, 0, 8400,-15000,8400, 0,0,0 ,false); 
InitView(&Camera[6], 250, 40960, -400,-200,-300, 0,0,500 
,&CarModel.Object_Coord) ; 


InitAllLights(); // call function 
that creates two lights 

InitTrack(); 

InitModel(&CarModel, 0, 0, 0, (u_long *)CAR_MEM_ ADDR) ; 

//TInitModel (&BackModel,-4000, 4000, 0, (u_long *)SKY_MEM_ADDR) ; 
//InitModel (&HeliModel, 0, 0, 0, (u_long *)HELI_MEM_ADDR) ; 

// prepare objects 


for use 
// car's 
position set to (0, -200, 0); 
Fogging.dqa = -5000; // this is a 


measure of the distance 

// at which 
objects start to fade to 

// the specified 
colours. IT IS NOT 
// directly 


related to world units. 

// The more 
negative the value, the 

// farther in 
front of you an object 

// has to be 
before it starts to fade 

Fogging.dqb = 5120*5120*0.8; // this is a 

measure of how far either 

// side of the 
distance above that 

// objects fade 
in or out. A value of 

// 5120*5120*2 


// 


= very abrupt fading 


5120*5120*0.7 = very gradual fade 

Fogging.rfc = 0; // set colour 
for objects to fade to 

Fogging.gfc = 0; 

Fogging.bfc = 0; 


GsSetLightMode (1); // set fogging 
to be used in light 
GsSetFogParam(&Fogging) ; // define which 


fogging to be used 


while (Running) // do loop while 
program is running 
{ 
if (cameraCounter >0) // if automatic 
camera choosing is on... 


{ 


FntPrint ("Automatic camera\n"); // ...then print 
just that 
cameraCounter--; // decrement the 


counter 
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if (cameraCounter == 


reaches zero... 


{ 


) // when it 


cameraUsed = (cameraUsedtl1) 5 7; // ...choose 
next camera 

SelectCamera (cameraUsed) ; // select the 
camera and fogging info 

cameraCounter = 150; // reset counter 


]; 
]; 


switch (cameraUsed) 
camera's viewing info 


{ 


case 0 


/ tScale * tScale) 


/ tScale * tScale) 


break; }; 
case 1 
camera 


case 2 
side camera 


Camera[2] 
(abs (CarModel.Object 


// update a 


// static camera 


long tScale = 9 * GROUND_SIZE; 


long tScale2 = (tScale-1) / 2; 

FntPrint ("Static camera\n"); 

Camera[0].vpx = ((CarModel.Object_Coord.coord.t[0]) 
+ tScale2; 

Camera[0].vpz = ((CarModel.Object_Coord.coord.t[2]) 
+ tScale2; 


Camera [0] 
Camera [0] 
Camera [0] 


{ 


.vrx = CarModel.Object_Coord.coord.t[0]; 
-vry = CarModel.Object_Coord.coord.t[1]; 
-vrz = CarModel.Object_Coord.coord.t[2]; 


// tracking 


FntPrint ("Tracking camera\n"); break; }; 


{ 


// scrolling 


FntPrint ("Side camera\n"); 


Cam 


Cam 


era[2 


era[2 


-vpx = CarModel.Object_Coord.coord.t [0]; 


-vpy = -1000 - 
Coord. 


coord.t[2]) / 2); 
-vpz = -1000 + 


CarModel.Object_Coord.coord.t[2] / 4; 


break; }; 
case 3 
camera 
case 4 


case 5 


break; }; 
case 6 
camera 


)չ 


//FntPrint ("\nUse al 
//FntPrint ("Vertical 


of screen drawing 


Cam 
Cam 


{ 


era[2 
era[2 


-vrx = Camera[2] .vpx; 
-vrz = CarModel.Object_Coord.coord.t[2]; 


// overhead 


FntPrint ("Overhead camera\n"); break; }; 


{ 


// in car camera 


FntPrint ("In car camera\n"); break; }; 


{ 


// blimp camera 


FntPrint ("Blimp camera\n"); 
Camera[5].vrx = CarModel.Object_Coord.coord.t[0]; 
Camera[5].vry = CarModel.Object_Coord.coord.t[1]; 


Camera[5].vrz 


{ 


CarModel.Object_Coord.coord.t[2]; 


// sidecar 


FntPrint ("Sidecar camera\n"); break; }; 


ProcessUserInput () ; 


to process joypad 


ll eight buttons to change camera\n"); 
L sync value (%d)\n", VerticalSync) ; 


// display speed 


// call function 


MoveModelForward(&CarModel, CarModel.speed) ; // move man 


every frame 
RenderWorld(); 

playstation screen 
} 

//SoundStop (); 


ResetGraph (3); 
before quitting 
J; 


// render the 


// clear up 


// Initialise Background map 
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void InitBg() 
{ 


RECT r; 

GsIMAGE im; 

Int 1» 
GsGetTimInfo((u_long *)TILES_ADDR+1, &im); 
r.x = im.px; 

r.y = im.py; 

r.w = im.pw; 

r.h = im.ph; 
LoadImage(&r, im.pixel); 
r.x = im.cx; 

r.y = im.cy; 

r.w = im.cw; 

Է.հ = im.ch; 


LoadIimage(&r, im.clut); 
DrawSync (0); 
for (1-0: i Հ NUMCELLS; i++) { 


gsce i].u = ((1516)ՀՀՃ): 
gscell[i].v = ((i/16) <<4); 
gscell[i].cba = GetClut (im.cx, im.cy); 
gscell[i].tpage = GetTPage(im.pmode, 0, im.px, im.py); 
} 
gsmap.cellw = 16; 
gsmap.cellh = 16; 
gsmap.ncellw = NCELLW; 
gsmap.ncellh = NCELLH; 


gsmap.base gscell; 
gsmap.index = map; 


gsbg.attribute = (im.pmode<<24); 
gsbg.x = 0; 

gsbg.y = 0; 

gsbg.w = PAL_WIDTH; 

gsbg.h = PAL_HEIGHT; 
gsbg.scrollx = (127<<4) - 160; 
gsbg.scrolly = (127<<4) - 128; 


gsbg.r = gsbg.g = ցտեց.Ե = 128; 
gsbg.map = &gsmap; 


GsInitFixBg16(&gsbg, bgworkbase) ; 


// Loads map data from MAP_ADDR into map[] array by default 
LoadMapData(); 


// Loads map data (city.dat) from MAP_ADDR into map[] array 
void LoadMapData () 
{ 


Int: E; 
u_char *pmap = (u_char *)MAP_ADDR; 
// NULL cell (transparent) map[i] = Oxffff 


// This is set as index ZERO in map.dat 
// Set map array to that of map.dat file 
for (i = 0; i Հ (NCELLW*NCELLH); i++) { 


if (pmap[i]) 

map[i] = pmap[il; 
else 

map[i] = Oxffff; 


// 
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// User defined drawing functions 


// 
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// **** Actual main screen drawing routine (calls all functions) 
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void RenderWorld() 
{ 
int currentBuffer = GsGetActiveBuff (); // 
which buffer is to be used 
GsSetRefView2 (&Camera[cameraUsed]); 
activates the view 
GsSetWorkBase( (PACKET*) Packet_Memory [currentBuffer]); 


// 
screen drawing commands 
// 
be queued 
GsClearOt (0, 0, &OTable Header [currentBuffer]); // 


OTable sorting info 
DrawTrack(&TrackData, &OTable_Header[currentBuffer]); 
DrawObject (&CarModel, &OTable_Header[currentBuffer]); 
DrawObject2 (&BackModel, &OTable_Header[currentBuffer]); 
DrawObject3(&HeliModel, &OTable_Header[currentBuffer]); 


determine 


Tl 


define where 
are going to 


clear out 


// send draw commands to 


queue 

FntFlush (-1); // 
be printed immediately 

DrawSync (0); // 
completion of all output 

VerticalSyne = VSync (0); // 
blank and time it 

GsSwapDispBuff (); // 
information 

GsSortClear(0, 0, 0,&O0Table_Header[currentBuffer]); // 
screen command to queue 

GsDrawOt (&OTable_Header[currentBuffer]); // 
in queue 


GsDISPENV.screen.y = 
GsDISPENV.screen.h 
// Sort BG in OT 

GsSortFixBg16(&gsbg, 


20; 
= PAL _HEIGHT; 


bgworkbase, 


}; 

// **** draw an object on screen 

void DrawObject (Object_Header0O *tObject, 
{ 


GsOT *tOTable) 


MATRIX tLocalWorld, tLocalScreen; // 
MATRIX structures 
GsGetLws (tObject—->Object_Handler.coord2, &tLocalWorld, 
&tLocalScreen) ; 
// 
world and screen 
// 
Needed for lightsourcing 
GsSetLightMatrix (&tLocalWorld) ; // 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // 


screen matrix for perspective 
GsSortObject4( &tObject->Object_Handler, tOTable, 4, 
long*) getScratchAddr (0) ); 


(u_ 
// 

OTable ready for drawing 

)չ 
// **** draw an object on screen 
void DrawObject2 (Back_Headerl *tBack, GsOT *tOTable) 

{ 

MATRIX tLocalWorld, tLocalScreen; // 
MATRIX structures 


GsGetLws (tBack->Object_Handler.coord2, &tLocalWorld, 


// 
world and screen 
// 
Needed for lightsourcing 
GsSetLightMatrix (&tLocalWorld) ; // 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // 


screen matrix for perspective 


&O0Table_Header[currentBuffer], 


force text to 
wait for 

wait for 

swap buffer 
send clear 


draw commands 


0); 


create two 
get the local 
matrices. 


Set local 


Set local 


Put object in 


create two 


&tLocalScreen) ; 


get the local 


matrices. 
Set local 
Set local 
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GsSortObject4( &tBack->Object_Handler, tOTable, 4, 
(u_long*) getScratchAddr (0) ); 
// Put object in 
OTable ready for drawing 
}; 


// **** draw an object on screen 
void DrawObject3 (Heli_Header2 *tHeli, GsOT *tOTable) 
{ 
MATRIX tLocalWorld, tLocalScreen; // create two 
MATRIX structures 
GsGetLws (tHeli->Object_Handler.coord2, &tLocalWorld, &tLocalScreen) ; 
// get the local 


world and screen 
// matrices. 
Needed for lightsourcing 


GsSetLightMatrix (&tLocalWorld) ; // Set local 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // Set local 


screen matrix for perspective 
GsSortObject4( &tHeli->Object_Handler, tOTable, 4, 
(u_long*) getScratchAddr (0) ); 
// Put object in 
OTable ready for drawing 
}; 


// **** draw the entire track on screen 
void DrawTrack (Track_HeaderO *tTrack, GsOT *tOTable) 
{ 
MATRIX tLocalWorld, tLocalScreen; // create two 
MATRIX structures 
int tCounter; 
for (tCounter = 0; tCounter Հ tTrack->numberObjects; tCounter+t+) 
{ // go through 
every cell in data array 
GsGetLws (tTrack->Object_Handler[tCounter].coord2, &tLocalWorld, 
&tLocalScreen) ; 
// get local 
world and screen 
// matrices. 
Needed for lightsourcing 


GsSetLightMatrix (&tLocalWorld) ; // Set local 
world matrix for lighting 
GsSetLsMatrix (&tLocalScreen) ; // Set local 


screen matrix for perspective 
GsSortObject4( &tTrack->Object_Handler[tCounter], tOTable, 
2, (u_long*) getScratchAddr (0)); // Put object in 
OTable ready for drawing 
// their value 
of 2 is lower than the 


// car's value 
of 4, therefore car is 
// drawn after 
ground which is correct 
J; 
J; 
// **** draw the entire track on screen 
void DrawTrack2 (Track_Headerl *tTrackl, GsOT *tOTable) 
í 
MATRIX tLocalWorld, tLocalScreen; // create two 
MATRIX structures 
int tCounter; 
for (tCounter = 0; tCounter Հ tTrackl-—>numberObjects; tCounter+t+) 
{ // go through 
every cell in data array 
GsGetLws (tTrack1->Object_Handler[tCounter].coord2, &tLocalWorld, 
&tLocalScreen) ; 


// get local 


world and screen 
// matrices. 
Needed for lightsourcing 
GsSetLightMatrix (&tLocalWorld) ; // Set local 
world matrix for lighting 
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GsSetLsMatrix (&tLocalScreen) ; // Set local 
screen matrix for perspective 
GsSortObject4( &tTrackl->Object_Handler[tCounter], tOTable, 
2, (u_long*) getScratchAddr (0)); // Put object in 
OTable ready for drawing 
// their value 
of 2 is lower than the 


// car's value 
of 4, therefore car is 

// drawn after 
ground which is correct 
J; 
J; 


// 
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// User defined initialisation functions 


// 
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// **** Load in and setup a .TIM picture file (in this case to be used 
for a texture) 
void LoadTexture (long tMemAddress) 

{ 


RECT tRect; // rectangular 
area to be used for TIM 

GsIMAGE tTim; // TIM image 
information 

tMemAddress += 4; // advance 
memory pointer to data 

GsGetTimInfo((u_long *) tMemAddress, &tTim); ff ELA LAM 
with info from TIM 

tRect.x = tTim.px; // tell GPU 


where graphics data is 
tRect.y = tTim.py; 


tRect.w = tTim.pw; 

tRect.h = tTim.ph; 

LoadImage (&tRect, tTim.pixel); // load video 
memory with TIM data 

if ((tTim.pmode>>3) & 0x01) // do this if 


TIM uses a CLUT 

{ 

tRect.x = tTim.cx; // tell GPU 
where colour table is 

tRect.y = tTim.cy; 


tRect.w = tTim.cw; 
tRect.h = tTim.ch; 
LoadImage (&tRect, tTim.clut); // load video 


memory with CLUT data 
} 
DrawSync (0); // force 
LoadImages to complete 
} 
// **** Setup up screen 
void InitialiseGraphics () 


{ 


if (IS_PAL_USED) // set up PAL 
screen 
{ 
SetVideoMode (MODE_PAL) ; // define screen 
as PAL 


GsInitGraph (PAL_WIDTH, PAL_HEIGHT, GsINTER|GSOFSGPU, 1, 0); 
// define screen 
resolution, whether 
// interlaced, 
dithered & colour depth 
GsDefDispBuff(0, 0, 0, PAL_HEIGHT) ; // define top 
left corners of 
// both screen 
buffers in memory 
} 
else // OR set up 
NTSC screen 
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{ 


SetVideoMode (MODE_NTSC); // define screen 
as NTSC 

GsInitGraph (NTSC_WIDTH, NTSC_HEIGHT, GsINTER|GsOFSGPU, 1, 0); 

GsDefDispBuff(0, 0, 0, NTSC_HEIGHT) ; // define top 


left corners of 
// both screen 
buffers in memory 


}; 


GsInit3D(); // initialise 3d 
graphics routine so 

// 3d and font 
functions can work 


OTable_Header[0].length = OTABLE_LENGTH; // notify OTable 
headers of OTable 

OTable_Header[1].length = OTABLE_LENGTH; // array lengths 

OTable_Header[0].org = OTable_Array[0]; // notify OTable 
headers of OTable 

OTable_Header[1].org = OTable_Array[1]; // array memory 
locations 

GsClearOt (0, 0, &OTable_Header[0]); // clear out 
OTable sorting info 

GsClearOt (0, 0, &OTable_Header[1]); // ready for use 


(not strictly necessary 
// as they are 
cleared before use in 
// RenderWorld() 
)չ 


// **** Tnitialise a new object - ie, set up its rotation, position 
and model 
void InitModel (Object_HeaderO *tObject, int tX, int tY, int Էշ, u_long 
*tMemAddress) 

{ 

tObject->rotation.vx = 0; // define 
orientation as zero 

tObject—>rotation.vy = 0; 

tObject—>rotation.vz = 0; 

tObject->speed = 0; // define 
velocity of car as zero 

AddModelToHeader (tObject, tX, tY, Էշ, tMemAddress); // set up rest 
of object 

J; 


// **** Initialise a new object - ie, set up its rotation, position 
and model 
void InitModel2 (Back_Headerl *tBack, int tX, int tY, int tZ, u_long 
*tMemAddress) 

{ 
tBack->rotation.vx = 0; // define 
orientation as zero 
tBack->rotation.vy = 0; 
tBack->rotation.vz = 0; 
tBack->speed = 0; // define velocity 
of car as zero 

AddModelToHeader (tBack, tX, tY, tZ, tMemAddress); // set up rest of 
object 

J; 


// **** Add infomation to object header to specify a 3d model to be 
associated with it 
void AddModelToHeader (Object_Header0 *tObject, int tX, int tY, int tZ, 
u_long *tMemAddress) 

{ 


tMemAddress+t+; // move pointer 
past model Id 
GsMapModelingData (tMemAddress) ; // specify that 


.TMD data exists 
// once past the 
model Id 
GsInitCoordinate2 (WORLD, &tObject->Object_Coord) ; // set objects 
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coord system to that 
// of the world 
(ie, 0, 0, 0) 
tMemAddress += 2; // move pointer 
to actual 3D data 
GsLinkObject4((u_long)tMemAddress, &tObject->Object_Handler, 0); 
// associate the 
model with it's handler 
tObject->Object_Handler.coord2 = &tObject->Object_Coord; 
// associate 
coords of model to 
// it's handler 


tObject->Object_Coord.coord.L[0] = tX; // set model's 
initial X translation 

tObject->Object_Coord.coord.t[1] = tY; // Y 

tObject->Object_Coord.coord.t[2] = tZ; // 7 


tObject->Object_Coord.flg = 0; // Set to zero 
so object is to be updated 

}; 
// **** Add infomation to object header to specify a 3d model to be 
associated with it 
void AddModelToHeader2 (Back_Headerl *tBack, int tX, int tY, int Էշ, 
u_long *tMemAddress) 

{ 


tMemAddress+t+; // move pointer 
past model Id 
GsMapModelingData (tMemAddress) ; // specify that 


.TMD data exists 
// once past the 
model Id 
GsInitCoordinate2 (WORLD, &tBack->Object_Coord) ; // set objects 
coord system to that 
// of the world 
(ie, 0, 0, 0) 
tMemAddress += 2; // move pointer 
to actual 3D data 
GsLinkObject4 ((u_long)tMemAddress, &tBack->Object_Handler, 0); 
// associate the 


model with it's handler 
tBack->Object_Handler.coord2 = &tBack->Object_Coord; 
// associate 


coords of model to 
// it's handler 


tBack->Object_Coord.coord.t[0] = tX; // set model's 
initial X translation 
tBack->Object_Coord.coord.t[1] = tY; // Y 
tBack->Object_Coord.coord.t[2] = tZ; են 7 
tBack->Object_Coord.flg = 0; // Set to zero so 
object is to be updated 
)չ 
// Initialise the Track 
void InitTrack () 
{ 
long tXpos, tZpos; // temp 
variables 
char tTrackStatus; // temp variable 
TrackData.numberObjects = 0; // define no 


objects in world to start 
//LoadTexture (ROAD_TEX_MEM_ ADDR) ; 
// LoadTexture (ROAD2_TEX_MEM_ADDR) ; 
for (tXpos = 0; tXpos<GROUND_MAXX; tXpos+t+) // this loop 
will go through every cell 
{ // in the 
RawGroundArray array 
for (tZpos = 0; tZpos<GROUND_MAXZ; tZpos++) 
{ 


tTrackStatus = RawGroundArray[tXpos] [tZpos]; // read cell 
value in array 
if (tTrackStatus == '1') լ // if a road is 


designated there 
LoadTexture (ROAD_TEX_MEM_ ADDR) ; 
AddModelToTrack (&TrackData, (tXpos * GROUND_SIZE), 0, (tZpos * 
GROUND_SIZE), 
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(u_long *) ROAD_MEM_ADDR) ; 
// call function 
to create 
)չ 


//if (tTrackStatus == '2') { 
//LoadTexture (ROAD_TEX_MEM ADDR) ; 
//AddModelToTrack(&TrackData, (tXpos * GROUND_SIZE), 0, 
(tZpos * GROUND_SIZE), 
// (u_long *) ROAD2_MEM_ADDR) ; 
// call function 
to create read object 


//): 
), 


), 
]; 


// **** Add information to track header t specify a 3d model to be 
associated with it 

void AddModelToTrack (Track_Header0 *tTrack, int tX, int tY, int tZ, 
u_long *tMemAddress) 


long tNumber = tTrack->numberObjects; // determine 
which object is being handled 
tTrack->Object_Pointer[tNumber] = (u_long *) tMemAddress; 


// tell model 
where road TIM is 
tTrack->Object_Pointer [tNumber]++; // advance 
pointer past initial info 
GsMapModelingData(tTrack->Object_Pointer[tNumber]); // specify that 
TIM data exists 
GsInitCoordinate2 (WORLD, &tTrack->Object_Coord[tNumber] ); 
// signify 
object origin = WORLD origin 
tTrack->Object_Pointer[tNumber] += 2; // advance 
pointer again! (standard) 
GsLinkObject4 ((u_long) tTrack->Object_Pointer[tNumber], 
&tTrack->Object_Handler[tNumber], 0); 
// associate the 


model with it's handler 
tTrack->Object_Handler[tNumber].attribute = GsDIV1; // signify 
polygon subdivision occurs 
tTrack->Object_Handler[tNumber].coord2 = 
&tTrack->Object_Coord[tNumber]; 


// associate 
coords of model to handler 
tTrack->Object_Coord[tNumber].coord.t[0] = tX; // setup initial 
position of model 


tTrack->Object_Coord[tNumber].coord.t[1] = tY; 

tTrack->Object_Coord[tNumber].coord.t[2] = tZ; 

tTrack->Object_Coord[tNumber].flg = 0; // signify it 
has to be recalculated 

tTrack->numberObjectst+; // increase 


counter for next object 
}; 


// **** Define all lights that will be used in object rendering 
void InitAllLights() 
{ 
InitLight (&LightSource, 0, 1, 1, 0, 127, 127, 127); // define light 
GsSetAmbient (2047, 2047, 2047); // set ambient 
light in the scene 
}; 


// **** Explicitly define a light source (up to three maximum in 
scene) 
void InitLight (GsF_LIGHT *tLight, int tNum, int tXv, int tYv, int ԷշՄ, 
int tR, int tG, int tB) 
{ 
tLight->vx = tXv; tLight->vy = ԷՄ: tLight->vz = tZv; 
// define vector 


for light from source 
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tLight->r = tR; tLight->g = tG; tLight->b = tB; 
// define RGB 
values for the light 


GsSetFlatLight (tNum, tLight) ; // assign light 


to an ID number (0-2) 
// and turning 
light on 
}; 


// **** Define all information for the viewpoint 
void InitView(GsRVIEW2 *tView, int tProjDist, int tRZ, 
int tFromx, int tFromY, int tFromZ, 
int tToX, int tToY, int tTodZ, 
GsCOORDINATE2 *tReference) 
{ 


GsSetProjection(tProjDist) ; // distance from 


view projection screen 
tView->vpx = tFromxX; tView->vpy 


tFromY; tView->vpz = tFromZ; 


// set up 
position to look from 
tView->vrx = tToXx; tView->vry = tToyY; tView->vrz = tToZ; 
// set up 
position to look to 


tView->rz=-tRZ; // define 
rotation about view line 


if (tReference != false) tView->super = tReference; // set origin of 


model 
else tView->super = WORLD; 
}; 


// 
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// User defined miscellaneous functions 


// 
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int Demo = true; 
// **** Net Yaroze respond to joypad input 
void ProcessUserInput () 


{ 


u_long PAD = PadRead(); // read status 
of joypad 1 
if (PAD& PADselect) Running = false; // select will 
quit 
if (PAD & PADstart) { // return car to 
center, and stop motion 
Demo = 0; 
CarModel.speed = 0; // set 
car speed to zero 
CarModel.rotation.vx = 0; // straighten 


car and reset position 


CarModel.rotation.vy = 0; 

BackModel.rotation.vz = -900; 

RotateModel (&CarModel, 0, 0, 0); 

RotateModel (&BackMode1, 0, 0, 0); 
MoveModelTo (&BackMode1, -4000, 4000, 


0); 


MoveModelTo(&CarModel, 0, 0, 0):): 
if (PAD& PADcross) { // move car 
away from viewer 
if (CarModel.speed<140) CarModel.speedt+; 


)չ 


if (Demo == 1){ 

CarModel.speed = 140; 

if (CarModel.speed>110) RotateModel (&CarModel, 0, 15, 0); 
FntOpen(-100, -120, 320, 100, 0, 512); 
FntPrint ("\n\n\nemag design presents...\nroad racer\npress start to 
play"); 

//SoundInit (); 
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// SoundVoiceQPlay (SOUND_ACCEL) ; 


)չ 


FntPrint ("\n\nCar speed = 24 mph\n", CarModel.speed) ; 


if (PAD == 0){ 
if (CarModel.speed>0) CarModel.speed--; 
if (CarModel.speed<0) CarModel.speedt+; 


}; 
if (PAD == 0){ 
if (CarModel.rotation.vz>0 
RotateModel (&CarModel, 0, 
if (CarModel.rotation.vz<0 
RotateModel (&CarModel, 0, 


CarModel.rotation.vz—-=40; 
, CarModel.rotation.vz==0); 
CarModel.rotation.vz+=40; 
, CarModel.rotation.vz==0); 


Os “Or 


J; 
if (PAD == PADcross) 
if (CarModel.rotation.vz>0) CarModel.rotation.vz-=40; 
RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0); 

) 
0 


if (CarModel.rotation.vz<0) CarModel.rotation.vz+=40; 
RotateModel (&CarMode1, 0, , CarModel.rotation.vz==0); 


)չ 


if (PAD == PADsquare) { 

if (CarModel.rotation.vz>0) CarModel.rotation.vz—-=40; 
RotateModel (&CarModel, 0, 0, CarModel.rotation.vz==0) ; 
if (CarModel.rotation.vz<0) CarModel.rotation.vz+=40; 


}; 
if (PAD == PADright) { 
if (CarModel.speed>0) CarModel.speed-——; }; 


if (PAD == PADleft) 
if (CarModel.speed>0) CarModel.speed-——; }; 


if (PAD & PADcross) { 
if (PAD& PADsquare) 
if (CarModel.speed>0) CarModel.speed--—; 


J; 
} 


if (PAD & PADcircle) { 
BackModel.rotation.vzt+t;}; 


if (PAD & PADsquare) { 
if (PAD& PADcross) { 
if (CarModel.speed<0) CarModel.speedt+; 


if (PAD & PADsquare) { 
if (CarModel.speed>0) CarModel.speed-—; 


)չ 


if (PAD& PADsquare) { // move car 
towards viewer 
if (CarModel.speed>-100) CarModel.speed--; }; 
if (PAD& PADleft) { // rotate car 
anti-clockwise 
RotateModel (&CarModel, 0, -30, 
CarModel.rotation.vz == 0); 
if (CarModel.rotation.vz<100) 


CarModel.rotation.vz+=10; }; 
if (PAD& PADright) { // rotate car 
clockwise 
RotateModel (&CarModel, 0, 30, 
CarModel.rotation.vz == 0); 
if (CarModel.rotation.vz>-100) 
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CarModel.rotation.vz—-=10;}; 


//if (PAD& PADsquare) {SelectCamera (0); // select 
static camera 
// cameraCounter = 0;}; 


//InitView(&Camera[1], 250, 0, 0,-500,-1500, 0,-250,-500 
,&CarModel.Object_Coord ); 


if (PAD& PADtriangle) {SelectCamera (1): // select 
tracker camera 
cameraCounter = 0;}; 
if (PAD& PADcircle) {SelectCamera (2); // select side 
tracker camera 
cameraCounter = 0;}; 
//if (PAD& PADcross) {SelectCamera (3); // select 
overhead camera 
// cameraCounter = 0;}; 
if (PAD& PADL1) {SelectCamera (4): // select in car 
camera 
cameraCounter = 0; }; 
if (PAD& PADL2) {SelectCamera (5); // select blimp 
camera 
cameraCounter = 0; }; 
if (PAD& PADR1) {SelectCamera (6); // select 
sidecar camera 
cameraCounter = 0;}; 
if ((PAD& PADR2) && (cameraCounter == 0)) 
{cameraCounter = 150; // select 
automatic camera 
cameraUsed = (cameraUsedtl) 5 7; 


SelectCamera (cameraUsed) ; }; 
}; 
// **** Move an object to a coordinate 
void MoveModelTo(Object_HeaderO *tObject, int tXc, int tYc, int tZc) 
{ 


tObject->Object_Coord.coord.t[0] = tXc; // set the 
object's x coord 

tObject->Object_Coord.coord.t[1] = tYc; // set the 
object's y coord 

tObject->Object_Coord.coord.t[2] = tZc; // set the 


object's z coord 
tObject->Object_Coord.flg = 0; // signify 
object has changed 


// **** Move an object to a coordinate 
void MoveModelTo2 (Back_Headerl *tBack, int tXc, int tYc, int Է2Շ) 
{ 


tBack->Object_Coord.coord.t[0] = tXc; // set the 
object's x coord 

tBack->Object_Coord.coord.t[1] = tYc; // set the 
object's y coord 

tBack->Object_Coord.coord.t[2] = tZc; // set the 
object's z coord 

tBack->Object_Coord.flg = 0; // signify object 


has changed 
)չ 


// **** Move an object relative to where it is at the moment 


void MoveModelBy (Object_Header0O *tObject, int tXv, int tYv, int tZv) 

{ 

tObject->Object_Coord.coord.t[0] += tXv; // add to the 
object's x coord 

tObject->Object_Coord.coord.t[1] += tYv; // add to the 
object's y coord 

tObject->Object_Coord.coord.t[2] += tZv; // add to the 
object's z coord 

tObject-—>Object_Coord.flg = 0; // signify 


object has changed 
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)չ 


// **** Translate an object according to the direction it is facing 
void MoveModelForward(Object_Header0 *tObject, int tSpeed) 
{ 


MATRIX tMatrix; // temporary 
rotation matrix 
SVECTOR tOneUnitForward, tDirectionResult; // two vectors 
for rotation 
if(tSpeed != 0) // as long as 
speed is not zero, 
{ // (would cause 
divide by zero error) 
tOneUnitForward.vx = 0; // to move 
forward = no x translation 
tOneUnitForward.vy = 0; // to move 
forward = no y translation 
tOneUnitForward.vz = ONE; // to move 
forward = 4096 z translation 
RotMatrix(&tObject->rotation, &tMatrix); // turn vector 


into rotation matrix 
ApplyMatrixSV(&tMatrix, &tOneUnitForward, &tDirectionResult) ; 
// multiply our 
direction vector with 
// the rotation 
matrix and give the 
// result as 
another direction vector 
tObject-—>Object_Coord.coord.t[0] += tDirectionResult.vx * tSpeed / 
4096; 
tObject->Object_Coord.coord.t[1] += tDirectionResult.vy * tSpeed / 
4096; 
tObject->Object_Coord.coord.t[2] += tDirectionResult.vz * tSpeed / 
4096; 
tObject-—>Object_Coord.flg = 0; // signify 
object has changed 
}; 
}; 


// **** Rotate an object about it's own center 
void RotateModel (Object_HeaderO *tObject, int tXr, int tYr, int tzr) 
{ 


MATRIX tMatrix; // temporary 
rotation matrix 
ResetRotation (tObject—->Object_Coord.coord.m) ; // reset 


rotation part of objects 
// rotation and 
translation matrix 
tObject—>rotation.vx = (tObject-—>rotation.vx + tXr) % ; 
// set up 
rotation about the axes 


tObject->rotation.vy = (tObject->rotation.vy + tYr) % ONE; 
tObject->rotation.vz = (tObject->rotation.vz + tZr) % ONE; 
RotMatrix (&tObject->rotation, &tMatrix); // turn vector 


into rotation matrix 
MulMatrix0 (&tObject->Object_Coord.coord, &tMatrix, 
&tObject—>Object_Coord.coord) ; 


// multiply 
object and rotation matrices 
tObject-—>Object_Coord.flg = 0; // signify 
object has changed 
}; 


// **** Reset a three by three rotation/scaling matrix 
void ResetRotation(short tArray[3] [3]) 

{ 

tArray[0] [0]=tArray[1] [1]=tArray[2] [2]=ONE; // turn scalars 
to one 


tArray[0] [1]=tArray[0] [2]=tArray[1] [0]=tArray[1] [2]=tArray[2] [0]=tArray[2] [1]=0; 
// turn other 
cells into zero 
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// **** set up the camera and the correct lighting 
void SelectCamera(long tNumber) 

{ 

switch (tNumber) // do routine 
based on which camera... 


{ 


case 0 : {Fogging.dga = -5000; // set up 
reasonable fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 0; break; }; // set the 
current camera 
case 1 : {Fogging.dqa = -5000; // set up 
reasonable fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 1; break;}; // set the 
current camera 
case 2 : {Fogging.dgqa = -10000; // set up small 
fogging 
GsSetFogParam(&Fogging) ; // activate new 
fogging level 
cameraUsed = 2; break; }; // set the 


current camera 
case 3 : {Fogging.dgqa = -15000; // set up very 
little fogging 


GsSetFogParam(&Fogging) ; // activate new 
fogging level 

cameraUsed = 3; break; }; // set the 
current camera 

case 4 : {Fogging.dgqa = -5000; // set up 

reasonable fogging 

GsSetFogParam(&Fogging) ; // activate new 
fogging level 

cameraUsed = 4; break;}; // set the 


current camera 
case 5 : {Fogging.dgqa = -15000; // set up very 
little fogging 


GsSetFogParam(&Fogging) ; // activate new 
fogging level 

cameraUsed = 5; break; }; // set the 
current camera 

case 6 : {Fogging.dga = -5000; // set up 

reasonable fogging 

GsSetFogParam(&Fogging) ; // activate new 
fogging level 

cameraUsed = 6; break; }; // set the 


current camera 
)չ 
)չ 


/* 
* LIBSOUND.C 

* 

* Copyright (C) 1993-1997 by Sony Computer Entertainment of America, 
Inc. 


* All rights Reserved 
x 


եյ 


* This file contains data definitions and function library to handle 

* sound effects and music in this sample. Care has been taken to 
make 

* this function library independent of the rest of the code in this 
sample 

* 


* This library can be easily updated to play any music and sound 
effect 

* with minimal changes. 

ԵՏ 


* The structure SOUNDFILE provides acess to various VABs and SEQs. 
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* make an entry for each VAB/SEQ combination in this table. In case 
there 


* is no SEQ to go with a VAB make the corresponding entry for that 
SEQ as 

* NULL. 

* 

* The structure VOICE provides access to various sound effects 
contained 

* in any of the VABs loaded through the SOUNDFILE table. The entries 
in 

* this table are self explanatory. For details please checkout the 
details 


* below. 

* 

# 
#include "libmain.h" 
#include "libsound.h" 
#include "libdata.h" 
/* 


* Sound related variables and functions 


* / 
#define SOUND_MAIN VOLUME 127 
// Main volume level 
#define SOUND_MUSIC_VOLUME 127 
// Game music SEQ volume level 
#define SOUND_SFX_VOLUME 127 


// Sound effects volume 
/* Data structure to handle various sound files - VAB/SEQ files */ 


typedef struct __soundfile { // 
Structure to handle various sound files 
unsigned long *VHptr; 
// Pointer to VAB header in main memory 
unsigned long *VBptr; 
// Pointer to VAB data in main memory 
unsigned long *SEQptr; 
// Pointer to SEQ data in main memory 


short Vablid; 
// VabId assigned by PlayStation OS 
short Seqid; 


// Sequence Id assigned by PlayStation OS 
} SOUNDFILE; 


#define SOUND_MAXFILES 1 
// Maximum number of sound files 


static SOUNDFILE Sounds[ SOUND_MAXFILES ] = { 
( ADR_MUSIC_VH, ADR_MUSIC_VB, ADR_MUSIC_SEQ, -1, -1 }, 
}; 


/* 
* Data structures to handle various sound effects 
* — "SoundIndex" provides an index into the sound file table above. 
եշ This means that this particular voice sample is contained in 
x the which VAB. 
* 
* — "VabId" is the id secured by the initialization routines for 
K the VAB - indexed by SoundIndex. 
x 
* — "Program" is the index to the program in VAB where this voice 
belongs 
* This value is predefined at the time of the VAB creation. 
x 
ԵՏ 


- "Tone" is the index to the voice in a particular "Program". 
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This value is predefined at the time of the VAB creation. 


- "Note" is the note being played in this voice. 
This value is predefined at the time of the VAB creation. 


- "Fine" is the finer pitch value, usually set to 0. 
This value is predefined at the time of the VAB creation. 


- "LVolume" and "RVolume" is the maximum volume of this voice 
This value is predefined at the time of the VAB creation and 
is used along with the panning (to be implemented later) 
of the sound depending upon the origin of the voice in th world. 


չէ Հ ԻԻ Ի Ի Ի ԻԻ 


/ 


typedef struct _ voice { 

// Index into the SOUNDFILE table above 
short SoundIndex; 

// Index into the sound file list 
short ՄՅԵԼԳ: 

// Vab Id used here 
short Program; 

// Program from the above vab 
short Tone; 

// Tone for this voice 
short Note; 

// Pitch specification for this voice 
short Fine; 

// Fine pitch specification 
short LVolume; 

// Maximum left volume for the voice 
short RVolume; 

// Maximum right volume for the voice 


} VOICE; 

static VOICE Voices[ SOUND_VC_MAXNO ] = { 
{ 0, -1, 0x0000, 0, 020018, Ox0000, 96, 96 }, 
{ 0, -1, 0x0000, 1, 0x0019, Ox0000, 96, 96 }, 
{ 0, -1, 0x0000, 2, Ox001A, Ox0000, 96, 96 }, 
{ 0, -1, 0x0000, 3, Ox001B, Ox0000, 96, 96 }, 
} 


/* 
* Data structure to handle a voice table - 
* manages a FIFO queue for voices to be played 


x% 


typedef struct _ voiceq { 

// Queue structure to handle voices 
short Voiceld; 

// Voice Id used for this entry 
VOICE *Voice; 

// Voice used in this queue 

) VOICEQ; 


#define SOUND_VQ_MAXNO 10 
// Maximum length of FIFO queue for Voice IDs 


static VOICEQ VoiceQ[ SOUND_VQ_MAXNO |: // FIFO queue 
for Voice IDs assigned 


static short VoiceQTop = -1; // Top 


of the FIFO queue for Voice IDs 
/* Sound data on memory playback preparation */ 


void SoundInit (void) 
{ 
short i; 
for (i = 0; i Հ SOUND_MAXFILES; i++) ( 
/* VAB opening and transmission to sound buffer */ 
if ((Sounds[i].VHptr != NULL) && (Sounds[i].VBptr != 


NULL)) { 
Sounds [i] .VabId = SsVabTransfer ( 
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(unsigned char *)Sounds[i].VHptr, 
(unsigned char *)Sounds[i].VBptr, 


-1, 1); 
if (Sounds[i].VabId < 0) 


printf ("SsVabTransfer(i = 


(VabId = $d)\n", 


i, Sounds[i].VabId); 
} 
else { 
Sounds[i].VabId = -1; 


} 


/* SEQ opening */ 
if (Sounds[i].SEQptr != NULL) { 
Sounds [i].Seqid = SsSeqOpen ( 


Sounds [i] .SEQptr, 


Sounds [i] .VabId) ; 
if (Sounds[i].SeqId < 0) 
printf ("SsSeqOpen(i = %d) 
(VabId = %d)\n", 


i, Sounds[i].SeqId); 
} 
else { 
Sounds [i] .SeqId = -1; 
} 
} 


/* Initialize saucer voices */ 
for (i = 0; i < SOUND_VC_MAXNO; i++) { 


failed 


Voices[i].VabId = Sounds[ Voices[i].SoundIndex 


1.Մ8ԵԼԳչ 
} 


/* Initialize voice FIFO queue */ 
SoundVoiceQInit (); 


/* Set the main volume */ 
SsSetMVol (SOUND_MAIN_ VOLUME, SOUND _MAIN VOLUME) ; 


return; 


} 
/* Sound playback start */ 


void SoundPlayMusic (void) 
{ 


/* Set Volume for the sequence */ 
SsSeqSetVol (Sounds[0].SeqId, SOUND_MUSIC_VOLUME, 


SOUND_MUSIC_VOLUME) ; 


/* Start play back of game music */ 


SsSeqPlay (Sounds[0].SeqIid, SSPLAY_PLAY, SSPLAY_INFINITY) ; 


return; 


} 


/* Sound playback termination */ 


void SoundStop (void) 
{ 


short i; 


/* Release all acquired voices */ 
SoundVoiceQFlush (); 


/* Stop the game music */ 
SsSeqStop (Sounds [0] .SeqId); 


/* Wait for music to stop - give it some time, will you ? */ 


Page 8335 


Net Yaroze newsgroups message dump.txt 


VSync (0); 
VSync (0); 


for (i = 0; i < SOUND_MAXFILES; i++) { 
/* Release SEQuence ID */ 
if (Sounds[i].SeqId != -1) 
SsSeqClose (Sounds [i] .SeqId) ; 


/* Release VAB ID */ 
if (Sounds[i].VabId != -1) 
SsVabClose (Sounds [i] .VabId) ; 
} 
return; 


} 
/* Initialize the voice FIFO queue */ 


void SoundVoiceQInit (void) 
{ 
VoiceQTop = -1չ 
return; 


} 


/* Enter the given voice in the voice queue by acquiring a new voice 


*/ 


void SoundVoiceQPlay (short voice_index) 

{ 
VOICE *voice = &Voices[ voice_index |: 
short i, top = VoiceQTopt1; 
if (top >= SOUND_VQ_MAXNO) { 


* Stop the oldest voice in the queue currently being 
* used for sound effect. Release this voice id and 
* remove the voice from the queue. 


if (VoiceQ[0].VoiceId != -1) { 
VOICE *tmp = VoiceQ[0].Voice; 
SsUtKeyOff (VoiceQ[0].VoicelId, tmp->VabId, 

tmp->Program, tmp->Tone, tmp->Note); 

} 

for (1 = 1; 1 Հ top ; ՀՀՀ) ( 
VoiceQ[i-1].VoicelId 
VoiceQ[i-1].Voice 


VoiceQ[i] .Voiceld; 
VoiceQ[i] .Voice; 


top --; 
} 


/* 
* Play the sound effect for the given voice by requesting a 
* new voice id and putting this voice in the voice queue. 


VoiceQ[top].Voice 
VoiceQ[top] .VoiceId 


voice; 
SsUtKeyOn (voice->VablId, 


voice->Program, 
voice->Tone, 
voice->Note, 
voice->Fine, 


voice->LVolume, 


voice->RVolume); 


/* Set the new top of the queue */ 
VoiceQTop = top; 
return; 


) 


/* Flush voice queue */ 
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void SoundVoiceQFlush (void) 
{ 
short i; 
for (i = 0 ; i <= VoiceQTop ; i++) 
if (VoiceQ[i].VoiceId != -1 
VOICE *tmp = VoiceQ 
SsUtKeyOff (VoiceQ[i 
tmp->Program, tmp->Tone, tmp->Note); 
} 


i] .Voice; 
-Voiceld, tmp->VabId, 


{ 
) Í 
[i] 
] 


} 
VoiceQTop = -1չ 
return; 


} 


/* 
* End of File 
* 


*/ 


—-MESSAGE FILE 12532 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000545 


——MESSAGE FILE 12533 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000546 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: dust,smoke effects 

Date: Mon, 07 Sep 1998 11:51:20 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <35F34A27.115CD64E@cyberdude. com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi, 


I saw some "dust/smoke" effects on one of the demo games. Does anyone 
know how to do them? I dun have any idea where to start. Do i create 
multiple sprites or what? 


Thanks 
Doglife 


—-MESSAGE FILE 12533 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000546 


—--MESSAGE FILE 12534 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000547 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: dust,smoke effects 

Date: Mon, 07 Sep 1998 04:11:34 -0700 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <35F3BF66.  9EEIFE78@shell.jps.net> 

References: <35F34A27.115CD64E@cyberdude. com> 

NNTP-Posting-Host: 209-239-203-11.0ak.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 
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I'm working on some smoke effects for my current project. In one 
case you have a missile firing and it leaves a trail behind it. I'm 
using a bunch of semi-transparent cloud-like sprites. As the missile 
travels, you store (in an array) the last, say, 10 locations the 
missle was and you put your semi-trans smoke sprites there. 


Short of actually modelling a complex particle field, a bunch of 
mini clouds make pretty good smoke. 


There's a start... 
- e! 


doglife wrote: 


> 

> Hi, 

> 

> I saw some "dust/smoke" effects on one of the demo games. Does anyone 

> know how to do them? I dun have any idea where to start. Do i create 

> multiple sprites or what? 

> 

> Thanks 

> 

> Doglife 

Mata ne, տումն ենա 

- Թ) et tenchi@shell.jps.net k 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) BEN http://www. jps.net/tenchi 


—-MESSAGE FILE 12534 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000547 


—--MESSAGE FILE 12535 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000548 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Different approaches to scrolling a tiled background 
Date: Mon, 07 Sep 1998 14:16:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <35F3DCA5.3D5ADA21@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I was just wondering how people handle the scrolling of a tiled 
background, say for a 2-d driving game. 

What I have done is break my array into sections, and then have an array 
of pointers to different sections, rather than have a huge array 
containing all the map data, avoiding all the duplications that would 
ensue. 


E.g. say I have: 


char road01[] [NUM_COLS] = {'1', "2", 'O'...... 
char road02[]NUM_COLS] = {'4', '1', '0'... 


So I can then do 
char *mapData = {&road01[0 [0], &road01[0] [0], 
[ 


[0], &road0 
&road02[0] [0], &road02[0] բ 


| 1 
0] &road02 [0 
&road01[0] [ 
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This allows me to repeat sections lots of times without having to repeat 
the data in the array, and also, depending on how the sections join up, 
have a random map that is generated for each game, where the section 
data is constant but the order, combination and number of sections can 
be random. 


However, this makes the scrolling algorithm tricky because you need to 
work out which section you need to display as well as which row of the 
section's array. At any one time you could be displaying (allowing for 
two offscreen rows, one just off the screen at the top, and one just off 
the screen at the bottom) data from up to 3 sections at once. 


I've solved this though, but what is causing me a bit of grief is 
collision detection, because at any instant I need to be able to convert 
a sprite's screen coordinate (whether it is on-screen or way off-screen) 
into a mapData coordinate that tells me which section it is on as well 
as which row and column of the section, all while the screen is being 
scrolled up or down. 


So this approach has some advantages but, for me, quite raises quite a 
few programming problems. 


So, how do other people handle large array data sets for scrolling 
worlds? Should I ditch my memory-efficient approach and just repeat the 
data in one large array so I only need to worry about rows and columns, 
or is there another way? 


Cheers 


Phil 
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-—-MESSAGE FILE 12535 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000548 


——MESSAGE FILE 12536 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000549 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 


Subject: What to do after a collision has been detected (related to previous post) 


Date: Mon, 07 Sep 1998 14:37:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 58 

Message-ID: <35F3E1A4.8A7BB2E6@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


OK, so I've detected a collision of a sprite with the terrain of my 
"road'. What I have done is put all the allowable 'squares' you can be 
on into one texture page (identified as ROAD) and everything else 
(trees, grass, roadside edge etc) into another texture page (identified 
as ROADSIDE). My array data contains info for which texture page the 
square is read from so I can do (pseudo-code) 


if ( (mapData[car.mapY] [car.mapX] & TPAGE_ID) == ROADSIDE) 

// the car is on a square from the ROADSIDE texture page, so you 
have collided with something 

// bounce car off it 

car.veloc.x = -car.veloc.x; 

car.veloc.y = -car.veloc.y; 


But this "bouncing off' is causing me problems, because it is possible 
that the car either gets bounced back onto another square that will 
register a collision, or be still partly on the collision square after 
being bounced (as the car's velocity is being damped by friction on 
every frame as well), causing the car to bounce backwards and forwards 
ad infinitum. 


So, to get round this, I have raised a flag to say: ‘if you have 
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detected a collision, don't detect any more collisions until you are on 
a non-colliding square', e.g. 


if ( (mapData[car.mapY][car.mapX] & TPAGE_ID) == ROADSIDE) 

// the car is on a square from the ROADSIDE texture page, so you 
have collided with something 

// bounce car off it if not already 'colliding' 


if (car.status.collide != terrainCollide) 
{ 
car.veloc.x = -car.veloc.x; 
car.veloc.y Հ -car.veloc.y; 
car.status.collide = terrainCollide; // now register the 
collision so you don't bounce straight back onto 
// 
collision square again 
} 
else 
car.status.collide == idle; 


This prevents the car juddering backwards and forwards that occurs in 
certain circumstances, but causes another problem: each collision is 
only registered once, until the car is back on a safe square, so it is 
possible to drive very slowly towards a terrain obstacle, bounce back 
slowly but still be on the same collision square, and then move forward 
and drive over it (because the bounce only happens the first time the 
collision is detected) 


Am I a bit thick or what? I can't seem to find a way out of this one! 
Any insight much appreciated. 
Cheers 


Phil 


—-MESSAGE FILE 12536 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000549 


--MESSAGE FILE 12537 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000550 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What to do after a collision has been detected (related to previous pos 
t) 

Date: 7 Sep 1998 23:28:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <slrn6v8rco.78a.tjs@longford.cs.monash.edu.au> 

References: <35F3E1A4.8A7BB2E6@easynet.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 07 Sep 1998 14:37:40 +0100, Phil Gooch <philg@easynet.co.uk> wrote: 
>OK, so I've detected a collision of a sprite with the terrain of my 
>'road'. What I have done is put all the allowable 'squares' you can be 
>on into one texture page (identified as ROAD) and everything else 

>(trees, grass, roadside edge etc) into another texture page (identified 
>as ROADSIDE). My array data contains info for which texture page the 
>square is read from so I can do (pseudo-code) 


> 

>if ( (mapData[car.mapY][car.mapX] & TPAGE_ID) == ROADSIDE) 

> // the car is on a square from the ROADSIDE texture page, so you 
>have collided with something 

> // bounce car off it 

> car.veloc.x = -car.veloc.x; 

> car.veloc.y = -car.veloc.y; 

> 

<snip> 


What about doing the colision speculatively? Here's what I'd do: 
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* calculate new car position from velocity vector 
* if new car position causes a colision: 
* use reflection rule (angle of incidence = angle of reflection) 
to calculate a new velocity vector. 
* apply new velocity vector to position of car to get new position 
* if new position also causes a colision: 

* must be stuck in a corner. because the position we came 
from to get to the curent position must be valid, it must 
be valid to use the inverse velocity vector to get back 
to the position we were in the frame before last. so: 
new velocity vector = -old velocity vector 

* update car position from the velocity vector (guaranteed not to cause a 
collision) 


It's better not to just reverse the velocity vector on any collision. There 
was a buglet in W'O" 2097 which meant that at some positions on the (first) 
track, running into the wall would calculate the new velocity vector based 
on an incorrect surface normal, and the result would be that instead of 
scraping along the edge like you should have (because the incidence vector 
was so close to 90 degrees to the normal that the reflection vector was 
essentially the same), you were brought to a complete standstill. 


Also, remember that if you're doing a real(ish) physical model, some of the 
kinetic energy that the car posesses is liberated as sound, heat, etc. in 

a collision, so the speed upon rebound is cut by quite a bit (depending on 
the materials of the colliding objects). This can be modelled reasonably 
accurately just by reducing the speed by a constant factor upon collision. 


An arbitrary angle of reflection can be calculated really easily by: 
r=i-2(i.n)n 


Where i and ո are incidence and normal unit vectors, and r is the reflection 
unit vector (. is the dot product). 


In case you can't remember the dot product formula (and I have to derive it 
or look it up, far too often), it's: 


A.B = Ax*Bx + Ay*By 


Toby. 
—-MESSAGE FILE 12537 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000550 


--MESSAGE FILE 12538 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000551 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What to do after a collision has been detected (related to previous pos 
t) 

Date: Tue, 08 Sep 1998 17:07:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 
Message-ID: <35F55655.3D90443Beeasynet.co.uk> 

References: <35F3E1A4.8A7BB2E6@easynet.co.uk> <slrn6v8rco.78a.tjs@longford.cs.monash 
-edu.au> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Toby Sargeant wrote: 
What about doing the colision speculatively? Here's what I'd do: 


* calculate new car position from velocity vector 


> 
> 
> 
> * if new car position causes a colision: 
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collision) 


> * use reflection rule (angle of incidence = angle of reflection) 

> to calculate a new velocity vector. 

> * apply new velocity vector to position of car to get new position 
> * if new position also causes a colision: 

> * must be stuck in a corner. because the position we came 
> from to get to the curent position must be valid, it must 
> be valid to use the inverse velocity vector to get back 
> to the position we were in the frame before last. so: 

> new velocity vector = -old velocity vector 

> * update car position from the velocity vector (guaranteed not to cause a 
> 

> 


This seems to make sense. Thanks Toby. I'm also finding that it makes a 
difference *when* you do your collision detection. Part of my problem might be 
that I'm currently doing things in this order: 


Check joypad 

Update velocity vector based on joypad response 
Calculate position 

Check for collision 

Adjust velocity vector if collision 

Draw sprite 


NOB Q N = 


This seemed OK until I realised that 5) could immediately be cancelled out by 
2) at the start of the next frame. 


If I do 


Calculate position 

Check for collision 

Adjust velocity vector if collision 

Calculate new position 

Draw sprite 

Check joypad 

Update velocity vector based on joypad response 


1 GN Q > CO IS: — 


then I should be OK. I'll check it out when I next get a chance to switch on my 
Yaroze. 


Phil 


--MESSAGE FILE 12538 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000551 


——MESSAGE FILE 12539 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000552 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Different approaches to scrolling a tiled background 
Date: Tue, 08 Sep 1998 17:32:42 -0700 

Organization: SCEA News Server 

Lines: 87 

Message-ID: <35F5CCAA.169BA921@shell.jps.net> 

References: <35F3DCA5.3D5ADA21@easynet.co.uk> 

NNTP-Posting-Host: 171.70.208.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Your approach may be memory-efficient, but it may just turn out to 


be slow. I'm working on something where I've calculated that the 
"world" will probably be a bunch of 2D tiles spanning maybe 128x64. 
If each cell takes a byte, then I only need 8K of RAM to hold the 


data. And, 256 sprites are probably more than enough to describe 
the world. ^_^ Plus, it's very easy to calculate which tiles should 
be on-screen and which aren't. 


While you may save quite a bit of memory with your approach, remember 
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that each of your pointers are probably 4 bytes each and that will 
afford you about 1K worth of world tiling if you stick to the same 8K 
space. Then again, if your world is changing---e.g. you drive offroad 
and leave tire tracks in the dirt---you're going to be dealing with 
tiles being added/removed. That could mean the source of nasty pointer 
bugs plus slower calculations to resolve memory addrs. 


My biggest concern is that if your array gets corrupted somehow that 
you will end up generating memory faults. With an array, it's pretty 
hard to generate faults if you check your array bounds consistently. 
Plus, it's easier (for humans) to visualize and that may translate into 
easier debugging. 


Just some thoughts, 
- e! 


Phil Gooch wrote: 


I was just wondering how people handle the scrolling of a tiled 
background, say for a 2-d driving game. 

What I have done is break my array into sections, and then have an array 
of pointers to different sections, rather than have a huge array 
containing all the map data, avoiding all the duplications that would 
ensue. 


E.g. say I have: 


char road01[] [NUM_COLS] = {'1', '2', 'O'...... 
char road02[]NUM_COLS] = ('4', '1', 'O'... 


So I can then do 


char *mapData = (&road01[0 ][0], &road01[0] [0], 
[ 01. 


[0], &road01 
&road02[0] [0], &road02[0] ր 


] [ 
0] &road02 [0] 
&road01[0] [0 


This allows me to repeat sections lots of times without having to repeat 
the data in the array, and also, depending on how the sections join up, 
have a random map that is generated for each game, where the section 
data is constant but the order, combination and number of sections can 
be random. 


However, this makes the scrolling algorithm tricky because you need to 
work out which section you need to display as well as which row of the 
section's array. At any one time you could be displaying (allowing for 
two offscreen rows, one just off the screen at the top, and one just off 
the screen at the bottom) data from up to 3 sections at once. 


I've solved this though, but what is causing me a bit of grief is 
collision detection, because at any instant I need to be able to convert 
a sprite's screen coordinate (whether it is on-screen or way off-screen) 
into a mapData coordinate that tells me which section it is on as well 
as which row and column of the section, all while the screen is being 
scrolled up or down. 


So this approach has some advantages but, for me, quite raises quite a 
few programming problems. 


So, how do other people handle large array data sets for scrolling 
worlds? Should I ditch my memory-efficient approach and just repeat the 
data in one large array so I only need to worry about rows and columns, 
or is there another way? 


Cheers 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Phil 
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Mata ne, š 4-2 

- e! Ern tenchi@shell.jps.net g 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) Sx http://www. jps.net/tenchi 


—-MESSAGE FILE 12539 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000552 


——MESSAGE FILE 12540 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000553 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Different approaches to scrolling a tiled background 

Date: Wed, 09 Sep 1998 09:51:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <35F64198.80CBCO038@easynet.co.uk> 

References: <35F3DCA5.3D5ADA21@easynet.co.uk> <35F5CCAA.169BA921@shell.jps.net> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Elliott Lee wrote: 


Your approach may be memory-efficient, but it may just turn out to 


be slow. I'm working on something where I've calculated that the 
"world" will probably be a bunch of 2D tiles spanning maybe 128x64. 
If each cell takes a byte, then I only need 8K of RAM to hold the 


data. And, 256 sprites are probably more than enough to describe 
the world. ^_^ Plus, it's very easy to calculate which tiles should 
be on-screen and which aren't. 


While you may save quite a bit of memory with your approach, remember 
that each of your pointers are probably 4 bytes each and that will 
afford you about 1K worth of world tiling if you stick to the same 8K 
space. Then again, if your world is changing---e.g. you drive offroad 
and leave tire tracks in the dirt---you're going to be dealing with 
tiles being added/removed. That could mean the source of nasty pointer 
bugs plus slower calculations to resolve memory addrs. 


My biggest concern is that if your array gets corrupted somehow that 
you will end up generating memory faults. With an array, it's pretty 
hard to generate faults if you check your array bounds consistently. 
Plus, it's easier (for humans) to visualize and that may translate into 
easier debugging. 


Just some thoughts, 
- e! 


VVVVVVVVVVVVVVVV NENP, NE VNVVV V 


You're probably right Elliott. I think I've dug myself into a hole with this 
approach. It does have it's advantages though (not least being able to make 
the game different each time you play it - just rearrange the pointers), but 
it's making the rest of the coding a bit messy. 


Oh, well you live and learn. Thought my approach was quite clever but I guess 
it's not! 


Phil 


—-MESSAGE FILE 12540 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000553 


——MESSAGE FILE 12541 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000554 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: BG Problem [or Copy/Paste problem?) TANVIR KHAN read 
Date: Thu, 10 Sep 1998 00:06:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <35F709DF.6ED6@manc.u-net.com> 

References: <35f2c780.17013678@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Khan wrote: 
>I am trusting everyone and putting my full code below. 


Haha, trusting everyone with what exactly Tanvir? 
You say you are having a problem with a BgMap, and in your program 
you clearly have lots of code from my BgEdit program (which I don't 


mind by the way -- you don't even *have* to credit me -- just don't 
ever say I ripped YOU off or expect people to credit YOU for using 
it) No wonder you were a bit reluctant putting up some code.. To be 


honest Tanvir I would have had a bloody heart-attack if it had ANY 
credits at the top. 

I suggest you study my BgView program more thoroughly to make proper 
use of the variables/functions you've taken from it, only use functions 
you actually need and adjust the relevant values to suit your map data 
array. 

Your program looks like you've took someones 3D code and just cut and 
paste my BgView code here and there in it and expect it to work. 

Try learning EXACTLY what each function does and what each variable is 
for in LOTS of SMALL programs -- that's how you learn it all Tanvir. 
Read aloud: "THERE ARE NO SHORT-CUTS TO LEARNING C PROPERLY", 
otherwise you'll ALWAYS be blindly plagiarising other peoples stuff. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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-—-MESSAGE FILE 12541 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000554 


——MESSAGE FILE 12542 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000555 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: BG Problem [or Copy/Paste problem?) TANVIR KHAN read 
Date: Thu, 10 Sep 1998 11:58:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <35F7BOE1.2D0D1E31@easynet.co.uk> 


References: <35f2c780.17013678@news.playstation.co.uk> <35F709DF.6ED6@manc.u-net.com 


> 

NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Shaughnessy wrote: 
> Khan wrote: 

> >I am trusting everyone and putting my full code below. 
> 
> 
> 


Your program looks like you've took someones 3D code and just cut and 
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paste my BgView code here and there in it and expect it to work. 

Try learning EXACTLY what each function does and what each variable is 
for in LOTS of SMALL programs -- that's how you learn it all Tanvir. 
Read aloud: "THERE ARE NO SHORT-CUTS TO LEARNING C PROPERLY", 
otherwise you'll ALWAYS be blindly plagiarising other peoples stuff. 


V V V V V V 


Go easy on the capitals Jim! 


The 3D code is from Peter Passmore's and Robert Swan's 3D tutorial stuff. 
Tanvir, I think you should acknowledge this before claiming the code as 
yours. 


Anyway, you really need to understand how the code works. Why don't you 
sign up to one of the Yaroze short courses? I think there's another one in 
a couple of weeks. You'll learn a lot from it. 


Otherwise, there's code for a really basic 3D object viewer available from 
the Sony site - it's called 'shortest.c' and it cuts it all right down to 
the bone. Start from there and gradually work up to the other stuff. If you 
can't find it I can email it to you. 


Phil 


--MESSAGE FILE 12542 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000555 


—-MESSAGE FILE 12543 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000556 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: BG Problem [or Copy/Paste problem?) TANVIR KHAN read 

Date: Thu, 10 Sep 1998 14:58:19 +0100 

Organization: I wish! 

Lines: 8 

Message-ID: <35F7DAFB. 65B@mdx.ac.uk> 

References: <35f2c780.17013678@news.playstation.co.uk> <35F709DF.6ED6@manc.u-net.com 
> <35F7BOE1.2D0D1E31@easynet.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Phil Gooch wrote: 

> The 3D code is from Peter Passmore's and Robert Swan's 3D tutorial stuff. 
> Tanvir, I think you should acknowledge this before claiming the code as 
> yours. 


(grins) A mere nod in my direction would be appreciated. 


Rob 
—-MESSAGE FILE 12543 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000556 


——MESSAGE FILE 12544 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000557 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: BG Problem [or Copy/Paste problem?) 

Date: Thu, 10 Sep 1998 18:55:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35F81286.63E3@manc.u-net.com> 

References: <35f2c780.17013678@news.playstation.co.uk> <35F709DF.6ED6@manc.u-net.com 
> <35F7BOE1.2D0D1E31@easynet.co.uk> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Phil Gooch wrote: 
> Go easy on the capitals Jim! 


Yeah I was concious of it but Tanvir *still* seems intent on learning 
the easy way -- 16. he wants "example programs" which totally do what 
he wants rather than learning how to do it himself. When will he 
realise that he will have to put some effort in? I just think my point 
needed a *little* extra emphesis ;-) 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12544 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000557 


—--MESSAGE FILE 12545 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000558 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: BG code 

Date: Fri, 11 Sep 1998 18:04:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35f96600.2582329@news.playstation.co.uk> 
NNTP-Posting-Host: 195.171.227.134 

X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


Sorry James I thought the code wich is on the net is for anyone to 
use. I hate to think I'm stealing other peoples code. 

The reason why I use other code is to learn a bit the world of 
programming. I used Peter Passmore's code and found it useful and 
pretty reasonable to learn ( I am a beginner by the way). 


I have learned the basics of C language and I am just getting on my 
feet. 


sorry and Cheers, 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 12545 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000558 


—-MESSAGE FILE 12546 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000559 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: BG code 

Date: Fri, 11 Sep 1998 19:31:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35F96C80.53CC@manc.u-net.com> 
References: <35f96600.2582329@news.playstation.co.uk> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Tanvir Khan wrote: 

> Sorry James I thought the code wich is on the net is for anyone to 
> use. I hate to think I'm stealing other peoples code. 

> The reason why I use other code is to learn a bit the world of 


It's okay, I know I over-reacted and was unfair. It *is* there for 
anyone who wants to use it, that's exactly why it's available so 
use and abuse it -- if you need any specific help regarding my Bg 


code just email me. Take a look at the BgVIEW program (which is a 
really simple example program of how to use BgEdit's files) 

from my page. Step through it and it should make it all pretty 
clear, but it will need adjustment to use a hard-coded map[] array 
as opposed to a siocons uploaded (bgedit) .map file. 

It's just the lack of acknowlegment I got worked up about, but 
beginners do have to start with using a lot of others people's code 
and don't need to credit code in files that are unreleased as your 
own, so please accept my apologies too. 

Laters, 

Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12546 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000559 


——MESSAGE FILE 12547 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000560 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Down Memory lane.... 

Date: Mon, 14 Sep 1998 13:33:18 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <35FDODOD. 90E4A527@cwmail.com> 
NNTP-Posting-Host: 193.82.133.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi everyone, 


Well, just getting into the nitty gritty of coding my first piece - but 
before I started I thought I had better ask a couple of things. 


Memory. I have read the user guide, and have got the basic idea of 
where everything goes, but is it possible for someone to explain how to 
go about putting it in practice using 'for dummies' language!. For 
example, say I've got the program which takes up (this is a silly 
example by the way!!) 0.2 Megs, and I've put a sprite at address 
0x80100000 which is 65Kb in size, where would the next tim file sit if 
it was 100Kb. 


Don't get me wrong, I've been involved in computing for a very long 
time, but have never seem to have been able to get the hang of memory. 
As this is such an important part of yaroze programming, I hold my hands 
up, say I'm crap at memory, and ask for your help! :) 


I realise this topic isn't specific to this newsgroup - but as this is 
closely related to my 2d stuff I thought I'd better post it here ! 


Thanks very much in advance, 
Tones! :) 


—-MESSAGE FILE 12547 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000560 


——MESSAGE FILE 12548 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000561 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Down Memory lane.... 

Date: Mon, 14 Sep 1998 14:35:44 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 33 

Message-ID: <35FD1BB0.15B97AD7@scee.sony.co.uk> 
References: <35FDODOD.90E4A527@cwmail.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 

To: caz.tones@mcmail.com 


Tones wrote: 


> 

> For example, say I've got the program which takes up (this is a silly 
> example by the way!!) 0.2 Megs, and I've put a sprite at address 

> 0x80100000 which is 65Kb in size, where would the next tim file sit if 
> it was 100Kb. 


If you place the sprite at 0x80100000 and it is 65K, then the next tim file would be 
at 0x80100000 + 

65K = 0x80100000 + 0x10400 = 0x80110400. 

This can all get to a big hassle if your files change size all the time, but thankfu 
lly, there are a 

couple of utilities written by Yaroz-keteers to handle all this for you - They use a 
text file with 

a list of all your data files to check the sizes of each of the data files, then cre 
ate both a 

SIOCONS 'auto' file and an C include-able file that you can use in your programs, wi 

th all the data 

files positioned correctly in memory. You can check out mine (called DATAMAN) at 

http://www.netyaroze-europe.com/~jruss1/ 


The other solution is to simply convert the data files into C source (so that they 1 
ook like: char 

myData[] = { 0x12, 0x34, etc ) and include them in your program. Then you don't have 
to worry about 

addresses, but it means that it's harder to reclaim the area of memory used by the d 
ata if the only 

thing you're going to do is upload it to VRAM/SRAM. But it's a lot easier for debugg 
ing. 


For a program that converts raw data to C source code, check out RAW2SRC on the abov 
e page. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Alcoholism is not a disease, it's a goal. 
—-MESSAGE FILE 12548 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000561 


--MESSAGE FILE 12549 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000562 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Down Memory lane.... 

Date: Mon, 14 Sep 1998 17:43:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6tjgr1$4517@chuka.playstation.co.uk> 

References: <35FDODOD.90E4A527@cwmail.com> <35FD1BB0.15B97AD7@scee.sony.co.uk> 
NNTP-Posting-Host: asn21-229.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


WayHey!! 
The answer to all my prayers!! Cheers James :) 


James Russell wrote in message <35FD1BB0O.15B97AD7@scee.sony.co.uk>... 


Աա aise there are a couple of utilities written by Yaroz-keteers to handle 
all this for you - You can check out mine >(called DATAMAN) at 
>http://www.netyaroze-europe.com/~jruss1/ 

> 

>Cheers, 

> 

>James 

>James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>Developer Support Engineer - Sony Computer Entertainment Europe 

> 


>Alcoholism is not a disease, it's a goal. 


—-MESSAGE FILE 12549 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000562 


——MESSAGE FILE 12550 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000563 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Chris Ramirez <xxramirezxx@earthlink.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: PLease help me 

Date: Wed, 09 Sep 1998 20:11:43 -0700 

Organization: none 

Lines: 10 

Message-ID: <35F7436F.58B5@earthlink.net> 

Reply-To: xxramirezxx@earthlink.net 

NNTP-Posting-Host: pool013-max10.ds6-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; U) 


help me< I am chris ramirez the 14 yr old net yaroze member :) and I am 
having problems with this file thing- ok here it is I downlaoded this 
tutorial and it is telling me to download a tim-sprite image into an 
addres like 0x800f8000, the thing I do not understand is what is the 
deal with an addres like that. How do I download an image-tim file into 
an adres like that? hmm?. please I would really like any help I can get 
:) please please please I beg any one!!! 

well thank you for reading this message 

Chris Ramirez 

p.S thank you once more :) 

—-MESSAGE FILE 12550 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000563 


—-MESSAGE FILE 12551 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000564 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Down Memory lane.... 

Date: Tue, 15 Sep 1998 07:23:07 -0400 

Organization: SCEA News Server 

Lines: 50 
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Message-ID: <35FE4E1B.771DA50C@bigfoot .com> 

References: <35FDODOD.90E4A527@cwmail.com> <35FD1BB0.15B97AD7@scee.sony.co.uk> 
NNTP-Posting-Host: 255.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Russell wrote: 


> 

> Tones wrote: 

>> 

> > For example, say I've got the program which takes up (this is a silly 
> > example by the way!!) 0.2 Megs, and I've put a sprite at address 

> > 0x80100000 which is 65Kb in size, where would the next tim file sit if 
> > it was 100Kb. 

> 


> If you place the sprite at 0x80100000 and it is 65K, then the next tim file would 

be at 0x80100000 + 

> 65K = 0x80100000 + 0x10400 = 0x80110400. 

> This can all get to a big hassle if your files change size all the time, but thank 

fully, there area 

> couple of utilities written by Yaroz-keteers to handle all this for you - They use 
a text file with 

> a list of all your data files to check the sizes of each of the data files, then c 

reate both a 

> SIOCONS 'auto' file and an C include-able file that you can use in your programs, 

with all the data 

> files positioned correctly in memory. You can check out mine (called DATAMAN) at 

> http://www.netyaroze-europe.com/~jruss1/ 


I have a really cool datafile combiner that essentially does the same 
thing, but with a few twists. It combines all of the files you select 
into a big file, and then generates a C header file listing all of the 
addresses. So instead of taking forever to upload a gazillion files, you 
just upload 2 -- The big datafile and the program. What's cool about it 
is that you can set it up so that adding a datafile (Say, a TIM file) is 
as easy as copying a file to a directory and recompiling! you can start 
using it in your code instantlyWoo-Hoo! 


There's a copy of this program in the projects section of the Voria 
GameWorks web site (http://www.datasys.net/users/stu/rquat/voria), but 
it's an older version. The new vesion (v1.1) has the option of allowing 
you to round up the file sizes of the datafile entries by 16. (So that 
all of the addresses start at an address ending with 0) This helps if 
for some reason your program starts to choke. 


I'll be putting up the new version soon, when I get the new web page 
updated. Actually, the next version I put up will probably be version 
1.2, as there are a few features that I think should be added. 


Oh yeah, the source code is included so you can hack it up all you like. 
Or re-compile it to other operating systems. (It's written in straight 
ANSI C) 


Everyone who's tried it has loved it. Of course, the only person who's 
tried it is Steve Tolin, but that's just a minor technicality. I'm still 
legaly accurate. <big grin> 


Common' you know you want to. Go ahead and download it. It's in the 
projects section. Right there at the bottom of the page. 


"Darco 
-—-MESSAGE FILE 12551 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000564 


--MESSAGE FILE 12552 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000565 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: TIM 
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Date: Tue, 15 Sep 1998 18:06:57 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35FE90A1.C741958C@augsburg.baynet.de> 
NNTP-Posting-Host: dial032.augsburg.baynet.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


Hi everyone, 


maybe a simple question, but can someone tell me: 

How is an 8 bit CLUT constructed or represented in memory? 

Are there three 8bit values (RGB) per color in the table (so 768 bytes 
for the complete table)? Are the values in the TIM file indexes for the 
table (0 is first entry)? 


Thanks, 


Andy 


—-MESSAGE FILE 12552 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000565 


—-MESSAGE FILE 12553 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000566 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM 

Date: Tue, 15 Sep 1998 17:24:44 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <35FE94CC.F801DE5@scee.sony.co.uk> 
References: <35FE90A1.C741958C@augsburg.baynet .de> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


loonybit wrote: 
> 


> How is an 8 bit CLUT constructed or represented in memory? 


A CLUT entry consists of three 5 bit values packed together into two bytes. The last 
bit is used to 

turn semi-transparency on and off. This means that an 8 bit CLUT will be 512 bytes o 
f RAM, anda 4 

bit CLUT will be 32 bytes of RAM. 


> Are the values in the TIM file indexes for the table (0 is first entry)? 


Yes. Because it is an 8 bit CLUT, there is one index per byte in the file. For a 4 b 
it CLUT, there 
are 2 indexes per byte (one in the high nibble, one in the low nibble). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Socrates last words: "I drank WHAT?" 
—-MESSAGE FILE 12553 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000566 
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--MESSAGE FILE 12554 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000567 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM 

Date: Tue, 15 Sep 1998 18:45:31 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35FE99AB.D3A09135@augsburg.baynet.de> 

References: <35FE90A1.C741958C@augsburg.baynet.de> <35FE94CC.F801DE5@scee.sony.co.uk 
> 

NNTP-Posting-Host: dial058.augsburg.baynet.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


Thanks a lot, helped me a lot. 


James Russell schrieb: 


> loonybit wrote: 

>> 

> > How is an 8 bit CLUT constructed or represented in memory? 

> 

> A CLUT entry consists of three 5 bit values packed together into two bytes. The la 


st bit is used to 

> turn semi-transparency on and off. This means that an 8 bit CLUT will be 512 bytes 
of RAM, anda 4 

> bit CLUT will be 32 bytes of RAM. 

> 
> > Are the values in the TIM file indexes for the table (0 is first entry)? 

> 

> Yes. Because it is an 8 bit CLUT, there is one index per byte in the file. For a 4 
bit CLUT, there 


> are 2 indexes per byte (one in the high nibble, one in the low nibble). 
> 

> Cheers, 

> 

> James 

> 

> — 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> Socrates last words: "I drank WHAT?" 


—-MESSAGE FILE 12554 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000567 


—--MESSAGE FILE 12555 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000568 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM 

Date: Tue, 15 Sep 1998 16:22:34 -0400 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <35FECC8A.1D3DB582@bigfoot.com> 

References: <35FE90A1.C741958C@augsburg.baynet.de> <35FE94CC.F801DE5@scee.sony.co.uk 
> 
NNTP-Posting-Host: 112.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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> Socrates last words: "I drank WHAT?" 

LOL! I love that quote! 


"Darco 
—-MESSAGE FILE 12555 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000568 


--MESSAGE FILE 12556 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000569 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: TIM 

Date: Tue, 15 Sep 1998 13:51:32 -0700 

Organization: Bwahaha 

Lines: 59 

Message-ID: <35FED354.368F7092@shell.jps.net> 

References: <35FE90A1.C741958C@augsburg.baynet.de> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Somewhat echoing James R., the way things are set up is: 


# of bits per TIM uses CLUT? table size 

4 yup 16 entr: 32 bytes 

8 yup 256 entr: 512 bytes 
16 nope --- 

24 nope --- 


For CLUT-based TIMs, you can think of them like GIFs. Your 
image will have 4 or 8-bit integers, and each of those numbers 
maps to a color index, or the Color Look-Up Table. For 4 bits, 
there's 16 entries, for 8-bits 256 entries. Each of the entries 
is 2 bytes wide and is structured something like: 


15 14-10 9-5 4-0 

+ + 
ի նր ՈԱ 
+ + 


One of the bits it a transparency flag. The other 3 parts are 
the RGB values, 5 bits each. So that gives you 32 levels of 
R, G, and B for a total of 32K colors. When you take an 

image (e.g. BMP) and convert it to 4 or 8 bit format (with the 
TimUtil or through another program), the RGB colors are 
adjusted to fit for the 5-bits-per-color-channel scheme. 


So when a sprite is rendered to the frame buffer, each pixel 
undergoes a CLUT lookup and the final color is written to 
memory. Of course, you're only limited to 16 or 256 colors. 


As for 16-bit images, they don't have CLUTs. Each pixel is 

its own 16-bit value following the CLUT entry scheme above. 

This let's you get the full 32K possible colors on screen at 
once. 


And, if you want REALLY high color, then try the 24-bit images. 
8-bits per color channel. 


loonybit wrote: 

> 

> Hi everyone, 

> 

> maybe a simple question, but can someone tell me: 
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> How is an 8 bit CLUT constructed or represented in memory? 

> Are there three 8bit values (RGB) per color in the table (so 768 bytes 

> for the complete table)? Are the values in the TIM file indexes for the 

> table (0 is first entry)? 

> 

> Thanks, 

> 

> Andy 

Mata ne, ջիջ Հեն 

- e! see tenchi@shell.jps.net Eis 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) 5s http://www. jps.net/tenchi 


vids vid 


8355 


—-MESSAGE FILE 12556 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000569 


——MESSAGE FILE 12557 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000570 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: TIM 

Date: Wed, 16 Sep 1998 18:11:44 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <35FFE340.7B58F3E1@augsburg.baynet.de> 
References: <35FE90A1.C741958C@augsburg.baynet.de> <35FED354.368F7092@shell.jps 
NNTP-Posting-Host: dial037.augsburg.baynet.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


I'll thank you all; you were a great help for me. 
Thanks 
Andy 


Elliott Lee schrieb: 


Somewhat echoing James R., the way things are set up is: 


# of bits per TIM uses CLUT? table size 

4 yup 16 entr: 32 bytes 

8 yup 256 entr: 512 bytes 
16 nope --- 

24 nope --- 


For CLUT-based TIMs, you can think of them like GIFs. Your 
image will have 4 or 8-bit integers, and each of those numbers 
maps to a color index, or the Color Look-Up Table. For 4 bits, 
there's 16 entries, for 8-bits 256 entries. Each of the entries 
is 2 bytes wide and is structured something like: 


15 14-10 9-5 4-0 
+ + 
|| Ֆո. ee = “ling ՊԵ: վ 
+ + 


One of the bits it a transparency flag. The other 3 parts are 
the RGB values, 5 bits each. So that gives you 32 levels of 
R, G, and B for a total of 32K colors. When you take an 

image (e.g. BMP) and convert it to 4 or 8 bit format (with the 
TimUtil or through another program), the RGB colors are 
adjusted to fit for the 5-bits-per-color-channel scheme. 


So when a sprite is rendered to the frame buffer, each pixel 
undergoes a CLUT lookup and the final color is written to 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


-net> 
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memory. Of course, you're only limited to 16 or 256 colors. 


As for 16-bit images, they don't have CLUTs. Each pixel is 

its own 16-bit value following the CLUT entry scheme above. 

This let's you get the full 32K possible colors on screen at 
once. 


And, if you want REALLY high color, then try the 24-bit images. 
8-bits per color channel. 


loonybit wrote: 


> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

> 

>> 

> > Hi everyone, 

>> 

> > maybe a simple question, but can someone tell me: 

> > How is an 8 bit CLUT constructed or represented in memory? 

> > Are there three 8bit values (RGB) per color in the table (so 768 bytes 
> > for the complete table)? Are the values in the TIM file indexes for the 
> > table (0 is first entry)? 

>> 

> > Thanks, 

>> 

> > Andy 

> 

> -- 

> Mata ne, aioe Հարոն 

> - e! gost tenchi@shell.jps.net Tars 
> (Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 

> (Tenchikun) ee http://www. jps.net/tenchi 

> 


—-MESSAGE FILE 12557 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000570 


——MESSAGE FILE 12558 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000571 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Rotation questions. 

Date: Wed, 16 Sep 1998 13:54:58 -0400 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <6tot8fScjg4@scea> 

References: <6rptaiS$lqh1l0@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I found one cause of GPU timeouts, but it is not the cause of my bug. 


I found that GPU timeouts can be caused by attempting to register sprites 
from an array, but accessing sprites that are out of the array's bounds. 


such as 
GsSPRITE sprites[20]; 


MyRegister (sprites[32]); 


This will cause a GPU timeout. 


—-MESSAGE FILE 12558 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000571 


——MESSAGE FILE 12559 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000572 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite Rotation questions. 

Date: 16 Sep 1998 18:57:13 GMT 

Organization: SCEE 

Lines: 28 

Message-ID: <01lbdel40Sccad2de0$f2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6rptaiSlqhl0@scea> <6tot8fScjg4@scea> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


I'm not surprised. Your trying to register a sprite in the OT which 
doesn't exist....crash big time! 


Regards, 
George@SCEE 
Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in article 


<6tot8fScjg4@scea>... 
> I found one cause of GPU timeouts, but it is not the cause of my bug. 


I found that GPU timeouts can be caused by attempting to register sprites 
from an array, but accessing sprites that are out of the array's bounds. 


such as 
GsSPRITE sprites[20]; 


MyRegister (sprites[32]); 


This will cause a GPU timeout. 


VVVVVVVVVVVVVV VV 


—-MESSAGE FILE 12559 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000572 


—--MESSAGE FILE 12560 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000573 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Dim bloke with a TIM 

Date: Thu, 17 Sep 1998 08:36:54 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <3600BC16.1B1AD4F9@cwmail.com> 
NNTP-Posting-Host: 193.82.133.214 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hello again! 


At the risk of sounding completely stupid, Լ need some help with TIMS. 
Basically, I've got an 8 bit sprite 72x33, which I put alongside the 
double buffers at 320,0. However, one thing that slightly confuses me 
is the pallette location. I use TimUtil to set these values up, but I 
can never work out where to put the pallette. Firsly, what are the 
width and height values of the pallette ? Hmmm. I am getting confused 
i) 

r 


Secondly, using the above example, where would I put the pallette (X,Y) 
թ) 
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Trust me, I have scanned all of the available documentation I've got 
(plus the 'net) - which does include Ira Rainey's superb sprite 
tutorial, but still can't seem to get my head round this hurdle. 


BTW, the reason I ask this question is that I have two TIMS the same 
size - I put the first one at 320,0 - The second (same size) at 320,34, 
and both pallettes at 320,200 and 320,220 respectively. However, I 
seemed to keep getting problems displaying the sprites on the screen at 
the same time (I.e. either color clash, or total disappearance of the 
second tim!). 


Ahhh! It's doing my head in >: ( !!!# 
Any help mucho appreciated!! 

Thanks, 

Tones 


--MESSAGE FILE 12560 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000573 


——MESSAGE FILE 12561 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000574 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: 17 Sep 1998 08:13:32 GMT 

Organization: SCEE 

Lines: 27 

Message-ID: <01lbde1lb0$1685c0c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <3600BC16.1B1AD4F9@cwmail.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


I strongly suggest using TIMTOOL. You can see where in VRAM your 
TIM's and CLUT's are. Also look at my Net Yaroze Tutorial under 
"docs" and "game demos". 


Regards, 


George@SCEE 


Tones <caz.tones@cwmail.com> wrote in article 
<3600BC16.1B1AD4F9@cwmail.com>... 
> Hello again! 


At the risk of sounding completely stupid, Լ need some help with TIMS. 
Basically, I've got an 8 bit sprite 72x33, which I put alongside the 
double buffers at 320,0. However, one thing that slightly confuses me 
is the pallette location. I use TimUtil to set these values up, but I 
can never work out where to put the pallette. Firsly, what are the 
width and height values of the pallette ? Hmmm. I am getting confused 


VV V V V V V 


—-MESSAGE FILE 12561 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000574 


——MESSAGE FILE 12562 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000575 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Dim bloke with a TIM 

Date: Thu, 17 Sep 1998 11:23:05 -0700 
Organization: Bwahaha 

Lines: 70 

Message-ID: <36015389.64776317@shell.jps.net> 
References: <3600BC16.1B1AD4F9@cwmail.com> 
Reply-To: tenchi@shell.jps.net 
NNTP-Posting-Host: dhcp-m-62-237.cisco.com 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (Win95; U) 


If you're going to use TimUtil, then: 


- put your sprites somewhere in the (320,0)-(1023,511) region. 


the entire left side (0,0)-(319,511) will probably be 
consumed by your frame buffers. 
— make sure those sprites' upper left corners are aligned 


on 


16-pixel boundaries and fit within a texture page. Otherwise 


interesting things will happen. 


— position the CLUTs so their leftmost pixel is also aligned 
on 16-pixel boundaries (on the X axis, Y axis can be anything) 


— make sure there is no overlap 


- one exception on overlap: if the CLUTs are identical, then 


you can overlap probably without problem. 


The CLUT palette sizes are: 


I 


Oh yeah, play around with the CLUTs too---you can accomplish color 


TIM type Width Height 
4-bit 16 1 
8-bit 256 1 
16-bit n/a n/a 


usually throw all my sprites in the upper left area and the CLUTs 
in the lower right. 


cycling with that, too. 


e! 


Tones wrote: 


ՄՃՊԿԿՅՊՊՊՊՎՊՊՎՊՎՊՎՊՎՊՎՊՊՎՊՎՊՊՎՊՎՊՊՎՊՊՊՊՊ«ՊՎՊՎ 


Hello again! 


At the risk of sounding completely stupid, Լ need some help with TIMS. 
Basically, I've got an 8 bit sprite 72x33, which I put alongside the 


double buffers at 320,0. However, one thing that slightly confuses me 


is the pallette location. I use TimUtil to set these values up, 


but I 


can never work out where to put the pallette. Firsly, what are the 


i) 


width and height values of the pallette ? Hmmm. I am getting confused 


Secondly, using the above example, where would I put the pallette (X,Y) 


2 


Trust me, I have scanned all of the available documentation I've got 


(plus the 'net) - which does include Ira Rainey's superb sprite 


tutorial, but still can't seem to get my head round this hurdle. 


BTW, the reason I ask this question is that I have two TIMS the 
size - I put the first one at 320,0 - The second (same size) at 
and both pallettes at 320,200 and 320,220 respectively. However, 


same 
320,34, 
I 


seemed to keep getting problems displaying the sprites on the screen at 
the same time (I.e. either color clash, or total disappearance of the 


second tim!). 
Ahhh! It's doing my head in >: ( !!!# 


Any help mucho appreciated! ! 
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> 

> Thanks, 

> 

> Tones 

Mata ne, peli PERA 

- e! oa 2y tenchi@shell.jps.net Wises 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze -/- Nemesis 
(Tenchikun) Sos http://www. jps.net/tenchi 


—-MESSAGE FILE 12562 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000575 


—-MESSAGE FILE 12563 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000576 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Fri, 18 Sep 1998 12:45:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <360247CD.3E78@manc.u-net.com> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> 
Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Elliott Lee wrote: 
> Oh yeah, play around with the CLUTs Էօօ---Մօս can accomplish color 
> cycling with that, too. 


The problem with that though is that I have found that the cluts get 
cached so changing actual clut entries often has no immediate effect. 
Changing the index to the clut (.cx and .cy) is okay and will renew 
the sprite's clut but does anyone know how to do this without changing 
the .cx.cy values? (Like if you wanted to use MoveImage to do 

colour cycling or LoadImage a new clut from normal memory) 
I asked this a while back and never got the answer so my solution 
was to have two copies of the same clut, and whenever I manually 
change an entry I just flip over to the other, double buffer style. 
(that's how I light up the green race path line in Gravitation's 
menu mapicon sprites) 
Is there a better way to renew the cached clut? 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 12563 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000576 


—-MESSAGE FILE 12564 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000577 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Fri, 18 Sep 1998 14:07:25 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 
Message-ID: <36025B0D.COBE2767@scee.sony.co.uk> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <360247 
CD. 3E78@manc.u-net .com> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


James Shaughnessy wrote: 


The problem with that though is that I have found that the cluts get 
cached so changing actual clut entries often has no immediate effect. 
Changing the index to the clut (.cx and .cy) is okay and will renew 
the sprite's clut but does anyone know how to do this without changing 
the .cx.cy values? 


VV NV V V V 


When the GPU is examining the next polygon to draw, it looks at the X/Y values (and 
size: 4bit/8bit) 

of the new polygon's CLUT. If it's not exactly the same as the last one, then it rel 
oads the CLUT 

cache. So yeah, you have to change the CLUT position in your sprite if you're reload 
ing the CLUT 

into VRAM between polygons. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Ask not for whom the bell tolls, let the machine get it. 
—-MESSAGE FILE 12564 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000577 


——MESSAGE FILE 12565 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000578 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Sat, 19 Sep 1998 12:16:34 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <36040312.1FBE@dial.pipex.com> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <360247 
CD. 3E78@manc.u-net.com> 
NNTP-Posting-Host: usero788.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Shaughnessy wrote: 


Elliott Lee wrote: 
> Oh yeah, play around with the CLUTs too---you can accomplish color 
> cycling with that, too. 


The problem with that though is that I have found that the cluts get 
cached so changing actual clut entries often has no immediate effect. 
Changing the index to the clut (.cx and .cy) is okay and will renew 
the sprite's clut but does anyone know how to do this without changing 
the .cx.cy values? (Like if you wanted to use MoveImage to do 

colour cycling or LoadImage a new clut from normal memory) 

I asked this a while back and never got the answer so my solution 

was to have two copies of the same clut, and whenever I manually 
change an entry I just flip over to the other, double buffer style. 
(that's how I light up the green race path line in Gravitation's 

menu mapicon sprites) 
Is there a better way to renew the cached clut? 


VVVVVVVVVVVVVV VV VV 


Net Yaroze newsgroups message dump.txt Page 8362 


> Cheers, 

> Jim 

> -- 

> 

> James Shaughnessy james@manc.u-net.com 
> http://www.netyaroze-europe.com/~shaughnj 
> 

Hi Jim, 


The only way I found of getting round this problem with cached CLUTS, 
was to add a dummy sprite to the OT that has different .cx/.cy values, 
thus forcing a CLUT cache reload... 


My problem was that all my sprites were 4bit except for one 8bit sprite 

whose CLUT I wanted to cycle. However, because of CLUT caching, this wouldn't 

work until I added a second 8bit sprite that used a different CLUT to the first. 
On occasions when I only want to display one 8bit sprite with colour cycling, 

I also add a dummy sprite, as mentioned above. Note, this dummy sprite only has to 
be 1x1 with an off-screen position (x = y = -100; so that it doesn't actually get 
displayed) to force a CLUT cache reload! Also, the .cx and .cy members of the 
dummy dont need to reference a true CLUT since the sprite won't actually get 
displayed; they simply need to be different to the true sprite's .cx/.cy. 


This isn't a perfect solution, I know, but it's the only way I've found around 
the problem. Hope this is some help! 


Cheers, 


-Chris 
--MESSAGE FILE 12565 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000578 


——MESSAGE FILE 12566 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000579 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Mem <--> VRAM problem 

Date: Mon, 21 Sep 1998 09:43:17 +0100 
Organization: DMA Design Ltd 

Lines: 16 

Message-ID: <360611A5.1300@dma-design.com> 
Reply-To: brian@dma-design.com 
NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I'm working on a nice, simple graphical effect that's done on a pixel by 
pixel basis. At the moment, I'm simply putting each pixel in as a one 
pixel length line. It works, but it's completely inefficient. 


I did a little playing about with LoadImage etc, trying to build the 
"block' up in main memory, and then transferring it over to VRAM. 
Unfortunately, I got total garbage as a result. The pixel data generated 
by doing a GsSortLine is different to the data I generate... Anyone got 
any example code snippets for building up a graphic in main memory? Or 
are there even better, faster ways of doing what I want? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 12566 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000579 


—--MESSAGE FILE 12567 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000580 
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Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Mem <--> VRAM problem 

Date: Mon, 21 Sep 1998 11:04:34 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <360624B2.8834E901@scee.sony.co.uk> 
References: <360611A5.1300@dma-—design. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Brian Baird wrote: 

> 

> I did a little playing about with LoadImage etc, trying to build the 
> 'block' up in main memory, and then transferring it over to VRAM. 

> Unfortunately, I got total garbage as a result. 


Remember that: 


o VRAM pixels are 16 bits, not 8. 

o R, G and B values are 5 bits each, not 8. 

o You'll need two LoadImage areas instead of one, so you can upload one whil 
e creating 


the other. 
Cheers, 
James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Attend! The William! Shatner! School of! Acting! 
-—-MESSAGE FILE 12567 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000580 


——MESSAGE FILE 12568 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000581 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Mem Հ--» VRAM problem 

Date: Mon, 21 Sep 1998 12:06:28 +0100 

Organization: DMA Design Ltd 

Lines: 18 

Message-ID: <36063334.5956@dma-—design.com> 

References: <360611A5.1300@dma-design.com> <360624B2.8834E901@scee.sony.co.uk> 
Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Russell wrote: 


> 

> Remember that: 

> 

> o VRAM pixels are 16 bits, not 8. 

> o R, G and B values are 5 bits each, not 8. 

> o You'll need two LoadImage areas instead of one, so you can upload one wh 
ile creating 

> the other. 

Yep... Quick question: if you supply a GsSortLine with a line which has 


a RGB with values greater than 2^5, what happens? Does it automatically 
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max each value to 31? 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 12568 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000581 


——MESSAGE FILE 12569 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000582 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Mem <--> VRAM problem 

Date: Mon, 21 Sep 1998 12:59:00 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <36063F84.C67C9189@scee.sony.co.uk> 

References: <360611A5.1300@dma-design.com> <360624B2.8834E901@scee.sony.co.uk> <3606 
3334.5956@dma-design. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Brian Baird wrote: 
> 
> Yep... Quick question: if you supply a GsSortLine with a line which has 
> a RGB with values greater than 2^5, what happens? Does it automatically 
> max each value to 31? 


The RGB values are 8 bit, and just shifted right by 3. Methinks. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

== Developer Support Engineer - Sony Computer Entertainment Europe 

Attend! The William! Shatner! School of! Acting! 

—-MESSAGE FILE 12569 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000582 


—-MESSAGE FILE 12570 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000583 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Ahhhh! CRASH!! (aka Collision Detections) 
Date: Tue, 22 Sep 1998 23:10:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6u96vmSbdk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: asn2-84.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello once again, my fellow Yarozers..... 


New problem. This time with Collision Detection. Not so much the detection 
of it (I'm using Bounding Boxes - Ooooh!), but a small problem. Basically, 
I have two sprites viewed side on on the screen. I've got Player 1 to move 
and jump, but when I make Player 1 jump onto player 2, he gets stuck. He 
will fall back down once player 2 has moved out of the way. 
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I know the reason for this - I basically use a loop saying 'if player one in 
mid-jump, don't let him do anything, 'cos he will need to finish the jump 
once a collision isn't detected (I.e. moved). 


Is there an easier way to detect if he is standing on player 2, and if he 
were to move left or right, make him fall back down once he is standing on 
nothing ? Is there any good (but simple to comprehend) examples I can look 
at ? 


I realise it will be a bit tricky for you guys to know what I am on about 
without some code, but it's 23:10, and I am too shattered to cut 'n' paste 
some more code....... ZZ Z Z Z Z Z Z Z, Z, :) 


Hope this isn't too vague, 
Cheers once again, 


Tones 


—-MESSAGE FILE 12570 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000583 


--MESSAGE FILE 12571 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000584 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Ahhhh! CRASH!!! (aka Collision Detections) 

Date: Tue, 22 Sep 1998 16:23:43 -0700 

Organization: SCEA News Server 

Lines: 49 

Message-ID: <3608317F.F993DA10@shell.jps.net> 

References: <6u96vmSbdk3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 171.70.208.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Ok, treat player 2 just like the enemies or other objects on the 
screen: moveable platforms. When pl is parked above p2, the 

jump sequence should end and pl should be standing. When p2 moves 
out, then the space below should be empty and pl will be put in 
jump/fall mode. 


p2 should be substitutable with just about any object in the game. 
e.g. moving platforms, SMB-like turtles, mechanical objects, etc. 
This would also give you the freedom to create complex scenarios 
where you have crumbling floors, or stack multiple objects on 
each other... 


- 6) 


Tones wrote: 


Hello once again, my fellow Yarozers..... 

New problem. This time with Collision Detection. Not so much the detection 
of it (I'm using Bounding Boxes - Ooooh!), but a small problem. Basically, 

I have two sprites viewed side on on the screen. I've got Player 1 to move 


and jump, but when I make Player 1 jump onto player 2, he gets stuck. He 
will fall back down once player 2 has moved out of the way. 


I know the reason for this - I basically use a loop saying 'if player one in 
mid-jump, don't let him do anything, 'cos he will need to finish the jump 
once a collision isn't detected (I.e. moved). 


Is there an easier way to detect if he is standing on player 2, and if he 
were to move left or right, make him fall back down once he is standing on 


VVVVVVVVVVV VV VV 
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> nothing ? Is there any good (but simple to comprehend) examples I can look 
> at ? 
> 
> I realise it will be a bit tricky for you guys to know what I am on about 
> without some code, but it's 23:10, and I am too shattered to cut 'n' paste 
> some more code....... 2222222222 :) 
> 
> Hope this isn't too vague, 
> 
> Cheers once again, 
> 
> Tones 
Mata ne, Secs ¿5 ee 
- e! sie tenchi@shell.jps.net es 
(Protocol) :: ճՇ10 -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) re http://www. jps.net/tenchi 


—-MESSAGE FILE 12571 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000584 


--MESSAGE FILE 12572 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000585 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: A simple Queue 

Date: Wed, 23 Sep 1998 17:40:28 -0400 

Organization: SCEA News Server 

Lines: 221 

Message-ID: <6ubp2u$Slmg5@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm trying to make a Queue, that's all, but when I typedef the type of the 
Queue (implemented as an array) the system freezes. Shorts work fine, chars 
work fine, but I will be using this Queue for long pointers, and it just 
isn't working. 


Here is Queue.h: 
#ifndef QUEUE_H 
#define QUEUE_H 


// INCLUDES 


#include <assert.h> 
#include <stdlib.h> 


// DEFINITIONS 


#define QUEUE_DEBUG (1) 

#define QUEUE_RUN_MAIN (0) 

#define QUEUE_SIZEOF (10) 

#define QUEUE_OVERHEAD ( 3) 

#define QUEUE_HEAD (QUEUE_STZEOF) 

#define QUEUE_TAIL (QUEUE_SIZEOF + 1) 

#define QUEUE_COUNTER (QUEUE_SIZEOF + 2) 

#define QUEUE_NULL (-1) 

typedef long QUEUE_DataType; 

typedef QUEUE_DataType QUEUE [QUEUE_SIZEOF + QUEUE_OVERHEAD | ; 


// PROTOTYPES 
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void QUEUE_Init (QUEUE *q); 

void QUEUE_Push (QUEUE "զ, QUEUE_DataType item); 
QUEUE_DataType QUEUE_Read (QUEUE *q); 
QUEUE_DataType QUEUE_Pop (QUEUE *q)j; 

short QUEUE_IsEmpty (QUEUE *q); 


#if (QUEUE_DEBUG) 

void QTest (void); 

void QUEUE_Dump (QUEUE *q); 
#fendif 


Here is Queue.c: 
#include "Queue.h" 


void QUEUE_Init (QUEUE *q) 
{ 
short i; 
for (i = 0; i Հ QUEUE_SIZEOF; i++) 
{ 
#if (QUEUE_DEBUG) 
printf("Init'ing %d to %d\n", i, QUEUE_NULL) ; 
#endif 
*q[i] = QUEUE_NULL; 


#if (QUEUE_DEBUG) 
printf ("*q[%d] is d\n", i, *q[i]); 


#endif 
} 
*q [QUEUE_HEAD ] = 0; 
*q[QUEUE_TAIL] = 0; 
*q[QUEUE_COUNTER] = 0; 


} 


void QUEUE_Push (QUEUE "զ, QUEUE_DataType item) 


{ 
short tail; 


tail = (short) (*q[QUEUE_TAIL]); 

#if (QUEUE_DEBUG) 

printf ("QPush(%p, %d): :3d\n", q, item, tail); 
#endif 


if (*q[QUEUE_COUNTER] < QUEUE_SIZEOF) 
{ 
if (*q[QUEUE_COUNTER] != 0) 
*q[QUEUE_TAIL] = (*q[QUEUE_TAIL] + 1) % QUEUE_SIZEOF; 


*q[*q[QUEUE_TAIL]] 
* gq [QUEUE_COUNTER] 
} 


item; 
*q[QUEUE COUNTER] + 1; 


else printf("QPush Queue Full! (տք) item: %d\n", q, item); 
} 


QUEUE_DataType QUEUE_Read (QUEUE *q) 

{ 
#if (QUEUE_DEBUG) 

printf ("QRead(%p): H:%d item: %d\n", q, *q[QUEUE_HEAD], 
*q[*q[QUEUE_HEAD] ]); 

#endif 

return (*q[*q[QUEUE_HEAD]]); 

) 


QUEUE_DataType QUEUE_Pop (QUEUE *q) 
{ 
QUEUE_DataType x; 


#if (QUEUE_DEBUG) 
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printf ("QPop(%p): H:%d item: %d\n", q, *q[QUEUE_HEAD], 
#endif 
if (*q[QUEUE_COUNTER] > 0) 


x = *q[*q([QUEUE_HEAD]]; 


*q[QUEUE_HEAD] = 
*q [QUEUE_COUNTER] 


(*q[QUEUE_HEAD] + 1) % QUEUE_SIZEOF; 
= *q[QUEUE_COUNTER] - 1; 
return x; 


} 


else 

{ 
printf ("QPop Queue Empty! 
return (QUEUE_NULL) ; 

} 

} 


(sp) ո", q); 


short QUEUE_IsEmpty (QUEUE *q) 
{ 


return (! (*q[QUEUE_COUNTER] ) ); 
} 
#if (QUEUE_DEBUG) 
void QUEUE_Dump (QUEUE *q) 
{ 
short i; 
printf("Queue %p:\n", q); 
for (i = 0; i Հ (QUEUE_SIZEOF + QUEUE_OVERHEAD); i++) 
{ 
printf("Sd: 54, ", i, *(q[il]l)); 
} 
printf("\n\n"); 
} 
void QTest (void) 
{ 
QUEUE q; 
short i; 
QUEUE_Init (&q); 
if (QUEUE_IsEmpty(&q)) printf("1. Queue is Empty!\n"); 
for (i = 0; i < QUEUE_SIZEOF; i++) 
QUEUE_Push(&q, i); 
if (QUEUE_IsEmpty(&q)) printf("2. Queue is Empty!\n"); 
QUEUE_Push(&q, 12); 
for (i = 0; i < QUEUE_SIZEOF; i++) 
printf("Pop item 254: ամո" , i, QUEUE_Pop(&q)); 
if (QUEUE_IsEmpty(&q)) printf("3. Queue is Empty!\n"); 


QUEUE_Pop (&q) ; 


QUEUE_Dump (&q) ; 
} 


#endif 
#if (QUEUE_RUN_MATIN) 
void main(void) 
{ 
QUEUE q; 
short i; 


QUEUE_Init (&q) ; 
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*q[*q[QUEUE_HEAD]]); 
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if (QUEUE_IsEmpty(&q)) printf("1. Queue is Empty!\n"); 


for (i = 0; i < QUEUE_SIZEOF; i++) 
QUEUE_Push(&q, i); 


if (QUEUE_IsEmpty(&q)) printf("2. Queue is Empty!\n"); 
QUEUE_Push(&q, 12); 


for (i = 0; i < QUEUE_SIZEOF; i++) 
printf("Pop item 254: ամո" , i, QUEUE_Pop(&q)); 


if (QUEUE_IsEmpty(&q)) printf("3. Queue is Empty!\n"); 
QUEUE_Pop (&q) ; 


QUEUE_Dump (&q) ; 
} 
#endif 


#endif 


Can anyone help? Please! I am testing this in my main by this method: 


void main (void) 
{ 
QOTest (); 
return; // I just want to test the Queue 


The rest of my code 


- Tony 


—-MESSAGE FILE 12572 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000585 


——MESSAGE FILE 12573 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000586 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A simple Queue 

Date: Wed, 23 Sep 1998 15:59:35 -0700 

Organization: SCEA News Server 

Lines: 241 

Message-ID: <36097D57.5804EB27@shell.jps.net> 

References: <6ubp2uS$lmg5@scea> 

NNTP-Posting-Host: 171.70.208.195 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Are you sure that your QUEUE_Init is dereferencing its pointer 
properly? Seems to me that: 


void QUEUE_Init (QUEUE *q) 


is the same as 


void QUEUE_Init (QUEUE q[]) 


which means that 


*q[i] = QUEUE_NULL; 
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is wrong because "q" is already a pointer and that you should be 
writing: 


q[i] = QUEUE_NULL; 


Just an initial observation... 
- e! 


Antony Arciuolo wrote: 

I'm trying to make a Queue, that's all, but when I typedef the type of the 
Queue (implemented as an array) the system freezes. Shorts work fine, chars 
work fine, but I will be using this Queue for long pointers, and it just 
isn't working. 


Here is Queue.h: 


#ifndef QUEUE_H 
#define QUEUE_H 


// INCLUDES 


#include <assert.h> 
#include <stdlib.h> 


// DEFINITIONS 


#define QUEUE_DEBUG (1) 

#define QUEUE_RUN_MAIN (0) 

#define QUEUE_SIZEOF (10) 

#define QUEUE_OVERHEAD ( 3) 

#define QUEUE_HEAD (QUEUE_SIZEOF) 

#define QUEUE_TAIL (QUEUE_SIZEOF + 1) 

#define QUEUE_COUNTER (QUEUE_SIZEOF + 2) 

#define QUEUE_NULL (-1) 

typedef long QUEUE_DataType; 

typedef QUEUE_DataType QUEUE [QUEUE_SIZEOF + QUEUE_OVERHEAD | ; 


// PROTOTYPES 


void QUEUE_Init (QUEUE *q); 

void QUEUE_Push (QUEUE "զ, QUEUE_DataType item); 
QUEUE_DataType QUEUE_Read (QUEUE *q); 
QUEUE_DataType QUEUE_Pop (QUEUE *q)j; 

short QUEUE_IsEmpty (QUEUE *q); 


#if£ (QUEUE_DEBUG) 

void QTest (void); 

void QUEUE_Dump (QUEUE *q)j; 
#endif 


Here is Queue.c: 


#include "Queue.h" 


void QUEUE_Init (QUEUE *q) 
{ 
short i; 
for (i = 0; i Հ QUEUE_SIZEOF; i++) 
{ 
#i£ (QUEUE_DEBUG) 
printf ("Init'ing %d to %d\n", i, QUEUE_NULL) ; 
#endif 
*q[i] = QUEUE_NULL; 


#if£ (QUEUE_DEBUG) 

printf("*q[%d] is Sd\n", i, *q[il]); 
#endif 

} 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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*q[QUEUE HEAD] 0 
*q[QUEUE TAIL] = 0; 
*q[QUEUE COUNTER] = 0 
) 


r 


void QUEUE_Push (QUEUE "զ, QUEUE_DataType item) 
{ 
short tail; 


tail = (short) (*q[QUEUE_TAIL]); 

#if£ (QUEUE_DEBUG) 

printf ("QPush(%p, %d): T:%d\n", q, item, tail); 
#endif 


if (*q[QUEUE_COUNTER] < QUEUE_SIZEOF) 
{ 


if (*q[QUEUE_COUNTER] != 0) 

*q[QUEUE_TAIL] = (*q[QUEUE_TAIL] + 1) % QUEUE_SIZEOF; 
*q[*q[QUEUE_TAIL]] = item; 

*q[QUEUE_COUNTER] = *q[QUEUE_COUNTER] + 1; 


} 


else printf("QPush Queue Full! (տք) item: %d\n", q, item); 
} 


QUEUE_DataType QUEUE_Read (QUEUE *q) 

{ 
#if£ (QUEUE_DEBUG) 

printf ("QRead(%p): H:%d item: %d\n", q, *q[QUEUE_HEAD], 
*q[*q[QUEUE_HEAD] ]); 

#endif 

return (*q[*q[QUEUE_HEAD]]); 

} 


QUEUE_DataType QUEUE_Pop (QUEUE *q) 


{ 
QUEUE_DataType x; 


#i£ (QUEUE_DEBUG) 
printf ("QPop(%p): H:%d item: %d\n", զ, *q[QUEUE_HEAD], *q[*q[QUEUE_HEAD]])j; 
#endif 


if (*q[QUEUE_COUNTER] > 0) 
{ 
x = *q[*q([QUEUE_HEAD]]; 


*q[QUEUE_HEAD] = (*q[QUEUE_HEAD] + 1) % QUEUE_SIZEOF; 
*q[QUEUE_COUNTER] = *q[QUEUE_COUNTER] - 1; 
return x; 


} 


else 

{ 
printf ("QPop Queue Empty! (%p)\n", q); 
return (QUEUE_NULL) ; 

} 

} 


short QUEUE_IsEmpty (QUEUE *q) 


{ 
return (! (*q[QUEUE_COUNTER] )); 
} 


#if (QUEUE_DEBUG) 
void QUEUE_Dump (QUEUE *q) 
{ 


short i; 


printf("Queue %p:\n", q); 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV V VV VV VV VV VV VV VV VV VV VV 
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for (i = 0; i Հ (QUEUE_SIZEOF + QUEUE_OVERHEAD); i++) 
{ 

printf("Sd: 54, ", i, *(q[il)); 

} 


printf ("\n\n"); 
} 


void QTest (void) 
{ 
QUEUE q; 
short i; 
QUEUE_Init (եզ): 


if (QUEUE_IsEmpty(&q)) printf("1. Queue is Empty!\n"); 


for (i = 0; i < QUEUE_SIZEOF; i++) 
QUEUE_Push(&q, i); 


if (QUEUE_IsEmpty(&q)) printf("2. Queue is Empty!\n"); 


QUEUE_Push(&q, 12); 


for (i = 0; i < QUEUE_SIZEOF; i++) 
printf("Pop item 254: d\n" , i, QUEUE_Pop(&q)); 


if (QUEUE_IsEmpty(&q)) printf("3. Queue is Empty!\n"); 


QUEUE_Pop (&q) ; 


QUEUE_Dump (&q) ; 
} 
#endif 


#if (QUEUE_RUN_MAIN) 
void main(void) 
{ 
QUEUE q; 
short i; 
QUEUE_Init (&q) ; 


if (QUEUE_IsEmpty(&q)) printf("1. Queue is Empty!\n"); 


for (i = 0; i < QUEUE_SIZEOF; i++) 
QUEUE_Push(&q, i); 


if (QUEUE_IsEmpty(&q)) printf("2. Queue is Empty!\n"); 


QUEUE_Push(&q, 12); 


for (i = 0; i Հ QUEUE_SIZEOF; i++) 
printf("Pop item 24: ամո" , i, QUEUE_Pop(&q)); 


if (QUEUE_IsEmpty(&q)) printf("3. Queue is Empty!\n"); 


QUEUE_Pop (&q) ; 
QUEUE_Dump (&q) ; 
ET 
#endif 
Can anyone help? Please! I am testing this in my main by this method: 
void main (void) 
i QTest (); 


return; // I just want to test the Queue 


The rest of my code 


MN MM NN YAN MNN MAMANOV N ՊՎՊՊՎՊՊՎՊՊՊՎՊՊՎՊՊՊՊՎՊՊ/ՊՎՊՊ/ՎՎՎՊ,ՊՊՊ,ՎՊՊՎՊՎՊՊՎՊՎՊՊՎՊՊՊՎՊՊԿՊՎՊՎՊՎՊՎՊՎՊՊՊՊՎՊՊՎՊՊՊՎՊՎՊԿՊ 
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> 

> — Tony 

Mata ne, en tests erent 

- e! oa tenchi@shell.jps.net ԹԷ 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) shy http://www. jps.net/tenchi 


—-MESSAGE FILE 12573 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000586 


——MESSAGE FILE 12574 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000587 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: A Sprite Question 

Date: Thu, 24 Sep 1998 20:46:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <360aaec5.736611@news.playstation.co.uk> 
NNTP-Posting-Host: p33-forktail-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Well just when you think that your getting the hang of this Yaroze the 
bloody thing gets up and bites you. This question is going to sound 
really dumb and I have probably done something really dumb but I 
cannot any sprites to display at a priority other than 0. I've tried 
setting my OT_LENGTH to everything from 4 ( which is what I actually 
will probably want ) to 14. I've run the program with only 1 sprite 
being displayed so it can't be being clipped out of existence but the 
bloody thing just refuses to display anything. Anyone got any ideas ? 


Source is available on request. 


Richard 
http://www.netyaroze-europe.com/~rcutting 
richard.cutting@virgin.net 


—-MESSAGE FILE 12574 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000587 


——MESSAGE FILE 12575 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000588 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: A Sprite Question 

Date: Thu, 24 Sep 1998 22:02:07 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 31 

Message-ID: <360AB34F.4F5EA95E@scee.sony.co.uk> 
References: <360aaec5.736611@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


Richard Cutting wrote: 


Well just when you think that your getting the hang of this Yaroze the 
bloody thing gets up and bites you. This question is going to sound 
really dumb and I have probably done something really dumb but I 
cannot any sprites to display at a priority other than 0. I've tried 
setting my OT_LENGTH to everything from 4 ( which is what I actually 
will probably want ) to 14. I've run the program with only 1 sprite 
being displayed so it can't be being clipped out of existence but the 
bloody thing just refuses to display anything. Anyone got any ideas ? 


VVVVVVVV V 
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Sprites? As in 2D images? Sprites can be displayed at whatever priority you want - y 
ou specify that 

when you make the GsSortSprite call. And GsSprites aren't clipped (unless they're _c 
ompletely_ off 

the screen). If you can't see it, then maybe you haven't loaded in your TIM, or the 

TIM isn't loaded 

to the right place. In the FAQ there is some code which loads a TIM and can optional 
ly set up a 

"basic' GsSprite for you. 


Regardless of the length of the OT, you should still be seeing something - the lengt 
h of the OT is 

not related to how many polygons are on screen, just how accurately they are sorted. 
The length has 

nothing to do with clipping. When I'm testing graphics and I can't see anything, I s 
ometimes use a 

GsLINE to test whether I'm setting my display up correctly, or whether it's a mispla 
ced TIM. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Nobody home but the lights, and they're out too. 
—-MESSAGE FILE 12575 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000588 


——MESSAGE FILE 12576 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000589 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Down Memory lane.... 

Date: Fri, 25 Sep 1998 12:22:48 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6uf68b$ja95@chuka.playstation.co.uk> 

References: <35FDODOD.90E4A527@cwmail.com> <35FD1BB0.15B97AD7@scee.sony.co.uk> <35FE 
4E1B.771DA50C@bigfoot .com> 
NNTP-Posting-Host: ip-51-235.dialup.hkstar.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I have a really cool datafile combiner 

>Everyone who's tried it has loved it. Of course, the only person who's 
>tried it is Steve Tolin, but that's just a minor technicality. I'm still 
>legaly accurate. <big grin> 


Wrong! I've tried it and loved it (if you downloaded my game 'Mud 'n Blood' 
check your credit in my source) so here's a second recommendation! 
Definitely a fixture in my game dev. from now on :-) Sorry, prob. should 
have let you know but things were a bit mad at the start of the month (GDUK, 
ECTS, visit to Hong Kong etc) 


Nick F (~rookiel) 


-—-MESSAGE FILE 12576 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000589 


--MESSAGE FILE 12577 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000590 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: LoadImaga and FntPrint 

Date: Fri, 25 Sep 1998 14:19:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <6ugln0S$ja96@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi folks, 


I'm trying to get some full screen graphics working as a first attempt to 
create 


a marvelous game, but I don't seem to get it right. I want to display a full 
screen 

image with some debug text, but the text won't show. The text is under the 
image 

(I checked that!) although it is plotted after a LoadImage and even after a 
DrawSync (0). 


What am I doing wrong? 


BTW.1 How does the Yaroze handle 320x256 sprites? Performance? 
BTW.2 What is a nice way to see what the frame rate is? 


// cut here 


// imgLogo is GsSIMAGE struct of a picture with size 320x256 
// other variable should explain themself... 


while (1) 

{ 
nActiveBuf = GsGetActiveBuff (); 
GsSetWorkBase (GpuPacketArea [nActiveBuf]); 


GsClearOt (0, 0, &otWorld[nActiveBuf]); 


setRECT(&rc, 0, GSDRAWENV.clip.y, imgLogo.pw, imgLogo.ph) ; 


LoadImage(&rc, imgLogo.pixel); 

FntPrint (nFontstream[0], "This text can't be read!"); 
DrawSync (0); 

nVSync = ՄՏՄՈՇ (1)չ 

VSync (0); 


// this text can't be read also 
FntPrint (nFontstream[7], "~c900HSync = Վ", nVSync); 


GsSwapDispBuff(); 


GsSortClear(0, 64, 128, &otWorld[nActiveBuf]); 
GsDrawOt (&otWorld[nActiveBuf]); 


for (1-0: i<8; i++) 
if (nFontstream[i] != -1) 
FntFlush (nFontstream[i]); 
J; 
J; 
// till here 


Regards, 
Maurice 'YarozeMaster' Sibrandi 


8375 


--MESSAGE FILE 12577 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000590 
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--MESSAGE FILE 12578 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000591 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: 25 Sep 1998 13:04:37 GMT 

Organization: SCEE 

Lines: 53 

Message-ID: <0Olbde81lcSd8c8ab80Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <6ugln0$ja96@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 
Are you doing a FntOpen()? 


1: Well, I assume your using a 320x256 sprite to display a title screen so 
it will take up very little processing time. 
(GPU is probably on a beach getting a sun tan) 


2: Do VSync(1); to return how many HSync since VSync was last called. 
This is an easy way to see how much time you are taking. 


Also, check out the Net Yaroze FAQ and the Net Yaroze Programming Tutorial 
for further information. 


Regards, 


George@SCEE 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6ugln0$ja96@chuka.playstation.co.uk>... 

> Hi folks, 

> 

> I'm trying to get some full screen graphics working as a first attempt to 
> create 

> a marvelous game, but I don't seem to get it right. I want to display a 
full 

> screen 

> image with some debug text, but the text won't show. The text is under 
the 


> image 

> (I checked that!) although it is plotted after a LoadImage and even after 
a 

> DrawSync (0). 

> 

> What am I doing wrong? 

> 

> BTW.1 How does the Yaroze handle 320x256 sprites? Performance? 
> BIW.2 What is a nice way to see what the frame rate is? 

> 

> // cut here 

> 

> // imgLogo is GsIMAGE struct of a picture with size 320x256 

> // other variable should explain themself... 


Regards, 
Maurice 'YarozeMaster' Sibrandi 


VVVVVVV 


—-MESSAGE FILE 12578 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000591 
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--MESSAGE FILE 12579 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000592 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: LoadImage and FntPrint 

Date: Fri, 25 Sep 1998 14:11:37 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 55 

Message-ID: <360B9689.144C6435@scee.sony.co.uk> 
References: <6ugln0$ja96@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept-Language: en 


Maurice Sibrandi wrote: 


I'm trying to get some full screen graphics working as a first attempt to create 
a marvelous game, but I don't seem to get it right. I want to display a full scree 


image with some debug text, but the text won't show. The text is under the image 
(I checked that!) although it is plotted after a LoadImage and even after a 
DrawSync (0). 


VVVSBVVV 


DrawSync(0) just waits for all GPU commands to complete, it does not affect the orde 
r they occur. If 

you're using FntPrint, then remember that FntPrint alone doesn't print the debug inf 
ormation to the 

screen - at then end of the frame you have to call FntFlush(-1) (which actually draw 
s the text by 

dumping all Fnt streams to the GPU). You seem to be doing this though. Another probl 
em might be that 

you are loading FntPrint's font into VRAM, then wiping over it with a TIM or somethi 
ng. You should 

see something even if you don't do the LoadImage. Try putting the FntFlush before yo 
u swap buffers. 


> BTW.1 How does the Yaroze handle 320x256 sprites? Performance? 


The Playstation can only handle sprites up to 256x256 in size. To get a 320x256 spri 
te, the usual 

method is to have 2 160x256 sprites next to each other. As for performance, a sprite 
which is sorted 

with GsSortFastSprite will draw faster than a sprite drawn with GsSortSprite. 


Doing a LoadImage from main RAM for every frame is very slow. Instead, LoadImage the 
picture once 
into some other area օք VRAM and MovelImage it across, it's a lot faster. 


> BTW.2 What is a nice way to see what the frame rate is? 
ՄՏՃոօ(-1 will return the number of VSyncs since bootup. To get the framerate, go: 


StartFrame: 
oldVsync = VSync(-1); 


do. Stuff. s; 


DrawSync (0); 
VSync (0); 
frameRate = VSync(-1) - oldVSync; 


for (1-0: i<8; i++) 
if (nFontstream[i] != -1) 
FntFlush (nFontstream[i]); 
}; 
J; 


VVVVV 


Just replace this with FntFlush(-1); 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Handwritten on a condom machine; "This gum tastes funny" 
—-MESSAGE FILE 12579 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000592 


--MESSAGE FILE 12580 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000593 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: 25 Sep 1998 13:20:32 GMT 

Organization: SCEE 

Lines: 8 

Message-ID: <01bde823551865760Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <Olbde81lcS$d8c8ab80Sf2e832a2@gbain. 
wav.scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Also check your doing and FntLoad()......... 


George Bain <George_Bain@Playstation.sony.com> 
> Hi there, 

> 

> Are you doing a FntOpen()? 


—-MESSAGE FILE 12580 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000593 


—--MESSAGE FILE 12581 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000594 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: LoadImaga and FntPrint 

Date: Fri, 25 Sep 1998 15:50:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6ug71b$ ja910@chuka.playstation.co.uk> 
References: <6ugln0$ja96@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


The fonts work fine as it is now ('stole' it from the scee-tutorial (chapter 
3 I think)). I double checked it because when I remove the LoadImage 
statement, the debugtext shows. 

George : I did a FntOpen en FntLoad so that's ok. 


—-MESSAGE FILE 12581 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000594 


—--MESSAGE FILE 12582 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000595 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: LoadImaga and FntPrint 

Date: 25 Sep 1998 14:00:32 GMT 

Organization: SCEE 

Lines: 25 

Message-ID: <01lbde828Se90078a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6ug71b$ja910@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 

Great! Glad to see you got it working and looking at the tutorial. 
P.S. Steal..leech whatever you want on the tutorial!!! 

Regards, 


George@SCEE 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6ug71b$ja910@chuka.playstation.co.uk>... 

> The fonts work fine as it is now ('stole'’ it from the scee-tutorial 
(chapter 
> 3 I think)). I double checked it because when I remove the LoadImage 
> statement, the debugtext shows. 

> George : I did a FntOpen en FntLoad so that's ok. 


V V V V V 


--MESSAGE FILE 12582 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000595 


--MESSAGE FILE 12583 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000596 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Fri, 25 Sep 1998 16:18:02 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <6ug8kk$ ja911@chuka.playstation.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6ug71b$ja910@chuka.playstation.co 
-uk> <Olbde828Se90078a0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


No it doesn't work!! At least not the combination of FntPrint and LoadImage. 


—-MESSAGE FILE 12583 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000596 


—-MESSAGE FILE 12584 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000597 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: 25 Sep 1998 14:23:57 GMT 

Organization: SCEE 

Lines: 19 
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Message-ID: <01lbde82cS$2e50e360Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6ug71b$ ja910@chuka.playstation.co 
-uk> <Olbde828Se90078a0Sf2e832a2@gbain.wav.scee.sony.co.uk> <6ug8kk$ja911@chuka.play 
station.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Look at "Graphic Example 6 - Open, Display 16-bit TIM" in 
the tutorial. It is using a LoadImage(). How about 
posting your full code so we can have a look? 


Regards, 
George@SCEE 


Maurice Sibrandi <sibrandi@orion.nl> wrote in article 
<6ug8kk$ja911@chuka.playstation.co.uk>... 

> No it doesn't work!! At least not the combination of FntPrint and 
LoadImage. 

> 


VVVV 


—-MESSAGE FILE 12584 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000597 


—-MESSAGE FILE 12585 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000598 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Fri, 25 Sep 1998 16:46:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6ugaa0$ja912@chuka.playstation.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6ug71b$ja910@chuka.playstation.co 
-uk> <Olbde828$e90078a0Sf2e832a2@gbain.wav.scee.sony.co.uk> <6ug8kk$ja911@chuka.play 
station.co.uk> <0Olbde82c$2e50e360Sf2e832a2@gbain.wav.scee.sony.co.uk> 
NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Look at "Graphic Example 6 - Open, Display 16-bit TIM" in 
>the tutorial. Լե is using a LoadImage(). How about 


>posting your full code so we can have a look? 


OK I'll post it monday 


—-MESSAGE FILE 12585 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000598 


—-MESSAGE FILE 12586 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000599 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImage and FntPrint 

Date: Fri, 25 Sep 1998 15:51:28 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <360BADF0.2BC4007C@scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <360B9689.144C6435@scee.sony.co.uk 
> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


James Russell wrote: 

> 

> Doing a LoadImage from main RAM for every frame is very slow. Instead, LoadImage t 
he picture once 

> into some other area of VRAM and MovelImage it across, it's a lot faster. 


An amendment - Colin "My Brain is a Playstation" Hughes informs me that LoadImage is 
actually 

_faster_ than MoveImage. There are few ifs and buts (to do with the DMA taking over 

the bus), but 

there you go. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Handwritten on a condom machine; "This gum tastes funny" 
—-MESSAGE FILE 12586 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000599 


—-MESSAGE FILE 12587 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000600 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: A Sprite Question 

Date: Sat, 26 Sep 1998 00:43:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <360c384c.3969896@news.playstation.co.uk> 
References: <360aaec5.736611@news.playstation.co.uk> 
NNTP-Posting-Host: p60-partridge-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 24 Sep 1998 20:46:32 GMT, richard.cutting@virgin.net (Richard 
Cutting) wrote: 


>Well just when you think that your getting the hang of this Yaroze the 
>bloody thing gets up and bites you. This question is going to sound 
>really dumb and I have probably done something really dumb but I 
>cannot any sprites to display at a priority other than 0. I've tried 
>setting my OT_LENGTH to everything from 4 ( which is what I actually 
>will probably want ) to 14. I've run the program with only 1 sprite 
>being displayed so it can't be being clipped out of existence but the 
>bloody thing just refuses to display anything. Anyone got any ideas ? 
> 

>Source is available on request. 

> 

>Richard 

>http://www.netyaroze-europe.com/~rcutting 

>richard.cutting@virgin.net 

> 


Ooops....someone forgot to initialise his ordering tables......... told 
you it was something dumb ! 


—-MESSAGE FILE 12587 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000600 


—--MESSAGE FILE 12588 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000601 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: LoadImaga and FntPrint 

Date: Sat, 26 Sep 1998 11:48:44 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 116 

Message-ID: <6uidgd$ ja915@chuka.playstation.co.uk> 
References: <6ugln0S$ja96@chuka.playstation.co.uk> 
NNTP-Posting-Host: p005.spy.euronet.nl 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This is full source code of my problem, just load a 16 bit tim at 0x80110000 
and you will see the problem. 


Regards, 
Maurice Sibrandi 


// 

KKEKKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK KKK kkk kkkk kkk 
// Main function 

// 

// Copyright (c) 1997 MadCow Productions. 

// 


* k k k k k k k k x k k k k k k k k k k k k k k k k k k k k K k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k ⁄ < < 


#include <libps.h> 


typedef unsigned char BOOL; 


#define TRUE (1) 

#define FALSE (0) 

#define OT_LENGTH (1) // Ordering table size 
#define MAX_PRIMITIVES (200) // Max. number of 
primitives 

#define PACKET_SIZE (MAX_PRIMITIVES * 24) 

#define SCREEN _WIDTH (320) 

#define SCREEN _HEIGHT (256) 

#define SCREEN_MODE (MODE_ PAL) 

GsOT otWorld[2]; // Ordering table (OT) header 
GsOT_TAG otTag[2] [1<<OT_LENGTH]; // OT tags 

PACKET GpuPacketArea[2] [PACKET_SIZE];// GPU packet area 

int nFontstream[8]; 

Gs IMAGE imgBack; 


void main(void) 


{ 


int nActiveBuf; 
int nvSync; 
BOOL bQuit; 

int 1» 

u_char* pBack; 

RECT ԷՇչ 


// setup video 
Set VideoMode (SCREEN_MODE) ; 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, GsSOFSGPU, TRUE, FALSE); 
GsDefDispBuff(0, 0, 0, 256); 
for (i=0; i<2; i++) 
{ 
otWorld[i].length = OT_LENGTH; 
otWorld[i].org = otTag[il; 
J; 


// setup fonts 
Fntload(960, 256); 
for (i=0; i<8; i++) 
nFontstream[i] = -1; 
nFontstream[0] = FntOpen( 0, 0, 320, 10, FALSE, 80); 
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nFontstream[1] = FntOpen( 0, 10, 320, 10, FALSE, 80); 
nFontstream[7] = FntOpen (220,220, 100, 10, FALSE, 40); 


// setup image 
pBack = (u_char*) 0x80110000; 
GsGetTimInfo((u_long*) (pBack+4), &imgBack) ; 


for (bQuit=FALSE; !bQuit;) 
// get active buffer and setup packet area 


nActiveBuf = GsGetActiveBuff (); 
GsSetWorkBase (GpuPacketArea [nActiveBuf]); 


// clear ot and add tags 
GsClearOt (0, 0, &otWorld[nActiveBuf]); 


// do the works 

setRECT(&rc, 0, GSDRAWENV.clip.y, imgBack.pw, imgBack.ph) ; 
LoadImage(&rc, imgBack.pixel); 

FntPrint (nFontstream[0], "~c0O90Problem : this text isn't visible"); 


// wait for end of non-blocking routines and wait for vsync 
DrawSync (0); 

nVSync = VSync (1); 

VSync (0); 


// this text is also invisible, even though it is printed after a 
DrawSync (0) 
FntPrint (nFontstream[7], "~c900HSync = Վ", nVSync); 


// swap buffers 
GsSwapDispBuff(); 


// clear bg and start drawing 
GsSortClear(0, 64, 128, &otWorld[nActiveBuf]); 
GsDrawOt (&0otWorld[nActiveBuf]); 


for (1-0: i<8; i++) 


if (nFontstream[i] != -1) 
FntFlush (nFontstream[i]); 
J; 
J; 


ResetGraph (0); 
} 


—-MESSAGE FILE 12588 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000601 


——MESSAGE FILE 12589 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000602 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Sat, 26 Sep 1998 12:23:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 47 

Message-ID: <360CCEB5.F14D6B01@scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ ja915@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Ok, solved. 

The problem is twofold: 

1) You are LoadImaging the image into the right area at the wrong time. 

2) You were doing a GsSortClear, which is only necessary if you are using a large im 


age as the 
background. 


This meant that you were clearing the screen, drawing the drawing the debug text, th 
en loading the 
image over the top of it all. 


The GsDRAWENV variable holds information about the CURRENT drawing area. This can ge 
t quite 

confusing, because the current drawing area (which is what the GPU is using), is NOT 
the same as the 

area which the CPU is building its packets for in the OT. Remember, the screen is di 
splaying buffer 

X, the GPU's drawing area is set to buffer 1-X, and the CPU is building packets սք ք 
or the new 

buffer X. The following code works fine: 


Maurice Sibrandi wrote: 


> 

> GsClearOt (0, 0, &otWorld[nActiveBuf]); // Clear the OT for buffer X 
> 

> FntPrint (nFontstream[0], "~c0O90No problem : this text is visible"); 
> 

> // Create packets and sort objects in here... 

> 

> // wait for end of non-blocking routines and wait for vsync 

> DrawSync (0); 

> VSync (0); 

> GsSwapDispBuff(); 

> // Load in the new background 

> setRECT(&rc, 0, GSDRAWENV.clip.y, imgBack.pw, imgBack.ph) ; 

> LoadImage(&rc, imgBack.pixel); 

> // Draw the new objects on top of the background 

> GsDrawOt (&otWorld[nActiveBuf]); 

> // Draw the debug info on top of that. 

> FntFlush(-1); 

Cheers, 

James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A cynic smells flowers and looks for the casket. 
—-MESSAGE FILE 12589 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000602 


—-MESSAGE FILE 12590 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000603 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Sat, 26 Sep 1998 12:26:01 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 5 

Message-ID: <360CCF49.17422D95@scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


James Russell wrote: 

> 

> 2) You were doing a GsSortClear, which is only necessary if you are using a large 
image as the 


DOH! I meant "which is UNnecessary if you ware using a large image as the background 
" 


—-MESSAGE FILE 12590 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000603 


——MESSAGE FILE 12591 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000604 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Sat, 26 Sep 1998 15:03:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <360CF436.13A8@manc.u-net.com> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <360247 
CD.3E78@manc.u-net.com> <36040312.1FBE@dial.pipex.com> 

Reply-To: james@manc.u-net.com 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Chris Chadwick wrote: 

> The only way I found of getting round this problem with cached CLUTS, 
> was to add a dummy sprite to the OT that has different .cx/.cy values, 
> thus forcing a CLUT cache reload... 


A nifty hack there yes, and it saves taking up more vram which was 
what I am doing. As for actual palette cycling do you use two 
MoveImages directly on the Frame Buffer, or have the palette cycle 

in main memory and then do a single LoadImage to VRAM? The former 
saves slightly on memory but is over twice as slow, and doing palette 
manipulation in main RAM means you can do much more fancy stuff to it 
than just cycling. 

I guess the best way is to store the palette like this: 


short Palette[256]; 
RECT clut; 
setRECT(&clut, cx, cy, 256, 1); 
StoreImage(&clut, &Palette); 


and in the main program do the cycling/manipulation on the Palette[] 
array and then just: 


LoadImage(&clut, &Palette); // “Load new clut 
GsSortFastSprite(&dummy, &WorldOT[activeBuff], 1);// renew clut cache 


Using the dummy sprite is a better method than toggling two clut areas 
of vram to renew the cache? I guess that depends on how many cluts 
you want to cycle -- if there's a few then for the sake of VRAM I'd 
use the dummy, but if it's only one then I'd stick with the toggle. 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 12591 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000604 


—-MESSAGE FILE 12592 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000605 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A Sprite Question 

Date: Sun, 27 Sep 1998 00:52:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <360D7E48.149CED8F@hotmail.com> 

References: <360aaec5.736611@news.playstation.co.uk> <360c384c.3969896@news.playstat 
ion.co.uk> 
NNTP-Posting-Host: 170-154-145.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> << Ooops....someone forgot to initialise his ordering tables......... told 
> 
> you it was something dumb ! >> 


I'm getting the same problem. I can display with priority 0, but not any 
other value. 


Also, GsSortClear() refuses to work in high res. and I assume the problems 
are related. 


As far as I know I'm initialising my ordering tables. 
Any chance you could post up the change you needed to make? 
Cheers. 


ScoTT 


—-MESSAGE FILE 12592 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000605 


—-MESSAGE FILE 12593 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000606 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A Sprite Question 

Date: 27 Sep 1998 10:55:14 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <01lbde9a1$6412c4c0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <360aaec5.736611@news.playstation.co.uk> <360c384c.3969896@news.playstat 
ion.co.uk> <360D7E48.149CED8F@hotmail.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Check out the Net Yaroze FAQ and the Net Yaroze Programming Tutorial 
on the members site. They will both help you out. 


Regards, 


George@SCEE 
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ScoTT Campbell <escotia@hotmail.com> wrote in article 
<360D7E48.149CED8F@hotmail.com>... 


> 

> 

> > << Ooops....someone forgot to initialise his ordering 
tables... .. 1... told 

>> 

> > you it was something dumb ! >> 

> 

> I'm getting the same problem. I can display with priority 0, but not any 
> other value. 

> 

> Also, GsSortClear() refuses to work in high res. and I assume the 
problems 

> are related. 

> 

> As far as I know I'm initialising my ordering tables. 

> 

> Any chance you could post up the change you needed to make? 
> 

> Cheers. 

> 

> ScoTT 

> 

> 

> 


—-MESSAGE FILE 12593 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000606 


—--MESSAGE FILE 12594 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000607 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@hotmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A Sprite Question 

Date: Sun, 27 Sep 1998 18:17:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <360E7326.CD4AE6D6@hotmail.com> 

References: <360aaec5.736611@news.playstation.co.uk> <360c384c.3969896@news.playstat 
ion.co.uk> <360D7E48.149CED8F@hotmail.com> <01lbde9a1S6412c4c0Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> 
NNTP-Posting-Host: 170-253-216.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 
Hi there, 


Check out the Net Yaroze FAQ and the Net Yaroze Programming Tutorial 
on the members site. They will both help you out. 


Regards, 


VVVVVVVV 


George@SCEE 

BCH Ore Հաաա» BGs. 2 NO eyes se: Տուն 

Found the problem. 

I'd declared the function I was using to initialise my OTs with a different 
name from the definition. Doh! 


The compiler doesn't tell you until you use the Wall flag. 


Were the tutorials not meant to have some sort of Word file with them George. 
I'm sure I remember you saying this on your site. 
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Cheers 


ScoTT 


—-MESSAGE FILE 12594 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000607 


--MESSAGE FILE 12595 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000608 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A Sprite Question 

Date: 28 Sep 1998 08:09:40 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 20 

Message-ID: <01lbdea53$723fa240Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <360aaec5.736611@news.playstation.co.uk> <360c384c.3969896@news.playstat 
ion.co.uk> <360D7E48.149CED8F@hotmail.com> <01bde9a1S6412c4c0Sf2e832a2@gbain.wav.sce 
e.sony.co.uk> <360E7326.CD4AR6D6@hotmail.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


HI Scott, 


They might turn up sometime in the future. 
Please...don't ask me when :) 


Regards, 
George@SCEE 


ScoTT Campbell <escotia@hotmail.com> wrote in article 
<360E7326.CD4AE6D6@hotmail.com>... 


> Were the tutorials not meant to have some sort of Word file with them 
George. 
> I'm sure I remember you saying this on your site. 


> 
> Cheers 
> 

> ScoTT 


—-MESSAGE FILE 12595 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000608 


——MESSAGE FILE 12596 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000609 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Tue, 29 Sep 1998 01:29:14 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36109A5A. 4A15@dial.pipex.com> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <360247 
CD.3E78@manc.u-net.com> <36040312.1FBE@dial.pipex.com> <360CF436.13A8@manc.u-net.com 
> 
NNTP-Posting-Host: userm502.uk.uudial.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


James Shaughnessy wrote: 

> 

> Chris Chadwick wrote: 

> > The only way I found of getting round this problem with cached CLUTS, 
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> was to add a dummy sprite to the OT that has different .cx/.cy values, 
> thus forcing a CLUT cache reload... 


A nifty hack there yes, and it saves taking up more vram which was 
what I am doing. As for actual palette cycling do you use two 
MoveImages directly on the Frame Buffer, or have the palette cycle 

in main memory and then do a single LoadImage to VRAM? The former 
saves slightly on memory but is over twice as slow, and doing palette 
manipulation in main RAM means you can do much more fancy stuff to it 
than just cycling. 


VVVVVVVVVV 


What I do is first make 2 copies of the CLUT entries I want to cycle, 
side-by-side in VRAM. Then I copy the required amount of CLUT entries 
from this into the correct area of the true CLUT. Then, for the next 
colour cycle, simply increment the .x member of the source RECT used to 
MovelImage() the entries into the true CLUT. Of course, a check also has 
to be made so that the .x member can be reset to the beginning of the 

2 copies, so that the process can continue over. 


Hope that makes sense! I also prefer this method as it keeps all 
activities in VRAM, which I assume is more efficient i.e. faster 
than shifting stuff in and out of main mem; although, I havent done 
any testing of this. 


Cheers, 

-Chris 

--MESSAGE FILE 12596 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000609 


——MESSAGE FILE 12597 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000610 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Displaying 4/8/16 bit TIMs 

Date: Thu, 1 Oct 1998 10:09:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 126 

Message-ID: <6uvd90$gul12@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi Yarozians, 


I have a 4 bit TIM which is loaded at 680,384. The size is 160,128. The 
actual 
size is off course 40,128 since it is 4 bit. The problem occurs when I 


display 
the sprite : the left side of the sprite is distorted. When I multiply the u 
value with 4 the left side will be ok, but sprite's right side is clipped. 


What am I doing wrong? I think it has something to do with with the u and v 
parameters. 

Should sprite's be alligned to some value? If so, why doesn't timtool tell 
me so! 


The same occurs also for 8 bit TIMs, but when I multiply u by 2 it will 
display 
correctly. All is swell for 16 bit TIMs. 


I use the following function to setup my GSSPRITE structure and just a 
normal 
GsSortSprite to 'draw' it. 


#define IMAGE 4811 (0x00000000) 
#define IMAGE 8817 (0x00000001) 
#define IMAGE 16817 (0x00000002) 
#define IMAGE 24817 (0x00000003) 
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#define 


#define 


#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 


IMAGE_CLUT 


IMAGE_MODEMASK 


SPRITE_BRIGHTNESS_ON 
SPRITE_BRIGHTNESS_OFF 
SPRITE_4BIT_CLUT 
SPRITE_8BIT_CLUT 
SPRITE_16BIT_DIRECT 
SPRITE_ROTATE_ON 
SPRITE_ROTATE_OFF 
SPRITE_STR_50_50 
SPRITE_STR_100_100 
SPRITE_STR_100_MIN100 
SPRITE_STR_100_25 
SPRITE_SEMITRANSPARENT_OFF 
SPRITE_SEMITRANSPARENT_ON 
SPRITE_DISPLAY_ON 


(0x00000008) // bitfield! 


(0x00000007) 


) 

<<6) 
) 
<<24) 
<<25) 
) 
1<<27) 
0) 
1<<28) 

1<<29) 

(1<<28) + 


CD F pa. Q pa 


(1<<29)) 


° 


1<<30) 
0) 
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— — — — — — — — — — — — — — — 


#define SPRITE_DISPLAY_OFF 1<<31) 
void InitSprite(u_long* pAddr, 
{ 

GsIMAGE img; 


RECT ԷՇ» 


GsSPRITE* pSprite) 


// get info from image 
GsGetTimInfo(pAddr+1, &img) ; 
// load image into VRAM 
SetRECT(&rc, img.px, img.py, 
LoadImage(&rc, img.pixel); 
printf ("Image pos = sd, 
img.ph); 


img.pw, img.ph); 


sd, size = img.px, img.py, img.pw, 


// load clut into VRAM 

if (img.pmode & IMAGE _CLUT) 

{ 
SetRECT (&rc, img.cx, 
LoadImage (&rc, 
printf ("Clut 

img.ch); 
J; 


img.cy, img.cw, img.ch); 
img.clut); 
pos = %d, %d, size = 54, %d\n", img.cx, img.cy, img.cw, 


DrawSync (0); 


// setup sprite structure 
memset ((void*)pSprite, 0, sizeof(GSSPRITE) ); 

0; 

0; 

img.pw; 

img.ph; 

GetTPage(img.pmode & IMAGE MODEMASK, 


pSprite->x = 
pSprite->y = 
pSprite->w = 
pSprite->h = 
pSprite->tpage = 
img.py) & 31; 
pSprite->u = 
pSprite->v = 
pSprite->r = 
pSprite->g = 
pSprite->b = 
pSprite->scalex = 
pSprite-—>scaley = 


0, img.px, 


switch(img.pmode & IMAGE MODEMASK) 


case IMAGE 4811 
pSprite->attribute |= SPRITE_4BIT_CLUT; 
pSprite->w *= 4 


//pSprite->u x= 4; 
pSprite->cx = img.cx; 
pSprite->cy = img.cy; 


break; 
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case IMAGE 811 


pSprite->attribute |= SPRITE_8BIT_CLUT; 
pSprite->w *= 25 
//pSprite->u *= 2; 
pSprite->cx = img.cx; 
pSprite->cy = img.cy; 
break; 

case IMAGE_16BIT 
pSprite->attribute |= SPRITE_16BIT_DIRECT; 
break; 

case IMAGE 24811 
ErrorExit ("Sprite can't be 24 bit! !!"); 


break; 
J; 


printf("Sprite : size = %d, %d, tpage = 54, %d, %dNn", pSprite->w, 
pSprite->h, pSprite->tpage, pSprite->u, pSprite->v); 
} 


-—-MESSAGE FILE 12597 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000610 


—--MESSAGE FILE 12598 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000611 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <george_bain@playstation.sony.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Displaying 4/8/16 bit TIMs 

Date: Wed, 30 Sep 1998 21:52:13 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <6uvfi8$gul13@chuka.playstation.co.uk> 
References: <6uvd90Sgul12@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi there, 


Check out the Net Yaroze FAQ and the Net Yaroze Programming Tutorial 
on the memebers website. They will help you out. 


Regards, 


George@SCEE 


Maurice Sibrandi wrote in message <6uvd90S$gull12@chuka.playstation.co.uk>... 
>Hi Yarozians, 

> 

> 

>I have a 4 bit TIM which is loaded at 680,384. The size is 160,128. The 
>actual 

>size is off course 40,128 since it is 4 bit. The problem occurs when I 
>display 

>the sprite : the left side of the sprite is distorted. When I multiply the 
u 
>value with 4 the left side will be ok, but sprite's right side is clipped. 
> 

>What am I doing wrong? I think it has something to do with with the ս and v 
>parameters. 

>Should sprite's be alligned to some value? If so, why doesn't timtool tell 
>me so! 

> 

>The same occurs also for 8 bit TIMs, but when I multiply u by 2 it will 
>display 
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>correctly. All is swell for 16 bit TIMs. 


—-MESSAGE FILE 12598 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000611 


—-MESSAGE FILE 12599 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000612 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Displaying 4/8/16 bit TIMs 

Date: Thu, 1 Oct 1998 14:47:27 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <6uvtitS5egl@chuka.playstation.co.uk> 

References: <6uvd90$gull2@chuka.playstation.co.uk> <6uvfi8$gull1l3@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Check out the Net Yaroze FAQ and the Net Yaroze Programming Tutorial 
>on the memebers website. They will help you out. 


To be quiet honest, my code looks very much like the sample code for loading 
TIMs and I still get the weird screens 


—-MESSAGE FILE 12599 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000612 


——MESSAGE FILE 12600 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000613 

Path: chuka.playstation.co.uk!news 

From: "Maurice Sibrandi" <sibrandi@orion.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Thu, 1 Oct 1998 15:00:09 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6uvualSS5eg2@chuka.playstation.co.uk> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> 
NNTP-Posting-Host: 212.206.211.33 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


> — make sure those sprites' upper left corners are aligned on 

> 16-pixel boundaries and fit within a texture page. Otherwise 

> interesting things will happen. 

Does this mean that sprites can't be any bigger than 64 pixels? The docs 
say the max. width is 256 pixels. 


—-MESSAGE FILE 12600 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000613 


—-MESSAGE FILE 12601 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000614 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Displaying 4/8/16 bit TIMs 

Date: Thu, 01 Oct 1998 14:35:22 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 15 
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Message-ID: <3613851A.296524F7@scee.sony.co.uk> 

References: <6uvd90S$gull2@chuka.playstation.co.uk> <6uvfi8$gull1l3@chuka.playstation.c 
o.uk> <6uvtit$5egl@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


Maurice Sibrandi wrote: 

> 

> To be quiet honest, my code looks very much like the sample code for loading 
> TIMs and I still get the weird screens 


Try making the U value even. For 4/8 bit TIMs, you still specify the U coordinate in 
terms of 
rendered pixels, not texels, so the maximum width is 255. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


—-MESSAGE FILE 12601 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000614 


--MESSAGE FILE 12602 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000615 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: help me 

Date: Thu, 01 Oct 1998 16:03:04 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138B97.7B80B39@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 
ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


-—-MESSAGE FILE 12602 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000615 


——MESSAGE FILE 12603 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000616 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Fri, 02 Oct 1998 08:53:11 +0100 

Organization: Revolution Software 

Lines: 21 

Message-ID: <36148667.7D9623E6@revolution.co.uk> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <6uvual 
S5eg2@chuka.playstation.co.uk> 

Reply-To: jaket@revolution.co.uk 
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NNTP-Posting-Host: 194.205.71.251 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Maurice Sibrandi wrote: 


Does this mean that sprites can't be any bigger than 64 pixels? The docs 
say the max. width is 256 pixels. 


> 

> > — make sure those sprites' upper left corners are aligned on 
>> 16-pixel boundaries and fit within a texture page. Otherwise 
> > interesting things will happen. 

> 

> 


A texture page is 256 16-bit pixels wide hence the 256 pixel width. 


Also if you are using 8-bit tim's (256 colour) then it is only 128 
16-bit pixels wide. 


I have background images which are 256 pixels wide as a single sprite ! 


Hope this helps. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 
—-MESSAGE FILE 12603 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000616 


—--MESSAGE FILE 12604 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000617 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Displaying 4/8/16 bit TIMs 

Date: Fri, 02 Oct 1998 19:37:33 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 132 

Message-ID: <36150F5D.3B7DB795@augsburg.baynet .de> 
References: <6uvd90Sgull1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dial085.augsburg.baynet.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


I don't know, if the following is the reason for your problem, but i think the 
following code you're using is wrong: 


pSprite->w = img.pw; 
instead you have to use something like that: 


int pixelsPerWord; 
switch (img.pmode & 0x7) 
{ 
case 0: 
pixelsPerWord = 4; 
break; 
case 1: 
pixelsPerWord 
break; 
case 2: 
pixelsPerWord = 1; 
break; 
default: 
// Unexpected pmode value 
pixelsPerWord = 0; 
break; 
} 


pSprite->w = img.pw * pixelsPerWord; 


2; 
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Cheers, 


Andy 


Maurice Sibrandi 


schrieb: 


#define 
#define 
#define 
#define 
#define 


#define 


#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 
#define 


IMAGE_4BIT 
IMAGE_8BIT 
IMAGE_16BIT 
IMAGE_24BIT 
IMAGE_CLUT 


IMAGE_MODEMASK 


SPRITE_BRIGHTNESS_ON 
SPRITE_BRIGHTNESS_OFF 
SPRITE_4BIT_CLUT 
SPRITE_8BIT_CLUT 
SPRITE_16BIT_DIRECT 
SPRITE_ROTATE_ON 
SPRITE_ROTATE_OFF 
SPRITE_STR_50_50 
SPRITE_STR_100_100 
SPRITE_STR_100_MIN100 
SPRITE_STR_100_25 
SPRITE_SEMITRANSPARENT_OFF 
SPRITE_SEMITRANSPARENT_ON 
SPRITE_DISPLAY_ON 
SPRITE_DISPLAY_OFF 
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(0x00000000) 
(0x00000001) 
(0x00000002) 
(0x00000003) 
(0x00000008) // bitfield! 


(0x00000007) 


(1<<28) + 
0) 
1<<30) 
0) 
1<<31) 


(1<<29) ) 


void InitSprite(u_long* pAddr, 
{ 

GsIMAGE img; 

RECT rc; 


// get info from image 
GsGetTimInfo(pAddr+1, &img) ; 
// load image into VRAM 
SetRECT(&rc, img.px, img.py, 
LoadImage(&rc, img.pixel); 
printf ("Image pos = %d, 
img.ph); 


sd, 


// load clut into VRAM 

if (img.pmode & IMAGE _CLUT) 

{ 
SetRECT(&rc, img.cx, 
LoadImage (&rc, 
printf ("Clut 

img.ch); 
J; 


img.clut); 
pos = %d, 


DrawSync (0): 


// setup sprite structure 
memset ( (void*)pSprite, 0, siz 


pSprite->x = 0; 
pSprite->y = 0; 
pSprite->w = img.pw; 
pSprite->h = img.ph; 
pSprite->tpage = GetTPage 
img.py) & 31; 

pSprite->u = 
pSprite->v = 
pSprite->r = 
pSprite->g = 
pSprite->b = 
pSprite->scalex = 
pSprite->scaley = 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


img.cy, 


sd, 


GsSPRITE* pSprite) 


img.pw, img.ph); 


size = Sd, %d\n", img.px, img.py, img.pw, 


img.cw, img.ch); 


size = 54, d\n", img.cx, img.cy, img.cw, 


eof (GSSPRITE) ); 


(img.pmode & IMAGE MODEMASK, 0, img.px, 
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switch(img.pmode & IMAGE MODEMASK) 


case IMAGE 4811 


pSprite->attribute |= SPRITE_4BIT_CLUT; 
pSprite->w k= 4; 

//pSprite->u x= 4; 

pSprite->cx = img.cx; 
pSprite->cy = img.cy; 


break; 


case IMAGE 88171 
pSprite->attribute |= 
pSprite->w k= 2; 


//pSprite->u *= 2; 
pSprite->cx = img.cx; 
pSprite->cy = img.cy; 
break; 


case IMAGE_16BIT 
pSprite->attribute |= SPRITE_16BIT_DIRECT; 
break; 


case IMAGE 248171 
ErrorExit ("Sprite can't be 24 bit! !!"); 
break; 
J; 


printf("Sprite : size = 54, %d, tpage = 54, %d, %d\n", pSprite->w, 
Sprite->h, pSprite->tpage, pSprite->u, pSprite->v); 
3 p pop pag 


VVVVVVVVVVVVVVV NON MY NM INY NVMN VV VV 


—-MESSAGE FILE 12604 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000617 


——MESSAGE FILE 12605 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000618 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Sat, 03 Oct 1998 18:10:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <36165A7C.773C47C2@escotia.freeserve.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> 

NNTP-Posting-Host: 200-121-39.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I'm trying to use MoveImage() to create a tiled background. 

The solutuion you give does work, but I'm totally confused as to why. 

Also, I want to clear the screen every loop since the background will not take up th 
e whole screen, so 

how would I do that? If I use GsSortClear() I clear away what I've just moved in. 
Cheers 

SCOTT 

James Russell wrote: 

> Ok, solved. 


> 
> The problem is twofold: 
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> 

> 1) You are LoadImaging the image into the right area at the wrong time. 

> 2) You were doing a GsSortClear, which is only necessary if you are using a large 
image as the 

> background. 

> 

> This meant that you were clearing the screen, drawing the drawing the debug text, 

then loading the 

> image over the top of it all. 

> 

> The GsDRAWENV variable holds information about the CURRENT drawing area. This can 

get quite 

> confusing, because the current drawing area (which is what the GPU is using), is N 

OT the same as the 

> area which the CPU is building its packets for in the OT. Remember, the screen is 

displaying buffer 

> X, the GPU's drawing area is set to buffer 1-X, and the CPU is building packets up 
for the new 


> buffer X. The following code works fine: 

> 

> Maurice Sibrandi wrote: 

>> 

>> GsClearOt (0, 0, &otWorld[nActiveBuf]); // Clear the OT for buffer X 
>> 

>> FntPrint (nFontstream[0], "~cO90No problem : this text is visible"); 
>> 

> > // Create packets and sort objects in here... 

> > 

> > // wait for end of non-blocking routines and wait for vsync 
> > DrawSync (0): 

> > VSync (0); 

> > GsSwapDispBuff(); 

> > // Load in the new background 

>> setRECT(&rc, 0, GSDRAWENV.clip.y, imgBack.pw, imgBack.ph)j; 

> > LoadiImage(&rc, imgBack.pixel); 

>> // Draw the new objects on top of the background 

> > GsDrawOt (&otWorld[nActiveBuf]); 

>> // Draw the debug info on top of that. 

>> FntFlush(-1); 

> 

> Cheers, 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> A cynic smells flowers and looks for the casket. 


—-MESSAGE FILE 12605 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000618 


—-MESSAGE FILE 12606 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000619 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Sun, 04 Oct 1998 00:00:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <3616AC8D.4392373C@escotia.freeserve.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> <36165A7C.773C47C2@escotia. freeserve.co.uk> 
NNTP-Posting-Host: 171-154-5.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Ah. 

I've found out how to clear the screen every loop. (GSDRAWENV) . 

Cheers 

ScoTT 

ScoTT Campbell wrote: 

I'm trying to use MoveImage() to create a tiled background. 

The solutuion you give does work, but I'm totally confused as to why. 


Also, I want to clear the screen every loop since the background will not take up 
he whole screen, so 
how would I do that? If I use GsSortClear() I clear away what I've just moved in. 


Cheers 

ScoTT 

James Russell wrote: 

Ok, solved. 

The problem is twofold: 


1) You are LoadImaging the image into the right area at the wrong time. 
2) You were doing a GsSortClear, which is only necessary if you are using a larg 
image as the 
> background. 
> 
> This meant that you were clearing the screen, drawing the drawing the debug text 
then loading the 
> image over the top of it all. 
> 
> The GSDRAWENV variable holds information about the CURRENT drawing area. This ca 
get quite 
> confusing, because the current drawing area (which is what the GPU is using), is 
NOT the same as the 
> > area which the CPU is building its packets for in the OT. Remember, the screen i 
s displaying buffer 
> > X, the GPU's drawing area is set to buffer 1-X, and the CPU is building packets 
up for the new 


VVVOVVVVVVVVVVVV VV EV VV VV 
VV N V V V 


V. Vo N: ANOS 


> > buffer X. The following code works fine: 

> > 

> > Maurice Sibrandi wrote: 

> > > 

> > > GsClearOt (0, 0, &otWorld[nActiveBuf]); // Clear the OT for buffer X 
>>> 

>>> FntPrint (nFontstream[0], "~cO90No problem : this text is visible"); 
>>> 

> > > // Create packets and sort objects in here... 

> > > 

> > > // wait for end of non-blocking routines and wait for vsync 
> > > DrawSync (0); 

>>> ՄՏՃՈՇ (0); 

>>> GsSwapDispBuff(); 

> > > // Load in the new background 

> > > setRECT(&rc, 0, GsDRAWENV.clip.y, imgBack.pw, imgBack.ph) ; 
> > > LoadImage (&rc, imgBack.pixel); 

>>> // Draw the new objects on top of the background 
>>> GsDrawOt (&0otWorld[nActiveBuf]); 

>>> // Draw the debug info on top of that. 

>>> FntFlush(-1); 

>> 

> > Cheers, 

>> 

> > James 

>> 

>> -- 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


VV V V 
V V V V 


A cynic smells flowers and looks for the casket. 


—-MESSAGE FILE 12606 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000619 


——MESSAGE FILE 12607 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000620 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A simple Queue 

Date: Sun, 4 Oct 1998 15:13:04 -0400 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <6v8gis$5i41@scea> 

References: <6ubp2uSlmg5@scea> <36097D57.5804EB27@shell.jps.net> 
NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


if you do QUEUE *q, you have to assign the val to *q[i] or the compiler 
complains, but execution screws up. If I do it the way you suggested, 
everything works fine! 


Thank you very much! :) 
- Tony 
Elliott Lee wrote in message <36097D57.5804EB27@shell.jps.net>... 


>Are you sure that your QUEUE_Init is dereferencing its pointer 
>properly? Seems to me that: 
> 


> void QUEUE_Init (QUEUE *q) 
> 

>is the same as 

> 

> void QUEUE_Init (QUEUE q[]) 
> 

>which means that 

> 

> *q[i] = QUEUE_NULL; 

> 

>is wrong because "q" is already a pointer and that you should be 
>writing: 

> 

> q[i] = QUEUE_NULL; 

> 


-—-MESSAGE FILE 12607 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000620 


——MESSAGE FILE 12608 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000621 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: help me 

Date: Mon, 5 Oct 1998 11:37:42 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <6vaoag$5i43@scea> 

References: <36138B97.7B80B39@sc.trinakria.it> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
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The whole point of the Net Yaroze is to develop games, not movies. 


It was a very specific design decision not to include any routines for 
playing animation. Concentrate on making a good game. 


- Tony 


Paolo B. wrote in message <36138B97.7B80B39@sc.trinakria.it>... 
>hi, i'm paolo 

>i need a routine for to play some animation file (.avi, flc, str,mov 
>ecc..) , someone can help me 7 

> 

>please contact me by e-mail at : hunter@sc.trinakria.it 

> 

> 

>thx 

> 

> 


—-MESSAGE FILE 12608 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000621 


——MESSAGE FILE 12609 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000622 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Tue, 06 Oct 1998 19:03:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <361A5B66.CD155979@ndirect.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> <36165A7C.773C47C2@escotia. freeserve.co.uk> 
<3616AC8D.4392373C@escotia.freeserve.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-42.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


ScoTT Campbell wrote: 


> Ah. 

> 

> I've found out how to clear the screen every loop. (GSDRAWENV) . 

> 

> Cheers 

> 

> SCOTT 

> 

> ScoTT Campbell wrote: 

> 

> > I'm trying to use MoveImage() to create a tiled background. 

>> 

> > The solutuion you give does work, but I'm totally confused as to why. 
>> 

> > Also, I want to clear the screen every loop since the background will not take u 
p the whole screen, so 

> > how would I do that? If I use GsSortClear() I clear away what I've just moved in 
>> 

> > Cheers 

>> 

> > ScoTT 

>> 
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MoveImage for a tiled background eh? Personally I think you'd be much better off ստ 
ing sprites. They tend 

to be quicker and you can use 4/8-bit textures which saves VRAM makes things even qu 
icker. And don't 

forget, you can recycle yor GsSPRITE structure. (i.e. once a sprite is sorted into 

the OT, it's sorted, so 

you can modify the contents of the stucture then sort it again for your next tile.) 


Hope this helps. 


Herbs 


—-MESSAGE FILE 12609 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000622 


--MESSAGE FILE 12610 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000623 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Tue, 06 Oct 1998 21:11:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <361A7979.D88C9470@escotia.freeserve.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> <36165A7C.773C47C2@escotia. freeserve.co.uk> 
<3616AC8D.4392373C@escotia.freeserve.co.uk> <361A5B66.CD155979@ndirect.co.uk> 

NNTP-Posting-Host: modem-64.aluminum.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I actually started off using GsSPRITEs, and creating a separate OT for the backgroun 
d. 

But when I set the point field using GsClearOt(), merged that OT with the world OT 
and then tried to draw the 

result I just got a GPU timeout. 


If I didn't set the point field then the background got drawn on top of everything. 
Since I didn't know how to get it going using sprites I just used the next best thin 
g. 


At the moment I'm using MoveImage to create my background tile by tile, but I reckon 
I'll have enough space in 

VRAM to create a 3rd buffer to store the background, and then move it across as a si 

ngle MoveImage. This should 

be at least as fast as anything else. 


You are right though. When I was using sprites and creating the packets every loop, 
it was just as fast as it 

is now using MoveImage. So if you were using pre created packets every loop it would 
definitely be faster than 

using multiple MovelImage's. 


Cheers 


ScoTT 


Alex Herbert wrote: 


> MoveImage for a tiled background eh? Personally I think you'd be much better off 

using sprites. They tend 

> to be quicker and you can use 4/8-bit textures which saves VRAM makes things even 

quicker. And don't 

> forget, you can recycle yor GSSPRITE structure. (i.e. once a sprite is sorted int 
o the OT, it's sorted, so 
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you can modify the contents of the stucture then sort it again for your next tile. 


> 
) 
> 
> Hope this helps. 
> 
> 


Herbs 


—-MESSAGE FILE 12610 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000623 


——MESSAGE FILE 12611 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000624 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Tue, 06 Oct 1998 21:35:17 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <361A7F05.D51B6879@scee.sony.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> <36165A7C.773C47C2@escotia. freeserve.co.uk> 
<3616AC8D.4392373C@escotia.freeserve.co.uk> <361A5B66.CD155979@ndirect.co.uk> <361A 
7979.D88C9470@escotia. freeserve.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


ScoTT Campbell wrote: 

> 

> I actually started off using GSSPRITEs, and creating a separate OT for the backgro 

und. 

> But when Լ set the point field using GsClearOt(), merged that OT with the world OT 
and then 

> tried to draw the result I just got a GPU timeout. 


Why merge the OT? If you know the background is going to be behind every 3D model (a 
nd it will be, 

after all, it IS the background), then just GsDrawOT the background OT, then GsDrawO 
T the foreground 

stuff. No merging required, and almost exactly the same CPU time. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Can fat people go skinny-dipping? 
—-MESSAGE FILE 12611 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000624 


——MESSAGE FILE 12612 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000625 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Wed, 07 Oct 1998 20:11:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <361BBCC9.FAD10480@escotia.freeserve.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> <36165A7C.773C47C2@escotia. freeserve.co.uk> 
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<3616AC8D.4392373C@escotia.freeserve.co.uk> <361A5B66.CD155979@ndirect.co.uk> <361A 
7979.D88C9470@escotia. freeserve.co.uk> <361A7F05.D51B6879@scee.sony.co.uk> 
NNTP-Posting-Host: 171-85-48.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


It seems pretty obvious now you mention it, but for some reason it never crossed my 
mind. 


Cheers 
ScoTT 


James Russell wrote: 


> ScoTT Campbell wrote: 
>> 
> > I actually started off using GsSPRITEs, and creating a separate OT for the backg 
round. 

> > But when I set the point field using GsClearOt(), merged that OT with the world 

OT and then 

> > tried to draw the result I just got a GPU timeout. 

> 

> Why merge the OT? If you know the background is going to be behind every 3D model 

(and it will be, 

> after all, it IS the background), then just GsDrawOT the background OT, then GsDra 
wOT the foreground 


> stuff. No merging required, and almost exactly the same CPU time. 
> 

> Cheers, 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> Can fat people go skinny-dipping? 


--MESSAGE FILE 12612 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000625 


—--MESSAGE FILE 12613 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000626 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: NTSC TV Trouble 

Date: Wed, 7 Oct 1998 20:31:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6vgfkk$rdal7@chuka.playstation.co.uk> 
NNTP-Posting-Host: p64s04a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Whilst fiddling about with DISPENV, and the Yaroze in NTSC mode I've 
discovered the viewable picture area on my telly is only about 220 lines 
(viewable picture is between DISPENV.screen.y = 16 and 236) . This is most 
obvious in actual NTSC games e.g. Blitter Boy - where the 240 line picture 
cannot be accommodated on the screen, despite the option to adjust the 
screen's position in the game. 


The TV is 21" SONY KV 21X4U. I was just wondering if anyone with the same 
model has similar problems. 


I could just center the screen and crop screen height to 220 so I'm not 
drawing lines I can't see, but I don't want to end up with borders on other 
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peoples different TVs. This is obviously going to make NTSC development 
more difficult :-( 


Any insight greatly appreciated, thanks... 


DASI 


--MESSAGE FILE 12613 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000626 


——MESSAGE FILE 12614 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000627 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: NTSC TV Trouble post script 

Date: Wed, 7 Oct 1998 20:53:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 
Message-ID: <6vggsrSrdal8@chuka.playstation.co.uk> 
References: <6vgfkkS$rdal7@chuka.playstation.co.uk> 
NNTP-Posting-Host: pFOs0la01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


BIW, it's a multi-standard TV so PAL works fine, and it runs my NTSC N64 
okay too. 


DASI 


--MESSAGE FILE 12614 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000627 


——MESSAGE FILE 12615 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000628 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: 2d Collision detection 

Date: Wed, 7 Oct 1998 16:04:35 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <6vggm5$6uj2@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I am using bounding box collision detection something to the effect of the 
code listed below. 

Now my problem is I got my guy scooting along at a speed of 5, so collision 
appears as if 

the guy is hitting a force field. Also if I slow down to 4,3,2,1 the force 
field around the other object 

gets smaller. How can I make so that a collision means the borders of the 
bounding boxes are touching and 

will be touching until the position is updated? 


void WOBJECT_Update (WOBJECT *obj) 
{ 


short degrees, i; 
WOBJECT *obj2; 
// Handle position 


obj->oldx = obj->x; 
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obj->oldy = obj->y; 


if (obj->attribute ե WOBJECT_IS_MOVEABLE) 
{ 
degrees = 360 - IPART(obj->currentOrientation) ; 


obj->x += (ob j->currentSpeed * LUCos (degrees) ); 
obj->y -= (obj->currentSpeed * LUSin (degrees) ); 


for (i = 0; i Հ WOBJECT_ALL_COLLISION_OBJECTS; i++) 


{ 
obj2 = &gAllWorldObjects[il; 


if (obj != obj2 && WOBJECT_ThereIsACollision(obj, օԵ)2)) 
{ 
obj->x = obj->oldx; 
obj->y = obj->oldy; 
} 
} 
} // if should move this object 
} 


—-MESSAGE FILE 12615 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000628 


——MESSAGE FILE 12616 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000629 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2d Collision detection 

Date: Wed, 07 Oct 1998 21:24:08 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 41 

Message-ID: <361BCDE8.D62A075D@scee.sony.co.uk> 
References: <6vggm5$6uj2@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Slight adjustment to your code - if you detect a collision, then break out of the fo 
r loop, it will 
make it run slightly faster for a large number of objects. 


Antony Arciuolo wrote: 
> 
> Now my problem is I got my guy scooting along at a speed of 5, so collision appear 
sas if 

> the guy is hitting a force field. Also if I slow down to 4,3,2,1 the force field a 
round the 

> other object gets smaller. How can I make so that a collision means the borders of 
the 

> bounding boxes are touching and will be touching until the position is updated? 


Ohhh, tricky to do efficiently - basically your problem is your sampling rate, which 
is once per 

frame. However, this is not high enough. It is possible that your object could 'spee 

d' right through 

a wall, simply because the checker would have checked the start position (OK) on one 
side, then 

checked the 'final' position (also OK) on the other side. 


The only way I can see is to increase the sampling rate - that is: 


for(a = 0; a Հ obj->currentSpeed; att) ( 
Check for collision at Obj->x + rcos (angle) * a, Obj->y + rsin(angle) * a; 
if collision, collided = TRUE; 
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} 


so you're checking at multiple positions along the (positiont+velocity) vector. 


The other way is also O(n) - you'd 'point' the velocity vector, and solve for inters 
ection with that 

vector. If the coefficient of intersection is < 0, > currentSpeed, or doesn't solve 

(i.e the vector 

would never intersect), then there was no collision. This is slightly more complex b 
ut is more 

accurate, and as a bonus you get the exact point of collision. 


Easy with vectors, bit harder with bounding boxes... 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


—-MESSAGE FILE 12616 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000629 


——MESSAGE FILE 12617 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000630 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d Collision detection 

Date: Wed, 7 Oct 1998 21:31:39 -0400 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <6vh3r5$6uj3@scea> 

References: <6vggm5$6uj2@scea> <361BCDE8.D62A075D@scee.sony.co.uk> 
NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I like your first way better. I think I'll save the latter for when I 
venture into 3d. 


—-MESSAGE FILE 12617 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000630 


——MESSAGE FILE 12618 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000631 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Screen Capture 

Date: Thu, 8 Oct 1998 15:58:40 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6vj4n1$6uj5@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi. I am doing a PSX project for school and I'd love to screen capture stuff 
for presentations. I d/l'ed something that said it would screen capture, but 
it wouldn't even compile (undefined variables). 


It works by dumping stuff to the console. Now your supposed to redirect 
output to a log file, then an included program will convert that to a RAW 
file. 
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I inserted the correct variables, but the captured file comes out all wrong 
when viewed in the Tim util. The screen capture routine seemed to be 
directly from Sony, but can anyone give me any advice? or is there a new 
version (this one was dated in 97)? 


Thanks. 


- Tony 


—-MESSAGE FILE 12618 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000631 


--MESSAGE FILE 12619 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000632 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: NTSC TV Trouble post script 

Date: Fri, 09 Oct 1998 14:58:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <361E169D.585EBA75@ndirect.co.uk> 

References: <6vgfkk$rdal7@chuka.playstation.co.uk> <6vggsr$rdal8@chuka.playstation.c 
o.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr00-39.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi. 


This is quite normal, but it depends on the TV as to how much of the picture 
is cropped. 


I do some work with TV advertising which sheds some light on the matter. 
The broadcast standards say that digital images for PAL should be 720x576, 
and NTSC should be 640x480. But, it should be noted that upto 10% of the 
picture may be cropped. 


When this is translated to non-interlaced modes, there should be 288 lines 
for PAL and 240 lines for NTSC. As you can see, the PlayStation meets the 
NTSC standards quite nicely, but even in the 256 line PAL modes, the picture 


is somewhat short. This means that in PAL modes, very little virtical 
cropping will occur. In fact, on most TVs you can see the black boarders 
above and below the displayed area. If you were to see a PSX running in the 


USA or Japan, you would not see these borders. 


So, to sum up, cropping is normal, and you should make sure that nothing 
which is critical to your game falls into the outer 10% of the display 
area. This applies to PAL aswell, but you should remember that it's 10% of 
288 lines, not 10% of 256. 


Does that answer the question at all? 


Herbs 


—-MESSAGE FILE 12619 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000632 


--MESSAGE FILE 12620 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000633 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d Collision detection 

Date: Fri, 09 Oct 1998 15:36:58 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 66 

Message-ID: <361E1F8A.DA65D1D6@ndirect.co.uk> 
References: <6vggm5$6uj2@scea> 

Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr00-39.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Antony Arciuolo wrote: 


I am using bounding box collision detection something to the effect of the 
code listed below. 

Now my problem is I got my guy scooting along at a speed of 5, so collision 
appears as if 

the guy is hitting a force field. Also if I slow down to 4,3,2,1 the force 
field around the other object 

gets smaller. How can I make so that a collision means the borders of the 
bounding boxes are touching and 

will be touching until the position is updated? 


void WOBJECT_Update (WOBJECT *obj) 
{ 


short degrees, i; 
WOBJECT *obj2; 


// Handle position 


ob j->oldx 
ob j->oldy 


ob j->x; 
obj->y; 


if (obj->attribute ե WOBJECT_IS_MOVEABLE) 
{ 
degrees = 360 - IPART(obj->currentOrientation) ; 


ob j->x + (obj->currentSpeed * LUCos (degrees) ); 
obj->y -= (obj->currentSpeed * LUSin(degrees) ); 


for (i = 0; i < WOBJECT_ALL_COLLISION_OBJECTS; i++) 


{ 
obj2 = &gAllWorldObjects[il; 


if (obj != obj2 && WOBJECT_ThereIsACollision(obj, obj2)) 
{ 
obj->x = obj->oldx; 
obj->y = obj->oldy; 
} 
} 
} // if should move this object 
} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


Ok. What's happening is you are only allowing an object to move if it won't 
collide, right? This is why you're getting the force field effect. The motion 
is stopping before the object collides. Here's what you could do to stop this 
happening: 


You tried to move at speed 5, but a collision has been detected. 
So, try and move at speed 4. If a collision is still detected then try speed 
3, etc etc. 


Get that? This will mean that the object will move until it's just touching 
the 2nd object. 


BTW. If your sprites are square (or nearly square), then I'd favour bounding 
circles rather than boxes when using the angle/speed type movement. If you're 
interested in how to do this very fast and efficiently, let us know and I'll 
explain. It can also help with the above problem. 


8408 
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Herbs 


—-MESSAGE FILE 12620 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000633 


—-MESSAGE FILE 12621 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000634 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d Collision detection 

Date: Fri, 9 Oct 1998 11:45:28 -0400 

Organization: SCEA News Server 

Lines: 22 

Message-ID: <6vla90$7882@scea> 

References: <6vggm5$6uj2@scea> <361E1F8A.DA65D1D6@ndirect.co.uk> 
NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Actually, I would be interested. I saw some stuff on circle collision, but 
it involved squares and square roots that didn't seem that fast to me. 
Please let me know if you have a quick algorithm. 


Thanks. 


Alex Herbert wrote in message <361E1F8A.DA65D1D6@ndirect.co.uk>... 
> 


>BIW. If your sprites are square (or nearly square), then I'd favour 
bounding 

>circles rather than boxes when using the angle/speed type movement. If 
you're 

>interested in how to do this very fast and efficiently, let us know and 
T'll 

>explain. ԼԵ can also help with the above problem. 

> 

> 

>Herbs 

> 


—-MESSAGE FILE 12621 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000634 


——MESSAGE FILE 12622 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000635 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d Collision detection 

Date: Sat, 10 Oct 1998 12:06:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <361F3FA5.DE118620@hinge.mistral.co.uk> 

References: <6vggm5$6uj2@scea> <361E1F8A.DA65D1D6@ndirect.co.uk> <6vla90$7882@scea> 
NNTP-Posting-Host: d3-s10-166-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Antony Arciuolo wrote: 


> Actually, I would be interested. I saw some stuff on circle collision, but 
> it involved squares and square roots that didn't seem that fast to me. 
> Please let me know if you have a quick algorithm. 
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You can use manhattan distance approximation (I posted the 3D version of this 
a while ago) .Much quicker than real root, uses a 2 multiples or a couple of 
shifts to get the result. 

It's accuracy depends on whether you use the shift (fast, less accurate) or 
multiply (slower, 

more accurate). 


Craig. 


—-MESSAGE FILE 12622 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000635 


——MESSAGE FILE 12623 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000636 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: LoadImaga and FntPrint 

Date: Sat, 10 Oct 1998 15:25:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <361F6E5A.55AFD42C@escotia. freeserve.co.uk> 

References: <6ugln0S$ja96@chuka.playstation.co.uk> <6uidgd$ja915@chuka.playstation.co 
-uk> <360CCEB5.F14D6B01@scee.sony.co.uk> <36165A7C.773C47C2@escotia. freeserve.co.uk> 
<3616AC8D.4392373C@escotia.freeserve.co.uk> <361A5B66.CD155979@ndirect.co.uk> <361A 
7979.D88C9470@escotia. freeserve.co.uk> <361A7F05.D51B6879@scee.sony.co.uk> 

NNTP-Posting-Host: modem—-54.nickel.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I've changed back to sprites and saved about 110 H-Syncs, just about halving the tim 
e taken for a loop. 


Can't complain at that. 
Cheers 


ScoTT 


James Russell wrote: 


> Why merge the OT? If you know the background is going to be behind every 3D model 
(and it will be, 

> after all, it IS the background), then just GsDrawOT the background OT, then GsDra 
wOT the foreground 


> stuff. No merging required, and almost exactly the same CPU time. 
> 

> Cheers, 

> 

> James 

> 

> -- 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 
> == Developer Support Engineer - Sony Computer Entertainment Europe 
> 

> Can fat people go skinny-dipping? 


—-MESSAGE FILE 12623 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000636 


——MESSAGE FILE 12624 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000637 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: PLease help me 

Date: Sun, 11 Oct 1998 18:15:50 -0400 
Organization: Identical Software 

Lines: 17 

Message-ID: <36212E16.66A796B6@identicalsoftware.com> 
References: <35F7436F.58B5@earthlink.net> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


Try reading "Downloading data" p204 in the User Guide 


Dennis Payne 
dulsi@identicalsoftware.com 


Chris Ramirez wrote: 


> 
> help me< I am chris ramirez the 14 yr old net yaroze member :) and I am 
> having problems with this file thing- ok here it is I downlaoded this 

> tutorial and it is telling me to download a tim-sprite image into an 

> addres like 0x800f8000, the thing I do not understand is what is the 

> deal with an addres like that. How do I download an image-tim file into 
> 

> 

> 

> 

> 


an adres like that? hmm?. please I would really like any help I can get 

:) please please please I beg any one!!! 

well thank you for reading this message 

Chris Ramirez 

p.S thank you once more :) 
—-MESSAGE FILE 12624 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000637 


--MESSAGE FILE 12625 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000638 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d Collision detection 

Date: Tue, 13 Oct 1998 15:42:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <362366CE.AEEAODC4@ndirect.co.uk> 

References: <6vggm5$6uj2@scea> <361E1F8A.DA65D1D6@ndirect.co.uk> <6vla90$7882@scea> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-56.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Antony Arciuolo wrote: 


> Actually, I would be interested. I saw some stuff on circle collision, but 
> it involved squares and square roots that didn't seem that fast to me. 

> Please let me know if you have a quick algorithm. 

> 

> Thanks. 

> 

Yeah, that sounds like the usual circle collision detection.Here's a code 
snippet: 


// define radiuses of objects 
#define OBJ1_RADIUS 16 
#define OBJ2_RADIUS 32 


// define squared radiuses 
#define OBJ1_RADIUS2 OBJ1_RADIUS*OBJ1_RADIUS 
#define OBJ2_RADIUS2 OBJ2_RADIUS*OBJ2_RADIUS 
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void check_collision(void) { 
int dx = objl.x - obj2.x; // x distance between objects 
int dy = objl.y - obj2.y; // y distance between objects 


if (dx*dx + dy*dy Հ OBJ1_RADIUS2+OBJ2_RADIUS2) ( 
// we have a collision! 


} 


The trick is to eliminate the need for any square roots. Why not just compare 
the squared values? Squaring takes very little processing time. Also, 
because the radiuses are constants, the squares and additions applied to them 
will be evaluated at compile time and won't take any processing time. So to 
detect a single collision, it only takes 2 subtractions, 2 multiplications, 1 
addition and 1 comparison. 


Don't forget that for this to work right, your co-ordinates must point to the 
centre of the sprite rather than the lop-left corner as usual. 


Hope this helps. 


Herbs 


8412 


—-MESSAGE FILE 12625 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000638 


——MESSAGE FILE 12626 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000639 

Path: chuka.playstation.co.uk!news 

From: "DASI" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: NTSC TV Trouble post script 

Date: Tue, 13 Oct 1998 19:12:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <7005f1Snec4@chuka.playstation.co.uk> 


o.uk> <361E169D.585EBA75@ndirect.co.uk> 
NNTP-Posting-Host: p74s14a01.client.global.net.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message 

> 

>So, to sum up, cropping is normal, and you should make sure that nothing 
>which is critical to your game falls into the outer 10% of the display 
>area. This applies to PAL aswell, but you should remember that it's 10% of 
>288 lines, not 10% of 256. 

> 

>Does that answer the question at all? 

> 

>Herbs 

> 


I see. Thanks for the info. It's weird that some of the NTSC NY games I've 
played don't take this into account... 


DASI 


References: <6vgfkk$rdal7@chuka.playstation.co.uk> <6vggsr$rdal8@chuka.playstation.c 


—-MESSAGE FILE 12626 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000639 


——MESSAGE FILE 12627 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000640 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Putting Sprites On-screen 

Date: Fri, 16 Oct 1998 11:25:41 -0700 
Organization: SCEA News Server 

Lines: 12 

Message-ID: <36278FA4.1C88558E@aol.com> 
NNTP-Posting-Host: 200-123-121.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


It's me, the newbie. I tried to put a sprite on-screen using EVERYONE'S 
code, including but not limited to: Scott Campbell, Ira Rainey, George 
Bain, etc etc and I get an error message from Code Warrior saying: "The 
PlayStation has generated a Bus Error on Data Load exception at 
instruction address 0x800229e8." when I try to run it. Any other 
ideas? The only thing that goes on the screen is a blank screen. I've 
had the Yaroze for 2 months and I can't put a sprite. Stop laughing, 
cuz it ain't funny. Please someone TELL ME WHAT TO DO. Thanks a lot. I 
tried: Changing the position of the TIM in memory with timTool, 
changing the brightness (r, g, b) variables etc etc. The sooner, the 
better. Thanks. =) 


—-MESSAGE FILE 12627 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000640 


—--MESSAGE FILE 12628 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000641 

Path: chuka.playstation.co.uk!news 

From: loonybit <bal24908@augsburg.baynet.de> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Putting Sprites On-screen 

Date: Fri, 16 Oct 1998 18:38:07 +0200 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3627766F.85E54847@augsburg.baynet .de> 
References: <36278FA4.1C88558E@aol.com> 
NNTP-Posting-Host: 195.37.223.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [de] (WinNT; I) 


Most times i got that error message, was, when the data pointer given to the 
LoadImage function was corrupted. 

Make sure, you're not loading your sprite to 0x80090000 (or another address) 
and overwrite it with your executable. 


Cheers, 

Andy.. 

> It's me, the newbie. I tried to put a sprite on-screen using EVERYONE'S 
> code, including but not limited to: Scott Campbell, Ira Rainey, George 
> Bain, etc etc and I get an error message from Code Warrior saying: "The 
> PlayStation has generated a Bus Error on Data Load exception at 

> instruction address 0x800229e8." when I try to run it. Any other 

> ideas? The only thing that goes on the screen is a blank screen. I've 
> had the Yaroze for 2 months and I can't put a sprite. Stop laughing, 

> cuz it ain't funny. Please someone TELL ME WHAT TO DO. Thanks a lot. I 
> tried: Changing the position of the TIM in memory with timTool, 

> changing the brightness (r, g, b) variables etc etc. The sooner, the 

> better. Thanks. $=) 
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—-MESSAGE FILE 12628 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000641 


——MESSAGE FILE 12629 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000642 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Jack) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Screen flicker 

Date: Fri, 16 Oct 1998 18:14:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36278d19.18773715@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-246-169.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I been successful in putting a sprite on the screen, but the problem 
is that the screen flickers. The picture is stable and everyrthing but 
it flickers slightly which is annoying. The DrawSync and VSync are 
both set to 0 but. If i set it to some othe number, lines apear. 

I don't really know if it is interlaced or not. 


Can anyone help? 
Safe! 


Jack 
-—-MESSAGE FILE 12629 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000642 


--MESSAGE FILE 12630 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000643 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Fri, 16 Oct 1998 11:14:14 -0700 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <708louSalr7@scea> 

References: <36278d19.18773715@news.playstation.co.uk> 
NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I may be wrong here, but... Are you drawing to both of your buffers? What 
I mean to say is... If you are using double buffering, but only drawing to 
one of the buffers, every other screen refresh would be a blank screen. 


Perhaps posting the code would help? 
-Steve 


Jack <2bad@lineone.net> wrote in message 
<36278d19.18773715@news.playstation.co.uk>... 

>Hi, 

> 

>I been successful in putting a sprite on the screen, but the problem 
>is that the screen flickers. The picture is stable and everyrthing but 
>it flickers slightly which is annoying. The DrawSync and VSync are 
>both set to 0 but. If i set it to some othe number, lines apear. 

>I don't really know if it is interlaced or not. 

> 

>Can anyone help? 

> 

>Safe! 

> 

>Jack 
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—-MESSAGE FILE 12630 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000643 


——MESSAGE FILE 12631 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000644 

Path: chuka.playstation.co.uk!news 

From: carlos marreiros <c.marreiros@virgin.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: new member 

Date: Sat, 17 Oct 1998 04:10:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <36280A89.EOF@virgin.net> 

Reply-To: c.marreiros@virgin.net 
NNTP-Posting-Host: pl2-pheasant-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-VN710-003 (Win95; 1) 


wotcha yarozers! 

I'm a new member, and though I've got alot of experience in c (in an 
academic environment), and some c++, the coding going on here is beyond 
me. Still, I'm getting there. What really gets me is that nowhere in the 
documentation provided does it explain what packets and workspaces 
are..etc..etc. I suppose that this is why these newsgroups are here. Any 
way, I've had my net yaroze for a month and still no sprite! 


But while I'm here, I wonder if I would be jumping the gun to reccommend 
the gnu compiler, and not code warriors setup, and also paint-shop pro, 
which I find very easy to use, and is it free on the net? perhaps. 

any way, I'm learning all the time, so I'll be popping my head in 
frequently. 


bye then. 
—-MESSAGE FILE 12631 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000644 


——MESSAGE FILE 12632 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000645 

Path: chuka.playstation.co.uk!news 

From: (Jack) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Sat, 17 Oct 1998 14:54:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 251 

Message-ID: <3628a5ea.2751668@news.playstation.co.uk> 

References: <36278d19.18773715@news.playstation.co.uk> <708louSalr7@scea> 
NNTP-Posting-Host: host5-99-60-85.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Fri, 16 Oct 1998 11:14:14 -0700, "Steve Spiller" 
<steve@microdot.com> wrote: 


>I may be wrong here, but... Are you drawing to both of your buffers? What 
>I mean to say is... If you are using double buffering, but only drawing to 
>one of the buffers, every other screen refresh would be a blank screen. 

> 

>Perhaps posting the code would help? 


> 
>-Steve 
Cheers Steve, 


Here you go I'm putting up the code. 


I hope someone can sort out the flickering. 
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Jack. 


#include <libps.h> 
#include <stdio.h> 
#include <stdlib.h> 
#include "pad.h" 


#define true (1) 

#define false (0) 

#define OTABLE LENGTH (12) 
#define MAX PACKETS 248000) 


#define PAL HEIGHT 
#define NTSC_WIDTH 
#define NTSC_HEIGHT (256) 
#define TIMLOC (0x80094000) 


( 

( 
#define PAL WIDTH (320) 

( 

( 


GsSPRITE sprite; 
GsBOXF boxl1; 
GSBOXF box2; 


int collision; 

int collision_x1; 

int collision_x2; 

int collision_yl; 

int collision_y2; 

int Running = true; 

u_long VerticalSyne = 0; 

GsOT OL [2.15 

GsOT_TAG OT_Array [2] [1<<OTABLE_LENGTH] ; 
PACKET Packet_Memory [2] [MAX_PACKETS]; 


int currentBuffer; 
int Random; 
int bounce; 
int bounce2; 


[KKK KKK KKK KDROTOTYPES * * & KKK KKK KKK KKK / 


void InitGraphics(); 
void RenderWorld(); 
void Joypad(); 

void initSprite(); 
void initBox(); 

void CD(); 


[BKK KKK KKK KKK KKK KKK KKK AMAT N 2 * KK * * * KKK KK KK k k k k k k KKK / 


void main() 


{ 
FntLoad(960, 256); 


( 
FntOpen(-150, -120, 320, 100, 0, 512); 
( . 


FntOpen (16, 16, 256, 200, 0, 512); 
PadInit (); 
InitGraphics(); 
initBox(); 
initSprite(); 
while (Running) { 
RenderWorld(); 


GsSortBoxFill (&box1, &OT[currentBuffer],0); 


GsSortBoxFill (&box2, &OT[currentBuffer] 
GsSortSprite (&sprite, &OT[currentBuffer 


CD(); 

Joypad();}; 

ResetGraph (3); 
}; 


[KKK KKK KK KKK k k k k k K RENDERX * % % * * KK * * * * * * KKK * * / 


void RenderWorld() 


0 


1, 


); 
0) 


Ա 
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{ 
Jante- 1: 
int currentBuffer = GsGetActiveBuff(); 
GsSetWorkBase( (PACKET*) Packet_Memory [currentBuffer]); 
GsClearOt (0, 0, &OT[currentBuffer]); 
FntPrint ("hi everyone, my first program!!!\n\n"); 
FntFlush(-1); 
//darawGame (&OT[currentBuffer]); 
DrawSync (0); 
VerticalSyne = VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0,&OT[currentBuffer]); 
GsDrawOt (&OT[currentBuffer]); 


)չ 
[RKKKKK k k k k k k k k k k k k k k k k k GRAPHIC INTIALISATION******%*%***%w****%x/ 


void InitGraphics () 


{ 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (PAL_WIDTH, PAL_HEIGHT,4, 0, 0); 
GsDefDispBuff (PAL_WIDTH, PAL_HEIGHT, PAL_WIDTH, PAL_HEIGHT); 


GsInit3D(); // 
initialise 3d graphics routine so 
// 3a and font 
functions can work 


OT[O].length = OTABLE_LENGTH; // notify OTable 
headers of OTable 

OT[1].length = OTABLE_LENGTH; // array lengths 

OT[0].org = OT_Array[0]; // notify OTable headers 
of OTable 

OT[1].org = OT_Array[1]; // array memory locations 

GsClearOt(0, 0, &OT[currentBuffer]); // clear 
out OTable sorting info 

GsClearOt (0, 0, &OT[currentBuffer+t1]); Z 


ready for use (not strictly necessary 

// as they are 
cleared before use in 

// RenderWorld() 


)չ 


[KKK KKK KKK KKK k k KK KKK JOY P AD * % * * % % * * * * * * * * * * / 


void Joypad() 
{ 


//int bounce; 
//int bounce2; 
//int bounce = boxl.x +=15; 
//int bounce2 = boxl.x +=15; 


//int Random = rand(); 
u_long PAD = PadRead(); 
if (PAD& PADselect) Running = false; 
(PAD& PADLright) boxl.x+=5; 
(PAD& PADLlIeft) boxl.x-=5; 
if (PAD& PADLup) boxl.y-=5; 
(PAD& PADLdown) boxl.y+=5; 
(PAD& PADRdown) boxl.wt+, boxl.ht++; 
if (PAD& PADstart) boxl.x = boxl.y = box2.x = box2.y = 10; 
//if (collision == true) { 
//if (box1l.x > 0) bounce = true; 
//if (boxl.x < 0) bounce2 = true; }; 


) 
//for (bounce = 0; bounce < 2; bouncett); 
if (collision_xl == true) 
if (boxl.x >= 0) boxl.x +=15; 
//for (bounce2 = 0; bounce > -2: bounce--); 
if (collision_x2 == true) 


if (boxl.x >= 0) boxl.x -=15; 
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//for (boxl.x +=15; boxl.x >200; 
//if ((box1l.x > 0)== true) boxl.x 
//for (boxl.x -»-15: boxl.x <-200; 
//if ((box1l.x < 0)== true) boxl.x 


LPG 
]; 


[RKKKKKKK KKK *COLLISION DETECTION****** 


void CD() { 


Page 


box1l.x-=15); 
Հ-15չ), 
box1.x+=15); 
=+15; 3; 


* * * KKK KK * / 


if (boxl.x > (box2.x + box2.w-1)==collision_x1| | 


box2.x > (boxl.x + boxl.w-1)==col 


ision_x2| | 


box1. 


(box2.y + box2.h-1)==co11 
(boxl.y + boxl.h-1)==coll] 


Ve 
box2.y > 


ision_yl| | 
151օո 71) 


Շօ11151օ6ո 21 = collision_x2 = Շօ11151օո 71 


= collision_y2 = false; 


//) 

else 

{ 

collision_xl = 
} 

//collision = false; 
if (collision == true) 
else 

FntPrint("\nno collision\n"); 
J; 


collision_x2 = collision_yl = collision_y2 true; 


FntPrint ("NncollisionNn"); 


[RKKKKKKKK KKK KKK KKKKXTNITIALISE GAME * * * * % * * KKK KK KK KKK * * * * / 


void initSprite() { 


GsIMAGE img; 
RECT rect; 
//FntLoad (960,256); 
//EntOpen (0,0,PAL_WIDTH, PAL_HEIGHT, 0,512); 
GsGetTimInfo ( (ս 1օոց»") (TIMLOC+4) , &img) ; 
rect.x = img.px; rect.y = img.py; rect.w = 
LoadImage (&rect,img.pixel); 
if ((img.pmode>>3)&0x01) { 
rect.x = img.cx; rect.y = 
img.ch; 
LoadImage (&érect, img.clut); 
} 
switch (img.pmode) { 
case 0x08: //4 bit with CLUT 
sprite.attribute = 0x00000000; 
sprite.w = img.pw*4; 
sprite.tpage = GetTPage(0,0,img.px, img. 
break; 
case 0x09: //8 bit with CLUT 
sprite.attribute = 0x01000000; 
sprite.w = img.pw*2; 
sprite.tpage = GetTPage(1,0,img.px, img. 
break; 
default: //16 bit 
sprite.attribute = 0x02000000; 
sprite.w = img.pw; 
sprite.tpage = GetTPage(2,0,img.px, img. 
break; 


img.pw; rect.h = img.ph; 


img.cy; rect.w = img.cw; rect.h = 


py); 


py); 


py); 
} 


sprite. 
sprite. 


= 10; sprite.y = 
= img.ph; 
sprite.u = 0; sprite.v = 0; 

sprite.cx = img.cx; sprite.cy = img.cy; 
sprite.r = 60; sprite.g = 60; sprite.b = 
sprite.mx = sprite.w/2; sprite.my = 
sprite.scalex = 4096; sprite.scaley = 
sprite.rotate = 0; 


ETK 
| 


60; 
sprite.h/2; 
4096; 
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} 


void initBox() { 
boxl.attribute = 50; 
box1l.x = 10; boxl.y = 10; 
boxl.w = 50; boxl.h = 50; 
boxl.r = 0; boxl.g = 0; boxl.b = 80; 


box2.attribute = 50; 

box2.x = -50; box2.y = 10; 

box2.w = 50; box2.h = 50; 

box2.r = 80; box2.g = 0; box2.b = 0; 


—-MESSAGE FILE 12632 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000645 


——MESSAGE FILE 12633 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000646 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Sat, 17 Oct 1998 18:12:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <3628CFE0.48EBC668@escotia. freeserve.co.uk> 

References: <36278d19.18773715@news.playstation.co.uk> <708louSalr7@scea> <3628a5ea. 
2751668@news.playstation.co.uk> 
NNTP-Posting-Host: 170-252-152.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Just the call to GsDefDispBuff I reckon. 
I've changed the code below to what I would normally have it as. 


ScoTT 


[RKKKKK k k k k k k k k k k k k k k k k K GRAPHIC INTIALISATION******%*%***%w*%***%x/ 


void InitGraphics () 
{ 


SetVideoMode (MODE_PAL) ; 
GsInitGraph (PAL_WIDTH, PAL_HEIGHT,4, 0, 0); 
GsDefDispBuff(0, 0, 0, PAL_HEIGHT) ; 


GsInit3D(); // 
initialise 3d graphics routine so 
// 3a and font 
functions can work 


OT[O].length = OTABLE_LENGTH; // notify OTable 
headers of OTable 

OT[1].length = OTABLE_LENGTH; // array lengths 

OT[0].org = OT_Array[0]; // notify OTable headers 
of OTable 

OT[1].org = OT_Array[1]; // array memory locations 

GsClearOt (0, 0, &OT[currentBuffer]); // clear 
out OTable sorting info 

GsClearOt (0, 0, &OT[currentBuffer+t1]); // 


ready for use (not strictly necessary 

// as they are 
cleared before use in 

// RenderWorld() 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 
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)չ 


V V V V 


--MESSAGE FILE 12633 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000646 


——MESSAGE FILE 12634 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000647 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Sun, 18 Oct 1998 09:24:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <3629A5A3.462B083B@revolution.co.uk> 

References: <36278d19.18773715@news.playstation.co.uk> <708louSalr7@scea> <3628a5ea. 
2751668@news.playstation.co.uk> <3628CFE0.48EBC668@escotia.freeserve.co.uk> 
NNTP-Posting-Host: 62.172.91.248 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


ScoTT Campbell wrote: 


> Just the call to GsDefDispBuff I reckon. 
> I've changed the code below to what I would normally have it as. 


v 


I would agree with that both buffers were in the same place. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


--MESSAGE FILE 12634 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000647 


——MESSAGE FILE 12635 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000648 

Path: chuka.playstation.co.uk!news 

From: Harvey Robert Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Calculating bearings - HELP! 

Date: Sun, 18 Oct 1998 11:16:45 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3629C0O0D. 4EE4@mdx.ac.uk> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hi. 
I've had a Yaroze for a few days now, and I've started writing a 2D 


game for my coursework (at Middlesex University). 


Anyway, I am in need of help. I want to write a function to calculate 
the bearing from point xl,yl to point x2,y2 using fixed point! Can 
anyone help? I've forgotten most of my a-level maths. 
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If you have a solution, please e-mail me at hc054@mdx.ac.uk! 


Regards 
Harvey 


—-MESSAGE FILE 12635 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000648 


——MESSAGE FILE 12636 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000650 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Calculating bearings - HELP! 

Date: Sun, 18 Oct 1998 12:16:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <70cj1f£$s3k5@chuka.playstation.co.uk> 
References: <3629C00D.4EE4@mdx.ac.uk> 
NNTP-Posting-Host: lon-dnbsk-038.gbr.compuserve.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Harvey Robert Cotton wrote in message <3629C00D.4EE4@mdx.ac.uk>... 
>the bearing from point x1,yl to point x2,y2 using fixed point! Can 


There is a fixed point trig library somewhere on this site. 
try http://www.netyaroze-europe.com/~nslaven/ ;-) 
cheers 


Nick S 


PS: 

tan b=dx*4096/dy sin b=dx*4096/r cos b=dy*4096/r 
dx=x2-x1; dy=y2-yl; r=sqrt (dx*dx+dy*dy) 

the signs of dx & dy will determine the quadrant 
of the bearing b. b is Odeg due north 


—-MESSAGE FILE 12636 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000650 


——MESSAGE FILE 12637 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000651 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Problem 

Date: Sun, 18 Oct 1998 15:51:54 -0400 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <70dg2jSalr13@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've been programming along, happy as can be. 
I have an object structure that holds data for the logic of my game. 
After all logic has been processed, the x and y location and the orientation 


in the object 
is transferred to the sprite. The sprite is then handled. 
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I add one member to the object, which has nothing to do with any graphics, 
nad I get this error: 


ps_sort_sprite,bg: z resolution overflow 
What could be causing this error? 


- Tony 


—-MESSAGE FILE 12637 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000651 


—--MESSAGE FILE 12638 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000652 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Problem 

Date: Sun, 18 Oct 1998 21:12:23 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 19 

Message-ID: <362A4BA7.C59625D@scee.sony.co.uk> 
References: <70dg2jSalr1l3@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Antony Arciuolo wrote: 
> 
> I add one member to the object, which has nothing to do with any graphics, 
> nad I get this error: 

> 

> ps_sort_sprite,bg: z resolution overflow 


This occurs when the priority you specify + the OT offset is less than 0. 
Check these values just before you call GsSortBg. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


How come you never hear about gruntled employees? 
—-MESSAGE FILE 12638 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000652 


--MESSAGE FILE 12639 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000653 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Putting 2 sprites on-screen 

Date: Sun, 18 Oct 1998 17:36:58 -0700 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <362A89AA.9B059C16@aol.com> 

NNTP-Posting-Host: 172-37-82.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 
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The only difference of putting 2 sprites on screen instead of one is 
that you use 2 GsImage and 2 GsSprite things, right? Are there any 
additional changes, such as 2 RECT structures? :-) Thank you. 


—-MESSAGE FILE 12639 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000653 


——MESSAGE FILE 12640 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000654 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Putting 2 sprites on-screen 

Date: Sun, 18 Oct 1998 15:49:50 -0700 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <362A708E.C3E69334@shell.jps.net> 

References: <362A89AA.9B059C16@aol.com> 

NNTP-Posting-Host: svalliap-isdn4.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


If they are 2 different sprites then yes. If they are the same sprite 
(one sprite but two images of it on the screen) then just recycle the 
GsSPRITE structure and change the X/Y members. 


Omar Metwally wrote: 

> 

> The only difference of putting 2 sprites on screen instead of one is 
> that you use 2 GsImage and 2 GsSprite things, right? Are there any 


> additional changes, such as 2 RECT structures? :-) Thank you. 

Mata ne, š zs 

- e! sg t tenchi@shell.jps.net Wins 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ae http://www. jps.net/tenchi 


—-MESSAGE FILE 12640 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000654 


—-MESSAGE FILE 12641 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000655 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Problem 

Date: Sun, 18 Oct 1998 18:59:43 -0400 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <70dr71$c891@scea> 

References: <70dg2jSalrl3@scea> <362A4BA7.C59625D@scee.sony.co.uk> 
NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


That was it! I was init'ing an array to -1's one over its actual size, and 
wouldn't ya know it! 

That's where I have my BG otPriority stored! 

Thanks a lot. 


- Tony 


James Russell wrote in message <362A4BA7.C59625D@scee.sony.co.uk>... 
>Antony Arciuolo wrote: 
>> 


>> I add one member to the object, which has nothing to do with any 
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graphics, 

>> nad I get this error: 

>> 

>> ps_sort_sprite,bg: z resolution overflow 
> 


>This occurs when the priority you specify + the OT offset is less than 0. 


>Check these values just before you call GsSortBg. 

> 

>Cheers, 

> 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 

>How come you never hear about gruntled employees? 
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-—-MESSAGE FILE 12641 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000655 


——MESSAGE FILE 12642 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000656 

Path: chuka.playstation.co.uk!news 

From: TEJ Madams <tm7130@bristol.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Transparent screen grabs? 

Date: Mon, 19 Oct 1998 10:40:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <362B0900.27655A77@bristol.ac.uk> 
NNTP-Posting-Host: sis.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.5.1 sun4u) 


Hi there, 

I've been programming the Yaroze for a couple of weeks with 
a small amount of sucess but I've come across a problem. I wanted to 
recreate that 'fade to battle' effect in FFVII and I know how it's done 
but I don't know exactly how to do it. I need to grab the screen and 
make it into a transparent sprite an paste the image back onto the 
screen again after modifying a bit. Now here's my point, to make a 
TIM image transparent, the transparency bits for every pixel in the 
image need to be set but when you grab the screen, these bits aren't 
set. Arse. All the bits in the screen grab (320*240) need to be set 
every frame which slows the frame rate down dramatically. I know it can 
be done quicker but how? 


Cheers, 
Tom. 


—-MESSAGE FILE 12642 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000656 


—-MESSAGE FILE 12643 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000657 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 2 Questions - Same Game 

Date: Mon, 19 Oct 1998 12:30:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <70f9cd$s3k10@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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Hi, 

I was wondering if anyone out there could help me? I am producing a 2D, 
tile based game for my Final year University Project. This is my first 
question: 


When using GSBG (GSCELL,GSMAP) what is the most efficient way of 
checking the value of the cell the PC character is 'standing' on? 
I.E. how can I tell if a cell is walkable/non-walkable for collision 
detection. I also wish to use this technique for the collection of bonuses 
within the level etc. 


Secondly a maths question, when moving my character around I wish to 
store a vector (x,y) of the direction it is facing so a weapon can be fired 
using this same vector. how is best to calculate this vector so it can be 
used in this situation? 

I have tried using the rotational value of the sprite, as this is how I am 
changing the visual appearance of the sprite on screen, but with no success. 
Thanks in advance, 


John 
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—-MESSAGE FILE 12643 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000657 


——MESSAGE FILE 12644 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000658 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2 Questions - Same Game 

Date: Mon, 19 Oct 1998 14:21:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <362B3CCC. 6CE99F0@hinge.mistral.co.uk> 
References: <70f9cd$s3k10@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s42-74-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


John Whitmore wrote: 


Hi, 

Secondly a maths question, when moving my character around I wish to 
store a vector (x,y) of the direction it is facing so a weapon can be fired 
using this same vector. how is best to calculate this vector so it can be 
used in this situation? 

I have tried using the rotational value of the sprite, as this is how I am 


VVVVVVV 


Using just the libs you get from Sony (with no floating point emulation): 


// Setup a direction vector, length is up to you, I'd keep it quite large though 


and scale down 

// the value later if you need to 

SVECTOR direction_vector={10,0,0},rotated_direction; 

// Setup a matrix to rotate the vector 

MATRIX rotation_matrix=GsIDMATRIX; 

// Rotate around Z axis (2d coordinate is in X/Y axis, so rotate around Z) 
RotMatrixZ( sprite_rotation_angle, &rotation_matrix) ; 

// Apply the rotation 

ApplyMatrixSV (&rotation_matrix, &direction_vector, &érotated_direction) ; 

// Final value is in rotated_direction 


Or, faster (in the 2D case) is to use a quick lookup table integer version of 
Sin/Cos 
(again, no floating point emulation): 


changing the visual appearance of the sprite on screen, but with no success. 
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// These use my own lookup table trig functions - it's easy to do one 
yourself.... 

direction_vector_x=XSinN(10,sprite_rotation_angle) ; // return X*Sin (N) 
direction_vector_y=XCosN(10,sprite_rotation_angle); // return X*Cos (N) 

> Thanks in advance, 

> 

> John 

Craig. 


--MESSAGE FILE 12644 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000658 


—-MESSAGE FILE 12645 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000659 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Mon, 19 Oct 1998 09:50:35 -0700 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <70fpvs$c893@scea> 

References: <36278d19.18773715@news.playstation.co.uk> <708louSalr7@scea> <3628a5ea. 
2751668@news.playstation.co.uk> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well, you have a global variable currentBuffer that will be used when you 
sort your object in your main loop. But, in your RenderWorld() function you 
define a new instance of currentBuffer that is local to the function. So, 
your global currentBuffer never gets updated and you are always drawing to 
the same OT when you are sorting your objects. 


Simply remove the 'int' from in front of currentBuffer = GsGetActiveBuff () 
and you should be set. :) 


-Steve 


Jack wrote in message <3628a5ea.2751668@news.playstation.co.uk>... 
>int currentBuffer; 


> 
>void RenderWorld() 
{ 
//int 1: 
int currentBuffer = GsGetActiveBuff (); 
GsSetWorkBase( (PACKET*) Packet_Memory [currentBuffer]); 
GsClearOt (0, 0, &OT[currentBuffer]); 
FntPrint ("hi everyone, my first program!!!\n\n"); 
FntFlush(-1); 
//darawGame (&OT[currentBuffer]); 
DrawSync (0); 
VerticalSyne = VSync (0); 
GsSwapDispBuff(); 
GsSortClear(0, 0, 0,&OT[currentBuffer]); 
GsDrawOt (&OT[currentBuffer]); 
J; 


VVVVVVVVVVVV VV 


—-MESSAGE FILE 12645 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000659 


——MESSAGE FILE 12646 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000660 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2 Questions - Same Game 

Date: Tue, 20 Oct 1998 16:41:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 88 

Message-ID: <362CAF35.50EF7FDA@easynet.co.uk> 
References: <70f9cd$s3k10@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


John Whitmore wrote: 


> Hi, 

> I was wondering if anyone out there could help me? I am producing a 2D, 
> tile based game for my Final year University Project. This is my first 

> question: 

> 

> When using GSBG (GSCELL,GSMAP) what is the most efficient way օք 

> checking the value of the cell the PC character is 'standing' on? 

> I.E. how can I tell if a cell is walkable/non-walkable for collision 

> detection. I also wish to use this technique for the collection of bonuses 
> within the level etc. 

> 

> Secondly a maths question, when moving my character around I wish to 

> store a vector (x,y) of the direction it is facing so a weapon can be fired 
> using this same vector. how is best to calculate this vector so it can be 
> used in this situation? 

> I have tried using the rotational value of the sprite, as this is how I am 
> changing the visual appearance of the sprite on screen, but with no success. 
> Thanks in advance, 

> 

> 

Hi John 


I don't use the GsBG functions as they're quite limited. Also, its easy to write 
your own routine. Set up a TIM file containing all your tiles (256*256 gives you 
64 tiles of size 32*32 pixels) 


The approach I use is to set up an array of numbers to represent my 'world', 
where the first three bits of the number represents the 'x' offset of the tile 
in my TIM, the next three bits represents the 'y' offset of the tile in the TIM, 
and the other two bits can be used as flags for collision detection. 


This allows me to use bit-shifting and masking (which is supposed to be very 
fast) a) to load in the correct tile on screen when I loop through the array to 
draw the tiles on screen and b) to check collisions 


To see what tile your character is on, if your tile size is 32*32, set the 
sprite's mx and my values to be the center of the sprite and divide your 
character's 'x' and 'y' sprite co-ordinates by 32. This will give you the the 
world array co-ordinates of the centre of the sprite. (object.mapX = 
object.sprite.x/32 and object.mapY = object.sprite.y/32 - see below) 


Then, if you have used bit 6 as your collision flag (#define COLLISION_FLAG 
1<<6), you just do 


if ( worldData[object.mapY] [object.mapX] ե COLLISION_FLAG ) 


to test for a collision. 


You'll need to do a bit more work to adjust object.mapX and object.mapY for 
scrolling worlds, but you get the idea. 


For storing a rotation vector, the best thing to do is when you are processing 
the keypad, rather than immediately rotating the sprite, store the rotation 
angle in a structure field, e.g. 
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if (pad & PADleft) 
object.rotAngle--; 


if (pad & PADright) 
object .rotAngle++; 


Then modularise the angle to 360 and make positive: 
object.rotAngle = (360 + (object.rotAngle % 360)) 
Use this value to rotate your sprite: 
object.sprite.rotate = object.rotAngle*ONE 


and to generate your vector: 


object .directionx 
object.directionY 


COS [object.rotAngle] 
SIN[object.rotAngle] 


where COS[] and SIN[] are predefined arrays containing cos and sine values 
scaled up by 4096 (ONE) (James Shaughnessy has kindly provided these - you can 
get these from his Web site) 


Hope this helps 


Phil 
(one day I'll finish my game...) 


—-MESSAGE FILE 12646 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000660 


——MESSAGE FILE 12647 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000661 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Jack) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Tue, 20 Oct 1998 17:42:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <362ccb6f.154364@news.playstation.co.uk> 

References: <36278d19.18773715@news.playstation.co.uk> <708louSalr7@scea> <3628a5ea. 
2751668@news.playstation.co.uk> <3628CFE0.48EBC668@escotia.freeserve.co.uk> 
NNTP-Posting-Host: host5-99-57-47.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 17 Oct 1998 18:12:00 +0100, ScoTT Campbell 
<escotia@escotia.freeserve.co.uk> wrote: 


> 
> 
>Just the call to GsDefDispBuff I reckon. 


Cheers guys for your help. I changed the GsDefDispBuff as suggested 
but it still flickers. 


Why dont you compile the code and see what I mean? 
Maybe you guys may find the problem that way. 
Just use any 4bit sprite or delete the sprite code. 


Safe! 


Jack (aka Tanvir Khan). 
—-MESSAGE FILE 12647 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000661 


——MESSAGE FILE 12648 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000662 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 
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Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screen flicker 

Date: Tue, 20 Oct 1998 19:45:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <362ce81c.7496431@news.playstation.co.uk> 

References: <36278d19.18773715@news.playstation.co.uk> <708louSalr7@scea> <3628a5ea. 
2751668@news.playstation.co.uk> <70fpvs$c893@scea> 

NNTP-Posting-Host: host5-171-238-152.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Simply remove the 'int' from in front of currentBuffer = GsGetActiveBuff () 
>and you should be set. :) 

> 

>-Steve 


Hi, 
It's Tanvir (temporarily changed my name to my nickname Jack). 


Thanks Steve mate for your kind help, now the code is working 
properly. 


And thanks to everyone else who also gave advice. 


Without you guys I wouldn't have sorted out the problem (me and my 
lack of knowledge!!!), so thanks again. 


Safe! 


Tanvir Khan 
emag design 


2bad@lineone.net 
—-MESSAGE FILE 12648 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000662 


—--MESSAGE FILE 12649 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000663 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Transparent screen grabs? 

Date: Wed, 21 Oct 1998 13:51:20 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 45 

Message-ID: <362DD8C8.3290@manc.u-net.com> 
References: <362B0900.27655A77@bristol.ac.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Yes indeed a good question there. You say you've tried setting all 
the STP bits for each frame -- but are you setting them while 

on the frame buffer? This will take in the order of 100,000 HSyncs 
if you are using a LoadImage and a StoreImage for each pixel by my 
reckoning, so as you say causes a rediculous slow-down. 


Have you tried StoreImage'ing the whole screen to main memory, 
then doing some speedy bit-masking to all the pixels, then a quick 
LoadImage back to VRAM where the sprite info is? The code could be: 


RECT screen = (0, activeBuff*240, 320, 240}; 
u_long *mainmem = (u_long *)RESERVED_MEM_ADDR; // or use malloc() 


StoreImage(&screen, &mainmem) ; 
for (i=0; i<320*240/2; i++;) 
mainmem[i] |= (1<<15) + (1<<31); 


Net Yaroze newsgroups message dump.txt 
LoadImage (&screen_sprite_area, &mainmem) ; 


Note how TWO pixel STP bits are set for each loop execution, so 

it only (?) needs to loop about 40,000 times. It's only doing one 
logical OR (as 1<<15 + 1<<31 is evaluated at compile time) so it 
should be plenty quick enough and do the trick if no other bright 
soul comes up with a better solution. 

Later, 

Jim 


TEJ Madams wrote: 
Hi there, 

I've been programming the Yaroze for a couple of weeks with 
a small amount of sucess but I've come across a problem. I wanted to 
recreate that 'fade to battle' effect in FFVII and I know how it's 
done but I don't know exactly how to do it. I need to grab the screen 
and make it into a transparent sprite an paste the image back onto 
the screen again after modifying a bit. Now here's my point, to make 
a TIM image transparent, the transparency bits for every pixel in the 
image need to be set but when you grab the screen, these bits aren't 
set. Arse. All the bits in the screen grab (320*240) need to be set 
every frame which slows the frame rate down dramatically. I know it 
can be done quicker but how? 


VVVVVVVVVV VV 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 12649 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000663 


—--MESSAGE FILE 12650 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000664 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Craig Venz <craig@cobite.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent screen grabs? 

Date: Wed, 21 Oct 1998 09:55:03 -0400 

Organization: SCEA News Server 

Lines: 54 
Message-ID: <362DE7B7.EC375C69@cobite.com> 


NNTP-Posting-Host: snew.cobite.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (X11; I; Linux 2.0.33 i586) 


James Shaughnessy wrote: 


Yes indeed a good question there. You say you've tried setting all 
the STP bits for each frame -- but are you setting them while 

on the frame buffer? This will take in the order of 100,000 HSyncs 
if you are using a LoadImage and a StoreImage for each pixel by my 
reckoning, so as you say causes a rediculous slow-down. 


Have you tried StoreImage'ing the whole screen to main memory, 
then doing some speedy bit-masking to all the pixels, then a quick 
LoadImage back to VRAM where the sprite info is? The code could be: 


RECT screen = {0, activeBuff*240, 320, 240}; 
u_long *mainmem = (u_long *)RESERVED_MEM_ADDR; // or use malloc() 


StoreImage(&screen, &mainmem) ; 
for (i=0; i<320*240/2; i++;) 

mainmem[i] |= (1<<15) + (1<<31); 
LoadImage (&screen_sprite_area, &mainmem) ; 


Note how TWO pixel STP bits are set for each loop execution, so 
it only (?) needs to loop about 40,000 times. It's only doing one 
logical OR (as 1<<15 + 1<<31 is evaluated at compile time) so it 


VVVVVVVVVVVV VV VV VV VV VV 


References: <362B0900.27655A77@bristol.ac.uk> <362DD8C8.3290@manc.u-net.com> 
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> should be plenty quick enough and do the trick if no other bright 

> soul comes up with a better solution. 

> Later, 

> Jim 

> 

> TEJ Madams wrote: 

> > Hi there, 

>> I've been programming the Yaroze for a couple of weeks with 
> > a small amount of sucess but I've come across a problem. I wanted to 
> > recreate that 'fade to battle' effect in FFVII and I know how it's 

> > done but I don't know exactly how to do it. I need to grab the screen 
> > and make it into a transparent sprite an paste the image back onto 

> > the screen again after modifying a bit. Now here's my point, to make 
> > a TIM image transparent, the transparency bits for every pixel in the 
> > image need to be set but when you grab the screen, these bits aren't 
> > set. Arse. All the bits in the screen grab (320*240) need to be set 

> > every frame which slows the frame rate down dramatically. I know it 

> > can be done quicker but how? 


I had an idea for doing this myself, by setting 2 GsSPRITE structures to 
point to the previous doublebuffer, as 16bit sprites... I would think 
that would be a real easy way to do it... 


While trying this out, though, I've had no luck getting it to work, 
whatsoever. I think I must be doing something wrong with GetTPage and 
the u and v values... <shrug> 


Anyway, I still maintain that this _should_ work. Anyone want to prove 
me wrong? 


Craig 
—-MESSAGE FILE 12650 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000664 


——MESSAGE FILE 12651 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000665 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2 Questions - Same Game 

Date: Wed, 21 Oct 1998 19:26:29 +0100 

Organization: philg@nospam.easynet.co.uk 

Lines: 35 

Message-ID: <362E2752.C32CA5AB@nospam.easynet.co.uk> 

References: <70f9cd$s3k10@chuka.playstation.co.uk> <362CAF35.50EF7FDA@easynet.co.uk> 
Reply-To: philg@nospam.easynet.co.uk 

NNTP-Posting-Host: philg.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 (Macintosh; I; PPC) 


Phil Gooch wrote: 


Then modularise the angle to 360 and make positive: 
object.rotAngle = (360 + (object.rotAngle % 360) ) 
Use this value to rotate your sprite: 


object.sprite.rotate = object.rotAngle*ONE 


VVVVVVVV VV 


Whoops, there's a couple of errors here: 


this should be: 
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object.rotAngle = object.rotAngle % 360; // modularise 
object.sprite.rotate = object.rotAngle*ONE; // rotate sprite 
then do 


object .directionxX 
between 0 and 360 
object.directiony 


ՇՕՏ | (360 + object.rotAngle) $360]; // ensures array index is 


SIN[ (360 + object.rotAngle) 360]; 


Phil 


—-MESSAGE FILE 12651 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000665 


——MESSAGE FILE 12652 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000666 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent screen grabs? 

Date: Thu, 22 Oct 1998 11:35:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <362F0A8C.299713D@bristol.ac.uk> 

References: <362B0900.27655A77@bristol.ac.uk> <362DD8C8.3290@manc.u-net.com> 
NNTP-Posting-Host: sis.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.5.1 sun4u) 


I'm doing it in sort of the way you say, although not quite the same, but 
that game phsycon (?) that was of the OUKPSM cover cd did it in 640*480. 
Hmmm. I'll give your code a bash and see if I can get it to work. 


Tom 
James Shaughnessy wrote: 


Yes indeed a good question there. You say you've tried setting all 
the STP bits for each frame -- but are you setting them while 

on the frame buffer? This will take in the order of 100,000 HSyncs 
if you are using a LoadImage and a StoreImage for each pixel by my 
reckoning, so as you say causes a rediculous slow-down. 


Have you tried StoreImage'ing the whole screen to main memory, 
then doing some speedy bit-masking to all the pixels, then a quick 
LoadImage back to VRAM where the sprite info is? The code could be: 


RECT screen = (0, activeBuff*240, 320, 240}; 
u_long *mainmem = (u_long *)RESERVED_MEM_ADDR; // or use malloc() 


StoreImage(&screen, &mainmem) ; 
for (1-0: i<320*240/2; i++;) 

mainmem[i] |= (1<<15) + (1<<31); 
LoadImage (&screen_sprite_area, &mainmem) ; 


Note how TWO pixel STP bits are set for each loop execution, so 

it only (?) needs to loop about 40,000 times. It's only doing one 
logical OR (as 1<<15 + 1<<31 is evaluated at compile time) so it 
should be plenty quick enough and do the trick if no other bright 
soul comes up with a better solution. 

Later, 

Jim 


TEJ Madams wrote: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> > Hi there, 
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>> I've been programming the Yaroze for a couple of weeks with 
> > a small amount of sucess but I've come across a problem. I wanted to 
> > recreate that 'fade to battle' effect in FFVII and I know how it's 

> > done but I don't know exactly how to do it. 

> -- 

> 

> James Shaughnessy james@manc.u-net.com 

> http://www.netyaroze-europe.com/~shaughnj 

> 


-—-MESSAGE FILE 12652 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000666 


—--MESSAGE FILE 12653 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000667 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Transparent screen grabs? 

Date: Fri, 23 Oct 1998 11:54:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 63 

Message-ID: <3630607E. 69C51AA4@easynet.co.uk> 

References: <362B0900.27655A77@bristol.ac.uk> <362DD8C8.3290@manc.u-net.com> <362F0A 
8C.299713D@bristol.ac.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


This came up a while back (I posted the question: Getting a sprite to leave a 
trail) 


The easiest way I think is to use James Russell's code he posted which uses 
sprites. When in the active buffer, point the sprite's tpage to the top left 
of your active buffer (usually tpage 0), when in the offscreen buffer set the 
sprite's tpage to the top left of your offscreen (usually tpage 16), and make 
sure to set the sprite's STP bit and you're there. 


To grab the whole screen, use two sprites 

Phil 

Tom wrote: 

I'm doing it in sort of the way you say, although not quite the same, but 
that game phsycon (?) that was of the OUKPSM cover cd did it in 640*480. 
Hmmm. I'll give your code a bash and see if I can get it to work. 

Tom 

James Shaughnessy wrote: 

Yes indeed a good question there. You say you've tried setting all 
the STP bits for each frame -- but are you setting them while 

on the frame buffer? This will take in the order of 100,000 HSyncs 


if you are using a LoadImage and a StoreImage for each pixel by my 
reckoning, so as you say causes a rediculous slow-down. 


Have you tried StoreImage'ing the whole screen to main memory, 
then doing some speedy bit-masking to all the pixels, then a quick 
LoadImage back to VRAM where the sprite info is? The code could be: 


RECT screen = (0, activeBuff*240, 320, 240}; 
u_long *mainmem = (u_long *)RESERVED_MEM_ADDR; // or use malloc() 


StoreImage(&screen, &mainmem) ; 
for (i=0; i<320*240/2; i++;) 
mainmem[i] (= (1<<15) + (1<<31); 


VN NV NP NNN V V NP VN NP, NP, NE N VV VV VV VV 


VVVVVVVVVVVVVV VV 
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LoadImage (&screen_sprite_area, &mainmem) ; 


Note how TWO pixel STP bits are set for each loop execution, so 

it only (?) needs to loop about 40,000 times. It's only doing one 
logical OR (as 1<<15 + 1<<31 is evaluated at compile time) so it 
should be plenty quick enough and do the trick if no other bright 
soul comes up with a better solution. 

Later, 

Jim 


TEJ Madams wrote: 
Hi there, 

I've been programming the Yaroze for a couple of weeks with 
a small amount of sucess but I've come across a problem. I wanted to 
recreate that 'fade to battle' effect in FFVII and I know how it's 
done but I don't know exactly how to do it. 


VV V V V 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


VVVVVVVVVVVVVVV VV VV VV 
VVVVVVVVVVVVVVV VV VV VV 


-—-MESSAGE FILE 12653 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000667 


—-MESSAGE FILE 12654 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000668 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: inside Ordering Tables 

Date: Sun, 25 Oct 1998 03:22:37 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:424 scea.yaroze.pr 
ogramming.3d_graphics:302 scee.yaroze.programming.2d_graphics:668 scee.yaroze.progra 
mming.3d_graphics: 960 


hi! 


this is a question regarding how ordering tables work. It seems that a bit 
of information is given on the green book but not as much as one would like. 


By reading the green book I understand that: 
-An ordering table is just an array of GsOT_TAG 
-A GsOT_TAG is a structure made up by: 

unsigned p : 24 

unsigned char num : 8 
the book says p is the OT ring pointer..... what is an OT ring pointer? it 
would seem that this is actually pointing to a list of packets, but I can't 
understand exactly how. 


the book doesn't even explain what num is, and it is certainly beyond me. 


could someone kindly explain with a bit more detail all these things? 


also don't forget: 

—How does it know how many packets there are in a given GsOT_TAG ? 

-Why the need to have different packets in different GSOT_TAG ? why just 
not shove them all to the same one. 


okay thanks a lot. 
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angel sastre 
aka 
reboot / incognita 


—-MESSAGE FILE 12654 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000668 


—--MESSAGE FILE 12655 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000669 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 00:21:29 -0500 

Organization: Ed Federmeyer 

Lines: 58 

Message-ID: <70ubsd$dnql1l6@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:425 scea.yaroze.pr 
ogramming.3d_graphics:303 scee.yaroze.programming.2d_graphics:669 scee.yaroze.progra 
mming.3d_graphics: 961 


Angel Sastre wrote in message <70u292S$5iq5@chuka.playstation.co.uk>... 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would 
like. 


I think the biggest problem you are going to face is that the 'TMD' format 
is specced out (not the printed manuals, look in the Web page for the 

"file formats" document and get that (along with Adobe Acrobat, to read the 
-PDF format doc, if you don't already have Acrobat). 


You can then give these 'TMD' format objects to the Yaroze library and it 
will translate all the coords and all that and create "packets" that gets 
put into the Ordering Tables.... You can use DOS/Macintosh tools to 
create "TMD" format objects or you can create the TMD objects dynamically 
at runtime for fine control over the TMD, and to deform it in real-time. 


The "Packets" are the actual hardware drawing commands that tell the 
GPU to draw your primitives (triangles, lines, whatever) into the frame 
buffer. 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! էՀ) 


So, even if you do all your own coord conversions, it's kinda all for 
nothing, 
since you can't directly create the drawing commands (packets). 


Now, if someone can please tell me I'm wrong and point us to a solution, 
that would be very cool! :-) 


>also don't forget: 

>-How does it know how many packets there are in a given GsOT_TAG ? 

>-Why the need to have different packets in different GSOT_TAG ? why just 
>not shove them all to the same one. 


I think "one OT_TAG" equals "one packet", and are used by the library 
routines 

to keep the primitives sorted properly. The packets themselves are created 
into the PACKET area, (hence you'll see PACKETMAX*24 often used to 
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define that space, the *average* size of a packet is 24 bytes, but simpler 
primitives (single color lines) are smaller than complex ones (shaded, 
textured 

quads for example). I'm guessing that the final "draw" of the OT actually 
goes 


through the PACKET area and makes all those packets presentable to the 
GPU and tells the GPU to actually get to work on the packets. 


(Again, corrections are very welcome! :-) 
EdF 


—-MESSAGE FILE 12655 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000669 


——MESSAGE FILE 12656 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000670 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 17:34:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <70vk76S5iq6@chuka.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnql6@scea> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:426 scea.yaroze.pr 
ogramming.3d_graphics:304 scee.yaroze.programming.2d_graphics:670 scee.yaroze.progra 
mming.3d_graphics: 963 


hi! 


yeah, i know you can do dynamic TMDs, but since i am trying to port an 
already-done 3dengine this doesn't fit in very well. I suppose lots օք 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! r=) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 
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i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 


angel sastre 
aka 
reboot / incognita 


ams50@bton.ac.uk 
rbt00@hotmail.com 


—-MESSAGE FILE 12656 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000670 


——MESSAGE FILE 12657 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000671 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 18:19:31 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <36346a9b.10414852@205.149.189.29> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:427 scea.yaroze.pr 
ogramming.3d_graphics:305 scee.yaroze.programming.2d_graphics:671 scee.yaroze.progra 
mming.3d_graphics: 964 


On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 
wrote: 


>hi! 

> 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would like. 
> 

>By reading the green book I understand that: 

> 

>-An ordering table is just an array of GsOT_TAG 

>-A GsOT_TAG is a structure made up by: 


> unsigned p : 24 

> unsigned char num : 8 

> 

>the book says p is the OT ring pointer..... what is an OT ring pointer? it 


>would seem that this is actually pointing to a list of packets, but I can't 
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>understand exactly how. 


My book says that p is the least significant 24 bits of a pointer to 
the next item in the list (OxFFFFFF is the end of the list). 


>the book doesn't even explain what num is, and it is certainly beyond me. 


Again, my book says that num is the number of words in the current GPU 
packet. 


That should answer your other questions. 


Mario 
—-MESSAGE FILE 12657 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000671 


--MESSAGE FILE 12658 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000672 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3d objects 

Date: Sun, 25 Oct 1998 14:43:56 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <70vvn2Seegl1@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: resnet192-20.resnet.buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:428 scea.yaroze.pr 
ogramming.3d_graphics:306 scee.yaroze.programming.2d_graphics:672 scee.yaroze.progra 
mming.3d_graphics: 965 


hi, 

i was wondering if anyone can help, 

most times when i make a 3d object in 3d-studios max and convert it to ps 
format, it comes out transparent or something, it seems like some faces of 
the polygons are see through, 

any sugestions???? 


thanks, 
DJINN 


—-MESSAGE FILE 12658 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000672 


——MESSAGE FILE 12659 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000673 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Sun, 25 Oct 1998 21:52:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36339D87.1C574F04@cthullu.freeserve.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:429 scea.yaroze.pr 
ogramming.3d_graphics:308 scee.yaroze.programming.2d_graphics:673 scee.yaroze.progra 
mming.3d_graphics: 967 


THE DJINN wrote: 
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> hi, 

> i was wondering if anyone can help, 

> most times when i make a 3d object in 3d-studios max and convert it to ps 
> format, it comes out transparent or something, it seems like some faces of 
> the polygons are see through, 

> any sugestions???? 

> 

> thanks, 

> DJINN 


Good old 3DS MAX is cack handed i.e. you need to specify -back on the dxf2rsd 
conversion (or whatever). This will put the normals the correct way around 
and so make the back face culling routines in the 3d libraries work correctly, 
so you will see only the correct polygons. 


Good luck 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 12659 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000673 


—-MESSAGE FILE 12660 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000674 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 21:55:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36339E45.A4A5493E@cthullu.freeserve.co.uk> 

References: <70u292S$5iq5@chuka.playstation.co.uk> <36346a9b.10414852@205.149.189.29> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:430 scea.yaroze.pr 
ogramming.3d_graphics:309 scee.yaroze.programming.2d_graphics:674 scee.yaroze.progra 
mming.3d_graphics: 968 


Mario Perdue wrote: 


> On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 

> wrote: 

> 

> >hi! 

>> 

> >this is a question regarding how ordering tables work. It seems that a bit 
> >of information is given on the green book but not as much as one would like. 
>> 

> >By reading the green book I understand that: 

>> 

> >-An ordering table is just an array of GsOT_TAG 

> >-A GsOT_TAG is a structure made up by: 

> > unsigned p : 24 

> > unsigned char num : 8 

>> 

> >the book says p is the OT ring pointer..... what is an OT ring pointer? it 

> 


>would seem that this is actually pointing to a list of packets, but I can't 
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> >understand exactly how. 


The OT_TAG structure (which is equivalent to a long), is a linked list of GPU 
packets to draw e.g. it is the display list for the playstation to process and 
draw into the draw buffer. 


It is a linked list so that the drawing ordering can be determined e.g. 
back-front for z-ordering. 


As it happens each entry in the ordering table (read that as a z value) can have 
multiple entries and the packets get linked to each other to preserve the linked 
list nature. 


Hope this helps, not sure what you can do with this information except try to 
play around. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


-—-MESSAGE FILE 12660 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000674 


--MESSAGE FILE 12661 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000675 

Path: chuka.playstation.co.uk!news 

From: "Robert Swan" <yod1l0@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: 25 Oct 1998 23:23:56 GMT 

Organization: UUNET 

Lines: 30 

Message-ID: <01be006e$44248840Sbc4f95c1l@default> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnql16@scea> 
NNTP-Posting-Host: userm646.uk.uudial.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:431 scea.yaroze.pr 
ogramming.3d_graphics:311 scee.yaroze.programming.2d_graphics:675 scee.yaroze.progra 
mming.3d_graphics:970 


rsl108@mdx.ac.uk 
www.netyaroze-europe.com/~middex2 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in article 
<70ubsdS$dnql6@scea>... 

> The big "problem" is that the format of the packets is not 
disclosed by 

> Sony. Apparently, its even a big pain for "Pro" developers... 
> products!! ԷՀ) 

> 

> So, even if you do all your own coord conversions, it's kinda all 
fort 

> nothing, 

> since you can't directly create the drawing commands (packets). 


I thought this was discussed sort of earlier. If we want to we can 
hack apart what goes into the otable and simply work out each 
primitive. (I mean, it isnt hard to work out what goes into drawing a 
line?) There are other issues, such as messing around with the 
workbase reference thingy (!) which would lead to corruption of 
packets if you added your own primitives to the otable then did some 
GsSorting or the other way around. Im working on something nice for 
James' demo competition, so 111 see if I can get around it (seeing as 
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if I cant I cant do what I want) 


Robert Swan 

rs108@mdx.ac.uk 

~middex2 

—-MESSAGE FILE 12661 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000675 


—--MESSAGE FILE 12662 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000676 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Mon, 26 Oct 1998 08:28:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <363432C1.1B179BlA@scee.sony.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:432 scea.yaroze.pr 
ogramming.3d_graphics:312 scee.yaroze.programming.2d_graphics:676 scee.yaroze.progra 
mming.3d_graphics:971 


There's a whole lot of into about this in the Yaroze Programming FAQ. 

On the SCEE website, go to New Members, then click on the link to see the FAQ. 
You don't really need to know how they work, but the explanation is there to 
help you better determine the size of the OT that you need. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


You are so complex that you don't always respond to danger. 
-—-MESSAGE FILE 12662 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000676 


——MESSAGE FILE 12663 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000677 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Mon, 26 Oct 1998 18:10:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3634bb05.4605867@news.playstation.co.uk> 

References: <70u292S$5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: host5-99-46-34.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:433 scea.yaroze.pr 
ogramming.3d_graphics:314 scee.yaroze.programming.2d_graphics:677 scee.yaroze.progra 
mming.3d_graphics:972 


On Sun, 25 Oct 1998 14:43:56 -0500, "THE DJINN" <ghost909@yahoo.com> 
wrote: 


>hi, 
>i was wondering if anyone can help, 
>most times when i make a 3d object in 3d-studios max and convert it to ps 
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>format, it comes out transparent or something, it seems like some faces of 
>the polygons are see through, 

>any sugestions???? 

> 

>thanks, 

>DJINN 

> 


Hi, 


In DXF2RSDW, choose 'Back-face' or 'Double' in the 'Polygon 
attribute'. 


BTW Djinn means a being made of smokeless fire, does it not? 
Safe! 


Tanvir Khan 
Emag Design 


2bad@lineone.net 


—-MESSAGE FILE 12663 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000677 


——MESSAGE FILE 12664 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000678 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Fixed Point Square Root Function 

Date: Mon, 26 Oct 1998 22:33:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <3634f7bb.491502@news.playstation.co.uk> 
NNTP-Posting-Host: p45-goshawk-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Does anyone have a function kicking around that provides an 
implementation of sqrt but for fixed point ( to replace the Yaroze's 
slooooowwww sqrt() function ) ? I think I've seen an assembler 
version ( not R3000 something else ) kicking around on one of the game 
dev web sites but it will save me some time if someones already got 
one and I'll be very grateful. 


Richard. 


—-MESSAGE FILE 12664 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000678 


——MESSAGE FILE 12665 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000679 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Fixed Point Square Root Function 

Date: Mon, 26 Oct 1998 22:52:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <712urq$5igql0@chuka.playstation.co.uk> 
References: <3634f7bb.491502@news.playstation.co.uk> 
NNTP-Posting-Host: 1d32-153.lon.compuserve.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Richard Cutting wrote in message <3634f7bb.491502@news.playstation.co.uk>... 
>Does anyone have a function kicking around that provides an 
>implementation of sqrt but for fixed point 


My fixed point trig library (plug plug) has an integer square root 
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Alternatively try 
http://www.best.com/~mxmora/umpg/UMPG_II_Math&Algorithms.html 


cheers 


Nick S 


—-MESSAGE FILE 12665 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000679 


—-MESSAGE FILE 12666 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000680 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Tue, 27 Oct 1998 00:26:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <363583CC.FC3@dial.pipex.com> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsdSdngql6@scea> <70vk76S$5iq6@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: usero378.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:434 scea.yaroze.pr 
ogramming.3d_graphics:315 scee.yaroze.programming.2d_graphics:680 scee.yaroze.progra 
mming.3d_graphics: 973 


Angel Sastre wrote: 
hi! 
yeah, i know you can do dynamic TMDs, but since i am trying to port an 


already-done 3dengine this doesn't fit in very well. I suppose lots of 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! էՀ) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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> i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 
angel sastre 

aka 


reboot / incognita 


ams50@bton.ac.uk 
rbt00@hotmail.com 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


I think the guy you should be talking to is Scott Evans ( Mr CodeMasters :) 
He's put together a natty primitives library which he let me look at 

a couple of months ago. It lets you individually sort in *every* primitive 
the GPU supports, using a familiar GsSort??? function call. I guess this 
would be ideal if you're wanting to do your own 3D engine! 


Scott did say he was going to put the lib on his homepage but he's been 
kinda quiet on the NY scene lately - too busy at work, I guess! 


Cheers, 


-Chris 
--MESSAGE FILE 12666 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000680 


——MESSAGE FILE 12667 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000681 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2 Questions - Same Game 

Date: Tue, 27 Oct 1998 10:56:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <714aqn$5iq13@chuka.playstation.co.uk> 
References: <70f9cd$s3k10@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Cheers for the help guys! 
I have managed to implement the vector section into some code and it 
works a treat!!! 
I have though decided to stick using the GsBG function for displaying the 
background (various reasons) and am still having trouble calculating the 
current cell position. Any further help would be appreciated, 
Cheers, 
John 


—-MESSAGE FILE 12667 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000681 
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——MESSAGE FILE 12668 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000682 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: how to: download psyq executables to the psx 

Date: Tue, 27 Oct 1998 17:47:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:179 scee.yaroze.progr 
amming.2d_graphics:682 scee.yaroze.programming.3d_graphics:977 scee.yaroze.programmi 
ng.codewarrior:378 scee.yaroze.programming.gnu_compiler:259 


Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


if so...can I have them? :-D 


thanks, 


angel. 


—-MESSAGE FILE 12668 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000682 


——MESSAGE FILE 12669 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000683 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 09:26:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <3636E35D.91F7A5BF@hinge.mistral.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:180 scee.yaroze.progr 
amming.2d_graphics:683 scee.yaroze.programming.3d_graphics:978 scee.yaroze.programmi 
ng.codewarrior:379 scee.yaroze.programming.gnu_compiler:260 


Angel Sastre wrote: 
Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 


V V V V V V 
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> yaroze one so that I may download it with siocons? 


Naughty Naughty. 


> 
> 
> if so...can I have them? :-D 


No. 


> thanks, 
> 
> angel. 


Craig. 


—-MESSAGE FILE 12669 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000683 


—--MESSAGE FILE 12670 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000684 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 17:16:42 +0000 

Organization: University of Brighton 

Lines: 16 

Message-ID: <3637517A.3D08@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:181 scee.yaroze.progr 
amming.2d_graphics:684 scee.yaroze.programming.3d_graphics:979 scee.yaroze.programmi 
ng.codewarrior:381 scee.yaroze.programming.gnu_compiler:261 


Sheesh Ank - I'd have thought you'd know better. But to go posting it 
here AS WELL! Man oh man... 


Oh and by the way; I hope you've read that mail I sent you re: password 
(i.e. mine) since SCEE are onto you! (I got a phonecall from Kerry who 
wondered why my e-mail address was suddenly ams50 instead of bjd3...) 


Later, 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http: //www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12670 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000684 


——MESSAGE FILE 12671 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000685 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Fixed Point Square Root Function 

Date: Thu, 29 Oct 1998 01:18:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3637c136.971597@news.playstation.co.uk> 

References: <3634f7bb.491502@news.playstation.co.uk> <712urq$5iql0@chuka.playstation 
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-co.uk> 
NNTP-Posting-Host: p45-osterich-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 26 Oct 1998 22:52:40 -0000, "Nick Slaven" 
<NickSlaven@compuserve.com> wrote: 


> 

>Richard Cutting wrote in message <3634f7bb.491502@news.playstation.co.uk>... 
>>Does anyone have a function kicking around that provides an 
>>implementation of sqrt but for fixed point 

> 

>My fixed point trig library (plug plug) has an integer square root 
>http://www.netyaroze-europe.com/~nslaven/ 

> 

>Alternatively try 
>http://www.best.com/~mxmora/umpg/UMPG_II_Mathé&Algorithms.html 

> 

>cheers 

> 

>Nick S 

> 


Cheers Nick, I've grabbed your library, although now I've managed to 
convert all my horrid maths into 6 IF statements....it's not as 
accurate but it's bloody fast ! 


On a side note, would anyone be prepared to write a basic maths 
tutorial ? I would find this very useful as I haven't used any of my 
maths for years and I've forgotten most of it. At the moment I would 
certainly find a reminder of basic geometry useful. I'm going out to 
buy a book at the weekend..... 


Richard. 
http://ww.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 12671 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000685 


——MESSAGE FILE 12672 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000686 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Fixed Point Square Root Function 

Date: Thu, 29 Oct 1998 07:59:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7197luSfj66@chuka.playstation.co.uk> 

References: <3634f7bb.491502@news.playstation.co.uk> <712urq$5iql0@chuka.playstation 
-co.uk> <3637c136.971597@news.playstation.co.uk> 

NNTP-Posting-Host: mfs2-dnbqu-133.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Richard Cutting wrote in message <3637c136.971597@news.playstation.co.uk>... 
>On a side note, would anyone be prepared to write a basic maths 

>tutorial ? I would find this very useful as I haven't used any of my 
>maths for years and I've forgotten most of it. At the moment I would 
>certainly find a reminder of basic geometry useful. I'm going out to 

>buy a book at the weekend..... 


I was going to do exactly that, when I get the time (hopefully sometime in 
the next two weeks. I also intend to update the trig library to include 
some common 3d vector maths stuff. 


Cheers 


Nick 
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What next? Newtonian Physics? 


—-MESSAGE FILE 12672 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000686 


—-MESSAGE FILE 12673 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000687 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Thu, 29 Oct 1998 17:44:50 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3638A992.C404380A@writeme.com> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnq16@scea> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:436 scea.yaroze.pr 
ogramming.3d_graphics:319 scee.yaroze.programming.2d_graphics:687 scee.yaroze.progra 
mming.3d_graphics: 981 


Ed Federmeyer wrote: 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! =) 


V V V V V V 


I think they're cautious (over-cautious) about keeping everything compatible 
with future driver revisions. Since OTs are generated by the GsSort commands, 
there is this insulating layer between the programmer and the hardware 
execution level. Its a bit of a shame, because it's fairly obvious that a lot 
of CPU time is being leaked when replicating the structures, but I guess that's 
the reason... 


James (~mrfrosty) 


—-MESSAGE FILE 12673 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000687 


--MESSAGE FILE 12674 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000688 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Thu, 29 Oct 1998 18:11:10 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3638F60E.DBB0745F@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 157.dialup.datasys.net 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:182 scee.yaroze.progr 
amming.2d_graphics:688 scee.yaroze.programming.3d_graphics:982 scee.yaroze.programmi 
ng.codewarrior:382 scee.yaroze.programming.gnu_compiler:262 


Angel Sastre wrote: 


> 

> Hi 

> 

> I've come across a few psyq executables which I would like to run, but I 

> can't download them to the playstation neither with siocons or the utility 
> which came with codewarrior. Is there a dedicated utility which will do 

> this? is there a program which will convert the psyq executable into a net 
> yaroze one so that I may download it with siocons? 

> 

> if so...can I have them? :-D 

> 

չա JCCLLZZ ALL LZ AAA AALA ulus su sS sssi oe You nut. You must be one of those 


younger newbies, not quite knowing what you are implicating when you 
post. You aren't even supose to have psyq executables unless they are in 
a game you just bought. So unless you are a professional developer, you 
got them from a underground site. 


To answer your question, psyq executables will only run on a net yaroze 
system if it leaves everything below 0x80090000 alone. 99% of all psyq 
executables load there program into this region, so that when you try to 
upload them they accidently overwrite the program that is currently 
running and the system crashes. Think about it. The net yaroze system 
will run psyq programs, just not the ones that you want it to run. 


Now, think before you post something like this again. This is the 
official Net Yaroze development discussion area, not the Underground PSX 
hacking Q&A newsgroup. 


"Darco 
—-MESSAGE FILE 12674 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000688 


—-MESSAGE FILE 12675 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000689 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:26:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 
Message-ID: <363A04CD.EQOEA3EBA@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 8D9689B42D542775C3A465D7" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:183 scee.yaroze.progr 
amming.2d_graphics:689 scee.yaroze.programming.3d_graphics:983 scee.yaroze.programmi 
ng.codewarrior:385 scee.yaroze.programming.gnu_compiler:263 


8D9689B42D542775C3A465D7 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Dear sir, 


RE: Possible possession of illegal executables 
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We would like you to return your access card and PS libraries..... 


You will probably know the rest of this Angel by the time you read it. I hope 
you're not into all of this underground crap - I for one am DEAD AGAINST any 
form of piracy, which is what this would constitute. Anyone who has any sense 
would know that PsyQ exe's, as stated by BJ, are only in the possession of 
licensed developers - which we are not. If you obtained these knowing this, 
then I hope you lose your membership....... 


Asshole. 


Tones 
Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 


8D9689B42D542775C3A465D7 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<I>Dear sir,</I> 


<P><B><I><U>RE: Possible possession of illegal executables</U></I></B> 
<P><I>We would like you to return your access card and PS libraries..... </I><I></I> 


<P>You will probably know the rest of this Angel by the time you read it.&nbsp; 
I hope you're not into all of this underground crap - I for one am DEAD 
AGAINST any form of piracy, which is what this would constitute. Anyone 

who has any sense would know that PsyQ exe's, as stated by BJ, are only 

in the possession of licensed developers - which we are not.&nbsp; If you 
obtained these knowing this, then I hope you lose your membership....... 


<P>Asshole. 


<P>Tones 
<BR>Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 
<BR>é&nbsp; </HTML> 


8D9689B42D542775C3A465D7-- 


—-MESSAGE FILE 12675 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000689 


—--MESSAGE FILE 12676 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000690 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:28:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <363A0531.141600E5@mcmail.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:184 scee.yaroze.progr 
amming.2d_graphics:690 scee.yaroze.programming.3d_graphics:984 scee.yaroze.programmi 
ng.codewarrior:386 scee.yaroze.programming.gnu_compiler:264 


> exe's, as stated by BJ, are only in the possession of licensed 

> developers - which we are not. If you obtained these knowing this, 
> then I hope you lose your membership....... 
> 
> 
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Ooops, sorry Darco - you were the one who said about licensed 
developers...Sorry! 


Cheers 
Tones 


—-MESSAGE FILE 12676 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000690 


—--MESSAGE FILE 12677 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000691 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 16:19:20 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <363A2D58.967A47AD@datasys.net> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 343.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:185 scee.yaroze.progr 
amming.2d_graphics:691 scee.yaroze.programming.3d_graphics:985 scee.yaroze.programmi 
ng.codewarrior:387 scee.yaroze.programming.gnu_compiler:265 


Tones wrote: 


> 

> Ooops, sorry Darco - you were the one who said about licensed 
> developers...Sorry! 

> 


For this you will pay dearly. ;) 


"Darco 
-—-MESSAGE FILE 12677 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000691 


——MESSAGE FILE 12678 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000692 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Boundaries!!! 

Date: Fri, 30 Oct 1998 21:45:30 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <363AA3F9.988C421E@aol.com> 

NNTP-Posting-Host: 167-18-237.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


I tried to stop the sprites from going offscreen so I added this: 
if (TestSprite.x <= (320-16) && TestSprite.y <= (240-16) ) 


This (obviosly) did not work. Now please someone tell me what I am 
suppose to do to make boundaries for sprites. Thank you very much. =) 


—-MESSAGE FILE 12678 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000692 
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--MESSAGE FILE 12679 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000693 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Boundaries!!! 

Date: Sat, 31 Oct 1998 07:00:08 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <363AB577.512BA1E5@hinge.mistral.co.uk> 
References: <363AA3F9.988C421E@aol.com> 
NNTP-Posting-Host: d3-s38-194-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Omar Metwally wrote: 


I tried to stop the sprites from going offscreen so I added this: 
if (TestSprite.x <= (320-16) && TestSprite.y <= (240-16) ) 


> 
> 
> 
> This (obviosly) did not work. Now please someone tell me what I am 
> suppose to do to make boundaries for sprites. Thank you very much. :-) 
if (TestSprite.x > (320-17) 

TestSprite.x=320-17; 
if (TestSprite.y > (240-17) ) 

TestSprite.y = 240-17; 


Craig. 


—-MESSAGE FILE 12679 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000693 


——MESSAGE FILE 12680 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000694 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sat, 31 Oct 1998 12:53:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <71f0vtSdrd2@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: asn4-244.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:186 scee.yaroze.progr 
amming.2d_graphics:694 scee.yaroze.programming.3d_graphics:986 scee.yaroze.programmi 
ng.codewarrior:388 scee.yaroze.programming.gnu_compiler:266 


Darco wrote in message <363A2D58.967A47AD@datasys.net>... 

>Tones wrote: 

>> 

>> Ooops, sorry Darco - you were the one who said about licensed 
>> developers...Sorry! 

>> 

> 

>For this you will pay dearly. ;) 

> 

>'Darco 
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Hehe! 
Tones 7) 


—-MESSAGE FILE 12680 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000694 


—--MESSAGE FILE 12681 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000695 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Boundaries still don't work 

Date: Sat, 31 Oct 1998 16:53:51 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <363BB11F.2BD02604@aol.com> 

NNTP-Posting-Host: 174-24-221.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


I tried to put boundaries to the screen, and it failed. Craig told me to 
put: 


if (TestSprite.x > (320-17) 
TestSprite.x=320-17; 

if (TestSprite.y > (240-17)) 
TestSprite.y = 240-17; 


Well, this worked, but only for the bottom and the right side of the 
screen. What about the top and left side of the screen??? 


—-MESSAGE FILE 12681 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000695 


—--MESSAGE FILE 12682 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000696 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <steve@parny.force9.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Boundaries still don't work 

Date: Sun, 01 Nov 1998 12:33:42 +0000 

Organization: Architectronics 

Lines: 23 
Message-ID: <363C5526.A8093E1A@parny. force9.co.uk> 
References: <363BB11F.2BD02604@aol.com> 

Reply-To: steve@parny.force9.co.uk 

NNTP-Posting-Host: 442.hiper01.shef.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Omar Metwally wrote: 


I tried to put boundaries to the screen, and it failed. Craig told me to 
put: 


if (TestSprite.x > (320-17) 
TestSprite.x=320-17; 

if (TestSprite.y > (240-17)) 
TestSprite.y = 240-17; 


Well, this worked, but only for the bottom and the right side of the 
screen. What about the top and left side of the screen??? 


VVVVVVVVV VV 


How about: 
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if (TestSprite.x < 0) 
TestSprite.x = 0; 
if (TestSprite.y < 0) 
TestSprite.y 


ll 
© 
- 


Steev 


-—-MESSAGE FILE 12682 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000696 


——MESSAGE FILE 12683 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000697 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Boundaries still don't work 

Date: Mon, 02 Nov 1998 09:53:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <363D80FD.64293A02@hinge.mistral.co.uk> 
References: <363BB11F.2BD02604@aol.com> 
NNTP-Posting-Host: dl-s44-76-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Omar Metwally wrote: 


> I tried to put boundaries to the screen, and it failed. Craig told me to 
> put: 

> 

> if (TestSprite.x > (320-17) 

> TestSprite.x=320-17; 

> if (TestSprite.y > (240-17) ) 

> TestSprite.y = 240-17; 

> 

> Well, this worked, but only for the bottom and the right side of the 
> screen. What about the top and left side of the screen??? 

I really do worry sometimes about some of the people sony sold 


NYS COren issa if people like this find out where you live, it could 
be a real worry (nutters, the lot of them). 


Craig. 


--MESSAGE FILE 12683 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000697 


——MESSAGE FILE 12684 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000698 

Path: chuka.playstation.co.uk!news 

From: BJ <bjd3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions,scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 11:49:32 +0000 

Organization: University of Brighton 

Lines: 11 

Message-ID: <363D9C4C.3974@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 
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Xref: chuka.playstation.co.uk playstation.ny.program.questions:187 scee.yaroze.progr 
amming.2d_graphics:698 scee.yaroze.programming.3d_graphics:990 scee.yaroze.programmi 
ng.codewarrior:389 scee.yaroze.programming.gnu_compiler:267 


Oh be nice to poor Angel - he is Spanish after all. 


*patronising Prunella Scales voice* "He's from Barcelona!!!" 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http: //www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12684 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000698 


——MESSAGE FILE 12685 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000699 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:00:32 +0000 

Organization: University of Brighton 

Lines: 14 

Message-ID: <363D9EE0.4684@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:188 scee.yaroze.progr 
amming.2d_graphics:699 scee.yaroze.programming.3d_graphics:991 scee.yaroze.programmi 
ng.codewarrior:391 scee.yaroze.programming.gnu_compiler:268 


BJ wrote: 

> 

> Oh be nice to poor Angel - he is Spanish after all. 
> 


> *patronising Prunella Scales voice* "He's from Barcelona!!!" 


SORRY! MADRID! I know that to accuse a Spaniard of being a Catalan when 
he is not is a major insult, so sorry mate... ;-) 

Screw you guys; I'm going home. Talking poo is where I draw the line. 

- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12685 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000699 


—-MESSAGE FILE 12686 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000700 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:08:06 +0000 

Organization: University of Brighton 

Lines: 9 

Message-ID: <363DA0A6.1703@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
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3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:189 scee.yaroze.progr 
amming.2d_graphics:700 scee.yaroze.programming.3d_graphics:992 scee.yaroze.programmi 
ng.codewarrior:392 scee.yaroze.programming.gnu_compiler:269 


Hang on! I did know that anyway! 
Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

-—-MESSAGE FILE 12686 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000700 


——MESSAGE FILE 12687 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000701 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:13:12 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363DA1D8.6A0@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:190 scee.yaroze.progr 
amming.2d_graphics:701 scee.yaroze.programming.3d_graphics:993 scee.yaroze.programmi 
ng.codewarrior:393 scee.yaroze.programming.gnu_compiler:270 


okay i'm using ben's account to reply. 


I never said i downloaded psyq executables, hell i didn't even know what 
they were. 


so there. 


so if you want to ban people out of the world then ban the underground 
people not me. 


yeah and real madrid rools europe. 


> *Ben's comment* - Juve were robbed! 
-—-MESSAGE FILE 12687 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000701 


—-MESSAGE FILE 12688 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000702 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:05:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <363DAE21.A8A7A839@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> <363DA0A6.1703@bton.ac.u 
k> 

Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:191 scee.yaroze.progr 
amming.2d_graphics:702 scee.yaroze.programming.3d_graphics:994 scee.yaroze.programmi 
ng.codewarrior:394 scee.yaroze.programming.gnu_compiler:271 


BJ wrote: 


> Hang on! I did know that anyway! 
> 
> Ben :-) 


Sorry Ben, no offence intended.... 
Cheers 
Tones 8) 


—-MESSAGE FILE 12688 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000702 


—-MESSAGE FILE 12689 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000703 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:18:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <363DB13D.12B9188@mcmail.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:192 scee.yaroze.progr 
amming.2d_graphics:703 scee.yaroze.programming.3d_graphics:995 scee.yaroze.programmi 
ng.codewarrior:395 scee.yaroze.programming.gnu_compiler:272 


BJ wrote: 
> okay i'm using ben's account to reply. 
I'll assume this is you, Angel... 


> I never said i downloaded psyq executables, hell i didn't even know what 
> they were. 


Then you should have said that in your initial posting... 


> so there. 
No need for that..... 


> so if you want to ban people out of the world then ban the underground 
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> people not me. 
> 


That is correct. Don't get me wrong, I have no intention on picking on 
anyone, but in all of the years I have been involved in this industry, only 
one thing get's up my nose more than anything else, and that is piracy. 

Your posting implied that you had obtained the PsyQ exe's via 
‘unconventional' means, and for that, I blasted you. Forgive me if this was 
not the case.... 


Obviously, the very reason we all use the Yaroze (99% anyway) is to get a 
foothold into the industry we all so dearly love, but if Sony were to feel 
that die-hard gamers were using their tool for more malicious intent, then I 
fear they could either pull the plug (which incidentally I seriously doubt - 
they need us as much as we need them) or maybe reconsider future projects of 
a Similar nature. Even though this posting isn't strictly about piracy, you 
must remember one thing. Piracy effects the industry and those who work in 
it - so one day, when you are sat at your desk in a games company 
programming away (or whatever), the pirates out there are taking your 


> yeah and real madrid rools europe. 


On this, I'll digress..... ! :)I hope this is the end of this posting - I 
never meant it to flare up in this way - just be a little more careful with 
what you post in future.... 


Cheers! 


Tones 8) 
"Minds are like parachutes - they only work when they're open.' 


—-MESSAGE FILE 12689 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000703 


——MESSAGE FILE 12690 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000704 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 17:28:23 +0000 

Organization: University of Brighton 

Lines: 34 

Message-ID: <363DEBB7.14FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> 

NNTP-Posting-Host: itsuite60.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:193 scee.yaroze.progr 
amming.2d_graphics:704 scee.yaroze.programming.3d_graphics:996 scee.yaroze.programmi 
ng.codewarrior:396 scee.yaroze.programming.gnu_compiler:273 


I feel I ought to share my opinion on this little debate: 


(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. In fact, I'm pretty sure it is 
about as illegal as downloading a shareware utility. The fact that Angel 
was trying to use it on his NY is academic. 
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Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12690 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000704 


——MESSAGE FILE 12691 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000705 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:01:39 +0000 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <363DF383.765Bédma-—design.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:194 scee.yaroze.progr 
amming.2d_graphics:705 scee.yaroze.programming.3d_graphics:997 scee.yaroze.programmi 
ng.codewarrior:397 scee.yaroze.programming.gnu_compiler:274 


BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 12691 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000705 


—-MESSAGE FILE 12692 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000706 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:29:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <363DFA06.D723BBD@ndirect.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

NNTP-Posting-Host: th-usr00-46.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:195 scee.yaroze.progr 
amming.2d_graphics:706 scee.yaroze.programming.3d_graphics:998 scee.yaroze.programmi 
ng.codewarrior:398 scee.yaroze.programming.gnu_compiler:275 


BJD3 wrote: 
I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. 


VVVVVVV VV 


That's like saying stealing is illegal, but receiving stolen goods is ok. 


> In fact, I'm pretty sure it is 
> about as illegal as downloading a shareware utility. The fact that Angel 
> was trying to use it on his NY is academic. 


Illegal or not, it's certainly against the spirit of the NY project. 
Now don't get me wrong - I'm not condoning piracy; I just feel that 


Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff you 
Sony". You can't sit on the fence. If you want to keep your development 
licence, you have to respect Sony and play by the rules. 


Maybe we could all try to just be friends. 


Anyway, there's my two-bob. 


Ben ;-) 


VV V NV V VV V 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
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> - Cartman 

> 

> http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 

> http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 
Herbs 


—-MESSAGE FILE 12692 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000706 


—-MESSAGE FILE 12693 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000707 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Boundaries still don't work 

Date: Mon, 02 Nov 1998 19:21:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <363e05d5.3109491@www.netyaroze-europe. com> 

References: <363BB11F.2BD02604@aol.com> <363D80FD.64293A02@hinge.mistral.co.uk> 
NNTP-Posting-Host: userm698.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 02 Nov 1998 09:53:01 +0000, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>I really do worry sometimes about some of the people sony sold 


SNY S RO. eee if people like this find out where you live, it could 
>be a real worry (nutters, the lot of them). 

> 

>Craig. 


Are you saying that because I can do a screen boundary check, people 
shouldnt be worried about me? I'll have you know Ive scared literally 
hundreds of people in my time :) 


Rob 


btw, thought Id better explain why Ive never used rsdanim. 1) never 
has a computer powerful enough to run it before, and when i did 2) 
said computer has 3dfx card which I think i read it doesnt work with. 


է ( 


—-MESSAGE FILE 12693 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000707 


—-MESSAGE FILE 12694 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000708 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 2 Nov 1998 22:23:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <711b41S9iv5@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: asnl6-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:196 scee.yaroze.progr 
amming.2d_graphics:708 scee.yaroze.programming.3d_graphics:999 scee.yaroze.programmi 
ng.codewarrior:399 scee.yaroze.programming.gnu_compiler:276 
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Thanks guys, 


BJ - I know you mean well, but I doubt very much your arguments would stand 
up in front of everyone who works in the industry. 


I wasn't picking on Angel specifically - I was using him to get my point 
across. Sure, he pi**ed me off in his first post, because at the time it 
came across as though HE was the 'pirate-or' (or whatever). 


However, whether he got hold of the exe's through himself or by others, the 
fact of the matter is that he is in possession of something he shouldn't be. 
This goes for everyone in the same boat. Talking of piracy, take a look at 
the letter in the latest issue of PSM (Official Playstation Magazine) - if 
you cross the line you can be sure they WILL find out. 


Either way, I am sure you will catch my drift - as Brian Baird@DMA 
illustrates above, pirater's and their like really get on the industries 
thingymejigs. 


Let this be a lesson to those who might try, and an end to this debate - I'm 
finding it tedious explaining the intricacies 'o' the law..... 


Tones 8) 
Feeling particularly vicious tonight...... 


—-MESSAGE FILE 12694 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000708 


--MESSAGE FILE 12695 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000709 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: 2 Nov 1998 22:21:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn73scke.i3e.tjs@longford.cs.monash.edu.au> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:197 scee.yaroze.progr 
amming.2d_graphics:709 scee.yaroze.programming.3d_graphics:1000 scee.yaroze.programm 
ing.codewarrior:400 scee.yaroze.programming.gnu_compiler:277 


On Mon, 02 Nov 1998 18:01:39 +0000, Brian Baird <brian@dma-design.com> wrote: 


>"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
>surely? They may be developing games, they may be swapping their own 
>sources - but all their development tools are pirated. 


I'd disagree. A number of people seem to have the pirated PsyQ tools, which 
is just plain wrong, but a lot more seem to have built gcc cross compilers. 
don't think there's any way that that can be illegal. The question of 
libraries is a more delicate one, but again I think there are probably people 
out there who aren't using the libraries either. 


I guess if they're producing PsyQ executables, though, the question of which 
category they fall into is rather academic] 


եռ 


Toby. 
—-MESSAGE FILE 12695 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000709 


—-MESSAGE FILE 12696 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000710 
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Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 23:56:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <363E46B6. 930FF336@hinge.mistral.co.uk> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:198 scee.yaroze.progr 
amming.2d_graphics:710 scee.yaroze.programming.3d_graphics:1001 scee.yaroze.programm 
ing.codewarrior:401 scee.yaroze.programming.gnu_compiler:278 


Brian Baird wrote: 


BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent" - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


Craig @ Intelligent Video Games Ltd. 


—-MESSAGE FILE 12696 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000710 


——MESSAGE FILE 12697 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000711 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Boundaries still don't work 

Date: Tue, 03 Nov 1998 00:00:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <363E478D.3FDB35A@hinge.mistral.co.uk> 

References: <363BB11F.2BD02604@aol.com> <363D80FD.64293A02@hinge.mistral.co.uk> <363 
e05d5.3109491@www.netyaroze-europe. com> 

NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Barry Stuart Swan wrote: 


> Are you saying that because I can do a screen boundary check, people 
> shouldnt be worried about me? I'll have you know Ive scared literally 
> hundreds of people in my time :) 


I'm trembling ;) 


> Rob 

> 

> btw, thought Id better explain why Ive never used rsdanim. 1) never 
> has a computer powerful enough to run it before, and when i did 2) 

> said computer has 3dfx card which I think i read it doesnt work with. 
> :( 


You can actually get it to work if you get Tweak3DFX and disable the 
direct3D support for 3DFX (it's only temporary, turn it off to run 
RsdANIM 

then turn it on again afterwards....). 


Craig. 


—-MESSAGE FILE 12697 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000711 


——MESSAGE FILE 12698 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000712 

Path: chuka.playstation.co.uk!news 

From: burrowinggerbil@hotmail.com (Barry Stuart Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 01:17:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <363e5853.24230181@www.netyaroze-europe. com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
711b41$9iv5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userml11l.uk.uudial.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 2 Nov 1998 22:23:44 -0000, "Tones" <caz.tones@cwmail.com> 

wrote: 

>Either way, I am sure you will catch my drift - as Brian Baird@DMA 
>illustrates above, pirater's and their like really get on the industries 
>thingymejigs. 


hmm... I've always seemed to be on my own getting pi**ed off about 
piracy. The amount of people who brag about getting pirated stuff 
amazes. Like the dickhead who came up to me (me, yaroze loving person 
who was trying to get a job at Sony) and said, I can get you any psx 
game you want for a tenner and get your psx chipped. Seeing as I was 
in the house of that persons friend and was asking him a favour I just 
looked at him and said no, I dont bother rather than give hima 
slagging off match. Funnily enough, I just laugh at hackers; if they 
want to work their way through the code without any help, good luck to 
em. So far all ive seen (or heard) hackers programs are a scrolltext 
and 1 3d object. Talk about banging your ehad against a brick wall. 


Am I the only one who has been contacted by loads of people asking for 
source code to their stuff? I reply and say, 'its on my web site 
anyway but if you can prove you are a member then ill send it to you' 
I get sh***y replies. So far its from about 10 peope. I mean, where 
are they getting my sodding email from? I have no external site or 
anything (and this was before the external demos list) 
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btw, lets keep this in the right newsgroup! 

Rob 

—-MESSAGE FILE 12698 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000712 


—-MESSAGE FILE 12699 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000713 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Boundaries still don't work 

Date: Mon, 02 Nov 1998 20:04:48 -0800 

Organization: SCEA News Server 

Lines: 8 
Message-ID: <363E80E0.845B893F@aol.com> 

References: <363BB11F.2BD02604@aol.com> <363D80FD.64293A02@hinge.mistral.co.uk> <363 
e05d5.3109491@www.netyaroze-europe.com> <363E478D.3FDB35A@hinge.mistral.co.uk> 
NNTP-Posting-Host: 171-166-241.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 

To: Craig Graham <c_graham@hinge.mistral.co.uk> 


> I really do worry sometimes about some of the people sony sold 

> NYAS TES: ZZ oe if people like this find out where you live, it could 
> be a real worry (nutters, the lot of them). 
> 
> 


Craig. 
Ha Ha. Very funny. :-( 


—-MESSAGE FILE 12699 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000713 


—--MESSAGE FILE 12700 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000714 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:43:07 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363EEC4B. 6B98@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:199 scee.yaroze.progr 
amming.2d_graphics:714 scee.yaroze.programming.3d_graphics:1002 scee.yaroze.programm 
ing.codewarrior:402 scee.yaroze.programming.gnu_compiler:279 


> "Acquired unofficially"? Acquired *illegally* is what you meant to 
> say, surely? 


Yes, yes. That is what I *meant* to say... 


The point is, owning a PsyQ exe somebody else created is completely 
legal....surely? 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
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— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12700 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000714 


——MESSAGE FILE 12701 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000715 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:54:21 +0000 

Organization: University of Brighton 

Lines: 33 

Message-ID: <363EEEED.3F98@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:200 scee.yaroze.progr 
amming.2d_graphics:715 scee.yaroze.programming.3d_graphics:1003 scee.yaroze.programm 
ing.codewarrior:403 scee.yaroze.programming.gnu_compiler:280 


> That's like saying stealing is illegal, but receiving stolen goods 
> is ok. 


No, it's like stealing a program is illegal, but receiving a document 
*created* with that program is OK. Come on, don't twist words. 


> Illegal or not, it's certainly against the spirit of the NY project. 


I agree. I'm not doing it, and I have no intention of ever doing it. 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff 
you Sony". You can't sit on the fence. If you want to keep your 
development licence, you have to respect Sony and play by the rules. 


V V V v 


True. But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... (Unless 
you get into the issue over the Sony libraries...in which case it's not 
so clear; but then Angel hasn't got the PsyQ libraries; just the 
executable.) 


Pah. 
Ben ;-) 


N.B — Whilst I defend Angel's actions, I can wholely agree with Sony's 
position. Please don't tell me I don't... 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12701 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000715 


——MESSAGE FILE 12702 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000716 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
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Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The end!!! 

Date: Tue, 03 Nov 1998 14:09:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <363F0E87.4350FB4Bécwcom.net> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 14F80148A2F91BFCF7FF6A6F" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:201 scee.yaroze.progr 
amming.2d_graphics:716 scee.yaroze.programming.3d_graphics:1004 scee.yaroze.programm 
ing.codewarrior:404 scee.yaroze.programming.gnu_compiler:281 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


BJ wrote: 
But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... 


Hi BJ, 


Don't forget one thing - you were one of the people to kick it off, 
remember! 


Right, not this IS the end of this posting. 
Cheers BJ, and no offence intended... 


Tones 8) 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
é&nbsp; 


<P>BJ wrote: 
<BR><I>But I only raised the issue because people were hounding Angel for</I> 
<BR><I>doing something which strictly speaking, isn't really illegal...</I><I></I> 


<P>Hi BJ, 


<P>Don't forget one thing - you were one of the people to kick it off, 
remember! 


<P>Right, not this IS the end of this posting. 


<P>Cheers BJ, and no offence intended... 


<P>Tones 8) 
<BR>é&nbsp; </HTML> 


14E80148A2F 91BFCF7FF6A6F-- 


-—-MESSAGE FILE 12702 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000716 
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--MESSAGE FILE 12703 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000717 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BJUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The End: 'Crusade'....(unnecessary follow-up) 

Date: Tue, 03 Nov 1998 15:06:16 +0000 

Organization: University of Brighton 

Lines: 12 

Message-ID: <363F1BE8.71FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F0E87.4350FB4Beécwcom.net> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:202 scee.yaroze.progr 
amming.2d_graphics:717 scee.yaroze.programming.3d_graphics:1005 scee.yaroze.programm 
ing.codewarrior:405 scee.yaroze.programming.gnu_compiler:282 


Cheers matey. 


(Was that pointless? But admit it - you're relieved you don't have to 
swing your handbag any more...) 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

-—-MESSAGE FILE 12703 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000717 


--MESSAGE FILE 12704 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000718 

Path: chuka.playstation.co.uk!news 

From: AMS50 <AMS50@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 15:38:21 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363F236D.7A27@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

NNTP-Posting-Host: itsuitel05.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:203 scee.yaroze.progr 
amming.2d_graphics:718 scee.yaroze.programming.3d_graphics:1006 scee.yaroze.programm 
ing.codewarrior:406 scee.yaroze.programming.gnu_compiler:283 


> so clear; but then Angel hasn't got the PsyQ libraries; just the 
> executable.) 


[i'm angel. okay i'm using ben's account because my password seems to 
be somewhere in spain - i hope you'll excuse me while I get it posted 
back to me] 
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no no and no. i didn't download any executables. i just saw them and 
wondered what they were. very innocent, really. 


hey ben you're not helping me very well :-D 


angel. 
—-MESSAGE FILE 12704 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000718 


——MESSAGE FILE 12705 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000719 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 18:06:06 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363F460E.2E1@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F236D.7A27@bton.ac.uk> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:204 scee.yaroze.progr 
amming.2d_graphics:719 scee.yaroze.programming.3d_graphics:1007 scee.yaroze.programm 
ing.codewarrior:407 scee.yaroze.programming.gnu_compiler:284 


> hey ben you're not helping me very well :-D 


Well those who play with fire...I thought you *did* have the 
exe's...sheesh...I'm opting for Tones' suggestion and dropping this 
subject... 


Ben :-/ 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 12705 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000719 


——MESSAGE FILE 12706 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000720 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Boundaries still don't work 

Date: Fri, 06 Nov 1998 17:21:22 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <36433012.8439F839@cwcom.net> 
References: <363BB11F.2BD02604@aol.com> 
NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Omar Metwally wrote: 


I tried to put boundaries to the screen, and it failed. 


put: 


Craig told me to 


if (TestSprite.x > (320-17) 
TestSprite.x=320-17; 

if (TestSprite.y > (240-17)) 
TestSprite.y = 240-17; 


Well, 
screen. 


this worked, but only for the bottom and the right side of the 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> What about the top and left side of the screen??? 


Hello Omar, 


Right, if you haven't worked it out yet, here is a suggestion 
Firstly, at the beginning of the check store the sprites position into two 
variables (Ie Playerlx, Playerly). 


Now do the check (something like this ) 


int Playerlx = TestSprite.x, Playerly = TestSprite.y; 


(TestSprite.x < (0+17))) 
//This will restore the players 


if ((TestSprite.x > (320-17)) | 
TestSprite.x = Player1lx; 
position 


if ((TestSprite.y > (240-17) ) | (TestSprite.x < (0+17))) 
TestSprite.y = Playerly; 
Basically all it is doing is testing 2 conditions on each pass - and if they 


are true, it'll 
leave the player where he is. 
sides of the screen. 


This will sort out the problem of testing all 


Hope this helps 


Tones 8) 


8470 


—-MESSAGE FILE 12706 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000720 


—--MESSAGE FILE 12707 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000721 
Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: gouraud sprites 

Date: Tue, 10 Nov 1998 12:42:56 +0000 
Organization: PlayStation Net Yaroze 
Lines: 11 

Message-ID: <364834D0.1AD1@ecs.ox.ac.uk> 
Reply-To: m93cec@ecs.ox.ac.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; 


(SCEE) 


charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 
Hi, 


gouraud shaded sprites ? don't appear to 
libs (unless I've missed something). Has 
them using any other methods reverse 
drawing then as 3d seem feasible, but if 


be easily possible in the given 
anyone had any success with 
engineering the packet data, or 
anyones already tackled this 


then I'll not start reinventing the wheel.. 


cheers 


Charlie 


Net Yaroze newsgroups message dump.txt Page 8471 


—-MESSAGE FILE 12707 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000721 


—-MESSAGE FILE 12708 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000722 

Path: chuka.playstation.co.uk!news 

From: James Tait <root@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Linux TIMs 

Date: Wed, 11 Nov 1998 21:42:33 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 9 

Message-ID: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Hi folks, 

was just wondering if anyone had done a plugin for the GIMP to save to 
TIM format, in the same vein as the Photoshop one. Or if the TIMUtil 
had been converted for Linux. Or if the sources for the DOS/Windoze 
versions of either were available. Anybody? Please? 


Take care, 


JT 
—-MESSAGE FILE 12708 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000722 


—--MESSAGE FILE 12709 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000723 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: 11 Nov 1998 22:59:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <slrn74k5mh.8u0.tjs@longford.cs.monash.edu.au> 
References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 11 Nov 1998 21:42:33 +0000, James Tait wrote: 

>Hi folks, 

> was just wondering if anyone had done a plugin for the GIMP to save to 
>TIM format, in the same vein as the Photoshop one. Or if the TIMUtil 
>had been converted for Linux. Or if the sources for the DOS/Windoze 
>versions of either were available. Anybody? Please? 


Someone outside the yaroze group has released most of a gimp plugin. 

I tend to just use the python imaging library to read in a picture and then 
dump raw data. I started working on a python TIMUtil, but it was so intensely 
boring that I decided to give up in favour of small scripts that I can just use 
to dump the data with. Making them dump a TIM as output should be pretty easy. 


Toby. 
-—-MESSAGE FILE 12709 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000723 


——MESSAGE FILE 12710 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000724 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: Wed, 11 Nov 1998 21:49:16 -0500 

Organization: Identical Software 
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Lines: 9 

Message-ID: <364A4CAC.763F566A@identicalsoftware.com> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


> Someone outside the yaroze group has released most of a gimp plugin. 


Do you know where the plugin is? I've created some programs to convert 
from pcx to tim and back. I'll be posting the source code soon. I'm 
attempting to collect all the information to use linux and the net 
yaroze. Any pointers would be appreciated. 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 12710 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000724 


--MESSAGE FILE 12711 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000725 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: 12 Nov 1998 02:26:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn74khqi.9es.tjs@longford.cs.monash.edu.au> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Wed, 11 Nov 1998 21:49:16 -0500, Dennis Payne wrote: 


>> Someone outside the yaroze group has released most of a gimp plugin. 
> 

>Do you know where the plugin is? I've created some programs to convert 
>from pcx to tim and back. I'll be posting the source code soon. I'm 
>attempting to collect all the information to use linux and the net 
>yaroze. Any pointers would be appreciated. 

> 

>Dennis Payne 

>dulsi@identicalsoftware.com 


the URL is 
http://www.cerc.utexas.edu/~andrewk/psx 


Toby. 
—-MESSAGE FILE 12711 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000725 


—--MESSAGE FILE 12712 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000726 

Path: chuka.playstation.co.uk!news 

From: "“Radouan Khechane" <rad@cyberdude.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: ResetGraph (?) 

Date: Thu, 12 Nov 1998 19:30:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <72fcu3$5bg3@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-8.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I was just wondering what effect ResetGraph had when called just before 
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exiting? It doesn't seem to make any difference. 
ResetGraph(0) initialises and ResetGraph (1) cancels the current drawing but 
what does ResetGraph(3) do? 


Also while I'm asking, what's the difference between these two defines? 


#define NUMBER 1 
and 
#define NUMBER (1) 


Is the second one, something to do with ansi c standard? 
Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12712 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000726 


--MESSAGE FILE 12713 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000727 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: ResetGraph (5) 

Date: Thu, 12 Nov 1998 19:47:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <364B3B6A.D03FD692@hinge.mistral.co.uk> 
References: <72fcu3$5bg3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s4-36-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Radouan Khechane wrote: 
Also while I'm asking, what's the difference between these two defines? 
#define NUMBER 1 


and 
#define NUMBER (1) 


VV V V V V V 


Is the second one, something to do with ansi c standard? 


In that example nothing, but in general bracketing defines is a good thingas it 
avoids problems with operator precedence doing unexpected things 

to your code. 

eg. 


// define Tl & T2 to both equal 3 
#define T1 1+2 


#define T2 (1+2) 
a=54+T1*3; // a=5+1+2*3=12 
b=5+T2*3; // a=5+(1+2) *3=14; 


a & b will not be equal. 
This is because * has a higher precedance than +. 


> Rad. 
Hope that helps.... 


Craig. 
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-—-MESSAGE FILE 12713 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000727 


——MESSAGE FILE 12714 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000728 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: ResetGraph (5) 

Date: Thu, 12 Nov 1998 21:58:03 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 17 

Message-ID: <364B59EB.347DD52Béscee.sony.co.uk> 
References: <72fcu3$5bg3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 
X-Accept-Language: en 


Radouan Khechane wrote: 
> 


> ResetGraph(0) initialises and ResetGraph(1) cancels the current drawing but 
> what does ResetGraph(3) do? 


ResetGraph(0) and ResetGraph(3) are identical. ResetGraph(5) is identical to 0 and 3 
, except it 
doesn't print out the "ResetGraph" string to SIOCONS. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
—-MESSAGE FILE 12714 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000728 


—--MESSAGE FILE 12715 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000729 

Path: chuka.playstation.co.uk!news 

From: "Radouan Khechane" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: Fri, 13 Nov 1998 00:04:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <72ft10S5bg6@chuka.playstation.co.uk> 

References: <72fcu3S$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Beéscee.sony.co.uk 
> 
NNTP-Posting-Host: vil-8.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Russell wrote in message <364B59EB.347DD52Béscee.sony.co.uk>... 
>Radouan Khechane wrote: 

>> 

>> ResetGraph(0) initialises and ResetGraph (1) cancels the current drawing 
but 

>> what does ResetGraph(3) do? 

> 

>ResetGraph(0) and ResetGraph(3) are identical. ResetGraph(5) is identical 
to 0 and 3, except it 

>doesn't print out the "ResetGraph" string to SIOCONS. 

> 
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I see, but where is this info? Or are they just undocumented features? 


Also does anybody know the effect of calling ResetGraph before exiting? 


>Cheers, 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 

Thanks, 

Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12715 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000729 


——MESSAGE FILE 12716 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000730 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Collisons Between 2 Sprites 

Date: Thu, 12 Nov 1998 20:55:25 -0800 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <364BBBBD.39EFOF37@aol.com> 

NNTP-Posting-Host: 204-50-247.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


I can make a function to detect 2 sprites colliding, but I don't know 
what to make the 2 sprites do once a collision is detected. Could 
someone please write a function or give me code to prevent them from 
overlapping? t-—h-a-n-k y-o-u i-n a-d-v-a-n-c-e 


—-MESSAGE FILE 12716 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000730 


--MESSAGE FILE 12717 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000732 

Path: chuka.playstation.co.uk!news 

From: James Tait <root@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: Fri, 13 Nov 1998 05:35:06 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 16 

Message-ID: <364BC50A.775F4D89@wyrddreams.demon.co.uk> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> <slrn74khqi.9es.tjs@long 
ford.cs.monash.edu.au> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Toby Sargeant wrote: 
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> 
> the URL is 
> http://www.cerc.utexas.edu/~andrewk/psx 


Cheers again mate, what a gem you are. Now, hands up who knows why GIMP 
won't save in TIM format after I installed the plugin. *80D It would 
much rather tell me: 


TIM: unknown image type, aborting 
Suggestions anyone? 
Take care, 


JT 
—-MESSAGE FILE 12717 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000732 


——MESSAGE FILE 12718 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000733 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: Fri, 13 Nov 1998 08:11:37 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <364BE9B9.53A631D7@scee.sony.co.uk> 

References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft10S$5bg6@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


Radouan Khechane wrote: 
> 


> I see, but where is this info? Or are they just undocumented features? 


This info isn't in the docs - I got it from the source code. Since ResetGraph only r 
eally has two 

different modes, and they're both documented in the manuals, I guess they didn't see 
the need to 

include the behaviour of modes 3 and 5. 


> Also does anybody know the effect of calling ResetGraph before exiting? 


The transfer program will call ResetGraph after you exit, so you don't have to worry 
about calling 
it after exit. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Talk is cheap because Supply exceeds Demand. 
—-MESSAGE FILE 12718 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000733 


—--MESSAGE FILE 12719 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000734 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: Fri, 13 Nov 1998 09:16:06 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 8 

Message-ID: <364BF8D6.A1374C11@scee.sony.co.uk> 
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References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft1l0$S5bgé6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 


Whoops - ResetGraph(0) and ResetGraph(3) do have different behaviours. ResetGraph (3) 
will preserve 
the current display environment. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Talk is cheap because Supply exceeds Demand. 
-—-MESSAGE FILE 12719 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000734 


—-MESSAGE FILE 12720 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000735 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Collisons Between 2 Sprites 

Date: 13 Nov 1998 14:21:12 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 23 

Message-ID: <72hf80$5bg14@chuka.playstation.co.uk> 
References: <364BBBBD.39EFOF37@aol.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


You basically want to backup the 2 sprites upon collision based 

on th given speed of the sprites in which direction they are travelling. 
Check out the tutorial that I put together on the members site. 

Full source code is listed for all examples. 


Regards, 


George 


In article <364BBBBD.39EFOF37@aol.com>, Metwally7@aol.com says... 
> 
>I can make a function to detect 2 sprites colliding, but I don't know 
>what to make the 2 sprites do once a collision is detected. Could 
>someone please write a function or give me code to prevent them from 
>overlapping? t-—h-a-n-k y-o-u i-n a-d-v-a-n-c-e 

> 

> 

> 


-—-MESSAGE FILE 12720 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000735 


--MESSAGE FILE 12721 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000736 

Path: chuka.playstation.co.uk!news 

From: "Sonia Pursley" <sonia@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: GsBackground functions 

Date: 15 Nov 1998 14:30:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 27 

Message-ID: <0Olbel0a3$edf£32080SLocalHost@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


All - 


I've been playing with the GsInit/SortFixBgl6 background functions and I'm 
a tad confused. 


The functions themselves work as expected - constructed as they are from 
instances of GsCELL glued together with a GSMAP ե GSBG. 

However, my confusion arises from the fact that while GsMAP allows you to 
specify cell height and width (cellh,cellw) and GsBG allows you to specify 
scale and rotation values, the drawing function GsSortFixBg1l6 confines you 
to a fixed cell size of 16x16 with no scale or rotation functionality. 


Is there another slower but more feature rich rendering function that also 
employs the BG/MAP/CELL structures (as with SortSprite and SortFastSprite) 
or am I missing the point somewhere? 


Response appreciated - but be gentle with me, I've only had the box for 2 
weeks :-) 


- Miles 


PS A quick tip for any other new users out there: A good book to read if 
you're learning 'C' is 'C-The Complete Reference' by Herbert Schildt (sorry 
I don't know the ISBN as it's in my office, but it's published by Osborne). 
He's very easy to read and I pretty much learned the language from edition 
1 of this book a few years back. 


-—-MESSAGE FILE 12721 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000736 


——MESSAGE FILE 12722 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000737 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthompson@mantis94.freeserve.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sun, 15 Nov 1998 14:43:11 +0000 

Organization: Mantis Software 

Lines: 40 

Message-ID: <364EE87F.BB55A768@mantis94.freeserve.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-design.com> <36 
3E46B6. 930FF336@hinge.mistral.co.uk> 

Reply-To: ianthompson@mantis94.freeserve.co.uk 

NNTP-Posting-Host: modem-5.argon.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:205 scee.yaroze.progr 
amming.2d_graphics:737 scee.yaroze.programming.3d_graphics:1019 scee.yaroze.programm 
ing.codewarrior:414 scee.yaroze.programming.gnu_compiler:285 


Craig Graham wrote: 


> Brian Baird wrote: 

> 

> > 8703 wrote: 

>>> 

> > > Now don't get me wrong - I'm not condoning piracy; I just feel that 
> > > Angel has become a bit of a scapegoat for anti-piracy emotions. And 
> > > that. 
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Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VV V V V V V 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


VVVVVVVVVVVVVVV VV VV VV 


Craig @ Intelligent Video Games Ltd. 


Caetla! 
Nothing to do with the PSX AR replacment ROM used by the hacks? 
IAN 


—-MESSAGE FILE 12722 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000737 


—--MESSAGE FILE 12723 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000738 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Graphics Prob. 

Date: Sun, 15 Nov 1998 23:04:10 GMT 

Organization: Twisted Minds 

Lines: 13 

Message-ID: <364f5c47.4485932@news.playstation.co.uk> 
NNTP-Posting-Host: du-1519.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


I have had my Yaroze a couple of months and i am having a prob 
displaying my sprites, but i have already made one game that has 
working graphics, i can't seem to work out why there not working in my 
new game. 


So please if anyone out there has some spare time to help me please 
contact me at the e-mail address on my site, 
www.netyaroze-europe.com/mnaylor/, and i can then send u the codde i 
am haiving probs with. 


Thanx a lot in advance!!!! 


Mark 
-—-MESSAGE FILE 12723 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000738 


——MESSAGE FILE 12724 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000739 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Mon, 16 Nov 1998 09:18:17 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <364FEDD9.CC317D78@scee.sony.co.uk> 
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References: <364f5c47.4485932@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Mark wrote: 

> 

I have had my Yaroze a couple of months and i am having a prob 
displaying my sprites, but i have already made one game that has 
working graphics, i can't seem to work out why there not working in my 
new game. 


V V V V 


Check out the Yaroze Programming FAQ (off the New Members page). It has a couple of 
hints with 
regard to this. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Some are happy with the stars. I want the sun. 


-—-MESSAGE FILE 12724 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000739 


—--MESSAGE FILE 12725 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000740 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: Tue, 17 Nov 1998 00:13:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <72qf11Sdvm4@chuka.playstation.co.uk> 

References: <72fcu3S$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Beéscee.sony.co.uk 
> <72ft10S$5bgé6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> 
NNTP-Posting-Host: vil-22.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


James Russell wrote: 


>> Also does anybody know the effect of calling ResetGraph before exiting? 

> 

>The transfer program will call ResetGraph after you exit, so you don't have 
to worry about calling 

>it after exit. 

> 


I'm still confused by this! It's just that I'm curious to find out why on 
all the source code out there people call ResetGraph before exiting. And it 
isn't just ResetGraph(3) it's 0, 1 or 3! 


Basically my two main questions are: 


1. Why call ResetGraph at all just BEFORE the program exits? What effect 
does it have on a yaroze program? My guess is that it might be useful for a 
demo on a cover disk, so that when the user exits the demo and plays the 
next one the graphics environment will be reset/initialised for the next 
demo. 

But it can't be used before exiting on a commercial game since there is no 
exit option - the user just turns off the playstation when they've finished? 


2. What's the parameter to use in these situations, 0, 1, 3, 5? 
Thanks for any help. 


Rad. 
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rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12725 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000740 


——MESSAGE FILE 12726 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000741 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: 17 Nov 1998 12:01:31 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 50 

Message-ID: <72roirSdvm6@chuka.playstation.co.uk> 

References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft10S5bg6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> <72qf11$ 
dvm4@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 
I'll clear up the confusion. 


ResetGraph(0) - use this when your doing your startup code 
— completely resets the GPU, etc... 


ResetGraph (1) - use this when your doing some interlace drawing 
- cancels current drawing and flushes the command buffer 


ReserGraph(3) - you will NEVER need to use this since it is 
used when doing overlays (child programs use this) 
— same as ResetGraph(0) but preserves the current display 
and drawing environments 


So it really doesn't matter what you use to close your program...since 
when you load it up again you are going to do a ResetGraph(0) anyway!! 


Regards, 


George@SCEE 


>I'm still confused by this! It's just that I'm curious to find out why on 
>all the source code out there people call ResetGraph before exiting. And it 
>isn't just ResetGraph(3) it's 0, 1 or 3! 

> 

>Basically my two main questions are: 

> 

»1. Why call ResetGraph at all just BEFORE the program exits? What effect 
>does it have on a yaroze program? My guess is that it might be useful for a 
>demo on a cover disk, so that when the user exits the demo and plays the 
>next one the graphics environment will be reset/initialised for the next 
>demo. 

>But it can't be used before exiting on a commercial game since there is no 
>exit option - the user just turns off the playstation when they've finished? 
> 

>2. What's the parameter to use in these situations, 0, 1, 3, 5? 

> 

>Thanks for any help. 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 
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> 
> 


—-MESSAGE FILE 12726 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000741 


—-MESSAGE FILE 12727 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000742 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: Tue, 17 Nov 1998 15:14:15 +0000 

Organization: The Hex Heroes 

Lines: 33 

Message-ID: <365192C6.F844E3AB@writeme.com> 

References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft10S5bg6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> <72qf11$ 
dvm4@chuka.playstation.co.uk> <72roirSdvm6@chuka.playstation.co.uk> 
NNTP-Posting-Host: juno.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Are you guys sure about this...? 


I've had programs crash with RG(0) that resolve with RG(1), 
Likewise, I'm _absolutely_ sure I had one with RG(3) that resolved with RG(5)... 


So far, I've stuck with RG(5) - Its not let me down so far. 
James. 

George Bain wrote: 

Hi there, 

I'll clear up the confusion. 


ResetGraph(0) - use this when your doing your startup code 
— completely resets the GPU, etc... 


ResetGraph (1) - use this when your doing some interlace drawing 
— cancels current drawing and flushes the command buffer 


ReserGraph(3) - you will NEVER need to use this since it is 
used when doing overlays (child programs use this) 
— same as ResetGraph(0) but preserves the current display 
and drawing environments 


So it really doesn't matter what you use to close your program...since 
when you load it up again you are going to do a ResetGraph(0) anyway!! 


Regards, 


VVVVVVVVVVVVVVV VV VV VV 


George@SCEE 


—-MESSAGE FILE 12727 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000742 


——MESSAGE FILE 12728 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000743 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: Tue, 17 Nov 1998 21:30:49 GMT 

Organization: ArgoNet, but does not reflect its views 

Lines: 71 

Distribution: world 
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Message-ID: <na.95993948a6.a701la0rfredw@argonet.co.uk> 

References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft10S5bg6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> <72qf11$ 
dvm4@chuka.playstation.co.uk> <72roirSdvm6@chuka.playstation.co.uk> <365192C6.F844E3 
AB@writeme.com> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: usero207.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound "1.3782 


In article <365192C6.F844E3AB@writeme.com>, James Rutherford 
<hexheroes@writeme.com> wrote: 
> Are you guys sure about this...? 


Well, since James Russell has given out the specs, I guess I can send 
this without being in breach of NDA... Like I *can't* do with the 
graphic packet specs - Gah!... 

Grief, it's only a few structure definitions, & a couple of macros for 
sticking the things into OT's, guys... No-one's asking for access to 
the GTE! (erm... yet?) 

Where was I? Ohyeah... 


Extract from the "pro" lib docs, to back up what James posted:- 


ResetGraph(n) Callbacks DISPENV DRAWENV Command Queue 
0 Initted Initted Initted Initted 
1 (kept) (kept) (kept) Initted 
3 Initted (kept) (kept) Initted 


> I've had programs crash with RG(0) that resolve with RG(1), 
> Likewise, I'm _absolutely_ sure I had one with RG(3) that resolved with 
> RG(5)... 


I'd assume that the former relied on the display being already set up 
to some degree & thus failed if it wasn't. And that the latter, ermmmm, 
had something to do with the serial connection screwing up for whatever 
reason...? Oh, alright, I dunno... 


Oh, and as to the "so why *does* everyone use ResetGraph(3) at the end, 
when it ain't documented" question, it's a case of "because the original 
(balls) example did". 


Which in turn is because the authors of *that* were used to the pro 
libs, and that's what people who are used to the pro libs do, because 
they need to unhook from the graphic system without destroying the 
loading screen, before chaining in the next process. 


ttfin 
Fred 
> So far, I've stuck with RG(5) - Its not let me down so far. 
> James. 
> George Bain wrote: 
> 
> > Hi there, 
>> 
> > I'll clear up the confusion. 
>> 
> > ResetGraph(0) - use this when your doing your startup code 
>> - completely resets the GPU, etc... 
>> 
> > ResetGraph(1l) - use this when your doing some interlace drawing 
>> - cancels current drawing and flushes the command buffer 
>> 
> > ReserGraph(3) - you will NEVER need to use this since it is 
>> used when doing overlays (child programs use this) 
>> - same as ResetGraph(0) but preserves the current display 
>> and drawing environments 
>> 
> > So it really doesn't matter what you use to close your program...since 
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when you load it up again you are going to do a ResetGraph(0) anyway!! 


Regards, 


VVVVYV 
V V V V V 


George@SCEE 


-—-MESSAGE FILE 12728 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000743 


—--MESSAGE FILE 12729 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000744 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: 18 Nov 1998 11:05:02 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <72u9kuSolgql@chuka.playstation.co.uk> 

References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft10S$5bg6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> <72qf11$ 
dvm4@chuka.playstation.co.uk> <72roirSdvm6@chuka.playstation.co.uk> <365192C6.F844E3 
AB@writeme.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi James, 


Positive about it. In fact you really don't even have to 
call ResetGraph(0) since GsInitGraph() calls it anyway. 

Just make sure you call GsInitGraph() before loading anything 
in VRAM. 


Regards, 


George 


In article <365192C6.F844E3AB@writeme.com>, hexheroes@writeme.com says... 
> 

>Are you guys sure about this...? 

> 

>I've had programs crash with RG(0) that resolve with ՔՇ(1), 

>Likewise, I'm _absolutely_ sure I had one with RG(3) that resolved with 
RG(5)... 

> 

>So far, I've stuck with RG(5) - Its not let me down so far. 

> 

>James. 


—-MESSAGE FILE 12729 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000744 


——MESSAGE FILE 12730 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000745 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ResetGraph (5) 

Date: 18 Nov 1998 11:08:39 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Distribution: world 

Message-ID: <72u9rnSolq2@chuka.playstation.co.uk> 

References: <72fcu3$5bg3@chuka.playstation.co.uk> <364B59EB.347DD52Béscee.sony.co.uk 
> <72ft10S5bg6@chuka.playstation.co.uk> <364BE9B9.53A631D7@scee.sony.co.uk> <72qf11$ 
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dvm4@chuka.playstation.co.uk> <72roirSdvm6@chuka.playstation.co.uk> <365192C6.F844E3 
AB@writeme.com> <na.95993948a6.a701la0rfredw@argonet.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


No, it was because of menu programs that launched example 
programs such as the ball demo. That's why the ball demo uses 
ResetGraph(3)....so when you exited the example program back to 
the menu the screen would't get messed up. 


George 


In article <na.95993948a6.a701la0Orfredw@argonet.co.uk>, rfredw@argonet.co.uk 
says... 


> Oh, and as to the "so why *does* everyone use ResetGraph(3) at the end, 
>when it ain't documented" question, it's a case of "because the original 
>(balls) example did". 

> 

> Which in turn is because the authors of *that* were used to the pro 
>libs, and that's what people who are used to the pro libs do, because 
>they need to unhook from the graphic system without destroying the 
>loading screen, before chaining in the next process. 


> 
> ttfn 
> Fred 


—-MESSAGE FILE 12730 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000745 


——MESSAGE FILE 12731 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000746 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Wed, 18 Nov 1998 19:57:06 GMT 

Organization: Twisted Minds 

Lines: 22 

Message-ID: <36532667.11071933@news.playstation.co.uk> 

References: <364£5c47.4485932@news.playstation.co.uk> <364FEDD9.CC317D78@scee.sony.c 
o.uk> 

NNTP-Posting-Host: du-1215.claranet.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


On Mon, 16 Nov 1998 09:18:17 +0000, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


<*>> I have had my Yaroze a couple of months and i am having a prob 

<*>> displaying my sprites, but i have already made one game that has 

<*>> working graphics, i can't seem to work out why there not working in my 
<^>> new game. 

<*> 

<*>Check out the Yaroze Programming FAQ (off the New Members page). It has a 
couple of hints with 

<*>regard to this. 


ՀԸ»: 

Հ՞--- 

<“>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
<*>== Developer Support Engineer - Sony Computer Entertainment Europe 
<*> 

<*>Some are happy with the stars. I want the sun. 


i have looked at the FAQ and that didn't help at all. 
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any other ideas?? 


—-MESSAGE FILE 12731 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000746 


——MESSAGE FILE 12732 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000747 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Graphics Prob. 

Date: Wed, 18 Nov 1998 21:18:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36533826.416144@news.playstation.co.uk> 
References: <364f5c47.4485932@news.playstation.co.uk> 
NNTP-Posting-Host: p03-pheasant-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 15 Nov 1998 23:04:10 GMT, reaper@clara.net (Mark) wrote: 


>I have had my Yaroze a couple of months and i am having a prob 
>displaying my sprites, but i have already made one game that has 
>working graphics, i can't seem to work out why there not working in my 
>new game. 

> 

>So please if anyone out there has some spare time to help me please 
>contact me at the e-mail address on my site, 
>www.netyaroze-europe.com/mnaylor/, and i can then send u the codde i 
>am haiving probs with. 

> 

>Thanx a lot in advance!!!! 

> 

>Mark 


It's not something to do with the position of whatever is comprising 
the sprites in VRAM is it ? ( i.e. the position that you set the image 
containing your sprites to when you convert the bitmap via TIMUTIL or 
whatever ... ). I think that the X and Y co-ordinates have to be a 
multiple of 16, if I'm wrong please correct me.... 


Richard. 


-—-MESSAGE FILE 12732 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000747 


——MESSAGE FILE 12733 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000748 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Thu, 19 Nov 1998 10:07:08 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <3653EDCC. 7A6AE27@scee.sony.co.uk> 

References: <364£5c47.4485932@news.playstation.co.uk> <364FEDD9.CC317D78@scee.sony.c 
o.uk> <36532667.11071933@news.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


Mark wrote: 
> 


> any other ideas?? 


Ok so if you've read the FAQ then you've confirmed that: 
o Your GSSPRITEs are set up correctly. Check it AGAIN, one little mistake and you 
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see zilch 


o The sprite image is in VRAM (confirmed with MovelImage) 
o Your OT's are set up correctly 
o You're setting your packet base every frame. 
o Your X/Y coordinates are sensible. 
o Your Sprite RGB values aren't 0. 
Here's a very basic loop for drawing a sprite (after initialisation) - are you missi 


ng any of these 

calls out? (This is off the top of my head, apologies if _I've_ missed anything out 
or the params 

are incomplete). 


while(1) í 
buff = GsActiveBuffer(); 
GsSetWorkBase (PacketArea [buff]); 
GsClearOT (&OrderingTable[buff]); 
GsSortSprite (&MySprite, &OrderingTable[buff],0); 
DrawSync (0); 
VSync (0); 
GsSwapDispBuff(); 
GsSortClear (&OrderingTable[buff],0,0,0); 
GsDrawOT (&OrderingTable[buff]); 

} 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Anything not nailed down is mine. Anything I can pry up is not nailed down. 
—-MESSAGE FILE 12733 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000748 


——MESSAGE FILE 12734 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000749 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Graphics Prob. 

Date: Thu, 19 Nov 1998 12:49:49 +0000 

Organization: EIMC 

Lines: 30 

Message-ID: <365413ED.103A7E3E@Bradford.ac.uk> 
References: <364f5c47.4485932@news.playstation.co.uk> 
NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi Mark, 


noticed recently that if I don't upload *all* my TIMs to an 8 byte 
boundary in the 

Yaroze memory [i.e. an address that ends in an '8' or '0' in hex], then 
blank screen reigns. 

assume this has something to do with pointers and all that, but am 
pretty new 

to all this too, so would like to understand why this is [anyone?] 

I'm not saying this is the answer without seeing your source, but it's 
something to check. 

Hope this helps. If not post or send me your code... 

Steev 


Mark wrote: 


> I have had my Yaroze a couple of months and i am having a prob 
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displaying my sprites, but i have already made one game that has 
working graphics, i can't seem to work out why there not working in my 
new game. 


So please if anyone out there has some spare time to help me please 
contact me at the e-mail address on my site, 
www.netyaroze-europe.com/mnaylor/, and i can then send u the codde i 
am haiving probs with. 


Thanx a lot in advance!!!! 


VVVVVVVVVV VV 


Mark 


—-MESSAGE FILE 12734 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000749 


--MESSAGE FILE 12735 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000750 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Thu, 19 Nov 1998 14:11:11 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <365426FF.CA6C81AER@scee.sony.co.uk> 

References: <364f5c47.4485932@news.playstation.co.uk> <365413ED.103A7E3E@Bradford.ac 
-uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


Steve Parnell wrote: 

> 

> I noticed recently that if I don't upload *all* my TIMs to an 8 byte boundary in t 
he 

> Yaroze memory [i.e. an address that ends in an '8' or '0' in hex], then blank scre 
en reigns. 

> I assume this has something to do with pointers and all that, but am 

> pretty new to all this too, so would like to understand why this is [anyone?] 


That's because LoadImage parameters have to be long long word aligned (according to 
Colin). Take it 
as gospel. 


Hallelujah brothers! 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Anything not nailed down is mine. Anything I can pry up is not nailed down. 
—-MESSAGE FILE 12735 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000750 


--MESSAGE FILE 12736 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000751 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Thu, 19 Nov 1998 19:10:13 GMT 

Organization: Twisted Minds 

Lines: 5 

Message-ID: <36546cdc.35560194@news.playstation.co.uk> 

References: <364£5c47.4485932@news.playstation.co.uk> <365413ED.103A7E3E@Bradford.ac 
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-uk> 
NNTP-Posting-Host: du-1638.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Thu, 19 Nov 1998 12:49:49 +0000, Steve Parnell <S.Parnell@Bradford.ac.uk> 


well i would love to send u the code to help me but could i have your e-mail 
address please!! 


—-MESSAGE FILE 12736 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000751 


—--MESSAGE FILE 12737 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000752 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@bradford.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Thu, 19 Nov 1998 11:28:52 -0800 

Organization: EIMC 

Lines: 10 

Message-ID: <36547174.B56B1C7F@bradford.ac.uk> 

References: <364f5c47.4485932@news.playstation.co.uk> <365413ED.103A7E3E@Bradford.ac 
-uk> <36546cdc.35560194@news.playstation.co.uk> 

NNTP-Posting-Host: pebbles.eimc.brad.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX64 6.5 IP28) 


Mark wrote: 


> 

> On Thu, 19 Nov 1998 12:49:49 +0000, Steve Parnell <S.Parnell@Bradford.ac.uk> 
> 

> well i would love to send u the code to help me but could i have your e-mail 
> address please!! 

You've already got it - look above! 


Actually better at home (steve@parny.force9.co.uk) coz that's where 

yaroze is. 

—-MESSAGE FILE 12737 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000752 


—--MESSAGE FILE 12738 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000753 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@bradford.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Thu, 19 Nov 1998 11:41:28 -0800 

Organization: EIMC 

Lines: 18 

Message-ID: <36547468. 8F44368@bradford.ac.uk> 

References: <364f5c47.4485932@news.playstation.co.uk> <365413ED.103A7E3E@Bradford.ac 
-uk> <365426FF.CA6C81AE@scee.sony.co.uk> 

NNTP-Posting-Host: pebbles.eimc.brad.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX64 6.5 IP28) 


> > I noticed recently that if I don't upload *all* my TIMs to an 8 byte boundary in 
the 
> > Yaroze memory [i.e. an address that ends in an '8' or '0" in hex], then blank sc 
reen reigns. 
> > I assume this has something to do with pointers and all that, but am 

> pretty new to all this too, so would like to understand why this is [anyone?] 


Colin). Take it 


> 
> 
> That's because LoadImage parameters have to be long long word aligned (according t 
° 
> as gospe1. 
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> 
> Hallelujah brothers! 


Prez de Lord Colin! 

I know this won't make me this Prince of Popularity, but why is it that 
when I load one TIM aligned and one not, neither work? I'd've thought 
the aligned one would? [Optional question - 20 bonus points] 

Or is it just because "it's like that and that's the way it is"? 


Right - I'm switching back to the freetalk channel to see how things are 

developing between Craig and Pete! Better than Eastenders this! :-) 

—-MESSAGE FILE 12738 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000753 


—--MESSAGE FILE 12739 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000754 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics Prob. 

Date: Fri, 20 Nov 1998 09:35:55 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <365537FB.3E7BE681@scee.sony.co.uk> 

References: <364£5c47.4485932@news.playstation.co.uk> <365413ED.103A7E3E@Bradford.ac 
-uk> <365426FF.CA6C81AER@scee.sony.co.uk> <36547468. 8F44368@bradford.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


Steve Parnell wrote: 


Prez de Lord Colin! 

I know this won't make me this Prince of Popularity, but why is it that 
when I load one TIM aligned and one not, neither work? I'd've thought 
the aligned one would? [Optional question - 20 bonus points] 

Or is it just because "it's like that and that's the way it is"? 


VV V V V V 


The Lord moves (data) in mysterious ways... 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
"Is that seat saved?" "No, but we're praying for it." 


—-MESSAGE FILE 12739 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000754 


——MESSAGE FILE 12740 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000755 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: gouraud sprites 

Date: Sun, 22 Nov 1998 03:12:20 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <36578114.55A3@manc.u-net.com> 
References: <364834D0.1AD1@ecs.ox.ac.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Charlie wrote: 
> gouraud shaded sprites ? don't appear to be easily possible in the >given libs (un 
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less I've missed something). Has anyone had any success 
You could just use them as a texture to a simple quad TMD which 


will allow gouraud shading texels and easy distance-sizing in 
a 3D world. I guess that's the best way to do it. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 12740 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000755 


—--MESSAGE FILE 12741 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000756 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: Sun, 22 Nov 1998 18:02:45 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 20 

Message-ID: <365851C5.5CDDF8A1@wyrddreams.demon.co.uk> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh. 8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> <slrn74khqi.9es.tjs@long 
ford.cs.monash.edu.au> <364BC50A.775F4D89@wyrddreams.demon.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


James Tait wrote: 


> Now, hands up who knows why GIMP 
> won't save in TIM format after I installed the plugin. *80D It would 
> much rather tell me: 
> 
> TIM: unknown image type, aborting 
> 
> Suggestions anyone? 
Hi all, 
just wondered if anyone had any ideas on this one, cos it makes having 
the plugin kinda pointless. 'gimp --version' replies with "GIMP version 


1.0.2", is this right or have I downloaded the wrong version? 
Take care, 


JT 


Life isn't precious - it's expensive. 
—-MESSAGE FILE 12741 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000756 


—-MESSAGE FILE 12742 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000757 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: 22 Nov 1998 21:42:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <slrn75hlar.802.tjs@longford.cs.monash.edu.au> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> <slrn74khqi.9es.tjs@long 
ford.cs.monash.edu.au> <364BC50A.775F4D89@wyrddreams.demon.co.uk> <365851C5.5CDDF8A1 
@wyrddreams.demon.co.uk> 
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NNTP-Posting-Host: longford.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 


On Sun, 22 Nov 1998 18:02:45 +0000, James Tait wrote: 

>James Tait wrote: 

>> Now, hands up who knows why GIMP 

>> won't save in TIM format after I installed the plugin. *80D It would 
>> much rather tell me: 


>> 

>> TIM: unknown image type, aborting 

>> 

>> Suggestions anyone? 

> 

>Hi all, 

> just wondered if anyone had any ideas on this one, cos it makes having 
>the plugin kinda pointless. ‘gimp --version' replies with "GIMP version 
>1.0.2", is this right or have I downloaded the wrong version? 

> 

>Take care, 

> 

>JT 


No idea. 1.0.2 is the latest version of gimp, so it should be ok. Have 
you looked in your .gimp/pluginre to see that the plugin is installed 
correctly? 


Toby. 
—-MESSAGE FILE 12742 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000757 


—--MESSAGE FILE 12743 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000758 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: Mon, 23 Nov 1998 04:03:30 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 61 

Message-ID: <3658DE92.B866BA46@wyrddreams.demon.co.uk> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> <slrn74khqi.9es.tjs@long 
ford.cs.monash.edu.au> <364BC50A.775F4D89@wyrddreams.demon.co.uk> <365851C5.5CDDF8A1 
@wyrddreams.demon.co.uk> <slrn75hlar.802.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Toby Sargeant wrote: 


> 

> Have 

> you looked in your .gimp/pluginre to see that the plugin is installed 
> correctly? 

> 

> Toby. 

I looked, but it doesn't mean all that much to me at the moment. It 


says this right at the end: 


(plug-in-def "/usr/local/lib/gimp/1.0/plug-ins/tim" 910934451 
(proc-def "file _tim_save" 1 

"Saves Sony Playstation .TIM files" 
"FIXME: write help for file_tim_save" 
"Andrew Kieschnick" 
"Andrew Kieschnick" 
"1998" 
"<Save>/TIM" 
" t im" 
ռո 


ռո 
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"RGB, GRAY, INDEXED" 
5 0 


(proc-arg 0 "run_mode""Interactive, 


non-interactive") 


(proc-arg 13 "image""Input image") 
(proc-arg 16 "drawable""Drawable to save") 
(proc-arg 4 "filename""The name of the file to 


save the image in") 


(proc-arg 4 "raw_filename""The name of the file 


to save the image in") ) 
(proc-def "file_tim_load" 1 


"Loads Sony Playstation .TIM files" 
"FIXME: write help for file_tim_load" 


"Andrew Kieschnick" 
"Andrew Kieschnick" 
1998" 

"<Load>/TIM" 

" t im" 

ռո 


"0&,byte,10,2&,byte,1,3&,byte,>0,3,byte, <9" 


3. 


(proc-arg 0 "run_mode""Interactive, 


non-interactive") 


(proc-arg 4 "filename""The name of the file to 


load") 


(proc-arg 4 "raw_filename""The name entered") 
(proc-arg 13 "image""Output image") ) ) 


If that helps at all then great, if not then apologies for spamming! 


Take care, 


JT 


Life isn't precious - it's expensive. 


8493 


—-MESSAGE FILE 12743 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000758 


——MESSAGE FILE 12744 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000759 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: GsBackground functions 

Date: Mon, 23 Nov 1998 19:55:29 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <3659BDB1.4F4CB58@ndirect.co.uk> 
References: <Olbel0a3Sedf32080SLocalHost@guildfoc> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr02-38.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Sonia Pursley wrote: 


All - 


a tad confused. 


instances of GsCELL glued together with a GsMAP & GsBG. 


VVVVVVVV 


I've been playing with the GsInit/SortFixBgl6 background functions and I'm 


The functions themselves work as expected - constructed as they are from 


However, my confusion arises from the fact that while GsMAP allows you to 
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specify cell height and width (cellh,cellw) and GsBG allows you to specify 
scale and rotation values, the drawing function GsSortFixBg1l6 confines you 
to a fixed cell size of 16x16 with no scale or rotation functionality. 


Is there another slower but more feature rich rendering function that also 
employs the BG/MAP/CELL structures (as with SortSprite and SortFastSprite) 
or am I missing the point somewhere? 


VVVVVVVV 


No, you're spot on, but those functions are not part of the Yaroze dev kit. 
Herbs 


—-MESSAGE FILE 12744 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000759 


——MESSAGE FILE 12745 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000760 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: Mon, 23 Nov 1998 22:19:16 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 23 

Message-ID: <3659DF64.983F11FC@wyrddreams.demon.co.uk> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> <slrn74khqi.9es.tjs@long 
ford.cs.monash.edu.au> <364BC50A.775F4D89@wyrddreams.demon.co.uk> <365851C5.5CDDF8A1 
@wyrddreams.demon.co.uk> <slrn75hlar.802.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Toby Sargeant wrote: 

> No idea. 1.0.2 is the latest version of gimp, so it should be ok. Have 
you looked in your .gimp/pluginre to see that the plugin is installed 
correctly? 


> 
> 
> 
> Toby. 


Oh ignore me, I'm just daft. I think I tried to install it wrong, I 


just did "gimptool --install-admin tim.c" as root and it works fine now. 
Incidentally, I notice from the code that it zeroes the image.x and 
image.y when it saves. Will I still be able to stick them wherever I 


like in vmem or will I have to set them myself? And if I do have to set 
the image.x and image.y, is there a neat little utility to do it already 
for Linux, as it's getting near deadline time and I could do without 
distracting myself on little side-projects. *s* 


Take care, 


JT 


Life isn't precious - it's expensive. 
—-MESSAGE FILE 12745 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000760 


—-MESSAGE FILE 12746 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000761 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: overlapping sprites 

Date: Tue, 24 Nov 1998 17:49:59 -0800 

Organization: SCEA News Server 

Lines: 14 
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Message-ID: <365B6247.FDA34B7E@aol.com> 
NNTP-Posting-Host: 207-60-186.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


i'm having that same problem of sprites overlapping. i can't make 
boundaries for them. if you can help out, i'd really appreciate. 
thanks. George, before you yell at me and say "You idiot...," I need to 
tell you that i DID do what you suggested and I DID look at your code. 
it's really helpful. but i can already DETECT collisions. i need help 
in REVERSING the actual movement. and i need specific instructions on 
that speed and direction thing you said. if you can just show me one of 
your tutorials which actually REVERSES the movement, that'd be enough. 
the tutorial i check was ch. 4 collisions. 


thanks. 
~ometwally 


—-MESSAGE FILE 12746 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000761 


——MESSAGE FILE 12747 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000762 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Moving the screen 

Date: Wed, 25 Nov 1998 11:56:33 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <365BF071.114C@bristol.ac.uk> 
NNTP-Posting-Host: n64.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


I've been really busy recently with uni coursework and so haven't really 
had a chance to do any Yaroze programming :-(. I did get some done last 
night though and stumbled across a problem... 


I'm running my game in a 384*256 resolution and I have just noticed that 
about 50 coloumns of pixels on the right of my picture are being drawn 
off the screen. Is there any way I can tell the Yaroze to display the 
screen a little to the left (you know like the 'move screen' option you 
get in most Playstation games). 


Cheers in advance, 


Tom 
—-MESSAGE FILE 12747 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000762 


—-MESSAGE FILE 12748 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000763 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Moving the screen 

Date: Wed, 25 Nov 1998 13:35:11 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 25 

Message-ID: <365C078F.F1C7456F@scee.sony.co.uk> 
References: <365BF071.114C@bristol.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Tom wrote: 


I'm running my game in a 384*256 resolution and I have just noticed that 
about 50 coloumns of pixels on the right of my picture are being drawn 
off the screen. Is there any way I can tell the Yaroze to display the 
screen a little to the left (you know like the 'move screen' option you 
get in most Playstation games). 


VVVVVV 


The Yaroze uses an internal DISPENV variable (documented in your green book) to set 
the screen up. 

Do this at the top of your code: 

extern GsSDISPENV; 


and play around with the "screen" RECT of the GsDISPENV structure. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


I've had fun before. This isn't it. 
—-MESSAGE FILE 12748 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000763 


—--MESSAGE FILE 12749 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000765 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: argh 

Date: Wed, 25 Nov 1998 22:37:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <73i0rg$9ia6@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 


I thought about the snapshot routine and think I can write on that will be 
useful to me, however as I said I know very little about the playstation 
hardware so need a bit of help with a few basics. Just wondering if anyone 
could help out with a formula for calculating the amount of memory needed 
for a StoreImage, at the moment the frame buffer is a mystery to me. 


NC 


—-MESSAGE FILE 12749 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000765 


--MESSAGE FILE 12750 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000766 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: E-R-R-O-R-S 

Date: Wed, 25 Nov 1998 18:34:32 -0800 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <365CBE38.633F70BC@aol.com> 

NNTP-Posting-Host: 204-79-175.ipt.aol.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


I downloaded the new additions to George Bain's tutorials (Ch. 4) with 
the new restore features, and I got this error while compiling it. 
Someone download it and try compiling WITH CODE WARRIOR and see what's 
up with this. It is Chapter 4 for CW. Thanks! 

This is the error I got: 


Error : cannot convert 

"struct packet_tag **' to 

"volatile unsigned char **' 

main.c line 324 GetPadBuf (&bufferl, &buffer2) ; 


Whatever THAT means... 


-—-MESSAGE FILE 12750 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000766 


——MESSAGE FILE 12751 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000767 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: argh 

Date: 26 Nov 1998 07:57:33 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 30 

Message-ID: <73j311d$9iall@chuka.playstation.co.uk> 
References: <73i0rg$9ia6@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Check out the demo in the "other" area of "game demos". 
The demo is zipped up to "scrnshot.zip". This should help 
you out. 


Regards, 


George@SCEE 


In article <73i0rg$9ia6@chuka.playstation.co.uk>, Nigel@gameware.demon.co.uk 
says... 

> 

>Hi, 

> 

>I thought about the snapshot routine and think I can write on that will be 
>useful to me, however as I said I know very little about the playstation 
>hardware so need a bit of help with a few basics. Just wondering if anyone 
>could help out with a formula for calculating the amount of memory needed 
>for a StoreImage, at the moment the frame buffer is a mystery to me. 

> 

>NC 

> 

> 


-—-MESSAGE FILE 12751 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000767 


--MESSAGE FILE 12752 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000768 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: E-R-R-O-R-S 

Date: 26 Nov 1998 07:59:20 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 30 

Message-ID: <73jlooS$9ial2@chuka.playstation.co.uk> 
References: <365CBE38.633F70BC@aol.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


That's just CW being very smart again. It doesn't let 
you get away with that sort of thing. Download the new 
CW version I just put up. 


Regards, 


George@SCEE 


In article <365CBE38.633F70BC@aol.com>, Metwally7@aol.com says... 

> 

>I downloaded the new additions to George Bain's tutorials (Ch. 4) with 
>the new restore features, and I got this error while compiling it. 
>Someone download it and try compiling WITH CODE WARRIOR and see what's 
>up with this. It is Chapter 4 for CW. Thanks! 

>This is the error I got: 

> 

>Error : cannot convert 

>'struct packet_tag **' to 

>'volatile unsigned char **! 


>main.c line 324 GetPadBuf (&bufferl, &buffer2) ; 
> 

>Whatever THAT means... 

> 


—-MESSAGE FILE 12752 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000768 


--MESSAGE FILE 12753 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000769 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Thu, 26 Nov 1998 12:56:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <733j36iS$9ial3@chuka.playstation.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <73j11d$9iall@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've spent the morning looking at the demos in scrnshot.zip, I've tried 
implementing both into the test code I've got and they both do the same 
thing, freeze up. 


below is what I'm doing to allocate the memory 


u_long *image; 
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image = (u_long *)malloc ((grabwidth*grabheight/2+5) *4); 

this causes a freeze, however if I allocate image as 

u_short image[128000]; 


it works, I've tried multiplaying the malloc by 8, 16, 32 but always the 
same? 


the other thing I tried the screen dump to the console and that does the 
same thing, freeze up. 


this is an annoying problem and one I would like to sort out. 


TIA 
Nigel 


George Bain wrote in message <73j11dS$9iall@chuka.playstation.co.uk>... 
> 

>Hi there, 

> 

> 

>Check out the demo in the "other" area of "game demos". 
>The demo is zipped up to "Scrnshot.zip". This should help 
>you out. 

> 

>Regards, 

> 

>George@SCEE 


>>I thought about the snapshot routine and think I can write on that will be 
>>useful to me, however as I said I know very little about the playstation 
>>hardware so need a bit of help with a few basics. Just wondering if anyone 
>>could help out with a formula for calculating the amount of memory needed 
>>for a StoreImage, at the moment the frame buffer is a mystery to me. 

>> 

>>NC 

>> 

>> 

> 


-—-MESSAGE FILE 12753 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000769 


—-MESSAGE FILE 12754 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000770 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Thu, 26 Nov 1998 13:24:21 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <365D5685.328E0BF5@scee.sony.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <73j11d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


igel Critten wrote: 


below is what I'm doing to allocate the memory 


u_long *image = (u_long *)malloc ((grabwidth*grabheight/2+5) *4); 


N 
> 
> 
> 
> 
> 
> 


this causes a freeze. 
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Have you called InitHeap? You must do this before using malloc. 
BTW the correct size for storing the result of a StoreImage is: 
Width * Height * 2; 


The times 2 is because each pixel in the VRAM is 16 bits, not 8. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


If at first you don't succeed, destroy all evidence that you tried. 
—-MESSAGE FILE 12754 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000770 


—--MESSAGE FILE 12755 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000771 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Thu, 26 Nov 1998 14:25:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <73jpmv$9ial4@chuka.playstation.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <733j11d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks James, that was the problem, it was a silly thing to miss. 
I've also adjusted the memory size as you suggest. 


cheers 
Nigel 


James Russell wrote in message <365D5685.328E0BF5@scee.sony.co.uk>... 


>Have you called InitHeap? You must do this before using malloc. 


> 

>BTW the correct size for storing the result of a StoreImage is: 
> 

>Width * Height * 2; 

> 


>The times 2 is because each pixel in the VRAM is 16 bits, not 


-—-MESSAGE FILE 12755 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000771 


——MESSAGE FILE 12756 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000772 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: 26 Nov 1998 16:06:29 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <73jua5$9ial6@chuka.playstation.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <73j11d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> ՀՅ) 
pmv$9ial4@chuka.playstation.co.uk> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Yes, a classic mistake. I strongly suggest using an array instead 
of allocating memory anyhow. 


Regards, 


George@SCEE 


In article <73jpmv$9ial4@chuka.playstation.co.uk>, Nigel@gameware.demon.co.uk 
says... 
> 
>Thanks James, that was the problem, it was a silly thing to miss. 
> 

>I've also adjusted the memory size as you suggest. 

> 

>cheers 

>Nigel 


-—-MESSAGE FILE 12756 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000772 


--MESSAGE FILE 12757 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000773 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Thu, 26 Nov 1998 23:08:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <73kn15S$9ia20@chuka.playstation.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <734j11d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> ՀՅ) 
pmv$9ial4@chuka.playstation.co.uk> <73jua5S9ial6@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Really, wouldn't that increase the .exe size by quite a lot by about 163k? 
simply for a screen shot routine, that is without the game behind it? 


I suppose there is always the method of doing a single scan line at a time, 
but I'm not sure how I'm getting the Data back to the PC yet, does anyone 
know of a nice solution to this, I want to allocate the screen shot function 
to an unused pad button, so pressing it dumps the screen to the PC as a TIM 
or BMP. 


TIA 
Nigel 


George Bain wrote in message <73jua5S9ial6@chuka.playstation.co.uk>... 
> 

>Hi there, 

> 

>Yes, a classic mistake. I strongly suggest using an array instead 
>of allocating memory anyhow. 

> 

>Regards, 

> 

>George@SCEE 
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—-MESSAGE FILE 12757 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000773 


—--MESSAGE FILE 12758 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000774 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Thu, 26 Nov 1998 23:36:18 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <365E5672.47F4@dial.pipex.com> 

References: <73i0rgS9ia6@chuka.playstation.co.uk> <73j311d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> 
NNTP-Posting-Host: userp292.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Ooops, sorry James. I meant to send that message to the news groups 
but clicked the email button by mistake... 


-Chris 
James Russell wrote: 
igel Critten wrote: 


below is what I'm doing to allocate the memory 


u_long *image = (u_long *)malloc ((grabwidth*grabheight/2+5) *4); 


N 
> 
> 
> 
> 
> 
> this causes a freeze. 


Have you called InitHeap? You must do this before using malloc. 


VVVVVVVVV VV 


Oh. I've been using malloc/calloc for ages now without calling InitHeap 
and never had any problems. I remeber I was going to use InitHeap but 
found the parameters confusing, or something. Besides, I seem to recall 
reading somewhere that initialization code does a heap initialization, 
so an explicit InitHeap call isn't strictly necessary. What's the story? 


Cheers, 


-Chris 
--MESSAGE FILE 12758 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000774 


——MESSAGE FILE 12759 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000775 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Fri, 27 Nov 1998 00:22:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <365deffd.744056@news.playstation.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <73j11l1dS9iall@chuka.playstation.co 
.uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> <365 
E5672.47F4@dial.pipex.com> 

NNTP-Posting-Host: pll-crow-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 26 Nov 1998 23:36:18 -0800, Chris Chadwick 
<xjk18@dial.pipex.com> wrote: 


>Ooops, sorry James. I meant to send that message to the news groups 
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>but clicked the email button by mistake... 


> 
>-Chris 
> 
James Russell wrote: 
> 
> Nigel Critten wrote: 
>> 
> > below is what I'm doing to allocate the memory 
>> 
> > u_long *image = (u_long *)malloc ((grabwidth*grabheight/2+5) *4); 
>> 
> > this causes a freeze. 
> 
> Have you called InitHeap? You must do this before using malloc. 
> 


Oh. I've been using malloc/calloc for ages now without calling InitHeap 
and never had any problems. I remeber I was going to use InitHeap but 
found the parameters confusing, or something. Besides, I seem to recall 
reading somewhere that initialization code does a heap initialization, 
so an explicit InitHeap call isn't strictly necessary. What's the story? 


Cheers, 


VVVVVVVVVVVVVVVV VV VV VV 


-Chris 


It looks like this is where the manuals are slightly crap. If you look 
at malloc it never mentions 'InitHeap'. But if you look at 'InitHeap' 


( which I'd really think to do before calling malloc !!! ) it states 
'InitHeap initialises the group of memory control functions. 
Thereafter, malloc() etc can be used."..... Really bloody 
intuitive..... 

Richard. 


--MESSAGE FILE 12759 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000775 


——MESSAGE FILE 12760 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000776 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Linux TIMs 

Date: Fri, 27 Nov 1998 00:18:46 -0500 

Organization: Identical Software 

Lines: 19 

Message-ID: <365E3636.576937DC@identicalsoftware.com> 

References: <364A04C9.2C9294FC@wyrddreams.demon.co.uk> <slrn74k5mh.8u0.tjs@longford. 
cs.monash.edu.au> <364A4CAC.763F566A@identicalsoftware.com> <slrn74khqi.9es.tjs@long 
ford.cs.monash.edu.au> <364BC50A.775F4D89@wyrddreams.demon.co.uk> <365851C5.5CDDF8A1 
@wyrddreams.demon.co.uk> <slrn75hlar.802.tjs@longford.cs.monash.edu.au> <3659DF64.98 
3F11FC@wyrddreams.demon.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


James Tait wrote: 

Incidentally, I notice from the code that it zeroes the image.x and 
image.y when it saves. Will I still be able to stick them wherever I 
like in vmem or will I have to set them myself? And if I do have to 
set the image.x and image.y, is there a neat little utility to do it 
already for Linux, as it's getting near deadline time and I could do 
without distracting myself on little side-projects. *s* 


> 
> 
> 
> 
> 
> 


Since you have an immediate need I posted up my pcex/tim conversion 
programs for linux. Included is a tool to change x and y locations of 
the image and clut. Unfortunately I haven't gotten around to writing 
any documentation and the tools aren't too robust. (I'm currently 
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attempting to finish a game for the independant game festival so I'm 
affraid I won't get around to producing documentation for a while.) 


http: //www.identicalsoftware.com/yaroze/ 


Dennis Payne 

dulsi@identicalsoftware.com 

-—-MESSAGE FILE 12760 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000776 


—-MESSAGE FILE 12761 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000777 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Fri, 27 Nov 1998 10:53:09 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <365E8495.120473A9@scee.sony.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <734j11d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> ՀՅ) 
pmv$9ial4@chuka.playstation.co.uk> <73jua5$9ial6@chuka.playstation.co.uk> <73kn15$9i 
a20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


Nigel Critten wrote: 

> 

> Really, wouldn't that increase the .exe size by quite a lot by about 163k? 
> simply for a screen shot routine, that is without the game behind it? 


No - the array would be an uninitialised variable, and that's stored in the BSS sect 
ion. See the FAQ 
for more info on the BSS section. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Programming is an art form that fights back. 
—-MESSAGE FILE 12761 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000777 


——MESSAGE FILE 12762 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000778 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: argh 

Date: Fri, 27 Nov 1998 10:55:16 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <365E8514.3A23DC3E@scee.sony.co.uk> 

References: <73i0rg$9ia6@chuka.playstation.co.uk> <733j11d$9iall@chuka.playstation.co 
-uk> <73336i$9ial3@chuka.playstation.co.uk> <365D5685.328E0BF5@scee.sony.co.uk> <365 
E5672.47F4@dial.pipex.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt Page 8505 


Chris Chadwick wrote: 

> 

> Oh. I've been using malloc/calloc for ages now without calling InitHeap 
> and never had any problems. 


I think the memory allocation system has some defaults on where memory allocation st 
arts. This means 

that if you place your program at address X, then it will work, but at Y it won't. I 
don't know what 

those defaults are though. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Programming is an art form that fights back. 
—-MESSAGE FILE 12762 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000778 


—--MESSAGE FILE 12763 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000779 

Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Sat, 28 Nov 1998 01:41:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <365F54C7.7E80ECAB@duketastrophy.demon.co.uk> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> 
NNTP-Posting-Host: duketastrophy.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Elliott Lee wrote: 


> The CLUT palette sizes are: 

> 

> TIM type Width Height 
> 

> 4-bit 16 1 

> 8-bit 256 1 

> 16-bit n/a n/a 


Um, I have a question, does the width of 16 above refer to 16 bytes or 
16 2-byte words? 


-—-MESSAGE FILE 12763 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000779 


—-MESSAGE FILE 12764 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000780 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Dim bloke with a TIM 

Date: Sat, 28 Nov 1998 20:42:32 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <36606038.4B6BE68E@scee.sony.co.uk> 

References: <3600BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <365F54 
C7. 7E80ECAB@duketastrophy.demon.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
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Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Graham Goring wrote: 


> 


Ah! It's the man from the usenet groups! What a duketastrophy! 


> Um, I have a question, does the width of 16 above refer to 16 bytes or 
> 16 2-byte words? 


Hmm, you must be in a really big quizibuk. The width of 16 for a 4 bit CLUT means 16 


texels, or 


32 


bytes of main ram. Since you can specify 16 different colours in 4 bits, and each co 
lour takes up 1 


texel (2 bytes), 


Cheers, 


James 


then thats 16 texels (32 bytes). 


(Who knows a Critic fan when he sees one) 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A little greed can get you lots of stuff. 
-—-MESSAGE FILE 12764 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000780 


—--MESSAGE FILE 12765 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000781 

Path: chuka.playstation.co.uk!news 

From: Graham Goring <graham@duketastrophy.demon.co.uk> 
scee.yaroze.programming.2d_graphics 

Dim bloke with a TIM 

Date: Sun, 29 Nov 1998 01:04:50 +0000 


Newsgroups: 
Subject: Re: 


Organization: 


Lines: 34 
Message-ID: 
References: 


PlayStation Net Yaroze (SCEE) 


<36609DB2.9C0673A9@duketastrophy.demon.co.uk> 


<3600! 


BC16.1B1AD4F9@cwmail.com> <36015389.64776317@shell.jps.net> <365F54 


C7. 7E80ECAB@duketastrophy.demon.co.uk> <36606038.4B6BE68E@scee.sony.co.uk> 
NNTP-Posting-Host: duketastrophy.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 


X-Priority: 


3 (Normal) 


James Russell wrote: 


> 
> > 
> 
> 


Graham Goring wrote: 


Ah! It's the man from the usenet groups! What a duketastrophy! 


Blim! You're the first person to get where that came from! 


or 


VVVVVVV VV 


> Um, I have a question, does the width of 16 above refer to 16 bytes 
> 16 2-byte words? 


Hmm, you must be in a really big quizibuk. The width of 16 for a 4 bit 
CLUT means 16 texels, or 32 

bytes of main ram. Since you can specify 16 different colours in 4 
bits, and each colour takes up 1 

texel (2 bytes), then thats 16 texels (32 bytes). 
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Phew, that's what I thought. I didn't realise that texture page widths 
where measured in texels though (seeing as I've only really been playing 
other people's stuff on the Yaroze so far). Makes complete and utter 
sense. 


James 
(Who knows a Critic fan when he sees one) 


VV V V 


Good-oh! 


--MESSAGE FILE 12765 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000781 


——MESSAGE FILE 12766 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000782 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: lasers?! :-( 

Date: Sun, 29 Nov 1998 13:22:07 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <3661BAFE.FF254984@aol.com> 

NNTP-Posting-Host: 207-246-127.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


i need a simple laser-firing function. i tried to use Nick F's Amateur 
Wars, but that was really complicated (i'd have to change my WHOLE 
control scheme). if someone could write out a simple function which 


make a laser fire in the direction it was fired, that would be great. 
if not, please direct me to somone's code which could help me do that. 
thanks. 


:-) 


Metwally7@aol.com 


by the way, i'm using George Bain's code (ch.4--lesson 4) tutorial 
(thanks George, it was a BIG help) 


—-MESSAGE FILE 12766 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000782 


—--MESSAGE FILE 12767 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000783 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <anders.clerwall@swipnet.se> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: SV: lasers?! :-( 

Date: Mon, 30 Nov 1998 18:36:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <73u136$mul1l1@chuka.playstation.co.uk> 
References: <3661BAFE.FF254984@aol.com> 
NNTP-Posting-Host: dialup202-4-31.swipnet.se 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


You have a position of the laser at t=0, and you know which way your ship's 
facing. 
All you have to do is to calculate a k vector with the speed of the beam and 
add that 
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to the laserbeams position every frame. At least that's how I would do it :) 


vector k, ship_pos(0, 0, 0), beam_pos(0, 1, 1), ship_angle(60, 0, 10); // 
for example 

vector beam_speed(0, 0, speed); // for example 
k=beam_speed.rotate(ship_angle.x, ship_angle.y, ship_angle.z); 

then for every frame do: 

beam_post=k; 

that should do it, now I haven't tested this since I don't have the 


compiler.. I really need the compiler guys!!!.. haven't gotten any response 
from sony. Could anyone mail me the compiler?? please.. ah well, I don't 
know. 

>i need a simple laser-firing function. i tried to use Nick F's Amateur 
>Wars, but that was really complicated (i'd have to change my WHOLE 
>control scheme). if someone could write out a simple function which 


>make a laser fire in the direction it was fired, that would be great. 
>if not, please direct me to somone's code which could help me do that. 
>thanks. 

> 

>:-) 

> 

>Metwally7@aol.com 

> 

>by the way, i'm using George Bain's code (ch.4--lesson 4) tutorial 
>(thanks George, it was a BIG help) 

> 


—-MESSAGE FILE 12767 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000783 


——MESSAGE FILE 12768 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000784 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: screenshot examples 

Date: Tue, 1 Dec 1998 20:26:17 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <741jd2S91v2@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've just taken a look at the scrnshot.zip example but it seems to be 
missing a couple of files, 


"address.h" 
"testl.h" 


just wondering what these contain. 


TIA 
NC 


—-MESSAGE FILE 12768 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000784 


—--MESSAGE FILE 12769 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000785 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Collision detection with rotating sprites 

Date: 1 Dec 1998 23:54:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <0Olbel1d86$03alal60S0a3ddec2@guildfoc> 
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NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Has anyone got a suggestion for handling collision detection on non-square 
sprites with 3600 rotation. 


Currently my only solution is to map 2 or more bounding rectangles/spheres 
(I haven't decided which yet) and rotate them around the sprite's centre as 
the sprite rotates. 


Any better ideas? 


- Miles 
—-MESSAGE FILE 12769 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000785 


—-MESSAGE FILE 12770 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000786 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Collision detection with rotating sprites 
Date: 2 Dec 1998 08:35:44 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 23 

Message-ID: <742u50S91lv3@chuka.playstation.co.uk> 
References: <0Olbe1d86$03alal160S$0a3ddec2@guildfoc> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 
Try a bounding sphere. 


George 


In article <01be1d86S$03alal60S0a3ddec2@guildfoc>, miles@guildfrd.demon.co.uk 
says... 

> 

>Has anyone got a suggestion for handling collision detection on non-square 

>sprites with 3600 rotation. 

> 

>Currently my only solution is to map 2 or more bounding rectangles/spheres 

>(I haven't decided which yet) and rotate them around the sprite's centre as 
>the sprite rotates. 


> 

>Any better ideas? 
> 

>- Miles 


--MESSAGE FILE 12770 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000786 


——MESSAGE FILE 12771 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000787 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: 3 Dec 1998 07:45:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <0Olbele90$e7e94160S0a3ddec2@guildfoc> 

References: <Olbeld86$03alal60S$0a3ddec2@guildfoc> <742u50S$9lv3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 
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X-Newsreader: Microsoft Internet News 4.70.1155 


George Bain <george_bain@playstation.sony.com> wrote in article 
<742u50$91lv3@chuka.playstation.co.uk>... 
> Hi there, 


> 
> Try a bounding sphere. 
> 

> George 


Thanks for the quick response George, but as far as I can see, spheres or 
boxes the issue is the same. Below is a sample of the code i've since 
written. 


'pS2' is a pointer to an extended sprite structure that can hold details 
of up to four bounding boxes per sprite. As you can see in the code, if the 
offset of the collision box (ox/oy) from the centre of the sprite is not 
equal to zero, then I rotate the bounding box(s) around the sprite's 
centre. 


//is bounding box offset from sprite centre 

if (CollisionRect [iCount1].ox | CollisionRect [iCount1] .oy) 

{ 
//convert the bounding box offset to fixed-point 
fpCx = TO_FIXED (pS2->CollisionRect [iCount2] .ox); 
fpCy = TO_FIXED (pS2->CollisionRect [iCount2].oy); 


//rotate it around the sprite z axis 

iCx = FP_MULTIPLY (fpCx, fp_cos (pS2->gsSprite.rotate)) - 
FP_MULTIPLY (fpCy, fp_sin(pS2->gsSprite.rotate) ); 

iCy = FP_MULTIPLY(fpCy, fp_cos (pS2->gsSprite.rotate)) + 
FP_MULTIPLY (fpCx, fp_sin(pS2->gsSprite.rotate) ); 


//back to normal 
iCx = FROM_FIXED (iCx) ; 
iCy = FROM_FIXED (iCy) ; 


} 


The reason I have to do this is that the sprite in question is a rectangle 
at least twice as long as it is wide - so I use two bounding boxes/spheres. 


- Miles 


8510 


—-MESSAGE FILE 12771 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000787 


--MESSAGE FILE 12772 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000788 

Path: chuka.playstation.co.uk!news 

From: "Harvey.C" <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Moving the screen 

Date: Thu, 03 Dec 1998 09:22:30 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <36665856.1052@mdx.ac.uk> 
References: <365BF071.114C@bristol.ac.uk> 
Reply-To: hc054@mdx.ac.uk 
NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Tom wrote: 
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night though and stumbled across a problem... 


get in most Playstation games). 


Cheers in advance, 


VVVVVVVVVVVV VV 


Tom 


I had the same problem myself with my game. Even after setting the 


GsDISPENV I still lost 50 pixels on the right. Try using 368x256 
instead. 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


Page 8511 


I've been really busy recently with uni coursework and so haven't really 
had a chance to do any Yaroze programming :-(. I did get some done last 


I'm running my game in a 384*256 resolution and I have just noticed that 
about 50 coloumns of pixels on the right of my picture are being drawn 
off the screen. Is there any way I can tell the Yaroze to display the 
screen a little to the left (you know like the 'move screen' option you 


—-MESSAGE FILE 12772 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000788 


—--MESSAGE FILE 12773 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000789 

Path: chuka.playstation.co.uk!news 

From: cros <cros@club-internet.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Transparency layer... 

Date: Thu, 03 Dec 1998 15:18:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36669DC7.BB7FOD0@club-internet.fr> 
NNTP-Posting-Host: ppp-111-160.villette.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [fr] (Macintosh; I; PPC) 


x-mac-creator="4D 


Hi. 

I have a sprite 35*35, in 16 bit color mode, it's a starship rendered օո 
lightwave 3d, the bacground is black... How can i make this background 
transparent? 


answer here or at cros@club-internet.fr... 
thanks 


—-MESSAGE FILE 12773 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000789 


—--MESSAGE FILE 12774 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000790 

Path: chuka.playstation.co.uk!news 

From: cros <cros@club-internet.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Make a cd-rom with my game... 

Date: Thu, 03 Dec 1998 15:24:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <36669F04.FFF9DE68@club-internet.fr> 
NNTP-Posting-Host: ppp-111-160.villette.club-internet.fr 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [fr] (Macintosh; I; PPC) 


Hi. 
How can i make a cd with my net yaroze game? 


x-mac-creator="4D 
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I have a cd burner of course. 

If i copy the files directly on the cd, i suppose that's don't works, 
how can i make? 

thanks and sorry for my poor english 

answer here or at cros@club-internet.fr 


—-MESSAGE FILE 12774 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000790 


--MESSAGE FILE 12775 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000791 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: 3 Dec 1998 16:38:33 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <746eq9Sc3e2@chuka.playstation.co.uk> 

References: <Olbeld86$03alal60$0a3ddec2@guildfoc> <742u50S$9lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Miles, 


Yes, it is hard to use spheres when using rectangular obejcts. 

I had an example demonstrating that in some cases a bounding sphere 
will fail(rectangles) in the NY tutorial. 1 would therefore 

split the rectangle into sizes similiar to the colliding object. 


George@SCEE 


In article <0lbele90$e7e94160S0a3ddec2@guildfoc>, miles@guildfrd.demon.co.uk 
says... 


>The reason I have to do this is that the sprite in question is a rectangle 
>at least twice as long as it is wide - so I use two bounding boxes/spheres. 
> 

> 

>- Miles 

> 


VV V V 


--MESSAGE FILE 12775 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000791 


——MESSAGE FILE 12776 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000792 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: Thu, 03 Dec 1998 18:52:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <3666DDF3.EBEFDB1E@cthullu.freeserve.co.uk> 

References: <Olbeld86$03alal60$0a3ddec2@guildfoc> <742u50S$9lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> <746eq9Sc3e2@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-61.cobalt.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Boy is this when collision detection gets nasty, (the real nasty problem is when 
you into 3D with rotations !). 


How about doing simple rectangle bounding box detection first (simple 
approximation) and then doing the proper tests. 


This is the standard way of filtering out the majority of cases whilst using 
simple maths. 


e.g. the rectangle bounding box for each sprite would have dimensions 
diagonal length of sprite * sin(rotation angle) , cos(rotation angle) 
Then use the centre of each sprite +/- the bounding box dimension/2 


Cheers 


George Bain wrote: 
Hi Miles, 


Yes, it is hard to use spheres when using rectangular obejcts. 

I had an example demonstrating that in some cases a bounding sphere 
will fail(rectangles) in the NY tutorial. 1 would therefore 

split the rectangle into sizes similiar to the colliding object. 


George@SCEE 


In article <0lbele90$e7e94160S0a3ddec2@guildfoc>, miles@guildfrd.demon.co.uk 
says... 


>The reason I have to do this is that the sprite in question is a rectangle 
>at least twice as long as it is wide - so I use two bounding boxes/spheres. 
> 

> 

>- Miles 

> 


VVVVVVVVVVVV VV VV VV VV VV 


V V V V 


Jake Turner : Token Rocket Scientist 


Practice VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 12776 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000792 


——MESSAGE FILE 12777 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000793 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Transparency layer... 

Date: Thu, 03 Dec 1998 18:53:59 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3666DE47.632F72BB@cthullu.freeserve.co.uk> 
References: <36669DC7.BB7FOD0@club-internet.fr> 
NNTP-Posting-Host: modem-61.cobalt.dialup.pol.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

set STP bit in the background colour entry. 

The utility bmp2tim has an option to do this e.g. -Ե option. 


or try the semitrans utility 


cros wrote: 


> Hi. 

> I have a sprite 35*35, in 16 bit color mode, it's a starship rendered on 
> lightwave 3d, the bacground is black... How can i make this background 

> transparent? 

> 

> answer here or at cros@club-internet.fr... 

> thanks 


Jake Turner : Token Rocket Scientist 


Practice VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 12777 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000793 


—--MESSAGE FILE 12778 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000794 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: 3 Dec 1998 19:45:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <Olbelef5$5bfd4ba0S$LocalHost@guildfoc> 

References: <Olbeld86$03alal60S$0a3ddec2@guildfoc> <742u50$9lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> <746eq9$c3e2@chuka.playstation.co.uk> <366 
6DDF3.EBEFDB1EF@cthullu.freeserve.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Yes, I've had a go with some broad tests. The method I use is less accurate 
that yours, but probably faster - check a bounding square based on the 
longest axis of the sprite first and then use a more precise bounding 
sphere test (using the anti-christ of fast code - Sqrt). 


I like bounding spheres but there is just no quick way to calculate square 
root as far as I can see. Even with a fixed point maths routine I still 
have to perform at least 12+ iterations to get an reasonable approximation 
of sqrt. Has anyone out there found a really quick and dirty way of 
calculating it? 


By the way, for anyone reading this who hasn't got into fixed point maths 
yet - do so, very quickly! For the last few years I've been used to 
programming PCs with powerful maths co-processors, I did some tests using 
floating point values on the playstation and couldn't believe how sloooooow 
it is - but use fixed point and it really motors! 


- Miles 


Jake Turner <jaket@cthullu.freeserve.co.uk> wrote: 
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> How about doing simple rectangle bounding box detection first (simple 
> approximation) and then doing the proper tests. 


—-MESSAGE FILE 12778 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000794 


——MESSAGE FILE 12779 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000795 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Make a cd-rom with my game... 

Date: 3 Dec 1998 19:54:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <Olbelef6$a555bc00S0a3ddec2@guildfoc> 
References: <36669F04.FFF9DE68@club-internet.fr> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


It would be nice wouldn't it. But as far as I know, you can't - the Yaroze 
itself can't even read data from CDs while in development mode and any 
'normal' playstation can only read officially produced, region specific, 
CDs. 


You just have to make sure it's good enough to be included on the cover 
disk of Playstation Magazine! 


- Miles 


cros <cros@club-internet.fr> wrote in article 
<36669F04.FFF9DE68@club-internet.fr>... 

> Hi. 

> How can i make a cd with my net yaroze game? 


-—-MESSAGE FILE 12779 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000795 


—--MESSAGE FILE 12780 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000796 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: 4 Dec 1998 09:31:47 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 42 

Message-ID: <748a63Sc3e3@chuka.playstation.co.uk> 

References: <Olbeld86$03alal60S$0a3ddec2@guildfoc> <742u50S$9lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> <746eq9$c3e2@chuka.playstation.co.uk> <366 
6DDF3.EBEFDB1E@cthullu.freeserve.co.uk> <0lbelef5S$5bfd4ba0SLocalHost@guildfoc> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 
Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Miles, 

I think you might have to decide whether you want 
your routine to be very accurate or very fast. I 
tend to stay far clear from sqrt(). 


George 
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In article <0lbelef5$5bfd4ba0$SLocalHost@guildfoc>, miles@guildfrd.demon.co.uk 
says... 

> 

>Yes, I've had a go with some broad tests. The method I use is less accurate 
>that yours, but probably faster - check a bounding square based on the 
>longest axis of the sprite first and then use a more precise bounding 
>sphere test (using the anti-christ of fast code - Sqrt). 

> 

>I like bounding spheres but there is just no quick way to calculate square 
>root as far as I can see. Even with a fixed point maths routine I still 
>have to perform at least 12+ iterations to get an reasonable approximation 
>of sqrt. Has anyone out there found a really quick and dirty way of 
>calculating it? 


> 
>By the way, for anyone reading this who hasn't got into fixed point maths 
>yet - do so, very quickly! For the last few years I've been used to 


>programming PCs with powerful maths co-processors, I did some tests using 
>floating point values on the playstation and couldn't believe how sloooooow 
>it is - but use fixed point and it really motors! 


> 

>- Miles 

> 

>Jake Turner <jaket@cthullu.freeserve.co.uk> wrote: 
> 


>> How about doing simple rectangle bounding box detection first (simple 
>> approximation) and then doing the proper tests. 
> 


> 
> 
> 


-—-MESSAGE FILE 12780 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000796 


--MESSAGE FILE 12781 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000797 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: Fri, 4 Dec 1998 11:51:09 -0500 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <749326S$3te2@scea> 

References: <Olbeld86$03alal60S$0a3ddec2@guildfoc> <742u50S$9lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> <746eq9$c3e2@chuka.playstation.co.uk> <366 
6DDF3.EBEFDB1E@cthullu.freeserve.co.uk> <0Olbelef5S$5bfd4ba0$LocalHost@guildfoc> <748a 
63Sc3e3@chuka.playstation.co.uk> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


There are fixed point methods, but are these the slow ones to which you 
refer? 

If not I have one that works pretty good and I've never noticed an impact on 
performance. 


- Tony 
George Bain wrote in message <748a63Sc3e3@chuka.playstation.co.uk>... 


> 
>Hi Miles, 


> 

>I think you might have to decide whether you want 
>your routine to be very accurate or very fast. I 
>tend to stay far clear from sqrt(). 

> 


—-MESSAGE FILE 12781 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000797 


——MESSAGE FILE 12782 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000798 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a cd-rom with my game... 

Date: Fri, 4 Dec 1998 11:53:17 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <74934cS$3te3@scea> 

References: <36669F04.FFF9DE68@club-internet.fr> <Olbelef6S$a555bc00S0a3ddec2@guildfo 
c> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


There are programs and files on the boot disk that can be read and run. What 
if a copy of that info was made and the personal program added in a 
directory of its own? 


= Tony 


Miles Buzzing wrote in message <0Olbelef6Sa555bc00S0a3ddec2@guildfoc>... 
>It would be nice wouldn't it. But as far as I know, you can't - the Yaroze 
>itself can't even read data from CDs while in development mode and any 
>'normal' playstation can only read officially produced, region specific, 
>CDs. 

> 

>You just have to make sure it's good enough to be included on the cover 
>disk of Playstation Magazine! 

> 

>- Miles 

> 

>cros <cros@club-internet.fr> wrote in article 
><36669F04.FFF9IDE68@club-internet.fr>... 

>> Hi. 

>> How can i make a cd with my net yaroze game? 

> 


-—-MESSAGE FILE 12782 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000798 


——MESSAGE FILE 12783 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000799 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Make a cd-rom with my game... 

Date: 4 Dec 1998 19:00:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <Olbelfb8$56b1£7e0S0a3ddec2@guildfoc> 

References: <36669F04.FFF9DE68@club-internet.fr> <Olbelef6S$a555bc00S0a3ddec2@guildfo 
c> <74934cS$3te3@scea> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


You've got me there, That'll learn me for trying to be smart :-) 
However, I think the show stopper's going to be the Gold CD. I know I'm 
right in saying that no playstation (with it's warrenty intact) or NY is 
going to read it. 


Let's hope someone from Sony sees this and sets us straight! 


- Miles 


Net Yaroze newsgroups message dump.txt Page 8518 


> There are programs and files on the boot disk that can be read and run. 
What 

> if a copy of that info was made and the personal program added ina 

> directory of its own? 

> 

> — Tony 


-—-MESSAGE FILE 12783 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000799 


——MESSAGE FILE 12784 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000800 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit .demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: A* 

Date: Sun, 6 Dec 1998 20:56:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <74erinS4np4@chuka.playstation.co.uk> 
NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 

any one out there attempted to implement the A* path finding algorithm 
(or similar process) with any of their Yaroze games? If so any help would 
be greatly appreciate as tomorrow I am going to be embarking into its scary 
complexities and haven't really got clue where to start. I understand the 
principles behind it just not how to actually do it!! The age old dilemma! 


Any way, Cheers in advance, 
John 


~jwhitmor 


—-MESSAGE FILE 12784 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000800 


--MESSAGE FILE 12785 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000801 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: Mon, 07 Dec 1998 18:42:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <366C2192.E6EF54AC@cthullu. freeserve.co.uk> 

References: <Olbeld86$03alal60S$0a3ddec2@guildfoc> <742u50S9lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> <746eq9$c3e2@chuka.playstation.co.uk> <366 
6DDF3.EBEFDB1E@cthullu.freeserve.co.uk> <0lbelef5$5bfd4ba0SLocalHost@guildfoc> 
NNTP-Posting-Host: modem—-54.vanadium.dialup.pol.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


For fast sqrt (and other maths functions try Ian Bell's home page) 
sqrt page: 

http://people.netcom.co.uk/i.bell/maths/funcs.htm#A10 

Enjoy 


Jake 
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Miles Buzzing wrote: 


Yes, I've had a go with some broad tests. The method I use is less accurate 
that yours, but probably faster - check a bounding square based on the 
longest axis of the sprite first and then use a more precise bounding 
sphere test (using the anti-christ of fast code - Sqrt). 


I like bounding spheres but there is just no quick way to calculate square 
root as far as I can see. Even with a fixed point maths routine I still 
have to perform at least 12+ iterations to get an reasonable approximation 
of sqrt. Has anyone out there found a really quick and dirty way of 
calculating it? 


By the way, for anyone reading this who hasn't got into fixed point maths 
yet - do so, very quickly! For the last few years I've been used to 
programming PCs with powerful maths co-processors, I did some tests using 
floating point values on the playstation and couldn't believe how sloooooow 
it is - but use fixed point and it really motors! 


- Miles 
Jake Turner <jaket@cthullu.freeserve.co.uk> wrote: 


> How about doing simple rectangle bounding box detection first (simple 
> approximation) and then doing the proper tests. 


VVVVVVVVVVVVVVV VV VV VV VV 


Jake Turner : Token Rocket Scientist 


Practice VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 12785 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000801 


—-MESSAGE FILE 12786 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000802 

Path: chuka.playstation.co.uk!news 

From: cros <cros@club-internet.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: 2d collision bounding box... 

Date: Mon, 07 Dec 1998 20:29:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <366C2C7E.75028A95@club-internet.fr> 

NNTP-Posting-Host: ppp-160-7.villette.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [fr] (Macintosh; I; PPC) 


hi. 

Ok,when i want to detect collision between sprites i use bounding boxes 
rectangle following my sprite. 

In my case, that is: 


i have a ship(i make a space invaders for training me to C ...)like 
this (approximatively!!): 


i iiiiiii i <----This is the ship (fabulous 


111111111111111 
iii 111 
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i have a super-laser-bullet like this: 


the laser---> 0 <----(i can believe my eyes! 
this laser-bullet is so terrific) 


How can 1 make this collision operations between this two objects?: 


i 
1111 0 
1 11111111 i Տ----- >here no collision 
iiiiiiiiiiiiiii 
iii iii 
i 
iiii 
i 111110 i 9 ----- >here, there is collision 
iiiiiiiiiiiiiii 
111 LYT 


Like you can see on my terrible ASCII graphics, the bounding box method 
don't works, how can i do? 


Chris 


-—-MESSAGE FILE 12786 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000802 


--MESSAGE FILE 12787 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000803 

Path: chuka.playstation.co.uk!news 

From: cros <cros@club-internet.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: trouble with buffers... 

Date: Mon, 07 Dec 1998 20:37:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <366C2E79.39C5573D@club-internet.fr> 

NNTP-Posting-Host: ppp-160-7.villette.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [fr] (Macintosh; I; PPC) 


hi! 

i've trouble with the frame buffers... 

Imagine my game in 640*480 mode, 2 graphics, with ascrolling background, 
an aera of 1280*960, composed with a Tim image, in 16 bit color mode. 
The problem of this: I can't load this image into the buffer because 
ittus to DAG se u 

how can i do? I suppose there is a answer because if we can't do that, 
we can't do anything on the netyaroze system... 


(I don't try loading this image, it's just a suposition, of a game 
project in my mind...) 
sorry for my poor english, i'm french. 


thanks 
chris. 


-—-MESSAGE FILE 12787 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000803 
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--MESSAGE FILE 12788 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000804 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: trouble with buffers... 

Date: Mon, 07 Dec 1998 20:02:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <366c3335.226728@www.netyaroze-europe. com> 
References: <366C2E79.39C5573D@club-internet.fr> 
NNTP-Posting-Host: p40s09a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 07 Dec 1998 20:37:31 +0100, cros <cros@club-internet.fr> 
wrote: 


>hi! 

>i've trouble with the frame buffers... 

>Imagine my game in 640*480 mode, 2 graphics, with ascrolling background, 
>an aera of 1280*960, composed with a Tim image, in 16 bit color mode. 
>The problem of this: I can't load this image into the buffer because 
>it's to big... 

>how can i do? I suppose there is a answer because if we can't do that, 
>we can't do anything on the netyaroze system... 

> 

>(I don't try loading this image, it's just a suposition, of a game 
>project in my mind...) 

>sorry for my poor english, i'm french. 

> 

>thanks 

>chris. 

> 

not sure I understand exactly what you are saying there, but it seems 
that you want too much space, and Im afraid to say youre not likely to 
get it. 


First of all, about frame buffers, if you are using hires mode (which 
640x480 is) then you only need the one buffer owing to the fact that 
one frame it displays even lines and you draw on the odd lines and 
vica versa (as opposed to normal double buffering where there are 2 
distinct screens). Of course, that still doesnt leave you with enough 
room for a 16bit image in vram that is the size of the buffer. You 
can: 


a) reduce the colour depth of your background. Honestly, if youre 
careful you can make a 256 colour image look just as good as a 15bit 
colour image. This would mean your tim is only half as wide in Vram. 


b) load up your image piece by piece from main memory into vram and 
copy them to your buffer one at a time. (Which will not work easily 
for hires if you are using moveimage as it doesnt take into account it 
should only draw on odd or even lines.) 


c) cut down on your graphics, which I seriously suggest. You will get 
extremely annoyed during development keep loading in 1280x480 pixels 
worth of graphics every time you crash :) What could you want that 
huge amount of graphics for? 


Rob 
—-MESSAGE FILE 12788 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000804 


—-MESSAGE FILE 12789 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000805 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d collision bounding box... 

Date: Mon, 7 Dec 1998 23:44:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 
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Message-ID: <74hp72S$8bc3@chuka.playstation.co.uk> 
References: <366C2C7E.75028A95@club-internet.fr> 
NNTP-Posting-Host: vil-49.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi Chris, 


What you are looking for is pixel-perfect collision detection rather than 
the bounding box method. 

However even though this method is much more accurate it's also a lot slower 
because instead of testing each rectangle for collision you have to test 
each pixel instead (and there a lot more pixels!). 


I'll get around to coding some collision detection during the christmas 
holidays so untill then I can't really help you out, but my suggestion would 
be to check out the source code to James Shaughnessy's excellent Gravitation 
(http: //www.netyaroze-europe.com/~shaughnj/ftp/gravsrc.zip) which uses 
pixel-perfect collision detection. 


Hope this helps, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


cros wrote in message <366C2C7E.75028A95@club-internet.fr>... 

>hi. 

>Ok,when i want to detect collision between sprites i use bounding boxes 
>rectangle following my sprite. 

>In my case, that is: 


> 

>i have a ship(i make a space invaders for training me to C ...)like 
>this (approximatively!!): 

> 

> 1 

> iiii 

> i iiiiiii i <----This is the ship (fabulous 


>isn't it?) 


> 111111111111111 


> iii 111 

> 

> 

>i have a super-laser-bullet like this: 

> 

> the laser---> 0 <----(i can believe my eyes! 
>this laser-bullet is so terrific) 

> 

> 

>How can i make this collision operations between this two objects?: 
> 

> 

> 

> 

> 

> i 

> 1111 0 

> i iiiiiii i ———— >here no collision 

> 11111111 eis BaD 

> iii 111 

> 

> 

> i 

> 1111 

> i 111110 i ----- >here, there is collision 
> 111111111111111 

> iii 111 

> 


>Like you can see on my terrible ASCII graphics, the bounding box method 
>don't works, how can i do? 

> 

>Chris 
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> 


—-MESSAGE FILE 12789 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000805 


—-MESSAGE FILE 12790 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000806 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Pixels 

Date: Mon, 7 Dec 1998 23:53:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <74hpojS8bc4@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-49.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I was just wondering if there is a way (with the yaroze libs) to display and 
read pixels? 

My guess is that you can't, in which case would I have to use a line of size 
1x1? 


Thanks 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12790 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000806 


——MESSAGE FILE 12791 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000807 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Tue, 8 Dec 1998 01:17:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <74huvoS8bc5@chuka.playstation.co.uk> 
References: <74hpoj$8bc4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-82.beryllium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Check out Load/Storeimage that'll do what you want - I'm not saying it'll 
do it how you want though.... 


Pete. 


Rad wrote in message <74hpoj$8bc4@chuka.playstation.co.uk>... 

>I was just wondering if there is a way (with the yaroze libs) to display 
and 

>read pixels? 

>My guess is that you can't, in which case would I have to use a line of 
size 

>1x1? 

> 

>Thanks 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

> 
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-—-MESSAGE FILE 12791 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000807 


—-MESSAGE FILE 12792 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000808 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: A* 

Date: Tue, 08 Dec 1998 12:55:03 +0000 
Organization: EIMC 

Lines: 28 

Message-ID: <366D21A7.24AC27F1@Bradford.ac.uk> 
References: <74erinS4np4@chuka.playstation.co.uk> 
NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; I) 
X-Accept—-Language: en 


Hi John, 


I think I know where this is coming from (a shared supervisor with serious 
superiority complex by any chance?) so feel duty bound to try and help, even 
though I don't know much about A* myself. 
So anyway if you haven't already found these, this page may be helpful: 
http://www.cris.com/~swoodcoc/software.html 
as might this code: 
http://www-cs-students.stanford.edu/~amitp/articles/spath.zip 
(written for PC, but the A* bit seems to be generic) 

Let me know how you're getting on with it.... 


Steev 


John Whitmore wrote: 


> Hi, 

> any one out there attempted to implement the A* path finding algorithm 
> (or similar process) with any of their Yaroze games? If so any help would 
> be greatly appreciate as tomorrow I am going to be embarking into its scary 
> complexities and haven't really got clue where to start. I understand the 
> principles behind it just not how to actually do it!! The age old dilemma! 
> 

> Any way, Cheers in advance, 

> John 

> 

> ~jwhitmor 


-—-MESSAGE FILE 12792 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000808 


--MESSAGE FILE 12793 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000809 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 2d collision bounding box... 
Date: Wed, 09 Dec 1998 00:42:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 90 
Message-ID: <366DC77E.250F58BA@manc.u-net .com> 
References: <366C2C7E.75028A95@club-internet.fr> <74hp72S8bc3@chuka.playstation.co.u 
k> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" A03C9485937A742C4D05BBE6" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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A03C9485937A742C4D05BBE6 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Collision detection in Gravitation is done in a completely stupid way, but it 
works. A 15x15 area of VRAM is SaveImage'd to main RAM, and the ship pixels are 
drawn on manually checking first if the pixel (16-bit word) underneath is 
non-zero. Then, when it's done that it's LoadImage'd it back to VRAM with a 
return flag saying if the ship has hit anything. I think it would be difficult 
to see this looking at the source, unless my commenting is particularly spicy. 
(bear in mind the ships are of course not actually GsSprites) 


The sane way to do it would be to draw the ships using sprites as usual, but 
have copies of the sprites in arrays (perhaps in 1-bit form) and check the 


pixels using bit masking (with &). This would prove much faster (as the 
collision detection is not time-dependant on the actual GPU drawing). This is 
the way I do bullet-background collisions (bullets are actually 1x1 sprites) -- 


the 640x512 maps are stored in a 1-bit 40K area of RAM (created runtime as the 
map is being decompressed) 


The best thing to do though is to use the bounding box method to test whether 
it's worth then doing a pixel-perfect test. 


Later, 
Jim 


PS Sorry for the stupid layouting, just experimenting with Netscape 4.5 which 
I'm only keeping because it allows me to DISABLE THOSE BLOODY COOKIES which are 
the work of the devil. 
PPS I'm having REAL problems getting a large map to scroll on the GameBoy -- the 
LCD controller stops you from accessing VRAM for most of the time... oops sorry 
this don't belong here! (But anyone interested let me know..) 


Rad wrote: 


I'll get around to coding some collision detection during the christmas 
holidays so untill then I can't really help you out, but my suggestion would 
be to check out the source code to James Shaughnessy's excellent Gravitation 
(http://www.netyaroze-europe.com/~shaughnj/ftp/gravsrce.zip) which uses 
pixel-perfect collision detection. 


V V V V V 


A03C9485937A742C4D05BBE6 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

<font size=+3>C</font>ollision detection in Gravitation is done in a completely 
<font size=+2>stupid 

</font>way, 

but it works.&nbsp; A 15x15 area of VRAM is SaveImage'd to main RAM, and 

the ship pixels are drawn on manually checking first if the pixel (16-bit 

word) underneath is non-zero. Then, when it's done that it's LoadImage'd 

it back to VRAM with a return flag saying if the ship has hit anything.énbsp; 

I think it would be difficult to see this looking at the source, unless 

my commenting is particularly <b><font color="#663300">spicy</font></b>.&nbsp; 
(bear in mind the ships are of course not actually GsSprites) 

<p>The <font size=+2>sane</font> way to do it would be to draw the ships 

using sprites as usual, but have copies of the sprites in arrays (perhaps 

in 1-bit form) and check the pixels using bit masking (with &amp;).&nbsp; &nbsp; &énbsp 


Ա 

This would prove much faster (as the collision detection is not time-dependant 
on the actual GPU drawing) .énbsp; This is the way I do bullet-—background 
collisions (bullets <i>are</i> actually 1x1 sprites) -- the 640x512 maps 
are stored in a 1-bit 40K area of RAM (created runtime as the map is being 
decompressed) 

<p>The best thing to do though is to use the bounding box method to test 
whether it's worth <i>then</i> doing a pixel-perfect test. 

<p>Later, 

<br>Jim 

<p>PS <b><font color="#009900">Sorry</font></b> for the stupid layouting, 
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just experimenting with Netscape 4.5 which I'm only keeping because it 

allows me to <font face="Arial Rounded MT Bold">DISABLE THOSE BLOODY COOKIES 
</font>which are the <font color="#FFO000">work of the devil</font>. 

<br>PPS I'm having REAL problems getting a large map to scroll on the GameBoy 
-- the LCD controller stops you from accessing VRAM for most of the time... 
oops sorry this don't belong here! (But anyone interested let me know..) 
<p>Rad wrote: 
<blockquote TYPE=CITE>I'1l get around to coding some collision detection 

during the christmas 

<br>holidays so untill then I can't really help you out, but my suggestion 

would 

<br>be to check out the source code to James Shaughnessy's excellent Gravitation 
<br> (<a href="http://www.netyaroze-europe.com/~shaughnj/ftp/gravsre.zip">http: //www. 
netyaroze-europe.com/~shaughnj/ftp/gravsrc.zip</a>) 

which uses 

<br>pixel-perfect collision detection.</blockquote> 

</html> 


A03C9485937A742C4D05BBE6-- 


—-MESSAGE FILE 12793 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000809 


——MESSAGE FILE 12794 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000810 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d collision bounding box... 

Date: Wed, 09 Dec 1998 20:32:51 GMT 

Organization: ArgoNet, but does not reflect its views 

Lines: 34 

Distribution: world 

Message-ID: <na.33e84f48b1.a70la0rfredw@argonet.co.uk> 

References: <366C2C7E.75028A95@club-internet.fr> <74hp72S8bc3@chuka.playstation.co.u 
k> <366DC77E.250F58BA@manc.u-net.com> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: usern269.uk.uudial.com 

X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 

X-NNTP-Poster: NewsHound "1.3782 


In article <366DC77E.250F58BA@manc.u-net.com>, James Shaughnessy 
<james@manc.u-net.com> wrote: 

> PPS I'm having REAL problems getting a large map to scroll on the 

> GameBoy -- the LCD controller stops you from accessing VRAM for most 
> of the time... oops sorry this don't belong here! (But anyone 

> interested let me know..) 


...Ok, ok, maybe this should be email but wtf... 


On the GB, after waiting for the vertical flyback, there's enough time 
with the vram "visible" to transfer a 21-high column, a 23-wide row, 
hit the sprite DMA, and still leave enough time to copy 4 characters 
worth of realtime animation. 


(which Micro Machines used for the parallax floor / sink plug) 


Real GB tech-heads, apparently, download bits of character set during 
the h-blank (!) 


Feel free to get in touch, but bear in mind that I was developing under 
"Codemasters rules" of the time (ie, I've never seen the official 

Ninetnod [1] GB spec, and so probably use the "wrong names" for everthing), 
and that my source code is (c) Codemasters (despite the fact that 

I've probably got the only copy right here with me) 


ttfn 
Fred 
(Yaroze /~RFREDW) 


[1] - At the time, we were forbidden to use anything that could be 
construed as being (c) of that company, up to & including its name. 
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—-MESSAGE FILE 12794 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000810 


—-MESSAGE FILE 12795 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000811 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Wed, 9 Dec 1998 21:51:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <74mrbeS$8bc13@chuka.playstation.co.uk> 

References: <74hpoj$8bc4@chuka.playstation.co.uk> <74huvoS$8bc5@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: vil-66.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hmm, could you explain how? 
Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Peter Dollochan wrote in message <74huvoS8bc5@chuka.playstation.co.uk>... 
>Check out Load/Storeimage that'll do what you want - I'm not saying it'll 
>do it how you want though.... 

> 

>Pete. 


-—-MESSAGE FILE 12795 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000811 


—-MESSAGE FILE 12796 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000812 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 2d collision bounding box... 

Date: Wed, 9 Dec 1998 21:59:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 108 

Message-ID: <74mrpa$8bc14@chuka.playstation.co.uk> 

References: <366C2C7E.75028A95@club-internet.fr> <74hp72S8bc3@chuka.playstation.co.u 

k> <366DC77E.250F58BA@manc.u-net.com> 

NNTP-Posting-Host: vil-66.village.gre.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-—-=_NextPart_000_0080_01BE23BF.2114F5A0" 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This is a multi-part message in MIME format. 


=== =_NextPart_000_0080_0O1BE23BF.2114F5A0 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


How do you manipulate pixels on the yaroze? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
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James Shaughnessy wrote in message = 
<366DC77E.250F58BA@manc.u-net.com>... 

Collision detection in Gravitation is done in a completely stupid = 
way, but it works. A 15x15 area of VRAM is SaveImage'd to main RAM, and = 
the ship pixels are drawn on manually checking first if the pixel = 
(16-bit word) underneath is non-zero. Then, when it's done that it's = 
LoadiImage'd it back to VRAM with a return flag saying if the ship has = 
hit anything. I think it would be difficult to see this looking at the = 
source, unless my commenting is particularly spicy. (bear in mind the = 
ships are of course not actually GsSprites) -20 

The sane way to do it would be to draw the ships using sprites as = 
usual, but have copies of the sprites in arrays (perhaps in 1-bit form) = 
and check the pixels using bit masking (with &). This would prove = 
much faster (as the collision detection is not time-dependant on the = 
actual GPU drawing). This is the way I do bullet-—background collisions = 
(bullets are actually 1x1 sprites) -- the 640x512 maps are stored in a = 
1-bit 40K area of RAM (created runtime as the map is being decompressed) = 


<-> =_NextPart_000_0080_01BE23BF.2114F5A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 
<META content=3D'"MSHTML 4.72.2106.6"' name=3DGENERATOR> 
</HEAD> 
<BODY bgColor=3D#ffffff> 
<DIV><FONT face=3D"" size=3D3><FONT color=3D#800000><STRONG>How</FONT> = 
<FONT=20 
color=3D#008000>do</FONT> <FONT color=3D#808000>you</FONT> <FONT=20 
color=3D#000080>manipulate</FONT> <FONT color=3D#800080>pixels</FONT> = 
<FONT=20 
color=3D#008080>o0n</FONT> <FONT color=3D#ff£0000>the</FONT> <FONT=20 
color=3D#00ff00>yaroze</FONT><FONT = 
color=3D#ffff00>?</STRONG></FONT></FONT></DIV> 
<DIV><FONT face=3D"" size=3D3><FONT color=3D#ffffL00></FONT></FONT><FONT = 
color=3D#000000=20 
size=3D2></FONT>&nbsp; </DIV> 
<DIV><FONT color=3D#000000 size=3D2><STRONG><FONT = 
size=3D4>Rad.</FONT></STRONG><BR><A=20 
href=3D"mailto:rad@cyberdude.com"><FONT = 
size=3D3>rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></FONT><FONT=20 
size=3D3></FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: 
5px"> 

<DIV>James Shaughnessy<JAMES@MANC.U-NET.COM> wrote in message &1t;<A = 


href=3D"mailto:366DC77E.250F58BA@manc.u-net.com">366DC77E.250F58BA@manc.u= 
-net.com</A>&gt;...</DIV><FONT=20 

size=3D+3>C</FONT>ollision detection in Gravitation is done in a = 
completely=20 

<FONT size=3D+2>stupid </FONT>way, but it works.énbsp; A 15x15 area 
of VRAM is=20 

SaveImage'd to main RAM, and the ship pixels are drawn on manually = 
checking=20 

first if the pixel (16-bit word) underneath is non-zero. Then, when 
it's=20 

done that it's LoadImage'd it back to VRAM with a return flag saying = 
if the=20 

ship has hit anything.&nbsp; I think it would be difficult to see = 
this=20 
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looking at the source, unless my commenting is particularly <B><FONT 


color=3D#663300>spicy</FONT></B>.énbsp; (bear in mind the ships are = 
of course=20 

not actually GsSprites) =20 

<P>The <FONT size=3D+2>sane</FONT> way to do it would be to draw the 
ships=20 

using sprites as usual, but have copies of the sprites in arrays = 
(perhaps in=20 

1-bit form) and check the pixels using bit masking (with=20 

é&amp;).&nbsp; &nbsp; &nbsp; This would prove much faster (as the = 
collision=20 

detection is not time-dependant on the actual GPU drawing) .&nbsp; 
This is=20 

the way I do bullet-background collisions (bullets <I>are</I> = 
actually 1x1=20 

sprites) -- the 640x512 maps are stored in a 1-bit 40K area of RAM = 
(created=20 

runtime as the map is being decompressed) = 
</P></BLOCKQUOTE></BODY></HTML> 


_———— =_NextPart_000_0080_01BE23BF.2114F5A0-- 
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—-MESSAGE FILE 12796 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000812 


——MESSAGE FILE 12797 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000813 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Path Finding / Collision Detection 

Date: Wed, 9 Dec 1998 18:05:49 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <74muqb$6064@scea> 

NNTP-Posting-Host: aarciuol.pc.trincoll.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Just a quick question... 


Why are hexagons commonly used in RTS games and in algorithms such as A*? 
I'm not well-versed in the algorithm, but it seems to me there are no 
horizontally-adjacent hexagons (at least not across a side). And if it 
doesn't matter whether the surrounding hexagons are surrounding by their 
sides, or by their vertices, then again, why especially hexagons, why not 
octagons? 


- Tony 


—-MESSAGE FILE 12797 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000813 


--MESSAGE FILE 12798 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000814 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Wed, 9 Dec 1998 23:45:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <74n2b4S8bc16@chuka.playstation.co.uk> 


uk> <74mrbe$8bc13@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-37.adderall.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


References: <74hpojS$8bc4@chuka.playstation.co.uk> <74huvoS8bc5@chuka.playstation.co. 
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In an attempt to over simplify the problem and hide my lack of knowledge :) 
you would note that the vram is just 16bit memory locations and if you set 
up the RECT struct properly you can write and read single pixels. 

Of course main memory is 32bit, but a bit of shifting should sort that out 


make sense nope thought not :-/ I'll do a wee proggy if you like (over 
the weekend). 
Dont know if its mentioned in James Russells FAQ or not. 


Pete. 


Rad wrote in message <74mrbeS$8bc13@chuka.playstation.co.uk>... 
>Hmm, could you explain how? 

> 

>Thanks, 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 


—-MESSAGE FILE 12798 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000814 


——MESSAGE FILE 12799 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000815 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <S.Parnell@Bradford.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Path Finding / Collision Detection 
Date: Thu, 10 Dec 1998 13:01:09 +0000 
Organization: EIMC 

Lines: 36 

Message-ID: <366FC615.6032F73@Bradford.ac.uk> 
References: <74muqb$6064@scea> 
NNTP-Posting-Host: BOO-BOO.eimc.brad.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Hi, 
I think basically 3 reasons: 


1: Hexagons tessellate a plane, octagons etc don't. 

2: Because of this, hexagon maps can easily be transformed to a regular 2D 
square grid and stored in a 2D array. 

3: The centre of each of a hexagon's 6 neighbours is the same distance from 
the central hexagon's centre. This is useful when calculating next moves from 
one cell to another, as each step will be the same distance. In a square 
representation, a step to a cell at a vertex costs more than one at an edge 
(by a factor of sqrt(2) in fact!) and this complicates things when 
calculating the best route from A to B. Anything non-tessellating complicates 
it even more. 


Any more than this are beyond my limited intelligence :-\ 

I've always wondered whether a monitor with pixels on a hexagonal grid would 
help cut out jaggies and whether we humanoids are so fixed by the square grid 
that we're missing a point somewhere that bees sussed out aeons ago? 


Steev 


Antony Arciuolo wrote: 


> Just a quick question... 
> 


> Why are hexagons commonly used in RTS games and in algorithms such as A*? 
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> I'm not well-versed in the algorithm, but it seems to me there are no 

> horizontally-adjacent hexagons (at least not across a side). And if it 

> doesn't matter whether the surrounding hexagons are surrounding by their 
> sides, or by their vertices, then again, why especially hexagons, why not 
> 
> 
> 


octagons? 
- Tony 


-—-MESSAGE FILE 12799 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000815 


—--MESSAGE FILE 12800 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000816 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Thu, 10 Dec 1998 15:33:44 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <366FE9D8.7A7E3A45@scee.sony.co.uk> 

References: <74hpoj$8bc4@chuka.playstation.co.uk> <74huvoS$8bc5@chuka.playstation.co. 
uk> <74mrbeS$8bc13@chuka.playstation.co.uk> <74n2b4S8bc16@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Peter Dollochan wrote: 


> 

> In an attempt to over simplify the problem and hide my lack of knowledge :) 

> you would note that the vram is just 16bit memory locations and if you set 

> up the RECT struct properly you can write and read single pixels. 

> 

> Dont know if its mentioned in James Russells FAQ or not. 

I've put something in the FAQ about reading/writing individual pixels (and collision 
detection), but 

recall that the results of a StoreImage will be from frame X, when the CPU will be b 


usy processing 
frame X+2. You can get this down so that the results are only from the previous fram 
e though. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Lando, Lando, he's our man! If he can't do it ... we'll get Han! 


-—-MESSAGE FILE 12800 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000816 


——MESSAGE FILE 12801 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000817 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Drawing pixels [was: 2d collision bounding box...] 

Date: Thu, 10 Dec 1998 16:37:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <366FF8D5.FA2A6E19@manc.u-net.com> 

References: <366C2C7E.75028A95@club-internet.fr> <74hp72S8bc3@chuka.playstation.co.u 
k> <366DC77E.250F58BA@manc.u-net.com> <74mrpa$8bcl14@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 
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Content-Type: multipart/alternative; 

boundary=" F5A2F36D1342903EE355F2DE" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


F5A2F36D1342903EE355F2DE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


First you will need to create the sprite on the frame buffer. You can 
create the actual sprite instead of loading in a pre-drawn TIM by doing 
a ClearImage(&rect, r, g, b); where rect = {x, y, 1, 1}; x/y are sprite 
image coords. 

There are two ways of handling the pixel colours -- either change the .r 
-g .b attribute values (ie. RGB brightness) for each time the colour 
changes (with the pixel set at r255, 9255, b255), or (a potentially 
faster way) is to create an effective "clut" on the frame buffer (many 
ClearImaged colours) and change the .u or .v value to whatever offset is 
needed. Grav uses both these methods. 


Set up a single 1x1 sprite, with GsSPRITE pixel; but be careful if using 
4 or 8 bit CLUT pixels (apart from possible confusion) you have to long 
word align the .u .values, so make your "clut" vertical (ie. use the .v 
to set sprite colour. The actual CLUT can still be horizontal of 
course). You can sort the pixel into the OT, change the .r.g.b or 
.u/.v settings, and sort it again as many times as you want, and this 
turns out to be a fast and effective way of doing putpixels. The funny 
thing with Grav is I don't use GsSortClear so pixels that are "put" need 
to be cleared in the old fashioned (and therefore stupid) way of 
redrawing them all as black. (The reason I do this is the background 
maps are permanent and only need to be drawn once on the virtual screen 
so split-screen mode and scrolling is extremely easy. Although if I 
were to re-write it I'd do it the proper way (and use BgMAPs for the 
maps allowing them to be much bigger than 640x512). my eventual GameBoy 
version has 1024x1024 maps..) 


Cheers, 
Jim 


Rad wrote: 


> How do you manipulate pixels on the yaroze? 


F5A2F36D1342903EE355F2DE 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
<body text="#000000" bgcolor="#COCOCO" link="#0000BE" vlink="#551A8B" alink="#FF0O000 
"> 

First you will need to create the sprite on the frame buffer.&nbsp;&nbsp; 

You can create the actual sprite instead of loading in a pre-drawn TIM 


by doing a ClearImage(&amp;rect, r, g, Db); where rect = (x, y, 1, 1}; x/y 
are sprite image coords. 
<br>There are two ways of handling the pixel colours -- either change the 


.r .g .b attribute values (ie. RGB brightness) for each time the colour 
changes (with the pixel set at r255, 9255, b255), or (a potentially faster 
way) is to create an effective "clut" on the frame buffer (many ClearImaged 
colours) and change the .u or .v value to whatever offset is needed. &nbsp; 
Grav uses both these methods. 
<p>Set սք a single 1x1 sprite, with GsSSPRITE pixel; but be careful if using 

4 or 8 bit CLUT pixels (apart from possible confusion) you have to long 

word align the .u .values, so make <i>your</i> "clut" <b>vertical</b> (ie. 

use the .v to set sprite colour.énbsp; The <i>actual</i> CLUT can still 

be horizontal of course) .&nbsp;é&nbsp; You can sort the pixel into the OT, 

change the .r.g.b or .u/.v settings, and sort it again as many times as 

you want, and this turns out to be a fast and effective way of doing putpixels.&nbsp 


Ա 

The funny thing with Grav is I don't use GsSortClear so pixels that are 

"put" need to be cleared in the old fashioned (and therefore stupid) way 

of redrawing them all as black.&nbsp; (The reason I do this is the background 
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maps are permanent and only need to be drawn once on the virtual screen 

so split-screen mode and scrolling is extremely easy.&nbsp; Although if 

I were to re-write it I'd do it the proper way (and use BgMAPs for the 

maps allowing them to be much bigger than 640x512). my eventual GameBoy 

version has 1024x1024 maps..) 

<p>Cheers, 

<br>Jim 

<p>Rad wrote: 

<blockquote TYPE=CITE><font face=""><font size=+0><font color="#800000"><b>How</b> 
</font><font color="#008000">do</font><font color="#800000"> </font><font color="#80 
8000">you</font><font color="#800000"> 

</font><font color="#000080">manipulate</font><font color="#800000"> </font><font co 
lor="#800080">pixels</font><font color="#800000"> 

</font><font color="#008080">on</font><font color="#800000"> </font><font color="#FF 
0000">the</font><font color="#800000"> 

</font><font color="#00FFOO">yaroze</font><font color="#FFFF00">?</font></font></fon 
t></blockquote> 


</body> 
</html> 


F5A2F36D1342903EE355F2DE-—- 


—-MESSAGE FILE 12801 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000817 


——MESSAGE FILE 12802 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000818 

Path: chuka.playstation.co.uk!news 

From: "Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Collisons Between 2 Sprites 

Date: Fri, 11 Dec 1998 09:14:18 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <3670E26A.741B@mdx.ac.uk> 
References: <364BBBBD.39EFOF37@aol.com> 
Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Omar Metwally wrote: 

> 

> I can make a function to detect 2 sprites colliding, but I don't know 
> what to make the 2 sprites do once a collision is detected. Could 

> someone please write a function or give me code to prevent them from 
> overlapping? t-—h-a-n-k y-o-u i-n a-d-v-a-n-c-e 


You are REALLY starting to scare me now! Anyway, check out my helper 
library at http://www.netyaroze-europe.com/~harveyc/ 

It contains macros for collision detection. It also contains a 
limitrange macro (from the Yaroze manuals) which you can use to prevent 
your sprites overlapping. 

Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


—-MESSAGE FILE 12802 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000818 


——MESSAGE FILE 12803 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000819 

Path: chuka.playstation.co.uk!news 

From: "Alex Herert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Sat, 12 Dec 1998 13:21:05 -0000 


Net Yaroze newsgroups message dump.txt Page 8534 


Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <74tqo7S1s6@chuka.playstation.co.uk> 
References: <74hpojS$8bc4@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr01-29.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad wrote in message <74hpoj$8bc4@chuka.playstation.co.uk>... 

>I was just wondering if there is a way (with the yaroze libs) to display 
and 

>read pixels? 

>My guess is that you can't, in which case would I have to use a line of 
size 

>1x1? 

> 

>Thanks 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

> 


A 1x1 line or box will do the trick, but a 1x1 sprite is quicker (odly 
enough). 


Unless you're doing some image or CLUT manipulation, I'd avoid reading pixel 
data. Not much help I know, but there's usually a better way. 


Herbs 


-—-MESSAGE FILE 12803 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000819 


——MESSAGE FILE 12804 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000820 

Path: chuka.playstation.co.uk!news 

From: "Alex Herert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Collision detection with rotating sprites 

Date: Sat, 12 Dec 1998 13:41:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <74trtj$1s7@chuka.playstation.co.uk> 

References: <0Olbeld86$03alal60S0a3ddec2@guildfoc> <742u50$91lv3@chuka.playstation.co. 
uk> <01lbele90$e7e94160S0a3ddec2@guildfoc> <746eq9$c3e2@chuka.playstation.co.uk> <366 
6DDF3.EBEFDB1E@cthullu.freeserve.co.uk> <0lbelef5S5bfd4ba0SLocalHost@guildfoc> 
NNTP-Posting-Host: th-usr01-29.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Miles Buzzing wrote in message <0Olbelef5$5bfd4ba0$LocalHost@guildfoc>... 
>Yes, I've had a go with some broad tests. The method I use is less accurate 
>that yours, but probably faster - check a bounding square based on the 
>longest axis of the sprite first and then use a more precise bounding 
>sphere test (using the anti-christ of fast code - Sqrt). 

> 

>I like bounding spheres but there is just no quick way to calculate square 
>root as far as I can see. Even with a fixed point maths routine I still 
>have to perform at least 12+ iterations to get an reasonable approximation 
>of sqrt. Has anyone out there found a really quick and dirty way of 
>calculating it? 


Yep. Don't bother with any form of sqrt. Just compare squared values 
instead (i.e. square the value you're comparing with). It don't get much 
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quicker than that! :) 


Herbs 


—-MESSAGE FILE 12804 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000820 


——MESSAGE FILE 12805 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000821 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Sat, 12 Dec 1998 20:19:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <74ujgu$1s9@chuka.playstation.co.uk> 

References: <74hpoj$8bc4@chuka.playstation.co.uk> <74huvoS$8bc5@chuka.playstation.co. 
uk> <74mrbeS$8bc13@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-111.oxygen.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Rad, 


Done a small demo prog + abstract art ;-) its available for download on my 
site ~peterd - any bugs/sugestions/oversights feel free to slag me on the 
newsgroups :) 


Pete. 
|| Why does a dog like his bollucks - because he can || 


Rad wrote in message <74mrbeS$8bc13@chuka.playstation.co.uk>... 
>Hmm, could you explain how? 

> 

>Thanks, 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 


—-MESSAGE FILE 12805 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000821 


—--MESSAGE FILE 12806 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000822 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Sat, 12 Dec 1998 20:33:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <74uk8g$1s10@chuka.playstation.co.uk> 

References: <74hpojS$8bc4@chuka.playstation.co.uk> <74huvoS8bc5@chuka.playstation.co. 
uk> <74mrbeS$8bc13@chuka.playstation.co.uk> <74ujgu$1s9@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-111.oxygen.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>|| Why does a dog like his bollucks - because he can || 


like = lick (obviously) 


I'm feeling rather lysdexic today must be the lack of holidays I'm getting 


Net Yaroze newsgroups message dump.txt Page 8536 
(2 days) 


Pete. 


—-MESSAGE FILE 12806 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000822 


——MESSAGE FILE 12807 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000823 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Sat, 12 Dec 1998 23:30:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <74uu90$1s11@chuka.playstation.co.uk> 

References: <74hpojS$8bc4@chuka.playstation.co.uk> <74huvoS8bc5@chuka.playstation.co. 
uk> <74mrbeS$8bc13@chuka.playstation.co.uk> <74ujgu$1s9@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-9.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Pete, I've had a look at it and its cleared things up. Although I 
won't be able to run it until next weekend when I go home. 


Take care, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Peter Dollochan wrote in message <74ujgu$1s9@chuka.playstation.co.uk>... 
>Hi Rad, 

> 

>Done a small demo prog + abstract art ;-) its available for download on my 
>site ~peterd - any bugs/sugestions/oversights feel free to slag me on the 
>newsgroups :) 

> 

>Pete. 

>|| Why does a dog like his bollucks - because he can | | 

> 

>Rad wrote in message <74mrbeS$8bcl13@chuka.playstation.co.uk>... 

>>Hmm, could you explain how? 

>> 

>>Thanks, 

>> 

>>Rad. 

>>rad@cyberdude.com 

>>http://www.netyaroze-europe.com/~radpsx 

>> 

> 

> 

> 


—-MESSAGE FILE 12807 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000823 


—-MESSAGE FILE 12808 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000824 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Sat, 12 Dec 1998 23:54:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <74uv12$1s12@chuka.playstation.co.uk> 
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References: <74hpoj$8bc4@chuka.playstation.co.uk> <74huvoS$8bc5@chuka.playstation.co. 
uk> <74mrbeS$8bc13@chuka.playstation.co.uk> <74ujgu$1s9@chuka.playstation.co.uk> <74u 
u90$1s11l@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-9.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>>any bugs/sugestions/oversights feel free to slag me on the 
>>newsgroups :) 


Pete you silly bastard :) 


change the line: *p=dot.colour to *p=colour in the putpix 
function. 


Although it won't make a difference in your program coz "dot" is declared as 
a global variable it will if you use the function somewhere else. 


C'ya mate, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12808 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000824 


——MESSAGE FILE 12809 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000825 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixels 

Date: Sun, 13 Dec 1998 00:30:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <74v240$1s13@chuka.playstation.co.uk> 

References: <74hpojS8bc4@chuka.playstation.co.uk> <74huvoS8bc5@chuka.playstation.co. 
uk> <74mrbeS$8bc13@chuka.playstation.co.uk> <74ujgu$1s9@chuka.playstation.co.uk> <74u 
u90$1s1l@chuka.playstation.co.uk> <74uv12$1s12@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—41.rubidium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


LOL - I started out without any parameters to the function and didnt bother 
checking anything when it compiled/ran first time (first for everything even 
if it is wrong) 

I'll change it :) 


Pete. 


Rad wrote in message <74uv12$1s12@chuka.playstation.co.uk>... 
>>>any bugs/sugestions/oversights feel free to slag me on the 
>>>newsgroups :) 

> 

> 

>Pete you silly bastard :) 

> 
>change the line: *p=dot.colour to *p=colour in the putpix 
>function. 

> 

>Although it won't make a difference in your program coz "dot" is declared 
as 

>a global variable it will if you use the function somewhere else. 

> 

>C'ya mate, 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 
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> 
> 


—-MESSAGE FILE 12809 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000825 


—--MESSAGE FILE 12810 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000826 

Path: chuka.playstation.co.uk!news 

From: cros <cros@club-internet.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: sprite adresses in memory... 

Date: Tue, 15 Dec 1998 18:16:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3676996D.D17B42F2@club-internet.fr> 

NNTP-Posting-Host: ppp-106-100.villette.club-internet.fr 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
4F5353" 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [fr] (Macintosh; I; PPC) 


hi! 

i'm in trouble with the adresses... 

I have two TIM files in 16 bit mode, one with all of my sprites, the 
other with the start menu screen of my game. 


In my batch file i wrote: 
local dload Theship.tim 80100000 (my sprite page) 
local dload screen.tim 80110000 (my first screen image) 


when i load just one image with the first adress, the games works 
when i load the two files the sprite are bad : i have the bricks of the 
download screen of the Netyaroze OS!! 


I use Tim Util to arrange the position of my files in the buffers. 


My question now: 

Is it arbitrary adresses? And if it isn't, 

How can i find safe adresses for my files? 

the 0x80100000 and 0x80110000 adresses are taken from a sample game by 
Ira Rainey.. 


There is a tip for calculate the space in memory, and also the start 
adress of my Tim files in memory? 


Thanks, chris, and sorry for my poor english... 


-—-MESSAGE FILE 12810 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000826 


--MESSAGE FILE 12811 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000827 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 15 Dec 1998 17:32:51 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3676E393.862F167A@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 
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Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:206 scee.yaroze.progr 
amming.2d_graphics:827 scee.yaroze.programming.3d_graphics:1072 scee.yaroze.programm 
ing.codewarrior:418 scee.yaroze.programming.gnu_compiler:292 


BJ wrote: 

> 

> > That's like saying stealing is illegal, but receiving stolen goods 
> > is ok. 

> 

> No, it's like stealing a program is illegal, but receiving a document 
> *created* with that program is OK. Come on, don't twist words. 

> 


No, it's not. 


"Darco 
—-MESSAGE FILE 12811 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000827 


——MESSAGE FILE 12812 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000828 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: sprite adresses in memory... 

Date: Wed, 16 Dec 1998 19:40:00 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <36780C90.D9C4A2EF@scee.sony.co.uk> 
References: <3676996D.D17B42F2@club-internet.fr> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


cros wrote: 

> 

> My question now: 

> Is it arbitrary adresses? And if it isn't, 
> How can i find safe adresses for my files? 


No, it isn't arbitrary addresses. If you load a file that is 0x11000 long to address 
0x80100000, 

then that file takes up all memory locations from 0x80100000 to 0x80100000 + 0x11000 
= 0x80111000. 

Therefore if you load in another file to 0x80110000, then you will be copying data o 

ver the end of 

the first file! 


There are a couple of utilities that can calculate all this for you. I have one on m 
y homepage ( 
http://www.netyaroze-europe.com/~jrussl/ ) called Dataman. There are some others, I 
think the links 

are in the FAQ off the New Members page. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Microwave: Signal from a friendly micro. 
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—-MESSAGE FILE 12812 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000828 


——MESSAGE FILE 12813 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000829 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: sprite adresses in memory... 

Date: Thu, 17 Dec 1998 23:34:09 -0800 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <367A0571.8630C4AC@shell.jps.net> 

References: <3676996D.D17B42F2@club-internet.fr> 
NNTP-Posting-Host: 209-239-195-134.o0ak.jps.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


cros wrote: 
Ees 
> when i load just one image with the first adress, the games works 
> when i load the two files the sprite are bad : i have the bricks of the 
> download screen of the Netyaroze OS!! 


Are you sure that you set the GsSSPRITE structure correctly? If you see 
Yaroze bricks then sounds like one of your sprites has an X coordinate 
less than 320... 


Test: Without adjusting the rest of the program, make sure you clear the 
frame buffers. You shouldn't see bricks at all. 


> I use Tim Util to arrange the position of my files in the buffers. 


Make sure that when you use Tim Util that you DO NOT put sprites in 
the (0,0)-(319,511) area. If you do, they are probably being 
overwritten by the Yaroze bricks. If you have CLUTs, also make sure 
that they are not within that same area. Unless you move your frame 
buffers around, that area will be used for page flipping. 


> My question now: 
> Is it arbitrary adresses? And if it isn't, 
> How can i find safe adresses for my files? 


Not arbitrary. The other post on this thread about using Dataman 
is a good suggestion. Short of using that, you could always 
allocate a lot of space for your sprites. e.g. lst sprite at 
0x80180000, 2nd sprite at 0x801c0000. There's no way your sprite 
should overlap there. :P 


> the 0x80100000 and 0x80110000 adresses are taken from a sample game by 
> Ira Rainey.. 
> 
> There is a tip for calculate the space in memory, and also the start 
> adress of my Tim files in memory? 
> 
> Thanks, chris, and sorry for my poor english... 
Mata ne, secs lets 
- e! pn tenchi@shell.jps.net aioe 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) ae http://www. jps.net/tenchi 


—-MESSAGE FILE 12813 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000829 


—--MESSAGE FILE 12814 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000830 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: SV: lasers?! :-( 

Date: Mon, 21 Dec 1998 11:30:21 -0800 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <367EA1CD.AF7A9AEB@aol.com> 

References: <3661BAFE.FF254984@aol.com> <73u136Smul11@chuka.playstation.co.uk> 
NNTP-Posting-Host: 205-220-54.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Anders Clerwall wrote: 


You have a position of the laser at t=0, and you know which way your ship's 
facing. 
All you have to do is to calculate a k vector with the speed of the beam and 
add that 

to the laserbeams position every frame. At least that's how I would do it :) 


vector k, ship_pos(0, 0, 0), beam_pos(0, 1, 1), ship_angle(60, 0, 10); // 
for example 

vector beam_speed(0, 0, speed); // for example 
k=beam_speed.rotate(ship_angle.x, ship_angle.y, ship_angle.z); 

then for every frame do: 

beam_post=k; 

that should do it, now I haven't tested this since I don't have the 


compiler.. I really need the compiler guys!!!.. haven't gotten any response 
from sony. Could anyone mail me the compiler?? please.. ah well, I don't 
know. 

>i need a simple laser-firing function. i tried to use Nick F's Amateur 
>Wars, but that was really complicated (i'd have to change my WHOLE 
>control scheme). if someone could write out a simple function which 


>make a laser fire in the direction it was fired, that would be great. 
>if not, please direct me to somone's code which could help me do that. 
>thanks. 

> 

»:-) 

> 

>Metwally7@aol.com 

> 

>by the way, i'm using George Bain's code (ch.4--lesson 4) tutorial 
>(thanks George, it was a BIG help) 

> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Are we still talking plain 2-D shooter :-) 
I think that is a little to complicated--if you want to get into vectors. If 
you've played Nick F's Amateur Wars, you'll know what I'm talking about. 


—-MESSAGE FILE 12814 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000830 


—-MESSAGE FILE 12815 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000831 

Path: chuka.playstation.co.uk!news 

From: "Magical Monkey" <magical_monkey@hotmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A* 

Date: Tue, 22 Dec 1998 14:23:28 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <750a52Sqmf4@chuka.playstation.co.uk> 

References: <74erin$4np4@chuka.playstation.co.uk> <366D21A7.24AC27F1@Bradford.ac.uk> 
NNTP-Posting-Host: 193.164.187.162 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Hi, 


John Whitmore wrote: 
> any one out there attempted to implement the A* path finding 
> algorithm (or similar process) with any of their Yaroze games? 


I've actually got some code written already for a very generic A* search. 
It's been written on a Mac, so if you want to use it for Yaroze you'll have 
to make some slight modifications (very easy ones though). 


I'll get round to putting it on my ftp site sometime over the XMas holidays, 
along with some other stuff ;-). 


Steve Parnell Wrote: 

>So anyway if you haven't already found these, this page may be >helpful: 
http://www.cris.com/~swoodcoc/software.html 

This is a great site! 


Martin. 


—-MESSAGE FILE 12815 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000831 


——MESSAGE FILE 12816 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000832 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Filling the screen with boxes 

Date: Sat, 26 Dec 1998 14:44:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <762se1$2296@chuka.playstation.co.uk> 
NNTP-Posting-Host: ismuk.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm having problems trying to fill the screen (320x240) with boxes (GSBOXF). 
Now if I use boxes of width and height 1 then I need 76800 boxes to fill the 
screen - which I have tried and it hasn't worked probably because it 
requires way to much memory. So I changed the box sizes to 4x4 meaning that 
I would only need 4800 to fill the screen but this only works if I start 
drawing the boxes at line 12? 

Here is some example code: 


// declaration 
GsBOXF box[80] [60]; 


// initialisation 


for (y = 0; y Հ 60; y+tt) 
for (x = 0; x < 80; x+t+t) 
{ 
box[x] [y].w = box[x][y].h = 4; // size of 4x4 
box[x] 171.2 Հ x * 4; 
box[x]ly].y = y * 4; 
box[x] [y].r = box[x][y]l.g = box[x][y].b = 255; // colour = white 
} 
// drawing 
for (y = 0; y < 240; y++) // this needs to be "for (y = 12; < 240; 
ՄՀՀ) " to work 


for (x = 0; x < 320; x++) 
GsSortBoxFill (&box[x] 171, &WorldOT[acvtiveBuffer],0); 


I've made sure my gpu packet area is big enough and even if I change the box 
sizes to 8x8 (requiring even less boxes) I still can't fill the whole 
screen. All I get is a flashing screen with 3/4 of the right side filled and 
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some corrupted boxes at the bottom. 

If anyone can help or has any ideas then I would really appreciate it. 

Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12816 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000832 


——MESSAGE FILE 12817 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000833 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Filling the screen with boxes 

Date: Sun, 27 Dec 1998 12:28:31 +1300 

Organization: Sidhe Interactive 

Lines: 94 

Message-ID: <763r2u$2299@chuka.playstation.co.uk> 
References: <762se1$2296@chuka.playstation.co.uk> 
NNTP-Posting-Host: p46-max2.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rad wrote in message <762se1$2296@chuka.playstation.co.uk>... 

>I'm having problems trying to fill the screen (320x240) with boxes 
(GSBOXF) . 

>Now if I use boxes of width and height 1 then I need 76800 boxes to fill 
the 

>screen - which I have tried and it hasn't worked probably because it 
>requires way to much memory. So I changed the box sizes to 4x4 meaning that 
>I would only need 4800 to fill the screen but this only works if I start 
>drawing the boxes at line 12? 

>Here is some example code: 

> 

>// declaration 

> 

>GSBOXF box[80] [60]; 


You probably don't need to do this. Using a single GsBOXF structure and 
modifying the attributes on the fly within your drawing loop will save a lot 
of memory (once you use a structure to put stuff in an ordering table you 
can modify its attributes and reuse it without affect previous entries in 
the ordering table). Same principle also works for sprites etc. 


>// drawing 


> 

>for (y = 0; y < 240; y++) // this needs to be "for (y = 12; < 240; 
>yt+) " to work 

> for (x = 0; x < 320; x++) 

> GsSortBoxFill (&box[x] [y], &WorldOT[acvtiveBuffer],0); 

This doesn't look right. Given the array declaration at the top you are 


overstepping the boundaries of your array (80x60) using this loop (320x240). 
Something like 


// drawing 


for (y = 0; y < (240/4); ytt) 
for (x = 0; x Հ (320/4); x++) 
GsSortBoxFill (&box[x] 171, &WorldOT[acvtiveBuffer],0); 
would work better (you may not have changed the for loops when you changed 


the width of the boxes). 
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It also sounds like your drawing environment is set up so that coordinate 
(0,0) is at the centre of the screen. Either change it (or compensate in 
your code. 


Also, for slightly more flexible code try using 'defines' a bit more. That 
way when you change the parameters of your algorithm you don't have to go 
through your code and change stuff everywhere. 


So, altogether this looks like 


#define SCREEN_HEIGHT 240 

#define SCREEN_WIDTH 320 

#define BOX_HEIGHT 4 

#define BOX_WIDTH 4 

GsBOXF box; 

աՆ 

box.h = BOX_HEIGHT; 

box.w = BOX_WIDTH; 

for (y = 0; y < (SCREEN_HEIGHT/BOX_HEIGHT); ՄՒՀ) 
for (x = 0; x < (SCREEN_WIDTH/BOX_WIDTH); x++) 


// put your attribute changing code in here eg 


box.x = x * BOX_WIDTH - ((SCREEN_WIDTH / BOX_WIDTH) / 2); // last bit 
compensates for drawing offset 

box.y = y * BOX_HEIGHT - ((SCREEN_HEIGHT / BOX_HEIGHT) / 2); 

box.r = box.g = box.b = 255; // colour = white 


// i'll assume you are actually going to do something more creative with 
the colour 


// then draw it 


GsSortBoxFill (&box, &WorldOT[acvtiveBuffer],0); 
} 


Hope this helps 


Mario Wynands 


Director/Project Manager, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 12817 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000833 


—-MESSAGE FILE 12818 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000834 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Sun, 27 Dec 1998 02:02:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 77 

Message-ID: <76454k$22910@chuka.playstation.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <763r2u$2299@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-15.bismuth.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Doh! I too have fallen victim to allocating insufficient packet space and 
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after I said "I've made sure my gpu packet area is big enough"!!! 
Ok, thanks anyway Mario. 


Mario Wynands wrote in message <763r2u$2299@chuka.playstation.co.uk>... 

>> 

>>// declaration 

>> 

>>GsBOXF box[80] [60]; 

> 

> 

>You probably don't need to do this. Using a single GsSBOXF structure and 
>modifying the attributes on the fly within your drawing loop will save a 
lot 

>of memory (once you use a structure to put stuff in an ordering table you 
>can modify its attributes and reuse it without affect previous entries in 
>the ordering table). Same principle also works for sprites etc. 

> 


I need to store the values and reuse them for the next frame. Although I 
could save a small amount of memory by using one GSBOXF variable and 
defining an array of integers i.e. int box[80][60]; but this would be 
slightly slower because I would have to copy the values from each array into 
the GsBOXF variable before registering it into the odering table. 


>>// drawing 


>> 

>>for (y = 0; y Հ 240; ytt) // this needs to be "for (y = 12; < 
240; 

>>y++) " to work 

>> for (x = 0; x < 320; x++) 

>> GsSortBoxFill (&box[x] 171, &WorldOT[acvtiveBuffer],0); 

> 

> 

>This doesn't look right. Given the array declaration at the top you are 


>overstepping the boundaries of your array (80x60) using this loop 
(320x240). 
>Something like 


Yeah, this is wrong but only in this example. 


>Also, for slightly more flexible code try using 'defines' a bit more. That 
>way when you change the parameters of your algorithm you don't have to go 
>through your code and change stuff everywhere. 


Again I do use defines, I just didn't use them in the example as I wanted to 
keep it short. 


>Hope this helps 
> 


Yep, it made me have one last look at my code after hours of trying to 
figure out why it didn't work! 


> 

>Mario Wynands 

> 

>Director/Project Manager, Sidhe Interactive 
>Sony Playstation Software Development House 

> 

>Email mario@sidhe.co.nz Website www.sidhe.co.nz 
> 


Thanks again, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
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BTW what are you guys up to at Sidhe Interactive? 


—-MESSAGE FILE 12818 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000834 


——MESSAGE FILE 12819 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000835 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Sun, 27 Dec 1998 17:53:11 +1300 

Organization: Sidhe Interactive 

Lines: 42 

Message-ID: <764e31$22911@chuka.playstation.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <763r2u$2299@chuka.playstation.co. 
uk> <76454k$22910@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl8-max2.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rad wrote in message <76454k$22910@chuka.playstation.co.uk>... 
>Doh! I too have fallen victim to allocating insufficient packet space and 
>after I said "I've made sure my gpu packet area is big enough"!!! 


Good to hear. 
<some stuff deleted> 
>Again I do use defines, I just didn't use them in the example as I wanted 


to 
>keep it short. 


I thought this might be the case after I replied. Sorry if I sounded 
patronising. 


>BIW what are you guys up to at Sidhe Interactive? 


We are keeping pretty busy at the moment. We haven't really had a chance to 
significantly update the website for a while as it has become a lower 
priority. 


At the moment we are working with a team of six progressing our game engine 
and trying to swing a publishing deal (our demo is going out in mid Jan). 


It seems to be coming together nicely, and you should see some dramatic 
changes on the site in late Jan when we can reveal a few things. 


Regards 
Mario Wynands 


Director/Project Manager, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


—-MESSAGE FILE 12819 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000835 


——MESSAGE FILE 12820 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000836 

Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Someone help a beginner to understand the meaning of (Yaroze) life 
Date: Sun, 27 Dec 1998 19:33:50 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <36868B9D.AF69C76B@yahoo. com> 
NNTP-Posting-Host: 173-130-119.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, 


Looking at the 'sprite addresses in memory' posted by cros, I am 
confused... 


What the jeeves is arbitary memory? 
Cheers, 


Ed :) 
http: //www.netyaroze-europe.com/~gookaloo - home of South Park invaders 


—-MESSAGE FILE 12820 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000836 


—--MESSAGE FILE 12821 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000837 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Someone help a beginner to understand the meaning of (Yaroze) life 
Date: Mon, 28 Dec 1998 00:29:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <766jd0$22918@chuka.playstation.co.uk> 

References: <36868B9D.AF69C76Beyahoo. com> 

NNTP-Posting-Host: p84s04a01.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ed Fear wrote in message <36868B9D.AF69C76B@yahoo.com>... 
>Looking at the 'sprite addresses in memory' posted by cros, I am 
>confused... 

> 

>What the jeeves is arbitary memory? 


The point is, the addresses you place your TIMs etc in memory aren't decided 
arbitrarily, i.e. picked at random. 


See James Russell's example in the above thread. 
happy New Year, 


Derek da Silva 


dasi@globalnet.co.uk 


—-MESSAGE FILE 12821 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000837 


——MESSAGE FILE 12822 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000838 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: Filling the screen with boxes 

Date: Mon, 28 Dec 1998 08:30:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <368741BC.84356107@hinge.mistral.co.uk> 
References: <762se1$2296@chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s11-167-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


<SNIP - dodgy code segment hit's the trash can> 


// Shiney New Code Segment does it the right way..... 
#define BOX_WH 4 


void boxes (void) 
{ 

GsBOXF box; // One box & re-use it (make it local as well to save more 
memory) 


// setup bit's that are constant outside the loop 
box.r = box.g = .b = 255; // colour = white 
box.w = box.h = BOX_WH; // size of BOX_WH x BOX_WH 


// Generate the display by re-using the single GsBOXF structure 
for (box.y = 0; box.y< 240; box.y+=BOX_WH) 


for (box.x = 0; box.x < 320; box.x+=BOX_WH) 
GsSortBoxFill (&box, &WorldOT[acvtiveBuffer],0); 


} 


> 
> Rad. 


Craig. 


—-MESSAGE FILE 12822 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000838 


——MESSAGE FILE 12823 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000839 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: access card 

Date: Tue, 29 Dec 1998 17:16:14 -0800 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36897EDE.5DFC1C4F@aol.com> 

NNTP-Posting-Host: 207-202-44.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


i took out the boot CD and I left the access card to check to see if 
there was anything on the card, and it was empty. i was wondering if I 
could use the access card as a memory card, or is that not possible? 


—-MESSAGE FILE 12823 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000839 


——MESSAGE FILE 12824 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000840 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: SV: lasers?! :-( 

Date: Wed, 30 Dec 1998 07:27:28 +0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 
Message-ID: <76bpu0Sqsh2@chuka.playstation.co.uk> 

References: <3661BAFE.FF254984@aol.com> <73u136$mull@chuka.playstation.co.uk> <367EA 
1CD.AF7A9AEB@aol.com> 

NNTP-Posting-Host: ip-54-48.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Omar Metwally wrote in message <367EA1CD.AF7A9AEB@aol.com>... 
> 
>Are we still talking plain 2-D shooter :-) 

>I think that is a little to complicated--if you want to get into vectors. 
If 

>you've played Nick F's Amateur Wars, you'll know what I'm talking about. 
> 


You actually *played* it? 


Can't actually remember how I did it for Mud and Blood (prob. the same way, 
but a li'l more refined) but you might want to try that - the source is 
included and it's not too imposible to read, I hope... you're probably well 
on your way by now, though :-) 


Nick F 


—-MESSAGE FILE 12824 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000840 


——MESSAGE FILE 12825 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000841 
Path: chuka.playstation.co.uk!news 
From: "Rad" <rad@cyberdude.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Filling the screen with boxes 
Date: Wed, 30 Dec 1998 20:49:32 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 128 
Message-ID: <76e75bSqsh7@chuka.playstation.co.uk> 
References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> 
NNTP-Posting-Host: modem-108.ketamine.dialup.pol.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary="——-—--=_NextPart_000_004B_ 01BE3435.E6FE7760" 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


SSeS =_NextPart_000_004B_01BE3435.E6FE7760 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Craig Graham wrote in message <368741BC.84356107@hinge.mistral.co.uk>... 
><SNIP - dodgy code segment hit's the trash can> 

where it belongs ;-) 

>// Shiney New Code Segment does it the right way..... 


Shiney New Code Segment does it another way - though there is no one = 
right way! 


>#define BOX_WH 4 
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=20 
why restrict the box to having the same size width and height? 


>void boxes (void) 


>{ 

> GsBOXF box; // One box & re-use it (make it local as well to = 
save more 

>memory) 

> 

> // setup bit's that are constant outside the loop 

> box.r =3D box.g =3D .b =3D 255; // colour =3D white 

> box.w =3D box.h =3D BOX_WH; // size of BOX_WH x BOX_WH 
> 

> // Generate the display by re-using the single GsBOXF structure 
> for (box.y =3D 0; box.y< 240; box.y+=3DBOX_WH) 

> { 

> for (box.x =3D 0; box.x < 320; box.x+=3DBOX_WH) 

> GsSortBoxFill (&box, &WorldOT[acvtiveBuffer],0); 

> } 

>} 

> 

>> 

>> Rad. 

> 

>Craig. 

> 

=20 

Nice loops though! 

=20 


Happy New Year, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


SSeS =_NextPart_000_004B_01BE3435.E6FE7760 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.3110.7"' name=3DGENERATOR> 

</HEAD> 

<BODY> 

DIV> 

DIV>Craig Graham<C_GRAHAM@HINGE.MISTRAL.CO.UK> wrote in message &1lt;<A=20 
ref=3D"mailto:368741BC.84356107@hinge.mistral.co.uk">368741BC.84356107@h= 
nge.mistral.co.uk</A>&é&gt;...</DIV> 

DIV>&gt;&lt; SNIP - dodgy code segment hit's the trash can&gt;<BR></DIV> 
DIV>&nbsp; </DIV> 

DIV>where it belongs ;-)<BR><BR>&gt;// Shiney New Code Segment does it = 
he=20 

ight way..... </DIV> 

DIV>&nbsp; </DIV> 

DIV>Shiney New Code Segment does it <STRONG>another</STRONG> way - = 
hough there=20 
s 
D 
D 
D 
h 
1 


ոօ <STRONG>one</STRONG> right way!</DIV> 
IV><BR>&gt;#define BOX_WH&nbsp; &nbsp; &nbsp; 4<BR></DIV> 
IV><FONT size=3D3></FONT>&nbsp; </DIV> 

IV><FONT color=3D#000000><FONT size=3D3>why restrict the box to having = 
e same=20 
ze width and height?</FONT></FONT></DIV> 

DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 
size=3D3><BR></FONT>égt;void = 

boxes (void) <BR>&gt; {<BR>&gt; &nbsp; &énbsp; &nbsp; GSBOXF=20 

box; énbsp; énbsp; &nbsp; // One box &amp; re-use it (make it local as well 


AD t A A A PT AAR OE AANAND ANA 
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to save=20 

more<BR>é&gt;memory) <BR>&gt;<BR>&gt; &nbsp; énbsp; &énbsp; // setup bit's = 
that are=20 

constant outside the loop<BR>&gt; énbsp; &nbsp; &nbsp; box.r =3D box.g =3D = 
.Ե =3D=20 

255; &nbsp; &énbsp; énbsp; // colour =3D white<BR>&gt; énbsp; énbsp; &nbsp; = 
box.w =3D box.h=20 

=3D BOX_WH; &nbsp; &énbsp;énbsp; // size of BOX_WH x=20 
BOX_WH<BR>&gt;<BR>&gt; &nbsp; &nbsp; &nbsp; // Generate the display by 
re-using the=20 

Single GsSBOXF structure<BR>&gt; &nbsp; &nbsp; énbsp; for (box.y =3D 0; = 
box.y&lt; 240;=20 

box. y+=3DBOX_WH) <BR>&gt; &nbsp; &énbsp; &nbsp; 

{<BR>&gt; &nbsp; &énbsp; &énbsp; &nbsp; &nbsp; =20 

for (box.x =3D 0; box.x &lt; 320;=20 

box.x+=3DBOX_WH) <BR>&gt; &nbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &énbsp; =20 
GsSortBoxFill (&amp; box, =20 
éamp;WorldOT[acvtiveBuffer],0);<BR>égt; énbsp; énbsp; &nbsp; =20 
}<BR>&gt; }<BR>&gt; <BR>&gt; &gt; <BR>&gt; &gt; =20 
Rad.<BR>&gt; <BR>&gt; Craig.<BR>&gt; <BR></DIV> 

DIV><FONT size=3D3></FONT>&nbsp; </DIV> 

DIV><FONT color=3D#000000><FONT size=3D3>Nice loops = 

hough! </FONT></FONT><FONT=20 

ize=3D3></FONT></DIV> 

DIV><FONT color=3D#000000><FONT size=3D3></FONT></FONT><FONT=20 

1 

D 

e 

D 


Ze=3D3></FONT>énbsp; </DIV> 

IV><FONT size=3D3><FONT color=3D#000000>Happy New = 

ar, </FONT></FONT></DIV> 

IV>énbsp; </DIV> 

DIV><FONT color=3D#000000 face=3D"" size=3D3>Rad.<BR><A=20 
href=3D"mailto:rad@cyberdude.com">rad@cyberdude.com</A><BR><A=20 
href=3D"http://www.netyaroze-europe.com/~radpsx">http://www.netyaroze-eur= 
ope.com/~radpsx</A></FONT></DIV></DIV></BODY></HTML> 


AAKANDADTAAA 


=== == = NextPart_000_004B_01BE3435.E6FE7760-- 
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--MESSAGE FILE 12825 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000841 


——MESSAGE FILE 12826 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000842 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Screenshots 

Date: Wed, 30 Dec 1998 22:04:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <76e7moSqshl11l@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-108.ketamine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


What methods are there for capturing screenshots of your yaroze programs? 
Can it only be done from within? (your programs that is!) 

Happy New Year, 

Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12826 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000842 


——MESSAGE FILE 12827 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000843 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Screenshots 

Date: Wed, 30 Dec 1998 16:47:10 -0800 
Organization: SCEA News Server 

Lines: 28 

Message-ID: <368AC98E.7916B31B@évmlabs.com> 
References: <76e7moS$qshll@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs32.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Rad, 


I've done it two ways. I started out by just StoreImageing the 
display portion of VRAM to main memory. Then when you quit your 
program you can use SIOCONS to download that chunk of memory to your 
PC. I stopped doing this because it requires a rather large memory 
footprint just for the screenshot (600k for a single hi-res image). 


Then I found the "scrnshot" thing from one of the official Yaroze web 
sites (might have been the SCEI even). It transfers a screenshot by 

doing a sort օք "uuencode" on the VRAM, and then simply printfing it 

out (since the resulting stream contains printable characters). You 

capture this output with a SIOCONS log file (F5) and then run another 
utility to "uudecode" it on your PC. 


The cool thing is you can do this while your program is running - no 
need to exit first (as was necessary with the first method). The bad 
thing is that my SIOCONS likes to drop characters at random. I had to 
build some redundancy into the routines so it prints each line 
multiple times, and hope at least one of them will be complete. 


Scott 


> What methods are there for capturing screenshots of your yaroze 

> programs? 

> 

> Can it only be done from within? (your programs that is!) 

—-MESSAGE FILE 12827 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000843 


—--MESSAGE FILE 12828 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000844 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screenshots 

Date: Thu, 31 Dec 1998 03:15:04 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <368AEC38.821147F7@writeme.com> 

References: <76e7moSqshil@chuka.playstation.co.uk> <368AC98E.7916B31B@vmlabs.com> 
NNTP-Posting-Host: janus.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


Scott Cartier wrote: 
Rad, 


I've done it two ways. I started out by just StoreImageing the 
display portion of VRAM to main memory. Then when you quit your 
program you can use SIOCONS to download that chunk of memory to your 
PC. I stopped doing this because it requires a rather large memory 
footprint just for the screenshot (600k for a single hi-res image). 


VVVVVVV 


There's a library for doing the 'large footprint' thang on my homepage 
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(if you ain't spotted it already...). It'll snapshot the currently 
displayed portion of the screen and make it a valid TIM image to be 
downloaded using SIOCONS. You can then convert it to BMP with TIMUTIL. 


James 
http://www.netyaroze-europe.com/~mrfrosty/ 


—-MESSAGE FILE 12828 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000844 


—-MESSAGE FILE 12829 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000845 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Thu, 31 Dec 1998 10:51:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <368B5727.A7341FB5@hinge.mistral.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> <76e75bSqsh7@chuka.playstation.co.uk> 

NNTP-Posting-Host: d2-s36-130-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Rad wrote: 


> Shiney New Code Segment does it another way - though there is no one 
> right way! 


The way that wastes memory by having 4800 * 16 = 76800bytes of memory 
used up 

by an un-needed static array of GSBOXF structures is almost certainly 
the wrong way 


— even if Shiney New Code Segment (tm) isn't the "one true way". In fact 
it's all a bit cack 
anyway, as 4800 box primitives is a serious waste of GPU time..... oh 


well, never mind. 


> >#define BOX_WH 4 why restrict the box to having the same size 
> width and height? 


Because, old mucker, it's what you did in your original post, so I 
assumed that was what 
you wanted yeah? 


> > Nice loops though! Happy New Year, Rad. 
> rad@cyberdude.com 
> http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12829 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000845 


——MESSAGE FILE 12830 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000846 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Thu, 31 Dec 1998 18:56:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <76gh2gSqsh13@chuka.playstation.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> <76e75bSqsh7@chuka.playstation.co.uk> <368B5727.A7341FB5@hinge.mistral.co.uk> 
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NNTP-Posting-Host: modem—93.lead.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message <368B5727.A7341FB5@hinge.mistral.co.uk>... 
> 

>Rad wrote: 

> 

>> Shiney New Code Segment does it another way - though there is no one 
>> right way! 

> 

>The way that wastes memory by having 4800 * 16 = 76800bytes of memory 
>used up 

>by an un-needed static array of GsBOXF structures is almost certainly 
>the wrong way 


Not if for example you want boxes to represent pixels on the screen (i.e. 
4x4 pixels = 1 box). 

Now you could declare 1 box and an array of 4800*16 integers to represent 
the pixels which would save you a bit more memory but it would be slower too 
because before you register the boxes into the ordering table you have to 
calculate each x, y and copy the value from the array to the box. Where as 
if you have enough memory to "waste" and would prefer the speed increase (no 
matter how slight) then it would probably be better to just declare the 
array of 4800*16 boxes and deal with them directly. 

Remember though there is no one right way, it all depends on what you want 
to do and how you want to do it. 


>- even if Shiney New Code Segment (tm) isn't the "one true way". In fact 
>it's all a bit cack 

>anyway, as 4800 box primitives is a serious waste of GPU time..... oh 
>well, never mind. 

> 

>> >#define BOX_WH 4 why restrict the box to having the same size 
>> width and height? 

> 

>Because, old mucker, it's what you did in your original post, so I 
>assumed that was what 

>you wanted yeah? 


OK point taken I just thought you were going for "All Out Shiney New Code 
Segment"! Anyway, if you re-read the original post, what I wanted was "to 
fill the screen (320x240) with boxes (GsBOXF)". 

The example code was just that, an example off the top of my head, which I 
admit wasn't the best piece of code but that wasn't it's purpose, it was 
supposed to back up my explaination just like an example should (although 
without the errors :-). Anyway my boxes are rectangular! 


As it happens the only problem was that I didn't allocate enough packet 
space. But hay, thanks for the responce anyway, and have a happy new year! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12830 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000846 


——MESSAGE FILE 12831 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000847 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screenshots 

Date: Thu, 31 Dec 1998 18:57:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <76gh3aSqsh14@chuka.playstation.co.uk> 

References: <76e7moSqshll@chuka.playstation.co.uk> <368AC98E.7916B31B@vmlabs.com> ՀՅ 


Net Yaroze newsgroups message dump.txt 


68AEC38.821147F7@writeme.com> 

NNTP-Posting-Host: modem—93.lead.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks James, I'll take a look at it, but do I have to include it within my 
code? I'd prefer to just be able run my programs and capture a screenshot 
externally. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


James Rutherford wrote in message <368AEC38.821147F7@writeme.com>... 
>Scott Cartier wrote: 

> 

>> Rad, 

>> 

>> I've done it two ways. I started out by just StoreImageing the 

>> display portion of VRAM to main memory. Then when you quit your 

>> program you can use SIOCONS to download that chunk of memory to your 
>> PC. I stopped doing this because it requires a rather large memory 
>> footprint just for the screenshot (600k for a single hi-res image). 
> 

>There's a library for doing the 'large footprint’ thang on my homepage 
>(if you ain't spotted it already...). It'll snapshot the currently 
>displayed portion of the screen and make it a valid TIM image to be 
>downloaded using SIOCONS. You can then convert it to BMP with TIMUTIL. 
> 

>James 

>http://www.netyaroze-europe.com/~mrfrosty/ 

> 


—-MESSAGE FILE 12831 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
2d_graphics/00000847 
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g/0000000 


——MESSAGE FILE 12832 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000848 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Screenshots 

Date: Thu, 31 Dec 1998 18:57:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <76gh5g$Sqsh15@chuka.playstation.co.uk> 
References: <76e7moSqshill@chuka.playstation.co.uk> <368AC98E.7916B31B@vmlab 
NNTP-Posting-Host: modem—93.lead.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Where can I get scrnshot from? 
Thanks, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Scott Cartier wrote in message <368AC98E.7916B31B@évmlabs.com>... 

>Rad, 

> 

>I've done it two ways. I started out by just StoreImageing the 
>display portion of VRAM to main memory. Then when you quit your 
>program you can use SIOCONS to download that chunk of memory to your 
>PC. I stopped doing this because it requires a rather large memory 
>footprint just for the screenshot (600k for a single hi-res image). 

> 

>Then I found the "scrnshot" thing from one of the official Yaroze web 


s.com> 
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>sites (might have been the SCEI even). It transfers a screenshot by 

>doing a sort of "uuencode" on the VRAM, and then simply printfing it 

>out (since the resulting stream contains printable characters). You 

>capture this output with a SIOCONS log file (F5) and then run another 
>utility to "uudecode" it on your PC. 


> 
>The cool thing is you can do this while your program is running - no 
>need to exit first (as was necessary with the first method). The bad 


>thing is that my SIOCONS likes to drop characters at random. 1 had to 
>build some redundancy into the routines so it prints each line 
>multiple times, and hope at least one of them will be complete. 

> 

>Scott 

> 


—-MESSAGE FILE 12832 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000848 


—-MESSAGE FILE 12833 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000849 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Thu, 31 Dec 1998 19:30:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <76gj10Sqshl6@chuka.playstation.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> <76e75bS$qsh7@chuka.playstation.co.uk> <368B5727.A7341FB5@hinge.mistral.co.uk> 
<76gh2g$qshl3@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem—93.lead.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad wrote in message <76gh2g$qshl13@chuka.playstation.co.uk>... 

> 

>As it happens the only problem was that I didn't allocate enough packet 
>space. 


I usually allocate gpu packet space like this: 
#define STARS_MAX (100) 
PACKET GpuPacketArea[2] [STARS_MAX * sizeof (GsLINE) ]; 


Now this works fine for GsSPRITE but doesn't seem to work for primitives 
like GsLINE and GsBOXF. The strangest thing is that it used to work! 

This is how I did it on my starfield program and it worked but then I had 
problems with GsBOXF's on my new program and when I recomplied my starsfield 
it crashed, unless I allocated more space! 


Can anyone tell me why this is? I guess it's a tight fit defining it that 
way but it worked before and I haven't changed anything since! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12833 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000849 


—-MESSAGE FILE 12834 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000850 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Re: Screenshots 

Date: Thu, 31 Dec 1998 13:46:34 -0800 
Organization: SCEA News Server 

Lines: 17 
Message-ID: <368BFOBA.230BFBB8@vmlabs.com> 

References: <76e7moS$qshll@chuka.playstation.co.uk> <368AC98E.7916B31B@vmlabs.com> <7 
6gh5g$qsh15@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs39.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Crud. I just looked and couldn't find it. It was a while ago so maybe 
I'm not remembering where I got it. 


Anyway, I can give you the hacked copy I have. Heck I might even have 
the original on my harddrive somewhere. I'll let you know when I get 
home and can check. 


Scott 

> Where can I get scrnshot from? 

> 

> Thanks, 

> 

> Rad. 

> rad@cyberdude.com 

> http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12834 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000850 


——MESSAGE FILE 12835 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000851 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Fri, 1 Jan 1999 12:08:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <76ie3uSqsh19@chuka.playstation.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> <76e75bS$qsh7@chuka.playstation.co.uk> <368B5727.A7341FB5@hinge.mistral.co.uk> 
<76gh2g$qshl3@chuka.playstation.co.uk> <76gj10Sqshl6@chuka.playstation.co.uk> 
NNTP-Posting-Host: mfs-pci-bqn-vty112.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rad wrote in message <76gj10Sqshl6@chuka.playstation.co.uk>... 
>PACKET GpuPacketArea[2] [STARS_MAX * sizeof (GsLINE) |: 
> 


I remember reading somewhere that the maximum size of a packet 

is 24 bytes, the size of a GsLINE is 15 bytes, I think that the space 
taken in the OT by primitives bears no relation to the size of the 
structures you use to create them. 


Nick S 


—-MESSAGE FILE 12835 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000851 


——MESSAGE FILE 12836 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000852 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Fri, 1 Jan 1999 20:55:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <76jcecSqsh21@chuka.playstation.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> <76e75bS$qsh7@chuka.playstation.co.uk> <368B5727.A7341FB5@hinge.mistral.co.uk> 
<76gh2g$qshl3@chuka.playstation.co.uk> <76gj10Sqshl6@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-42.hytrin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ok, ignore this, I've solved this problem. It seems that it was only 
crashing because of the name I gave to a variable :-/. As far as I know it 
wasn't a reserved word but hay when I changed the variable name it worked! 


Strange! 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rad wrote in message <76g j10Sqshl6@chuka.playstation.co.uk>... 

> 

>I usually allocate gpu packet space like this: 

> 

>#define STARS_MAX (100) 

> 

>PACKET GpuPacketArea[2] [STARS_MAX * sizeof (GSLINE) |: 

> 

>Now this works fine for GSSPRITE but doesn't seem to work for primitives 
>like GsLINE and GsBOXF. The strangest thing is that it used to work! 
>This is how I did it on my starfield program and it worked but then I had 
>problems with GsBOXF's on my new program and when I recomplied my 
starsfield 

>it crashed, unless I allocated more space! 

> 
>Can anyone tell me why this is? I guess it's a tight fit defining it that 
>way but it worked before and I haven't changed anything since! 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 


—-MESSAGE FILE 12836 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000852 


—--MESSAGE FILE 12837 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000853 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Filling the screen with boxes 

Date: Fri, 01 Jan 1999 21:43:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <368D4179.F96FF6@hinge.mistral.co.uk> 

References: <762se1$2296@chuka.playstation.co.uk> <368741BC.84356107@hinge.mistral.c 
o.uk> <76e75bSqsh7@chuka.playstation.co.uk> <368B5727.A7341FB5@hinge.mistral.co.uk> 
<76gh2g$qsh1l3@chuka.playstation.co.uk> <76gj10S$qshl6@chuka.playstation.co.uk> <76ie3 
uSqsh19@chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s42-198-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
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Nick Slaven wrote: 


Rad wrote in message <76gj10Sqshl6@chuka.playstation.co.uk>... 
>PACKET GpuPacketArea[2] [STARS_MAX * sizeof (GsLINE) |: 
> 


I remember reading somewhere that the maximum size of a packet 

is 24 bytes, the size of a GsLINE is 15 bytes, I think that the space 
taken in the OT by primitives bears no relation to the size of the 
structures you use to create them. 


VVVVVVVV 


Quite true. There's no direct relation between the structure size and the 
primitives created. 


> Nick S 


Craig. 


—-MESSAGE FILE 12837 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000853 


——MESSAGE FILE 12838 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000854 

Path: chuka.playstation.co.uk!news 

From: "ROBERT C SHAND" <298rcs@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Screenshots 

Date: Thu, 14 Jan 1999 12:03:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <77kpsd$6d03@chuka.playstation.co.uk> 

References: <76e7moS$qshll@chuka.playstation.co.uk> <368AC98E.7916B31B@vmlabs.com> <7 
6gh5g$qshl5@chuka.playstation.co.uk> <368BFOBA.230BFBB8@vmlabs.com> 
NNTP-Posting-Host: co3161.tay.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This might help. The demo I've fuond is actually a SCEE demo although I 
could only find it on the SCEA mirror site. Hrm, strange. Anyway this is 
the URL to the file. It includes a little txt file telling you what to do. 
Hope this helps 


http: //www.netyaroze-europe.com/yaroze_scea/demos/scee/scrnshot.zip 


Bob 

Robert Shand 

Class Rep - First Year BSc Computer Games Technology 
UNIVERSITY OF ABERTAY-DUNDEE 

298rcs@tay.ac.uk 


Scott Cartier wrote in message <368BFOBA.230BFBB8@vmlabs.com>... 

>Crud. I just looked and couldn't find it. It was a while ago so maybe 
>I'm not remembering where I got it. 

> 

>Anyway, I can give you the hacked copy I have. Heck I might even have 
>the original on my harddrive somewhere. I'll let you know when I get 
>home and can check. 

> 

>Scott 


>> Where can I get scrnshot from? 
>> Thanks, 


>> Rad. 
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>> rad@cyberdude.com 
>> http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12838 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000854 


—-MESSAGE FILE 12839 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000855 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Lining up TIMs 

Date: Thu, 14 Jan 1999 10:30:38 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <369E37CE. 4B240B7A@vmlabs.com> 

NNTP-Posting-Host: vmlabs30.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:445 scee.yaroze.pr 
ogramming.2d_graphics:855 


You'd think I'd know this by now having done 2D stuff since like 
forever. 


Do 4-bit TIMs need to be lined up on a word boundary in VRAM? I ask 
because I have a 14x14 sprite which had a U offset of 18 within the 
tpage. This was giving me some unexplained vertical bars on the far 
left of the rendered sprite. When I moved the TIM over so it's ona 
word boundary (U offset of 20) they went away. 


Scott 
—-MESSAGE FILE 12839 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000855 


—-MESSAGE FILE 12840 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000856 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Lining up TIMs 

Date: Fri, 15 Jan 1999 11:56:19 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <369F2CE3.D78B6935@scee.sony.co.uk> 

References: <369E37CE.4B240B7A@vmlabs.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:446 scee.yaroze.pr 
ogramming.2d_graphics: 856 


Scott Cartier wrote: 


Do 4-bit TIMs need to be lined up on a word boundary in VRAM? I ask 
because I have a 14x14 sprite which had a U offset of 18 within the 
tpage. This was giving me some unexplained vertical bars on the far 
left of the rendered sprite. When I moved the TIM over so it's ona 
word boundary (U offset of 20) they went away. 


VVVVVV 


The FAQ has some info on this. The U coordinates have to be even to get rid of the v 
ertical bars. 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Who were the Beta Testers for Preparations A through G??? 
—-MESSAGE FILE 12840 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000856 


——MESSAGE FILE 12841 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000857 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Lost time 

Date: Fri, 15 Jan 1999 16:30:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <77nqn4Shoo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr01-22.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


I'm puzzled. In the Programming FAQ there is a section headed "How can I 
get more CPU/GPU time?" and I just don't get it. I don't see why it makes a 
difference whether VSync(0) waits for the actual VBlank (start of the 
virtical blanking period) or the top of the frame (end of virtical blank). 
Surely the time interval between these events will remain at 1/50 second 
either way. Unless VSync(0) actually waits to see a VBlank AND a top of 
frame, in which case if VSync(0) is called during the virtical blank it will 
drop a frame. 


Conversly I have noticed that in interlaced modes I get significantly less 
HSyncs before I have to call VSync(0) (without dropping frames) than I do in 
non-interlaced modes. I'm assuming that the two issues are related. If my 
assumptions are correct, this would suggest that in interlaced mode there is 
indeed a some sort of problem with with the GPU during the VBlank, and 

ՄՏՃոօ (0) will block the CPU for the whole of the VBlank period. However, 
the fact that I get more processing time in non-interlaced modes hints that 
VSync (0) does work correctly and that writing my own VSync equivalent by 
utilising VSyncCallback would be of no benefit. 


This is all guesswork, and I get the feeling I must be a little confused. 
Can anyone shed some light on this? 


Herbs 


—-MESSAGE FILE 12841 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000857 


--MESSAGE FILE 12842 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000858 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Lost time 

Date: Fri, 15 Jan 1999 19:13:35 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 33 

Message-ID: <369F935F.FDD2FBCF@scee.sony.co.uk> 
References: <77nqn4Shoo3@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Net Yaroze newsgroups message dump.txt Page 8562 


Alex Herbert wrote: 
> 

> Unless VSync(0) actually waits to see a VBlank AND a top of 

> frame, in which case if VSync(0) is called during the virtical blank it will 
> drop a frame. 


VSync waits for the start of the vertical blank (when the scanline hits the bottom o 
f the TV 

screen), and exits when the beam hits the top of the screen. If you call it during t 
he vertical 

blank, it just waits until the scanline reaches the top. 


> Conversly I have noticed that in interlaced modes I get significantly less 
> HSyncs before I have to call VSync(0) (without dropping frames) than I do in 
> non-interlaced modes. I'm assuming that the two issues are related. 


I checked the library source, but I can't give a definite answer because we don't ha 
ve access to the 


hardware spec of the GPU (which is what VSync accesses). The function which does all 
the waiting 
during the vblank will only kick in if a particular bit is set in the GPU status reg 


ister. If you're 

experiments are correct and you DO get more CPU time in non-interlaced mode, then I 

can only assume 

that the mystery bit is the ‘interlaced mode on/off' bit, and the waiting is only pe 
rformed in 

interlaced mode. However, I have tried this technique on my own non-interlaced code, 
using more 

accurate checks (don't ask), and I did get a speed up. 


In any case, you haven't got anything to lose by using the VSyncCallback method. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Who were the Beta Testers for Preparations A through G??? 
—-MESSAGE FILE 12842 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000858 


—--MESSAGE FILE 12843 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000859 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Bresenham and his mates.... 

Date: Fri, 29 Jan 1999 18:36:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <36B1FF9D.B55ED267@cwcom.net> 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 17AE70712E2CE8A3AAD923F5" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


17AE70712E2CE8A3AAD923F5 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Hi! 


Quick question..... 


I have a circle at point 0,0, with a radius of 10 (example). OK, a bit 
like this : (Use fixed width font!) 
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xBx 
xx xn <----Point ո 
x x 
x x 
x e; x - Sposed to be 10 high, but I'm crap at 
this! 
x x 
x x 
xx xx 
xxx 


Here is my problem. If point 'c' is at 0,0, how do I calculate where 
point n is (ie what is it's x and y values?) from point c. 


The idea is, when the user presses 'right', the line start off from 0,0 


to point B, and goes right to point n. (from c) 

I hope you get what I mean - I spose the nearest example would be a 
clock! 111 

Cheers! 

Tones 8) 


17AE70712E2CE8A3AAD923F5 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<TT>Hi!</TT><TT></TT> 


<P><TT>Quick question..... </TT><TT></TI> 


<P><TT>I have a circle at point 0,0, with a radius of 10 (example) .&nbsp; 
OK, a bit like this : (Use fixed width font!) </TT> 
<BR><TTI></TT>é&nbsp; <TT></TT> 


<P><TT>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp 
; &nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 

xXxBx</TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; énbsp; 

xxénbsp; énbsp; xné&énbsp;énbsp;énbsp; &lt;----Point n</TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &nbs 
; &nbsp; énbsp; énbsp; 

é&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; x</TT> 

BR><TT>énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbs 
; &énbsp; énbsp; 

é&nbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; x</TT> 

BR><TT>&nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbs 
p; &nbsp; &nbsp; 

xénbsp; &énbsp; &nbsp; cénbsp; é&nbsp;énbsp; xé&nbsp; &nbsp; &nbsp; - Sposed to 

be 10 high, but I'm crap at this!</TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; 

xénbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; x</TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &énbsp; 

xénbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; x</TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; énbsp; 

xxénbsp; &nbsp; xx</TT> 

<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &nbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; 

xxx</TT><TT></TTI> 


A X 'O AXT 


<P><TT>Here is my problem.&nbsp; If point 'c' is at 0,0, how do I calculate 
where point n is (ie what is it's x and y values?) from point c.</TT><TT></TT> 


<P><TT>The idea is, when the user presses 'right', the line start off from 
0,0 to point B, and goes right to point n. (from c)</TT><TT></TT> 


<P><TT>I hope you get what I mean - I spose the nearest example would be 
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a clock!!!!</TT><TT></TT> 
<P><TT>Cheers!</TT><TT></TT> 


<P><TT>Tones 8) </TT></HTML> 


17AE70712E2CE8A3AAD 92 3F5-- 


-—-MESSAGE FILE 12843 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000859 


—--MESSAGE FILE 12844 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000860 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Bresenham and his mates.... 

Date: Fri, 29 Jan 1999 15:48:27 -0500 

Organization: SCEA News Server 

Lines: 150 

Message-ID: <78t687Slas7@scea> 

References: <36B1IFF9D.B55ED267@cwcom.net> 

NNTP-Posting-Host: chnicholson.vassar.edu 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0019_01BE4B9E.DO0A3B40" 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


This is a multi-part message in MIME format. 


====== = NextPart_000_0019_01BE4B9E.D00A3B40 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


I'm assuming that you know what the radius of your circle is. If i was = 
doing it, i'd keep a variable theta that represents the number of = 
degrees (i.e, at point B theta would equal 90). Then, adjust theta so = 


that the ray extends through point c. The coordinates of c are=20 


x =3D radius * cos (theta) 
y =3D radius * sin (theta) 


i guess lookup tables and the like would speed things up a fair amount 
too. 


hope i helped... 


-charles 
ps. bresenham? Maybe Hardenburgh....he did more w/circles.... :) but = 
maybe i'm just nitpicking... 
Quick question..... =20 
I have a circle at point 0,0, with a radius of 10 (example). OK, a= 
bit like this : (Use fixed width font!)=20 
=20 
xBx=20 
XX xn <----Point n=20 
x x=20 
x x=20 
x @ x - Sposed to be 10 high, but I'm crap = 
at this!=20 
x x=20 
x x=20 
xx xx=20 
xxx=20 


Here is my problem. If point 'c' is at 0,0, how do I calculate = 
where point n is (ie what is it's x and y values?) from point c.=20 
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The idea is, when the user presses 'right', the line start off from = 
0,0 to point B, and goes right to point n. (from c)=20 


I hope you get what I mean - I spose the nearest example would be a 
clock!!!!=20 


Cheers!=20 


Tones 8)=20 


sss e= = NextPart_000_0019_01BE4B9E.D00A3B40 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.3612.1700"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#d8d0c8> 

<DIV><FONT color=3D#000000 size=3D2>I'm assuming that you know what the = 
radius of=20 

your circle is.&énbsp; If i was doing it, i'd keep a variable theta that=20 
represents the number of degrees (i.e, at point B theta would equal = 

90) .&énbsp; =20 


Then, adjust theta so that the ray extends through point c.énbsp; The=20 
coordinates of c are </FONT></DIV> 

<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>x =3D radius * cos (theta) </FONT></DIV> 

<DIV><FONT size=3D2>y =3D radius * sin(theta) </FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>i guess lookup tables and the like would speed = 
things up a=20 

fair amount too.</FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>hope i helped...</FONT></DIV> 

<DIV><FONT size=3D2>-charles</FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>ps. bresenham?énbsp; Maybe Hardenburgh....he did = 
more=20 

w/circles.... :) but maybe i'm just nitpicking...</FONT></DIV> 


<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: = 
5px"> 
<P><TT>Quick question..... </TI><TT></TT>=20 
<P><TT>I have a circle at point 0,0, with a radius of 10 = 
(example) .&nbsp; =20 
OK, a bit like this : (Use fixed width font!)</TT>=20 
<BR><TTI></TT>&nbsp; <TT></TT>=20 


<P><TT>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp;= 
énbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; &énbsp; =20 
xBx</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp 
; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; =20 
xxénbsp; énbsp; xné&nbsp; énbsp;énbsp; &lt;----Point n</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; =20 
xénbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; x</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &énbsp; =20 
xénbsp; énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; x</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &énbsp; =20 
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x&nbsp; &énbsp; &nbsp; cé&nbsp; &nbsp; é&nbsp; xé&nbsp; &nbsp; &nbsp; - Sposed = 
to be=20 

10 high, but I'm crap at this!</TT>=20 
<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &énbsp; =20 

xénbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; x</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; =20 
xénbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; x</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; =20 
xxénbsp; &énbsp; xx</TT>=20 


<BR><TT>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp= 
; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &énbsp; =20 

xxx</TT><TT></TT>=20 

<P><TT>Here is my problem.&nbsp; If point 'c' is at 0,0, how do I = 
calculate=20 

where point n is (ie what is it's x and y values?) from point=20 

c.</TTI><TT></TT>=20 

<P><TT>The idea is, when the user presses 'right', the line start 
off from=20 

0,0 to point B, and goes right to point n. (from c)</TT><TT></TT>=20 

<P><TT>I hope you get what Լ mean - I spose the nearest example = 
would be a=20 

clock! !!!</TT><TI></TTI>=20 

<P><TT>Cheers!</TT><TT></TT>=20 

<P><TT>Tones 8)</TT> </P></BLOCKQUOTE></BODY></HTML> 


ee = NextPart_000_0019_01BE4B9E.D00A3B40-- 


—-MESSAGE FILE 12844 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000860 


—--MESSAGE FILE 12845 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000861 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Bresenham, [Desmond] Lynham and their mates.... 
Date: Sat, 30 Jan 1999 01:38:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 149 
Message-ID: <36B262A6.BEACFA04@manc.u-net.com> 
References: <36BIFF9D.B55ED267@cwcom.net> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 789C96C875E4A7EEBCF 4AEFC" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


789C96C875E4A7EEBCF 4AEFC 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


Aah indeed, the equation of a circle. The equation that, er, is quite 
round. And also indeed pythagoras' theorum. 


Here's the maths: (r = radius, and ^2 means to the power of 2 of course) 
Է՞2 = x*2 + Խ՞2 [or] Է = + sqrt («2՞2 + y%2) 

so. 

X = cx + sqrt( Է՞2 - y%2 ) 

y = cy + sqrt( Ի՞2 - x^2 ) 
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.. where cx and cy are the centre coordinates of the circle ( 0 and 0 in 
your case) 

It's gonna be slow on the PSX, so if the circle is always the same size 
it's best to use pre-calculated LUTs obviously. 


The problem is though that there is still an "unknown", ie. x and y are 
meaningless without an angle @ or knowing at least one of x or y 
already. If you know the angle then use basic trig (sin() cos() etc 
using SOHCAHTOA*) otherwise use one of the second two equations in LUT 
form. Which is nice. 


* SOHCAHTOA - "Sex On Horseback Can Always Have Two Obvious 
/ Advantages" as my maths teacher always said! 

H/ JO SOH -» Sin(@) = Opposite / Hypotenuse 

/O_ CAH -» Cos(@) = Adjacent / Hypotenuse 

A TOA -> Tan(@) = Opposite / Adjacent 
Jim 
"Putting me in jail for attempted murder! I mean honestly -- do they 
give you a Nobel Prize for attempted Chemistry?" - Bob 


Tones wrote: 


> Hi! 

> 

> Quick question..... 

> 

> I have a circle at point 0,0, with a radius of 10 (example). OK, a 
> bit like this : (Use fixed width font!) 

> 

> 

> xBx 

> xx xn <----Point ո 

> x x 

> x x 

> x e x - Sposed to be 10 high, but I'm crap at 
> this! 

> x x 

> x x 

> xx xx 

> xxx 

> 

> Here is my problem. If point 'c' is at 0,0, how do I calculate where 
> point ո is (ie what is it's x and y values?) from point c. 

> 

> The idea is, when the user presses 'right', the line start off from 
> 0,0 to point B, and goes right to point n. (from c) 

> 

> I hope you get what I mean - I spose the nearest example would be a 
> clock!!!! 

> 

> Cheers! 

> 

> Tones 8) 


789C96C875E4A7EEBCF 4AEFC 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
<tt>Aah indeed, the equation of a circle.&énbsp; The equation that, er, 

is quite round.énbsp; And also indeed pythagoras' theorum.</tt><tt></tt> 
<p><tt>Here's the maths: (r = radius, and *2 means to the power of 2 of 
course) </tt><tt></tt> 

<p><tt>r*2 = x*2 + y*2é&nbsp; &énbsp; &énbsp; énbsp; [or]&nbsp;&nbsp;énbsp; r 

= &plusmn; sqrt (x*2 + y*2)</tt><tt></tt> 

<p><tt>so..</tt><tt></tt> 

<p><tt>x = cx &plusmn; sqrt( r^2 - 7՞2 )</tt> 

<br><tt>y = cy &plusmn; sqrt( r^2 - «՞2 )</tt><tt></tt> 

<p><tt>..where cx and cy are the centre coordinates of the circle ( 0 and 
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0 in your case) </tt> 

<br><tt>It's gonna be slow on the PSX, so if the circle is always the same 
size it's best to use pre-calculated LUTs obviously.</tt><tt></tt> 
<p><tt>The problem is though that there is still an "unknown", ie. x and 

y are meaningless without an angle &Oslash; or knowing at least one of 

x or y already.&nbsp; If you know the angle then use basic trig (sin() 
cos() etc using SOHCAHTOA*) otherwise use one of the second two equations 
in LUT form.énbsp; Which is nice.</tt><tt></tt> 

<p><tt>* SOHCAHTOA - "<b>S</b>ex <b>O</b>n <b>H</b>orseback <b>C</b>an 
<b>A</b>lways <b>H</b>ave <b>T</b>wo <b>O</b>bvious</tt> 

<br><tt>énbsp; &nbsp; &nbsp; / | &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 
<b>A</b>dvantages" as my maths teacher always said!</tt> 

<br><tt>é&nbsp; H/ | O&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 


SOH -» Sin(&Oslash;) = Opposite / Hypotenuse</tt> 

<br><tt>énbsp; /&Oslash;_| &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; ճոծտք: &nbsp; &nbsp; &nbsp; &nbs 
p; 

CAH -» Cos(&Oslash;) = Adjacent / Hypotenuse</tt> 


<br><tt>énbsp; &nbsp; Aé&nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; 
TOA -» Tan(&Oslash;) = Opposite / Adjacent</tt><tt></tt> 

<p><tt>Jim</tt><tt></tt> 

<p><tt>"Putting me in jail for <i>attempted</i> murder!&nbsp; I mean honestly 

-- do they give you a Nobel Prize for <i>attempted</i> Chemistry?" - Bob</tt> 
<br><tt></tt>&nbsp; <tt></tt> 

<p><tt>Tones wrote:</tt> 

<blockquote TYPE=CITE><tt>Hi!</tt><tt></tt> 

<p><tt>Quick question..... </tt><tt></tt> 

<p><tt>I have a circle at point 0,0, with a radius of 10 (example) .&nbsp; 

OK, a bit like this : (Use fixed width font!) </tt> 

<br><tt></tt>&nbsp; <tt></tt> 

<p><tt>é&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp 
; &nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 

xBx</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; énbsp; 

xxénbsp; énbsp; xné&énbsp;énbsp;énbsp; &lt;----Point n</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbs 
p; &nbsp; &nbsp; &énbsp; 

xénbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; x</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; 

xénbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; x</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; 

x&énbsp; &énbsp; &nbsp; cé&nbsp; &nbsp; &nbsp; xé&nbsp; &nbsp; &nbsp; - Sposed to 

be 10 high, but I'm crap at this!</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; 

xénbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; x</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; 

xénbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; x</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; énbsp; 

xx&nbsp; &nbsp; xx</tt> 

<br><tt>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp; &énbsp; &nbs 
p; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; 

xxx</tt><tt></tt> 

<p><tt>Here is my problem.&nbsp; If point 'c' is at 0,0, how do I calculate 

where point n is (ie what is it's x and y values?) from point c.</tt><tt></tt> 
<p><tt>The idea is, when the user presses 'right', the line start off from 

0,0 to point B, and goes right to point n. (from c)</tt><tt></tt> 

<p><tt>I hope you get what I mean - I spose the nearest example would be 

a clock!!!!</tt><tt></tt> 

<p><tt>Cheers!</tt><tt></tt> 

<p><tt>Tones 8)</tt></blockquote> 

<tt></tt></html> 


789C96C875E4A7EEBCF4AEFC-- 


--MESSAGE FILE 12845 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000861 
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—-MESSAGE FILE 12846 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000862 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Bresenham, [Desmond] Lynham and their mates.... 

Date: Sat, 30 Jan 1999 10:11:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <78ultuSccr15@chuka.playstation.co.uk> 

References: <36B1IFF9D.B55ED267@cwcom.net> <36B262A6.BEACFA04@manc.u-net.com> 

NNTP-Posting-Host: p48-bunting-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——-——-=_NextPart_000_002C_01BE4C38.F0177020" 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


This is a multi-part message in MIME format. 


------ - _NextPart_000_002C_01BE4C38.F0177020 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Cheers!! 
Tones 8) 


ՏԻ =_NextPart_000_002C_01BE4C38.F0177020 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 = 
http-equiv=3DContent-Type><!doctype html public "-//w3c//dtd html 4.0 = 
transitional//en"> 

<META content=3D'"MSHTML 4.72.3110.7"" name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#ffffff> 

<DIV><FONT size=3D2>Cheers!!</FONT></DIV> 

<DIV><FONT size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT size=3D2>Tones 8) </FONT></DIV></BODY></HTML> 


= = NextPart_000_002C_01BE4C38.F0177020-- 


—-MESSAGE FILE 12846 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000862 


—--MESSAGE FILE 12847 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

002d_graphics/00000863 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Bresenham and his mates.... 

Date: Sat, 30 Jan 1999 05:12:41 -0500 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <78vo4n$ql121@scea> 

References: <36B1IFF9D.B55ED267@cwcom.net> 

NNTP-Posting-Host: chnicholson.vassar.edu 

Mime-Version: 1.0 

Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_002E_01BE4COF.2951CE00" 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
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ee = _NextPart_000_002E_01BE4COF.2951CE00 

Content-Type: text/plain; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


Also- if you're looking (god knows why) for circle, line and in general 
wicked fast primitive code, check out Michael Abrash's "Zen of Graphics 


Programming". Not the new Black Book (although that has INSANE hidden = 
surface algorithms, stuff from Quake), but just "Zen of Graphics = 
Programming". It's got a GREAT chapter or 2 on how to conceptualize, 


draw, and optimise the hell out of lines, circles, flat polys, and tex = 
polys. 


It's tops. 


-charles 


3: 


ժԿ7ԿԿ,/ = _NextPart_000_002E_01BE4COF.2951CE00 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"> 
<HTML> 
<HEAD> 


<META content=3Dtext/html; charset=3Diso-8859-1 
http-equiv=3DContent-Type> 

<META content=3D'"MSHTML 4.72.3612.1700"' name=3DGENERATOR> 

</HEAD> 

<BODY bgColor=3D#d8d0c8> 

<DIV><FONT color=3D#000000 size=3D2>Also- if you're looking (god knows = 
why) for=20 

circle, line and in general wicked fast primitive code, check out = 
Michael=20 

Abrash's &quot;Zen of Graphics Programmingéquot;.&nbsp; Not the new = 
Black Book=20 

(although that has INSANE hidden surface algorithms, stuff from Quake), 
but just=20 

&quot; Zen of Graphics Programming&quot;.&nbsp; It's got a GREAT chapter 
or 2 on=20 

how to conceptualize, draw, and optimise the hell out of lines, circles, = 
flat=20 

polys, and tex polys.</FONT></DIV> 

<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>It's tops.</FONT></DIV> 

<DIV><FONT color=3D#000000 size=3D2></FONT>énbsp; </DIV> 

<DIV><FONT color=3D#000000 size=3D2>-charles</FONT></DIV></BODY></HTML> 


Sees = NextPart_000_002E_01BE4COF.2951CE00-- 
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—-MESSAGE FILE 12847 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000863 


——MESSAGE FILE 12848 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000864 

Path: chuka.playstation.co.uk!news 

From: rupert vandervell <rupertv@clickmedia.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 2 sprites on screen 

Date: Sun, 31 Jan 1999 21:31:48 +0000 
Organization: ClickMedia 

Lines: 15 

Message-ID: <36B4CBC4.9021F1F7@clickmedia.co.uk> 
NNTP-Posting-Host: th-pm07-61.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win95; I) 
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Hi, 

I'm having terrible trouble trying to display 2 sprites on the screen at 
once. 

I have a background image which I display in two halves and then a 
smaller single image 

which I am trying to display on top. However, when I introduce the 
second sprite it draws 

a line of garbage across the screen as well. I think the problem lies 
somewhere in the either the way I am setting the sprites up in memory 
i.e the wrong addresses, or in the rect set-up when initialising the 
sprites. 

Any help would be very much appreciated. 

Cheers 

Rupert 


—-MESSAGE FILE 12848 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000864 


——MESSAGE FILE 12849 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000865 

Path: chuka.playstation.co.uk!news 

From: "John Whitmore" <john@jwhit.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: A* 

Date: Tue, 2 Feb 1999 11:32:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <79793iSis610@chuka.playstation.co.uk> 

References: <74erin$4np4@chuka.playstation.co.uk> <366D21A7.24AC27F1@Bradford.ac.uk> 
<750a52Sqmf4@chuka.playstation.co.uk> 

NNTP-Posting-Host: jwhit.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sorry haven't replied in ages, lack of modem. 

any way cheers for the offer but I've managed to implement it from another 
source I found on the Internet. I will be releasing my game soon, it's 
called SAS elite, so you can check it out then if you want!!! 


john 


/~jwhitmor 


—-MESSAGE FILE 12849 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000865 


——MESSAGE FILE 12850 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000866 

Path: chuka.playstation.co.uk!news 

From: "Gareth Williams" <Garewill@btinternet.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Large Sprites 

Date: 7 Feb 1999 05:36:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01b9d64d$3c40b9e0S4c5fac3e@gareth> 
NNTP-Posting-Host: host62-172-95-76.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi everyone, wonder if anybody can help... 


I'm trying to display a title screen in 640x256 the TIM is approx. 500x150 
and spans two texture pages (8 bit). I load it into the video buffer no 
probs but when I try to copy it to the frame buffer it displays the data in 
the first texture page and then repeats the same part of the image instead 
of showing the second half. 


I remeber reading something about sprites larger than a texture page but 
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can't for the life of me find it. 
Thanx in advance... 


Gareth! 


—-MESSAGE FILE 12850 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000866 


—--MESSAGE FILE 12851 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000867 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Large Sprites 

Date: Sun, 7 Feb 1999 14:35:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <79k871Smuvl@chuka.playstation.co.uk> 
References: <01b9d64d$3c40b9e0S4c5fac3e@gareth> 
NNTP-Posting-Host: vil-ll.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Gareth Williams wrote in message <01b9d64dS$3c40b9e0S4c5fac3e@gareth>... 
>Hi everyone, wonder if anybody can help... 


> 
>I'm trying to display a title screen in 640x256 the TIM is approx. 500x150 
>and spans two texture pages (8 bit). I load it into the video buffer no 


>probs but when I try to copy it to the frame buffer it displays the data in 
>the first texture page and then repeats the same part of the image instead 
>of showing the second half. 

> 

>I remeber reading something about sprites larger than a texture page but 
>can't for the life of me find it. 

> 

>Thanx in advance... 

> 

>Gareth! 

> 


Hi Gareth, 


The maximum size of a sprite is 256x256 rendered pixels, therefore you'll 
have to either: 

a) split the sprite into two 250x150 sprites. 

b) use the MoveImage command to copy the image from main memory into the 
display area in VRAM. 

c) set the display area to the image in VRAM. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12851 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000867 


——MESSAGE FILE 12852 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000868 

Path: chuka.playstation.co.uk!news 

From: "Gareth Williams" <Garewill@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Large Sprites 

Date: 8 Feb 1999 22:53:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01b9d7a7$55651£00S493aac3e@gareth> 

References: <01b9d64dS$3c40b9e0S4c5fac3e@gareth> <79k871Smuvl@chuka.playstation.co.uk 
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> 
NNTP-Posting-Host: host62-172-58-73.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Cheers Rad. That should do the trick. 
Gareth! 


P.S. Cool site. love the graphics, makes mine look like a pile of puke! 
—-MESSAGE FILE 12852 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000868 


—--MESSAGE FILE 12853 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000869 

Path: chuka.playstation.co.uk!news 

From: Ed Fear <gookaloo@yahoo.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Big Problem!!!! PLEASE HELP 

Date: Sun, 14 Feb 1999 09:32:18 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <36C69821.64DD0473@yahoo. com> 
NNTP-Posting-Host: ppp-3-6-40.access.telinco.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I am trying to display a normal sprite in a game but it just locks up 
when the program runs. By putting some printf's in i found it locked up 
when it reached the following line of code: 


GsGetTimInfo ((u_long *) (PlayerAdd+4), &tim_data3) ; 


I have looked at this for hours and hours and found nothing wrong, i 
have declared everything and set it all up correct but still no luck. 


Please can somebody help me!! 
Thanx! | 


-—-MESSAGE FILE 12853 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000869 


——MESSAGE FILE 12854 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000870 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Big Problem!!!! PLEASE HELP 

Date: Sun, 14 Feb 1999 13:58:52 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 86 
Message-ID: <36C6D69C. 3CE1AEC@manc.u-net.com> 
References: <36C69821.64DD0473@yahoo.com> 
NNTP-Posting-—Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 215A5711B40AAD8 8BOA3F934" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


215A5711B40AAD8 8BOA3F 934 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


There is nothing wrong with the syntax in the line it locks up on, so it's 
probably one of 2 things: 


* The PlayerAdd variable is not set properly (I guess it is a function 
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argument so check all calls to it, 
(ie. check your AUTO 
TIMs) ) 

* tim_data3 is not declared properly 
causing corruption when written to, 


above 


Failing one of these, 


Later, 
Jim 


Ed Fear wrote: 


and make sure val 
batch and #defines that they al 


Page 


lues are all legal 
ll point to actual 


(just a pointer or something) and is 
but much more likely to be the 


more code is necessary. 


in a game but it just locks up 


By putting some printf's in i found it locked up 


i 


> I am trying to display a normal sprite 

> when the program runs. 

> when it reached the following line of code: 

> 

> GsGetTimInfo ((u_long *) (PlayerAdd+4) , &tim_data3) ; 

> 

> I have looked at this for hours and hours and found nothing wrong, 
> have declared everything and set it all up correct but still no luck. 
> 

> Please can somebody help me!! 

> 

> Thanx!! 


James Shaughnessy 


james@manc.u-net.com 


http://www.netyaroze-europe.com/~shaughnj 


215A5711B40AAD8 8BOA3F 934 
Content-Type: text/html; 


Content-Transfer-Encoding: 7bit 


charset=us-ascii 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 


<html> 


There is nothing wrong with the syntax in the line it locks up on, 


probably one of 2 things: 

<ul> 

<li> 

The PlayerAdd variable is not set proper] 
so check all calls to it, 
your AUTO batch and #defines that they al 


<li> 

tim_data3 is not declared properly 
causing corruption when written to, 
</ul> 

Failing one of these, 
<p>Later, 

<br>Jim 

<br>é&nbsp; 

<p>Ed Fear wrote: 


(just 


and make sure values are all legal 


so it's 


(I guess it is a function argument 
(ie. check 
ll point to actual TIMs)) </li> 


LY 


a pointer or something) and is 


but much more likely to be the above</li> 


more code is necessary. 


<blockquote TYPE=CITE>I am trying to display a normal sprite in a game 


but it just locks up 
<br>when the program runs.&nbsp; 
locked up 


By putting some printf's in i found it 


<br>when it reached the following line of code: 


<p>GsGetTimInfo 


((u_long *) (PlayerAdd+4), 
<p>I have looked at this for hours and hours and found nothing wrong, 


é&amp;tim_data3) ; 
i 


<br>have declared everything and set it all up correct but still no luck. 


<p>Please can somebody help me!! 
<p>Thanx! !</blockquote> 


<br><tt> 


<br><tt>James Shaughnessyénbsp; énbsp; énbsp; 


</tt> 
james@manc.u-net.com</tt> 


8574 


<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 


ope.com/~shaughnj</A></tt> 
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<br><tt> </tt> 
<br>énbsp; </html> 


215A5711B40AAD8 8BOA3F 934-— 


—-MESSAGE FILE 12854 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000870 


—--MESSAGE FILE 12855 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000871 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Big Problem!!!! PLEASE HELP 

Date: Sun, 14 Feb 1999 17:47:06 -0500 

Organization: SCEA News Server 

Lines: 27 

Message-ID: <7a7jpm$2i87@scea> 

References: <36C69821.64DD0473@yahoo.com> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


It could also be that your TIM isn't loaded up on a 4-byte boundary: 


ie dload -ntimmy.tim -880090003 


that's gonna cause you one big bus error and the Yaroze will NEVER tell you 
about it. 
(even if it's not this, good to keep it in mind) 


-charles 


Ed Fear wrote in message <36C69821.64DD0473@yahoo.com>... 


>I am trying to display a normal sprite in a game but it just locks up 
>when the program runs. By putting some printf's in i found it locked up 
>when it reached the following line of code: 

> 

>GsGetTimInfo ((u_long *) (PlayerAdd+4),&tim_ data3); 

> 


>I have looked at this for hours and hours and found nothing wrong, i 
>have declared everything and set it all up correct but still no luck. 
> 

>Please can somebody help me!! 

> 

>Thanx!! 

> 


—-MESSAGE FILE 12855 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000871 


——MESSAGE FILE 12856 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000872 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Big Problem!!!! PLEASE HELP 

Date: Tue, 16 Feb 1999 09:50:57 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <36C9B001.91B95293@vmlabs.com> 

References: <36C69821.64DD0473@yahoo.com> 

NNTP-Posting-Host: vmlabs24.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 
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I'm not sure of my C order-of-operations, but you might need to change 
it to "+1" instead օք "+4". Since you're casting it to a u_long 
pointer, adding 4 actually adds "4 * sizeof(u_long *)" which would be 
16 bytes. Since you only want to skip the first four bytes you'd need 
to change it to a one. 


Again, I'm not sure if it will do the add before or after the type 
casting. If it adds first then you're probably correct the way you 
have it. 


Scott 

> I am trying to display a normal sprite in a game but it just locks up 
> when the program runs. By putting some printf's in i found it locked up 
> when it reached the following line of code: 

> 

> GsGetTimInfo ((u_long *) (PlayerAdd+4) , &tim_data3) ; 

> 

> I have looked at this for hours and hours and found nothing wrong, i 
> have declared everything and set it all up correct but still no luck. 
> 

> Please can somebody help me!! 

> 

> Thanx!! 


—-MESSAGE FILE 12856 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000872 


—-MESSAGE FILE 12857 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000873 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: lame. 

Date: Tue, 16 Feb 1999 23:34:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7Jacv94Sbtf4@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


I'm sorry about this but I can't get my head around allocating ordering 
tables, the manuals don't help with references like "OT_Tag this is a tag 
for the OT?" 


I've got things working before using the tutorials but I'm sure I'm either 
making it to big or to small, the current on crashes when I add a GsSortLine 


() 


Just a explanation that will help me get my head round them will help. 


TIA 
Nigel 


—-MESSAGE FILE 12857 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000873 


—--MESSAGE FILE 12858 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000874 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Big Problem!!!! PLEASE HELP 

Date: Wed, 17 Feb 1999 12:52:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <36CABB93.F129A77C@ndirect.co.uk> 
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References: <36C69821.64DD0473@yahoo.com> <36C9B001.91B95293@vmlabs.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr01-55.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


With that syntax, the add should happen before the type casting, so that 
should be ok - unless PlayerAdd is already a u_long *. 


Herbs 


Scott Cartier wrote: 


I'm not sure of my C order-of-operations, but you might need to change 
it to "+1" instead of "+4". Since you're casting it to a u_long 
pointer, adding 4 actually adds "4 * sizeof(u_long *)" which would be 
16 bytes. Since you only want to skip the first four bytes you'd need 
to change it to a one. 


Again, I'm not sure if it will do the add before or after the type 
casting. If it adds first then you're probably correct the way you 
have it. 


VVVVVVVVVVVVVV VV VV VV VV VV 
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Scott 

> I am trying to display a normal sprite in a game but it just locks up 
> when the program runs. By putting some printf's in i found it locked up 
> when it reached the following line of code: 

> 

> GsGetTimInfo ((u_long *) (PlayerAdd+4) , &tim_data3) ; 

> 

> I have looked at this for hours and hours and found nothing wrong, i 
> have declared everything and set it all up correct but still no luck. 
> 

> Please can somebody help me!! 

> 

> Thanx!! 


--MESSAGE FILE 12858 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000874 


——MESSAGE FILE 12859 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000875 

Path: chuka.playstation.co.uk!news 

From: "Frkt1l-X" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: graphic creation util 

Date: Wed, 17 Feb 1999 18:24:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7afldjSbtf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-33.hydrogen.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo, 
I was just wondering what graphics prog most people use to make their 


games. Is there a good freewae/shareware util? I used to have dpaint 2 for 


the pc AGES ago, but have lost it, anyone know where I could get another 
copy (if its any good)? 


—-MESSAGE FILE 12859 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000875 


——MESSAGE FILE 12860 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000876 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: graphic creation util 

Date: 17 Feb 1999 23:19:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <0Olbed5acb$ff£0c2700S0a3ddec2@guildfoc> 
References: <7afldjSbtf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I use corel paint 6. It gets OEM'ed with load of hardware nowadays so you 
should be able to pick it up cheap/free. I also understand Photopaint is 
pretty good - I got it free with a digital camera but I haven't had a good 
look at it yet. 


For 3D I picked up Truespace 2 on a coverdisk a couple of months back. It's 
excellent and it's on this months copy of Computer Shopper (UK) so go get 
Ite 


- Miles 


Frktl-X <matt@frktl.freeserve.co.uk> wrote in article 
<7af1dj$btf8@chuka.playstation.co.uk>... 

> lo, 

> I was just wondering what graphics prog most people use to make their 

> games. Is there a good freewae/shareware util? I used to have dpaint 2 
for 

> the pc AGES ago, but have lost it, anyone know where I could get another 
copy (if its any good)? 


> 
> 
> 
> 


—-MESSAGE FILE 12860 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000876 


——MESSAGE FILE 12861 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000877 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Big Problem!!!! PLEASE HELP 

Date: 17 Feb 1999 23:39:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <0Olbe5ace$d18b9060S0a3ddec2@guildfoc> 

References: <36C69821.64DD0473@yahoo.com> <36C9B001.91B95293@vmlabs.com> <36CABB93.F 
129A77C@ndirect.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Scott's on the right track. If I'm not mistaken this line is a variation on 
one from PJ Passmore's 3D programming Course Notes. If you've defined the 
variable PlayerAdd as '1օոց' then the code is correct and you need to look 
elsewhere for the error. If, however, the variable is defined as ‘long *' 
then the increment should be +1 not +4. 


- Miles 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<36CABB93.F129A77C@ndirect.co.uk>... 

> With that syntax, the add should happen before the type casting, so that 
should be ok - unless PlayerAdd is already a u_long *. 


Herbs 


> 
> 
> 
> 
> 
> Scott Cartier wrote: 
> 

> 


> I'm not sure of my C order-of-operations, but you might need to change 
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it to "+1" instead of "+4". Since you're casting it to a u_long 
pointer, adding 4 actually adds "4 * sizeof(u_long *)" which would be 
16 bytes. Since you only want to skip the first four bytes you'd need 
to change it to a one. 


VV V V 
V V V V 


—-MESSAGE FILE 12861 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000877 


——MESSAGE FILE 12862 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000878 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: lame. 

Date: Thu, 18 Feb 1999 18:07:30 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <36CC56E2.C8ABCE9C@scee.sony.co.uk> 
References: <VJacv94Sbtf4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Try the FAQ off the New Members page - there's an explanation of OTs in there. Basic 
ally an OT_Tag 
is a single entry of the OT. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
"Is that seat saved?" "No, but we're praying for it." 


-—-MESSAGE FILE 12862 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000878 


——MESSAGE FILE 12863 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000879 

Path: chuka.playstation.co.uk!news 

From: Karl Sigiscar <ksigiscar@in-visio.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Does anyone know about MPEG encoding on the PSX 
Date: Thu, 18 Feb 1999 19:05:50 +0100 

Organization: In Visio 

Lines: 9 

Message-ID: <36CC567E.327CEC77@in-visio.fr> 
NNTP-Posting-Host: 195.25.52.76 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


What is the format the Playstation use for Full Motion Video ? 
MPEG 1 ? MPEG 2 ? 
What about DCT ? 


- ksigiscar@hotmail.com 
- http://www.multimania.com/karls 
- http://www.dramaera.com 


—-MESSAGE FILE 12863 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000879 


——MESSAGE FILE 12864 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000880 

Path: chuka.playstation.co.uk!news 

From: "frktl" <matt@frktl.freeserve.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: mpeg encode 

Date: Thu, 18 Feb 1999 20:06:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7ahro0Sbtf16@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-82.penicillin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo 

It uses MDEC which is a proprietry format. The yaroze doesn't have the 
capability to play these, another feature we can't use. There are several 
MDEC-AVI converters and a player available for PC an MAC. Not sure on the 
legality of these though. 


cheers 
matt 


-—-MESSAGE FILE 12864 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000880 


——MESSAGE FILE 12865 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000881 

Path: chuka.playstation.co.uk!news 

From: "Gareth" <Garewill@dwines.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: graphic creation util 

Date: 20 Feb 1999 03:12:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01b9e070$6e46ec20$7292a6c3@gareth> 
References: <7afldjS$btf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: 114.hiper03.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


I used to use Paint Shop Pro 3.11 until recently when I got version 5.01. 
This is excellent for 2D stuff and the .tim pugin for photoshop also works 
with it which saves a lot of file converting. 


As for 3D I don't! I did have Micrographix 3D but the HD crashed and I've 
lost the disc, but I think I'll buy this months Computer Shopper... 


Gareth! 
—-MESSAGE FILE 12865 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000881 


—-MESSAGE FILE 12866 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000882 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: graphic creation util 

Date: Sat, 20 Feb 1999 10:13:36 -0500 

Organization: Identical Software 

Lines: 5 

Message-ID: <36CED120.7806E9A8@identicalsoftware.com> 

References: <7afldjS$btf8@chuka.playstation.co.uk> <01b9e070S$6e46ec20$7292a6c3@gareth 
> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 i586) 


I generally use PO and the GIMP but since they are linux programs that 
probably isn't too useful to you. 


Dennis Payne 
dulsi@identicalsoftware.com 
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—-MESSAGE FILE 12866 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000882 


—-MESSAGE FILE 12867 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000883 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Big Problem!!!! PLEASE HELP 

Date: Sat, 20 Feb 1999 21:08:14 GMT 

Organization: Twisted Minds 

Lines: 5 

Message-ID: <36cf2388.6659184@news.playstation.co.uk> 
References: <36C69821.64DD0473@yahoo.com> 
NNTP-Posting-Host: du-659.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


Hi there just me to say that i have solved the problem now, so no need for any 
more help, but thanx to those who did post messages. 


OH yeah sorry i forgot to say that it was me who posted the original message 

from eds computer so thats why it says its from him, just to clear it up. 

—-MESSAGE FILE 12867 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000883 


——MESSAGE FILE 12868 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000884 

Path: chuka.playstation.co.uk!news 

From: reaper@clara.net (Mark) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: graphic creation util 

Date: Sat, 20 Feb 1999 21:09:26 GMT 

Organization: Twisted Minds 

Lines: 12 

Message-ID: <36cf246b.6886230@news.playstation.co.uk> 
References: <7afldjSbtf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: du-659.claranet.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Wed, 17 Feb 1999 18:24:18 -0000, "Frkt1-X" <matt@frktl.freeserve.co.uk> 
wrote: 


<^>lo, 

<^> I was just wondering what graphics prog most people use to make their 
<^>games. Is there a good freewae/shareware util? I used to have dpaint 2 for 
<^>the pc AGES ago, but have lost it, anyone know where I could get another 
<^>copy (if its any good)? 

<*> 

<*> 


I use Paint Shop Pro 5 and it is brilliant. 
—-MESSAGE FILE 12868 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000884 


——MESSAGE FILE 12869 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000885 

Path: chuka.playstation.co.uk!news 

From: "Daniel Abels" <dra@alphalink.com.au> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: graphic creation util 

Date: Sun, 21 Feb 1999 14:40:05 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7V7anvjgSerp7@chuka.playstation.co.uk> 

References: <7afldjSbtf8@chuka.playstation.co.uk> <36cf246b.6886230@news.playstation 
-co.uk> 

NNTP-Posting-Host: guard.invetech.com.au 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 
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http://www.cosmigo.com 
If you liked DPaint, there is no substitute. 


Daniel. 


-—-MESSAGE FILE 12869 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000885 


—-MESSAGE FILE 12870 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000886 

Path: chuka.playstation.co.uk!news 

From: "Yaroze" <Stevie_D@bigfoot.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: graphic creation util 

Date: Sun, 21 Feb 1999 08:07:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7aofliSerp8@chuka.playstation.co.uk> 
References: <7afldjSbtf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: sdar.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I Use a shareware program called Quick Paint, I Downloaded it from 
www.winfiles.co.uk Its not perfect but it does allow you to automatically 
shade your palettes and will let you draw using a shading mode. 

I MISS DPAINT :-( 


—-MESSAGE FILE 12870 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000886 


——MESSAGE FILE 12871 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000887 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: graphic creation util 

Date: Sun, 21 Feb 1999 13:56:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7Vap37rSerpl6@chuka.playstation.co.uk> 

References: <7afldjS$btf8@chuka.playstation.co.uk> <7aofliSerp8@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: modem-9.chef.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


lo, 


Just had a thought: might it be possible to run an amiga emu and use dpaint 
3/4 (i still have both these օո disk). My pc is beefy enough to do it. I'll 
give it a go and get back to everyone. 


later 
matt 


—-MESSAGE FILE 12871 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000887 


--MESSAGE FILE 12872 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000888 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: graphic creation util 
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Date: Mon, 22 Feb 1999 10:38:47 +1300 

Organization: Sidhe Interactive 

Lines: 25 

Message-ID: <7VapttdSerp18@chuka.playstation.co.uk> 
References: <7afldjSbtf8@chuka.playstation.co.uk> 
NNTP-Posting-Host: pl3-max8.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Frkt1-X wrote in message <7afldj$btf8@chuka.playstation.co.uk>... 
>lo, 
> I was just wondering what graphics prog most people use to make their 
>games. Is there a good freewae/shareware util? I used to have dpaint 2 for 
>the pc AGES ago, but have lost it, anyone know where I could get another 
>copy (if its any good)? 


For a good PC DPaint replacement try Pro Motion at 
http://cosmigo.com/promotion/ 


Our artist uses it extensively. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 
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—-MESSAGE FILE 12872 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000888 


——MESSAGE FILE 12873 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000889 

Path: chuka.playstation.co.uk!news 

From: "Daniel Abels" <dra@alphalink.com.au> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: graphic creation util 
Date: Mon, 22 Feb 1999 12:58:45 +1100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <7J7agelkSerp23@chuka.playstation.co.uk> 


References: <7afldjS$btf8@chuka.playstation.co.uk> <7aofliSerp8@chuka.playstation.co. 


uk> <7J7ap37rSerp16@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp233-asl1—-Melbourne.alphalink.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Yeah, It works quite well with Brilliance (I use Fellow and DosUAE) 


I bought Brilliance 2.0 years ago and I don't think anything has really 
compared since... Even Jim Saches used it. 


Actually, I still have an a600 so I could always fire that up (but I don't 
have a monitor, using a TV would not be good for my eye-sight!) 


Daniel. 


Matt Verran wrote in message <7ap37rSerplé6@chuka.playstation.co.uk>... 

>lo, 

> 

> Just had a thought: might it be possible to run an amiga emu and use 
dpaint 

>3/4 (i still have both these on disk). My pc is beefy enough to do it. I'll 
>give it a go and get back to everyone. 

> 

>later 
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>matt 
> 
> 


—-MESSAGE FILE 12873 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000889 


——MESSAGE FILE 12874 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000890 

Path: chuka.playstation.co.uk!news 

From: "gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: graphic creation util 

Date: 22 Feb 1999 20:04:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01b9e290$21522980S6b91la6c3@gareth> 

References: <7afldjSbtf8@chuka.playstation.co.uk> <0OlbeS5acbSff0c2700S0a3ddec2@guildf 
oc> 

NNTP-Posting-Host: 363.hiper02.shef.dialup.force9.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


> For 3D I picked up Truespace 2 on a coverdisk a couple of months back. 
It's 

> excellent and it's on this months copy of Computer Shopper (UK) so go get 
> it. 


Erm, I went to WHSmith's today to get that mag but the March issue was out, 
why do they release those in Feb? 


Anyway, do you think you'd be able to send that to me? 
gareth@yaroze.force9.co.uk 
I hope I that works, it's a new address and I'm having problems. 


Gareth! 
—-MESSAGE FILE 12874 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000890 


——MESSAGE FILE 12875 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000891 

Path: chuka.playstation.co.uk!news 

From: "gareth" <gareth@yaroze.force9.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Pixel Effects 

Date: 22 Feb 1999 20:10:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01b9e290Sebe7bc00S6b91lab6c3@gareth> 
NNTP-Posting-Host: 363.hiper02.shef.dialup.force9.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Y'ello? 


I wanna do some funky pixel manipulation but I know the pixels can't be 
directly accessed with the Yaroze. I'm trying to create a fire routine 
(burn baby, burn. Disco infernoooo...) to burn up the screen. How would I 
do this? 


I used a PC version of the fire routine to create my new logo, check it out 
at: 


http://www.netyaroze-europe.com/~gareth 
Looks pretty cool I think you'll agree... 
Gareth! 


—-MESSAGE FILE 12875 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000891 
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——MESSAGE FILE 12876 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000892 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixel Effects 

Date: Mon, 22 Feb 1999 20:23:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7ases3Serp31@chuka.playstation.co.uk> 
References: <01b9e290Sebe7bc00S6b9labc3@gareth> 
NNTP-Posting-Host: modem-116.viramune.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Check the thread - subject : pixels started around the beginning of 
december98 in this group :) 


c'ya 
Pete. 


gareth wrote in message <01b9e290Sebe7bc00S6b9lab6c3@gareth>... 

>Y'ello? 

> 

>I wanna do some funky pixel manipulation but I know the pixels can't be 
>directly accessed with the Yaroze. I'm trying to create a fire routine 
>(burn baby, burn. Disco infernoooo...) to burn up the screen. How would I 
>do this? 

> 

>I used a PC version of the fire routine to create my new logo, check it out 
>at: 

> 

>http://www.netyaroze-europe.com/~gareth 

> 

>Looks pretty cool I think you'll agree... 

> 

>Gareth! 


—-MESSAGE FILE 12876 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000892 


--MESSAGE FILE 12877 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000893 

Path: chuka.playstation.co.uk!news 

From: P W Mccarthy <maS5pwm@bath.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: graphic creation util 

Date: Tue, 23 Feb 1999 11:29:05 +0000 

Organization: University of Bath 

Lines: 21 

Message-ID: <36D29101.43CD@bath.ac.uk> 

References: <7afldjSbtf8@chuka.playstation.co.uk> <7apttdSerp18@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: midge.bath.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.6 sun4m) 


Hey, 


I have DPaint Animate on the PC. It's falls somewhere between Amiga 
DPaint III & IV, but it's inferior in a few areas (no Lightbox for cel 
animation, a few missing paint modes etc...). 


While handy for animating sprites, it ain't exactly versatile compared 
to the likes of Photoshop, so if Pro Motion is any good you're not 
missing anything. Mail me if you want it though. 
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Cheers... 
Phil McCarthy. 


Frktl-X wrote in message <7afldj$btf8@chuka.playstation.co.uk>... 
>lo, 
> I was just wondering what graphics prog most people use to make their 

>games. Is there a good freewae/shareware util? I used to have dpaint 2 for 

>the pc AGES ago, but have lost it, anyone know where I could get another 

>copy (if its any good)? 

-—-MESSAGE FILE 12877 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000893 


——MESSAGE FILE 12878 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000894 

Path: chuka.playstation.co.uk!news 

From: "gareth" <gareth@yaroze.force9.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Pixel Effects 

Date: 23 Feb 1999 20:38:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01b9e35e$200f3da0$9482a6c3@gareth> 

References: <01b9e290Sebe7bc00S6b9labc3@gareth> <7ases3Serp31@chuka.playstation.co.u 
k> 

NNTP-Posting-Host: 195.166.130.148 

X-Newsreader: Microsoft Internet News 4.70.1161 


Oops. Maybe I should trying looking next time. 


Gareth! 
—-MESSAGE FILE 12878 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000894 


—-MESSAGE FILE 12879 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000895 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Trying to display a sprite 

Date: Tue, 23 Feb 1999 21:16:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <7av5sm$9pol@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en140-241.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:895 scee.yaroze.be 
ginners:717 


I've just typed out the code at the end of Ira Rainey's tutorial (typed, not 
copied and pasted, to try and gain some experience, and extra knowledge from 
doing so. However, I've compiled, and attempted to run, it flashes something 
very quickly on the screen, and then the screen goes blank, with the thick 
black strips at the top and bottom. Anyway, I've attached the code, so if 
anyone has the chance to look at it, and tell me what's been copied 
incorrectly, or what's in the wrong order, etc. I would be very thankful. 


Rikki 


—-MESSAGE FILE 12879 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000895 


——MESSAGE FILE 12880 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000896 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 
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Subject: Re: Trying to display a sprite 

Date: Tue, 23 Feb 1999 16:50:00 -0500 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <7av7s5$8 jb8@scea> 

References: <7avSsm$9pol@chuka.playstation.co.uk> 
NNTP-Posting-Host: chnicholson.vassar.edu 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 
Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:896 scee.yaroze.be 
ginners:718 


Umm... most of it looks pretty good- You might want to change the line in 
InitSprite() that calls GsGetTimInfo though... 


Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be changed 
to 
"(u_long *) (spriteAdd + 1)". 


The information that GetTimInfo needs is actually 4 bytes in from the 
header. Since you're casting spriteAdd to a u_long, it will multiply any 
addition you do (in this case +4) by the size of a ս 1օոց. The final offset 
calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 bytes 
into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
advancement. 


This was a real pain for me too... :) 


hope i helped. 
-charles 


>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
not 

>copied and pasted, to try and gain some experience, and extra knowledge 
from 

>doing so. However, I've compiled, and attempted to run, it flashes 
something 

>very quickly on the screen, and then the screen goes blank, with the thick 
>black strips at the top and bottom. Anyway, I've attached the code, so if 
>anyone has the chance to look at it, and tell me what's been copied 
>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
> 

>Rikki 


--MESSAGE FILE 12880 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000896 


——MESSAGE FILE 12881 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000897 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 00:31:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <36D34854.92429E91@escotia.freeserve.co.uk> 

References: <J7av5smS9pol@chuka.playstation.co.uk> <7av7s5S$8 jb8@scea> 
NNTP-Posting-Host: modem-90.icehockey.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:897 scee.yaroze.be 
ginners:719 


I don't know whether Charles' advice has worked but I know I certainly use 
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(u_long*) (spriteAdd+4) without problems. 


If you are using Ira Rainey's sprite rather than your own, unless you've 
modified it with timTool or similar then you are loading it into the double 
buffers and then overwriting it. This is because Ira used NTSC and put the 
sprite into the space below the buffers, rather than to the side. Of course 
there is no space below the buffers when you use PAL. 


Solution: Move the sprite somewhere safe using timTool. 
I spent AGES working this out when I first got my Yaroze. 


I hope this helps. If you've got access to siocons there's a bare bones sprite 
display demo an my site too. 


ScoTT 


Charles Nicholson wrote: 


Umm... most of it looks pretty good- You might want to change the line in 
InitSprite() that calls GsGetTimInfo though... 


Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be changed 
to 
"(u_long *) (spriteAdd + 1)". 


The information that GetTimInfo needs is actually 4 bytes in from the 
header. Since you're casting spriteAdd to a u_long, it will multiply any 
addition you do (in this case +4) by the size of a u_long. The final offset 
calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 bytes 
into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
advancement. 


This was a real pain for me too... :) 


hope i helped. 
-charles 


>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
not 

>copied and pasted, to try and gain some experience, and extra knowledge 
from 

>doing so. However, I've compiled, and attempted to run, it flashes 
something 

>very quickly on the screen, and then the screen goes blank, with the thick 
>black strips at the top and bottom. Anyway, I've attached the code, so if 
>anyone has the chance to look at it, and tell me what's been copied 
>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
> 

>Rikki 


MM NEVON MONON NMN AOM NN NSM SEMS MNM IMN NN NMN CN 


--MESSAGE FILE 12881 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000897 


——MESSAGE FILE 12882 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000898 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Tue, 23 Feb 1999 20:10:50 -0500 

Organization: Identical Software 

Lines: 11 

Message-ID: <36D3519A.3C53E96E@identicalsoftware.com> 

References: <7av5sm$9pol@chuka.playstation.co.uk> <7av7s5$8jb8@scea> 
NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.33 1586) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:898 scee.yaroze.be 
ginners:720 
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Charles Nicholson wrote: 

> Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be changed 
> to 

> "(u_long *) (spriteAdd + 1)". 


That shouldn't be necessary. spriteAdd is simply a number at the time 
of addition. After the addition it is cast to a u_long *. (Personally 
I'd just define spriteAdd to be 4 more.) 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 12882 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000898 


—-MESSAGE FILE 12883 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000899 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 00:23:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <7Javh7sS$9po2@chuka.playstation.co.uk> 

References: <J7av5smS9pol@chuka.playstation.co.uk> <7av7s5S$8 jb8@scea> 
NNTP-Posting-Host: modem-13.mallet.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:899 scee.yaroze.be 
ginners:721 


Hi all 


I think the addition is carried out before the cast so keep the +4 or it'll 
break :) apart from that Scott is right after the first draw your blank out 
the sprite and clut.. 


Pete. 


Charles Nicholson wrote in message <7Jav7s5S$8jb8@scea>... 


>Umm... most of it looks pretty good- You might want to change the line in 
>InitSprite() that calls GsGetTimInfo though... 

> 

>Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be 
changed 

>to 

>"(u_long *) (spriteAdd + 1)". 

> 

>The information that GetTimInfo needs is actually 4 bytes in from the 
>header. Since you're casting spriteAdd to a u_long, it will multiply any 


>addition you do (in this case +4) by the size of a u_long. The final 
offset 

>calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 
bytes 


>into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
>advancement. 

> 

>This was a real pain for me too... :) 

> 


>hope i helped. 

>-charles 

> 

> 

> 

>>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
>not 

>>copied and pasted, to try and gain some experience, and extra knowledge 
>from 

>>doing so. However, I've compiled, and attempted to run, it flashes 
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>something 

>>very quickly on the screen, and then the screen goes blank, with the thick 
>>black strips at the top and bottom. Anyway, I've attached the code, so if 
>>anyone has the chance to look at it, and tell me what's been copied 
>>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
>> 

>>Rikki 

> 

> 

> 


-—-MESSAGE FILE 12883 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000899 


——MESSAGE FILE 12884 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000900 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Tue, 23 Feb 1999 22:58:04 -0500 

Organization: SCEA News Server 

Lines: 64 

Message-ID: <7Javte3$8 jb9@scea> 

References: <7av5smS9pol@chuka.playstation.co.uk> <J7av7s5S8jb8@scea> <7avh7s$9po2@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:900 scee.yaroze.be 
ginners:722 


heh... funny. I've been looking through all my code (just to double check 
at the chance of sounding like a fool), and it all has the sprite address + 
1 inside the cast. Go figure- seems to work fine for me... :) 

ah well. 

-charles 


Peter Dollochan wrote in message <7avh7s$9po2@chuka.playstation.co.uk>... 
>Hi all 


> 

>I think the addition is carried out before the cast so keep the +4 or it'll 
>break :) apart from that Scott is right after the first draw your blank out 
>the sprite and clut.. 

> 

> 

>Pete. 

> 

> 

>Charles Nicholson wrote in message <7av7s5$8 jb8@scea>... 

>>Umm... most of it looks pretty good- You might want to change the line in 
>>InitSprite() that calls GsGetTimInfo though... 

>> 

>>Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be 
>changed 

>>to 

>>"(u_long *) (spriteAdd + 1)". 

>> 

>>The information that GetTimInfo needs is actually 4 bytes in from the 
>>header. Since you're casting spriteAdd to a u_long, it will multiply any 


>>addition you do (in this case +4) by the size of a u_long. The final 
>offset 

>>calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 
>bytes 

>>into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
>>advancement. 

>> 

>>This was a real pain for me too... :) 

>> 
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>>hope i helped. 

>>-charles 

>> 

>> 

>> 

>>>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
>>not 

>>>copied and pasted, to try and gain some experience, and extra knowledge 
>>from 

>>>doing so. However, I've compiled, and attempted to run, it flashes 
>>something 

>>>very quickly on the screen, and then the screen goes blank, with the 
thick 

>>>black strips at the top and bottom. Anyway, I've attached the code, so if 
>>>anyone has the chance to look at it, and tell me what's been copied 
>>>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
>>> 

>>>Rikki 

>> 

>> 

>> 

> 

> 


-—-MESSAGE FILE 12884 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000900 


—-MESSAGE FILE 12885 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000901 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 11:14:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7b0nbq$9po5@chuka.playstation.co.uk> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5S$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> <7avte3$8 jb9@scea> 

NNTP-Posting-Host: modem-21.lute.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:901 scee.yaroze.be 
ginners:723 


by any chance do you do 

u_long *spriteadd = 0x80100000; 

instead of 

#define spriteadd 0x80100000 rikki' code 


and yes C buffs the top one will give a warning about integer/pointer 
conversion... maybe j;-) 


Pete. 


Charles Nicholson wrote in message <7Javte3$8jb9@scea>... 


>heh... funny. I've been looking through all my code (just to double check 
>at the chance of sounding like a fool), and it all has the sprite address + 
>1 inside the cast. Go figure- seems to work fine for me... :) 

> 

>ah well. 

>-charles 

> 


> 
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—-MESSAGE FILE 12885 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000901 


--MESSAGE FILE 12886 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000902 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Wed, 24 Feb 1999 11:25:03 -0500 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <7b196v$84jb10@scea> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5S$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> <7avte3S$8jb9@scea> <7bOnbgqS 9po5@chuka.playstation.co.uk> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:902 scee.yaroze.be 
ginners:724 


ummmm, I load it from a library file that's a large u_char array, but when i 
finally get to the correct starting byte, it's a u_long *. I suppose that 
MIGHT have something to do w/it... :) 


doh 
-charles 


>by any chance do you do 

>u_long *spriteadd = 0x80100000; 

>instead of 

>#define spriteadd 0x80100000 rikki' code 
> 

> 

>and yes C buffs the top one will give a warning about integer/pointer 
>conversion... maybe :-) 

> 

> 

>Pete. 

> 


—-MESSAGE FILE 12886 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000902 


—-MESSAGE FILE 12887 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000903 

Path: chuka.playstation.co.uk!news 

From: Christopher Lightfoot <archer@archer.free-online.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: PSX Controller image 

Date: Sat, 27 Feb 1999 07:00:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <36D79827.A62F3595@archer. free-online.co.uk> 

NNTP-Posting-Host: 212.56.113.23 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" DA02 9D1A9E6E41DBCAD8B4 6A" 
X-Mailer: Mozilla 4.07 [en] (Win95; I) 


DA029D1A9E6E41DBCAD8B46A 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Is there anyone that has a photographic image of a PlayStation Pad's 
front (not with lines all over it) i have been looking for one for ages 
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and i still can'y find one. 


If you do know where one is or have one your self please send it to me 
at archer@archer.free-online.co.uk 


DA02 9D1A9E6E41DBCAD8B46A 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 


<HTML> 
Is there anyone that has a photographic image of a PlayStation Pad's front 
(not with lines all over it) i have been looking for one for ages and i 


still can'y find one. 
<P>If you do know where one is or have one your self please send it to 
me at <B>archer@archer.free-online.co.uk</B></HTML> 


DA02 9D1A9E6E41DBCAD8B46A-— 


-—-MESSAGE FILE 12887 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000903 


——MESSAGE FILE 12888 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000904 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: pmode in GsIMAGE 

Date: Sun, 28 Feb 1999 01:28:05 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7ba63iS9po27@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en133-050.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm currently trying to write a function which will set up a sprite, just by 
passing as few as possible parameters i.e. only the absolutely needed ones 
are passed: TIM address, pointer to sprite etc. However, one thing that I 
cannot currently get to work is getting the function to work out within 
itself whether the TIM is 4bit CLUT, 8bit CLUT or otherwise. From the look 
of the GsIMAGE structure in the library reference manual, I should be able 
to read the pmode member and work out whether it is 4bit, 8 bit or 
otherwise. However, when I put this in a switch statement, it doesn't work. 
I've also tried it in an if/else if/else setup, and it still doesn't work. 
I've just realised I should have put this earlier in the message, but the 
problem I'm having is (constructing sentences and messages!!! lol) trying to 
set the width of the sprite in the GsSPRITE structure, as when the TIM is 
4bit, you need to *4, and when it's 8bit you need to *2 (something I picked 
up from the Ira Rainey tutorial). As this is going to be a function I'll 
need to use for different TIMs, and therefore not specific, I need it to 
work out for itself whether the TIM is 4/8/16 bit etc. I've got it partly 
working, by putting in if((tim.pmode>>3)&0x01) sprite->w=tim.pw*2; the 
'if' part of which I took from the texture load in Peter Passmore's 3d 
tutorial, but I believe (well, guess) this bit manipulation tests whether 
it's one of 8 or 4 bit, not either individually, which is what I want! 


Basically in conclusion, I need some help on how I can test to see if the 
sprite is 4bit/8bit/otherwise, so I can set the width accordingly, something 
which seems not to work normally, and only with bits shifts and clever 
tricky stuff which the 286 in me 'ead don't seem to be able to cope with. 


Thanks in advance to anyone who can decipher what I've said in the preceding 
message, and decides to help this poor little beginner :-) 


Rikki 


PS here's my switch statement which doesn't work, if anyone is interested. 


switch (tim.pmode) 


{ 
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case 0 :sprite->w=tim.pw*4; /* If sprite is 4 bit, make width 4 times 
bigger */ 
break; 
case 1 :sprite->w=tim.pw*2; /* If sprite is 8 bit, make width 2 times 
bigger */ 
break; 
default :sprite->w=tim.pw*2; /* Else set it to width got from tim info */ 
break; 


} 


—-MESSAGE FILE 12888 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000904 


—-MESSAGE FILE 12889 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000905 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 
Date: Sun, 28 Feb 1999 01:48:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 154 

Message-ID: <36D8A084.2A4495C4@escotia.freeserve.co.uk> 
References: <7ba63iS9po27@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-115.astelin.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I've pasted the function I use to initialise sprites below. There's even a 
couple of comments in it! 


It sets up a sprite regardless of position in the frame buffer too. 
ie Sprite doesn't need to be on a TP edge. (Can't cross TPs though) 


You could do some of the testing a bit quicker though. 
ScoTT 


void InitSprite(GsSPRITE* spritePtr, unsigned long int spriteAddress, int 
xPosition, int yPosition) 

{ 

RECT rect; 

GsIMAGE timData; 


// Get info at spriteAddress and put into timData 
GsGetTimInfo ( (unsigned long*) (spriteAddress+4), &timData); 


// Load sprite into frame buffer 
rect.x = timData.px; 
rect.y = timData.py; 
rect.w = timData.pw; 
rect .h timData.ph; 
LoadImage (&rect, timData.pixel); 


// Assign values to the sprite handler 


spritePtr->attribute = (unsigned long int) (timData.pmode ՀՀ 24); // Set sprite 
to correct display mode 

spritePtr->attribute &= 0x03000000; // Set all other attribute bits to 
Zero 


/* Set the width according to the colour mode */ 
/* And load CLUT if neccessary < 

if (spritePtr->attribute & 0x01000000) 

{ 
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spritePtr->w = 


(timData.pw * 2); 


// 8-bit clut 


// Load sprites CLUT into frame buffer 


rect.x = timData. 
rect.y = timData. 
rect.w = timData. 
rect.h = timData. 
LoadImage (&rect, 


spritePtr-—>cx 


Cx; 
Cy; 
Cw; 
ch; 
timData.clut 


timData.cx; 


spritePtr->cy = timData.cy; 


spritePtr->tpage = 


/ 256))): 


spritePtr->u 
spritePtr->v = 


} 


else 


GetTPage (1 


(timData.px % 
timData.py 5 2 


); 


if (spritePtr->attribute & 0x02000000) 


{ 


spritePtr->w = 


spritePtr->tpage = 


/ 256))); 


spritePtr->u 
spritePtr->v = 
} 
else 


{ 


spritePtr->w = 


(timData.pw) ; 


GetTPage (2 


timData.px 


% 6 
timData.py % 2 


(timData.pw * 


// Load sprites CLUT into frame buffer 


rect.x = timData.cx; 
rect.y = timData.cy; 
rect.w = timData.cw; 


rect.h = timData. 
LoadImage (&rect, 


spritePtr->cx 
spritePtr->cy 


spritePtr-—>tpa 
/ 256))); 


spritePtr->u 
spritePtr->v = 


} 


spritePtr->h = 

spritePtr->mx = 
spritePtr->my = 
spritePtr->x 
spritePtr->y 


spritePtr->r = 
spritePtr->g = 
spritePtr->b = 
spritePtr-—>scal 
spritePtr->scal 
spritePtr-—>rota 


DrawSync (0); 


}/* InitSprite * 


Rikki Prince wro 


passing as few 
are passed: TI 


V V V V 


ch; 
timData.clut 


= timData.cx; 
= timData.cy; 


ge = GetTPage (0 


(timData.px % 
timData.py % 2 


(timData.ph); 
spritePtr->w/2 
spritePtr->h/2 

xPosition; 
yPosition; 


128; 
128; 
128; 
ex = 
ey = 
te 


ONE; 
ONE; 
0; 


/ 


te: 


M address, 
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, O, (64 * (timData.px / 64)), (256 * (timData.py 
64) * 2; 

56; 

// 15-bit direct 

, O, (64 * (timData.px / 64)), (256 * (timData.py 
4; 

56; 

4); // 4-bit clut 

); 

, 0, (64 * (timData.px / 64)), (256 * (timData.py 
64) * 4; 


56; 


Ա 


r 


I'm currently trying to write a function which will 
as possible parameters i.e. 
pointer to sprite etc. 
cannot currently get to work is getting the function to work out within 


set up a sprite, just Dby 


only the absolutely needed ones 
However, 


one thing that I 
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itself whether the TIM is 4bit CLUT, 8bit CLUT or otherwise. From the look 
of the GsIMAGE structure in the library reference manual, I should be able 
to read the pmode member and work out whether it is 4bit, 8 bit or 
otherwise. However, when I put this in a switch statement, it doesn't work. 
I've also tried it in an if/else if/else setup, and it still doesn't work. 
I've just realised I should have put this earlier in the message, but the 
problem I'm having is (constructing sentences and messages!!! lol) trying to 
set the width of the sprite in the GsSPRITE structure, as when the TIM is 
4bit, you need to *4, and when it's 8bit you need to *2 (something I picked 
up from the Ira Rainey tutorial). As this is going to be a function I'll 
need to use for different TIMs, and therefore not specific, I need it to 
work out for itself whether the TIM is 4/8/16 bit etc. I've got it partly 
working, by putting in if((tim.pmode>>3)&0x01) sprite->w=tim.pw*2; the 
'if' part of which I took from the texture load in Peter Passmore's 3d 
tutorial, but I believe (well, guess) this bit manipulation tests whether 
it's one of 8 or 4 bit, not either individually, which is what I want! 


Basically in conclusion, I need some help on how I can test to see if the 
sprite is 4bit/8bit/otherwise, so I can set the width accordingly, something 
which seems not to work normally, and only with bits shifts and clever 
tricky stuff which the 286 in me 'ead don't seem to be able to cope with. 


Thanks in advance to anyone who can decipher what I've said in the preceding 
message, and decides to help this poor little beginner :-) 


Rikki 
PS here's my switch statement which doesn't work, if anyone is interested. 


switch (tim.pmode) 
{ 
case 0 :sprite->w=tim.pw*4; /* If sprite is 4 bit, make width 4 times 
bigger */ 
break; 
case 1 :sprite->w=tim.pw*2; /* If sprite is 8 bit, make width 2 times 
bigger */ 
break; 
default :sprite->w=tim.pw*2; /* Else set it to width got from tim info */ 
break; 


} 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 12889 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000905 


——MESSAGE FILE 12890 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000906 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 

Date: Sun, 28 Feb 1999 03:26:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7bad0tS9po28@chuka.playstation.co.uk> 

References: <7ba63iS9po27@chuka.playstation.co.uk> <36D8A084.2A4495C4@escotia.freese 
rve.co.uk> 

NNTP-Posting-Host: th-en135-039.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks for the help ScoTT, not only have you helped me with this, but you've 
given me some idea of how to set bits in variables (I woz a bit ‘iffy' on 
this before!). 

Also, I've modified my code slightly, and got this: 

if ( (tim. pmode<<24) & (0<<24)) sprite->w=tim.pw*4; /* If 4bit */ 

else if ((tim.pmode<<24) | (1ՀՀ24)) sprite->w=tim.pw*2; /* If 8bit */ 

else sprite->w=tim.pw; /* If other */ 

Does this look alright for what I'm trying to do? 


Thanks 
Rikki 
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-—-MESSAGE FILE 12890 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000906 


—-MESSAGE FILE 12891 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000907 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 

Date: Sun, 28 Feb 1999 03:45:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7bae5q$9po29@chuka.playstation.co.uk> 

References: <7ba63iS9po27@chuka.playstation.co.uk> <36D8A084.2A4495C4@escotia.freese 
rve.co.uk> <7bad0tS9po28@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en135-039.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sorry, do accept my apology for nor looking properly at your code. When I 
did, I realised how I could make it all work: 
if ((tim.pmode<<24)& 0x01000000) sprite->w=tim.pw*2; /* If 8bit */ 
else if ((tim.pmode<<24)& 0x02000000) sprite->w=tim.pw; /* If 15 direct*/ 
else sprite->w=tim.pw*4; /* If 4bit */ 
Know my function works perfectly, except in 4 and 8 bit mode, one of the 
colours is wrong, but I believe this to be because it is an uncommon colour, 
so not generated in the CLUT. Is this at all correct!?!?! 


Thanks again for all you help 
Rikki 


—-MESSAGE FILE 12891 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000907 


—--MESSAGE FILE 12892 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000908 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Setting Multiple Bits in GsSPRITE 

Date: Sun, 28 Feb 1999 10:41:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7bb6h9S9po30@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en138-193.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:908 scee.yaroze.be 
ginners:730 


To set the Semi-transparency rate in a GSSPRITE structure, can I use 


attribute |= (3<<28); to set 1.0xBack+0.25xForward, and therefore 
attribute |= (2<<28); for 1.0xBack-1.0xForward? 

Or do I have to use 

attribute |= (1<<28); 

attribute |= (1<<29); for 1.0xBack+0.25xForward 

and 

attribute |= (1<<29); for 1.0xBack-1.0xForward? 


Thanks in advance to anyone who can help 
Rikki 


—-MESSAGE FILE 12892 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000908 


—-MESSAGE FILE 12893 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000909 
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Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: pmode in GsIMAGE 

Date: Sun, 28 Feb 1999 14:26:01 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <7bbjm6Sabn3@chuka.playstation.co.uk> 
References: <7ba63iS$9po27@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-53.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Rikki, 
Try this: 


switch (tim.pmode) 
{ 

case 0x08 :sprite->w=tim.pw*4; /* If sprite is 4 bit, make width 4 times 
bigger */ 

break; 

case 0x09 :sprite->w=tim.pw*2; /* If sprite is 8 bit, make width 2 times 
bigger */ 

break; 

default :sprite->w=tim.pw; /* Else set it to width got from tim info */ 

break; 


} 
That should work. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7ba63iS9po27@chuka.playstation.co.uk>... 

>I'm currently trying to write a function which will set up a sprite, just 
by 

>passing as few as possible parameters i.e. only the absolutely needed ones 
>are passed: TIM address, pointer to sprite etc. However, one thing that I 
>cannot currently get to work is getting the function to work out within 
>itself whether the TIM is 4bit CLUT, 8bit CLUT or otherwise. From the look 
>of the GsIMAGE structure in the library reference manual, I should be able 
>to read the pmode member and work out whether it is 4bit, 8 bit or 
>otherwise. However, when I put this in a switch statement, it doesn't work. 
>I've also tried it in an if/else if/else setup, and it still doesn't work. 
>I've just realised I should have put this earlier in the message, but the 
>problem I'm having is (constructing sentences and messages!! lol) trying to 
>set the width of the sprite in the GsSPRITE structure, as when the TIM is 
>4bit, you need to *4, and when it's 8bit you need to *2 (something I picked 
>up from the Ira Rainey tutorial). ճտ this is going to be a function I'll 
>need to use for different TIMs, and therefore not specific, I need it to 
>work out for itself whether the TIM is 4/8/16 bit etc. I've got it partly 
>working, by putting in if((tim.pmode>>3) &0x01) sprite->w=tim.pw*2; the 
>'if' part of which I took from the texture load in Peter Passmore's 3d 
>tutorial, but I believe (well, guess) this bit manipulation tests whether 
>it's one of 8 or 4 bit, not either individually, which is what I want! 

> 
>Basically in conclusion, I need some help on how I can test to see if the 
>sprite is 4bit/8bit/otherwise, so I can set the width accordingly, 
something 

>which seems not to work normally, and only with bits shifts and clever 
>tricky stuff which the 286 in me 'ead don't seem to be able to cope with. 
> 

>Thanks in advance to anyone who can decipher what I've said in the 
preceding 

>message, and decides to help this poor little beginner :-) 

> 

>Rikki 

> 

> 

>PS here's my switch statement which doesn't work, if anyone is interested. 
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> 

>switch (tim.pmode) 

> { 

> case 0 :sprite->w=tim.pw*4; /* If sprite is 4 bit, make width 4 times 
>bigger */ 

> break; 

> case 1 :sprite->w=tim.pw*2; /* If sprite is 8 bit, make width 2 times 
>bigger */ 

> break; 

> default :sprite->w=tim.pw*2; /* Else set it to width got from tim info */ 
> break; 

> ) 

> 

> 


—-MESSAGE FILE 12893 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000909 


——MESSAGE FILE 12894 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000910 

Path: chuka.playstation.co.uk!news 

From: ScoTT Campbell <escotia@escotia.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 
Date: Sun, 28 Feb 1999 16:39:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <36D97159.7F98D111@escotia.freeserve.co.uk> 

References: <7ba63iS$9po27@chuka.playstation.co.uk> <36D8A084.2A4495C4@escotia.freese 
rve.co.uk> <7bad0tS9po28@chuka.playstation.co.uk> <7bae5q$9po29@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: modem-18.archer.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


Yeah, sounds like an art problem. You'd probably be best converting your artwork 
to a palletised mode in an art package, getting the pallete you want and then 
converting it to a TIM. 


ScoTT 
Rikki Prince wrote: 
Know my function works perfectly, except in 4 and 8 bit mode, one of the 


colours is wrong, but I believe this to be because it is an uncommon colour, 
so not generated in the CLUT. Is this at all correct!?!?! 


V V V V 


—-MESSAGE FILE 12894 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000910 


——MESSAGE FILE 12895 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000911 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PSX Controller image 

Date: 28 Feb 1999 18:45:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <0lbe634a$86dfdba0$0a3ddec2@sonia> 
References: <36D79827.A62F3595@archer.free-online.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Funny you should ask - I've just finished creating a 3d model of my NY 
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grabbing the textures with a digital camera I'm just about to start on the 
controllers myself. Give me the following details and I'll take a picture 
of one for you! 


1. Do you want light grey dual-shock - or black original. (sorry I haven't 
got a light grey digital one). 

2. What size do you want the image. 

3. What Format (JPG, DIG, BMP). 


- Miles 


Christopher Lightfoot <archer@archer.free-online.co.uk> wrote in article 
<36D79827 .A62F3595@archer.free-online.co.uk>... 

> Is there anyone that has a photographic image of a PlayStation Pad's 
front (not with lines all over it) i have been looking for one for ages 
and i still can'y find one. 


If you do know where one is or have one your self please send it to me 
at archer@archer.free-online.co.uk 


V V V V V V 


8600 


--MESSAGE FILE 12895 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000911 


——MESSAGE FILE 12896 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000912 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics,scee.yaroze.beginners 
Subject: Re: Setting Multiple Bits in GsSPRITE 

Date: Sun, 28 Feb 1999 19:56:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7bc7e3Sabn5@chuka.playstation.co.uk> 
References: <7bb6h9$9po30@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr00-56.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:912 scee.yaroze.be 


ginners:731 


Rikki Prince wrote in message <7bb6h9S9po30@chuka.playstation.co.uk>... 
>To set the Semi-transparency rate in a GsSPRITE structure, can I use 
>attribute |= (3<<28); to set 1.0xBack+0.25xForward, and therefore 
>attribute |= (2<<28); for 1.0xBack-1.0xForward? 


Yep, that's fine. 
>Or do I have to use 


>attribute |= (1<<28); 
>attribute (1<<29); for 1.0xBack+0.25xForward 


I'd avoid doing it in multiple statements. If you do need to set multiple 
bits, it would be neater to compund the statements like: 


attribute |=(1<<28) | (1<<29); 


as you can be sure that the compiler will evaluate the complete expression 
at compile time. Personally, I'd do it like: 


attribute |= 0x50000000; 


but then I love hex. At the end of the day, it doesn't matter much. Use 
whichever way makes most sense to you - at the end of the day it will 
compile into similar code, if not idenical. 


>and 

>attribute |= (1<<29); for 1.0xBack-1.0xForward? 
> 

>Thanks in advance to anyone who can help 

>Rikki 
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> 
> 


Herbs 


—-MESSAGE FILE 12896 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000912 


——MESSAGE FILE 12897 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000913 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 

Date: Sat, 6 Mar 1999 00:28:42 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7bpst3$12g1@chuka.playstation.co.uk> 

References: <7ba63iS$9po27@chuka.playstation.co.uk> <7bbjm6Sabn3@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: th-en136-203.pool.dircon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad wrote in message <7bbjm6Sabn3@chuka.playstation.co.uk>... 


>Hi Rikki, 

> 

>Try this: 

> 

>switch (tim.pmode) 

>{ 

> case 0x08 :sprite->w=tim.pw*4; /* If sprite is 4 bit, make width 4 
times 

>bigger */ 

> break; 

> case 0x09 :sprite->w=tim.pw*2; /* If sprite is 8 bit, make width 2 
times 

>bigger */ 

> break; 

> default :sprite->w=tim.pw; /* Else set it to width got from tim info */ 
> break; 

>} 

> 

>That should work. 

> 

>Rad. 


>rad@cyberdude.com 
>http://www.netyaroze-europe.com/~radpsx 
> 


Thanks Rad! 

Just out of interest, to maybe help boost my minimal intellect (big word 
that!), could you explain why the cases are 0x08 and 0x09, or should I just 
take it as a fact that it works, and that it would probably cause my puny 
brain to implode severely? 


Thanks again 
Rikki 


—-MESSAGE FILE 12897 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000913 


——MESSAGE FILE 12898 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000914 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: pmode in GsIMAGE 
Date: Sat, 6 Mar 1999 13:01:31 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7br8vg$12g2@chuka.playstation.co.uk> 

References: <7ba63iS$9po27@chuka.playstation.co.uk> <7bbjm6Sabn3@chuka.playstation.co 
-uk> <7bpst3$12gl1l@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-30.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Actually that's a good question - why are the cases 0x08 and 0x09? 
I figured it had something to do with pmode being a signed short and the 
playstation's byte ordering being different. 


The only explanation I could come up with is that: 

hex bin dec 

0x08 = 1000 = 0 

0x09 = 1001 = 1 

and that the playstation interprets the most significant bit as a positive 
number. 


Anyone care to explain/correct? 


Thanks, 

Rad. 

rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7bpst3$12gl@chuka.playstation.co.uk>... 

> 

>Thanks Rad! 

>Just out of interest, to maybe help boost my minimal intellect (big word 
>that!), could you explain why the cases are 0x08 and 0x09, or should I just 
>take it as a fact that it works, and that it would probably cause my puny 
>brain to implode severely? 

> 

>Thanks again 

>Rikki 

> 


—-MESSAGE FILE 12898 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000914 


——MESSAGE FILE 12899 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000915 

Path: chuka.playstation.co.uk!news 

From: "Andrault" <andrault@evc.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: GsGetTimInfo PB 

Date: Tue, 9 Mar 1999 15:54:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 356 

Message-ID: <7c3cg1$12g16@chuka.playstation.co.uk> 
NNTP-Posting-Host: ipdyna2043.evc.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello, 


I am a new member and I have just started to try to load a 
backgroundimage with LoadImage. In order not to make so much mistakes I have 
read and learn the sony tutors on scee site. When I use tutor6 of chapter 2 
it works very well. But in my own code it didn't work, even if I copy/past 
many parts of the tutor??? 

The error occur when the program trie to read the TimInfo, these is the 
error message:The PlayStation has generated a Bus Error on Data Load 
exception at instruction address 0x800229e8. 
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And these is the line: 
void ReadTIM( u_long *addr ) 


// skip id and initialize image structure 
addr ++; 

printf ("getinfo Nn"); 

GsGetTimInfo(addr, &tim); 


I have attached my code, so If you can help me!!!! 


I now it must be a pb with C pointer and so on but as I do the same as 
in the tutor I really didn't know what??? 


Thanks to all who can help! 
Laurent 


-—-MESSAGE FILE 12899 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000915 


--MESSAGE FILE 12900 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000916 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsGetTimInfo PB 

Date: Tue, 9 Mar 1999 16:58:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 179 

Message-ID: <7c3k3r$12g17@chuka.playstation.co.uk> 
References: <7c3cg1$12g16@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-111.sustiva.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


I changed a few things and it'll display a 16bit tim as far as i know you 
cant use loadimage to display 4/8 bit tims. 

The bus error could be because of the massive packet area you have assigned 
(10000224) which might mean your over running the end of main ram with your 
program .. generate a mapfile and check, at any rate reduce this to 1000 *24 
or something. Actually on re-reading your post with the program running to 
start with it isnt going over the end of memory so - donno :) 


Pete. 


Andrault wrote in message <7c3cg1$12g16@chuka.playstation.co.uk>... 


>Hello, 
> 
> I am a new member and I have just started to try to load a 


>backgroundimage with LoadImage. In order not to make so much mistakes I 
have 

>read and learn the sony tutors on scee site. When I use tutor6 of chapter 2 
>it works very well. But in my own code it didn't work, even if I copy/past 
>many parts of the tutor??? 

> The error occur when the program trie to read the TimInfo, these is the 
>error message:The PlayStation has generated a Bus Error on Data Load 
>exception at instruction address 0x800229e8. 

> And these is the line: 

>void ReadTIM( u_long *addr ) 


// skip id and initialize image structure 
addr ++; 

printf ("getinfo Nn"); 

GsGetTimInfo(addr, &tim); 


VV V NV VV VV V 
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> I have attached my code, so If you can help me!!!! 
> 

> I now it must be a pb with C pointer and so on but as I do the same as 
>in the tutor I really didn't know what??? 

> 

>Thanks to all who can help! 

>Laurent 

> 

> 

> 

> 


—-MESSAGE FILE 12900 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000916 


—-MESSAGE FILE 12901 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000917 

Path: chuka.playstation.co.uk!news 

From: "Andrault" <andrault@evc.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsGetTimInfo PB 

Date: Tue, 9 Mar 1999 19:57:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7c3qng$cijl@chuka.playstation.co.uk> 

References: <7c3cg1$12g16@chuka.playstation.co.uk> <7c3k3r$12g17@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: ipdyna2243.evc.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks for your so quick help peter, 


As I have said in my message, I have used the tutor from sony for CW, 
that's why there was a duble buffer in the same aray of the memory. And as 
it wasn't work I haven't try at this time to have a real double buffer wile 
having the image displayed. 

Thanks for your help (and the code added), And I hope I will find why It 
always crash... 


Laurent 


Peter Dollochan a écrit dans le message 
<7c3k3r$12g17@chuka.playstation.co.uk>... 

>Hi 

> 

>I changed a few things and it'll display a 16bit tim as far as i know you 
>cant use loadimage to display 4/8 bit tims. 

>The bus error could be because of the massive packet area you have assigned 
>(10000*24) which might mean your over running the end of main ram with your 
>program .. generate a mapfile and check, at any rate reduce this to 1000 
*24 

>or something. Actually on re-reading your post with the program running to 
>start with it isnt going over the end of memory so - donno :) 

> 

>Pete. 

> 

>Andrault wrote in message <7c3cg1$12g16@chuka.playstation.co.uk>... 


-—-MESSAGE FILE 12901 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000917 


--MESSAGE FILE 12902 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000918 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 

Date: Wed, 10 Mar 1999 21:34:57 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 51 

Message-ID: <7c6ovr$cijl0@chuka.playstation.co.uk> 

References: <7ba63iS$9po27@chuka.playstation.co.uk> <7bbjm6Sabn3@chuka.playstation.co 
-uk> <7bpst3$12gl1l@chuka.playstation.co.uk> <7br8vg$l12g2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr02-55.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad wrote in message <7br8vg$12g2@chuka.playstation.co.uk>... 

>Actually that's a good question - why are the cases 0x08 and 0x09? 

>I figured it had something to do with pmode being a signed short and the 
>playstation's byte ordering being different. 


> 

>The only explanation I could come up with is that: 
>hex bin dec 

>0x08 = 1000 = 0 


>0x09 = 1001 = 1 

>and that the playstation interprets the most significant bit as a positive 
>number. 

> 

>Anyone care to explain/correct? 

> 

>Thanks, 

>Rad. 

>rad@cyberdude.com 
>http://www.netyaroze-europe.com/~radpsx 
> 


Hmm, that doesn't sound right to me. That's not how the sign bit works. 
Negative numbers have the sign bit set. 


hex bin dec 
0x0 = 0000 = 0 
0x0 = 0001 = 1 
0x8 = 1000 = -8 
0x9 = 1001 = -7 


This assumes that this is 4-bit signed, which is a bit odd in itself - the 
sign is bit 7 of a byte (char), and bit 15 of a short. 


Anyhow, this toubled me when I first started with the Yaroze. I thought 
that bit 3 indicated a mixed mode TIM, but I've just looked at the File 
Formats PDF and that says that it's bit 4. So, I don't know the answer. My 
solution was: 


tim.pmode &= 0x0007; 


just after the call to GsGetTimInfo(). This just masks off all the unwanted 
bits. 


Herbs 


—-MESSAGE FILE 12902 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000918 


—-MESSAGE FILE 12903 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000919 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: pmode in GsIMAGE 
Date: Thu, 11 Mar 1999 14:13:13 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 
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Message-ID: <36E7CF79.45D5F535@ndirect.co.uk> 

References: <7ba63iS$9po27@chuka.playstation.co.uk> <7bbjm6Sabn3@chuka.playstation.co 
-uk> <7bpst3$12gl1l@chuka.playstation.co.uk> <7br8vg$l12g2@chuka.playstation.co.uk> <7c 
60vr$cijl0@chuka.playstation.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: th-usr02-14.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Alex Herbert wrote: 


I thought 
that bit 3 indicated a mixed mode TIM, but I've just looked at the File 
Formats PDF and that says that it's bit 4. 


VVVYV 


Oops! That's not right - it's bit 2 that indicates a mixed mode TIM. 


Herbs 


-—-MESSAGE FILE 12903 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000919 


—-MESSAGE FILE 12904 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000920 

Path: chuka.playstation.co.uk!news 

From: "Kezza <swiseltd@" <"remove no spam>aol.com"> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Trying to display a sprite 

Date: Sat, 27 Mar 1999 01:06:14 +0000 

Organization: StreetWise Consulting Limited. 

Lines: 73 

Message-ID: <7dhavbSlmc8@chuka.playstation.co.uk> 

References: <7avSsm$9pol@chuka.playstation.co.uk> <7av7s5S$8jb8@scea> <7avh7sS$9po2@ch 
uka.playstation.co.uk> <7avte3$8 jb9@scea> 

Reply-To: "swiseltd@ aol.com" <"remove no spam"> 

NNTP-Posting-Host: 98CC2486.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:920 scee.yaroze.be 
ginners:756 


Hmmm, 

Just a guess from a total novice, but maybe +1 and +4 are worked out by the 
compiler to fit into the same 4-byte boundary, and therefor the same physical 
memory address? 


—-Kezza 
http://www.netyaroze-europe.com/~kmillar 


Charles Nicholson wrote: 


heh... funny. I've been looking through all my code (just to double check 
at the chance of sounding like a fool), and it all has the sprite address + 
1 inside the cast. Go figure- seems to work fine for me... :) 

ah well. 

-charles 


Peter Dollochan wrote in message <7avh7s$9po2@chuka.playstation.co.uk>... 
>Hi all 

> 

>I think the addition is carried out before the cast so keep the +4 or it'll 


VVVVVVVVV VV 
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>break :) apart from that Scott is right after the first draw your blank out 
>the sprite and clut.. 

> 

> 

>Pete. 

> 

> 

>Charles Nicholson wrote in message <7av7s5S$8 jb8@scea>... 

>>Umm... most of it looks pretty good- You might want to change the line in 
>>InitSprite() that calls GsGetTimInfo though... 

>> 

>>Your first parameter, "(u_long *) (spriteAdd + 4)" should probably be 
>changed 

>>to 

>>"(u_long *) (spriteAdd + 1)". 

>> 

>>The information that GetTimInfo needs is actually 4 bytes in from the 
>>header. Since you're casting spriteAdd to a u_long, it will multiply any 
>>addition you do (in this case +4) by the size of a u_long. The final 
>offset 

>>calculated (in bytes, not dwords) by "(u_long *) (spriteAdd + 4)" is 16 
>bytes 


>>into spriteAdd. (u_long *) (spriteAdd + 1) will give you the proper 4 byte 
>>advancement. 

>> 

>>This was a real pain for me too... :) 

>> 


>>hope i helped. 

>>-charles 

>> 

>> 

>> 

>>>I've just typed out the code at the end of Ira Rainey's tutorial (typed, 
>>not 

>>>copied and pasted, to try and gain some experience, and extra knowledge 
>>from 

>>>doing so. However, I've compiled, and attempted to run, it flashes 
>>something 

>>>very quickly on the screen, and then the screen goes blank, with the 
thick 

>>>black strips at the top and bottom. Anyway, I've attached the code, so if 
>>>anyone has the chance to look at it, and tell me what's been copied 
>>>incorrectly, or what's in the wrong order, etc. I would be very thankful. 
>>> 

>>>Rikki 

>> 

>> 

>> 

> 

> 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 12904 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000920 


——MESSAGE FILE 12905 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000921 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Backgrounds 

Date: Mon, 29 Mar 1999 20:06:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7doj3sSmtgl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en133-061.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Does anyone know of any tutorials written based on using the Background 
functions? 
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Rikki 


—-MESSAGE FILE 12905 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000921 


—--MESSAGE FILE 12906 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000922 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: More Backgrounds 

Date: Tue, 30 Mar 1999 00:55:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7dp40vSmtg2@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en135-048.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I've read one tutorial on Backgrounds, and look at some source code, and 

basically know how to do it. However, I need to know a couple of things: 

1) How do you do collision detection with the background? 

2) For an overhead game should I use the BG functions to build the level? 


Thanks again 
Rikki 


—-MESSAGE FILE 12906 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000922 


——MESSAGE FILE 12907 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000923 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 01:40:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 245 

Message-ID: <7dufd6S5qu4@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en137-120.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:762 scee.yaroze.programming.2d_g 
raphics: 923 


The sprite viewer I am attempting to write, is written in a style, which 
will allow me to reuse the functions for other games for all sprites. 
However, at the moment, all that is displayed is a large green block in the 
sprites place, but bigger than the sprite. All my functions are based on 
those in Ira Rainey's tutorial (though not copied and pasted). I've made as 
many functions as possible, to reduce the amount of code in the main file, 
so anything that is repeated, or doesn't change, is stored in a function. 
For example, the basic code in the game loop (the ordering table set up, 
buffer changing etc) is split into two functions, one for code after the 
GsSortFastSprite, and one for after. 


I haven't got a clue what is going wrong, and I have attached all my code, 
and makefile, auto etc in case anyone can look at it and see if they can 
find what is wrong. 

I would be extremely grateful if someone could find the problem, and tell me 
the reason that it is wrong. 


Thanks 
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Rikki 


—-MESSAGE FILE 12907 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000923 


—-MESSAGE FILE 12908 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000924 

Path: chuka.playstation.co.uk!news 

From: "Derek da Silva" <dasi@eidosnet.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 10:51:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7dvfivS5qu5@chuka.playstation.co.uk> 

References: <7dufd6$5qu4@chuka.playstation.co.uk> 

NNTP-Posting-Host: pA9s04a03.client.global.net.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:763 scee.yaroze.programming.2d_g 
raphics:924 


It looks like you're trying to load your sprite and your program to the same 
place in memory. Try changing the address of your sprite; something like 
0x80090000 should work. 


Derek 


Rikki Prince wrote in message <7dufd6S5qu4@chuka.playstation.co.uk>... 

>I haven't got a clue what is going wrong, and I have attached all my code, 
>and makefile, auto etc in case anyone can look at it and see if they can 
>find what is wrong. 


—-MESSAGE FILE 12908 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000924 


—-MESSAGE FILE 12909 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000925 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 18:11:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7e09fbS5qué@chuka.playstation.co.uk> 

References: <7dufd6S$5qu4@chuka.playstation.co.uk> <7dvfiv$5qu5@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: th-gt145-002.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:764 scee.yaroze.programming.2d_g 
raphics:925 


Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

news: 7dvfiv$5qu5@chuka.playstation.co.uk... 

> It looks like you're trying to load your sprite and your program to the 
same 

place in memory. Try changing the address of your sprite; something like 
0x80090000 should work. 


v 


> 
> 
> Derek 
> 
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> 
Just tried that Derek, but it didn't do the job. Any other ideas anybody? 


Thanks 
Rikki 


—-MESSAGE FILE 12909 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000925 


—--MESSAGE FILE 12910 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000926 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 18:41:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7e0b8h$5qu7@chuka.playstation.co.uk> 

References: <7dufd6$5qu4@chuka.playstation.co.uk> <7dvfiv$5qu5@chuka.playstation.co. 
uk> <7e09fbS5qué@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem—-56.amoxicillin.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:765 scee.yaroze.programming.2d_g 
raphics: 926 


Hi, 

Yes it does work but you have to remember to update your main.c file as well 
the part where you call GraphicsInitSprite(0x80100000,...... haven't 

tried it with anything other than your tim file though :) 


Pete. 


Rikki Prince wrote in message <7e09fbS5qué@chuka.playstation.co.uk>... 

> 

>Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

>news: 7dvfivS5qu5@chuka.playstation.co.uk... 

>> It looks like you're trying to load your sprite and your program to the 
>same 

>> place in memory. Try changing the address of your sprite; something like 
>> 0x80090000 should work. 

>> 

>> Derek 

>> 

>> 

> 

>Just tried that Derek, but it didn't do the job. Any other ideas anybody? 
> 

>Thanks 

>Rikki 

> 

> 


—-MESSAGE FILE 12910 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000926 


——MESSAGE FILE 12911 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000927 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.beginners, scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite Viewer Faulty 

Date: Thu, 1 Apr 1999 18:59:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7e0c98S5qu8@chuka.playstation.co.uk> 

References: <7dufd6$5qu4@chuka.playstation.co.uk> <7dvfiv$5qu5@chuka.playstation.co. 
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uk> <7e09fbS5qué@chuka.playstation.co.uk> <7e0b8hS$5Squ7@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-002.pool.dircon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.beginners:766 scee.yaroze.programming.2d_g 
raphics:927 


yeah, yippee, it works, I'm so happy!!! Thanks. After Derek's suggestion, I 
tried it, but forgot to update the main file like you just said, then I 
tried loadsa other stuff to get it working, but I've just gone back and 
changed it all back like you said, and it works!! Now I can do something 
proper with my programming!!! Yea!! 


Thanks Peter 


Rikki (not at all happy to sarcastically say the least!!) 


Peter Dollochan <Peter.Dollochan@btinternet.com> wrote in message 
news: 7e0b8h$5qu7@chuka.playstation.co.uk... 
> Hi, 
> Yes it does work but you have to remember to update your main.c file as 
well 

the part where you call GraphicsInitSprite(0x80100000,...... haven't 
tried it with anything other than your tim file though :) 


Pete. 


Rikki Prince wrote in message <7e09fbS5qué@chuka.playstation.co.uk>... 

> 

>Derek da Silva <dasi@eidosnet.co.uk> wrote in message 

>news: 7dvfivS5qu5@chuka.playstation.co.uk... 

>> It looks like you're trying to load your sprite and your program to the 
>same 

>> place in memory. Try changing the address of your sprite; something 
ike 

>> 0x80090000 should work. 

>> 

>> Derek 

>> 

>> 

> 

>Just tried that Derek, but it didn't do the job. Any other ideas anybody? 
> 

>Thanks 

>Rikki 

> 

> 


VVVVVVVVVVVVV VV EVV VV VV VV VV VV 


—-MESSAGE FILE 12911 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000927 


—--MESSAGE FILE 12912 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000928 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 
Subject: Collision Detection with the Background 

Date: Fri, 2 Apr 1999 00:17:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7e0ut2$5qul2@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-en137-103.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 


Net Yaroze 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:928 scee.yaroze.be 


ginners:767 


Can anyone tell me how to do collision detection between the player's 
sprite, and a background made with the BG functions? I'm not too bothered 


about getti 


ոց any actual code, I just need the theory behind doing this. All 


I can think of is to check whenever the player moves through 16 pixels, then 
say that the player has moved into a new cell, then check whether the cell 
is filled with a block which would stop the player, then move the player 
back to the nearest place where they are not in the cell. However, I don't 
know how efficient this would be. Anyone got any other ideas? 


Thanks 


Rikki 


—-MESSAGE FILE 12912 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics 


/00000928 


—-MESSAGE FILE 12913 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphi 


cs/00000929 


Path: chuka.playstation.co.uk!news 


From: "Rad" 
Newsgroups: 


<rad@cyberdude.com> 
scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 


Subject: Re: Collision Detection with the Background 


Date: Fri, 


2 Apr 1999 02:32:22 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 35 
Message-ID: 
References: 


<7el6nc$5qul5@chuka.playstation.co.uk> 
<7eOut2$5qul2@chuka.playstation.co.uk> 


NNTP-Posting-Host: vil-12.village.gre.ac.uk 


X-Newsreade 


r: Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Xref: chuka 
ginners:768 


-playstation.co.uk scee.yaroze.programming.2d_graphics:929 scee.yaroze.be 


Yep thats one way to do it and it's probably the most effiecent way. 
Another way is to test the player's sprite against the cell at the pixel 
level but this is obviously slower and introduces other problems but it all 
depends on the type of game and the type of cells you are using. 


p.s. I'm su 


re most people check all the newsgroups so there really is no 


need to post the same messages in multiple groups it just causes duplicate 


messages al 
Cheers, 


Rad. 


1 over the place. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7e0ut2S5qul2@chuka.playstation.co.uk>... 


>Can anyone 


tell me how to do collision detection between the player's 


>sprite, and a background made with the BG functions? I'm not too bothered 


>about gett 
All 


ing any actual code, I just need the theory behind doing this. 


>I can think of is to check whenever the player moves through 16 pixels, 


then 


>say that the player has moved into a new cell, then check whether the cell 
>is filled with a block which would stop the player, then move the player 
>back to the nearest place where they are not in the cell. However, I don't 


>know how e 
> 

>Thanks 

> 

>Rikki 

> 

> 


fficient this would be. Anyone got any other ideas? 
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-—-MESSAGE FILE 12913 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000929 


——MESSAGE FILE 12914 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000930 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Collision Detection with the Background 

Date: Fri, 2 Apr 1999 13:28:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 
Message-ID: <7e2d80S$5qul18@chuka.playstation.co.uk> 

References: <7eQOut2$5qul2@chuka.playstation.co.uk> <7el6nc$5qul5@chuka.playstation.c 
o.uk> 

NNTP-Posting-Host: th-en137-107.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:930 scee.yaroze.be 
ginners:769 


Rad <rad@cyberdude.com> wrote in message 

news: 7el6nc$5quli5@chuka.playstation.co.uk... 

> Yep thats one way to do it and it's probably the most effiecent way. 

> Another way is to test the player's sprite against the cell at the pixel 
> level but this is obviously slower and introduces other problems but it 
all 
> depends on the type of game and the type of cells you are using. 
> 

Cheers, I'll get going on writing the code then. 


> p.s. I'm sure most people check all the newsgroups so there really is no 
> need to post the same messages in multiple groups it just causes duplicate 
> messages all over the place. 
> 
Sorry about that, I'll refrain from multiple posting in the future 
Cheers, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7eOut2S5qul2@chuka.playstation.co.uk>... 
>Can anyone tell me how to do collision detection between the player's 
>sprite, and a background made with the BG functions? I'm not too bothered 
>about getting any actual code, I just need the theory behind doing this. 
ATI 

>I can think of is to check whenever the player moves through 16 pixels, 
then 

> >say that the player has moved into a new cell, then check whether the 
cell 

> >is filled with a block which would stop the player, then move the player 
> >back to the nearest place where they are not in the cell. However, I 
don't 

> >know how efficient this would be. Anyone got any other ideas? 

> 

>Thanks 

> 

>Rikki 

> 

> 


VVVVVVVVVVVV VV 


VVVVVVVV 
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—-MESSAGE FILE 12914 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000930 


——MESSAGE FILE 12915 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000931 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: multiple clut TIMs 

Date: Mon, 5 Apr 1999 23:32:29 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7eba5uSnij3@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-26.infonie.fr 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everyone ! 


Does anybody got a tool/method to create TIMs with multiple cluts ? 


Thanks ! 


-—-MESSAGE FILE 12915 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000931 


—-MESSAGE FILE 12916 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000932 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Using BG functions (Help with changing tile colours) 

Date: Wed, 7 Apr 1999 13:49:52 +0100 

Organization: I 

Lines: 25 

Message-ID: <VexbvFAwR1C3EwGK@trsoft.demon.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Hi there 

I'm using the example program 4 in chapter 7 of the tutorial as a basis 
for getting a tiled background going but I cant get the InitBG() 
function to give me a different coloured background. 


i.e. Changing the code.... 
bg_data.r = 0x80; 
bg_data.g = 0x80; 
bg_data.b = 0x80; 

in InitBG() to 
bg_data.r = 


bg_data. 
bg_data. 


oo 
վ 


Has no effect. 


Please help! 


Anthony Ross 
—-MESSAGE FILE 12916 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000932 


—--MESSAGE FILE 12917 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00000933 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Using BG functions (Help with changing tile colours) 
Date: Wed, 7 Apr 1999 15:14:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <7efp9cSamol@chuka.playstation.co.uk> 
References: <VexbvFAwR1C3EwGK@trsoft.demon.co.uk> 
NNTP-Posting-Host: vil-l.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Anthony, 


The RGB components of bg_data are brightness values not colour values. 
Therefore the colour is specified in the actual tile image. 

RGB of 0x80 will give you normal brightness, RGB of 0 will give you black 
and an RGB of 255 will give you white. 

I haven't used BG functions yet but I think this is correct. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Anthony Ross wrote in message 

>Hi there 

>I'm using the example program 4 in chapter 7 of the tutorial as a basis 
>for getting a tiled background going but I cant get the InitBG() 
>function to give me a different coloured background. 


> 

>i.e. Changing the code.... 
> 

> bg_data.r = 0x80; 
> bg_data.g = 0x80; 
> bg_data.b = 0x80; 
> 

>in InitBG() to 

> 

> bg_data.r = 0; 

> bg_data.g = 0; 

> bg_data.b = 0; 

> 

>Has no effect. 

> 

> 

>Please help! 

> 

> 

> 


>Anthony Ross 
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—-MESSAGE FILE 12917 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000933 


——MESSAGE FILE 12918 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000934 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Using BG functions (Help with changing tile colours) 

Date: Wed, 7 Apr 1999 18:32:18 +0100 

Organization: I 

Lines: 18 

Message-ID: <cylZkMAia5C3EwlC@trsoft.demon.co.uk> 

References: <VexbvFAwR1C3EwGK@trsoft.demon.co.uk> 
<7efp9cSamol@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 


Net Yaroze newsgroups message dump.txt 
X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <7efp9cSamol@chuka.playstation.co.uk>, Rad 
<rad@cyberdude.com> writes 

>Hi Anthony, 

> 

>The RGB components of bg_data are brightness values not colour values. 
>Therefore the colour is specified in the actual tile image. 

>RGB of 0x80 will give you normal brightness, RGB of 0 will give you black 
>and an RGB of 255 will give you white. 

>I haven't used BG functions yet but I think this is correct. 

Yes but if you increase the green you should get a greener image (it 
works fine with sprites but I can't get it to work with BG Map stuff) 


As I stated in my original post, altering RGB has no effect on the map 
colour or brightness. 


Thanks for the input anyway! 


Anthony Ross 
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-—-MESSAGE FILE 12918 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000934 


——MESSAGE FILE 12919 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000935 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Using BG functions (Help with changing tile colours) 
Date: Thu, 8 Apr 1999 13:29:56 +0100 

Organization: I 

Lines: 17 

Message-ID: <NfOFQUAEFKD3Ew8 j@trsoft.demon.co.uk> 

References: <VexbvFAwR1C3EwGK@trsoft.demon.co.uk> 
NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


Here's a reply I got in e-mail from George 
>Hi there, 
> 


>I'm afraid those options don't work. 1 suggest having different color textures 


>to choose from 
>for your cells. 
> 

>Regards, 

> 

> 

>George Bain 


So it's back to the (tile) drawing board! 


Anthony Ross 


—-MESSAGE FILE 12919 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000935 


——MESSAGE FILE 12920 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000936 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: multiple clut TIMs 

Date: Fri, 16 Apr 1999 21:11:43 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 
Message-ID: <3717997F.1499@bristol.ac.uk> 
References: <7eba5u$nij3@chuka.playstation.co.uk> 
NNTP-Posting-Host: p02-goose-gui.tch.virgin.net 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 
X-Mailer: Mozilla 2.02E-VNO006 (Win95; 1) 


Hi HPMAN ! 


No. However Asteroids (hey, it only cost me £10) uses a 16-bit TIM image that contai 
ns 

all the cluts for the game, you could try doing something like that. Sorry, on 
reflection I've probably not been of any help but what do you want multiple clut TIM 
s 

for anyway? 


Cheers, 


Tom 
--MESSAGE FILE 12920 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000936 


——MESSAGE FILE 12921 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000937 

Path: chuka.playstation.co.uk!news 

From: "Phil McCarthy" <ma5pwm@bath.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: multiple clut TIMs 

Date: 17 Apr 1999 02:56:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <0lbe887dSfefc7500S$c920268a@myfatarse.bath.ac.uk> 
References: <7eba5u$nij3@chuka.playstation.co.uk> 
NNTP-Posting-Host: obol.bath.ac.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


HPMAN <mwa.p@infonie.fr> wrote in article 
<7eba5u$nij3@chuka.playstation.co.uk>... 
> Hi everyone ! 

> 


Does anybody got a tool/method to create TIMs with multiple cluts ? 


Thanks ! 


ԺՊ ՊՊԿՊԿ 


I've been wondering about this lately. Լ have a sprite I want to use twice, 
but with a different palette in each case. At the moment I'm just using two 
separate TIMs to do the job, but obviously this is wasting frame-buffer 
space. 


I haven't tried this yet, but I think you could set up multiple TIMs with 
different CLUTs, then use Timtool to position the TIMs at the same 
coordinates in the frame buffer, but give all of the cluts different 
positions. Then when you use GsIMAGE, point to the same place for the pixel 
data each time, but cycle through the cluts. This is a pretty poor way to 
do it if you want lots of CLUTs for a big sprite, as it has to be loaded 
into main memory multiple times. Though I suppose you could make all of the 
TIMs 1*1 pixel, except for the last one to get transferred to VRAM. 
Hmmm... . 


Or I guess you could even paint lots of cluts onto the frame-buffer using 
clearimage. Kind of labour-intensive though, even in 4-bit. Or draw a 
picture of a set of cluts and load it up as a 16-bit tim. No, don't do 
that. 


If anyone knows a nice way to do this, I'd love to hear it too. 


Cheers, 
Phil McCarthy. 


—-MESSAGE FILE 12921 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000937 
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--MESSAGE FILE 12922 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000938 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: multiple clut TIMs 

Date: Sat, 17 Apr 1999 16:54:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <7fableSh412@chuka.playstation.co.uk> 

References: <7eba5u$nij3@chuka.playstation.co.uk> <Olbe887dS$fefc7500$c920268a@myfata 
rse.bath.ac.uk> 

NNTP-Posting-Host: modem—50.lutetium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 
I wasn't gonna reply to this until I actually found the file I was thinking 
of, but I cant so I thought I'd mention it and if anyone else comes across 


it they can post a link or whatever.. what am i talking about - a while back 
(month or two ?) I seen a guy saying he had written a prgram to add multiple 
cluts to a single tim file .. which is what i assume you guys are looking 


for, I think it was SCEA but hell it could be www.disney.com for all I know 
ye) 
f 


Pete. 


Phil McCarthy wrote in message 
<01be887d$fefc7500$c920268a@myfatarse.bath.ac.uk>... 

> 

> 

>HPMAN <mwa.p@infonie.fr> wrote in article 
><7eba5u$nij3@chuka.playstation.co.uk>... 

>> Hi everyone ! 

>> 

>> Does anybody got a tool/method to create TIMs with multiple cluts ? 
>> 

>> Thanks ! 

>> 

>> 

> 

>I've been wondering about this lately. I have a sprite I want to use twice, 
>but with a different palette in each case. At the moment I'm just using two 
>separate TIMs to do the job, but obviously this is wasting frame-buffer 
>space. 

> 

>I haven't tried this yet, but I think you could set up multiple TIMs with 
>different CLUTs, then use Timtool to position the TIMs at the same 
>coordinates in the frame buffer, but give all of the cluts different 
>positions. Then when you use GsSIMAGE, point to the same place for the pixel 
>data each time, but cycle through the cluts. This is a pretty poor way to 
>do it if you want lots of CLUTs for a big sprite, as it has to be loaded 
>into main memory multiple times. Though I suppose you could make all of the 
>TIMs 1*1 pixel, except for the last one to get transferred to VRAM. 
>Hmmm.... 

> 

>Or I guess you could even paint lots of cluts onto the frame-buffer using 
>clearimage. Kind of labour-intensive though, even in 4-bit. Or draw a 
>picture of a set of cluts and load it up as a 16-bit tim. No, don't do 
>that. 

> 

>If anyone knows a nice way to do this, I'd love to hear it too. 

> 

>Cheers, 

>Phil McCarthy. 

> 


—-MESSAGE FILE 12922 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000938 
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——MESSAGE FILE 12923 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000939 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: multiple clut TIMs 

Date: Sat, 17 Apr 1999 21:51:28 -0400 

Organization: Identical Software 

Lines: 16 

Message-ID: <37193AA0.7BF26FB@identicalsoftware.com> 

References: <7eba5u$nij3@chuka.playstation.co.uk> <Olbe887d$fefc7500$c920268a@myfata 
rse.bath.ac.uk> <7fable$h412@chuka.playstation.co.uk> 

NNTP-Posting-Host: 207.60.36.51 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.0.35 i486) 


Peter Dollochan wrote: 

> I wasn't gonna reply to this until I actually found the file I was thinking 
> of, but I cant so I thought I'd mention it and if anyone else comes across 
it they can post a link or whatever.. what am i talking about - a while back 
(month or two ?) I seen a guy saying he had written a prgram to add multiple 
cluts to a single tim file .. which is what i assume you guys are looking 
for, I think it was SCEA but hell it could be www.disney.com for all I know 


VVVV 


I doubt you're talking about my program but I did write one to do that. 
I used it to create multiple clut images for Yaroid. It is written for 
Linux but could probably be converted to dos (or may already compile 
with djgpp). It is available at: 
http://www.identicalsoftware.com/yaroze/ 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 12923 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000939 


——MESSAGE FILE 12924 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000940 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: User created fonts 

Date: Mon, 19 Apr 1999 17:59:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7ffni9Sdpkl@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-042.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I read a NG thread about user created fonts, but for some reason, when I 
need it, I can't find it. Can anyone point me towards it? 


Thanks 
Rikki 


—-MESSAGE FILE 12924 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000940 


—--MESSAGE FILE 12925 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000941 

Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Sprite reversal 

Date: Mon, 19 Apr 1999 19:08:19 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <371B7113.E43799D0@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—06-39.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 
Is there anyway to reverse the direction that a sprite is 
facing, without using two sprites? 


Cheers, 
The CHIEF 


—-MESSAGE FILE 12925 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000941 


—-MESSAGE FILE 12926 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000942 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Sprite reversal 

Date: Mon, 19 Apr 1999 19:43:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7ffthsS$dpk5@chuka.playstation.co.uk> 
References: <371B7113.E43799D0@netcomuk.co.uk> 
NNTP-Posting-Host: vil-14.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Marc, 

Rotate the sprite 180 degrees i.e.: 

sprite.rotate = 180*ONE; 

and remember to use GsSortSprite (not GsSortFastSprite). 

Rad. 

rad@cyberdude.com 

http://www.netyaroze-europe.com/~radpsx 

Marc Lambert wrote in message <371B7113.E43799D0@netcomuk.co.uk>... 
>Hi, 


> Is there anyway to reverse the direction that a sprite is 
>facing, without using two sprites? 


v 


Cheers, 


> 
> 
> The CHIEF 
> 


--MESSAGE FILE 12926 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000942 


——MESSAGE FILE 12927 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000943 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite reversal 

Date: Mon, 19 Apr 1999 11:42:01 -0700 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <371B78F9.6E51B902@vmlabs.com> 
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References: <371B7113.E43799D0@netcomuk.co.uk> 
NNTP-Posting-Host: vmlabs30.vmlabs.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 
X-Accept—-Language: en 


> Is there anyway to reverse the direction that a sprite is 
> facing, without using two sprites? 


Yep. Simply negate the SCALEX and/or SCALEY attributes. 


Scott 
-—-MESSAGE FILE 12927 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000943 


——MESSAGE FILE 12928 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000944 

Path: chuka.playstation.co.uk!news 

From: "Richard" <richsmithies@hotmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite reversal 

Date: Mon, 19 Apr 1999 22:10:36 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7fg67dSdpk6@chuka.playstation.co.uk> 

References: <371B7113.E43799D0@netcomuk.co.uk> <371B78F9.6E51B902@vmlabs.com> 
NNTP-Posting-Host: modem-107.injured.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


You can just make the width negative (i think), and still use 
GsSortFastSprite() 


Richard Smithies 


Scott Cartier wrote in message <371B78F9.6E51B902@vmlabs.com>... 


>> Is there anyway to reverse the direction that a sprite is 
>> facing, without using two sprites? 

> 

>Yep. Simply negate the SCALEX and/or SCALEY attributes. 

> 

>Scott 


—-MESSAGE FILE 12928 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000944 


—--MESSAGE FILE 12929 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000945 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite reversal 

Date: Mon, 19 Apr 1999 22:28:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7fg751Sdpk7@chuka.playstation.co.uk> 

References: <371B7113.E43799D0@netcomuk.co.uk> <7ffthsS$dpk5@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-14.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Doh! Ignore this! 

I wrote this in a hurry and didn't really think it through. If you rotate it 
180 degrees the sprite will be facing the other direction but also upside 
down which is probably not what you want. 

So like Scott said negate the SCALEX. 


Rad. 
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rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rad wrote in message <7ffthsSdpk5@chuka.playstation.co.uk>... 
>Hi Marc, 

> 

>Rotate the sprite 180 degrees i.e.: 

> 

>sprite.rotate = 180*ONE; 

> 

>and remember to use GsSortSprite (not GsSortFastSprite). 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

>Marc Lambert wrote in message <371B7113.E43799D0@netcomuk.co.uk>... 
>>Hi, 

>> Is there anyway to reverse the direction that a sprite is 
>>facing, without using two sprites? 

>> 

>> Cheers, 

>> 

>> The CHIEF 

>> 

> 

> 


—-MESSAGE FILE 12929 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000945 


——MESSAGE FILE 12930 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000946 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Sprite reversal 

Date: 20 Apr 1999 02:15:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 
Message-ID: <slrn7hnops.req.tjs@longford.cs.monash.edu.au> 

References: <371B7113.E43799D0@netcomuk.co.uk> <371B78F9.6E51B902@vmlabs.com> <7fg67 
dSdpk6@chuka.playstation.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 19 Apr 1999 22:10:36 +0100, Richard <richsmithies@hotmail.com> wrote: 
>You can just make the width negative (i think), and still use 


>GsSortFastSprite() 

> 

>Richard Smithies 

> 

>Scott Cartier wrote in message <371B78F9.6E51B902@vmlabs.com>... 
>>> Is there anyway to reverse the direction that a sprite is 
>>> facing, without using two sprites? 

>> 

>>Yep. Simply negate the SCALEX and/or SCALEY attributes. 

>> 

>>Scott 

> 


The instant you change the sprite scale, however, the playstation starts 

using textured quads instead of sprites, which can be a bit of a performance 
hit, especially if the sprite doesn't fit inside the texture cache. That's not 
so much of a problem, however if you're not doing scaling/rotation as well. 


I'm pretty sure that this means that you _can't_ use GsSortFastSprite(). 
Also, the GPU packets for drawing the sprites will get larger, so if you're 


cutting it fine with your packet workspace, flipping a lot of sprites may well 
put you over the limit. 
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Toby. 
—-MESSAGE FILE 12930 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000946 


——MESSAGE FILE 12931 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000947 

Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: More Memory 

Date: Fri, 23 Apr 1999 17:14:13 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <37209C55. 4AFR496B8@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-02-44.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi again, 
Thanx for the help on reversing sprites, but is there any 
other way as some sprites tend to be altered slightly. 


Anyway I was wondering if anyone has any tips or ideas on 
getting more space in the playstation frame bufer 
as I am working on a 2d game with loads of graphics and I need all the 
space I can get. 
How do companies like Capcom fit entire levels of streetfighter into 
the buffer with all the animation and backdrops 
they use ? 


Cheers again, 
The CHIEF 


--MESSAGE FILE 12931 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000947 


—-MESSAGE FILE 12932 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000948 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: More Memory 

Date: 24 Apr 1999 08:48:29 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <7fsOgt$lsel@chuka.playstation.co.uk> 
References: <37209C55.4AE496B8@netcomuk.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Try to: 
- reduce the size of your screen resolution 
- use 8-bit Tim's or 4-bit Tim's 
store images in main ram and transfer to vram 


Companies tend to load off the CD and dump images directly 
to VRAM. But since you can't use the CD then your out of 
luck....unless you want to use the textures from the boot cd! 


George@SCEE 
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In article <37209C55.4AF496B8@netcomuk.co.uk>, mlambert@netcomuk.co.uk says... 
> 
>Hi again, 


> Thanx for the help on reversing sprites, but is there any 
>other way as some sprites tend to be altered slightly. 

> 

> Anyway I was wondering if anyone has any tips or ideas on 


>getting more space in the playstation frame bufer 

>as I am working on a 2d game with loads of graphics and I need all the 
>space I can get. 

> How do companies like Capcom fit entire levels of streetfighter into 
>the buffer with all the animation and backdrops 

>they use ? 

> 


Cheers again, 


The CHIEF 


V V V V 


--MESSAGE FILE 12932 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000948 


——MESSAGE FILE 12933 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000949 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User created fonts 

Date: Sun, 25 Apr 1999 22:38:05 -0700 

Organization: SCEA News Server 

Lines: 111 

Message-ID: <3723FBBD.1FFFEEDO@shell.jps.net> 

References: <7ffni9Sdpk1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: svalliap-isdn3.cisco.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


One way that I do it is: 


1) create a TIM with all the letters in a grid (e.g. 
16 chars wide by 8 chars down, for 128 total char 
entries) 

2) create a routine that plots the characters to the 


frame buffer one by one by adjusting the GsSPRITE 
structure's u and v settings. 


My routine is pasted at the end of this post. If you want the full 
set of routines and header file to drive this thing (which are 
required to use it), just let me know... 


Rikki Prince wrote: 


> 
> I read a NG thread about user created fonts, but for some reason, when I 
> need it, I can't find it. Can anyone point me towards it? 
> 
> Thanks 
> Rikki 
Mata ne, ի on 
- Թ) ՅԱ tenchi@shell.jps.net Wes 
(Protocol) :: ACiD -/- ACS -/- pHluid -/- Yaroze 
(Tenchikun) Sit http://www. jps.net/tenchi 


int FontGPrint( FONTG *font, int startx, int starty, u_long attribute, 
GsOT *ot, int priority, int r, int g, int b, char *text ) 


{ 
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int X, Yr Xi; Vl, 
chars, 
row,col,cols, 
char_start,char_end, 
start_u,start_v, 
w, h; 
char G 
GsSPRITE *tim; 
// Set up the current location pointers 
x = startx; 
y = starty; 
w = font->cell_width; 
հ = font->cell_height; 
xi = w; 
yi = font->line_height; 
// Make local copies of data 
cols = font-—>columns; 
char_start = font->char_start; 
char_end = font->char_end; 
start_u = font->start_u; 
start_v = font-—>start_v; 
// Adjust the brightness of the font 
tim = font->sprite; 
tim->r = r; 
tim->g = g; 
tim->b = b; 
// Print out the font! 
chars = 0; 


while( *text!=0 && chars<FONTG_MAXCHARS 


{ 

// Set the current location. 
tim->x = x; 

tim->y = y; 


// Which character? 
c = *text; 


// Newline? 
i c == ԳՈ" ) 


// Is the character in range? If no, 


if( c<char_start | | c>char_end ) 
{ 
x += xi; 
continue; 


} // if( c<char_start || c>char_end ) 


// Adjust the starting character 
c -= char_start; 


// Select the character in the block! 


col = c%cols; 

row = (c-col)/cols; 

tim->u = start_u + (col*w); 
tim->v = start_v + (row*h); 


// Dump character to the screen! 
GsSortFastSprite( tim,ot,priority ); 


// Reposition 
x += xi; 
J // else if( c == ՈՌ" ) 


// Next character please 


) 


then just make it a blank. 
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textt+t; 
charstt; 
) // while( *text!=0 ) 


return (1); 

} 

-—-MESSAGE FILE 12933 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000949 


——MESSAGE FILE 12934 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000950 

Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Main ram to Vram 

Date: Mon, 26 Apr 1999 15:05:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <372472AE.67F50636@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-31.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 

When I asked about memory, George Bain suggested using main Ram 
and transfering to Vram, does this mean that you can transfer Tims 
between the two 
giving more space for graphics? 

If so, how do you do this? 


Cheers, 
The CHIEF 


-—-MESSAGE FILE 12934 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000950 


--MESSAGE FILE 12935 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000951 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Main ram to Vram 

Date: 27 Apr 1999 08:01:46 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 79 

Message-ID: <7g3qta$7353@chuka.playstation.co.uk> 
References: <372472AE.67F50636@netcomuk.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi Chief! 


You do it all the time when loading in images... 

e.g LoadImage() - main to vram transfer. Also if 

you use the textures on the Boot CD you can overwrite 

any main memory previously used and do another LoadImage(). 


Regards, 


George@SCEE 


// Function: ReadTIM() 

// Description: Read a TIM and CLUT(if 4 bit or 8 bit) and transfer to VRAM 
// Parameters: u_long *addr: address of TIM 

// Returns: GsIMAGE: address of tim image 
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// Notes: N/A 
// 


GsIMAGE *ReadTIM( u_long *addr ) 
{ 


static GsIMAGE tim; 
RECT rect; 


// skip id and initialize image structure 
addr ++; 
GsGetTimInfo(addr, &tim); 


// transfer pixel data to VRAM 


rect.x = tim.px; 
rect.y = tim.py; 
rect.w = tim.pw; 


rect.h = tim.ph; 
LoadiImage (&rect, tim.pixel); 


DrawSync (0); 
// check if CLUT exists and transfer it to VRAM 


if( (tim.pmode >> 3) & 0201 ) 
{ 


rect.x = tim.cx; 
rect.y = tim.cy; 
rect.w = tim.cw; 
rect.h = tim.ch; 


LoadImage (&rect, tim.clut); 
} 


DrawSync (0); 


printf(" IMAGE - x: (654, y:(%d), w:(%d), h:(%d) ձո", tim.px, 
tim.py,tim.pw,tim.ph ); 
printf(" CLUT - 2: (54), y:(%d), w:(%d), h:(%d) Nn", tim.cx, 
tim.cy,tim.cw,tim.ch ); 
printf(" image mode:%d \n", tim.pmode) ; 
printf(" tim addr: %p \n",é&tim); 


return (&tim) ; 


}// end ReadTIM 


In article <372472AE.67F50636@netcomuk.co.uk>, mlambert@netcomuk.co.uk says... 
> 

>Hi, 

> When I asked about memory, George Bain suggested using main Ram 

>and transfering to Vram, does this mean that you can transfer Tims 

>between the two 

>giving more space for graphics? 

> If so, how do you do this? 


Cheers, 


The CHIEF 


MAMOM N 


--MESSAGE FILE 12935 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000951 


——MESSAGE FILE 12936 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000952 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Quick question! 


Net Yaroze newsgroups message dump.txt Page 8628 


Date: Fri, 07 May 1999 14:03:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3732E4A0.4D9E7C94@yaroze2000.freeserve.co.uk> 
NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi all, 


Quick question - and very very simple (I think). What should I set the 
attribute setting on a 16 bit sprite for 


Sprite On, Normal (I.e. No transparency etc), but allow for rotation, 
scaling etc. 


Sprite On, Half Semi Trans, blah blah blah 


The reason I ask is simple - the manual (library ref) settings don't 
seem to work, and I am running fast out of time to fart around with 
this- any help GREATLY appreciated. 


Sorry if this is a repeat post! 
Cheers! 
Tones 8) 


-—-MESSAGE FILE 12936 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000952 


--MESSAGE FILE 12937 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000953 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Quick question! 

Date: Fri, 7 May 1999 16:33:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7gv185S2qc3@chuka.playstation.co.uk> 
References: <3732E4A0.4D9E7C94@yaroze2000.freeserve.co.uk> 
NNTP-Posting-Host: th-gt144-229.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Your problem may be how you're setting the attribute. To set up only the bit 
you need to use attribute |=(on<<bit) where 'on' is the number of the 
setting, such as, for transparency settings, 0 for 0.5 x Back + 0.5 x 
Forward, etc, and bit is the first bit in the setting you're changing, so 
28, for Semi-transparency rate. 


Quick question - and very very simple (I think). What should I set the 
attribute setting on a 16 bit sprite for 


Sprite On, Normal (I.e. No transparency etc), but allow for rotation, 
scaling etc. 


VV NV V V V 


For this you must use GsSortSprite, not GsSortFastSprite. 


> 

> Sprite On, Half Semi Trans, blah blah blah 

> 

Here: 

attribute] Հ (1ՀՀՅ0) 

attribute|=(setting<<28) /* where setting is the number related to the 
transparency rate */ 
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The reason I ask is simple - the manual (library ref) settings don't 
seem to work, and I am running fast out of time to fart around with 
this- any help GREATLY appreciated. 

Sorry if this is a repeat post! 


Cheers! 


Tones 8) 


VVVVVVVVVV 


Hope that helps... 


Rikki 


—-MESSAGE FILE 12937 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000953 


—-MESSAGE FILE 12938 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000954 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Quick question! 

Date: Fri, 07 May 1999 18:22:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <37332165.2D7D8C86@yaroze2000.freeserve.co.uk> 

References: <3732E4A0.4D9E7C94@yaroze2000.freeserve.co.uk> <7gv185S2qce3@chuka.playst 
ation.co.uk> 

NNTP-Posting-Host: 193.82.133.201 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks for that! 


Just what I was after. Normally, I'd look it up myself - but as I've just moved 
to my parents ( while I wait for my new housey ) they're not so tolerant on the 
old phone bills, therefore cutting off my resources : ( 


Oh well, only 7 weeks, 5 days, 15 hours, 23 minutes and 12 seconds to go! 
Cheers again, 
Tones 8) 


-—-MESSAGE FILE 12938 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000954 


—--MESSAGE FILE 12939 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000955 

Path: chuka.playstation.co.uk!news 

From: Marc Lambert <mlambert@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: sprite problems 

Date: Fri, 14 May 1999 23:27:17 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <373CA345.24F180E9@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—01-37.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi, 
I am using a modified version of the Sony 8-bit sprite 
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displayer to use one big 256x256 sprite which contains various sprites 
for my game, but some 

sprites are changed, i.e chunks are missing and others are added. Does 
anyone have any ideas why? 


Cheers, 
The CHIEF 


—-MESSAGE FILE 12939 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000955 


—-MESSAGE FILE 12940 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000956 

Path: chuka.playstation.co.uk!news 

From: "Christopher Lightfoot" <archer@archer.free-online.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Yaroze Routines (Help) 

Date: Mon, 17 May 1999 18:04:06 +0100 

Organization: Lightfoot Productions 

Lines: 14 

Message-ID: <7hmu29$11lu6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.120.222 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is it possible to bring a sprite to the front or send it to the back, also 
can I create multiple object from one 


such as: 
I have a tile and when the user presses a button it creates a new on in the 
position of the cursor 


Christopher Lightfoot 
(This is all Net Yaroze) 


-—-MESSAGE FILE 12940 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000956 


—-MESSAGE FILE 12941 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000957 

Path: chuka.playstation.co.uk!news 

From: "Johan MacLeod" <j-mac@lineone.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Graphics algorithms 

Date: Mon, 17 May 1999 00:44:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7hnlcu$llu7@chuka.playstation.co.uk> 
NNTP-Posting-Host: host5-99-60-48.btinternet.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I am looking into ways of spicing up my game visually, but have very 
little experience in graphical effects. I know that I should really buy a 
book on the subject, but I was wondering if anyone can explain/tell me where 
to get information about graphics algorithms. I had a quick look on the net, 
but as yet have not found anything which both makes sense and has source 
code or an adequate explanation. 

The sort of thing I'm looking for is a fire effect or torus thingy, or 
infact any other impressive looking effects. I guess that most of these are 
not worked out in real time, but are simple enough clut manipulations on an 
image. Any help is appreciated. 
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Cheers, 


Mac 


—-MESSAGE FILE 12941 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000957 


—--MESSAGE FILE 12942 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000958 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics, scea.yaroze.programming.2d_graphics 

Subject: Cookie cutter VRAM copies. 

Date: 17 May 1999 00:48:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn7juprm.r8a.tjs@longford.cs.monash.edu.au> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:958 scea.yaroze.pr 
ogramming.2d_graphics:455 


Can anyone think of an efficient way to do a cookie cutter type of copy 
from a dynamically created image in VRAM? 


Dos 
DST = SRC1&MASK | SRC2&~MASK 
I realise that the STP bit can be used to do this, but because SRC1 is 


dynamically created, I can't see any way that I can set the STP bits for 
the pixels. 


I'm going to assume that DMA between VRAM and main mem is much slower than 
a similar amount of data transfer internal to VRAM, and also has the 
advantage that it won't cause system bus contention. 


Toby. 
—-MESSAGE FILE 12942 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000958 


--MESSAGE FILE 12943 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000959 

Path: chuka.playstation.co.uk!news 

From: Tones <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: sprite problems 

Date: Mon, 17 May 1999 13:53:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <37401138.3BBE8268@yaroze2000.freeserve.co.uk> 
References: <373CA345.24F180E9@netcomuk.co.uk> 
NNTP-Posting-Host: 193.82.133.197 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi Marc, 


I've experienced similar problems before. As per my previous post - try 
and set the u value to an even number. It seems to sort this out. 


Cheers 
Tones 8) 


—-MESSAGE FILE 12943 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000959 
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——MESSAGE FILE 12944 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000960 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Yaroze Routines (Help) 

Date: Tue, 18 May 1999 10:58:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7hrdks$4u55@chuka.playstation.co.uk> 
References: <7hmu29$l1lu6@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-55.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


To bring a sprite to the front (of the screen I presume) you decrease it's 
odering table priority 

i.e. GsSortSprite(&sprite, OT, 0) 

and to send it to the back you increase it's OT priority 

i.e. GsSortSprite(&sprite, OT, 99) 


To create mulitple objects you could do something like: 


GsSPRITE object [WHATEVER] ; // declare an array of multiple object 
sprites 


// initialise your object sprites etc. 
// switch off display mode (bit 31) 


for (i=0; i<WHATEVER; i++) 
{ 


object [i] = 1<<31; // not sure if this is right - certainly not the 
best way to do it 
} 


Then whenever the user presses a button you display the next available 
object at those x and y coordinates by setting bit 31 to 0. 


Another way to do this instead of using arrays and messing about with the 
sprite display mode is to dynamically create a new object each time you need 
it. 


Should hopefully give you some ideas, even though it's a bit rushed (and 
vague) but I must be off to do some revision : ( 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Christopher Lightfoot wrote in message 
<7hmu29$llué@chuka.playstation.co.uk>... 

>Is it possible to bring a sprite to the front or send it to the back, also 
>can I create multiple object from one 

> 

>such as: 

>I have a tile and when the user presses a button it creates a new on in the 
>position of the cursor 

> 

>Christopher Lightfoot 

>(This is all Net Yaroze) 

> 


—-MESSAGE FILE 12944 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000960 


--MESSAGE FILE 12945 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000961 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: PAL & NTSC resolutions 

Date: Tue, 18 May 1999 11:23:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7hrf3p$4u56@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-55.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Can anyone explain the relationships between the screen resolutions and the 
output signal? 


For example 320x240 is an NTSC resolution but I use it with PAL and it still 
works, although I know you get (16?) unused lines at the bottom. 


I use 320x240 because it's a 1:1 ratio but having thought about it I'm not 
sure it is with a PAL screen. If not what about 320x256? 


Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12945 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000961 


——MESSAGE FILE 12946 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000962 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Graphics algorithms 

Date: Tue, 18 May 1999 17:09:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3741829B. 4E8C2A27@mundivia.es> 

References: <7hnlcu$llu7@chuka.playstation.co.uk> 

NNTP-Posting-Host: info1955518147.mundivia.es 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Johan MacLeod wrote: 


I am looking into ways of spicing up my game visually, but have very 
little experience in graphical effects. I know that I should really buy a 
book on the subject, but I was wondering if anyone can explain/tell me where 
to get information about graphics algorithms. I had a quick look on the net, 
but as yet have not found anything which both makes sense and has source 
code or an adequate explanation. 

The sort of thing I'm looking for is a fire effect or torus thingy, or 
infact any other impressive looking effects. I guess that most of these are 
not worked out in real time, but are simple enough clut manipulations on an 
image. Any help is appreciated. 


Cheers, 


VVVVVVVVVVVV VV 


Mac 


I have a simple real time fire example on my wpage ( with sources ). 
http://www.netyaroze-europe.com/~javier/ 


I hope this can help you. 


Javier. 
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—-MESSAGE FILE 12946 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000962 


——MESSAGE FILE 12947 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000963 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: More Sprite Problems 

Date: Tue, 25 May 1999 18:27:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7iemckSsfd28@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.202 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello all, 


Well , what can I say - I posted a post (can you say that?) the other day 
about sprite semi-trans, and took the advice I was given, which got me on 
the correct road to applying semi-transparency on sprites. However, it 
does not seem to want to work. Ie, for an 8 bit sprite with semi trans on, 
I'm using 


sprite.attribute = (1<<24) | (1<<30) | and I think it's (2<<28); // 
1<<24=8 bit, 1<<30 semi on, 2<<28 semi rate 


No matter what I try, the sprite does not seem to want to be semi 


transparent over another! I've even tried using just the (1<<24) attribute, 
and then 

turning on semi trans later on using attribute [= (1<<30), but still no joy. 
Anyone any ideas - Ie Do I have to GsSort them to the the table in a certain 
order ? 


Just so you know, I can get semi trans to work on gradient lines, Rectangles 
etc, so I don't think it is the application method that is the problem. I 
think it is something very simple, but just can't for the life of me think 
what it is..... 


Any help mucho appreciated! 
Cheers! 


Tones 8) 


-—-MESSAGE FILE 12947 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000963 


——MESSAGE FILE 12948 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000964 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: More Sprite Problems 

Date: Tue, 25 May 1999 10:27:37 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <374ADD89.236B37A2@vmlabs.com> 

References: <7iemckSsfd28@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs38.vmlabs.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; U) 

X-Accept—-Language: en 
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Could it be the CLUT entries in your TIM don't have the semi-trans bit 

set? You can find out in TimTool under (I think) "CLUT Options". In 

the list of colors, if the color has an X through it then it is semi- 

trans (or opaque in the case of pure black). 

That's about the only thing I can think of. 


Scott 


Hello all, 


Well , what can I say - I posted a post (can you say that?) the other day 
about sprite semi-trans, and took the advice I was given, which got me on 
the correct road to applying semi-transparency on sprites. However, it 
does not seem to want to work. Ie, for an 8 bit sprite with semi trans on, 
I'm using 


sprite.attribute = (1<<24) | (1<<30) | and I think it's (2<<28); // 
1<<24=8 bit, 1<<30 semi on, 2<<28 semi rate 


No matter what I try, the sprite does not seem to want to be semi 


transparent over another! I've even tried using just the (1<<24) attribute, 
and then 

turning on semi trans later on using attribute |= (1<<30), but still no joy. 
Anyone any ideas - Ie Do I have to GsSort them to the the table in a certain 
order ? 


Just so you know, I can get semi trans to work on gradient lines, Rectangles 
etc, so I don't think it is the application method that is the problem. I 
think it is something very simple, but just can't for the life of me think 
what; Ge. ԱՏՀ.» 


Any help mucho appreciated! 


Cheers! 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV 


Tones 8) 
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—-MESSAGE FILE 12948 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000964 


—-MESSAGE FILE 12949 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000965 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: More Sprite Problems 

Date: Thu, 27 May 1999 13:40:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <7ije9vSec510@chuka.playstation.co.uk> 


References: <7iemck$sfd28@chuka.playstation.co.uk> <374ADD89.236B37A2@vmlabs.com> 


NNTP-Posting-Host: 193.82.133.202 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Excellent! 


The one tool I didn't bother using to check the attributes out, and it was 
there all the time! 


Cheers Scott! 
Tones 8) 


Scott Cartier <scartier@vmlabs.com> wrote in message 
news:374ADD89.236B37A2@vmlabs.com... 

> Could it be the CLUT entries in your TIM don't have the semi-trans bit 
> set? You can find out in TimTool under (I think) "CLUT Options". In 
> the list of colors, if the color has an X through it then it is semi- 
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trans (or opaque in the case of pure black). 


That's about the only thing I can think of. 


> 

> 

> 

> 

> Scott 

> 

> 

> > Hello all, 

>> 

> > Well , what can I say - I posted a post (can you say that?) the other 
day 

> > about sprite semi-trans, and took the advice I was given, which got me 
on 

> > the correct road to applying semi-transparency on sprites. However, it 
> > does not seem to want to work. ԼԲ, for an 8 bit sprite with semi trans 
on, 

> > I'm using 

>> 

> > sprite.attribute = (1<<24) | (1<<30) | and I think it's (2<<28); // 
> > 1<<24=8 bit, 1<<30 semi on, 2<<28 semi rate 

>> 

> > No matter what I try, the sprite does not seem to want to be semi 

> > transparent over another! I've even tried using just the (1<<24) 
attribute, 

> > and then 

> > turning on semi trans later on using attribute |= (1<<30), but still no 
joy. 


> > Anyone any ideas - Ie Do I have to GsSort them to the the table ina 
certain 

> > order ? 

>> 

> > Just so you know, I can get semi trans to work on gradient lines, 
Rectangles 

> > etc, so I don't think it is the application method that is the problem. 
1 

> > think it is something very simple, but just can't for the life of me 
think 

> > what it is..... 


Any help mucho appreciated! 


Cheers! 


VV V V V V 


> 
> 
> 
> 
> 
> 


Tones 8) 
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—-MESSAGE FILE 12949 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000965 


——MESSAGE FILE 12950 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000966 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: PAL & NTSC resolutions 

Date: Wed, 2 Jun 1999 02:17:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7j2001Sfsd3@chuka.playstation.co.uk> 
References: <7hrf3p$4u56@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-29.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Come on, I can't believe nobody knows anything about this!?!?! 
Someone must know something - must be a conspiracy :) 


Rad wrote: 

Ol. 

>Can anyone explain the relationships between the screen resolutions and the 
>output signal? 

> 
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>For example 320x240 is an NTSC resolution but I use it with PAL and it 
still 

>works, although I know you get (16?) unused lines at the bottom. 

>Is it correct / ok to use 320x240 in PAL mode? 

> 

Q2. 

>I use 320x240 because it's a 1:1 aspect ratio but having thought about it 
I'm not 

>so sure it is with a PAL screen. Is it? If not what is? 

> 

>Thanks, 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 


—-MESSAGE FILE 12950 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000966 


—-MESSAGE FILE 12951 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000967 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: 2 Jun 1999 07:53:44 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 36 

Message-ID: <7j2nu8Sm4q2@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7j2001Sfsd3@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Why don't you want to use the extra 16 lines in PAL mode? 
What's wrong with 320x256? 


George 


In article <7j2001Sfsd3@chuka.playstation.co.uk>, rad@cyberdude.com says... 
> 

>Come on, I can't believe nobody knows anything about this!?!?! 

>Someone must know something - must be a conspiracy :) 

> 

>Rad wrote: 

»01. 

>>Can anyone explain the relationships between the screen resolutions and the 
>>output signal? 

>> 

>>For example 320x240 is an NTSC resolution but I use it with PAL and it 
>still 

>>works, although I know you get (16?) unused lines at the bottom. 

>>Is it correct / ok to use 320x240 in PAL mode? 

>> 

>Q2. 

>>I use 320x240 because it's a 1:1 aspect ratio but having thought about it 
>I'm not 

>>so sure it is with a PAL screen. Is it? If not what is? 

>> 

>>Thanks, 

>> 

>>Rad. 

>>rad@cyberdude.com 

>>http://www.netyaroze-europe.com/~radpsx 

>> 

> 
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> 


-—-MESSAGE FILE 12951 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000967 


—--MESSAGE FILE 12952 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000968 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: Wed, 2 Jun 1999 11:46:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <7j3321rSm4q4@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7j2001Sfsd3@chuka.playstation.co. 
uk> <7j2nu8Sm4q2@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-36.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>>I use 320x240 because it's a 1:1 aspect ratio but having thought about it 
>>I'm not so sure it is with a PAL screen. Is it? If not what is? 


I want to get a 1:1 aspect ratio meaning pixels are square. 
The video screen's (of a monitor only?) aspect ratio is 4:3, is this the 
same for (PAL) TV's? 


Is this making any sense? :) 
Rad 


George Bain wrote: 

>Why don't you want to use the extra 16 lines in PAL mode? 

>What's wrong with 320x256? 

> 

>George 

> 

> 

> 

>In article <7j2001Sfsd3@chuka.playstation.co.uk>, rad@cyberdude.com says... 
>> 

>>Come on, I can't believe nobody knows anything about this!?!?! 
>>Someone must know something - must be a conspiracy :) 

>> 

>>Rad wrote: 

»»01. 

>>>Can anyone explain the relationships between the screen resolutions and 
the 

>>>output signal? 

>>> 

>>>For example 320x240 is an NTSC resolution but I use it with PAL and it 
>>still 

>>>works, although I know you get (16?) unused lines at the bottom. 

>>>Is it correct / ok to use 320x240 in PAL mode? 

>>> 

>>Q2. 

>>>I use 320x240 because it's a 1:1 aspect ratio but having thought about it 
>>I'm not 

>>>so sure it is with a PAL screen. Is it? If not what is? 

>>> 

>>>Thanks, 

>>> 

>>>Rad. 

>>>rad@cyberdude.com 

>>>http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12952 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000968 
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——MESSAGE FILE 12953 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000969 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: 3 Jun 1999 11:44:46 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <7j5preSm4q1l5@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7j2001Sfsd3@chuka.playstation.co. 
uk> <7j2nu8Sm4q2@chuka.playstation.co.uk> <7j321rSm4q4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


As far as I'm aware, yes. 


George 


In article <7j321rSm4q4@chuka.playstation.co.uk>, rad@cyberdude.com says... 


>I want to get a 1:1 aspect ratio meaning pixels are square. 

>The video screen's (of a monitor only?) aspect ratio is 4:3, is this the 
>same for (PAL) TV's? 

> 

>Is this making any sense? :) 

> 

>Rad 


—-MESSAGE FILE 12953 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000969 


——MESSAGE FILE 12954 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000970 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: Fri, 4 Jun 1999 00:03:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7371k3$9661@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7j2001Sfsd3@chuka.playstation.co. 
uk> <7 j2nu8Sm4q2@chuka.playstation.co.uk> <7j3321rSm4q4@chuka.playstation.co.uk> <7j5 
pre$m4ql5@chuka.playstation.co.uk> 

NNTP-Posting-Host: vil-85.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


George Bain wrote: 
>As far as I'm aware, yes. 
> 


Is that, yes it is making sense :) 
or yes the aspect ratio of a PAL TV is 4:3??? 


Ah, I dunno. All I wanted to know is the resolution to use for PAL mode that 
gives a 1:1 pixel aspect ratio! 

(like on PCs: 320x240 or 640x480 or 800x600 etc...) 

I give up! 


Thanks for the help anyway George. 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 
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> 

>In article <7j3321rSm4q4@chuka.playstation.co.uk>, rad@cyberdude.com says... 
> 

>>I want to get a 1:1 aspect ratio meaning pixels are square. 

>>The video screen's (of a monitor only?) aspect ratio is 4:3, is this the 
>>same for (PAL) TV's? 

>> 

>>Is this making any sense? :) 

>> 

>>Rad 


-—-MESSAGE FILE 12954 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000970 


——MESSAGE FILE 12955 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000971 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: PAL & NTSC resolutions 

Date: Sat, 5 Jun 1999 13:21:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <7 jb4ve$9666@chuka.playstation.co.uk> 
References: <7hrf3pS$4u56@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-usr00-46.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rad wrote in message <7hrf3p$4u56@chuka.playstation.co.uk>... 

>Can anyone explain the relationships between the screen resolutions and the 
>output signal? 

> 

>For example 320x240 is an NTSC resolution but I use it with PAL and it 
still 

>works, although I know you get (16?) unused lines at the bottom. 

> 

>I use 320x240 because it's a 1:1 ratio but having thought about it I'm not 
>sure it is with a PAL screen. If not what about 320x256? 

> 

>Thanks, 

> 

>Rad. 

>rad@cyberdude.com 

>http://www.netyaroze-europe.com/~radpsx 

> 

> 


Hi Rad, 


320x240 has a 1:1 pixel aspect ratio ONLY when displayed in NTSC. The PAL 
standard uses more lines than NTSC, so the resulting display ends up 
vertically squashed. 


Using 320x256 will allow the display of 16 more lines, but this does NOT 
affect the pixel aspect ratio. But, 256 lines still does not fill a PAL 
picture, so there are black lines at the top/bottom of the screen. The PS 
can be made to display the full 288 lines, but I wouldn't recommend it. 
(It's not standard, and it doesn't fit into VRAM very nicely.) 


Theoretically, a horizontal resolution of 384 pixels should give a 1:1 pixel 
aspect ratio in PAL. In practice though, it's still not perfect - don't 
know why. 


BTW, the pixel aspect ratio only really matters for 2D stuff like sprites. 
The 3D functions include aspect ratio correction, so no worries there. 


Hope this helps, 
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Herbs 


—-MESSAGE FILE 12955 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000971 


—-MESSAGE FILE 12956 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000972 

Path: chuka.playstation.co.uk!news 

From: "Christopher Lightfoot" <chris@lightfoot3000.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Isometric Games 

Date: Sun, 6 Jun 1999 08:56:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7jd9mm$49v1@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-90.strontium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I am creating a game that is using 2D graphics but is an isomentric view 
(looks 3d). And i would like to know how do i create multiple pictures 
without having to load the picture each time, also how do i make a graphic 
come to the front 


Thanks for the help 
Christopher Lightfoot 


-—-MESSAGE FILE 12956 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000972 


--MESSAGE FILE 12957 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000973 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: Sun, 6 Jun 1999 13:31:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 62 

Message-ID: <7jdpn4$49v3@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7jb4ve$9666@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: vil-77.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <7 jb4ve$9666@chuka.playstation.co.uk>... 

> 

>Rad wrote in message <7hrf3p$4u56@chuka.playstation.co.uk>... 

>>Can anyone explain the relationships between the screen resolutions and 
the 

>>output signal? 

>> 

>>For example 320x240 is an NTSC resolution but I use it with PAL and it 
>still 

>>works, although I know you get (16?) unused lines at the bottom. 

>> 

>>I use 320x240 because it's a 1:1 ratio but having thought about it I'm not 
>>sure it is with a PAL screen. If not what about 320x256? 

>> 

>>Thanks, 

>> 

>>Rad. 

>>rad@cyberdude.com 

>>http://www.netyaroze-europe.com/~radpsx 

>> 

>> 

> 
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>Hi Rad, 

> 

>320x240 has a 1:1 pixel aspect ratio ONLY when displayed in NTSC. The PAL 
>standard uses more lines than NTSC, so the resulting display ends up 
>vertically squashed. 

> 

>Using 320x256 will allow the display of 16 more lines, but this does NOT 
>affect the pixel aspect ratio. But, 256 lines still does not fill a PAL 
>picture, so there are black lines at the top/bottom of the screen. The PS 
>can be made to display the full 288 lines, but I wouldn't recommend it. 
>(It's not standard, and it doesn't fit into VRAM very nicely.) 


> 

>Theoretically, a horizontal resolution of 384 pixels should give a 1:1 
pixel 

>aspect ratio in PAL. In practice though, it's still not perfect - don't 


>know why. 

> 

>BTW, the pixel aspect ratio only really matters for 2D stuff like sprites. 
>The 3D functions include aspect ratio correction, so no worries there. 

> 

>Hope this helps, 

> 

> 

>Herbs 

> 


Wow what can I say, except thanks very much Herbs. ALL my questions answered 
with EXACTLY what I wanted to know. But what took you so long! ;7) (just 
kidding!) 


Thanks again, mate. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


BTW Is it just me or have all the other posts in 2d_graphics disappeared? 


-—-MESSAGE FILE 12957 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000973 


--MESSAGE FILE 12958 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000974 

Path: chuka.playstation.co.uk!news 

From: "Doglife" <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Where's yaroze site? 

Date: Tue, 8 Jun 1999 16:58:16 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <7jilunSrge4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 202.12.95.99 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


Where did the yaroze member site went to? 


—-MESSAGE FILE 12958 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000974 


--MESSAGE FILE 12959 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000975 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 
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Date: Tue, 8 Jun 1999 20:37:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7jjrfbSrqe8@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7 jb4ve$9666@chuka.playstation.co. 
uk> <7jdpn4$49v3@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt143-115.pool.dircon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


BTW Is it just me or have all the other posts in 2d_graphics disappeared? 


VV V V 


Do you mean disappeared visually in your newsreader, or do you just mean 
that not many people have been posting recently? 

If you mean the former, then if you're using Outlook Express 5 with IE5, 
goto Tools, choose Options... and look at the Maintenance tab, you should 
find a setting which deletes read messages after a 5 days. I found this a 
pain after getting IE5, but it don't tell you its doing this! If its the 
latter, then its probably because a) there's less new Yarozers asking simple 
2d questions, and b) a lot of Yarozers are doing exams in university, or 
otherwise, so don't get much chance to get into the ng's. 


Thanks 
Rikki 


--MESSAGE FILE 12959 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000975 


——MESSAGE FILE 12960 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000976 

Path: chuka.playstation.co.uk!news 

From: "Gary Howlett" <Gary.Howlett@btinternet.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Where's yaroze site? 

Date: Thu, 10 Jun 1999 22:00:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7jp982Sqtv6@chuka.playstation.co.uk> 
References: <7jilunSrge4@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-170-69.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I would like to know this too. They haven't stooped the project have they? 
well I know its now sold out. But anyone know whets happened to the web? 


Gary 


Doglife <doglife@cyberdude.com> wrote in message 
news: 7jilunSrqe4@chuka.playstation.co.uk... 

> Hi 

> 

> Where did the yaroze member site went to? 

> 

> 


—-MESSAGE FILE 12960 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000976 


—--MESSAGE FILE 12961 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000977 
Path: chuka.playstation.co.uk!news 
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From: "Tones" <slick@yaroze2000.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Randomizer problem 

Date: Fri, 11 Jun 1999 13:25:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7jqv39Sqtv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.133.223 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi, 


Probably not the correct newsgroup to go through, but as it seems to be one 
of the most frequented, so I figured I'd post here. 


Basically, I am having problems with the rand() function in C. Numerous 
manuals state that this routine returns a value between 0 and RAND_MAX. Not 
a problem in itself, but how do I set RAND_MAX ? 


For example, I would like to obtain a totally random value between 0-320. 
However, to do this I need to set the maximum value I would like. From my 
understanding of other languages, normally a rand fuction returns a value 
like 0.78283929 - which you would multipy by your maximum number to obtain a 
value between that range. How on earth do you do it in C ? 


Any help greatly appreciated, 
Cheers! 


Tones 8) 


—-MESSAGE FILE 12961 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000977 


—--MESSAGE FILE 12962 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000978 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Randomizer problem 

Date: Fri, 11 Jun 1999 15:05:10 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <37610986.1D795D07@mundivia.es> 
References: <7 jqv39S$qtv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: info19555204183.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Tones wrote: 
Hi, 


Probably not the correct newsgroup to go through, but as it seems to be one 
of the most frequented, so I figured I'd post here. 


Basically, I am having problems with the rand() function in C. Numerous 
manuals state that this routine returns a value between 0 and RAND_MAX. Not 
a problem in itself, but how do I set RAND_MAX ? 


For example, I would like to obtain a totally random value between 0-320. 
However, to do this I need to set the maximum value I would like. From my 
understanding of other languages, normally a rand fuction returns a value 


VVVVVVVVVV VV 
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> like 0.78283929 - which you would multipy by your maximum number to obtain a 
> value between that range. How on earth do you do it in C ? 

> 

> Any help greatly appreciated, 

> 

> Cheers! 

> 

> Tones 8) 


Have you tried this ? 


rand()%320 ( return 0-319 ) 


—-MESSAGE FILE 12962 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000978 


——MESSAGE FILE 12963 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000979 

Path: chuka.playstation.co.uk!news 

From: "Tones" <slick@yaroze2000.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Randomizer problem 

Date: Fri, 11 Jun 1999 17:07:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7jrc31Sqtv8@chuka.playstation.co.uk> 

References: <7jqv39$qtv7@chuka.playstation.co.uk> <37610986.1D795D07@mundivia.es> 
NNTP-Posting-Host: 193.82.133.223 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Excellent! 

Cheers Javier - it worked a treat.... 
Right, now down to that randomizer! 
Thanks again, 


Tones 8) 


—-MESSAGE FILE 12963 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000979 


—-MESSAGE FILE 12964 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000981 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Where's yaroze site? 

Date: 12 Jun 1999 09:17:39 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <7jt8jjSqtvll@chuka.playstation.co.uk> 

References: <7jilunSrge4@chuka.playstation.co.uk> <7 jp982Sqtv6@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


It's up and running...why wouldn't it be? 
George 


In article <7jp982Sqtvé@chuka.playstation.co.uk>, Gary.Howlett@btinternet.com 
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says... 
> 

>I would like to know this too. They haven't stooped the project have they? 
>well I know its now sold out. But anyone know whets happened to the web? 

> 
>Gary 
> 
>Doglife <doglife@cyberdude.com> wrote in message 
>news: 7jilunSrqe4@chuka.playstation.co.uk... 

>> Hi 

>> 

>> Where did the yaroze member site went to? 

>> 

>> 

> 

> 


—-MESSAGE FILE 12964 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000981 


—-MESSAGE FILE 12965 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000982 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Randomizer problem 

Date: Sat, 12 Jun 1999 11:50:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7jte32Sqtvl6@chuka.playstation.co.uk> 
References: <7 jqv39Sqtv7@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-073.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


While we're on the topic of randomness (like where you chose to post 
this...lol), can anyone tell me the best way of getting different random 
seed each time the game runs? In other languages, mainly on PCs, I've used 
‘randomize()' or its equivalent, with the current time, to set the seed, 
this makes it at least slightly different each time you play. Is there any 
equivalent way which seems to be easiest, and most common? 


Thanks 
Rikki 


—-MESSAGE FILE 12965 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000982 


——MESSAGE FILE 12966 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000983 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Randomizer problem 

Date: Sun, 13 Jun 1999 16:44:13 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3763C3BD.3FD6CB43@mundivia.es> 

References: <7 jqv39S$qtv7@chuka.playstation.co.uk> <7jte32Sqtvl6@chuka.playstation.co 
-uk> 

NNTP-Posting-Host: infol1955520427.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 
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Rikki Prince wrote: 


> While we're on the topic of randomness (like where you chose to post 

> this...lol), can anyone tell me the best way of getting different random 

> seed each time the game runs? In other languages, mainly on PCs, I've used 
> 'randomize()' or its equivalent, with the current time, to set the seed, 

> this makes it at least slightly different each time you play. Is there any 
> equivalent way which seems to be easiest, and most common? 

> 

> Thanks 

> Rikki 


I have a trick, while a button(s) is pressed then a increase a counter 
and when you need to set the seed use that counter. 


Javi. 


8647 


--MESSAGE FILE 12966 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000983 


——MESSAGE FILE 12967 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000984 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: PAL & NTSC resolutions 

Date: Sun, 13 Jun 1999 21:23:39 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 33 

Message-ID: <7k1416Shn75@chuka.playstation.co.uk> 


References: <7hrf3p$4u56@chuka.playstation.co.uk> <7jb4ve$9666@chuka.playstation.co. 


uk> <7jdpn4S$49v3@chuka.playstation.co.uk> <7 jjrfbSrqe8@chuka.playstation.co.uk> 


NNTP-Posting-Host: vil-5.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MIMEOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Yep, all the posts previous to this thread have completely disappeared from 
this group. 
Hmm very strange. BIW I'm using Outlook Express 4. 


Oh well. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7jjrfbSrqe8@chuka.playstation.co.uk>... 

>> 

>> BTW Is it just me or have all the other posts in 2d_graphics disappeared? 
>> 
>> 
> 
>Do you mean disappeared visually in your newsreader, or do you just mean 
>that not many people have been posting recently? 

>If you mean the former, then if you're using Outlook Express 5 with IE5, 
>goto Tools, choose Options... and look at the Maintenance tab, you should 
>find a setting which deletes read messages after a 5 days. I found this a 
>pain after getting IE5, but it don't tell you its doing this! If its the 
>latter, then its probably because a) there's less new Yarozers asking 
simple 
>2d questions, and b) a lot of Yarozers are doing exams in university, or 
>otherwise, so don't get much chance to get into the ng's. 

> 

>Thanks 

>Rikki 

> 

> 


—-MESSAGE FILE 12967 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00000984 


—-MESSAGE FILE 12968 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000985 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: Sun, 13 Jun 1999 23:09:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <7kla7a$hn710@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7jb4ve$9666@chuka.playstation.co. 
uk> <7jdpn4$49v3@chuka.playstation.co.uk> <7 jjrfbSrqe8@chuka.playstation.co.uk> <7kl 
416Shn75@chuka.playstation.co.uk> 

NNTP-Posting-Host: th-gt145-101.pool.dircon.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Have you tried what I said in Outlook Express 4? I think that may suffer 
from the same "problem". I suggest you try the Options... dialog, from the 
Tools menu. There should be an option under the Maintenance tab. 

Its particularly annoying, as there were a lot of postings which I'd read, 
and was interested in, mainly for the future, stuff way beyond my beginner 
stage, which I knew I'd want to re-read later. 


HTH 
Rikki 


Rad <rad@cyberdude.com> wrote in message 

news: 7k1416Shn75@chuka.playstation.co.uk... 

> Yep, all the posts previous to this thread have completely disappeared 
from 

this group. 

Hmm very strange. BIW I'm using Outlook Express 4. 


Oh well. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Rikki Prince wrote in message <7jjrfbSrqe8@chuka.playstation.co.uk>... 

>> 

>> BTW Is it just me or have all the other posts in 2d_graphics 
isappeared? 

>> 

>> 

> 

>Do you mean disappeared visually in your newsreader, or do you just mean 
>that not many people have been posting recently? 

>If you mean the former, then if you're using Outlook Express 5 with IE5, 
>goto Tools, choose Options... and look at the Maintenance tab, you should 
>find a setting which deletes read messages after a 5 days. I found this a 
>pain after getting IE5, but it don't tell you its doing this! If its the 
>latter, then its probably because a) there's less new Yarozers asking 
simple 
>2d questions, and b) a lot օք Yarozers are doing exams in university, or 
>otherwise, so don't get much chance to get into the ng's. 

> 

>Thanks 

>Rikki 

> 

> 


VVVVVVVVVVVVVVVV VV VV OV VV VV VV VV VV VY 


—-MESSAGE FILE 12968 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000985 
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——MESSAGE FILE 12969 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000986 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: PAL & NTSC resolutions 

Date: Mon, 14 Jun 1999 11:06:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7k2k86Shn713@chuka.playstation.co.uk> 

References: <7hrf3p$4u56@chuka.playstation.co.uk> <7jb4veS9666@chuka.playstation.co. 
uk> <7jdpn4$49v3@chuka.playstation.co.uk> <7 jjrfbSrqe8@chuka.playstation.co.uk> <7kl 
416Shn75@chuka.playstation.co.uk> <7kla7a$hn710@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-17.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Rikki Prince wrote: 

>Have you tried what I said in Outlook Express 4? I think that may suffer 
>from the same "problem". I suggest you try the Options... dialog, from the 
>Tools menu. There should be an option under the Maintenance tab. 


Fixed it! I just had to reset this newsgroup and re-download all the 
messages again. Still seems strange why they disappeared. As for deleting 
messages after x days, I've always had that option turned off so that wasn't 
the problem. 


>Its particularly annoying, as there were a lot of postings which I'd read, 
>and was interested in, mainly for the future, stuff way beyond my beginner 
>stage, which I knew I'd want to re-read later. 


Yeah, thats exactly why I keep all the postings, you never know when it 
might come in handy! 


BTW is there any program that will export newsgroups and let you view them 
independantly of Outlook Express? 


Thanks, 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


>HTH 
>Rikki 
> 


—-MESSAGE FILE 12969 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000986 


——MESSAGE FILE 12970 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000987 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Randomizer problem 

Date: Mon, 14 Jun 1999 15:49:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <37651669.6B8D@bristol.ac.uk> 

References: <7 jqv39S$qtv7@chuka.playstation.co.uk> <7jte32S$qtv1l6@chuka.playstation.co 
-uk> <3763C3BD.3FD6CB43@mundivia.es> 

NNTP-Posting-Host: n71.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 
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Javier Ventoso wrote: 


> 

> I have a trick, while a button(s) is pressed then a increase a counter 
> and when you need to set the seed use that counter. 

> 

> Javi. 


Another way to do it is to increment a counter for every frame of the 
game's front end is displayed (assuming you have one) and then calling 
srand(counter) at the start of the game. 


Cheers, 
Tom 


"I've got a 450MHz PC. Woohoo!" 
—-MESSAGE FILE 12970 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000987 


—--MESSAGE FILE 12971 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000988 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Isometric Games 

Date: Mon, 14 Jun 1999 22:05:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7k3qs1$75r2@chuka.playstation.co.uk> 
References: <7jd9mmS$49vl1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-107.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Christopher Lightfoot <chris@lightfoot3000.freeserve.co.uk> wrote in message 

news: 7j3d9mmS$49vl1l@chuka.playstation.co.uk... 

> I am creating a game that is using 2D graphics but is an isomentric view 
(looks 3d). And i would like to know how do i create multiple pictures 
without having to load the picture each time, also how do i make a graphic 
come to the front 


> 

> 

> 

> 

> Thanks for the help 

> Christopher Lightfoot 
> 
> 


What do you mean by multiple pictures? You can initialise multiple sprites, 
like you do with one. Bringing pictures to the front can be done by sorting 
the sprite (with GsSortSprite) with a different OT depth. I can't remember 

whether the number should go up or down for nearer, but it's probably best 

to experiment anyway. 


Rikki 


—-MESSAGE FILE 12971 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000988 


——MESSAGE FILE 12972 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000989 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Isometric Games 

Date: Mon, 14 Jun 1999 23:35:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <37659132.993760@www.netyaroze-europe. com> 
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References: <7jd9mmS$49vl1l@chuka.playstation.co.uk> <7k3qs1$75r2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: p64s03a03.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


If using GsSortSprite/ GsSortFastSprite the last argument is the depth 
at which you want to place the sprite (analogous to order) where (0 <= 
depth < sizeOfOrderingTable) 


A sprite will appear in front of another that is drawn at a higher 
depth (ie sprite at 0 drawn in front of sprite drawn at depth 1) and 
any sprites all sorted at the same depth will be drawn in order in 
which they are sorted. (ie a first sprite sorted will be drawn in 
front of any sorted later) 


Rob 
—-MESSAGE FILE 12972 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000989 


——MESSAGE FILE 12973 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000990 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Changing bit resolutions. 

Date: Wed, 16 Jun 1999 01:58:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7k6tkj$75r12@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.168.238.13 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Is there any way of changing the bit resolution of an image during 
processing? For example, would it be possible to change an image from 4-bit 
to monochrome (2-bit) whilst a game is running? 


Cheers, 


Scott Ward. 


-—-MESSAGE FILE 12973 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000990 


——MESSAGE FILE 12974 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000991 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: font routine hangs 

Date: Wed, 16 Jun 1999 16:10:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7k8eu8$75r18@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-147.name55.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Help, please! This is driving me NUTS. 


I have a font routine that takes a string and renders it to the screen. It 
uses a tim that contains all the letters in the font and adjusts the u and v 
vaules of a sprite to display the correct one. 


Sometimes it just hangs inside the below while loop after 8 iterations and 
sometimes it works fine. This is the same code without any changes or 
recompilations?? Can anyone see anything in the below while loop that would 
make it do that? 
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while( *text!=0 ) 
{ 


c = *text; 
if ( c< start_char || c>end_char ) // if out of range 
í 
//printf(" ",c); // print space 
} 
else // if in range 
{ 
c = Շ- start_char; 
//printf£ ("54 ::",c); 
across = c % columns; 
down = (c-across) / columns; 


//printf("%d across, %d down \n",across, down) ; 


spriteInfo.u = (fntInfo->start_u) 
spriteInfo.v = (fntInfo->start_v) 
GsSortFastSprite (&spriteInfo, 
éworld_ordering_table[output_buffer_index], 0); 
} 
spriteInfo.x = spriteInfo.x + (fntInfo->char_width) ; // move cursor 
along 
texttt; 
printf( "*"); 
} 


+ (across* (fntInfo->char_width) ); 
+ ; 


(down* (fntInfo->char_height)) 


--MESSAGE FILE 12974 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000991 


——MESSAGE FILE 12975 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000992 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: font routine hangs 

Date: Wed, 16 Jun 1999 18:32:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <7k8n8n$75r19@chuka.playstation.co.uk> 
References: <7k8eu8$75r18@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-42.depacon.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


the hang is caused by the following line: 


GsSortFastSprite (&éspriteInfo, &world_ordering_table[output_buffer_index], 0); 


although I still have no ide why??? 


—-MESSAGE FILE 12975 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000992 


--MESSAGE FILE 12976 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000993 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Scott Cartier <scartier@vmlabs.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: font routine hangs 

Date: Wed, 16 Jun 1999 11:58:14 -0700 
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Organization: SCEA News Server 
Lines: 13 

Message-ID: <3767F3C6.685D7D28@vml] 
References: <7k8eu8$75r18@chuka.pl 
o.uk> 


labs .com> 
laystation.co.uk> <7k8n8nS$75r19@chuka.playstation.c 


NNTP-Posting-Host: vmlabs38.vmlabs.com 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 


X-Mailer: Mozilla 4.6 [en] (Win98; U) 


X-Accept—-Language: en 


Do you have enough packet space allocated? Since you're using one 
sprite per character, if you're trying to display a lot of text it could 
overrun your packet area. Try increasing it to some ungodly large 


number to see if that fixes it. 


GsSortFastSprite (&éspriteInfo, &world_ordering_table[output_buffer_index], 0); 


Scott 

> the hang is caused by the following line: 
> 

> 

> 

> although I still have no ide why??? 


—-MESSAGE FILE 12976 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000993 


—--MESSAGE FILE 12977 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00000994 


Path: chuka.playstation.co.uk!news 
From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 


Subject: Re: font routine hangs 


Date: Wed, 16 Jun 1999 20:34:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 26 
Message-ID: <7k8uda$75r22@chuka.pl 
References: <7k8eu8$75r18@chuka.pl 


Laystation.co.uk> 
laystation.co.uk> <7k8n8nS$75r19@chuka.playstation.c 


o.uk> <3767F3C6.685D7D28@vmlabs.com> 
NNTP-Posting-Host: modem-42.depacon.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I had it set to 24000, but tried 70000 and it still crashes on that line 


after 8 iterations??? 


the routine is in another file (font.c) from main.c. font.c #includes main.h 


which provides 


a definition for the ordering tables stuff but as 'extern' does this sound 


right ?? 


Scott Cartier wrote in message <3767F3C6.685D7D28@vmlabs.com>... 

>Do you have enough packet space allocated? Since you're using one 
>sprite per character, if you're trying to display a lot of text it could 
>overrun your packet area. Try increasing it to some ungodly large 


>number to see if that fixes it. 
> 

>Scott 

> 

> 


>> the hang is caused by the following line: 


>> 


>> GsSortFastSprite (&spriteInfo, &world_ordering_table[output_buffer_index], 


0); 
>> 


>> although I still have no ide why??? 


—-MESSAGE FILE 12977 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00000994 
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--MESSAGE FILE 12978 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000995 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: font routine hangs 

Date: Wed, 16 Jun 1999 20:55:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7k8vkk$75r23@chuka.playstation.co.uk> 

References: <7k8eu8$75r18@chuka.playstation.co.uk> <7k8n8n$75r19@chuka.playstation.c 
o.uk> <3767F3C6.685D7D28@vmlabs.com> <7k8uda$75r22@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-152.name55.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


1 got it! !!! YEEEES. I had mucked about with the update screen routine 
in main.c and wasn't clearing the OT's on the very first iteration of the 
main loop (DOH STUPID!). 


Thanks for the help Scott. 


Matt Verran wrote in message <7k8uda$75r22@chuka.playstation.co.uk>... 

>I had it set to 24000, but tried 70000 and it still crashes on that line 
>after 8 iterations??? 

> 

>the routine is in another file (font.c) from main.c. font.c #includes 
main.h 

>which provides 

>a definition for the ordering tables stuff but as 'extern' does this sound 
>right?? 

> 

> 

>Scott Cartier wrote in message <3767F3C6.685D7D28@vmlabs.com>... 

>>Do you have enough packet space allocated? Since you're using one 
>>sprite per character, if you're trying to display a lot of text it could 
>>overrun your packet area. Try increasing it to some ungodly large 
>>number to see if that fixes it. 

>> 

>>Scott 

>> 

>> 

>>> the hang is caused by the following line: 

>>> 

>>> GsSortFastSprite (&spriteInfo, &world_ordering_table[output_buffer_index], 
>0); 

>>> 

>>> although I still have no ide why??? 

> 

> 


—-MESSAGE FILE 12978 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000995 


——MESSAGE FILE 12979 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000996 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: High resolution 

Date: Thu, 17 Jun 1999 11:29:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <3768CDF1.5AF9@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup15.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.04Gold (Win95; I) 
Hi. 


I'm currently trying to setup a 512x480 PAL resolution with ordering 

tables 

for a game I wish to write, but I am getting problems with the screen 
setup. 

I am getting excessive flickering (more so than normal interlacing). 

When I 
checked, I found the second buffer draws with some vertical lines 
missing, 

although the first buffer draws okay. 


I can't seem to figure out what it is I'm doing wrong! I haven't 
exceeded 

the VSync and I've used the isbg flag and ResetGraph (1). 

I think this has something to do with the framebuffer setup. I have 
already 

checked out George Bain's interlace tutorial and I've read through the 
Yaroze reference manuals. 


Can anyone help? 


Regards 
Harvey 


—-MESSAGE FILE 12979 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000996 


—--MESSAGE FILE 12980 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000997 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: High resolution 

Date: Thu, 17 Jun 1999 22:06:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7kbnt6S4fj6@chuka.playstation.co.uk> 
References: <3768CDF1.5AF9@mdx.ac.uk> 

NNTP-Posting-Host: 195.166.145.136 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Harvey Cotton <hc054@mdx.ac.uk> wrote in message 
news:3768CDF1.5AF9@mdx.ac.uk... 
> Hi. 


I'm currently trying to setup a 512x480 PAL resolution with ordering 

tables 

for a game I wish to write, but I am getting problems with the screen 
setup. 

I am getting excessive flickering (more so than normal interlacing). 

When I 
checked, I found the second buffer draws with some vertical lines 
missing, 

although the first buffer draws okay. 


I can't seem to figure out what it is I'm doing wrong! I haven't 
exceeded 

the VSync and I've used the isbg flag and ResetGraph (1). 

I think this has something to do with the framebuffer setup. I have 
already 

checked out George Bain's interlace tutorial and I've read through the 
Yaroze reference manuals. 


Can anyone help? 


VVVVVVVVVVVVVVV VV VV VV 
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> Regards 
> Harvey 
> 


Have you made sure the both frame buffers are at the same location? 


Herbs 


-—-MESSAGE FILE 12980 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000997 


—-MESSAGE FILE 12981 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000998 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: High resolution 

Date: Fri, 18 Jun 1999 07:41:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <3769EA2E.365D@mdx.ac.uk> 

References: <3768CDF1.5AF9@mdx.ac.uk> <7kbnt6S4fj6@chuka.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Alex Herbert wrote: 

> 

Harvey Cotton <hc054@mdx.ac.uk> wrote in message 
news:3768CDF1.5AF9@mdx.ac.uk... 

> Hi. 


I'm currently trying to setup a 512x480 PAL resolution with ordering 

tables 

for a game I wish to write, but I am getting problems with the screen 
setup. 

I am getting excessive flickering (more so than normal interlacing). 

When I 
checked, I found the second buffer draws with some vertical lines 
missing, 

although the first buffer draws okay. 


I can't seem to figure out what it is I'm doing wrong! I haven't 
exceeded 

the VSync and I've used the isbg flag and ResetGraph (1). 

I think this has something to do with the framebuffer setup. I have 
already 

checked out George Bain's interlace tutorial and I've read through the 
Yaroze reference manuals. 


Can anyone help? 


Regards 
Harvey 


VVVVVVVVVVVVVV VV VV VV VV V 


Have you made sure the both frame buffers are at the same location? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Herbs 


If you mean: GsDefDispBuff(0,0,0,0) then yes. 
Regards Mail: hc054@mdx.ac.uk 
Harvey #ICQ: 4269478 


—-MESSAGE FILE 12981 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000998 
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——MESSAGE FILE 12982 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00000999 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcsc1$4f4j10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
2:88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


-—-MESSAGE FILE 12982 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00000999 


——MESSAGE FILE 12983 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001000 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler,scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee.yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 12983 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001000 


——MESSAGE FILE 12984 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001001 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
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Subject: Pixel perfect collision detection 

Date: Sat, 19 Jun 1999 17:38:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7kgh3jS4fj22@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt144-242.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Does anyone out there have any example code which shows how to do collision 
detection which tests pixel against pixel. I've got a rough idea of the 
theory behind this kind of collision detection, but I need would like to see 
some code to consolidate my ideas. 


Thanks 
Rikki 


—-MESSAGE FILE 12984 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001001 


——MESSAGE FILE 12985 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001002 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.freetalk.english, scee.yaroze.programmin 
g.2d_graphics 

Subject: Bristol Yaroze Meet 

Date: Sat, 19 Jun 1999 19:39:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7kgns4S4fj23@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-77.namel3.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:224 scee.yaroze.freetalk.english: 
4200 scee.yaroze.programming.2d_graphics:1002 


Please read the scee.yaroze.event newsgroup for information on this South of 
England Yaroze Meet. 


Ed :) 


-—-MESSAGE FILE 12985 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001002 


——MESSAGE FILE 12986 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001003 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: User defined fonts 

Date: Sat, 19 Jun 1999 19:50:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7kgohfS4fj24@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-77.namel13.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


I know this has popped up before, but it seems to have been deleted by 
Outlook... anyway... how the jeeves do I make my own font to use in my 
game? Լ had an idea of creating a sprite for every character printed and 
just changing the u and v values of one big sprite but this is unwieldy and 
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silly. How do you do it? I think I remember Rad posting some code from one 
of his projects, but it didn't help. Can any of you? Please? 


Thanks in advance, 
Ed :) 


P.S Sorry for bringing up this topic YET AGAIN... bloody outlook... it's 
changed now though :) 


—-MESSAGE FILE 12986 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001003 


——MESSAGE FILE 12987 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001004 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: User defined fonts 

Date: Sat, 19 Jun 1999 20:23:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7kgqnpS4fj25@chuka.playstation.co.uk> 
References: <7kgohfS$4fj24@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt141-099.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Alright Eddy! Well, what you suggested is the commonest way I've heard of 
doing fonts, which is to have one big tim with your font characters in, and 
write a function which takes a string, and a position, and prints the 
string, by changing the .u and .v for each letter. Also, you could have a 
lookup table of character widths, so you can make the font proportional. The 
only other way I've heard of was to use MoveImage for each letter, but I 
didn't quite understand the description. 

You really want to look up the 'how made his own font ?' message posted by 
MAGNIER Francis on 05/08/98, at 09:39, I believe. It was in this newsgroup, 
and if you cannot find it because Outlook Express deleted loadsa stuff (all 
your 'read' messages), then right click on the newsgroup name in the left 
hand column, choose properties, go to the Local File tab, and choose reset. 
Then reselect the newsgroup, and it will download 300 message headers. If 
its not in these 300, go to Tools, and select Get next 300 headers. 

I hope that sorts it out for you. 


Rikki 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 

news: 7kgohf$4fj24@chuka.playstation.co.uk... 

> I know this has popped up before, but it seems to have been deleted by 

> Outlook... anyway... how the jeeves do I make my own font to use in my 
> game? I had an idea of creating a sprite for every character printed and 
> just changing the u and v values of one big sprite but this is unwieldy 
and 

> silly. How do you do it? I think I remember Rad posting some code from 


> of his projects, but it didn't help. Can any of you? Please? 
> 

> Thanks in advance, 

> 

> Ed :) 

> 

> P.S Sorry for bringing up this topic YET AGAIN... bloody outlook... 
Tes. 

> changed now though :) 

> 

> 


—-MESSAGE FILE 12987 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00001004 


——MESSAGE FILE 12988 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001005 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User defined fonts 

Date: Sun, 20 Jun 1999 13:50:56 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 169 

Message-ID: <7khhk2$33u2@chuka.playstation.co.uk> 
References: <7kgohfS$4fj24@chuka.playstation.co.uk> 
NNTP-Posting-Host: p59-max5.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 

news: 7kgohf$4fj24@chuka.playstation.co.uk... 

> I know this has popped up before, but it seems to have been deleted by 

> Outlook... anyway... how the jeeves do I make my own font to use in my 
> game? I had an idea of creating a sprite for every character printed and 
> just changing the u and v values of one big sprite but this is unwieldy 
and 

> silly. How do you do it? I think I remember Rad posting some code from 
one 

> of his projects, but it didn't help. Can any of you? Please? 


Hi Ed, 


There are a number of different ways you could implement user-defined fonts. 
Probably the easiest is to use a set of predefined sprites and draw them as 

necessary (that way you don't have to mess around with uv values as you draw 
them). It takes a little bit more memory than by having one sprite, but is 

probably worth it for the simplicity. I'll try to describe it below but it 

could get a bit messy :) 


First off define your sprites using something like 


GSSPRITE letter_sprites[52]; // need 52 to hold upper and lower case if 
required 

GsSPRITE number_sprites[10]; 
GsSPRITE symbol_sprites[24]; // use as many symbols as you need 

or to make it a bit cleaner and flexible to allow multiple font sets you can 
wrap them up as a struct like 


typedef struct 
{ 


int width; 

int height; 
int spacing; 
int multicase; 


GsSPRITE letter_sprites[52]; 
GsSPRITE number_sprites[10]; 
GsSPRITE symbol_sprites[24]; 


} Charset; 


Then in the initialisation section of your game set up the sprites so they 
index into the font TIM 


// Set up letters (single case only) 

// the exact implementation will depend on the layout of your TIM 
for (i = 0; i < 26; i++) 

{ 
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LinkSpriteToImage( &char_set-—>letter_sprites[i], 
Get TIMIMAGE (tim_index) ); 


char_set-—>letter_sprites[i].w = width; 

char_set-—>letter_sprites[i].-h = height; 

if (i < 15) 

{ 
char_set-—>letter_sprites[i].u = width + (i * width); 
char_set-—>letter_sprites[i].v = 2 * height; 

} 

else 

{ 
char_set-—>letter_sprites[i].u = ((i-15) * width); 
char_set-—>letter_sprites[i].v = 3 * height; 


} 


// and then do all the digits and symbols.... 
Then when you are drawing text to the screen you do something like 


length = strlen(string); 
for (i = 0; i < length; i++) 
í 


sprite = GetSpriteForCharacter(char_set, *string); 


if (sprite) 
{ 


sprite->x x; 
sprite->y Մ: 
sprite->r = sprite->g = sprite->b = 128 + brightness; 


GsSortSprite(sprite, ot, 0); 
} 


x += char_set->width + char_set-—>spacing; 


stringtt+; 


where GetSpriteForCharacter works out which sprite to draw along the lines 
of 


// Make all one case 
if (character >= 65 && character <= 90) 
{ 
if (char_set-—>multicase) 
character += 58; 
else 
character += 32; 


} 


// Check if letter 
if (character >= 97 && character <= 148) 


index = ((int) character) - 97; 
result = &char_set—>letter_sprites [index]; 


else 


// Check if digit 
if (character >= 48 && character <= 57) 
{ 
index = ((int) character) - 48; 
result = &char_set-—>number_sprites [index]; 
} 
// Must be symbol 
else 
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{ 


switch (character) 

{ 
case ' ': 
result = &char_set-—>symbol_sprites[0]; 
break; 


case '!'; 
result = &char_set-—>symbol_sprites[1]; 
break; 


// I'm sure you get the idea... 


default: 
result = NULL; 
break; 
} 
} 
} 
Simple as that (if you understood any of that mess :) ). There are a couple 


Yaroze demos kicking around with similar sorts of implementations (the above 
code is a derivative of one of those if I remember correctly) if you want a 
full solution. 


Let me know if you need more help in a specific area. 


Hope this helps 


Mario 


Mario Wynands 

Company Director/Producer 
SIDHE INTERACTIVE 
mario@sidhe.co.nz 
http://www.sidhe.co.nz 
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-—-MESSAGE FILE 12988 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001005 


—-MESSAGE FILE 12989 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001006 

Path: chuka.playstation.co.uk!news 

From: "Steve Davison" <steve@sdar.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Where's yaroze site? 

Date: Sun, 20 Jun 1999 11:47:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7kigfr$33u4@chuka.playstation.co.uk> 
References: <7jilunSrge4@chuka.playstation.co.uk> 
NNTP-Posting-—Host: sdar.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Doglife <doglife@cyberdude.com> wrote in message 
news: 7jilunS$rqe4@chuka.playstation.co.uk... 

> Hi 

> 

> Where did the yaroze member site went to? 

> 

> 
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I Couldnt find it either....After a bit of searching I found it at 
http://www.netyaroze-europe.com/yaroze/ 


—-MESSAGE FILE 12989 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001006 


——MESSAGE FILE 12990 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001007 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User defined fonts 

Date: Sun, 20 Jun 1999 12:28:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7kijaj$33u7@chuka.playstation.co.uk> 

References: <7kgohf$4fj24@chuka.playstation.co.uk> <7khhk2$33u2@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: th-gt141-022.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


[snipped all message] 


So in basic terms, that would be the same as using one big sprite with the 
font in, but rather than work out the .u and .v as you display the string, 
you work them out to start with and stick them in an array, or even an array 
of GsSPRITEs? Cool, really cleans it up, doesn't it! 


Thanks 
Rikki 


—-MESSAGE FILE 12990 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001007 


—-MESSAGE FILE 12991 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001008 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Changing bit resolutions. 

Date: Sun, 20 Jun 1999 18:40:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <376d35ad.13111395@www.netyaroze-europe. com> 
References: <7k6tkj$75r12@chuka.playstation.co.uk> 
NNTP-Posting-Host: pEBslla01l.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


see previous long winded reply on freetalk 


On Wed, 16 Jun 1999 01:58:15 +0100, "Scott Ward" 
<scott.ward6é@virgin.net> wrote: 


>Is there any way of changing the bit resolution of an image during 
>processing? For example, would it be possible to change an image from 4-bit 
>to monochrome (2-bit) whilst a game is running? 

> 

>Cheers, 

> 

>Scott Ward. 

> 

> 


—-MESSAGE FILE 12991 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001008 
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--MESSAGE FILE 12992 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001009 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: High resolution 

Date: Sun, 20 Jun 1999 18:40:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <376d35b2.13116018@www.netyaroze-europe. com> 

References: <3768CDF1.5AF9@mdx.ac.uk> <7kbnt6S4fj6@chuka.playstation.co.uk> <3769EA2 
E.365D@mdx.ac.uk> 

NNTP-Posting-—Host: pEBslla01l.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


if youre getting the sort of effect I got occasionally on my only hi 
res work, I think it was either because the amount of time the screen 
took to draw was very close or over the vertical refresh rate. 


This might be it, but not sure, as I think you'll probably be aware of 
that anyway :) 


Rob 


On Fri, 18 Jun 1999 07:41:50 +0100, Harvey Cotton <hc054@mdx.ac.uk> 
wrote: 


>Alex Herbert wrote: 

>> 

>> Harvey Cotton <hc054@mdx.ac.uk> wrote in message 
>> news:3768CDF1.5AF9@mdx.ac.uk... 


>> > Hi. 
>> > 
>> > I'm currently trying to setup a 512x480 PAL resolution with ordering 
>> > tables 
>> > for a game I wish to write, but I am getting problems with the screen 
>> > setup. 
>> > I am getting excessive flickering (more so than normal interlacing). 
>> > When I 
>> > checked, I found the second buffer draws with some vertical lines 
>> > missing, 
>> > although the first buffer draws okay. 
>> > 
>> > I can't seem to figure out what it is I'm doing wrong! I haven't 
>> > exceeded 
>> > the VSync and I've used the isbg flag and ResetGraph(1). 
>> > I think this has something to do with the framebuffer setup. I have 
>> > already 
>> > checked out George Bain's interlace tutorial and I've read through the 
>> > Yaroze reference manuals. 
>> > 
>> > Can anyone help? 
>> > 
>> > Regards 
>> > Harvey 
> 


>> 
>> 
>> Have you made sure the both frame buffers are at the same location? 
>> 


>> Herbs 

> 

>If you mean: GsDefDispBuff(0,0,0,0) then yes. 
>—— 

>Regards Mail: hc054@mdx.ac.uk 

>Harvey #ICQ: 4269478 

> 


--MESSAGE FILE 12992 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001009 
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--MESSAGE FILE 12993 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001010 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User defined fonts 

Date: Sun, 20 Jun 1999 18:44:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <376d35be.13127668@www.netyaroze-europe. com> 

References: <7kgohf$4fj24@chuka.playstation.co.uk> <7khhk2$33u2@chuka.playstation.co 
-uk> <7kijaj$33u7@chuka.playstation.co.uk> 

NNTP-Posting-Host: pEBslla01l.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


advenutere game has a text handling routine already done. Mine is 
slightly different to the others. ( i think) 


I parse the text string once, and use movelImage to copy each letter 
one at a time from their original location to a part of vram 
designated as the sentance sprite. 


This is good, as it means that processing is only done once, after 
that I just have to draw one sprite to get all my text on screen, thus 
avoiding slowing the game down every frame by an inordinate amount, 
although there is still a time 'spike' during the one frame when it 
gets processed. I meant to avoid that by processing a maximum of 4/5 
characters (or one wordc) per frame, which would look nice as you 
would see the sentance getting written on screen... 


Off the top of my head, I think its in font.c/h or text.c/h in the 
adventure game zip file on my web site 
www.netyaroze-europe.com/~middex2 


On Sun, 20 Jun 1999 12:28:43 +0100, "Rikki Prince" 
<netyaroze@rprince.dircon.co.uk> wrote: 


>[snipped all message] 

> 

>So in basic terms, that would be the same as using one big sprite with the 
>font in, but rather than work out the .u and .v as you display the string, 
>you work them out to start with and stick them in an array, or even an array 
>of GsSSPRITES? Cool, really cleans it up, doesn't it! 

> 

>Thanks 

>Rikki 

> 

> 


-—-MESSAGE FILE 12993 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001010 


——MESSAGE FILE 12994 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001011 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User defined fonts 

Date: Mon, 21 Jun 1999 12:20:16 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 
Message-ID: <7kk0m0$33u17@chuka.playstation.co.uk> 

References: <7kgohf$4fj24@chuka.playstation.co.uk> <7khhk2$33u2@chuka.playstation.co 
-uk> <7kijaj$33u7@chuka.playstation.co.uk> <376d35be.13127668@www.netyaroze-europe.c 
om> 

NNTP-Posting-Host: pl2-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MIMEOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 
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news :376d35be.13127668@www.netyaroze-europe.com... 
advenutere game has a text handling routine already done. Mine is 
slightly different to the others. ( i think) 


I parse the text string once, and use movelImage to copy each letter 
one at a time from their original location to a part of vram 
designated as the sentance sprite. 


VV NV V V V 


But doesn't this 


a. limit the amount of characters you can have in a sentence 
b. restrict you to displaying only a single sentence at a time 


although I like the idea of processing the string only once. 
As for the speed thing, I just had a look at your code and saw 


{ 
tAscii = tText [tEndWordCheckLetter]; 


if (tAscii == 33) tLetterCode = 62; // 3 
if (tAscii == 34) tLetterCode = 63; 7/7 
if (tAscii == 39) tLetterCode = 64; // ™ 
if (tAscii == 40) tLetterCode = 65; Labor 
if (tAscii == 41) tLetterCode = 66; // ) 
if (tAscii == 43) tLetterCode = 67; // + 
if (tAscii == 44) tLetterCode = 68; // , 
if (tAscii == 45) tLetterCode = 69; // - 
if (tAscii == 46) tLetterCode = 70; Lf: 
if (tAscii == 58) tLetterCode = 71; LITR 
18 (tAscii == 59) tLetterCode = 72; LE 
if (tAscii == 61) tLetterCode = 73; // = 
if (tAscii == 63) tLetterCode = 74; // ? 
if ((tAscii >47) && (tAscii <58)) tLetterCode = tAscii-48; 
// numbers 
if ((tAscii >64) ճն (tAscii <91)) tLetterCode = tAscii-55; 
// upper case 
if ((tAscii >96) եռ (tAscii <123)) tLetterCode = tAscii-61; 
// lower case 
tEndWordxX += LetterWidth[tLetterCode]; 
tEndWordCheckLettert++; 
} 
It may be better structured like the following 
{ 
tAscii = tText [tEndWordCheckLetter]; 
if ((tAscii >96) && (tAscii <123)) 
{ 
tLetterCode = tAscii-61; // lower case 
} 
else 
{ 
if ((tAscii >64) && (tAscii <91)) 
{ 
tLetterCode = tAscii-55; // upper case 
} 
else 
{ 
if ((tAscii >47) && (tAscii <58)) 
{ 
tLetterCode = tAscii-48; // numbers 
} 
else 
{ 
if (tAscii == 33) tLetterCode = 62; // 3 
if (tAscii == 34) tLetterCode = 63; // " 
if (tAscii == 39) tLetterCode = 64; i as 
if (tAscii == 40) tLetterCode = 65; // ( 
if (tAscii == 41) tLetterCode = 66; // ) 
if (tAscii == 43) tLetterCode = 67; // + 
if (tAscii == 44) tLetterCode = 68; tebe; 
if (tAscii == 45) tLetterCode = 69; Lh 
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f 
if 
if 
If 
if 


} 
} 


tAscii == 


( 

(tAscii 
(tAscii 
(tAscii 
( 


tAscii == 


46) tLetterCode = 70; JI os 
== 58) tLetterCode = 71; Z 
== 59) tLetterCode = 72; LI aie 
== 61) tLetterCode = 73; // = 
== 63) tLetterCode = 74; // ? 


tEndWordX += LetterWidth[tLetterCode]; 
tEndWordCheckLetter+t+; 


} 


In theory, if your sentences are made up mostly of upper and lower case 
characters then you will be only doing two tests for the majority of each 
instead of doing sixteen tests for every 
character as before. That should give you a bit of a speed up (especial 
seeing as this test logic appears twice in that function). You could al 
try turning all that symbol test stuff into a 'case' statement. 


character in the sentence, 


Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


lly 
Lso 
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—-MESSAGE FILE 12994 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001011 


——MESSAGE FILE 12995 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001012 


Path: chuka.playstation.co.uk!news 


Lines: 17 


Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 3.04Gold 


Barry & Robert Swan wrote: 


that anyway :) 


VVVVVVV VV 


Rob 


7bit 
(Win95; 


This might be it, but not sure, 


From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: High resolution 
Date: Mon, 21 Jun 1999 08:23:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 


Message-ID: <376DE864.3AD6@mdx.ac.uk> 
References: <3768CDF1.5AF9@mdx.ac.uk> <7kbnt6$4fj6@chuka.playstation.co.uk> <3769EA2 
E.365D@mdx.ac.uk> <376d35b2.13116018@www.netyaroze-europe. com> 
NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 


charset=us-ascii 


T) 


if youre getting the sort of effect I got occasionally on my only hi 
res work, I think it was either because the amount of time the screen 
took to draw was very close or over the vertical refresh rate. 


as I think you'll probably be aware of 


What res did you do your revolution game in? I know I must be doing 


something wrong! 


Regards Mail: hc054@mdx.ac.uk 


Harvey #ICQ: 4269478 


—-MESSAGE FILE 12995 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001012 


——MESSAGE FILE 12996 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001013 


Net Yaroze newsgroups message dump.txt Page 8668 


Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User defined fonts 

Date: Mon, 21 Jun 1999 17:57:03 GMT 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <376e7a68.168774878@news.scea.sony.com> 

References: <7kgohf$4fj24@chuka.playstation.co.uk> <7khhk2$33u2@chuka.playstation.co 
.uk> <7kijaj$33u7@chuka.playstation.co.uk> 

NNTP-Posting-Host: vmlabs98.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I actually do it two different ways in Decaying Orbit. 


The first method is identical to what Adventure Game does (if I 
understand correctly). I parse my string and use MovelImage to 
transfer the characters to another section of VRAM. Then I just sort 
that other section as a sprite. As Rob (or is it Barry?) says, this 
saves processing power in the long run as it doesn't have to re-parse 
the text each frame. However, it does have that processing-spike at 
the initial parsing. Again, similar to what Rob said, I get around 
this by only processing a small amount of text each frame. 


One other drawback is that, unless you play tricks, you're limited to 
however much text you can fit in one TPage. I made my font small 
(8x12) so I could fit quite a bit. 


I use this for all the text in the shops, the time display during the 
game, the status box in the level editor, and a few other places. 


The second way I display text is the one-sprite-per-character thing. 
This has the advantage of allowing me to scale/rotate/color the 
characters individually. I use this for the opening title, 
scrolling-text sequences, and level complete bonus summaries. 


Scott 
—-MESSAGE FILE 12996 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001013 


--MESSAGE FILE 12997 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001014 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: High resolution 

Date: Mon, 21 Jun 1999 20:41:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <376ea302.368567@www.netyaroze-europe. com> 

References: <3768CDF1.5AF9@mdx.ac.uk> <7kbnt6S$4fj6@chuka.playstation.co.uk> <3769EA2 
E.365D@mdx.ac.uk> <376d35b2.13116018@www.netyaroze-europe.com> <376DE864.3AD6@mdx.ac 
.uk> 

NNTP-Posting-Host: p23s06a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


It was at 640x 511 (not 512, as last line doesnt clear). 


The source code is with the download off my page if you want to have a 
look. Im sure I didnt do anything that wasn't obvious seeing as it was 
my first (AHEM) 'game', and Im sure you are likely to be doing most 
things right, so maybe its worth you sticking up a version of your 
code so we can have a check...? 


Rob 


On Mon, 21 Jun 1999 08:23:16 +0100, Harvey Cotton <hc054@mdx.ac.uk> 
wrote: 


>Barry & Robert Swan wrote: 
>> 


>> if youre getting the sort of effect I got occasionally on my only hi 
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>> res work, I think it was either because the amount of time the screen 
>> took to draw was very close or over the vertical refresh rate. 

>> 
>> This might be it, but not sure, as I think you'll probably be aware of 
>> that anyway :) 

>> 

>> Rob 

> 

>What res did you do your revolution game in? I know I must be doing 
>something wrong! 


>—— 

>Regards Mail: hc054@mdx.ac.uk 
>Harvey #ICQ: 4269478 

> 


—-MESSAGE FILE 12997 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001014 


——MESSAGE FILE 12998 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001015 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: User defined fonts 

Date: Mon, 21 Jun 1999 20:49:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 137 

Message-ID: <376ea3al1.528157@www.netyaroze-europe.com> 

References: <7kgohf$4fj24@chuka.playstation.co.uk> <7khhk2$33u2@chuka.playstation.co 
-uk> <7kijaj$33u7@chuka.playstation.co.uk> <376d35be.13127668@www.netyaroze-europe.c 
օո» <7kk0m0$33u17@chuka.playstation.co.uk> 

NNTP-Posting-—Host: p23s06a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Um, there were reasons for me doing things so badly. it was called 
"stupidity'. I mean, at least I could have put the character parsing 
routine in a seperate function :) 


I had to do it twice, because first time round I needed to find where 
the word length would go over the tpage limit of 256 pixels wide, so 
that I could then start actually drawing the images on the next line. 


I wasn't limited to one sentance cos it could handle going to a new 
line. If only id had a bit of thought and included colour codes and 
tabs and stuff it could have been much nicer. 


Thinking about it there arent particularly any reasons why it should 
be limited to 256 pixels wide - just have an area 320 pixels big and 
use two sprites - a lot better than individual character parsing. 


Also, this meant I could do some cheesy effects neatly (although there 
are a lot betteer ones doing it on a char by char basis) - I took the 
sentance sprite and drew it twice, first with subtractive semi trans, 
and then additive with a small offset, to give it an antialiased 
standout effect, which I think is pretty neat. 


What I would probably do now just to save even more time on parsing 


tet I would make it a two stage process - on debug versions only it 
would parse the string so that every character's new code matched 
exactly the position of the character in the .tim, (ie a = 0, A = 26, 


! = 52 or summat like that) and stick this into an .object file, which 
would then be used by a much simpler and faster text parsing routine 
(ie no cross checks needed as below). For a final version, just remove 
the text conversion part, as the object file will still be the same. 


On Mon, 21 Jun 1999 12:20:16 +1200, "Mario Wynands" 
<mario@sidhe.co.nz> wrote: 


>Barry & Robert Swan <yaroze@theburrow.co.uk> wrote in message 

>news :376d35be.13127668@www.netyaroze-europe.com... 

>> advenutere game has a text handling routine already done. Mine is 
>> slightly different to the others. ( i think) 
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>> 
>> 


I parse the text string once, and use movelImage to copy each letter 
one at a time from their original location to a part of vram 


>> designated as the sentance sprite. 

> 

>But doesn't this 

> 

>a. limit the amount of characters you can have in a sentence 

>b. restrict you to displaying only a single sentence at a time 

> 

>although I like the idea of processing the string only once. 

> 

>As for the speed thing, I just had a look at your code and saw 

> 

> { 

> tAscii = tText [tEndWordCheckLetter]; 

> if (tAscii == 33) tLetterCode = 62; // ! 

> if (tAscii == 34) tLetterCode = 63; Z n 

> if (tAscii == 39) tLetterCode = 64; // ' 

> if (tAscii == 40) tLetterCode = 65; /7 ( 

> if (tAscii == 41) tLetterCode = 66; // ) 

> if (tAscii == 43) tLetterCode = 67; // + 

> if (tAscii == 44) tLetterCode = 68; // y 

> if (tAscii == 45) tLetterCode = 69; // - 

> if (tAscii == 46) tLetterCode = 70; // 

> if (tAscii == 58) tLetterCode = 71; // 

> if (tAscii == 59) tLetterCode = 72; // ; 

> if (tAscii == 61) tLetterCode = 73; // = 

> if (tAscii == 63) tLetterCode = 74; // ? 

> if ((tAscii >47) && (tAscii <58)) tLetterCode = tAscii-48; 
>// numbers 

> if ((tAscii >64) && (tAscii <91)) tLetterCode = tAscii-55; 
>// upper case 

> if ((tAscii >96) եռ (tAscii <123)) tLetterCode = tAscii-61; 
>// lower case 

> tEndWordX += LetterWidth[tLetterCode]; 

> tEndWordCheckLetter++; 

> } 

> 

> 

>It may be better structured like the following 

> 

> í 

> tAscii = tText [tEndWordCheckLetter]; 

> 1f ((tAscii >96) && (tAscii <123)) 

> { 

> tLetterCode = tAscii-61; // lower case 

> } 

> else 

> { 

> if ((tAscii >64) && (tAscii <91)) 

> { 

> tLetterCode = tAscii-55; // upper case 

> } 

> else 

> { 

> if ((tAscii >47) && (tAscii <58)) 

> { 

> tLetterCode = tAscii-48; // numbers 

> } 

> else 

> { 

> if (tAscii == 33) tLetterCode = 62; // 3 
> if (tAscii == 34) tLetterCode = 63; ՄԱՐԶԻ 
- if (tAscii == 39) tLetterCode = 64; (fo 
> if (tAscii == 40) tLetterCode = 65; // ( 
> if (tAscii == 41) tLetterCode = 66; // ) 
> if (tAscii == 43) tLetterCode = 67; // + 
> if (tAscii == 44) tLetterCode = 68; // ;, 
> if (tAscii == 45) tLetterCode = 69; // - 
> if (tAscii == 46) tLetterCode = 70; Idex 
> if (tAscii == 58) tLetterCode = 71; 7 7 Cs 
> if (tAscii == 59) tLetterCode = 72; tht 
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> if (tAscii == 61) tLetterCode = 73; // = 
> if (tAscii == 63) tLetterCode = 74; // ? 
> } 

> } 

> } 

> tEndWordxX += LetterWidth[tLetterCode]; 

> tEndWordCheckLettert++; 

> } 

> 


>In theory, if your sentences are made up mostly of upper and lower case 


>characters then you will be only doing two tests for the majority of each 


>character in the sentence, instead of doing sixteen tests for every 
>character as before. That should give you a bit of a speed up (especial 


lly 


>seeing as this test logic appears twice in that function). You could al 
>try turning all that symbol test stuff into a 'case' statement. 
> 

> 

>Regards 

> 

>Mario 

> 

>mario@sidhe.co.nz 

>www.sidhe.co.nz 

> 

> 


LSO 
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--MESSAGE FILE 12998 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001015 


——MESSAGE FILE 12999 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001016 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Bored? No! Why not have a go at this anyway.... 
Date: Tue, 22 Jun 1999 13:38:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7k0056$33u24@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-12.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Ok, I've got some time to mess about on my yaroze again (not sure how long 


it will last though :-/) 
and so I've got a few questions from which I want to just kick up a few 
ideas from people. 


BTW all these questions are for a side scrolling shoot'em up game 


I'm gonna have a look at the BG functions sometime soon but what I need is a 


format for storing the levels. 


Remember think in terms of a side scrolling shoot'em up with space ships. 


Now for the levels I need to store: 

* the background (not necessarily 16x16 bitmaps some will probably be 
larger) - with background collision detection 

* the enemy locations within the level 

any other objects i.e. power ups 

current location of player 

an easy way to edit this information (level editor?) 

anything else? 


+ + FF 


I have a few ideas for how I might go about doing this but I'd like hear any 


ideas you may have. 


If you could just throw some ideas, code (structures, functions), anything 


on how to implement this I would be grateful. 
Thanks, 


Rad. 
rad@cyberdude.com 


Net Yaroze newsgroups message dump.txt Page 8672 


http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 12999 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001016 


—--MESSAGE FILE 13000 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001017 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: What do'you mean I have to brush up on me maths! 
Date: Tue, 22 Jun 1999 14:03:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <7koljf£$33u25@chuka.playstation.co.uk> 
NNTP-Posting-Host: vil-12.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


At the moment I have an enemy ship which only fires forward but I want the 

bullet to travel in the direction of the player, but not follow the player. 
So the bullet uses the player's x and y position when it is first fired and 
continues traveling in that direction until it leaves the screen. 


I wrote some code ages ago based on Bresenham's algorithm that I might be 
able to use but to be honest I can't be arsed to find it, plus I'm not sure 
it will work for this. 


So any ideas on how I can do this? 

Thanks, 

Rad. 

rad@cyberdude.com 

http://www.netyaroze-europe.com/~radpsx 

p.s. another question: 

If I increment a variable every frame/program loop (i.e. countert++) 
and want to do something if counter reaches x 


then is it safe to do a test like this: if (counter == x) 
or is it better to do this: if (counter >= x) ? 


I take it the second 'if' performs two 'if' statements where as the first 
only performs one which makes the first one quicker? But is it safer? (i.e. 
to assume that counter will ALWAYS increment by one). 


-—-MESSAGE FILE 13000 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001017 


—--MESSAGE FILE 13001 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001018 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 
Date: Tue, 22 Jun 1999 17:33:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <7kodt4$33u26@chuka.playstation.co.uk> 
References: <7kol1jf$33u25@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt145-002.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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Rad <rad@cyberdude.com> wrote in message 

news: 7ko1jf$33u25@chuka.playstation.co.uk... 

> At the moment I have an enemy ship which only fires forward but I want the 
> bullet to travel in the direction of the player, but not follow the 
player. 
> So the bullet uses the player's x and y position when it is first fired 
and 
> continues traveling in that direction until it leaves the screen. 

> 

Well you just set the x and y of the bullet sprite to the x and y of the 
ship sprite, when the player presses the fire button. Then each loop you 
test whether a bullet has been fired, and if it had update its position. As 
for the angle to move it, I'm not too sure, but there's a few examples out 
there, such as Nick F's aw_special.zip from 
www.netyaroze-europe.com/~rookiel 

I hope that helps in at least the slightest (not likely!) 


> I wrote some code ages ago based on Bresenham's algorithm that I might be 
> able to use but to be honest I can't be arsed to find it, plus I'm not 
sure 

> it will work for this. 


So any ideas on how I can do this? 

Thanks, 

Rad. 

rad@cyberdude.com 

http://www.netyaroze-europe.com/~radpsx 

p.s. another question: 

If I increment a variable every frame/program loop (i.e. countert++) 
and want to do something if counter reaches x 


then is it safe to do a test like this: if (counter == x) 
or is it better to do this: if (counter >= x) ? 


I take it the second 'if' performs two 'if' statements where as the first 
only performs one which makes the first one quicker? But is it safer? 

i.e. 

> to assume that counter will ALWAYS increment by one). 

> 

> 

As far as I know, it shouldn't skip, so I don't think you'd need to check to 
see if its equal to or above than x. However, if you're changing the counter 
elsewhere, in other functions, it my not change once every frame, which 
would muck up your testing. If you definitely will never change the variable 
more than once per frame, then == should be ok. However, I don't know if 
there's any history of counters skipping, and if you're that worried, use 
>=, or do some testing. 


~VVVVVVVVVV VV VV VV V 


—-MESSAGE FILE 13001 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001018 


—-MESSAGE FILE 13002 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001019 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Bored? No! Why not have a go at this anyway.... 

Date: Tue, 22 Jun 1999 16:42:51 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <376fb87c.250214483@news.scea.sony.com> 

References: <7ko0056$33u24@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs98.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


I can tell you how I have the levels in my game coded. Maybe that'll 
be of some use. 
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I use two separate arrays for the levels. Each level has an entry in 
each of the two arrays. They are arranged sequentially so the fifth 
level corresponds to the fifth element in both arrays (that's a good 
movie btw). 


The first array dictates the layout of the levels. I have a branching 
structure so I needed some way to tell what levels lead to what. This 
array is also where I tell what the time limit for the level is as 
well as how fast the player has to complete it to get the time bonus. 


The second array stores the level objects themselves. Each object has 
a TYPE, SUBTYPE, SUBTYPE2, SCALE, X, and Y components. Naturally, not 
all object types need every one of those components. Enemies for 
example don't need a SCALE since they don't change size. In that case 
I can reuse the SCALE parameter to be hold whatever information I 
want. For enemy turrets I use it to store the angle they face at the 
beginning of the level. 


For your game I would probably separate out the background information 
from the enemy/powerup locations. For one thing, since the background 
info will probably be a huge structure, it would make dealing with the 
enemy info much easier. However, if the enemies are tightly coupled 
with the background that would make things a bit more difficult. 


As for collision detection, I would make that its own function (or set 
of functions). Make it general enough to handle anything. That way 
when you get to cranking out hundreds of levels (heh) you don't need 
to worry about getting the collision correct for each one. Your 
general function will handle them all. 


Scott 
—-MESSAGE FILE 13002 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001019 


--MESSAGE FILE 13003 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001020 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: High resolution 

Date: Tue, 22 Jun 1999 18:17:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <376FC521.4D6B@mdx.ac.uk> 

References: <3768CDF1.5AF9@mdx.ac.uk> <7kbnt6$4fj6@chuka.playstation.co.uk> <3769EA2 
E.365D@mdx.ac.uk> <376d35b2.13116018@www.netyaroze-europe.com> <376DE864.3AD6@mdx.ac 
-uk> <376ea302.368567@www.netyaroze-europe. com> 

NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Barry & Robert Swan wrote: 


> 

> It was at 640x 511 (not 512, as last line doesnt clear). 

> 

> The source code is with the download off my page if you want to have a 
> look. Im sure I didnt do anything that wasn't obvious seeing as it was 
> my first (AHEM) 'game', and Im sure you are likely to be doing most 

> things right, so maybe its worth you sticking up a version of your 

> code so we can have a check...? 

> 

> Rob 


Okey dokey, I've put up the code (work.zip) which is available at: 
http://www.netyaroze-europe.com/~harveyc/ftp/work.zip 

There's not much to see, but the code is part of a 2d library I'm 
working on. 

Regards Mail: hc054@mdx.ac.uk 

Harvey #ICQ: 4269478 
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-—-MESSAGE FILE 13003 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001020 


——MESSAGE FILE 13004 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001021 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 
Date: Tue, 22 Jun 1999 17:07:07 GMT 

Organization: SCEA News Server 

Lines: 55 

Message-ID: <376fbd21.251404588@news.scea.sony.com> 

References: <7koljf£$33u25@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs98.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>At the moment I have an enemy ship which only fires forward but I want the 

>bullet to travel in the direction of the player, but not follow the player. 
>So the bullet uses the player's x and y position when it is first fired and 
>continues traveling in that direction until it leaves the screen. 

> 

>So any ideas on how I can do this? 


You know the enemy location and the player location so you can use 
those two pairs of X,Y coordinates to form a vector. Convert the 
vector to a unit vector so the distance doesn't affect the speed of 
the bullet. Then each frame you add this vector to the current bullet 
position to make it move. Multiply each component of the unit vector 
by some value to make the bullet go faster/slower. 


Take note. Unless your bullet is moving very quickly, you'll need to 
make sure you have enough precision in your X,Y to avoid cumulative 
rounding errors. 


For instance, if your bullet vector turns out to be dX=4.1 dY=3.9 
(43.6 degrees) then when you add this to your sprite location it will 
only add the decimal part dX=4 dY=3 (36.9 degrees). A noticable 
difference. 


>If I increment a variable every frame/program loop (i.e. countert++) 
>and want to do something if counter reaches x 

>then is it safe to do a test like this: if (counter == x) 

>or is it better to do this: if (counter >= x) ? 


First thing, unless you reset the counter once it reaches 'x' then you 
need to use the first 'if'. Using the second one will cause the 'if' 
to be evaulated as TRUE every frame after it reaches 'x' (which may or 
may not be your desired affect). 


In general you're safe using the 'if (counter == x)'. 


>I take it the second 'if' performs two 'if' statements where as the first 
>only performs one which makes the first one quicker? 


Not necessarily. I don't know the instruction set of the processor in 
the Yaroze, but most processors can test all conditions in the same 
amount of time (==, !=, <, >, >=, <=). 


> But is it safer? (i.e. to assume that counter will ALWAYS increment by one). 


As long as you can guarantee the code that increments the counter will 
be called once and only once then yes it's safe. If you have two 
pieces of code that can potentially increment the counter, or if you 
could call the incrementing function more than once, then it might 

not be safe. Depends on how confident a coder you are :) 


Scott 
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—-MESSAGE FILE 13004 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001021 


—--MESSAGE FILE 13005 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001022 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: ugly messed-up sprite! 

Date: Thu, 24 Jun 1999 17:59:16 -0400 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <3772AA34.DB604D12@aol.com> 

NNTP-Posting-Host: 98AE46D9.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


I tried putting 2 sprites on screen, and i did with correct size, but 


the colours are all messed up. I heard people say you have to do 
something to the CLUTS, but I'm not sure exactly. Someone please give 
me detailed info on how to do this. Thank you! 


ometwally 


—-MESSAGE FILE 13005 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001022 


--MESSAGE FILE 13006 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001023 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Reading Pixel information within Tim 

Date: Fri, 25 Jun 1999 01:17:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3772CA85.452D3FFC@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: modem-88.benadryl.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


I am currently trying to develop several collision detection routines to 
include on my web site and a simple solution hit me, If I created a TIM 
which consisted of two colors only, 

black - can go here & 

white - can't go here, 

and simply mapped the players coords onto this image, collisions could 
be detected. 

(not unlike Mario Kart on the SNES) 


The question is: 
How do you access the colour of an images individual pixels?? 


Bruce M 


-—-MESSAGE FILE 13006 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001023 


--MESSAGE FILE 13007 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001024 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ugly messed-up sprite! 
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Date: 25 Jun 1999 07:56:21 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <7kvcn5Sqpv13@chuka.playstation.co.uk> 
References: <3772AA34.DB604D12@aol.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Well, if your TIM's are 4,8-bit then you have to load 
the CLUT's. Make sure they are loaded in a free area 
of VRAM. 


I suggest reading the Net Yaroze Programming FAQ and 
taking a look at the Net Yaroze Programming Tutorial. 
Both are located on the members website. 


George@SCEE 


In article <3772AA34.DB604D12@aol.com>, Metwally7@aol.com says... 
> 
>I tried putting 2 sprites on screen, and i did with correct size, but 
>the colours are all messed up. I heard people say you have to do 
>something to the CLUTS, but I'm not sure exactly. Someone please give 
>me detailed info on how to do this. Thank you! 

> 
>ometwally 
> 


—-MESSAGE FILE 13007 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001024 


—-MESSAGE FILE 13008 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001025 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: ugly sprite-ling is not changing! 

Date: Fri, 25 Jun 1999 12:38:19 -0400 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3773B07B.27E19B85@aol.com> 

NNTP-Posting-—Host: ABD6D46B.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 


in regards to the reply to my previous message about the "ugly sprite" 


i was using George Bain's Ch. 4 (sprite collision) tutorial, example 
4-bounding boxes (restore). I tried replacing George's sprites with my 
sprites, and that's when the sprites were messed up. actually, i moved 
them around a bit and player 2 is fine, but player 1 is cut off at the 
top. and before anyone says its the code's fault, i should say that i 
modified it to use 2 hex addresses. the cluts are in free vram space, 
BUT the problem is that some spots that i move the sprite to in timtool 


kind of mutilate it while others semi-mutilate it. WHERE IN TIM TOOL AM 
I SUPPOSE TO MOVE THE TIMS?! ( i know not to put them in the green or 
brown areas. for some reason it changes the sprite when i move it to 
different areas in the light blue FREE areas in tim tool. i guess the 


latter questions is giving me the most trouble. 


thank you, 
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Omar 


—-MESSAGE FILE 13008 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001025 


——MESSAGE FILE 13009 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001026 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: ugly sprite-ling is not changing! 

Date: Fri, 25 Jun 1999 23:05:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 80 

Message-ID: <71l0udiSgqpv23@chuka.playstation.co.uk> 
References: <3773B07B.27E19B85@aol.com> 
NNTP-Posting-Host: p33-crane-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


With regards to TIMTOOL, 
It's up to you where you want to store your tims, within reason. 


First set your resolution on the menu bar. Personally, I work in 
non-interlaced mode so I set it to 320/240 (even though it should be 320/256 
for PAL). Set it to whatever you're using and you should see the relevent 
space on the left hand side go grey or some other colour. Don't load images 
in to this area. 
Right, I'm not sure about this but I tend to stay from the last four t-pages 
on the right, I think these might be used for other things like loading the 
default font and stuff. Like I say, you're probably better off checking with 
someone more knowledgable than me. It's probably best to start around 
(320,0) when loading your images in. 


The arse about TIMTOOL is that you have to convert the image before you can 
see it on the 'TIM layout...', which means that unless you know exactly 
where you want it to go you have to re-save the image after putting it in 
the right place. However, for some reason TIMTOOL has a knack of not 
realising when the x/y co-ordinates have been changed and therefore doesn't 
save the relevent data over the previous file. If this happens then you'll 
be best re-converting from the original bitmap putting in the new 
co-ordinates. 

Aslong as you check, when you load up the tim in TIMTOOL, that the 
co-ordinates for the texture and CLUT are where you want them to be 
everything should work fine. 


Sorry if this answer is a bit obvious but other than these points I can't 
see where you would be going wrong. 
Oh yeah, DON'T overlap the images. (another obvious point, sorry) 


Actually, come to think of it, it's probably your u,v values that are wrong 
when you initialise the sprite. Remember that your u,v values are relevent 
to the specific texture page. For example, if your image is loaded into 
320,0 this is actually u=0, v=0 in texture page 5. Another point is that 
depending on what bit resolution you're using the u scale will change. So 
although the texture pages are 64 units across in TIMTOOL if you were using 
a 4-bit image the scale would range from 0 -» 256. 


Assuming every pixel in the frame buffer is 16-bit: 


16-bit (64*1) u value= 0 -> 64 
8-bit (64*2) u value= 0 -> 128 
4-bit (64*4) u value= 0 -» 256 


(I hope this is right :o/ it works for me) 


If after this things don't work it's probably a mistake in the 
initialisation of the sprites. 
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Hope this is some help, 


Scott Ward 


in regards to the reply to my previous message about the "ugly sprite" 


i was using George Bain's Ch. 4 (sprite collision) tutorial, example 
4-bounding boxes (restore). I tried replacing George's sprites with my 
sprites, and that's when the sprites were messed up. actually, i moved 
them around a bit and player 2 is fine, but player 1 is cut off at the 
top. and before anyone says its the code's fault, i should say that i 
modified it to use 2 hex addresses. the cluts are in free vram space, 
BUT the problem is that some spots that i move the sprite to in timtool 
kind of mutilate it while others semi-mutilate it. WHERE IN TIM TOOL AM 
I SUPPOSE TO MOVE THE TIMS?! ( i know not to put them in the green or 
brown areas. for some reason it changes the sprite when i move it to 
different areas in the light blue FREE areas in tim tool. i guess the 
latter questions is giving me the most trouble. 


T 


thank you, 


Omar 


VMM MN NEA MNENE MEA NMN NEM MO UU NU 


--MESSAGE FILE 13009 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001026 


——MESSAGE FILE 13010 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001027 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: ABDULHAMID <IABDULHAMID@PO.NET> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Erasing sprites onscreen 

Date: Mon, 28 Jun 1999 13:55:38 -0400 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <3777B71A.442C@PO.NET> 

NNTP-Posting-Host: pm589-03.dialip.mich.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-POLNET134 (Win95; U) 


Three quick questions (I'm really taking advantage of these newsgroups, 
arent' 17: 


1.) Thanks for all the help with my previous two messages. I was 
wondering how to erase sprites onscreen then display a different screen 
(like if I was to put a title screen)? What would I do? 

ResetGraph(3)? clear the OT? 


2.) And lets say I do clear the screen, would I have to initialie 
graphics and OTs all over again? 


3.) And how would I clear just an individual sprite, by using the 

bitshift operators to make it invisible? 

—-MESSAGE FILE 13010 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001027 


--MESSAGE FILE 13011 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001028 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: ABDULHAMID <IABDULHAMID@PO.NET> 

Newsgroups: scee.yaroze.programming.2d_graphics 


Net Yaroze newsgroups message dump.txt Page 8680 


Subject: Don't send mail to Abdulhamid, send it to Metwally7@aol.com 
Date: Mon, 28 Jun 1999 13:59:35 -0400 
Organization: SCEA News Server 

Lines: 19 

Message-ID: <3777B807.19C@PO.NET> 

References: <3777B71A.442C@PO.NET> 
NNTP-Posting-Host: pm589-03.dialip.mich.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01C-POLNET134 (Win95; U) 


ABDULHAMID wrote: 

> 

> Three quick questions (I'm really taking advantage of these newsgroups, 
> arent' I?: 


1.) Thanks for all the help with my previous two messages. I was 
wondering how to erase sprites onscreen then display a different screen 
(like if I was to put a title screen)? What would I do? 

ResetGraph(3)? clear the OT? 


2.) And lets say I do clear the screen, would I have to initialie 
graphics and OTs all over again? 


3.) And how would I clear just an individual sprite, by using the 
bitshift operators to make it invisible? 


VVVVVVVVV VV 


Please no one send email to this address; send mail to 

Metwally7@aol.com I'm at a friends computer. This is not really 

Aldulhamid, this is Omar Metwally. Thanks 

-—-MESSAGE FILE 13011 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001028 


——MESSAGE FILE 13012 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001029 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Erasing sprites onscreen 

Date: Mon, 28 Jun 1999 23:50:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <718u82$11113@chuka.playstation.co.uk> 
References: <3777B71A.442C@PO.NET> 

NNTP-Posting-Host: th-gt142-192.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


All you need to do is not sort the sprite or background into the OT each 
loop. So to completely clear the screen, you should be clearing the OT each 
loop (I can't remember which command it is though), so you just don't sort 
any sprites into the OT, so nothing will be displayed. If you want to 
display new sprites after this you just sort the new sprite into the OT, 
probably in a different loop. To clear an individual sprite, you could set 
the visible bit, but you might as well not sort it, so you'd need to have a 
variable, and an if statement each time you goto display the sprites. 


HTH 
Rikki 


ABDULHAMID <IABDULHAMID@PO.NET> wrote in message 
news:3777B71A.442C@PO.NET... 

> Three quick questions (I'm really taking advantage of these newsgroups, 
arent' 17: 


1.) Thanks for all the help with my previous two messages. I was 
wondering how to erase sprites onscreen then display a different screen 
(like if I was to put a title screen)? What would I do? 

ResetGraph(3)? clear the OT? 


V V V V V V 
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2.) And lets say I do clear the screen, would I have to initialie 
graphics and OTs all over again? 


3.) And how would I clear just an individual sprite, by using the 
bitshift operators to make it invisible? 


V V V V V V 


--MESSAGE FILE 13012 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001029 


——MESSAGE FILE 13013 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001030 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Accessing VRAM directly 

Date: Tue, 29 Jun 1999 11:01:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <37789961.AB473632@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: modem-94.tantulum.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en] (Win98; I) 
X-Accept-Language: en 


Just a quick question. 


Is it possible to read/write directly to/from the video buffer to 
generate real-time images. 


I ask because I am trying to read the properties of individual pixels 
within an image for perfect collision detection. 


If anyone can help I would be most grateful as this is a problem i have 
been working on for a while now. 


Bruce 


--MESSAGE FILE 13013 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001030 


——MESSAGE FILE 13014 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001031 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Accessing VRAM directly 

Date: Tue, 29 Jun 1999 13:54:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <7lafvn$11115@chuka.playstation.co.uk> 
References: <37789961.AB473632@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: modem-123.name49.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Bruce McNeish wrote in message 
<37789961.AB473632@mcneish.freeserve.co.uk>... 

>Just a quick question. 

> 

>Is it possible to read/write directly to/from the video buffer to 
>generate real-time images. 


Nope, at least not with the libs. 


>I ask because I am trying to read the properties of individual pixels 
>within an image for perfect collision detection. 
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You can copy pixels between video ram and main ram using LoadImage and 
StoreImage then access the pixel data in main ram but doing it this way 
means that by the time you access the pixels in main ram two frames have 
already passed. 


Check the faq or collision detection threads for ways to do pixel perfect 
collision detection. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 13014 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001031 


——MESSAGE FILE 13015 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001032 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: grouping data files 

Date: Tue, 29 Jun 1999 20:54:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <71b8fd$11117@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-163.name73.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've been wondering about this for a while. 


How do you go about joining all your data for a game into one file? So that 
when you do an upload you only have two files to send: one data and one exe. 
I know you could have one big TIM for the graphics but I want to be able to 
include my sound files etc... in there as well. 


Also how do you go about including EVERYTHING in the executable? Yes I know 
it's bad programming practice and not recommended, but i'd still like to 
know :) 


-—-MESSAGE FILE 13015 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001032 


——MESSAGE FILE 13016 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001033 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Accessing VRAM directly 

Date: 29 Jun 1999 23:56:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <slrn7nin9j.jrv.tjs@longford.cs.monash.edu.au> 

References: <37789961.AB473632@mcneish.freeserve.co.uk> <7lafvn$11115@chuka.playstat 
ion.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 29 Jun 1999 13:54:55 +0100, Rad <rad@cyberdude.com> wrote: 
>Bruce McNeish wrote in message 
><37789961.AB473632@mcneish.freeserve.co.uk>... 

>>Just a quick question. 

>> 

>>Is it possible to read/write directly to/from the video buffer to 
>>generate real-time images. 

> 

> 


Net Yaroze newsgroups message dump.txt 
>Nope, at least not with the libs. 


Nope, full stop. VRAM isn't mapped into the CPU address space, which 
means that the only wat to access it is via DMA or the GPU, which is 
what LoadImage and StoreImage already do. For single pixel operations 
This is going to be horrendously slow. 


The other thing to consider is that @ 33MHz, if you want to individually 
update every pixel on the screen, you're looking at about 10 cycles per 
pixel (@ 50 Hz frame rate), which is just plain not enough. 


Toby. 
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—-MESSAGE FILE 13016 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001033 


——MESSAGE FILE 13017 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001034 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: LoadImage() etc... 

Date: Wed, 30 Jun 1999 14:00:46 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <71d45d$ko21@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-23.name63.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hello, my Yaroze friends! 


I'm considering using LoadImage() and MoveImage() to make a font displaying 


program. Does anyone know of a good tutorial on how to use these two 
behemoths because I have no idea... 


Thanks, 


Ed :) 
ed@directxbeginners.freeserve.co.uk 


-—-MESSAGE FILE 13017 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001034 


—-MESSAGE FILE 13018 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001035 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Accessing VRAM directly 

Date: Wed, 30 Jun 1999 12:03:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <71d4b7S$ko022@chuka.playstation.co.uk> 


References: <37789961.AB473632@mcneish.freeserve.co.uk> <7lafvn$11115@chuka.playstat 


ion.co.uk> <slrn7nin9j.jrv.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: modem-115.name3.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Toby Sargeant wrote in message ... 

>On Tue, 29 Jun 1999 13:54:55 +0100, Rad <rad@cyberdude.com> wrote: 
>>Bruce McNeish wrote in message 
>><37789961.AB473632@mcneish.freeserve.co.uk>... 

>>>Just a quick question. 

>>> 

>>>Is it possible to read/write directly to/from the video buffer to 
>>>generate real-time images. 

>> 
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>> 

>>Nope, at least not with the libs. 

> 

>Nope, full stop. VRAM isn't mapped into the CPU address space, which 
>means that the only wat to access it is via DMA or the GPU, which is 
>what LoadImage and StoreImage already do. For single pixel operations 
>This is going to be horrendously slow. 

> 

>The other thing to consider is that @ 33MHz, if you want to individually 
>update every pixel on the screen, you're looking at about 10 cycles per 
>pixel (@ 50 Hz frame rate), which is just plain not enough. 


As I figured out in my real-time fire demo which (looking back at it now) 
looks quite bad with the low resolution. 

I should have included a usage instructions "stand back and squint your 

eyes - looks much better that way!" 

Anyway, I want to rewrite it when I have time, I have an idea on mucho speed 
increase I'd like to try out. 


>Toby. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 13018 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001035 


—--MESSAGE FILE 13019 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001036 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: ugly sprite-ling is not changing! 

Date: 2 Jul 1999 11:24:20 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 168 

Message-ID: <71i7h4S$ko28@chuka.playstation.co.uk> 
References: <3773B07B.27E19B85@aol.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 
STEP 1 


1- open your favourite graphics program 

2- draw some sprite (try to use even width sprites (e.g.32x32, 64x64) ) 

3- select the sprite palette as 4,-8,-or 16bit (I recommend using 8bit (256 
colors) ) 

4- save a .bmp (Microsoft Bitmap) 


STEP 2 


1- open up TIMTOOL and set your video mode. 

2- The free area is the light green area 

3- go to "file" and choose "import image file" (will convert the .bmp -» .tim ) 
4- align your images on the boundries. (every 64 width and 256 height (the 
white lines in TIMTOOL!!) 

5- if your images are 4,8-bit align you CLUTS (same as above!) 

6- save and exit 


STEP 3 
1- find some sample code to draw a sprite ( my tutorial!!) 


2- init the sprite image see below 
3- sort the sprite in the OT 
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4- pray that I didn't mess up writting all this! 


[JH INIT SPRITE 


// global! 
GsSPRITE sprite; 


void InitPlayer( void ) 


{ 


GsIMAGE *tim=NULL; 


tim = ReadTexture ((u_long*)MY_ADDR); 


switch( tim.pmode ) 


{ 


case 0x08: //4 bit with CLUT 
sprite.attribute = 0; 
sprite.w = (tim.pw*4); 
sprite.tpage = GetTPage(0,0,tim.px,tim.py); 
break; 
case 0x09: //8 bit with CLUT 
sprite.attribute |= (1<<24); 
sprite.w = (tim.pw*2); 
sprite.tpage = GetTPage(1,0,tim.px,tim.py); 
break; 
case 0x02: //16 bit 
sprite.attribute |= (1<<25); 
sprite.w = tim.pw; 
sprite.tpage = GetTPage(2,0,tim.px,tim.py); 
break; 
} 
sprite.x = 150; 
sprite.y = 150; 
sprite.h = tim.ph; 
sprite.u = 0; 
sprite.v = 0; 
sprite.cx = tim.cx; 


sprite.cy = tim.cy; 
sprite.r = 0x80; 
sprite.g = 0x80; 
sprite.b = 0x80; 
sprite.mx = sprite.w/2; 
sprite.my = sprite.h/2; 
sprite.scalex = ONE; 
sprite.scaley = ONE; 
sprite.rotate = 0; 


// sprite range (0~255) 
if( (sprite.w > 256) || 
{ 
printf(" ERROR: Over max sprite.w: (%d) or 
sprite.h: (%d)\n",sprite.w,sprite.h); 


(sprite.h > 256) ) 


} 


}// end InitPlayer 


void UpdateScreen( void ) 


{ 
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int count; 


// get the active buffer 
output_buffer_index = GsGetActiveBuff(); 


// sets drawing command storage address 
GsSetWorkBase ( (PACKET*) gou_work_area[output_buffer_index]); 


// initialises the ordering table 
GsClearot (0, 0, &world_ordering_table[output_buffer_index]); 


// rendering done here 


GsSortSprite(&sprite, &world_ordering_table[output_buffer_index], 0); 


// next sprite 
// next sprite , etc.... 


DrawSync (0); 


// wait for vertical synchronisation 
VSync (0); // 0: blocking until vertical synch occurs 


// swap double buffers, (changes the display buffer and drawing buffer) 


GsSwapDispBuff(); 


// registers drawing clear command in OT (e.g. clear to black) 
GsSortClear (0x0, 0x0, 02:80, 
é&world_ordering_table[output_buffer_index]); 


// start execution of the drawing command registered in OT 
GsDrawOt (&world_ordering_table[output_buffer_index]); 


FntFlush(-1); 


}// end UpdateScreen 


In article <3773B07B.27E19B85@aol.com>, Metwally7@aol.com says... 

> 

>in regards to the reply to my previous message about the "ugly sprite" 
> 

>i was using George Bain's Ch. 4 (sprite collision) tutorial, example 
>4-bounding boxes (restore). I tried replacing George's sprites with my 
>sprites, and that's when the sprites were messed up. actually, i moved 
>them around a bit and player 2 is fine, but player 1 is cut off at the 
>top. and before anyone says its the code's fault, i should say that i 
>modified it to use 2 hex addresses. the cluts are in free vram space, 
>BUT the problem is that some spots that i move the sprite to in timtool 


>kind of mutilate it while others semi-mutilate it. WHERE IN TIM TOOL AM 


>I SUPPOSE TO MOVE THE TIMS?! ( i know not to put them in the green or 
>brown areas. for some reason it changes the sprite when i move it to 
>different areas in the light blue FREE areas in tim tool. i guess the 
>latter questions is giving me the most trouble. 

> 

>thank you, 

> 

> 

>Omar 

> 

> 


> 
> 
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—-MESSAGE FILE 13019 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001036 
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--MESSAGE FILE 13020 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001037 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Don't send mail to Abdulhamid, send it to Metwally7@aol.com 
Date: 2 Jul 1999 11:26:45 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <71i711$k029@chuka.playstation.co.uk> 

References: <3777B71A.442C@PO.NET> <3777B807.19C@PO.NET> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


And I was just about to run a check on this person... 


George@SCEE 


In article <3777B807.19C@PO.NET>, IABDULHAMID@PO.NET says... 
> 
>ABDULHAMID wrote: 


>Please no one send email to this address; send mail to 
>Metwally7@aol.com I'm at a friends computer. This is not really 
>Aldulhamid, this is Omar Metwally. Thanks 


-—-MESSAGE FILE 13020 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001037 


—--MESSAGE FILE 13021 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001038 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: grouping data files 

Date: 2 Jul 1999 11:32:25 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 23 

Message-ID: <71i809$ko0210@chuka.playstation.co.uk> 
References: <71b8fd$11117@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


It's called file packing...look at a C book and 
use C's IO routines.. 


George@SCEE 


In article <71b8fd$11117@chuka.playstation.co.uk>, matt@frktl.freeserve.co.uk 
says... 

> 

>I've been wondering about this for a while. 

> 

>How do you go about joining all your data for a game into one file? So that 
>when you do an upload you only have two files to send: one data and one exe. 
>I know you could have one big TIM for the graphics but I want to be able to 
>include my sound files etc... in there as well. 

> 
>Also how do you go about including EVERYTHING in the executable? Yes I know 
>it's bad programming practice and not recommended, but i'd still like to 
>know :) 

> 

> 
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--MESSAGE FILE 13021 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001038 


—-MESSAGE FILE 13022 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001039 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: LoadImage() etc... 

Date: 2 Jul 1999 11:40:03 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 44 

Message-ID: <71i8ej$ko0211@chuka.playstation.co.uk> 
References: <71d45dS$ko21@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


Check out any code that read a TIM for LoadImage(); 
All my tutorials use it.. 


As for MoveImage() it's like so... 


RECT rect; 
int x_loc, y_loc; 


rect.x = source.x; 
rect.y = source.y; 
rect.w = source.w; 
rect.h = source.h; 


MovelImage (&rect,x_loc, y_loc); 


x_loc and y_loc are the destination in the frame buffer. 


rect is the area in VRAM that you want to grab. 


George@SCEE 


In article <71d45d$ko21@chuka.playstation.co.uk>, 
ed@directxbeginners.freeserve.co.uk says... 


> 

>Hello, my Yaroze friends! 

> 

>I'm considering using LoadImage() and MoveImage() to make a font displaying 


>program. Does anyone know of a good tutorial on how to use these two 


>behemoths because I have no idea... 
> 

>Thanks, 

> 

>Ed :) 
>ed@directxbeginners.freeserve.co.uk 
> 

> 


—-MESSAGE FILE 13022 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001039 


—-MESSAGE FILE 13023 START: net-yaroze-usenet/00000001-SCEI 


002d_graphics/00001040 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 


E/yaroze/programming/00000 
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Subject: Re: What do'you mean I have to brush up on me maths! 
Date: Sat, 3 Jul 1999 13:01:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 
Message-ID: <7lkucs$ko217@chuka.playstation.co.uk> 
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References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 


y . com> 

NNTP-Posting-Host: modem-125.name41.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Scott Cartier wrote in message <376fbd21.251404588@news.scea.sony.com>... 


> 

>You know the enemy location and the player location so you can use 
>those two pairs of X,Y coordinates to form a vector. Convert the 
>vector to a unit vector so the distance doesn't affect the speed of 
>the bullet. Then each frame you add this vector to the current bullet 
>position to make it move. Multiply each component of the unit vector 
>by some value to make the bullet go faster/slower. 

> 

>Take note. Unless your bullet is moving very quickly, you'll need to 
>make sure you have enough precision in your X,Y to avoid cumulative 
>rounding errors. 

> 

>For instance, if your bullet vector turns out to be dxX=4.1 dY=3.9 
>(43.6 degrees) then when you add this to your sprite location it will 
>only add the decimal part dX=4 dY=3 (36.9 degrees). A noticable 
>difference. 


Hi Scott, 


Ok, could you explain this with some example code or formula. 
I need to work out dx and dy when I know x1, yl, x2 and y2. 


It doesn't have to be super accurate, as long as the bullet travels roughly 


in the right direction. 
Thanks, 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 13023 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001040 


——MESSAGE FILE 13024 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001041 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 
Date: Sun, 4 Jul 1999 16:15:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <71lnteg$i9al@chuka.playstation.co.uk> 


References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 


y.com> <7lkucs$ko217@chuka.playstation.co.uk> 
NNTP-Posting-Host: 195.166.144.81 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rad <rad@cyberdude.com> wrote in message 
news: 7lkucs$ko217@chuka.playstation.co.uk... 


> Ok, could you explain this with some example code or formula. 
> I need to work out dx and dy when I know xl, yl, x2 and y2. 
> 
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> It doesn't have to be super accurate, as long as the bullet travels 
roughly 
> in the right direction. 
> 
Thanks, 


> 
> 
> Rad. 
> 
> 


Hi Rad, 
First find the distance between the two objects: 


xl - x2 
yl - y2 


dx 
dy 


Next find the length of the line between the two objects: 
dxy = square_root( dx*dx + dy*dy ) 

And now the vector: 
vx = (dx * speed) / dxy 
vy = (dy * speed) / dxy 


I think that'll do the trick. Due to the integer maths, there will be 
accuracy problems if the speed is low, or if the two objects are very close, 
but this can be fixed by using fixed point if necessary. 


Herbs 


-—-MESSAGE FILE 13024 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001041 


——MESSAGE FILE 13025 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001042 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Omar Metwally <Metwally7@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Hex Address 

Date: Mon, 05 Jul 1999 15:04:03 -0400 

Organization: SCEA News Server 

Lines: 12 
Message-ID: <378101A3.41A07762@aol.com> 
NNTP-Posting-Host: ABD85FA6.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


What hex addresses are there to load images into? I know it starts at 
(0x80090000), but I don't know the consecutive memory addresses or the 
maximum hex address. If possible, someone please write the first 8 
addresses or so. Thanks. 


:-) >) :-) :-) =) :-) :-) 
p=) :-) :-) =) 


Thanks George for the help on my "ugly sprite-ling" posting. 
—-MESSAGE FILE 13025 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001042 


—--MESSAGE FILE 13026 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00001043 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hex Address 

Date: Tue, 06 Jul 1999 07:19:26 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 28 

Message-ID: <37819FEE.68D96A@scee.sony.co.uk> 
References: <378101A3.41A07762@aol.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Omar Metwally wrote: 

> 

What hex addresses are there to load images into? I know it starts at 
(0x80090000), but I don't know the consecutive memory addresses or the 
maximum hex address. If possible, someone please write the first 8 
addresses or so. Thanks. 


V V V V 


Main Ram starts at 0x8000-0000 and finishes at 0x801f-ffff (the dashes are in there 
for legibility). 

The kernel and other bits and pieces take up all the space from 0x8000-0000 to 0x800 
8-ffff. The 

stack is right at the top, and obviously varies in size depending on your program st 
ructure. You can 

find out exactly what memory areas your code uses by generating a map file when you 
link (it's a gcc 

option). This gives you an idea of where to put your graphics/sounds data. Note - th 
e startup code 

built into every program assumes that the memory from the end of your program to the 
end of memory 

(minus some area for the stack) is to be used for the Heap (the area where you can m 
alloc memory 

from). So if you're planning on loading TIMs and sound files more than once from mai 
n memory, put 

your graphics/sound BEFORE your code, so that they don't get corrupted if you do mal 
locs. 


On the other hand, if you just load all your TIMs and sounds in at the start just on 
ce, then put 

them AFTER your code and load them up first thing. This gives you a bigger area to m 
alloc from. 


James 
== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


A student who changes the course of history is probably taking an exam. 
-—-MESSAGE FILE 13026 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001043 


—-MESSAGE FILE 13027 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001044 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Tue, 06 Jul 1999 16:53:52 GMT 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <37823145.682258342@news.scea.sony.com> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs135.vmlabs.com 
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X-Newsreader: Forte Free Agent 1.11/32.235 


>Hi Rad, 

> 

>First find the distance between the two objects: 
> 

> dx = 21 - x2 

> dy = yl - y2 

> 

>Next find the length of the line between the two objects: 
> 

> dxy = square_root( dx*dx + dy*dy ) 

> 

>And now the vector: 

> 

> vx = (dx * speed) / dxy 

> vy = (dy * speed) / dxy 

> 

> 


>I think that'll do the trick. Due to the integer maths, there will be 
>accuracy problems if the speed is low, or if the two objects are very close, 
>but this can be fixed by using fixed point if necessary. 

> 

>Herbs 


You can avoid the squareroot by doing an inverse tangent instead. 
Whether this is faster or not I'm not sure. First, find dx & dy like 
above. Then find the angle of this line: 


Angle = inverse_tan(dy / dx) 


Once you have the angle you can get the vx & vy components using sin 
and cos: 


VX cos (angle) 
vy = sin(angle) 


I hope I didn't get those switched. 


Use a look-up table for the tan, sin, and cos to speed things up. The 
inverse tangent takes a bit longer despite using a look-up table. 
This may or may not actually be faster than doing the sqrt() as Alex 


suggests. That would be an interesting experiment (and one I probably 
should have performed before blindly going with the inverse tan 
method). 

Scott 


—-MESSAGE FILE 13027 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001044 


——MESSAGE FILE 13028 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001045 

Path: chuka.playstation.co.uk!news 

From: john <jmn6@hotmail.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: animation, collision detection, backgrounds 
Date: Sat, 10 Jul 1999 01:04:02 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3786FE72.1BE9@hotmail.com> 
NNTP-Posting-Host: du-1321.claranet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


How do I do animation with sprites. I want a character to appear to walk 
when he moves across the screen. 


When i wrote a simple function to test two spheres colliding as they 
bounced around the screen the program slows down when the spheres are 
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near the edge of the screen (but only if collision detection is being 
used). Also when if a higher res mode (640 x512) the screen flickered 
constantly and when the spheres collided they produced a static double 
image until the spheres collided again. What's wrong? 


Also the spheres sometimes stick together if they collide whilst moving 
towards each other. 


Has anyone got a simple tutorial for using the background picture 
functions (ie. words not just code) 


Thanks 
—-MESSAGE FILE 13028 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001045 


——MESSAGE FILE 13029 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001046 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Dennis Payne <dulsi@identicalsoftware.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Hex Address 

Date: Sat, 10 Jul 1999 00:23:58 +0000 

Organization: Identical Software 

Lines: 11 

Message-ID: <3786929E.13A6F8B@identicalsoftware.com> 

References: <378101A3.41A07762@aol.com> <37819FEE. 68D96A@scee.sony.co.uk> 
NNTP-Posting-Host: 207.60.36.52 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; Linux 2.2.5-22 i586) 


James Russell wrote: 

> option). This gives you an idea of where to put your graphics/sounds data. Note - 
the startup code 

> built into every program assumes that the memory from the end of your program to t 
he end of memory 

> (minus some area for the stack) is to be used for the Heap (the area where you can 
malloc memory 

> from). 


I didn't think there was a default heap and instead you had to use 
InitHeap before the first malloc call. 


Dennis Payne 

dulsi@identicalsoftware.com 

—-MESSAGE FILE 13029 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001046 


—--MESSAGE FILE 13030 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001047 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: animation, collision detection, backgrounds 
Date: Sun, 11 Jul 1999 02:45:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <7m8sug$dq823@chuka.playstation.co.uk> 
References: <3786FE72.1BE9@hotmail.com> 
NNTP-Posting-Host: pl137-penguin-gui.tch.virgin.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


john <jmn6é@hotmail.com> wrote in message news:3786FE72.1BE9@hotmail.com... 
> How do I do animation with sprites. I want a character to appear to walk 
> when he moves across the screen. 

> 


Net Yaroze newsgroups message dump.txt Page 8694 


This is just my opinion but it's probably best to use the u and v values 
when creating animation with sprites. When you create your sprite frames, 
save them as one big TIM with all the frames the same size and sitting next 
to each other. So if you have a sprite that's 20 pixels wide and 20 pixels 
high and you have three seperate frames the TIM will be 60x20 or 20x60 
depending on which way you stack them. Then all you have to do is change the 
u or v values to make the sprite structure point to a different frame in the 
main TIM. 
For example: 


Every ten code ՇՄՇԼ6Տ--» sprite.ut=20; 
if (sprite.u==40) 
{ 
sprite.u=0; 
} 
Obviously, your u,v values will be different depending on where in the tpage 


you store the TIM but hopefully you get the picture. :o) 
Let me know if you need more help with this. 


When i wrote a simple function to test two spheres colliding as they 
bounced around the screen the program slows down when the spheres are 
near the edge of the screen (but only if collision detection is being 
used). Also when if a higher res mode (640 x512) the screen flickered 
constantly and when the spheres collided they produced a static double 
image until the spheres collided again. What's wrong? 


Also the spheres sometimes stick together if they collide whilst moving 
towards each other. 


VVVVVVVVV 


PASS. 20 ( 
(I won't even bother trying to answer this one) 


> Has anyone got a simple tutorial for using the background picture 
> functions (ie. words not just code) 


Check out Andy Partington's website, I think you should find it under the 
name of kung-fu Coders. The tutorial's not the most thorough piece of text 
but it made me understand how to use the background functions so it must be 
good! 


>Thanks 
No problem me old cock-spadger, 


Scott Ward 


—-MESSAGE FILE 13030 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001047 


—-MESSAGE FILE 13031 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001048 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Sun, 11 Jul 1999 17:36:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <7mah71$tlv6@chuka.playstation.co.uk> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> 

NNTP-Posting-Host: modem-195.name53.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks for the help guys. 
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Right, next question :) 


I want to move something in a continuous sound wave frequency type pattern, 
does anybody know if I can do that with a maths formula? 


Thanks, 

Rad. 

rad@cyberdude.com 

http://www.netyaroze-europe.com/~radpsx 

p.s. Scott - did you find out which method (sqrt or inv_tan) was faster? Oh 


and why can't you just use a simple look-up table for inv_tan? 


Scott Cartier wrote in message <37823145.682258342@news.scea.sony.com>... 


>>Hi Rad, 

>> 

>>First find the distance between the two objects: 
>> 

>> dx = xl - x2 

>> dy = yl - y2 

>> 

>>Next find the length of the line between the two objects: 
>> 

>> dxy = square_root( dx*dx + dy*dy ) 

>> 

>>And now the vector: 

>> 

>> vx = (dx * speed) / dxy 

>> vy = (dy * speed) / dxy 

>> 

>> 


>>I think that'll do the trick. Due to the integer maths, there will be 
>>accuracy problems if the speed is low, or if the two objects are very 
close, 

>>but this can be fixed by using fixed point if necessary. 

>> 

>>Herbs 

> 

> 

>You can avoid the squareroot by doing an inverse tangent instead. 
>Whether this is faster or not I'm not sure. First, find dx & dy like 
>above. Then find the angle of this line: 

> 

> Angle = inverse_tan(dy / dx) 

> 

>Once you have the angle you can get the vx & vy components using sin 
>and cos: 


> 

> vx = cos(angle) 

> vy = sin(angle) 

> 

>I hope I didn't get those switched. 
> 


>Use a look-up table for the tan, sin, and cos to speed things up. The 
>inverse tangent takes a bit longer despite using a look-up table. 
>This may or may not actually be faster than doing the sqrt() as Alex 
>suggests. That would be an interesting experiment (and one I probably 
>should have performed before blindly going with the inverse tan 
>method) . 

> 

>Scott 


—-MESSAGE FILE 13031 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001048 


——MESSAGE FILE 13032 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001049 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Hex Address 

Date: Mon, 12 Jul 1999 08:10:37 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <378994ED.D2C9CO04E@scee.sony.co.uk> 
References: <378101A3.41A07762@aol.com> <37819FEE.68D96A@scee.sony.co.uk> <3786929E. 
13A6F8B@identicalsoftware.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Dennis Payne wrote: 

> 

> I didn't think there was a default heap and instead you had to use 
> InitHeap before the first malloc call. 


Yes, you have to call InitHeap before you can use malloc. There is no default heap. 
Error on my 


part. :0) 

James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


A one-armed fisherman tells no lies. 
-—-MESSAGE FILE 13032 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001049 


--MESSAGE FILE 13033 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001050 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Mon, 12 Jul 1999 16:53:50 GMT 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <378a1a59.1200158692@news.scea.sony.com> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71$tlv6@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs66.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>p.s. Scott - did you find out which method (sqrt or inv_tan) was faster? 


Nope, I haven't tried that experiment. 


>Oh and why can't you just use a simple look-up table for inv_tan? 
The problem is that the result of (dy / dx) can be any real number. 


SIN and COS are nice because you know the angle will be from 0-359 
degrees and can make a look-up table of the appropriate size. Have an 
angle of 248 degrees? Simply look up array element 248 to get the SIN 
& COS. 


INV_TAN is harder because the value you would use as the index is the 
result of (dy / dx). This can be any real number from negative 
infinity to positive infinity. How do you make a finite-sized look-up 
table for such a thing? Compounding the problem is that the result 
isn't linearly proportional to the input. Or, inv_tan(1) is not 
merely 2 times inv_tan(0.5). 


That said, I'm sure there's a way (there always is), but I leave that 
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for the smarter folks. :) 
Scott 


—-MESSAGE FILE 13033 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001050 


—--MESSAGE FILE 13034 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001051 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Wed, 14 Jul 1999 20:36:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7mioup$tlv1ll@chuka.playstation.co.uk> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71$tlvé6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> 

NNTP-Posting-Host: th-gt143-111.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Scott Cartier <shade@dragonshadow.com> wrote in message 
news :378a1a59.1200158692@news.scea.sony.com... 
> >p.s. Scott - did you find out which method (sqrt or inv_tan) was faster? 


Nope, I haven't tried that experiment. 


>Oh and why can't you just use a simple look-up table for inv_tan? 
The problem is that the result of (dy / dx) can be any real number. 


SIN and COS are nice because you know the angle will be from 0-359 
degrees and can make a look-up table of the appropriate size. Have an 
angle of 248 degrees? Simply look up array element 248 to get the SIN 
& COS. 


INV_TAN is harder because the value you would use as the index is the 
result of (dy / dx). This can be any real number from negative 
infinity to positive infinity. How do you make a finite-sized look-up 
table for such a thing? Compounding the problem is that the result 
isn't linearly proportional to the input. Օք, inv_tan(1) is not 
merely 2 times inv_tan(0.5). 


That said, I'm sure there's a way (there always is), but I leave that 
for the smarter folks. :) 


ՄՊՊԿՊՊՊՊՊՊՊՊԿՊՊ ՊՊՊՎՊՎՊՊՎՊՊԿՊԿՊԿ 


> 

Surely there's a maximum amount that can be entered, as the input is 
calculated from the position of a player, which is probably on the screen. 
You could probably work out the maximum input for the inverse tan, by taking 
the largest point on the screen, and using it in the calculation for the 
input. However, you'd have to be certain that the maximum screen 
width/height will be the maximum of values used in the input. 


> Scott 
> 


—-MESSAGE FILE 13034 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001051 


--MESSAGE FILE 13035 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001052 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Wed, 14 Jul 1999 20:56:30 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <378cf827.15426576@news.scea.sony.com> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71$tlv6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> <7mioup$tlvll@chuka.playstation.co.uk> 
NNTP-Posting-Host: vmlabs64.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Surely there's a maximum amount that can be entered, as the input is 
>calculated from the position of a player, which is probably on the screen. 
>You could probably work out the maximum input for the inverse tan, by taking 
>the largest point on the screen, and using it in the calculation for the 
>input. However, you'd have to be certain that the maximum screen 
>width/height will be the maximum of values used in the input. 


As "dx" approaches zero (which means the velocity vector approaches 
straight up or down - not at all unreasonable) the division result of 
(dy / dx) blows up. Plus, if dx is EQUAL to zero then you have that 
dreaded divided-by-zero error. You could special case that away 
though. 


Yeah, I guess if you're not going for high precision you could make a 
look-up table. But without high precision you're more at risk for 
rounding errors which could make things look bad. 


Scott 
—-MESSAGE FILE 13035 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001052 


—-MESSAGE FILE 13036 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001053 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Wed, 14 Jul 1999 22:17:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7miu76S$bjcl@chuka.playstation.co.uk> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71S$tlvé6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> <7mioup$tlvll@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.110.165 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7mioupStlvll@chuka.playstation.co.uk... 

> 

> Surely there's a maximum amount that can be entered, as the input is 

> calculated from the position of a player, which is probably on the screen. 
> You could probably work out the maximum input for the inverse tan, by 
taking 

> the largest point on the screen, and using it in the calculation for the 
> input. However, you'd have to be certain that the maximum screen 

> width/height will be the maximum of values used in the input. 

> 


Hi all, 


It's not quite that simple. What if dx is 0? In this case dy/dx = 
infinity. Also, half of the time dy will be closer to 0 than dx, so dy/dx 
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will result in a value between 0 and 1 (or -1) which is not much good when 
we're dealing with integer maths. dy can be shifted left a few bits for 
greater precision but for each extra bit of resolution, the size of the 
lookup table would have to be doubled. 


The solution is to have a lookup table which only covers 45 degrees and pass 
dx and dy to the function separately (i.e. before dividing). Then take the 
absolute values of dx and dy (remove the sign) and divide the higher value 
(shifted left a few bits for resolution) by the lower. This value can then 
be used as the index to the lookup table. The result from the lookup then 
has to be adjusted depending on whether dy was divided by dx, or dx was 
divided by dy, and depending on what the signs of dx and dy were originally. 


Will this be quicker than a square root? Probably, but the square root 
method eliminates the need for sin/cos lookups and overall I'm sure there 
won't be much in it. 


If you're interested, I have programmed a pretty fast square root function 
in assembly which I'll be happy to share. Also, I remember that Craig 
Graham had a nifty function for approximating the distance between 2 points 
which may be suitable for this application. I think it was called Manhattan 
distance or something. Anyone? Craig? 


Anyway, hope this all helps. 


Herbs 


-—-MESSAGE FILE 13036 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001053 


——MESSAGE FILE 13037 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001054 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Wed, 14 Jul 1999 23:10:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7mjlbiSbjc2@chuka.playstation.co.uk> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71S$tlv6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> <7mioupStlvll@chuka.playstation.co.uk> <7miu76$bj 
cl@chuka.playstation.co.uk> 

NNTP-Posting-Host: 212.56.110.165 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


> ... and divide the higher value (shifted left a few bits for resolution) 
by the 
> lower. 


Doh! That's not right. Should divide the lower value by the higher, 
thereby keeping the result within a known range. 
Oh, and here's that square root function: 


asm u_short sqroot(u_long) { 
addu ԽՕ,Տ0,50 


ori t0,$0,0x8000 
or t1,v0,t0 

Tl; 
multu t Tyas 


mflo t2 
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sltu Sat,a0,t2 
bne $at, $0,12 
srl t0,t0,1 
addu v0,t1,$0 

L2: 
bne t0, $0,L1 
or t1,v0,t0 
ՅԷ ԷՅ 
ոօք 


If anyone has a quicker method, please let me know; thanks. 


Herbs 


-—-MESSAGE FILE 13037 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001054 


——MESSAGE FILE 13038 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001055 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Question??? Adding a Background 

Date: Thu, 15 Jul 1999 11:07:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 
Message-ID: <378DB2D4.CC1F36FD@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: modem-9.erbium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" ADB55BE177605A31747BE066" 
X-Mailer: Mozilla 4.6 [en] (Win98; I) 
X-Accept—-Language: en 


ADB55BE177605A31747BE066 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I am in the process of developing a 3d racing game and am trying to add 
a background. 


How? ??? 

You can download the demo on my web site 
/~bmcneish 

to see what I mean. 


Thanks 


ADB55BE177605A31747BE066 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

I am in the process of developing a 3d racing game and am trying to add 
a background. 

<p>How???? 

<p>You can download the demo on my web site<i></i> 

<p><i>/~bmcneish</i> 

<p>to see what I mean. 

<p>Thanks</html> 


ADB55BE177605A31747BE066-- 


Net Yaroze newsgroups message dump.txt Page 8701 


-—-MESSAGE FILE 13038 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001055 


—--MESSAGE FILE 13039 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001056 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Thu, 15 Jul 1999 13:33:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <7mklebSbjc6@chuka.playstation.co.uk> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71$tlvé6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> <7mioupStlvll@chuka.playstation.co.uk> <7miu76S$bj 
cl@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-230.name57.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <7miu76S$bjcl@chuka.playstation.co.uk>... 

> 

>If you're interested, I have programmed a pretty fast square root function 
>in assembly which I'll be happy to share. Also, I remember that Craig 
>Graham had a nifty function for approximating the distance between 2 points 
>which may be suitable for this application. I think it was called 
Manhattan 

>distance or something. Anyone? Craig? 

> 


Manhattan distance: 
distance = (x1-x2)+(yl-y2) 


of course this is less accurate than using the standard distance 
calculation. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 13039 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001056 


—--MESSAGE FILE 13040 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001057 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: What do'you mean I have to brush up on me maths! 

Date: Thu, 15 Jul 1999 13:40:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 
Message-ID: <7mkledSbjc7@chuka.playstation.co.uk> 

References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 
y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7lnteg$i9al@chuka.playstation.co.uk> 
<37823145.682258342@news.scea.sony.com> <7mah71Stlv6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> <7mioupStlvll@chuka.playstation.co.uk> <7miu76$bj 
cl@chuka.playstation.co.uk> <7mjlbiSbjc2@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-230.name57.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <7mjlbiS$bjc2@chuka.playstation.co.uk>... 
> 

>Oh, and here's that square root function: 

> 
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>asm u_short sqroot(u_long) { 
> addu ԽՕ,Տ0,50 


- ori t0,$0,0x8000 
> or t1,v0,t0 

>L1 

> multu ԷԼ ԵԼ 

> mflo t2 

> sltu Sat,a0,t2 

> bne Sat,$0,L2 

> srl t0O,t0,1 

> addu v0,t1,$0 

>L2: 

> bne t0,$0,L1 

> or t1,v0,t0 

> jr ra 

> nop 

>} 

> 

> 

>If anyone has a quicker method, please let me know; thanks. 
> 


There is a fast square root function on Andreas Schrattenecker's web site, 
whether it's faster or not I have no idea but if you find out let us know. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


-—-MESSAGE FILE 13040 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001057 


——MESSAGE FILE 13041 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001058 

Path: chuka.playstation.co.uk!news 

From: James Chow <james@chowfam.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: animation, collision detection, backgrounds 

Date: Sun, 18 Jul 1999 22:23:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <379245BF.76BC9046@chowfam.demon.co.uk> 

References: <3786FE72.1BE9@hotmail.com> <7m8sug$dq823@chuka.playstation.co.uk> 
NNTP-Posting-Host: chowfam.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 

X-Accept—-Language: en 


> > When i wrote a simple function to test two spheres colliding as they 

> > bounced around the screen the program slows down when the spheres are 
> > near the edge of the screen (but only if collision detection is being 
> > used). Also when if a higher res mode (640 x512) the screen flickered 
> > constantly and when the spheres collided they produced a static double 
> > image until the spheres collided again. What's wrong? 

>> 

> > Also the spheres sometimes stick together if they collide whilst moving 
> > towards each other. 

> 

> PASS. 20 ( 

> (I won't even bother trying to answer this one) 


If you get flickering in hi-res, that means one thing - the code's taking too 


many 
cpu cycles. Yellow book -> Frame Buffer Access -» Drawing Control in 
Interlaced Mode (p52 in mine) : "drawing must always be completed in 1/60th 


second (NTSC) or 1/50th second (PAL)". 


Net Yaroze newsgroups message dump.txt Page 


Given the fact that the program slows down on collision, indicates that the 

collision detection code may need optimising. 

You're not doing the pixel perfect masking routine are you? 

Try this instead if you are. 

If xl, yl and rl are centre and radius of sphere 1, 

and similarly for sphere 2 x2, y2, r2. 

Then, 

if ((x1l - 22) * (xl - x2) + (yl - y2) * (yl - y2)) Հ (Ա - r2) * (1 - £r2)) 
have collision 


Whatever you do - don't square root! That eats cycles like no tomorrow... 

If the square root of a number is bigger than another then so is its square. 
In general - avoid the float/double functions that need to work out fractions. 
They are *very poor* in terms of performance. 


Cheers, 
James. 


8703 


—-MESSAGE FILE 13041 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001058 


—-MESSAGE FILE 13042 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001059 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 
Subject: Question: Font 

Date: Mon, 19 Jul 1999 20:58:02 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <3793753A.F1F3A7F6@netway.at> 
NNTP-Posting-Host: t2p094.at—-732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:1059 scee.yaroze.b 


eginners: 883 
Hi! 


I read many things about "user defined" fonts. 
Most of you seem to use sprites for displaying it... 


But I have an idea (I haven't tried it yet, and maybe everyone 
already use it): 

With the FntLoad function you "load" the system font into VRam 
(4bit texture, 256*128pix, clut y+128). If you copy a tim 
right above this area - can you display your "tim defined font" 
by using FntPrint?? 


I am a beginner in yaroze coding (and I am not very goo in 
english) so forgive me if it's a stupid question... 


greetz 
ObiWan sou 


I hate bugs! - I like Starship Troopers... 


—-MESSAGE FILE 13042 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001059 


--MESSAGE FILE 13043 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001060 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: animation, collision detection, backgrounds 
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Date: Mon, 19 Jul 1999 21:25:33 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <37937BAC.50F308A1@netway.at> 
References: <3786FE72.1BE9@hotmail.com> <7m8sugSdq823@chuka.playstation.co.uk> <3792 
45BF.76BC9046@chowfam.demon.co.uk> 
NNTP-Posting-Host: t2p094.at-732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


> If xl, yl and rl are centre and radius of sphere 1, 

> and similarly for sphere 2 x2, y2, r2. 

> Then, 

> if ((xl - x2) * (xl - x2) + (yl - y2) * (1 - y2)) Հ (ԱՂ - r2) * (r1 - r2)) 
> have collision 

> 

> 


Whatever you do - don't square root! That eats cycles like no tomorrow... 


Maybe this one isn't interesting for you, but it has something to do with 


sqrt and 2bfast... (it's generally referred to z80 assembly): 
>Task: approximation in assembler to 

>> a= sqrt ( b*b + cxc ) let's call it sentence of p... 
> 


>Well, I need a _FAST_ approximation. 

>The simpliest is: atb 

>(I know, it is NO real approx., but it is simple...) 
there's another fun approx, it's very rough though: 


p:= max(a,b)+0.25*min (a,b) 


note: the 0.25* can be calculated by srl commands... 


-» srl 8 :shift right logical 
—> inca : to minimize the error 
-» srl 8 :shift right logical 


I know - it's assembly on a intruction-poor cpu, and you won't need 
it, but I found it very interesting! (and the ng is sooooo silent) 7) 
(source: Cas C.) 


greetz 
obiWAN 


I hate bugs! - I like Starship Troopers... 


—-MESSAGE FILE 13043 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001060 


——MESSAGE FILE 13044 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001061 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.beginners 

Subject: Re: Question: Font 

Date: Tue, 20 Jul 1999 16:49:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7n25stS6tn4@chuka.playstation.co.uk> 

References: <3793753A.F1F3A7F6@netway.at> 

NNTP-Posting-Host: th-gt143-061.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:1061 scee.yaroze.b 
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eginners: 884 

> Hi! 

Hi 


> I read many things about "user defined" fonts. 
> Most of you seem to use sprites for displaying 


Page 8705 


ԼԵ: 


It was usually me asking the same question over and over again... :) 


already use it): 


(4bit texture, 256*128pix, clut y+128). If you 


VVVVVV 


by using FntPrint?? 


But I have an idea (I haven't tried it yet, and maybe everyone 


With the FntLoad function you "load" the system font into VRam 


copy a tim 


right above this area - can you display your "tim defined font" 


I also suggested this in a thread a while ago, but no-one responded, and I 
haven't had a chance to test this. In theory, I think it should work, but 
someone needs to test it. Although it would be easier, you would lose all 
the things you can do with the sprites, such as rotation and scaling. 


very goo in 


> I am a beginner in yaroze coding (and I am not 

> english) so forgive me if it's a stupid question... 
> 

> greetz 

> ObiWan g=] 


--MESSAGE FILE 13044 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001061 


——MESSAGE FILE 13045 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001062 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: What do'you mean I have to brush up 
Date: Sun, 25 Jul 1999 01:56:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 


on me maths! 


Message-ID: <7ndmkuSi4m9@chuka.playstation.co.uk> 
References: <7koljf$33u25@chuka.playstation.co.uk> <376fbd21.251404588@news.scea.son 


y.com> <7lkucs$ko217@chuka.playstation.co.uk> <7] 


[IntegSi9al@chuka.playstation.co.uk> 


<37823145.682258342@news.scea.sony.com> <7mah71$t1v6@chuka.playstation.co.uk> <378al 
a59.1200158692@news.scea.sony.com> <7mioupS$tlvll@chuka.playstation.co.uk> <7miu76$bj 


cl@chuka.playstation.co.uk> <7mjlbiSbjc2@chuka.pl 
-playstation.co.uk> 

NNTP-Posting-Host: 195.166.144.174 

X-Priority: 3 

X-MSMail-Priority: Normal 


laystation.co.uk> <7mkled$bjc7@chuka 


X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Rad <rad@cyberdude.com> wrote in message 
news: 7mkled$bjc7@chuka.playstation.co.uk... 
> 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


VVVVVVVVV 


There is a fast square root function on Andreas Schrattenecker's web site, 
whether it's faster or not I have no idea but if you find out let us know. 


Hmm. That algorithm is MUCH better than mine. Thanks for that. 
I'll re-code it in assembly though as (surprisingly) CodeWarrior didn't do 
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as good a job as I expected. 


Herbs 


—-MESSAGE FILE 13045 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001062 


--MESSAGE FILE 13046 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001063 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Font Module Available 

Date: Wed, 28 Jul 1999 19:32:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7nnidfSoub15@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-90.hyalgan.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I have just put a ready made font module online at my site: 
http://www.netyaroze-europe.com/~frkt1lx/nyFont.zip 
includes: 


- full documentation 

— example font texture 

- source 

- drop into code and use your own fonts 


I would be interested in what people think of it. If anyone wants to have a 
go at improving or adding to it see the docs. 


—-MESSAGE FILE 13046 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001063 


——MESSAGE FILE 13047 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001064 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: 2D auto animation library soon avaible 

Date: Wed, 28 Jul 1999 22:27:58 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7nnp2iSoubl6@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-109.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2014.211 


Hi | 


I'm just developping a library to animate sprites easily. 
Quite usefull for beginners (and others...). 


You only call the draw function, and the sprite texture is changed 
automatically when needed. Cool, huh ? 
You can even use HUGE Tims, the tpage is recalculated when needed. 


Well, you'll see by yourself, I think it will be ready for the end of 
the week (Need to write docs, an example, speed up the code, split files 


.) 
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Well, stay tuned, and expect something cool... 


—-MESSAGE FILE 13047 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001064 


—--MESSAGE FILE 13048 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001065 

Path: chuka.playstation.co.uk!news 

From: "“HPMAN" <mwa.p@infonie.fr> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: AniMotion Library 

Date: Sat, 31 Jul 1999 22:02:23 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <7nvkluSqsv3@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-119-44.infonie.fr 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Get it from here : http://www.netyaroze-europe.com/~SKELET/ 


-—-MESSAGE FILE 13048 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001065 


--MESSAGE FILE 13049 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001066 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Font Module Updated 

Date: Sat, 21 Aug 1999 14:36:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7pmaloS8mo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-32.taxol.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I've updated the font module, it now deals with OT's properly (thanks Tom), 
you can still get it at: 


http: //www.netyaroze-europe.com/~frkt1lx/ 
includes: 


- full documentation 

— example font texture 

- source 

- drop into code and use your own fonts 


I would be interested in what people think of it. If anyone wants to have a 
go at improving or adding to it see the docs. 


—-MESSAGE FILE 13049 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001066 


—--MESSAGE FILE 13050 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001067 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
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nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (286 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


-—-MESSAGE FILE 13050 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001067 


--MESSAGE FILE 13051 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001068 

Path: chuka.playstation.co.uk!news 

From: "Doglife" <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Video in Playstation 

Date: Wed, 1 Sep 1999 09:33:08 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7qhvjk$704@chuka.playstation.co.uk> 
NNTP-Posting-Host: galaxy.nyp.edu.sg 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


does anyone have any information on the file format of video playback (FMV) 
in PSX eg. screen size and frame rate supported, any compression internaly 
supported? 


How about PS2? 


—-MESSAGE FILE 13051 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001068 


—--MESSAGE FILE 13052 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001069 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: GsDrawOT hanging... HELP! 

Date: Thu, 9 Sep 1999 20:42:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7r92mnSmac4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-120.lipitor.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I am getting a weird error and have no idea how to fix it: basically 
GsDrawOT is hanging at the end of the loop for no apparent reason, It only 
happens sometimes and I can change TOTALLY unrelated things and it stops 
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happening???? It *may* only be happening when my execution loop is 
taking over one frame to execute. I know this is a problem with a hires 
screen but i'm only using 320x256??? whats going on???? 


This has been driving me CRAAAAAAZZZZY-BONKERS for sooo long now and it's 
really holding up my project, PLEASE can someone help me. 


cheers//matt 
electronicmail: matt@frktl.freeserve.co.uk 
icq: 38714129 


—-MESSAGE FILE 13052 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001069 


—--MESSAGE FILE 13053 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001070 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au! nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsDrawOT hanging... HELP! 

Date: 10 Sep 1999 09:37:22 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86puzr4pxp.fsf@foo.mel.cybec.com.au> 

References: <7r92mnSmac4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Matt Verran" <matt@frktl.freeserve.co.uk> writes: 


> I am getting a weird error and have no idea how to fix it: basically 

> GsDrawOT is hanging at the end of the loop for no apparent reason, It only 
> happens sometimes and I can change TOTALLY unrelated things and it stops 

> happening???? It *may* only be happening when my execution loop is 

> taking over one frame to execute. I know this is a problem with a hires 

> screen but i'm only using 320x256??? whats going on???? 

> 

> 

> 


This has been driving me CRAAAAAAZZZZY-BONKERS for sooo long now and it's 
really holding up my project, PLEASE can someone help me. 


Whenever I get weird errors (and totally unrelated things seem to 

affect it) I look at my stack space. Crazy behaviour can often be 
caused by a corrupt stack, and fixed easily by making more locals 

static. I reckon this should be emphasized more in the FAQ :) 


Toby. 
—-MESSAGE FILE 13053 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001070 


——MESSAGE FILE 13054 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001071 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: offscreen sprite/line/etc drawing - how? 

Date: Thu, 9 Sep 1999 16:59:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7r9hisSmac6@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-69.thulium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi everyone 


I am trying to do a pixel-perfect collision routine that will support 
scaled/rotated sprites. I have the collision detection part working 
perfectly, but as things stand it won't support scaled/rotated sprites. 


Net Yaroze newsgroups message dump.txt Page 8710 


Basically I have a 64*64 pixel area in VRAM which I copy the collidable 
sprites to (from another area in VRAM using the MoveImage() function), 
before copying the area to main RAM for pixel-by-pixel collision testing. 
Obviously, this will not handle when the sprite is scaled or rotated. 


What I need to know is: is there any way of using GsSortSprite() etc to 
draw to my offscreen area in VRAM? And how would I go about doing this? I 
really need to be able to draw scaled/rotated sprites to my offscreen VRAM 
area (at 320,447 BTW), or else my collision routine is not that much use to 
me! 


I've only been seriously using my Yaroze since I graduated from uni, so I 
don't know too much about ordering tables or all the rest of it. I don't 
want to use MoveImage() etc to take a copy of the sprite from the display 
area, since I would be copying all the other garbage surrounding the sprite 
as well, and I don't want that. 


Cheers 


Andy 


—-MESSAGE FILE 13054 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001071 


—--MESSAGE FILE 13055 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001072 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsDrawOT hanging... HELP! 

Date: Fri, 10 Sep 1999 17:32:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <7rbbu2Smac9@chuka.playstation.co.uk> 

References: <7r92mnSmac4@chuka.playstation.co.uk> <86puzr4pxp.fsf@foo.mel.cybec.com. 
au> 

NNTP-Posting-Host: modem-108.neon.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Toby (or anyone else), 


Could you go into more detail about this? I did find once that making 
some of my local variables into global ones stopped the hang. I also found 
that making sure variables are specifically set to 0 helped. The same 
problem keeps resurfaceing though. Should I change ALL my locals to static 
types? what consequences will this have? 


Thanks for replying 
Matt 


Toby Hutton <thutton@vet.com.au> wrote in message 

news: 86puzr4pxp.fsf@foo.mel.cybec.com.au... 

> "Matt Verran" <matt@frktl.freeserve.co.uk> writes: 

> 

> > I am getting a weird error and have no idea how to fix it: basically 

> > GsDrawOT is hanging at the end of the loop for no apparent reason, It 
only 

> happens sometimes and I can change TOTALLY unrelated things and it stops 
> happening???? It *may* only be happening when my execution loop is 
> taking over one frame to execute. I know this is a problem with a hires 
> screen but i'm only using 320x256??? whats going on???? 
> 
> 
Ա 


This has been driving me CRAAAAAAZZZZY-BONKERS for sooo long now and 
s 


> 
> 
> 
> 
> 
> 
I 
> > really holding up my project, PLEASE can someone help me. 
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Whenever I get weird errors (and totally unrelated things seem to 

affect it) I look at my stack space. Crazy behaviour can often be 
caused by a corrupt stack, and fixed easily by making more locals 

static. I reckon this should be emphasized more in the FAQ :) 


Toby. 


VVVVVVV 


—-MESSAGE FILE 13055 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001072 


—--MESSAGE FILE 13056 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001073 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: GsDrawOT hanging... HELP! 

Date: 11 Sep 1999 15:55:21 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86yaee801i.fsf@foo.mel.cybec.com.au> 

References: <7r92mn$mac4@chuka.playstation.co.uk> <86puzr4pxp.fsf@foo.mel.cybec.com. 
au> <7rbbu2Smac9@chuka.playstation.co.uk> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Matt Verran" <matt@frktl.freeserve.co.uk> writes: 


> Toby (or anyone else), 

> 

> Could you go into more detail about this? I did find once that making 
> some of my local variables into global ones stopped the hang. I also found 
> that making sure variables are specifically set to 0 helped. The same 

> problem keeps resurfaceing though. Should I change ALL my locals to static 
> types? what consequences will this have? 


I make *all* of my local structs and arrays static. If I have a lot 
of other local data then they're static too. 


Making local variables static (or global - not as elegant and harder 
read) means they reside in the main heap or data segment. Normally 
space for locals is created on the stack when a function is called and 
disappears when leaving the function. So the only real difference as 
far as your code goes is you have to keep in mind that your locals 
will remember their previous values from last call when they're 
static. This should be no problem as you should be initialising most 
variables before you use them anyway ;) 


The stack should have plenty of room on the Yaroze, but it doesn't 

seem to, I haven't bothered checking why. 

Toby. 

—-MESSAGE FILE 13056 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001073 


——MESSAGE FILE 13057 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001074 

Path: chuka.playstation.co.uk!news 

From: "Andrew Partington" <a.partington@yaroze41.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: new tutorial! 

Date: Sun, 12 Sep 1999 03:24:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7rhlq8$g0d3@chuka.playstation.co.uk> 

References: <7r9hisSmac6@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-—64.dextromethorphn.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Hi everyone 
Forget it, i've found out how to draw to offscreen areas of VRAM! 


Get my pixel-perfect collision tutorial at 
http://www.netyaroze-europe.com/~partinga to see how to do it. 


Many thanks to L. Evans for tutol.c, (a runtime TMD retexturing tutorial) 
which held the key to it all! 


Cheers 


Andy 


—-MESSAGE FILE 13057 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001074 


——MESSAGE FILE 13058 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001075 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: GsDrawOT hanging... HELP! 

Date: Mon, 13 Sep 1999 15:18:41 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 15 

Message-ID: <37DD07C1.54720202@scee.sony.co.uk> 
References: <7r92mnSmac4@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb] (Win95; I) 
X-Accept-—Language: en-GB,en,en-* 


My 2p: 


If you have large structures and make them local (non-static) variables then they go 
on the stack, 
no matter how stupidly large. So don't do that. 


GsDrawOT can't hang, but you can get GPU timeouts caused by your OT getting corrupte 
d. If this is 

the case, there can be many reasons that your OT get corrupted - a stray pointer per 
haps? 


J 


== James_Russell@scee.sony.co.uk ph: +44 (20) 7447-1626 - fax: 7390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Who were the Beta Testers for Preparations A through G??? 
—-MESSAGE FILE 13058 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001075 


——MESSAGE FILE 13059 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001076 

Path: chuka.playstation.co.uk!news 

From: "Michael Milne" <mike@sunteam. freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: HELP w/sprites 

Date: Mon, 13 Sep 1999 15:33:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1341 

Message-ID: <7rj200Sg0d10@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-141.name49.dialup.pol.co.uk 
X-Priority: 3 
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X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi there, I'm trying to get some testing done with 2d sprites and some 
unexplainable things happen (or should I say things don't happen). Included 
is the source for some screenswitching with sprites, but although the title 
screen works fine, when the program switches to the game screen no sprites 
appear even though I am sure I am drawing it. I've checked everything from 
screen setup to tim setup. Any help much appreciated. 


Michael Milne 
(mike@sunteam. freeserve.co.uk) 


—-MESSAGE FILE 13059 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001076 


——MESSAGE FILE 13060 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001077 

Path: chuka.playstation.co.uk!news 

From: "Paladin" <paladin@enterprise.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Memory Overloading: Re-using Video Memory while the program is running 
Date: 16 Sep 1999 00:07:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <Olbef£d9$02202600$3bc448c2@paladin> 

NNTP-Posting-Host: max03-059.enterprise.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


So far I have not found any hints as to how to re-use video memory from 
within the program. What I want to do is use all of the 1 megabye of VRAM 
for the introduction to my game, and then re-use it by loading different 
TIM's once the game starts. 


I havn't noticed anyone having achieved this before in the any demo's, all 
the loading always takes place at the beginning via 'dload' 


Is it possible for a program to load in new TIM's from the PC while its 
running? 


- Daniel J. Dobson 
-—-MESSAGE FILE 13060 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001077 


——MESSAGE FILE 13061 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001078 

Path: chuka.playstation.co.uk!news 

From: "Peter Armstrong" <hanno@btinternet.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Overloading: Re-using Video Memory while the program is running 
Date: Thu, 16 Sep 1999 14:23:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <7rqr4u$n2ill@chuka.playstation.co.uk> 

References: <Olbeff£d9$02202600$3bc448c2@paladin> 

NNTP-Posting-Host: host62-6-1-93.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 
What you're after is a file server, so that you can load and save data files 
from/to the PC at run time. There are four types in existance for the yaroze 


playstation:- 


If you have CodeWarrior you can make use of it's the MWDebugIO functions, 
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which redirects cdrom and memcard accesses to the PC via the serial port. 


If you own an Action Replay you can use Graig Graham's Action Replay File 
Server (ARS), which can be found at 
http://www.netyaroze-europe.com/~c_graham/ 


If you only have the serial port connection to the PC, you can use the 
Cyclone file server (which I wrote :-), it's available at 
http://www.netyaroze-europe.com/~imilco/ 


Nathan Miller is also writing a serial port file server, though as yet is 
hasn't been released. Information relating to it can be found on his site at 
http://www.netyaroze-europe.com/yaroze_scea/pages/nmiller.html. 


If you want to load TIM files at run-time, the basic procedure would be- 
find out the file size 

malloc() memory to store the file 

load the file from the PC to the allocated memory 

transfer the TIM data to video memory 

free() the file memory 


Hope this helps, 


Pete. 


Paladin <paladin@enterprise.net> wrote 

So far I have not found any hints as to how to re-use video memory from 
within the program. What I want to do is use all of the 1 megabye of VRAM 
for the introduction to my game, and then re-use it by loading different 
TIM's once the game starts. 


I havn't noticed anyone having achieved this before in the any demo's, all 
the loading always takes place at the beginning via 'dload' 


Is it possible for a program to load in new TIM's from the PC while its 
running? 


VVVVVVVVVV VV 


— Daniel J. Dobson 


8714 


-—-MESSAGE FILE 13061 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


2d_graphics/00001078 


—-MESSAGE FILE 13062 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


002d_graphics/00001079 

Path: chuka.playstation.co.uk!news 

From: "Paladin" <paladin@enterprise.net> 
Newsgroups: scee.yaroze.programming.2d_graphics 


Subject: Re: Memory Overloading: Re-using Video Memory while the program is running 


Date: 17 Sep 1999 01:01:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <01bf00a9$bda76340Sbbc348c2@paladin> 


References: <Olbeffd9S02202600S3bc448c2@paladin> <7rqr4u$n2ill@chuka.playstation.co. 


uk> 
NNTP-Posting-Host: max02-067.enterprise.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


I think this will be very helpful. Since I don't have CodeWarrior, I'll be 
most interested in the file server you wrote. I'm suprised that there 
doesn't seem to be many other Yaroze programmers interested in doing this. 


Or are there? 


Thanks for the prompt assistance 
— Daniel J. Dobson 


—-MESSAGE FILE 13062 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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2d_graphics/00001079 


——MESSAGE FILE 13063 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001080 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Overloading: Re-using Video Memory while the program is running 
Date: Fri, 17 Sep 1999 15:40:49 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7rtjtlS$lcu6@chuka.playstation.co.uk> 

References: <Olbeffd9S02202600S3bc448c2@paladin> <7rqr4u$n2ill@chuka.playstation.co. 
uk> <01bf00a9$bda76340Sbbc348c2@paladin> 

NNTP-Posting-Host: 212.56.122.194 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Just a quick point. Use of a file server such as this will make your game 
incompatible with the OPM cover disc, preventing you from entering it into 
the Fame Game comp. Not sure if this bothers you - just thought I'd let you 
know. 


Herbs 
(who uses CW MWDebugIO all the time) 


Paladin <paladin@enterprise.net> wrote in message 

news: 01bf00a9Sbda76340Sbbc348c2@paladin... 

> I think this will be very helpful. Since I don't have CodeWarrior, I'll be 
most interested in the file server you wrote. I'm suprised that there 
doesn't seem to be many other Yaroze programmers interested in doing this. 


Or are there? 


Thanks for the prompt assistance 


> 
> 
> 
> 
> 
> 
> — Daniel J. Dobson 
> 

> 


—-MESSAGE FILE 13063 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001080 


——MESSAGE FILE 13064 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001081 

Path: chuka.playstation.co.uk!news 

From: "Paladin" <paladin@enterprise.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Overloading: Re-using Video Memory while the program is running 
Date: 18 Sep 1999 23:13:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <0O1bf022cS$£930ba40$c9c348c2@paladin> 

References: <Olbeffd9S02202600S3bc448c2@paladin> <7rqr4u$n2ill@chuka.playstation.co. 
uk> <01bf00a9Sbda76340Sbbc348c2@paladin> <7rtjtl$lcu6@chuka.playstation.co.uk> 
NNTP-Posting-Host: max02-081.enterprise.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Yes, I had realised this, but I'm more interesed in writing something that 
other Yaroze memebers can download and look at themselves, once I finnish 
what I'm doing I can always do a cut down version for a competition I 
suppose. 


Its a shame it has to be like this, Sony could have given us functions that 
load from a file server, but later on will load from the CD-ROM with little 
changes, but instead they didn't. Even the file server I'm using was 
written by a private individual (Peter Armstrong). 
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Cyclone works very well, I'd recommend using it 


It would have been nice if we got some new functions to vibrate the control 
pad too, or do the yaroze libriaries not get updatted? 


— Daniel J. Dobson 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in article 
<7rtjtl$lcu6é@chuka.playstation.co.uk>... 

> Just a quick point. Use of a file server such as this will make your 
game 

> incompatible with the OPM cover disc, preventing you from entering it 
into 

> the Fame Game comp. Not sure if this bothers you - just thought I'd let 
you 

> know. 


—-MESSAGE FILE 13064 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001081 


—-MESSAGE FILE 13065 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001082 

Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Overloading: Re-using Video Memory while the program is running 
Date: Tue, 21 Sep 1999 15:39:49 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <7s6um7$734@chuka.playstation.co.uk> 

References: <Olbeffd9S$02202600S3bc448c2@paladin> <7rqr4u$n2ill@chuka.playstation.co. 
uk> <01bf00a9Sbda76340Sbbc348c2@paladin> <7rtjtl$lcu6@chuka.playstation.co.uk> <01bf 
022c$£930ba40$c9c348c2@paladin> 

NNTP-Posting-Host: host161-sub60.symantec.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Paladin wrote in message <0O1bf022cSf930ba40Sc9c348c2@paladin>... 

>Yes, I had realised this, but I'm more interesed in writing something that 
>other Yaroze memebers can download and look at themselves, once I finnish 
>what I'm doing I can always do a cut down version for a competition I 
>suppose. 

> 

>Its a shame it has to be like this, Sony could have given us functions that 
>load from a file server, but later on will load from the CD-ROM with little 
>changes, but instead they didn't. Even the file server I'm using was 
>written by a private individual (Peter Armstrong). 


Well my project loads files via the serial cable (I use codewarrior, which 
allows this with the yaroze) and can also load the files from the CD, which 
would work in a magazine situation (however in my situation requires I boot 
off the yaroze boot CD, then swap it with my CD of graphics). 


I might try creating a copy of the yaroze CD, with my graphics on it... that 
might work... still need to transfer your program over using codewarrior 
though. 

.-Chuck.. 


—-MESSAGE FILE 13065 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001082 


——MESSAGE FILE 13066 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001083 

Path: chuka.playstation.co.uk!news 

From: "Paladin" <paladin@enterprise.net> 
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Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Memory Overloading: Re-using Video Memory while the program is running 
Date: 22 Sep 1999 00:14:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bf0491$07d17600S$52c448c2@paladin> 

References: <Olbeffd9S$02202600S3bc448c2@paladin> <7rqr4u$n2ill@chuka.playstation.co. 
uk> <01bf00a9Sbda76340Sbbc348c2@paladin> <7rtjtl$lcu6@chuka.playstation.co.uk> <01bf 
O22cSf930ba40Sc9c348c2@paladin> <7s6um7$734@chuka.playstation.co.uk> 
NNTP-Posting-Host: max03-082.enterprise.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


I see, I didn't realise this was possible, interesting. 
- Daniel J. Dobson 


> Well my project loads files via the serial cable (I use codewarrior, 
which 
> allows this with the yaroze) and can also load the files from the CD, 
which 

> would work in a magazine situation (however in my situation requires I 
boot 

> off the yaroze boot CD, then swap it with my CD of graphics). 


—-MESSAGE FILE 13066 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001083 


—--MESSAGE FILE 13067 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001084 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Inverse Tangent 

Date: Wed, 22 Sep 1999 16:42:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7satfuS6rl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-13.chlorine.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


How do I get an Inverse Tangent function (TAN*%-1) out of the yaroze libs? 
There doesn't seem to be one. 


cheers//matt 
electronicmail: matt@frktl.freeserve.co.uk 


—-MESSAGE FILE 13067 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001084 


——MESSAGE FILE 13068 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001085 

Path: chuka.playstation.co.uk!news 

From: "Tom" <Tom.Madams@cwcom.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Inverse Tangent 

Date: Thu, 23 Sep 1999 18:53:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <7sdpff$7b1@chuka.playstation.co.uk> 
References: <7satfuS6rl@chuka.playstation.co.uk> 
NNTP-Posting-Host: adl1-s15-200-79.cwci.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Hi Matt, 


I hope this works. We've just got a network set up in our house and this 
is my first stab at sending a post via the file server. 


Anyway, the answer to your question is that there isn't one (a function I 
mean, not an answer). I found some code from someone elses demo (sorry 
whoever you are I can't remember where I got it from) which can either be 
found in math.c of my latest project, or listed down below. The original 
code cocked up when the angle was exactly 45 degrees, but I think this works 
in all cases. 


Cheers, 


Tom 


// table for inverse tangent (of form 512 = 90 degrees) 
short InvTanLut[] = { 

0, 3, 5: 8. 10, 13. 15. 38. 207. 237 25%. 28. 31. 33,7, -367 
ee 43, 46, 487. 5Խ 53% 56, 58, 61. 63, -66,. 69 11, 147 “26, 
rae 84, 86, 89, 91, 94, 96, 99, 101, 104, 106, 108, 111, 113, 116, 
ա 123, 126, 128, 131, 133, 136, 138, 140, 143, 145, 148, 150, 152, 155, 
Bes 162, 164, 167, 169, 172, 174, 176, 179, 181, 183, 186, 188, 190, 193, 
aor 200, 202, 204, 207, 209, 211, 214, 216, 218, 220, 223, 225, 227, 229, 
236, 238, 241, 243, 245, 247, 249, 252, 254, 256, 258, 260, 262, 265, 
. 271, 273, 275, 277, 279, 282, 284, 286, 288, 290, 292, 294, 296, 298, 
k. 304, 306, 308, 310, 312, 314, 316, 318, 320, 322, 324, 326, 328, 330, 
ak 33:6, 338: 340, 342, 344 346 347, 349, 351, 3537 3997 397. 359; 360, 
ան 366, 368, 370, 371, 373, 375, 377, 379, 380, 382, 384, 386, 387, 389, 
aCe 394, 396, 398, 399, 401, 403, 405, 406, 408, 410, 411, 413, 415, 416, 
ee 421, 423, 424, 426, 428, 429, 431, 432, 434, 435, 437, 439, 440, 442, 
pre 446, 448, 449, 451, 452, 454, 455, 457, 458, 460, 461, 463, 464, 466, 
ee 470, 471, 473, 474, 476, 477, 479, 480, 481, 483, 484, 486, 487, 488, 
ee 492, 494, 495, 496, 498, 499, 500, 502, 503, 504, 506, 507, 508, 509, 
511 
Ե 


// A modified version օք some code that I found 
long InvTan(long x, long y) { 
long t; 


if (x==0 && y==0) 
return 0; 


if (Abs(x) == Abs(y)) { 

if (x > 0) 

return (7ՀՕ 2 3584 : 512); 
return (y<0 ? 2560 : 1536); 
} 


if (Abs(x) > Abs(y)) { 
t = (y<<8) /x; 


if (t>=0) 
return InvTanLut [t&255] + («ՀՕ ? 2048 : 0); 
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return (x<0 ? 2048 : 4096) - InvTanLut[ (-t) &255]; 
} 
t = (x<<8)/y; 

if (t>=0) 

return (7ՀՕ ? 3072 : 1024) - InvTanLut [t&255]; 


return InvTanLut[(-t) & 255] + (y < 0 ? 3072 : 1024); 
} 


—-MESSAGE FILE 13068 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001085 


——MESSAGE FILE 13069 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001086 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Negative gradients... 

Date: Fri, 24 Sep 1999 15:33:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7sgeqcS6vnl@chuka.playstation.co.uk> 
NNTP-Posting-Host: m219-mpl-cvxla.hud.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I've just set up a collision routine made up of standard bounding lines and 
stuff with look-up tables for co_ord's, gradients, etc. 

Surprisingly, for me, I got it working to a reasonable degree of accuracy 
without too many hitches but one thing really has me puzzled. Whenever my 
algorithm tests for collision between any diagonal line (sprite) and a line 
with negative gradient one '-1' (scenery) the accuracy is a few pixels out. 
More so the further up ('սք' on screen) the line the collision happens. I've 
been using fixed point maths for the gradient calculations so all the other 
lines work out fine accuracy-wise and there's no problem with lines of 
gradient '+1'. 

As far as I can tell all other lines with a negative gradient work okay, it 
only happens when it's '-1' which mathetically shouldn't decrease the 
accuracy at all ‘cos it's all integer calculations. 


This one's really got me stumped, any help would be much appreciated. 
Cheers, 
Scott 


P.S. I've checked all the look-up tables and all the data's right. 


—-MESSAGE FILE 13069 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001086 


——MESSAGE FILE 13070 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001087 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: I'm Blind 

Date: Sun, 10 Oct 1999 12:37:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 407 

Message-ID: <7tptrcSmv52@chuka.playstation.co.uk> 
NNTP-Posting-Host: host212-140-96-177.btinternet.com 
X-Priority: 3 


Net Yaroze newsgroups message dump.txt Page 8720 


X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


I have just started to program my yaroze again after about 4 months, well 
maybe shorter, but anyway. I thought i would just start doing some basic 
stuff again and so i started on 2d game but it doesn't work, what a suprise. 
The problem is whenever i call the function to load my 2nd player the game 


will not work, but as soon as u comment out the function it works fine. I 
have gone through my code and found that the problem lis in the function, i 
call, LoadPlayerl(), but, like always i can't find anything wrong with it. 


I have attach a zip file with all the source, sprites, auto file and 
makefile, so if someone could be kind and have a look at it in some spare 
time, i would be grateful. 


Thanx!!! 


—-MESSAGE FILE 13070 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001087 


—--MESSAGE FILE 13071 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001088 

Path: chuka.playstation.co.uk!news 

From: Chris Wallace <chrisw@chilternmag.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: I'm Blind 

Date: Sun, 10 Oct 1999 19:32:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3800DBAC. 8FB72C75@chilternmag.demon.co.uk> 
References: <7tptrcSmv52@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-33.herceptin.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


I'll have a look when I get the chance... 
Chris Wallace. 
Mark Naylor wrote: 


I have just started to program my yaroze again after about 4 months, well 
maybe shorter, but anyway. I thought i would just start doing some basic 
stuff again and so i started on 2d game but it doesn't work, what a suprise. 
The problem is whenever i call the function to load my 2nd player the game 
will not work, but as soon as u comment out the function it works fine. I 
have gone through my code and found that the problem lis in the function, i 
call, LoadPlayerl(), but, like always i can't find anything wrong with it. 

I have attach a zip file with all the source, sprites, auto file and 
makefile, so if someone could be kind and have a look at it in some spare 
time, i would be grateful. 


Thanx!!! 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Name: game.zip 

> game.zip Type: Download File (application/zip) 

> Encoding: x-uuencode 

—-MESSAGE FILE 13071 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001088 


--MESSAGE FILE 13072 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001089 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I'm Blind 
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Date: Sun, 10 Oct 1999 22:19:14 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <3800F4C2.E4712E20@netway.at> 
References: <7tptrcSmv52@chuka.playstation.co.uk> 
NNTP-Posting-Host: t1p225.at-—732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Mark Naylor schrieb: 


> I have just started to program my yaroze again after about 4 months, well 

> maybe shorter, but anyway. I thought i would just start doing some basic 

> stuff again and so i started on 2d game but it doesn't work, what a suprise. 
> The problem is whenever i call the function to load my 2nd player the game 
> will not work, but as soon as u comment out the function it works fine. I 
> have gone through my code and found that the problem lis in the function, i 
> call, LoadPlayerl(), but, like always i can't find anything wrong with it. 
> I have attach a zip file with all the source, sprites, auto file and 

> makefile, so if someone could be kind and have a look at it in some spare 
> time, i would be grateful. 

> 

> Thanx!!! 

I love this error! 7) 

I fought it some time ago... 


Look at the address of the picture playerl.tim... 
it's 800alcal !!! 


the address have to be a multiple of 4 !!! (-» 80081684) 
greetz 

JJosS 

I hate bugs! - I like Starship Troopers... 


—-MESSAGE FILE 13072 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001089 


--MESSAGE FILE 13073 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001090 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I'm Blind 

Date: Mon, 11 Oct 1999 00:18:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7trérvSna72@chuka.playstation.co.uk> 

References: <7tptrcSmv52@chuka.playstation.co.uk> <3800F4C2.E4712E20@netway.at> 
NNTP-Posting-Host: host5-171-250-221.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Ok i tried it and the game doesn't crash now but the sprite is displayed 
wrong, fuzzy and purple and blue. 


Any ideas please?? 

Look at the address of the picture playerl.tim... 

TENS. 800alcal !!! 

the address have to be a multiple of 4 !!! (-» 80081684) 


greetz 
JJos 


VV VV V V V 
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> -- 
> I hate bugs! - I like Starship Troopers... 
> 


—-MESSAGE FILE 13073 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001090 


--MESSAGE FILE 13074 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001091 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I'm Blind 

Date: Mon, 11 Oct 1999 21:43:13 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7tspfsS$3bv1l@chuka.playstation.co.uk> 

References: <7tptrcSmv52@chuka.playstation.co.uk> <3800F4C2.E4712E20@netway.at> <7tr 
6rvSna72@chuka.playstation.co.uk> 

NNTP-Posting-Host: qtns03729.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Check the location of your CLUT in the frame buff. U may have place it 
wrongly. 


Stanley 
Mark Naylor <satan#2@usa.net> wrote in message 


news: 7tr6rv$na72@chuka.playstation.co.uk... 
> Ok i tried it and the game doesn't crash now but the sprite is displayed 


> wrong, fuzzy and purple and blue. 

> 

> Any ideas please?? 

> 

> > Look at the address of the picture playerl.tim... 
>> it's 800alcal !!! 

> > the address have to be a multiple of 4 !!! (-» 80081684) 
>> 

> > greetz 

> > JJos 

>> 

> > -- 

> > I hate bugs! - I like Starship Troopers... 

> > 

> 

> 


—-MESSAGE FILE 13074 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001091 


——MESSAGE FILE 13075 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001092 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <satan#2@usa.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: I'm Blind 

Date: Sun, 17 Oct 1999 15:54:43 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7uco0iSdq67@chuka.playstation.co.uk> 

References: <7tptrcSmv52@chuka.playstation.co.uk> <3800F4C2.E4712E20@netway.at> <7tr 
6rvSna72@chuka.playstation.co.uk> <7tspfsS3bvl@chuka.playstation.co.uk> 
NNTP-Posting-Host: host62-172-219-221.btinternet.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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I have checked the locations and they are correct, ...??? 


Stanley Lim <lkhemail@bigfoot.com> wrote in message 

news: 7tspfs$3bvl@chuka.playstation.co.uk... 

> Check the location of your CLUT in the frame buff. U may have place it 
wrongly. 


Stanley 
Mark Naylor <satan#2@usa.net> wrote in message 


news: 7tr6rv$na72@chuka.playstation.co.uk... 
> Ok i tried it and the game doesn't crash now but the sprite is displayed 


> wrong, fuzzy and purple and blue. 

> 

> Any ideas please?? 

> 

> > Look at the address of the picture playerl.tim... 
> > it's 800alcal !!! 

> > the address have to be a multiple of 4 !!! (—> 800alca4) 
> > 

> > greetz 

> > JJos 

>> 

> > -- 

> > I hate bugs! - I like Starship Troopers... 

> > 

> 

> 


VVVVVVVVVVVVV VV V V V NV V V NV V V V 


—-MESSAGE FILE 13075 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001092 


——MESSAGE FILE 13076 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001093 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: taking screenshots 

Date: Wed, 20 Oct 1999 20:09:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 
Message-ID: <7u142c$9891@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-26.titanium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Ello all, 


just wondering where to find that proggy that lets you take screenshots of 
your NY games? I saw one a while ago but can't find it now. I have a tv 
card but the results are a bit blurry and the colour isn't too hot either, 
I'd like pixel perfect grabs... 


cheers//matt 

electronicmail: matt@frktl.freeserve.co.uk 
universalresourcelocator: www.frktl.freeserve.co.uk 
icq: 38714129 


—-MESSAGE FILE 13076 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001093 
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--MESSAGE FILE 13077 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001094 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: taking screenshots 

Date: Thu, 21 Oct 1999 17:39:07 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 
Message-ID: <7u0515$kt13@chuka.playstation.co.uk> 
References: <7u142c$9891@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98ACA9D0.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Look on James Rutherford's web site 
Nathan 


—-MESSAGE FILE 13077 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001094 


——MESSAGE FILE 13078 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001095 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Isometric Backgrounds 

Date: Tue, 30 Nov 1999 08:02:43 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <820hns$611@scea> 

Reply-To: "Antony Arciuolo" <tonyl@nac.net> 

NNTP-Posting-Host: 209.166.42.130 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-Mimeole: Produced By Microsoft MimeOLE V5.00.2615.200 


Are hexagonal isometric backgrounds possible? Has there been a thread on it? 
Is it worth it? 


- Tony 


—-MESSAGE FILE 13078 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001095 


--MESSAGE FILE 13079 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001096 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Parallax Scrolling 

Date: Wed, 1 Dec 1999 22:28:19 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <824o0dk$jql@scea> 

NNTP-Posting-Host: s8.slot6.diall.hnj.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


When you create a background, you also need to define a workspace according 
to the equation in the Net Yaroze reference. 


My question is: 


If I have a 3-layer parallax scrolling background, I will have 3 GsBG 
objects, but can I reused the same workspace array? or do I really need to 
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have 3 separate workspaces? 


- Tony 


—-MESSAGE FILE 13079 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001096 


——MESSAGE FILE 13080 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001097 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <antony.arciuolo@mail.trincoll.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Backgrounds smaller than the visible screen 

Date: Fri, 3 Dec 1999 17:30:42 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <829fetSltul@scea> 

NNTP-Posting-Host: s40.slot2.diall.hnj.nac.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:462 scee.yaroze.pr 
ogramming.2d_graphics:1097 


Is there a way to prevent a small GsBG map from tiling? 


What I want to do is have three GsBGs for parallax scrolling 


One will be the ground, one will be the rest of the background (a forest), 
and the last will be the mountains through the trees 


for the ground, I just want three rows of tiles across the entire width of 
my level, 

but do I need to define it with the (in 320x240 res) 12 rows of transparent 
cells? 


- Tony 


-—-MESSAGE FILE 13080 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001097 


--MESSAGE FILE 13081 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001098 

Path: chuka.playstation.co.uk!news 

From: Eddie Harrison <"eddieharrison"@ netscape.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Sat, 04 Dec 1999 15:22:01 +0000 

Organization: 24/7 Games Design 

Lines: 27 

Message-ID: <82bbfuS4fk2@chuka.playstation.co.uk> 

References: <829fet$litul@scea> 

NNTP-Posting-Host: tnt-2-74.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:463 scee.yaroze.pr 
ogramming.2d_graphics:1098 


Antony Arciuolo wrote: 


> Is there a way to prevent a small GsBG map from tiling? 
> 
> What I want to do is have three GsBGs for parallax scrolling 
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One will be the ground, one will be the rest of the background (a forest), 
and the last will be the mountains through the trees 


for the ground, I just want three rows of tiles across the entire width of 
my level, 

but do I need to define it with the (in 320x240 res) 12 rows of transparent 
cells? 


VVVVVVVVVV 


- Tony 


as far as I know (which is'nt very far) you can only have 1 GsBG map at a 
time(i am almost sure of this) . so what i would recomend is have the 
mountains and forest as scrolling sprites and the ground as a GsBG map I think 
you would have to define the other rows as transparent but i'm not sure of 
this. for a bit of help look at the tutorials in the game demos section of the 
SCEE site chapter 7 . 1 am only a beginner so this could be shit advice 

Eddie {:-) 
P.S some helps gotta be better than no help at all. 


—-MESSAGE FILE 13081 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001098 


—--MESSAGE FILE 13082 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001099 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Parallax Scrolling 

Date: Sat, 4 Dec 1999 17:28:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <82bhq3S4fk4@chuka.playstation.co.uk> 
References: <824o0dk$jql@scea> 

NNTP-Posting-Host: 212.56.122.49 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Tony, 
You need to have 3 workspaces. The workspaces are used to hold the GPU 


packets which will be used to draw the BG, so you don't want to overwrite 
them. 


Herbs 


Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in message 
news: 8240dk$jql@scea... 

> When you create a background, you also need to define a workspace 
according 

to the equation in the Net Yaroze reference. 


v 


My question is: 

If I have a 3-layer parallax scrolling background, I will have 3 GsBG 
objects, but can I reused the same workspace array? or do I really need to 
have 3 separate workspaces? 


- Tony 


VVVVVVVVVV 


-—-MESSAGE FILE 13082 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001099 


——MESSAGE FILE 13083 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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002d_graphics/00001100 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Sat, 04 Dec 1999 17:10:59 +0000 

Organization: Netcom member 

Lines: 7 

Message-ID: <38494B23.AA0A6E8F@netscapeonline.co.uk> 

References: <829fetSltul@scea> <82bbfuS4fk2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup-02-56.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:464 scee.yaroze.pr 
ogramming.2d_graphics:1100 


You can have more than one BgMAP running for parallax scrolling, but I think that 
due to the limitations of the Yaroze libs, you have to use full screen BGs and have 
transparent tiles.............. 


The CHIEF 


-—-MESSAGE FILE 13083 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001100 


--MESSAGE FILE 13084 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001101 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Sat, 4 Dec 1999 17:31:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <82bi0kS4fk5@chuka.playstation.co.uk> 

References: <829fet$ltul@scea> 

NNTP-Posting-Host: 212.56.122.49 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:465 scee.yaroze.pr 
ogramming.2d_graphics:1101 


Hi Tony, 


Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in message 
news: 829fetSlitul@scea... 
> Is there a way to prevent a small GsBG map from tiling? 


> 

No. 

> 

> What I want to do is have three GsBGs for parallax scrolling 

> 

> One will be the ground, one will be the rest of the background (a forest), 
> and the last will be the mountains through the trees 

> 

> for the ground, I just want three rows of tiles across the entire width of 
> my level, 

> but do I need to define it with the (in 320x240 res) 12 rows of 
transparent 

> cells? 


Yes. Or you could use sprites instead of a BG. 
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- Tony 


VVVVYV 


Herbs 


—-MESSAGE FILE 13084 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001101 


--MESSAGE FILE 13085 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001102 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Antony Arciuolo" <tonyl@nac.net> 
Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Mon, 6 Dec 1999 07:41:29 -0500 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <82gar0$3041@scea> 

References: <829fetSltul@scea> <82bi0kS4fk5@chuka.playstation.co.uk> 

Reply-To: "Antony Arciuolo" <tonyl@nac.net> 

NNTP-Posting-Host: 209.166.42.130 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:466 scee.yaroze.pr 
ogramming.2d_graphics:1102 


I have a three-layer parallax BG, and it scrolls well, I am just wondering 
about overhead... which is more efficient: using 3 GsBGs, or using a sprite 
as one of the backgrounds, b/c I imagine that's a big sprite, but I got 3 
workspaces, and 3 world layout arrays... 


= Tony 
Alex Herbert <alex@herbs.dabsol.co.uk> wrote in message 


news: 82bi0kS4fk5@chuka.playstation.co.uk... 
> Hi Tony, 


Antony Arciuolo <antony.arciuolo@mail.trincoll.edu> wrote in message 
news: 829fetSlitul@scea... 

> Is there a way to prevent a small GsBG map from tiling? 

> 


No. 


> 

> What I want to do is have three GsBGs for parallax scrolling 

> 

> One will be the ground, one will be the rest of the background (a 
orest), 


VVVVVVVVVVVONVV VV VV VV VV VV VV VV 


> and the last will be the mountains through the trees 

> 

> for the ground, I just want three rows of tiles across the entire width 
f 

> my level, 

> but do I need to define it with the (in 320x240 res) 12 rows of 
transparent 

> cells? 

Yes. Or you could use sprites instead of a BG. 

> 

> 

> — Tony 

> 
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—-MESSAGE FILE 13085 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001102 


—--MESSAGE FILE 13086 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001103 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: Isometric Backgrounds 

Date: Tue, 7 Dec 1999 08:36:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <82ih64S6m1@chuka.playstation.co.uk> 
References: <820hns$611@scea> 

NNTP-Posting-Host: modem-—42.buproprione.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Antony Arciuolo wrote in message <820hns$611@scea>... 
>Are hexagonal isometric backgrounds possible? Has there been a thread on 
Ft? 


Yep, definitely, but I don't know of any thread as they are a bit rare in 
games 


>Is it worth it? 


I would say no, the hasstle produced by having 6 main directions which don't 
relate to much friendlier cartesian coordinate systems can be large. Not 
only that , but map handling, tile based collisions, graphic considerations 
( quantity ), etc. can be large, so you tend to only really see hex tile 
maps in turn based strategies. Depending on what you're planning on 
creating, rectangular or isometric tile maps are simpler. 

You could probably get a lot more done in the same amount of time using an 
isometric tile system. There's plenty of information on the web on these 
types. Try www.gameprog.com and other game programming sites. 

Hope this helps, but it is up to you, maybe you wnat the challenge... 
Stuart. 


—-MESSAGE FILE 13086 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001103 


——MESSAGE FILE 13087 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001104 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Thu, 9 Dec 1999 21:24:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <82p6q6S7rpl@chuka.playstation.co.uk> 

References: <829fet$ltul@scea> 

NNTP-Posting-Host: th-gt146-229.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:467 scee.yaroze.pr 
ogramming.2d_graphics:1104 
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> for the ground, I just want three rows of tiles across the entire width of 
> my level, 

> but do I need to define it with the (in 320x240 res) 12 rows of 
transparent 

> cells? 


Couldn't you just have a GsBG with 3 rows, and set the .x and .y of the GsBG 
to 3 * 16 pixels from the bottom of the screen (3 tiles high times 16 pixels 
high for a tile)? 


> — Tony 


Rikki 


—-MESSAGE FILE 13087 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001104 


——MESSAGE FILE 13088 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001105 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: “Antony Arciuolo" <tonyl@nac.net> 
Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 
Subject: Re: Backgrounds smaller than the visible screen 

Date: Fri, 10 Dec 1999 17:02:09 -0500 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <82rsr5$8s51@scea> 

References: <829fetSltul@scea> <82p6q6S7rpl@chuka.playstation.co.uk> 
NNTP-Posting-Host: s56.slot0O.diall.hnj.nac.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:468 scee.yaroze.pr 
ogramming.2d_graphics:1105 


I tried that, but the map wraps, meaning I get a screen full of 


rowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowl 
row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2 
row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3 
rowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowl 
row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2 
row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3 
rowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowlrowl 
row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2row2 
row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3row3 


- Tony 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 
news: 82p6q6S$7rpl@chuka.playstation.co.uk... 
> > for the ground, I just want three rows of tiles across the entire width 


> > my level, 
> > but do I need to define it with the (in 320x240 res) 12 rows of 
> transparent 

> > cells? 
> 
> 


Couldn't you just have a GsBG with 3 rows, and set the .x and .y of the 
GsBG 
> to 3 * 16 pixels from the bottom of the screen (3 tiles high times 16 
pixels 
high for a tile)? 


v 


> 
> > - Tony 
> 

> Rikki 
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> 
> 


-—-MESSAGE FILE 13088 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001105 


——MESSAGE FILE 13089 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001106 

Path: chuka.playstation.co.uk!news 

From: "daniel brown" <convict_at_large@yahoo.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: the proper order to intialize a sprite? 

Date: Mon, 13 Dec 1999 09:56:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <832fsbSmos2@chuka.playstation.co.uk> 
NNTP-Posting-Host: co3748.tay.ac.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


What do I need to do to a 16 bit sprite after I have loaded it into a 
buffer in main memory? I think I need to use GsGetTimInfo to fill out the 
t-page data, what do I need to do after that, so I can use GsSortSprite? 
I'm trying to write my own sprite handling code and have got a bit stuck :-) 
I f one of you would be kind enough to tell me what I have to do, then that 
should be enough.... 


Cheers, 


Daniel Brown 
Universaty of Abertay Dundee 


—-MESSAGE FILE 13089 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001106 


——MESSAGE FILE 13090 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001107 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: the proper order to intialize a sprite? 
Date: Mon, 13 Dec 1999 19:20:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <385538F2.99D6CD47@netway.at> 
References: <832fsbSmos2@chuka.playstation.co.uk> 
NNTP-Posting-Host: t1p158.at-732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Hi! 


Have a look the the Sony-Yaroze-Coding-FAQ, 
there should be an example code.... ;) 


greetz 

JJosS 

—-MESSAGE FILE 13090 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001107 
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——MESSAGE FILE 13091 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001108 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: Isometric Backgrounds 

Date: Mon, 27 Dec 1999 19:01:31 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <3867A97B.203D74FF@dk.ibm.com> 
References: <820hns$611@scea> 
NNTP-Posting-Host: sungoldl.dk.ibm.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept—-Language: en 


Antony Arciuolo wrote: 


> Are hexagonal isometric backgrounds possible? Has there been a thread on it? 
> Is it worth it? 

> 
> 


- Tony 


Worth it? For everything but strategy games I would say no. But isometric 2D 

views 

do look quite attractive(I'm talking about square tiles not hexagonal). Check 

this page for details of how to implement Isometric Tiles. 
http://www.voicenet.com/~krem/technical/isotiles.html 


If you want more try Amit's page which contains tons of game related stuff, 
especially for tile based games. 


http://www-cs-students.stanford.edu/~amitp/gameprog.html 


Mark 


-—-MESSAGE FILE 13091 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001108 


——MESSAGE FILE 13092 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001109 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: copper backgrounds 

Date: Wed, 29 Dec 1999 00:44:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <84b1i3S8m01@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.5600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.5600 


Hi, 


This one will probably only make sense to anyone who used to code or know 
anything about the Amiga, it was possible to alter one colour every scanline 
so you could have a 256 colour gradient background on a 2 colour screen 
(320x256), is there anything similar I can do on the Yaroze. 


I could setup a gradient box, except there is no reference to a Gradient Box 
function in the manuals there is a structure for one in the libs however, I 
could setup 320 Gradient Lines but that just doesn't sound like the best 
way, that I suppose leave setting up a gradient polygon? 


I know this is basic stuff but I'm guilty of not touching the yaroze for a 
few months and it's all gone, other stuff has pushed that out of my head, 
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only limited registers you see :-) (7 at last count) 


Nigel 


—-MESSAGE FILE 13092 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001109 


--MESSAGE FILE 13093 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001110 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@yahoo.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: copper backgrounds 

Date: Tue, 4 Jan 2000 09:58:06 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <84sg8j$5171@chuka.playstation.co.uk> 
References: <84b1i3S8m01@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Copper Lists....brings back memories.. (sniff!! sniff!!) 
I'm trying to do something similar to what you are doing. 


But I'm doing it the stupid way by using 
a separate GsGLINE for each scanline, don't use this method it is 
stupid because it will kill your hsync count (I think mine uses up about 30) 


When I get my head around Dynamic TMD's. I'll work on a polygon version. 


If you want the code for the GsGLINE version I'll mail it to you if you 
want. 


Aaron 


Nigel Critten wrote in message <84b1i3S8m01@chuka.playstation.co.uk>... 
>Hi, 

> 

>This one will probably only make sense to anyone who used to code or know 
>anything about the Amiga, it was possible to alter one colour every 
scanline 

>so you could have a 256 colour gradient background on a 2 colour screen 
>(320x256), is there anything similar I can do on the Yaroze. 

> 

>I could setup a gradient box, except there is no reference to a Gradient 
Box 

>function in the manuals there is a structure for one in the libs however, I 
>could setup 320 Gradient Lines but that just doesn't sound like the best 
>way, that I suppose leave setting up a gradient polygon? 

> 

>I know this is basic stuff but I'm guilty of not touching the yaroze for a 
>few months and it's all gone, other stuff has pushed that out of my head, 
>only limited registers you see :-) (7 at last count) 

> 

>Nigel 

> 

> 


—-MESSAGE FILE 13093 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001110 


—--MESSAGE FILE 13094 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001111 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: copper backgrounds 

Date: Wed, 12 Jan 2000 12:36:31 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <85hs4bSklipl@chuka.playstation.co.uk> 
References: <84b1i3$8m01@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.159.64.214 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all, 


I used a 256 pixel high 8-bit sprite with the first scanline indexed to 
colour 0, the next scanline to colour 1 etc etc. Then it's just a case of 
modifying the CLUT (which is just an array of 256 u_shorts) to create all 
those cool Copper colour cycling effects. Obviously the sprite doesn't need 
to be very wide as it can be expanded horizontally to fill the screen width. 


Herbs 


Nigel Critten <Nigel@gameware.demon.co.uk> wrote in message 

news: 84b1i3S$8m01@chuka.playstation.co.uk... 

> Hi, 

> 

> This one will probably only make sense to anyone who used to code or know 
> anything about the Amiga, it was possible to alter one colour every 
scanline 

> so you could have a 256 colour gradient background on a 2 colour screen 
> (320x256), is there anything similar I can do on the Yaroze. 

> 

> I could setup a gradient box, except there is no reference to a Gradient 
Box 


> function in the manuals there is a structure for one in the libs however, 
1 

> could setup 320 Gradient Lines but that just doesn't sound like the best 
> way, that I suppose leave setting up a gradient polygon? 

> 

> I know this is basic stuff but I'm guilty of not touching the yaroze for a 
> few months and it's all gone, other stuff has pushed that out of my head, 
> only limited registers you see :-) (7 at last count) 

> 

> Nigel 

> 

> 


—-MESSAGE FILE 13094 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001111 


--MESSAGE FILE 13095 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001112 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <blaisetech@europe.com> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: copper backgrounds 

Date: Thu, 13 Jan 2000 09:07:46 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <85k4n0Sqvvl@chuka.playstation.co.uk> 

References: <84b1i3S8m01@chuka.playstation.co.uk> <85hs4bSkipl@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 193.82.54.43 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Never thought of that...Doh!!! 
Aaron 


Alex Herbert wrote in message <85hs4bSklipl@chuka.playstation.co.uk>... 
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>Hi all, 

> 

>I used a 256 pixel high 8-bit sprite with the first scanline indexed to 
>colour 0, the next scanline to colour 1 etc etc. Then it's just a case of 
>modifying the CLUT (which is just an array of 256 u_shorts) to create all 
>those cool Copper colour cycling effects. Obviously the sprite doesn't 
need 

>to be very wide as it can be expanded horizontally to fill the screen 
width. 

> 

> 

>Herbs 

> 


—-MESSAGE FILE 13095 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001112 


—--MESSAGE FILE 13096 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001113 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Sun, 16 Jan 2000 18:07:39 +0000 

Organization: Max Studios 

Lines: 12 

Message-ID: <388208EB. 6E7A409E@which.net> 

References: <829fetSltul@scea> <82bbfuS4fk2@chuka.playstation.co.uk> <38494B23.AA0A6 
E8F@netscapeonline.co.uk> 

NNTP-Posting-Host: p38-ibis-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:470 scee.yaroze.pr 
ogramming.2d_graphics:1113 


Will this affect our "project"? 
Max 
thechief666 wrote: 


You can have more than one BgMAP running for parallax scrolling, but I think that 
due to the limitations of the Yaroze libs, you have to use full screen BGs and hav 


transparent tiles.............. 


VVVOVV 


The CHIEF 


—-MESSAGE FILE 13096 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001113 


——MESSAGE FILE 13097 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001114 

Path: chuka.playstation.co.uk!news 

From: thechief666 <thechief666@netscapeonline.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Sun, 16 Jan 2000 19:52:54 +0000 

Organization: Netcom member 

Lines: 18 

Message-ID: <38822196.CDOCOF9BEnetscapeonline.co.uk> 

References: <829fetSltul@scea> <82bbfuS4fk2@chuka.playstation.co.uk> <38494B23.AA0A6 
E8F@netscapeonline.co.uk> <388208EB. 6E7A409E@which.net> 

NNTP-Posting-Host: dialup-—03-48.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; I) 
X-Accept—-Language: en-GB,en 
Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:471 scee.yaroze.pr 
ogramming.2d_graphics:1114 
Nope, it's already accounted for (hopefully :-) ) 

The CHIEF 


Max wrote: 


> Will this affect our "project"? 

> 

> Max 

> 

> thechief666 wrote: 

> 

> > You can have more than one BgMAP running for parallax scrolling, but I think tha 
t 

> > due to the limitations of the Yaroze libs, you have to use full screen BGs and h 
ave 

> > transparent tiles.............. 

>> 

> > The CHIEF 


--MESSAGE FILE 13097 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001114 


——MESSAGE FILE 13098 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001115 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: minimap & dynamic tims 

Date: Mon, 24 Jan 2000 16:29:00 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <86hv54Skugl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-118.barium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I'm trying to create a minimap for tanx2. The first attempt was using 
Moveimage to copy 2x2 16-bit info onto the screen to compose the map on the 
screen buffers, but they flicker badly. I was wondering how I could go about 
dynamically creating a tim, possibly using LoadImage to set pixel data ona 
sprite and then drawing it to both split screens. Any ideas anyone? Any help 
appreciated. 

Stuart 


—-MESSAGE FILE 13098 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001115 


——MESSAGE FILE 13099 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001116 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: minimap & dynamic tims 

Date: Mon, 24 Jan 2000 19:17:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <86i900Skug2@chuka.playstation.co.uk> 
References: <86hv54Skugl@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-90.penicillin.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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stuart @macdonald4798.freeserve.co.uk wrote in message 
<86hv54Skugl@chuka.playstation.co.uk>... 

>I'm trying to create a minimap for tanx2. The first attempt was using 
>Moveimage to copy 2x2 16-bit info onto the screen to compose the map on the 
>screen buffers, but they flicker badly. I was wondering how I could go 
about 

>dynamically creating a tim, possibly using LoadImage to set pixel data ona 
>sprite and then drawing it to both split screens. 


Got it working folks, ended up using LoadImage to load pixels onto a tim in 
vram. Works fine. 

Hopefully I'll have a tanx2 alpha soon... 

Stuart. 


—-MESSAGE FILE 13099 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001116 


——MESSAGE FILE 13100 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001117 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: 16-bit bitmaps???... 

Date: Tue, 25 Jan 2000 13:44:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <86k90kSpb41@chuka.playstation.co.uk> 
NNTP-Posting-Host: m5-mp2-cvxlb-.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Hi, 


Can anyone let me know where I can find an art package that will let me work 
with 16-bit images? I tend to use Paint Shop Pro 5 but this only deals with 
2,4,8 & 24 bit images. I've also tried Photoshop 5 with no joy aswell as the 
scabby PAINT thing you get with windows. All seem to skip the 16-bit option 
out. 


Please let me know if there's anything out there or if it's just me being 
crap again and it is actually possible to achieve it with one of the above 
titles. 


Much appreciated, 


Scott 


-—-MESSAGE FILE 13100 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001117 


--MESSAGE FILE 13101 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001118 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 16-bit bitmaps???... 

Date: Wed, 26 Jan 2000 17:26:06 +0000 
Organization: Max Studios 

Lines: 27 

Message-ID: <388F2E2E.52AC2B16@which.net> 
References: <86k90kSpb41@chuka.playstation.co.uk> 
NNTP-Posting-Host: p291-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
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X-Accept—-Language: en 

I'm not sure if I understood all the question but in Adobe there is a menu 

called image under which is a submenu called mode this can be changed to suit 

any bit preference you want and can also change existing images to the colour 

depth you want. 

Hope this helps 


Max 


Scott Ward wrote: 


> Hi, 

> 

> Can anyone let me know where I can find an art package that will let me work 
> with 16-bit images? I tend to use Paint Shop Pro 5 but this only deals with 
> 2,4,8 & 24 bit images. I've also tried Photoshop 5 with no joy aswell as the 
> scabby PAINT thing you get with windows. All seem to skip the 16-bit option 
> out. 

> 

> Please let me know if there's anything out there or if it's just me being 

> crap again and it is actually possible to achieve it with one of the above 

> titles. 

> 

> Much appreciated, 

> 

> Scott 


—-MESSAGE FILE 13101 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001118 


--MESSAGE FILE 13102 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001119 

Path: chuka.playstation.co.uk!news 

From: "Scott Ward" <scott.ward6@virgin.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 16-bit bitmaps???... 

Date: Thu, 27 Jan 2000 03:46:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <86o0elrS21h2@chuka.playstation.co.uk> 

References: <86k90kSpb41@chuka.playstation.co.uk> <388F2E2E.52AC2B16@which.net> 
NNTP-Posting-Host: ml4-mpl-cvxla.hud.ntl.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


As far as I know Adobe only lets you swap between 8 and 16 bits 'per 
channel', a channel each for the red, green & blue values. What I need is 
any package that will deal in 16-bit images (5-bits per channel). 


Please! !!!!3!!t!! so) 


Scott 


"Max" <mad.max@which.net> wrote in message 

news: 388F2E2E.52AC2B16@which.net... 

> I'm not sure if I understood all the question but in Adobe there is a menu 
> called image under which is a submenu called mode this can be changed to 
suit 

> any bit preference you want and can also change existing images to the 
colour 

> depth you want. 


Hope this helps 


Max 


VVVVYV 
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—-MESSAGE FILE 13102 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001119 


——MESSAGE FILE 13103 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001120 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 16-bit bitmaps???... 

Date: Fri, 28 Jan 2000 18:12:21 +0000 

Organization: Max Studios 

Lines: 30 

Message-ID: <3891DC05.6E0AFA61@which.net> 

References: <86k90kS$pb41@chuka.playstation.co.uk> <388F2E2E.52AC2B16@which.net> <860 
elr$21h2@chuka.playstation.co.uk> 

NNTP-Posting-Host: p31-mallard-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 


Ya got me there mate! I think I know what you are saying (duh!) but I don't know 
of any imaging package that can do that. Keep trying and experimenting with 
Adobe coz I know it is probably the most flexible Imaging program. 

Max 

Scott Ward wrote: 

As far as I know Adobe only lets you swap between 8 and 16 bits 'per 


channel', a channel each for the red, green & blue values. What I need is 
any package that will deal in 16-bit images (5-bits per channel). 


Please! 11111171 Ւ :0օ) 
Scott 


"Max" <mad.max@which.net> wrote in message 

news: 388F2E2E.52AC2B16@which.net... 

> I'm not sure if I understood all the question but in Adobe there is a menu 
> called image under which is a submenu called mode this can be changed to 
suit 

> any bit preference you want and can also change existing images to the 
colour 


VVVVVVVVVVVVVVV VV VV VV 


> depth you want. 
> 

> Hope this helps 
> 

> Max 

> 


—-MESSAGE FILE 13103 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001120 


——MESSAGE FILE 13104 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001121 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: 16-bit bitmaps???... 

Date: Sat, 29 Jan 2000 14:14:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <86ut7iSbgqcl@chuka.playstation.co.uk> 

References: <86k90k$pb41@chuka.playstation.co.uk> <388F2E2E.52AC2B16@which.net> <860 
elr$21h2@chuka.playstation.co.uk> <3891DC05.6EOAFA61@which.net> 

NNTP-Posting-Host: modem-2.thallium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Scott Ward wrote: 

> 

>> As far as I know Adobe only lets you swap between 8 and 16 bits 'per 

>> channel', a channel each for the red, green & blue values. What I need is 
>> any package that will deal in 16-bit images (5-bits per channel). 

>> 

>> Please! 11111111 Է so) 


You can change the bit-depth by image->mode->indexed colour. The pop-up menu 
allows you to set adaptive ( which I usually use ), then the bit depth 
underneath. Unfortunately this only goes up to 8-bit, but is usually fine 
for most tim stuff. Incidentally, use 'previous' instead of adaptive if 
you're wanting the image to use the same palette as the last indexed colour 
image you set. This is good for ensuring your images all conform to the same 
clut. 

The problem you're having is more to do with image format where Photoshop is 
concerned. You can't use indexed colour, so you'll ned to work in an image 
format that deals in 16-bit ( different from 15-bit - there's 6 bits in the 
green channel ). Try generating your images as targa files - it allows you 
to save as 16-bit, so it will ensure you're working within the colour range 
of 16 as opposed to 24 bits. After that all I can suggest is to then resave 
your finished images as 24-bit bmps and select 16 bits when converting in 


timutil. Hopefully it will work as Photoshop should be fine in splitting the 
16 bits to 24 bits. The only difference between these modes ( apart from 
size ) is the first three bits of a 24 bit channel are missing for 16-bits, 


which are really dark/low colour values anyway. I think. 

Hope that is some sort of help. 

Incidentally, I looked through 'The Photoshop 4 Bible' and couldn't see any 
other way. 


Stuart. 


—-MESSAGE FILE 13104 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001121 


——MESSAGE FILE 13105 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001122 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: 16-bit bitmaps???... 

Date: Mon, 07 Feb 2000 16:54:01 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <389E5DF9.6D5067E6@fulcrum.com.au> 
References: <86k90kSpb41@chuka.playstation.co.uk> 
NNTP-Posting-Host: longford.csse.monash.edu.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 
X-Accept—-Language: en 


Scott Ward wrote: 
Hi, 


Can anyone let me know where I can find an art package that will let me work 
with 16-bit images? I tend to use Paint Shop Pro 5 but this only deals with 

2,4,8 & 24 bit images. I've also tried Photoshop 5 with no joy aswell as the 
scabby PAINT thing you get with windows. All seem to skip the 16-bit option 

out. 


Please let me know if there's anything out there or if it's just me being 
crap again and it is actually possible to achieve it with one of the above 
titles. 


VVVVVVVVVVV VV 
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> Much appreciated, 
> 
> Scott 


[ooh... wonder if this'll work. I gave up on slrn because it wasn't y2k 
happy, 

and so now I'm using netscape tunnelled through a pair of ssh port 
forwards. 

fingers crossed] 


Your best bet is probably going to be to draw in 24 bit mode and then 
quantize to 
16 bit. 


If you're drawing large bitmaps, then there are a large number of 
dithering 

algorithms you can play with to do this. If you're dealing with small 
bitmaps, 

it's probably just as easy to do direct quantization; dithering may (or 
may 

not) create nasty artifacts. 


PIL, the python imaging library, is a large suite of image manipulation 
routines 

that you can tie together into a script (on windows even...) that will 
do what 

you want with a minimum of fuss. There's a really natty image quantizer 
for 

making optimal 8 bit palettes in it, that I contributed ;) 


There's also a windows program called Pixel32, written by a demo scene 
person, 

which, if you can get it to run, may well allow you to edit in 16 bit. I 
had 

nothing but trouble with it, but YMMV. The name 'Secundum Artem' rings a 
bell 

too, but that might well be the same program. 


Toby. 
—-MESSAGE FILE 13105 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001122 


——MESSAGE FILE 13106 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001123 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 

Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:31 -0000 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <883ui3$2kh1@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1534 scee.yaroze.freetalk.english 
25334 scea.yaroze.announce:138 scee.yaroze.programming.2d_graphics:1123 


Are any fellow yarozers going to the game Developer conference this year? 


—-MESSAGE FILE 13106 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001123 


--MESSAGE FILE 13107 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001124 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Lemont Washington" <lwashington@premierhome.net> 
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Newsgroups: scea.yaroze.freetalk, scee.yaroze.freetalk.english, scea.yaroze.announce,s 
cee.yaroze.programming.2d_graphics 

Subject: 2000 Game Developer Conference? 

Date: Sat, 12 Feb 2000 10:37:55 -0000 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <883ui4S2kh2@scea> 

NNTP-Posting-Host: cust19.premierhome.net 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:1535 scee.yaroze.freetalk.english 
25335 scea.yaroze.announce:139 scee.yaroze.programming.2d_graphics:1124 


Are any fellow yarozers going to the game Developer conference this year? 


-—-MESSAGE FILE 13107 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001124 


——MESSAGE FILE 13108 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001125 

Path: chuka.playstation.co.uk!news 

From: shrew@shrew.shrew.shrew (Rob) 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: copper backgrounds 

Date: Tue, 15 Feb 2000 09:04:57 GMT 

Organization: shrew 

Lines: 34 

Message-ID: <38a91646.883570@www.netyaroze-europe. com> 
References: <84b1i3S$8m01@chuka.playstation.co.uk> 
Reply-To: shrew@shrew.shrew.shrew 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 29 Dec 1999 00:44:48 -0000, "Nigel Critten" 
<Nigel@gameware.demon.co.uk> wrote: 


>Hi, 

> 

>This one will probably only make sense to anyone who used to code or know 
>anything about the Amiga, it was possible to alter one colour every scanline 
>so you could have a 256 colour gradient background on a 2 colour screen 
>(320x256), is there anything similar I can do on the Yaroze. 
> 

>I could setup a gradient box, except there is no reference to a Gradient Box 
>function in the manuals there is a structure for one in the libs however, I 
>could setup 320 Gradient Lines but that just doesn't sound like the best 
>way, that I suppose leave setting up a gradient polygon? 

> 

>I know this is basic stuff but I'm guilty of not touching the yaroze for a 
>few months and it's all gone, other stuff has pushed that out of my head, 
>only limited registers you see :-) (7 at last count) 

> 

>Nigel 

> 

> 


somewhere on someones machine I've got the code for inputting 
primitives straight into the ordering table - and in this case its 
fairly easy to create a gouraud rectangle that fills the screen. You 
can only specify the colours at the corners but its very fast. Of 
course you could split it up into smaller rectangles for more control. 
If youre still interested I'll have to dig it out (might take a couple 
of weeks - I dont want to sit through the whole 'print out the OT and 
work out the structures’ thing again 


Rob 
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-—-MESSAGE FILE 13108 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001125 


—-MESSAGE FILE 13109 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001126 

Path: chuka.playstation.co.uk!news 

From: Daniel Brown <convict_at_large@yahoo.com> 
Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: GsGetTimInfo problems 

Date: Sun, 26 Mar 2000 23:10:16 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 827 

Message-ID: <38DE8AC8.76073530@yahoo.com> 
NNTP-Posting-Host: p3.nas3.is3.u-net.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 1106D1CF742A06E386316763" 
X-Mailer: Mozilla 4.72 [en] (Win98; I) 
X-Accept-Language: en, ja 


This is a multi-part message in MIME format. 
1106D1CF742A06E386316763 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi, 


I'm a student doing "Computer Games Technology" at the University of 
Abertay Dundee and as part of our course we have to do a simple 2d game 
on the yaroze. For this I have been coding my own sprite code which 
does the all the is required to display a sprite but seems to mess up 
with the sprites RAM address in the GsGetTimInfo function. I've 
included a copy of the whole project in *.zip form its quite small 
theirs only pad code and the sprite code there. I'm using the MwLoad 
function to load the sprite into a char array/buffer and then passing a 
pointer to the buffer and adding four to it to skip the tim id. If you 
have any idea about whats causing it to mess up please tell me its doing 
my head in! 


Cheers, 


1106D1CF742A06E386316763 

Content-Type: application/x-zip-compressed; 

name="se222testbed.zip" 

—-MESSAGE FILE 13109 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001126 


——MESSAGE FILE 13110 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001127 

Path: chuka.playstation.co.uk!news 

From: "jack" <298jh@tay.ac.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: fonts 

Date: Tue, 25 Apr 2000 18:24:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <8e4ki6Sak12@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-2-54.cvx4.telinco.net 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have searched the news groups and web sight and found very little in 
regard to fonts. Could you please clarify a couple of things for me. I use 
fontload to load the standard font into the vram. Am I correct in believing 
that this is the 7segfont tim file on the boot disk. If it is how do I get 
at the other types that are present in the file. 

I have opened the tim and it contains italics and capital but I cannot 
access these. 

Are there some commands that would allow this. 
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Also I have written a sprite loading routine which I use for my own fonts 
and was wondering, would it be possible to replace the font tim with my own 
and use the fontprint funct to print my own fonts to the screen. 

The 7segfont tim seems to use a mix of 16*16 and 16"8 and 8*8 pixel sprites 
for the fonts, is this a special format and if so what are the 
specifications. 


—-MESSAGE FILE 13110 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001127 


—-MESSAGE FILE 13111 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001128 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: fonts 

Date: Wed, 26 Apr 2000 13:01:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <3906e7ec.14037874@www.netyaroze-europe. com> 
References: <8e4ki6Sak12@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 25 Apr 2000 18:24:58 +0100, "jack" <298jh@tay.ac.uk> wrote: 


>I have searched the news groups and web sight and found very little in 
>regard to fonts. Could you please clarify a couple of things for me. I use 
>fontload to load the standard font into the vram. Am I correct in believing 
>that this is the 7segfont tim file on the boot disk. If it is how do I get 
>at the other types that are present in the file. 

>I have opened the tim and it contains italics and capital but I cannot 
>access these. 

>Are there some commands that would allow this. 


dunno - you could change it on a frame by frame basis by moving the 
tim around :) (same theory as in overwriting your own). It wouldnt 
surprise me if there were more hidden codes in FntPrint like the one 
to colour the text. 


>Also I have written a sprite loading routine which I use for my own fonts 
>and was wondering, would it be possible to replace the font tim with my own 
>and use the fontprint funct to print my own fonts to the screen. 

>The 7Vsegfont tim seems to use a mix of 16*16 and 16%*8 and 8*8 pixel sprites 
>for the fonts, is this a special format and if so what are the 
>specifications. 


Off the top of my head - yes you can just place your tim over the old 


one prviding it matches all the required info. Ie - characters are 
same size - characters are in the same order - characters use same bit 
depth (Is it only 1 bit?) - clut in the same place etc. 


I could well be wrong about it being 1 bit 
Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 13111 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001128 


--MESSAGE FILE 13112 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001129 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 
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Newsgroups: scee.yaroze.programming.2d_graphics 
Subject: Re: fonts 

Date: Thu, 27 Apr 2000 03:24:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3907b2bd.604353734@news.playstation.co.uk> 
References: <8e4ki6Sak12@chuka.playstation.co.uk> <3906e7ec.14037874@www.netyaroze-e 
urope.com> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Wed, 26 Apr 2000 13:01:35 GMT, Robert_Swan@scee.net (Robert Swan) 
wrote: 


>On Tue, 25 Apr 2000 18:24:58 +0100, "Jack" <298jh@tay.ac.uk> wrote: 

> 

>>I have searched the news groups and web sight and found very little in 
>>regard to fonts. Could you please clarify a couple of things for me. I use 
>>fontload to load the standard font into the vram. Am I correct in believing 
>>that this is the 7segfont tim file on the boot disk. If it is how do I get 
>>at the other types that are present in the file. 

>>I have opened the tim and it contains italics and capital but I cannot 
>>access these. 
>>Are there some commands that would allow this. 


> 
>dunno - you could change it on a frame by frame basis by moving the 
>tim around :) (same theory as in overwriting your own). It wouldnt 


>surprise me if there were more hidden codes in FntPrint like the one 
>to colour the text. 


Have you tried printing out all 256 characters yet? Who knows, the 
italics may be there, just starting at some other offset (i.e. 
"a"=ASCII 65), maybe italic "a" is somewhere higher. 


Steven 
—-MESSAGE FILE 13112 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001129 


—--MESSAGE FILE 13113 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001130 

Path: chuka.playstation.co.uk!news 

From: "Matt Verran" <matt@frktl.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: fonts 

Date: Thu, 27 Apr 2000 19:04:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <8e9vjk$15g1l@chuka.playstation.co.uk> 
References: <8e4ki6Sak12@chuka.playstation.co.uk> 
NNTP-Posting-Host: host213-1-198-245.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


> I have searched the news groups and web sight and found very little in 
> regard to fonts. 


You could always try my font module: 


http://www.netyaroze-europe.com/~frkt1lx/ 


it has docs just like the official NY ones 


—-MESSAGE FILE 13113 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001130 
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—--MESSAGE FILE 13114 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001131 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 
Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Background probs, weird one 

Date: Thu, 4 May 2000 00:12:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <8eqbm3S$qk22@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.244.52 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6700 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6700 


I have just got my yaroze back set up, and started work again on the game i 
am doing, in the noh3dee group. I am currently working on the background 
code, and basically getting it to display. At the moment the background 
from what i can tell is loading ok, but when it is drawn only the tiles in 
the centre of my screen are drawn, i have looked at the code for hours on 
end, and i can't see what is wrong, knowing me it will be something really 
Simple, but if anyone has an idea what this maybe, and how to fix it please 
help. 


P.S. the tiles which it does display in the centre are all of the same 
number in the array, don't know if this might have anything to do with it??? 


Thanx, Mark. 


-—-MESSAGE FILE 13114 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001131 


—-MESSAGE FILE 13115 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001132 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
hics 

Subject: this is a major test..1234 

Date: Fri, 1 Sep 2000 16:22:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <8o0o0hoc$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: gbain.wav.scee.sony.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 

Xref: chuka.playstation.co.uk scee.yaroze.announce:251 scee.yaroze.beginners:955 sce 
e.yaroze.event:187 scee.yaroze.freetalk.english:5768 scee.yaroze.mydemos:526 scee.ya 
roze.problems.internet:100 scee.yaroze.problems.mac:59 scee.yaroze.problems.pc:215 s 
cee.yaroze.profile:196 scee.yaroze.programming.2d_graphics:1132 


-—-MESSAGE FILE 13115 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001132 


——MESSAGE FILE 13116 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001133 

Path: chuka.playstation.co.uk!news 

From: "Mark Naylor" <reaper65@x-stream.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.event, scee.yaroze 
.freetalk.english, scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.prob 
lems.mac, scee.yaroze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_grap 
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hics 

Subject: Re: this is a major test..1234 

Date: Sun, 3 Sep 2000 20:03:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <80u78tS$7p5@chuka.playstation.co.uk> 

References: <80ohocS$7h3@chuka.playstation.co.uk> 

NNTP-Posting-Host: user49-25.jakinternet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.3018.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.3018.1300 

Xref: chuka.playstation.co.uk scee.yaroze.announce:257 scee.yaroze.beginners:956 sce 
e.yaroze.event:188 scee.yaroze.freetalk.english:5780 scee.yaroze.mydemos:527 scee.ya 
roze.problems.internet:101 scee.yaroze.problems.mac:60 scee.yaroze.problems.pc:216 s 
cee.yaroze.profile:197 scee.yaroze.programming.2d_graphics:1133 


Working :) 


"George Bain" <ps_yaroze@scee.net> wrote in message 
news: 80o0hoc$7h3@chuka.playstation.co.uk... 

> 

> 

> 


-—-MESSAGE FILE 13116 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001133 


——MESSAGE FILE 13117 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001134 

Path: chuka.playstation.co.uk!news 

From: "Shaun Gibson" <shaunyg@hotmail.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Re: Backgrounds smaller than the visible screen 

Date: Fri, 29 Dec 2000 01:49:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <92gq43Sssr4@www.netyaroze-europe. com> 

References: <829fet$ltul@scea> 

NNTP-Posting-—Host: modem-233-42-60-62.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:473 scee.yaroze.pr 
ogramming.2d_graphics:1134 


Antony Arciuolo wrote in message <829fetSltul@scea>... 
>Is there a way to prevent a small GsBG map from tiling? 
> 

> 


>What I want to do is have three GsBGs for parallax scrolling 


You could try using 3 separate OTs and clipping them so it doesnt draw the 
tiled effect, I haven't tried this so don't hold me to it - just a 
suggestion. 


—-MESSAGE FILE 13117 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001134 


--MESSAGE FILE 13118 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001135 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: BG Help 

Date: Sat, 13 Jan 2001 12:19:53 +0000 
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Organization: Max Studios 

Lines: 6 

Message-ID: <3A6047E9.47F3F20E@which.net> 
NNTP-Posting-Host: p235-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 
X-Accept—-Language: en 


Does anyone know where I can get info on implementing BGs on the Net 
Yaroze??? 


Thanks, 
Max 


—-MESSAGE FILE 13118 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001135 


——MESSAGE FILE 13119 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001136 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gamewarenospam.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: BG Help 

Date: Tue, 13 Mar 2001 20:02:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 
Message-ID: <98luhfSh8r3@www.netyaroze-europe. com> 
References: <3A6047E9.47F3F20E@which.net> 
NNTP-Posting-Host: host213-122-13-214.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


don't normally read this group so i missed this, but a tutorial I found 
useful was Chapter 7 in the tutorial section of the Yaroze website. 


I even found the manual to be useful in this instance. 
Hope that helps even if it is 2 months late 
Nigel 


"Max" <mad.max@which.net> wrote in message 

news: 3A6047E9.47F3F20E@which.net... 

> Does anyone know where I can get info on implementing BGs on the Net 
Yaroze??? 


> 
> 

> Thanks, 
> Max 

> 


-—-MESSAGE FILE 13119 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001136 


—--MESSAGE FILE 13120 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
002d_graphics/00001137 

Path: chuka.playstation.co.uk!news 

From: Nigel Critten <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics 

Subject: Re: copper backgrounds 

Date: Tue, 24 Jul 2001 23:02:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3B5DF08C.4000700@gameware.demon.co.uk> 

References: <84b1i3$8m01@chuka.playstation.co.uk> <38a91646.883570@www.netyaroze-eur 
ope.com> 

NNTP-Posting-Host: host213-122-54-94 .btinternet.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-15; format=flowed 
Content-Transfer-Encoding: 7bit 

User-Agent: Mozilla/5.0 (Windows; U; Windows NT 5.0; en-US; rv:0.9.2) Gecko/20010628 
X-Accept—-Language: en, en-us 


Bugger I missed all the replies to my original message its, only now 
that I've swapped to Mozilla that I've downloaded all the messages 
again, seems Outlook doesn't like me : ( 


Anyway, there are some cool methods there and I like the sprite idea the 
best. 


I've had to let the Yaroze slip a bit recently again but I'm back and 
I'm more determined than ever to get something playable instead of just 
some random stuff, I've got all the scrolly parallax map stuff done, 
which is nice :) 


Nigel 


—-MESSAGE FILE 13120 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
2d_graphics/00001137 


NRE AE AE AE AE EE HEE EH 
E AE AEE EEE EHH EH 


——HHEEEEEEE EEE EH 

——START USENET FOLDER: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics 

——HHEEEEEE EEE EHH 


——MESSAGE FILE 13121 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000001 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: LightWave 

Date: 16 Mar 1997 00:30:01 GMT 

Organization: The World's Fair Ltd 

Lines: 7 

Message-ID: <01bc31a1$3d8d5720$5b18989e@civy> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


The announcement from newtek ( http://www.newtek.com/news/pr_961121.html ) 
that LightWave is part of the yaroze program appears to be no longer the 
case. Is there a reason? Or can we expect it to be shipped at a later date? 


Richard 


—-MESSAGE FILE 13121 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000001 


--MESSAGE FILE 13122 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000002 

Path: chuka.playstation.co.uk!news 

From: Jamie Stanley <cmsjstan@livjm.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: How will the 3D objects work... 

Date: Mon, 17 Mar 1997 09:07:38 -0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <332D17EA.448F@livjm.ac.uk> 
NNTP-Posting-Host: cmsc26.cms.livjm.ac.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Winl6; I) 


Right... ok then the thing is that i will be wanting to do a charactor 
(3D one - similar to the likes of Tekken 2 or any 3D-beat-em-up... 


now then the prob. 


i'll be doing the charactors within 3D-Studio... and have all the limbs 
'joined' together so that i can move a whole arm etc... will this be 
allowed when the file has been converted...??? 


or will i have to have all the limbs and the main body as seperate 
objects... 


Hasta-La-Vista... >:) 
thanks... 


cmsjstan@livjm.ac.uk 
—-MESSAGE FILE 13122 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000002 


--MESSAGE FILE 13123 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000003 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: LightWave 

Date: Tue, 18 Mar 1997 19:35:54 +0000 
Organization: SCEE 

Lines: 26 

Message-ID: <332EEE9A.3311@interactive.sony.com> 
References: <01bc31a1$3d8d5720$5b18989e@civy> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Maddocks wrote: 
The announcement from newtek ( http://www.newtek.com/news/pr_961121.html ) 


that LightWave is part of the yaroze program appears to be no longer the 
case. Is there a reason? Or can we expect it to be shipped at a later date? 


V V V V V V 


Richard 


Hi, 

Yes, some six months after the launch of Net Yaroze in Japan, they 
had 
achieved sufficient sales to buy copies of Lightwave for distribution to 
all their Members, ploughing money back into the program. 


We're in discussions with a number of vendors, but its a little 
early for 
us to do this at this stage. Stay tuned. 


If you're really stuck for 3D models, one strategy would be to search 
the 
Web for DXF collections. 


FYI we're also working on tools to aid the generation of models here at 
SCEE. 


- NY 
--MESSAGE FILE 13123 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000003 


——MESSAGE FILE 13124 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000004 
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Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: LightWave 

Date: 18 Mar 1997 20:14:33 GMT 

Organization: The World's Fair Ltd 

Lines: 36 

Message-ID: <01bc33d9$0e28b5805$5b18989e@civy> 
References: <0O1lbc31al$3d8d5720S5b18989e@civy> <332EEE9A.3311@interactive.sony.com> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<332EEE9A.3311@interactive.sony.com>... 

> Richard Maddocks wrote: 

>> 

> > The announcement from newtek ( 
http://www.newtek.com/news/pr_961121.html ) 

> > that LightWave is part of the yaroze program appears to be no longer 
the 

> > case. Is there a reason? Or can we expect it to be shipped at a later 
date? 


>> 

> > Richard 

> 

> Hi, 

> Yes, some six months after the launch of Net Yaroze in Japan, they 

> had 

> achieved sufficient sales to buy copies of Lightwave for distribution to 
> all their Members, ploughing money back into the program. 

> 

> We're in discussions with a number of vendors, but its a little 

> early for 

> us to do this at this stage. Stay tuned. 

> 

> If you're really stuck for 3D models, one strategy would be to search 
> the 

> Web for DXF collections. 

> 

> FYI we're also working on tools to aid the generation of models here at 
> SCEE. 

> 

> - NY 


OK. Thanks for the info 


Richard 
—-MESSAGE FILE 13124 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000004 


——MESSAGE FILE 13125 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000005 

Path: chuka.playstation.co.uk!news 

From: Alexander Jakes <oo83@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: TMD Data format 

Date: Sun, 23 Mar 1997 12:03:57 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <33358CAD.7CFF@dial.pipex.com> 
NNTP-Posting-Host: ao051.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Win95; I; 16bit) 


The manuals constantly refer to information about the various file 
formats being on the web site. Where are they? I am especially 
interested in TMD. 


Also is there a way, other than knowing the TMD format of accessing the 
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vertex and face data directly? 

Thanks, 

Alex Jakes 


—-MESSAGE FILE 13125 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000005 


—--MESSAGE FILE 13126 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000006 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: TMD Data format 

Date: Mon, 24 Mar 1997 10:54:50 +0000 
Organization: SCEE 

Lines: 20 

Message-ID: <33365D7A.39B2@interactive.sony.com> 
References: <33358CAD.7CFF@dial.pipex.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: ps_yaroze@interactive.sony.com 


Alexander Jakes wrote: 

> 

The manuals constantly refer to information about the various file 
formats being on the web site. Where are they? I am especially 
interested in TMD. 


Also is there a way, other than knowing the TMD format of accessing the 
vertex and face data directly? 


Thanks, 


VVVVVVVVVV 


Alex Jakes 


If you look in the 'clone' demo there is a file called tmd.h this 
contains the TMD format. As yet the format is not on the web page. 


As for getting access to the vertex and face information, if you mean 

after a model has been loaded, then yes, you need to use the TMD format, 

but altering the TMD while it is being drawn will crash the system. 

--MESSAGE FILE 13126 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000006 


—--MESSAGE FILE 13127 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000007 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: How will the 3D objects work... 
Date: Mon, 24 Mar 1997 10:59:33 +0000 
Organization: SCEE 

Lines: 22 

Message-ID: <33365E95.2FD@interactive.sony.com> 
References: <332D17EA.448F@livjm.ac.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: ps_yaroze@interactive.sony.com 


Jamie Stanley wrote: 
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> 

> Right... ok then the thing is that i will be wanting to do a charactor 
> (3D one - similar to the likes of Tekken 2 or any 3D-beat-em-up... 

> 

> now then the prob. 

> i'll be doing the charactors within 3D-Studio... and have all the limbs 
> 'joined' together so that i can move a whole arm etc... will this be 

> allowed when the file has been converted...??? 

> 

> or will i have to have all the limbs and the main body as seperate 

> objects... 

> 

> Hasta-La-Vista... >:) 

> thanks... 

> 

> 


cmsjstan@livjm.ac.uk 


I'm afraid you'll have to use separate objects, however, there are 

hierachy structures on Yaroze, so once the objects are put in the 

hierachy moving a whole arm as one is still possible. 

—-MESSAGE FILE 13127 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000007 


—--MESSAGE FILE 13128 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000008 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: How will the 3D objects work... 

Date: Mon, 24 Mar 1997 21:55:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3336F868.3D4C@micronetics.com> 

References: <332D17EA.448F@livjm.ac.uk> <33365E95.2FD@interactive.sony.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


sceetech wrote: 
> 


> Jamie Stanley wrote: 


i'll be doing the characters within 3D-Studio... and have all the limbs 
'joined' together so that i can move a whole arm etc... will this be 
allowed when the file has been converted...??? 


or will i have to have all the limbs and the main body as separate 
objects... 


VVVVVVV 
VV V V V V V 


> 

> I'm afraid you'll have to use separate objects, however, there are 
> hierarchy structures on Yaroze, so once the objects are put in the 
> hierarchy moving a whole arm as one is still possible. 


One problem you may find is that 3ds does not export pivot points to 
dxf. 

If you check out my home page http://www.playstation.co.uk/~Sig1LL you 
will find the 3ds file format. It could be quite possible to write a 
converter to take 3ds to rsd preserving the pivots. You may even be 
able to export colouring and texture detail as well. 

Which could save a lot of time. 


Hope this is of some help 


Jim 
--MESSAGE FILE 13128 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000008 


——MESSAGE FILE 13129 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000009 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Polys. 

Date: Mon, 24 Mar 1997 22:08:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3336FB55.644E@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Hi, 


OT: 

Should I be able to modify an objects TMD structure on the fly? The 
reason I ask is I would like to subdivide polygons closer to my view 
point to minimise poly clipping, or should I find another way? 


Օ2. 

This may ԵՏ a Dr Bone Head question but. What is the prefered way to 
plot a pixel? There does not appear to be any lib support. 

Granted I have not given this much consideration. 


Also much chance of a Lib Manual in alphabetical order with correct 
function prototypes? :-) 


Jim 
—-MESSAGE FILE 13129 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000009 


——MESSAGE FILE 13130 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000010 

Path: chuka.playstation.co.uk!news 

From: Alex Amsel <alex@teeth.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: General 3D stuff 

Date: Mon, 24 Mar 1997 19:09:34 +0000 
Organization: Silltunna Software 

Lines: 17 

Message-ID: <3336D16E.5A43@teeth.demon.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Can anyone with experience of the PS-X post up a short FAQ on using 
GSRVIEW2 and GSVIEW2 [SetRefView2 / SetView2]. 


I must admit to only skipping through the manuals but it has left me a 
little bemused in places because the descriptions aren't very clear. 


I'm sure it won't take long to figure out once I play around, but if 
someone has a nice answer at hand already..... 


BTW: Was the English manual a rush job? There is an average of at least 
1 mistake/page and as for the grammar!!!! Still, I know what it's like 
when deadlines approach. I wrote our game manual in the middle of the 
night after days without sleep so there were a few mistake in that! 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 


Net Yaroze newsgroups message dump.txt Page 8755 


* http://www.intobeyond.com * WWFC Scottish League 1998 * 

NEWSFLASH: Wolves move to Scotland in new promotion effort 

-—-MESSAGE FILE 13130 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000010 


—--MESSAGE FILE 13131 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000011 

Path: chuka.playstation.co.uk!news 

From: Jenny <jenny.hewitt@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: rsdv for PAL 

Date: Tue, 25 Mar 1997 09:07:20 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <33380648.B46@dial.pipex.com> 

NNTP-Posting-Host: al098.du.pipex.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.0 (Win95; I; 16bit) 


Are there PAL versions of the viewing utilities? 


Also, I am using Extreme 3d to create models and exporting them to DXF. 
It seems to mainly support Polylines and not poly face data. 

Are there any utilities for converting DXF data that contains polylines 
before converting it to RSD? Or can you recommend any modelling 
packages (not too expensive) that output in the right format? 


Please could you make available the RSD and TMD formats - the header 
files aren't very informative... 


Thanks 
Jenny Hewitt 


—-MESSAGE FILE 13131 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000011 


——MESSAGE FILE 13132 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000012 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: rsdv for PAL 

Date: Tue, 25 Mar 1997 17:26:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <33380AC3.2A63@micronetics.com> 

References: <33380648.B46@dial.pipex.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Jenny wrote: 
> 


> Are there PAL versions of the viewing utilities? 


I would also like to see PAL versions of the viewing utils. Certainly a 
cheaper option than an NTSC telly. 


Mind you its not much work to write one yourself. After all that's what 
the Yaroze is for. :-) 


> 
> Also, I am using Extreme 3d to create models and exporting them to DXF. 
> It seems to mainly support Polylines and not poly face data. 
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> Are there any utilities for converting DXF data that contains polylines 
> before converting it to RSD? Or can you recommend any modeling 
> packages (not too expensive) that output in the right format? 


I have been using 3d Studio with limited success. Although it write 
the model data ok it does not appear to write out the colour information 
to the dxf file. At the moment all my object are variants on a white 
theme. :-) 


Recently I have been using Ray Dream studio to do the modeling. This 
appears to correctly write out the colouring info. I am now having 
better results with this than with 3ds. 


> 
> Please could you make available the RSD and TMD formats - the header 
> files aren't very informative... 


This information would be extremely useful. I would certainly consider 
writing a convert for 3ds2rsd, dxf it just too limited when the modelers 
don't all work to the same level. 


Jim 
—-MESSAGE FILE 13132 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000012 


--MESSAGE FILE 13133 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000013 

Path: chuka.playstation.co.uk!news 

From: Eric van Riet Paap <ericvrp@lostcity.nl> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TMD Data format 

Date: Tue, 25 Mar 1997 11:36:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3337AAC5.24C3@lostcity.nl> 

References: <33358CAD.7CFF@dial.pipex.com> <33365D7A.39B2@interactive.sony.com> 
NNTP-Posting-Host: 194.109.72.40 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


sceetech wrote: 


Alexander Jakes wrote: 
> 
> The manuals constantly refer to information about the various file 


formats being on the web site. Where are they? I am especially 
interested in TMD. 


Also is there a way, other than knowing the TMD format of 
ccessing the 
vertex and face data directly? 


Thanks, 


VVVVV®YVV VV 


Alex Jakes 


If you look in the 'clone' demo there is a file called tmd.h this 
contains the TMD format. As yet the format is not on the web page. 


As for getting access to the vertex and face information, if you 
mean 

after a model has been loaded, then yes, you need to use the TMD 
format, 

but altering the TMD while it is being drawn will crash the system. 


Tmd.h gives some information about the tmd file format, but not all. I 
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have some 3d-models that 

use transparent textured polygons. These are not included in tmd.h 
What we need is a complete 

list of possible polygon-types. Does such a list exist anywhere? Does 
Sony Europe have one? 


—-MESSAGE FILE 13133 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000013 


--MESSAGE FILE 13134 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000014 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TMD Data format 

Date: Tue, 25 Mar 1997 16:09:37 +0000 

Organization: SCEE 

Lines: 41 

Message-ID: <3337F8C1.623C@interactive.sony.com> 

References: <33358CAD.7CFF@dial.pipex.com> <33365D7A.39B2@interactive.sony.com> <333 
TAAC5S.24C3@lostcity.nl> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Eric van Riet Paap wrote: 

sceetech wrote: 
Alexander Jakes wrote: 
> 


> The manuals constantly refer to information about the various file 


formats being on the web site. Where are they? I am especially 
interested in TMD. 


Also is there a way, other than knowing the TMD format of 
ccessing the 
vertex and face data directly? 


Thanks, 


VVVVV®YVV VV 


Alex Jakes 


If you look in the 'clone' demo there is a file called tmd.h this 
contains the TMD format. As yet the format is not on the web page. 


As for getting access to the vertex and face information, if you 
mean 

after a model has been loaded, then yes, you need to use the TMD 
format, 

but altering the TMD while it is being drawn will crash the system. 


Tmd.h gives some information about the tmd file format, but not all. I 
have some 3d-models that 
use transparent textured polygons. These are not included in tmd.h 
What we need is a complete 

list of possible polygon-types. Does such a list exist anywhere? Does 
Sony Europe have one? 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


tmd.h gives all the available types. To do semi transparent textures you 
have to set the texture as semi transparent, and then set the TSB of the 
primative to semi transparent level << 5, as with the shots in the clone 
demo. 


Stuart 
--MESSAGE FILE 13134 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000014 
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--MESSAGE FILE 13135 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000015 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Polys. 

Date: Tue, 25 Mar 1997 16:24:39 +0000 
Organization: SCEE 

Lines: 34 

Message-ID: <3337FC47.5593@interactive.sony.com> 
References: <3336FB55.644E@micronetics.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 

> 

> Hi, 

> 

Հ.Օ1. 

> Should I be able to modify an objects TMD structure on the fly? The 
> reason I ask is I would like to subdivide polygons closer to my view 
> point to minimise poly clipping, or should I find another way? 

> 

> 02. 

> This may be a Dr Bone Head question but. What is the prefered way to 
> plot a pixel? There does not appear to be any lib support. 

> Granted I have not given this much consideration. 

> 

> Also much chance of a Lib Manual in alphabetical order with correct 
> function prototypes? :-) 

> 

> Jim 


GsDOBJ2 has an attribute field that says the level of subdivision & with 
GsDIV1 - GsDIV5 (GsDIV4 and GsDIV5 can cause problems because of the 
increased memory requirements). 


If you try to modify the TMD while it is being drawn (drawing is done 
while calculations for the next frame are being carried out) the program 
will crash. The only way to alter it would be to make a subdivided copy 
and use this in later drawing. 


As for plotting a pixel, you can draw a line of length one. Not many 
people want to plot pixels. 


Lib Manual in alphabetical order, with prototypes, unlikely. 


Stuart 
—-MESSAGE FILE 13135 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000015 


--MESSAGE FILE 13136 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000016 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: rsdv for PAL 

Date: Tue, 25 Mar 1997 17:39:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <33380DC9.6DE9@mail.globalnet.co.uk> 

References: <33380648.B46@dial.pipex.com> 

Reply-To: briest@mail.globalnet.co.uk 

NNTP-Posting-Host: client8656.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01 (Win95; I) 


Jenny wrote: 

> 

> Are there PAL versions of the viewing utilities? 
> 


I've had no probolen using rsdv on my PAL TV(Sony Trinitron)! Does this 
mean Ive been viewing my files in NTSC mode without realising it? 
—-MESSAGE FILE 13136 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000016 


——MESSAGE FILE 13137 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000017 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: General 3D stuff 

Date: Wed, 26 Mar 1997 10:02:54 +0000 
Organization: SCEE 

Lines: 16 

Message-ID: <3338F44E.31F0@interactive.sony.com> 
References: <3336D16E.5A43@teeth.demon.co.uk> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 
To: alex@teeth.demon.co.uk 


Yes, it was fairly busy time trying to meet the deadline for the printed 
manuals last year. 


I new (electronic) set is in the processed of being created as I speak 
by our colleagues in the YS, and we'll make them available as soon as we 
have them. 


Let us know any real nasties and we'll ensure that they're included in 
the new edition. 


Paul 


> BTW: Was the English manual a rush job? There is an average of at least 

> 1 mistake/page and as for the grammar!!!! Still, I know what it's like 

> when deadlines approach. I wrote our game manual in the middle of the 

> night after days without sleep so there were a few mistake in that! 

—-MESSAGE FILE 13137 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000017 


—-MESSAGE FILE 13138 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000018 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TMD Data format 

Date: Wed, 26 Mar 1997 17:30:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 233 

Message-ID: <33395D41.70BB@micronetics.com> 

References: <33358CAD.7CFF@dial.pipex.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


I had a few spare hours last night so I decided to document the 
tmd file format. Sad Eh? 


There is also some code but I'll post that to my web site when they 
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are all back up. 


Enjoy 
Jim 
http://www.playstation.co.uk/~Sigl1LL 
Ssigill@geocities.com 
8< 8< 8< 8< 8< 


This document briefly describes the .tmd file format as used by the Sony 
Playstation to store 3d object information. 

This document is not intended to be distributed outside of the Net 
Yaroze 

community. 


Please be aware that I have spent very little time working on this and 
the 

source. Not all of the polygon primitive structures are complete. Once 
1 

completely understand them I will document them. 


If you have any comments or additions to make please contact me. 
Written By James Pitts. 26/3/97. First Version. 


Ssigill@geocities.com 
http://www.playstaion.co.uk/~Sig1lLL 


HEADER 


A .tmd file has a header starting at the very first byte of the file. 
offset type 


0 ID 
4 Flags 
8 Num 


ID Always 0x00000041 
Flags Set to 1 if processed by GsMapModelingData(), else 0 
Num Number Objects in tmd 


This structure only appears once and is directly followed by the 
first Object Header. 


Object Header 


This header describes each object in the tmd file. All file offsets 
within 
this object are taken from this point. 


offset type 

0 Vertices Table 

4 Number Vertices 

8 Normal list Offset 

12 Number Normals 

16 Polygon Primitives Offset 
20 Number Primitives 

24 scaling (apparently unused) 


The "Vertices Table" points to a table of vectors (see below for 
detail) with "Number Vertices" elements. This is the x,y,z coord for 
each point in the object. 
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Normals are store identically to the Vertices but obviously contain 
normal vectors. 


The Polygon Primitives describe each polygon in the scene ( 3 and 
4 sided) these records have varying sizes. 


Vertices and Normals 


To read the Vertices and Normal Data just seek to the offset specified 
in the Object Header structure. Remember to add the tmd header size 
to the offsets. 


NormalTab = ObjHead->NormalOffset + sizeof (tmdheader) ; 


The Vertices and Normal are just vectors. 


offset type 
0 x 


This is where the fun starts. :-) 


This is a table of all the polygons in this object. 
Each polygon has a header, which is followed by a 
variable size data block. 


Header. 


offset type 

0 unknown 

1 data block length 
2 flag 

3 mode 


"data block length' is the size of the data to follow this header 
measured in words. 

If your reader does not understand the following data or wishes to 
ignore it. It can just skip 'length * 4' bytes. 


The data to follow can be determined by the mode and flags fields. 


The Mode and Flags fields are both split into bitfields. 


MODE. 


bits hex type 
1 Brightness 

2 Transparency 
4 Texture 

8 Quad 

10 Gouraud 

20 1 


OI ON PF O 


Bit 5 of the mode field is always 1. 


bit 0 == 1 No flat shading 
bit 1 == 1 Transparency On 
bit 2 == 1 Polygon Textured 


bit 3 == 1 4 sided polygon 
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bit 4 == 1 Polygon is Gouraud shaded 
bit 5 == 1 Always 1. 
FLAG. 


bits hex type 

0 1 Light Source 
1 2 2 Sided 

2 4 Gradation 


bit 0 == 1 Do not calculate light sourcing 
bit 1 == 1 Polygon is double sided 
bit 2 == 1 Gradated 


The structure that follow below are the data blocks for each 
polygon mode. 


ե Mode == 0x20 && Flag == (Flat Shaded triangle) 


offset type 
0 red 
1 green 
2 blue 
3 filler 
4 index into normal table 
6 first point 
8 second point 
10 third point 


The rgb fields specify the ambient colour of the poly. 


Next is the offset in to the normal table for this 
polygons Normal Vector. 


Followed by three indexes into the vertex table for 
each point of the poly. 


ial Mode == 0x28 && Flag == (flat shaded Quad) 


Same as Mode == 0x20 structure except it has an extra point field 


followed by a 2 byte filler. 


offset type 
12 fourth point 
14 filler 


X Mode == 0x30 && Flag == (Gouraud shaded Triangle) 


offset type 
red 
green 
blue 
filler 
index into normal table 
first point 
index into normal table 
10 second point 
12 index into normal table 
14 third point 


ԾՓՓ:ԻԵԱԽԻԹԻՓԾ 


This is similar to the flat shaded polygon primitives except 
each vertice has an associated normal. 


iad Mode == 0x38 && Flag == (Gouraud shaded Triangle) 
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Same as Mode == 0x30 structure except it has an extra normal and 
point field. 


offset type 
16 fourth point normal 
18 fourth point 


KKKKKKKKKKKKKKK 


END 
—-MESSAGE FILE 13138 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000018 


——MESSAGE FILE 13139 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000019 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: How will the 3D objects work... 

Date: Thu, 27 Mar 1997 09:44:59 +0000 

Organization: SCEE 

Lines: 35 

Message-ID: <333A419B.3F01@interactive.sony.com> 

References: <332D17EA.448F@livjm.ac.uk> <33365E95.2FD@interactive.sony.com> <3336F86 
8.3D4C@micronetics.com> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 


sceetech wrote: 
> 


> Jamie Stanley wrote: 


> > i'll be doing the characters within 3D-Studio... and have all the limbs 
> > 'Jjoined' together so that i can move a whole arm etc... will this be 
> > allowed when the file has been converted...??? 

>> 

> > or will i have to have all the limbs and the main body as separate 

> > objects... 

>> 

> 

> I'm afraid you'll have to use separate objects, however, there are 

> hierarchy structures on Yaroze, so once the objects are put in the 

> hierarchy moving a whole arm as one is still possible. 


One problem you may find is that 3ds does not export pivot points to 
dxf. 

If you check out my home page http://www.playstation.co.uk/~Sig1LL you 
will find the 3ds file format. It could be quite possible to write a 
converter to take 3ds to rsd preserving the pivots. You may even be 
able to export colouring and texture detail as well. 

Which could save a lot of time. 


Hope this is of some help 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Jim 


TMDs and RSDs don't contain pivot point information as such, although 
the object can be moved so the pivot point coincides with the origin. 


Stuart 
-—-MESSAGE FILE 13139 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000019 


——MESSAGE FILE 13140 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000020 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: OT data 

Date: Fri, 28 Mar 1997 15:56:46 GMT 
Organization: Into Beyond 

Lines: 8 

Message-ID: <333be9ec.5444352@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Cam I place straight primitive data (e.g. poly_g3) into the gsOT table 
and still use gsDrawOT ok? I'd rather not use TMD data for all my 
stuff... Currently, it doesn't like me doing my own polygons... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC for the Treble 2026 * 

>Sillytuna: Official Sony Yaroatsi PlayStation Developer!< 

—-MESSAGE FILE 13140 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000020 


—--MESSAGE FILE 13141 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000021 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: OT data 

Date: Sat, 29 Mar 1997 05:42:55 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <333cabbd.23507432@news.playstation.co.uk> 
References: <333be9ec.5444352@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 28 Mar 1997 15:56:46 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
did quoth at me: 


> 

>Cam I place straight primitive data (e.g. poly_g3) into the gsOT table 
>and still use gsDrawOT ok? I'd rather not use TMD data for all my 
>stuff... Currently, it doesn't like me doing my own polygons... 


“5 ¿2 Problem solved. Something to do with where my buffers 
were :- 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC for the Treble 2026 * 

>Sillytuna: Official Sony Yaroatsi PlayStation Developer!< 

-—-MESSAGE FILE 13141 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000021 


--MESSAGE FILE 13142 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000022 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Using TIM files as textures 
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Date: Sat, 29 Mar 1997 13:59:35 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <333D2047.3A80@innotts.co.uk> 
NNTP-Posting-Host: serialB15.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 


Does anyone know how to assign a TIM file as a texture 
to a face of a 3D object? 


I've created a simple cube object in DXF format and have 
converted it into RSD format. 


This has created the associated .PLY, .MAT and .GRP files. 


I am guessing that I now have to type into the .MAT file 
the name of the TIM files I want to use as textures before 
I use the RSDLINK function to create the final TMD, but I 
have no idea how to do it. For instance suppose I wanted 
to assign the TIM file STONE0O1.TIM to facel of the object, 
what would I do? 


Thanks in advance, 


Richard Haskey 


-—-MESSAGE FILE 13142 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000022 


——MESSAGE FILE 13143 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000023 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Using TIM files as textures 
Date: Mon, 31 Mar 1997 14:39:21 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <333FCC99.C13@innotts.co.uk> 
References: <333D2047.3A80@innotts.co.uk> 
NNTP-Posting-Host: serialA28.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


A quick appendage 
Does the dino.RSD file used in the examples on page 150 


of the user guide exist (along with its associated .ply, 
-grp and .mat files) 


And if so would it be possible for someone from the Yaroze 
team to upload it, it looks like it may help. 


Thanks again, 
Richard. 


-—-MESSAGE FILE 13143 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000023 


—--MESSAGE FILE 13144 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000024 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: TMD FAQ (revised) 

Date: Tue, 01 Apr 1997 15:51:27 GMT 
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Organization: Into Beyond 

Lines: 1016 

Message-ID: <33432d1b.9120694@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


* * * k K K * k k * * k k k k k k k k k k kk. TMD Format FAQ * * k k k k k k k k k k k x < x k x < x x < 


Version: 1.00 

Last Modified: 27/3/97 

Authors: -» James Pitts 
sigill@geocities.com 
http://www.playstation.co.uk/~Sigl1lLL 

—> Alex Amsel 

alex@teeth.demon.co.uk 
http://www.playstation.co.uk/~IBEYOND 


Short: 

This document briefly describes the .tmd file format as used by the 
Sony 

Playstation Yaroze/gslib to store 3D object information. 


This document is not intended to be distributed outside of the Net 
Yaroze community. 


The tmd.h include file is at the bottom of this document. 


If you have any comments or additions to make please contact us. 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


HEADER 


A .tmd file has a header starting at the very first byte of the file. 


offset type 


0 ID 
4 Flags 
8 Num 


ID - Always 0x00000041 
Flags - Set to 1 if processed by GsMapModelingData(), else 0 
Num - Number Objects in tmd 


This structure only appears once and is directly followed by the 
first Object Header. 


* k k k k k k k k k k k k k k < k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k ík k k k K 


Object Header 


This header describes each object in the tmd file. All file offsets 
within this object are taken from this point. 


offset type 


0 Vertices Table 

4 Number Vertices 

8 Normal list Offset 

12 Number Normals 

16 Polygon Primitives Offset 
20 Number Primitives 


24 scaling (apparently unused) 
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The "Vertices Table" points to a table of vectors (see below for 
detail) with "Number Vertices" elements. This is the x,y,z coord for 
each point in the object. 


Normals are stored identically to the Vertices but obviously contain 
normal vectors. 


The Polygon Primitives describe each polygon in the scene (3 and 
4 sided) these records have varying sizes. 


* K k k k k k k k k k k k k k k k k k k k k k k k K k k k k k k k k k k k k k k k k ík k k k k k í < < < 


Vertices and Normals 


To read the Vertices and Normal Data just seek to the offset specified 
in the Object Header structure. Remember to add the tmd header size 
to the offsets. 


NormalTab = ObjHead->NormalOffset + sizeof (tmdheader) ; 
The Vertices and Normal are just vectors. 

offset type 
0 x 
2 y 
4 z 
6 filler 


filler is just for alignment padding and has no use. 


* k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k k & k k k k k k k k k k k k ík k < k < 


This is where the fun starts. :-) 


This is a table of all the polygons in this object. 
Each polygon has a header, which is followed by a variable 
size data block. 


—>HEADER<- 
offset type 
olen 
ilen 
flag 
mode 


WNRO 


olen - output data block length (dwords) 
ilen - input data block length (dwords) 


The output data block length is fixed according to internal PS-X 
primitive formats and is the size of the primitive within the orer 
table. The values are listed with each primitive below. 


եռ 


The input data block length reports how much data is to follow. 


If your reader does not understand the following data or wishes to 
ignore it. It can just skip 'length * 4' bytes. 


The data to follow can be determined by the mode and flags fields. 


The Mode and Flags fields are both split into bitfields. 
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—>MODE<-— 
bits hex type 


1 Brightness 

2 Transparency 
4 Texture 

8 Quad 

0 Gouraud 

0 1 


տ Բ ON F O 


Bit 5 of the mode field is always 1. 


bit 0 == 1 No flat shading [No Light] 

bit 1 == 1 Transparency On 

bit 2 == 1 Polygon Textured 

bit 3 == 1 4 sided polygon 

bit 4 == 1 Polygon is Gouraud shaded (or gradated for lines) 
bit 5 == 1 Always 1 for polys, 0 for lines 

—>FLAG<- 


bits hex type 

0 1 Light Source 
1 2 2 Sided 

2 4 Gradation 


bit 0 == 1 Do not calculate light sourcing 
bit 1 == 1 Polygon is double sided 
bit 2 == 1 Gradated 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


The structure that follow below are the data blocks for each 
polygon mode. 


N.B. mode2 is a copy of mode, and is used as a filler 


Flag == 1 is a bit of a guess for "No Light Polygons". Try it 
and see... 
K Mode == 0x20 && Flag == (Flat Shaded Triangle) ilen == 3 olen == 


offset type 


0 red 

1 green 

2 blue 

3 mode2 

4 index into normal table 
6 first point 

8 second point 
10 third point 


The rgb fields specify the ambient colour of the poly. 


Next is the offset in to the normal table for this 
polygons Normal Vector. 


Followed by three indexes into the vertex table for 
each point of the poly. 


Mode == 0x20 && Flag == (Gradated Triangle) ilen == 5 olen == 6 
offset type 

red0 

green0 


blue0 
mode2 


WNRO 
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This time we have RGB data for each vertex. 


եյ 


Mode == 0x24 && Flag == 


redl 

greenl 

bluel 

pad0 

red2 

green2 

blue2 

padl 

index into normal table 
first point 
second point 
third point 


offset type 


u and v are the texture page coordinates 
cba is the clut number 
tsb is the Texture Page + Semitransparency Rate 


Mode 


u0 

v0 

cba 

ul 

v1 

tsb 

u2 

v2 

pad 

index into normal table 
first point 
second point 
third point 


.2) << 7 


red 

green 

blue 

mode2 

index into normal table 
first point 
index into normal table 
second point 
index into normal table 
third point 


(Textured Triangle) 


ilen == 5 olen == 


(CBA clutY * 64 + clutX / 16) 


(0..3) << 5 + Colour 


Mode == 0x30 && Flag == (Gouraud Shaded Triangle) ilen == 


This is similar to the flat shaded polygon primitives except 


each vertice has an associated normal. 


iat Mode == 0x30 && Flag == 


olen 


offset type 


ONA OI ON F O 


red0 
green0 
blue0 
mode2 
redl 
greenl 
bluel 
pado 


(Gouraud Gradated Triangle) ilen 


4 olen 
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եյ 


olen 


եյ 


եյ 


red2 
green2 
blue2 
padl 


index into normal 


first point 


index into normal 


second point 


index into normal 


third point 


Mode == 0x34 && Flag 


offset type 


Mode 


pad 


index into normal 


first point 


index into normal 


second point 


index into normal 


third point 


== 0x21 && Flag 


offset type 


O O Or ON F O 


gas 


olen 


եյ 


Mode 


red 

green 

blue 

mode2 

first point 
second point 
third point 
pad 


== 0x25 && Flag 


offset type 


tabl 


tab] 


tab] 


tab] 


tabl 


0 u0 

1 v0 

2 cba 

4 ul 

5 v1 

6 tsb 

8 u2 

9 v2 
10 pado 
12 red 
13 green 
14 blue 
15 padl 
16 first point 
18 second point 
20 third point 
22 pad2 

Mode == 0x31 && Flag == 


dump. txt 


(Goraud Textured Triangle) ilen == 


(Triangle No Light) ilen == 3 olen 


(Textured Triangle No Light) ilen 


(Gouraud Shaded Triangle No Light) 


ilen 
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== 5 


off 


NO OO —] O 1 i QO N = O 


եյ 


== 8 


off 


olen == 
set type 


redo 


6 


green0 
blued 
mode2 


redl 


greenl 
bluel 


pado 
red2 


green2 
blue2 


padl 


first point 


second point 


third point 


pad2 


Mode == 0x35 && Flag == 


olen == 


set type 


pad3 


first point 


second point 


third point 


pad4 


(Goraud Textured Triangle No Light) ilen 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Quadrangle structures are identical other than there are 4 entries 
where Triangle structures had 3 (e.g. points, normals 


£ 


rgb, 


uv). 


A Padding word is added to the end of the structure where it needs to 


be 


made up to a multiple of 


a (P 


F + OO + + 


). 


0x28 


== 0x28 
== 0x2c 


== 0x38 
= 0x38 


Ox3c 


&& 


&& 
&& 


&& 
&& 


&& 


lag 


lag == 
lag == 


lag 


dwords in size. 


lag == 
lag == 


This is siginified below with 


(Flat Shaded Quad) ilen 


(Gradated Quad) 


il 
(Textured Quad) 11 


== 4 olen 


7 olen == 
7 olen == 


(Goraud Shaded Quad) ilen == 


(Goraud Gradated Quad) 


(Goraud Textured Quad) 


են 


1 


len == 


len == 
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ա Mode == 0x29 && Flag == (Quad No Light) ilen == 3 olen == 
ե Mode == 0x2d && Flag == (Quad No Light) ilen == 7 olen == 
š; Mode == 0x39 && Flag == (Quad No Light) ilen == 6 olen == 
2 Mode == 0x3d && Flag == (Quad No Light) ilen == 10 olen == 12 


KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


K Mode == 0x40 && Flag == (Straight Line) ilen == 2 olen == 


offset type 


0 red 

1 green 

2 blue 

9 mode2 

4 first point 

6 second point 
* Mode == 0x50 && Flag == 4(?) (Gradated Straight Line) ilen == 
olen == 


offset type 


red0 

green0 

blue0 

mode2 

redl 

greenl 

bluel 

pad 

first point 

0 second point 


FF OO —1 O OI GOO N F O 


* k k k k k k k k x k k k k k k k k k k < k k k k k k k k k k k k k k k k k k k k k k k k k k k < < < K 


File tmd.h from the 'clone' demo follows :- 


[BRK RK KKK KKK KK KKK KK KK KK աա աաա OK OK KK KK OK KK KK 
7 


Copyright (C) 1997 by Sony Computer Entertainment 
All rights Reserved 


x 
* ԵՏ 
* x 
ԵՏ x 
* S. Ashley 9th Jan 97 ա 
* ԵՀ 
TKK KK ԱՆԱՆԿ աՆ OK KK OK KK KK / 
#ifndef _tmd_h 

#define _tmd_h 

#include <libps.h> 


// for decoding primative mode 


#define IIP 0x10 // gouraud shading 

#define QUAD 0x08 // 4 sided 

#define TME 0x04 // textured 

#define ABE 0x02 // semi transparency on 
#define TGE 0x01 // brightness calculation off 


// flags for primatives 

#define GRD 0x04 // gradation 

#define FCE 0x02 // 2 sided 

#define LGT 0x01 // no light source calculation 


// primative modes 


#define F_3 0x20 // Triangle No-texture 

#define F_3G 0x20 // Triangle No-texture gradation 
#define F_3T 0x24 // Triangle Texture 

#define G_3 0x30 // triangle gouraud 

#define G_3G 0x30 // triangle gouraud gradation 


Page 8772 


Net Yaroze newsgroups message dump.txt 


#define G_3T 0x34 // 
#define F_3_NL 0x21 // 
#define F_3T_NL 0225 // 
#define G_3_NL 0x31 // 
#define G_3T NL 0x35 // 


#define F_4 0228 // 
#define F_4G 0228 // 
#define F_AT Ox2c // 
#define G_4 0238 // 
#define G_4G 0238 // 
#define G_AT Ox3c // 
#define F_4_NL 0x29 // 
#define F_4T_NL 0224 // 
#define G_4_NL 0x39 // 
#define G_4T_NL 0234 // 
#define SL 0x40 // 
#define SL_G 0250 // 


triangle gouraud texture 

triangle no texture no light 
triangle texture no light 

triangle gouraud no texture no light 
triangle gouraud texture no light 


Quadangle No-texture 

Quadangle No-texture gradation 
Quadangle Texture 

quad gouraud 

quad gouraud gradation 

quad gouraud texture 

quad no texture no light 

quad texture no light 

quad gouraud no texture no light 
quad gouraud texture no light 


straight line no gradation 
straight line gradation 


// TMD is made up of header, object tables (one for each object), 
// primative table, vertices table and normals table 


typedef struct 


u_long id; 
u_long flag; 
u_long nobjs; 


// 0x00000041 


// 1 if addresses real, 0 if offset 
// number of objects in TMD 


} TMD_HDR; 
#define setTMD_HDR(t,_i,_f,_n) \ 
(t)->id = (_i), (t)->flag = (_f), (t)->nobjs = (_n) 
typedef struct 
{ 
u_long *vert_top; // vertices table 
u_long n_vert; // number of vertices 
u_long *norm_top; // normal table 
u_long n_norm; // number of normals 
u_long *prim_top; // primatives table 
u_long n_prim; // number of primatives 
long scale; // not used 
} TMD_OBJ; 


#define setTMD_OBJ(t,_vt, 


( 
t)->norm_top = ( 
t)->prim_top = ( 
t)->scale = (_s) 


vn,_nt,_nn,_pt,_pn,_s) \ 
_vt), (Ե)-»ո vert = (_vn), \ 
_nt), (Ե)-»ո norm = ( ոռ), \ 
—pt), (t)->n_prim = (_pn), \ 


// primative table is made up of a collection of primatives headers, 


with there 
// primative data 


typedef struct 
{ 


u_char olen, ilen, 


flag, mode; 


} PRIM HDR; 


#define setPRIM_HDR(p,_m,_f,_i,_o) N 
(p)->mode = (_m), (p)->flag = ( f), (p)->ilen = ( 1), 
(p)->olen = (_o) 
typedef struct 
{ 
short vx, vy; 
short vz, pad; 
} TMD_VERT; 
#define set TMD_VERT(t,_x,_y,_z) ` 
(t)->vx = (_x), (t)->vy = (_y), (t)->vz = (_z) 


typedef struct 
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{ 

short nx, ny; 
short nz, pad; 
} TMD_NORM; 


#define set TMD_NORM(t,_x,_y,_z) ` 


(t)->nx = (_x), (t)->ny (7), (t)->nz = (_z) 


// normals and vertices are indices for the normal and vertex tables 


// rO, g0, bO are colour values 
// mode2 is just a repetition of the mode data used as a filler 
typedef struct // ilen 3 olen 4 

{ 


u_char r0, 90, b0, mode2; 
u_short norm0, vert0O; 
u_short vertl, vert2; 


} TMD_F_3; 

#define set TMD_F_3(t,_r,_g,_b,_norm,_vert0,_vertl,_vert2) ` 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = (_b), \ 
(t)->normO = (_norm), N 
(t)->vertO = (_vert0O), (t)->vertl = (_vertl), (t)->vert2 = 


(_vert2) 


// pad0, padl are just padding 
typedef struct // ilen 5 olen 6 
{ 
u_char r0, 90, b0, mode2; 
u_char rl, gl, bl, pad0; 
u_char r2, g2, b2, padl; 
u_short norm0, vert0; 
u_short vertl, vert2; 
} TMD_F_3G; 
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#define 
setTMD_F_3G(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_norm,_vert0,_vert1,_vert2) 
\ 

(t)->r0 = (_r0), (Ե)-»ց0 = (90), (t)->bO = (_b0), N 

(t)->rl = (_rl), (t)->gl = (_gl), (t)->bl = (bl), N 

(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (_b2), \ 

(t)->normO = (_norm), N 

(t)->vertO = (_vert0O), (t)->vertl = (_vertl), (t)->vert2 = 


(_vert2) 


// CBA cluty * 64 + clutX / 16 
// TSB texture page + semitrans rate (0..3) << 5 + colour mode (0. 
<< 7 
// u, v are texture page coordinates 
typedef struct // ilen 5 olen 7 
{ 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad; 
u_short norm0, vert0; 
u_short vertl, vert2; 
} TMD_F_3T; 


#define 
setTMD_F_3T(t,_cba,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_norm,_vert0,_vertl, _ 
ÓN 

(t)->cbha = (_cba), (t)->tsb = (_tsb), N 

(t)->u0 = ( ս0), (t)->v0 = (v0), \ 

(է)-»ս1 = (_ul), (t)->vl = (_v1), ` 

(t)->u2 = (_u2), (t)->v2 = (_v2), \ 

(Ե) ->norm0 (_norm), \ 

(t)->vertO = (_vert0O), (t)->vertl = (_vertl), (t)->vert2 = 
(_vert2) 
typedef struct // ilen 4 olen 5 


{ 
u_char r0, g0, bO, mode2; 
u_short norm0, vert0; 


22) 
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vert0,_vertl,_v 


u_short vertl, vert2; 
u_short vert3, pad; 
} Լոք Բ 4; 

#define setTMD_F_4(t,_r,_g,_b,_norm,_vert0,_vertl,_vert2,_vert3) N 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = ( Ե), ` 
(t)->normO = (_norm), N 
(t)->vertO = ( ԽՇԷԵ0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 7 olen 8 
{ 
u_char r0, g0, bO, mode2; 
u_char rl, gl, bl, pad0; 
u_char r2, g2, b2, padl; 
u_char r3, g3, b3, pad2; 
u_short norm0, vert0; 
u_short vertl, vert2; 
u_short vert3, pad3; 

} TMD_F_4G; 

#define 

setTMD_F_4G(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_r3,_93,_b3,_norm, 

ert2,_vert3) 

\ 

(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), N 
(t)->rl1 = (_rl1), (t)->gl = (_gl), (t)->bl = (_b1), ` 
(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (_b2), ` 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), ` 
(t)->norm0O = (_norm), N 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 7 olen 9 
{ 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char u3, v3; u_short padl; 
u_short norm0, vert0; 
u_short vertl, vert2; 
u_short vert3, pad2; 

} TMD_F_4T; 

#define 

setTMD_F_4T(t,_cba,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_u3,_v3,_norm, 

vert3) 

\ 

(t)->cbha = (_cbha), (t)->tsb = (_tsb), ` 

(t)->u0 = ( ս0), (t)->v0 = ( 0), ` 

(t)->ul = ( ս1), (t)->v1 = (v1), ` 

(t)->u2 = (_u2), (t)->v2 Հ (_v2), N 

(t)->u3 = (_u3), (t)->v3 Հ (_v3), \ 

(t)->normO = (_norm), N 

(t)->vertO = ( ՄՇԷԵ0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 4 olen 6 
u_char r0, g0, b0, mode2; 
u_short norm0, vert0O; 
u_short norml, vertl; 
u_short norm2, vert2; 

} TMD_G_3; 

#define 

setTMD_G_3(t,_r,_g,_b,_norm0,_norml,_norm2,_vert0,_vertl,_vert2) N 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = (_b), ` 
(t)->normO = (_norm0), (t)->norml = (_norml), (t)->norm2 = 

(_norm2), \ 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), (t)->vert2 = 


vert0,_vertl1,_vert2,_ 
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typedef struct 

{ 

u_char r 
u_char r 
u_char r 
u_short 
u_short 
u_short 
} TMD_G_ 


#define 
setTMD_G_3G(t,_r 


0, 90, 
1, gl, 
2, 92, 
normo, 
norml, 
norm2, 
3G; 


0,_g0, 


// ilen 6 olen 6 
b0, mode2; 
ԵԼ, pado; 
b2, padl; 
vert0; 
vertl; 
vert2; 


risgl; bl p12) 92, 2; 


,_vert2) 


typedef struct 
{ 
u_char u 
u_char u 
u_char u 


0, v0; 
1, vil; 
2, V2; 


(_vert0), 


(t)->vert2 = 


// ilen 6 olen 9 
u_short cba; 
u_short tsb; 
u_short pad; 


u_short norm0, 
u_short norml, 
u_short norm2, 


vert0; 
vertl; 
vert2; 


) TMD_G_3T; 


#define 


setTMD_G_ 3T(t,_cbha,_tsb,_u0,_v0,_ul,_vl,_u 


2,_v2, 


vert2) 


\ 


typedef struct 
{ 


u_char r0, g0, 


u_short 
u_short 
u_short 


normo, 
norml, 
norm2, 


(Ե) ->norm0 


(Է) ->vert2 


II 
| 
< 
Փ 
h 
cd 
hb 


u_short norm3, 
} TMD_G_4; 


#define 
setTMD_G_4(t,_r,_g,_b, 


\ 


(t)->r0 = (_r), (t)->g0 = (_g), (t)->b0 = (b), \ 

(t)->normO = (_norm0), (t)->norml = (_norml), N 

(t)->norm2 = (_norm2), (t)->norm3 = (_norm3), N 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), N 

(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 8 olen 8 

{ 

u_char r0, 90, bO, mode2; 

u_char rl, gl, bl, pad0; 

u_char r2, g2, b2, padl; 

u_char r3, g3, b3, pad2; 

u_short norm0, vert0; 

u_short norml, vertl; 

u_short norm2, vert2; 

u_short norm3, vert3; 
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norm0O,_norml,_norm2,_vert0,_vertl 


norm0O,_norml,_norm2,_vert0,_vertl,_ 
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} TMD_G_4G; 
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#define 

setTMD_G 4G(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_r3,_9g3,_b3,_norm0,_norml,_norm2, _ 

norm3,_vert0,_vertl,_vert2,_vert3) 

\ 

(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), \ 
(t)->rl = (_rl), (t)->gl = (91), (t)->bl = (_b1), N 
(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (_b2), \ 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), \ 
(t)->normO = (_norm0), (t)->norml = (_norml), N 
(t)->norm2 = (_norm2), (t)—->norm3 = (_norm3), N 
(t)->vertO = ( ԽՇԷԵ0), (t)->vertl = (_vertl), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 8 olen 12 
{ 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char u3, v3; u_short padi; 
u_short norm0, vert0O; 
u_short norml, vertl; 
u_short norm2, vert2; 
u_short norm3, vert3; 

} TMD_G_4T; 

#define 

setTMD_G_4T(t,_cba,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_u3,_v3,_norm0,_norml1,_norm2,_norm3, 

_vert0,_vertl1,_vert2,_vert3) 

\ 

(t)->cbha = (_cbha), (t)->tsb = (_tsb), N 

(t)->u0 = (_u0), (t)->v0 = (v0), \ 

(t)->ul = (_ul), (t)—>vl = (v1), ` 

(t)->u2 = (_u2), (t)->v2 = (_v2), \ 

(t)->u3 = (_u3), (t)->v3 Հ (_v3), \ 

(t)->normO = (_norm0), (t)->norml = (_norml), N 
(t)->norm2 = (_norm2), (t)->norm3 = (_norm3), N 
(t)->vertO = (_vert0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 3 olen 4 
{ 
u_char r0, g0, b0, mode2; 
u_short vert0O, vertl; 
u_short vert2, pad; 

} TMD_F_3_NL,; 

#define setTMD_F_3_NL(t,_r,_g,_b,_vert0,_vertl,_vert2) ` 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->b0 = (b), \ 
(t)->vertO = (_vert0O), (t)->vertl = (_vertl), (t)->vert2 = 

(_vert2) 

typedef struct // ilen 6 olen 7 
{ 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char r0, g0, bO, padi; 
u_short vert0, vertl; 
u_short vert2, pad2; 

} TMD_F_3T_NL; 

#define 

set TMD_F_3T_NL(t,_cba,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_r,_g,_b,_vert0,_vert1l,_vert2) 

\ 

(t)->cbha = (_cbha), (t)->tsb = (_tsb), N 

(t)->ud0 = (_u0), (t)->v0 = (v0), ` 

(t)->ul = (_ul), (t)—>vl = (v1), ` 

(t)->u2 = (_u2), (t)->v2 = (_v2), N 

(t)->r0 = (_r), (t)->g0 = (_g), (t)->b0 = (b), \ 
(t)->vertO = (_vert0O), (t)->vertl = (_vertl), (t)->vert2 = 


(_vert2) 


typedef struct 
{ 
u_char 
u_char rl, gl, 
u_char r2, g2, 
u_short verto, 
u_short vert2, 
} IMD_G_3_NL; 


Է0, gO, 


#define 


setTMD_G_ 3_NL(t,_r0,_g0 
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// ilen 5 olen 6 
b0, mode2; 
ԵԼ, pado; 
b2, padl; 
vertl; 
pad2; 


,. ԵՑ, r2,_g2,_b2, 


Ó 


(_vert2) 


typedef struct 
{ 
u_char 
u_char 
u_char 


// ilen 8 olen 9 


u_short cha; 
u_short tsb; 
u_short pad0; 


u_char 
u_char 
u_char r2, 


bO, 
b1, 


g2, b2, 


padli; 
pad2; 
pad3; 


vert0,_vertl,_vert2) 
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u_short vert0, 
u_short vert2, 
) TMD_G_3T_NL; 


vertl; 
pad4; 


#define 
setTMD_G_ 31 ԱՎՆ(Ե, ՇԵՅ, ԷտԵ, 
b2,_vert0,_vert1,_vert2) 


u0,_v0,_ul,_vl1,_u2,_v2,_r0,_9g0,_b0,_r1,_g1,_b1,_r2,_g2, 


| — — — Z“ Z Z O' 
` 
= 


typedef struct 
{ 
u_char r0, g0, 
u_short verto, 
u_short vert2, 
} TMD_F_4_NL; 


#define setTMD_F_4 NL(t,_r,_g,_b, 
(t)->r0 = (_r), (t)->g0 = 
(t)—>vert0 (_vert0), 


vert0,_vertl,_vert2,_vert3) N 
( 9), (Ե) -»Ե0 - ( ԵԾ), \ 
(Է) -»ԽՏԷԵԼ (_vertl), ` 


(t)->vert2 
typedef struct 
u0, 


ul, 
u2, 


u_char 
u_char 
u_char 
u_char u3, 
u_char ro, 
u_short ve 
u_short ve 


(_vert2), 


u_short 
u_short 
u_short 
u_short 
b0, 
vertl; 
vert3; 


v0; 
v1; 
v2; 
v3; 
g0, 
FEO, 
FEZ; 


} TMD_F_4T_NL; 


#define 
setTMD_F_4T_NL (t, 


cba,_tsb,_u0, 


(t)->vert3 


(_vert3) 


// ilen 7 olen 9 


cha; 
tsb; 
pad0; 
padl; 


pad2; 


v0O,_ul, 


vil, 


127 


ՄԶ, ԱՅ, "3, 


r, 


g, 


b, 


ert2,_vert3) 
\ 


(t)->cba 


( ՇԵՅ), 


(է)- 


>tsb 


(_tsb), \ 


vert0,_vertl,_v 
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(t)->ud0 = ( ս0), (t)->v0 ( 0, ` 
(t)->ul = ( ս1), (t)->v1 = (v1), ` 
(t)->u2 = (_u2), (t)->v2 = (_v2), \ 
(t)->u3 = (_u3), (t)->v3 = (_v3), \ 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = ( Ե), ` 
(t)->vertO = (_vert0), (t)->vertl = (_vertl), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 6 olen 8 
{ 
u_char r0, g0, b0, mode2; 
u_char rl, gl, bl, pad0; 
u_char r2, g2, b2, padl; 
u_char r3, g3, b3, pad2; 
u_short vert0, vertl; 
u_short vert2, vert3; 
} TMD_G_4 NI; 
#define 
setTMD_G 4 NL(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_92,_b2,_r3,_9g3,_b3,_vert0,_vert1l,_vert2 
,_vert3) 
\ 
(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), N 
(t)->rl = (_r1), (t)->gl = (_gl), (t)->bl = (_b1), N 
(t)->r2 = ( 2), (t)->g2 = (_g2), (t)->b2 = (_b2), ` 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), ` 
(t)->vertO = (_vert0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 10 olen 12 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char u3, v3; u_short padl; 
u_char r0, g0, bO, pad2; 
u_char rl, gl, bl, pad3; 
u_char r2, g2, b2, pad4; 
u_char r3, g3, b3, pad5; 
u_short vert0, vertl; 
u_short vert2, vert3; 
} TMD_G_4T_NL; 
#define 
setTMD_G_4T_NL(t,_cbha,_tsb,_u0,_v0,_ul,_v1,_u2,_v2,_u3,_v3,_r0,_g0,_b0,_r1,_gl,_bl, 
r2,_92,_b2,_r3,_9g3,_b3,_vert0,_vertl,_vert2,_vert3) 
(t)->cbha = (_cbha), (t)->tsb = (_tsb), ` 
(t)->u0 = (_u0), (t)->v0 = ( 0), ` 
(t)->ul = (_ul), (t)->vl = ( Խ1), ` 
(t)->u2 = (_u2), (t)->v2 = (_v2), N 
(t)->u3 = (_u3), (t)->v3 = (_v3), \ 
(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), N 
(t)->rl = (_r1), (t)->gl = (_gl), (t)->bl = (bl), \ 
(է)-»ոշ = ( 2), (t)->g2 = (_g2), (t)->b2 = ( 52), ` 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), \ 
(t)—>vert0 (_vert0), (t)—>vertl = (_vertl), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 2 olen 3 
{ 
u_char r0, g0, bO, mode2; 
u_short vert0, vertl; 
} TMD_SL; 
#define setTMD_SL(t,_r,_g,_b,_vert0,_vertl) ` 
(t)->r0 = (_r), (եյ)-»ց0 = (_g), (t)->b0 = (b), \ 
(t)->vertO = (_vert0O), (t)->vertl = (_vertl) 
typedef struct // ilen 3 olen 4 
í 
u_char r0, g0, bO, mode2; 
u_char rl, gl, bl, pad; 
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u_short vert0O, vertl; 
} TMD_SL_G; 


#define setTMD_SL_G(t,_r0,_g0,_b0,_r1,_gl,_bl,_vert0,_vert1) N 


(t)->r0 = ( 0), (Ե)-»ց0 = (90), (t)->bO = (_b0), N 
(t)->rl = ( 51), (t)->gl = (91), (t)->b1l = (_b1), N 
(t)->vertO = (_vert0), (t)->vertl = (_vertl1) 


#endif 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13144 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000024 


——MESSAGE FILE 13145 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000025 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Using TIM files as textures 

Date: Tue, 01 Apr 1997 15:21:41 +0100 

Organization: SCEE 

Lines: 19 

Message-ID: <334119F5.76FD@interactive.sony.com> 

References: <333D2047.3A80@innotts.co.uk> <333FCC99.C13@innotts.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: Richard Haskey <rhaskey@innotts.co.uk> 


Richard Haskey wrote: 
A quick appendage 
Does the dino.RSD file used in the examples on page 150 


of the user guide exist (along with its associated .ply, 
-grp and .mat files) 


And if so would it be possible for someone from the Yaroze 
team to upload it, it looks like it may help. 


Thanks again, 


VVVVVVVVVV VV 


Richard. 
Sure, look in http://www.playstation.co.uk/yaroze/ftpdemos/scee/dino/ 
We've even made sure that its PAL ;-) 


PS Thanks for pointing this out. 
—-MESSAGE FILE 13145 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000025 


—--MESSAGE FILE 13146 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000026 

Path: chuka.playstation.co.uk!news 

From: James Hobden <hobdenj@hobdenj.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Format of RSD file 

Date: Tue, 01 Apr 1997 22:35:21 -0800 
Organization: SugarLoaf 

Lines: 22 

Message-ID: <3341FE29.18BA@hobdenj.demon.co.uk> 
Reply-To: hobdenj@hobdenj.demon.co.uk 
NNTP-Posting-Host: hobdenj.demon.co.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I; 16bit) 


Does anybody know how to format the RSD and MAT file, so that a texture 
can be applied to a polygon? 
What I assume so far. 


1) In .RSD file add number of tim files to be used - "NTEX=1" 
and name of tim file(s) "TEX [0]=abcdef.tim" 
2) In .MAT file add a line after "#Materials" that looks something like 


this. 


"0 0 Բ TO 160 16 64 16 64 0 0" 

Parml = 0 for polygon 0 

Parm2 = 0 ?? 

Parm3 = F for flat 

Parm4 = T for textured 

Parm5 = 0 for texture O(I think it gets the texture page no from 
the .tim) 

Parm6-11 = ՍՄ co-ords....but how do they work???? 


NB always make sure #number of items is correct 
Thanks 


James Hobden 


8781 


—-MESSAGE FILE 13146 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000026 


—-MESSAGE FILE 13147 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000027 

Path: chuka.playstation.co.uk!news 

From: Johnathan Price <email@jprice.force9.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Format of RSD file 

Date: Tue, 01 Apr 1997 22:56:21 +0100 
Organization: Force9 

Lines: 2 

Message-ID: <33418485.21EC@jprice.force9.net> 
References: <3341FE29.18BA@hobdenj.demon.co.uk> 
Reply-To: email@jprice.force9.net 
NNTP-Posting-Host: 01-42.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; I) 


Ditto for the MAT File... 


—-MESSAGE FILE 13147 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000027 


——MESSAGE FILE 13148 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000028 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Format of RSD file 

Date: Wed, 02 Apr 1997 14:58:42 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <33447280.3010168@news.playstation.co.uk> 


References: <3341FE29.18BA@hobdenj.demon.co.uk> <33418485.21EC@jprice.force9.net> 


Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 
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On Tue, 01 Apr 1997 22:56:21 +0100, Johnathan Price 
<email@jprice.force9.net> did quoth at me: 


>Ditto for the MAT File... 
Anyone writing a 3DS -» TMD converter? 
Could do with a util which allows you to view the objects, save out 


'flat' polygons (for artists to fill in with texture info), place 
textures, and alter the goraud shading settings per vertex. 


:) 
* Alex Amsel * Into Beyond Web Design & JAVA Programming * 


* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


—-MESSAGE FILE 13148 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000028 


—--MESSAGE FILE 13149 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000029 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Using TIM files as textures 

Date: Wed, 02 Apr 1997 22:17:32 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <3342DAFC.7A58@innotts.co.uk> 


D@interactive.sony.com> 

NNTP-Posting-Host: serialBOf.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Thanks for uploading the dino demo, very impressive (although the 
sound seems to be playing at only 1/2 the correct speed), but it 
still does not tell me how to assign a texture to a polygon using the 
RSD files - Your demo even includes a dino.vdf file - how was this 
created? 


I think James Hobden summed it up pretty well in his request for the 
format of the RSD files (which hopefully would include .ply .grp .rsd & 
-mat). 


Is it possible for you to upload documentation for this format (I've 
even scanned the net for it, without much success) 


Thanks again, 
Richard 


References: <333D2047.3A80@innotts.co.uk> <333FCC99.C13@innotts.co.uk> <334119F5. 
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--MESSAGE FILE 13149 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000029 


——MESSAGE FILE 13150 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000030 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Using TIM files as textures 

Date: Thu, 03 Apr 1997 14:07:28 GMT 

Organization: Into Beyond 

Lines: 19 

Message-ID: <3344b923.2442161@news.playstation.co.uk> 


References: <333D2047.3A80@innotts.co.uk> <333FCC99.C13@innotts.co.uk> <334119F5. 


D@interactive.sony.com> <3342DAFC.7A58@innotts.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 


76F 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 02 Apr 1997 22:17:32 +0000, Richard Haskey 
<rhaskey@innotts.co.uk> did quoth at me: 


>I think James Hobden summed it up pretty well in his request for the 
>format of the RSD files (which hopefully would include .ply .grp .rsd & 
>.mat). 


Seconded and Thirded over here. 
[ another useful post from wibbly enterprises (tm)]. 


Oh, and a demo announce group would be a good idea whoever brought it 
up. Nice one :) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

-—-MESSAGE FILE 13150 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000030 


--MESSAGE FILE 13151 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000031 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Format of RSD file 

Date: Thu, 03 Apr 1997 15:12:00 +0100 

Organization: SCEE 

Lines: 28 

Message-ID: <3343BAB0O.1BB3@interactive.sony.com> 

References: <3341FE29.18BA@hobdenj.demon.co.uk> <33418485.21EC@jprice.force9.net> ՀՅ 
3447280.3010168@news.playstation.co.uk> 

NNTP-Posting-Host: chuka.playstation.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 

To: alex@teeth.demon.co.uk 


We could be facetious and say look at 
http://chuka.playstation.co.uk/yaroze_scei/Forum/tool/info/rsd.htm 
but you'll be pleased to know that we're working on a document which 
will be ready today or tomorrow. 


= scee 


PS Incidentally, SEARCH is a good thing 


Alex Amsel wrote: 


On Tue, 01 Apr 1997 22:56:21 +0100, Johnathan Price 
<email@jprice.force9.net> did quoth at me: 


>Ditto for the MAT File... 
Anyone writing a 3DS -» TMD converter? 
Could do with a util which allows you to view the objects, save out 


'flat' polygons (for artists to fill in with texture info), place 
textures, and alter the goraud shading settings per vertex. 


=) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 
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> MM: "Hand the opposition the lead, the supporters love it" 
-—-MESSAGE FILE 13151 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000031 


——MESSAGE FILE 13152 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000032 

Path: chuka.playstation.co.uk!news 

From: Web Master <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: New Alpha RSDTOOL 

Date: Thu, 03 Apr 1997 16:28:55 +0100 
Organization: SCEE 

Lines: 9 

Message-ID: <3343CCB7.26D9@interactive.sony.com> 
NNTP-Posting-Host: chuka.playstation.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4u) 


Now availble in the Utils area. 


Requires MS DirectX 2 (or above), and thus Win95, and has a few 
restrictions at the moment, but we'd welcome your feedback. 


(Its actually being developed for the "professional" development 
community, but we'd thought you guys would like a peek first). 


—scee 
—-MESSAGE FILE 13152 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000032 


—--MESSAGE FILE 13153 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000033 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Format of RSD file 

Date: Thu, 03 Apr 1997 23:46:15 GMT 

Organization: Into Beyond 

Lines: 19 

Message-ID: <3344412f.1180375@news.playstation.co.uk> 

References: <3341FE29.18BA@hobdenj.demon.co.uk> <33418485.21EC@jprice.force9.net> ՀՅ 
3447280.3010168@news.playstation.co.uk> <3343BAB0O.1BB3@interactive.sony.com> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 03 Apr 1997 15:12:00 +0100, Web Master 
<ps_yaroze@interactive.sony.com> did quoth at me: 

>We could be facetious and say look at 
>http://chuka.playstation.co.uk/yaroze_scei/Forum/tool/info/rsd.htm 
>but you'll be pleased to know that we're working on a document which 
>will be ready today or tomorrow. 


Yep ;) 


>PS Incidentally, SEARCH is a good thing 


SEARCH? What's that then? 


:) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 
—-MESSAGE FILE 13153 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000033 


—-MESSAGE FILE 13154 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000034 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: New Alpha RSDTOOL 

Date: 4 Apr 1997 11:14:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <01bc40ea$31672720S4b527ec2@briest> 
References: <3343CCB7.26D9@interactive.sony.com> 
NNTP-Posting-Host: client824b.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I downloaded the demo on my pe and after changing to the correct res. like 
it asked I got the following error message:- 

Exception External Exception in module 
RSDTOOL.EXE at 00015738 External Exception c000001 D 


My Pc is p90 (with directX3/Millinium card). 

Would it work If I used Directx2 instead of 3? 

Web Master <ps_yaroze@interactive.sony.com> wrote in article 
<3343CCB7.26D9@interactive.sony.com>... 


> Now availble in the Utils area. 


Requires MS DirectX 2 (or above), and thus Win95, and has a few 
restrictions at the moment, but we'd welcome your feedback. 


(Its actually being developed for the "professional" development 
community, but we'd thought you guys would like a peek first). 


—scee 


VVVVVVV VV 


—-MESSAGE FILE 13154 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000034 


——MESSAGE FILE 13155 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000035 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: New Alpha RSDTOOL 

Date: Fri, 04 Apr 1997 14:32:16 +0100 

Organization: SCEE 

Lines: 31 

Message-ID: <334502E0.72A4@interactive.sony.com> 

References: <3343CCB7.26D9@interactive.sony.com> <01bc40ea$31672720S4b527ec2@briest> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


brian west wrote: 
> 
I downloaded the demo on my pe and after changing to the correct res. like 
it asked I got the following error message:-— 
Exception External Exception in module 
RSDTOOL.EXE at 00015738 External Exception c000001 D 


Would it work If I used Directx2 instead of 3? 


Web Master <ps_yaroze@interactive.sony.com> wrote in article 


> 

> 

> 

> 

> 

> My Pc is p90 (with directX3/Millinium card). 
> 

> 

> 

> 

> <3343CCB7.26D9@interactive.sony.com>... 
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Now availble in the Utils area. 


Requires MS DirectX 2 (or above), and thus Win95, and has a few 
restrictions at the moment, but we'd welcome your feedback. 


(Its actually being developed for the "professional" development 
community, but we'd thought you guys would like a peek first). 


—scee 


VVVVVVVVVV 
VVVVVVVV VV 


Unfortunately RSDTOOL hasn't been tested with any 3d cards. The 
application only uses the software RGB driver, so the routine to choose 
the driver must be faulty. Hopefully in the next few weeks we'll get a 
3d card and fix it. 


Stuart 
-—-MESSAGE FILE 13155 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000035 


—--MESSAGE FILE 13156 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000036 

Path: chuka.playstation.co.uk!news 

From: James Hobden <hobdenj@hobdenj.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDTOOL ...thanks 

Date: Fri, 04 Apr 1997 19:38:42 -0800 
Organization: SugarLoaf 

Lines: 5 

Message-ID: <3345C942.44F@hobdenj.demon.co.uk> 
Reply-To: hobdenj@hobdenj.demon.co.uk 
NNTP-Posting-Host: hobdenj.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I; 16bit) 


WOW........... thanks for the RSDTOOL. 


James Hobden 
—-MESSAGE FILE 13156 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000036 


——MESSAGE FILE 13157 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000037 

Path: chuka.playstation.co.uk!news 

From: Steve <s.bickmore@virgin.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: New Alpha RSDTOOL 

Date: Sat, 05 Apr 1997 23:09:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3346CDAC.1B5D@virgin.net> 

References: <3343CCB7.26D9@interactive.sony.com> <01bc40ea$31672720S4b527ec2@briest> 
Reply-To: s.bickmore@virgin.net 

NNTP-Posting-Host: doomed.compulink.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


brian west wrote: 

> 

> I downloaded the demo on my pe and after changing to the correct res. like 
> it asked I got the following error message:- 

> Exception External Exception in module 

> 

> 


RSDTOOL.EXE at 00015738 External Exception c000001 D 


Net Yaroze newsgroups message dump.txt 
My Pc is p90 (with directX3/Millinium card). 


> 

> 

> Would it work If I used Directx2 instead of 3? 
> 

1 
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t's working fine with DirectX 3.0 here ( P100 with Mystique ) 


Steve 


--MESSAGE FILE 13157 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000037 


--MESSAGE FILE 13158 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000038 

Path: chuka.playstation.co.uk!news 

From: Steve <s.bickmore@virgin.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDTOOL ...thanks 

Date: Sat, 05 Apr 1997 23:11:42 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <3346CE1E.3B5F@virgin.net> 
References: <3345C942.44F@hobdenj.demon.co.uk> 
Reply-To: s.bickmore@virgin.net 
NNTP-Posting-Host: doomed.compulink.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Hobden wrote: 

> WOW. Z s guau eens thanks for the RSDTOOL. 

> James Hobden 

I'd like to add my thanks too. 

I hope we'll also get to see the updates? 


Steve 


--MESSAGE FILE 13158 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000038 


——MESSAGE FILE 13159 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000039 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RDSTOOL DirectDraw or D3D? 

Date: 6 Apr 1997 11:26:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <0Olbc427e$3c8fc9aNS0b547ec2@briest> 
NNTP-Posting-Host: client840b.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I was wondering does the RSDTool use just DirectDraw or does it also use 


D3D? 


—-MESSAGE FILE 13159 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000039 


—--MESSAGE FILE 13160 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000040 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: New gte functions 

Date: Sun, 06 Apr 1997 17:33:59 GMT 
Organization: Into Beyond 

Lines: 15 
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Message-ID: <3347dd19.3248416@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


Is there any chance of having a few gte functions provided in the near 
future? At the moment I can't see a way of doing a custom 3d engine 
other than doing things like perspective, subdivision and lighting in 
software. I can't even see any specific rotation functions so we have 
no access to the internal rotation matrix. 


Am I wrong? If so, call 0800 666 666 


My knowledge is a bit limited here, so if any commercial developers 
out there can help the rest of us... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


8788 


—-MESSAGE FILE 13160 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000040 


--MESSAGE FILE 13161 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000041 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: adding textures to rsd models 

Date: Tue, 08 Apr 1997 01:19:50 +0200 
Organization: Reptile Design 

Lines: 6 

Message-ID: <33498116.7040@reptile.no> 
Reply-To: lars.barstad@reptile.no 
NNTP-Posting-Host: grimstad-7.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


How do you add textures to a model converted from dxf -> rsd? 


Does anyone have any examples of rsd-files WITH textures, ready to be 
linked to a TMD-file? 


Lars 


—-MESSAGE FILE 13161 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000041 


--MESSAGE FILE 13162 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000042 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: New gte functions 

Date: Mon, 07 Apr 1997 11:59:24 +0100 
Organization: SCEE 

Lines: 65 

Message-ID: <3348D38C.1DC1@interactive.sony.com> 
References: <3347dd19.3248416@news.playstation.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 
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Is there any chance of having a few gte functions provided in the near 
future? At the moment I can't see a way of doing a custom 3d engine 
other than doing things like perspective, subdivision and lighting in 
software. I can't even see any specific rotation functions so we have 
no access to the internal rotation matrix. 


Am I wrong? If so, call 0800 666 666 


My knowledge is a bit limited here, so if any commercial developers 
out there can help the rest of us... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVVVV VV VV 


I'm not very clear what you're asking for; 

there are already lots of GTE functions provided, and together 
with the Gs calls provided give plenty of foundation 

for any 3d engines 


eg. 


Perspective transformation: look at the demos 
scei/bmirror 

scee/flying and scee/tunnel and scee/modules/ninth 

for the tranformation of coordinates from world coords 
onto the screen with perspective transformation. 


Subdivision: each GsDOBJ2 polygon-model-handler 

has an attribute flag; five levels of automatic subdivision 
cab be set using the 9th, 10th and 11th bits of this flag. 
See the documentation for details; words of warning 

concern the speed penalties for subdivision, and 

the fact that massive amounts of it are liable 

to crash everything. 


Lighting: Gs provided several means of lighting 
(a) back colour, the OT default colour 
(b) ambient lighting 
(c) fogging: distance and colour variables 

(d) three parallel light sources of any colour 

these are all easy to use and described in the documentation 


Specific rotation functions: 

the demos solar, solar2, dungeon and flying 

show different ways to rotate an object, or a matrix, 

or a coordinate system (related point: see the functions 
for perspective transformation mentioned above). 

In those demos are straightforward ways of rotating 

a matrix (hence, object or coord. system) in the two main 
interesting ways: firstly around world axes, secondly 
around matrix's own axes. When these two (especially the 
latter) are sorted, almost everything becomes clear; 

when a matrix is updated only by translations and by 
rotating about its own axes, it has two vital properties: 
the rows express its axes as vectors in the world coordinate 
system, the columns express the world's axes as vectors 
in the matrix's coordinate system. 


Hope this is of use 


Lewis 
—-MESSAGE FILE 13162 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000042 


——MESSAGE FILE 13163 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000043 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: New gte functions 

Date: Tue, 08 Apr 1997 13:12:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <334A3648.1873@micronetics.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> 

NNTP-Posting-Host: 193.132.195.148 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


I think what Alex is asking for is enough information to write your own 
3d engine. Personally I would love to port my own engine but the Gs 
functions just do not cut it. I think the Gs lib primitives are not 
primitive enough. :-) 


I would also like to hit the bare metal better with copros. Can we get 
a list of copro 2 (GPU i think) registers and opcodes? Also a list of 
the parameters for the break opcode would be handy. I have a feeling we 


are working quite a way away from the real hardware. 


While I'm here a quick question about the manuals. I guess they were a 
direct translation from the Kanji version. As the Yaroze uses function 
calls from the full libraries why were the library reference 
descriptions not taken from the full Professional English language 
library reference manuals? 


—-MESSAGE FILE 13163 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000043 


—-MESSAGE FILE 13164 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000044 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDTOOL ...thanks 

Date: Mon, 07 Apr 1997 16:09:52 GMT 

Organization: Into Beyond 

Lines: 19 

Message-ID: <3348df66.3836823@news.playstation.co.uk> 

References: <3345C942.44F@hobdenj.demon.co.uk> <3346CE1E.3B5F@virgin.net> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Sat, 05 Apr 1997 23:11:42 +0100, Steve <s.bickmore@virgin.net> did 
quoth at me: 


>I'd like to add my thanks too. 
> 
>I hope we'll also get to see the updates? 


Just tried it out - simple and definately an early early release, but 
a godsend nevertheless. 


Please allow us to have further updates! 


Anyone know of a decent converter for different 3d filetypes btw? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13164 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000044 
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—--MESSAGE FILE 13165 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000045 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: New gte functions 

Date: Mon, 07 Apr 1997 16:22:02 GMT 

Organization: Into Beyond 

Lines: 46 

Message-ID: <33491dc7.20472943@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, O7 Apr 1997 11:59:24 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>around matrix's own axes. When these two (especially the 
>latter) are sorted, almost everything becomes clear; 

>when a matrix is updated only by translations and by 
>rotating about its own axes, it has two vital properties: 
>the rows express its axes as vectors in the world coordinate 
>system, the columns express the world's axes as vectors 

>in the matrix's coordinate system. 


The last bit was interesting - I never knew that. 


But it was all still it besides the point - basically you are saying 
to use the gs functions. While these look pretty useful for 
prototyping etc., doing my own 3d engine is going to be far better 
for most purposes. But it doesn't look like I have the gte functions 
to allow me to do rotate/pers/lighting other then by doing everything 
as TMD and following strict gs calls. 


e.g. I need to do a fast landscape routine. I don't need some of the 
gs stuff while other things I could probably do some tricks with not 
possible in gs. On top of this I need the standard object stuff - this 
stuff gs could handle. Creating tmd pobjects in realtime and following 
gs calls is going to be quite a bit slower than doing the necessary 
myself. 


I think a lot of people would like to do their own full 3d engines and 
there is no opportunity to do that, quite apart from the lack of 
primitive structures. I think you are missing out on a lot of possible 
'skills' this way. I know I could scrape by with gs for a while, but 
many better technical programmers could doubtless do some wonderful 
Yaroze code given the opportunity. At the moment we all feel like we 
have one hand tied behind our back. 


BTW: I would like to be able to release 1-2 bits of source for people, 
but I access primitives in the OT directly with macros (i.e. very 
similar to the full dev kit). What is Sony's policy on this? I am 
happy not to place any info on the net but could I at least out 
linkable libs on the net that access primitives (no source) ? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13165 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000045 


——MESSAGE FILE 13166 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000046 
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Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: New gte functions 

Date: Mon, 07 Apr 1997 17:46:36 +0100 
Organization: SCEE 

Lines: 79 

Message-ID: <334924EB.D5A@interactive.sony.com> 


References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive. 


y.com> <33491dc7.20472943@news.playstation.co.uk> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

On Mon, 07 Apr 1997 11:59:24 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>around matrix's own axes. When these two (especially the 
>latter) are sorted, almost everything becomes clear; 

>when a matrix is updated only by translations and by 
>rotating about its own axes, it has two vital properties: 
>the rows express its axes as vectors in the world coordinate 
>system, the columns express the world's axes as vectors 

>in the matrix's coordinate system. 


The last bit was interesting - I never knew that. 


But it was all still it besides the point - basically you are saying 
to use the gs functions. While these look pretty useful for 
prototyping etc., doing my own 3d engine is going to be far better 
for most purposes. But it doesn't look like I have the gte functions 
to allow me to do rotate/pers/lighting other then by doing everything 
as TMD and following strict gs calls. 


e.g. I need to do a fast landscape routine. I don't need some of the 
gs stuff while other things I could probably do some tricks with not 
possible in gs. On top of this I need the standard object stuff - this 
stuff gs could handle. Creating tmd pobjects in realtime and following 
gs calls is going to be quite a bit slower than doing the necessary 
myself. 


I think a lot of people would like to do their own full 3d engines and 
there is no opportunity to do that, quite apart from the lack of 
primitive structures. I think you are missing out on a lot of possible 
"skills' this way. I know I could scrape by with gs for a while, but 
many better technical programmers could doubtless do some wonderful 
Yaroze code given the opportunity. At the moment we all feel like we 
have one hand tied behind our back. 


BTW: I would like to be able to release 1-2 bits of source for people, 
but I access primitives in the OT directly with macros (i.e. very 
similar to the full dev kit). What is Sony's policy on this? I am 
happy not to place any info on the net but could I at least out 
linkable libs on the net that access primitives (no source) ? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


I honestly think you overestimate the speed of GTE versus GS. 
Most of GS is written in assembler and/or inline GTE macros. 
The speed difference is really very small, while the difference 
in development time is large; if two twins did the same game, 
the one using GTE might get a game engine of 5 or 10% faster, 
but the other's game would be far more polished in graphics 

and gameplay. 


son 
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Furthermore, you CAN access objects as polygons rather than tmds 
using Gs, and doing so is very quick (see the 'clone' sample). 


You mention some tricks not possible in Gs: I honestly 
cannot think of anything you can do in GTE that you couldn't 
do (and in very comparable time) in Gs. If you have anything 
specific in mind, let me know. 


You say that lots of people would like to do their own 3d engines 
and there is no opportunity to do that: I'd like to know what you 
mean by this. I consider Gs to provide the _basis_ for a 3d engine 
while leaving much of it very open (eg how to do collision 
detection and handling, to use 3d models or 3d sprites, etc etc). 
Please give an indication of precisely what you would like 

to see done / would like to see possible that isn't there now. 


Not yet sure of Sony policy on primitive access via linkable 
libraries, will found out and let you know. 


Hope to hear from you soon 


Lewis 


—-MESSAGE FILE 13166 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000046 


——MESSAGE FILE 13167 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000047 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: New gte functions 

Date: Mon, 07 Apr 1997 17:52:59 +0100 
Organization: SCEE 

Lines: 38 

Message-ID: <3349266B.7BD4@interactive.sony.com> 


References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive. 


y.com> <334A3648.1873@micronetics.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 


I think what Alex is asking for is enough information to write your own 
3d engine. Personally I would love to port my own engine but the Gs 
functions just do not cut it. I think the Gs lib primitives are not 
primitive enough. :-) 


I would also like to hit the bare metal better with copros. Can we get 
a list of copro 2 (GPU i think) registers and opcodes? Also a list of 
the parameters for the break opcode would be handy. I have a feeling we 
are working quite a way away from the real hardware. 


VVVVVVVVV VV 


Gs lib primitives not primitive enough: using Gs, you can use 
tmds with lots of polygons, or create tmds which just are 
single polygons, in code. (see the 'clone' sample). Hence 

you can use single polygons or multiple-bundled-together ones. 
If you wanted something more primitive than that, 

please specify what it was. 


Yes it is a way away from the real hardware, and purely 

by design. Sony library design was intended to give a powerful 
hardware base by use of multiple special-purpose chips, a base 
so strong that no-one would WANT low-level access since the 
libraries do it so well. Ie: doing it in hardware would 

give you almost no advantage in speed, but would definitely 


son 


Net Yaroze newsgroups message dump.txt Page 8794 


give the predictable penalties in terms of much longer 
development time and whole new classes of errors. 

Hence, Sony is very resistant to giving out hardware details, 
feeling they will do far more harm than the possible smattering 
of good. This may change in future, but to be honest I doubt it. 


Again, please specify exactly what you wanted to do but felt 
unable to using Gs, and we'll see if there isn't something 
we can do. 


Lewis 
—-MESSAGE FILE 13167 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000047 


—-MESSAGE FILE 13168 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000048 

Path: chuka.playstation.co.uk!news 

From: Jon Rocatis <jon@funcom. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: New gte functions 

Date: Tue, 08 Apr 1997 13:05:11 +0200 

Organization: Funcom Oslo A/S 

Lines: 14 

Message-ID: <334A2667.1592@funcom. com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <33491dc7.20472943@news.playstation.co.uk> 

NNTP-Posting-Host: pcshare27.funcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Win95; I) 


Alex Amsel wrote: 


I think a lot of people would like to do their own full 3d engines and 
there is no opportunity to do that, quite apart from the lack of 
primitive structures. I think you are missing out on a lot of possible 
"skills' this way. 


VOM A.S: 


I agree. When I first heard about Yaroze and read that it wouldn't come 
with as many libraries as the "real" dev. kits such as FMV and 


CD-emulation stuff, I thought: Okay, no big deal. But I was rather 

disappointed when I found out about the "low-cost" libraries we get. Why 

not give us the opportunity to work on a lower level if we want to? 

- Jon 

—-MESSAGE FILE 13168 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000048 


——MESSAGE FILE 13169 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000049 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3D engines 

Date: Tue, 08 Apr 1997 11:16:44 GMT 

Organization: Into Beyond 

Lines: 47 

Message-ID: <3349a345.33045335@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: 158.152.198.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, O7 Apr 1997 17:52:59 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 
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>Hence, Sony is very resistant to giving out hardware details, 
>feeling they will do far more harm than the possible smattering 
>of good. This may change in future, but to be honest I doubt it. 


I can understand that. AFAIK noone other than Sony get that 
information anyway. Be great to have that info though! 


>Again, please specify exactly what you wanted to do but felt 
>unable to using Gs, and we'll see if there isn't something 
>we can do. 


As a general comment, libs like gs are all well and good but are very 
project independent. This has good and bad points, the bad ones being 
that it has to generalise. When you generalise you lose optimisations 
and a few project specific tricks. 


I'm not saying gs calls are slow or dodgy - they all seem fine to me. 
But go ask just about every ps-x programmer out there and they will 
tell you they use all their own stuff because they have more control 
and more speed that way. gs calls are simply too high level to allow 
this. I am sure there are several games using gs, but thus far I only 
know of one compared to an awful lot of custom engines (at various 
major UK developers). 


I could be wrong on this matter of course (anyone else got a comment 
to make?) but I suspect many programmers who want the Yaroze want it 
because it ought to allow them to do tricks/port 3d engines, etc. What 
they get is a prewritten 3d engine that is pretty good but it kind of 
spoils the fun to some degree. I /do/ know that some people have 
decided against the Yaroze after hearing they get no freedom with the 
code. More people want it just to mess about and write demos than 
write games (like the old Amiga demo scene - and some amazing stuff 
came out of that). 


So, to sum up, all I would like is to be able to write my own 3d 
engine. Quite apart from any commercial stuff I may wish to write, I 
want to do it for fun! 


Anyway, just my thoughts :) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13169 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000049 


——MESSAGE FILE 13170 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000050 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Tue, 08 Apr 1997 12:47:36 +0100 

Organization: SCEE 

Lines: 34 

Message-ID: <334A3058.218B@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 

At the moment the Yaroze is still a closed system, ( just like the full 
PS development kit ) with the libraries supplying you access. If you 
want to produce a landscape routine using the Yaroze libraries it 
doesn't have to run as fast as it might do using hand coded asm/gte 
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code. That isn't really the point of the Yaroze. 

Because it is a closed system, the terms and conditions specifically 
state that reverse engineering isn't allowed. 

I have seen hundreds of games come in, many using LibGS, and many using 
‘improved low level gte'. The performance differences in most cases come 
more from interleaved assembly than any straight change of 
functionality, and there are quite a few that seem to offer less 
performance rather than more. 

With Yaroze the emphasis is more on providing new styles of gameplay - 
original ideas, rather than upping your frame rate from 30 to 60. 


We will update the Yaroze libraries, but we are very unlikely to replace 
them completely. After all the Japanese site has some excellent games, 
and they use LibPS. 


Put your code on your sites though, I think that the sharing of code 
between Yaroze members is one of the nicest things about the sight, but 
don't expect miracles from Sony, after all we are a huge Japanese 
company. 


Cheers, 
Colin: 
PS: The full developers, who know about low level GTE etc, have all 


Signed VERY SECURE legal agreements with Sony, that allow us to torture 
their families etc. if they leak info. After all the PS is big business 


—-MESSAGE FILE 13170 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000050 


——MESSAGE FILE 13171 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000051 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 00:06:37 GMT 

Organization: Into Beyond 

Lines: 81 

Message-ID: <334b3a68.199522@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Firstly, after writing this reply I had an idea. How about emailing a 
questionaire to all Yaroze owners asking questions like 'what did you 
expect from the Yaroze?', 'what did you want to do on the Yaroze', 

‘what would you like to see?' etc. Afterall, I am pretty opinionated 


(nooooo, never!) and could quite easily be wrong. Besides, be a useful 
exercise for Sony, and without too many owners it wouldn't take too 
long to go over the replies. Hell, I'll do it. 


On Tue, 08 Apr 1997 12:47:36 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


Ա 

>At the moment the Yaroze is still a closed system, ( just like the full 
>PS development kit ) with the libraries supplying you access. If you 
>want to produce a landscape routine using the Yaroze libraries it 
>doesn't have to run as fast as it might do using hand coded asm/gte 
>code. That isn't really the point of the Yaroze. 


Appreciated , but the Yaroze /market/ (esp. in Europe) is at least as 
much for people who are going to be speed freaks etc. You aren't going 
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to be getting AMOS programmers etc. using the Yaroze too often because 
it requires a sound C basis as well as some 3d knowledge. 


I think perhaps some of us expected something different - like an 
almost 'supported' console 'demo' scene. as well as the opportunity to 
write a few games. 


>I have seen hundreds of games come in, many using LibGS, and many using 
>'improved low level gte'. The performance differences in most cases come 
>more from interleaved assembly than any straight change of 
>functionality, and there are quite a few that seem to offer less 
>performance rather than more. 


Poor programming then! As for interleaved assembly, I'll get into that 
- can you recommend a good mips book? 


>With Yaroze the emphasis is more on providing new styles of gameplay - 
>original ideas, rather than upping your frame rate from 30 to 60. 


Personally I think both should be joint aims. But then I'm not a major 
Japanese company. Wish I was! 


>We will update the Yaroze libraries, but we are very unlikely to replace 
>them completely. After all the Japanese site has some excellent games, 
>and they use LibPS. 


Only because they don't have a choice. I got the idea that a reason 
for the Yaroze (unofficially) was to get more playstation programmers. 
Providing only those that use gs is 2nd best to those who can do their 
own 3d work. 


What are the best games on the Jap site? I saw that ftptest one which 
was alright. 


>Put your code on your sites though, I think that the sharing of code 
>between Yaroze members is one of the nicest things about the sight, but 
>don't expect miracles from Sony, after all we are a huge Japanese 
>company. 


All the more reason to expect miracles! 


I think most discussion here has been related to different 
expectations. I don't personally expect anything to change but I have 
to say it is nice to be able to discuss these issues publically. 


>PS: The full developers, who know about low level GTE etc, have all 
>signed VERY SECURE legal agreements with Sony, that allow us to torture 
>their families etc. if they leak info. After all the PS is big business 


I was wondering about all those missing people. I think the government 
should be told. Unless....they are all in on it too! 


Get Scully and Moulder... 


Scratch that, I'll just have Scully please (please please please). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 
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—-MESSAGE FILE 13171 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000051 


——MESSAGE FILE 13172 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000052 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 10:21:17 +0100 
Organization: SCEE 
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Lines: 13 

Message-ID: <334B5F8D.7087@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Terra etc is about the best looking demo yet ( Very slick and 
professional ) 

FTPtest is a cool looking shooter, and there's a polygon fighting game 
(that I can't remember the title of ) that looks promising. 

Also there is Rogue... (why?) 


Mips Programming by Farghar & Bunce is good ( Excuse the spelling, but I 
can't find my copy to check the names ) 


Scully.... Sound's like a candidate for a wibbly flag treatment.... 


Colin. 
-—-MESSAGE FILE 13172 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000052 


--MESSAGE FILE 13173 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000053 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 10:14:25 GMT 

Organization: Into Beyond 

Lines: 34 

Message-ID: <334b6905.322928@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B5F8D.7087@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 09 Apr 1997 10:21:17 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>Terra etc is about the best looking demo yet ( Very slick and 
>professional ) 


1'11 take a look :) 


>Also there is Rogue... (why?) 
Interested to see what people are up to. Notice the MSX emulator ? 


>Mips Programming by Farqhar & Bunce is good ( Excuse the spelling, but I 
>can't find my copy to check the names ) 


Silly names anyway. 
>Scully.... Sound's like a candidate for a wibbly flag treatment.... 
Could be worth a go :) I thought of a way of speeding the routine up a 


teensy bit more but I don't think I can be bothered - got too many 
other things going on! 
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Besides, I have 4 weird giraffe pictures Andy 'worms' Davidson wants 
me to use on my next playstation demo. Except I'm doing 2d background 
stuff for the next couple of days so they aren't much use really. 


Then a 3d rippler (using tmd data, sob sob. no comments please) as an 
early test of a landscape routine for the upcoming car game demo... 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

-—-MESSAGE FILE 13173 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000053 


—--MESSAGE FILE 13174 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000054 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 11:32:19 +0100 

Organization: SCEE 

Lines: 86 

Message-ID: <334B7033.44F8@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

Firstly, after writing this reply I had an idea. How about emailing a 
questionaire to all Yaroze owners asking questions like 'what did you 
expect from the Yaroze?', 'what did you want to do on the Yaroze', 
‘what would you like to see?' etc. Afterall, I am pretty opinionated 


(nooooo, never!) and could quite easily be wrong. Besides, be a useful 
exercise for Sony, and without too many owners it wouldn't take too 
long to go over the replies. Hell, I'll do it. 


On Tue, 08 Apr 1997 12:47:36 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


Ա 

>At the moment the Yaroze is still a closed system, ( just like the full 
>PS development kit ) with the libraries supplying you access. If you 
>want to produce a landscape routine using the Yaroze libraries it 
>doesn't have to run as fast as it might do using hand coded asm/gte 
>code. That isn't really the point of the Yaroze. 


Appreciated , but the Yaroze /market/ (esp. in Europe) is at least as 
much for people who are going to be speed freaks etc. You aren't going 
to be getting AMOS programmers etc. using the Yaroze too often because 
it requires a sound C basis as well as some 3d knowledge. 


I think perhaps some of us expected something different - like an 
almost 'supported' console 'demo' scene. as well as the opportunity to 
write a few games. 


>I have seen hundreds of games come in, many using LibGS, and many using 
>'improved low level gte'. The performance differences in most cases come 
>more from interleaved assembly than any straight change of 
>functionality, and there are quite a few that seem to offer less 
>performance rather than more. 


Poor programming then! As for interleaved assembly, I'll get into that 
- can you recommend a good mips book? 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 
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The vital point here is that the speed of a PlayStation game 

is VASTLY more affected by the underlying graphics, game 

and AI __algorithms__ than by whether it used Gs or GTE. 

The latter is itself going to make a maximum difference 

of ~10%; the optimisations available at the level of algorithms, 
however, are almost limitless. 

Algorithms, not libraries, make speed. Quicksort implemented 

in badly written C would always outperform bubblesort written 
in super-assembler, AND would be faster to develop. 

Going below the level of libgs is VERY unlikely to provide as much 
efficiency gain as you hope. 


>With Yaroze the emphasis is more on providing new styles of gameplay - 
>original ideas, rather than upping your frame rate from 30 to 60. 


Personally I think both should be joint aims. But then I'm not a major 
Japanese company. Wish I was! 


>We will update the Yaroze libraries, but we are very unlikely to replace 
>them completely. After all the Japanese site has some excellent games, 
>and they use LibPS. 


Only because they don't have a choice. I got the idea that a reason 
for the Yaroze (unofficially) was to get more playstation programmers. 
Providing only those that use gs is 2nd best to those who can do their 
own 3d work. 


VVVVVVVVVVVVVV VV 


Very strange to contrast using gs with doing their own 3d work. 
Using Gs _is_ doing 3d work. The modern trend is towards programmers 
using powerful, well-implemented APIs to achieve their effects; 

for instance Yaroze, and the Direct libraries on PC. 


NOTE that people are less interested than they were in having to 
reinvent every wheel and cog of (eg) a 3d engine for themselves 
than they were; that redoing things nowadays takes just as long as 
before, with progressively less benefit, since the APIs 

provided grow in efficiency and flexibility. 

One developer uses APIs, another builds their own engine; 

the second's game may run 10% quicker, but the first has 

hugely more development time left. This is the trade-off, 

and it doesn't favour reinventing the wheel. 


Can you please give specific examples of what exactly were you hoping 
to gain by going lower than libgs? It would clarify the issue 


Lewis 
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—-MESSAGE FILE 13174 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000054 


--MESSAGE FILE 13175 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000055 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 12:15:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 110 

Message-ID: <334B7A3E.D59@micronetics.com> 


References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 


9522@news.playstation.co.uk> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
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X-Priority: 3 (Normal) 


Alex Amsel wrote: 
> On Tue, 08 Apr 1997 12:47:36 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


Ա 

>At the moment the Yaroze is still a closed system, ( just like the full 
>PS development kit ) with the libraries supplying you access. If you 
>want to produce a landscape routine using the Yaroze libraries it 
>doesn't have to run as fast as it might do using hand coded asm/gte 
>code. That isn't really the point of the Yaroze. 


VVVVVVV 


From what I read about Yaroze before I got one was about moving 
development back into the bedroom. Trying to get back to the days of 
amiga demos, and trying to kick start a demo scene on the yaroze. Now 
from when I used to participate in the demo scene, People hardly used C 
let alone a bunch of 'easy to use libs'. Can you imagine how the demo 
scene would of turned out if every one used RenderWare? Admittedly I am 
an assembler junkie, its something I do for a living. 


Appreciated , but the Yaroze /market/ (esp. in Europe) is at least as 
much for people who are going to be speed freaks etc. You aren't going 
to be getting AMOS programmers etc. using the Yaroze too often because 
it requires a sound C basis as well as some 3d knowledge. 


VVVVYV 


And I think you get a good 3d knowledge from doing it at a bear bone 
level. 1 doubt I would know as much about 3d now if I had not 
implemented an engine from scratch. 


I think perhaps some of us expected something different - like an 
almost 'supported' console 'demo' scene. as well as the opportunity to 
write a few games. 


V V V V 


Personally I am not interested in creating a game from concept to final 
product. I just love coding. And I love coding something at the lowest 
level possible even more. I am programming on the yaroze to improve 
myself not to impress others with what I could produce. 


>I have seen hundreds of games come in, many using LibGS, and many using 
>'improved low level gte'. The performance differences in most cases come 
>more from interleaved assembly than any straight change of 
>functionality, and there are quite a few that seem to offer less 
>performance rather than more. 


Poor programming then! As for interleaved assembly, I'll get into that 
- can you recommend a good mips book? 


VVVVVVV VV 


Mips Risc Architecture by Kane and Heinrich is excellent. Definitely 
the best. 
ISBN # 0-13-590472-2 


I also have the 'MIPS Programmer's Handbook' by Erin Farquhar and Philip 
Bunce but it is not as good as Kane's. Its more aimed at compiler 
generated code than hand crafted. Still good though. 


> 
> >With Yaroze the emphasis is more on providing new styles of gameplay - 
> >original ideas, rather than upping your frame rate from 30 to 60. 


Sometimes you need one for the other to work. I have scrapped so many 
concepts because just one small detail did not work. 


If the emphasis was really aimed at game design, it would be marketed at 
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Designers not experienced C programmers with an in-depth 3d background. 


Personally I think both should be joint aims. But then I'm not a major 
Japanese company. Wish I was! 


>We will update the Yaroze libraries, but we are very unlikely to replace 
>them completely. After all the Japanese site has some excellent games, 
>and they use LibPS. 


Only because they don't have a choice. I got the idea that a reason 
for the Yaroze (unofficially) was to get more playstation programmers. 
Providing only those that use gs is 2nd best to those who can do their 
own 3d work. 


VVVVVVVVVV VV 


There is so much the yaroze cannot do with these libs. I would hate to 
port my bsp engine to it simply because it cannot 'really' generate 
polys on the fly. Yes I know you could modify a tmd structure, but that 
is a hack, inelegant and not the way I work. 


v 


What are the best games on the Jap site? I saw that ftptest one which 
was alright. 


v 


I do like dino, and Car. But the are basically nice models, codewise 
nothing much. 


Also I have found something correct in the Library Ref Manual! 
Its just the header file that is wrong. 

Look at the prototype for FlushCache in libps.h 

extern void FlushCashe (void); 

Regards 

Jim 


--MESSAGE FILE 13175 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000055 


——MESSAGE FILE 13176 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000056 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 13:01:23 GMT 

Organization: Into Beyond 

Lines: 91 

Message-ID: <334c8a2e.559474@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 09 Apr 1997 11:32:19 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>The vital point here is that the speed of a PlayStation game 
>is VASTLY more affected by the underlying graphics, game 
>and AI __algorithms__ than by whether it used Gs or GTE. 


You are right of course. 
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>The latter is itself going to make a maximum difference 
>of ~10%; the optimisations available at the level of algorithms, 


10% is a lot to me. 


>however, are almost limitless. 
>Algorithms, not libraries, make speed. Quicksort implemented 


Yes, but I rely on the gs algorithms (inc data storage) and API when I 
would rather rely on something I have written myself. As I said, quite 
apart from anything else it is very good experience and fun to write 
your own 3d engine. If you don't know what is going on underneath the 
bonnet, it is harder to optimise etc. Sorry, I know I'm being an 
optimisation freak here, but 10-20% is a lot to me. 


>Going below the level of libgs is VERY unlikely to provide as much 
>efficiency gain as you hope. 


It isn't so much a problem with gs, but the fact that it is so project 
independent. 


e.g. I could have a pre-initialised buffer containing a lot of polygon 
data, thus preventing e.g. 2-3 memory writes per polygon. 


If I wanted to split polygons as they get closer, I believe I 
currently have to allocate them to a different object as I can only do 
it on a per object basis. 


Also, if I want to to do game on the Miggy/PC I can't 'port' the 34 
engine so easily. 


>Very strange to contrast using gs with doing their own 3d work. 
>Using Gs _is_ doing 3d work. The modern trend is towards programmers 
>using powerful, well-implemented APIs to achieve their effects; 

>for instance Yaroze, and the Direct libraries on PC. 


Using gs may be doing 3d work, but it doesn't mean it is suitable for 
every project (or even most). The reason for using directx on the pc 
is more to get around hardware probs and 3dgfx card support, and you 
must have heard John Carmack's (ID software) D3D/OpenGL comments. 


Personally I'd like to be able to get the playstation to handle the 
primitives, goraud shading etc., but I'd like to be handling the data 
structures at the pre-primitive stage. So I'd like a level inbetween 
the low level ps-x hardware and the high level api provided. In a 
perfect world anyway :) 


>NOTE that people are less interested than they were in having to 
>reinvent every wheel and cog of (eg) a 3d engine for themselves 
>than they were; that redoing things nowadays takes just as long as 


Definately true, but there are different stages to writing a 3d 
engine. Go to any programming interview and you're bound to get asked 
how to write a 3d renderer. Saying 'I'd call gsRenderEverything' won't 
get very far :) From what I know many companies now have internal 
libraries to handle 3d on the various machines they work on. 


>One developer uses APIs, another builds their own engine; 
>the second's game may run 10% quicker, but the first has 
>hugely more development time left. This is the trade-off, 
>and it doesn't favour reinventing the wheel. 


That isn't necessarily true, and graphics speed affects gameplay, even 
10%. Gameplay definately comes first, and if I need the speed for 
gameplay reasons (rather than just to look pretty) then I'll take the 
speed as long as time allows. It doesn't necessarily take very long 
either. 


>Can you please give specific examples of what exactly were you hoping 
>to gain by going lower than libgs? It would clarify the issue 


Less specific examples than my general feelings on the subject. I 
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haven't had time to sit down and find things not present in gs that I 
particularly require that I haven't already mentioned. Positioned 
light sources (where d is taken into account), shadows, that sort of 
thing perhaps. Some stuff could be faked of course 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13176 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000056 


--MESSAGE FILE 13177 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000057 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 13:01:25 GMT 

Organization: Into Beyond 

Lines: 46 

Message-ID: <334e8f46.1862969@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 09 Apr 1997 12:15:10 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>There is so much the yaroze cannot do with these libs. I would hate to 
>port my bsp engine to it simply because it cannot 'really' generate 
>polys on the fly. Yes I know you could modify a tmd structure, but that 
>is a hack, inelegant and not the way I work. 


Data structures are a big point/problem. They tend to be more project 
specific for a start. These are a vital part of improved algorithms. I 
can't exactly bsp (or similar) my objects or map and then insert the 
data into TMD format where it then has god knows what done before 
going into a primitive format and keep the algorithm running at an 
optimal level. 


This 'god knows what' section is also important - I don't know what gs 
does underneath. It doesn't matter how optimised it is, there are 
almost always better ways of providing the data. Without knowing 
internals it is hard to improve on this part. 


BTW: I know there are commercial developers with a Yaroze (/with them 
on order) and I know they are disappointed with what they got because 
they wanted to just play about. Some people (most people?) didn't get 
the Yaroze to write a whole game (which is quite a difficult feat 
anyway). 


gs questions to someone with a lot of experience with it - how good is 
it at throwing out polygons that are not on the screen? 


Does it to polygon clipping or does it leave it to the hardware (which 
isn't meant to be good at clipping, particularly horizontally)? 


>> What are the best games on the Jap site? I saw that ftptest one which 
>> was alright. 


I checked out that other one that was mentioned. It isn't bad although 
it has been kept pretty simple. The map is made of large blocks etc. 
It does show what /can/ be done with gs I expect. Remember I never 
said it wasn't good, just that it shouldn't be the only option. In the 
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same way that Argonaut's BRender is only good at certain things 
although (/because) it is also very generalised. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13177 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000057 


--MESSAGE FILE 13178 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000058 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 15:00:30 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <334BAO0FE.43B8@micronetics.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Alex Amsel wrote: 


> 

> This 'god knows what' section is also important - I don't know what gs 
> does underneath. It doesn't matter how optimized it is, there are 

> almost always better ways of providing the data. Without knowing 

> internals it is hard to improve on this part. 

> 

This is something I also find important. You can always write better 


code if you know what the 3rd party calls are doing. My case in point 
is that I always assumed that memcpy under djgpp moved memory around 
most efficiently. It wasn't until I looked at the assembler for it I 
discovered that it did a rep movsb, regardless how the memory was 
aligned and how long it was. This was such an easy optimization that 
essentially quadrupled performance. 


For example how do I know that RotMatrixX,Y and Z are just as fast as 
RotMatrix? 


Another point, I would like to draw 3d lines. But from initial browsing 
through the manuals it looks like I cant draw a line from x1l,yl,z1l to 
x2,y2,z2. Now it looks like I will have to do the perspective 
transformation myself into a 2d line and plot that? 


Another omission is pixel plotting. The answer I received last week for 
this is just draw a line with the same start/end points, and That pixel 

plotting was not really a requirement for a 3d engine. It is for my 3d 

engine that produces particle effects for explosions & smoke. 


Now the overhead for transforming a pixel would be outrageous using 
gslib. It would be so much efficient to do the whole thing in asm get 
the gpu to draw them directly. I may be able to do this via the 
loadimage directly into the double buffer region. I'll suck it and see. 


Sorry for the ramblings. 


Regards 
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Jim 
-—-MESSAGE FILE 13178 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000058 


——MESSAGE FILE 13179 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000059 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 09 Apr 1997 15:10:17 +0100 

Organization: SCEE 

Lines: 50 

Message-ID: <334BA349.28A9@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 


Alex Amsel wrote: 


> 

> This 'god knows what' section is also important - I don't know what gs 
> does underneath. It doesn't matter how optimized it is, there are 

> almost always better ways of providing the data. Without knowing 

> internals it is hard to improve on this part. 

> 

This is something I also find important. You can always write better 


code if you know what the 3rd party calls are doing. My case in point 
is that I always assumed that memcpy under djgpp moved memory around 
most efficiently. It wasn't until I looked at the assembler for it I 
discovered that it did a rep movsb, regardless how the memory was 
aligned and how long it was. This was such an easy optimization that 
essentially quadrupled performance. 


For example how do I know that RotMatrixX,Y and Z are just as fast as 
RotMatrix? 


Another point, I would like to draw 3d lines. But from initial browsing 
through the manuals it looks like I cant draw a line from x1,y1,z1 to 
x2,y2,z2. Now it looks like I will have to do the perspective 
transformation myself into a 2d line and plot that? 


Another omission is pixel plotting. The answer I received last week for 
this is just draw a line with the same start/end points, and That pixel 

plotting was not really a requirement for a 3d engine. It is for my 3d 

engine that produces particle effects for explosions & smoke. 


Now the overhead for transforming a pixel would be outrageous using 
gslib. It would be so much efficient to do the whole thing in asm get 
the gpu to draw them directly. I may be able to do this via the 
loadimage directly into the double buffer region. I'll suck it and see. 


Sorry for the ramblings. 


Regards 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV V VV VV VV 


Jim 


There is no 3d line drawing, simple because a line has no width, so its 
impossible to plot. You could do a poly4 and have a line with width. 
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I find with all this gte gpu stuff that it makes very little difference, 
your still stuck to 50 or 25 frames per second (60/30 NTSC). 


Stuart 
—-MESSAGE FILE 13179 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000059 


—-MESSAGE FILE 13180 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000060 

Path: chuka.playstation.co.uk!pyrotek.demon.co.uk! jase 

From: Jason G Doig <jase@pyrotek.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: 9 Apr 1997 20:29:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <9704092126.NA1094552@pyrotek.demon.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> 

NNTP-Posting-Host: pyrotek.demon.co.uk 

X-Newsreader: NewsAgent 1.4r10f 


> Can you please give specific examples of what exactly were you hoping 
> to gain by going lower than libgs? It would clarify the issue 


Here's one. I've got a really cool idea for a game, in which the engine 
needs to throw large amounts of triangles about. 


PSX should be good at this.... 


However, I don't want them on a 3d model. I don't want any perspective. 


I can bodge it, by zooming the viewpoint wildly in, but that's a horrible 
way to do it. 


With proper libraries, I can build the data to throw at the hardware to 
blast polys at the screen. The best you lot could suggest for the yaroze 
was to use an object with a single poly in it... now you can't tell me 
that doesn't come with overhead... and if you do, I won't believe you... 


I've asked around here at work, and no-one touches the gs lib with 
a bargepole. 


Cheers, 
Jase. 
main() {int e=4;char al4],b[]="|@o NGN QAQ |o Tagi; /* Compilable .sig */ 


*d;while(e--) {d=b; while (*d) (while (*c++=*d++-32);while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if (e) printf ("\n\ 


Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n") ; }} 


—-MESSAGE FILE 13180 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000060 


—--MESSAGE FILE 13181 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000061 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: 10 Apr 1997 02:03:25 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01bc4554$03b82360Sb756dec2@algorithm> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> 

NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jim <jim@micronetics.com> wrote in article 
<334BA0FE.43B8@micronetics.com>... 

> Another omission is pixel plotting. The answer I received last week for 
this is just draw a line with the same start/end points, and That pixel 
plotting was not really a requirement for a 3d engine. It is for my 3d 
engine that produces particle effects for explosions & smoke. 


Now the overhead for transforming a pixel would be outrageous using 
gslib. It would be so much efficient to do the whole thing in asm get 
the gpu to draw them directly. I may be able to do this via the 
loadimage directly into the double buffer region. I'll suck it and see. 


VVVVVVV VY 


You could try writing to an array in 'real' memory, LoadImage-ing this to 
VRAM and then using it as a texture/sprite. This way, you'd get cached 
pixel plotting, and therefore quite a big speed increase :) 


Russ 
—-MESSAGE FILE 13181 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000061 


——MESSAGE FILE 13182 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000062 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: 10 Apr 1997 02:06:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bc4554$78239ae0$b756dec2@algorithm> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 
m> 

NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<334BA349.28A9@interactive.sony.com>... 

> There is no 3d line drawing, simple because a line has no width, so its 
> impossible to plot. You could do a poly4 and have a line with width. 


How can it be drawn in 2d then? Does the rotation/perspective make it have 
width? The idea of 3d lines is sound - consider the 'ropes' on the bridge 
in Ridge Racer, these (ideally) could be done as a 3d line. 


A 3d line should be fairly simple to do- just rotate & transform 2 points 
and draw a line between the screen coords. Unless I'm mistaken, the only 
way to do this on the Yaroze is with ApplyMatrix and a CPU divide, and then 
feed this to a GsLINE structure. 


Russ 
--MESSAGE FILE 13182 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000062 


—-MESSAGE FILE 13183 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000063 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 03:02:56 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <334c572£.9721328@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:63 scee.yaroze.pro 
gramming.gnu_compiler:12 scee.yaroze.programming.codewarrior:28 


We have come up against several compiler and ps-x bugs so far, 
including gcc crashing on -O3 compiles [stack error] on simple code 
and some other stuff, but this is brilliant! 


The following code kills the Yaroze. Something to do with the variable 
name length (9) although longer and shorter seems ok. Only occurs with 
certain sized arrays (something to do with odd values?) and with 
unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 
need to be included. 


unsigned short PlayerMap[3*5]; 


main () 
{ 
} 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

--MESSAGE FILE 13183 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000063 


—-MESSAGE FILE 13184 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000064 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 09:15:44 +0100 

Organization: SCEE 

Lines: 35 

Message-ID: <334CA1B0.426E@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:64 scee.yaroze.pro 
gramming.gnu_compiler:14 scee.yaroze.programming.codewarrior:29 


Alex Amsel wrote: 

> 

We have come up against several compiler and ps-x bugs so far, 
including gcc crashing on -O3 compiles [stack error] on simple code 
and some other stuff, but this is brilliant! 


The following code kills the Yaroze. Something to do with the variable 
name length (9) although longer and shorter seems ok. Only occurs with 


V V V V V V 
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> certain sized arrays (something to do with odd values?) and with 
> unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 
> need to be included. 

> 

> unsigned short PlayerMap[3*5]; 

> 

> main() 

> { 

> ) 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 

> MM: "Hand the opposition the lead, the supporters love it" 

Cool bug...(gnu fixes welcome) 


About your stack problems, There is a GNU environment variable that sets 
up the size of the STACK. Use the following to set it to 2M 


SET GO32=dpmistack 2000000 

I wouldn't recommend going above 02, as the optimisations added for 03 
are mainly related to loop unrolling, which gives no advantages on the 
Yaroze because of the direct mapped cache. ( Loop overheads on the R3000 


are very low ) 


Colin. 


—-MESSAGE FILE 13184 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000064 


——MESSAGE FILE 13185 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000065 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 10:15:57 +0100 
Organization: SCEE 

Lines: 27 

Message-ID: <334CAFCD.6081@interactive.sony.com> 


References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 


m> <01bc4554$78239ae0$b756dec2@algorithm> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Russ Williams wrote: 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<334BA349.28A9@interactive.sony.com>... 

> There is no 3d line drawing, simple because a line has no width, so its 
> impossible to plot. You could do a poly4 and have a line with width. 


How can it be drawn in 2d then? Does the rotation/perspective make it have 
width? The idea of 3d lines is sound - consider the 'ropes' on the bridge 
in Ridge Racer, these (ideally) could be done as a 3d line. 


A 3d line should be fairly simple to do- just rotate & transform 2 points 
and draw a line between the screen coords. Unless I'm mistaken, the only 
way to do this on the Yaroze is with ApplyMatrix and a CPU divide, and then 
feed this to a GsLINE structure. 


VVVVVVVVVVVVV VV VV 


Russ 
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In 2d it is a representation of a line not a line (and anti aliasing 
does recognise the line as having width). In 3d there is the problem of 
perspective, how do you think its going to be possible to make the line 
thicker if its closer and narrower further away without width? And not 
doing this will make it look terrible. 


Stuart 
-—-MESSAGE FILE 13185 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000065 


—-MESSAGE FILE 13186 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000066 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 10:19:46 +0100 

Organization: SCEE 

Lines: 38 

Message-ID: <334CBOB2.6EFC@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> <9704092126.NA1094 
552@pyrotek.demon.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jason G Doig wrote: 


> Can you please give specific examples of what exactly were you hoping 
> to gain by going lower than libgs? It would clarify the issue 


Here's one. I've got a really cool idea for a game, in which the engine 
needs to throw large amounts of triangles about. 


PSX should be good at this.... 
However, I don't want them on a 3d model. I don't want any perspective. 


I can bodge it, by zooming the viewpoint wildly in, but that's a horrible 
way to do it. 


With proper libraries, I can build the data to throw at the hardware to 
blast polys at the screen. The best you lot could suggest for the yaroze 
was to use an object with a single poly in it... now you can't tell me 
that doesn't come with overhead... and if you do, I won't believe you... 


I've asked around here at work, and no-one touches the gs lib with 
a bargepole. 


Cheers, 
Jase. 
main() {int e=4;char a[4],b[]="|@O N@N @A@ |¿0 ", *c=a, /* Compilable .sig */ 


*d;while(e--) {d=b; while (*d) {while (*c+t+=*d++-32) ;while /* J.G.D 19/2/96 */ 
(--c!=a) printf ("%16s",a);printf("\n"); }if (e) printf ("\n\ 
\ 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n") ; }} 


Yes it does have overheads, and i know its a pain, but the Yaroze was 
never meant to be a full development system. 


Stuart 
—-MESSAGE FILE 13186 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000066 


—--MESSAGE FILE 13187 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000067 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: rsdv for PAL 

Date: Thu, 10 Apr 1997 10:35:36 +0100 

Organization: SCEE 

Lines: 48 

Message-ID: <334CB468.AC@interactive.sony.com> 

References: <33380648.B46@dial.pipex.com> <33380AC3.2A63@micronetics.com> 
Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


im wrote: 

Jenny wrote: 

Վ Are there PAL versions օք the viewing utilities? 

I would also like to see PAL versions of the viewing utils. Certainly a 


cheaper option than an NTSC telly. 


Mind you its not much work to write one yourself. After all that's what 
the Yaroze is for. :-) 


Also, I am using Extreme 3d to create models and exporting them to DXF. 
It seems to mainly support Polylines and not poly face data. 

Are there any utilities for converting DXF data that contains polylines 
before converting it to RSD? Or can you recommend any modeling 

packages (not too expensive) that output in the right format? 


V V V V V V 


I have been using 3d Studio with limited success. Although it write 
the model data ok it does not appear to write out the colour information 
to the dxf file. At the moment all my object are variants on a white 
theme. :-) 


Recently I have been using Ray Dream studio to do the modeling. This 
appears to correctly write out the colouring info. I am now having 
better results with this than with 3ds. 


> 
> Please could you make available the RSD and TMD formats - the header 
> files aren't very informative... 


This information would be extremely useful. I would certainly consider 
writing a convert for 3ds2rsd, dxf it just too limited when the modelers 
don't all work to the same level. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VG 


Jim 


for PAL versions of the viewing utilities: 
see timview and timview2, tmdview and tmdview2. 


A tool called tmdtool is being developed here, for the 
dynamic texturing and shading of 3d models; 
will send when ready. 


Lewis 
—-MESSAGE FILE 13187 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000067 


Net Yaroze newsgroups message dump.txt Page 8813 


--MESSAGE FILE 13188 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000068 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 10:47:35 +0100 

Organization: SCEE 

Lines: 53 

Message-ID: <334CB737.3E25@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:68 scee.yaroze.pro 
gramming.gnu_compiler:15 scee.yaroze.programming.codewarrior: 30 


Alex Amsel wrote: 


> 

> We have come up against several compiler and ps-x bugs so far, 

> including gcc crashing on -O3 compiles [stack error] on simple code 

> and some other stuff, but this is brilliant! 

> 

> The following code kills the Yaroze. Something to do with the variable 
> name length (9) although longer and shorter seems ok. Only occurs with 
> certain sized arrays (something to do with odd values?) and with 

> unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 

> need to be included. 

> 

> unsigned short PlayerMap[3*5]; 

> 

> main () 

> { 

> ) 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 

> MM: "Hand the opposition the lead, the supporters love it" 


Firstly: the crashing on optimisation with stack error is 
simply the fact that GNU wants massive of stack space when 
optimising. use 

<< set go32=dpmistack 2000000 >> eg in djsetup.bat 

to ensure it never runs out of stack space. 


Secondly: trying your code fragment here, we notice that the 
length of the name of the array makes NO difference at all, 
the fragment always crashes the Yaroze. We suspect 
that it is simply the declaration of an array with an odd 
number of elements, together with element size being small, 
hence there is no aligning on 32bit boundary; the machine is 
purely 32bit, and manuals specifically say that non-32bit access 
will cause errors. 


The REMEDY for this problem is not hard to find: always declare 
arrays (and structures, etc, see libps.h) so that they 
always align on 4-byte boundaries. 


However, I have programmed on Yaroze for months without 
ever considering the need to do this, 

never padding structures to 4 bytes etc, and have NEVER had 
this problem. I must ask exactly what kind of activity led 
you to discover this 'problem'; were you testing the 
reliability of the compiler / Yaroze? 


Hope to hear from you soon 
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Lewis 
—-MESSAGE FILE 13188 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000068 


—-MESSAGE FILE 13189 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000069 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 11:11:44 GMT 

Organization: Into Beyond 

Lines: 18 

Message-ID: <334e5a3c.10502709@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <01bc4554$03b82360Sb756dec2@algori 
thm> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On 10 Apr 1997 02:03:25 GMT, "Russ Williams" 
<russ@algorithm.demon.co.uk> did quoth at me: 


>You could try writing to an array in 'real' memory, LoadImage-ing this to 
>VRAM and then using it as a texture/sprite. This way, you'd get cached 
>pixel plotting, and therefore quite a big speed increase :) 


Only problem with this is the speed overhead. Err, not sure what I can 
say regarding primitives available in the OT (there are some of use, 
put it that way) but using a GsSprite or polygon will incur 
unnecessary overheads. I haven't checked on the GsSprite 
implementation (i.e. if it uses 'hardware' sprites if appropriate). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13189 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000069 


——MESSAGE FILE 13190 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000070 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 12:04:13 GMT 

Organization: Into Beyond 

Lines: 25 

Message-ID: <334ccf56.1383137@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 
m> <01bc4554S78239ae0Sb756dec2@algorithm> <334CAFCD.6081@interactive.sony.com> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 
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On Thu, 10 Apr 1997 10:15:57 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>In 2d it is a representation of a line not a line (and anti aliasing 
>does recognise the line as having width). In 3d there is the problem of 
>perspective, how do you think its going to be possible to make the line 
>thicker if its closer and narrower further away without width? And not 
>doing this will make it look terrible. 


Perhaps it doesn't matter! Being mathematically correct or 100% 
realistic is not the aim of games except simulators. It doesn't have 
to be the aim of a 3d engine in all ways either. Actually having lines 
(always a 1 pixel width) is rather handy for some things. 


It won't look terrible at all - where did you get that idea? Many many 
many 3d engines of the past 10 years have a special line draw 
primitive. In many cases you don't care about the thcikness changing, 
and the overhead of rotation and perspective calcs etc. is just 
needless. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

-—-MESSAGE FILE 13190 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000070 


--MESSAGE FILE 13191 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000071 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 12:04:15 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <334dd06b.1659549@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> <334CA1B0.426E@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:71 scee.yaroze.pro 
gramming.gnu_compiler:16 scee.yaroze.programming.codewarrior:31 


On Thu, 10 Apr 1997 09:15:44 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>I wouldn't recommend going above 02, as the optimisations added for 03 
>are mainly related to loop unrolling, which gives no advantages on the 
>Yaroze because of the direct mapped cache. ( Loop overheads on the R3000 
>are very low ) 


Thanks for the fix. 


Can you tell ստ any more about gnu optimisations/code on the PS-X? 


Anythings (memcpy etc) that are better written in asm (i..e 
sibstantially quicker) 7 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 13191 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000071 
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—--MESSAGE FILE 13192 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000072 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 12:04:16 GMT 

Organization: Into Beyond 

Lines: 57 

Message-ID: <334ed0d3.1764129@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> <334CB737.3E25@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:72 scee.yaroze.pro 
gramming.gnu_compiler:17 scee.yaroze.programming.codewarrior:32 


On Thu, 10 Apr 1997 10:47:35 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>Secondly: trying your code fragment here, we notice that the 
>length of the name of the array makes NO difference at all, 


I would expect the same, but last night it was very fussy about the 
name. I had been up a few hours too long so I'll check today and get 
back to you. 


>the fragment always crashes the Yaroze. We suspect 

>that it is simply the declaration of an array with an odd 
>number of elements, together with element size being small, 
>hence there is no aligning on 32bit boundary; the machine is 
>purely 32bit, and manuals specifically say that non-32bit access 
>will cause errors. 


That is what I thought. We created a mapfile but having never used a 
mapfile before didn't make much sense of much of it. It looked as if 
half the variables overwrite each other - I think I need to get the 

gnu docs this weekend! 


>The REMEDY for this problem is not hard to find: always declare 
>arrays (and structures, etc, see libps.h) so that they 
>always align on 4-byte boundaries. 


I usually do for speed reasons (on other machines anyway). 


>never padding structures to 4 bytes etc, and have NEVER had 
>this problem. I must ask exactly what kind of activity led 
>you to discover this 'problem'; were you testing the 
>reliability of the compiler / Yaroze? 


Not at all. We were just comparing my bg routine with the Sony ones as 
we were just chucking across a pacman level. We were just declaring a 
few map layers, one was for player stuff. The size was 23*19 u_shorts. 
There were 3 array declarations in a row, the first two being 1 letter 
shorter than Playerwhateveritwas. The first two were done fine, but 
the final one caused the crash no matter what others had been 
declared. All were tested individually and all was fine except the 
final one again. We added just a single letter to the variable name 
(in various places) and it worked fine. 


So yes, the variable name DEFINATELY did have an effect. Even tried 
declaring a few variables in between the arrays etc incase they 
realigned the compiler since that almost certainly was the problem. 


Don't you just love weird errors. 


Net Yaroze newsgroups message dump.txt Page 


Anyway, for those who haven't tried it, the Yaroze will lock 
immediately you run the program - no calls ever start from the looks 
of it. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 
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—-MESSAGE FILE 13192 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000072 


——MESSAGE FILE 13193 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000073 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 13:57:37 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <334CE3C1.2CC8@micronetics.com> 


References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 


m> <01bc4554S78239ae0Sb756dec2@algorithm> <334CAFCD.6081@interactive.sony.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


sceetech wrote: 


In 2d it is a representation of a line not a line (and anti aliasing 
does recognise the line as having width). In 3d there is the problem of 
perspective, how do you think its going to be possible to make the line 
thicker if its closer and narrower further away without width? And not 
doing this will make it look terrible. 


VV V V V V V 


Stuart 


Im not sure but tempest X3 does a very good job of making lines look 
3d. 

Tempest X3 is a game that does not require break neck performance, and 
I'm sure that it does not use GsLib. 


Infact I would like to see how easy it would be to do a wireframe of a 
spinning cube in GsLib. 


Regards 


Jim 
Jim 


—-MESSAGE FILE 13193 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000073 


—--MESSAGE FILE 13194 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000074 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 14:34:58 +0100 
Organization: SCEE 

Lines: 42 

Message-ID: <334CEC82.13C2@interactive.sony.com> 
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References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <01bc4554$03b82360Sb756dec2@algori 
էհո» <334e5a3c.10502709@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 
> 
On 10 Apr 1997 02:03:25 GMT, "Russ Williams" 
<russ@algorithm.demon.co.uk> did quoth at me: 


>You could try writing to an array in 'real' memory, LoadImage-ing this to 
>VRAM and then using it as a texture/sprite. This way, you'd get cached 
>pixel plotting, and therefore quite a big speed increase :) 


Only problem with this is the speed overhead. Err, not sure what I can 
say regarding primitives available in the OT (there are some of use, 
put it that way) but using a GsSprite or polygon will incur 
unnecessary overheads. I haven't checked on the GsSprite 
implementation (i.e. if it uses 'hardware' sprites if appropriate). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVVVVVV VV VV 


The GsSPRITEs are very fast if you don't use rotation, scaling, etc; 
i.e. use GsSortFastSprite. If you look at the <check> or <balls> 
demo, you can see that you can get a HUGE number on screen 
before frame rate drops below maximum. One texture holding 

a pixel (and maybe small squares and rectangles) with either a 
neutral CLUT for changing colour via sprite.r,g,b fields, 

or overwriting CLUT itself using LoadImage/MovelImage, 

should provide pretty rapid pixel plotting. 

-Not fast enough to implement your own sprites on a pixel 

basis I'm sure, but I can't see why anyone would want to do that 
given the speed of GSSPRITEs. 


One alternative: MoveImage is apparently very fast indeed, 
can use this for pixels or any other 2d business. 


The ftptest demo uses a VAST number of sprites and pixels, 
all flowing at very high frame rate, 

and while I haven't seen the source I'm almost certain it 
makes good use of GS and nothing else. 


Lewis 
—-MESSAGE FILE 13194 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000074 


—--MESSAGE FILE 13195 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000075 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Thu, 10 Apr 1997 14:41:46 +0100 

Organization: SCEE 

Lines: 35 

Message-ID: <334CEE1A.155B@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
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laystation.co.uk> <334BA0FE.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 
m> <01bc4554S78239ae0Sb756dec2@algorithm> <334CAFCD.6081@interactive.sony.com> <334c 
cf56.1383137@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

On Thu, 10 Apr 1997 10:15:57 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>In 2d it is a representation of a line not a line (and anti aliasing 
>does recognise the line as having width). In 3d there is the problem of 
>perspective, how do you think its going to be possible to make the line 
>thicker if its closer and narrower further away without width? And not 
>doing this will make it look terrible. 


Perhaps it doesn't matter! Being mathematically correct or 100% 
realistic is not the aim of games except simulators. It doesn't have 
to be the aim of a 3d engine in all ways either. Actually having lines 
(always a 1 pixel width) is rather handy for some things. 


It won't look terrible at all - where did you get that idea? Many many 
many 3d engines of the past 10 years have a special line draw 
primitive. In many cases you don't care about the thcikness changing, 
and the overhead of rotation and perspective calcs etc. is just 
needless. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVVVVV VV VV VV VV VV V 


It does look terrible. As you say games over the past 10 years have used 
this. Well the playstation wants to get away from the old style 
wireframes and into polygons. 


Anyway, I've been checking it out and there is a straight line structure 
in the TMD format, (and also in tmd.h, which as I wrote I should have 
remembered, sorry), which should do 3d lines, although ive not used it. 


Stuart 
—-MESSAGE FILE 13195 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000075 


--MESSAGE FILE 13196 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000076 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 14:57:21 +0100 

Organization: SCEE 

Lines: 51 

Message-ID: <334CF1C1.23A4@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> <334CB737.3E25@interactive.son 
y.com> <334ed0d3.1764129@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:76 scee.yaroze.pro 
gramming.gnu_compiler:18 scee.yaroze.programming.codewarrior: 33 


> That is what I thought. We created a mapfile but having never used a 
> mapfile before didn't make much sense of much of it. It looked as if 
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> half the variables overwrite each other - I think I need to get the 
> gnu docs this weekend! 


The mapfile is just oddly structured; once I started using them I 
never had memory troubles again. They specify everything, 
where things go and how large they are, 


text segments, offsets, 


VVVVVVVV VV 


etc etc etc. 


Not at all. We were just comparing my bg routine with the Sony ones as 
we were just chucking across a pacman level. We were just declaring a 
few map layers, one was for player stuff. The size was 23*19 u_shorts. 
There were 3 array declarations in a row, the first two being 1 letter 
shorter than Playerwhateveritwas. The first two were done fine, but 
the final one caused the crash no matter what others had been 
declared. All were tested individually and all was fine except the 
final one again. We added just a single letter to the variable name 
(in various places) and it worked fine. 


simply can't say anything about the length of the variable name, 
I've never experienced anything like it. I am still certain 

that the underlying problem is the 4byte boundary aligning. 

The fact that an even-named array which doesn't align worked 
seems neither here nor there. 


At the risk of sounding pedantic I'd like to say that 
cannot ever see the point of declaring an array with 


any of its dimensions being odd. I most definitely cannot see 
the point of using u_short instead of int for such a small array, 
and this minute memory save caused the crash. 

The Yaroze has Lots of memory, and I've never needed to 


replace ints with shorts, 


chars, etc to fit anything in. 


There's always far larger rearrangements that are far safer to 

do if you ever find yourself gettting short of memory 

E.g. reducing number of object files 

(the mapfile shows that each extra .o file has a 4096 byte overhead) 


i 


E.g. reducing the global/stored data of a program by finding 


a quick way of re-inferring it at runtime 
(apply this ruthlessly and you'll find yourself with 


huge amounts of room) 


E.g. packing all resource files tightly together 
(find size of al TIM, TMD, 
and pack like sardines). 


Hope this is useful 


Lewis 


SEQ, VH, VB files in bytes 


-—-MESSAGE FILE 13196 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000076 


—--MESSAGE FILE 13197 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000077 


Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <rwilliams@krisalis.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines 
Date: 10 Apr 1997 17:10:10 GMT 
Organization: PlayStation Net Yaroze (SCEE) 


Lines: 15 


Message-ID: <01bc45d2$a8130a00S2b40cbc2@rwilliams.krisalis.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 


laystation.co.uk> <334] 


BAOF] 


E.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 


m> <01bc4554S78239ae0Sb756dec2@algorithm> <334CAFCD.6081@interactive.sony.com> 
NNTP-Posting-Host: rwilliams.krisalis.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1161 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
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<334CAFCD.6081@interactive.sony.com>... 

> In 2d it is a representation of a line not a line (and anti aliasing 
does recognise the line as having width). In 3d there is the problem of 
perspective, how do you think its going to be possible to make the line 
thicker if its closer and narrower further away without width? And not 
doing this will make it look terrible. 


> 
> 
> 
> 


Well, to do that, how about a gouraud-shaded line to give a depth-queue 
effect (set the brightness of the ends based around the z coordinate of the 
ends). Personally, I think some neon-coloured, gouraud-shaded wireframes 
would look quite effective... 


Russ 
--MESSAGE FILE 13197 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000077 


——MESSAGE FILE 13198 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000078 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Fri, 11 Apr 1997 11:31:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <334E130A.428A@micronetics.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7A3E.D59@micronetics.com> <334e8f46.1862969@news.p 
laystation.co.uk> <334BA0FE.43B8@micronetics.com> <334BA349.28A9@interactive.sony.co 
m> <01bc4554S78239ae0Sb756dec2@algorithm> <334CAFCD.6081@interactive.sony.com> <334c 
cf56.1383137@news.playstation.co.uk> <334CEE1A.155B@interactive.sony.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


sceetech wrote: 


> 

> 

> It does look terrible. As you say games over the past 10 years have used 
> this. Well the playstation wants to get away from the old style 

> wireframes and into polygons. 


I thought the whole reason for Yaroze is to get away from the corporate 
driven game designs that exist today. Not 'that is old fasioned so we 
are not going to give you the ability to do it.' 

The reason why I want lines is. 


a) For a simple futuristic sports like sim where I want to use a line to 
show the aiming vector. 


b) To provide a laser, graduating from dark red -» red for a 34 
roming/adventure/shooting game sort of thing. 


They all use textured poly, etc and do not look 'old fasioned' 


Incidently expect to see the first demo of my game engine end of next 
week. 


Regards 


Jim 
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Anyway, I've been checking it out and there is a straight line structure 
in the TMD format, (and also in tmd.h, which as I wrote I should have 
remembered, sorry), which should do 3d lines, although ive not used it. 


V V V V V V 


Stuart 
--MESSAGE FILE 13198 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000078 


——MESSAGE FILE 13199 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000079 

Path: chuka.playstation.co.uk!news 

From: "Andrew Howe" <ataru@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: 11 Apr 1997 17:55:50 GMT 

Organization: Acme 

Lines: 43 

Message-ID: <01bc46a2$06428400S01000080@solabh51.dial.pipex.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> 

NNTP-Posting-Host: ak118.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<334B7033.44F8@interactive.sony.com>... 

> The vital point here is that the speed of a PlayStation game 

is VASTLY more affected by the underlying graphics, game 

and AI __algorithms__ than by whether it used Gs or GTE. 

The latter is itself going to make a maximum difference 

of ~10%; the optimisations available at the level of algorithms, 
however, are almost limitless. 


VV V V V 


I optimised the poly output routines for Tomb Raider, and I got in some 
cases a 200% speed hit. This was going from C+libgte+libgpu to assembler 
with inline GTE and my own primitive creating code. The difference from 
libgs is not as big because the gs routines are *fairly* well written, in 
assembler. They're not optimal, though. 


The main speed up is overlapping GTE operations like RotTransPers3 with 
memory fetches. The PSX doesn't read from main RAM very quickly. Another 
thing is use of the 1K scratchpad at 0x1f800000, which can be accessed in a 
single cycle. 


The basic idea is this: say you're drawing an object. If: 

1) there are less than 128 vertices in the object 

2) the object is fully on-screen (ie none of the vertices will transform 
incorrectly) 

3) you're using monochromatic lighting 

4) you have already calculated the lighting 


then... 

1) Rotate all the vertices first, using RotTransPers3 and interleaving GTE 
with memory fetches for the next set of vertices and sticking the screen 
coordinates in the scratchpad, 8 bytes per vertex (short x,y,z,intensity) 
2) Go through your list of faces, load up the vertices for a face from the 
scratchpad (fast), do a GTE normal clip while calculating an average 2 
value in software, if the face isn't back facing then create a primitive 
connecting up the vertices. 


I've simplified it a bit but you should get the idea. The conditions are 
not that restrictive. The point is, you can't do this with libYaroze... 


Andrew - Core Design 


—-MESSAGE FILE 13199 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000079 
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--MESSAGE FILE 13200 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000080 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Fri, 11 Apr 1997 15:46:37 -0500 

Organization: Metrowerks Corporation 

Lines: 16 

Message-ID: <hunt-ya02408000R1104971546370001@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:80 scee.yaroze.pro 
gramming.gnu_compiler:19 scee.yaroze.programming.codewarrior:35 


In article <334c572f.9721328@news.playstation.co.uk>, 
alex@teeth.demon.co.uk wrote: 


> We have come up against several compiler and ps-x bugs so far, 
> including gcc crashing on -O3 compiles [stack error] on simple code 
> and some other stuff, but this is brilliant! 


This was placed in the CodeWarrior newsgroup. Does this code crash when 
built with CW but not with GNU? From followups it appears as thought it's 
endemic to both development environments, but if you could clarify, that 
would be great. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 13200 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000080 


--MESSAGE FILE 13201 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000081 

Path: chuka.playstation.co.uk!news 

From: Giulio o Riccardo <giulio@mbox.ulisse.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: New Alpha RSDTOOL 

Date: Sun, 13 Apr 1997 10:33:02 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <33509A3E.5901@mbox.ulisse.it> 
References: <3343CCB7.26D9@interactive.sony.com> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Web Master wrote: 


> 

> Now availble in the Utils area. 

> 

> Requires MS DirectX 2 (or above), and thus Win95, and has a few 
> restrictions at the moment, but we'd welcome your feedback. 

> 

> (Its actually being developed for the "professional" development 
> community, but we'd thought you guys would like a peek first). 
> 

> -scee 

Hi, 


I have got some problems loading models with polygons >= 5000. 
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The program says "out of memory" (I have got 65 MB). 


I have to right click on every polygon to fill my 3d models with 

textures? 

-—-MESSAGE FILE 13201 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000081 


—-MESSAGE FILE 13202 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000082 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Format of RSD file 

Date: Sun, 13 Apr 1997 19:41:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <335128C8.2BAA@innotts.co.uk> 

References: <3341FE29.18BA@hobdenj.demon.co.uk> <33418485.21EC@jprice.force9.net> ՀՅ 
3447280.3010168@news.playstation.co.uk> <3343BABO.1BB3@interactive.sony.com> 
NNTP-Posting-Host: serialB08.innotts.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Web Master wrote: 
> 
> We could be facetious and say look at 

> http://chuka.playstation.co.uk/yaroze_scei/Forum/tool/info/rsd.htm 

> but you'll be pleased to know that we're working on a document which 
> will be ready today or tomorrow. 

> 

> — scee 


That was quite a while ago, has this been forgotten or are we going 
to get it soon??? - I hope the document that you were refering to was 
not the one detailing the format of the TMD file (in manual additions) 
which is something completely different. 


Thanks, 
Richard 
—-MESSAGE FILE 13202 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000082 


—--MESSAGE FILE 13203 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000083 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Fast way to calculate normals? 

Date: Mon, 14 Apr 1997 22:52:51 +0200 
Organization: Reptile Design 

Lines: 4 

Message-ID: <3352991C.1F0E@reptile.no> 
Reply-To: lars.barstad@reptile.no 
NNTP-Posting-Host: arendal3-12.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Does anyone have any tips/tricks on how to speed up the calculation 
of (unit-vector) normals, given 3 vertex-points? 


Lars 
—-MESSAGE FILE 13203 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000083 


——MESSAGE FILE 13204 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000084 
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Path: chuka.playstation.co.uk!news 

From: ps_yaroze@interactive.sony.com (SCEE Developer Support) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Mon, 14 Apr 1997 17:55:04 GMT 

Organization: SCEE 

Lines: 57 

Message-ID: <33526bf0.969881620@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> <9704092126.NA1094 
552@pyrotek.demon.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Forte Free Agent 1.1/32.230 


Sorry to take a while getting back to you, 


If you don't want perspective, set the Z axis of your rotation matrix 
to (0,0,0) and the Z translation to 1. 

When you use this, All of your points will be rotated and then 
projected to x,y,1 ... So perspective will not occur. 

I know it sounds like a real bodge, but the way the hardware operates 
actually means that this is possibly the quickest way of producing 
parrallel projections. 


If you are using lots of triangles, make a TMD structure up that 
contains all of them, or make TMDs for each object ( no triangle ) in 
your world. 


On 9 Apr 1997 20:29:21 GMT, Jason G Doig <jase@pyrotek.demon.co.uk> 
wrote: 


>> Can you please give specific examples of what exactly were you hoping 
>> to gain by going lower than libgs? It would clarify the issue 
> 


>Here's one. I've got a really cool idea for a game, in which the engine 
>needs to throw large amounts of triangles about. 

> 

>PSX should be good at this.... 

> 

>However, I don't want them on a 3d model. I don't want any perspective. 
> 


>I can bodge it, by zooming the viewpoint wildly in, but that's a horrible 
>way to do it. 

> 

> 

>With proper libraries, I can build the data to throw at the hardware to 
>blast polys at the screen. The best you lot could suggest for the yaroze 


>was to use an object with a single poly in it... now you can't tell me 
>that doesn't come with overhead... and if you do, I won't believe you... 
> 

> 


>I've asked around here at work, and no-one touches the gs lib with 
>a bargepole. 

> 

> 

>Cheers, 

> 

>Jase. 

> 


>—— 

>main() {int e=4;char a[4],b[]="|@O N@N @A@ |չՕ ",*c=a, /" Compilable .sig */ 
>*d;while(e--)(d=b;while (*d) {while (*c++=*d++-32);while /* J.G.D 19/2/96 */ 
>(--c!=a) printf ("%16s",a);printf("\n"); }if(e) printf ("\n\ 

>\ 

> Jase@Pyrotek.demon.co.uk - http://www.pyrotek.demon.co.uk \n\n");}} 
> 

> 
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—-MESSAGE FILE 13204 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000084 


—-MESSAGE FILE 13205 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000085 

Path: chuka.playstation.co.uk!news 

From: ps_yaroze@interactive.sony.com (SCEE Developer Support) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Mon, 14 Apr 1997 18:21:44 GMT 

Organization: SCEE 

Lines: 73 

Message-ID: <33527210.971450248@news.playstation.co.uk> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> <01bc46a2$06428400 
$01000080@solabh51.dial.pipex.com> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Forte Free Agent 1.1/32.230 


The real point is that this is not the aim of Yaroze. 

Optimising your 3d routine is a tiny part of the entire process of 
writing a game. ( Weeks for a single programmer ) and with the Yaroze, 
game writing rather than speed tweaks are more desirable. 

After all, once you've produced a good game idea, you can then take it 
to a publisher and port it across to the full kit. 
There have to be differences between Yaroze and the full dev kit, and 


given the relaxed ( compared to commercial developers ) legal 
contracts SCEI decided that the high level libs were the ones to be 
included. 

( Commercial developers had similar complaints, everyone would clamour 


for direct hardware access to the GPU and GTE, and they would say that 
programs such as Ridge Racer and Total NBA had to have had full 
access, when neither program even used the inline GTE functions. ) 


As an idea, you could probally get a massive performance increase, by 
using a variation of the idea below, where a 'dummy' TMD is set up on 
the scratchpad... When you register this TMD with LibPS, all of the 
accesses to it's points/primitive structures will come from fast 
scratchpad ram. 


Cheers, 


Colin’. 


On 11 Apr 1997 17:55:50 GMT, "Andrew Howe" <ataru@dial.pipex.com> 
wrote: 


> 

> 

>sceetech <ps_yaroze@interactive.sony.com> wrote in article 
><334B7033.44F8@interactive.sony.com>... 

>> The vital point here is that the speed of a PlayStation game 

>> is VASTLY more affected by the underlying graphics, game 

>> and AI __algorithms__ than by whether it used Gs or GTE. 

>> The latter is itself going to make a maximum difference 

>> of ~10%; the optimisations available at the level of algorithms, 

>> however, are almost limitless. 

> 

>I optimised the poly output routines for Tomb Raider, and I got in some 
>cases a 200% speed hit. This was going from Ctlibgtet+tlibgpu to assembler 
>with inline GTE and my own primitive creating code. The difference from 
>libgs is not as big because the gs routines are *fairly* well written, in 
>assembler. They're not optimal, though. 


> 
>The main speed up is overlapping GTE operations like RotTransPers3 with 
>memory fetches. The PSX doesn't read from main RAM very quickly. Another 


>thing is use of the 1K scratchpad at 0x1f£800000, which can be accessed in a 
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>single cycle. 

> 

>The basic idea is this: say you're drawing an object. If: 

>1) there are less than 128 vertices in the object 

>2) the object is fully on-screen (ie none of the vertices will transform 
>incorrectly) 
>3) you're using monochromatic lighting 

>4) you have already calculated the lighting 

> 

>then... 

>1) Rotate all the vertices first, using RotTransPers3 and interleaving GTE 
>with memory fetches for the next set of vertices and sticking the screen 
>coordinates in the scratchpad, 8 bytes per vertex (short x,y,z,intensity) 
>2) Go through your list of faces, load up the vertices for a face from the 
>scratchpad (fast), do a GTE normal clip while calculating an average 2 
>value in software, if the face isn't back facing then create a primitive 
>connecting up the vertices. 

> 

>I've simplified it a bit but you should get the idea. The conditions are 
>not that restrictive. The point is, you can't do this with libYaroze... 

> 

>Andrew - Core Design 

> 


8827 


-—-MESSAGE FILE 13205 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000085 


--MESSAGE FILE 13206 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000086 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Format of RSD file 

Date: Tue, 15 Apr 1997 18:22:01 +0100 
Organization: SCEE 

Lines: 26 

Message-ID: <3353B939.53D7@interactive.sony.com> 


References: <3341FE29.18BA@hobdenj.demon.co.uk> <33418485.21EC@jprice.force9.net> ՀՅ 
3447280.3010168@news.playstation.co.uk> <3343BAB0O.1BB3@interactive.sony.com> <335128 


C8.2BAA@innotts.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Haskey wrote: 


> 

> Web Master wrote: 

>> 

> > We could be facetious and say look at 

> > http://chuka.playstation.co.uk/yaroze_scei/Forum/tool/info/rsd.htm 
> > but you'll be pleased to know that we're working on a document which 
> > will be ready today or tomorrow. 

>> 

> > - scee 

> 

> That was quite a while ago, has this been forgotten or are we going 

> to get it soon??? - I hope the document that you were refering to was 
> not the one detailing the format of the TMD file (in manual additions) 
> which is something completely different. 

> 

> Thanks, 

> Richard 


A document with all details of RSD format has now been put onto the web 
site in the manual additions section; it should be complete, 
let us know of any omissions 
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Lewis 
-—-MESSAGE FILE 13206 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000086 


——MESSAGE FILE 13207 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000087 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Format of RSD file 

Date: Tue, 15 Apr 1997 20:46:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3353DB00.4884@innotts.co.uk> 

References: <3341FE29.18BA@hobdenj.demon.co.uk> <33418485.21EC@jprice.force9.net> <3 
3447280.3010168@news.playstation.co.uk> <3343BAB0O.1BB3@interactive.sony.com> <335128 
C8.2BAA@innotts.co.uk> <3353B939.53D7@interactive.sony.com> 

NNTP-Posting-Host: serialA3c.innotts.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


sceetech wrote: 

> A document with all details of RSD format has now been put onto the web 
site in the manual additions section; it should be complete, 

let us know of any omissions 


> 
> 
> 
> Lewis 


Perhaps its just me, but I cant find it :) 


Richard 
—-MESSAGE FILE 13207 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000087 


——MESSAGE FILE 13208 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000088 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: 15 Apr 1997 21:56:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bc49e8$7996d660Sb756dec2@algorithm> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> <01bc46a2$06428400 
$01000080@solabh51.dial.pipex.com> <33527210.971450248@news.playstation.co.uk> 
NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


SCEE Developer Support <ps_yaroze@interactive.sony.com> wrote in article 

<33527210.971450248@news.playstation.co.uk>... 

> As an idea, you could probally get a massive performance increase, by 

> using a variation of the idea below, where a 'dummy' TMD is set up on 

> the scratchpad... When you register this TMD with LibPS, all of the 

> accesses to it's points/primitive structures will come from fast 

> scratchpad ram. 

Yes, but this requires that you either: 
a) Draw the TMD as soon as you calculate it using drawprim() or whatever. 
or b) Use <1k of 3d data 


('b' isn't practical, and 'a' is a *minimum* of 50% slower than parallel 
DrawOT / calculate OT systems, since you cannot calculate a second frame 
while drawing the first) 


Russ 
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—-MESSAGE FILE 13208 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000088 


——MESSAGE FILE 13209 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000089 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: Wed, 16 Apr 1997 08:44:54 +0100 

Organization: SCEE 

Lines: 36 

Message-ID: <33548376.58AER@interactive.sony.com> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> <01bc46a2S06428400 
$01000080@solabh51.dial.pipex.com> <33527210.971450248@news.playstation.co.uk> ՀՕ1ԵՇ 
49e8$7996d660$b756dec2@algorithm> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Russ Williams wrote: 


SCEE Developer Support <ps_yaroze@interactive.sony.com> wrote in article 

<33527210.971450248@news.playstation.co.uk>... 

> As an idea, you could probally get a massive performance increase, by 

> using a variation օք the idea below, where a 'dummy' TMD is set up օո 

> the scratchpad... When you register this TMD with LibPS, all of the 

> accesses to it's points/primitive structures will come from fast 

> scratchpad ram. 

Yes, but this requires that you either: 
a) Draw the TMD as soon as you calculate it using drawprim() or whatever. 
or b) Use <1k of 3d data 


('b' isn't practical, and 'a' is a *minimum* of 50% slower than parallel 
DrawOT / calculate OT systems, since you cannot calculate a second frame 
while drawing the first) 


VVVVVVVVVVVV VV VV VV 


Russ 


I'm sorry, but I don't think that you understand what is happening.... 
When you register a TMD using GsSortObject, the 3D points are 
transformed into 2D drawing primitives for the GPU ( these primitives 
are stored in the packet area ). 

This does not occur in parrallel, it is the drawing of the 2D primitives 
that occurs in parrallel. 

Also this is only a way of improving things for those people who want to 
place their own 3D structures on top of GS. 

You will have to use less than 1K of data, but ( with reference to the 
guy who just wanted to draw 1000's of triangles ) most of the TMD 
structure would remain the same, with only the xyz triplets needing 
changes between each call to GsSortObject. 


Cheers, 


Colin 
-—-MESSAGE FILE 13209 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000089 


--MESSAGE FILE 13210 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000090 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: New Alpha RSDTOOL 
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Date: Wed, 16 Apr 1997 13:11:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3354C200.D25@geocities.com> 

References: <3343CCB7.26D9@interactive.sony.com> <01bc40ea$31672720S4b527ec2@briest> 
<3346CDAC.1B5D@virgin.net> 

NNTP-Posting-Host: mango.ferndown.ate.slb.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Steve wrote: 
brian west wrote: 
> 
I downloaded the demo on my pe and after changing to the correct res. like 
it asked I got the following error message:- 
Exception External Exception in module 
RSDTOOL.EXE at 00015738 External Exception c000001 D 


My Pc is p90 (with directX3/Millinium card). 


Would it work If I used Directx2 instead of 3? 


HVVVVVVV VV 


t's working fine with DirectX 3.0 here ( P100 with Mystique ) 


VVVVVVVVVVVV VV 


Steve 

I get the same errors on my P166+ with dx3/Millenium card too... 
Please fix it guys! 

Cheers, 

Kev. 

hip ul WWW ՑԱ ՄԱՅՆՑ SILER Saal Tey panes 7458 


-—-MESSAGE FILE 13210 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000090 


—--MESSAGE FILE 13211 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000091 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RDSTOOL DirectDraw or D3D? 

Date: Wed, 16 Apr 1997 14:11:29 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <3354D001.3477@interactive.sony.com> 

References: <Olbc427eS$3c8fc9a0$0b547ec2@briest> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


brian west wrote: 

> 

> I was wondering does the RSDTool use just DirectDraw or does it also use 
> D3D? 


Yes it uses D3d 
—-MESSAGE FILE 13211 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000091 


--MESSAGE FILE 13212 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000092 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
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Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: New Alpha RSDTOOL 

Date: Wed, 16 Apr 1997 14:13:16 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 35 

Message-ID: <3354D06C.6750@interactive.sony.com> 

References: <3343CCB7.26D9@interactive.sony.com> <01bc40ea$31672720S4b527ec2@briest> 
<3346CDAC.1B5D@virgin.net> <3354C200.D25@geocities.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Kev wrote: 


Steve wrote: 
brian west wrote: 
> 
I downloaded the demo on my pe and after changing to the correct res. like 
it asked I got the following error message:- 
Exception External Exception in module 
RSDTOOL.EXE at 00015738 External Exception c000001 D 


My Pc is p90 (with directX3/Millinium card). 


Would it work If I used Directx2 instead of 3? 


HVVVVVVV VV 


t's working fine with DirectX 3.0 here ( P100 with Mystique ) 


VVVVVVVVVVVV VV 


Steve 

I get the same errors on my P166+ with dx3/Millenium card too... 
Please fix it guys! 

Cheers, 


Kev. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


http://www.geocities.com/SiliconValley/Pines/7428 


Our man who wrote it says to ensure that you are using the 
latest Windows drivers, and that there is a new updated 
version of rsdtool which fixed the problem reported 

by Brian West 


Lewis 
-—-MESSAGE FILE 13212 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000092 


—--MESSAGE FILE 13213 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000093 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines 

Date: 16 Apr 1997 21:54:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01lbc4ab1$694493a0Sb756dec2@algorithm> 

References: <3347dd19.3248416@news.playstation.co.uk> <3348D38C.1DC1@interactive.son 
y.com> <334A3648.1873@micronetics.com> <3349266B.7BD4@interactive.sony.com> <3349a34 
5.33045335@news.playstation.co.uk> <334A3058.218B@interactive.sony.com> <334b3a68.19 
9522@news.playstation.co.uk> <334B7033.44F8@interactive.sony.com> <01bc46a2$06428400 
$01000080@solabh51.dial.pipex.com> <33527210.971450248@news.playstation.co.uk> <Olbc 
49e8$7996d660Sb756dec2@algorithm> <33548376.58AE@interactive.sony.com> 
NNTP-Posting-Host: algorithm.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
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<33548376.58AE@interactive.sony.com>... 

> I'm sorry, but I don't think that you understand what is happening.... 
> When you register a TMD using GsSortObject, the 3D points are 

> transformed into 2D drawing primitives for the GPU ( these primitives 
> are stored in the packet area ). 


Oops. I was thinking PMD format : ( 


Russ 
-—-MESSAGE FILE 13213 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000093 


--MESSAGE FILE 13214 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000094 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: DXF -> RSD Big problem! 

Date: Thu, 17 Apr 1997 08:50:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3355D64F.4E6D@geocities.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi, 


OK, I've spent some time getting some simple code to work and I've 
mangaged to design quite a cool object that I want to display... 


So, I save my object in DXF format and load it into the DXF->RSD 
converter. I've saved it as standard RSD format, but when I load it 
into the RSD tool (or use rsdv for that matter) half the polygons are 
messed up! I read in the software development guide that some 3D 
programs output DXF with the normals screwed up - mine seems to be 
doing this!!! I'm using a 3D program called Imagine. I've also tried 
converting the Imagine object into a Lightwave object and loading into 
a modeller called Rhino (www.rhino3d.com) and it looks fine - but 

when I save it as DXF from that program it STILL messes up the normals. 


Has anyone got a 3d object converter that will take either Imagine 
(.iob/.obj) or Lightwave (.lwo) or .3ds objects and output them as 
DXF with the normals intact??? 


Help! 
Kev. 
http://www.geocities.com/SiliconValley/Pines/7428 


—-MESSAGE FILE 13214 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000094 


——MESSAGE FILE 13215 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000095 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Tim Format FAQ - tim.h (0/1) 

Date: Thu, 17 Apr 1997 17:24:09 GMT 

Organization: Into Beyond 

Lines: 10 

Message-ID: <33552583.12630646@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent .99ց/32.335 
Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:43 scee.yaroze.pro 
gramming.3d_graphics:95 


Ok, not quite in FAQ state yet, but here is a header Mark hacked 
together when he was obviously very bored. Spot mistakes etc. then 
please email us. We'll stick it on our www site when we have time 
(about 14 days away!!!). Also be some more demos up at that time too. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13215 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000095 


——MESSAGE FILE 13216 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000096 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Tim Format FAQ - tim.h (1/1) 

Date: Thu, 17 Apr 1997 17:24:10 GMT 

Organization: Into Beyond 

Lines: 50 

Message-ID: <33565cba.182723@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:44 scee.yaroze.pro 
gramming.3d_graphics: 96 


-—-MESSAGE FILE 13216 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000096 


——MESSAGE FILE 13217 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000097 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: DXF -» RSD Big problem! 

Date: Thu, 17 Apr 1997 19:33:12 GMT 

Organization: Into Beyond 

Lines: 26 

Message-ID: <3357626c.1625559@news.playstation.co.uk> 
References: <3355D64F.4E6D@geocities.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 17 Apr 1997 08:50:39 +0100, Kev <kevtoast@geocities.com> did 
quoth at me: 


>Has anyone got a 3d object converter that will take either Imagine 
>(.iob/.obj) or Lightwave (.lwo) or .3ds objects and output them as 
>DXF with the normals intact??? 


There is an LW plug-in available, possibly on the Japanese site. 
re: Normals 


I have a similar problem with 'stock' objects. I'm currently doing 
some tunnel code that maps an image onto a 'tunnel' 3d object. Looks 
very nice too... However, I tried some other objects to check my 
wrapping technique, and although it works, approx half the normals 
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were screwed on the actual objects. So I changed the internal TMD data 
to use double sided polys (bit 1 in flag in primitive header). 
However, there was no change. 


Any ideas? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


8834 


—-MESSAGE FILE 13217 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000097 


——MESSAGE FILE 13218 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000098 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: DXF -> RSD Big problem! 

Date: Fri, 18 Apr 1997 08:48:13 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 32 

Message-ID: <3357273D.1C05@geocities.com> 


References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 


NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Alex Amsel wrote: 

> >Has anyone got a 3d object converter that will take either Imagine 
>(.iob/.obj) or Lightwave (.lwo) or .3ds objects and output them as 
>DXF with the normals intact??? 


There is an LW plug-in available, possibly on the Japanese site. 


re: Normals 


I have a similar problem with 'stock"' objects. I'm currently doing 
some tunnel code that maps an image onto a 'tunnel' 3d object. Looks 
very nice too... However, I tried some other objects to check my 
wrapping technique, and although it works, approx half the normals 
were screwed on the actual objects. So I changed the internal TMD data 
to use double sided polys (bit 1 in flag in primitive header). 
However, there was no change. 


VVVVVVVVVVV VV VV V 


Any ideas? 


I now know that there is a program called Pixel3D that will sort out 
the normals for you (converts Lightware, 3DS etc.) BUT the demo 
version will not allow you to save the new model :-( and I haven't got 
any cash left after buying the Yaroze! Ho hum... 


One thing - I tried double sided polys and it worked! But doesn't that 
mean the hardware is having to draw twice as many each frame? And it 
takes up twice as much memory... 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 


-—-MESSAGE FILE 13218 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000098 


—--MESSAGE FILE 13219 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000099 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: DXF -> RSD Big problem! 
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Date: Fri, 18 Apr 1997 23:28:41 +0200 
Organization: Reptile Design 

Lines: 16 

Message-ID: <3357E789.6E82@reptile.no> 
References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
Reply-To: rune.solberg@reptile.no 
NNTP-Posting-Host: arendal4-7.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

To: alex@teeth.demon.co.uk 


> I have a similar problem with 'stock' objects. I'm currently doing 

> some tunnel code that maps an image onto a 'tunnel' 3d object. Looks 
> very nice too... However, I tried some other objects to check my 

> wrapping technique, and although it works, approx half the normals 

> 

> 

> 


were screwed on the actual objects. So I changed the internal TMD data 
to use double sided polys (bit 1 in flag in primitive header). 
However, there was no change. 


Did you just load a regular TMD and then set the double-side flag? I 
thought you'd need to have all the primitives for the extra polys in the 
TMD as well, but I might be wrong. Or does GsLIB handle this internally 
when the flag is set? 


How I wish we knew more about what GsLIB actually does... 


Lars 
—-MESSAGE FILE 13219 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000099 


——MESSAGE FILE 13220 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000100 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: The camera 

Date: Fri, 18 Apr 1997 13:07:14 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <335770aa.132437@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Can someone answer a quick question? 


I was playing around with the gsview stuff yesterday (not well 
documented) and I realised I really wasn't sure of a number of things! 


1) Some demos uses lw and ls, others just use ls. Howcome, and what is 
the real difference? 

2) When calculating lw/ls do you pass the pointer to the objects 
GsCoordinate2? 

3) I thought gsview2 would allow me to point the camera somewhere and 
translate it. I was wrong of course! So I have linked it to a GsCoord2 
which I can then move around an environment. However, how can I move 
the camera along the axes of a local coordinate system ? It is 
probably something obvious but I did a few combinations and didn't get 
it. However, it was 7am this morning! 


Regards 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 
—-MESSAGE FILE 13220 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000100 


—-MESSAGE FILE 13221 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000101 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Various things 

Date: Fri, 18 Apr 1997 13:47:10 GMT 

Organization: Into Beyond 

Lines: 45 

Message-ID: <3358724a.548445@news.playstation.co.uk> 

References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
<3357E789.6E82@reptile.no> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 18 Apr 1997 23:28:41 +0200, Rune Solberg 
<rune.solberg@reptile.no> did quoth at me: 


>Did you just load a regular TMD and then set the double-side flag? I 


I convert the TMD data to a new set of primitives (goraud tmapped). 
The program wasn't meant for misc objects, but I tried them anyway. 
When the normals were all screwed I set bit 1 in flag to make them 
double sided. Again, it was after a loooong night and by that time by 
vision is giving out! Yet another night with 3 hours kip... 


>thought you'd need to have all the primitives for the extra polys in the 
>TMD as well, but I might be wrong. Or does GsLIB handle this internally 
>when the flag is set? 


I thought the later, but perhaps I'm wrong. Maybe you have to have the 
2 equivalent polys next to each other? 


>How I wish we knew more about what GsLIB actually does... 


Now I have spent a couple of days working with it I REALLY wish I knew 
much more about the internals. I'm also discovering a pissload of 
restrictions (esp. lighting & memory restictions due to the structures 
used). However, I'm using a 1.7k polygon object with 16 bit colour 
goraud tmapping and I'm still at 50 frames so it ain't slow. I wonder 
how much you could do with custom code then :) 


Testing 16 bit colour I found it still ran 50 frames! I thought the 
ps-x was slow at this? Anyone done any speed tests? 


Also, I did a routine that wraps a texture onto an arbitary object in 
a couple of hours the other night - the only problem is at corners of 
my texture the u,v coordinates wrap, something the ps-x doesn't like. 
I can pretty much find where this has occured, but solving it is 
another problem. I think the best way is to just have approx 20% (if 
that, my polys are small) repeated texture at the bottom and right. 


Currently I modify the u,v coords a little to correct them and it 
looks fine, but I'd like to make it less hacky since all this stuff is 
pre-calced anyway. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

--MESSAGE FILE 13221 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000101 


——MESSAGE FILE 13222 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000102 
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Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Various things 

Date: Fri, 18 Apr 1997 21:52:11 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 82 

Message-ID: <3357DEFA.4C73@interactive.sony.com> 

References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstatio 
<3357E789.6E82@reptile.no> <3358724a.548445@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 


Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 


> 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


On Fri, 18 Apr 1997 23:28:41 +0200, Rune Solberg 
<rune.solberg@reptile.no> did quoth at me: 


>Did you just load a regular TMD and then set the double-side flag? I 


I convert the TMD data to a new set of primitives (goraud tmapped). 
The program wasn't meant for misc objects, but I tried them anyway. 
When the normals were all screwed I set bit 1 in flag to make them 
double sided. Again, it was after a loooong night and by that time by 
vision is giving out! Yet another night with 3 hours kip... 


>thought you'd need to have all the primitives for the extra polys in the 
>TMD as well, but I might be wrong. Or does GsLIB handle this internally 
>when the flag is set? 


I thought the later, but perhaps I'm wrong. Maybe you have to have the 
2 equivalent polys next to each other? 


>How I wish we knew more about what GsLIB actually does... 


Now I have spent a couple of days working with it I REALLY wish I knew 
much more about the internals. I'm also discovering a pissload of 
restrictions (esp. lighting & memory restictions due to the structures 
used). However, I'm using a 1.7k polygon object with 16 bit colour 
goraud tmapping and I'm still at 50 frames so it ain't slow. I wonder 
how much you could do with custom code then :) 


Testing 16 bit colour I found it still ran 50 frames! I thought the 
ps-x was slow at this? Anyone done any speed tests? 


Also, I did a routine that wraps a texture onto an arbitary object in 
a couple of hours the other night - the only problem is at corners of 
my texture the u,v coordinates wrap, something the ps-x doesn't like. 
I can pretty much find where this has occured, but solving it is 
another problem. I think the best way is to just have approx 20% (if 
that, my polys are small) repeated texture at the bottom and right. 


Currently I modify the u,v coords a little to correct them and it 
looks fine, but I'd like to make it less hacky since all this stuff is 
pre-calced anyway. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


Minor hardware points, ( I don't know if they are in the manual, as my 
main job is R&D ) 


The PS renders polys using a scan line algorithm, optimised for 
triangles. Therefore QUADs are drawn as two triangles by the GPU, ( 
hence the famous texture map distortion found on many games ). 

When textures are drawn, the right hand and bottom coords are not drawn 


( 


used as limits for the draw algorithm ) - This can bugger up your 


texture mapping, and effectively means that the bottom line and right 
line of a tpage can not be drawn to screen. 
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n.co.uk> 
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This is not a problem with GS/PS, it is how the hardware (GPU) renders 
2D triangles/quads. 


Colin. 


PS: 
A minor aside: 


For some reason today I had to trawl through the SCEA developer BBS 
message list, and one of the things I noticed was that most of the 
messages would go on about LibGS, not because of it being slow, but 
because we wouldn't release the source code to the development 
community!!! Plus I had an indignant Email this week from a Norwegian 
developer complaining that we always recommended LibGte inline/LibGPu 
for better performance, when he had converted his code from LibGs to use 
the inline ( low level ) functions, only to experience a drop in 
rendering speed. 

The way GS/PS works uses the hardware tightly, and most developers only 
really change the code to use different data structures for their 3D 
models. If you have any questions/problems that you think are caused by 
the GS system, tell us: We will try to answer ( as long as you don't 
expect access to the hardware...... ) 
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-—-MESSAGE FILE 13222 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000102 


——MESSAGE FILE 13223 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000103 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Various things 

Date: Sat, 19 Apr 1997 00:47:10 GMT 

Organization: Into Beyond 

Lines: 54 

Message-ID: <33580f05.2573596@news.playstation.co.uk> 


References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
<3357E789.6E82@reptile.no> <3358724a.548445@news.playstation.co.uk> <3357DEFA.4C73@i 


nteractive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 18 Apr 1997 21:52:11 +0100, SCEE Developer Support 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>Minor hardware points, ( I don't know if they are in the manual, as my 
>main job is R&D ) 


They aren't, but very little is in there. 

>The PS renders polys using a scan line algorithm, optimised for 
>triangles. Therefore QUADS are drawn as two triangles by the GPU, ( 
>hence the famous texture map distortion found on many games ). 

I guessed that. 

>When textures are drawn, the right hand and bottom coords are not drawn 
>( used as limits for the draw algorithm ) - This can bugger up your 
>texture mapping, and effectively means that the bottom line and right 


>line of a tpage can not be drawn to screen. 


Also noticed (on the right anyway). 


>The way GS/PS works uses the hardware tightly, and most developers only 
>really change the code to use different data structures for their 3D 
>models. If you have any questions/problems that you think are caused by 


Net Yaroze newsgroups message dump.txt 


>the GS system, tell us: We will try to answer ( as long as you don't 
>expect access to the hardware...... ) 


I do have one or two actually. 


Being able to add in proper lights would be incredibly helpful and I 
can't believe there isn't even a software implementation of proper 
positional lights (i.e. take distance into account). if there is a way 
to fake one I really want to know! 


Being able to have TMD polygon data that has rgb entries for each 
vertex on a textured polygon .Ooops! Just found out how. 


When using the fogging effects, the triangles in one of my models 
become very apparent indeed and look as if the shading is almost 
inverted (but on dual triangles rather then per triangle. Weird. Very 
much on close in triangles too). The shading is always fine if done 
with the lights. It is really annoying as I can't use the fogging to 
fade stuff into the distance (i.e. I don't think I can do any sort of 
distance fading other than by changing cluts around). The object is a 
tunnel by the way. 


Could my model be in some dodgy format? Is it a bug or a feature? 
I can send a tmd model if necessary. 
* Alex Amsel * Into Beyond Web Design & JAVA Programming * 


* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 
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-—-MESSAGE FILE 13223 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000103 


—--MESSAGE FILE 13224 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000104 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <rwilliams@krisalis.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Various things 

Date: Sat, 19 Apr 1997 10:07:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <5jalocSo2ql@chuka.playstation.co.uk> 


References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
<3357E789.6E82@reptile.no> <3358724a.548445@news.playstation.co.uk> <3357DEFA.4C73@i 


nteractive.sony.com> <33580f05.2573596@news.playstation.co.uk> 
NNTP-Posting-Host: rwilliams.krisalis.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Alex Amsel wrote in article <33580f05.2573596@news.playstation.co.uk>... 


>On Fri, 18 Apr 1997 21:52:11 +0100, SCEE Developer Support 
><ps_yaroze@interactive.sony.com> did quoth at me: 

>Being able to add in proper lights would be incredibly helpful and I 
>can't believe there isn't even a software implementation of proper 
>positional lights (i.e. take distance into account). if there is a way 
>to fake one I really want to know! 


You could take the centre point of an object, calculate the intensity based 
on distance, and pass this to the normal-based lighting to adjust for the 
angles of the faces. As the calculation is per object the time should be 


negligable compared to the drawing time of the object. 


>When using the fogging effects, the triangles in one of my models 
>become very apparent indeed and look as if the shading is almost 
>inverted (but on dual triangles rather then per triangle. Weird. Very 
>much on close in triangles too). The shading is always fine if done 
>with the lights. It is really annoying as I can't use the fogging to 
>fade stuff into the distance (i.e. I don't think I can do any sort of 
>distance fading other than by changing cluts around). The object is a 
>tunnel by the way. 
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I believe there's a problem with the fogging to a colour - it only works 
with black and white (and maybe grey). 


Russ 


-—-MESSAGE FILE 13224 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000104 


--MESSAGE FILE 13225 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000105 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Various things 

Date: Sun, 20 Apr 1997 16:10:23 GMT 

Organization: Into Beyond 

Lines: 23 

Message-ID: <335a0baa.2639726@news.playstation.co.uk> 

References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
<3357E789.6E82@reptile.no> <3358724a.548445@news.playstation.co.uk> <3357DEFA.4C73@i 
nteractive.sony.com> <33580f05.2573596@news.playstation.co.uk> <5jaloc$o2ql@chuka.pl 
aystation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Sat, 19 Apr 1997 10:07:24 +0100, "Russ Williams" 
<rwilliams@krisalis.co.uk> did quoth at me: 


>You could take the centre point of an object, calculate the intensity based 
>on distance, and pass this to the normal-based lighting to adjust for the 
>angles of the faces. As the calculation is per object the time should be 
>negligable compared to the drawing time of the object. 


That was the method I would have used, but unfortunately by object is 
a tunnel/landscape so it isn't really feasible. I may just be able to 
ake the whole lot by having no lighting and calculating the rgb info 
per vertex for each polygon every frame. Ok as long as I'm not doing 
it on too many vertices. 


>I believe there's a problem with the fogging to a colour - it only works 
>with black and white (and maybe grey). 


I'll try that. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13225 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000105 


—--MESSAGE FILE 13226 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000106 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: LinkObject question 

Date: Sun, 20 Apr 1997 16:10:25 GMT 

Organization: Into Beyond 

Lines: 11 

Message-ID: <335b0c10.2741841@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


Net Yaroze newsgroups message dump.txt Page 8841 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


If you are creating/amending TMD data in realtime, when does 
LinkObject need to be called exactly? 


i.e. what does it actually do and how fast does it execute 
(negligable?). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13226 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000106 


——MESSAGE FILE 13227 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000107 

Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3d shapes 

Date: Sun, 20 Apr 1997 20:52:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <335A73F5.1D5F@ukonline.co.uk> 
NNTP-Posting-Host: lon3-24.ukonline.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Okay then what's the trick! 

you've done your dxf, sorted the reversed poly's etcccc 

Now the good bit convert it into an rsd then run RSDV, say the shape 
was a plane of sort's when looking at it from the left the wing closest 
to you is see through ie you can see the main body, looking from the 
right everything is OK The same quirk's appear at various points round 
the shape SO is there some sort of poly ordering system to use in the 
-PLY files so that they display properly . Like if looking from left. 
draw right wing, then body, then left wing, 

make any sense to anybody ? 


cheers Pete 
—-MESSAGE FILE 13227 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000107 


——MESSAGE FILE 13228 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000108 

Path: chuka.playstation.co.uk!orange.xenotech.com.au!user 
From: brendanl@wt.com.au (Brendan Langoulant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Quickdraw 3D Objects 

Date: Mon, 21 Apr 1997 16:55:39 +0800 

Organization: Resonant Perception 

Lines: 14 

Message-ID: <brendan1-2104971655400001@orange. xenotech.com.au> 
NNTP-Posting-Host: 203.59.54.26 


Does anyone know of anything either available or work in progress which 
will take Quickdraw 3D Objects and convert them to the appropriate 
Playstation 3D file format? 


ps. I basically want to move away from the currently available PC only 
tools. I would prefer to only use Mac. (Please no flame wars) 
pps. If there isn't anything available, I'm interested in writing such a 


beast. Please email me with expressions of interest. 
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Brendan Langoulant There's Joy in Repetition 

Software Author There's Joy in Repetition 

—-MESSAGE FILE 13228 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000108 


——MESSAGE FILE 13229 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000109 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Various things 

Date: Mon, 21 Apr 1997 11:03:21 GMT 

Organization: Into Beyond 

Lines: 16 

Message-ID: <335b4921.816992@news.playstation.co.uk> 

References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
<3357E789.6E82@reptile.no> <3358724a.548445@news.playstation.co.uk> <3357DEFA.4C73@i 
nteractive.sony.com> <33580f05.2573596@news.playstation.co.uk> <5jaloc$o2ql@chuka.pl 
aystation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Sat, 19 Apr 1997 10:07:24 +0100, "Russ Williams" 
<rwilliams@krisalis.co.uk> did quoth at me: 


>blem with the fogging to a colour - it only works 
>with black and white (and maybe grey). 


Still had the same problem. The to-colour options don't fade a colour 
UP to teh destination colour I believe. My problem looks like screwed 
normals, but I am not sure that they are.... 


Any ideas? Any quick way of testing? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 13229 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000109 


——MESSAGE FILE 13230 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000110 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Tim Format FAQ - tim.h (1/1) 

Date: Mon, 21 Apr 1997 11:22:27 GMT 

Organization: Into Beyond 

Lines: 13 

Message-ID: <335d4a75.1157111@news.playstation.co.uk> 

References: <33565cbha.182723@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:47 scee.yaroze.pro 
gramming.3d_graphics:110 


Mistake in the file: 


I'm quoting from memory here, but I think line 39 should read 


Net Yaroze newsgroups message dump.txt Page 8843 
#define TIM_ID 0x00000041 


Easy to check what the code should be (hex edit a proper tim file) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13230 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000110 


--MESSAGE FILE 13231 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000111 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Some tools and help 

Date: Mon, 21 Apr 1997 11:22:29 GMT 

Organization: Into Beyond 

Lines: 48 

Message-ID: <335f4b03.1298978@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


We have done a couple of useful toolsfor both 2d and 3d work. We have 
done a quick tool to extract all the point and normal data from frames 
of tmd data - very useful for animating objects. Also one to change 

the poly type from one type to another (for files with one poly type). 


Anyone require any other features? Anyone require these features?! 
If we get any requests we may upload some versions next week. 


We are also likely to be doing quite a major 3d object editor and 
viewer using Win95 and OpenGL. Sony's hardware may be great but their 
support tools stink. If the editor comes out ok (time depending) then 
we may make it available free to Yaroze owners not doing any 
commercial products with it. I'm considering allowing modules to be 
bolted on to you can save stuff in whatever format you require. 
Nothing is set down yet though, but any ideas helpful. 


If someone would like to do a 3ds and lw file reader.... ?-) 


We have TMD covered already, and rsd is a bit pointless really. 


Texturing options will probably include saving out flat versions of 
the object although I haven't done this before so any hints of 
possible problems would be most helpful - how do you ensure the 
polygons only appear on the most appropriate view etc? Or is it best 
to do this by hand to a certain extent? I think you could probably do 
a quick bit of code to work out which will provide the most surface 
area or something, but I'm probably barking up the wrong tree. I have 
had no sleep again, that is my excuse. 


[posting to 2d_graphics below) 


We have made a couple of quick tools for combining texture files or 
block files into TIM files. 


Bit rough but useful all the same. Couple of tools are DOS, couple are 
Win95, but we could chuck'em all into 95. 


If anyone has any specific requirements let me know and we'll see what 
we can do. Should be ok to have some new stuff on teh web site late 
next week. 


(~IBEYOND ) 


Net Yaroze newsgroups message dump.txt Page 8844 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 13231 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000111 


—-MESSAGE FILE 13232 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000112 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d shapes 

Date: Mon, 21 Apr 1997 11:22:31 GMT 

Organization: Into Beyond 

Lines: 32 

Message-ID: <33604cb9.1736484@news.playstation.co.uk> 
References: <335A73F5.1D5F@ukonline.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Sun, 20 Apr 1997 20:52:21 +0100, Peter Dollochan 
<peter.dollochan@ukonline.co.uk> did quoth at me: 


>Okay then what's the trick! 

>you've done your dxf, sorted the reversed poly's etcccc 

>Now the good bit convert it into an rsd then run RSDV, say the shape 
>was a plane of sort's when looking at it from the left the wing closest 
>to you is see through ie you can see the main body, looking from the 
>right everything is OK The same quirk's appear at various points round 
>the shape SO is there some sort of poly ordering system to use in the 
>.PLY files so that they display properly . Like if looking from left. 
>draw right wing, then body, then left wing, 

> make any sense to anybody ? 


Sounds like some polygons are set to display from the wrong view. When 
playing with library objects this problem happened endlessly, although 
I didn't check to see if the normals looked right in the original 3ds 
file. I suspect the normals are screwed up - also check only 
appropriate polygons have a double sided surface. 


To flip the polygon reverse the vertex definition order of the 
polygons affected. 


Note: For those playing with quads remember (since this isn't exactly 
pointed out clearly) to define the vertices in a Z formation and not 
clockwise/anticlockwise as you may expect. The Z orientation will 
affect which side the polygon can be viewed I'd expect. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 13232 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000112 


--MESSAGE FILE 13233 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000113 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LinkObject question 

Date: Mon, 21 Apr 1997 12:27:34 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <335B4F26.2CD2@interactive.sony.com> 

References: <335b0c10.2741841@news.playstation.co.uk> 


Net Yaroze newsgroups message dump.txt Page 8845 


NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

If you are creating/amending TMD data in realtime, when does 
LinkObject need to be called exactly? 


i.e. what does it actually do and how fast does it execute 
(negligable?). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


VVVVVVV VV 


TMDs hold the polygon data for models, GsDOBJ2 allow 
these to be easily manipulated in software; 
GsLinkObject4 links the two together. 


GsLinkObject4 should be called _after_ the TMD has been put 
into main memory, and its addresses mapped onto real addresses 
using GsMapModellingData. 


The execution time is negligable. 


Lewis 
—-MESSAGE FILE 13233 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000113 


—--MESSAGE FILE 13234 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000114 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: The camera 

Date: Mon, 21 Apr 1997 12:33:05 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 45 

Message-ID: <335B5071.1356@interactive.sony.com> 

References: <335770aa.132437@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 
> 


Can someone answer a quick question? 


I was playing around with the gsview stuff yesterday (not well 
documented) and I realised I really wasn't sure of a number of things! 


1) Some demos uses lw and ls, others just use ls. Howcome, and what is 
the real difference? 

2) When calculating lw/ls do you pass the pointer to the objects 
GsCoordinate2? 

3) I thought gsview2 would allow me to point the camera somewhere and 
translate it. I was wrong of course! So I have linked it to a GsCoord2 
which I can then move around an environment. However, how can I move 
the camera along the axes of a local coordinate system ? It is 
probably something obvious but I did a few combinations and didn't get 
it. However, it was 7am this morning! 


Regards 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
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Net Yaroze newsgroups message dump.txt Page 8846 
> MM - "Steve Corica is every bit as good as that Kinkladze" 


Viewing is done under one basic setup with two ways to 
manipulate in software; GsVIEW or GsRVIEW. 


GsRVIEW2 uses: a pointer to super coordinate system to specify the 
viewing space; viewpoint and looked-at point in that space; 
and a view-orientation angle specifier. 


Easiest way to move a view along the axis of a local coordinate 
system: set view.super to the coordinate system of the object 

(the GSCOORDINATE2 structure), set the reference (looked-at) 

point to the centre of the object (ie 0, 0, 0 in that coordinate 
system) and the viewpoint to the object's z axis (0, 0, K in that 
coordinate space). Then you will look along the object's z axis, 
towards the object itself. If it doesn't seem to work, make 
projection distance variable by controller; too-high projection 

will result in your object being clipped for being too-close-to-view. 


The solar and solar2 demos do alot of (albeit unpolished) 
viewpoint manipulations (local, external, circling, flyby). 


Lewis 
—-MESSAGE FILE 13234 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000114 


—--MESSAGE FILE 13235 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000115 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LinkObject question 

Date: Mon, 21 Apr 1997 13:59:11 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <335B649F.3ED6@interactive.sony.com> 

References: <335b0c10.2741841@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 

> 

If you are creating/amending TMD data in realtime, when does 
LinkObject need to be called exactly? 


i.e. what does it actually do and how fast does it execute 
(negligable?). 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


VVVVVVVV V 


Sorry -forgot to read the first bit. 


If altering the TMD in realtime, then it must remain 

attached to a GsDOBJ2 to remain being drawn etc; 

the trouble with altering it while drawing it is that 

the drawing goes on in the background, hence you are liable 

to get problems when it's drawing something that you are in the 
process of overwriting, ie a temporarily-invalid structure. 
Make sure you only change it at certain points to avoid this. 


Having said that, the 'blow' demo does runtime TMD alteration 
without troubles. 


Lewis 
—-MESSAGE FILE 13235 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000115 
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—--MESSAGE FILE 13236 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000116 

Path: chuka.playstation.co.uk!news 

From: Gordon Bell <gordonb@aisb.ed.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Light Sources 

Date: Mon, 21 Apr 1997 14:45:12 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <335B6F68.7441@aisb.ed.ac.uk> 
NNTP-Posting-Host: odin.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5.1 sun4m) 


Hi all, 


Okay its time for my first technical question. From skimming demos and 
the manuals, it looks like the Yaroze system only supports the 3 

parallel light sources, along with ambient light. In most commercial 

games, there are also spot lights, and point light sources. I was 

wondering if these are implemented by the professional libraries, or if 

they are hand coded. If they are implemented in libraries, what are the 
chances of us eventually getting them, or if they are hand written, 

where can I get some information on writing my own. 


Right, thats it for now, 

Gordon 
—-MESSAGE FILE 13236 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000116 


—-MESSAGE FILE 13237 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000117 

Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d shapes 

Date: Mon, 21 Apr 1997 19:35:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <335BB361.5700@ukonline.co.uk> 

References: <335A73F5.1D5F@ukonline.co.uk> <33604cb9.1736484@news.playstation.co.uk> 
NNTP-Posting-Host: lon6-16.ukonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Alex Amsel wrote: 

> 

On Sun, 20 Apr 1997 20:52:21 +0100, Peter Dollochan 
<peter.dollochan@ukonline.co.uk> did quoth at me: 


>Okay then what's the trick! 

>you've done your dxf, sorted the reversed poly's etcccc 

>Now the good bit convert it into an rsd then run RSDV, say the shape 
>was a plane of sort's when looking at it from the left the wing closest 
>to you is see through ie you can see the main body, looking from the 
>right everything is OK The same quirk's appear at various points round 
>the shape SO is there some sort of poly ordering system to use in the 
>.PLY files so that they display properly . Like if looking from left. 
>draw right wing, then body, then left wing, 

> make any sense to anybody ? 


Sounds like some polygons are set to display from the wrong view. When 
playing with library objects this problem happened endlessly, although 
I didn't check to see if the normals looked right in the original 3ds 
file. I suspect the normals are screwed up - also check only 
appropriate polygons have a double sided surface. 


VVVVVVVVVVVVVV VV VV VV 
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To flip the polygon reverse the vertex definition order of the 
polygons affected. 


Note: For those playing with quads remember (since this isn't exactly 
pointed out clearly) to define the vertices in a Z formation and not 
clockwise/anticlockwise as you may expect. The Z orientation will 
affect which side the polygon can be viewed I'd expect. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


VVVVVVVVV VV 


Looks like some of the poly's were double sided (some = quite a lot) 


cheers Pete 
-—-MESSAGE FILE 13237 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000117 


--MESSAGE FILE 13238 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000118 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <rwilliams@krisalis.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Various things 

Date: Mon, 21 Apr 1997 20:13:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <5jge05S$o02q2@chuka.playstation.co.uk> 

References: <3355D64F.4E6D@geocities.com> <3357626c.1625559@news.playstation.co.uk> 
<3357E789.6E82@reptile.no> <3358724a.548445@news.playstation.co.uk> <3357DEFA.4C73@i 
nteractive.sony.com> <33580f05.2573596@news.playstation.co.uk> <5jalocS$o2ql@chuka.pl 
aystation.co.uk> <335b4921.816992@news.playstation.co.uk> 

NNTP-Posting-Host: rwilliams.krisalis.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 

X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Alex Amsel wrote in article <335b4921.816992@news.playstation.co.uk>... 
>On Sat, 19 Apr 1997 10:07:24 +0100, "Russ Williams" 
><rwilliams@krisalis.co.uk> did quoth at me: 

> 

>>blem with the fogging to a colour - it only works 

>>with black and white (and maybe grey). 

> 

>Still had the same problem. The to-colour options don't fade a colour 
>UP to teh destination colour I believe. My problem looks like screwed 
>normals, but I am not sure that they are.... 

> 

>Any ideas? Any quick way of testing? 


Well, a quick way to test the normals would be to normal clip it... If it 
clips wrongly, the normals are screwed... 


Russ 


—-MESSAGE FILE 13238 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000118 


——MESSAGE FILE 13239 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000119 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: The camera 

Date: Mon, 21 Apr 1997 19:37:38 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <335ba769.2901932@news.playstation.co.uk> 
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References: <335770aa.132437@news.playstation.co.uk> <335B5071.1356@interactive.sony 
. com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On Mon, 21 Apr 1997 12:33:05 +0100, SCEE Developer Support 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>GsRVIEW2 uses: a pointer to super coordinate system to specify the 
>viewing space; viewpoint and looked-at point in that space; 
>and a view-orientation angle specifier. 


GsRVIEW2 is nice and easy to use and quite suitable for most purposes. 
However, I need to use GSVIEW2 and I didn't quite get it all figured 
out at the time I was playing with it. I'll go back to it when I need 
to - for now it does everyting I need it to. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13239 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000119 


——MESSAGE FILE 13240 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000120 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LinkObject question 

Date: Mon, 21 Apr 1997 19:37:40 GMT 

Organization: Into Beyond 

Lines: 25 

Message-ID: <335ca84c.3128318@news.playstation.co.uk> 

References: <335b0c10.2741841@news.playstation.co.uk> <335B649F.3ED6@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 21 Apr 1997 13:59:11 +0100, SCEE Developer Support 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>If altering the TMD in realtime, then it must remain 
>attached to a GsDOBJ2 to remain being drawn etc; 


Everything works fine as long as I link the object with the maximum 
number of possible polys. If I increase the poly count any time 
everything dies if I haven't done this. 


>the trouble with altering it while drawing it is that 
>the drawing goes on in the background, hence you are liable 


Really? Isn't the process of creating an OT a blocking function, and 
then the actual OT draw only refers to primitive data in the OT and 
none of the original data. 


I'm changing data pointers in TMD in order to animate stuff without a 


problem. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
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MM — "Steve Corica is every bit as good as that Kinkladze" 
-—-MESSAGE FILE 13240 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000120 


—-MESSAGE FILE 13241 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000121 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Light Sources 

Date: Mon, 21 Apr 1997 19:37:42 GMT 

Organization: Into Beyond 

Lines: 26 

Message-ID: <335db17a.5478878@news.playstation.co.uk> 
References: <335B6F68.7441@aisb.ed.ac.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 21 Apr 1997 14:45:12 +0100, Gordon Bell 
<gordonb@aisb.ed.ac.uk> did quoth at me: 


>Hi all, 
> Okay its time for my first technical question. From skimming demos and 
>the manuals, it looks like the Yaroze system only supports the 3 

>parallel light sources, along with ambient light. In most commercial 

>games, there are also spot lights, and point light sources. I was 

>wondering if these are implemented by the professional libraries, or if 

>they are hand coded. If they are implemented in libraries, what are the 
>chances of us eventually getting them, or if they are hand written, 

>where can I get some information on writing my own. 


As far as I know the PS-X only handles 3 sources in hardware. They 
take account only of direction and NOT distance. With the full libs 
you could probably use matrix calcs etc to do light sourcing in 
software, and gs has structures allowing you to set the rgb values on 
a per vertex basis, although its internal lighting calcs will then 
have no effect. 


I'll be playing with this tomorrow :) 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

--MESSAGE FILE 13241 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000121 


—--MESSAGE FILE 13242 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000122 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Light Sources 

Date: Tue, 22 Apr 1997 00:25:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <335BF77F.251E@micronetics.com> 

References: <335B6F68.7441@aisb.ed.ac.uk> <335db17a.5478878@news.playstation.co.uk> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Alex Amsel wrote: 
> 


Net Yaroze newsgroups message dump.txt Page 8851 


On Mon, 21 Apr 1997 14:45:12 +0100, Gordon Bell 
<gordonb@aisb.ed.ac.uk> did quoth at me: 


> 
> 
> 
> As far as I know the PS-X only handles 3 sources in hardware. 
I'm just guessing but I don't think the psx has any hardware 


lightsourcing built in. Just the calculations are handled by the gte. 
The 3 light source limit is a limitation imposed by Gs. 


>They take account only of direction and NOT distance. 


Yes it not a full implementation of Lamberts laws. 


>With the full libs 

> you could probably use matrix calcs etc to do light sourcing in 

> software, and gs has structures allowing you to set the rgb values on 
> a per vertex basis, although its internal lighting calcs will then 

> have no effect. 


This is essentially what Gslib does. I think its only limited to 3 
light source for performance reasons. Considering it has to dot each 
normal and light vector, this is quite reasonable. 


I guess you could frig lighting by setting ambient lighting on by 
default and modifying the gradation rgb structures directly in the tmd 


Regards 


Jim 
—-MESSAGE FILE 13242 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000122 


—-MESSAGE FILE 13243 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000123 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Light Sources 

Date: Tue, 22 Apr 1997 12:19:25 GMT 

Organization: Into Beyond 

Lines: 24 

Message-ID: <335daad3.2442424@news.playstation.co.uk> 

References: <335B6F68.7441@aisb.ed.ac.uk> <335db17a.5478878@news.playstation.co.uk> 
<335BF77F.251E@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99g/32.335 


On Tue, 22 Apr 1997 00:25:51 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>> As far as I know the PS-X only handles 3 sources in hardware. 

> 

>I'm just guessing but I don't think the psx has any hardware 
>lightsourcing built in. Just the calculations are handled by the gte. 
>The 3 light source limit is a limitation imposed by Gs. 


I'm not sure. I think I heard that there were actual hardware 
restrictions and facilities. Sony? 


>I guess you could frig lighting by setting ambient lighting on by 
>default and modifying the gradation rgb structures directly in the tmd 


Only problem is by having gradated textured polygons you can no longer 
use the lighting effects. So you have to do it all yourself. Anyone 
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checked to see if we have enough gte functions to do this quickly? I 
may play around on this later today. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 13243 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000123 


——MESSAGE FILE 13244 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000124 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Perplexing question 

Date: Wed, 23 Apr 1997 22:25:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <335E7E32.30C9@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Here's a strange one fer you all. 


I was tweaking my world editor last night can 
came across this. 


I though I had introduced a serious bug, but.. 


I was drawing around 100 flat textured quads all at identical 
coordinates. Basically 100 poly on top of each other, 
and the frame rate was awful. Really crawling. 


But if I lay the polys edge on so I get a 10 x 10 playing 
field, it trotts along at 50 fps no prob. 


Now this has me a little perplexed. I have it working as it 
should now, but why did it go soooo slowly when each poly 
was at the same coords? 


The only thing I can think of is that each poly occupied the 
same slot in the order table. 


Does this make sense? Ideas anyone? 


Jim 
—-MESSAGE FILE 13244 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000124 


--MESSAGE FILE 13245 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000125 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perplexing question 

Date: Thu, 24 Apr 1997 11:15:32 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <335F32C4.354E@interactive.sony.com> 

References: <335E7E32.30C9@micronetics.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Net Yaroze newsgroups message dump.txt 
X-Mailer: Mozilla 3.01 (Win95; I) 

Jim wrote: 

Here's a strange one fer you all. 


I was tweaking my world editor last night can 
came across this. 


I though I had introduced a serious bug, but.. 


coordinates. Basically 100 poly on top of each other, 
and the frame rate was awful. Really crawling. 


But if I lay the polys edge on so I get a 10 x 10 playing 
field, it trotts along at 50 fps no prob. 


Now this has me a little perplexed. I have it working as it 
should now, but why did it go soooo slowly when each poly 
was at the same coords? 


The only thing I can think of is that each poly occupied the 
same slot in the order table. 


Does this make sense? Ideas anyone? 


VVVVVVVVVVVVVVV VV VV VV VV VV 


Jim 


The reason for the slow down is the repeated screen draws. It all 
depends on the size of the polygons you are using. By drawing a large 
polygon on the screen many times the frame rate does drop, but with a 


small polygon there is no problem. But again this depends on the number 


of polygons. 


Stuart 


I was drawing around 100 flat textured quads all at identical 


8853 


—-MESSAGE FILE 13245 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000125 


—--MESSAGE FILE 13246 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000126 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Perplexing question 

Date: Wed, 23 Apr 1997 23:57:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 73 

Message-ID: <335E93E8.34DD@micronetics.com> 


NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


SCEE Developer Support wrote: 
Jim wrote: 
Here's a strange one fer you all. 


I was tweaking my world editor last night can 
came across this. 


I though I had introduced a serious bug, but.. 


References: <335E7E32.30C9@micronetics.com> <335F32C4.354E@interactive.sony.com> 


coordinates. Basically 100 poly on top of each other, 
and the frame rate was awful. Really crawling. 


VVVVVVVVVVVV VV 
VVVVVVVVVV VV 


I was drawing around 100 flat textured quads all at identical 
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But if I lay the polys edge on so I get a 10 x 10 playing 
field, it trotts along at 50 fps no prob. 


Now this has me a little perplexed. I have it working as it 
should now, but why did it go soooo slowly when each poly 
was at the same coords? 


The only thing I can think of is that each poly occupied the 
same slot in the order table. 


Does this make sense? Ideas anyone? 


VVVVVVVVVVV VV 


Jim 


The reason for the slow down is the repeated screen draws. It all 
depends on the size of the polygons you are using. By drawing a large 
polygon on the screen many times the frame rate does drop, but with a 
small polygon there is no problem. But again this depends on the number 
of polygons. 


VVVVVVVVVVVVVVV VV VV VV 


Stuart 


Yes, I can understand this. But the polys are identical sizes before 
perspective is applied, so the vertices & normals should take constant 
time between the two. So the slow down has to come from the actual 
rasterizing / filling. What I don't understand is that there was a 
noticeable slow down after 50 polys all draw on the same spot. When I 
added about 600 polys edge on the rate didn't even glitch. 


Just though it was strange, not a problem because you would never 
really require to do this. 


Another thing I noticed is this. I am creating a tmd object on the 
fly. I am avoiding doing a GsLinkObject (what ever it is called) 
because I am creating it already fixed up. What I want to know is why 
the olen + ilen fields for first primitive in the tmd are actually 
combined into a ushort integer rather than the real ilen, olen fields? 


I can now modify a tmd dynamically without doing a GsLinkObject each 
time it is changed. You just have to set the ilen/olen for the first 
primitive to the count of total primitives of that mode that follow the 
first. < did that sound like a ton of crap?> 


The upshot of all this is I now have an object editor on the yaroze. So 
I can change the texture alignment, poly placement directly to objects. 


All I have to do now is finished off my uuencoded to download the tmd 
back to the pc. (hay it was a long shot but it works!, just uuencode 
the block of memory, and echo it to the siocons log, and decode it back 
on the pc. :-) ) 


regards 


Jim 


8854 


—-MESSAGE FILE 13246 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000126 


--MESSAGE FILE 13247 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000127 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Perplexing question 

Date: Thu, 24 Apr 1997 12:44:21 GMT 

Organization: Into Beyond 

Lines: 46 

Message-ID: <3364546e.2932502@news.playstation.co.uk> 


References: <335E7E32.30C9@micronetics.com> <335F32C4.354E@interactive.sony.com> <33 
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5E93E8.34DD@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 23 Apr 1997 23:57:44 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


> Another thing I noticed is this. I am creating a tmd object on the 
>fly. I am avoiding doing a GsLinkObject (what ever it is called) 

>because I am creating it already fixed up. What I want to know is why 
>the olen + ilen fields for first primitive in the tmd are actually 
>combined into a ushort integer rather than the real ilen, olen fields? 

> 

>I can now modify a tmd dynamically without doing a GsLinkObject each 

>time it is changed. You just have to set the ilen/olen for the first 
>primitive to the count of total primitives of that mode that follow the 
>first. < did that sound like a ton of crap?> 


If you find out with GsLinkObject does exactly that would be most 
helpful Jim :) I haven't run a timer over it though so I don't know 
how long it takes to run (not long I shouldn't think). I'm doing 
realtime TMDs with no problem either. 


I ran into problems with LinkObject when I INCREASED the number of 
polys in the TMD data. I can't remember if this was fixed by recalling 
LinkObject, but I don't think it was. In the end I just declared the 
largest number of polygons possible the 1st time around. 


Regarding your problem with the overdrawn quads - perhaps the gpu has 
parallel processes that can't work on the same screen area. Anyway, I 
added something to my routines last night and I got an odd slowdown 
that may also be attributable to this (since some large overdraw would 
be occuring). Should be fixable anyway. 


>The upshot of all this is I now have an object editor on the yaroze. So 
>I can change the texture alignment, poly placement directly to objects. 


:) 


>All I have to do now is finished off my uuencoded to download the tmd 
>back to the pc. (hay it was a long shot but it works!, just uuencode 
>the block of memory, and echo it to the siocons log, and decode it back 
>on the pc. :-) ) 


The easiest way to do it though! 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13247 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000127 


—-MESSAGE FILE 13248 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000128 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perplexing question 

Date: Thu, 24 Apr 1997 02:25:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <335EB66E.7858@micronetics.com> 

References: <335E7E32.30C9@micronetics.com> <335F32C4.354E@interactive.sony.com> <33 
5E93E8.34DD@micronetics.com> <3364546e.2932502@news.playstation.co.uk> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 


E 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0b2 (Win95; I) 
X-Priority: 3 (Normal) 


Alex Amsel wrote: 

> 

On Wed, 23 Apr 1997 23:57:44 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


If you find out with GsLinkObject does exactly that would be most 
helpful Jim :) I haven't run a timer over it though so I don't know 
how long it takes to run (not long I shouldn't think). I'm doing 
realtime TMDs with no problem either. 


VVVVVVV 


Alex, 


From what I can tell, It just sets a count of primitives for each 
group. Presumably so GsSortObject does not need to read the mode, flag, 
ilen, olen for every primitive, just the first one. 


Presumably it [GsLinkObject] needs to scan the whole tmd to count the 
primitives, so it would be quicker to just increment the first nodes 
count every time you add a poly, rather than calling GsLinkObject each 
frame. 


I ran into problems with LinkObject when I INCREASED the number of 
polys in the TMD data. I can't remember if this was fixed by recalling 
LinkObject, but I don't think it was. In the end I just declared the 
largest number of polygons possible the 1st time around. 


V V V V V 


Did you put in null object in the primitive list to pad it to the 
correct size? 


Regards 


Jim 
--MESSAGE FILE 13248 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000128 


——MESSAGE FILE 13249 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000129 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perplexing question 

Date: Thu, 24 Apr 1997 17:27:33 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <335f835a.290934@news.playstation.co.uk> 

References: <335E7E32.30C9@micronetics.com> <335F32C4.354E@interactive.sony.com> <33 
5E93E8.34DD@micronetics.com> <3364546e.2932502@news.playstation.co.uk> <335EB66E.785 
8@micronetics.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 24 Apr 1997 02:25:02 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


> From what I can tell, It just sets a count of primitives for each 
>group. Presumably so GsSortObject does not need to read the mode, flag, 
>ilen, olen for every primitive, just the first one. 


So presumably this means that when creating TMD data you should put 
all similar polygon types blocked together. 


> Did you put in null object in the primitive list to pad it to the 
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>correct size? 


I didn't need to since I was testing the order my polygons has been 
chucked out of lightwave into an rsd file. So I was just starting at 1 
poly and incrementing n_poly each button press. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 13249 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000129 


--MESSAGE FILE 13250 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000130 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: uuencode 

Date: Fri, 25 Apr 1997 22:34:56 +0200 
Organization: Reptile Design 

Lines: 11 

Message-ID: <33611570.6442@reptile.no> 
Reply-To: rune.solberg@reptile.no 
NNTP-Posting-Host: arendal5-4.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


All I have to do now is finished off my uuencoded to download the tmd 
back to the pc. (hay it was a long shot but it works!, just uuencode 
the block of memory, and echo it to the siocons log, and decode it back 
on the pc. :-) ) 


V V V V 


Hey! Wanna share that uuencode thing with us? :) 


I create TMD's on the fly, but my prog. spends AGES on calculating the 
normals. Not very fun. 


Lars 
--MESSAGE FILE 13250 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000130 


——MESSAGE FILE 13251 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000131 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perplexing question 

Date: Fri, 25 Apr 1997 22:36:18 +0200 

Organization: Reptile Design 

Lines: 10 

Message-ID: <336115C2.3078@reptile.no> 

References: <335E7E32.30C9@micronetics.com> <335F32C4.354E@interactive.sony.com> <33 
5E93E8.34DD@micronetics.com> <3364546e.2932502@news.playstation.co.uk> <335EB66E.785 
8@micronetics.com> <335f835a.290934@news.playstation.co.uk> 

Reply-To: rune.solberg@reptile.no 

NNTP-Posting-Host: arendal5-4.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

To: alex@teeth.demon.co.uk 


Alex Amsel wrote: 


> I didn't need to since I was testing the order my polygons has been 
> chucked out of lightwave into an rsd file. So I was just starting at 1 
> poly and incrementing n_poly each button press. 
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What kind of converter are you using for the Lightwave files? I tried 
to find a converter yesterday but found nothing. Bummer! 


Lars 
—-MESSAGE FILE 13251 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000131 


—-MESSAGE FILE 13252 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000132 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perplexing question 

Date: Thu, 24 Apr 1997 22:08:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <335FCBB1.3723@micronetics.com> 

References: <335E7E32.30C9@micronetics.com> <335F32C4.354E@interactive.sony.com> <33 
5E93E8.34DD@micronetics.com> <3364546e.2932502@news.playstation.co.uk> <335EB66E.785 
8@micronetics.com> <335f835a.290934@news.playstation.co.uk> <336115C2.3078@reptile.n 
o> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Rune Solberg wrote: 

Alex Amsel wrote: 

> I didn't need to since I was testing the order my polygons has been 

> chucked out of lightwave into an rsd file. So I was just starting at 1 


> poly and incrementing n_poly each button press. 


What kind of converter are you using for the Lightwave files? I tried 
to find a converter yesterday but found nothing. Bummer! 


VVVVVVVVV VV 


Lars 


I found one on the Jap site. Took a bit of looking though. 
I'll dig it out and put it on my ftp site later today. 


Regards 


Jim 
-—-MESSAGE FILE 13252 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000132 


—--MESSAGE FILE 13253 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000133 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: uuencode 

Date: Fri, 25 Apr 1997 11:20:50 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <33608581.E0D@interactive.sony.com> 

References: <33611570.6442@reptile.no> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Rune Solberg wrote: 
> 


> > All I have to do now is finished off my uuencoded to download the tmd 


Net Yaroze newsgroups message dump.txt Page 8859 


> back to the pc. (hay it was a long shot but it works!, just uuencode 
the block of memory, and echo it to the siocons log, and decode it back 
> on the po. :-) ) 


v 


Hey! Wanna share that uuencode thing with us? :) 


I create TMD's on the fly, but my prog. spends AGES on calculating the 
normals. Not very fun. 


VVVVVVVV VV 


Lars 


Siocons has a dsave function, £10+f2, which takes a file name, psx 
memory location and size and saves it to pc. This will get rid of the 
need to uuencode stuff. 


Stuart 
—-MESSAGE FILE 13253 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000133 


—--MESSAGE FILE 13254 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000134 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: uuencode 

Date: Sat, 26 Apr 1997 02:01:52 +0200 

Organization: Reptile Design 

Lines: 7 

Message-ID: <336145F0.2024@reptile.no> 

References: <33611570.6442@reptile.no> <33608581.E0D@interactive.sony.com> 
Reply-To: rune.solberg@reptile.no 

NNTP-Posting-Host: arendal2-16.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


> Siocons has a dsave function, £10+f2, which takes a file name, psx 
> memory location and size and saves it to pe. This will get rid of the 
> need to uuencode stuff. 


(Blush) Maybe I should read the manuals again... 


Lars 
—-MESSAGE FILE 13254 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000134 


--MESSAGE FILE 13255 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000135 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Managing a complex 3D world 

Date: Sun, 27 Apr 1997 20:17:15 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3363982B.43D5@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 194.91.62.198 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi, 

If I want to put in the frame buffer a complex 3D world, as a town with 
some building, how can I manage the 3D world maked with a program like 
3D studio? 


Cheers, 
Paso 
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-—-MESSAGE FILE 13255 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000135 


——MESSAGE FILE 13256 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000136 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Normals 

Date: Mon, 28 Apr 1997 22:25:25 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <33651582.1CFB@innotts.co.uk> 
NNTP-Posting-Host: serialBOc.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi, 
I've just started looking into writing some 3D stuff and I'm stuck. 


I need a way to retrieving the vertex NORMALS of an object after the 
object has been rotated. 


I can think of two ways of two ways that I could do this :- 


a) Manually rotate the original normals using a derived rotation matrix 
and store them in an array. 


b) Get the rotated vertex normals (as created by GsSortObject4) out of 
the packet data area. 


Has anyone any ideas??? 
Thanks , 


Richard 
—-MESSAGE FILE 13256 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000136 


—--MESSAGE FILE 13257 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000137 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Normals 

Date: Mon, 28 Apr 1997 21:49:42 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <33661b33.1105709@news.playstation.co.uk> 
References: <33651582.1CFB@innotts.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 28 Apr 1997 22:25:25 +0100, Richard Haskey 
<rhaskey@innotts.co.uk> did quoth at me: 


> a) Manually rotate the original normals using a derived rotation matrix 
> and store them in an array. 


A pain, but I think it is necessary. 


> b) Get the rotated vertex normals (as created by GsSortObject4) out of 
>the packet data area. 
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Unlikely since I expect the packet data area contains primitive 
information only. 


It is a pain though, so if any nice Sony guys (Colin?) can tell us 
anywhere to find any of the rotated point information it would be oh 
so helpful. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13257 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000137 


—-MESSAGE FILE 13258 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000138 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GsSortOt() function 

Date: 29 Apr 1997 01:58:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bc5441$7348f5a0$7916e8c3@fred> 
NNTP-Posting-Host: 1d41-121.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, could someone explain how to use GsSortOt() better than the manuals 
explain it, I wan't to force an object to be drawn last. 


Thanks, 


Mike. 
—-MESSAGE FILE 13258 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000138 


——MESSAGE FILE 13259 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000139 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Managing a complex 3D world 

Date: Tue, 29 Apr 1997 10:05:38 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 27 

Message-ID: <3365B9E2.7D98@interactive.sony.com> 
References: <3363982B.43D5@mbox.ulisse.it> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Paso wrote: 


Hi, 

If I want to put in the frame buffer a complex 3D world, as a town with 
some building, how can I manage the 3D world maked with a program like 
3D studio? 


Cheers, 
Paso 


VVVVVVVV 


In 3D Studio and other packages, create and output 

3d polygon models, in rsd or dxf format. (3ds outputs in dxf). 
If dxf, convert to rsd using the dxf2rsd tool. 

To use on Yaroze, you must convert the rsd files to tmd 

using rsdlink; the tmds created, and any TIM textures that they 
use, must be loaded into memory. 
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When 3d models are in the Yaroze memory as TMDs, you can display 
them using GsDOBJ2 structures; these allow the polygon models 

to be moved and rotated in the world. 

The '3d' demo should give some clues as to how this works. 


Hope this is useful 


Lewis 
-—-MESSAGE FILE 13259 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000139 


——MESSAGE FILE 13260 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000140 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsSortOt() function 

Date: Tue, 29 Apr 1997 10:14:37 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <3365BBFD.7A8D@interactive.sony.com> 
References: <01bc5441$7348f5a0$7916e8c3@fred> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Michael Enoch wrote: 


Hi, could someone explain how to use GsSortOt() better than the manuals 
explain it, I wan't to force an object to be drawn last. 


Thanks, 


VVVVVVV 


Mike. 


I take it you've set up 2 ordering tables, (besides double buffering), 
in which case just draw the one ordering table before the other. This 
will solve your problem, and makes hardly any difference with overheads. 


As for GsSortOt, this is best used if you want to place one ordering 
table at a set position in another. This may or may not draw an object 
last, as it will depend on the other objects already in the 'to be added 
to' ordering table, and when the GsSortOt is done. The position it is 
sent to is the value in the point field of the GsOT structure. 


Hope this solves your problem. 


Stuart 
—-MESSAGE FILE 13260 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000140 


—--MESSAGE FILE 13261 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000141 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Normals 

Date: Tue, 29 Apr 1997 10:23:11 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 31 

Message-ID: <3365BDFF.12D0@interactive.sony.com> 

References: <33651582.1CFB@innotts.co.uk> <33661b33.1105709@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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Alex Amsel wrote: 

> 

On Mon, 28 Apr 1997 22:25:25 +0100, Richard Haskey 
<rhaskey@innotts.co.uk> did quoth at me: 


> a) Manually rotate the original normals using a derived rotation matrix 
> and store them in an array. 


A pain, but I think it is necessary. 


> b) Get the rotated vertex normals (as created by GsSortObject4) out of 
>the packet data area. 


Unlikely since I expect the packet data area contains primitive 
information only. 


It is a pain though, so if any nice Sony guys (Colin?) can tell us 
anywhere to find any of the rotated point information it would be oh 
so helpful. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 


VVVVVVVVVVVVVVV VV VV VV 


I don't think you can get hold of the rotated point information (if I 
find out different I'll let you know), the polys go straight from 3d to 
2d in the libps functions. So the matrix multiply is the only one that 
can be used. 


Stuart 
—-MESSAGE FILE 13261 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000141 


——MESSAGE FILE 13262 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000142 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: OT explanation: was Re: GsSortOt() function 
Date: Tue, 29 Apr 1997 11:47:35 GMT 

Organization: Into Beyond 

Lines: 76 

Message-ID: <3365d9da.404749@news.playstation.co.uk> 
References: <01bc5441$7348f5a0$7916e8c3@fred> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent .99ց/32.335 


On 29 Apr 1997 01:58:52 GMT, "Michael Enoch" 
<100413.2514@compuserve.com> did quoth at me: 


>Hi, could someone explain how to use GsSortOt() better than the manuals 
>explain it, I wan't to force an object to be drawn last. 


Mike, 
I've only just got up (!) so would probably explain everything 
completely wrong, but if you are unsure just whack me an email and 


I'll try and explain it when I'm more awake :) 


Take that back...I'll try now, though I really have just stepped out 
of bed - been installing CodeWright overnight! 


եռ 


To force an object to be drawn last, draw that object into a separate 
OT defined as normal. So you have your main OT (used by DrawOT) and 
then this special one. 


Then you need to 'insert' this OT into the main one. This is done by 
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assigning a mock Z value to OT.point in the GsOT structure. As you 
know, each OT is basically like a set of marks on a ruler. Except 
instead of one centimeter, they may mean 1 meter, or 1 mile, or who 
knows what. If your OT is 256 long (OT_LENGTH = 8), then to insert 
this OT as the last item you need to set OT.point as 255. DrawOT will 
draw from the end of the OT to the start, and bob's your uncle. Or 
something like that. 


Also note that you should call GsSortOt to do this as the second last 
command. The last being the ClearScreen one. Otherwise you could end 
up with other distant objects (where their z = 255) being drawn over 
your object. 


It may help to know that OT's are basically just linked lists. I'll 
explain... 


An OT of length 4 units (OT_LENGTH = 2). 
Unit 0 


ptr->primitive 1 
ptr->primitive 2 
ptr->primitive 3 
END_OT_TAG (something like a ptr to 7ffffff) 


Unit 1 
ptr->primitive 4 
ptr->unit 0 


Unit 2 
ptr->unit 1 


Unit 3 
ptr->primitive 5 [e.g. clear screen which is probably a square fill) 
ptr->unit 2 


DrawOT starts at the top of unit 3, and follows the list of pointers. 
When a new primitive is inserted at any point, it adds it at the TOP 
of the Unit. So the objects added to the OT later get a higher 
priority for polygons at the same Z value was previous objects since 
they are placed 'higher' in the linked list. 


Sorry if this explanation is a bit cack. I'll try again if anyone 
wants. 


Anyway, this info is pretty useful to know when you start suffering 
from polygons being flipped behind scenery (since you know which order 
to draw your objects in if you know how the OT works). 


P.S. Do Sony want to give me a tech support job?! Heard of PS-X jobs 
available there ;) Except no office in Sheffield : ( 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

-—-MESSAGE FILE 13262 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000142 


--MESSAGE FILE 13263 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000143 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsSortOt() function 

Date: Tue, 29 Apr 1997 14:39:44 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <3367e129.2275879@news.playstation.co.uk> 

References: <01bc5441$7348f£5a0$7916e8c3@fred> <3365BBFD.7A8D@interactive.sony.com> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 29 Apr 1997 10:14:37 +0100, laura smith 
<laura_smith@interactive.sony.com> did quoth at me: 


>I take it you've set up 2 ordering tables, (besides double buffering), 
>in which case just draw the one ordering table before the other. This 
>will solve your problem, and makes hardly any difference with overheads. 


Can you do 2 calls to DrawOT without a drawsync? A drawsync would add 
an unnecessary delay but hopefully everything will just stack up. 


From checking the manual a drawsync would be needed, so I would not 
use this method myself. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 
MM — "Steve Corica is every bit as good as that Kinkladze" 
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—-MESSAGE FILE 13263 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000143 


——MESSAGE FILE 13264 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000144 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsSortOt() function 

Date: Tue, 29 Apr 1997 16:38:06 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <336615DE.5AA0@interactive.sony.com> 


References: <01bc5441$7348f5a0$7916e8c3@fred> <3365BBFD.7A8D@interactive.sony.com> Հ 


3367e129.2275879@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 


> 

> On Tue, 29 Apr 1997 10:14:37 +0100, laura smith 

> <laura_smith@interactive.sony.com> did quoth at me: 

> 

> >I take it you've set up 2 ordering tables, (besides double buffering), 
> >in which case just draw the one ordering table before the other. This 
> >will solve your problem, and makes hardly any difference with overheads. 
> 

> Can you do 2 calls to DrawOT without a drawsync? A drawsync would add 
> an unnecessary delay but hopefully everything will just stack up. 

> 

> From checking the manual a drawsync would be needed, so I would not 

> use this method myself. 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

> MM - "Steve Corica is every bit as good as that Kinkladze" 


Theres no need for a drawsync the drawOTs are queued. And it is the only 
way to make sure that one object is always draw on top of another, 
without having to check the order of drawing. 


Stuart 


-—-MESSAGE FILE 13264 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000144 


——MESSAGE FILE 13265 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000145 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsSortOt() function 

Date: 29 Apr 1997 17:13:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01bc54c1$34c24720S$7b04e8c3@fred> 

References: <01bc5441$7348f5a0$7916e8c3@fred> <3365BBFD.7A8D@interactive.sony.com> Հ 
3367e129.2275879@news.playstation.co.uk> <336615DE.5AA0@interactive.sony.com> 
NNTP-Posting-Host: 1d05-123.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks, I'll try both methods, or a mix of the two. 


Mike. 
—-MESSAGE FILE 13265 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000145 


—-MESSAGE FILE 13266 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000146 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT explanation: was Re: GsSortOt() function 

Date: 29 Apr 1997 17:15:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <01lbc54c1$5fdef5c0$7b04e8c3@fred> 

References: <01bc5441$7348f5a0S7916e8c3@fred> <3365d9da.404749@news.playstation.co.u 
k> 

NNTP-Posting-Host: 1d05-123.lon.compuserve.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks, I'll try both methods. 


Mike. 
—-MESSAGE FILE 13266 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000146 


—--MESSAGE FILE 13267 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000147 

Path: chuka.playstation.co.uk!news 

From: laura smith <laura_smith@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GsInitGraph 640x512 

Date: Wed, 30 Apr 1997 13:12:34 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 8 

Message-ID: <336730D1.12A8@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Some of you may have noticed the chrome demo doesn't clear the screen. 
The reason for this is a bug in the libraries when using GsInitGraph 
with 640x512, the demo will work with 640x480, and an update using only 
this will be posted soon. 


As for the bug, Colin is working on a fix. 
Stuart 


—-MESSAGE FILE 13267 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000147 


——MESSAGE FILE 13268 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000148 
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Path: chuka.playstation.co.uk!news 

From: "Chris" <chris.brunning@tiertex.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Texture Mapping 

Date: 30 Apr 1997 15:37:49 GMT 

Organization: Tiertex Limited 

Lines: 8 

Message-ID: <01bc5558Scada04e0Se654dec2@tiertex.demon.co.uk> 
NNTP-Posting-Host: tiertex.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 


Does anyone know exactly how the Play Station deals with tiled textures? 
That is textures coordinates which may extend from a negative value to 
several times the texture width? 


Chris. 


chris.brunning@tiertex.demon.co.uk 
-—-MESSAGE FILE 13268 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000148 


--MESSAGE FILE 13269 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000149 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Mapping 

Date: Wed, 30 Apr 1997 17:38:43 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <33677593.3F1F@interactive.sony.com> 

References: <0O1lbc5558S$cada04e0$e654dec2@tiertex.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Chris wrote: 
Does anyone know exactly how the Play Station deals with tiled textures? 
That is textures coordinates which may extend from a negative value to 


several times the texture width? 


Chris. 


VVVVVVV VV 


chris.brunning@tiertex.demon.co.uk 


They don't. Texture coordinates are u_char, so the values are never 
outside the texture page. If the texture doesn't fill the texture page, 
then you'll get random values. 


Stuart 
-—-MESSAGE FILE 13269 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000149 


——MESSAGE FILE 13270 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000150 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Managing a complex 3D world 

Date: Wed, 30 Apr 1997 21:16:18 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <33679A82.36E7@mbox.ulisse.it> 

References: <3363982B.43D5@mbox.ulisse.it> <3365B9E2.7D98@interactive.sony.com> 
Reply-To: giulio@mbox.ulisse.it 

NNTP-Posting-Host: ge-max-ip-202.iunet.it 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


laura smith wrote: 


> In 3D Studio and other packages, create and output 

> 3d polygon models, in rsd or dxf format. (3ds outputs in dxf). 
> If dxf, convert to rsd using the dxf2rsd tool. 

> To use on Yaroze, you must convert the rsd files to tmd 

> using rsdlink; the tmds created, and any TIM textures that they 
> use, must be loaded into memory. 

> 

> When 3d models are in the Yaroze memory as TMDs, you can display 
> them using GsDOBJ2 structures; these allow the polygon models 

> to be moved and rotated in the world. 

> The '3d' demo should give some clues as to how this works. 

> 

> Hope this is useful 

> 

> Lewis 


Laura Smith? 


I'm joking. Let's make it serious. 

I already have got some experience with Yaroze 3D models data, RSD and 
TMD format, camera view, and so on. 

Some days ago a friend of mine has used Autocad 13 to make a simple 3D 
world to let me test some stuff on a "big" 3D background... 

The dxf2rsd hangs every time I try to covert the dxf! 

It seems that this tool is able to covert a simple 3D model but is not 
able to covert a 3D background (like a little town). 

Now if you tell me that the procedure to implement a 3D background is 
Similar to implement a simple 3D model (I mean DXF->RSD->TMD) How can I 
manage this tool problem? (If it's a tool problem...) 


Ciao!, 

Paso 

—-MESSAGE FILE 13270 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000150 


—--MESSAGE FILE 13271 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000151 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Mapping 

Date: Thu, 01 May 1997 11:10:18 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <33686933.415706@news.playstation.co.uk> 
References: <0O1lbc5558S$cada04e0$e654dec2@tiertex.demon.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: 158.152.198.132 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 30 Apr 1997 15:37:49 GMT, "Chris" 
<chris.brunning@tiertex.demon.co.uk> did quoth at me: 


>Does anyone know exactly how the Play Station deals with tiled textures? 
>That is textures coordinates which may extend from a negative value to 
>several times the texture width? 


You'll need to split your polygon up appropriately. 
i.e. so all texture values fall between 0 and 255 (though watch for 


glitches on the far right and bottom of your polygon with values of 
255). 


Net Yaroze newsgroups message dump.txt Page 8869 


At first I didn't like the idea, but it is actually quite easy to do 
and hasn't caused too much of a problem. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC PlayOff Champs 1996-7 * 

* And Lord Wibbly said 'Dibbly Wobbly Wabble Wobble Yob' * 

—-MESSAGE FILE 13271 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000151 


--MESSAGE FILE 13272 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000152 

Path: chuka.playstation.co.uk!news 

From: "David Watson" <dave@polylang.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Character studio 

Date: 1 May 1997 13:57:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bc554e$235f7600Sel7dcac2@dave .POLYLANG. COM> 
NNTP-Posting-Host: DAVE.polylang.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all, 


Does anyone have or know where I can get the file formats for Character 
studio. I am looking into character animation and would find it handy to 
use data from character studio. 


Է-) 
-—-MESSAGE FILE 13272 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000152 


—--MESSAGE FILE 13273 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000153 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Subject: Texture Mapping 

Date: Thu, 08 May 1997 20:36:25 -0700 
Organization: Cobra Developments 

Lines: 20 

Message-ID: <33729BB9.7299@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


I am looking for some Detailed Documentation or Source code Regarding 
the Texture Mapping of Objects. The Documentation supplied with Yaroze 
does not explain this to my satisfaction. 


Also are the manuals in Net Yaroze FTP Area/manuals/ the same as the 
ones 
supplied with yaroze? are they worth downloading? 


I would prefer any communication regarding these matters sent directly 
to my 

I.P address as its not always easy to gain access to this site due to 
its 

popularity. 


Thanks in Advance 


Colin Adams 
Cobra Developments 
Email: colin@cobradev.demon.co.uk 
—-MESSAGE FILE 13273 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000153 


——MESSAGE FILE 13274 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000154 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: eli curtz <gromit@halcyon.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Quickdraw 3D Objects 

Date: Thu, 08 May 1997 14:25:37 -0700 

Organization: SCEA Net Yaroze News 

Lines: 44 

Message-ID: <337244CB. 4ACC@halcyon.com> 

References: <brendan1l-2104971655400001@orange.xenotech.com.au> 
Reply-To: gromit@halcyon.com 

NNTP-Posting-Host: lcy-pm0-ip14-.halcyon.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 

To: Brendan Langoulant <brendanl@wt.com.au> 


Brendan et al. 


I'm not sure if this will get through to the European Newsgroup but its 
worth a try... 


Brendan Langoulant wrote: 


> 

> Does anyone know of anything either available or work in progress which 
> will take Quickdraw 3D Objects and convert them to the appropriate 

> Playstation 3D file format? 

> 

> ps. I basically want to move away from the currently available PC only 
> tools. I would prefer to only use Mac. (Please no flame wars) 

> 

> pps. If there isn't anything available, I'm interested in writing such a 
> beast. Please email me with expressions of interest. 

> 

> i 

> Z= s= 

> Brendan Langoulant There's Joy in Repetition 

> Software Author There's Joy in Repetition 


I'm a Macintosh programmer who's about to get started on these tools 
(unless somebody comes along who's got them going already, so I'd love 
to help you out or get some help.) Although I know the Mac parts of the 
job, I've never done any 3D programming so I have a couple questions. 


1) Is there any reason to go to RSD data and then TMD data or should I 
go straight to TMD data. My impression was that RSD was there because 
DXF was too lame to support setting up the textures and the like for 
your model, so if I have these in my 3DMF can I go straight to TMD? 


2) I looked at the QD3D manual, but there doesn't seem to be a way to 
get QD3D to "simplify" my model for me - i.e. if I have a model with a 
mesh, or torus or something can I force QD3D to make it into triangles 
for me? (I thought that this was how it interfaced with RAVE) If not my 
plan is to start with the object types that I can translate directly and 
then add conversions as they become necessary. 


Hoping to rally the Mac troops and get some tools, 

eli curtz 

gromit@halcyon.com 

"Now that they're cloning sheep we'll never break the Windows 

monopoly..." 

—-MESSAGE FILE 13274 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000154 


—-MESSAGE FILE 13275 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000155 
Path: chuka.playstation.co.uk!news 
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From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Subject: Texture Mapping 

Date: Fri, 09 May 1997 09:53:50 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 32 

Message-ID: <3372E61D.1ECA@interactive.sony.com> 
References: <33729BB9.7299@cobradev.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: colin@cobradev.demon.co.uk 


I am not sure what you want to know about texure mapping. There are 2 
documents in the manuals additions section that cover the TMD and RSD 
format, these may help. A lot of the demo code on the site sets up and 
uses textures. The chrome example may be a good place to start, as it 
loads in a TMD and TIM, then using the TIM as a texture, alters the 
texture coordinates of the TMD to give a chrome mapping effect, and its 
a small program. 


Stuart 
colin adams wrote: 


I am looking for some Detailed Documentation or Source code Regarding 
the Texture Mapping of Objects. The Documentation supplied with Yaroze 
does not explain this to my satisfaction. 


Also are the manuals in Net Yaroze FTP Area/manuals/ the same as the 
ones 
supplied with yaroze? are they worth downloading? 


I would prefer any communication regarding these matters sent directly 
to my 

I.P address as its not always easy to gain access to this site due to 
its 

popularity. 


Thanks in Advance 
Colin Adams 


Cobra Developments 
Email: colin@cobradev.demon.co.uk 


VVVVVVVVVVVVVVV VV VV VV 
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—-MESSAGE FILE 13275 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000155 


—-MESSAGE FILE 13276 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000156 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Quickdraw 3D Objects 

Date: Fri, 09 May 1997 10:17:01 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 60 

Message-ID: <3372EB8D.6097@interactive.sony.com> 


References: <brendan1l-2104971655400001@orange.xenotech.com.au> <337244CB. 4ACC@halcyo 


n.com> 

NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: gromit@halcyon.com 


1) If you can convert stright to TMD then thats fine, there no reason 
not to. 
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2) I have no idea about QD3D, but if you save a DXF, then use DXF2RSD, 
the polygons are automatically triangulated (which isn't much help to 
you). 


Triangulation is quite simple anyway, just take any vertex, move 2 along 
(clockwise or counter clockwise), now you have one triangle. Then take 
the start vertex the one your on and the next, and you have the next 
triangle. Keep doing this until you reach the start. 


Stuart 


eli curtz wrote: 


Brendan et al. 


I'm not sure if this will get through to the European Newsgroup but its 
worth a try... 


Brendan Langoulant wrote: 


> 

> Does anyone know of anything either available or work in progress which 
> will take Quickdraw 3D Objects and convert them to the appropriate 

> Playstation 3D file format? 

> 

> ps. I basically want to move away from the currently available PC only 
> tools. I would prefer to only use Mac. (Please no flame wars) 

> 

> pps. If there isn't anything available, I'm interested in writing such a 
> beast. Please email me with expressions of interest. 

> 

> տանա, 

> amas, 

> Brendan Langoulant There's Joy in Repetition 

> Software Author There's Joy in Repetition 


I'm a Macintosh programmer who's about to get started on these tools 
(unless somebody comes along who's got them going already, so I'd love 
to help you out or get some help.) Although I know the Mac parts of the 
job, I've never done any 3D programming so I have a couple questions. 


1) Is there any reason to go to RSD data and then TMD data or should I 
go straight to TMD data. My impression was that RSD was there because 
DXF was too lame to support setting up the textures and the like for 
your model, so if I have these in my 3DMF can I go straight to TMD? 


2) I looked at the QD3D manual, but there doesn't seem to be a way to 
get QD3D to "simplify" my model for me - 1.6. if I have a model with a 
mesh, or torus or something can I force QD3D to make it into triangles 
for me? (I thought that this was how it interfaced with RAVE) If not my 
plan is to start with the object types that I can translate directly and 
then add conversions as they become necessary. 


Hoping to rally the Mac troops and get some tools, 

eli curtz 

gromit@halcyon.com 

"Now that they're cloning sheep we'll never break the Windows 

monopoly..." 

-—-MESSAGE FILE 13276 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000156 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV OV 


——MESSAGE FILE 13277 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000157 

Path: chuka.playstation.co.uk!news 

From: Paso <giulio@mbox.ulisse.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Problem with large DXF format 

Date: Fri, 09 May 1997 16:09:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <33733021.B5C@mbox.ulisse.it> 
Reply-To: giulio@mbox.ulisse.it 
NNTP-Posting-Host: 195.45.17.125 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 


Hi all, 
I have got some experience with Yaroze 3D models data, RSD and 

TMD format, camera view, and so on. 

Some days ago a friend of mine has used Autocad 13 to make a simple 3D 
world to let me test some stuff on a "big" 3D background... 

The dxf2rsd hangs every time I try to covert the dxf! 

It seems that this tool is able to covert a simple 3D model but is not 
able to covert a 3D background (like a little town). 

Now if you tell me that the procedure to implement a 3D background is 
Similar to implement a simple 3D model (I mean DXF->RSD->TMD) How can I 
manage this tool problem? (If it's a tool problem...) 

There's another way to make up a large 3D world? 


Ciao!, 

Paso 

-—-MESSAGE FILE 13277 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000157 


—-MESSAGE FILE 13278 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000158 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Subject: Texture Mapping 

Date: Fri, 09 May 1997 17:39:11 -0700 

Organization: Cobra Developments 

Lines: 42 

Message-ID: <3373C3AF.6DFD@cobradev.demon.co.uk> 

References: <33729BB9.7299@cobradev.demon.co.uk> <3372E61D.1ECA@interactive.sony.com 
> 

NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Subject: Re: Texture Mapping 


First, I would like to say Thanks to all those people who responded to 
my posting. 
Ref: <33729BB9.7299@cobradev.demon.co.uk> Greets to all of you!! 


From the Mail I recieved I realised that Maybe I was A bit Vague. 
I will Elaborate as to make the situation more clear. 


OK, here is the situation. 


I am working on a Map Editor. 

I have Created my Objects in LightWave 5.0 Modeler 

I have Converted them i.e. *.LWO->*.DXF->*.RSD->* .TMD 
format ( Grey i.e. r=200, g=200, b=200) 

I have Successfully placed them in the World. 

I Have converted BMP data to TIM format. 

I Have loaded the TIM Data to System Memory. 

I have loaded the TIM & CLUT to Vram (GetTimInfo, LoadImage, ect) 

ջ 1 am stuck here How do I throw the TEXTURE onto the OBJECTS? 
Have I missed something? 


WNR 


OAHU > 


Sorry if I Sound as if I have Not looked at enough Source Code 

But I Hate Wading through someone else's (Poorly Documented) code 

I'd rather have the Information, so I can work it out for myself. This 
information must be out there Somewhere. Or How did "L Evans" or 

"S Ashley" (No Disrespect) write all the code I have downloaded? 

(Ken Kuttaragi Where are you?) 


Thoughts of the Day. 
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a) If you don't Know ASK. 
b) Why make it Hard when it Can Be Easy? 
c) There are Hackers & There are Coders (they are not the same). 


Colin Adams 
Cobra Developments 
Email: colin@cobradev.demon.co.uk 
-—-MESSAGE FILE 13278 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000158 


--MESSAGE FILE 13279 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000159 

Path: chuka.playstation.co.uk!news 

From: "del :)" <del@nlights.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with large DXF format 

Date: 10 May 1997 09:56:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <01bc5d27S88f50d00Sda7f989e@nlights.demon.co.uk> 
References: <33733021.B5C@mbox.ulisse.it> 

NNTP-Posting-Host: nlights.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


well, hang on , i`ll be releasing my world editor soon... 


you build your world up from small tmds that you have created... 


18rs, 


DEL 


Paso <giulio@mbox.ulisse.it> wrote in article 
<33733021.B5C@mbox.ulisse.it>... 

> Hi all, 

I have got some experience with Yaroze 3D models data, RSD and 

TMD format, camera view, and so on. 

Some days ago a friend of mine has used Autocad 13 to make a simple 3D 
world to let me test some stuff on a "big" 3D background... 

The dxf2rsd hangs every time I try to covert the dxf! 

It seems that this tool is able to covert a simple 3D model but is not 
able to covert a 3D background (like a little town). 

Now if you tell me that the procedure to implement a 3D background is 
Similar to implement a simple 3D model (I mean DXF->RSD->TMD) How can I 
manage this tool problem? (If it's a tool problem...) 

There's another way to make up a large 3D world? 


Ciao!, 
Paso 


VVVVVVVVVVV VV VV 


—-MESSAGE FILE 13279 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000159 


--MESSAGE FILE 13280 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000160 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Textures 

Date: Sun, 11 May 1997 01:16:49 +0200 
Organization: Reptile Design 

Lines: 8 

Message-ID: <337501E1.7C13@reptile.no> 
Reply-To: rune.solberg@reptile.no 
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NNTP-Posting-Host: arendal3-16.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


> 8 ? I am stuck here How do I throw the TEXTURE onto the OBJECTS? 
> Have I missed something? 


You should add the textures to the RSD-model BEFORE converting it to TMD 
(using RSDTOOL), or alternatively convert all the primitives in the 
TMD to texture-mapped ones at run-time (which is a bit more work). 


Lars 
-—-MESSAGE FILE 13280 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000160 


—-MESSAGE FILE 13281 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000161 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Subject: Texture Mapping 

Date: Mon, 12 May 1997 09:15:00 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 64 

Message-ID: <3376D184.5DF1@interactive.sony.com> 

References: <33729BB9.7299@cobradev.demon.co.uk> <3372E61D.1ECA@interactive.sony.com 
> <3373C3AF.6DFD@cobradev.demon.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 
Subject: Re: Texture Mapping 
First, I would like to say Thanks to all those people who responded to 


my posting. 
Ref: <33729BB9.7299@cobradev.demon.co.uk> Greets to all of you!! 


From the Mail I recieved I realised that Maybe I was A bit Vague. 
I will Elaborate as to make the situation more clear. 


OK, here is the situation. 


I am working on a Map Editor. 

I have Created my Objects in LightWave 5.0 Modeler 

I have Converted them i.e. *.LWO->*.DXF->*.RSD->* .TMD 
format ( Grey i.e. r=200, g=200, b=200) 

I have Successfully placed them in the World. 

I Have converted BMP data to TIM format. 

I Have loaded the TIM Data to System Memory. 

I have loaded the TIM & CLUT to Vram (GetTimInfo, LoadImage, ect) 

ջ I am stuck here How do I throw the TEXTURE onto the OBJECTS? 
Have I missed something? 


WN 


oN 0U > 


Sorry if I Sound as if I have Not looked at enough Source Code 

But I Hate Wading through someone else's (Poorly Documented) code 

I'd rather have the Information, so I can work it out for myself. This 
information must be out there Somewhere. Or How did "L Evans" or 

"S Ashley" (No Disrespect) write all the code I have downloaded? 

(Ken Kuttaragi Where are you?) 


Thoughts of the Day. 


a) If you don't Know ASK. 
b) Why make it Hard when it Can Be Easy? 
c) There are Hackers & There are Coders (they are not the same). 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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Colin Adams 
Cobra Developments 
Email: colin@cobradev.demon.co.uk 


V V V V V V 


The way we have been doing the texturing is at the RSD stage 
of the conversion; the .rsd file itself specifies the 

number of textures for the 3d object, and which TIM files 
they are. When rsdtool converts this to TMD, the resultant 
TMD effectively expects to use various areas of VRAM as 
textures. 


E.g. if the rsd model is textured with 1 texture, stone.tim 
(eg 16bit, 64 by 64, positioned at 640, 0 in VRAM) 

then the tmd created will use that area of VRAM as the texture 
for the model. (Clearly the correct TIM must be loaded 

into memory then VRAM). 


Hope this enables you to do the business 


Lewis 
—-MESSAGE FILE 13281 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000161 


——MESSAGE FILE 13282 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000162 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Mike Strauss" <mcs2@acpub.duke.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSDTOOL and Win NT 4.0 

Date: 13 May 1997 11:45:27 GMT 

Organization: SCEA Net Yaroze News 

Lines: 8 

Message-ID: <0Olbc5f£93$6271fd00S18fb0398@mcs2.duke.edu> 
NNTP-Posting-Host: async251-24.async.duke.edu 

X-Newsreader: Microsoft Internet News 4.70.1155 


Has anyone gotten RSDTOOL to work under NT 4 or with DirectX 3.0 in Win 95? 

I can get it to work fine with DirectX 2.0, but I can't play games that 
use DirectX 3.0. I suppose I could set up an alternate Windows 95 
configuration, but I'll be damned if I'm gonna do it. Is it just me or are 
Sony's tools crap? Not to mention their documentation and technical 
support, or lack there of. 


—Mike Strauss 
—-MESSAGE FILE 13282 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000162 


—--MESSAGE FILE 13283 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000163 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDTOOL and Win NT 4.0 

Date: Tue, 13 May 1997 01:55:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <3377BC0B.4807@micronetics.com> 

References: <Olbc5f93S6271fd00S18fb0398@mcs2.duke.edu> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 
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Hi Mike, 


Mike Strauss wrote: 
> 


> Has anyone gotten RSDTOOL to work under NT 4 or with DirectX 3.0 in Win 95? 


I have it working under win 95. NT 4 does not fully 
support D3d 3.0 this should be available in service pack 3 although not 
completely. You may be able to use d3d version 5 beta for NT. 
Microsoft have had numerous problems developing with directx under Nt. 


> I can get it to work fine with DirectX 2.0, but I can't play games that 
> use DirectX 3.0. 


This is under 95 or NT? 
>I suppose I could set up an alternate Windows 95 


> configuration, but I'll be damned if I'm gonna do it. Is it just me or are 
> Sony's tools crap? 


The tools are functional and do the job I require. After all it was 
made clear that rsdtool is a development release and we are only getting 
a sneak preview. I think the timtool is excellent. 


>Not to mention their documentation and technical 
> support, or lack there of. 


I agree the documentation is awful. But it was made clear at the start 
that technical support is though the web site. All of the question I 
expected answered have been, and rather promptly. 


The technical questions that I have asked and have not got a reply to 
have been ones I would expect to be ignored. Like, 'how can I directly 
hit the gpu/gte?' No surprise, but then again it never hurts to try you 
luck does it? :-) 


Regards 
Jim 


> 

> -Mike Strauss 

—-MESSAGE FILE 13283 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000163 


—-MESSAGE FILE 13284 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000164 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDTOOL and Win NT 4.0 

Date: Tue, 13 May 1997 13:46:38 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <337862AE.7353@interactive.sony.com> 
References: <Olbc5f£93$6271£d00$18fb0398@mcs2.duke.edu> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Mike Strauss wrote: 

> 

> Has anyone gotten RSDTOOL to work under NT 4 or with DirectX 3.0 in Win 95? 
> I can get it to work fine with DirectX 2.0, but I can't play games that 

> use DirectX 3.0. I suppose I could set up an alternate Windows 95 
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configuration, but I'll be damned if I'm gonna do it. Is it just me or are 
Sony's tools crap? Not to mention their documentation and technical 
support, or lack there of. 


V V V V V 


—Mike Strauss 


RSDTOOL won't work under NT4 due to the lack of direct3d support, 
service pack 3 should sort this out. As for directx 3 and 95, we've had 
it working no problem, it could be a driver problem, its not a program 
problem. 


RSDTOOL is a beta so you can hardly call it crap, its still being 
developed, and the idea of a Deta is to iron out all the bugs. So 
details of your hardware and software set up, including versions would 
be a help. 


As for the rest of the tools, what documentation do you want, we've not 
much ourselves. And tech support, well this is it. 


Stuart 
--MESSAGE FILE 13284 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000164 


——MESSAGE FILE 13285 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000165 

Path: chuka.playstation.co.uk!news 

From: Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDTOOL and Win NT 4.0 

Date: Tue, 13 May 1997 14:19:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <33786A5A.1DA0@interactive.sony.com> 

References: <Olbc5f£93$6271£d00$18fb0398@mcs2.duke.edu> <3377BC0B.4807@micronetics.co 
m> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

To: Jim <jim@micronetics.com> 


Hi Jim, 
Thanks for the notes (FYI Mike is a Stateside based member, and 
probably has a slightly different view of the world). 


Incidentally, if there's an particularly areas you'd like improved let 
us know 


= scee 


> 

> Mike Strauss wrote: 

> 

> 

> >Not to mention their documentation and technical 

> > support, or lack there of. 

> 

> I agree the documentation is awful. But it was made clear at the start 
> that technical support is though the web site. All of the question I 
> expected answered have been, and rather promptly. 

> 

> Regards 

> 

> Jim 

> 

>> 

> 


> -Mike Strauss 
—-MESSAGE FILE 13285 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000165 
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——MESSAGE FILE 13286 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000166 

Path: chuka.playstation.co.uk!news 

From: Gordon Bell <gordonb@aisb.ed.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Arrays or Linked Lists? 

Date: Tue, 13 May 1997 15:56:43 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3378812B.DE6@aisb.ed.ac.uk> 
NNTP-Posting-Host: charon.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5.1 sun4u) 


Hi all, 
Ive been poking around the demo code for a while now, and whilst most 

of it seems to be fairly obvious, I was wondering why the SCEE demos use 

arrays for the object lists. After 4 years at Uni Ive had it beaten in 

to me that it is best to use linked lists in most cases, especially when 

adding and removing elements. Instead, most of the demos use an array 

with functions such as ReturnFreeID which search the array for a 

suitable place to insert a new object. Why is it done like this? 


Is it because Lewis et al hate using pointers and linked lists, or is 
there a more scientific explanation?! 


Gordon 
—-MESSAGE FILE 13286 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000166 


——MESSAGE FILE 13287 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000167 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Arrays or Linked Lists? 

Date: Tue, 13 May 1997 04:19:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <3377DDA8.696E@micronetics.com> 

References: <3378812B.DE6@aisb.ed.ac.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Gordon Bell wrote: 
> I was wondering why the SCEE demos use 
> arrays for the object lists. 


If you already know the max sizeof a dynamic structure you may aswell 
allocate it as an array. Linked lists may be poetically elegant but 
just think of the time it takes to allocate a node from the heap every 
time you add or delete an element. As far as arrays or linked list are 
concerened it really is 'horses for courses'. 


A game/demo has a very ridged internal structure that is not really 
going to change much during run time, to do so would waste alot of 
valuable processing time that could be put to better use. 


> Is it because Lewis et al hate using pointers and linked lists, or is 
> there a more scientific explanation?! 


The demo programs are just that, demos. To implement ADT in them would 
just confuse the issue. 
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I would also think that the development time would increase if you were 
to implement advance data type and for no extra net gain. Tracking 
wafty pointers in the debugger would cause some real head aches. 


> 
> Gordon 


Cheers 


Jim 
—-MESSAGE FILE 13287 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000167 


—-MESSAGE FILE 13288 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000168 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Arrays or Linked Lists? 

Date: Fri, 16 May 1997 18:04:48 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <33798b65.4770840@news.playstation.co.uk> 
References: <3378812B.DE6@aisb.ed.ac.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 13 May 1997 15:56:43 +0100, Gordon Bell 
<gordonb@aisb.ed.ac.uk> did quoth at me: 


>arrays for the object lists. After 4 years at Uni Ive had it beaten in 
>to me that it is best to use linked lists in most cases, especially when 


In my experience at a good UK university, when it comes ro programming 
issues program efficiency is really only considered with high level 
complex algorithms. Too much is 'beaten' into people. Use linked lists 
if they are the best option for the job. Use arrays for quick coding 
and to save memory allocation/fragmentation/speed. 


Game/Demo programming is different from application development where 
updates by multiple programmers is an important factor. In our case 
program size, efficiency and development time is more important than 
bloated Microsoft style solutions. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Please God Win! 97-98 * 

* Obbly Bobbly the Depressed cried forth "Roberts? Ugh!" * 

—-MESSAGE FILE 13288 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000168 


——MESSAGE FILE 13289 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000169 

Path: chuka.playstation.co.uk!news 

From: "Thomas Chan" <tchan@cctown.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Textures 

Date: 19 May 1997 11:22:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <01lbc6447$7c6cec20$0200a8c0@p90> 
References: <337501E1.7C13@reptile.no> 
NNTP-Posting-Host: extro.ucc.su.0OZ.AU 
X-Newsreader: Microsoft Internet News 4.70.1161 
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Rune Solberg <rune.solberg@reptile.no> wrote in article 
<337501E1.7C13@reptile.no>... 

> > 8 ? I am stuck here How do I throw the TEXTURE onto the OBJECTS? 
> Have I missed something? 


TMD to texture-mapped ones at run-time (which is a bit more work). 


Lars 


VVVVVVVV 


I tried using RSDtool to add texture to a model. However, I can only attach 


one texture to one face. 
How to attach the whole texture image to the whole model? 


Thank you 


Thomas 


You should add the textures to the RSD-model BEFORE converting it to TMD 
(using RSDTOOL), or alternatively convert all the primitives in the 
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-—-MESSAGE FILE 13289 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000169 


—--MESSAGE FILE 13290 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000170 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDtool Bug Report. 

Date: Mon, 19 May 1997 17:01:26 -0700 
Organization: Cobra Developments 

Lines: 39 

Message-ID: <3380E9D6.747D@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


I am experiencing problems with the manipulation of 
RSD files. The culprit is "RsdTool" rev 14.5.97 


1. RsdTool Reports "Access violation at address 50011525 
Read of address 82081A44" 8/10 Times I try to load a 
file into it. 

2. RsdTool Reports "DirectX call failed: 88760311 
D3DRMERR_NOTFOUND" The file partially loads into the 
Edit Window. The mouse pointer turns into an "Hour 
"Glass Sprite" & RsdTool freezes. 1/10 Times I try to 
load a file into it. 


I got it Working Twice so I wondered if this was a Memory Problem, 


but the files I loaded that worked were 40kb+ and the files 
that didn't work were 4kb+. (size taken from previous *.Dxf format) 
All The Files Work fine via "rsdv [filename]" . BIW! Why is 


rsdv "Black & White"? it makes Editing *.Rsd files-: 


a) Very Time Consuming, (By HAND) :-{ I have a Life. 
b) A Pain, (I could devote this time to my Project). 


All The Files work fine in my Project (coming soon!!) 


For Those interested my specs are below....... 


Model of computer used: Comtek Multimedia 
Computer's processor: Intel Pentium P100 
Operating system : Windows 95, Dos 7.0 
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RAM: 16mb 
DirectX version: 2.0 
Cobra 


--MESSAGE FILE 13290 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000170 


——MESSAGE FILE 13291 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000171 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDtool Bug Report. 

Date: Mon, 19 May 1997 17:38:04 GMT 

Organization: ElectricMail Ltd. 

Lines: 20 

Message-ID: <33828f8c.286478205@news.playstation.co.uk> 
References: <3380E9D6.747D@cobradev.demon.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.0/32.390 


On Mon, 19 May 1997 17:01:26 -0700, colin adams 
<colin@cobradev.demon.co.uk> wrote: 


<SNIP> 

> 

>Model of computer used: Comtek Multimedia 
>Computer's processor: Intel Pentium P100 
>Operating system : Windows 95, Dos 7.0 
>RAM: 16mb 

>DirectX version: 2.0 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAA 


Isn't this the problem? Doesn't it require DirectX v3.0? 


If you want to play with the tool on NT, DirectX is in Service Pack 
3.0 an 18Mb download!! :-) 


Mark 


—-MESSAGE FILE 13291 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000171 


—-MESSAGE FILE 13292 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000172 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDtool Bug Report. 

Date: Mon, 19 May 1997 20:41:26 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 42 

Message-ID: <3380ACE6.14D5@interactive.sony.com> 
References: <3380E9D6.747D@cobradev.demon.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 

> 

> I am experiencing problems with the manipulation of 
> RSD files. The culprit is "RsdTool" rev 14.5.97 
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1. RsdTool Reports "Access violation at address 50011525 
Read of address 82081A44" 8/10 Times I try to load a 
file into it. 

2. RsdTool Reports "DirectX call failed: 88760311 
D3DRMERR_NOTFOUND" The file partially loads into the 
Edit Window. The mouse pointer turns into an "Hour 
"Glass Sprite" & RsdTool freezes. 1/10 Times I try to 
load a file into it. 


I got it Working Twice so I wondered if this was a Memory Problem, 


but the files I loaded that worked were 40kb+ and the files 
that didn't work were 4kb+. (size taken from previous *.Dxf format) 
All The Files Work fine via "rsdv [filename]" . BIW! Why is 


rsdv "Black & White"? it makes Editing *.Rsd files-: 


a) Very Time Consuming, (By HAND) :-{ I have a Life. 
b) A Pain, (I could devote this time to my Project). 


All The Files work fine in my Project (coming soon!!) 


For Those interested my specs are below....... 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Model of computer used: Comtek Multimedia 
Computer's processor: Intel Pentium P100 
Operating system : Windows 95, Dos 7.0 
RAM: 16mb 

DirectX version: 2.0 

Cobra 


A new version of RSDTool should be available at the end of the week, 
which hopefully will sort out your first problem. As for the second, 
that's a DirectX problem. 


Stuart 
-—-MESSAGE FILE 13292 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000172 


--MESSAGE FILE 13293 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000173 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Textures 

Date: Mon, 19 May 1997 20:43:01 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <3380AD45.757F@interactive.sony.com> 

References: <337501E1.7C13@reptile.no> <01bc6447S7c6cec20S0200a8c0@p90> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Thomas Chan wrote: 


Rune Solberg <rune.solberg@reptile.no> wrote in article 
<337501E1.7C13@reptile.no>... 

> > 8 ? I am stuck here How do I throw the TEXTURE onto the OBJECTS? 
> Have I missed something? 


You should add the textures to the RSD-model BEFORE converting it to TMD 
(using RSDTOOL), or alternatively convert all the primitives in the 
TMD to texture-mapped ones at run-time (which is a bit more work). 


Lars 


VVVVVVVVVV VV 


VVVVVVVV 
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> 

> I tried using RSDtool to add texture to a model. However, I can only attach 
> one texture to one face. 

> How to attach the whole texture image to the whole model? 

> 

> Thank you 

> 

> Thomas 


The latest version does allow you to attach a texture to the whole 
model. Although you might want wait til the end of the week when a new 
improved version will be made available. 


Stuart 
—-MESSAGE FILE 13293 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000173 


——MESSAGE FILE 13294 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000174 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDtool Bug Report. 

Date: Mon, 19 May 1997 20:13:45 -0700 

Organization: Cobra Developments 

Lines: 33 

Message-ID: <338116E9.432B@cobradev.demon.co.uk> 

References: <3380E9D6.747D@cobradev.demon.co.uk> <33828f8c.286478205@news.playstatio 
n.co.uk> 

NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Mark wrote: 


> 

> On Mon, 19 May 1997 17:01:26 -0700, colin adams 

> <colin@cobradev.demon.co.uk> wrote: 

> 

> <SNIP> 

> 

>> 

> >Model of computer used: Comtek Multimedia 

> >Computer's processor: Intel Pentium P100 

> >Operating system : Windows 95, Dos 7.0 

> >RAM: 16mb 

> >DirectX version: 2:20 

- AAAAAAAAAAAAAAAAAAAAAAAAAAAAA 

> Isn't this the problem? Doesn't it require DirectX v3.0? 
> 

> If you want to play with the tool on NT, DirectX is in Service Pack 
> 3.0 an 18Mb download!! :-) 

> 

> Mark 


Below is the Entire Doc file supplied with Rsdtool. 


RSDTOOL - version 0.3a (14th May '97) - Still Beta, your feedback is 
essential! 

Requires DirectX 2.0 or 3,0, under Win95 

New features: see the "about" box for full details: improved painting, 
face selection 

general memory usage improvement 


Cobra 
—-MESSAGE FILE 13294 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000174 
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--MESSAGE FILE 13295 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000175 

Path: chuka.playstation.co.uk!news 

From: "Thomas Chan" <tchan@cctown.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Textures 

Date: 20 May 1997 11:06:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bc650e$618b5500S0200a8c0@p90> 

References: <337501E1.7C13@reptile.no> <01lbc6447S7c6cec20S0200a8c0@p90> <3380AD45.75 
7F@interactive.sony.com> 

NNTP-Posting-Host: extro.ucc.su.0Z.AU 

X-Newsreader: Microsoft Internet News 4.70.1161 


> 

> The latest version does allow you to attach a texture to the whole 

> model. Although you might want wait til the end of the week when a new 
> improved version will be made available. 

> 

> Stuart 

> 


What kind of tools you guys use for all the demo, eg. dino etc. 


Thomas 
—-MESSAGE FILE 13295 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000175 


——MESSAGE FILE 13296 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000176 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Textures 

Date: Wed, 21 May 1997 13:16:42 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <33825ca1l.10641621@news.playstation.co.uk> 

References: <337501E1.7C13@reptile.no> <01bc6447S7c6cec20S0200a8c0@p90> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 19 May 1997 11:22:59 GMT, "Thomas Chan" <tchan@cctown.com> did 
quoth at me: 


>I tried using RSDtool to add texture to a model. However, I can only attach 
>one texture to one face. 
>How to attach the whole texture image to the whole model? 


You can do it in code. There are several ways to map a texture onto a 
3d object. You can map to a spere, plane, cube, cylinder etc. Or you 
could do flat projections of the object from different views. These 
flat projections can then be 'filled in' by an artist. 


I suggest reading a 3d graphics book for a proper description but if 
anyone wants me to I'll post the basics up here. 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 

* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 

* Master Tibble did declare, "Sheffield ain't ‘arf cold" * 

—-MESSAGE FILE 13296 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000176 
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--MESSAGE FILE 13297 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000177 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3ds->rsd/tmd tool and other stuff 

Date: Wed, 21 May 1997 15:09:59 GMT 

Organization: Into Beyond 

Lines: 26 

Message-ID: <3382f7a7.6407152@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


We have quickly coded up a tool that loads 3ds files, allows you to 
view the object, and then save them in various formats (currently rsd, 
but tmd will be added). Rsd files can also now be loaded. It only 
supports 3 sided polygons currently, but does support textured objects 
more importantly! It needs more work done on it to complete the 
texture handling and add batch conversions in, but basically it may 
help a few people. 


Unfortunately real work has been intefering a lot in the last few 
weeks which is why I have been pretty quiet. Real work will continue 
to interfere for the next 14 days at least, so don't expect the tool 
to be uploaded until then unless someone here would like to continue 
ԼԵ» 


It is written to run under Win95 and uses OpenGL [Cosmo in fact]. 
re: Our little pacman game, ManicxX 
All is done, but I have things to do all week so it won't be until 


next week at least that I upload it along with a couple of tools that 
some of you may find useful. 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 

* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 

* Master Tibble did declare, "Sheffield ain't ‘arf cold" * 

—-MESSAGE FILE 13297 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000177 


——MESSAGE FILE 13298 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000178 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Texture Problems Again 

Date: Sun, 25 May 1997 12:47:02 -0700 
Organization: Cobra Developments 

Lines: 58 

Message-ID: <33889736.687B@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


1. I have located a Bug in my project, the offending code 
Is appended. The symptom of this code is a complete Crash. 
I would be extremely grateful if someone could examine this 
code & tell me where I may be going wrong. 


2. When Will the New version of RsdTool Arrive? 
In a previous Mailing -: 

Subject: RSDtool Bug Report. 

Ref.: <3380E9D6.747D@cobradev.demon.co.uk> 
<3380ACE6.14D5@interactive.sony.com> 
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I reported problems regarding Memory usage. 
I am unable to use the tool, so I guess I will have to 
remain texture less :-( 


3. I have Just discovered why RSDV [file name] displays 
files in monochrome (on my Scart Mitsubishi ). I had the 
same problems in my code until I set the video mode to PAL. 


Thanks in Advance. 


Cobra 


/* Bugged Code */ 


#define FLTEX_ADDRESS 0x800c03BC // Floor Texture 64*64, 8 bit clut 
void InitTexture (u_long *address);// texture in sytem memory 
u_long *tptr; 


void main () 

{ 

tptr =(u_long*) FLTEX_ADDRESS; 
InitTexture (tptr); 

} 


void InitTexture (u_long *address) 

{ 
GsIMAGE *Info; // tim info ptr 
RECT rect; 


// +4 skip header of TIM file 
addresstt+; 
GsGetTimInfo (address, Info); 
rect.x = Info->px; 
rect.y = info->py; 
rect.w = Info->pw; 
rect.h = Info->ph; 
LoadImage (&rect, Info->pixel); 
DrawSync (0); 


rect.x = Info->cx; 

rect.y = Info->cy; 

rect .w Info->cw; 

rect.h = Info->ch; 
LoadImage (&rect, Info->clut) ; 
DrawSync (0); 


} 
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—-MESSAGE FILE 13298 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000178 


——MESSAGE FILE 13299 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000179 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Texture Problems Again 

Date: Tue, 27 May 1997 09:37:17 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 80 

Message-ID: <338A9D3C.EA8@interactive.sony.com> 
References: <33889736.687B@cobradev.demon.co.uk> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 
> 


> 1. I have located a Bug in my project, the offending code 
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Is appended. The symptom of this code is a complete Crash. 
I would be extremely grateful if someone could examine this 
code & tell me where I may be going wrong. 


2. When Will the New version of RsdTool Arrive? 

In a previous Mailing -: 

Subject: RSDtool Bug Report. 

Ref.: <3380E9D6.747D@cobradev.demon.co.uk> 
<3380ACE6.14D5@interactive.sony.com> 

I reported problems regarding Memory usage. 

I am unable to use the tool, so I guess I will have to 
remain texture less :-( 


3. I have Just discovered why RSDV [file name] displays 
files in monochrome (on my Scart Mitsubishi ). I had the 
same problems in my code until I set the video mode to PAL. 
Thanks in Advance. 


Cobra 


VVVVVVVVVVVVVVV VV VV VV 


Don't know exactly when the next version of RSDtool will arrive, 
but probably one within the next fortnight. 


/* Bugged Code */ 


#define FLTEX_ADDRESS 0x800c03BC // Floor Texture 64*64, 8 bit clut 
void InitTexture (u_long *address);// texture in sytem memory 
u_long *tptr; 


void main () 

{ 

tptr =(u_long*) FLTEX_ADDRESS; 
InitTexture (tptr); 

} 


void InitTexture (u_long *address) 

{ 
GsIMAGE *Info; // tim info ptr // POINTER ONLY 
RECT rect; 


// +4 skip header of TIM file 

addresstt+; 

GsGetTimInfo (address, Info); 
rect.x = Info->px; 

rect.y = info->py; 

rect.w = Info->pw; 

rect.h = Info->ph; 
LoadImage (&rect, Info->pixel) ; 
DrawSync (0); 


rect.x = Info->cx; 
rect.y = Info->cy; 
rect.w = Info->cw; 
rect.h = Info->ch; 


LoadImage (&rect, Info->clut) ; 
DrawSync (0); 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VY 


I think the problem is that there is no memory allocated for your 
GsIMAGE* pointer to point to (GsGetTimInfo will NOT allocate it 
as far as I know). Hence, you cannot store and retrieve things 
successfully; I suspect the feed of bad values to LoadImage 

is what actually causes the total crash. 


Declare the GsIMAGE as full structure rather than variable, 
things should now work. 

Also, if you _ever_ need to refer to our use a TIM file 
more than once, it's very handy having a GsIMAGE structure 
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with all the correct info available, so you can make GsIMAGE 
structures global for later reuse. 


Lewis 
-—-MESSAGE FILE 13299 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000179 


——MESSAGE FILE 13300 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000180 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Problems Again 

Date: Tue, 27 May 1997 10:02:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 93 

Message-ID: <338AA32F.9E1C66C4@micronetics.com> 

References: <33889736.687B@cobradev.demon.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Hi Colin, 
Maybe I can be of some assistance. 


colin adams wrote: 
> 


1. I have located a Bug in my project, the offending code 
Is appended. The symptom of this code is a complete Crash. 
I would be extremely grateful if someone could examine this 
code & tell me where I may be going wrong. 


WOW S N: 


GsGetTimInfo copies the information store in the tim into the GsIMAGE 
structure. So just supplying a pointer is not enough. Probably a case 
of poor documentation. 


This should be ok. I have not had a chance to compile this so there 
could be an odd glitch or two. 


Hope it works 
Regards 
Jim 


void InitTexture (u_long *addr) { 
GsIMAGE Info; 
RECT rect; 


// skip header 
addresstt+; 


// parse tim header 
GsGetTimInfo(addr, &Info); 


// set position of bitmap in vram 
rect.x = Info.px; 
rect.y = info.py; 


// set size of bitmap 
rect.w = Info.pw; 
rect .h Info.ph; 


// Load the bitmap 
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LoadImage(&rect, Info.pixel); 


// Wait for it to finish uploading 
DrawSync (0); 


// Now load the clut to vram 


// Check that there is a clut 
if (Info.pmode <& 8) { 


rect.x = Info.cx; 
rect.y = Info.cy; 
rect.w = Info.cw; 


rect.h = Info.ch; 
LoadImage (&rect, Info.clut); 
DrawSync (0); 


oid InitTexture (u_long *address) 


-< 


GsIMAGE *Info; // tim info ptr 
RECT rect; 


// +4 skip header of TIM file 
address++; 
GsGetTimInfo(address,Info); 

rect.x = Info->px; 

rect.y info->py; 

rect.w = Info->pw; 

rect.h = Info->ph; 
LoadImage (&rect, Info->pixel); 
DrawSync (0); 


rect.x = Info->cx; 
rect.y = Info->cy; 
rect.w = Info->cw; 
rect.h = Info->ch; 


LoadImage (&rect, Info->clut) ; 
DrawSync (0); 


VVVVVVVVVVVVVV VV VV VV VV Կ 


> ) 
—-MESSAGE FILE 13300 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000180 


——MESSAGE FILE 13301 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000181 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: u,v co-ordinates 

Date: Tue, 27 May 1997 10:33:59 -0700 
Organization: Cobra Developments 

Lines: 11 

Message-ID: <338B1B07.515B@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Could someone Explain u,v co-ordinates? specifically in 
Relation to Mapping Tims onto Quads? 

If someone has already asked this Question A pointer to the 
postings Will Do. (FAQ Available?) 


BTW I am doing it via *.mat files utill RsdTool Arrives. 
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Thanks in Advance 


Cobra 
—-MESSAGE FILE 13301 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000181 


—-MESSAGE FILE 13302 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000182 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: u,v co-ordinates 

Date: Tue, 27 May 1997 11:50:23 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 29 

Message-ID: <338ABC6F.7D20@interactive.sony.com> 
References: <338B1B07.515B@cobradev.demon.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 


> 

> Could someone Explain u,v co-ordinates? specifically in 
> Relation to Mapping Tims onto Quads? 

> If someone has already asked this Question A pointer to the 
> postings Will Do. (FAQ Available?) 

> 

> BIW I am doing it via *.mat files utill RsdTool Arrives. 
> 

> Thanks in Advance 

> 

> -- 

> Cobra 


The u,v coordinates are the positions in the texture that are to be 
mapped to the vertices of a face in the polygon. In the mat file for 
each of the polygons as described in the ply file there is the texture 
information. The exact fields are described in the RSD document, 
available on this site. The u,v coordinates will be pixel values within 
the texture (not screen coordinates). The order of the u,v's is top 
left, top right, bottom left and bottom right. 


You should be able to use the RSDTool beta (also on this site) to do 
this, the latest one crashes a lot less often. 


Hope this is enough info. If not can we have more info on whats going 
wrong. 


Stuart 
—-MESSAGE FILE 13302 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000182 


——MESSAGE FILE 13303 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000183 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: u,v co-ordinates 

Date: Tue, 27 May 1997 19:58:44 GMT 

Organization: Into Beyond 

Lines: 26 

Message-ID: <338c3cad.3485131@news.playstation.co.uk> 
References: <338B1B07.515B@cobradev.demon.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 27 May 1997 10:33:59 -0700, colin adams 
<colin@cobradev.demon.co.uk> did quoth at me: 


>Could someone Explain u,v co-ordinates? specifically in 
>Relation to Mapping Tims onto Quads? 

>If someone has already asked this Question A pointer to the 
>postings Will Do. (FAQ Available?) 

> 
>BIW I am doing it via *.mat files utill RsdTool Arrives. 


Our 3ds tool handles this for us (wahey!) but for quads you need to 
know that the coords are in Z format. 


i.e. 


Top left, Top Right, Bottom Left, Bottom Right. 


I believe this is related to the fact that the ps-x renders triangles 
at the hardware level. 


Remember that you values can only run Dbetween 0-255 :) 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 
* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 
* Wibbler exclaimed "Another 10%? Get stuffed Wanderers! * 
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-—-MESSAGE FILE 13303 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000183 


—-MESSAGE FILE 13304 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000184 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Texture Problems Again 

Date: Wed, 28 May 1997 00:42:13 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 77 

Message-ID: <338BE1D5.71D3@dial.pipex.com> 


References: <33889736.687B@cobradev.demon.co.uk> <338A9D3C.EA8@interactive.sony. 


NNTP-Posting-Host: ak050.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


loper Support wrote: 


lin adams wrote: 
1. I have located a Bug in my project, the offending code 
Is appended. The symptom of this code is a complete Crash. 
I would be extremely grateful if someone could examine this 
code & tell me where I may be going wrong. 


/* Bugged Code */ 


#define FLTEX_ADDRESS 0x800c03BC // Floor Texture 64*64, 8 bit clut 
void InitTexture (u_long *address);// texture in sytem memory 
u_long *tptr; 


void main () 

{ 

tptr =(u_long*) FLTEX_ADDRESS; 
InitTexture (tptr); 


-- 


Mee A NP Eg V V Reg NL veg MN D 
EME EE eee q N ee tee FO N 


com> 
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void InitTexture (u_long *address) 
{ 


GsIMAGE *Info; // tim info ptr // POINTER ONLY 
RECT rect; 


// +4 skip header of TIM file 
addresstt+; 
GsGetTimInfo (address, Info); 


rect.x = Info->px; 
rect.y = info->py; 
rect.w = Info->pw; 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV OV 


Hi 


Տ 


rect.h = Info->ph; 
LoadImage (&rect, Info->pixel); 
DrawSync (0); 


rect.x = Info->cx; 
rect.y = Info->cy; 
rect.w = Info->cw; 
rect.h = Info->ch; 


LoadImage (&rect, Info->clut) ; 
DrawSync (0); 


VVVVVVVVVVVVVV VV VV VV VV 


-- 


I think the problem is that there is no memory allocated for your 
GsIMAGE* pointer to point to (GsGetTimInfo will NOT allocate it 
as far as I know). Hence, you cannot store and retrieve things 
successfully; I suspect the feed of bad values to LoadImage 

is what actually causes the total crash. 


Declare the GsIMAGE as full structure rather than variable, 
things should now work. 

Also, if you _ever_ need to refer to our use a TIM file 

more than once, it's very handy having a GsIMAGE structure 
with all the correct info available, so you can make GsIMAGE 
structures global for later reuse. 


Lewis 
1, 


omeone posted to the 2D_graphics group with a related problem to 


this one. Not only will you have to create an actual GsIMAGE structure 
variable with 'GsIMAGE info' instead of 'GsIMAGE *info' and pass it's 


a 
i 
c 


Տ 


ddress with 'GsGetTimInfo(address, &info)', but you will also have to 
nitialize the graphics system in main() using GsInitGraph() (before 
all to InitTexture() ). 


ee Library Ref. page 101 which says none of the 'Gs****' functions 


work correcly until the graphics system has been initialized. Hence, 


g 
a 


H 


arbage values returned by GsGetTimInfo() lead later in your code to 
n almost inevitable crash. 


ope this helps! 


Chris Chadwick 


3 


0 
P 
EF 
N 


-MESSAGE FILE 13304 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


d_graphics/00000184 


-MESSAGE FILE 13305 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


03d_graphics/00000185 

ath: chuka.playstation.co.uk!news 

rom: Ira Rainey <shad.dev@netcomuk.co.uk> 
ewsgroups: scee.yaroze.programming.3d_graphics 


Subject: Re: Texture Problems Again 


D 
O 
L 


ate: Wed, 28 May 1997 00:51:34 +0100 
rganization: shadow developments 
ines: 15 


Message-ID: <338B7385.2A83@netcomuk.co.uk> 


References: <33889736.687B@cobradev.demon.co.uk> <338A9D3C.EA8@interactive.sony.com> 


<338BE1D5.71D3@dial.pipex.com> 


NNTP-Posting-Host: dialup-06-11.netcomuk.co.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Chris Chadwick wrote: 
> 


Snip 
> 


No further answer, just good to dee that I'm not the only one still sat 
at this keyboard at this hour. 


Ira 


"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 13305 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000185 


——MESSAGE FILE 13306 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000186 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Problems Again 

Date: Wed, 28 May 1997 00:55:14 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <338BE4E2.472Bédial.pipex.com> 

References: <33889736.687B@cobradev.demon.co.uk> <338A9D3C.EA8@interactive.sony.com> 
<338BE1D5.71D3@dial.pipex.com> <338B7385.2A83@netcomuk.co.uk> 

NNTP-Posting-Host: ak050.du.pipex.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


Ira Rainey wrote: 


> 

> Chris Chadwick wrote: 

>> 

> 

> Snip 

> 

>> 

> 

> No further answer, just good to dee that I'm not the only one still sat 
> at this keyboard at this hour. 

> 

> Ira 

> 

> -- 

> "Never take life too seriously, 'cause you know you're not getting out 
> of it alive." - Bugs Bunny 

The night is still young ;) 

Chris C 


—-MESSAGE FILE 13306 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000186 


——MESSAGE FILE 13307 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000187 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: General 3d Questions. 

Date: Wed, 28 May 1997 20:31:26 -0700 
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Organization: Cobra Developments 

Lines: 49 

Message-ID: <338CF88E.2608@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Hello All 


This is not A Tech support Question, But You can 
Answer if you wish & I would be very Grateful. 


I wonder if Anyone could enlighten me on a few Questions 
that have recently been Nagging my Overloaded Grey Matter. 
But first some background info. 


I am currently working on a Map Editor for a 3d World. 
The World Objects (WO) (Only Floors & Walls supported at 
present) are made up of Textured Quads (at last I sussed it):-). 
The Objects are initially placed in the World via translation. 
The World is currently scrolled around in 8 directions by 
modifying the x y z positions of the Objects. 
At present The Game engine could support a game like 
"Crash Bandicoot" or "Lone Soldier". i.e. (the world doesn't 
rotate in the direction of the viewpoint of the player character (PC) ) 
—-MESSAGE FILE 13307 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000187 


——MESSAGE FILE 13308 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000188 

Path: chuka.playstation.co.uk!news 

From: Mark Henkelis <mark.henkelis@virgin.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsInitGraph 640x512 

Date: Thu, 29 May 1997 00:26:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <338CBF40.5AB8@virgin.net> 
References: <336730D1.12A8@interactive.sony.com> 
NNTP-Posting-Host: p43-grouse-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO05 (Win95; 1) 


laura smith wrote: 


> 

> Some of you may have noticed the chrome demo doesn't clear the screen. 
> The reason for this is a bug in the libraries when using GsInitGraph 

> with 640x512, the demo will work with 640x480, and an update using only 
> this will be posted soon. 

> 

> As for the bug, Colin is working on a fix. 

> 

> Stuart 


If only I'd read this sooner! Spent a happy few hours trying to work out 
why my demo didn't clear the screen first. In the end I just amended 
GSDRAWENV as follows: 


void InitialiseAll (void) 


{ 


// graphical initialisation: 

SetVideoMode (MODE_PAL) ; 

ResetGraph (0); 

GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, GSOFSGPU, 1, 0); 
ClearInterlacedScreen (); 

GsDefDispBuff(0, 0, 0, 0); 

GsInit3D(); 
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} 


void ClearInterlacedScreen (void) 

{ 
// HACK TO CLEAR SCREEN IN PAL 640x512 INTERLACED MODE 
GsDRAWENV.isbg 
GsDRAWENV.r0 = 
GsDRAWENV.g0 
GsDRAWENV.b0O 


| 
ՓՓՓԾ| 
--ծ- 


) 
This works fine for me and also in the old chrome demo. 


Mark. 


-—-MESSAGE FILE 13308 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000188 


—-MESSAGE FILE 13309 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000189 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Calculating Normals 

Date: Thu, 29 May 1997 12:55:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <338D6EC6.7EC3@geocities.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Hi, 


OK, I've finally got around to really playing with the Yaroze and I 
like it. 


designing my own 3D world system (wow! original!) and I'm starting 
off with the basics... I'm having a problem calculating normals for 
TMDVERTs for use in my own custom GPU primitives. 


This is the routine I'm using the calculate the normals for a triangle, 
I'm a bit confused as it doesn't produce the correct results (when 
compared to the normals produced by RSDTOOL for the same triangles): 


/* calculate normal for flat shaded triangle 
IN: ptr to TriPoly structure 

K. 

void CalculateNormal (TriPoly *ptr) 

{ 


// functions used 
int GetSizeOfVector(TMDVERT *); 
void ScaleVectorToUnit (TMDVERT *); 


// temp storage 
TMDNORM normal; 


// convert vectors to unit vectors 


ScaleVectorToUnit (& (ptr->vert[0])); 
ScaleVectorToUnit (& (ptr->vert[1])); 
ScaleVectorToUnit (& (ptr->vert[2])); 


// calc normal 

normal.nx = (ptr->vert[1].vy - ptr->vert[O0].vy) * (ptr->vert[0].vz - 
ptr->vert[2].vz) - 
(ptr->vert[1].vz - ptr->vert[0].vz) * (ptr->vert[0].vy - 
ptr->vert[2].vy); 

normal.ny = (ptr->vert[1].vz - ptr->vert[0].vz) * (ptr->vert[0].vx - 
ptr->vert[2].vx) - 
(ptr->vert[1].vx - ptr->vert[0].vx) * (ptr->vert[0].vz - 
ptr->vert[2].vz); 
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normal.nz = (ptr->vert[1].vx - ptr->vert[0].vx) * (ptr->vert[0].vy - 
ptr->vert[2].vy) - 
(ptr->vert[1].vy - ptr->vert[0].vy) * (ptr->vert[0].vx - 
ptr->vert [2] .vx); 


} 


The normal produced by this routine is quite different from that the 
correct normal. Am I using the right method??? I'm sure the 
ScaleVectorToUnit function and GetSizeOfVector functions are OK as 
they are from Sony code anyway. 


Can anyone help? 
Cheers, 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 


8897 


—-MESSAGE FILE 13309 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000189 


——MESSAGE FILE 13310 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000190 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Calculating Normals 

Date: Thu, 29 May 1997 14:36:03 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 103 

Message-ID: <338D8643.30D2@interactive.sony.com> 
References: <338D6EC6.7EC3@geocities.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Kev wrote: 


Hi, 
OK, I've finally got around to really playing with the Yaroze and I 
like it. 

designing my own 3D world system (wow! original!) and I'm starting 
off with the basics... I'm having a problem calculating normals for 


եռ 


TMDVERTs for use in my own custom GPU primitives. 


This is the routine I'm using the calculate the normals for a triangle, 
I'm a bit confused as it doesn't produce the correct results (when 
compared to the normals produced by RSDTOOL for the same triangles): 


/* calculate normal for flat shaded triangle 
IN: ptr to TriPoly structure 

a 

void CalculateNormal (TriPoly *ptr) 

{ 


// functions used 
int GetSizeOfVector(TMDVERT *); 
void ScaleVectorToUnit (TMDVERT *); 


// temp storage 
TMDNORM normal; 


// convert vectors to unit vectors 
ScaleVectorToUnit (& (ptr->vert[0])); 
ScaleVectorToUnit (& (ptr->vert[1])); 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV 
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ScaleVectorToUnit (& (ptr->vert[2])); 


// calc normal 

normal.nx = (ptr->vert[1].vy - ptr->vert[0].vy) * (ptr->vert[0].vz - 
ptr->vert[2].vz) - 
(ptr->vert[1].vz - ptr->vert[0].vz) * (ptr->vert[0].vy - 
ptr->vert[2].vy); 

normal.ny = (ptr->vert[1].vz - ptr->vert[0].vz) * (ptr->vert[0].vx - 
ptr->vert[2].vx) - 
(ptr->vert[1].vx - ptr->vert[0].vx) * (ptr->vert[0].vz - 
ptr->vert[2].vz); 

normal.nz = (ptr->vert[1].vx - ptr->vert[0].vx) * (ptr->vert[0].vy - 
ptr->vert[2].vy) - 
(ptr->vert[1].vy - ptr->vert[0].vy) * (ptr->vert[0].vx - 
ptr->vert [2] .vx); 


} 


The normal produced by this routine is quite different from that the 
correct normal. Am I using the right method??? I'm sure the 
ScaleVectorToUnit function and GetSizeOfVector functions are OK as 
they are from Sony code anyway. 

Can anyone help? 

Cheers, 


Kev. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


http://www.geocities.com/SiliconValley/Pines/7428 


We're not suppose to be here to help with coding, only technical 
problems. What your doing is normalising the polygon vectors before 
calculating the cross product. This messes up everything, I think what 
you were trying to do is normalise the direction vectors that make up a 
Side. Plus your calculating the clockwise vectors not the anticlockwise 
ones. 


Your code should look like this: 


void CalculateNormal (TriPoly *ptr) 

{ 
// functions used 
int GetSizeOfVector(TMDVERT *); 
void ScaleVectorToUnit (TMDVERT *); 


// temp storage 
TMDNORM normal; 
TMDVERT v1,v2; 


// convert vectors to unit vectors 


vi.vx = ptr->vert[0].vx - ptr->vert[1].vx; 
vl.vy = ptr->vert[0].vy - ptr->vert[1].vy; 
vi.vz = ptr->vert[0].vz - ptr->vert[1].vz; 


v2.vx = ptr->vert[2].vx - ptr->vert[0] .vx; 
v2.vy ptr->vert[2].vy - ptr->vert[0].vy; 
v2.vz = ptr->vert[2].vz - ptr->vert[0].vz; 


ScaleVectorToUnit (&v1); 
ScaleVectorToUnit (&v2); 


// calc normal 

normal.nx = vl.vy * v2.vz - vl.vz * v2.vy; 
normal.ny = vl.vz * v2.vx - vl.vx * v2.vz; 
normal.nz = vl.vx * v2.vy - vl.vy * v2.vx; 


} 


Stuart 
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—-MESSAGE FILE 13310 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000190 


--MESSAGE FILE 13311 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000191 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Calculating Normals 

Date: Thu, 29 May 1997 15:05:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <338D8D31.7021@geocities.com> 

References: <338D6EC6.7EC3@geocities.com> <338D8643.30D2@interactive.sony.com> 
NNTP-Posting-Host: mango.ferndown.ate.slb.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Developer Support wrote: 

Kev wrote: 

> The normal produced by this routine is quite different from that the 
correct normal. Am I using the right method??? I'm sure the 
ScaleVectorToUnit function and GetSizeOfVector functions are OK as 
they are from Sony code anyway. 


VVVVVVV 
V V V V 


> Can anyone help? 

<snip> 

> We're not suppose to De here to help with coding, only technical 
> problems. 

Um, that's why I wrote "anyone" ie. anybody with access to this 


newsgroup and could help - I didn't specifically ask Sony!!! Thanks 
anyway! :) 

> What your doing is normalising the polygon vectors before 

> calculating the cross product. This messes up everything, I think what 
> you were trying to do is normalise the direction vectors that make up a 
> side. Plus your calculating the clockwise vectors not the anticlockwise 
> ones. 

> 


> Your code should look like this: 
<snip> 
Ah I see, cheers! 


Kev. "One Happy Yaroze Owner" 


P.S. There's a new tune up on my site for those into MODs... 
http://www.geocities.com/SiliconValley/Pines/7428 

--MESSAGE FILE 13311 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000191 


——MESSAGE FILE 13312 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000192 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Calculating Normals 

Date: Thu, 29 May 1997 15:33:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 9 
Message-ID: <338D93BD.595F@interactive.sony.com> 

References: <338D6EC6.7EC3@geocities.com> <338D8643.30D2@interactive.sony.com> <338D 
8D31.7021@geocities.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 
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I forgot the 4096 thing, the normals will have to be done like this: 


normal.nx = vl.vy * v2.vz / 4096 - vl.vz * v2.vy / 4096; 
normal.ny = vl.vz * v2.vx / 4096 - vl.vx * v2.vz / 4096; 
normal.nz = vl.vx * v2.vy / 4096 - vl.vy * v2.vx / 4096; 


Its the old am I coding PC or PSX? 


Stuart 
--MESSAGE FILE 13312 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000192 


—--MESSAGE FILE 13313 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000193 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: General 3d Questions. 

Date: Thu, 29 May 1997 17:00:32 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 93 

Message-ID: <338DA820.77FB@interactive.sony.com> 
References: <338CF88E.2608@cobradev.demon.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 
Hello All 


This is not A Tech support Question, But You can 
Answer if you wish & I would be very Grateful. 


I wonder if Anyone could enlighten me on a few Questions 
that have recently been Nagging my Overloaded Grey Matter. 
But first some background info. 


I am currently working on a Map Editor for a 3d World. 
The World Objects (WO) (Only Floors & Walls supported at 
present) are made up of Textured Quads (at last I sussed it):-). 
The Objects are initially placed in the World via translation. 
The World is currently scrolled around in 8 directions by 
modifying the x y z positions of the Objects. 
At present The Game engine could support a game like 
"Crash Bandicoot" or "Lone Soldier". i.e. (the world doesn't 
rotate in the direction of the viewpoint of the player character (PC) ) 
—-MESSAGE FILE 13313 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000193 


VVVVVVVVVVVVVVV VV VV 


——MESSAGE FILE 13314 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000194 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: General 3d Questions. 

Date: Thu, 29 May 1997 00:03:19 -0700 

Organization: Cobra Developments 

Lines: 18 

Message-ID: <338D2A37.321@cobradev.demon.co.uk> 

References: <338CF88E.2608@cobradev.demon.co.uk> <338DA820.77FB@interactive.sony.com 
> 

NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 
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Developer Support wrote: 


> See the <3d6> sample for various view modes, which come out 

> of various simple but powerful ways to move and rotate the 

> camera. Vital things to do with a camera: 

> (1) be able to move and rotate in many ways to create 

> a nice variety of view modes 

> e.g. attach to object for over-the-shoulder or immersive/local view. 
> (2) find its matrix: the position, direction and orientation 

> of the view 

> 

Thanks 


<3d6>? I am reading this via Netscape 3.0. What is <3d6>? 


> > -- 

> > Cobra 

—-MESSAGE FILE 13314 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000194 


—-MESSAGE FILE 13315 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000195 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Info on MIMe 

Date: 29 May 1997 19:23:30 GMT 

Organization: SCEA Net Yaroze News 

Lines: 5 

Message-ID: <0Olbc6éc66$5f207d40Sbe8fb5cc@furlough> 
NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


Anyone know of any reference material on MIMe that I can get my hands on?? 
I have the dino demo, and am trying to figure out how it all works, and 
some sort of documentation might help! 


Thanks! 
-—-MESSAGE FILE 13315 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000195 


—-MESSAGE FILE 13316 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000196 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Managing a complex 3D world 

Date: Thu, 29 May 1997 20:35:44 -0500 

Organization: (no organization) 

Lines: 36 

Message-ID: <338E2EF0.5A47@charlie.cns.iit.edu> 

References: <3363982B.43D5@mbox.ulisse.it> <3365B9E2.7D98@interactive.sony.com> <336 
79A82.36E7@mbox.ulisse.it> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 


Paso wrote: 
laura smith wrote: 


> In 3D Studio and other packages, create and output 
> 3d polygon models, in rsd or dxf format. (3ds outputs in dxf). 


Some days ago a friend of mine has used Autocad 13 to make a simple 3D 
world to let me test some stuff on a "big" 3D background... 
The dxf2rsd hangs every time I try to covert the dxf! 


VVVVVVV VV 
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> It seems that this tool is able to covert a simple 3D model but is not 
> able to covert a 3D background (like a little town). 


I've been working with the 3D Studio R4 and dxf2rsd.exe and rsdv.bat 
programs to create 3D models on the PC and display them on the 
Yaroze. 


What I've seen is that anytime I create a boolean object where at least 
one of the base objects is a cylinder, the resulting image is 
completely messed up. (Okay, you can kind of see the intended shape). 
There are extra triangles going off into space, missing triangles, 
triangles with the normals reversed, and hay, even a few "normal 
expected" triangles :-) 


For example: Try to create a 3D "P" shaped object from a cylinder 
and a box. Make a union boolean object, save to .dxf, convert 
dxf2rsd -back file.dxf, and read using rsdv.bat. Wierd, huh? 


I have not seen this problem when making boolean objects from just 
boxes for example. Only when I throw a cylinder (or "tube") into 
the mix. 


I'm assuming that the problem is with dxf2rsd.exe, but I'm not sure. 
Anyone have any other ideas? 


Ed Federmeyer 
—-MESSAGE FILE 13316 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000196 


——MESSAGE FILE 13317 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000197 

Path: chuka.playstation.co.uk!news 

From: Kev <kevtoast@geocities.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Managing a complex 3D world 

Date: Fri, 30 May 1997 09:13:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <338E8C40.7834@geocities.com> 

References: <3363982B.43D5@mbox.ulisse.it> <3365B9E2.7D98@interactive.sony.com> <336 
79A82.36E7@mbox.ulisse.it> <338E2EF0.5A47@charlie.cns.iit.edu> 

NNTP-Posting-Host: mango.ferndown.ate.slb.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.3 sun4m) 


Ed Federmeyer wrote: 

I've been working with the 3D Studio R4 and dxf2rsd.exe and rsdv.bat 
programs to create 3D models on the PC and display them on the 
Yaroze. 


What I've seen is that anytime I create a boolean object where at least 
one of the base objects is a cylinder, the resulting image is 
completely messed up. (Okay, you can kind of see the intended shape). 
There are extra triangles going off into space, missing triangles, 
triangles with the normals reversed, and hay, even a few "normal 
expected" triangles :-) 


For example: Try to create a 3D "P" shaped object from a cylinder 
and a box. Make a union boolean object, save to .dxf, convert 
dxf2rsd -back file.dxf, and read using rsdv.bat. Wierd, huh? 


VVVVVVVVVVVV VV 


This seems to be a similar problem to the one I had with normals 
being reversed on polygons after convertsion to rsd. I've found a 
solution!!! Download the demo of AcuTrans 3D from here: 


http://www.unibase.com/~4dsol 


it will load DXF/lightwave etc. objects and recalculate the normals!!! 
Great program, it's solved all my object problems! 
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Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 
—-MESSAGE FILE 13317 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000197 


——MESSAGE FILE 13318 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000198 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TMD 

Date: Fri, 30 May 1997 11:57:52 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 684 

Message-ID: <338EB2B0.19DF@interactive.sony.com> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


From markt@mincom.com 


>Hi Sony gurus! 

> 

>I've got a problem and it is a bit embarrassing... I can't get any 
>graphics to display on my screen! I have been trying to source the 
>problem for weeks but I am totally stumped. Please Help. 

> 

>I am creating a TMD on the fly at program start. Am creating a 

>TMD header with version, flag = real addresses (1) and number 

>of objects = 1. The object has NULL and 0 for its fields. Then 

>I add a flat, non textured triangle (tried the simplest possible) by 
>allocating memory (from the heap for now, malloc) for a >primitive/packet 
>data combination and also for vertex data. I have quadmillion checked 
>the TMD format - in your headers plus in the doco' and am as positive 
>as I can be that the data is correct (even in debug). The object fields 
>are updated to point to these malloc'ed addresses. 

> 


I set up a TMD like this, using TMD.H: 


void makeTMD_F_3(u_long *addr, u_char r, u_char ց, u_char b, 
TMD_NORM norm0O, TMD_VERT vert0O, TMD_VERT ver 
El, 
TMD_VERT vert2) 
{ 
TMD_OBJ *obj_table; // pointer to object table 
u_long *vert_table; // pointer to vertices table 
u_long *norm_table; // pointer to normals table 
u_long *prim_table; // pointer to primative table 


// Հեա» TMD header info Հեա» 
set TMD_HDR((TMD_HDR *)addr, 0x00000041, 1, 1); 
addr = (u_long *) ((TMD_HDR *)addr + 1); // move to end of header 


// ****kk*k** skip object table, values setup later ******** 
obj_table = (TMD_OBJ *) addr; 
addr = (ա 1օոց *) ((TMD_OBJ *)addr + 1); 


// KAKKKKKKK primative table KAKKKKKKK 

prim_table = addr; 

// primative info, specific to type of primative 

setPRIM_HDR((PRIM_HDR *)addr, F_3, 0, 3, 4); 

addr = (u_long *) ((PRIM_HDR *)addr + 1); // move to end of primative 
header 


// primative data 
setTMD_F_3((TMD_F_3 *)addr, r, g, b, 0, 0, 1, 2); 
addr = (u_long *) ((TMD_F_3 *)addr + 1); // move to end of primative 
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// KKKKKKKK vertices table KAKKKKKKK 

vert_table = addr; 

// vertices and normal data 

setTMD_VERT((TMD_VERT *) addr, vert0O.vx, vertO.vy, vert0O.vz); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 


setTMD_VERT((TMD_VERT *) addr, vertl.vx, vertl.vy, vertl.vz); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 


setTMD_VERT((TMD_VERT *) addr, vert2.vx, vert2.vy, vert2.vz); 
addr = (u_long *) ((TMD_VERT *)addr + 1); 


// KAKKKKKKK normals table KKKKKKKK 
norm_table = addr; 
set TMD_NORM((TMD_NORM *) addr, norm0O.nx, normO.ny, norm0.nz); 


// fill in object table details 
setTMD_OBJ(obj_table, vert_table, 3, norm_table, 1, prim_table, 1, 0); 
} 


>OK - all I do then is set a viewpoint to look at it but no go. The 
>WS world matrix appears OK, LS is 0 which should also be OK. No 
>graphics appears. The controller changes the view and ref' points but 
>still no go. 


> 
>I do a LinkObject4 only before the 'draw' (SortObject4) so I'm 
>sure I call it (link) with a totally valid TMD. I pass the address 


>of the object & the handler which is initialised, object number = 0. 
> 

>I have also attempted to do a quad and some lines (in the TMD) and 
>also have the same problem. Note the PSX doesn't show any signs of 
>error. 

> 

>The projection seems OK also. 

> 
>I have provided object files which have debug info and a compiled 
>executable. Would it be possible to run it thru' debug and discover 
>the stupid thing I am doing wrong? You can validate my TMD, etc. I 
>assume you can interrogate at the PSX level calls for bad info/states. 
> 


We don't like using debug, especially as you have the code, which you 
could send. 


>Sorry 'bout this but I've run out of options and you're my last 
>resort. Thanks very much. 


> 
>By the way, when attempting to do TMD lines (no gradation) the GPU 
>complains 40hex (code for lines) not assigned... how come? 


Quite possible the TMD format contains unsupported features. We haven't 
checked all of them, if anyone else finds something isn't supported we'd 
like to know, then we can update the TMD doc with this information. I 
found that gouraud no-texture(gradation) with light sourcing didn't 
work. 


> 

>I don't have direct news access (only via http) so I don't mind if 
>you broadcast my problem and solution to it so others don't do 
>anything as stupid. 

> 

>Oh yeah, in your doco' for the TMD format it appears the Quad, 
>Flat, Texture has a bad ilen in the "Packet Configuration" 

>figure (0x07 should be 0x08) I think? 


No the size of the quad info on input is 7, 
bits 
ԱՆՀ Հենա ան 152220 
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1 CBA vo U0 
2 TSB V1 Ul 
3 = v2 U2 
4 = ՄՅ Ս3 
5 vertex0 normal0 
6 vertex2 vertexl 
7 = vertex3 
> 

>Mark 

Stuart 


PS If you want the TMD.H file its contained in the chrome, morph, clone 
demos, and others. 


Alternatively: 


[BRK KKK KKK KKK KK KK SSS KK KK KK KK KK KK OK OK KK KK 


Copyright (C) 1997 by Sony Computer Entertainment 
All rights Reserved 


x w 
x ԵՀ 
* ԵՏ 
x ԵՏ 
* Տ. Ashley 9th Jan 97 5 
* x 
TEAK KK OK KK OK OK OK OK KR OK KK KK / 
#ifndef _tmd_h 

#define _tmd_h 

#include <libps.h> 


// for decoding primative mode 


#define IIP 0x10 // gouraud shading 

#define QUAD 0x08 // 4 sided 

#define TME 0x04 // textured 

#define ABE 0x02 // semi transparency on 
#define TGE 0x01 // brightness calculation off 


// flags for primatives 

#define GRD 0x04 // gradation 

#define FCE 0x02 // 2 sided 

#define LGT 0x01 // no light source calculation 


// primative modes 


#define F_3 0x20 // Triangle No-texture 

#define F_3G 0x20 // Triangle No-texture gradation 
#define F_3T 0x24 // Triangle Texture 

#define G_3 0x30 // triangle gouraud 

#define G_3G 0x30 // triangle gouraud gradation 

#define G_3T 0x34 // triangle gouraud texture 

#define F_3_NL 0x21 // triangle no texture no light 

#define F_3T_NL 0x25 // triangle texture no light 

#define G_3_NL 0x31 // triangle gouraud no texture no light 
#define G_3T_NL 0x35 // triangle gouraud texture no light 


#define F_4 0x28 // Quadangle No-texture 

#define F_4G 0x28 // Quadangle No-texture gradation 
#define F_AT Ox2c // Quadangle Texture 

#define G_4 0x38 // quad gouraud 

#define G_4G 0x38 // quad gouraud gradation 

#define G_4T 0236 // quad gouraud texture 

#define F_4 NL 0x29 // quad no texture no light 
#define F_4T_NL 02241 // quad texture no light 

#define G_4 NL 0x39 // quad gouraud no texture no light 
#define G_4T_NL 023141 // quad gouraud texture no light 
#define SL 0x40 // straight line no gradation 
#define SL_G 0x50 // straight line gradation 
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// TMD is made up of header, object tables (one for each object), 
// primative table, vertices table and normals table 


typedef struct 


{ 

u_long id; // 0x00000041 

u_long flag; // 1 if addresses real, 0 if offset 
u_long nobjs; // number of objects in TMD 

} TMD_HDR; 


#define setTMD_HDR(t,_i,_f,_n) \ 


(t)->id = (_i), (t)->flag = (_f), (t)->nobjs = (_n) 
typedef struct 

{ 

u_long *vert_top; // vertices table 

u_long n_vert; // number of vertices 

u_long *norm_top; // normal table 

u_long n_norm; // number of normals 

u_long *prim_top; // primatives table 

u_long n_prim; // number of primatives 

long scale; // not used 

} TMD_OBJ; 

#define setTMD_OBJ(t,_vt,_vn,_nt,_nn,_pt,_pn,_s) \ 
(t)->vert_top = (_vt), (t)->n_vert = ( Մո), \ 
(t)->norm_top = (_nt), (t)->n_norm = (_nn), \ 
(t)->prim_top = ( քե), (t)->n_prim = (_pn), \ 
(t)->scale = ( Տ) 


// primative table is made up of a collection of primatives headers, 
with there 
// primative data 


typedef struct 
{ 
u_char olen, ilen, flag, mode; 
} PRIM HDR; 


#define setPRIM_HDR(p,_m,_f,_i,_o) N 
(p) ->mode = (_m), (p)->flag = (_f), (p)->ilen = (_i), (p)->olen = (_o) 


typedef struct 
{ 
short vx, vy; 
short vz, pad; 
} TMD_VERT; 


= 


#define setTMD_VERT(t,_x,_y,_zZ) 
(t)->vx = (_x), (t)->vy 


վ 
| 
Հ 
- 
m 
| 
V 
< 
N 
վ 
| 
N 


typedef struct 
{ 
short nx, ny; 
short nz, pad; 
} TMD_NORM; 


#define set TMD_NORM(t,_x,_y,_Z) 
(t)->nx = (_x), (t)->ny 


= 


(y), (t)->nz (_z) 
// normals and vertices are indices for the normal and vertex tables 
// rO, g0, bO are colour values 
// mode2 is just a repetition of the mode data used as a filler 
typedef struct // ilen 3 olen 4 

{ 

u_char r0, g0, bO, mode2; 

u_short norm0, vert0O; 

u_short vertl, vert2; 

} TMD_F_3; 


#define setTMD_F_3(t,_r,_g,_b,_norm,_vert0,_vertl,_vert2) N 
(t)->mode2 = Ք 3, \ 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = ( Ե), ` 
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(t)->norm0 = 
(t)->vertO = 


// pad0, padl are just 
typedef struct 
{ 
u_char ro, 
u_char rl, gl, 
u_char r2, g2, 
u_short norm0, 
u_short vertl, 
} IMD_F_3G; 


g0, 


#define 


setTMD_F_3G(t,_r0,_g0, 


(_norm) , 
( ՃԹԷԵՕ), 


է 


(t)->vertl = (_vertl), (t)->vert2 = (_vert2) 


padding 
// ilen 5 olen 6 


b0, mode2; 


ԵԼ, pado; 
b2, padl; 
vert0; 
vert2; 


b0O,_rl1,_gl1,_b1,_r2,_92,_b2,_norm,_vert0,_vertl,_vert2) 


\ 


—>r0 


—>norm0 = 


) 
) 
) 


—>mode2 = F_3G, \ 


(t)->vert2 = (_vert2) 


// CBA clutY * 64 + clutX / 16 


// TSB texture page + semitrans rate 


7 
// ս, 
typedef struct 
{ 
u_char ս0, 
u_char ul, vl; 
u_char u2, v2; 
u_short norm0, 
u_short vertl, 
} IMD_F_3T; 


vO; 


#define 


setTMD_F_3T(t,_cba, 


tsb, 


(0..3) << 5 + colour mode (0..2) << 


v are texture page coordinates 


// ilen 5 olen 7 


u_short cha; 
u_short tsb; 
u_short pad; 
vert0; 
vert2; 


u0,_v0,_ul,_vl,_u2,_v2,_norm,_vert0,_vert1l,_vert2) 


\ 


typedef struct 
{ 
u_char r0, 90, 
u_short norm0, 
u_short vertl, 
u_short vert3, 
} TMD Բ 4; 


#define 


Է 


b), ÓN 
Ó 
Ó 
Ó 


| 
V 
Հ 
O 
B 
ct 
m. 

վ 


(_vertl), (t)->vert2 = (_vert2) 


olen 5 


setTMD_F_4(t, 
(t)->mode2 = 
t)->r0 = (_r 
—>norm0 = 
—>vert0 = 
—>vert2 = 


(t) 
(t) 
(t) 
(t) 


typedef struct 
{ 
u_char 
u_char 
u_char r2, g2, 
u_char r3, g3, 
u_short norm0, 
u_short vertl, 
u_short vert3, 
} IMD_F_4G; 


tO; 
Pall; 


g0, 
gl, 


PLAS N 
); 


g,_b,_norm,_vert0,_vert1,_vert2,_vert3) N 


(t)->gO0 = (_g), (t)->bO = (Լ 


(_norm), N 
(_verto 
(_vert2 


( ՇԵԼ), N 
(_vert3) 


(Է) ->vertl 
(t)->vert3 


); 
); 
// ilen 7 olen 8 


b0, 
b1, 


mode2; 
pad0; 
b2, padl; 
b3, pad2; 
vert0; 
vert2; 
pad3; 
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#define 
setTMD_F_4G(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_r3,_g3,_b3,_norm,_vert0,_vert1,_v 
ert2,_vert3) 
\ 

(t)->mode2 = F_4G, \ 

(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), \ 

(t)->rl1 = (_rl), (t)->gl = (_gl), (t)->b1l = (_b1), ` 

(t)->r2 = (_r2), (t)->g2 = (92), (t)->b2 = (_b2), ` 

(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), ` 

(t)->norm0O = (_norm), N 

(t)—>vert0 (_vert0), (t)—>vertl = (_vertl), N 

(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 7 olen 9 

{ 

u_char u0, v0; u_short cba; 

u_char ul, vl; u_short tsb; 

u_char u2, v2; u_short pad0; 

u_char u3, v3; u_short padl; 

u_short norm0, vert0; 

u_short vertl, vert2; 

u_short vert3, pad2; 

} TMD_F_4T; 
#define 
setTMD_F_4T(t,_cbha,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_u3,_v3,_norm,_vert0,_vertl,_vert2,_ 
vert3) 
N 

(t)->cba = (_cba), (t)->tsb = (_tsb), \ 

(t)->u0 = ( ս0), (t)->v0 = (v0), ` 

(t)->ul = (_ul), (t)->vl = ( Խ1), N 

(t)->u2 = (_u2), (t)->v2 = (_v2), N 

(t)->u3 = (_u3), (t)->v3 = (_v3), \ 

(t)->norm0O = (_norm), N 

(t)->vertO = ( ՄՇԷԵ0), (t)->vertl = (_vertl1), N 

(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 4 olen 6 

{ 

u_char r0, g0, bO, mode2; 

u_short norm0, vert0; 

u_short norml, vertl; 

u_short norm2, vert2; 

} TMD_G_3; 
#define setTMD_G_3(t,_r,_g,_b,_norm0,_norml,_norm2,_vert0,_vert1,_vert2) 
\ 

(t)->mode2 = 6 3, ` 

(t)->r0 = ( ք), (t)->g0 = (9), (t)->bO = (b), \ 

(t)->normO = (_norm0), (t)->norml = (_norml), (t)->norm2 = (_norm2), N 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), (t)->vert2 = (_vert2) 
typedef struct // ilen 6 olen 6 

{ 

u_char r0, g0, bO, mode2; 

u_char rl, gl, bl, pad0; 

u_char r2, g2, b2, padl; 

u_short norm0, vert0; 

u_short norml, vertl; 

u_short norm2, vert2; 

) TMD_G_3G; 
#define 
setTMD_G_3G(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_norm0,_norml,_norm2,_vert0,_vertl 
,_vert2) 
\ 

(t)->mode2 = G_3G, \ 

(t)->r0 = (_r0), (t)->g0 ( 90), (t)->bO = (_b0), ` 

(t)->r1 = (_rl), (t)->gl = (_gl), (t)->b1 = (_b1), N 

(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (52), ` 

(t)->norm0O = (_norm0), (t)->norml = (_norml), (t)->norm2 = (_norm2), N 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), (t)->vert2 = (_vert2) 
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typedef struct 
{ 


// ilen 6 olen 9 
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u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad; 
u_short norm0, vert0; 
u_short norml, vertl; 
u_short norm2, vert2; 
} TMD_G_3T; 
#define 
setTMD_G_3T(t,_cba,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_norm0,_norml,_norm2,_vert0,_vert1,_ 
vert2) 
\ 
(t)->cbha = (_cbha), (t)->tsb = (_tsb), N 
(t)->ud0 = ( ս0), (t)->v0 = (v0), \ 
(t)->ul = (_ul), (t)—>vl = (v1), ` 
(t)->u2 = (_u2), (t)->v2 = (_v2), Ն 
(t)->norm0 = (_norm0), (t)->normO = (_norml), (t)->normO = (_norm2), N 
(t)->vertO = (_vert0), (t)->vertl = (_vertl), (t)->vert2 = (_vert2) 
typedef struct // ilen 5 olen 8 
{ 
u_char r0, g0, bO, mode2; 
u_short norm0, vert0; 
u_short norml, vertl; 
u_short norm2, vert2; 
u_short norm3, vert3; 
} TMD_G_4; 
#define 
setTMD_G _4(t,_r,_g,_b,_norm0,_norml,_norm2,_norm3,_vert0,_vert1l,_vert2,_vert3) 
\ 
(t)->mode2 = G_4, N 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->b0 = (b), \ 
(t)->normO = (_norm0), (t)->norml = (_norml), N 
(t)->norm2 = (_norm2), (t)->norm3 = (_norm3), N 
(t)—>vert0 (_vert0), (t)—>vertl = (_vertl), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 8 olen 8 
{ 
u_char r0, 90, b0, mode2; 
u_char rl, gl, bl, pad0; 
u_char r2, g2, b2, padl; 
u_char r3, g3, b3, pad2; 
u_short norm0, vert0; 
u_short norml, vertl; 
u_short norm2, vert2; 
u_short norm3, vert3; 
} TMD_G_4G; 
#define 
setTMD_G 4G(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_r3,_93,_b3,_norm0,_norml,_norm2, _ 
norm3,_vert0,_vertl,_vert2,_vert3) 
\ 
(t)->mode2 = G_4G, \ 
(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), N 
(t)->rl = (_r1), (t)->gl = ( 91), (t)->bl = (_b1), \ 
(t)->r2 = ( 2), (t)->g2 = (_g2), (t)->b2 = ( 52), ` 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), \ 
(t)->normO = (_norm0), (t)->norml = (_norml), N 
(t)->norm2 = (_norm2), (t)->norm3 = (_norm3), N 
(t)->vertO = (_vert0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 8 olen 12 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char u3, v3; u_short padi; 
u_short norm0, vert0; 
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u_short norml, vertl; 
u_short norm2, vert2; 
u_short norm3, vert3; 
} IMD_G_4T; 


#define 
setTMD_G_4T(t,_cbha,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_u3,_v3,_norm0,_norml,_norm2,_norm3, 
_vert0,_vertl1,_vert2,_vert3) 


\ 
(t)->cbha = (_cbha), (t)->tsb = (_tsb), ` 
(t)->ud0 = (_u0), (t)->v0 = (v0), \ 
(է)-»ս1 = (_ul), (t)->vl = (_v1), ` 
(t)->u2 = (_u2), (t)->v2 = (_v2), N 
(t)->u3 = (_u3), (t)->v3 = (_v3), \ 
(t)->normO = (_norm0), (t)—->norml = (_norml), N 
(t)->norm2 = (_norm2), (t)->norm3 = (_norm3), N 
(t)->vertO = (_vert0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 
typedef struct // ilen 3 olen 4 


{ 

u_char r0, 90, b0, mode2; 

u_short vert0O, vertl; 

u_short vert2, pad; 

} Լաք Բ 3 պոչ 
#define setTMD_F_3_NL 


t,_r,_g,_b,_vert0,_vertl,_vert2) ` 


(t, 
(t)->mode2 = F_3_NL, ` 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = ( Ե), ` 
(t)->vertO = (_vert0), (t)->vertl = (_vertl), (t)->vert2 = (_vert2) 
typedef struct // ilen 6 olen 7 


{ 

u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char r0, g0, bO, padli; 
u_short vert0, vertl; 
u_short vert2, pad2; 

} TMD_F_3T_NL; 


#define 
setTMD_F_3T_NL(t,_cba,_tsb,_u0,_v0,_ul,_vl,_u2,_v2,_r,_g,_b,_vert0,_vertl,_vert2) 
\ 


(t)->cbha = (_cbha), (t)->tsb = (_tsb), ` 

(t)->u0 = ( ս0), (եյ-»70 = (ԽՆ0), \ 

(t)->ul = (_ul), (t)->vl = ( Խ1), ` 

(t)->u2 = (_u2), (t)->v2 = (_v2), \ 

(t)->r0 = (_r), (t)->g0 = (_g), (t)->b0 = (b), \ 

(t)->vertO = (_vert0), (t)->vertl = (_vertl), (t)->vert2 = (_vert2) 
typedef struct // ilen 5 olen 6 


{ 

u_char r0, g0, b0, mode2; 
u_char rl, gl, bl, pad0; 
u_char r2, g2, b2, padl; 
u_short vert0, vertl; 
u_short vert2, pad2; 

} TMD_G_3_NL; 


#define 
setTMD_G_ 3_NL(t,_r0,_g0,_b0,_r1,_g1,_b1,_r2,_g2,_b2,_vert0,_vert1,_vert2) 
x 


(t)->mode2 = G_3_NL, \ 

(t)->r0 = (_r0), (t)->g0 = (_g0), (t)->b0 (_b0), ` 

(t)->rl = (_rl), (t)->g1 = (_gl), (t)->b1 (_b1), \ 

(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (_b2), \ 

(t)->vertO = (_vert0O), (t)->vertl = (_vertl), (t)->vert2 = (_vert2) 
typedef struct // ilen 8 olen 9 


í 
u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
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v2; 
g0, 


u_char 
u_char 
u_char gl, 
u_char g2, 
u_short vert0O, 
u_short vert2, 
} TMD_G_3T_NL; 


#define 


setTMD_G_3T_NL(t,_cba, 


u_short pad0; 
b0, padli; 

bl, pad2; 

b2, pad3; 
vertl; 

pad4; 


tsb,_u0,_v0,_ul,_vl,_u2,_v2,_r0, 


g0, 


bO, 
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Է1, 91, ԵԼ, Է2,. 92,7 


ԵՉ, ՄԾԷԵՑ, ՄԾԷԵԼ, ՆԽԾԷԵԷԶ) 


է 


mc 1Յ2 


struct 

{ 

u_char r0, 90, 
u_short vert0O, 
u_short vert2, 
} TMD_F 4 NL; 


typedef 


` 
a 


l| — — — Z Z Z O: 
rt t t 


// ilen 3 olen 5 


b0, mode2; 
vertl; 
vert3; 


#define 


setTMD_F_4 NL 


t 


b, 


Էէ) ->mode2 
—>r0 
—>vert0 
—>vert2 


( 
(t) 
(t) 
(t) 


struct 
{ 

u_char 
u_char 
u_char 
u_char u3, 


typedef 


u0, 
ul, 
u2, 


( 


(t,_r,_g, 
F_4 NL, \ 
r), (t)->g0 
(_vert0), 
(_vert2), 


u_short 
u_short 
u_short 
u_short 


v0; 
v1; 
v2; 
v3; 


( 9), 
(Է) -»ՄՇԾԷԵԼ 


(t)->vert3 


(Ե) -»Ե0 


= ( Ե), 
(_vertl), 
(_vert3) 


// ilen 7 olen 9 


cha; 
tsb; 
pad0; 
padl; 


u_char r0, g0, 
u_short verto, 
u_short vert2, 
} TMD_F_4T_NL; 


#define 


setTMD_F_4T_NL (t,_cba, 


b0, pad2; 
vertl; 
vert3; 


tsb,_u0,_v0,_ul,_vl,_u2,_v2,_u3, 


vert0,_vertl1,_vert2,_vert3) 


v3, 


>vert2 


\ 


r, 


g, 


(_vert2) 


b,_vert0,_vertl,_v 


ert2,_vert3) 
\ 


struct 
{ 

u_char 
u_char 
u_char r2, g2, 
u_char r3, 93, 
u_short vert0O, 
u_short vert2, 
} IMD_G_4_ NL; 


typedef 


ro, 
rl, 


g0, 
gl, 


#define 


setTMD_G 4 NL(t,_r0, 


(_vert2), 


g0, 


` 
a 


bO = (_b), 
_vertl), N 
_vert3) 


( 9), 
(Է) -»ՄՇԾԷԵԼ 
(t)->vert3 


Jl aes 


), 


-» 
( 
( 
// ilen 6 olen 8 


b0, 
b1, 


mode2; 
pad0; 
b2, padl; 
b3, pad2; 
vertl; 
vert3; 


b0O,_r1,_gl1,_b1,_r2,_92,_b2,_r3, 


\ 


93, 


ԵՅ, 


vert0,_vertl,_vert2 


,_vert3) 


\ 


(t) ->mode2 


G_4 NL, 


\ 
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(t)->r0 (_r0), (t)->gO = ( 90), (t)->bO = (_b0), ` 
(Է)-»ո1 = ( 51), (t)->gl = (91), (t)->b1l = (_b1), N 
(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (_b2), ` 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), ` 
(t)->vertO = (_vert0), (t)->vertl = (_vertl1), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 10 olen 12 


{ 

u_char u0, v0; u_short cba; 
u_char ul, vl; u_short tsb; 
u_char u2, v2; u_short pad0; 
u_char u3, v3; u_short padl; 
u_char r0, 90, b0, pad2; 
u_char rl, gl, bl, pad3; 
u_char r2, g2, b2, pad4; 
u_char r3, g3, b3, pad5; 
u_short vert0, vertl; 
u_short vert2, vert3; 

} TMD_G_4T_NL; 


#define 
setTMD_G_ 41 ԱԿՆե(Ե, ՇԵճ, ԷտԵ, ս0, Մ0, ս1, ՄԼ, ս2, ՄԶ, ԱՅ, ՄՅ, Է0, 90, Ե0, 
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gl,_b1, 


r2,_g2,_b2,_r3,_g3,_b3, _vert0,_vertl,_vert2,_vert3) 
x 


(t)->cbha = (_cba), (t)->tsb = (_tsb), ` 
(t)->ud0 = ( ս0), (t)->v0 = (v0), ` 
(է)-»ս1 = (_ul), (t)->vl = (_v1), ` 
(t)->u2 = (_u2), (t)->v2 = (_v2), \ 
(t)->u3 = (_u3), (t)->v3 = (_v3), \ 
(t)->r0 = (_r0), (ե)-»ց0 = ( 90), (t)->bO = ( Ե0), \ 
(t)->r1 = (_rl), (t)->gl = (_gl), (t)->bl = (_b1), ` 
(t)->r2 = (_r2), (t)->g2 = (_g2), (t)->b2 = (_b2), \ 
(t)->r3 = (_r3), (t)->g3 = (_g3), (t)->b3 = (_b3), N 
(t)->vertO = (_vert0), (t)->vertl = (_vertl), N 
(t)->vert2 = (_vert2), (t)->vert3 = (_vert3) 

typedef struct // ilen 2 olen 3 
{ 
u_char r0, g0, b0, mode2; 
u_short vert0O, vertl; 
} TMD_SL; 

#define setTMD_SL(t,_r,_g,_b,_vert0,_vertl) N 
(t)->mode2 = SL, \ 
(t)->r0 = (_r), (t)->g0 = (_g), (t)->bO = (_b), \ 
(t)->vertO = (_vert0O), (t)->vertl = (_vertl1) 

typedef struct // ilen 3 olen 4 
í 


u_char r0, g0, bO, mode2; 
u_char rl, gl, bl, pad; 
u_short vert0O, vertl; 

} IMD_SL_G; 


#define setTMD_SL_G(t,_r0,_g0,_b0,_rl1,_gl,_bl,_vert0,_vert1) N 
t)->mode2 = SL_G, \ 


( 

(t)->r0 = ( 0), (Ե)-»ց0 = (90), (t)->bO = (_b0), N 
(t)->rl Հ (_rl), (ե)-»ց1 = (_g1), (t)->b1l = (bl), \ 
(t)->vertO = (_vert0O), (t)->vertl = (_vertl1) 


#endif 


—-MESSAGE FILE 13318 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000198 


—--MESSAGE FILE 13319 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000199 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: General 3d Questions. 

Date: Mon, 02 Jun 1997 08:48:04 +0100 
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Organization: Sony Computer Entertainment Europe 
Lines: 25 

Message-ID: <33927AB4.3CDF@interactive.sony.com> 
References: <338CF88E.2608@cobradev.demon.co.uk> <338DA820.77FB@interactive.sony.com 
> <338D2A37.321@cobradev.demon.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 


<3d6>? I am reading this via Netscape 3.0. What is <3d6>? 


> > -- 
> > Cobra 


> 

> Developer Support wrote: 

> 

> > See the <3d6> sample for various view modes, which come out 
> > of various simple but powerful ways to move and rotate the 

> > camera. Vital things to do with a camera: 

> > (1) be able to move and rotate in many ways to create 

> > a nice variety of view modes 

> > e.g. attach to object for over-the-shoulder or immersive/local view. 
> > (2) find its matrix: the position, direction and orientation 
> > of the view 

> > 

> 

> Thanks 

> 

> 

> 

> 

> 


3d6 is one of the recent new bits of sample code, 

under the SCEE sample code section. 

-—-MESSAGE FILE 13319 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000199 


——MESSAGE FILE 13320 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000200 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RsdTool 0.3b Working Ok On My Machine 
Date: Sat, 31 May 1997 01:29:20 -0700 
Organization: Cobra Developments 

Lines: 4 

Message-ID: <338FE160.5BE5@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


This Post is Just to say that RsdTool 0.3b is Working 

Fine On my Machine. Thanks 

Cobra 

—-MESSAGE FILE 13320 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000200 


——MESSAGE FILE 13321 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000201 

Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Wed, 04 Jun 1997 18:52:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 9 

Message-ID: <3395AB49.17AB@ukonline.co.uk> 
References: <338FE160.5BE5@cobradev.demon.co.uk> 
NNTP-Posting-Host: lon6-49.ukonline.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


colin adams wrote: 


> 

> This Post is Just to say that RsdTool 0.3b is Working 
> Fine On my Machine. Thanks 

> — 

> Cobrahi all, 


well it hangs every time on mine. 


cheers pete. 
—-MESSAGE FILE 13321 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000201 


—--MESSAGE FILE 13322 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000202 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Thu, 05 Jun 1997 09:46:16 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 11 

Message-ID: <33967CD8.3AA2@interactive.sony.com> 

References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Peter Dollochan wrote: 
> 
well it hangs every time on mine. 


VV v 


cheers pete. 


Can we have some more details, error messages, OS version, direct X 
version, etc 


Stuart 
—-MESSAGE FILE 13322 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000202 


--MESSAGE FILE 13323 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000203 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Chris Furlough" <furlough@bellsouth.net> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming, scea.yaroze.programming.3d_ 
graphics, scee.yaroze.freetalk, scee.yaroze.programming, scee.yaroze.programming.3d_gra 
phics 

Subject: Dino Demo Control 

Date: 5 Jun 1997 16:48:15 GMT 

Organization: SCEA Net Yaroze News 

Lines: 7 

Message-ID: <0Olbfcf0e$698cf340Sbe8fb5cc@furlough> 

NNTP-Posting-Host: potomac.medifax.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:54 scea.yaroze.programming.3d_gra 
phics:24 scee.yaroze.programming.3d_graphics:203 


I'm sure some of you guys have looked over the Dino demo. My question is: 
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"Why is the control section SO BIZARRE?" 


There doesn't seem to me to be any reason that it has to be so convoluted, 
other than the author wanted it that way. Couldn't it have been written 
like the rest of the demos?? 


-—-MESSAGE FILE 13323 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000203 


—--MESSAGE FILE 13324 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000204 

Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Thu, 05 Jun 1997 17:46:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <3396ED5F.3FFA@ukonline.co.uk> 

References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> <339 
67CD8. 3AA2@interactive.sony.com> 
NNTP-Posting-Host: lon3-59.ukonline.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Developer Support wrote: 


Peter Dollochan wrote: 

> 

> well it hangs every time on mine. 
> 

> cheers pete. 


Can we have some more details, error messages, OS version, direct X 
version, etc 


VVVVVVVVV VV 


StuartHi stuart, 

cyrix 166+,48mb ram ,videologic 600 4mb,videologic apocalyse 3d 
which is probably the problem.I'm using the first release of win95 with 
osr 1.There aren't any error messages it just hangs, and it's the latest 
version of directX. 


Pete. 
—-MESSAGE FILE 13324 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000204 


——MESSAGE FILE 13325 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000205 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <ulthwe@foobar.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: 5 Jun 1997 23:11:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01bc7206$55739660Sca5ba4c2@ulthwe> 

References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> <339 
67CD8.3AA2@interactive.sony.com> 

NNTP-Posting-Host: dyn-dtC0a.foobar.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1161 


Developer Support <dev_support@interactive.sony.com> wrote in article 
<33967CD8.3AA2@interactive.sony.com>... 

> Peter Dollochan wrote: 

>> 

>> well it hangs every time on mine. 

>> 
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> cheers pete. 


Can we have some more details, error messages, OS version, direct X 
version, etc 


I am also having problems with the RSD Tool 


I am running Windows NT 4.0 patch 3 (which includes new support for DirectX 
3 !!! *wow* same support 
as Win 95 now ...!!) 


It tries to load but then just falls out .. 

it tells me I should be running with at least 800x600 at 256 colors 
though I am running 

at 1280 * 1024 at 256 colors ... it then flashes up with the normal 
interface and promptly 

drops out !! 


DJS 
—-MESSAGE FILE 13325 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000205 


——MESSAGE FILE 13326 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000206 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Fri, 06 Jun 1997 09:43:48 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 16 

Message-ID: <3397CDC4.13C8@interactive.sony.com> 

References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> <339 
67CD8.3AA2@interactive.sony.com> <3396ED5F.3FFA@ukonline.co.uk> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Peter Dollochan wrote: 


> 
>Hi stuart, 
> cyrix 166+,48mb ram ,videologic 600 4mb,videologic apocalyse 3d 


> which is probably the problem.I'm using the first release of win95 with 
> osr 1.There aren't any error messages it just hangs, and it's the latest 
> version of directX. 
> 
> 


Pete. 


It's quite likely to be the 3d card, have you tried removing/switching 
off the 3d drivers? 


I'll pass your problem on to the programmer. 


Stuart 
—-MESSAGE FILE 13326 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000206 


—--MESSAGE FILE 13327 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000207 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Fri, 06 Jun 1997 09:46:48 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <3397CE78.2134@interactive.sony.com> 
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References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> <339 
67CD8.3AA2@interactive.sony.com> <01bc7206$55739660Sca5ba4c2@ulthwe> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Smethurst wrote: 
I am also having problems with the RSD Tool 


I am running Windows NT 4.0 patch 3 (which includes new support for DirectX 
3 !!! *wow* same support 
as Win 95 now ...!!) 


It tries to load but then just falls out .. 

it tells me I should be running with at least 800x600 at 256 colors 
though I am running 

at 1280 * 1024 at 256 colors ... it then flashes up with the normal 
interface and promptly 

drops out !! 


VVVVVVVVVVVV VV VO 


DJS 


Have you tried changing screen resolution, (I know its a pain, but it 
may help us sort out the problem). I'll pass your problem on to the 
programmer. 


Stuart 
—-MESSAGE FILE 13327 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000207 


--MESSAGE FILE 13328 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000208 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Fri, 06 Jun 1997 09:59:00 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 24 

Message-ID: <3397D154.4325@interactive.sony.com> 

References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> <339 
67CD8.3AA2@interactive.sony.com> <01bc7206$55739660Sca5ba4c2@ulthwe> 

Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Smethurst wrote: 
I am also having problems with the RSD Tool 


I am running Windows NT 4.0 patch 3 (which includes new support for DirectX 
3 !!! *wow* same support 
as Win 95 now ...!!) 


It tries to load but then just falls out .. 

it tells me I should be running with at least 800x600 at 256 colors 
though I am running 

at 1280 * 1024 at 256 colors ... it then flashes up with the normal 
interface and promptly 

drops out !! 


VVVVVVVVVVVV VV VO 


DJS 


I've just had a chat with the programmer and RSDtool needs to run in 
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16bit colour mode. I'm not sure why it says 800x600 256 colour, the 
two error messages in the latest version both state 800x600 16 bit mode 
as the lowest resolution. Have you got the latest version? 


Stuart 
—-MESSAGE FILE 13328 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000208 


—--MESSAGE FILE 13329 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000209 

Path: chuka.playstation.co.uk!news 

From: Peter Dollochan <peter.dollochan@ukonline.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdTool 0.3b Working Ok On My Machine 

Date: Fri, 06 Jun 1997 15:33:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33981FBB.2453@ukonline.co.uk> 

References: <338FE160.5BE5@cobradev.demon.co.uk> <3395AB49.17AB@ukonline.co.uk> <339 
67CD8.3AA2@interactive.sony.com> <3396ED5F.3FFA@ukonline.co.uk> <3397CDC4.13C8@inter 
active.sony.com> 

NNTP-Posting-Host: lon6-23.ukonline.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Developer Support wrote: 


> 

> Peter Dollochan wrote: 

>> 

> >Hi stuart, 

>> cyrix 166+,48mb ram ,videologic 600 4mb,videologic apocalyse 3d 
> > which is probably the problem.I'm using the first release of win95 with 
> > osr 1.There aren't any error messages it just hangs, and it's the latest 
> > version of directx. 

>> 

>> Pete. 

> 

> It's quite likely to be the 3d card, have you tried removing/switching 

> off the 3d drivers? 

> 

> I'll pass your problem on to the programmer. 

> 

> Stuart 

oh well it looks like my 512k pb cache has given up the ghost.The 


rsdtool 0.3b worked fine with this pulled out(no I,m not assumming the 
cache is broke because of a beta prog not working) 
The powervr card seems to sit quite happily with the newest drivers,now 
the old ones might be something completely different. 
cheers Pete. 
—-MESSAGE FILE 13329 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000209 


--MESSAGE FILE 13330 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000210 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Character Animation 

Date: Sat, 07 Jun 1997 07:01:48 -0700 
Organization: Cobra Developments 

Lines: 40 

Message-ID: <339969CC.519D@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 
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Hello Tech Support 


I am at the "Player Character (PC) Animation Stage" in 
My Project. The Project, is a "Tomb Raider style shoot 
em up", with the action taking place within a building. 
In my Project you can see the PC at all Times as the 


Camera is linked to the Super of the PC Object. 
I need to animate the PC Walking, Shooting ect. 


1. As DXF & TMD files Only contain single frame 


information 


(stills), Animation Using this Method of Data Storage Will 
Have to Be done By Traditional Methods i.e. Frame Flipping. 
This Method of Animation poses many problems mainly in the 


"Artist Design/Creation stage-: 


(a) Artists will have to Edit Graphics using RsdTool 0.3b 

1 frame at a time. As RsdTool 0.3b does not support 
multi-object editing as in AutoDesk Animator, Dpaint 4 ect. 
This will be very difficult when editing Data with 500+ 


Polys & many frames. 


(b) Any update to the Graphics by the artist in 


LightWave 


or 3d Studio will have to be completely re-edited as in 
step 1. A stressful experience as you can imagine. 


2. In Microsoft Direct 3d the Libs Directly support 3d Studio 
hierarchy (3ds format) which can contain animation (e.g. of a 


man running) or Stills. 


(c) Can you? How do you? Convert 3d studio (3ds 
LightWave (cant remember the name format) which 


format) or 
contain 


animation information e.g. of a man running to PSX format? 


If you Answer this Posting Please put your SIG at the foot 
of the post, so I Know with whom I am communicating. 


Thanks in Advance 


Cobra 
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—-MESSAGE FILE 13330 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000210 


—--MESSAGE FILE 13331 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000211 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Character Animation 

Date: Sat, 07 Jun 1997 06:26:38 +0200 
Organization: Reptile Design 

Lines: 28 

Message-ID: <3398E2FE.2169@reptile.no> 
References: <339969CC.519D@cobradev.demon.co.uk> 
Reply-To: lars.barstad@reptile.no 
NNTP-Posting-Host: grimstad2-8.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

To: colin adams <colin@cobradev.demon.co.uk> 


colin adams wrote: 


(a) Artists will have to Edit Graphics using RsdTool 0.3b 
1 frame at a time. As RsdTool 0.3b does not support 


This will be very difficult when editing Data 


> 
> 
> multi-object editing as in AutoDesk Animator, 
> 
> Polys & many frames. 


I have done some character animation, and it's not that difficult. 
What I did was to create one object in 3D Studio. When the object is 
created, animate the parts you want WITHOUT ADDING ANY NEW POLYGONS 


Dpaint 4 ect. 
with 500+ 
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and save them as different DXF files. 


Convert all files to RSD. Color/Texture the original object using 
RSDTool, and manually edit the other RSD files to use the same material 
file (.mat). This way you don't have to color each frame manually. 


Convert all files to TMD. To avoid storing multiple copies of the 
primitive list, write a program that extracts the vertexes & normals 
from each TMD except the first. At runtime you only have to point your 
vertex & normal pointer to the correct animframe. 


Does this make sense? I think this is the easiest way to implement 
character animation. Editing the vertexe-list directly is also possible, 
but I think you need a few different object that share the same 
behaviour to make it worthwhile to hardcode the movement. 


Lars 
lars.barstad@reptile.no 


—-MESSAGE FILE 13331 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000211 


——MESSAGE FILE 13332 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000212 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Character Animation 

Date: Sat, 07 Jun 1997 17:26:21 -0700 
Organization: Cobra Developments 

Lines: 61 

Message-ID: <3399FC2D.3384@cobradev.demon.co.uk> 
References: <339969CC.519D@cobradev.demon.co.uk> <3398E2FE.2169@reptile.no> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Lars Barstad wrote: 
colin adams wrote: 


> (a) Artists will have to Edit Graphics using RsdTool 0.3b 
> 1 frame at a time. As RsdTool 0.3b does not support 


> multi-object editing as in AutoDesk Animator, Dpaint 4 ect. 

> This will be very difficult when editing Data with 500+ 

> Polys & many frames. 

I have done some character animation, and it's not that difficult. 


What I did was to create one object in 3D Studio. When the object is 
created, animate the parts you want WITHOUT ADDING ANY NEW POLYGONS 
and save them as different DXF files. 


VVVVVVVVVV VV 


This Method is What I referred to When I said Frame Flipping. For Me 
its not 

a Problem to Code Animation Routines. In fact They are already written. 
I was Approaching the Problem from an Artists point of view. Artists are 
Creative 

people & Artists Will almost Certainly want to Update Graphics Many 
Times 

During The Development of a Project, Just as a Coder adds Extra Code to 
a 

function or a musician adds new Riffs to a Tune. 

If Every time I added a variable to a Function (Polygon in Artist case) 
I had 

to rewrite the function (Color/Texture in Artist case) I wouldn't be 
very happy 
with the situation & would feel that my Creativity is Curtailed. 
Graphics Creation 

Becomes very much a "One Shot Affair". 

(Adds a new slant on the Statement "Yaroze Means Lets Create"). 
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Convert all files to RSD. Color/Texture the original object using 
RSDTool, and manually edit the other RSD files to use the same material 
file (.mat). This way you don't have to color each frame manually. 


Convert all files to TMD. To avoid storing multiple copies of the 
primitive list, write a program that extracts the vertexes & normals 
from each TMD except the first. At runtime you only have to point your 
vertex & normal pointer to the correct animframe. 


VVVVVVVVVV 


Does this make sense? 


Yes It Does, Almost the same as I am doing it. Great? Minds think 
Alike:-) 


> I think this is the easiest way to implement 

> character animation. Editing the vertexe-list directly is also possible, 
> but I think you need a few different object that share the same 

> behaviour to make it worthwhile to hardcode the movement. 


I agree, but its a bit of a Hack isn't it? All this stuff should be 
High Level 
IMHO. 


Cobra 
—-MESSAGE FILE 13332 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000212 


—-MESSAGE FILE 13333 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000213 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Character Animation 

Date: Sun, 08 Jun 1997 01:48:16 +0200 

Organization: Reptile Design 

Lines: 42 

Message-ID: <3399F340.985@reptile.no> 

References: <339969CC.519D@cobradev.demon.co.uk> <3398E2FE.2169@reptile.no> <3399FC2 
D.3384@cobradev.demon.co.uk> 

Reply-To: lars.barstad@reptile.no 

NNTP-Posting-Host: grimstad-13.ppp.sn.no 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

To: colin adams <colin@cobradev.demon.co.uk> 


> This Method is What I referred to When I said Frame Flipping. For Me 

> its not 

> a Problem to Code Animation Routines. In fact They are already written. 
> I was Approaching the Problem from an Artists point of view. Artists are 
> Creative 

> people & Artists Will almost Certainly want to Update Graphics Many 

> Times 

> During The Development of a Project, Just as a Coder adds Extra Code to 
>a 

> function or a musician adds new Riffs to a Tune. 

> If Every time I added a variable to a Function (Polygon in Artist case) 
> I had 

> to rewrite the function (Color/Texture in Artist case) I wouldn't be 

> very happy 
> with the situation & would feel that my Creativity is Curtailed. 
> Graphics Creation 

> Becomes very much a "One Shot Affair". 

> (Adds a new slant on the Statement "Yaroze Means Lets Create"). 


I think the method described is sufficent, although I'd love some better 
tools. 
The Animetix plugin for 3ds would sure hit the spot. If the artist 
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designs a model & 

complete the animation, he has to do it over again if he decides to 
change the model. 

The only extra step is to add textures & colors to ONE frame, and that's 
not so bad I 

think. 


> I agree, but its a bit of a Hack isn't it? All this stuff should be 
> High Level IMHO. 


TMD should have supported extra vertex & normal lists for character 
animation, since we 
are stuck with it. It would sure help if you could build our own data 
structures instead of 

using TMD. Maybe it's worth the time to debug the OT and figure out how 
to draw 

polys directly. 


Lars 
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-—-MESSAGE FILE 13333 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000213 


——MESSAGE FILE 13334 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000214 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Character Animation 

Date: Wed, 11 Jun 1997 13:34:57 GMT 

Organization: Into Beyond 

Lines: 16 

Message-ID: <339ea2dc.4975393@news.playstation.co.uk> 
References: <339969CC.519D@cobradev.demon.co.uk> <3398E2FE.2169@reptile.no> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Sat, 07 Jun 1997 06:26:38 +0200, Lars Barstad 
<lars.barstad@reptile.no> did quoth at me: 


>Convert all files to TMD. To avoid storing multiple copies of the 
>primitive list, write a program that extracts the vertexes & normals 
>from each TMD except the first. At runtime you only have to point your 
>vertex & normal pointer to the correct animframe. 


we have a program here that does just that if anyone wants it. A 
project finishes today so with any luck I can play on the Yaroze again 
soon! 


* Alex Amsel * PC/PS-X 3D, Game and Internet Programming * 
* http://www.intobeyond.com * WWFC Please God Win: 97-98 * 
* Wibbler exclaimed "Another 10%? Get stuffed Wanderers! * 


—-MESSAGE FILE 13334 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000214 


--MESSAGE FILE 13335 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000215 

Path: chuka.playstation.co.uk!news 

From: "Michael Enoch" <100413.2514@compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Character Animation 

Date: 11 Jun 1997 21:34:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01bc75e6$c5990900Seb13e8c3@fred> 


References: <339969CC.519D@cobradev.demon.co.uk> <3398E2FE.2169@reptile.no> <3399FC2 
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D.3384@cobradev.demon.co.uk> <3399F340.985@reptile.no> 
NNTP-Posting-Host: 1d36-235.lon.compuserve.com 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm currently doing some leg animations for......... something, which I 
won't tell you all about yet, and what I've been doing is making a lower 
leg and upper leg TMD then recording what rotations are needed for the leg 
to move properly, I then rotate the leg sections (Lower leg super coord2 is 
the upper leg coord2) by the recorded values. It's actually a tad more 
complicated than that but it only requires a few TMDs (Upper and lower 
legs/torsos/arms). I may be updating my web pages soon and if so I will 
include my demo so far. If anyone wants me to explain further please ask. 
(I only check newsgroups twice a week however, at best) 


Mike. 


P.S. The other bonus is you can change the shapes for the body parts 
without changing the animations. 


P.P.S. I've had a hectic day, that is my excuse if I've missed the point 
completely. 


—-MESSAGE FILE 13335 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000215 


—--MESSAGE FILE 13336 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000216 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Manny Najera" <mnajera@ix.netcom. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Character Animation 

Date: 11 Jun 1997 23:50:31 GMT 

Organization: SCEA Net Yaroze News 

Lines: 10 

Message-ID: <01bc76c2$e2754340$7173d9ce@mannynaj> 

References: <339969CC.519D@cobradev.demon.co.uk> <3398E2FE.2169@reptile.no> <3399FC2 
D.3384@cobradev.demon.co.uk> <3399F340.985@reptile.no> 

NNTP-Posting-Host: dgr-il9-49.ix.netcom.com 

X-Newsreader: Microsoft Internet News 4.70.1155 


are stuck with it. It would sure help if you could build our own data 
structures instead of 

using TMD. Maybe it's worth the time to debug the OT and figure out how 
to draw 

polys directly. 


N. V: NO NE AN 


Has anyone figured out how to directly draw polygons? Preferrably in R3000 
asm? 


Manny Najera 
--MESSAGE FILE 13336 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000216 


——MESSAGE FILE 13337 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000217 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Matrices 

Date: 12 Jun 1997 11:17:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bc7723$05437940SLocalHost@default> 
NNTP-Posting-Host: client84dc.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello, 


I'm just reading-up on matrices before wading in and trying to write some 
3D stuff. I written 3D graphics programs before - but I've done it purely 
through using trigonometry - so using matrices is a new ball game for me. 
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So if anyone could clear-up the following couple of points that are 
perplexing me somewhat I'd be very greatful.... 


All the books and source-codes I've looked at so far (except Yaroze stuff) 
seem to use 4x4 matrices for 3D work, where as the only structure (ie 
MATRIX) used in the Yaroze stuff is a 3x3 matrix. Why? However I've 
noticed that in most examples in books where 4x4 matrices are used 
(translating, scaling, rotating etc), the last row and column seem largley 
redundant - is this anything to do with it?... or what? 


Also what's this Unit Matrix (GsIDMATIX) all about... is it just an ID 
matrix as the name might suggests? I can't find any significant mention 
of it in the manual. Is the Unit Matrix mentioned in the Library 
Reference Manual for the GsInitCoordinate2 routine (page 123 in my copy) 
the same as GSIDMATRIX? 


Cheers, 
Jon 
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—-MESSAGE FILE 13337 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000217 


——MESSAGE FILE 13338 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000218 

Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Matrices 

Date: Thu, 12 Jun 1997 13:20:02 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <33A059F2.6CA35F83@glam.ac.uk> 
References: <01bc7723$05437940SLocalHost@default> 
NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b5 [en] (Winl6; I) 
X-Priority: 3 (Normal) 


Jon Prestidge (alias Moose) wrote: 


seem to use 4x4 matrices for 3D work, where as the only structure (ie 
MATRIX) used in the Yaroze stuff is a 3x3 matrix. Why? However I've 
noticed that in most examples in books where 4x4 matrices are used 


V V V V V V 


redundant - is this anything to do with it?... or what? 


Most academic texts store will store 3D points using a 4D vector, the 
fourth 'dimension' is a scaling factor for the other three. The 4x4 
transformation matrices will only use the last row of the last column to 
alter this scaling factor, that is 


1000 x 
0100 y 
0010 Z 
000a s 


will scale a vector by a factor of a in all directions (x,y,z), rather 
than 


which is the 3x3 version of the same transformation. I used to know why 
this was a 'good idea', but the reason escapes me now. <mumble> unit 
vectors... simplified transformation matrices ... </mumble> 


Any good book using the 4x4 matrices should explain how they relate to 
3x3 matrices, and the advantages and disadvantages of both methods. (Not 
including we have to use libps or write a lot more code.) 


(translating, scaling, rotating etc), the last row and column seem largley 


All the books and source-codes I've looked at so far (except Yaroze stuff) 
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I hope this makes some sense. 


James 
—-MESSAGE FILE 13338 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000218 


—-MESSAGE FILE 13339 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000219 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Matrices 

Date: 12 Jun 1997 14:39:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bc773f£S2f£93ed80SLocalHost@default> 

References: <01bc7723$05437940SLocalHost@default> <33A059F2.6CA35F83@glam.ac.uk> 
NNTP-Posting-Host: client84el.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Yes thanks James - that does explain a lot - the fog is a bit less now! 


I don't suppose you know of a good book for a someone new to the use of 
matrices in 3D graphics do you? All the books on 3D graphics I've looked 
at so far either explain a simple overview of matrix use or just dive into 
reams and reams of ‘deep-end' stuff. 


Jon 
(...reply to <33A059F2.6CA35F83@glam.ac.uk>) 


—-MESSAGE FILE 13339 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000219 


—-MESSAGE FILE 13340 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000220 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Collision Detection in a 3d Environment. 

Date: Tue, 10 Jun 1997 19:52:38 -0700 

Organization: Cobra Developments 

Lines: 43 

Message-ID: <339E12F6.36F6@cobradev.demon.co.uk> 

NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


Hello All 


During the course of a Game one of the main functions that the 
Game must perform is Collision Detection. Both -: 

(a). Environment to Characters. 

(b) Character to Character. 


The Documentation I possess regarding this subject is sparse, to put it 
mildly. 


My Questions are-: 


1. Which Method is Best? 

The Method I used in my 2d projects was the "Bounding Box algorithm". 
Is this method applicable to 3d? I have heard of a "Bounding Sphere 
algorithm" But I haven't seen/got any info on it. 

Has anyone any Documentation regarding this Subject? 


2. When Creating Environment Blocks in a Modeler are there any 
Special Considerations to Consider Regarding Collisions i.e. XYZ+- 


Net Yaroze newsgroups message dump.txt Page 
ect. 


3. Has any One got any Environment Blocks I could use for Reference? 

This is so I can see if I created my Models Correctly as I do not have 
any 
Info to Refer to. I have a Modeler & I created the blocks in my Project 
Myself, 

& I'm not sure I have done them correctly as the Frame Rate is Starting 
to suffer 

a Bit When I texture the Objects. 


4. Can anyone point me in the direction of any Demos/Information/Sites 
ect 
Which Has any Environment Blocks/Collision Detection information? 


I would be Grateful if any postings regarding this post could be sent to 
my IP 
Address as Well as the NewsGroup. 


Thanks in Advance 


Cobra 


8926 


-—-MESSAGE FILE 13340 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000220 


——MESSAGE FILE 13341 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000221 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Collision Detection in a 3d Environment. 
Date: Fri, 13 Jun 1997 09:47:47 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 75 

Message-ID: <33A10933.7CB7@interactive.sony.com> 
References: <339E12F6.36F6@cobradev.demon.co.uk> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


colin adams wrote: 
Hello All 


During the course of a Game one of the main functions that the 
Game must perform is Collision Detection. Both -: 

(a). Environment to Characters. 

(b) Character to Character. 


The Documentation I possess regarding this subject is sparse, to put it 
mildly. 


My Questions are-: 


1. Which Method is Best? 

The Method I used in my 2d projects was the "Bounding Box algorithm". 
Is this method applicable to 3d? I have heard of a "Bounding Sphere 
algorithm" But I haven't seen/got any info on it. 

Has anyone any Documentation regarding this Subject? 


VVVVVVVVVVVVVVV VV VV 


Two of the simplest methods are bounding sphere and bounding cuboid. 


For bounding sphere, testing two objects to see if they collide 
is just testing the distance between them versus the sum of the 
two collision radii, 

i.e. 

objects A and B in collision iff 


Net Yaroze newsgroups message dump.txt 
{ (Ax-Bx) **2 + (Ay-By) **2 +(Az-Bz) **2} // square of distance 
< (A.collisionRadius + B.collisionRadius) **2 // square of legal dist 


For bounding cuboid, it's just bounding rectangle extended; 
for detection to be very fast, cuboids must be aligned in world 
i.e. not rotated at arbitrary angle. It really is just using 
bounding rectangle with an extra dimension check. 


> 2. When Creating Environment Blocks in a Modeler are there any 
> Special Considerations to Consider Regarding Collisions i.e. XYZ+- 
> ect. 


Given that collision detection is often a substantial CPU 
time-consumer, people often choose a fast algorithm and design a 
world around it (eg using bounding cuboids, and making the world 
out of 3d grid blocks and spaces). 

It depends how much collision detection you need to do, and how 
much time it will actually take under different world 
descriptions / polygonal building blocks. 


3. Has any One got any Environment Blocks I could use for Reference? 
This is so I can see if I created my Models Correctly as I do not have 
any 
Info to Refer to. I have a Modeler & I created the blocks in my Project 
Myself, 

& I'm not sure I have done them correctly as the Frame Rate is Starting 
to suffer 

a Bit When I texture the Objects. 


VVVVVVV VV 


This may just be due to the number of objects and size/detail of the 
textures, rather than any actual errors in creation. 


> 

> 4. Can anyone point me in the direction of any Demos/Information/Sites 
> ect 

> Which Has any Environment Blocks/Collision Detection information? 

> 

> I would be Grateful if any postings regarding this post could be sent to 
> my IP 

> Address as Well as the NewsGroup. 

> 

> Thanks in Advance 

> 

> — 

> Cobra 
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—-MESSAGE FILE 13341 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000221 


—-MESSAGE FILE 13342 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000222 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Matrices 

Date: Fri, 13 Jun 1997 13:06:56 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <33A137E0.99CE1D83@micronetics.com> 
References: <01bc7723$05437940SLocalHost@default> 
NNTP-Posting-Host: jim.micronetics.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Jon Prestidge (alias Moose) wrote: 
> 


> All the books and source-codes I've looked at so far (except Yaroze stuff) 
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> seem to use 4x4 matrices for 3D work, where as the only structure (ie 
> MATRIX) used in the Yaroze stuff is a 3x3 matrix. Why? 


For speed and a smaller structure with no loss of any real information. 
To multiply two 4x4 matrix you would require 64 multiplications whereas 
two 3x3 would only require 36. Both are worse cases. 


>However I've 

> noticed that in most examples in books where 4x4 matrices are used 

> (translating, scaling,rotating etc), the last row and column seem largley 
> redundant - is this anything to do with it?... or what? 


The last column is redundant (sortof). The last row is for translation. 
So when you multiply the last element of the last column (matrix[3] [3] 
in a 4x4, and is always 1) with the last row the result is the same. So 
you may as well just add it to the resulting final matrix anyway. Thats 
why if you look at the MATRIX structure there is the t[3] portion. 
That's the translation. 


> 
> Also what's this Unit Matrix (GsIDMATIX) all about... is it just an ID 
> matrix as the name might suggests? 


Yep, it's the identity matrix. Just a neat way of initilizing it. 


>I can't find any significant mention 

> of it in the manual. Is the Unit Matrix mentioned in the Library 

> Reference Manual for the GsInitCoordinate2 routine (page 123 in my copy) 
> the same as GsIDMATRIX? 


Unsure but I would guess so. 


Jim 
—-MESSAGE FILE 13342 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000222 


—-MESSAGE FILE 13343 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000223 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Matrices 

Date: 16 Jun 1997 11:18:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01bc7a48$02£3d720$33577ec2@default> 

References: <01bc7723$05437940SLocalHost@default> <33A137E0.99CE1D83@micronetics.com 
> 
NNTP-Posting-Host: client8733.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks, Jim for that futher enlightenment - 
all this info is greatfully received and let's me know I'm on the right 
track. 


Jon 


(..reply toJim <jim@micronetics.com> wrote in article 
<33A137E0.99CE1D83@micronetics.com>) 


—-MESSAGE FILE 13343 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000223 


--MESSAGE FILE 13344 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000224 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: No object 
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Date: Tue, 17 Jun 1997 11:54:30 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 43 

Message-ID: <33A66CE6.58B8@interactive.sony.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

CC: markt@minicom.com 


>To: PS Yaroze 

>CC: 

>From: markt @ mincom.com 

>Date: 05/06/97 09:17:32 EST 

>Subject: Are you ignoring me? 

> 

> 

>Hi guys, 

> 

>I know you are busy but I am not getting any response from 
>you at all. 

> 

>Don't you like me? 

> 

>I cannot obtain access to your newsgroup through our firewall 
>so may I use this email address to request advice or should 
>I use another. If so please advise. 

> 

>Can I subscribe to a newsgroup via email (e.g: email 

>to "majordomo@www.playstation.uk" with a subject 
>"subscribe <newsgroup>") ? 

> 

>My problem is that my graphics is not getting put into my 
>ordering table, it is empty (except for the SortClear). 

> 

>I know that the offset arg for GsSortObject4() should be 
>(14 - OT_LENGTH). My graphics data is also valid (a single 
>flat triangle). What should I be looking for? The PSX is 
>not complaining at all. 

> 

>Mark 

>markt@mincom.com 


Sorry this has taken so long, but we do concentrate on the web site, and 
don't normally answer support sent to PS Yaroze. 


With out more info it's difficult to tell what's wrong, it may be that 
your view is set up too close to the object, or facing away from the 
object. If you try GsSetView2 setup with the ID matrix, then translate 
your object to (0,0,1000) it should be on the screen. 


Stuart 
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-—-MESSAGE FILE 13344 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000224 


—--MESSAGE FILE 13345 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000225 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Video mode query 

Date: Wed, 18 Jun 1997 11:09:14 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 53 

Message-ID: <33A7B3CA.771F@interactive.sony.com> 
Reply-To: N/A-Use-Newsgroup 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; I) 


From Ira (shad.dev @ netcomuk.co.uk) 
>If I don't set a video mode at the start of my code (MODE_PAL 


>or MODE_NTSC) then will the yaroze default to a particular mode 
>or will it set itself to whatever it originally booted on? 


-- whenever you turn on power or reset the Yaroze, it will boot up 
into NTSC. When you run programs and return to CIP, it should preserve 
video mode, e.g. if you run programl that sets mode pal, then you quit 
programl and return to CIP and run program2, it should stay in PAL 

for program2 and carry on in PAL until SetVideoMode (MODE_NTSC) 

is called or it is reset. 


>I ask because if we are to distribute our finished game demos, then 
>only those with the same TV systems as the writer would be able to use 
>them properly. Hence no US or JAP demos. If I do not define my video 
>mode as PAL and set my screen to 320x240 would it work ok on both sides 
>of the pond? 


>Ira 


For a Yaroze game to work properly all over the world it is vital 
that it DETECT video mode and run properly under either. 


Detecting video mode is just a question of testing the result of 
GetVideoMode against MODE_PAL and MODE_NTSC. 


Making the game work properly under both modes is more tricky. 
The main areas affected are screen resolution, VRAM layout, 
overall frame rate and hence anything that depends on overall 
frame rate (eg sound, speed of various game processes, etc). 


While it is typical for PlayStation games to use vertical 

resolutions of 240/480 in NTSC and 256/512 in PAL, there is no 
necessity for this; you can display 256/512 in NTSC (part of world 

at top/bottom won't be shown) and you can display at 240/480 in PAL 
(this results in a large black band at the bottom of the screen, but if 
you set GsDISPENV.screen.y to e.g. 27 then the picture appears 

centred with just the tiniest bands above and below). 


One main effect on VRAM is that NTSC games sometimes store small images 
and CLUTs at the bottom-left օք VRAM; this assumes that screen 
resolution is not 256/512 i.e. is PAL-specific. Store nothing in the 
areas of VRAM that are or may be taken up with draw/display buffering 
and all should be fine. 


The other main effect of video mode is on frame rate, and this has 
knock-on effects; how exactly this will affect your program is 
hard to predict in advance, just try it and see what needs redoing. 


Lewis 
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—-MESSAGE FILE 13345 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000225 


—-MESSAGE FILE 13346 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000226 

Path: chuka.playstation.co.uk!dialup-—00-31.netcomuk.co.uk!user 
From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Video mode query 

Date: Wed, 18 Jun 1997 18:22:53 +0100 

Organization: shadow developments 

Lines: 69 

Message-ID: <shad.dev-1806971822540001@dialup—00-31.netcomuk.co.uk> 
References: <33A7B3CA.771F@interactive.sony.com> 
NNTP-Posting-Host: dialup-00-31.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


Ne 


In 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


So 
I 
bu 


1 Ա 
is 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


a 
be 
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article <33A7B3CA.771F@interactive.sony.com>, N/A-Use-Newsgroup wrote: 
From Ira (shad.dev @ netcomuk.co.uk) 
>If I don't set a video mode at the start of my code (MODE_PAL 


>or MODE_NTSC) then will the yaroze default to a particular mode 
>or will it set itself to whatever it originally booted on? 


-- whenever you turn on power or reset the Yaroze, it will boot up 
into NTSC. When you run programs and return to CIP, it should preserve 
video mode, e.g. if you run programl that sets mode pal, then you quit 
programl and return to CIP and run program2, it should stay in PAL 

for program2 and carry on in PAL until SetVideoMode (MODE_NTSC) 

is called or it is reset. 


you say that my yaroze boots into NTSC? How come then when it boots and 
run any code I write, without setting any video mode it runs in colour, 
t if I run some code that sets video mode to NTSC then it runs in B/W? 


m running my yaroze on a Commodore 1084S video monitor, which I beleive 
not capable of running NTSC. 


>I ask because if we are to distribute our finished game demos, then 
>only those with the same TV systems as the writer would be able to use 
>them properly. Hence no US or JAP demos. If I do not define my video 
>mode as PAL and set my screen to 320x240 would it work ok on both sides 
>of the pond? 


For a Yaroze game to work properly all over the world it is vital 
that it DETECT video mode and run properly under either. 


Detecting video mode is just a question of testing the result of 
GetVideoMode against MODE_PAL and MODE_NTSC. 


Making the game work properly under both modes is more tricky. 
The main areas affected are screen resolution, VRAM layout, 
overall frame rate and hence anything that depends on overall 
frame rate (eg sound, speed of various game processes, etc). 


While it is typical for PlayStation games to use vertical 

resolutions of 240/480 in NTSC and 256/512 in PAL, there is no 
necessity for this; you can display 256/512 in NTSC (part of world 

at top/bottom won't be shown) and you can display at 240/480 in PAL 
(this results in a large black band at the bottom of the screen, but if 
you set GsDISPENV.screen.y to e.g. 27 then the picture appears 

centred with just the tiniest bands above and below). 


One main effect on VRAM is that NTSC games sometimes store small images 
and CLUTs at the bottom-left օք VRAM; this assumes that screen 
resolution is not 256/512 i.e. is PAL-specific. Store nothing in the 
areas of VRAM that are or may be taken up with draw/display buffering 
and all should be fine. 


The other main effect of video mode is on frame rate, and this has 
knock-on effects; how exactly this will affect your program is 
hard to predict in advance, just try it and see what needs redoing. 


Lewis 
write all my demos using 320x240 and the screen looks fine. I don't have 


noticeable band over or below my screen. It's easier to run in 320x240 
cause the aspect ratio is the same as a regular PC screen, and it's 
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easier to design layouts and graphics that way. 
Ira 
"The difference between the impossible and the possible lies in determination" -- To 


mmy Lasorda 
—-MESSAGE FILE 13346 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000226 
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--MESSAGE FILE 13347 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000227 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Converting DXF to RSD 

Date: 19 Jun 1997 08:59:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <01lbc7c90$5b5eb700$d63261cb@beast> 
NNTP-Posting-Host: d3-u22.wgtn.clear.net.nz 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 


I was trying to convert several dxf files to rsd last night that were 
created with AutoCad (R13c4). The only object which even remotely 
worked was a cube - however several faces had been coverted from 
quadrangles to triangles, some were missing etc etc..... 


More complicated objects such as spheres and toroids failed to work at all. 
They load into LightWave no problem at all. The dxf2rsd converter for both 
windows and dos seemed to fail - the windows version with memory 
violations. 


The conversion tools seemed to be extracting the vertice information 
properly, 
however the normals and polygons were either incorrect or lost. 


Is anyone else having this problem? 

I'm starting to get a bit worried about creating objects in 3D modelling 
tools and 

being able to use them on the Yaroze with the tools available... 


Help! 
Cheers, 
Tyrone & Mario 


-—-MESSAGE FILE 13347 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000227 


—-MESSAGE FILE 13348 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000228 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: OT buffer puzzle 

Date: 19 Jun 1997 11:03:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <0lbc7cal$2688a700SLocalHost@default> 
NNTP-Posting-Host: client86ac.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello, this (as many things do) is perplexing me...... 


I'm sure this next section of code where stuff for the ordering tables are 


set-up will look familiar - it seems to be in many yaroze demos on the web 
Sites... 

#define OT_LENGTH 9 

static GsOT Wot[2]; /* Handler of OT */ 


static GsOT_TAG wtags[2] [1<<OT_LENGTH]; 


Wot [0].length = OT_LENGTH; 
Wot [0].org = wtags[0]; 


Net Yaroze newsgroups message dump.txt 

Wot [1].length = OT_LENGTH; 

Wot[1].org = wtags[1]; 

GsClearOt (0, 0, &Wot[0]); 

GsClearOt (0, 0, &Wot[1]); 
It just did not look right to me -- ie I would have thought the Wot[n].org 
would have had to have been set using a "&" before the wtags[n] to get it's 
address -- but there again I'm not a C guru and so I assumed that there 
must be some C-weirdness where arrays are automatically by reference... and 
after all that bit of code seems to be widely used -- so it must work... 
mustn't it?!?! Anyway I included it in a program I was starting to write. 


When going throught the program on the debugger (MetroWerks debugger 
v1.6) I noticed that the address that the pointer Wot[n].org was being set 
to was 9, which just so happend to be the constant OT_LENGTH! Obviously 
address 9 can't be right can it? It certainally was not even remotely like 
the address of the wtags array. So anyway I amended the code to be as 
follows... 


#define OT_LENGTH 9 

static GsOT Wot[2]; /* Handler of OT */ 
static GsOT_TAG wtags[2] [1<<OT_LENGTH]; 

static GsOT_TAG *temp_GsOT_TAG_pointer; 


Wot [0].length = OT_LENGTH; 
temp_GsOT_TAG pointer = &wtags[0] [0]; 
Wot [0].org = temp_GsOT_TAG_ pointer; 


Wot[1].length = OT_LENGTH; 
temp_GsOT_TAG pointer = &wtags[1] [0]; 
Wot[1].org = temp_GsOT_TAG_ pointer; 


GsClearOt (0, 0, &Wot[0]); 
GsClearOt (0, 0, &Wot[1]);¢ 


and this looked much better under the debugger... the pointer 
Wot[n].org now pointed to the same address as wtags[n]. I probably could 
have gotten away with just putting Wot[n].org = &wtags[n][0] but I wanted 
to see things happen in the debugger. 


My program works OK with my amended version of theOT set-up. 
I can't say whether or not it would have worked with the code the normal 
way because the program didn't work then anyway for other reasons. 


I'd be very interested on people's comments... could it be the debuger 
giving-out wrong data, or have I got the wrong idea about pointers and 
stuff, or have I lost my marbles... or .... other? 

Jon 
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—-MESSAGE FILE 13348 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000228 


—-MESSAGE FILE 13349 START: net-yaroze-usenet/00000001-SCEE/yaroze/programm 
003d_graphics/00000229 

Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: OT buffer puzzle 

Date: Thu, 19 Jun 1997 15:28:06 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 75 

Message-ID: <33A941F6.39CD@interactive.sony.com> 
References: <0Olbc7cal$2688a700SLocalHost@default> 
Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


ing/00000 
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X-Mailer: Mozilla 3.01 (Win95; 1) 

Jon Prestidge (alias Moose) wrote: 

Hello, this (as many things do) is perplexing me...... 


I'm sure this next section of code where stuff for the ordering tables are 


set-up will look familiar - it seems to be in many yaroze demos on the web 
SLES 2, 5.5 

#define OT_LENGTH 9 

static GsOT Wot[2]; /* Handler of OT */ 


static GsOT_TAG wtags[2] [1<<OT_LENGTH]; 


Wot 


0].length = OT_LENGTH; 
Wot [0].org = wtags[0]; 
Wot[1].length = OT_LENGTH; 
Wot[1].org = wtags[1]; 


GsClearOt (0, 0, &Wot[0]); 
GsClearOt (0, 0, &Wot[1]); 


It just did not look right to me -- ie I would have thought the Wot[n].org 
would have had to have been set using a "&" before the wtags[n] to get it's 
address -- but there again I'm not a C guru and so I assumed that there 
must be some C-weirdness where arrays are automatically by reference... and 
after all that bit of code seems to be widely used -- so it must work... 
mustn't it?!?! Anyway I included it in a program I was starting to write. 

When going throught the program on the debugger (MetroWerks debugger 
V1.6) I noticed that the address that the pointer Wot[n].org was being set 
to was 9, which just so happend to be the constant OT_LENGTH! Obviously 
address 9 can't be right can it? It certainally was not even remotely like 
the address of the wtags array. So anyway I amended the code to be as 
follows... 


#define OT_LENGTH 9 

static GsOT Wot[2]; /* Handler of OT */ 
static GsOT_TAG wtags [2] [1<<OT_LENGTH]; 

static GsOT_TAG *temp_GsOT_TAG_pointer; 


Wot [0].length = OT_LENGTH; 
temp_GsOT_TAG pointer = &wtags[0] [0]; 
Wot [0].org = temp_GsOT_TAG_ pointer; 


Wot[1].length = OT_LENGTH; 
temp_GsOT_TAG pointer = &wtags[1] [0]; 
Wot[1].org = temp_GsOT_TAG_ pointer; 


GsClearOt (0, 0, &Wot[0]) 
GsClearOt (0, 0, &Wot[1]) 


Ա 
r 


and this looked much better under the debugger... the pointer 
Wot[n].org now pointed to the same address as wtags[n]. I probably could 
have gotten away with just putting Wot[n].org = &wtags[n][0] but I wanted 
to see things happen in the debugger. 


My program works OK with my amended version of theOT set-up. 
I can't say whether or not it would have worked with the code the normal 
way because the program didn't work then anyway for other reasons. 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


I'd be very interested on people's comments... could it be the debuger 
giving-out wrong data, or have I got the wrong idea about pointers and 
stuff, or have I lost my marbles... or .... other? 

Jon 


There are no true arrays in C, just offsets. This is why so many people 
get so many problems, over writing memory and the like. The top piece of 
code works just fine, no need for the &. I've no idea what the debugger 
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is doing, maybe someone else can help you (you could post this in the 
codewarrior section). 


Stuart 
—-MESSAGE FILE 13349 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000229 


——MESSAGE FILE 13350 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000230 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: pcarrott@notes.cc.bellcore.com 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Viewing T-Mapped TMD files with RSDV? 

Date: Thu, 19 Jun 1997 12:50:05 -0700 

Organization: SCEA Net Yaroze News 

Lines: 16 

Message-ID: <33A98D6D.3428@notes.cc.bellcore.com> 

NNTP-Posting-Host: 128.96.177.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win16; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:39 scee.yaroze.pro 
gramming. 3d_graphics:230 


Hi all, 
Have been trying to create some test models for display with rsdv. I 

use Lightwave 5.0 to generate the models, output them to DXF format and 

DXF2RSD the result. I then use RSDTOOL to color/texture them. When I 

try to display them with RSDV, however, all colored/shaded poly's are OK 

(with the exception of some hosed normals), but wherever I define a 

texture, the poly is invisible. It seems that the texture is PACK'd 

with the TMD before dload'ing to the Yaroze, but still no luck. Has 

anyone had any success with this type of procedure? And if so do you 

have any idea what I am doing wrong? 


Thx, 
123 pay 7 27; 


BTW, anyone else look the Yaroze video out back into the PC via a TV 
card (I use ATI All-in-Wonder)? Nifty! 
-—-MESSAGE FILE 13350 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000230 


—-MESSAGE FILE 13351 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000231 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT buffer puzzle 

Date: 19 Jun 1997 18:41:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01lbc7ce1$37f£4b0c0$SLocalHost@default> 

References: <Olbc7cal$2688a700$LocalHost@default> <33A941F6.39CD@interactive.sony.co 
m> 
NNTP-Posting-Host: client82ce.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Stuart... 
...Oh so my mistake then -- so I've probably posted my query to the wrong 
news group then as it turns-out -- sorry! :-) 


There is a new version of the debugger now so I'll try it on that. 


Just to finally clarify though ... is my version erronious then?.... or is 
that correct too??? 


chears, 
Jon 
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(in reply to... SCEE TECH <ps_yaroze@interactive.sony.com> in article 
<33A941F6.39CD@interactive.sony.com>) 


—-MESSAGE FILE 13351 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000231 


--MESSAGE FILE 13352 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000232 

Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT buffer puzzle 

Date: Fri, 20 Jun 1997 10:20:26 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 23 

Message-ID: <33AA4B5A. 6CB5@interactive.sony.com> 

References: <Olbc7cal$2688a700SLocalHost@default> <33A941F6.39CD@interactive.sony.co 
m> <Olbc7cel$37£4b0c0O$LocalHost@default> 

Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jon Prestidge (alias Moose) wrote: 


> 

> Stuart... 

> 

> ...oh so my mistake then -- so I've probably posted my query to the wrong 
> news group then as it turns-out -- sorry! =) 

> 

> There is a new version of the debugger now so I'll try it on that. 

> 

> Just to finally clarify though ... is my version erronious then?.... or is 
> that correct too??? 

> 

> chears, 

> Jon 

> 

> (in reply to... SCEE TECH <ps_yaroze@interactive.sony.com> in article 

> 


<33A941F6.39CD@interactive.sony.com>) 


It does look that way. It maybe getting confused over the incomplete 
nature of the pointer. Did you try printing out the value of Wot[0].org 
after it was set, if that said 9 aswell theres something very wrong. 


Stuart 
—-MESSAGE FILE 13352 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000232 


—-MESSAGE FILE 13353 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000233 

Path: chuka.playstation.co.uk!news 

From: Matrix Games <matrix@cyberia.ie> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Cool idea.... 3DS Max plugins... 

Date: Fri, 20 Jun 1997 17:56:07 +0100 
Organization: Matrix Games 

Lines: 7 

Message-ID: <33AAB627.3007@cyberia.ie> 
Reply-To: matrix@cyberia.ie 

NNTP-Posting-Host: cyberial.cyberia.ie 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Here's a good idea, why doesn't some enterprising chap write a plugin 
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for 3DS MAX that exports direct to TMD instead of all this dozy .dxf 
faffing around! 


° 


ps, we want a % of all the royalties for every plugin sold. 


The lads at Matrix. 
--MESSAGE FILE 13353 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000233 


——MESSAGE FILE 13354 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000234 

Path: chuka.playstation.co.uk!news 

From: Rune Solberg <rune.solberg@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Cool idea.... 3DS Max plugins... 
Date: Sun, 22 Jun 1997 01:51:28 +0200 
Organization: Reptile Design 

Lines: 19 

Message-ID: <33AC6900.6791@reptile.no> 
References: <33AAB627.3007@cyberia.ie> 
Reply-To: rune.solberg@reptile.no 
NNTP-Posting-Host: grimstad2-5.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Matrix Games wrote: 


Here's a good idea, why doesn't some enterprising chap write a plugin 
for 3DS MAX that exports direct to TMD instead of all this dozy .dxf 
faffing around! 


° 


ps, we want a % of all the royalties for every plugin sold. 


VVVVVVV VY 


The lads at Matrix. 
Hey! That's a good idea! 


Wait a second... oh! Animetix already did that! :) Check out 
www.animetix.com or something (there is a link from the SCEA site) 


I emailed them weeks (months?) ago for a beta, and they said they'd get 
back to me, but they never did... So much for customer support. : ( 


Lars 
—-MESSAGE FILE 13354 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000234 


—--MESSAGE FILE 13355 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000235 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TMD Normals 

Date: 23 Jun 1997 16:31:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbc7f££3$c98442c0SLocalHost@default> 
NNTP-Posting-Host: client8687.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Can someone explain how normals are defined for the simple TMD primitives 
F_3 and F_4? I understand the concept of normals OK, but what 
measurements are used e.g.: 

....is the normal defined as an imaginary x,y,z point that the normal 
line is projected to from the centre of the polygon's surface? 

...or is it an angle that one of the vertices of the polygon is rotated 
by, to form a normal line? If so, which vertex does it relate to? 

¿sa Or other?? 
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please also include typical values so that I'll know if I'm thinking 


along the same lines. 


Cheers in advance if anyone can help, 


Jon 
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—-MESSAGE FILE 13355 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000235 


—--MESSAGE FILE 13356 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000236 

Path: chuka.playstation.co.uk!news 

From: SCEE TECH <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: TMD Normals 

Date: Mon, 23 Jun 1997 18:43:52 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 30 
Message-ID: <33AEB5D8.69A1@interactive.sony.com> 
References: <Olbc7f£f£3$c98442c0$LocalHost@default> 
Reply-To: N/A-Use-Newsgroups 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jon Prestidge (alias Moose) wrote: 


The normal is the cross, or outer, product of 2 vectors in the plane of 


the polygon. Cross product is: 


C.vx = vi.vy * v2.vz - vl.vz * v2.vx 
c.vy = vl.vz * v2.vx - Vl.vx * v2.vz 
Շ.Մշ = vi.vx * v2.vy - vl.vy * v2.vx 


Just take 3 of the vertices in your polygon (v0,v1,v2) 
vl, v2 - v0 and slam it in the cross product, and thats your normal. 


It may be worth you getting a 3d graphics book. 


Stuart 


calculate v0 


> 

> Can someone explain how normals are defined for the simple TMD primitives 
> F_3 and F_4? I understand the concept of normals OK, but what 

> measurements are used e.g.: 

> ....is the normal defined as an imaginary x,y,z point that the normal 
> line is projected to from the centre of the polygon's surface? 

> ...or is it an angle that one of the vertices of the polygon is rotated 
> by, to form a normal line? If so, which vertex does it relate to? 

> -..-Or other?? 

> 

> please also include typical values so that I'll know if I'm thinking 

> along the same lines. 

> 

> Cheers in advance if anyone can help, 

> 

> Jon 


—-MESSAGE FILE 13356 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000236 


--MESSAGE FILE 13357 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000237 


Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: pbureau@odyssee.net (Patrick Bureau) 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: Viewing T-Mapped TMD files with RSDV? 
Date: Tue, 24 Jun 1997 06:23:41 GMT 

Organization: SCEA Net Yaroze News 

Lines: 14 

Message-ID: <33af6433.6210456@gateway> 

References: <33A98D6D.3428@notes.cc.bellcore.com> 
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NNTP-Posting-Host: e28.Dynamic-IP.Mlink.NET 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:41 scee.yaroze.pro 
gramming. 3d_graphics:237 


On Thu, 19 Jun 1997 12:50:05 -0700, pcarrott@notes.cc.bellcore.com 

wrote: 

>DXF2RSD the result. I then use RSDTOOL to color/texture them. When I 
>try to display them with RSDV, however, all colored/shaded poly's are OK 
>(with the exception of some hosed normals), but wherever I define a 
>texture, the poly is invisible. It seems that the texture is PACK'd 
>with the TMD before dload'ing to the Yaroze, but still no luck. Has 


I've got the same problem, but the texture is definitely not packed 

with the tmd. For example I made a cube, then added a texture(5Kb) and 

it was something like 344 bytes in the TMD format. My problem is how 

do I map my model using the texture that I have assigned in RSDTOOL. I 

loaded my texture in VRAM using the usual method, but after that I'm 

in the dark. 

—-MESSAGE FILE 13357 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000237 


—--MESSAGE FILE 13358 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000238 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TMD Normals 

Date: 25 Jun 1997 11:47:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01lbc815e$79afbb00$72567ec2@default> 

References: <Olbc7f££3$c98442c0$LocalHost@default> <33AEB5D8.69A1@interactive.sony.co 
m> 
NNTP-Posting-Host: client8672.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks Stuart - that seems to do the trick. 


I shall invest in a better book as you suggest - but thanks for the prompt 
reply in the meanwhile that allowed me to continue with what I was doing. 


Thanks, 
Jon 


(Reply to <ps_yaroze@interactive.sony.com> article 
<33AEB5D8.69A1@interactive.sony.com> ) 


—-MESSAGE FILE 13358 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000238 


—--MESSAGE FILE 13359 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000239 

Path: chuka.playstation.co.uk!news 

From: Anthony Durity <anthony@cyberia.ie> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Cool idea.... 3DS Max plugins... 

Date: Wed, 02 Jul 1997 13:10:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <33BA4538.F3F88F00@cyberia.ie> 

References: <33AAB627.3007@cyberia.ie> <33AC6900.6791@reptile.no> 
NNTP-Posting-Host: dialup-030.dublin.iol.ie 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

To: rune.solberg@reptile.no 

X-Priority: 3 (Normal) 


Rune Solberg wrote: 
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Matrix Games wrote: 


> 

> 

>> 

> > Here's a good idea, why doesn't some enterprising chap write a plugin 
> > for 3DS MAX that exports direct to TMD instead of all this dozy .dxf 
> > faffing around! 

>> 

> > ps, we want a % of all the royalties for every plugin sold. 

>> 

> > The lads at Matrix. 

> 

> Hey! That's a good idea! 

> 

> Wait a second... oh! Animetix already did that! :) Check out 

> www.animetix.com or something (there is a link from the SCEA site) 

> 

> I emailed them weeks (months?) ago for a beta, and they said they'd get 
> back to me, but they never did... So much for customer support. : ( 

> 

> Lars 


Thanks for the tip! 


I got in touch with Animetix also and they said that yes, they do 
have a plugin for MAX and it exports TMD, RSD and most importantly 
ASCII. How much of a MAX scene it exports remains to be seen but 
supposedly it does materials and such like (which is handy since the 
texture mapper has been giving me grief) 


We here are meant to be getting a catalogue describing their 
products in the post soon so I will keep you informed. Until then does 
anybody out there know where I can get my greedy little hands on the MAX 
file format? 


Cheers, 

Anthony. 
—-MESSAGE FILE 13359 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000239 


——MESSAGE FILE 13360 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000240 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TMD F_4s --some info on setting them up 

Date: 3 Jul 1997 11:45:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 

Message-ID: <0lbc87a6$c7722a00SLocalHost@default> 
NNTP-Posting-Host: client8724.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Here's an extract from mail between Mark Theyer and myself that may be of 
help to anyone trying to set-up TMD F_4 primitives on-the-fly in their 
program(s).... 


From: Mark Theyer <markt@mincom. com> 

To: Jon Prestidge <zmoose@premier.co.uk> 
Subject: Re: TMD mayhem 

Date: 03 July 1997 15:37 


On Jul 2, 7:04pm, Jon Prestidge wrote: 
> Subject: TMD mayhem 
> Hello Mark, 


Hi Jon! 


VVVVVVVVVV VV 


> I note you were having problems in defining TMD data on the fly a 
while 
> > back (from looking at the news-group). Thanks to the info they gave 
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out 

> > to your problem on creating F_3 types I was able to created those with 
no 

> > problems. 
since 

> > to define a F_4 or and F_4G but can't get them to work! 
less 


That was some weeks ago however and I've been trying ever 


I've more-or 


> > given-up now and will just be content with making quadrangles with two 
> triangles instead! 
> 
> I'd be interested in knowing if you have tried to define any of the 
> quadragle types and if you were successful. 
> 
> With the F_4 type, no matter what I tried I got a quadrangle shape with 
> "V"-shape missing out of it which is just madness because it has 
ive 


> sides like that. I've not been able to get the F_4G to work at all. 


The "V" 
also). 


shape missing is 'cause your vertex order is wrong (I did it 


Your vertex data should be in a zigzag direction rather that a square 
definition as per example... 


incorrect: 

v1 | | v4 
V22 SSS v3 
correct: 

v1 | | v3 
v2 ——————— v4 


I've also worked out how to create double sided versions of quads. Note 
the double sided bit in the primitive header does not work/is not 


supported (Thanks Sony for the doco' on that limitation NOT). 


VVVVVVVVVVVV VV VV VV VV VV VV VV H VD V VV V V V 


> When you create your quad create a second primitive the same and swap 
around 

> the vertex index for v2 and v3 
also 


(I think — no code in front of me) and 


> for the texture x,y 2 and 3. This will display a flag, for example, with 
> the texture correctly represented and you can see it from any direction. 
> Note the vertex data does not need to be copied as you are just changing 
> the indexes in the copied primitve. 

> 

> I have created flat and flat textured quads so far. Yet to do a gouraud 

> quad. 

> 

> Hope this helps... by the way, maybe you could forward this to the 

> newsgroup (I don't have access) so others who may be having problems 

> can read this. I have to use http to access the news - yuk (no subjects, 
> just numbers to pick). 

> 

> 


—-MESSAGE FILE 13360 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00000240 


—-MESSAGE FILE 13361 START: net-yaroze-usenet/00000001-SCEE/yaroze/programm 
003d_graphics/00000241 

Path: chuka.playstation.co.uk!news 

From: Anthony Durity <anthony@cyberia.ie> 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Cool idea.... 3DS Max plugins... 
Date: Thu, 03 Jul 1997 13:23:03 +0100 


Organization: Matrix Games 
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g/0000000 


ing/00000 
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Lines: 48 

Message-ID: <33BB99A7.FFCS5SFEE5S@cyberia.ie> 

References: <33AAB627.3007@cyberia.ie> <33AC6900.6791@reptile.no> 
NNTP-Posting-Host: dialup-159.dublin.iol.ie 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.01 [en] (WinNT; I) 

To: rune.solberg@reptile.no 

X-Priority: 3 (Normal) 


Rune Solberg wrote: 


Matrix Games wrote: 


> 

> 

>> 

> > Here's a good idea, why doesn't some enterprising chap write a plugin 
> > for 3DS MAX that exports direct to TMD instead of all this dozy .dxf 
> > faffing around! 

>> 

> > ps, we want a % of all the royalties for every plugin sold. 

>> 

> > The lads at Matrix. 

> 

> Hey! That's a good idea! 

> 

> Wait a second... oh! Animetix already did that! :) Check out 

> www.animetix.com or something (there is a link from the SCEA site) 

> 

> I emailed them weeks (months?) ago for a beta, and they said they'd get 
> back to me, but they never did... So much for customer support. : ( 

> 

> Lars 

Hi Again, 


We got details from Animetix! 
The product is called GAMUT-PSm. 
A company in Gilford, England called Freehand is acting as their 
distributor. They can be contacted on 01483 894 000. 
The retail price is £795 sterling ex. vat. 
The GAMUT-PSm blurb says that the product 
- automatically converts texture bitmaps to TIM format. 
— there is a VRAM manager plugin to specify output resolution, pixel 
depth, image and CLUT location in Playstation VRAM for each bitmap. 
- the information can be saved and reused 
- use of TIM files as textures in MAX 
- face and object level setting of transparency and Gouraud-shading in 
MAX 
- convert triangles to quads (which is great we think) 
- exports RSD, TMD, TIM and ASCII that includes ANIMATION (very 
important, I was going to have to write this) 
— documentation and interface library (though one expects this for £795, 
hmmmm) 


So that's about it. I reckon we're going to get it. I'll let you know 
how we get on. 


Ciao, 
Anthony. 
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—-MESSAGE FILE 13361 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000241 


—--MESSAGE FILE 13362 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000242 

Path: chuka.playstation.co.uk!news 

From: matrix@cyberia.ie (Matrix Games) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GPU Code xxh not supported 

Date: Thu, 03 Jul 1997 21:41:16 GMT 
Organization: Matrix Games 

Lines: 8 

Message-ID: <5pga0c$8c3@chuka.playstation.co.uk> 
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Reply-To: matrix@cyberia.ie 
NNTP-Posting-Host: dialup-166.dublin.iol.ie 
X-Newsreader: Forte Free Agent 1.0.82 


What does this (GPU Code xxh not supported) mean. 

More specifically - what does "GPU Code 40h not supported" mean? 
Help us fellow Yaroze users, you're our only hope. 

Anthony @ Matrix. 


—-MESSAGE FILE 13362 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000242 


——MESSAGE FILE 13363 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000243 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU Code xxh not supported 

Date: Thu, 03 Jul 1997 15:16:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <33BBB432.FF5@interactive.sony.com> 
References: <5pga0cS$8c3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Matrix Games wrote: 
What does this (GPU Code xxh not supported) mean. 
More specifically - what does "GPU Code 40h not supported" mean? 


Help us fellow Yaroze users, you're our only hope. 


VVVVVVVV 


Anthony @ Matrix. 


I take it your drawing a TMD, it means that the datas corrupt. It's 
trying to draw a primative of type 40h, which isn't supported. 


Stuart 
—-MESSAGE FILE 13363 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000243 


—-MESSAGE FILE 13364 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000244 

Path: chuka.playstation.co.uk!news 

From: matrix@cyberia.ie (Matrix Games) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU Code xxh not supported 

Date: Fri, 04 Jul 1997 03:57:39 GMT 

Organization: Matrix Games 

Lines: 28 

Message-ID: <5ph02cS$8c4@chuka.playstation.co.uk> 

References: <5pga0c$8c3@chuka.playstation.co.uk> <33BBB432.FF5@interactive.sony.com> 
Reply-To: matrix@cyberia.ie 
NNTP-Posting-Host: ts19-05.dublin.indigo.ie 
X-Newsreader: Forte Free Agent 1.0.82 


Developer Support <dev_support@interactive.sony.com> wrote: 


>Matrix Games wrote: 

>> 

>> What does this (GPU Code xxh not supported) mean. 

>> 

>> More specifically - what does "GPU Code 40h not supported" mean? 
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>> 

>> Help us fellow Yaroze users, you're our only hope. 
>> 

>> Anthony @ Matrix. 


>I take it your drawing a TMD, it means that the datas corrupt. It's 
>trying to draw a primative of type 40h, which isn't supported. 


>Stuart 
Thanks for the quick reply Stuart. 


The packet configuration for straight line with gradiation off is 40h 
according to the TMD Format file /yaroze/manuals/tmd.h on 
www.playstation.co.uk 


Does this mean that 3D lines are not supported? If so, is there any 
alternative method to implement a wireframe model? 


Anthony, Matrix Games. 


—-MESSAGE FILE 13364 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000244 


——MESSAGE FILE 13365 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000245 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU Code xxh not supported 

Date: Fri, 04 Jul 1997 09:21:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <33BCB28A. 6366@interactive.sony.com> 

References: <5pga0c$8c3@chuka.playstation.co.uk> <33BBB432.FF5@interactive.sony.com> 
<5phO2c$8c4@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Matrix Games wrote: 

Thanks for the quick reply Stuart. 

The packet configuration for straight line with gradiation off is 40h 
according to the TMD Format file /yaroze/manuals/tmd.h on 


www.playstation.co.uk 


Does this mean that 3D lines are not supported? If so, is there any 
alternative method to implement a wireframe model? 


VVVVVVVVV VV 


Anthony, Matrix Games. 


We haven't tested all the TMD primatives, so it does look like 3D lines 
is another one thats not supported. As for drawing 3D lines, you could 
try a polygon with points the same (not at all ideal), or you could 
perform your own transformation and then draw to the screen (still not 
ideal, GsLINE is the structure, GsSortLine to add to ordering table). 
I'll look into both methods, even though I'm not convinced about this 
wireframe stuff (controvertial). 


Stuart 
—-MESSAGE FILE 13365 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000245 


——MESSAGE FILE 13366 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000246 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
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Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU Code xxh not supported 

Date: Fri, 04 Jul 1997 10:13:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <33BCBED0.429@interactive.sony.com> 

References: <5pga0c$8c3@chuka.playstation.co.uk> <33BBB432.FF5@interactive.sony.com> 
<5ph02c$8c4@chuka.playstation.co.uk> <33BCB28A.6366@interactive.sony.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Developer Support wrote: 


We haven't tested all the TMD primatives, so it does look like 3D lines 
is another one thats not supported. As for drawing 3D lines, you could 
try a polygon with points the same (not at all ideal), or you could 
perform your own transformation and then draw to the screen (still not 
ideal, GsLINE is the structure, GsSortLine to add to ordering table). 
I'll look into both methods, even though I'm not convinced about this 
wireframe stuff (controvertial). 


VVVVVVVV VV 


Stuart 


I've had a look at both methods, and drawing a polygon isn't very good, 
as the polygon has to have a width. The second method is much more 
straight forward, and looks something like this. 


GsCOORDINATE2 coord; // coordinate system line is in 

GsOT OT[2]; // ordering table 

int buffer; // drawing buffer number 

int pri; // priority in ordering table 

SVECTOR v0, vl; // the vertices of the line 

VECTOR p0,p1; // the points on the screen 

MATRIX m; // the matrix to go from the vertices to points 
GsLINE line; // the line to be drawn; 

GsGetLs (&coord, &m) ; // calculate local to screen matrix 


ApplyMatrix(é&m, &v0,&p0);// transform vertices 
ApplyMatrix(&m, &v1, &p1); 


line.attribute = 0; // set up line 
line.x0 = p0.vx; 

line.yO = pO.vy; 

line.xl = pl.vx; 

line.yl = pl.vy; 

line.r = 127; 

line.g = 127; 

line.b = 127; 


GsSortLine (é&line, &£0T[buffer],pri); 
Hope this is enough to get you on your way. 


Stuart 
—-MESSAGE FILE 13366 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000246 


--MESSAGE FILE 13367 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000247 

Path: chuka.playstation.co.uk!news 

From: matrix@cyberia.ie (Matrix Games) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU Code xxh not supported 

Date: Fri, 04 Jul 1997 21:01:00 GMT 

Organization: Matrix Games 

Lines: 51 

Message-ID: <5pis12S8c5@chuka.playstation.co.uk> 

References: <5pga0c$8c3@chuka.playstation.co.uk> <33BBB432.FF5@interactive.sony.com> 
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<5ph02c$8c4@chuka.playstation.co.uk> <33BCB28A.6366@interactive.sony.com> 
Reply-To: matrix@cyberia.ie 
NNTP-Posting-Host: ts10-02.dublin.indigo.ie 
X-Newsreader: Forte Free Agent 1.0.82 


Hi there, 


I find it very worrying that someting as blatantantly useful as true 
3D lines would not be supported by playstation hardware. Also 

below you say ‘another one thats not supported'. What are the 

other types and their respective codes?? I suppose I could just 
iterate through them and test with GsLinkObject4. A point to note by 
the way is that it is GsLinkObject4 that throws a wobbly. When I set 
up GsDOBJ2 with my own code (g.tmd = ... ) I do not get any errors 
but nothing is displayed, so maybe it is just GsLinkObject4 that is 
dumb (or smart depending on which way you look at it). 


And while I am here, what exactly do 
(1) GSMapModelingData, 

(2) GsLinkObject4 and 
(3)GsInitCoordinate2 really do? 


Not much I would say. 

1: set .flg to 1, claculate full address pointer of primitives, 
normals and vertices from tmd base address and their stored offsets. 
2: set .tmd to top of data 

3: set coord2->coord to GsIDMATRIX 

and coord2->super = WORLD or whatever coordinate system is 

the parent in the object hierarchy. 


Developer Support <dev_support@interactive.sony.com> wrote: 


>Matrix Games wrote: 

>> 

>> Thanks for the quick reply Stuart. 

>> 

>> The packet configuration for straight line with gradiation off is 40h 
>> according to the TMD Format file /yaroze/manuals/tmd.h on 

>> www.playstation.co.uk 

>> 

>> Does this mean that 3D lines are not supported? If so, is there any 
>> alternative method to implement a wireframe model? 

>> 

>> Anthony, Matrix Games. 


>We haven't tested all the TMD primatives, so it does look like 3D lines 
>is another one thats not supported. As for drawing 3D lines, you could 
>try a polygon with points the same (not at all ideal), or you could 
>perform your own transformation and then draw to the screen (still not 
>ideal, GsLINE is the structure, GsSortLine to add to ordering table). 
>I'11 look into both methods, even though I'm not convinced about this 
>wireframe stuff (controvertial). 


>Stuart 
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—-MESSAGE FILE 13367 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000247 


—-MESSAGE FILE 13368 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000248 

Path: chuka.playstation.co.uk!news 

From: developer support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU Code xxh not supported 

Date: Fri, 04 Jul 1997 15:44:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <33BD1A4F.892@interactive.sony.com> 


References: <5pga0c$8c3@chuka.playstation.co.uk> <33BBB432.FF5@interactive. 


<5ph02c$8c4@chuka.playstation.co.uk> <33BCB28A.6366@interactive.sony.com> 
c5@chuka.playstation.co.uk> 


sony .com> 
<5pis12$8 
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NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 2.01 


194.203.13.9 


charset=us-ascii 
7bit 
(Macintosh; 


I; PPC) 


Matrix Games wrote: 


Hi there, 


below you say 


up GsDOBJ2 with my own code 
but nothing is displayed, 
dumb 


(g.tmd 
so maybe it is 


And while I am here, 
(1)GsMapModelingData, 
(2)GsLinkObject4 and 
(3)GsInitCoordinate2 really do? 


what exactly do 


Not much I would say. 
1: set .flg to 1, 


2: set .tmd to top of data 
3: set coord2->coord to GsIDMATRIX 
and coord2->super = 


the parent in the object hierarchy. 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


None of the light sourcing with gradation works. 
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I find it very worrying that someting as blatantantly useful as true 
3D lines would not be supported by playstation hardware. Also 
"another one thats not supported'. 
other types and their respective codes?? I suppose I could just 
iterate through them and test with GsLinkObject4. A point to note by 
the way is that it is GsLinkObject4 that throws a wobbly. When I set 


What are the 


) I do not get any errors 
just GsLinkObject4 that is 


(or smart depending on which way you look at it). 


claculate full address pointer of primitives, 
normals and vertices from tmd base address and their stored offsets. 


WORLD or whatever coordinate system is 


This seems to be more to 


do with the fact that the mode numbers are used for no gradation but with a 


different option number. 
your own macro I suppose. 


Stuart 


1,2 and 3 do exactly as you describe, 


saves writing 


—-MESSAGE FILE 13368 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000248 


—--MESSAGE FILE 13369 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000249 
Path: chuka.playstation.co.uk!news 
From: matrix@cyberia.ie (Matrix Games) 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GPU Code xxh not supported 

Date: Sat, 05 Jul 1997 01:07:09 GMT 
Organization: Matrix Games 

Lines: 19 

Message-ID: <5pjaf2S8c6@chuka.playstation.co.uk> 
References: 


<5ph02c$8c4@chuka.playstation.co.uk> <33BC 


<5pga0c$8c3@chuka.playstation.co.uk> <33BBB432.FF5@interactive.sony.com> 


B28A.6366@interactive.sony.com> <5pis12$8 


c5@chuka.playstation.co.uk> <33BDI1A4F.892@interactive.sony.com> 


Reply-To: matrix@cyberia.ie 
NNTP-Posting-Host: dialup-292.dublin.iol.ie 
X-Newsreader: Forte Free Agent 1.0.82 


> developer support <dev_support@interactive.sony.com> wrote: 


>None of the light sourcing with gradation works. 


>do with the fact that the mode numbers are 
>different option number. 
>your own macro I suppose. 


>Stuart 


1,2 and 3 do exactly as you describe, 


This seems to be more to 
used for no gradation but with a 
saves writing 


Thanks Stuart - I'll implement 3D lines using the 2D line + Matrix 
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calculation. Shouldn't be too slow. 


Cheers, 
Anthony. 
PS: (check out www.matrix.ie!) 


—-MESSAGE FILE 13369 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000249 


--MESSAGE FILE 13370 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000250 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: GsLinkObject4 

Date: 5 Jul 1997 11:05:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bc8934$31d86060SLocalHost@default> 
NNTP-Posting-Host: client870e.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I set-up TMD data on-line in my program (as apposed to loading it in 
—-MESSAGE FILE 13370 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000250 


—--MESSAGE FILE 13371 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000251 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 

Date: Mon, 07 Jul 1997 16:26:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <33C10AA2.4609@interactive.sony.com> 
References: <01bc8934$31d86060SLocalHost@default> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jon Prestidge (alias Moose) wrote: 


> 

> Does this happen to anyone-else?.... 

> 

> I set-up TMD data on-line in my program (as apposed to loading it in 


—-MESSAGE FILE 13371 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000251 


--MESSAGE FILE 13372 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000252 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 

Date: 8 Jul 1997 14:41:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <0Olbc8bae$labe9800$38577ec2@default> 

References: <01bc8934$31d86060SLocalHost@default> <33C10AA2.4609@interactive.sony.co 
m> 
NNTP-Posting-Host: client8738.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Stuart... 
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thanks for the info. 
Jon. 


(...reply to Developer Support <dev_support@interactive.sony.com> , 
article: <33C10AA2.4609@interactive.sony.com>) 


-—-MESSAGE FILE 13372 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000252 


—--MESSAGE FILE 13373 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000253 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: moving the centre of objects 

Date: 12 Jul 1997 23:09:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <0Olbc8f£19$0c121£c0$2719989e@nelson.demon.co.uk> 
NNTP-Posting-Host: nelson.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hello, 


am trying to links 3D objects together so that 
rotations and movement of the parent object 

will affect any children attached to it. However I 
am having trouble finding and moving the centre 

of the objects that I create (I use an old version 
of Truespace), so what I need is a way of moving 
the centre of an object as well picking several 
coordinates for connecting the children objects. 
What cheap options do I have of doing this, any 
help would be muchly appreciated. 


Warren Khan 

warren@nelson.demon.co.uk 

www.nelson.demon.co.uk 
—-MESSAGE FILE 13373 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000253 


—--MESSAGE FILE 13374 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000254 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: moving the centre of objects 

Date: Mon, 14 Jul 1997 09:04:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <33C9DD91.15D5@interactive.sony.com> 
References: <Olbc8f£19$0c121fc0$2719989e@nelson.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Warren Khan wrote: 


Hello, 
I am trying to links 3D objects together so that 
rotations and movement of the parent object 

will affect any children attached to it. However I 
am having trouble finding and moving the centre 

of the objects that I create (I use an old version 
of Truespace), so what I need is a way of moving 
the centre of an object as well picking several 
coordinates for connecting the children objects. 


VVVVVVVVV VV 
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What cheap options do I have of doing this, any 
help would be muchly appreciated. 


> 
> 
> 
> 
> Warren Khan 

> warren@nelson.demon.co.uk 

> www.nelson.demon.co.uk 

In normal TMD models, the centre of coordinate space 

for the object's vertices and normals __is__ the centre of the 
object. If the models generated by Truespace are off-centred, 

you could fix this in code by loading a TMD, using its vertex data 
to calculate the actual centre, then move all the vertices by this 
vector, to restore the match of object-centre and coordinate-space 
centre. This may be tedious but will ensure that the TMD and GsDOBJ2 
you get will be sorted. 


Another way is to dump the old version of Truespace. Most modellers 
put the coordinate centre at the centre od the object, so that 
when handling, you automatically move and rotate around the centre. 


As for hierarchical attachment of coordinate systems, there is a bit 
of this in the <solar> and <solar2> SCEE demos. 


Lewis 
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-—-MESSAGE FILE 13374 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000254 


——MESSAGE FILE 13375 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000255 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Application Environment Memory Map. 
Date: Sun, 13 Jul 1997 04:37:41 -0700 
Organization: Cobra Developments 

Lines: 28 

Message-ID: <33C8BE05.61BA@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


am having problems using certain Regions of 
Memory in my project. 


I am using memory regions-: ku 0x00090000-0x001fff00, 
ko 0x80090000-0x801fff00 successfully & every thing works fine. 


The problem occurs when loading data into kl 0::80090000-0280188800 
It appears that region ku is overwritten when loading data into this 
memory region. 


ran some tests Using kl without data in ku and it seems that all is 
OK. 
but not when using ku & kl together (strange). 


I am using Gnu for compiling & Siocons for downloading. Any help would 
be appreciated. 


BTW thanks Stuart for your help with sound. budda, budda another one 
bites 

the dust. Need i say more? You can have a private viewing of the project 
but 

I don't want to put it on the site yet, as the GFX are pretty crap at 
the moment, 

But a man is working on it. 
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Cobra 
--MESSAGE FILE 13375 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000255 


——MESSAGE FILE 13376 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000256 

Path: chuka.playstation.co.uk!news 

From: developer support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Application Environment Memory Map. 

Date: Tue, 15 Jul 1997 10:25:12 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <33CB5008.6234@interactive.sony.com> 
References: <33C8BE05.61BA@cobradev.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.9 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01 (Macintosh; I; PPC) 


lin adams wrote: 


O 


am having problems using certain Regions of 
Memory in my project. 


I am using memory regions-: ku 0x00090000-0x001fff00, 
ko 0x80090000-0x801fff00 successfully & every thing works fine. 


The problem occurs when loading data into kl 0::80090000-0280188800 
It appears that region ku is overwritten when loading data into this 
memory region. 


ran some tests Using kl without data in ku and it seems that all is 
OK. 
but not when using ku & kl together (strange). 


am using Gnu for compiling & Siocons for downloading. Any help would 
be appreciated. 


BTW thanks Stuart for your help with sound. budda, budda another one 
bites 

the dust. Need i say more? You can have a private viewing of the project 
but 

I don't want to put it on the site yet, as the GFX are pretty crap at 
the moment, 

But a man is working on it. 


Cobra 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VO 


I think your getting a bit confused. 0x00090000 - Ox001fffff, O0x80090000 - Ox801ffff 
f, 

0280090000 - Oxa01£fffff, are all mapped to the same physical memory. The only differ 
ences are 

with the caching. 0x00... and 0x80... are both cached and Oxa0... is not. 


Stuart 
—-MESSAGE FILE 13376 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000256 


——MESSAGE FILE 13377 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000257 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: GsCOORD2PARAM? 

Date: 17 Jul 1997 09:38:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bc9296$974d3360$733261cb@beast> 
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NNTP-Posting-Host: dl-u5l.wgtn.clear.net.nz 
X-Newsreader: Microsoft Internet News 4.70.1155 


Does anybody have any experience using the GsCOORD2PARAM *param of the 
GsCOORDINATE2 struct. 


It seems to be implemented and has the struct description in libps.h, but a 
bit of experimentation has not produced any results. 


Is this variable used at all? 


Thanks, 


Mario 
—-MESSAGE FILE 13377 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000257 


--MESSAGE FILE 13378 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000258 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Point light sources 

Date: 17 Jul 1997 09:42:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <01bc9297$19d2e5a0$733261cb@beast> 
NNTP-Posting-Host: dl-u5l.wgtn.clear.net.nz 
X-Newsreader: Microsoft Internet News 4.70.1155 


Does anybody know if the professional development libraries include support 
for point light sources as some professional games appear to include them. 
Are these just tricks or what? 


If they are supported in the professional libraries why did Sony take them 
out of the Yaroze kit? 
(I know we can't expect everything but...) 


Thanks, 


Mario 
—-MESSAGE FILE 13378 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000258 


--MESSAGE FILE 13379 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000259 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsCOORD2PARAM? 

Date: Thu, 17 Jul 1997 11:01:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <33CDED82.5D94@interactive.sony.com> 
References: <01bc9296$974d3360$73326l1cb@beast> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tyrone McAuley wrote: 


Does anybody have any experience using the GsCOORD2PARAM *param of the 
GsCOORDINATE2 struct. 


It seems to be implemented and has the struct description in libps.h, but a 
bit of experimentation has not produced any results. 


VVVVVVVV 


Is this variable used at all? 
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Thanks, 


V V V V 


Mario 


This is an _internal_ variable of the GsCOORDINATE2 structure. 

I have never needed to use it for anything; 

all the manipulations of 3d objects - movement, rotation, 

scaling, shearing, morphing, etc - can all be done 

by MATRIX or GSCOORDINATE2 structures. 

—-MESSAGE FILE 13379 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000259 


——MESSAGE FILE 13380 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000260 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Point light sources 

Date: Thu, 17 Jul 1997 12:10:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <33CDFDB1.66D7@interactive.sony.com> 
References: <01bc9297$19d2e5a0$733261cb@beast> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Tyrone McAuley wrote: 


> 

> Does anybody know if the professional development libraries include support 
> for point light sources as some professional games appear to include them. 
> Are these just tricks or what? 

> 

> If they are supported in the professional libraries why did Sony take them 
> out of the Yaroze kit? 

> (I know we can't expect everything but...) 

> 

> Thanks, 

> 

> Mario 


There's no point light sourcing in the full dev libraries. It's quite 
straight forward calculating your own light values, flat or point. 


Stuart 
—-MESSAGE FILE 13380 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000260 


--MESSAGE FILE 13381 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000261 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: HSFK demo 0.18 Available on my Website 
Date: Thu, 17 Jul 1997 21:15:37 -0700 
Organization: Cobra Developments 

Lines: 50 

Message-ID: <33CEEDE9.46C@cobradev.demon.co.uk> 
NNTP-Posting-Host: cobradev.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 


An early demo of my first Yaroze Project is now Available For download 
on the Cobra Developments Website. Url-: 
"http: //www.cobradev.demon.co.uk/ 
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The readme is appended. I take this opportunity to say special thanks 
to Stuart, L Evans, Alex Amsel, Lars for all the help that you gave me. 
Nice one guys, let me know what you think. 


HSFK.zip readme-: 


Name: Hunt Seek Find & Kill. 
Type: Shoot em up. 

Ver: 0.18 alpha. 

Organisation: Cobra Developments Inc. 
Author: colin@cobradev.demon.co.uk 
Date: 13307397, 


Short: Scratch Demo of my first yaroze project. It is by no means 
finished 

but it is playable. I still have a lot of graphics, viewpoint, ai, Story 
Line 

stuff to put in. Please excuse the graphics as I am not an artist, but I 
am 

looking for Someone to work with. If you want to contribute to, or 
comment 

on the project feel free to contact me. 


To Run Demo Type: SIOCONS RUN.TXT. 


Controls: 

Rotate PC-: PADLleft, PADLright. 

Move Forward: PADLup. 

Move Backward: Not Yet. 

Fire: PADRdown. 

Open Doors: Push UP against them. 

If You Die: PADR1 will resurrect you. 
If Baddie dies: PADR2 will resurrect him. 


Copyright: This demo is uploaded in the spirit of Yaroze. Although the 
Demo is Scratch, the DATA is still copyright Cobra Developments. Any 
unauthorised use of the Data will result in legs & arms broken. 

Nuff Said, Enjoy. 


Cobra 
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—-MESSAGE FILE 13381 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000261 


—-MESSAGE FILE 13382 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000262 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Cool idea.... 3DS Max plugins... 
Date: Sun, 20 Jul 1997 18:51:30 GMT 
Organization: Into Beyond 

Lines: 27 

Message-ID: <33d25dd9.569663@news.playstation.co.uk> 
References: <33AAB627.3007@cyberia.ie> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 20 Jun 1997 17:56:07 +0100, Matrix Games <matrix@cyberia.ie> 
did quoth at me: 


>Here's a good idea, why doesn't some enterprising chap write a plugin 
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>for 3DS MAX that exports direct to TMD instead of all this dozy .dxf 
>faffing around! 

> 

>ps, we want a % of all the royalties for every plugin sold. 

> 

>The lads at Matrix. 


Sorry I haven't been around lately. Visiting E3, working my arse off, 
getting an office, that sort of thing. Yaroze demos helped too :) 


But anyway...we just wrote a tool that converts 3ds files including 
texture information (wraps, stretched meshes) and we can import pretty 
much any scene we want. Just sorting out automatic collision data 
creation... 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Iwan Roberts, Norwich is a great place, please go! WWFC + 

—-MESSAGE FILE 13382 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000262 


--MESSAGE FILE 13383 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000263 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 

Date: Sun, 20 Jul 1997 20:09:25 GMT 

Organization: Into Beyond 

Lines: 30 

Message-ID: <33d35f00.865509@news.playstation.co.uk> 

References: <01bc8934$31d86060$SLocalHost@default> <33C10AA2.4609@interactive.sony.co 
m> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 07 Jul 1997 16:26:27 +0100, Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>If you look at pre-calculated TMD's the number of primatives replaces 

>the 

>ilen and olen of the first primative of a type. I'm not sure what this 
>is 

>for, and we have no documentation about it. I wouldn't worry about it, 
>we've been playing about with TMD's at run time for nearly a year, and 
>have 

>had no problems. 


The reason is as follows: 


ilen and olen get replaced with the number of primitives of that type 
that follow sequentially. The 'mode' remains the same therefore the 
system can use a look up table to find the primitive size. Then 
instead of testing ilen and olen each time it can use prestored data 
within a loop for however many identical primitives there are in that 
run. 


Regards, 


Alex Amsel 
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+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Iwan Roberts, Norwich is a great place, please go! WWFC + 

—-MESSAGE FILE 13383 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000263 


--MESSAGE FILE 13384 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000264 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Some useful tools for everyone 

Date: Sun, 20 Jul 1997 20:09:28 GMT 

Organization: Into Beyond 

Lines: 35 

Message-ID: <33d76396.2039540@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-—Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


After a rather longer break than anticipated, I'm just uploading some 
tools you may all find useful. 


Dump Address : Give it a nice control file and it'll generate .հ and 
batch files for your projects. Very useful indeed... 


Palette Ripper : Saves cluts from PCX files. I actually use these for 
making my lights change colour... 


Vertex Extractor : Extracts vertex and normal information from 
multiple TMD files and saves them in a table for animating a TMD 
object. 


As I have stated before, we can convert 3ds scenes (multi-object 
supported) including texture data into multi-object TMDs. 


Unfortunately this code is actually part of a rather large semi- 
commercial 3D editing tool in the works but if anyone is desparate for 
it perhaps we could pass on a quickie version of it that just does the 
necessary conversions (and a preview via OpenGL). 


See http://www.playstation.co.uk/~IBEYOND 


Oh, and ManicX, the pacman style game we did ages ago is also on 
there! Better late than never... 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Iwan Roberts, Norwich is a great place, please go! WWFC + 

-—-MESSAGE FILE 13384 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000264 


—--MESSAGE FILE 13385 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000265 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsCOORD2PARAM? 

Date: 24 Jul 1997 10:21:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <0lbc981c$dc7cbd80$903261lcb@beast> 
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References: <01bc9296$974d3360$73326lcb@beast> <33CDED82.5D94@interactive.sony.com> 
NNTP-Posting-Host: d2-ul6.wgtn.clear.net.nz 
X-Newsreader: Microsoft Internet News 4.70.1155 


Developer Support <dev_support@interactive.sony.com> wrote in article 
<33CDED82.5D94@interactive.sony.com>... 
Tyrone McAuley wrote: 


> 

> Does anybody have any experience using the GSCOORD2PARAM *param of the 

> GsSCOORDINATE2 struct. 

> 

> It seems to be implemented and has the struct description in libps.h, 
ut a 

> bit of experimentation has not produced any results. 

> 

> Is this variable used at all? 

> 

> Thanks, 

> 

> Mario 


This is an _internal_ variable of the GsCOORDINATE2 structure. 
I have never needed to use it for anything; 

all the manipulations of 3d objects - movement, rotation, 
scaling, shearing, morphing, etc - can all be done 

by MATRIX or GSCOORDINATE2 structures. 


VVVVVVVVVVVVV VV OVV VV V V 


I understand that object transformations can be performed by using 
matrices, however it just seemed as though this might be a faster and 
possibly easier way of doing things. 


By "internal" i guess you mean that this is used by the hardware as 
workspace or is otherwise non user writable. Correct? 


Thanks, 


Mario 
—-MESSAGE FILE 13385 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000265 


--MESSAGE FILE 13386 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000266 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Point light sources 

Date: 24 Jul 1997 10:26:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <01bc981d$7d0849e0$903261cb@beast> 

References: <01bc9297$19d2e5a0$733261cb@beast> <33CDFDB1.66D7@interactive.sony.com> 
NNTP-Posting-Host: d2-ul6.wgtn.clear.net.nz 

X-Newsreader: Microsoft Internet News 4.70.1155 


Developer Support <dev_support@interactive.sony.com> wrote in article 
<33CDFDB1.66D7@interactive.sony.com>... 

> Tyrone McAuley wrote: 

>> 

> > Does anybody know if the professional development libraries include 
support 

> > for point light sources as some professional games appear to include 
them. 

> > Are these just tricks or what? 

>> 

> > If they are supported in the professional libraries why did Sony take 
them 

> > out of the Yaroze kit? 

> > (I know we can't expect everything but...) 
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>> 

> > Thanks, 

>> 

> > Mario 

> 

> There's no point light sourcing in the full dev libraries. It's quite 
> straight forward calculating your own light values, flat or point. 

> 

> Stuart 

> 


So we simulate point 
in 

relation to a parallel 
source. 

(I guess thats what you mean). 


light sources by manipulating the normals of objects 


L light source which is pretending to be a point light 


Hmmm.... 


While this works it is potentially processor intensive for complex scenes 
and moving lights, plus you can't mix a point light source with a flat 
light source. 


Is there any other way of doing it, or do I have the totally wrong idea? 


Thanks, 
Mario 


—-MESSAGE FILE 13386 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000266 


—-MESSAGE FILE 13387 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000267 

Path: chuka.playstation.co.uk!news 

From: colin adams <colin@cobradev.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Collision Detection Algorithms 


Date: Tue, 29 Jul 1997 07:47:21 -0700 

Organization: Cobra Developments 

Lines: 41 

Message-ID: <33DE0279.4EB@écobradev.demon.co.uk> 

NNTP-Posting-Host: cobradev.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I; 16bit) 

Hello All 

Here is help with Collision Detection Algorithms, if anyone is 
Interested. 

I used some of this stuff in my Demo see-: Hunt Seek Find & Kill PSX 
Yaroze 

Demo at-: "http://www.cobradev.demon.co.uk/" (un-ashamed-plug) v.03b Now 
Available (50 hits in a week & no email, strange). 

Bounding Cuboid: 

For each object, find the maximum and minimum of each the x, y and 


z co-ordinates of all the points in each object. 
this is easy, as it's a constant relative to the centre, 
in most games, and speed is critical as in game environments, 


If they don't rotate, 
if they do, as 
stick 

lues to see 


with bounding spheres. 


Otherwise it's just comparing these val 


if there's an intersection. 


It 1Տ useful for environments which don't 


change. Look at "http://www.cs.unc.edu/~hoff/vfculler/viewcul1] 


-html" 


It's not collision, but it covers bounding boxes pretty well. 


Bounding Sphere: 
if 
objects A and B in collision; 


Calculating the Radius of the Objects: 


((a.x-b.x)*2+(a.y-b.y) *2+(a.z-b.z)*2 < a.radius*2+b.radius%*2 


) 
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Pick a centre point. You can just average all the points in the object, 
though the centre of mass may be more convenient for physics modelling. 
Anyway, pick a centre point. Find square of the distance from each point 
to the centre: (p.x-c.x)%*2+(p.y-c.y) *2+(p.z-c.z)*2, the largest one is 
the square of your radius. I managed to pre-calculate this successfully 
via 

*.Dxf format, as this format is adequately documented. but I would like 
to 

pre-calculate this via *.TMD during the Project initialisation. Can 
anyone 

help out? 


BTW if anyone is going to ECTS see-:"http://www.ects.com" for the Latest 
Information. Keep the Faith. 


Cobra 
—-MESSAGE FILE 13387 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000267 


—--MESSAGE FILE 13388 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000268 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision Detection Algorithms 

Date: Tue, 29 Jul 1997 09:42:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <33DDADOC.28A3@interactive.sony.com> 
References: <33DE0279.4EB@écobradev.demon.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


To find the centre from the vertex points using .TMD format, 
find the document TMDformat.doc on the SCEE website, 

probably under 'manual additions'. This lists TMD format in its 
entirety. 

Many of the SCEE demos directly access TMD data directly, 

hence showing how to create or read TMDs; using this, reading 
vertex data should be fine. 


colin adams wrote: 
Hello All 


Here is help with Collision Detection Algorithms, if anyone is 
Interested. 

I used some of this stuff in my Demo see-: Hunt Seek Find & Kill PSX 
Yaroze 

Demo at-: "http://www.cobradev.demon.co.uk/" (un-ashamed-plug) v.03b Now 
Available (50 hits in a week & no email, strange). 


Bounding Cuboid: 

For each object, find the maximum and minimum of each the x, y and 

z co-ordinates of all the points in each object. If they don't rotate, 
this is easy, as it's a constant relative to the centre, if they do, as 
in most games, and speed is critical as in game environments, stick 

with bounding spheres. Otherwise it's just comparing these values to see 
if there's an intersection. It _is_ useful for environments which don't 
change. Look at "http://www.cs.unc.edu/~hoff/vfculler/viewcull.html" 
It's not collision, but it covers bounding boxes pretty well. 


Bounding Sphere: 
if ((a.x-b.x)*2+(a.y-b.y) *2+(a.z-b.z)*2 < a.radius*2+b.radius%2 ) 
objects A and B in collision; 


VVVVVVVVVVVVVVV VV VV VV VV VV 


Calculating the Radius of the Objects: 
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> Pick a centre point. You can just average all the points in the object, 
> though the centre of mass may be more convenient for physics modelling. 
> Anyway, pick a centre point. Find square of the distance from each point 
> to the centre: (p.x-c.x)*2+(p.y-c.y) *2+(p.z-c.z)%*2, the largest one is 

> the square of your radius. I managed to pre-calculate this successfully 
> via 

> *.Dxf format, as this format is adequately documented. but I would like 
> to 

> pre-calculate this via *.TMD during the Project initialisation. Can 

> anyone 

> help out? 

> 

> BTW if anyone is going to ECTS see-:"http://www.ects.com" for the Latest 
> Information. Keep the Faith. 

> 

> Teta 

> Cobra 


--MESSAGE FILE 13388 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000268 


——MESSAGE FILE 13389 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000269 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Point light sources 

Date: Wed, 30 Jul 1997 10:11:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <33DF0559.64BEAFB5@micronetics.com> 

References: <01bc9297$19d2e5a0$733261cb@beast> <33CDFDB1.66D7@interactive.sony.com> 
<01bc981d$7d0849e0$903261cb@beast> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b4 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Tyrone McAuley wrote: 


So we simulate point light sources by manipulating the normals of objects 
in 
relation to a parallel light source which is pretending to be a point light 
source. 

(I guess thats what you mean). 


VVVVVVVV 


This is an idea I was toying around with last night, after deciding that 
the light model in gslib is pretty much useless. I want to light up a 
rather small area of a map, for an explosion, gun fire, etc.. 


Presently the way I think its going to go is to just point the polygon 
normals around the explosion towards the lightsource vector, the normal 
should just be the inversion of the light vector. It should brighten 
the ajoining polys quite neatly. Fortunately the tmd normal data is not 
used for culling. 


You have any pratical experiance with this on the Yaroze? Ideas? 
Is there an easier way to just illuminate a small section of a model? 


Cheers 

JiM 

—-MESSAGE FILE 13389 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000269 


——MESSAGE FILE 13390 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000270 

Path: chuka.playstation.co.uk!news 

From: "Tyrone McAuley" <tyrone@ttp.co.nz> 
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Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Point light sources 

Date: 2 Aug 1997 11:11:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <0Olbc9f36$66022c00Sce3261cb@beast> 

References: <01bc9297$19d2e5a0$733261lcb@beast> <33CDFDB1.66D7@interactive.sony.com> 
<01bc981d$7d0849e0S903261cbh@beast> <33DF0559.64BEAFB5@micronetics.com> 
NNTP-Posting-Host: d3-ul4.wgtn.clear.net.nz 

X-Newsreader: Microsoft Internet News 4.70.1155 


Jim <jim@micronetics.com> wrote in article 
<33DF0559.64BEAFB5@micronetics.com>... 
> Tyrone McAuley wrote: 


>> 

>> 

> > So we simulate point light sources by manipulating the normals of 
objects 

> > in 

> > relation to a parallel light source which is pretending to be a point 
light 

> > source. 

> > (I guess thats what you mean). 

>> 

> 

> This is an idea I was toying around with last night, after deciding that 
> the light model in gslib is pretty much useless. I want to light up a 
> rather small area of a map, for an explosion, gun fire, etc.. 

> 

> Presently the way I think its going to go is to just point the polygon 
> normals around the explosion towards the lightsource vector, the normal 
> should just be the inversion of the light vector. It should brighten 

> the ajoining polys quite neatly. Fortunately the tmd normal data is not 
> used for culling. 

> 

> You have any pratical experiance with this on the Yaroze? Ideas? 

> Is there an easier way to just illuminate a small section of a model? 

> 

> Cheers 

> JiM 

> 


We haven't really set about implementing it (too many other things to do at 
the moment), 
but we have been talking about it (we will do it eventually). 


You have the right idea, but remember that because we don't have access to 
the hardware 

you will have to set up a dummy flat light to actually light the polys and 
therefore need to do 
an extra transformation on your normals in relation to this light. 


Unfortunately this technique will not let you mix flat and point light 
sources. 

You should be able to get some nice effects with a combination of ambience, 
fogging, 


and point light sourcing though. 


We haven't come up with an alternative way of getting this effect yet. 
Perhaps you could look 

at hacking the TMD structure or lighting model or something (not easy 
without more hardware 

knowledge though). 


Let me know how you get on. 


Mario 

Prodigy Design Ltd 

—-MESSAGE FILE 13390 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000270 
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——MESSAGE FILE 13391 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000271 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GsScaleScreen 

Date: Sat, 02 Aug 1997 14:07:17 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <33e33ec5.10568188@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


I have a question about using the function GsScaleScreen (I think that 
was its name). 


I had a quick play with it because I wanted to see if it could help 
reduce near-clip problems, but I couldn't make it do any thing 
helpful. 


Any ideas? 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

-—-MESSAGE FILE 13391 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000271 


—-MESSAGE FILE 13392 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000272 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@azzurra.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Memory problems 

Date: Sun, 3 Aug 1997 16:16:51 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <5s23rh$o0j2@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-4.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Hi all, 
I am working on a 3D action games, is my first serious work on the Yaroze. 
I have some questions 


1) How many memory can I use, really for download code, TMD, TIM, sound , 
CCC oa? 

and how can I access it ? 

I want to use all the free memory because I have a lot TMD and tables in 
my program. 

There is a way to start using memory before the 0x00090000 ? 


2) If I put into OT an obj that is out of coordinates displayed on the 
screen, is however 

drawn by the GPU ? 
3) How is used the argument n in GsLinkObject4 ? 


4) What is the meaning of this run-time error: non compatible code 1 8 ? 


Thanks in advance. 
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Stefano 


PS: Excuse my english. 


—-MESSAGE FILE 13392 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000272 


--MESSAGE FILE 13393 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000273 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Point light sources 

Date: Mon, 04 Aug 1997 09:36:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <33E5948F.D4900EC1@micronetics.com> 

References: <01bc9297$19d2e5a0$733261lcb@beast> <33CDFDB1.66D7@interactive.sony.com> 
<01bc981d$7d0849e0S903261cbh@beast> <33DF0559.64BEAFB5@micronetics.com> <0Olbc9f36S$660 
22c00Sce3261cb@beast> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Tyrone McAuley wrote: 


We haven't come up with an alternative way of getting this effect yet. 
Perhaps you could look 

at hacking the TMD structure or lighting model or something (not easy 
without more hardware 

knowledge though). 


VVVVVVV N 


Mario, 
Ok the way I'm going to approach this is.. 


I'm setting up three noncolinear light sources so they dont interfear 
with each other. One each on the x,y,z axis. Next I'll just twiddle 
the TMD's normal and point it in the direction of each ligh source that 
I wish the surface to have. This way I can blend between light sources 
by moving the normal 45deg between axis for example. Should be 
reasonably fast excecpt for a sqrt to normilise each normal which would 
cane it if there were a lot. All calcs would probably end up in a small 
table anyway. I'1l just precalculate all the lighting effects. 


There's my theory, next the implementation, tune in next week, etc... 


-JiM 
--MESSAGE FILE 13393 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000273 


——MESSAGE FILE 13394 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000274 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsScaleScreen 

Date: Mon, 04 Aug 1997 17:57:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <33E609F0.A3A@interactive.sony.com> 
References: <33e33ec5.10568188@news.playstation.co.uk> 
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NNTP-Posting-Host: 194.203.13.10 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 


> 

> I have a question about using the function GsScaleScreen (I think that 
> was its name). 

> 

> I had a quick play with it because I wanted to see if it could help 
> reduce near-clip problems, but I couldn't make it do any thing 

> helpful. 

> 

> Any ideas? 

> 

> Regards, 

> 

> Alex Amsel 

> 

> + Tuna Technologies + Windows 95/NT, Console and Internet + 

> + The PC/PS-X Game Tools and Game Development Specialists + 

> + Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 


GsScaleScreen does very little to change near clipping, GsSetProjection 
makes a lot more difference. 


The Gs subdivision flags help a little also, but in the end it usually 
comes down to doing your own subdivision. 


Stuart 
-—-MESSAGE FILE 13394 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000274 


--MESSAGE FILE 13395 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000275 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Memory problems 

Date: Mon, 04 Aug 1997 18:04:24 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <33E60B98.272F@interactive.sony.com> 
References: <5s23rh$oj2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Stefano Provenzano wrote: 


Hi all, 
I am working on a 3D action games, is my first serious work on the Yaroze. 
I have some questions 


> 
> 
> 
> 
> 
> 1) How many memory can I use, really for download code, TMD, TIM, sound , 
2 CO L. 2 

> and how can I access it ? 

> I want to use all the free memory because I have a lot TMD and tables in 
> my program. 

> There is a way to start using memory before the 0x00090000 ? 

Memory before 0x00090000 contains the libraries, so no you can't use it. 

If you try using it the machine is likely to crash. 


2) If I put into OT an obj that is out of coordinates displayed on the 
screen, is however 
drawn by the GPU ? 


V V V V 
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No it will not be drawn, the libraries take care of this for you. 


> 
> 3) How is used the argument n in GsLinkObject4 ? 


Some TMD's contain more than one object. n, is the number of the object 
0 is the first, l the second etc. 


> 
> 4) What is the meaning of this run-time error: non compatible code 1 8 ? 


Not sure, I'll have to check. Can you tell me when it happened. 


Thanks in advance. 


V V V V 


Stefano 

> 

> PS: Excuse my english. 

--MESSAGE FILE 13395 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000275 


——MESSAGE FILE 13396 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000276 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Texture Wrapping 

Date: Tue, 05 Aug 1997 15:26:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <33E7381E.E55C5787@micronetics.com> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Could be a silly question. 


Is there a way to get a texture to repeat itself over a large poly? 
Presently I have multiple polys each with a single texture, but I could 
vastly reduce the vertex and normal calcs if I had just one large poly 
but with a repeating tex map. 


Any insights would be smashing! 


Anyone try that VSyncCallback fix I posted yet? Just intrested in how 
robust it is. 


Regards 


Jim 
—-MESSAGE FILE 13396 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000276 


——MESSAGE FILE 13397 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000277 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Memory problems 

Date: Wed, 06 Aug 1997 08:05:22 GMT 

Organization: SCEA Net Yaroze News 

Lines: 17 

Message-ID: <33e82fa7.20428719@news.scea.sony.com> 

References: <5s23rh$oj2@chuka.playstation.co.uk> <33E60B98.272F@interactive.sony.com 
> 

NNTP-Posting-Host: rotary416-pri.voicenet.com 
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X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 04 Aug 1997 18:04:24 +0100, Developer Support 
<dev_support@interactive.sony.com> wrote: 


>> 2) If I put into OT an obj that is out of coordinates displayed on the 
>> screen, is however 

>> drawn by the GPU ? 

> 

>No it will not be drawn, the libraries take care of this for you. 

> 


True, but if you only insert visible objects (that don't need 
to be sorted) the frame rate seems to increase. 


Jamin 


-—-MESSAGE FILE 13397 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000277 


——MESSAGE FILE 13398 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000278 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Memory problems 

Date: Wed, 06 Aug 1997 08:44:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 29 

Message-ID: <33e83925.22858811@news.scea.sony.com> 

References: <5s23rh$oj2@chuka.playstation.co.uk> <33E60B98.272F@interactive.sony.com 
> <33e82fa7.20428719@news.scea.sony.com> 

NNTP-Posting-Host: rotary416-pri.voicenet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 06 Aug 1997 08:05:22 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


>On Mon, 04 Aug 1997 18:04:24 +0100, Developer Support 
><dev_support@interactive.sony.com> wrote: 

> 

> 

>>> 2) If I put into OT an obj that is out of coordinates displayed on the 
>>> screen, is however 

>>> drawn by the GPU ? 

>> 

>>No it will not be drawn, the libraries take care of this for you. 
>> 

> 

> True, but if you only insert visible objects (that don't need 
>to be sorted) the frame rate seems to increase. 


Oops, should read: 


True, but if you only insert visible objects (that need 
to be sorted) the frame rate seems to increase. 


> 
> 
>Jamin 
> 


—-MESSAGE FILE 13398 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000278 


——MESSAGE FILE 13399 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000279 


Net Yaroze newsgroups message dump.txt Page 8967 


Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Memory problems 

Date: Wed, 06 Aug 1997 10:38:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <33E84632.7441@interactive.sony.com> 

References: <5s23rhS$oj2@chuka.playstation.co.uk> <33E60B98.272F@interactive.sony.com 
> <33e82fa7.20428719@news.scea.sony.com> <33e83925.22858811@news.scea.sony.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jamin Frederick wrote: 


> 

> True, but if you only insert visible objects (that need 
> to be sorted) the frame rate seems to increase. 

> 


Yes, thats because its quite simple to work out the visibility of some 
objects quicker than the libraries, hence speeding up the CPU time. 
However, your draw time will be the same. 


Stuart 
—-MESSAGE FILE 13399 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000279 


——MESSAGE FILE 13400 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000280 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Wrapping 

Date: Wed, 06 Aug 1997 11:04:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <33E84C2C.6C25@interactive.sony.com> 
References: <33E7381E.E55C5787@micronetics.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Could be a silly question. 


J 
> 
> 
> 
> Is there a way to get a texture to repeat itself over a large poly? 

> Presently I have multiple polys each with a single texture, but I could 
> vastly reduce the vertex and normal calcs if I had just one large poly 
> but with a repeating tex map. 

> 
> 
> 


Any insights would be smashing! 


If you have a 256x256 texture then it automatically wraps (but it 
doesn't look right when the poly crosses the edges). What you could do 
is load a smaller texture repeatedly in vram until it fills 256x256, 
this will only work if the polygon fits into 256x256 texel area. 


If you can tell me more about polygon and texture sizes I maybe able to 
come up with some better ideas. 


Stuart 
--MESSAGE FILE 13400 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000280 
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--MESSAGE FILE 13401 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000281 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Wrapping 

Date: Wed, 06 Aug 1997 11:46:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <33E8560F.BD1E57C1@micronetics.com> 

References: <33E7381E.E55C5787@micronetics.com> <33E84C2C.6C25@interactive.sony.com> 
NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Developer Support wrote: 


> 

> Jim wrote: 

>> 

> > Could be a silly question. 

>> 

> > Is there a way to get a texture to repeat itself over a large poly? 

> > Presently I have multiple polys each with a single texture, but I could 
> > vastly reduce the vertex and normal calcs if I had just one large poly 
> > but with a repeating tex map. 

> 

> If you have a 256x256 texture then it automatically wraps (but it 

> doesn't look right when the poly crosses the edges). What you could do 

> is load a smaller texture repeatedly in vram until it fills 256x256, 

> this will only work if the polygon fits into 256x256 texel area. 

> 

> If you can tell me more about polygon and texture sizes I maybe able to 
> come up with some better ideas. 

> 

> Stuart 

Stuart, 


Thanks for the reply. 


Here is my reasoning. I have a polygon (lots infact) that are 400x400 
with a texture (64x64), was (128x128) but that affected performance too 
much. The texutures are 16bit direct colour. 

Could I set up the gpu to say draw one 400x800 polygon (for example) but 
wrap the texture at 400x400 so the result would be the same as drawing 
two planar connected 400x400 polys? 


As an aside is there any noticable speed difference between 16 direct, 4 
and 8 bit textures? I would assume 4 and 8 bit a tad slower because of 
the clut lookup before it translates into a 16 direct in the frame 
buffer as it draws the textured poly. 


Another aside, how does texture caching work? It is best to group polys 
with the same textures together to avoid texture cache misses? Is it 
true I can only cache 32x32 16bit direct textures? So would I see more 
of a speed increase if I make the textures 32x32, than when I went from 
128x128 to 64x64, because it will now fit in the cache? 


Cheers 


-JiM 
--MESSAGE FILE 13401 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000281 


——MESSAGE FILE 13402 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000282 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Texture Wrapping 

Date: Wed, 06 Aug 1997 14:25:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 51 

Message-ID: <33E87B2B.4F6A@interactive.sony.com> 

References: <33E7381E.E55C5787@micronetics.com> <33E84C2C.6C25@interactive.sony.com> 
<33E8560F.BD1E57C1@micronetics.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Jim wrote: 


Stuart, 
Thanks for the reply. 


Here is my reasoning. I have a polygon (lots infact) that are 400x400 
with a texture (64x64), was (128x128) but that affected performance too 
much. The texutures are 16bit direct colour. 

Could I set up the gpu to say draw one 400x800 polygon (for example) but 
wrap the texture at 400x400 so the result would be the same as drawing 
two planar connected 400x400 polys? 


VVVVVVVVVVV VV 


OK, I've been playing around, and if you set the RECT GsDRAWENV.tw to a 
window within the texture page you'll get a repeating texture eg 
setRECT (&GSDRAWENV.tw,0,0,64,64) assuming your texture is in the top 
left of the texture window). But you'll have to change it back when 
drawing other stuff. 


As an aside is there any noticable speed difference between 16 direct, 4 
and 8 bit textures? I would assume 4 and 8 bit a tad slower because of 
the clut lookup before it translates into a 16 direct in the frame 
buffer as it draws the textured poly. 


V V V V 


Yes, there is a speed difference. For a texture of the same size 4 bit 
is fastest, 8 bit is next fastest, and 16 bit is slowest. This is simply 
due to the caching. 


> 

> Another aside, how does texture caching work? It is best to group polys 
> with the same textures together to avoid texture cache misses? Is it 

> true I can only cache 32x32 16bit direct textures? So would I see more 

> of a speed increase if I make the textures 32x32, than when I went from 

> 128x128 to 64x64, because it will now fit in the cache? 

> 

> Cheers 

> 

> -JiM 


Yes, if you can draw all the polys with one type of texture together 
you'll get a better cache hit, hence a speed up. And yes again, only a 
32x32 16bit texture will fit in the cache and you'd see a big increase 
in speed if you changed to this size. For 8bit 32x64 will fit in the 
cache and for 4bit 64x64. 


I really recommend getting your textures to fit in the cache, it will 
make big difference to your drawing time. 


Stuart 
—-MESSAGE FILE 13402 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000282 


——MESSAGE FILE 13403 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000283 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsScaleScreen 

Date: Wed, 06 Aug 1997 21:07:28 GMT 

Organization: Into Beyond 

Lines: 18 

Message-ID: <33e7ea04.842464@news.playstation.co.uk> 
References: <33e33ec5.10568188@news.playstation.co.uk> <33E609F0.A3A@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 04 Aug 1997 17:57:20 +0100, Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>The Gs subdivision flags help a little also, but in the end it usually 
>comes down to doing your own subdivision. 


A combo of both does the trick ok, but I do wish there was a way of 
setting auto-sub division on polygons close-by. I have a system to 
deal with sub division at different distances, but that is per object 
only... 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 13403 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000283 


—-MESSAGE FILE 13404 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000284 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: It's just insane!! Someone help me out please 

Date: Fri, 08 Aug 1997 00:31:56 -0500 

Organization: The Implementor 

Lines: 26 

Message-ID: <33EAAF4B.471E@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: aus-tx19-10.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:82 scee.yaroze.pro 
gramming.3d_graphics:284 


I've been working exclusively with 2D for some time, and I have 
had no trouble there; now, however, I have decided to attempt 
something in the 3D arena.... 


Despite my best efforts, I am having some troubles with getting 
everything set up properly. I understand the file formats, and 
I know how to get TMD data in memory. So... what do I do 
beyond that? I have no clue of how to set up viewpoints, the 
objects themselves, etc.. 


What would be truly helpful is if some kind soul could make a 
very simple, no-frills example that did the following (with 
well-documented code): 


Initialize the 3D system 
Draws one object with a given location and orientation 
(just a simple, flat- or non-shaded cube would do, 
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or even just a single polygon) 
Allows the viewpoint to move to a given location and face 
in a given direction 


Can anyone help me out here? Please?? 


http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
—-MESSAGE FILE 13404 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000284 


—--MESSAGE FILE 13405 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000285 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: 8k binary attached 

Date: Fri, 08 Aug 1997 10:40:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 202 

Message-ID: <33EAE975.219@interactive.sony.com> 

References: <33EAAF4B.471E@ix.netcom.com> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" 285418Շ03894" 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:83 scee.yaroze.pro 
gramming. 3d_graphics:285 


This is a multi-part message in MIME format. 


2B541BC03B94 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Spellweaver wrote: 


I've been working exclusively with 2D for some time, and I have 
had no trouble there; now, however, I have decided to attempt 
something in the 3D arena.... 


Despite my best efforts, I am having some troubles with getting 
everything set up properly. I understand the file formats, and 
I know how to get TMD data in memory. So... what do I do 
beyond that? I have no clue of how to set up viewpoints, the 
objects themselves, etc.. 


What would be truly helpful is if some kind soul could make a 
very simple, no-frills example that did the following (with 
well-documented code): 


Initialize the 3D system 

Draws one object with a given location and orientation 
(just a simple, flat- or non-shaded cube would do, 
or even just a single polygon) 

Allows the viewpoint to move to a given location and face 
in a given direction 


Can anyone help me out here? Please?? 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


http://www.scea.sony.com/net/yaroze/pages/ jblack. html 
Here you go, its a GNU program and loads with siocons 


Stuart 


285418Շ03894 

Content-Type: WinZip32/zip; name="Viewtmd. zip" 

—-MESSAGE FILE 13405 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000285 
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—--MESSAGE FILE 13406 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000286 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: jasonj@mindspring.com (Jason Jones) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: It's just insane!! Someone help me out please 

Date: Fri, 08 Aug 1997 13:35:23 GMT 

Organization: SCEA Net Yaroze News 

Lines: 39 

Message-ID: <33451080.2300876@news.scea.sony.com> 

References: <33EAAF4B.471E@ix.netcom. com> 

NNTP-Posting-Host: socks5d.raleigh.ibm.com 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:84 scee.yaroze.pro 
gramming. 3d_graphics:286 


Hello, 
I have a small example on my site in the demos section. It loads in 
one object and displays it on the screen at the origin. Nothing 
special just init, load and display. 


http://www.scea.sony.com/net/yaroze/pages/jjones. html 
Jason Jones 


On Fri, 08 Aug 1997 00:31:56 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I've been working exclusively with 2D for some time, and I have 
>had no trouble there; now, however, I have decided to attempt 
>something in the 3D arena.... 

> 

>Despite my best efforts, I am having some troubles with getting 
>everything set up properly. I understand the file formats, and 
>I know how to get TMD data in memory. So... what do I do 
>beyond that? I have no clue of how to set up viewpoints, the 
>objects themselves, etc.. 

> 

>What would be truly helpful is if some kind soul could make a 
>very simple, no-frills example that did the following (with 
>well-documented code): 

> 

>Initialize the 3D system 

>Draws one object with a given location and orientation 


> (just a simple, flat- or non-shaded cube would do, 

> or even just a single polygon) 

>Allows the viewpoint to move to a given location and face 
> in a given direction 

> 

>Can anyone help me out here? Please?? 

> 

> 

>—— 


>http://www.scea.sony.com/net/yaroze/pages/jblack.html 


--MESSAGE FILE 13406 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000286 


——MESSAGE FILE 13407 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000287 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Wrapping 

Date: Fri, 08 Aug 1997 15:37:56 GMT 

Organization: Into Beyond 

Lines: 62 

Message-ID: <33ec384e.9980891@news.playstation.co.uk> 

References: <33E7381E.E55C5787@micronetics.com> <33E84C2C.6C25@interactive.sony.com> 
<33E8560F.BD1E57C1@micronetics.com> 


Net Yaroze newsgroups message dump.txt 


Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 06 Aug 1997 11:46:39 +0100, Jim <jim@micronetics.com> did 
quoth at me: 


>Could I set up the gpu to say draw one 400x800 polygon (for example) but 
>wrap the texture at 400x400 so the result would be the same as drawing 
>two planar connected 400x400 polys? 


Don't think so no. 
>As an aside is there any noticable speed difference between 16 direct, 4 


I was told there was, but was also surprised with what I could get 
away with. 


>and 8 bit textures? I would assume 4 and 8 bit a tad slower because of 
>the clut lookup before it translates into a 16 direct in the frame 
>buffer as it draws the textured poly. 


4 and 8 bit means less but activity though - the clut will be read 
into a cache I should think, and then everything will be dereferenced 
very fast. So the larger the texture, the larger the performance gain. 


>Another aside, how does texture caching work? It is best to group polys 
>with the same textures together to avoid texture cache misses? Is it 


Texture cache is not that much help, but you can be clever. Remember 
that the ps-x runs from an OT basis, so whatever order you throw your 
objects to the 3d libs the individual polys will be approximately 
sorted, and usually end up a mish mash. However, by using multiple OTs 
of different resolution and combining them you can ensure that certain 
objects get drawn 'whole'. In fact I mark off certain objects (floors, 
and others) as being 'draw first' objects. These get rendered into 
their own mini-OT and get placed in the OT in a position to get 
rendered before all other stuff. This depends on a nice convex/flat 
shape and it never being able to hide other objects, but is very 
useful. Especially as with floors you can keep your texture size to 
suit the cache and hey presto it'll render all its polygons using the 
texture cache. 


A few other tricks you can do too, as long as you appreciate how the 
OT works. Reordering how your objects get thrown to the 3d libs also 
can affect clipping positively - objects entered in the OT later are 
rendered later if the Z values of its polygons match an object already 
present in the OT. If you get what I mean (things are rendered on a 
per polygon basis and not a per object basis though). 


>true I can only cache 32x32 16bit direct textures? So would I see more 
>of a speed increase if I make the textures 32x32, than when I went from 
>128x128 to 64x64, because it will now fit in the cache? 


No, you can have 16x64 16 bit, 32x64 8 bit and 64x46 4 bit. Even the 
N64, so I understand, likes things in 4 bit. Most textures look fine 
in 4 bit, especially smaller ones. 

Regards, 

Alex Amsel 

+ Tuna Technologies + Windows 95/NT, Console and Internet + 


+ The PC/PS-X Game Tools and Game Development Specialists + 
+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 
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—-MESSAGE FILE 13407 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000287 
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--MESSAGE FILE 13408 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000288 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Wrapping 

Date: Fri, 08 Aug 1997 15:37:58 GMT 

Organization: Into Beyond 

Lines: 39 

Message-ID: <33ed3a3c.10475734@news.playstation.co.uk> 

References: <33E7381E.E55C5787@micronetics.com> <33E84C2C.6C25@interactive.sony.com> 
<33E8560F.BD1E57C1@micronetics.com> <33E87B2B.4F6A@interactive.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 06 Aug 1997 14:25:00 +0100, Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>OK, I've been playing around, and if you set the RECT GsDRAWENV.tw to a 
>window within the texture page you'll get a repeating texture eg 
>setRECT (&GSDRAWENV.tw,0,0,64,64) assuming your texture is in the top 
>left of the texture window). But you'll have to change it back when 
>drawing other stuff. 


But unfortunately you don't know when your poly will be drawn - you 
can guess approximately and search through the OT, but that is all I 
think. I'd be interested if you have any better ideas though. 


>Yes, there is a speed difference. For a texture of the same size 4 bit 
>is fastest, 8 bit is next fastest, and 16 bit is slowest. This is simply 
>due to the caching. 


And also the gpu(?) can read more pixel data from vram for 4 bit 
textures etc (4 pixels/word as opposed to 1 for 16 bit). 


>Yes, if you can draw all the polys with one type of texture together 
>you'll get a better cache hit, hence a speed up. And yes again, only a 
>32x32 l6bit texture will fit in the cache and you'd see a big increase 
>in speed if you changed to this size. For 8bit 32x64 will fit in the 
>cache and for 4bit 64x64. 


Hadn't realised you could use 32x32 but it does make sense doesn't it! 


Live and learn :) 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 13408 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000288 


--MESSAGE FILE 13409 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000289 

Path: chuka.playstation.co.uk!news 

From: Simon Wood <simon@mintsauce.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Hierarchic Objects 

Date: Fri, 08 Aug 1997 18:01:35 +0100 
Organization: Black Sheep Design 

Lines: 29 

Message-ID: <33EB50EF.7318@mintsauce.com> 
Reply-To: simon@mintsauce.com 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: host5-99-46-157.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi 

I am having some problems achieving hierarchical objects. I want to 
achive the effect shown on page 66 of the User Guide using multiple TMD 
objects, so far I have failed miserably. I want the outer group to 


control the overall path of the objects, and the individual objects to 
'twiddle' within that path. I want the path to be specified on the 
outer group object and not have to specifiy it on any of the child 


objects. I assume this is done with the super field of the 
GsCOORDINATE2 structure. At present I am using the function in the file 
object.c supplied with the tuto?.c files. I am willing to move away 
from using that file if it makes things easier. I would like to 
understand the low-level solution as well as the object.c based 
solution. Ultimately I will move away from object.c anyway, but at the 


moment I am pressed for time on this project. 


I realise that this should be fairly and I am sure I am missing 
something simple and fundamental; But I have not managed to find any 
samples that do this and the documentation does not seem to address the 
point beyond page 66 of the User Guide. 


Any hints, clues, sample code, references, websites etc. would be much 
appreciated. 


Regards 
Simon Wood 


Black Sheep Design 
simon@mintsauce.com 
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—-MESSAGE FILE 13409 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000289 


—-MESSAGE FILE 13410 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000290 

Path: chuka.playstation.co.uk!news 

From: "Stefano Provenzano" <dragon@azzurra.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Some questions again. 

Date: Fri, 8 Aug 1997 19:00:07 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <5sfjca$oj12@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-l.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.0544.0 
X-MimeOLE: Produced By Microsoft MimeOLE Engine V4.71.0544.0 


Hi, 
thanks for the quick replay at my other letter. 
I have two other questions: 


1) Then I can use only 1,5Mb for donwload the code and the other data. 
Is it true ? 


And the sound memory is apart? How I can use it? 

2) I have big problems with textures. 

Can you explain how are connected a TMD model, its TIM texture and the 
frame buffer? 

Can I use directly the VRAM ? How ? 

Thanks 


Stefano 
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—-MESSAGE FILE 13410 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000290 


—--MESSAGE FILE 13411 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000291 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture Wrapping 

Date: Mon, 11 Aug 1997 09:55:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <33EED383.4CF4@interactive.sony.com> 

References: <33E7381E.E55C5787@micronetics.com> <33E84C2C.6C25@interactive.sony.com> 
<33E8560F.BD1E57C1l@micronetics.com> <33E87B2B.4F6A@interactive.sony.com> <33ed3a3c. 
10475734@news.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Alex Amsel wrote: 


> 

> But unfortunately you don't know when your poly will be drawn - you 
> can guess approximately and search through the OT, but that is all I 
> think. I'd be interested if you have any better ideas though. 

> 


The only other ways are polygon subdivision and repeating the texture in 
memory. I'm not sure of the need to repeat the texture over a polygon. 


Stuart 
—-MESSAGE FILE 13411 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000291 


—-MESSAGE FILE 13412 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000292 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Some questions again. 

Date: Mon, 11 Aug 1997 09:59:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <33EED46A.4DF7@interactive.sony.com> 
References: <5sfjca$oj1l2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Stefano Provenzano wrote: 


Hi, 
thanks for the quick replay at my other letter. 
I have two other questions: 


1) Then I can use only 1,5Mb for donwload the code and the other data. 
Is it true ? 


VVVVVVV 


Yes, unless your using codewarrior and download during the program. 


> 
> And the sound memory is apart? How I can use it? 


You still have to load the sound to main memory first 


> 
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2) I have big problems with textures. 

Can you explain how are connected a TMD model, its TIM texture and the 
frame buffer? 

Can I use directly the VRAM ? How ? 


V V V V 


The TIM file has its prefered position in VRAM memory coded into itself. 
When a RSD is turned into a TMD the texture information is hard coded 
into the TMD. 


And no you can't directly access VRAM. 


Stuart 
--MESSAGE FILE 13412 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000292 


——MESSAGE FILE 13413 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000293 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Hierarchic Objects 

Date: Mon, 11 Aug 1997 17:30:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <33EF3E22.2114@interactive.sony.com> 
References: <33EB50EF.7318@mintsauce.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


imon Wood wrote: 

Hi 

I am having some problems achieving hierarchical objects. I want to 
achive the effect shown on page 66 of the User Guide using multiple TMD 
objects, so far I have failed miserably. I want the outer group to 


control the overall path of the objects, and the individual objects to 
'twiddle' within that path. I want the path to be specified on the 
outer group object and not have to specifiy it on any of the child 
objects. I assume this is done with the super field of the 
GsCOORDINATE2 structure. 


VVVVVVVVVV VO 


Yes; eg in a solar system the Sun might have it's own coordinate 
system, (ie its GsDOBJ2.super points to its own GSCOORD2 whose 

super is WORLD); the planets might have the Sun as their super, 

ie their GsDOBJ2 can either directly point at the Sun's COORD2, 

or can point at their own COORD2s, whose super's are the Sun's COORD2; 
and similarly for moons, satellites of moons, etc. 


At present I am using the function in the file 

object.c supplied with the tuto?.c files. I am willing to move away 
from using that file if it makes things easier. I would like to 
understand the low-level solution as well as the object.c based 
solution. Ultimately I will move away from object.c anyway, but at the 
moment I am pressed for time on this project. 


I realise that this should be fairly and I am sure I am missing 
something simple and fundamental; But I have not managed to find any 
samples that do this and the documentation does not seem to address the 
point beyond page 66 of the User Guide. 


Any hints, clues, sample code, references, websites etc. would be much 
appreciated. 


Regards 


VVVVVVVVVVVVVVV VV 


Simon Wood 


Net Yaroze newsgroups message dump.txt 


> Black Sheep Design 
> simon@mintsauce.com 


The SCEE samples <solar> and <solar2> both use hierarchical 
coordinate systems; I think <solar2> is probably easier to 
understand. 


The simplest case of hierarchy is like that in solar2: 

just get 3 objects and build a tree of three members with three levels. 
Try simple controller-driven motions to test it. This way you should 
get the hierarchy working very quickly. 


Lewis 
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—-MESSAGE FILE 13413 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000293 


—-MESSAGE FILE 13414 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000294 

Path: chuka.playstation.co.uk!news 
From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Multiple Objects 

Date: Tue, 12 Aug 1997 23:20:58 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 
Message-ID: <33F0E1C4.70C3@Compuserve.com> 
NNTP-Posting-Host: 195.232.3.51 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


This is an unashamed plea for guidance and inspiration from all you 
Yaroze Gurus out there (you know who you are!). 


I've already tried the Beginners news site, but havn't had any replies 
so far (sob!). I hope I get more luck here. 


I am new to Yaroze, and haven't done much other than play around with a 
few demos to date. I've written games software on an Amiga, but that was 
in BASIC, so I'm having to pick up C at the same time (with the help of 
a few good books!). I have been programming for nearly ten years 
however, so without meaning to sound big-headed I'm sure I can make 
progress, assuming I can get a little help from you guys. 


What I'd like to do is load a single TMD file into memory and use it to 
display two or more identical objects from the same data. Is this 
possible? If any kind soul could help me out with some suggestions, or 
maybe even some source (yes please!), then I'd really be in your debt. 


Thanks for reading this, and please post a reply (even if its just to 
tell me to go away for a year until I've got more C experience!). 


Yours sincerely, 


Jon Arkley. 


—-MESSAGE FILE 13414 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000294 


--MESSAGE FILE 13415 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000295 

Path: chuka.playstation.co.uk!news 

From: Simon Wood <simon@mintsauce.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple Objects 

Date: Wed, 13 Aug 1997 11:25:03 +0100 
Organization: Black Sheep Design 

Lines: 58 

Message-ID: <33F18B7F.7578@mintsauce. com> 
References: <33F0E1C4.70C3@Compuserve.com> 


Net Yaroze newsgroups message dump.txt 


Reply-To: simon@mintsauce.com 

NNTP-Posting-Host: host5-99-46-232.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Hi 


If you are using the stuff in object.c that most of the samples use 
then: 


Declare two object handlers and then instantiate them with the same TMD, 
as follows: 


ObjectHandler object1; 
ObjectHandler object2; 
u_long tmdObject = 0x80090000 


InitSingleObject (&object1); 
BringObjectToLife (&object1, PART, tmdObject, 0, NONE) ; 
RegisterObjectIntoObjectArray (&0bject1) ; 


InitSingleObject (&0bject2) ; 
BringObjectToLife (&object2, PART, tmdObject, 0, NONE) ; 
RegisterObjectIntoObjectArray (&0bject2) ; 


It worked for me, so I see no reason why it should not work for you. 
Hope this helps. 


Regards 


Simon Wood 


Jon Arkley wrote: 


This is an unashamed plea for guidance and inspiration from all you 
Yaroze Gurus out there (you know who you are!). 


I've already tried the Beginners news site, but havn't had any replies 
so far (sob!). I hope I get more luck here. 


I am new to Yaroze, and haven't done much other than play around with a 
few demos to date. I've written games software on an Amiga, but that was 
in BASIC, so I'm having to pick up C at the same time (with the help of 
a few good books!). I have been programming for nearly ten years 
however, so without meaning to sound big-headed I'm sure I can make 
progress, assuming I can get a little help from you guys. 


What I'd like to do is load a single TMD file into memory and use it to 
display two or more identical objects from the same data. Is this 
possible? If any kind soul could help me out with some suggestions, or 
maybe even some source (yes please!), then I'd really be in your debt. 


Thanks for reading this, and please post a reply (even if its just to 
tell me to go away for a year until I've got more C experience!). 


Yours sincerely, 


VVVVVVVVVVVVVVV VV VV VV VV VV 


Jon Arkley. 
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—-MESSAGE FILE 13415 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000295 


--MESSAGE FILE 13416 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000296 
Path: chuka.playstation.co.uk!news 
From: Developer Support <dev_support@interactive.sony.com> 


Net Yaroze newsgroups message dump.txt Page 8980 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple Objects 

Date: Wed, 13 Aug 1997 11:35:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <33F18DDA.30CB@interactive.sony.com> 
References: <33F0E1C4.70C3@Compuserve.com> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


If your not using object.c. 
Set up a transform matrix, something like 


mat = GsIDMATRIX; 


translate.vx = 100; 
translate.vy = 100; 
translate.vz = 100; 


TransMatrix(&mat,translate); 


Alter the object handler 


obj.coord2->coord 
obj.coord2->super = 
obj.coord2->flg = 0; 


mat; 
WORLD; 


Update the local to screen matrix 


GsGetLs (&0bj.coord2, &coordmat) ; 
GsSetLsMatrix(&coordmat) ; 


Put the object into the OT 
GsSortObject4... 


Then do the same for the second, third,... object but with different 
transformation matrices 


Stuart 
—-MESSAGE FILE 13416 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000296 


—-MESSAGE FILE 13417 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000297 

Path: chuka.playstation.co.uk! jdspugh.eecs.utas.edu.au!user 

From: littledevil@trump.net.au (Richard Malka) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Cool idea.... 3DS Max plugins... 

Date: Thu, 14 Aug 1997 13:31:01 +1000 

Organization: Little Devil Software 

Lines: 46 

Message-ID: <littledevil-1408971331020001@jdspugh.eecs.utas.edu.au> 
References: <33AAB627.3007@cyberia.ie> 

NNTP-Posting-Host: jdspugh.eecs.utas.edu.au 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33AAB627.3007@cyberia.ie>, matrix@cyberia.ie wrote: 


Here's a good idea, why doesn't some enterprising chap write a plugin 
for 3DS MAX that exports direct to TMD instead of all this dozy .dxf 
faffing around! 


° 


ps, we want a % of all the royalties for every plugin sold. 


VVVVVVV 


The lads at Matrix. 
Here is a nice way to export from Max to TMD: 


3dsMax -» VRML2 -» RSD -» TMD 
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The 3dsMax -» VRML2 conversion is done by the freely available VRML2 
exporter plugin and the RSD -» TMD converter is supplied by Sony. The 
hardest bit (the bit with the most work) is the VRML2 -> RSD conversion. 


This method has the following advantages: 

* The VRML 2 standard is open and fully documented on the web. 

* VRML 2 supports animation, textures, smooth and flat shading. 

* Tt will work with any tools that export to VRML2 (i.e. you're not 
restricted to 3dsMax, or any particular platform for that matter). 


Tips for converting from 3dsMax -» VRML 2: 

* Turn generate primatives off. 

* Pivot points do not export. Instead use dummy objects as your pivot 
points: Link the object that needs the pivot point to a dummy object that 
is centered at the pivot point. You can still use IK and stuff in Max 
using this method. 


I have worked on 3ds4 -» RSD conversion, but VRML2 -» RSD is much nicer 
for many reasons (at least we know the data format!). Currently I am 
working on converting the rotational animation data from VRML2 to a PSX 
compatable format. I have not written a converter for converting VRML2 
objects to RSD objects yet. The reason being that I can convert the shapes 
over using the tools available now. Eventually though, one will be written 
so that the entire modelling and animation convertion process is 
automated. 


I'm sure that there will be enough interest amoung the Net Yaroze 
community to eventually come up with a decent VRML2 -> RSD converter as a 
joint effort. I will keep you posted about how this work is progressing, 
but see what you people can come up with too. 


Richard. 
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-—-MESSAGE FILE 13417 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000297 


—-MESSAGE FILE 13418 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000298 

Path: chuka.playstation.co.uk!news 
From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple Objects 

Date: Sat, 16 Aug 1997 21:44:48 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 48 
Message-ID: <33F6113A. 6BB5@Compuserve.com> 

References: <33F0E1C4.70C3@Compuserve.com> <33F18DDA.30CB@interactive.sony.com> 
NNTP-Posting-Host: 1d49-046.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi Stuart (and Simon). 


Thanks very much for your help. I've managed to get my multiple objects 
up and running at last! 


I was only doing the lighting stuff once, when I should have done it 
once for each object handler as you described. 


Now I can push on with putting some textures on my objects. I hope this 
isn't to difficult (you'll be seeing some more desparate pleas for help 
if it is!). 


Thanks once again, 


Jon Arkley. 


Developer Support wrote: 
> 


Net Yaroze newsgroups message dump.txt Page 8982 
If your not using object.c. 
Set up a transform matrix, something like 


mat = GsIDMATRIX; 


translate.vx = 100; 
translate.vy = 100; 
translate.vz = 100; 


TransMatrix(&mat,translate); 
Alter the object handler 
obj.coord2->coord = mat; 
obj.coord2->super = WORLD; 
obj.coord2->flg = 0; 


Update the local to screen matrix 


GsGetLs (&0bj.coord2, &coordmat) ; 
GsSetLsMatrix (&coordmat) ; 


Put the object into the OT 
GsSortObject4... 


Then do the same for the second, third,... object but with different 
transformation matrices 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


Stuart 
—-MESSAGE FILE 13418 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000298 


—--MESSAGE FILE 13419 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000299 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.2d_graphics 

Subject: Maybe useful titbits + memory notes + give us more work if you love us real 
ly 

Date: Thu, 21 Aug 1997 13:38:26 GMT 

Organization: Into Beyond 

Lines: 24 

Message-ID: <34003b82.9204910@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:299 scee.yaroze.pr 
ogramming.2d_graphics:168 


I have posted some useful information under this topic in the gnu 
newsgroup. 


Its somewhat of a mish mash I'm afraid, but between 2 posts I cover 
texturing TMD objects with the original 3ds information, memory 
advice, logging advice, and a few other things. 


I'll help anyone who needs it or doesn't follow what I have said. It 
really needs writing up with full examples and some of our actual 
source, but I don't have time at the moment. 


I can try and persuade Sony to buy the 3ds->TMD tool + related ps-x 
source in which case I'll write everything up, but other than that we 
don't have time unfortunately :( Been working very 30+ hour 'days' for 
the last few weeks already. 


Regards, 


Alex Amsel 
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+ Tuna Technologies + Windows 95/NT, Console and Internet + 

+ The PC/PS-X Game Tools and Game Development Specialists + 

+ Flibbley flobble wab tiggle sa lable ly pibbley Obblers + 

—-MESSAGE FILE 13419 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000299 


—-MESSAGE FILE 13420 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000300 

Path: chuka.playstation.co.uk!news 

From: Mark Henkelis <mark.henkelis@virgin.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3DS .VUE file 

Date: Sat, 23 Aug 1997 00:51:06 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <33FE25EA. 44A5@virgin.net> 

Reply-To: mark.henkelis@virgin.net 

NNTP-Posting-Host: p31l-chachalaca-gui.tch.virgin.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Does anyone know anything about 3D Studio .VUE files? I've been messing 
about for ages trying to animate a model using the TRANSFORM matrices, 
but I can't work out what point to rotate about or what the translation 
refers to. Do the objects relate to each other (via the hierarchy), the 
model axis, the global axis or what? 


Incidently, if anyone can give me a brief explanation of the differences 
between CompMatrix() and MulMatrix0(), and why their argument order is 
significant I'd be really grateful. 


Thanks in advance, 


Mark. 
-—-MESSAGE FILE 13420 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000300 


——MESSAGE FILE 13421 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000301 

Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Textured Objects 

Date: Sat, 23 Aug 1997 11:53:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <33FEC110.3FBB@Compuserve.com> 
NNTP-Posting-Host: 1d46-141.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi. 
Well I told you I'd probably be begging for help again soon! 
My question to whoever can help is this. Do I have to define textures in 


the TMD file itself, or can I take a program that displays an untextured 
model and modify it to display a textured model? 


The reason I ask is that all the examples I've looked at only seem to 
load textures into VRAM, but once there they don't seem to need to do 
anything else to link the object to its associated textures. 

I refer to the "Car" demo, amongst others. 


If anyone out there could shed some light on the problem it would be a 


Net Yaroze newsgroups message dump.txt Page 8984 


great help to me, as I think I could start to make good progress once 
I've grasped the basic concepts. 


Thanks for your time, 


Jon. 
-—-MESSAGE FILE 13421 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000301 


—--MESSAGE FILE 13422 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000302 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Textured Objects 

Date: 26 Aug 1997 11:0:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <5tud17$3qt10@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 

To: news@playstation.co.uk 

Originator: news@chuka.playstation.co.uk 


>My question to whoever can help is this. Do I have to define textures in 
>the TMD file itself, or can I take a program that displays an untextured 
>model and modify it to display a textured model? 

>The reason I ask is that all the examples I've looked at only seem to 
>load textures into VRAM, but once there they don't seem to need to do 
>anything else to link the object to its associated textures. 


The TMD already contains the position of any textures associated with the 
model. 

If you have the RSD its easy to change the TIM file used as the texture. 
It is possible to change texture info at runtime, but it does mean hacking 
the TMD. 


Stuart 


-—-MESSAGE FILE 13422 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000302 


—-MESSAGE FILE 13423 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000303 

Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Textured Objects 

Date: Tue, 26 Aug 1997 23:43:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <34035C0C.4949@Compuserve. com> 
References: <5tud17$3qt10@chuka.playstation.co.uk> 
NNTP-Posting-Host: hdn91-147.hil.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi Stuart, 


Thanks for confirming my fears. I knew I'd have to get hold of some 
modelling software at some point, but maybe not quite this soon! 


What 3d Modelling software are most Yaroze members using? I could do 
with something simple (and above all cheap!) to create some textured 
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models in RSD format. 

All I want to create at the moment are some cubes with textures on the 

top and sides to form a kind of chessboard representing various types of 


terrain (grass, stones etc). This shouldn't require anything fancy. 


Surely there must be some older packages floating around that could be 
downloaded. Does anyone know of any? 


Thanks once again, 


Jon. 


Stuart_Ashley@Playstation.sony.com wrote: 


> 

> >My question to whoever can help is this. Do I have to define textures in 
> >the TMD file itself, or can I take a program that displays an untextured 
> >model and modify it to display a textured model? 

> >The reason I ask is that all the examples I've looked at only seem to 

> >load textures into VRAM, but once there they don't seem to need to do 

> >anything else to link the object to its associated textures. 

> 

> The TMD already contains the position of any textures associated with the 
> model. 

> If you have the RSD its easy to change the TIM file used as the texture. 
> It is possible to change texture info at runtime, but it does mean hacking 
> the TMD. 

> 

> Stuart 


-—-MESSAGE FILE 13423 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000303 


—-MESSAGE FILE 13424 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000304 

Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Modelling Software 

Date: Fri, 29 Aug 1997 00:54:53 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <34060FCD.292C@Compuserve. com> 
NNTP-Posting-Host: 1d20-183.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 
This is just a quick question to everyone out there. 


I'm looking for a cheap and cheerful 3d modelling package to create 
simple textured objects. 


We've all heard of "3d Studio" and the like, but that'll probably cost 
me an arm and a leg, when all I need is anything that will output 
modelling data in DXF or RSD format. 
If anyone knows of any packages of the type I've described, let me know. 
I'm especially interested in stuff I can download, if that's any help. 
Looking forward to your replies, 

Jon. 


-—-MESSAGE FILE 13424 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000304 


—-MESSAGE FILE 13425 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000305 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Modelling Software 

Date: 29 Aug 1997 9:49:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <5u65vn$2gk2@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>Hi, 

>This is just a quick question to everyone out there. 

>I'm looking for a cheap and cheerful 3d modelling package to create 
>simple textured objects. 

>We've all heard of "3d Studio" and the like, but that'll probably cost 
>me an arm and a leg, when all I need is anything that will output 
>modelling data in DXF or RSD format. 


>If anyone knows of any packages of the type I've described, let me know. 


>I'm especially interested in stuff I can download, if that's any help. 


Breeze - http://www.users.fl.net.au/~neville/ 
3dstyler - http://www.cg.tuwien.ac.at/~mazuryk/3dstyler 


Stuart 
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—-MESSAGE FILE 13425 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000305 


—-MESSAGE FILE 13426 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000306 

Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Modelling Software 

Date: Sat, 30 Aug 1997 23:09:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <34089A1E.725F@Compuserve. com> 
References: <5u65vn$2gk2@chuka.playstation.co.uk> 
NNTP-Posting-Host: 1d59-106.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, 


Thanks for your help. I've downloaded "Breeze" and managed to get a very 
simple cube made up of six planes out of it and onto the playstation, 
but I'm still struggling with the textures side of things. 


It appears Breeze uses GIF files for textures. I'm not sure if it will 
accept textures that I can convert to TIM format, but I must admit I 
haven't really had much time to get used to the package yet. 


If anyone knows how textures can be used in Breeze and converted for use 
in the playstation, I'd love to hear from you. 


Thanks once again. I'll keep you posted about how my game progresses, 
but it's going to be sloooowww!!! 


Net Yaroze newsgroups message dump.txt Page 8987 


Jon. 
Stuart_Ashley@Playstation.sony.com wrote: 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>Hi, 

>This is just a quick question to everyone out there. 

>I'm looking for a cheap and cheerful 3d modelling package to create 
>simple textured objects. 

>We've all heard of "3d Studio" and the like, but that'll probably cost 
>me an arm and a leg, when all I need is anything that will output 
>modelling data in DXF or RSD format. 

>If anyone knows of any packages of the type I've described, let me know. 
>I'm especially interested in stuff I can download, if that's any help. 


Breeze - http://www.users.fl.net.au/~neville/ 
3dstyler - http://www.cg.tuwien.ac.at/~mazuryk/3dstyler 


VVVVVVVVVVVVVV VV VV 


Stuart 
—-MESSAGE FILE 13426 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000306 


--MESSAGE FILE 13427 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000307 

Path: chuka.playstation.co.uk!news 

From: Jon Arkley <113131.206@Compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Success ! 

Date: Sun, 31 Aug 1997 18:07:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <3409A4B5. 4F18@Compuserve. com> 

References: <5u65vn$2gk2@chuka.playstation.co.uk> <34089A1E.725F@Compuserve. com> 
NNTP-Posting-Host: hd1-171.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi Stuart, 


This is just a quick message to say I've had some luck over the weekend. 
I've finally got my textured cube up and running! 


I'm still not quite sure what I did though, so maybe you can help me on 
a few questions (I hope so, anyway, because I really feel I'm օո a roll 
now!). 


I used breeze to create a simple cube.DXF file and then converted it to 
RSD using DXF2RSD -dup (without the -dup, some of the sides of the cube 
seemed to pop in and out of existance once on the PSX. Why is this?) 


I then used timtool to give once face of the cube a texture, and saved 
Its 


Using rsdlink I managed to create a .TMD file which I could display on 
the PSX no trouble, with all sides visible. However there were a few odd 
glitches. First off, no texture. Second, the cube occasionally showed 
little triangles appearing on some of its sides as if part of the cube 
behind was being drawn there. The triangles popped in and out of 
existance as I rotated the cube. 


To fix the texture problem I looked at the "CAR" example and loaded one 
of its textures into timtool to see were in the VRAM graphic it 
appeared. I then cleared this out and loaded in my texture to position 
it at the same place, but not really knowing why. After saving it and 
doing rsdlink again, it worked! 


How do I know where in the rsdlink VRAM display to put my textures? I 
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know from the info output from rsdlink that the texture was at texture 
page 0, but the "slot" in the VRAM display of timtool was something like 
10, so what's the correlation? 


I hope I've explained this clearly enough. If you could give me any 
extra help in this regard, I would be very grateful. A few weeks ago I 
was all set to give up on Yaroze as I was getting nowhere, but thanks to 
you I'll definitely be pushing on. It takes me back to the time I used 
to spend hours programming the Amiga 500! Great fun. 


Thanks once again. 


Jon. 


Jon Arkley wrote: 
Hi, 
Thanks for your help. I've downloaded "Breeze" and managed to get a very 


simple cube made up of six planes out of it and onto the playstation, 
but I'm still struggling with the textures side of things. 


It appears Breeze uses GIF files for textures. I'm not sure if it will 
accept textures that I can convert to TIM format, but I must admit I 
haven't really had much time to get used to the package yet. 


If anyone knows how textures can be used in Breeze and converted for use 
in the playstation, I'd love to hear from you. 


Thanks once again. I'll keep you posted about how my game progresses, 
but it's going to be sloooowww!!! 


Jon. 


Stuart_Ashley@Playstation.sony.com wrote: 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


> 

> From: Stuart_Ashley@Playstation.sony.com 

> To: news@playstation.co.uk 

> 

> >Hi, 

> >This is just a quick question to everyone out there. 

> >I'm looking for a cheap and cheerful 3d modelling package to create 

> >simple textured objects. 

> >We've all heard of "3d Studio" and the like, but that'll probably cost 
> >me an arm and a leg, when all I need is anything that will output 

> >modelling data in DXF or RSD format. 

> >If anyone knows of any packages of the type I've described, let me know. 
> >I'm especially interested in stuff I can download, if that's any help. 
> 

> Breeze - http://www.users.fl.net.au/~neville/ 

> 3dstyler - http://www.cg.tuwien.ac.at/~mazuryk/3dstyler 

> 

> Stuart 
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—-MESSAGE FILE 13427 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000307 


—-MESSAGE FILE 13428 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000308 

Path: chuka.playstation.co.uk!news 

From: markt@mincom.com 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Object rotation 

Date: 1 Sep 1997 7:39:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 46 

Message-ID: <5udrf9$2gk3@chuka.playstation.co.uk> 
Reply-To: markt@mincom.com 

NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 
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id xma021918; Mon, 1 Sep 97 17:43:07 +1000 
by portal.mincom.oz.au (8.8.7/8.8.5) with ESMTP id RAA06457 
for <news@playstation.co.uk>; Sun, 31 Aug 1997 17:43:04 +1000 
Sender: markt@mincom.com 
From: Mark Theyer <markt@mincom. com> 
Organization: Mincom Pty Ltd 
X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 
MIME-Version: 1.0 
To: Yaroze Newsgroups <news@playstation.co.uk> 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi, 

In 'most' matrix based graphics systems is it correct in saying 
that transforming and then rotating an object will result ina 
position as illustrated... ? 


(|| = object,\\ = rotated object) 


NN 2:rotate(0,0,35) 


0,0,0 1l:translate(10,0,0) 


Now, is it also true in saying if we swap the method, rotate and 
then translate we get this... ? 


1:rotate(0,0,35) 
0,0,0 2:translate(10,0,0) 
OK, next question... Is it correct in saying that rotating a 
PSX object will result in a rotation at the transformed position 
around the object's origin (0,0,0)? In other words is the transformation 
independant of the 3x3 scale, rotation info' and is applied last? 


If this is the case may I ask why? 


Does this mean I can only rotate (and scale) an object around the 
origin? 


Mark Theyer 
markt@mincom.com 
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—-MESSAGE FILE 13428 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000308 


—-MESSAGE FILE 13429 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000309 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Success ! 

Date: 1 Sep 1997 10:53:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 45 

Message-ID: <5ue6rh$2gk4@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>I used breeze to create a simple cube.DXF file and then converted it to 
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>RSD using DXF2RSD -dup (without the -dup, some of the sides of the cube 
>seemed to pop in and out of existance once on the PSX. Why is this?) 
The yaroze only has single sided polygons -dup creates 2 polygons facing 
in different directions for each of the original ones. Are you sure you 
want to 

do this as it make your TMD twice the size. 


>I then used timtool to give once face of the cube a texture, and saved 
>it. 


Rsdtool? 
>Using rsdlink I managed to create a .TMD file which I could display on 
>the PSX no trouble, with all sides visible. However there were a few odd 


>glitches. First off, no texture. Second, the cube occasionally showed 
>little triangles appearing on some of its sides as if part of the cube 
>behind was being drawn there. The triangles popped in and out of 
>existance as I rotated the cube. 


The glitches may be because your ordering table is too small. 

>To fix the texture problem I looked at the "CAR" example and loaded one 
>of its textures into timtool to see were in the VRAM graphic it 
>appeared. I then cleared this out and loaded in my texture to position 
>it at the same place, but not really knowing why. After saving it and 
>doing rsdlink again, it worked! 

It could be that your TIM was positioned in the display area of VRAM. 


>How do I know where in the rsdlink VRAM display to put my textures? I 
>know from the info output from rsdlink that the texture was at texture 
>page 0, but the "slot" in the VRAM display of timtool was something like 
>10, so what's the correlation? 


When you use rsdlink it hard codes the data in the TIM into the TMD, so 
if you move the TIM the texture disappears. The texture page returned by 
rsdlink should have been the same as the TIM. 

Stuart 
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—-MESSAGE FILE 13429 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000309 


--MESSAGE FILE 13430 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000310 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Object rotation 

Date: 1 Sep 1997 11:19:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <5ue8cg$2gk8@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>OK, next question... Is it correct in saying that rotating a 

>PSX object will result in a rotation at the transformed position 

>around the object's origin (0,0,0)? In other words is the transformation 
>independant of the 3x3 scale, rotation info' and is applied last? 

>If this is the case may I ask why? 

>Does this mean I can only rotate (and scale) an object around the 
>origin? 

If I get this right you can't rotate about anything except the origin. 
Hierachies 

is the answer. Set up your rotation within a coordinate system that is a 
translation. Then your rotation is about this new origin, but this origin 
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is 
a translation from the WORLD origin. 


Get that? 


Stuart 


—-MESSAGE FILE 13430 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000310 


--MESSAGE FILE 13431 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000311 

Path: chuka.playstation.co.uk!news 

From: markt@mincom.com 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Object rotation 

Date: 2 Sep 1997 1:22:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 39 

Message-ID: <5ufppk$2gk9@chuka.playstation.co.uk> 
Reply-To: markt@mincom.com 

NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


id xma014744; Tue, 2 Sep 97 11:26:45 +1000 
by portal.mincom.oz.au (8.8.7/8.8.5) with ESMTP id LAA16571 
for <news@playstation.co.uk>; Mon, 1 Sep 1997 11:26:49 +1000 
Sender: markt@mincom.com 
From: Mark Theyer <markt@mincom. com> 
Organization: Mincom Pty Ltd 
X-Mailer: Mozilla 3.01SGoldC-SGI (X11; I; IRIX 6.3 IP32) 
MIME-Version: 1.0 
To: Yaroze Newsgroups <news@playstation.co.uk> 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


>>OK, next question... Is it correct in saying that rotating a 

>>PSX object will result in a rotation at the transformed position 
>>around the object's origin (0,0,0)? In other words is the transformation 
>>independant of the 3x3 scale, rotation info' and is applied last? 

>>If this is the case may I ask why? 

>>Does this mean I can only rotate (and scale) an object around the 
>>origin? 


> 

> If I get this right you can't rotate about anything except the origin. 
> Hierachies is the answer. Set up your rotation within a coordinate 

> system that is a translation. Then your rotation is about this new 

> origin, but this origin is a translation from the WORLD origin. 

> 

> Get that? 

> 

> Stuart 


There is no difference if I do a matrix translation first then 

a rotation or rotation first then translation. The GsOBJ object 
will always be translated first (in either case) and then rotated 
about the object (not world) origin. 


I assume this is the supported behaviour but it is not what I 
expected given other graphics API's (which use 4x4 matricies). 


Mark 

markt@mincom.com 

—-MESSAGE FILE 13431 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000311 


--MESSAGE FILE 13432 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000312 

Path: chuka.playstation.co.uk!news 

From: Stuart_Ashley@Playstation.sony.com 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Object rotation 

Date: 2 Sep 1997 10:10:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <S5ugomu$2gk10@chuka.playstation.co.uk> 
Reply-To: Stuart_Ashley@Playstation.sony.com 
NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


From: Stuart_Ashley@Playstation.sony.com 
To: news@playstation.co.uk 


>There is no difference if I do a matrix translation first then 

>a rotation or rotation first then translation. The GsOBJ object 

>will always be translated first (in either case) and then rotated 

>about the object (not world) origin. 

>I assume this is the supported behaviour but it is not what I 

>expected given other graphics API's (which use 4x4 matricies). 

Rotations and Translations are kept separate on the playstation. The reason 
is probably to do with the fact that it doesn't use 4X4 matrices. 


You'll have to use hierachies, if you want rotation about a point other 
than the origin 


Stuart 


-—-MESSAGE FILE 13432 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000312 


--MESSAGE FILE 13433 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000313 

Path: chuka.playstation.co.uk!news 

From: "John Elliot" <cg98@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Viewpoint rotation 

Date: 6 Sep 1997 19:27:50 GMT 

Organization: UUNET 

Lines: 24 

Message-ID: <Olbcbafb$e0a37e60Se5fb82cl1@default> 
NNTP-Posting-Host: al229.du.pipex.com 
X-Newsreader: Microsoft Internet News 4.70.1162 


Hi everyone, 


I've just created a demo in which you use the joypad controls to spin 
around a chessboard-like model in the middle of the screen. 


I did this by changing the viewpoint variables, e.g. rotate.vpx/y/z and 

position.vpx/y/z by recalculating their values each time a joypad button 
was pressed. In other words, the object displayed was not moved at all, 

only the direction from which it was viewed. 


The only problem with this is that it involved a lot of uses of cos() and 
sin(), which resulted in a considerable slowdown in frame-rate, even though 
my entire model was only 37 textured polygons. 


Is this the only way to move the viewpoint around an object, or am I 
missing some programming trick unique to yaroze? I know you can set the 
hierarchy of an object, and that this might have something to do with it, 
but I could do with a bit of help if this is the way to go. 


If anyone has any ideas or examples, I'd be very grateful. 
Thanks, 


Jon. 
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—-MESSAGE FILE 13433 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000313 


——MESSAGE FILE 13434 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000314 

Path: chuka.playstation.co.uk!news 

From: markt@mincom.com 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Viewpoint rotation 

Date: 8 Sep 1997 3:43:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <5uvs97Saal4@chuka.playstation.co.uk> 
Reply-To: markt@mincom.com 

NNTP-Posting-Host: chuka.playstation.co.uk 
Originator: news@chuka.playstation.co.uk 


id xma012911; Mon, 8 Sep 97 13:47:33 +1000 
by portal.mincom.oz.au (8.8.7/8.8.5) with ESMTP id NAA11745; 
Sun, 7 Sep 1997 13:48:16 +1000 
Sender: markt@mincom.com 
From: Mark Theyer <markt@mincom.com> 
X-Mailer: Mozilla 3.01SGoldC-SGI (211: I; IRIX 6.3 IP32) 
MIME-Version: 1.0 
To: John Elliot <cg98@dial.pipex.com> 
CC: Yaroze Newsgroups <news@playstation.co.uk> 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


"John Elliot" <cg98@dial.pipex.com> wrote: 

>The only problem with this is that it involved a lot of uses of cos() and 
>sin(), which resulted in a considerable slowdown in frame-rate, even though 
>my entire model was only 37 textured polygons. 


I'd suggest pre-calculating and saving 360 values for both sin and 
cos in an array (1 for each degree of rotation). 


Mark Theyer 

markt@mincom.com 

—-MESSAGE FILE 13434 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000314 


—--MESSAGE FILE 13435 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000315 

Path: chuka.playstation.co.uk!news 

From: Kev <shkwav@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSD Tool idea 

Date: Mon, 08 Sep 1997 19:42:22 +0100 

Organization: Twisted Wave Productions 

Lines: 11 

Message-ID: <3414470E.78E8A5AD@globalnet.co.uk> 

NNTP-Posting-Host: client83ca.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi, 


Just an idea... How about adding a "flip polygon" option to the RSD 
Tool. I think this would be really useful in sorting out dodgy DXF 
models... 


Cheers, 
Kev. 
http://www.geocities.com/SiliconValley/Pines/7428 


—-MESSAGE FILE 13435 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000315 
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—-MESSAGE FILE 13436 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000316 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3D -- Please, please help! 

Date: Thu, 18 Sep 1997 22:20:28 -0800 

Organization: SCEA News Server 

Lines: 15 

Message-ID: <342219A9.DD0@bc.sympatico.ca> 

References: <3420B843.17E3@ix.netcom.com> 

NNTP-Posting-Host: vcta01lm04-63.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:128 scee.yaroze.pr 
ogramming.3d_graphics:316 


Re your long message - 

how about posting your code? you could e-mail me a zip archive if it's 
too big to post, and I'd be willing to take a look. 
(Nick_Porcino@bc.sympatico.ca) 


I've got a program *almost* working which does everything it sounds like 
you're trying to do (except under really weird circumstances I haven't 
tracked down yet, I too get a squashed prism). 


I'd post my code for people to look at, except I just had a revelation 
about TMD structures and am massively revising the library I'm working 
on. And it's gonna support bones within the TMD framework. Yeah, me'n'my 
bones again... 


- nick 
-—-MESSAGE FILE 13436 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000316 


——MESSAGE FILE 13437 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000317 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming.3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Fri, 19 Sep 1997 15:52:18 GMT 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <34229e54.1101978@205.149.189.29> 

References: <3420B843.17E3@ix.netcom.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:131 scee.yaroze.pr 
ogramming.3d_graphics:317 


When you have to keep track of local, world, view and screen 
coordinates, 3D can get confusing real quick! 


I've been looking at the demos 3D, 3D2 to 3D9 this morning, and they 
do a pretty good job of demonstrating most of the operations you are 
having trouble with. Have you looked at these yet? If not, I would 
recommend that you start there. 


Mario 


On Thu, 18 Sep 1997 00:12:35 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>(Note, this is rather long; please read at least the first 
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>few paragraphs, as I am rather desperate for help at this 


>point....) 

> 

>Could someone please help me out? 

> [snip] 

>Someone.... Anyone.... Help.... Please.... 


—-MESSAGE FILE 13437 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000317 


--MESSAGE FILE 13438 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000318 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming. 3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Fri, 19 Sep 1997 21:04:21 -0500 

Organization: The Implementor 

Lines: 19 

Message-ID: <34232F25.4227@ix.netcom.com> 

References: <3420B843.17E3@ix.netcom.com> <34229e54.1101978@205.149.189.29> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:132 scee.yaroze.pr 
ogramming.3d_graphics:318 


Quoth thee: 

lees oP] 

I've been looking at the demos 3D, 3D2 to 3D9 this morning, and 
they do a pretty good job of demonstrating most of the operations 
you are having trouble with. Have you looked at these yet? If not, 
I would recommend that you start there. 


V V V V — 


I have checked out 3d.zip, as well as some others (though not the 
other 3d#.zip series), but they all seem to either do things that 

I do not need (thus obscuring the vital parts that I am trying to 
figure out), or else they do things in ways other than those which 
I am attempting to accomplish (i.e., using GSRVIEW2 instead of 
GsRVIEW, etc.). That is why I am hoping that someone can help by 
supplying simple fragments which do no more than the isolated tasks 
that I mentioned. 
I've had no trouble with the 2D side of things, but the rather odd 

organization of the 3D libs, combined with the less-than-accurate 

translation of the manuals, seems to be providing a mighty 

challenge, to say the least. 

—-MESSAGE FILE 13438 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000318 


—-MESSAGE FILE 13439 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000319 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: mperdue@hrtc.net (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming. 3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Sat, 20 Sep 1997 02:42:27 GMT 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34233741.40257711@205.149.189.29> 

References: <3420B843.17E3@ix.netcom.com> <34229e54.1101978@205.149.189.29> <34232F2 
5.4227@ix.netcom.com> 

NNTP-Posting-Host: firewall.hrtc.net 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:133 scee.yaroze.pr 
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On Fri, 19 Sep 1997 21:04:21 -0500, Spellweaver 
<spelwevr@ix.netcom.com> wrote: 


>I have checked out 3d.zip, as well as some others (though not the 
>other 3d#.zip series), but they all seem to either do things that 
>I do not need (thus obscuring the vital parts that I am trying to 
>figure out), or else they do things in ways other than those which 
>I am attempting to accomplish (i.e., using GsRVIEW2 instead of 
>GSRVIEW, etc.). That is why Լ am hoping that someone can help by 
>supplying simple fragments which do no more than the isolated tasks 
>that I mentioned. 


I'm confused; what is GsSRVIEW? My docs only refer to GsSRVIEW2. 


Anyway, I'd still recommend that you look at some of the 3D#.ZIP 
files. They're pretty basic, but that makes them easier to understand. 


>I've had no trouble with the 2D side of things, but the rather odd 
>organization of the 3D libs, combined with the less-than-accurate 
>translation of the manuals, seems to be providing a mighty 
>challenge, to say the least. 


3D is challenging no matter who's library you're using. 


Mario 
—-MESSAGE FILE 13439 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000319 


—--MESSAGE FILE 13440 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000320 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!scea!greg_labrec@interactive.s 
ony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scea.yaroze.programming, scee.yaroze. 
programming. 3d_graphics, scee.yaroze.programming 

Subject: Re: 3D -- Please, please help! 

Date: Fri, 19 Sep 1997 23:05:08 -0500 

Organization: The Implementor 

Lines: 17 

Message-ID: <34234B74.1D25@ix.netcom.com> 

References: <3420B843.17E3@ix.netcom.com> <34229e54.1101978@205.149.189.29> <34232F2 
5.4227@ix.netcom.com> <34233741.40257711@205.149.189.29> 

Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: norn.tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:134 scee.yaroze.pr 
ogramming.3d_graphics: 320 


Quoth thee: 


ը sae 
> I'm confused; what is GSRVIEW? My docs only refer to GsRVIEW2. 


Oops, sorry, that was a typo on my part. 


> Anyway, I'd still recommend that you look at some of the 3D#.ZIP 
> files. They're pretty basic, but that makes them easier to 
> understand. 


I took a look at some of those after my last posting, but they still 
do not seem to be helping; they still have too much "extra" (such as 
sound, etc.) that I do not need, which is slowing me down; also, 

the ones that I have checked so far seem to all be using the 
GsRVIEW2 (reference) format for the viewpoint. 


[2 pa 1 
--MESSAGE FILE 13440 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000320 
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—--MESSAGE FILE 13441 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000321 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Kev <shkwav@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Yaroze manual f*ck ups 

Date: Thu, 18 Sep 1997 17:52:35 +0100 

Organization: Twisted Wave Productions 

Lines: 19 

Message-ID: <34215C53.2191137D@globalnet.co.uk> 

NNTP-Posting-Host: client084a.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi, 


Just thought I'd point out a couple of things wrong I've noticed with 
the manuals - sorry if they've already been pointed out, but I've only 
recently started *using* the damn thing properly :) 


Neither the paper or online versions (yes I've got the updates) of 

the manuals tell you about the GsCOORD2PARAM structure, yet it is used in 
GsCOORDINATE2 and defined in libps.h 

The function RotMatrix has the parameters specified the *wrong way round* 
in the manuals - I had *real* fun finding that one out! 


Cheers, 


Kev. 


http://www.geocities.com/SiliconValley/Pines/7428 


—-MESSAGE FILE 13441 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000321 


—--MESSAGE FILE 13442 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000322 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Kev <shkwav@globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Moving an object locally? 

Date: Thu, 18 Sep 1997 18:09:04 +0100 

Organization: Twisted Wave Productions 

Lines: 17 

Message-ID: <34216030.6706A19F@globalnet.co.uk> 

NNTP-Posting-Host: client084a.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:322 scee.yaroze.be 
ginners: 98 


Hi, 
Can anyone help with this problem, I think it's quite simple but I 


can't suss it out... 


I've got a spaceship object and I've got it rotating and moving etc. 

but it moves relative to the WORLD and I need it to move in the direction 
it's pointing. So if I've got a rotation vector, how do I use it to get the 
ship to translate/move in that direction?? (yeah, I know I need to brush up 
on my 3D but I've been playing with 2D so far.... :) 


Cheers! 


Kev. 
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http://www.geocities.com/SiliconValley/Pines/7428 


—-MESSAGE FILE 13442 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000322 


——MESSAGE FILE 13443 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000323 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: Moving an object locally? 

Date: Fri, 19 Sep 1997 16:14:03 +1200 

Organization: Peace Computers NZ Ltd 

Lines: 38 

Message-ID: ՀՅ421ԲՇ08. 63DE@peace.co.nz> 

References: <34216030.6706A19F@globalnet.co.uk> 

NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:323 scee.yaroze.be 
ginners:99 


Kev wrote: 


> 

> Hi, 

> 

> Can anyone help with this problem, I think it's quite simple but I 

> can't suss it out... 

> 

> I've got a spaceship object and I've got it rotating and moving etc. 

> but it moves relative to the WORLD and I need it to move in the direction 

> it's pointing. So if I've got a rotation vector, how do I use it to get the 
> ship to translate/move in that direction?? (yeah, I know I need to brush up 
> on my 3D but I've been playing with 2D so far.... :) 

> 


With only a rotation matrix, I would: 


Make a unit vector pointing in a standard direction (X, Y or Z, can't 
remember which). 


Apply the rotation matrix to it. 
There's your direction vector. 


Multiply this by the 'distance' you want to go. 
Vector Add it onto the original position. 


yay! 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Trust me! Would I lie to you...again? 
—-MESSAGE FILE 13443 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000323 


—-MESSAGE FILE 13444 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000324 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk! jdspugh.eecs.utas.edu.au!user 
From: littledevil@trump.net.au (Richard Malka) 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: vertex access for collision detection 

Date: Sat, 20 Sep 1997 18:57:33 +1000 

Organization: Little Devil Software 

Lines: 24 

Message-ID: <littledevil-2009971857500001@jdspugh.eecs.utas.edu.au> 
NNTP-Posting-Host: jdspugh.eecs.utas.edu.au 

X-newsreader: MT-NewsWatcher 2.2.2 


Hi, 


I want to access rotated/translated (i.e. world coordinate) vertices of 
objects for collision detection. As I see it, the rotation/translation 
matrices for an object get applied when GsSortObject is called. This then 
rotates the vertices and stores them in a packet ready to send to the GPU. 
It is thus no use looking at the TMD data because that always remains 
constant - it just describes the shape of the object in local coordinates. 


Do I then have to 'manualy' apply the matrix transforms on my TMD data to 
obtain the rotated/translated positions of the vertices I need for 
collision detection? This would be annoying because it means I'll have to 
write code to emulate the hierachy of transforms that are done 
automatically for me at the moment. It would be nice to be able to read 
the rotated/translated vertices that are (I pressume) in the packet (that 
has been processed by GsSortObject) ready to go to the GPU, but I don't 
think this is possible because we don't know the GPU packet data format. 


Is this correct? What would be the best way to obtain the 
rotated/translated (i.e. world coordinate) values of vertices for 
collision detection. 


Thanks, 

Richard 

—-MESSAGE FILE 13444 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000324 


--MESSAGE FILE 13445 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000325 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: vertex access for collision detection 

Date: Mon, 22 Sep 1997 07:40:53 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <342612F5.36EB@interactive.sony.com> 

References: <littledevil—-2009971857500001@jdspugh.eecs.utas.edu.au> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Richard Malka wrote: 
Hi, 


I want to access rotated/translated (i.e. world coordinate) vertices of 
objects for collision detection. As I see it, the rotation/translation 
matrices for an object get applied when GsSortObject is called. This then 
rotates the vertices and stores them in a packet ready to send to the GPU. 
It is thus no use looking at the TMD data because that always remains 
constant - it just describes the shape of the object in local coordinates. 


Do I then have to 'manualy' apply the matrix transforms on my TMD data to 
obtain the rotated/translated positions of the vertices I need for 
collision detection? This would be annoying because it means I'll have to 
write code to emulate the hierachy of transforms that are done 
automatically for me at the moment. It would be nice to be able to read 
the rotated/translated vertices that are (I pressume) in the packet (that 
has been processed by GsSortObject) ready to go to the GPU, but I don't 
think this is possible because we don't know the GPU packet data format. 


VVVVVVVVVVVVV VV VV VV 
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> Is this correct? What would be the best way to obtain the 

> rotated/translated (i.e. world coordinate) values of vertices for 
> collision detection. 

> 

> Thanks, 

> Richard 


Use GSGetLw, all you need to do is supply the coordinate system your 
using and it will give you the transformation matrix from local 
coorinates to world coordinates. Then just use ApplyMatrix on your 
vertices to get there new positions. 


Stuar 
—-MESSAGE FILE 13445 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000325 


——MESSAGE FILE 13446 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000326 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "Alexander Jakes" <alex.jakes@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: BSP trees and creating packets on the fly 

Date: 22 Sep 1997 08:57:44 GMT 

Organization: UUNET 

Lines: 29 

Message-ID: <01bcc373$67766900Sd4f082cl1l@bass> 
NNTP-Posting-Host: aa201.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hello y'all, 
I am currently playing with BSP trees for collision detection. As a side 


effect of this I have access to a list of ready sorted polygons that need 
to be displayed. I have a couple of questions regarding this: 


1) Is it going to be quicker for me to let the Playstation draw the entire 
scene regardless of whether or not loads of it is out of view? 


2) Assuming it is quicker to only draw the visible polygons supplied by my 
BSP tree, can I add individual TMD primitives to the drawing list or do I 
have to make a TMD data structure in memory containing the visible 
primitives and then pass this to GsSortObject4. 


3) If I make a ready sorted list of primitives in TMD format is their any 
way to avoid the sort that GsSortObject4 does. I assume the sort at least 
will pass through all the data once even if it does not have to move 
anything. 


4) I have noticed there are functions for inserting lines into the display 
list (GsSortLine, GsSortGLine). Why are these available but a general 
GsSortPrimitive is not? 


I assume the answer is that I need to make a new TMD object and thus have 
duplicates of the world data I am BSPing. 


Thanks, 


Alex. 
—-MESSAGE FILE 13446 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000326 


——MESSAGE FILE 13447 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000327 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk! jdspugh.eecs.utas.edu.au!user 
From: littledevil@trump.net.au (Richard Malka) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: vertex access for collision detection 

Date: Tue, 23 Sep 1997 15:35:29 +1000 

Organization: Little Devil Software 

Lines: 17 
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Message-ID: <littledevil-2309971535450001@jdspugh.eecs.utas.edu.au> 


Page 9001 


References: <littledevil-2009971857500001@jdspugh.eecs.utas.edu.au> <342612F5.36EB@i 


nteractive.sony.com> 
NNTP-Posting-Host: jdspugh.eecs.utas.edu.au 
X-newsreader: MT-NewsWatcher 2.2.2 


In article <342612F5.36EB@interactive.sony.com>, Developer Support 
<dev_support@interactive.sony.com> wrote: 


Use GSGetLw, all you need to do is supply the coordinate system your 
using and it will give you the transformation matrix from local 
coorinates to world coordinates. Then just use ApplyMatrix on your 
vertices to get there new positions. 


VVVVVVV 


Stuar 


Thanks, I finally figured out that the above way was probably the way to 


go. It's just a little disapointing (for efficiency) that the local to 


world calculations need to be performed both for the GsSortObject function 


and collision detection (i.e. duplicated). 


Richard. 


—-MESSAGE FILE 13447 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000327 


—--MESSAGE FILE 13448 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000328 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Studio offer. 

Date: Tue, 23 Sep 1997 20:56:07 GMT 

Organization: Into Beyond 

Lines: 39 

Message-ID: <34282905.435426@news.playstation.co.uk> 
References: <0Olbcc41e$89d175c0$79f582c1@magj67.dial.pipex.com> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On 18 Sep 1997 10:32:54 GMT, "Rob Sibley" <Rob.Sibley@Dial.Pipex.Com> 
did quoth at me: 


>I received the 3D Studio offer through the post yesterday. Does 
>anybody use 3D Studio with their Yaroze? It looks really nice, but I 
>don't want to make the same mistake as I made with Code Warrior. 


3DStudio4 is on offer, not 3dsmax I should point out. Max looks a lot 
better, although is pretty complex and the file format is 
‘undocumented' for reasons I can only assume are Business related 
(they only want people to write plug-ins basically). 


3ds4 was max's predecessor and is still much in use today. It will do 
most things you'd like it to, but its interface is horrible and it is 
DOS based. It also doesn't run well under windows 95 on some systems 

[to say the least]. 


The offer is interesting, but in all honesty at that price I would go 
out and try and get Lightwave. LW is much much easier to use, although 
3ds4 and max have a few better options. I know quite a few game 
industry people who love lightwave, but may shift over to max in the 
near future (depends on the new version of lightwave). 


So all in all, I'd be a little wary of the 3ds offer *if* the price of 
Lightwave 5 is similar. Unfortunately I haven't a clue of current 
prices. Sorry fellas. 


All I will say - it isn't a Code Warrior! It is a professional package 
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used a lot in the game industry, it just has a crap interface. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet 
+ The PC/PS-X Game Tools and Game Development Specialists 
+ And we say, "A good programmer always blames Microsoft" 
+ Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg 


+++ 


+ 


9002 


--MESSAGE FILE 13448 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000328 


——MESSAGE FILE 13449 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000329 
Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: alex@teeth.demon.co.uk (Alex Amsel) 


Newsgroups: 
Subject: Re: 


scee.yaroze.programming.3d_graphics 
BSP trees and creating packets on the fly 


Date: Tue, 23 Sep 1997 20:56:09 GMT 
Organization: Into Beyond 


Lines: 75 
Message-ID: 
References: 


<34292a77.806208@news.playstation.co.uk> 
<01bcc373$67766900Sd4f£082cl@bass> 


Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Newsreader: Forte Agent .99ց/32.335 


On 22 Sep 1997 08:57:44 GMT, "Alexander Jakes" 
<alex.jakes@dial.pipex.com> did quoth at me: 


>I am currently playing with BSP trees for collision detection. 


As a side 


>effect of this I have access to a list of ready sorted polygons that need 


>to be displayed. 


BSPs could be quite slow on the ps-x... 


I have a couple of questions regarding this: 


>1) Is it going to be quicker for me to let the Playstation draw the entire 


>scene 


regardless of whether or not loads of it is out of view? 


Debatable. Very scene dependant I'd say. And also depends on your 


algorithm for 
painters algorithm, that is it draws distant objects first. 
expect to be doing a lot of unnecessary rendering with this 
then it may be worth looking at BSP trees. 


locating visible objects. The PlayStation works with a 


If you 
system 


If your scene is large you may al 


lso want to use some conic view code, 


or similar. 


In this way you can find which objects are approximately 


in view. 


>2) Assuming it is quicker to only draw the visible polygons supplied by my 


>BSP tree, can I add individual TMD primitives to the drawing list or do I 


>have to make a TMD data structure in memory containing the visible 


>primitives and then pass this to GsSortObject4. 


There are a couple of ways of doing this. TMD structures are those 
used by libgs, but you can create your own TMD data on the fly. 
GsSortObject4 parses through the TMD data making a few modifications 
to enable faster repeated rendering, but I think that is documented 
elsewhere in this newsgroup from Jim. I can dig out the information if 


you want it. 


Editing a TMD structure that has also been through GsSortObject4 needs 
to be done carefully as the TMD structure has effectively changed. 


>3) If I make a ready sorted list of primitives in TMD format is their any 


>way to avoid the sort that GsSortObject4 does. 


I assume the sort at least 


>will pass through all the data once even if it does not have to move 
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>anything. 


I'm not sure it sorts it, more marks runs of similar primitives. 


>4) I have noticed there are functions for inserting lines into the display 
>list (GsSortLine, GsSortGLine). Why are these available but a general 
>GsSortPrimitive is not? 


Not having the docs on me, I can't help much. There are ways of doing 
this by adjusting the OT table directly. 


<Sony people don't look> 


Create a TMD with just a triangle primitive of some kind 
Watch what goes in the OT 

It shouldn't take too much to work out the structures 

I haven't tried this (well, not much) but it ought to work 


7 
* 
* 
է 


<You can look again now> 


>I assume the answer is that I need to make a new TMD object and thus have 
>duplicates of the world data I am BSPing. 


Sad but possibly true. You may still be surprised what sneeky methods 
you find though! 


Regards, 
Alex Amsel 


+ Tuna Technologies + Windows 95/NT, Console and Internet 
+ The PC/PS-X Game Tools and Game Development Specialists 
+ And we say, "A good programmer always blames Microsoft" 
+ Oggledy Iggle ty wobbly wubble oh gobbledy ubblegy sagg 
—-MESSAGE FILE 13449 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000329 


+++ 


+ 


——MESSAGE FILE 13450 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000330 

Path: chuka.playstation.co.uk!news 

From: "Mike" <m.ferenduros@btinternet.com.removethisbit> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Non-coplanar quads 

Date: 30 Sep 1997 21:47:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <01bccdd1$bd605fc0$LocalHost@default> 
NNTP-Posting-Host: host5-99-56-110.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 

I was wondering how the GS lib deals with non-coplanar quads, that is, 
four-sided polygons whose vertices are not in the same plane. Does it split 
quads into tris? If so, does it do this in a predictable way (ie. always 
using the same combinations of vertices to form the tris)? 


Thanks in advance, 
Mike 


m.ferenduros@btinternet.com 
—-MESSAGE FILE 13450 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000330 


--MESSAGE FILE 13451 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000331 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 

From: "INCOPE S.L." <incope@leader.es> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Rsdlink problem with textures... 
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Date: Wed, 01 Oct 1997 14:01:38 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <34323BA2.314D@leader.es> 
NNTP-Posting-Host: infv66.leader.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [es] (Winl6; I) 

CC: incope@leader.es 


I'm a netyaroze owner who has created a 3d model in 3d Studio Max, i 
export it as as .dxf file, then i load it into the rsdtool modelling 
program to add textures (.tim files) to the model but when i use the 
rsdlink program to convert it into a .TMD file and finally add it toa 
typical ps program (3d demo examples) i can see the model but with no 
textures. I have followed the instructions carefully (make sure the .tim 
files are in the same directory, etc.) but with no luck. 


I would appreciate any help, and specially if somebody could tell me the 
best way to go about creating models, converting files, etc with the 
above package. 


thanks in advance! 
Ramon De Abreu 


Ps. are there any net yaroze owners like me that live in Spain? 
Send me an email to incope@leader.es 


9004 


—-MESSAGE FILE 13451 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000331 


——MESSAGE FILE 13452 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000332 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "Alexander Jakes" <alex.jakes@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Rsdlink problem with textures... 

Date: 2 Oct 1997 09:29:02 GMT 

Organization: UUNET 

Lines: 33 

Message-ID: <0Olbccf16$657aad60Se2f082cl1l@bass> 
References: <34323BA2.314D@leader.es> 
NNTP-Posting-Host: aa226.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Have you tried moving the tim files about in memory. This may sound 
obvious but I got it wrong to start with. First ensure that they are 
positioned outside the view port with timutil and then make sure that your 
siocons batch file thingy loads the tim to some where that is free. 


I got mine working by looking at the demos that did display textures 
correctly (not all that were supposed to) and checking where tim data and 
dloads were positioned. 


Cheers 
Alex 


INCOPE S.L. <incope@leader.es> wrote in article 
<34323BA2.314D@leader.es>... 

> I'm a netyaroze owner who has created a 3d model in 3d Studio Max, i 
export it as as .dxf file, then i load it into the rsdtool modelling 
program to add textures (.tim files) to the model but when i use the 
rsdlink program to convert it into a .TMD file and finally add it toa 
typical ps program (3d demo examples) i can see the model but with no 
textures. I have followed the instructions carefully (make sure the .tim 
files are in the same directory, etc.) but with no luck. 


I would appreciate any help, and specially if somebody could tell me the 
best way to go about creating models, converting files, etc with the 
above package. 


VVVVVVVVVVV 
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thanks in advance! 
Ramon De Abreu 


> 
> 
> 
> Ps. are there any net yaroze owners like me that live in Spain? 

> Send me an email to incope@leader.es 

> 

—-MESSAGE FILE 13452 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000332 


—--MESSAGE FILE 13453 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000333 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: "Alexander Jakes" <alex.jakes@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: rsdtool 

Date: 3 Oct 1997 11:59:29 GMT 

Organization: UUNET 

Lines: 4 

Message-ID: <Olbccff£4$9635a840Se0f082cl1l@bass> 
NNTP-Posting-Host: aa224.du.pipex.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


Is there a new copy of rsdtool about? My copy has expired and the copy in 
the ftp directory is the old one. 


Alex. 
—-MESSAGE FILE 13453 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000333 


—--MESSAGE FILE 13454 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000334 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!news 
From: Lisa Catto <Lisa@microtime.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: tmd dynamic creation 

Date: Fri, 03 Oct 1997 15:29:33 +0100 

Organization: Microtime Group 

Lines: 11 

Message-ID: <3435014C.3DBémicrotime.co.uk> 

Reply-To: Lisa@microtime.co.uk 

NNTP-Posting-Host: mtm.easynet.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hello Lewis + Stuart; 

Thanks for your message, BUT, 

I have developed some code which will display models from the data I 
produce from the rsd format and hold in arrays. 

The problem is that it will ony display models with 255 polygons in 
them, as you well know this is 8-bits i.e a byte. This would make 
logical sense, BUT I have displayed TMD models with much more polygons 
i.e over 1000 in a car, I transformed the tmd in the suggested way with 
RSDLINK. Is there a difference between Stuart's code and RSDLINK and if 
not then what am I doing wrong. Any ideas. 

cheers boys. 

—-MESSAGE FILE 13454 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000334 


—--MESSAGE FILE 13455 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000335 

Path: chuka.playstation.co.uk!news 

From: "Mike" <m.ferenduros@btinternet.com.removethisbit> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: rsdtool 

Date: 3 Oct 1997 20:18:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01lbcd03aS$96efa6a0Sc23e63c3@default> 
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References: <Olbccff£4$9635a840Se0f082cl1@bass> 
NNTP-Posting-Host: host5-99-62-194.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Alexander Jakes <alex.jakes@dial.pipex.com> wrote in article 
<Olbccff4$9635a840Se0f082cl@bass>... 


Is there a new copy of rsdtool about? My copy has expired and the copy 


in 
the ftp directory is the old one. 


Alex. 


Set the windows calender back 1 month. 
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-—-MESSAGE FILE 13455 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000335 


——MESSAGE FILE 13456 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000336 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Clipping using fog param 

Date: Thu, 16 Oct 1997 14:13:54 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <34456A52.461D08FB@ibm.net> 
NNTP-Posting-Host: slip202-135-86-126.ak.nz.ibm.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi, 


I've just started doign 3D stuff so forgive me if this is stoopid 
question: 


I want to have a 3D object cut through a 2D background. You see the 
background, and then the 3D object slowly rises though the background 
and becomes visible. The obvious problem with this is that because the 
PSX is a polygon drawer, not a renderer, when the object cuts the 
background plane it's polygons will "pop" out (suddenly appear) as their 
average Z value becomes nearer than the Z of the background plane. 


What I *want* is for the polygon to cut through the background as a 
proper renderer (eg Lightwave) would do it. Mathematically, this would 
involve calculating the intersection of the background plane and each 
polygon, and basically involve recreating the object on the fly. This is 
HEINOUS and don't want to have to do it. 


However, please correct me if I'm wrong, but isn't there some built in 
fogging? Would it be possible to configure the fog to "cut out" at a 
particular Z value, instead of gradually fading out? This would give me 
the desired effect. 


This won't work if all the fogging does is look at the average Z of the 
polygon and adjust the transparency for it. If this is the case, the 
whole polygon will fade out and the I'm back where I started. 


Are there any documents describing fogging details? Once again the docs 
prove sparse... 


Ta 


J 


-—-MESSAGE FILE 13456 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000336 


--MESSAGE FILE 13457 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000337 
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Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Are normals required for flat shaded polygons? 
Date: Thu, 16 Oct 1997 14:17:00 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <34456BOC. 3DE50A6B@ibm.net> 
NNTP-Posting-Host: slip202-135-86-126.ak.nz.ibm.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi 


I'm building an RSD file from scratch since my objects are simple and my 
object creation utils keep doing crap triangulation on them. 


I want most of the polygons to be flat shaded (no gouraud). Do I have to 
specify real normals for these polygons, even though they don't have 
lightsource calculations? 


Or are they required for the 3 global parallel lights? 


Ta 


J 
—-MESSAGE FILE 13457 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000337 


—-MESSAGE FILE 13458 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000338 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSDTool rocks! 

Date: Thu, 16 Oct 1997 14:24:02 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <34456CB2.7C4605F@ibm.net> 

NNTP-Posting-Host: slip202-135-86-126.ak.nz.ibm.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I'd like to thank Malachy Duffin for an excellent job on the RSD tool - 
it's proved REALLY useful. 


The only suggestion I'd have to make would be the option to specify the 
u/V coords in a text entry box too. 


Thanks man! 
-—-MESSAGE FILE 13458 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000338 


——MESSAGE FILE 13459 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000339 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Translucent Faces & New project 

Date: Thu, 16 Oct 1997 17:11:50 GMT 

Organization: Into Beyond 

Lines: 39 

Message-ID: <34474837.14664504@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


I'm sure someone asked about Translucent Faces some time ago. 


For non-textured faces use bits 28-29 օք GsDOBJ2. They aren't 
documented but they do exist. And don't do what I did which is not to 
set the mode2 parameter within TMD structures. I remembered reading it 
wasn't needed. Well it is! Also remember you'll need to OR in ABE to 
your TMD type to make it work. 


I just got a couple of weeks free so this week I started a little 
project. Something a little different, something Yaroze people will 
see. Now we have freetime I also have Mark sitting down FINALLY coding 
that rather nifty tool. Its complexity has got rather out of hand so 
no deadline on it but we will be looking to provide it for Yaroze 
owners one way or another. It will make life much much easier for 
dealing with putting game levels together as well as the usual 3ds 
conversion stuff. It already exports TMD and all that malarchy. 


I'm actually hoping some shit-hot artists and game designers here will 
see and add to my basic ideas and I could persuade someone to pick it 
up as commercial, but the chances of that are about 0.0000001%. Still, 
got to try these things :) Not since xtreme racing have I done my own 
game and it feels so good to be doing something good again. 


Look out for FiskBall...coming to a Yaroze site near you. 


This is all work dependant (as usual) but hopefully things will keep 
calm for a few days. I'm not being silly enough to give a timescale on 
this one either! Especially as its only had a couple of days work on 
it so far. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ "Just say NO to Big Fat Ron", say I to Sir Jack Hayward 


+++ 


+ 
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--MESSAGE FILE 13459 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000339 


——MESSAGE FILE 13460 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000340 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Are normals required for flat shaded polygons? 
Date: Thu, 16 Oct 1997 17:22:56 GMT 

Organization: Into Beyond 

Lines: 24 

Message-ID: <34494d34.15941975@news.playstation.co.uk> 
References: <34456B0C.3DE50A6B@ibm.net> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 16 Oct 1997 14:17:00 +1300, James Russell <jruss@ibm.net> did 
quoth at me: 


>I'm building an RSD file from scratch since my objects are simple and my 
>object creation utils keep doing crap triangulation on them. 
> 


>I want most of the polygons to be flat shaded (no gouraud). Do I have to 
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>specify real normals for these polygons, even though they don't have 
>lightsource calculations? 


If you want to do any lighting you'll need normals, one per face. If 
you don't want lighting you will still need a 'dummy' normal for the 
normal index to refer to as the ps-x will expect it to be there and 
god knows what it'll do otherwise. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 + 
+ For all your Win95/NT/Console Game and Tool Development + 
+ And we say, "A good programmer always blames Microsoft" + 
+ "Just say NO to Big Fat Ron", say I to Sir Jack Hayward + 
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—-MESSAGE FILE 13460 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000340 


——MESSAGE FILE 13461 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000341 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Poly cruncher - no, it's doesn't kill parrots. 
Date: Fri, 17 Oct 1997 16:27:55 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3446DB3B.51B531E0@ibm.net> 
NNTP-Posting-Host: slip202-135-86-96.ak.nz.ibm.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I've written a small program (C sauce included) that will take a PLY 
file, fresh from DXF2RSD, and get rid of all duplicate vertices, normals 
and polygons. 


Why? Well, memory for one thing, but the other main thing is that if you 
want to create a polygon and then manually much around with their 
vertices, you'll have to adjust all their normals too! After crunching, 
you only have to adjust one for similar planes. 

See http://www.netyaroze-europe.com/~jruss1/ 


Cheers, 


J 


—-MESSAGE FILE 13461 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000341 


—-MESSAGE FILE 13462 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000342 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: OT's - how do they work? 

Date: Fri, 17 Oct 1997 16:33:49 +1300 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3446DC9D.BB81C6EE@ibm.net> 
NNTP-Posting-Host: slip202-135-86-96.ak.nz.ibm.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 
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I'm writing up a 2D graphics tutorial and although I've used OT's to get 
my stuff working, it was all straight from the examples. Closer 
inspection revealed that an OT is just an array of OT_TAGS, which are 
just 32 bit wide bit fields: 


unsigned p:24; 
unsigned num: 8; 


So what I want to know is: 
What is p? What is num? 


How do they specify which GPU packets get sent, and in what order? How 
is the linked list maintained? 


How are they affected by 2D graphics? 
Cyas 


J 
—-MESSAGE FILE 13462 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000342 


——MESSAGE FILE 13463 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000343 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: More Pointless Optimisation Tricks (sin, cos 

Date: Fri, 17 Oct 1997 03:39:56 GMT 

Organization: Into Beyond 

Lines: 394 

Message-ID: <3446d0a3.18235002@news.playstation.co.uk> 

References: <344647ee.14591228@news.playstation.co.uk> <625jjgSe3p24@chuka.playstati 
on.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 14 Oct 1997 07:50:59 +0100, "Graeme Evans" 
<evans@fourny.demon.co.uk> did quoth at me: 


>> 

>>Pointless Optimisation Trick 1: 

>> 

>>#define SWAP (a,b) {a ^= b; b ^= a; a ^= b; } 
>> 


>Alex yr a star. 


You may want to place ()'s around the a's and b's. Probably shouldn't 
need to in this case but better safe than sorry. 


Slightly less pointless optimisation trick 2, 3 and some others. Read 
all the way through as I'll just keep putting more in until I fall 
asleep! 


For rotating around one axis when YOU KNOW the matrix is either the 
identity matrix or only bits you will overwrite have 'damaged' the 
identity use the following code. You can adjust this code to take 
account of the identity. I also have a software replacement for 
RotMatrix if anyone wants it (why?). Calculated by hand! 


Also following are Sin/Cos/InvTan source files which are faster than 
those provided in the demos. The actual sintable isn't present as you 
will have it in one of many demos from scee already. Just paste it in. 


[optimisations appreciated, these are all C and no assembler] 
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Here goes [see later for what UNFIX is all about and ignore my game 
code splattered around the source]: 


int a; 
short (*m)[][3]; 
a = UNFIX(MapBlockRot [i].angle); 
// Point m to your matrix. The first coord is a pointer to a GsDOBJ2. 
m = &Object [mapblock->object] .coord.coord.m; 


// I think this code is written in optimal order for a good compiler 
but I haven't checked the results 


switch (mapblock->subtype2 ե (MBS2_ROTO | MBS2_ROT1) ) 
{ 
case MAPBLOCK_ROTX (Հռ) [1] [1] = rcos (a); 
(Հո) [2] [2] = rcos (a); 
(*m) [2] [1] = rsin(a); 
(*m) [1] [2] = -rsin(a); 
break; 
case MAPBLOCK_ROTY (*m) [0] [0] = rcos (a); 
(Հո) [2] [2] Հ rcos (a); 
(*m) [2] [0] = rsin(a); 
(*m) [0] [2] = -rsin(a); 
break; 
// default is actually Z Axis rotation 
default (*m) [0] [0] = rcos (a); 
(*m) [1] [1] = rcos (a); 
(*m) [1] [0] = rsin(a); 
(*m) [0] [1] Հ -rsin(a); 


} 
Object [mapblock->object].coord.flg = 0; 
} 


The following code prints out your Global Pointer, Stack Pointer and 
Frame Pointer. Presumably you could write all 3 commands separated by 
a semicolon or something. I never tried! Anyone? 


volatile long r28, r29, r30; 


#define PrintRegs 


\ 
` asm__ volatile ("usw $28, r28"); \ 
__asm__ volatile ("usw $29, r29"); \ 
__asm__ volatile ("usw 530, r30"); \ 
D (1698 ("\n%-11s %04d Reg: GP:0x%08x SP:0x%08x FP:0x%08x\n\n", 
ԲԱԼՔ , LINE, r28, r29, r30)); 
Wassis FILE and LINE malarchy then? They are macros showing 


the current source file and line number. Very useful for logging and 
errors. Here is some more useful debug code. Note that PAUSE does a 
little loop so the ps-x can wait before overloading the PCs serial 
buffer. Otherwise you lose half of your characters and it all looks 
like spaghetti. 


#define logf printf 
#define ERRORMAC (x) NEWLINE; BREAK; PAUSE; logf("Runtime Error in 
File: 55 Line: %d\n", FILE, LINE); x; BREAK; NEWLINE; exit (0); 


#define MALLOCMAC (x, y) if (!(x)) {ERRORMAC (logf("Error: Memory 
allocation failure\n%s\n", y))} 


#if DEBUG_LEVEL == 
#define DO(x) {x}; 

#define E(x) {ERRORMAC (x) } 
#define M(x, y) MALLOCMAC ( 
#fendif 


x, y) 


This means that id DEBUG_LEVEL is 0 then the following commands are 
available: 
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DO(x) : This runs whatever 'x' is. 
e.g. D(1ogf ("Use the force Luke, and Loop counter is %2d", i)); 
This would print the message on your PC. If DEBUG_LEVEL != 0 then I 


define DO(x) as follows: 


#ifndef DO (x) 
#define DO(x) ; 
#fendif 


As you can see, x is never run. very useful for having (multiple) 
debug versions. 


E(x) is special terminal error code. Note it makes a point of printing 
file and line information, and also allows me my own command (the 'x' 
bit) where I almost always just print further information on current 
variables. 


M(x,y) is a memory debug macro. I'm often lazy. When I malloc stuff I 
don't test for success. So today I got around to writing a macro to 
cover myself (not fully tested but seemed ok in a few tests today). 


e.g. M(MapBlockMesh[mesh] [lod] = calloc(size, sizeof(u_char)), 
"mapblockMeshNorm: Norm Block Mesh allocation"); 


In M(x,y) 'x' is my memory allocation which is tested for success. 'y' 
is an error message for if things fail. 


Oooh what else. Oh yes, remember I said I'd explain FIX(x)? 


The PS-X is crap at handling floating point numbers (float and 
double). Don't ever use them, at least not in anything game loop. Use 
'fixed' point numbers instead. You all already use them when you deal 
with angles. Instead of 0-360 you use 0-4095 because it gives you 
better 'resolution'. Effectively you have got a 'fractional component' 
so you can get e.g 1.5 degrees rather than just 1 degree or 2 degrees. 


I use a couple of macros to keep my code flexible and portable (i.e. 
one machine may use type FIXED but it'll be defined float, another 
will define it as an int). 


#define PRECISION 12 

typedef signed long FIXED; 

#define FIX (x) ( (FIXED) ((x) << PRECISION) ) 
#define UNFIX (x) ((int) ((x) >> PRECISION) ) 


Precision gives me 2712 (4096) numbers between each whole integer. So 
1.5 would be 4096 + (4096/2) = 6144. 

To ensure portability and clarity I always refer to fixed point 
variables with a typedef FIXED, and I use macros to convert between 
normal and fixed. 


Be warned, multiplying 2 FIXED point numbers will give you a 'doubley 
fixed' result so you should UNFIX one first, watch out for overflows, 
or use long longs (64 bits on the ps-x, longs[ints] are 32 bits). 


NTSC vs PAL 
One problem with NTSC and PAL is that they run at different speeds. 
They also have a different screen size but that is easily accounted 


for in your game design. 


But if they run at different speeds, how can you get your game running 
at the same speed. Imagine you want to move an object. You could: 


1) Move it every vertical blank with movement stated in units/vblank 


Accurate, but buggers up in NTSC/PAL and processor intensive for non 
50/60 fps projects. 


2) Move it every frame with movement stated in units/frame 


Inaccurate when rendering drops below 50/60 fps and also buggers up in 
NTSC/PAL 
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3) Count the frames that have passed between each render, and move the 
object that amount of times in units/vblank 


Not a bad idea. Moving it multiple times rather than just multiplying 
the number of frames by the speed can help prevent processing errors. 
For example, using the alternative method (below) when a low frame 
rate occurs you may move right over a collision area rather than 
stopping within (depending on how you deal with collisions). In this 
way you trap each 'frame' of movement. Problems again with NTSC & PAL 


4) As above but multiply the speed by the frame count 


The problems have already been discussed, but it does run faster than 
the above as you don't loop the same function repeatedly. Why do it 5x 
when you can do it once?! Still mess up in NTSC/PAL. 


5) Work in milliseconds, and then use methods 3 and 4 as appropriate 


Well this is my current choice, but I'll take other ideas quite 
happily. This method solves the NTSC 


t multiple times rather than just multiplying the number of frames by 
the speed can help prevent processing errors. For example, using the 
alternative method (below) when a low frame rate occurs you may move 
right over a collision area rather than stopping within (depending on 
how you deal with collisions). In this way you trap each 'frame' of 
movement. Problems again with NTSC & PAL 


4) As above but multiply the speed by the frame count 


The problems have already been discussed, but it does run faster than 
the above as you don't loop the same function repeatedly. Why do it 5 
times when you can do it once?! Still mess up in NTSC/PAL. 


5) Work in milliseconds, and then use methods 3 and 4 as appropriate 


Well this is my current choice, but I'll take other ideas quite 
happily. This method solves the NTSC and PAL problem by calculating 
everything in milliseconds. This is easy to work with for all 
concerned. Your artist doesn't want to deal in frames per second, he 
wants to deal in seconds! 


So how do you do this? 
* Test for if you are in NTSC or PAL 


* Calculate, using FIXED POINT or float or something, the number of 
milliseconds per vblank. For Pal its 1000/50 and NTSC 1000/60 


* Once you know the length of a vblank and the time it took for the 
last frame to be rendered, then you know exactly how much time has 
passed since the last movement took place. 


For those of you unsure of how to count vblanks, try writing a little 
Callback routine for the vertical blanking interrupt. All it has to do 
is count. Don't worry about breaking anything - I know a lot of people 
get scared off by callbacks and interrupts and all that shite. They 
are really quite easy on the Yaroze. Hardly noticeable even. 


Sincos includes follow, but if anyone is sadistic enough you can win a 
prize of..errr..well..nothing...if you can work out what the following 
section of code from my renderDaemon in FiskBal does: 


Object [i] -handler.attribute |= 0x3000; 


col = mapblock->subtypel & (MBS1_PO | MBS1_P1); 


j = ((MilliTimer - mapblock->data) > MAPBLOCK_FADETIME) ? 
MAPBLOCK_FADETIME : MilliTimer - mapblock->data; 
r = MapPaintCols[col]. >> MAPBLOCK_FADETIMEP; 


i cae 
g = MapPaintCols[col].g * j >> MAPBLOCK_FADETIMEP; 
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b = MapPaintCols[col].b * j >> MAPBLOCK_FADETIMEP; 


paintcol = (int) r | (int) g << 8 | (int) b << 16 | (F_4 | ABE) << 24; 
num_faces = 0; 
for (j = 1; j < 64; j <<= 1) 
if (!(mapblock->blk ե j)) num_faces++; 
ptr = ((u_long) Object[i].handler.tmd) + sizeof(TMD_OBJ) + 


sizeof (PRIM_HDR); 


dx = sizeof (PRIM HDR) + sizeof (175 Բ 4): 
dy (dx * num_faces) + ptr; 
for (; ptr < dy; ptr += dx) 

*((u_long *)ptr) = paintcol; 


[apologies for any text being screwed by the mailer] 


/* 
աա Filename: sincos.c 

AR Version: 1.00 

sad Date: 23/07/97 

xx 

uii Sine, Cosine Macros (see .h file) and Inverse Tan 
function 

KEK Rewritten from a Yaroze demo somewhere... 

K* 

KF © Copyright 1997 Tuna Technologies 

EK All Rights Reserved 

kk 

KR Revision History: 

K* 

ae 1.00 23/07/97 Created. 

K* 

*/ 


#include "types.h" 
#include "sincos.h" 


[BRK RK KKK KKK KK KK KK KK KK RK OK KR OK KK KK OK 


* FUNCTION: rinvtan 
* DESCRIPTION: Inverse Tan function 


ն If x = y = 0 then 0 is returned 
[result is undefined] 

* PARAMETERS: int x, int y 

* RETURNS: int angle (4096 = 360 degrees) 


TKK KK KK KKK KK OK KK OK KK KK / 


int rinvtan(int x, int y) 
se t; 
if (x == 0 && y == 0) return 0; 
if (abs(x) > abs(y)) 


t = (y << 8) / x; 


if (t >= 0) return Tinvtan[t & 255] + (x < O ? 
2048 0); 
return (x < 0 ? 2048 : 4096) - Tinvtan[(-t) & 255]; 
} 
t = (x << 8) / y; 
if ((x == y) && (t >= 0)) return (y < 0 ? 3072 : 1024) - 
512» 
if (t >= 0) return (y < 0 ? 3072 : 1024) - Tinvtan[t & 
2551: 
if (x == y) return 512 + (y < 0 ? 3072 : 1024); 


return Tinvtan[(-t) & 255] + (y < O ? 3072 : 1024); 
} 


[BRK RK KKK KKK KK KK KK KK KK KK IK KK KK OK KR OK OK KK KK / 


9014 
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/* Sin Table (4096 = 1.0) */ 

short SinTable[] = 

{ 

INSERT SIN TABLE FROM YAROZE DEMOS HERE 
}; 


/* Inverse Tan Table (512 = 90 degrees) */ 
short Tinvtan[] = 


{ 


INSERT TAN TABLE FROM YAROZE DEMOS HERE 


)չ 


/* 
XX Filename: sincos.h 

AK Version: 1.00 

աա Date: 23/07/97 

xx 

KX Sine, Cosine Macros and Inverse Tan function 
22 

Kik © Copyright 1997 Tuna Technologies 

Ex All Rights Reserved 

xx 

ax Revision History: 

kk 

** 1.00 23/07/97 Created. 

k*k 

*./ 


#ifndef SINCOS_H 
#define SINCOS_H 


[BRK RK KKK KK KK KK KK KK KK KK KK OK OK OK OK OK KK KK 


* FUNCTION: rsin (MACRO) 

* DESCRIPTION: Sine function 

* PARAMETERS: angle 0-4095 (4096 = 360 degrees) 

* RETURNS: short sin(angle) << 12 [0-4096] 


KK KK KK IK KK KK OK OK KK OK KK KK / 


#define rsin(a) SinTable[a] 


[ROKK RK KKK KKK KK KK KK KK KK KR OK OR KK OK OK KK KK 


* FUNCTION: rcos (MACRO) 

* DESCRIPTION: Cosine function 

* PARAMETERS: int angle (4096 = 360 degrees) 

* RETURNS: short cos(angle) << 12 [0-4096] 


TKK KK KK KK I OK KK OK KK OK KK KK / 


#define rcos (a) SinTable[a + 1024] 


extern short SinTable[]; 

extern short Tinvtan[]; 

extern int rinvtan(int x, int y); 
#endif 

Regards, 


Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ "Just say NO to Big Fat Ron", say I to Sir Jack Hayward 
—-MESSAGE FILE 13463 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


+++ 


+ 
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3d_graphics/00000343 


—-MESSAGE FILE 13464 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000344 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: More Pointless Optimisation Tricks (sin, cos 

Date: Fri, 17 Oct 1997 10:06:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <627afaSe3p28@chuka.playstation.co.uk> 

References: <344647ee.14591228@news.playstation.co.uk> <625jjgSe3p24@chuka.playstati 
on.co.uk> <3446d0a3.18235002@news.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I've done the swap thing before on PC, and it was only quicker if when doing 
the normal swap via temp the temp had to be declared every time. 

As for PSX, it'll definetly be slower, you could write a little inline 
assembler routine. 


Stuart 


—-MESSAGE FILE 13464 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000344 


——MESSAGE FILE 13465 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000345 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSD bug 

Date: Fri, 17 Oct 1997 23:19:04 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <34473B98.EAD8FB9F@ibm.net> 

NNTP-Posting-Host: slip202-135-86-244.ak.nz.ibm.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Bug in RSD tool - I had a 256x213 texture that I mapped by hand to the 
polygons. When I loaded it into RSD tool, the V's would be truncated to 
127. 


J 
—-MESSAGE FILE 13465 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000345 


——MESSAGE FILE 13466 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000346 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDV.BAT tim location 

Date: Sat, 18 Oct 1997 14:25:58 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 19 

Message-ID: <34481026.FF6@peace.co.nz> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 
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I'm using RSDV.BAT to view TMD's and while the object comes out fine, 
the textures don't always work (although they do in RSDTool). 


The result depends on where I put the TIMs in VRAM. I've tried sticking 
them as far to the right as possible, but I still get problems. I'm 
assuming that when I do this in a program it should work fine. The 
images are 16 bit direct. 


What are the 'legal' VRAM positions I can place my TIMs for RSD to work? 


J 

==PEACE COMPUTERS 

==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 

"Are you alright, sir?" "Yes, why?" "Well, you're 67% more weasly." - 
RDVIT 


—-MESSAGE FILE 13466 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000346 


——MESSAGE FILE 13467 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000347 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: More Pointless Optimisation Tricks (sin, cos 

Date: Thu, 16 Oct 1997 02:30:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <62aiafSe3p29@chuka.playstation.co.uk> 

References: <344647ee.14591228@news.playstation.co.uk> <625jjgSe3p24@chuka.playstati 
on.co.uk> <3446d0a3.18235002@news.playstation.co.uk> <627afaSe3p28@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


SCEE wrote in message <627afaSe3p28@chuka.playstation.co.uk>... 
>I've done the swap thing before on PC, and it was only quicker if when 


doing 

>the normal swap via temp the temp had to be declared every time. 

>As for PSX, it'll definetly be slower, you could write a little inline 
>assembler routine. 

> 

>Stuart 


Doesn't it depend on register spills? Does an XOR take more cycles than a 
register move? 


I do like pointless conversations. 


Graeme 


—-MESSAGE FILE 13467 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000347 


--MESSAGE FILE 13468 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000348 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Clipping using fog param 

Date: Sun, 19 Oct 1997 02:29:36 -0400 

Organization: SCEA News Server 

Lines: 47 

Message-ID: <3449A8CF.5CD2@chat.carleton.ca> 

References: <34456A52.461D08FB@ibm.net> 
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NNTP-Posting-Host: obatanga.chat.carleton.ca 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 3.01Gold (Win95; I) 


James Russell wrote: 


VVVVVVVVVVVV VV VV VV NNN VV VV VV VV VV VV VV 


Hi, 


I've just started doign 3D stuff so forgive me if this is stoopid 
question: 


I want to have a 3D object cut through a 2D background. You see the 
background, and then the 3D object slowly rises though the background 
and becomes visible. The obvious problem with this is that because the 
PSX is a polygon drawer, not a renderer, when the object cuts the 
background plane it's polygons will "pop" out (suddenly appear) as their 
average Z value becomes nearer than the Z of the background plane. 


What I *want* is for the polygon to cut through the background as a 
proper renderer (eg Lightwave) would do it. Mathematically, this would 
involve calculating the intersection of the background plane and each 
polygon, and basically involve recreating the object on the fly. This is 
HEINOUS and don't want to have to do it. 


However, please correct me if I'm wrong, but isn't there some built in 
fogging? Would it be possible to configure the fog to "cut out" at a 
particular Z value, instead of gradually fading out? This would give me 
the desired effect. 


This won't work if all the fogging does is look at the average Z of the 
polygon and adjust the transparency for it. If this is the case, the 
whole polygon will fade out and the I'm back where I started. 


Are there any documents describing fogging details? Once again the docs 
prove sparse... 


Ta 


J 


The fogging effect (..FogParam..) won't give you the result you want. 

It works on a polygonal basis. The only way to acheive the effect you 
want (I beleive) is to either do the clipping yourself, which is pretty 
painful in regards to performance, or to just turn the subdivision up on 
the polygons which are cutting through. The polygons will still pop in, 
but if you turn it up a couple of notches, the popping should be pretty 
small (although this approach isn't that great either). 


Heh, sorry I couldn't actually help out more, but I've been trying to 
work through a good (clean/fast) algorithm to get nice depth fogging 
without using the PS effect. 

—-MESSAGE FILE 13468 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000348 
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——MESSAGE FILE 13469 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000349 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 


From: Tim O'Neil <goneil@chat.carleton.ca> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDV.BAT tim location 

Date: Sun, 19 Oct 1997 02:41:13 -0400 
Organization: SCEA News Server 

Lines: 30 

Message-ID: <3449AB88.3B99@chat.carleton.ca> 
References: <34481026.FF6@peace.co.nz> 
NNTP-Posting-Host: obatanga.chat.carleton.ca 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 3.01Gold (Win95; I) 
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James Russell wrote: 


> 

> I'm using RSDV.BAT to view TMD's and while the object comes out fine, 

> the textures don't always work (although they do in RSDTool). 

> 

> The result depends on where I put the TIMs in VRAM. I've tried sticking 
> them as far to the right as possible, but I still get problems. I'm 

> assuming that when I do this in a program it should work fine. The 

> images are 16 bit direct. 

> 

> What are the 'legal' VRAM positions I can place my TIMs for RSD to work? 
> 

> J 

> -- 

> ==PEACE COMPUTERS 

> ==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 

> 

> "Are you alright, sir?" "Yes, why?" "Well, you're 67% more weasly." - 
> RDVII 


The position you put the textures in the VRAM depends on the resolution 
you are running, because the display buffer(s) will take up a big chunk 
of the VRAM. If you were to use double buffering at 320x240 for 
example, the best place to start putting your textures would be at 320,0 
although it is important to keep in mind that your textures cannot span 
more than one texture page vertically, or more than four horizontally. 
Mind you thats assuming you've puzzled out what the texture pages are 

:) If not, lemme know. 


Tim 
—-MESSAGE FILE 13469 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000349 


--MESSAGE FILE 13470 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000350 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSD bug 

Date: Sun, 19 Oct 1997 17:14:49 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <344a3fec.261313@news.playstation.co.uk> 
References: <34473B98.EAD8FB9F@ibm.net> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 17 Oct 1997 23:19:04 +1300, James Russell <jruss@ibm.net> did 
quoth at me: 


>Bug in RSD tool - I had a 256x213 texture that I mapped by hand to the 
>polygons. When I loaded it into RSD tool, the V's would be truncated to 
>127. 

> 

>J# 


I don't use teh RSD tool, but couldn't you only use texture widths and 
heights that were powers of 2 originally? 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 + 
+ For all your Win95/NT/Console Game and Tool Development + 
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+ And we say, "A good programmer always blames Microsoft" + 

+ "Just say NO to Big Fat Ron", say I to Sir Jack Hayward + 

-—-MESSAGE FILE 13470 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000350 


--MESSAGE FILE 13471 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000351 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: OT's - how do they work? 

Date: Sun, 19 Oct 1997 17:17:42 GMT 

Organization: Into Beyond 

Lines: 41 

Message-ID: <344b4014.300721@news.playstation.co.uk> 
References: <3446DC9D.BB81C6EE@ibm.net> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 17 Oct 1997 16:33:49 +1300, James Russell <jruss@ibm.net> did 
quoth at me: 


>I'm writing up a 2D graphics tutorial and although I've used OT's to get 
>my stuff working, it was all straight from the examples. Closer 
>inspection revealed that an OT is just an array of OT_TAGS, which are 
>just 32 bit wide bit fields: 

> 

>unsigned p:24; 

>unsigned num: 8; 

> 

>So what I want to know is: 

> 

>What is p? What is num? 


p is a 24 bit pointer to the next OT_TAG. num is a primitive code from 
which the ps-x knows what data immediately follows the OT_TAG. 
e.g. POLY_FT4, POLY_GT3 and similar 


>How do they specify which GPU packets get sent, and in what order? How 
>is the linked list maintained? 


Presuming you know how the basic OT works, within each 'slot', the 
last polygon placed in each slot is the first polygon drawn of that 
slot. This can be useful to know (especially when inserting OTs into 
existing OTs). 


>How are they affected by 2D graphics? 


No different AFAIK, except you effectively declare the sprite priority 
as you no longer deal with polygons. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ "Just say NO to Big Fat Ron", say I to Sir Jack Hayward 
—-MESSAGE FILE 13471 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000351 


+ + + 


+ 


——MESSAGE FILE 13472 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000352 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDV.BAT tim location 

Date: Mon, 20 Oct 1997 14:11:47 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 23 

Message-ID: <344AAFD3.6EEA@peace.co.nz> 
References: <34481026.FF6@peace.co.nz> <3449AB88.3B99@chat.carleton.ca> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Tim O'Neil wrote: 


> 
> What are the 'legal' VRAM positions I can place my TIMs for RSD to work? 


It is important to keep in mind that your textures cannot span 

more than one texture page vertically, or more than four horizontally. 
Mind you thats assuming you've puzzled out what the texture pages are 
:) If not, lemme know. 


VVVVVVV VY 


I bunged the TIM's as far right as I could - I assumed RSDV used buffers 
that were to the far left. I still had problems. Now that I've written 

a program to display the TMD file, I know there's no problem with the 
textures or TIM positioning, so I figure RSDV must be using some 

unusual Buffer coordinates. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Repartee: An insult with a suit and tie on. 
-—-MESSAGE FILE 13472 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000352 


--MESSAGE FILE 13473 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000353 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD bug 

Date: Mon, 20 Oct 1997 14:15:39 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 24 

Message-ID: <344ABO0BB.5656@peace.co.nz> 

References: <34473B98.EAD8FB9F@ibm.net> <344a3fec.261313@news.playstation.co.uk> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Alex Amsel wrote: 

> 

>Bug in RSD tool - I had a 256x213 texture that I mapped by hand to the 
>polygons. When I loaded it into RSD tool, the V's would be truncated to 
>U27. 


I don't use teh RSD tool, but couldn't you only use texture widths and 
heights that were powers of 2 originally? 


VVVVVVV 


I musta missed that when I Read The Friendly Manual. Seems like a strange 
constraint though? 


Actually, I found the problem was truncation - if the texture height was 
not a power of two, every vertical (not horizontal) coordinate would be 
reduced by about 2.5 every time I saved it. 
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J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


One Chicken to bring them all and in the darkness bind them. 
—-MESSAGE FILE 13473 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000353 


—-MESSAGE FILE 13474 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000354 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT's - how do they work? 

Date: Mon, 20 Oct 1997 14:30:45 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 58 

Message-ID: <344AB445.6113@peace.co.nz> 

References: <3446DC9D.BB81C6EE@ibm.net> <344b4014.300721@news.playstation.co.uk> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Alex Amsel wrote: 
> 


>What is p? What is num? 


> >I'm writing up a 2D graphics tutorial and although I've used OT's to get 
> >my stuff working, it was all straight from the examples. Closer 

> >inspection revealed that an OT is just an array of OT_TAGS, which are 
> >Jjust 32 bit wide bit fields: 

>> 

> >unsigned p:24; 

> >unsigned num: 8; 

>> 

> >So what I want to know is: 

>> 

> 

> 

> 


p is a 24 bit pointer to the next OT_TAG. 


num is a primitive code from 
which the ps-x knows what data immediately follows the OT_TAG. 
e.g. POLY_FT4, POLY_GT3 and similar 


>How do they specify which GPU packets get sent, and in what order? How 
>is the linked list maintained? 


Presuming you know how the basic OT works, within each 'slot', the 
last polygon placed in each slot is the first polygon drawn of that 
slot. This can be useful to know (especially when inserting OTs into 
existing OTs). 


VVVVVVVVV VV 


OK, That answers some questions, but raises others: 


I'm assuming that an ordering table would be a linked list 
of polygons/sprites to draw, and each polygon/sprite would have: 

o — An associated Z value 

o — A pointer to the GPU commands required to draw that polygon. 
When I insert a polygon of a given Z, it would search though the list until 
it found the appropriate place, plonk itself there in the middle of the list, 
create some space somewhere for the GPU packets and set it's pointer to them. 


Now the PSX OT_TAG's have a pointer to the next OT_TAG (p) but 
don't have an associated Z value or a pointer to the GPU commands 
to be executed. 


I take it the actually index number of an OT_TAG in the OT_TAG array 
has nothing to do with the entry? It doesn't implicitly specify anything? 
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So I don't understand how OT_TAGs actually relate to the GPU command 
data. Their order is implicit from their order in the list, but they don't 
store a Z so how can you decide where a new polygon should be inserted? 


How does my conception of an ordering table differ from the PSX implementation? 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


One Chicken to bring them all and in the darkness bind them. 
-—-MESSAGE FILE 13474 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000354 


—-MESSAGE FILE 13475 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000355 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: single sided faces 

Date: Mon, 20 Oct 1997 14:16:28 +0100 
Organization: Sinclair MicroComputer Museum 
Lines: 17 

Message-ID: <344B59AC.3ABB@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


quick query, this may have been answered previously, but 


if I create a quadrangle, on the fly, in a tmd structure, then what are 
the rules governing the specification of the vertices, as it seems to be 
that one way (clockwise) makes square face in one direction and the 
other does the opposite, which is fair enough, but how can I tell which 
way to specify the vertices given that I want a polygon to face ina 
given direction.. also I tried the double sided polygon bit, but that 
didn't seem to do anything. 


ttfn. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
+ Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13475 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000355 


——MESSAGE FILE 13476 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000356 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: single sided faces 

Date: Mon, 20 Oct 1997 15:05:41 GMT 

Organization: Into Beyond 

Lines: 33 

Message-ID: <344b72db.5498248@news.playstation.co.uk> 
References: <344B59AC.3ABB@127.0.0.1> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 
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On Mon, 20 Oct 1997 14:16:28 +0100, Majik <majik@127.0.0.1> did quoth 
at me: 


>quick query, this may have been answered previously, but 
> 


>if I create a quadrangle, on the fly, in a tmd structure, then what are 
>the rules governing the specification of the vertices, as it seems to be 


Top Left, Top Right, Bottom Left, Bottom Right (IMPORTANT!) 


As for how to tell - imagine you are looking at it from the correct 
direction, and chose the appropriate vertices. 


>that one way (clockwise) makes square face in one direction and the 
>other does the opposite, which is fair enough, but how can I tell which 
>way to specify the vertices given that I want a polygon to face ina 
>given direction.. also I tried the double sided polygon bit, but that 
>didn't seem to do anything. 


All we have done for double sided is to set the flag and put the 
opposite polygon immediately afterwards in the hope that the libs will 
optimise as appropriate. I'm not really sure on this. Sony? 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 


+ + + 


+ 
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--MESSAGE FILE 13476 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000356 


——MESSAGE FILE 13477 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000357 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: OT's - how do they work? 

Date: Mon, 20 Oct 1997 15:55:00 GMT 

Organization: Into Beyond 

Lines: 41 

Message-ID: <344d734b.5610332@news.playstation.co.uk> 


References: <3446DC9D.BB81C6EE@ibm.net> <344b4014.300721@news.playstation.co.uk> <34 


4AB445.6113@peace.co.nz> 

Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 20 Oct 1997 14:30:45 +1300, James Russell <jamesr@peace.co.nz> 
did quoth at me: 


>OK, That answers some questions, but raises others: 

> 

>I'm assuming that an ordering table would be a linked list 

>of polygons/sprites to draw, and each polygon/sprite would have: 

> o — An associated Z value 

> o — A pointer to the GPU commands required to draw that polygon. 


>When I insert a polygon of a given Z, it would search though the list until 
>it found the appropriate place, plonk itself there in the middle of the list, 
>create some space somewhere for the GPU packets and set it's pointer to them. 


> 

>Now the PSX OT_TAG's have a pointer to the next OT_TAG (p) but 
>don't have an associated Z value or a pointer to the GPU commands 
>to be executed. 
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[from memory...] 


There will be a table of indexes into the OT_TAG list. If your OT is 
size 8, there will be 2՞8 (256) table entries. The first entry could 
correspond to Z=1, and the last to Z=256 (depends on your shifts when 
you put objects in the OT). The ps-x renderer does not need to know Z 
values, only what polygons to draw first. The ps-x DrawOT function 
prepares the data for the renderer (gpu). It knows where to place the 
polygon according to its Z value. 


If the polygon is at Z = 100, it will look up the 100th entry in the 
above table, and will insert it before the existing polygons there. 
The GPU command immediately follows the OT_TAG so no pointer is 
needed. 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 13477 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000357 


+ + + 


+ 


——MESSAGE FILE 13478 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000358 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT's - how do they work? 

Date: Tue, 21 Oct 1997 17:05:08 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 128 

Message-ID: <344C29F4.1E4D@peace.co.nz> 

References: <3446DC9D.BB81C6EE@ibm.net> <344b4014.300721@news.playstation.co.uk> <34 
4AB445.6113@peace.co.nz> <344d734b.5610332@news.playstation.co.uk> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 

CC: jruss@ibm.net 


Alex Amsel wrote: 


> 

> >Now the PSX OT_TAG's have a pointer to the next OT_TAG (p) but 

> >don't have an associated Z value or a pointer to the GPU commands 

> >to be executed. 

> 

> If the polygon is at Z = 100, it will look up the 100th entry in the 
> above table, and will insert it before the existing polygons there. 
> The GPU command immediately follows the OT_TAG so no pointer is 

> needed. 


OK, let's see if I've got this straight: 


Say I want a Z resolution of 0 to 511 (a Z granularity of 512). That doesn't 
mean to say that Z doesn't have a higher granularity when calculating positions 
in 3D space, it just means that when it gets plonked in the OT some of the 
lower bits will be chopped off (every 'real' Z value will be plonked into one 
of 512 "slots"'). 


That means a OT of size 9 (2^9 = 512); 

There are 512 OT_TAGs in the OT, one for every 'granule' of Z. 

Each of the 512 OT_TAGs begins a linked list of GPU commands to execute for that 'Z 
granule'. 

These 512 OT_TAGs are either blank (nothing in that 'slot') or point 

to ANOTHER OT_TAG *within the PACKET WORK AREA*. An OT_TAG within the 
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packet work area has packet data directly following it, AND a pointer 
to ANOTHER OT_TAG, again, within the packet area. This list continues in 
this fashion until the "pointer to next OT_TAG' is NULL. 


When I insert a 3D object into the list, the program effectively: 


Transforms all vertices into Screen Space (Xs,Ys,Zs) 
For each polygon 'P' in the 3D object 
Average of the 'Zs' component of P's vertices -» Zaverage 
Work out which of the 512 'slots' Zaverage fits into. 
Work out the commands to draw this polygon. 
Puts these commands into some free space in the packet work area. 
Sets the OT_TAG at the beginning of these commands to point to 
wherever the slot pointed originally. 
Insert a pointer to this new command into the above slot. 


When I draw the OT, the program effectively: 


For Z = 511 to 0 Step -1 // (Back to Front - Painters algorithm) 
Current_OT_Tag = OT[z]; 
while (Current_OT_TAG.p is NOT NULL) 
Send packets at Current_OT_TAG.p to GPU. 
Current_OT_TAG = Current_OT_TAG.p 


Maybe this graphic example helps - turn on fixed width font! 


ORDERING TABLE after all polygons inserted: (9 bit) 


LEJ 121 222 ete BS ga alesia [509] [510] [511] 


NUL NUL 345 236 NULL NULL 


PACKET AREA: 


(pointed to by TAG at 345) -» NULL (End of list) 
-\ 


--- GPU packet data for this TAGs polygon. 


=/ 


(point to by TAG in slot 509) -> NULL (End of list) 
|--- GPU packet data for this TAG's polygon 
= 


(pointed to by Slot 2) OT_TAG -> (Offset 187) 
=N 

|--- GPU packet data for this TAG's polygon 
= 


Right, now assuming all the slots in the ordering table are NULL except 
for the ones specified above, we can see that the painters algorithm: 


Starts at the 'back' (slot 511) and work it's way to the front (slot 0). 


Does nothing for 511 and 510 (they're both NULL). 


Hits 509 and sees that it points to offset 236. 
It goes to offset 236 in the packet area and draws a polygon 
using the GPU packet data it finds at 237-239 (it determines 
the length of the packet data from the 'num' field of the OT_TAG). 
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The OT_TAG at 236 points to NULL, so it ends there and goes 
to the next slot (508). 


For slots 508 to 3 it does nothing (since they're all NULL). 


For slot 2 (which point to offset 345): 
It goes to offset 345 in the packet area and draws a polygon 
using the GPU packet data it finds at 346-348 (deducing the 
size of GPU data from the OT_TAG 'num' field. 


It sees the OT_TAG at 345 points to another OT_TAG at 187. 

It goes to offset 187 in the packet area and draws a polygon 
using the GPU packet data it finds at 188-193 (it determines 

the length of the packet data from the 'num' field of the OT_TAG). 


The OT_TAG at 187 points to NULL, so it ends there and goes 
to the next slot. 


There are no more slots with non-NULL pointers, to it finishes there 
and the screen is drawn! 


Is this correct? I sure hope so! 
Cheers, 


J 


==PEACE COMPUTERS 

==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 

--MESSAGE FILE 13478 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000358 


——MESSAGE FILE 13479 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000359 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT's - how do they work? 

Date: Tue, 21 Oct 1997 21:19:23 GMT 

Organization: Into Beyond 

Lines: 48 

Message-ID: <344c9582.368529@news.playstation.co.uk> 

References: <3446DC9D.BB81C6EE@ibm.net> <344b4014.300721@news.playstation.co.uk> <34 
4AB445.6113@peace.co.nz> <344d734b.5610332@news.playstation.co.uk> <344C29F4.1E4D@pe 
ace.co.nz> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 21 Oct 1997 17:05:08 +1300, James Russell <jamesr@peace.co.nz> 
did quoth at me: 


>Say I want a Z resolution of 0 to 511 (a Z granularity of 512). That doesn't 
>mean to say that Z doesn't have a higher granularity when calculating positions 
>in 3D space, it just means that when it gets plonked in the OT some of the 
>lower bits will be chopped off (every 'real' Z value will be plonked into one 
>of 512 '"slots'). 


Exactly right. Also remember that although your scene values may reach 
1024, you can use a shift vlaue of 1 when you put the object into the 
OT. That way all the Z values are >> 1 hence fit into the OT. I 
thought when they went over the OT's value then memory would get 
trashed but I'm not asure it does since I've really chucked silly 
values at it without a crash. Maybe it truncates the maximum value. 


>That means a OT of size 9 (2^9 = 512); 
>There are 512 OT_TAGs in the OT, one for every 'granule' of 2. 
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>Each of the 512 OT_TAGs begins a linked list of GPU commands to execute for that 'Z 


granule'. 
>These 512 OT_TAGs are either blank (nothing in that 'slot') or point 
>to ANOTHER OT_TAG *within the PACKET WORK AREA*. An OT_TAG within the 


Almost. I'm pretty sure that each 'slot' as default points directly to 
the next slot and has num of 0 or something like that. In this way the 
gpu can parse through the OT very quickly and without reference to 
this table. The table is, afterall, only required when initially 
declaring the draw order and not by your hardware renderer. 


>Is this correct? I sure hope so! 
Just about! 


Incidently, I think you'll find that 'num' bares a remarkable 
resemblance to olen in TMD structures ;) 


You'll probably be able to work out some of the gpu primitives if you 
dump out the appropriate memory... They're pretty obvious to be honest 
so it wouldn't be difficult to do. 


Regards, 

Alex Amsel 

+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 


+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 


+ + + 


+ 


--MESSAGE FILE 13479 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000359 


—--MESSAGE FILE 13480 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000360 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Help: GsSortObject4 & GsSortOT 

Date: Wed, 22 Oct 1997 15:12:51 GMT 
Organization: Into Beyond 

Lines: 45 

Message-ID: <344e12ea.11334163@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Ok, I'm having a nightmare. Please, dear Sony or Jim or anyone, solve 
this pesky problem which is probably down to stupidity and is really 
obvious... 


I wish to render sprites into their own OT and insert those OTs into 
the world. 


Problem 1: Some docs claim GsOT.offset works and some claim it 
doesn't. What is the truth?! It would be 'rather' useful! 


Problem 2: The serious one. I'm inserting my little OT fine, and it 
inserts it according to GsOT.point. Presumably point should be Z >> 
OT_SHIFT where OT_SHIFT is your shift value for the main OT, and Z is 
approximately the distance from the object to the camera. 


In my case my main scene is rendered into the main OT with a shift 
value of 3. My scene goes from approx -8000 -» +8000, so I currently 
have an OT of length 11. This should work fine, although as I said in 
another posting, when things should have gone flying off the OT it 
didn't seem to get bothered. 
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I have found reasonable values for GsOT.point but they seem to be 100% 
unrelated to the distance of the object in question from my camera 
(including when allowing for shifts etc.). For the record the value 
that works is approx 15 while the value I expect it to be is either 
600 or 75 (depends if you account for shifts). Very approx figures. 


Either GsSortOT is getting annoyed or possibly my main rendering code 
is somehow squeezing Z values down far more than I want it to. 


Any solutions? Kinda urgent! Please reply personally as well as on 
here if possible. 


I've probably got a really silly mistake somewhere that I'm blind to. 
You know how it is. 


Regards, 

Alex Amsel 

Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
For all your Win95/NT/Console Game and Tool Development 


And we say, "A good programmer always blames Microsoft" 
I proclaimed "Bring back the Doog!", and so it was done 


+++ 


+ 
+ 
+ 
+ 


+ 
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--MESSAGE FILE 13480 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000360 


——MESSAGE FILE 13481 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000361 

Path: chuka.playstation.co.uk!news 

From: Developer Support <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Wed, 22 Oct 1997 17:30:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <344E2A0F.15B5@interactive.sony.com> 
References: <344e12ea.11334163@news.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

To: alex@teeth.demon.co.uk 


> Problem 1: Some docs claim GsOT.offset works and some claim it 
> doesn't. What is the truth?! It would be 'rather' useful! 


No, it doesn't work. The field exists for future implementation. 


Problem 2: The serious one. I'm inserting my little OT fine, and it 
inserts it according to GsOT.point. Presumably point should be Z >> 
OT_SHIFT where OT_SHIFT is your shift value for the main OT, and Z is 
approximately the distance from the object to the camera. 


In my case my main scene is rendered into the main OT with a shift 
value of 3. My scene goes from approx -8000 -» +8000, so I currently 
have an OT of length 11. This should work fine, although as I said in 
another posting, when things should have gone flying off the OT it 
didn't seem to get bothered. 


I have found reasonable values for GsOT.point but they seem to be 100% 
unrelated to the distance of the object in question from my camera 
(including when allowing for shifts etc.). For the record the value 
that works is approx 15 while the value I expect it to be is either 
600 or 75 (depends if you account for shifts). Very approx figures. 


Either GsSortOT is getting annoyed or possibly my main rendering code 
is somehow squeezing Z values down far more than I want it to. 


Any solutions? Kinda urgent! Please reply personally as well as on 
here if possible. 


VVVVVVVVVVVVVV VV VV VV VV 
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> 
> I've probably got a really silly mistake somewhere that I'm blind to. 
> You know how it is. 


The worlds 16bit, I take it 600 is the distance you want the small OT 
from the viewpoint, and the large OT is llbit. So 600/(65536/2048) = 
18.75 the value to include the little OT at. 


Gs divides the entire 16bit world into sections for the OT, so each OT 
section in your case is 32 wide. The start and end of the the objects 
within the world makes no difference at all. 


Stuart 
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-—-MESSAGE FILE 13481 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000361 


—--MESSAGE FILE 13482 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000362 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: OT's - how do they work? 

Date: Thu, 23 Oct 1997 11:27:31 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 38 

Message-ID: <344E7DD3.63DE@peace.co.nz> 


References: <3446DC9D.BB81C6EE@ibm.net> <344b4014.300721@news.playstation.co.uk> <34 
4AB445.6113@peace.co.nz> <344d734b.5610332@news.playstation.co.uk> <344C29F4.1E4D@pe 


ace.co.nz> <344c9582.368529@news.playstation.co.uk> 
NNTP-Posting-Host: 202.37.70.35 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Alex Amsel wrote: 


> 

> >These 512 OT_TAGs are either blank (nothing in that 'slot') or point 
> >to ANOTHER OT_TAG *within the PACKET WORK AREA*. 

> 

> Almost. I'm pretty sure that each 'slot' as default points directly to 
> the next slot and has num of 0 or something like that. In this way the 
> gpu can parse through the OT very quickly and without reference to 

> this table. The table is, afterall, only required when initially 

> declaring the draw order and not by your hardware renderer. 


So wheras before I had the OT array listed as: 


0] — NULL (nothing in this slot) 
1] -> NULL (nothing in this slot) 
2] —> OT_TAG Packet 286 


It should have been 


0] -> OT [1] 
1] -> OT [2] 
21 -» OT_TAG Packet 286 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 
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"Who is this _doin'_ this synthetic type 'a alphabetic psychadelic funkin'?" 
—-MESSAGE FILE 13482 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000362 


—--MESSAGE FILE 13483 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000363 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT's - how do they work? 

Date: Thu, 23 Oct 1997 14:04:27 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <344f5952.193110@news.playstation.co.uk> 

References: <3446DC9D.BB81C6EE@ibm.net> <344b4014.300721@news.playstation.co.uk> <34 
4AB445.6113@peace.co.nz> <344d734b.5610332@news.playstation.co.uk> <344C29F4.1E4D@pe 
ace.co.nz> <344c9582.368529@news.playstation.co.uk> <344E7DD3.63DE@peace.co.nz> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 23 Oct 1997 11:27:31 +1300, James Russell <jamesr@peace.co.nz> 
did quoth at me: 
> 


>It should have been 

> 

>[0] — OT [1] 

>[1] -> OT [2] 

>[2] -» OT_TAG Packet 286 


I believe so. Best thing is to print out a simple OT ;) 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 13483 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000363 


+++ 


+ 


——MESSAGE FILE 13484 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000364 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Thu, 23 Oct 1997 14:11:42 GMT 

Organization: Into Beyond 

Lines: 39 

Message-ID: <34505a1f£.398393@news.playstation.co.uk> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny . com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


On Wed, 22 Oct 1997 17:30:07 +0100, Developer Support 
<dev_support@interactive.sony.com> did quoth at me: 


>No, it doesn't work. The field exists for future implementation. 
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Shit. 
Anyone got a neat & quick mips sqr implementation by any chance? 


>The worlds 16bit, I take it 600 is the distance you want the small OT 
>from the viewpoint, and the large OT is llbit. So 600/(65536/2048) = 
>18.75 the value to include the little OT at. 


The number seems about right. 


>Gs divides the entire 16bit world into sections for the OT, so each OT 
>section in your case is 32 wide. The start and end of the the objects 
>within the world makes no difference at all. 


I've misunderstood how the internal gs code is working. So if my OT 
length is 14 (the maximum allowed), the OT actually allows Z values up 
to 65536 and AUTOMATICALLY shifts all the Z values by 2. 


And when inserting OTs into each other, gs AUTOMATICALLY takeas 
account of the 'length' of the target OT. 


That makes sense. Wish I'd realised before, I can modify a couple of 
my OTs now :) 

Regards, 

Alex Amsel 

+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 


+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 


+ + + 


+ 
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—-MESSAGE FILE 13484 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000364 


——MESSAGE FILE 13485 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000365 

Path: chuka.playstation.co.uk!news 

From: "Russ Williams" <russ@algorithm.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: More Pointless Optimisation Tricks (sin, cos 
Date: Fri, 24 Oct 1997 20:13:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <62qrliSju02@chuka.playstation.co.uk> 


References: <344647ee.14591228@news.playstation.co.uk> <625jjgSe3p24@chuka.playstati 
on.co.uk> <3446d0a3.18235002@news.playstation.co.uk> <627afaSe3p28@chuka.playstation 


-co.uk> <62aiafSe3p29@chuka.playstation.co.uk> 
NNTP-Posting-Host: algorithm.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Graeme Evans wrote in message <62aiafSe3p29@chuka.playstation.co.uk>... 
> 

>SCEE wrote in message <627afaSe3p28@chuka.playstation.co.uk>... 

>>I've done the swap thing before on PC, and it was only quicker if when 
>>doing >the normal swap via temp the temp had to be declared every 
>>time.As for PSX, it'll definetly be slower, you could write a little 
inline 

>>assembler routine. 

>> 

>>Stuart 

> 

>Doesn't it depend on register spills? Does an XOR take more cycles 
>than a register move? 


I doubt it. Most RISC cores execute simple arithmetic / logic ops in one 
(pipelined) clock. 
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The XOR swap would assemble to something like: 
xor v0,v0,vl1 


xor vl,v0,vl 
xor v0,v0,vl 


The * instructions may need to be nops. I don't know if the R3000 
needs a delay slot for flow dependencies, but the code can't be 
any faster - you can't xor with a value until it's been calculated... 


That should execute in 2.5/3 clocks (assuming 2-issue superscalar) 


The move method might be: 
add a0, zero, v0 
or v0, zero, vl 


xor vl,zero,a0 
(ie: 1.5/2 clocks) 


Apparently, the R3000 has no 'move' instruction. Wierd! 


Russ 


—-MESSAGE FILE 13485 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000365 


—-MESSAGE FILE 13486 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000366 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D Sprite TMDs? 

Date: 26 Oct 1997 23:27:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <01bce267$32a34140$0300010a@mario> 
NNTP-Posting-Host: p57-max3.well.ihug.co.nz 
X-Newsreader: Microsoft Internet News 4.70.1155 


I have noticed in the TMD descriptions that there is a sprite primitive 
available. However, some brief experimentation has not resulted ina 
working sprite based TMD object, as my engine just dies (unsupported code 
error) when it tries to process a TMD with a single 'sprite' in it. 
RSDLink seems quite happy to make TMD objects with sprites in them though. 


Has anybody managed to get sprite based TMDs working? Are they even 
supported by the Yaroze libs? 


Thanks in advance, 


Mario 
—-MESSAGE FILE 13486 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000366 


—--MESSAGE FILE 13487 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000367 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: Mon, 27 Oct 1997 04:11:27 -0800 

Organization: SCEA News Server 

Lines: 8 
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Message-ID: <wal-ya02408000R2710970411270001@news.scea.sony.com> 
References: <63lmt6Sqril@emeka.playstation.co.uk> 
NNTP-Posting-Host: mg136-023.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


> Why do you want a sprite other than GsSPRITE? 
I can think of some examples, like mixed sprite/polygon objects. Plus it 


would be nice to be able to treat sprite-based 3d models and polygon-based 
3d models in a completely uniform manner. 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 13487 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000367 


—--MESSAGE FILE 13488 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000368 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: Mon, 27 Oct 1997 04:15:08 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <wal-ya02408000R2710970415080001@news.scea.sony.com> 
References: <63lmt6Sqril@emeka.playstation.co.uk> 
NNTP-Posting-Host: mg136-023.ricochet .net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I think I also read that the 3d line primitive is not supported. Does this 
mean that the various polygons are the only supported primitives in TMD 
files? I guess I can make my TMD/RSD utility a lot simpler now... 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 13488 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000368 


—--MESSAGE FILE 13489 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000369 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Sprite TMDs? 

Date: Mon, 27 Oct 1997 13:15:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <6324q0S$ ju03@chuka.playstation.co.uk> 
References: <0O1lbce267$32a34140$0300010a@mario> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


There are only 16 primatives that work in TMDs on Yaroze 


Triangles: 

flat, flat with texture, gouraud, gouraud with texture, 

flat with no lighting, flat with texture and no lighting, 
gouraud with no lighting, gouraud with texture and no lighting 


Quads: 

flat, flat with texture, gouraud, gouraud with texture, 

flat with no lighting, flat with texture and no lighting, 
gouraud with no lighting, gouraud with texture and no lighting 
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Hope this removes any confusion 


Stuart 


-—-MESSAGE FILE 13489 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000369 


—--MESSAGE FILE 13490 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000370 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Mon, 27 Oct 1997 14:36:29 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <3450c6éde.2296432@news.playstation.co.uk> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny.com> <34505a1f.398393@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Thu, 23 Oct 1997 14:11:42 GMT, alex@teeth.demon.co.uk (Alex Amsel) 
did quoth at me: 


>On Wed, 22 Oct 1997 17:30:07 +0100, Developer Support 
><dev_support@interactive.sony.com> did quoth at me: 
> 


>And when inserting OTs into each other, gs AUTOMATICALLY takeas 
>account of the 'length' of the target OT. 


Oops, didn't mean that. Its a load of bollards. Never mind! 
See if I can get it all working now then... 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 13490 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000370 


+++ 


+ 


——MESSAGE FILE 13491 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000371 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Mon, 27 Oct 1997 14:36:38 GMT 

Organization: Into Beyond 

Lines: 23 

Message-ID: <3450cb36.3408555@news.playstation.co.uk> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny . com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 
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On Wed, 22 Oct 1997 17:30:07 +0100, Developer Support 


<dev_s 


upport@interactive.sony.com> did quoth at me: 


>The worlds 16bit, I take it 600 is the distance you want the small OT 


>from the viewpoint, and the large OT is llbit. So 600/(65536/2048) = 
>18.75 the value to include the little OT at. 

Another question now... 

If I have an OT length 8 (256), does GS automatically shft my Z values 
by 8 or does it only do it by 2? 

Regards, 


Alex Amsel 


+ Tuna 
+ For 
+ And 
+ I pr 
--MESS 
3d_gra 


--MESS 


Technologies + Telephone & Fax +44 (0)114 221 0686 
all your Win95/NT/Console Game and Tool Development 
we say, "A good programmer always blames Microsoft" 
oclaimed "Bring back the Doog!", and so it was done 
AGE FILE 13491 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
phics/00000371 


+++ 


+ 


AGE FILE 13492 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000372 


Path: 
From: 
Newsgr 
Subjec 
Date: 
Organi 
Lines: 


Refere 


NNTP-P 
X-News 
X-Mime 


chuka.playstation.co.uk!news 

"SCEE" <dev_support@interactive.sony.com> 
oups: scee.yaroze.programming.3d_graphics 
t: Re: Help: GsSortObject4 ե GsSortOT 
Mon, 27 Oct 1997 15:18:10 -0000 

zation: PlayStation Net Yaroze (SCEE) 

12 


Message-ID: <632bv2S ju04@chuka.playstation.co.uk> 


nees: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 


ny.com> <3450cb36.3408555@news.playstation.co.uk> 


osting-Host: 194.203.13.10 
reader: Microsoft Outlook Express 4.71.1712.3 
OLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Another question now... 


> 

>If I 
>by 8 
> 

8, you 
Stuart 


--MESS 
3d_gra 


--իլի ՏՏ 


have an OT length 8 (256), does GS automatically shft my Z values 
or does it only do it by 2? 


say 8 or 2 as if your having problems what up? 


AGE FILE 13492 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
phics/00000372 


AGE FILE 13493 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000373 


Path: 
From: 


chuka.playstation.co.uk!news 
"Provenzano Stefano" <dragon@azuurra.it> 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Animation! 


Date: 
Organi 
Lines: 


Mon, 27 Oct 1997 18:25:59 +0100 
zation: PlayStation Net Yaroze (SCEE) 
9 


Message-ID: <632m59$ju05@chuka.playstation.co.uk> 


NNTP-P 
X-News 


osting-Host: ppp-2.azzurra.it 
reader: Microsoft Outlook Express 4.71.1712.3 


X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
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Hi all, 
I have read about an animation file format called tod. 
Can anybody explain to me how it is coded? 


Please is very important, because I have no idea about animation methods. 


Thanks. 


—-MESSAGE FILE 13493 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000373 


——MESSAGE FILE 13494 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000374 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: Tue, 28 Oct 1997 15:18:20 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <3454a751.319110@news.playstation.co.uk> 

References: <63lmt6S$qril@emeka.playstation.co.uk> <wal-ya02408000R2710970411270001@n 
ews.scea.sony.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 27 Oct 1997 04:11:27 -0800, wal@blarg.net (wayne a. lee) did 
quoth at me: 


>> Why do you want a sprite other than GsSPRITE? 

> 

>I can think of some examples, like mixed sprite/polygon objects. Plus it 
>would be nice to be able to treat sprite-based 3d models and polygon-based 
>3d models in a completely uniform manner. 


I wrote some code to support 2d sprites (sorta). All it does is makes 
an object face the camera all the time. Code could be adjusted to 
support 1 plane or all 3 (depending where your camera will be). 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 13494 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000374 


+ ++ 


+ 


——MESSAGE FILE 13495 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000375 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Tue, 28 Oct 1997 15:44:52 GMT 

Organization: Into Beyond 

Lines: 58 

Message-ID: <34560277.2468861@news.playstation.co.uk> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny.com> <3450cb36.3408555@news.playstation.co.uk> <632bv2Sju04@chuka.playstation.co. 
uk> 

Reply-To: alex@teeth.demon.co.uk 
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NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent .99ց/32.335 


On Mon, 27 Oct 1997 15:18:10 -0000, "SCEE" 
<dev_support@interactive.sony.com> did quoth at me: 


>>Another question now... 

>> 

>>If I have an OT length 8 (256), does GS automatically shft my Z values 
>>by 8 or does it only do it by 2? 

>> 

>8, you say 8 or 2 as if your having problems what up? 


I'm more trying to establish exactly what GS is up to as I haven't 
found anything that makes it clear. 


You can set the OT Length to between 1 and 14 (powers of 2). 


Does GS *automatically* shift your Z values such that the OT can take 
a world using values of 0-65000? 


For an OT length 14, GS would always shift Z by 2. 
For an OT length 13, GS would always shift Z by 3 
ՀԵՇ» 
ՅԵՇ. 


This would mean that the OT_SHIFT used when adding objects to the OT 
is there purely to allow worlds bigger than 65000 odd. 


I'm sure in some early demo code wwhen an OT of length 12 was used an 
OT shift of 2 was added. I did a quick test and I trashed my code when 
not shifting my object's Z value by the expected amount, but it wasn't 
exactly a 100% solid test. 


Also, again I have read some conflicting information about something 
else: 


I would have thought a smaller OT reduces memory useage as well as 
increases rendering speed and leaves primitive creation speed 
unchanged. 


I'm sure in the docs it hinted that a smaller OT actually works 
slower. 


Again, wouldn't be hard to test but if you guys already know ?-) 


Finally, saw that CD on one of the playstation mags. What is on there 
exactly? 


[Got an artist to do something for me on Fiskball over the next month 
or so, fingers crossed I'll have a bit of time to work on it!] 


Regards, 

Alex Amsel 

+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 


+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 


+++ 


+ 
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--MESSAGE FILE 13495 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000375 


——MESSAGE FILE 13496 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000376 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Tue, 28 Oct 1997 17:56:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <6359id$ ju011@chuka.playstation.co.uk> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny.com> <3450cb36.3408555@news.playstation.co.uk> <632bv2Sju04@chuka.playstation.co. 
նէ» <34560277.2468861@news.playstation.co.uk> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I'm starting to get confused now, I hope I get all this right. 


>I'm more trying to establish exactly what GS is up to as I haven't 
>found anything that makes it clear. 

> 

>You can set the OT Length to between 1 and 14 (powers of 2). 

> 

>Does GS *automatically* shift your Z values such that the OT can take 
>a world using values of 0-65000? 

> 

>For an OT length 14, GS would always shift Z by 2. 

>For an OT length 13, GS would always shift Z by 3 

>etc. 

>etc. 


What happens is Gs crams the 16-bit Z into a 14-bit OT, this is internal. 


> 

>This would mean that the OT_SHIFT used when adding objects to the OT 
>is there purely to allow worlds bigger than 65000 odd. 

> 
>I'm sure in some early demo code wwhen an OT of length 12 was used an 
>OT shift of 2 was added. I did a quick test and I trashed my code when 
>not shifting my object's Z value by the expected amount, but it wasn't 
>exactly a 100% solid test. 


When you perform the shift it moves the Z value right to knock off the extra 
bits, so that the primatives fit into the required OT size. This is why when 
using the usual settings, it looks as if OT 14 shifts 2, OT 13 shifts 3 (the 
shift 2 is done by Gs any additional shift is done by you). I hope I haven't 
misled you with my previous mails on these points. 


>Also, again I have read some conflicting information about something 
>else: 


>I would have thought a smaller OT reduces memory useage as well as 
>increases rendering speed and leaves primitive creation speed 
>unchanged. 


It doesn't save that much memory the majority is taken up by the GPU work 
area. 


> 
>I'm sure in the docs it hinted that a smaller OT actually works 
>slower. 


The only reason I can think of why a smaller OT would be slower is that 
there are bigger linked lists to get through. A larger OT may result in more 
empty regions, which slows everything down, so normally you should use the 
smallest possible OT to achieve the desired result. 


> 

>Again, wouldn't be hard to test but if you guys already know ?-) 

> 

>Finally, saw that CD on one of the playstation mags. What is on there 
>exactly? 


Which CD? Where getting some Yaorze stuff on Official PlayStation Magazine 
in the coming months. 
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Stuart 


—-MESSAGE FILE 13496 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000376 


——MESSAGE FILE 13497 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000377 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Tue, 28 Oct 1997 20:20:34 GMT 

Organization: Into Beyond 

Lines: 22 

Message-ID: <345648f4.20516852@news.playstation.co.uk> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny.com> <3450cb36.3408555@news.playstation.co.uk> <632bv2Sju04@chuka.playstation.co. 
uk> <34560277.2468861@news.playstation.co.uk> <6359id$ ju011@chuka.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 28 Oct 1997 17:56:03 -0000, "SCEE" 
<dev_support@interactive.sony.com> did quoth at me: 


>shift 2 is done by Gs any additional shift is done by you). I hope I haven't 
>misled you with my previous mails on these points. 


Stok. All as expected now. Just for a minute I was worried! 


>Which CD? Where getting some Yaorze stuff on Official PlayStation Magazine 
>in the coming months. 


that would be the magazine... 


Regards, 


Alex Amsel 


+ 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 13497 END: net-yaroze-usenet/00000001- ee eT CET nC 
3d_graphics/00000377 


++ 


—--MESSAGE FILE 13498 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000378 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: 29 Oct 1997 06:02:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <0lbce430$c2e85360$0300010a@mario> 

References: <0O1lbce267$32a34140S0300010a@mario> <6324q0S ju03@chuka.playstation.co.uk> 
NNTP-Posting-Host: p25-max6.well.ihug.co.nz 

X-Newsreader: Microsoft Internet News 4.70.1155 


SCEE <dev_support@interactive.sony.com> wrote in article 
<6324q0$ju03@chuka.playstation.co.uk>... 
> There are only 16 primatives that work in TMDs on Yaroze 


VV v 


Triangles: 
flat, flat with texture, gouraud, gouraud with texture, 
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flat with no lighting, flat with texture and no lighting, 
gouraud with no lighting, gouraud with texture and no lighting 


Quads: 
flat, flat with texture, gouraud, gouraud with texture, 
flat with no lighting, flat with texture and no lighting, 
gouraud with no lighting, gouraud with texture and no lighting 


VVVVVVVV 


Sorry, I got a bit mixed up with my terms there. I was talking about the 
RSD file format description which has the following snippet 


TYP: Defines the type of a polygon 


000 : Triangle 

001 : Quadrangle 
010 : Straight line 
011 : Sprite 

1XX : reserved 


So I guess both straight line and sprite TMDs aren't supported. Damn. 
Means I have to do some work. 


More 
-—-MESSAGE FILE 13498 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000378 


--MESSAGE FILE 13499 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000379 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: 29 Oct 1997 06:12:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01lbce432$2030d460$0300010a@mario> 

References: <631lmt6Sqril@emeka.playstation.co.uk> <wal-ya02408000R2710970411270001@n 
ews.scea.sony.com> <3454a751.319110@news.playstation.co.uk> 

NNTP-Posting-Host: p25-max6.well.ihug.co.nz 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Amsel <alex@teeth.demon.co.uk> wrote in article 
<3454a751.319110@news.playstation.co.uk>... 
> I wrote some code to support 2d sprites (sorta). All it does is makes 
> an object face the camera all the time. Code could be adjusted to 

> support 1 plane or all 3 (depending where your camera will be). 


What I want to do is mix polygon objects with sprite objects in a 3D world. 


The approach I am currently taking is pairing the sprite objects with a 
GsCOORDINATE2 which represents the spatial positioning of the 'sprite' 
object allowing the game engine to treat all '‘objects' the same. To draw 
the sprite it is scaled and rotated appropriately and its position in the 
ordering table is calculated based on the distance from the camera. 


At least that is what I was working on before I noticed the sprite type 
primitive in the RSD description which seemed a far easier way to go. That 
way my objects could be treated even more generically and I wouldn't have 
to mess around with all these extra calculations (especially when the 
majority of my sprites are going to snowflakes!). 


I may implement your approach as well to compare the two speed wise. 


Mario 
-—-MESSAGE FILE 13499 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000379 


—--MESSAGE FILE 13500 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000380 
Path: chuka.playstation.co.uk!news 
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From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help: GsSortObject4 & GsSortOT 

Date: Wed, 29 Oct 1997 11:53:52 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <345723D0.99573EB5@micronetics.com> 

References: <344e12ea.11334163@news.playstation.co.uk> <344E2A0F.15B5@interactive.so 
ny.com> <3450cb36.3408555@news.playstation.co.uk> <632bv2S ju04@chuka.playstation.co. 
uk> <34560277.246886l1@news.playstation.co.uk> <6359id$ ju011@chuka.playstation.co.uk> 
<345648f4.20516852@news.playstation.co.uk> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Alex Amsel wrote: 
> 


<dev_support@interactive.sony.com> did quoth at me: 


> 

> 

> 

> >Which CD? Where getting some Yaorze stuff on Official 
> > PlayStation Magazine 

> >in the coming months. 

> 
> 
> 


that would be the magazine... 


Yeah I got that one. Its a video of some yaroze demos. Manic-x is on 
there alex, so is coneman. I can't remember the others. 


I've still not seen one of my demos on any Cd's yet. +=: 
Sorry just a shameless plug. 


-Jim 
--MESSAGE FILE 13500 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000380 


——MESSAGE FILE 13501 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000381 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: packet size & GsSetWorkBase() 

Date: 1 Nov 1997 17:41:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0Olbce6ee$26b48160$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


I was writing a small test program to display a single quad 
polygon with a texture (FT4). It all worked fine but I was 
wondering what is the "correct" size of the packet array that 
you have to pass to GsSetWorkBase(). The docs say an FT4 
primitive has an olen of 9. So I thought the array should be of 
the length 9x4=36. But it didn’t work. Then I tried to find the 
smallest number that worked. It is 8488. Can anybody tell me 
how to calculate that number? Another stange thing is that that 
number works fine with 4 FT4 polygons as well (I havn’t tried 
more yet). 


Roland 
—-MESSAGE FILE 13501 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000381 


—--MESSAGE FILE 13502 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000382 
Path: chuka.playstation.co.uk!news 
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From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Accessing screen translated vertices 
Date: Sun, 02 Nov 1997 17:03:13 +1300 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <345BFB81.51488BFC@ibm.net> 
NNTP-Posting-Host: slip202-135-86-87.ak.nz.ibm.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


This is a somewhat strange request - I have a 3D model, and I can access 
the vertices just fine. For reasons I won't go into, I also need to 
access the vertices AFTER they have been translated into X and Y screen 
coordinates (I just need to read, not write). 


GsSetLs() sets up the GTE and GsSortObject uses that info to create the 
GPU packets necessary - but I just want to convert them to screen 
coordinates, not draw the 3D image. 


I'm guessing this wouldn't be too hard to do by hand - I've got access 
to the vertices and all the necessary matrices. But since there's a 
dedicated GTE ready to tackle all that nasty matrix work for me, I 
figured SOMEONE must know how to do it. 


Does anyone have (even a psuedocode) outline of what GsSortObject does 
with the GTE to get those coordinates? 


Thanks, 


J 


9043 


—-MESSAGE FILE 13502 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000382 


—--MESSAGE FILE 13503 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000383 

Path: chuka.playstation.co.uk!news 

From: James Russell <jruss@ibm.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Accessing screen translated vertices 
Date: Sun, 02 Nov 1997 18:41:28 +1300 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <345C1288.E288E7A@ibm.net> 

References: <345BFB81.51488BFC@ibm.net> 
NNTP-Posting-Host: slip202-135-86-87.ak.nz.ibm.net 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


James Russell wrote: 


GsSetLs() sets up the GTE and GsSortObject uses that info to create the 
GPU packets necessary - but I just want to convert them to screen 
coordinates, not draw the 3D image. 


I'm guessing this wouldn't be too hard to do by hand - I've got access 
to the vertices and all the necessary matrices. But since there's a 
dedicated GTE ready to tackle all that nasty matrix work for me, I 
figured SOMEONE must know how to do it. 


VVVVVVVVV 


D'oh! I guessed wrong. This is Not As Easy As I Thought. 
My understanding of the subject is as follows: 


Each object has a coordinate Matrix, which specifies it's 
rotation in X,Y,Z and it's translation. Each object also has 
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a 'super' object (for heirachal coord systems) which I don't 
care about since mine is in the World. 


You also have a view point, looking from some point in the 
world in some direction. In order to see anything, you've 
got to: 
o Translate all your vertices/normals into WORLD space. 
o Translate all your vertices/normals from World space to SCREEN space. 
o Perform the perspective transformation on each vertex to get 
the screen position. 


Now, what puzzles me is how the PSX does all this. It's not very clear to me 
what GsSetLw/GsGetLs/etc do, and how they work is a mystery. Since I have 

to do the above process by hand, can anyone give me a hint as to what the 
algorithm is? 

I'm also assuming I'm going to need a matrix which transforms between 

World and Screen space. However, my object is stuck at a (0,0,0) in world 
space, and that's what my screen is looking at (from 0,0,-1000), so AFAIK 
World space = Screen space. As yet, my efforts are turning up zilch. 


Is there any internal scaling done? 


Also, I'm assuming that the perspective transform (for x) is: 

ScreenX = PROJECTION_DISTANCE * ScreenCoord.x * (PROJECTION_DISTANCE + Scree 
nCoord.z); 
(Where ScreenCoord is the record holding the X,Y,Z of the point in screen space). 


Cheers, 


J 
—-MESSAGE FILE 13503 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000383 


—--MESSAGE FILE 13504 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000384 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Accessing screen translated vertices 

Date: Sun, 02 Nov 1997 02:11:25 -0500 

Organization: SCEA News Server 

Lines: 37 

Message-ID: <345C279D.BD5E35D4@chat.carleton.ca> 

References: <345BFB81.51488BFC@ibm.net> <345C1288.E288E7A@ibm.net> 
NNTP-Posting-Host: obatanga.chat.carleton.ca 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Well, you're right, the process (in theory) is sorta complicated, but 
really its very simple to do. To do the three transformations you talk 
about, its basically a process of multiplying the points by one matrix 
for each and then doing a division relative to your projection 
distance. Fun thing about matrices is that if you multiply them all 
together before multiplying the point by them, you get the same 
result... guess where this work is done... GsGetLs ... the matrix that 
GsGetLs gives back to you is the hierarchical transformations put 
together along with the viewpoint shift, so all you have to do is take 
your WorldSpace coords and multiply them by this matrix and then divide 
them by the Z value. Sorta like this (this is just from memory, so its 
sorta rough) 


GsCOORDINATE2 WhateverCoordSystem; 

GsInitCoord2 (WORLD, &WhateverCoordSystem) ; 

GsGetLs (&WhateverCoordSystem, &tmpls); 

/* this gets the proper matrix relative to pure world coordinates*/ 
Vertex worldPoint = {0,0,-1000}; 

Vertex newPoint; 

multiply (newPoint, worldPoint, tmpls); 

/* assuming this function multiplies worldPoint by the tmpls matrix and 
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puts the result in newPoint... 
I've set up my own inlined functions for this to cover over the nasty 
playstation naming, but you get the point */ 
short screenX = (newPoint.x * projectionDistance) /newPoint.z; 
short screenY = (newPoint.y * projectionDistance) /newPoint.z; 


This will give you the x,y screen values that 0,0,-1000 would map to 
given the current viewpoint etc. To get these points relative to 
another system (ie. the x,y coords of an animated figure that you have 
in another coordinate space) all you would have to do is put a different 
coordinate system into the GsGetLs function. 


That is pretty much it. Hope this helps. 
Tim 


9045 


—-MESSAGE FILE 13504 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000384 


——MESSAGE FILE 13505 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000385 

Path: chuka.playstation.co.uk!news 

From: James Russell <jamesr@peace.co.nz> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Accessing screen translated vertices 
Date: Mon, 03 Nov 1997 10:03:30 +1300 
Organization: Peace Computers NZ Ltd 

Lines: 87 

Message-ID: <345CEAA2.446Bepeace.co.nz> 


References: <345BFB81.51488BFC@ibm.net> <345C1288 .E288E7A@ibm.net> <345C279D.BD5E35D 


4@chat.carleton.ca> 

NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Tim O'Neil wrote: 
> 

> Well, you're right, the process (in theory) is sorta complicated, but 
> really its very simple to do. 


I managed to get it working by doing the calculation manually (although 
I didn't realize that when you get a RotMatrix, each value is multiplied 
by "ONE" (4096). So you have to divide by 4096 when you're done. 


Essentially my code does this now (of course, it's optimised much more than this): 


Xo = vertex.x // Copy the (X,Y,Z) of this vertex. 
Yo = vertex.y 
Zo = vertex.z 


rotate.x = pitch; 
rotate.y = heading; 
rotate.z = roll; 


RotMatrix(&rotate, &RotationMatrix); // Creates a rotation matrix from my heading, p 


itch and roll 


° 
| 


RotationMatrix.t 
RotationMatrix.t[1] 
RotationMatrix.t[3] 


= translateX; // Move the object around. 
translateyY; 
translateZ; 


RM = &RotationMatrix; 


x 
= 
վ 


0]; // Calculate World space coords 


K 
= 
վ 


(RM->m[0] [0] * Xo + RM->m[0][1] * Yo + RM->m[0][2] * Zo) / 4096 + RM->t[ 


(RM->m[1] [0] * Xo + RM->m[1][1] * Yo + RM->m[1][2] * Zo) / 4096 + RM->t[ 


Zw = (RM->m[2][0] * Xo + RM->m[2][1] * Yo + RM->m[2][2] * Zo) / 4096 + RM->t[ 
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// Screen space is the same as world space for me, except the viewpoint is a 
t (0,0,-1000) 
Zw -= -1000; // Move everything forward 1000, which is the same as the viewpoint mo 
ving BACK 1000. 


Using this handy little ASCII art diagram of similar triangles: 


Screen Point 


(Ys) | ___---+ (Yw, Zw) 

---փ- 
bs x + + Z axis +ve -> 
Eye Origin 
<---------- > 


Projection distance (h) 


We see that (using similar triangles): 


Ys Yw 
h (Zw + h) 
Therefore: Ys = (h * Yw) / (շաՀ h); 


(There are nicer ways of doing this, but they're just optimisations). 
Finally: 


Xscreen = (PROJECTION_DISTANCE * Xw) 
Yscreen (PROJECTION_DISTANCE * Yw) 


(Zw + PROJECTION_DISTANCE) ; 


/ 
/ (Zw + PROJECTION_DISTANCE) ; 


Yay! I finally got the coordinates I was looking for. 
Of course, this only works if your screen space is the same as World space 


Something unusual though - The aspect ratio of these points is different to 
what I'd expect - so I guess the Yaroze does some scaling to counter the 
effects of different screen resolutions. 


I haven't got my Foley-Van Damme book in front of me so I can't check - 
but isn't the transpose of a Rotation Matrix the inverse of that matrix? 


If it is, this would help if I ever wanted to use a dynamic screen space. 
Cheers, 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


Make like a shepherd and get the flock out of here. 
-—-MESSAGE FILE 13505 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000385 


--MESSAGE FILE 13506 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000386 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: packet size & GsSetWorkBase() 

Date: 7 Nov 1997 11:27:46 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 50 

Sender: news@chuka.playstation.co.uk 
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Message-ID: <63utviSho81@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 

From: Lewis_Evans@Playstation.sony.com 

To: news@playstation.co.uk 

every primitive takes up size on the packet area. 

You sometimes see packet areas defined thus: 

PACKET packetArea[2] [MAX_NUMBER_PRIMITIVES * MAX SIZEOF_PRIMITIVE]; 
where MAX _SIZEOF_ PRIMITIVE is a hash-defined constant, value 24. 

Ie each primitive takes up a maximum of 24 packets. 

A single sprite, polygon, line, boxf .... all these are primitives. 
Hence if you draw 20-80 primitives per frame, you will need 80 * 24 
packets. 

Always try to give more room rather than less; 

overrunning the packet area is liable to kill off the program. 

To: Lewis Evans 

ec 

From: news @ playstation.co.uk 

Subject: packet size & GsSetWorkBase():scee.yaroze.programming.3d_graphics 


From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: packet size & GsSetWorkBase() 

I was writing a small test program to display a single quad 

polygon with a texture (FT4). It all worked fine but I was 

wondering what is the "correct" size of the packet array that 

you have to pass to GsSetWorkBase(). The docs say an FT4 

primitive has an olen of 9. So I thought the array should be of 

the length 9x4=36. But it didnz;$B%(¢(Bt work. Then I tried to find the 
smallest number that worked. It is 8488. Can anybody tell me 

how to calculate that number? Another stange thing is that that 
number works fine with 4 FT4 polygons as well (I havnz$B%(¢(Bt tried 
more yet). 

Roland 


—-MESSAGE FILE 13506 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00000386 
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g/0000000 


--MESSAGE FILE 13507 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000387 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: packet size & GsSetWorkBase () 

Date: Sat, 08 Nov 1997 04:40:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <3463DF17.790EB823@jk.uni-linz.ac.at> 
References: <Olbce6ee$26b48160$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: k13b.jkh.uni-linz.ac.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


Net Yaroze newsgroups message dump.txt 


x- 


Mailer: Mozilla 4.03 [en] (WinNT; I) 


Do you use FntPrint for debugging? chars put out to display are 
probably also primitives. 


Andreas Schrattenecker 


Roland Boettcher wrote: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I was writing a small test program to display a single quad 
polygon with a texture (FT4). It all worked fine but I was 
wondering what is the "correct" size of the packet array that 
you have to pass to GsSetWorkBase(). The docs say an FT4 
primitive has an olen of 9. So I thought the array should be of 
the length 9x4=36. But it didn’t work. Then I tried to find the 
smallest number that worked. It is 8488. Can anybody tell me 
how to calculate that number? Another stange thing is that that 
number works fine with 4 FT4 polygons as well (I havn’t tried 
more yet). 


Roland 
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—-MESSAGE FILE 13507 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000387 


--MESSAGE FILE 13508 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000388 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: packet size & GsSetWorkBase() 

Date: Mon, 10 Nov 1997 18:08:47 GMT 

Organization: Into Beyond 

Lines: 18 

Message-ID: <34693474.6581121@news.playstation.co.uk> 


References: 
Zit 


ac.at> 


Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Newsreader: Forte Agent .99g/32.335 


On Sat, 08 Nov 1997 04:40:07 +0100, Andreas Schrattenecker 
<andreas.schrattenecker@jk.uni-linz.ac.at> did quoth at me: 


>Do you use FntPrint for debugging? chars put out to display are 
>probably also primitives. 


I 


don't think they are, and they almost certainly don't use the 


primitive area you provide for gs. 


Regards, 


Alex Amsel 


+ 
+ 
+ 
+ 


Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
For all your Win95/NT/Console Game and Tool Development 
And we say, "A good programmer always blames Microsoft" 
I proclaimed "Bring back the Doog!", and so it was done 


+++ 


+ 


<0lbce6ee$26b48160$77e16dc0Q@ulthar.han.de> <3463DF17.790EB823@jk.uni-lin 


--MESSAGE FILE 13508 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000388 


——MESSAGE FILE 13509 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000389 
Path: chuka.playstation.co.uk!news 
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From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: packet size & GsSetWorkBase () 

Date: Mon, 10 Nov 1997 22:37:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <34677E83.DC4382D0@jk.uni-linz.ac.at> 

References: <0Olbce6ee$26b48160S77el6dc0@ulthar.han.de> <3463DF17.790EB823@jk.uni-lin 
Z.ac.at> <34693474.6581121@news.playstation.co.uk> 

NNTP-Posting-Host: k13b.jkh.uni-linz.ac.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Alex Amsel wrote: 


On Sat, 08 Nov 1997 04:40:07 +0100, Andreas Schrattenecker 
<andreas.schrattenecker@jk.uni-linz.ac.at> did quoth at me: 


>Do you use FntPrint for debugging? chars put out to display are 
>probably also primitives. 


I don't think they are, and they almost certainly don't use the 
primitive area you provide for gs. 


Regards, 

Alex Amsel 

Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
For all your Win95/NT/Console Game and Tool Development 


And we say, "A good programmer always blames Microsoft" 
I proclaimed "Bring back the Doog!", and so it was done 


VVVVVVVVVVVVV VV VV 


+ + + + 
++ ++ 


Dont know, and i havent tested, but the return value of FntFlush 
is:Temporary OT top pointer used in drawing. 

So i thought inserting in OT means -» handle like other 

Objekts (primitives). 


Andreas Schrattenecker 


—-MESSAGE FILE 13509 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000389 


——MESSAGE FILE 13510 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000390 

Path: chuka.playstation.co.uk!news 

From: "Provenzano Stefano" <dragon@azzurra.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Pivots 

Date: Tue, 11 Nov 1997 19:24:23 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <64a71pS$4vil5@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-2.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi all, 
I have a question about the rotations in 3D. 
Can the psx handle the pivots for the 3D model's rotations? 


Net Yaroze newsgroups message dump.txt Page 9050 
If psx can't handle pivots where is the rotation center for a 3Dmodel? 


I'm trying to animate a 3D robot with a hierarchycal system, using 
GsLinkObject4, 

but I'm not able to rotate the arms near the body. 

Help. 


Thanks. 


-—-MESSAGE FILE 13510 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000390 


—--MESSAGE FILE 13511 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000391 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Pivots 

Date: 12 Nov 1997 09:37:32 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 45 

Sender: news@chuka.playstation.co.uk 

Message-ID: <64btcsSqkvl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hi all, 
I have a question about the rotations in 3D. 
Can the psx handle the pivots for the 3D model's rotations? 


-- By pivots, do you mean rotation around internal axes of a model, those 
axes being defined 

by pairs of vertices? Or the points where models are attached to each 
other? 


If psx can't handle pivots where is the rotation center for a 3Dmodel? 


The simplest way to achieve rotations is around an object's centre. 

Every 3d model is displayed by a GsDOB2 structure, 

which includes a pointer to a GSCOORDINATE2 structure; 

this coordinate system had a matrix member, coord, which expresses 

the position and orientation of the object. The position part of that 
matrix 

(the matrix.t[0-2] fields) describe the position of the polygonal model's 
centre 

in space. 


However, rotations can be achieved about any axis; if you find a decent 
3d geometry book, the standard ways of translating points across 
coordinate systems and rotating them about any given axis apply 
straightforwardly to the matrix structures of the Yaroze. 


Lewis 


I'm trying to animate a 3D robot with a hierarchycal system, using 
GsLinkObject4, 

but I'm not able to rotate the arms near the body. 

Help. 

Thanks. 
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-—-MESSAGE FILE 13511 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000391 


--MESSAGE FILE 13512 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000392 

Path: chuka.playstation.co.uk!news 

From: "Provenzano Stefano" <dragon@azzurra.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Pivots 

Date: Thu, 13 Nov 1997 15:08:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <64f1ldoS4vil69@chuka.playstation.co.uk> 
References: <64btcs$qkvl@emeka.playstation.co.uk> 
NNTP-Posting-Host: ppp-l.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Lewis_Evans@Playstation.sony.com ha scritto nel messaggio 
<64btcs$qkvl@emeka.playstation.co.uk>... 

> 

> 

>Hi all, 

>I have a question about the rotations in 3D. 

>Can the psx handle the pivots for the 3D model's rotations? 

> 

>-- By pivots, do you mean rotation around internal axes of a model, those 
>axes being defined 

>by pairs of vertices? Or the points where models are attached to each 
>other? 

I mean the rotation center of the model. The point where I apply the 
rotation on the model. Is this a fix point or I can place it on the model 
where I would? 


>If psx can't handle pivots where is the rotation center for a 3Dmodel? 

> 

>The simplest way to achieve rotations is around an object's centre. 

>Every 3d model is displayed by a GsDOB2 structure, 

>which includes a pointer to a GSCOORDINATE2 structure; 

>this coordinate system had a matrix member, coord, which expresses 

>the position and orientation of the object. The position part of that 
>matrix 

>(the matrix.t[0-2] fields) describe the position of the polygonal model's 
>centre 

>in space. 

> 

>However, rotations can be achieved about any axis; if you find a decent 
>3d geometry book, the standard ways of translating points across 
>coordinate systems and rotating them about any given axis apply 
>straightforwardly to the matrix structures of the Yaroze. 

Then if I want to rotate a model in a corner and not in the center the only 
way is rotate the object on the center of the object and then translate it. 
Is it true? 

Because if I want to rotate a leg of my robot and make only a rotation of 
the model by the center at the end the leg isn't in a good position and then 


[ must move it. Is this the only way to work ? 


> Lewis 


Thanks for the replay. 


> 

>I'm trying to animate a 3D robot with a hierarchycal system, using 
>GsLinkObject4, 

>but I'm not able to rotate the arms near the body. 

>Help. 

>Thanks. 


> 
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—-MESSAGE FILE 13512 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000392 


——MESSAGE FILE 13513 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000393 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Pivots 

Date: 13 Nov 1997 15:04:39 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 50 

Sender: news@chuka.playstation.co.uk 

Message-ID: <64f4u7Ssril@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


To: Lewis Evans 
ec: 
From: news @ playstation.co.uk 


Subject: Re: Pivots:scee.yaroze.programming.3d_graphics 


From: "Provenzano Stefano" <dragon@azzurra.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Pivots 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 
Lewis_Evans@Playstation.sony.com ha scritto nel messaggio 
<64btcs$qkvl@emeka.playstation.co.uk>... 

> 

> 

>Hi all, 

>I have a question about the rotations in 3D. 

>Can the psx handle the pivots for the 3D model's rotations? 

> 

>-- By pivots, do you mean rotation around internal axes of a model, those 
>axes being defined 

>by pairs of vertices? Or the points where models are attached to each 
>other? 

I mean the rotation center of the model. The point where I apply the 
rotation on the model. Is this a fix point or I can place it on the model 
where I would? 


Basically, the inherent rotation is always around the centre of the object. 
However, there's a simple method to achieve rotation about any point in 
object space; 
suppose the vector from the object centre to the point of rotation is vl in 
object coordinate space: 
firstly translate a matrix by this vector, then perform the rotation (which 
is now occurring around your new point), 
then translate back by the vector vl. 

Lewis 


-—-MESSAGE FILE 13513 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000393 
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——MESSAGE FILE 13514 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000394 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D Tutorial 

Date: Wed, 19 Nov 1997 20:28:35 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <34734BF3.3594@mdx.ac.uk> 

Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: staff-dialup3.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


A new 40 page 3D tutorial can be found at 
http://www.netyaroze-europe.com/~middx_uni/ftp/ 

My students have got 3D games results within 2 weeks with this even 

though they have lots of other work to do and spend their weekends drunk 

dancing on tables in pubs... 

—-MESSAGE FILE 13514 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000394 


——MESSAGE FILE 13515 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000395 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Matrix Problems 

Date: Thu, 20 Nov 1997 15:18:29 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <346c45be.776608@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


Here is a problem for the mathematicians among you. 


If I have 2 objects each with their own coordinate matrix, and I want 
them to orient towards each other, how do I do it? I can calculate the 
angles between them on the 3 axes, but then I presume its not as 
simple as doing a linear interpolation of the matrices because 
mathematically that just doesn't look right... 


Ideas? 


Regards, 
Alex Amsel 


+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 
+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 
—-MESSAGE FILE 13515 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000395 


+ + + 


+ 


——MESSAGE FILE 13516 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000396 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Pivots 

Date: Thu, 20 Nov 1997 15:18:30 GMT 

Organization: Into Beyond 

Lines: 31 

Message-ID: <346d465d.935906@news.playstation.co.uk> 
References: <64a71p$4vil5@chuka.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 11 Nov 1997 19:24:23 +0100, "Provenzano Stefano" 
<dragon@azzurra.it> did quoth at me: 


>Hi all, 

>I have a question about the rotations in 3D. 

>Can the psx handle the pivots for the 3D model's rotations? 

>If psx can't handle pivots where is the rotation center for a 3Dmodel? 
> 

>I'm trying to animate a 3D robot with a hierarchycal system, using 
>GsLinkObject4, 

>but I'm not able to rotate the arms near the body. 

>Help. 


2 ways: 
* Translate the object to the pivot point, rotate, translate back 

* Write a routine to deal with rotations around a point directly - 
there is a matrix operation you can use to do this. 

Ordinarily you rotate about he objects local co-ordinate system center 
(0,0). 

Regards, 

Alex Amsel 

+ Tuna Technologies + Telephone & Fax +44 (0)114 221 0686 
+ For all your Win95/NT/Console Game and Tool Development 


+ And we say, "A good programmer always blames Microsoft" 
+ I proclaimed "Bring back the Doog!", and so it was done 


+++ 


+ 


9054 


--MESSAGE FILE 13516 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000396 


——MESSAGE FILE 13517 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000397 


Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-fo 


r-mail 

From: Lewis_Evans@Playstation.sony.com 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Matrix Problems 

Date: 20 Nov 1997 18:01:44 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 
Lines: 37 

Sender: news@chuka.playstation.co.uk 

Message-ID: <651tu8Scs71@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Here is a problem for the mathematicians among you. 

If I have 2 objects each with their own coordinate matrix, and I want 
them to orient towards each other, how do I do it? I can calculate the 
angles between them on the 3 axes, but then I presume its not as 
simple as doing a linear interpolation of the matrices because 
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mathematically that just doesn't look right... 
Ideas? 


If you want them each to turn to point towards the other, this can be 
achieved by each doing the same thing 


concurrently. 


Eg for 2 ships A and B, consider A first; 
in A's local coordinate system, 

and then make A rotate around its own axis until B is 
position of B in A's coordinate space 

is (close to ) a vector (0, 0, k). If each does this concurrently, 
end up looking right at each other. 


express the world position of B 
"dead ahead' ie the 


they'll 
Making them fully aligned (so that they both agree where up is) 


about each doing theta-Z rotation 
until their y-axes agree (are the same in world coordinate space). 


is just 


In the SCEE demo 'flying', some of the later tutoN programs show enemy 
ships that turn towards you and fire 
at you; they use this method. 


Lewis 
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-—-MESSAGE FILE 13517 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000397 


——MESSAGE FILE 13518 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000398 


Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D-Object-Texture-Mapping_S_O_S 

Date: 29 Nov 1997 00:00:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 


Message-ID: <0lbcfb91Se65b3ce0$SLocalHost @manolo> 
NNTP-Posting-Host: ip004.pool-1.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi! isaw on the newsgroup that many of us has the same problem ,ho apply 
Textures to an DXF Object and then create the TMD File!! 


Please if there's someone that know How to di it Help us! (Where is 
mr. Lewis?) 


NetYaroze to all people!!! 


GMORK 


-—-MESSAGE FILE 13518 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000398 


——MESSAGE FILE 13519 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000399 


Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Texture-onto-RSD-I,Know How! ! 

Date: 30 Nov 1997 11:19:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 


Message-ID: 
X-Newsreader: 


There is the 


<Olbcfbf0Sae44d280S52bff£7c2@manolo> 
NNTP-Posting-Host: 


i1p018.pool-2.flashnet.it 
Microsoft Internet News 4.70.1155 


Rsd tool in the download area for windows and it takes rsd 
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and apply to it all the Tim textures that you want to apply....Good job 
Guys! 


GMORK 


—-MESSAGE FILE 13519 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000399 


——MESSAGE FILE 13520 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000400 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TOMB RAIDER 

Date: Sun, 30 Nov 1997 10:32:55 -0800 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <3481B157.27CA@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: pool021-max7.so-ca-us.dialup.earthlink.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I was wondering if someone made a program that has the same basic 

structures as TombRaider.Oh yeah and has someone done any 3d animation 

while moving? 

—-MESSAGE FILE 13520 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000400 


——MESSAGE FILE 13521 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000401 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TOMB RAIDER 

Date: Tue, 2 Dec 1997 00:13:00 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 
Message-ID: <65u6mfS$Scell@chuka.playstation.co.uk> 
References: <3481B157.27CA@earthlink.net> 
NNTP-Posting-Host: p34-max5.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Linda J. Hodge wrote in message <3481B157.27CA@earthlink.net>... 

>Hi I was wondering if someone made a program that has the same basic 
>structures as TombRaider.Oh yeah and has someone done any 3d animation 
>while moving? 


I'm prototyping something similar to Tomb Raider at the moment. Anything in 
particular you want to know about? 


Mario 


-—-MESSAGE FILE 13521 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000401 


--MESSAGE FILE 13522 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000402 

Path: chuka.playstation.co.uk!news 

From: James Russell <James.Russell@peace.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TOMB RAIDER 

Date: Tue, 02 Dec 1997 09:17:46 +1300 

Organization: Peace Computers NZ Ltd 

Lines: 25 
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Message-ID: <34831B6A.6201@peace.co.nz> 
References: <3481B157.27CA@earthlink.net> 
NNTP-Posting-Host: intro.peace.co.nz 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (X11; I; IRIX 6.2 IP22) 


Linda J. Hodge wrote: 
> 


> has someone done any 3d animation while moving? 


If you mean adjusting the 3D model's vertices on the fly, then yes, it's 
very simple. Once you load the TMD into memory, figure out where the 
vertices are (use the TMD format file) and just adjust them as necessary. 
I used this to do some morphing on a logo. 


If you want the lighting to be correct, you'll have to recalculate the 
normals too, but if the movement is slight, it doesn't make much 
difference. 


This is assuming, of course, that you don't want to dynamically add 
or subtract polygons from the model which is possible but more complicated. 


J 


==PEACE COMPUTERS 
==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


A Japanese inventor has constructed a robot that can simulate five different 

facial expressions. That's three more than Keanu Reeves. 

—-MESSAGE FILE 13522 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000402 


—-MESSAGE FILE 13523 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000403 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: SOLID GROUND 

Date: Wed, 03 Dec 1997 10:41:17 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <3485A7CD.1D6Béearthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-183-207.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi have been working on some floors and I was wondering how I would go 

about making it so that my models can not go straight through the 

Texture Mapped polygons?0h yeah and has someone made demos with more 

than 

1 TMD file with AI and all? 

-—-MESSAGE FILE 13523 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000403 


—--MESSAGE FILE 13524 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000404 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Aaron Saarela <saarela@umich.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: GPU 008 Undefined error? 

Date: Thu, 04 Dec 1997 03:06:37 -0500 

Organization: University of Michigan 

Lines: 7 

Message-ID: <3486648D.40DB@umich.edu> 
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NNTP-Posting-Host: statler.eecs.umich.edu 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02Gold (Win95; I) 


Hello all, 


We're trying to get a TMD to display on the screen, and we've basically 
taken some example code and changed a few things to bring in our model. 
However, whenever we try to load it up we get the 
GPU OOH undefined error, which for the life of me I can't figure out. 
Anyone else have this problem and know of a solution? 
—-MESSAGE FILE 13524 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000404 


——MESSAGE FILE 13525 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000405 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SOLID GROUND 

Date: Thu, 4 Dec 1997 00:42:10 -0800 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <665q7b$2b01@scea> 

References: <3485A7CD.1D6B@earthlink.net> 

NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Linda J. Hodge wrote in message <3485A7CD.1D6B@éearthlink.net>... 

>Hi have been working on some floors and I was wondering how I would go 
>about making it so that my models can not go straight through the 
>Texture Mapped polygons?0Oh yeah and has someone made demos with more 
>than 

>1 TMD file with AI and all? 


There're no built-in routines to do what you ask, as far as I know; it's 
hard to generalize because so much depends on your models and floors. You 
(should) know the boundaries of both the model and the ground, as you've 
created both of them. Then somehow ensure that your model is always on the 
proper side of the ground. 


As for demos, the 'survival' demo is absolutely worth looking at--it has 
some AI, multiple tmd files, and it's modular enough for you to rip a lot of 
it. It does collision detection, though I don't remember the precise 
mechanism. 


mike 


—-MESSAGE FILE 13525 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000405 


--MESSAGE FILE 13526 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000406 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3D MODELERS 

Date: Fri, 05 Dec 1997 11:22:48 -0800 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <34885488.3DD@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 170-78-243.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 
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Anybody know were I can find some shareware modelling programs for WIN 

Bist. 

—-MESSAGE FILE 13526 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000406 


--MESSAGE FILE 13527 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000407 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU 008 Undefined error? 

Date: Sat, 06 Dec 1997 23:19:56 -0500 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <348A23EB.375AA79D@chat.carleton.ca> 

References: <3486648D.40DB@umich.edu> 

NNTP-Posting-Host: ad29-144.arl.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Aaron Saarela wrote: 
Hello all, 
We're trying to get a TMD to display on the screen, and we've 


> 
> 
> 
> basically 

> taken some example code and changed a few things to bring in our 
> 

> 

> 

> 


model. 

However, whenever we try to load it up we get the 

GPU 008 undefined error, which for the life of me I can't figure out. 
Anyone else have this problem and know of a solution? 


Whenever the PS returns 'GPU 008' that means that some part of the TMD 
info was messed up. 

There a lot of places this can happen, but I would say the most useful 
thing to do is to write a 

program to display the TMD data after you have loaded it. I have a 
funciton 'displayTMD' that you 

pass a pointer to the tmd data (the same pointer that is in the GsDOBJ2 
structure) and the number of 

objects to be displayed and it runs through them displaying all of their 
contents, as well as the addresses 

of where the data is in memory. It takes a little while to get running, 
as you will probably have to 

download the specs for the TMD data format from the web page, but once 
you get this going, it 

is an invaluable tool for pinpointing this type of error (among may 
other things). 


Good Luck :) 


—-MESSAGE FILE 13527 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000407 


——MESSAGE FILE 13528 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000408 

Path: chuka.playstation.co.uk!news 

From: "Provenzano Stefano" <dragon@azzurra.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Move error (with source code) 

Date: Mon, 8 Dec 1997 10:44:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 356 

Message-ID: <6é6gfjfS$cel4@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppp-3.azzurra.it 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
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Hi all, 

Very big problem: 

I have a program that move a 3D model around the world; using the arrows I 
can rotate the model and than move it in that direction. Sometime occour an 
error that stop the running and crash the psx, the error is: 

"ThePlayStation has generate an Illegal Instruction exception at instruction 
address 0x8002861c". 

I have not any idea about this error, what instruction cause it and why. 

Can anyone read my souce code and then give me some hints?? 


Thanks in advance. 
Dragon 


PS: I run my program under Win95 and donwload it with the Codewarrior 
PSComUtil V1.4b3 


—-MESSAGE FILE 13528 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000408 


——MESSAGE FILE 13529 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000409 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TOMB RAIDER 

Date: 8 Dec 1997 14:33:56 GMT 

Organization: Intelligent Research Ltd 

Lines: 34 

Message-ID: <01bd03e7$4706d240S6c0Ob0a0a@newcastle.twowaytv.co.uk> 
References: <3481B157.27CA@earthlink.net> <34831B6A.6201@peace.co.nz> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


James Russell <James.Russell@peace.co.nz> wrote in article 
<34831B6A.6201@peace.co.nz>... 

> Linda J. Hodge wrote: 

> 

> has someone done any 3d animation while moving? 


If you mean adjusting the 3D model's vertices on the fly, then yes, it's 
very simple. Once you load the TMD into memory, figure out where the 
vertices are (use the TMD format file) and just adjust them as necessary. 
I used this to do some morphing on a logo. 


If you want the lighting to be correct, you'll have to recalculate the 
normals too, but if the movement is slight, it doesn't make much 
difference. 

==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9) 3730401 


VVVVVVVVVV VV 


There is a gotcha to watch for there - if you adjust a vertex to heavily, 
you may 

end up altering the clockwise/anticlockwise ordering of the points after 
translation 
— so your polygon will become a backface and wont be displayed. 


Easy to demonstrate, write a quick 'bounce-the-triangle' demo, where each 
of the 

three vertexs bounces of the sides of the bounding box on it's own path. 
The triangle 

will disappear at certain positions unless you create a second triangle 
with the 
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vertexs in the opposite order. 
Craig. 


—-MESSAGE FILE 13529 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000409 


——MESSAGE FILE 13530 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000410 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Move error (with source code) 

Date: 8 Dec 1997 14:45:01 GMT 

Organization: Intelligent Research Ltd 

Lines: 85 

Message-ID: <01lbd03e8Sd9celb6a0$ 6c0b0a0a@newcastle.twowaytv.co.uk> 
References: <66gfjf$cel4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Provenzano Stefano <dragon@azzurra.it> wrote in article 
<66gfjfS$cel4@chuka.playstation.co.uk>... 
> Hi all, 
> Very big problem: 
> I have a program that move a 3D model around the world; using the arrows 
1 
> can rotate the model and than move it in that direction. Sometime occour 
an 
> error that stop the running and crash the psx, the error is: 
> "ThePlayStation has generate an Illegal Instruction exception at 
instruction 
> address 0x8002861c". 
I have not any idea about this error, what instruction cause it and why. 
Can anyone read my souce code and then give me some hints?? 


> 
> 
> 
> Thanks in advance. 
> 
> Dragon 

> 


Here's a sample of Dragon's code, the //t++cg: bit's are my comments: 


====INCLUDED CODE====== 
void ruota2 (GSCOORDINATE2 *coord_ogg, SVECTOR *vet_rot , int rx, int ry, 
int rz ) 
{ 
MATRIX *matTImp; //++cg: Here we have a pointer to a MATRIX, but it's 
//++cg: not been initialised to 
actually point anywhere valid 


ResetMatrix(coord_ogg->coord.m ); 


vet_rot->vx = (vet_rot-—>vxt+rx) SONE; 
vet_rot->vy = (vet_rot-—>vytry) sONE; 
vet_rot—->vz = (vet_rot-—>vztrz) SONE; 


RotMatrix(vet_rot, matTmp); //++cg: Dragon now uses the invalid pointer... 
MulMatrix0(&coord_ogg->coord, matTmp, &coord_ogg->coord) ; 


coord_ogg->flg = 0; 


Spot the problem? The variable matTmp is a pointer to a MATRIX, but it's 
not actually pointing 

at a MATRIX, it's pointing at a random place in memory - this is causing 
corruption of the code, 

hence the 
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> "ThePlayStation has generate an Illegal Instruction exception at 
instruction 
> address 0x8002861c". 


message Dragon is getting..... 


Here's the fixed version (only for the one function, his code does this all 
over the place so it need's 
a fair bit of fixing): 


void ruota2 (GSCOORDINATE2 *coord_ogg, SVECTOR *vet_rot , int rx, int ry, 
int rz ) 


{ 
MATRIX matTmp; //++cg: This is now a real MATRIX, NOT a pointer 


ResetMatrix(coord_ogg->coord.m ); 


vet_rot->vx = (vet_rot-—>vx+trx) SONE; 
vet_rot->vy = (vet_rot-—>vytry) sONE; 
vet_rot->vz = (vet_rot-—>vztrz) SONE; 


RotMatrix(vet_rot, &matTmp); //t++cg: Initialise the rotation matrix by 
getting a pointer to matTMP 


MulMatrix0 (&coord_ogg->coord, &matTmp, &coord_ogg->coord); //++cg: again, 
get a pointer to matTMP 


coord_ogg->flg = 0; 
} 


Laters, 
Craig. 


—-MESSAGE FILE 13530 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000410 


——MESSAGE FILE 13531 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000411 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: oops my mistake 

Date: Mon, 08 Dec 1997 19:19:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <348C4848.7614@mdx.ac.uk> 

References: <66gfjf$cel4@chuka.playstation.co.uk> <01bd03e8Sd9cel6a0S6c0b0a0a@newcas 
tle.twowaytv.co.uk> 

Reply-To: p.passmore@mdx.ac.uk 

NNTP-Posting-Host: dynws25.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


This wicked error actually stems from my tutorial. The bug must have 
crept in during a bout of yarozeitis... 


Peter 


(I will update the tutorial asap) 
-—-MESSAGE FILE 13531 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000411 


--MESSAGE FILE 13532 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000412 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Vectored Directions 
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Date: Mon, 08 Dec 1997 09:07:36 -0800 
Organization: SCEA News Server 

Lines: 5 

Message-ID: <348C2958.7FE4@earthlink.net> 
Reply-To: hodgke@earthlink.net 
NNTP-Posting-Host: 168-183-220.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi people I have been playing around with some vectors and sort.I have 2 

models on screen and one in which you view and control(vecotors and all) 

Now with this second model I want to make it follow my first model 

through rotation and vectors and I ahven't been able to get it to work 
correctly.Anybody know of any demos or help? 

-—-MESSAGE FILE 13532 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000412 


—--MESSAGE FILE 13533 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000413 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: LibXplod.h 

Date: Wed, 10 Dec 1997 07:54:01 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <348EBB19.5798@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 170-74-50.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Winl6; Ս) 


Hi I was wondering if someone had the same problem as me.when I use the 

xploding functions I only get a little bit of polygons flying in the 

screen randomly,And my tmd is still there undistorted.I want my tmd to 

explode like in the survival demo in to littlle bits and pieces.Can 

someone help 

—-MESSAGE FILE 13533 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000413 


—-MESSAGE FILE 13534 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000414 

Path: chuka.playstation.co.uk!news 

From: "Dr P.J. Passmore" <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Split screen? 

Date: Fri, 12 Dec 1997 12:10:51 +0000 
Organization: Middlesex University 

Lines: 6 

Message-ID: <349129CB.257A@mdx.ac.uk> 

Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: peter-cs.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi. Has anybody produced or have pointers on how to produce a split 
screen demo that gives two separate views on the screen to support two 
player games? 


Thanks, 

Peter 

—-MESSAGE FILE 13534 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000414 
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--MESSAGE FILE 13535 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000415 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Split screen? 

Date: 12 Dec 1997 20:50:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01bd0740$4bad6c80$493c63c3@default> 
References: <349129CB.257A@mdx.ac.uk> 

NNTP-Posting-Host: host5-99-60-73.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


hello peeps, Anyone fancy answering this one coz I have failed to produce 
this effect 

and am extremely depressed (!) 

Peters a cool name by the way ;) 


Cheer's Pete. 


Dr P.J. Passmore <p.passmore@mdx.ac.uk> wrote in article 
<349129CB.257A@mdx.ac.uk>... 

> Hi. Has anybody produced or have pointers on how to produce a split 
screen demo that gives two separate views on the screen to support two 
player games? 


Thanks, 
Peter 


V V V V V V 


--MESSAGE FILE 13535 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000415 


——MESSAGE FILE 13536 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000416 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Split screen? 

Date: Mon, 15 Dec 1997 12:02:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 

Message-ID: <6736qj$9k34@chuka.playstation.co.uk> 

References: <349129CB.257A@mdx.ac.uk> <01bd0740S4bad6c80S$493c63c3@default> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


A main loop something like this should do the trick. Remember to only add 
GsSortClear to the first ordering table. 


Stuart 


do 
{ 
// setup first screen 
GsSetOrign(xscale >> 1, yscale >> 2); 


// sort out stuff for ordering tables 
buffIdx = GsGetActiveBuff (); 


// where all the polygons are copied to make up a scene 
GsSetWorkBase ( (PACKET*) GpuOutputPacket [buffIdx]); 


// clear out ordering table 
GsClearOt (0, 0, &OT1[buffIdx]); 


// scale the screen 
GsScaleScreen (&scale); 


Life sam sasa the game stuff here, adding objects, set view etc 
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DrawSync (0); // finish any drawing 
VSync (0); 


GsSwapDispBuff(); // swap screens 


setRECT(&rect, 0, 0, xscale, yscale >> 1); 
GsSetClip (&rect); 


GsDrawOt (&OT1[buffIdx]); // draw first screen 


// setup next screen 


GsSetOrign(xscale >> 1, (yscale >> 2) + (yscale >> 1)); 


GsSwapDispBuff(); // swap screens (otherwise it doesn't know things 


have changed) 
GsSwapDispBuff(); // swap screens 


// where all the polygons are copied to make up a 


scene 


GsSetWorkBase ( (PACKET*) GouOutputPacket [buffIdx + 2]); 


// clear out ordering table 
GsClearOt (0, 0, &OT2[buffIdx]); 


// scale the screen 
GsScaleScreen (&scale); 


// ---------- the game stuff again 


DrawSync (0); // finish any drawing 


setRECT(&rect, 0, yscale >> 1, xscale, yscale >> 1); 


GsSetClip (&rect); 
GsDrawOt (6012 [buffIdx]); // draw floor roof 


PadStatus = PadRead(); // read the pad 


[pf ease SSS pad stuff 
Z =se font prints 
} while(!(PadStatus & PADselect) || !(PadStatus & PADstart)); 
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—-MESSAGE FILE 13536 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000416 


——MESSAGE FILE 13537 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000417 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Thanks, now tacky stereo 

Date: Wed, 17 Dec 1997 12:51:51 +0000 
Organization: Middlesex University 

Lines: 5 

Message-ID: <3497CAE7.E2C@mdx.ac.uk> 


References: <349129CB.257A@mdx.ac.uk> <01bd0740S4bad6c80S493c63c3@default> <6736qjS9 


k34@chuka.playstation.co.uk> 

Reply-To: p.passmore@mdx.ac.uk 
NNTP-Posting-Host: peter-cs.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Nice one Stuart! given the quirks of the code this coul 
long time to solve without help... 


ld have taken a 


it screen in 


I've posted a tacky crossed eye stereo vision using spl 
~middx_uni/ftp 
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—-MESSAGE FILE 13537 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000417 


——MESSAGE FILE 13538 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000418 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: vectored bullets code sample 

Date: Sun, 04 Jan 1998 09:26:17 -0800 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <34AFC639.737Béearthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 169-225-108.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


hello, Im trying to make a bullet fly from the center of the Car in the 
current vector of the car and proceed, like the missiles in twisted 
metal.I have some code but it doesnt seem to work.All it displays is the 
bullet tmd around the car and wherever the car moves the bullet rotates 
around the car. 


code Sample: 


void Shoot (PlayerStructType2 *theBullet, 
unsigned long *1ModelAddress) 


DrawPlayer (theBullet, sothWorld[currentBuffer]); 

1ModelAddresst+; 

GsMapModelingData((unsigned long *)1ModelAddress) ; 

GsInitCoordinate2 (WORLD, &theBullet-—>gsObjectCoord) ; 

1ModelAddress+tt+; 1ModelAddress++; 
GsLinkObject4 ( (unsigned 

long*) 1ModelAddress, &theBullet-—>gsObjectHandler, 0); 
theBullet-—>gsObjectHandler.coord2 = &theBullet-—>gsObjectCoord; 


theBullet-—>rotation.vx = theCar.gsObjectCoord.coord.t[0]; 
theBullet-—>rotation.vy = theCar.gsObjectCoord.coord.t[1]; 
theBullet-—>rotation.vz = theCar.gsObjectCoord.coord.t[2]; 


theBullet-—>gsObjectCoord.coord.t[0] = theBullet-—>rotation.vx; 
theBullet-—>gsObjectCoord.coord.t[1] = theBullet->rotation.vy; 
theBullet-—>gsObjectCoord.coord.t[2] = theBullet-—>rotation.vz; 


AdvanceModel (&theBullet—>gsObjectCoord, &theBullet—>rotation, &theBullet—>speed, 256); 


theBullet-—>gsObjectCoord.flg = 0; 
} 
I call this function when the pad is pressed. 
-Austin 
--MESSAGE FILE 13538 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000418 


——MESSAGE FILE 13539 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000419 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: NEED HELP : Display polygons problem... 

Date: 6 Jan 1998 22:15:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbdlaf1$4760ab00$60299ac3@pc> 

NNTP-Posting-Host: toulouse2-32.hol.fr 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:180 scee.yaroze.pr 
ogramming.3d_graphics:419 
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I have tried for the first time 3D code... So I have a TMD object to 
display but sometimes some polygons are hidden!!! What can I do? 
Thanks... 


—-MESSAGE FILE 13539 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000419 


--MESSAGE FILE 13540 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000420 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: vectored bullets code sample 

Date: 7 Jan 1998 17:17:28 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 102 
Sender: news@chuka.playstation.co.uk 

Message-ID: <690db8S$sill@emeka.playstation.co.uk> 
Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


I cannot say much about the sample code given, because I can't see what 
AdvanceModel does. 


The one oddity is: 


// here: position of car is assigned to <rotation vector?????> of 

bullet? 

// surely should assign to position of bullet? 
theBullet-—>rotation.vx = theCar.gsObjectCoord.coord.t[0]; 
theBullet-—>rotation.vy = theCar.gsObjectCoord.coord.t[1]; 
theBullet-—>rotation.vz = theCar.gsObjectCoord.coord.t[2]; 


// here: rotation vector of bullet is assigned to position of 


theBullet-—>gsObjectCoord.coord.t[0] 
theBullet-—>gsObjectCoord.coord.t[1] 
theBullet-—>gsObjectCoord.coord.t[2] 


theBullet-—>rotation.vx; 
theBullet-—>rotation.vy; 
theBullet-—>rotation.vz; 


What really needs to happen is: 

when you create a bullet, set its position to the centre / front edge 
of the car. 

Then you want the velocity of the bullet to point in the direction 
that the car faces in. 

This vector is directly obtainable from the car matrix 
(COORD2.coord.m) ; 

the way it faces is the car matrix z axis, eg use 


worldVelocityVector.vx = car.coord.m[0] [2]; 
worldVelocityVector.vy = car.coord.m[1] [2]; 
worldVelocityVector.vz = car.coord.m[2] [2]; 


[Note: should scale for absolute bullet speed, ie each element *= 
bulletSpeed, then /= ONE]. 


[The above works because a rotation matrix is really just an 
expression of three axes: 
the car x, y and z axes, each expressed in world terms]. 


now the worldVelocityVector points in the direction the car faces. 
Each frame, update the bullet's 
position by the velocity, and there it is. 


See the SCEE demos flying and dungeon for more examples of ships 
shooting bullets 
in the direction they are facing. 
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Lewis 
To: Lewis Evans 
ee 
From: news @ playstation.co.uk 


Subject: vectored bullets code sample:scee.yaroze.programming.3d_graphics 


From: "Linda J. Hodge" <hodgke@earthlink.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: vectored bullets code sample 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

hello,Im trying to make a bullet fly from the center 


current vector of the car and proceed,like the missil 


of the Car in the 
es in twisted 


metal.I have some code but it doesnt seem to work.A1] 


it displays is the 


bullet tmd around the car and wherever the car moves 
around the car. 

code Sample: 

void Shoot (PlayerStructType2 *theBullet, 

unsigned long *1ModelAddress) 


1ModelAddress+t+; 


ModelAddress++; 1ModelAddress+t+; 
GsLinkObject4 ( (unsigned 
long*) 1ModelAddress, &theBullet-—>gsObjectHandler, 0); 


the bullet rotates 


DrawPlayer (theBullet, sothWorld[currentBuffer]); 


GsMapModelingData((unsigned long *)1ModelAddress) ; 
GsInitCoordinate2 (WORLD, &theBullet-—>gsObjectCoord) ; 


theBullet->gsObjectHandler.coord2 = &theBullet-—>gsObjectCoord; 
theBullet-—>rotation.vx = theCar.gsObjectCoord.coord.t[0]; 
theBullet-—>rotation.vy = theCar.gsObjectCoord.coord.t[1]; 
theBullet-—>rotation.vz = theCar.gsObjectCoord.coord.t[2]; 


theBullet-—>gsObjectCoord.coord.t[0] = theBul 
theBullet-—>gsObjectCoord.coord.t[1] = theBull 
theBullet-—>gsObjectCoord.coord.t[2] = theBull 


et—>rotation.vx; 
et-—>rotation.vy; 
et-—>rotation.vz; 


AdvanceModel (&theBullet-—>gsObjectCoord, &theBullet-—>rotation, &theBullet-—>spe 


ed,256); 


theBullet-—>gsObjectCoord.flg = 0; 
} 
I call this function when the pad is pressed. 
-Austin 
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--MESSAGE FILE 13540 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000420 


——MESSAGE FILE 13541 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000421 
Path: chuka.playstation.co.uk!news 
From: "Roland Boettcher" <roland@harlie.han.de> 


Subject: Re: NEED HELP : Display polygons problem... 
Date: 7 Jan 1998 18:37:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 


References: <01bdlaf1$4760ab00$60299ac3@pc> 
NNTP-Posting-Host: ulthar.han.de 
X-Newsreader: Microsoft Internet News 4.70.1155 


Message-ID: <01lbd1b9c$180d12c0$77el6dc0@ulthar.han.de> 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:181 scee.yaroze.pr 


ogramming.3d_graphics: 421 
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I can think of two reasons. 
Either your polygon is single sided and you are looking from the other side 
at it, or you are simply too close to the object. 


Roland 
—-MESSAGE FILE 13541 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000421 


——MESSAGE FILE 13542 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000422 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: vectored bullets code sample 

Date: Wed, 07 Jan 1998 11:17:59 -0800 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <34B3D4E7.21F8@earthlink.net> 

References: <690db8Ssill@emeka.playstation.co.uk> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-207-94.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


This is the function that performs the movement of the model. 


void AdvanceModel (GsCOORDINATE2 *gsObjectCoord, SVECTOR *rotateVector, 
long *speed, int nD) 
{ 


MATRIX *matTmp; 
SVECTOR startVector; 
SVECTOR currentDirection; 
if (nD!=0) { 
startVector.vx = 0; startVector.vy = 0; startVector.vz = ONE; 
RotMatrix(rotateVector, matTmp) ; 
ApplyMatrixSV(matTmp, &startVector, &currentDirection) ; 
gsObjectCoord->coord.t[0] +=(currentDirection.vx * 


nD) /4096; gsObjectCoord->coord.t[1] +=(currentDirection.vy * 
nD) /4096; gsObjectCoord->coord.t[2] +=(currentDirection.vz * 
nD) /4096; gsObjectCoord->flg = 0; 


} 
} 


Lewis this code works in all the other models to propel the object 

forward.I dont really know how to make the bullet in the center of the 
car,but i think maybe from the knowledge you just told me it would be 

somethin like this: thebullet.gsObjectcoord.coord.m[0] [2] 
= thecar.gsObjectCoord.coord.m[0] [2]; 

frmo looking at the code it looks like it puts the matrix of the bullet 

to the car's matrix.Is that correct?go easy on me. 
-Austin 
--MESSAGE FILE 13542 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000422 


——MESSAGE FILE 13543 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000423 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: NEED HELP : Display polygons problem... 

Date: 8 Jan 1998 11:40:21 GMT 

Organization: Intelligent Research Ltd 

Lines: 14 

Message-ID: <01lbd1lc2bS$49d7e8e0S6c0b0a0a@newcastle.twowaytv.co.uk> 

References: <Olbdlaf1$4760ab00$60299ac3@pc> <01bd1b9c$180d12c0$77elé6dc0@ulthar.han.d 
e> 
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NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:182 scee.yaroze.pr 
ogramming.3d_graphics:423 


Roland Boettcher <roland@harlie.han.de> wrote in article 
<01bd1b9c$180d12c0S$77el6dc0@ulthar.han.de>... 

> I can think of two reasons. 
> Either your polygon is single sided and you are looking from the other 
side 


> at it, or you are simply too close to the object. 
> Roland 
Or the object is to small - this can lead to poly's disappearing. 


Or your ordering table is to small (depth sorting goes wrong). 


Craig. 
—-MESSAGE FILE 13543 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000423 


—--MESSAGE FILE 13544 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000424 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: vectored bullets code sample 

Date: 8 Jan 1998 11:45:03 GMT 

Organization: Intelligent Research Ltd 

Lines: 19 

Message-ID: <Qlbdlc2b$flec2b40$6c0b0a0a@newcastle.twowaytv.co.uk> 

References: <690db8Ssill@emeka.playstation.co.uk> <34B3D4E7.21F8@earthlink.net> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Linda J. Hodge <hodgke@earthlink.net> wrote in article 

<34B3D4E7.21F8@earthlink.net>... 

> forward.I dont really know how to make the bullet in the center of the 

car,but i think maybe from the knowledge you just told me it would be 
somethin like this: thebullet.gsObjectcoord.coord.m[0] [2] 

= thecar.gsObjectCoord.coord.m[0] [2]; 
frmo looking at the code it looks like it puts the matrix of the bullet 
to the car's matrix.Is that correct?go easy on me. 

—Austin 


V V V V V V 


Nope, use: 


thebullet.gsObjectcoord.coord.t[0]=thecar.gsObjectCoord.coord.L[0]; 
thebullet.gsObjectcoord.coord.t[1]=thecar.gsObjectCoord.coord.t[1]; 
thebullet.gsObjectcoord.coord.t[2]=thecar.gsObjectCoord.coord.t[2]; 


Craig. 
—-MESSAGE FILE 13544 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000424 


——MESSAGE FILE 13545 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000425 

Path: chuka.playstation.co.uk!news 

From: "Bruno Wieckowski" <bruno.wieckowski@hol.fr> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: NEED HELP : Display polygons problem... 

Date: 8 Jan 1998 23:01:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <0Olbdlc8a$314df8a0S0e299ac3@pc> 

References: <Olbdlaf1$4760ab00$60299ac3@pc> <01lbd1b9c$180d12c0$77elé6dc0@ulthar.han.d 
e> <O0lbdlc2b$49d7e8e0S6c0b0a0a@newcastle.twowaytv.co.uk> 

NNTP-Posting-Host: toulousel-14.hol.fr 
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X-Newsreader: Microsoft Internet News 4.70.1161 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:183 scee.yaroze.pr 
ogramming.3d_graphics:425 


> Or your ordering table is to small (depth sorting goes wrong). 
> 
That's it!! Thanks a lot! 
—-MESSAGE FILE 13545 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000425 


--MESSAGE FILE 13546 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000426 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: How best to exploit this thing-a-ma-jig?! 

Date: Sun, 11 Jan 1998 03:05:49 -0500 

Organization: SCEA News Server 

Lines: 60 

Message-ID: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ott-pm4-21.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:184 scee.yaroze.pr 
ogramming.3d_graphics:426 scea.yaroze.freetalk:278 scee.yaroze.freetalk.english: 288 


First off, hello :) 


This note is part rant, part statement and part question, so please bear 
with me. I hope this should be of interest to just about everyone 
involved in trying to create NY/PSX games. 


Right now, after about 8 months of banging away (off and on) I would 
have to say that I have a rather solid and speedy engine for a 1st/3rd 
person, 3D game. The one problem that has been bugging me from day one, 
that has yet to be solved is the flaky renderer in the PS. With its 
affine texture mapping and z-sorting/painters algorithm approach, it 
cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 
detail-type modelling and outright clipping of near faces, none of which 
have produced very reasonable results. 


The question I am left with is this... 

"Commercial products work with this same renderer, so how do they get 
away with it?" 

Is the answer just to make models with more/smaller polygons and handle 
the level of detail better (I had hoped to let distance fogging take 
away some of the work, but if the fog is set to anything but black, with 
a black background, it looks horrible)? Just don't let the player 
camera go anywhere near the walls of the model and hope it all looks Ok? 


Maybe the answer is in the geometry engine... currently I am using a 
region/portal approach with subdivision turned on for the local region 
and less for adjacent regions, but the problems don't go away 
(admittedly, I am lacking a good model to experiment with... ie 
something that takes full advantage of the benefits of this approach). 
It has reduced the number of calls to the GsSort... func to a bare 
minimum (one for local region and one for each adj. region... not more 
than a handful in the end). 

Is there a better way? Something that will allow me to better tell what 
will pop in and out because the PS renderer decided that its average 
centre will be off the screen, while in fact the other 50% of it is 
visible... 


My next project for the next few days (big ice storms are great for 
getting time off work :) is to implement a good scanline-based renderer 
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(Similar to z-buffering, but more efficient, imho) and see how close I 
can come to real-time performancewhile doing all the work in system 
memory (ie. totally ignoring the PS renderer). I doubt this will work 
out very well, but ya never know. 


Ok, to sum up, my quetsions are these... 

— How do the pros really work around/with the PS renderer 

— How do you work around/with the PS renderer 

- How do you handle the faces in your world and the ...fun... or giving 
them to the PS to draw. 


Oh and while I'm at it... I would like to suggest/ask that if anyone has 
any interesting models/worlds that they want to donate ;) to post the 
files/links to files somewhere... or maybe just mail them to me. Heh. 


Please comment at will, I am hoping this will be a productive/useful 
thread, and if you have any detailed questions feel free to ask :) 


—-MESSAGE FILE 13546 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000426 


—--MESSAGE FILE 13547 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000427 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 14:24:02 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd1e9d$5786e940S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:185 scee.yaroze.pr 
ogramming.3d_graphics:427 scea.yaroze.freetalk:279 scee.yaroze.freetalk.english:289 


cannot effectively display polygons that are either large or close to 
the viewpoint (without the engine having to clip things manually which 
kills the performance). I have tried a number of work-arounds, from the 
standard subdivision flags in the GsDOBJ2 structures, to level of 


V V V V 


I think setting the subdivision flags is the way to go. You can look at my 
demo to see how I dealt with the problem (by the way the source code is 
free). 


Roland 
--MESSAGE FILE 13547 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000427 


——MESSAGE FILE 13548 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000428 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics, 
scea.yaroze.freetalk,scee.yaroze.freetalk.english 

Subject: Re: How best to exploit this thing-a-ma-jig?! 

Date: 11 Jan 1998 16:45:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0Olbdlea0$1c894240S77el6dc0@ulthar.han.de> 

References: <34B87D5D.34CC5F57@chat.carleton.ca> <01bd1e9d$5786e940S77el6dc0@ulthar. 
han.de> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:186 scee.yaroze.pr 
ogramming.3d_graphics:428 scea.yaroze.freetalk:280 scee.yaroze.freetalk.english:290 


If you look exactly at the graphics of games like Gran Turismo, Porsche 
Challenge or Tomb Raider you can see that they set the subdivision flag to 
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a high value at the polys near the view point and to a low value to those 
polys far away. 


Roland 
—-MESSAGE FILE 13548 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000428 


—-MESSAGE FILE 13549 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000429 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Vectored Bullets 

Date: Mon, 12 Jan 1998 05:39:09 -0800 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <34BAI1CFD.6433@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-204-80.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


Well this is what I did: 


thebullet.gsObjectCoord.m[0][2] = theCar.gsObjectcoord.m[0] [2]; 
theBullet.gsObjectCoord.m[1][2] = theCar.gsObjectcoord.m[1] [2]; 
theBullet.gsObjectCoord.m[2][2] = theCar.gsObjectcoord.m[2] [2]; 
//now this code seems to work fine and rotates the bullet wherever the 


//cars rotation is 

thebullet.gsObjectCoord.coord.t [0] theCar.gsObjectcoord.coord.t[0]; 
thebullet.gsObjectCoord.coord.t[0] = theCar.gsObjectcoord.coord.t [0] 

—-MESSAGE FILE 13549 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000429 


——MESSAGE FILE 13550 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000430 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Linda J. Hodge" <hodgke@earthlink.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Vectored Bullets 

Date: Mon, 12 Jan 1998 05:50:47 -0800 

Organization: SCEA News Server 

Lines: 10 

Message-ID: <34BA1FB7.27C8@earthlink.net> 

Reply-To: hodgke@earthlink.net 

NNTP-Posting-Host: 168-204-80.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.0C-NSCP (Win95; U; 16bit) 


well I forgot to put the other part up: 


theBullet.gsObjectCoord.t[0] = theCAr.gsObjectCoord.t[0]; 
theBullet.gsObjectCoord.t[1] = theCAr.gsObjectCoord.t[1]; 
theBullet.gsObjectCoord.t[2] = theCAr.gsObjectCoord.t[2]; 
//Now with the combined actions of the "coord.m[0][2]" in my previous 


//post the Bullet seems to be put in the coorect direction and position 

//of the car .Now for some reason the bullet does not seem to <b>move 

//forward</b> in the current direction of the Car.Could soemone be so 

//kind as to show me a little code to make the bullet move forward? 

-Austin 

--MESSAGE FILE 13550 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000430 


——MESSAGE FILE 13551 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000431 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: HELP:small planar quads 

Date: Wed, 14 Jan 1998 15:58:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 63 

Message-ID: <34BCD29B.5BEA@jk.uni-linz.ac.at> 
Reply-To: andreas.schrattenecker@jk.uni-linz.ac.at 
NNTP-Posting-Host: ried-remote07.ivnet.co.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [de] (OS/2; 1) 


I have following BIG problem: 


Aktualy my scene only contains quads, for performance 

reasons. I worked really hard to find a technique for 

non-planar (vertices dont lie on same plane) quads, without missing 
polygons (quads normally have to be planar). 

And it works!, but: 


there are missing planar-quads, which _have_to_ work. 
What i have found out is: 


1) This happens if quads get small 
a: they are far away 
b: the angle between view-vector and quads gets small 


2) No GPU-error -» for missing quads no packets are created. 


3) It seems not to be a "to-screen-transformation-error" because 
if increasing projection distance->quads gets bigger->problem 
disappears. Perspective conversion is after transformation -» 
no transformation error. 


4) if 1) there are quads displayed although they should be hidden 
(also if negative angle between viewvector and quad gets really big) 
in the same areas where quads disappear (when i change angle) ???? 


5) useing frontfaced and backfaced quads -» also errors (would anyway 
not be 
a solution-> to slow) 


6) triangles are displayed correct (no solution -> to slow, and i 
would have wasted lots of time for looking on quads). 


7) happens with all types of quads: textured,non textured, gouraud, 
gradation (i am not sure for flat-quads now) 


8) errors change when define vertices-order different -> but no way 
to define without errors. 


9) The only solution i have found is to pull(in realtime) vertices 
in a direction that angle gets bigger or quad gets bigger. 
Possibly missing quads are simply overpainten -» but needs also 
much time. 


I really like the playstation-architecture (also GsLib) a lot. 

And it is possible to write quality-games also with GsLib which can 
compete with n64-games. 

I have now implemented an improved uniform mipmapping, which is 
also faster than non-mipmaping (smaller textures when polys gets 
smaller) 

and my polygon-count is ca. at 2500 displayed-triangles with 64x64 
textures 

near viewpoint. 


I really try hard to make a high quality game on Net Yaroze, 

but this Library-bug makes me crazy. 

I have worked ca 500 h (without exaggeration) to solve this problem, 
but now i NEED HELP. 

It would be fine if someone could help me with this problem, 

or if Sony could bring out patches for GsLib to solve such bugs. 
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Andreas Schrattenecker 
-—-MESSAGE FILE 13551 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000431 


——MESSAGE FILE 13552 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000432 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: HELP:small planar quads 

Date: 14 Jan 1998 15:30:51 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 121 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69ilnbSc4el@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Firstly, is your problem with planar or non-planar quads? The latter type 
are never going to consistently 
work properly, unless you employ some serious trickery. 


If it's about planar quads, it sounds like you're saying that they're not 
being displayed when they should be. 
There are many possibilities here: 


(1) check the total number of things that you register into your ordering 
table each frame; 

sprites, GsBOXFs, TMDs (for each, sum the polys), created polygons, etc. 
Make certain that the 

PACKET area is large enough for this: 


#define MAX _SIZEOF_PRIMITIVE 24 
#define MAX PRIMITIVES 2048 


PACKET packetArea[2] [MAX_PRIMITIVES * MAX _SIZEOF_PRIMITIVE] ; 


(2) check that there's no fogging involved; GsSetLightMode(0) will ensure 
this. 


(3) make the ambient lighting bright, eg GsSetAmbient (4*ONE, 4*ONE, 
4*ONE) ; 


(4) point number 4 on your list below seems to suggest that the order of 
vertices might be involved. 
Whether a poly is displayed or not depends, not on the 
normal-to-camera-vector angle, 

but on the order of vertices on screen; when looking at polygon head on, 
where it should be visible, 

the order of vertices should be top left, top right, bottom left, bottom 
right. 
However, this may not be it, since you only get it with small polys. 


(5) at some point of being far away, the polys will disappear, due to sheer 
perspective; 

ensure that you can move the camera fluidly at runtime, to make sure this 
isn't the cause of it. 


If none of this works, consider the fact that drawing 2 triangles is 
only 15-20% slower than 
drawing one quad; this would be a temporary workaround, enabling you to 
carry on working on 
other things, while we and other members try to sort out the problem. 


Lewis 
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Los Lewis Evans 

ccs 

From: news @ playstation.co.uk 

Subject: HELP:small planar quads:scee.yaroze.programming.3d_graphics 


From: Andreas Schrattenecker <andreas.schrattenecker@jk.uni-linz.ac.at> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: HELP:small planar quads 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

I have following BIG problem: 

Aktualy my scene only contains quads, for performance 

reasons. I worked really hard to find a technique for 

non-planar (vertices dont lie on same plane) quads, without missing 

polygons (quads normally have to be planar). 

And it works!, but: 

there are missing planar-quads, which _have_to_ work. 

What i have found out is: 

1) This happens if quads get small 

a: they are far away 
b: the angle between view-vector and quads gets small 

2) No GPU-error -» for missing quads no packets are created. 

3) It seems not to be a "to-screen-transformation-error" because 
if increasing projection distance->quads gets bigger->problem 
disappears. Perspective conversion is after transformation -» 
no transformation error. 

4) if 1) there are quads displayed although they should be hidden 
(also if negative angle between viewvector and quad gets really big) 
in the same areas where quads disappear (when i change angle) ???? 

5) useing frontfaced and backfaced quads -» also errors (would anyway 

not be 
a solution-> to slow) 

6) triangles are displayed correct (no solution -» to slow, and 1 
would have wasted lots of time for looking on quads). 

7) happens with all types of quads: textured,non textured, gouraud, 
gradation (i am not sure for flat-quads now) 

8) errors change when define vertices-order different -> but no way 
to define without errors. 

9) The only solution i have found is to pull(in realtime) vertices 
in a direction that angle gets bigger or quad gets bigger. 
Possibly missing quads are simply overpainten -» but needs also 
much time. 


I really like the playstation-architecture (also GsLib) a lot. 

And it is possible to write quality-games also with GsLib which can 
compete with n64-games. 

I have now implemented an improved uniform mipmapping, which is 
also faster than non-mipmaping (smaller textures when polys gets 
smaller) 

and my polygon-count is ca. at 2500 displayed-triangles with 64x64 
textures 

near viewpoint. 

I really try hard to make a high quality game on Net Yaroze, 

but this Library-bug makes me crazy. 

I have worked ca 500 h (without exaggeration) to solve this problem, 
but now i NEED HELP. 

It would be fine if someone could help me with this problem, 

or if Sony could bring out patches for GsLib to solve such bugs. 
Andreas Schrattenecker 
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-—-MESSAGE FILE 13552 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000432 


Net Yaroze newsgroups message dump.txt 


Page 9077 


——MESSAGE FILE 13553 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000433 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <"Andreas Schrattenecker"> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: HELP:small planar quads 

Date: Wed, 14 Jan 1998 17:49:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 264 

Message-ID: <34BCEC93.4581@jk.uni-linz.ac.at> 
References: <69ilnbSc4el@emeka.playstation.co.uk> 
Reply-To: andreas.schrattenecker@jk.uni-linz.ac.at 
NNTP-Posting-Host: ried-remote07.ivnet.co.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [de] (OS/2; I) 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Firstly, is your problem with planar or non-planar quads? The latter type 
are never going to consistently 
work properly, unless you employ some serious trickery. 


VVVVVVVV 


small planar quads dont work, and there is a lot trickery for non-planar 
quads 


> If it's about planar quads, it sounds like you're saying that they're not 
> being displayed when they should be. 


yes 
> There are many possibilities here: 

> 

> (1) check the total number of things that you register into your ordering 
> table each frame; 

> sprites, GsBOXFs, TMDs (for each, sum the polys), created polygons, etc. 
> Make certain that the 

> PACKET area is large enough for this: 

> 

> #define MAX_SIZEOF_PRIMITIVE 24 

> #define MAX _PRIMITIVES 2048 

> 

> PACKET packetArea[2] [MAX_PRIMITIVES * MAX _SIZEOF_PRIMITIVE]; 


no such error. i have tested last with a tmd, generated with rsdlink 
(not 

own created tmd) to ensure there is no error in my tmd-generation, 

and took tut0 from NetYaroze Solution Code. 

the tmd file rsdlink created contained only 2 quads( to ensure there is 
no 

memory problem with packetArea. 

tmd contained one quad near viewpoint one far away (although not so far 
away z ca 5000). 

same problem -» no coding error (i am sure) 


(2) check that there's no fogging involved; GsSetLightMode(0) will ensure 
this. 


(3) make the ambient lighting bright, eg GsSetAmbient (4*ONE, 4*ONE, 
4*ONE) ; 


VVVVVVV 


i now use Textured,Gradation quads with own precalculated lighting -» 
no fogging(gradation), no lighting error (because used also all 
vertices-colors set to 255 -> same error. 
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> (4) point number 4 on your list below seems to suggest that the order of 
> vertices might be involved. 
> Whether a poly is displayed or not depends, not on the 

> normal-to-camera-vector angle, 

> but on the order of vertices on screen; when looking at polygon head on, 
> 

> 

> 

> 


where it should be visible, 

the order of vertices should be top left, top right, bottom left, bottom 
right. 
However, this may not be it, since you only get it with small polys. 


same errors with rsdlink -> no vertices-ordering problem 
also tested all possibilities of ordering 


> 

> (5) at some point of being far away, the polys will disappear, due to sheer 
> perspective; 

> ensure that you can move the camera fluidly at runtime, to make sure this 

> isn't the cause of it. 


dont really understand this (my bad english, or simply dont understand 
this) 

but i can move camera fluidly -> small polygongs appear and disappear 
depending on 

camera position and viewvector-direction. 


It seems that quads have problems when: 

after world-screen-transformation and after perspective conversion, 
calculated 

"screen-2d-polys" are only 1 pixel high ,or vertices fall together -> 
then there is no packet generated. 


lastly used folowing .ք17 to test 


@PLY940102 

# 

8 1 2 

# 

0 0 1280 

256 0 1280 

0 0 1536 

256 0 1536 

0 0 5120 

256 0 5120 

0 0 5376 

256 0 5376 

# 

0 -1.:0 0 

ա 

1 2 3 0 1 0 0 0 0 

1 6 7 4 5 0 0 0 0 

> 

> If none of this works, consider the fact that drawing 2 triangles is 
> only 15-20% slower than 

> drawing one quad; this would be a temporary workaround, enabling you to 
> carry on working on 

> other things, while we and other members try to sort out the problem. 
> 


triangles need lot of GTE time blocking cpu, and i need cpu time. 

i have seen ca 60% performance-increase with quads. 

Aktually i go on with the calculate-problem-areas-—and-pull-vertices-—down 
trick -» is faster. 


Thank you alot for looking at this problem 
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Andreas Schrattenecker 


Lewis_Evans@Playstation.sony.com wrote: 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Firstly, is your problem with planar or non-planar quads? The latter type 
are never going to consistently 
work properly, unless you employ some serious trickery. 


VVVVVVVV 


small planar quads dont work, and there is a lot trickery for non-planar 
quads 


> If it's about planar quads, it sounds like you're saying that they're not 
> being displayed when they should be. 


yes 
There are many possibilities here: 


> 
> 
> (1) check the total number of things that you register into your ordering 
> table each frame; 

> sprites, GsBOXFs, TMDs (for each, sum the polys), created polygons, etc. 
> Make certain that the 

> PACKET area is large enough for this: 

> 

> 

> 

> 

> 


#define MAX _SIZEOF_PRIMITIVE 24 
#define MAX PRIMITIVES 2048 


PACKET packetArea[2] [MAX_PRIMITIVES * MAX _SIZEOF_PRIMITIVE] ; 


no such error. i have tested last with a tmd, generated with rsdlink 
(not 

own created tmd) to ensure there is no error in my tmd-generation, 

and took tut0O from NetYaroze Solution Code. 

the tmd file rsdlink created contained only 2 quads( to ensure there is 
no 

memory problem with packetArea. 

tmd contained one quad near viewpoint one far away (although not so far 
away z ca 5000). 

same problem -» no coding error (i am sure) 


(2) check that there's no fogging involved; GsSetLightMode(0) will ensure 
this. 


(3) make the ambient lighting bright, eg GsSetAmbient (4*ONE, 4*ONE, 
4*ONE) ; 


VV V V V V V 


i now use Textured,Gradation quads with own precalculated lighting -> 
no fogging(gradation), no lighting error (because used also all 
vertices-colors set to 255 -> same error. 


(4) point number 4 on your list below seems to suggest that the order of 
vertices might be involved. 
Whether a poly is displayed or not depends, not on the 
normal-to-camera-vector angle, 

but on the order of vertices on screen; when looking at polygon head on, 
where it should be visible, 

the order of vertices should be top left, top right, bottom left, bottom 
right. 
However, this may not be it, since you only get it with small polys. 


VVVVVVV VV 
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same errors with rsdlink -> no vertices-ordering problem 
also tested all possibilities of ordering 


> 

> (5) at some point of being far away, the polys will disappear, due to sheer 
> perspective; 

> ensure that you can move the camera fluidly at runtime, to make sure this 

> isn't the cause of it. 


dont really understand this (my bad english, or simply dont understand 
this) 

but i can move camera fluidly -> small polygongs appear and disappear 
depending on 

camera position and viewvector-direction. 


It seems that quads have problems when: 

after world-screen-transformation and after perspective conversion, 
calculated 

"screen-2d-polys" are only 1 pixel high ,or vertices fall together -> 
then there is no packet generated. 


lastly used folowing .ply to test 


@PLY940102 

# 

8 1 2 

# 

0 0 1280 

256 0 1280 

0 0 1536 

256 0 1536 

0 0 5120 

256 0 5120 

0 0 5376 

256 0 5376 

# 

0 -1.0 0 

# 

1 2 3 0 1 0 0 0 0 

1 6 7 4 5 0 0 0 0 

> 

> If none of this works, consider the fact that drawing 2 triangles is 
> only 15-20% slower than 

> drawing one quad; this would be a temporary workaround, enabling you to 
> carry on working on 

> other things, while we and other members try to sort out the problem. 
> 


triangles need lot of GTE time blocking cpu, and i need cpu time. 

i have seen ca 60% performance-increase with quads. 

Aktually i go on with the calculate-problem-areas-—and-pull-vertices-—down 
trick -» is faster (but also slow). 


Thank you alot for looking at this problem 


Andreas Schrattenecker 
-—-MESSAGE FILE 13553 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000433 


--MESSAGE FILE 13554 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000434 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: HELP:small planar quads 
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Date: 14 Jan 1998 20:44:11 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01bd212dSf848afc0$77el6dc0@ulthar.han.de> 

References: <69ilnbSc4el@emeka.playstation.co.uk> <34BCEC93.4581@jk.uni-linz.ac.at> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


I made a tmd from the '.ply' you supplied and watched it using tmdview. 
Both quads display fine as long as you look at them at a "reasonable" 
angle. But when the angle gets such that the quad far away is just a line 
due to perspective it disappears sometimes. It flashes when you are moving 
to it. Is that what you mean? 

If so, I guess this is because of inaccuracies of integer calculation. 


Roland 
—-MESSAGE FILE 13554 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000434 


—--MESSAGE FILE 13555 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000435 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <"Andreas Schrattenecker"> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: HELP:small planar quads 

Date: Thu, 15 Jan 1998 01:31:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <34BD58FB.37C5@jk.uni-linz.ac.at> 

References: <69ilnbSc4el@emeka.playstation.co.uk> <34BCEC93.4581@jk.uni-linz.ac.at> 
<O01bd212dSf848afc0S$77el6dc0@ulthar.han.de> 

Reply-To: andreas.schrattenecker@jk.uni-linz.ac.at 

NNTP-Posting-Host: ried-remotel6.ivnet.co.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [de] (OS/2; I) 


Roland Boettcher wrote: 


> 

> I made a tmd from the '.ply' you supplied and watched it using tmdview. 

> Both quads display fine as long as you look at them at a "reasonable" 

> angle. But when the angle gets such that the quad far away is just a line 

> due to perspective it disappears sometimes. It flashes when you are moving 
> to it. Is that what you mean? 

yes 


> If so, I guess this is because of inaccuracies of integer calculation. 
> 
> Roland 


Yes, it seems so. 
But i wondered why this doesnt happen with triangles. 


I tested following: 
@PLY940102 


1 2 


տ 
Oy 


տ 
oO) 


4 5 3 0 0 0 0 0 
1 2 0 0 0 0 0 0 


O O += O += S O O L, O O += OH 


Displaying only the triangles (first 3 vertices), which are 
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taken for "visible-detection" (no backface culling) 
in quads -» same errors (1 was a bit surprised) 


But this seems to have no effect in triangle-meshes( at least 
i never had one missing triangle in my meshes), so its better 
i think(less triangles to display). 


But it shouldnt happen in planar quad-meshes, and you lose 
a lot of performance correcting this outside the libraries. 


Andreas Schrattenecker 
—-MESSAGE FILE 13555 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000435 


——MESSAGE FILE 13556 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000436 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <"Andreas Schrattenecker"> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: HELP:small planar quads 

Date: Thu, 15 Jan 1998 22:52:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 94 

Message-ID: <34BE852D.1B61@jk.uni-linz.ac.at> 

References: <69ilnbSc4el@emeka.playstation.co.uk> <34BCEC93.4581@jk.uni-linz.ac.at> 
<O1lbd212dSf848afc0S77el6dc0@ulthar.han.de> <34BD58FB.37C5@jk.uni-linz.ac.at> 
Reply-To: andreas.schrattenecker@jk.uni-linz.ac.at 

NNTP-Posting-Host: ried-remotel2.ivnet.co.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [de] (OS/2; I) 


After thinking over, what has been said yesterday, and after 
some more testing, i think i know whats wrong in the LIBs 
regarding the handling of small-quads. 


1) testing of visibility is not done with the traditional 
backface-culling 

methode (looking at the angle between poly-normal and 
eye-to-vertex-vector), 

but, like Lewis Evans said, depends on the order of vertices on 
SCREEN 


If you look on top of a (visible) quad, and define the vertices 
following 


2301 


2 Յ 
* 


Re So 


0 1 


after local-to-screen transformation and perspective conversion, 
the quad is handled as visible if the calculated SCREEN-coords 
(always looking on first 3 vertices) are still: 


2:top-left 3:top-right O:bottom-left 


Or: 
1032 
2 3 
ee gates: k 
/ 
/ 
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2) Like Roland Boettcher said, inaccuracies of fixedpoint calculations 
are involved. (inaccuracies of calculated SCREEN-coords). 
But to say, errors due to inaccuracies happen, and you can nothing do 
against the errors, would not be right. Inaccuracies always have to 
be 
handeld different, depending what is done with the results. 


The problems with small quads crop up if SCREEN-coords fall together. 
While it seems this is handled correct in triangles, it isnt in quads 
(it seems to be handled same as in triangles). 


What i have seen: If 2 or 3 of the 3 SCREEN-coords 
(3 in triangles, first 3 in quads) fall together, it is handled as 
not-visible 


for example: 


2 3 
* ——— * 
/ 

H 
* ——— * 
0 1 


SCREEN-coords 2 & 0 fall together 
in Triangle: 


two Triangles: 230, 3 1 O 
230 is not drawn, 310 is drawn -» OK, because 310 covers 230 


in Quads: 


one PLANAR-Quad: 2 3 0 1 
230 is taken for visible-detection, and handled as not-visible 
not drawn, although quad is visible 


This quads-error appears not only on quads with not-reasonable angles. 
It appears also if you go into more "polygon-detail", and there are 
a lot of moire-effects. Sometimes large areas are not drawn. 


To correct this outside the libs, i have to calculate (in realtime) 
the angle and distance to quads, and if detecting problem-quads, 
pull vertices in a direction, that SCREEN-coords dont fall together. 
Needless to say that this eats performance. 
I can remember on a thread with David White, who had to calculate 
the areas of the 2 triangles in quads, for his particular case... 


If i am wrong please let me know 

Andreas Schrattenecker 

—-MESSAGE FILE 13556 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000436 


--MESSAGE FILE 13557 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000437 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: HELP:small planar quads 

Date: 18 Jan 1998 09:25:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01lbd23f£3$c578df20$77el6dc0@ulthar.han.de> 

References: <69ilnbSc4el@emeka.playstation.co.uk> <34BCEC93.4581@jk.uni-linz.ac.at> 
<O1bd212dSf848afc0S77el6dc0@ulthar.han.de> <34BD58FB.37C5@jk.uni-linz.ac.at> <34BE85 
2D.1B61@jk.uni-linz.ac.at> 
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NNTP-Posting-Host: ulthar.han.de 
X-Newsreader: Microsoft Internet News 4.70.1155 


I thought about the problem once again and maybe there is another solution. 
What about ordering tables. The highest resolution is 14 bit. Maybe that's 
not enough for objects being far away. I havn't tried it yet but maybe 
using multiple OTs solve it, as mentioned in the user manual on page 62. 
Just a thought... 


Roland 
—-MESSAGE FILE 13557 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000437 


--MESSAGE FILE 13558 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000438 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Problem with too many polygons? 

Date: Wed, 21 Jan 1998 12:25:37 -0500 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <6a5amq$73b5@scea> 

NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


In my program I have approximately four 3d models running around the screen 
at one time. Each model is around 600 polygons. After a few seconds I get 


the following message: 

DMA bus error: code=80908000 
MADR[0]=00106084 
MADR[1]=0008ela7 
MADR[2]=00bdffe8 
MADR[3]=0008c000 
MADR[4]=002f£a348 
MADR[5]=004021c0 
MADR[6]=000a05a4 

GPU 


timeout : que=0, stat=524e028a, chcr=00000401, madr=00bdffe8, func=(80029e50) (8009 
e5a4,,00000000) ) 
If I replace the models with other models with fewer polygons, the program 
works fine. Also if I only have two of the models at once everything works 
OK. My drawing sequence is as follows: 

DrawSync (0); 

hsyne = VSync (1); 

VSync (0); 

GsSwapDispBuff(); 

GsSortClear(0, 0, 0, &OT2[buffIdx]); 

GsDrawOt (&0T2 [buffIdx]); 
Can anyone shed any light as to what this error message means and provide a 
solution? I'd prefer not to have to make new models. 
Kevin 


—-MESSAGE FILE 13558 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000438 


—-MESSAGE FILE 13559 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000439 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with too many polygons? 

Date: 21 Jan 1998 23:43:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <01bd26c7$alf£55840$73d449c2@Angelal.intelligent-—group.com> 
References: <6a5amq$73b5@scea> 

NNTP-Posting-Host: 1115.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Kevin Davis <kevindavis@balt.checkfree.com> wrote in article 
<6a5amq$73b5@scea>... 

> Can anyone shed any light as to what this error message means and provide 
a 

> solution? I'd prefer not to have to make new models. 


Increase the size of the GPU packet buffers - that will solve it. 
> Kevin 


—-MESSAGE FILE 13559 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000439 


—-MESSAGE FILE 13560 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000440 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with too many polygons? 

Date: 22 Jan 1998 05:59:58 GMT 

Organization: SCEA News Server 

Lines: 2 

Message-ID: <01bd26fb$3d33e5a0$2b4cc998@kd-home> 

References: <6a5amq$73b5@scea> <01bd26c7Salf£55840$73d449c2@Angelal.intelligent-—group 
. com> 

NNTP-Posting-Host: 201-76-43.ipt.aol.com 

X-Newsreader: Microsoft Internet News 4.70.1162 


That did it, Thanks! 
—-MESSAGE FILE 13560 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000440 


--MESSAGE FILE 13561 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000441 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Quirky Maths Prob 

Date: 22 Jan 1998 16:16:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01bd2751$acaa0620$cc3163c3@default> 
NNTP-Posting-Host: host5-99-49-204.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi all, 
Anybody fancy answering this for me :) 


given three vertices xl,yl,zl x2,y2,z2 x3,y3,z3 that 

make up a polygon. 

How would I find the Y height of a point on the plane of that 
polygon given the x and z coords of the point. 

I've messed around with the plane equation but seem to 

be going wrong somewhere : ( 


cheers Pete. 


—-MESSAGE FILE 13561 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000441 


--MESSAGE FILE 13562 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000442 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Quirky Maths Prob 

Date: Thu, 22 Jan 1998 20:15:57 -0000 
Organization: Yaloozer 

Lines: 34 

Message-ID: <6a8935S$722@chuka.playstation.co.uk> 
References: <01bd2751$acaa0620$cc3163c3@default> 
NNTP-Posting-Host: fourny.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


I think this is a simultaneous equations problem 


What you want to find is the equation of the plane 
Z=aX+bYtc 

then rearrange it in the form Y=(Z-aX-c)/b 

All you need to find are the variables a, b and c. 


You have three equations 


21 = axl + bylte 
22 = 8:22 + by2 + c 
23 = ax3 + by3 +c 


So you have enough pairs of simultaneous equations to solve for a, Ե and c 
And the answer is; 


b = —(-22*x3+z2*x1+x2*z3-x2*z14+zZ1*x3-x1*z3) / 
(-x2*y3+x2*ylt+y2*x3-y2*x1+x1*y3-y1*x3) 


a = (z23*y2-z3*yl-y3*z2+y3*z1-zl*y2+y1*z2) / 
(-x2*y3+x2*ylty2*x3-y2*x1+x1*y3-y1*x3) 


c = (-y3*x2*z14+z1*y2*x3-z3*y2*x1lty3*z2*x1l-yl1*z2*x34+z3*x2*yl1)/ 
(-x2*y3+x2*ylt+ty2*x3-y2*x1+x1*y3-y1*x3) 


heh heh 


Graeme 


—-MESSAGE FILE 13562 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000442 


——MESSAGE FILE 13563 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000443 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Quirky Maths Prob 

Date: 22 Jan 1998 23:10:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <01bd278b$916207205683063c3@default> 

References: <01bd2751Sacaa0620S$cc3163c3@default> <6a8935S722@chuka.playstation.co.uk 
> 

NNTP-Posting-Host: host5-99-48-104.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


By god man I think you've cracked it, however I just spent the time between 


post's limiting the heightfield landscape to 30 & 60 deg angles.But I'll 
be sure to include this gem in the next version. 


Thank for your help Pete. 


Graeme Evans <evans@fourny.demon.co.uk> wrote in article 
<6a8935S722@chuka.playstation.co.uk>... 
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I think this is a simultaneous equations problem 


What you want to find is the equation of the plane 
Z=aX+bYtc 

then rearrange it in the form Y=(Z-aX-c)/b 

All you need to find are the variables a, b and c. 


You have three equations 


zl = axl + byl + c 
22 = 8:22 + by2 + c 
z3 = ax3 + by3 + c 


So you have enough pairs of simultaneous equations to solve for a, Db and 


And the answer is; 


b = -(-z2*x3+z2*xl+x2*z3-x2*zl+zl*x3-x1*z3)/ 
(-x2*y3+x2*ylt+ty2*x3-y2*x1+x1*y3-y1*x3) 


a = (z23*y2-z3*yl-y3*z2+y3*zl1-z1l*y2+y1*z2) / 
(-x2*y3+x2*ylt+y2*x3-y2*x1+x1*y3-y1*x3) 


c = (-y3*x2*z1+z1*y2*x3-z3*y2*x1lty3*z2*x1l-yl1*z2*x34+z3*x2*yl1)/ 
(-x2*y3+x2*ylt+ty2*x3-y2*x1t+x1*y3-y1*x3) 


heh heh 


Graeme 


VVVVVVVVVVVVVV VV VV AV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 13563 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000443 


--MESSAGE FILE 13564 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000444 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Kevin Davis" <KMFSV@aol.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Hi-res mode seems to studder 

Date: 23 Jan 1998 05:21:59 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <0Olbd27bf$1b560160S68b7af98@kd-home> 

NNTP-Posting-Host: 175-183-104.ipt.aol.com 

X-Newsreader: Microsoft Internet News 4.70.1162 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:190 scee.yaroze.pr 
ogramming.3d_graphics: 444 


My program is using 640x480 resolution, however I sometimes have bad 


problems with the screen studdering. It almost looks like I'm not 
switching double buffers but I'm using GsGetActiveBuff() each time to 
switch between the buffers. I initialize the graphics like this: 


GsInitGraph(640 ,480, GsOFSGPU|GsINTER, 1, 0); // screen 640x480 


When I switch to low-res mode (320x240) I haven't encountered this problem 
yet. Has anyone else overcome this problem? 


Kevin 
—-MESSAGE FILE 13564 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000444 


—--MESSAGE FILE 13565 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000445 
Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
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From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Hi-res mode seems to studder 

Date: Fri, 23 Jan 1998 02:48:32 -0500 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <34C84B50.408E6F29@chat.carleton.ca> 

References: <Olbd27bf$1b560160S68b7af98@kd-home> 

NNTP-Posting-—Host: ott-—pm2-26.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:191 scee.yaroze.pr 
ogramming.3d_graphics:445 


Kevin Davis wrote: 


> My program is using 640x480 resolution, however I sometimes have bad 
> problems with the screen studdering. It almost looks like I'm not 

> switching double buffers but I'm using GsGetActiveBuff() each time to 
> switch between the buffers. I initialize the graphics like this: 

> 

> GsInitGraph(640 ,480, GsOFSGPU|GsINTER, 1, 0); // screen 

> 640x480 

> 

> When I switch to low-res mode (320x240) I haven't encountered this 

> problem 

> yet. Has anyone else overcome this problem? 

> 

> Kevin 


Um, I can't remember the exact syntax for the init call off hand, but 
the reason that won't work is that you can't do double buffering at the 
resolution. 


The video memory in the PS is 1024x512, meaning the max resolution you 
could double buffer would be 512x256...then again, thats not even a 
valid resolution, plus you would have no room for any textures or fonts 


-—-MESSAGE FILE 13565 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000445 


—-MESSAGE FILE 13566 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000446 

Path: chuka.playstation.co.uk!news 

From: Andreas Schrattenecker <"Andreas Schrattenecker"> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: HELP:small planar quads 

Date: Sat, 24 Jan 1998 03:49:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <34C956AB.5D40@jk.uni-linz.ac.at> 

References: <69ilnbSc4el@emeka.playstation.co.uk> <34BCEC93.4581@jk.uni-linz.ac.at> 
<O1lbd212dSf848afc0S77el6dc0@ulthar.han.de> <34BD58FB.37C5@jk.uni-linz.ac.at> <34BE85 
2D.1B61@jk.uni-linz.ac.at> <01bd23£3$c578df£20$77el6dc0@ulthar.han.de> 

Reply-To: andreas.schrattenecker@jk.uni-linz.ac.at 

NNTP-Posting-Host: ried-remotel4.ivnet.co.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 [de] (OS/2; I) 


Roland Boettcher wrote: 


I thought about the problem once again and maybe there is another solution. 
What about ordering tables. The highest resolution is 14 bit. Maybe that's 
not enough for objects being far away. I havn't tried it yet but maybe 
using multiple OTs solve it, as mentioned in the user manual on page 62. 
Just a thought... 


V V V V V V 
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> 
> Roland 


Imagine a planar-(quad-MESH) -> all vertices of the mesh 
lie on same plane. -» in this case there is no difference 
in which order quads are drawn -» but same errors. 


ordering-problems have the effect that primitives nearer to 
viewpoint are overdrawn with primitives behind them. 

in my case, if quads are not drawn, the black background appears. 
—> because they are not drawn (not overdrawn) 


im sure the errors are caused due to the bug described before. 


But ive found something to optimise -» my orderingtable-length 
was to high. 


greating to germany 

Andreas Schrattenecker 

—-MESSAGE FILE 13566 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000446 


——MESSAGE FILE 13567 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000447 

Path: chuka.playstation.co.uk!news 

From: Luca Cotta Ramusino <lcotta@systemy.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D MODELERS 

Date: Wed, 04 Feb 1998 17:32:44 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <34D8982B.B1BOA448@systemy.it> 
References: <34885488.3DD@earthlink.net> 
NNTP-Posting-Host: 151.85.242.49 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (WinNT; I) 

To: hodgke@earthlink.net 


Linda J. Hodge ha scritto: 


> Anybody know were I can find some shareware modelling programs for WIN 
Sr Saul 


Hi, Linda. Personally I'm a fan of Caligari Truespace. direct your browser 
to www.caligari.com and snatch the trial version. Also, a trial version of 
tS2 is included in the TrueSpace Bible (pricey). Or, you could get AC3D 
for Windows (I guess you'd need at least Win32s to run it). See 
<www.comp.lancs.ac.uk/computing/users/andy/ac3d.html> for details. 


Hang loose 
L. 


--MESSAGE FILE 13567 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000447 


—--MESSAGE FILE 13568 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000448 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: VRML -» DXF 

Date: Fri, 06 Feb 1998 01:58:56 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <34DA6E60.25D0@enterprise.net> 
Reply-To: elvis@enterprise.net 
NNTP-Posting-Host: max02-096.enterprise.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Hi, does anyone know of a VRML to DXF conversion utility that doesn't 

stop working after 30 days? 

-—-MESSAGE FILE 13568 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000448 


--MESSAGE FILE 13569 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000449 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith (Telecommuting) ) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: VRML -> DXF 

Date: Mon, 09 Feb 1998 02:33:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <34de669e.22809528@news.playstation.co.uk> 
References: <34DA6E60.25D0@enterprise.net> 
NNTP-Posting-Host: th-eng07-072.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.1/32.230 


On Fri, 06 Feb 1998 01:58:56 +0000, Ben James <elvis@enterprise.net> 
wrote: 

>Hi, does anyone know of a VRML to DXF conversion utility that doesn't 
>stop working after 30 days? 


What are you using at the moment, and what's your problem with paying 
for it so it doesn't stop working after 30 days? 


- Gil 
—-MESSAGE FILE 13569 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000449 


——MESSAGE FILE 13570 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000450 

Path: chuka.playstation.co.uk!news 

From: Ben James <elvis@enterprise.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: VRML -» DXF 

Date: Mon, 09 Feb 1998 14:00:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <34DF0C11.4646@enterprise.net> 

References: <34DA6E60.25D0@enterprise.net> <34de669e.22809528@news.playstation.co.uk 
> 

Reply-To: elvis@enterprise.net 

NNTP-Posting-Host: max02-075.enterprise.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 


Gil Jaysmith (Telecommuting) wrote: 


On Fri, 06 Feb 1998 01:58:56 +0000, Ben James <elvis@enterprise.net> 
wrote: 

>Hi, does anyone know of a VRML to DXF conversion utility that doesn't 
>stop working after 30 days? 


> 
> 
> 
> 
> 
> 
> What are you using at the moment, and what's your problem with paying 
> for it so it doesn't stop working after 30 days? 

> 
> 


- Gil 


I'm using something called 'Crossroads 3D' which does exactly what I 
want. Even though the program is Freeware, the author has put a 30 day 
limit on the Beta version which I am using. A final, fulling working, 
release has not been forthcoming, hence my original question. 
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—-MESSAGE FILE 13570 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000450 


--MESSAGE FILE 13571 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000451 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: VRML -> DXF 

Date: Mon, 09 Feb 1998 18:03:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <34df44bb.28028816@www-s.playstation.co.uk> 

References: <34DA6E60.25D0@enterprise.net> <34de669e.22809528@news.playstation.co.uk 
> <34DF0C11.4646@enterprise.net> 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 09 Feb 1998 14:00:49 +0000, Ben James <elvis@enterprise.net> 
wrote: 

>I'm using something called 'Crossroads 3D' which does exactly what I 
>want. Even though the program is Freeware, the author has put a 30 day 
>limit on the Beta version which I am using. A final, fulling working, 
>release has not been forthcoming, hence my original question. 


Fair enough; my apologies. It's part of my job to be suspicious of 
some questions along those lines ;=) 


- Gil 
—-MESSAGE FILE 13571 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000451 


—--MESSAGE FILE 13572 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000452 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: Thu, 12 Feb 1998 09:54:48 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 
Message-ID: <34E2C6E8.2BA8BD0F@micronetics.com> 
References: <0O1lbce267$32a34140$0300010a@mario> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


3d sprites rears its head again.. oh that old chestnut.. 


Has there been a solution to this problem yet? I was up until the early hours 
again this morning trying to 

place a sprite in three dimensions. I have something reasonable working, just 
a couple of glitches here and there. My major problem is I have a roving 
camera style view and the sprite has trouble translating in relation to its 
[camera] position. 


Here's some pseudo code from what I can remember, am I doing anything unusual? 


VECTOR v; // coord system 

VECTOR p; // resulting location for sprite 

MATRIX m; 

long x,y; 

v.vx = 0; v.vy = 0; v.vz = 0; 

GsInitCoordinate2 ( WORLD, &local); // init coord system 
GsGetLS (&local, &m); // combine with 


GsWSMATRIX for camera 
ApplyMatrix (ճտ, &v, &p); // project coordinates 
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// perspective calcs and display here... 

Now this code produces the expected result ( or at least I convinced myself 

the result was expected). 

But if I translate that point or coordinate system anywhere else, I get nada, 

or something unexpected and a bit bizarre.. 


I've not shown the perspective calcs because they were a hack. 


essentially. 
x = -p.VX}; 
y = ք.Մ2, // not a typo with vz 


But this does place the sprite where it should be.. 


Does ApplyMatrix add the translation terms as well? I wrote my own version of 
applymatrix to compare the 

results and I got the same as ApplyMatrix only if I neglected to do the 
translation. 


I also get the same result if I replace the GsGetLs with 
ApplyMatrix (&GSWSMATRIX, &v, ճք): 


I guess as an alternative to this I would have to try a bill boarding 
approach, although not really ideal for the application I have in mind, and 
quite possibly slower. 


Can anyone please help me out, as I don't think I could handle many more 
sleepless nights. 


Many thanks 
Regards 
Jim 


Mario Wynands wrote: 


> I have noticed in the TMD descriptions that there is a sprite primitive 

> available. However, some brief experimentation has not resulted in 8 

> working sprite based TMD object, as my engine just dies (unsupported code 
> error) when it tries to process a TMD with a single 'sprite' in it. 

> RSDLink seems quite happy to make TMD objects with sprites in them though. 
> 

> Has anybody managed to get sprite based TMDs working? Are they even 

> supported by the Yaroze libs? 

> 

> Thanks in advance, 

> 

> Mario 


—-MESSAGE FILE 13572 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000452 


——MESSAGE FILE 13573 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000453 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Michael Hough" <mhough@stanford.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: Thu, 12 Feb 1998 03:33:36 -0800 

Organization: SCEA News Server 

Lines: 99 

Message-ID: <ébum6p$4703@scea> 

References: <01bce267$32a34140S0300010a@mario> <34E2C6E8 .2BA8BD0F@micronetics.com> 
NNTP-Posting-Host: delirium.Stanford.EDU 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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Jim wrote in message <34E2C6E8.2BA8BDO0F@micronetics.com>... 

>3d sprites rears its head again.. oh that old chestnut.. 

> 

>Has there been a solution to this problem yet? I was up until the early 
hours 

>again this morning trying to 

>place a sprite in three dimensions. I have something reasonable working, 
just 
>a couple of glitches here and there. My major problem is I have a roving 
>camera style view and the sprite has trouble translating in relation to its 
>[camera] position. 

> 

>Here's some pseudo code from what I can remember, am I doing anything 
unusual? 


> 

>VECTOR v; // coord system 

>VECTOR p; // resulting location for sprite 

>MATRIX m; 

>long x,y; 

> 

>v.vx = 0: v.evy = 0; v.vz = 0; 

>GsInitCoordinate2 ( WORLD, &local); // init coord system 
>GsGetLS (&local, &m); // combine with 
>GSWSMATRIX for camera 

>ApplyMatrix (ճտ, &v, ճք): // project coordinates 
> 

>// perspective calcs and display here... 

> 

>Now this code produces the expected result ( or at least I convinced myself 


>the result was expected). 

>But if I translate that point or coordinate system anywhere else, I get 
nada, 

>or something unexpected and a bit bizarre.. 


> 

>I've not shown the perspective calcs because they were a hack. 
>essentially. 

> 

>x = —-p.vx; 

>y = p.vz; // not a typo with vz 

> 

>But this does place the sprite where it should be.. 

> 


>Does ApplyMatrix add the translation terms as well? I wrote my own version 
of 

>applymatrix to compare the 

>results and I got the same as ApplyMatrix only if I neglected to do the 
>translation. 

> 

>I also get the same result if I replace the GsGetLs with 

>ApplyMatrix (&GSWSMATRIX, &v, &p); 

> 

>I guess as an alternative to this I would have to try a bill boarding 
>approach, although not really ideal for the application I have in mind, and 
>quite possibly slower. 

> 
>Can anyone please help me out, as I don't think I could handle many more 
>sleepless nights. 

> 

> 

>Many thanks 

>Regards 

> 

>Jim 


Here's the code I hacked together--it owes a lot to the SCEE 'flying' demo: 
setVector (&SprV,xX,y,Z); 
PushMatrix(); 


ApplyMatrixLV(&GSWSMATRIX, &sprvV, &tmpV); 
tmpV.vx += GSWSMATRIX.t[0]; 
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tmpV.vy += GsSWSMATRIX.t[1]; 

tmpV.vz += GsSWSMATRIX.t [2]; 

if (tmpV.vz == 0) tmpV.vz=1; // div by zero 
// 512 is SCR_Z 

sprV.vx = tmpV.vx * 512 / tmpV.vz; 

sprv.vy tmpV.vy * 512 / tmpV.vz; 

sprV.vz = tmpV.vz >> 2; 


PopMatrix(); 
spr.scalex=spr.scaley=512*4096/ (sprV.vz); 


It seems a lot like yours; you can probably use the Ls matrix rather than 
the WS matrix (depending on in whose coordinate system x, y, and z are, no 
doubt). You do need to do the translation yourself. The problem is 
probably in your perspective transform; multiply by the screen distance (512 
in this case) and then divide by the sprite distance. That same number is 
also scaling. The Push- and PopMatrix() calls are voodoo left over from the 
'ք171ոց' demo. 


Good luck! 


mike 


—-MESSAGE FILE 13573 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000453 


--MESSAGE FILE 13574 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000454 

Path: chuka.playstation.co.uk!news 

From: "Parrott D.H. CSM BSc/SoftEng 3" <Dominic.Parrott@csm.uwe.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Help:Overlapping polys 

Date: Thu, 12 Feb 1998 13:41:52 +0000 

Organization: University of the West of England, Bristol 

Lines: 15 

Message-ID: <34E2FC20.2FF@csm.uwe.ac.uk> 

NNTP-Posting-Host: portal.uwe.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (X11; I; SunOS 5.5.1 sun4u) 


Hello, 


I am having a problem with models that are close to each other... 
for example: 


I have 2 models one infront of the other. Some of the polygons from the 
behind object insist on drawing over the model infront. 


The behind model will always be behind so what I could do is make sure 
the infront model is infront in the OT. The problem is I don't know how 
to do this. I have tried use GsSort() but my program just went odd! 


Another related problem I am finding with models is that polygons within 

the model are sometimes drawn in the wrong order making it look naff. 

—-MESSAGE FILE 13574 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000454 


—--MESSAGE FILE 13575 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000455 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Obtaining the current light mode and fog settings 

Date: Thu, 12 Feb 1998 20:12:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
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Message-ID: <6bv123Sbe j10@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl075.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:228 scee.yaroze.pr 
ogramming.3d_graphics:455 


Excuse me if I'm being thick, but... 


I understand that the light mode can be set using GsSetLightMode, but is 
there a way of ‘getting’ the current light mode 7 


( ditto for the fog settings ) 


Any help appreciated 


Steve Dunn 


—-MESSAGE FILE 13575 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000455 


--MESSAGE FILE 13576 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000456 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Kevin Davis" <kevindavis@balt.checkfree.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Help:Overlapping polys 

Date: Thu, 12 Feb 1998 15:08:47 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <6bvk89$4704@scea> 

References: <34E2FC20.2FF@csm.uwe.ac.uk> 

NNTP-Posting-Host: 204.156.23.205 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>The behind model will always be behind so what I could do is make sure 
>the infront model is infront in the OT. The problem is I don't know how 
>to do this. I have tried use GsSort() but my program just went odd! 


In a situation like you described you can use multiple OT's to keep certain 
objects in front of other objects. I posted a question similar on the 
newsgroup scea.yaroze.programming.3d_graphics on November 11th under the 
title "Sample of Multiple OT's", and was able to use Ed Federmeyer's example 
to solve my problem. 


-—-MESSAGE FILE 13576 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000456 


--MESSAGE FILE 13577 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000457 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: Fri, 13 Feb 1998 13:07:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 109 

Message-ID: <34E44575.16C01D17@micronetics.com> 

References: <01bce267$32a34140S0300010a@mario> <34E2C6E8.2BA8BDO0F@micronetics.com> Հ 
6bum6p$4703@scea> 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Michael, 


I gave it a shot last night and all is well. Many thanks! 
It looks like I was missing the world translation. 


Cheers! 
/Jim 
Michael Hough wrote: 


Jim wrote in message <34E2C6E8.2BA8BDO0F@micronetics.com>... 

>3d sprites rears its head again.. oh that old chestnut.. 

> 

>Has there been a solution to this problem yet? I was up until the early 
hours 

>again this morning trying to 

>place a sprite in three dimensions. I have something reasonable working, 
just 
>a couple of glitches here and there. My major problem is I have a roving 
>camera style view and the sprite has trouble translating in relation to its 
>[camera] position. 

> 

>Here's some pseudo code from what I can remember, am I doing anything 
unusual? 


> 

>VECTOR v; // coord system 

>VECTOR p; // resulting location for sprite 

>MATRIX m; 

>long x,y; 

> 

>v.vx = 0: v.evy = 0; v.vz = 0; 

>GsInitCoordinate2 ( WORLD, &local); // init coord system 
>GsGetLS (&local, &m); // combine with 
>GsSWSMATRIX for camera 

>ApplyMatrix (ճտ, &v, ճք): // project coordinates 
> 

>// perspective calcs and display here... 

> 

>Now this code produces the expected result ( or at least I convinced myself 


>the result was expected). 

>But if I translate that point or coordinate system anywhere else, I get 
nada, 

>or something unexpected and a bit bizarre.. 


> 

>I've not shown the perspective calcs because they were a hack. 
>essentially. 

> 

>x = -D.Vx; 

>y = p.Vvz; // not a typo with vz 

> 

>But this does place the sprite where it should be.. 

> 


>Does ApplyMatrix add the translation terms as well? I wrote my own version 
of 

>applymatrix to compare the 

>results and I got the same as ApplyMatrix only if I neglected to do the 
>translation. 

> 

>I also get the same result if I replace the GsGetLs with 

>ApplyMatrix (&GSWSMATRIX, &v, ճք): 

> 

>I guess as an alternative to this I would have to try a bill boarding 
>approach, although not really ideal for the application I have in mind, and 
>quite possibly slower. 

> 
>Can anyone please help me out, as I don't think I could handle many more 
>sleepless nights. 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> 

>Many thanks 
>Regards 

> 


>Jim 
Here's the code I hacked together--it owes a lot to the SCEE 'flying' demo: 
setVector (&sprV, X,Y,Z); 


PushMatrix(); 


ApplyMatrixLV(&GSWSMATRIX, &sprV, &tmpV); 

tmpV.vx += GSWSMATRIX.t[0]; 

tmpV.vy += GsWSMATRIX.t[1]; 

tmpV.vz += GSWSMATRIX.t [2]; 

if (tmpV.vz == 0) tmpV.vz=1; // div by zero 
// 512 is SCR_Z 

sprV.vx = tmpV.vx * 512 / tmpV.vz; 

sprV.vy = tmpV.vy * 512 / tmpV.vz; 

sprV.vz = tmpV.vz >> 2; 


PopMatrix(); 
spr.scalex=spr.scaley=512*4096/ (sprV.vz); 


It seems a lot like yours; you can probably use the Ls matrix rather than 


the WS matrix (depending on in whose coordinate system x, y, and z are, no 
doubt). You do need to do the translation yourself. The problem is 
probably in your perspective transform; multiply by the screen distance (512 


and then divide by the sprite distance. That same number is 
The Push- and PopMatrix() calls are voodoo left over from the 


in this case) 
also scaling. 
'flying' demo. 


Good luck! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


mike 


—-MESSAGE FILE 13577 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000457 


—-MESSAGE FILE 13578 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000458 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Help:Overlapping polys 

Date: 13 Feb 1998 20:39:08 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 52 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6c2b1cS$9p91@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 
As regards the two models, registering each 
small OT 


separate OTs for each, then 


into the overall OT at different places will guarantee 
happen. 


At least one European Yaroze member has done a demo on 
the only sticking point is the use of offset and point 
structure. 


As regards polygons within the single model coming out 


that this doesn't 


multiple OTs; 
members of GsOT 


in the wrong order: 
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you could probably reduce this using subdivision, but that solution might 
carry a punitive time cost. Or, view the model from all angles, note 
exactly where 

the glitches are, and make minimal changes in your modelling package. 
(Less than ideal I know). The root cause of this is that the PSX orders 
polygons in OT 

using a single z value per poly. 


Lewis 
To: Lewis Evans 
ՇԾ» 
From: news @ playstation.co.uk 


Subject: Help:Overlapping polys:scee.yaroze.programming.3d_graphics 


From: "Parrott D.H. CSM BSc/SoftEng 3" <Dominic.Parrott@csm.uwe.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Help:Overlapping polys 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Hello, 

I am having a problem with models that are close to each other... 

for example: 

I have 2 models one infront of the other. Some of the polygons from the 
behind object insist on drawing over the model infront. 

The behind model will always be behind so what I could do is make sure 
the infront model is infront in the OT. The problem is I don't know how 
to do this. I have tried use GsSort() but my program just went odd! 


Another related problem I am finding with models is that polygons within 
the model are sometimes drawn in the wrong order making it look naff. 


—-MESSAGE FILE 13578 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000458 


——MESSAGE FILE 13579 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000459 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Date: 13 Feb 1998 20:39:46 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 95 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6c2b2iS9pol@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Hi Jim, 

There's a SCEE demo called '3dsprites' in which I tried to sort it 
out. 
Didn't use TMDs at all, used GsSPRITES and coordinate conversion with 
perspective. It does work though. 


Also, in many of the demos you'll find a function in main.c called 
SortSpriteObjectPosition; this is doing much the same business. 


Lewis 


To: Lewis Evans 
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felon 
From: news @ playstation.co.uk 
Subject: Re: 3D Sprite TMDs?:scee.yaroze.programming.3d_graphics 


From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Sprite TMDs? 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

3d sprites rears its head again.. oh that old chestnut.. 

Has there been a solution to this problem yet? I was up until the early 
hours 

again this morning trying to 

place a sprite in three dimensions. I have something reasonable working, 
just 
a couple of glitches here and there. My major problem is I have a roving 
camera style view and the sprite has trouble translating in relation to its 
[camera] position. 

Here's some pseudo code from what I can remember, am I doing anything 
unusual? 

VECTOR v; // coord system 

VECTOR p; // resulting location for sprite 

MATRIX m; 

long x,y; 

v.vx = 0; v.vy = 0; v.vz = 0; 

GsInitCoordinate2 ( WORLD, &local); // init coord system 

GsGetLS (&local, &m); // combine with 
GsWSMATRIX for camera 

ApplyMatrix (ճտ, &v, &p); // project coordinates 

// perspective calcs and display here... 

Now this code produces the expected result ( or at least I convinced myself 
the result was expected). 

But if I translate that point or coordinate system anywhere else, I get 
nada, 

or something unexpected and a bit bizarre.. 

I've not shown the perspective calcs because they were a hack. 

essentially. 

x = -p.VX}; 

y = p.vz; // not a typo with vz 

But this does place the sprite where it should be.. 

Does ApplyMatrix add the translation terms as well? I wrote my own version 
of 

applymatrix to compare the 

results and I got the same as ApplyMatrix only if I neglected to do the 
translation. 

I also get the same result if I replace the GsGetLs with 

ApplyMatrix (&GSWSMATRIX, &v, ճք): 

I guess as an alternative to this I would have to try a bill boarding 
approach, although not really ideal for the application I have in mind, and 
quite possibly slower. 

Can anyone please help me out, as I don't think I could handle many more 
sleepless nights. 


Many thanks 

Regards 

Jim 

Mario Wynands wrote: 

> I have noticed in the TMD descriptions that there is a sprite primitive 

> available. However, some brief experimentation has not resulted in 8 
working sprite based TMD object, as my engine just dies (unsupported code 
error) when it tries to process a TMD with a single 'sprite' in it. 
RSDLink seems quite happy to make TMD objects with sprites in them 

hough. 


Has anybody managed to get sprite based TMDs working? Are they even 
supported by the Yaroze libs? 


Thanks in advance, 


VVVVVVV EVV V 


Mario 
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—-MESSAGE FILE 13579 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000459 


—--MESSAGE FILE 13580 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000460 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: NEED HELP : Display polygons problem... 

Date: 14 Feb 1998 15:30:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01bd37cc$9769eec0$6302bfc3@manolo> 

References: <Olbdlaf1$4760ab00$60299ac3@pc> 

NNTP-Posting-Host: ip035.pool-16.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:196 scee.yaroze.pr 
ogramming.3d_graphics:460 


Hi! my name is emanuele and i'll help you,youcan try to multiply x30 your 
dxf object with Inhibit to triangulate option and you must have a 
projection distance of 350. 


Bye!Bye! 


—-MESSAGE FILE 13580 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000460 


——MESSAGE FILE 13581 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000461 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple Objects 

Date: 14 Feb 1998 15:38:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <01bd37cd$b946f320S6302bfc3@manolo> 
References: <33F0E1C4.70C3@Compuserve.com> 
NNTP-Posting-Host: ip035.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


from:Diotallevi emanuele 


You must use the function GsLinkObject4,it links object handler and 
coordinate handler to the same model in memory.moreover in the n field you 
must put 0! 

Bye, Bye! 


—-MESSAGE FILE 13581 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000461 


—--MESSAGE FILE 13582 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000462 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: S.O.S.I can't continue my work.......... 

Date: 14 Feb 1998 15:48:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01lbd37cf$282c6d00S6302bfc3@manolo> 
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NNTP-Posting-Host: ip035.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi! i'm emanuele diotallevi,and i'm creating a 3d ambient with 24 different 
objects,but using the GsSortObject4() function the lastest 8 objects are 
not well displayed their polygons appears and disappears.If I use 
GsSortObject4() in inverted order the firstest objects are not well 
displayed...At the end I can say that also with a length of OT 14bits 


SOSSOSSSSSSSSSSSSSSSSSSSSSSSSSSSSSS,Please help me! 
-—-MESSAGE FILE 13582 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000462 


——MESSAGE FILE 13583 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000463 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: S.O.S.I can't continue my work.......... 
Date: 15 Feb 1998 17:57:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <0Olbd3a3b$f3e69ba0$77el6dc0@ulthar.han.de> 
References: <0O1lbd37cf$282c6d00S6302bfc3@manolo> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Some hints, I hope it helps. 

You could play with some parameters and watch for changes. For example: you 
could try making all objects smaller/bigger, or putting the objects at 
other locations in the world, or putting them closer together (maybe some 
are too far away). 


> Hi! i'm emanuele diotallevi,and i'm creating a 3d ambient with 24 
different 

> objects,but using the GsSortObject4() function the lastest 8 objects are 
not well displayed their polygons appears and disappears.If I use 
GsSortObject4() in inverted order the firstest objects are not well 
displayed...At the end I can say that also with a length of OT 14bits 


SOSSOSSSSSSSSSSSSSSSSSSSSSSSSSSSSSS,Please help me! 


VVVVVVVV 


—-MESSAGE FILE 13583 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000463 


—-MESSAGE FILE 13584 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000464 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDTOOL 

Date: Sun, 15 Feb 1998 19:23:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6c7famSbeo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl453.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


(The windows Direct X one). 


Does anyone know where this is ? 


Cheers 
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Steve 


—-MESSAGE FILE 13584 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000464 


——MESSAGE FILE 13585 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000465 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: S.O.S.I can't continue my work.......... 

Date: 16 Feb 1998 00:15:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0lbd3a70$a45abc80$86d449c2@Angelal.intelligent-—group.com> 

References: <Olbd37cf$282c6d00$6302bfc3@manolo> 

NNTP-Posting-Host: 1134.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Emanuele Diotallevi <g.mork@flashnet.it> wrote in article 
<O01lbd37cf£$282c6d00$6302bfc3@manolo>... 

> Hi! i'm emanuele diotallevi,and i'm creating a 3d ambient with 24 
different 

> objects,but using the GsSortObject4() function the lastest 8 objects are 
not well displayed their polygons appears and disappears.If I use 
GsSortObject4() in inverted order the firstest objects are not well 
displayed...At the end I can say that also with a length of OT 14bits 


VVVV 


A problem dependant on the order you sort the objects in? That'll be either 
the OT length or the GPU packet buffer size. Probably the GPU packet 
buffer size.... 


Also, increasing the size of an object tends to help as well. 


Craig. 
—-MESSAGE FILE 13585 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000465 


—--MESSAGE FILE 13586 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000466 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: SOS SOS SOS SOS SOS INTERESTING GREAT GSSORTOT PROBLEMS!!!!! 
Date: 16 Feb 1998 11:30:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <01bd393dS73b6f3c0Sb002bfc3@manolo> 

NNTP-Posting-Host: ip048.pool-17.flashnet.it 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi world! I have a great problem with sorting: 
1)I have created a mech warrior that have 1000 polygons tri and quads. 


1.1)If£f i load all the mechwarrior from 1-RSD to 1TMD and then i use it in 
GsSortObject4() it will displayed very well with all the polygons. 


1.2)BUT! If i create all the parts in rsd format (head, legs hands,etc...) 
and i convert it in tmd format and i sort it with GsSortOt() starting from 
head to feets i'll see only the firstest 12 of 23 objects well displayed 
and th others are flickering or are not here! 


1.3)BUT! This is VERY INTERESTING! 11118 i invert the allocation to 
ordering table from feets to head ,i'll see only the lastest objects thath 
means legs feets etc. 


Net Yaroze newsgroups message dump.txt Page 9103 


CONCLUSION:Why i can't sort more than 15 objects? 


ps:I tried using a single object in multiple copyes an the problem persist 
but the number of object thath i can display is increased. 


—-MESSAGE FILE 13586 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000466 


——MESSAGE FILE 13587 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000467 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDTOOL 

Date: Mon, 16 Feb 1998 18:39:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6cal32Sbeo24@chuka.playstation.co.uk> 
References: <6c7fam$beo6@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera830.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks for the amazing response. 
One of those lovely American chaps pointed out that it's on the scea 
site under utilities, just In case anyone else was looking for it. 


Steve Dunn wrote in message <6c7famSbeo6@chuka.playstation.co.uk>... 
>(The windows Direct X one). 

> 

>Does anyone know where this is ? 
> 

> 

>Cheers 

> 

> 

>Steve 

> 

> 


—-MESSAGE FILE 13587 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000467 


—-MESSAGE FILE 13588 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000468 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Accessing screen translated vertices 

Date: Wed, 18 Feb 1998 18:09:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 107 

Message-ID: <6cf7ugSbeo41@chuka.playstation.co.uk> 

References: <345BFB81.51488BFC@ibm.net> <345C1288 .E288E7A@ibm.net> <345C279D.BD5E35D 
4@chat.carleton.ca> <345CEAA2.446B@peace.co.nz> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi James, 

I think the lib function ApplyMatrix/SV/LV does this for you. If you look at 
the chrome demo ( somewhere on our site ) Stuart did, he used this to 
perform the environment mapping for each poly's uv's. 


Cheers, 


Colin. 
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James Russell wrote in message <345CEAA2.446B@peace.co.nz>... 

>Tim O'Neil wrote: 

>> 

>> Well, you're right, the process (in theory) is sorta complicated, but 
>> really its very simple to do. 
> 

>I managed to get it working by doing the calculation manually (although 

>I didn't realize that when you get a RotMatrix, each value is multiplied 
>by "ONE" (4096). So you have to divide by 4096 when you're done. 

> 

>Essentially my code does this now (of course, it's optimised much more than 
this): 

> 

> 

> 

>Xo vertex.x // Copy the (X,Y,Z) of this vertex. 

>Yo vertex.y 

>Zo = vertex.z 

> 

>rotate.x = pitch; 

>rotate.y heading; 

>rotate.z = roll; 


>RotMatrix(é&rotate, G&RotationMatrix); // Creates a rotation matrix from my 
heading, pitch and roll 

> 

>RotationMatrix.t[0] = translateX; // Move the object around. 
>RotationMatrix.t[1] = translateyY; 

>RotationMatrix.t[3] = translateZ; 

> 

>RM = &RotationMatrix; 

> 

>Xw = (RM->m[0] [0] * Xo + RM->m[0][1] * Yo + RM->m[0][2] * Zo) / 4096 
+ RM->t[0]; // Calculate World space coords 

>Yw = (RM->m[1][0] * Xo + RM->m[1][1] * Yo + RM->m[1][2] * Zo) / 4096 
+ RM->t[0]; 

>Zw = (RM->m[2][0] * Xo + RM->m[2][1] * Yo + RM->m[2][2] * Zo) / 4096 
+ RM->t[0]; 

> 

> // Screen space is the same as world space for me, except the viewpoint is 
at (0,0,-1000) 

>Zw -= -1000; // Move everything forward 1000, which is the same as the 
viewpoint moving BACK 1000. 

> 

> 

>Using this handy little ASCII art diagram of similar triangles: 

> 

> Screen Point 

> (Ys) | ___---+ (Yw, Zw) 

> ծ590.... 

Seg Sore | 

>+ + + Z axis +ve -» 

>Eye Origin 

> 

><---------- > 

>Projection distance (h) 

> 

>We see that (using similar triangles): 

> Ys Yw 

> 

> h (Zw + h) 

> 

>Therefore: Ys = (h * Yw) / (Zw + h); 

> 


>(There are nicer ways of doing this, but they're just optimisations). 
> 

>Finally: 

> 

> Xscreen = (PROJECTION_DISTANCE * Xw) 
> Yscreen (PROJECTION_DISTANCE * Yw) 
> 

>Yay! I finally got the coordinates I was looking for. 

>Of course, this only works if your screen space is the same as World space 


(Zw + PROJECTION_DISTANCE) ; 


/ 
/ (Zw + PROJECTION_DISTANCE) ; 
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> 

>Something unusual though - The aspect ratio of these points is different to 
>what I'd expect - so I guess the Yaroze does some scaling to counter the 
>effects of different screen resolutions. 

> 

> 


>I haven't got my Foley-Van Damme book in front of me so I can't check - 
>but isn't the transpose of a Rotation Matrix the inverse of that matrix? 
> 

> 

> 

>If it is, this would help if I ever wanted to use a dynamic screen space. 
> 

>Cheers, 

> 

>J 

> 

> 

>—— 

>==PEACE COMPUTERS 

>==James.Russell@peace.co.nz - 64(9)3730400 -Fax 64(9)3730401 

> 

>Make like a shepherd and get the flock out of here. 


—-MESSAGE FILE 13588 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000468 


—--MESSAGE FILE 13589 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000469 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: split-screen? 

Date: Fri, 20 Feb 1998 11:28:40 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 11 

Message-ID: <34ED68E8.691F@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


short and simple: 
Can Yaroze do split screen for 3d games? 
Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
աթ Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13589 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000469 


——MESSAGE FILE 13590 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000470 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: split-screen? 

Date: 20 Feb 1998 12:13:15 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 26 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6cjsOrSmlul@emeka.playstation.co.uk> 
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Reply-To: Lewis_Evans@Playstation.sony.com 
NNTP-Posting-Host: emeka.playstation.co.uk 


From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


Yes they can. 


See Stuart's car game on the SCEE website; 

also 'Between The Eyes' from my homepage (~lewis_e) 
also, someone did a specific splitscreen demo, 
maybe Chris Chadwick (~chrisc I think). 


Lewis 


short and simple: 
Can Yaroze do split screen for 3d games? 
Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13590 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000470 


——MESSAGE FILE 13591 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000471 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: split-screen? 

Date: Fri, 20 Feb 1998 13:47:04 +0000 
Organization: I wish! 

Lines: 28 

Message-ID: <34ED8958.2773@mdx.ac.uk> 

References: <6cjsOrSmlul@emeka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 
To: majik@127.0.0.1 


Lewis_Evans@Playstation.sony.com wrote: 

See Stuart's car game on the SCEE website; 

also 'Between The Eyes' from my homepage (~lewis_e) 
also, someone did a specific splitscreen demo, 
maybe Chris Chadwick (~chrisc I think). 


V V V V V V 


Lewis 


I followed the split screen thread on here a while ago, 

and looked at the Between the eyes demo. I tried to look at 

the source to find the split screen stuff but failed (the 

code is VERY difficult to follow!) Peter Passmore got a reply 
from sony with a short routine to get split screen stuff which 

I tried to implement at home, but I couldnt get it working (plus 
just looking at the code was confusing) so, um, I've written my 
own. I did announce it a week ago, but it never appeared on the 
news server, so here it is again. The code in it is transparently 
easy to use, makes more sense then the SCEE example, but may 
have drawbacks Im not aware of when compared to the code they 
gave, as it uses a different technique. 


Feel free to use the code as much as you want :) 
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Download the SPLIT.ZIP file from my web site- 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 13591 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000471 


—--MESSAGE FILE 13592 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000472 

Path: chuka.playstation.co.uk!news 

From: "James" <james.banks@nospam.virgin.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D MODELERS 

Date: 21 Feb 1998 20:38:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <0Olbd3f£06$e6424ba0$877ba8c2@default> 

References: <34885488.3DD@earthlink.net> <34D8982B.B1BO0A448@systemy.it> 
NNTP-Posting-Host: pl5-rail-gui.tch.virgin.net 

X-Newsreader: Microsoft Internet News 4.70.1161 


Any ideas where I could get a cheap copy of Lightwave for my PC ?? 
Cheers, 


James 
——> remove nospam to reply Հ-- 


"How lucky I am!! Whenever I make a mistake people are sure to discover 
Borel 


Luca Cotta Ramusino <lcotta@systemy.it> wrote in article 
<34D8982B.B1BO0A448@systemy.it>... 


> Linda J. Hodge ha scritto: 

> 

> > Anybody know were I can find some shareware modelling programs for WIN 
> > 3.1 

> 

> Hi, Linda. Personally I'm a fan of Caligari Truespace. direct your 


browser 
> to www.caligari.com and snatch the trial version. Also, a trial version 
of 


v 


tS2 is included in the TrueSpace Bible (pricey). Or, you could get AC3D 
for Windows (I guess you'd need at least Win32s to run it). See 
<www.comp.lancs.ac.uk/computing/users/andy/ac3d.html> for details. 


Hang loose 


L. 


VVVVVVVV 


—-MESSAGE FILE 13592 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000472 


——MESSAGE FILE 13593 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000473 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: rsd troubles 

Date: Sun, 22 Feb 1998 18:50:15 +0000 

Organization: Mobius Codeworks Ltd. 

Lines: 24 

Message-ID: <34F07367.50B2D564@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.01 [en] (WinNT; I) 
X-Priority: 3 (Normal) 


wassup? 


I've been playing with some 3d stuff, specifically rsd files. 
From the rsd fileformat documentation it looks like I can do 

a graduated shaded poly with different colours at each vertex, 
apparently you just specify 'G' as the type in the .mat file. 


For example. 
0 0 Շ ՇՎ27 000 127 00 0 127 127 127 127 


If I'm reading the docs correctly this should give me a poly 

with a green, red, blue and a white graduated poly between each vert? 
“cept it don't 
rsdlink links the file ok, even tells me the poly type I specified. 
The psx barfs if I load the resulting tmd though. 

Even rsdtool wets it's kegs. 


Any insight in to this would be most appreciated. 
Even confirmation that it works/don't. 


Cheers 


/Jim 


9108 


—-MESSAGE FILE 13593 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000473 


—-MESSAGE FILE 13594 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000474 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: split-screen? 

Date: Mon, 23 Feb 1998 11:29:40 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 31 

Message-ID: <34F15DA4.5CE9@127.0.0.1> 
References: <6cjsOrSmlul@emeka.playstation.co.uk> <34ED8958.2773@mdx.ac.uk> 
Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Robert Swan wrote: 

> The code in it is transparently 

> easy to use, makes more sense then the SCEE example, but may 

> have drawbacks Im not aware of when compared to the code they 

> gave, as it uses a different technique. 

Your method is simpler than the one SCEE posted, although I can't get it 
to work. If I put in the PutDrawEnv() the game flickers, well what it 
actually 

does is a bit weird, the OT is drawn, then there is a black frame.. 
although 

I haven't called GsSwapDispBuff(), if I take the PutDrawEnv() out, then 
everything 

works fine (non-split screen of course!). 


I ran your split demo, and that works fine, and I couldn't 'break' it to 
what I'm doing wrong, becuase as far as I can see my main drawing loop 
sone 24 yours, except that you used the currentBuffer index to determine 
oie clipping to use, I tried this but it changed nothing. 


Have you had any trouble with this at all, or did it work first time? 
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Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 13594 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000474 


--MESSAGE FILE 13595 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000475 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: split-screen? 

Date: Mon, 23 Feb 1998 13:07:51 +0000 

Organization: I wish! 

Lines: 40 

Message-ID: <34F174A7.1DA0@mdx.ac.uk> 

References: <6cjsOrSmlul@emeka.playstation.co.uk> <34ED8958.2773@mdx.ac.uk> <34F15DA 
4.5CE9@127.0.0.1> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Your method is simpler than the one SCEE posted, although I can't get it 
to work. If I put in the PutDrawEnv() the game flickers, well what it 
actually 

does is a bit weird, the OT is drawn, then there is a black frame.. 
although 

I haven't called GsSwapDispBuff(), if I take the PutDrawEnv() out, then 
everything 

works fine (non-split screen of course!). 


VVVVVVV VY 


That sounds like a problem I did have, but I solved through trial 
and error. Obviously, that isn't a great way of approaching things, 
but there are a couple of things that might be wrong- 


1) Um, I might have put up the version that doesn't work properly! 
I'll check this later tonight (Monday) 

2) The routine doesn't take into account the positions of your 
double buffers in memory. To make the program sipler, I 
assumed (probably unfairly) that the buffer screens were of 
res (320, 240) and located at (0,0) and (0,240) in VRAM. Even 
if this isn't the problem, I'll rewrite it to automaticaly 
read the location of these screens. Also, trying to edit the 
InitSplitScreen() function coudl cause problems like that. 

3) Does the updating of the game take more than one Vsync? (ie, 
updates less than 50 times a second) I'm not sure if that would 
cause a problem as I haven't tested it extensively, but I'll check 

4) There might be other synchronisation problems with such things as 
queuing the drawing of more than one OT. (Notice I don't have a 
command to wait for the drawing of the first OT to finish before I 
tell it to draw the 2nd OT) I can check this easily. 


Other than those... um, not sure! 

Because I have a problem with attachments from email, you could put up 
the code onto your web page, Email me, and I'll have download tham 

and have a look and try to sort it out (if it isn't problems 1 or 

2 above). I'll be checking probs 3 and 4 tonight, so there might be a 
solution on Tuesday 


Robert 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 13595 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000475 
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--MES 


Path: 


Newsgroups: 


Date: 
Organ 
Lines 
Messa 
Refer 


Reply-To: majik@127.0.0.1 
NNTP-Posting-Host: 
Mime-Version: 
Content-Type: text/plain; 

Content-Transfer-Encoding: 
ler: Mozilla 3.0 


X-Mai 
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SAGE FILE 13596 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000476 
chuka.playstation.co.uk!news 
From: Majik <majik@127.0.0.1> 


scee.yaroze.programming.3d_graphics 
Subject: Re: split-screen? 


Mon, 23 Feb 1998 18:02:26 +0000 
ization: Sinclair MicroComputer Museum 


: 49 


ge-ID: <34F1B9B2.1C2C@127.0.0.1> 
ences: <6cjsOr$mlul@emeka.playstation.co.uk> <34ED8958.2773@mdx.ac.uk> <34F15DA 
4.5CE9@127.0.0.1> <34F174A7.1DA0@mdx.ac.uk> 


1.0 


Robert Swan wrote: 
Um, I might have put up the version that doesn't work properly! 
I'll check this later tonight (Monday) 


> 1) 
> 


Your demo works okay, 


2) 


MNNM VON 


> 


194.202.250.27 


charset=us-ascii 
7bit 


(WinNT; I) 


I can't make your demo do what my code does. 


The routine doesn't take into account the positions of your 
double buffers in memory. To make the program sipler, I 
assumed (probably unfairly) that the buffer screens were of 
240) and located at (0,0) and (0,240) in VRAM. Even 
if this isn't the problem, I'll rewrite it to automaticaly 


res (320, 


read the 


InitSplitScreen () 
I'm not direct] 


in the 
r loop, I'll take a closer look at you InitSplitScreen() the 
differences might be there. 


rende 


3) 


> 
> 
> 
N 


> 4) 
> 
> 
> 


location of these screens. Also, trying to edit the 
function coudl cause problems like that. 


ly using your actual code, merely the sequence of events 


Does the updating of the game take more than one Vsync? (ie, 
updates less than 50 times a second) I'm not sure if that would 


cause a problem as I haven't tested it extensively, but I'll check 


o. I thought this aswell, 


but it isnt that. 


There might be other synchronisation problems with such things as 
queuing the drawing of more than one OT. (Notice I don't have a 
command to wait for the drawing of the first OT to finish before I 


This maybe it, 


VVVVVV 


2 above). 


tell it to draw the 2nd OT) I can check this easily. 


although I use DrawSync() after the DrawOT()'s 


Other than those... um, 
Because I have a problem with attachments from email, you could put up 
the code onto your web page, Email me, and I'll have download tham 

and have a look and try to sort it out (if it isn't problems 1 or 

I'll be checking probs 3 and 4 tonight, so there might be a 


> solution on Tuesday 
I'll play about with it tonight again, then I can probably upload some 


stuff 
tomor 
scree 
ttfn, 
Majik 


not sure! 


row.. It may be worth while writing a quick demo just to test split 


n... 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
Spod in a suitcase - ' Have Compiler, will travel ' 
http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13596 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000476 


—-MESSAGE FILE 13597 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000477 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: split-screen - Sorted! 

Date: Tue, 24 Feb 1998 09:19:50 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 24 

Message-ID: <34F290B6.46D3@127.0.0.1> 
References: <6cjsOrSmlul@emeka.playstation.co.uk> <34ED8958.2773@mdx.ac.uk> <34F15DA 
4.5CE9@127.0.0.1> <34F174A7.1DA0@mdx.ac.uk> 
Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Robert Swan wrote: 

> 2) The routine doesn't take into account the positions of your 

> double buffers in memory. To make the program sipler, I 
assumed (probably unfairly) that the buffer screens were of 
res (320, 240) and located at (0,0) and (0,240) in VRAM. Even 
if this isn't the problem, I'll rewrite it to automaticaly 
read the location of these screens. Also, trying to edit the 
InitSplitScreen() function coudl cause problems like that. 


VVVVYV 


Aha, this is what led me to the problem, I was doing something really 
stupid - I hadn't realised that you needed to create to clipping areas 
for each viewpoint: one for each frame buffer - Doh! 


anyway, thats that fixed! 
thanx, 
Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13597 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000477 


——MESSAGE FILE 13598 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000478 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Polygon throughput - performance? 
Date: Tue, 24 Feb 1998 09:31:01 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 17 

Message-ID: <34F29355.23BE@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


This may have been asked before, but what sort of polygon 
throughput can I reasonably expect out of PSX? 


and is 1000 triangles in 100 objects significantly slower 
than 1000 triangles in 10 objects? 


I only ask this as Combat3D slowed to 25fps when I went split 
screen, and there arent that many triangles floating around on 
BE Fics 
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Majik. 


-- Majik - Owner/Curator օք the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 13598 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000478 


——MESSAGE FILE 13599 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000479 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Rotation, ApplyMatrix Query (fairly long) 
Date: Wed, 25 Feb 1998 10:17:06 +0000 
Organization: Sinclair MicroComputer Museum 
Lines: 99 

Message-ID: <34F3EFA2.4CD2@127.0.0.1> 

Reply-To: majik@127.0.0.1 

NNTP-Posting-Host: 194.202.250.27 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Hi, 

While working on the Drone Tank routine for Combat3D I've noticed a 
quirk, which may well be my sloppy code, but it looks like 
a strangeness in RotMatrix, anyway take a Dbutchers: 


some variables: 
long dx, dz, tx, tz, mx, mz, td, td2, td3; 
short angle; 
MATRIX ltw; 
GsCOORDINATE2 dir; 
SVECTOR rot, hpl; 
VECTOR hpw; 


where is the opponents tank? 
tx = BTanks[op] .coord2->coord.t [0]; 
tz = BTanks[op] .coord2->coord.t[2]; 


make a local copy of our tanks GSCOORDINATE2 struct 
dir = *(BTanks[me].coord2); 


this bit seems to be needed to set which direction the tank is facing 
I would have thought it would get it from the copy just done. 
setVector(&rot, 0, tank->angle, 0); 
RotMatrix(&rot, &(dir.coord) ); 


Get the local to world transform matrix 
GsGetLw(é&dir, &ltw); 

we consider an imaginary point in front of the tank 
setVector(&hpl, 0, 0, TANK_BOUNDC << 4); 
ApplyMatrix(&ltw, &hpl, &hpw); 


// consider a point at the 
// front of the tank 
mx = dir.coord.t[0] + hpw.vx; 
mz = dir.coord.t[2] + hpw.vz; 
this is the postition of the point, after rotation. 


get a rough estimate of the distance 


dx = tx - mx; 
dz = tz - mz; 
td = abs(dx) + abs(dz); // find the right angled distance 


decide whether we should turn clockwise, or anti-clockwise 
angle = (tx < mx) ? -32 : 32; // which way to turn (if facing northish) 


if we're facing south, then we need to turn the opposite way 
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if (tank->angle > 1024 && tank->angle < 3072) 
angle = tank->angle - angle; 
else 


angle += tank->angle; 
angle &= 4095; 


try out this new angle 
setVector(&rot, 0, angle, 0); 
RotMatrix(&rot, &(dir.coord) ); 


GsGetLw(&dir, &ltw); 
ApplyMatrix(&ltw, &hpl, &hpw); 


mx = dir.coord.t[0] + hpw.vx; 
mz = dir.coord.t[2] + hpw.vz; // same point in 
// front of the tank 
get a rough estimate of the distance using this new rotated point 


dx = tx =. mx; 
dz = tz - mz; 
td2 = abs (dx) + abs (dz); // find the distance 


Now the algorythm works by seeing if this new rotation makes the drone 
closer 
to the opponent, so you're wondering whats the problem... 


If the angle is close to a right angle, 0, 1024, 2048, 3072... then the 
results from 

the ApplyMatrix seem inconsistent, take for example 3072, this gives an 
x/z vector 

of -75,0 say, the program decides to move -32, 3040, it tries this and 
gets an x/z vector 

of -75,0 the same. it then takes this turn (I have it hard coded to 
always turn atm) and next 

time round we get 3040 as the input angle, which this time gives it an 
x/z vector of -75,-8 

different!, it then tries to turn +32, back to 3072, and this time it 
gives it an x/z vector 

of -75,-8... guess what happens next time round the loop* 


Now I know that the maths may still be a little screwy behind this 
method 
(it may be complete rubbish !) but it's still an interesting quirk? 


Or have I missed something? 
Majik. 


*answers on a postcard, sent to the waste paper bin :) 

-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13599 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000479 


——MESSAGE FILE 13600 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000480 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Obtaining the current light mode and fog settings 

Date: Mon, 2 Mar 1998 21:37:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6édf8qa$2kk4@chuka.playstation.co.uk> 

References: <6bv123Sbej10@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl719.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:243 scee.yaroze.pr 
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ogramming.3d_graphics: 480 
Anyone ? Please ? Oh go on ! 


Thanks ! 
Steve Dunn wrote in message 
<6bv1l23$bejl1l0@chuka.playstation.co.uk>.. 


>Excuse me if I'm being thick, but... 
> 

>I understand that the light mode can be 
set using GsSetLightMode, but is 
>there a way of 'getting' the current 
light mode ? 

> 

>( ditto for the fog settings ) 

> 

> 

>Any help appreciated 

> 

> 

> 

>Steve Dunn 

> 

> 


—-MESSAGE FILE 13600 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000480 


——MESSAGE FILE 13601 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000481 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 640 x 512 resolution 

Date: Sat, 07 Mar 1998 11:18:03 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <35011EDB.5F87@telecom.at> 
NNTP-Posting-Host: LPO2PORTO02.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hi! 


Where can I find sample code using 640 x 512 resolution. My code does 
not work. When I switch to PAL mode and set the resolution to 640 x 512 
the background is not drawn right and double buffering seems not to work 
correctly. I used the code from one of the books (...Draw Control in 
Interlaced Mode ...). 
When I switch to PAL mode and set the resolution to 640 x 480 it works 
fine !!! 


Can someone help me please ? 


Thanx! !!! 
—-MESSAGE FILE 13601 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000481 


——MESSAGE FILE 13602 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000482 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 640 x 512 resolution 

Date: Sat, 07 Mar 1998 12:55:59 GMT 

Organization: SCEA News Server 

Lines: 29 
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Message-ID: <35014084.38071199@news.scea.sony.com> 
References: <35011EDB.5F87@telecom.at> 
NNTP-Posting-Host: client-120-11.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>Where can I find sample code using 640 x 512 resolution. My code does 
>not work. When I switch to PAL mode and set the resolution to 640 x 512 
>the background is not drawn right and double buffering seems not to work 
>correctly. I used the code from one of the books (...Draw Control in 
>Interlaced Mode ...). 
>When I switch to PAL mode and set the resolution to 640 x 480 it works 
>fine !!! 


Well, I am sure others will point you to examples. Although the 
discussions are about NTSC, I am sure two threads might shed light on 
your dilemna: 


scea.yaroze.programming 
Interlaced programming assistance 
(thread started by Charles Henrich) 


scea.yaroze.programming.2d_graphics 

High-res? 

(thread started by Clint Kelly) 

While checking, I see this thread is also present in your SCEE group. 


It sounds like your program is not finishing drawing in one Vsync. 
I am probably totallly wrong, and if you already read those threads, 
ooops. 


-Matt 


--MESSAGE FILE 13602 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000482 


——MESSAGE FILE 13603 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000483 

Path: chuka.playstation.co.uk!news 

From: Dev Support <Dev_Support@Playstation.sony.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Animation! 

Date: Mon, 09 Mar 1998 14:10:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3503F838.15DA@Playstation.sony.com> 
References: <632m59$ju05@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Provenzano Stefano wrote: 


> 

> Hi all, 

> I have read about an animation file format called tod. 

> Can anybody explain to me how it is coded? 

> 

> Please is very important, because I have no idea about animation methods. 
> 

> Thanks. 


Please see the new TOD demo in the samples area, 
this has a sample program useing TOD animation 
and a document describing the format. 


Lewis 
—-MESSAGE FILE 13603 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000483 
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—-MESSAGE FILE 13604 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000484 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 640 x 512 resolution 

Date: 9 Mar 1998 14:44:58 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 36 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6e0v9aSjebl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id GAA02085 

for <news@playstation.co.uk>; Mon, 9 Mar 1998 06:49:28 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


The standard sample code graphics' initialisation will work 
given a small modification. 


ResetGraph (0); 
SetVideoMode (MODE_PAL) ; 


GsInitGraph (640, 512, GSOFSGPU, 1, 0); 
GsDefDispBuff(0, 0, 0, 0); 


GsDRAWENV.isbg = 1; 


This fixes the previous problem with PAL at 640x512 
(provided the drawing completes in 1/50th of a frame) 


Lewis 


Hi! 

Where can I find sample code using 640 x 512 resolution. My code does 
not work. When I switch to PAL mode and set the resolution to 640 x 512 
the background is not drawn right and double buffering seems not to work 
correctly. I used the code from one of the books (...Draw Control in 
Interlaced Mode ...). 
When I switch to PAL mode and set the resolution to 640 x 480 it works 
fine !!! 

Can someone help me please ? 

Thanx! !!! 


—-MESSAGE FILE 13604 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000484 


—-MESSAGE FILE 13605 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000485 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Textures are skewed. 

Date: Tue, 10 Mar 1998 11:17:14 +1000 
Organization: Cybec Pty. Ltd. 

Lines: 28 

Message-ID: <3504949A. 95F1D356@cybec.com.au> 
NNTP-Posting-Host: techl0.mel.cybec.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


This has probably come up previously, but I couldn't find any reference 
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in this group and searching news is too slow. 
Anyway, I have some textured quads. The texture I'm using is a grid, a 


whole lot of squares. When I put this texture on the quad, it'll go all 
skewwy when viewed from an angle. 


Quads are made up of two triangles, typically one to the upper left, and 
one to the lower right. With my grid whacked on, when viewed straight 
on the texture looks fine (like a grid). If I start to rotate the poly 
around the Y (vertical) axis in RSDV then the half of the texture on 

the upper left triangle will stay very 'flat', it doesn't seem to be 
adjusted for perspective, while the lower right texture will be adjusted 
severely, maybe too much. 


Basically this means if I put a whole lot of these next to each other, 
making a great big *flat* grid, when viewed from an angle, it looks all 
higildy-pigildy. Half the traingles have ok textures, the rest half 
textures that don't match. 


The RSD file I'm using was completely hand-crafted, and I didn't use 
dxf2rsd nor rsdlink at all to build it. I have tried all sorts of 
different U and V texture space coordinate ordering all with the same 
results. 


Help!?! 


Toby. 
—-MESSAGE FILE 13605 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000485 


—-MESSAGE FILE 13606 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000486 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Textures are skewed. 

Date: Tue, 10 Mar 1998 02:51:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <3504a5f5.4576890@news.playstation.co.uk> 
References: <3504949A. 95F1D356@cybec.com.au> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 10 Mar 1998 11:17:14 +1000, Toby Hutton <thutton@cybec.com.au> 
wrote: 

>Anyway, I have some textured quads. The texture I'm using is a grid, a 
>whole lot of squares. When I put this texture on the quad, it'll go all 
>skewwy when viewed from an angle. 

> 

>Toby. 


As far as I'm aware, that happens to all of us and our textured 
polugons. Its as a result of the graphics chip taking loads of 
shortcuts (including not doing very good perspective correction) to 
keep the speed up. There are several ways around this... 


1) keep your viewpoint further up and away from all textured polygons. 
This may sound silly, but take a look at hover (latest jap demo) and 
you realise thats why it can do so much without distortion, or 


2) you can force the playstation to divide your polygon into smaller 
areas (as the smaller the polygon, the less distortion can occur as it 
is a factor of size and orientation). Good point = can correct your 
problems. Bad point = slows game down. If you subdivide a polygon into 
four smaller polygons then this puts more calculations through the 
yaroze. The best compromise is to only subdivide those textures which 
are near the viewer. How to do this requires you to code in a routine 
to check distances as this isn't done by hardware, and its 
effectiveness becomes a function of your programming skill. If you can 
easily subdivide your world into a grid system, whereby each object is 
attached to a cell in the grid, then you can force subdivision only on 
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those objects in the cells nearest the viewpoint. (In simplified 
theory). Anyway, to actually set the factor of subdivision you 
manipulate the attribute member of GsDOBJ2 as shown below:- 


typedef struct 

{ 

// any other variables you want to associate with a model, such as 
// speed, health, whatver 

GsDOBJ2 Obj_Handler; 

) modelInfo; 


modeliInfo DemoObject [6]; 

DemoOb ject -Obj_Handler.attribute = 0; 
DemoOb ject .Obj_Handler.attribute = GsDIV1; 
DemoObject .Obj_Handler.attribute = GsDIV2; 


DemoOb ject .Obj_Handler.attribute = GsDIV4; 
DemoObject .Obj_Handler.attribute = GsDIV5; 


[0] 
[1] 
[2] 
DemoObject [3].Obj_Handler.attribute = GsDIV3; 
[4] 
[5] 


// when these objects get registered to be drawn with an ordering 

// table using GsSortObject4(), they will be drawn with each of the 
// polygons in the model (textured or otherwise) affected as follows 
// automatically- 


// DemoObject 
// DemoObject 
// DemoObject 
// DemoObject 
// DemoObject 
// DemoObject 


— drawn as normal 

— subdivided into 4 smaller polygons 

— subdivided into 16 smaller polygons 

— subdivided into 64 smaller polygons 

- subdivided into 256 smaller polygons 
— subdivided into 1024 smaller polygons 


տ ԱԽԻ O 


I've never had the courage to use GsDIV5 :) 


9118 


—-MESSAGE FILE 13606 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000486 


--MESSAGE FILE 13607 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000487 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Tim O'Neil <goneil@chat.carleton.ca> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Textures are skewed. 

Date: Wed, 11 Mar 1998 15:34:42 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <3506F562.74495D54@chat.carleton.ca> 

References: <3504949A.95F1D356@cybec.com.au> 

NNTP-Posting-Host: ott-pm2-25.comnet.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


Toby Hutton wrote: 
> Anyway, I have some textured quads. The texture I'm using is a grid, 
— ee lot of squares. When I put this texture on the quad, it'll go 
Í s sz when viewed from an angle. 

—Ç 

> Help!?! 

> TOBY ein s 


Actually this is caused by the playstation renderer not doing 
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perspective correction for the texture mapping (aka Affine texture 
mapping). Basically, the texel values are calculated at one edge of the 
polygon and are correct for that depth, but the values are then 
interpolated to fill the rest of the visible area. The problem with 
this is that the texels that are at a different depth (which happens 
when the polygon is at an angle to the camera), are calculated 
improperly. They should be calculated based on their z-depth, but they 
are calculated from the z-depth that the edge was at. To do the exact 
calculation would require dividing u and v by z (either 2 divides or 1 
divide and 2 multiplies depending on how you do it) which is a lot more 
computation per pixel. The only way to avoid this problem is to keep 
the space between the interpolated values and the corect values to a 
minimum, so the errors are kept to a minimum (keeping polygons 
small/subdivision, etc). 


—-MESSAGE FILE 13607 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000487 


--MESSAGE FILE 13608 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000488 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: reducing polygon overlap 

Date: Fri, 13 Mar 1998 23:32:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <3509c082.5799539@news.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup6.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


this is the result of not getting enough sleep. 


In my next project Im going to do a driving game. Seeing as cars are 
always on the ground, then overlapping z depths is quite a problem. 
Theres nothing worse than having your car driving forwards only to 
have half of it obliterated by the ground it should be on. This is my 
solution, follwed by two questions at the end. 


Create OT(1) and OT(2) 


sort all the world (except your car) into OT(1) 
sort your car int OT(2) 


now comes the silly part... 

through trial and error (!) I would find whereabouts in the middle of 
OT(1) the car would be if I registered in there instead of OT(2). This 
leads to being able to 


draw OT(1) from distance where car would be to end of OT(1) 
draw OT (2) 
draw OT(1) from start to distance where car would be 


In my mind that would work. The reason I've thought of such a 
convoluted method over just bit shifting the car more than the scenery 
when it is registered with OT(1) is becuase it means objects in front 
othe car get obscured by the car. Not good when your world isn' flat. 


The questions are - 


1) has anyone tried to set up a 'fake' OT. For example, create a large 
OT(1) and then make OT(3) use only the last half of the PACKET array 
and OT(4) the first half? There is an offset member of GsOT, but 
apparently it doesn't work. 


2) In my minds eye it would be worth doing this to eliminate overlap. 
Would it really though?! 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 13608 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000488 


——MESSAGE FILE 13609 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000489 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Sat, 14 Mar 1998 12:21:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <6edsooSdud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl871.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:359 scea.yaroze.pr 
ogramming.3d_graphics:219 scee.yaroze.programming.2d_graphics:260 scee.yaroze.progra 
mming.3d_graphics: 489 


I'm looking for someone with a tad more 
artistic flare than myself to do some 3D 
graphics for my soon to arrive little 
game demo. 


The game is a 90's version of that all 
time favourite(mine anyway) Q*Bert. 
It's (as usual) all 3D, with absolutely 
huge levels. It's a 1 or two player 
game, with additions such as laying 
bombs on cubes to corner your opponent, 
special 'cubes' that either rotate (so 
they can only be jumped on once), cubes 
that rise when they're jumped on 
enabling some inaccessible cubes to be 
reached, cubes that lower when they're 
jumped on, enabling Q*Bert to reach 
lower levels, and all sort of other 
things. 


My only problem is, the graphics are 
crap. It took me 4 hours to get a 
simple cube into an RSD file, and I 
blatantly stole the 'ball' (Q*Bert) from 
someone else's demo. 


What I need, if anyone would like to 
contribute and reap the benefits of 
everlasting stardom is; 


A Q*Bert character. This character can 
point in any direction, and can contain 
any amount of animation you're willing 
to spend time doing. 

If the limbs etc prove too time 
consuming, a cute 'tennis ball' kind of 
character would suffice. 


Some variations on the above character, 
with frowns instead of smiles to 
represent the 'baddies'. 


A nice 'Cube'. I believe the top side 
of the cube may be textured, although 
I'd have to see what performance impact 
this will have. 


Many thanks to anyone that can help. 


Your best mate. 
Steve Dunn 
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—-MESSAGE FILE 13609 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000489 


——MESSAGE FILE 13610 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000490 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Level Editors 

Date: Sun, 15 Mar 1998 10:49:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <6egboqSdud4@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm019.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know if there are any ' 16761 
editors' available for building 3d 
worlds. I don't really want to do my 
own if it's been done before. 


Steve Dunn 


—-MESSAGE FILE 13610 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000490 


——MESSAGE FILE 13611 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000491 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (Dennis Brinkhuis) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Level Editors 

Date: Sun, 15 Mar 1998 13:59:49 +0100 

Organization: Debri 

Lines: 12 

Message-ID: <ld5xqto.127fv3ye6v9zcN@al-—88-103.al.nl> 
References: <6egboqSdud4@chuka.playstation.co.uk> 
NNTP-Posting-Host: 81-88-103.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Steve Dunn <stevedunn@dial.pipex.com> wrote: 


Does anyone know if there are any ' 16761 
editors' available for building 3d 
worlds. I don't really want to do my 
own if it's been done before. 


VV NV V V V 


Steve Dunn 
Could be my question... 


DEnnis... (madmac) 
--MESSAGE FILE 13611 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000491 


——MESSAGE FILE 13612 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000492 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 640 x 512 resolution 

Date: 16 Mar 1998 07:51:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 23 

Message-ID: <01bd50b0$fe646360$75d449c2@Angelal.intelligent-—group.com> 
References: <6e0v9aSjebl@emeka.playstation.co.uk> 

NNTP-Posting-Host: 1117.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Lewis_Evans@Playstation.sony.com wrote in article 
<6e0v9aS$ jebl@emeka.playstation.co.uk>... 
> by mail2.fw-sj.sony.com (8.8.8/8.8.8) with ESMTP id GAA02085 
for <news@playstation.co.uk>; Mon, 9 Mar 1998 06:49:28 -0800 (PST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 


GsDRAWENV.isbg = 1; 


This fixes the previous problem with PAL at 640x512 
(provided the drawing completes in 1/50th of a frame) 


VVVVVVVVVV 


Lewis 


That one line of code did something that several hours with the performance 
analyser on Colin's desk couldn't do -Col wants shooting for not mentioning 
ie 

to me the other week......... 


Craig @ Intelligent Research 


--MESSAGE FILE 13612 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000492 


——MESSAGE FILE 13613 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000493 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Double Buffer and Ordering Tables 

Date: Mon, 16 Mar 1998 09:25:59 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <350CE216.3564C12F@immd9.informatik.uni-erlangen.de> 
NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello! 


I found a curious phenomenon, if you place a GsDrawOt command directly 
after a GsSwapDispBuf, the front buffer is cleared (turned to black) at 
the execution of the GsDrawOt command. This phenomennon does not occur, 
if one places at least one GsSort** command between GsSwapDispBuf and 
DsDrawOt. Does anybody have an idea, whether this is intended for some 
reasons (which?) or is it just another bug? 


Christoph 


-—-MESSAGE FILE 13613 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000493 


——MESSAGE FILE 13614 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000494 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotation, ApplyMatrix Query (fairly long) 

Date: Wed, 18 Mar 1998 10:32:11 +0100 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 284 

Message-ID: <350F949B.93337AA2@immd9.informatik.uni-erlangen.de> 

References: <34F3EFA2.4CD2@127.0.0.1> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" F1IDDOB8A0025B822DD48F36E" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


F1IDDOB8A0025B822DD48F36E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello Majik! 


I think the problem is the way you compute the distance between two points. The 
distance formula you use is the (or Norm mathematical speaking) is 


the so called Li-norm (d=abs(x)+abs(y)). But the norm, that reflects the geometric 
distance is the euclidian norm, which is defined as (d=fsqrt (x**2+y**2)). If you 
consider one of the values x or y to be zero, both formulas result in the same 


value, but if one of the values is not zero, and both values are greater than one, 
the Li-norm always results in a larger value than the euclidian norm. Take for 
instance 2-1 and y=1, in the case the 

Li-norm results in 2, but the euclidian norm, which represents teh geometric 
distance (euclidian norm) is 1.414.. This means, that using the Ll norm distances, 
are overweighted at directions that are not pointed at a right angle. 


Christoph Luerig 


Majik wrote: 


Hi, 

While working on the Drone Tank routine for Combat3D I've noticed a 
quirk, which may well be my sloppy code, but it looks like 
a strangeness in RotMatrix, anyway take a butchers: 


some variables: 
long dx, dz, tx, tz, mx, mz, td, td2, td3; 
short angle; 
MATRIX ltw; 
GsCOORDINATE2 dir; 
SVECTOR rot, hpl; 
VECTOR hpw; 


where is the opponents tank? 
tx = BTanks[op] .coord2->coord.t [0] 
tz = BTanks[op] .coord2->coord.t [2] 


r 
r 


make a local copy of our tanks GsCOORDINATE2 struct 
dir = *(BTanks [me] .coord2); 


this bit seems to be needed to set which direction the tank is facing 
I would have thought it would get it from the copy just done. 
setVector(&rot, 0, tank->angle, 0); 
RotMatrix(&rot, &(dir.coord)); 


Get the local to world transform matrix 
GsGetLw(&dir, &ltw); 

we consider an imaginary point in front of the tank 
setVector(&hpl, 0, 0, TANK_BOUNDC << 4); 
ApplyMatrix(&ltw, &hpl, &hpw); 


// consider a point at the 
// front of the tank 
mx = dir.coord.t[0] + hpw.vx; 
mz = dir.coord.t[2] + hpw.vz; 
this is the postition of the point, after rotation. 


get a rough estimate of the distance 
dx = tx - mx; 
dz = tZ = mz; 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 
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td = abs(dx) + abs(dz); // find the right angled distance 


decide whether we should turn clockwise, or anti-clockwise 
angle = (tx < mx) ? -32 : 32; // which way to turn (if facing northish) 


if we're facing south, then we need to turn the opposite way 
if (tank->angle > 1024 && tank->angle < 3072) 
angle = tank->angle - angle; 
else 


angle += tank->angle; 
angle &= 4095; 


try out this new angle 
setVector(&rot, 0, angle, 0); 
RotMatrix(&rot, &(dir.coord) ); 


GsGetLw(&dir, &ltw); 
ApplyMatrix(&ltw, &hpl, &hpw); 


mx = dir.coord.t[0] + hpw.vx; 
mz = dir.coord.t[2] + hpw.vz; // same point in 
// front of the tank 
get a rough estimate of the distance using this new rotated point 


dx = tx - mx; 
dz = tz = mz; 
td2 = abs(dx) + abs(dz); // find the distance 


Now the algorythm works by seeing if this new rotation makes the drone 
closer 
to the opponent, so you're wondering whats the problem... 


If the angle is close to a right angle, 0, 1024, 2048, 3072... then the 
results from 

the ApplyMatrix seem inconsistent, take for example 3072, this gives an 
x/z vector 

of -75,0 say, the program decides to move -32, 3040, it tries this and 
gets an x/z vector 

of -75,0 the same. it then takes this turn (I have it hard coded to 
always turn atm) and next 

time round we get 3040 as the input angle, which this time gives it an 
x/z vector of -75,-8 

different!, it then tries to turn +32, back to 3072, and this time it 
gives it an x/z vector 

of -75,-8... guess what happens next time round the loop* 


Now I know that the maths may still be a little screwy behind this 
method 
(it may be complete rubbish !) but it's still an interesting quirk? 


Or have I missed something? 
Majik. 


*answers on a postcard, sent to the waste paper bin :) 
-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


F1IDDOB8A0025B822DD4 8F36E 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello Majik! 


<P>I think the problem is the way you compute the distance between two 
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points. The distance formula you use is the (or Norm mathematical speaking) 
is 


<BR>the so called Ll-norm (d=abs(x)+abs(y)).&nbsp; But the norm, that reflects 


the geometric distance is the euclidian norm, which is defined as (d=fsqrt (x**2+y**2 


) 


). 


If you consider one of the values x or y to be zero, both formulas result 
in the same value, but if one of the values is not zero, and both values 
are greater than one, the Ll-norm always results in a larger value than 
the euclidian norm. Take for instance x=1 and y=1, in the case the 


<BR>L1l-norm results in 2, but the euclidian norm, which represents teh 


geometric distance (euclidian norm) is 1.414..&nbsp; This means, that using 
the L1 norm distances, are overweighted at directions that are not pointed 
at a right angle. 


<BR>&nbsp; 


<P>Christoph Luerig 
<BR>&nbsp; 


<P>Majik wrote: 


AAW A 


<BLOCKQUOTE TYPE=CITE>Hi, 


BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &nbsp; While working on the Drone 
ank routine for Combat3D I've noticed a 

BR>quirk, which may well be my sloppy code, but it looks like 

BR>a strangeness in RotMatrix, anyway take a butchers: 


<P>some variables: 


<BR>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; long dx, dz, tx, tz, mx, 


mz, td, td2, td3; 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; short angle; 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; MATRIX Լես: 


<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; GSCOORDINATE2 dir; 
<BR>&nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; SVECTOR rot, hpl; 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; VECTOR hpw; 


<P>where is the opponents tank? 


<BR>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; tx ; 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; tz = BTanks[op] .coord2->coord.t[2]; 


BTanks [op] .coord2->coord.t[0]; 


<P>make a local copy of our tanks GSCOORDINATE2 struct 
<BR>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; &nbsp; dir = * (BTanks[me].coord2); 


P>this bit seems to be needed to set which direction the tank is facing 

BR>I would have thought it would get it from the copy just done. 

BR>&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; setVector(&amp;rot, 0, tank->angle, 
) . 

B 


R>&nbsp; &énbsp; &énbsp; énbsp; &nbsp; &nbsp; &nbsp; RotMatrix(é&amp;rot, é&amp; (dir.coord) ) 


<P>Get the local to world transform matrix 


տա ech 


BR>&nbsp; &nbsp; &nbsp; énbsp; énbsp; &nbsp; &nbsp; GsGetLw(&amp;dir, é&amp;ltw); 
BR>we consider an imaginary point in front of the tank 

BR>&nbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; setVector(&amp;hpl, 0, 0, 
ANK_BOUNDC &1t;&lt; 4); 
BR>&nbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; ApplyMatrix(é&amp;ltw, s&amp;hpl, 

amp; hpw) ; 

BR>é&nbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &n 


bsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &n 
bsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 


/ 


< 


/ consider a point at the 
BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &n 


bsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &n 
bsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 


/ 


< 


<] 


< 


< 


<] 
<] 


< 
b 
/ 


/ front of the tank 
BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; mx = dir.coord.t[0] + hpw.vx; 


BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; mz = dir.coord.t[2] + hpw.vz; 
BR>this is the postition of the point, after rotation. 


P>get a rough estimate of the distance 

BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; dx = tx - mx; 

BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; dz tz - mz; 

BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; td abs (dx) + abs (dz); &nbsp; énbsp; &n 
sp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; 

/ find the right angled distance 
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<P>decide whether we should turn clockwise, or anti-clockwise 
<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; &nbsp; angle = (tx &lt; mx) ? -32 
32;&nbsp;énbsp; // which way to turn (if facing northish) 


<P>if we're facing south, then we need to turn the opposite way 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; if (tank->angle > 1024 &amp; &amp; 
tank->angle &lt; 3072) 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; 

angle = tank->angle - angle; 

<BR>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; else 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &nbsp; &énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; 

angle += tank->angle; 


<P>&nbsp; &nbsp; &nbsp; énbsp; énbsp; &énbsp; &nbsp; angle &amp;= 4095; 


<P>try out this new angle 

<BR>&nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &énbsp; setVector(é&amp;rot, 0, angle, 

0); 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; RotMatrix(&amp;rot, &amp; (dir.coord) ) 


, 


<P>&nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; GsGetLw(&amp;dir, ճոթ: Լեա): 
<BR>&nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &énbsp; ApplyMatrix(s&amp;ltw, é&amp;hpl, 
é&amp; hpw) ; 


+ hpw.vx; 


<P>&nbsp; &nbsp; &nbsp; énbsp; énbsp; &énbsp; &nbsp; mx = dir.coord.t[0] 
[2] + hpw.vz; &nbsp; &n 


<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; mz = dir.coord.t 
bsp; 

// same point in 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &n 
bsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; 

// front of the tank 

<BR>get a rough estimate of the distance using this new rotated point 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; dx = tx - mx; 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; &énbsp; dz = tz - mz; 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; td2 = abs (dx) + abs (dz); &nbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; 

// find the distance 


<P>Now the algorythm works by seeing if this new rotation makes the drone 
<BR>closer 
<BR>to the opponent, so you're wondering whats the problem... 


<P>If the angle is close to a right angle, 0, 1024, 2048, 3072... then 
the 

<BR>results from 

<BR>the ApplyMatrix seem inconsistent, take for example 3072, this gives 
an 
<BR>x/z vector 

<BR>of -75,0 say, the program decides to move -32, 3040, it tries this 
and 
BR>gets an x/z vector 


A 


<BR>of -75,0 the same. it then takes this turn (I have it hard coded to 
<BR>always turn atm) and next 

<BR>time round we get 3040 as the input angle, which this time gives it 
an 

<BR>x/z vector of -75,-8 

<BR>different!, it then tries to turn +32, back to 3072, and this time 
it 

<BR>gives it an x/z vector 

<BR>of -75,-8... guess what happens next time round the loop* 

<P>Now I know that the maths may still be a little screwy behind this 
<BR>method 

<BR> (it may be complete rubbish |) but it's still an interesting quirk? 


<P>Or have I missed something? 


<P>Majik. 
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<P>*answers on a postcard, sent to the waste paper bin :) 


<BR>-- 
<BR>-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
<BR>-—é&nbsp; énbsp; &nbsp; &nbsp; &nbsp; Spod in a suitcase - ' Have Compiler, 


will travel ' 

<BR>-—&nbsp; énbsp; &énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; 
<A HREF="http://mudhole.spodnet.uk.com/~majik/">http://mudhole.spodnet.uk.com/~majik 
/</A> 

<BR>--</BLOCKQUOTE> 

énbsp; 

<PRE></PRE> 

é&nbsp; </HTML> 


F1DDOB8A0025B822DD48F36E-—- 


—-MESSAGE FILE 13614 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000494 


—--MESSAGE FILE 13615 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000495 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: reducing polygon overlap 

Date: Wed, 18 Mar 1998 16:20:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <350FF465.7528@127.0.0.1> 

References: <3509c082.5799539@news.playstation.co.uk> 
NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Robert Swan wrote: 
this is the result of not getting enough sleep. 


In my next project Im going to do a driving game. Seeing as cars are 
always on the ground, then overlapping z depths is quite a problem. 
Theres nothing worse than having your car driving forwards only to 
have half of it obliterated by the ground it should be on. This is my 
solution, follwed by two questions at the end. 


VVVVVVVV 


> 

Combat3D can suffer from this too, the solution I am using is to sort 
the ground 

into an OT then draw it, then sort the scenery/tanks into the OT and 
draw that 

which, you could of course do this using two separate OT's but I don't 
think 

clearing the OT has that much of a performance hit. 


Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
sess Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


-—-MESSAGE FILE 13615 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000495 


--MESSAGE FILE 13616 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000496 

Path: chuka.playstation.co.uk!toby 

From: toby@angst.forefront.com.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: reducing polygon overlap 

Date: 18 Mar 1998 22:42:58 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <slrn6hO0jpl.pt9.toby@ns.forefront.com.au> 

References: <3509c082.5799539@news.playstation.co.uk> <350FF465.7528@127.0.0.1> 
NNTP-Posting-Host: ns.forefront.com.au 

X-Newsreader: slrn (0.9.4.6 UNIX) 


On Wed, 18 Mar 1998 16:20:53 +0000, Majik <majik@127.0.0.1> wrote: 
>which, you could of course do this using two separate OT's but I don't 
>think 
>clearing the OT has that much of a performance hit. 
> 

>Majik. 


I'd imagine that clearing the OT is done via DMA. if that's true, and 
GsClearOT doesn't wait for it to finish, and you can have more than one 
DMA channel active at once, and you're using the dcache, you can probably 
get a lot of speedup by having one OT being drawn, while the other is 
cleared, at the same time as you're performing calculations for the next 
frame. 


it's really this kind of information that would be useful. not exactly 
hardware usage, but at least a reasonably detailed description of _how_ 
the hardware works, so that we can use it effectively. 


toby. 
—-MESSAGE FILE 13616 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000496 


--MESSAGE FILE 13617 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000497 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: reducing polygon overlap 

Date: Thu, 19 Mar 1998 08:41:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6eqlbv$15r12@chuka.playstation.co.uk> 

References: <3509c082.5799539@news.playstation.co.uk> <350FF465.7528@127.0.0.1> <slr 
n6ohOjpl.pt9.toby@ns.forefront.com.au> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi, 
OT clearing blocks the processor, but is very fast ( 1 cycle per OT entry ) 
Colin. 


Toby Sargeant wrote in message ... 

>On Wed, 18 Mar 1998 16:20:53 +0000, Majik <majik@127.0.0.1> wrote: 
>>which, you could of course do this using two separate OT's but I don't 
>>think 

>>clearing the OT has that much of a performance hit. 

>> 

>>Majik. 

> 

>I'd imagine that clearing the OT is done via DMA. if that's true, and 
>GsClearOT doesn't wait for it to finish, and you can have more than one 
>DMA channel active at once, and you're using the dcache, you can probably 
>get a lot of speedup by having one OT being drawn, while the other is 
>cleared, at the same time as you're performing calculations for the next 
>frame. 

> 

>it's really this kind of information that would be useful. not exactly 
>hardware usage, but at least a reasonably detailed description of _how_ 
>the hardware works, so that we can use it effectively. 

> 

>toby. 
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-—-MESSAGE FILE 13617 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000497 


—-MESSAGE FILE 13618 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000498 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotation, ApplyMatrix Query (fairly long) 

Date: Thu, 19 Mar 1998 14:54:43 +0000 

Organization: Intelligent Research 

Lines: 49 

Message-ID: <351131B3.FC7030EB@intelligent-—group.com> 

References: <34F3EFA2.4CD2@127.0.0.1> <350F949B.93337AA2@immd9.informatik.uni-erlang 
en.de> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Christoph Luerig wrote: 


Hello Majik! 

I think the problem is the way you compute the distance between two 
points. The distance formula you use is the (or Norm mathematical 
speaking) is 
the so called Ll-norm (d=abs(x)+abs(y)). But the norm, that reflects 
the geometric distance is the euclidian norm, which is defined as 
(d=fsqrt (x**2+y**2)). If you consider one of the values x or y to be 


zero, both formulas result in the same value, but if one of the values 
is not zero, and both values are greater than one, the Ll-norm always 
results in a larger value than the euclidian norm. Take for instance 
x=] and y=1, in the case the 

Li-norm results in 2, but the euclidian norm, which represents teh 
geometric distance (euclidian norm) is 1.414.. This means, that using 
the L1 norm distances, are overweighted at directions that are not 
pointed at a right angle. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> Christoph Luerig 

> 

I've got 3 different way's of calculating distance that I generally use 
in my code: 

1) Integer only calculated Square Root (accurate to nearest whole 
number) 
- fairly slow, but quicker than a floating point square root. 

2) Integer only lookup table SquareRoot (again, accurate to nearest 
whole numer). 
- faster, but requires a lookup table of length 

sqrt (largest_number_I_want_to_use). 

3) Manhattan Distance Approximation. A finite series approximation to 
sqrt (X**2+Y**2+Z**2), very fast. Two variations on accuracy (a dead fast 


70% accurate using power of 2 shiftable coeficients, and a slightly 
Slower 85% with 
ideal coeficients). 


Method 3 is best in a realtime app. I've not got the code with me, but 
if anyone 

is interested I can post the (very simple) function to do the 
calculation........ 


Craig. 


—-MESSAGE FILE 13618 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000498 


—-MESSAGE FILE 13619 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000499 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: reducing polygon overlap 

Date: Thu, 19 Mar 1998 15:00:56 +0000 

Organization: Intelligent Research 

Lines: 24 

Message-ID: <35113328.2E978CD6@intelligent-—group. com> 

References: <3509c082.5799539@news.playstation.co.uk> <350FF465.7528@127.0.0.1> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Majik wrote: 


Combat3D can suffer from this too, the solution I am using is to sort 
the ground 

into an OT then draw it, then sort the scenery/tanks into the OT and 
draw that 

which, you could of course do this using two separate OT's but I don't 
think 

clearing the OT has that much of a performance hit. 


Majik. 


VVVVVVVVVV 


Problem with that approach is that you have to wait for completion of the 
GsDrawOt() for drawing the ground before issueing the one for drawing the 
tanks. You get a performance hit there (I've tried that approach myself). 
It's faster to draw the ground into one OT (of minimum length), and use 
GsSortOt() to put the ground OT at the back of the main OT (ie. at 
(1<<OT_LENGTH)-1 ), then draw with a single GsDraw0Ot. 


Craig. 


—-MESSAGE FILE 13619 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000499 


—-MESSAGE FILE 13620 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000500 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotation, ApplyMatrix Query (fairly long) 

Date: Fri, 20 Mar 1998 13:01:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <35125A99.CB324946@immd9.informatik.uni-erlangen.de> 

References: <34F3EFA2.4CD2@127.0.0.1> <350F949B.93337AA2@immd9.informatik.uni-erlang 
en.de> <351131B3.FC7030EB@intelligent-—group.com> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello Craig! 


Especially in this case I would not use a finite series approximation, but 
a newton method based iteration scheme. 

Assume we wnat to calculate d=sqrt (x**2+y**2+z**2), then the iteration 
method looks like 

dnew=0.5* (dold+ (x**2+y**2+z**2) /dold) ) 
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In integer coordinates that results in one division, one addition and one 
bit shift per iteration. As the distance is computed during an animation, 
one can assume, that the distance of the last frame is not too much away 
from the distance, that has to be computed in this frame. This means, that 
the distance computed for the last frame would make up a good starting 
point for the iteration for the actual frame. 


You can derive this formula by applying the newton method to the equation 
error (Վ) =d**2-x**2-y**2-z**2=0 


Christoph Luerig 


Craig Graham wrote: 


Christoph Luerig wrote: 


Hello Majik! 

I think the problem is the way you compute the distance between two 
points. The distance formula you use is the (or Norm mathematical 
speaking) is 

the so called Li-norm (d=abs(x)+abs(y)). But the norm, that reflects 
the geometric distance is the euclidian norm, which is defined as 
(d=fsqrt (x**2+y**2)). If you consider one of the values x or y to be 


zero, both formulas result in the same value, but if one of the values 
is not zero, and both values are greater than one, the Ll-norm always 
results in a larger value than the euclidian norm. Take for instance 
x=] and y=1, in the case the 

Li-norm results in 2, but the euclidian norm, which represents teh 
geometric distance (euclidian norm) is 1.414.. This means, that using 
the L1 norm distances, are overweighted at directions that are not 
pointed at a right angle. 


Christoph Luerig 


VVVVVVVVVVVVVV VV VV VV 


I've got 3 different way's of calculating distance that I generally use 
in my code: 

1) Integer only calculated Square Root (accurate to nearest whole 
number) 
- fairly slow, but quicker than a floating point square root. 

2) Integer only lookup table SquareRoot (again, accurate to nearest 
whole numer). 
- faster, but requires a lookup table of length 

sqrt (largest_number_I_want_to_use). 

3) Manhattan Distance Approximation. A finite series approximation to 
sqrt (X**2+Y**2+Z**2), very fast. Two variations on accuracy (a dead fast 


70% accurate using power of 2 shiftable coeficients, and a slightly 
slower 85% with 
ideal coeficients). 


Method 3 is best in a realtime app. I've not got the code with me, but 
if anyone 

is interested I can post the (very simple) function to do the 
CalCulatbi On wissen: 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 


Craig. 


—-MESSAGE FILE 13620 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000500 


——MESSAGE FILE 13621 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000501 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: reducing polygon overlap 

Date: Fri, 20 Mar 1998 12:14:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35125D8C.7167@127.0.0.1> 

References: <3509c082.5799539@news.playstation.co.uk> <350FF465.7528@127.0.0.1> <351 
13328 .2E978CD6@intelligent-—group.com> 

NNTP-Posting-Host: darkstar.stnc.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 


Craig Graham wrote: 

Problem with that approach is that you have to wait for completion of the 
GsDrawOt() for drawing the ground before issueing the one for drawing the 
tanks. You get a performance hit there (I've tried that approach myself). 
It's faster to draw the ground into one OT (of minimum length), and use 
GsSortOt() to put the ground OT at the back of the main OT (ie. at 

> (1<<OT_LENGTH)-1 ), then draw with a single GsDraw0Ot. 

surely you would only get a performance hit if you were waiting for the 
drawing to 

complete, you could be doing something else. 


VVVVV 


although your method does sound better, I might give that a try at some 
point. 


Majik. 


-- Majik - Owner/Curator of the Sinclair Microcomputer Museum 
== Spod in a suitcase - ' Have Compiler, will travel ' 
-- http://mudhole.spodnet.uk.com/~majik/ 


—-MESSAGE FILE 13621 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000501 


—--MESSAGE FILE 13622 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000502 

Path: chuka.playstation.co.uk!news 

From: Harald Ploch <harald.ploch@telecom.at> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: WorkBase 

Date: Fri, 20 Mar 1998 15:39:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <35127FB5.785E@telecom.at> 
NNTP-Posting-Host: LPO5PORT30.highway.telekom.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (WinNT; 1) 


Hasti 


What is the WorkBase (packet area ?) and how is it related to ordering 
tables ? 


Thanx, 


Harald Ploch 
--MESSAGE FILE 13622 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000502 


——MESSAGE FILE 13623 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000503 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: WorkBase 

Date: Sat, 21 Mar 1998 15:02:34 -0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <6f0kds$15r43@chuka.playstation.co.uk> 
References: <35127FB5.785E@telecom.at> 
NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


The workbase is the area of memory used to store the screen drawing 
commands. ( When you call any GsSort routine it stores it's info in the 
workbase ( in a heap ) and links that info to the ordering table ) 


Harald Ploch wrote in message <35127FB5.785E@telecom.at>... 

>Hi!!! 

> 

>What is the WorkBase (packet area ?) and how is it related to ordering 
>tables ? 

> 

>Thanx, 

> 

>Harald Ploch 


—-MESSAGE FILE 13623 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000503 


--MESSAGE FILE 13624 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000504 

Path: chuka.playstation.co.uk!news 

From: "Roberto Baldan" <roba@ve.shineline.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Dual Shock pad 

Date: Sun, 22 Mar 1998 23:37:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <6f431lbS$f1o015@chuka.playstation.co.uk> 
NNTP-Posting-Host: ppm-9.shineline.it 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


How to handle Dual Shock and analog pads? 


-—-MESSAGE FILE 13624 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000504 


—-MESSAGE FILE 13625 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000505 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotation, ApplyMatrix Query (fairly long) 

Date: Mon, 23 Mar 1998 12:30:57 +0000 

Organization: Intelligent Research 

Lines: 25 

Message-ID: <35165600.B98FF682@intelligent-—group.com> 

References: <34F3EFA2.4CD2@127.0.0.1> <350F949B.93337AA2@immd9.informatik.uni-erlang 
en.de> <351131B3.FC7030EB@intelligent-group.com> <35125A99.CB324946@immd9.informatik 
-uni-erlangen.de> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Christoph Luerig wrote: 


Hello Craig! 


Especially in this case I would not use a finite series approximation, but 


> 
> 
> 
> a newton method based iteration scheme. 
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> 
<SNIP : Deleted the method for doing the iterative method> 


> Christoph Luerig 
> 


Iteration wouldn't be as fast as the FSA though. I use the FSA for 

moving point lightsource calculation, and speed is the important thing 

rather than accuracy for a moving point source (eg. a plasma ball, or a 
static light illuminating a moving object for a brief time). 

For static light effects, where they're going to be the same for long 

enough to notice any discrepencies, I would pre-calculate with an exact 
integer sqrt() function anyway (eg. a lamp on a wall, where the circle of 
illumination should be uniformly graduated 'coz you can stand and look at it). 


Craig. 


-—-MESSAGE FILE 13625 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000505 


—--MESSAGE FILE 13626 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000506 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Artistic people...YOUR GATEWAY to Fame and Fortune (this is not a spam) 
Date: Tue, 24 Mar 1998 13:56:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <6f8e40Sf1021@chuka.playstation.co.uk> 

References: <6edsooSdud2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm441.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:363 scea.yaroze.pr 
ogramming.3d_graphics:221 scee.yaroze.programming.2d_graphics:293 scee.yaroze.progra 
mming.3d_graphics:506 


What a response. I've sorted through 
the millions of pleas that have been 
flooding in daily since I posted this, 
but unfortuanatly, no-one was up to the 
standard required. So, don't be 
disheartened, YOUR chance still exists 
for this one in a daytime opportunity. 


Steve 


>I'm looking for someone with a tad more 
>artistic flare than myself to do some 
3D 

>graphics for my soon to arrive little 
>game demo. 

> 
>The game is a 90's version of that all 
>time favourite(mine anyway) Q*Bert. 
>It's (as usual) all 3D, with absolutely 
>huge levels. It's a l or two player 
>game, with additions such as laying 
>bombs on cubes to corner your opponent, 
>special 'cubes' that either rotate (so 
>they can only be jumped on once), cubes 
>that rise when they're jumped on 
>enabling some inaccessible cubes to be 
>reached, cubes that lower when they're 
>jumped on, enabling Q*Bert to reach 
>lower levels, and all sort of other 
>things. 
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> 
>My only problem is, the graphics are 
>crap. It took me 4 hours to get a 


>simple cube into an RSD file, and I 
>blatantly stole the 'ball' (Q*Bert) 
from 

>someone else's demo. 

> 

>What I need, if anyone would like to 
>contribute and reap the benefits of 
>everlasting stardom is; 

> 

>A Q*Bert character. This character can 
>point in any direction, and can contain 
>any amount of animation you're willing 
>to spend time doing. 

>If the limbs etc prove too time 
>consuming, a cute 'tennis ball' kind of 
>character would suffice. 

> 

>Some variations on the above character, 
>with frowns instead of smiles to 
>represent the 'baddies'. 

> 

>A nice 'Cube'. I believe the top side 
>of the cube may be textured, although 
>I'd have to see what performance impact 
>this will have. 

> 

>Many thanks to anyone that can help. 

> 

>Your best mate. 

>Steve Dunn 

> 


V V V V 
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--MESSAGE FILE 13626 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000506 


——MESSAGE FILE 13627 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000507 
Path: chuka.playstation.co.uk!news 
From: "Steve Dunn" <steve@backroom.tm> 


Newsgroups: scee.yaroze.programming.3d_graphics 


Subject: 3D Object Size 
Date: Tue, 24 Mar 1998 23:12:29 -0000 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 35 


Message-ID: <6f9%emuSf1027@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm367.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'll kick off in my normal fashion... 
"I'm probably missing something 
obvious..." 


If I slap a 3D object at 0,0,0, is there 
anywhere in the myriad of structures 
that I could politely question as to how 
'large' the object is ? This is for 
collision detection. I thought I'd be 
quite good at this subject, as I ride a 
motorbike through central London 
everyday ! 


Also.... 


Net Yaroze newsgroups message dump.txt 


I have a simple cube object (simple 
for you lot, still took me an hour!) 
created in 3DS. When I export to dxf, 
the normals are all AAF (pointing the 
wrong way), so I can only dab on the 
texture on the 'inside' of the cube. 1 
got around this by using the 'double 
sided polygon' command line wotsit in 
the dxf2rsd tool. The real problem is 
that all surfaces of the cube are made 
up of 2 triangles. Now when these are 
displayed, I can see the 'gap' between 
the two triangles on the textured face. 


Any help gratefully received... 


Steve (come back the 6502) Dunn. 
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-—-MESSAGE FILE 13627 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000507 


——MESSAGE FILE 13628 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000508 
Path: chuka.playstation.co.uk!news 
From: Xavi <xavit@mx2.redestb.es> 


Newsgroups: scee.yaroze.programming.3d_graphics 


Subject: Re: 3D Object Size 
Date: Wed, 25 Mar 1998 03:41:09 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 19 


Message-ID: <35186EC5.64A5@mx2.redestb.es> 
References: <6f9emuSf1lo027@chuka.playstation.co.uk> 


NNTP-Posting-Host: ppp56.195.redestb.es 
Mime-Version: 1.0 


Content-Type: text/plain; charset=us-ascii 


Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Winl6; I) 


Steve Dunn wrote: 


for you lot, still took me an hour!) 
created in 3DS. When I export to dxf, 
the normals are all AAF (pointing the 
wrong way), so I can only dab on the 
texture on the 'inside' of the cube. 
got around this by using the 'double 
sided polygon' command line wotsit in 
the dxf2rsd tool. The real problem is 
that all surfaces of the cube are made 
up of 2 triangles. Now when these are 
displayed, I can see the 'gap' between 


VVVVVVVVVV VV V 


When you save a dxf file the normals swap. You must 


re-swap them with "-back" parameter. 


try: dxf2rsd -back -quad2 


I have a simple cube object (simple 


I 


the two triangles on the textured face. 


—-MESSAGE FILE 13628 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000508 


—--MESSAGE FILE 13629 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000509 
Path: chuka.playstation.co.uk!news 


From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 


Subject: Re: 3D Object Size 
Date: 25 Mar 1998 08:59:47 GMT 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 58 
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Message-ID: <01bd57cd$008d14c0$72d449c2@Angelal.intelligent-—group.com> 
References: <6f9emuSflo27@chuka.playstation.co.uk> <35186EC5.64A5@mx2.redestb.es> 
NNTP-Posting-Host: 1114.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Xavi <xavit@mx2.redestb.es> wrote in article 
<35186EC5.64A5@mx2.redestb.es>... 

> Steve Dunn wrote: 

> I have a simple cube object (simple 
for you lot, still took me an hour!) 
created in 3DS. When I export to dxf, 
the normals are all AAF (pointing the 
wrong way), so I can only dab on the 
texture on the 'inside' of the cube. 1 
got around this by using the 'double 
sided polygon' command line wotsit in 
the dxf2rsd tool. The real problem is 
that all surfaces of the cube are made 
up of 2 triangles. Now when these are 
displayed, I can see the 'gap' between 
the two triangles on the textured face. 


VVVVVVVVVV VV 


When you save a dxf file the normals swap. You must 
re-swap them with "-back" parameter. 


try: dxf2rsd -back -quad2 


VVVVVVVVVVVVVVV VV VV 


When converting a 3DS Max (which Steve is using) exported DXF, use the 
command line: 


dxf2rsd -v -Y-Z -s -e 1 myfile.dxf 


Explaination: 
-vV verbose mode (so you can see what it's doing) 
-Y-Z this'1lll sort out the normals for you 
-Տ set the gourard shading bits in all the poly's (saves doing it with a 
text editor) 
-e 1 3DS Max tends to put in a lot of 'almost' the same points - they'll 
look like 
the same point in RSDTOOL, but you'll get tearing when you display it 


(esp. 


with a texture), so setting the error distance to a fairly small number 
will make all 
the 'almost' points to be exactly the same. 


Another (better) fix for the tearing is to load the RSD into RsdAnim and 
use the optimise vertices 

function with a radius of 1 (it works better than dxf2rsd's error 
distance). Then click the optimise 

polygons button for good measure (you'll get a much better result doing it 
with RsdAnim). 


Craig. 

NOTE: RsdAnim is a direct RSD format keyframe animator (MIMe generator) 
I've been working on. 

Steve has an early beta of it, so he can use it in this instance... 


—-MESSAGE FILE 13629 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000509 


--MESSAGE FILE 13630 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000510 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotation, ApplyMatrix Query (fairly long) 
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Date: 25 Mar 1998 09:15:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <01lbd57cf£$3c521120$72d449c2@Angelal.intelligent-—group.com> 

References: <34F3EFA2.4CD2@127.0.0.1> <350F949B.93337AA2@immd9.informatik.uni-erlang 
en.de> <351131B3.FC7030EB@intelligent-group.com> <35125A99.CB324946@immd9.informatik 
-uni-erlangen.de> <35165600.B98FF682@intelligent-—group.com> 

NNTP-Posting-Host: 1114.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Been waffling about manhattan distance approximation (approximate length of 
a 3D vector), here's the code for it: 


short manhatan_distance(short a, short b, short c) 
{ 


register short t; 


b=ABS (b); 
c=ABS (cC); 
if (a<b) // a is > b 
{ 
t=a; 
a=b; 
b=t; 
} 
if (b<c) // b is > cC 
{ 
t=b; 
b=c; 
c=t; 
} 
if (a<b) // a is > b 
{ 
t=a; 
a=b; 
b=t; 


#ifdef FAST_BUT_LESS_ACCURATE 


t=a + (b>>2) + (c>>2); // faster (shift only, no multiply) 
#else 

t=a + ((11*b)>>5) + (c>>2); // more accurate but has an extra 
multiply 
#endif 

return t; 

} 
Craig 


—-MESSAGE FILE 13630 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000510 


——MESSAGE FILE 13631 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000511 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Object Size 

Date: Wed, 25 Mar 1998 13:58:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 79 

Message-ID: <6fbloj$f1030@chuka.playstation.co.uk> 

References: <6f9emuSflo27@chuka.playstation.co.uk> <35186EC5.64A5@mx2.redestb.es> ՀՕ 
1bd57cd$008d14c0$72d449c2@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: 194.216.129.206 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 
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> 
>When converting a 3DS Max (which Steve is using) exported DXF, use the 
>command line: 
How do you know that ! :) 
> 
> dxf2rsd -v -Y-Z -s -e 1 myfile.dxf 
> 
Thanks Craig. 


Any ideas on how to get the 'object size' from a 3D object in an ordering 
table as in the first part of my original post ? 


Cheers 
Steve 


Craig Graham wrote in message 
<01bd57cd$008d14c0$72d449c2@Angelal.intelligent-group.com>... 
> 

> 

>Xavi <xavit@mx2.redestb.es> wrote in article 
><35186EC5.64A5@mx2.redestb.es>... 

>> Steve Dunn wrote: 


>> > I have a simple cube object (simple 
>> > for you lot, still took me an hour!) 

>> > created in 3DS. When I export to dxf, 
>> > the normals are all AAF (pointing the 
>> > wrong way), so I can only dab on the 

>> > texture on the 'inside' of the cube. I 
>> > got around this by using the 'double 

>> > sided polygon' command line wotsit in 
>> > the dxf2rsd tool. The real problem is 
>> > that all surfaces of the cube are made 
>> > up of 2 triangles. Now when these are 
>> > displayed, I can see the 'gap' between 
>> > the two triangles on the textured face. 
>> 


>> When you save a dxf file the normals swap. You must 

>> re-swap them with "-back" parameter. 

>> 

>> try: dxf2rsd -back -quad2 

>> 

> 

>When converting a 3DS Max (which Steve is using) exported DXF, use the 
>command line: 


> 

> dxf2rsd -v -Y-Z -s -e 1 myfile.dxf 
> 

>Explaination: 

> 


>-v verbose mode (so you can see what it's doing) 

>-Y-Z this'1lll sort out the normals for you 

>-s set the gourard shading bits in all the poly's (saves doing it with a 
>text editor) 

>-e 1 3DS Max tends to put in a lot of 'almost' the same points - they'll 
>look like 

> the same point in RSDTOOL, but you'll get tearing when you display it 
>(esp. 
> with a texture), so setting the error distance to a fairly small number 
>will make all 

> the 'almost' points to be exactly the same. 

> 

>Another (better) fix for the tearing is to load the RSD into RsdAnim and 
>use the optimise vertices 

>function with a radius of 1 (it works better than dxf2rsd's error 
>distance). Then click the optimise 

>polygons button for good measure (you'll get a much better result doing it 
>with RsdAnim). 

> 

>Craig. 

>NOTE: RsdAnim is a direct RSD format keyframe animator (MIMe generator) 


Net Yaroze newsgroups message dump.txt Page 9140 


>I've been working on. 

>Steve has an early beta of it, so he can use it in this instance... 
> 

> 

> 


-—-MESSAGE FILE 13631 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000511 


——MESSAGE FILE 13632 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000512 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSDTool Updates/Alternatives 

Date: Thu, 26 Mar 1998 18:42:28 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <351B1214.E86CFADB@ésinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hey, has RSDTool been updated since October? Or are there any programs 
out there that do the same kind of thing (texture/colorize RSD's)? 

Every now and again, I make a model that is the size I want, but RSDTool 
draws it too big and crashes before I get a chance to scale it smaller 
(I've got that problem right now). 


- Dreamwriter Dragon 
dreamer@sinclair.net 
-==UDIC==- 
—-MESSAGE FILE 13632 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000512 


—--MESSAGE FILE 13633 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000513 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Object Size (Vertices section of PLY file) 
Date: Mon, 30 Mar 1998 08:08:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 76 

Message-ID: <6fnrccS6ne6@chuka.playstation.co.uk> 
References: <6f9emuSf1lo27@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl031.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Think I've got it sussed, 

To make a ‘bounding collision box', 
I've decided the best course of action 
to get the object 'size' is 
to poke around and come up with an x,y,z 
size from the Vertices section of the 
ply file associated with the particular 
RSD file. 

Though documentation sais the 'vertices' 
section contains the X,Y,Z co-ords of 
the vertices, one line for each vertex. 
have found that this is in fact 
incorrect. 

The format I've stumbled across 1Տ.. X, 
Lip, a 


եռ 


[ry it for yourself. Create a 
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200x200x50 cube,convert it, and look at 
the vertices in the ply file. It is 
definitely 2,2,Մ- 


Anyway, more to point, is there a way to 
get these dimensions from the resulting 
-tmd file ? 


Additionally, I should point out that 
this is all in aid of collision 
detection. If anyone can turn me 
around and kick me in the direction of a 
nice sample with collision detection I'd 


be very happy indeed. 
Any help appreciated. 
Steve 


>I'll kick off in my normal fashion... 


> "I'm probably missing something 
>obvious..." 
> 


>If I slap a 3D object at 0,0,0, is 
there 

>anywhere in the myriad of structures 
>that I could politely question as to 
how 

>'large' the object is ? This is for 
>collision detection. I thought I'd be 
>quite good at this subject, as I ride a 
>motorbike through central London 
>everyday ! 

> 

>Also.... 

> 

> I have a simple cube object (simple 
>for you lot, still took me an hour!) 
>created in 3DS. When I export to dxf, 
>the normals are all AAF (pointing the 
>wrong way), so I can only dab on the 
>texture on the 'inside' of the cube. I 
>got around this by using the 'double 
>sided polygon' command line wotsit in 
>the dxf2rsd tool. The real problem is 
>that all surfaces of the cube are made 
>up of 2 triangles. Now when these are 
>displayed, I can see the 'gap' between 
>the two triangles on the textured face. 
> 

>Any help gratefully received... 

> 

> 

>Steve (come back the 6502) Dunn. 

> 

> 
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—-MESSAGE FILE 13633 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000513 


——MESSAGE FILE 13634 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000514 
Path: chuka.playstation.co.uk!news 


From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Object Size (Vertices section of PLY file) 


Date: Mon, 30 Mar 1998 12:17:34 +0100 
Organization: Intelligent Research 
Lines: 60 
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Message-ID: <351F7F4E.CD3FB3D4@hinge.mistral.co.uk> 

References: <6f9emuS$flo27@chuka.playstation.co.uk> <6fnrecS$6ne6@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Steve Dunn wrote: 


Think I've got it sussed, 

To make a 'bounding collision box', 
I've decided the best course of action 
to get the object 'size' is 
to poke around and come up with an x,y,z 
size from the Vertices section of the 
ply file associated with the particular 
RSD file. 

Though documentation sais the 'vertices' 
section contains the X,Y,Z co-ords of 
the vertices, one line for each vertex. 
have found that this is in fact 
incorrect. 

The format I've stumbled across is.. X, 
Z, Y. 

Try it for yourself. Create a 
200x200x50 cube,convert it, and look at 
the vertices in the ply file. It is 
definitely 2,2,Մ- 


Anyway, more to point, is there a way to 
get these dimensions from the resulting 


-tmd file ? 

Additionally, I should point out that 
this is all in aid of collision 
detection. If anyone can turn me 
around and kick me in the direction of a 
nice sample with collision detection I'd 


be very happy indeed. 


Any help appreciated. 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV V 


Steve 


Steve, the tmd member of a GsDOBJ2 structure points 
to the TMD objects header. 


It's structure is something like: 
typedef struct { 
SVECTOR *vertices; // pointer to an array with n_verts 
//elements with the vertex coords in it 
long n_verts; 
NORMAL *norms; 
long n_norms; 
PRIMITIVE *prims; 
long n_prims; 
long scale; 
} TMD_OBJECT; 


I may have got this in the wrong order as I've not got my machine here, 
but 
that's the contents of the structure... 


Craig. 


—-MESSAGE FILE 13634 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000514 
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——MESSAGE FILE 13635 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000515 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDTool Updates/Alternatives 

Date: Mon, 30 Mar 1998 12:20:12 +0100 

Organization: Intelligent Research 

Lines: 24 
Message-ID: <351F7FEC.44DEB96D@hinge.mistral.co.uk> 
References: <351B1214.E86CFADB@ésinclair.net> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Joshua Meeds wrote: 


Hey, has RSDTool been updated since October? Or are there any programs 
out there that do the same kind of thing (texture/colorize RSD's) ? 

Every now and again, I make a model that is the size I want, but RSDTool 
draws it too big and crashes before I get a chance to scale it smaller 
(I've got that problem right now). 


VVVVVYV 


Someone should make an ASE to RSD convertor(3DS Max ASCII Scene Export 
format), as ASE 

contains all the texturing info that is lost when you 

export a DXF. I looked at it and it seems pretty 

straightforward to do..... 


I've also been working on a tool called RsdAnim, 
but that's more for animating RSD's (it generates 
the MIMe info) than for texturing. 


Craig. 


—-MESSAGE FILE 13635 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000515 


--MESSAGE FILE 13636 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000516 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Object Size (Vertices section of PLY file) 

Date: Sat, 28 Mar 1998 13:44:10 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 101 

Message-ID: <6f0467S6nel1@chuka.playstation.co.uk> 

References: <6f9emuSf1lo27@chuka.playstation.co.uk> <6fnrcecSé6ne6@chuka.playstation.co 
-uk> <351F7F4E.CD3FB3D4@hinge.mistral.co.uk> 

NNTP-Posting-Host: userm860.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Craig 


> 
>Steve, the tmd member of a Շտք0872 
structure points 
>to the TMD objects header. 
> 

Ahh, the wonderful magical unsigned 
long ! Good job us hobbiest aren't at 
all interested in fundamentals like this 
! ;( Would have been a complete waist 
of paper if they did print any 'discrete 


Net Yaroze newsgroups message dump.txt 


clues' as to what we're actually poking 
around with ! ;) 


Still, the diagram on how to use the 
mains plug converter deserves some 
praise ! ;) 


Steve 'miffed' Dunn. 


> 

> 

>Steve Dunn wrote: 

> 

>> Think I've got it sussed, 

>> To make a ‘bounding collision 
box', 

>> I've decided the best course of 
action 

>> to get the object 'size' is 

>> to poke around and come up with an 
X,Y,Z 

>> size from the Vertices section of the 
>> ply file associated with the 
particular 
>> RSD file. 

>> Though documentation sais the 
'vertices' 

>> section contains the X,Y,Z co-ords of 
>> the vertices, one line for each 
vertex. 

>> I have found that this is in fact 

>> incorrect. 

>> The format I've stumbled across is.. 
X, 

>> Z, Ը 

>> Try it for yourself. Create a 

>> 200x200x50 cube, convert it, and look 
at 

>> the vertices in the ply file. It is 
>> definitely X,Z,Y. 

>> 

>> Anyway, more to point, is there a way 
to 

>> get these dimensions from the 


resulting 

>> .tmd file ? 

>> 

>> Additionally, I should point out that 
>> this is all in aid of collision 

>> detection. If anyone can turn me 


>> around and kick me in the direction 
ofa 

>> nice sample with collision detection 
I'd 

>> be very happy indeed. 

>> 

>> Any help appreciated. 

>> 

>> Steve 

> 

>Steve, the tmd member of a Շտք0872 
structure points 

>to the TMD objects header. 

> 

>It's structure is something like: 
>typedef struct { 


> SVECTOR *vertices; // pointer to an 
array with n_verts 
> //elements with the 


vertex coords in it 
> long n_verts; 
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> NORMAL *norms; 

> long n_norms; 

> PRIMITIVE *prims; 

> long n_prims; 

> long scale; 

>} TMD_OBJECT; 

> 

>I may have got this in the wrong order 
as I've not got my machine here, 

>but 

>that's the contents of the structure... 
> 

>Craig. 

> 


—-MESSAGE FILE 13636 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000516 


—--MESSAGE FILE 13637 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000517 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Collision detection 

Date: Tue, 31 Mar 1998 11:38:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6fqgqfS6ne24@chuka.playstation.co.uk> 
NNTP-Posting-Host: userm109.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


If anyone can help on collision 
detection (3D), I'd be very grateful. 

I have a XZ world and want to check 
collision with any object. The objects 
can be located anywhere in the world, 
and can be any size, and be at any 
rotation(constantly changing). 


Any help appreciated. 


Steve 


—-MESSAGE FILE 13637 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000517 


——MESSAGE FILE 13638 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000518 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Lewis_Evans@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Collision detection 

Date: 31 Mar 1998 13:29:45 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 45 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6fqnjpSsqgl@emeka.playstation.co.uk> 

Reply-To: Lewis_Evans@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 31 Mar 1998 13:33:39 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id NAA24103 
for <news@playstation.co.uk>; Tue, 31 Mar 1998 13:33:24 +0100 (BST) 
From: Lewis_Evans@Playstation.sony.com 
To: news@playstation.co.uk 
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Generic / easily applicable 3d collision detection 

and handling: cube, sphere, cylinder. 

The first two are especially straightforward to detect collisions with; 
the only time-consuming part may be using tmd-access routines 

to find the dimensions of your TMD models 

(but see tmd.c, tmd.h in SCEE demo <car>). 


For N objects, and potentially (N.N-1)/2 pairs of objects, collision 
detection 

can be expensive; people usually use assumptions about game world 

to reduce the number of tests, eg having the world split into areas, etc. 
For your gaem it sounds like you can use 2d methods, if everything's 

on the plane, and you may be able to use grid-square partitioning 

of the plane, which should help. 


Other than that, I suggest looking at the variety of books and 
websites 


Lewis 


If anyone can help on collision 
detection (3D), I'd be very grateful. 

I have a XZ world and want to check 
collision with any object. The objects 
can be located anywhere in the world, 
and can be any size, and be at any 
rotation(constantly changing). 

Any help appreciated. 


Steve 
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—-MESSAGE FILE 13638 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000518 


—--MESSAGE FILE 13639 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000519 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Collision detection 

Date: Tue, 31 Mar 1998 17:51:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <6frémiS6ne31@chuka.playstation.co.uk> 
References: <6fqnjpSsqgl@emeka.playstation.co.uk> 
NNTP-Posting-Host: userl861.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi Lewis, 

Thanks for the reply. 
Couldn't find tmd.h & c in the car demo 
(couldn't download the car demo! Had to 
get it from SCEA). 
Found it elsewhere in other demos. Will 
probably have some Q's when perusing 
through them. 


>For N objects, and potentially 
(N.N-1)/2 pairs of objects, collision 
>detection 

>can be expensive; 

Sorry, I didn't understand that 
sentence. Perhaps I will understand it 
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more when I delve into things a bit 
deeper. 


> 

>Other than that, I suggest looking at 
the variety of books and 

>websites 

Any suggestions on good (and relevant) 
books and sites ? I've been looking for 
the game programmers guru book or 
whatever they call it. I remember 
seeing a dusty copy in my local PC 
World, but some other sad gimp must have 
got there before me ! 


Cheers 


Steve 


> via smtpd (for 
[194.203.13.2]) with SMTP; 31 Mar 1998 
135332539.-Ս1 

> by camsg001.camb.scee.sony.co.uk 
(8.8.6/8.8.6) with SMTP id NAA24103 

> for <news@playstation.co.uk>; Tue, 31 
Mar 1998 13:33:24 +0100 (BST) 

>From: Lewis_Evans@Playstation.sony.com 
>To: news@playstation.co.uk 

> 

>Generic / easily applicable 3d 
collision detection 
>and handling: cube, sphere, cylinder. 
>The first two are especially 
straightforward to detect collisions 
with; 

>the only time-consuming part may be 
using tmd-access routines 

>to find the dimensions of your TMD 
models 

>(but see tmd.c, tmd.h in SCEE demo 
<car>). 


> 

>For N objects, and potentially 
(N.N-1)/2 pairs of objects, collision 
>detection 

>can be expensive; people usually use 


assumptions about game world 

>to reduce the number of tests, eg 
having the world split into areas, etc. 
>For your gaem it sounds like you can 
use 2d methods, if everything's 

>on the plane, and you may be able to 
use grid-square partitioning 

>of the plane, which should help. 

> 

>Other than that, I suggest looking at 
the variety of books and 

>websites 

> 


Lewis 


VVVVV 


> 

>If anyone can help on collision 
>detection (3D), I'd be very grateful. 
>I have a XZ world and want to check 
>collision with any object. The objects 
>can be located anywhere in the world, 
>and can be any size, and be at any 
>rotation(constantly changing). 
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>Any help appreciated. 
> 

>Steve 

> 


VVVV 


—-MESSAGE FILE 13639 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000519 


--MESSAGE FILE 13640 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000520 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision detection 

Date: Wed, 01 Apr 1998 12:08:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 124 

Message-ID: <3522121E.5527A54E@immd9.informatik.uni-erlangen.de> 

References: <6fqnijp$sqgl@emeka.playstation.co.uk> <6fré6émi$6ne31@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello! 
Here are some references, that might be helpful: 
Webb R., Gigante M.: "Using Dynamic Bounding Volume Hierarchies to 


Improve Efficiency of Rigid Body Simulations", Visual 
Computing, Springer, pp. 825-842, 1992 


Pentland, A. P.: "Computational Complexity Versus Virtual Worlds", 
Computer Graphics, 24(2): 185-192, March 1990 


Moore M., Wilhelms J.: "Collision Detection and Response from Computer 
Animation", Computer Graphics, 22(4): 289-298, August 1988 


Personally I would start with the last reference.,as it intorduces to 
the problem comples of collision detection and reaction. The second 
reference discusses the complexity problem mentioned by Sony dev. 
support and the first one introduces to a advanced technique, where a 
hierarchy of bounding volumes is used. This approach may be interesting 
if you are using a very complex scene, where little preassumptions can 
be made. 


Hi Lewis, 

Thanks for the reply. 
Couldn't find tmd.h & c in the car demo 
(couldn't download the car demo! Had to 
get it from SCEA). 
Found it elsewhere in other demos. Will 
probably have some Q's when perusing 
through them. 


>For N objects, and potentially 
(N.N-1)/2 pairs of objects, collision 
>detection 

>can be expensive; 

Sorry, I didn't understand that 
sentence. Perhaps I will understand it 
more when I delve into things a bit 


VVVVVVVVVVVVVV VV 
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VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


deeper. 


> 

>Other than that, I suggest looking at 
the variety of books and 

>websites 

Any suggestions on good (and relevant) 
books and sites ? I've been looking for 
the game programmers guru book or 
whatever they call it. I remember 
seeing a dusty copy in my local PC 
World, but some other sad gimp must have 
got there before me ! 


Cheers 
Steve 


> via smtpd (for 
[194.203.13.2]) with SMTP; 31 Mar 1998 
13:33:39 UT 

> by camsg001.camb.scee.sony.co.uk 
(8.8.6/8.8.6) with SMTP id NAA24103 

> for <news@playstation.co.uk>; Tue, 31 
Mar 1998 13:33:24 +0100 (BST) 

>From: Lewis_Evans@Playstation.sony.com 
>To: news@playstation.co.uk 

> 

>Generic / easily applicable 3d 
collision detection 
>and handling: cube, sphere, cylinder. 
>The first two are especially 
straightforward to detect collisions 
with; 

>the only time-consuming part may be 
using tmd-access routines 

>to find the dimensions of your TMD 
models 

>(but see tmd.c, tmd.h in SCEE demo 
<car>). 


> 

>For N objects, and potentially 
(N.N-1)/2 pairs of objects, collision 
>detection 

>can be expensive; people usually use 


assumptions about game world 

>to reduce the number of tests, eg 
having the world split into areas, etc. 
>For your gaem it sounds like you can 
use 2d methods, if everything's 

>on the plane, and you may be able to 
use grid-square partitioning 

>of the plane, which should help. 

> 

>Other than that, I suggest looking at 
the variety of books and 

>websites 

> 


Lewis 


V V V V V 


> 

>If anyone can help on collision 
>detection (3D), I'd be very grateful. 
>I have a XZ world and want to check 
>collision with any object. The objects 
>can be located anywhere in the world, 
>and can be any size, and be at any 
>rotation(constantly changino). 

>Any help appreciated. 

> 
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>Steve 
> 


V V V V V V 
VVVV 


Christoph Luerig 


—-MESSAGE FILE 13640 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000520 


——MESSAGE FILE 13641 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000521 

Path: chuka.playstation.co.uk!news 

From: Karsten Wutzke <kwutzke@usa.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: DXF RSDV RSDTOOL 3DSMAX 

Date: Thu, 02 Apr 1998 16:32:15 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <3523A16F.5534882C@usa.net> 

NNTP-Posting-Host: 195.185.233.154 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 

X-Priority: 3 (Normal) 


mmmh... 


I've just created a first 3D model for use in a game... 
I created a car with 3D Studio MAX and exported it 

to DXF which was then converted to RSD. When I 

loaded the RSD into RSDTOOL all polygons (triangles) 
pointed into the opposite direction in which they were 
supposed to. It looked awful when I used that model with 
RSDV, but I blamed my model for its bad looks. 

When I reentered MAX and flipped ALL face normals 

of my model, exported to DXF and RSD, and loaded it 

into RSDTOOL it looked correct. However, RSDV 
didn't like it and still displayed it incorrectly. Why? 


Which program shall I believe in then? RSDTOOL (which 
displays it correctly) or RSDV (which displays it incorrectly)? 


Why do I have to create a "wrong" 3D model (a model in 
which the polys originally point in the wrong direction) to make it look 


correct in RSDTOOL? 
Or: Is the 3DSMAX - DXF Exporter crap? 
Or: Did I do anything wrong here? 


For my part, I won't be doing any (real) programming before I 
can't be sure that the models I create are somewhat bulletproof 
in sense of correct data... 


thx in adv, 


Karsten 


—-MESSAGE FILE 13641 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000521 


——MESSAGE FILE 13642 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000522 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: DXF RSDV RSDTOOL 3DSMAX 

Date: Thu, 2 Apr 1998 16:29:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <6g0akjS6ne43@chuka.playstation.co.uk> 
References: <3523A16F.5534882C@usa.net> 
NNTP-Posting-Host: userk735.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


See the topic below this one... 
"3D Object Size' 
This might help 


Steve 


>mmmh... 

> 

>I've just created a first 3D model for 
use in a game... 

>I created a car with 3D Studio MAX and 
exported it 

>to DXF which was then converted to RSD. 
When I 

>loaded the RSD into RSDTOOL all 
polygons (triangles) 

>pointed into the opposite direction in 
which they were 

>supposed to. It looked awful when I 
used that model with 

>RSDV, but I blamed my model for its bad 
looks. 
>When I reentered MAX and flipped ALL 
face normals 

>of my model, exported to DXF and RSD, 
and loaded it 

>into RSDTOOL it looked correct. 
However, RSDV 


>didn't like it and still displayed it 
incorrectly. Why? 

> 

>Which program shall I believe in then? 


RSDTOOL (which 

>displays it correctly) or RSDV (which 
displays it incorrectly) ? 

> 


>Why do I have to create a "wrong" 3D 
model (a model in 

>which the polys originally point in the 
wrong direction) to make it look 

> 

>correct in RSDTOOL? 

>Or: Is the 3DSMAX - DXF Exporter crap? 
>Or: Did I do anything wrong here? 

> 

>For my part, I won't be doing any 
(real) programming before I 

>can't be sure that the models I create 
are somewhat bulletproof 

>in sense of correct data... 

> 

>thx in adv, 

> 

>Karsten 

> 


V V V V 
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—-MESSAGE FILE 13642 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000522 


—-MESSAGE FILE 13643 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000523 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: DXF RSDV RSDTOOL 3DSMAX 

Date: Thu, 02 Apr 1998 18:03:15 +0100 
Organization: Intelligent Research 

Lines: 45 

Message-ID: <3523C4D3.E13955C@hinge.mistral.co.uk> 
References: <3523A16F.5534882C@usa.net> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Karsten Wutzke wrote: 


I've just created a first 3D model for use in a game... 
I created a car with 3D Studio MAX and exported it 

to DXF which was then converted to RSD. When I 

loaded the RSD into RSDTOOL all polygons (triangles) 
pointed into the opposite direction in which they were 
supposed to. It looked awful when I used that model with 


V V V V V V 


> RSDV, but I blamed my model for its bad looks. 


Use: 
dxf2rsd -v -s -Y-Z my_model.dxf 


When I reentered MAX and flipped ALL face normals 

of my model, exported to DXF and RSD, and loaded it 
into RSDTOOL it looked correct. However, RSDV 
didn't like it and still displayed it incorrectly. Why? 


Which program shall I believe in then? RSDTOOL (which 
displays it correctly) or RSDV (which displays it incorrectly)? 


Why do I have to create a "wrong" 3D model (a model in 
which the polys originally point in the wrong direction) to make it look 


correct in RSDTOOL? 
Or: Is the 3DSMAX - DXF Exporter crap? 
Or: Did I do anything wrong here? 


VVVVVVVVVVVV VV 


The DXF exporter in 3DSMAX is crap (as well), it munges up with 
some models and the exported DXF will fail to convert with DXF2RSD. 
For those with access to Interchange, exporting as 3DS then using 
Interchange to generate a DXF will get more reliable results. 


> For my part, I won't be doing any (real) programming before I 
> can't be sure that the models I create are somewhat bulletproof 
> in sense of correct data... 


See above. 
> Karsten 
Craig. 


—-MESSAGE FILE 13643 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000523 


—--MESSAGE FILE 13644 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000524 
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Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: DXF RSDV RSDTOOL 3DSMAX 

Date: Thu, 2 Apr 1998 21:00:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <6g0qgiS6ne44@chuka.playstation.co.uk> 
References: <3523A16F.5534882C@usa.net> <3523C4D3.E13955C@hinge.mistral.co.uk> 
NNTP-Posting-Host: userm899.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello Cwaig 

>For those with access to Interchange, 
exporting as 3DS then using 
>Interchange to generate a DXF will get 
more reliable results. 


> 
Interchange ? ... 'Whats that when it's 
at home?' (remember that?) 


Sounds good. I've eventually sussed how 
to draw a model in 3DS and convert it so 
it shows in the proper size on the PSX 
without having to scale it by 12,000% ! 
For those interested, zoom out with the 
cursor just to left of centre till the 
coordinates read about 500. An 
‘average' size model is about 1000 
units. 


Steve 


>Karsten Wutzke wrote: 

> 

>> I've just created a first 3D model 
for use in a game... 

>> I created a car with 3D Studio MAX 
and exported it 

>> to DXF which was then converted to 
RSD. When I 

>> loaded the RSD into RSDTOOL all 
polygons (triangles) 

>> pointed into the opposite direction 
in which they were 

>> supposed to. It looked awful when I 
used that model with 

> 
>> RSDV, but I blamed my model for its 
bad looks. 

> 

>Use: 

> dxf2rsd -v -s -Y-Z my_model.dxf 

> 

>> When I reentered MAX and flipped ALL 
face normals 

>> of my model, exported to DXF and RSD, 
and loaded it 

>> into RSDTOOL it looked correct. 
However, RSDV 


>> didn't like it and still displayed it 
incorrectly. Why? 

>> 

>> Which program shall I believe in 


then? RSDTOOL (which 
>> displays it correctly) 
displays it incorrectly) ? 
>> 
>> Why do I have to create a "wrong" 3D 
model (a model in 

>> which the polys originally point in 
the wrong direction) to make it look 


or RSDV (which 
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>> 

>> correct in RSDTOOL? 

>> Or: Is the 3DSMAX - DXF Exporter 
crap? 

>> Or: Did I do anything wrong here? 

> 

>The DXF exporter in 3DSMAX is crap (as 
well), it munges up with 

>some models and the exported DXF will 
fail to convert with DXF2RSD. 

>For those with access to Interchange, 
exporting as 3DS then using 
>Interchange to generate a DXF will get 
more reliable results. 

> 

>> For my part, I won't be doing any 
(real) programming before I 

>> can't be sure that the models I 
create are somewhat bulletproof 

>> in sense of correct data... 


> 

>See above. 
> 

>> Karsten 
> 

> Craig. 

> 

> 


-—-MESSAGE FILE 13644 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000524 


—-MESSAGE FILE 13645 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000525 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision detection 

Date: Thu, 2 Apr 1998 21:02:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 167 

Message-ID: <6g0qkh$6ne45@chuka.playstation.co.uk> 

References: <6fqnijp$sqgl@emeka.playstation.co.uk> <6fr6émi$6ne31@chuka.playstation.co 
.uk> <3522121E.5527A54E@immd9.informatik.uni-erlangen.de> 

NNTP-Posting-Host: userm899.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Christoph, 

Any ideas where I can access these 
without becoming a member of IEEE (I 
only got CSE's at school (suprising 
eh?:) ) ) 


Steve 'university of life' Dunn. 


Christoph Luerig wrote in message 
<3522121E.5527A54E@immd9.informatik.uni- 
erlangen.de>... 

>Hello! 

> 

>Here are some references, that might be 
helpful: 

> 

>Webb R., Gigante M.: "Using Dynamic 
Bounding Volume Hierarchies to 
>Improve Efficiency of Rigid Body 
Simulations", Visual 

>Computing, Springer, pp. 825-842, 1992 
> 

>Pentland, A. P.: "Computational 
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Complexity Versus Virtual Worlds", 
>Computer Graphics, 24(2): 185-192, 
March 1990 

> 

>Moore M., Wilhelms J.: "Collision 
Detection and Response from Computer 
>Animation", Computer Graphics, 22(4): 
289-298, August 1988 

> 

>Personally I would start with the last 
reference.,as it intorduces to 

>the problem comples of collision 
detection and reaction. The second 
>reference discusses the complexity 
problem mentioned by Sony dev. 

>support and the first one introduces to 
a advanced technique, where a 
>hierarchy of bounding volumes is used. 
This approach may be interesting 

>if you are using a very complex scene, 
where little preassumptions can 

>be made. 

> 

> 

> 

> 

>> Hi Lewis, 

>> Thanks for the reply. 

>> Couldn't find tmd.h & c in the car 
demo 

>> (couldn't download the car demo! Had 
to 

>> get it from SCEA). 

>> Found it elsewhere in other demos. 
Will 

>> probably have some Q's when perusing 
>> through them. 

>> 

>> >For N objects, and potentially 

>> (N.N-1)/2 pairs of objects, collision 
>> >detection 

>> >can be expensive; 

>> Sorry, I didn't understand that 

>> sentence. Perhaps I will understand 
it 

>> more when I delve into things a bit 
>> deeper. 

>> 

>> > 

>> >Other than that, I suggest looking 
at 

>> the variety of books and 

>> >websites 

>> Any suggestions on good (and 
relevant) 

>> books and sites ? I've been looking 
for 

>> the game programmers guru book or 

>> whatever they call it. I remember 
>> seeing a dusty copy in my local PC 
>> World, but some other sad gimp must 
have 

>> got there before me ! 

>> 

>> Cheers 

>> 

>> Steve 

>> 

>> > via smtpd (for 

>> [194.203.13.2]) with SMTP; 31 Mar 
1998 

>> 13:33:39 UT 

>> > by camsg001.camb.scee.sony.co.uk 
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>> (8.8.6/8.8.6) with SMTP id NAA24103 
>> > for <news@playstation.co.uk>; Tue, 
31 

>> Mar 1998 13:33:24 +0100 (BST) 

>> >From: 
Lewis_Evans@Playstation.sony.com 

>> >To: news@playstation.co.uk 

>> > 

>> >Generic / easily applicable 3d 

>> collision detection 

>> >and handling: cube, sphere, 
cylinder. 

>> >The first two are especially 

>> straightforward to detect collisions 
>> with; 

>> >the only time-consuming part may be 
>> using tmd-access routines 

>> >to find the dimensions of your TMD 
>> models 

>> >(but see tmd.c, tmd.h in SCEE demo 
>> <car>). 


>> > 
>> >For N objects, and potentially 
>> (N.N-1)/2 pairs of objects, collision 


>> >detection 
>> >can be expensive; people usually use 
>> assumptions about game world 

>> >to reduce the number of tests, eg 

>> having the world split into areas, 
etc. 

>> >For your gaem it sounds like you can 
>> use 2d methods, if everything's 

>> >on the plane, and you may be able to 
>> use grid-square partitioning 

>> >of the plane, which should help. 

>> > 

>> >Other than that, I suggest looking 
at 

>> the variety of books and 

>> >websites 

>> > 

>> 
>> 
>> 
>> 
>> 
>> > 

>> >If anyone can help on collision 
>> >detection (3D), I'd be very 


Lewis 


V V V V V 


grateful. 

>> >I have a XZ world and want to check 
>> >collision with any object. The 
objects 


>> >can be located anywhere in the 
world, 

>> >and can be any size, and be at any 
>> >rotation(constantly changing). 

>> >Any help appreciated. 

>> > 

>> >Steve 

>> > 

>> 
>> 
>> 
>> 
> 
> 
>Christoph Luerig 
> 


VV V V 
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--MESSAGE FILE 13645 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000525 
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——MESSAGE FILE 13646 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000526 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: DXF RSDV RSDTOOL 3DSMAX 

Date: 3 Apr 1998 08:19:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <0lbd5ed9$d0847de0$72d449c2@Angelal.intelligent-—group.com> 

References: <3523A16F.5534882C@usa.net> <3523C4D3.E13955C@hinge.mistral.co.uk> <6g0q 
giSé6ne44@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1114.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <steve@backroom.tm> wrote in article 
<ég0qgisS6ne44@chuka.playstation.co.uk>... 

> Hello Cwaig 

>For those with access to Interchange, 
exporting as 3DS then using 

>Interchange to generate a DXF will get 

more reliable results. 

> 

Interchange ? ... 'Whats that when it's 

at home?' (remember that?) 


VVVVVVVV 


It's a 3D file format convertor published by Syndesis (USA). 
Converts to & from: 
3D Studio (3DS & ASC) 
DXF 

Alias 

BRender 

CAD-3D (Atari) 
Corypheaus 

GDS 

Haines 

Imagine 

Lightwave 

Movie BYU 

PLG 

Prisms 

ProEngineer 
Quickdraw 3D 
Rendermorphics 
Sculpt 3D/4D 
Softimage 

Truespace 

Videoscape 

Vista 

Wavefront (material/object) 


Craig. 
—-MESSAGE FILE 13646 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000526 


——MESSAGE FILE 13647 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000527 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision detection 

Date: Fri, 03 Apr 1998 11:49:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 187 

Message-ID: <3524B0A9.1C033C61@immd9.informatik.uni-erlangen.de> 

References: <6fqnjp$sqgl@emeka.playstation.co.uk> <6fr6mi$6ne31l@chuka.playstation.co 
.uk> <3522121E.5527A54E@immd9.informatik.uni-erlangen.de> <6g0qkh$6ne45@chuka.playst 
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ation.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


> 
Hello! 


As far as I can see, these publications are not available on-line for 
free. To my mind you have three possibilities to obtain these articles. 
1) If you have a university with a CG lab in your proximity you could go 
there and copy the articles from the proceedings. 

2) You type in the authors names in your favourite web search engine to 
find out the e-mail adresses and ask them if they can mail you a PS or 
PDF 

version of their papers. 

3) The first and the last articles appeared in a SIGGRAPH proceeding. 
SIGGRAPH is a conference directed by ACM. ACM has a on-line library 
somewhere at http://www.acm.org, where you can purchase on-line versions 
of articles (no members also can). 


Thanks Christoph, 

Any ideas where I can access these 
without becoming a member of IEEE (I 
only got CSE's at school (suprising 
eh?:) ) ) 


Steve ‘university of life' Dunn. 


Christoph Luerig wrote in message 
<3522121E.5527A54E@immd9.informatik.uni- 
erlangen.de>... 

>Hello! 

> 

>Here are some references, that might be 
helpful: 

> 

>Webb R., Gigante M.: "Using Dynamic 
Bounding Volume Hierarchies to 

>Improve Efficiency of Rigid Body 
Simulations", Visual 

>Computing, Springer, pp. 825-842, 1992 
> 

>Pentland, A. P.: "Computational 
Complexity Versus Virtual Worlds", 
>Computer Graphics, 24(2): 185-192, 


March 1990 
> 
>Moore M., Wilhelms J.: "Collision 


Detection and Response from Computer 
>Animation", Computer Graphics, 22(4): 
289-298, August 1988 

> 

>Personally I would start with the last 
reference.,as it intorduces to 

>the problem comples of collision 
detection and reaction. The second 
>reference discusses the complexity 
problem mentioned by Sony dev. 

>support and the first one introduces to 
a advanced technique, where a 
>hierarchy of bounding volumes is used. 
This approach may be interesting 

>if you are using a very complex scene, 
where little preassumptions can 

>be made. 

> 

> 


VVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


> 

> 

>> Hi Lewis, 

>> Thanks for the reply. 

>> Couldn't find tmd.h & c in the car 
demo 


>> (couldn't download the car demo! Had 
to 

>> get it from SCEA). 

>> Found it elsewhere in other demos. 
Will 

>> probably have some Q's when perusing 
>> through them. 

>> 

>> >For N objects, and potentially 

>> (N.N-1)/2 pairs of objects, collision 
>> >detection 

>> >can be expensive; 

>> Sorry, I didn't understand that 

>> sentence. Perhaps I will understand 
it 

>> more when I delve into things a bit 
>> deeper. 

>> 

>> > 

>> >Other than that, I suggest looking 
at 

>> the variety of books and 

>> >websites 

>> Any suggestions on good (and 
relevant) 

>> books and sites ? I've been looking 
for 

>> the game programmers guru book or 

>> whatever they call it. I remember 
>> seeing a dusty copy in my local PC 
>> World, but some other sad gimp must 
have 

>> got there before me ! 

>> 

>> Cheers 

>> 

>> Steve 

>> 

>> > via smtpd (for 

>> [194.203.13.2]) with SMTP; 31 Mar 
1998 

>> 13:33:39 UT 

>> > by camsg001.camb.scee.sony.co.uk 
>> (8.8.6/8.8.6) with SMTP id NAA24103 
>> > for <news@playstation.co.uk>; Tue, 
31 

>> Mar 1998 13:33:24 +0100 (BST) 

>> >From: 
Lewis_Evans@Playstation.sony.com 

>> >To: news@playstation.co.uk 

>> > 

>> >Generic / easily applicable 3d 

>> collision detection 

>> >and handling: cube, sphere, 
cylinder. 

>> >The first two are especially 

>> straightforward to detect collisions 
>> with; 

>> >the only time-consuming part may be 
>> using tmd-access routines 

>> >to find the dimensions of your TMD 
>> models 

>> >(but see tmd.c, tmd.h in SCEE demo 
>> <car>). 

>> > 

>> >For N objects, and potentially 

>> (N.N-1)/2 pairs of objects, collision 
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>> >detection 

>> >can be expensive; people usually use 
>> assumptions about game world 

>> >to reduce the number of tests, eg 

>> having the world split into areas, 
etc. 

>> >For your gaem it sounds like you can 
>> use 2d methods, if everything's 

>> >on the plane, and you may be able to 
>> use grid-square partitioning 

>> >of the plane, which should help. 

>> > 

>> >Other than that, I suggest looking 
at 

>> the variety of books and 

>> >websites 

>> > 

>> 
>> 
>> 
>> 
>> 
>> > 

>> >If anyone can help on collision 
>> >detection (3D), I'd be very 


Lewis 


VVVVV 


grateful. 

>> >I have a XZ world and want to check 
>> >collision with any object. The 
objects 

>> >can be located anywhere in the 
world, 


>> >and can be any size, and be at any 
>> >rotation(constantly changing). 

>> >Any help appreciated. 

>> > 

>> >Steve 

>> > 

>> 
>> 
>> 
>> 
> 
> 
>Christoph Luerig 
> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 
V V V V 


Chtistoph Luerig 


—-MESSAGE FILE 13647 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000527 


——MESSAGE FILE 13648 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000528 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: DXF RSDV RSDTOOL 3DSMAX 

Date: 3 Apr 1998 21:01:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <01bd5f£43$d35bd3a0$6b3463c3@default> 

References: <3523A16F.5534882C@usa.net> <3523C4D3.E13955C@hinge.mistral.co.uk> <6g0q 
giSé6ne44@chuka.playstation.co.uk> <01bd5ed9$d0847de0$72d449c2@Angelal.intelligent-gr 
oup.com> 

NNTP-Posting-Host: host5-99-52-107.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 


hey guys , 
you can find info on interchange at 


http://www.viewpoint.com/interchange/ 


Net Yaroze newsgroups message dump.txt Page 9161 
and it's only 495 buck's I think I'll buy two :-) 
Pete. 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<01bd5ed9$d0847de0$72d449c2@Angelal.intelligent-—group.com>... 
> 


Steve Dunn <steve@backroom.tm> wrote in article 
<6ég0qgis6ne44@chuka.playstation.co.uk>... 

> Hello Cwaig 

>For those with access to Interchange, 
exporting as 3DS then using 

>Interchange to generate a DXF will get 

more reliable results. 

> 

Interchange ? ... 'Whats that when it's 

at home?' (remember that?) 


VVVVVVV VY 


It's a 3D file format convertor published by Syndesis (USA). 
Converts to & from: 
3D Studio (3DS & ASC) 
DXF 

Alias 

BRender 

CAD-3D (Atari) 
Corypheaus 

GDS 

Haines 

Imagine 

Lightwave 

Movie BYU 

PLG 

Prisms 

ProEngineer 
Quickdraw 3D 
Rendermorphics 
Sculpt 3D/4D 
Softimage 

Truespace 

Videoscape 

Vista 

Wavefront (material/object) 


Craig. 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 13648 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000528 


—-MESSAGE FILE 13649 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000529 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: DXF RSDV RSDTOOL 3DSMAX 

Date: Sat, 04 Apr 1998 10:44:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <352600EE.F1E62D85@compuserve. com> 

References: <3523A16F.5534882C@usa.net> <3523C4D3.E13955C@hinge.mistral.co.uk> <6g0q 
giSé6ne44@chuka.playstation.co.uk> <01lbd5ed9$d0847de0$72d449c2@Angelal.intelligent-gr 
oup.com> <01bd5f43$d35bd3a0S 6b3463c3@default> 

NNTP-Posting-Host: 1d37-086.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi all, 


Just thought I'd let you know that I have also been having probs with 


Net Yaroze newsgroups message dump.txt 


dxf2rsd, however mine were sorted out 
when I discovered a freeware package called crossroads, It does 


basically what interchange does 


( as far as I can tell from the stuff below) and its a lot cheaper ;). 
Check it out http://www.europa.com/~keithr/crossroads/ 


BTW how do you guys rate Macromedia Extreme 3d as a package ? its what 
I'm using at the mo. 


Nick Slaven 


Peter Dollochan wrote: 


> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV Y 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV 


hey guys , 
you can find info on interchange at 


http://www.viewpoint.com/interchange/ 
and it's only 495 buck's I think I'll buy two :-) 


Pete. 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<01bd5ed9$d0847de0$72d449c2@Angelal.intelligent-—group.com>... 


Steve Dunn <steve@backroom.tm> wrote in article 
<6ég0qgiS6ne44@chuka.playstation.co.uk>... 


> 


VVVVVVVV 


Hello Cwaig 

>For those with access to Interchange, 
exporting as 3DS then using 
>Interchange to generate a DXF will get 
more reliable results. 


> 
Interchange ? ... 'Whats that when it's 
at home?' (remember that?) 


It's a 3D file format convertor published by Syndesis (USA). 
Converts to & from: 
3D Studio (3DS & ASC) 
DXF 

Alias 

BRender 

CAD-3D (Atari) 
Corypheaus 

GDS 

Haines 

Imagine 

Lightwave 

Movie BYU 

PLG 

Prisms 

ProEngineer 
Quickdraw 3D 
Rendermorphics 
Sculpt 3D/4D 
Softimage 

Truespace 

Videoscape 

Vista 

Wavefront (material/object) 


Craig. 
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—-MESSAGE FILE 13649 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000529 
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--MESSAGE FILE 13650 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000530 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: .tod + lightwave 

Date: Sat, 04 Apr 1998 17:09:22 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 48 

Message-ID: <35265B32.A4E6674Bécodeworks.demon.co.uk> 

NNTP-Posting-—Host: codeworks.demon.co.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" CB53B8955675622705723E40" 
X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


This is a multi-part message in MIME format. 
CB53B8955675622705723E40 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Is there a .tod exporter plugin for lightwave? I know there's one for 
3ds but I really don't wanna shell out for another modeler, especially 
since I don't actually model I just use it to do test objects. 


Are there any other yarozers using lightwave? Would it be worth my 
while writing a plugin to export .tod? 


cheers 


Jim 

CB53B8955675622705723E40 
Content-Type: message/rfc822 
Content-Transfer-Encoding: 7bit 
Content-—Disposition: inline 


Path: chuka.playstation.co.uk!news 

From: Jim <jim@codeworks.demon.co.uk> 

Newsgroups: scee.yaroze.beginners 

Subject: .tod + lightwave 

Date: Thu, 26 Mar 1998 20:02:37 +0000 

Organization: Mobius Codeworks Ltd. 

Message-ID: <351AB45D.F3B8CB1C@codeworks.demon.co.uk> 
NNTP-Posting-Host: codeworks.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Is there a .tod exporter plugin for lightwave? I know there's one for 
3ds but I really don't wanna shell out for another modeler, especially 
since I don't actually model I just use it to do test objects. 


Are there any other yarozers using lightwave? Would it be worth my 
while writing a plugin to export .tod? 


cheers 


Jim 


CB53B8955675622705723E40-- 


—-MESSAGE FILE 13650 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000530 


——MESSAGE FILE 13651 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000531 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: .tod + lightwave 

Date: Tue, 07 Apr 1998 11:49:25 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 37 

Message-ID: <352A04B5.B092DE2Bemicronetics.com> 
References: <35265B32.A4E6674B@codeworks.demon.co.uk> 
NNTP-Posting-Host: 193.132.195.245 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Can Sony respond if there is a plugin for this available or not? 

Cheers 

Jim 

Jim wrote: 

Is there a .tod exporter plugin for lightwave? I know there's one for 
3ds but I really don't wanna shell out for another modeler, especially 


since I don't actually model I just use it to do test objects. 


Are there any other yarozers using lightwave? Would it be worth my 
while writing a plugin to export .tod? 


cheers 


Jim 


VVVVVVVVVVV VV 


Subject: .tod + lightwave 

Date: Thu, 26 Mar 1998 20:02:37 +0000 
From: Jim <jim@codeworks.demon.co.uk> 
Organization: Mobius Codeworks Ltd. 
Newsgroups: scee.yaroze.beginners 


Is there a .tod exporter plugin for lightwave? I know there's one for 
3ds but I really don't wanna shell out for another modeler, especially 
since I don't actually model I just use it to do test objects. 


Are there any other yarozers using lightwave? Would it be worth my 
while writing a plugin to export .tod? 


cheers 


VVVVVVVVVVVVV VV VV 


Jim 
—-MESSAGE FILE 13651 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000531 


——MESSAGE FILE 13652 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000532 

Path: chuka.playstation.co.uk!news 

From: "SCEE" <dev_support@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: .tod + lightwave 

Date: Tue, 7 Apr 1998 15:21:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <6gdch3$p8n5@chuka.playstation.co.uk> 

References: <35265B32.A4E6674B@écodeworks.demon.co.uk> <352A04B5.B092DE2B@micronetics 
. com> 

NNTP-Posting-Host: 194.203.13.10 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Hi Jim, 


I don't know of any tod export utilities for Lightwave ( only rsd ).... 
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You may be able to find something on a Japanese members site.. 
However they may be using a lightwave specific animation file format instead 
of TOD. 


Cheers, 


Colin. 


Jim wrote in message <352A04B5.B092DE2Bémicronetics.com>... 

>Can Sony respond if there is a plugin for this available or not? 

> 

>Cheers 

> 

>Jim 

> 

>Jim wrote: 

>> 

>> Is there a .tod exporter plugin for lightwave? I know there's one for 
>> 3ds but I really don't wanna shell out for another modeler, especially 
>> since I don't actually model I just use it to do test objects. 

>> 

>> Are there any other yarozers using lightwave? Would it be worth my 
>> while writing a plugin to export .tod? 
>> 

>> cheers 

>> 

>> Jim 

>> 

>> 


>> 

>> Subject: .tod + lightwave 

>> Date: Thu, 26 Mar 1998 20:02:37 +0000 

>> From: Jim <jim@codeworks.demon.co.uk> 

>> Organization: Mobius Codeworks Ltd. 

>> Newsgroups: scee.yaroze.beginners 

>> 

>> Is there a .tod exporter plugin for lightwave? I know there's one for 
>> 3ds but I really don't wanna shell out for another modeler, especially 
>> since I don't actually model I just use it to do test objects. 

>> 

>> Are there any other yarozers using lightwave? Would it be worth my 
>> while writing a plugin to export .tod? 

>> 

>> cheers 

>> 

>> Jim 


—-MESSAGE FILE 13652 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000532 


—--MESSAGE FILE 13653 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000533 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: .tod + lightwave 

Date: Tue, 07 Apr 1998 15:31:28 +0100 

Organization: Mobius Codeworks Ltd. 

Lines: 59 

Message-ID: <352A38C0.5F437372@micronetics.com> 

References: <35265B32.A4E6674B@é@codeworks.demon.co.uk> <352A04B5.B092DE2B@micronetics 
.com> <6gdch3$p8n5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 193.132.195.245 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Thanks for the reply colin. Will the SCEI link be fixed soon from the 
utilities + link button on the home page? 
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Cheers 

Jim 

SCEE wrote: 
Hi Jim, 


I don't know of any tod export utilities for Lightwave ( only rsd ).... 
You may be able to find something on a Japanese members site.. 


of TOD. 
Cheers, 


Colin. 


Jim wrote in message <352A04B5.B092DE2Bémicronetics.com>... 

>Can Sony respond if there is a plugin for this available or not? 
> 

>Cheers 

> 

>Jim 

> 

>Jim wrote: 

>> 


>> since I don't actually model I just use it to do test objects. 
>> 
>> Are there any other yarozers using lightwave? Would it De worth my 
>> while writing a plugin to export .tod? 

>> 

>> cheers 

>> 

>> Jim 

>> 


>> Is there a .tod exporter plugin for lightwave? I know there's one for 
>> 3ds but I really don't wanna shell out for another modeler, especially 
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However they may be using a lightwave specific animation file format instead 


>> 


>> 

>> Subject: .tod + lightwave 

>> Date: Thu, 26 Mar 1998 20:02:37 +0000 
>> From: Jim <jim@codeworks.demon.co.uk> 
>> Organization: Mobius Codeworks Ltd. 
>> Newsgroups: scee.yaroze.beginners 

>> 


>> since I don't actually model I just use it to do test objects. 

>> 

>> Are there any other yarozers using lightwave? Would it be worth my 
>> while writing a plugin to export .tod? 

>> 

>> cheers 

>> 

>> Jim 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


>> Is there a .tod exporter plugin for lightwave? I know there's one for 
>> 3ds but I really don't wanna shell out for another modeler, especially 


-—-MESSAGE FILE 13653 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000533 


——MESSAGE FILE 13654 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000534 

Path: chuka.playstation.co.uk!news 

From: Karsten Wutzke <kwutzke@usa.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: math matrices linear algebra 

Date: Mon, 20 Apr 1998 13:12:37 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <353B2DA5.E390CD14@usa.net> 
NNTP-Posting-Host: dialup204.hamburg.nacamar.de 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


hi! 

does anyone have a good recommendation for 

a (beginner's) book on linear algebra, specifically 
for 3d graphics? 


Karsten 
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—-MESSAGE FILE 13654 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000534 


—--MESSAGE FILE 13655 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000535 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: race track 

Date: 25 Apr 1998 07:51:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <01lbd701f£$d56f£9a40S77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi all! 


From a previous posting (from SCEE I think) I remember that the best 
thing to make a race track is to split it up into sections. You then 
display only the section your car is located onto and some sections up 
to a distance. Here comes my problem: How do I compute the section 

I am currently located onto? All I have is the position of my car and 
the positions of the other sections. 


Any help appreciated. 


Roland 


—-MESSAGE FILE 13655 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000535 


—-MESSAGE FILE 13656 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000536 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: race track 

Date: Sat, 25 Apr 1998 21:38:15 +1200 

Organization: Sidhe Interactive 

Lines: 34 

Message-ID: <6hsa2n$b010@chuka.playstation.co.uk> 
References: <01bd701fS$d56f9a40S77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: p27-max6.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Roland Boettcher wrote in message 
<01bd701f£S$d56f£9a40S77el6dc0@ulthar.han.de>... 

>From a previous posting (from SCEE I think) I remember that the best 
>thing to make a race track is to split it up into sections. You then 
>display only the section your car is located onto and some sections up 
>to a distance. Here comes my problem: How do I compute the section 

>I am currently located onto? All I have is the position of my car and 
>the positions of the other sections. 
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You could divide your world up into a 2D grid represented by a 2D array. 

For each grid square work out the section that takes up the majority of the 
square and store the section identifier (an integer index or pointer 
depending on how you have set up your sections). Then just use the poistion 
of the car to index into the array. Should be pretty easy to implement and 
relatively fast. 


To work out which other sections to draw you could setup a "section visible 
list" for each section which lists what other sections can be seen from that 
one (am I still making sense ?). That way you can use the grid mentioned 
above to work out the primary section, and then step through the section 
visible list to display all other relevant sections. Again not too hard to 
set up (can be done in a 2D array of booleans if you don't have too many 
sections) and should be pretty fast. 


Mario Wynands 


Director/Project Manager, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.c.nz 


—-MESSAGE FILE 13656 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000536 


—--MESSAGE FILE 13657 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000537 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Multiple textures.. 

Date: Tue, 5 May 1998 15:08:23 +0200 

Organization: OMGIM Productions 

Lines: 9 

Message-ID: <6in30tSjpr27@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup238-1-33.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I can't seem to get all of my textures to show on my .tmd model.. I've made 
the .rsd in LW5.0 and applied the textures in rsdtool (by the way.. when is 
the new version of that one coming out??) and then load it inte memory, 
along with the textures.. but when the model appears on screen only one 
texture is there!.. what's wrong.. 


// Anders Clerwall 


—-MESSAGE FILE 13657 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000537 


—--MESSAGE FILE 13658 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000538 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: creation of tmds 

Date: Tue, 05 May 1998 21:34:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <354f8520.24963808@www.netyaroze-europe. com> 
NNTP-Posting-Host: th-eng08-142.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Im desperately trying to create tmds at runtime. I got a large program 
from one person, which I tried to add to my program that didnt work. 


So basically I went through the tmd file format (rewriting it in the 
process) and want to start again. I was wondering if there are any of 
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you out there with code that I could have a look at featuring the 
creation of tmds. It would be a great help. 


PS, the three documents I spent about 4 hours writing (you wouldnt 
guess by looking at them though) are now up on my web site to be 
downloaded just in case anyone else is trying to do this. 


Thanks a lot, 

Robert Swan 

rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


(Sorry to the guy i said this would be on freetalk) 
—-MESSAGE FILE 13658 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000538 


——MESSAGE FILE 13659 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000539 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Billboarding - fast method? 

Date: Wed, 6 May 1998 15:53:21 +1200 

Organization: Sidhe Interactive 

Lines: 53 

Message-ID: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: p9-max5.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:237 scee.yaroze.pr 
ogramming.3d_graphics:539 


I am once again revisiting the topic of billboarding (thats having objects 
always face the camera when they are drawn). 


Given that I want to be able to use this effect for rendering (amongst other 
things) particle objects, I am looking for the fastest solution possible 
that doesn't directly affect the coordinate system of the object itself. 

At the moment I am trying to do the appropriate transformation at draw time 
by modifying the screen transformation matrix along the lines of - 


void DrawTMD(GSDOBJ2 *dobj, GsOT *ot, int billboard) 
{ 


MATRIX screen_matrix; 
GsGetLs (dobj->coord2, &screen_matrix); 


if (billboard) 
{ 


screen_matrix.m[0] [0] = ONE; 
screen_matrix.m[0][1] = 0; 
screen_matrix.m[0][2] = 0; 
screen_matrix.m[1][0] = 0; 
screen_matrix.m[1][1] = ONE; 
screen_matrix.m[1][2] = 0; 
screen_matrix.m[2][0] = 0; 
screen_matrix.m[2][1] = 0; 
screen_matrix.m[2][2] = ONE; 
} 

GsSetLsMatrix (&screen_matrix); // perspective, etc) 


GsSortObject4(dobj, ot, 14 - ot->length - OT_SHIFTMOD, (u_long 
*) getScratchAddr (0)); 


} 


This kind of works, but by zeroing out all the rotations I am also the 
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killing perspective transformation meaning the object is slightly stretched. 
I am using a reference point camera system so I don't really want to redo 
the perspective correction if I can help it. 


Has anybody stumbled across a way to leverage the Yaroze libraries to 
perform billboarding at draw time? 


Thanks 


Mario 


—-MESSAGE FILE 13659 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000539 


—-MESSAGE FILE 13660 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000540 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3D programmer wanted 

Date: Wed, 6 May 1998 19:56:47 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <1d8m8pj.awrltplvp0saoN@al-88-116.al.nl1> 

NNTP-Posting-Host: al-88-116.al.nl 
X-Newsreader: MacSOUP 2.3 (unregistered) 


I need a 3D programmer for a little flight-sim. 
The art-work is merely done (by myself). 


Just take a look at the idea and tell me if you want to be part of this 
project... 


http://www.al.nl/macsupport/debri/stuff/planesane-.html 


DEnnis Brinkhuis (NL) 


http://come.to/debri 
http://www.netyaroze-europe.com/~madmac 
http://www.al.nl/macsupport/debri/teamblack 


debri@dds.nl 
macsuppor@al.nl 


-—-MESSAGE FILE 13660 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000540 


——MESSAGE FILE 13661 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000541 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Calculating RSD Normal Format 

Date: Thu, 07 May 1998 13:15:50 +0100 

Organization: The PC Shop 

Lines: 15 

Message-ID: <3551A5F6.A71F93A@clara.net> 

Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-1926.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Hi, 
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I am in the process of writing an MAX ASC to RSD convertor for the yaroze. I have co 
mpleted most of the conversion vertices, polygons and textures 

etc. I am having trouble with the calculation of the Normal section of the PLY file 
for the RSD. I have the vertices and the polygon references to 

the vertices. I have tried the calculate the normal section but without success (Ran 
dom shading on all the polygons). 


I have these questions; 


How do you calculate the Normal section based on the Vertices and Polygon section. 
Is it a different calculation for guroud (Spelling?!?) and flat shaded polygons. 


Any help will be appreciated. 
Ian Thompson 


—-MESSAGE FILE 13661 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000541 


—--MESSAGE FILE 13662 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000542 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Calculating RSD Normal Format 

Date: Thu, 07 May 1998 15:31:23 +0100 

Organization: Intelligent Research 

Lines: 132 

Message-ID: <3551C5BB.29D42D2A@hinge.mistral.co.uk> 
References: <3551A5F6.A71F93A@clara.net> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Ian Thompson wrote: 


> Hi, 
> 
> I am in the process of writing an MAX ASC to RSD convertor for the yaroze. I have 


recomend you do ASE instead as it has more info about the model(like, texturing an 
animation). 


e. H 


completed most of the conversion vertices, polygons and textures 

etc. I am having trouble with the calculation of the Normal section of the PLY fil 
for the RSD. I have the vertices and the polygon references to 

the vertices. I have tried the calculate the normal section but without success (R 
ndom shading on all the polygons). 


I have these questions; 


How do you calculate the Normal section based on the Vertices and Polygon section. 
Is it a different calculation for guroud (Spelling?!?) and flat shaded polygons. 


Any help will be appreciated. 


VVVVVVVVV®V OV V 


Ian Thompson 


Here's a couple of fragments from my RsdAnim program (Keyframe animatorfor RSD / MIM 
e). 


Basically, to calculate the vertex normals for a gourard shaded poly, 
for each vertex you sum the normal vectors of all faces that include 
that vertex. 


For flat shaded poly's it's easier, you just use the normal of the face. 


Normal==CrossProduct() of any two vectors in the poly. (remember to chose 
the right two vectors, get them the wrong way round and all your normals will 
be inverted relative to the actual way the poly is drawn). 
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eg. 
Vectorl==VERTEX2 - VERTEX1 
Vector2==VERTEX3 - VERTEX1 


One thing to note is that you must unify the normal vector to be a unit vector 
(length == 1). 


ie. 
x*xty* yt+z*z== 


Anyway, here's some c++ code fragments that should help a bit..... 
Craig. 


void CPsxRSD: :RecalculateVertexNormalsForGourardFaces (void) 
{ 

int v; 

int p; 

int n; 

unsigned int nv,tv,lv; 

unsigned int nv_id,tv_id, 1lv_id; 

int fent; 

Vertex vcl,vc2; 


n_norm=n_vert; 


// Reset Vertex Normals 
for (n=0; n<n_vert; ոփ) 
{ 
norm[n] .x=norm[n] .y=norm[n] .z=0; 


} 


// Go round the faces, and sum the face normals for each vertex 
for (p=0; p<n_poly; ptt) 
{ 
fcnt=poly [p] .NumFaces () ; 
for (v=1; v<fent+1l; vtt) 
{ 
tv=vsftcnt; 
nv=(vt1) %fcent; 
lv=(v-1) sfcnt; 
tv_id=poly[p].v_id[tv 
nv_id=poly[p].v_id[nv 
lv_id=poly[p].v. _id[lv 
poly[p].n_id[tv]=poly 


ve2=vert [lv_id]-vert[tv_id]; // get a pair of face vectors 
vcl=vert [nv_id]-vert [tv_id]; 
poly[p] .normal=vcl.CrossProduct (vc2) ; 


// Add face normal to vertex normal 
norm[tv_id]=norm[tv_id] + poly[p].normal; 
} 
poly[p].normal.Unify(); 
} 


// Normalise on the unit vector 
for (n=0; n<n_vert; n++) 


{ 


norm[n] .Unify(); 


} 
} 
double Vertex: :Distance (void) 
double d; 


d=x*xt+y*y+z*z; 
d=sqrt (d); 


return d; 
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void Vertex: :Unify (void) 
double ds,dsl1; 


for(ds=Distance(); Վտ»1: ds=Distance() ) 
í 
dsl=(double)1/ds; 
Scale (ds1); 
} 
} 


Vertex Vertex: :CrossProduct (Vertex v) 


{ 


Vertex vr(y*v.z - Z*V.y ,/Z%*V.X — x*v.z,x*v.y — y*v.x,flags); 


return vr; 


} 


void Vertex::Scale(double scale) 
{ 

x*=scale; 

y*=scale; 

z*=scale; 


—-MESSAGE FILE 13662 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000542 


——MESSAGE FILE 13663 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000543 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tim O'Neil <toneil@home.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Billboarding - fast method? 

Date: Thu, 07 May 1998 22:39:25 -0400 

Organization: @Home Network Member 

Lines: 14 

Message-ID: <3552705D.E7D6237E@home. com> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: cr785161-a.rchrdl.on.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:239 scee.yaroze.pr 
ogramming.3d_graphics:543 


Mario Wynands wrote: 


> I am once again revisiting the topic of billboarding (thats having objects 
> always face the camera when they are drawn). 


Has anybody stumbled across a way to leverage the Yaroze libraries to 


> 

> perform billboarding at draw time? 

> 

> Thanks 

> 

> Mario 

Is this not just using Sprites?... GsSPRITE et al? 


—-MESSAGE FILE 13663 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000543 


——MESSAGE FILE 13664 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000544 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tim O'Neil <toneil@home.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: creation of tmds 

Date: Thu, 07 May 1998 23:21:18 -0400 

Organization: @Home Network Member 

Lines: 149 

Message-ID: <35527A2E.72F907B4@home. com> 

References: <354f8520.24963808@www.netyaroze-europe. com> 
NNTP-Posting-Host: cr785161-a.rchrdl.on.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en]C-AtHome0402 (Win95; U) 


Robert Swan wrote: 


Im desperately trying to create tmds at runtime. I got a large program 
from one person, which I tried to add to my program that didnt work. 


So basically I went through the tmd file format (rewriting it in the 
process) and want to start again. I was wondering if there are any of 
you out there with code that I could have a look at featuring the 
creation of tmds. It would be a great help. 


Thanks a lot, 

Robert Swan 

rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


VVVVVVVVVVV VV 


Ok, I am gonna try to do this from memory, as I don't have my code on 
this machine... 


First off, these are the data structures I use... they correspond to the 
various parts of the TMD file structure 


#define u_long unsigned long 
#define u_char unsigned char 


struct ObjectHeader { 


long *firstVertex; 
_long numberOfVertices; 
_long *firstNormal; 
long numberOfNormals; 
long *firstPacket; 
long numberOfPackets; 
long scale; 


ԶՔԶԶԶՔՔՔ 


F 
struct GouraudTexturedTriangle {//this name is way too long... 


u_char wordsAfterConversion, wordsToFollow, flags, mode; 
u_char u0, v0; 

short clutPosition, 

u_char ul, vl; 

short textureBlock; 

u_char u2, v2; 
short emptyFiller; 

short normal0Index, vertex0Index; 
short normalliIndex, vertexlIndex; 
short normal2Index, vertex2Index; 


)չ 
struct Vertex ( 


short x, y, z, emptyFiller; 
J; 


struct Normal { 


short x, y, z, emptyFiller; 
J; 
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so whenever you want to create 10 Gouraud Textured Triangles... 


ObjectHeader object; 
Vertex vertices[30]; 
Normal normals[30]; 
GouraudTexturedTriangle packets[10]; 


void createSomeTriangles () { 

object.firstVertex = (u_long *)vertices;//or &vertices[0]... whichever 
you prefer 

object.firstNormal = (u_long *)normals; 

object.firstPacket = (u_long *)packets; 

object .numberOfVertices = 30; 

object .numberOfNormals = 30; 

object .numberOfPackets = 10; 

object.scale = 1; 


s 
ay 

ap 

) 

eft of 
ates are 


for (long 1-0: 1Հ10: i++) { 


GouraudTexturedTriangle &p = packet[i]; 


v 'Ծ'Ծ 


OO :։ԾԾԾ 


p 
p 
p. 
p 
p 


.wordsAfterConversion = 0x09; //these are defaults for gt triangle 
-wordsToFollow = 0x06; 

flags = 0; 

-mode = 0x34; 

-clutPosition = 0x7800; 


//this represents a clut at [0,480] ... just below the displ 

//ouffers if you are double buffered at 320x240 
.textureBlock = 0x85; 

//this texture block represents 8-bit textures with the bitm 


//starting on texture page 5 (at [320,0] of the frame buffer 


// ... just to the right of the diplay buffers at 320x240 
.ս0 = 0; p.v0 = 0; 
.ul = 0; p.v1l = 255; 
.u2 = 255; p.v2 = 255; 
//cemember that the texture coords are relative to the top 1 
//the texture page you start on, hence these texture coordin 
//valid for a texture going from [320,0] to [575,255] 
.normal0Index = (3%*1i)+0; 
-normallIndex = (3%*1i)+1; 
-normal2Index = (3%*1)+2; 
.vertexOIndex = (3%*1i)+0; 
-vertexliIindex = (3*i)+1; 
-vertex2Index = (3*i)+2; 


#define setPoint (point,x1l,yl,z1) \ 


setPoint (normals[ (3*i)+0] 


point.x = x1; N 
point.y = yl; \ 
point.z = zl 


setPoint (normals[(3*i)+1], 0, 0, 4096); 


setPoint (normals[ (3*i)+2] 


setPoint (vertices [ 
setPoint (vertices [ 


i)+0], 0, 0, 100"1)չ 


(3" 
(3*1)+1], 100, 0, 100"1)չ 


setPoint (vertices[(3*i)+2], 0, 100, 10021): 


//1 can't remember if the points go in CW or CCW order, but 
//it will be apparent when you execute 
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GsDOBJ2 junkObject; 
GsLinkObject4 (&junkObject, (u_long *)object, 0); 
//all this does is set the wordsAfterConversion part of the first 


packet 

//to be the number of similar packets to follow (those of the same 
type) 

//so in this example, it would be set to 9 (or was it 10?... its not 
really 


//important because this function does all the work :) 


return; 


) 


At this point, all you need to do is to take the tmd field of any 

GsDOBJ2 

structure and point it object and everything should render fine. Whew. 

If there are any errors I apologize, I just did thsi from memory and 

don't 

have any of my code or documentation at hand, so I might have messed up 

a 

type or something, but I think this is good enough to get you started. 

—-MESSAGE FILE 13664 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000544 


——MESSAGE FILE 13665 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000545 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: LW5.0 & RSD.. 

Date: Fri, 8 May 1998 10:41:59 +0200 

Organization: OMGIM Productions 

Lines: 10 

Message-ID: <6iugheSaek7@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialupl11-10-4.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Well.. I have made some objects in LightWave Modeler 5.0 and exported them 
with the plugin available on the .net to the .RSD format.. 

And... well... the object doesn't show on-screen.. so then I tried someone 
elses .TMD,, and it showed perfectly.. does anyone know about this 
problem??. how to solve it?... 


// Anders 


—-MESSAGE FILE 13665 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000545 


—--MESSAGE FILE 13666 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000546 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Billboarding - fast method? 

Date: Fri, 8 May 1998 21:02:12 +1200 

Organization: Sidhe Interactive 

Lines: 33 

Message-ID: <6iuhopSaek8@chuka.playstation.co.uk> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> <3552705D.E7D6237E@home. com> 
NNTP-Posting-Host: p5-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:240 scee.yaroze.pr 
ogramming.3d_graphics:546 


Tim O'Neil wrote in message <3552705D.E7D6237E@home.com>... 
>Mario Wynands wrote: 
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>> 

>> I am once again revisiting the topic of billboarding (thats having 
objects 

>> always face the camera when they are drawn). 

-.. 


>> Has anybody stumbled across a way to leverage the Yaroze libraries to 
>> perform billboarding at draw time? 

>> 

>> Thanks 

>> 

>> Mario 

> 

> 

>Is this not just using Sprites?... GSSPRITE et al? 


Not necessarily. You can use sprites to do simple billboards by scaling 
them and drawing them at a certain screen and ordering table position based 
on their virtual world position. This could be used to do things like 
explosions and cutout style trees. 


I was looking for a way that you could do it with TMDS though, so I could 
support more complex billboard shapes. For example you could have 3D trees 
which have only the polygons visible from the front defined, giving you a 
drawing speedup (no culling required), less memory overhead, and a more 3D 
look (sprite billboards always look flat). 


Mario 


—-MESSAGE FILE 13666 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000546 


—--MESSAGE FILE 13667 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000548 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: LW5.0 & RSD.. 

Date: Fri, 08 May 1998 10:25:40 +0100 
Organization: Mobius Codeworks Ltd. 

Lines: 19 

Message-ID: <3552CF94.F9A325B8@micronetics.com> 
References: <6iugheSaek7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 193.132.195.160 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Anders 

Check the scale of your object. Be sure its not so big that it's way 
outside the screen boundary or it may be far too small to see... 
Cheers 

Jim 


Anders Clerwall wrote: 


> 

> Well.. I have made some objects in LightWave Modeler 5.0 and exported them 
> with the plugin available on the .net to the .RSD format.. 

> And... well... the object doesn't show on-screen.. so then I tried someone 
> elses .TMD,, and it showed perfectly.. does anyone know about this 

> problem??. how to solve it?... 

> 

> // Anders 


—-MESSAGE FILE 13667 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000548 
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——MESSAGE FILE 13668 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000549 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthomp@clara.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Calculating RSD Normal Format 

Date: Fri, 08 May 1998 10:43:38 +0100 

Organization: The PC Shop 

Lines: 8 

Message-ID: <3552D3CA. 6663CC8E@clara.net> 

References: <3551A5F6.A71F93A@clara.net> <3551C5BB.29D42D2A@hinge.mistral.co.uk> 
Reply-To: ianthomp@clara.net 

NNTP-Posting-Host: du-510.claranet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


Thanks Craig, 


What is the formulas that you used for you code? This will help in my understanding. 
Thanks in advance, 
Ian T. 


—-MESSAGE FILE 13668 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000549 


——MESSAGE FILE 13669 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000550 

Path: chuka.playstation.co.uk!news 

From: Adrian Scoffield <adrianl23@altavista.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: dynamic tmd creation problems 

Date: Sun, 10 May 1998 20:09:10 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <3555FB56.2F491E52@altavista.net> 
NNTP-Posting-Host: stu-dialup1l1.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


I am using the TMD documentation from the yaroze site to dynamically 
create TMD objects. I can create all possible polygon primitives but 
cannot create line or 3D sprite primitives. When I attempt this I get a 
nasty 'code not supported' error with a return value the same as the 
mode value of the primitive header I am trying to create? For example a 
return value of 0x40 for a straight line with no gradation. 


Also, when I set the FCE bits for the flag component of the primitive 
header it does not force my polygons to be 2 sided - why? 


Peter 


—-MESSAGE FILE 13669 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000550 


——MESSAGE FILE 13670 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000551 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: dynamic tmd creation problems 

Date: Mon, 11 May 1998 11:24:36 +1200 

Organization: Sidhe Interactive 
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Lines: 19 

Message-ID: <6j5d0fSrla2@chuka.playstation.co.uk> 
References: <3555FB56.2F491E52@altavista.net> 
NNTP-Posting-Host: p51-max7.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Adrian Scoffield wrote in message <3555FB56.2F491E52@altavista.net>... 

>I am using the TMD documentation from the yaroze site to dynamically 
>create TMD objects. I can create all possible polygon primitives but 
>cannot create line or 3D sprite primitives. When I attempt this I get a 
>nasty 'code not supported' error with a return value the same as the 
>mode value of the primitive header I am trying to create? For example a 
>return value of 0x40 for a straight line with no gradation. 

> 

>Also, when I set the FCE bits for the flag component of the primitive 
>header it does not force my polygons to be 2 sided - why? 


3D Sprite and Line primitives, and double sided polygons are not supported 
by the Yaroze libs. Very annoying. 


Mario 


-—-MESSAGE FILE 13670 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000551 


--MESSAGE FILE 13671 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000552 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: math matrices linear algebra 

Date: 12 May 1998 08:20:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <0Olbd7d7f$be3e1460$2a02bfc3@manolo> 
References: <353B2DA5.E390CD14@usa.net> 
NNTP-Posting-Host: ip042.pool1-15.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi,the linear algebra is not important for 3D programming with playstation 
because there are functions in yaroze library that made Matrix calculation 
so you must only know how a Matrix can change object coordinates an 
interesting book on this argument is "Introduction to computer graphics" is 
an Addison-wesley publishing company book and the authors are:James d. 
foley (Georgia inst. of technology),Adriens van dam and Richard 1. Phillips. 
bye,emanuele from Italy. 


Karsten Wutzke <kwutzke@usa.net> scritto nell'articolo 
<353B2DA5.E390CD14@usa.net>... 


> hi! 

> 

> does anyone have a good recommendation for 

> a (beginner's) book on linear algebra, specifically 
> for 3d graphics? 

> 

> Karsten 

> 

> 


-—-MESSAGE FILE 13671 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000552 


--MESSAGE FILE 13672 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000553 

Path: chuka.playstation.co.uk!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Billboarding - fast method? 
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Date: Tue, 12 May 1998 02:15:48 -0700 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <wal-ya02408000R1205980215480001@news.scea.sony.com> 
References: <6iomsuSjpr33@chuka.playstation.co.uk> 
NNTP-Posting-Host: dnai-207-181-237-170.dialup.dnai.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:248 scee.yaroze.pr 
ogramming.3d_graphics:553 


In article <6iomsuSjpr33@chuka.playstation.co.uk>, "Mario Wynands" 
<mario@sidhe.co.nz> wrote: 

> This kind of works, but by zeroing out all the rotations I am also the 

> killing perspective transformation meaning the object is slightly stretched. 


What do you mean by "stretched"? As far as I can tell, perspective 
projection happens after the LS matrix has been applied, so your code 
should be OK. 


On the other hand, I'm not sure how screen aspect ratio fits into all this. 
You might want to look at the global variable GsIDMATRIX2, in <libps.h>: 


extern MATRIX GsIDMATRIX2; /* Unit Matrix including Aspect retio */ 


wayne a. lee <wal@blarg.net> 

<http://www.scea.sony.com/net/yaroze/pages/wlee.html1> 

-—-MESSAGE FILE 13672 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000553 


—--MESSAGE FILE 13673 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000554 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Billboarding - fast method? 

Date: Tue, 12 May 1998 22:22:46 +1200 

Organization: Sidhe Interactive 

Lines: 61 

Message-ID: <6 j97uaSrla5@chuka.playstation.co.uk> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> <wal-ya02408000R1205980215480001@ 
news.scea.sony.com> 
NNTP-Posting-Host: pl0-maxll.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:250 scee.yaroze.pr 
ogramming.3d_graphics:554 


wayne a. lee wrote in message 

>In article <6iomsuSjpr33@chuka.playstation.co.uk>, "Mario Wynands" 
><mario@sidhe.co.nz> wrote: 

>> This kind of works, but by zeroing out all the rotations I am also the 
>> killing perspective transformation meaning the object is slightly 
stretched. 

> 

>What do you mean by "stretched"? As far as I can tell, perspective 
>projection happens after the LS matrix has been applied, so your code 
>should be OK. 

> 

>On the other hand, I'm not sure how screen aspect ratio fits into all this. 
>You might want to look at the global variable GsIDMATRIX2, in <libps.h>: 
> 

>extern MATRIX GsIDMATRIX2; /* Unit Matrix including Aspect retio */ 


Thanks for the hint Wayne. It was the screen aspect ratio that was causing 
some of the problem. Taking it into account solved the vertical stretching 
problem. 
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The code still doesn't work quite right for the general case I was looking 
for, but should suffice for my immediate needs (which is just a single 
forwarding facing polygon). For anyone interested the code is as follows 


[ [RRR RRR k k KKK KKK k k k KK K K K k K K K k K K K K K K K K K KOK K K KOK K K KOK K K KOR K OK OK KK KK 


//* Draw TMD թ 
ններն նն աաա k K K k K K K K K K K K K KOK K K KOK K K KOK K K KOR K k KOR K K K R k KK KK 
void DrawTMD (GsDOBJ2 *dobj, GsOT *ot, int billboard) 

{ 


MATRIX screen_matrix; 
GsGetLs (dobj->coord2, &screen_matrix); 


if (billboard) 
{ 


screen_matrix.m[0][0] = GsIDMATRIX2.m[0][0]; // I'm sure there is a better 
way to code this :) 
screen_matrix.m[0][1] = GsIDMATRIX2.m[0] [1]; 
screen_matrix.m[0][2] = GsIDMATRIX2.m[0] [2]; 
screen_matrix.m[1][0] = GsIDMATRIX2.m[1] [0]; 
screen_matrix.m[1][1] = GsIDMATRIX2.m[1] [1]; 
screen_matrix.m[1][2] = GsIDMATRIX2.m[1] [2]; 
screen_matrix.m[2][0] = GsIDMATRIX2.m[2] [0]; 
screen_matrix.m[2][1] = GsIDMATRIX2.m[2] [1]; 
screen_matrix.m[2][2] = GsIDMATRIX2.m[2] [2]; 


} 


GsSetLsMatrix (&screen_matrix); 
GsSortObject4(dobj, ot, 14 - ot->length, (u_long *)getScratchAddr (0) ); 


Mario 


-—-MESSAGE FILE 13673 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000554 


—-MESSAGE FILE 13674 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000555 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: math matrices linear algebra 

Date: Tue, 12 May 1998 11:19:31 +0100 

Organization: Intelligent Research 

Lines: 17 

Message-ID: <35582233.37120E9E@hinge.mistral.co.uk> 

References: <353B2DA5.E390CD14@usa.net> <Olbd7d7fSbe3e1460$2a02bfc3@manolo> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Emanuele Diotallevi wrote: 


Hi,the linear algebra is not important for 3D programming with playstation 
because there are functions in yaroze library that made Matrix calculation 
so you must only know how a Matrix can change object coordinates an 
interesting book on this argument is "Introduction to computer graphics" is 
an Addison-wesley publishing company book and the authors are:James d. 
foley (Georgia inst. of technology),Adriens van dam and Richard 1. Phillips. 
bye,emanuele from Italy. 


VVVVVVV 
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Foley & Van Dam is a gospel graphics text - everyone should have a copy 
on the desk next to their Yaroze...... 


Craig. 


—-MESSAGE FILE 13674 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000555 


——MESSAGE FILE 13675 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000556 

Path: chuka.playstation.co.uk!news 

From: Adrian Scoffield <adrianl23@altavista.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: more dynamic tmd problems 

Date: Tue, 12 May 1998 14:08:35 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <355849D2.2F3CFB4C@altavista.net> 
NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Okay, thanks to Mario i now know the libps does not suport 3D sprites or 


double sided polygons, but i cannot get 4 sided flat gourad shaded 
gradation 

primitives to work either (although 3 sided does), is this the same 
problem? 


On a different note, when i create gourad textured quads the texture 
uv mapping goes screwy - about a quarter of the quad is textured but the 


rest is video memory rubbish. 


any ideas? 


—-MESSAGE FILE 13675 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000556 


——MESSAGE FILE 13676 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000557 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Tue, 12 May 1998 14:40:13 +0100 

Organization: Intelligent Research 

Lines: 88 

Message-ID: <3558513D.3A952526@hinge.mistral.co.uk> 

References: <355849D2.2F3CFB4C@altavista.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 68775662E190900B914CF10F" 
X-Mailer: Mozilla 4.03 [en] (Win95; I) 


68775662E190900B914CF10F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Adrian Scoffield wrote: 


double sided polygons, but i cannot get 4 sided flat gourad shaded 
gradation 

primitives to work either (although 3 sided does), is this the same 
problem? 


V V V V 


This'll be the funny vertex numbering problem. 
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As the PSX split's quad's into two triangles to render, the vertex's օո a 
quad 
are Z numbered.... 


as the triangles will be rendered: 


0---1 1 
/ / 


/ / 
2 2---3 
On a different note, when i create gourad textured quads the texture 


uv mapping goes screwy - about a quarter of the quad is textured but the 


rest is video memory rubbish. 


V V V V V V 


any ideas? 
Texture page alignment? 


Craig. 


68775662E190900B914CF10F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


HTML> 

drian Scoffield wrote: 

BLOCKQUOTE TYPE=CITE>double sided polygons, but i cannot get 4 sided flat 
ourad shaded 

BR>gradation 

BR>primitives to work either (although 3 sided does), is this the same 
<BR>problem?</BLOCKQUOTE> 

This'll be the funny vertex numbering problem. 


AAQAPRA 


<P>As the PSX split's quad's into two triangles to render, the vertex's 
on a quad 
<BR>are Z numbered. ...<TT></TT> 


<P><TT>&nbsp; énbsp; &nbsp; 0-1Հ/11» 
<BR><TT>&nbsp; &nbsp;é&nbsp; | |</TT> 
<BR><TT>é&nbsp; &nbsp; &nbsp; 2-3</TT> 


<P>as the triangles will be rendered:<TTI></TT> 


<P><TT>énbsp; &énbsp; &nbsp; O---l&nbsp; &nbsp; &nbsp; &énbsp; 1</TT> 
<BR><TT>&nbsp; &nbsp; &nbsp; |é&nbsp; /&nbsp; &nbsp; &nbsp; &énbsp; /|</TT> 
<BR><TT>&nbsp; &nbsp; &nbsp; /&nbsp; &nbsp; &nbsp; &nbsp; / |</TT> 
<BR><TT>&nbsp; &nbsp; &nbsp; |/é&nbsp; &nbsp; &nbsp; &nbsp; /&nbsp; |</TT> 


énbsp; énbsp; énbsp; &énbsp; 

2---3 

<BR>&nbsp; 

<BLOCKQUOTE TYPE=CITE>On a different note, when i create gourad textured 
quads the texture 

<BR>uv mapping goes screwy - about a quarter of the quad is textured but 
the 


<P>rest is video memory rubbish. 


<P>any ideas?</BLOCKQUOTE> 
Texture page alignment? 


<P>Craig. 
<BR>é&nbsp; </HTML> 


9183 


<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; 2é&nbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
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68775662E190900B914CF10F-—- 


—-MESSAGE FILE 13676 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000557 


——MESSAGE FILE 13677 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000558 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: more dynamic tmd problems 

Date: Wed, 13 May 1998 02:16:17 +1200 

Organization: Sidhe Interactive 

Lines: 17 

Message-ID: <6j391k1Srla6@chuka.playstation.co.uk> 
References: <355849D2.2F3CFB4C@altavista.net> 
NNTP-Posting-Host: pl0-maxll.well.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Adrian Scoffield wrote in message <355849D2.2F3CFB4C@altavista.net>... 
>Okay, thanks to Mario i now know the libps does not suport 3D sprites or 
> 

>double sided polygons, but i cannot get 4 sided flat gourad shaded 
>gradation 

>primitives to work either (although 3 sided does), is this the same 
>problem? 


I never got these to work via either dynamic creation or RSDLink. As far as 
I know they are supposed to be supported by the libs. Has anyone actually 
got them to work successfully? 


Mario 


—-MESSAGE FILE 13677 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000558 


——MESSAGE FILE 13678 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000559 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: math matrices linear algebra 

Date: Tue, 12 May 1998 17:28:56 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6 j9th1S$rla8@chuka.playstation.co.uk> 

References: <353B2DA5.E390CD14@usa.net> <Olbd7d7f$be3e1460$2a02bfc3@manolo> <3558223 
3.37120E9E@hinge.mistral.co.uk> 

NNTP-Posting-Host: usera036.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.2106.4 


And I thought Van Dam was a thick Belgian Bun who went around beating people up 
| 


I have 'Computer Graphics Ը Version'. It seems quite good, although I haven't 
read much of it. I mainly use it to impress people who inadvertantly wander 
into my house. 


Steve 


> 

> 

>Emanuele Diotallevi wrote: 

> 

>> Hi,the linear algebra is not important for 3D programming with playstation 
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>> because there are functions in yaroze library that made Matrix calculation 
>> so you must only know how a Matrix can change object coordinates an 

>> interesting book on this argument is "Introduction to computer graphics" is 
>> an Addison-wesley publishing company book and the authors are:James d. 

>> foley (Georgia inst. of technology),Adriens van dam and Richard 1. Phillips. 
>> bye,emanuele from Italy. 

> 

>Foley & Van Dam is a gospel graphics text - everyone should have a copy 

>on the desk next to their Yaroze...... 

> 

>Craig. 

> 


—-MESSAGE FILE 13678 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000559 


——MESSAGE FILE 13679 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000560 

Path: chuka.playstation.co.uk!news 

From: Stephen Ewart <s.ewart@ulst.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: trueSpace 3 and RSD 

Date: Wed, 13 May 1998 09:18:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35595748.96D3D2A1@ulst.ac.uk> 
NNTP-Posting-Host: ijce231.infj.ulst.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (X11; I; IRIX 6.3 IP32) 


Thought everyone would like to know. 


Just got trueSpace 3 (see http://www.caligari.com) and it has save file 
as *.RSD format 

as standard. 

PC Review gave away trueSpace/SE away last month and had an upgrade 
offer to version 3 for 279 quid - all in. Cheaper than any other offer 
out there. 

If you didn't see PC Review last month then I think PC Plus will be 
doing the 

same thing next month. 


Only tried it briefly and it works fine. Don't know if handles textures 
though. 
Might still next RSDTool!. 


Cheers .. Steve 


—-MESSAGE FILE 13679 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000560 


--MESSAGE FILE 13680 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000561 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Wed, 13 May 1998 10:33:00 +0100 

Organization: Intelligent Research 

Lines: 22 

Message-ID: <355968CC.17FC1B94@hinge.mistral.co.uk> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1$rla6@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 
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Mario Wynands wrote: 


> Adrian Scoffield wrote in message <355849D2.2F3CFB4C@altavista.net>... 

> >Okay, thanks to Mario i now know the libps does not suport 3D sprites or 
>> 

> >double sided polygons, but i cannot get 4 sided flat gourad shaded 

> >gradation 

> >primitives to work either (although 3 sided does), is this the same 

> >problem? 

> 

> I never got these to work via either dynamic creation or RSDLink. As far as 
> I know they are supposed to be supported by the libs. Has anyone actually 
> got them to work successfully? 

Yes. 

> Mario 

Craig 


—-MESSAGE FILE 13680 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000561 


——MESSAGE FILE 13681 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000562 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Problem with positioning 

Date: 13 May 1998 17:32:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <memo.19980513182550.44659B@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna25-05.compulink.co.uk 


Has anyone had a problem with positioning things 
in 3D space? 

I am trying to place some objects in the world, 
but they come out incorrectly. 
For example, I'm trying to place a single polygon 
defined as 0,0,0; 0,0,-2000; 2000,0,-2000; 2000,0,0 

This seems fine even when I do rsdlink -info on the 

tmd file, though the vertices aren't listed in the 

same order. 

The object is displayed at 0,0,0; 0,0,2000; -2000,0,2000; 
-2000,0,0 - seems to have x and z values negated. 

If I add an offset to this object, it is added correctly, 
i.e. not negated. 

Other objects only seem to have x parts negated or only 

Z parts. 

I have set the super to WORLD. 

Is this an obvious problem, or is it more likely I have 
some corruption occuring in my program? 


Jeff Hannan 


—-MESSAGE FILE 13681 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000562 


—--MESSAGE FILE 13682 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000563 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: GsSortoOt () 

Date: 15 May 1998 18:16:14 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bd802d$d66d1a80$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi, 


I'm having problems with GsSortOt(). Can someone give me some info 
or an example? 


Roland 
—-MESSAGE FILE 13682 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000563 


——MESSAGE FILE 13683 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000564 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D format converter (BETA!) 

Date: Sat, 16 May 1998 23:45:38 +0200 

Organization: OMGIM Productions 

Lines: 9 

Message-ID: <6jlletS$f4010@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialupl11-12-1.swipnet.se 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'm making a converter from all sorts of formats (when it's done) to .RSD.. 
Please read the readme.txt file in the zip for more info. 
http://www.netyaroze-europe.com/~omgimp/ftp/obj2rsd.zip 

!!Remember,, still in beta testing!! 


// Anders Clerwall 


—-MESSAGE FILE 13683 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000564 


—-MESSAGE FILE 13684 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000565 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: George_Bain@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re:GsSortoOt () 

Date: 17 May 1998 16:45:38 +0100 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 84 

Sender: news@chuka.playstation.co.uk 

Message-ID: <6jn0n2$3771@emeka.playstation.co.uk> 

Reply-To: George_Bain@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


via smtpd (for [194.203.13.2]) with SMTP; 17 May 1998 15:50:25 UT 
by camsg001.camb.scee.sony.co.uk (8.8.6/8.8.6) with SMTP id QAA12762 
for <news@playstation.co.uk>; Sun, 17 May 1998 16:48:37 +0100 (BST) 
From: George_Bain@Playstation.sony.com 
To: news@playstation.co.uk 
Content-—Disposition: inline 


Hi there, 


My good buddy James here explained this pretty damn good. 
Here is the transcript. 


Regards, 
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George@SCEE 


> I guess I 
>have misunderstood. I thought that the OTs I sorted into the main OT were 
>still used and just referenced by the main OT. Is this wrong? 


No, that's right. They are referenced in the reverse order that you insert 
them. 


> Are the primitives from the OTs sorted into the main OT? 

No. 

> Could someone explain what is going on? 

Gladly. 

An OT is a just a linked list of GPU primitives, and GsSortOT simply 
inserts the Source OT into the Destination OT at a specific place in the 
Destination OT's linked list. No extra sorting or copying is performed, 


it's just a simple Comp. Science 101 insertion of a linked list into 
another linked list. 


The key to _where__ the source linked list is inserted is contained in the 
source's GsOT.point field. This is supposed to be a 'typical value of 2', a 
rather fuzzy definition unfortuately. The GsOT structure contains an array 
of size "2*%GsOt.length" which are all (initially) consecutive elements in 

the linked list. Their fixed position allows the GsSortObject() to easily 

insert new primitives at the appropriate Z resolution. When you do a 
GsSortOT(), it inserts the source OT linked list into the destination OT 
linked list, at a Z resolution specified by the source's GsOT.point field. 


So it's like all the polygons from the source OT (sorted amongst 
themselves) being inserted at a single Z resolution in the destination OT. 


Say your destination OT has a length of 10, so the OT is an array 2%10 long 
which gives you a Z-resolution of 1024 different values. If your source 
GsOT.point = 100, then it will be inserted into the destination OT at a Z 
resolution of 100. Which implies a restriction - the source's GsOT.point 
value must be less than "2*%destGsOT.length", otherwise the program will 
index out of range and possibly crash! 


Just to complicate things: 

1)The position at which it is inserted is __actually__ 
sourceGsOT.point - destGsOT.offset, but since offset is 
usually 0 for most people so I've ignored it. 

2) The start of the source linked list is considered to be sourceGsOT.tag, 
NOT sourceGsOT.org. 


Cheers, 
James Russell@SCEE 


>> >>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>> 


From: "Roland Boettcher" <roland@harlie.han.de> 
Hi, 


I'm having problems with GsSortOt(). Can someone give me some info 
or an example? 


Roland 


9188 


—-MESSAGE FILE 13684 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000565 
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--MESSAGE FILE 13685 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000566 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: ANNOUNCE: RsdAnim 3D Animator 

Date: Tue, 19 May 1998 10:52:30 +0100 

Organization: Intelligent Research 

Lines: 96 

Message-ID: <3561565E.92BE1819@hinge.mistral.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


On my site from yesterday: 
http://www.netyaroze-europe.com/~c_graham/rsdanim.html 


Mail me on: 
c_graham@hinge.mistral.co.uk 


RsdAnim 
What is RsdAnim? 


It's a PC (Win95) hosted keyframe animator for Playstation RSD format 3D 
models.... 


What Do You Need? 


— Windows 95 
- DirectX v5 


NOTE1: RsdAnim will NOT run on NT4. This is because it uses Direct3D 
immediate mode, which is only available with DirectX5. NT4 
only supports DirectX3, so RsdAnim will crash & burn...) 


NOTE2: There seems to be a problem on some PC setups...I'm not sure what 
it is, so if RsdAnim crashes when you run it, click on 'NO' 
in the startup box. 


NOTE1: There's a conflict I've not chased yet with 3D/FX cards - RsdAnim 
won't work if you've got one (sorry, I don't have one myself 
so I don't know what the problem is). 


Where's it come from? 


From me, I wrote it... 


Licensing Blurb 


1) I release this program for non-comercial use only on the Yaroze. 
2) No comercial developer may download or use this software. 
3) Don't give it away to non-yaroze members. 


If I see it on a single WWW site other than the Sony Main Server, Լ'11 
simply not release any more updates. I don't expect to see it on 
Blackbag, Insert Coin or #PSXDEV - and I know all you folks who hang 
there as well, so I'll know exactly who to chase if this starts 

doing the rounds. 


What does it do? 


Well, it loads Playstation RSD format models and displays them on the PC 
"hey, RSDTOOL does that" - I know, but this is 
better..... here's a feature list: 
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MIMe data generation for use with gteMIMefunc() 
RSD format loading (RSD, PLY, MAT) 
3DS / 3DS Max ASCII Object file loading (.ASC files) 
Extended poly group support (XGRP, almost the same as GRP). 
TIM Image format support. 
Rubber band vertex/face selection 
Magic wand vertex/face selection 
Simple pick tool vertex/face selection 
All operations apply to multiple selected faces 
Poly shading type setting (gourard/flat) 
Normal re-calculation 
Selective and hinted optimisation / polygon reduction 
Direct3D support 4 selectable view panes, which can be any of: 
- Fully textured & shaded view 
- Lit wireframe view 
o Move tool 
o Rotate tool 
o Normal flipping (for those awkward problem conversions) 
o Multiple movement Keyframe animator (have several movements from the 
same base object (eg. man_walk,man_nod,man_wave, etc) 
o Grid align tool 
o Object centring 
° 
° 
° 
° 
T 


ooo0o0000000000 


Face colouring 

Face lighting / poly-by-poly lighting disable 

Texture Wrapping (cylindrical, spherical & planer) 

Handles more RSD primitive types than RsdTool (eg. simultaneously 
extured & Coloured faces). 


What Next? 


Well, I've been intending to add bones support..... 


Also, load's of stuff has problems/bugs/doesn't do what it should, so 
I'll be fixing those as time goes by... 


—-MESSAGE FILE 13685 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000566 


——MESSAGE FILE 13686 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000567 

Path: chuka.playstation.co.uk!news 

From: Peter Hardy <ph061@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Tue, 19 May 1998 14:31:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35618997.443F@mdx.ac.uk> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1Srla6@chuka.playstation.co.uk> 
<355968CC.17FC1IB94@hinge.mistral.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.5 sun4u) 


Craig Graham wrote: 
Mario Wynands wrote: 


Adrian Scoffield wrote in message <355849D2.2F3CFB4C@altavista.net>... 
>Okay, thanks to Mario i now know the libps does not suport 3D sprites or 
> 

>double sided polygons, but i cannot get 4 sided flat gourad shaded 
>gradation 

>primitives to work either (although 3 sided does), is this the same 
>problem? 


VVVVVVVVV VV 


VV V NV VV VV 
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> > I never got these to work via either dynamic creation or RSDLink. As far as 
> > I know they are supposed to be supported by the libs. Has anyone actually 

> > got them to work successfully? 

> 

> Yes. 

> 

> > Mario 

> 

> Craig 


Erm. ..how? 
Please specify answer in word>1l format. ;) 


Thanx - if can help 

Thanx! - if you can't 

—-MESSAGE FILE 13686 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000567 


--MESSAGE FILE 13687 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000568 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Tue, 19 May 1998 15:17:15 +0100 

Organization: Intelligent Research 

Lines: 55 

Message-ID: <3561946B.BD69B3B8@hinge.mistral.co.uk> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1Srla6@chuka.playstation.co.uk> 
<355968CC.17FC1B94@hinge.mistral.co.uk> <35618997.443F@mdx.ac.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Peter Hardy wrote: 


> > Yes. 
>> 
> > > Mario 
> >: 
> > Craig 
> 
> Erm...how? 
> Please specify answer in word>1 format. ;) 
> 
> Thanx - if can help 
> Thanx! - if you can't 
/* 
* Add a GP4 primitive to the TMD. [gourard shaded, no light source, 4 sided poly] 
ASS Sa աար 
*Returns: 
* pointer to the primitive just added 
x7 


TMD_GP4 *TMD_AddGP4 (short vr0, short ՄԷԼ, short vr2, short vr3, unsigned char *rgb) 


{ 
TMD_GP4 *gp4; 


assert (current_primitive); 
assert (current_object) ; 


gp4= (TMD_GP4*) current_primitive; 
current_primitive=(void*) (gp4+1); 


gp4->dummy 0=gp4->head.mode=0x39; 
gp4->head. flag=1; 
gp4->head.ilen=6; 
gp4->head.olen=8; 
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gp4->vr0=vr0; 
gp4->vrl=vrl1; 
gp4->vr2=vr2; 
gp4->vr3=vr3; 


gp4->r0=rgb[0]; gp4->g0=rgb[1]; gp4->b0=rgb[2]; 
gp4->rl=rgb[3]; gp4->gl=rgb[4]; gp4->bl=rgb[5]; 
gp4->r2=rgb[6]; gp4->g2=rgb[7]; gp4->b2=rgb[8]; 
gp4->r3=rgb[9]; gp4->g3=rgb[10]; gp4->b3=rgb[11]; 


current_object-—>n_primitivett; 


return gp4; 
} 


Craig. 


-—-MESSAGE FILE 13687 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000568 


——MESSAGE FILE 13688 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000569 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Tue, 19 May 1998 22:32:14 +0200 

Organization: Debri Productions 

Lines: 13 

Message-ID: <1d9a9t8.1tpf401lmkeupsN@al-88-135.al1l.nl> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1Srla6@chuka.playstation.co.uk> 
<355968CC.17FC1B94@hinge.mistral.co.uk> <35618997.443F@mdx.ac.uk> 
NNTP-Posting-Host: al-88-135.al.nl 

X-Newsreader: MacSOUP 2.3 (unregistered) 


Peter Hardy <ph061@mdx.ac.uk> wrote: 


Erm. ..how? 
Please specify answer in word>1 format. ;) 


Thanx - if can help 
Thanx! - if you can't 


VVVVVV 


Hai Peter, nice pic in the EDGE. See you in Bournesmith... 


DEnnis.. 
—-MESSAGE FILE 13688 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000569 


—-MESSAGE FILE 13689 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000570 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: 19 May 1998 22:54:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <memo.19980519234732.50219A@jmhannan.compulink.co.uk> 
References: <memo.19980513182550.44659B@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna22-14.compulink.co.uk 


The problem was that the normals were reversed. 

I am trying to convert some data from a pc program, 
where the axes is +X+Y+Z and a polygon face is 
defined with vertices in clockwise order. 
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It seems on the PSX it is -X-Y-Z. 

I've converted Y and Z values in dxf2rsd, but 

now everything on the x-axis is reversed. 

This also reversed the directions of all the normals. 
Is there an easy way of converting all my X values 
via the tools? 


If not,I think I'll just get used to the fact that my game 
is now a mirror image of its former self. 


Jeff Hannan 


—-MESSAGE FILE 13689 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000570 


——MESSAGE FILE 13690 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000571 

Path: chuka.playstation.co.uk!news 

From: Peter Hardy <ph061@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Wed, 20 May 1998 13:47:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <3562D0E7.C84@mdx.ac.uk> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1Srla6@chuka.playstation.co.uk> 
<355968CC.17FC1B94@hinge.mistral.co.uk> <35618997.443F@mdx.ac.uk> <3561946B.BD69B3B8 
@hinge.mistral.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.5 sun4u) 


Craig Graham wrote: 
Peter Hardy wrote: 
Yes. 


> Mario 


V V V V V 


Craig 


Erm. ..how? 
Please specify answer in word>1 format. ;) 


Thanx - if can help 
Thanx! - if you can't 


VVVVVVVVVVV 


/* 
* Add a GP4 primitive to the TMD. [gourard shaded, no light source, 4 sided poly] 
*Returns: 

* pointer to the primitive just added 

zy 

TMD_GP4 *TMD_AddGP4(short vr0, short ՄԷԼ, short vr2, short vr3, unsigned char *rgb 


{ 
TMD_GP4 *gp4; 


assert (current_primitive); 
assert (current_object) ; 


gp4= (TMD_GP4*) current_primitive; 
current_primitive=(void*) (gp4+1); 


gp4->dummy 0=gp4->head.mode=0x39; 
gp4->head.flag=1; 
gp4->head.ilen=6; 
gp4->head.olen=8; 


VVVVVVVVVVVV VS VV VV VV VV VV VV VV VV VV VV VV 
* 
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gp4->vr0=vr0; 
gp4->vrl=vrl1; 
gp4->vr2=vr2; 
gp4->vr3=vr3; 


gp4->g0=rgb 


[1 gp4->b0=rgb 
gp4->gl=rgb[4 

[7 

[1 


l; [ 
l; gp4—->bl=rgb[ 
]; gp4->b2=rgb[ 
0]; gp4->b3=rgb 


gp4->r0=rgb 
gp4->rl=rgb 
gp4->r2=rgb 
gp4->r3=rgb 


gp4->g2=rgb 


2 
5 
8 
gp4->g3=rgb [ 


Ե 
l; 
l; 
11]; 
current_object->n_primitive++; 


return gp4; 
} 


VVVVVVVVVVVVV VV VV 


Craig. 


Thanx babe. I had done it right after all. I was incrementing by the 
wrong type of pointer (DOH!). 


PS I got the textured primitves I was having trouble with, working as 
well. I forgot to multiply the image.pw by the number of texels per 
pixel, so my u, v mappings were all buggered. (Double DOH!). Any way got 
to go 


Luv, Ugs and buckets of poo 


Peter 
—-MESSAGE FILE 13690 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000571 


——MESSAGE FILE 13691 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000572 

Path: chuka.playstation.co.uk!news 

From: Peter Hardy <ph061@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Wed, 20 May 1998 13:54:25 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <3562D281.6E9D@mdx.ac.uk> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1$rla6@chuka.playstation.co.uk> 
<355968CC.17FC1B94@hinge.mistral.co.uk> <35618997.443F@mdx.ac.uk> <1d9a9t8.1tpf401mk 
6սքտոն81-88-135.81.ո1» 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; SunOS 5.5 sun4u) 


DEnnis Brinkhuis wrote: 


Hai Peter, nice pic in the EDGE. See you in Bournesmith... 


> 

> Peter Hardy <ph061@mdx.ac.uk> wrote: 
> 

>> 

> > Erm...how? 

> > Please specify answer in word>1l format. ;) 
>> 

> > Thanx - if can help 

> > Thanx! — if you can't 

> 

> 

> 

> 


DEnnis.. 

Sorry to break it to ya, mate but I think you were after Peter Passmore. 
I'm one of his students. If I see him, I'll pass on your message...and 
tell him you have been calling him poo-face behind is back ;) 


See ya 
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Peter - The good looking one! 
—-MESSAGE FILE 13691 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000572 


——MESSAGE FILE 13692 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000573 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: 20 May 1998 18:08:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <memo.19980520190139.9479A@jmhannan.compulink.co.uk> 
References: <memo.19980519234732.50219A@jmhannan.compulink.co.uk> 
Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna26-05.compulink.co.uk 


I have since waded through the entries in this newsgroup 
and I have become enlightened about many things. 


However, I don't recall any discussion of the axes - I 
know that the PSX is -Z-Y, but the direction of the X 
axis is important and it seems to me that the positive X 
direction is to the left 

BY, «3-2 


+Z / ՀՎ 
Am I right? Its yet another thing to be wary օք. 
Jeff Hannan 


P.S. This is great, a thread all to myself. 
-—-MESSAGE FILE 13692 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000573 


—--MESSAGE FILE 13693 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000574 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: Wed, 20 May 1998 22:58:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <35635f20.1525506@news.playstation.co.uk> 

References: <memo.19980519234732.50219A@jmhannan.compulink.co.uk> <memo.199805201901 
39.9479A@jmhannan.compulink.co.uk> 

NNTP-Posting-Host: p47-rail-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 20 May 1998 18:08:54 GMT, jmhannan@cix.co.uk (Jeff Hannan) wrote: 


>I have since waded through the entries in this newsgroup 
>and I have become enlightened about many things. 

> 

>However, I don't recall any discussion of the axes - I 
>know that the PSX is -Z-Y, but the direction of the X 
>axis is important and it seems to me that the positive X 
>direction is to the left 

-Y -Z 


VVVVVVV 
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>Am I right? Its yet another thing to be wary of. 
> 

>Jeff Hannan 

> 

>P.S. This is great, a thread all to myself. 


Does anyone know why they went this route ? The usual scheme of things 
( and the one used in all the graphics textbooks that I've seen ) is; 


This is really annoying me as it means if I want to use any algorithms 
in the books I have to bugger about and actually think instead of 
being able to copy them straight...... 


-—-MESSAGE FILE 13693 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000574 


—--MESSAGE FILE 13694 START: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000575 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Re:GsSortoOt () 

Date: 21 May 1998 17:00:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <01bd84da$5063d9e0$77el6dc0@ulthar.han.de> 
References: <6 jn0n2$3771@emeka.playstation.co.uk> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks for the info George. 


Cheers 

Roland 

—-MESSAGE FILE 13694 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000575 


——MESSAGE FILE 13695 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000576 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: drift 

Date: 21 May 1998 17:06:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <01lbd84db$1674cea0$77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ha! 


Anybody want to share some secrets about 3D racing games? 
I'm currently trying to implement drifting cars (but it's difficult). If 
someone has a code snippet off hands it would be very helpful. 


Roland 
—-MESSAGE FILE 13695 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000576 


——MESSAGE FILE 13696 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000577 

Path: chuka.playstation.co.uk!macsuppor 

From: macsuppor@al.nl (DEnnis Brinkhuis) 
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Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more dynamic tmd problems 

Date: Fri, 22 May 1998 00:12:57 +0200 

Organization: Debri Productions 

Lines: 19 

Message-ID: <1d9ekq4.loxtceelctwtbcN@al-88-112.al.nl> 

References: <355849D2.2F3CFB4C@altavista.net> <6j91k1Srla6@chuka.playstation.co.uk> 
<355968CC.17FC1B94@hinge.mistral.co.uk> <35618997.443F@mdx.ac.uk> <1d9a9t8.1tpf401mk 
eupsN@al-—88-135.al.nl> <3562D281.6E9D@mdx.ac.uk> 

NNTP-Posting-Host: 81-88-112.81.ոլ 

X-Newsreader: MacSOUP 2.3 (unregistered for 30 days) 


Peter Hardy <ph061@mdx.ac.uk> wrote: 


> 

> Sorry to break it to ya, mate but I think you were after Peter Passmore. 
> I'm one օք his students. If I see him, I'll pass on your message...and 
> tell him you have been calling him poo-face behind is back ;) 

> 

> See ya 

> 

> Peter - The good looking one! 

LOL... I noticed that I made a mistake. Do you have the last EDGE? I did 


know that there was a Peter Hardie on Bournemouth, and like you see 
there is (EDGE p.69) He has a kind of similar job as Passmore. When I 
Saw your name I thought that it was the Hardie from Bournemouth. They 
also have Net Yarozes over there. But now I see that you are Hardy and 
from Bournemouth is Hardie. Logical that I get confused with all those 
Peter's... 


Greatings DEnnis.. 
-—-MESSAGE FILE 13696 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000577 


--MESSAGE FILE 13697 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000578 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: Fri, 22 May 1998 07:37:37 -0700 

Organization: SCEA News Server 

Lines: 50 
Message-ID: <35658DB1.CC1008BC@sinclair.net> 

References: <memo.19980519234732.50219A@jJmhannan.compulink.co.uk> <memo.199805201901 
39.9479A@Jmhannan.compulink.co.uk> <35635f20.1525506@news.playstation.co.uk> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Actually, +X is to the right, as shown below: 


-Y Դշ 


-Z / +Y 


It's the Y axis that keeps getting me; I keep forgetting that -Y=up, so 
if I want my camera overlooking things, it should be at -200, not at 
200. 


Richard Cutting wrote: 
On 20 May 1998 18:08:54 GMT, jJmhannan@cix.co.uk (Jeff Hannan) wrote: 
>I have since waded through the entries in this newsgroup 


>and I have become enlightened about many things. 
> 


Y YNN VN 
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>However, I don't recall any discussion of the axes - I 
>know that the PSX is -2-7, but the direction of the X 
>axis is important and it seems to me that the positive X 
>direction is to the left 


> -Y -շ 

> / 

> +X _ |/_  — 
> 

> / 

> +Z / +Y 

> 

>Am I right? Its yet another thing to be wary of. 
> 

>Jeff Hannan 

> 


>P.S. This is great, a thread all to myself. 


Does anyone know why they went this route ? The usual scheme of things 
( and the one used in all the graphics textbooks that I've seen ) is; 


This is really annoying me as it means if I want to use any algorithms 
in the books I have to bugger about and actually think instead of 
being able to copy them straight...... 


VVVVVVVVVVVVVVVV VV VV VV VV VV VV VV 


—-MESSAGE FILE 13697 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000578 


—-MESSAGE FILE 13698 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000579 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: Fri, 22 May 1998 18:11:28 +0100 

Organization: Intelligent Research 

Lines: 12 
Message-ID: <3565B1C0.215AF766@hinge.mistral.co.uk> 

References: <memo.19980519234732.50219A@jmhannan.compulink.co.uk> <memo.199805201901 
39.9479A@jmhannan.compulink.co.uk> <35635f20.1525506@news.playstation.co.uk> <35658D 
B1.CC1008BC@sinclair.net> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Joshua Meeds wrote: 
> Actually, +X is to the right, as shown below: 


X+ / X- : left/right is dependant on how you set your view parameters. 
To flip X , look at the world from the opposite Z.... 


Craig. 


—-MESSAGE FILE 13698 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000579 


——MESSAGE FILE 13699 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000580 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Collision Detection 

Date: Fri, 22 May 1998 23:52:08 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <35660ea7.1320731@news.playstation.co.uk> 
NNTP-Posting-Host: p50-lapwing-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


Is there a 'standard' way of doing collision detection between 

polygons on the Yaroze ? I know how to do it if I can get hold of the 

co-ordinates of all the vertices on the polygons .. but how do I do 

this ? I guess it's through the TMD structure somehow but it's not 

exactly well documented...... 

—-MESSAGE FILE 13699 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000580 


——MESSAGE FILE 13700 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000581 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: Sat, 23 May 1998 04:05:43 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <3566AD87.1196C6A@sinclair.net> 

References: <memo.19980519234732.50219A@jmhannan.compulink.co.uk> <memo.199805201901 
39.9479A@Jmhannan.compulink.co.uk> <35635f20.1525506@news.playstation.co.uk> <35658D 
B1.CC1OO08BC@sinclair.net> <3565B1C0.215AF766@hinge.mistral.co.uk> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Ya got a point, since you can rotate the camera in any direction, there 
is no set directional standard. 


Craig Graham wrote: 
Joshua Meeds wrote: 
> Actually, +X is to the right, as shown below: 


X+ / X- : left/right is dependant on how you set your view parameters. 
To flip X , look at the world from the opposite Z.... 


VVVVVVV VV 


Craig. 
-—-MESSAGE FILE 13700 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000581 


--MESSAGE FILE 13701 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000582 

Path: chuka.playstation.co.uk!news 

From: Steve Hunt <steve@itallnight.u-net.com> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 
Subject: 3D coord to 2D screen coord 

Date: Sat, 23 May 1998 17:26:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <3566F8B8.228F@itallnight.u-net.com> 

NNTP-Posting-Host: pl06.nasl.is5.u-net.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:363 scee.yaroze.pr 
ogramming.3d_graphics:582 


Hi, 
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Someone a bit ago ask how to convert a 3d x,y,z coord into a 2d 
screen x,y coord. 
Well here's some code that does just that.... 
Code assumes that the 2d origin is in the center of the screen. 
ProjectionDistance is what ever value you passed to GsSetProjection(); 


Call InitTransProj() once to set things up, 
then TransProj to get the screen coord of your 3d object. 


Enjoy, 


void InitTransProj (void); 
void TransProj(VECTOR *pos, short *x, short *y); 


static GSCOORDINATE2 trans; 


// 


// init trans proj coord 


// 


void InitTransProj() 


{ 
GsInitCoordinate2 (WORLD, &trans)j; 


} 
// 


// Trans Proj - convert 3d x,y,z to 2d screen x,y 


// 


void TransProj(VECTOR *pos, short *x, short *y) 
{ 

MATRIX mat; 

VECTOR v; 


trans.coord.t[0] = pos->vx; 
trans.coord.t[1] = pos->vy; 
trans.coord.t[2] = pos->vz; 
trans.flg = 0; 


GsGetLs(&trans, &mat); 
ApplyMatrixLV(&mat, pos, &v)j; 


if(mat.t[2]) { 
*x = ProjectionDistance * v.vx / mat.t[2]; 
*y = ProjectionDistance * v.vy / mat.t[2]; 


kx = 0; 
*y = 0; 


} 
--MESSAGE FILE 13701 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000582 


——MESSAGE FILE 13702 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000583 

Path: chuka.playstation.co.uk!news 

From: "Christoph Lürig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: fog parameters 
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Date: Sat, 23 May 1998 22:52:35 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <35673712.123B31B3@aol.com> 
NNTP-Posting-Host: 201-243-72.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hello! 
Does anybody know the exact meaning of the parameters dqa and dqb in the 


GsFOGPARAM struct? The explanation in the manual does not work and does 
not seem to be very sensible. I would be grateful for any hints. 


Thanks Christoph 


-—-MESSAGE FILE 13702 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000583 


--MESSAGE FILE 13703 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000584 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Tenchi <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision Detection 

Date: Sun, 24 May 1998 00:30:13 -0700 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3567CC85.C5E2D6BF@netmagic.net> 

References: <35660ea7.1320731@news.playstation.co.uk> 
NNTP-Posting-Host: ppp1l-27.sj.netmagic.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; U) 


There's no standard way of doing it but I'd suggest creating a 


bounding box around your 3D object. You should know the extent 
of the object in all 3 dimensions, so you just define 8 vertices 
that create the box/cube around it. Then you just test for 


intersections with other objects. 


You could also test each vertice in your object, but that would 
take forever. This discussion came up before and the bounding 
box (or even a bounding cylinder) was sufficient. 


- e! 


Richard Cutting wrote: 

> 

> Is there a 'standard' way of doing collision detection between 

> polygons on the Yaroze ? I know how to do it if I can get hold of the 
> co-ordinates of all the vertices on the polygons .. but how do I do 

> this ? I guess it's through the TMD structure somehow but it's not 

> exactly well documented...... 


- e! 

tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
-—-MESSAGE FILE 13703 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000584 


--MESSAGE FILE 13704 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000585 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <omgim@swipnet.se> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision Detection 
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Date: Sun, 24 May 1998 12:24:31 +0200 

Organization: OMGIM Productions 

Lines: 9 

Message-ID: <6k8shvShcal@chuka.playstation.co.uk> 

References: <35660ea7.1320731@news.playstation.co.uk> <3567CC85.C5E2D6BF@netmagic.ne 
t> 

NNTP-Posting-Host: dialup109-11-10.swipnet.se 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>There's no standard way of doing it but I'd suggest creating a 


>bounding box around your 3D object. You should know the extent 
>of the object in all 3 dimensions, so you just define 8 vertices 
>that create the box/cube around it. Then you just test for 
>intersections with other objects. 

> 


How exactly is this done?.. 


-—-MESSAGE FILE 13704 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000585 


——MESSAGE FILE 13705 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000586 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problem with positioning 

Date: 24 May 1998 20:07:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <memo.19980524210021.35561A@jmhannan.compulink.co.uk> 
References: <3565B1C0.215AF766@hinge.mistral.co.uk> 

Reply-To: jmhannan@cix.co.uk 

NNTP-Posting-Host: dyna22-02.compulink.co.uk 


Joshua Meeds wrote: 
> Actually, +X is to the right, as shown below: 


X+ / X- : left/right is dependant օո how you set your view parameters. 
To flip X , look at the world from the opposite Z.... 


Craig. 


VVVVVVV VV 


But if you look from the opposite Z, then things along the Z axis 
are reversed as well. 


Changing the sign of one of the axes will change the 'handedness' 
of the co-ordinate system, and that makes a big difference to 
how things are displayed. 


Jeff 


--MESSAGE FILE 13705 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000586 


——MESSAGE FILE 13706 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000587 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: strange results - please me 

Date: Mon, 25 May 1998 12:43:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <35696395.3682283@www.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 
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Can someone help me on some very wierd effects. 


Ive got a program, that places 627 models in the world, and everything 
is fine. Then, I change some other code, (not related to their 
position or orientation) recompile and run it, and they are all 
slightly out. This may not sound major, but it is. If I can't get past 
this, I may as well stop with my game. 


A bit more info - the models make up the sections of track for a 
racing game (which is why they need to align properly). I have a 
feeling I may be using up to much memory or something (I seem to 
remember someone saying you can only declare so many variables 
globally). Here is what Ive got in my memory - 


43 tmds (not a problem, I should be able to make about 200) 

array of 627 u_shorts 

array of 100 u_long pointers 

various (about 20 max) other variables, u_long + long 

627 structures, each of which comprises - GsDOBJ2 GSCOORDINATE2, and 8 
u_shorts. 


Is this way too much? and if so, why does it cause this slight error 
in positioning? 


I also have a feeling that maybe the processor loses the precision of 
my long that is used to position each of the models, again why would 
adding more instructions that dont affect it change its precision? 


Anyway, this is a serious problem, and I beg of people to download my 
file and have a look at the problem. the file is 


http://www.netyaroze-europe.com/~middex2/ftp/HELPME. ZIP 


if you unzip it, you get two directories - testl is the correct 
version, and test2 the knackered version (to get them to run go into 
CODE directories and do siocons auto) 


you can see the difference between the two by looking at the files 
TRACK.C in the code directory. The first has lines 245 - 253 commented 
out, the second hasn't. The variables im editing on those lines (քտ1, 
fel, fs2, fs2) have nothing to do with the models positions. 


Id also better explain how to use the 'game' 


up, down, left, right moves you. 

L1, Rl rotate you 

L2, R2 move you up and down. 

circle takes you back to the start (but doesnt orientate you) 
select quits 

square gives an overhead view of the whole track 


the game will work by only drawing sections of track around your 
currect position, but at the moment that hasnt been implemented, so 
you have to tell the computer which pieces of track to draw. 
triangle moves the track forward, 

and cross moves it back. Youll see what i mean when you try it 


Please have a look, Im desperate - I have no ideas about memory and 
stuff. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 13706 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000587 


--MESSAGE FILE 13707 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000588 
Path: chuka.playstation.co.uk!news 
From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 


Net Yaroze newsgroups message dump.txt 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: strange results - please me 

Date: 25 May 1998 17:23:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <01bd8801$161a2940S$1e3863c3@default> 
References: <35696395.3682283@www.playstation.co.uk> 
NNTP-Posting-Host: host5-99-56-30.btinternet.com 


X- 


Newsreader: Microsoft Internet News 4.70.1161 


Hi Rob, 
Your zip file seems to be a bit broke. zipfix gives the testl dir structure 


Pete. 


Robert Swan <rsl08@mdx.ac.uk> wrote in article 
<35696395.3682283@www.playstation.co.uk>... 


= 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV N 


Can someone help me on some very wierd effects. 


Ive got a program, that places 627 models in the world, and everything 
is fine. Then, I change some other code, (not related to their 
position or orientation) recompile and run it, and they are all 
slightly out. This may not sound major, but it is. If I can't get past 
this, I may as well stop with my game. 


A bit more info - the models make up the sections of track for a 
racing game (which is why they need to align properly). I have a 
feeling I may be using up to much memory or something (I seem to 
remember someone saying you can only declare so many variables 
globally). Here is what Ive got in my memory - 


43 tmds (not a problem, I should be able to make about 200) 

array of 627 u_shorts 

array of 100 u_long pointers 

various (about 20 max) other variables, u_long + long 

627 structures, each of which comprises - GsDOBJ2 GSCOORDINATE2, and 8 
u_shorts. 


Is this way too much? and if so, why does it cause this slight error 
in positioning? 


I also have a feeling that maybe the processor loses the precision of 
my long that is used to position each of the models, again why would 
adding more instructions that dont affect it change its precision? 


Anyway, this is a serious problem, and I beg of people to download my 
file and have a look at the problem. the file is 


http://www.netyaroze-europe.com/~middex2/ftp/HELPME. ZIP 


if you unzip it, you get two directories - testl is the correct 
version, and test2 the knackered version (to get them to run go into 
CODE directories and do siocons auto) 


you can see the difference between the two by looking at the files 
TRACK.C in the code directory. The first has lines 245 - 253 commented 
out, the second hasn't. The variables im editing on those lines (քտ51, 
fel, fs2, fs2) have nothing to do with the models positions. 


Id also better explain how to use the 'game' 


up, down, left, right moves you. 

L1, Rl rotate you 

L2, R2 move you up and down. 

circle takes you back to the start (but doesnt orientate you) 
select quits 

square gives an overhead view of the whole track 


the game will work by only drawing sections of track around your 
currect position, but at the moment that hasnt been implemented, so 
you have to tell the computer which pieces of track to draw. 
triangle moves the track forward, 

and cross moves it back. Youll see what i mean when you try it 
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Please have a look, Im desperate - I have no ideas about memory and 
stuff. 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


VVVVVVV VV 


-—-MESSAGE FILE 13707 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000588 


——MESSAGE FILE 13708 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000589 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: strange results - please me 

Date: Mon, 25 May 1998 22:28:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <3569f00e.14217704@www.playstation.co.uk> 

References: <35696395.3682283@www.playstation.co.uk> <01bd8801$161a2940$1e3863c3@def 
ault> 
NNTP-Posting-Host: th-eng07-005.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On 25 May 1998 17:23:46 GMT, "Peter Dollochan" 
<Peter.Dollochan@btinternet.com> wrote: 


>Hi Rob, 

>Your zip file seems to be a bit broke. zipfix gives the testl dir structure 
> 

>Pete. 


My apologies - normally I check, but I was so frustrated this time. it 
works now :) 


Im wasting time doing more graphics for it at the moment, but I want 
to program (wail) 

One strange thing about it is that adding code causes the problems, 
and yet when I add code elsewhere in the program, it doesnt go wrong. 
This is so inconsistant! 


Robert Swan 
rsl08@mdx.ac.uk 
http: //www.netyaroze-europe.com/ftp/HELPME. ZIP 


-—-MESSAGE FILE 13708 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000589 


—--MESSAGE FILE 13709 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000590 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDANIM: 3DS MAX support 

Date: Tue, 26 May 1998 19:15:58 +0100 

Organization: Intelligent Research 

Lines: 16 

Message-ID: <356BO06DE.74BAD808@hinge.mistral.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


For those who care (not many from the amount of comments around here), 
I'll be releasing vl.1 of RsdAnim this week. New stuff includes: 

o Bug fixes :) 

o 3DS Max ASCII Scene Export file (.ASE) loading: 
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— preserves object grouping 
- loads animation information 
- loads colouring 


I'm working on texture map loading as well, but it may take a while.... 
...v1.1 will probably just have the stuff listed above ('coz they work 


—-MESSAGE FILE 13709 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000590 


--MESSAGE FILE 13710 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000591 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision Detection 

Date: Tue, 26 May 1998 19:17:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <356b14fd.991527@news.playstation.co.uk> 

References: <35660ea7.1320731@news.playstation.co.uk> <3567CC85.C5E2D6BF@netmagic.ne 
է» <6k8shvShcal@chuka.playstation.co.uk> 

NNTP-Posting-Host: p05-shank-gui.tch.virgin.net 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 24 May 1998 12:24:31 +0200, "Anders Clerwall" 
<omgim@swipnet.se> wrote: 


>>There's no standard way of doing it but I'd suggest creating a 


>>bounding box around your 3D object. You should know the extent 
>>of the object in all 3 dimensions, so you just define 8 vertices 
>>that create the box/cube around it. Then you just test for 
>>intersections with other objects. 

>> 

>How exactly is this done?.. 

> 

> 


Ok. I know how to test for intersections using the vertices. I can 
cobble together the code to create a cube around the object. But how 
do I find the extent of my object in 3 dimensions ? 


—-MESSAGE FILE 13710 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000591 


--MESSAGE FILE 13711 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000592 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: strange results - please me 

Date: 26 May 1998 19:59:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <01bd88e1$14c1b460S$77el6dc0@ulthar.han.de> 

References: <35696395.3682283@www.playstation.co.uk> <01bd8801$161a2940$1e3863c3@def 
ault> <3569f00e.14217704@www.playstation.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Robert, 


you are right, the variables քտ1, fel, fs2, fe2 have nothing to do with the 
models positions, but have something to do whether the models get 

displayed or not: 

for (tTemp1l=TRACK_ARRAY [DRAWFROM].fsl; tTemp1<TRACK_ARRAY [DRAWFROM] .fel; 
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tTempl++) 

E E ան a baar E unas 

a (tTemp1=TRACK_ARRAY [DRAWFROM].fs2; tTemp1<TRACK_ARRAY [DRAWFROM] .fe2; 
tTempl++) 

Sasan E odes 

} 


If you check the values for fs2 and fe2 for model #48 (TRACK_ARRAY[48].fs2) 
and higher 

you'll see that in one case they are both 0 (the correct case) and in the 
other case they 

have values of 288 and higher. 


Roland 


P: S: 

The track looks very promising 

--MESSAGE FILE 13711 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000592 


——MESSAGE FILE 13712 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000593 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@netmagic.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Collision Detection 

Date: Tue, 26 May 1998 12:11:57 -0700 

Organization: Cisco Systems 

Lines: 38 

Message-ID: <356B13FD.520924B6@netmagic.net> 

References: <35660ea7.1320731@news.playstation.co.uk> <3567CC85.C5E2D6BF@netmagic.ne 
է» <6k8shvShcal@chuka.playstation.co.uk> 
Reply-To: tenchi@cisco.com 
NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Anders Clerwall wrote: 


> 

> >There's no standard way of doing it but I'd suggest creating a 

> >bounding box around your 3D object. You should know the extent 
> >of the object in all 3 dimensions, so you just define 8 vertices 
> >that create the box/cube around it. Then you just test for 

> >intersections with other objects. 

>> 

> How exactly is this done?.. 


Okay, take a simple world (or "scene") that has only two objects: 
a couple of cubes. You should know the exact XYZ positions of them 
and now you want to test to see if they intersect. From that you 
just do a bunch of simple tests to see if things overlap in any way: 


1) do the two Z values collide? if NO then STOP. 
2) do the two Y values collide? if NO then STOP. 
3) do the two X values collide? if NO then STOP. 
4) they've collided, now deal with it. ^_^ 


You can visuallize the Z test this way: 


Two objects ol and օ2 with end coordinates zl and 22. The way 
to check a collision is: 


if( (o2.zl<=ol.z2 && o2.zl>=ol.z1) || 
(o2.z2>=ol.zl && o2.z2<=ol.z2) ) 
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{ // handle collision } 


Then you just repeat that test for the other 2 axis. This works 
for any number of dimensions... (e.g. X, XY, XYZ, XYZ-time, ...) 
- e! 


tenchi@netmagic.net 

http://www.netmagic.net/~tenchi/yaroze/ 
—-MESSAGE FILE 13712 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000593 


--MESSAGE FILE 13713 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000594 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: strange results - please me 

Date: Tue, 26 May 1998 22:21:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <356b3cab.9329540@www.playstation.co.uk> 

References: <35696395.3682283@www.playstation.co.uk> <01bd8801$161a2940$1e3863c3@def 
ault> <3569f00e.14217704@www.playstation.co.uk> <01bd88e1$14c1b460S77el6dc0@ulthar.h 
an.de> 
NNTP-Posting-Host: th-engl12-230.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


The way my track works is like this. Imagine a loop made up of 600-odd 
sections on track. The idea is that if on piece 100, it will only draw 
pieces 100-200. This is what is stored in ք51 and fel (in this case 
fsl ‘forward looking start 1' = 100 and fel ‘forward looking end 1' = 
200). 


Complications occur because - 


1) when you are near the end of the track (say 600 out of 650) then 
you want to draw pieces 600 to 650, and 0 to 50, and this is what fs2 
and fe2 are, a second list of drawing things. I could have just 
wrapped a drawing value from 650 back to 0, but didnt bother, because 
Of. = 


2) where the track splits. If left as it is, when it reaches the split 
it will happily draw the left branch up until the left branch ends, at 
which point it goes back and draws the right branch. What you really 
want is it to draw both paths when approaching it, until you have 
definately selected one of the paths, at which point it will only draw 
that path. This requires two sets of drawing lists for these sections 
of track. That is what the code I was adding was doing (and it 
worked). 


3) as it turns out, if im at section 100 i actually want to draw 95 - 
195 to avoid premature dissappearence of objects close to the camera. 
(pop-down?) 


I think point 2 is what you noticed in my array, sections of track 
from around 48 onwards includes the split up track, and 288 is where 
the second branch starts. 


What I will do is actually check out whether its drawing those 
correctly, although ultimately like you said, it just affects whether 
or not it gets drawn, not its orientation. The results of this problem 
are twofold - each piece of track is oriented incorrectly, suggesting 
a problem with my tCurrentOrientation variable - which shouldnt exist 
because it is not affected by the new code I added. Also, if it was 
just that, then the track would not form an almost perfect loop as it 
does, as each piece of track would be out more and more (as the 
position of the next piece of track is based on the previous one's 
tCurrentOrientation), but if you compare both examples, the second one 
is only slightly out. So the differences are - 


in correct version 1 
all pieces of track are opriented correctly 
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pieces of track are positioned correctly 
n incorrect version 2 
l pieces of track are oriented incorrectly by a relatively large 
mount 

1 pieces of track are positioned incorrectly by a relatively tiny 
amount. 


oo Y H- Ծ 


Im so confused - 


Robert Swan 
rsl108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2/ftp/HELPME. ZIP 


first prize for person helping me - first copies of my tmd modeller - 

editor on the yaroze :) 

-—-MESSAGE FILE 13713 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000594 


--MESSAGE FILE 13714 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000595 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDANIM: 3DS MAX support 

Date: 28 May 1998 13:11:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 71 

Message-ID: <0Olbd8a39$f250ea40Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <356B06DE.74BAD808@hinge.mistral.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


RsdAnim v1.1 is on my home page now. 
http://www.netyaroze-europe.com/~c_graham/rsdanim. html 


Changes from the last version: 


[19/5/98] 
+ Bug report from Steve Dunn recieved 
o Added "delete keyframe" function (as requested by Steve Dunn) 
o Fixed the New Movement menu option to actually do something (the button 
already did). 
o Fixed a small memory leak (there are still some more though). 
o Fixed crash when double clicking on the Baseframe if no other frames 
existed 
(actually, the cause of this would be corrupting files anyway). 
o Fixed the "Keyframe Info" bug reported by Steve Dunn. 
o Added a check for duplicate keyframe names (you cann't have them now). 


[20/5/98] 
o Fixed bug in MIMe generation code for large frame to frame Vertex delta 
distance's. 
Number of render frames is now correctly increased to cope and you don't 
get the 
MIME ERROR messages in the C output. Thanks to Steve Dunn for the Sample 
animation 
that demonstrated the problem. 
o Added explaination text and Keyframe name to the MIMe Generation Error 
dialog. 


[22/5/98] 
o Textures now appear in the tree view. You cann't do anything with them 
yet though... 
o Added drag'n'drop KeyFrame re-ordering. Drag the frames to the order you 
want them... 

(occasional crash problem here - save frequently). 


[26/5/97] 
o Support for 3DS Max ASCII Scene Export (.ASE) file loading added. Note 


Net Yaroze newsgroups message dump.txt Page 9210 


that as ASE is a modular 


format, 


I've not implemented all blocks. I'll add extra features to the 


ASE loader as time goes 


DY ses 


- Vertex & Face loading 
- Included object group loading support in the ASE loader (NODE blocks). 
- Key frame loading supported (linear moves only). 
- Started adding code for Texture Map loading (not working yet). 
o Optional Auto Deselect when using tree view double click to select 


groups. 


o Large ASE objects can now be loaded (>30K polygons). Runs dog slow at 
that number of polys, 


but you wouldn't want them in a game anyway as PSX couldn't handle it. 
Load it ե optimise it.... 
[27/5/97] 
o New function 'Invert Selection' - selects everything not already 


selected, 
used to 


and deselects what 
be selected. 


o Model Info dialog now has two new fields, showing number of selected 
polygons and number of 
selected vertices. 


[28/5/07] 


o Bugfixed the ASE animation import function (still no rotation, but 
position is ok now). 

o Fixed problem with rotation centre being in the wrong place. 

o Fixed problem with click drag selection response. 


Craig. 


—-MESSAGE 


FILE 13714 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000595 


—-MESSAGE 


FILE 13715 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000596 
Path: chuka.playstation.co.uk!news 
From: Xavi <xavit@mx2.redestb.es> 


Newsgroups: scee.yaroze.programming.3d_graphics 


Subject: 
Date: Thu, 


Lines: 6 


Reply-To: 


Yola «ԱՀԱ FA N oe «72 
28 May 1998 15:52:39 +0200 


Organization: PlayStation Net Yaroze (SCEE) 


Message-ID: <356D6C27.42BA@mx2.redestb.es> 


xavit@mx2.redestb.es 


NNTP-Posting-—Host: ninfovial28.mundivia.es 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X-Mailer: 


Mozilla 3.0 (Winl6; I) 


Do you know how dxf2rsd converts DXF coordinate system parameter 


( -Y+Z, -Y-Z... ) into PlayStation coordinate system (-2-Մ) ?. 

Thanks. 

Xavi. 

-—-MESSAGE FILE 13715 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000596 


—-MESSAGE 


FILE 13716 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000597 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: -Y+Z, -7-2, +Z-Y... 7? 


Date: Thu, 


28 May 1998 16:08:55 +0100 


Organization: Intelligent Research 


Lines: 19 


Message-ID: <356D7E06.89ABDDFF@hinge.mistral.co.uk> 
References: <356D6C27.42BA@mx2.redestb.es> 
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NNTP-Posting-Host: 194.131.235.3 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Xavi wrote: 


> Do you know how dxf2rsd converts DXF coordinate system parameter 
> ( -Y+Z, -Y-Z... ) into PlayStation coordinate system (-Z-Y) ?. 


Depends how the model was generated. The flags just switch thecoord axis 
around to fix problems with polys facing the wrong way 

or the object being rotated. For instance, a 3DS Max DXF export 

requires -Y-Z on the command line as Max treats Z as being up and 

Y as being into the screen. So -Y-Z swaps the Y & Z axis to get the 
object the right way round. 


> Xavi. 


Craig. 


9211 


—-MESSAGE FILE 13716 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000597 


—--MESSAGE FILE 13717 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000598 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D splines 

Date: Thu, 28 May 1998 18:49:22 +0100 

Organization: Yaloozer 

Lines: 22 

Message-ID: <6kk82pS$lev14@chuka.playstation.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


hey peeps 


can anyone recommend me a good book/magazine article/website explaining how 
to make 3D splines? 


Im interested in making smooth 3D flight paths for space rockets (y'know the 
sort of thing) given a bunch of 3D control points. And finding things like 


*the length of the spline 
*the coordinates of a 3D point on the spline given the length along it 
*the tangent to the spline at any particular point 


hey I know, use tables but I want to generate some tables. and i want to 
generate them right. any wizard geometrists in the house? 


yours 


gr 


-—-MESSAGE FILE 13717 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000598 


--MESSAGE FILE 13718 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000599 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Elliott Lee <tenchi@netmagic.net> 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D splines 

Date: Thu, 28 May 1998 14:59:01 -0700 
Organization: Cisco Systems 

Lines: 32 

Message-ID: <356DDE25.73352BC@netmagic.net> 
References: <6kk82pSlevl1l4@chuka.playstation.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-e-39-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Got a calculus book? I'd use a quadratic spline, but I forget what 
the formula is to do derivatives with only integers... 


=e 
Graeme Evans wrote: 
hey peeps 


can anyone recommend me a good book/magazine article/website explaining how 
to make 3D splines? 


Im interested in making smooth 3D flight paths for space rockets (y'know the 
sort of thing) given a bunch of 3D control points. And finding things like 


*the length of the spline 
*the coordinates of a 3D point on the spline given the length along it 
*the tangent to the spline at any particular point 


hey I know, use tables but I want to generate some tables. and i want to 
generate them right. any wizard geometrists in the house? 


yours 


VVVVVVVVVVVVVVV VV VV VV 


gr 
- e! 

tenchi@netmagic.net 
http://www.netmagic.net/~tenchi/yaroze/ 
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—-MESSAGE FILE 13718 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000599 


--MESSAGE FILE 13719 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000600 

Path: chuka.playstation.co.uk!news 

From: "Graeme Evans" <evans@fourny.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D splines 

Date: Thu, 28 May 1998 23:53:46 +0100 
Organization: Yaloozer 

Lines: 10 

Message-ID: <6kkptbS$levl6@chuka.playstation.co.uk> 


References: <6kk82pSlevl4@chuka.playstation.co.uk> <356DDE25.73352BC@netmagic.net> 


NNTP-Posting-Host: fourny.demon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>Got a calculus book? I'd use a quadratic spline, but I forget what 
>the formula is to do derivatives with only integers... 
> 


any calculus book in particular? i can get the library to order me stuff if 
i find a title. 


gr 
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—-MESSAGE FILE 13719 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000600 


--MESSAGE FILE 13720 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000601 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D splines 

Date: 29 May 1998 00:33:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn6ms0io.4t2.tjs@indyl6.cs.monash.edu.au> 

References: <6kk82pSlevl1l4@chuka.playstation.co.uk> <356DDE25.73352BC@netmagic.net> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Thu, 28 May 1998 14:59:01 -0700, Elliott Lee <tenchi@netmagic.net> wrote: 
>Got a calculus book? I'd use a quadratic spline, but I forget what 

>the formula is to do derivatives with only integers... 

> 

>- e! 


quadratic splines don't have very nice properties, such as continuous 
second derivative. cubic splines do, however. another book that's probably 
worthwhile is Foley and VanDamme - from all accounts, it's the one graphics 
text that you really need. 


you really want a spline with which you can control the first derivative at 
the control points, as well as one which you can generate constant velocity 
points on. this is more reason to go for a graphics textbook, because 
mathematicians aren't interested in such things. 


toby. 
—-MESSAGE FILE 13720 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000601 


--MESSAGE FILE 13721 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000602 

Path: chuka.playstation.co.uk!news 

From: Xavi <xavit@mx2.redestb.es> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: -Y+Z, -Y-Z, +Z-Y... ;? 

Date: Fri, 29 May 1998 02:43:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <356E04BE.8FA@mx2.redestb.es> 

References: <356D6C27.42BA@mx2.redestb.es> <356D7E06.89ABDDFF@hinge.mistral.co.uk> 
Reply-To: xavit@mx2.redestb.es 

NNTP-Posting-Host: info19555181173.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Thanks Craig. 
—-MESSAGE FILE 13721 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000602 


——MESSAGE FILE 13722 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000603 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D splines 

Date: Fri, 29 May 1998 09:16:46 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 13 
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Message-ID: <356ER6EEE.CAOCD7AA@scee.sony.co.uk> 
References: <6kk82pSlevl1l4@chuka.playstation.co.uk> 
NNTP-Posting-Host: camfw0l.millennium.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Graeme Evans wrote: 

> 

> can anyone recommend me a good book/magazine article/website explaining how 
> to make 3D splines? 


Can't go past "Computer Graphics" Foley & Van Damme, which is the bible 
for anyone doing computer graphics. Another book which is a little 
simpler 

to understand is "Computer Graphics" by FS Hill Jr. 


Cheers, 


James 
—-MESSAGE FILE 13722 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000603 


--MESSAGE FILE 13723 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000604 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <shand@globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Tools 

Date: Sun, 31 May 1998 11:26:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <6krbn1S6o03@chuka.playstation.co.uk> 
NNTP-Posting-Host: client136c.globalnet.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just to let people know, 


Truespace version 1.04 is being given away on this months PC Plus (July 
1998) 


Hope this helps 


Bob 
Robert Shand - bob@shand.globalnet.co.uk 


—-MESSAGE FILE 13723 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000604 


——MESSAGE FILE 13724 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000605 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: lines in TMDs 

Date: Thu, 04 Jun 1998 13:36:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <357694B8.1745@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


I'm playing around with some dynamic TMD stuff, and want to include a 
line in an object (ie like a piece of string) - is this possible ? I've 
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only seen references to triangles and quads so far. 
If not then is there any other way of doing it ? 


ta 


Charlie 
—-MESSAGE FILE 13724 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000605 


—--MESSAGE FILE 13725 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000606 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: lines in TMDs 

Date: Thu, 04 Jun 1998 14:00:24 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 9 

Message-ID: <35769A68.7BO06C5D@scee. sony.co.uk> 
References: <357694B8.1745@livemedia.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Charlie wrote: 

> 

> I'm playing around with some dynamic TMD stuff, and want to include a 

> line in an object (ie like a piece of string) - is this possible ? I've 
> only seen references to triangles and quads so far. 

> If not then is there any other way of doing it ? 


It is not possible, due to a bug in the Yaroze GS libraries (normally 

it is possible). So you have to create the line portion manually. 

—-MESSAGE FILE 13725 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000606 


--MESSAGE FILE 13726 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000607 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: lines in TMDs 

Date: Thu, 04 Jun 1998 14:37:50 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 7 

Message-ID: <3576A32E.BDBAE5C@scee.sony.co.uk> 

References: <357694B8.1745@livemedia.co.uk> <35769A68.7BO06C5D@scee.sony.co.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


> 
> It is not possible, due to a bug in the Yaroze GS libraries (normally 
> it is possible). So you have to create the line portion manually. 


On second thought, it's probably easier to create a thin double sided 

Quad. 

—-MESSAGE FILE 13726 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000607 


--MESSAGE FILE 13727 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000608 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: lines in TMDs 

Date: Thu, 04 Jun 1998 22:08:33 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <35770CD1.3871C8AC@ndirect.co.uk> 
References: <357694B8.1745@livemedia.co.uk> <35769A68.7BO06C5D@scee.sony.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-40.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 


> It is not possible, due to a bug in the Yaroze GS libraries (normally 
> it is possible). So you have to create the line portion manually. 


I don't believe that this is a bug as such. It is a feature not supported by 
the Yaroze libraries. 


Herbs 


--MESSAGE FILE 13727 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000608 


--MESSAGE FILE 13728 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000609 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: lines in TMDs 

Date: Thu, 04 Jun 1998 22:40:52 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <357721e1.559436@www.netyaroze-europe. com> 

References: <357694B8.1745@livemedia.co.uk> <35769A68.7BO06C5D@scee.sony.co.uk> <357 
70CD1.3871C8AC@ndirect.co.uk> 

NNTP-Posting-Host: th-eng09-219.pool.dircon.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


As the others have said, it aint possible to include a line as part of 
a tmd. It is still possible to have lines drawn in 3d + to have them 
depth sorted + fogged. (not easy though) I used the code Steve Hunt 
put up here a while ago about 3d -» 2d transformations. At the moment 
it doesnt seem to like panning left/right much, and I didnt solve that 
problem, though I would like to in the future. 


Check out the 2nd demo on my downloads page. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

-—-MESSAGE FILE 13728 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000609 


——MESSAGE FILE 13729 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000610 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: lines in TMDs 

Date: Fri, 05 Jun 1998 07:48:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <357794A3.55A2@livemedia.co.uk> 

References: <357694B8.1745@livemedia.co.uk> <35769A68.7BO06C5D@scee.sony.co.uk> <357 
70CD1.3871C8AC@ndirect.co.uk> 

Reply-To: charlie@livemedia.co.uk 
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NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


> I don't believe that this is a bug as such. It is a feature not supported by 
> the Yaroze libraries. 


Is there any reason for this ? or is it just them being mean :) 


Charlie 
—-MESSAGE FILE 13729 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000610 


--MESSAGE FILE 13730 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000611 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: dynamic tmd Q 

Date: Sat, 06 Jun 1998 16:00:12 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3579597C.25E5@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Is is possible to have a single TMD containing no textured polygons (ie 
only flat shaded etc), with both solid and transparent polys in it. 
Setting the attribute=(1 << 30) to turn transpareny on seems to make the 
whole TMD transparent. 


any ideas ??? 
cheers 


Charlie 
--MESSAGE FILE 13730 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000611 


--MESSAGE FILE 13731 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000612 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: dynamic tmd Q 

Date: Sat, 06 Jun 1998 22:33:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <3579c036.365181@www.netyaroze-europe. com> 
References: <3579597C.25E5@livemedia.co.uk> 
NNTP-Posting-Host: stu-dialup3.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Is is possible to have a single TMD containing no textured polygons (ie 
>only flat shaded etc), with both solid and transparent polys in it. 
>Setting the attribute=(1 << 30) to turn transpareny on seems to make the 
>whole TMD transparent. 


yes it is possible. When you create the primitive you can set a bit in 
the header part of that primitive that dictates whether or not it is 
semi transparent. This is a default, and means that when the object is 
drawn you dont have to set the attribute bit (1<<30) of the object to 
get those primitives semi transparent. If you do set the attribute bit 
to += (1<<30) then all of them are drawn semi. 
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Whats interesting (but I havent tried it yet) is that you are 
supposedly able to specify what format of semitransparency you use for 
textured primitives (ie 100%+100%, 50%+50% etc). Unfortunately, we 
seem to be stuck with 50%+50% for non textured primitives. 


Anyway - to do this you need to set the ABE bit of the mode short part 
when creating the primitive. (check out 1-15 of the Net Yaroze File 
Format document, it will make it a bit clearer). For an example, check 
out the unfinished racing game demo on my web site. Each section of 
track has four primitives drawn semitransparently without using 
(1<<30). 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


ps - i will eventually sort out my tmd creation routines, document 
them but havent got the time at the moment. 
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—-MESSAGE FILE 13731 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000612 


——MESSAGE FILE 13732 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000613 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: dynamic tmd Q 

Date: Mon, 08 Jun 1998 10:16:50 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 25 

Message-ID: <357BAC02.3014D113@scee.sony.co.uk> 
References: <3579597C.25E5@livemedia.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Charlie wrote: 

> 

> Is is possible to have a single TMD containing no textured polygons (ie 
> only flat shaded etc), with both solid and transparent polys in it. 

> Setting the attribute=(1 << 30) to turn transpareny on seems to make the 
> whole TMD transparent. 


Yes and no. 


Each component of a TMD (called a primitive) describes a type of polygon 
and this description contains a bit which turns semi-transparency on 

or off. For textured polys there is additional space for a byte which 
describes the semi-transparency rate, but for non textured polys 

you are stuck with the current semitransparency rate (which is usually 

0 (50% back + 50% poly)). It is technically possible to change the 
current semi-transparency rate, but Yaroze members don't have access 

to this low level functionality. 


One solution is to have a transparent textured quad which point to an 
all-grey 'dummy' TIM (which only has to be 4x4 pixels at most). 

This will create the desired effect, but it's a bit of a hack. 
Cheers, 


James 


—-MESSAGE FILE 13732 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000613 


--MESSAGE FILE 13733 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000614 

Path: chuka.playstation.co.uk!news 

From: Charlie <charlie@livemedia.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
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another tmd Q 
08 Jun 1998 18:40:12 +0100 
PlayStation Net Yaroze 


Subject: 
Date: Mon, 
Organization: 
Lines: 9 
Message-ID: <357C21FC.3CFE@livemedia.co.uk> 
Reply-To: charlie@livemedia.co.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01 (Win95; 


(SCEE) 


T) 


ta for the previous answers.. another one then 

I know lines can't be included in tmd, and I'm now guessing that sprites 
also can't be included, which begs the question: why are they both in 
the File Format document ? 

If its just a bug as was previously mentioned, then why no fix ? 


cheers 
Charlie 


-—-MESSAGE FILE 13733 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000614 


--MESSAGE FILE 13734 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000615 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 


Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: lines in TMDs 

Date: Mon, 08 Jun 1998 18:41:33 GMT 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <357c2fa2.7605568@news.scea.sony.com> 

References: <357694B8.1745@livemedia.co.uk> <35769A68.7BO06C5D@scee.sony.co.uk> <357 


7OCD1.3871C8AC@ndirect.co.uk> <357794A3. 
NNTP-Posting-Host: client-—151-198-130-9. 


55A2@livemedia.co.uk> 
bellatlantic.net 


X-Newsreader: Forte Free Agent 1.11/32.235 


>Is there any reason for this ? or is it just them being mean :) 


They are a bunch of blue meanies! [LOL} 
Actually, the yaroze was designed with a certain business plan in 
mind, they purposefully wanted to keep it from competing with the 
professional development kit. 

If anything, I think Sony was quite generous and erred in our 
favor. I think we will see games that no one would have thought 
possible as time goes by. 


-Matt 


--MESSAGE FILE 13734 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000615 


——MESSAGE FILE 13735 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000616 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RsdAnim v1.2, libs and TMD2RSD 

Date: 10 Jun 1998 18:23:35 GMT 
Organization: PlayStation Net Yaroze 
Lines: 19 

Message-ID: <01bd949cSa0d58a00Sf30b0a0a@Angelal 
NNTP-Posting-Host: d3-s44-209-telehouse.mistral 
X-Newsreader: Microsoft Internet News 4.70.1155 


(SCEE) 


-intelligent-—group.com> 
-co.uk 


For those enlightened folks amongst you, 
I'll be releasing v1.2 of RsdAnim this week. 
Only one new feature, but for those lucky people with 3DS Max v2, 
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I've improved the ASE import function to pull in texture coords as well... 
so any texture mapping done in 3DS can be used on the PSX as well. 


I'll also be putting the support libs up to handle the MIMe output. 

One last thing, I downloaded an TMD to RSD decompiler from the japan 
site, and used it to turn the Dino demo model back into an RSD, so I'll 
be using it as a demo model for RsdAnim in future... 

Craig. 


Craig Graham, 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13735 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000616 


—--MESSAGE FILE 13736 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000617 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: another tmd Q 

Date: Thu, 11 Jun 1998 19:13:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <35801E45.A83F885B@ndirect.co.uk> 
References: <357C21FC.3CFE@livemedia.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-44.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Charlie wrote: 


> ta for the previous answers.. another one then 

> I know lines can't be included in tmd, and I'm now guessing that sprites 
> also can't be included, which begs the question: why are they both in 

> the File Format document ? 

> If its just a bug as was previously mentioned, then why no fix ? 

> 


I think they're in the File Format document as these options are available 
on the Pro dev system. There are many examples of this in the Yaroze libs. 
One example is the BG stuff. The structures contain members for scaling and 
rotation, yet we have no functions wich actually use them. It's a 
compatibility thing (me thinks). 


Herbs. 


-—-MESSAGE FILE 13736 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000617 


—-MESSAGE FILE 13737 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000618 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <SMR@cs.bham.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: texturing troubles 

Date: Thu, 11 Jun 1998 21:44:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <35804197.63FE@cs.bham.ac.uk> 
NNTP-Posting-Host: dial3.bham.ac.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 2.02 (Win95; I) 


I'm having a bit of trouble with texture mapping. 

I can do flat coloured models no problem, whenever I load a textured 
object in the texture is not displayed and it just seems to show a 
random area of the frame buffer, at the moment it seems to like showing 
miniature copies of bits of the screen display which is a nice effect, 
but not really what I'm trying to do. 

I've assigned the texture to the model with RSDTOOL, after converting 
the texture to tim format. i load the texture in to normal memory and 
use a ars to load the texture to video mem pretty mutch as in pete 
passmore's tutorial. 

Has anybody else had this trouble? I presume its a memory address 
problem, as the texture flicks across the screen once in the first frame 
of running and then it textures with a copy of the screen. 

If any body has any ideas or thinks uploading the code would help 
please reply. Should I be doing something with timtool to place the 
texture in video memory? 


Anyway Thanks in advance 


Steve 
--MESSAGE FILE 13737 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000618 


--MESSAGE FILE 13738 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000619 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: texturing troubles 

Date: 12 Jun 1998 11:44:04 +1000 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Sender: thutton@TECH10 

Message-ID: <uk96n8kd7.fsf@cybec.com.au> 
References: <35804197.63FE@cs.bham.ac.uk> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


Steve Randerson <SMR@cs.bham.ac.uk> writes: 


I'm having a bit of trouble with texture mapping. 

I can do flat coloured models no problem, whenever I load a textured 
object in the texture is not displayed and it just seems to show a 
random area of the frame buffer, at the moment it seems to like showing 
miniature copies of bits of the screen display which is a nice effect, 
but not really what I'm trying to do. 

I've assigned the texture to the model with RSDTOOL, after converting 
the texture to tim format. i load the texture in to normal memory and 
use a TELON to load the texture to video mem pretty mutch as in pete 
passmore's tutorial. 

Has anybody else had this trouble? I presume its a memory address 
problem, as the texture flicks across the screen once in the first frame 
of running and then it textures with a copy of the screen. 

If any body has any ideas or thinks uploading the code would help 
please reply. Should I be doing something with timtool to place the 
texture in video memory? 


VVVVVVVVVVVVV VV VV 


I think I had a similar problem initially. When you create a TIM you 
need to specify in VRAM where it (and if it has one, its CLUT) sits. 
Then you need to 'link' your RSD file, converting it to TMD, with 
RSDLINK. The TMD must contain TIM coordinate info, because if you 
change your TIM and don't relink your TMD, it looks in the wrong spot 
for it. 


Initiailly, I didn't realise you had to position the TIMs with 
TIMTOOL. So I had it sitting under the frame buffer at 0,0 - bad! 
Then I changed the TIMs positiion to be over to the right somewhere in 
VRAM, but it still didn't work until I recreated my TMD file from the 
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RSD file. 


If you can see miniature bits of the screen on your poly, sounds like 

you have the TIM position in the frame buffer, so the texture becomes 

whatever was on screen. 

Toby. 

-—-MESSAGE FILE 13738 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000619 


--MESSAGE FILE 13739 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000620 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: texturing troubles 

Date: Fri, 12 Jun 1998 09:05:47 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 25 
Message-ID: <3580E15B.433DD896@scee.sony.co.uk> 
References: <35804197.63FE@cs.bham.ac.uk> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Steve Randerson wrote: 


I'm having a bit of trouble with texture mapping. 

I can do flat coloured models no problem, whenever I load a textured 
object in the texture is not displayed and it just seems to show a 
random area of the frame buffer, at the moment it seems to like showing 
miniature copies of bits of the screen display which is a nice effect, 
but not really what I'm trying to do. 


VV VV V V V 


Sounds like your TMD's tpage is incorrectly set, or you're not loading 
the TIM texture properly. 


When you create the TMD with RSDLINK, it examines all the TIMs and 
creates the polygons primitives pointing to the correct Tpage where 
the TIM lies. So you must position and save the TIM Defore you 
perform the RSDLINK. 


The problem also might be because you're not loading the TIM properly. 
If in doubt, it's pretty easy to to a Movelmage or make a GsSPRITE 
that dumps that TIM area onto your screen, just so you can check 

to see if it's there! 


Cheers, 


James 
--MESSAGE FILE 13739 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000620 


——MESSAGE FILE 13740 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000621 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: texturing troubles 

Date: 12 Jun 1998 16:30:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bd961f$e2d67520S77el6dc0@ulthar.han.de> 
References: <35804197.63FE@cs.bham.ac.uk> 
NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Randerson <SMR@cs.bham.ac.uk> schrieb im Beitrag 
<35804197.63FE@cs.bham.ac.uk>... 
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I'm having a bit of trouble with texture mapping. 

I can do flat coloured models no problem, whenever I load a textured 
object in the texture is not displayed and it just seems to show a 
random area of the frame buffer, at the moment it seems to like showing 
miniature copies of bits of the screen display which is a nice effect, 
but not really what I'm trying to do. 


V V V V V V 


I had the same problem some time ago. It went away when I first 
positioned the TIMs using timtool and afterwards performed rsdlink. 


Roland 
--MESSAGE FILE 13740 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000621 


——MESSAGE FILE 13741 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000622 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Obtaining the current light mode and fog settings 

Date: Fri, 12 Jun 1998 21:42:42 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <61ls0bb$s9814@chuka.playstation.co.uk> 

References: <6bv123Sbej10@chuka.playstation.co.uk> 

NNTP-Posting-Host: amf1186.wxs.nl 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:396 scee.yaroze.pr 
ogramming.3d_graphics: 622 


>Excuse me if I'm being thick, but... 

> 

>I understand that the light mode can be set using GsSetLightMode, but is 
>there a way of 'getting' the current light mode ? 
> 

>( ditto for the fog settings ) 

> 

> 

>Any help appreciated 

> 

> 

> 


>Steve Dunn 
> 


You could keep a copy of the parameters. This way you can always see what's 
the current Light Mode. So, something like this: 

// xxx 

u_short CurrentLightMode = 0; 

void SetLightMode (u_short mode) 


{ 
CurrentLightMode = mode; 


GsSetLightMode (mode); 
} 
// KKK 


As far as I know there is no other way... 


Greets, 


Jan-Lieuwe 


-—-MESSAGE FILE 13741 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000622 
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--MESSAGE FILE 13742 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000623 

Path: chuka.playstation.co.uk!news 

From: "“Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdAnim v1.2, libs and TMD2RSD 

Date: Fri, 12 Jun 1998 21:46:26 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <61ls0ic$s9815@chuka.playstation.co.uk> 

References: <01bd949cSa0d58a00Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: amf1186.wxs.nl 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.71.1712.3 


>For those enlightened folks amongst you, 

>I'll be releasing v1.2 of RsdAnim this week. 

>Only one new feature, but for those lucky people with 3DS Max v2, 

>I've improved the ASE import function to pull in texture coords as well... 
>so any texture mapping done in 3DS can be used on the PSX as well. 

> 

>I'll also be putting the support libs up to handle the MIMe output. 

> 

>One last thing, I downloaded an TMD to RSD decompiler from the japan 
>site, and used it to turn the Dino demo model back into an RSD, so I'll 
>be using it as a demo model for RsdAnim in future... 

> 

>Craig. 


I sure hope this version won't crash on my computer ("This program performed 
an illegal... blah blah"). I would *LOVE* to use it! 


Greets, 


Jan-Lieuwe 


—-MESSAGE FILE 13742 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000623 


--MESSAGE FILE 13743 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000624 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdAnim v1.2, libs and TMD2RSD 

Date: 13 Jun 1998 10:02:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01bd96b2S1b58ee40Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <01bd949cSa0d58a00Sf30b0a0a@Angelal.intelligent-group.com> <6ls0ic$s9815 
@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s16—-57-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Jan-Lieuwe Koopmans <moa@wxs.nl> wrote in article 
<6ls0ic$s9815@chuka.playstation.co.uk>... 

> I sure hope this version won't crash on my computer ("This program 
performed 

> an illegal... blah blah"). I would *LOVE* to use it! 

> Jan-Lieuwe 


Doesn't work on NT (if that's what you're using) - no DirectX5 on NT : ( 

If it crashes, try clicking NO in the startup dialog to disable hardware 
mode. 

If you've got a 3DFX, forget it (there's a bug, don't know what, don't have 
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a 3DFX to chase it). 


Craig. 

(doing some camera path bezier support today) 

—-MESSAGE FILE 13743 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000624 


—-MESSAGE FILE 13744 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000625 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Obtaining the current light mode and fog settings 

Date: Sat, 13 Jun 1998 11:15:33 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 8 

Message-ID: <35825145.C98B9DCD@scee. sony.co.uk> 

References: <6bv123Sbej10@chuka.playstation.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.2d_graphics:397 scee.yaroze.pr 
ogramming.3d_graphics: 625 


Steve Dunn wrote: 

> 

> I understand that the light mode can be set using GsSetLightMode, but is 
> there a way of 'getting' the current light mode °? 


The mode is stored in an internal variable, but I'm not sure if it's 

exported, and therefore accessable. Try accessing the global variable 

GsLIGHT_MODE. 

--MESSAGE FILE 13744 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000625 


—--MESSAGE FILE 13745 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000626 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Nick <porcino@home.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: Sat, 13 Jun 1998 15:50:55 -0700 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <3583024E.155E@home. com> 

References: <354f8520.24963808@www.netyaroze-europe. com> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I've got some working C++. If that's any use, let me know. 


nick 
—-MESSAGE FILE 13745 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000626 


—--MESSAGE FILE 13746 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000627 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <porcino@home. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D splines 

Date: Sat, 13 Jun 1998 16:03:56 -0700 

Organization: SCEA News Server 

Lines: 16 
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Message-ID: <3583055B.515A@home. com> 

References: <6kk82pSlevl1l4@chuka.playstation.co.uk> 
Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


You should check out the deCasteljou (spelling?) algorithm for Bezier 
splines. It uses only a tiny number of additions and multiplies, and 
gives you for "free" coordinates along the spline, the tangent, and with 
trivial effort the length of the spline. It's so easy, everyone who sees 
it has to slap themselves in the forehead for not thinking of it 
themselves! 


I'll post a mini-tutorial on my website by midnight June 15 PST. Look 
here: 


http://www.geocities.com/CapeCanaveral/9376 


and follow the Count Meshula link (which won't appear until the tutorial 
is ready). 


-nick 
--MESSAGE FILE 13746 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000627 


——MESSAGE FILE 13747 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000628 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D splines 

Date: 14 Jun 1998 02:56:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <slrn6éo6evn.blis.tjs@indy16.cs.monash.edu.au> 

References: <6kk82pSlevl1l4@chuka.playstation.co.uk> <3583055B.515A@home. com> 
NNTP-Posting-Host: indyl6.cs.monash.edu.au 

X-Newsreader: slrn (0.9.5.1 UNIX) 


On Sat, 13 Jun 1998 16:03:56 -0700, Nick <porcino@home.com> wrote: 
be] 
>http://www.geocities.com/CapeCanaveral/9376 


i just found another link that might be worthwhile checking out, too. 


http://www.cubic.org/source/sourcerer/hermite.htm 
--MESSAGE FILE 13747 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000628 


——MESSAGE FILE 13748 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000629 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <porcino@home. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D splines 

Date: Sat, 13 Jun 1998 23:01:46 -0700 

Organization: SCEA News Server 

Lines: 21 

Message-ID: <3583674A.F22@home. com> 

References: <6kk82pSlevl1l4@chuka.playstation.co.uk> <3583055B.515A@home.com> <slrn606 
evn.bls.tjs@indyl6.cs.monash.edu.au> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 
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Thanks for the link to the hermite spline information - that's something 
I was actually looking for this afternoon! 


The hermite tutorial is better looking than mine! 


Anyway, I take back what I said about slapping yourself in the head when 
you see how easy it is, because it isn't intuitively obvious that the 
simple solution exists - it took me a while to figure out why it works. 


At any rate, my Bezier spline tutorial is now on line at 
http://www.geocities.com/CapeCanaveral/9376/ 


and follow the Count Meshula link. 


(I'm calling my new graphics library Count Meshula, because every other 
name I've ever come up with for a package has been copied by someone... 
I figure Count Meshula is such a dumb name, no one would every want to 
copy it...) 


—nick 
yosh, minna no Yaroze san, Gambare! 


9227 


--MESSAGE FILE 13748 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000629 


——MESSAGE FILE 13749 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000630 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: creation of tmds 

Date: Sun, 14 Jun 1998 08:27:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <35838952.623443@www.netyaroze-europe.com> 


References: <354f8520.24963808@www.netyaroze-europe.com> <3583024E.155E@home.com> 


NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Ive got my tmd stuff working now thanks :) 

(see similar thread further down) 

It was only after looking at all examples that I sorted myself out, so 
thanks to everyone who helped 


Robert Swan 


-—-MESSAGE FILE 13749 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000630 


——MESSAGE FILE 13750 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000631 

Path: chuka.playstation.co.uk!news 

From: Steve Randerson <SMR@cs.bham.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: texturing troubles 

Date: Sun, 14 Jun 1998 22:14:34 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <35843D3A.280@cs.bham.ac.uk> 


References: <35804197.63FE@cs.bham.ac.uk> <01bd961f£$e2d67520S77el6dc0@ulthar.han.de> 


NNTP-Posting-Host: dial1l5.bham.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


Roland Boettcher wrote: 


Steve Randerson <SMR@cs.bham.ac.uk> schrieb im Beitrag 
<35804197.63FE@cs.bham.ac.uk>... 

> I'm having a bit of trouble with texture mapping. 

> I can do flat coloured models no problem, whenever I load a textured 
> object in the texture is not displayed and it just seems to show a 


VVVVVV 
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> random area of the frame buffer, at the moment it seems to like showing 
> miniature copies of bits of the screen display which is a nice effect, 
> but not really what I'm trying to do. 


I had the same problem some time ago. It went away when I first 
positioned the TIMs using timtool and afterwards performed rsdlink. 


VVVVVVVV 


Roland 
Thanks for the help everyone. 
I hadn't remembered to rebuild the tmd AFTER placing the texture. 


Cheers again 

Steve 

—-MESSAGE FILE 13750 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000631 


--MESSAGE FILE 13751 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000632 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Bézier curve example 

Date: Mon, 15 Jun 1998 08:56:52 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <3584C5B4.3B62C6DE@reptile.no> 
NNTP-Posting-Host: t20212p48.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


I've uploaded a small Bézier curve example to my homepage. The program 
shows you how to: 


- calculate & draw Bézier curves 
— calculate curve length 
— move along the curve 


Even though the example shows a 2D curve, the calculations are 3D and 
ready for use. 


I'll be implementing de Casteljau's algorithm soon (thanks for pointing 
that out Nick, the algorithm wasn't in my calculus book :) 


Any comments are welcome. 
Lars 


—-MESSAGE FILE 13751 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000632 


——MESSAGE FILE 13752 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000633 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Bézier curve example 

Date: Tue, 16 Jun 1998 14:55:13 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <35866B31.D8522F2@reptile.no> 
References: <3584C5B4.3B62C6DE@reptile.no> 
NNTP-Posting-Host: t10212p11.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


Net Yaroze newsgroups message dump.txt Page 9229 


Lars Barstad wrote: 


> I'll be implementing de Casteljau's algorithm soon (thanks for pointing 
> that out Nick, the algorithm wasn't in my calculus book :) 


Bézier example 2 is now on my page, and the de Casteljau algorithm is far 
better for moving along the curve in a given number of frames. If you need 
to move an object a given distance along a curve the traditional integral 
approach might be better (if done JIT style). 


Lars 


—-MESSAGE FILE 13752 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000633 


—--MESSAGE FILE 13753 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000634 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Getting RSDAnim to work with Windows NT 

Date: Tue, 16 Jun 1998 17:54:07 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <3588afal.4089640@news.scea.sony.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:634 scea.yaroze.pr 
ogramming.3d_graphics:252 


Hey! I just wanted everone to know that I have gotten RSDAnim version 
1.1 to work under NT. I stumbled across a page 
http://www.stefan98.com/winnt/winnt.html where they have an 
Unoffical/Pre-Realease for DirectX5 under Windows NT. The direct link 
to the file is http://www.stefan98.com/download/nt4dx5.zip You need to 
know a litlle about NT because these files must be installed manualy. 
As for the legality of this I asked around and nobody said it was 
illegal just a use at your own risk type thing. But I can get RSDAnim 
running so hopefully it will work for you too. 

Hope this helps, 

Michael Klucher 

-—-MESSAGE FILE 13753 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000634 


——MESSAGE FILE 13754 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000635 

Path: chuka.playstation.co.uk!news 

From: "Jan-Lieuwe Koopmans" <moa@wxs.nl> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdAnim v1.2, libs and TMD2RSD 

Date: Tue, 16 Jun 1998 21:20:29 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <6m6gkcS$9bv7@chuka.playstation.co.uk> 

References: <01bd949cSa0d58a00Sf30b0a0a@Angelal.intelligent-group.com> <6ls0ic$s9815 
@chuka.playstation.co.uk> <01bd96b2S1b58ee40Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: amf0765.wxs.nl 
X-Newsreader: Microsoft Outlook Express 4.71.1712.3 
X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


>> I sure hope this version won't crash on my computer ("This program 
>performed 

>> an illegal... blah blah"). I would *LOVE* to use it! 

>> Jan-Lieuwe 

> 

>Doesn't work on NT (if that's what you're using) - no DirectX5 on NT :( 
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>If it crashes, try clicking NO in the startup dialog to disable hardware 
>mode. 

>If you've got a 3DFX, forget it (there's a bug, don't know what, don't have 
>a 3DFX to chase it). 

> 

>Craig. 

>(doing some camera path bezier support today) 


I know, I know... I usually read the README file when encountering problems 
չՀ). I use Windows 95 in combination with a Diamond 3D 3400 (4MB VRAM) 
videocard. 


Jan-Lieuwe 


—-MESSAGE FILE 13754 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000635 


—--MESSAGE FILE 13755 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000636 

Path: chuka.playstation.co.uk!news 

From: "Tim" <tim@no_spammusicweb.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Screen flicker 

Date: 17 Jun 1998 01:24:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01bd998eS$ff1342a0S9b11c8c3@musicweb. ftech.co.uk> 
NNTP-Posting-Host: pcl154.max4060.ftech.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


i've been trying to setup 640 by 480 PAL mode and i think i've 
tried every combination of interlaced or not but i still seem to 
get a flickery screen does anyone know why? 


Tim. 
-—-MESSAGE FILE 13755 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000636 


--MESSAGE FILE 13756 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000637 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Screen flicker 

Date: 17 Jun 1998 14:51:06 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Sender: thutton@TECH10 

Message-ID: <ulngqwfx6t.fsf@cybec.com.au> 

References: <0O1bd998eSff1342a0S9b11c8c3@musicweb.ftech.co.uk> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Tim" <tim@no_spammusicweb.co.uk> writes: 
i've been trying to setup 640 by 480 PAL mode and i think i've 


tried every combination of interlaced or not but i still seem to 
get a flickery screen does anyone know why? 


V V V V 


Are you setting up your screen buffers correctly? For non-interlaced 

mode you need two but for interlaced mode you need only one. Read the 

Green and Yellow books for more info, and look around on the Yaroze 

web site - there's tonnes of source code, plus a couple of really good 

tutorials around. 

Toby. 

--MESSAGE FILE 13756 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000637 
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——MESSAGE FILE 13757 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000638 

Path: chuka.playstation.co.uk!news 

From: ia95ruza <ia95ruza@htl-bw.ch> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Looking for NetYaroze freaks here in Switzerland 
Date: Wed, 17 Jun 1998 07:24:40 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35875318.3152C414@ht1l-bw.ch> 
NNTP-Posting-Host: bs466a.cs.htl-bw.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hello NetYaroze-Freaks! 
We are looking for Programmers here in Switzerland (Basel). If you wanna 
change your hobby to a REAL LIFE, so can you contact me under: 
robert .ruza@nextron.ch 
We wanna start serious programming, so just mail fast.... 


With best regards 
Rob 


—-MESSAGE FILE 13757 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000638 


——MESSAGE FILE 13758 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000639 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Bézier curve example 

Date: 17 Jun 1998 07:22:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bd99c0$7b6db5c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <3584C5B4.3B62C6DE@reptile.no> <35866B31.D8522F2@reptile.no> 
NNTP-Posting-Host: dl-s35-76-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Lars Barstad <lars.barstad@reptile.no> wrote in article 
<35866B31.D8522F2@reptile.no>... 
> 


Lars Barstad wrote: 


> I'll be implementing de Casteljau's algorithm soon (thanks for pointing 
> that out Nick, the algorithm wasn't in my calculus book :) 


Bézier example 2 is now on my page, and the de Casteljau algorithm is far 
better for moving along the curve in a given number of frames. If you 
need 

> to move an object a given distance along a curve the traditional integral 
> approach might be better (if done JIT style). 

> 

> Lars 


VVVVVVVV 


Sterling stuff - now, how about implementing Kochanek-Bartels Splines? 
(actually, I've got to do them anyway for RsdAnim's 3DS Max importer, as 
Max uses KB-Splines for all it's motion paths) 


Craig. 
—-MESSAGE FILE 13758 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000639 
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——MESSAGE FILE 13759 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000640 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Getting RSDAnim to work with Windows NT 

Date: 17 Jun 1998 07:23:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bd99c0$al4eaba0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <3588afal.4089640@news.scea.sony.com> 

NNTP-Posting-Host: dl-s35-76-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:640 scea.yaroze.pr 
ogramming.3d_graphics:254 


Michael Klucher <dajudge@home.com> wrote in article 
<3588afal.4089640@news.scea.sony.com>... 

> Hey! I just wanted everone to know that I have gotten RSDAnim version 
1.1 to work under NT. I stumbled across a page 
http://www.stefan98.com/winnt/winnt.html where they have an 
Unoffical/Pre-Realease for DirectX5 under Windows NT. The direct link 
to the file is http://www.stefan98.com/download/nt4dx5.zip You need to 
know a litlle about NT because these files must be installed manualy. 
As for the legality of this I asked around and nobody said it was 
illegal just a use at your own risk type thing. But I can get RSDAnim 
running so hopefully it will work for you too. 

Hope this helps, 

Michael Klucher 


VVVVVVVV VV 


Excellent. I'd sort of heard a rumour that it existed, but never managed to 
track it down... 


Craig. 
(a little late with the next update of RsdAnim 'coz KB-Splines are pretty 
heavy going) 


-—-MESSAGE FILE 13759 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000640 


——MESSAGE FILE 13760 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000641 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Bézier curve example 

Date: Wed, 17 Jun 1998 09:52:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <358775C6.87DB954F@reptile.no> 

References: <3584C5B4.3B62C6DE@reptile.no> <35866B31.D8522F2@reptile.no> <01bd99c0$7 
bédb5c0S$f30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: t10212p26.telia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 


> Sterling stuff - now, how about implementing Kochanek-Bartels Splines? 

> (actually, I've got to do them anyway for RsdAnim's 3DS Max importer, as 
> Max uses KB-Splines for all it's motion paths) 

I don't think I've ever heard of those! :) Do you have any specs? 


Lars 


—-MESSAGE FILE 13760 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000641 


——MESSAGE FILE 13761 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000642 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: dajudge@home.com (Michael Klucher) 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Getting RSDAnim to work with Windows NT 

Date: Wed, 17 Jun 1998 19:34:09 GMT 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <358819d5.6738369@news.scea.sony.com> 

References: <3588afal.4089640@news.scea.sony.com> <01bd99c0Sal4eaba0Sf30b0a0a@Angela 
1.intelligent-—group.com> 

NNTP-Posting-Host: cx63972-a.chndl.az.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:642 scea.yaroze.pr 
ogramming.3d_graphics:255 


Yea, Plus I dont know if you had fixed this already but I have a 
Monster 3D II and it still seems to work fine as long as I press no. 
But I really like the program and cant wait for the next realese! 


On 17 Jun 1998 07:23:54 GMT, "Craig Graham" 
<c_graham@hinge.mistral.co.uk> wrote: 


> 

> 

>Michael Klucher <dajudge@home.com> wrote in article 
><3588afal.4089640@news.scea.sony.com>... 

>> Hey! I just wanted everone to know that I have gotten RSDAnim version 
>> 1.1 to work under NT. I stumbled across a page 

>> http://www.stefan98.com/winnt/winnt.html where they have an 

>> Unoffical/Pre-Realease for DirectX5 under Windows NT. The direct link 
>> to the file is http://www.stefan98.com/download/nt4dx5.zip You need to 
>> know a litlle about NT because these files must be installed manualy. 
>> As for the legality of this I asked around and nobody said it was 

>> illegal just a use at your own risk type thing. But I can get RSDAnim 
>> running so hopefully it will work for you too. 

>> Hope this helps, 

>> Michael Klucher 

> 

> 

>Excellent. I'd sort of heard a rumour that it existed, but never managed to 
>track it down... 

> 

>Craig. 

>(a little late with the next update of RsdAnim 'coz KB-Splines are pretty 
>heavy going) 


—-MESSAGE FILE 13761 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000642 


--MESSAGE FILE 13762 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000643 

Path: chuka.playstation.co.uk!news 

From: jmhannan@cix.co.uk (Jeff Hannan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: texturing troubles 

Date: 19 Jun 1998 15:20:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <memo.19980619161253.25475A@jmhannan.compulink.co.uk> 
References: <uk96n8kd7.fsf@cybec.com.au> 


Net Yaroze newsgroups message dump.txt Page 9234 


Reply-To: jmhannan@cix.co.uk 
NNTP-Posting-Host: dyna21-11.compulink.co.uk 


In article <uk96n8kd7.fsf@cybec.com.au>, thutton@cybec.com.au (Toby 
Hutton) wrote: 


> VRAM, but it still didn't work until I recreated my TMD file from the 
> RSD file. 


Thanks for that. 
A tip: Beware that 8-bit CLUTs are the length of 4 texture pages. 


I had one that was overwritten by other CLUTs on other texture pages 
leaving me with colours from other textures in my 8-bit texture. 


Jeff Hannan 


—-MESSAGE FILE 13762 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000643 


--MESSAGE FILE 13763 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000644 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <porcino@home. com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Getting RSDAnim to work with Windows NT 

Date: Fri, 19 Jun 1998 23:20:08 -0700 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <358B5490.7746@home. com> 

References: <3588afal.4089640@news.scea.sony.com> <01bd99c0Sal4eaba0S$f30b0a0a@Angela 
1.intelligent-group.com> 

Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 

CC: c_graham@hinge.mistral.co.uk 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:644 scea.yaroze.pr 
ogramming.3d_graphics:257 


Craig wrote: 
> KB splines are heavy going 


You probably have all the references you need, but David Eberly has some 
excellent tutorial materials and code at - 


http://www.cs.unc.edu/~eberly/gr_keyf.htm 


He puts quaternion interpolations along Kochanek Bartels splines. Very 
nice. 


-nick 
--MESSAGE FILE 13763 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000644 


——MESSAGE FILE 13764 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000645 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Nick <porcino@home. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: =?iso-2022-jp?B?OhskOnFbGyhKaWVy?= curve example 

Date: Fri, 19 Jun 1998 23:24:04 -0700 

Organization: SCEA News Server 

Lines: 10 
Message-ID: <358B557B.5D91@home. com> 

References: <3584C5B4.3B62C6DE@reptile.no> <35866B31.D8522F2@reptile.no> <01bd99c0$7 
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bédb5c0Sf30b0a0a@Angelal.intelligent-group.com> <358775C6.87DB954F@reptile.no> 
Reply-To: porcino@home.com 

NNTP-Posting-Host: cs1000396-a.gvobl.bc.wave.home.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


I posted this URL in another thread, so sorry for the repetition, but 
here's where you can find a good tutorial on Kochanek Bartels splines: 


http://www.cs.unc.edu/~eberly/gr_keyf.htm 


Now, if anyone can point ME at a de Casteljau style implementation, I'd 
be greatful, cause otherwise I'm going to melt my brain trying to work 
it out myself! 


-nick 
--MESSAGE FILE 13764 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000645 


—--MESSAGE FILE 13765 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000646 
Path: chuka.playstation.co.uk!news 
From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: B¿$Bq[¿ė (Jier curve example 
Date: Sat, 20 Jun 1998 10:18:07 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 
Message-ID: <358B703F.501A853Béreptile.no> 
References: <3584C5B4.3B62C6DE@reptile.no> <35866B31.D8522F2@reptile.no> <01bd99c0$7 
bédb5c0S$f30b0a0a@Angelal.intelligent-group.com> <358775C6.87DB954F@reptile.no> <358B 
557B.5D91@home. com> 
NNTP-Posting-Host: t10203p59.telia.com 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Transfer-Encoding: 8bit 


Content-T 
X-Mailer: Mozilla 4.03 [en] (WinNT; I) 
To: porcino@home.com 


Nick wrote: 


> Now, if anyone can point ME at a de Casteljau style implementation, I'd 
> be greatful, cause otherwise I'm going to melt my brain trying to work 
> it out myself! 


I have implemented the de Casteljau algorithm in my second Bézier example. 
In the example it just shows movement, but it can VERY easily be adapted to 
drawing as well. 


Lars 


-—-MESSAGE FILE 13765 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000646 


——MESSAGE FILE 13766 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000647 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: "center" 

Date: Wed, 24 Jun 1998 15:40:29 GMT 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <35911bf4.80589781@news.scea.sony.com> 

Reply-To: jaminl@psu.edu 

NNTP-Posting-Host: MAXWELL.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 
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Could someone tell me the significance of the "center" coords 
of .rsd files? Is this center coord with respect to the object's own 
coord system, and if so, why is it needed? Is rotation and scaling 
done about this "center" or the origin of the object's coord system? 


Thanks, 


Jamin 
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—-MESSAGE FILE 13766 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000647 


—--MESSAGE FILE 13767 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000648 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSD Animator Problems 

Date: Wed, 24 Jun 1998 22:31:03 -0700 
Organization: SCEA News Server 

Lines: 19 

Message-ID: <3591E097.C12E2AEE@sinclair.net> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Anyone else have this problem with RSD Animator, or know how to fix it? 
When I maximize the screen, the rendering window doesn't get maximized - 
it looks like it tries to, but gets cut off at the default size, leaving 
the rest of the render window as white. Refreshing the screen doesn't 
fix the problem. 


I would really like to get past this, as I want to animate the players 
in my game, and learn to use Mime animation (as well as have a better 
choice than RSDTool). 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


—-MESSAGE FILE 13767 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000648 


——MESSAGE FILE 13768 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000649 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSD Animator Problems 

Date: Wed, 24 Jun 1998 22:56:26 -0700 
Organization: SCEA News Server 

Lines: 36 

Message-ID: <3591E68A. 84EFFA70@sinclair.net> 
References: <3591E097.C12E2AERE@sinclair.net> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Oops, I found a workaround right after posting that. I just changed the 
properties of the shortcut to open it maximized rather than "Normal 
Window". 
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Joshua Meeds wrote: 


Anyone else have this problem with RSD Animator, or know how to fix it? 
When I maximize the screen, the rendering window doesn't get maximized - 
it looks like it tries to, but gets cut off at the default size, leaving 
the rest of the render window as white. Refreshing the screen doesn't 
fix the problem. 


I would really like to get past this, as I want to animate the players 
in my game, and learn to use Mime animation (as well as have a better 
choice than RSDTool). 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> — Willy Wonka quoting 
> Arthur O'Shaughnessy 
= Joshua Meeds 


Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
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—-MESSAGE FILE 13768 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000649 


--MESSAGE FILE 13769 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000650 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSD Animator Problems 

Date: Thu, 25 Jun 1998 11:50:55 +0100 

Organization: Intelligent Research 

Lines: 53 

Message-ID: <35922B8F.711E535Beéhinge.mistral.co.uk> 
References: <3591E097.C12E2AEFE@sinclair.net> <3591E68A. 84EFFA70@sinclair.net> 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


You'll still get the white border if you resize the view panes. Problem is 
with the way the Direct3D view is setup. Unfortunately, I've not got enough 
memory on my video card to make it any bigger, and I'm not gonna release 
stuff I cann't test. 


Craig. 

Ps. Still working on the next release - should save TMD's direct so you don't 
have to convert them seperately....) 

PPS. I really should release the library that actually plays the animations 
now 

shouldn't I ;) 


Joshua Meeds wrote: 
Oops, I found a workaround right after posting that. I just changed the 
properties of the shortcut to open it maximized rather than "Normal 


Window". 


Joshua Meeds wrote: 
> 


V V V V V V 
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Anyone else have this problem with RSD Animator, or know how to fix it? 
When I maximize the screen, the rendering window doesn't get maximized - 
it looks like it tries to, but gets cut off at the default size, leaving 
the rest of the render window as white. Refreshing the screen doesn't 
fix the problem. 


I would really like to get past this, as I want to animate the players 
in my game, and learn to use Mime animation (as well as have a better 
choice than RSDTool). 


- Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


VVVVVVVVVVVVVVV VV VV 


= Joshua Meeds 
Dreamwriter Dragon 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV 


-—-MESSAGE FILE 13769 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000650 


——MESSAGE FILE 13770 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000651 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RsdAnim v1.3 - progress note 

Date: 26 Jun 1998 10:49:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 98 

Message-ID: <0Olbda0ef$cdfed5e0$f30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: dl-s1-—42-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Just a quick note on how things are going with the next version of RsdAnim. 
This is a list of changes since the last public release. This version isn't 
released yet 

(got a few more things to sort out yet). 


[4/6/98] 
o 3DS Max ASE import now handles texture information. Why? Isn't RsdAnim's 
texture 

mapper pretty good? Yeah, it is compared to RsdTool, but 3DS Max rules 
for 

this sort of thing, RsdAnim is just for final edit and animation. 


NOTE: You MUST convert your textures to TIM's before you try to load 

the ASE. I recommend you setup all your textures in one directory first, 
before mapping them in 3DS Max. RsdAnim expects to find a TIM file in the 
same directory as the texture file you used from Max. 


[10/6/98] 
o Added swap X/Y option to the texture wrap dialog. 


[13/6/98] 
o Re-wrote the ASE importer to handle stuff more generically. 
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o Added a replace keyframe button. 


[14/6/98] 
o Fixed rendering of 4 sided polys in the texture view. 
o Added new options to the view popup menu to make selected poly's: 
- transparent 
— coloured -+ 
— textured -+--these last two are to allow you to clear the texture of a 
polygon 
and to turn it back on again.... 
o Textured view now displays transparency - note that this only works ona 
3D accellerator 
device which supports it (Direct3D's software rasterizer doesn't do it). 
Also (at least 
on my S3 Virge card), only solid coloured polys display as transparent - 
that's probably 
just my 3D card though... 
o Added new toolbar buttons for a couple of the new functions. 


[20/6/98] 
o A basic miscomprehension on my part about what the Yaroze manuals 
meant... 
p:(1,19,12) actually means 1 sign bit, 19 whole bits, 12 fractional bits. 
So, I've re-done the MIMe export code to allow a much broader range of 
values 
for the p coefficient (before, I was only allowing the values 1,19 and 
12111). 
This gives a much larger and more accurate MIMe representation of an 
animation 
than you were getting before.... 


[22/6/98]: v1.2 Internal Beta Release (to John & Mark Only) 
NOTES: 

1) TMD saving is work in progress - don't try to use it, bad things will 
happen. 

2) Max2 ASE import: Don't enable "Extract Camera Paths" in the import 
dialog. This is 

gonna get finished once I work out KB-Splines properly.... 

3) Max2 ASE import: Pay attention to my note dated [4/6/98]. This is 

important. 


[23/6/98] 
o Added a view lighting configuration dialog. You can now setup how the 
texture views 

flat lights are coloured. There are 3 lights, one on each axis, and you 
can toggle 

the RGB components of each light. Each view has it's lighting set 
individually, so 

you can have different illuminations in each view pane if you like... 

NOTE: This is a feature requested by John Li, and as he's my main 
graphics man, it goes 

in before anything else... 


[25/6/98] 
o Started the TMD saving function. Only works with FP3N's and GP3N's at the 
moment. 


[26/6/98] 
o Added more prim types to the TMD saver: 
FP3 
GP3 
FTP3 
GTP3 
FTP3N 
GTP3N 


Craig Graham, Intelligent Research (Video Games) Ltd 
EMAIL: cgraham@hinge.mistral.co.uk 
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+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
-—-MESSAGE FILE 13770 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000651 


--MESSAGE FILE 13771 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000652 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: trueSpace 3 and RSD 

Date: Fri, 26 Jun 1998 18:06:56 GMT 
Organization: SCEA News Server 

Lines: 31 

Message-ID: <6n0ndb$3h51@scea> 

References: <35595748.96D3D2A1@ulst.ac.uk> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: News Xpress 2.01 


If you're saving objects with respect to one another in space within truespace 
3d, how do you reproduce that on the playstation? For instance, I have a 
plane body, with thrusters offset from it. How can I save the separate 
objects, and then specify the offset later on? It seems that truespace 
automatically centers everything?? 


Jamin 


In article <35595748.96D3D2A1@ulst.ac.uk>, Stephen Ewart <s.ewart@ulst.ac.uk> 
wrote: 

>Thought everyone would like to know. 

> 

>Just got trueSpace 3 (see http://www.caligari.com) and it has save file 
>as *.RSD format 

>as standard. 

>PC Review gave away trueSpace/SE away last month and had an upgrade 
>offer to version 3 for 279 quid - all in. Cheaper than any other offer 
>out there. 

>If you didn't see PC Review last month then I think PC Plus will be 
>doing the 

>same thing next month. 

> 

>Only tried it briefly and it works fine. Don't know if handles textures 
>though. 

>Might still next RSDTool!. 

> 

> 

>Cheers .. Steve 

> 

—-MESSAGE FILE 13771 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000652 


--MESSAGE FILE 13772 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000653 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: -Y+Z, -Y-Z, +Z-Y... ;? 

Date: Fri, 26 Jun 1998 18:10:25 GMT 
Organization: SCEA News Server 

Lines: 16 

Message-ID: <6n0njt$3h52@scea> 

References: <356D6C27.42BA@mx2.redestb.es> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: News Xpress 2.01 


Why is the Playstation coord system denoted (-Z-Y)? Is standard postive +X to 
the right of the screen, standard positive +Y up on the screen, and standard 
positive +Z up out of the screen? So (-Z-Y) is with respect to this standard? 
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Jamin 


In article <356D6C27.42BA@mx2.redestb.es>, xavit@mx2.redestb.es wrote: 

>Do you know how dxf2rsd converts DXF coordinate system parameter 

>( -Y+Z, -Y-Z... ) into PlayStation coordinate system (-Z-Y) ?. 

> 

>Thanks. 

> 

>Xavi. 

—-MESSAGE FILE 13772 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000653 


--MESSAGE FILE 13773 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000654 

Path: chuka.playstation.co.uk!news 

From: Nick Slaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdAnim v1.3 - progress note 

Date: Fri, 26 Jun 1998 20:35:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <3593F80B. 82BC4F05@compuserve. com> 

References: <0Olbdad0efScdfed5e0$f30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 1d43-061.lon.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> 

> Just a quick note on how things are going with the next version of RsdAnim. 
> This is a list of changes since the last public release. This version isn't 
> released yet 

> (got a few more things to sort out yet). 


Excellent news , whens it ready? 


> [20/6/98] 

> o A basic miscomprehension on my part about what the Yaroze manuals 

> meant... 

> p:(1,19,12) actually means 1 sign bit, 19 whole bits, 12 fractional bits. 
> So, I've re-done the MIMe export code to allow a much broader range of 

> values 


Ah ha! so thats what it means :) 


> for the p coefficient (before, I was only allowing the values 1,19 and 
> 12111), 

> This gives a much larger and more accurate MIMe representation of an 

> animation 

> than you were getting before.... 


great stuff!, wondered why you had the weird scaling ;) 
this program is a yaroze development must have! 
cheers 


Nick S 
—-MESSAGE FILE 13773 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000654 


——MESSAGE FILE 13774 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000655 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: trueSpace 3 and RSD 

Date: 26 Jun 1998 20:45:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <01lbdal43S0ddfe660S026f6f6ftwo> 

References: <35595748.96D3D2A1@ulst.ac.uk> <6n0ndb$3h51@scea> 
NNTP-Posting-Host: 195.171.236.198 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi Jamin, 

I think you can use Rsdform to offset the thrusters from 0,0,0 
then rsdcat to stick it all in the same rsd file. 

but I could be wrong :) 

Or specify the offset in your code when you build the hierarchy 


Pete. 


Jamin Frederick <jaminl@psu.edu> wrote in article <6én0Ondb$3h51l@scea>... 

> 

> If you're saving objects with respect to one another in space within 
truespace 

> 3d, how do you reproduce that on the playstation? For instance, I have a 


plane body, with thrusters offset from it. How can I save the separate 
objects, and then specify the offset later on? It seems that truespace 
automatically centers everything?? 


Jamin 


In article <35595748.96D3D2A1@ulst.ac.uk>, Stephen Ewart 
s.ewart@ulst.ac.uk> 

wrote: 

>Thought everyone would like to know. 

> 

>Just got trueSpace 3 (see http://www.caligari.com) and it has save file 
>as *.RSD format 

>as standard. 

>PC Review gave away trueSpace/SE away last month and had an upgrade 
>offer to version 3 for 279 quid - all in. Cheaper than any other offer 
>out there. 

>If you didn't see PC Review last month then I think PC Plus will be 
>doing the 

>same thing next month. 

> 

>Only tried it briefly and it works fine. Don't know if handles textures 
>though. 

>Might still next RSDTool!. 

> 

> 

>Cheers .. Steve 

> 


VVVVVVVVVVVVVVV VV VV VV AV VV VV VV V 
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—-MESSAGE FILE 13774 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000655 


--MESSAGE FILE 13775 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000656 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdAnim v1.3 - progress note 

Date: Sat, 20 Jun 1998 21:33:23 +0100 

Organization: The PC Shop 

Lines: 17 

Message-ID: <358C1C92.8F425832@infotrade.co.uk> 

References: <0Olbdad0efScdfed5e0Sf30b0a0a@Angelal.intelligent-group.com> <3593F80! 


B.82B 


C4F05@compuserve.com> 

Reply-To: A2595042@infotrade.co.uk 
NNTP-Posting-Host: 194.74.241.41 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.0 [en] (Win95; I) 
X-Priority: 3 (Normal) 


> this program is a yaroze development must have! 
> 
> cheers 
> 
> 


Nick S 


Yes I agree. 

Craig deserves a medal for doing this amount of work for his fellow yarozers. 
How is the bones going? 

Looking forward to 1.3 Craig. 

Ian T. 


—-MESSAGE FILE 13775 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000656 


——MESSAGE FILE 13776 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000657 

Path: chuka.playstation.co.uk!scea!129 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: trueSpace 3 and RSD 

Date: Sat, 27 Jun 1998 18:43:20 GMT 

Organization: SCEA News Server 

Lines: 76 

Message-ID: <6n3e6h$3sdl@scea> 

References: <35595748.96D3D2A1@ulst.ac.uk> <6n0ndbS$3h51@scea> <01bda143$0ddfe660$026 
f6f6f@two> 

NNTP-Posting-Host: 98M0022.dorm.gmu.edu 

X-Newsreader: News Xpress 2.01 


But the thing I need to figure out is *how far* to offset those thrusters, and 
it depends on how the object is saved in Truespace (or other modelers). 


The setup looks like this in Truespace (side view): 


body thrusters 
gun 


The displacements are separate in the world, but I don't think this matters 
when I save the object, in other words, I think if the objects are not in a 
hierarchy (and they're not), the objects are saved with respect to their own 
coordinate system. Now I don't know why when I look at the .rsd file of each 
one that the center is nonzero, so I set the center to (0,0,0) with rsdform 
and the object seems to rotate fine. 


In Truespace you *can* make a hierarchy, but the question is, when I save the 
rsd file as one big file (the whole hierarchy), will there be separate 
objects within the rsd with appropriate displacements? 


I don't really care how its done, I just want to know how to "get at" the 
translation amounts without doing it by hand each time (i.e., "eye up" the 
thrusters to the body with manual testing on the yaroze). 


I'll look into it some more... 


Jamin 


In article <01lbdal43S0ddfe660S026f6f6ftwo>, "Peter Dollochan" 
<Peter.Dollochan@btinternet.com> wrote: 
>Hi Jamin, 
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>I think you can use Rsdform to offset the thrusters from 0,0,0 
>then rsdcat to stick it all in the same rsd file. 

>but I could be wrong :) 

>Or specify the offset in your code when you build the hierarchy 
> 
>Pete. 
> 
>Jamin Frederick <jaminl@psu.edu> wrote in article <6n0ndb$3h51@scea>... 

>> 

>> If you're saving objects with respect to one another in space within 
>truespace 

>> 3d, how do you reproduce that on the playstation? For instance, I have a 
> 

>> plane body, with thrusters offset from it. How can I save the separate 
>> objects, and then specify the offset later on? It seems that truespace 
>> automatically centers everything?? 

>> 

>> 

>> Jamin 

>> 

>> In article <35595748.96D3D2Al1@ulst.ac.uk>, Stephen Ewart 
><s.ewart@ulst.ac.uk> 

>> wrote: 

>> >Thought everyone would like to know. 

>> > 

>> >Just got trueSpace 3 (see http://www.caligari.com) and it has save file 
>> >as *.RSD format 

>> >as standard. 

>> >PC Review gave away trueSpace/SE away last month and had an upgrade 

>> >offer to version 3 for 279 quid - all in. Cheaper than any other offer 
>> >out there. 

>> >If you didn't see PC Review last month then I think PC Plus will be 

>> >doing the 

>> >same thing next month. 

>> > 

>> >Only tried it briefly and it works fine. Don't know if handles textures 
>> >though. 

>> >Might still next RSDTool!. 

>> > 

>> > 

>> >Cheers .. Steve 

>> > 

>> 
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—-MESSAGE FILE 13776 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000657 


--MESSAGE FILE 13777 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000658 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: trueSpace 3 and RSD 

Date: 28 Jun 1998 09:41:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <01bda278S98ea2960S026f6f6ftwo> 


f6f6f@two> <6n3e6h$3sdl1l@scea> 
NNTP-Posting-Host: host5-99-47-249.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 

Ok then I was thinking of manually lining up the parts :) 

Not having used TS much can I ask this Q. when you 

make your plane shape (body and wings) if this is at 

the centre then when you insert the thrusters etc the coords 

of these will be offset from the centre of the plane object 
cant you just read of the coords of the thrusters knowing that 
the scale is probably the only thing that changes so the ratio 
between the centre of the plane and the offset of the thrusters 
will be the same in a RSD file. 

so if the thrusters are 50 (TS units) to the left and right on the x axis 


References: <35595748.96D3D2A1@ulst.ac.uk> <6n0ndb$3h51@scea> ՀՕ15Ե481435044856605026 
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then in the RSD file they will be an equivalent distance from the centre 
(make any sense or am I talking bollocks ;) 


Pete. 


Jamin Frederick <jaminl@psu.edu> wrote in article <6én3e6h$3sdl@scea>... 

> But the thing I need to figure out is *how far* to offset those 
thrusters, and 

> it depends on how the object is saved in Truespace (or other modelers). 


> 

> The setup looks like this in Truespace (side view): 
> 

> body thrusters 

> gun 

> 


> The displacements are separate in the world, but I don't think this 
matters 

> when I save the object, in other words, I think if the objects are not in 
a 

> hierarchy (and they're not), the objects are saved with respect to their 
own 

> coordinate system. Now I don't know why when I look at the .rsd file of 
each 

> one that the center is nonzero, so I set the center to (0,0,0) with 
rsdform 

> and the object seems to rotate fine. 

> 

> In Truespace you *can* make a hierarchy, but the question is, when I save 
the 

> rsd file as one big file (the whole hierarchy), will there be separate 

> objects within the rsd with appropriate displacements? 

> 

> I don't really care how its done, I just want to know how to "get at" the 
> translation amounts without doing it by hand each time (i.e., "eye up" 


> thrusters to the body with manual testing on the yaroze). 
> 


I'll look into it some more... 


Jamin 


VV VV V V V 


—-MESSAGE FILE 13777 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000658 


--MESSAGE FILE 13778 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000659 

Path: chuka.playstation.co.uk!scea!129 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: trueSpace 3 and RSD 

Date: Mon, 29 Jun 1998 03:58:34 GMT 

Organization: SCEA News Server 

Lines: 90 

Message-ID: <6n734tS$4at2@scea> 

References: <35595748.96D3D2A1@ulst.ac.uk> <6n0ndbS$3h51@scea> <01bda143$0ddfe660$026 
f6f6f@two> <6n3e6h$3sdl@scea> 

NNTP-Posting-Host: 98M0022.dorm.gmu.edu 

X-Newsreader: News Xpress 2.01 


I got it. Modelers save models according to where they are in the modeler 
world, and will create a "center" at the models' center of mass/pivot point, 
while the origin in the RSD file will be the origin of the modeler world. So 
to find out offsets, just translate all the objects the amount the parent 
object needs to be translated to the origin (0,0,0) in the RSD, and record the 
coordinates of each child object. Then translate the child objects (that 
aren't at (0,0,0)) to (0,0,0), and then when you run the game, translate the 
child objects back to where they were, as you recorded them. 
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Jamin 


In article <6n3e6hS$3sd1l@scea>, jaminl@psu.edu (Jamin Frederick) wrote: 

>But the thing I need to figure out is *how far* to offset those thrusters, and 
>it depends on how the object is saved in Truespace (or other modelers). 

> 


>The setup looks like this in Truespace (side view): 
> 

> body thrusters 

> gun 

> 


>The displacements are separate in the world, but I don't think this matters 
>when I save the object, in other words, I think if the objects are not ina 
>hierarchy (and they're not), the objects are saved with respect to their own 
>coordinate system. Now I don't know why when I look at the .rsd file of each 
>one that the center is nonzero, so I set the center to (0,0,0) with rsdform 
>and the object seems to rotate fine. 

> 

>In Truespace you *can* make a hierarchy, but the question is, when I save the 
>rsd file as one big file (the whole hierarchy), will there be separate 
>objects within the rsd with appropriate displacements? 

> 

>I don't really care how its done, I just want to know how to "get at" the 
>translation amounts without doing it by hand each time (i.e., "eye up" the 
>thrusters to the body with manual testing on the yaroze). 

> 
>I'1ll look into it some more... 

> 

> 

> 

>Jamin 

> 

> 

>In article <01lbdal43S0ddfe660S026f6f6fGtwo>, "Peter Dollochan" 
><Peter.Dollochan@btinternet.com> wrote: 

>>Hi Jamin, 

>>I think you can use Rsdform to offset the thrusters from 0,0,0 

>>then rsdcat to stick it all in the same rsd file. 

>>but I could be wrong :) 

>>Or specify the offset in your code when you build the hierarchy 

>> 

>>Pete. 

>> 

>>Jamin Frederick <jaminl@psu.edu> wrote in article <6n0ndb$3h51@scea>... 
>>> 

>>> If you're saving objects with respect to one another in space within 
>>truespace 

>>> 3d, how do you reproduce that on the playstation? For instance, I have a 
>> 

>>> plane body, with thrusters offset from it. How can I save the separate 
>>> objects, and then specify the offset later on? It seems that truespace 
>>> automatically centers everything?? 

>>> 

>>> 

>>> Jamin 

>>> 

>>> In article <35595748.96D3D2A1@ulst.ac.uk>, Stephen Ewart 
>><s.ewart@ulst.ac.uk> 

>>> wrote: 

>>> >Thought everyone would like to know. 

>>> > 

>>> >Just got trueSpace 3 (see http://www.caligari.com) and it has save file 
>>> >as *.RSD format 

>>> >as standard. 

>>> >PC Review gave away trueSpace/SE away last month and had an upgrade 

>>> >offer to version 3 for 279 quid - all in. Cheaper than any other offer 
>>> >out there. 

>>> >If you didn't see PC Review last month then I think PC Plus will be 

>>> >doing the 

>>> >same thing next month. 
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>>> > 

>>> >Only tried it briefly and it works fine. Don't know if handles textures 
>>> >though. 

>>> >Might still next RSDTool!. 

>>> > 

>>> > 

>>> >Cheers .. Steve 

>>> > 

>>> 

—-MESSAGE FILE 13778 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000659 


——MESSAGE FILE 13779 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000660 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: Mon, 29 Jun 1998 21:23:40 GMT 

Organization: SCEA News Server 

Lines: 174 

Message-ID: <6n904uS$4snl@scea> 

References: <354f8520.24963808@www.netyaroze-europe.com> <35527A2E.72F907B4@home.com 
> 

NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: News Xpress 2.01 


In this code and others I've seen, it looks like the TMD coordinate system is 
the same as RSD coordinate system, i.e., 1000.0 TMD == 1000.0 RSD, etc. Now 
are the TMD coord numbers converted to fixed point (12-bit) when it is given 
to the playstation? I mean, do we have to mess around with fixed point at 
all, or do we just use the system of RSD and TMD (assuming they're the same), 
with vertices usually in the range of +-500.0 to +- 2000.0 or so? B/c there 
are only 3 integer bits for 12-bit fixed point, meaning you can only get at 
most 7.something? 


Jamin 


In article <35527A2E.72F907B4@home.com>, Tim O'Neil <toneil@home.com> wrote: 
>Robert Swan wrote: 

>> 

>> Im desperately trying to create tmds at runtime. I got a large program 
>> from one person, which I tried to add to my program that didnt work. 
>> 

>> So basically I went through the tmd file format (rewriting it in the 
>> process) and want to start again. I was wondering if there are any of 
>> you out there with code that I could have a look at featuring the 

>> creation of tmds. It would be a great help. 

>> 

>> Thanks a lot, 

>> Robert Swan 

>> rsl108@mdx.ac.uk 

>> http://www.netyaroze-europe.com/~middex2 

> 

> 

>Ok, I am gonna try to do this from memory, as I don't have my code on 
>this machine... 

> 

>First off, these are the data structures I use... they correspond to the 
>various parts of the TMD file structure 

> 

>#define u_long unsigned long 

>#define u_char unsigned char 


> 

>struct ObjectHeader { 

> 

> u_long *firstVertex; 

> u_long numberOfVertices; 
> u_long *firstNormal; 

> u_long numberOfNormals; 
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> u_long *firstPacket; 

> u_long numberOfPackets; 

> u_long scale; 

>}; 

> 

>struct GouraudTexturedTriangle {//this name is way too long... 
> 

> u_char wordsAfterConversion, wordsToFollow, flags, mode; 
> u_char u0, v0; 

> short clutPosition, 

> u_char ul, vl; 

> short textureBlock; 

> u_char u2, v2; 

> short emptyFiller; 

> short normal0Index, vertex0Index; 
> short normalliIndex, vertexlIndex; 
> short normal2Index, vertex2Index; 
>}; 

> 

>struct Vertex { 

> 

> short x, y, z, emptyFiller; 

>}; 

> 

>struct Normal { 

> 

> short x, y, Z, emptyFiller; 

>}; 

> 

> 

Հաաա 

> 


>so whenever you want to create 10 Gouraud Textured Triangles... 
> 

>ObjectHeader object; 

>Vertex vertices[30]; 

>Normal normals[30]; 

>GouraudTexturedTriangle packets[10]; 
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> 

>void createSomeTriangles () { 

> 

> object.firstVertex = (u_long *)vertices;//or &vertices[0]... whichever 
>you prefer 

> object.firstNormal = (u_long *)normals; 

> object.firstPacket = (u_long *)packets; 

> object .numberOfVertices = 30; 

> object .numberOfNormals = 30; 

> object .numberOfPackets = 10; 

> object.scale = 1; 

> 

> for (long i=0; i<10; i++) { 

> 

> GouraudTexturedTriangle &p = packet[i]; 

> 

> p.wordsAfterConversion = 0x09; //these are defaults for gt 

> triangles 

> p-wordsToFollow = 0x06; 

> p.flags = 0; 

> p.mode = 0x34; 

> 

> p.clutPosition = 0x7800; 

> //this represents a clut at [0,480] ... just below the 
> display 

> //ouffers if you are double buffered at 320x240 

> p.textureBlock = 0x85; 

> //this texture block represents 8-bit textures with the 
> bitmap 

> //starting on texture page 5 (at [320,0] of the frame 
> buffer) 

> // ... just to the right of the diplay buffers at 

> 320x240 

> 

> p.u0 = 0; p.v0 = 0; 
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p-ul = 0; p.vl = 255; 
p.u2 = 255; p.-v2 = 255; 
//cemember that the texture coords are relative to the 
top left of 
//the texture page you start on, hence these texture 
coordinates are 
//valid for a texture going from [320,0] to [575,255] 


p-normal0Index = (3*1i)+0; 
p.-normallIndex = (3%*i)+1; 
p.normal2Index = (3*i)+2; 
p-.vertex0Index = (3*1i)+0; 
p.vertexlIndex = (3%*i)+1; 
p.vertex2Index = (3*1i)+2; 
#define setPoint (point,xl,yl,z1) \ 

point.x = xl; \ 

point.y = yl; \ 

point.z = zl 


setPoint (normals[(3*i)+0], ; 
setPoint (normals[(3*i)+1], 0, 0, 4096); 
setPoint (normals[(3*i)+2], ե 


3*i)+0], 0, 0, 10051) 
Seiji Ty 100. 0. 10051)» 
3*i)+2], 0, 100, 10051): 


setPoint (vertices | ( 
setPoint (vertices | ( 
setPoint (vertices | ( 

re 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 


//1 can't member if the points go in CW or CCW order, 
but 
//it will be apparent when you execute 

} 

GsDOBJ2 junkObject; 

GsLinkObject4 (&junkObject, (u_long *)object, 0); 
> //all this does is set the wordsAfterConversion part of the 
> first 
>packet 
> //to be the number of similar packets to follow (those of the 
> same 
>type) 
> //so in this example, it would be set to 9 (or was it 10?... 
> its not 
>really 
> //important because this function does all the work :) 
> 
> return; 
>} 
> 


>At this point, all you need to do is to take the tmd field of any 

>GsDOBJ2 

>structure and point it object and everything should render fine. Whew. 

>If there are any errors I apologize, I just did thsi from memory and 

>don't 

>have any of my code or documentation at hand, so I might have messed up 

>a 

>type or something, but I think this is good enough to get you started. 

—-MESSAGE FILE 13779 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000660 


—-MESSAGE FILE 13780 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000661 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: "center" 

Date: Mon, 29 Jun 1998 21:27:05 GMT 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <6n90bb$51f1@scea> 

References: <35911bf4.80589781@news.scea.sony.com> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: News Xpress 2.01 
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I figured it out, "center" is the center of mass of the object, and rotation 
is not done about this point, but always about the origin (0,0,0). To make an 
object rotate around its center, and if its "center" is offset, you have to 
translate the whole object so that its center sits on (0,0,0). Then rotation 
will be correct (around the center) of the object. 


Jamin 


In article <35911bf4.80589781@news.scea.sony.com>, jaminl@psu.edu wrote: 
> Could someone tell me the significance of the "center" coords 
>of .rsd files? Is this center coord with respect to the object's own 
>coord system, and if so, why is it needed? Is rotation and scaling 
>done about this "center" or the origin of the object's coord system? 

> 

>Thanks, 

> 

>Jamin 

—-MESSAGE FILE 13780 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000661 


—--MESSAGE FILE 13781 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000662 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: "center" 

Date: Mon, 29 Jun 1998 21:31:41 GMT 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <6n90jv$51f£2@scea> 

References: <35911bf4.80589781@news.scea.sony.com> <6n90bbS$51f1@scea> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: News Xpress 2.01 


Ok, here's another problem. How to make an object rotate around separate 
pivot points once it is loaded into memory. For instance, if I load a rod 
object, and decide to push on one end, the pivot point is no longer in the 
center of the rod, but farther at the opposite edge. The question is *how* to 
rotate the object now, since I don't want it to go around the old pivot point 
(the center), but around the new pivot point. Is there a way to do this 
without having to alter the center of the object, which means changing every 
single polygon vertex?? 


Jamin 


In article <6n90bbS51f1@scea>, jaminl@psu.edu (Jamin Frederick) wrote: 
>I figured it out, "center" is the center of mass of the object, and rotation 


>is not done about this point, but always about the origin (0,0,0). To make an 
>object rotate around its center, and if its "center" is offset, you have to 
>translate the whole object so that its center sits on (0,0,0). Then rotation 
>will be correct (around the center) of the object. 

> 

> 

>Jamin 

> 

>In article <35911bf4.80589781@news.scea.sony.com>, jaminl@psu.edu wrote: 

>> Could someone tell me the significance of the "center" coords 


>>of .rsd files? Is this center coord with respect to the object's own 

>>coord system, and if so, why is it needed? Is rotation and scaling 

>>done about this "center" or the origin of the object's coord system? 

>> 

>>Thanks, 

>> 

>>Jamin 

—-MESSAGE FILE 13781 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000662 


—-MESSAGE FILE 13782 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000663 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: "center" 

Date: Mon, 29 Jun 1998 23:22:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <35981f6f.2562571@www.netyaroze-europe. com> 
References: <35911bf4.80589781@news.scea.sony.com> <6n90bb$51f1@scea> <6n90jv$51f2@s 
cea> 

NNTP-Posting-Host: th-eng09-182.pool.dircon.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 29 Jun 1998 21:31:41 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


>Ok, here's another problem. How to make an object rotate around separate 
>pivot points once it is loaded into memory. For instance, if I load a rod 
>object, and decide to push on one end, the pivot point is no longer in the 
>center of the rod, but farther at the opposite edge. The question is *how* to 
>rotate the object now, since I don't want it to go around the old pivot point 
>(the center), but around the new pivot point. Is there a way to do this 
>without having to alter the center of the object, which means changing every 
>single polygon vertex?? 


what you have to do is the equivalent of how rotations about any 
non-origin point are done. Usually you translate all points so that 
the center of rotation is now the origin, rotate, and then doa 
reverse translation. In the Yaroze system, I would - 


1) calculate the translation vector that would move the origin to the 
center of rotation (in effect, the x,y,z of the center of rotation) 


2) rotate the model by however much you want (this will be around the 
origin) 


3) rotate the translation vector from 1) with the same paramters as 2) 


4) calculate what translation vector would map the answer from 3) onto 
the original center of rotation (used in 1)) 


5) apply 4) to the whole model. 
this means you never have to alter the tmd strutcure and move 


individual vertices. it wont alter the origin for a model but does 
allow rotation around any point. 


I hope this is enough, I have somewhere got a routine for calculating 
rotations and stuff (I used it in revolution to get objects rotating 
around the ship so you could grab a 2d version of it from their). I1l 
have a look if youre still stuck 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 


-—-MESSAGE FILE 13782 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000663 


——MESSAGE FILE 13783 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000664 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: 30 Jun 1998 11:27:27 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Sender: thutton@TECH10 

Message-ID: <usoknellc.fsf@cybec.com.au> 

References: <354f8520.24963808@www.netyaroze-europe. com> 
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<35527A2E.72F907B4@home.com> <6n904uS4snl1l@scea> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


jaminl@psu.edu (Jamin Frederick) writes: 


In this code and others I've seen, it looks like the TMD coordinate system is 
the same as RSD coordinate system, i.e., 1000.0 TMD == 1000.0 RSD, etc. Now 
are the TMD coord numbers converted to fixed point (12-bit) when it is given 
to the playstation? I mean, do we have to mess around with fixed point at 
all, or do we just use the system of RSD and TMD (assuming they're the same), 
with vertices usually in the range of +-500.0 to +- 2000.0 or so? B/c there 
are only 3 integer bits for 12-bit fixed point, meaning you can only get at 
most 7.something? 


VVVVVVV VV 


I was under the impression that fixed-point is used only for the 
normals in a TMD file. Vertices are 16 bit ints. 


You also need to keep in mind that the coordinate space is 32 bit, but 
the viewing space is only 16 bit. ie. An object can sit anywhere 
between -2 billion and +2 billion (I assume, haven't tried it) but if 
the object is more than 32k away from the view point, you won't see 
it. 


That's a reason why you shouldn't make your models too big (I saw this 
was a question in your FAQ). 


Toby. 
—-MESSAGE FILE 13783 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000664 


——MESSAGE FILE 13784 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000665 

Path: chuka.playstation.co.uk!scea!hobbes 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: "center" 

Date: Tue, 30 Jun 1998 16:11:17 GMT 

Organization: SCEA News Server 

Lines: 56 

Message-ID: <6nb2735$5711@scea> 

References: <35911bf4.80589781@news.scea.sony.com> <6n90bbS$51f1@scea> <6n90jv$51f2@s 
cea> <35981f6f.2562571@www.netyaroze-europe. com> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: News Xpress 2.01 


So what you're basically doing is rotating the object as usual (the same 
amount you would want to go around the new pivot point) about the origin, 
rotating the distance vector of the origin and new pivot point, by the same 
amount, and applying that translation to the object? 


Jamin 


In article <35981f6f.2562571@www.netyaroze-europe.com>, rsl08@mdx.ac.uk 

(Robert Swan) wrote: 

>On Mon, 29 Jun 1998 21:31:41 GMT, jaminl@psu.edu (Jamin Frederick) 

>wrote: 

> 

>>Ok, here's another problem. How to make an object rotate around separate 
>>pivot points once it is loaded into memory. For instance, if I load a rod 
>>object, and decide to push on one end, the pivot point is no longer in the 
>>center of the rod, but farther at the opposite edge. The question is *how* to 
> 

>>rotate the object now, since I don't want it to go around the old pivot point 
>>(the center), but around the new pivot point. Is there a way to do this 
>>without having to alter the center of the object, which means changing every 
>>single polygon vertex?? 

> 
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>what you have to do is the equivalent of how rotations about any 
>non-origin point are done. Usually you translate all points so that 
>the center of rotation is now the origin, rotate, and then do a 
>reverse translation. In the Yaroze system, I would - 

> 

>1) calculate the translation vector that would move the origin to the 
>center of rotation (in effect, the x,y,z of the center of rotation) 

> 

>2) rotate the model by however much you want (this will be around the 
>origin) 

> 

>3) rotate the translation vector from 1) with the same paramters as 2) 
> 

>4) calculate what translation vector would map the answer from 3) onto 
>the original center of rotation (used in 1)) 

> 

>5) apply 4) to the whole model. 

> 

>this means you never have to alter the tmd strutcure and move 
>individual vertices. it wont alter the origin for a model but does 
>allow rotation around any point. 

> 

>I hope this is enough, I have somewhere got a routine for calculating 
>rotations and stuff (I used it in revolution to get objects rotating 


>around the ship so you could grab a 2d version of it from their). 111 
>have a look if youre still stuck 
> 


>Robert Swan 

>rsl08@mdx.ac.uk 

>http://www.netyaroze-europe.com/~middex2 

> 

—-MESSAGE FILE 13784 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000665 


--MESSAGE FILE 13785 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000666 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: "center" 

Date: Tue, 30 Jun 1998 16:51:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35991766.21448877@www.netyaroze-europe. com> 

References: <35911bf4.80589781@news.scea.sony.com> <6n90bbS$51f1@scea> <6n90jv$51f2@s 
cea> <35981f6f.2562571@www.netyaroze-europe.com> <6nb27j$5711@scea> 
NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 30 Jun 1998 16:11:17 GMT, jaminl@psu.edu (Jamin Frederick) 
wrote: 


> 

>So what you're basically doing is rotating the object as usual (the same 
>amount you would want to go around the new pivot point) about the origin, 
>rotating the distance vector of the origin and new pivot point, by the same 
>amount, and applying that translation to the object? 

> 

> 

>Jamin 


basically, yes. but im not known for short concise answers :) (or 
correct ones usually) 


Robert 
—-MESSAGE FILE 13785 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000666 


—-MESSAGE FILE 13786 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000667 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 


Net Yaroze newsgroups message dump.txt Page 9254 


From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: "center" 

Date: Tue, 30 Jun 1998 22:23:10 GMT 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <35996341.369809336@news.scea.sony.com> 

References: <35911bf4.80589781@news.scea.sony.com> <6n90bb$51f1@scea> <6n90jv$51f2@s 
cea> <35981f6f.2562571@www.netyaroze-europe.com> <6nb27jS5711@scea> <35991766.214488 
77@www.netyaroze-europe. com> 

NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: Forte Free Agent 1.11/32.235 


That's ok, I appreciate the descriptive reply, thanks. 


I thought of another way to do it as well, although it's probably not 
as straightforward. 


You could parent your object to a null object (no polygons, or at 
least very small ones), with the object offset from the origin of the 
null object. Then if you rotate the null object, you will get the 
result with the null obect origin being the pivot point. 


The tricky part is having to manage two coordinate systems, especially 
when you want to rotate your object around its own center again, and 
the translation that has to be done to get this scheme to work. 


Jamin 
On Tue, 30 Jun 1998 16:51:18 GMT, rsl08@mdx.ac.uk (Robert Swan) wrote: 


>On Tue, 30 Jun 1998 16:11:17 GMT, jaminl@psu.edu (Jamin Frederick) 

>wrote: 

> 

>> 

>>So what you're basically doing is rotating the object as usual (the same 
>>amount you would want to go around the new pivot point) about the origin, 
>>rotating the distance vector of the origin and new pivot point, by the same 
>>amount, and applying that translation to the object? 

>> 

>> 

>>Jamin 

> 

>basically, yes. but im not known for short concise answers :) (or 
>correct ones usually) 

> 

>Robert 


-—-MESSAGE FILE 13786 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000667 


—--MESSAGE FILE 13787 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000668 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: Tue, 30 Jun 1998 22:29:40 GMT 

Organization: SCEA News Server 

Lines: 46 

Message-ID: <359965bc.370444681@news.scea.sony.com> 

References: <354f8520.24963808@www.netyaroze-europe.com> <35527A2E.72F907B4@home.com 
> <6n904uS4snl@scea> <usoknellc.fsf@cybec.com.au> 

NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 30 Jun 1998 11:27:27 +1000, Toby Hutton <thutton@cybec.com.au> 
wrote: 


>jaminl@psu.edu (Jamin Frederick) writes: 
> 
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>> 
>> In this code and others I've seen, it looks like the TMD coordinate system is 
>> the same as RSD coordinate system, i.e., 1000.0 TMD == 1000.0 RSD, etc. Now 


>> are the TMD coord numbers converted to fixed point (12-bit) when it is given 
>> to the playstation? I mean, do we have to mess around with fixed point at 
>> all, or do we just use the system of RSD and TMD (assuming they're the same), 
>> with vertices usually in the range of +-500.0 to +- 2000.0 or so? B/c there 
>> are only 3 integer bits for 12-bit fixed point, meaning you can only get at 
>> most 7.something? 

> 

>I was under the impression that fixed-point is used only for the 

>normals in a TMD file. Vertices are 16 bit ints. 


> 
>You also need to keep in mind that the coordinate space is 32 bit, but 
>the viewing space is only 16 bit. ie. An object can sit anywhere 


>between -2 billion and +2 billion (I assume, haven't tried it) but if 
>the object is more than 32k away from the view point, you won't see 
>it. 


So if I have a model about 2000.0 wide, will that easily "blink out" 
when I get too far away from it, assuming it doesn't get too small to 
see? 


> 
>That's a reason why you shouldn't make your models too big (I saw this 
>was a question in your FAQ). 


Yea, thanks for the answer. I'm not sure if what I posted about being 
too small is correct, though. Is it true that a model will distort, 
or shrink, if it is rotated all the time? If the model is big enough, 
will this not matter?? 


Jamin 


—-MESSAGE FILE 13787 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000668 


--MESSAGE FILE 13788 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

003d_graphics/00000669 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: 01 Jul 1998 12:18:16 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Sender: thutton@TECH10 

Message-ID: <uiulidn6f.fsf@cybec.com.au> 

References: <354f8520.24963808@www.netyaroze-europe. com> 
<35527A2E.72F907B4@home.com> <6n904uS4snl@scea> 
<usoknellc.fsf@cybec.com.au> <359965bc.370444681@news.scea.sony.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


jaminl@psu.edu (Jamin Frederick) writes: 

>You also need to keep in mind that the coordinate space is 32 bit, but 
>the viewing space is only 16 bit. ie. An object can sit anywhere 
>between -2 billion and +2 billion (I assume, haven't tried it) but if 
>the object is more than 32k away from the view point, you won't see 
>it. 


So if I have a model about 2000.0 wide, will that easily "blink out" 
when I get too far away from it, assuming it doesn't get too small to 
see? 


VVVVVVV VV 
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Yeah, probably. But if you go and make your models all 16000 wide 
then you'll have real trouble. 


> 
>That's a reason why you shouldn't make your models too big (I saw this 
>was a question in your FAQ). 


Yea, thanks for the answer. I'm not sure if what I posted about being 
too small is correct, though. Is it true that a model will distort, 
or shrink, if it is rotated all the time? 


VVVVVVV 


Quite possibly, yes. Well, you shouldn't be compounding rotations of 


an object anyway (lst rule in 3D transformations). If something is 
spinning in space you should maintain a rotation value for each axis 
and increment or decrement that - then apply it to the object. You 


shouldn't rotate an object a small amount, then rotate the new object 
some more next frame, etc. That's when you compound your round-offs 
and get distortion. But it's hard to do it the wrong way on the 
Yaroze as the libraries are designed to be used the right way. If you 
were making your own runtime TMDs you may be able to do it the wrong 
way though, I suppose... 


Also, if you have really small models, like only 5 or 10 units across, 
then to see them the view point is going to have to be really close 
and then you get weird skewwy effects, slow down, textures all 
crappy... 


Toby. 
—-MESSAGE FILE 13788 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000669 


—-MESSAGE FILE 13789 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000670 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: Thu, 02 Jul 1998 03:57:47 GMT 

Organization: SCEA News Server 

Lines: 90 

Message-ID: <359b0284.176613649@news.scea.sony.com> 

References: <354f8520.24963808@www.netyaroze-europe.com> <35527A2E.72F907B4@home.com 
> <6n904uS4snl@scea> <usoknellc.fsf@cybec.com.au> <359965bc.370444681@news.scea.sony 
-com> <uiulid5n6f.fsf@cybec.com.au> 

NNTP-Posting-Host: 98M0022.dorm.gmu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


On 01 Jul 1998 12:18:16 +1000, Toby Hutton <thutton@cybec.com.au> 
wrote: 


>> 

>> So if I have a model about 2000.0 wide, will that easily "blink out" 
>> when I get too far away from it, assuming it doesn't get too small to 
>> see? 

> 

>Yeah, probably. But if you go and make your models all 16000 wide 
>then you'll have real trouble. 


> 

>> > 

>> >That's a reason why you shouldn't make your models too big (I saw this 
>> >was a question in your FAQ). 

>> 

>> Yea, thanks for the answer. I'm not sure if what I posted about being 
>> too small is correct, though. Is it true that a model will distort, 
>> or shrink, if it is rotated all the time? 

> 

>Quite possibly, yes. Well, you shouldn't be compounding rotations of 
>an object anyway (lst rule in 3D transformations). If something is 
>spinning in space you should maintain a rotation value for each axis 
>and increment or decrement that - then apply it to the object. You 


>shouldn't rotate an object a small amount, then rotate the new object 
>some more next frame, etc. That's when you compound your round-offs 
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>and get distortion. But it's hard to do it the wrong way on the 
>Yaroze as the libraries are designed to be used the right way. If you 
>were making your own runtime TMDs you may be able to do it the wrong 
>way though, I suppose... 

> 

so is this the "wrong way", as I have in my FAQ?: 


10) How do I rotate an object? 


First you have to know that all models rotate about the origin (0,0,0) 
of your 

model's coordinate system (do rsdform -v mymodel.rsd). This means 
that 

however your primitives are placed in your RSD, they will rotate 
around this 

point. So if the "center" of your model (representing the actual 
center of 

your model) is not (0,0,0), translate it there first before you rotate 
it. 


Assuming there is an initialized GSCOORDINATE2 Coord structure 
(belonging the 

object which I am rotating), and I want to rotate the object (RotX, 
RotyY, 

RotZ): 


MATRIX TempMatrix; 
SVECTOR RotVector; 


// this makes a vector 
RotVector.vx = RotxX; 
RotVector.vy RotyY; 
RotVector.vz RotZ; 


// this turns a vector into a matrix, so that I can multiply 
RotMatrix(&RotVector, &TempMatrix); 


// multiply original coord matrix by "rotation" matrix 
MulMatrix0(&Coord.coord, &TempMatrix, &Coord.coord) ; 


// object should be redrawn now since it changed 
Coord.flg = 0; 


Note: Rotation this way may distort your model if your model is not 
very 
large. 


This code just adjusts the model a little each frame, not keeping 
track of a rotation vector like you said. However, I haven't really 
noticed any distortiion in my model, that's why I thought it had to do 
with the size of it. 


I haven't figured out how to keep track of a rotation vector yet, 
since it seems like it gets screwed up once the model gets oriented in 
an arbitrary direction. 


>Also, if you have really small models, like only 5 or 10 units across, 
>then to see them the view point is going to have to be really close 
>and then you get weird skewwy effects, slow down, textures all 
>crappy... 

>—— 

>Toby. 


—-MESSAGE FILE 13789 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000670 


--MESSAGE FILE 13790 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000671 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 


Net Yaroze newsgroups message dump.txt Page 9258 


Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: Thu, 02 Jul 1998 10:22:57 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 77 

Message-ID: <359B5171.8BBDAB1C@scee.sony.co.uk> 

References: <354f8520.24963808@www.netyaroze-europe.com> <35527A2E.72F907B4@home.com 
> <6n904usS4snl@scea> <usoknellc.fsf@cybec.com.au> <359965bc.370444681@news.scea.sony 
-com> <uiuli5dn6éf.fsf@cybec.com.au> <359b0284.176613649@news.scea.sony.com> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jamin Frederick wrote: 
10) How do I rotate an object? 


First you have to know that all models rotate about the origin (0,0,0) of your 
model's coordinate system (do rsdform -v mymodel.rsd). This means that 
however your primitives are placed in your RSD, they will rotate around this 
point. So if the "center" of your model (representing the actual center of 
your model) is not (0,0,0), translate it there first before you rotate 

Et 


VVVVVVVVV 


Correct. Translation occurs AFTER rotation. 


From here on what you are doing is technically correct, but not used very often beca 
use 
of the distortion involved due to the cumulative error that builds up. 


The 'correct' way is to store a rotation vector (as an SVECTOR), then to use 
RotMatrix to turn that SVECTOR into a fullblown rotation matrix. 

Thus, if you want to rotate the object around the Y axis by 5 degree more, 
you just _add_ (5*360/4096) to the rotation vector's vy component. 


It might look something like this: 
GSCOORDINATE2 Coord; 

SVECTOR RotVector = ( 0, 0, 0 }; 
SVECTOR Position = ( 0, 0, O }; 


I want to rotate this object by 100 degrees around the Y, and move it to 
the position X=20, Y=30, Z= 50; 


MATRIX TempMatrix; 
SVECTOR RotVector; 


RotVector.vy = 100 * 360 / 4096; (4096 = 360 degrees) 


Position.vx = 20; 

Position.vy = 30; 

Position.vz = 50; 

RotMatrix(&RotVector, &Coord.coord) ; // Creates the rotation matrix. 
RotVector.coord.t[0] = Position.vx; // Fills in the Translation part of the rota 


tion matrix. 
RotVector.coord.t[1] 
RotVector.coord.t [2] 


Position.vy; 
Position.vz; 


// Let the system know that this matrix has 
changed. 
Coord.flg = 0; 


/* For your information, the Flg variable is used to indicate that the 'workm' matri 
x in the 

GSCOORDINATE2 is valid. The 'workm' matrix is identical to the 'coord' matrix for 
the top 

coordinate system in a heirarchical model, but in coordinate systems further down 
the tree 

it is the matrix you get when you multiply the '‘coord' matrix and all this GsCOOR 
DINATE2's 
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parent's coord matrices together - thus creating a matrix which will translate th 
is coord 

system's to WORLD coordinates. The flg variable is used to determine whether or n 
ot it 

should recalculate some or all these matrix multiplications (which is performed i 
nternally 

by the libraries), because if one matrix changes, all it's children must change t 
oo. */ 


// GsGetLs() will create the Local to Screen matrix. It also checks the flg 
variable and 
// rvrecalculates the product of the parent matrices if necessary. This means 


the 

// coordinate system hierarchy will contain the correct Local to World matri 
ces. 

// After the function call, TempMatrix will contain a matrix which will tran 
slate 


// this coordinate system to Screen coords. 
GsGetLs(&Coord, &TempMatrix) ; 


// GsSetLs() sets up the Local -> Screen matrix in the GTE. Any subsequent G 
sSortObject () 

// calls will use this matrix. 
GsSetLs (&TempMatrix) ; 


GsSortObject (my3Dobject...); 


This is all off the top of my head, so apologies if I've missed anything out. 


James_Russell@scee.sony.co.uk +44 (171) 447-1626 
Developer Support Engineer - Sony Computer Entertainment Europe 


Frank: Limbless man on a barbeque 
—-MESSAGE FILE 13790 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000671 


—-MESSAGE FILE 13791 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000672 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Newbie Wants to Do Something Seemingly Naughty 

Date: Thu, 02 Jul 1998 06:10:22 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <359B5C8D.FC8@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Is there any "official" way to directly set the WSMATRIX? (Without using 
GsSetView2?) 


I've poked around, RTFM, scanned the headers/sample-code, but it appears 
as though WSMATRIX is off-limits? 


Just for extra fun, the Yaroze Library Reference suggests I, "See Also: 
GsWSMATRIX()" which is nowhere to be found... (Part of the Yaroze 
cost-cutting I guess ;) 


This is my first post, so if I'm missing something blindingly obvious, 
feel free to let me have it. Otherwise thanks for the help! 


- Gerrit 
—-MESSAGE FILE 13791 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000672 
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--MESSAGE FILE 13792 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000673 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Newbie Wants to Do Something Seemingly Naughty 

Date: Thu, 02 Jul 1998 07:34:18 -0400 

Organization: SCEA News Server 

Lines: 9 
Message-ID: <359B7030. 6E33@funnytown. com> 
References: <359B5C8D.FC8@funnytown. com> 
NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Follow up question: 


Is there any way in Navigator to cancel an article you posted that makes 
you look silly? 


It's too early in the morning to concentrate on such subtle differences 
as "GsVIEW2" and "GsSRVIEW2"... 


- Gerrit 
-—-MESSAGE FILE 13792 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000673 


——MESSAGE FILE 13793 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000674 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Newbie Wants to Do Something Seemingly Naughty 

Date: Thu, 02 Jul 1998 15:32:27 GMT 

Organization: Reichardt Informatik AG 

Lines: 21 

Message-ID: <359ca4b3.32266196@news.reichardt.ch> 

References: <359B5C8D.FC8@funnytown.com> <359B7030.6E33@funnytown.com> 
NNTP-Posting-Host: empty176.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Thu, 02 Jul 1998 07:34:18 -0400, Gerrit Goossen 
<gerrit@funnytown.com> wrote: 


> Is there any way in Navigator to cancel an article you posted that makes 
> you look silly? 


On Usenet, this is usually possible (there is a cancel command). But I 
think Sony's newsservers don't support it. 


> It's too early in the morning to concentrate on such subtle differences 
> as "GsVIEW2" and "GSRVIEW2"... 


Tussman's Law: 
Nothing is as inevitable as a mistake whose time has come. 


Regards, 

Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 
"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 


—-MESSAGE FILE 13793 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000674 


—--MESSAGE FILE 13794 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000675 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: ANNOUNCE: RsdAnim v1.3 Released 

Date: 2 Jul 1998 16:32:04 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbda5d6$a76a7c40Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ok, you all know the drill by now.... 
RsdAnim v1.3 is on my WWW page as I write. 
Get it while it's hot.... 


Blah blah blah "TMD saving" blah blah "better 3DS Max Support" blah blah 
"better texture dialog" blah blah "new UV edit view" blah blah "improved 
MIMe generation" 

blah blah blah "loads more...." 


Craig. 


Craig Graham, Intelligent Research (Video Games) Ltd 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13794 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000675 


——MESSAGE FILE 13795 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

003d_graphics/00000676 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: 03 Jul 1998 11:27:48 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Sender: thutton@TECH10 

Message-ID: <uyaubbu5dn.fsf@cybec.com.au> 

References: <354f8520.24963808@www.netyaroze-europe. com> 
<35527A2E.72F907B4@home.com> <6n904uS4snl@scea> 
<usoknellc.fsf@cybec.com.au> <359965bc.370444681@news.scea.sony.com> 
<uiuli5n6f.fsf@cybec.com.au> <359b0284.176613649@news.scea.sony.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


You're doing it the way the libraries were meant to be used - which is 
the 'right' way. You're keeping a rotation vector and incrementing 
that, then applying it to the original model each time. 


To do it the 'wrong' way on the Yaroze you'd have to be fiddling with 
the internals of the TMD, which the default libraries don't provide 
for. 


Toby. 
—-MESSAGE FILE 13795 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000676 


--MESSAGE FILE 13796 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000677 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: 3 Jul 1998 07:31:21 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01lbda654$4e7201c0Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <354f8520.24963808@www.netyaroze-europe.com><35527A2E.72F907B4@home. com> 
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<6n904uS4snl@scea><usoknellc.fsf@cybec.com.au> <359965bc.370444681@news.scea.sony.c 
om><uiuli5dn6f.fsf@cybec.com.au> <359b0284.176613649@news.scea.sony.com> <uyaubbu5dn.f 
sf@cybec.com.au> 
NNTP-Posting-Host: d2-s41-144-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Toby Hutton <thutton@cybec.com.au> wrote in article 
<uyaubbu5n.fsf@cybec.com.au>... 

> You're doing it the way the libraries were meant to be used - which is 
the 'right' way. You're keeping a rotation vector and incrementing 
that, then applying it to the original model each time. 


To do it the 'wrong' way on the Yaroze you'd have to be fiddling with 
the internals of the TMD, which the default libraries don't provide 
for. 


VV NV V V V 


Your Honour, I would direct your attention to Item 1, the gteMIMefunc() 
call, 
which is intended for tickling the insides of TMD files. 


> Toby. 
Craig. 


-—-MESSAGE FILE 13796 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000677 


--MESSAGE FILE 13797 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000678 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RotMatrixBUG???? 

Date: 3 Jul 1998 13:18:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01bda686$31300120S4falf7c2@manolo> 

NNTP-Posting-Host: ip015.pool-06.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Why Rotmatrix function rotate the object on local Z,Y axes and on Daddy's X 
axe 


How we can rotate the object on his X local axe without using RotMatrixX 


—-MESSAGE FILE 13797 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000678 


——MESSAGE FILE 13798 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000679 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: "center" 

Date: Fri, 03 Jul 1998 19:17:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <359D2050.260F151B@ndirect.co.uk> 

References: <35911bf4.80589781@news.scea.sony.com> <6n90bbS51f1@scea> <6n90jv$51f2@s 
cea> <35981f6f.2562571@www.netyaroze-europe.com> <6nb27j$S5711@scea> <35991766.214488 
77@www.netyaroze-europe.com> <35996341.369809336@news.scea.sony.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 9263 


Jamin Frederick wrote: 
That's ok, I appreciate the descriptive reply, thanks. 


I thought of another way to do it as well, although it's probably not 
as straightforward. 


You could parent your object to a null object (no polygons, or at 
least very small ones), with the object offset from the origin of the 
null object. Then if you rotate the null object, you will get the 
result with the null obect origin being the pivot point. 


VVVVVVVV VV 


That's the way I'd go about it. These null objects are often known as "dummies". 


The tricky part is having to manage two coordinate systems, especially 
when you want to rotate your object around its own center again, and 
the translation that has to be done to get this scheme to work. 


V V V V 


It's not a problem to rotate the object around it's own center again, but I think 
I see what you're getting at. You now have 2 pivot points - the dummy being the 
master pivot. The problem should only arise if you need to "detach" the object 
from the dummy. 


Herbs 


—-MESSAGE FILE 13798 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000679 


——MESSAGE FILE 13799 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000680 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSD Anim - How to animate? 

Date: Fri, 03 Jul 1998 11:27:40 -0700 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <359D229C.7806099@sinclair.net> 

NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I'm probably missing something basic here, but... how do you create an 
animation with RSD Anim? I can do neat things with the model, move 
things around, texturize them, and stuff, but I can't figure out how to 
create an animation. Լ would think it would be something like: choose 
New Movement, Add Key Frame, change the model (by moving something, 
whatever), Add Key Frame, change the model, Add Key Frame, etc. But it 
doesn't work. 


As it is, the program is much better than RSDTool, but with the ability 
to animate, it would take on a whole new dimension (as would my game; 
people would actually run, not glide over the ground 8+{D ) 


>= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 
Arthur O'Shaughnessy 
—-MESSAGE FILE 13799 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


Net Yaroze newsgroups message dump.txt Page 9264 


3d_graphics/00000680 


——MESSAGE FILE 13800 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000681 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RotMatrixBUG???? 

Date: Sat, 04 Jul 1998 02:54:38 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 151 

Message-ID: <359D8B5E.54DE@mdx.ac.uk> 
References: <01bda686$31300120S4falf7c2@manolo> 
NNTP-Posting-Host: staff-dialup2.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Emanuele Diotallevi wrote: 


Why Rotmatrix function rotate the object on local 2,7 axes and on Daddy's X 
axe 


How we can rotate the object on his X local axe without using RotMatrixX 


VVVVVV 


Short answer: to both questions is probably, concatenate your existing 
object matrix with your new rotation matrix (don't ever reset the object 
matrix) but 'condition' it by calling the function AdjustCoordinate2 
below after concatenation in your rotateModel function 


Long answer below: sorry I'm in writing tutorials mode at the moment ¢ 


>Why Rotmatrix function rotate the object on local 2,7 axes and on Daddy's X 
>axe 


Probably you are just adding up the rotations around each axis and 
storing them in a rotation matrix rather than concatenating subsequent 
rotations into the object's matrix. I recommended this in my 3Dtutorial 
which was aimed at producing a driving game or other game based on 
rotations in the plane for which this works fine, and avoids your second 
problem below. 


However this scheme doesn't work when you rotate around more than one 
axis and causes the kind of problems you are finding. So an alternative 
method is to keep on concatenating all new rotations into your matrix 
(ie don't reset your matrix to the identity matrix when applying 
rotation) - which then causes your second problem. 


>How we can rotate the object on his X local axe without using RotMatrixX 


There was some discussion of this problem but it disappeared off the 
news; The problem with matrix concatenation is that precision errors 
accumulate and build up to produce scaling and shearing of your object. 
This happens very quickly for integer based matrices but also occurs for 
eventually for floating point matrices. 


Any row or column in the rotation matrix should always be a unit vector 
to avoid shearing or scaling. 
ie: 


Sqrt (x*xt+y*ytz*z) =1 


¿ and row or column vectors should be orthogonal (at 90 degrees) to each 
other - which you should see is clearly true for the identity matrix: 
100 

0 10 

001 

¿ and in fact rotation matrices. 
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A solution: 'condition' the matrix from time to time by normalising the 
matrix rows and columns, you can generally get away with normalising one 
row or column vector at a time. 


To normalise a vector you divide it's components by it's magnitude or 
length ie: 


Length= sqrt (x*x+y*y+z*z) 


And then 
x'=x/length, y'=y/length, z'=z/length 


Problem: the sqrt function is unacceptably slow so you need to use 
approximation methods or lookup tables. I used a lookup table of squared 
terms from 0-4096 which on normalising one vector a frame cost 1-2 
vsyncs and got rid of the problem, which is not bad but has the memory 
cost of the LUT. The best route seems to be to use a method from our 
Japanese friends which is a wicked example of serious games programming 
which appears to use mostly bit-shifting to work out the vector length 
and some scheme based on calculating subcomponents of the matrix 
discriminant. The example is from somewhere on the SCEI site ina 
directory called ROTATE, but the crucial functions (from module 
adjust.c) are listed below: 


/* 
Es-fAzOzA 
Programmed by Co 
Nazca SOFTWARE 1996-1997 
w Z 


#include <psx.h> 


//¿i¿3¿Kay> (¿Ox,y,Z¿àONE :5-1չէչ1) 
static long NormalScale(long x,long y,long 2) ( 
long nx,ny,nz,n; 


nx= (x+ (1<<8))>>9; 
ny=(y+(1<<8))>>9; 
nz=(z+(1<<8))>>9; 
n=(nx*nx+ny*ny+nz*nz+(1<<3))>>4; 
if (ոՀ (1<<26) ) { 


n*=10; n+=9<<26; n/=19; 

} else { 

n*=10; n+=11<<26; n/=21; 

} 

n= (n+ (1<<13))>>14; // if ('n) n=1; 


return n; 


} 


//eiei'@es-heloae3 
void AdjustCoordinate2 (GSCOORDINATE2 *coord) { 
MATRIX *mp=&coord->coord; 

long X,Y, 2,07 


#define ax mp->m[0] [0 
#define ay mp->m[0] [1 
#define az mp->m[0] [2 
#define bx mp->m[1] [0 
#define by mp->m[1][1 
#define bz mp->m[1] [2 
#define cx mp->m[2] [0 
#define cy mp->m[2][1 
#define cz mp->m[2] [2 
switch (PSDCNT$%3) | //avaZop"x Í-v'2;@ (¿>¿Y i f-¿  ñ1/3 R. À) 
case 0: 


x=by*cz-bz*cy; 

y=bz*cx-bx*cz; 

z=bx*cy-by*cx; 

n=NormalScale (x,y,z); x/=n; y/=n; z/=n; 

if(ax!=x || ay!=y || az!=z){ ax=x; ay=y; az=z; coord->flg=0; ) 


Page 9265 


Net Yaroze newsgroups message dump.txt Page 9266 


break; 
case 1: 
x=cy*az-cz*ay; 
y=cz*ax-cx*az; 
z=cx*ay-cy*ax; 
n=NormalScale (x,y,z); x/=n; y/=n; z/=n; 
if (bx!=x || by!=y || bz!=z){ bx=x; by=y; bz=z; coord->flg=0; } 
break; 
case 2: 
x=ay*bz-az*by; 
y=az*bx-ax*bz; 
Z=ax*by-ay*bx; 
n=NormalScale (x,y,z); x/=n; y/=n; z/=n; 
if(cx!=x || cy!=y || cz!=z){ cx=x; cy=y; cz=z; coord->flg=0; } 
break; 
} 
} 


To use this just comment out the #include statement, include the code in 
your program, and call AdjustCoordinate2 after applying your rotation. 


Does anybody want to give a detailed explanation of this function (Graig 
G) 27 


Peter. 
--MESSAGE FILE 13800 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000681 


——MESSAGE FILE 13801 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000682 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD Anim - How to animate? 

Date: Sun, 05 Jul 1998 16:11:25 -0700 

Organization: SCEA News Server 

Lines: 33 
Message-ID: <35A0081D.E439E8C4@sinclair.net> 
References: <359D229C.7806099@sinclair.net> 
NNTP-Posting-Host: dreamer.sincom.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


OK, I was told what was wrong, the menu options do not work, but some 
hidden buttons do - you have to either have your screen set up at at 
least 1024X768 resolution (rather high, IMO), or move all of the 
toolbars up as high as they will go to be able to see the working 
buttons for Add Keyframe and Replace Keyframe. 


Once you figure that out, it's real easy to use. Great tool! 
Joshua Meeds wrote: 


I'm probably missing something basic here, but... how do you create an 
animation with RSD Anim? I can do neat things with the model, move 
things around, texturize them, and stuff, but I can't figure out how to 
create an animation. Լ would think it would be something like: choose 
New Movement, Add Key Frame, change the model (by moving something, 
whatever), Add Key Frame, change the model, Add Key Frame, etc. But it 
doesn't work. 


As it is, the program is much better than RSDTool, but with the ability 
to animate, it would take on a whole new dimension (as would my game; 
people would actually run, not glide over the ground 8+{D ) 


VVVVVVVVVVV VV 


= Joshua Meeds 
Dreamwriter Dragon 
—=UDIC=- 
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We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 13801 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000682 


—--MESSAGE FILE 13802 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

003d_graphics/00000683 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: 06 Jul 1998 11:09:19 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Sender: thutton@TECH10 

Message-ID: <uww9raips.fsf@cybec.com.au> 

References: <354f8520.24963808@www.netyaroze-europe.com><35527A2E.72F907B4@home. com> 
<6n904uS4snl@scea><usoknellc.fsf@cybec.com.au> 
<359965bc.370444681@news.scea.sony.com><uiulid5dn6éf.fsf@cybec.com.au> 
<359b0284.176613649@news.scea.sony.com> <uyaubbu5n.fsf@cybec.com.au> 
<01bda654$4e7201c0Sf30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Craig Graham" <c_graham@hinge.mistral.co.uk> writes: 


Toby Hutton <thutton@cybec.com.au> wrote in article 
<uyaubbu5n.fsf@cybec.com.au>... 

You're doing it the way the libraries were meant to be used - which is 
the 'right' way. You're keeping a rotation vector and incrementing 
that, then applying it to the original model each time. 


To do it the 'wrong' way on the Yaroze you'd have to be fiddling with 
the internals of the TMD, which the default libraries don't provide 
for. 


VV VV V V V 


Your Honour, I would direct your attention to Item 1, the gteMIMefunc() 
call, 
which is intended for tickling the insides of TMD files. 


VVVVVVVVVVVVVV VV 


Oh, geez, I'm trying to lay it down simply and clearly and you have to 
go and mention that little function which few of us understand, let 
alone use. As I was posting I was thinking 'I hope Craig doesn't 
mention gteMIMefunc()...' 


Honestly, I don't know what gteMIMefunc() does, as I found the 
description in the green book cryptic. I'm no 3D wizard, only know 
the basics, I'll leave the hard stuff to you and RSDAnim. 


BTW, dl'ted 1.3 on the weekend, but haven't run it yet, as it's sitting 
on my BSD filesystem, inaccessable at the moment by Win 95. But 
before I even start I have a question: I have a Diamond Stealth 3D 
2000 card with the virge chip. I was running the provided drivers and 
then tried to install DirectX 5 from MS. It told me it didn't 
recognise my drivers or something and didn't appear to install 
properly. I'm damn sure that Direct3D won't be using the accellerated 
3D in the Virge - so, where can I get drivers and DirectX 5 for my 
card that won't complain, anyone? Would the latest drivers from 
www.s3.com plus fresh DirectX 5 install work properly? 


Toby. 
-—-MESSAGE FILE 13802 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000683 
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--MESSAGE FILE 13803 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000684 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD Anim - How to animate? 

Date: 6 Jul 1998 07:32:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <Olbda8af$fa87f840Sa6e4b8c3@Angelal.intelligent-—group.com> 
References: <359D229C.7806099@sinclair.net> <35A0081D.E439E8C4@sinclair.net> 
NNTP-Posting-Host: d3-s1-166-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Joshua Meeds <dreamer@sinclair.net> wrote in article 
<35A0081D.E439E8C4@sinclair.net>... 

> OK, I was told what was wrong, the menu options do not work, but some 
> hidden buttons do - you have to either have your screen set up at at 
> least 1024X768 resolution (rather high, IMO), or move all of the 


What? You mean eveyone doesn't have a huge monitor setup at 1280*1024? 


Craig. 

(who alway's forgets to check that his program looks ok on lo-res displays) 
—-MESSAGE FILE 13803 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000684 


—-MESSAGE FILE 13804 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000685 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: creation of tmds 

Date: 6 Jul 1998 07:39:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <Olbda8b0$eab3bc00Sa6e4b8c3@Angelal.intelligent-—group.com> 

References: <354f8520.24963808@www.netyaroze-europe.com><35527A2E.72F907B4@home. com> 
<6n904uS4snl@scea><usoknellc.fsf@cybec.com.au><359965bc.370444681@news.scea.sony.com 
><uiulid5néf.fsf@cybec.com.au><359b0284.176613649@news.scea.sony.com> <uyaubbu5n.fsf@ 
cybec.com.au><01bda654$4e7201c0Sf30b0a0a@Angelal.intelligent-—group.com> <uww9raips.f 
sf@cybec.com.au> 
NNTP-Posting-Host: d3-sl1-166-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Toby Hutton <thutton@cybec.com.au> wrote in article 
<uww9raips.fsf@cybec.com.au>... 

> Oh, geez, I'm trying to lay it down simply and clearly and you have to 
> go and mention that little function which few of us understand, let 

> alone use. As I was posting I was thinking 'I hope Craig doesn't 

> mention gteMIMefunc()...' 


It's nice to be known..... and feared ;) 


> Honestly, I don't know what gteMIMefunc() does, as I found the 
> description in the green book cryptic. I'm no 3D wizard, only know 
> the basics, I'll leave the hard stuff to you and RSDAnim. 


Fast addition of one array of SVECTORS to another array of SVECTORS. 
With a scaling factor. 


BTW, dl'ed 1.3 on the weekend, but haven't run it yet, as it's sitting 
on my BSD filesystem, inaccessable at the moment by Win 95. But 
before I even start I have a question: I have a Diamond Stealth 3D 
2000 card with the virge chip. I was running the provided drivers and 
then tried to install DirectX 5 from MS. It told me it didn't 
recognise my drivers or something and didn't appear to install 
properly. I'm damn sure that Direct3D won't be using the accellerated 


VV VV V V V 
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> 3D in the Virge - so, where can I get drivers and DirectX 5 for my 
> card that won't complain, anyone? Would the latest drivers from 
> www.s3.com plus fresh DirectX 5 install work properly? 


I use an S3 Virge card, and the Direct3D driver does actually support 
it's accelerated 3D. You get a much nicer display on a Virge than on 
normal software emulation (the transparency works on DX5 with the 
Virge driver, and not anywhere else). 


> Toby. 


Craig. 
—-MESSAGE FILE 13804 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000685 


——MESSAGE FILE 13805 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000686 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RotMatrixBUG???? 

Date: Mon, 06 Jul 1998 11:55:18 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 65 

Message-ID: <35A0AD16.42E3885E@scee.sony.co.uk> 
References: <01bda686$31300120S4falf7c2@manolo> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

To: Emanuele Diotallevi <g.mork@flashnet.it> 


Emanuele Diotallevi wrote: 


Why Rotmatrix function rotate the object on local Z,Y axes and on Daddy's X 
axe 


How we can rotate the object on his X local axe without using RotMatrixX 


V V V V V V 


When you call RotMatrix, it creates a single matrix based on the transformation 
of a rotation about Z, followed by a rotation about Y, followed by a rotation 
about X. 


This is what is causing the effect in your demo. What you wanted was a rotation 
about X followed by a Rotation about Y, which is _not_ what RotMatrix performs. 


There are two solutions. 


1) Create two matrices one using RotMatrixX() and one using RotMatrixY(), then multi 
ply 

the result together to calculate RotMatrixY() * RotMatrixX(). 

This is easier to understand, but slower than: 


2) Create your own "My_RotMatrix()" function which creates the matrix for you. 
All you have to do is multiply the the standard Y rotation by the standard X matrix 
and plug in the appropriate values. This matrix is (according to the Yaroze manuals) 


cy = cos(y_rotation angle), cx = cos(x_rotation angle), sy = sin(y_rotation angle), 
etc 

[cy 0 -sy] [1 O 0] 

լ0 1 0] * [0 cx -sx] 

[sy 0 cy] [O sx cx] 

which equals (by my calculation) (and I haven't done matrix multiplication by hand i 
n 


about 4 years :) 


[cy -sy*sx -sy*cx] 
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[0 cx —sx ] 
[sy cy*sx cy*cx] 


So your function is basically going to look like: 


void MyRotMatrixXY(SVECTOR *rotation, MATRIX *m) { 


sx = sin(rotation->vx); // These sin/cos values are between 0 and 4096 
cx = cos (rotation->vx) ; 

sy = sin(rotation->vy) ; 

cy = cos(rotation->vy) ; 

m->m[0] [0] = cy; m->m[0] [1] Հ -sy*sx; m->m[0][2] = -sy *cx; 
m->m[1] [0] = 0; m->m[1] [1] = -cx; m->m[0] [2] = -sx; 
m->m[2] [0] = sy; m->m[2] [1] Հ cy*sx; m->m[2][2] = cy *cx; 


This, of course, doesn't do any rotation about the Z, but you can see how I've 
done Y and X, so it's easy to add in the Z one too. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


If at first you don't succeed, skydiving isn't for you. 
—-MESSAGE FILE 13805 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000686 


—-MESSAGE FILE 13806 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000687 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RsdAnim v1.3 Released 

Date: 6 Jul 1998 10:51:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbda8cbS$cba29820Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <Olbda5d6Sa76a7c40Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 
X-Newsreader: Microsoft Internet News 4.70.1155 


Oh yeah - and did I mention that I'd put a simple playstation 
model animation library on my page now as well? You need 
it to actually use RsdAnim generated animations.... 


Craig. 
—-MESSAGE FILE 13806 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000687 


--MESSAGE FILE 13807 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000688 

Path: chuka.playstation.co.uk!news 

From: Xavi <javier0003@mundivia.es> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: "center" 

Date: Tue, 07 Jul 1998 03:18:21 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35A1775D.7851@mundivia.es> 

References: <35911bf4.80589781@news.scea.sony.com> <6n90bbS51f1@scea> <6n90jv$51f2@s 
cea> 

Reply-To: javier0003@mundivia.es 

NNTP-Posting-Host: info19555181210.mundivia.es 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Winl6; I) 


Check the matrix tutorial on my page, 
( Hierarchical Transformations section ) 


http://www.netyaroze-europe.com/~javier/ 
Jamin Frederick wrote: 


Ok, here's another problem. How to make an object rotate around separate 

pivot points once it is loaded into memory. For instance, if I load a rod 

object, and decide to push on one end, the pivot point is no longer in the 

center of the rod, but farther at the opposite edge. The question is *how* to 
rotate the object now, since I don't want it to go around the old pivot point 

(the center), but around the new pivot point. Is there a way to do this 

without having to alter the center of the object, which means changing every 
single polygon vertex?? 

-—-MESSAGE FILE 13807 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000688 


VVVVVVV VV 


——MESSAGE FILE 13808 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000689 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Tue, 07 Jul 1998 02:31:43 GMT 

Organization: SCEA News Server 

Lines: 66 

Message-ID: <35a1842a.902603362@news.scea.sony.com> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> 
NNTP-Posting-Host: 204.240.38.127 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 04 Jul 1998 02:54:38 +0100, Peter Passmore 
<p.passmore@mdx.ac.uk> wrote: 


>There was some discussion of this problem but it disappeared off the 
>news; The problem with matrix concatenation is that precision errors 
>accumulate and build up to produce scaling and shearing of your object. 
>This happens very quickly for integer based matrices but also occurs for 
>eventually for floating point matrices. 

> 

>Any row or column in the rotation matrix should always be a unit vector 
>to avoid shearing or scaling. 

>ie: 

> 

>Sqrt (x*xty*yt+z*z) ՀԼ 

> 

>¿ and row or column vectors should be orthogonal (at 90 degrees) to each 
>other - which you should see is clearly true for the identity matrix: 

>1 0 0 

»0 1 O 

»0 01 

>¿ and in fact rotation matrices. 

> 


Does normalizing the row and column vectors afterwords automatically 
ensure that the error is corrected? 


>A solution: 'condition' the matrix from time to time 


Does this have to be done every single time you multiply the matrices? 


>by normalising the 

>matrix rows and columns, you can generally get away with normalising one 
>row or column vector at a time. 

> 

>To normalise a vector you divide it's components by it's magnitude or 
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>length ie: 


> 

>Length= sqrt (x*x+ty*yt+z*z) 

> 

>And then 

>x'=x/length, y'=y/length,z'=z/length 
> 


Ok, is this what you're saying?: 


1) Concatenate (multiply) rotation matrix (taken from a rotation 
vector, called TempMatrix) by the coord matrix, overwriting the result 
into the coord matrix: 


// NOTE: the object is rotated (original position is lost), but 
results in distortion 
MulMatrix0(&Coord.coord, &TempMatrix, &Coord.coord) ; 


2) Adjust the coord matrix: 


// NOTE: this corrects the model's error 
AdjustCoordinate2 (Coord.coord) ; 


Even if this is the case, why is it true that "normalizing" the row 
and column vectors reduce error? Does this somehow fix most of the 
error due to the multiplication? 


—-MESSAGE FILE 13808 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000689 


—-MESSAGE FILE 13809 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000690 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Vectors and Matrices Mini Tutorial 

Date: Tue, 07 Jul 1998 18:32:47 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 20 
Message-ID: <35A25BBF.F272A126@scee.sony.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I've written a Vectors/Matrices mini tutorial available at: 
http://www.netyaroze-europe.com/~jruss1/ 


It covers some of the PSX library functions and what they do. 
There's some more stuff on vectors and matrices at: 


http://www.netyaroze-europe.com/~javier/ 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
"Die young, stay pretty" - D.Harry 

"Drink Pepsi" - M.Jackson 


--MESSAGE FILE 13809 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000690 
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--MESSAGE FILE 13810 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000691 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RotMatrixBUG???? 

Date: Tue, 07 Jul 1998 21:54:57 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 113 

Message-ID: <35A28B21.2242@mdx.ac.uk> 


References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35al1842a. 


902603362@news.scea.sony.com> 
NNTP-Posting-Host: staff-dialup4.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Hi, 


I don't know whether James and I answered Emmanuele's question above - 
maybe he should post his rotate function so we can see what the problem 
is. 


Firstly note that scaling factors are specified along the diagonal of 
the matrix 

sx 0 0 

0 sy 0 

0 0 sz 

and all օք x, y or 2 rotations have some term which falls along this 
diagonal so it's not surprising that scaling side effects occur when the 
matrix gets out of shape. 


>Does normalizing the row and column vectors afterwords automatically 
>ensure that the error is corrected? 


Corrected is too strong a word, ‘avoids scaling problems' appears to be 
the case. This approach must result in some error somewhere, probably 
the new direction of the model is not exactly correct as specified by 
your amount of rotation. However this is usually unnoticable in play 
because your object can still move correctly in the direction it's 
pointing and I haven't seen a problem with it yet. A likely problem is 
lack of exact reverseability, ie: if you did a long series of rotations 
and then tried to reverse them you may not get back to the exact 
original orientation. 


Also it's rather curious the method works as it doesn't address the 
orthogonality condition and doesn't deal with the matrix as a whole 
entity which is what you would like it to do. There are bound to be 
conditions where the scheme causes problems but as the typical error is 
low (eg: length of a vector is 1 or 2 units out from 4096) it doesn't 
seem to cause trouble until the error accumulates. 


Anyway note that the Japanese solution works on submatrices of the 
matrix. 


>>A solution: 'condition' the matrix from time to time 

>Does this have to be done every single time you multiply the matrices? 
In practice you can usually get away with normalising one row or column 
per rotation on the Yaroze, floating point systems can get away with 


doing it less often. 


>>by normalising the 


>>matrix rows and columns, you can generally get away with normalising one 


>>row or column vector at a time. 

>> 

>>To normalise a vector you divide it's components by it's magnitude or 
>>length ie: 

>> 

>>Length= sqrt (x*x+y*y+z*z) 

>> 
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>>And then 
>>x'=x/length, y'=y/length, z'=z/length 
>> 


>Ok, is this what you're saying?: 


>1) Concatenate (multiply) rotation matrix (taken from a rotation 
>vector, called TempMatrix) by the coord matrix, overwriting the result 
>into the coord matrix: 


>// NOTE: the object is rotated (original position is lost), but 
>results in distortion 
>MulMatrix0 (&Coord.coord, &TempMatrix, &Coord.coord) ; 


Yes. This is the body of a rotate function that uses it. 


MATRIX matTmp; 

SVECTOR svRotate; 

// This is the vector describing the rotation 

svRotate.vx = nRX; 

svRotate.vy = nRY; 

svRotate.vz Հ nRZ; 

// RotMatrix sets up the matrix coefficients for rotation 
RotMatrix(&svRotate, &matTmp); 

// Concatenate the existing object's matrix with the rotation matrix 
MulMatrix0(&gsObjectCoord->coord, &matTmp, &gsObjectCoord->coord) ; 
//Condition matrx 

AdjustCoordinate2 (gsObjectCoord) ; 

// set flag to redraw object 

gsObjectCoord->flg = 0; 


>// NOTE: this corrects the model's error 
>AdjustCoordinate2 (Coord.coord) ; 


It worth noting it's not the model that becomes distorted but it's 
transformation matrix. (ie: you could have special solutions in 
particular games, if the model has to go through a particular point at 
a particular orientation you could detect when it reaches that point and 
start it off again with a fresh matrix with the right angles for that 
point). 


It's also worth noting that the effect of applying the rotation matrix 
doesn't happen in the rotate function but when the models vertices are 
recalculated, by which time the matrix is conditioned. 


(Also this problem should not be confused with apparent 'wobbling' of 
the model which occurs on rotation with the error increasing as a 
function of distance from the origin, when the camera has it's super 
coordinate system as the model.) 


>Even if this is the case, why is it true that "normalizing" the row 
>and column vectors reduce error? Does this somehow fix most of the 
>error due to the multiplication? 


See comments above. 


Peter. 
—-MESSAGE FILE 13810 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000691 


--MESSAGE FILE 13811 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000692 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Wed, 08 Jul 1998 03:28:55 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <35a2e6c8.59132342@news.scea.sony.com> 

References: <35A25BBF.F272A126@scee.sony.co.uk> 
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NNTP-Posting-Host: client-120-23.bellatlantic.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


>I've written a Vectors/Matrices mini tutorial available at: 
> 


>http://www.netyaroze-europe.com/~jruss1/ 


Thank you, I am just finishing my first book on games programming, 
and I was starting to feel pretty smart and cocky until you and Peter 
Passmore starting discussing the ins and outs of accurate and 
efficient TMD scaling and rotation. Very humbling... [BG] 


-Matt 


--MESSAGE FILE 13811 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000692 


——MESSAGE FILE 13812 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000693 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Wed, 08 Jul 1998 11:28:15 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <35A349BF.1C739D7D@scee.sony.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35a2e6c8.59132342@news.scea.sony.co 
m> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Matthew Hulett wrote: 


>I've written a Vectors/Matrices mini tutorial available at: 
> 


>http://www.netyaroze-europe.com/~jruss1/ 


Thank you, I am just finishing my first book on games programming, 
and I was starting to feel pretty smart and cocky until you and Peter 
Passmore starting discussing the ins and outs of accurate and 
efficient TMD scaling and rotation. Very humbling... [BG] 


VVVVVVV VV 


Not as humbled as I was when I discovered this morning that all the matrices 
in my tutorial were transposed. :0) It's fixed now. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Why do elephants have big ears? Because Noddy won't pay the ransom. 
—-MESSAGE FILE 13812 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000693 


——MESSAGE FILE 13813 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000694 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Thu, 09 Jul 1998 02:32:33 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35a427fd.88736196@news.scea.sony.com> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> 
NNTP-Posting-Host: 98M0022.dorm.gmu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 
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I'm still a little confused. Why do all the matrix multiplication 
correcting with the "incremental" approach (what Peter was talking 
about) when you can just store the current rotation vector (where 
(a,b,c) represents the model a, b,and c degrees from its local x, y, 
and z axes respectively thus far) and make a "consummate" matrix from 
the (a,b,c) vector and RotMatrix, which gets put in the 
GsCOORDINATE2.coord matrix -- resulting in the proper orientation of 
the model (since the model is in the original orientation if the coord 
matrix is the identity matrix, and changing the coord matrix into a 
different matrix effectively changes its orientation)? 


Now what do I have to do if I have a button for each rotation 
direction, positive and negative around each axis, and i want to 
rotate the object arbitrarily without using the "incremental" method? 
Apparently I can't just increment/decrement the numbers in the (a,b,c) 
vector when I push the corresponding buttons. What else has to be 
done? Where do I have to worry about order of rotations? Sorry if I'm 
asking the same questions! 


Jamin 


—-MESSAGE FILE 13813 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000694 


——MESSAGE FILE 13814 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000695 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Thu, 09 Jul 1998 02:35:42 GMT 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <35a42c22.89797019@news.scea.sony.com> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35a2e6c8.59132342@news.scea.sony.co 
m> <35A349BF.1C739D7D@scee.sony.co.uk> 

NNTP-Posting-Host: 98M0022.dorm.gmu.edu 

X-Newsreader: Forte Free Agent 1.11/32.235 


But isn't rotation around Z supposed to be (assuming theta goes from X 
to Y): 


cos(t)  -sin(t) 0 
sin(t) cos(t) 0 
0 0 1 


You still have: 


cos(t) sin(t) 0 
-sin(t) cos(t) 0 
0 0 1 
Jamin 


On Wed, 08 Jul 1998 11:28:15 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Matthew Hulett wrote: 


>> 

>> >I've written a Vectors/Matrices mini tutorial available at: 
>> > 

>> >http://www.netyaroze-europe.com/~jruss1/ 

>> 


>> Thank you, I am just finishing my first book on games programming, 
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>> and I was starting to feel pretty smart and cocky until you and Peter 
>> Passmore starting discussing the ins and outs of accurate and 


>> efficient TMD scaling and rotation. Very humbling... [BG] 

> 

>Not as humbled as I was when I discovered this morning that all the matrices 
>in my tutorial were transposed. :0) It's fixed now. 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

>== Developer Support Engineer - Sony Computer Entertainment Europe 

> 


>Why do elephants have Dbig ears? Because Noddy won't pay the ransom. 


--MESSAGE FILE 13814 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000695 


—-MESSAGE FILE 13815 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000696 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Thu, 09 Jul 1998 08:20:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35A46F21.2A41@mdx.ac.uk> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> 

NNTP-Posting-Host: staff-dialupl.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


>I'm still a little confused. Why do all the matrix multiplication 
>correcting with the "incremental" approach (what Peter was talking 
>about) when you can just store the current rotation vector (where 
>(a,b,c) represents the model a, b,and c degrees from its local x, y, 
>and z axes respectively thus far) and make a "consummate" matrix from 
>the (a,b,c) vector and RotMatrix, which gets put in the 
>GsSCOORDINATE2.coord matrix -- resulting in the proper orientation օք 
>the model (since the model is in the original orientation if the coord 
>matrix is the identity matrix, and changing the coord matrix into a 
>different matrix effectively changes its orientation)? 


The problem if you rotate around more than one axis is that _order 
counts_ eg: if you rotated around each axis in this order: rotateX (90) 
rotateY (90) rotateZ(90), you end up at adifferent orientation than if 
you did: rotateZ(90), rotateY(90), rotateX (90) - which is the point 
that James is addressing. Just storing the vector does not store the 
order and depending on your sequence of rotations you can end up with 
the situation that Emmanele describes as his first problem, the object 
does not rotate around it's own axes. 


If you keep on concatenating the new rotations into the the object's 
matrix the order is automatically encoded in the matrix - which solves 
the problem but leads to the matrix distortion previously discussed. 


>Now what do I have to do if I have a button for each rotation 
>direction, positive and negative around each axis, and i want to 
>rotate the object arbitrarily without using the "incremental" method? 
>Apparently I can't just increment/decrement the numbers in the (a,b,c) 
>vector when I push the corresponding buttons. 

Is it a problem to just rotate by small amounts each press? 


> Sorry if I'm 
>asking the same questions! 


Questions are not a problem, it's answers. 


BTW there is a nice tutorial about quaternions at http://gamasutra.com. 
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(Quaternions are what you get into when you discover matrices have too 
many problems.) In passing the article mentions that a standard 
technique for sorting out distorted matrices called the Gram-Schmidt 
algorithm, which may be what the Japanese method is based on. 


Peter 
—-MESSAGE FILE 13815 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000696 


——MESSAGE FILE 13816 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000697 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Thu, 09 Jul 1998 09:35:34 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 42 

Message-ID: <35A480D6.FA1F21A@scee.sony.co.uk> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jamin Frederick wrote: 


I'm still a little confused. Why do all the matrix multiplication 
correcting with the "incremental" approach (what Peter was talking 
about) when you can just store the current rotation vector (where 
(a,b,c) represents the model a, b,and c degrees from its local x, y, 
and z axes respectively thus far) and make a "consummate" matrix from 
the (a,b,c) vector and RotMatrix, which gets put in the 
GsSCOORDINATE2.coord matrix -- resulting in the proper orientation of 
the model (since the model is in the original orientation if the coord 
matrix is the identity matrix, and changing the coord matrix into a 
different matrix effectively changes its orientation)? 


VVVVVVVVV VV 


That is indeed what most people do, because it's very simple to understand. 
However, RotMatrix has two drawbacks: 


1) The order of the rotations is fixed. It rotates about the Z first, then 

the Y, then the X, which isn't always what you want, but suits most people. 

2) It's slower than some other methods. RotMatrix builds a 3x3 matrix from 
scratch every time you call it, but if you know that only some parts have 
changed, then writing a custom function to fiddle with a subset of the matrix 
can be faster. However, that brings on a couple of extra problems, like 
cumulative error correction and so forth, which is what Peter was talking about. 


Now what do I have to do if I have a button for each rotation 
direction, positive and negative around each axis, and i want to 
rotate the object arbitrarily without using the "incremental" method? 
Apparently I can't just increment/decrement the numbers in the (a,b,c) 
vector when I push the corresponding buttons. 


V V V V V 


No, that's fine. If you want to rotate your object 40 degrees MORE about the Z axis, 
then just add 40*4096/360 to 'c'. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A diagnostic is someone who doesn't know if there are two Gods. 
—-MESSAGE FILE 13816 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000697 
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——MESSAGE FILE 13817 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000698 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Thu, 09 Jul 1998 09:46:00 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 46 

Message-ID: <35A48348.930D42AF@scee.sony.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35a2e6c8.59132342@news.scea.sony.co 
m> <35A349BF.1C739D7D@scee.sony.co.uk> <35a42c22.89797019@news.scea.sony.com> 
NNTP-Posting-Host: camfw0l1.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jamin Frederick wrote: 


> 
> But isn't rotation around Z supposed to be (assuming theta goes from X 
> to Y): 

> 

> cos(t) -sin(t) 0 

> sin(t) cos(t) 0 

> 0 0 1 

> 

> You still have: 

> 

> cos(t) sin(t) 0 

> -sin(t) cos(t) 0 

> 0 0 1 


They are both correct! It all depends on which side you are multiplying your 3D vect 
or from. 

Call your matrix (the top one) A, and my matrix (the bottom one) B, and the vector w 
e're multiplying 

by C. 


Assuming C is a 3x1 vector (3 down, 1 across), then A*C will give you another 3x1 ve 
ctor which is 
the rotation about the Z axis. 


But assuming C is a 1x3 vector(3 across, 1 down), then C*B will give you another 1x3 
which is ALSO 
the rotation about the Z axis! 


In the first version of my tutorial I accidentally mixed both cases, multiplying the 
vector on the 

_right_ of the matrix while having matrices which were designed to be multiplied wit 
h the vector on 

the _left_. Now all the matrices in my tutorial are designed to be multiplied by a v 
ector on the 

left, which is the most common way I've seen in graphics books. 


If you have a matrix which was designed to be multiplied from the right and you want 
to turn it into 
a matrix which can be multiplied from the left (or vice versa), then all you have to 
do is 'flip' 

the matrix about the diagonal line running from top left to bottom right (Pedant not 
e: this only 

works for some matrices, but will work for the standard rotation, scaling and transl 
ation matrices 

we know and love). And we can see that matrix A is just matrix B 'flipped', and vice 
versa. 


Cheers, 


James 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A diagnostic is someone who doesn't know if there are two Gods. 
—-MESSAGE FILE 13817 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000698 


—--MESSAGE FILE 13818 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000699 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Thu, 09 Jul 1998 10:39:44 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <35A48FE0.39F7744E@scee.sony.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35a2e6c8.59132342@news.scea.sony.co 
m> <35A349BF.1C739D7D@scee.sony.co.uk> <35a42c22.89797019@news.scea.sony.com> <35A48 
348 .930D42AF@scee.sony.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


> Jamin Frederick wrote: 

>> 

> > But isn't rotation around Z supposed to be (assuming theta goes from X 
> > to Y): 

>> 

> > cos(t) -տւո(ե) 0 

> > sin(t) cos(t) 0 

>> 0 0 1 

>> 

> > You still have: 

>> 

> > cos(t) sin(t) 0 

> > -sin(t) cos(t) 0 

>> 0 0 1 

Another thing I forgot - you might be assuming a different direction of rotation. If 


multiplied with 

the vector on the left, the lower matrix is an anti-clockwise rotation, while the up 
per matrix is a 

clockwise rotation, because: 


cos(-t) = cos(t) 

and 

sin(-t) = -sin(t) 

So once again, both are correct - I should have clarified in the tutorial that the m 


atrices I 
specified were anti-clockwise. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A diagnostic is someone who doesn't know if there are two Gods. 
—-MESSAGE FILE 13818 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000699 


—-MESSAGE FILE 13819 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000700 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Thu, 09 Jul 1998 20:14:14 GMT 

Organization: SCEA News Server 

Lines: 69 

Message-ID: <35a5230a.92033316@news.scea.sony.com> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35a2e6c8.59132342@news.scea.sony.co 
m> <35A349BF.1C739D7D@scee.sony.co.uk> <35a42c22.89797019@news.scea.sony.com> <35A48 
348 .930D42AF@scee.sony.co.uk> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 09 Jul 1998 09:46:00 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Jamin Frederick wrote: 

>> 

>> But isn't rotation around Z supposed to be (assuming theta goes from X 
>> to Y): 


>> 

>> cos (Է) -sin(t) 0 
>> sin(t) cos(t) 0 
>> 0 0 1 
>> 

>> You still have: 
>> 

>> cos (է) sin(t) 0 
>> -sin(t) cos(t) 0 
>> 0 0 1 
> 


>They are both correct! It all depends on which side you are multiplying your 3D vec 
tor from. 

>Call your matrix (the top one) A, and my matrix (the bottom one) B, and the vector 
we're multiplying 

>by C. 

> 

>Assuming C is a 3x1 vector (3 down, 1 across), then A*C will give you another 3x1 v 
ector which is 

>the rotation about the Z axis. 

> 

>But assuming C is a 1x3 vector(3 across, 1 down), then C*B will give you another 1x 
3 which is ALSO 

>the rotation about the Z axis! 


Proof: 

abc x ax + by + cz 

def * y = dx + ey + fz 

g h i z gx + hy + iz 
a dg 

xyz * beh = ax + by + cz dx + ey + fz gx + hy + iz 
Gf L 

> 

> 


>In the first version of my tutorial I accidentally mixed both cases, multiplying th 
e vector on the 

>_right_ of the matrix while having matrices which were designed to be multiplied wi 
th the vector on 

>the _left_. Now all the matrices in my tutorial are designed to be multiplied by a 

vector on the 

>left, which is the most common way I've seen in graphics books. 

> 

>If you have a matrix which was designed to be multiplied from the right and you wan 
t to turn it into 

>a matrix which can be multiplied from the left (or vice versa), then all you have t 
o do is 'flip' 
>the matrix about the diagonal line running from top left to bottom right (Pedant no 
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te: this only 

>works for some matrices, but will work for the standard rotation, scaling and trans 
lation matrices 

>we know and love). 


By the proof, it looks like it should work for any arbitrary matrix. 


Jamin 


>And we can see that matrix A is just matrix B 'flipped', and vice versa. 
> 


>Cheers, 

> 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>A diagnostic is someone who doesn't know if there are two Gods. 


—-MESSAGE FILE 13819 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000700 


——MESSAGE FILE 13820 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000701 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Thu, 09 Jul 1998 20:38:16 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35a528d3.93514378@news.scea.sony.com> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> <35A46F21.2A41@mdx.ac.uk> 

NNTP-Posting-—Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


> 

>>Now what do I have to do if I have a button for each rotation 
>>direction, positive and negative around each axis, and i want to 
>>rotate the object arbitrarily without using the "incremental" method? 
>>Apparently I can't just increment/decrement the numbers in the (a,b,c) 
>>vector when I push the corresponding buttons. 


> 

>Is it a problem to just rotate by small amounts each press? 

> 

No, that's how I was doing it -- I would get the new change in 
rotation angles input by the user and apply this vector (after 
matricising it) to the coord matrix -- and i didn't even notice 


distortion. But I was under the impression that everyone was using 
the "consummate" start-—from-scratch method of RotMatrix with the angle 
vector. I haven't got it to work with the way given above, though. 
Once I rotate the model around one axis, following rotations are 
screwed up, like the original posted problem, I guess. 


Jamin 


—-MESSAGE FILE 13820 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000701 


——MESSAGE FILE 13821 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000702 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: RotMatrixBUG???? 

Date: Thu, 09 Jul 1998 20:44:21 GMT 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <35a52a58.93903711@news.scea.sony.com> 

References: <01bda686$31300120S$4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> <35A480D6.FA1F21A@scee.sony.co.uk> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 09 Jul 1998 09:35:34 +0100, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>> Now what do I have to do if I have a button for each rotation 

>> direction, positive and negative around each axis, and i want to 

>> rotate the object arbitrarily without using the "incremental" method? 

>> Apparently I can't just increment/decrement the numbers in the (a,b,c) 

>> vector when I push the corresponding buttons. 

> 

>No, that's fine. If you want to rotate your object 40 degrees MORE about the Z axis 


>then just add 40*4096/360 to 'Շ'. 
> 


But this is the problem. It works at first, when still in the 
original orientation, but gets screwed up when I change the 
orientation of the model in X or Y directions, like the original post. 
i.e., adding an amount t to the current angle c no longer has the same 
effect when the model is tilted away (??). 


Jamin 

>Cheers, 

> 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>A diagnostic is someone who doesn't know if there are two Gods. 


--MESSAGE FILE 13821 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000702 


——MESSAGE FILE 13822 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000703 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Thu, 09 Jul 1998 21:23:38 GMT 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <35a52d2d.94628579@news.scea.sony.com> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> <35A46F21.2A41@mdx.ac.uk> 

NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Thu, 09 Jul 1998 08:20:01 +0100, Peter Passmore 
<p.passmore@mdx.ac.uk> wrote: 


>Just storing the vector does not store the 

>order and depending on your sequence of rotations you can end up with 
>the situation that Emmanele describes as his first problem, the object 
>does not rotate around it's own axes. 

> 
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That makes pretty good sense. Are you and James saying something 
else, though, because he just said that this was doable with a lone 
vector. Is it *possible* to use a vector to store this info? 


Maybe I'm getting confused on this issue: 


Suppose I have a plate, centered at the local origin, circular around 
the xz plane (this will be in Sony coords). Now I will rotate it 
along the z axis, so it is now tilted, partly above the xz plane and 
partly below. Now, if I rotate it around y (vertically), does this 
mean it will spin in a circle, planar with the flat of the plate, or 
will it go around parallel to the world y axis? 


I was assuming that the whole local coordinate system rotates with the 
object (the local coordinate axis will be "stuck" to the plate, and 
wherever it moves or rotates, it does too), so that further rotations 
are now with respect to this new orientation, and the plate should 
rotate in a circle. 


So shouldn't I be able to accrue these rotations, if the local 
coordinate system is indeed doing this -- just keep adding amounts to 
the current (a,b,c) angular vector, which represents positive angles 
from the original orientation. I have tried this (using RotMatrix to 
turn the vector into a matrix), and get the funny results, though. 


Jamin 
—-MESSAGE FILE 13822 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000703 


——MESSAGE FILE 13823 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000704 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Fri, 10 Jul 1998 01:03:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35A55A3D.F35@mdx.ac.uk> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> <35A46F21.2A41@mdx.ac.uk> <35a52d2d.94628579@news.scea. 
sony.com> 

NNTP-Posting-Host: staff-dialup5.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


Hi, 


It seems that James and I have been focussing on different aspects of 
problems in this area in our replies. James was pointing out that if you 
use rotmatrix specifying more than one angle for rotation eg: an x anda 
y rotation then you might get different results from those you expected 
if you wanted to rotate by y first instead of x first because of the 
order in which rotmatrix applies rotations. (ie order counts and it is a 
fixed order in rotmatrix). 


It appears that James' solution to the original problem works out 
because it is a special case - there were constraints on how things 
could rotate in the orginal problem and therefore was a good reply 


However it is still true that just using a rotation vector from scratch 
(and then adding to x, or y, or z increments to the vector) 

= works well for rotations around a single axis only 

- and for special (unusual cases) around more than one axis 

= screws up things for rotations around more that one axis eventually 
(pretty quickly usually) 


The problem you encounter is some variety of 'gimbal lock'. 
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eg: if you look at the dino demo (which displays this problem)... 


In the dino demo we assume that the x and y axes are aligned with the 
screen and the z extends into the screen. With the dino facing you cross 
and triangle rotate the dino around its x axis and square and circle 
rotate it around it's y axis in a correct and obvious manner. 


However when you rotate the model by 90 degrees around the y axis (so 
you see it from the side) if you now rotate around the x axis the model 
rotates around what is it's local z axis (according to the orientation 
of the model) not its local x axis.... 


The techniques I was talking about address this... 


Peter. 
—-MESSAGE FILE 13823 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000704 


--MESSAGE FILE 13824 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000705 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RotMatrixBUG???? 

Date: Fri, 10 Jul 1998 08:59:12 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 44 

Message-ID: <35A5C9D0.4COC98EBEscee.sony.co.uk> 

References: <01bda686$31300120S4falf7c2@manolo> <359D8B5E.54DE@mdx.ac.uk> <35a427fd. 
88736196@news.scea.sony.com> <35A480D6.FA1F21A@scee.sony.co.uk> <35a52a58.93903711@n 
ews.scea.sony.com> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jamin Frederick wrote: 


> >No, that's fine. If you want to rotate your object 40 degrees MORE about the Z ax 


> >then just add 40*4096/360 to 'Շ'. 
> 


> 

> 

> But this is the problem. It works at first, when still in the 
> original orientation, but gets screwed up when I change the 
> 
> 
> 


orientation of the model in X or Y directions, like the original post. 
i.e., adding an amount t to the current angle c no longer has the same 
effect when the model is tilted away (??). 


This is due to the gimbal lock problem. If you coded your program to increase/decrea 
se the X/Y/Z 

angles in the rotation vector, then everything would have seemed fine until you rota 
te about more 

than one axis. If the results aren't what you _expect_, then you probably don't unde 
rstand the way 

the rotations are done. Everything is first rotated around the Z axis, then _the_res 
ult_of_that_ is 

rotated about the Y axis, then the result of that is rotated about the X axis. 


If, on the other hand, you understand why you're getting those unusual results, but 
you want to get 

rid of them, then the next question is What sort of rotation behaviour do you want t 
o achieve? and 

there are a few answers: 


1) You want your object pointing in a certain direction (say, vector V) and then rot 
ated an 

arbitrary amount around V. 

2) Whatever the current orientation of the object, you want to rotate that around ei 
ther X, Y or Z. 
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3) You want to specify the direction of your object in spherical coordinates (pitch, 
yaw, roll) 

which is kind of like (1). 

These aren't the only answers, of course. It's usually application dependent. 


For all these cases, using a single rotation vector V with RotMatrix is not appropri 
ate for the job, 

and you'll have to write some other functions to create the transformation matrix re 
quired. If you 

can tell us what sort of control you want about the direction of your object, we can 
help you build 

such a function. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Famous Last Words: "OK, I lit the emergency candle. Why is it red?" 


—-MESSAGE FILE 13824 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000705 


--MESSAGE FILE 13825 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000706 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Fri, 10 Jul 1998 09:18:11 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 41 

Message-ID: <35A5CE43.25049F22@scee.sony.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35a2e6c8.59132342@news.scea.sony.co 
m> <35A349BF.1C739D7D@scee.sony.co.uk> <35a42c22.89797019@news.scea.sony.com> <35A48 
348.930D42AF@scee.sony.co.uk> <35a5230a.92033316@news.scea.sony.com> 
NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jamin Frederick wrote: 

> 

> >They are both correct! It all depends on which side you are multiplying your 3D v 
ector from. 

> >Call your matrix (the top one) A, and my matrix (the bottom one) B, and the vecto 
r we're multiplying 

> >by C. 


> By the proof, it looks like it should work for any arbitrary matrix. 


That's the proof that A*B = Bt * At (where Bt is the transpose (or 'flipped' versio 

n) of B, and At 

is the transpose of A. Yes, this is true for all matrices. You've got to forgive me, 
I haven't done 

this stuff for about 4 years. :0) 


I was getting it confused with A-1 (the inverse of A). 


For those that don't know, the inverse of a matrix A is the matrix you use to 'rever 
se' the 

transformation that A performs. For example, if A is a rotation of 90 degrees about 
the Z axis in 

the anticlockwise direction, Ճ-1 (the inverse of A) is a rotation of 90 degrees abou 
t the Z axis in 

the clockwise direction. So combining the two transformations (a matrix and its inve 
rse) gets you no 

transformation at all (the identity matrix). 
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To calculate the inverse of A, you have to go through a standard horrible process of 
row reduction 

and the like. And you may not even get an answer, because some matrices don't have a 

n inverse. 

However, for ORTHOGONAL matrices (like the X/Y/Z rotation matrices), the inverse can 
be easily found 

- it's just the transpose of the original matrix. 


The scaling matrix is not necessarily orthogonal (and exactly what makes a matrix or 
thogonal escapes 
me for now). But the inverse of a scaling matrix is just all the terms along the dia 
gonal to the 
power of -1. 


From what I've said above, we can make a few equalities. Because sin(t) = -sin(t) an 
d cos(t) = 

cos(-t), and the rotation matrix Rz (rotation about Z, or X/Y for that matter) is or 
thogonal: 


If a is an angle of rotation: 


Rz (a) Հ Rz(-a)t (the transpose of Rz(a)) 

Rz(a)-1 (the inverse of Rz(a)) = Rz(a)t = Ք2(-Յ) 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 

== Developer Support Engineer - Sony Computer Entertainment Europe 

Famous Last Words: "OK, I lit the emergency candle. Why is it red?" 


—-MESSAGE FILE 13825 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000706 


——MESSAGE FILE 13826 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000707 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Fri, 10 Jul 1998 11:20:49 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <35A5DCF1.10D9E988@immd9.informatik.uni-erlangen.de> 

References: <35A25BBF.F272A126@scee.sony.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" D59C183B6114600E065B9AF6" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


D59C183B6114600E065B9AF6 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello James! 


Out of curiosity, 4x4 matrices with homogeneus coordinates are quite common in compu 
ter graphics (see OpenGL), 


as they are the only way to formulate homogeneus transformationns as projection for 
instance. The Yarozee DevKit does 


not provide any functionality to influence the projection except for the GsSetProjec 
tionDistance or something like this. 


Does the Playatstion also internally use this 3x3 Matrix plus translation vector rep 
resentation, or if this is just an 


external representation and 4x4 matrices are used internally? 


Christoph 
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D59C183B6114600E065B9AF6 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<PRE>Hello James!</PRE> 


<PRE>Out of curiosity, 4x4 matrices with homogeneus coordinates are quite common in 
computer graphics (see OpenGL) , </PRE> 


<PRE>as they are the only way to formulate homogeneus transformationns as projection 
for instance. The Yarozee DevKit does</PRE> 


<PRE>not provide any functionality to influence the projection except for the GsSetP 
rojectionDistance or something like this.</PRE> 


<PRE>Does the Playatstion also internally use this 3x3 Matrix plus translation vecto 
r representation, or if this is just an</PRE> 


<PRE>external representation and 4x4 matrices are used internally?</PRE> 
<PRE></PRE> 


<PRE>Christoph</PRE> 
é&nbsp; </HTML> 


D59C183B6114600E0 65B9AF 6-—- 


—-MESSAGE FILE 13826 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000707 


——MESSAGE FILE 13827 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000708 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Fri, 10 Jul 1998 10:50:25 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 41 

Message-ID: <35A5E3E1.488F60AF@scee.sony.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Christoph Luerig wrote: 

> 

> Does the Playatstion also internally use this 3x3 Matrix plus translation vector r 
epresentation, 


> or if this is just an external representation and 4x4 matrices are used internally 
Չշ 


It's sort օք a hybrid actually - You could say that it arbitrary 4x4 matrices, but ք 
orces the 4th 

column to be 0,0,0,1, and when you multiply by a 4 vector it forces the last term to 
be 1. My 

tutorial contains an example of what the GTE is actually doing with all those number 
s. (It also 

shows how the GTE performs the perspective transform). 


The perspective transform is like multiplying the LS matrix by the following matrix: 
V = local vector (4 vector, last value is 1) 

LS = Local to Screen matrix (4x4, last column is 0,0,0,1) 

H = is projection distance 


The GTE does this: 
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W= Մ» LS; (W is a 4 vector, now in screen space) 
U=W* (W.vz*-1 * | H 0 0 0 ] ) 

[ O H 0 0 ] 

[ 0 0 H 0 ] 

լ 0 0 0 W.vz | 


W.vz*-1 Հ 1/W.vz 

U now contains the screen X, screen Y, and some other stuff I won't go into because 
you don't need 

to worry about it. 


Because it doesn't use true 4x4 matrices (rather, it uses 3x3 and then translates th 
e result), there 

are some unusual operations you can't perform that you'd normally use a 4x4 matrix f 
or. But for 

rotation, scaling and translation, this is fine. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Famous Last Words: "OK, I lit the emergency candle. Why is it red?" 


—-MESSAGE FILE 13827 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000708 


——MESSAGE FILE 13828 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000709 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Fri, 10 Jul 1998 14:12:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 97 

Message-ID: <35A60516.ED4487A1@immd9.informatik.uni-erlangen.de> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> <35A5E3E1.488F60AF@scee.sony.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 36F 68AF69C34F51635DEF31B" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


3 6F 68AF69C34F51635DEF31B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


James Russell wrote: 


VVVVVVVV 
ՓԾ Ծ Օր 
oomo 
omoo 

° 


W.vz*-1 = 1/W.vz 


Oups, that looks funny, besides the z-component of W appearing in the matrix, I woul 
d suspect something like (H+W.vz) 


as the last entry if you want to insert values of W into this matrix at all. I would 
have suspected something with 


the structure: 


[H 0 * 0] 
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[0 H * 0] 
FO O; * 1] 
[0 0 * H] 


As Ynew= (H*Yold) / (H+Zo1d); The * sysmbols depend on what you actually do with the z- 
values. What brings me up to 


the next question: Up to now I assumed (but I did not find it anywhere explicitely), 
that the z-values used for 


the ordering tables are the ones used after the application of the LS matrix Dbut bef 
ore the application of the 


perspective projection, is that correct (it would be relevant for stability aspects) 
թ) 


Christoph 


3 6F 68AF69C34F51635DEF31B 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
James Russell wrote: 
<BLOCKQUOTE TYPE=CITE>&nbsp; 


<P>U = W * (W.vz*-lénbsp; * [&nbsp; H&nbsp; &nbsp; &énbsp; O&nbsp; &énbsp; &énbsp; 
O&nbsp; &énbsp; &nbsp; &nbsp; O&énbsp;&nbsp; | ) 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; énbsp; énbsp; énbsp; énbsp; 

[énbsp; O&nbsp; &énbsp; &énbsp; Hénbsp; &énbsp; &nbsp; Oénbsp; &nbsp; &nbsp; &nbsp; 
O&nbsp;énbsp; | 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; énbsp; énbsp; énbsp; énbsp; 

[énbsp; O&nbsp; énbsp; é&nbsp; O&énbsp; &énbsp; &nbsp; Hénbsp; &nbsp; &nbsp; &nbsp; 

O&nbsp; énbsp; | 

<BR>&nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &n 
bsp; énbsp; &énbsp; énbsp; énbsp; énbsp; 

[énbsp; O&nbsp; é&nbsp; énbsp; O&énbsp; &nbsp; &nbsp; O&énbsp; &nbsp; &nbsp; W.vz 

] 


<P>W.vz*-1 = 1/W.vz</BLOCKQUOTE> 


<PRE>Oups, that looks funny, besides the z-component օք W appearing in the matrix, I 
would suspect something like (H+W.vz)</PRE> 


<PRE>as the last entry if you want to insert values of W into this matrix at all. I 
would have suspected something with</PRE> 


<PRE>the structure:</PRE> 


<PRE>[H 0 * 0]</PRE> 


<PRE>[O0 H * 0]</PRE> 
<PRE>[0 0 * 1]</PRE> 
<PRE>[0 0 * H]</PRE> 
<PRE></PRE> 


<PRE>As Ynew=(H*Yold) /(H+Zold); The * sysmbols depend on what you actually do with t 
he z-values. What brings me up to</PRE> 


<PRE>the next question: Up to now I assumed (but I did not find it anywhere explicit 
ely), that the z-values used for</PRE> 


<PRE>the ordering tables are the ones used after the application of the LS matrix bu 
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t before the application of the</PRE> 


<PRE>perspective projection, is that correct (it would be relevant for stability asp 
ects) ?</PRE> 


<PRE></PRE> 
<PRE>Christoph</PRE> 


<PRE></PRE> 
é&nbsp; </HTML> 


3 6F 68AF 69C34F51635DEF31B-- 


—-MESSAGE FILE 13828 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000709 


—-MESSAGE FILE 13829 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000710 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Vectors and Matrices Mini Tutorial 

Date: Fri, 10 Jul 1998 14:13:18 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 21 

Message-ID: <35A6136E.43F12D49@scee.sony.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> <35A5E3E1.488F60AF@scee.sony.co.uk> <35A60516.ED4487A1@immd9.inform 
atik.uni-erlangen.de> 

NNTP-Posting-Host: camfw01.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Christoph Luerig wrote: 

> 

> Up to now I assumed (but I did not find it anywhere explicitely), that the z-valu 
es used 

> for the ordering tables are the ones used after the application of the LS matrix b 
ut before 

> the application of the perspective projection, is that correct? 


Absolutely spot on. 


The value that's used to put a polygon into the OT is the _average_ 2 value of 811 t 
he points in the 


polygon. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Power corrupts. Absolute power is kind of neat. 
—-MESSAGE FILE 13829 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000710 


—--MESSAGE FILE 13830 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000711 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Perspective projection 

Date: Mon, 13 Jul 1998 16:39:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 24 

Message-ID: <35AA2A37.745C1FF7@ndirect.co.uk> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> <35A5E3E1.488F60AF@scee.sony.co.uk> <35A60516.ED4487A1@immd9.inform 
atik.uni-erlangen.de> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-37.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Christoph Luerig wrote: 


> What brings me up to the next question: Up to now I assumed (but I did 

Ց not find it anywhere explicitely), that the z-values used for the 

— ordering tables are the ones used after the application of the LS matrix 
4 but before the application օք the perspective projection, is that correct 
—Ç (it would be relevant for stability aspects)? 

— Christoph 

= 


Forgive me if I'm wrong, but I'm sure that this has to be correct. 
Surely the perspective projection converts 3D coodinates into 2D 
coordinates and therefore there is no z-axis once projection has been 
performed. 


Herbs 


--MESSAGE FILE 13830 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000711 


——MESSAGE FILE 13831 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000712 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: fixed point 

Date: Wed, 15 Jul 1998 16:34:43 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <35acda0b.597710638@news.scea.sony.com> 
NNTP-Posting-Host: JAMINFRE.hq.ensco.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Where is fixed point used? Is it only for normals? 
Jamin 


—-MESSAGE FILE 13831 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000712 


——MESSAGE FILE 13832 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000713 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GsGetLw - Anyone? 

Date: Wed, 15 Jul 1998 18:10:27 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 21 

Message-ID: <35ACE283.EEFA93ED@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-14.ndirect.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hi all. 


Right, I've sussed all the 2D stuff, and now I'm starting on 3D. I've 
written a simple program which throws a few flat shaded dodecahedrons 
about the screen. Everything fine so far, but, I don't understand how 
or why I should use the GsGetLw/GsGetLws functions. Obviously I'm using 
GsGetLs successfully and all seems fine. The manuals confuse me on 
this. They seem to suggest it has something to do with lighting but I'm 
not sure. The Library Reference gives exactly the same explanation for 
both GsGetLs and GsGetLw. 


Can anyone tell me in simple terms what GsGetLw is for, or maybe 
describe a situation where it would be used. 


Thanks, 


Herbs 


-—-MESSAGE FILE 13832 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000713 


--MESSAGE FILE 13833 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000714 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: fixed point 

Date: Wed, 15 Jul 1998 18:19:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35ACE491.DB2B9236@ndirect.co.uk> 
References: <35acda0b.597710638@news.scea.sony.com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-14.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Jamin Frederick wrote: 


> Where is fixed point used? Is it only for normals? 
> 


Fixed point is used all over the place, especially with rotation 
matrices. The Library Reference does indicate where fixed point is 
used, but it is not clear initially. You may have noticed sets of 
numbers it brackets e.g. (1,3,12). This indicates 1 sign bit, 3 whole 
bits, and 12 fractional bits. 


Does this help? 
Herbs 


-—-MESSAGE FILE 13833 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000714 


—-MESSAGE FILE 13834 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000715 
Path: chuka.playstation.co.uk!news 
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From: "Christoph Ltirig" <CLuerig@aol.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsGetLw - Anyone? 

Date: Wed, 15 Jul 1998 23:32:47 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <35ADI1FFF.81579D@aol.com> 
References: <35ACE283.EEFA93ED@ndirect.co.uk> 
NNTP-Posting-Host: 167-100-136.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 


Hi Alex! 


The Lw Matrix dexribes the transformation of the local coordinate system to 
the world coordinate system. The lihting subsystem 
of the PSX needs this matrix to perform the calculations (probably for the 
transformation of the normal vectors of surface elements). The Ls Matrix 
transforms the local coordinates into viewing coordinates, where the origin 
is positioned at the Viewing Reference Point and the Z-Axis is pointing into 
viewing direction and the -Y-Axis is poiting into the viewing up vector 
direction. The Application of the Ls Matrix is perfomed juts before the 
perspective transformation is done. As you ussually perform lighting and 
drawing of an object, you have this GsGetLws method that returns both 
matrices. 


Alex Herbert wrote: 
Hi all. 


Right, I've sussed all the 2D stuff, and now I'm starting on 3D. I've 
written a simple program which throws a few flat shaded dodecahedrons 
about the screen. Everything fine so far, but, I don't understand how 
or why I should use the GsGetLw/GsGetLws functions. Obviously I'm using 
GsGetLs successfully and all seems fine. The manuals confuse me on 
this. They seem to suggest it has something to do with lighting but I'm 
not sure. The Library Reference gives exactly the same explanation for 
both GsGetLs and GsGetLw. 


Can anyone tell me in simple terms what GsGetLw is for, or maybe 
describe a situation where it would be used. 


Thanks, 


VVVVVVVVVVVVV VV VV 


Herbs 


—-MESSAGE FILE 13834 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000715 


——MESSAGE FILE 13835 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000716 

Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perspective projection 

Date: Wed, 15 Jul 1998 23:37:39 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35AD2123.706B03E7@aol.com> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> <35A5E3E1.488F60AF@scee.sony.co.uk> <35A60516.ED4487A1@immd9.inform 
atik.uni-erlangen.de> <35AA2A37.745C1FF7@ndirect.co.uk> 

NNTP-Posting-Host: 167-100-136.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

To: aherbert@ndirect.co.uk 
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The perspektive transformation also maps into three dimensional space (what you 
especially need for visibility calculation on a per fragment basis (z-buffer)). 
The perspective transformation maps a pyramid, where the top has been cut off, 
to a cube. If orthoraphic projection is applied to this normalized viewing 
frustum, you get effectively a perspective projection. 


Alex Herbert wrote: 


> Christoph Luerig wrote: 

> 

> > What brings me up to the next question: Up to now I assumed (but I did 
>> 

> > not find it anywhere explicitely), that the z-values used for the 

>> 

> > ordering tables are the ones used after the application of the LS matrix 
>> 

> > but before the application of the perspective projection, is that correct 
>> 

> > (it would be relevant for stability aspects) ? 

>> 

> > Christoph 

>> 

> Forgive me if I'm wrong, but I'm sure that this has to be correct. 

> Surely the perspective projection converts 3D coodinates into 2D 

> coordinates and therefore there is no z-axis once projection has been 

> performed. 

> 

> Herbs 


-—-MESSAGE FILE 13835 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000716 


--MESSAGE FILE 13836 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000717 

Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perspective projection 

Date: Wed, 15 Jul 1998 23:39:22 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35AD218A.4998D28B@aol.com> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> <35A5E3E1.488F60AF@scee.sony.co.uk> <35A60516.ED4487A1@immd9.inform 
atik.uni-erlangen.de> <35AA2A37.745C1FF7@ndirect.co.uk> 

NNTP-Posting-Host: 167-100-136.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en (Win95; 1) 

To: aherbert@ndirect.co.uk 


The perspektive transformation also maps into three dimensional space (what you 
especially need for visibility calculation on a per fragment basis (z-buffer)). 
The perspective transformation maps a pyramid, where the top has been cut off, 
to a cube. If orthoraphic projection is applied to this normalized viewing 
frustum, you get effectively a perspective projection. 


Alex Herbert wrote: 

Christoph Luerig wrote: 

What brings me up to the next question: Up to now I assumed (but I did 
not find it anywhere explicitely), that the z-values used for the 


ordering tables are the ones used after the application of the LS matrix 


VVVVVVV VV 
VV VV V V V 


but before the application of the perspective projection, is that correct 
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>> 

> > (it would be relevant for stability aspects) ? 

>> 

> > Christoph 

>> 

> Forgive me if I'm wrong, but I'm sure that this has to be correct. 
> Surely the perspective projection converts 3D coodinates into 2D 
> coordinates and therefore there is no z-axis once projection has been 
> performed. 

> 

> Herbs 


—-MESSAGE FILE 13836 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000717 


—-MESSAGE FILE 13837 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000718 

Path: chuka.playstation.co.uk!news 

From: "Christoph Ltirig" <CLuerig@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Perspective projection 

Date: Wed, 15 Jul 1998 23:42:05 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35AD222C.CDC5CA68@aol.com> 

References: <35A25BBF.F272A126@scee.sony.co.uk> <35A5DCF1.10D9E988@immd9.informatik. 
uni-erlangen.de> <35A5E3E1.488F60AF@scee.sony.co.uk> <35A60516.ED4487A1@immd9.inform 
atik.uni-erlangen.de> <35AA2A37.745C1FF7@ndirect.co.uk> 

NNTP-Posting-Host: 167-100-136.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en (Win95; 1) 


The perspektive transformation also maps into three dimensional space (what you 
especially need for visibility calculation on a per fragment basis (z-buffer)). 
The perspective transformation maps a pyramid, where the top has been cut off, 
to a cube. If orthoraphic projection is applied to this normalized viewing 
frustum, you get effectively a perspective projection. 


Alex Herbert wrote: 


> Christoph Luerig wrote: 

> 

> > What brings me up to the next question: Up to now I assumed (but I did 
>> 

> > not find it anywhere explicitely), that the z-values used for the 

>> 

> > ordering tables are the ones used after the application of the LS matrix 
>> 

> > but before the application of the perspective projection, is that correct 
>> 

> > (it would be relevant for stability aspects) ? 

>> 

> > Christoph 

>> 

> Forgive me if I'm wrong, but I'm sure that this has to be correct. 

> Surely the perspective projection converts 3D coodinates into 2D 

> coordinates and therefore there is no z-axis once projection has been 

> performed. 

> 

> Herbs 


—-MESSAGE FILE 13837 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000718 


—-MESSAGE FILE 13838 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000719 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "John Emmer" <jjustice@cs.bsu.edu> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: More dynamic TMD ?s 

Date: Thu, 16 Jul 1998 02:11:56 -0500 

Organization: Justice Center 


Lines: 23 


Message-ID: <6o0k8tbSbu01@scea> 

NNTP-Posting-Host: pl6-terml-mun.netdirect.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:270 scee.yaroze.pr 
ogramming.3d_graphics:719 


I was really happy to find Stuart Ashley's tmd routines, but it would 
help me organize my program better if I knew how much memory to set aside 
when I create these things. Could someone maybe provide the number of 
bytes per polygon type that I should set aside when making these things? 

Also, is there some way, once I've created the tmd in memory, to send 
the data to the PC so that it can be saved as a regular tmd file and I 
could just load it in the next time, rather than creating it dynamically 
each time? I've considered just printf-ing the appropriate section of 
memory and cutting and pasting the output - is there a more efficient way? 


On another 


note, could anyone tell me where I might be able to 


download some other fonts to use on the Yaroze? 


Thanks! 


John Emmer 


VidEo GAme eNthusiast, Philosopher, Programmer/Analyst, 
Sun Certified Java Programmer 1.1 


jjustice@cs.bsu.edu jjustice@netdirect.net Jpemmer@bsuvc.bsu.edu 


http://www.cs.bsu.edu/~jjustice/ 


Vectrex; 7800, Supercharger, Lynx, Jaguar; NES, SNES, Virtual Boy; 
Turbo Duo & Express; SG, SGCD, 32X, Saturn; 3D0; PlayStation, Yaroze; 
C64, A600, A1200, P166; Arcade Centipede, Spy Hunter, Neo-Geo; BA, MA, ABD 


—-MESSAGE FILE 


13838 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000719 


—--MESSAGE FILE 


13839 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000720 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsGetLw - Anyone? 

Date: Thu, 16 Jul 1998 10:28:54 +0100 

Organization: Sony Computer Entertainment Europe 


Lines: 25 


Message-ID: <35ADC7D6.103095A0@scee.sony.co.uk> 
References: <35ACE283.EEFA93ED@ndirect.co.uk> 
NNTP-Posting-Host: camfw01.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 


= 


> Can anyone tell me in simple terms what GsGetLw is for, or maybe 
> describe a situation where it would be used. 


Your 3D object 
coordinates, 


is described in local coordinates, and must be transformed into World 


and then finally into Screen coordinates before it can be drawn. GsGetLs creates am 


atrix which wil 


՛ 


perform these two transformations in one go. However, any lighting must be performed 


using the 


Local->World matrix. You set up the lighting in the GTE with the Local->World matrix 
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If you're not performing any lighting, then you can ignore this matrix, but if you w 
ant to perform 

lighting, then you call GsGetLws() which will return both the Local->World and the L 
ocal->Screen 
matrices. You then set the GTE's lighting parameters with the Local->World matrix (u 
sing 

GsSetLightMatrix() ), and the GTE's point transformation parameters with the Local-> 
Screen matrix 

(using GsSetLsMatrix() ). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


A sufficiently advanced god would use evolution. 
—-MESSAGE FILE 13839 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000720 


--MESSAGE FILE 13840 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000721 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RsdANIM and DirectX6 

Date: 16 Jul 1998 12:09:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lbdb0b2$43944660Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Small note here...if you are lucky enough to have DirectX6, you'll find 
that 
Transparency display works properly in it, so you'll find that RsdAnim will 
display transparent polygons in your models correctly (note for S3 Virge 
owners, your card doesn't support transparent textured polys, if you need 
to see transparent polys then select NO at startup to disable hardware 
accelleration). 


Craig. 


Craig Graham, Intelligent Research (Video Games) Ltd 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13840 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000721 


——MESSAGE FILE 13841 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000722 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsGetLw - Anyone? 

Date: Thu, 16 Jul 1998 18:36:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <35AE3A03.1DF1AB0F@ndirect.co.uk> 

References: <35ACE283.EEFA93ED@ndirect.co.uk> <35ADC7D6.103095A0@scee.sony.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0-51.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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James Russell wrote: 


> Your 3D object is described in local coordinates, and must be transformed into Wor 
ld coordinates, 

> and then finally into Screen coordinates before it can be drawn. GsGetLs creates a 
matrix which will 

> perform these two transformations in one go. However, any lighting must be perform 

ed using the 

> Local->World matrix. You set up the lighting in the GTE with the Local->World matr 
ix. 

> 

> If you're not performing any lighting, then you can ignore this matrix, but if you 
want to perform 

> lighting, then you call GsGetLws() which will return both the Local->World and the 
Local->Screen 
> matrices. You then set the GTE's lighting parameters with the Local->World matrix 
(using 

> GsSetLightMatrix() ), and the GTE's point transformation parameters with the Local 
—>Screen matrix 

> (using GsSetLsMatrix() ). 


Ok, I get it! But, I've just been looking at the dino demo, and that uses the Local 
Screen matrix in 

GsSetLightMatrix(), and GsGetLw (or GsGetLws) is never called. I am doing the same 
in my code and 

everything looks fine, which is why I asked the original question. However, my view 
is static at the 

moment. Will I see adverse effects when I move the viewpoint? Or will the lights j 

ust move with the 

view? (i.e. Is what I'm doing making the lights relative to the view rather than th 

e world?) 


Thanks for the help guys. 


Herbs 


-—-MESSAGE FILE 13841 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000722 


——MESSAGE FILE 13842 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000723 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsGetLw - Anyone? 

Date: Thu, 16 Jul 1998 21:51:50 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 22 

Message-ID: <35AER67E6.2859C93E@scee.sony.co.uk> 

References: <35ACE283.EEFA93ED@ndirect.co.uk> <35ADC7D6.103095A0@scee.sony.co.uk> ՀՅ 
5AE3A03.1DF1ABOF@ndirect.co.uk> 

NNTP-Posting-Host: camfw01l.millennium.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 


Alex Herbert wrote: 

> 

I've just been looking at the dino demo, and that uses the Local Screen matrix in 

GsSetLightMatrix(), and GsGetLw (or GsGetLws) is never called. I am doing the sam 

in my code and 

everything looks fine, which is why I asked the original question. However, my vi 

ew is static at the 

> moment. Will I see adverse effects when I move the viewpoint? Or will the lights 
just move with the 

> view? (i.e. Is what I'm doing making the lights relative to the view rather than 

the world?) 


vovv 
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If you use the Local->Screen matrix as the Light Matrix, the lights will be relative 


to the view, as 


if you've got some lights attached to the camera. With the Dino demo, this doesn't r 


eally matter 


much. In most games the lights are fixed in relation to the world, not the camera, 


hich is why the 
intermediate LW matrix is required. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Carpe Noctem. 


w 


--MESSAGE FILE 13842 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000723 


——MESSAGE FILE 13843 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000724 
Path: chuka.playstation.co.uk!news 
From: Toby Hutton <thutton@cybec.com.au> 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: More dynamic TMD ?s 

Date: 17 Jul 1998 10:59:30 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Sender: thutton@TECH10 

Message-ID: <uogupnvgt.fsf@cybec.com.au> 
References: <6o0k8tb$bu01@scea> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:271 scee.yaroze.pr 


ogramming.3d_graphics:724 


"John Emmer" <jjustice@cs.bsu.edu> writes: 


I was really happy to find Stuart Ashley's tmd routines, but it would 
help me organize my program better if I knew how much memory to set aside 
when I create these things. Could someone maybe provide the number of 
bytes per polygon type that I should set aside when making these things? 


VVVVYV 


In the TMD file format specification it tells you how big each 
primitive is, and they're the only variable length part. Everything 
else has a constant length, so you could estimate the size of a TMD 
based on the number of primitives/vertices/normals, yeah? I found I 
file, TMD.TXT, somewhere once, and there's a PDF on the SCEA site 
somewhere with the file formats. Plus, Robert Swan has done a fair 
bit of research in this area, and you could go to his page. 


> Also, is there some way, once I've created the tmd in memory, to send 
> the data to the PC so that it can be saved as a regular tmd file and I 

> could just load it in the next time, rather than creating it dynamically 

> each time? I've considered just printf-ing the appropriate section of 

> memory and cutting and pasting the output - is there a more efficient way? 


I'd suggest you get a native compiler (DJGPP is free) and just grab 
your TMD creation routines and wrap them in some code that will open a 
file, create TMD, write to file, close file. That's exactly what I 
did this week when testing my TMD routines. I then compared the file 
I created with one created with RSDLINK. 


If you do get DJGPP (if you're running DOS) then remember that the gcc 
supplied on the Yaroze disk is also DJGPP, except it's a MIPS cross 
compiler. You'd want to be careful to keep them quite separate. If 
you're running unix then you already have a native compiler, and if 
you're on a Mac, I have no idea what you can do. 


I've found downloading from the Yaroze (for screenshots) really slow. 
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Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 

bps it should take around 10 mins... 

Toby. 

—-MESSAGE FILE 13843 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000724 


——MESSAGE FILE 13844 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000725 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdANIM and DirectX6 

Date: 17 Jul 1998 11:08:23 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Sender: thutton@TECH10 

Message-ID: <un2a9nv20.fsf@cybec.com.au> 

References: <0Olbdb0b2$43944660Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 


"Craig Graham" <c_graham@hinge.mistral.co.uk> writes: 


Small note here...if you are lucky enough to have DirectX6, you'll find 
that 
Transparency display works properly in it, so you'll find that RsdAnim will 
display transparent polygons in your models correctly (note for S3 Virge 
owners, your card doesn't support transparent textured polys, if you need 
to see transparent polys then select NO at startup to disable hardware 
accelleration). 


VVVVVVV VY 


Hey Craig, 


I grabbed Rsdanim 1.3 and tried it out. I mentioned previously that I 
have a virge card, and I'm running DirectX 5. If I select Yes at the 
start, I *always* get a crash immediately. If I select no, and then 
try loading an RSD file, I can always get the thing to crash within a 
few seconds. For me, it's pretty unusable. Now, would you like me to 
do some thorough testing and give you a proper report, or will there 
be a newer more stable version coming out soon that I should just wait 
for? 

Toby. 

—-MESSAGE FILE 13844 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000725 


—-MESSAGE FILE 13845 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000726 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdANIM and DirectX6 

Date: 17 Jul 1998 08:45:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <01lbdb15eSe49bcd60Sf30b0a0a@Angelal.intelligent-group.com> 

References: <0Olbdb0b2S$43944660Sf30b0a0a@Angelal.intelligent-group.com> <un2a9nv20.fs 
f@cybec.com.au> 
NNTP-Posting-Host: dl-s41-82-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Toby Hutton <thutton@cybec.com.au> wrote in article 
<un2a9nv20.fsf@cybec.com.au>... 


> 

> Hey Craig, 

> 

> I grabbed Rsdanim 1.3 and tried it out. I mentioned previously that I 
> have a virge card, and I'm running DirectX 5. If I select Yes at the 
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start, I *always* get a crash immediately. If I select no, and then 
try loading an RSD file, I can always get the thing to crash within a 
few seconds. For me, it's pretty unusable. Now, would you like me to 
do some thorough testing and give you a proper report, or will there 
be a newer more stable version coming out soon that I should just wait 
for? 


V V V V V V 


Weird. It works fine for me....it never crashes on me. Windows is a shit, 
things never work the same on other peoples setups and I cann't test 

on every PC...you may want to try 026, it's a tad better (the 53 driver 
has improved, as has the software renderer). 


Maybe I should release source code to selected folks...anyone any good 
at Direct3D programming? 


> Toby. 


Craig. 
—-MESSAGE FILE 13845 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000726 


—-MESSAGE FILE 13846 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000727 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsGetLw - Anyone? 

Date: Fri, 17 Jul 1998 14:54:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35AF577E.F397E246@ndirect.co.uk> 

References: <35ACE283.EEFA93ED@ndirect.co.uk> <35ADC7D6.103095A0@scee.sony.co.uk> ՀՅ 
5AE3A03.1DF1IABOF@ndirect.co.uk> <35AE67E6.2859C93E@scee.sony.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-53.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 


> If you use the Local->Screen matrix as the Light Matrix, the lights will be relati 

ve to the view, as 

> if you've got some lights attached to the camera. With the Dino demo, this doesn't 
really matter 

> much. In most games the lights are fixed in relation to the world, not the camera, 
which is why the 

> intermediate LW matrix is required. 

> 


Ok, so my prvious statement was correct. I though I'd understood - just wanted to c 
larify. 


Thanks for all the help. 


Herbs 


-—-MESSAGE FILE 13846 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000727 


--MESSAGE FILE 13847 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000728 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Downloading from the Yaroze 
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Date: Fri, 17 Jul 1998 14:59:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35AF58BC.262BAFBE@ndirect.co.uk> 

References: <6o0k8tb$bu01@scea> <uogupnvgt.fsf@cybec.com.au> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-53.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:272 scee.yaroze.pr 
ogramming.3d_graphics:728 


Toby Hutton wrote: 


I've found downloading from the Yaroze (for screenshots) really slow. 

Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 
bps it should take around 10 mins... 


V V V V 


I've found that there's troubles sending data from the Yaroze to PC at 115200. 
Try it at 57600. I seem to remember reading in the CodeWarior stuff somewhere 
that there is a hardware bug in the PSX with regards to it transmitting at 
115200. Can anyone confirm this? 


--MESSAGE FILE 13847 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000728 


——MESSAGE FILE 13848 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000729 

Path: chuka.playstation.co.uk!news 

From: rsl08@mdx.ac.uk (Robert Swan) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: More dynamic TMD ?s 

Date: Fri, 17 Jul 1998 13:43:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <35af54ee.11169355@www.netyaroze-europe. com> 

References: <6o0k8tb$bu01@scea> <uogupnvgt.fsf@cybec.com.au> 

NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:273 scee.yaroze.pr 
ogramming.3d_graphics:729 


On 17 Jul 1998 10:59:30 +1000, Toby Hutton <thutton@cybec.com.au> 
wrote: 


>> Also, is there some way, once I've created the tmd in memory, to send 
>> the data to the PC so that it can be saved as a regular tmd file and I 

>> could just load it in the next time, rather than creating it dynamically 
>> each time? I've considered just printf-ing the appropriate section of 

>> memory and cutting and pasting the output - is there a more efficient way? 


It should be extremely simple to save your tmds from the yaroze, using 
a Similar routine to that of screengrabbing (mentioned below). Im 
working on my tmd stuff this coming week, and will be sure to include 
a method of saving them. At the moment my routines only support about 
4 primitives and the docs are slightly wrong! 


>I've found downloading from the Yaroze (for screenshots) really slow. 

>Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

>to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 
>bps it should take around 10 mins... 


Sounds as though something is seriously wrong there. There are two 
main methods of grabbing screenshots which can be got from the scea 
mirror under scee utilities (i think) Unfortunately, I think both 
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could do with being better programmed, so maybe theres a short thing i 
can do tomight. 


The first uses the files scrngrab.c/h and it basically printfs() the 
contents of a rectangle of video ram to the pc, which is picked up by 
logging the siocons output. A program is then run (log2raw) which 
strips the other crap out and leaves you with a .raw file which 
something like paint shop pro can convert to bmp. Plus points: fairly 
easy to set up, and easy to grab more than one image from the game 
without needing to reload it. Bad points: can be corrupted relatively 
easy during pc transfer. (A post by James Russell says there shouldn't 
be any interference using printfs but that isnt true. works fine at 
home, but maybe having 30 other pcs around the ones at uni explains 
why they cock up everysingle time) 


second is screensht.c/h and uses storeimage to copy video ram contents 
to main memory, then dsave to transfer to PC. Use timtool to convert 
from tim format to bmp. Good points, hasnt corrupted on me yet. Bad 
points: harder to include, only get one screenshot (without extra work 
to it) have to quit program to grab pictures) 


The first method takes around 20 seconds to load to pc, and the second 
takes 29 seconds at full speed, so im worried about your setup Toby. 


Robert Swan 

rs108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 13848 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000729 


——MESSAGE FILE 13849 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000730 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Downloading from the Yaroze 

Date: 17 Jul 1998 14:46:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <0lbdb191$b10aef20$77el6dc0@ulthar.han.de> 

References: <6o0k8tbSbu01@scea> <uogupnvgt.fsf@cybec.com.au> <35AF58BC.262BAFBE@ndire 
ct.co.uk> 

NNTP-Posting-Host: ulthar.han.de 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:274 scee.yaroze.pr 
ogramming.3d_graphics: 730 


Alex Herbert <aherbert@ndirect.co.uk> schrieb im Beitrag 
<35AF58BC.262BAFBE@ndirect.co.uk>... 


> 

> 

> Toby Hutton wrote: 

> 

> > I've found downloading from the Yaroze (for screenshots) really slow. 

> > Not sure why yet, haven't bothered to look. Took me like 1/2 an hour 

> > to get a 320x240 screen. Does anyone know why? It's 150KB, at 115200 
> > bps it should take around 10 mins... 

> 


> I've found that there's troubles sending data from the Yaroze to PC at 
115200. 

> Try it at 57600. I seem to remember reading in the CodeWarior stuff 
somewhere 

> that there is a hardware bug in the PSX with regards to it transmitting 
at 

> 115200. Can anyone confirm this? 

> 

> 

> 

I had slow transfers to the yaroze as well. Then by chance I found out 
that if the computer had been in MS-DOS before, transfers are much 
faster. (When switching on the machine I press F8, 6 and then type win) 
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It takes 51 seconds to transfer 153620 bytes @ 115200 baud on my 
machine (320x240 screenshot). 


On the other hand, if the computer had been in MS-DOS mode before 
my modem gets dodgy... 


Roland 


—-MESSAGE FILE 13849 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000730 


——MESSAGE FILE 13850 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000731 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Animated 3D Objects!? 

Date: Mon, 20 Jul 1998 00:15:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6otr4q$4607@chuka.playstation.co.uk> 
NNTP-Posting-Host: pm26-38.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Being new to the Playstation 3D arena, I have a few questions I hope someone 
will answer (which will be greatly appropriciatet). 


I have quite easily managed (due to the pslibs) to program some 3D objects, 
but now I wish to go a little further by animating the objects, i.e. making 
a person (object of a person!) walk, jump, hit etc. 


Here I have two possibilities (at high level!): 


1) Split up the object in parts ( 1.6. hand, upper arm, lower arm, body head 
etc. ), define them as individual objects and then move/rotate each part to 
fit the object (for each move), but this requires a lot of calculations of 
each object (and a real pain in the a.. programming!). 


2) Change some coordinates of the object, for each move. But here I have to 
do some real hard work finding out which coordinates (and position in the 
tmd file), I must change for each move. So the obvious solution to this 
matter would be a program with a GUI. for moving/rotating the object and 
then dumping/ saving the differential coordinates. At this point I have only 
come across one program named RSDANIM v1.3, which I had the impression was 
capable of doing this job (generate MIME, but I am absolutely not certain 
about if this is what I am searching, nor the the meaning of MIME?!) but I 
have not been able to do anything with it. (is there a documentation 
available somewhere? I have given up experimenting with it, as it crashes a 
lot. Btw I find that not even the wrap texture works properly! -Craig 
Graham, hope you'll find the time and motivation to update it!) 


Please explain me how the usual technique for doing animated 3D objects on 
PlayStation, and what programs you use to save your developing (programming) 
time!!! 


Thanks in advance. 
Regards, 
Carlos Pieterse. 


email: 
john-doe@image.dk 
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-—-MESSAGE FILE 13850 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000731 


—--MESSAGE FILE 13851 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000732 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3D Uneven Terrain 

Date: Sun, 19 Jul 1998 17:41:49 -0500 

Organization: SCEA News Server 

Lines: 33 

Message-ID: <6otsjq$cv91@scea> 

NNTP-Posting-Host: 200-128-47.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 


Has anyone successfully used uneven terrain in there demos/games. I am not 
referring to simple unevenness, but rather designing a city with mountains 
and such in a 3D modeling program and importing that as the terrain that the 
player must cross. These are the only theories I have been able to come up 
with: 


1) You make a data structure in addition to the tmd that represents the 
terrain that divides the level into your average cell based world: 
struct mapdata 

{ 

int flag; 

//Link list containing items and such for cell 

}; 

mapdata level1[50] [50]; 


or 


2) you check the players height level directly with the tmd's vertex data 
so my questions are: 
1) What is the best method? 


2) Please give an explination on how to use the method... 


Your help will be much appreciated, Thank You 


Nathan 


—-MESSAGE FILE 13851 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000732 


—--MESSAGE FILE 13852 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000733 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animated 3D Objects!? 

Date: Sun, 19 Jul 1998 20:51:24 -0700 

Organization: SCEA News Server 

Lines: 55 

Message-ID: <35B2BEBC. 9855BB36@sinclair.net> 

References: <6o0tr4q$4607@chuka.playstation.co.uk> 
NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


RSDANIM is the only program I know of for this purpose. It does exactly 
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what you want, though it can be a lot of work. You can see my feeble 
attempts at making a guy run with it from my current project, 
Bombardment Extreme. Here is the secret you need for animating things 
with RSDAnimator: there are some secret hidden buttons at the bottom of 
the left window. They only show up if your screen resolution is 
1024X768, or if you move all of the toolbars so that they only take up 
the top 2 rows of the screen (at 800X600;I don't think its possible to 
see them at 640X480). 


The buttons are New Movement, Add Keyframe, Replace Keyframe, and 
Generate Mime. Yes, there are menu functions for them, but only the 
buttons work. With those buttons, you can Add a Keyframe, move things 
around in the model, add another keyframe, etc. It fills in the frames 
in between. When you are done, Generate the Mime Data. It makes a file 
you can include in your program. There is a demo lib for using the data 
that you can download from Craig Grahm's website. 


Carlos Pieterse wrote: 


At this point I have only 

come across one program named RSDANIM v1.3, which I had the impression was 
capable of doing this job (generate MIME, but I am absolutely not certain 
about if this is what I am searching, nor the the meaning of MIME?!) but I 
have not been able to do anything with it. (is there a documentation 
available somewhere? I have given up experimenting with it, as it crashes a 
lot. Btw I find that not even the wrap texture works properly! -Craig 
Graham, hope you'll find the time and motivation to update it!) 


Please explain me how the usual technique for doing animated 3D objects on 
PlayStation, and what programs you use to save your developing (programming) 
time!!! 


Thanks in advance. 
Regards, 
Carlos Pieterse. 


email: 
john-doe@image.dk 


VVVVVVVVVVVVVVVV VV VV VV VV 


- Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
—-MESSAGE FILE 13852 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000733 


--MESSAGE FILE 13853 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000734 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animated 3D Objects!? 

Date: 20 Jul 1998 08:30:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 102 

Message-ID: <0Olbdb3b8$5d24f760S$89e4b8c3@Angelal.intelligent-—group.com> 

References: <6o0tr4q$4607@chuka.playstation.co.uk> <35B2BEBC. 9855BB36@sinclair.net> 
NNTP-Posting-Host: d2-s34-137-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Joshua Meeds <dreamer@sinclair.net> wrote in article 

<35B2BEBC. 9855BB36@sinclair.net>... 

> RSDANIM is the only program I know of for this purpose. It does exactly 
what you want, though it can be a lot of work. You can see my feeble 
attempts at making a guy run with it from my current project, 
Bombardment Extreme. Here is the secret you need for animating things 
with RSDAnimator: there are some secret hidden buttons at the bottom of 
the left window. They only show up if your screen resolution is 
1024X768, or if you move all of the toolbars so that they only take up 
the top 2 rows of the screen (at 800X600;I don't think its possible to 
see them at 640X480). 


VV V NV VV VV V 


I tend to forget that not everyone has a 17" monitor, at 1280*1024 (like me 
& my graphics 
man use). I'll move the buttons in the next release... 


> The buttons are New Movement, Add Keyframe, Replace Keyframe, and 
> Generate Mime. Yes, there are menu functions for them, but only the 
> buttons work. With those buttons, you can Add a Keyframe, move things 


...and I've fixed the menu option versions already (not released it yet, 
although 
one or two people have got the newer version direct from me). 


around in the model, add another keyframe, etc. It fills in the frames 
in between. When you are done, Generate the Mime Data. It makes a file 
you can include in your program. There is a demo lib for using the data 
that you can download from Craig Grahm's website. 


V V V V 


Very succinct. I really should write a tutorial, but it's a big job and 
I've not really got a lot 
of time. I've sort of started writing a manual though.... 


> > At this point I have only 

> > come across one program named RSDANIM v1.3, which I had the impression 
was 

> > capable of doing this job (generate MIME, but I am absolutely not 
certain 

> > about if this is what I am searching, nor the the meaning of MIME?!) 
but I 


Multiple Interpolation data as accepted by the gteMIMefunc() command. 


> > have not been able to do anything with it. (is there a documentation 
> > available somewhere? I have given up experimenting with it, as it 
crashes a 

> > lot. Btw I find that not even the wrap texture works properly! -Craig 
> > Graham, hope you'll find the time and motivation to update it!) 


Texture Wrap isn't as straightforward as you might think you know. You 
cann't cheat and 

use negative texture coords on a PSX like 3DS Max does, so join lines and 
stuff cause 

problems. Top Tip - use 3DS Max to wrap textures and import the model into 
RsdAnim 

(the T.Wrapper still pisses on RsdTool, but Max's is better). 


The program comes from some comercial work I was doing, and it works fine 
on 

my system. Generally problems crop up with WinNT (doesn't work at all), or 
3DFX cards 

(get the Tweek3dFX program and turn off the Direct3D 3DFX support). Other 
crashes - well, 

I don't know...I do tend to fix bugs reported to me (like, my email address 
is in the About box 

of the program). If you don't report bugs and crashes they don't get fixed. 
Only two people 

have sent me bug reports on it (and I think Ian Thompson will back me up 
when I say I fixed 

them real quick)..... 
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> > Please explain me how the usual technique for doing animated 3D objects 
on 
> > PlayStation, and what programs you use to save your developing 
(programming) 

> > time!!! 


Most 3D animation is done using custom formats tailored to the exact 
requirments of the 

game in question. 3DS Max, Lightwave, Alias/Wavefront, N-World & TrueSpace 
all have support 

at some level for doing Playstation stuff. The N-World support is provided 
by the company, Max requires 

a 3rd party plugin (£800, from Animetix, only available to developers). The 
lightwave plugin is on the Yaroze 

WWW site. Forget Alias/Wavefront - it's very expensive (but very good). 
SoftImage is also used by some. 

3DS4 is losing popularity, but still used (bit of a dog to work with). 


> > Carlos Pieterse. 
> s= Joshua Meeds 


Craig Graham. 
- one day someone will put up a post saying "RsdAnim is great - I love it, 
nice one". Hasn't happened yet thouoh... 


--MESSAGE FILE 13853 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000734 


——MESSAGE FILE 13854 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000735 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Downloading from the Yaroze 

Date: Mon, 20 Jul 1998 12:07:51 +0100 

Organization: Intelligent Research 

Lines: 15 

Message-ID: <35B32507.237A4F2A@hinge.mistral.co.uk> 

References: <6ok8tbSbu01@scea> <uogupnvgt.fsf@cybec.com.au> <35AF58BC.262BAFBE@ndire 
ct.co.uk> <01bdb191Sb10aef20S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:275 scee.yaroze.pr 
ogramming.3d_graphics:735 


I had slow transfers to the yaroze as well. Then by chance I found out 
that if the computer had been in MS-DOS before, transfers are much 
faster. (When switching on the machine I press F8, 6 and then type win) 


It takes 51 seconds to transfer 153620 bytes @ 115200 baud on my 
machine (320x240 screenshot). 


V V V V V V 


With an AR, you can get a 640*256 screen shot in approx. 5 seconds. Atany 
point, in any game (Yaroze or comercial). 


> Roland 


Craig 
(evangelising again) 


—-MESSAGE FILE 13854 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000735 


--MESSAGE FILE 13855 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000736 
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Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Animated 3D Objects!? 

Date: Mon, 20 Jul 1998 12:11:11 +0100 

Organization: Intelligent Research 

Lines: 17 

Message-ID: <35B325CF.AE81C099@hinge.mistral.co.uk> 
References: <6o0tr4q$4607@chuka.playstation.co.uk> <35B2BI 
NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Gl 


BC. 9855BB36@sinclair.net> 


Joshua Meeds wrote: 


RSDANIM is the only program I know of for this purpose. It does exactly 
what you want, though it can be a lot of work. You can see my feeble 
attempts at making a guy run with it from my current project, 
Bombardment Extreme. 


V V V V 


I took a look at that this-morning Josh - what on earth did you do?Reckon' you 
must have forgot to use the axis locks to make rotations 

and move's only go in a single axis (that's why the models distort when 
animating looking front on).... 


> — Joshua Meeds 


Craig. 


--MESSAGE FILE 13855 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000736 


——MESSAGE FILE 13856 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000737 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Uneven Terrain 

Date: Mon, 20 Jul 1998 12:24:44 +0100 

Organization: Intelligent Research 

Lines: 56 

Message-ID: <35B328FC.E0B64296@hinge.mistral.co.uk> 
References: <6o0tsjq$cv9l1l@scea> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Nathan Miller wrote: 


1) You make a data structure in addition to the tmd that represents the 
terrain that divides the level into your average cell based world: 
struct mapdata 

{ 

int flag; 

//Link list containing items and such for cell 

}; 

mapdata level1[50] [50]; 


VVVVVVVV 


That's similar to a Voxel. 


What you can do is generate a 'height map' bitmap on the fly: 

Here's one way 

1) Setup the fogging so that you get a fairly good fade out effect from high 
intensity 

pixels at the highest point on the map to low intensity/black at the lowest 
point of 

the map. 
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2) Have the playstation render a top-down view of your map model to an offscreen 


area of VRAM (size is relative to how accurate you need the map to be). 
3) Copy the VRAM area into DRAM - viola, you've generated the height map. 
Black == low , white==high. 


Advantages: 
1) This solves the problem of interpolating polygons yourself to generate the 
height map. 

2) You only have to do it once for the current map. 

3) If you want high accuracy and a real big map, you can regenerate the height 
map 

every N frames or whenever the player moves to far. 

4) Can be used with dynamically generated TMD landscapes. 

5) Very Very fast. 


> 2) you check the players height level directly with the tmd's vertex data 


Can be done, but you then have to interpolate to create the polygon planesto get 
the height at a given point. 


so my questions are: 
1) What is the best method? 


> 
> 
> 
> 
> 2) Please give an explination on how to use the method... 
> 


See above... 
> Nathan 


Craig. 


—-MESSAGE FILE 13856 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000737 


--MESSAGE FILE 13857 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000738 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: jaminl@psu.edu (Jamin Frederick) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: fixed point 

Date: Mon, 20 Jul 1998 21:35:59 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <35b3b7b9.440328154@news.scea.sony.com> 

References: <35acda0b.597710638@news.scea.sony.com> <35ACE491.DB2B9236@ndirect.co.uk 
> 
NNTP-Posting-Host: 204.240.38.127 
X-Newsreader: Forte Free Agent 1.11/32.235 


I guess I meant, more specifically, with 3D stuff. I know it is used 
for specifying degees of rotation for sprites and models, and scale 
for sprites. 


Jamin 


On Wed, 15 Jul 1998 18:19:13 +0000, Alex Herbert 
<aherbert@ndirect.co.uk> wrote: 


> 

> 

>Jamin Frederick wrote: 

> 

>> Where is fixed point used? Is it only for normals? 

>> 

> 

>Fixed point is used all over the place, especially with rotation 
>matrices. The Library Reference does indicate where fixed point is 
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>used, but it is not clear initially. You may have noticed sets of 
>numbers it brackets e.g. (1,3,12). This indicates 1 sign bit, 3 whole 
>bits, and 12 fractional bits. 

> 

>Does this help? 

> 

>Herbs 

> 

> 


—-MESSAGE FILE 13857 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000738 


--MESSAGE FILE 13858 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000739 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animated 3D Objects!? 

Date: Tue, 21 Jul 1998 02:02:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 
Message-ID: <6p01lpn$46013@chuka.playstation.co.uk> 

References: <6o0tr4q$4607@chuka.playstation.co.uk> <35B2BEBC. 9855BB36@sinclair.net> 
NNTP-Posting-Host: pm25-24.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks, Joshua Meeds for the brief introduction to RSDANIM. 


Any way here I am again, late night depressed that I did get any further 
with my coding today. (due to some non-coding related problems!! -I really 
hate this!!) 


I have used alot of time today, playing around with RSDANIM, but I am still 
having a real struggle with it (probably it's me doing something wrong, -1 
hope!). 


I am trying to make an object of a person walk (moving leg-parts, feet, 
arm-parts). I do it like this : Load in the main object to RSDANIM, adding 
a new move (i.e. walk_left) adding a key-frame, picking a part of the object 
and here the trouble starts (again!). When you pick a part to move/rotate 
you must select an rectangular area and as the parts on the object are 
overlapping (i.e. right -foot,-lower leg, -upper leg), I can not just select 
one certain part. I only need to move/rotate the one object else I'll trash 
the object (strecthing some lines from the overlapping parts) ! 

-However, all of a sudden I got a brilliant idea (I thought!). I just 
took all the parts of my main object, and moved them away from each other so 
they didn't overlap, this way I could just move and rotate them together in 
the following keyframes for each move, BUT eventough the parts didn't 
overlap any more (and I was capable of picking the part completely within 
the rectangular area) I still got some weird lines streched for their 
original position! 


Can anyone help!? (Please) 


To Craig Graham: "RsdAnim is great - I love it, nice one".... (If I get my 
object working with your program, I'll post a message saying just that!)... 
Sure I've been darn angry with your program, but I keep thinking that it's 
great someone has made the effort to do such a program, for us Yarozers! 

-Though one thing is certain for such a program there MUST be a 
documentation explainning the basic way to do the stuff!!!! -'cause it is by 
no means self-explainary in any ways! (hope, you'll find the time Craig!) 


Btw. regarding bug reporting, one stable bug occurs if I by accident adda 
keyframe (without making a new movement first) to the BaseFrame, and 
furthermore when I exit the program (having tried doing some movements), it 
quits with an general ex... 


Greetings and thanks in advance, 
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Carlos Pieterse 


john_doe@image. dk 


—-MESSAGE FILE 13858 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000739 


--MESSAGE FILE 13859 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 

003d_graphics/00000740 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: More dynamic TMD ?s 

Date: 21 Jul 1998 18:57:09 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Sender: thutton@TECH10 

Message-ID: <uhg0b7fa2.fsf@cybec.com.au> 

References: <6o0k8tb$bu01@scea> <uogupnvgt.fsf@cybec.com.au> 
<35af54ee.11169355@www.netyaroze-europe. com> 

NNTP-Posting-Host: 203.103.154.235 

X-Newsreader: Gnus v5.3/Emacs 19.34 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:276 scee.yaroze.pr 

ogramming.3d_graphics:740 


rsl08@mdx.ac.uk (Robert Swan) writes: 
> The first method takes around 20 seconds to load to pc, and the second 
> takes 29 seconds at full speed, so im worried about your setup Toby. 


What the..? I used the dsave option, though I wrote my own tool to 
convert to .PNG (cos I had libpng installed) under unix. 


Damn, you're right - at 115200b/s it should take 10 *seconds* not 10 
minutes to get 150KB. What the hell was I doing? I'm going to go 
home and see what's happening, that is ridiculous... 


Toby. 
—-MESSAGE FILE 13859 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000740 


——MESSAGE FILE 13860 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000741 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animated 3D Objects!? 

Date: Tue, 21 Jul 1998 10:55:41 +0100 

Organization: Intelligent Research 

Lines: 101 

Message-ID: <35B4659D.44C0133A@hinge.mistral.co.uk> 

References: <6o0tr4q$4607@chuka.playstation.co.uk> <35B2BEBC.9855BB36@sinclair.net> Հ 
6p01lpn$46013@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Carlos Pieterse wrote: 

> Thanks, Joshua Meeds for the brief introduction to RSDANIM. 

The blokes a star. He get a Gold Blue Peter Badge... 

> I have used alot of time today, playing around with RSDANIM, but I am still 
> having a real struggle with it (probably it's me doing something wrong, -I 
> hope!). 


Of course it is - the programs perfect ;) 
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I am trying to make an object of a person walk (moving leg-parts, feet, 
arm-parts). I do it like this : Load in the main object to RSDANIM, adding 
a new move (i.e. walk_left) adding a key-frame, picking a part of the object 
and here the trouble starts (again!). When you pick a part to move/rotate 
you must select an rectangular area and as the parts on the object are 


V V V V V 


Nope - you can click-select individual vertices as well (turn on Vertexdisplay 
and click on the little vertex boxs). Also, the Magic Wand tool 

selects connected meshes for you (like, if there's two seperate boxes in 

your model, click on a vertex of one box with the wand and it will select 

the whole of the one box). 


> overlapping (i.e. right -foot,-lower leg, -upper leg), I can not just select 
> one certain part. I only need to move/rotate the one object else I'll trash 
> the object (strecthing some lines from the overlapping parts)! 


If the parts of the model are distinct (no common vertices) you can just usethe 
Magic Wand tool to select a whole connected mesh (as what you're saying 

suggests it is). So, just click on one vertex of the arm and it will select the 
whole arm for you (but nothing else)....easy huh? 


Top tip here - create polygon groups for the parts of your model. They'll 
appear in the project tree, and double clicking on the polygroup entry 
in the project tree will select that group of polygons for you immediately. 
If auto-deselect is checked, double clicking a poly group in the tree will 
deselect 
everything else and select just that group, otherwise it selects the group in 
addition to whatever else is already selected. 


-However, all of a sudden I got a brilliant idea (I thought!). I just 
took all the parts of my main object, and moved them away from each other so 
they didn't overlap, this way I could just move and rotate them together in 
the following keyframes for each move, BUT eventough the parts didn't 
overlap any more (and I was capable of picking the part completely within 
the rectangular area) I still got some weird lines streched for their 
original position! 


VVVVVVVV V 


Can anyone help!? (Please) 


Turn on "View->Show Vertices" and check which vertices are actuallyselected (the 
red ones). You can click on a single vertex to select or deselect 

it - so just deselect any ones that shouldn't have been selected. It makes 

it easier to see like that, as it's possible to select a vertex of a polygon 
without selecting the actual polygon itself - a polygon is only selected 

if all it's vertices are selected - you can select just one or two vertexs 

of a poly to change to poly's shape....... 


Any help? 


> To Craig Graham: "RsdAnim is great - I love it, nice one".... (If I get my 
> object working with your program, I'll post a message saying just that!)... 


Send me the object and I'll setup the poly groups for you if you're still stuck. 


Sure I've been darn angry with your program, but I keep thinking that it's 
great someone has made the effort to do such a program, for us Yarozers! 

-Though one thing is certain for such a program there MUST be a 
documentation explainning the basic way to do the stuff!!!! -'cause it is by 
no means self-explainary in any ways! (hope, you'll find the time Craig!) 


Vo z N: N: S 


Erm. Well you see, it's like this...... I want to add a lot of stuff and fix the 
problems, and a proper hierachy format 

would be nice as well, and I'm about a week from having a proper bones 
animation system in it, and....well, maybe I'll get the docs done one day.... 
I'll probably compile a doc with all the questions, answers & top tips that 

get put on the newsgroups about it in the mean time... 


> Btw. regarding bug reporting, one stable bug occurs if I by accident add a 
> keyframe (without making a new movement first) to the BaseFrame, and 


I'm removing that option. There's a replace keyframe button that let's youget 
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the same effect (more sensible as you're not really adding a keyframe 


in that case, you're replacing the baseframe). 


> furthermore when I exit the program (having tried doing some movements), it 
> quits with an general ex... 


There's a memory leak I've not traced yet. Anyone have a copy of"Bounds Checker" 
I can use? 


> Carlos Pieterse 


Craig. 


—-MESSAGE FILE 13860 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000741 


—--MESSAGE FILE 13861 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000742 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Type 7 shock controller - info wanted 

Date: 21 Jul 1998 10:09:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <Olbdb48fSfel42ce0$a4527ec2@default> 
NNTP-Posting-Host: client82a4.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hello.... 


Has anyone got any info on the new type 7 dual shock controller? 


It provides the same information as a standard analog controller 
but how do we send shock information back to it? 


Thanks, 


Mark Theyer 
—-MESSAGE FILE 13861 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000742 


——MESSAGE FILE 13862 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000743 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Type 7 shock controller - info wanted 
Date: Tue, 21 Jul 1998 14:26:07 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35B496EF.64A1390B@ndirect.co.uk> 
References: <Olbdb48fS$fel42ce0$a4527ec2@default> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin0-35.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Jon Prestidge (alias Moose) wrote: 
Hello.... 


> 
> 
> Has anyone got any info on the new type 7 dual shock controller? 
> 
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It provides the same information as a standard analog controller 
but how do we send shock information back to it? 


Thanks, 


V V V V V V 


Mark Theyer 


Right, this question has been answered a couple of times here before, 
but I know how hard it is to search through this stuff. 


Anyway, then answer is... you cant! 


The Yaroze libs don't include any functions to write to the controller 
ports. We can't send shock data for the same reason that we can't use a 
multi-tap. 


Sorry. 


Herbs 


--MESSAGE FILE 13862 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000743 


——MESSAGE FILE 13863 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000744 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animated 3D Objects!? 

Date: Wed, 22 Jul 1998 01:07:17 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6p36u0$46018@chuka.playstation.co.uk> 

References: <6o0tr4q$4607@chuka.playstation.co.uk> <35B2BEBC.9855BB36@sinclair.net> Հ 
6p01pn$46013@chuka.playstation.co.uk> <35B4659D.44C0133A@hinge.mistral.co.uk> 
NNTP-Posting-Host: pm21-25.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


WOW! Thanks Craig, just the stuff I needed to know!!! ( I was totally lost 
without!) Now I'll soon be capable of knocking out the 3D Objects of Tomb 


Looking forward to the upcoming releases of RSDANIM, -it's really a useful 
program when you manage it! 


Greetings, 


Carlos Pieterse 


—-MESSAGE FILE 13863 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000744 


—-MESSAGE FILE 13864 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000745 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RsdANIM: Progress Note 

Date: 22 Jul 1998 11:09:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <0Olbdb560$aeb49500Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: dl-s46-87-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Stuff I've done since the last release (not released yet, just so folks 
using it know what's coming): 


[2/7/98] 

o Fixed the wireframe view (thanks to Ian Thompson for the bug report). 

o Added optional backface removal mode to the wireframe view (toggle is in 
the 'View' menu). 


o Uploaded the RsdAnim_lib animation library to my WWW page. 


[6/7/98] 
o Generate MIMe & Add Keyframe now work from the menu as well as the 
buttons. 
o Disabled the File->New as it has no meaning for RsdAnim (and wasn't used 
anyway). 
o Changed the way UV edit works. Only vertices that are selected ina 
wireframe or texture view 

and are part of a face with the texture on it will show up in the UV 
editor. This makes things 

less cluttered and allows easier fine tuning of textures. Also, improved 
the way UV editing works... 


[10/7/98] 
o Fine tuned the click/point vertex selection (when you click on a single 
vertex to select it). 
Changes to the selection algorithm to make it less frustrating trying to 
get the vertex you really 
want. 
1) The distance selection algorithm used to just drop out when it found a 
vertex close to the cursor. 
Now it selects the vertex CLOSEST to the cursor. 
2) You now always get the vertex closest to you (in Z) if several 
vertices are on top of one another. 
At least it's consistent now..... 


[20/7/98] 
o Recoded the "Bones" creation stuff (which has never been enabled in a 
release build anyway, so 

you'll not realise how big a job this was). 


[22/7/98] 
o Got bone editting working. When a bone rotates around a joint, all child 
bones follow it :) 

Nice editting aproach, where rotation axis is always into the screen, 
whatever viewpoint 

you are looking at. 
o Disabled the baseframe checkbox in the Add Keyframe dialog. Use Replace 
Keyframe to change the 

baseframe instead. 


Craig. 


Craig Graham, Intelligent Research (Video Games) Ltd 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13864 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000745 


—--MESSAGE FILE 13865 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000746 

Path: chuka.playstation.co.uk!news 

From: "D Smethurst" <dave@ulthwe.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Uneven Terrain 

Date: Sun, 26 Jul 1998 10:53:57 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <6pg28cS3uel@chuka.playstation.co.uk> 
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References: <6o0tsjq$cv91l@scea> <35B328FC.E0B64296@hinge.mistral.co.uk> 
NNTP-Posting-Host: ulthwe.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message <35B328FC.E0B64296@hinge.mistral.co.uk>... 
>Nathan Miller wrote: 

> 

>> 1) You make a data structure in addition to the tmd that represents the 
>> terrain that divides the level into your average cell based world: 

>> struct mapdata 

>> { 

>> int flag; 

>> //Link list containing items and such for cell 


>> 4}; 

>> mapdata levell[50] [50]; 
> 

>That's similar to a Voxel. 
> 


>What you can do is generate a 'height map' bitmap on the fly: 

>Here's one way 

>1) Setup the fogging so that you get a fairly good fade out effect from 
high 

>intensity 

>pixels at the highest point on the map to low intensity/black at the lowest 
>point of 

>the map. 

>2) Have the playstation render a top-down view of your map model to an 
offscreen 

> 

>area of VRAM (size is relative to how accurate you need the map to be). 
>3) Copy the VRAM area into DRAM - viola, you've generated the height map. 
>Black == low , white==high. 


Interesting way to generate a landscape, I've seen it used alot before 
though 

I haven't coded one this way yet. I suppose it would make map creation 
easier aswell. 


Anyway , I've done a similar project under DOS/professional PSX Dev kit. 

I used an array of int's to give a landscape height at a certain point on 
the map. 

The co-ords for the polygons were then generated from this with a tile size 
of 32x32 so that the x & z components were generated so that each tile 

was aligned with the one next to it. The height (y) component was generated 
for each of the 4 tile points by taking the 3 neighboring values and finding 
the heighest point. 


Given this general array above when you generate the 4 corner y values 
you get 

4 4 

3 2 


Then these are also applied a height factor (I think I used 16 !) to give 
it's relative 
display position. 


The map only needed to be generated once as all other functions of 
moving/rotating/ 

scaling can be done after, it also means that I can write (in the end) a 
program to 

generate each map cell from the map and save it to a file. 

Of course I haven't done much on this recently due to time constraints etc 
though 

I am working on a 3Dfx (Glide) version atm ... and a D3D version some time 
in the future when I get to it. 
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>Advantages: 

>1) This solves the problem of interpolating polygons yourself to generate 
the 

>height map. 

>2) You only have to do it once for the current map. 

>3) If you want high accuracy and a real big map, you can regenerate the 
height 

>map 

>every N frames or whenever the player moves to far. 

>4) Can be used with dynamically generated TMD landscapes. 

>5) Very Very fast. 
> 

>> 2) you check the players height level directly with the tmd's vertex data 
> 

>Can be done, but you then have to interpolate to create the polygon 
planesto get 

>the height at a given point. 


9319 


—-MESSAGE FILE 13865 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000746 


—--MESSAGE FILE 13866 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000747 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Uneven Terrain 

Date: 26 Jul 1998 22:16:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <Olbdb8e2Safff3660S$d5e4b8c3@Angelal.intelligent-—group.com> 


References: <6o0tsjq$cv9l@scea> <35B328FC.EOB64296@hinge.mistral.co.uk> <6pg28cS$3uel@ 


chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s48-213-telehouse.mistral.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


D Smethurst <dave@ulthwe.demon.co.uk> wrote in article 
<6pg28c$3uel@chuka.playstation.co.uk>... 

> Anyway , I've done a similar project under DOS/professional PSX Dev kit. 
> I used an array of int's to give a landscape height at a certain point on 
> the map. 

> The co-ords for the polygons were then generated from this with a tile 
size 
> of 32x32 so that the x & z components were generated so that each tile 


That puts a limit on the amount of detail you can put in the map, using the 
other method 

allows you to vary detail in the height map relative to the display, and 
allows larger maps 

as a poly can be bigger than your single cell (and doesn't have the 
restrictive square basic). 


> was aligned with the one next to it. The height (y) component was 
generated 

> for each of the 4 tile points by taking the 3 neighboring values and 
finding 

> the heighest point. 


Given this general array above when you generate the 4 corner y values 
you get 


VVVVVVVV 
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4 4 
3: 2 


Then these are also applied a height factor (I think I used 16 !) to give 
it's relative 
display position. 


V V V V V V 


That's how I did a map visualisation program on the Dragon32 & BBC Micro 
(for my GCSE project 10 years ago). 


> I am working on a 3Dfx (Glide) version atm ... and a D3D version some 
time 
> in the future when I get to it. 


D3D is a bitch. But results are quite nice (watch out for the differances 
between 

DX5 & DX6 - some are quite subtle, no crashes but displays change, sort 
orders 

change, texture configs carry over into lines, etc). 


Craig. 
—-MESSAGE FILE 13866 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000747 


——MESSAGE FILE 13867 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000748 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: ANNOUNCE: RsdANIM v1.4 

Date: 27 Jul 1998 08:34:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 113 

Message-ID: <01bdb939$17434180S69e4b8c3@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: d2-s2-105-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Release announcment - RsdANIM v1.4 is on my WWW page now. 


I've also put a sample model (ripped off from some Japanese demo, 

sorry - outright Plagerism here, but I cann't read Japanese to credit 
the author). It's a pretty simple model of a girl, with an RsdANIM bones 
system attatched to it to allow it to be moved around and posed in 
different ways (arms, legs, spine, neck, etc). 


Changes: 


[2/7/98] 

o Fixed the wireframe view (thanks to Ian Thompson for the bug report). 

o Added optional backface removal mode to the wireframe view (toggle is in 
the 'View' menu). 


o Uploaded the RsdAnim_lib animation library to my WWW page. 


[6/7/98] 
o Generate MIMe & Add Keyframe now work from the menu as well as the 
buttons. 
o Disabled the File->New as it has no meaning for RsdAnim (and wasn't used 
anyway). 
o Changed the way UV edit works. Only vertices that are selected ina 
wireframe or texture view 

and are part of a face with the texture on it will show up in the UV 
editor. This makes things 

less cluttered and allows easier fine tuning of textures. Also, improved 
the way UV editing works... 


[10/7/98] 
o Fine tuned the click/point vertex selection (when you click on a single 
vertex to select it). 

Changes to the selection algorithm to make it less frustrating trying to 
get the vertex you really 

want. 
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1) The distance selection algorithm used to just drop out when it found a 
vertex close to the cursor. 
Now it selects the vertex CLOSEST to the cursor. 
2) You now always get the vertex closest to you (in Z) if several 
vertices are on top of one another. 
At least it's consistent now..... 


[20/7/98] 
o Recoded the "Bones" creation stuff (which has never been enabled ina 
release build anyway, so 

you'll not realise how big a job this was). 


[22/7/98] 
o Got bone editting working. When a bone rotates around a joint, all child 
bones follow it :) 

Nice editting aproach, where rotation axis is always into the screen, 
whatever viewpoint 

you are looking at. 
o Disabled the baseframe checkbox in the Add Keyframe dialog. Use Replace 
Keyframe to change the 

baseframe instead. 
o Attatch to Bone now works (sort of, the selected vertices are attatched 
to the last bone 

you added). 
o When rotating a joint, the vertices attatched to any bones that move are 
also rotated. 

Hey, that's working bones animation!!! 
o Skeletons now attatched to keyframes, and changes are preserved when you 
swap from one 

keyframe to another. 


[23/7/98] 
o XYZ axis in wireframe made to match the one in the textured view. 
o New switch in view menu "Show Bones" to turn on/off display of the bones. 
o Move Joint function added to allow individual bones & joints to be 
positioned exactly 
independant of the model without the rotation restrictions placed on 
normal bone rotations. 
o Grid display now available in textured view. 
o New switch in view menu "Show Model" allows you to turn off the display 
of the model 
altogether in a view. eg. You can now show just the bones skeleton ina 
view. Or just 
the vertices, with no polygons linking them up. 
o Skeletons now saved in a ".bone" file. Only the Baseframe skeleton is 
saved at the moment 
o ".bone" files are now loaded back in again :) - I'll be able to release 
some sample boned 
models RSN. 


[24/7/98] 
o The pick-select tool now also allows you to select a bone as well (click 
on the bone end 
control point). You can only select a single bone in this way, which will 
be shown in red. 
o "Add Selected To Bone" now adds the selected vertices to the bone you 
selected with the pick-tool. 
o New function "Remove Selected From Bone", will dettatch any selected 
vertices which are 
attatched to the currently selected bone. 
o To differentiate between bone start's and ends, the start joint of a bone 
is drawn as an X, 
the end control point is drawn as a square. 
o Added a splash screen. 
o Plugged one of the many memory leaks in the program. There's more in 
there, it's only one less... 
o Started doing a windows help file. 
o Added a menu option to bring up the help. 


[27/7/98] 
o New function "Delete Bone". Delete currently selected bone (if any). 
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Craig Graham, Intelligent Research (Video Games) Ltd 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13867 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000748 


——MESSAGE FILE 13868 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000749 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Some query on 3d animation 

Date: Mon, 27 Jul 1998 21:00:35 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <35BC6BDE.21B450C9@cyberdude. com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi, 


I am currently doing a research on yaroze for my school and now trying 
on 3D character animation. After serching thru the members website and 
reading the news group, there are still something I am unsure off and 
hope that u guys will help me out on this 


1) From the demo on the members website (found under the new FTP demo 
download section), there is this sample using a .tod file to do 
character animation. How is the tod file generated and is there a tool 
fOr. Lt? 


2) And in the dino demo (found under the old FTP demo download section), 
a Similiar file with the extension .vdf is used for storing character 
animation. How is the file being generated and again, is there a tool 
for ԼԵՉ 


For this question, I am just giving it a shot... 


3) I found out that there are many ways on doing the animation like .tod 
file (found in the member website), .vdf (from the dino demo), and by 
using RsdAnim (cool tool u got there, Craig) etc... Is there a standard 
way to do 3d character animation? If no (of course not!), which method 
is most likely to be use and what are the method being use in commercial 
game (like FF7, Tomb Raider etc...)? 


Thanks! 
Doglife 


—-MESSAGE FILE 13868 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000749 


——MESSAGE FILE 13869 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000750 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Some query on 3d animation 

Date: 27 Jul 1998 12:37:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 52 

Message-ID: <01bdb95b$1071d520Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35BC6BDE.21B450C9@cyberdude. com> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 
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doglife <doglife@cyberdude.com> wrote in article 
<35BC6BDE.21B450C9@cyberdude.com>... 


> Hi, 

> 

> I am currently doing a research on yaroze for my school and now trying 
> on 3D character animation. After serching thru the members website and 
> reading the news group, there are still something I am unsure off and 
> hope that u guys will help me out on this 

> 

> 1) From the demo on the members website (found under the new FTP demo 
> download section), there is this sample using a .tod file to do 

> character animation. How is the tod file generated and is there a tool 
> for it? 


There are plugins for various 3D packages that generate TOD files. Ones 
available to Yaroze folks are (I think, haven't used them) 3D Studio R4 and 
Lightwave. 


2) And in the dino demo (found under the old FTP demo download section), 
a Similiar file with the extension .vdf is used for storing character 
animation. How is the file being generated and again, is there a tool 
for it? 


V V V V 


The Dino demo uses MIMe data to get it's animation, and stores it in the 
vdf 

file. It's basicly the same as RsdANIM's output, but RsdANIM outputs C 
which you compile into your program (easier for use on the Yaroze than 
putting it in another binary file). 


I'm gonna do a version of the Dino Demo (I've reversed the model to RSD 
using a nice tool called TMD2RSD from some Japanese bloke) using RsdANIM 


to get the animation - should be easy enough to produce. 

> For this question, I am just giving it a shot... 

> 

> 3) I found out that there are many ways on doing the animation like .tod 
> file (found in the member website), .vdf (from the dino demo), and by 

> using RsdAnim (cool tool u got there, Craig) etc... Is there a standard 
> way to do 3d character animation? If no (of course not!), which method 

> is most likely to be use and what are the method being use in commercial 
> game (like FF7, Tomb Raider etc...)? 


Most developers use their own animation methods tailored to the game in 
hand. 

There are various approaches, each with advantages and disadvantages. I'm 
afraid you'll not find one method that fit's everything though..... 


> Doglife 
Craig. 


—-MESSAGE FILE 13869 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00000750 
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g/0000000 


—-MESSAGE FILE 13870 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000751 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Dragon 32?! 

Date: Mon, 27 Jul 1998 18:20:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35BCB6D9.3C210C42@ndirect.co.uk> 

References: <6o0tsjq$cv9l@scea> <35B328FC.EOB64296@hinge.mistral.co.uk> Հճքց 
chuka.playstation.co.uk> <Olbdb8e2Safff3660S$d5e4b8c3@Angelal.intelligent-—gr 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-15.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


28ՇՏ3ս610 
oup.com> 
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X-Mailer: Mozilla 4.04 [en] (Win95; I) 
Craig Graham wrote: 


> That's how I did a map visualisation program on the Dragon32 & BBC Micro 
> (for my GCSE project 10 years ago). 


Wow, I never knew anyone else with a Dragon 32 except me! I've still got 
mine. I was coding in BASIC in those days. Remember POKE &HFFD7,0 (the double 
clock poke)? Just think, we had to put up with 2-character variable names. 


Anyway, I moved onto the Sinclair QL after the Dragon. Did anyone else ever 
have one of those? 


Herbs 


—-MESSAGE FILE 13870 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000751 


——MESSAGE FILE 13871 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000752 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Dragon 32?! 

Date: 27 Jul 1998 17:37:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <0Olbdb984S$f731ce60Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <6otsjqScv91l@scea> <35B328FC.EOB64296@hinge.mistral.co.uk> <6pg28c$3uel@ 
chuka.playstation.co.uk> <Olbdb8e2Safff3660Sd5e4b8c3@Angelal.intelligent-group.com> 
<35BCB6D9.3C210C42@ndirect.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35BCB6D9.3C210C42@ndirect.co.uk>... 

> Craig Graham wrote: 

> Wow, I never knew anyone else with a Dragon 32 except me! I've still 
got 

> mine. I was coding in BASIC in those days. Remember POKE &HFFD7,0 (the 
double 

> clock poke)? Just think, we had to put up with 2-character variable 
names. 

> 

> Anyway, I moved onto the Sinclair QL after the Dragon. Did anyone else 
ever 

> have one of those? 


I had two, and one had a floppy drive one it as well :) 

Gave it to my baby brother and got an AtariST after that.... 
> Herbs 

Craig. 


—-MESSAGE FILE 13871 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000752 


—--MESSAGE FILE 13872 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000753 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TMD Primitives 

Date: Mon, 27 Jul 1998 18:39:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 17 

Message-ID: <35BCBB58.2B20BD93@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-15.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Hello. 
Right, the answer is probably here already but I can't find it. 


Which TMD primitives are not supported under Yaroze? I know we can't 
use lines or sprites, but can we use flat, gradiated quads without 
lighting? I'm at work, so I don't have my stuff with me, but I get an 
error something like "GPU 00H Code not recognised". The specific 
primitive I'm talking about is the one where you specify RGB values for 
each corner, and where no normals are used. 


Anyway, if someone has a list of which primitives are supported, and 
which aren't it would save me a lot of faffing about. 


Herbs 


-—-MESSAGE FILE 13872 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000753 


—--MESSAGE FILE 13873 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000754 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Dragon 32?! 

Date: Mon, 27 Jul 1998 18:47:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <35BCBD18.13EDE37D@ndirect.co.uk> 

References: <6o0tsjq$cv9l@scea> <35B328FC.EOB64296@hinge.mistral.co.uk> <6pg28cS$3uel@ 
chuka.playstation.co.uk> <0Olbdb8e2Safff3660S$d5e4b8c3@Angelal.intelligent-group.com> 
<35BCB6D9.3C210C42@ndirect.co.uk> <01lbdb984Sf731ce60Sf30b0a0a@Angelal.intelligent-gr 
oup.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-15.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 

> I had two, and one had a floppy drive one it as well :) 

— Gave it to my baby brother and got an AtariST after that.... 

; Craig. 

Wow again! That was a quick answer. I only posted about 15 mins ago. 


Same here, I received an Atari ST and Dev Kit as payment for my first 
published game on the QL. 


Herbs 
--MESSAGE FILE 13873 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000754 


——MESSAGE FILE 13874 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000755 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: TMD Primitives 

Date: 27 Jul 1998 18:06:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <0Olbdb988$f3e7fdc0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35BCBB58.2B20BD93@ndirect.co.uk> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<35BCBB58.2B20BD93@ndirect.co.uk>... 
> Hello. 


Right, the answer is probably here already but I can't find it. 


Which TMD primitives are not supported under Yaroze? I know we can't 
use lines or sprites, but can we use flat, gradiated quads without 
lighting? I'm at work, so I don't have my stuff with me, but I get an 
error something like "GPU 00H Code not recognised". The specific 
primitive I'm talking about is the one where you specify RGB values for 
each corner, and where no normals are used. 


VVVVVVVVV 


Yeah, that one works. I think the ones you cann't use are Lines, Sprites & 
tile-textured 


polys. 


Craig. 


—-MESSAGE FILE 13874 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000755 


—--MESSAGE FILE 13875 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000756 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: TMD Primitives 

Date: Mon, 27 Jul 1998 19:32:34 +0100 
Organization: I wish! 

Lines: 18 

Message-ID: <35BCC7C2.46CB@mdx.ac.uk> 
References: <35BCBB58.2B20BD93@ndirect.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 


> 

> Anyway, if someone has a list of which primitives are supported, and 
> which aren't it would save me a lot of faffing about. 

> 

> Herbs 


The gradient filled polys with no lighting are available (I use only 
them on my race game 2 demo) 


3d lines + sprites are not directly supported, but a fix can be done to 
get them to sort of work. theres a bit of work to b done on the routine, 
but i cant be arsed at the mo. (see also my page for a demo of 3d 
spritest+lines) 


Robert Swan 
rs108@mdx.ac.uk 
http://www.netyaroze-europe.com/~middex2 
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—-MESSAGE FILE 13875 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000756 


--MESSAGE FILE 13876 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000757 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Dragon 32?! 

Date: Mon, 27 Jul 1998 13:10:05 -0700 

Organization: SCEA News Server 

Lines: 34 

Message-ID: <6pima7Sep35@scea> 

References: <6otsjqScv91l@scea> <35B328FC.EOB64296@hinge.mistral.co.uk> <6pg28c$3uel@ 
chuka.playstation.co.uk> <Olbdb8e2Safff3660Sd5e4b8c3@Angelal.intelligent-—group.com> 
<35BCB6D9.3C210C42@ndirect.co.uk> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alex Herbert wrote in message <35BCB6D9.3C210C42@ndirect.co.uk>... 

>Craig Graham wrote: 

> 

>> That's how I did a map visualisation program on the Dragon32 & BBC Micro 
>> (for my GCSE project 10 years ago). 

> 

>Wow, I never knew anyone else with a Dragon 32 except me! I've still got 
>mine. I was coding in BASIC in those days. Remember POKE &HFFD7,0 (the 
double 

>clock poke)? Just think, we had to put up with 2-character variable names. 
> 

>Anyway, I moved onto the Sinclair QL after the Dragon. Did anyone else 
ever 

>have one of those? 


Well, being a US citizen (or Yank, since this is an SCEE group), I didn't 
have a Dragon, but I did have it's (pseudo) twin. The TRS-80 Color 
Computer, or CoCo. :) ԼԵ started out as a CoCo 1 (gray case, chicklet 
keyboard) with 4k of ram. When I finally gave it away it had 64k, a disk 
drive, multi-pak interface, editor assembler, orchestra 90, speech-sound 
pak, the works! It was my launching pad into the world of software 
development, even if it was BASIC, when I was about 10. The best day was 
when I threw out the cassette player for my disk drive. Oh, the speed! 


*sniff* *sniff* Now I miss the little bugger... :) 


-Steve 
> 
>Herbs 
> 
> 


--MESSAGE FILE 13876 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000757 


——MESSAGE FILE 13877 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000758 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Lightwave -» .tod? 

Date: Tue, 28 Jul 1998 21:26:59 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35BDC391.2B6A3784@cyberdude. com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (WinNT; I) 

Hi, 

I remember reading from this newsgroup that some one has a plugin that 

export tod file from lightwave, which he/she d/l from the net but dun 

seems to be able to find that message again. 

If anyone has it, or come across the message before, can u please mail 


it to me at doglife@cyberdude.com? If no one ever come across (hmmm 
seems like it's time for me to get a memory test :0), do tell me too. 


Thanks a lot! 


Doglife 


—-MESSAGE FILE 13877 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000758 


——MESSAGE FILE 13878 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000759 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Texture problem 

Date: Tue, 28 Jul 1998 15:08:19 +0100 
Organization: S.R. Studios 

Lines: 14 

Message-ID: <35BDDB53.81B9EE38@hi.is> 
NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi! 


I'm having a problem puting a texture on a 3d model. 

I've tried to use rsdAnim 1.4 and RsdTool and I've also tried to do it 
without any utility (just with code). But I still haven't managed to 
get 

it right. 

So I was wondering if anybody knows a good way to put textures on 3d 
models, 

or knows about a good example code to learn from? 


thanks 
Ari Pall 


—-MESSAGE FILE 13878 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000759 


—-MESSAGE FILE 13879 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000760 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: 28 Jul 1998 15:13:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <0Olbdba39$e36cc320Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35BDDB53.81B9EE38@hi.is> 

NNTP-Posting-Host: dl-s39-80-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ari Pall Albertsson <ari@hi.is> wrote in article 
<35BDDB53.81B9EE38@hi.is>... 

> Hi! 

> 
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So I was wondering if anybody knows a good way to put textures on 3d 
models, 
or knows about a good example code to learn from? 


> I'm having a problem puting a texture on a 3d model. 

> I've tried to use rsdAnim 1.4 and RsdTool and I've also tried to do it 
> without any utility (just with code). But I still haven't managed to 
> get 

> it right. 

> 

> 

> 


Are you remembering to load the textures on the PSX? Remember, textures 
aren't stored in the TMD file, so you have to load them seperately... 


> thanks 
> Ari Pall 


Craig. 


-—-MESSAGE FILE 13879 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000760 


—-MESSAGE FILE 13880 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000761 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: TMD Primitives 

Date: Tue, 28 Jul 1998 16:54:21 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35BDF42C.F3417613@ndirect.co.uk> 

References: <35BCBB58.2B20BD93@ndirect.co.uk> <35BCC7C2.46CB@mdx.ac.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin0O-08.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Thanks for the help guys. I guess I'll have to look back at my code. I 
started off creating single colour, unlit polys. Then commented out the 
primitive creation, and inserted flat shaded polys. Repeated this for 
gouraud shaded polys, and textured unlit. Everything worked as expected 
first time, but when I did the same for gradient, unlit polys, I got the GPU 
code OOH error. I assumed that GsSortObject4() didn't translate the 
primitives correctly, so my data must be invalid - hence the original 
question. But I guess if people have used them, I must have made a trivial 
mistake, like missing a word, or not icrememnted my primitive pointer 
correctly. I'll check. 


Herbs 


—-MESSAGE FILE 13880 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000761 


--MESSAGE FILE 13881 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000762 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: Tue, 28 Jul 1998 16:45:31 +0100 

Organization: S.R. Studios 

Lines: 42 

Message-ID: <35BDF21A.A4F69BO0@hi.is> 

References: <35BDDB53.81B9EE38@hi.is> <Olbdba39Se36cc320Sf30b0a0a@Angelal.intelligen 
t-group.com> 

NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.05 [en] (Win95; I) 
To: Craig Graham <c_graham@hinge.mistral.co.uk> 


Craig Graham wrote: 


>Ari Pall Albertsson <ari@hi.is> wrote in article 
><35BDDB53.81B9EE38@hi.is>... 

>> Hi! 

>> 

>> I'm having a problem puting a texture on a 3d model. 

>> I've tried to use rsdAnim 1.4 and RsdTool and I've also tried to do it 
>> without any utility (just with code). But I still haven't managed to 
>> get 


>> it right. 

>> So I was wondering if anybody knows a good way to put textures on 3d 
>> models, 

>> or knows about a good example code to learn from? 


VVVVVVVVVV VV VV 


>Are you remembering to load the textures on the PSX? Remember, textures 
> >aren't stored in the TMD file, so you have to load them seperately... 
> >Craig 


No I'm not, It's good to know that the TMD file does not include the 
textures. 

Ok, now I'm using a functions from a demo that came with the CodeWarrior 2. 
First 

I call the "void ProperInitialiseTexture (long address, GsIMAGE* imageInfo)" 
function 

and then there is another function called 

"u_short SortSpriteObjectPosition (ObjectHandler* object)" 


witch I'm not sure what to do with.. (the example, states it's not ready). 

I would appriciate if somebody would send me some samplecode, so I could fix 
my 

errors. 


(I always see "Something" on the 3d models, but that's always something 
strange. I store 
the .tim file at (640,0) in the VRAM, that is outside the frame buffers.) 


thanks 
Ari Pall 


—-MESSAGE FILE 13881 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000762 


——MESSAGE FILE 13882 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000763 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: Tue, 28 Jul 1998 16:46:42 +0100 

Organization: S.R. Studios 

Lines: 40 

Message-ID: <35BDF262.C1236D1B@hi.is> 

References: <35BDDB53.81B9EE38@hi.is> <Olbdba39$e36cc320Sf30b0a0a@Angelal.intelligen 
t-group.com> 

NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


>Ari Pall Albertsson <ari@hi.is> wrote in article 
><35BDDB53.81B9EE38@hi.is>... 

>> Hi! 

>> 


V V V V 
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>> I'm having a problem puting a texture on a 3d model. 

>> I've tried to use rsdAnim 1.4 and RsdTool and I've also tried to do it 
>> without any utility (just with code). But I still haven't managed to 
>> get 


>> it right. 

>> So I was wondering if anybody knows a good way to put textures on 3d 
>> models, 

>> or knows about a good example code to learn from? 


VVVVVVVV VV 


>Are you remembering to load the textures on the PSX? Remember, textures 
> >aren't stored in the TMD file, so you have to load them seperately... 
> >Craig 


No I'm not, It's good to know that the TMD file does not include the 
textures. 

Ok, now I'm using a functions from a demo that came with the CodeWarrior 2. 
First 

I call the "void ProperInitialiseTexture (long address, GsIMAGE* imageInfo)" 
function 

and then there is another function called 

"u_short SortSpriteObjectPosition (ObjectHandler* object)" 


witch I'm not sure what to do with.. (the example, states it's not ready). 

I would appriciate if somebody would send me some samplecode, so I could fix 
my 

errors. 


(I always see "Something" on the 3d models, but that's always something 
strange. I store 
the .tim file at (640,0) in the VRAM, that is outside the frame buffers.) 


thanks 
Ari Pall 


—-MESSAGE FILE 13882 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000763 


——MESSAGE FILE 13883 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000764 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: ASE TO RSDANIM!! 

Date: Tue, 28 Jul 1998 20:59:52 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <6p172t$3ue9@chuka.playstation.co.uk> 
NNTP-Posting-Host: pm22-22.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi there, 


When I make an animation in 3D Studio and export it to .ASE fileformat so 
that I can load it into RSDANIM (to create the MIME info), there's seems to 
be no animation frames in RSDANIM, just the object (-pressing play, does 
nothing!), what am I doing wrong ??? ( .ASE save options in 3D Studio, 
perhaps ??) 


Btw. being quite happy seeing the new version of RSDANIM (nice work, 
Craig!). -There's one thing tough, I've just purchased a 3DFX-card and 
RSDANIM will not display any objects as long as it's plugged in (using the 
software option! -the same thing for both version 1.3 & 1.4)... 

Thanks in advance, 

Carlos Pieterse... 


—-MESSAGE FILE 13883 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000764 
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——MESSAGE FILE 13884 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000765 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: ASE TO RSDANIM!! 

Date: 28 Jul 1998 21:07:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <0Olbdba6éb$650c16c0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <6p172t$3ue9@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s8-49-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Carlos Pieterse <john-doe@image.dk> wrote in article 
<6p172t$3ue9@chuka.playstation.co.uk>... 

> Hi there, 

> 

> When I make an animation in 3D Studio and export it to .ASE fileformat so 
> that I can load it into RSDANIM (to create the MIME info), there's seems 
to 

> be no animation frames in RSDANIM, just the object (-pressing play, does 
> nothing!), what am I doing wrong ??? ( .ASE save options in 3D Studio, 

> perhaps ??) 


You've gotta turn on something in the ASE save box in Max (cann't remember 
what). It's not finished yet though, so don't depend on it.... 


> Btw. being quite happy seeing the new version of RSDANIM (nice work, 

> Craig!). -There's one thing tough, I've just purchased a 3DFX-card and 
> RSDANIM will not display any objects as long as it's plugged in (using 
the 

> software option! -the same thing for both version 1.3 & 1.4)... 


There's a program Tweek3DFX which allows you to turn off and on Direct3D's 
3Dfx support - use it to turn of the 3DFX before running RsdANIM. 


> Carlos Pieterse... 
Craig. 


—-MESSAGE FILE 13884 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000765 


—-MESSAGE FILE 13885 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000766 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: Tue, 28 Jul 1998 23:30:12 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 99 
Message-ID: <6plfss$3uel0@chuka.playstation.co.uk> 

References: <35BDDB53.81B9EE38@hi.is> <Olbdba39$e36cc320Sf30b0a0a@Angelal.intelligen 
t-group.com> <35BDF21A.A4F69B0@hi.is> 

NNTP-Posting-Host: pm25-55.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Ari Pall, 


>Ok, now I'm using a functions from a demo that came with the CodeWarrior 2. 
>First 

>I call the "void ProperInitialiseTexture (long address, GsIMAGE* 
imageInfo)" 


2222 (this means nothing, could be almost anything) 
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>function 
>and then there is another function called 
>"u_short SortSpriteObjectPosition (ObjectHandler* object)" 


222? (this too means nothing ... -sort of out of context) 
>witch I'm not sure what to do with.. (the example, states it's not ready). 
What ?? 


>I would appriciate if somebody would send me some samplecode, so I could 
fix 

>my 

>errors. 

>(I always see "Something" on the 3d models, but that's always something 
>strange. I store 

>the .tim file at (640,0) in the VRAM, that is outside the frame buffers.) 


Errrm... Well actually it is in the frame buffer!!! (The area of the frame 
buffer is 1024x512 !!! -remember?!) 


Did you code a routine to diplay a non-textured object ?? (You'll find 
plenty of sources in the demos area of the SCEE-yaroze webside, and on the 
members homepages too.. ) 

-A good idea when learning(/debugging) from someones source, is to write 
down (on piece of paper, that is!) the main steps of the program. Afterwards 
start from scratch writing your own source based upon the steps you wrote 
down. This way you should be sure to understand the code! 


If you did write a routine to display a 3D object, texturing it is a piece 
of cake. Follow these steps 


1) Load the .TIM file(s) into TIMTOOL position it somewhere safe in the 
frame buffer (not in the area you use for screen buffers) and make sure to 
sort the CLUT table(s) (if it's 4 or 8 -bit textures) aswell. 


2) Load the .RSD file (object file) into either RSDTOOL or 
RSDANIM (preferred) apply the texture(s). 


3) Use RSDLINK to convert it to a .TMD file. 


4) Load the .TMD and .TIM files into the yaroze's memory, at some 
approprieate address's (starting at 0x80090000, is a good idea). 


5) Within your source be sure to perform the following bit of code, before 
initialising your 3D object 


#define Texture_Address ???????+4 //(the address+4 where you loaded the 
.TIM file i.e. 0x80090500) 

GsIMAGE Texture; 

RECT rect; 

GsGetTimInfo((unsigned long *) (Texture_Address), &Texture); 

rect.x = Object_3D[03D_Num] .Texture.px; 

rect.y = Object_3D[03D_Num] .Texture.py; 

rect .w Object_3D[03D_Num] .Texture.pw; 

rect.h = Object_3D[03D_Num] .Texture.ph; 

LoadImage (&rect, Texture.pixel); 


// apply only the following 5 lines of code if, the texture is 4 or 8 bit. 


rect.x = Object_3D[03D_Num] .Texture.cx; 
rect.y = Object_3D[03D_Num] .Texture.cy; 
rect.w = Object_3D[03D_Num] .Texture.cw; 
rect.h = Object_3D[03D_Num] .Texture.ch; 


LoadImage (&rect, Texture.clut); 
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6) That's it!! 


> 

>thanks 

> Ari Pall 
> 

Good luck, 


Carlos Pieterse 


john-doe@image.dk 


—-MESSAGE FILE 13885 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000766 


—-MESSAGE FILE 13886 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000767 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: ASE TO RSDANIM!! 

Date: Wed, 29 Jul 1998 02:20:10 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <6plprcS$3uel13@chuka.playstation.co.uk> 

References: <6pl172tS3ue9@chuka.playstation.co.uk> <0Olbdba6éb$650c16c0Sf30b0a0a@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: pm30-54.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>You've gotta turn on something in the ASE save box in Max (cann't remember 
>what). It's not finished yet though, so don't depend on it.... 


Yeah, but what, I've been experimenting a bit (everything that seems obvious 
doesn't do it!!) -Perhaps, there's a difference between the .ASE format of 
3DS r2 / r4 (I, or rather my graphist, use r2). 


Anyway, I saw that you once asked for some info/documentation about the .ASE 
fileformat. Is there any chance you could lead me into a direction (URL of 
somekind) or perhaps mail the info to me (suggest you got it by now, since 
it's an implementet (-but not dependable!?) feature of RSDANIM). Wow! very 
impressed that you've also implemented a help file in RSDANIM v1.4...nice 
move!! (haven't had much time to check out the new features yet, tough.... ) 


>There's a program Tweek3DFX which allows you to turn off and on Direct3D's 
>3Dfx support - use it to turn of the 3DFX before running RSDANIM. 

Found it... Does the job! Thanxxx.... (huh, didn't have to dish my new 
3DFX-card anyway!!!) 


>Craig. 
Thanks again Craig, 


Carlos Pieterse. 


—-MESSAGE FILE 13886 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000767 


—--MESSAGE FILE 13887 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000768 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Some query on 3d animation 
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Date: Wed, 29 Jul 1998 16:39:43 +0900 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 63 

Message-ID: <35BEDIBE.C5F239A7@cyberdude. com> 
References: <35BC6BDE.21B450C9@cyberdude.com> <01bdb95b$1071d520S$f30b0a0a@Angelal.in 
telligent-group.com> 

NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Thanks for the explanation 

I've manage to find the plugin for 3ds R4 but not seems to be able to find the 
plugin for Lightwave. Does anyone have it? Or can anyone tell me the site where 
I can get it? 

doglife 


Craig Graham wrote: 


doglife <doglife@cyberdude.com> wrote in article 
<35BC6BDE.21B450C9@cyberdude.com>... 


> Hi, 

> 

> I am currently doing a research on yaroze for my school and now trying 
> on 3D character animation. After serching thru the members website and 
> reading the news group, there are still something I am unsure off and 
> hope that u guys will help me out on this 

> 

> 1) From the demo on the members website (found under the new FTP demo 
> download section), there is this sample using a .tod file to do 

> character animation. How is the tod file generated and is there a tool 
> for it? 


There are plugins for various 3D packages that generate TOD files. Ones 
available to Yaroze folks are (I think, haven't used them) 3D Studio R4 and 
Lightwave. 


2) And in the dino demo (found under the old FTP demo download section), 
a Similiar file with the extension .vdf is used for storing character 
animation. How is the file being generated and again, is there a tool 
for it? 


V V V V 


The Dino demo uses MIMe data to get it's animation, and stores it in the 
vdf 

file. It's basicly the same as RsdANIM's output, but RsdANIM outputs C 
which you compile into your program (easier for use on the Yaroze than 
putting it in another binary file). 


I'm gonna do a version of the Dino Demo (I've reversed the model to RSD 
using a nice tool called TMD2RSD from some Japanese bloke) using RsdANIM 


to get the animation - should be easy enough to produce. 

> For this question, I am just giving it a shot... 

> 

> 3) I found out that there are many ways on doing the animation like .tod 
> file (found in the member website), .vdf (from the dino demo), and by 

> using RsdAnim (cool tool u got there, Craig) etc... Is there a standard 
> way to do 3d character animation? If no (of course not!), which method 

> is most likely to be use and what are the method being use in commercial 
> game (like FF7, Tomb Raider etc...)? 


Most developers use their own animation methods tailored to the game in 
hand. 

There are various approaches, each with advantages and disadvantages. I'm 
afraid you'll not find one method that fit's everything though..... 


> Doglife 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


Craig. 
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-—-MESSAGE FILE 13887 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000768 


—-MESSAGE FILE 13888 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000769 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: 29 Jul 1998 08:26:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 111 

Message-ID: <0lbdbacaS456a5ac0$f30b0a0a@Angelal.intelligent-—group.com> 

References: <35BDDB53.81B9EE38@hi.is> <Olbdba39$e36cc320Sf30b0a0a@Angelal.intelligen 
t-group.com> <35BDF21A.A4F69B0@hi.is> <6plfssS3uel0@chuka.playstation.co.uk> 
NNTP-Posting-Host: d2-s34-137-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Carlos Pieterse <john-doe@image.dk> wrote in article 
<6plfss$3uel0@chuka.playstation.co.uk>... 
> Hi Ari Pall, 


>Ok, now I'm using a functions from a demo that came with the CodeWarrior 


> 
> 
2°. 
> >First 

> >I call the "void ProperInitialiseTexture (long address, GsIMAGE* 
> imageInfo)" 

> 

> 

> 


2222 (this means nothing, could be almost anything) 
But in fact it probably means this (a generic TIM image loader function): 


void ProperInitialiseTexture (long address, GsIMAGE* imageInfo) 
{ 

RECT rect; 

GsIMAGE temp; 


// If we've not specified an image info structure, we're not 
// going to re-use the information (probably a texture for a 3D model) 
// so we use a local to stand in for it. 
if (imageInfo==NULL) 
imageInfo=&temp; 


// +4 because we need to skip head of TIM file 
GsGetTimInfo( (u_long *) (address+4), imagelInfo); 


dumpIMAGE (imagelInfo) ; 


rect.x = imageInfo->px; 
rect.y = imageInfo->py; 
rect.w = imageInfo->pw; 
rect.h = imageInfo->ph; 
LoadImage ( é&rect, imageInfo->pixel); 


DrawSync (0); 


// if image needs a CLUT, load it up 
// (pmode: 8 or 9 ==> texture is 4-bit or 8-bit) 


if ( (imageInfo->pmode>>3) &0x01) 
{ 
rect.x = imageInfo->cx; 
rect.y = imageInfo->cy; 
rect.w = imageInfo->cw; 
rect.h = imageInfo->ch; 


LoadImage( &rect, imageInfo->clut); 
DrawSync (0); 
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} 


// wait for loading to finish 


>function 

>and then there is another function called 

>"u_short SortSpriteObjectPosition (ObjectHandler* object)" 
???? (this too means nothing ... -sort of out of context) 


V V V V 


Yeah, let's lose that one.... 


> >witch I'm not sure what to do with.. (the example, states it's not 
ready). 

> 

> 

> What ?? 

> 

> >I would appriciate if somebody would send me some samplecode, so I could 
> fix 

> >my 

> >errors. 

> >(I always see "something" on the 3d models, but that's always something 
> >strange. I store 

> >the .tim file at (640,0) in the VRAM, that is outside the frame 
buffers.) 

> 

> 

> Errrm... Well actually it is in the frame buffer!!! (The area of the 
frame 

> buffer is 1024x512 !!! -remember?!) 


Also, where's your CLUT positioned? 


> Did you code a routine to diplay a non-textured object ?? (You'll find 
> plenty of sources in the demos area of the SCEE-yaroze webside, and on 
the 

> members homepages too.. ) 


Good idea. Start off with just an object with no texture, get it to display 
then 
try an object with textures. 


> 2) Load the .RSD file (object file) into either RSDTOOL or 
> RSDANIM (preferred) apply the texture (s). 


Fame at last :) 

> 3) Use RSDLINK to convert it to a .TMD file. 
RsdANIM save's TMD's you know.... 

> Carlos Pieterse 

Craig. 


—-MESSAGE FILE 13888 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000769 


—--MESSAGE FILE 13889 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000770 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: Wed, 29 Jul 1998 13:17:42 +0100 

Organization: S.R. Studios 

Lines: 16 

Message-ID: <35BF12E6.B74379AA@hi.is> 
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References: <35BDDB53.81B9EE38@hi.is> 
NNTP-Posting-Host: realms.xnet.is 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks guys... 


After spending many hours on this, I finally solved it!!! 
Your help was very usefull. 


>> 3) Use RSDLINK to convert it to a .TMD file. 

> 

>RSdANIM save's TMD's you know.... 

Craig, when I save as TMD file in RsdANIM, I allways get an error when I 
run 

my program, but when I convert with RSDLINK, I get no error. 


thanks again 
Ari Pall 


—-MESSAGE FILE 13889 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000770 


——MESSAGE FILE 13890 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000771 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: 29 Jul 1998 13:42:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
Message-ID: <0Olbdbaf6$5ale53a0Sf30b0a0a@Angelal.intelligent-—group.com> 
References: <35BDDB53.81B9EE38@hi.is> <35BF12E6.B74379AA@hi.is> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ari Pall Albertsson <ari@hi.is> wrote in article 
<35BF12E6.B74379AA@hi.is>... 

> Thanks guys... 

> 

> After spending many hours on this, I finally solved it!!! 
> Your help was very usefull. 


What was the problem in the end? 


>> 3) Use RSDLINK to convert it to a .TMD file. 

> 

>RSdANIM save's TMD's you know.... 

Craig, when I save as TMD file in RsdANIM, I allways get an error when I 
run 

my program, but when I convert with RSDLINK, I get no error. 


VV NV V V V 


Ok, there are a few bugs in the TMD saving : ( 
> Ari Pall 
Craig. 


—-MESSAGE FILE 13890 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000771 


--MESSAGE FILE 13891 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000772 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 
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Date: Wed, 29 Jul 1998 17:56:01 +0100 

Organization: S.R. Studios 

Lines: 41 

Message-ID: <35BF5420.4F06FC9D@hi.is> 

References: <35BDDB53.81B9EE38@hi.is> <35BF12E6.B74379AA@hi.is> <Olbdbaf6$5ale53a0Sf 
30b0a0a@Angelal.intelligent-—group.com> 

NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


Ari Pall Albertsson <ari@hi.is> wrote in article 
<35BF12E6.B74379AA@hi.is>... 
> Thanks guys... 


> 
> After spending many hours on this, I finally solved it!!! 
> Your help was very usefull. 


VVVVVVVV 


What was the problem in the end? 


Well, first I didn't know enough how the RSD and TMD format works.And then it 
was just the CLUT.. I thought I had it on the right place, 

but I didn't... :( 

Well, It looks great now. :) 


> 

> 

> > >> 3) Use RSDLINK to convert it to a .TMD file. 

>>> 

> > >RsdANIM save's TMD's you know.... 

> > Craig, when I save as TMD file in RsdANIM, I allways get an error when I 
> > run 

> > my program, but when I convert with RSDLINK, I get no error. 
> 

> Ok, there are a few bugs in the TMD saving : ( 

> 

> 

>> Ari Pall 

> 

> Craig. 


and by the way. Is there a way to delete a texture from a model with 
RsdANIM? 


Ari Pall 


—-MESSAGE FILE 13891 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000772 


--MESSAGE FILE 13892 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000773 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Texture problem 

Date: 30 Jul 1998 07:57:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <Olbdbb8f$5e4c0640Sf30b0a0a@Angelal.intelligent-—group.com> 

References: <35BDDB53.81B9EE38@hi.is> <35BF12E6.B74379AA@hi.is> <Olbdbaf6$5ale53a0$f 
30b0a0a@Angelal.intelligent-group.com> <35BF5420.4F06FC9D@hi.is> 

NNTP-Posting-Host: d2-s8-111-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Ari Pall Albertsson <ari@hi.is> wrote in article 
<35BF5420.4F06FC9D@hi.is>... 

> and by the way. Is there a way to delete a texture from a model with 
> RsdANIM? 


No. I'll add it in 1.5. 
> Ari Pall 
Craig. 


—-MESSAGE FILE 13892 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000773 


--MESSAGE FILE 13893 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000774 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RsdANIM + Action Replay 

Date: 30 Jul 1998 11:23:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0Olbdbbac$15d82de0S$f30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: d3-s44-209-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Does anyone who's using RsdANIM also own an Action Replay + Comms Link? 


I've just finished adding support for fast previewing on the playstation 
using the 

AR to download the models & textures, and providing a link to the view 
panes 

in RSdANIM so that mouse control of the PC view (rotate & scale) also 
controls 

the playstation view in real time. It's pretty funky, fast, and works a 
treat... 


Anyone interested? 
Craig. 


Craig Graham 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13893 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000774 


—--MESSAGE FILE 13894 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000775 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <steve@backroom.tm> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdANIM + Action Replay 

Date: Thu, 30 Jul 1998 13:08:25 +0100 

Organization: Backroom Software Ltd. 

Lines: 27 

Message-ID: <6ppo04Sfvfl@chuka.playstation.co.uk> 

References: <0Olbdbbac$15d82de0S$f30b0a0a@Angelal.intelligent-group.com> 
NNTP-Posting-Host: userk230.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I'll 'ave a go'. 
Steve 


Craig Graham wrote in message 
<Olbdbbac$15d82de0Sf30b0a0a@Angelal.intelligent-group.com>... 
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>Does anyone who's using RsdANIM also own an Action Replay + Comms Link? 
> 

>I've just finished adding support for fast previewing on the playstation 
>using the 

>AR to download the models & textures, and providing a link to the view 
>panes 

>in RsdANIM so that mouse control of the PC view (rotate & scale) also 
>controls 

>the playstation view in real time. It's pretty funky, fast, and works a 
>treat... 

> 

>Anyone interested? 

> 

>Craig. 

>—— 

>Craig Graham 

>EMAIL: cgraham@hinge.mistral.co.uk 

> 
>+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 


—-MESSAGE FILE 13894 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000775 


——MESSAGE FILE 13895 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000776 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdANIM + Action Replay 

Date: Thu, 30 Jul 1998 15:49:47 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <6pptldSfvf2@chuka.playstation.co.uk> 

References: <QOlbdbbac$15d82de0Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: pm26-60.image.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in: 


>Does anyone who's using RSdANIM also own an Action Replay + Comms Link? 
> 

>I've just finished adding support for fast previewing on the playstation 
>using the 

>AR to download the models & textures, and providing a link to the view 
>panes 

>in RsdANIM so that mouse control of the PC view (rotate & scale) also 
>controls 

>the playstation view in real time. It's pretty funky, fast, and works a 
>treat... 

> 

>Anyone interested? 


I am! -Cool idea!!! (haven't received my CommsLink yet tough, but tommorow I 
hope...) 


> 

>Craig. 

>—— 

>Craig Graham 
>EMAIL:cgraham@hinge.mistral.co.uk 


Carlos Pieterse 
john-doe@image.dk 


—-MESSAGE FILE 13895 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000776 


—-MESSAGE FILE 13896 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000777 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Joshua Meeds <dreamer@sinclair.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSdANIM + Action Replay 

Date: Thu, 30 Jul 1998 16:34:41 -0700 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <35C10311.6BEFOD6C@sinclair.net> 

References: <QOlbdbbac$15d82de0S$f30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: dreamer.sincom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Yo! 


Craig Graham wrote: 

> 

> Does anyone who's using RSdANIM also own an Action Replay + Comms Link? 
> 

I've just finished adding support for fast previewing on the playstation 
using the 

AR to download the models & textures, and providing a link to the view 
panes 

in RSdANIM so that mouse control of the PC view (rotate & scale) also 
controls 

the playstation view in real time. It's pretty funky, fast, and works a 
treat... 


Anyone interested? 
Craig. 


Craig Graham 
EMAIL: cgraham@hinge.mistral.co.uk 


VVVVVVVVVVVVV VV V V 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 


< Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


— Willy Wonka quoting 

Arthur O'Shaughnessy 
-—-MESSAGE FILE 13896 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000777 


——MESSAGE FILE 13897 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000778 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: What's up with fog? 

Date: Sat, 01 Aug 1998 03:11:44 -0400 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <35C2BFAD.5EF8@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 
Has anyone spent any time figuring out a way to create a "smooth fog"? 


I can't seem to get the libgs fog system to produce anything other than 
a banded, uneven effect. You can visually count the steps of 
intensity... on one hand! :P 


I've seen some commercial games with this problem, but there also seem 
to be quite a few that don't have it. Anyone have ideas on what I could 
do? 


As always, thanks for the help. Even just a few pointers in the right 
direction should work wonders :) 


- Gerrit 
—-MESSAGE FILE 13897 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000778 


—--MESSAGE FILE 13898 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000779 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: What's up with fog? 

Date: Mon, 03 Aug 1998 12:08:57 +0100 
Organization: I wish! 

Lines: 20 

Message-ID: <35C59A49.5164@mdx.ac.uk> 
References: <35C2BFAD.5EF8@funnytown.com> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Gerrit Goossen wrote: 
> 
> Has anyone spent any time figuring out a way to create a "smooth fog"? 


Fogging is a bit dodgy, and as (from memory) I dont think you can spread 
the fogging out by subdividing a polygon (which makes sense as light 
calculations are only carried out once per polygon, regardless of 
subdivision and I assume the fogging component of light on a poly is 
calculated then). What you can do is mess around with the fogging 
attenuation coefficients (dqa and dqb). In the manual it doesn't really 
imply that you can mess around with dqb, which affects the 'spread' of 
the fogging. This leads onto several points - 


1) make your polygons smaller, so that there are more steps of colours 
2) mess around with dqb (1.25 * 4096 * 4096 is given in manual). Try 1.0 
* 4096 * 4096 or 1.5 * 4096 * 4096 (cant remember which one) and you 

should find you can smooth out the fogging 


Robert Swan 

rs108@mdx.ac.uk 

—-MESSAGE FILE 13898 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000779 


—-MESSAGE FILE 13899 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000780 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What's up with fog? 

Date: Mon, 03 Aug 1998 19:14:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <35C5FE22.C5A8645E@ndirect.co.uk> 

References: <35C2BFAD.5EF8@funnytown.com> <35C59A49.5164@mdx.ac.uk> 
Reply-To: aherbert@ndirect.co.uk 
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NNTP-Posting-Host: dialin2-02.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


Fogging is a bit dodgy, and as (from memory) I dont think you can spread 
the fogging out by subdividing a polygon (which makes sense as light 
calculations are only carried out once per polygon, regardless of 
subdivision and I assume the fogging component of light on a poly is 
calculated then). 


V V V V V 


Yep, sounds right. I started making a tiled floor out of flat shaded quads, and 
the "stepping" of intensity was quite visible. I changed the quads to Gouraud 
shading (using the same normal for each corner), switched the dithering on and 
now the fogging is silky smooth. Although I had shared the normals (so 
GsSortObject4 didn't have to rotate any more data), I was still surprised that 
there was little impact on the processing time. Ok, so the GPU has to do more 
work this way, but my code was overrunning the GPU anyway, so no problem. 


What you can do is mess around with the fogging 

attenuation coefficients (dqa and dqb). In the manual it doesn't really 
imply that you can mess around with dqb, which affects the 'spread' of 
the fogging. This leads onto several points - 


1) make your polygons smaller, so that there are more steps of colours 
2) mess around with dqb (1.25 * 4096 * 4096 is given in manual). Try 1.0 
* 4096 * 4096 or 1.5 * 4096 * 4096 (cant remember which one) and you 

should find you can smooth out the fogging 


VVVVVVVV VV 


Hmm, I was puzzled by dqb and how to set it right. In my code I set it as 
(5*4096*4096)/4, but then I noticed that in the CW Dino code it was set up as 
(5/4) *4096*4096. Should give the same result, but because of the integer maths 


of CW, (5/4) = 1. So, I have a question. Does the GNU compiler equate that 
expression correctly? Will this lead to more incompatibility between CW and GNU? 
Herbs 


—-MESSAGE FILE 13899 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000780 


—-MESSAGE FILE 13900 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000781 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: fixed point 

Date: Mon, 03 Aug 1998 20:08:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35C60AB5. 6C45FC6E@ndirect.co.uk> 

References: <35acda0b.597710638@news.scea.sony.com> <35ACE491.DB2B9236@ndirect.co.uk 
> <35b3b7b9.440328154@news.scea.sony.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-02.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Jamin Frederick wrote: 


> I guess I meant, more specifically, with 3D stuff. I know it is used 
> for specifying degees of rotation for sprites and models, and scale 
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> for sprites. 
Sorry. Ok, fixed point is used in rotation matrices, vectors as used with 


normals and lighting, erm, can't think of anywhere else. Anywhere that 
integers would seem fit ig guess. :) 


Herbs 


—-MESSAGE FILE 13900 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000781 


—-MESSAGE FILE 13901 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000782 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <net.yaroze@virgin.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdANIM + Action Replay 

Date: Wed, 5 Aug 1998 22:02:47 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <6qahpiS7vo7@chuka.playstation.co.uk> 

References: <QOlbdbbac$15d82de0S$f30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: pll-cormorant-gui.tch.virgin.net 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Sounds cool. If it's anything as good as ARS then I'd love a copy !! 


Thanks, 


James 


PS: 

Did I read somewhere you had a TMD to RSD file convertor ?? If so could 
you post it or send it to me (I can't get the link to work On the Yaroze 
SCEI mirror !!). Cheers. 


Craig Graham wrote in message 
<Olbdbbac$15d82de0Sf30b0a0a@Angelal.intelligent-group.com>... 

>Does anyone who's using RsdANIM also own an Action Replay + Comms Link? 
> 

>I've just finished adding support for fast previewing on the playstation 
>using the 

>AR to download the models & textures, and providing a link to the view 
>panes 

>in RsdANIM so that mouse control of the PC view (rotate & scale) also 
>controls 

>the playstation view in real time. It's pretty funky, fast, and works a 
>treat... 

> 

>Anyone interested? 

> 

>Craig. 

>—— 

>Craig Graham 

>EMAIL: cgraham@hinge.mistral.co.uk 

> 
>+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 


—-MESSAGE FILE 13901 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000782 


——MESSAGE FILE 13902 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000783 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: RsdANIM Progress Report 

Date: 6 Aug 1998 17:15:00 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 110 

Message-ID: <0Olbdc15d$195bae40Sf30b0a0a@Angelal.intelligent-—group. com> 
NNTP-Posting-Host: d2-s50-144-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


As I usually do, here's a progress report on RSdGANIM (since vl.4)..... 
Mario Wynands & Steve Spiller are bug chasing at the moment to try and 


sort out the DirectX problem that's been stopping some people using it. 
Thanks lads, nice one.... 


Some stuff listed here probably won't get released....never mind eh? 
[28/7/98] 

o Started adding code to use the Datel Action Replay to provide a fast 
previewer 


actually on the Playstation itself (taken from my ARS server/client 
code). 
o New toolbar added "Action Replay Control". 
o AR port setup available in options dialog. 
o AR comms class integrated into program (based on the stuff I wrote for 
ARS). 


[29/7/98] 
o AR texture download works. Bloody quick it is as well. 
o Fixed bug in vertex selection (couldn't click to select a single vertex 
if 

you had Show Vertices enabled without having Show Model enabled as well). 
o Added the "View Track" check box to the Action Replay Control toolbar. 
o Added Action Replay Comms Error dialog in case comms ops timeout. 
Provides Retry or Cancel 

options. 
o New CRC checked block transfer method for AR comms. I should go back and 
put this into 

ARS :) 
o Added AR model download code (save a temporary TMD as 
"c:\temp\temp_tmd.tmd", then downloads that). 


[30/7/98] 
o Added AR zoom & rotation control. 
o Coded Playstation side previewer. 
o AR preview mode works fine now....excellent!!! 


[2/7/98] 
o Improved speed of AR download approx. 300% by changing the process 
priority for the duration of 

the download, and removng timeout detection once a download is in 
progress (you may occasionally 

get an error using this, but it's worth it for the 99% of the time it 
works fine and is loads 

faster). 
o Added AR forced EXE download to put the previewer onto the playstation 
real quick. I probably 

cann't actually do a release with this code in, but it's quite useful. 
o Added playstation graphics resolution selection to the AR previewer and 
RsdANIM. 
o Added remote reset button to the AR Control toolbar. 


[3/7/98] 
o Added poly4 support to the TMD saving routine. 
New primitives: 
FP4 
GP4 
FP4N 
GP4N 
FTP4 
GTP4 
FTP4N 
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GTP4N 

This is used both by the direct TMD saving code (Save As->TMD) and the 
Action Replay previewer, 

(which saves out a temporary TMD to download to the Playstation). 
o Inlined the playstation side AR previewer EXE into the RsdANIM 
executable. 

This will probably not make it into a general release version (see note 
on forced exe download 

on 2/7/98). 
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[27/7/98]: Limited distribution source release 1.5 (prerelease) 
Released to a small number of people who offered 
to help with debugging some issues with the 
Direct3D code. 
Thanks to Steve Spiller & Mario Wynands for their help. 


[5/7/98] 
o Added CPU & GPU load profiler to PSX side previewer (not for release to 
Yaroze members). 
o Added switches to turn these on and off from RsdANIM's TOOLS menu. 
o Fixed bug in RSD saving, bones skeleton now correctly saves baseframe 
skeleton instead of 

current edit frame skeleton. 


[6/7/98] 
o Bones skeleton now saved for all keyframes, previously only the baseframe 
skeleton was saved. 

Older bones files will still load, but will save out in the new extended 
format. 
o Plugged the memory leak (at long last) that's been giving me grief since 
v1.0 :) 
o When we arrive at the final frame of an animation, correctly set the 
bones and stuff (the 2nd 

to last frame's bones skeleton was being set instead). 


Craig. 


Craig Graham, 
EMAIL: cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
—-MESSAGE FILE 13902 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00000783 


g/0000000 


--MESSAGE FILE 13903 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000784 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: To big model?! 

Date: Thu, 06 Aug 1998 19:15:09 +0100 
Organization: S.R. Studios 

Lines: 16 

Message-ID: <35C9F2AD.6A85120F@hi.is> 
NNTP-Posting-Host: realms.xnet.is 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


hi! 

I wrote a program that can view 3d models, but when I try to import a 
big 

model (more than 3000 polys) I always get the error: 


GPU CODE 80H not assigned. 
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(repeated over and over again) 
anyone know what that is? and what is wrong? 


thanks 
Ari Pall 


—-MESSAGE FILE 13903 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000784 


——MESSAGE FILE 13904 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000785 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: To big model?! 

Date: Fri, 07 Aug 1998 09:38:09 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <35CABCF1.5994BFD0@scee.sony.co.uk> 
References: <35C9F2AD.6A85120F@hi.is> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 
X-Accept—-Language: en 


Ari Pall Albertsson wrote: 

> 

> I wrote a program that can view 3d models, but when I try to import a big 

> model (more than 3000 polys) I always get the error: 

> 

> GPU CODE 80H not assigned. 

> 

> (repeated over and over again) 

> 

> anyone know what that is? and what is wrong? 

There are two possible problems - firstly, your packet creation area (the buffer you 
set every frame with GsSetWorkBase() ) is not large enough. Roughly speaking, a sing 


le flat shaded 

textured model will take up a maximum of 32*NUM_POLYGONS bytes in the packet area. I 
f this area 

isn't big enough, you can get some strange GPU code errors as one buffer overflows i 
nto another. 


Secondly, due to a bug in the libraries, a few TMD primitives don't work. These are: 
o 3D sprites (sprites within a TMD) 
o Lines within a TMD 
o Double sided polygons 
o Non-textured Gouraud (gradient) quads 


There might be a couple of variations on the last item there - there are a couple of 
threads on this 

problem in this newsgroup. If I can compile a definitive list, I'll put it in the pr 
ogramming FAQ. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Remember, Subaru spelled backwards is U-R-A-BUS. 
-—-MESSAGE FILE 13904 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000785 


Net Yaroze newsgroups message dump.txt Page 9349 


--MESSAGE FILE 13905 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000786 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3D Terrain, Again 

Date: Sat, 8 Aug 1998 15:12:56 -0500 

Organization: Ryu-Ki Software 

Lines: 14 
Message-ID: <6qibl14Sldg20@chuka.playstation.co.uk> 
NNTP-Posting-Host: 171-234-44.ipt.aol.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well, again I am asking the same question, in reguards to how the check 
collisions against a 3D terrain. Does anyone know how it has been done in 
games like Crash Bandicoot and other outdoor environments. I am mostly 
interested in Crash, because that is eventually the type of game I will be 
making, but I would like the level editor that I design to be adaptable to 
as many game types as possible, with a focus on outside uneven terrains. 
Your help, again, will be greatly appreciated. 


Nathan Miller 
Ryu-Ki Software 
kiryu@aol.com 


—-MESSAGE FILE 13905 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000786 


——MESSAGE FILE 13906 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000787 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Voxels 

Date: Mon, 10 Aug 1998 14:06:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35CEF045.CF2ECD6@nospam.easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi everyone 


Started getting into 3D as a result of the Middx. Short Course. However, 
I would like to try something different from polygons. 


I've been reading a bit recently on the mathematics of voxels and was 
wondering what would be involved in writing some sort of voxel engine on 
the Yaroze, given that we can't address pixels directly. 


Has anyone tried anything like this yet? 
Phil 


-—-MESSAGE FILE 13906 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000787 


—--MESSAGE FILE 13907 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000788 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Voxels (LONG) 

Date: 10 Aug 1998 13:48:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 1749 

Message-ID: <0Olbdc464$e2f7b460Sa8e4b8c3@Angelal.intelligent-—group.com> 
References: <35CEF045.CF2ECD6@nospam.easynet.co.uk> 

NNTP-Posting-Host: d3-s12-168-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Phil Gooch <philg@nospam.easynet.co.uk> wrote in article 
<35CEF045.CF2ECD6@nospam.easynet.co.uk>... 
> Hi everyone 


Started getting into 3D as a result of the Middx. Short Course. However, 
I would like to try something different from polygons. 


I've been reading a bit recently on the mathematics of voxels and was 
wondering what would be involved in writing some sort of voxel engine on 
the Yaroze, given that we can't address pixels directly. 


VVVVVVVVV 


Has anyone tried anything like this yet? 


Nope. But here's the PC source for a Voxel landscape engine...very quick it 
is as well... 


Craig. 
(taking no credit, it's not my code...) 


—-MESSAGE FILE 13907 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000788 


—-MESSAGE FILE 13908 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000789 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Non-coplanar quads 

Date: Mon, 10 Aug 1998 21:08:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <35CF5337.79CB@manc.u-net.com> 
References: <0Olbccdd1l$bd605fc0SLocalHost@default> 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Mike wrote: 

> I was wondering how the GS lib deals with non-coplanar quads, that is, 
> four-sided polygons whose vertices are not in the same plane. Does it 
> split quads into tris? If so, does it do this in a predictable way 

> (ie. always using the same combinations of vertices to form the tris)? 


I believe quads are actually drawn as two triangles by the GsLib, 
planar or otherwise -- so a non-coplanar quad would have an 
unpredictable fold/split direction (depending on the vertex order) 
I'm sure of this because when you get up right close to polygons they 
disappear when cutting the projection plane, and sometimes, even 
quads split diagonally into a triangle. 
It of course is faster than always handling triangles because of 
the way the lower level gslib handles the TMDs. 

I don't think you'll often come across non-coplanar quads though 
because a 3D editor would not export such a polygon in DXF format, 
but it could be forced manually of course. 


My problem is getting the camera to get right up close to the floor or 
walls without the projplane cutting huge sections of the road/wall 
out. Automatic poly subdivision reduces this but is logarithmically 
expensive (but then again its often necessary to reduce texture map 
warp). One thing I've noticed is drawing a single 4-vertex quad 
polygon with 4x4 subdivision (effectively 16 polys) is a LOT faster 
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than a 25 vertex 16 polygon TMD with no subdivision. But alas at the 
expense of texture sizes. 


Later, 

Jim 

PS I realise your message was over 10 months old but I only just 
read it! (and no-one else has responded) 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 13908 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000789 


——MESSAGE FILE 13909 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000790 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: GsLinkObject4 makes integer from pointer? 

Date: Tue, 11 Aug 1998 00:57:07 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35CF88D3.4762@manc.u-net.com> 

NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


Hello all, 
When compiling my 3D stuff (with -Wall) I always get this error: 


main.c:181: warning: passing arg 1 of 'GsLinkObject4' makes integer 
from pointer without a cast 


The code is correct: 
void InitObject (u_long memaddr, OBJECT *object) 
{ 


GsLinkObject4((u_long *)memaddr+3, &object->gsdobj2, 0); 
} 


I guess this warning is normal and everyone gets it using -Wall, 
but can anyone explain exactly what it's warning me of and why? 


Thanks, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 13909 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000790 


—--MESSAGE FILE 13910 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000791 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsLinkObject4 makes integer from pointer? 
Date: Tue, 11 Aug 1998 02:41:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <35CFA154.5EAB@manc.u-net.com> 

References: <35CF88D3.4762@manc.u-net .com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 
> I guess this warning is normal and everyone gets it using -Wall, 
> but can anyone explain exactly what it's warning me of and why? 


OK I'm an idiot -- I looked at libps.h and saw that 
GsLinkObject4's first argument takes a u_long, and makes it into a 
pointer itself, obviously. Still worked though :) 


D'OH! 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


-—-MESSAGE FILE 13910 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000791 


—-MESSAGE FILE 13911 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000792 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Voxels 

Date: 11 Aug 1998 07:45:44 GMT 

Organization: SCEE 

Lines: 31 

Message-ID: <01lbdc404S57cbh5aa0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35CEF045.CF2ECD6@nospam.easynet.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Phil, 


I was also going to attempt voxels using Net Yaroze. Problem is it's a 
memory hog. I guess it depends how big you want your world. I don't 
know when I'll start or finish it but you can check x2ftp for PC source 
code. 

I'll take voxels over huge ugly polys any day! On a side note..I have a 
couple 

of friends coding Outcast for the PC...hottest voxel engine ever made! 


Regards, 

George@SCEE 

Phil Gooch <philg@nospam.easynet.co.uk> wrote in article 
<35CEF045.CF2ECD6@nospam.easynet.co.uk>... 


> Hi everyone 


Started getting into 3D as a result of the Middx. Short Course. However, 
I would like to try something different from polygons. 


I've been reading a bit recently on the mathematics of voxels and was 
wondering what would be involved in writing some sort of voxel engine on 
the Yaroze, given that we can't address pixels directly. 


Has anyone tried anything like this yet? 


Phil 


VVVVVVVVVVV VV 


-—-MESSAGE FILE 13911 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000792 


--MESSAGE FILE 13912 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000793 
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Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 makes integer from pointer? 

Date: 11 Aug 1998 07:47:23 GMT 

Organization: SCEE 

Lines: 21 

Message-ID: <0Olbdc498Sbc0ec6c0S$f2e832a2@gbain.wav.scee.sony.co.uk> 
References: <35CF88D3.4762@manc.u-net.com> <35CFA154.5EAB@manc.u-net.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi Jim, 
It would have caused havoc later on.... 
Regards, 


George@SCEE 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<35CFA154.5EAB@manc.u-net.com>... 


> OK I'm an idiot -- I looked at libps.h and saw that 

> GsLinkObject4's first argument takes a u_long, and makes it into a 
> pointer itself, obviously. Still worked though :) 

> 

> D'OH! 

> Jim 


9353 


-—-MESSAGE FILE 13912 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000793 


—-MESSAGE FILE 13913 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000794 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Voxels (LONG) 

Date: Tue, 11 Aug 1998 12:09:41 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <35D02675.62824283@nospam.easynet.co.uk> 


References: <35CEF045.CF2ECD6@nospam.easynet.co.uk> <Olbdc464Se2f7b460Sa8e4b8c3@Ange 


lal.intelligent-—group.com> 
NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Craig Graham wrote: 


Nope. But here's the PC source for a Voxel landscape engine...very quick it 
is as well... 


> Phil 


Craig. 
(taking no credit, it's not my code...) 


VVVVVVVVVV 


Thanks Craig. This should keep me busy for a while... 


Phil 
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-—-MESSAGE FILE 13913 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000794 


—-MESSAGE FILE 13914 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000795 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Voxels 

Date: Tue, 11 Aug 1998 12:10:48 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35D026B8.CF464FFD@nospam. easynet.co.uk> 

References: <35CEF045.CF2ECD6@nospam.easynet.co.uk> <Olbdc404S$57cb5aa0$f2e832a2@gbai 
n.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 


> Hi Phil, 

> 

> I was also going to attempt voxels using Net Yaroze. Problem is it's a 
> memory hog. I guess it depends how big you want your world. I don't 

> know when I'll start or finish it but you can check x2ftp for PC source 
> code. 

> I'll take voxels over huge ugly polys any day! On a side note..I have a 
> couple 

> of friends coding Outcast for the PC...hottest voxel engine ever made! 
> 

> Regards, 

> 

> George@SCEE 

> 


I read about Outcast in Edge a couple of months ago. Looks superb! Wonder if 
they'll be a Mac version... 


Phil 


—-MESSAGE FILE 13914 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000795 


—-MESSAGE FILE 13915 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000796 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 prototype error? 

Date: Tue, 11 Aug 1998 13:37:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <35D03B22.5D50@manc.u-net.com> 

References: <35CF88D3.4762@manc.u-net.com> <35CFA154.5EAB@manc.u-net.com> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Shaughnessy wrote: 
> OK I'm an idiot -- I looked at libps.h and saw that 


Now I'm not so sure..... pe) 
Turns out that passsing a u_long to GsLinkObject4 compiles fine 
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but crashes the program. Mmmm why do I feel like I'm the only one? 


Tha manual clearly states that the function takes a u_long pointer, 
and (unusually ;)) I reckon the manual IS correct -- but my libps.h 
is at fault. I altered libps.h (oo!) to make its prototype think 
that arg 1 is indeed a pointer and VOILA, everything suddenly 
compiles without warnings and the code runs fine. 

How come nobody else has come up with this problem? 


What I think is going on here is I am using ver 2.10 of libps.h, 
downloaded from the website, not the older ver 1.0 from the CD, 
which possibly most people still use (?) 


Someone must know what's going on here - please! If I'm right I 
suggest Sony fix the libps.h file (just by adding a '*' !) on the 
updates area (assuming v2.10 is still the latest..) as even 


harmless warnings gives me the heebies! 


Thanks, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 13915 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000796 


——MESSAGE FILE 13916 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000797 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 prototype error? 

Date: Tue, 11 Aug 1998 15:08:48 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 28 

Message-ID: <35D05070.348AE2E@scee.sony.co.uk> 

References: <35CF88D3.4762@manc.u-net.com> <35CFA154.5EAB@manc.u-net.com> <35D03B22. 
5D50@manc.u-net.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


James Shaughnessy wrote: 

> 

> Turns out that passsing a u_long to GsLinkObject4 compiles fine 
> but crashes the program. 


It shouldn't. GsLinkObject4 definitely needs a u_long, but internally converts it to 
a u_long*. 
Instead of changing libps.h, it might be an idea to cast it properly: 


u_long *memaddress = (u_long *)0x80091234; 
GsLinkObject4 ((u_long) (memaddress + 3), 


That will get rid of your warnings. 


Because of your change to libps.h, the compiler will think that it is passing a poin 
ter instead of 

an integer. I can't think of any reason why, but it might just change the code outpu 
t by the 

compiler. (Actually, I checked - with my compiler, it doesn't, but GNU might). It's 
more likely that 

you've done something like added 3 to a u_long, which will create an unaligned addre 
ss, crashing the 

system. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


One Chicken to bring them all and in the darkness bind them. 
—-MESSAGE FILE 13916 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000797 


—--MESSAGE FILE 13917 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000798 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 prototype error? 

Date: 11 Aug 1998 16:17:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <01lbdc542$ea168620S$230b0a0a@Angelal.intelligent-—group.com> 

References: <35CF88D3.4762@manc.u-net.com> <35CFA154.5EAB@manc.u-net.com> <35D03B22. 
5D50@manc.u-net.com> <35D05070.348AE2E@scee.sony.co.uk> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Russell <James_Russell@scee.sony.co.uk> wrote in article 
<35D05070.348AE2ER@scee.sony.co.uk>... 

> James Shaughnessy wrote: 

>> 

> > Turns out that passsing a u_long to GsLinkObject4 compiles fine 
> > but crashes the program. 
> 
> 


It shouldn't. GsLinkObject4 definitely needs a u_long, but internally 
converts it to a u_long*. 
> Instead of changing libps.h, it might be an idea to cast it properly: 
> 
> u_long *memaddress = (u_long *)0x80091234; 
> GsLinkObject4((u_long) (memaddress + 3), 


Don't do that. What was happening is: 
GsLinkObject4 ((u_long*)memaddress + 3, ..) 


cast's memaddr to a ս 1օոց", then adds sizeof (ս 1օոց)"3 to it (check your 
pointer addition semantics), 

so you get the cast warning in the compiler, but it does work. Actual value 
passed will be 


memaddr+sizeof (u_long) *3==&memaddress[3]==valid address 


Doing what James suggests will indeed cause a crash as you then get the 
actual value passed as: 


memaddr+3==an odd address==a crash like it says below. 


> Because of your change to 11Եթտ.հ, the compiler will think that it is 
passing a pointer instead of 

> an integer. I can't think of any reason why, but it might just change the 
code output by the 

> compiler. (Actually, I checked - with my compiler, it doesn't, but GNU 
might). It's more likely that 

> you've done something like added 3 to a u_long, which will create an 
unaligned address, crashing the 

> system. 


To ditch all the errors use: 


GsLinkObject4 ((u_long)memaddress + (u_long) (sizeof (u_long) *3),...) 
or 
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GsLinkObject4 ((u_long) ((u_long*)memaddress + 3),...) 


> Cheers, 
> 
> James 


Craig. 
—-MESSAGE FILE 13917 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000798 


--MESSAGE FILE 13918 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000799 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 prototype error? 

Date: Tue, 11 Aug 1998 18:21:30 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 19 
Message-ID: <35D07D9A.58DF37BA@scee.sony.co.uk> 

References: <35CF88D3.4762@manc.u-net.com> <35CFA154.5EAB@manc.u-net.com> <35D03B22. 
5D50@manc.u-net.com> <35D05070.348AE2E@scee.sony.co.uk> <01lbdc542$eal168620S230b0a0aG@ 
Angelal.intelligent-—group.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Craig Graham wrote: 


> 

> > u_long *memaddress = (u_long *)0x80091234; 
> > GsLinkObject4 ((u_long) (memaddress + 3), 

> 


> Don't do that. 


I think what I wrote should work. I put the memaddress + 3 in parentheses, and becau 
se memaddress 
was a u_long*, it would be the same as &memaddress[3], calculated _before_ the cast. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


One Chicken to bring them all and in the darkness bind them. 
—-MESSAGE FILE 13918 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000799 


——MESSAGE FILE 13919 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000800 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSdANIM Progress Report 

Date: 11 Aug 1998 17:38:54 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <01lbdc54e$408dd5c0$230b0a0a@Angelal.intelligent-group.com> 

References: <0Olbdc15d$195bae40Sf30b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 
X-Newsreader: Microsoft Internet News 4.70.1155 


Update on progress: 


[7/8/98] 
o Added new binary MIMe save code. 
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o Extended the PSX side RsdANIM library with two new functions: 


LinkMIMe () : links a binary MIMe file so you can then use InitMIMe() o 
n 
ԼԵ. 

ReleaseMIMe(): releases a MIME_HANDLE and free's the memory allocated to 
It 


o Added support for animation previewing on the playstation. 
— New button in AR Control bar "AR Send MIMe" 
— Support in the PSX side previewer for downloading binary MIMe files. 
(animation plays continously once started). 


[10/8/98] 
o Re-arranged the TOOLS menu a bit. 
o Added new function "Delete Movement" (Tools->Movement->Delete). 


o Added new function "Remove Texture" (Tools->Texture->Remove). Removes all 
refferances 
to the selected texture from the model. All faces painted with it are 
made coloured, 
all other texture ID's are renumbered and the texture is removed from the 
RSD altogether. 
o Slight fix to the set as coloured face option. 
o Added new function "Rename Movement" (Tools->Movement->Rename) 
o Added new function "Rename Keyframe" (Tools->Keyframe->Rename) 
o Added new function "Rename Poly Group" (Tools->Group->Rename) 
o Added new generic rename function (Edit->Rename), will rename 
Movements, Groups or Keyframes. 


[11/8/98] 
o Added new function "Ungroup Polygons" (Tools->Group->Ungroup). 
o Fixed tools menu Tools->Keyframe->Delete to actually work. 
o Added new generic delete funtion (Edit->Delete), will delete Movements & 
Keyframes and ungroup 

Poly Groups (really, it deletes the grouping information, hence it being 
on the delete option). 
o Following Mario's suggestions on Backbuffer/Z-Buffer creation in the 
Direct3D code, I've added 

some retry code that attempts to ensure that the display is actually 
created correctly. A bit 

techie, but what it does is shrink the window and keep trying to create a 
Direct3D display 

using repeatedly smaller windows until it finds a size that your 3D card 
can handle. 

Note that this doesn't apply if you're using the software renderer. 
o Added a new pane in the Options dialog. This allows you to set the 
maximum view pane size. 

So, you can setup a huge max size so that you can have a single view full 
screen? Well, perhaps. 

Depends how much memory you've got on your 3D card. If you're using the 
software renderer 

(NO from the startup dialog) then you're in luck, as the DirectX 6 
software renderer will 

happily display 1280*1024*16bit Z-Buffered 3D images. Of course, the 
bigger the display pane, 

the slower it updates...... 


Craig. 


--MESSAGE FILE 13919 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000800 


——MESSAGE FILE 13920 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000801 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RsdANIM Progress Report 

Date: Wed, 12 Aug 1998 13:43:22 +1200 

Organization: Sidhe Interactive 

Lines: 20 

Message-ID: <6qqrj1S81j7@chuka.playstation.co.uk> 

References: <0l1bdc15dS$195bae40Sf30b0a0a@Angelal.intelligent-group.com> <01bdc54e$408 
dd5c0$230b0a0a@Angelal.intelligent-group.com> 
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NNTP-Posting-Host: p31-max3.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message 
<O1lbdc54e$408dd5c0S$230b0a0a@Angelal.intelligent-group.com>... 
>o Following Mario's suggestions on Backbuffer/Z-Buffer creation in the 


ՃՃՃՃՃՃՃՃՃ 


And Tyrone McAuley's :) 


(credit where credit is due and all that) 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


-—-MESSAGE FILE 13920 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000801 


--MESSAGE FILE 13921 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000802 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 prototype error? 

Date: Wed, 12 Aug 1998 03:05:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35D0F874.3B8A@manc.u-net.com> 

References: <35CF88D3.4762@manc.u-net.com> <35CFA154.5EAB@manc.u-net.com> <35D03B22. 
5D50@manc.u-net.com> <35D05070.348AE2E@scee.sony.co.uk> <01lbdc542$eal168620S230b0a0aG@ 
Angelal.intelligent-group.com> <35D07D9A.58DF37BA@scee.sony.co.uk> 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Thanks for the help James and Craig, I'm sure between you you've 
given me all the info I need to restore my libps.h to normal. I 
guess I should have realises that 3 might have been summit to do 
with it. D'OH! 


Cheers, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


James Russell wrote: 

Craig Graham wrote: 

> > u_long *memaddress = (u_long *)0x80091234; 

> > GsLinkObject4 ((u_long) (memaddress + 3), 

> Don't do that. 

I think what I wrote should work. I put the memaddress + 3 in 
parentheses, and because memaddress 

was a u_long*, it would be the same as &memaddress[3], calculated 
_before_ the cast. 

—-MESSAGE FILE 13921 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000802 


VVVVVVVV 
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--MESSAGE FILE 13922 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000803 

Path: chuka.playstation.co.uk!scea!valdes!cbrisebo 

From: Cary Brisebois <cbrisebo@csc.UVic.CA> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Converting 3D Vector to rotation matrix. 

Date: Tue, 11 Aug 1998 23:32:27 -0700 

Organization: SCEA News Server 

Lines: 26 

Message-ID: <Pine.SUN.3.96.980811232203.17662A-100000@valdes> 

NNTP-Posting-Host: valdes.csc.UVic.CA 

Mime-Version: 1.0 
Content-Type: TEXT/PLAIN; charset=US-ASCII 

X-Sender: cbhrisebo@valdes 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:803 scea.yaroze.pr 
ogramming.3d_graphics:278 


Here's a problem I am having: 


I obtain a normal vector from a polygon. I then want to place a cube 
tangent to this polygon with its z-axis (in its local coordinates) 
parallel to the normal vector. 


So as the first polygon moves in 3D, the cube will stay tangent and 'on 
top" of the polygon. 


I need to know an easy way to convert the normal vector into a rotation 
matrix for the cube. For example, if the normal vector was only lying in 
the x/y plane, then the rotation matrix would be around the Z axis. 


(I've seen a solution for this somewhere!!) 


This is easiest to think of if the polygon were situated at the origin of 
the world coordinates and the cube's bottom (sitting on the polygon) was 
also at the origin. 


Help! 
Cary. 


Technologicus Corruptus. 


—-MESSAGE FILE 13922 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000803 


——MESSAGE FILE 13923 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000804 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSdANIM Progress Report 

Date: 12 Aug 1998 07:27:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <01lbdc5cl$fed565c0$230b0a0a@Angelal.intelligent-—group.com> 

References: <0Olbdc15d$195bae40Sf30b0a0a@Angelal.intelligent-group.com> <01lbdc54e$408 
dd5c0$230b0a0a@Angelal.intelligent-group.com> <6qqrj1$81j7@chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s9-165-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


As Mario say's, credit where credit's due, and of course, Tyrone get's 
credit as well. 


I'll hopefully be releasing the new version real soon, just want to get the 
SIOCONS source 
so I can do a serial port download of the AR previewer so I can release 
the Yaroze libps 

built version. 


Craig. 
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Mario Wynands <mario@sidhe.co.nz> wrote in article 
<6qqrj1$8147@chuka.playstation.co.uk>... 

Craig Graham wrote in message 
<O1lbdc54e$408dd5c0S230b0a0a@Angelal.intelligent-group.com>... 

>o Following Mario's suggestions on Backbuffer/Z-Buffer creation in the 


v 


AAAAAAAAA 


And Tyrone McAuley's :) 


(credit where credit is due and all that) 


Mario Wynands 


Director/Project Coordinator, Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 


VVVVVVVVVVVVVV ՎՊՎՊՎՊՊՉՎՊՎՊ 


--MESSAGE FILE 13923 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000804 


——MESSAGE FILE 13924 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000805 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Converting 3D Vector to rotation matrix. 

Date: 12 Aug 1998 07:29:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0lbdc5c2$436287e0$230b0a0a@Angelal.intelligent-—group.com> 

References: <Pine.SUN.3.96.980811232203.17662A-100000@valdes> 

NNTP-Posting-Host: d3-s9-165-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:805 scea.yaroze.pr 
ogramming.3d_graphics:279 


Put both objects in the same coordinate system and that'll happen 
without you having to do any calculations at all. 


Craig. 


—-MESSAGE FILE 13924 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000805 


——MESSAGE FILE 13925 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000806 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Converting 3D Vector to rotation matrix. 

Date: Wed, 12 Aug 1998 08:56:51 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <35D14AC3.C7F70F5C@scee.sony.co.uk> 

References: <Pine.SUN.3.96.980811232203.17662A-100000@valdes> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:806 scea.yaroze.pr 
ogramming.3d_graphics:280 
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Cary Brisebois wrote: 


> 
> I obtain a normal vector from a polygon. I then want to place a cube 
> tangent to this polygon with its z-axis (in its local coordinates) 


> parallel to the normal vector. 


If you put the cube into the same coord system as the polygon, you won't need to cre 
ate a different 

rotation vector. However, animating that cube (rotating it around its Z) will be dif 
ficult if your 

polygon is not axis aligned. So alternatively, you can make the coordinate system of 
the cube a 

child of the coordinate system of the polygon. The translation of the child system w 
ill be the 

position (in the parent) where you want the cube to be on the polygon. The 3x3 rotat 
ion matrix will 

(U,V,N), where U,V,N are 1x3 vectors stacked on top of one another to create a 3x3 m 
atrix. The 

values of U, V and N are as follows. If you are looking at the cube it its coordinat 
e system: 


U is the right (X axis) vector. 
V is the down (Y axis) vector. 
N is the in (Z axis) vector. 


You already know N, it's the normal. You can calculate V by doing a projection onto 

some standard 

‘up' vector, and U will be the cross product օք V and N. Make sure all 3 are normali 
sed afterwards. 

All 3 should be perpendicular to each other. If that doesn't work, try using the tra 
nspose of the 

matrix. (To be honest, I couldn't get this approach to work when I tried it, but Id 
idn't spend very 

long on it.) The full theory is well described in "Computer Graphics" by FS Hill Jr. 


Decomposing this matrix into Euler coordinates (3 angles of rotation) is non-trival. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
—-MESSAGE FILE 13925 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000806 


—--MESSAGE FILE 13926 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000807 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: the cutting edge! :) 

Date: Wed, 12 Aug 1998 17:04:07 +0100 
Organization: S.R. Studios 

Lines: 16 

Message-ID: <35D1BCF7.72328388@hi.is> 
NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi! 


I'm setting up a 3d scene, and the problem is that the polygons near the 
edge of the screen won't appear. (they dissapear if any part of them is 
not on screen.) 

How can I fix this?? No "real" game does this. 
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I've tried to change the projection distance, and the distance between 
the viewpoint and the reference point. Doing this I can reduce the 
problem, but it does not solve it. 


I really need to fix this bug! 


thanx 
Ari Pall 


—-MESSAGE FILE 13926 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000807 


——MESSAGE FILE 13927 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000808 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: the cutting edge! :) 

Date: Wed, 12 Aug 1998 20:44:41 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <35D1F0A9.B85A662D@scee.sony.co.uk> 
References: <35D1BCF7.72328388@hi.is> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Ari Pall Albertsson wrote: 


v 


Hi! 


> 
> 
> I'm setting up a 3d scene, and the problem is that the polygons near the 
> edge of the screen won't appear. (they dissapear if any part of them is 

> not on screen.) 

The libraries clip anything that has a negative Z after transformations. Scale your 
models so that 

they are bigger. This reduces (but does not solve) the problem. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Other than that, how'd you like the play, Mrs. Lincoln? 
—-MESSAGE FILE 13927 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000808 


——MESSAGE FILE 13928 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000809 

Path: chuka.playstation.co.uk!news 

From: "Carlos Pieterse" <john-doe@image.dk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: the cutting edge! :) 

Date: Wed, 12 Aug 1998 23:03:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <6qsvtd$n7i3@chuka.playstation.co.uk> 

References: <35D1BCF7.72328388@hi.is> <35D1F0A9.B85A662D@scee.sony.co.uk> 
NNTP-Posting-Host: p301-044.ppp.get2net.dk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Russell wrote in message >> 
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>The libraries clip anything that has a negative Z after transformations. 
Scale your models so that 
>they are bigger. This reduces (but does not solve) the problem. 


I think enlarging your models will indeed make it even worse, as the 
polygons get larger and are more visable. The problem seems to accur when 
you move towards an object along the z-axis and as you stated the z-coord 
(one of them anyway!) gets negative the polygon disappear (gets clipped) ! 

I was thinkin'..: is it possible to set the clipping area outside the screen 
and would this perhaps solve the problem?? 

Anyway, how do you solve the problem (and as Ari wrote, you don't see this 
in real games... due to the developer libraries ??) ?? 


>Cheers, 
> 


>James 
> 


Carlos Pieterse 


9364 


-—-MESSAGE FILE 13928 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000809 


--MESSAGE FILE 13929 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000810 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: the cutting edge! :) 

Date: Thu, 13 Aug 1998 02:53:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <35D24700.7DD9@manc.u-net.com> 


i3@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Carlos Pieterse wrote: 
> Anyway, how do you solve the problem (and as Ari wrote, you don't see 
> this in real games... due to the developer libraries ??) ?? 


Yes it is a big problem but there is a very neat solution, albeit 
expensive. Just set the automatic subdivision bits (9-11) in the 
TMD's GsSDOBJ2.attribute value. (see P20/21 of library reference) 


4x4 subdivision seems to be ample normally, any more and you're 
watching a slideshow. It helps fix texture-warping too. Remember 
though you might need to up your packet space.. 


If you're smart you could make it so it only subdivides models that 
are near the projection plane, saving a load of time rendering a 
scene, I guess this is what the professional games do. 


Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


References: <35D1BCF7.72328388@hi.is> <35D1F0A9.B85A662D@scee.sony.co.uk> <6qsvtd$n7 


—-MESSAGE FILE 13929 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000810 


——MESSAGE FILE 13930 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000811 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: the cutting edge! :) 

Date: 13 Aug 1998 08:11:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <01bdc6915$46c030c0S$230b0a0a@Angelal.intelligent-—group.com> 
References: <35D1BCF7.72328388@hi.is> <35D1F0A9.B85A662D@scee.sony.co.uk> <6qsvtd$n7 
i3@chuka.playstation.co.uk> 

NNTP-Posting-Host: d3-s14-170-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Carlos Pieterse <john-doe@image.dk> wrote in article 
<6éqsvtd$n7i3@chuka.playstation.co.uk>... 

> Anyway, how do you solve the problem (and as Ari wrote, you don't see 
this 

> in real games... due to the developer libraries ??) ?? 


I think you'll find that many (most?) developers don't actually use the Gs 
library for their 

graphics. They tend to use their own engines setup the way they want them, 
which may 

include stuff like proper poly clipping, Z buffering or more advanced 
display rendering 

(if you can avoid using the painters algorithm that the Gs library uses, 
you can up the 

poly count in a game loads). You cann't do any of this on the yaroze as the 
low level 

graphics primitives are not available. 


Of course, you could decipher them from the GPU packet buffer and ordering 
tables 

by sorting single primitives (eg. sort a sprite, check what the prim was, 
sort a TMD 

with a single poly of a type, check what the result was, etc). Then you can 
do your 

own low-level primitive drivers and roll a 3D engine to avoid the problems 
in the 

Gs renderer. 


> Carlos Pieterse 
Craig. 


—-MESSAGE FILE 13930 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000811 


——MESSAGE FILE 13931 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000812 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: To big model?! 

Date: Thu, 13 Aug 1998 13:59:51 +0100 

Organization: I wish! 

Lines: 16 

Message-ID: <35D2E347.4CC9@mdx.ac.uk> 

References: <35C9F2AD.6A85120F@hi.is> <35CABCF1.5994BFD0@scee.sony.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Russell wrote: 

> Secondly, due to a bug in the libraries, a few TMD primitives don't work. These ar 
e: 

> o 3D sprites (sprites within a TMD) 
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> o Lines within a TMD 
> o Double sided polygons 
> o Non-textured Gouraud (gradient) quads 


was it a bug? I figured from what you said when we met that when people 
were grabbing commands at random from the prof libs to give to the 
yaroze, they simply missed out something vital to handle those? Or is 
that people thought the right stuff was there only to find it knackered? 
if so, how was this got around with prof dev kits? 


Robert Swan 
rsl108@mdx.ac.uk 


-—-MESSAGE FILE 13931 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000812 


——MESSAGE FILE 13932 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000813 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Terrain, Again 

Date: Thu, 13 Aug 1998 14:15:06 +0100 
Organization: I wish! 

Lines: 63 

Message-ID: <35D2E6DA.57E1@mdx.ac.uk> 

References: <6qibl4$ldg20@chuka.playstation.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Nathan Miller wrote: 
> 
> ...with a focus on outside uneven terrains. 

> Your help, again, will be greatly appreciated. 


Ive got some collision detection going in my game based on an uneven 
terrain, but you can really help yourself by limiting yourself to 
certain things when creating the level (for example in mine the world is 
basicaly a grid with each vertex raised or lowered. Then its a simple 
enough case to find out the height at any particular point (included 
code from adventure game - ) 


this assumes that my grid is made up of cells, each of which is 512x512 
units large 

Also >> 9 is division by 512 (which effectively takes a coordinate in 
the world units, and turns it into a coordinate in cell units. 


u_long calculteheight (u_long tx, u_long ty) // notice only handles 


positive :) thats deliberate in my world 
long tCornerHeight [4]; 
long tHeight1, tHeight2; 


u_long tCellX = tx>>9; 

u_long tCellz (19-ty) >>9; 
// 19-ty because the array holding the ground data (20,20) incidentally 
starts from top left corner (when viewed from overhead) but the model 
starts from the bottom left (when viewed from overhead) so merely -ve y 
value 


HEIGHTSTRUCT *start = (HEIGHTSTRUCT) Addressofheightarray; 
// HEIGHTSTRUCT in my case is an array [21][21] large (there are 20x20 


cells, but a height assigned at each corner, so 21x21 for height array 
tCornerHeight[0] = (start[20-tCel1Z] [tCel1lX]) << 4; 
tCornerHeight[1] = (start [20-tCel1Z] [tCellX+1]) << 4; 
tCornerheight [2] = (start[19-tCel1Z] [tCel1lX]) << 4; 
tCornerHeight[3] = (start[19-tCel1Z] [tCellX+1]) << 4; 
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tHeightl = CalcHeightBetween2points (tCornerHeight[0], tCornerHeight [1], 
tX%512); 


tHeight2 = CalcHeightBetween2points (tCornerHeight [2], tCornerHeight [3], 
tX%$512); 

return —CalcHeightbetween2poitns (tHeight2, tHeightl, tz%512); 

} 


long CalcHeightbetween2points (u_long tHeight1l, u_long tHeight2, u_long 
toffset) 

{ 

u_long tHeightMultiplier = (tHeight1l * (511-tOffset) + (tHeight2 * 
toffset); 


return (long) (theightMultiplier >> 9); 
} 


Having read through that, it does look messy I know, but does work. 
Basically it finds out the height at each corner of the current cell, 
and returns a value which is based on all four corners, weighted more 
heavily to those that you are closer. Its a pretty quick routine i 
think... 


Robert Swan 

rs108@mdx.ac.uk 

—-MESSAGE FILE 13932 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000813 


——MESSAGE FILE 13933 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000814 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: the cutting edge! :) 

Date: Thu, 13 Aug 1998 14:46:25 +0100 

Organization: I wish! 

Lines: 30 

Message-ID: <35D2EE31.201D@mdx.ac.uk> 

References: <35D1BCF7.72328388@hi.is> <35D1F0A9.B85A662D@scee.sony.co.uk> <6qsvtd$n7 
i3@chuka.playstation.co.uk> <01bdc691$46c030c0S230b0a0a@Angelal.intelligent-—group.co 
m> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Craig Graham wrote: 

Of course, you could decipher them from the GPU packet buffer and ordering 
tables 

by sorting single primitives (eg. sort a sprite, check what the prim was, 
sort a TMD 

with a single poly of a type, check what the result was, etc). Then you can 
do your 

own low-level primitive drivers and roll a 3D engine to avoid the problems 
in the 

Gs renderer. 


VVVVVVV VV 


This is something Ive always wanted to do, and it shouldnt be too hard. 
What is worrying me is that there must be some external pointer that we 
never see that controls where the next primitive is placed in the packet 
area, and which gets reset when you clear the oredering table. (thinking 
about it, there must be a pointer like this for every otable). Now this 
obviously seems like the GsOT_tag *tag in the GsOT struct, but owing to 
my messing around, im not so sure... 


reason is that im using one packet area for one frame, but two GsOTs 
that both reference the same GsOT_TAG array AND packet area. Lets assume 
that i place a polygon into otable 1, then its *tag gets incremented but 
the *tag for otable 2 doesnt (which should point to the same place in 
memory that otablel*tag used to. I now sort something using otable 2, 
and lo and behold, it hasnt wiped over the previous primitive... how can 
this be? Its nice and useful that it doesnt, but kind of leaves me 
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Robert Swan 

rs108@mdx.ac.uk 

-—-MESSAGE FILE 13933 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000814 


—-MESSAGE FILE 13934 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000815 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: ordering table cheat 

Date: Thu, 13 Aug 1998 15:00:02 +0100 
Organization: I wish! 

Lines: 53 

Message-ID: <35D2F162.7FA9@mdx.ac.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Been messing around with otables to try to reduce overlap. 


usual solution = 


gssortobject4( &ground, &otable[], 16-otablelength) ; 
gssortobject4( &player, é&otable[], 16-otablelength+1) ; 


which means the player gets put in the otable with the apparent depth 
that is half o what it really is. 


+ve points you can control what gets put in front to some degree 
—ve points = messes up badly in a lot of cases. 


What i always wanted was a way of doing more suble things than that, ie, 
placing the player in the otable a few priorities ahead of what it 
should be, and i think i found the solution (see other post asking why 
it doesnt cock up though!) 


for example, you want to sort the ground as normal, but the player 5 
priorities closer than the ground 


this is also only for one frame (cant be bothered to copy everything 
else out twice for double buffering!) 


#define otable_length (10) 

#define player_offset (5) 

GsOT otable_header [2]; 

GsOT_TAG otable_array[(1l<<otable_length) + player_offset]; 


otable_header . length otable_length; 


[0] 

otable_header[1].length = otable_length; 
[0] 
[1] 


otable_header .ՕԷց = &otable_array [player_offset]; 
otable_header -org = &otable_array[0]; 


gsclearot (&0table_header[0]); 
// set up, now for the drawing commands - 


gssortobject4( &GROUND, &o0table_header[0], 10-otable_length) ; 
gssortobject4( &PLAYER, &o0table_header[1], 10-otable_length) ; 


` 


` 


// end of crappy code 


when you have finished your registering of drawing stuff, ony draw 
otable[0] and voila, the result i wanted. Im using this in my gduk stuff 
on three levels, ground, objects and characters and it gives exactly the 
reults i wanted (even though i expect it to do something wrong). 
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Hope this helps people like it did me 


Robert Swan 

rs108@mdx.ac.uk 

-—-MESSAGE FILE 13934 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000815 


—-MESSAGE FILE 13935 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000816 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: the cutting edge! :) 

Date: Thu, 13 Aug 1998 15:43:02 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <35D2FB76.9164ACF3@scee.sony.co.uk> 

References: <35D1BCF7.72328388@hi.is> <35D1F0A9.B85A662D@scee.sony.co.uk> <6qsvtd$n7 
i3@chuka.playstation.co.uk> <01bdc691$46c030c0S230b0a0a@Angelal.intelligent-—group.co 
m> <35D2EE31.201D@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Robert Swan wrote: 

> 

> What is worrying me is that there must be some external pointer that we 
> never see that controls where the next primitive is placed in the packet 
> area, and which gets reset when you clear the oredering table. 


There is a single internal pointer, and you reset it when you call GsSetWorkBase(). 
So sorting into multiple OTs at the same time will work fine. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Fuzzy Wuzzy wasn't fuzzy, was he? 
—-MESSAGE FILE 13935 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000816 


——MESSAGE FILE 13936 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000817 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: To big model?! 

Date: Thu, 13 Aug 1998 17:27:22 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <35D313EA.4BO0A4F@ndirect.co.uk> 

References: <35C9F2AD.6A85120F@hi.is> <35CABCF1.5994BFD0@scee.sony.co.uk> <35D2E347. 
4CC9@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-54.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Robert Swan wrote: 


> James Russell wrote: 
> > Secondly, due to a bug in the libraries, a few TMD primitives don't work. These 
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are: 
> > o 3D sprites (sprites within a TMD) 

>> o Lines within a TMD 

>> o Double sided polygons 

>> o Non-textured Gouraud (gradient) quads 

There are 2 types of non-textured gradient quads. Gouraud (which uses 4 normals, an 
dl 

RGB) and Gradient (0 normals, 4 RGBs). Both do work, but the TMD file format doc on 
this 

site is full of mistakes. The file formats PDF _is_ correct, so best refer to this. 

Actually, there may be a 3rd kind - flat shaded/gradient (1 normal, and 4 RGBs) - bu 
t. I 


haven't tried them. 


was it a bug? I figured from what you said when we met that when people 
were grabbing commands at random from the prof libs to give to the 
yaroze, they simply missed out something vital to handle those? Or is 
that people thought the right stuff was there only to find it knackered? 
if so, how was this got around with prof dev kits? 


V V V V V 


From what I understand about the prof dev kit (and I'm mostly guessing here) is that 
there 

are different versions of the various lib functions, each with different functionali 
ty. 

We have been given GsSortObject4() which doesn't support lines/sprites. Another exa 

mple 

is the GsBG stuff. We can only use 16x16 tiles, and rotation/transparency is not 
supported. The GsBG structures suggest that the tile sizes are variable, and that 
rotation can be achieved, but where are the functions which support this? Prof dev 
kit 

only me thinks. 


So, I don't think these things are bugs (technically speaking) - just choices made b 


y 
someone at Sony. 


Herbs 


if (colour_of_psx==BLACK) ( 
libs=libs/10; 
} 


—-MESSAGE FILE 13936 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000817 


——MESSAGE FILE 13937 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000818 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: the cutting edge! :) 

Date: Thu, 13 Aug 1998 17:44:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 25 

Message-ID: <35D3180B.83215239@ndirect.co.uk> 
References: <35D1BCF7.72328388@hi.is> 

Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-54.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Ari Pall Albertsson wrote: 
> Hi! 


> 
> I'm setting up a 3d scene, and the problem is that the polygons near the 
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> edge of the screen won't appear. (they dissapear if any part of them is 
> not on screen.) 


Which edges of the screen? The left and right edges? In this case it may 
be that your objects are falling outside of the 16-bit viewable area, 'cos 
normally the clipping works fine. 


> How can I fix this?? No "real" game does this. 
> I've tried to change the projection distance, and the distance between 


the viewpoint and the reference point. Doing this I can reduce the 
problem, but it does not solve it. 


Vv 


Try making the distance between the viewpoint and reference point much MUCH 
closer. If that helps then you'll have to scale down your models/world to 
get the desired effect. 


Herbs 


-—-MESSAGE FILE 13937 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000818 


——MESSAGE FILE 13938 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000819 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: What is a normal? 

Date: Fri, 14 Aug 1998 09:46:29 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <35D3F965.D5D79825@nospam.easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I keep hearing people talking about 'normals' in relation to polygons/3D 
stuff. 


Could someone explain to me what a normal is? 


I know what a vertice and a polygon is, and I understand about matrices 
and vectors, if that helps! 


Phil 


—-MESSAGE FILE 13938 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000819 


——MESSAGE FILE 13939 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000820 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: the cutting edge! :) 

Date: Fri, 14 Aug 1998 09:18:43 +0100 

Organization: S.R. Studios 

Lines: 13 

Message-ID: <35D3F2E3.5FAD9EO9@hi.is> 

References: <35D1BCF7.72328388@hi.is> <35D3180B.83215239@ndirect.co.uk> 
NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


hi! 
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After trying many things, I think the best solution in my case is to change the 
TMD's GsDOBJ2.attribute value. It takes away almost all of the problem, but I 
must of course use much much less polygons. 


Ari Pall 


--MESSAGE FILE 13939 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000820 


——MESSAGE FILE 13940 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000821 

Path: chuka.playstation.co.uk!news 

From: Steve Parnell <steve@parny.force9.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 10:25:58 +0100 

Organization: Architectronics 

Lines: 21 

Message-ID: <35D402A6.8830674@parny. force9.co.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> 

Reply-To: steve@parny.force9.co.uk 

NNTP-Posting-Host: 74.usr01.shef.dialup.force9.net 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en (WinNT; 1) 


I keep hearing people talking about 'normals' in relation to polygons/3D 
stuff. 


Could someone explain to me what a normal is? 


I know what a vertice and a polygon is, and I understand about matrices 
and vectors, if that helps! 


VVVVVVVV VV 


Phil 


A normal is simply a vector which is perpendicular to a plane. 

If you have 2 vectors describing a plane, its normal will be 90 
degrees to both these vectors. For example, the normal to a flat 
screen (say LCD monitor) is the vector emanating directly outwards 
from it. 

Hope this helps and doesn't confuse you more! 


Steve P. 
—-MESSAGE FILE 13940 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000821 


--MESSAGE FILE 13941 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000822 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: 14 Aug 1998 10:09:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <0Olbdc76a$e03e9320S$230b0a0a@Angelal.intelligent-—group.com> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> 

NNTP-Posting-Host: d3-s6-162-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Steve Parnell <steve@parny.force9.co.uk> wrote in article 
<35D402A6.8830674@parny.force9.co.uk>... 
>> 

> > I keep hearing people talking about 'normals' in relation to 
polygons/3D 

stuff. 


v 


Could someone explain to me what a normal is? 


I know what a vertice and a polygon is, and I understand about matrices 
and vectors, if that helps! 


Phil 


VVVVVVVVV 
VVVVVVV 


[Serbo-croatian deleted] 
> Steve P. 
Get a sheet of A4 paper. Poke a pencil though it.Look at it side on. 


There's a normal vector. 
It points in the direction a polygon is facing. That's all. 


These are precalculated in PSX models ('coz it's quicker to rotate a vector 
than to calculate 
the vector from scratch). 


Craig. 
—-MESSAGE FILE 13941 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000822 


—-MESSAGE FILE 13942 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000823 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 13:28:29 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <35D42D6C.CEC81F6D@scee.sony.co.uk> 
References: <35D3F965.D5D79825@nospam.easynet.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Phil Gooch wrote: 


> 

> Could someone explain to me what a normal is? 

> 

A normal is a vector (of any length, except zero) that is perpendicular ("at right a 
ngles to") a 


plane. They are useful for many reasons. They are most commonly used to calculate th 
e amount of 

light that falls on an object (the angle that the normal subtends with the vector fr 
om the polygon 

to the light source is used to attenuate the colour of the polygon) and polygon visi 
bility (if you 

have a standard that states that a polygon's normal is positive on the 'viewable' si 
de, then 

transform the polygon, you can easily tell if you can see that side of the polygon, 
because the 

normal will be wither facing towards you (visible) or away from you (invisible)). 


A 'normalised' normal is a normal vector with length 1. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Don't judge a book by its movie. 
—-MESSAGE FILE 13942 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000823 


--MESSAGE FILE 13943 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000824 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 13:26:28 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35D42CF4.A08257E5@ndirect.co.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-—group.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


Get a sheet of A4 paper. Poke a pencil though it.Look at it side on. 
There's a normal vector. 
It points in the direction a polygon is facing. That's all. 


These are precalculated in PSX models ('coz it's quicker to rotate a vector 
than to calculate 
the vector from scratch). 


VVVVVVV N 


Just to add my bit... 


A normal basically describes which way a polygon is facing. The Gs libs use 
normals to calculate lighting. The very good example that Graig gives would be 
appropriate for flat shaded polygons. With Gouraud (smooth) shading, vertex 
normals are used. In this case there is 1 normal per vertex rather than 1 
normal per poly. The clever thing about normals is that they can be rotated in 
exactly the same way as vertices. 


Herbs 


—-MESSAGE FILE 13943 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000824 


——MESSAGE FILE 13944 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000825 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@nospam.easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 13:41:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <35D43084.7E98EFAA@nospam. easynet.co.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny. forced. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-group.com> <35D42CF4.A08257E5 
@ndirect.co.uk> 

NNTP-Posting-Host: 193.131.140.246 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Thanks to everyone who replied. I understand now. 
Daft questions follow: 
If the PSX precalculates them, do I need to know about them? And if I do, how do I 


get hold of a polygon's normal? And should they be normalised? If not, how long 
should they be? 


Thanks 
Phil 


—-MESSAGE FILE 13944 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000825 


--MESSAGE FILE 13945 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000826 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 13:37:54 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <35D42FA2.8E653C98@ndirect.co.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D42D6C.CEC81F6D@scee.sony.co 
.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 


> A normal is a vector (of any length, except zero) that is perpendicular ("at right 
angles to") a 

> plane. They are useful for many reasons. They are most commonly used to calculate 

the amount of 

> light that falls on an object (the angle that the normal subtends with the vector 

from the polygon 

> to the light source is used to attenuate the colour of the polygon) and polygon vi 

sibility (if you 

> have a standard that states that a polygon's normal is positive on the 'viewable' 

side, then 

> transform the polygon, you can easily tell if you can see that side of the polygon 
, because the 

> normal will be wither facing towards you (visible) or away from you (invisible)). 

> 


Although the Gs libs don't use normals for backface culling. (I guess this is so yo 
u can use 
primitives without normals, and still get culling). The libs actually look at the f 
irst 3 vetices of 

each polygon, and if they are in clockwise order the poly is drawn. If anti-clockwi 
se then they are 

not. 


> A 'normalised' normal is a normal vector with length 1. 
> 


Yeah. Unlike the lighting vectors, TMD normals should be normalised, although inter 
esting effects can 
be acieved with un-normalised normals. 


Herbs 
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—-MESSAGE FILE 13945 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000826 


——MESSAGE FILE 13946 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000827 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 13:41:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <35D4306C.F7A1B5AF@ndirect.co.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-group.com> <35D42CF4.A08257E5 
@ndirect.co.uk> <35D43084.7E98EFAA@nospam.easynet.co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Phil Gooch wrote: 

Thanks to everyone who replied. I understand now. 

Daft questions follow: 

If the PSX precalculates them, do I need to know about them? And if I do, how do I 


get hold of a polygon's normal? And should they be normalised? If not, how long 
should they be? 


VVVVVVVV 


The PSX doesn't pre-calculate them, but the tools used to build the TMD do. i.e. th 
e 

normals are stored in the TMD. Yes they should be normalised to ONE (4096). You 
don't need to get hold of them unless you are greating/modifyinf TMDs dynaically. 
Check out the File Formats PDF on this site. Ignore the TMD file format HTMD doc 'c 
os 

it's full of mistakes. 


Herbs 


—-MESSAGE FILE 13946 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000827 


——MESSAGE FILE 13947 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000830 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 13:48:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <35D43231.3BA4F62@ndirect.co.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-group.com> <35D42CF4.A08257E5 
@ndirect.co.uk> <35D43084. 7E98EFAA@nospam.easynet.co.uk> <35D4306C.F7A1B5AF@ndirect. 
co.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Alex Herbert wrote: 


> The PSX doesn't pre-calculate them, but the tools used to build the TMD do. Iser 
the 

> normals are stored in the TMD. Yes they should be normalised to ONE (4096). You 
> don't need to get hold of them unless you are greating/modifyinf TMDs dynaically. 
> 


Oops. That should read "creating/modifying TMDs dynamically". 


> Check out the File Formats PDF on this site. Ignore the TMD file format HTMD doc 
"cos 

> it's full of mistakes. 

> 


And that should read "HTML". 
> Herbs 
FAT FINGERS! 


—-MESSAGE FILE 13947 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000830 


—--MESSAGE FILE 13948 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000831 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Fri, 14 Aug 1998 14:04:23 +0100 

Organization: I wish! 

Lines: 27 

Message-ID: <35D435D7.3A82@mdx.ac.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-group.com> <35D42CF4.A08257E5 
@ndirect.co.uk> <35D43084. 7E98EFAA@nospam.easynet.co.uk> <35D4306C.F7A1B5AF@ndirect. 
co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 

> 

normals are stored in the TMD. Yes they should be normalised to ONE (4096). You 
don't need to get hold of them unless you are greating/modifyinf TMDs dynaically. 
Check out the File Formats PDF on this site. Ignore the TMD file format HTMD doc 
"cos 


V V V V 


its precisely cos you need to calculate the normals yourself when 
creating tmds dynamically that I er, dont include those primitive types 
:) seeing as I only ever wanted primitives without light calculations 
that suits me fine, but after gduk + ects I will 'finally' finish the 
tmd routine Ive got. It supports every primitive which doesnt use light 
calcs (at least my private one does) which I use in my gduk entry. Each 
section of ground is made of 4 triangles with different colours at each 
vertex which are smoothed together. 


Incidentally, for those interested, you can alter the colour schemes and 
heights of each of levels in my demo. All you need to do is load the raw 
files into a paint package (such as paint shop pro), both the colour raw 
files and height raw files should be 21x21 pixels in size, no header, 
with the height raw files in grayscale (256 shades) and the colour raw 
files in 24 bit colour (lotsa shades). If you edit them, save them in 
the same format then rerun my demo, voila, instantly altered maps! dare 
anyone to try it! 


Robert Swan 
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rsl108@mdx.ac.uk 

http://www.netyaroze-europe.com/~middex2/ftp/gduk1l.zip 

-—-MESSAGE FILE 13948 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000831 


——MESSAGE FILE 13949 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000832 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Transparency with TMDs 

Date: Fri, 14 Aug 1998 14:11:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <35D4377D.19535005@ndirect.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-22.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I've got this dynamic TMD stuff well sorted now exept this one little 
problem. 


How does transparency work with non-textured polys? With textures it's 

easy - switch on the ABE bit and set the TSB component for transparency 

type. However, non-textured polys don't have a TSB component, so how do 
I set the transparency type? When I set the ABE, the transparency type 

seems to be random, although more often than not it's subtractive. I'm 

trying to mix different types of polys so setting the attribute doesn't 

help. Any ideas? 


Herbs 


--MESSAGE FILE 13949 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000832 


——MESSAGE FILE 13950 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000833 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Transparency with TMDs 

Date: Fri, 14 Aug 1998 14:46:50 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <35D43FCA.F6D4437E@scee.sony.co.uk> 
References: <35D4377D.19535005@ndirect.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Alex Herbert wrote: 
> 
> How does transparency work with non-textured polys? 


It doesn't. The packets for non-textured polys don't allow you to set the transparen 
cy rate. The 
easy way around this is to make all your polys textured, but referencing a pure whit 
e square (can be 

any size, say, 4x4 pixels) as a texture. This increases drawing time slightly though 
, Since textured 

polys take slightly longer than non-textured. 


I'm not 100% sure, but if the ABE bit in a non-textured poly is set, that poly will 
use the current 
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transparency rate, set by the last non-textured polygon to be processed. With orderi 
ng tables, 

you're never too sure which is the last one, so you might get unexpected semi-trans 
rate values. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
A cow with no legs = ground beef. 


--MESSAGE FILE 13950 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000833 


——MESSAGE FILE 13951 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000834 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Transparency with TMDs 

Date: Fri, 14 Aug 1998 14:29:51 +0100 
Organization: I wish! 

Lines: 36 

Message-ID: <35D43BCF.34C0@mdx.ac.uk> 
References: <35D4377D.19535005@ndirect.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 

> How does transparency work with non-textured polys? With textures it's 

easy - switch on the ABE bit and set the TSB component for transparency 

type. However, non-textured polys don't have a TSB component, so how do 
I set the transparency type? When I set the ABE, the transparency type 

seems to be random, although more often than not it's subtractive. I'm 

trying to mix different types of polys so setting the attribute doesn't 

help. Any ideas? 


VVVVVV 


hmm, this sounds very interesting, I must admit. Off hand I cant 
remember exactly what to do to set a non-textured polygon 
semitransparent but I know it is possible. When you create a primitive 
in some of my newer routines you specify wether it is to be solid or 
transparent (far superior to setting the (1<<30) bit in the model 
handlers attribute member) so it can be done, but what you say about 
getting different semitransparency types sounds excellent. My 
understanding was that you could only get 50%+50% with either textures 
or non-textures polys so what you say sounds cool. Ill dig out which bit 
it is tonight (i hope) 


Do you get random methods of semitransparency when you are only using 
non textured primitives in your scene? reason I ask is I seem to 
remember reading that non textured primitives are drawn using the 
current semitransparency method, but there was no way of setting this 
within the tmd (not that i checked if this wasnt true), meaining if you 
can control the semitransparency method with the texture, it might 
‘'remember' that method and apply it from there on to other primitives in 
the ordering table. 


111 take another look as this sounds like what I expected to be able to 
do with dynamic tmds but thought i couldnt. 


Robert Swan 


ps, was it my html docs you were saying were wrong? (blushes) I knew 

they were but am too lazy to take them down! 

—-MESSAGE FILE 13951 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000834 
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——MESSAGE FILE 13952 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000835 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Transparency with TMDs 

Date: Fri, 14 Aug 1998 15:01:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <35D44353.66340F52@ndirect.co.uk> 

References: <35D4377D.19535005@ndirect.co.uk> <35D43FCA.F6D4437E@scee.sony.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-22.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 


> It doesn't. The packets for non-textured polys don't allow you to set the transpar 
ency rate. The 
> easy way around this is to make all your polys textured, but referencing a pure wh 
ite square (can be 

> any size, say, 4x4 pixels) as a texture. This increases drawing time slightly thou 
gh, since textured 

> polys take slightly longer than non-textured. 

> 

> I'm not 100% sure, but if the ABE bit in a non-textured poly is set, that poly wil 
1 use the current 

> transparency rate, set by the last non-textured polygon to be processed. With orde 
ring tables, 

> you're never too sure which is the last one, so you might get unexpected semi-tran 
s rate values. 

> 


I think you've hit the nail on the head there. I have used subtractive trans for sh 
adows and additive 

trans for lasers etc. which is probably why it keeps changing. I think tho that ra 
ther than using a 

"blank' texture, I may as well have an interesting texture. 


Thanks for the help. 


Herbs 


—-MESSAGE FILE 13952 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000835 


—--MESSAGE FILE 13953 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000836 

Path: chuka.playstation.co.uk!news 

From: NickSlaven <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Sat, 15 Aug 1998 00:14:35 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <35D4C4DB. 421EEE7D@compuserve. com> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D42D6C.CEC81F6D@scee.sony.co 
-uk> <35D42FA2.8E653C98@ndirect.co.uk> 

NNTP-Posting-Host: lon-dnbsi-183.gbr.compuserve.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Alex Herbert wrote: 


> Yeah. Unlike the lighting vectors, TMD normals should be normalised, although int 
eresting effects can 

> be acieved with un-normalised normals. 

> 


Yea like completely black textured polys! 


Nick (S) 


-—-MESSAGE FILE 13953 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000836 


——MESSAGE FILE 13954 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000837 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: 15 Aug 1998 08:54:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <0Olbdc829$a8f£0a740S$230b0a0a@Angelal.intelligent-—group.com> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-group.com> <35D42CF4.A08257E5 
@ndirect.co.uk> <35D43084.7E98EFAA@nospam.easynet.co.uk> <35D4306C.F7A1B5AF@ndirect. 
co.uk> <35D435D7.3A82@mdx.ac.uk> 

NNTP-Posting-Host: d2-s16-110-telehouse.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Robert Swan <rsl08@mdx.ac.uk> wrote in article <35D435D7.3A82@mdx.ac.uk>... 
> Alex Herbert wrote: 

>> 

> > normals are stored in the TMD. Yes they should be normalised to ONE 
(4096). You 

> > don't need to get hold of them unless you are greating/modifyinf TMDs 
dynaically. 

> > Check out the File Formats PDF on this site. Ignore the TMD file 
format HTMD doc > ‘cos 

> 

> its precisely cos you need to calculate the normals yourself when 

> creating tmds dynamically that I er, dont include those primitive types 
> :) seeing as I only ever wanted primitives without light calculations 


// Cross Product==Normal Vector 
void CrossProduct (SVECTOR *a, SVECTOR *b, SVECTOR *c, SVECTOR *out) 
{ 

SVECTOR ab,ac; 


ab.vx=b.vx-a.vx; ab.vy=b.vy-a.vy; ab.vz=b.vz-a.vz; 
ac.vx=c.vx-a.vx; AC.VY=C.VY-a.VY; ac.vz=c.vz-a.Vz; 


out->vx=ab.vy*ac.vz - ab.vz*ac.vy; 
out->vy=ab.vz*ac.vx - ab.vx*ac.v.Z; 
out->vz=ab.vx*ac.vy - ab.vy*ac.vx; 


} 

Then unify to length 4096 using the usual methods. 
> Robert Swan 

Craig. 


—-MESSAGE FILE 13954 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000837 
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--MESSAGE FILE 13955 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000838 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What is a normal? 

Date: Mon, 17 Aug 1998 08:20:15 +0100 

Organization: I wish! 

Lines: 23 

Message-ID: <35D7D9AF.290D@mdx.ac.uk> 

References: <35D3F965.D5D79825@nospam.easynet.co.uk> <35D402A6.8830674@parny.force9. 
co.uk> <01lbdc76a$e03e9320S230b0a0a@Angelal.intelligent-group.com> <35D42CF4.A08257E5 
@ndirect.co.uk> <35D43084. 7E98EFAA@nospam.easynet.co.uk> <35D4306C.F7A1B5AF@ndirect. 
co.uk> <35D435D7.3A82@mdx.ac.uk> <01lbdc829Sa8f0a740S230b0a0a@Angelal.intelligent-gro 
up.com> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Craig Graham wrote: 
> // Cross Product==Normal Vector 
> void CrossProduct (SVECTOR *a, SVECTOR *b, SVECTOR *c, SVECTOR *out) 


> { 

> SVECTOR ab,ac; 

> 

> ab.vx=b.vx-a.vx; ab.vy=b.vy-a.vy; ab.vz=b.vz-a.vz; 
> ac.VX=C.VX-A.VX; AC.VY=C.VY-a.VY; AC.VZ=C.VZ—-a.VZ; 
> 

> out->vx=ab.vy*ac.vz - ab.vz*ac.vy; 

> out—>vy=ab.vz*ac.vx - ab.vx*ac.v.Z; 

> out->vz=ab.vx*ac.vy - ab.vy*ac.vx; 

> ) 

> 

> Then unify to length 4096 using the usual methods. 


Thanks, now rather than having to write the method myself I can use 
that, which will save a bit of time. At least that now means I can 
complete the tmd stuff in a few weeks. I have full confidence in what 
you say, considering youve done rather a bit yourself to do with 
modelling. 


Rob 
—-MESSAGE FILE 13955 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000838 


——MESSAGE FILE 13956 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000839 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: RELEASE ANNOUNCE: RsdANIM v1.5 

Date: 17 Aug 1998 18:17:19 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 216 

Message-ID: <0Olbdca0a$929ba700S$230b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.announce:81 scee.yaroze.programming.3d_gra 
phics:839 


Announcing the next release of RsdANIM (1.5), and RsdANIM_lib (v2.0). 
Available from my yaroze WWW page now.... 


Changes from 1.4 are listed below. Action Replay support is removed from 
this 
release (not permanently, just for a while). 


Net Yaroze newsgroups message dump.txt 


[28/7/98] 
o Started adding code to use the Datel Action Replay to provide a fast 
previewer 

actually on the Playstation itself (taken from my ARS server/client 
code). 
o New toolbar added "Action Replay Control". 
o AR port setup available in options dialog. 
o AR comms class integrated into program (based on the stuff I wrote for 
ARS). 


[29/7/98] 

o AR texture download works. Bloody quick it is as well. 

o Fixed bug in vertex selection (couldn't click to select a single vertex 
if 


you had Show Vertices enabled without having Show Model enabled as well). 


o Added the "View Track" check box to the Action Replay Control toolbar. 
o Added Action Replay Comms Error dialog in case comms ops timeout. 
Provides Retry or Cancel 

options. 
o New CRC checked block transfer method for AR comms. I should go back and 
put this into 

ARS :) 
o Added AR model download code (save a temporary TMD as 
"c:\temp\temp_tmd.tmd", then downloads that). 


[30/7/98] 
o Added AR zoom & rotation control. 
o Coded Playstation side previewer. 
o AR preview mode works fine now....excellent!!! 


[2/8/98] 
o Improved speed of AR download approx. 300% by changing the process 
priority for the duration of 

the download, and removng timeout detection once a download is in 
progress (you may occasionally 

get an error using this, but it's worth it for the 99% of the time it 
works fine and is loads 

faster). 
o Added AR forced EXE download to put the previewer onto the playstation 
real quick. I probably 

cann't actually do a release with this code in, but it's quite useful. 
o Added playstation graphics resolution selection to the AR previewer and 
RsdANIM. 
o Added remote reset button to the AR Control toolbar. 


[3/8/98] 
o Added poly4 support to the TMD saving routine. 
New primitives: 
FP4 
GP4 
FP4N 
GP4N 
FTP4 
GTP4 
FTP4N 
GTP4N 
This is used both by the direct TMD saving code (Save As->TMD) and the 
Action Replay previewer, 
(which saves out a temporary TMD to download to the Playstation). 
o Inlined the playstation side AR previewer EXE into the RsdANIM 
executable. 
This will probably not make it into a general release version (see note 
on forced exe download 
on 2/8/98). 
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[4/8/98]: Limited distribution source release 1.5 (prerelease) 
Released to a small number of people who offered 
to help with debugging some issues with the 
Direct3D code. 
Thanks to Steve Spiller & Mario Wynands for their help. 
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[5/8/98] 
o Added CPU & GPU load profiler to PSX side previewer. 
o Added switches to turn these on and off from RsdANIM's TOOLS menu. 
o Fixed bug in RSD saving, bones skeleton now correctly saves baseframe 
skeleton instead of 
current edit frame skeleton. 


[6/8/98] 
o Bones skeleton now saved for all keyframes, previously only the baseframe 
skeleton was saved. 

Older bones files will still load, but will save out in the new extended 
format. 
o Plugged the memory leak (at long last) that's been giving me grief since 
v1.0 :) 
o When we arrive at the final frame of an animation, correctly set the 
bones and stuff (the 2nd 

to last frame's bones skeleton was being set instead). 


[7/8/98] 
o Added new binary MIMe save code. 
o Extended the PSX side RsdANIM library with two new functions: 


LinkMIMe () : links a binary MIMe file so you can then use InitMIMe() o 
n 
TUG 

ReleaseMIMe(): releases a MIME_HANDLE and free's the memory allocated to 
its 


o Added support for animation previewing on the playstation. 
- New button in AR Control bar "AR Send MIMe" 
— Support in the PSX side previewer for downloading binary MIMe files. 
(animation plays continously once started). 


[10/8/98] 
o Re-arranged the TOOLS menu a bit. 
o Added new function "Delete Movement" (Tools->Movement->Delete). 


o Added new function "Remove Texture" (Tools->Texture->Remove). Removes all 
refferances 
to the selected texture from the model. All faces painted with it are 
made coloured, 
all other texture ID's are renumbered and the texture is removed from the 
RSD altogether. 
Slight fix to the set as coloured face option. 
Added new function "Rename Movement" (Tools->Movement->Rename) 
Added new function "Rename Keyframe" (Tools->Keyframe->Rename) 
Added new function "Rename Poly Group" (Tools->Group->Rename) 
Added new generic rename function (Edit->Rename), will rename 
Movements, Groups or Keyframes. 


OOOOO 


[11/8/98] 
o Added new function "Ungroup Polygons" (Tools->Group->Ungroup). 
o Fixed tools menu Tools->Keyframe->Delete to actually work. 
o Added new generic delete funtion (Edit->Delete), will delete Movements & 
Keyframes and ungroup 

Poly Groups (really, it deletes the grouping information, hence it being 
on the delete option). 
o Following Mario's suggestions on Backbuffer/Z-Buffer creation in the 
Direct3D code, I've added 

some retry code that attempts to ensure that the display is actually 
created correctly. A bit 

techie, but what it does is shrink the window and keep trying to create a 
Direct3D display 

using repeatedly smaller windows until it finds a size that your 3D card 
can handle. 

Note that this doesn't apply if you're using the software renderer. 
o Added a new pane in the Options dialog. This allows you to set the 
maximum view pane size. 

So, you can setup a huge max size so that you can have a single view full 
screen? Well, perhaps. 

Depends how much memory you've got on your 3D card. If you're using the 
software renderer 

(NO from the startup dialog) then you're in luck, as the DirectX 6 
software renderer will 
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happily display 1280*1024*16bit Z-Buffered 3D images. Of course, the 
bigger the display pane, 
the slower it updates...... 


[12/8/98] 
o Added new recentering function to the Model info panel, to allow all 
frames of an animation 

to be re-centred. 
o Re-scale & re-centre now correctly effect the bones skeleton. 
o Holding down shift when selecting bones with the pick tool will now 
select bones when you click 

on their start joint. 
o Holding down shift when using the Rotate Bone tool will now rotate about 
the joint end instead. 
o New function "locked rotate joint". Not sure how to describe what it does 
- try it on a model 

to see. 


[13/8/98] 

o Recoded the Direct3D textured display driver to get a bit better 
performance. 

o Fixed the problem with using shift as the joint/bone modifier. 


[14/8/98] 
o Improved the drag & drop operation of the Project Manger Tree slightly. 
o Right click on an item in the Project Manager Tree now gets you a popup 
menu 

with common operations in it. Exactly which depends on what type of item 
you click 

on (eg. right-clicking on a Keyframe get you a menu with Edit 
Info,Rename,Replace & Delete in it). 


[15/8/98] 

o Model Info dialog now shows centre point of object as well. 

o Rotate joint & locked rotate joint now show the angle (in degrees & 
radians) in the view pane. 
o "Save As Rsd" now actually works and saves as the RSD filename you 
select. 


17/8/98] 

Added "Measure Angle" function. 

More performance optimisations in the texture view display code. 
Optimised the RecalculateVertexNormals() code (improves display speed). 
Play Preview (on PC) - right button click & drag to change viewing angle 
now works whilst a preview is playing... 


O O O O — 
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[4/8/98]: Public Release 1.5 
NOTES: The AR control stuff isn't disabled is this release, Dbut 


I've 

not released the Playstation side client yet, as I've yet 
together 

a Yaroze libps built version (current version uses pro-de 
s) 


to put 


v library 


Craig Graham, 
EMAIL:cgraham@hinge.mistral.co.uk 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 
——MESSAGE FILE 13956 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00000839 


g/0000000 


——MESSAGE FILE 13957 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000840 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What's up with fog? 
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Date: Thu, 20 Aug 1998 17:04:34 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35DC3B02.CE384A47@immd9.informatik.uni-erlangen.de> 
References: <35C2BFAD.5EF8@funnytown.com> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Gerrit Goossen wrote: 
Has anyone spent any time figuring out a way to create a "smooth fog"? 
I can't seem to get the libgs fog system to produce anything other than 


a banded, uneven effect. You can visually count the steps of 
intensity... on one hand! :P 


I've seen some commercial games with this problem, but there also seem 
to be quite a few that don't have it. Anyone have ideas on what I could 
do? 


As always, thanks for the help. Even just a few pointers in the right 
direction should work wonders :) 


VVVVVVVVVVVV VV 


- Gerrit 
Hi Gerrit! 


I think the problem is, that the fog is not done on a per fragment basis 
but on a per polygon basis on the Playtstion. 

This generates this funny effect. You can improve the visual impression, 
if you use smaller polygons. 


—-MESSAGE FILE 13957 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000840 


—-MESSAGE FILE 13958 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000841 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 12:15:25 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 18 

Message-ID: <35DD56CD.5DBD791Béscee.sony.co.uk> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept-Language: en 

To: cgraham@hinge.mistral.co.uk 

Xref: chuka.playstation.co.uk scee.yaroze.announce:111 scee.yaroze.programming.3d_gr 
aphics: 841 


The Zip file of RSDAnim is infected with a virus! Please check your system IMMEDIATE 
LY. We found it 
with the _latest_ DAT files of Mcafee (http://www.mcafee.com). Mcafee states that th 


e virus is not 
reparable, but other virus checkers have repaired it. 


The virus is called W32.CIH.SPACEFILLER, and it will infect almost every EXE within 
the system. 


Kinda takes the sheen off that number one download status, huh? :0) 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Smiley faces were meant to be annoying. 
—-MESSAGE FILE 13958 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000841 


--MESSAGE FILE 13959 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000842 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 14:28:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <35DD7600.F1FF6359@hinge.mistral.co.uk> 

References: <0Olbdca0a$929ba700$S230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s5-37-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:113 scee.yaroze.programming.3d_gr 
aphics: 842 


James Russell wrote: 

> Kinda takes the sheen off that number one download status, huh? :0) 
Bugger - thanks James....which V Killer sorts it out? 

> James 


Craig. 


—-MESSAGE FILE 13959 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000842 


——MESSAGE FILE 13960 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000843 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 14:48:44 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <35DD7ABC.47B2D4C3@scee.sony.co.uk> 

References: <0Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:114 scee.yaroze.programming.3d_gr 
aphics: 843 

Craig Graham wrote: 

> 

> Bugger - thanks James....which V Killer sorts it out? 


AntiViral Toolkit - http://www.avp.com/ 
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Mcafee VirusScan - http://www.mcafee.com/ 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


3 kinds of people: those who can count & those who can't. 
—-MESSAGE FILE 13960 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000843 


--MESSAGE FILE 13961 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000844 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What's up with fog? 

Date: Fri, 21 Aug 1998 15:21:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 
Message-ID: <35DD8274. 9EA4BF25@ndirect.co.uk> 

References: <35C2BFAD.5EF8@funnytown.com> <35DC3B02.CE384A47@immd9.informatik.uni-er 
langen.de> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-38.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Christoph Luerig wrote: 
Hi Gerrit! 


I think the problem is, that the fog is not done on a per fragment basis 
but on a per polygon basis on the Playtstion. 

This generates this funny effect. You can improve the visual impression, 
if you use smaller polygons. 


VVVVVV 


My experiments with fog suggest that is done on a per normal basis with the 
rest of the lighting. So, for large polygons it might be worth using Gouraud 
shading using the same normal for each vertex. The impact on performance 
this way is less than using more/smaller polys as it's less work for the GTE, 
and the results are perfect. You can only really do this with dynamic TMD 
creation though. 


Herbs 


—-MESSAGE FILE 13961 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000844 


——MESSAGE FILE 13962 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000845 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@Compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 18:29:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <6rkb0a$d23j12@chuka.playstation.co.uk> 

References: <0Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1IFF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> 

NNTP-Posting-Host: mfs2-dnbqy-166.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:116 scee.yaroze.programming.3d_gr 
aphics: 845 


James Russell wrote in message <35DD7ABC.47B2D4C3@scee.sony.co.uk>... 
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>Craig Graham wrote: 

>> 

>> Bugger - thanks James....which V Killer sorts it out? 

> 

How dangerous is this Virus - 

Are we talking major hard disk wipe out or just another bacteria type virus. 
Does it affect EXEs only or data files as well 


I had better get a virus checker pronto before my GDUK entry gets eaten! 


Cheers 


Nick (s) 


—-MESSAGE FILE 13962 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000845 


—-MESSAGE FILE 13963 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000846 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 19:16:14 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <35DDB96E.AE8BE2F4@scee.sony.co.uk> 

References: <0Olbdca0a$929ba700S$230b0a0a@Angelal.intelligent-—group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j312@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:117 scee.yaroze.programming.3d_gr 
aphics: 846 


Nick Slaven wrote: 

> 

> How dangerous is this Virus - 

> Are we talking major hard disk wipe out or just another bacteria type virus. 
> Does it affect EXEs only or data files as well 


Well, I had to install Windows again, and most of my other apps. Win32 EXEs are the 
only ones 

affected. It doesn't change the file size, and most apps _seem_ to work ok, but it c 
ompletely 
crashed my compilers and linkers, and it took ages to find out why. Mcafee didn't sa 
y if it did 
anything other than replicate itself (ie, "on the Xth day օք the Xth month 19XX it w 
111 wipe your 

system"), but I'd get rid of it ASAP if I were you. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Et tu, Bob? 
—-MESSAGE FILE 13963 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000846 


—-MESSAGE FILE 13964 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000847 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <steve@microdot.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 
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Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Fri, 21 Aug 1998 14:57:47 -0700 

Organization: SCEA News Server 

Lines: 38 

Message-ID: <6rkq01$lqh5@scea> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> 

NNTP-Posting-Host: gateway.connext.com 

X-Newsreader: Microsoft Outlook Express 4.72.3115.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:118 scee.yaroze.programming.3d_gr 
aphics: 847 


James Russell wrote in message <35DDB96E.AEF8BE2F4@scee.sony.co.uk>... 
>Nick Slaven wrote: 

>> 

>> How dangerous is this Virus - 

>> Are we talking major hard disk wipe out or just another bacteria type 
virus. 

>> Does it affect EXEs only or data files as well 


It replicates in Win95 program files. It's a nasty bugger... Depending on 
what version you have, on the 26th of any given month, it will attempt to 
nuke your FlashBIOS and the MBRs of your hard disks. I was able to 
disinfect my systems with Norton and everything still seems to work fine. 


> 

>Well, I had to install Windows again, and most of my other apps. Win32 EXEs 
are the only ones 

>affected. It doesn't change the file size, and most apps _seem_ to work ok, 
but it completely 

>crashed my compilers and linkers, and it took ages to find out why. Mcafee 
didn't say if it did 

>anything other than replicate itself (ie, "on the Xth day of the Xth month 
19XX it will wipe your 

>system"), but I'd get rid of it ASAP if I were you. 


> 

I agree... ASAP. 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>Et tu, Bob? 


-Steve 


--MESSAGE FILE 13964 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000847 


——MESSAGE FILE 13965 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000848 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sat, 22 Aug 1998 03:22:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <6rlago$d2j14@chuka.playstation.co.uk> 

References: <0Olbdca0a$929ba700S$230b0a0a@Angelal.intelligent-—group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d24j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01Slqh5@scea> 

NNTP-Posting-Host: mfs2-dnbqz-011.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
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X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
Xref: chuka.playstation.co.uk scee.yaroze.announce:119 scee.yaroze.programming.3d_gr 
aphics: 848 


Steve Spiller wrote in message <6rkq01S$lqh5@scea>... 
>It replicates in Win95 program files. It's a nasty bugger... Depending on 
>what version you have, on the 26th of any given month, it will attempt to 
>nuke your FlashBIOS and the MBRs of your hard disks. 


Yikes !! 
>>Well, I had to install Windows again, and most of my other apps. 


McAffee reported around 350 infected exes & wouldn't fix em, 

fortunately its a new PC (windows 98) & not much installed on it, 

it seemed simpler to nuke the hard disk & reinstall, this was after 
allowing McAffee to delete explorer - kind of like sawing off the branch 
your sat on. 


Didn't take too long, honest! 


Nick (S) 


-—-MESSAGE FILE 13965 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000848 


—-MESSAGE FILE 13966 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000849 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: What's up with fog? 

Date: Sat, 22 Aug 1998 04:28:21 -0400 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <35DE811D.21F5@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Hey again, Confusion reins Gerrit! 


>> I think the problem is, that the fog is not done on a per fragment basis 

>> but on a per polygon basis on the Playtstion. 

>> This generates this funny effect. You can improve the visual impression, 

>> if you use smaller polygons. 

> 

>My experiments with fog suggest that is done on a per normal basis with the 
>rest of the lighting. So, for large polygons it might be worth using Gouraud 
>shading using the same normal for each vertex. 


I spent quite a bit of time tinkering with various MAT settings in the 
RSD models, but couldn't seem to get beyond the "fog the whole polygon 
with a single normal" problem. (Although I did find an undocumented 
GsDOBJ attribute to selectively disable fogging. :) 


>The impact on performance 
>this way is less than using more/smaller polys as it's less work for the GTE, 
>and the results are perfect. You can only really do this with dynamic TMD 
>creation though. 


Why would this only work with dynamic TMD creation? Does RSDLink 
"optimize" models to be flat shaded if all the verticies have the same 
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normal? 


Since my initial posting, I decided to temporarily ignore the fogging 
problem and I actually started moving in a different direction... 


I've written a utility to pre-calculate vertex normals, lighting, etc. 
on my world RSD model, which produces a set of tris that are 
"gradient-filled" instead of being lit at runtime. While this gets a 
slight speed advantage, the *real* advantage is that my large world 
model no longer has to maintain a huge collection of vertex normals for 
lighting/shading. Of course now my problem is re-implementing fog -- 
which in LibGs appears to be intimately tied to lighting and vertex 
normals. 


If anyone sees any "easy" way out of the corner I painted myself into, 
I'd appreciate the help! Otherwise I guess I'll have to start tinkering 
with those TMD primitives I've been hearing so much about... 


- Gerrit 


—-MESSAGE FILE 13966 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000849 


—--MESSAGE FILE 13967 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000850 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 


Newsgroups 


: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 


Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 


Date: Sat, 


22 Aug 1998 10:25:05 +0100 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 29 


Message-ID: 
References: 


D791B@scee 
ee.sony.co 


<35DE8E71.F9E8214B@hinge.mistral.co.uk> 

<01lbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
-sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
-uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 


o.uk> <6rkq01Slqh5@scea> <6rlago$d24j14@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s51-83-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Xref: chuka.playstation.co.uk scee.yaroze.announce:120 scee.yaroze.programming.3d_gr 


aphics: 850 


Nick Slaven wrote: 


Steve Spiller wrote in message <6rkq01$lqh5@scea>... 
>It replicates in Win95 program files. It's a nasty bugger... Depending on 
>what version you have, on the 26th of any given month, it will attempt to 
>nuke your FlashBIOS and the MBRs of your hard disks. 


Yikes !! 


VVVVVVVV 


>>Well, I had to install Windows again, and most of my other apps. 

I've used AVP (as recommended by James Russell) to clean the virusoff my system 
— it spotted all the infected files & repaired them. 

System's clean now..... no re-install needed, takes about half an hour. 

> Didn't take too long, honest! 

Sorry for the inconvenience, I've no idea where it came from, but I'll 

replace the archive with a clean one later this weekend...... 

> Nick (S) 


Craig. 
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—-MESSAGE FILE 13967 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000850 


—-MESSAGE FILE 13968 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000851 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sat, 22 Aug 1998 11:42:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <6rm7c4$d24j15@chuka.playstation.co.uk> 

References: <0Olbdca0a$929ba700S$230b0a0a@Angelal.intelligent-—group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01Slqh5@scea> <6rlago$d2j14@chuka.playstation.co.uk> <35DE8E71.F9E8214B@h 
inge.mistral.co.uk> 
NNTP-Posting-Host: 1d55-007.lon.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:121 scee.yaroze.programming.3d_gr 
aphics: 851 


Craig Graham wrote in message <35DE8E71.F9E8214B@hinge.mistral.co.uk>... 
>Nick Slaven wrote: 
>I've used AVP (as recommended by James Russell) to clean the virusoff my 


system 
>- it spotted all the infected files & repaired them. 
>System's clean now..... no re-install needed, takes about half an hour. 


In hindsite it was rather a rash decision & should have checked out AVP 1st, 
however Mr Carling, Mr Black & Mr Label outvoted me by 3 to 1. 


>Sorry for the inconvenience, I've no idea where it came from, but I'll 
>replace the archive with a clean one later this weekend...... 


No problems - its not your fault. 
Back to rsdanim.... 


What do you reckon to auto bone placement in rsdanim. 

Currently You have to create groups for the limbs & other bits of your model 
& then 

create bones that lie inside the points of the group. 

The likelyhood is that the group ends will be connected to other groups, so 
this already 

defines where the bone ends will be. This would work for "skinned" models as 
well 
since the bone end would be the average of all the points that exist in 2 
joining groups. 


cheers 


Nick (S) 


—-MESSAGE FILE 13968 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000851 


——MESSAGE FILE 13969 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000852 

Path: chuka.playstation.co.uk!news 

From: Peter Passmore <p.passmore@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Motion capture 

Date: Sat, 22 Aug 1998 20:51:27 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 40 

Message-ID: <35DF213F.7950@mdx.ac.uk> 
NNTP-Posting-Host: staff-dialup2.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04 (Win95; I) 


During our second short course two cool guys, Roy Bailey and Lee Spring, 
found some motion capture data on the web and started work on applying 
it to a model of theirs. They didn't manage to get it done in a day and 
so they moved on to working on dynamic TMD's. Look out for some hot 
demos from these guys in the coming months 


I couldn't resist trying to get motion capture data into the PSX, so I 
did. The data comes from: 


Jeff Lander 
jeffl@darwin3d.com 
www.darwin3d.com/gamedev.htm 


where you will find an opengl previewer and other very useful stuff 
about quaternions and other topics. 


motcap.zip contains a dos c program with source that converts Biovision 
(.bva) format motion captures files into a include file to be used on 
the PSX. Five motion capture .bva files are included, you can probably 
find more if you search the web, but I don't guarentee my utility will 
convert them ok (but I included the source). To run the different motion 
capture files type: 


bva2psx thefile.bva 


and then make clean, and then make. Then run siocons auto. The L1, L2, 
R1, and R2 buttons give different views of the object. I gave the actor 
a teapot head but just used a box for the other bones. I don't know 
whether the pivot points are correct but the animation looks similar to 
the original. 


I included the source of the PSX program which is especially designed to 
upset CW users. Maybe somebody will convert it to CW for Mac and other 
CW users (Paul?). 


motcap.zip can be found from: 
http://www.netyaroze-europe.com/~middx_uni/ 


BTW: the second short course went very well (though where are those 
demos guys?) and we will be running a final one 21-25 September. 


-—-MESSAGE FILE 13969 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000852 


—--MESSAGE FILE 13970 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000853 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <A2595042@infotrade.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 
Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sun, 23 Aug 1998 11:30:20 +0100 

Organization: The PC Shop 

Lines: 23 

Message-ID: <35DFEF3C.505F1303@infotrade.co.uk> 


References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 


o.uk> <6rkq01$lqh5@scea> <6rlago$d2j14@chuka.playstation.co.uk> <35DE8E71.F9E8214! 


inge.mistral.co.uk> <6rm7c4$d24315@chuka.playstation.co.uk> 
Reply-To: A2595042@infotrade.co.uk 

NNTP-Posting-Host: usr124.infotrade.co.uk 

Mime-Version: 1.0 


B@h 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:124 scee.yaroze.programming.3d_gr 
aphics:853 


եռ 


rashed my system. 
should have updated my version of Norton's. 


I had to reload everything. 


Although I have back ups of my code I have lost all my old news group data. : ( 


Is there anyway of downloading all the old newsgroups data (It's was a great source 
of help) 
as a block. 


I have tried FTP but cannot get access via my FTP software. 
Any suggestions? 

Cheers, 

Ian 


Craig, it's not your fault. It happens to the best of us mate. 


--MESSAGE FILE 13970 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000853 


——MESSAGE FILE 13971 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000854 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: RSD ANIM 1.5 - URGENT - VIRUS INFECTION 

Date: Sun, 23 Aug 1998 17:02:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <6rpego$3604@chuka.playstation.co.uk> 

References: <Olbdca0a$929ba700$230b0a0a@Angelal.intelligent-—group.com> <35DD56CD.5DB 
D791B@scee.sony.co.uk> <35DD7600.F1FF6359@hinge.mistral.co.uk> <35DD7ABC.47B2D4C3@sc 
ee.sony.co.uk> <6rkb0a$d2j12@chuka.playstation.co.uk> <35DDB96E.AE8BE2F4@scee.sony.c 
o.uk> <6rkq01$lqh5@scea> 

NNTP-Posting-Host: lon-dnbsj-219.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.announce:127 scee.yaroze.programming.3d_gr 
aphics: 854 


Steve Spiller wrote in message <6rkq01S$lqh5@scea>... 

>It replicates in Win95 program files. It's a nasty bugger... Depending on 
>what version you have, on the 26th of any given month, it will attempt to 
>nuke your FlashBIOS and the MBRs of your hard disks. I was able to 
>disinfect my systems with Norton and everything still seems to work fine. 


Does Norton ( Win 95 V2.01 here) have a different name for this virus, I've 
checked 

my (recently installed!) copy, & the W32.CIH.SPACEFILLER name does not 
appear in the list. I've the most up to date definition file (19/08/98). 


Nick (S) 


—-MESSAGE FILE 13971 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00000854 


——MESSAGE FILE 13972 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000855 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: reading a byte from memory 

Date: Sun, 23 Aug 1998 16:22:28 +0100 
Organization: S.R. Studios 

Lines: 8 

Message-ID: <35E033B4.838F9761@hi.is> 
NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


hi! 


How do I read a byte from memory? Say that I wanted to know what byte is 
in memory location 0x801A0012. How can I read it? 


thanks 
Ari Pall 


—-MESSAGE FILE 13972 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000855 


——MESSAGE FILE 13973 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000856 

Path: chuka.playstation.co.uk!news 

From: richard.cutting@virgin.net (Richard Cutting) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: reading a byte from memory 

Date: Sun, 23 Aug 1998 20:03:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35e07503.301962@news.playstation.co.uk> 
References: <35E033B4.838F9761@hi.is> 
NNTP-Posting-Host: p56-duck-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 23 Aug 1998 16:22:28 +0100, Ari Pall Albertsson <ari@hi.is> 
wrote: 


>hi! 

> 

>How do I read a byte from memory? Say that I wanted to know what byte is 
>in memory location 0x801A0012. How can I read it? 


> 

>thanks 

> Ari Pall 
> 


You should be able to get it with something like; 
byte = *( ( u_long * ) 0x801A0012 ); 


I'm not sure what you'd define 'byte' as though...int, long, u_long 
222 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


—-MESSAGE FILE 13973 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000856 


——MESSAGE FILE 13974 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000857 
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Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: APOLOGY and ANNOUNCE : RsdANIM 

Date: Mon, 24 Aug 1998 08:47:44 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <35E11AA0.FF407685@hinge.mistral.co.uk> 
NNTP-Posting-Host: dl-s33-65-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


I must extend my apologies to all who downloaded RsdANIM v1.5 

from my WWW site. It unfortunately contained the Win95.CIH virus. 

I was unaware of this at the time (in fact until James Russell brought 
it 

to my attention). 


I've now cleaned up my PC and the virus is gone from the next release 
of RsdANIM (v1.51, available now), but anyone who has already 
downloaded v1.5 MUST make sure they follow the link on my page 

to the AVP site which has a virus killer that will fix the problem. 


Sorry all - my fault, wont happen again sort of thing.... :( 


Craig. 
Thanks to James R. for spotting the virus, and for the tip on where 
to get a decent virus killer to sort it out. 


—-MESSAGE FILE 13974 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000857 


--MESSAGE FILE 13975 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000858 

Path: chuka.playstation.co.uk!news 

From: Ari Pall Albertsson <ari@hi.is> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: reading a byte from memory 

Date: Mon, 24 Aug 1998 10:34:48 +0100 

Organization: S.R. Studios 

Lines: 4 

Message-ID: <35E133B8.4CBD140F@hi.is> 

References: <35E033B4.838F9761@hi.is> <35e07503.301962@news.playstation.co.uk> 
NNTP-Posting-Host: realms.xnet.is 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


thanks... that did it 
Ari Pall 


—-MESSAGE FILE 13975 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000858 


—--MESSAGE FILE 13976 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000859 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 

Date: Mon, 24 Aug 1998 12:09:04 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <35E149D0.309F1494@ndirect.co.uk> 
References: <35E11AA0.FF407685@hinge.mistral.co.uk> 
Reply-To: aherbert@ndirect.co.uk 


Net Yaroze newsgroups message dump.txt 


NNTP-Posting-Host: dialin2-01.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


I must extend my apologies to all who downloaded RsdANIM v1.5 

from my WWW site. It unfortunately contained the Win95.CIH virus. 

I was unaware of this at the time (in fact until James Russell brought 
ԼԵ 

to my attention). 


I've now cleaned up my PC and the virus is gone from the next release 
of RsdANIM (v1.51, available now), but anyone who has already 
downloaded v1.5 MUST make sure they follow the link on my page 

to the AVP site which has a virus killer that will fix the problem. 


Sorry all - my fault, wont happen again sort of thing.... :( 
Craig. 


Thanks to James R. for spotting the virus, and for the tip on where 
to get a decent virus killer to sort it out. 


Fortunately I didn't download this file, but I guess I'll have to go get 
some anti-virus software now. And I vowed never to give money to those 
unethical bastards - I'd rather give it to Microsoft! 


Herbs 
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—-MESSAGE FILE 13976 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000859 


--MESSAGE FILE 13977 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000860 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 

Date: Mon, 24 Aug 1998 16:05:18 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <6rskjfSpdo2@chuka.playstation.co.uk> 
References: <35E11AA0.FF407685@hinge.mistral.co.uk> 
NNTP-Posting-Host: 172-30-221.ipt.aol.com 


X- 
X- 


Newsreader: Microsoft Outlook Express 4.72.3110.1 
MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Craig Graham wrote in message <35E11AA0.FF407685@hinge.mistral.co.uk>... 


>of RsdANIM (v1.51, available now), but anyone who has already 
>downloaded v1.5 MUST make sure they follow the link on my page 
>to the AVP site which has a virus killer that will fix the problem. 


Check the Link for the download, it doesn't point to the correct file. 


I 


lost my TMD import code from the virus, oh well, I needed something to 


program again! :-) 


Nathan 


-—-MESSAGE FILE 13977 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000860 


--MESSAGE FILE 13978 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000861 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GsLinkObject4 Confusion 

Date: Mon, 24 Aug 1998 16:12:00 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <35E1C90B.AE@funnytown. com> 
NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


I hope this isn't a question that's been answered a thousand times, but 
I've read the documentation up and down and it doesn't give me a clue as 
to what's going on... 


While attempting to write some code to read primitives from an already 
linked TMD model (for the purpose of using its polys for collision 
detection) I discovered that GsLinkObject4 is tinkering with the first 
primitive in the object: Specifically it writes over the first 
primitive's ilen and olen with "0x0400". 


Without the ilen it's a bit trickier to write a good routine to read the 
polys out of the primitives :P I assume that this is some kind of 
marker/counter that an object has been linked to a GsDOBJ2, but it's 
annoying! 


I can easily work around this problem (in this particular model every 
primitive has the same length), but I'd still like to know what's going 
on! (And maybe suggestions as to what I could be doing better :) 


Thanks for the help! (Or as more frequently is the case, pointing out 
why I shouldn't be asking this question in the first place. ;) 


- Gerrit 
-—-MESSAGE FILE 13978 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000861 


——MESSAGE FILE 13979 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000862 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 
Re: APOLOGY and ANNOUNCE : RsSdANIM 
Re: APOLOGY and ANNOUNCE : RsdANIM 
Date: Mon, 24 Aug 1998 18:06:18 -0400 
Organization: SCEA News Server 
Lines: 14 
Message-ID: <35E1E3D9.328C@funnytown. com> 
NNTP-Posting-Host: 38.165.241.13 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Craig Graham wrote in message <35E11AA0.FF407685@hinge.mistral.co.uk>... 
>of RsdANIM (v1.51, available now), but anyone who has already 
>downloaded v1.5 MUST make sure they follow the link on my page 

>to the AVP site which has a virus killer that will fix the problem. 
Yeech! I believe this is the first virus my computer has ever gotten... 
I didn't feel like downloading/paying for anti-virus software, so I just 
threw away the Win95 Virtual PC hard-drive container w/ RSDAnim and 
copied a fresh hard-drive of Win95 off the VPC CD. I just *knew* there 


was an advantage to using Virtual PC չ՞) 


- Gerrit 
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—-MESSAGE FILE 13979 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000862 


——MESSAGE FILE 13980 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000863 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 

Date: Tue, 25 Aug 1998 09:24:30 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <35E274BE.69FC968C@scee.sony.co.uk> 
References: <35E1E3D9.328C@funnytown. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Gerrit Goossen wrote: 
> 
> I didn't feel like downloading/paying for anti-virus software, so I just 

> threw away the Win95 Virtual PC hard-drive container w/ RSDAnim and 

> copied a fresh hard-drive of Win95 off the VPC CD. I just *knew* there 

> was an advantage to using Virtual PC ;%) 

I must have re-installed Win95 from my D: drive about 20 times before I found that t 
he install 

software was infected too... I'd do the check anyway. 30 mins downloading and checki 
ng is MUCH 

better than 2 days of re-installing. Or taking your machine back to the shop because 
the virus 

flashed the bios. 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
—-MESSAGE FILE 13980 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000863 


——MESSAGE FILE 13981 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000864 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsLinkObject4 Confusion 

Date: Tue, 25 Aug 1998 09:59:51 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 24 

Message-ID: <35E27D07.B1C5AFB1@scee.sony.co.uk> 
References: <35E1C90B.AE@funnytown.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Gerrit Goossen wrote: 

> 

While attempting to write some code to read primitives from an already 
linked TMD model (for the purpose of using its polys for collision 
detection) I discovered that GsLinkObject4 is tinkering with the first 
primitive in the object: Specifically it writes over the first 


V V V V 
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> primitive's ilen and olen with "0x0400". 


It's not just the first primitive that changes. It adjusts the Ilen/Olen every time 

the primitive 

code changes. The number that it writes is a 16 bit value that describes the number 
of primitives of 

the current type to follow. So it looks like you've got 0x400 (= 1024) polygons of a 
certain type in 

consecutive order. Subsequent primitives of the same type are not adjusted. If there 
are primitives 

of a different type, then the first primitive in that set will also have the number 
of primitives of 


that type. 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
—-MESSAGE FILE 13981 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000864 


——MESSAGE FILE 13982 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000865 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 

Date: Tue, 25 Aug 1998 10:25:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <35E282FF.1B7916C5@hinge.mistral.co.uk> 

References: <35E11AA0.FF407685@hinge.mistral.co.uk> <6rskjfS$pdo2@chuka.playstation.c 
o.uk> 
NNTP-Posting-Host: d2-s37-131-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en (Win95; 1) 


Nathan Miller wrote: 
Craig Graham wrote in message <35E11AA0.FF407685@hinge.mistral.co.uk>... 
>of RsdANIM (v1.51, available now), but anyone who has already 


>downloaded v1.5 MUST make sure they follow the link on my page 
>to the AVP site which has a virus killer that will fix the problem. 


Check the Link for the download, it doesn't point to the correct file. 
I lost my TMD import code from the virus, oh well, I needed something to 
program again! :-) 


VVVVVVVV V 


Fixed the link now...... 
> Nathan 


Craig. 


-—-MESSAGE FILE 13982 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000865 


--MESSAGE FILE 13983 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000866 
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Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Moving on to GsSortObject4 
Date: Tue, 25 Aug 1998 06:23:29 -0400 

Organization: SCEA News Server 

Lines: 40 

Message-ID: <35E2909F.3394@funnytown.com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>Gerrit Goossen wrote: 

>> 

>> While attempting to write some code to read primitives from an already 

>> linked TMD model (for the purpose of using its polys for collision 

>> detection) I discovered that GsLinkObject4 is tinkering with the first 

>> primitive in the object: Specifically it writes over the first 

>> primitive's ilen and olen with "0x0400". 

> 

>It's not just the first primitive that changes. It adjusts the Ilen/Olen every time 
>the primitive code changes. The number that it writes is a 16 bit value that 
>describes the number of primitives of the current type to follow. 


Okay, I can deal with that :) 


>So it looks like you've got 0x400 (=1024) polygons of a certain type in 
>consecutive order. Subsequent primitives of the same type are not adjusted. 


Actually that was little-endian (I read it out of the MW Debugger). If I 
had 1024 polygons now *that* would be interesting, but alas I only have 
four polygons in that object. (But I tell you, they are 4 *really* 
*really* interesting polygons! ;) 


I guess now my question is: Can anyone tell me exactly what operations 
GsSortObject4() performs? 


Some of the bits that the documentation doesn't really clear up for me 
include: 


- Is perspective conversion performed on all the verticies in a TMD 
object? (Regardless of whether they are used in primitives or not?) Or 
does it perform the same conversion on the verticies multiple times if 
they are used in multiple primitives? 


— Is there anyway to *prevent* GsSortObject4() from performing 
perspective conversion? (And just perform sorting?) 


Thanks again for any help! I'd really prefer to beat GsSortObject4 into 
submission as opposed to re-writing the beast :) 


- Gerrit 
—-MESSAGE FILE 13983 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000866 


—--MESSAGE FILE 13984 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000867 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Moving on to GsSortObject4 
Date: Tue, 25 Aug 1998 12:24:50 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 29 

Message-ID: <35E29F02.E57E6A2@scee.sony.co.uk> 

References: <35E2909F.3394@funnytown.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Gerrit Goossen wrote: 


I guess now my question is: Can anyone tell me exactly what operations 
GsSortObject4() performs? 


> 
> 
> 
> 
> — Is perspective conversion performed on all the verticies in a TMD 
> object? (Regardless of whether they are used in primitives or not?) 
Nope, only the ones that are used will be converted. 


> Or does it perform the same conversion on the verticies multiple times if 
> they are used in multiple primitives? 


Yes. Not exactly efficient, I know. 


> — Is there anyway to *prevent* GsSortObject4() from performing 
> perspective conversion? (And just perform sorting?) 


GsSetProjection(1) or GsSetProjection(-1) might help. Don't know, haven't tried this 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
-—-MESSAGE FILE 13984 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000867 


—-MESSAGE FILE 13985 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000868 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Backgrounds 

Date: 26 Aug 1998 14:06:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <01lbdd0faS$fe5310e0SLocalHost@default> 
NNTP-Posting-Host: client87d8.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Has anyone out there sucessfully played around with backgrounds yet or know 
anyone who has? 


Mark Theyer could do with some pointers ... he seems to be doing something 
wrong and needs some sample code or guidance. 


I'm posting this message on Mark's behalf because he can't post messages on 
this newsgroup (problems with a fire-wall where he woks I think). 

If you need to ask him more specifically what his problems are in order to 
help: mail him at markt@mincom.com 


Cheers 
Jon 


—-MESSAGE FILE 13985 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000868 


--MESSAGE FILE 13986 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000869 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
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Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Moving on to GsSortObject4 
Date: Fri, 28 Aug 1998 17:10:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <35E6D662.77B566D9@ndirect.co.uk> 

References: <35E2909F.3394@funnytown.com> <35E29F02.E57E6A2@scee.sony.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-56.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


James Russell wrote: 
Gerrit Goossen wrote: 


I guess now my question is: Can anyone tell me exactly what operations 
GsSortObject4() performs? 


- Is perspective conversion performed on all the verticies in a TMD 
object? (Regardless of whether they are used in primitives or not?) 


VV NV V V V 


Nope, only the ones that are used will be converted. 


> Or does it perform the same conversion on the verticies multiple times if 
> they are used in multiple primitives? 


Yes. Not exactly efficient, I know. 


VVVVVVVVVVV VV VV 


That's really crap. I did wonder what was making GsSortObject4() so slow. So all m 
y 

efforts of sharing vertices and (especially) normals was a waste of time 'cos they'l 
1 be 

recalculated for each polygon anyway. What dumb idiot came up with this? I assumed 
that 

all the vertices/normals would be processed first (whether used or not) and the 2D 
drawing primitives were then built using this data. That would have been the 
sensible/efficient way to do it. 


Talking of dumb idiots, I guess I should have worked that out for myself, as the way 
I 

thought it worked would need workspace to hold the processed vertices/normals - whic 

h is 

never specified with GsSortObject4(). 


Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I nee 
d it 
NOW! 


Herbs 


--MESSAGE FILE 13986 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000869 


——MESSAGE FILE 13987 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000870 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 - And Now CW Asm 
Date: Sat, 29 Aug 1998 14:28:09 -0400 

Organization: SCEA News Server 

Lines: 58 

Message-ID: <35E84836.1881@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>James Russell wrote: 


> 

>> Gerrit Goossen wrote: 

>> > 

>> > I guess now my question is: Can anyone tell me exactly what operations 
>> > GsSortObject4() performs? 

>> > 

>> > — Is perspective conversion performed on all the verticies in a TMD 
>> > object? (Regardless of whether they are used in primitives or not?) 
>> 

>> Nope, only the ones that are used will be converted. 

>> 


>> > Or does it perform the same conversion on the verticies multiple times if 
>> > they are used in multiple primitives? 


>> 

>> Yes. Not exactly efficient, I know. 

>> 

> 

>That's really crap. I did wonder what was making GsSortObject4() so slow. 


>So all my efforts of sharing vertices and (especially) normals was a waste of 
>time 'cos they'll be recalculated for each polygon anyway. 


Actually, that was the answer I was *hoping* for! 


>What dumb idiot came up with this? I assumed that all the vertices/normals 
>would be processed first (whether used or not) and the 2D drawing primitives 
>were then built using this data. That would have been the sensible/efficient 
>way to do it. 


Just to offer a different point of view: For what I'm trying to do, that 
setup would be *extremely* inefficent. 


In a project I've been working on for a while now, I maintain a single 
large model of the game-world and dynamically build a TMD with a subset 
of the large model's primitives at runtime. This would not be possible 
If: 


1) Every vertex in the original world model were rotated every frame. 

Which, furhtermore, would use *lots* more RAM, because the libs would 

have to maintain a separate copy of the rotated vertex array (to avoid 
nasty fixed-point rounding errors.) 


2) I had to rebuild a the vertex array everytime I create a mini-model 
from the big one. 


>Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I 
>need it NOW! 


I actually spent quite a bit of time trying to access the GTE with 
inline ASM in CW, but for some reason CW doesn't want to let me do it! I 
wonder if this is also a problem with GCC, although it doesn't really 
matter since I'm on a Mac anyway... 


Has anyone successfully used CW's inline asm? I've been doing things per 
the CW manual, however the CW manual also makes references to several 
things that don't exist on the CW CD >:\ 


- Gerrit 
—-MESSAGE FILE 13987 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000870 


—-MESSAGE FILE 13988 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000871 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Joshua Meeds <support@accelerationsw.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 

Date: Sat, 29 Aug 1998 14:23:39 +0000 

Organization: SCEA News Server 
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Lines: 26 

Message-ID: <35E80EEB.654F167F@accelerationsw.com> 

References: <35E11AA0.FF407685@hinge.mistral.co.uk> <35E149D0.309F1494@ndirect.co.uk 
> 

NNTP-Posting-Host: 204.137.153.48 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


If you really think that way (and don't mind a little unethicalness on 
your part) you could download the trial version of McAfee, scan your 


system, and uninstall it. You are given a 30 day free trial, so you 
could, like, do this one day a month for 30 months. Just don't run the 
virus scanner all the time - at my job we call it "McCrashee" for a 
reason :) 


Alex Herbert wrote: 


> 

> Fortunately I didn't download this file, but I guess I'll have to go get 
> some anti-virus software now. And I vowed never to give money to those 
> unethical bastards - I'd rather give it to Microsoft! 

> 

> Herbs 


= Joshua Meeds 
Dreamwriter Dragon 
dreamer@sinclair.net 
-=UDIC=- 


We are the music-makers, 
And we are the dreamers of the dreams 


- Willy Wonka quoting 

Arthur O'Shaughnessy 
--MESSAGE FILE 13988 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000871 


——MESSAGE FILE 13989 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000872 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Austin Kottke <yaroze@microworld.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Billboarding - fast method? 

Date: Sat, 29 Aug 1998 21:16:48 -0700 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <35E8D230.21C3D/7FE@microworld.com> 

References: <6iomsuSjpr33@chuka.playstation.co.uk> 

NNTP-Posting-Host: ip63.van-nuys2.ca.pub-ip.psi.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b1 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:281 scee.yaroze.pr 
ogramming.3d_graphics: 872 


Mario, 

Why dont ya just use sprites and save yourself a lot of trouble ;-) unless you 
need to manipulate these babies =) 

-Austin 


--MESSAGE FILE 13989 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000872 


——MESSAGE FILE 13990 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000873 
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Path: chuka.playstation.co.uk!news 

From: "T Khan" <2bad@lineone.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Collision Detection 

Date: 30 Aug 1998 17:19:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbdcb9e$544f5b00S2de5abc3@2badlineone.net> 
NNTP-Posting-Host: 195.171.229.45 

X-Newsreader: Microsoft Internet News 4.70.1162 


Hi 


I'm working on a cool racing game but I am having some problems. I know 
nothing about collision detection. 

I would be thankful for any help. Iwould definitley need some code to work 
with otherwise I would not know what to do. Please help. 


Thanks. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


-—-MESSAGE FILE 13990 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000873 


—--MESSAGE FILE 13991 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000874 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 - And Now CW Asm 
Date: Sun, 30 Aug 1998 23:32:16 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <35E9D2F0. 6FF83222@hinge.mistral.co.uk> 

References: <35E84836.1881@funnytown.com> 

NNTP-Posting-Host: d2-s34-128-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Gerrit Goossen wrote: 


>Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I 
>need it NOW! 


I actually spent quite a bit of time trying to access the GTE with 
inline ASM in CW, but for some reason CW doesn't want to let me do it! I 
wonder if this is also a problem with GCC, although it doesn't really 
matter since I'm on a Mac anyway... 


VVVVVVV 


You cann't use GTE inline from the Yaroze version of CW. Or the 
Yaroze GNU either. 


It is possible on the Pro-Dev version of CW, if you've got a dev license 
then check the pro news groups as I asked the same questions there 
a few months back... 


> Has anyone successfully used CW's inline asm? I've been doing things per 
> the CW manual, however the CW manual also makes references to several 
> things that don't exist on the CW CD >:\ 


There's an example of using assembler from CW in the ARS library(the lowest level 
code to talk to the Action Replay comms link is in 

assembler). In fact, there's also the GNU version of the same code for comparison 
(same file builds for CW & GNU on a #define). 


> — Gerrit 
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Craig. 


—-MESSAGE FILE 13991 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000874 


—-MESSAGE FILE 13992 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000875 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 - And Now CW Asm 
Date: Mon, 31 Aug 1998 09:48:30 -0400 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <35EAA9A9.782E@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>Gerrit Goossen wrote: 

> 

>> >Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I 
>> >need it NOW! 

>> 

>> I actually spent quite a bit of time trying to access the GTE with 

>> inline ASM in CW, but for some reason CW doesn't want to let me do it! I 

>> wonder if this is also a problem with GCC, although it doesn't really 

>> matter since I'm on a Mac anyway... 

> 
>You cann't use GTE inline from the Yaroze version of CW. Or the 
>Yaroze GNU either. 


I love it when I do stuff that people tell me isn't possible! 


As it turned out, the only reason my code was crashing was because I 
wasn't putting a final nop after ja'ing. *None* of the examples in the 
CW manuals do this (and so they won't work as they appear in the 


manual!) and if I had been using GCC I believe it would have added this 
for me (?), but I finally I noticed that Metrowerks used an extra nop in 
_psstart.c and decided to give it a try... (So I'm relatively new to asm 


2%) 


Anyway, for any other members interested in R3000 ASM or using the GTE 
directly, here are a few places you might want to check out: 


<http://www.idt.com/products/risc/32bit.html> - Check out the RC3041 
manual for plenty of info that's "mostly" compatible with the R3000. 
(Anyone know where to find the R3000 manual?) 

<Page 13 of Your User Guide> - Page 13 explains register assigments 
which are of course extremely useful even though CW doesn't always 
appear to follow them (!?) 
<http://www.in-brb.de/~creature/codehack.htm> - A "sketchy" site with 
valuable info on how to access GTE functions. (From my understanding of 
our Yaroze license, we are free to get info from sites like these we 
just can't contribute to them. Sounds fair to me!) 


FWIW, I've been able to speed up my gouraud fogging from over 400 hsyncs 
for 500 primitives to under 250 hsyncs. It's still too slow, but I'm 
making progress. If anyone's interested in the code that does this, say 
the word and I'll be happy to post it here. (*Especially* if you think 
you might be able to help me speed it up. There's *plenty* of room for 
optimization. ;) 


- Gerrit 
—-MESSAGE FILE 13992 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000875 
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——MESSAGE FILE 13993 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000876 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 - And Now CW Asm 
Date: Mon, 31 Aug 1998 15:44:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 91 

Message-ID: <35EAB6C4.26AD842Behinge.mistral.co.uk> 

References: <35EAA9A9.782E@funnytown. com> 

NNTP-Posting-Host: dl-s34-66-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Gerrit Goossen wrote: 


> >Gerrit Goossen wrote: 


>> 

> >> >Ho hum... I need direct GTE access and the ability to sort 2D primitives, and 
T 

> >> >need it NOW! 

> >> 

> >> I actually spent quite a bit of time trying to access the GTE with 

> >> inline ASM in CW, but for some reason CW doesn't want to let me do it! I 

> >> wonder if this is also a problem with GCC, although it doesn't really 

> >> matter since I'm on a Mac anyway... 

> > 

> >You cann't use GTE inline from the Yaroze version of CW. Or the 

> >Yaroze GNU either. 

> 

> I love it when I do stuff that people tell me isn't possible! 

> 

> As it turned out, the only reason my code was crashing was because I 

> wasn't putting a final nop after ja'ing. *None* of the examples in the 

> CW manuals do this (and so they won't work as they appear in the 

> manual!) and if I had been using GCC I believe it would have added this 
> for me (?), but I finally I noticed that Metrowerks used an extra nop in 
> _psstart.c and decided to give it a try... (So I'm relatively new to asm 
> :՞) 


Ok, I'll re-phrase that. Doing GTE inline in Code Warrior or GNU C 

is easy. However, Sony will jump on your balls for doing it when you 
are working on the Yaroze, as the information to do it has either been: 
1) Reverse engineered by someone very talented.... 

or 

2) Ripped off from a pro-developers documentation / compiler setup. 


either way, you're violating the Yaroze license and could concievably 
get your yaroze membership revoked. 


> Anyway, for any other members interested in R3000 ASM or using the GTE 
> directly, here are a few places you might want to check out: 


R3000 asm is pretty easy to find out about - buy the book'MIPS RISC Architecture' fr 
om 
MIPS/SGI which documents it. 


> <Page 13 of Your User Guide> - Page 13 explains register assigments 
> which are of course extremely useful even though CW doesn't always 
> appear to follow them (!?) 


It does. Always. Believe me on this.... 


> <http://www.in-brb.de/~creature/codehack.htm> - A "sketchy" site with 
> valuable info on how to access GTE functions. (From my understanding of 
> our Yaroze license, we are free to get info from sites like these we 
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> just can't contribute to them. Sounds fair to me!) 
I think you'll find you're wrong there, or else everyone would be usingthe last vers 


ion 
of EZ-O-RAY with the ripped off PsyQ debugger and stuff. 


Someone at SCEE like to answer this one - I'm guessing here... 

> FWIW, I've been able to speed up my gouraud fogging from over 400 hsyncs 
> for 500 primitives to under 250 hsyncs. It's still too slow, but I'm 

> making progress. If anyone's interested in the code that does this, say 
> the word and I'll be happy to post it here. (*Especially* if you think 

> you might be able to help me speed it up. There's *plenty* of room for 

> optimization. ;) 


Tips:1) Pre-transform all the vertices into the scratch pad, then do a lookup in the 
re 

when generating the output shading levels. Just save the transformed screen facing 

Z distance (to save space if you've got lots of vertices, shift down and use a byte 
for each screen to vertex distance). 
2) Keep the calculation in a tight loop with the correct code address alignment 
to fit into the I-cache. 

3) In a second loop (still kept tight and I-cache aligned), just do lookups 

to fill in the shading details in the TMD. 


I guarantee you'll get better performance using this than you're getting now 

I've got some environment mapping code that can do better than you're 

getting from your fog code WITHOUT inlining the GTE commands at all, 

and the algorithm is very similar - get a transformed vector for each poly vertex. 
In the case of the env mapper, it's a transformed vertex normal and you have to save 
two components of the result vector (one for U, one for V), in the case of 

the fogging it's the transformed vertex position, and you only have to save one 
component of the result vector (the Z depth) - so the fogging should be a bit 
faster, and be able to do larger objects whilst still holding the pre-translated 
object details in the scratch pad. 


> — Gerrit 
Craig. 


—-MESSAGE FILE 13993 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000876 


—--MESSAGE FILE 13994 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000877 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 - And Now CW Asm 
Date: Mon, 31 Aug 1998 17:12:31 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <35EACBOF.  6FOFFD4Béscee.sony.co.uk> 

References: <35EAA9A9.782E@funnytown.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Gerrit Goossen wrote: 

> 

> >You cann't use GTE inline from the Yaroze version of CW. Or the 
> >Yaroze GNU either. 


SCEE will not accept any programs for submission (ie, for a coverdisk) which do not 
use the official 

Yaroze libraries for _all_ hardware interface code. While this is mostly to prevent 
developers from 

trying to push the limits of the PSX by talking directly to the hardware (which inva 
riably brings 

about compatibility problems with the different versions of the PSX), in the case of 
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the GTE this is 

because there are many timing and ordering complications involved. Inlining GTE inst 
ructions in 
assembler is not allowed to the extent that professional developers aren't supposed 
to do it either. 

Sticking to the libraries ensures that your code will work on all Playstations. 


> As it turned out, the only reason my code was crashing was because I 
> wasn't putting a final nop after ja'ing. 


On the R3000, the instruction directly after a 'ja' will get executed. Most R3000 as 
semblers perform 
‘reordering’, so you can write the code in the 'natural' order and the assembler wil 
1 re-order the 
instructions to suit. Maybe this is an option you have to turn on in CW or in the so 
urce with ".set 


reorder". 

Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Clinton Economics: If 1+2=3 then 4+5=6. 
—-MESSAGE FILE 13994 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000877 


——MESSAGE FILE 13995 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000878 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: APOLOGY and ANNOUNCE : RsdANIM 

Date: Mon, 31 Aug 1998 18:53:15 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <35EAE30B. 93AF3A18@ndirect.co.uk> 

References: <35E11AA0.FF407685@hinge.mistral.co.uk> <35E149D0.309F1494@ndirect.co.uk 
> <35E80EEB.654F167F@accelerationsw.com> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-28.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Joshua Meeds wrote: 


> If you really think that way (and don't mind a little unethicalness on 
> your part) you could download the trial version of McAfee, scan your 

> system, and uninstall it. You are given a 30 day free trial, so you 

> could, like, do this one day a month for 30 months. Just don't run the 
> virus scanner all the time - at my job we call it "McCrashee" for a 

> reason :) 

> 

Ah, so 2 wrongs do make a right! Cool! 

Herbs 


—-MESSAGE FILE 13995 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000878 


—-MESSAGE FILE 13996 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000879 
Path: chuka.playstation.co.uk!news 
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From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 
Date: Mon, 31 Aug 1998 19:52:39 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <35EAFOF6.837E1C12@ndirect.co.uk> 
References: <35E84836.1881@funnytown. com> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: dialin2-28.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Gerrit Goossen wrote: 
Actually, that was the answer I was *hoping* for! 


Just to offer a different point of view: For what I'm trying to do, that 
setup would be *extremely* inefficent. 


In a project I've been working on for a while now, I maintain a single 
large model of the game-world and dynamically build a TMD with a subset 
of the large model's primitives at runtime. This would not be possible 
if? 


1) Every vertex in the original world model were rotated every frame. 

Which, furhtermore, would use *lots* more RAM, because the libs would 

have to maintain a separate copy of the rotated vertex array (to avoid 
nasty fixed-point rounding errors.) 


VVVVVVVVVVVV VV 


It would only need to keep the rotated vertices until all the primitives for that 
object are sorted. I don't see how fixed-point rounding errors come into it. 


> 2) I had to rebuild a the vertex array everytime I create a mini-model 
> from the big one. 


I'm sure it would be faster to do that than rotate each vertex numerous times. 


> >Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I 
>need it NOW! 


v 


I actually spent quite a bit of time trying to access the GTE with 
inline ASM in CW, but for some reason CW doesn't want to let me do it! I 
wonder if this is also a problem with GCC, although it doesn't really 
matter since I'm on a Mac anyway... 


I wasn't that serious when I said that, as I do want my stuff to stand a chance of 
getting on a demo disc. I'm just disappointed that the only way to draw polys is 
with the inefficient GsSortObject4(). I was just in one of my big headed "I could 
have done it better myself" moods. :) 


Herbs 


--MESSAGE FILE 13996 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000879 


——MESSAGE FILE 13997 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000880 

Path: chuka.playstation.co.uk!news 

From: Patrik Buckau <pb@hajtech.se> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: reading a byte from memory 

Date: Mon, 31 Aug 1998 21:05:55 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <35EAF413.AA31A8D@hajtech.se> 

References: <35E033B4.838F9761@hi.is> <35e07503.301962@news.playstation.co.uk> 
NNTP-Posting-Host: dul54-246.ppp.algonet.se 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Richard Cutting wrote: 


On Sun, 23 Aug 1998 16:22:28 +0100, Ari Pall Albertsson <ari@hi.is> 
wrote: 


>hi! 

> 

>How do I read a byte from memory? Say that I wanted to know what byte is 
>in memory location 0x801A0012. How can I read it? 

> 

>thanks 

> Ari Pall 

> 


You should be able to get it with something like; 


byte = *( ( u_long * ) 0x801A0012 ); 


VVVVVVVVVVVVVV VV 


As far as me and good old mr ANSI are concerned a char* should be a pointer 
to a byte not an u_long* (the later should need an explicit typecast to fit 
in the variable "byte" above assuming the variable byte is defined as a char 
or u_char both of wich are one byte wide/large). 


Regards, 
Patrik 


I'm not sure what you'd define 'byte' as though...int, long, u_long 
222 


Richard. 
http://www.netyaroze-europe.com/~rcutting 


M: AZ NO MS 


--MESSAGE FILE 13997 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000880 


——MESSAGE FILE 13998 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000881 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - On to GsSortObject4 

Date: Mon, 31 Aug 1998 17:09:10 -0400 

Organization: SCEA News Server 

Lines: 45 

Message-ID: <35EB10F4.23E9@funnytown.com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>Gerrit Goossen wrote: 

> 

>> Actually, that was the answer I was *hoping* for! 

>> 

>> Just to offer a different point of view: For what I'm trying to do, that 
>> setup would be *extremely* inefficent. 

>> 

>> In a project I've been working on for a while now, I maintain a single 
>> large model of the game-world and dynamically build a TMD with a subset 
>> of the large model's primitives at runtime. This would not be possible 
>> if: 

>> 
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>> 1) Every vertex in the original world model were rotated every frame. 

>> Which, furhtermore, would use *lots* more RAM, because the libs would 

>> have to maintain a separate copy of the rotated vertex array (to avoid 

>> nasty fixed-point rounding errors.) 

>> 

>It would only need to keep the rotated vertices until all the primitives for that 
>object are sorted. I don't see how fixed-point rounding errors come into it. 


Let me explain then :) 


What I was saying is that you would have to double the RAM requirements 
for the model's vertex array, *or* the only way you could avoid that 
would be by maintaining a single copy of the vertex array and rotating 
it using offsets from the previous rotation. (Which introduces the 
fixed-point rounding errors.) 


You're right though, the extra RAM required would only be the size of 
the largest model's vertex array, because you only need the verticies 
during perspective transformation and sorting. 


>> 2) I had to rebuild a the vertex array everytime I create a mini-model 

>> from the big one. 

> 

>I'm sure it would be faster to do that than rotate each vertex numerous times. 


Actually I'm not so sure! As I've discovered (and you can read about in 
a seperate thread ;*) the PlayStation uses the GTE for the local->screen 
transformation, which means the transformation is being performed on all 
three verticies at a single time with a single hardware operation. 
Except for the extra time spent loading the vertices to the GTE, 
rotation is basically a one step process for 1, 2 or 3 verticies. 


- Gerrit 
—-MESSAGE FILE 13998 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000881 


—-MESSAGE FILE 13999 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000882 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
Date: Mon, 31 Aug 1998 17:57:18 -0400 

Organization: SCEA News Server 

Lines: 83 

Message-ID: <35EB1C38.3CAF@funnytown.com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Craig wrote: 

> 

>Ok, I'll re-phrase that. Doing GTE inline in Code Warrior or GNU C 

>is easy. However, Sony will jump on your balls for doing it when you 
>are working on the Yaroze, as the information to do it has either been: 
>1) Reverse engineered by someone very talented.... or 

>2) Ripped off from a pro-developers documentation / compiler setup. 
>either way, you're violating the Yaroze license and could concievably 
>get your yaroze membership revoked. 


Maybe I misunderstood Mario at the SCEA chat on Sat., but my license 
only says that *I* can't reverese engineer the PSX. 


For Ex: I can't sit down with a PlayStation executable, then tinker with 
a hex-editor and the MW Debugger to figure out what each opcode for the 
R3000 does. However, there would be nothing wrong with me downloading 
the R3000 manual and reading descriptions of what the opcodes do. 


As for the GTE and the info I found (please refer to the URL posted 
previously) came from a third-party. If someone bought a grey-station 
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and reversed engineered it (against their grey-station's license [?]) 
and posted it online, I can't be held responsible for it because I don't 
know where it came from. 


Obviously it's not my goal to piss off Sony, as they do have that handy 
"We can revoke your Yaroze membership for any reason" clause, but they 
basically would be revoking my license for no reason other than trying 
to learn how to do cool stuff on the PSX? (Afterall, I'm not sharing 
info with non-yaroze members or trying to make a profit off anything.) 


It's understandable that they'd exclude "hacky" demos from CDs though... 


>> FWIW, I've been able to speed up my gouraud fogging from over 400 hsyncs 

>> for 500 primitives to under 250 hsyncs. It's still too slow, but I'm 

>> making progress. If anyone's interested in the code that does this, say 

>> the word and I'll be happy to post it here. (*Especially* if you think 

>> you might be able to help me speed it up. There's *plenty* of room for 

>> optimization. ;) 

> 

>Tips:1) Pre-transform all the vertices into the scratch pad, then do a lookup in th 
ere 

>when generating the output shading levels. Just save the transformed screen facing 
>Z distance (to save space if you've got lots of vertices, shift down and use a byte 
>for each screen to vertex distance). 


Too many verticies to fit in the scratch pad (and lots of extra overhead 
since I'm only using a couple hundred from a several thousand vertex 
array at a time.) 


>2) Keep the calculation in a tight loop with the correct code address alignment 
>to fit into the I-cache. 

>3) In a second loop (still kept tight and I-cache aligned), just do lookups 

>to fill in the shading details in the TMD. 


There's plenty of room for improvement... splitting up into smaller 
loops is a idea :) 


>I guarantee you'll get better performance using this than you're getting now 
>I've got some environment mapping code that can do better than you're 
>getting from your fog code WITHOUT inlining the GTE commands at all, 


You're the man! Of course, I'm much less of a man, and knowing it can be 
done is only half the battle... 


James wrote: 
> 

>Gerrit Goossen wrote: 

>> 

>> >You cann't use GTE inline from the Yaroze version of CW. Or the 

>> >Yaroze GNU either. 

> 

>>SCEE will not accept any programs for submission (ie, for a coverdisk) which do no 
t use the official 

>>Yaroze libraries for _all_ hardware interface code. While this is mostly to preven 
t developers from 

>>trying to push the limits of the PSX by talking directly to the hardware (which in 
variably brings 

>>about compatibility problems with the different versions of the PSX), in the case 
of the GTE this is 

>>because there are many timing and ordering complications involved. Inlining GTE in 
structions in 
>>assembler is not allowed to the extent that professional developers aren't suppose 
d to do it either. 


Are you saying that Crash Bandicoot was written completely with the 
libraries? The full libraries must be *nice*! :) 


- Gerrit 
—-MESSAGE FILE 13999 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000882 


Net Yaroze newsgroups message dump.txt Page 9416 


--MESSAGE FILE 14000 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000883 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Moving on to GsSortObject4 

Date: Tue, 01 Sep 1998 08:44:57 +0100 

Organization: I wish! 

Lines: 15 

Message-ID: <35EBA5F9.110A@mdx.ac.uk> 

References: <35E2909F.3394@funnytown.com> <35E29F02.E57E6A2@scee.sony.co.uk> <35E6D6 
62.77B566D9@ndirect.co.uk> 

NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Alex Herbert wrote: 

> Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I n 
eed it 

> NOW! 


Sort 2D primitives in 3d coordinates? You can at the moment, with a bit 
of a hacky method. I took the code from a post by Steve Hunt and theres 
a working example on my web page. If you try to incorporate it you'll 
see where the problems come from though, but they shouldn't be 
insurmountable. 


Isn't about time someone pulled apart the primitives being put in the 
packet area? Its something I mean to do, but am too lazy to at the mo. 


Rob 

http://www.netyaroze-europe.com/~middex2 

—-MESSAGE FILE 14000 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000883 


—-MESSAGE FILE 14001 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000884 
Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is 
Naughty 
Date: Tue, 01 Sep 1998 10:40:24 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 20 

Message-ID: <35EBC108.E9781383@scee.sony.co.uk> 
References: <35EB1C38.3CAF@funnytown. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


Gerrit Goossen wrote: 

> 

> >>Inlining GTE instructions in assembler is not allowed to the extent that profess 
ional 

> >>developers aren't supposed to do it either. 

> 

> Are you saying that Crash Bandicoot was written completely with the 

> libraries? The full libraries must be *nice*! :) 


Yes, it was written completely with the libraries. But remember, the pro dev kit has 
more lower 
level function calls than the Yaroze ones. 


Cheers, 
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James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Fuzzy Wuzzy wasn't fuzzy, was he? 
—-MESSAGE FILE 14001 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000884 


——MESSAGE FILE 14002 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000885 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
Date: Tue, 01 Sep 1998 12:12:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 90 

Message-ID: <35EBD696.85171D6A@hinge.mistral.co.uk> 

References: <35EB1C38.3CAF@funnytown. com> 

NNTP-Posting-Host: d3-s13-169-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Gerrit Goossen wrote: 


Craig wrote: 

> 

>Ok, I'll re-phrase that. Doing GTE inline in Code Warrior or GNU C 

>is easy. However, Sony will jump on your balls for doing it when you 
>are working on the Yaroze, as the information to do it has either been: 
>1) Reverse engineered by someone very talented.... or 

>2) Ripped off from a pro-developers documentation / compiler setup. 
>either way, you're violating the Yaroze license and could concievably 
>get your yaroze membership revoked. 


Maybe I misunderstood Mario at the SCEA chat on Sat., but my license 
only says that *I* can't reverese engineer the PSX. 


For Ex: I can't sit down with a PlayStation executable, then tinker with 
a hex-editor and the MW Debugger to figure out what each opcode for the 
R3000 does. However, there would be nothing wrong with me downloading 
the R3000 manual and reading descriptions of what the opcodes do. 


VVVVVVVVVVVVV VV VV 


You're more than welcome to do bit's of your code in Assembler. The R3000is pretty w 
ell documented 
everywhere so no worries on that count. 


As for the GTE and the info I found (please refer to the URL posted 
previously) came from a third-party. If someone bought a grey-station 
and reversed engineered it (against their grey-station's license [?]) 
and posted it online, I can't be held responsible for it because I don't 
know where it came from. 


V V V V V 


I know them. They didn't. The folk's you're talking about all have ripped offversion 
s of the Pro-Dev kit. 

How do you think Rasky managed to write a 

complete emulation of the Playstation on the PC? He reversed all the code? 

I doubt it. 


>> FWIW, I've been able to speed up my gouraud fogging from over 400 hsyncs 
>> for 500 primitives to under 250 hsyncs. It's still too slow, but I'm 

>> making progress. If anyone's interested in the code that does this, say 
>> the word and I'll be happy to post it here. (*Especially* if you think 
>> you might be able to help me speed it up. There's *plenty* of room for 


V V V V V 
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> >> optimization. ;) 

>> 

> >Tips:1) Pre-transform all the vertices into the scratch pad, then do a lookup in 
there 

> >when generating the output shading levels. Just save the transformed screen facin 


g 
> >Z distance (to save space if you've got lots of vertices, shift down and use a by 


>for each screen to vertex distance). 


te 
> 
> 
> Too many verticies to fit in the scratch pad (and lots of extra overhead 
> since I'm only using a couple hundred from a several thousand vertex 

> array at a time.) 


Hmm. I'm sure there'd still be a way round it... 


>2) Keep the calculation in a tight loop with the correct code address alignment 
>to fit into the I-cache. 

>3) In a second loop (still kept tight and I-cache aligned), just do lookups 

>to fill in the shading details in the TMD. 


There's plenty of room for improvement... splitting up into smaller 
loops is a idea :) 


>I guarantee you'll get better performance using this than you're getting now 
>I've got some environment mapping code that can do better than you're 
>getting from your fog code WITHOUT inlining the GTE commands at all, 


You're the man! Of course, I'm much less of a man, and knowing it can be 
done is only half the battle... 


VVVVVVVVVVVV VV 


Sarcasm - I love it ;) 


> Are you saying that Crash Bandicoot was written completely with the 


Must be - no one hit's the hardware direct and gets release approval fromSony. 
> libraries? The full libraries must be *nice*! :) 


They simply let you do your own thing in terms of render engines. It's notnearly as 
easy as using the 

yaroze library....although I personally think 

they made a mistake in not providing a simple GsSortPoly() function (I made 

that up by the way, there is no such function even in the pro libs). 


> — Gerrit 


Craig. 


—-MESSAGE FILE 14002 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000885 


——MESSAGE FILE 14003 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000886 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Moving on to GsSortObject4 

Date: Tue, 01 Sep 1998 20:25:29 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <35EC4A29.B6FD774B@ndirect.co.uk> 

References: <35E2909F.3394@funnytown.com> <35E29F02.E57E6A2@scee.sony.co.uk> <35E6D6 
62.77B566D9@ndirect.co.uk> <35EBA5F9.110A@mdx.ac.uk> 

Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Robert Swan wrote: 


> Alex Herbert wrote: 
> > Ho hum... I need direct GTE access and the ability to sort 2D primitives, and I 
need it 
> NOW! 


> 

> 

> Sort 2D primitives in 3d coordinates? You can at the moment, with a bit 
> of a hacky method. I took the code from a post by Steve Hunt and theres 
> a working example on my web page. If you try to incorporate it you'll 

> see where the problems come from though, but they shouldn't be 

> insurmountable. 


Isn't about time someone pulled apart the primitives being put in the 
packet area? Its something I mean to do, but am too lazy to at the mo. 


VVVVV 


Yeah, it's something I keep meaning to do too, but as that's bypassing the library f 
unctions I 

don't think it would be allowed onto a demo disc. I'm sure someone must have list o 
f the 

primitives by now, but who? 


Herbs 


-—-MESSAGE FILE 14003 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000886 


——MESSAGE FILE 14004 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000887 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
Date: Tue, 01 Sep 1998 20:37:46 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <35EC4D09.E403DEA7@ndirect.co.uk> 

References: <35EB1C38.3CAF@funnytown.com> <35EBD696.85171D6A@hinge.mistral.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-01.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> They simply let you do your own thing in terms of render engines. It's notnearly a 
s easy as using the 

> yaroze library....although I personally think 

> they made a mistake in not providing a simple GsSortPoly() function (I made 

> that up by the way, there is no such function even in the pro libs). 

> 

I agree. A GsSortPoly() type function would be very useful. Oh well. How much is 


Pro Dev Kit? 


w 


Herbs 


--MESSAGE FILE 14004 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000887 


——MESSAGE FILE 14005 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000888 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: Gerrit Goossen <gerrit@funnytown. com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
Date: Tue, 01 Sep 1998 19:09:17 -0400 

Organization: SCEA News Server 

Lines: 41 

Message-ID: <35EC7E9B.4338@funnytown. com> 
NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


>> Isn't about time someone pulled apart the primitives being put in the 
>> packet area? Its something I mean to do, but am too lazy to at the mo. 
> 

>Yeah, it's something I keep meaning to do too, but as that's bypassing 
>the library functions I don't think it would be allowed onto a demo 
>disc. I'm sure someone must have list of the primitives by now, but 
>who? 

> 

>Herbs 


I just want to double-check as I believe James did a good job of 
explaining the distinction between what's okay and whats not: Bypassing 
the libraries with your own functions is okay -- But directly accessing 
hardware functions/features (other than the cpu :՞) is not. 


If my understanding is wrong, please let me know! 


So it should be fine to shove your own primitives into the OT, but 
accessing the light gun (as someone was discussing in another ng post) 
or using the dual-shock (didn't someone get that to work?) would make 
you non-eligible for a CD. 


>Craig Graham wrote: 


> 
>> They simply let you do your own thing in terms of render engines. 
>>It's notnearly as easy as using the yaroze library....although 


>>personally think they made a mistake in not providing a simple 
>>GsSortPoly() function (I made that up by the way, there is no such 
>>function even in the pro libs). 

> 

> 

>I agree. A GsSortPoly() type function would be very useful. Օհ well. 
>How much is a Pro Dev Kit? 


There's no such thing in the real libs because no real developer would 
use it! Why would you incur the overhead of formatting your data for a 
routine plus the function overhead for something as simple as sorting a 
Single polygon? (Especially since you'd most likely be doing it several 
hundred times per frame? The PSX is only a 33Mhz cpu remember...) 


- Gerrit 
—-MESSAGE FILE 14005 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000888 


——MESSAGE FILE 14006 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000889 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
Date: Wed, 02 Sep 1998 11:53:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <35ED23C1.B78F4B3@hinge.mistral.co.uk> 

References: <35EC7E9B.4338@funnytown.com> 

NNTP-Posting-Host: d2-s51-145-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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Gerrit Goossen wrote: 

I just want to double-check as I believe James did a good job of 

explaining the distinction between what's okay and whats not: Bypassing 


the libraries with your own functions is okay -- But directly accessing 
hardware functions/features (other than the cpu :՞) is not. 


VVVYV 


You'd be find reversing the GPU packets (I think) - it's a similaridea to the 
on-the fly TMD generation that folks use - not in the libs, 
you need to use your own code to do it, but it's not direct hardware access. 


> If my understanding is wrong, please let me know! 


Publicly endorsing hacker sites is a ‘bad thing'. I know some of themare 
*extremely* talented, but you cann't piss Sony off if you want thier 
cooperation. 


So it should be fine to shove your own primitives into the OT, but 
accessing the light gun (as someone was discussing in another ng post) 
or using the dual-shock (didn't someone get that to work?) would make 
you non-eligible for a CD. 


VVVV 


Sounds about right to me (but hey, I don't work for Sony). 


> >I agree. A GsSortPoly() type function would be very useful. Օհ well. 
> >How much is a Pro Dev Kit? 


Lots. You could buy a very nice car for less. 


There's no such thing in the real libs because no real developer would 
use it! Why would you incur the overhead of formatting your data for a 
routine plus the function overhead for something as simple as sorting a 
Single polygon? (Especially since you'd most likely be doing it several 
hundred times per frame? The PSX is only a 33Mhz cpu remember...) 


N. MOSA XE N 


You'd probably setup lots of macros to do the primitive insertion for you, 
or keep the functions real simple (no local vars, etc) and use inline 
functions 

instead (pretty much the same effect as a macro). 


> — Gerrit 
Craig. 


—-MESSAGE FILE 14006 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000889 


—-MESSAGE FILE 14007 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000890 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
Date: Thu, 03 Sep 1998 16:33:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <35EEB6AE.69A125A2@ndirect.co.uk> 

References: <35EC7E9B.4338@funnytown.com> <35ED23C1.B78F4B3@hinge.mistral.co.uk> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: dialin2-15.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> Gerrit Goossen wrote: 
> 
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explaini 
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hardware 
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You'd be f 
on-the fly 
you need t 


VVVVVVVV 


Yeah, but So 


I just want to double-check as I believe James did a good job of 


ng the distinction between what's okay and whats not: Bypassing 
aries with your own functions is okay -- But directly accessing 
functions/features (other than the cpu :՞) is not. 


ind reversing the GPU packets (I think) - it's a similaridea to the 
TMD generation that folks use - not in the libs, 
o use your own code to do it, but it's not direct hardware access. 


ny gave us the info on TMDs. They haven't even hinted at the GPU 
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watching wha 


> If my un 
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you non- 


VVVVVVVVVVVV VV 


Sounds abo 


I thought we 
that I've tr 


> >I agree 
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Lots. You 
There's 


use it! 
routine 


V V V V V 
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> 
> 
> 
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> 
> 
> 
> > = Gerrit 
> 

> Craig. 
Herbs 
--MESSAGE FI 
3d_graphics/ 


—--MESSAGE FI 


t the libs do). Anyone at Sony like to comment? 


derstanding is wrong, please let me know! 


ndorsing hacker sites is a ‘bad thing'. I know some of themare 


*extremely* talented, but you cann't piss Sony off if you want thier 


ո. 


So it should be fine to shove your own primitives into the OT, but 


g the light gun (as someone was discussing in another ng post) 


or using the dual-shock (didn't someone get that to work?) would make 


eligible for a CD. 
ut right to me (but hey, I don't work for Sony). 


could use the G-Con 'cos it shows up like a normal controller? (Not 
ied it tho.) 


. A GsSortPoly() type function would be very useful. Օհ well. 
h is a Pro Dev Kit? 


could buy a very nice car for less. 
no such thing in the real libs because no real developer would 


Why would you incur the overhead of formatting your data for a 
plus the function overhead for something as simple as sorting a 


Single polygon? (Especially since you'd most likely be doing it several 


times per frame? The PSX is only a 33Mhz cpu remember...) 


You'd probably setup lots of macros to do the primitive insertion for you, 
or keep the functions real simple (no local vars, etc) and use inline 


instead (pretty much the same effect as a macro). 


LE 14007 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
00000890 


LE 14008 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000891 


Path: chuka. 
From: Robert 
Newsgroups: 

Subject: Re: 
Date: Fri, 0 


Lines: 14 
Message-ID: 
References: 
EEB6AE. 69412 


playstation.co.uk!news 

Swan <rs108@mdx.ac.uk> 

scee.yaroze.programming.3d_graphics 

GsLinkObject4 Confusion - Currently: Direct Hardware Access is Naughty 
4 Sep 1998 14:40:02 +0100 


Organization: I wish! 


<35EFEDB2.4903@mdx.ac.uk> 
<35EC7E9B.4338@funnytown.com> <35ED23C1.B78F4B3@hinge.mistral.co.uk> <35 
5A2@ndirect.co.uk> 


NNTP-Posting-Host: nova.mdx.ac.uk 


Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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Alex Herbert wrote: 

> Yeah, but Sony gave us the info on TMDs. They haven't even hinted at the GPU 
> packets format. Therefore we'd have to resort to reverse engineering (by 

> watching what the libs do). Anyone at Sony like to comment? 


You've kind of got me worried about it. My head states that we should be 
ok to work them out, I mean, its no big deal to work out that to draw a 
polygon on screen you need colour and coordinate info (How many 
different ways can there be of doing it? none?) but as this could turn 


out to be legal territory Ill stand back like a coward :). Having said 
that even if an answer isnt forthcoming, Ill still go ahead at some 
point. 

Rob 


—-MESSAGE FILE 14008 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000891 


——MESSAGE FILE 14009 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000892 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GsLinkObject4 Confusion - Currently: Direct Hardware Access is 

Naughty 

Date: Fri, 04 Sep 1998 15:21:58 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 15 

Message-ID: <35EFF786.B84424D9@scee.sony.co.uk> 

References: <35EC7E9B.4338@funnytown.com> <35ED23C1.B78F4B3@hinge.mistral.co.uk> <35 
EEB6AE. 69A125A2@ndirect.co.uk> <35EFEDB2.4903@mdx.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


> Alex Herbert wrote: 

> > Yeah, but Sony gave us the info on TMDs. They haven't even hinted at the GPU 

> > packets format. Therefore we'd have to resort to reverse engineering (by 

> > watching what the libs do). Anyone at Sony like to comment? 

Generating TMDs on the fly isn't direct hardware access. The libraries still have to 


turn your 

dynamically created TMD into GPU packets. Sony's main concern with direct hardware a 
ccess is 
compatibility between different revisions of the PlayStation. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
Clap on! (clap, clap) Clap off! (clap@#&SNO CARRIER 


-—-MESSAGE FILE 14009 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000892 


——MESSAGE FILE 14010 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000893 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Question regarding ... bending ... the yaroze lib rendering engine 
Date: 8 Sep 1998 07:02:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <slrn6v9m10.9cs.tjs@longford.cs.monash.edu.au> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 
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Given we don't have the ability to write our own rendering engines from 
scratch, can anyone think of any ways to bend the current one slightly? 


Basically, the situation is that I've got a world, which has highly 

defined geometric properties. For the most part, it's based on tiles 

of differing heights. Given that layout, and the fact that large portions 
can be skipped because they're trivially ouside the field of view, frames 
can theoretically be rendered much faster (and more accurately than painters 
algorithm) than they would be if I just built a big TMD. 


Can anyone think of a way I can trick the renderer, firstly into giving me the 
rotated coordinates (which I don't want to compute twice, given speed 
constraints, so just computing the transformation matrix and then doing the 
multiplications by hand is a bad idea), and secondly into drawing a polygon 

at an arbitrary z depth, rather than just the average z of the polygon? 


Toby. 
—-MESSAGE FILE 14010 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000893 


—--MESSAGE FILE 14011 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000894 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Can CDRs be read after boot-up? 

Date: 10 Sep 1998 15:10:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <0OlbddccdSbf6add20Seb0d93c3@default> 
NNTP-Posting-Host: clientl3eb.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I realize that it is not possible to run a PSX executable froma 
CDR disk but can you read in model and image texture (i.e: data) 
files from a CDR while a Yaroze executable is running? (i.e: 
start a Yaroze demo then replace the Boot CD with a CDR with 

the data files). 


—-MESSAGE FILE 14011 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000894 


——MESSAGE FILE 14012 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000895 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <darco@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: Thu, 10 Sep 1998 18:26:15 -0400 

Organization: SCEA News Server 

Lines: 18 

Message-ID: <35F85207.FB967603@bigfoot .com> 

References: <Olbddccd$bf6add20Seb0d93c3@default> 
NNTP-Posting-Host: 65.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Jon Prestidge (alias Moose) wrote: 


I realize that it is not possible to run a PSX executable froma 
CDR disk but can you read in model and image texture (i.e: data) 
files from a CDR while a Yaroze executable is running? (i.e: 
start a Yaroze demo then replace the Boot CD with a CDR with 

the data files). 


VVVVVV 


Simply put, no. 


You can however do a disk swap with a paperclip after you get to your 
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green brick screen. Then a CDR will read fine. I trust you won't abuse 
this information, even if it is common knowledge to most everyone. 


It might be easier, and faster, just to use an AR, a Comms link, and ARS 
for your file stuff. 


"Darco 
—-MESSAGE FILE 14012 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000895 


--MESSAGE FILE 14013 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000896 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GPU_CODE_NOT_ASSIGNED_????????? 

Date: 11 Sep 1998 17:10:29 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <0Olbdbd70$76ed6c60$5902bfc3@manolo> 
NNTP-Posting-Host: ip025.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi world,i've some problem in my demo ,on my 30th object the PsCommutils 
says"GPUCode 8f.. not assigned ",What does it mean and wich function output 


Thanks...Emanuele Diotallevi 


—-MESSAGE FILE 14013 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000896 


—--MESSAGE FILE 14014 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000897 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: New track for Lars Rollercoaster 

Date: 13 Sep 1998 16:05:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbddf£30$a6698780S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: ulthar.han.de 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


There is a new track for Lars great Rollercoaster. 
Please set NUM_STEPS and NUM_ACTIVE_STEPS 
to 258. 


http://www.netyaroze-europe.com/~roland/ftp/psx.dat 
—-MESSAGE FILE 14014 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000897 


——MESSAGE FILE 14015 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000898 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: 14 Sep 1998 10:44:58 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01lbddfcd$4ab04e40$7a0d93c3@default> 

References: <Olbddccd$bf6add20$eb0d93c3@default> <35F85207.FB967603@bigfoot .com> 
NNTP-Posting-Host: client137a.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Err thanks..... Did you say "paperclip"? Լ must have lead a sheltered 
life: I can't imagine what you mean ... anyway perhaps Mark Theyer will 
know what you mean (I posted the question-up for him since he can't put 
message on news groups from his computer) 


Thanks, Jon 
—-MESSAGE FILE 14015 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000898 


—--MESSAGE FILE 14016 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000899 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU_CODE_NOT_ASSIGNED_????????? 

Date: Mon, 14 Sep 1998 15:37:36 +0100 

Organization: I wish! 

Lines: 17 
Message-ID: <35FD2A30.30FE@mdx.ac.uk> 
References: <Olbdbd70$76ed6c60$5902bfc3@manolo> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


Emanuele Diotallevi wrote: 
> 


> Hi world,i've some problem in my demo ,on my 30th object the PsCommutils 
> says"GPUCode 8f.. not assigned ",What does it mean and wich function output 
> 


I think the standard replies are that 

1) your tmd has a primitive which isnt supported by the yaroze (most 
notably lines and 3d sprites) 

2) you dont have enough packet space assigned, and therefore its trying 
to read a primtive from the ordering table which incidentally happens to 
now be overwritten by other stuff 

3) somehow you may be overwriting models in main memory or something 
like that. Can happen with dynamic tmds, but you usually get some other 
nasty errors (such as just a black screen) 


Rob 
—-MESSAGE FILE 14016 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000899 


——MESSAGE FILE 14017 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000900 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Collision Detection 

Date: Mon, 14 Sep 1998 17:27:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 70 

Message-ID: <35fd5208.9088684@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-230-69.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


I am still getting nowhere with collision detection even after some 
help from George Bain's sample, so I am putting some bits of the code 
of the code I'm working on for your knowledge so you know whats going 
on. 


I want a 3D car to collide once it is of the track which is made of 
cells. 


The struct of the car is: 
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typedef struct 
{ 


SVECTOR rotation; 
long speed; 
GsDOBJ2 Object_Handler; 


GsCOORDINATE2 Object_Coord; 


} Object_Header0; 
Object_Header0O CarModel; 


Track struct is: 


typedef struct 
{ 


long numberObjects; 
GsDOBJ2 Object_Handler [GROUND_MAX_OBJECTS]; 
GsCOORDINATE2 Object_Coord[GROUND_MAX_OBJECTS]; 
u_long *Back_Pointer [GROUND_MAX_ OBJECTS] ; 
u_long *Object_Pointer [GROUND_MAX OBJECTS]; 
) Track_Header0; 

Track_HeaderO TrackData; 

Track_HeaderO TracklData; 

Track_HeaderO Track2Data; 

Track_HeaderO Track3Data; 

Track_HeaderO Track4Data; 

Track_HeaderO Track5Data; 


Tack array: 


char RawGroundArray [GROUND_MAXX] [GROUND_MAXZ 
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Can anyone please put some examples for collision detection using the 
information provided. 


If anymore info is needed that's no problem. 
Sorry for the trouble. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 
—-MESSAGE FILE 14017 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000900 


--MESSAGE FILE 14018 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000901 

Path: chuka.playstation.co.uk!news 

From: Phil Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Collision Detection 

Date: Tue, 15 Sep 1998 13:48:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <35FE6237.D6C0O7D43@easynet.co.uk> 
References: <35fd5208.9088684@news.playstation.co.uk> 
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NNTP-Posting-Host: 193.131.140.246 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Tanvir Khan wrote: 


Hi, 


on. 


VVVVVVV 


Tanvir, I would really start with something simpler than a 3D driving 


game, especially as you have no experience of programming. Do you 
understand what the code you have posted does, as it stands (Hint: 
not a collision detection routine). 


I am still getting nowhere with collision detection even after some 
help from George Bain's sample, so I am putting some bits of the code 
of the code I'm working on for your knowledge so you know whats going 
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—-MESSAGE FILE 14018 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000901 


——MESSAGE FILE 14019 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000902 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Collision Detection 

Date: 15 Sep 1998 17:16:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 120 

Message-ID: <01bde0cbšdal90e60S026f6f6f@two> 
References: <35fd5208.9088684@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-229-204.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 

Okay to keep your car in the world and assuming 
each cell is say 64X64 and the first entry is at 
(0,0,0) the last is at (896,0,-896) 


if (CarModel.Object_Coord.coord.t[0]<0) 
| CarModel.Object_Coord.coord.t[0]=0; 
աա ԱՎԱ Անան a ee ay 
| CarModel.Object_Coord.coord.t[0]=959; 


if (CarModel.Object_Coord.coord.t[2]>0) 
{ 

CarModel.Object_Coord.coord.t[2]=0; 
} 
if (CarModel.Object_Coord.coord.t[2]<-959) 
{ 

CarModel.Object_Coord.coord.t[2]=-959; 
} 
That should stop your car going of off the cell data altogether 
To find out what cell the car is on again I assume the cell size 
64X64. 
add the declarations 
int Cell_numx,Cell_numZ; 
to your object struct..... 
then to tell what cell you are in use bitshifting on the positional 
data of your car. 


CarModel.Cell_numX = CarModel.Object_Coord.coord.t[0]>>6; 
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CarModel.Cell_numZ = CarModel.Object_Coord.coord.t[2]>>6; 


from here its up to you what to do, you could use another couple 

of variables to store the last position of the car so that in the event 
that you drive of off the track (I take it you have zeros in your array 
data to signify no track) you just dump the car back to the position 

prior to leaving the track...or you could try angle of incidence/reflection 
thereby giving the idea that the car bounced of off a wall or something 
whatever you choose this should get you going...all this aside Phils 
suggestion that you look into 2D stuff first may be the way to go and 
everything I said is prolly wrong (but I hope not :-) 


Pete. 


Tanvir Khan <2bad@lineone.net> wrote in article 
<35£d5208.9088684@news.playstation.co.uk>... 
> Hi, 


I am still getting nowhere with collision detection even after some 
help from George Bain's sample, so I am putting some bits of the code 
of the code I'm working on for your knowledge so you know whats going 
on. 


I want a 3D car to collide once it is of the track which is made of 
cells. 


The struct of the car is: 


typedef struct 
{ 


SVECTOR rotation; 
long speed; 
GsDOBJ2 Object_Handler; 


GsCOORDINATE2 Object_Coord; 


) Object_Header0; 
Object_Header0O CarModel; 


Track struct is: 


typedef struct 
{ 


long numberObjects; 
GsDOBJ2 Object_Handler [GROUND_MAX_OBJECTS]; 
GsCOORDINATE2 Object_Coord[GROUND_MAX_OBJECTS]; 
u_long *Back_Pointer [GROUND_MAX_ OBJECTS]; 
u_long *Object_Pointer [GROUND_MAX OBJECTS]; 
) Track_Header0; 

Track_HeaderO TrackData; 

Track_HeaderO TracklData; 

Track_HeaderO Track2Data; 

Track_HeaderO Track3Data; 

Track_HeaderO Track4Data; 

Track_HeaderO Track5Data; 

Tack array: 


char RawGroundArray [GROUND_MAXX] [GROUND_MAXZ] ={ 
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Can anyone please put some examples for collision detection using the 
information provided. 


If anymore info is needed that's no problem. 
Sorry for the trouble. 


Tanvir Khan 
EMAG DESIGN 


2bad@lineone.net 


--MESSAGE FILE 14019 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000902 


——MESSAGE FILE 14020 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000903 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Using TIM files as textures 

Date: Wed, 16 Sep 1998 19:54:23 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 27 

Message-ID: <35FFFB4E.5DB0851@aol.com> 
References: <333D2047.3A80@innotts.co.uk> 
NNTP-Posting-Host: 172-39-106.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


x- 


Mailer: Mozilla 4.03 [de] (Win95; I) 


Richard Haskey schrieb: 


VVVVVVVVVVVVVVVV VV VV 


ԷՍ 
H- 


Does anyone know how to assign a TIM file as a texture 
to a face of a 3D object? 


I've created a simple cube object in DXF format and have 
converted it into RSD format. 


This has created the associated .PLY, .MAT and .GRP files. 


am guessing that I now have to type into the .MAT file 
the name of the TIM files I want to use as textures before 
I use the RSDLINK function to create the final TMD, but I 
have no idea how to do it. For instance suppose I wanted 
to assign the TIM file STONE01.TIM to facel of the object, 
what would I do? 


Thanks in advance, 


Richard Haskey 


--MESSAGE FILE 14020 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000903 


——MESSAGE FILE 14021 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000904 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Using TIM files as textures 
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Date: Wed, 16 Sep 1998 19:57:12 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <35FFFBF7.DD3C75A1@aol.com> 
References: <333D2047.3A80@innotts.co.uk> 
NNTP-Posting-Host: 172-39-106.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


> Hi Richard ! 


The best way to paste Textures onto a TMD Object is to usean utility 
called RSDTool by Sony. It can be downloaded by the Yaroze 
Member Homepage (SCEE) 


with Regards Olaf 


> 


—-MESSAGE FILE 14021 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000904 


—--MESSAGE FILE 14022 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000905 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Using TIM files as textures 

Date: 16 Sep 1998 18:52:18 GMT 

Organization: SCEE 

Lines: 29 

Message-ID: <01bde140$1d535900Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <333D2047.3A80@innotts.co.uk> <35FFFBF7.DD3C75A1@aol.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


Better yet, you can also use a 3D package that lets you convert directly to 
the TMD format. 


Regards, 


George@SCEE 


Olaf Grau <OlafGrau@aol.com> wrote in article 
<35FFFBF7.DD3C75A1@aol.com>... 
> 


> Hi Richard ! 

The best way to paste Textures onto a TMD Object is to usean utility 
called RSDTool by Sony. It can be downloaded by the Yaroze 

Member Homepage (SCEE) 

with Regards Olaf 


> 


VVVVVVVVVVV VV VV 
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-—-MESSAGE FILE 14022 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000905 


——MESSAGE FILE 14023 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000906 

Path: chuka.playstation.co.uk!news 

From: doglife <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: Thu, 17 Sep 1998 10:11:33 +0900 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <360061C4.8CE00940@cyberdude. com> 

References: <Olbddccd$bf6éadd20Seb0d93c3@default> <35F85207.FB967603@bigfoot.com> 
NNTP-Posting-Host: 202.12.95.99 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Hi 


I was having are having the problem that we cannot load data into the 
memory at run time, meaning after executing the PSX file, there's no way (as 
far as I know) to load TIM files or whatsoever into the memory except doing 
a CD read. 


After reading wat Jones wrote, I thought 'wow, finally....' and then POP 
comes ur mesage saying using AR, comms links and ARS. What the heck is that? 


You can however do a disk swap with a paperclip after you get to your 
green brick screen. Then a CDR will read fine. I trust you won't abuse 
this information, even if it is common knowledge to most everyone. 


It might be easier, and faster, just to use an AR, a Comms link, and ARS 
for your file stuff. 


VV V NV VV VV V 


'Darco 


--MESSAGE FILE 14023 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000906 


——MESSAGE FILE 14024 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000907 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: 17 Sep 1998 08:23:44 GMT 

Organization: SCEE 

Lines: 30 

Message-ID: <0Olbdelb1S83f9f760Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbddccd$bf6add20$eb0d93c3@default> <35F85207.FB967603@bigfoot.com> <36 
0061C4.8CE00940@cyberdude. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 

I strongly suggest not using AR. It is NOT supported by SCEE and if other 
members want to play your game they also have to have a AR. Also, if 

your game uses AR then it can't be used for the "Fame Game" or any other 
Net Yaroze promotional discs that we sometimes put together for shows 
(e.g.ECTS). 

Regards, 


George@SCEE 
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doglife <doglife@cyberdude.com> wrote in article 
<360061C4.8CEO0940@cyberdude.com>... 

> Hi 

> 

> I was having are having the problem that we cannot load data into the 

> memory at run time, meaning after executing the PSX file, there's no way 
(as 

> far as I know) to load TIM files or whatsoever into the memory except 


doing 

> a CD read. 

> 

> After reading wat Jones wrote, I thought 'wow, finally....' and then POP 


> comes ur mesage saying using AR, comms links and ARS. What the heck is 
that? 


—-MESSAGE FILE 14024 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000907 


——MESSAGE FILE 14025 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000908 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: POLYGON_SIZE_RANGE_Lightwave 

Date: 17 Sep 1998 09:10:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <01lbdb6laS$e3a9c180S2802bfc3@manolo> 
NNTP-Posting-Host: ip040.pool-15.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Hi world ,i'm searching the right size(Lightwave units) for polys (4 or 3 
sides) for an optimal arrangement between drawing speed on buffer (poly 
drawing speed) and Graphic yield. 


Thanks, Emanuele Diotallevi. 
—-MESSAGE FILE 14025 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000908 


—-MESSAGE FILE 14026 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000909 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Message for Graig Graham TMD2RSD Converter 
Date: Fri, 18 Sep 1998 00:06:22 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <360187DE.8120CFA6@aol.com> 
NNTP-Posting-Host: 205-190-165.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hi, This is specially dedicated to Graig Graham 
You said, that you've dowmloaded a Tool, that converts TMD - Data to RSD 
Data, from an Japanese Yaroze Homepage. 
Now my question: Can you give me an advise where I can find the this 
° 
s j Gs is to read the Japanese Characters.... 


with regards 


Olaf 
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—-MESSAGE FILE 14026 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000909 


--MESSAGE FILE 14027 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000910 

Path: chuka.playstation.co.uk!news 

From: "Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: GPU_CODE_NOT_ASSIGNED_????????? 

Date: 17 Sep 1998 22:29:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01lbdb68a$915bda60$6102bfc3@manolo> 

References: <0Olbdbd70$76ed6c60$5902bfc3@manolo> 

NNTP-Posting-Host: ip033.pool-16.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks,I solved the problem the NYopt.pxe was over my TMD... 


Emanuele Diotallevi <g.mork@flashnet.it> scritto nell'articolo 
<01bdbd70$76ed6c60$5902bfc3@manolo>... 

> Hi world,i've some problem in my demo ,on my 30th object the PsCommutils 
> says"GPUCode 8f.. not assigned ",What does it mean and wich function 
output 


> 

> Thanks...Emanuele Diotallevi 

> 

> 

—-MESSAGE FILE 14027 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000910 


--MESSAGE FILE 14028 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000911 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Using a Priority OT 

Date: Fri, 18 Sep 1998 14:24:47 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <36025F1F.12B0@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


I have two ordering tables set up as usual with no problems. 

I have objects (pool balls) that I want to always be in front of 
the ground (the table baize) to avoid clipping errors, so I set up 
a PriorityOT in the same way as the normal ones. I sort objects 
in the PriorityOT and then sort that into the required main OT and 
everything seems to be working fine with the priority 

objects always being drawn last. BUT I occasionally get these 

big lockups (a few seconds) and then get a GPU Timeout error. This 
is driving me NUTS as I can't see any reason why it should happen. 
I setup the prOT, initialize and use it correctly with plenty of 
WorkSpace for the number of polys so I guess I'm just forgetting 
something like a big stupid head?! Do I need to have a separate 
WorkArea for the PriorityOT than the one used for the main OTs? 

I can send you code illustrating the problem if you need it, but 

I guess I'm just being an big eejut? 


Thanks greatly, 
Jim 


Net Yaroze newsgroups message dump.txt Page 9435 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 14028 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000911 


——MESSAGE FILE 14029 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000912 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Using a Priority OT 

Date: Fri, 18 Sep 1998 15:44:42 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 36 

Message-ID: <360271DA.20D75C3Béscee.sony.co.uk> 
References: <36025F1F.12B0@manc.u-net.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


James Shaughnessy wrote: 


> 

> I sort objects 

> in the PriorityOT and then sort that into the required main OT and 
> everything seems to be working fine with the priority 

> objects always being drawn last. 


If you know that everything in your priorityOT (where the pools balls are) will be d 
rawn AFTER the 

main OT (where the pool table is), then you don't have to sort the priority OT into 
the mainOT. Just 


go: 


GsDrawOT (&mainOT [GsActiveBuff () |): 
GsDrawOT (&priorityOT[GsActiveBuff()]); 


And all the stuff in the priorityOT will be drawn after all the stuff in the mainoOT. 


> I occasionally get these 
> big lockups (a few seconds) and then get a GPU Timeout error. 


This happens because GPU packets are getting corrupted. As you know, the GPU uses li 
nked lists, and 

if the pointer information gets corrupted then the common symptom is "GPU Timeout" e 
rrors as the GPU 

jumps around memory after following an incorrect pointer. The main reason these get 

corrupted is 

that the packet creation area is too small - check the FAQ for a list of the sizes o 
f each poly 

type, if that will help. I know you've said you've set up enough, so perhaps you're 

accidentally 

copying over that area. You won't need a separate WorkBase area for each OT. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Ask not for whom the bell tolls, let the machine get it. 
—-MESSAGE FILE 14029 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000912 


—-MESSAGE FILE 14030 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000913 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Using a Priority OT 

Date: Fri, 18 Sep 1998 16:31:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <36027CD2.533F@manc.u-net.com> 
References: <36025F1F.12B0@manc.u-net.com> <360271DA.20D75C3B@scee.sony.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Russell wrote: 
> GsDrawOT (&émainOT[GsActiveBuff()]); 
> GsDrawOT (&priorityOT [GsActiveBuff()]); 
AAAAAAAAAAAAAA -- the penny drops! 


D'OH! I'm clearly a complete blithering idiot. Want to know what 

I was doing wrong? Like a MORON, I thought that (for some unknown 
reason) I *didn't* need 2 Priority OTs (one for each buffer) in the 
usual way, so of course the packets were getting corrupted because 
the GPU was looking for ones that were actually being wiped before 
they had chance to be drawn. Doh doh d doh doh. 


Thanks, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 14030 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000913 


--MESSAGE FILE 14031 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000914 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Using a Priority OT 

Date: 18 Sep 1998 15:52:04 GMT 

Organization: SCEE 

Lines: 48 

Message-ID: <01lbde2b5S$547edc80Sf2e832a2@gbain.wav.scee.sony.co.uk> 
References: <36025F1F.12B0@manc.u-net.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 

Try something like this.... 

GsClearOt (0, 0, &Wotl[outbuf_idx]); /// pool table 
// Clear OT2, object2 always exists in front of objectl 


// because OT2's point value is 0 
GsClearOt (0, 12, &Wot2[outbuf_idx]); // your pool balls 


GsSortObject4(op, &Wotl[outbuf_idx], 14 - OT_LENGTH, getScratchAddr (0) ); 
GsSortObject4(op2, &Wot2[outbuf_idx], 14 - OT_LENGTH, getScratchAddr (0)); 


GsSortClear(0x0, 0x0, 0x0, &Wotl [outbuf_idx]); 
GsSortOt (&Wot2 [outbuf_idx], &Wotl[outbuf_idx]); 
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GsDrawOt (&Wot1 [outbuf_idx]); 


Regards, 


George@SCEE 


James Shaughnessy <james@manc.u-net.com> wrote in article 
<36025F1F.12B0@manc.u-net.com>... 

> I have two ordering tables set up as usual with no problems. 

I have objects (pool balls) that I want to always be in front of 
the ground (the table baize) to avoid clipping errors, so I set up 
a PriorityOT in the same way as the normal ones. I sort objects 
in the PriorityOT and then sort that into the required main OT and 
everything seems to be working fine with the priority 

objects always being drawn last. BUT I occasionally get these 

big lockups (a few seconds) and then get a GPU Timeout error. This 
is driving me NUTS as I can't see any reason why it should happen. 
I setup the prOT, initialize and use it correctly with plenty of 
WorkSpace for the number of polys so I guess I'm just forgetting 
something like a big stupid head?! Do I need to have a separate 
WorkArea for the PriorityOT than the one used for the main OTs? 

I can send you code illustrating the problem if you need it, but 

I guess I'm just being an big eejut? 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


--MESSAGE FILE 14031 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000914 


——MESSAGE FILE 14032 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000915 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Rotating about an arbitrary axis? 
Date: Fri, 18 Sep 1998 17:30:05 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 

Message-ID: <36028A8D.290E@manc.u-net.com> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


OK I know this is a standard and accepted problem but I would 
really appreciate a quick pointer regarding object rotation: 
As you may or may not be aware of my latest project is a 3D 9-ball 
pool game. I currently have all the balls on the table rolling 
around (through each other :)) at constant speed bouncing "i=r" (») 
off imaginary cushions. 

What I need is to know what matrix transformation I need to apply to 
a ball so it will rotate in the direction it is moving: eg. 


struct POOLBALL { 
long vx, Vy, Vz; 
3DOBJECT *object; 
) Ball; 


Ball.vx = 10; 
Ball.vy = 0; // Y = vertical plane 
Ball.vz = 10; 


If I just rotate the object normally like this.. 


// x էճ Z axis rotation 
RotateObject (&Ball->object, Ball.vz, 0, Ball.vx); 
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..Cclearly I run into the 'order of rotation' problem and this method 
is of no use. 

So, what is the matrix I need to rotate about an arbitrary axis? 
muchos gracias, 

Jim 

PS (*) "i=r" non-physics fans refers to the "angle of incidence = 


the angle of reflection" -- a WAAY oversimplified model for pool 
balls, but enough 'till I get the buggers rolling the right way..! 


PPS Sorry if this was a rediculously long-winded way to ask a very 
simple question but it shows how I am currently trying to do it. 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
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—-MESSAGE FILE 14032 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000915 


——MESSAGE FILE 14033 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000916 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Rotating about an arbitrary axis? 
Date: Fri, 18 Sep 1998 17:39:18 +0100 
Organization: Sony Computer Entertainment Europe 
Lines: 22 

Message-ID: <36028CB6.FO17A2D5@scee.sony.co.uk> 
References: <36028A8D.290E@manc.u-net.com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 
X-Accept—-Language: en 


James Shaughnessy wrote: 
> 


> What I need is to know what matrix transformation I need to apply to 


> a ball so it will rotate in the direction it is moving: eg. 


Well, firstly, to answer your question, you need to 'roll' about the X axis and then 


the Y for the 


direction of the ball. Use RotMatrixX(RollAmount) followed by RotMatrixY (CompassDire 


ction) to create 
such a matrix. 


Secondly, just an observation... Why are you using 3D for the balls? Wouldn't sprite 


s be faster? I 
guess you must be going for proper lighting or something... 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Ask not for whom the bell tolls, let the machine get it. 


-—-MESSAGE FILE 14033 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000916 


—-MESSAGE FILE 14034 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000917 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Rotating about an arbitrary axis? 
Date: Fri, 18 Sep 1998 20:01:32 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 35 

Message-ID: <3602AE0C.5F9D@manc.u-net.com> 
References: <36028A8D.290E@manc.u-net.com> <36028CB6.F017A2D5@scee.sony.co.uk> 
Reply-To: james@manc.u-net.com 
NNTP-Posting-—Host: manc.u-net.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


James Russell wrote: 
> Use RotMatrixX(RollAmount) followed by RotMatrixY (CompassDirection) 


Ooo excellent, cheers! I'm unfamiliar with those functions so 
I've got some reading/experimentation to do. 


> Secondly, just an observation... Why are you using 3D for the balls? 
> Wouldn't sprites be faster? 


Yes they HAVE to be real spheres :-) 

The main reason is bitmap sheres may look good for stills but 
regarding the game of pool, where they have numbers (er and Spots and 
Stripes of course) and need to roll and spin realistically it's MUCH 
nicer looking to see real-time gouraud-textured spheres. they are 
only 128 polys each and there's only ten balls on the table so I 
should still easily get it running in 50fps even at 640x256 medres. 
You'll see when I upload an early demo. It's currently going around 
250 HSyncs with loads of CPU wait-time, for all those pending maths 
calculations. I want it to feel as good as Virtual Pool which was 


near perfect so they'll be a LOT of maths to sort out.. 


Scaling bitmaps with a pseudo-textured-roll effect would just look 
terrible without using some fancy textures-on-a-sphere algorithm 
(like in Virtual Pool) totally defeating the object.. and there's 
not enough framebuffer to have massive maps of prerendered balls 
from all angles. 

Trust me it should look pretty cool, even if it plays like a dog ;) 


Thanks again, 
Jim 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 


—-MESSAGE FILE 14034 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000917 


—--MESSAGE FILE 14035 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000918 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Message for Graig Graham TMD2RSD Converter 
Date: Mon, 21 Sep 1998 18:33:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <36068DCD.A766CD93@hinge.mistral.co.uk> 
References: <360187DE.8120CFA6@aol.com> 
NNTP-Posting-Host: d3-s11-167-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 
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Olaf Grau wrote: 

> Hi, This is specially dedicated to Graig Graham 

That's Craig Graham.... 


> You said, that you've dowmloaded a Tool, that converts TMD - Data to RSD 


Yeah - very good it is as well. 


> Data, from an Japanese Yaroze Homepage. 
> Now my question: Can you give me an advise where I can find the this 
> tool ? 


http://www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/dosvsoft/ 


the file is TM2RS02.LZH or something like that... 


> with regards 
> 
> Olaf 


Laters, 
Craig. 
(retired) 


—-MESSAGE FILE 14035 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000918 


--MESSAGE FILE 14036 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000919 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: Mon, 21 Sep 1998 18:38:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <36068F00.F4FA1DA5@hinge.mistral.co.uk> 

References: <Olbddccd$bf6add20$eb0d93c3@default> <35F85207.FB967603@bigfoot.com> <36 
0061C4.8CE00940@cyberdude.com> <Olbdelb1S$83f9f760Sf2e832a2@gbain.wav.scee.sony.co.uk 
> 

NNTP-Posting-Host: d3-s11-167-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 


> Hi there, 

> 

> I strongly suggest not using AR. It is NOT supported by SCEE and if other 
> members want to play your game they also have to have a AR. Also, if 

> your game uses AR then it can't be used for the "Fame Game" or any other 

> Net Yaroze promotional discs that we sometimes put together for shows 

> (e.g.ECTS). 

But, on the other hand....it's a shit load faster and more reliable than 


usingthe serial port isn't it? 


You could use the AR for development (load TMD's, etc) and then do a batch 
file loader for release (or release both). Quite a few people do use the AR 
fileserver stuff - unofficial as it may be, I mailled SCEE tech support about 
ARS 

before it was released, and they didn't have a problem with it. 


Craig. 
(ARS) 
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—-MESSAGE FILE 14036 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000919 


——MESSAGE FILE 14037 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000920 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: 21 Sep 1998 18:14:15 GMT 

Organization: SCEE 

Lines: 48 

Message-ID: <01lbde527Sa05bd4e0Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbddccd$bf6add20Seb0d93c3@default> <35F85207.FB967603@bigfoot.com> <36 
0061C4.8CE00940@cyberdude.com> <Olbdelb1$83f9f760Sf2e832a2@gbain.wav.scee.sony.co.uk 
> <36068F00.F4FA1DA5@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


If people are using the AR as a PC file server it will not be 
used for the "Fame Game" or any other Net Yaroze promotional 
discs that we sometimes put together for shows (e.g.ECTS). 

We may not have a problem with it but we don't support it. If 
by some "act of GOD" that is mucks up your NY then your on 

your own. Yes, of coarse it is faster....that's rather trivial. 


Regards, 


George@SCEE 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<36068F00.F4FA1DA5@hinge.mistral.co.uk>... 

> George Bain wrote: 

> 

> > Hi there, 

>> 

> > I strongly suggest not using AR. It is NOT supported by SCEE and if 
other 

> > members want to play your game they also have to have a AR. Also, if 
> > your game uses AR then it can't be used for the "Fame Game" or any 
other 

> Net Yaroze promotional discs that we sometimes put together for shows 
> (e.g.ECTS). 


But, on the other hand....it's a shit load faster and more reliable than 


> 
> 
> 
> 
> usingthe serial port isn't it? 
> 


> You could use the AR for development (load TMD's, etc) and then do a 
batch 

> file loader for release (or release both). Quite a few people do use the 
AR 
> fileserver stuff - unofficial as it may be, I mailled SCEE tech support 
about 

> ARS 

> before it was released, and they didn't have a problem with it. 

> 


> Craig. 

> (ARS) 

> 

> 

> 

-—-MESSAGE FILE 14037 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000920 


—-MESSAGE FILE 14038 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000921 

Path: chuka.playstation.co.uk!news 

From: Robert Swan <rsl08@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Rotating about an arbitrary axis? 
Date: Tue, 22 Sep 1998 14:30:40 +0100 
Organization: I wish! 

Lines: 9 

Message-ID: <3607A680.5844@mdx.ac.uk> 
References: <36028A8D.290E@manc.u-net.com> <36028CB6.F017A2D5@scee.sony.co.uk> 
NNTP-Posting-Host: nova.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4u) 


James Russell wrote: 

> direction of the ball. Use RotMatrixX(RollAmount) followed by RotMatrixyY (CompassDi 
rection) to create 

> such a matrix. 


james, let me know if this works. I (think) I had a problem with the 
seperate RotMarix functions and never went back to them (had to use the 
slower RotMatrix() a few times to get the same effect) 


Rob 
—-MESSAGE FILE 14038 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000921 


——MESSAGE FILE 14039 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000922 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: Tue, 22 Sep 1998 19:16:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <3607E96B.2B011E89@hinge.mistral.co.uk> 

References: <Olbddccd$bf6add20$eb0d93c3@default> <35F85207.FB967603@bigfoot.com> <36 
0061C4.8CE00940@cyberdude.com> <Olbdelb1S$83f9f760Sf2e832a2@gbain.wav.scee.sony.co.uk 
> <36068F00.F4FAIDA5@hinge.mistral.co.uk> <Olbde527Sa05bd4e0$f2e832a2@gbain.wav.scee 
. sony .co.uk> 

NNTP-Posting-Host: d3-s61-217-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 
Hi there, 


If people are using the AR as a PC file server it will not be 
used for the "Fame Game" or any other Net Yaroze promotional 
discs that we sometimes put together for shows (e.g.ECTS). 

We may not have a problem with it but we don't support it. If 
by some "act of GOD" that is mucks up your NY then your on 


VV NV V VV VV 


There have been (as far as I am aware) no known instances of an AR 
damaging a Playstation. Ever. Worldwide. 


> your own. Yes, of coarse it is faster....that's rather trivial. 


I don't think something that speeds up the dev cycle is trivial. 
Also, my point about using it only to speed development is 

perfectly valid - you can do a Serial batch loader version 

once you're whole game is finalised (as long as you're aware 

of the issues concerning dynamic loading). Although, I would 

say that as the ARS file server simulates the standard file access 
interface, any files loaded in that way will automatically load from 
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CDROM if you don't do a DEBUG build. If a game was good 

enough, I don't see a problem myself in letting it pull a few files 
from CD - why did Sony put the CD access functions in the 

Yaroze libs if not for this use? 


> Regards, 

> 

> George@SCEE 
> 


Lighten up George, this is supposed to be fun...... 


Craig. 
(retired) 


—-MESSAGE FILE 14039 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000922 


--MESSAGE FILE 14040 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000923 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating about an arbitrary axis? 

Date: Tue, 22 Sep 1998 23:53:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6u9a0dSbdk4@chuka.playstation.co.uk> 

References: <36028A8D.290E@manc.u-net.com> <36028CB6.F017A2D5@scee.sony.co.uk> <3607 
A680.5844@mdx.ac.uk> 

NNTP-Posting-Host: 1d09-097.lon.compuserve.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Robert Swan wrote in message <3607A680.5844@mdx.ac.uk>... 

>James Russell wrote: 

>> direction of the ball. Use RotMatrixX(RollAmount) followed by 
RotMatrixY (CompassDirection) to create 

>> such a matrix. 

> 

>james, let me know if this works. I (think) I had a problem with the 
>seperate RotMarix functions and never went back to them (had to use the 
>slower RotMatrix() a few times to get the same effect) 


Me too, they seemed to completely distort the tmds (from what I remember) in 
a 
totally unexpected way, whilst rotmatrix always works. 


Nick S 


-—-MESSAGE FILE 14040 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000923 


--MESSAGE FILE 14041 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000924 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating about an arbitrary axis? 

Date: 22 Sep 1998 23:45:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01lbde682S549e93880S026f6f6ftwo> 

References: <36028A8D.290E@manc.u-net.com> <36028CB6.FO17A2D5@scee.sony.co.uk> <3607 
A680.5844@mdx.ac.uk> <6u9a0dSbdk4@chuka.playstation.co.uk> 

NNTP-Posting-Host: host5-171-237-11.btinternet.com 

X-Newsreader: Microsoft Internet News 4.70.1161 
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Hi, 
rotmatrix will also distort the TMD but may not be as pronounced. 


Pete. 


> 

> 

> Me too, they seemed to completely distort the tmds (from what I remember) 
in 
>a 
> totally unexpected way, whilst rotmatrix always works. 


Nick S 


--MESSAGE FILE 14041 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000924 


——MESSAGE FILE 14042 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000925 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating about an arbitrary axis? 

Date: Wed, 23 Sep 1998 10:34:04 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 34 

Message-ID: <3608C08C.217EA9C8@scee.sony.co.uk> 

References: <36028A8D.290E@manc.u-net.com> <36028CB6.FO017A2D5@scee.sony.co.uk> <3607 
A680.5844@mdx.ac.uk> <6u9a0dSbdk4@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5Ե1 [en] (Win95; 1) 

X-Accept—-Language: en 


Nick Slaven wrote: 
>james, let me know if this works. I (think) I had a problem with the 
>seperate RotMarix functions and never went back to them (had to use the 


>slower RotMatrix() a few times to get the same effect) 


Me too, they seemed to completely distort the tmds (from what I remember) in a 
totally unexpected way, whilst rotmatrix always works. 


VV V V V V V 


I'm puzzled by this - I use them all the time with no problems. Probably the thing t 

o remember is 

that the matrix you pass to RotMatrixX/Y/Z is both input AND output. It multiplies t 

he input matrix 

by the appropriate rotation matrix, it doesn't create one from scratch (whereas RotM 

atrix does). So 

therefore if you want a X followed by Y rotation, you'd go: 

MATRIX MyRotation = { { 1, 0 }, // Identity matrix 
{ 0, 1, 0 }, 
10%. O77 2 

RotMatrixX(firstAngle, &MyRotation 


} 
} 
} 
° 
RotMatrixY (secondAngle, &MyRotatio 


]; 
); 
n); 


Ա 
and there you go. 

Is this what you were doing? 

Cheers, 


James 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


On the other hand, the early worm gets eaten. 
—-MESSAGE FILE 14042 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000925 


——MESSAGE FILE 14043 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000926 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <George_Bain@Playstation.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: 23 Sep 1998 13:19:57 GMT 

Organization: SCEE 

Lines: 45 

Message-ID: <0Olbde5f6Sbc35cd40Sf2e832a2@gbain.wav.scee.sony.co.uk> 

References: <Olbddccd$bf6add20$eb0d93c3@default> <35F85207.FB967603@bigfoot.com> <36 
0061C4.8CE00940@cyberdude.com> <Olbdelb1S$83f9f760Sf2e832a2@gbain.wav.scee.sony.co.uk 
> <36068F00.F4FA1LDAS5S@hinge.mistral.co.uk> <Olbde527Sa05bd4e0Sf2e832a2@gbain.wav.scee 
-sony.co.uk> <3607E96B.2B011E89@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hi there, 


The point being, if someone uses AR for their game and 

someone wants to try it out, then that person has to own a AR. 

I would rather code something using the serial cable so 

ALL members can try the game. I think %99 percent of the 
members will agree with this point. The CD access functions 
are used to access the files from the NY Boot CD which has 
models, sound, and TIM files which you can access. Ifa 

owner of an AR wants to use a file server and doesn't mind that 
only AR people can play their game...then by all means go crazy! 
Also, if a game using AR was red hot...we still wouldn't use it for 
the "Fame Game". It wouldn't be fair to the other members who 
don't own an AR. People using AR obviously have a huge 
advantage then those members that don't. 


P.S. The AR is not part of the NY Kit. It's a hacker tool. 
Regards, 
George@SCEE 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<3607E96B.2B011E89@hinge.mistral.co.uk>... 


> I don't think something that speeds up the dev cycle is trivial. 
> Also, my point about using it only to speed development is 

> perfectly valid - you can do a Serial batch loader version 

> once you're whole game is finalised (as long as you're aware 

> of the issues concerning dynamic loading). Although, I would 

> say that as the ARS file server simulates the standard file access 
> 

> 

> 

> 

> 


interface, any files loaded in that way will automatically load from 
CDROM if you don't do a DEBUG build. If a game was good 

enough, I don't see a problem myself in letting it pull a few files 
from CD - why did Sony put the CD access functions in the 

Yaroze libs if not for this use? 


Lighten up George, this is supposed to be fun...... 


Craig. 
(retired) 


VVVVVV 


—-MESSAGE FILE 14043 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000926 
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—-MESSAGE FILE 14044 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000927 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Can CDRs be read after boot-up? 

Date: Wed, 23 Sep 1998 16:23:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <36091275.6FCO6A3D@hinge.mistral.co.uk> 

References: <Olbddccd$bf6add20$eb0d93c3@default> <35F85207.FB967603@bigfoot.com> <36 
0061C4.8CE00940@cyberdude.com> <Olbdelb1S$83f9f760Sf2e832a2@gbain.wav.scee.sony.co.uk 
> <36068F00.F4FA1LDAS5S@hinge.mistral.co.uk> <Olbde527Sa05bd4e0Sf2e832a2@gbain.wav.scee 
-sony.co.uk> <3607E96B.2B011E89@hinge.mistral.co.uk> <Olbde5f6Sbc35cd40S$f2e832a2@gba 
in.wav.scee.sony.co.uk> 

NNTP-Posting-Host: d3-s4-160-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


George Bain wrote: 
Hi there, 


> 
> 
> The point being, if someone uses AR for their game and 

> someone wants to try it out, then that person has to own a AR. 

You've missed my point about using it for development, then doingan SIO 
batch loader at a later point in the development (when you've 

done all the change/reload/change/reload cycle stuff. There is 

no reason using the AR in development will have any effect on 

the finished article. 


> I would rather code something using the serial cable so 
> ALL members can try the game. I think %99 percent of the 


Then why don't you? It's not that bloody hard. Do a serial portfileserver, 
and a support library for GNU & CodeWarrior. I'd 

do it myself, if I had that sort of time on my hands at the moment 

(the ARS library & server took about a week of my evenings 

to put together). 


> members will agree with this point. The CD access functions 
> are used to access the files from the NY Boot CD which has 
> models, sound, and TIM files which you can access. If a 


So why is that different from using them to load your own files?The ARS 
file i/o redirection is on a build switch. Turn it off and 

you get file loading from the CD instead. What's the problem 

with additional files being on the same CD as a NY produced 


program? 

> owner of an AR wants to use a file server and doesn't mind that 

> only AR people can play their game...then by all means go crazy! 

> Also, if a game using AR was red hot...we still wouldn't use it for 
> the "Fame Game". It wouldn't be fair to the other members who 

> don't own an AR. People using AR obviously have a huge 

> advantage then those members that don't. 


You wouldn't be able to tell if an AR had been used in developmentor not. 
The AR code is built out in a release build anyway, and if 

the program had an SIO script loader done for it at the end of the 
development, everyone 


> P.S. The AR is not part of the NY Kit. It's a hacker tool. 


I'm well aware of what it is. I'm also well aware of exactly how manyof 
your own staff have got them. And the staff of several games houses 
as well for that matter. 
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And just because it didn't come with the NY kit, it doesn't mean you 
cann't use it. There are shit loads of things that didn't come with the 
NY - 2D/3D design tools, text editors, loads of stuff that you NEED 

to produce anything useful. An AR and fileserver is just another tool. 


> Regards, 
> 


> George@SCEE 


Craig. 

PS. I'm glad I threatened to nail your testicles to a tree at ECTS, you're 
being 

a real butt-munch on this one. 

PPS. Take the bloody virus warning off the news page now, the files in 
question 

were replaced with clean ones ages ago. 


—-MESSAGE FILE 14044 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000927 


—-MESSAGE FILE 14045 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000928 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating about an arbitrary axis? 

Date: Wed, 23 Sep 1998 18:45:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <6ubcd9$Sbdk13@chuka.playstation.co.uk> 

References: <36028A8D.290E@manc.u-net.com> <36028CB6.F017A2D5@scee.sony.co.uk> <3607 
A680.5844@mdx.ac.uk> <6u9a0dSbdk4@chuka.playstation.co.uk> <3608C08C.217EA9C8@scee.s 
ony.co.uk> 

NNTP-Posting-Host: mfs2-dnbqv-189.gbr.compuserve.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


James Russell wrote in message <3608C08C.217EA9C8@scee.sony.co.uk>... 
>MATRIX MyRotation = { { 1, 0, 0 }, // Identity matrix 

> { 0, 1, 0 }, 

> { 0, 0, 1 ) )չ 

>RotMatrixxX(firstAngle, &MyRotation) ; 

>RotMatrixY(secondAngle, &MyRotation) ; 


PING! (sound of large penny dropping) 


No this isn't what I was doing, I think I tried the functions once 
as a straight replacement for RotMatrix & hence the identity matrix 
wouldn't have been set up (probably zero), somehow I got it into 

my head that the functions would generate the required rotation 
matrix from the angle. 


Cheers 


Nick S 


—-MESSAGE FILE 14045 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000928 


——MESSAGE FILE 14046 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000929 

Path: chuka.playstation.co.uk!news 

From: "Paolo B." <hunter@sc.trinakria.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: help me 

Date: Thu, 01 Oct 1998 16:03:45 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <36138BC1.96B4F231@sc.trinakria.it> 
NNTP-Posting-Host: m2-sc.trinakria.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [it] (Win95; I) 


hi, i'm paolo 
i need a routine for to play some animation file (.avi, flc, str,mov 


ecc..) , someone can help me ? 


please contact me by e-mail at : hunter@sc.trinakria.it 


thx 


—-MESSAGE FILE 14046 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000929 


——MESSAGE FILE 14047 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000930 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Bezier and Matrix 

Date: 2 Oct 1998 16:49:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbdee25$048270e0$S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: ulthar.han.de 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


Something for the math gurus... 


I'm working on a bezier spline based track editor 
(thanks go to Lars for his source). 


For the bezier coordinates I have the rotation matrix, 
but for the points in between I can only calculate the 
coordinates. How do I calculate the rotation matrix 
for those points? 


Please have a look at my first draft. Then you'll see 
what I mean. 


http: //www.netyaroze-europe.com/~roland/ftp/bezier.zip 


Roland 
—-MESSAGE FILE 14047 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000930 


—-MESSAGE FILE 14048 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000931 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Bezier and Matrix 

Date: 4 Oct 1998 13:24:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <0Olbdef9a$b9d22140$77el6dc0@ulthar.han.de> 
References: <Olbdee25$048270e0S77el6dc0@ulthar.han.de> 
NNTP-Posting-Host: ulthar.han.de 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


I have a version now that is slightly better in as much 
as the y rotation works. Anybody interested? 


Roland 
—-MESSAGE FILE 14048 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000931 


—-MESSAGE FILE 14049 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000932 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: any new RsdTool? 

Date: Sun, 04 Oct 1998 18:55:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <3617c4a3.8964071@news.playstation.co.uk> 
NNTP-Posting-Host: host5-171-226-251.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi everyone, 


I have RSDTool Beta 0.8b, is there any recent version which I should 
get? 


I like RSDTool as its easy to use and I was just wondering if there is 
newer version. 


Cheers 


Tanvir Khan 
Emag Design 


2bad@lineone.net 

http://www.netyaroze-europe.com/~tanvirk 

—-MESSAGE FILE 14049 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000932 


--MESSAGE FILE 14050 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000933 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Bezier and Matrix 

Date: Mon, 05 Oct 1998 09:46:18 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 86 

Message-ID: <3618794A.7FA8C48@immd9.informatik.uni-erlangen.de> 

References: <0Olbdee25$048270e0S77el6dc0@ulthar.han.de> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" B6B269A4195270C2E3DC1A51" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


B6B269A4195270C2E3DC1A51 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Roland Boettcher wrote: 


Something for the math gurus... 


> 
> 
> I'm working on a bezier spline based track editor 
> (thanks go to Lars for his source). 

> 
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For the bezier coordinates I have the rotation matrix, 
but for the points in between I can only calculate the 
coordinates. How do I calculate the rotation matrix 
for those points? 


Please have a look at my first draft. Then you'll see 
what I mean. 


http://www.netyaroze-europe.com/~roland/ftp/bezier.zip 


VVVVVVVVV VV 


Roland 


Hi Roland! 

I am not sure, if I got you right. But one main property of Bezier 
patches (as for their bigger brothers the NURBS) is affine invariance. 
This means, 

it does not matter, whether you perform subdivision on your controle 
grid and then apply the affine transformation, or you apply the affine 
transformation to the controle grid and do the subdivision afterwards. 


Christoph 

Christoph L"urig cpluerig@immd9.informatik.uni-erlangen.de 
Graphische Datenverarbeitung Tel.: +49 9131 8529929 
Universitaet Erlangen Fax: +49 9131 8529931 


cpluerig@immd9.informatik.uni-erlangen.de 


B6B269A4195270C2E3DC1A51 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Roland Boettcher wrote: 
<BLOCKQUOTE TYPE=CITE>Something for the math gurus... 


<P>I'm working on a bezier spline based track editor 
<BR>(thanks go to Lars for his source). 


<P>For the bezier coordinates I have the rotation matrix, 
<BR>but for the points in between I can only calculate the 
<BR>coordinates. How do I calculate the rotation matrix 
<BR>for those points? 


W 


= 


<P>Please have a look at my first draft. Then you'll see 
<BR>what I mean. 


ա 


<P><A HREF="http://www.netyaroze-europe.com/~roland/ftp/bezier.zip">http://www.netya 
roze-europe.com/~roland/ftp/bezier.zip</A> 


<P>Roland</BLOCKQUOTE> 

&nbsp;Hi Roland! 

<BR>I am not sure, if I got you right. But one main property of Bezier 
patches (as for their bigger brothers the NURBS) is affine invariance. 
This means, 

<BR>it does not matter, whether you perform subdivision on your controle 
grid and then apply the affine transformation, or you apply the affine 
transformation to the controle grid and do the subdivision afterwards. 


<P>Christoph 
<PRE>--&nbsp; 


Christoph L"urigé&nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; cpluerig@immd 
9.informatik.uni-erlangen.de 

Graphische Datenverarbeitungé&nbsp; &nbsp; &énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; én 
bsp; &nbsp; &nbsp; &énbsp; énbsp; &nbsp; &nbsp; &nbsp; Tel.: +49 9131 8529929 

Universitaet Erlangené&nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nb 
sp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; Fa 
x:&nbsp; +49 9131 8529931 
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cpluerig@immd9.informatik.uni-erlangen.de</PRE> 
é&nbsp; </HTML> 


B6B269A4195270C2E3DC1A51-—- 


—-MESSAGE FILE 14050 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000933 


—--MESSAGE FILE 14051 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000934 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <o_shea@post12.tele.dk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: any new RsdTool? 

Date: Mon, 5 Oct 1998 19:00:23 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <6vauc4S6p6@chuka.playstation.co.uk> 
References: <3617c4a3.8964071@news.playstation.co.uk> 
NNTP-Posting-Host: ip123.hinxrl.ras.tele.dk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Tanvir Khan <2bad@lineone.net> wrote in message 
<3617c4a3.8964071@news.playstation.co.uk>... 
>Hi everyone, 


> 

>I have RSDTool Beta 0.8b, is there any recent version which I should 
>get? 

> 

>I like RSDTool as its easy to use and I was just wondering if there is 


>newer version. 
> 

>Cheers 

> 

>Tanvir Khan 
>Emag Design 


Nope, not as far as I know. 
regards 


Mark O'Shea 


—-MESSAGE FILE 14051 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000934 


—--MESSAGE FILE 14052 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000935 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: any new RsdTool? 

Date: Mon, 05 Oct 1998 21:06:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <361926A9.3F4DF9CO@hinge.mistral.co.uk> 

References: <3617c4a3.8964071@news.playstation.co.uk> <6vauc4S$6p6@chuka.playstation. 
co.uk> 

NNTP-Posting-Host: d2-s18-112-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Net Yaroze newsgroups message dump.txt Page 9452 


Mark O'Shea wrote: 


>Tanvir Khan 
>Emag Design 


> Tanvir Khan <2bad@lineone.net> wrote in message 

> <3617c4a3.8964071@news.playstation.co.uk>... 

> >Hi everyone, 

>> 

> >I have RSDTool Beta 0.8b, is there any recent version which I should 
> >get? 

>> 

> >I like RSDTool as its easy to use and I was just wondering if there is 
> >newer version. 

>> 

> >Cheers 

>> 

> 

> 

> 

> 


Nope, not as far as I know. 


I got a mail from the guy at SCEE who wrote RsdTOOL. He left SCEEa year or 
two back and moved to the USA. No work has been done 
on RsdTOOL since then - the version everyone has is the last version 
that was produced (there isn't a more recent release). 


> Mark O'Shea 


Craig. 
— RsdANIM's better anyway ;) 


—-MESSAGE FILE 14052 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000935 


--MESSAGE FILE 14053 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000936 

Path: chuka.playstation.co.uk!news 

From: “Emanuele Diotallevi" <g.mork@flashnet.it> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: help me 

Date: 6 Oct 1998 21:10:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 
Message-ID: <01lbdcl17f£Sc7ef5480S09alf7c2@manolo> 
References: <36138BC1.96B4F231@sc.trinakria.it> 
NNTP-Posting-Host: ip009.pool-04.flashnet.it 
X-Newsreader: Microsoft Internet News 4.70.1155 


NON lo puoi fare con la Yaroze!!! 


Paolo B. <hunter@sc.trinakria.it> scritto nell'articolo 
<36138BC1.96B4F231@sc.trinakria.it>... 
> hi, i'm paolo 


> i need a routine for to play some animation file (.avi, flc, str,mov 
> ecc..) , someone can help me ? 

> 

> please contact me by e-mail at : hunter@sc.trinakria.it 

> 

> 

> thx 

> 

> 

> 


—-MESSAGE FILE 14053 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000936 


——MESSAGE FILE 14054 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000937 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Dynamic TMD Prob 

Date: Tue, 06 Oct 1998 20:37:31 -0400 
Organization: SCEA News Server 

Lines: 61 

Message-ID: <361AB7CB.4141075E@datasys.net> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 171.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


As you can probably tell from the subject line, I'm having a problem 
with my Dynamic TMD generation program that I'm writing. 


After hours of pondering and trying to come up with the most efficient 
method of Dynamically creating TMD data, I came to a conclusion. Because 
the creation process is dynamic, I will not know going into the process 
how many vertices, normals, and primitives I will need. Thus, I will 
need to dynamically re-allocate the vertex space, normal space, and 
primitive space as I add more vertices, normals, and primitives. 


The realloc() command (Green manual, page 212) seemed perfect for 
reallocating the memory blocks. 


But SOMEHOW... My data gets corrupted in memory. This is what the 
program should do: Create a flat shaded triangle primitive, and display 
it on the screen, and you should be able to move it around with the 
analog pad. I know my 3D object display routines work because I've tried 
them on traditional TMD data. Only once have i gotten anything to 

display - and that was a very tiny corrupted triangle - not even at the 
position that I set it at. 


I even tried writing my own version of realloc() called re_allocate(). 
It allocates the new memory, copies the data from the old block to the 
new block, then frees the old block, and returns the newly re-sized 
block. But that didn't seem to help. re_allocate() is still in the 
source code, but it's not used anymore. It's the first routine in tmd.c 


I've tried everything in my knowledge to get it to work, but no avail. 
I hate asking people to debug my code, but I don't know what else to do. 
I've re-commented the source, and you can find it here: 


http://www.datasys.net/users/stu/rquat/dyntmd.zip 
It's encrypted, the password is "butter". Without the quotation marks. 
(It's encrypted because it contains PSX binaries) 


It's programed in codewarrior, but I'm including the binaries so that 
GCC users can at least see what the program is doing. It dumps 
EVERYTHING that it does to the console to help aid debugging. 


I know how hard it can be reading through someone else's code, so I've 
tried VERY hard to make sure that it is legible and orderly. Tell me 
what you think about the code structure, even though it doesn't seem to 
want to work. :) 


There are allot of routines in this program that aren't used (like 
random.c). They are there because I put them in my custom stationary. 
Read through them if you want, you might find them useful. 


I've tried to denote everything that I didn't write with a comment, but 
I might not have gotten everything. Just know that %99.9 of everything 
is programed by me, and everything else I re-wrote. 


What I eventually hope to have is a game that dynamically creates it's 
playing environment. Randomly. So there is NO way to know how many 
vertices, normals, and primitives there will be going into the process. 


Anyway, help me. Am I going about this the right way? 
Thanks. 


'Darco 
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—-MESSAGE FILE 14054 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000937 


——MESSAGE FILE 14055 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000938 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Dynamic TMD Prob 

Date: Wed, 07 Oct 1998 10:47:37 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <361B38B9.74C88355@scee.sony.co.uk> 
References: <361AB7CB.4141075E@datasys.net> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Darco wrote: 
> 


Because the creation process is dynamic, I will not know going into the process 
how many vertices, normals, and primitives I will need. Thus, I will 

need to dynamically re-allocate the vertex space, normal space, and 

primitive space as I add more vertices, normals, and primitives. 


VVVYV 


The TMD data doesn't have to be contiguous in memory - you can create one big area f 
or verts, one 

for normals, and one for objects, and use the pointers in the header area to referen 
ce the lot. 

Different objects can share the same vert/normals area. This way, you're not being i 
ncredibly 

space-efficient, but it makes life a lot easier. 


> The realloc() command (Green manual, page 212) seemed perfect for 
> reallocating the memory blocks. 


Yeeeeeees. I wouldn't trust the PSXs malloc/free/realloc functions. I think malloc i 
s alright, but 
free has definitely got some problems. 


> What I eventually hope to have is a game that dynamically creates it's 
> playing environment. Randomly. So there is NO way to know how many 
> vertices, normals, and primitives there will be going into the process. 


But there must be some limit - and since you're game is going to have to be constrai 
ned by that 
limit, you might as well figure out what it is and pre-allocate a large blob of spac 
e. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


-—-MESSAGE FILE 14055 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000938 


——MESSAGE FILE 14056 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000939 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: any new RsdTool? 

Date: Wed, 07 Oct 1998 11:06:37 +0100 
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Organization: Sony Computer Entertainment Europe 
Lines: 12 

Message-ID: <361B3D2D.39BDE59@scee.sony.co.uk> 
References: <3617c4a3.8964071@news.playstation.co.uk> <6vauc4S$6p6@chuka.playstation. 
co.uk> <361926A9.3F4DF9CO@hinge.mistral.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


> > >I have RSDTool Beta 0.8b, is there any recent version which I should 
> > >get? 


SCEE are currently working on an update. No, I have no idea when it will become avai 
lable. 


james 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 
At the border: "What's in the trunk?" "Oh, nobody!" 


—-MESSAGE FILE 14056 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000939 


—--MESSAGE FILE 14057 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000940 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMD Prob 

Date: Wed, 07 Oct 1998 07:47:17 -0400 

Organization: SCEA News Server 

Lines: 44 

Message-ID: <361B54C5. 8A2C6C93@datasys.net> 

References: <361AB7CB.4141075E@datasys.net> <361B38B9.74C88355@scee.sony.co.uk> 
Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 171.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


James Russell wrote: 

> 

> The TMD data doesn't have to be contiguous in memory - you can create one big area 
for verts, one 

> for normals, and one for objects, and use the pointers in the header area to refer 

ence the lot. 

> Different objects can share the same vert/normals area. This way, you're not being 
incredibly 

> space-efficient, but it makes life a lot easier. 


> 
Hmmm... That's how I'm doing it, just trying to re-size the lots. As for 
Just having 3 big lots... Hmmmmmm... I'll have to think about it. (I got 


to get the system working out in my head) 


> 

> Yeeeeeees. I wouldn't trust the PSXs malloc/free/realloc functions. I think malloc 
is alright, but 

> free has definitely got some problems. 

> 


So I've noticed. I'm tempted to write my own heap management functions. 
From all my debugging, I wouldn't be suprised if the problem was in 
realloc(). Debugging gave me such a headache I had to stay home from 
school yesterday. A freekin' migrane. Just due to debugging. 
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I wonder if you can die from that... Death from Debugging... 
naaaaaaaaaaaaaaaaaaaaaaaaaaaa. ..................... 
> What I eventually hope to have is a game that dynamically creates it's 


> playing environment. Randomly. So there is NO way to know how many 
> vertices, normals, and primitives there will be going into the process. 


ined by that 
limit, you might as well figure out what it is and pre-allocate a large blob of sp 
ce. 


> 

> 

> 

> 

> But there must be some limit - and since you're game is going to have to be constr 
a 

> 

a 

> 


Well, obviously there is a limit Dbut... Hmmm... 
*ponders* 


Ok... Yeah that'll work. I guess... That's inefficient though... I with 
I could get the heap stuff working predictably, but it all else fails 
then I'll go for this method. Hrm... Yeah, that's probably gona be the 
only way. 


"Darco 
-—-MESSAGE FILE 14057 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000940 


—--MESSAGE FILE 14058 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000941 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: any new RsdTool? 

Date: Wed, 07 Oct 1998 14:55:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <361B72B6.814785F0@hinge.mistral.co.uk> 

References: <3617c4a3.8964071@news.playstation.co.uk> <6vauc4S6p6@chuka.playstation. 
co.uk> <361926A9.3F4DF9CO@hinge.mistral.co.uk> <361B3D2D.39BDE59@scee.sony.co.uk> 
NNTP-Posting-Host: d3-s5-161-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Russell wrote: 


> > > >I have RSDTool Beta 0.8b, is there any recent version which I should 
> > > >get? 
> 

> SCEE are currently working on an update. No, I have no idea when it will become av 
ailable. 


Hey James - when did that get started? 
> james 


Craig 


-—-MESSAGE FILE 14058 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000941 


--MESSAGE FILE 14059 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000942 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Games Programming Books Recomend 
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Date: Wed, 07 Oct 1998 17:12:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <361ba0d8.803836@news.playstation.co.uk> 
NNTP-Posting-Host: host5-99-47-121.btinternet.com 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hi, 


Can anyone recomend good 'games' programming books wich can help 
produce good results? 


I know about 'Tricks of the Games Programming Gurus' but is this the 
best one? I've heard it's a bit outdated. 


I know a bit of 'C' and want to learn to program games. 


Tanvir Khan 
Emag Design 


2bad@lineone.net 
http://www.netyaroze-europe.com/~tanvirk 


9457 


—-MESSAGE FILE 14059 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000942 


——MESSAGE FILE 14060 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000943 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Darco <rquat@datasys.net> 


Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 


Subject: Re: Dynamic TMD Prob 

Date: Mon, 12 Oct 1998 07:43:12 -0400 
Organization: SCEA News Server 

Lines: 30 

Message-ID: <3621EB50.5B1E98CF@datasys.net> 
References: <361AB7CB.4141075E@datasys.net> <361B38B9.74C88355@scee.sony.co.uk> 
Reply-To: darco@bigfoot.com 
NNTP-Posting-Host: 71.dialup.datasys.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 


Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:943 scea.yaroze.pr 


ogramming.3d_graphics:294 


YAY! I got it working. I didn't have to change really that much... The 
system I'm using though is REALLY simple and easy to use, yet don't 
sacrifice power and flexiblity. I'm proud of myself. ;) 


I'm still using malloc and free, but not nearly as often as before - 
You allocate the object once with a fixed vertex, normal, and primitive 
space and you free it once you are done using it. 


Just for everyone else who is planning on writing something like this: 
sizeof(x) returns the size of the primitive in bytes, not dwords! (If 
anyone writes a replacement for metrowerks debugger that uses the AR and 
allows me to directly browse through the playstation's memory, I'll give 
you a cookie. A really big one. I had to use the caetla debugger to 
figger out what was going on because I needed to interupt the program to 
directly view the memory to see what was going on) 


In fact, this is probably why my dynamic re-sizing failed. Well, now 
that I think about it I know this is why it failed. It wouldn't work the 
way I was doing it. I was writing outside of my bounds. Fooey. After 
blaming Sony for writing shoddy libs I find that it's really my shoddy 
code. Fo Fo Fo. 


Well... It works now so I'm not going to re-write back to the way that 
it was just to see if it will work. I've implemented all of the triangle 
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primitives and I'll be adding the quad primitives later after school 
today. 


Once I'm finished I'll post the code on the net. 


"Darco 
—-MESSAGE FILE 14060 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000943 


——MESSAGE FILE 14061 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000944 

Path: chuka.playstation.co.uk!news 

From: "K.Wutzke" <kwutzke@usa.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Triangles, Quads??? 

Date: Tue, 13 Oct 1998 18:34:01 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <362380F9.EC2420F5@usa.net> 
NNTP-Posting-Host: dialup6-76.access.nacamar.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


What's better? 
Make the models from triangles or quads? 


It doesn't make a difference (to me) from an artistic point of view, 
but what about the performance? I looked at the TMD 

primitive structures ilen/olen stuff from which I derived, that 
quads are the faster the more "real" quads, e.g. no simulated 
triangles there are... 

The problem is: I'm just guessing around! 


If I took the TMD structs: 


G_3T (triangles, gouraud,textured, lights on): ilen 6 - olen 9 and 
G_4T (quad(r?)angles, gouraud,textured, lights on): ilen 8 - olen 12 


Now say I have one torus object each: 


G_3T: (256 vertices ,) 512 primitives/polygons/triangles 
G_AT: (256 vertices ,) 256 primitives/polygons/quads 


Can I calculate or approximate the possible computational work to 
be done as follows... 


(no. of prims) * (ilen) + (no. of prims) * (olen) = X 
G_3T: 512 prims * 6 + 512 prims * 9 = 7680 
G_4T: 256 prims * 8 + 256 prims * 12 = 5120 


7680 / 5120 = 1.5 -> triangle model ~50% slower??? 

Hmmm... maybe I should just check the frame rate... 

Anyway what do you think? 

What's the playstation doing? Does it convert triangles to quads or 
quads to triangles ? Does it matter? 

Can I do the above calculation? 


Karsten 


-—-MESSAGE FILE 14061 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000944 
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——MESSAGE FILE 14062 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000945 

Path: chuka.playstation.co.uk!news 

From: "Mark O'Shea" <o_shea@post12.tele.dk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Games Programming Books Recomend 

Date: Wed, 14 Oct 1998 00:23:25 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <700kakSnec5@chuka.playstation.co.uk> 
References: <361ba0d8.803836@news.playstation.co.uk> 
NNTP-Posting-Host: ip20.hinxrl.ras.tele.dk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Can anyone recomend good 'games' programming books wich can help 
>produce good results? 
> 


I haven't really looked into that stuff, but I do hold a monthly 
subscription with Games Developer http://www.gdmag.com . It is pretty good 
covers all sorts of aspects of games programming. But if I were you I'd 
check it out at the newsstand before I subscribed to it. 


books ? what the hell is that? 


MADMARK 


—-MESSAGE FILE 14062 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000945 


——MESSAGE FILE 14063 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000946 

Path: chuka.playstation.co.uk!news 

From: "Doglife" <doglife@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 2 vb and vh files? 

Date: Thu, 15 Oct 1998 16:32:28 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <704ccuSnecll1l@chuka.playstation.co.uk> 
NNTP-Posting-Host: 202.12.95.99 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi 
I know I should post this at the sound group but I need help fast... sorry 
for interruption 


I am trying to load 2 VB and VH files but the second one always returns 
me -1 error. Can I load 2 VB and Vh files in the first place? 


Doglife 


—-MESSAGE FILE 14063 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000946 


—-MESSAGE FILE 14064 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000947 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tenchi <tenchi@cisco.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2 vb and vh files? 

Date: Thu, 15 Oct 1998 12:58:32 -0700 

Organization: 

Lines: 18 

Message-ID: <362653E8.A7AE1425@cisco.com> 
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References: <704ccuSnecll@chuka.playstation.co.uk> 
Reply-To: tenchi@cisco.com 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 


Are you sure that when you specified the VAB number that it was 
-1, so the computer automatically picks one for you? Also, 

make sure that your VB and VH files are in separate addresses 

that don't collide with anything else. That's usually the biggest 
problem. 


= 6) 


Doglife wrote: 


> 

> Hi 

> I know I should post this at the sound group but I need help fast... sorry 
> for interruption 

> 

> I am trying to load 2 VB and VH files but the second one always returns 

> me -1 error. Can I load 2 VB and Մհ files in the first place? 

> 

> Doglife 


—-MESSAGE FILE 14064 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000947 


——MESSAGE FILE 14065 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000948 

Path: chuka.playstation.co.uk!news 

From: TEJ Madams <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D Modelling 

Date: Mon, 19 Oct 1998 10:59:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <362B0D97.570C5BD1@bristol.ac.uk> 
NNTP-Posting-Host: sis.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.5.1 sun4u) 


I'm just a poor impoverished student and I can't shell out loads of 
money for a ‘'proper' modelling package, are there any good shareware 
one's around? 


—-MESSAGE FILE 14065 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000948 


——MESSAGE FILE 14066 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000949 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Ho Hum....back on it again: Progress Report RSdANIM (next version) 
Date: Mon, 19 Oct 1998 12:49:11 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <362B2737.1031ADFB@hinge.mistral.co.uk> 

NNTP-Posting-Host: d2-s50-144-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Well, got a new job, time to get back to RsdANIM again. 


Stuff already done (since v1.51): 
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[15/10/98] 
o Triangle to Quad optimisation. I know DXF2RSD does this, but this is 
better... 
- Can work on a subset of model (option to select bits to convert). 
— Uniformity (how similar normals must be) 
— Texture preservation (doesn't really work very well at the moment) 
o As the AR preview sometimes hangs, hitting escape will abort the AR 
link. 


Hit reset on the AR control panel and resend the viewer to continue... 


[16/10/98] 
o RSDANIMLIB v3 - support for new Type 2 MIMe files, giving smaller 
animation data files 
and faster animation. 
o New setting in Options dialog to select between Typel (old style) and 
Type2 (new style) 
MIMe files (no actual code to generate type 2 yet). 


[19/10/98] 
o Creation of Type2 (RSDANIMLIBv3) MIMe files now supported. 
o Added new parameter to options dialog to allow setting of a minimum 
distance that 
a vertex must travel before it is actually output as animated in the 
MIMe data. This 
allow you to stop vertices that only move minutely (like, you cann't 
see the movement 
it's that small) from generating MIMe. This leads to larger 'zero' 
blocks (no gteMIMe 
done for these blocks) - hence smaller animation files and better 
performance. 
o Debugged the Type2 support in RSDANIMLIBv3. 


Stuff being considered/worked on RSN: 

o POLY edit dialog (let you set the POLY type options yourself). 

o Vertex re-ordering (group all the non-moving vertices together to get 
faster 
& smaller animations). 
o Gradient shaded polys (individual face-vertex RGB setting). 

o Embedded/static point light processing (easy to do, results vary 
depending on 

colour scheme, poly types and method used to get the effect). 


Laters. 
Craig. 
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—-MESSAGE FILE 14066 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000949 


—-MESSAGE FILE 14067 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000950 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Modelling 

Date: Tue, 20 Oct 1998 19:58:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <362CDD38.22D6B060@revolution.co.uk> 
References: <362B0D97.570C5BD1@bristol.ac.uk> 
NNTP-Posting-Host: 62.172.81.107 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Try rhino3d search for it on the web 


I have a good web reference at work for a comparison of all modern 3d 
modelling packages I will post it up tomorrow 
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TEJ Madams wrote: 
> I'm just a poor impoverished student and I can't shell out loads of 


> money for a 'proper' modelling package, are there any good shareware 
> one's around? 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


—-MESSAGE FILE 14067 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000950 


—-MESSAGE FILE 14068 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000951 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Ho Hum....back on it again: Progress Report RsdANIM (next version) 
Date: Wed, 21 Oct 1998 12:53:10 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <362DCB26.B3ED93F1@hinge.mistral.co.uk> 

References: <362B2737.1031ADFB@hinge.mistral.co.uk> 

NNTP-Posting-Host: dl-s51-83-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Done some more from my 'work in progress' list, here's the latest.... 


o Added vertex re-ordering function. Can be useful in reducing the number of 


Type2 MIMe blocks that are generated by grouping together the least 
moved vertices in one block, which can then be skipped by the MIMe 
data generator. 

o New build of AR previewer PSX executable using RSDANIMLIB v3, with support 


for previewing both Typel and Type2 animations. 


[21/10/98] 
o Added 4 new polygon types (to the TMD export code). 
o Moved to a new naming scheme for TMD polygons: 

* New naming convention: 


* POLY _F3NT 

* AAAA 

: | 

x +-- Texturing: optional, indicates that a texture is present 

x 

* +—-—— Colouring mode: N=none (no rgb modifier entry in poly) 

5 U=Uniform (1 rgb modifier entry for entire 
poly) 

x G=Gradation (1 rgb modifier for each 
vertex) 

x 

* +---- Number of vertices: 3 or 4 

* 

* ------ Lighting mode: S=static (light off, no normals) 

* F=flat (light on, 1 normal for whole poly) 

x G=Gourard (light on, 1 normal for each 


vertex) 
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List of supported primitives: 
POLY_F3U 
POLY_G3U 
POLY_F3G <- New in this version 
POLY _G3G <- New in this version 
POLY ԲՅԱՆ 
POLY_G3NT 
POLY_S3U 
POLY_S3G 
POLY_S3UT 
POLY_S3GT 
POLY_F4U 
POLY Շ4Ս 
POLY _F4G <- New in this version 
POLY _G4G <- New in this version 
POLY_F4NT 
POLY_G4NT 
POLY_S4U 
POLY_S4G 
POLY_S4UT 

* POLY _S4GT 
o New polygon properties dialog allows you to setup the polygon type 
information 

explicitly, including: 

- individual vertex colours (to get gradation shading) 

- transparency modes 

- lighting mode (none, flat, gourard) 

— colouring mode (none, uniform, gradation) 

— texture enable (texture selection to be added) 


+ + + + + FF + FF F FF F FF F FF F OF 


The poly prop dialog won't allow you to setup illegal combinations (eg. it 
won't 
let you setup a textured poly with both gradation colouring and 


lightsourcing, 
as the TMD format doesn't support that). 


—-MESSAGE FILE 14068 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000951 


—--MESSAGE FILE 14069 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000952 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Polygon reduction 

Date: Thu, 22 Oct 1998 11:32:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <362F09B2.4A1E80E7@bristol.ac.uk> 
NNTP-Posting-Host: sis.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.5.1 sun4u) 


Ok, first off thanks go out to Jake Turner for putting me onto Rhino3d, 
what a spankingly good package! 


Now here's my problem, I spent most of afternoon, evening and night 
playing about with Rhino3d and I got a fairly nice car body shell using 
spline lofting but unfortunately, the output dxf file was 1Mb (ouch!) 
even with as much polygon reduction as I could manage. I converted the 
dxf file to an rsd reducing the polygon count by as much as I could 
again but still when it came to tmd conversion, the result file was 
170Kb. Now I don't really know anything about 3d programming on the Net 
Yaroze (I've only had it a few weeks) so I loaded the car model into 
that 3d tutorial ship thingy (the one with red, green and blue lighting) 
but a lot of the polys on the car were so small the playstation decided 
they weren't worth rendering so I ended up with gaps all over my model 
(although it still ran at 50fps, impressive). HELP! 
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Cheers, 
Tom. 


—-MESSAGE FILE 14069 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000952 


—--MESSAGE FILE 14070 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000953 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Polygon reduction 

Date: 22 Oct 1998 13:19:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <Olbdfdbd$b30c0e80S016f6f6f@fffaaasssttt> 
References: <362F09B2.4A1E80E7@bristol.ac.uk> 
NNTP-Posting-Host: host5-99-59-8.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


I have a sneaking suspicion that the gaps are due to inverted normals 
load it up in RsdAnim and have a look I think it allows you to selectively 
change them. 


As to the massive file size and number of polys Ummm... make a car with 
less :-) sorry not very helpful ..... 
Pete. 


Tom <tm7130@bristol.ac.uk> wrote in article 
<362F09B2.4A1E80E7@bristol.ac.uk>... 

> Ok, first off thanks go out to Jake Turner for putting me onto Rhino3d, 
what a spankingly good package! 


Now here's my problem, I spent most of afternoon, evening and night 
playing about with Rhino3d and I got a fairly nice car body shell using 
spline lofting but unfortunately, the output dxf file was 1Mb (ouch!) 
even with as much polygon reduction as I could manage. I converted the 
dxf file to an rsd reducing the polygon count by as much as I could 
again but still when it came to tmd conversion, the result file was 
170Kb. Now I don't really know anything about 3d programming on the Net 
Yaroze (I've only had it a few weeks) so I loaded the car model into 
that 3d tutorial ship thingy (the one with red, green and blue lighting) 
but a lot of the polys on the car were so small the playstation decided 
they weren't worth rendering so I ended up with gaps all over my model 
(although it still ran at 50fps, impressive). HELP! 


Cheers, 
Tom. 


VVVVVVVVVVVVVVV VV VV 


-—-MESSAGE FILE 14070 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000953 


——MESSAGE FILE 14071 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000954 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Polygon reduction 

Date: Thu, 22 Oct 1998 14:48:15 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 21 

Message-ID: <362F379F.A924518@scee.sony.co.uk> 
References: <362F09B2.4A1E80E7@bristol.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 
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Tom wrote: 


> 
> so I loaded the car model into 

> that 3d tutorial ship thingy (the one with red, green and blue lighting) 

> but a lot of the polys on the car were so small the playstation decided 

> they weren't worth rendering so I ended up with gaps all over my model 

> (although it still ran at 50fps, impressive). HELP! 

RSDlink will convert the floating point values for the vertices straight into intege 
rs, which means 

that they will 'snap'. This can cause large unsightly gaps. Try scaling the model (t 
here's a flag in 

rsdlink to do this) which should reduce the problem. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Two elephants fell off a cliff. Boom Boom. 
—-MESSAGE FILE 14071 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000954 


——MESSAGE FILE 14072 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000955 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: triangles and things 

Date: Sat, 24 Oct 1998 19:38:25 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <70t72iS5iq2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:298 scee.yaroze.pr 
ogramming.3d_graphics: 955 


hi! 


i'm trying to port my little 3dengine from dos to yaroze. But my 3dengine 
heavily relies on a very simple 'draw_triangle ()' function, which I can't 
seem to find on the yaroze libraries. 


so i was hoping that someone would tell me how i can get the playstation to 
draw a simple two-dimensional triangle for me. 


note that i said *two-dimensional* ie all the matrix transformations hace 
already taken place, and the traingles fed into this function would be *in 
screen coordinates*. 


the only idea i have so far is to basically add the new triangle to an OT 
every time it's called. This is somewhat hard because i don't know how OTs 
are organised. Okay so they're just pointing to a list of packets...but 
what are these packets anyway? what are they like 'inside'? 


please, i really need this info. 


i'm new to his yaroze thing so please do excuse me if i'm missing something 
out :-ը 


thanks for reading, 
angel sastre 


aka 
reboot / incognita 
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KkKKKKK 


please reply to ams50@bton.ac.uk as well as to the newsgroup 


i don't wanna miss any of your anwers ;-D 
KKKKKK 


—-MESSAGE FILE 14072 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000955 


——MESSAGE FILE 14073 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000956 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: triangles and things 

Date: Sat, 24 Oct 1998 20:19:30 GMT 

Organization: L4 Software 

Lines: 16 

Message-ID: <363335ff.23242122@205.149.189.29> 

References: <70t72iS$5iq2@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:299 scee.yaroze.pr 
ogramming.3d_graphics: 956 


Since you already have the 3 screen coordinates, you can draw 3 lines 
to connect them. 


Mario 


On Sat, 24 Oct 1998 19:38:25 -0700, "Angel Sastre" <ams50@bton.ac.uk> 
wrote: 


>hi! 

> 

>i'm trying to port my little 3dengine from dos to yaroze. But my 3dengine 
>heavily relies on a very simple 'draw_triangle ()' function, which I can't 
>seem to find on the yaroze libraries. 

> 

>[snip] 


—-MESSAGE FILE 14073 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000956 


——MESSAGE FILE 14074 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000957 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: triangles and things 

Date: Sat, 24 Oct 1998 23:58:04 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <70tm90S5iq3@chuka.playstation.co.uk> 

References: <70t72i$5iq2@chuka.playstation.co.uk> <363335ff.23242122@205.149.189.29> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:300 scee.yaroze.pr 
ogramming.3d_graphics: 957 


>Since you already have the 3 screen coordinates, you can draw 3 lines 
>to connect them. 


err yes but i need them textured and all that. 
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—-MESSAGE FILE 14074 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000957 


—-MESSAGE FILE 14075 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000958 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Voxels 

Date: Sun, 25 Oct 1998 00:02:37 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <70tmhuS5Sigq4@chuka.playstation.co.uk> 

References: <35CEF045.CF2ECD6@nospam.easynet.co.uk> <O1lbdc404$57cb5aa0S$f2e832a2@gbai 
n.wav.scee.sony.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


mind you that if you want to intersect a ray against a heightmap it's not 
precisely fast...the sort of thing yaroze wouldn't be very good at. 


or maybe you could just use all the polygon power in it and draw all the 
voxels in the field of vision from front to back. I suppose it's worth a 
try :-) 


regards, 


angel sastre 
aka 
reboot / incognita 


—-MESSAGE FILE 14075 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000958 


——MESSAGE FILE 14076 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000959 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <titan@vianet.on.ca> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: triangles and things 

Date: Sat, 24 Oct 1998 18:55:31 -0400 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <70t18uSdnq15@scea> 

References: <70t72iS5iq2@chuka.playstation.co.uk> <363335ff.23242122@205.149.189.29> 
NNTP-Posting-Host: sud-tcsl-port27.vianet.on.ca 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:301 scee.yaroze.pr 
ogramming.3d_graphics: 959 


Use the GsLINE function from the Yazore libraries... It's decribed on page 
41 of the green book.. 


Mario Perdue wrote in message <363335ff.23242122@205.149.189.29>... 
>Since you already have the 3 screen coordinates, you can draw 3 lines 
>to connect them. 

> 

>Mario 

> 

>On Sat, 24 Oct 1998 19:38:25 -0700, "Angel Sastre" <ams50@bton.ac.uk> 
>wrote: 

> 

>>hi! 

>> 

>>i'm trying to port my little 3dengine from dos to yaroze. But my 3dengine 
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>>heavily relies on a very simple 'draw_triangle ()' function, which I can't 
>>seem to find on the yaroze libraries. 

>> 

>>[snip] 

> 


-—-MESSAGE FILE 14076 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000959 


--MESSAGE FILE 14077 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000960 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: inside Ordering Tables 

Date: Sun, 25 Oct 1998 03:22:37 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:424 scea.yaroze.pr 
ogramming.3d_graphics:302 scee.yaroze.programming.2d_graphics:668 scee.yaroze.progra 
mming.3d_graphics: 960 


hi! 


this is a question regarding how ordering tables work. It seems that a bit 
of information is given on the green book but not as much as one would like. 


By reading the green book I understand that: 
-An ordering table is just an array of GsOT_TAG 
-A GsOT_TAG is a structure made up by: 

unsigned p : 24 

unsigned char num : 8 
the book says p is the OT ring pointer..... what is an OT ring pointer? it 
would seem that this is actually pointing to a list of packets, but I can't 
understand exactly how. 


the book doesn't even explain what num is, and it is certainly beyond me. 


could someone kindly explain with a bit more detail all these things? 


also don't forget: 

-How does it know how many packets there are in a given GsOT_TAG ? 

-Why the need to have different packets in different GSOT_TAG ? why just 
not shove them all to the same one. 


okay thanks a lot. 


angel sastre 
aka 
reboot / incognita 


—-MESSAGE FILE 14077 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000960 


——MESSAGE FILE 14078 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000961 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 00:21:29 -0500 
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Organization: Ed Federmeyer 

Lines: 58 

Message-ID: <70ubsd$dnql16@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:425 scea.yaroze.pr 
ogramming.3d_graphics:303 scee.yaroze.programming.2d_graphics:669 scee.yaroze.progra 
mming.3d_graphics: 961 


Angel Sastre wrote in message <70u292S$5iq5@chuka.playstation.co.uk>... 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would 
like. 


I think the biggest problem you are going to face is that the 'TMD' format 
is specced out (not the printed manuals, look in the Web page for the 

"file formats" document and get that (along with Adobe Acrobat, to read the 
-PDF format doc, if you don't already have Acrobat). 


You can then give these 'TMD' format objects to the Yaroze library and it 
will translate all the coords and all that and create "packets" that gets 
put into the Ordering Tables.... You can use DOS/Macintosh tools to 
create "TMD" format objects or you can create the TMD objects dynamically 
at runtime for fine control over the TMD, and to deform it in real-time. 


The "Packets" are the actual hardware drawing commands that tell the 
GPU to draw your primitives (triangles, lines, whatever) into the frame 
buffer. 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! էՀ) 


So, even if you do all your own coord conversions, it's kinda all for 
nothing, 
since you can't directly create the drawing commands (packets). 


Now, if someone can please tell me I'm wrong and point us to a solution, 
that would be very cool! :-) 


>also don't forget: 

>-How does it know how many packets there are in a given GsOT_TAG ? 

>-Why the need to have different packets in different GSOT_TAG ? why just 
>not shove them all to the same one. 


I think "one OT_TAG" equals "one packet", and are used by the library 
routines 

to keep the primitives sorted properly. The packets themselves are created 
into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

define that space, the *average* size of a packet is 24 bytes, but simpler 
primitives (single color lines) are smaller than complex ones (shaded, 
textured 

quads for example). I'm guessing that the final "draw" of the OT actually 
goes 

through the PACKET area and makes all those packets presentable to the 

GPU and tells the GPU to actually get to work on the packets. 


(Again, corrections are very welcome! :-) 
EdF 


-—-MESSAGE FILE 14078 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000961 
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--MESSAGE FILE 14079 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000962 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Progress Report RSdANIM (next version) 

Date: Sun, 25 Oct 1998 16:19:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <36334F94.5B04003Béhinge.mistral.co.uk> 

References: <362B2737.1031ADFB@hinge.mistral.co.uk> <362DCB26.B3ED93F1@hinge.mistral 
-co.uk> 

NNTP-Posting-Host: d2-s46-140-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


And another update on what's happening..... shout out when folks think I've done 
enough 
to justify a new release...... 


[25/10/98] 
o Fixed some stuff in the RSD file saving (didn't handle all the poly types I'd 
added to the 


TMD saver [21/10/98] - now it does). 
o Added new Point Lighting function (Tools->Point Lighting). (Uses vertex 
colouring) 
Usage: 
Select ONE vertex. This is where the light will be focused. 


Open the Point Lighting dialog from the tools menu. 
Set the colour of the point lightsource, and it's size. 
This will static light a model (embedding the lighting information into the 
TMD file). 
There is almost no overhead for doing this, so have as many lights as you want 
(use it for 
static scenery lighting such as street lights or wall torches). 


Still to come: 

- Transparent Polygon insertion lighting (better effects than you can get with 
vertex colouring). 

- Static flat lighting. 


Craig. 


—-MESSAGE FILE 14079 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000962 


——MESSAGE FILE 14080 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000963 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 17:34:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 68 

Message-ID: <70vk76S5iq6@chuka.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsdS$dnq1l6@scea> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:426 scea.yaroze.pr 
ogramming.3d_graphics:304 scee.yaroze.programming.2d_graphics:670 scee.yaroze.progra 
mming.3d_graphics: 963 


hi! 


yeah, i know you can do dynamic TMDs, but since i am trying to port an 
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already-done 3dengine this doesn't fit in very well. I suppose lots of 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! էՀ) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 


angel sastre 
aka 
reboot / incognita 


ams50@bton.ac.uk 
rbt00@hotmail.com 


—-MESSAGE FILE 14080 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000963 


——MESSAGE FILE 14081 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000964 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: mperdue@l4software.com (Mario Perdue) 
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Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 18:19:31 GMT 

Organization: L4 Software 

Lines: 30 

Message-ID: <36346a9b.10414852@205.149.189.29> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: firewall-ext-.hrtc.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:427 scea.yaroze.pr 
ogramming.3d_graphics:305 scee.yaroze.programming.2d_graphics:671 scee.yaroze.progra 
mming.3d_graphics: 964 


On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 
wrote: 


>hi! 

> 

>this is a question regarding how ordering tables work. It seems that a bit 
>of information is given on the green book but not as much as one would like. 
> 

>By reading the green book I understand that: 

> 

>-An ordering table is just an array of GsOT_TAG 

>-A GsOT_TAG is a structure made up by: 


> unsigned p : 24 

> unsigned char num : 8 

> 

>the book says p is the OT ring pointer..... what is an OT ring pointer? it 


>would seem that this is actually pointing to a list of packets, but I can't 
>understand exactly how. 


My book says that p is the least significant 24 bits of a pointer to 
the next item in the list (OxFFFFFF is the end of the list). 


>the book doesn't even explain what num is, and it is certainly beyond me. 


Again, my book says that num is the number of words in the current GPU 
packet. 


That should answer your other questions. 


Mario 
—-MESSAGE FILE 14081 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000964 


—-MESSAGE FILE 14082 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000965 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "THE DJINN" <ghost909@yahoo.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3d objects 

Date: Sun, 25 Oct 1998 14:43:56 -0500 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <70vvn2Seegl@scea> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: resnet192-20.resnet.buffalo.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOle: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:428 scea.yaroze.pr 
ogramming.3d_graphics:306 scee.yaroze.programming.2d_graphics:672 scee.yaroze.progra 
mming.3d_graphics: 965 


hi, 
i was wondering if anyone can help, 
most times when i make a 3d object in 3d-studios max and convert it to ps 
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format, it comes out transparent or something, it seems like some faces of 
the polygons are see through, 
any sugestions???? 


thanks, 
DJINN 


—-MESSAGE FILE 14082 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000965 


——MESSAGE FILE 14083 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000966 

Path: chuka.playstation.co.uk!news 

From: Brian West <bweut98@hv.se> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Modelling 

Date: Sun, 25 Oct 1998 21:30:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36338A48.20E8D59B@hv.se> 

References: <362B0D97.570C5BD1@bristol.ac.uk> 
Reply-To: bweut98@hv.se 

NNTP-Posting-Host: saratoga.hv.se 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (X11; I; SunOS 5.6 sun4u) 


TEJ Madams wrote: 


> I'm just a poor impoverished student and I can't shell out loads of 
> money for a 'proper' modelling package, are there any good shareware 
> one's around? 

Truespace verl is given away free every so often on magazine 
coverdisks 


—-MESSAGE FILE 14083 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000966 


——MESSAGE FILE 14084 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000967 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Sun, 25 Oct 1998 21:52:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36339D87.1C574F04@cthullu.freeserve.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:429 scea.yaroze.pr 
ogramming.3d_graphics:308 scee.yaroze.programming.2d_graphics:673 scee.yaroze.progra 
mming.3d_graphics: 967 


THE DJINN wrote: 


hi, 

i was wondering if anyone can help, 

most times when i make a 3d object in 3d-studios max and convert it to ps 
format, it comes out transparent or something, it seems like some faces of 
the polygons are see through, 

any sugestions???? 


VV VV V V V 
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> thanks, 
> DJINN 


Good old 3DS MAX is cack handed i.e. you need to specify -back on the dxf2rsd 
conversion (or whatever). This will put the normals the correct way around 
and so make the back face culling routines in the 3d libraries work correctly, 
so you will see only the correct polygons. 


Good luck 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 14084 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000967 


—--MESSAGE FILE 14085 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000968 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Sun, 25 Oct 1998 21:55:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <36339E45.A4A5493E@cthullu. freeserve.co.uk> 

References: <70u292S$5iq5@chuka.playstation.co.uk> <36346a9b.10414852@205.149.189.29> 
NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:430 scea.yaroze.pr 
ogramming.3d_graphics:309 scee.yaroze.programming.2d_graphics:674 scee.yaroze.progra 
mming.3d_graphics: 968 


Mario Perdue wrote: 


>would seem that this is actually pointing to a list of packets, but I can't 
>understand exactly how. 


> On Sun, 25 Oct 1998 03:22:37 -0800, "Angel Sastre" <ams50@bton.ac.uk> 

> wrote: 

> 

> >hi! 

>> 

> >this is a question regarding how ordering tables work. It seems that a bit 
> >of information is given on the green book but not as much as one would like. 
>> 

> >By reading the green book I understand that: 

>> 

> >-An ordering table is just an array of GsOT_TAG 

> >-A GsOT_TAG is a structure made up by: 

>> unsigned p : 24 

>> unsigned char num : 8 

>> 

> >the book says p is the OT ring pointer..... what is an OT ring pointer? it 

> 

> 


The OT_TAG structure (which is equivalent to a long), is a linked list of GPU 
packets to draw e.g. it is the display list for the playstation to process and 
draw into the draw buffer. 


It is a linked list so that the drawing ordering can be determined e.g. 
back-front for z-ordering. 
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As it happens each entry in the ordering table (read that as a z value) can have 
multiple entries and the packets get linked to each other to preserve the linked 
list nature. 


Hope this helps, not sure what you can do with this information except try to 
play around. 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 14085 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000968 


—--MESSAGE FILE 14086 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000969 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: triangles and things 

Date: Sun, 25 Oct 1998 21:59:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36339F34.1DC8CAB0@cthullu. freeserve.co.uk> 

References: <70t72iS$5iq2@chuka.playstation.co.uk> <363335ff.23242122@205.149.189.29> 
<70tm90$5iq3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 62.172.80.243 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:310 scee.yaroze.pr 
ogramming.3d_graphics: 969 


Angel Sastre wrote: 


> >Since you already have the 3 screen coordinates, you can draw 3 lines 
> >to connect them. 

> 

> err yes but i need them textured and all that. 


Then you are going to have to make them into TMD format at run-time and 
let the libraries do all the conversions for you ! 


Enjoy 


Jake Turner : Token Rocket Scientist 


Practive VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 14086 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000969 


—-MESSAGE FILE 14087 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000970 

Path: chuka.playstation.co.uk!news 

From: "Robert Swan" <yod1l0@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 


Net Yaroze newsgroups message dump.txt Page 9476 


scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: 25 Oct 1998 23:23:56 GMT 

Organization: UUNET 

Lines: 30 

Message-ID: <01be006e$44248840Sbc4f95cl1l@default> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnq1l6@scea> 
NNTP-Posting-Host: userm646.uk.uudial.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:431 scea.yaroze.pr 
ogramming.3d_graphics:311 scee.yaroze.programming.2d_graphics:675 scee.yaroze.progra 
mming.3d_graphics:970 


rsl108@mdx.ac.uk 
www.netyaroze-europe.com/~middex2 


Ed Federmeyer <fedeedw@charlie.cns.iit.edu> wrote in article 
<70ubsdS$dnql6@scea>... 

> The big "problem" is that the format of the packets is not 
disclosed by 

> Sony. Apparently, its even a big pain for "Pro" developers... 
> products!! =) 

> 

> So, even if you do all your own coord conversions, it's kinda all 
fort 

> nothing, 

> since you can't directly create the drawing commands (packets). 


I thought this was discussed sort of earlier. If we want to we can 
hack apart what goes into the otable and simply work out each 
primitive. (I mean, it isnt hard to work out what goes into drawing a 
line?) There are other issues, such as messing around with the 
workbase reference thingy (!) which would lead to corruption of 
packets if you added your own primitives to the otable then did some 
GsSorting or the other way around. Im working on something nice for 
James' demo competition, so Ill see if I can get around it (seeing as 
if I cant I cant do what I want) 


Robert Swan 

rs108@mdx.ac.uk 

~middex2 

—-MESSAGE FILE 14087 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000970 


--MESSAGE FILE 14088 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000971 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Mon, 26 Oct 1998 08:28:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <363432C1.1B179BlA@scee.sony.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:432 scea.yaroze.pr 
ogramming.3d_graphics:312 scee.yaroze.programming.2d_graphics:676 scee.yaroze.progra 
mming.3d_graphics:971 


There's a whole lot of into about this in the Yaroze Programming FAQ. 

On the SCEE website, go to New Members, then click on the link to see the FAQ. 
You don't really need to know how they work, but the explanation is there to 
help you better determine the size of the OT that you need. 
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Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


You are so complex that you don't always respond to danger. 
—-MESSAGE FILE 14088 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000971 


——MESSAGE FILE 14089 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000972 

Path: chuka.playstation.co.uk!news 

From: 2bad@lineone.net (Tanvir Khan) 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d objects 

Date: Mon, 26 Oct 1998 18:10:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <3634bb05.4605867@news.playstation.co.uk> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70vvn2Seegl@scea> 
NNTP-Posting-Host: host5-99-46-34.btinternet.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:433 scea.yaroze.pr 
ogramming.3d_graphics:314 scee.yaroze.programming.2d_graphics:677 scee.yaroze.progra 
mming.3d_graphics:972 


On Sun, 25 Oct 1998 14:43:56 -0500, "THE DJINN" <ghost909@yahoo.com> 
wrote: 


>hi, 

>i was wondering if anyone can help, 

>most times when i make a 3d object in 3d-studios max and convert it to ps 
>format, it comes out transparent or something, it seems like some faces of 
>the polygons are see through, 

>any sugestions???? 

> 

>thanks, 

>DJINN 

> 


Hi, 


In DXF2RSDW, choose 'Back-face' or 'Double' in the 'Polygon 
attribute'. 


BTW Djinn means a being made of smokeless fire, does it not? 
Safe! 


Tanvir Khan 
Emag Design 


2bad@lineone.net 


—-MESSAGE FILE 14089 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000972 


—-MESSAGE FILE 14090 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000973 

Path: chuka.playstation.co.uk!news 

From: Chris Chadwick <x jk18@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Tue, 27 Oct 1998 00:26:52 -0800 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 76 

Message-ID: <363583CC.FC3@dial.pipex.com> 

References: <70u292S$5iq5@chuka.playstation.co.uk> <70ubsd$dnql6@scea> <70vk76S5iq6@c 
huka.playstation.co.uk> 

NNTP-Posting-Host: usero378.uk.uudial.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:434 scea.yaroze.pr 
ogramming.3d_graphics:315 scee.yaroze.programming.2d_graphics:680 scee.yaroze.progra 
mming.3d_graphics: 973 


Angel Sastre wrote: 
hi! 
yeah, i know you can do dynamic TMDs, but since i am trying to port an 


already-done 3dengine this doesn't fit in very well. I suppose lots of 
people out there have the same problem. 


>The big "problem" is that the format of the packets is not disclosed by 
>Sony. Apparently, its even a big pain for "Pro" developers to get this 
>"packet" format. (Something I'll never fully understand, coming from a 
>device driver background where chipmakers fall all overthemselvs to 
>give you all the info you need to make thier chips work with your 
>products!! էՀ) 


yes, that's what you'd expect. Anyhow, with a little experimentation you 
should be able to tell how the packets are made up. 


>I think "one OT_TAG" equals "one packet", and are used by the library 
>routines 

>to keep the primitives sorted properly. The packets themselves are created 
>into the PACKET area, (hence you'll see PACKETMAX*24 often used to 

>define that space, the *average* size of a packet is 24 bytes, but simpler 
>primitives (single color lines) are smaller than complex ones (shaded, 
>textured 

>quads for example). 


i'm not quite sure about that...one TAG is one mark on the OT table, going 
along the Z axis. That means that the Z coordinate of the packet must 
determine the tag to which it goes to. 


>I'm guessing that the final "draw" of the OT actually 

>goes 

>through the PACKET area and makes all those packets presentable to the 
>GPU and tells the GPU to actually get to work on the packets. 


i agree with you on that one. but how exactly are the packets traversed? it 
seems that all the info should be in the gs_OT tag...yet i can't find it. 


yesterday night i tried sorting a single sprite into the OT and then looking 
at the gpu packet area. 9 words (32 bit) were added to it. 

The first one I haven't got any idea what the hell it does, the second one 
contained the RGB brightness and a code (0x2C), the third one contained the 
x,y for the first point (16 bit words), etc. If you change these x,y 
coordinates you will actually see how one corner of the sprite moves around 
(tried it), meaning that the info is correct. 


it's all there and it all makes sense. maybe if a couple people were 
interested in this, we could get together and share what we know, 
investigate further and so on. it can't be that hard, and since we aren't 
even touching the gpu, etc. there isn't a reason for sony to get annoyed at 
us (i hope). 


after all, the psx-emulators people surely have this info. 
okay so if there's anybody interested please mail me. 
angel sastre 


aka 
reboot / incognita 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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> 
> ams50@bton.ac.uk 
> rbt00@hotmail.com 


I think the guy you should be talking to is Scott Evans ( Mr CodeMasters :) 
He's put together a natty primitives library which he let me look at 

a couple of months ago. It lets you individually sort in *every* primitive 
the GPU supports, using a familiar GsSort??? function call. I guess this 
would be ideal if you're wanting to do your own 3D engine! 


Scott did say he was going to put the lib on his homepage but he's been 
kinda quiet on the NY scene lately - too busy at work, I guess! 


Cheers, 


-Chris 
--MESSAGE FILE 14090 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000973 


——MESSAGE FILE 14091 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000974 

Path: chuka.playstation.co.uk!news 

From: Steve <stever@tw2.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: dynamic tmds yet again 

Date: Tue, 27 Oct 1998 09:43:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <363595B7.920A19D0@tw2.com> 
NNTP-Posting-Host: gate-isdn.tw2.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=big5 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win98; I) 
X-Accept—-Language: en 


Sorry to have to dredge this subject back up again, but I'm looking for 
some docs that someone (stuart ashley?) wrote ages ago on dynamic tmd 
creation. 


I remember reading it, it had bits of code in and was pretty much what i 
need for my current project. but i can't seem to find it now i need it. 


any one know where i can get a copy still? 
or if not anyone know of any other info on this subject? 


cheers 

steve 

—-MESSAGE FILE 14091 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000974 


--MESSAGE FILE 14092 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000975 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@revolution.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Useful web address for 3D modelling packages 

Date: Tue, 27 Oct 1998 12:54:55 +0000 

Organization: Revolution Software 

Lines: 12 

Message-ID: <3635C29F.6864733A@revolution.co.uk> 

Reply-To: jaket@revolution.co.uk 

NNTP-Posting-Host: 194.205.71.251 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (WinNT; I) 


Enjoy this report from the USA. Getting a bit old now, but still worth 
a read. 
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http://www.calhoun.cc.al.us/VITS/overview/VR%200verviews20Report .HTM 


Jake Turner 


Token Rocket Scientist 


Revolution Software, www.revolution.co.uk 


Practice VI it may save your life one day 
—-MESSAGE FILE 14092 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000975 


--MESSAGE FILE 14093 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000976 

Path: chuka.playstation.co.uk!news 

From: "Angel Sastre" <ams50@bton.ac.uk> 

scee.yaroze.programming.3d_graphics 


Newsgroups: 


Subject: Re: 


Date: Tue, 


27 


Organization: 


Lines: 18 
Message-ID: 
References: 


OT data 


Oct 1998 03:19:23 -0800 
PlayStation Net Yaroze (SCEE) 


<714ti6S$fj61@chuka.playstation.co.uk> 
<333be9ec.5444352@news.playstation.co.uk> <333cabbd.23507432@news.playst 


ation.co.uk> 
NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>>Cam I place straight primitive data (e.g. poly_g3) into the gsOT table 
>>and still use gsDrawOT ok? I'd rather not use TMD data for all my 
Currently, it doesn't like me doing my own polygons... 


>>stuff... 
> 


>Scratch that. Problem solved. Something to do with where my buffers 


>were :-| 


really? 


can you then please enlighten us as to how it's done? 


thanks. 


reb. 


—-MESSAGE FILE 14093 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000976 


——MESSAGE FILE 14094 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000977 

Path: chuka.pl 
From: "Angel Sastre" <ams50@bton.ac.uk> 


Newsgroups: 


laystation.co.uk!news 


pl 


laystation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 


e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 
Subject: how to: download psyq executables to the psx 


Date: Tue, 


27 


Organization: 


Lines: 18 
Message-ID: 


Hi 


Oct 1998 17:47:59 -0800 
PlayStation Net Yaroze (SCEE) 


<7158bkS$f£362@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.83.127.74 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:179 scee.yaroze.progr 
amming.2d_graphics:682 scee.yaroze.programming.3d_graphics:977 scee.yaroze.programmi 
ng.codewarrior:378 scee.yaroze.programming.gnu_compiler:259 
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I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


if so...can I have them? :-D 


thanks, 


angel. 


—-MESSAGE FILE 14094 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000977 


——MESSAGE FILE 14095 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000978 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 09:26:53 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <3636E35D.91F7A5BF@hinge.mistral.co.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:180 scee.yaroze.progr 
amming.2d_graphics:683 scee.yaroze.programming.3d_graphics:978 scee.yaroze.programmi 
ng.codewarrior:379 scee.yaroze.programming.gnu_compiler:260 


Angel Sastre wrote: 
Hi 


I've come across a few psyq executables which I would like to run, but I 
can't download them to the playstation neither with siocons or the utility 
which came with codewarrior. Is there a dedicated utility which will do 
this? is there a program which will convert the psyq executable into a net 
yaroze one so that I may download it with siocons? 


VV V V V V V 


Naughty Naughty. 


> 
> 
> 1f so...can I have them? :-D 


No. 

> thanks, 

> 

> angel. 

Craig. 

—-MESSAGE FILE 14095 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000978 


—-MESSAGE FILE 14096 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00000979 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Wed, 28 Oct 1998 17:16:42 +0000 

Organization: University of Brighton 

Lines: 16 

Message-ID: <3637517A.3D08@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.81.200.30 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:181 scee.yaroze.progr 
amming.2d_graphics:684 scee.yaroze.programming.3d_graphics:979 scee.yaroze.programmi 
ng.codewarrior:381 scee.yaroze.programming.gnu_compiler:261 


Sheesh Ank - I'd have thought you'd know better. But to go posting it 
here AS WELL! Man oh man... 


Oh and by the way; I hope you've read that mail I sent you re: password 
(i.e. mine) since SCEE are onto you! (I got a phonecall from Kerry who 
wondered why my e-mail address was suddenly ams50 instead of bjd3...) 


Later, 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14096 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000979 


——MESSAGE FILE 14097 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000980 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: dynamic tmds yet again 

Date: Thu, 29 Oct 1998 11:07:15 -0000 

Organization: SCEE 

Lines: 20 

Message-ID: <MPG.109faeb8bf865939989681@www.netyaroze-europe. com> 
References: <363595B7.920A19D0@tw2.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: MicroPlanet Gravity v2.10 


In article <363595B7.920A19D0@tw2.com>, stever@tw2.com says... 


> Sorry to have to dredge this subject back up again, but I'm looking for 

> some docs that someone (stuart ashley?) wrote ages ago on dynamic tmd 

> creation. 

> 

> I remember reading it, it had bits of code in and was pretty much what i 
> need for my current project. but i can't seem to find it now i need it. 
> 

> any one know where i can get a copy still? 

> 

> or if not anyone know of any other info on this subject? 

> 

> cheers 

> steve 

> 


Check under 3D in the "game demos" area on the website. The file is 
maketmd.zip. 
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George 
—-MESSAGE FILE 14097 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000980 


——MESSAGE FILE 14098 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000981 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scea.yaroze.programming.2d_graphics, scea.yaroze.programming.3d_graphics, 
scee.yaroze.programming.2d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: inside Ordering Tables 

Date: Thu, 29 Oct 1998 17:44:50 +0000 

Organization: The Hex Heroes 

Lines: 19 

Message-ID: <3638A992.C404380A@writeme.com> 

References: <70u292S5iq5@chuka.playstation.co.uk> <70ubsd$dnq1l6@scea> 
NNTP-Posting-Host: huldra.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4m) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.2d_graphics:436 scea.yaroze.pr 
ogramming.3d_graphics:319 scee.yaroze.programming.2d_graphics:687 scee.yaroze.progra 
mming.3d_graphics: 981 


Ed Federmeyer wrote: 


The big "problem" is that the format of the packets is not disclosed by 
Sony. Apparently, its even a big pain for "Pro" developers to get this 
"packet" format. (Something I'll never fully understand, coming from a 
device driver background where chipmakers fall all overthemselvs to 
give you all the info you need to make thier chips work with your 
products!! =) 


VV NV V V V 


I think they're cautious (over-cautious) about keeping everything compatible 
with future driver revisions. Since OTs are generated by the GsSort commands, 
there is this insulating layer between the programmer and the hardware 
execution level. Its a bit of a shame, because it's fairly obvious that a lot 
of CPU time is being leaked when replicating the structures, but I guess that's 
the reason... 


James (~mrfrosty) 


—-MESSAGE FILE 14098 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000981 


——MESSAGE FILE 14099 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000982 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: how to: download psyq executables to the psx 

Date: Thu, 29 Oct 1998 18:11:10 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3638F60E.DBB0745F@datasys.net> 

References: <7158bkS$fj62@chuka.playstation.co.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 157.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:182 scee.yaroze.progr 
amming.2d_graphics:688 scee.yaroze.programming.3d_graphics:982 scee.yaroze.programmi 
ng.codewarrior:382 scee.yaroze.programming.gnu_compiler:262 
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Angel Sastre wrote: 


> 

> Hi 

> 

> I've come across a few psyq executables which I would like to run, but I 

> can't download them to the playstation neither with siocons or the utility 
> which came with codewarrior. Is there a dedicated utility which will do 

> this? is there a program which will convert the psyq executable into a net 
> yaroze one so that I may download it with siocons? 

> 

> if so...can I have them? :-D 

> 

dre Ko VAy Ay A Ay Ay Ay Av Ay Ay Ay Ay Pa Ay Fy Fa pia s a asus ss You nut. You must be one of those 


younger newbies, not quite knowing what you are implicating when you 
post. You aren't even supose to have psyq executables unless they are in 
a game you just bought. So unless you are a professional developer, you 
got them from a underground site. 


To answer your question, psyq executables will only run on a net yaroze 
system if it leaves everything below 0x80090000 alone. 99% of all psyq 
executables load there program into this region, so that when you try to 
upload them they accidently overwrite the program that is currently 
running and the system crashes. Think about it. The net yaroze system 
will run psyq programs, just not the ones that you want it to run. 


Now, think before you post something like this again. This is the 
official Net Yaroze development discussion area, not the Underground PSX 
hacking Q&A newsgroup. 


'Darco 


9484 


--MESSAGE FILE 14099 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00000982 


——MESSAGE FILE 14100 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00000983 
Path: chuka.playstation.co.uk!news 
From: Tones <caz.tones@mcmail.com> 


Newsgroups: playstation.ny.program.questions,scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 


gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:26:21 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 50 

Message-ID: <363A04CD.EQOEA3EBA@mcmail.com> 
References: <7158bkS$fj62@chuka.playstation.co.uk> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 
NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 


Content-Type: multipart/alternative; boundary=" 8D9689B42D542775C3A465D7" 


X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Xref: chuka.playstation.co.uk playstation.ny.program.questions:183 scee.yaroze.progr 
amming.2d_graphics:689 scee.yaroze.programming.3d_graphics:983 scee.yaroze.programmi 


ng.codewarrior:385 scee.yaroze.programming.gnu_compiler:263 


8D9689B42D542775C3A465D7 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

Dear sir, 


RE: Possible possession of illegal executables 


We would like you to return your access card and PS libraries..... 


You will probably know the rest of this Angel by the time you read it. I hope 
you're not into all of this underground crap - I for one am DEAD AGAINST any 
form of piracy, which is what this would constitute. Anyone who has any sense 
would know that PsyQ exe's, as stated by BJ, are only in the possession of 
licensed developers - which we are not. If you obtained these knowing this, 
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then I hope you lose your membership....... 
Asshole. 


Tones 
Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 


8D9689B42D542775C3A465D7 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
<I>Dear sir,</I> 


<P><B><I><U>RE: Possible possession of illegal executables</U></I></B> 
<P><I>We would like you to return your access card and PS libraries..... </I><I></I> 


<P>You will probably know the rest of this Angel by the time you read it.&nbsp; 
I hope you're not into all of this underground crap - I for one am DEAD 
AGAINST any form of piracy, which is what this would constitute. Anyone 

who has any sense would know that PsyQ exe's, as stated by BJ, are only 

in the possession of licensed developers - which we are not.é&nbsp; If you 
obtained these knowing this, then I hope you lose your membership....... 


<P>Asshole. 


<P>Tones 
<BR>Usually very timid, BUT NOT IN THIS CASE..... Grrrr! 
<BR>é&nbsp; </HTML> 


8D9689B42D542775C3A465D7—-- 


—-MESSAGE FILE 14100 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000983 


——MESSAGE FILE 14101 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000984 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 18:28:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <363A0531.141600E5@mcmail.com> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
Reply-To: boltonto@geest.REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.203 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:184 scee.yaroze.progr 
amming.2d_graphics:690 scee.yaroze.programming.3d_graphics:984 scee.yaroze.programmi 
ng.codewarrior:386 scee.yaroze.programming.gnu_compiler:264 


> exe's, as stated by BJ, are only in the possession of licensed 

> developers - which we are not. If you obtained these knowing this, 
> then I hope you lose your membership....... 
> 
> 


Ooops, sorry Darco - you were the one who said about licensed 
developers...Sorry! 


Cheers 


Tones 
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-—-MESSAGE FILE 14101 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000984 


—-MESSAGE FILE 14102 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000985 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Fri, 30 Oct 1998 16:19:20 -0500 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <363A2D58.967A47AD@datasys.net> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 343.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:185 scee.yaroze.progr 
amming.2d_graphics:691 scee.yaroze.programming.3d_graphics:985 scee.yaroze.programmi 
ng.codewarrior:387 scee.yaroze.programming.gnu_compiler:265 


Tones wrote: 


> 

> Ooops, sorry Darco - you were the one who said about licensed 
> developers...Sorry! 

> 


For this you will pay dearly. ;) 


"Darco 
-—-MESSAGE FILE 14102 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000985 


——MESSAGE FILE 14103 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000986 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sat, 31 Oct 1998 12:53:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <71f0vtSdrd2@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: asn4-244.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:186 scee.yaroze.progr 
amming.2d_graphics:694 scee.yaroze.programming.3d_graphics:986 scee.yaroze.programmi 
ng.codewarrior:388 scee.yaroze.programming.gnu_compiler:266 


Darco wrote in message <363A2D58.967A47AD@datasys.net>... 
>Tones wrote: 


>> 

>> Ooops, sorry Darco - you were the one who said about licensed 
>> developers...Sorry! 

>> 

> 


>For this you will pay dearly. ;) 
> 
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>'Darco 


Hehe! 
Tones 7) 


—-MESSAGE FILE 14103 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000986 


—--MESSAGE FILE 14104 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000987 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Push me! 

Date: Sun, 01 Nov 1998 20:09:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 
Message-ID: <363CBFF3.5A67B9B5@ndirect.co.uk> 
NNTP-Posting-Host: th-usr02-26.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Maybe I'm being a little thick here, but I don't get the PushMatrix and 
PopMatrix functions. The Library Reference says "PushMatrix evacuates 
the rotation matrix to the stack", but which rotation matrix? 
PushMatrix/PopMatrix take no arguments and this leaves me a little 
confused. I've also noticed that some of the Matrix functions say that 
"the rotation matrix is fragmented" - whatever that means. I'm guessing 
that the two things are related, and that PushMatrix and PopMatrix are 
used to save and restore the rotation matrix which gets "fragmented". 

Am I right? Either way, could someone explain. 


Thanks, 


Herbs 


—-MESSAGE FILE 14104 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000987 


——MESSAGE FILE 14105 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000988 

Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Push me! 

Date: Sun, 01 Nov 1998 21:42:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <363CD5D5.2B1A46F9@cthullu.freeserve.co.uk> 
References: <363CBFF3.5A67B9B5@ndirect.co.uk> 
NNTP-Posting-Host: 212.56.112.150 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Alex Herbert wrote: 


Maybe I'm being a little thick here, but I don't get the PushMatrix and 
PopMatrix functions. The Library Reference says "PushMatrix evacuates 
the rotation matrix to the stack", but which rotation matrix? 
PushMatrix/PopMatrix take no arguments and this leaves me a little 
confused. I've also noticed that some of the Matrix functions say that 
"the rotation matrix is fragmented" - whatever that means. I'm guessing 
that the two things are related, and that PushMatrix and PopMatrix are 


VV VV V V V 
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> used to save and restore the rotation matrix which gets "fragmented". 
> Am I right? Either way, could someone explain. 


> 


Good old Japanese corruption of the English language ! 


pushmatrix, popmatrix are just like in OpenGL where you can save the current 
rotation & translation matrix. So on NY you can push/pop the current GTE 
rotation matrix onto a putative stack (the scratch pad if I remember 


correctly). 

The fragmented is a polite way of saying destroyed. So you are correct you 
can use push/pop matrix to save and restore the rotation matrix before/after 
the functions that corrupt the rotation matrix. 

The "rotation" matrix means the currently set GTE matrix that is used for 
all the hardware 3D co-ordinate transformations (matrix multiplications). 


I hope this helps. 


Jake Turner : Token Rocket Scientist 


Practice VI it may save your life one day 


Home e-mail: jaket@cthullu.freeserve.co.uk 
Work e-mail: jaket@revolution.co.uk 


—-MESSAGE FILE 14105 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000988 


—-MESSAGE FILE 14106 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000989 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Push me! 

Date: Mon, 02 Nov 1998 09:49:16 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <363D801C.F8B35EE7@hinge.mistral.co.uk> 

References: <363CBFF3.5A67B9B5@ndirect.co.uk> <363CD5D5.2B1A46F9@cthullu.freeserve.c 
o.uk> 

NNTP-Posting-Host: dl-s44-76-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Jake Turner wrote: 


> The fragmented is a polite way of saying destroyed. So you are correct you 
> can use push/pop matrix to save and restore the rotation matrix before/after 
> the functions that corrupt the rotation matrix. 


The only problem being of course that the NY doesn't have any supportfor 
directly using the current GTE matrix setup without loading a new one. 
So it's a tad pointless.... 


> Jake Turner : Token Rocket Scientist 


Craig. 


—-MESSAGE FILE 14106 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000989 
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——MESSAGE FILE 14107 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000990 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 11:49:32 +0000 

Organization: University of Brighton 

Lines: 11 

Message-ID: <363D9C4C.3974@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail .com> 
NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:187 scee.yaroze.progr 
amming.2d_graphics:698 scee.yaroze.programming.3d_graphics:990 scee.yaroze.programmi 
ng.codewarrior:389 scee.yaroze.programming.gnu_compiler:267 


Oh be nice to poor Angel - he is Spanish after all. 


*patronising Prunella Scales voice* "He's from Barcelona!!!" 
Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14107 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000990 


——MESSAGE FILE 14108 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000991 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:00:32 +0000 

Organization: University of Brighton 

Lines: 14 

Message-ID: <363D9EE0.4684@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:188 scee.yaroze.progr 
amming.2d_graphics:699 scee.yaroze.programming.3d_graphics:991 scee.yaroze.programmi 
ng.codewarrior:391 scee.yaroze.programming.gnu_compiler:268 


BJ wrote: 

> 

> Oh be nice to poor Angel - he is Spanish after all. 
> 


> *patronising Prunella Scales voice* "He's from Barcelona!!!" 


SORRY! MADRID! I know that to accuse a Spaniard of being a Catalan when 
he is not is a major insult, so sorry mate... չ-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 
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http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14108 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000991 


——MESSAGE FILE 14109 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000992 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:08:06 +0000 

Organization: University of Brighton 

Lines: 9 

Message-ID: <363DA0A6.1703@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:189 scee.yaroze.progr 
amming.2d_graphics:700 scee.yaroze.programming.3d_graphics:992 scee.yaroze.programmi 
ng.codewarrior:392 scee.yaroze.programming.gnu_compiler:269 


Hang on! I did know that anyway! 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14109 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000992 


——MESSAGE FILE 14110 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000993 

Path: chuka.playstation.co.uk!news 

From: BJ <b jd3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 12:13:12 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363DA1D8.6A0@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> 

NNTP-Posting-Host: itsuite35.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:190 scee.yaroze.progr 
amming.2d_graphics:701 scee.yaroze.programming.3d_graphics:993 scee.yaroze.programmi 
ng.codewarrior:393 scee.yaroze.programming.gnu_compiler:270 


okay i'm using ben's account to reply. 


I never said i downloaded psyq executables, hell i didn't even know what 
they were. 


so there. 


so if you want to ban people out of the world then ban the underground 
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people not me. 


yeah and real madrid rools europe. 


> *Ben's comment* - Juve were robbed! 
—-MESSAGE FILE 14110 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000993 


——MESSAGE FILE 14111 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000994 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:05:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <363DAE21.A8A7A839@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3A0531.141600E5@mcmail.com> <363A2D58.967A47AD@datasys.net> <363DA0A6.1703@bton.ac.u 
k> 

Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:191 scee.yaroze.progr 
amming.2d_graphics:702 scee.yaroze.programming.3d_graphics:994 scee.yaroze.programmi 
ng.codewarrior:394 scee.yaroze.programming.gnu_compiler:271 


BJ wrote: 


> Hang on! I did know that anyway! 
> 
> Ben :-) 


Sorry Ben, no offence intended.... 
Cheers 
Tones 8) 


—-MESSAGE FILE 14111 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000994 


——MESSAGE FILE 14112 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000995 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 13:18:53 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <363DB13D.12B9188@mcmail.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:192 scee.yaroze.progr 


Net Yaroze newsgroups message dump.txt Page 9492 


amming.2d_graphics:703 scee.yaroze.programming.3d_graphics:995 scee.yaroze.programmi 
ng.codewarrior:395 scee.yaroze.programming.gnu_compiler:272 


BJ wrote: 
> okay i'm using ben's account to reply. 
I'll assume this is you, Angel... 


> I never said i downloaded psyq executables, hell i didn't even know what 
> they were. 


Then you should have said that in your initial posting... 


> so there. 
No need for that..... 


> so if you want to ban people out of the world then ban the underground 
> people not me. 
> 


That is correct. Don't get me wrong, I have no intention on picking on 
anyone, but in all of the years I have been involved in this industry, only 
one thing get's up my nose more than anything else, and that is piracy. 

Your posting implied that you had obtained the PsyQ exe's via 
"unconventional' means, and for that, I blasted you. Forgive me if this was 
not the case.... 


Obviously, the very reason we all use the Yaroze (99% anyway) is to get a 
foothold into the industry we all so dearly love, but if Sony were to feel 
that die-hard gamers were using their tool for more malicious intent, then I 
fear they could either pull the plug (which incidentally I seriously doubt - 
they need us as much as we need them) or maybe reconsider future projects of 
a Similar nature. Even though this posting isn't strictly about piracy, you 
must remember one thing. Piracy effects the industry and those who work in 
it - so one day, when you are sat at your desk in a games company 
programming away (or whatever), the pirates out there are taking your 


> yeah and real madrid rools europe. 


On this, I'll digress..... ! :)I hope this is the end of this posting - I 
never meant it to flare up in this way - just be a little more careful with 
what you post in future.... 


Cheers! 


Tones 8) 
"Minds are like parachutes - they only work when they're open.' 


—-MESSAGE FILE 14112 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000995 


——MESSAGE FILE 14113 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000996 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 17:28:23 +0000 

Organization: University of Brighton 

Lines: 34 

Message-ID: <363DEBB7.14FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> 

NNTP-Posting-Host: itsuite60.it.bton.ac.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:193 scee.yaroze.progr 
amming.2d_graphics:704 scee.yaroze.programming.3d_graphics:996 scee.yaroze.programmi 
ng.codewarrior:396 scee.yaroze.programming.gnu_compiler:273 


I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. In fact, I'm pretty sure it is 
about as illegal as downloading a shareware utility. The fact that Angel 
was trying to use it on his NY is academic. 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 
Ben չ-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14113 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000996 


--MESSAGE FILE 14114 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000997 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:01:39 +0000 

Organization: DMA Design Ltd 

Lines: 21 

Message-ID: <363DF383.765Bédma-—design.com> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

Reply-To: brian@dma-design.com 

NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:194 scee.yaroze.progr 
amming.2d_graphics:705 scee.yaroze.programming.3d_graphics:997 scee.yaroze.programmi 
ng.codewarrior:397 scee.yaroze.programming.gnu_compiler:274 


BJD3 wrote: 
> 


> Now don't get me wrong - I'm not condoning piracy; I just feel that 
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Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘'mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


Brian @ DMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
-—-MESSAGE FILE 14114 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000997 


—--MESSAGE FILE 14115 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000998 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 18:29:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <363DFA06.D723BBD@ndirect.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> 

NNTP-Posting-Host: th-usr00-46.ndirect.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:195 scee.yaroze.progr 
amming.2d_graphics:706 scee.yaroze.programming.3d_graphics:998 scee.yaroze.programmi 
ng.codewarrior:398 scee.yaroze.programming.gnu_compiler:275 


BJD3 wrote: 
I feel I ought to share my opinion on this little debate: 
(This is really Ben now...) 


Angel didn't get the PsyQs via illegal means - they were created by 
(admittedly) underground PS programmers. These are folks who've gotten 
hold of the PsyQ dev. kit via unconventional means. So these people are 
the ones comitting piracy - not Angel. Simply downloading a PsyQ exe 
that somebody else made is not piracy. 


VVVVVVV VV 


That's like saying stealing is illegal, but receiving stolen goods is ok. 


> In fact, I'm pretty sure it is 
> about as illegal as downloading a shareware utility. The fact that Angel 
> was trying to use it on his NY is academic. 


Illegal or not, it's certainly against the spirit of the NY project. 
Now don't get me wrong - I'm not condoning piracy; I just feel that 


Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 


V V V V V V 
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These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


V V V V V 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff you 
Sony". You can't sit on the fence. If you want to keep your development 
licence, you have to respect Sony and play by the rules. 


Maybe we could all try to just be friends. 
Anyway, there's my two-bob. 
Ben չ-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 


VVVVVVVVVV VV 


Herbs 


—-MESSAGE FILE 14115 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000998 


——MESSAGE FILE 14116 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00000999 

Path: chuka.playstation.co.uk!news 

From: "Tones" <caz.tones@cwmail.com> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 2 Nov 1998 22:23:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 
Message-ID: <711b41S9iv5@chuka.playstation.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: asnl6-58.mcmail.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:196 scee.yaroze.progr 
amming.2d_graphics:708 scee.yaroze.programming.3d_graphics:999 scee.yaroze.programmi 
ng.codewarrior:399 scee.yaroze.programming.gnu_compiler:276 


Thanks guys, 


BJ - I know you mean well, but I doubt very much your arguments would stand 
up in front of everyone who works in the industry. 


I wasn't picking on Angel specifically - I was using him to get my point 
across. Sure, he pi**ed me off in his first post, because at the time it 
came across as though HE was the 'pirate-or' (or whatever). 


However, whether he got hold of the exe's through himself or by others, the 
fact of the matter is that he is in possession of something he shouldn't be. 
This goes for everyone in the same boat. Talking of piracy, take a look at 
the letter in the latest issue of PSM (Official Playstation Magazine) - if 
you cross the line you can be sure they WILL find out. 


Either way, I am sure you will catch my drift - as Brian Baird@DMA 
illustrates above, pirater's and their like really get on the industries 
thingymejigs. 


Let this be a lesson to those who might try, and an end to this debate - I'm 
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finding it tedious explaining the intricacies 'o' the law..... 


Tones 8) 
Feeling particularly vicious tonight...... 


-—-MESSAGE FILE 14116 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00000999 


—--MESSAGE FILE 14117 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001000 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: 2 Nov 1998 22:21:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <slrn73scke.i3e.tjs@longford.cs.monash.edu.au> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:197 scee.yaroze.progr 
amming.2d_graphics:709 scee.yaroze.programming.3d_graphics:1000 scee.yaroze.programm 
ing.codewarrior:400 scee.yaroze.programming.gnu_compiler:277 


On Mon, 02 Nov 1998 18:01:39 +0000, Brian Baird <brian@dma-design.com> wrote: 


>"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
>surely? They may be developing games, they may be swapping their own 
>sources - but all their development tools are pirated. 


I'd disagree. A number of people seem to have the pirated PsyQ tools, which 
is just plain wrong, but a lot more seem to have built gcc cross compilers. 

I don't think there's any way that that can be illegal. The question of 
libraries is a more delicate one, but again I think there are probably people 
out there who aren't using the libraries either. 


I guess if they're producing PsyQ executables, though, the question of which 
category they fall into is rather academic] 

Toby. 

—-MESSAGE FILE 14117 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001000 


—-MESSAGE FILE 14118 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001001 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Mon, 02 Nov 1998 23:56:39 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <363E46B6. 930FF336@hinge.mistral.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:198 scee.yaroze.progr 
amming.2d_graphics:710 scee.yaroze.programming.3d_graphics:1001 scee.yaroze.programm 
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ing.codewarrior:401 scee.yaroze.programming.gnu_compiler:278 


Brian Baird wrote: 
BJD3 wrote: 


Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


Craig @ Intelligent Video Games Ltd. 


—-MESSAGE FILE 14118 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001001 


——MESSAGE FILE 14119 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001002 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:43:07 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363EEC4B. 6B98@bton.ac.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EQOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bédma-—design.com> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:199 scee.yaroze.progr 
amming.2d_graphics:714 scee.yaroze.programming.3d_graphics:1002 scee.yaroze.programm 
ing.codewarrior:402 scee.yaroze.programming.gnu_compiler:279 


> "Acquired unofficially"? Acquired *illegally* is what you meant to 
> say, surely? 


Yes, yes. That is what I *meant* to say... 


The point is, owning a PsyQ exe somebody else created is completely 
legal....surely? 


Ben ;-) 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
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— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14119 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001002 


—-MESSAGE FILE 14120 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001003 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 11:54:21 +0000 

Organization: University of Brighton 

Lines: 33 

Message-ID: <363EEEED.3F98@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> 
NNTP-Posting-Host: itsuite45.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:200 scee.yaroze.progr 
amming.2d_graphics:715 scee.yaroze.programming.3d_graphics:1003 scee.yaroze.programm 
ing.codewarrior:403 scee.yaroze.programming.gnu_compiler:280 


> That's like saying stealing is illegal, but receiving stolen goods 
> is ok. 


No, it's like stealing a program is illegal, but receiving a document 
*created* with that program is OK. Come on, don't twist words. 


> Illegal or not, it's certainly against the spirit of the NY project. 


I agree. I'm not doing it, and I have no intention of ever doing it. 


But choices have to be made. Buy a dev kit (pro or NY) from Sony and 
co-opperate with them, or go down the unofficial route and say "stuff 
you Sony". You can't sit on the fence. If you want to keep your 
development licence, you have to respect Sony and play by the rules. 


V V V v 


True. But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... (Unless 
you get into the issue over the Sony libraries...in which case it's not 
so clear; but then Angel hasn't got the PsyQ libraries; just the 
executable.) 


Pah. 
Ben ;-) 


N.B — Whilst I defend Angel's actions, I can wholely agree with Sony's 
position. Please don't tell me I don't... 


Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14120 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001003 


--MESSAGE FILE 14121 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001004 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@mcmail.com> 
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Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The end!!! 

Date: Tue, 03 Nov 1998 14:09:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <363F0E87.4350FB4Bécwcom.net> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 
Reply-To: boltonto@geest .REMOVETHIS.co.uk 

NNTP-Posting-Host: 193.82.133.213 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" 14F80148A2F91BFCF7FF6A6F" 
X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:201 scee.yaroze.progr 
amming.2d_graphics:716 scee.yaroze.programming.3d_graphics:1004 scee.yaroze.programm 
ing.codewarrior:404 scee.yaroze.programming.gnu_compiler:281 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


BJ wrote: 
But I only raised the issue because people were hounding Angel for 
doing something which strictly speaking, isn't really illegal... 


Hi BJ, 


Don't forget one thing - you were one of the people to kick it off, 
remember! 


Right, not this IS the end of this posting. 
Cheers BJ, and no offence intended... 


Tones 8) 


14F80148A2F 91BFCF7FF 6A6F 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
é&nbsp; 


<P>BJ wrote: 
<BR><I>But I only raised the issue because people were hounding Angel for</I> 
<BR><I>doing something which strictly speaking, isn't really illegal...</I><I></I> 


<P>Hi BJ, 


<P>Don't forget one thing - you were one of the people to kick it off, 
remember! 


<P>Right, not this IS the end of this posting. 


<P>Cheers BJ, and no offence intended... 


<P>Tones 8) 
<BR>é&nbsp; </HTML> 


14E80148A2F 91BFCF7FF6A6F-—- 


—-MESSAGE FILE 14121 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001004 
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--MESSAGE FILE 14122 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001005 

Path: chuka.playstation.co.uk!news 

From: BJD3 <BJUD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: The End: 'Crusade'....(unnecessary follow-up) 

Date: Tue, 03 Nov 1998 15:06:16 +0000 

Organization: University of Brighton 

Lines: 12 

Message-ID: <363F1BE8.71FD@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F0E87.4350FB4Beécwcom.net> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:202 scee.yaroze.progr 
amming.2d_graphics:717 scee.yaroze.programming.3d_graphics:1005 scee.yaroze.programm 
ing.codewarrior:405 scee.yaroze.programming.gnu_compiler:282 


Cheers matey. 


(Was that pointless? But admit it - you're relieved you don't have to 
swing your handbag any more...) 


Ben ;-) 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
- Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14122 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001005 


——MESSAGE FILE 14123 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001006 

Path: chuka.playstation.co.uk!news 

From: AMS50 <AMS50@bton.ac.uk> 

Newsgroups: playstation.ny.program.questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 15:38:21 +0000 

Organization: University of Brighton 

Lines: 15 

Message-ID: <363F236D.7A27@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

NNTP-Posting-Host: itsuitel05.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:203 scee.yaroze.progr 
amming.2d_graphics:718 scee.yaroze.programming.3d_graphics:1006 scee.yaroze.programm 
ing.codewarrior:406 scee.yaroze.programming.gnu_compiler:283 


> so clear; but then Angel hasn't got the PsyQ libraries; just the 
> executable.) 


[i'm angel. okay i'm using ben's account because my password seems to 
be somewhere in spain - i hope you'll excuse me while I get it posted 
back to me] 
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no no and no. i didn't download any executables. i just saw them and 
wondered what they were. very innocent, really. 


hey ben you're not helping me very well :-D 


angel. 
—-MESSAGE FILE 14123 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001006 


——MESSAGE FILE 14124 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001007 

Path: chuka.playstation.co.uk!news 

From: BJ <BJD3@bton.ac.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 03 Nov 1998 18:06:06 +0000 

Organization: University of Brighton 

Lines: 13 

Message-ID: <363F460E.2E1@bton.ac.uk> 

References: <7158bkS$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> <363F236D.7A27@bton.ac.uk> 

NNTP-Posting-Host: itsuitel131.it.bton.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.03Gold (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:204 scee.yaroze.progr 
amming.2d_graphics:719 scee.yaroze.programming.3d_graphics:1007 scee.yaroze.programm 
ing.codewarrior:407 scee.yaroze.programming.gnu_compiler:284 


> hey ben you're not helping me very well :-D 


Well those who play with fire...I thought you *did* have the 
exe's...sheesh...I'm opting for Tones' suggestion and dropping this 
subject... 


Ben :-/ 
Screw you guys; I'm going home. Talking poo is where I draw the line. 
— Cartman 


http://www.netyaroze-europe.com/~bjdarlow - Ben's Yaroze Homepage 
http://ituser.it.bton.ac.uk/student/bjd3/ - Ben's Brighton Uni Page 

—-MESSAGE FILE 14124 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001007 


--MESSAGE FILE 14125 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001008 

Path: chuka.playstation.co.uk!news 

From: Patrik Buckau <pb@hajtech.se> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Direct-X5 + sp4 

Date: Sun, 08 Nov 1998 18:54:08 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <3645DACO.C290BB98@hajtech.se> 
NNTP-Posting-Host: du83-246.ppp.algonet.se 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


As stated before in this group one needs to apply a hack/patch to NT4 
(direct-X 5 compliance) in order to run RSD Anim. Has anyone tried to 
apply the hack to an NT4 with SP4 and does it work? Is there a similar 


Net Yaroze newsgroups message dump.txt Page 9502 
hack for Direct-X6 for NT somewhere out there? 
/Patrik 


—-MESSAGE FILE 14125 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001008 


—-MESSAGE FILE 14126 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001009 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Direct-X5 + sp4 

Date: Mon, 09 Nov 1998 09:26:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3646B53A.E6F5E3B2@hinge.mistral.co.uk> 
References: <3645DACO.C290BB98@hajtech.se> 
NNTP-Posting-Host: d2-s45-139-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Patrik Buckau wrote: 


As stated before in this group one needs to apply a hack/patch to NT4 

(direct-X 5 compliance) in order to run RSD Anim. Has anyone tried to 

apply the hack to an NT4 with SP4 and does it work? Is there a similar 
hack for Direct-X6 for NT somewhere out there? 


M A ACO OM 


It's called NT5 ;) 

No seriously, I don't know of one (I don't actually use NT myself). 
> /Patrik 

Craig. (Mr RsdANIM) 


--MESSAGE FILE 14126 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001009 


——MESSAGE FILE 14127 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001010 

Path: chuka.playstation.co.uk!news 

From: "Radouan Khechane" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Direct-X5 + sp4 

Date: Wed, 11 Nov 1998 15:28:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <72cad5$2am2@chuka.playstation.co.uk> 

References: <3645DAC0O.C290BB98@hajtech.se> <3646B53A.E6F5E3B2@hinge.mistral.co.uk> 
NNTP-Posting-Host: vil-19.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Craig Graham wrote in message <3646B53A.E6F5E3B2@hinge.mistral.co.uk>... 
> 

> 

>Patrik Buckau wrote: 

> 

>> As stated before in this group one needs to apply a hack/patch to NT4 
>> (direct-X 5 compliance) in order to run RSD Anim. Has anyone tried to 
>> apply the hack to an NT4 with SP4 and does it work? Is there a similar 
>> hack for Direct-X6é for NT somewhere out there? 

> 

>It's called NT5 ;) 
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Actually it's called Windows 2000 ;-) 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


—-MESSAGE FILE 14127 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001010 


——MESSAGE FILE 14128 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001011 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Gerrit Goossen <gerrit@funnytown.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: gteMIMefunc & me: One of ստ is wrong 

Date: Wed, 11 Nov 1998 16:22:56 -0500 

Organization: SCEA News Server 

Lines: 53 

Message-ID: <364A002A. 62D2@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1011 scea.yaroze.p 
rogramming.3d_graphics: 322 


Wow, it's been a while since I posted a request for flames (ie. stupid 
question) in the newsgroups here, but I figured it's about time to get 
back in the game! 


Recently RSDAnim was giving me headaches, so I wrote a tool to convert 
BVH motion capture data (as exported by MetaCreations Poser 3.0) to 
MIMe. (It's actually not quite as simple as just "exporting" but that's 
the basic idea.) 


While working on some code to play the animations as sequences in a game 
I've been working on, I ran into problems using "fractional" MIMe 
frames. In short: 


gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, ONE); 


works as expected and converts a buncha vertices to the next frame of 
animation. (Looks slick too!) But for some reason unknown to me: 


gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 

gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 

gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 

gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
theData->vertexCount, (ONE / 4)); 


does NOT produce the same result?! They way I'm reading the 
documentation, this should do the exact same thing (just four times 
slower). Instead the result is a "mutated" version of where the vertices 
should be. (Does NOT look slick.) 


- Is this a problem with gteMIMefunc? (Not that there could possibly be 
bugs in the library!) 


- Could this a problem with the PSX's fixed-point math? (Inaccuracies 
building up to a high level of nastiness?) My models are around 500 
"units' in width/height, but there isn't any easy way for me to make 'em 
bigger. 


- Could I possibly be doing anything wrong to that would break the 
second version?!?! The couple lines above are the only ones I changed to 
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break the code. 

As always, thanks for any help :) 

- Gerrit 


PS - Normally I wouldn't care, but it seems like such a waste to even 

use MIMe data if you can't have interpolated frames. After all, each 

MIMe frame is the same size as a carbon copy of the vertices anyway, ya 

know? 

—-MESSAGE FILE 14128 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001011 


--MESSAGE FILE 14129 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001012 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: gteMIMefunc & me: One of us is wrong 

Date: Thu, 12 Nov 1998 10:25:24 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <364AB794.6D1077CD@scee.sony.co.uk> 

References: <364A002A. 62D2@funnytown. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1012 scea.yaroze.p 
rogramming.3d_graphics:323 


Gerrit Goossen wrote: 

> 

> gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
> theData->vertexCount, ONE); 


The first argument is both input and output. It is the 'origin' of the vertex, and t 
he second arg is 

the difference between the origin and the destination. The function multiplies the d 
ifference by the 

last arg, divides by ONE and adds it to the origin. To get the desired output, I wou 
ld copy the 

original to a separate buffer before use (D-Cache is fine if it's small enough to fi 
t into 1K). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
—-MESSAGE FILE 14129 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001012 


——MESSAGE FILE 14130 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001013 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc & me: One of us is wrong 

Date: Thu, 12 Nov 1998 16:09:35 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <364B083F.68AD8B97@hinge.mistral.co.uk> 

References: <364A002A.62D2@funnytown.com> <364AB794.6D1077CD@scee.sony.co.uk> 
NNTP-Posting-Host: d2-s16-110-telehouse.mistral.co.uk 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1013 scea.yaroze.p 
rogramming.3d_graphics:324 


James Russell wrote: 


Gerrit Goossen wrote: 
> 
> gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 


> 
> 
> 
> > theData->vertexCount, ONE); 

> 

> The first argument is both input and output. It is the 'origin' of the vertex, and 
the second arg is 

> the difference between the origin and the destination. The function multiplies the 
difference by the 

> last arg, divides by ONE and adds it to the origin. To get the desired output, I w 
ould copy the 

> original to a separate buffer before use (D-Cache is fine if it's small enough to 
fit into 1K). 


That doesn't sound like it's the reason it's not working though. 


Here's what RSdANIM does: 

1) takes the distance source to dest for all vertices (key to key) (==deltas) 

2) multiplies the delta's by ONE 

) divides the delta's by the number of video frames to run over 

) divides the delta's by a small p scaler (starts at one) 

) if any resulting delta's are >32767 or <-32767 then increase p by one and repeat 
Ë 


The result you get is MIMe data that you can make "number of video frames" repeated 
calls 

to gteMIMefund() with to get the animation of that linear segment to spread over n f 
rames. 

I assume that's what Gerrit's trying to achieve by dividing the p scaler by 4 and do 
ing repeated 

calls to gteMIMefunc() - that should work by the way, RsdANIMlib does that and it wo 
rks 

a treat. 


I reckon that Gerrit using ONE as a p scaler is far to big and accounts for the prob 
lem 

— there's some math error going on in what should be the fractional part of the del 

ta 

information (the GTE is prone to errors in the fractional component). So what he act 

ually 

should do is scale his delta array up as far as possible without overflowing the +/- 
32767 

that you can get in a signed short and reduce the p scaler accordingly (multipy all 

delta's 

by 10, divide p scaler by 10 seems a good starting point). 


> James 
Say thankyou Master ;) 
Craig. 


—-MESSAGE FILE 14130 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001013 


--MESSAGE FILE 14131 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001014 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
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Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: gteMIMefunc 

Date: Thu, 12 Nov 1998 18:23:13 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 13 

Message-ID: <364B2791.9D438B61@scee.sony.co.uk> 

References: <364A002A.62D2@funnytown.com> <364AB794.6D1077CD@scee.sony.co.uk> ՀՅ6480 
83F.68AD8B97@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1014 scea.yaroze.p 
rogramming.3d_graphics:325 


Why not just use gteMIMEfunc with a variable 'p'? Of course, this means that you hav 
e to copy the 
original input verts every time, which is less than efficient, but it would mean tha 
t you don't lose 

the accuracy. But I don't know if this is compatible with RSDAnimlib, which I haven' 
t used before. 


Cheers, 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


My lucky color just faded. 
-—-MESSAGE FILE 14131 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001014 


——MESSAGE FILE 14132 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001015 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc 

Date: Thu, 12 Nov 1998 19:35:31 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <364B3883.107B7F6F@hinge.mistral.co.uk> 

References: <364A002A.62D2@funnytown.com> <364AB794.6D1077CD@scee.sony.co.uk> ՀՅ6480 
83F.68AD8B97@hinge.mistral.co.uk> <364B2791.9D438B61@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s4-36-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1015 scea.yaroze.p 
rogramming.3d_graphics: 326 


James Russell wrote: 


> Why not just use gteMIMEfunc with a variable 'p'? Of course, this means that you h 
ave to copy the 
> original input verts every time, which is less than efficient, but it would mean t 
hat you don't lose 

> the accuracy. But I don't know if this is compatible with RSDAnimlib, which I have 
n't used before 


Way to slow (esp. if you want to animate a few large models) - I've got some figures 
somewherefor the 

Dino demo's model done both ways (cann't put my hand on them right now). The differa 

nce 

is noticable (shows up easily in the number օք Hsyncs the frame takes to setup - cou 
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ld probably 

get that down with a fast asm memcopy crafted for max thoughput and not caring about 
a few bytes 

overrun). 

RsdANIM only copies the vertices on reset (at the end օք a sequence). 


You could do a block scheme (next version of RsdANIM uses that) and make multiple ca 
lls to 

gteMIMefunc() for a single frame (cuts down on null additions, faster than doing a w 
hole vertex 

block at one throw when only a subset are moving), as that would reduce the amount o 
f data 

you reset each time. 
The method I described earlier works just as well though (better in fact, as it does 
n't distort in 

practise and you don't have to copy the vertex array each frame). 


> James 
Craig. 


-—-MESSAGE FILE 14132 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001015 


--MESSAGE FILE 14133 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001016 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: gteMIMefunc & me: One of ստ is wrong 

Date: Fri, 13 Nov 1998 00:43:52 -0500 

Organization: SCEA News Server 

Lines: 61 

Message-ID: <364BC70E.75A7@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


James wrote: 


>Gerrit Goossen wrote: 


>> 

>> gteMIMefunc (theAnimation->workVertexArray, theData->mimeArray, 
>> theData->vertexCount, ONE); 

> 


>The first argument is both input and output. It is the 'origin' of the 
>vertex, and the second arg is the difference between the origin and the 
>destination. The function multiplies the difference by the last arg, 
>divides by ONE and adds it to the origin. 


Those assumptions are *exactly* why I expected my code to work! If I'm 
adding 1/4 of a vector to each vertex, and I do it four times, it should 
be the same as adding the full vector once. 


Craig wrote: 


>I reckon that Gerrit using ONE as a p scaler is far to big and accounts 
>for the problem 

>- there's some math error going on in what should be the fractional 
>part of the delta information (the GTE is prone to errors in the 
>fractional component). So what he actually should do is scale his delta 
>array up as far as possible without overflowing the +/- 32767 
>that you can get in a signed short and reduce the p scaler accordingly 
>(multipy all delta's by 10, divide p scaler by 10 seems a good starting 
>point). 


As I read this I began to remember what hope felt like... The problem 
really does look like a math error (vertices that don't move much, move 
to far and vice versa), so I quickly whipped in a "multiply by 8" to the 
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tool I'm using to generate the MIMe and tried it out: No luck. The 
results look exactly the same as before! (It animates correctly with a 
Single gteMIMefunc, but "mutates" with multiple calls in a row.) 


Just for thoroughness I tried scaling the vectors by 16 and had the same 
results as well... 


James later wrote: 


>Why not just use gteMIMEfunc with a variable 'p'? Of course, this means 
>that you have to copy the original input verts every time, which is 
>less than efficient, but it would mean that you don't lose the 
>accuracy. 


It's what I'll end up doing if I can't figure this out, but curiosity 
has kicked in: I don't believe I'm doing anything wrong, but I'm getting 
the wrong results... These kinda things bug me! 


>But I don't know if this is compatible with RSDAnimlib, which 
>I haven't used before. 


I'm not using RSDAnim or RSDAnimlib... It's hard to gauge if I had more 
or less trouble when I was trying to though չ՞) 


Anyway, just a long-shot idea on where the problem might be: Is there 
any chance that making repeated requests to the GTE to perform 
operations on the same data could be the problem? (Does the GTE que 
requests like the GPU?) 


— Gerrit 


—-MESSAGE FILE 14133 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001016 


—-MESSAGE FILE 14134 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001017 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc & me: One of us is wrong 
Date: Fri, 13 Nov 1998 08:17:04 +0000 
Organization: Sony Computer Entertainment Europe 
Lines: 28 

Message-ID: <364BEBO0.60652EE5@scee.sony.co.uk> 
References: <364BC70E.75A7@funnytown. com> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Gerrit Goossen wrote: 

> 

> Is there any chance that making repeated requests to the GTE to perform 
> operations on the same data could be the problem? (Does the GTE que 

> requests like the GPU?) 


Nope. 


Try experimenting with known values, for a single vector and see if you get the 
lts you expect. 


1.6. 


SVECTOR inOut = ( 100,0,0,0}; 
SVECTOR delta = { 50,0,0,0 }; 


for(i = 0; i < 4; ՀՀՀ) ( 
gteMIMefunc(&inOut, &delta, 1, 4096/4}; 
printf("X val 54 = %d\n",i,inOut.vx) ; 


resu 
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== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Talk is cheap because Supply exceeds Demand. 
—-MESSAGE FILE 14134 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001017 


--MESSAGE FILE 14135 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001018 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: gteMIMefunc & me: One of us is wrong - Solution! 
Date: Fri, 13 Nov 1998 20:18:19 -0500 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <364CDA56.3465@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


James wrote: 


>Gerrit Goossen wrote: 

>> 

>> Is there any chance that making repeated requests to the GTE to perform 
>> operations on the same data could be the problem? (Does the GTE que 

>> requests like the GPU?) 

> 

>Nope. 


It was worth a shot! 


>Try experimenting with known values, for a single vector and see if you >get the re 
sults you expect. 


I tried this, and determined that not matter what value was being 
translated (0, 1, a vertex coord, etc..) the result was getting thrown 
off... When using the MIMe array my tool generated. 


I thought about this and I think Craig had the right idea when he 
suggested scaling the differential vectors up, but unfortunately that 
wasn't helping this case because the actual difference between vertices 
in frames was too small! (The models are on the small side, and some of 
the motions are subtle.) 


So I made the models bigger :) 


I scaled all the models up 4 times, added a scale-down factor to the 
local-to-screen matrix just before calling GsSortObject4() and the 
problem has disappeared. (I believe it's actually still happening, but 
the effects aren't noticeable.) 


Thanks to James and Craig for the help and giving me plenty to think 
about! Hope this information is useful to someone else out there... 


- Gerrit 
—-MESSAGE FILE 14135 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001018 


——MESSAGE FILE 14136 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001019 

Path: chuka.playstation.co.uk!news 

From: Ian Thompson <ianthompson@mantis94.freeserve.co.uk> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics,sce 
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e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Sun, 15 Nov 1998 14:43:11 +0000 

Organization: Mantis Software 

Lines: 40 

Message-ID: <364EE87F.BB55A768@mantis94.freeserve.co.uk> 

References: <7158bk$f£j62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DF383.765Bé@dma-design.com> <36 
3E46B6. 930FF336@hinge.mistral.co.uk> 

Reply-To: ianthompson@mantis94.freeserve.co.uk 

NNTP-Posting-Host: modem-5.argon.dialup.pol.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:205 scee.yaroze.progr 
amming.2d_graphics:737 scee.yaroze.programming.3d_graphics:1019 scee.yaroze.programm 
ing.codewarrior:414 scee.yaroze.programming.gnu_compiler:285 


Craig Graham wrote: 


Brian Baird wrote: 


BJD3 wrote: 
Now don't get me wrong - I'm not condoning piracy; I just feel that 
Angel has become a bit of a scapegoat for anti-piracy emotions. And 
that. 


Another thing; you are insinuating that these people are using PsyQ for 
‘mailcious intent' - now what exactly is malicious about writing games? 
These people are doing virtually the same as us - writing games for the 
PlayStation. The difference is, that these people are using source 
aquired unofficially, and are not being supported by Sony. They have the 
same goals as us, and are not evil or anything like that. 


VVVVVVVVV VV 


"Acquired unofficially"? Acquired *illegally* is what you meant to say, 
surely? They may be developing games, they may be swapping their own 
sources - but all their development tools are pirated. 


VVVVVVVVVVVVVV VV 


Actually, as PsyQ (SDEVTC) is GNU based, I doubt that anyone copyingthe 
compiler itself is breaking any law at all...... the librarys are a different 
matter of course...... and I've seen the debugger that is used (Caetla) and 
as an assembler debugger I've got to say it's better than the serial port 
stuff the yaroze uses..... 


> Brian @ DMA 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV 


Craig @ Intelligent Video Games Ltd. 


Caetla! 
Nothing to do with the PSX AR replacment ROM used by the hacks? 
IAN 


—-MESSAGE FILE 14136 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001019 


--MESSAGE FILE 14137 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001020 

Path: chuka.playstation.co.uk!news 

From: Jason Spreadborough <Js200@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSD Anim 

Date: Tue, 17 Nov 1998 14:09:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 14 

Message-ID: <36518387.7B2A0B3B@mdx.ac.uk> 
NNTP-Posting-Host: staff-dialup3.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Ive just figured out how to get a simple wa 


lking animation using RSD 


Anim, but when I play the animation on the 
bones appear to move in the correct directi 
all over the place. 


I dont get it. The animation works fine on 


Im using the example pgirl.rsd file and Ia 
binary file. 


Please help!!!!! 


Many thanks to any replys 


Playstation the animation 
on but the object distorts 


the PC. 


m saving the animation to a 


Page 9511 


—-MESSAGE FILE 14137 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001020 


——MESSAGE FILE 14138 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001021 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.c 
Newsgroups: scee.yaroze.programming.3d_grap 
Subject: Re: Polys. 

Date: Tue, 17 Nov 1998 15:33:42 +0000 
Organization: The Hex Heroes 

Lines: 33 

Message-ID: <36519756.B124753D@writeme.com> 


om> 
hics 


References: <3336FB55.644F@micronetics.com> <3337FC47.5593@interactive.sony.com> 


NNTP-Posting-Host: juno.dai.ed.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 


sceetech wrote: 


5.5.1 sun4u) 


If you try to modify the TMD while it is 

while calculations for the next frame are 
will crash. The only way to alter it woul 
and use this in later drawing. 


VVVYV 


Dynamic TMDs are the way forward! 


being drawn (drawing is done 
being carried out) the program 
d be to make a subdivided copy 


If you reconstruct all faces of the TMD and reload it each update, you can 


change the model (I think without double-bu 
about with the various parameters (vertex p 
use sensible pointers in your DTIMDs. 

I've been experimenting with both of these 

to be very stable. 


> 
> As for plotting a pixel, you can draw a 1 
> people want to plot pixels. 


Then not many people will reap jizzy partic 
for their programs :o) 
(Was there not a starfield in 2nd Offence, 


Arguments may rage over the merits of each, 
ways just begging for Vtime comparison... 
1) length 1 lines 

2) size 121 pixels 

3) clever use of Loadimage 


ffering it). You can also muck 
ositions, RGB values...) if you 


a fair amount - and found them 


ine of length one. Not many 


le, starfield or weather effects 
Jim?) 


but I'd suggest there are three 
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Anybody fancy getting some benchmarks? My money's on 2... 
James (~mrfrosty) 


—-MESSAGE FILE 14138 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001021 


—-MESSAGE FILE 14139 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001022 

Path: chuka.playstation.co.uk!news 

From: James Rutherford <hexheroes@writeme.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Polys. 

Date: Tue, 17 Nov 1998 15:35:39 +0000 

Organization: The Hex Heroes 

Lines: 41 
Message-ID: <365197CB.AC933A52@writeme.com> 

References: <3336FB55.644F@micronetics.com> <3337FC47.5593@interactive.sony.com> <36 
519756.B124753D@writeme. com> 

NNTP-Posting-Host: juno.dai.ed.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (X11; I; SunOS 5.5.1 sun4u) 


James Rutherford wrote: 
Doh! 


I hang my head in shame for replying to a year and a half old message - It all 
makes sense now! 
That'll teach me to learn to use this browser properly! 


sceetech wrote: 


If you try to modify the TMD while it is being drawn (drawing is done 
while calculations for the next frame are being carried out) the program 
will crash. The only way to alter it would be to make a subdivided copy 
and use this in later drawing. 


V V V V 


Dynamic TMDs are the way forward! 

If you reconstruct all faces of the TMD and reload it each update, you can 
change the model (I think without double-buffering it). You can also muck 
about with the various parameters (vertex positions, RGB values...) if you 
use sensible pointers in your DTMDs. 

I've been experimenting with both of these a fair amount - and found them 
to be very stable. 


> 
> As for plotting a pixel, you can draw a line of length one. Not many 
> people want to plot pixels. 


Then not many people will reap jizzy particle, starfield or weather effects 
for their programs :0) 
(Was there not a starfield in 2nd Offence, Jim?) 


Arguments may rage over the merits of each, but I'd suggest there are three 
ways just begging for Vtime comparison... 

1) length 1 lines 

2) size 121 pixels 

3) clever use of Loadimage 


Anybody fancy getting some benchmarks? My money's on 2... 


VVVVVVVVVVVV N N, NP O NV NP NP, NP N N NN N NNN NV VV V 


James (~mrfrosty) 
--MESSAGE FILE 14139 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001022 


——MESSAGE FILE 14140 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001023 
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Path: chuka.playstation.co.uk!news 

From: Jake Turner <jaket@cthullu.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Polys. 

Date: Wed, 18 Nov 1998 19:53:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <365325AE. 9F909F92@cthullu. freeserve.co.uk> 
References: <3336FB55.644F@micronetics.com> <3337FC47.5593@interactive.sony.com> <36 
519756.B124753D@writeme.com> 

NNTP-Posting-Host: modem—59.polonium.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


James Rutherford wrote: 
sceetech wrote: 


If you try to modify the TMD while it is being drawn (drawing is done 
while calculations for the next frame are being carried out) the program 
will crash. The only way to alter it would be to make a subdivided copy 
and use this in later drawing. 


V V V V 


Dynamic TMDs are the way forward! 

If you reconstruct all faces of the TMD and reload it each update, you can 
change the model (I think without double-buffering it). You can also muck 
about with the various parameters (vertex positions, RGB values...) if you 
use sensible pointers in your DTMDs. 

I've been experimenting with both of these a fair amount - and found them 
to be very stable. 


> 
> As for plotting a pixel, you can draw a line of length one. Not many 
> people want to plot pixels. 


Then not many people will reap jizzy particle, starfield or weather effects 
for their programs :0) 
(Was there not a starfield in 2nd Offence, Jim?) 


Arguments may rage over the merits of each, but I'd suggest there are three 
ways just begging for Vtime comparison... 

1) length 1 lines 

2) size 121 pixels 

3) clever use of Loadimage 


VVVVVVVVVVVV VV VV VV VV VV VV VV VV 


How about using MoveImage (should be much faster than LoadImage) 
Jake 


—-MESSAGE FILE 14140 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001023 


——MESSAGE FILE 14141 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001024 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Polys. 

Date: Thu, 19 Nov 1998 10:08:52 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 12 

Message-ID: <3653EE34.49D29503@scee.sony.co.uk> 

References: <3336FB55.644F@micronetics.com> <3337FC47.5593@interactive.sony.com> <36 
519756.B124753D@writeme.com> <365325AE.  9F909F92@cthullu.freeserve.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 
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Jake Turner wrote: 
> 
> How about using MoveImage (should be much faster than LoadImage) 


Surprisingly, it isn't. That is, it's faster when you're comparing a single MovelImag 
e to a single 
LoadImage. Performing this many times a frame may be slower in some respects. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Anything not nailed down is mine. Anything I can pry up is not nailed down. 
-—-MESSAGE FILE 14141 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001024 


—-MESSAGE FILE 14142 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001025 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3d world clipping 

Date: Fri, 20 Nov 1998 09:18:12 GMT 

Organization: Reichardt Informatik AG 

Lines: 32 

Message-ID: <36552f4a.6753350@news.playstation.co.uk> 

NNTP-Posting-Host: empty223.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Hello fellows, 


assume that I have a world with many polygons, too many to draw them all 
each frame. Most of them are, however, invisible (due to the camera 
position, direction, etc.). 


What are the possibilities to reduce the number of polygons to draw? For 
example, I could write a function that decides for each polygon (or 
complex object), whether it is visible or not. I can imagine different 
levels of precision (bounding boxes, etc.). But of course, to evaluate 
such a function for each object also costs time. 


Is it worth it? Or is it cheaper (regarding execution time) to just let 
the PlayStation draw each object? Surely there are existing algorithms 
for this problem. Can you recommend a book, where I can look them up? 


Say I have a landscape consisting of 10'000 x 10'000 small tiles. What 
algorithms exist to reduce the number of tiles to draw. I have the 
camera position (x, y, z), the direction and zoom factor (x, y, z). Each 
tile has a position (x, y, z) and bounding box/sphere. The visible part 
builds a slice of a sphere (don't know the correct math expression in 
english :). The algorithm would determine for each object, whether it 
intersects with this area. I could write this straight mathematically 
correct, but it would be too slow, I guess. So, what level of 
abstraction/optimization is advisable? 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 

And lines to code before I sleep, And lines to code before I sleep." 

—-MESSAGE FILE 14142 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001025 


—-MESSAGE FILE 14143 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001026 
Path: chuka.playstation.co.uk!news 
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From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d world clipping 

Date: Fri, 20 Nov 1998 11:33:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <733kaqSekm2@chuka.playstation.co.uk> 
References: <36552f4a.6753350@news.playstation.co.uk> 
NNTP-Posting-Host: modem-97.magnesium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Daniel Hartmeier wrote in message 
<36552f4a.6753350@news.playstation.co.uk>... 

>Hello fellows, 

> 

>assume that I have a world with many polygons, too many to draw them all 
>each frame. Most of them are, however, invisible (due to the camera 
>position, direction, etc.). 

> 

>What are the possibilities to reduce the number of polygons to draw? For 
>example, I could write a function that decides for each polygon (or 
>complex object), whether it is visible or not. I can imagine different 
>levels of precision (bounding boxes, etc.). But of course, to evaluate 
>such a function for each object also costs time. 


Ok here is what I'm doing at the mo' with a city project I'm doing 
The objects are depth cued for starters ie they are only inserted 
into the scene depending on overall distance from the camera 

at the same time as you've already calculated the distance I store 
2 or 3 objects TMD's so the actual model displayed is depth cued 
as well, the closer the more complex etc. 


> 

>Is it worth it? Or is it cheaper (regarding execution time) to just let 
>the PlayStation draw each object? Surely there are existing algorithms 
>for this problem. Can you recommend a book, where I can look them up? 


I messed around with only displaying objects depending on camera rotation 
but whether it was my code (prolly) or just not fast enough by comparison 
to the psx just drawing the lot is something you should muck around with 

I didnt find it faster (but then I'm not an authority on the subject :-) 
Books - look out for L.Ameeraal author...(i think i spelt it right) and the 
old 


fav foley and van dam but its to much work for my money :-) 
or maybe just a good maths book from your local library that 
you 
can just forget to take back 'GRIN' 


> 

>Say I have a landscape consisting of 10'000 x 10'000 small tiles. What 
>algorithms exist to reduce the number of tiles to draw. I have the 
>camera position (x, y, Z), the direction and zoom factor (x, y, 2). Each 
>tile has a position (x, y, z) and bounding box/sphere. The visible part 
>builds a slice of a sphere (don't know the correct math expression in 
>english :). The algorithm would determine for each object, whether it 
>intersects with this area. I could write this straight mathematically 
>correct, but it would be too slow, I guess. So, what level of 
>abstraction/optimization is advisable? 

> 


if you draw your landscape as you would a top down 2d game 

ie if your sprite BG based world was 10000 X10000 pixels or 
whatever you would only draw those left/right/up/down from the 
characters position that were visible on screen, ok but then you 
get distance probs like the horizon not being very far away but 
again your level of detail for the landscape comes into it. 

you could if you were using a mesh idea (for the landscape) 

miss out ever other vertice point so your polys are bigger 

this is again dependant of distance to the viewer. 
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>Regards, 

>—— 

>Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 
> 

>"The woods are lovely, dark and deep. But I have promises to keep, 
>And lines to code before I sleep, And lines to code before I sleep." 


Pete. 
(just confused myself but hoping it helps a little:-) 


—-MESSAGE FILE 14143 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001026 


—-MESSAGE FILE 14144 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001027 

Path: chuka.playstation.co.uk!news 

From: daniel@reichardt.ch (Daniel Hartmeier) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d world clipping 

Date: Fri, 20 Nov 1998 15:50:50 GMT 

Organization: Reichardt Informatik AG 

Lines: 49 

Message-ID: <36558cfa.19293212@news.playstation.co.uk> 

References: <36552f4a.6753350@news.playstation.co.uk> <733kaqS$ekm2@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: empty241.magnet.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


On Fri, 20 Nov 1998 11:33:25 -0000, "Peter Dollochan" 
<Peter.Dollochan@btinternet.com> wrote: 


Ok here is what I'm doing at the mo' with a city project I'm doing 
The objects are depth cued for starters ie they are only inserted 
into the scene depending on overall distance from the camera 

at the same time as you've already calculated the distance I store 
2 or 3 objects TMD's so the actual model displayed is depth cued 
as well, the closer the more complex etc. 


V V V V V V 


If I understand you correctly, you are describing a way to use several 
versions of the same model (with different complexity) depending on the 
distance to the camera. This is something I will have to do also, but my 
first question is, how can I determine efficiently whether an object is 
visible at all, whether it lies within the visible part of my world. 


For instance, my camera is at 0,0,0, looking into direction 1,1,0 with a 
certain projection distance (or zoom factor). Now, I have an object at 
-1,1,0 with a bounding sphere of radius 0.25. How do I best calculate, 
whether it is (partially) visible. I _do_ know the maths involved, I 
just don't know what optimizations I should make, in order to do it in 
reasonable time. What data structures are used, what lists do I 
maintain, etc. 


I messed around with only displaying objects depending on camera rotation 
but whether it was my code (prolly) or just not fast enough by comparison 
to the psx just drawing the lot is something you should muck around with 

I didnt find it faster (but then I'm not an authority on the subject :-) 
Books - look out for L.Ameeraal author...(i think i spelt it right) and the 
old fav foley and van dam but its to much work for my money ;-) 

or maybe just a good maths book from your local library that you 

can just forget to take back 'GRIN' 


> 
> 
> 
> 
> 
> 
> 
> 


I checked on Amazon and CLBooks today, but most of the 3d graphics 
related books cover the low-level algorithms, which the PlayStation 
already does on its own. What I need is advice on a little more abstract 
level. 
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> (just confused myself but hoping it helps a little:-) 


"Confidence is the feeling that you have before you understand the 
situation." :-) 


Regards, 
Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 


"The woods are lovely, dark and deep. But I have promises to keep, 
And lines to code before I sleep, And lines to code before I sleep." 
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—-MESSAGE FILE 14144 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001027 


——MESSAGE FILE 14145 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001028 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d world clipping 

Date: Fri, 20 Nov 1998 18:16:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <734bu6Sekm4@chuka.playstation.co.uk> 


-co.uk> <36558cfa.19293212@news.playstation.co.uk> 
NNTP-Posting-Host: modem-—48.copper.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 

> 

>If I understand you correctly, you are describing a way to use several 
>versions of the same model (with different complexity) depending on the 


>distance to the camera. This is something I will have to do also, but my 


>first question is, how can I determine efficiently whether an object is 
>visible at all, whether it lies within the visible part of my world. 

> 

Yup I was and went on to say that I couldn't find any speedup from 
limiting the object drawing to being partially or fully in the viewarea. 


>For instance, my camera is at 0,0,0, looking into direction 1,1,0 with 
>certain projection distance (or zoom factor). Now, I have an object at 
>-1,1,0 with a bounding sphere of radius 0.25. How do I best calculate, 
>whether it is (partially) visible. I _do_ know the maths involved, I 
>just don't know what optimizations I should make, in order to do it in 
>reasonable time. What data structures are used, what lists do I 
>maintain, etc. 


heres an idea post up the maths and see what people make of it. 
stick it on your homepage or summat :-) 


>Regards, 

>-- 

>Daniel Hartmeier <daniel@reichardt.ch> PGP 6A3A7409 ICQ# 12742482 
> 

>"The woods are lovely, dark and deep. But I have promises to keep, 


>And lines to code before I sleep, And lines to code before I sleep." 
> 


Pete. (who doesn't know and rarely understands the maths :-) 


The man who regards his life as meaningless | | 
is not merly unhappy but hardly fit for life | 


References: <36552f4a.6753350@news.playstation.co.uk> <733kaqSekm2@chuka.playstation 


-—-MESSAGE FILE 14145 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001028 
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——MESSAGE FILE 14146 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001029 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: nseal22@aol.com (Frank Tompkins) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: texture mapping? 

Date: Sun, 22 Nov 1998 18:39:42 GMT 

Organization: SCEA News Server 

Lines: 4 

Message-ID: <36585a41.7119257@news.scea.sony.com> 
NNTP-Posting-Host: 206-90-221.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


How exactly does one get a texture from a TIM file onto a polygon ina 

TMD file? I understand everything except the part about referencing 

the TIM files in the RSD files. The wonderful manual and even better 

SCEA site is of no help. Any advice would be appreciated. 

—-MESSAGE FILE 14146 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001029 


--MESSAGE FILE 14147 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001030 

Path: chuka.playstation.co.uk!news 

From: mark.henkelis@virgin.net (Mark Henkelis) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D Lines 

Date: Mon, 23 Nov 1998 01:36:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <3658b5a3.6585258@news.playstation.co.uk> 
NNTP-Posting-Host: p56-scoter-gui.tch.virgin.net 
X-Newsreader: Forte Free Agent 1.1/32.230 


Can anyone tell me where I'm going wrong. I must be missing something 
but I can't see it. 


I've been trying to display a wireframe of a TMD (actually a box 
surrounding a TMD). I can calculate the WORLD values of the vertices 
of the box. I then obtain the local/screen matrix and use it to 
convert the vertices to screen coordinates, followed by a perspective 
transform using the projection distance (i.e. the same algorithm 
posted by Stuart and outlined in James' mini tutorial). 


However, when I draw lines between the vertices they are translated 
from the original position. The only way I can get the wireframe in 
the same position as the original TMD is if I set the reference point 
to (0,0,0) (I'm using view point/reference point with 
GsSetRefView2()). It appears that the LS matrix I obtain doesn't allow 
for the reference point, but that doesn't seem likely. 


I've checked out the vertex values I calculate initially by 
dynamically updating a simple box TMD, which displays exactly where 
the original TMD was. 


Any ideas? 


Thanks, Mark. 
—-MESSAGE FILE 14147 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001030 


--MESSAGE FILE 14148 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001031 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: texture mapping? 

Date: Mon, 23 Nov 1998 11:21:38 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 27 

Message-ID: <36594542.3BA79F76@scee.sony.co.uk> 
References: <36585a41.7119257@news.scea.sony.com> 
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NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; I) 
X-Accept—-Language: en 


Frank Tompkins wrote: 

> 

> How exactly does one get a texture from a TIM file onto a polygon ina 
> TMD file? I understand everything except the part about referencing 

> the TIM files in the RSD files. 


RSD files (which get converted into TMD files by RSDlink) reference the TIMs. You ca 
n use RSDTool to 

add textures onto a polygon (although there is a bug which means that sometimes the 
U value gets 

munged - it's being fixed RSN). 


If you're not using RSDTool, then remember that a TMD texture map reference consists 
of U/V 

coordinates within a texture page. If you load up TimTool, you can see the 32 textur 

e pages within 

the VRAM. To specify a texture map, you specify the texture page that the texture li 

es in, and the 

u/v coordinates within that page (ranging from 0-255) of the corners of the image. T 

he confusing 

part is that a texture page's VRAM width is dependent on the bit depth of the image. 
It's 64 pixels 

wide for a 4 bit image, 128 pixels wide for a 8 bit image, and 256 pixels wide for a 
16 bit image 

(although the U coordinate still ranges from 0-255). Confused yet? :0) 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


C++ programmers do it with private members and public objects. 
—-MESSAGE FILE 14148 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001031 


—-MESSAGE FILE 14149 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001032 

Path: chuka.playstation.co.uk!news 

From: "“Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 2d sprites in a 3d world 

Date: Mon, 23 Nov 1998 20:00:55 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 10 

Message-ID: <3659BEF7.663E@mdx.ac.uk> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hi. 


I'm currently writing a 3d racing game (being my first attempt at 3d), 
and I was wondering how you go about treating 2d sprites as 3d objects. 
For example, games like duke nukem 3d or vrally (with its track side 
detail). Is there support for this in the Yaroze libraries or is it 

a DIY job? Either way, I wanna know how! 

Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 
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—-MESSAGE FILE 14149 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001032 


—--MESSAGE FILE 14150 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001033 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 2d sprites in a 3d world 

Date: Mon, 23 Nov 1998 21:37:53 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 46 

Message-ID: <3659D5B1.41EB5140@scee.sony.co.uk> 
References: <3659BEF7.663E@mdx.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 
X-Accept—-Language: en 


"Harvey.C" wrote: 

> 

I'm currently writing a 3d racing game (being my first attempt at 3d), 
and I was wondering how you go about treating 2d sprites as 3d objects. 
For example, games like duke nukem 3d or vrally (with its track side 
detail). 


V V V V 


To put a sprite in a 3D world, you must have figured out its world coordinates. Once 
you've got 

these, you transform them using the standard 3D transformation equations to get the 

X and Y screen 

coordinates, and the OT priority. 


Assuming you've set your World->Screen Matrix up (as you do when you call GsSetRefVi 
ew2), then you 

need to do the following: 

H is your projection distance that you set with GsSetProjectionDistance(); 


extern MATRIX GSMATRIX; 


VECTOR spritePosition,transformedPosition; 


spritePosition.vx = sprite's X position in world coords 
spritePosition.vy = sprite's Y position in world coords 
spritePosition.vz = sprite's Z position in world coords 


ApplyMatrixLV(&GsSMATRIX, &spritePosition, &transformedPosition) ; 


if (transformedPosition.vz >= 0) { // If less than 0, then it's behind the came 
ra 


sprite.x transformedPosition.vx * H / transformedPosition.vz; 
sprite.y = transformedPosition.vy * H / transformedPosition.vz; 
priority = transformedPosition.vz >> (14 - OTLENGTH) ; 

// Where OTLENGTH is from 1 to 14, remember 
GsSortSprite(&sprite, &myOT[GsActiveBuff()], priority); 


Erm.. That's all off the top of my head though - let me know if it works! 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


C++ programmers do it with private members and public objects. 
—-MESSAGE FILE 14150 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001033 


——MESSAGE FILE 14151 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001034 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D Models required 

Date: Mon, 23 Nov 1998 22:33:36 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 23 

Message-ID: <3659E2C0.148C1612@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Greetings! 

As I'm sure one or two of you are aware, I'm studying at Middlesex 
University and doing the Interactive Graphic Systems module. Part of 
the coursework requires me to write something primarily 3D for the 
Yaroze, so I'm doing this game. 

I was wondering if anyone fancied helping out a touch by making some 
TMDs for me while I concentrate on the coding, as it looks a little bit 
pants with one models repeated lots. *80P I have designed the objects 
in orthographic projection and I'm sure that anyone who once played 
Elite like I did will recognize them. 

Anyway, if you're interested, drop me a line and I'll e-mail you the 
design blueprints in whichever format you prefer - most graphics 
formats, PostScript, PDF... just let me know which you fancy. *80) 
Cheers in advance. 


Take care, 


JT 


Life isn't precious - it's expensive. 
—-MESSAGE FILE 14151 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001034 


—-MESSAGE FILE 14152 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001035 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Gerrit Goossen <gerrit@funnytown. com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d world clipping 

Date: Tue, 24 Nov 1998 12:41:40 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <365AEFD0.7610@funnytown. com> 

NNTP-Posting-Host: 38.165.241.13 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-MACOS8 (Macintosh; I; PPC) 


Daniel, 


I tried to do this recently and the way I ended up doing it was to 
divide the mostly flat world into a set of "segments" (basically tiles 
in a grid) that contain polygons. Everytime the camera moves you can 
quickly create a list of visible segments: Recalculate the view 
frustrum, ortho-project it onto your grid, test the center point of each 
segment against the frustrum and determine if it's 'visible'. (There are 
lots of ways to optimize this... an exercise for the reader :) 


If you want to see this in action, I recently uploaded a demo: 
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<http://www.scea.sony.com/net/yaroze/pages/ftp/ggoossen/gerrit.zip> 


You'll need CW to use this, seeing as how I didn't feel like recompiling 
a Mac version of GCC. (A project for another weekend...) 


There are a lot of little graphical glitches in the demo, but most of 
them are due to the tools I wrote to create the world. (ie. It's not the 
clipping routines.) 


As a matter of fact: The hardest obstacle I've hit so far is creating a 
set of reliable tools that let you build the world model! 


Depending on how you want to create your world model, the process of 
building segments varies quite a bit! Basically if you want to do it 
"without doing anything James of the SCEE wouldn't want you to" the 
fastest approach is to write your tools to create a single TMD for each 
segment. 


- Gerrit 
—-MESSAGE FILE 14152 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001035 


——MESSAGE FILE 14153 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001036 

Path: chuka.playstation.co.uk!news 

From: "Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Viewport clipping - dear god no! 

Date: Tue, 24 Nov 1998 21:57:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <365B2BBF.91A@mdx.ac.uk> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: dialup-—98-46.barrysworld.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hi again. 


I wish I had some easy questions, but I don't. My 3d car racing game is 
going okay at the moment, but in order to stick more objects in the 
scene I need to find a quick way to clip objects to the current view. 
I.e. find out which objects are visible and draw them. 

Does anyone have a solution to this? I am currently using a variation 

of a simple bounding box test where you find out what objects lie within 
a square around the player. This is obviously not a good idea! 


I'd also like to mention that I have developed a rather fast function 
that detects whether two lines have intersected - extremely handy 

for 2d and 3d collision detection. I will put this up on my website 
during the weekend. 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


http://www.netyaroze-europe.com/~harveyc/ 


—-MESSAGE FILE 14153 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001036 


--MESSAGE FILE 14154 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001037 

Path: chuka.playstation.co.uk!news 

From: gerboa@hotmail.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Models required 

Date: Tue, 24 Nov 1998 21:54:35 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 36 

Message-ID: <365b2ad2.1896840@www.netyaroze-europe. com> 
References: <3659E2C0.148C1612@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: p88s09a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Hey, just make sure you are there when I do the lecture on Thursday, 
cos it may suit you. Besides, be nice to see a friendly face in the 
class; not sure how my rubbish humour went down with the group. 

The prob youre facing is why Im coming in to show how you can do 
dynamic tmds, as they are pretty simple and you can do half decent 
stuff on them. Anyway, hope to see you 


Rob 


On Mon, 23 Nov 1998 22:33:36 +0000, James Tait 
<JTait@wyrddreams.demon.co.uk> wrote: 


>Greetings! 

> As I'm sure one or two of you are aware, I'm studying at Middlesex 
>University and doing the Interactive Graphic Systems module. Part of 
>the coursework requires me to write something primarily 3D for the 
>Yaroze, so I'm doing this game. 
> I was wondering if anyone fancied helping out a touch by making some 
>TMDs for me while I concentrate on the coding, as it looks a little bit 
>pants with one models repeated lots. *80P I have designed the objects 
>in orthographic projection and I'm sure that anyone who once played 
>Elite like I did will recognize them. 

> Anyway, if you're interested, drop me a line and I'll e-mail you the 
>design blueprints in whichever format you prefer - most graphics 
>formats, PostScript, PDF... just let me know which you fancy. *80) 
>Cheers in advance. 

> 


>—— 

>Take care, 
> 

>JT 

> 
> 
>Life isn't precious - it's expensive. 


--MESSAGE FILE 14154 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001037 


——MESSAGE FILE 14155 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001038 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: nseal22@aol.com (Frank Tompkins) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: texture mapping? 

Date: Tue, 24 Nov 1998 19:06:30 GMT 

Organization: SCEA News Server 

Lines: 35 

Message-ID: <365b0366.393362@news.scea.sony.com> 

References: <36585a41.7119257@news.scea.sony.com> <36594542.3BA79F76@scee.sony.co.uk 
> 

NNTP-Posting-Host: 205-32-129.ipt.aol.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 23 Nov 1998 11:21:38 +0000, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>Frank Tompkins wrote: 

>> 

>> How exactly does one get a texture from a TIM file onto a polygon ina 
>> TMD file? I understand everything except the part about referencing 
>> the TIM files in the RSD files. 

> 
>RSD files (which get converted into TMD files by RSDlink) reference the TIMs. You c 
an use RSDTool to 

>add textures onto a polygon (although there is a bug which means that sometimes the 
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U value gets 

>munged - it's being fixed RSN). 

> 

>If you're not using RSDTool, then remember that a TMD texture map reference consist 

s of U/V 

>coordinates within a texture page. If you load up TimTool, you can see the 32 textu 

re pages within 

>the VRAM. To specify a texture map, you specify the texture page that the texture 1 

ies in, and the 

>u/v coordinates within that page (ranging from 0-255) of the corners of the image. 

The confusing 

>part is that a texture page's VRAM width is dependent on the bit depth of the image 
It's 64 pixels 

>wide for a 4 bit image, 128 pixels wide for a 8 bit image, and 256 pixels wide for 

a 16 bit image 

>(although the U coordinate still ranges from 0-255). Confused yet? :0) 

> 


>Cheers, 

> 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>C++ programmers do it with private members and public objects. 


Thanks! But I still don't understand how to actually 'reference' the 

tims in the RSD file... in other words, what exactly would the entry 

look like for assigning a texture to a side? I think I'll try out 

that RSDTool thing though, if I can find it. 

—-MESSAGE FILE 14155 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001038 


——MESSAGE FILE 14156 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001039 

Path: chuka.playstation.co.uk!news 

From: James Tait <JTait@wyrddreams.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Models required 

Date: Wed, 25 Nov 1998 04:02:57 +0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 36 

Message-ID: <365B8171.4BBA593B@wyrddreams.demon.co.uk> 

References: <3659ER2C0.148C1612@wyrddreams.demon.co.uk> <365b2ad2.1896840@www.netyaro 
ze-europe.com> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; Linux 2.0.35 i586) 


Hiya Rob, long time no see! 

If that's an invitation back to Middlesex then I'd love to take it, 
especially remembering your lecture on sprites which was, frankly, 
excellent. But the truth is it's not gonna happen. I'm living back 
with my dad in Mansfield now and I can't afford the time or money to 
make the trip to London for a day - Job Seeker's Allowance is only 
39.85UKP a week you know! 

I don't suppose you'll be using much in the way of printed notes, but 
if there's any supporting documentation you could send me then it'd be 
very much appreciated. Though I'd rather work it out for myself, I just 
don't have the time at the moment, and by February I'm hoping to have a 
job. 

Speaking of which, congratulations! What is it you're doing exactly? 
Oh, and you could do with some good web developers up there - any chance 
you could drop in a good word for me? »"80Ք 

Hope to see you soon mate, don't you go kicking it before I have a 
chance to see you again too! 


Take care, 
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JT 


Life isn't precious - it's expensive. 
Robert Swan wrote: 


Hey, just make sure you are there when I do the lecture on Thursday, 
cos it may suit you. Besides, be nice to see a friendly face in the 
class; not sure how my rubbish humour went down with the group. 

The prob youre facing is why Im coming in to show how you can do 
dynamic tmds, as they are pretty simple and you can do half decent 
stuff on them. Anyway, hope to see you 


VVVVVVVVV 


Rob 
—-MESSAGE FILE 14156 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001039 


——MESSAGE FILE 14157 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001040 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Viewport clipping - dear god no! 

Date: Wed, 25 Nov 1998 08:08:32 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 75 

Message-ID: <365BACF0.19D7C93F@immd9.informatik.uni-erlangen.de> 
References: <365B2BBF.91A@mdx.ac.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


Hello Harvey! 


In order to make your clipping algorithm more efficient, you can use a 
hierarchical approach. I assume that your objects, 

for instance the street consists of different pieces. You can group these 
pieces in a tree like structure, where the children of a father node 

are always somehow clusters in geometry space. Then you have to define a 
bounding box for each of the nodes. If you want to apply a 

visibility test to your scene, you start with the root node of your scene. 
Then you descend recursively the tree and stop descending, when you have 
found a bounding box, that does definitely not overlap with your viewing 
frustum. This way you can spare the checking of the several bounding boxes 
of the 

children. If you want to analyze a large area with a checkerboard structure 
for instance, you could use a Quadtree as a hierarchical basis. Also you 
should consider not to put a bounding box around every single object. In 
standard graphics pipeline every polygon is clipped against the viewing 
frustum before 

scan-conversion. The double checking with the bounding box for very simple 
objects will probably cost more than you gain for speed up. 


As for building the tree, if you are using a matrix tree anyway for your 
scene, that might be a good idea to introduce the bounding boxes. Also pay 
attention, that it might not be wise to develope the bounding box 
hierarchie for the complete scene. As you have a racing game, you have 
quite a lot of a priori knowledge about the scene and what might be seen of 
it. So you will probably not see these parts of the road that are behind 
you. As the global setting of the scene, like race track itself does not 
change, you may consider to spilt up your scene into several different 
regions and build lists wich regions might be seen from wich one. This 
method has the advantage, that you might also use it for different purposes 
like Level of Detail controle. You could put into the lists not only wich 
part of the scene might be visible, but also the level of detail. Let us 
say for instance you model some street segments as subscenes. You could 
model these subscenes in a very detailed version with fine textures and 
many smaller extra objects. The second version would just get the rough 
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street and a very coarse structured texture (Antialiasing!). Then you can 
assign the coarser version to the regions in your list which are more 

far away and the finer version to regions which are pretty close to you. 
During the ongoing of the game you have just to find out in which region 
you are 

(do it incrementally), pick the look up table and render the appropriate 
sub-scenes in the indicated level of detail. These sub-scene could then be 
optimized by the bounding box hierarchie. 


Hope that helps, 
Christoph 


Harvey.C wrote: 
Hi again. 


I wish I had some easy questions, but I don't. My 3d car racing game is 
going okay at the moment, but in order to stick more objects in the 
scene I need to find a quick way to clip objects to the current view. 
I.e. find out which objects are visible and draw them. 

Does anyone have a solution to this? I am currently using a variation 

of a simple bounding box test where you find out what objects lie within 
a square around the player. This is obviously not a good idea! 


I'd also like to mention that I have developed a rather fast function 
that detects whether two lines have intersected - extremely handy 

for 2d and 3d collision detection. I will put this up on my website 
during the weekend. 
Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


VVVVVVVVVVVVVVV VV VV 


http://www.netyaroze-europe.com/~harveyc/ 


—-MESSAGE FILE 14157 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001040 


——MESSAGE FILE 14158 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001041 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: texture mapping? 

Date: Wed, 25 Nov 1998 10:00:14 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 37 

Message-ID: <365BD52E.610ECFOBEscee.sony.co.uk> 

References: <36585a41.7119257@news.scea.sony.com> <36594542.3BA79F76@scee.sony.co.uk 
> <365b0366.393362@news.scea.sony.com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 

X-Accept—-Language: en 


Frank Tompkins wrote: 

> 

Thanks! But I still don't understand how to actually 'reference' the 
tims in the RSD file... in other words, what exactly would the entry 
look like for assigning a texture to a side? I think I'll try out 
that RSDTool thing though, if I can find it. 


V V V V 


An RSD 'file' is actually a group of 4 files - the RSD file, the PLY file (containin 
g the normals 

and vertices), the GRP file and the MAT file (which contains the UV coordinates). Th 
e RSD file 
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contains the references to the TIM filenames. 
Here's an example RSD file: 


# cube0.rsd 

# ID 

@RSD950401 

# include files 
PLY=cube0.ply 
MAT=cube0.mat 
GRP=cube0.grp 


NTEX=3 
TEX[O0]=pat4.tim 
TEX[1]=pat8.tim 


[1 
TEX[2]=pat16.tim 


Use RSDTool, then you won't have to worry about any of this. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


I've had fun before. This isn't it. 
—-MESSAGE FILE 14158 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001041 


—-MESSAGE FILE 14159 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001042 

Path: chuka.playstation.co.uk!news 

From: "“Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 2d sprites in a 3d world 

Date: Sun, 29 Nov 1998 08:39:21 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 60 

Message-ID: <36610839.30F5@mdx.ac.uk> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


>> I'm currently writing a 3d racing game (being my first attempt at 3d), 

>> and I was wondering how you go about treating 2d sprites as 3d objects. 

>> For example, games like duke nukem 3d or vrally (with its track side 

>> detail). 

> 

>To put a sprite in a 3D world, you must have figured out its world coordinates. Onc 
e you've got 

>these, you transform them using the standard 3D transformation equations to get the 
X and Y screen 

>coordinates, and the OT priority. 

> 

>Assuming you've set your World->Screen Matrix up (as you do when you call GsSetRefV 
iew2), then you 

>need to do the following: 

> 

>H is your projection distance that you set with GsSetProjectionDistance(); 

> 

>extern MATRIX GSMATRIX; 


> 

>VECTOR spritePosition,transformedPosition; 

> 

>spritePosition.vx = sprite's X position in world coords 


>spritePosition.vy sprite's Y position in world coords 
>spritePosition.vz = sprite's Z position in world coords 
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> 
>ApplyMatrixLV(&GSMATRIX, &spritePosition, &transformedPosition) ; 
> 


>if (transformedPosition.vz >= 0) { // If less than 0, then it's behind the cam 
era 

> sprite.x = transformedPosition.vx * H / transformedPosition.vz; 

> sprite.y = transformedPosition.vy * H / transformedPosition.vz; 

> priority = transformedPosition.vz >> (14 - OTLENGTH) ; 

> // Where OTLENGTH is from 1 to 14, remember 

> GsSortSprite (&sprite, &myOT[GsActiveBuff()], priority); 

>} 

> 

> 


>Erm.. That's all off the top of my head though - let me know if it works! 
> 

>Cheers, 

> 

>James 


Hi all. 


I managed to get this code working, and sure enough I got my sprite on 
the screen with 

the correct x,y position and depth priority. However, it positions the 
sprite relative 

to the camera, not the world. 


For example, my game uses a chase cam for the car (using the super 
field). When I 

display the sprite at say 0,0,5000 it will position it in front of the 
of the camera 

regardless of the position or direction of the camera! 


How would I go about modifying the above code so that a sprite can be 
positioned and 
drawn in the world like other 3d objects? 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


—-MESSAGE FILE 14159 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001042 


——MESSAGE FILE 14160 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001043 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 2d sprites in a 3d world 

Date: Sun, 29 Nov 1998 13:57:40 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 34 

Message-ID: <366152D4.FDA4A6B3@scee.sony.co.uk> 
References: <36610839.30F5@mdx.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5b2 [en] (Win95; 1) 
X-Accept—-Language: en 


"Harvey.C" wrote: 

> 

> 

> I managed to get this code working, and sure enough I got my sprite on the screen 

with 

> the correct x,y position and depth priority. However, it positions the sprite rela 
tive 

> to the camera, not the world. 

> 

> For example, my game uses a chase cam for the car (using the super field). When I 

> display the sprite at say 0,0,5000 it will position it in front of the of the came 
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ra 
> regardless of the position or direction of the camera! 


Hmmmm... Are you sure you're using the right matrix (GSWSMATRIX, sorry, I forgot the 
'WS' part in 

the code that I posted)? If you're using that, are you using it _after_ you call GsS 

etRefView?2 () 7 


Also, I recall that ApplyMatrixLV doesn't add in the translation of the matrix. So t 
ry this: 


ApplyMatrixLV (&GSWSMATRIX, &spritePosition, &transformedPosition) ; 
transformedPosition.vx += GSWSMATRIX.t [0]; 
transformedPosition.vy += GSWSMATRIX.t[1]; 
transformedPosition.vz += GsWSMATRIX.t[2]; 
That would make a big difference! 


Let me know if it works, this code would be a useful addition to the FAQ. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Easter is canceled this year. They've found the body. 
—-MESSAGE FILE 14160 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001043 


—--MESSAGE FILE 14161 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001044 

Path: chuka.playstation.co.uk!news 

From: "“Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2d sprites in a 3d world 

Date: Sun, 29 Nov 1998 15:13:42 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <366164A6.660A@mdx.ac.uk> 

References: <36610839.30F5@mdx.ac.uk> <366152D4.FDA4A6B3@scee.sony.co.uk> 
Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: dialup-—98-49.barrysworld.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


James Russell wrote: 


> 

> "Harvey.C" wrote: 

>> 

>> 

> > I managed to get this code working, and sure enough I got my sprite on the scree 
n with 

> > the correct x,y position and depth priority. However, it positions the sprite re 


lative 

> > to the camera, not the world. 

>> 

> > For example, my game uses a chase cam for the car (using the super field). When 
I 


> > display the sprite at say 0,0,5000 it will position it in front of the of the ca 
mera 

> > regardless of the position or direction of the camera! 

> 

> Hmmmm... Are you sure you're using the right matrix (GSWSMATRIX, sorry, I forgot t 


he 'WS' part in 

> the code that I posted)? If you're using that, are you using it _after_ you call G 
sSetRefView2 () ? 

> 
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> Also, I recall that ApplyMatrixLV doesn't add in the translation of the matrix. So 
try this: 


> 

> ApplyMatrixLV (&GSWSMATRIX, &spritePosition, &transformedPosition) ; 
> transformedPosition.vx += GSWSMATRIX.t [0]; 

> transformedPosition.vy += GSWSMATRIX.t[1]; 

> transformedPosition.vz += GsWSMATRIX.t[2]; 

> 

> That would make a big difference! 

> 

> Let me know if it works, this code would be a useful addition to the FAQ. 
> 

> Cheers, 

> 

> James 

> 

> — 

> == James_Russell@scee.sony.co.uk +44 (171) 447-1626 

> == Developer Support Engineer - Sony Computer Entertainment Europe 

> 

> 


Easter is canceled this year. They've found the body. 


Ahhhhh, I knew there was something missing because I couldn't figure out 
the purpose 
in applying an empty matrix. 


I'll try it out and let you know if it works. Thanks mate - you da man! 


Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 

—-MESSAGE FILE 14161 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001044 


—-MESSAGE FILE 14162 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001045 

Path: chuka.playstation.co.uk!news 

From: "Mark Theyer" <theyergfx@ozemail.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: New Home, Home Page and Email... 

Date: Mon, 30 Nov 1998 01:27:15 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <73rot8$ng18@chuka.playstation.co.uk> 
NNTP-Posting-Host: slgol51p45.ozemail.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi, 


I have updated my Home Page for the first time in 2 years! Take a look if 
you get time... 


And... I have a new email address: theyergfx@ozemail.com.au 
and home postal address: 


Mark Theyer 
33 Pinnaroo Street 
Santa Barbara QLD 4212 
AUSTRALIA 
The old address (markt@mincom.com) should NOT be used anymore. 


Sony team - can you please update my records and send me verification 
please? 


Thanks, 


Mark Theyer 


—-MESSAGE FILE 14162 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001045 


—-MESSAGE FILE 14163 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001046 

Path: chuka.playstation.co.uk!news 

From: “Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3d sprites solved! 

Date: Sun, 29 Nov 1998 19:09:54 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 43 

Message-ID: <36619C02.1961@mdx.ac.uk> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: dialup-99-194.barrysworld.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Woohoo! 


I'd like to say a big thankyou to James Russell. I've managed to 
turn 2d sprites into 3d objects for my game. Here is a little function 
I made based on the code given to me by James: 


void draw_3dsprite (GSSPRITE *sprite,long x,long y,long z,short 
precision) 
{ 


VECTOR spritePosition,transformedPosition; 


// This is the position of your sprite in 3d space 
spritePosition.vx=x; 
spritePosition.vy=y; 
spritePosition.vz=z; 


ApplyMatrixLV (&GSWSMATRIX, &SpritePosition, &étransformedPosition) ; 
transformedPosition.vx+=GSWSMATRIX.t[0]; 
transformedPosition.vy+t=GsWSMATRIX.t [1]; 
transformedPosition.vz+=GsWSMATRIX.t[2]; 


// Only draw tree sprite if its in front of the camera 

if (transformedPosition.vz>0) 

{ 
// Scales the tree - 16777216=4096<<12 is a constant (works for me) 
sprite->scalex=sprite->scaley=16777216/transformedPosition.vz; 
sprite->x=transformedPosition.vx*250/transformedPosition.vz; 
sprite->y=transformedPosition.vy*250/transformedPosition.vz; 


GsSortSprite (&sprite, &OTable_ Header [CurrentBuffer],transformedPosition.vz>>precision 
) 

} 
} 


I guess this must be trivial to most of you, but its all new to me. 
And before you scorn and reject using 2d sprites as 3d objects, I must 
say they are extremely effective and best of all - extremely fast! 


Many thanks. 


Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 

—-MESSAGE FILE 14163 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001046 


——MESSAGE FILE 14164 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001047 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Truespace 2 - FREE 

Date: 30 Nov 1998 19:01:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0Olbelc93$8ac3a380SLocalHost@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Good news for all those people like myself in the UK who can't afford to - 
or don't want to - pay hundreds of pounds for a 3d modelling package. The 
full version of Truespace-2 is օո the cover disk of this month's PC-Answers 
(Issue 62) - UK only. 


—-MESSAGE FILE 14164 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001047 


——MESSAGE FILE 14165 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001048 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Truespace2 - FREE 

Date: 30 Nov 1998 19:02:46 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <0lbelc94$0694b8a0S0a3ddec2@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Good news for all those people like myself in the UK who can't afford to 
pay hundreds of pounds for a 3d modelling package. The full version of 
Truespace-2 is on the cover disk of this month's PC-Answers (Issue 62) - UK 
only. 


—-MESSAGE FILE 14165 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001048 


—-MESSAGE FILE 14166 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001049 

Path: chuka.playstation.co.uk!news 

From: byron@snsys.com (Byron) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d sprites solved! 

Date: Tue, 01 Dec 1998 11:38:43 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <3663d498.3137321@www.netyaroze-europe. com> 
References: <36619C02.1961@mdx.ac.uk> 
NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 29 Nov 1998 19:09:54 +0000, "Harvey.C" <hc054@mdx.ac.uk> 
wrote: 


>Woohoo! 

> 

>I'd like to say a big thankyou to James Russell. I've managed to 

>turn 2d sprites into 3d objects for my game. Here is a little function 
>I made based on the code given to me by James: 


> 

> 

>void draw_3dsprite (GSSPRITE *sprite,long x,long y,long z,short 
>precision) 

>í 

> VECTOR spritePosition,transformedPosition; 


// This is the position of your sprite in 3d space 
spritePosition.vx=x; 
spritePosition.vy=y; 
spritePosition.vz=z; 


W NNNM WN. 
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ApplyMatrixLV (&GSWSMATRIX, &SpritePosition, &étransformedPosition) ; 
transformedPosition.vx+=GSWSMATRIX.t[0]; 
transformedPosition.vy+t=GsWSMATRIX.t [1]; 
transformedPosition.vz+=GsWSMATRIX.t[2]; 


// Only draw tree sprite if its in front of the camera 

if (transformedPosition.vz>0) 

{ 
// Scales the tree - 16777216=4096<<12 is a constant (works for me) 
sprite->scalex=sprite->scaley=16777216/transformedPosition.vz; 
sprite->x=transformedPosition.vx*250/transformedPosition.vz; 
sprite->y=transformedPosition.vy*250/transformedPosition.vz; 


VVVVVVVVVVV VV 


>GsSortSprite (&sprite, &OTable_ Header [CurrentBuffer],transformedPosition.vz>>precisio 
n) 

> } 

>} 

> 

> 

>I guess this must be trivial to most of you, but its all new to me. 

>And before you scorn and reject using 2d sprites as 3d objects, I must 


>say they are extremely effective and best of all - extremely fast! 
nee thanks. 

eas E-mail: hc054@mdx.ac.uk 

>Harvey ICQ: 4269478 

Hi, 


Another slant on this.... 


For years I have always wanted to write a Space Harrier type game. I 
have been toying with the idea of using 3D Sprites for a while and the 
above code reduces a considerable amount of work that I have to do 
(thank god!) so cheers! 


Any ideas on using the above code to work out a relative scaling 
factor - i.e. when a sprite is in the distance it will be small and 
get larger as it approaches you? 


Byron. 


Byron@SNSYS.COM 


—-MESSAGE FILE 14166 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001049 


——MESSAGE FILE 14167 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001050 

Path: chuka.playstation.co.uk!news 

From: byron@snsys.com (Byron) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d sprites solved! 

Date: Tue, 01 Dec 1998 13:27:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <3663ee82.9771200@www.netyaroze-europe. com> 

References: <36619C02.1961@mdx.ac.uk> <3663d498.3137321@www.netyaroze-europe.com> 
NNTP-Posting-Host: byron.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Tue, 01 Dec 1998 11:38:43 GMT, byron@snsys.com (Byron) wrote: 


Just sat down and read the code on paper and noticed the scaling bit - 
ignore the last post! 


Byron. 
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> 


—-MESSAGE FILE 14167 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001050 


——MESSAGE FILE 14168 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001051 

Path: chuka.playstation.co.uk!news 

From: gerboa@hotmail.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d sprites solved! 

Date: Tue, 01 Dec 1998 23:21:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36647950.24798766@www.netyaroze-europe. com> 
References: <36619C02.1961@mdx.ac.uk> 

NNTP-Posting-Host: p32s14a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sun, 29 Nov 1998 19:09:54 +0000, "Harvey.C" <hc054@mdx.ac.uk> 

wrote: 

> // Scales the tree - 16777216=4096<<12 is a constant (works for me) 
> sprite->scalex=sprite->scaley=16777216/transformedPosition.vz; 


Im guessing that the reason the value 16777216 works is because a) 
—-MESSAGE FILE 14168 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001051 


—-MESSAGE FILE 14169 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001052 

Path: chuka.playstation.co.uk!news 

From: "“Harvey.C" <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3d sprites solved! 

Date: Wed, 02 Dec 1998 09:35:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <366509CD.572E@mdx.ac.uk> 

References: <36619C02.1961@mdx.ac.uk> <36647950.24798766@www.netyaroze-europe. com> 
Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: dialup-—98-221.barrysworld.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Robert Swan wrote: 


> 

> On Sun, 29 Nov 1998 19:09:54 +0000, "Harvey.C" <hc054@mdx.ac.uk> 

> wrote: 

>> // Scales the tree - 16777216=4096<<12 is a constant (works for me 
) 

>> sprite->scalex=sprite—>scaley=16777216/transformedPosition.vz; 

> 

> 


Im guessing that the reason the value 16777216 works is because a) 
—-MESSAGE FILE 14169 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001052 


--MESSAGE FILE 14170 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001053 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Progress Report RSdANIM (next version) 

Date: Fri, 04 Dec 1998 18:51:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 123 

Message-ID: <36689FC5.D3E6AE3Béhinge.mistral.co.uk> 

References: <362B2737.1031ADFB@hinge.mistral.co.uk> <362DCB26.B3ED93F1@hinge.mistral 
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.co.uk> <36334F94.5B04003B@hinge.mistral.co.uk> 
NNTP-Posting-Host: d2-s40-134-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Yet another update on progress towards the next version (probably out at 

the end of this year, or the start of January). The 'next big thing' is that I've 
added 

a scripting language to the next version of RsdANIM (so folks can write their 

own plugins to get specific effects) - it's only integrated a few days (I'm using 
RsdANIM as a testbed for a JavaScript interpreter I'm writing for my day job), 
but adding some specific support classes just for doing 3D modelling, animation 
and Playstation stuff (just to annoy George, I've included an ActionReplay 

class that allows you to talk to the Playstation from JavaScript/R-Script 
plugins). 


Craig. 


Change Log: 


[6/11/98] 

o Fixed a bug in the "Delete Polygon" function that was causing it to 
delete polys that weren't actually selected.... 

o Bugfixed the solid/textured display of Poly4's. 


[16/11/98] 
o The axis locks now affect the resize tool. 
o New 'stretch' tool added. To use, select some bits of the model then select one of 
the 

axis locks (X, Y or Z only). Now select the stretch tool and you can 'stretch' the 
selected polys 

along the axis you locked. 


[2/12/98] 
o Re-worked the Project manager dialog. The buttons that were in it now get their 
own 

dialog/toolbar (so you can turn them off if you want - many people didn't use them 
anyway). 
o New 'magnet' tool added. Let's you sort of pull an object in a direction. Pretty 
cool, not 

sure what I'll use it for yet, but hey..... never mind that eh? The effect is a lot 
like the rubber 

Mario face on the intro screen to Marioé4. 
o The project manager now uses a tabbed dialog. The first tab is the familiar tree 
view. 

The 2nd tab is a text edit pane, which you can type JavaScript into. 
o Integrated my JavaScript interpreter engine into RsdANIM. Ok, it's missing a bit 
of the 

JavaScript language - no worries, I'm working on the interpreter for a comercial 
project 

so the RsdANIM version will track the development of that pretty closely. There's 
no actual 


interface classes done yet anyway....so you cann't achieve much with it. Look for 
big things 

RSN though....we'll call it R-Script in future, so folks don't expect to be able 
to do 


WWW access and browser style stuff from it. 


[3/12/98] 
o Added new pane to the project window. All R-Script functions appear as buttons in 
this window 

when you load them (or type them direct into the edit pane), and are run when you 
click on the 

button. 


[4/12/98] 
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o Started coding some interface classes for the R-Script interpreter. 
- RSvertex : A floating point vertex/vector class 
This has pretty much the whole functionality of RsdANIM's own 
internal C++ Vector 
class. 
— RSrsdanim : A core class to control the user interface with. At the moment it's 
only 


got a method to open the About dialog, but it proves the point.... 
- RSmodel : Class that's going to represent a whole RSD model. Doesn't do a lot at 
the moment though... 
— ActionReplay : Communications class, allows you to send stuff to the Playstation 
via a Datel Action Replay. 


Sample R-Script Code: 


var v=new RSvertex(2.0f,2.0f,2.0f); 
var v2=new RSvertex(1.0f,2.0f,3.0f); 
var app=new RSrsdanim(); 


app .AboutRS () ; 


function VPRINT() 
{ 
app.writeln(v.x); 
app.writeln(v.y); 
app.writeln(v.z); 


} 


function VSCALE () 
{ 

v.Scale (2); 

} 


function VADD () 

{ 

v.Add(v2); 
app.writeln(v.x); 
app.writeln(v.y); 
app.writeln(v.z); 


function VDISTANCE () 
{ 


app.writeln(v.Distance()); 


} 


function VCrossProduct () 


{ 


var cr; 
cr=v.CrossProduct (v2); 
app.writeln(cr.x); 


app.writeln(cr.y); 
app.writeln(cr.z); 


—-MESSAGE FILE 14170 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001053 


--MESSAGE FILE 14171 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001054 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2d sprites in a 3d world 

Date: Sat, 05 Dec 1998 16:08:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <366959c3.522585@www.netyaroze-europe. com> 

References: <3659BEF7.663E@mdx.ac.uk> <3659D5B1.41EB5140@scee.sony.co.uk> 
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NNTP-Posting-Host: pD7s13a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 23 Nov 1998 21:37:53 +0000, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>"Harvey.C" wrote: 

>> 

>> I'm currently writing a 3d racing game (being my first attempt at 3d), 

>> and I was wondering how you go about treating 2d sprites as 3d objects. 

>> For example, games like duke nukem 3d or vrally (with its track side 

>> detail). 

> 

>To put a sprite in a 3D world, you must have figured out its world coordinates. Onc 
e you've got 

>these, you transform them using the standard 3D transformation equations to get the 
X and Y screen 

>coordinates, and the OT priority. 

> 

>Assuming you've set your World->Screen Matrix up (as you do when you call GsSetRefV 
iew2), then you 

>need to do the following: 

> 

>H is your projection distance that you set with GsSetProjectionDistance(); 

> 

>extern MATRIX GSMATRIX; 


> 

>VECTOR spritePosition,transformedPosition; 

> 

>spritePosition.vx = sprite's X position in world coords 
>spritePosition.vy = sprite's Y position in world coords 
>spritePosition.vz = sprite's Z position in world coords 
> 


>ApplyMatrixLV(&GSMATRIX, &spritePosition, &transformedPosition) ; 
> 


>if (transformedPosition.vz >= 0) ( // If less than 0, then it's behind the came 
ra 

> sprite.x = transformedPosition.vx * H / transformedPosition.vz; 

> sprite.y = transformedPosition.vy * H / transformedPosition.vz; 

> priority = transformedPosition.vz >> (14 - OTLENGTH) ; 

> // Where OTLENGTH is from 1 to 14, remember 

> GsSortSprite(&sprite, &myOT[GsActiveBuff()], priority); 

>} 

> 

> 


>Erm.. That's all off the top of my head though - let me know if it works! 


>Cheers, 

> 

>James 

> 

>—— 

>== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
>== Developer Support Engineer - Sony Computer Entertainment Europe 
> 


>C++ programmers do it with private members and public objects. 


Probably pointless posting this unless James goes into the office over 
the weekend, otherwise I'll just hassle him on Monday (that is if they 
will let me in past the PSX3 dev kit!) 


When you scale down camera-relative z-depth of an object prior to 
placing it into the OTable, you shift the depth to turn the 16bit 
depth to match the OT depth. ie, 


OT length 1<<10 
Sort object, but shift by (16-10) = 6 


With the sprite stuff with the routine you put up you shift it froma 
z-depth of 14, ie, 


OT length 1<<10 
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Sort 3d sprite, but shift by (14-10) = 4. 


Why the difference? Tis giving me a headache. btw, ve currently got 
some dodgy Jap schoolgirls running around the game now :) 


Rob 
-—-MESSAGE FILE 14171 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001054 


—-MESSAGE FILE 14172 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001055 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2d sprites in a 3d world 

Date: Mon, 07 Dec 1998 09:24:05 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 41 

Message-ID: <366B9EB5.B8FA3B6C@scee.sony.co.uk> 

References: <3659BEF7.663E@mdx.ac.uk> <3659D5B1.41EB5140@scee.sony.co.uk> <366959c3. 
522585@www.netyaroze-europe. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Robert Swan wrote: 

> 

> Probably pointless posting this unless James goes into the office over 
> the weekend, otherwise I'll just hassle him on Monday (that is if they 
> will let me in past the PSX3 dev kit!) 


No, that's just Mark Baker's green debug machine with "2" written in marker pen next 
to the PS 
symbol. It's fooled more than one visitor to the office. 


When you scale down camera-relative z-depth of an object prior to 
placing it into the OTable, you shift the depth to turn the 16bit 
depth to match the OT depth. ie, 


OT length 1<<10 
Sort object, but shift by (16-10) = 6 


With the sprite stuff with the routine you put up you shift it froma 
z-depth of 14, ie, 


OT length 1<<10 
Sort 3d sprite, but shift by (14-10) = 4. 


VVVVVVVVVVVV VV 


Why the difference? Tis giving me a headache. 
Ah - you've spotted the Deliberate Mistake (cough). 


The GTE averages the 3/4 vertices of the quad, and uses the average as the offset in 
to the OT (after 

the 14-OT_LENGTH shifting of course). Now to divide by 4, you just shift the 16 bit 
sum of all the 

vertices by 2 to the right. Which means that the value you've got left would have (a 
s a maximum) bit 

13 set. So that's why you subtract from 14. 


Now, a sprite doesn't have 4 vertices, so there's no point in shifting right by 2. T 
he number of 

valid bits is actually 16, not 14. So for sprites, you should subtract from 16 inste 
ad of 14. 


James 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
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== Developer Support Engineer - Sony Computer Entertainment Europe 


Sped up my XT; ran it on 600v! Works greO?_~" NO CARRIER 
—-MESSAGE FILE 14172 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001055 


--MESSAGE FILE 14173 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001056 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2d sprites in a 3d world 

Date: Mon, 07 Dec 1998 20:07:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <366c34f0.669519@www.netyaroze-europe.com> 

References: <3659BEF7.663E@mdx.ac.uk> <3659D5B1.41EB5140@scee.sony.co.uk> <366959c3. 
522585@www.netyaroze-europe.com> <366B9EB5.B8FA3B6C@scee.sony.co.uk> 
NNTP-Posting-Host: p40s09a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 07 Dec 1998 09:24:05 +0000, James Russell 
<James_Russell@scee.sony.co.uk> wrote: 


>The GTE averages the 3/4 vertices of the quad, and uses the average as the offset i 

nto the OT (after 

>the 14-OT_LENGTH shifting of course). Now to divide by 4, you just shift the 16 bit 
sum of all the 

>vertices by 2 to the right. Which means that the value you've got left would have ( 

as a maximum) bit 

>13 set. So that's why you subtract from 14. 


so what your saying is that after the perspective transformation, a 
vertex' z depth relative to the viewpoint is a 14bit number? (which if 
you add four together to find average you need to bit shift an extra 
2, hence sorting 3d mofdels you bit shift 16-otable length?) 


Rob 


no no, I dont mean the green debug machine with 2 written on it, I 

meant the blue machine with 3 written on it next to that one. Mind 

you, looks nicer than the crappy grey tin box with 24 written on it. 

—-MESSAGE FILE 14173 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001056 


——MESSAGE FILE 14174 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001057 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2d sprites in a 3d world 

Date: Tue, 08 Dec 1998 09:40:01 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 26 

Message-ID: <366CF3F0.7429A66C@scee.sony.co.uk> 

References: <3659BEF7.663E@mdx.ac.uk> <3659D5B1.41EB5140@scee.sony.co.uk> <366959c3. 
522585@www.netyaroze-europe.com> <366B9EB5.B8FA3B6C@scee.sony.co.uk> <366c34f0.66951 
9@www.netyaroze-europe. com> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Robert Swan wrote: 

> 

so what your saying is that after the perspective transformation, a 
vertex' z depth relative to the viewpoint is a 14bit number? (which if 
you add four together to find average you need to bit shift an extra 


> 
> 
> 
> 2, hence sorting 3d mofdels you bit shift 16-otable length?) 
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OK, here's the REAL answer. 


By default (a default that you can't change, I might add), all the SZ's are multipli 
ed by 1/16 

(1.3.12 fixed point format) before being added to make the 'average'. Why it's 1/16 
and not 1/4 I'm 

not sure. But that means that the answer will always be 14 bits maximum. Which is wh 
y you subtract 

from 14. Hooray for everything. 


> no no, I dont mean the green debug machine with 2 written on it, I 
> meant the blue machine with 3 written on it next to that one. Mind 
> you, looks nicer than the crappy grey tin box with 24 written on it. 


Ssshh!! No-one is supposed to know about that. :0) Phew, lucky you didn't see the 
purple machine 
with 78 on it. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


As unaquainted as a blind man and his shadow. 
—-MESSAGE FILE 14174 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001057 


--MESSAGE FILE 14175 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001058 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2d sprites in a 3d world 

Date: Tue, 08 Dec 1998 13:44:39 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 19 

Message-ID: <366D2D47.1AB292C6@scee.sony.co.uk> 

References: <3659BEF7.663E@mdx.ac.uk> <3659D5B1.41EB5140@scee.sony.co.uk> <366959c3. 
522585@www.netyaroze-europe.com> <366B9EB5.B8FA3B6C@scee.sony.co.uk> <366c34f0.66951 
9@www.netyaroze-europe.com> <366CF3F0.7429A66C@scee.sony.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Լ 


James Russell wrote: 

> 

> By default (a default that you can't change, I might add), all the SZ's are multip 
lied by 1/16 

> (1.3.12 fixed point format) before being added to make the 'average'. Why it's 1/1 
6 and not 1/4 I'm 

> not sure. But that means that the answer will always be 14 bits maximum. Which is 
why you subtract 

> from 14. Hooray for everything. 


Adden-dumb: 


The reason why it's a 1/16 is to _make_sure_ that the maximum bit length is 14. The 
final value is 
shifted left by 2 when it's used to index the OT (because OT's are an array of u_lon 
gs which are 4 


bytes in size). So it's an optimization thing. 

J 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


As unaquainted as a blind man and his shadow. 
—-MESSAGE FILE 14175 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001058 


——MESSAGE FILE 14176 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001059 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: polyMorphing? 

Date: Wed, 09 Dec 1998 20:45:41 GMT 

Organization: Nowadays 

Lines: 18 

Message-ID: <366edfaf.411234@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppw59.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hi ol! 


I was wondering how the characters in games like crashBandicoot or 
tombraider are animated. (?) .. well, I think there are several 
techs.. 


(1) single objects, which have to be rotated, transl.. etc 
—> character looks quite ugly 

(2) every animationStep is saved 

—> needs a lot of mem 

(3) meshMorphings 

—> seems to me the best solution 


are there others? .. which is normaly used? 

a+ Yan 

AsC - [code - pixel] - www.netlink.ch/nowadays 

Yan - [NetYaroze - cOde] - www.cyratech.ch/dream-y 


—-MESSAGE FILE 14176 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001059 


—-MESSAGE FILE 14177 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001060 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: polyMorphing? 

Date: Wed, 9 Dec 1998 21:46:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <74mr13$8bc12@chuka.playstation.co.uk> 
References: <366edfaf.411234@news.playstation.co.uk> 
NNTP-Posting-Host: vil-66.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I think that its a combination of 1 & 2 where you have a model thats 
translated and rotated but also animated. So for example you have Lara Croft 
walking by moving her in the right direction and at the same time cycling 
though the different animation models of her walking. 


At least thats how I think it's done! 
Rad. 


rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Yannick Suter wrote in message <366edfaf.411234@news.playstation.co.uk>... 
>hi ol! 


> 

>I was wondering how the characters in games like crashBandicoot or 
>tombraider are animated. (?) .. well, I think there are several 
>techs.. 


> 
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>(1) single objects, which have to be rotated, transl.. etc 
>-> character looks quite ugly 

>(2) every animationStep is saved 

>-> needs a lot of mem 

>(3) meshMorphings 

>-> seems to me the best solution 


> 

>are there others? .. which is normaly used? 

> 

>a+ Yan 

>AsC - [code - pixel] - www.netlink.ch/nowadays 
>Yan - [NetYaroze - cOde] - www.cyratech.ch/dream-y 


—-MESSAGE FILE 14177 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001060 


——MESSAGE FILE 14178 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001061 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Ho Hum....back on it again: Progress Report RsdANIM (next version) 
Date: Thu, 10 Dec 1998 01:02:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <366FOF7B. 95E0F946@aol.com> 

References: <362B2737.1031ADFB@hinge.mistral.co.uk> 

NNTP-Posting-Host: 166-8-203.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hi Graig, Sorry for disturbing you.... 

But I've got an big Problem with you're RSDANIM V1.51(For you it's a really 
small Problem, I'm sure...): How do I attach the selected Bone to the 
selected Polygongroup ? 

I played along with you'r "Pgirl" demo, from you'r WEB Site with is already 
been "boned" 

The First Step I did is to select an Polygongroup, then I switched off the 
view of the Model (It's easier then to select a Bone...), then I selected 
the bone inside the Polygongroup, and after this I pressed the "Attach to 
Bone" Button in the Top Toolbar of 

RSDAnim. When I move the bone the attached Polygongroup should be move 
automatically with the bone (I think...), But it didn't...... 

What went wrong 2222 (May be I'm too silly to Work with RSDANIM....) 


The Next Question: How can I delete a bone from an skeleton ???? 


with Regards 
Olaf (A Yaroze Programmer from Germany) 


—-MESSAGE FILE 14178 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001061 


--MESSAGE FILE 14179 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001062 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Ho Hum....back on it again: Progress Report RSdANIM (next version) 
Date: Thu, 10 Dec 1998 10:56:41 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 65 

Message-ID: <36701968.48B8DCAD@hinge.mistral.co.uk> 

References: <362B2737.1031ADFB@hinge.mistral.co.uk> <366FOF7B. 95E0F946@aol.com> 
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NNTP-Posting-Host: d2-s45-139-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Olaf Grau wrote: 


Hi Graig, Sorry for disturbing you.... 

But I've got an big Problem with you're RSDANIM V1.51(For you it's a really 
small Problem, I'm sure...): How do I attach the selected Bone to the 
selected Polygongroup ? 


1) Draw your skeleton. Use the "Move Joint" tool in several different 
projections 
(top, front, side) to make sure the bones are in the right place. 


2) Select a bone. 


3) Select some vertices / polygons (doesn't have to be a group, just select a 
few 

vertices to see the effect). 
4) Click on the "Attatch to Bone" icon. 


Sorted, the selected vertices / polygons are attatched to the bone. 


> I played along with you'r "Pgirl" demo, from you'r WEB Site with is already 
> been "boned" 

> The First Step I did is to select an Polygongroup, then I switched off the 
> view of the Model (It's easier then to select a Bone...), then I selected 

> the bone inside the Polygongroup, and after this I pressed the "Attach to 

> Bone" Button in the Top Toolbar of 

> RSDAnim. When I move the bone the attached Polygongroup should be move 

> automatically with the bone (I think...), But it didn't...... 


Follow 1..4 again and it will work. 


> What went wrong ???? (May be I'm too silly to Work with RSDANIM....) 
> 


> The Next Question: How can I delete a bone from an skeleton ???? 
Wait for v1.6 (Deleting bones only works on the new version) and: 


i. Select Tools->Bone->Delete 
or 
ii. Write an R-Script macro: 

function DeleteBone () 


{ 


var m=new RSmodel (1); // Get the current edit model 

var b=m.GetSelectedBon () ; // Returns an object of type RSbone 

m.DeleteBone(b); // delete the currently 
selected bone 

m.PutEditFrame () ; // put the model back into 


RsdANIM 
} 


Or, edit the .bones file and remove the bone by hand.... 


> with Regards 


> 
> Olaf (A Yaroze Programmer from Germany) 
Craig. 


—-MESSAGE FILE 14179 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001062 


——MESSAGE FILE 14180 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001063 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: LEGO! 

Date: Thu, 10 Dec 1998 19:35:01 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <36701455.F01C4FE7@reptile.no> 
NNTP-Posting-Host: sgrm385.grm.hia.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Ok... I admit it this has nothing to do with Yaroze 3D graphics. 


Has anyone checked out the new Lego Mindstorms yet? I'm dying to get my 
hands on a kit, but do they plan on releasing it in Norway anytime soon? 
Noooo, sire! They want to translate it to Norwegian first. Like that's 
gonna happen in this milennium... (sob). 


So... Any UK residents wanna take some of my money, stroll down to their 
local toyshop and buy the whole lot of Mindstorm stuff and send it in my 
general direction? 


Lars 


—-MESSAGE FILE 14180 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001063 


—--MESSAGE FILE 14181 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001064 

Path: chuka.playstation.co.uk!news 

From: Toby Hutton <thutton@cybec.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: LEGO! 

Date: 11 Dec 1998 16:41:28 +1100 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Sender: THutton@TECH10 

Message-ID: <ulnkfb5h3.fsf@cybec.com.au> 
References: <36701455.F01C4FE7@reptile.no> 
NNTP-Posting-Host: 203.103.154.235 
X-Newsreader: Gnus v5.3/Emacs 19.34 


Lars Barstad <lars@reptile.no> writes: 


Ok... I admit it this has nothing to do with Yaroze 3D graphics. 


Has anyone checked out the new Lego Mindstorms yet? I'm dying to get my 
hands on a kit, but do they plan on releasing it in Norway anytime soon? 
Noooo, sire! They want to translate it to Norwegian first. Like that's 
gonna happen in this milennium... (sob). 


VV VV V V V 


I haven't checked recently, but last I heard they weren't going to 
release it down here 'til next year after you guys in Europe, 
regardless of the language. They're just being difficult. Maybe 
they've changed their minds for Christmas... must go and check... 


Toby. 
--MESSAGE FILE 14181 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001064 


——MESSAGE FILE 14182 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001065 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: LEGO! 

Date: Fri, 11 Dec 1998 09:37:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <3670D9AC.64B957DD@reptile.no> 
References: <36701455.F01C4FE7@reptile.no> <ulnkfb5h3.fsf@cybec.com.au> 
NNTP-Posting-Host: t10203p15.telia.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 
X-Accept—-Language: en 


Toby Hutton wrote: 


I haven't checked recently, but last I heard they weren't going to 
release it down here 'til next year after you guys in Europe, 
regardless of the language. They're just being difficult. Maybe 
they've changed their minds for Christmas... must go and check... 


V V V V 


Do that! Those guys are even rude enough to open an online store where only 
U.S. residents can shop! Bastards! :) 


Lars 


--MESSAGE FILE 14182 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001065 


——MESSAGE FILE 14183 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001066 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: polyMorphing? 

Date: Fri, 11 Dec 1998 11:10:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 120 

Message-ID: <3670EF8E.42AAERFD@immd9.informatik.uni-erlangen.de> 

References: <366edfaf.411234@news.playstation.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" A546D217C6FBFCCD6111CF07" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


A546D217C6FBFCCD6111CF07 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello! 


Mesh Morphing seems to be sensible for me only if you are using 
different levels of resolution for 

your animation stages. This would be something like the Geomorph Hoppe 
presented on this years 

Siggraph. To my guess it is also probably a combination of one and two. 
You could model this deformation by defining a skeleton, where the 
different parts of the sekleton are animated using affine transformation 
by matrices. The skin is then modeled by NURBS patches, where the 
control points are defined in relation to the skeleton. If a patch is 
streched over different sekelton parts you get the desired continuity 
properties depending on the 

degree of your patch (Poweranimator of Alias|Wavefront has a modeling 
option that works this way). By tesselation of the patches you get a 
polygon description that is relative to your skeleton parts. This way 
you should get fewer necesarry keyframes for your animation than by 
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describing every vertex 
position in global coordinates. 


Christoph 


Yannick Suter wrote: 


> hi ol! 

> 

> I was wondering how the characters in games like crashBandicoot or 
> tombraider are animated. (?) .. well, I think there are several 

> techs.. 

> 

> (1) single objects, which have to be rotated, transl.. etc 

> —> character looks quite ugly 

> (2) every animationStep is saved 

> —> needs a lot of mem 

> (3) meshMorphings 

> —> seems to me the best solution 

> 

> are there others? .. which is normaly used? 

> 

> a+ Yan 

> AsC - [code - pixel] - www.netlink.ch/nowadays 

> Yan - [NetYaroze - cOde] - www.cyratech.ch/dream-y 

Christoph L"urig cpluerig@immd9.informatik.uni-erlangen.de 
Graphische Datenverarbeitung Tel.: +49 9131 8529929 
Universitaet Erlangen Fax: +49 9131 8529931 


cpluerig@immd9.informatik.uni-erlangen.de 


A546D217C6FBFCCD6111CF07 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
Hello! 


<P>Mesh Morphing seems to be sensible for me only if you are using different 
levels of resolution for 
<BR>your animation stages. This would be something like the Geomorph Hoppe 
presented on this years 

<BR>Siggraph. To my guess it is also probably a combination of one and 

two. You could model this deformation by defining a skeleton, where the 
<BR>different parts of the sekleton are animated using affine transformation 
by matrices. The skin is then modeled by NURBS patches, where the control 
points are defined in relation to the skeleton. If a patch is streched 

over different sekelton parts you get the desired continuity properties 
depending on the 

<BR>degree of your patch (Poweranimator of Alias|Wavefront has a modeling 
option that works this way). By tesselation of the patches you get a polygon 
description that is relative to your skeleton parts. This way you should 

get fewer necesarry keyframes for your animation than by describing every 
vertex 

<BR>position in global coordinates. 


<P>Christoph 
<BR>&nbsp; 


<P>Yannick Suter wrote: 
<BLOCKQUOTE TYPE=CITE>hi ol! 


<P>I was wondering how the characters in games like crashBandicoot or 
<BR>tombraider are animated. (?) .. well, I think there are several 
<BR>techs.. 
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<P>(1) single objects, which have to be rotated, transl.. etc 
<BR>-> character looks quite ugly 

BR>(2) every animationStep is saved 

BR>-> needs a lot of mem 

BR>(3) meshMorphings 


BR>-> seems to me the best solution 


< 
< 
< 
< 


<P>are there others? .. which is normaly used? 


<P>at+ Yan 


<BR>AsC - [code - pixel] - www.netlink.ch/nowadays 
<BR>Yan - [NetYaroze - cOde] - www.cyratech.ch/dream-y</BLOCKQUOTE> 
é&nbsp; 


<PRE>--&nbsp; 


Christoph L"urigé&nbsp; &nbsp; &nbsp; &énbsp; &énbsp; énbsp; &énbsp; &nbsp; &nbsp; cpluerig@immd 
9.informatik.uni-erlangen.de 

Graphische Datenverarbeitungé&nbsp; &nbsp; énbsp; &énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; én 
bsp; &nbsp; &nbsp; &énbsp; énbsp; &nbsp; &nbsp; &nbsp; Tel.: +49 9131 8529929 

Universitaet Erlangené&nbsp; &nbsp; &nbsp; &énbsp; énbsp; &énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nb 
sp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; énbsp; énbsp; énbsp; &nbsp; Fa 
x:&nbsp; +49 9131 8529931 


cpluerig@immd9.informatik.uni-erlangen.de</PRE> 
é&nbsp; </HTML> 


A546D217C6FBFCCD6111CF07-- 


—-MESSAGE FILE 14183 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001066 


——MESSAGE FILE 14184 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001067 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LEGO! 

Date: Sat, 12 Dec 1998 11:08:25 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <74tipm$1s5@chuka.playstation.co.uk> 

References: <36701455.F01C4FE7@reptile.no> <ulnkfb5h3.fsf@cybec.com.au> 
NNTP-Posting-Host: vil-6.village.gre.ac.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Just now while I was eating my breakfast I saw SM:TV Live (I think? - or 
some childrens ITV crap), they were giving away a LEGO Mindstorm amongst 
other things in a competition, so I can only assume it's over here in the UK 
or will be shortly. 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


Toby Hutton wrote in message 

>Lars Barstad <lars@reptile.no> writes: 

> 

>> 

>> Ok... I admit it this has nothing to do with Yaroze 3D graphics. 

>> 

>> Has anyone checked out the new Lego Mindstorms yet? I'm dying to get my 
>> hands on a kit, but do they plan on releasing it in Norway anytime soon? 
>> Noooo, sire! They want to translate it to Norwegian first. Like that's 
>> gonna happen in this milennium... (sob). 

> 

>I haven't checked recently, but last I heard they weren't going to 
>release it down here 'til next year after you guys in Europe, 

>regardless of the language. They're just being difficult. Maybe 
>they've changed their minds for Christmas... must go and check... 
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>—— 
>Toby. 


—-MESSAGE FILE 14184 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001067 


——MESSAGE FILE 14185 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001068 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Tile textured polys 

Date: Mon, 14 Dec 1998 16:54:44 -0600 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <7544bq$9ae3@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I thought that I read at one time on this newsgroup some talk of making the 
.TIM textures used on .TMD objects "wrap" or "tile" over the surface of the 
polygons, instead of "stretching" to fit the poly. 


I've been through the messages again, but I can't see it. 
I thought it had to do with changing the GSDRAWENV.tw drawing environment 


texture window coordinates and/or size. I messed around with this a bit, 
and it didn't make much difference. 


Then in one message, subject "Re: TMD Primitives" dated 7/27/98, Craig 
Graham mentioned that "tile-textured" polys are not supported. 


What was that GsDRAWENV discussion about then? (A dream on my part maybe? 
:-) 

Was it about making the texture "stretch" over more than one poly by 
essentially breaking it into two smaller textures? 


In short, Does anyone have any ideas how to make a texture tile over a poly? 


EdF 


-—-MESSAGE FILE 14185 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001068 


——MESSAGE FILE 14186 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001069 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: polyMorphing? 

Date: Tue, 15 Dec 1998 09:05:43 +0200 

Organization: Here 

Lines: 32 

Message-ID: <7554ffS$9ae4@scea> 

References: <366edfaf.411234@news.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Yannick Suter wrote in message >I was wondering how the characters in games 
like crashBandicoot or 


>tombraider are animated. (?) .. well, I think there are several 
>techs.. 

> 

>(1) single objects, which have to be rotated, transl.. etc 


>-> character looks quite ugly 
>(2) every animationStep is saved 
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>-> needs a lot of mem 

>(3) meshMorphings 

>-> seems to me the best solution 

> 

>are there others? .. which is normaly used? 


The cool thing about the Playstation is that it already has two ways to deal 
with 3d animation. One is mime data and the other is the TOD animation 
file. While the TOD file is not directly supported on the Yaroze, the mime 


data is supported with the gteMIMEFunc() (or something like that). It 
basically modifies the vertex data of a TMD (to make the model appear to 
move internally, like walking or jumping or firing a gun) Then you use 
translation and rotation on the entire model to make it move within the 
world. So movement is broken down into two different areas, internal and 
external. 


Hope that helps, 


Nathan 


—-MESSAGE FILE 14186 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001069 


—--MESSAGE FILE 14187 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001070 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3d flat tiles 

Date: Tue, 15 Dec 1998 10:08:11 +0200 

Organization: Here 

Lines: 25 

Message-ID: <75584kS$9ae5@scea> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Here is my problem, 


I don't know if these are going to be used in the finished game I am making, 
but here we go. I have defined a world in 2d (ie world[10][10]) I have 
made each tile 200 world units in width and in height. When my drawing 
routine draws the tiles it does this: 


for (i=0; i<height; i++) 
for (j=0; j<width; j++) 
Draw tile... 


all the edges look good, but when I zoom in or out the edges rip and I get 
black lines between them that are the length of the screen. Now, the thing 
that I have not tried is to offset each tile 1 world unit, if that is the 
answer than I will have it. If there is any other possiblity, your input 
would be appreciated! 


(by the way, each tile is a square that has been texture mapped) 


Thanks, 
Nathan Miller 


—-MESSAGE FILE 14187 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001070 


—-MESSAGE FILE 14188 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001071 
Path: chuka.playstation.co.uk!news 
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From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: "primitive" — structure 

Date: Tue, 15 Dec 1998 16:08:32 GMT 

Organization: Nowadays 

Lines: 16 

Message-ID: <36768870.134738@news.playstation.co.uk> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppw51.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


what is the structure for the primitives for a 3DObj, which is 
coloured gouraud shaded 3point face (no textmap etc), like 


typedef struct { 


short x; 
short y; 
short z; 
short pad; 
} _VERTEX; 
is the struct for the vertices.. 1 saw, that it's not always the same 
structure (as for vertices for ex.) - is that right? 
is there a list of how the different structures are build? .. thanx! 


Yan 
—-MESSAGE FILE 14188 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001071 


—-MESSAGE FILE 14189 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001072 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: playstation.ny.program. questions, scee.yaroze.programming.2d_graphics, sce 
e.yaroze.programming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.gnu_compiler 

Subject: Re: Dear Sir... 

Date: Tue, 15 Dec 1998 17:32:51 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3676E393.862F167A@datasys.net> 

References: <7158bk$fj62@chuka.playstation.co.uk> <363A04CD.EOEA3EBA@mcmail.com> <36 
3D9C4C.3974@bton.ac.uk> <363D9EE0.4684@bton.ac.uk> <363DA1D8.6A0@bton.ac.uk> <363DB1 
3D.12B9188@mcmail.com> <363DEBB7.14FD@bton.ac.uk> <363DFA06.D723BBD@ndirect.co.uk> < 
363EEEED.3F98@bton.ac.uk> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 250.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; U) 

Xref: chuka.playstation.co.uk playstation.ny.program.questions:206 scee.yaroze.progr 
amming.2d_graphics:827 scee.yaroze.programming.3d_graphics:1072 scee.yaroze.programm 
ing.codewarrior:418 scee.yaroze.programming.gnu_compiler:292 


BJ wrote: 

> 

> > That's like saying stealing is illegal, but receiving stolen goods 
> > is ok. 

> 

> No, it's like stealing a program is illegal, but receiving a document 
> *created* with that program is OK. Come on, don't twist words. 

> 


No, it's not. 


"Darco 
—-MESSAGE FILE 14189 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001072 
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—--MESSAGE FILE 14190 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001073 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LEGO! 

Date: 15 Dec 1998 02:55:18 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 13 

Message-ID: <754j2mS8bv@wyrddreams.demon.co.uk> 

References: <36701455.F01C4FE7@reptile.no> <ulnkfb5h3.fsf@cybec.com.au> <74tipm$1s5@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


It's here, it exists and it's available. How do I know? 'Cos my neighbour's 
brother-in-law has one and couldn't wait till Christmas to play with it. Cost 
etc I don't know, but I can check and find some stuff out. 


Rad (rad@cyberdude.com) wrote: 
Just now while I was eating my breakfast I saw SM:TV Live (I think? - or 
some childrens ITV crap), they were giving away a LEGO Mindstorm amongst 
other things in a competition, so I can only assume it's over here in the UK 
or will be shortly. 
Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 
it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
—-MESSAGE FILE 14190 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001073 


——MESSAGE FILE 14191 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001074 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LEGO! 

Date: Wed, 16 Dec 1998 10:23:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36777C00.2C20D2EB@reptile.no> 

References: <36701455.F01C4FE7@reptile.no> <ulnkfb5h3.fsf@cybec.com.au> <74tipm$1s5@ 
chuka.playstation.co.uk> <754j2mS$8bv@wyrddreams.demon.co.uk> 

NNTP-Posting-Host: t30203p38.telia.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (WinNT; 1) 

X-Accept—-Language: en 


JTait@wyrddreams.demon.co.uk wrote: 

> It's here, it exists and it's available. How do I know? 'Cos my neighbour's 

> brother-in-law has one and couldn't wait till Christmas to play with it. Cost 

> etc I don't know, but I can check and find some stuff out. 

It would be great if you could check out pricing & availability. I heard that they 
had some delivery problems in the U.S, with the first batch of Mindstorms being 
sold out in a short time. 

I have to get me one of those. :) 

Lars 

—-MESSAGE FILE 14191 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001074 


—-MESSAGE FILE 14192 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001075 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSD problems 

Date: Thu, 17 Dec 1998 12:46:40 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <3678FD30.7452@bristol.ac.uk> 
NNTP-Posting-Host: p25-falcon-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO06 (Win95; 1) 


I really hope someone can help me with this one... 

After putting off 3D programming for an age, I got round to giving it a go last week 
but I 
can't seem to get either RSDAnim or RSDTool to work properly. I'm running a Cyrix 15 
O+ with 

64MB of RAM, a 4MB Matrox Millenium graphics card, Win 98, DirectX 5 and a 12MB Vood 
oo2. 

RSDAnim only displays an object that I load into it in red, and select doesn't work 

properly. 

It seems to make no difference whether or not I turn off D3D hardware acceleration w 
ith 

DXTool. 

RSDTool on the other hand, works fine most of the time, but it won't change the colo 

ur of 

certain polygons, giving the error 'DirectX call failed: 88760316 D3DRMERR_BADVALUE' 

I know 

these programs work beacuse I've tried them on my Mum's computer and they work fine. 
Is my Voodoo2 the problem or is it Win 98? I really need to know what's going wrong 

because 

at the moment, I can't really do any proper 3D modelling. 


Cheers in advance, 


Tom 
—-MESSAGE FILE 14192 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001075 


——MESSAGE FILE 14193 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001076 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD problems 

Date: Thu, 17 Dec 1998 15:07:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <75b71c$78c16@chuka.playstation.co.uk> 
References: <3678FD30.7452@bristol.ac.uk> 
NNTP-Posting-Host: modem-60.neon.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Tom, 

This ain't gonna help but may make you feel better with the knowledge that 
someone else is having similar problems :) 

My PC is totally different using an Intel P2 and an Riva graphics card with 
DX6 but I get the same error and basically thought it was a crap shape file 
(didn't mess around for to long) but what I have found is this started just 
after I installed IE4 and all its gubbins.... 


whatever it turns out to be I blame Microsoft ;-) 
Pete. 
Tom wrote in message <3678FD30.7452@bristol.ac.uk>... 


>I really hope someone can help me with this one... 
>After putting off 3D programming for an age, I got round to giving it a go 
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last week but I 

>can't seem to get either RSDAnim or RSDTool to work properly. I'm running a 
Cyrix 150+ with 

>64MB of RAM, a 4MB Matrox Millenium graphics card, Win 98, DirectX 5 anda 
12MB Voodoo2. 

>RSDAnim only displays an object that I load into it in red, and select 
doesn't work properly. 

>It seems to make no difference whether or not I turn off D3D hardware 
acceleration with 

>DXTool. 
>RSDTool on the other hand, works fine most of the time, but it won't change 
the colour of 

>certain polygons, giving the error 'DirectX call failed: 88760316 
D3DRMERR_BADVALUE'. I know 

>these programs work beacuse I've tried them on my Mum's computer and they 
work fine. 

>Is my Voodoo2 the problem or is it Win 98? I really need to know what's 
going wrong because 

>at the moment, I can't really do any proper 3D modelling. 

> 

>Cheers in advance, 

> 

>Tom 


—-MESSAGE FILE 14193 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001076 


—--MESSAGE FILE 14194 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001077 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD problems 

Date: Thu, 17 Dec 1998 22:45:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <36798990.8D5AC269@hinge.mistral.co.uk> 

References: <3678FD30.7452@bristol.ac.uk> <75b71c$78c16@chuka.playstation.co.uk> 
NNTP-Posting-Host: d2-s43-137-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


Peter Dollochan wrote: 


Hi Tom, 

This ain't gonna help but may make you feel better with the knowledge that 
someone else is having similar problems :) 

My PC is totally different using an Intel P2 and an Riva graphics card with 
DX6 but I get the same error and basically thought it was a crap shape file 
(didn't mess around for to long) but what I have found is this started just 
after I installed IE4 and all its gubbins.... 


VVVVVVVVV 


whatever it turns out to be I blame Microsoft ;-) 
I'm glad you're not blaming me...... although, ProDG installed IE4 on my machine, 
and it didn't effect RsdANIM's display at all. 


I only have an S3 Virge card to test with, which work's fine, and I cann't 
afford to 


buy load's of 3D card's for testing....sorry, no way I can trace the problem. 
One 
suggestion though (Voodoo2 only) - a tool called Tweak3DFX fixed compatibility 


with Voodool cards - maybe there's a new version around for Voodoo2? 


> Pete. 
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Craig. 
PS. RsdANIM v1.6 will be released over the christmas period (before the end 
of the year). 


—-MESSAGE FILE 14194 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001077 


—--MESSAGE FILE 14195 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001078 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD problems 

Date: Fri, 18 Dec 1998 01:03:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <75c9ud$17v3@chuka.playstation.co.uk> 

References: <3678FD30.7452@bristol.ac.uk> <75b71c$78cl6@chuka.playstation.co.uk> <36 
798990. 8D5AC269@hinge.mistral.co.uk> 

NNTP-Posting-Host: modem-86.gold.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Oops 


I should have made it a bit more clear - RSDanim seems to be working fine :) 
RSDtool gives me the DirectX error for certain polys whilst flat shading. 


Pete. 
(But its still Bills fault anyway) 


—-MESSAGE FILE 14195 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001078 


—-MESSAGE FILE 14196 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001079 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD problems 

Date: Fri, 18 Dec 1998 11:17:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <367A39CC.A0AEICFE@hinge.mistral.co.uk> 

References: <3678FD30.7452@bristol.ac.uk> <75b71c$78c16@chuka.playstation.co.uk> <36 
798990.8D5AC269@hinge.mistral.co.uk> <75c9ud$17v3@chuka.playstation.co.uk> 
NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Peter Dollochan wrote: 


Oops 


> 
> 
> I should have made it a bit more clear - RSDanim seems to be working fine :) 
> RSDtool gives me the DirectX error for certain polys whilst flat shading. 

> 


RSDTOOL doesn't support all the poly types provided by the RSD/TMD format. 
If a model's been through RsdANIM, it may not work correctly with RsdTOOL 
(there's an option on the Tools menu call "Make RSDTOOL compatible" to fix 
that - you loose the more obscure poly types though). 
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> Pete. 
> (But its still Bills fault anyway) 


Craig. 


—-MESSAGE FILE 14196 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001079 


—--MESSAGE FILE 14197 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001080 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: RSD Anim problems!! 

Date: Fri, 18 Dec 1998 11:33:03 +0200 

Organization: Here 

Lines: 17 

Message-ID: <75do1l3Sar75@scea> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


This is mostly to Craig Graham, 


I have been having problems with RSDAnim v1.5. The biggest problem that I 
have is that the file saver does not save the bone file! I spend time 
making the bones and then I save my file to go eat or whatever, when I come 
back to work on the animation for my model, there is no bone file, so I am 
back to square one. The second problem, which I do not know if it is fully 
implemented, is that the textures do not display and I cannot use the UV 
editor. I hate to gripe about the program because it is really good, but it 
is frustrating sometimes. Input would be helpful. 


Nathan Miller 


—-MESSAGE FILE 14197 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001080 


——MESSAGE FILE 14198 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001081 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSD Anim problems!! 

Date: Sat, 19 Dec 1998 11:16:18 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <367B8B02.3F3E3F0F@hinge.mistral.co.uk> 
References: <75dol3Sar75@scea> 

NNTP-Posting-Host: d2-s48-142-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Me wrote: 

> This is mostly to Craig Graham, 

> 

> I have been having problems with RSDAnim v1.5. The biggest problem that I 
> have is that the file saver does not save the bone file! I spend time 


When you save the RSD, it's the Baseframe that get's saved, not the edit frame. 
So, once you've added the bones, replace the baseframe in the project manager, 
then save. If this is a bit counter intuitive, sorry - I can add a 'Save Current 
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Frame' 
if you like..... 


making the bones and then I save my file to go eat or whatever, when I come 
back to work on the animation for my model, there is no bone file, so I am 
back to square one. The second problem, which I do not know if it is fully 
implemented, is that the textures do not display and I cannot use the UV 


V V V V 


Textures should display ok. The only reason they wouldn't would be if you 
didn't have enough memory on your graphics card and used a lot of textures. 
To get round that, click "NO" in the startup dialog to force it to use the 
software 

emulation mode instead of direct3D HAL mode - that should give you inifinite 
texture space (I know, the texture support sucks - I should really do a bit 
better 

texture buffer management than I do now). 


> editor. I hate to gripe about the program because it is really good, but it 
> is frustrating sometimes. Input would be helpful. 


Things like this don't get fixed if folks don't complain here or mail me, or 
phone me or come round and hassle me. My number and address are in the help 
file, I live in Brighton (England) - anyone near enough is welcome to call round 
and 

show me bug's and I'll (try to) fix them there & then. 


> Nathan Miller 


Craig. 
BTW. As I think I said a few day's ago, RsdANIM 1.6 will be out over the 
Christmas period (before New Year). 


—-MESSAGE FILE 14198 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001081 


——MESSAGE FILE 14199 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001082 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: More 3d problems 

Date: Sat, 19 Dec 1998 18:55:59 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <367BF6BF.28B3@bristol.ac.uk> 
NNTP-Posting-Host: p44-conebill-gui.tch.virgin.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO06 (Win95; 1) 


Hi there again, just two quick points. First, I can't find Tweak3DFX anywhere 
on the internet, was is supplied with the first 3DFX card? I do have DXTool 
which I got with my Voodoo2, are they the same thing? 

Secondly, I'm using 3D Studio Max 1.2 and I downloaded 3ds2rsd which works OK 
for none textured models but I can't get the textured ones to convert 
properly as 3DS Max doen't have a 3ds.set file. I took my best guess as to 
what to put in the 3ds.set file but I've so far had no luck. Is there 
anything I can do? 


OK, make that three quick points. I've just created an untextured ball and 
textured half of it with RSDTool (it worked OK for once). The viewport in 
RSDTool showed both the textured and untextured halves as being smooth-shaded 
but when I converted the model with RSDLink, the textured polygons are 
rendered as flat shaded while the un-textured ones are smooth shaded. Is this 
a problem with my code (it's my first attempt at a 3D program) or something 
else? 


Thanks once again, 
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Tom 


—-MESSAGE FILE 14199 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001082 


——MESSAGE FILE 14200 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001083 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: More 3d problems 

Date: Sun, 20 Dec 1998 07:53:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <367CACE3.285701B@hinge.mistral.co.uk> 
References: <36/7BF6BF.28B3@bristol.ac.uk> 
NNTP-Posting-Host: d2-s40-134-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Tom wrote: 


Hi there again, just two quick points. First, I can't find Tweak3DFX anywhere 
on the internet, was is supplied with the first 3DFX card? I do have DXTool 
which I got with my Voodoo2, are they the same thing? 

Secondly, I'm using 3D Studio Max 1.2 and I downloaded 3ds2rsd which works OK 
for none textured models but I can't get the textured ones to convert 
properly as 3DS Max doen't have a 3ds.set file. I took my best guess as to 
what to put in the 3ds.set file but I've so far had no luck. Is there 
anything I can do? 


VV V NV VV VV V 


You'll have a slight problem with 3DS Max generated texture coord's even if you 
can get 
them out. The problem will come due to Max using repeating textures for it's 
models 

(which aren't supported in the yaroze libs). So, you'll get texture coords such 
as 
t=1.1, ս-0.23 (1.1*texture_width, 0.23*texture_height), which is off the right 
hand side of 

the first copy of the texture, into the second copy of the texture. You cann't 
really get round 

this easily...... 


Texture information is exported in the ASE file generated by Max v2 and upwards, 
so you 

should just upgrade to the new version (I never found out why Max's 3DS file 
generation 

omits texture coords, pretty shit really). As I said earlier, you'll still get a 
few problems 

though..... you may find that you have to repeat part's of your texture in the 
cache to allow 

Max texturing to work correctly, and that'll take up more space in the cache, and 
slow down 

the display as well (more texture cache misses). 


OK, make that three quick points. I've just created an untextured ball and 
textured half of it with RSDTool (it worked OK for once). The viewport in 
RSDTool showed both the textured and untextured halves as being smooth-shaded 
but when I converted the model with RSDLink, the textured polygons are 
rendered as flat shaded while the un-textured ones are smooth shaded. Is this 
a problem with my code (it's my first attempt at a 3D program) or something 
else? 


VVVVVVV 


No idea - I don't use RSDTool. You could try to contact Malachy (the guy who 
wrote RSDTool for Sony) - he was working for Shiny in the states last time I 
heard 

from him.... 
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> Thanks once again, 
> 
> Tom 


Craig. 


—-MESSAGE FILE 14200 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001083 


——MESSAGE FILE 14201 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001084 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSD Anim problems!! 

Date: Sun, 20 Dec 1998 11:14:11 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <75iih7Sqmf1@chuka.playstation.co.uk> 

References: <75dol3Sar75@scea> <367B8B02.3F3E3F0F@hinge.mistral.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Textures should display ok. The only reason they wouldn't would be if you 
>didn't have enough memory on your graphics card and used a lot of textures. 
>To get round that, click "NO" in the startup dialog to force it to use the 
>software 

>emulation mode instead of direct3D HAL mode - that should give you 
inifinite 


>texture space (I know, the texture support sucks - I should really do a bit 
>better 

>texture buffer management than I do now). 

> 


Hmmm, Finally got the bones thing working, I didn't know that you had to 
save the base frame. That helped a lot! I have my little guy running 
around his world able to move his arms and legs with pride (for the longest 
time he was just moved around the world, now he appears to be walking) The 
textures still do not display. I am not using D3D acceleration and RSDTool 
works fine. I would like to use the texture wrapping and all, but I cannot 
see the results unless I download the model to the Yaroze everytime. Օհ 
well, I know it isn't my version of Directx, I have 6.0. I guess my 
graphics card does not like the code. It is a laptop, P266 with 2MB vid 
card and all the extras, it just doesn't display for some reason. Well, if 
you ever figure it out, let me know! Thanks for the help with the bones. 


Nathan Miller 


—-MESSAGE FILE 14201 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001084 


--MESSAGE FILE 14202 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001085 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: a couple of graphics bugs 

Date: Sun, 20 Dec 1998 12:56:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <367cf414.1882292@www.netyaroze-europe. com> 
NNTP-Posting-Host: p00Os07a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


1) people with gouraud shadedd polygons AND using fog. If you want the 
smooth fogging you HAVE to subdivide the polygon, owing to the 
different routines that are used for subdivided + non subdivided 
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polys. Annoying but true. So there goes my ideas of smooth quick 
fogging (growl) 


2) more something about my own stupidity. I set up dithering in 
GsInitGraph but it didnt work with my split screen routines. The 
reason, because the DRAWENV has its own .dtd flag that states whether 
to use it or not. And as you can guess they were set to not dither. 
Pillock 


Robert 
—-MESSAGE FILE 14202 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001085 


——MESSAGE FILE 14203 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001086 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: polyMorphing? 

Date: Sun, 20 Dec 1998 18:41:03 GMT 

Organization: Nowadays 

Lines: 19 

Message-ID: <367d37d8.849483@news.playstation.co.uk> 

References: <366edfaf.411234@news.playstation.co.uk> <7554ffS$9ae4@scea> 
Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppw55.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 


hello nathan! 


>file. While the TOD file is not directly supported on the Yaroze, the mime 
>data is supported with the gteMIMEFunc() (or something like that). 


yeah.. I checked out this MIMe-funktion and it does exactly what I did 
with my own interpol-funktion. BUT much faster =) 


>world. So movement is broken down into two different areas, internal and 
>external. 


I didn't realy understand what you mean with internal and external.. 
gteMIMefunc() is just a normal interpolation-funktion.. =) but 
anyway.. thnx for that hint! 


are there any example sourceCodes out to see how animations using the 
TOD method exactly work? 


Yan 
—-MESSAGE FILE 14203 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001086 


——MESSAGE FILE 14204 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001087 

Path: chuka.playstation.co.uk!news 

From: asc@netlink.ch (Yannick Suter) 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: gteMIMefunc & me: One of us is wrong 

Date: Sun, 20 Dec 1998 19:41:11 GMT 

Organization: Nowadays 

Lines: 29 

Message-ID: <367d4d8e.508235@news.playstation.co.uk> 

References: <364A002A.62D2@funnytown. com> 

Reply-To: asc@netlink.ch 

NNTP-Posting-Host: pppw52.netlink.ch 

X-Newsreader: Forte Free Agent 1.1/32.230 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1087 scea.yaroze.p 
rogramming.3d_graphics:329 


>- Could this a problem with the PSX's fixed-point math? (Inaccuracies 
>building up to a high level of nastiness?) My models are around 500 
>'units' in width/height, but there isn't any easy way for me to make 'em 
>bigger. 
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I had the same prob.. finally i wrote my own routines (not as fast as 
gteMIMefunc but for the moment enough for me). i think the prob is 
here is really the fixed-point math. 


little example: (ldimens) 
startPoint: 0 endPoint: 10 diff: 10 


interpol using 1 interpolationStep - everything will be fine.. 


interpol using 4 midSteps (p is here a float which goes for 0 to 1 
not like in the gteMIMefunc, but at the end the same) 


1. step: diff * 0.25 = 2.5 (the prob is simplified - i know - but 
again, at the end the same) 


coz the func use fixpoints, 2.5 should get 2 or 3.. 


ok.. 4 steps: each will add 2 or 3 to the sourceCoord, so we'll end 
at the coord 8 or 12.. quite far from 10 =) 


Yan 


—-MESSAGE FILE 14204 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001087 


--MESSAGE FILE 14205 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001088 

Path: chuka.playstation.co.uk!news 

From: "Anders Clerwall" <anders.clerwall@swipnet.se> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: LWO 

Date: Sun, 20 Dec 1998 21:40:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <75jncemSqmf2@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup76-3-1.swipnet.se 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.0810.800 


I'm looking for a utility I found once.. It converted .TMD files to .LWO.. 
Does anyone have this, I need it. 


..and merry x-mas for all 


// Anders C 


—-MESSAGE FILE 14205 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001088 


--MESSAGE FILE 14206 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001089 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: More 3d problems 

Date: Sun, 20 Dec 1998 15:38:45 -0800 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <367D8A85.6D128327@znet .com> 

References: <367BF6BF.28B3@bristol.ac.uk> 

NNTP-Posting-Host: scts1-40.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; Ս) 
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Tom wrote: 


OK, make that three quick points. I've just created an untextured ball and 
textured half of it with RSDTool (it worked OK for once). The viewport in 
RSDTool showed both the textured and untextured halves as being smooth-shaded 
but when I converted the model with RSDLink, the textured polygons are 
rendered as flat shaded while the un-textured ones are smooth shaded. Is this 
a problem with my code (it's my first attempt at a 3D program) or something 
else? 


VVVVVVV 


It did that to me too. If I load an object in RSDtool and save it 
without making changes it changes "0 G T" to "8 F T" in my .MAT file. 
Look at the docs for the .MAT file format and check RSDtool's output. 
You may have to edit it by hand as I did. 


regards, 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 14206 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001089 


—--MESSAGE FILE 14207 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001090 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: vsync 

Date: Mon, 21 Dec 1998 09:54:41 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <367E1AE1.259C@mdx.ac.uk> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialup10.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Is there a global variable that stores the result of VSync? I ask this 
because I wish to experiment with different frame rates. 


Merry Christmas everyone! 
Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


—-MESSAGE FILE 14207 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001090 


——MESSAGE FILE 14208 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001091 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: polyMorphing? 

Date: Mon, 21 Dec 1998 12:11:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <367E3AE1.5E54DBF@hinge.mistral.co.uk> 

References: <366edfaf.411234@news.playstation.co.uk> <7554ffS9ae4@scea> <367d37d8.84 
9483@news.playstation.co.uk> 

NNTP-Posting-Host: dl-s46-78-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
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X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Yannick Suter wrote: 


I didn't realy understand what you mean with internal and external.. 
gteMIMefunc() is just a normal interpolation-funktion.. =) but 
anyway.. thnx for that hint! 


> hello nathan! 

> 

> >file. While the TOD file is not directly supported on the Yaroze, the mime 
> >data is supported with the gteMIMEFunc() (or something like that). 

> 

> yeah.. I checked out this MIMe-funktion and it does exactly what I did 

> with my own interpol-funktion. BUT much faster =) 

> 

> >world. So movement is broken down into two different areas, internal and 
> >external. 

> 

> 

> 

> 


He means you can do the interpolation style animation by manipulating 

the vertex coords internal to the model (using gteMIMefunnc()), or you 

can build a coordinate hierachy with a TMD for each bit of the overall 

model and animate them externally using the GS_COORDINATE2 type 

stuff. Or you can mix the two (internal for the character animation, external 
for the world space positioning and orientation). 


> Yan 


Craig. 


—-MESSAGE FILE 14208 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001091 


—--MESSAGE FILE 14209 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001092 

Path: chuka.playstation.co.uk!news 

From: rob@nightlights.ch (Robert Ruza) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: gteMIMefunc... 

Date: Mon, 28 Dec 1998 07:52:05 GMT 

Organization: Republic Strohm & Co. 

Lines: 14 

Message-ID: <368a37e4.2575561@news.playstation.co.uk> 
NNTP-Posting-Host: 164.128.63.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hi everybody! 

Has somebody an simpler sample for that gteMIMefunc than the 
dino-demo? I would be happy, if you could send me this simple demo or 
where I can find it... 

Thnx ppl! 


With best regards, 


Rob Rose (rob@nightlights.ch) 
—-MESSAGE FILE 14209 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001092 


--MESSAGE FILE 14210 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001093 
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Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 
Subject: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Mon, 28 Dec 1998 10:21:45 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> 
NNTP-Posting-Host: dl-s0-32-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:169 scee.yaroze.programming.3d_gr 
aphics:1093 


As the title say's, release 1.6 of RsdANIM is on my Yaroze WWW site as I 
write. 


Archive includes a few samples, a new version of the RsdANIM_lib 
playstation library, 
updated help files and the program itself. 


Lot's of new toys, but no improvements in compatibility (ie. still 
unlikely to work on NT 
and still not fond of 3DFX cards). 


There's much I could say, but you can download it to find out..... 


Craig. 
http://www.netyaroze-europe.com/~c_graham/ 


—-MESSAGE FILE 14210 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001093 


—-MESSAGE FILE 14211 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001094 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Mon, 28 Dec 1998 16:08:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3687ACFE.D7B43771@hinge.mistral.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> 

NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:170 scee.yaroze.programming.3d_gr 
aphics:1094 


Craig Graham wrote: 


> Lot's of new toys, but no improvements in compatibility (ie. still 
> unlikely to work on NT 
> and still not fond of 3DFX cards). 


Although, that said Mario say's it works on his machine now 
(with a card Viper550, whatever that may be....). 


Craig. 


—-MESSAGE FILE 14211 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001094 


—-MESSAGE FILE 14212 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001095 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Tue, 29 Dec 1998 11:01:29 +1300 

Organization: Sidhe Interactive 

Lines: 23 

Message-ID: <768unk$22920@chuka.playstation.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> <3687ACFE.D7B43771@hinge.mistral 
-co.uk> 

NNTP-Posting-Host: p51-maxll.wlg.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.announce:171 scee.yaroze.programming.3d_gr 
aphics:1095 


Craig Graham wrote in message <3687ACFE.D7B43771@hinge.mistral.co.uk>... 
>Craig Graham wrote: 

> 

>> Lot's of new toys, but no improvements in compatibility (ie. still 

>> unlikely to work on NT 

>> and still not fond of 3DFX cards). 

> 

>Although, that said Mario say's it works on his machine now 

>(with a card Viper550, whatever that may be....). 


Previously I had problems with the DirectX acceleration and random crashes, 
but with the new version these problems have gone away. So if you had 
problems before give this new version a try. Its worth it. 


The Diamond Viper 550 is a Riva 128 TNT card. 


Mario 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


-—-MESSAGE FILE 14212 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001095 


——MESSAGE FILE 14213 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001096 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: ANNOUNCE: RSDANIM 1.6 RELEASED 

Date: Mon, 28 Dec 1998 22:51:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 
Message-ID: <36880B8E.4D37B9D8@hinge.mistral.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> <3687ACFE.D7B43771@hinge.mistral 
.co.uk> <768unk$22920@chuka.playstation.co.uk> 

NNTP-Posting-Host: d3-s22-178-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.announce:172 scee.yaroze.programming.3d_gr 
aphics:1096 


Mario Wynands wrote: 
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> Previously I had problems with the DirectX acceleration and random crashes, 


> but with the new version these problems have gone away. So if you had 
> problems before give this new version a try. Its worth it. 


>) 
> The Diamond Viper 550 is a Riva 128 TNT card. 
That explains it. The RivaTNT chipset can do rendering to a window (as can the 


S3 and Videologic chipsets). 3DFX enforces full screen only (apart from the 
Voodoo Rush chipset, but that's full of crap bugs anyway). 


Steve Spiller reckon's I'm not handling the error from the 3Dfx running out of 
memory 

creating the Z-Buffer's, and that's why it doesn't work with a 3Dfx - maybe 
someone 

in the Brighton area wants to lend me a 3Dfx for a week or two & I'll have a 
look? 


> Mario 


Craig. 


—-MESSAGE FILE 14213 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001096 


—--MESSAGE FILE 14214 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001097 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <ferguson@hkstar.com> 

Newsgroups: scee.yaroze.announce, scee.yaroze.programming.3d_graphics 

Subject: Re: Viper 550 

Date: Tue, 29 Dec 1998 08:20:33 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7697v9$22922@chuka.playstation.co.uk> 

References: <36875BB9.9BDFFEAD@hinge.mistral.co.uk> <3687ACFE.D7B43771@hinge.mistral 
-co.uk> <768unk$22920@chuka.playstation.co.uk> 

NNTP-Posting-Host: ip-—54-33.dialup.hkstar.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 

Xref: chuka.playstation.co.uk scee.yaroze.announce:173 scee.yaroze.programming.3d_gr 
aphics:1097 


Mario Wynands wrote in message <768unk$22920@chuka.playstation.co.uk>... 
> 
>The Diamond Viper 550 is a Riva 128 TNT card. 


Well, it's a Riva *TNT* card, the successor to the Riva 128. 2x AGP, 16MB, 
excellent 2D and 3D (rivalling Voodoo 2 performance) and the ability to cope 
with 32-bit colour and resolutions over 800x600 (with v. little loss of 
speed). Yeah, the TNTs are kick-ass cards. 


(They'd better be as I plan on buying one today!) 


Nick "better stop these irrelevant posts" F 


—-MESSAGE FILE 14214 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001097 


——MESSAGE FILE 14215 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001098 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Poly Intersections 

Date: Tue, 29 Dec 1998 23:34:55 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <3689671E.AA01BBAB@hinge.mistral.co.uk> 
NNTP-Posting-Host: dl-s56-88-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Anyone got a quick(ish) way of doing polygon intersection calculation? 
I'm adding constructive geometry to RsdANIM, and althought I've put 
together some code that does the job, my code to calculate the ray/plane 


intersection point is dismally slow. Checking that the point on the 
plane 

lies within a the poly is a much quicker, but actually getting the 
intersection 

between one poly edge and the plane of a 2nd poly is a lot slower than 
I'd 

like. 


For those who've no idea what I'm on about, in order to subdivide a poly 


where it crosses another poly I have to work out where the two poly's 
intersect by projecting the edges of one poly to the point where they 
meet the 
plane that the 2nd poly lies in. Then I check to see if the point lies 
within 
the 2nd poly. If it does, then the first poly must be subdivided at that 
point. 


All clear? No, anyway, upshot is it'll allow the following new features 
in 
RsdANIM: 
1) a smooth join of two objects (like the "Boolean-Union" operation in 
3DS Max), 
2) undisplayed faces removed from the model. 
3) Directional and point source embedded lighting with proper shadow 
casting 

(currently there's only point source support, and it doesn't cast 
shadows). 


Anyone got a nice quick way of doing the ray plane intersect? 
(an O(1) algorithm would be good) 


Laters, 
Craig. 


—-MESSAGE FILE 14215 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001098 


——MESSAGE FILE 14216 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001099 
Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Yaroze built in look-up tables 

Date: Wed, 30 Dec 1998 12:30:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <76d2onSqsh3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Does anyone know if the sine and cosine functions just return a lookup table 
value or if they actually calculate the return value everytime. If it uses 
a lookup table, is there anyway to access this table directly? Seems like 
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the functions should just return a lookup table value, it would be a lot 
quicker. 


Thanks, 


Nathan Miller 


—-MESSAGE FILE 14216 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001099 


--MESSAGE FILE 14217 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001100 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: gteMIMefunc... 

Date: Wed, 30 Dec 1998 12:45:22 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <76d8f0Sqsh6@chuka.playstation.co.uk> 
References: <368a37e4.2575561@news.playstation.co.uk> 
NNTP-Posting-Host: 195.232.124.94 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Robert Ruza wrote in message <368a37e4.2575561@news.playstation.co.uk>... 
>Has somebody an simpler sample for that gteMIMefunc than the 
>dino-demo? I would be happy, if you could send me this simple demo or 
>where I can find it... 


Yea the dino demo is a bit convoluted, but then it allows several anims to 
be done concurrently. 


check Craig Grahams libs - they are easier to follow. 


Nick S 


—-MESSAGE FILE 14217 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001100 


——MESSAGE FILE 14218 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001101 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Yaroze built in look-up tables 

Date: 30 Dec 1998 14:56:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <01be3404$96627120S0a3ddec2@guildfoc> 
References: <76d2onSqsh3@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Nathan - 


All the main trig functions calculate their results at run time. They 
wouldn't be able to achieve the necessary precision without using huge 
lookup tables. As a result they're all slow as s**t. 


Of course we're all games programmers so we need speed not precision; hence 
the prolific use of home-made lookup tables and fixed point on NY. 


- Miles 
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Nathan Miller <millerbosnia@hotmail.com> wrote in article 
<76d2onS$qsh3@chuka.playstation.co.uk>... 

> Does anyone know if the sine and cosine functions just return a lookup 

table 

> value or if they actually calculate the return value everytime 

-—-MESSAGE FILE 14218 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001101 


--MESSAGE FILE 14219 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001102 

Path: chuka.playstation.co.uk!news 

From: rob@nightlights.ch (Robert Ruza) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Looking for... 

Date: Wed, 30 Dec 1998 16:10:27 GMT 

Organization: Republic Strohm & Co. 

Lines: 18 

Message-ID: <368a4f74.24103378@news.playstation.co.uk> 
NNTP-Posting-Host: 164.128.63.147 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hello! 


I'm looking for an simple tree Model in RSD-Format with 4Bit Textures. 
And could someone give me a functioning 3d Sprite Routine, or post it 
here? Yes, I saw the old messages, but I would like to get it in one 
piece, that would be more than nice....8-D 


PlayStation ruuullleeeeeeezzzz. 


With best regards, 
Rob 


-—-MESSAGE FILE 14219 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001102 


—-MESSAGE FILE 14220 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001103 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Looking for... 

Date: Fri, 01 Jan 1999 10:39:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <368CA5FO.6EB6@mdx.ac.uk> 

References: <368a4f74.24103378@news.playstation.co.uk> 
Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Robert Ruza wrote: 
Hello! 


I'm looking for an simple tree Model in RSD-Format with 4Bit Textures. 
And could someone give me a functioning 3d Sprite Routine, or post it 


> 
> 
> 
> 
> 
> here? Yes, I saw the old messages, but I would like to get it in one 
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piece, that would be more than nice....8-D 


PlayStation ruuullleeeeeeezzzz. 


With best regards, 


VVVVVVV VV 


Rob 
Heres a function to draw a 3d sprite: 


void draw_3dsprite (GsSSPRITE *sprite,long x,long y,long z,short 
precision) 
{ 
VECTOR transformedPosition, position={x,y,z}; 
ApplyMatrixLV (&GSWSMATRIX, &position, &étransformedPosition) ; 
transformedPosition.vz+=GsWSMATRIX.t[2]; 
if (transformedPosition.vz>0) 
{ 
transformedPosition.vx+=GSWSMATRIX.t[0]; 
transformedPosition.vy+t=GsWSMATRIX.t [1]; 
sprite.scalex=sprite.scaley=16777216/transformedPosition.vz; 
sprite.x=(transformedPosition.vx*250) /transformedPosition.vz; 
sprite.y=(transformedPosition.vy*250) /transformedPosition.vz; 


GsSortSprite (&sprite, &OTable_ Header [CurrentBuffer],transformedPosition.vz>>(precisio 
n-2)); 

} 
} 


Substitute the "250" for the whatever you've set your projection 
distance to. 

Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 


-—-MESSAGE FILE 14220 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001103 


--MESSAGE FILE 14221 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001104 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: The ultimate 3d->2d problem 

Date: Sat, 2 Jan 1999 13:57:01 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 
Message-ID: <7614u4Sqsh23@chuka.playstation.co.uk> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


To all the math inclined- 


I have a BIG problem that I cannot seem to figure out. I have been thinking 
about it for the past few days, but I just cannot seem to figure it out. It 
involves the process of converting 3d to 2d. I am writing my own polygon 
rasterizer for a specific type of polygon. I have to convert the points of 
the polygon myself from 3d to 2d. The polygon is forced to be a 
quadrilateral. Once the polygon has been converted to 2d screen space the 
output is always either a quadrilateral or a parallelagram. I then 
calculate 2 points based on their z components to be the side I want to 
start drawing from. The other two points are the side I want to draw to. 

My loop has to determine whether or not it is drawing top to bottom or side 
to side. This is the point that becomes a problem. I cannot seem to figure 
out how to determine which side I am drawing based on the two points that 
the algorithm found. Before I try and clarify the problem with a visual, I 
am not doing standard texture mapping (if you couldn't tell) I am doing a 
special :-) texture mapping that requires me to draw back to front (in the z 
direction). I can find the rear of my 2d polygon based on its converted z 
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component. Here is the visual and why it is a problem (remember it has to 
be as fast as possible): 


p3-> x x Հ-ք4 


pl and p2 define the edge I want to draw from and p3 and p4 define the edge 
I want to draw to. This case is easy, but what happens when it looks like 
this: 


pl-> x x Հ-ք2 


p3-> x x Հ-ք4 


now p3 and p4's x values are left so the algoritm may make a mistake and 
think it is drawing side to side instead of top to bottom. 


Is it a lot easier than I am thinking it is or is it an impossible problem? 
Your help will be appreciated, 


Nathan Miller 


—-MESSAGE FILE 14221 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001104 


——MESSAGE FILE 14222 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001105 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Poly Intersections 

Date: 3 Jan 1999 22:09:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <slrn78vqlb.f0.tjs@longford.cs.monash.edu.au> 
References: <3689671E.AA01BBAB@hinge.mistral.co.uk> 
NNTP-Posting-Host: longford.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 


On Tue, 29 Dec 1998 23:34:55 +0000, Craig Graham wrote: 
>Anyone got a nice quick way of doing the ray plane intersect? 
>(an O(1) algorithm would be good) 


Express plane one in terms of the generic plane equation 

ax+by+cz+d=0 (1). 

(n.b. - (a,b,c) is the vector of the polygon normal, and d can be calculated 
via substitution) 

express the ray in parametric form: 

x=u_l.ttv_1l, y=u_2.tt+v_2, z=u_3.ttv_3. (2) 

substitute (2) into (1): 

a(u_l.tt+v_1) +b (u_2.tt+v_2)+c(u_3.tt+v_3)+d=0 (3) 

solve for t using (3). 

solve for x,y,z using (2). 


If you want to calculate the intersection only if the point is inside the 
polygon (odd, but who knows...) then: 
if it's a convex polygon: 


compute intersection of plane. 

compute dot product of vector from poly.pl->intersection and poly.pl->poly.p2 
compute dot product of vector from poly.p2->intersection and poly.p2->poly.p3 
if the signs are the same, then the point is inside the polygon. 


if it's not convex, there are more complex algorithms that do this fast, 
but I don't know them. 
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Hope this is what you want, 


Toby. 
—-MESSAGE FILE 14222 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001105 


—-MESSAGE FILE 14223 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001106 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 
From: R Fred Williams <rfredw@argonet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Poly Intersections 

Date: Sun, 03 Jan 1999 22:18:51 GMT 

Organization: ArgoNet, but does not reflect its views 
Lines: 94 

Distribution: world 

Message-ID: <na.addle948be.a70la0rfredw@argonet.co.uk> 
References: <3689671E.AA01BBAB@Chinge.mistral.co.uk> 
Reply-To: R Fred Williams <rfredw@argonet.co.uk> 
NNTP-Posting-Host: userl747.uk.uudial.com 
X-Newsreader: NewsAgent 0.84 for RISC ՕՏ 
X-NNTP-Poster: NewsHound v1.3782 


In article <3689671E.AAO01BBAB@hinge.mistral.co.uk>, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 

> Anyone got a nice quick way of doing the ray plane intersect? 
> (an O(1) algorithm would be good) 


Extract from the comp.graphics.algorithms faq... 


Subject 5.05: How do I find the intersection of a line and a plane? 
If the plane is defined as: 
a*x + b*y + Շ"2 + d = 0 


and the line is defined as: 


x = «1 + (x2 - x1)*t = xl + i*t 
y= yl + (2 - yl) *t = yl + j*t 
z = 21 + (z2 Հ z1)*t = zl + k*t 


Then just substitute these into the plane equation. You end up 
with: 


t = - (a*xl + b*yl + c*z1 + d)/(a*i + b*j + c*k) 
When the denominator is zero, the line is contained in the plane 


if the numerator is also zero (the point at t=0 satisfies the 
plane equation), otherwise the line is parallel to the plane. 


Well, that's nice & quick, but... 


The cga faq, while being a very handy thing to have on call, has a 
habit of missing out important things like... 


If your source data's a polygon, then the abcd plane equation needs to 
be derived from three polygon points, using the "determinant" version 
of the plane equation... 


(x-x1) (y-yl) (2-21) 
(«2-41 (y2-yl) (22-21) | = 0 
(23-21) (y3-yl) (23-21) 


(I'd read that as pl being the "angle", not that it matters beyond the 
clockwise/anti issue) 
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Good luck with all the plusses & minuses on that, & you'll end 
up with a,b,c,d in terms of x1,x2,x3,yl,y2,y3,21,22,z3. 


OK, to save you looking it up (I started doing 3d code 10 years after 
learning this o-level maths stuff, and having to re-learn all the bits 
I'd forgotten was a major pain ;) 


Definition of 3*3 matrix—determinants:- 


abc] ՀՅ" je f| -b* jd f| +c * jde 
def h i 91 ց հ 
gh i 

and օք 2*2's 
w x| = w*z - x*y 
y z 


In this case, all the 2*2 determinants are constant, which is handy. 


NB - scan your poly for 3 points with a decent angle between 'em. 


Specifically, 


bear in mind that sooner or later someone *wil 


poly at you with colinear, 


or even duplicate, 


points in it. 


artists will, 


at some point, 


l1* throw a 
Come to that, 


give you entirely colinear "pol 


lygons" to 


contend with, which (obviously) have no fixed plane equation :) 

It's worth precalcing the abcd equation for your planes *anyway*, coz 
"which side of a plane is a point on?" is simply a matter of plugging xyz 
into the abcd, and seeing if the result is >,=,< zero, and that's a 
*very* quick & easy first test for poly->plane intersection. 


Forgive me if I'm stating the bleedin" obvious here 


of the above) ! 


(or indeed in any 


Source is left to the interested reader ;) (my code for this is at work, 
I'm on holiday, and in any case, it'd suffer from copyright issues) 


ttfn 
Fred 
(yaroze /~RFREDW) 


Page 9572 


—-MESSAGE FILE 14223 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001106 


--MESSAGE FILE 14224 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001107 
Path: chuka.playstation.co.uk!news 
From: Craig Graham <c_graham@hinge.mistral.co.uk> 


Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Poly Intersections 

Date: Mon, 04 Jan 1999 09:28:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <369089DA.229D997Béhinge.mistral.co.uk> 

References: <3689671E.AA01BBAB@hinge.mistral.co.uk> <na.addle948be.a701la0rfredw@argo 


net.co.uk> 
NNTP-Posting-Host: 
Mime-Version: 1.0 
Content-Type: text/plain; 
Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.5 [en] 
X-Accept—-Language: en 


d2-s39-133-telehouse.mistral.co.uk 
charset=us-ascii 


7ԵԼԵ 
(Win95; I) 


R Fred Williams wrote: 
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> OK, to save you looking it up (I started doing 3d code 10 years after 
> learning this o-level maths stuff, and having to re-learn all the bits 
> I'd forgotten was a major pain ;) 


Reckon everyone thinks that. 


> Definition of 3*3 matrix-determinants:- 
<Snip - useful determinents stuff gets cut> 


So, that's how you convert the coplaner points to the plane equation 
- did it in A level math, forgot it 10 years later, thanks for the reminder. 


> Fred 


Good stuff - hope everyone was paying attention...there must be some uses 
for it in-game (although I'm only using it in RsdANIM to do CGS ops) 

eg. a sword that really cuts, accurate hit detection with a laser or bullet 
(better than 

bounding box), etc. 


Craig. 


-—-MESSAGE FILE 14224 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001107 


--MESSAGE FILE 14225 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001108 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Poly Intersections 

Date: Mon, 04 Jan 1999 09:37:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <36908BCA.F33C961E@hinge.mistral.co.uk> 

References: <3689671E.AA01BBAB@hinge.mistral.co.uk> <slrn78vqlb.f0.tjs@longford.cs.m 
onash.edu.au> 

NNTP-Posting-Host: d2-s39-133-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Toby Sargeant wrote: 

<SNIP - more good code from Toby doesn't get repeated> 
if it's a convex polygon: 
compute intersection of plane. 


> 

> 

> 

> compute dot product of vector from poly.pl->intersection and poly.pl->poly.p2 
> compute dot product of vector from poly.p2->intersection and poly.p2->poly.p3 
> 
> 
> 
> 


if the signs are the same, then the point is inside the polygon. 


if it's not convex, there are more complex algorithms that do this fast, 
but I don't know them. 


Count axis crossing . I got that one to go pretty well. You go round the poly and 
count 

the number of times the edges cross the axis' projected out from the point you're 
testing 

- if theres an odd number of crossings on each axis, the point is in the poly, 18 
there's an 

even number, the point is outside. This works on any N sided polygon. 
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> Toby. 


Star performance - this (and Fred's mail) are the two most techy posts we've 
had on here in monthes.... 


Craig. 


—-MESSAGE FILE 14225 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001108 


——MESSAGE FILE 14226 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001109 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Poly Intersections 

Date: 4 Jan 1999 22:09:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <slrn792f0j.brn.tjs@longford.cs.monash.edu.au> 

References: <3689671E.AA01BBAB@hinge.mistral.co.uk> <slrn78vqlb.f0.tjs@longford.cs.m 
onash.edu.au> <36908BCA.F33C961E@hinge.mistral.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 04 Jan 1999 09:37:14 +0000, Craig Graham wrote: 

>Count axis crossing . I got that one to go pretty well. You go round the poly 
>and count the number of times the edges cross the axis' projected out from the 
>point you're testing 
>- if theres an odd number of crossings on each axis, the point is in the poly, 
>if there's an even number, the point is outside. This works on any N sided 
>polygon. 


Oh dear... I _should_ have remembered that. 


Another thing you might like to consider for RSDAnim is presplitting 
pathological polygons that are guaranteed to cause incorrect overlaps when 
z-sorted. 


Maybe it's feasible to sort polygons into groups such that each polygon in the 
group sorts neatly, and each group also sorts neatly, and then use many 
different OTs to sort and merge. In the limit (1 polygon per group), this is 
BSP, which I have no doubt would be very slow, given that you have to go 
through the ordering tables to draw polygons, but it might prove to be a 
reasonable tradeoff for reasonably large groups of polygons. 


Has anyone considered alternatives to ordering tables? I know they're 
reasonably fast, but they need a lot of memory to be accurate, and they're 
always going to handle inconvex solids badly. 


Toby. 
—-MESSAGE FILE 14226 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001109 


--MESSAGE FILE 14227 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001110 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Looking for... 

Date: Mon, 04 Jan 1999 21:53:30 -0800 

Organization: SCEA News Server 

Lines: 32 

Message-ID: <3691A8DA.E2D92BBC@znet .com> 

References: <368a4f74.24103378@news.playstation.co.uk> <368CA5FO.6EB6@mdx.ac.uk> 
NNTP-Posting-Host: scts1-45.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 
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Harvey Cotton wrote: 
> 
> Robert Ruza wrote: 


> > And could someone give me a functioning 3d Sprite Routine, or post it 
> > here? Yes, I saw the old messages, but I would like to get it in one 
> > piece, that would be more than nice....8-D 


> Heres a function to draw a 3d sprite: 


> 
thanks. I'm curious about-- 
> sprite.scalex=sprite.scaley=16777216/transformedPosition.vz; 


Where does the 16777216 value come from? I use 
sprite.scalex=sprite.scaley=ONE*projectionDistance/transformedPosition.vz; 
where ONE=4096 (from libps.h) 


GsSortSprite (&sprite, &OTable_ Header [CurrentBuffer],transformedPosition.vz>>(precisio 
n-2)); 


What is "precision" (I assume it's the number of bits of the ot size?) 
and why do you subtract 2? 
Mine works, I it's just that I found the right value by trial and error. 


cheers, 
kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

—-MESSAGE FILE 14227 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001110 


——MESSAGE FILE 14228 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001111 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3D engines for yaroze? 

Date: Tue, 05 Jan 1999 22:51:57 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <3693080D.274A579C@hotmail.com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


Hello all.. 


I've got a group of guys here at Bournemouth University that are looking 
forward to makin' a 3D game for a term project. 


We've got a good crew.. some artists and programmers; but in 
brainstorming the idea for a game we ran into the problem that we simply 
don't have enough time to implement everything and write the 3D 
visualization at the same time. The idea at the moment is a hovercraft 
style racing game.. 


So.. I am putting forth a call of distress to see if any one knows of 
any possible engines out there that work on Yaroze and are willing to 
release it. Full recognition will be given, not to mention a great big 
hearty THANKS from me!! I'd even be open to some cooperation here.. the 
more the merrier!! 


Let me know boys!! 
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Will Atkin 


—-MESSAGE FILE 14228 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001111 


—--MESSAGE FILE 14229 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001112 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Poly Intersections 

Date: Wed, 06 Jan 1999 01:06:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 81 
Message-ID: <3692B711.E94081A4@hinge.mistral.co.uk> 

References: <3689671E.AA01BBAB@hinge.mistral.co.uk> <slrn78vqlb.f0.tjs@longford.cs.m 
onash.edu.au> <36908BCA.F33C961E@hinge.mistral.co.uk> <slrn792f0j.brn.tjs@longford.c 
s.monash.edu.au> 

NNTP-Posting-Host: dl-s7-39-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Toby Sargeant wrote: 


> Another thing you might like to consider for RSDAnim is presplitting 
> pathological polygons that are guaranteed to cause incorrect overlaps when 
> z-sorted. 


Interesting idea - I may well take this one further. I was intending to do it just 
for 

polys that actually intersected, but I can see the case where you're gonna get 
Z-sort problems using libgs: 


Top view: 


Z distant 
/ 
/ 
/ 
/ B 
/ 
/ 
/ 
/ 
A 
Z near 
VIEW PLANE 
Two poly's drawn here (A and B) - they don't intersect. A's average Z is less than 
B's, 


so libgs (libps) draws B first then A. But in reality B is supposed to hide part of 
A. 
You can subdivide A into two polys: 


Top view: 
Z distant 
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A2 
Z near 


Al sorts behind, A2 sorts in front, B sorts in the middle - problem solved. 


Unfortunately, you cann't pre-calculate this as it depends on which direction 
you're looking at. Rotate the model and what hides what changes, and the ordering 
of the Z overlapping polys changes. 


Maybe it's feasible to sort polygons into groups such that each polygon in the 
group sorts neatly, and each group also sorts neatly, and then use many 
different OTs to sort and merge. In the limit (1 polygon per group), this is 
BSP, which I have no doubt would be very slow, given that you have to go 
through the ordering tables to draw polygons, but it might prove to be a 
reasonable tradeoff for reasonably large groups of polygons. 


V V V V V V 


If you were going to BSP tree, you'd have to generate a TMD with multiple 
objects in it, one object for each 'safe' group of polys which can be classed 
as a 'polygon' for the purposes of the BSP. 


Sort each convex solid (safe polygroup object) into a seperate OT, then 
sort the OT's via the BSP tree.... 


> Has anyone considered alternatives to ordering tables? I know they're 
> reasonably fast, but they need a lot of memory to be accurate, and they're 
> always going to handle inconvex solids badly. 


You can reduce the amount of memory used and up the accuracy a bit by 

either using huge models, or using larger values for the shift value when sorting. 
You've just got to be careful your largest magnitude coordinate shifted left 

by N is less than 1<<OT_LENGTH. Using a mix of shift values (not in the same OT) 
can possibly allow variable accuracy. 


> Toby. 
Craig. 


—-MESSAGE FILE 14229 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001112 


——MESSAGE FILE 14230 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001113 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D engines for yaroze? 

Date: Wed, 06 Jan 1999 01:08:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <3692B77A.8B8A1112@hinge.mistral.co.uk> 
References: <3693080D.274A579C@hotmail.com> 
NNTP-Posting-Host: dl-s7-39-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


will atkin wrote: 
Hello all.. 


I've got a group of guys here at Bournemouth University that are looking 
forward to makin' a 3D game for a term project. 


We've got a good crew.. some artists and programmers; but in 
brainstorming the idea for a game we ran into the problem that we simply 
don't have enough time to implement everything and write the 3D 
visualization at the same time. The idea at the moment is a hovercraft 
style racing game.. 


VVVVVVVV VV 
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> 

> Տօ.. I am putting forth a call of distress to see if any one knows օք 

> any possible engines out there that work on Yaroze and are willing to 
> release it. Full recognition will be given, not to mention a great big 
> hearty THANKS from me!! I'd even be open to some cooperation here.. the 
> more the merrier!! 

> 

> Let me know boys!! 

> 

> Will Atkin 


Libps's GsXXXX (libgs). 
Craig. 


—-MESSAGE FILE 14230 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001113 


--MESSAGE FILE 14231 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001114 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Poly Intersections 

Date: 6 Jan 1999 04:11:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 83 

Message-ID: <slrn795035.434.tjs@longford.cs.monash.edu.au> 

References: <3689671E.AA01BBAB@hinge.mistral.co.uk> <slrn78vqlb.f0.tjs@longford.cs.m 
onash.edu.au> <36908BCA.F33C961E@hinge.mistral.co.uk> <slrn792f0j.brn.tjs@longford.c 
s.monash.edu.au> <3692B711.E94081A4@hinge.mistral.co.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


[WARNING. What follows are the deluded ramblings of a person desparately 
avoiding working on his thesis.] 


On Wed, 06 Jan 1999 01:06:25 +0000, Craig Graham wrote: 

> 

> 

>Toby Sargeant wrote: 

> 

>> Another thing you might like to consider for RSDAnim is presplitting 

>> pathological polygons that are guaranteed to cause incorrect overlaps when 
>> z-sorted. 

> 

<snip> 

>Unfortunately, you cann't pre-calculate this as it depends on which direction 
>you're looking at. Rotate the model and what hides what changes, and the 
>ordering of the Z overlapping polys changes. 


Not (totally) true. 


You can determine if average z sorting will cause a problem by checking for 
overlap of polygon bounding spheres. They're not minimal bounding spheres, so 
they're trivial to calculate. Then it's just a matter of choosing polygons to 
split until the bounding spheres don't overlap. It's not a perfect approach, 
because it may well end up with more polygons than are strictly necessary. The 
big problem is the bounding sphere test, which is a lot more strict than it 
needs to be. If there's a better test, then this'd be much more feasible. 


There only infalible test I can come up with is rather complex though: 


for a pair of polygons (assuming positive z is into the screen): 

* find a plane that divides the object space into 2 halves, s.t. one polygon 
is in each half. 

* pick a point on the plane, and make a pair of vectors from it to the average 
points of the two polygons vl: (x_1,y_1,z_1),v2: (x_2,y_2,z_2). vl is the 
vector to the polygon that's on the opposite side of the dividing plane to 
the viewpoint. 

* define a unit rotation vector r:(x_r,y_r,z_r) s.t. x_r,y_r are aribitrary, 
(although obviously related) and z_r is negative. 
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* apply the rotation vector to vl and v2, to get 2 equations for z_1' and z_2' 
in terms of vl,v2 and r. solve the equation z_1'<z_2' subject to the 
constraints օո r. 

* if there's a solution to the equation, then the polygons can overlap 
incorrectly. 


Unfortunately, solving equations like that is a real pain, and probably not 
worth the effort. 


Another way to approach it may well be to create a full bsp tree, and then 
collect nodes that are ‘safe'. 


>> Maybe it's feasible to sort polygons into groups such that each polygon in 
>> the group sorts neatly, and each group also sorts neatly, and then use many 
>> different OTs to sort and merge. In the limit (1 polygon per group), this is 
>> BSP, which I have no doubt would be very slow, given that you have to go 

>> through the ordering tables to draw polygons, but it might prove to be a 

>> reasonable tradeoff for reasonably large groups of polygons. 

> 

>If you were going to BSP tree, you'd have to generate a TMD with multiple 
>objects in it, one object for each 'safe' group of polys which can be classed 
>as a 'polygon' for the purposes of the BSP. 

>Sort each convex solid (safe polygroup object) into a seperate OT, then 

>sort the OT's via the BSP tree.... 


Exactly. I have a feeling that it'd be slow(er), but it'd be an interesting 
challenge. 


>> Has anyone considered alternatives to ordering tables? I know they're 

>> reasonably fast, but they need a lot of memory to be accurate, and they're 
>> always going to handle inconvex solids badly. 

> 

>You can reduce the amount of memory used and up the accuracy a bit by either 
>using huge models, or using larger values for the shift value when sorting. 
>You've just got to be careful your largest magnitude coordinate shifted left 
>by N is less than 1<<OT_LENGTH. Using a mix of shift values (not in the same 
>OT) can possibly allow variable accuracy. 


But it doesn't change that fact that z sorting is always fallible. And then 
there's the fact that the limit of achievable accuracy is still governed by 
the length of the ordering table. Multiple ordering tables is probably the 
best solution to the accuracy problems, but for complex models, it still 
relies on decomposing objects down into ‘safe' subobjects. 


Toby. 


9579 


—-MESSAGE FILE 14231 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001114 


——MESSAGE FILE 14232 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001115 

Path: chuka.playstation.co.uk!news 

From: “robert anderberg" <robertanderberg@hotmail.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: multiple problems incoming.... 

Date: Thu, 7 Jan 1999 15:44:10 -0000 

Organization: none 

Lines: 2976 

Message-ID: <77215i$7712@chuka.playstation.co.uk> 
NNTP-Posting-Host: userp386.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have sent the code for my game RoboWars because I have a few 
of problems which are not in the FAQ's, these are as follows 


1. Some objects on screen seem to flicker at some camera angles, 
when this happens the debug font also flickers 


2. The floor overlaps the robots at some points 


3. the robots seem to shrink in the x and z plane when rotated a lot 
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the game runs in interlaced 640 X 512 mode, I imagine the flickering 

has somthing to do with double buffering, but only some objects flicker 

not the whole screen 

I would also welcome any advice on the following 


* fading sprites from solid to transparent (not just setting semi-trans) 


* making the robots go up ramps (I have a few ideas on this one, but 
they seem very complicated) 


* converting a point from the world coordinate system to an object's 
local coordinate system, I need to be able to do this for collision 
detection 


the text file controls.txt outlines the default keys 


if anyone could offer any suggestions to solve these problems it 
would be greatly appreciated 


thanks, Robert Anderberg 


—-MESSAGE FILE 14232 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001115 


—--MESSAGE FILE 14233 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001116 

Path: chuka.playstation.co.uk!news 

From: "tony murry" <robert.anderberg@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: multiple problems incoming 

Date: Thu, 7 Jan 1999 15:55:14 -0000 

Organization: none 

Lines: 2976 

Message-ID: <7721q6$7714@chuka.playstation.co.uk> 
Reply-To: "tony murry" <ymu90@dial.pipex.com> 
NNTP-Posting-Host: usercl129.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have sent the code for my game RoboWars because I have a few 
of problems which are not in the FAQ's, these are as follows 


1. Some objects on screen seem to flicker at some camera angles, 
when this happens the debug font also flickers 


2. The floor overlaps the robots at some points 
3. the robots seem to shrink in the x and z plane when rotated a lot 
the game runs in interlaced 640 X 512 mode, I imagine the flickering 


has somthing to do with double buffering, but only some objects flicker 
not the whole screen 


I would also welcome any advice on the following 
* fading sprites from solid to transparent (not just setting semi-trans) 


* making the robots go up ramps (I have a few ideas on this one, but 
they seem very complicated) 


* converting a point from the world coordinate system to an object's 
local coordinate system, I need to be able to do this for collision 
detection 


the text file controls.txt outlines the default keys 


if anyone could offer any suggestions to solve these problems it 
would be greatly appreciated 
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thanks, Robert Anderberg 


—-MESSAGE FILE 14233 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001116 


—-MESSAGE FILE 14234 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001117 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: multiple problems incoming.... 

Date: Thu, 07 Jan 1999 16:55:21 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 56 

Message-ID: <3694E6F9.29B29028@scee.sony.co.uk> 
References: <77215i$7712@chuka.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


robert anderberg wrote: 


I have sent the code for my game RoboWars because I have a few 
of problems which are not in the FAQ's, these are as follows 


1. Some objects on screen seem to flicker at some camera angles, 
when this happens the debug font also flickers 


V V V V V V 


Increase the size of your packet area. If you're running in interlaced mode, you may 
be running out 

of CPU and/or GPU time within the frame, causing frame dropout. Interlaced games _mu 
st_ run at 50/60 

frames per second 


> 2. The floor overlaps the robots at some points 


If the robots are always above the floor, put the floor and robots into separate OTs 
, and draw the 

floor OT before the robot OT. Alternatively, sort the floor into the same OT as the 
robots, but 

always sort it after the robots. 


v 


I would also welcome any advice on the following 
> 


> * fading sprites from solid to transparent (not just setting semi-trans) 


Messy - if you've got sprites that you want to fade into the arbitrary background sm 
oothly, you have 

to do some tricky stuff. Firstly, create an all white 'mask' of your sprite (i.e sam 
e size/shape as 

your sprite, but completely white, and completely black where the sprite is transpar 
ent. Then for 

fade level X (between 0 to 1): 


Sort the mask as semitrans, 100%b - 100%f, with a brightness of of 255» (1-2) 
Sort the sprite as semitrans 100%b + 100%f, with a brightness of 255 * X 


> * converting a point from the world coordinate system to an object's 
> local coordinate system, I need to be able to do this for collision 
> detection 


You have the local to world - the inverse of this matrix is the world to local! Now, 
my brain's 
feeling a little tired so I can't confirm, but there are about 3 ways to do this: 


1) If it's really hard, you'll have to do all that row reduction stuff to find the i 
nverse of the 
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matrix. Not too hard, just slow and potentially inaccurate. 


2) Look at the algorithms in the matrix tutorial ( http://www.netyaroze-europe.com/~ 
jrussl ) that 

calculate the Local To World To Screen. Just do exactly the same thing, except rever 
se the order of 

the matrices in the equations. Ie instead of Local2 * Locall * World, go World * Loc 
all * Local2. 


3) Transpose the local to world matrix. This only works if the matrix is orthogonal, 
but my current 
caffeine level is too low to confirm. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Diets are for those who are thick and tired of it. 
—-MESSAGE FILE 14234 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001117 


--MESSAGE FILE 14235 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001118 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Looking for... 

Date: Thu, 07 Jan 1999 11:42:26 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <36949DA2.2956@mdx.ac.uk> 

References: <368a4f74.24103378@news.playstation.co.uk> <368CA5SFO.6EB6@mdx.ac.uk> <36 
91A8DA.E2D92BBC@znet.com> 

Reply-To: hc054@mdx.ac.uk 

NNTP-Posting-Host: stu-dialupl.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Where does the 16777216 value come from? I use 
sprite.scalex=sprite.scaley=ONE*projectionDistance/transformedPosition.vz; 
where ONE=4096 (from libps.h) 


> > > And could someone give me a functioning 3d Sprite Routine, or post it 
> > > here? Yes, I saw the old messages, but I would like to get it in one 
> > > piece, that would be more than nice....8-D 

> 

> > Heres a function to draw a 3d sprite: 

>> 

> 

> thanks. I'm curious about-- 

> 

>> sprite.scalex=sprite.scaley=16777216/transformedPosition.vz; 
> 

> 

> 

> 


The value is a scaling constant. There is no perfect value because it 
all depends 

on how big you've drawn your sprite. It your sprites are tiny, you may 
wish to 

use much larger constants. 


> GsSortSprite(&sprite, &OTable_ Header [CurrentBuffer],transformedPosition.vz>>(precis 


ion-2)); 
> 
> What is "precision" (I assume it's the number of bits of the ot size?) 


> and why do you subtract 2? 
> Mine works, I it's just that I found the right value by trial and error. 
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I think is +2 but I cannot remember. Its something to do with the way 
polygons are 

inserted into the ordering table (sprites work differently). It was 
mentioned early 

on this newsgroup. 

Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 


—-MESSAGE FILE 14235 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001118 


——MESSAGE FILE 14236 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001119 

Path: chuka.playstation.co.uk!news 

From: robert_swan@playstation.sony.com (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D engines for yaroze? 

Date: Thu, 07 Jan 1999 23:24:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <369541a2.13007138@www.netyaroze-europe. com> 

References: <3693080D.274A579C@hotmail.com> <3692B77A.8B8A1112@hinge.mistral.co.uk> 
NNTP-Posting-Host: pA9s03a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 06 Jan 1999 01:08:10 +0000, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>Libps's GsXXXX (libgs). 

(grins) 

What do you mean by engine - 

functions to do 3d -» 2d conversion and rotate models? 


All the maths of transformations are handled by the gslibs and can be 
recognised in everybodyes source code. 


If you mean engine as code that handles clipping, world data 
structures and collision detection then these are programming tasks 
that again everyone has done albeit in their own way. 


If you want some ideas about what to include, mail me, and maybe I can 
hack apart one of my programs to try and give you a basis for work. 


robert_swan@playstation.sony.com 
—-MESSAGE FILE 14236 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001119 


——MESSAGE FILE 14237 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001120 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: POV-Ray for 3D modelling 

Date: Fri, 8 Jan 1999 16:54:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <775dac$7719@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en134-223.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Is there anyway I can use POV-Ray to create 3D models for PSX games? 
Thanks in advance 


Rikki 


—-MESSAGE FILE 14237 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001120 
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——MESSAGE FILE 14238 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001121 

Path: chuka.playstation.co.uk!news 

From: Tones <caz.tones@cwcom.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Any 'dummy' guides to getting started in 3d ? 
Date: Fri, 08 Jan 1999 18:30:07 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36964EAF.2909EC64@cwcom.net> 
NNTP-Posting-Host: 193.82.133.190 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; I) 


Hi all! 


Just a quick question. Can anyone recommend an easy to follow 
walkthrough into the world of 3d ? All of the tutorials/guides I have 
found so far are a little too complicated for me at the moment - I just 
need something that literally starts by displaying a simple polygon and 
builds slowly upwards. 


I hope someone's got some ideas! 
Cheers.... 


Tones 8) = 
Who hasn't even finished his 2d game yet! 


http://www.netyaroze-europe.com/~tbolton 
E : caz.tones@cwcom.net 


--MESSAGE FILE 14238 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001121 


——MESSAGE FILE 14239 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001122 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@compuserve.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Any 'dummy' guides to getting started in 3d ? 

Date: Fri, 8 Jan 1999 20:11:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
Message-ID: <775pcn$7720@chuka.playstation.co.uk> 
References: <36964EAF.2909EC64@cwcom.net> 
NNTP-Posting-Host: mfs-pci-bqp-vty9.as.wcom.net 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Tones wrote in message <36964EAF.2909EC64@cwcom.net>... 

>Hi all! 

> 

>Just a quick question. Can anyone recommend an easy to follow 
>walkthrough into the world of 3d ? All of the tutorials/guides I have 
>found so far are a little too complicated for me at the moment - I just 
>need something that literally starts by displaying a simple polygon and 
>builds slowly upwards. 


Personally I used Peter Passmores excellent tutorial (thanks Pete), 
& worked up from there. 


Nick S 
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—-MESSAGE FILE 14239 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001122 


—--MESSAGE FILE 14240 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001123 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Charles Nicholson <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: greets to all 

Date: Fri, 08 Jan 1999 15:40:32 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <36966D40.47664F57@vassar.edu> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1123 scee.yaroze.b 
eginners: 664 


Hello all. Just got my Yaroze last week and i have my first official 
maddening problem with it. 


I wrote up a simple compression/file packing library that compresses 
multiple directories into one big .lib file so i don't have to reference 
everything with defines and offset values. This works fine on my pc 
(watcom, dos4gw), but it does the strangest thing when i port it to the 
Yaroze. It finds the correct offset to start decompressing from in the 
file (in mem.. it's at 80009000), it validates it by reading a signature 
off the beginning of the correct entry, but when i walk through it (i 


mean walk, no writes at ALL, just reading...) to decompress, the yaroze 
crashes. But it doesn't crash consistently. I threw a c file in and 
uncomp'd it, read it out, it worked fine. I threw a tim in there, it 
gets halfway through. It gets better. 


It's simple huffman compression (binary tree- the file format i have is 
"header, tree, data". What i was doing was setting a pointer in memory 
to the tree and the data, and uncompressing from there. What ended up 
working was creating two more pointers, mallocing in one the size of the 
tree and the other the size of the data. I memcpy'd the data from the 
file in memory to these malloc'd arrays, and now it works more 
frequently, but it still is not consistently functional. I am 100% on 
the compression/decompression routines and file formats, and i am 
POSITIVE that they function properly. can anyone tell me what on earth 
is going on? I figured i might have been walking over my code, but that 
starts at 80100000 and i know my data file is not that big (usually 
about 12k)... is there something about memory i just don't know? 


thanks a lot, talk to you all in the future.. 
-charles nicholson 


—-MESSAGE FILE 14240 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001123 


——MESSAGE FILE 14241 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001124 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Charles Nicholson <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Joy of TMD's. (Be warned, long source code included) 

Date: Fri, 08 Jan 1999 15:43:07 -0500 

Organization: SCEA News Server 

Lines: 94 

Message-ID: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1124 scea.yaroze.p 
rogramming.3d_graphics: 330 


Hello to all again... I'm slowly figuring stuff out, but i'm afraid 
i've hit something of a wall. I'm trying to display a simple cube .tmd 
file, and the yaroze keeps hanging on me. I've reduced the program to 
what i think are the bare essentials, and it absolutely refuses to work 
for me. If anyone wouldn't mind looking over the source, i would REALLY 
appreciate any advice/comments/etc... 


thanks a lot- 
charles 


#define TMD_FILE (u_long *) 0x80120000 


GsDOBJ2 object; 
GsCOORDINATE2 coord; 
VECTOR pos; 


GSRVIEW2 view; 
u_long *tmd = TMD_FILE; 


void InitTMD (void) 

{ 
tmd++; 
GsMapModelingData (tmd) ; 
tmd += 2; 


GsLinkObject4 ((u_long)tmd, &0bject,1 << 10); 
GsInitCoordinate2 (WORLD, &coord) ; 
} 


void InitView (void) 


{ 


view.vrx = view.vry = view.vrz = 0; 
view.vpx = view.vpy = 0; 
view.vpz = -100չ 


view.rz = 0; 
view.super = WORLD; 


} 


void DrawTMD (int db) 


{ 
MATRIX tmp; 


GsGetLs (&coord, &tmp) ; 

GsSetLsMatrix(&tmp) ; 

GsSortObject4 (&object, &WOT [db], 4, getScratchAddr (0)); 
} 


void main(void) 

{ 
int draw_buf; 
Set VideoMode (MODE_NTSC) ; 
GsInitGraph (320,240,4,0,0); 
GsDefDispBuff(0,0,0,240); 


GsInit3D(); 
InitView(); 


GsSetAmbient (ONE / 2,ONE / 2,ONE / 2); 
InitTMD (); 


GetPadBuf (&bb0, &bb1) ; 
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WOT[O0].length = WOT[1].length = 10; 
WOT[O].org = WOT_tag[0]; 
WOT[1].org = WOT_tag[1]; 


coord.coord.m[0][0] = 1; 
coord.coord.m[1][1] = 1; 
coord.coord.m[2][2] = 1; 


while (!done) 

{ 
draw_buf = GsGetActiveBuff (); 
GsSetWorkBase((PACKET *) GPUPacket [draw_buf]); 
GsClearOt (0,0, &WOT[draw_buf]); 


DrawTMD (draw_buf) ; 


DrawSync (0); 
VSync (0); 


GsSwapDispBuff (); 
GsSortClear(0,0,0, &WOT[draw_buf]); 
GsDrawOt (&WOT[draw_buf]); 


—-MESSAGE FILE 14241 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001124 


—-MESSAGE FILE 14242 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001125 
Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 
Subject: Re: greets to all 
Date: 9 Jan 1999 16:02:14 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <0Olbe3be9$6c109f40S0a3ddec2@guildfoc> 

References: <36966D40.47664F57@vassar.edu> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1125 scee.yaroze.b 
eginners:665 


Charles - 
Just on the off chance..... 


If you're using malloc() to create working space dynamically add some debug 
code to return the allocated address. By default malloc() allocates space 
anywhere after 0x80000000 you may find you're overwriting the NY debugger 
workspace located just below 0x80009000. 


- Miles 


—-MESSAGE FILE 14242 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001125 


——MESSAGE FILE 14243 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001126 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 9 Jan 1999 11:20:10 -0600 
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Organization: Ed Federmeyer 

Lines: 23 

Message-ID: <7782i9Sm3r4@scea> 

References: <36966D40.47664F57@vassar.edu> <01lbe3be9S6c109f40S0a3ddec2@guildfoc> 
NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1126 scee.yaroze.b 
eginners: 666 


Miles Buzzing wrote in message <0Olbe3be9$6c109f40S0a3ddec2@guildfoc>... 
>Charles - 


> 

>Just on the off chance..... 

> 

>If you're using malloc() to create working space dynamically add some debug 
>code to return the allocated address. By default malloc() allocates space 


>anywhere after 0x80000000 you may find you're overwriting the NY debugger 
>workspace located just below 0x80009000. 

> 

>- Miles 


Yes, definitely. I had all kinds of flaky problems with malloc() until I 
realized I 
actually needed to call InitHeap() first. By flaky, I mean, sometimes the 
program would crash, sometimes not. Even if I alloc'd the exact same 

size memory each time I ran! 


Good luck, 
EdF 


--MESSAGE FILE 14243 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001126 


——MESSAGE FILE 14244 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001127 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Charles Nicholson <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 09 Jan 1999 14:28:37 -0500 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <3697ADE4.3F396011@vassar.edu> 

References: <36966D40.47664F57@vassar.edu> <0lbe3be9S6c109f40S0a3ddec2@guildfoc> <77 
82i19Sm3r4@scea> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1127 scee.yaroze.b 
eginners: 667 


> Yes, definitely. 1 had all kinds of flaky problems with malloc() until I 
> realized I 

> actually needed to call InitHeap() first. By flaky, I mean, sometimes the 
> program would crash, sometimes not. Even if I alloc'd the exact same 

> size memory each time I ran! 

> 

> Good luck, 

> EF 


Thanks- What should i put for my initheap params? 
-charles 


--MESSAGE FILE 14244 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001127 
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—--MESSAGE FILE 14245 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001128 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Tony Levatino <levatino@nycap.rr.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 09 Jan 1999 17:38:05 -0500 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <3697DA4D.2DA108B9@nycap.rr.com> 

References: <36966D40.47664F57@vassar.edu> <0lbe3be9S6c109f40S0a3ddec2@guildfoc> <77 
82i19Sm3r4@scea> 

NNTP-Posting-Host: toshiba-173-23.nycap.rr.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; U) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1128 scee.yaroze.b 
eginners: 668 


You know what the crazy thing is? Sometimes it crashes (locks up, needs a reset 
punch) BEFORE i malloc... :) 

i don't understand it. I'm not doing anything but walking a file in memory, and 
WELL within limits at that... 


£) 


-charles 


Ed Federmeyer wrote: 


Miles Buzzing wrote in message <0lbe3be9S6c109f40S0a3ddec2@guildfoc>... 
>Charles - 

> 

>Just on the off chance..... 

> 

>If you're using malloc() to create working space dynamically add some debug 
>code to return the allocated address. By default malloc() allocates space 
>anywhere after 0x80000000 you may find you're overwriting the NY debugger 
>workspace located just below 0x80009000. 

> 

>- Miles 


Yes, definitely. I had all kinds of flaky problems with malloc() until I 
realized I 
actually needed to call InitHeap() first. By flaky, I mean, sometimes the 
program would crash, sometimes not. Even if I alloc'd the exact same 

size memory each time I ran! 


Good luck, 
EdF 


VVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 14245 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001128 


--MESSAGE FILE 14246 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001129 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners, scea.yaroze.pr 
ogramming 

Subject: Re: greets to all 

Date: Sat, 9 Jan 1999 17:57:15 -0600 

Organization: Ed Federmeyer 

Lines: 27 

Message-ID: <778pqg$Sm3r6@scea> 

References: <36966D40.47664F57@vassar.edu> <0lbe3be9S6c109f40S0a3ddec2@guildfoc> <77 
82i9Sm3r4@scea> <3697ADE4.3F396011@vassar.edu> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Net Yaroze newsgroups message dump.txt Page 9590 


Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1129 scee.yaroze.b 
eginners: 669 


Charles Nicholson wrote in message <3697ADE4.3F396011@vassar.edu>... 

>> Yes, definitely. 1 had all kinds of flaky problems with malloc() until I 
>> realized I 
>> actually needed to call InitHeap() first. By flaky, I mean, sometimes 
the 

>> program would crash, sometimes not. Even if I alloc'd the exact same 
>> size memory each time I ran! 

>> 

>> Good luck, 

>> EdF 

> 

>Thanks- What should i put for my initheap params? 

>-charles 


The start address of a chunk of memory, and it's length. The docs say the 
length is "/4" in other words, the length in 32bit words rather than 8 bit 
bytes. I dunno about that. I've been using the length as in 8-bit byte 
quantitites and it's worked great for me. 


Just like any other memory-file, you need to make sure this heap area does 
not overlap anything else. All malloc() memory will come from within this 
area, so it must be big enough for all your potential malloc()s. 


EdF 


—-MESSAGE FILE 14246 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001129 


—-MESSAGE FILE 14247 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001130 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 09:14:52 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 15 
Message-ID: <3699C10C.FFO6A956@scee.sony.co.uk> 

References: <36966D40.47664F57@vassar.edu> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1130 scee.yaroze.b 
eginners:671 


Check that your addresses are what they expect to be - the tradition on Yaroze is to 
put all 

addresses in the range 0x80090000 - Ox801fffff, even though you can put them at 0x00 
090000 - 

0x001fffff without any ill effects. If you're casting between signed ints and pointe 
rs, there might 

be a problem there. Unlikely, but worth a try if you're desparate. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I TOLD you boys not to go in there. What IS your fascination with my Forbidden 
Closet of Mystery?" -- Police Chief Wiggam 
—-MESSAGE FILE 14247 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001130 


—-MESSAGE FILE 14248 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001131 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Joy of TMD's. (Be warned, long source code included) 
Date: Mon, 11 Jan 1999 09:23:59 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 14 

Message-ID: <3699C32F.CC8DA546@scee.sony.co.uk> 

References: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Most of the code _looks_ alright - but a hang means that you're probably overwriting 
the TMD data. 

Instead of loading it separately, try using something like RAW2SRC to convert the TM 
D to source 
code, then link it in. That will eliminate any possible memory conflicts, anyway. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I TOLD you boys not to go in there. What IS your fascination with my Forbidden 
Closet of Mystery?" -- Police Chief Wiggam 

—-MESSAGE FILE 14248 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001131 


—--MESSAGE FILE 14249 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001132 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 11:05:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <3699DAE7.26D36389@hinge.mistral.co.uk> 

References: <36966D40.47664F57@vassar.edu> <3699C10C.FF06A956@scee.sony.co.uk> 
NNTP-Posting-Host: dl-s50-82-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1132 scee.yaroze.b 
eginners:672 


James Russell wrote: 


> Check that your addresses are what they expect to be - the tradition on Yaroze is 
to put all 

> addresses in the range 0x80090000 - Ox801fffff, even though you can put them at 0x 
00090000 - 

> 0x001fffff without any ill effects. If you're casting between signed ints and poin 
ters, there might 


Doesn't that do something to the I-cache enable? Like, turn's it off? 
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> James 


Craig. 


—-MESSAGE FILE 14249 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001132 


--MESSAGE FILE 14250 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001133 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 13:23:06 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 17 

Message-ID: <3699FB3A.CE3B52DBéscee.sony.co.uk> 

References: <36966D40.47664F57@vassar.edu> <3699C10C.FFO6A956@scee.sony.co.uk> <3699 
DAE7.26D36389@hinge.mistral.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1133 scee.yaroze.b 
eginners: 673 


Craig Graham wrote: 
> 
> Doesn't that do something to the I-cache enable? Like, turn's it off? 


Nah. You're thinking of segment kl. (BTW the memory map in the Yellow Yaroze manual 
is incorrect in 
the I-Cache column, the last two entries should be switched). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


"I TOLD you boys not to go in there. What IS your fascination with my Forbidden 
Closet of Mystery?" -- Police Chief Wiggam 

—-MESSAGE FILE 14250 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001133 


--MESSAGE FILE 14251 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001134 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.beginners 

Subject: Re: greets to all 

Date: Mon, 11 Jan 1999 16:41:17 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <369A29AD.1AA3CE97@hinge.mistral.co.uk> 

References: <36966D40.47664F57@vassar.edu> <3699C10C.FFO6A956@scee.sony.co.uk> <3699 
DAE7.26D36389@hinge.mistral.co.uk> <3699FB3A.CE3B52DBéscee.sony.co.uk> 
NNTP-Posting-Host: d3-s43-199-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1134 scee.yaroze.b 
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eginners: 674 


James Russell wrote: 


Craig Graham wrote: 
> 


> Doesn't that do something to the I-cache enable? Like, turn's it off? 


Nah. You're thinking of segment kl. (BTW the memory map in the Yellow Yaroze manua 
is incorrect in 
the I-Cache column, the last two entries should be switched). 


VREFVVVVV 


My mistake (should look thing's up instead of relying on shaky old memory). 


> James 


Craig. 


—-MESSAGE FILE 14251 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001134 


--MESSAGE FILE 14252 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001135 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Joy of TMD's. (Be warned, long source code included) 

Date: Mon, 11 Jan 1999 18:39:24 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <77dgrbSsvk2@chuka.playstation.co.uk> 

References: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: modem-1.osmium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1135 scea.yaroze.p 
rogramming.3d_graphics:331 


Hi, 
you might also want to make a call to GsSetRefView2 (&éview) in your main loop 
as well. 


Pete. 


—-MESSAGE FILE 14252 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001135 


--MESSAGE FILE 14253 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001136 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Elliott Lee <tenchi@shell.jps.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Yaroze built in look-up tables 

Date: Tue, 12 Jan 1999 17:55:33 -0800 

Organization: 

Lines: 19 

Message-ID: <369BFD15.C24AA9D6@shell.jps.net> 

References: <76d2onSqsh3@chuka.playstation.co.uk> 

Reply-To: tenchi@shell.jps.net 

NNTP-Posting-Host: dhcp-m-62-237.cisco.com 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; U) 
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Nathan Miller wrote: 


> 
> Does anyone know if the sine and cosine functions just return a lookup table 
> value or if they actually calculate the return value everytime. If it 


Probably every time. Miles is right: they are slow. 


> a lookup table, is there anyway to access this table directly? Seems like 
> the functions should just return a lookup table value, it would be a lot 
> quicker. 


Do the calculation yourself. Precalc on your PC and store it in some 
global variable... I've been working on a project off and on and the 
first thing it does is calculate its sine tables. I think there's 
only 256 or so entries but it takes at least 1.5 seconds to do. So, 
I just put up an information screen and let that stay there while the 
Yaroze crunches bits... 


- e! 
—-MESSAGE FILE 14253 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001136 


——MESSAGE FILE 14254 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001137 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Questions, questions, questions 

Date: Mon, 18 Jan 1999 10:27:31 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <36A30C93.3D49@bristol.ac.uk> 
NNTP-Posting-Host: m08.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; I) 


Hi there, 


I've recently started to write a 3d landscape engine using graduated 
coloured triangles. I'm building the entire map in memory at the moment 
using one tmd for every four points on the map which are created at run 
time. This kind of limits the size of the map as each tmd and its 
handler takes up loads of memory. What I want to do is dynamically 
create each 2*2 patch as they come into view and remove them as they 
leave the view cone. The thing is, I really don't have a clue how to 
keep track of which parts of memory are free and which hold valid tmd 
data. 


Now, a (hopefully) much easier problem to answer. In the early version 
of the engine that I've got so far, some of the patches that are being 
drawn seem to be too far away and the PlayStation doesn't bother drawing 
them. When they come back into view though, the program crashes. Is 
there some way to avoid this or can I increase the clipping distance to 
prevent the problem occuring? 


Cheers, 


Tom 
—-MESSAGE FILE 14254 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001137 


——MESSAGE FILE 14255 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001138 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Free 3d modelling software 

Date: Mon, 18 Jan 1999 17:37:48 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 7 

Message-ID: <77vrh9Shool3@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-en132-214.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Is there any free 3d modelling software that produces .DXF files? If any 
know of any please tell me. 


Thanks 
Rikki 


—-MESSAGE FILE 14255 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001138 


——MESSAGE FILE 14256 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001139 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Free 3d modelling software 

Date: Mon, 18 Jan 1999 17:33:13 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <36A37059.4885A728@hinge.mistral.co.uk> 
References: <77vrh9Shool3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dl-s32-64-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rikki Prince wrote: 


> Is there any free 3d modelling software that produces .DXF files? If any 
> know of any please tell me. 


Blender for Linux. It's a bitch to use though. 
> Rikki 
Craig. 


—-MESSAGE FILE 14256 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001139 


——MESSAGE FILE 14257 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001140 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D editors 

Date: Mon, 18 Jan 1999 22:14:41 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 5 

Message-ID: <36A3B251.C84628DB@which.net> 
NNTP-Posting-Host: pl175-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


does anyone know of any good 3D editors that are fairly simple to use 
and not expensive and perhaps available over the internet? 


Cheers. 


Net Yaroze newsgroups message dump.txt Page 9596 


—-MESSAGE FILE 14257 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001140 


—-MESSAGE FILE 14258 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001141 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: And more questions 

Date: Tue, 19 Jan 1999 11:27:28 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36A46C20.5FA7@bristol.ac.uk> 
NNTP-Posting-Host: n39.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


OK, I've solved the clipping problem. Don't ask me how, I was messing 
about with the code and it suddenly started working again (I just love 
it when that happens). 


Now here's a quikie, with these graduated filled polys, it seems I have 
to use automatic subdivision otherwise the landscape won't display. Is 
there anyway round this? I'd rather the yaroze didn't display four 
triangles where one would do :-) 


I've love to stay and chat, but I've got to code Dijkstra's shortest 
path algorithm before 5.00 pm. 


Cheers, 


Tom 
—-MESSAGE FILE 14258 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001141 


--MESSAGE FILE 14259 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001142 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Free 3d modelling software 
Date: Tue, 19 Jan 1999 16:40:34 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 44 
Message-ID: <36A4B582.F345027B@emanc.u-net .com> 
References: <77vrh9Shool3@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" 9CA5903DECDF0644E92562A6" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en 


9CA5903DECDF0644E92562A6 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


The brilliant TrueSpace2 is totally free (full program) on PC Answers (issue 
62), so get that -- back-issues £5.99, tel: 01458 271127 

It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 
programs soon sort that out. Make sure you have the latest version of 
Sony's RSDTOOL too. 


Jim 


Rikki Prince wrote: 
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> Is there any free 3d modelling software that produces .DXF files? If any 
> know of any please tell me. 

> 

> Thanks 

> Rikki 


9CA5903DECDF0644E92562A6 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 


<html> 
The brilliant <b><font color="#000066">TrueSpace2</font></b> is totally 
free (full program) on PC Answers (issue 62), so get that -- back-issues 


&pound; 5.99, tel: 01458 271127 

<br>It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 
programs soon sort that out.&énbsp; Make sure you have the latest version 
of Sony's RSDTOOL too. 

<p>Jim 

<p>Rikki Prince wrote: 

<blockquote TYPE=CITE>Is there any free 3d modelling software that produces 
.DXF files? If any 

<br>know of any please tell me. 

<p>Thanks 

<br>Rikki</blockquote> 

</html> 


9CA5903DECDF0644E92562A6-- 


—-MESSAGE FILE 14259 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001142 


——MESSAGE FILE 14260 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001143 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D editors 
Date: Tue, 19 Jan 1999 16:40:45 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 
Message-ID: <36A4B58D.79860A71@manc.u-net .com> 
References: <36A3B251.C84628DB@which.net> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" E1BB0273982FC1379390D3D9" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


E1BB0273982FC1379390D3D9 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


The brilliant TrueSpace2 is totally free (full program) on PC Answers 

(issue 62), so get that -- back-issues £5.99, tel: 01458 271127 

It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 

programs soon sort that out. Make sure you have the latest version of 
Sony's RSDTOOL too. 


Jim 
Andrew Murray wrote: 


does anyone know of any good 3D editors that are fairly simple to use 


> 
> and not expensive and perhaps available over the internet? 
> 
> 


Cheers. 


E1BB0273982FC1379390D3D9 
Content-Type: text/html; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 


<html> 
The brilliant <b><font color="#000066">TrueSpace2</font></b> is totally 
free (full program) on PC Answers (issue 62), so get that -- back-issues 


&pound; 5.99, tel: 01458 271127 

<br>It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 
programs soon sort that out.&énbsp; Make sure you have the latest version 
of Sony's RSDTOOL too. 

<p>Jim 

<p>Andrew Murray wrote: 

<blockquote TYPE=CITE>does anyone know of any good 3D editors that are 
fairly simple to use 

<br>and not expensive and perhaps available over the internet? 
<p>Cheers.</blockquote> 

</html> 


E1BB0273982FC1379390D3D9-- 


—-MESSAGE FILE 14260 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001143 


——MESSAGE FILE 14261 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001144 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 

Subject: Re: Joy of TMD's. (Be warned, long source code included) 

Date: Mon, 18 Jan 1999 19:46:54 -0500 

Organization: SCEA News Server 

Lines: 7 

Message-ID: <782f14S$k11@scea> 

References: <36966DDB.12400BA5@vassar.edu> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1144 scea.yaroze.p 
rogramming.3d_graphics:332 


Heh... i might also want to make the OT array be 1 << OT_LEN instead of 
OT_LEN.... that ... might ... have something to do with it... :) works 
fine. 

-charles. 


—-MESSAGE FILE 14261 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001144 


—--MESSAGE FILE 14262 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001145 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: MIMe data and animation 

Date: Tue, 19 Jan 1999 00:28:36 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <782f17$k12@scea> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello all again- 


I just had a basic question about animation in general (3d) on the NY. 
I want a textured, animated character, so I build the base model for him in 
3ds Max 2. I texture him using one big rectangular texture that spans many 
polys. output to .dxf kills the texture info, and i do NOT want to spend 
every waking moment in RSDtool figuring out the uv stuff and painting each 
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poly. 


what do people do about this? can RSDAnim take care of this, seeing as how 
i'm animating with MIMe? This must have been encountered before.... 


Thanks in advance, 
-charles 


--MESSAGE FILE 14262 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001145 


——MESSAGE FILE 14263 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001146 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: MIMe data and animation 

Date: Wed, 20 Jan 1999 11:45:41 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <36A5C1E5.9B033C15@hinge.mistral.co.uk> 
References: <782f17$k12@scea> 

NNTP-Posting-Host: d2-s53-147-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept-Language: en 


Q 
Է» 
w 
K 


les Nicholson wrote: 


Hello all again- 


I just had a basic question about animation in general (3d) on the NY. 
I want a textured, animated character, so I build the base model for him in 
3ds Max 2. I texture him using one big rectangular texture that spans many 
polys. output to .dxf kills the texture info, and i do NOT want to spend 
every waking moment in RSDtool figuring out the uv stuff and painting each 
poly. 


VVVVVVVV 


Output to ASE with texture coords fro Max and import into RSDanim 
— sometimes works, although there's a bug in it (someone was going to send 
me some files that didn't work so I could fix the bug but they never did....). 


> what do people do about this? can RSDAnim take care of this, seeing as how 
> i'm animating with MIMe? This must have been encountered before.... 


RsdANIM does have some texture wrapping functions - they're no match for the 
Max ones though.... 


> Thanks in advance, 
> -charles 


Craig. 


—-MESSAGE FILE 14263 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001146 


—-MESSAGE FILE 14264 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001147 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: animation questions!! 

Date: Thu, 21 Jan 1999 17:00:31 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 
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Message-ID: <36A7CDAF.CE035729@hotmail.com> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1147 scea.yaroze.p 
rogramming.3d_graphics:333 


Hey guys!! 


I Am looking for information on animation techniques on the Yaroze. At 
this point I am aware of several types.. MIMe and .TOD. I havn't been 
able to find any sample tuts about them though. Anybody have any idea 
which is better and what kind of information is involved in each. 


am looking for a technique that will allow me to create sequences in 
my 3D modeler and then convert it to something the black playstation 
will understand. Right now I think the only way to do it is to make 
separate meshes for each keyframe and basically swap them in and out as 
the animation progresses. This sounds like an awful pain becuase I have 
to make instances of each mesh export it as .dxf then convert to .rsd 
and texture each model individually in RSDtool. 


I know there's a better way out there!! 
I graciously thank in advance anyone who replys to this message!! 


Will Atkin 


—-MESSAGE FILE 14264 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001147 


——MESSAGE FILE 14265 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001148 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Z Buffer, Z Sorting and Voxels 

Date: Sun, 24 Jan 1999 13:06:06 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <78f28uSnd44@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:334 scee.yaroze.pr 
ogramming.3d_graphics:1148 


I was hoping someone could help me on this one. I want to try and do some 
voxel/polygon work and need to implement a z buffer with the Yaroze. 
Unfortunately, since the Yaroze uses the z sorting algorithm and then sends 
it to the GPU, I can't think of a way I can quickly do some type of z 
buffer. I mean, I could translate all of the polys and such myself, but 
then none of the dedicated hardware is being used and I am eating up those 
precious ticks. 


Your help would be appreciated, 


Nathan Miller 
SCEA member 


—-MESSAGE FILE 14265 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001148 


——MESSAGE FILE 14266 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001149 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3D editors 

Date: Sun, 24 Jan 1999 17:43:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 
Message-ID: <36AB5BCC.4BC15B4C@which.net> 
References: <36A3B251.C84628DB@which.net> <36A4B58D.79860A71@manc.u-net .com> 
NNTP-Posting-Host: p03-kookaburra-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" CF123AB76F319FCB8D2EE4D3" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


CF123AB76F319FCB8D2EE4D3 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 


Thanks very much man! 

Andrew 

James Shaughnessy wrote: 

The brilliant TrueSpace2 is totally free (full program) on PC Answers 

(issue 62), so get that -- back-issues £5.99, tel: 01458 271127 

It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 

programs soon sort that out. Make sure you have the latest version of 


Sony's RSDTOOL too. 


Jim 


VVVVVVVVV 


Andrew Murray wrote: 


v 


>> does anyone know of any good 3D editors that are fairly simple to 
>> use 
>> and not expensive and perhaps available over the internet? 


>> Cheers. 


CF123AB76F319FCB8D2EE4D3 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Thanks very much man! 

<p>Andrew 

<p>James Shaughnessy wrote: 

<blockquote TYPE=CITE>The brilliant <b><font color="#000066">TrueSpace2</font></b> 
is totally free (full program) on PC Answers (issue 62), so get that -- 
back-issues &pound;5.99, tel: 01458 271127 

<br>It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 
programs soon sort that out.&nbsp; Make sure you have the latest version 
of Sony's RSDTOOL too. 

<p>Jim 

<p>Andrew Murray wrote: 

<blockquote TYPE=CITE>does anyone know of any good 3D editors that are 
fairly simple to use 

<br>and not expensive and perhaps available over the internet? 
<p>Cheers.</blockquote> 

</blockquote> 

</html> 


CF123AB76F319FCB8D2EE4D3-— 


—-MESSAGE FILE 14266 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001149 


—-MESSAGE FILE 14267 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001150 

Path: chuka.playstation.co.uk!news 

From: "James FU" <aliasmaya@bigpond.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: SI or Alias game development 

Date: Mon, 25 Jan 1999 12:35:03 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <78gihq$nd410@chuka.playstation.co.uk> 
NNTP-Posting-Host: LDIP-T-001-p-192-195.tmns.net.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi all, 


Does any people using Softimage or AliasWavefront 3D package to develop a 
game for Yaroze? I would interest to know, when finished modeling or 
animating, you guy save file to dxf format or save to rsd directly? 


Also, I do know that SI and PA can make a playstation movie file .str, does 
any one can play the .str file on the Yaroze? 


Regards 
James 


-—-MESSAGE FILE 14267 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001150 


—--MESSAGE FILE 14268 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001151 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Z Buffer, Z Sorting and Voxels 

Date: Mon, 25 Jan 1999 09:17:32 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 10 

Message-ID: <36AC36AC.1BA02803@scee.sony.co.uk> 

References: <78f28uSnd44@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:335 scee.yaroze.pr 
ogramming.3d_graphics:1151 


The GPU can only draw 2D polygons, so it can't help out with true 3D. This is why so 
me games have 

sorting errors - you never see that on a true Z-Buffer like the N64. If you want to 
implement a true 

Z-Buffer, then you're going to have to implement your own 3D polygon rendering algor 
ithm... Not very 

fast for anything useful, I'm afraid. 


== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Software upgrade installed: Press your luck to continue. 
—-MESSAGE FILE 14268 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001151 


--MESSAGE FILE 14269 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001152 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 
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Date: Mon, 25 Jan 1999 18:24:03 -0800 
Organization: SCEA News Server 

Lines: 32 

Message-ID: <36AD2743.E7EA24C2@hotmail.com> 
References: <78gihq$nd410@chuka.playstation.co.uk> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


James FU wrote: 
Hi all, 
Does any people using Softimage or AliasWavefront 3D package to develop a 


game for Yaroze? I would interest to know, when finished modeling or 
animating, you guy save file to dxf format or save to rsd directly? 


V V V V V 


I have been using soft until recently to model low-poly characters, but I think 
I am going to be switching to 3DSMax for various reasons. One is that I didn't 
have the additional plug-in for saving directly to the playstation format. I'm 
not sure if it saved as .rsd or .tmd, either one would be nice. I actually 
used Polytrans to convert the soft models into .dxf and then used dxf2rsd to 
.rsd and so on. 


The other reason I think I'm going to switch is because of rsdanim. So far it 
seems like the only tool to do real animation for yaroze. Otherwise you are 
just creating strings of meshes in a sequence. 


> Also, I do know that SI and PA can make a playstation movie file .str, does 
> any one can play the .str file on the Yaroze? 
> 


I haven't heard about that either, I would guess it comes with the plug-in, 
huh? But its pretty useless for yaroze work any way. Can you fit a good sized 
animation in 2 megs of space. Not me! 


If you find anything out about using soft, let me know.. I would gladly stay 
with soft over max anyday! 


Will 


-—-MESSAGE FILE 14269 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001152 


—--MESSAGE FILE 14270 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001153 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Mon, 25 Jan 1999 21:05:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <78imabSmtp6@chuka.playstation.co.uk> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


If you are going to switch, you might consider Inspire 3D, a cut down 
version of Lightwave, it's available for PC and Mac. 


I found some plugins on one of the members sites which save straight out to 
RSD format, I'm also working with a friend to provide more functionality to 
these plugins and provide some kind of UV mapping as well. 


It's certainly the cheaper option, Inspire 3D is only £350(ukp) compared 
with MAX which is 2 or 3 thousand, the modeler is also alot better at low 
polygon modeling than MAX, MAX does have advantages but not 2 thousand 
pounds worth. 
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Inspire can also use Lightwave plugins 


IMHO of course 
Nigel Critten 


>I haven't heard about that either, I would guess it comes with the plug-in, 
>huh? But its pretty useless for yaroze work any way. Can you fit a good 
sized 

>animation in 2 megs of space. Not me! 

> 

>If you find anything out about using soft, let me know.. I would gladly 
stay 

>with soft over max anyday! 

> 

>Will 

> 


—-MESSAGE FILE 14270 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001153 


--MESSAGE FILE 14271 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001154 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Tue, 26 Jan 1999 01:08:33 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <36AD8611.E2829324@hotmail.com> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> < 
78imabSmtp6@chuka.playstation.co.uk> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


It's certainly the cheaper option, Inspire 3D is only £350(ukp) compared 
with MAX which is 2 or 3 thousand, the modeler is also alot better at low 
polygon modeling than MAX, MAX does have advantages but not 2 thousand 
pounds worth. 


VV NV V V V 


Sounds like a good idea, but as am going to school right now.. they are paying 
for the software anyway. They just bought us Max (to be installed this week), 
because that's what the "industry" uses. I will think about Inspire 3D for 
personal use though. 


On the subject of plug-ins, there is a 3DS plugin to export to .rsd, does anyone 
know if it will work on Max? 


And one more question... anyone out there use Nichimen Nendo or N-World? Those 

are supposed to be kick-a** in low-poly and export to a load of gaming formats. 
Nendo is only about 90 quid, not sure about N-world. 

Latre all, 

Will 

-—-MESSAGE FILE 14271 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001154 


—--MESSAGE FILE 14272 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001155 
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Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Tue, 26 Jan 1999 08:22:22 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <78jqd4Smtp8@chuka.playstation.co.uk> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> < 
78imabSmtp6@chuka.playstation.co.uk> <36AD8611.E2829324@hotmail.com> 
NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>On the subject of plug-ins, there is a 3DS plugin to export to .rsd, does 
anyone 
>know if it will work on Max? 


No, I tried it already 


Also, Softimage Extreme has plugins for direct playstation support including 
animation, texturing, and models. It supports TOD format also. It kicks 
a**, but I have only seen it and Extreme costs something like $13,000.00 US 
dollars, but if they are paying for it! :-) 


Nathan Miller 


-—-MESSAGE FILE 14272 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001155 


--MESSAGE FILE 14273 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001156 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Tue, 26 Jan 1999 17:31:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <78ku4oS$gpd3@chuka.playstation.co.uk> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> Հ 
78imabSmtpé6@chuka.playstation.co.uk> <36AD8611.E2829324@hotmail.com> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>because that's what the "industry" uses. I will think about Inspire 3D for 
>personal use though. 


Inspire is a very good choice, and you can go straight from that to 
Lightwave with little problems (from what I've heard about LightWaveé it 
should knock a hole in the support for MAX - especially when 
Lightwave/Inspire isn't as buggy as MAX) 


>On the subject of plug-ins, there is a 3DS plugin to export to .rsd, does 
anyone 
>know if it will work on Max? 


I wouldn't have thought so, I have a friend who has written MAX plugins, he 
would probably be able to knock a plugin exporter together. 


>And one more question... anyone out there use Nichimen Nendo or N-World? 
Those 

>are supposed to be kick-a** in low-poly and export to a load of gaming 
formats. 

>Nendo is only about 90 quid, not sure about N-world. 
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Nendo is odd, it has potential but to be honest if you are used to 
Softimage, AI, MAX or Lightwave like myself you will find it a hard learning 
curve, (almost F'in vertical in fact), but with a bit of determination you 
should be able to do something nice in it, N-World is shortly to be replaced 
by Miari (or already has been) I wasn't impressed with N-World but again 
that's coming from a Lightwave/Softimage background. 


BIW a demo of Nendo is available on the nichimen web site. 


Cheers 
Nigel 


—-MESSAGE FILE 14273 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001156 


—-MESSAGE FILE 14274 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001157 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: vsync 

Date: Tue, 26 Jan 1999 16:26:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 
Message-ID: <7813c0$gpd5@chuka.playstation.co.uk> 
References: <367E1AE1.259C@mdx.ac.uk> 
NNTP-Posting-Host: 212.67.129.84 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Harvey Cotton wrote in message <367E1AE1.259C@mdx.ac.uk>... 

>Is there a global variable that stores the result of VSync? I ask this 
>because I wish to experiment with different frame rates. 

> 

>Merry Christmas everyone! 

>—— 

>Regards E-mail: hc054@mdx.ac.uk 

>Harvey ICQ: 4269478 

> 


Hi, 

If you're asking what I think you are then you simply do this 
variableName = VSync(0); 

where variableName is an integer 


4) 
Rob 


—-MESSAGE FILE 14274 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001157 


—--MESSAGE FILE 14275 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001158 

Path: chuka.playstation.co.uk!news 

From: “Robert Anderberg" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Questions, questions, questions 

Date: Tue, 26 Jan 1999 16:52:58 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 49 

Message-ID: <7813clSgpd6@chuka.playstation.co.uk> 
References: <36A30C93.3D49@bristol.ac.uk> 
NNTP-Posting-Host: 212.67.129.84 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Tom wrote in message <36A30C93.3D49@bristol.ac.uk>... 

>Hi there, 

> 

>I've recently started to write a 3d landscape engine using graduated 
>coloured triangles. I'm building the entire map in memory at the moment 
>using one tmd for every four points on the map which are created at run 
>time. This kind of limits the size of the map as each tmd and its 
>handler takes up loads of memory. What I want to do is dynamically 
>create each 2*2 patch as they come into view and remove them as they 
>leave the view cone. The thing is, I really don't have a clue how to 
>keep track of which parts of memory are free and which hold valid tmd 
>data. 

> 

>Now, a (hopefully) much easier problem to answer. In the early version 
>of the engine that I've got so far, some of the patches that are being 
>drawn seem to be too far away and the PlayStation doesn't bother drawing 
>them. When they come back into view though, the program crashes. Is 
>there some way to avoid this or can I increase the clipping distance to 
>prevent the problem occuring? 

> 

>Cheers, 

> 

> Tom 

> 


Hi, 


Don't really understand the first bit, but if you are using a single TMD 
with all is data (object.c?) for each patch then you are going to run out of 
memory really quickly. I suggest splitting the map into sections and 
rendering the sections on screen as tmds, try looking at the tutorial 
MakeTMD to 

try and render multiple patches as one tmd. Also, if your map is huge, use 
memalloc to create and free-up memory as needed. 


For the second problem, it's better if you set up your own clipping routines 
to limit how far into the distance the engine draws, try looking at the 
‘perform world clipping" routine in the 3dl tutorial. Just remember, if you 
want your yaroze to clap, you have to do tricks :) 


on the crashing point, make sure you don't have any global variables with 
the same name as local ones. 


Probably no help at all :) 


Rob 


—-MESSAGE FILE 14275 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001158 


——MESSAGE FILE 14276 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001159 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: hhhelp mme . . I'mmm.... shrinking!!!??!! 

Date: Tue, 26 Jan 1999 17:34:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 
Message-ID: <7813c2Sgpd7@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.67.129.84 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 
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Well now, 


This is probably blindingly obvious but, 


my 3d models shrink in the x,z plane when rotated a lot!!?? 


this is probably due to dogy code, but if anyone can help, please do so 


rob 


—-MESSAGE FILE 14276 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001159 


——MESSAGE FILE 14277 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001160 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Tue, 26 Jan 1999 19:00:41 -0800 

Organization: SCEA News Server 

Lines: 19 

Message-ID: <36AE8158.D4ECB237@hotmail.com> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> Հ 
78imabSmtp6@chuka.playstation.co.uk> <36AD8611.E2829324@hotmail.com> <78jqd4$mtp8@ch 
uka.playstation.co.uk> 

NNTP-Posting-Host: cran64.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (Win95; I) 


> 

> 

> Also, Softimage Extreme has plugins for direct playstation support including 
> animation, texturing, and models. It supports TOD format also. 

> 

Alright!!! that's what I wanted to hear!! Which format does it support? RSD or 


TMD. If it does TMD than all my worries are taken care of. And how do you 
integrate the .TOD animation files into the Yaroze coding? Is it similar to the 
-MIM format where you can have one model and call the movements you want it to 
perform? 


Soft is looking better and better all the time.. I might be pursuaded to stay 
with it. 


Bye, 
Will 


-—-MESSAGE FILE 14277 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001160 


——MESSAGE FILE 14278 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001161 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Tue, 26 Jan 1999 19:35:37 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36AE1909.DFCDOF10@hinge.mistral.co.uk> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> < 
78imabSmtp6@chuka.playstation.co.uk> <36AD8611.E2829324@hotmail.com> <78jqd4$mtp8@ch 
uka.playstation.co.uk> <36AE8158.D4ECB237@hotmail.com> 

NNTP-Posting-Host: d2-s25-119-telehouse.mistral.co.uk 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


will atkin wrote: 


> integrate the .TOD animation files into the Yaroze coding? Is it similar to the 
> .MIM format where you can have one model and call the movements you want it to 
> perform? 


Probably not, I invented .MIM myself (it's not a Sony file format at all). 


> Will 


Craig. 


—-MESSAGE FILE 14278 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001161 


—--MESSAGE FILE 14279 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001162 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: hhhelp mme . . I'mmm.... shrinking!!!??!! 

Date: Tue, 26 Jan 1999 21:22:06 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <781sk8$6d43@scea> 

References: <7813c2Sgpd7@chuka.playstation.co.uk> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


I could be wrong, but it sounds to me like you're keeping you're using 
cumulative rotation (i. e. simply adjusting your rotation matrix instead of 
recalculating it every frame from a position VECTOR and a rotation SVECTOR). 
When you modify a pre-existing matrix a few thousand times, the fixed-point 
rounding errors accumulate until the vertices of your TMD are irreparably 
distorted. 


Instead, hold your rotation in an SVECTOR, your position in a VECTOR, and 
point your object's coordinate system to your own GSCOORDINATE2 structure. 
Calculate your local coord system with RotMatrix(&<your rotation 

SVECTOR>, &<your temporary in-function MATRIX>), and then use the newly 
calculated temp MATRIX to set the coordinates. 


That solved my problems, anyway- I couldn't figure it out when that first 
happened to me. I was implementing a fixed-point 3d program with a cube. I 
finally got it spinning and was so proud that I left it running when i went 
to grab a bite to eat. I came back and it had crumpled itself to the point 
where it was nowhere near being recognizable as a cube....:) 


hope that helped... 
-charles 


>my 3d models shrink in the x,z plane when rotated a lot!!?? 

> 

>this is probably due to dogy code, but if anyone can help, please do so 
> 

>rob 


—-MESSAGE FILE 14279 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001162 
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——MESSAGE FILE 14280 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001163 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: hhhelp mme . . I'mmm.... shrinking!!!??!! 

Date: Tue, 26 Jan 1999 21:23:38 -0500 

Organization: SCEA News Server 

Lines: 13 

Message-ID: <781sn4S$6d44@scea> 

References: <7813c2Sgpd7@chuka.playstation.co.uk> <781sk8S$6d43@scea> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


>I could be wrong, but it sounds to me like you're keeping you're using 
>cumulative rotation (i. e. simply adjusting your rotation matrix instead of 


OK i did NOT mean to type that first sentence. 


read: I could be wrong, but it sounds to me like you're using cumulative 
blah blah.... 

i'm halfway through moving and i checked the newsgroups. gimme a break. 
>) 
-charles 


--MESSAGE FILE 14280 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001163 


——MESSAGE FILE 14281 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001164 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: SI or Alias game development 

Date: Wed, 27 Jan 1999 18:35:09 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36AF5C5D.1A09FA0@hotmail.com> 
References: <78gihqSnd410@chuka.playstation.co.uk> 
NNTP-Posting-Host: cran64.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Anyway.. getting back to Soft.. 1 messed around with the plugin and you can 
export directly to .rsd or .tmd. It also saves textures and up to three lights 
as well. And yes it supports the .tod format for animation. 

Later, 


Will 


James FU wrote: 


> Hi all, 

> 

> Does any people using Softimage or AliasWavefront 3D package to develop a 
> game for Yaroze? I would interest to know, when finished modeling or 

> animating, you guy save file to dxf format or save to rsd directly? 

> 

> Also, I do know that SI and PA can make a playstation movie file .str, does 
> any one can play the .str file on the Yaroze? 

> 

> Regards 

> James 


—-MESSAGE FILE 14281 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001164 


—-MESSAGE FILE 14282 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001165 

Path: chuka.playstation.co.uk!news 

From: Brian Baird <brian@dma-design.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 3D editors 

Date: Fri, 29 Jan 1999 13:18:25 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <36B1B521.925476A@dma-—design. com> 

References: <36A3B251.C84628DB@which.net> <36A4B58D.79860A71@manc.u-net.com> 
NNTP-Posting-Host: 195.153.133.80 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


James Shaughnessy wrote: 


The brilliant TrueSpace2 is totally free (full program) on PC Answers 

(issue 62), so get that -- back-issues £5.99, tel: 01458 271127 

It can import/export as .DXF, but not .RSD, but a few nifty DOS batch 

programs soon sort that out. Make sure you have the latest version of 
Sony's RSDTOOL too. 


VVVVVV 


TrueSpace2 is *also* available on the new issue of Computer Shopper, 
priced £2 501.1. 


Brian @ pMA 


լ All opinions & views are my own, not DMA's, yadda, yadda, yadda | 
—-MESSAGE FILE 14282 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001165 


——MESSAGE FILE 14283 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001166 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Alias news 

Date: Fri, 29 Jan 1999 17:09:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <78sq50Sccr5@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Alias|Wavefront have repackaged Maya, this is a snippet from the email my 
friend at Alias sent me. 


"Maya Complete 

o Maya Base 

o Maya F/X 

o Maya Artisan 

£5,950 (Full technical support £1,200) 
Maya Infinity * 

o Maya Base 


o Maya F/X 
o Maya Artisan 
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Maya Power Modelling 

Maya Cloth 

Maya Fur 

Maya Live 

2 Additional Rendering Licenses ** 


OOOOO 


£12,950 (Full tecnical support £2,560) 


* Available on NT at V2.0 
**NB : V2.0 will be multitheaded" 


Nigel Critten 


-—-MESSAGE FILE 14283 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001166 


—--MESSAGE FILE 14284 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001167 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: SI or Alias game development 

Date: Sat, 30 Jan 1999 00:40:39 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <78tgrmS$ccr13@chuka.playstation.co.uk> 

References: <78gihq$nd410@chuka.playstation.co.uk> <36AD2743.E7EA24C2@hotmail.com> < 
78imabSmtp6@chuka.playstation.co.uk> <36AD8611.E2829324@hotmail.com> <78jqd4$mtp8@ch 
uka.playstation.co.uk> <36AE8158.D4ECB237@hotmail.com> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>Alright!! that's what I wanted to hear!! Which format does it support? 

RSD or 

>TMD. If it does TMD than all my worries are taken care of. And how do you 
>integrate the .TOD animation files into the Yaroze coding? Is it similar 
to the 

>.MIM format where you can have one model and call the movements you want it 
to 

>perform? 


It supports TMD, I know that for sure. The TOD animation files are 
documented at the SCEE site. You will have to write your own function for 
dealing with the file, but it is a really good format and shouldn't be too 
hard to work out. The really nice thing is that it exports all the info in 
the TMD that you need and I think it even outputs the TIM format. I do not 
know if it does that for textures or just screen shots, but it does have the 
functionality (as it should!). Anyway, hope you can get it, really powerful 
stuff. 


>Soft is looking better and better all the time.. I might be pursuaded to 
stay 


Yeah, but it has a very difficult learning curve, all of the different menu 
screens and the tagging of points and such. It was hard for me to figure 
out, much different than 3ds MAX or Lightwave. There is a book that you can 
buy on the net that can help you if you need it. I don't remember the name, 
but it is on Amazon.com. Have fun... 


Nathan Miller 


—-MESSAGE FILE 14284 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001167 


—-MESSAGE FILE 14285 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001168 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Questions, questions, questions 

Date: Sat, 30 Jan 1999 11:59:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 50 

Message-ID: <36B2F42F.3A0A@bristol.ac.uk> 

References: <36A30C93.3D49@bristol.ac.uk> <7813clSgpd6@chuka.playstation.co.uk> 
NNTP-Posting-Host: n64.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Robert Anderberg wrote: 


> 

> Don't really understand the first bit, but if you are using a single TMD 

> with all is data (object.c?) for each patch then you are going to run out of 
> memory really quickly. I suggest splitting the map into sections and 

> rendering the sections on screen as tmds, try looking at the tutorial 

> MakeTMD to 

> try and render multiple patches as one tmd. Also, if your map is huge, use 

> memalloc to create and free-up memory as needed. 

> 

> For the second problem, it's better if you set up your own clipping routines 
> to limit how far into the distance the engine draws, try looking at the 

> "perform world clipping' routine in the 341 tutorial. Just remember, if you 
> want your yaroze to clap, you have to do tricks :) 

> 

> on the crashing point, make sure you don't have any global variables with 

> the same name as local ones. 

> 

> Probably no help at all :) 

> 

> Rob 


Thanks for the advice. I found the clipping distance is increased when 
TE parameter in the GsSort routine is raised (why is that and what 
ees value actually mean?). An initial version of the engine in up on 
a but it all seems a bit too hard to me. I think I'll go back to block 
based games like Arena... 


Cheers, 


Tom 


PS Sorry if there are any technical inaccuracies, I've not been able to 
due 

any programming recently due to my proffessional engineering studies 
exam 

coming up tomorrow <:-() 


PPS I'm not even doing an engineering degree (what an arse) 


PPPS I actually wrote this yesterday but the unix server wouldn't let me 
post 
this message (can't find FCC file?) so I'm posting it today. 


PPPPS The exam was crap. 
—-MESSAGE FILE 14285 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001168 
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—--MESSAGE FILE 14286 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001169 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Animation (again) 

Date: Sat, 30 Jan 1999 12:35:58 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36B2FCAE.2F14@bristol.ac.uk> 
NNTP-Posting-Host: n64.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Hi there, 


I'm sure everyone's quite bored with answering questions about 
animation but really, I've got no idea how to go about doing it. I'm one 
of the poor unfortunates that can't seem to get RSDAnim to work on their 
PC's so do I have to write an animator myself? I've just about got to 
grips with 3d programming and I'd like to start animating things now. 
Help. Please. 


Cheers, 
Tom 


PS The Metal Gear Solid demo in PSM is great! Blowing people up with C4 

then hiding in a cardboard box to escape detection. Fantastic! 

—-MESSAGE FILE 14286 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001169 


--MESSAGE FILE 14287 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001170 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3d tiling and ripping 

Date: Sun, 31 Jan 1999 01:40:38 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <79080fS6fv3@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.237 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:336 scee.yaroze.pr 
ogramming.3d_graphics:1170 


Just had a question. I am representing my world with an array like 
world[20][20]. I have 3d models that represent a tile for the world, with 
floor included. The drawing function takes the array and a TILE_WIDTH and 
TILE_HEIGHT variable and draws the terrain (that is the simplified version). 
The only problem is, the floor tiles tear, causing black lines to appear 
between the tiles. The floor is flat right now. Here is a simplified 
version of the function. 


TILE_WIDTH = 200 
TILE_HEIGHT = 200 


for(i=0;i<20;i++) 
for (j=0;3j<20; j++) 


tempx = i*TILE_WIDTH; 

tempz = i*TILE_HEIGHT; 

DrawTile(world[i][j], tempx, tempy); 
} 


That isn't exactly right, but you get the idea. It looks good, except for 


Net Yaroze newsgroups message dump.txt Page 9615 


the edges of the tiles rip and cause random black lines all over the screen. 
Any help? 


Thanks, 


Nathan Miller 


—-MESSAGE FILE 14287 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001170 


——MESSAGE FILE 14288 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001171 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet .com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d tiling and ripping 

Date: Sun, 31 Jan 1999 01:54:30 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <790dghS6fv4@chuka.playstation.co.uk> 

References: <79080fS6fv3@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-83.artist.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:337 scee.yaroze.pr 
ogramming.3d_graphics:1171 


Hi 


try oversizing your tiles slightly. 


Pete. 


Nathan Miller wrote in message <79080fS6fv3@chuka.playstation.co.uk>... 
<SNIP> 

> 

>That isn't exactly right, but you get the idea. It looks good, except for 
>the edges of the tiles rip and cause random black lines all over the 
screen. 

>Any help? 

> 

>Thanks, 

> 

>Nathan Miller 

> 

> 


-—-MESSAGE FILE 14288 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001171 


—--MESSAGE FILE 14289 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001172 
Path: chuka.playstation.co.uk!news 
From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: 3d tiling and ripping 
Date: Sun, 31 Jan 1999 14:12:23 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 131 
Message-ID: <36B464C6. 8BE59OEE@manc.u-net.com> 
References: <79080fS6fv3@chuka.playstation.co.uk> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 390E5C2AFA20F11B27CC013A" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:338 scee.yaroze.pr 
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ogramming.3d_graphics:1172 


390E5C2AFA20F11B27CC013A 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Apart from oversizing the tiles slightly like Pete suggests (the easiest way, 
but may perhaps result in unsightly "edge overlap flipping" if the camera moves 
a lot), all I can suggest is that you render the whole world grid to a single 
TMD. Then you can make the vertices that should coincide, actually coincide 
losing those annoying gaps. This will have an additional benefit of being much 
faster too.* 


I notice though that your world tiles are not simple 4-polys so this would prove 
too expensive and difficult probably. But what you could do is just do the 
floor this way (where the gaps actually happen), and do the rest of the tile 
model (buildings or whatever) the same way as before. Yay, nay? 


Later, 
Jim 


* [eg in my ScaleX demo I firstly had all the track segments sorted as single 
manipulated TMDs. Not only was it too slow (could only manage around 100 track 
segments) it also had many of those gaps in between the shadow polygons -- very 
noticable and ugly. Sorting all the poly's to a single TMD lost those gaps 
(because vertices are being shared) and I can now sort 3 times as many track 
segments in a single frame. Which is nice.] 


Nathan Miller wrote: 


Just had a question. I am representing my world with an array like 
world[20][20]. I have 3d models that represent a tile for the world, with 
floor included. The drawing function takes the array and a TILE_WIDTH and 
TILE_HEIGHT variable and draws the terrain (that is the simplified version). 
The only problem is, the floor tiles tear, causing black lines to appear 
between the tiles. The floor is flat right now. Here is a simplified 
version of the function. 


TILE_WIDTH = 200 
TILE_HEIGHT = 200 


for (i=0;i<20; i++) 
for (j=0; 3<20; j++) 


tempx = i*TILE_WIDTH; 

tempz = i*TILE_HEIGHT; 

DrawTile(world[i][j], tempx, tempy); 
} 


That isn't exactly right, but you get the idea. It looks good, except for 
the edges of the tiles rip and cause random black lines all over the screen. 
Any help? 


Thanks, 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


Nathan Miller 


James Shaughnessy james@manc.u-net.com 
http://www.netyaroze-europe.com/~shaughnj 
or http://i.am/bart.simpson/ i=) 


390E5C2AFA20F11B27CC013A 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 
<html> 
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Apart from oversizing the tiles slightly like Pete suggests (the easiest 
way, but may perhaps result in unsightly "edge overlap flipping" if the 
camera moves a lot), all I can suggest is that you render the whole world 
grid to a single TMD.&nbsp; Then you can make the vertices that <i>should</i> 
coincide, <i>actually</i> coincide losing those annoying gaps.énbsp; This 
will have an additional benefit of being much faster too.* 

<p>I notice though that your world tiles are not simple 4-polys so this 
would prove too expensive and difficult probably.énbsp; But what you <i>could</i> 
do is just do the <b>floor</b> this way (where the gaps actually happen), 
and do the rest of the tile model (buildings or whatever) the same way 

as before.&nbsp; Yay, nay? 

<p>Later, 

<br>Jim 

<p>* [eg in my ScaleX demo I firstly had all the track segments sorted 

as single manipulated TMDs.énbsp; Not only was it too slow (could only 
manage around 100 track segments) it also had many of those gaps in between 
the shadow polygons -- very noticable and ugly.&nbsp; Sorting all the poly's 
to a <i>single</i> TMD lost those gaps (because vertices are being shared) 
and I can now sort 3 times as many track segments in a single frame. Which 
is nice.] 

<br>é&nbsp; 

<p>Nathan Miller wrote: 

<blockquote TYPE=CITE>Just had a question.énbsp; I am representing my world 
with an array like 

<br>world[20][20].&nbsp; I have 3d models that represent a tile for the 
world, with 
<br>floor included.&énbsp; The drawing function takes the array and a TILE_WIDTH 
and 

<br>TILE_HEIGHT variable and draws the terrain (that is the simplified 
version). 

<br>The only problem is, the floor tiles tear, causing black lines to appear 
<br>between the tiles.&nbsp; The floor is flat right now.&énbsp; Here is 

a simplified 

<br>version of the function. 

<p>TILE_WIDTH = 200 

<br>TILE_HEIGHT = 200 

<p>for (i=0;i&1t;20;i++) 

<br>é&nbsp; for (j=0; j&1t; 20; j++) 

<p>énbsp; énbsp; tempx = i*TILE_WIDTH; 

<br>é&nbsp; énbsp; tempz = i*TILE_HEIGHT; 

<br>&nbsp; &nbsp; DrawTile(world[i][j], tempx, tempy); 

<br>&nbsp; } 

<p>That isn't exactly right, but you get the idea.&énbsp; It looks good, 

except for 

<br>the edges of the tiles rip and cause random black lines all over the 
screen. 

<br>Any help? 

<p>Thanks, 

<p>Nathan Miller</blockquote> 

<br><tt> </tt> 

<br><tt>James Shaughnessy&nbsp; &nbsp; &nbsp; james@manc.u-net.com</tt> 
<br><tt><A HREF="http://www.netyaroze-europe.com/~shaughnj">http://www.netyaroze-eur 
ope.com/~shaughnj</A></tt> 

<br><tt><i>or</i>é&nbsp; <A HREF="http://i.am/bart.simpson/">http://i.am/bart.simpson 
/</A>&nbsp; &nbsp; &nbsp; &nbsp; 

p-)</tt> 

<br><tt> </tt> 

<br>énbsp; </html> 


3 90E5C2AFA20F11B27CC013A-- 


—-MESSAGE FILE 14289 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001172 


--MESSAGE FILE 14290 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001173 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Sun, 31 Jan 1999 23:02:30 +0000 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <36B4E106.48BF4111@hinge.mistral.co.uk> 
References: <36B2FCAE.2F14@bristol.ac.uk> 
NNTP-Posting-Host: d3-s42-198-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 
Հ- 


Mailer: Mozilla 4.5 [en] (Win95; I) 
Accept-Language: en 


Tom wrote: 


> 
> 
> 
> 
> 
> 
> 
> 


Hi there, 


I'm sure everyone's quite bored with answering questions about 
animation but really, I've got no idea how to go about doing it. I'm one 
of the poor unfortunates that can't seem to get RSDAnim to work on their 
PC's so do I have to write an animator myself? I've just about got to 
grips with 3d programming and I'd like to start animating things now. 
Help. Please. 


Try contacting the author with details of your setup (OS, 3D Card, etc). 


> 


Tom 


Craig. 
(the author) 
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—-MESSAGE FILE 14290 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001173 


—-MESSAGE FILE 14291 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001174 

Path: chuka.playstation.co.uk!news 

From: "Robert Anderberg" <wickednun@callnetuk.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Questions, questions, questions 

Date: Mon, 1 Feb 1999 01:11:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <793161Sis61@chuka.playstation.co.uk> 


References: 


2F42F.3A0A@bristol.ac.uk> 
NNTP-Posting-Host: 212.67.134.102 


X- 


Newsreader: Microsoft Outlook Express 4.72.3110.5 


X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Tom wrote in message <36B2F42F.3A0A@bristol.ac.uk>... 


> 


>Thanks for the advice. I found the clipping distance is increased when 
Green parameter in the GsSort routine is raised (why is that and what 

. value actually mean?). An initial version of the engine in up on 
nn but it all seems a bit too hard to me. I think I'll go back to block 
>based games like Arena... 


> 
> 


>Cheers, 


> 
> 


Tom 


Well now, you seem to be doing exactly what I started doing when I started 


on 3D stuff, 


going over the top and trying to do an all-singing all-dancing 


<36A30C93.3D49@bristol.ac.uk> <7813cl$gpd6@chuka.playstation.co.uk> <36B 
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amazing 3d thingy, then writing something more simple and not going insane 
ԱՆ 


To get to the point, I reckon the shift paramater is to make the accuracy օք 
the clipping up to the maximum by shifting to the right that many times 
(right shift is equivelant to dividing a number by two) so the call should 
look like this 


GsSortObject4( &object, &WorldOrderingTable[outputBufferIndex], 
14-OT_LENGTH, etc. etc. la de dah 


or somthing. 


On a different note, try looking at the 3D flying tutorials ( if you haven't 
already :) ), as they work 'quite' well, and at least the don't crash 
spectacularly like most of my code !! 


anyway, hope that discombobulated answer was not to incomprehensible ;~/. 


Rob 


-—-MESSAGE FILE 14291 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001174 


—--MESSAGE FILE 14292 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001175 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Mon, 01 Feb 1999 10:33:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36B582DC.11E8@bristol.ac.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> 
NNTP-Posting-Host: n31.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Craig Graham wrote: 
> 
Try contacting the author with details of your setup (OS, 3D Card, etc). 


> 
> 
> Craig. 

> (the author) 

I've got a Cyrix 200 (booo!), 64 MB RAM, Win 98, 4 MB Matrox Millenium 
and a Voodoo 2. I know it's the voodoo causing the problem but even when 
I turn off the hardware support using 3dfxTool, the screen still does 
that funny reset thing that it does when the voodoo's being used. 
RSDAnim does run when I click on 'NO' to start but any model I load 
appears red (no it's not selected) and I can't select any poly's. It 
works on my Mum's Packard Hell at home but she lives 90 miles away (a 
tad inconvinient). 


Cheers, 


Tom 
—-MESSAGE FILE 14292 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001175 


—-MESSAGE FILE 14293 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001176 
Path: chuka.playstation.co.uk!news 
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From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Animation (again) 

Date: Mon, 01 Feb 1999 14:16:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <36B5B738.622F1599@hinge.mistral.co.uk> 
References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
B582DC.11E8@bristol.ac.uk> 

NNTP-Posting-Host: d3-s10-166-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Թ.) 


Tom wrote: 


Craig Graham wrote: 
> 


Try contacting the author with details of your setup (OS, 3D Card, etc). 


Craig. 
(the author) 


V V V V 


I've got a Cyrix 200 (booo!), 64 MB RAM, Win 98, 4 MB Matrox Millenium 
and a Voodoo 2. I know it's the voodoo causing the problem but even when 
I turn off the hardware support using 3dfxTool, the screen still does 
that funny reset thing that it does when the voodoo's Dbeing used. 
RSDAnim does run when I click on 'NO' to start but any model I load 
appears red (no it's not selected) and I can't select any poly's. It 
works on my Mum's Packard Hell at home but she lives 90 miles away (a 
tad inconvinient). 


VVVVVVVVVVVVV VV 


Try loading a model, using edit->select all, then changing the model colour 
Then deselect all. 
(so you'll be able to see selected bits, which come up red). 


Also, select view->show vertices and try selecting individual vertices...... 
> Tom 


Craig. 
(one day someone will want to use RSdANIM enough to loan me a 3DFX card to fix 


the bugs...) 


—-MESSAGE FILE 14293 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001176 


——MESSAGE FILE 14294 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001177 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Mon, 1 Feb 1999 09:56:43 -0800 

Organization: SCEA News Server 

Lines: 43 

Message-ID: <794p60$q127@scea> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
6B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> 
NNTP-Posting-Host: tide71.microsoft.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Well, unless you can get a 3dfx card with more than 4 megs of ram, you're up 
a creek. Either that or give up the use of Z-buffers :) 
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Craig Graham wrote in message <36B5B738.622F1599@hinge.mistral.co.uk>... 

> 

> 

>Tom wrote: 

> 

>> Craig Graham wrote: 

>> > 

>> > Try contacting the author with details of your setup (OS, 3D Card, 
etc). 

>> > 

>> > Craig. 

>> > (the author) 

>> 

>> I've got a Cyrix 200 (booo!), 64 MB RAM, Win 98, 4 MB Matrox Millenium 
>> and a Voodoo 2. I know it's the voodoo causing the problem but even when 
>> I turn off the hardware support using 3dfxTool, the screen still does 

>> that funny reset thing that it does when the voodoo's being used. 
>> RSDAnim does run when I click on 'NO' to start but any model I load 

>> appears red (no it's not selected) and I can't select any poly's. It 

>> works on my Mum's Packard Hell at home but she lives 90 miles away (a 

>> tad inconvinient). 

> 

>Try loading a model, using edit->select all, then changing the model colour 
>Then deselect all. 
>(so you'll be able to see selected bits, which come up red). 
> 
>Also, select view->show vertices and try selecting individual 
vertices...... 

> 

>> Tom 

> 

>Craig. 

>(one day someone will want to use RsdANIM enough to loan me a 3DFX card to 
fix 

> 

>the bugs...) 

> 

> 
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—-MESSAGE FILE 14294 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001177 


—-MESSAGE FILE 14295 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001178 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Animation (again) 

Date: Mon, 01 Feb 1999 22:28:22 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <36B62A86.DB4EC3E@hinge.mistral.co.uk> 


References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 


a> 
NNTP-Posting-Host: d3-s17-173-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Steve Spiller wrote: 


> Well, unless you can get a 3dfx card with more than 4 megs of ram, you're up 


> a creek. Either that or give up the use of Z-buffers :) 


But it works fine on my 4Meg S3 Virge ;) 


6B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60Sq127@sce 


Net Yaroze newsgroups message dump.txt Page 9622 


Craig. 


—-MESSAGE FILE 14295 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001178 


—-MESSAGE FILE 14296 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001179 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Spiller" <sspiller@microsoft.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Mon, 1 Feb 1999 18:47:25 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <79509b$q129@scea> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60$q127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> 

NNTP-Posting-Host: tide70.microsoft.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2013.2200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2013.2200 


Gy 


Yep, and it works great on my l6meg TNT. It's nice to own superior 
technology, isn't it? The only way you'll get it to work with a 4 meg 
voodoo card is to write to the proprietary (gack!) Glide API. Aren't you 
glad that 3dfx was so nice as to have such excellent support for industry 
standards! (That's sarcasm, folks!) 


-Steve 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news :36B62A86.DB4EC3E@hinge.mistral.co.uk... 

> 

> 

> Steve Spiller wrote: 

> 
> > Well, unless you can get a 3dfx card with more than 4 megs of ram, 
you're up 


> > a creek. Either that or give up the use of Z-buffers :) 
> 

> But it works fine on my 4Meg S3 Virge ;) 

> 

> Craig. 

> 

> 


-—-MESSAGE FILE 14296 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001179 


—-MESSAGE FILE 14297 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001180 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Camera math 

Date: Wed, 3 Feb 1999 10:42:33 -0600 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <799tkt$lbf5@scea> 

NNTP-Posting-Host: charlie.cns.iit.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:339 scee.yaroze.pr 
ogramming.3d_graphics:1180 


I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space coordinates 
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to screen-space coordinates, but they ALL ASSUME that the camera is at the 
origin facing down the "Z" axis. 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


Luckily our Net Yaroze libs take care of this with the SetRView() function, 
where you specify the viewpoint and refpoint, but I'd really like to 
understand what goes on behind the scenes. 


EdF 


9623 


-—-MESSAGE FILE 14297 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001180 


—-MESSAGE FILE 14298 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001181 
Path: chuka.playstation.co.uk!news 
From: Craig Graham <c_graham@hinge.mistral.co.uk> 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: Camera math 

Date: Wed, 03 Feb 1999 20:17:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <36B8AEBC.2BB577D0@hinge.mistral.co.uk> 
References: <799tkt$lbf5@scea> 

NNTP-Posting-Host: d2-s42-136-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:340 scee.yaroze.pr 


ogramming.3d_graphics:1181 


Ed Federmeyer wrote: 


I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space coordinates 
to screen-space coordinates, but they ALL ASSUME that the camera is at the 
origin facing down the "Z" axis. 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


Luckily our Net Yaroze libs take care of this with the SetRView() function, 
where you specify the viewpoint and refpoint, but I'd really like to 
understand what goes on behind the scenes. 


VVVVVVVVVV VV 


Setup a translation to put the refpoint at the world origin, then a rotation 
matrix 

to put the camera at a point where X==Y==0 (i.e. lies on the Z axis). Now apply 
the inverse of that trans-rot to the whole world and carry on as the books say 
(you can do it the other way round by translating the camera and rotating the 
view point 

as well). 


> EdF 


Craig. 


—-MESSAGE FILE 14298 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001181 


—-MESSAGE FILE 14299 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001182 

Path: chuka.playstation.co.uk!argonet.co.uk!argbc08 

From: R Fred Williams <rfredw@argonet.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Camera math 

Date: Wed, 03 Feb 1999 20:37:29 GMT 

Organization: ArgoNet, but does not reflect its views 

Lines: 87 

Distribution: world 

Message-ID: <na.b5bf8b48ce.a70la0rfredw@argonet.co.uk> 

References: <799tktS$lbf5@scea> 

Reply-To: R Fred Williams <rfredw@argonet.co.uk> 

NNTP-Posting-Host: userp274.uk.uudial.com 

X-Newsreader: NewsAgent 0.85 for RISC ՕՏ 

X-NNTP-Poster: NewsHound v1.3782 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:341 scee.yaroze.pr 
ogramming.3d_graphics:1182 


In article <799tktSlbf5@scea>, "Ed Federmeyer" <Ed_Federmeyer@mw.3com.com> 
wrote: 

> I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space 
coordinates 

to screen-space coordinates, but they ALL ASSUME that the camera is at the 


> 
> 
> 
> origin facing down the "Z" axis. 


v 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
> direction? 


v 


Well, it's just another case of "run the vector through a 3*3 matrix and 
add an offset". The only real difference between a "world space to camera 
space" matrix and an "object space to world space" one being that you 
generally want any transformations to happen in the opposite order. 


Think in terms of the "world" just being another level in the object 
hierarchy that has a position & orientation relative to the camera. 


That position & orientation is, obviously, the inverse of the camera's 
position & orientation WRT the world. 


(And after that, all that's left to do is the perspective transform: 
Camera-space to screen-space, if you like) 


Say you've got an object, and are doing things with roll/pitch/yaw angles. 
(for true 3d work, this isn't always the best way to go, but anyway...) 


Your "object-to-world" coordinate-transformation will usually be:- 
A z-axis rotation (roll) 

Then an x-axis rotation (pitch) 

Then a y-axis rotation (yaw) 

(Combine the above into a single 3*3 matrix) 

Then add an offset (The object's position). 


Now if you've got a camera, also with a position,roll,pitch and yaw... 


Take your world-coordinate. 

Subtract the camera's position. 

Rotate in the y-axis by "-camera's yaw" 
Rotate in the x-axis by "-camera's pitch" 
Rotate in the z-axis by "-camera's roll" 


And, hurrah, you've got your object coordinate in terms of "z is 
camera-relative forwards". 


Same thing with matrices:- To get a "world to camera" matrix-and-offset 
pair in the same arrangement as an "object to world" one.... 


Take your "camera-to-world" 3*3 matrix (ie, one that treats the camera 
as if it were an object). 

Invert it. 

(Shortcut:- Note that the inverse of a non-scaling rotation matrix is 
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just it's transpose, for reasons that become *so* obvious once you've got 
your head round what a rotation matrix is) 


Run (minus) the camera's position through the resulting 3*3 matrix, for a 
post-rotation offset rather than a pre-rotation one. 


Ta da! 

> Luckily our Net Yaroze libs take care of this with the SetRView() 

> function, 

> where you specify the viewpoint and refpoint, but I'd really like to 
> understand what goes on behind the scenes. 


It's just a matter of getting the hang of "what matrices are". In the 
case of rotation matrices, they're just a representation of one set of 
xyz axes within another set. 


Eg:- The first "row" of an "object-to-world" rotation matrix *IS* the 
vector representing the object's x-axis in world space. 2nd row's the y 
axis. 3rd row's the z. 


In terms of GSRVIEW2, the camera matrix's 3rd row (or is that "column"?, 
I can't be bothered working out which just now!) will be a normalised 
"reference - viewpoint" vector, and the other rows will be a pair of 
vectors at right angles to that, set according to the "twist" input. 


HTH, 
Fred 
(Yaroze /~RFREDW) 


—-MESSAGE FILE 14299 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001182 


--MESSAGE FILE 14300 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001183 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Thu, 04 Feb 1999 12:14:30 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <36B98F26.3B8243D5@bristol.ac.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
6B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60Sq127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> <79509bS$q129@scea> 

NNTP-Posting-Host: waikiki.cs.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; SunOS 5.5.1 sun4m) 


Hi there, 
The Voodoo 2 is 12 MB, so no probelms there... 


Also, I've been playing about with RSDAnim and it seems that its only 
displaying the red component of a models colour (and I have got all the 
lights turned on). If I set the model colour to be blue or green, it's 
displayed as black, does this have something to do with colour depth? I'm 
running in 32 bit colour. 


Cheers, 
Tom 


-—-MESSAGE FILE 14300 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001183 
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--MESSAGE FILE 14301 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001184 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Thu, 04 Feb 1999 15:41:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <36B9BFBD.76653EFA@hinge.mistral.co.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
6B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60Sq127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> <79509bS$q129@scea> <36B98F26.3B8243D5@bris 
tol.ac.uk> 

NNTP-Posting-Host: dl-s45-77-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Tom wrote: 


Hi there, 
The Voodoo 2 is 12 MB, so no probelms there... 


Also, I've been playing about with RSDAnim and it seems that its only 
displaying the red component of a models colour (and I have got all the 
lights turned on). If I set the model colour to be blue or green, it's 
displayed as black, does this have something to do with colour depth? I'm 
running in 32 bit colour. 


VVVVVVVVV 


Nope,. it has to do with the dodgy 3DFX Direct3D drivers. And the fact I've 
not 

got one to try it on. The only people who cann't get it to work are 3Dfx 
owners 

as far as I can tell..... 


Never mind - I'm considering starting a whole new animator in the next month 
or 

two (OpenGL on Linux, KDE/Qt interface) as a learning experience on that 
platform. I've just started collecting the tool's I need to do it (GUI 
designers, debuggers, 

etc). QtEZ is what I'm looking at for now - anyone know օք any other tasty 
GUI 

layout tools on Linux (with a strong nod to KDE & the Qt librarys...). 


Maybe I'll port that one back to windows at a later date. 
> Tom 


Craig. 


—-MESSAGE FILE 14301 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001184 


——MESSAGE FILE 14302 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001185 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: 5 Feb 1999 23:56:07 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 16 

Message-ID: <79g0enSmc9@wyrddreams.demon.co.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
6B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60Sq127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> <79509b$q129@scea> <36B98F26.3B8243D5@bris 
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tol.ac.uk> <36B9BFBD.76653EFA@hinge.mistral.co.uk> 
NNTP-Posting-Host: wyrddreams.demon.co.uk 
X-Newsreader: TIN [version 1.2 PL2] 


two (OpenGL on Linux, KDE/Qt interface) as a learning experience on that 
platform. I've just started collecting the tool's I need to do it (GUI 
designers, debuggers, 

etc). QtEZ is what I'm looking at for now - anyone know of any other tasty 
GUI 

layout tools on Linux (with a strong nod to KDE & the Qt librarys...). 


I'm sure people will disagree with me, but personally I'd recommend against 
using the Qt libs. I think the issue with whether or not they are Open 
Source has been rectified with the latest release, but there are better 
quality toolkits out there. *80) 


James_likes_being_contraversial 


Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 

it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
-—-MESSAGE FILE 14302 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001185 


—-MESSAGE FILE 14303 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001186 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 
From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Camera math 

Followup-To: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Date: 6 Feb 1999 00:14:22 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 18 

Message-ID: <79glguSmck@wyrddreams.demon.co.uk> 

References: <799tkt$lbf5@scea> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:342 scee.yaroze.pr 
ogramming.3d_graphics:1186 


Can anyone point me to some documentation that describes what needs to be 
done to have the camera at an arbitrary location facing in an arbirtrary 
direction? 


I'm using the book "Virtual Reality Systems" (Addison-Wesley, 

ISBN 0-201-87687-6) as a reference. It was the first book that really got 
me understanding all this matrix stuff. Admittedly it goes into some stuff 
in rather more detail than is required (you should see the stuff on 
collision detection, it gets well deep!) but it's well worth the money. 


£24.99 I believe it cost me - including a pair of funky red/green 3d specs! 

Later, 

JT 

Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 
it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 


—-MESSAGE FILE 14303 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001186 


—--MESSAGE FILE 14304 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001187 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Sat, 06 Feb 1999 07:02:06 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 
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Message-ID: <36BBE8ED.59B478E4@hinge.mistral.co.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> <3 
B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60$q127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> <79509bS$q129@scea> <36B98F26.3B8243D5@bris 
tol.ac.uk> <36B9BFBD.76653EFA@hinge.mistral.co.uk> <79g0enSmc9@wyrddreams.demon.co.u 
k> 

NNTP-Posting-Host: d1l-s39-71-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


[eD] 


JTait@wyrddreams.demon.co.uk wrote: 


two (OpenGL on Linux, KDE/Qt interface) as a learning experience on that 
platform. I've just started collecting the tool's I need to do it (GUI 
designers, debuggers, 

etc). QtEZ is what I'm looking at for now - anyone know of any other tasty 
GUI 

layout tools on Linux (with a strong nod to KDE & the Qt librarys...). 


I'm sure people will disagree with me, but personally I'd recommend against 
using the Qt libs. I think the issue with whether or not they are Open 
Source has been rectified with the latest release, but there are better 
quality toolkits out there. *80) 


VVVVVVVVV VV 


*Shrug's* 


I've not written anything serious on Unix since I did a 3D modelling program on 
the HP730's at uni. years ago. I used the VXP GUI designer and Motif 

library's for that. I'm not about to pay out for Motif though, and Qt seems 

real easy to get into (ie. it took me approx 2 hours to get the hang of 

writing apps with it). If you know of a better free toolkit (with nice GUI/app 
builder 

tools available) I'd be interested to look at it before I actually start coding. 


One thing though - Qt has an OpenGL widget class to make it simple to add 
the 3D support. Do any other toolkit's have something similar? 


On last thing though, there's a totally free clone of Qt being 

produced..... Harmony 

or something. Should solve any release license problems by the time I finish the 
thing. 


> James_likes_being_contraversial 


Craig 
(up early 'coz he's living with Staff Nurse Robinson) 


—-MESSAGE FILE 14304 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001187 


--MESSAGE FILE 14305 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001188 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Normal Vector Directon 

Date: 6 Feb 1999 13:26:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01be51d4$857b00a0SLocalHost@default> 
NNTP-Posting-Host: pA2s04a01.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Please help! 
My paranoia is getting the better of me... I just can't be sure if my 
normal vectors point the correct way. They are perpendicular to the 
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polygons' faces OK and about 4096 long, but they could be 180degrees out 
for all I know. Everything I read about normals I can't seem to interpret 
catagorically on this.... I may have a bug in my normal calculation or I 
may have specified the points to it in the wrong order 
(clockwise/anticlockwise). Is it the same on all graphics archithectures 
anyway? Everything looks OK in my game but that could be because I have my 
lighting directional vectors the wrong way round too! Doh! What's the 
correct way on the playstation then? 


If you were facing a triangular polygon with the points defined in a 
clockwise direction, would the normal be pointing away from you, or 
pointing towards you and poking in your eye? 


Jon 
-—-MESSAGE FILE 14305 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001188 


—-MESSAGE FILE 14306 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001189 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3d tiling and ripping 

Date: 6 Feb 1999 13:41:51 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <0Olbe51d6$c9fe73e0SLocalHost@default> 

References: <79080fS6fv3@chuka.playstation.co.uk> 

NNTP-Posting-Host: pA2s04a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:343 scee.yaroze.pr 
ogramming.3d_graphics:1189 


I don't know if this is a coincidence or not, but I never had gaps between 
triangular polygons (except when they're in different objects) but I have 
had it happen with quad polygons. If you have used quads and you can't 
find any other solution try using two triangular polygons for each tile and 
see if that helps. 


I've had to use that technique of over-lapping quads to get rid of the gap 
but it means that you have to use many more vertices than you would 
normaly, and it never seemed to work 100% for me -- there was always some 
obsure viewing angle where you could still see the gap unless the over-lap 
is so rediculusly large that it spoils the look of it. I became so anoyed 
with it that I rethought the aesthetics of my game and did away with walls 
made from tiles! I never got round to trying triangles instead... it's 
only just occurred to me. 


Good luck 


Jon Prestidge 
—-MESSAGE FILE 14306 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001189 


——MESSAGE FILE 14307 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001190 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Normal Vector Directon 

Date: Sun, 7 Feb 1999 11:12:43 -0500 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <79kdd4$2ed3@scea> 

References: <01be51d4$857b00a0SLocalHost@default> 
NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Organizing the points in your triangles so that they go clockwise "tells" 
the renderer which side is facing out. In your case, the normal would 
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simply be { 0,0,ONE }, because it is, in fact, poking your eye. 


hope i helped 
-charles 


>If you were facing a triangular polygon with the points defined in a 
>clockwise direction, would the normal be pointing away from you, or 
>pointing towards you and poking in your eye? 

> 

>Jon 


--MESSAGE FILE 14307 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001190 


——MESSAGE FILE 14308 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001191 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Normal Vector Directon 

Date: 8 Feb 1999 12:12:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01be535c$82ac9e40$LocalHost@default> 

References: <01be51d4$857b00a0$LocalHost@default> <79kdd4$2ed3@scea> 
NNTP-Posting-Host: p4Cslla01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks Charles... and from what you say, I have got all my normals 
backwards! Oh how embarrassing! I must have my ligting vectors round the 
wrong way too. Oh well It's reasonably easy to correct them all.... but 


before I do please check my new revised less ambiguous question below and 
see if you would still answer in the same eye-poking way! 


> Organizing the points in your triangles so that they go clockwise "tells" 
> the renderer which side is facing out. 

... ah, so to leave the point order out of it and to ask the question ina 
different way:- 

if you were facing the triangle and the light source was directly behind 
you and the surface of the triangle appeared at full brightness would the 
normal vector be pointing away from you or pointing towards you and poking 
in your eye still?! 


thanks again, 
Jon. 
—-MESSAGE FILE 14308 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001191 


—-MESSAGE FILE 14309 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001192 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Normal Vector Directon 

Date: Mon, 8 Feb 1999 10:40:17 -0500 

Organization: SCEA News Server 

Lines: 17 

Message-ID: <79mvtbS$2ed4@scea> 

References: <O1lbe51d4$857b00a0$LocalHost@default> <79kdd4$2ed3@scea> <01lbe535c$82ac9 
e40SLocalHost@default> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Absolutely. The dot product between your triangle's normal (at full 
brightness) and the light source is 0, because they're orthagonal to each 
other. 


-charles 
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>... ah, so to leave the point order out of it and to ask the question in a 
>different way:- 

>if you were facing the triangle and the light source was directly behind 
>you and the surface of the triangle appeared at full brightness would the 
>normal vector be pointing away from you or pointing towards you and poking 
>in your eye still?! 

> 

>... thanks again, 

>Jon. 


—-MESSAGE FILE 14309 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001192 


--MESSAGE FILE 14310 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001193 

Path: chuka.playstation.co.uk!wyrddreams.demon.co.uk!wyrddreams.demon.co.uk!not-for- 
mail 

From: JTait@wyrddreams.demon.co.uk 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: 8 Feb 1999 23:02:28 -0000 

Organization: Wyrd Dreams - Internet Realities 

Lines: 36 

Message-ID: <79nqe4Ss3h@wyrddreams.demon.co.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
6B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60Sq127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> <79509b$q129@scea> <36B98F26.3B8243D5@bris 
tol.ac.uk> <36B9BFBD.76653EFA@hinge.mistral.co.uk> <79g0enSmc9@wyrddreams.demon.co.u 
k> <36BBE8ED.59B478E4@hinge.mistral.co.uk> 

NNTP-Posting-Host: wyrddreams.demon.co.uk 

X-Newsreader: TIN [version 1.2 PL2] 


You're right of course - Qt has the QGLWidget, QGLContext and QGLFormat 
classes, but I'm not sure what they offer over standard widgets. I do 

know you still need an OpenGL lib to link to (Mesa seems to be the accepted 
standard). 


I have a personal preference for the GIK/GDK option, it's neat and it looks 
nice, though of course it isn't OO. I also found it more stable, Qt seems 
to have a few annoying glitches involving window positioning and redraws, 
though that could be a symptom of bad programming practise - I learned what 
I know of Qt from the LICQ source and the Qt docs. 


It really is a matter of personal preference though - if you're comfortable 
with Qt there really isn't any reason why you shouldn't go with that. 


Craig Graham (c_graham@hinge.mistral.co.uk) wrote: 


JTait@wyrddreams.demon.co.uk wrote: 


library's for that. I'm not about to pay out for Motif though, and Qt seems 

real easy to get into (ie. it took me approx 2 hours to get the hang of 

writing apps with it). If you know of a better free toolkit (with nice GUI/app 
builder 

tools available) I'd be interested to look at it before I actually start coding. 


One thing though - Qt has an OpenGL widget class to make it simple to add 
the 3D support. Do any other toolkit's have something similar? 


Craig 
(up early 'coz he's living with Staff Nurse Robinson) 


And who exactly is Staff Nurse Robinson? 
(I'm sure I didn't want to ask that....) 
Life isn't precious - JTait@wyrddreams.demon.co.uk ICQ# 17834893 
it's expensive. http://www.sun.mdx.ac.uk/~jt061/ 0956 652763 
—-MESSAGE FILE 14310 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001193 
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——MESSAGE FILE 14311 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001194 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation (again) 

Date: Tue, 09 Feb 1999 07:06:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36BFDE89.A246743@hinge.mistral.co.uk> 

References: <36B2FCAE.2F14@bristol.ac.uk> <36B4E106.48BF4111@hinge.mistral.co.uk> ՀՅ 
B582DC.11E8@bristol.ac.uk> <36B5B738.622F1599@hinge.mistral.co.uk> <794p60$q127@sce 
a> <36B62A86.DB4EC3E@hinge.mistral.co.uk> <79509bS$q129@scea> <36B98F26.3B8243D5@bris 
tol.ac.uk> <36B9BFBD.76653EFA@hinge.mistral.co.uk> <79gQ0enSmc9@wyrddreams.demon.co.u 
k> <36BBE8ED.59B478E4@hinge.mistral.co.uk> <79nge4$s3h@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: d3-s36-192-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Oy 


JTait@wyrddreams.demon.co.uk wrote: 


> : (up early 'coz he's living with Staff Nurse Robinson) 
> 

> And who exactly is Staff Nurse Robinson? 

> (I'm sure I didn't want to ask that....) 


Sorry, there's an add on TV at the moment recruiting nurses for the 
NHS, and it features Staff Nurse Robinson - by coincidence my 
fiance is Angela Robinson, and she's a Staff Nurse who gets up 

at 5.30am in the morning (hence me being out of bed at that sort 

of time...). 


Craig. 


—-MESSAGE FILE 14311 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001194 


—--MESSAGE FILE 14312 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001195 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3d lights, distance, movement 

Date: 9 Feb 1999 18:11:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01be5457$ab8a2d40$813770c2@RikPrince> 
NNTP-Posting-Host: th-en138-129.pool.dircon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm currently designing a game in which I want to have a first person 
perspective with a light above the head of the person, all of the time. 
Also, I only want the light to shine a certain distance, so the player can 
only see a few metres ahead. As well as this I wish to make the intensity 
of the light variable, so as power decreases, the light dims. 

I've got a basic idea of how to keep the light place constant: mainly, move 
the world in relation to the person and light. However, I believe this 
already happens (according to James Russell's Matrix tutorial I read). 
Could anyone tell me if these things are possible, and maybe how to do 
them? 


Thanks 

Rikki 

—-MESSAGE FILE 14312 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001195 
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--MESSAGE FILE 14313 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001196 

Path: chuka.playstation.co.uk!news 

From: James Shaughnessy <james@manc.u-net.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d lights, distance, movement 

Date: Tue, 09 Feb 1999 19:12:17 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 
Message-ID: <36C08891.B83671A0@manc.u-net.com> 
References: <01be5457$ab8a2d40$813770c2@RikPrince> 
NNTP-Posting-Host: manc.u-net.com 
Mime-Version: 1.0 

Content-Type: multipart/alternative; 

boundary=" FBA930EFD746EC0338734453" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


FBA930EFD746EC0338734453 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


The problem here is the 3 lights you can use on the PSX are all parallel — ie. 
translating objects/the_world has no effect on its lighting; only rotating an 
object does. You'll need to make your own local light-sourcing routine, which 
will involve most likely a neat trick to simulate local lighting (the GPU can't 
do it automatically for you unfortunately). 

In my ScaleX game I want it to have a night mode, where you can almost see 
nothing but a section of track in front of the cars (with some headlight glare 
hopefully) for some cheap thrills like the real thing (well, er, those ones 
with headlights). I'll try a method of altering the length of the normals for 
the track polys in front of the cars, which will make it look like the cars are 
lighting it up (er, hopefully). Altering polygon normal lengths can't be a 
very good method though for complex environments, so does anyone know of a 
better/good way to do this? 


Jim 


PS Anyone else seen that Levi advert with that cat chillin' to some tunes? 
Man, that ad is funny! 


James Shaughnessy 
james@manc.u-net.com 
http://i.am/bart.simpson/ 


Rikki Prince wrote: 


> I've got a basic idea of how to keep the light place constant: mainly, move 
> the world in relation to the person and light. However, I believe this 
> already happens (according to James Russell's Matrix tutorial I read). 


FBA930EFD746EC0338734453 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

The problem here is the 3 lights you can use on the PSX are all parallel 

-- ie. translating objects/the_world has no effect on its lighting; only 
rotating an object does.&nbsp; You'll need to make your own local light-sourcing 
routine, which will involve most likely a neat trick to simulate local 
lighting (the GPU can't do it automatically for you unfortunately). 
<br>In my ScaleX game I want it to have a <i>night mode, </i>where you 

can almost see nothing but a section of track in front of the cars (with 
some headlight glare hopefully) for some cheap thrills like the real thing 
(well, er, those ones with headlights) .&nbsp; I'll try a method of altering 
the length of the normals for the track polys in front of the cars, which 
will make it look like the cars are lighting it up (er, hopefully) .&nbsp; 
Altering polygon normal lengths can't be a very good method though for 


Net Yaroze newsgroups message dump.txt Page 9634 


complex environments, so does anyone know of a better/good way to do this? 

<p>Jim 

<p>PS Anyone else seen that Levi advert with that cat chillin' to some 

tunes?&nbsp; Man, that ad is funny! 

ՀԵԷ»-- 

<br><tt> </tt> 

<br><tt>James Shaughnessy</tt> 

<br><tt>james@manc.u-net.com</tt> 

<br><tt><A HREF="http://i.am/bart.simpson/">http://i.am/bart.simpson/</A></tt> 
<br><tt> </tt> 

<p>Rikki Prince wrote: 

<blockquote TYPE=CITE>I've got a basic idea of how to keep the light place 

constant: mainly, move 

<br>the world in relation to the person and light. However, I believe this 
<br>already happens (according to James Russell's Matrix tutorial I read) .</blockquo 
te> 
</html> 


FBA930EFD746EC0338734453-- 


—-MESSAGE FILE 14313 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001196 


——MESSAGE FILE 14314 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001197 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d lights, distance, movement 

Date: Tue, 09 Feb 1999 19:12:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <36C08893.1721154F@hinge.mistral.co.uk> 
References: <01be5457$ab8a2d40$813770c2@RikPrince> 
NNTP-Posting-Host: d3-s55-211-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


Rikki Prince wrote: 


I'm currently designing a game in which I want to have a first person 
perspective with a light above the head of the person, all of the time. 
Also, I only want the light to shine a certain distance, so the player can 
only see a few metres ahead. As well as this I wish to make the intensity 
of the light variable, so as power decreases, the light dims. 

I've got a basic idea of how to keep the light place constant: mainly, move 
the world in relation to the person and light. However, I believe this 
already happens (according to James Russell's Matrix tutorial I read). 
Could anyone tell me if these things are possible, and maybe how to do 
them? 


VVVVVVVV VV 


What you want it point/volumetric lighting. Bummer, because the yaroze libs 
don't support it. You'll have to write some code to access the TMD internals 
on the fly to either embed lighting information into the RGB scalers of the 
primitives 

that have them (as RsdANIM's point lighting function does), or for better 
looking results generate an overlay TMD made up of transparent poly's which 
you display over the top of the model you're lighting. 


Another way if you just want to fade out radially is to sort a circular object 
over the 

landscape which is high intensity at the edges and low intensity in the middle 
and 

use subtractive transparency to get a radial fade. 


Or you can do it simply by fogging out into the disance and varying the fog 
parameters to dim the light (won't look like a light above a head though 
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as it won't be radial). 


> Rikki 
Craig. 


—-MESSAGE FILE 14314 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001197 


——MESSAGE FILE 14315 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001198 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d lights, distance, movement 

Date: Wed, 10 Feb 1999 10:39:25 +1300 

Organization: Sidhe Interactive 

Lines: 47 

Message-ID: <79q9fh$ldo7@chuka.playstation.co.uk> 
References: <01be5457$ab8a2d40$813770c2@RikPrince> 
NNTP-Posting-Host: pl5-max8.wlg.ihug.co.nz 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Rikki Prince wrote in message <01be5457$ab8a2d40$813770c2@RikPrince>... 
>I'm currently designing a game in which I want to have a first person 
>perspective with a light above the head of the person, all of the time. 
>Also, I only want the light to shine a certain distance, so the player can 
>only see a few metres ahead. As well as this I wish to make the intensity 
>of the light variable, so as power decreases, the light dims. 

>I've got a basic idea of how to keep the light place constant: mainly, move 
>the world in relation to the person and light. However, I believe this 
>already happens (according to James Russell's Matrix tutorial I read). 
>Could anyone tell me if these things are possible, and maybe how to do 
>them? 


Hi Rikki, 


Although you can't do this directly (because the libs don't support it) you 
could probably get a reasonable result using a combination of fog and 
parallel lights. 


As your game is first person you can set up the fog so it fades out to 
black, with the point where it totally fades out being the maximum distance 
you want your player to see (you can vary this over time as well). Then set 
up a flat light pointing forward and slightly down in relation to the player 
(must be recalculated every frame if your player moves around the world and 
as flat lights are set up in world coordinates). 


This combination should give you something close to what you are after. The 
parallel lighting won't look quite right but it might be good enough for 
your needs. 


If you wanted to be really flash you could get a better result by using the 
combination as above but just before you sort each object into the ordering 
table, calculate the angle between that object and the top of the players 
head. Then change the flat light direction to match. This will look like 
the light is emanating from a point a bit more. 


Hope this helps 


Mario Wynands 


Sidhe Interactive 
Sony Playstation Software Development House 


Email mario@sidhe.co.nz Website www.sidhe.co.nz 
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—-MESSAGE FILE 14315 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001198 


——MESSAGE FILE 14316 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001201 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Ho Hum....back on it again: Progress Report RSdANIM (next version) 
Date: Wed, 10 Feb 1999 01:04:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <36COCCFD.F21A3B6@aol.com> 

References: <362B2737.1031ADFB@hinge.mistral.co.uk> 

NNTP-Posting-Host: 205-213-94.ipt.aol.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Craig Graham schrieb: 
Well, got a new job, time to get back to RsdANIM again. 
Stuff already done (since v1.51): 


[15/10/98] 
o Triangle to Quad optimisation. I know DXF2RSD does this, but this is 
betters 

- Can work on a subset of model (option to select bits to convert). 

— Uniformity (how similar normals must be) 

— Texture preservation (doesn't really work very well at the moment) 
o As the AR preview sometimes hangs, hitting escape will abort the AR 
link. 

Hit reset on the AR control panel and resend the viewer to continue... 


[16/10/98] 
o RSDANIMLIB v3 - support for new Type 2 MIMe files, giving smaller 
animation data files 
and faster animation. 
o New setting in Options dialog to select between Typel (old style) and 
Type2 (new style) 
MIMe files (no actual code to generate type 2 yet). 


[19/10/98] 
o Creation of Type2 (RSDANIMLIBv3) MIMe files now supported. 
o Added new parameter to options dialog to allow setting of a minimum 
distance that 
a vertex must travel before it is actually output as animated in the 
MIMe data. This 
allow you to stop vertices that only move minutely (like, you cann't 
see the movement 
it's that small) from generating MIMe. This leads to larger 'zero' 
blocks (no gteMIMe 
done for these blocks) - hence smaller animation files and better 
performance. 
o Debugged the Type2 support in RSDANIMLIBv3. 


Stuff being considered/worked on RSN: 

o POLY edit dialog (let you set the POLY type options yourself). 

o Vertex re-ordering (group all the non-moving vertices together to get 
faster 

& smaller animations). 

o Gradient shaded polys (individual face-vertex RGB setting). 

o Embedded/static point light processing (easy to do, results vary 
depending on 

colour scheme, poly types and method used to get the effect). 


Laters. 
Craig. 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 
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Hi There ! 
I try to generate an TMD Object with quadliteral Polys 
and try to texture it with an TIM ! 


I use 3DstudioMAX for create an 3D Model 
then I export the Mesh as an AutoCat File 
(In this State the Model consists of triangulated Poly) 


The Next Step is to convert the Autocat file into an Rsd 
Object with DXF2RSD Tool (Windows edition) with the 
Option "Quadliterals" 


At the first view of the converted Object in RSDTool 
everthing looks all right (quad. poly, and the TIMs have 
an 4 point Mapping) 


But by pasting an Tim onto an Poly, only the "half" 
of the selected Poly wa wrapped with the Tim (half Quad poly -» triangulated 


Poly !!!), with other words: how can i realize an object with quadliteral 
Polys and correct displayed Textures ? 


Is the RSDAnim Tool the solution for my problem ? 


with regards 
Olaf 


—-MESSAGE FILE 14316 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001201 


—-MESSAGE FILE 14317 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001202 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <millerbosnia@hotmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: MAX POLYGONS ALLOWED 

Date: Thu, 11 Feb 1999 18:35:08 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <79v4apSo0v6@chuka.playstation.co.uk> 

NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:344 scee.yaroze.pr 
ogramming.3d_graphics:1202 


I was just wondering what the max textured gouraud polys that one can expect 
to push out of the Yaroze and keep a good frame rate (30 or so). I have 
read that the pro system can punch out 10,000 unfiltered polys and I also 
read some where on the newsgroup that a person was limiting themselves to 
1500. I have pushed a lot with no optimization, 2500 or so, but I didn't 
get the framerate count. 


Nathan Miller 


-—-MESSAGE FILE 14317 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001202 


——MESSAGE FILE 14318 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001203 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Normal Vector Directon 
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Date: 12 Feb 1999 15:41:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01be569e$53712ca0SLocalHost@default> 

References: <01be51d4S857b00a0SLocalHost@default> <79kdd4$2ed3@scea> <01lbe535c$82ac9 
e40SLocalHost@default> <79mvtbS2ed4@scea> 

NNTP-Posting-Host: p6Es14a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks Charles- now there is no doubt in my mind! I'll start fixing my 
code now with-out any niggling doubts that I might be waisting my time.... 
again! 


Cheers 

Jon 

—-MESSAGE FILE 14318 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001203 


--MESSAGE FILE 14319 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001204 

Path: chuka.playstation.co.uk!news 

From: "Daniel Abels" <dra@alphalink.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Efficient Object Modelling 

Date: Sat, 13 Feb 1999 19:42:43 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <7a3ea7S7op1l0@chuka.playstation.co.uk> 
NNTP-Posting-Host: guard.invetech.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Hi everyone! 


What are you guys using to make your 3d models? I know some 

people are using 3d Studio Max, however, isn't it a bit inefficient 

for this sort of work? It is a 3d rendering program after-all and clipping 
unwanted triangles probably isn't one of it's strongest features. 


I have been fiddling about with a editor called Ac3d: 


http://www.comp.lancs.ac.uk/computing/users/andy/ac3d.html 


It seems to handle this thing a little bit better, but it's still not great 
Try extruding a circle and exporting the file as triangle coords... 
It seems to produce about 3-4 times the information required. 


Not good for our line of work eh!? 


I'm seriously thinking about going back to the ol' grid-paper, which 
may leave me in a comatosed state after modelling, but the results 
may be worth it (hmmm... my sanity vs. a quick playstation program...) 


Perhaps I'm being a bit too pessimistic, but budgeting for about 1500 
triangles (texture-mapped and light-sourced) per frame, with 50 frames 
per second (PAL) for a grand total of 75,000 triangles per second, may 
even be too much for our Playstations to handle? 


Can anyone deny or confirm this (I know what the advertising says, 
but lets be realistic!) 


I'm aiming for a low resolution too (256x240) which should (?) help 
things... 


Why so many triangles? Lets just say I'm writing something that will 
have up to 19 moving objects on screen PLUS scenery... 


Daniel. 
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—-MESSAGE FILE 14319 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001204 


—--MESSAGE FILE 14320 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001205 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: MAX POLYGONS ALLOWED 

Date: Sat, 13 Feb 1999 10:55:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36c559d8.7385503@www.netyaroze-europe. com> 

References: <79v4apSo0v6@chuka.playstation.co.uk> 

NNTP-Posting-Host: p5Fs04a01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:345 scee.yaroze.pr 
ogramming.3d_graphics:1205 


Adventure game updates at 25fps and has: 

up to about 2000 gradient pigment textured polys (gouraud shaded 
without light calcs) 

and up to about 800 gouraud shaded polys 


On Thu, 11 Feb 1999 18:35:08 +0200, "Nathan Miller" 
<millerbosnia@hotmail.com> wrote: 


>I was just wondering what the max textured gouraud polys that one can expect 
>to push out of the Yaroze and keep a good frame rate (30 or so). I have 
>read that the pro system can punch out 10,000 unfiltered polys and I also 
>read some where on the newsgroup that a person was limiting themselves to 
>1500. I have pushed a lot with no optimization, 2500 or so, but I didn't 
>get the framerate count. 

> 

>Nathan Miller 

> 

> 


—-MESSAGE FILE 14320 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001205 


——MESSAGE FILE 14321 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001206 

Path: chuka.playstation.co.uk!news 

From: "Nigel Critten" <Nigel@gameware.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Efficient Object Modelling 

Date: Sat, 13 Feb 1999 14:19:09 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <7a41jt$7op12@chuka.playstation.co.uk> 
References: <7a3ea7$7op10@chuka.playstation.co.uk> 
NNTP-Posting-Host: gameware.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Lightwave has a good modeler, which unlike MAX has better access to the 
polygons and points, it doesn't handle UV mapping very well so you would 
need some like UView to do that or import your model into MAX and do it from 
there, the only problem with that is that it will convert all your polygons 
to triangles (which by the sounds of it you want anyway) 


the other problem for the amateur is Lightwave is £1600, you can get Inspire 
for £350ish and that would do what you want exactly the same as Lightwave, 
just don't try rendering out Film or Broadcast sized anims with it (inspire 
is aimed at MultiMedia) 
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Other people use Softimage | 3D and Maya but as they start at around $4400 
(USD) they are more than Lightwave, but better value than 3D Studio Max 


If I can help with your modeling in anyway please let me know. 


Regards 

Nigel Critten 

www.gameware.demon.co.uk 
http://www.netyaroze-europe.com/~ncritten 


Daniel Abels wrote in message <7a3ea7S7opl0@chuka.playstation.co.uk>... 

>Hi everyone! 

> 

>What are you guys using to make your 3d models? 1 know some 

>people are using 3d Studio Max, however, isn't it a bit inefficient 

>for this sort of work? It is a 3d rendering program after-all and clipping 
>unwanted triangles probably isn't one of it's strongest features. 

> 

>I have been fiddling about with a editor called Ac3d: 

> 
>http://www.comp.lancs.ac.uk/computing/users/andy/ac3d.html 
> 
>It seems to handle this thing a little bit better, but it's still not great 
>Try extruding a circle and exporting the file as triangle coords... 

>It seems to produce about 3-4 times the information required. 

> 

>Not good for our line of work eh!? 


—-MESSAGE FILE 14321 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001206 


--MESSAGE FILE 14322 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001207 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@datasys.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Camera math 

Date: Sat, 13 Feb 1999 10:41:33 -0500 

Organization: SCEA News Server 

Lines: 30 

Message-ID: <36C59D2D.2EFAF7B6@datasys.net> 

References: <799tktSlbf5@scea> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 199.dialup.datasys.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05 [en] (Win95; Ս) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:346 scee.yaroze.pr 
ogramming.3d_graphics:1207 


d Federmeyer wrote: 


I have read a lot of books and online documentation describing all the 3D 
matrix math to transform object-space coordinates to world-space coordinates 
to screen-space coordinates, but they ALL ASSUME that the camera is at the 
origin facing down the "Z" axis. 


V V V V V V ËB 


Do'h! There's no way I can change the axies now, I'm too far along in 
development. :( I guess camera object following in my game will be a 
little bit more difficult to implement than I first thought. 


> Can anyone point me to some documentation that describes what needs to be 
> done to have the camera at an arbitrary location facing in an arbirtrary 
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direction? 
Luckily our Net Yaroze libs take care of this with the SetRView() function, 


where you specify the viewpoint and refpoint, but I'd really like to 
understand what goes on behind the scenes. 


V V V V V V 


I donno. My system in bloodshed uses the Z axis as straight up. This 
unfortunately makes my camrea movements a little screwed - I have to 
rotate it 90 degrees to compensate. 


"Darco 
—-MESSAGE FILE 14322 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001207 


——MESSAGE FILE 14323 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001208 

Path: chuka.playstation.co.uk!news 

From: Olaf Grau <OlafGrau@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Problems with quadliteral Poly's 

Date: Mon, 15 Feb 1999 00:53:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 
Message-ID: <36C761E4.3A88961A@aol.com> 
NNTP-Posting-Host: 167-40-216.ipt.aol.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [de] (Win95; I) 


Hi There ! 
I try to generate an TMD Object with quadliteral Polys 
and try to texture it with an TIM ! 


I use 3DstudioMAX for create an 3D Model 
then I export the Mesh as an AutoCat File 
(In this State the Model consists of triangulated Poly) 


The Next Step is to convert the Autocat file into an Rsd 
Object with DXF2RSD Tool (Windows edition) with the 
Option "Quadliterals" 


At the first view of the converted Object in RSDTool 
everthing looks all right (quad. poly, and the TIMs have 
an 4 point Mapping) 
But by pasting an Tim onto an Poly, only the "half" 

of the selected Poly wa wrapped with the Tim (half Quad poly -» 


triangulated 

Poly !!!), with other words: how can i realize an object with 
quadliteral 

Polys and correct displayed Textures ? 


I hope someone will speak to me (out of the dark....or from 
anywhere....) 


with regards 
Olaf 


—-MESSAGE FILE 14323 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001208 


——MESSAGE FILE 14324 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001209 

Path: chuka.playstation.co.uk!news 

From: "Roland Boettcher" <roland@harlie.han.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: Problems with quadliteral Poly's 

Date: 15 Feb 1999 19:32:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <01be591b$19ba9580S77el6dc0@ulthar.han.de> 
References: <36C761E4.3A88961A@aol.com> 
NNTP-Posting-Host: ulthar.han.de 

Mime-Version: 1.0 
Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Internet News 4.70.1155 


If you want quads, all four verticies must lie on the same plane. 
If they don't, dxf2rsd will leave them as triangles. If you can't 
put a quad texture on your poly in rsdtool, you probably have 

to go back to your modeller and fix your model. 


Roland 


Olaf Grau <OlafGrau@aol.com> schrieb im Beitrag <36C761E4.3A88961A@aol.com>... 
Hi There ! 

I try to generate an TMD Object with quadliteral Polys 

and try to texture it with an TIM ! 


I use 3DstudioMAX for create an 3D Model 
then I export the Mesh as an AutoCat File 
(In this State the Model consists of triangulated Poly) 


The Next Step is to convert the Autocat file into an Rsd 
Object with DXF2RSD Tool (Windows edition) with the 
Option "Quadliterals" 


At the first view of the converted Object in RSDTool 
everthing looks all right (quad. poly, and the TIMs have 
an 4 point Mapping) 


But by pasting an Tim onto an Poly, only the "half" 
of the selected Poly wa wrapped with the Tim (half Quad poly -> 


triangulated 

Poly !!!), with other words: how can i realize an object with 
quadliteral 

Polys and correct displayed Textures ? 


I hope someone will speak to me (out of the dark....or from 
anywhere....) 


with regards 
Olaf 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 14324 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001209 


--MESSAGE FILE 14325 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001210 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Charles Nicholson" <chnicholson@vassar.edu> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Problems with quadliteral Poly's 

Date: Mon, 15 Feb 1999 21:06:31 -0500 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <7aajsq$2i89@scea> 

References: <36C761E4.3A88961A@aol.com> 

NNTP-Posting-Host: chnicholson.vassar.edu 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


umm, i had some problems with that too... I think i started using the dos 
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version of rsdtool with the -quad parameter, and that didn't work... 
however, for NO good reason :), -quad2 works fine for me. 


-charles 


Olaf Grau wrote in message <36C761E4.3A88961A@aol.com>... 
>Hi There ! 
>I try to generate an TMD Object with quadliteral Polys 
>and try to texture it with an TIM ! 

> 

>I use 3DstudioMAX for create an 3D Model 
>then I export the Mesh as an AutoCat File 

>(In this State the Model consists of triangulated Poly) 
> 
>The Next Step is to convert the Autocat file into an Rsd 
>Object with DXF2RSD Tool (Windows edition) with the 
>Option "Quadliterals" 

> 
>At the first view of the converted Object in RSDTool 
>everthing looks all right (quad. poly, and the TIMs have 
>an 4 point Mapping) 
>But by pasting an Tim onto an Poly, only the "half" 

>of the selected Poly wa wrapped with the Tim (half Quad poly -> 
>triangulated 


>Poly !!!), with other words: how can i realize an object with 
>quadliteral 

>Polys and correct displayed Textures ? 

> 


>But: belive me i tried out really a lot!!!!! 


> 

>I hope someone will speak to me (out of the dark....or from 
>anywhere....) 

> 

>with regards 

> Olaf 

> 


—-MESSAGE FILE 14325 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001210 


--MESSAGE FILE 14326 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001211 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Either I get an answer or the Yaroze gets it! 
Date: 16 Feb 1999 22:43:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <0Olbe59fd$d749f9a0S0a3ddec2@guildfoc> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've tried, God knows I've tried - but I can't texture map my 3d modelsl 
I'm not talking about displaying them on the NY - I've cracked that. I'm 
talking about the modelling packages...... 


RSDTool 
1. I load my test object (it's only a ******* cube for chrisakes). 
2. Map a texture to each facet - subsections of a single TIM file. 


3. Save the the RSD. 

4. Reload the RSD 

5. The textures are there, but the offsets are wrong (ie. I'm only getting 
3/4 of the original texture or the selected section of the texture mapped 
to a face has moved). 


RSDAdmin - (Everyones raving about this product - so it must be me, 
but....) 


Net Yaroze newsgroups message dump.txt Page 9644 


1. I simply can't see the textures when I map them - the selected face 
simply changes colour! 


Somebody, please show me the light - what am I doing wrong here? Or, what 
packages are the rest of the NY world using to create their 3D models? 


- Miles 


-—-MESSAGE FILE 14326 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001211 


——MESSAGE FILE 14327 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001212 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 
Date: Wed, 17 Feb 1999 06:10:43 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36CA5D63.E7604A4D@hinge.mistral.co.uk> 
References: <Olbe59fd$d749f9a0S0a3ddec2@guildfoc> 
NNTP-Posting-Host: 195.184.231.38 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Miles Buzzing wrote: 


RSDAdmin - (Everyones raving about this product - so it must be me, 
but....) 

1. I simply can't see the textures when I map them - the selected face 
simply changes colour! 


V V V V 


Fetch your model down to my apartment in Brighton & I'll sort it out 
(and show you how to do it in future). 

Or mail it to me (DXF, RSD, ASE, MAX, 3DS, whatever) and I'll sort it 
out and mail it back. 


> — Miles 


Craig. 
(author of RsdANIM) 


—-MESSAGE FILE 14327 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001212 


--MESSAGE FILE 14328 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001213 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Efficient Object Modelling 

Date: Wed, 17 Feb 1999 17:20:32 +0000 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <36CAFA60.COA88FC8@ndirect.co.uk> 
References: <7a3ea7S$7op10@chuka.playstation.co.uk> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: th-usr02-57.ndirect.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 
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Daniel Abels wrote: 

> Hi everyone! 

Hello! 

What are you guys using to make your 3d models? I know some 

people are using 3d Studio Max, however, isn't it a bit inefficient 


for this sort of work? It is a 3d rendering program after-all and clipping 
unwanted triangles probably isn't one of it's strongest features. 


V V V V V 


H 


'm also using 3D Studio MAX, and I agree. 
I have been fiddling about with a editor called Ac3d: 


http://www.comp.lancs.ac.uk/computing/users/andy/ac3d.html 


It seems to handle this thing a little bit better, but it's still not great 
Try extruding a circle and exporting the file as triangle coords... 
It seems to produce about 3-4 times the information required. 


Not good for our line of work eh!? 


I'm seriously thinking about going back to the ol' grid-paper, which 
may leave me in a comatosed state after modelling, but the results 
may be worth it (hmmm... my sanity vs. a quick playstation program...) 


VVVVVVVVVVVV VV 


Sounds fun! 


> Perhaps I'm being a bit too pessimistic, but budgeting for about 1500 
> triangles (texture-mapped and light-sourced) per frame, with 50 frames 
> per second (PAL) for a grand total of 75,000 triangles per second, may 
> even be too much for our Playstations to handle? 


> Can anyone deny or confirm this (I know what the advertising says, 
> but lets be realistic!) 


Hmm, you may be pushing it a little. I've been close to 100,000 polys/sec but 
it really depends on the data. 


> I'm aiming for a low resolution too (256x240) which should (?) help 
> things... 


The resolution doesn't really make that much difference. The CPU/GTE seems to 
be the bottle neck, and the libs don't help. The GPU can usually draw quicker 
than the CPU/GTE can calculate. Use quads wherever you can and don't go OTT 
with the lighting. Remember, GsSortObject4() has to recalculate all the 
vertices and normals which are used in a poly, for each poly drawn. So, a quad 
which is flat lit will need 4 vertices and 1 normal to be calculated. However, 
a quad which is built from 2 triangles and is G shaded will need 6 vertices and 
6 normals to be calculated - the 2 vertices and normals which are shared by 
both tris will be calculated twice! 


Oh, and make sure your textures fit nicely in the GPU cache, otherwise you'll 
be wondering if someone installed Windows on your PS while you weren't looking! 


Herbs 


—-MESSAGE FILE 14328 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001213 


——MESSAGE FILE 14329 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001214 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: Either I get an answer or the Yaroze 
Date: 17 Feb 1999 20:19:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <0Olbe5ab2Sdc8f£2600S0a3ddec2@guildfoc> 
References: <Olbe59fd$d749f9a0S0a3ddec2@guildfoc> 
o.uk> 


NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Wow, I've 


via e-mail. 


this is what I call technical support!! 
Thanks. 


- Miles 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote 
<36CA5D63.E7604A4D@hinge.mistral.co.uk>... 


Fetch your model down to my apartment in 
(and show you how to do it in future). 
Or mail it to me (DXF, RSD, ASE, MAX, 


out and mail it back. 


Bright 


3DS, what 


VV V V 


——MESSAGE FILE 14329 END: net-yaroze-usenet/00000 
3d_graphics/00001214 


——MESSAGE FILE 14330 START: net-yaroze-usenet/000 
003d_graphics/00001215 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Efficient Object Modelling 

Date: Wed, 17 Feb 1999 21:22:47 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 

Message-ID: <36CB3327.EC24F6C3@hinge.mistral.co.u 
References: <7a3ea7S$7op10@chuka.playstation.co.uk 


NNTP-Posting-Host: 
Mime-Version: 1.0 

Content-Type: text/plain; 

Content-Transfer-Encoding: 
X-Mailer: Mozilla 4.5 [en] 
X-Accept—-Language: en 


d1i-s46-78-telehouse.mistral.co 


charset=us-ascii 
7bit 


(Win95; I) 


Alex Herbert wrote: 


> I'm also using 3D Studio MAX, and I agree. 


Ditto. 


> The resolution doesn't really make that much di 


Res. only makes a difference if 
to your models (memory bandwith 


be the bottle neck, and the libs don't help. 
than the CPU/GTE can calculate. 
with the lighting. Remember, GsSortObject4 () 

vertices and normals which are used in a poly, 


h 


VVVYV 


Not quite - normals 
rotate 

them (a bit quicker 
You can speed it up 


than doing a real product for 


doesn't require the normal calculation), 


partially off the top or left of the screen (the 
GPU). 
> Oh, and make sure your textures fit nicely in the GPU cache, 


a bit by using static lit polys for your world 
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gets it! 


<36CA5D63.E7604A4D@hinge.mistral.c 


posted the model to you 


in article 


on & I'll sort it out 


ever) and I'll sort it 


001-SCEE/yaroze/programming/0000000 


00001-SCEE/yaroze/programming/00000 


k> 
> <36CAFA60.COA88FC8@ndirect.co.uk> 
.uk 


fference. The CPU/GTE seems to 


you're using a lot of textures and a lot of depth 
to the video starts to run out). 


The GPU can usually draw quicker 
Use quads wherever you can and don't go OTT 


as to recalculate all the 


for each poly drawn. So, a quad 


are pre-calculated and it's only a single matrix multiply to 


the normal vector). 
(1ooks the same, 


and avoiding having polys that go 


clip to top-left is pig slow on 


otherwise you'll 
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> be wondering if someone installed Windows on your PS while you weren't looking! 


he he he 


> Herbs 


Craig. 


—-MESSAGE FILE 14330 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001215 


--MESSAGE FILE 14331 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001216 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: Thu, 18 Feb 1999 11:27:19 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <36CBF917.3F0799C6@hinge.mistral.co.uk> 

References: <Olbe59fd$d749f9a0$S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2S$dc8f2600S0a3ddec2@guildfoc> 

NNTP-Posting-Host: d3-s36-192-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


That mail never turned up....do you want to send it again? 


Craig. 


Miles Buzzing wrote: 


Wow, this is what I call technical support!! I've posted the model to you 
via e-mail. Thanks. 


- Miles 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<36CA5D63.E7604A4D@hinge.mistral.co.uk>... 


Fetch your model down to my apartment in Brighton & I'll sort it out 
(and show you how to do it in future). 

Or mail it to me (DXF, RSD, ASE, MAX, 3DS, whatever) and I'll sort it 
out and mail it back. 


VVVVVVVVVV VV 


V V V V 


—-MESSAGE FILE 14331 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001216 


--MESSAGE FILE 14332 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001217 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Efficient Object Modelling 

Date: Sat, 20 Feb 1999 14:08:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7amgl6Serp2@chuka.playstation.co.uk> 

References: <7a3ea7S7op1l0@chuka.playstation.co.uk> <36CAFA60.COA88FC8@ndirect.co.uk> 
<36CB3327.EC24F6C3@hinge.mistral.co.uk> 

NNTP-Posting-Host: th-usr02-02.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Craig Graham wrote in message <36CB3327.EC24F6C3@hinge.mistral.co.uk>... 
> 

> 

>Not quite - normals are pre-calculated and it's only a single matrix 
multiply to 
>rotate 
>them (a bit quicker than doing a real product for the normal vector). 


Really? Then I appologise for the misinformation. 


So, are you saying that all normals in a model (whether used or not) are 
pre-roated? Originally I had assumed that all verices were pre-calculated, 
until someone pointed out that this can't be the case as GsSortObject4 () 
doesn't allow you to specify a temporary buffer address for storeage of the 
rotated vertices. I just guessed that the same would have to apply to 
normals. Can you explain? 


>and avoiding having polys that go 
>partially off the top or left of the screen (the clip to top-left is pig 
slow on 

>GPU). 

> 


Ah, that's handy to know. Thanks Craig. 


Herbs 


-—-MESSAGE FILE 14332 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001217 


--MESSAGE FILE 14333 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001218 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Efficient Object Modelling 

Date: Sun, 21 Feb 1999 07:44:11 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 47 

Message-ID: <36CFB94B.5DB79BDD@hinge.mistral.co.uk> 

References: <7a3ea7$7op10@chuka.playstation.co.uk> <36CAFA60.COA88FC8@ndirect.co.uk> 
<36CB3327 .EC24F6C3@hinge.mistral.co.uk> <7amgl6Serp2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 195.184.231.50 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Alex Herbert wrote: 


Craig Graham wrote in message <36CB3327.EC24F6C3@hinge.mistral.co.uk>... 
> 

> 

>Not quite - normals are pre-calculated and it's only a single matrix 
multiply to 
>rotate 
>them (a bit quicker than doing a real product for the normal vector). 


Really? Then I appologise for the misinformation. 


So, are you saying that all normals in a model (whether used or not) are 
pre-roated? Originally I had assumed that all verices were pre-calculated, 


VVVVVVVVVV VV 


Nope. Just that the actual vector of the normal is precalculated (see the TMD 
format for details), so you don't have to do the sum of products of the face 
vectors to get the normal vertex normal's as they're already in the file. And 
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as 
this is fixed (unless you use RsdANIM to move vectors about within a model), 
the normal only has to be rotated to face the same way as the rest of the model 


(using the local to world matrix), libgs never actually has to calculate a 
normal 
vector at all, only rotate it. I think the reason they don't pre-calculate is 
so that 

they can generate POLY's into the TMD which use a subset of the vertices 
available to speed up display (I've got some code somewhere that segments 

a large world TMD into smaller TMD polygon sections which share a 

common vertex/normal pool allowing you to only display poly's which are 
physically close to you). 


until someone pointed out that this can't be the case as GsSortObject4 () 
doesn't allow you to specify a temporary buffer address for storeage of the 
rotated vertices. I just guessed that the same would have to apply to 
normals. Can you explain? 


V V V V 


I don't think libgs does cache rotated vectors - it rotates them as they're 
used. 

If it did cache them, things would go a fair bit quicker, as in the Env mapper 
code I posted a while ago (where all rotated vertex normals are calculated 
once and the X/Y components area stored in the scratch pad so you don't 
re-calculate the same value for each face that uses it). 


> Herbs 


—-MESSAGE FILE 14333 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001218 


—-MESSAGE FILE 14334 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001219 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Problems with quadliteral Poly's 
Date: Sun, 21 Feb 1999 11:06:25 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 

Message-ID: <36CFE8B1.3C35@mdx.ac.uk> 

References: <36C761E4.3A88961A@aol.com> 
NNTP-Posting-Host: dialup-107-251.barrysworld.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Olaf Grau wrote: 


Hi There ! 
I try to generate an TMD Object with quadliteral Polys 
and try to texture it with an TIM ! 


I use 3DstudioMAX for create an 3D Model 
then I export the Mesh as an AutoCat File 
(In this State the Model consists of triangulated Poly) 


The Next Step is to convert the Autocat file into an Rsd 
Object with DXF2RSD Tool (Windows edition) with the 
Option "Quadliterals" 


At the first view of the converted Object in RSDTool 
everthing looks all right (quad. poly, and the TIMs have 
an 4 point Mapping) 


But by pasting an Tim onto an Poly, only the "half" 
of the selected Poly wa wrapped with the Tim (half Quad poly -> 


VVVVVVVVVVVVVV VV VV VV VV 


triangulated 

Poly !!!), with other words: how can i realize an object with 
quadliteral 

Polys and correct displayed Textures ? 
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I hope someone will speak to me (out of the dark....or from 
anywhere....) 


> 
> 
> 
> 
> 
> 
> 
> 
> with regards 

> Olaf 

I had the exact same problems as well. Whenever I export a model, it 
turns it into triangles and conversion to quads isn't possible. 

I believe Studio Max 4 doesn't have this problem (it can deal in rsd 
format directly). 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


--MESSAGE FILE 14334 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001219 


——MESSAGE FILE 14335 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001220 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Efficient Object Modelling 

Date: Sun, 21 Feb 1999 13:12:50 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 73 

Message-ID: <7Vapl4oSerp15@chuka.playstation.co.uk> 

References: <7a3ea7$7op1l0@chuka.playstation.co.uk> <36CAFA60.COA88FC8@ndirect.co.uk> 
<36CB3327 .EC24F6C3@hinge.mistral.co.uk> <7amgl6Serp2@chuka.playstation.co.uk> <36CF 

B94B.5DB79BDD@hinge.mistral.co.uk> 

NNTP-Posting-Host: th-usr02-57.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Sorry Craig, I think I misunderstood what you were originally saying. When 
I said that the normals had to be recalculated, I meant that the normal 
vectors would have to be re-rotated each time they are used within the 


model. I wasn't suggesting that the normal vectors would have to be 
re-built, as like you say, they are in the model data already. I was just 
pointing out how inefficient GsSortObject4() is in it's GTE usage. 


Thanks anyway, 


Herbs 


Craig Graham wrote in message <36CFB94B.5DB79BDD@hinge.mistral.co.uk>... 
>Alex Herbert wrote: 

> 

>> Craig Graham wrote in message <36CB3327.EC24F6C3@hinge.mistral.co.uk>... 
>> > 

>> > 

>> >Not quite - normals are pre-calculated and it's only a single matrix 
>> multiply to 
>> >rotate 

>> >them (a bit quicker than doing a real product for the normal vector). 
>> 

>> Really? Then I appologise for the misinformation. 

>> 
>> So, are you saying that all normals in a model (whether used or not) are 
>> pre-roated? Originally I had assumed that all verices were 
pre-calculated, 
> 

>Nope. Just that the actual vector of the normal is precalculated (see the 
TMD 
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>format for details), so you don't have to do the sum of products of the 
face 

>vectors to get the normal vertex normal's as they're already in the file. 
And 

>as 

>this is fixed (unless you use RSdANIM to move vectors about within a 
model), 

>the normal only has to be rotated to face the same way as the rest of the 
model 
> 
>(using the local to world matrix), libgs never actually has to calculate a 
>normal 
>vector at all, only rotate it. I think the reason they don't pre-calculate 
is 

>so that 

>they can generate POLY's into the TMD which use a subset of the vertices 
>available to speed up display (I've got some code somewhere that segments 
>a large world TMD into smaller TMD polygon sections which share a 

>common vertex/normal pool allowing you to only display poly's which are 
>physically close to you). 

> 
>> until someone pointed out that this can't be the case as GsSortObject4 () 
>> doesn't allow you to specify a temporary buffer address for storeage of 
the 


>> rotated vertices. I just guessed that the same would have to apply to 

>> normals. Can you explain? 

> 

>I don't think libgs does cache rotated vectors - it rotates them as they're 
>used. 


>If it did cache them, things would go a fair bit quicker, as in the Env 
mapper 

>code I posted a while ago (where all rotated vertex normals are calculated 
>once and the X/Y components area stored in the scratch pad so you don't 
>re-calculate the same value for each face that uses it). 

> 

> 

>> Herbs 

> 


—-MESSAGE FILE 14335 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001220 


—--MESSAGE FILE 14336 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001221 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Efficient Object Modelling 

Date: Thu, 25 Feb 1999 09:23:30 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 24 

Message-ID: <36D51692.2F76@mdx.ac.uk> 


References: <7a3ea7$7op1l0@chuka.playstation.co.uk> <36CAFA60.COA88FC8@ndirect.co.uk> 
<36CB3327.EC24F6C3@hinge.mistral.co.uk> <7amgl6Serp2@chuka.playstation.co.uk> <36CF 


B94B.5DB79BDD@hinge.mistral.co.uk> <7apl4oSerp15@chuka.playstation.co.uk> 
NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Alex Herbert wrote: 

> 

Sorry Craig, I think I misunderstood what you were originally saying. When 
I said that the normals had to be recalculated, I meant that the normal 
vectors would have to be re-rotated each time they are used within the 
model. I wasn't suggesting that the normal vectors would have to be 
re-built, as like you say, they are in the model data already. I was just 
pointing out how inefficient GsSortObject4() is in it's GTE usage. 


VVVVVVVV 


Thanks anyway, 
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> 
> Herbs 


If you are really that interested in efficient object modelling, I've 
seen 

this utility on the american yaroze site called tmdsort which is 
supposed 

to sort the data in a tmd for maximum efficiency. Its good for objects 
which large amounts of polygons. Maybe they could put a link to it in 
the tools section on this SCEE site? 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


-—-MESSAGE FILE 14336 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001221 


—-MESSAGE FILE 14337 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001222 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Efficient Object Modelling 

Date: Thu, 25 Feb 1999 11:31:59 —0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <7b3cn1$9pol15@chuka.playstation.co.uk> 

References: <7a3ea7$7opl1l0@chuka.playstation.co.uk> <36CAFA60.COA88FC8@ndirect.co.uk> 
<36CB3327 .EC24F6C3@hinge.mistral.co.uk> <7amgl6Serp2@chuka.playstation.co.uk> <36CF 

B94B.5DB79BDD@hinge.mistral.co.uk> <7apl4oSerp15@chuka.playstation.co.uk> <36D51692. 
2F76@mdx.ac.uk> 

NNTP-Posting-Host: th-usr01-53.ndirect.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Harvey Cotton wrote in message <36D51692.2F76@mdx.ac.uk>... 

> 

>If you are really that interested in efficient object modelling, I've 
>seen 

>this utility on the american yaroze site called tmdsort which is 
>supposed 

>to sort the data in a tmd for maximum efficiency. Its good for objects 
>which large amounts of polygons. Maybe they could put a link to it in 
>the tools section on this SCEE site? 


I think you'll find it's already there! 


>—— 

>Regards E-mail: hc054@mdx.ac.uk 
>Harvey ICQ: 4269478 

> 

Herbs 


—-MESSAGE FILE 14337 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001222 


--MESSAGE FILE 14338 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001223 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: 25 Feb 1999 22:27:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0lbe610e$08586600S0a3ddec2@sonia> 

References: <Olbe59fd$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
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o.uk> <Olbe5ab2Sdc8f2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I sent it again on Wednesday - did you get it? 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
<36CBF917.3F0799C6@hinge.mistral.co.uk>... 

> That mail never turned up....do you want to send it again? 
> 

> Craig. 


—-MESSAGE FILE 14338 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001223 


——MESSAGE FILE 14339 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001224 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: Fri, 26 Feb 1999 06:16:36 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <36D63C44.7BB37612@hinge.mistral.co.uk> 

References: <0Olbe59fd$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2S$dc8f£2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<01be610eS08586600S0a3ddec2@sonia> 

NNTP-Posting-Host: 195.184.231.41 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Miles Buzzing wrote: 


I sent it again on Wednesday - did you get it? 


<36CBF917.3F0799C6@hinge.mistral.co.uk>... 
> That mail never turned up....do you want to send it again? 


> 
> 
> Craig Graham <c_graham@hinge.mistral.co.uk> wrote in article 
> 
> 


Yeah - don't have time to look at it until after the weekend.Glancing at 


the DXF source, it contains 6 quads. What program generated this 
(not 3DS Max, as that only generates triangle meshes). 


Craig. 


—-MESSAGE FILE 14339 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001224 


--MESSAGE FILE 14340 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001225 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "jaleco" <jaleco@tpts6.seed.net.tw> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Packet Max size ??? 

Date: Fri, 26 Feb 1999 13:23:33 +0800 

Organization: SCEA News Server 

Lines: 12 

Message-ID: <7b5d73Saagl@scea> 

NNTP-Posting-Host: h83.s132.ts32.hinet.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


every playstation have the following header 
#define PACKETMAX (2048*24) /* Max GPU packets */ 
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static PACKET packetArea[2] [PACKETMAX]; /* GPU PACKETS AREA */ 


anyone can tell me how much MAXpacket should define ??? 
any concept or document is appreciat 


thanks 


—-MESSAGE FILE 14340 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001225 


--MESSAGE FILE 14341 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001226 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Packet Max size ??? 

Date: Fri, 26 Feb 1999 08:50:32 +0000 

Organization: Sony Computer Entertainment Europe 
Lines: 27 

Message-ID: <36D66058.B75E5F68@scee.sony.co.uk> 
References: <7b5d73Saagl@scea> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


jaleco wrote: 
every playstation have the following header 


#define PACKETMAX (2048*24) /* Max GPU packets */ 
static PACKET packetArea[2] [PACKETMAX]; /* GPU PACKETS AREA */ 


anyone can tell me how much MAXpacket should define ??? 
any concept or document is appreciat 


VV V V V V V 


The SCEE FAQ off the new members page contains some info about packet sizes. The siz 
e of a packet 

will depend on the type of polygon you're going to draw - 24 bytes was chosen as an 
'average' size. 


PACKETMAX should be _at_least_ the number of polys you're going to draw, which for m 
ost people = sum 

of (number of instances of model you're drawing * polygons in model / 2) for all mode 
ls. The '/2' is 

in there because most of the time half of them won't be drawn due to backfacing. Mak 
e PACKETMAX a 

large number to start with, because you'll get glitches, hangs and other problems if 
it's too low. 

When your game is finished, or you start running out of memory, reduce the size of P 
ACKETMAX. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


Clinton Economics: If 1+2=3 then 4+5=6. 
—-MESSAGE FILE 14341 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001226 


—-MESSAGE FILE 14342 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001227 
Path: chuka.playstation.co.uk!news 
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From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Efficient Object Modelling 

Date: Fri, 26 Feb 1999 10:30:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <36D677DA.382E@mdx.ac.uk> 

References: <7a3ea7S7op1l0@chuka.playstation.co.uk> <36CAFA60.COA88FC8@ndirect.co.uk> 
<36CB3327 .EC24F6C3@hinge.mistral.co.uk> <7amgl6Serp2@chuka.playstation.co.uk> <36CF 
B94B.5DB79BDD@hinge.mistral.co.uk> <7J7apl4oSerp15@chuka.playstation.co.uk> <36D51692. 
2F76@mdx.ac.uk> <7b3cn1S9pol5@chuka.playstation.co.uk> 

NNTP-Posting-Host: stu-dialup16.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Alex Herbert wrote: 

> 

Harvey Cotton wrote in message <36D51692.2F76@mdx.ac.uk>... 

> 

>If you are really that interested in efficient object modelling, I've 
>seen 

>this utility on the american yaroze site called tmdsort which is 
>supposed 

>to sort the data in a tmd for maximum efficiency. Its good for objects 
>which large amounts of polygons. Maybe they could put a link to it in 
>the tools section on this SCEE site? 


VVVVVVVVV VV 


I think you'll find it's already there! 


Regards E-mail: hc054@mdx.ac.uk 
Harvey ICQ: 4269478 


-—-MESSAGE FILE 14342 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001227 


——MESSAGE FILE 14343 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001228 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Packet Max size ??? 

Date: Fri, 26 Feb 1999 10:59:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7b5v62S9po22@chuka.playstation.co.uk> 
References: <7b5d73Saagl@scea> 

NNTP-Posting-Host: th-usr01-08.ndirect.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


jaleco wrote in message <7b5d73Saagl@scea>... 
>every playstation have the following header 


>#define PACKETMAX (2048*24) /* Max GPU packets */ 
>static PACKET packetArea[2] [PACKETMAX]; /* GPU PACKETS AREA */ 
> 


>anyone can tell me how much MAXpacket should define ??? 
>any concept or document is appreciat 

> 
> thanks 
> 

> 


Hello, 


I don't use the above method for allocating packet memory. I use malloc(), 
but the above method is fine. 
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I tend to allocate 32-64Kb for each packet workspace to start with, then 
reduce it when I have a better idea of how much space I actually need. 
GsGetWorkBase() is handy for working out exactly how much packet memory is 
being used. 


Herbs 


—-MESSAGE FILE 14343 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001228 


—-MESSAGE FILE 14344 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001229 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: 28 Feb 1999 18:16:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <01be6346$76538c40S0a3ddec2@sonia> 

References: <Olbe59fdS$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2Sdc8f2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> 

> the DXF source, it contains 6 quads. What program generated this 
> (not 3DS Max, as that only generates triangle meshes). 

> 


I used Truespace2. 


Incidently for anyone else following this thread, since posting this 
message I figured out how to get the RSDTool texture map to work correctly 
- you have to use textures that at 128 x 256 in size - the size of a 
texture page in the NY's graphics RAM. 


I look forward to your feedback Craig on the RSDAmin issue. obiously I'd 
prefer to use it instead of RSDTool if possible. I was playing with the 
animation tool in 1.6 and all I can say is - bloody hell | 


- Miles 
—-MESSAGE FILE 14344 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001229 


—--MESSAGE FILE 14345 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001230 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Digital Cameras 

Date: 28 Feb 1999 18:30:30 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01be6348$6a4d5280S0a3ddec2@sonia> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Anyone else out there played with using a digital camera to collect 
textures for 3d objects? I got a Sony one for xmas and and I can strongly 
recommend it. 


Also, since the trend for digital cameras is moving towards hi-res you can 
pick up 640x480 cameras (which is more than enough for NY work) for a 
realistic price. 
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- Miles 
—-MESSAGE FILE 14345 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001230 


—-MESSAGE FILE 14346 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001231 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Digital Cameras 

Date: Sun, 28 Feb 1999 18:43:51 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7bc2pkSabn4@chuka.playstation.co.uk> 
References: <01be6348$6a4d5280$0a3ddec2@sonia> 
NNTP-Posting-Host: th-en138-251.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Anyone else out there played with using a digital camera to collect 
>textures for 3d objects? I got a Sony one for xmas and and I can strongly 
>recommend it. 


Did you get the one which stores pictures on floppy, rather than on board 
RAM or CompactFlash? 


Rikki 


—-MESSAGE FILE 14346 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001231 


--MESSAGE FILE 14347 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001232 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: Sun, 28 Feb 1999 19:44:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <36D99C97.D42C598Behinge.mistral.co.uk> 

References: <Olbe59fd$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2S$dc8f£2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<O01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> <01be6346 
$76538c40$0a3ddec2@sonia> 

NNTP-Posting-Host: 195.184.231.62 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept-Language: en 


Miles Buzzing wrote: 


> 

> the DXF source, it contains 6 quads. What program generated this 
> (not 3DS Max, as that only generates triangle meshes). 

> 

I used Truespace2. 


Incidently for anyone else following this thread, since posting this 
message I figured out how to get the RSDTool texture map to work correctly 
- you have to use textures that at 128 x 256 in size - the size of a 
texture page in the NY's graphics RAM. 


VVVVVVVVVV VV 
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Using textures that size is a real bad idea - you'll thrash the texture cache 
continuously, 
and your game will slow to a crawl. 


> prefer to use it instead of RSDTool if possible. I was playing with the 
> animation tool in 1.6 and all I can say is - bloody hell ! 
> 


Heh heh heh. Next Release has DXF loading - working on it (a bit, busy 
sorting out stuff for my wedding at the moment though). 


> — Miles 


Craig. 


-—-MESSAGE FILE 14347 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001232 


--MESSAGE FILE 14348 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001233 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Bounding box 3d collision detection / (delurk!) 

Date: Sun, 28 Feb 1999 20:24:23 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <7bc8t3Sabn7@chuka.playstation.co.uk> 

NNTP-Posting-Host: VIP-203-33.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:349 scee.yaroze.pr 
ogramming.3d_graphics:1233 


Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
collision detection, especially bounding box since I *think* this is the 
method I should use. 


So far my searching through Yaroze pages hasn't helped too much, so any 
hints/ pushes in the right direction would be great cheers! 


Al 


http://www.geocities.com/SunsetStrip/Palms/3657 


—-MESSAGE FILE 14348 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001233 


—-MESSAGE FILE 14349 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001234 

Path: chuka.playstation.co.uk!news 

From: "WickedNun" <wickednun@callnetuk.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Flickering and overlapping - wehey!!! 

Date: Tue, 2 Mar 1999 18:29:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7bhb7tS$9he3@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.67.133.67 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Ok, some of my objects flicker at certain times, I thought I was running out 
of processor time, but I switched from high-res interlaced mode to low-res 
non-inter and commented out all but the display code, and it STILL does 
it!!! 
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return from vsync is only 70-80, anyone got any ideas. 


next problem is overlapping objects. I need to sort the some objects into a 
seperate OT in order to stop them overlapping, but I tried to do this and 
got very strange results. could somone please post a stripped down piece of 
code using two OT sets. 


this help would be greatly appriciated. 
ROB 


ps. I'm starting a yaroze support page on freeserve, any suggestions / 
contributions would be welcome. 


—-MESSAGE FILE 14349 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001234 


—--MESSAGE FILE 14350 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001235 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Digital Cameras 

Date: 2 Mar 1999 19:15:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0Olbe6é4e0$ffb29cb60S0a3ddec2@sonia> 

References: <01be6348$6a4d5280S0a3ddec2@sonia> <7bc2pkSabn4@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I got a Mavika FD71 - it writes jpeg files directly to floppy disk - which 
is 

nice. 

But It's a lot bigger than the flash card models. 


> Did you get the one which stores pictures on floppy, rather than on board 
> RAM or CompactFlash? 

> 

Rikki 


> 
> 
> 
> 


—-MESSAGE FILE 14350 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001235 


——MESSAGE FILE 14351 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001236 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: 2 Mar 1999 19:16:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbe64e1$3d0c7b80S0a3ddec2@sonia> 

References: <Olbe59fd$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2Sdc8f£2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<O01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> <01be6346 
$76538c40S0a3ddec2@sonia> <36D99C97.D42C598B@hinge.mistral.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Sorry, didn't explain myself properly. The TIM I've created is 128 x 256. 
It contains every surface texture of my object and about half of the TIM is 
still unused. The largest individual texture is 70 x 30. As long as the TIM 
loaded into RSDTool is 128x256 mapping sub-sections works correctly. 
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> Using textures that size is a real bad idea - you'll thrash the texture 
cache 

> continuously, 
> and your game will slow to a crawl. 
> 


> Craig. 
> 
> 
> 


—-MESSAGE FILE 14351 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001236 


—--MESSAGE FILE 14352 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001237 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Digital Cameras 

Date: Tue, 02 Mar 1999 20:43:37 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 25 

Message-ID: <36DC4D79.49FB218A@scee.sony.co.uk> 

References: <01be6348$6a4d5280S0a3ddec2@sonia> <7bc2pkSabn4@chuka.playstation.co.uk> 
<Olbe64e0Sf£b29c60S0a3ddec2@sonia> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win95; I) 

X-Accept—-Language: en 


Miles Buzzing wrote: 


> 

> I got a Mavika FD71 - it writes jpeg files directly to floppy disk - which 
> is 

> nice. 

> But It's a lot bigger than the flash card models. 


I've got a DSC-F3 (Sony, obviously :0) which has memory flash (non-removable). At 64 
0x480 it can 

store about 105 images. I was considering getting a Mavika, but I like to take panor 

amas by taking 

lots of shots at different angles and stitching them together in PaintShopPro, and I 
was concerned 

that the disk drive would take too long to save images. How long between shots? Mine 
is about 1.5-2 

seconds. 


The DSC is really good, but the limit was a bit annoying when I went on holiday rece 
ntly - I ran out 

of space after a week, didn't have a laptop to download them to, so I had to buy dis 
posables! 


They are good for textures, etc, but the lighting has to be good. 


James 
== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Developer Support Engineer - Sony Computer Entertainment Europe 


The cigarette does the smoking, YOU'RE just the sucker!! 
—-MESSAGE FILE 14352 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001237 


—--MESSAGE FILE 14353 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001238 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Digital Cameras 
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Date: 2 Mar 1999 20:49:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0lbe64ee$2c71c480S0a3ddec2@sonia> 

References: <01be6348S$6a4d5280S0a3ddec2@sonia> <7bc2pkSabn4@chuka.playstation.co.uk> 
<Olbe64e0Sf£b29c60S0a3ddec2@sonia> <36DC4D79.49FB218A@scee.sony.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


> I was concerned 

> that the disk drive would take too long to save images. How long between 
shots? Mine is about 1.5-2 

> seconds. 


It takes about three seconds in both standard and high quality. 


> The DSC is really good, but the limit was a bit annoying when I went on 
holiday recently - I ran out 

> of space after a week, didn't have a laptop to download them to, so I had 
to buy disposables! 


This is another advantage of diskettes. When I got it at Christmas I took 
it to friends and everyone wanted to take pictures. You can get about 40-50 
standard images on a diskette (I've had as many as 60). I took two 
diskettes with me and when we filled them both my brother in law simply dug 
out some more. 


>They are good for textures, etc, but the lighting has to be good. 


The FD71 has an amazing 10x zoom which means you can grab textures close up 
without 'fish-eye' problems. 


-—-MESSAGE FILE 14353 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001238 


——MESSAGE FILE 14354 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001239 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Flickering and overlapping - wehey!!! 
Date: 2 Mar 1999 20:56:12 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbe6é4ef$lab6éc6e0S0a3ddec2@sonia> 
References: <7bhb7tS$9he3@chuka.playstation.co.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I had this effect with a tank I created. It wan't a NY problem but simply a 
geometry error in my model where certain facets of my object overlapped 
others. I tested it by drawing really basic geometric shapes, texturing 
them and then displaying them - no flicker. I also got hold of Truespace 
which is a much more efficient modeller. 


- Miles 


> Ok, some of my objects flicker at certain times, I thought I was running 
out 

> of processor time, but I switched from high-res interlaced mode to 
low-res 

> non-inter and commented out all but the display code, and it STILL does 
> it!!! 


—-MESSAGE FILE 14354 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001239 


—-MESSAGE FILE 14355 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001240 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Digital Cameras 

Date: Tue, 2 Mar 1999 23:12:59 -0500 

Organization: BitSlap Software 

Lines: 38 

Message-ID: <7bicnl1S$d5f2@scea> 

References: <01be6348$6a4d5280S0a3ddec2@sonia> <7bc2pkSabn4@chuka.playstation.co.uk> 
<Olbe64e0Sffb29cb60S0a3ddec2@sonia> <36DC4D79.49FB218A@scee.sony.co.uk> <Olbe64eeS$2c 
71c480S0a3ddec2@sonia> 

Reply-To: "Steve Tolin" <BitSlap_Software@bigfoot.com> 

NNTP-Posting-Host: sud-tcsl-port70.vianet.on.ca 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.0810.800 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.0810.800 


I purchased the Kodak DC50 a few months back for family use.... It uses 
the Flash RAM cards but also has internal memory.. It stores images 
directly is JPEG format.. It has three setttings for quality poor, good 
and best... The image sizes are 756X504 which are very large (I think).. 
The quality simply increases the amount of JPEGing. 


Miles Buzzing <miles@guildfrd.demon.co.uk> wrote in message 

news: 0lbe64ee$2c71c480S0a3ddec2@sonia... 

> 

> 

>> I was concerned 

>> that the disk drive would take too long to save images. How long between 
>shots? Mine is about 1.5-2 

>> seconds. 

> 

>It takes about three seconds in both standard and high quality. 

> 

>> The DSC is really good, but the limit was a bit annoying when I went on 
>holiday recently - I ran out 

>> of space after a week, didn't have a laptop to download them to, so I had 
>to buy disposables! 

> 

>This is another advantage of diskettes. When I got it at Christmas I took 
>it to friends and everyone wanted to take pictures. You can get about 40-50 
>standard images on a diskette (I've had as many as 60). I took two 
>diskettes with me and when we filled them both my brother in law simply dug 
>out some more. 

> 

>>They are good for textures, etc, but the lighting has to be good. 

> 

>The FD71 has an amazing 10x zoom which means you can grab textures close up 
>without 'fish-eye' problems. 

> 

> 


—-MESSAGE FILE 14355 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001240 


——MESSAGE FILE 14356 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001241 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Thu, 04 Mar 1999 01:11:03 -0800 

Organization: SCEA News Server 

Lines: 25 

Message-ID: <36DE4E27.46189FF3@znet .com> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> 

NNTP-Posting-Host: scts1-21.znet.net 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:350 scee.yaroze.pr 
ogramming.3d_graphics:1241 


Alan Marshall wrote: 


> 

> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
> collision detection, especially bounding box since I *think* this is the 
> method I should use. 

> 

> So far my searching through Yaroze pages hasn't helped too much, so any 
> hints/ pushes in the right direction would be great cheers! 

> 

> Al 

> 

> http://www.geocities.com/SunsetStrip/Palms/3657 


game developer magazine has been running a series of 
articles on collision detection the past few months, 
source code is on their site at 


http://www.gdmag.com/code.htm 


kirk 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 

-—-MESSAGE FILE 14356 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001241 


--MESSAGE FILE 14357 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001242 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <almars@breathemail.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Thu, 4 Mar 1999 18:36:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7bmjtq$9he31@chuka.playstation.co.uk> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> <36DE4E27.46189FF3@znet .com> 
NNTP-Posting-Host: VIP-203-227.vip.uk.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:351 scee.yaroze.pr 
ogramming.3d_graphics:1242 


Chears for posting a response, but one of my lecturers at Uni showed me 
that, and it was a lot more advanced than what I'm aiming for at the 
moment ! # 


A bit too much physics involved, but I can see what I can get from hacking 
at it ;) 


Chears 


Al 


Kirk Bender wrote in message <36DE4E27.46189FF3@znet.com>... 

>Alan Marshall wrote: 

>> 

>> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
>> collision detection, especially bounding box since I *think* this is the 
>> method I should use. 

>> 

>> So far my searching through Yaroze pages hasn't helped too much, so any 
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>> hints/ pushes in the right direction would be great cheers! 
> 

>game developer magazine has been running a series of 
>articles on collision detection the past few months, 

>source code is on their site at 

> 

>http://www.gdmag.com/code.htm 

> 

> 

>kirk 

> 
> 
>Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
>http://www.scea.sony.com/net/yaroze/pages/kbender. html 


http://www.geocities.com/SunsetStrip/Palms/3657 


-—-MESSAGE FILE 14357 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001242 


——MESSAGE FILE 14358 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001243 

Path: chuka.playstation.co.uk!news 

From: "“WickedNun" <wickednun@callnetuk.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Flickering and overlapping - wehey!!! 

Date: Tue, 2 Mar 1999 22:30:20 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7bmnakS$9he32@chuka.playstation.co.uk> 

References: <7bhb7t$9he3@chuka.playstation.co.uk> <Olbe6é4efS$lab6c6e0S$0a3ddec2@sonia> 
NNTP-Posting-Host: 212.67.133.20 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Miles Buzzing wrote in message <0lbe64efSlab6c6e0S0a3ddec2@sonia>... 

>I had this effect with a tank I created. It wan't a NY problem but simply a 
>geometry error in my model where certain facets of my object overlapped 
>others. I tested it by drawing really basic geometric shapes, texturing 
>them and then displaying them - no flicker. I also got hold of Truespace 
>which is a much more efficient modeller. 

> 

>- MIles 


Thanks miles, but I don't think this is the problem, some of the objects are 
simply flat quads, some others are more complicated. They are fine at times, 
completely solid, but at other times they flicker. 


—-MESSAGE FILE 14358 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001243 


——MESSAGE FILE 14359 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001244 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: Thu, 4 Mar 1999 20:48:33 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7bn4t2S9he36@chuka.playstation.co.uk> 

References: <Olbe59fd$d749f9a0$S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2Sdc8f2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<O01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> <01be6346 
$76538c40S0a3ddec2@sonia> <36D99C97.D42C598B@hinge.mistral.co.uk> 

NNTP-Posting-Host: mfs-pci-bqp-vty174.as.wcom.net 
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X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Craig Graham wrote in message <36D99C97.D42C598B@hinge.mistral.co.uk>... 
>Using textures that size is a real bad idea - you'll thrash the texture 
cache 

>continuously, 
>and your game will slow to a crawl. 


Where is this kind of info? I've searched my manuals & the docs I 
downloaded & can't find anything on the texture cache. 
Have I missed something? 


cheers 


Nick S 


—-MESSAGE FILE 14359 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001244 


--MESSAGE FILE 14360 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001245 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Lighting on Objects 

Date: 4 Mar 1999 23:27:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01be6696S$945cf480S0a3ddec2@sonia> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I created a couple of objects for my first 3D venture and after much 
wailing and gnashing of teeth managed to get them both texture mapped and 
on my NY screen. 


Only then did I discover that I got the scaling wrong on one of the 
objects. No problem, I thought, I'll use the ScaleMatrix() function to 
perform a one-off resize on the obhect during initialisation. 


This worked, but for some reason the rescaled object (which I made smaller) 
has now become a good deal darker. If I make the other object bigger the 
reverse happens and it becomes light and washed out. It's got to be 
something to so with the lighting, but what? 


- Miles 
—-MESSAGE FILE 14360 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001245 


--MESSAGE FILE 14361 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001246 

Path: chuka.playstation.co.uk!news 

From: "Nick Slaven" <NickSlaven@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Flickering and overlapping - wehey!!! 

Date: Thu, 4 Mar 1999 23:30:04 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7bn5eg$9he38@chuka.playstation.co.uk> 

References: <7bhb7tS$9he3@chuka.playstation.co.uk> <0Olbeé4efSlab6cb6e0S0a3ddec2@sonia> 
<7bmnak$9he32@chuka.playstation.co.uk> 

NNTP-Posting-Host: mfs-pci-bqp-vty174.as.wcom.net 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE Մ4.72.3155.0 
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WickedNun wrote in message <7bmnak$9he32@chuka.playstation.co.uk>... 
>Thanks miles, but I don't think this is the problem, some of the objects 
are 

>simply flat quads, some others are more complicated. They are fine at 
times, 
>completely solid, but at other times they flicker. 


I've also had probs with quads, I think it was because they were badly 
formed, the 4 corners did not lie on in the same plane. 


Nick S 


—-MESSAGE FILE 14361 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001246 


—-MESSAGE FILE 14362 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001247 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Me" <It@here.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Lighting on Objects 

Date: Fri, 5 Mar 1999 05:56:11 +0200 

Organization: Here 

Lines: 7 

Message-ID: <7bno2qSe2k1@scea> 

References: <01be6696$945cf480$0a3ddec2@sonia> 

NNTP-Posting-Host: 134.235.149.250 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


When you rescale the object, you have to recalculate the normals for each 
polygon. 


Nathan Miller 


—-MESSAGE FILE 14362 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001247 


—-MESSAGE FILE 14363 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001248 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Grrrrr! 

Date: Fri, 05 Mar 1999 09:26:03 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <36DFA32B.219B@bristol.ac.uk> 
NNTP-Posting-Host: n66.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Ok, I'm really steaming now. I've just spend the last five days doing 
battle with RSDTool in the vain hope of getting a model to texture 
correctly. 


The first problem I hit was that when I saved the model, RSDTool decided 
to reduce the u,v texture coordinates on each poly by a third causing 
all my texture information to become corrupt. I got around this by 
writing a short piece of code to scale all the texture coordinates back 
up again in the .mat file. 


Unfortunately this scaling down and up again process causes some u,v 
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information to be lost, meaning that a lot of the textures were 1 pixel 
out. This meant Լ had to go through the .mat file by hand, figuring out 
which entries corresponded to which poly and changing the incorrect 
values. 


This was not fun. 


At the end of it all I though, I had a properly textured model sitting 
on my screen. Then, I dopwnloaded the model the the Net Yaroze and to my 
utter horror found that the GPU displayed the textures differently to 
the PC and they were all misaligned again! 


I am now reconciled to writing my own texture mapper on the Playstation 
which is not going to be enjoyable. I'm sure Sony are conspiring against 
me to keep me in the world of 2D gaming as I've not heard of anyone else 
with these problems. What the hell is going on? 


Cheers, 


Tom 
-—-MESSAGE FILE 14363 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001248 


—-MESSAGE FILE 14364 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001249 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Grrrrr! 

Date: 5 Mar 1999 19:42:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01be6740$5a8b5080S0a3ddec2@sonia> 
References: <36DFA32B.219B@bristol.ac.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


> Ok, I'm really steaming now. I've just spend the last five days doing 
> battle with RSDTool in the vain hope of getting a model to texture 
> correctly. 


OK Tom, just stay cool now. We've all been there. Well at least I have! 
Read the thread ' Either I get an answer of the Yaroze gets it' about size 
messages down. 


RSD tool does screw up your texture mapping when it saves unless the TIM 
you're using is the same size as a frame buffer page - (X)128x (Y)256. This 
doesn't mean each texture has to be this size, must make sure the TIM image 
that contains all the required textures is. 


—-MESSAGE FILE 14364 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001249 


—-MESSAGE FILE 14365 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001250 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: 5 Mar 1999 19:47:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <01be6741$072bd1c0$S0a3ddec2@sonia> 

References: <Olbe59fd$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2S$dc8f£2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<O01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> <01be6346 
$76538c40S0a3ddec2@sonia> <36D99C97.D42C598B@hinge.mistral.co.uk> <7bn4t2$9he36@chuk 
a.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Yeah, Craig. Where are you getting your information? Oh, of course, now I 
understand. You're one of them aren't you. You're a professional 


> Where is this kind of info? I've searched my manuals & the docs I 
> downloaded & can't find anything on the texture cache. 
> Have I missed something? 


—-MESSAGE FILE 14365 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001250 


—-MESSAGE FILE 14366 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001251 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: 6 Mar 1999 08:28:22 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <0Olbe67ab$4e1lc5220S0a3ddec2@sonia> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:352 scee.yaroze.pr 
ogramming.3d_graphics:1251 


Take a look at the net yaroze programming tutorial in the gane demos 
section on this site. Chapter four deals with bounding boxes for 2D games 
but you could modify the example code - adding a z axis check - to make it 
work for your 3d games. 

It also deals with bounding sphere detection which works equally well for 
2D and 3D. 


> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
> collision detection, especially bounding box since I *think* this is the 
> method I should use. 


—-MESSAGE FILE 14366 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001251 


—--MESSAGE FILE 14367 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001252 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Lighting on Objects 

Date: 6 Mar 1999 12:24:34 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <Olbe67cc$4celac40$0a3ddec2@sonia> 

References: <01be6696S945cf480S0a3ddec2@sonia> <7bno2q$Se2k1@scea> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks Nathan, but could you expand on your answer a bit..... 


Օ1: Why do I have for recalc the normals? As I understand it, they are 
simply vectors perpendicular to a polygon with an abitrary length that are 
used to calculate the angle of the polygon in relation to any light source, 
why would scaling the object change the normal vectors? 


Q2: If I do have to recalc them, how do I get to the normal data? 
Thanks 


- Miles 
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Me <It@here.com> wrote in article <7bno2qS$e2k1@scea>... 
> When you rescale the object, you have to recalculate the normals for each 
> polygon. 


v 


Nathan Miller 


> 
> 
> 
> 
> 


--MESSAGE FILE 14367 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001252 


——MESSAGE FILE 14368 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001253 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Kirk Bender <kbender@znet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: Sat, 06 Mar 1999 16:04:32 -0800 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <36E1C290.58E8EB55@znet .com> 

References: <Olbe59fdSd749f9aNS0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2S$dc8f£2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<O01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> <01be6346 
$76538c40S0a3ddec2@sonia> <36D99C97.D42C598B@hinge.mistral.co.uk> <7bn4t2$9he36@chuk 
a.playstation.co.uk> <01be6741S072bd1c0S0a3ddec2@sonia> 

NNTP-Posting-Host: scts1-27.znet.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (Win98; U) 


Miles Buzzing wrote: 


> 

> Yeah, Craig. Where are you getting your information? Oh, of course, now I 
> understand. You're one of them aren't you. You're a professional 

> developer!!! 1}!!! 

> 

> > Where is this kind of info? I've searched my manuals & the docs I 

> > downloaded & can't find anything on the texture cache. 

> > Have I missed something? 


from the FAQ: 
http: //www.netyaroze-europe.com/yaroze/newmembers/yarfaq-.htm 


What is the GPU cache? 


The GPU has a cache on board, just like the CPU. 
It uses this to cache textures, and is 2k in size. 
The effective size of the texture cache changes 
depending on what type of texture you are rendering. 
A typical speed increase can be 30% for rendering 
from the texture cache. 


Texture resolution 
Cache size (rendered pixels) 


4-bit 

64x64 
8-bit 

64x32 
16-bit 

32x32 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 
—-MESSAGE FILE 14368 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001253 


—-MESSAGE FILE 14369 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001254 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Either I get an answer or the Yaroze gets it! 

Date: 7 Mar 1999 09:39:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <0Olbe6é87e$7a0ea260S0a3ddec2@sonia> 

References: <Olbe59fdS$d749f9a0S0a3ddec2@guildfoc> <36CA5D63.E7604A4D@hinge.mistral.c 
o.uk> <Olbe5ab2Sdc8f£2600S0a3ddec2@guildfoc> <36CBF917.3F0799C6@hinge.mistral.co.uk> 
<O01lbe610eS08586600S0a3ddec2@sonia> <36D63C44.7BB37612@hinge.mistral.co.uk> <01be6346 
$76538c40S0a3ddec2@sonia> <36D99C97.D42C598B@hinge.mistral.co.uk> <7bn4t2$9he36@chuk 
a.playstation.co.uk> <01be6741S072bd1c0S0a3ddec2@sonia> <36E1C290.58E8EB55@znet .com> 
NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Ouch! :-) 


> from the FAQ: 
http: //www.netyaroze-europe.com/yaroze/newmembers/yarfaq.htm 


What is the GPU cache? 


The GPU has a cache on board, just like the CPU. 
It uses this to cache textures, and is 2k in size. 
The effective size of the texture cache changes 
depending on what type of texture you are rendering. 
A typical speed increase can be 30% for rendering 
from the texture cache. 


Texture resolution 
Cache size (rendered pixels) 


4-bit 

64x64 
8-bit 

64x32 
16-bit 

32x32 


Kirk Bender kbender@znet.com http://sj.znet.com/~kbender 
http://www.scea.sony.com/net/yaroze/pages/kbender.html 


VVVVVVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 14369 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001254 


--MESSAGE FILE 14370 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001255 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Ooops 

Date: Mon, 08 Mar 1999 10:04:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <36E3A091.28F0@bristol.ac.uk> 

References: <36DFA32B.219B@bristol.ac.uk> <01be6740$5a8b5080S0a3ddec2@sonia> 
NNTP-Posting-Host: n62.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Ok, I suppose that'll teach me not to read the newsgroups properly. This 
deosn't completely solve my problem though, as DirectX starts texturing 
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at the corner of a pixel while the Playstation (it seems) starts 
texturing in the middle. Because I've got an irregularly shaped model 
(with diagonals and things) I end up with half pixel gaps at the edges 
of my model. Still, I've just finished writing a 'very' short Yaroze 
program called TMDTweak which allows you to change the texture 
coordinates on a model. It's painstaking but effective. 


Uh oh, the computers have been double booked at uni and I'm being kicked 
off. 


Cheers, 


Tom 
--MESSAGE FILE 14370 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001255 


——MESSAGE FILE 14371 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001256 

Path: chuka.playstation.co.uk!news 

From: Will Atkin <u9722039@bournemouth.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: soft and tmds 

Date: Tue, 09 Mar 1999 18:38:18 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 19 

Message-ID: <36E56A9A.ACFCD44C@bournemouth.ac.uk> 
NNTP-Posting-Host: nat51.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


Hey all.. 


having slight troubles exporting tmds from softimage to the yaroze.. 


The thing is I'm using a multiple object model. You know a character 
with separate legs and arms. As I understand it you can save all the 
objects in one tmd file and call it as that file. Whenever I load my 
game it displays as the hip object and nothing else, and the wierd thing 
is that I know all the information is there, becuase when I import the 
tmd file back into soft to see whats going on.. all the objects are 
there! Can't figure it out.. 


anyone have any ideas?? 
Thanks in advance, 
Will 


—-MESSAGE FILE 14371 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001256 


--MESSAGE FILE 14372 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001257 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Tue, 09 Mar 1999 22:18:44 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 34 

Message-ID: <developer-—0903992218440001@192.168.0.1> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> <0lbe67ab$4e1c5220S0a3ddec2@sonia> 
NNTP-Posting-Host: prol-161.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:353 scee.yaroze.pr 
ogramming.3d_graphics:1257 


<miles@guildfrd.demon.co.uk> wrote: 
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> Take a look at the net yaroze programming tutorial in the gane demos 

> section on this site. Chapter four deals with bounding boxes for 2D games 
> but you could modify the example code - adding a z axis check - to make it 
> work for your 3d games. 

> It also deals with bounding sphere detection which works equally well for 
> 

> 

> 

> 


2D and 3D. 

> Hi, I'm writing a 3d Tetris style game and am looking for examples of 3d 
> collision detection, especially bounding box since I *think* this is the 
> method I should use. 


Yep, Works OK but there is Increment / Decrement jitter. 


Use wall detection by cheating. Use the Ordering table and the resulting 
Z-Sort perspective of the camera, to find the "Closest" to walls, then 
just do the good old slide. 


Remember Q-bert? Or a retro reflective Surface? the closest walls are the 
ones closest to the walls you cannot see --» the object you are putting 

into place. 
Since your camera is already doing the Z-Sort, you just want to monitor that. 


:) 


Then it is a vertice check to make sure you do not lose your 3-Վ object IN 
the completed Tetris tiles. 


2-3 walls and a vertice check. Faster than a 4 point vertice check and an 
overlap jitter increment decrement. 


Sorry no source. It's a bit hairy with 2 matrices and the vertice in 
"Freemove" areas. But think about it. Then try it. 


-sean 
--MESSAGE FILE 14372 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001257 


——MESSAGE FILE 14373 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001258 

Path: chuka.playstation.co.uk!scea!NewsWatcher!user 

From: developer@woodentulip.com (Sean Kennedy) 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Camera math 

Date: Tue, 09 Mar 1999 22:23:12 -0500 

Organization: Wooden Tulip Ltd. 

Lines: 16 

Message-ID: <developer—0903992223120001@192.168.0.1> 

References: <799tktSlbf5@scea> <79glguS$mck@wyrddreams.demon.co.uk> 
NNTP-Posting-Host: prol-161.barrie.connex.net 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:354 scee.yaroze.pr 
ogramming.3d_graphics:1258 


Can anyone point me to some documentation that describes what needs to be 
I'm using the book "Virtual Reality Systems" (Addison-Wesley, 
ISBN 0-201-87687-6) as a reference. It was the first book that really got 


me understanding all this matrix stuff. Admittedly it goes into some stuff 
Life isn't precious - | JTait@wyrddreams.demon.co.uk ICO# 17834893 


> 
> 
> 
> 
> 
> 
Another Good/Bad Book is The Visualization Toolkit. No OpenGL but... 
ISBN 0-13-199837-4 


It has C++ examples and Tcl/Tk examples {Kind simlilar to JavaScript} 
But it explains the really wierd math info. 


-sean 
--MESSAGE FILE 14373 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001258 


——MESSAGE FILE 14374 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001259 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: soft and tmds 

Date: Wed, 10 Mar 1999 10:09:12 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 36 

Message-ID: <36E644C8.4AD4@bristol.ac.uk> 
References: <36E56A9A.ACFCD44C@bournemouth.ac.uk> 
NNTP-Posting-Host: n69.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Will Atkin wrote: 
> 
Hey all.. 


having slight troubles exporting tmds from softimage to the yaroze.. 


> 

> 

> 

> 

> The thing is I'm using a multiple object model. You know a character 

> with separate legs and arms. As I understand it you can save all the 

> objects in one tmd file and call it as that file. Whenever I load my 

> game it displays as the hip object and nothing else, and the wierd thing 
> is that I know all the information is there, becuase when I import the 
> 
> 
> 
> 
> 
> 
> 
> 


tmd file back into soft to see whats going on.. all the objects are 
there! Can't figure it out.. 


anyone have any ideas?? 
Thanks in advance, 
Will 


When you call GsLinkObject4(), there's a parameter in that tells the 
Yaroze which object in the TMD to link to the GsDOBJ2 structure. Most of 
the time this is set to 0 as (from what I can tell) most TMDs only 
contain one object but if you set it to 3, say, you can link the fourth 
model in the TMD. I've done this before, but only in a dynamic TMD that 
I've created myself. Failing this, check the 'nobj' variable in the TMD 
header (try using Rob Swan's dynaimc TMD creation lib) and see what 
value this is set to as it's (supposed to) hold how many objects are in 
the TMD file. 


I hope this helps as this is all from memory, the structure and function 
names might be different, but the priciple should be sound ;-) 


Cheers, 


Tom 


—-MESSAGE FILE 14374 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001259 


——MESSAGE FILE 14375 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001260 
Path: chuka.playstation.co.uk!news 
From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: Bounding box 3d collision detection / (delurk!) 
Date: 10 Mar 1999 20:05:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <01be6b31$5791e020S0a3ddec2@sonia> 


References: <7bc8t3Sabn7@chuka.playstation.co.uk> <Olbe67ab$4e1c5220S$0a3ddec2@sonia> 


<developer—-0903992218440001@192.168.0.1> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:355 scee.yaroze.pr 


ogramming.3d_graphics:1260 


Net Yaroze newsgroups message dump.txt Page 9674 


That's really clever! You should expand that solution into a simple example 
- I've never throught of doing it that way and I bet a lot of other users 
haven't either. 


> Use wall detection by cheating. Use the Ordering table and the resulting 
> Z-Sort perspective of the camera, to find the "Closest" to walls, then 
> just do the good old slide. 


—-MESSAGE FILE 14375 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001260 


—--MESSAGE FILE 14376 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001261 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <rprince@dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d lights, distance, movement 

Date: Wed, 10 Mar 1999 22:22:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7c6rbq$cijll@chuka.playstation.co.uk> 
References: <01be5457$ab8a2d40$813770c2@RikPrince> 
NNTP-Posting-Host: th-en135-069.pool.dircon.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Thanks to all those who helped! I've just played the demo of Silent Hill 
(briefly, I wanted to play MGS), and noticed the way the torch acts on the 
shirt of the character (don't know name, not really bothered, rather play 
MGS!) is almost exactly what I want. Does anyone know if this is a method 
restricted to the Pro Development Kit, or if I could do it on the Yaroze? 
Also, the easiest way to do the light seems to be the MGS way of just 
allowing a small circle to be seen, with the outside fading to dark, as in 
MGS (quite early, crawling through air ducts, I think!). 


Thanks if anyone knows how Silent Hill got that amazing effect 


Rikki 


—-MESSAGE FILE 14376 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001261 


--MESSAGE FILE 14377 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001262 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: soft and tmds 

Date: Wed, 10 Mar 1999 22:54:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <36E6F810.F69E0B99@hotmail.com> 

References: <36E56A9A.ACFCD44C@bournemouth.ac.uk> <36E644C8.4AD4@bristol.ac.uk> 
NNTP-Posting-Host: nat38.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Thanks for the help... 

I'll keep this in mind for the future.. I actually found a function in soft 
that merges separate polygonal objects into one while keeping all texture and 
material information. 

It made life alot easier!! 


Will 


Tom wrote: 
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Will Atkin wrote: 
Hey all.. 
having slight troubles exporting tmds from softimage to the yaroze.. 


The thing is I'm using a multiple object model. You know a character 
with separate legs and arms. As I understand it you can save all the 
objects in one tmd file and call it as that file. Whenever I load my 
game it displays as the hip object and nothing else, and the wierd thing 
is that I know all the information is there, becuase when I import the 
tmd file back into soft to see whats going on.. all the objects are 
there! Can't figure it out.. 


anyone have any ideas?? 


Thanks in advance, 


VVVVVVVVVVVV VV VV VV 


Will 


When you call GsLinkObject4(), there's a parameter in that tells the 
Yaroze which object in the TMD to link to the GsDOBJ2 structure. Most of 
the time this is set to 0 as (from what I can tell) most TMDs only 
contain one object but if you set it to 3, say, you can link the fourth 
model in the TMD. I've done this before, but only in a dynamic TMD that 
I've created myself. Failing this, check the 'nobj' variable in the TMD 
header (try using Rob Swan's dynaimc TMD creation lib) and see what 
value this is set to as it's (supposed to) hold how many objects are in 
the TMD file. 


I hope this helps as this is all from memory, the structure and function 
names might be different, but the priciple should be sound ;-) 


Cheers, 


VVVVVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV 


Tom 


—-MESSAGE FILE 14377 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001262 


——MESSAGE FILE 14378 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001263 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Flickering and overlapping - wehey!!! 

Date: Fri, 12 Mar 1999 16:36:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 85 

Message-ID: <36E93493.975093C@immd9.informatik.uni-erlangen.de> 

References: <7bhb7tS$9he3@chuka.playstation.co.uk> 

NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 

Mime-Version: 1.0 

Content-Type: multipart/alternative; boundary=" OD8658E92F4BB887257FE70A" 
X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


OD8658E92F4BB887257FE70A 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


High WickedNun! 


Have a look at my Source Code of Panodras Box postedd on my web-site. I am 
using 

several ordering tables for background, foreground and mid ground. This order 
table 

stuff is handleded in the files Graphics.h and Graphics.c or so. 


WickedNun wrote: 
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Ok, some of my objects flicker at certain times, I thought I was running out 
of processor time, but I switched from high-res interlaced mode to low-res 
non-inter and commented out all but the display code, and it STILL does 
it!!! 


return from vsync is only 70-80, anyone got any ideas. 

next problem is overlapping objects. I need to sort the some objects into a 
seperate OT in order to stop them overlapping, but I tried to do this and 
got very strange results. could somone please post a stripped down piece of 
code using two OT sets. 

this help would be greatly appriciated. 

ROB 


ps. I'm starting a yaroze support page on freeserve, any suggestions / 
contributions would be welcome. 


VVVVVVVVVVVV VV VV VV 


OD8658E92F4BB887257FE70A 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<HTML> 
High WickedNun! 


<P>Have a look at my Source Code of Panodras Box postedd on my web-site. 
I am using 
<BR>several ordering tables for background, foreground and mid ground. 
This order table 

<BR>stuff is handleded in the files Graphics.h and Graphics.c or so. 
<BR>&nbsp; 


<P>WickedNun wrote: 
<BLOCKQUOTE TYPE=CITE>Ok, some of my objects flicker at certain times, 
I thought I was running out 
<BR>of processor time, but I switched from high-res interlaced mode to 
low-res 
<BR>non-inter and commented out all but the display code, and it STILL 
does 

<BR>it!!! 


<P>return from vsync is only 70-80, anyone got any ideas. 


<P>next problem is overlapping objects. I need to sort the some objects 
into a 
<BR>seperate OT in order to stop them overlapping, but I tried to do this 


a 

<BR>got very strange results. could somone please post a stripped down 
piece of 

<BR>code using two OT sets. 


<P>this help would be greatly appriciated. 
<P>ROB 


<P>&nbsp;ps. I'm starting a yaroze support page on freeserve, any suggestions 
/ 

<BR>contributions would be welcome.</BLOCKQUOTE> 

é&nbsp; 

<PRE></PRE> 

é&nbsp; </HTML> 


OD8658E92F 4BB887257FE70A-- 


9676 


—-MESSAGE FILE 14378 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001263 
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——MESSAGE FILE 14379 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001264 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <admars@rocketmail.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: Bounding box 3d collision detection / (delurk!) 

Date: Thu, 11 Mar 1999 19:06:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 40 

Message-ID: <7cdji8$cij22@chuka.playstation.co.uk> 

References: <7bc8t3Sabn7@chuka.playstation.co.uk> <Olbe67ab$4e1c5220S$0a3ddec2@sonia> 
<developer-—0903992218440001@192.168.0.1> 

NNTP-Posting-Host: ppp-1-12-19.access.telinco.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:356 scee.yaroze.pr 
ogramming.3d_graphics:1264 


Ok cool, cheers, I'll play with that idea over the weekend. 

the problem I'm having at the mo, is that because I'm using the centres of 
the objects (they were created in SoftImage 3D) some objects have parts 
outside the grid. while other behave themselves :) 

At the moment I get funny blobbly effects when blocks merge, 'cos I'm trying 
a 3d array full of Os and 1s approach, which is being more of a pain than it 
should be! 

Chears 

Al 

Sean Kennedy wrote in message 

>Use wall detection by cheating. Use the Ordering table and the resulting 


>Z-Sort perspective of the camera, to find the "Closest" to walls, then 
>just do the good old slide. 


> 
>Remember Q-bert? Or a retro reflective Surface? the closest walls are the 
>ones closest to the walls you cannot see --> the object you are putting 


>into place. 
>Since your camera is already doing the Z-Sort, you just want to monitor 
that. 

> 

>:) 

> 

>Then it is a vertice check to make sure you do not lose your 3-d object IN 
>the completed Tetris tiles. 

> 

>2-3 walls and a vertice check. Faster than a 4 point vertice check and an 
>overlap jitter increment decrement. 

> 

>Sorry no source. It's a bit hairy with 2 matrices and the vertice in 
>"Freemove" areas. But think about it. Then try it. 

> 

>-sean 


—-MESSAGE FILE 14379 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001264 


——MESSAGE FILE 14380 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001265 

Path: chuka.playstation.co.uk!news 

From: "Alan Marshall" <admars@rocketmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: soft and tmds 

Date: Thu, 11 Mar 1999 19:44:49 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <7cdjif$cij23@chuka.playstation.co.uk> 
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References: <36E56A9A.ACFCD44C@bournemouth.ac.uk> <36E644C8.4AD4@bristol.ac.uk> <36E 
6F810.F69E0B99@hotmail.com> 

NNTP-Posting-Host: ppp-1-12-19.access.telinco.net 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


The other thing is to make sure you have *every* element of the scene 
selected when you export to tmd. 


Al. 

will atkin wrote in message <36E6F810.F69E0B99@hotmail.com>... 

>Thanks for the help... 

> 

>I'll keep this in mind for the future.. I actually found a function in 
soft 


>that merges separate polygonal objects into one while keeping all texture 
and 
>material information. 


> 

>It made life alot easier!! 

> 

>Will 

> 

>Tom wrote: 

> 

>> Will Atkin wrote: 

>> > 

>> > Hey all.. 

>> > 

>> > having slight troubles exporting tmds from softimage to the yaroze.. 
>> > 

>> > The thing is I'm using a multiple object model. You know a character 
>> > with separate legs and arms. As I understand it you can save all the 
>> > objects in one tmd file and call it as that file. Whenever I load my 
>> > game it displays as the hip object and nothing else, and the wierd 
thing 

>> > is that I know all the information is there, becuase when I import the 
>> > tmd file back into soft to see whats going on.. all the objects are 
>> > there! Can't figure it out.. 

>> > 

>> > anyone have any ideas?? 

>> > 

>> > Thanks in advance, 

>> > 

>> > Will 

>> 


>> When you call GsLinkObject4(), there's a parameter in that tells the 

>> Yaroze which object in the TMD to link to the GsDOBJ2 structure. Most of 
>> the time this is set to 0 as (from what I can tell) most TMDs only 

>> contain one object but if you set it to 3, say, you can link the fourth 

>> model in the TMD. I've done this before, but only in a dynamic TMD that 

>> I've created myself. Failing this, check the 'nobj' variable in the TMD 

>> header (try using Rob Swan's dynaimc TMD creation lib) and see what 

>> value this is set to as it's (supposed to) hold how many objects are in 

>> the TMD file. 


>> I hope this helps as this is all from memory, the structure and function 
>> names might be different, but the priciple should be sound ;-) 


>> Cheers, 


>> Tom 


—-MESSAGE FILE 14380 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001265 


--MESSAGE FILE 14381 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001266 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 


Net Yaroze newsgroups message dump.txt Page 9679 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Free Truespace (again!) 

Date: 15 Mar 1999 22:26:47 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <0Olbe6éf32$f22aed20S0a3ddec2@sonia> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


For all those in the UK who missed the Truespace2 giveaways on PC Answers 
and Computer Shopper it's now on this month's (April) copy of PC Review. 


—-MESSAGE FILE 14381 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001266 


—--MESSAGE FILE 14382 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001267 

Path: chuka.playstation.co.uk!news 

From: James R Bamford <csuyh@csv.warwick.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Beginner at Yaroze.. general 3D polygon rendering 
Date: Wed, 17 Mar 1999 20:21:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <36FQOEBA.3024D275@csv.warwick.ac.uk> 
NNTP-Posting-Host: sapphire.dcs.warwick.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.08 [en] (X11; I; SunOS 5.6 sun4u) 


Hi everyone, 


I've just started playing around with my Net Yaroze, and want to port 
across in some form a Direct X 6.0 application I've written... Can 
anyone point out to me where to find details of general polygon 
creation, and rendering on the playstation... All I've managed to do so 
far is load some object files and render them!!! 


Thanks 


—-MESSAGE FILE 14382 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001267 


—-MESSAGE FILE 14383 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001268 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: OT sorting 

Date: Thu, 18 Mar 1999 10:56:38 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <36FODBE6.5561@bristol.ac.uk> 
NNTP-Posting-Host: n77.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


I've been having a few problems with ordering tables recently. I've 
designed a kind of 45% top down graphics engine for my latest project 
and put in a walking mech model into it. The problem is that the feet of 
the mech (which are separate models) keep flickering behind the floor 
tiles. I tried a number of solutions, none of which worked, so I tried 
sorting the mech in one OT and the level in another. This kind of works, 
but I don't know what position in the world OT to sort the mech OT into. 
I suspect it's got something to do with the distance of the camera from 
the mech but everything I've tried seems not to work. 
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Cheers, 


Tom 
—-MESSAGE FILE 14383 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001268 


—-MESSAGE FILE 14384 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001269 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT sorting 

Date: Thu, 18 Mar 1999 11:17:08 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <7cqnf5$fu915@chuka.playstation.co.uk> 
References: <36FODBE6.5561@bristol.ac.uk> 
NNTP-Posting-Host: modem-96.risperdal.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi Tom 


search this group for 
Using a Priority OT from James Shaughnessy 
18/09/98 


that'll do it :) 


c'ya 
Pete. 


Tom wrote in message <36FODBE6.5561@bristol.ac.uk>... 

>I've been having a few problems with ordering tables recently. I've 
>designed a kind of 45% top down graphics engine for my latest project 
>and put in a walking mech model into it. The problem is that the feet of 
>the mech (which are separate models) keep flickering behind the floor 
>tiles. I tried a number of solutions, none of which worked, so I tried 
>sorting the mech in one OT and the level in another. This kind of works, 
>but I don't know what position in the world OT to sort the mech OT into. 
>I suspect it's got something to do with the distance of the camera from 
>the mech but everything I've tried seems not to work. 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 14384 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001269 


—-MESSAGE FILE 14385 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001270 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Flickering and overlapping - wehey!!! 

Date: 18 Mar 1999 12:01:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <01be7137$7ac7b180$688393c3@default> 

References: <7bhb7tS$9he3@chuka.playstation.co.uk> <Olbe6é4efS$lab6c6e0S$0a3ddec2@sonia> 
<7bmnak$9he32@chuka.playstation.co.uk> <7bn5eg$9he38@chuka.playstation.co.uk> 

NNTP-Posting-Host: p7Ds04a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I had flickering quads too.... in my case it was because one of the sides 
of each of the quads effected was too short. (I made sure none of the 
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Sides were actually zero) 


Jon 
—-MESSAGE FILE 14385 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001270 


—-MESSAGE FILE 14386 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001271 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Lighting on Objects 

Date: 18 Mar 1999 12:09:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <01lbe7138$b2cdeda0$688393c3@default> 

References: <01be6696S945cf480S0a3ddec2@sonia> <7bno2qSe2k1@scea> <Olbe67cc$4celac40 
SOa3ddec2@sonia> 

NNTP-Posting-Host: p7Ds04a01.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


perhaps, rather than recalculating each normal, you could just multiply or 


divide each normal's ordinate appropriately.... since as long as you do the 
same operation to X,Y & Z the normal should still be orientated in the same 
way -- but just be bigger/smaller. Would that work, I wonder? 


Jon Prestidge 
—-MESSAGE FILE 14386 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001271 


——MESSAGE FILE 14387 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001272 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT sorting 

Date: Thu, 18 Mar 1999 12:15:14 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <36FOEE52.1E69@bristol.ac.uk> 

References: <36FODBE6.5561@bristol.ac.uk> <7cqnf5$fu915@chuka.playstation.co.uk> 
NNTP-Posting-Host: n75.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Peter Dollochan wrote: 

Hi Tom 

search this group for 

Using a Priority OT from James Shaughnessy 
18/09/98 

that! 11 do-it +) 


c'ya 
Pete. 


VVVVVVVVV VV 


You're not getting off that easily I'm afraid. The thing is that because 
of the camera angle (which I rather like so am not changing), some parts 
of the level can be in drawn in front of the nech which is why I have 
this problem. The level is a 64*64 polygon mesh and so sorting the polys 
by hand would be very slow (even just the displayed ones) as the camera 
rotates about the mech and pans up and down to keep it in view when it's 
bechind a wall. 


Cheers, 


Tom 
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—-MESSAGE FILE 14387 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001272 


—--MESSAGE FILE 14388 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001273 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: On another note... 

Date: Thu, 18 Mar 1999 12:23:01 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <36F0F025.5210@bristol.ac.uk> 
NNTP-Posting-Host: n75.fen.bris.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Has anyone tried doing 3d lines using dynamic TMD creation? I follwed 
through the data structure in the 'fileformat.pdf' but the Playstation 
always locks up giving the error 'GPU code 40 not assigned' when I try 
and link the model. The pdf file states that the code for a 3d line if 
0x40 but it seems to me that this is wrong (sticking my head out a bit 
there). 


I've not had this kind of problem before when using dynamic TMD's, has 
anyone else done this before? 


The reason I ask is that I want to display some tracer bullets from the 
mech and this is the only way I can think of doing it. 


Cheers, 


Tom 
—-MESSAGE FILE 14388 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001273 


——MESSAGE FILE 14389 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001274 

Path: chuka.playstation.co.uk!news 

From: Charlie <m93cec@ecs.ox.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: On another note... 

Date: Thu, 18 Mar 1999 14:43:24 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 29 

Message-ID: <36F1110C.1454@ecs.ox.ac.uk> 
References: <36F0F025.5210@bristol.ac.uk> 
Reply-To: m93cec@ecs.ox.ac.uk 
NNTP-Posting-Host: livemedia.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


3D lines, and 3D sprites are, for some reason, not supported in the 
Yaroze libs - not sure why, originally I think it was a bug, but no 
fixes have been released as far as I am aware. 


there are other ways of doing 3D lines, but not in TMDs, unless someone 
knows different of course 


cheers 
Charlie 
Tom wrote: 
> 


> Has anyone tried doing 3d lines using dynamic TMD creation? I follwed 
> through the data structure in the 'fileformat.pdf' but the Playstation 
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always locks up giving the error 'GPU code 40 not assigned' when I try 
and link the model. The pdf file states that the code for a 3d line if 
0x40 but it seems to me that this is wrong (sticking my head out a bit 
there). 


I've not had this kind of problem before when using dynamic TMD's, has 
anyone else done this before? 


The reason I ask is that I want to display some tracer bullets from the 
mech and this is the only way I can think of doing it. 


Cheers, 


VVVVVVVVVVVV VV 


Tom 
—-MESSAGE FILE 14389 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001274 


—--MESSAGE FILE 14390 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001275 

Path: chuka.playstation.co.uk!news 

From: "Peter Dollochan" <Peter.Dollochan@btinternet.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT sorting 

Date: Fri, 19 Mar 1999 02:24:40 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <7cscm2Sivd3@chuka.playstation.co.uk> 

References: <36FODBE6.5561@bristol.ac.uk> <7cqnf5Sfu915@chuka.playstation.co.uk> <36 
FORE5S2.1E69@bristol.ac.uk> 

NNTP-Posting-Host: modem-85.risperdal.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hmm ok so the parts that stick out of the landscape (walls) are sorted into 
the same OT as the Mechs but the bits that are stood on by the mech is in 
your bottom level OT , of course now your gonna say that the walls etc are 


part of your landscape mesh .... so emm seperate it :-/ ( If I'm getting 
you right your mesh is one tmd yeh ?). 

I dont know any other way :( , any gurus out there want to contribute ? 
Pete. 


(Z averaging is a pain) 


Tom wrote in message <36FOEE52.1E69@bristol.ac.uk>... 

>Peter Dollochan wrote: 

>> 

>> Hi Tom 

>> 

>> search this group for 

>> Using a Priority OT from James Shaughnessy 

>> 18/09/98 

>> 

>> that'll do it :) 

>> 

>> clya 

>> Pete. 

> 

>You're not getting off that easily I'm afraid. The thing is that because 
>of the camera angle (which I rather like so am not changing), some parts 
>of the level can be in drawn in front of the nech which is why I have 
>this problem. The level is a 64*64 polygon mesh and so sorting the polys 
>by hand would be very slow (even just the displayed ones) as the camera 
>rotates about the mech and pans up and down to keep it in view when it's 
>bechind a wall. 

> 

>Cheers, 

> 

> Tom 


—-MESSAGE FILE 14390 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
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3d_graphics/00001275 


—-MESSAGE FILE 14391 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001276 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT sorting 

Date: Fri, 19 Mar 1999 09:32:49 +0000 

Organization: Sony Computer Entertainment Europe 

Lines: 30 

Message-ID: <36F219C1.3132C523@scee.sony.co.uk> 

References: <36FODBE6.5561@bristol.ac.uk> <7cqnf5Sfu915@chuka.playstation.co.uk> <36 
FORE52.1E69@bristol.ac.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Robert Swan got around this problem by sorting his main character object into an OT 
level that was a 
few less than what it should have been. 


The problem occurs because a polygon is sorted into the OT at a level which is the a 

verage of its 

vertices' Z values. This means that if your character is at the far end of a very bi 
g polygon (which 

is underneath it), then the average of it's Zs are going to be at a higher level tha 
n the average of 

the big polygon's Zs. So it gets inserted ata higher level, which means that it gets 
drawn first, 

which means that the big polygon will be drawn later, which isn't what you want. Sol 

ution? 


o Reduce the size of the floor polys. This will reduce (but not completely s 
olve) the 
problem. 
o Sort the floor and object into different OTs. Then either: 
o Insert the object OT into the 'main' OT, at a level which is sligh 


tly less 


than what it should be. That way it gets drawn later, but you'll g 
et some 
slightly different errors. 
o If your object is never obscured by the landscape, then just draw 
the main OT 
and then draw the object OT separately. 


There's some code in the FAQ (off the new member's page) which tells you how to work 
out which OT 
level (priority) to sort an object into. 


Cheers, 

James 

== James_Russell@scee.sony.co.uk +44 (171) 447-1626 
== Tools and Licensing Middleware Manager - Sony Computer Entertainment Europe 


Diplomacy is saying "nice doggy" until you find a rock. 
—-MESSAGE FILE 14391 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001276 


--MESSAGE FILE 14392 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001277 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT sorting 
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Date: Fri, 19 Mar 1999 13:14:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <36F24D99.11D1@bristol.ac.uk> 

References: <36FODBE6.5561@bristol.ac.uk> <7cqnf5Sfu915@chuka.playstation.co.uk> <36 
FOEE52.1E69@bristol.ac.uk> <36F219C1.3132C523@scee.sony.co.uk> 
NNTP-Posting-Host: m04.fen.bris.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (WinNT; 1) 


Thanks for all the handy hints, it helped a lot. Here's what I ended up 
doing... 


Take the average y value of each tile and put it in an array. 


When drawing each tile, check the mech's height against the tile's 
average height and: 

if the mech's above the tile, sort the tile below it 

if the mech's below the tile, sort the tile above it 


Sort the mech and there you have it. 


This works fairly well, although there a few sorting errors occur. 


Check out Arena2 at 


http://www.netyaroze-europe.com/~topcats/ 
—-MESSAGE FILE 14392 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001277 


—-MESSAGE FILE 14393 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001278 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: On another note... 

Date: 19 Mar 1999 15:24:51 GMT 

Organization: Sony Computer Entertainment Europe 
Lines: 30 

Message-ID: <7ctq83Slivd7@chuka.playstation.co.uk> 
References: <36FOF025.5210@bristol.ac.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


Hi there, 


I have some code that will do 3D lines. It will be included in my 
3D section of the NY Tutorial. I hope to have it completed shortly. 


George@SCEE 


In article <36F0F025.5210@bristol.ac.uk>, tm7130@bristol.ac.uk says... 

> 

>Has anyone tried doing 3d lines using dynamic TMD creation? I follwed 

>through the data structure in the 'fileformat.pdf' but the Playstation 
>always locks up giving the error 'GPU code 40 not assigned' when I try 
>and link the model. The pdf file states that the code for a 3d line if 
>0x40 but it seems to me that this is wrong (sticking my head out a bit 
>there). 

> 

>I've not had this kind of problem before when using dynamic TMD's, has 
>anyone else done this before? 

> 
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>The reason I ask is that I want to display some tracer bullets from the 
>mech and this is the only way I can think of doing it. 

> 

>Cheers, 

> 

> Tom 


-—-MESSAGE FILE 14393 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001278 


——MESSAGE FILE 14394 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001279 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TMD diagnostics 

Date: 22 Mar 1999 21:33:05 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0Olbe74ab$f14345a0SLocalHost@default> 
NNTP-Posting-Host: p85s07a02.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I've written some diagnostic code that folk might find useful if they are 
having problems creating TMD objects within their programs. It'll also tell 
you if you have any redundant normals or vertices. 


To find out more or to down load the source goto:- 
www.netyaroze-europe.com/~zmoose/ 


Jon 
—-MESSAGE FILE 14394 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001279 


--MESSAGE FILE 14395 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001280 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Lighting on Objects 

Date: 22 Mar 1999 21:42:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <0lbe74ad$606be300$869793c3@default> 

References: <01be6696S945cf480S0a3ddec2@sonia> <7bno2qSe2k1@scea> <Olbe67cc$4celac40 
SOa3ddec2@sonia> 

NNTP-Posting-Host: p85s07a02.client.global.net.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Q2: If I do have to recalc them, how do I get to the normal data? 


if you look at the diagnostic source code I've written 

(see www.netyaroze-europe.com/~zmoose/) 

then that will demonstrate how to get to the normals...you should beable to 
chop-out various bits of code from that and adapt them to do what you need. 


Jon 
-—-MESSAGE FILE 14395 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001280 


——MESSAGE FILE 14396 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001281 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: TMD info: varying and sharing prims between objects 

Date: 24 Mar 1999 17:49:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 54 

Message-ID: <0lbe761£$21led0dc0$988a93c3@default> 
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NNTP-Posting-Host: p97s10a01.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Here's some info for anyone dabbling directly with TMDS... 


Great difficuties can be experienced when both:- 
trying to share primitives between objects... 


and at the same time varying the number of primitives 
in those objects that have shared primitives. 


Here's the cautionary tale:- 


I use objects where I vary the number of primitives by 
changing the value of 'n_prim' in the object header to 

a value between one and the total number of primitives I've 
defined and then re-calling GsLinkObject4. 

I've found this quite successful and useful. 

(If you're wondering why I do this see the last paragraph!). 


But just lately I've been trying to save some space in my 
game by making objects which are separate instances of the same 
thing use the same set of primitives, normals and vertices. 
This also worked fine until I got to do this to those objects 
with varying numbers of primitives... the GsLinkObject4s 
and GsSortObject4s started spewing loads of errors.. I just could 
not fathum why. 

it turns-out that it's to do with the fact that GsLinkObject4 
changes the ilen and olen of the first primitive in the object 
to the value set in the 'n_prim'. Now, I know that the Yaroze O/S 
must also refer to those changed values in the primitive at later 
stages.... and if that primitive is shared by more than one object 
then all those objects must have the same number of primitives 
at the same time -- or else it's error time! 


There is a way round it, but it's a bit of a pain.... if 

you define all your primitives in reverse order and when you 

vary the number of primitives ('n_prim') you will also have to 

vary the 'prim_top' field before calling GsLinkObject4... this works 
because the Yaroze O/S only seems to look at that modified 

ilen and olen field in the first primitive it's pointed to i.e. 

the one at the address of 'prim_top' 


You may ask, "Why would he want to vary the number of primitives 
in an object?" 
well think of this simplistic example... suppose you made an 

object of a house, and you wanted to show the house being built 
brick by brick: if every brick was a primitive (in the appropriate 
order) then you could simpy implement that by initially setting 

'ո քուտ' to 1 when the object was initially created, then 
incrementing 'n_prim' and recalling GsLiknObject4 every few frames 
--- easy huh? 


Jon Prestidge 
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—-MESSAGE FILE 14396 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001281 


—--MESSAGE FILE 14397 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001282 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Environment Mapping 

Date: Sat, 27 Mar 1999 15:10:32 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <36FCF4E8.63C0@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.04Gold (Win95; I) 


Can anyone help me with implementing environment mapping? I asked this 
a while back and I got some help, but I've still been unsuccessful. 
I've tried looking this topic up on the net, but found nowt. I know 
the basics of the technique but I don't fully understand how you 

go about applying a texture around an object. Any help with this would 
be greatly appreciated. 


Also, can anyone recommend any good 3d books? I'm looking for a graphics 
book that covers engines and effects (featuring environment mapping 
amongst other things) and something with a bit of C code in as well. 

I will be using the book for research. 

Cheers E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 


-—-MESSAGE FILE 14397 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001282 


——MESSAGE FILE 14398 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001283 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: OT sorting 

Date: Sun, 28 Mar 1999 01:35:42 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <36fd874e.715902@www.netyaroze-europe. com> 

References: <36FODBE6.5561@bristol.ac.uk> <7cqnf5Sfu915@chuka.playstation.co.uk> <36 
FOEE52.1E69@bristol.ac.uk> <36F219C1.3132C523@scee.sony.co.uk> <36F24D99.11D1@bristo 
l.ac.uk> 

NNTP-Posting-Host: pA4s01la01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


(grins) I could tell you how I did it (neat and took no time at all) 

but Im worried people might use it without crediting me :) 

—-MESSAGE FILE 14398 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001283 


--MESSAGE FILE 14399 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001284 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: On another note... 

Date: Sun, 28 Mar 1999 01:38:01 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <36fd8783.768857@www.netyaroze-europe. com> 

References: <36F0F025.5210@bristol.ac.uk> <7ctq83Slvd7@chuka.playstation.co.uk> 
NNTP-Posting-Host: pA4s01la01.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


sorry to preempt you, but Ive had a demo with 3d lines and sprites 
going for ages on my web site (~middex2 account) 


I did not write the code to do it, it was taken from an example by 

someone else (cant remember who, but is mentioned on web page) and 

there is also one last error in it, that being the world to screen 

translation isnt carried out quite right, so translation becomes 

non-existant (you might see what I mean if you have a look at it). 

This was solved by someone else on here etc, etc. 

—-MESSAGE FILE 14399 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001284 


—-MESSAGE FILE 14400 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001285 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Environment Mapping 

Date: Sun, 28 Mar 1999 01:42:39 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <36fd8834.945952@www.netyaroze-europe.com> 
References: <36FCF4E8.63C0@mdx.ac.uk> 
NNTP-Posting-Host: pA4s01la01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 27 Mar 1999 15:10:32 +0000, Harvey Cotton <hc054@mdx.ac.uk> 
wrote: 


>Can anyone help me with implementing environment mapping? I asked this 
>a while back and I got some help, but I've still been unsuccessful. 
>I've tried looking this topic up on the net, but found nowt. I know 
>the basics of the technique but I don't fully understand how you 

>go about applying a texture around an object. Any help with this would 
>be greatly appreciated. 

> 

>Also, can anyone recommend any good 3d books? I'm looking for a graphics 
>book that covers engines and effects (featuring environment mapping 
>amongst other things) and something with a bit of C code in as well. 
>I will be using the book for research. 


>—— 

>Cheers E-mail: hc054@mdx.ac.uk 
>Harvey ICQ: 4269478 

> 


hmm, I havent done this but just doing mapping around one axis is 
pretty simplistic. as long as you know how to alter the uvs of a tmd 
during runtime, then (lets asusme the Y plane mapping) calc angle 
between viewing angle and vertex normal (after model rotation etc, 
etc) This angle will most likely be between O-ONE (if calcs using PS 
units which it should). this value then needs to be mapped to fit ina 
texture, ie lets use a nice 256 wide one, and then alter the u coords 
for any poly that uses that vertex accordingly. The v pos could be set 
beforehand and not need changing (if only doing one plane env mapping) 
otherwise you would repeat same thing to alter v coords. 


Of course, you need to do this on a vertex by vertex process, which I 
assume could be quite timeconsuming if you were to do lotsa polys etc, 
etc 
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—-MESSAGE FILE 14400 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001285 


——MESSAGE FILE 14401 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001286 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Nathan Miller" <kiryu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Environment Mapping 

Date: Sun, 28 Mar 1999 09:27:27 -0600 

Organization: SCEA News Server 

Lines: 31 

Message-ID: <7dlhjs$7a21@scea> 

References: <36FCF4E8.63C0@mdx.ac.uk> 
NNTP-Posting-Host: ABD10E90.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Can anyone help me with implementing environment mapping? I asked this 
>a while back and I got some help, but I've still been unsuccessful. 
>I've tried looking this topic up on the net, but found nowt. I know 
>the basics of the technique but I don't fully understand how you 

>go about applying a texture around an object. Any help with this would 
>be greatly appreciated. 
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Another technique is to use two models, one with the env map, and the other 
as whatever you are mapping. Unfortunately, this technique causes sorting 
problems on the psx. But, you might want to try it and see. You will still 
have to do y rotation for the texture, but the second model can be of a 
lower polygon count than the first. 


>Also, can anyone recommend any good 3d books? I'm looking for a graphics 
>book that covers engines and effects (featuring environment mapping 
>amongst other things) and something with a bit of C code in as well. 

>I will be using the book for research. 


The best place for up-to-date info like this is on the web. But I heard 
that Andre LaMothe is comming out with a new book an 3d programming next 
month. You should check out amazon.com or barnsandnoble.com for more info. 
Hope it works out... 


Nathan Miller 


—-MESSAGE FILE 14401 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001286 


--MESSAGE FILE 14402 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001287 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Environment Mapping 

Date: Sun, 28 Mar 1999 20:45:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <36FE86BD.6FE0@mdx.ac.uk> 

References: <36FCF4E8.63C0@mdx.ac.uk> <7dlhjs$7a21@scea> 
NNTP-Posting-Host: stu-dialup8.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Nathan Miller wrote: 


>Can anyone help me with implementing environment mapping? I asked this 
>a while back and I got some help, but I've still been unsuccessful. 
>I've tried looking this topic up on the net, but found nowt. I know 
>the basics of the technique but I don't fully understand how you 

>go about applying a texture around an object. Any help with this would 
>be greatly appreciated. 


Another technique is to use two models, one with the env map, and the other 
as whatever you are mapping. Unfortunately, this technique causes sorting 
problems on the psx. But, you might want to try it and see. You will still 
have to do y rotation for the texture, but the second model can be of a 
lower polygon count than the first. 


VVVVVVVVVVV VV 


This is the technique I am working towards. I still have a slight lack 
of 

understanding of environment mapping - but I am getting closer! 
Apparently 

the technique you describe is the method used by Dr Steve Collins (who 
wrote that fancy car demo). He used two models, one of the car and the 
other a transparent environment mapped shell that overlays the model. 


>Also, can anyone recommend any good 3d books? I'm looking for a graphics 
>book that covers engines and effects (featuring environment mapping 
>amongst other things) and something with a bit of C code in as well. 

>I will be using the book for research. 


MNNM WYN 


The best place for up-to-date info like this is on the web. But I heard 
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> that Andre LaMothe is comming out with a new book an 3d programming next 
> month. You should check out amazon.com or barnsandnoble.com for more info. 
> Hope it works out... 


I tried checking the web for information on environment mapping, but I 
couldn't find anything. However, this book sounds interesting. I've got 
LaMothe's excellent Games Programming in 21 days. Thanks for the tip! 
Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 


—-MESSAGE FILE 14402 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001287 


--MESSAGE FILE 14403 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001288 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Environment Mapping 

Date: Mon, 29 Mar 1999 09:39:55 +0000 

Organization: Data Uncertain 

Lines: 82 

Message-ID: <36FF4A6B. 93A706E9@hinge.mistral.co.uk> 

References: <36FCF4E8.63C0@mdx.ac.uk> <7dlhjs$7a21@scea> <36FE86BD. 6FE0@mdx.ac.uk> 
NNTP-Posting-Host: d3-s43-199-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 

X-Accept—-Language: en 


Harvey Cotton wrote: 
Nathan Miller wrote: 


>Can anyone help me with implementing environment mapping? I asked this 
>a while back and I got some help, but I've still been unsuccessful. 
>I've tried looking this topic up on the net, but found nowt. I know 
>the basics of the technique but I don't fully understand how you 

>go about applying a texture around an object. Any help with this would 
>be greatly appreciated. 


Another technique is to use two models, one with the env map, and the other 
as whatever you are mapping. Unfortunately, this technique causes sorting 
problems on the psx. But, you might want to try it and see. You will still 
have to do y rotation for the texture, but the second model can be of a 
lower polygon count than the first. 


VVVVVVVVVVV VV 


This is the technique I am working towards. I still have a slight lack 
of 
understanding of environment mapping - but I am getting closer! 
Apparently 
the technique you describe is the method used by Dr Steve Collins (who 
wrote that fancy car demo). He used two models, one of the car and the 
other a transparent environment mapped shell that overlays the model. 


>Also, can anyone recommend any good 3d books? I'm looking for a graphics 
>book that covers engines and effects (featuring environment mapping 
>amongst other things) and something with a bit of C code in as well. 

>I will be using the book for research. 


The best place for up-to-date info like this is on the web. But I heard 
that Andre LaMothe is comming out with a new book an 3d programming next 
month. You should check out amazon.com or barnsandnoble.com for more info. 
Hope it works out... 


VVVVVVVV V 


I tried checking the web for information on environment mapping, but I 
couldn't find anything. However, this book sounds interesting. I've got 
LaMothe's excellent Games Programming in 21 days. Thanks for the tip! 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV 
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I don't know of any game that does true environment mapping (as it takes 
ages 

to calculate). However, I did post some code ages ago that would do 1 or 
2 

axis mapping single texture mapping for a TMD model made up of textured 
gourard poly3's 

- all it would take to make it work as an overlay would be a second copy 
of the 

object (sharing the same normal and vertex segments as the mapping 
overlay) to be 

sorted first. I seem to remember that someone else also posted their 
code to 

do the mapping as well (with a slightly different algorithm). 


The basic approach to the mapping is to take each vertex normal 
(important, you must 

use textured gourard poly's so that the vertex normals are available) 
then rotate it 

using the local to world matrix. Then scale the rotated vector to be 
length ONE, and 

finally use: 


texture_u=(rotated_scaled_normal.x * (texture_width-1) ) /ONE; 
texture_v=(rotated_scaled_normal.y * (texture_height-1) ) /ONE; 


a 

Repeat for each vertex normal and cache the results in a lookup table 
indexed 

via the vertex number. 


Then go through the poly's section filling in the texture UV's of each 
primitive 

from the lookup table you generated (each vertex will have a UV pair, 
and the poly 

hold the index of the vertex). For a bit of extra pace (on models of < 
512 vertices) 

put the UV cache in the scratch pad. 


If you go back over old messages you'll find my code that does just 
tHisSis.cs 


> Harvey | ICQ: 4269478 


Craig. 
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—-MESSAGE FILE 14403 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001288 


—--MESSAGE FILE 14404 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001289 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: urgent help required 

Date: Mon, 29 Mar 1999 18:33:16 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <3702c554.12329198@news.playstation.co.uk> 
NNTP-Posting-Host: 212.67.132.183 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I'm having a strange problem, I have three sets of TMD's which I load 
into memory when I run my game. I use dataman to put the data in the 
right place. My game runs fine until I make any changes to the tmd 
models, then it just hangs on init. 


I always recompile after making any changes, this is to ensure 
dataman.h is included. 


It is obvioustly a memory overwriting problem, and I don't know if 
anyone can help me with such few facts, but it would be greatly 
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appriciated. If the source code is required I can e-mail it. 


please could somone help out with this as I have a job interview on 
friday and I can't put the lovely models I have designed in the demo. 


I will be eternally in [place your name here]'s debt and will owe you 
at least a pint and a bag of crisps. 


HELP 


rob 

(wicked nun) 

—-MESSAGE FILE 14404 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001289 


——MESSAGE FILE 14405 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001290 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Flickering and overlapping - wehey!!! 

Date: Mon, 29 Mar 1999 20:33:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3700e298.905758@news.playstation.co.uk> 

References: <7bhb7tS9he3@chuka.playstation.co.uk> <36E93493.975093C@immd9.informatik 
-uni-erlangen.de> 

NNTP-Posting-Host: 212.67.134.117 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.452 


On Fri, 12 Mar 1999 16:36:52 +0100, Christoph Luerig 
<cpluerig@immd9.informatik.uni-erlangen.de> wrote: 


<snip 
>Have a look at my Source Code of Panodras Box postedd on my web-site. 
<snip> 


this sounds great, only, what is the URL ??? :) 
—-MESSAGE FILE 14405 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001290 


—-MESSAGE FILE 14406 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001291 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Environment Mapping 

Date: Mon, 29 Mar 1999 18:20:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <36FFB645.61B4@mdx.ac.uk> 

References: <36FCF4E8.63C0@mdx.ac.uk> <7dlhjs$7a21@scea> <36FE86BD.6FEO@mdx.ac.uk> Հ 
36FF4A6B. 93A706E9@hinge.mistral.co.uk> 

NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


> I don't know of any game that does true environment mapping (as it takes 
> ages 

> to calculate). However, I did post some code ages ago that would do 1 or 
> 2 

> axis mapping single texture mapping for a TMD model made up of textured 

> gourard poly3's 

> — all it would take to make it work as an overlay would be a second copy 
> of the 

> object (sharing the same normal and vertex segments as the mapping 
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overlay) to be 

sorted first. I seem to remember that someone else also posted their 
code to 

do the mapping as well (with a slightly different algorithm). 


The basic approach to the mapping is to take each vertex normal 
(important, you must 

use textured gourard poly's so that the vertex normals are available) 
then rotate it 

using the local to world matrix. Then scale the rotated vector to be 
length ONE, and 

finally use: 


texture_u=(rotated_scaled_normal.x * (texture_width-1) ) /ONE; 
texture_v=(rotated_scaled_normal.y * (texture_height-1) ) /ONE; 


é 

Repeat for each vertex normal and cache the results in a lookup table 
indexed 

via the vertex number. 


Then go through the poly's section filling in the texture UV's of each 
primitive 

from the lookup table you generated (each vertex will have a UV pair, 
and the poly 

hold the index of the vertex). For a bit of extra pace (on models of < 
512 vertices) 

put the UV cache in the scratch pad. 


If you go back over old messages you'll find my code that does just 
TLS s 


VVVVVVVVVVVV N NV N N NP NN NENP NV NV N N N VV VV VV 


Craig. 


Thanks for this! I did have your original source code that you posted 
a while back, but until now I didn't fully understand it. 


I believe the playstation 2 can do true environment mapping. I remember 
seeing the gran turismo technical demo with proper reflections off the 
cars. Or was I imagining things? 


Anyway, many thanks. 
Harvey. 


--MESSAGE FILE 14406 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001291 


——MESSAGE FILE 14407 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001292 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: urgent help required 

Date: Tue, 30 Mar 1999 11:12:35 +0100 

Organization: Sony Computer Entertainment Europe 
Lines: 36 

Message-ID: <3700A393.CDC973F6@scee.sony.co.uk> 
References: <3702c554.12329198@news.playstation.co.uk> 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 
X-Accept-Language: en 


wicked nun wrote: 


I'm having a strange problem, I have three sets of TMD's which I load 
into memory when I run my game. I use dataman to put the data in the 
right place. My game runs fine until I make any changes to the tmd 
models, then it just hangs on init. 


MNNM WYN 
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> I always recompile after making any changes, this is to ensure 
> dataman.h is included. 


Could be a bug in dataman. (Shock! No! I wrote it!) 


If there's only 3 files, then it's pretty easy to check if dataman is doing its job 
properly. After 
specifying the first address for the first file, the next address for the next file 
is equal to the 
first address + size of the first file, but rounded up so the result is a multiple o 
է 4. 


I.e. if first address is 100, first file is 10 bytes in size, then the second file տ 
111 be placed at 
address 112 (100 + 10 rounded up to a multiple of 4). 


Other possible causes - your TMDs are very big, and writing over something important 
(like code - 

ooer). 

To prevent this, I use raw2srce (also known as bin2src). Get it from my home page (~j 

russl). It 


converts a binary file into a C file that you can use in your programs (with appropr 
late casting). 


Cheers, 

James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


Busier than a flying squirrel in a wind-tunnel... 
—-MESSAGE FILE 14407 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001292 


—--MESSAGE FILE 14408 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001293 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Environment Mapping 

Date: Tue, 30 Mar 1999 11:52:30 +0000 

Organization: Data Uncertain 

Lines: 32 

Message-ID: <3700BAFE.72FF9CC9@hinge.mistral.co.uk> 

References: <36FCF4E8.63C0@mdx.ac.uk> <7dlhjs$7a21@scea> <36FE86BD.6FEO0@mdx.ac.uk> < 
36FF4A6B. 93A706E9@hinge.mistral.co.uk> <36FFB645.61B4@mdx.ac.uk> 

NNTP-Posting-Host: d3-s13-169-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 

X-Accept—-Language: en 


Harvey Cotton wrote: 

> I believe the playstation 2 can do true environment mapping. I remember 
> seeing the gran turismo technical demo with proper reflections off the 
> cars. Or was I imagining things? 


I'd be surprised if it does....the process for true environment mapping 
involves rendering the entire scene as projected inside to out (without 
the object you're mapping) onto the inside of a sphere, then using the 
texture on the inside of the sphere as the texture for your object 
(placing your obect central in the sphere and project the vertex normals 
out to intersect the sphere to get the texture coords). Takes ages.... 


It would probably look ok if you rendered the scene minus the object 
every couple of frames to a small flat drawenv off screen which you 
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then used as the texture in the algorithm I mentioned earlier. It 
wouldn't 

be truely env mapped as it would still distort - but you'd get the look 
of having proper scenery reflections without the really heavy overhead 
or the spherical mapping. 


BTW. You can use that technique on the Yaroze at the moment, just needs 
a 

little thought putting into it (eg. when drawing the texture to use 

as the env map, don't draw everything, only draw the major features to 
save 

time). 


> 
> Anyway, many thanks. 
> Harvey. 


Craig. 
—-MESSAGE FILE 14408 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00001293 
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g/0000000 


——MESSAGE FILE 14409 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001294 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: urgent help required 

Date: 30 Mar 1999 17:10:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <0Olbe7ad0$9b831d40SLocalHost@default> 
References: <3702c554.12329198@news.playstation.co.uk> 
NNTP-Posting-Host: p38s05a03.client.global.net.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


> My game runs fine until I make any changes to the tmd 
> models, then it just hangs on init. 


What do you mean by "make any changes"? (e.g. are you manipulating the data 
within your program or amending it externally and reloading it... and what 
exactly are you changing?) 

I can't say without more info but perhaps you need to recall GsLinkObject4 
after the changes. 
If you're making the changes within your prog I might beable to help... if 
so email me with more info since you're in a hurry. (email: 
zmoose@globalnet.co.uk) 


Jon 


—-MESSAGE FILE 14409 END: net-yaroze-usenet/00000001-SCEE/yaroze/programmin 
3d_graphics/00001294 


g/0000000 


——MESSAGE FILE 14410 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001295 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: OT sorting 

Date: Tue, 30 Mar 1999 19:13:57 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <37010655.E6D3393C@mundivia.es> 
References: <36FODBE6.5561@bristol.ac.uk> 
NNTP-Posting-Host: ninfovia234.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 
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Change OT origin when you are making the floor packets, and retore it later. 
This code works very well and it's very easy, itsn't it? 


OT[BuffInd].org =zTable[Buffind]+5; 
GsSortObject4( &Floor.DOBJ2, ... ); 
OT[BuffInd].org =zTable[Buffind]; 


Cheers, 


Javier. 


Tom wrote: 


I've been having a few problems with ordering tables recently. I've 
designed a kind of 45% top down graphics engine for my latest project 
and put in a walking mech model into it. The problem is that the feet of 
the mech (which are separate models) keep flickering behind the floor 
tiles. I tried a number of solutions, none of which worked, so I tried 
sorting the mech in one OT and the level in another. This kind of works, 
but I don't know what position in the world OT to sort the mech OT into. 
I suspect it's got something to do with the distance of the camera from 
the mech but everything I've tried seems not to work. 


Cheers, 


VVVVVVVVVVV VV 


Tom 


—-MESSAGE FILE 14410 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001295 


—--MESSAGE FILE 14411 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001296 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: urgent help required 

Date: Tue, 30 Mar 1999 19:40:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <37042895.8289675@news.playstation.co.uk> 

References: <3702c554.12329198@news.playstation.co.uk> <3700A393.CDC973F6@scee.sony. 
co.uk> 

NNTP-Posting-Host: 212.67.134.249 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


On Tue, 30 Mar 1999 11:12:35 +0100, James Russell 
<James_Russell@scee.sony.co.uk> regurgitated the following beautiful 
text: 


<snip> 

:* :.Other possible causes - your TMDs are very big, and writing over 
something important (like code - 

EE :.00er). 

oie «8-2 

.:* :.To prevent this, I use raw2srce (also known as bin2src). Get it 
from my home page (~jrussl). It 

.:* :.converts a binary file into a C file that you can use in your 
programs (with appropriate casting). 
<snip> 


Ok, I've converted all my tmd's to C header files eg floors.h, but it 
wont compile and I get an error I haven't seen before 


C:\Yaroze\PSX\TestProgs\RoboWars>MAKE 
gcc -Շ -W -Օ3 robot.c 
gcc -c -W -O3 main.c 
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main.c: In function “InitialiseAll': 
main.c:1020: warning: passing arg 1 of ‘GetPadBuf' from incompatible 
pointer typ 
e 
main.c:1020: warning: passing arg 2 of *GetPadBuf' from incompatible 
pointer typ 
e 
gcc -Xlinker -Map -Xlinker mapfile -Xlinker -Ttext -Xlinker 80140000 
pad.o tmd.o 

object.o weapon.o robot.o sincos.o tangent.o atan.o storescr.o 
main.o -o main 
main.o (.data+0xa8): multiple definition of `robotTmds' 
robot.o(.data+0x0): first defined here 
main.o (.data+0x7ac): multiple definition of `weaponTmds' 
robot.o(.data+0x704): first defined here 
make.exe: *** [main] Error 1 


please help, I would be most grateful 
(wicked nun) 


"T don't think, therefore I'm not" 
—-MESSAGE FILE 14411 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001296 


--MESSAGE FILE 14412 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001297 

Path: chuka.playstation.co.uk!news 

From: James Russell <James_Russell@scee.sony.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: urgent help required 

Date: Wed, 31 Mar 1999 10:09:20 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 49 

Message-ID: <3701E640.CBC21474@scee.sony.co.uk> 

References: <3702c554.12329198@news.playstation.co.uk> <3700A393.CDC973F6@scee.sony. 
co.uk> <37042895.8289675@news.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


Righto: 

Say you've got the binary file "Bananas.tmd". You want to reference this in your pro 
gram as 

"fruit_TMD". 

Then run "raw2src bananas.tmd bananas.c fruit_TMD". This converts it to a C file wi 


th a big char 

array containing all the bytes of the file. Now the important phrase here is 'char a 
rray'. The array 

is defined as: 


char fruit_TMD[] = { 0x12, 0x34, ... }; 

This means fruit_TMD is actually a of type (char*). If you're using it in functions 
which want the 

address of fruit_TMD, then they usually require it as a unsigned long* (u_long *). S 


o you have to 
cast it first. 


EG: 


void MyInitTMDs() { 
u_long *fruit = (u_long *) fruit_TMD; 


GS_LinkObject4(fruit + 1, objectbase, somethingelse); 
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That'll get rid of the "incompatible pointer type" errors. 


Secondly, unless you "#include" the bananas.c file (bad idea), the above function is 
n't going to 

know that fruit_TMD is a char* at all. So you have to tell it explicitly that there 

is an external 

object file containing a reference called fruit_TMD, and that fruit_TMD is a char*. 

So somewhere 

before the function defined above, you'd put the line: 


extern char fruit_TMD[]; 
You should be running: 


gcc -Շ bananas.c -o bananas.o 


and NOT #includ'ing the bananas.c in multiple C files. If you were, that would expla 
in the multiple 
references thing, because you'd be defining the array in many different object files 


Cheers, 

James 

== James_Russell@scee.sony.co.uk ph: +44 (171) 447-1626 - fax: 390 4324 
== Tools and Middleware Licensing Manager - Sony Computer Entertainment Europe 


COBOL programmers understand why women hate periods. 
—-MESSAGE FILE 14412 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001297 


——MESSAGE FILE 14413 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001298 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: even more wicked nun 

Date: Tue, 06 Apr 1999 17:04:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <370b3b70.380430@news.playstation.co.uk> 
NNTP-Posting-Host: 212.67.129.230 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I would just like to thank james russell and everyone else who helped 
out with my demo crises last wednesday, I got the whole thing working 
for the interview on friday and subsequently got a job. I couldn't 
have done it without the support of this group. 


Due to my efforts on the yaroze I am now a professional games 
programmer. I will continue to work on my yaroze game, and will 
release it when it's finished, but that might be some time as I now 
have REAL work to do !!! 


thanks everyone. 


rob 
(wicked nun) 


"T don't think, therefore I'm not" 
—-MESSAGE FILE 14413 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001298 


——MESSAGE FILE 14414 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001299 
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Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Damn 3d stuff, driving me nuts 

Date: Tue, 6 Apr 1999 20:30:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <7edn6i$jii2@chuka.playstation.co.uk> 
NNTP-Posting-Host: nelson.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hello. 


I've been working on a couple of things recently, one a 3d strategy game 
that is coming on 
quite nicely, the other is hopefully going to be a simple shootem-up using 
the gcon45, a kind 
of time crisis meets Michael fatty feet enflame thing but I am having some 
problems with the 
34 stuff: 


First of all the program will not show one of his feet, why? 


Second, any more than 2 people on the screen causes a hang. I thought 
this would 
have something to do with the space I've given, but there should be loads of 
space 


Thirdly, yes the model is crap but does have a low polygon count, the huge 
noggin 
is the biggest thing there is in there. 
http://www.netyaroze-europe.com/~sixdof/ftp/ 


It is called hero.zip and my good luck chants will go to everyone who 
helps. 


Ta 
Warren Khan 


warren@nelson.demon.co.uk 
www.nelson.demon.co.uk 


9700 


—-MESSAGE FILE 14414 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001299 


——MESSAGE FILE 14415 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001300 

Path: chuka.playstation.co.uk!news 

From: Christoph Luerig <cpluerig@immd9.informatik.uni-erlangen.de> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Flickering and overlapping - wehey!!! 

Date: Thu, 08 Apr 1999 10:38:51 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <370C6B1B.1B533F24@immd9.informatik.uni-erlangen.de> 


References: <7bhb7t$9he3@chuka.playstation.co.uk> <36E93493.975093C@immd9.informatik 


-uni-erlangen.de> <3700e298.905758@news.playstation.co.uk> 
NNTP-Posting-Host: faui90.informatik.uni-erlangen.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04C-SGI [en] (X11; I; IRIX 6.3 IP32) 


wicked nun wrote: 


On Fri, 12 Mar 1999 16:36:52 +0100, Christoph Luerig 
<cpluerig@immd9.informatik.uni-erlangen.de> wrote: 


> 
> 
> 
> 


<snip 
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> >Have a look at my Source Code of Panodras Box postedd on my web-site. 
> <snip> 

> 
> 


this sounds great, only, what is the URL ??? :) 


http://www.netyaroze-europe.com/~cplverig 


—-MESSAGE FILE 14415 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001300 


——MESSAGE FILE 14416 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001301 

Path: chuka.playstation.co.uk!news 

From: "Rad" <rad@cyberdude.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: even more wicked nun 

Date: Thu, 8 Apr 1999 11:13:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7ehvhoSamo2@chuka.playstation.co.uk> 
References: <370b3b70.380430@news.playstation.co.uk> 
NNTP-Posting-Host: vil-12.village.gre.ac.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hay wicked nun, 


Congratulations on your new job - so are you gonna tell us where you're 
working? 


Rad. 
rad@cyberdude.com 
http://www.netyaroze-europe.com/~radpsx 


wicked nun wrote in message <370b3b70.380430@news.playstation.co.uk>... 
>I would just like to thank james russell and everyone else who helped 
>out with my demo crises last wednesday, I got the whole thing working 
>for the interview on friday and subsequently got a job. I couldn't 
>have done it without the support of this group. 

> 

>Due to my efforts on the yaroze I am now a professional games 
>programmer. I will continue to work on my yaroze game, and will 
>release it when it's finished, but that might be some time as I now 
>have REAL work to do !!! 

> 

>thanks everyone. 

> 

>rob 

>(wicked nun) 

> 

>"I don't think, therefore I'm not" 


—-MESSAGE FILE 14416 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001301 


——MESSAGE FILE 14417 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001302 

Path: chuka.playstation.co.uk!news 

From: wickednun@callnetuk.com (wicked nun) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: where i work 

Date: Fri, 09 Apr 1999 22:30:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <370f7£83.2872156@news.playstation.co.uk> 
NNTP-Posting-Host: 212.67.133.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X-Newsreader: Forte Agent 1.5/32.452 

hiya people, 

check out my companys web site at www.steelmonkeys.com 

see ya later. 


ps. if you haven't allready got the mathengine demo from 
www.mathengine.com, get it now, it's the future of gaming, and it's 
free to us. 


rob 
(wicked nun) 


"T don't think, therefore I'm not" 
—-MESSAGE FILE 14417 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001302 


—--MESSAGE FILE 14418 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001303 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: where i work 

Date: Sat, 10 Apr 1999 12:59:22 +1200 

Organization: Sidhe Interactive 

Lines: 19 

Message-ID: <7em741$h741@chuka.playstation.co.uk> 
References: <370f7£83.2872156@news.playstation.co.uk> 
NNTP-Posting-Host: pll-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


wicked nun <wickednun@callnetuk.com> wrote in message 
news:370f7£83.2872156@news.playstation.co.uk... 

> hiya people, 

> 

> check out my companys web site at www.steelmonkeys.com 


Cool mascot :) 


Looks like you have fun working there. Good luck. 


Regards 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 14418 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001303 


—-MESSAGE FILE 14419 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001304 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Bezier question 

Date: Mon, 12 Apr 1999 09:30:03 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <3711AF0B.16E1@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup9.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hi. 


I was wondering if anyone knows how to calculate the length of a 
Bezier curve? It's essential for the project I'm working on. 


Thanks in advance, 
Harvey 


—-MESSAGE FILE 14419 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001304 


——MESSAGE FILE 14420 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001305 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Bezier question 

Date: 12 Apr 1999 11:29:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 69 
Message-ID: <slrn7h3m81l.qsf.tjs@longford.cs.monash.edu.au> 
References: <3711AF0B.16E1@mdx.ac.uk> 

NNTP-Posting-Host: longford.cs.monash.edu.au 

X-Newsreader: slrn (0.9.4.3 UNIX) 


On Mon, 12 Apr 1999 09:30:03 +0100, Harvey Cotton <hc054@mdx.ac.uk> wrote: 
>Hi. 

> 

>I was wondering if anyone knows how to calculate the length of a 

>Bezier curve? It's essential for the project I'm working on. 

> 

>Thanks in advance, 

>Harvey 

> 


Sorry about the ugliness of the response... 
In the generic case, the solution requires numeric methods: 


In the 2 dimensional case (the extension to 3 dimensions is reasonably 
trivial): 


x(t) = a_x.t*3 + ԾՀ.Ե՞2 + c_x.t + d x 
y(t) = a_y.t*3 + b_y.t*2 + c_y.t + ՎՄ 
where 

d_x = x_0 

c_x = 3 (xl - x0) 

b_x = 3 (x2 - 1) - c_x 

a_x x3 x0 C_x b_x 

d_y = y_0 

cy = 3. (yl - 70) 

by = 3 (y2 - yl) - c_y 

a_y y3 yo c_y b_y 


where (x_0,y_0), (x_1,y_1), (x_2,y_2), (x_3,y_3) are the control points. 


then, the line integral from 0 to 1 of 

(1) = sqrt (x' (t)*2+y" (t) 2) 

wrt t is the length of of the curve. 

(1) can be rewritten as sqrt(at*4 + bt^3 + Շե՞2 + dt + e) 


where (assuming I expanded things correctly): 
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a=9a_x*2 + 98 Ճ7՞2 
b=12a_x.b_x + 12a 
c=6a_x.c_x + 4b_x 
d=4b_x.c_x + 4b_y.c_ 
e=c_x*2 + c_y%2 


_y-b_y 
^2 + 6a_y.c_y + 4b_x%*2 
y 


which only has a neat solution if: 


(i.e. the polynomial can be factored to the form (u.t*2+v)%*2 ) 


The only way I know how to handle something that isn't in that form is 
through numerical integration. 


Alternatively, there are other classes of curve that have nice properties 
with respect to velocity (i.e., velocity is constant throughout the curve). 
In this case, the length is simply computed as velocity * time. 


Toby. 
—-MESSAGE FILE 14420 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001305 


—-MESSAGE FILE 14421 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001306 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Owes Beck" <ghost909@yahoo.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: texture mapping 

Date: Mon, 12 Apr 1999 10:38:28 -0400 

Organization: THE MASTERMINDS 

Lines: 10 

Message-ID: <7et0Ohi$ j5q2@scea> 

Reply-To: "Owes Beck" <ghost909@yahoo.com> 

NNTP-Posting-Host: resnet193-123.resnet.buffalo.edu 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hey, 

i have this problem of when i convert a dxf to rsd, it seems that each 
face of the polygon is broken into 2 triangles, so when i try to put a 
texture on a single face it comes out messed up because it warpes to the 2 
triangles. is there anyway to simply make a face of the polygon its 
original shape without breaking it to triangles? 


Thanks! 


—-MESSAGE FILE 14421 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001306 


——MESSAGE FILE 14422 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001307 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: texture mapping 

Date: Mon, 12 Apr 1999 23:52:41 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <37127939.211A@bristol.ac.uk> 
References: <7etOhi$ j5q2@scea> 

NNTP-Posting-Host: p02-puffback-gui.tch.virgin.net 
Mime-Version: 1.0 
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Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO06 (Win95; 1) 


Owes Beck wrote: 


> 

> hey, 

> i have this problem of when i convert a dxf to rsd, it seems that each 

> face of the polygon is broken into 2 triangles, so when i try to put a 

> texture on a single face it comes out messed up because it warpes to the 2 
> triangles. is there anyway to simply make a face of the polygon its 

> original shape without breaking it to triangles? 

> 

> Thanks! 


If you're using dxf2rsd then add the quadrangulate (is that a word?) option. I use 
"-quad2 5' myself as this gives a pretty good result. If you're talking about 
warping of a texture in a quad polygon then I'm afraid that there's not much you can 


do about this. 


The problem is that the Playstation doesn't do perspective correct texture mapping, 
instead relying on a crude (but speedy) linear interpolation routine (I remember 
writing one for the Acorn years ago). To get around this you tell the Playstation to 


use automatic polygon subdivision (set some of the bits in the attribute part of a 
GsDOBJ structure) which minimises the problem but that's about the best you can do. 


I've probably got the wrong end of the stick entirely but I hope I've been of some 
help. 


Cheers, 


Tom 
—-MESSAGE FILE 14422 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001307 


—-MESSAGE FILE 14423 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001308 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Owes Beck" <ghost909@yahoo.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: texture mapping 

Date: Tue, 13 Apr 1999 09:40:07 -0400 

Organization: THE MASTERMINDS 

Lines: 52 

Message-ID: <7evhg6$ j2@scea> 

References: <7etOhi$j5q2@scea> <37127939.211A@bristol.ac.uk> 
Reply-To: "Owes Beck" <ghost909@yahoo.com> 

NNTP-Posting-Host: resnet193-123.resnet.buffalo.edu 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Tom <tm7130@bristol.ac.uk> wrote in message 
news :37127939.211A@bristol.ac.uk... 
> Owes Beck wrote: 


>> 

> > hey, 

> > i have this problem of when i convert a dxf to rsd, it seems that each 
> > face of the polygon is broken into 2 triangles, so when i try to put a 

> > texture on a single face it comes out messed up because it warpes to the 
2 

> > triangles. is there anyway to simply make a face of the polygon its 

> > original shape without breaking it to triangles? 

>> 

> > Thanks! 

> 

> If you're using dxf2rsd then add the quadrangulate (is that a word?) 
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option. I use 

> '-quad2 5' myself as this gives a pretty good result. If you're talking 
about 

> warping of a texture in a quad polygon then I'm afraid that there's not 
much you can 

> do about this. 

> 

> The problem is that the Playstation doesn't do perspective correct texture 
mapping, 

> instead relying on a crude (but speedy) linear interpolation routine (I 
remember 

> writing one for the Acorn years ago). To get around this you tell the 
Playstation to 

> use automatic polygon subdivision (set some of the bits in the attribute 
part օք a 

> GsDOBJ structure) which minimises the problem but that's about the best 
you can do. 

> 

> I've probably got the wrong end of the stick entirely but I hope I've been 
of some 

> help. 


Cheers, 


MONM SZ AV. M 


Tom 


well tom, you was right on the money about this problem i had, thanks for 
the quick response. i have one more question for you, i like to use 
dxf2rsdw (the gui one) but is there any way i can specify the flag -quad2 5 
using this version??? or should i simply just stick to the dos version? 


thanks again! 


—-MESSAGE FILE 14423 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001308 


—--MESSAGE FILE 14424 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001309 

Path: chuka.playstation.co.uk!news 

From: Tom <tm7130@bristol.ac.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: texture mapping 

Date: Fri, 16 Apr 1999 21:02:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <3717974C.59BD@bristol.ac.uk> 

References: <7etOhiS j5q2@scea> <37127939.211A@bristol.ac.uk> <7evhg6$ j2@scea> 
NNTP-Posting-Host: p02-goose-gui.tch.virgin.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02E-VNO006 (Win95; 1) 


Owes Beck wrote: 


well tom, you was right on the money about this problem i had, thanks for 
the quick response. i have one more question for you, i like to use 
dxf2rsdw (the gui one) but is there any way i can specify the flag -quad2 5 
using this version??? or should i simply just stick to the dos version? 


thanks again! 

Well I use the DOS version myself as it's much more versatile but if you REALLY like 
using Windows then I suggest you check out the 'Polygon Type' drop down menu and 
select 'Form Quadrangles'. I can't guarentee success because I use the DOS version b 


ut 
it's worth a try. 
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Cheers, 


Tom 
—-MESSAGE FILE 14424 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001309 


——MESSAGE FILE 14425 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001310 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3d textures 

Date: Sun, 18 Apr 1999 22:14:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <371A4B2F.C06737E1@hotmail.com> 
NNTP-Posting-Host: nat34.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


Can someone explain in laymens terms what you have to do to make sure 
textures line up with their respective models. 


My little group has gotten our characters all designed and beautifully 
textured but when we load the tims into video memory using loadimage() 
some of them don't show up and some of our models end up appearing with 
the startup bricks wrapped all over them.. looking pretty ugly indeed. 


At this point we can get only on texture to appear correctly at once and 
it appears on more than one model sometimes. 


I've tried messing around with the timtool3 to try to change their video 
memory coordinates so they don't overlap, but this doesn't work 
correctly and things end up looking just plain freaky. 


Some questions I have: 


Is their more to the coding side than just using the loadimage () 
function and memory addresses.. maybe I am missing something.. 


and 


If remap the tim to different video memory coords do I have to retexture 
the model using the updated texture? 


I hope this is a pretty simple question for you guys, 
Thanks in advance!! 
Will 


-—-MESSAGE FILE 14425 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001310 


--MESSAGE FILE 14426 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001311 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d textures 

Date: Mon, 19 Apr 1999 11:19:38 +0000 

Organization: Data Uncertain 

Lines: 35 

Message-ID: <371B114A. 4FA86BF9@hinge.mistral.co.uk> 
References: <371A4B2F.C06737E1@hotmail.com> 
NNTP-Posting-Host: d3-s55-211-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
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X- 
X- 


Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 
Accept-Language: en 


will atkin wrote: 


VVVVVVVVVVVVVVV VAM OWN NAM NN N 


Can someone explain in laymens terms what you have to do to make sure 
textures line up with their respective models. 


My little group has gotten our characters all designed and beautifully 
textured but when we load the tims into video memory using loadimage () 
some of them don't show up and some of our models end up appearing with 
the startup bricks wrapped all over them.. looking pretty ugly indeed. 


At this point we can get only on texture to appear correctly at once and 
it appears on more than one model sometimes. 


I've tried messing around with the timtool3 to try to change their video 
memory coordinates so they don't overlap, but this doesn't work 
correctly and things end up looking just plain freaky. 


Some questions I have: 


Is their more to the coding side than just using the loadimage () 
function and memory addresses.. maybe I am missing something.. 


and 


If remap the tim to different video memory coords do I have to retexture 
the model using the updated texture? 


After moving a texture with timtool, you gotta re-make the TMD from 
the RSD (as the RSD contains texture-relative coords and the TMD 
contains 

video memory absolute UV's). 


> 


Will 


Craig. 
--MESSAGE FILE 14426 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001311 
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——MESSAGE FILE 14427 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001312 

Path: chuka.playstation.co.uk!news 

From: Noah Taylor <taylorn@bournemouth.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d textures 

Date: Mon, 19 Apr 1999 16:02:03 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <371B456B.E15B1E6D@bournemouth.ac.uk> 


References: 


NNTP-Posting-Host: nat123.bournemouth.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


X- 


VVVVVVV 


Mailer: Mozilla 4.04 [en] (WinNT; I) 


After moving a texture with timtool, you gotta re-make the TMD from 
the RSD (as the RSD contains texture-relative coords and the TMD 
contains 

video memory absolute UV's). 


Thanks Craig.. 


that's the answer I was looking for. That should solve all of our little 
probs! 


Will 


<371A4B2F.C06737E1@hotmail.com> <371B114A.4FA86BF9@hinge.mistral.co.uk> 
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—-MESSAGE FILE 14427 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001312 


—-MESSAGE FILE 14428 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001313 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: General 3d books 

Date: Mon, 19 Apr 1999 19:00:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <7ffr3m$dpk4@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt142-152.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I know I'm gonna want to go into 3d programming, although reading all the 
tutorials I can find on Net Yaroze 3d stuff, after seeing some of the NG 
messages, I realise I need a better grounding in 3d maths and the like. Can 
anyone suggest any good 3d books? 


Thanks 
Rikki 


—-MESSAGE FILE 14428 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001313 


—-MESSAGE FILE 14429 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001314 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: General 3d books 

Date: Tue, 20 Apr 1999 13:19:03 +1200 

Organization: Sidhe Interactive 

Lines: 34 

Message-ID: <7fgk4fSdpk9@chuka.playstation.co.uk> 
References: <7ffr3mSdpk4@chuka.playstation.co.uk> 
NNTP-Posting-Host: p6-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7ffr3mSdpk4@chuka.playstation.co.uk... 

> I know I'm gonna want to go into 3d programming, although reading all the 
> tutorials I can find on Net Yaroze 3d stuff, after seeing some of the NG 
> messages, I realise I need a better grounding in 3d maths and the like. 
Can 

> anyone suggest any good 3d books? 


The two books we use for 3D graphical stuff are 


"3D Computer Graphics" 
Alan Watt, Addison-Wesley 1993, ISBN 0-201-63186-5 


"Computer Graphics - Principles and Practice" 
James Foley, Andries van Dam, Steven Feiner, John Hughes, Addison-Wesley 
1993, ISBN 0-201-84840-6 


Not only do you get the 3D math explained (in a computer graphics context), 
but you will also have an overview of a number of 3D graphics related 
techniques. The first one is more for beginners, the second gets into some 
pretty heavy stuff. 
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Hope this helps 


Mario Wynands 
Sidhe Interactive 
mario@sidhe.co.nz 
www.Ssidhe.co.nz 


—-MESSAGE FILE 14429 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001314 


——MESSAGE FILE 14430 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001315 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: General 3d books 

Date: Tue, 20 Apr 1999 07:30:03 +0000 

Organization: Data Uncertain 

Lines: 30 

Message-ID: <371C2CFB.77594896@hinge.mistral.co.uk> 

References: <7ffr3m$dpk4@chuka.playstation.co.uk> <7fgk4fSdpk9@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: 195.184.231.53 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.0.36 i586) 

X-Accept—-Language: en 


Mario Wynands wrote: 


v 


Rikki Prince <netyaroze@rprince.dircon.co.uk> wrote in message 

news: 7ffr3mSdpk4@chuka.playstation.co.uk... 

> I know I'm gonna want to go into 3d programming, although reading all the 
> tutorials I can find on Net Yaroze 3d stuff, after seeing some of the NG 
> messages, I realise I need a better grounding in 3d maths and the like. 
Can 

> anyone suggest any good 3d books? 


The two books we use for 3D graphical stuff are 


"3D Computer Graphics" 
Alan Watt, Addison-Wesley 1993, ISBN 0-201-63186-5 


"Computer Graphics - Principles and Practice" 
James Foley, Andries van Dam, Steven Feiner, John Hughes, Addison-Wesley 
1993, ISBN 0-201-84840-6 


VVVVVVVVVVVVVV VV 


Yeah - Foley & Van Dam is the book to get as a primer so you know the 
concepts, then invest in some of the Graphics Gems series for a few 
faster implementations and more advanved algorithms (they're a bit 
variable 

so make sure you go through the contents to make sure you get the 
volumes 

with stuff you need in them). 


> Mario Wynands 


Craig. 
—-MESSAGE FILE 14430 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001315 


--MESSAGE FILE 14431 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001316 

Path: chuka.playstation.co.uk!news 

From: Will Atkin <u9722039@bournemouth.ac.uk> 
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Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: more 3d problems.. 

Date: Sat, 24 Apr 1999 17:23:38 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 519 

Message-ID: <3721F00A.D31147E8@bournemouth.ac.uk> 

NNTP-Posting-Host: nat15.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: multipart/mixed; boundary=" OBEAFD950C19FB5902481F8B" 
X-Mailer: Mozilla 4.06 [en] (WinNT; I) 


This is a multi-part message in MIME format. 
OBEAFD950C19FB5902481F8B 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Yep.. it seems every step of the way there are major problems.. here's 
the newest: 


Well to combat texture coordinate problems my pipeline has now 
incorporated an additional step of taking a softimage file and exporting 
it as a rsd. Then I take the exported tim texture and place it in the 
correct video coordinates and combine the new texture (named the same) 
and the rsd structure files and convert it to tmd using Rsdlink. 


It is in fact with RSDlink itself. I don't understand why, but now it 
seems that when I convert my rsd models to tmd usin rsd link there is a 
massive loss of quality. They come out severely shrunken and the 
polygons seem to be some sort of close approximation of the original. 
There is some resemblence but the rsd model is nowhere near usable. It 
has gotten to a point that we are thinking of throwing out textures all 
together.. which would drastically decrease the character of our game. 


I have posted one of my animation frames.. rsd, tim, and tmd. If anyone 
can help me on this you will definately get a listing on our game 
credits!!!1!! 


PLEASE help!! 
Will Atkin 


PS and in related ոճատ.. anyone know how to put a 2d background in a 3D 
world? 


OBEAFD950C19FB5902481F8B 
Content-Type: application/x-zip-compressed; name="mino.zip" 


9711 


—-MESSAGE FILE 14431 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001316 


—--MESSAGE FILE 14432 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001317 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: more 3d problems.. 

Date: Sun, 25 Apr 1999 13:23:02 +1200 

Organization: Sidhe Interactive 

Lines: 31 

Message-ID: <7ftpap$lse2@chuka.playstation.co.uk> 
References: <3721F00A.D31147E8@bournemouth.ac.uk> 
NNTP-Posting-Host: p6-max2.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-Mimeole: Produced By Microsoft MimeOLE V5.00.2014.211 


Will Atkin <u9722039@bournemouth.ac.uk> wrote in message 
news :3721F00A.D31147E8@bournemouth.ac.uk... 

> 

> It is in fact with RSDlink itself..... 


There have been a couple of problems identified with RSDLink. Use RSDAnim 
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by Craig Graham for your object manipulation and conversion work at 
http://www.netyaroze-europe.com/~c_graham/ 

It is a very good utility (and more users just may convince Craig to update 

it more often ;) ). 

Regards 


Mario 


+ 
Mario Wynands 
Company Director/Producer 


SIDHE INTERACTIVE 
Playstation and PC game developer 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 


—-MESSAGE FILE 14432 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001317 


--MESSAGE FILE 14433 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001318 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more 3d problems.. 

Date: Mon, 26 Apr 1999 11:13:03 +0000 

Organization: Data Uncertain 

Lines: 33 

Message-ID: <37244A3F.BA41F130@hinge.mistral.co.uk> 

References: <3721F00A.D31147E8@bournemouth.ac.uk> <7ftpap$lse2@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: d3-s27-183-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 

X-Accept—-Language: en 


Mario Wynands wrote: 


Will Atkin <u9722039@bournemouth.ac.uk> wrote in message 
news :3721F00A.D31147E8@bournemouth.ac.uk... 
> 


> It is in fact with RSDlink itself..... 


There have been a couple of problems identified with RSDLink. Use RSDAnim 
by Craig Graham for your object manipulation and conversion work at 


http://www.netyaroze-europe.com/~c_graham/ 


VVVVVVVVVVV VV 


It is a very good utility (and more users just may convince Craig to update 
it more often ;) ). 


Well, Steve Spiller will probably be taking over the source tree in the 
near future (I've not forgotten Steve, just real busy at the moment 

as my wedding is only 2 weeks away), and I believe he's planning to 

fix the problems with some graphic card setups (notably 3DFX) and maybe 
a couple of other things (I'd started adding DXF support a while ago 
back when I used to have spare time, and never released it). 


As I told Steve, I just have to remove the scripting language - it was 
a testbed for a comercial JavaScript interpreter I was developing, and 
I'm not permitted to go open source with it. 
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> Mario 


I'll be back with a new Linux based 3D tool in the summer...go linux, 


it's the way of the future ;) 


Laters, 
Craig. 
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—-MESSAGE FILE 14433 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001318 


——MESSAGE FILE 14434 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001319 
Path: chuka.playstation.co.uk!news 


From: george_bain@playstation.sony.com (George Bain) 
Newsgroups: scee.yaroze.programming.3d_graphics 


Subject: Re: more 3d problems.. 

Date: 26 Apr 1999 12:48:01 GMT 

Organization: Sony Computer Entertainment Eu 
Lines: 58 

Message-ID: <7glna1$7351@chuka.playstation.c 
References: <3721F00A.D31147E8@bournemouth.a 
NNTP-Posting-Host: camfw01l.millennium.co.uk 
Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 
X-Newsreader: WinVN 0.99.8 (x86 32bit) 


rope 


o.uk> 
c.uk> 


have a 
oad this 


Hi Will, 

I strongly suggest in the future to just have your 
program zipped up in your ftp area so we can 

look at it. It's not a pain for me to downl 

message but it might be for others. Something to think 
about... 

Regards, 

George@SCEE 


In article <3721F00A.D31147E8@bournemouth.ac 
says... 
> 


-uk>, u9722039@bournemouth.ac.uk 


>This is a multi-part message in MIME format. 


> OBEAFD950C19FB5902481F8B 
>Content-Type: text/plain; charset=us-ascii 
>Content-Transfer-Encoding: 7bit 

> 


>Yep.. it seems every step of the way there are major problems.. 


>the newest: 
> 


>Well to combat texture coordinate problems my pipeline has now 
>incorporated an additional step of taking a softimage fil 
>it as a rsd. Then I take the exported tim texture and pl 


here's 


le and exporting 
lace it in the 


>correct video coordinates and combine the new texture(named the same) 
>and the rsd structure files and convert it to tmd using Rsdlink. 


> 


>It is in fact with RSDlink itself. I don't understand why, 


but now it 


>seems that when I convert my rsd models to tmd usin rsd link there is a 
>massive loss of quality. They come out severely shrunken and the 
>polygons seem to be some sort of close approximation of the original. 
>There is some resemblence but the rsd model is nowhere near usable. It 
>has gotten to a point that we are thinking of throwing out textures all 
>together.. which would drastically decrease the character of our game. 


> 
>I have posted one of my animation frames.. 


rsd, tim, 


and tmd. 


If anyone 


>can help me on this you will definately get a listing on our game 
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>credits!!!!! 

> 

>PLEASE help!! 

> 

>Will Atkin 

> 

>PS and in related news.. anyone know how to put a 2d background in a 3D 
>world? 

> 

> OBEAFD950C19FB5902481F8B 


>Content-Type: application/x-zip-compressed; name="mino.zip" 


—-MESSAGE FILE 14434 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001319 


—-MESSAGE FILE 14435 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001320 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: more 3d problems.. 

Date: Mon, 26 Apr 1999 17:24:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 53 

Message-ID: <7g243s$7352@chuka.playstation.co.uk> 
References: <3721F00A.D31147E8@bournemouth.ac.uk> 
NNTP-Posting-Host: th-gt141-091.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


> 

> PS and in related news.. anyone know how to put a 2d background in a 3D 
> world? 

> 

I dunno if this will help, but taken from the Yaroze FAQ: 


How do I place a 2D sprite in a 3D world? 

In a 3D game, sometime you want to insert sprites into the world as if they 
were true 3D objects. For instance, in a racing game, you might want to make 
all the trees at the side of the road sprites instead of true 3D objects. 

If you choose this method, you must first have calculated the X/Y/Z position 
of your sprite in the 3D world. The following code fragment will calculate 
the required screen coordinates and scale, and insert it into the Ordering 
Table for you. This code fragment requires 2 constants - the Projection 
Distance (the value that you use as the parameter to GsSetProjection()) and 
the Ordering Table length (from 1 to 14). 


(This code sample by Harvey C and James Russell) 


void draw_3dsprite (GSSPRITE *sprite,VECTOR spritePosition) { 
// The spritePosition is the point in 3D space (world coords) that your 
sprite lies at. 


VECTOR transformedPosition; 
extern MATRIX GSWSMATRIX; 


ApplyMatrixLV (&GSWSMATRIX, &spritePosition, &étransformedPosition) ; 
transformedPosition.vx += GSWSMATRIX.t[0]; 
transformedPosition.vy += GSWSMATRIX.t[1]; 
transformedPosition.vz += GSWSMATRIX.t[2]; 


if (transformedPosition.vz>0) { // Only draw sprite if it's in front 
of the camera. 
// Scales the sprite according to the distance. 
sprite->scalex = sprite->scaley = (ONE ՀՀ 12) / 
transformedPosition.vz; 
sprite->x = transformedPosition.vx * PROJECTION_DISTANCE / 
transformedPosition.vz; 
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sprite->y = transformedPosition.vy * PROJECTION_DISTANCE / 
transformedPosition.vz; 


GsSortSprite (&sprite, &OTable_Header [GsGetActiveBuffer()],transformedPosition 
-vz >> (14 - ORDERING_TABLE LENGTH) ); 

} 
} 


I don't know enough about 3d to tell you anything else, sorry. 


Rikki 


—-MESSAGE FILE 14435 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001320 


—-MESSAGE FILE 14436 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001321 

Path: chuka.playstation.co.uk!news 

From: will atkin <william_atkin@hotmail.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: more 3d problems.. 

Date: Tue, 27 Apr 1999 17:45:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <3725E9A8.7CE7102A@hotmail.com> 

References: <3721F00A.D31147E8@bournemouth.ac.uk> <7g243s$7352@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: nat95.bournemouth.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.07 [en] (WinNT; I) 


void draw_3dsprite (GSSPRITE *sprite,VECTOR spritePosition) { 
// The spritePosition is the point in 3D space (world coords) that your 
sprite lies at. 


VECTOR transformedPosition; 
extern MATRIX GSWSMATRIX; 


ApplyMatrixLV (&GSWSMATRIX, &spritePosition, &étransformedPosition) ; 
transformedPosition.vx += GsWSMATRIX.t[0]; 
transformedPosition.vy += GSWSMATRIX.t[1]; 
transformedPosition.vz += GsWSMATRIX.t[2]; 


if (transformedPosition.vz>0) { // Only draw sprite if it's in front 
of the camera. 
// Scales the sprite according to the distance. 

sprite->scalex = sprite->scaley = (ONE ՀՀ 12) / 
transformedPosition.vz; 

sprite->x = transformedPosition.vx * PROJECTION_DISTANCE / 
transformedPosition.vz; 

sprite->y = transformedPosition.vy * PROJECTION_DISTANCE / 
transformedPosition.vz; 


GsSortSprite (&sprite, &OTable_Header [GsGetActiveBuffer()],transformedPosition 
-vz >> (14 - ORDERING_TABLE_ LENGTH) ); 

} 
} 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV V 


Rikki 
Thanks for the tip... we'll try it out! 
Will 


—-MESSAGE FILE 14436 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001321 
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——MESSAGE FILE 14437 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001322 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Triangles to quads 

Date: Wed, 05 May 1999 18:17:06 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <37307D12.28BB@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup14.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


I've made some models in 3d studio max and exported them as DXF format. 
How can I get these onto the playstation as quads? Dxf2rsd always turns 
them into triangles regardless! 

Regards E-mail: hc054@mdx.ac.uk 

Harvey ICQ: 4269478 


—-MESSAGE FILE 14437 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001322 


—--MESSAGE FILE 14438 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001323 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Triangles to quads 

Date: 8 May 1999 09:48:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <01be9937Sef6e8040S0a3ddec2@sonia> 
References: <37307D12.28BB@mdx.ac.uk> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Try selecting the option ‘Inhibit to triangulate' against Polygon Style in 
Dxf2RsdW (or the -quad switch in the DOS version). This option prevents 
quads being converted into two triangles - well at least it does when using 
DXF models created in Truespace. I think I read somewhere however that 3D 
Studio converts quads to triangles when it saves DXF models so that may be 
the root of your problem. 


- Miles 


Harvey Cotton <hc054@mdx.ac.uk> wrote in article 
<37307D12.28BB@mdx.ac.uk>... 

> I've made some models in 3d studio max and exported them as DXF format. 
> How can I get these onto the playstation as quads? Dxf2rsd always turns 
> them into triangles regardless! 


—-MESSAGE FILE 14438 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001323 


—--MESSAGE FILE 14439 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001324 

Path: chuka.playstation.co.uk!tjs 

From: tjs@cs.monash.edu.au (Toby Sargeant) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Fixed point jitters... 

Date: 13 May 1999 15:33:53 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <slrn7j1s76.lah.tjs@longford.cs.monash.edu.au> 
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NNTP-Posting-Host: longford.cs.monash.edu.au 
X-Newsreader: slrn (0.9.4.3 UNIX) 


Has anyone come up with a successful strategy for avoiding fixed point 
jittering in objects that are rotating extremely slowly? Dumping the world 
matrix, it seems that lengths of the axis vectors are varying by only about 
+/- 3, which works out to being about +/- 0.001 in floating point terms. 


I would have thought this was acceptable, but it seems to cause quite large 
variations in screen coordinates. 


Toby. 
—-MESSAGE FILE 14439 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001324 


——MESSAGE FILE 14440 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001325 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Multiple OTs 

Date: Fri, 14 May 1999 11:21:30 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <373BF92A.3250@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup1l1.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Hi. 


I'm trying to draw a single 3d object in the background 
whilst drawing everything everything else over it. I 
tried creating two OTs (as described in p62 of the User 
Guide) but I can't seem to get it right. 


Can anyone help? 
Regards Mail: hc054@mdx.ac.uk 
Harvey #ICQ: 4269478 


P.S. This object needs to be very close to the camera 
so altering the z distance is out of the question. 
Also, I've already tried changing the precision but 
this does not accurately achieve the desired effect. 


—-MESSAGE FILE 14440 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001325 


—-MESSAGE FILE 14441 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001326 

Path: chuka.playstation.co.uk!news 

From: Javier Ventoso <javier0003@mundivia.es> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple OTs 

Date: Fri, 14 May 1999 15:07:40 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 30 

Message-ID: <373C201B.DD65FE68@mundivia.es> 
References: <373BF92A.3250@mdx.ac.uk> 
NNTP-Posting-Host: ninfovia204.mundivia.es 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 
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Harvey Cotton wrote: 


P.S. This object needs to be very close to the camera 
so altering the z distance is out of the question. 
Also, I've already tried changing the precision but 
this does not accurately achieve the desired effect. 


> Hi. 

> 

> I'm trying to draw a single 3d object in the background 
> whilst drawing everything everything else over it. I 

> tried creating two OTs (as described in p62 of the User 
> Guide) but I can't seem to get it right. 

> 

> Can anyone help? 

> -- 

> Regards Mail: hc054@mdx.ac.uk 

> Harvey #ICQ: 4269478 

> 

> 

> 

> 

> 


Read OT sorting messages above, anyway, have you tried this ? 


Sort ( your_object, 14-(...)) 
Sort ( everthing_else, 13-(...)) 


Cheers, 
Javi. 


—-MESSAGE FILE 14441 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001326 


—-MESSAGE FILE 14442 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001327 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple OTs 

Date: Fri, 14 May 1999 23:18:04 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <373CA11C.547E@mdx.ac.uk> 
References: <373BF92A.3250@mdx.ac.uk> 
NNTP-Posting-Host: stu-dialup13.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


I've had a few responses, but I think I phrased the 
question poorly. 


Basically I wish to create two OTs for a similar reason 
and usage as described on page 62 of the Yaroze User Guide 
(the yellow book). 


Any help would be greatly appreciated! 


Regards Mail: hc054@mdx.ac.uk 
Harvey #ICQ: 4269478 


—-MESSAGE FILE 14442 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001327 


—--MESSAGE FILE 14443 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001328 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Multiple OTs 

Date: Fri, 14 May 1999 17:31:20 -0500 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 15 

Message-ID: <7hi89cSnppl0@chuka.playstation.co.uk> 

References: <373BF92A.3250@mdx.ac.uk> <373CA11C.547E@mdx.ac.uk> 
NNTP-Posting-Host: 98A70303.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>Basically I wish to create two OTs for a similar reason 
>and usage as described on page 62 of the Yaroze User Guide 
>(the yellow book). 

> 

>Any help would be greatly appreciated! 


Try the tutorials that are available on the official site. Some of them ae 
very good and have the type of info that you are looking for. 


That was ‘any help!" :-) 


Nathan Miller 


9719 


—-MESSAGE FILE 14443 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001328 


——MESSAGE FILE 14444 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001329 

Path: chuka.playstation.co.uk!news 

From: Harvey Cotton <hc054@mdx.ac.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple OTs 

Date: Sat, 15 May 1999 07:45:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 23 

Message-ID: <373D17F5.5886@mdx.ac.uk> 


References: <373BF92A.3250@mdx.ac.uk> <373CA11C.547E@mdx.ac.uk> <7hi89cSnppl0@chuka. 


playstation.co.uk> 

NNTP-Posting-Host: stu-dialup12.mdx.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.04Gold (Win95; I) 


Nathan Miller wrote: 


>Basically I wish to create two OTs for a similar reason 
>and usage as described on page 62 of the Yaroze User Guide 
>(the yellow book). 

> 
>Any help would be greatly appreciated! 


Try the tutorials that are available on the official site. Some of them ae 
very good and have the type of info that you are looking for. 


That was ‘any help!" :-) 


VVVVVVVVVVV VV 


Nathan Miller 
heh, well I guess I asked for that! 


I have had a look at the tutorials, but they aren't relevant to my 
problem. Hmmm... 

Regards Mail: hc054@mdx.ac.uk 

Harvey #ICQ: 4269478 


—-MESSAGE FILE 14444 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001329 


——MESSAGE FILE 14445 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001330 
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Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Multiple OTs 

Date: Sat, 15 May 1999 12:46:13 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7hkbuf$llu3@chuka.playstation.co.uk> 
References: <373BF92A.3250@mdx.ac.uk> <373CA11C.547E@mdx.ac.uk> <7hi89cSnppl0@chuka. 
playstation.co.uk> <373D17F5.5886@mdx.ac.uk> 
NNTP-Posting-Host: 98A9ECDA.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Harvey, 


>heh, well I guess I asked for that! 

> 

>I have had a look at the tutorials, but they aren't relevant to my 
>problem. Hmmm... 


Sorry, I had to. You could try to make 3 ots. One for the object in the 
background, one for all the objects in the front, and one for sorting the 
other two. This is probably a redundant method, but I am pretty sure that 
it should work. 


Nathan Miller 


—-MESSAGE FILE 14445 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001330 


—-MESSAGE FILE 14446 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001331 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Lemont Washington" <defiantsoft@yahoo.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Spatial Subdivision Techniques 

Date: Wed, 19 May 1999 12:05:04 -0400 

Organization: Defiantsoft 

Lines: 15 

Message-ID: <7humum$2hb2@scea> 

Reply-To: "Lemont Washington" <defiantsoft@yahoo.com> 
NNTP-Posting-Host: oakl.dfsc.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Has anyone here implemented any spacial subdivision techniques on psx? 

Im thinking of implementing octrees but I think the memory constraints on 
the PSX would make that impractical. The reason why I'm asking this is I 
want to optimize my visual surface determination algorithm. If my game world 
was hiearchially subdivided into cubic volumes that contain surfaces 
(geometry) 

You could test to see which cubes were in in the line of site with the 
vector 

viewing position - viewing reference point. Any cubes that have line of site 
with 

this vector are visible and the contents of the cube should be drawn. 
Anyone have any experience with this or is attempting to do something this 
complex? 


—-MESSAGE FILE 14446 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001331 


—-MESSAGE FILE 14447 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001332 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
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From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Looking for 3d graphics artist to join net yaroze programming group 
Date: Fri, 21 May 1999 10:51:56 -0500 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <7i3vjqSapsl0@scea> 

NNTP-Posting-Host: c747107-a.grindl.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm looking for a freelance 3d graphics artist out there they may be 
interested in joining a netyaroze programming group that me and my friend 
Nathan Miller are starting . If you are interested please email me at 
miltonl2@home.com 


—-MESSAGE FILE 14447 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001332 


—-MESSAGE FILE 14448 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001333 

Path: chuka.playstation.co.uk!news 

From: "Markus Tesche" <m.tesche@blup.de> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Quaternion 2 Matrix ... 

Date: Sat, 22 May 1999 11:17:48 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 67 

Message-ID: <7i5sslS$lic4@chuka.playstation.co.uk> 
NNTP-Posting-Host: han-145-253-94-108.arcor-ip.net 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi guys, I have a little question about the Matrix-Format, the Yaroze uses 


I use my routines (working with Direct3D and little modified for OpenGL) to 
store some AnimationKeys using Quaternions. 


The Problem is, if I use the standart Quaternion2Matrix function on the 
Yaroze, the result RotationMatrix does not the same as on DirectX or OpenGL, 
it rotates sometimes not correct !! 


I checked all, the code to store, the result and so on and know I’m thinking 
about that the Yaroze uses the Matrix not the same as on Direct3D or OpenGL 
does anyone know this Problem or does anyone tried to store AnimKeys 

using Quaternions on the PSX ?? 


Or is it possible that the Matrix works not correct because of the inverse Y 
22? 


OK, here look at the Code right now 


#define ONEsqr 16777216 // ONE * ONE 


void Quaternion2Matrix(QUAT* quat, MATRIX* M) 
{ 


long wx, WY, WZ, XX, yy, YZ, Xy, XZ, ZZ, 22, Y2, 22; 
«2 = quat->x + quat-—>x; 
y2 = quat->y + quat-—>y; 
22 = quat->z + quat-—>z; 


xx = quat->x * x2; 
xy = quat->x * y2; 
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xz = quat->x * 22; 


yy = quat->y * y2; 
yz = quat->y * 22; 


22 = quat->z * 22; 

wx = quat->w * x2; 

wy = զսե-»ա * y2; 

wz = quat->w * 22; 

M->m[0][0] = (ONEsqr - (yy + 22)) / ONE; 
M->m[0] [1] = (xy + wz) / ONE; 

M->m[0][2] = (xz - wy) / ONE; 

M->m[1][0] = (xy - wz) / ONE; 

M->m[1][1] = (ONEsqr - (xx + zz)) / ONE; 
M->m[1][2] = (yz + wx) / ONE; 

M->m[2] [0] = (xz + wy) / ONE; 

M->m[2] [1] = (yz - wx) / ONE; 

M->m[2][2] = (ONEsqr - (xx + yy)) / ONE; 
M->t [0] = 0; 

M->t [1] = 0; 

M->t[2] = 0; 


OK, thanks, Bye MT 


—-MESSAGE FILE 14448 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001333 


——MESSAGE FILE 14449 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001334 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Looking for 3d graphics artist to join net yaroze programming group 
Date: Mon, 24 May 1999 19:45:04 -0500 

Organization: SCEA News Server 

Lines: 16 

Message-ID: <7icrvi$2j3@scea> 

References: <7i3vjqSapsl0@scea> 

NNTP-Posting-Host: c747107-a.grind1l.tx.home.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Terry Arnold <kingswoo@gte.net> wrote in message news:7i3vjqSapsl0@scea... 
> I'm looking for a freelance 3d graphics artist out there they may be 

> interested in joining a netyaroze programming group that me and my friend 
> Nathan Miller are starting . If you are interested please email me at 

> milton1l2@home.com 
> 
> 
> 
> 


Instead of sending your mail to the above address send it to 
watanm@geocities.com 


—-MESSAGE FILE 14449 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001334 
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——MESSAGE FILE 14450 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001335 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Triangles to quads 

Date: Thu, 27 May 1999 18:11:11 +0000 

Organization: Data Uncertain 

Lines: 17 

Message-ID: <374D8ABF.A60A7943@hinge.mistral.co.uk> 

References: <37307D12.28BB@mdx.ac.uk> <01be9937Sef6e8040S0a3ddec2@sonia> 
NNTP-Posting-Host: d5-s5-37-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 1586) 

X-Accept—-Language: en 


Miles Buzzing wrote: 


Try selecting the option ‘Inhibit to triangulate' against Polygon Style in 
Dxf2RsdW (or the -quad switch in the DOS version). This option prevents 
quads being converted into two triangles - well at least it does when using 
DXF models created in Truespace. I think I read somewhere however that 3D 
Studio converts quads to triangles when it saves DXF models so that may be 
the root of your problem. 


VV VV V V V 


3DS Max doesn't actually have real quads - it's all triangles internally 
and there's no way to export quads from it (without writing your own 
plugin or a MaxScript utility). 


> 
> — Miles 


Craig. 
—-MESSAGE FILE 14450 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001335 


——MESSAGE FILE 14451 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001336 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDanim 
Date: Fri, 28 May 1999 21:44:18 +0100 
Organization: Max Studios 

Lines: 28 
Message-ID: <374F0022.183642C0@which.net> 
NNTP-Posting-Host: pl5-tinamou-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 80B7AF1A1555AC906791AA16" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
80B7AF1A1555AC906791AA16 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Where can I find this mystical RSDanim? I cannot find it. 


80B7AF1A1555AC906791AA16 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
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n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


80B7AF1A1555AC906791AA16-- 


—-MESSAGE FILE 14451 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001336 


--MESSAGE FILE 14452 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001337 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDanim 

Date: Fri, 28 May 1999 22:35:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7in2nkS6pd25@chuka.playstation.co.uk> 
References: <374F0022.183642C0@which.net> 
NNTP-Posting-Host: modem-112.silicon.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


The tool was created by Craig Graham and it is on his site. I'm not totally 
sure what the URL is but off the top of my head I think it is 
www.netyaroze-europe.com/~c_graham/ 


Hope it helps 

Regards 

Bob 

bob@shandfam. freeserve.co.uk 
298rcs@tay.ac.uk 


Andrew Murray <mad.max@which.net> wrote in message 

news :374F0022.183642C0@which.net... 

> Where can I find this mystical RSDanim? I cannot find it. 
> 


—-MESSAGE FILE 14452 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001337 


—--MESSAGE FILE 14453 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001338 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDanim 

Date: Sat, 29 May 1999 17:00:56 +0000 

Organization: Data Uncertain 

Lines: 10 

Message-ID: <37501D48.9FFACAE0@hinge.mistral.co.uk> 
References: <374F0022.183642C0@which.net> 
NNTP-Posting-Host: d3-s47-207-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 
X-Accept—-Language: en 


Andrew Murray wrote: 
> 
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> Where can I find this mystical RSDanim? I cannot find it. 
My WWW page is a good start point :) 


Then, as with all Mystical things, pray that it works on your 
PC (hint - if you have a 3DFX card, it'll probably go tits up). 


Craig. 
—-MESSAGE FILE 14453 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001338 


——MESSAGE FILE 14454 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001339 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3d object collision Detection 

Date: Tue, 1 Jun 1999 20:07:09 -0500 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <7j20bk$3u61@scea> 

NNTP-Posting-Host: c747107-a.grind1l.tx.home.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is there anyone who knows how to do 3d collision detection on the yaroze ? 


—-MESSAGE FILE 14454 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001339 


——MESSAGE FILE 14455 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001340 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: 3d collision detection 

Date: Tue, 1 Jun 1999 20:08:52 -0500 

Organization: SCEA News Server 

Lines: 3 

Message-ID: <7j20diS3u63@scea> 

NNTP-Posting-Host: c747107-a.grind1l.tx.home.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Does anyone know how to do 3d collision detection on the yaroze ? 


-—-MESSAGE FILE 14455 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001340 


—-MESSAGE FILE 14456 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001341 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: 3d object collision Detection 

Date: Wed, 2 Jun 1999 16:08:57 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <7j2aveSm4ql@chuka.playstation.co.uk> 
References: <7 j20bk$3u61@scea> 

NNTP-Posting-Host: p8-max8.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
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X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 
Terry Arnold <kingswoo@gte.net> wrote in message news:7j20bk$3u61@scea... 


> Is there anyone who knows how to do 3d collision detection on the yaroze ? 
> 


Terry Arnold <kingswoo@gte.net> wrote in message news:<7j20bk$3u61@scea>... 
> Is there anyone who knows how to do 3d collision detection on the yaroze ? 


Hi Terry, 


There are many different ways to do collision detection. The general 
solution is to define some approximate geometry which represents the 
"physical' or spatial presence of your object in the game world. You then 
test these representations against each other to see if they intersect - 18 
they do a collision has occurred. 


On the Yaroze most people tend to use spheres, cylinders and boxes to 
represent their objects because they are easy to code for and easy on the 
CPU. 


For reference and source code try somewhere like 


http://www.gameprog.com/general.htm or 
http://www.sweetoblivion.com/resources/gameprog.html 


although I am sure someone has Yaroze source for this kind of thing. 


Also, take a look at the following threads in this newsgroup for some 
previous discussion on the subject 


Bounding box 3d collision detection / (delurk!) 


Collision Detection 

Collision Detection (yes there are two by this name) 
Collision Detection Algorithms 

Collision Detection in a 3D Environment 


Email me if you want more info or some help implementing stuff. 


Regards 
Mario 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 


—-MESSAGE FILE 14456 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001341 


——MESSAGE FILE 14457 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001342 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Rotating a texture 

Date: 10 Jun 1999 06:22:37 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <0Olbeb309$bb80a380S0a3ddec2@sonia> 
NNTP-Posting-Host: guildfrd.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I'm trying to create a spinning wheel effect on a 3d object and in common 
with most low polygon count wheels it looks more like a 'nut' when set in 
motion! In order to stop my vehicle resembling something Fred Flintstone 
would drive I want to rotate my wheel texture rather than the object 
itself, any ideas! 
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Thanks 


-- Miles 
—-MESSAGE FILE 14457 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001342 


——MESSAGE FILE 14458 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001343 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Rotating a texture 

Date: Thu, 10 Jun 1999 15:18:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 37 

Message-ID: <7johelSqtvl@chuka.playstation.co.uk> 
References: <Olbeb309Sbb80a380$0a3ddec2@sonia> 
NNTP-Posting-Host: 212.56.110.152 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Miles Buzzing wrote in message <0Olbeb309Sbb80a380S0a3ddec2@sonia>... 

>I'm trying to create a spinning wheel effect on a 3d object and in common 
>with most low polygon count wheels it looks more like a 'nut' when set in 
>motion! In order to stop my vehicle resembling something Fred Flintstone 
>would drive I want to rotate my wheel texture rather than the object 
>itself, any ideas! 

> 

>Thanks 

> 

>-- Miles 


Hi Miles, 


Yeah, just move the u,v components of the wheel TMD primitives. If you've 
loaded your TMD from a file, then you will probably need to write some sort 
of search routine to find the wheel prims within the model. I'd suggest 
putting your wheel-hub textures in a different TPage from your other 
textures to make this searching simpler. The memory loaction of these prims 
won't change, so the search only needs to be executed once at startup. 


Having said this though, it would probably be easier to load your model 
without wheels, and create a wheels TMD in code. 


Or, if you don't want to mess directly with TMD data, you could animate the 
texture by overwriting the texture in VRAM with different images each frame. 
By doing this, you'd be able to use just one model containing both the car 
and the wheels, and save on the number of calls to GsSortObject4(). The 
down side of this is that all models which use this texture would be 
animated in-sync. 


Hope this helps, 


Herbs 


—-MESSAGE FILE 14458 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001343 


—--MESSAGE FILE 14459 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001344 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating a texture 

Date: Thu, 10 Jun 1999 15:30:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <7j0i57S$Sqtv2@chuka.playstation.co.uk> 
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References: <Olbeb309Sbb80a380$S0a3ddec2@sonia> <7johelSqtvl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.110.152 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Or even simpler, you could just have several different wheel TMDs with the 
wheel hub texture in different postions for each. 


Whichever method is used, it's also a nice idea to have different textures 


for different wheel speeds. So, when the car moves slowly, use your 
standard wheel texture. But if the wheels are spinning fast, display a 
texture with motion blur applied. (Photoshop does a nice rotational motion 
blur.) The results can look very nice indeed! 

Herbs 


—-MESSAGE FILE 14459 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001344 


——MESSAGE FILE 14460 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001345 

Path: chuka.playstation.co.uk!news 

From: "Miles Buzzing" <miles@guildfrd.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating a texture 

Date: 12 Jun 1999 07:16:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <0lbeb4a3$9d94dbc0$0a3ddec2@sonia> 

References: <Olbeb309Sbb80a380S$0a3ddec2@sonia> <7johelSqtvl@chuka.playstation.co.uk> 
<7j0i157$qtv2@chuka.playstation.co.uk> 

NNTP-Posting-Host: guildfrd.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks for the comprehensive response Alex. I especially like the 
multi-texture idea - but maybe thats just because it sounds easier to 
implement :-) 


- Miles 


Alex Herbert <alex@herbs.dabsol.co.uk> wrote in article 
<7j0i57$qtv2@chuka.playstation.co.uk>... 

> Or even simpler, you could just have several different wheel TMDs with 
the 

> wheel hub texture in different postions for each. 

> 

> Whichever method is used, it's also a nice idea to have different 
textures 


> for different wheel speeds. So, when the car moves slowly, use your 
> standard wheel texture. But if the wheels are spinning fast, display a 
> texture with motion blur applied. (Photoshop does a nice rotational 
motion 

> blur.) The results can look very nice indeed! 

> 

> 

> Herbs 

> 

> 

> 

> 


—-MESSAGE FILE 14460 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001345 


——MESSAGE FILE 14461 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001346 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Interesting Game Physics 

Date: Sun, 13 Jun 1999 18:18:47 +0100 
Organization: Max Studios 

Lines: 36 

Message-ID: <3763E7F7.2A355F0C@which.net> 
NNTP-Posting-Host: p235-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" C4BD73B7951AB5FD18E683CE" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
C4BD73B7951AB5FD18E683CF 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi Everybody!!!! 


Does anyone know where on the internet I can find a site that has lists 
of physics equations, not the whole shabang just simple things live 
velosity, accelleration etc..... 


The 3d news group is very interesting, I learn new things every day. 


Cheers. 


C4BD73B7951AB5FD1 8E683CF 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content-—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


C4BD73B7951AB5FD1 8E683CF-— 


—-MESSAGE FILE 14461 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001346 


——MESSAGE FILE 14462 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001347 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDAnim problem 

Date: Sun, 13 Jun 1999 20:54:52 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7k121sS$hn74@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-140.name37.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Heya everybody! 
I'm having trouble with RSDAnim 1.6 on my Win 95/3Dfx system (with DirectX 


6.1). It loads up fine if I disable hardware acceleration, but if I load up 
any of the sample RSD's (or anything else for that matter), their hierachy 
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shows up on the left but there is no textured/wireframe views. The boxes 
are there, obviously, but their just white. I've tried the 'center to view' 
thingy but it doesn't work. Can someone help because I'm desperate to use 
what looks like a *superb* tool!!! 


Thanks in advance, 


Ed :) 
ed@directxbeginners.freeserve.co.uk 


-—-MESSAGE FILE 14462 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001347 


—-MESSAGE FILE 14463 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001348 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Attention: Craig Craham 

Date: Sun, 13 Jun 1999 21:41:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7k14on$hn76@chuka.playstation.co.uk> 
NNTP-Posting-Host: 62.136.200.82 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


You said you wanted a 3Dfx card for testing - I might be upgrading my GFX 
card soon so you can have my Diamond Moster / 4mb... that's if I do, which 
would be in about 2 months. 


Anything to get RSDanim to work!!!! 


—-MESSAGE FILE 14463 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001348 


—-MESSAGE FILE 14464 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001349 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Interesting Game Physics 

Date: Mon, 14 Jun 1999 10:23:58 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 
Message-ID: <7k2hpr$hn712@chuka.playstation.co.uk> 
References: <3763E7F7.2A355F0C@which.net> 
NNTP-Posting-Host: p49s14a01.client.global.net.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


no... but try a search engine like altavista or hotbot and search for 
"Newton's laws of motion". I recently had to find that stuff but I found 
it in one of that old-fashoned book thingys! Try looking in an encylopedia, 
if you've got one handy. 


Jon 


-—-MESSAGE FILE 14464 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001349 


--MESSAGE FILE 14465 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001350 
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Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RSDAnim problem 

Date: Mon, 14 Jun 1999 10:40:12 +0000 

Organization: Data Uncertain 

Lines: 25 

Message-ID: <3764DCOC.E92CBBE9@hinge.mistral.co.uk> 
References: <7k121sS$hn74@chuka.playstation.co.uk> 
NNTP-Posting-Host: d4-s34-36-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 
X-Accept—-Language: en 


Ed Fear wrote: 


thingy but it doesn't work. Can someone help because I'm desperate to use 
what looks like a *superb* tool!!! 


> 

> Heya everybody! 

> 

> I'm having trouble with RSDAnim 1.6 on my Win 95/3Dfx system (with DirectX 

> 6.1). It loads up fine if I disable hardware acceleration, but if I load up 
> any of the sample RSD's (or anything else for that matter), their hierachy 

> shows up on the left but there is no textured/wireframe views. The boxes 

> are there, obviously, but their just white. I've tried the 'center to view' 
> 

> 


It's a bugger isn't it. I've never managed to reproduce this problem, 
but then, it only occurs with 3Dfx cards (I've only got an S3 Virge 
which 

works fine). One way to get it working is to use Tweak3Dfx to turn off 
Direct3D's support for the 3Dfx. 


> Thanks in advance, 
> 
> Ed :) 


Sorry I cann't help more. 


Craig. 
—-MESSAGE FILE 14465 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001350 


——MESSAGE FILE 14466 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001351 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Attention: Craig Craham 

Date: Mon, 14 Jun 1999 10:42:42 +0000 

Organization: Data Uncertain 

Lines: 13 

Message-ID: <3764DCA2.1B1C1C96@hinge.mistral.co.uk> 
References: <7k14onShn76@chuka.playstation.co.uk> 
NNTP-Posting-Host: d4-s34-36-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [en] (X11; I; Linux 2.2.0 i586) 
X-Accept—-Language: en 


Ed Fear wrote: 


You said you wanted a 3Dfx card for testing - I might be upgrading my GFX 
card soon so you can have my Diamond Moster / 4mb... that's if I do, which 
would be in about 2 months. 


VVVVVYV 


Anything to get RSDanim to work!!!! 


Hmm. I'd probably take a look if someone donated a 3Dfx - I'm not 
actively 
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working on it now (I'm working on the Linux/OpenGL based sequel). 


Craig. 
—-MESSAGE FILE 14466 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001351 


—--MESSAGE FILE 14467 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001352 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Interesting Game Physics 

Date: Mon, 14 Jun 1999 23:40:44 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <376591f4.1188225@www.netyaroze-europe. com> 

References: <3763E7F7.2A355F0C@which.net> <7k2hprShn712@chuka.playstation.co.uk> 
NNTP-Posting-Host: p64s03a03.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


s = սէ + 0.5(at%2) 
v2 
V = 


reason I mention those was cos of a few of us trying to solve a simple 
sounding problem at work, which messed a few of us up before we 'saw 
the light' (or i did at any rate) 


u = fixed value 
v = 0 

s = fixed value 
t = fixed value 


find 'a' such that an object starting at velocity'u' will come to a 
deat halt 'v=0' over a certain distance 's' and a certain time 't' 
while exhibiting a constant retardation. 


Sounds simple - sibstitute away. Answers given tomorrow or day after 
for those of you not spotting the simple solution...! 


Rob 
—-MESSAGE FILE 14467 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001352 


—-MESSAGE FILE 14468 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001353 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Attention: Craig Craham 

Date: Mon, 14 Jun 1999 23:41:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <3765931f.1487180@www.netyaroze-europe. com> 

References: <7k14on$hn76@chuka.playstation.co.uk> <3764DCA2.1B1C1C96@hinge.mistral.c 
o.uk> 

NNTP-Posting-Host: p64s03a03.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Mon, 14 Jun 1999 10:42:42 +0000, Craig Graham 
<c_graham@hinge.mistral.co.uk> wrote: 


>working on it now (I'm working on the Linux/OpenGL based sequel). 
the linux based opengl sequel? 
Rob 


—-MESSAGE FILE 14468 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001353 
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——MESSAGE FILE 14469 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001354 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Interesting Game Physics 

Date: Tue, 15 Jun 1999 09:46:00 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <7k540k$75r4@chuka.playstation.co.uk> 


References: <3763E7F7.2A355F0C@which.net> <7k2hprShn712@chuka.playstation.co.uk> <37 


6591f4.1188225@www.netyaroze-europe.com> 
NNTP-Posting-Host: mail.ridgeway-sys.com 
X-Newsreader: Microsoft Outlook Express 4.72.3155.0 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Barry & Robert Swan wrote in message 
<376591f4.1188225@www.netyaroze-europe.com>... 
>s = ut + 0.5(at%2) 


>v^2 = u%2 + 28Տ 
>v = u + at 
> 


>reason I mention those was cos of a few of us trying to solve a simple 
>sounding problem at work, which messed a few of us up before we 'saw 
>the light' (or i did at any rate) 


> 

>u = fixed value 
>v = 0 

>s = fixed value 
>t = fixed value 
> 


>find 'a' such that an object starting at velocity'u' will come to a 
>deat halt 'v=0' over a certain distance 's' and a certain time 't' 
>while exhibiting a constant retardation. 

> 

>Sounds simple - sibstitute away. Answers given tomorrow or day after 
>for those of you not spotting the simple solution...! 


There's actually too much information here! You don't need 's' and 't' 
order to find 'a'... 


How about: 


-a = u/t being the simplest solution? 
or -a = u^2 / 2s if you've got distance rather than time? 


Mike 


in 


--MESSAGE FILE 14469 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001354 


——MESSAGE FILE 14470 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001355 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating a texture 

Date: Tue, 15 Jun 1999 10:18:18 +0000 

Organization: IR / Data Uncertain 

Lines: 15 

Message-ID: <929441898.1716345191@www.netyaroze-europe.com> 


References: <01beb309$bb80a380$0a3ddec2@sonia> <7johelSqtvl@chuka.playstation.co.uk> 


<7j0i57S$qtv2@chuka.playstation.co.uk> <Olbeb4a3$9d94dbc0S$0a3ddec2@soni 
NNTP-Posting-Host: d5-s14-46-telehouse.mistral.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.1.7 


"Miles Buzzing" <miles@guildfrd.demon.co.uk> wrote: 


a> 
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>Thanks for the comprehensive response Alex. I especially like the 
>multi-texture idea - but maybe thats just because it sounds easier to 
>implement :-) 


Another way of course is to use one template texture, and sort it as a sp= 
rite 

with the drawenv set to the place in the vram that your model takes it's 
real texture from - you could do this every few frames (wouldn't take lon= 
g) 

and that'd give you a real smooth rotating texture....just rotate the spr= 
ite... 


>- Miles 


—-MESSAGE FILE 14470 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001355 


——MESSAGE FILE 14471 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001356 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Attention: Craig Craham 

Date: Tue, 15 Jun 1999 12:38:38 +0000 

Organization: IR / Data Uncertain 

Lines: 20 

Message-ID: <929450318.760718019@www.netyaroze-europe. com> 

References: <7k14on$hn76@chuka.playstation.co.uk> <3764DCA2.1B1C1C96@hinge.mistral.c 
o.uk> <3765931f.1487180@www.netyaroze-europe. com> 

NNTP-Posting-Host: d4-s50-52-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.1.7 


yaroze@theburrow.co.uk (Barry & Robert Swan) wrote: 

>On Mon, 14 Jun 1999 10:42:42 +0000, Craig Graham 
><c_graham@hinge.mistral.co.uk> wrote: 

> 

>>working on it now (I'm working on the Linux/OpenGL based sequel). 
> 

>the linux based opengl sequel? 


Օբ... 


"I'm working on the sequel/followup to RsdANIM, which runs on linux, 
using OpenGL or MesaGL for display rendering and the Qt/KDE libraries 
for it's GUI." 


If folks wanna be picky ;) 
>Rob 
Craig. 


—-MESSAGE FILE 14471 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001356 


——MESSAGE FILE 14472 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001357 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Rotating a texture 

Date: Tue, 15 Jun 1999 14:31:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7k5kg0$75r6@chuka.playstation.co.uk> 

References: <Olbeb309Sbb80a380S0a3ddec2@sonia> <7johelSqtvl@chuka.playstation.co.uk> 
<7jo0i57S$qtv2@chuka.playstation.co.uk> <Olbeb4a3$9d94dbc0S0a3ddec2@sonia> <929441898 
.1716345191@www.netyaroze-europe.com> 
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NNTP-Posting-Host: 212.56.120.22 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Craig Graham <c_graham@hinge.mistral.co.uk> wrote in message 
news: 929441898.1716345191@www.netyaroze-europe.com... 


> Another way of course is to use one template texture, and sort it as a 
sprite 

> with the drawenv set to the place in the vram that your model takes it's 
> real texture from - you could do this every few frames (wouldn't take 
long) 

> and that'd give you a real smooth rotating texture....just rotate the 
sprite... 


Nah, that's just far too obvious! 


Thanks Craig. 


Herbs (feeling a little silly) 
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—-MESSAGE FILE 14472 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001357 


——MESSAGE FILE 14473 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001358 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Interesting Game Physics 

Date: Tue, 15 Jun 1999 23:06:18 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <3766dc1b.572756@www.netyaroze-europe. com> 


References: <3763E7F7.2A355F0C@which.net> <7k2hprS$hn712@chuka.playstation.co.uk> <37 


6591£4.1188225@www.netyaroze-europe.com> <7k540k$75r4@chuka.playstation.co.uk> 
NNTP-Posting-Host: p0Bs04a03.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


aah yes, but the problem is not only do you know all that information, 
but you _have_ to use it. For any one instance of finding a, the u, v, 
s and t are all completely fixed! 


On Tue, 15 Jun 1999 09:46:00 +0100, "Mike Hatfield" 
<mhatfield@ridgeway-sys.com> wrote: 


>There's actually too much information here! You don't need 's' and 't' in 
>order to find 'a'... 


> 
>How about: 
>-a = u/t being the simplest solution? 


>or -a = u%2 / 2s if you've got distance rather than time? 


—-MESSAGE FILE 14473 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001358 


—-MESSAGE FILE 14474 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001359 

Path: chuka.playstation.co.uk!news 

From: "Mike Hatfield" <mhatfield@ridgeway-sys.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Interesting Game Physics 

Date: Wed, 16 Jun 1999 12:53:49 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 
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Message-ID: <7k83cq$75r14@chuka.playstation.co.uk> 

References: <3763E7F7.2A355F0C@which.net> <7k2hprShn712@chuka.playstation.co.uk> <37 
6591f4.1188225@www.netyaroze-europe.com> <7k540kS$75r4@chuka.playstation.co.uk> <3766 
dclb.572756@www.netyaroze-europe. com> 

NNTP-Posting-Host: mail.ridgeway-sys.com 

X-Newsreader: Microsoft Outlook Express 4.72.3155.0 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3155.0 


Barry & Robert Swan wrote in message 
<3766dc1b.572756@www.netyaroze-europe.com>... 

>aah yes, but the problem is not only do you know all that information, 
>but you _have_ to use it. For any one instance of finding a, the u, v, 
>s and t are all completely fixed! 


OK, but you said in your first message that we're finding 'a' "while 
exhibiting a constant retardation", hence there's a single solution for 
'a'... shirley? 


If you want me to go from 20m/s to 0 in 10 seconds using constant 
retardation, then I'll do it over 100m. If you only want me to go 50m, then 
I have to come to a halt within 5 seconds. What you can't do is ask me to 
take 10 seconds but only travel 50m. 


Mike 


-—-MESSAGE FILE 14474 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001359 


——MESSAGE FILE 14475 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001360 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac,scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 18 Jun 1999 07:26:57 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kcscl1S$4fj10@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:222 scee.yaroze.beginners:851 sce 
e.yaroze.freetalk.english:4196 scee.yaroze.mydemos:447 scee.yaroze.problems.internet 
88 scee.yaroze.problems.mac:42 scee.yaroze.problems.pc:205 scee.yaroze.profile:167 

scee.yaroze.programming.2d_graphics:999 scee.yaroze.programming.3d_graphics:1360 sce 
e.yaroze.programming.codewarrior:483 scee.yaroze.programming.gnu_compiler:323 scee.y 
aroze.programming.libraries:220 scee.yaroze.programming.sound:248 scee.yaroze.event: 
135 


this is a test 


—-MESSAGE FILE 14475 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001360 


——MESSAGE FILE 14476 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001361 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc,scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
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nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 19 Jun 1999 13:05:03 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7kg4hvS4fj20@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:223 scee.yaroze.beginners:857 sce 
e.yaroze.freetalk.english:4199 scee.yaroze.mydemos:449 scee.yaroze.problems.internet 
2:89 scee.yaroze.problems.mac:43 scee.yaroze.problems.pc:206 scee.yaroze.profile:170 

scee.yaroze.programming.2d_graphics:1000 scee.yaroze.programming.3d_graphics:1361 sc 
ee.yaroze.programming.codewarrior:484 scee.yaroze.programming.gnu_compiler:324 scee. 
yaroze.programming.libraries:221 scee.yaroze.programming.sound:249 scee.yaroze.event 
2136 


Mike test 2 


—-MESSAGE FILE 14476 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001361 


——MESSAGE FILE 14477 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001362 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry ե Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Interesting Game Physics 

Date: Sun, 20 Jun 1999 18:40:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <376d35b5.13119163@www.netyaroze-europe. com> 

References: <3763E7F7.2A355F0C@which.net> <7k2hprShn712@chuka.playstation.co.uk> <37 
6591f4.1188225@www.netyaroze-europe.com> <7k540kS$75r4@chuka.playstation.co.uk> <3766 
dclb.572756@www.netyaroze-europe.com> <7k83cq$75rl1l4@chuka.playstation.co.uk> 
NNTP-Posting-Host: pEBslla01l.client.global.net.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


On Wed, 16 Jun 1999 12:53:49 +0100, "Mike Hatfield" 
<mhatfield@ridgeway-sys.com> wrote: 


>If you want me to go from 20m/s to 0 in 10 seconds using constant 
>retardation, then I'll do it over 100m. If you only want me to go 50m, then 
>I have to come to a halt within 5 seconds. What you can't do is ask me to 
>take 10 seconds but only travel 50m. 


Exactly - beacuse we knew that there could be an 'a' for certain 
instances of 's, t, u + v' we quickly assumed that there were 
solutions for all values. Which of course there aren't. Cue much 
slapping of heads and staring into the distance. Idiots :) 


The only real soluition is to include differentiation, and 
unsurprisingly were avoiding it a bit :) having said that, it wouldnt 
give us the visual effect we wanted anyway... 


I was particularly impressed by the way I substituted one formula into 
another, only to completely remove 'a' from the equation, leaving me 
wondering what the hell just happened :) 


Rob 
-—-MESSAGE FILE 14477 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001362 


--MESSAGE FILE 14478 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001363 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: dxf 2 rsd 
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Date: Mon, 28 Jun 1999 15:50:18 +0100 
Organization: Max Studios 

Lines: 36 
Message-ID: <37778BA9. 6DF52558@which.net> 
NNTP-Posting-Host: p197-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 5D6DC185F548COCA577F7EA9" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
5D6DC185F548C0CA577F7EA9 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hi all, 


Does anyone out there know of a better dxf to rsd conversion tool than 
the one provided with the Yaroze (Dxf2Rsd)? It seems to add on a lot of 
un-necesary polygons and that is not good. So if anyone out there can 
help I would be very grateful. 


Cheers 
Andrew Murray 


5D6DC185F548C0CA577F7EA9 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


5D6DC185F548C0CA577F 7EA9-— 
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—-MESSAGE FILE 14478 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001363 


—--MESSAGE FILE 14479 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001364 

Path: chuka.playstation.co.uk!news 

From: "James Fu" <ykjf@deakin.edu.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Assign texture on RSD or TMD object. 

Date: Fri, 2 Jul 1999 20:11:28 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Message-ID: <71i2rj$ko27@chuka.playstation.co.uk> 
NNTP-Posting-—Host: LDIP-T-004-p-196-114.tmns.net.au 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi all 


does any programme that can allow me to assign the texture for the .rsd ot 
-tmd file?? 


Thank you for any help 
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James 


—-MESSAGE FILE 14479 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001364 


—-MESSAGE FILE 14480 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001365 

Path: chuka.playstation.co.uk!news 

From: "Ed Fear" <ed@directxbeginners.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Finding the width/height of an object 

Date: Sat, 3 Jul 1999 22:49:09 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <71m082Sko0220@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-188.name45.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


hello! 

I'm creating a tile based map but in 3D (ie in the last part of Mr. 
Passmore's tutorial). He assumed that the dimentions of his 'square' was 
some number, and so each tile was placed at something like (i * tileWidth). 


But I'm making my own thingy and I need to be able to find out the 
dimentions of my square/cube (I guess in pixels). So how do I do it? Is 
there a member of the GsDOBJ2 or GSCOORDINATE2 thingy which tells me, or 
would I find it as an output of dxf2rsd??? 


Thanks in advance, 


(zal 
Q 
-- 


—-MESSAGE FILE 14480 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001365 


——MESSAGE FILE 14481 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001366 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Finding the width/height of an object 
Date: Mon, 5 Jul 1999 20:40:02 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <7lrlpr$i9a2@chuka.playstation.co.uk> 
References: <71m082Sko0220@chuka.playstation.co.uk> 
NNTP-Posting-Host: th-gt143-090.pool.dircon.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I've already mentioned this to you Ed, but for others, just in case: 

From in the Library Reference, GsDOBJ2 mentions that the pointer to coord2, 
which is of type GSCOORDINATE2, contains a MATRIX, which lets you set the 
position, gradient and _size_ of the object. I'm guessing that the MATRIX to 
use is the coord one, as in the GsDOBJ reference it says "reflected in the 
coordinate system pointed to". 


Hope that helps anyone, even Ed, in case he's already forgotten! 
Rikki 


Ed Fear <ed@directxbeginners.freeserve.co.uk> wrote in message 
news: 71m082Sko0220@chuka.playstation.co.uk... 
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hello! 


I'm creating a tile based map but in 3D (ie in the last part of Mr. 
Passmore's tutorial). He assumed that the dimentions of his 'square' was 
some number, and so each tile was placed at something like (i * 
ileWidth). 


But I'm making my own thingy and I need to be able to find out the 
dimentions of my square/cube (I guess in pixels). So how do I do it? Is 
there a member of the GsDOBJ2 or GSCOORDINATE2 thingy which tells me, or 
would I find it as an output of dxf2rsd??? 


Thanks in advance, 


Ed :) 


VVVVVVVVVVV FEV VV VV 


-—-MESSAGE FILE 14481 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001366 


——MESSAGE FILE 14482 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001367 

Path: chuka.playstation.co.uk!news 

From: yaroze@theburrow.co.uk (Barry & Robert Swan) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Finding the width/height of an object 
Date: Sun, 18 Jul 1999 01:37:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <37912f£95.1911277@www.netyaroze-europe. com> 
References: <71m082Sko0220@chuka.playstation.co.uk> 
NNTP-Posting-Host: p5Es13a01.client.global.net.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


basically it can mention it as an output of dxf2rsd... 
using the matrix is not very helpful (it is only a scalar value, which 
Im assuming are all the same for every object (may be wrong) ) 


Rob 
—-MESSAGE FILE 14482 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001367 


—-MESSAGE FILE 14483 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001368 

Path: chuka.playstation.co.uk!news 

From: "timrvl" <timh@rvey.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: dxf 2 rsd 

Date: Fri, 23 Jul 1999 20:58:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <7nahjm$6tn1l0@chuka.playstation.co.uk> 
References: <37778BA9.6DF52558@which.net> 
NNTP-Posting-Host: modem-86.americium.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Are you using the windows version of this tool? 
I found it put in more polygons than a Month Python sketch. 
Try the DOS version, its not pretty, but it works a hell of a lot better. 


Andrew Murray wrote in message <37778BA9.6DF52558@which.net>... 

>Hi all, 

> 

>Does anyone out there know of a better dxf to rsd conversion tool than 
>the one provided with the Yaroze (Dxf2Rsd)? It seems to add on a lot of 
>un-necesary polygons and that is not good. So if anyone out there can 
>help I would be very grateful. 

> 
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>Cheers 
>Andrew Murray 
> 


—-MESSAGE FILE 14483 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001368 


——MESSAGE FILE 14484 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001369 

Path: chuka.playstation.co.uk!news 

From: "Tim Harvey" <timh@rvey.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 2D HUD graphics on 3D Game 

Date: Sun, 25 Jul 1999 20:28:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7nfojq$i4m24@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-27.viracept.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Dear Code Gods, 
Can anyone point me towards and samples / examples of code that show how you 


get 2D display graphics (i.e. player map, life levels, item symbols) on the 
screen while it is showing the 3D world and action. 


Thanks very much for your help, 


timrvl. 


—-MESSAGE FILE 14484 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001369 


——MESSAGE FILE 14485 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001370 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: The Passmore Tutorial 
Date: Mon, 26 Jul 1999 23:35:35 +0100 
Organization: Max Studios 
Lines: 40 
Message-ID: <379CE2B7.4DFF96A5@which.net> 
NNTP-Posting-Host: p279-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 2E9477498BA894B0ECO0O175D2" 
X-Mailer: Mozilla 4.5 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
2E9477498BA8 94B0ECO175D2 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello oneéall, 


In the Passmore tutorial the is a line I do not understand. It is in the 


LoadTexture Function and the line is: 
if ((timl.pmode>>3) &0x01) 


Can anyone enlighten me coz I am stuck tight right now. I NEED TO 
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2E9477498BA894B0EC0175D2 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


2E9477498BA8 94B0ECO175D2-— 


—-MESSAGE FILE 14485 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001370 


—--MESSAGE FILE 14486 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001371 

Path: chuka.playstation.co.uk!news 

From: "Chuck" <chuck@ghost.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: The Passmore Tutorial 
Date: Tue, 27 Jul 1999 13:36:52 +1200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 
Message-ID: <7nj2fa$i4m29@chuka.playstation.co.uk> 
References: <379CE2B7.4DFF96A5@which.net> 
NNTP-Posting-Host: host116-sub60.symantec.com 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Andrew Murray wrote in message <379CE2B7.4DFF96A5@which.net>... 

>Hello oneéall, 

oe the Passmore tutorial the is a line I do not understand. It is in the 
ass aus sapa: Function and the line is: 

oe rat eae ET 

con anyone enlighten me coz I am stuck tight right now. I NEED TO 


Its testing the 3rd bit of the pmode value.. I don't have my docs near me 
to tell you what exactly that tells you about the tim. 


why on earth they're not just going 
if (timel.pmodeé0x4) 


I dunno, but it would probably get optimized by the compiler to remove the 
shift. 


..belial.. 


—-MESSAGE FILE 14486 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001371 
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——MESSAGE FILE 14487 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001372 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2D HUD graphics on 3D Game 

Date: Tue, 27 Jul 1999 15:13:23 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <933088403.1522597365@news.playstation.co.uk> 
References: <7nfojq$i4m24@chuka.playstation.co.uk> 
NNTP-Posting-Host: d5-s23-183-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


"Tim Harvey" <timh@rvey.freeserve.co.uk> wrote: 
>Dear Code Gods, 

> 

>Can anyone point me towards and samples / examples of code that show how= 
you 


>get 2D display graphics (i.e. player map, life levels, item symbols) on = 
the 

>screen while it is showing the 3D world and action. 

> 


>Thanks very much for your help, 


Use any of the GsSortSprite/Line/Box/etc functions with a depth of 0 
to lay things on top of the 3D display. 


>timrvl. 


Craig. 
—-MESSAGE FILE 14487 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001372 


——MESSAGE FILE 14488 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001373 

Path: chuka.playstation.co.uk!trsoft.demon.co.uk!ARoss 

From: Anthony Ross <ARoss@trsoft.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: 2D HUD graphics on 3D Game 

Date: Tue, 27 Jul 1999 22:32:58 +0100 

Organization: I 

Lines: 36 

Message-ID: <dXXBYEAKWin3Ewtu@trsoft.demon.co.uk> 

References: <7nfojq$i4m24@chuka.playstation.co.uk> 

NNTP-Posting-Host: trsoft.demon.co.uk 

Mime-Version: 1.0 

X-Newsreader: Turnpike (32) Version 4.01 <exP12GmtMdbiXSYwoARBCAMIJY> 


In article <7nfojq$Si4m24@chuka.playstation.co.uk>, Tim Harvey 
<timh@rvey.freeserve.co.uk> writes 
>Dear Code Gods, 


> 

>Can anyone point me towards and samples / examples of code that show how you 
>get 2D display graphics (i.e. player map, life levels, item symbols) on the 
>screen while it is showing the 3D world and action. 

> 


Just load them up as normal sprites (well you may wish to mess around 
with transparency) and bung them in the OT so that their priority puts 
them closer to you than the 3D stuff. 


When you give priority 0 to several things then the order in which they 
are called sorts them in a more traditional way (even if it's reverse 
order) 


Eg. (in your screen update loop) 


GsSortSprite (&MessageSprite, &WorldOT[activeBuff],0); 
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GsSortSprite (&StatusBarSprite, &WorldOT[activeBuff],0); 

{insert 3D additions to the OT here) 

Would draw your 3D world with an overlaid status bar anda little 

message icon showing up on the status bar somewhere (well I'm fairly 

sure that it would anyway) 

When the two 2d graphics are called with the same zero priority they are 


sorted so that the first item is closer to you (so the message sprite 
floats to the top). 


Hope this helps! 


Anthony Ross 
—-MESSAGE FILE 14488 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001373 


—--MESSAGE FILE 14489 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001374 

Path: chuka.playstation.co.uk!news 

From: "Mark Theyer" <theyergfx@ozemail.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 32bit v 64bit floats 

Date: Fri, 6 Aug 1999 15:10:08 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <7odq7s$iph15@chuka.playstation.co.uk> 
NNTP-Posting-Host: slgol53p06.ozemail.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


It appears to me that the calculation performance of 32bit floats 
are Similar to integer operations (or maybe 50% slower) and 
64bit floats absolutely KILLS the thing. 


I did a simple loop with 32bit floats, 32bit ints and 64 bit doubles 
and the float and int performance appeared similar. 


Am I guessing correctly? 


Mark Theyer 


—-MESSAGE FILE 14489 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001374 


——MESSAGE FILE 14490 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001375 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: The Passmore Tutorial 

Date: Tue, 10 Aug 1999 16:59:51 +0100 

Organization: Max Studios 

Lines: 33 

Message-ID: <37B04C77.DD60E0AF@which.net> 

References: <379CE2B7.4DFF96A5@which.net> <7nj2faSi4m29@chuka.playstation.co.uk> 
NNTP-Posting-Host: p03-wigeon-gui.tch.which.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


I don't suppose you could tell me where I could get the docoments that tell me 
wht it does then. 
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Cheers for replying. 
Chuck wrote: 


Andrew Murray wrote in message <379CE2B7.4DFF96A5@which.net>... 

>Hello oneéall, 

a the Passmore tutorial the is a line I do not understand. It is in the 
LPN ER Function and the line is: 

արան EE EE T 

r anyone enlighten me coz I am stuck tight right now. I NEED TO 


Its testing the 3rd bit of the pmode value.. I don't have my docs near me 
to tell you what exactly that tells you about the tim. 


why on earth they're not just going 
if (timel.pmodeé0x4) 


I dunno, but it would probably get optimized by the compiler to remove the 
shift. 


VVVVVVVVVVVVVVV SOM SIEN VV VV 


..belial.. 


—-MESSAGE FILE 14490 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001375 


—-MESSAGE FILE 14491 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001376 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: de-texturing objects 

Date: Sat, 14 Aug 1999 11:49:26 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <7p3hvm$i8s3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-32.ocuhist.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I was wondering, 

I want to turn textured objects to a plain colour for a disintegrating 
effect in the new game I'm writing at the moment ( there's a mock-up of it 
at my site http://www.netyaroze-europe.com/~scmacd/planetx.htm ), I can then 
assign semi-transparency to the object. Would it be better to merely have a 
duplicate, plain-coloured model to swap with, or perhaps some dynamic tmd 
type routine? 


Cheers. 


Stuart MacD. 


—-MESSAGE FILE 14491 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001376 


—--MESSAGE FILE 14492 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001377 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: de-texturing objects 

Date: Sun, 15 Aug 1999 12:02:08 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 27 

Message-ID: <7p673k$i8s10@chuka.playstation.co.uk> 
References: <7p3hvmSi8s3@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem—54.buproprione.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Replying to my own post - pretty wierd eh? 

I was just wondering - what about temporarily loading a solid colour ( ie 
all one colour ) - CLUT over the texture's. Or loading a solid colour 
texture into the video buffer over the texture(s) used, but would this 
effect all the objects using said texture? 


Hmmm.... 
Stuart. 


stuart @macdonald4798.freeserve.co.uk wrote in message 
<7p3hvm$i8s3@chuka.playstation.co.uk>... 

>I was wondering, 

>I want to turn textured objects to a plain colour for a disintegrating 
>effect in the new game I'm writing at the moment ( there's a mock-up of it 
>at my site http://www.netyaroze-europe.com/~scmacd/planetx.htm ), I can 
then 

>assign semi-transparency to the object. Would it be better to merely have a 
>duplicate, plain-coloured model to swap with, or perhaps some dynamic tmd 
>type routine? 

> 

>Cheers. 

> 

>Stuart MacD. 

> 

> 


—-MESSAGE FILE 14492 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001377 


—--MESSAGE FILE 14493 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001378 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: de-texturing objects 

Date: Sun, 15 Aug 1999 10:12:56 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <7p6lka$i8s14@chuka.playstation.co.uk> 

References: <7p3hvm$i8s3@chuka.playstation.co.uk> <7p673k$i8sl10@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: 98ADC088.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


>I was just wondering - what about temporarily loading a solid colour ( ie 
>all one colour ) - CLUT over the texture's. Or loading a solid colour 
>texture into the video buffer over the texture(s) used, but would this 
>effect all the objects using said texture? 


Yep, since they all access the same frame buffer address. 


>>I was wondering, 
>>I want to turn textured objects to a plain colour for a disintegrating 
>>effect in the new game I'm writing at the moment 

>>assign semi-transparency to the object. Would it be better to merely have 
a 

>>duplicate, plain-coloured model to swap with, or perhaps some dynamic tmd 
>>type routine? 


Depending on the level of effect that you want, you will have to decide 
which method to use. If you just want your model to blink and it doesn't 
take too much of your memory budget you could just use a copy of the model. 
If you are wanting a fade effect like in FF7, where the object fades from a 
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textured object to some generic color (like red) then I would go with a 
dynamic tmd routine so you can adjust things like transparency levels and 
vertex colors. 


I hope that helps, 


Nathan 


—-MESSAGE FILE 14493 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001378 


—-MESSAGE FILE 14494 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001379 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: de-texturing objects 

Date: Sun, 15 Aug 1999 18:33:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 39 

Message-ID: <7p6ul0$i8s17@chuka.playstation.co.uk> 

References: <7p3hvm$i8s3@chuka.playstation.co.uk> <7p673k$i8sl10@chuka.playstation.co 
-uk> <7p6l1ka$i8s14@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-92.platinum.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Nathan Miller wrote in message <7p61lkaS$i8s14@chuka.playstation.co.uk>... 
>>>I want to turn textured objects to a plain colour for a disintegrating 
>>>effect in the new game I'm writing at the moment 

>>>assign semi-transparency to the object. Would it be better to merely have 
>a 

>>>duplicate, plain-coloured model to swap with, or perhaps some dynamic tmd 
>>>type routine? 


> 
>Depending on the level of effect that you want, you will have to decide 
>which method to use. If you just want your model to blink and it doesn't 


>take too much of your memory budget you could just use a copy of the model. 
>If you are wanting a fade effect like in FF7, where the object fades from a 
>textured object to some generic color (like red) then I would go with a 
>dynamic tmd routine so you can adjust things like transparency levels and 
>vertex colors. 

> 

>I hope that helps, 

> 

>Nathan 


Thanks for the reply, so not everyone has disappeared. 


If you've taken a look at my animated GIF mock-up on my Planet X page of my 
site I think it looks like the dynamic tmd routines, since all the vehicle 
models need to be able to have this effect applied to them. 

It goes basically as: textured model - bright green model (possibly with 


some mixing from the textured model into a plain coloured one) - transparent 
model - fade out. 
Damn, it looks like I'll have to read those dynamic tmd docs and routines I 


downloaded and challenge my meagre programming skills... 
Cheers Nathan. 


Stuart. 


—-MESSAGE FILE 14494 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001379 


—-MESSAGE FILE 14495 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001380 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: de-texturing objects 

Date: Sun, 15 Aug 1999 18:37:12 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <7p6u8b$i8s18@chuka.playstation.co.uk> 

References: <7p3hvm$i8s3@chuka.playstation.co.uk> <7p673k$i8sl10@chuka.playstation.co 
-uk> <7p6lka$i8sl14@chuka.playstation.co.uk> <7p6ul0$i8s17@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-92.platinum.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


oops, 

here's the planet X link to see the Gif: 
http://www.netyaroze-europe.com/~scmacd/planetx.htm 

If anybody else has an idea, please get in touch,, thanx. 


—-MESSAGE FILE 14495 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001380 


——MESSAGE FILE 14496 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001381 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: de-texturing objects 

Date: Sun, 15 Aug 1999 14:44:44 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <7p75hu$i8s19@chuka.playstation.co.uk> 

References: <7p3hvm$i8s3@chuka.playstation.co.uk> <7p673k$i8sl10@chuka.playstation.co 
-uk> <7p6l1ka$i8sl4@chuka.playstation.co.uk> <7p6ulo$i8s17@chuka.playstation.co.uk> < 
7p 6u8b$i8s18@chuka.playstation.co.uk> 

NNTP-Posting-Host: 98A988B2.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


You might be able to get a better disintegrating effect if you used an 
actual texture for the fade. You will still have to make a dynamic tmd 
routine to do the fade, but you can use some kind of green staticy texture 
that looks like something is being destroyed. Then adjust the brightness 
and translucency of the texture to fade it out. This would require a little 
more memory to work with, but it would look cool. 


Nathan 


—-MESSAGE FILE 14496 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001381 


—--MESSAGE FILE 14497 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001382 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: de-texturing objects 

Date: Sun, 15 Aug 1999 14:54:12 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <7p7631Si8s20@chuka.playstation.co.uk> 

References: <7p3hvm$i8s3@chuka.playstation.co.uk> <7p673k$i8sl10@chuka.playstation.co 
-uk> <7p6lka$i8sl14@chuka.playstation.co.uk> <7p6ulo0$i8s17@chuka.playstation.co.uk> Հ 
7p6u8b$i8s18@chuka.playstation.co.uk> <7p75hu$i8s19@chuka.playstation.co.uk> 
NNTP-Posting-Host: 98A988B2.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 
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Oops forgot something, 


When doing dynamic routines, you need a copy of the origional object so that 
you do not write over it. You may want to set certain animation structures 
that define milestones (much like keyframes) that guide the animation 
process. Then you just set these changes over time. That way you can use 
this effect on multiple targets without eating up all of your memory. 


The Tim (texture) is where the level of transparency is defined, so you 
might want to look into creating dynamic tim routines so you do not bog down 
your frame buffer with different levels of the transparent texture (unless 
this suites you better). You would have to move a new texture into the 
frame buffer for the object to be drawn, then move the origional back. It 
is up to you, but these are just a few ideas... 


Good Luck, 


Nathan 


-—-MESSAGE FILE 14497 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001382 


—-MESSAGE FILE 14498 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001383 

Path: chuka.playstation.co.uk!news 

From: "Mark Theyer" <theyergfx@ozemail.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Deforming models 
Date: Thu, 19 Aug 1999 11:08:13 +1000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 
Message-ID: <7phug2Shtr18@chuka.playstation.co.uk> 
NNTP-Posting-Host: slgol53p54.ozemail.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


I wish to deform a TMD model by changing its 3D vertex points every 
frame... does this have any impact when rendering? Or, in other words, 
do the 3D points get accessed while rendering? Should I leave them 
alone by using double buffered models (i.e: two copies) ? 


Or, is it OK to change the points after calling DrawOT? 
Thanks 


Mark 


—-MESSAGE FILE 14498 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001383 


——MESSAGE FILE 14499 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001384 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Deforming models 

Date: Sun, 22 Aug 1999 16:19:24 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <935338764.2012884687@news.playstation.co.uk> 
References: <7phug2Shtr18@chuka.playstation.co.uk> 
NNTP-Posting-Host: d4-s41-43-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
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Content-—Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


"Mark Theyer" <theyergfx@ozemail.com.au> wrote: 


>Hi 

> 

>I wish to deform a TMD model by changing its 3D vertex points every 
>frame... does this have any impact when rendering? Or, in other words, 


>do the 3D points get accessed while rendering? Should I leave them 
>alone by using double buffered models (i.e: two copies)? 


Or keep two copies of just the vertex segment and swap a single pointer 
(pretty much zero overhead, uses less memory). 


>Or, is it OK to change the points after calling DrawOT? 


You can change the points after sorting the object...check out 
the library code that accompanies RsdANIM for an example of 
doing this... 


>Thanks 
> 


>Mark 


Craig. 
Animated TMDs R Us - the followup to RsdANIM is coming along 
nicely (but unless you use Linux/KDE you'll never see it). 


9750 


—-MESSAGE FILE 14499 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001384 


——MESSAGE FILE 14500 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001385 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au! nobody 
From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Deforming models 

Date: 23 Aug 1999 11:03:51 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86hflr71lfs.fsf@foo.mel.cybec.com.au> 
References: <7phug2$htr18@chuka.playstation.co.uk> 
NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


"Mark Theyer" <theyergfx@ozemail.com.au> writes: 
Hi 


I wish to deform a TMD model by changing its 3D vertex points every 
frame... does this have any impact when rendering? Or, in other words, 
do the 3D points get accessed while rendering? Should I leave them 
alone by using double buffered models (i.e: two copies)? 


VVVVVVVV 


Or, is it OK to change the points after calling DrawOT? 


AFAIK when you insert your object into an OT a copy of all the info in 
your TMD is made - converted into GPU commands. So you should be able 
to insert/sort an object then modify it without affecting anything. 


But I may be wrong. The GPU commands may reference your TMD... hrmm. 
I'd just have a quick fiddle and test it for yourself. Maybe create a 
Simple object, insert it, then change its colour before DrawOT(). 


(What's the bet that because I'm in Australia in a different TZ that 
this has already been answered by James Russell but I haven't got the 
article yet... and I look like a fool answering something fuzzily that 
James has categorically pointed out? Doh.) 


Toby. 


—-MESSAGE FILE 14500 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001385 
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——MESSAGE FILE 14501 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001386 

Path: chuka.playstation.co.uk!foo.mel.cybec.com.au!nobody 

From: Toby Hutton <thutton@vet.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Deforming models 

Date: 23 Aug 1999 14:40:12 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 9 

Sender: toby@foo.mel.cybec.com.au 

Message-ID: <86so5b5cur.fsf@foo.mel.cybec.com.au> 

References: <7phug2$htr18@chuka.playstation.co.uk> <86hflr71fs.fsf@foo.mel.cybec.com 
.au> 

NNTP-Posting-Host: 203.103.154.60 

X-Newsreader: Gnus v5.6.45/XEmacs 21.1 - "20 Minutes to Nikko" 


Toby Hutton <thutton@vet.com.au> writes: 

> (What's the bet that because I'm in Australia in a different TZ that 

> this has already been answered by James Russell but I haven't got the 
> article yet... and I look like a fool answering something fuzzily that 
> James has categorically pointed out? Doh.) 


Ok, Craig did it, not James... knew it... 


Toby. 
--MESSAGE FILE 14501 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001386 


——MESSAGE FILE 14502 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001387 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english,scee.yaroze.programming.3d_graphics 
Subject: Truespace 2 

Date: Tue, 24 Aug 1999 17:27:28 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <7puh0k$6lp6@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-58.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4543 scee.yaroze.programm 
ing.3d_graphics:1387 


Hey ho, 


I'm *finally* getting into 3D, after completing the legendary Passmore 
3D Tutorial(tm). I noticed (browsing the 3D newsgroup) that everyone seems 


to rave about Truespace 2 - does anyone know of a way to get hold of it for 
free now or - even better - have a (spare) copy I could get off them? At the 
moment it's dynamic TMDs all the way... *shiver* 


Reply, or be denied the best 3D Pong game the world has ever seen. Hmmm. 
Cheers, 


Nick F 


www.saqnet.co.uk/users/nickf 
www. loonygames.com 
www.netyaroze-europe.com/~rookiel 


"Game over, man. Game over!" 


—-MESSAGE FILE 14502 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001387 
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--MESSAGE FILE 14503 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001388 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Tue, 24 Aug 1999 17:20:10 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <935515210.219565289@news.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> 

NNTP-Posting-Host: d4-s47-49-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4544 scee.yaroze.programm 
ing.3d_graphics:1388 


"Nick Ferguson" <nickf@saqnet.co.uk> wrote: 


>Hey ho, 

> 

> I'm *finally* getting into 3D, after completing the legendary Passmo= 
re 


>3D Tutorial(tm). I noticed (browsing the 3D newsgroup) that everyone see= 

ms 

>to rave about Truespace 2 - does anyone know of a way to get hold of it = 
for 

>free now or - even better - have a (spare) copy I could get off them? At= 
the 


>moment it's dynamic TMDs all the way... *shiver* 
It's on the front of magazines pretty frequently - I got it on the cover = 
of 


PC Plus (issue 152), but it's cropped up on load's of others... 
It's not a patch on 3DS Max though... 
>Nick F 


Craig. 


-—-MESSAGE FILE 14503 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001388 


—-MESSAGE FILE 14504 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001389 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Tue, 24 Aug 1999 21:56:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <7pvlb1S61p8@chuka.playstation.co.uk> 

References: <7puhOkS6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: modem-62.sulfur.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4550 scee.yaroze.programm 
ing.3d_graphics:1389 


>It's on the front of magazines pretty frequently - I got it on the cover of 
>PC Plus (issue 152), but it's cropped up on load's of others... 


>It's not a patch on 3DS Max though... 
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Yeah, but if you export DXFs from Max all the polys are triangular, whereas 


with FormZ it exports quads as well. Unless there's some plugin for max for 
writing RSDs. I saw there was a plugin on SCEA's site for 3DS r4. 

If anybody knows if such a plugin exists ( or how to get around the tri poly 
problem ), it would be a great help. 

Cheers. 

Stuart 


—-MESSAGE FILE 14504 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001389 


—--MESSAGE FILE 14505 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001390 

Path: chuka.playstation.co.uk!news 

From: "Robert Shand" <bob@shandfam. freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Dynamic TMD generation questions 

Date: Tue, 24 Aug 1999 23:05:14 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7pv5hv$61p9@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-102.uranium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hi all, 


I'm trying to create a first person shooter like Wolf3D, and I'm using the 
source code for Stuart Ashleys Clone as a kind of "guiding hand". 


In Wolf3D there are loads of different wall textures, do I have to create a 
different TMD for each texture, with just the pointer to the TIM in memory 
different? 


Will this be tru for sprites also, for example in the Wolf3D game when a 
enemy soldier dies there is an animation of him falling, would there have to 
be a different TMD for each frame of the animation, or could I just modify 
the current model? 


There I think that makes sense ;0) 
Any help much appreciated 
Regards 


Bob 
bob@shandfam. freeserve.co.uk 


-—-MESSAGE FILE 14505 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001390 


——MESSAGE FILE 14506 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001391 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Dynamic TMD generation questions 
Date: Wed, 25 Aug 1999 00:09:23 +0100 
Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 

Message-ID: <7pv7h1S$61p11@chuka.playstation.co.uk> 
References: <7pv5hvS$6lp9@chuka.playstation.co.uk> 
NNTP-Posting-Host: 212.56.111.134 

X-Priority: 3 

X-MSMail-Priority: Normal 
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X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi, 


You can do it either way. Having multiple TMDs costs memory. Modifying 
TMDs costs processor time. When modifying TMD prims (not verts or norms) 
you should re-link the object before sorting into the OT. You can save 
memory by sharing verts and norms across multiple TMDs if it's just the 
prims which are different. 


Oh, and TMD sprites (and lines and double sided polys) are not supported in 
the NY libs. 


Herbs 


Robert Shand <bob@shandfam.freeserve.co.uk> wrote in message 
news: 7pvShvS$61p9@chuka.playstation.co.uk... 
Hi all, 


I'm trying to create a first person shooter like Wolf3D, and I'm using the 
source code for Stuart Ashleys Clone as a kind of "guiding hand". 


In Wolf3D there are loads of different wall textures, do I have to create 


different TMD for each texture, with just the pointer to the TIM in memory 
different? 


Will this be tru for sprites also, for example in the Wolf3D game when a 
enemy soldier dies there is an animation of him falling, would there have 


be a different TMD for each frame of the animation, or could I just modify 
the current model? 


There I think that makes sense ;0) 
Any help much appreciated 
Regards 


Bob 
bob@shandfam. freeserve.co.uk 


Be SENSO V N ԱՄԱՑ ՄԱՆԱ: 


—-MESSAGE FILE 14506 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001391 


——MESSAGE FILE 14507 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001392 
Path: chuka.playstation.co.uk!news 
From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Local->Parent->World Coords calculations- HELP!!! 
Date: Wed, 25 Aug 1999 02:20:07 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 80 
Message-ID: <37C344C7.4D97924D@mcneish. freeserve.co.uk> 
NNTP-Posting-Host: tnt-10-202.easynet.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/alternative; 
boundary=" 865E3BD8A359A4F35688AE15" 
X-Mailer: Mozilla 4.6 [en] (Win98; I) 
X-Accept—-Language: en 
X-Priority: 1 (Highest) 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1392 scea.yaroze.p 
rogramming.3d_graphics: 380 
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865E3BD8A35 9A4F35688AE15 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Hello All, 


I have been working on the AI for my game and have come to a bit of a 
dead-end. 


I have a player that has several child coordinate systems attached to 
it, ie their parent system is that of the player, and I am trying to get 
the world coordinates of these points. 


After browsing this group I read that I should be using GsGetLw followed 
by ApplyMatrix but how???? 


It is probably a straight forward process but I am missing something 
simple but what??? 


I also read the Matrix and Vector tutorial and it included the following 
function psuedo code 


LocalToWorldMatrix(X) { 
if super == WORLD 
return X.matrix; 
else 
return X.matrix * LocalToWorldMatrix(X.super) ; 


} 
What does that mean? 


This is the corner stone of my AI design and I would appreciate some 
help as this could lead to a job. 


Bruce 


CoolFusion Developments 
http://www.netyaroze-europe.com/~bmcneish 


865E3BD8A359A4F35688AE1L5 
Content-Type: text/html; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


<!doctype html public "-//w3c//dtd html 4.0 transitional//en"> 

<html> 

Hello All, 

<p>I have been working on the AI for my game and have come to a bit of 

a dead-end. 

<p>I have a player that has several child coordinate systems attached to 
it, ie their parent system is that of the player, and I am trying to get 
the world coordinates of these points. 

<p>After browsing this group I read that I should be using GsGetLw followed 
by ApplyMatrix but how???? 

<p>It is probably a straight forward process but I am missing something 
simple but what??? 

<p>I also read the Matrix and Vector tutorial and it included the following 
function psuedo code 

<p><i>LocalToWorldMatrix(X) {</i> 
<br><i>énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; if super == WORLD</i> 
<br><i>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; &nbsp; 
return X.matrix;</i> 

<br><i>énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; else</i> 

<br><i>énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; &nbsp; 
return X.matrix * LocalToWorldMatrix(X.super) ;</i> 

<br><i>}</i> 

<p>What does that mean? 

<p>This is the corner stone of my AI design and I would appreciate some 
help as this could lead to a job. 

<p>Bruce 

<p> 
<br> | CoolFusion Developmentsé&nbsp; &nbsp; &nbsp; &énbsp; &énbsp; &énbsp; &énbsp; &nbs 


Page 9755 


p; &nbsp; & 
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nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &énbsp; &énbsp; & 
nbsp; énbsp; énbsp; énbsp; énbsp; 


<br>| <A HREF="http://www.netyaroze-europe.com/~bmcneish|">http://www.netyaroze-euro 
pe.com/~bmcneish|</A> 
<br> </html> 


8 65E3BD8A35 9A4F35688AE15-—- 


—-MESSAGE FILE 14507 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001392 


—-MESSAGE FILE 14508 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001393 

Path: chuka.playstation.co.uk!news 

From: "Rikki Prince" <netyaroze@rprince.dircon.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 02:33:18 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <7pvh8t$61p14@chuka.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: th-gt144-174.pool.dircon.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4554 scee.yaroze.programm 
ing.3d_graphics:1393 


> It's on the front of magazines pretty frequently - I got it on the cover 
of 
> PC Plus (issue 152), but it's cropped up on load's of others... 


It's on something this or last month, so if you're quick, you may be able to 
find it in a newsagent. Sorry I can't remember what mag it is, I saw it made 
a mental note, and forgot before I could post a message. D'oh! It's pretty 
easily spottable, so just look around a bit. Or maybe back order PC Plus 
52: 


> It's not a patch on 3DS Max though... 
> > Nick F 


Craig. 


—-MESSAGE FILE 14508 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001393 


—--MESSAGE FILE 14509 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001394 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 09:24:44 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <935573084.2087440360@news.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> <7pvlb1S61p8@chuka.playstation.co.uk> 

NNTP-Posting-Host: d5-s8-40-telehouse.mistral.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 
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Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4558 scee.yaroze.programm 
ing.3d_graphics:1394 


<stuart@macdonald4798.freeserve.co.uk> wrote: 


>>It's on the front of magazines pretty frequently - I got it on the cove= 
r of 

>>PC Plus (issue 152), but it's cropped up on load's of others... 

> 

>>It's not a patch on 3DS Max though... 

> 


>Yeah, but if you export DXFs from Max all the polys are triangular, wher= 
eas 


>with FormZ it exports quads as well. Unless there's some plugin for max= 
for 

>writing RSDs. I saw there was a plugin on SCEA's site for 3DS r4. 

>If anybody knows if such a plugin exists ( or how to get around the tri = 

poly 

>problem ), it would be a great help. 


There is a max plugin for writing RSD/TMD/TOD/HMD files, but it's 
a bit expensive. 


>Cheers. 
>Stuart 


Craig. 


—-MESSAGE FILE 14509 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001394 


——MESSAGE FILE 14510 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001395 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Dynamic TMD generation questions 

Date: Wed, 25 Aug 1999 09:34:01 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <935573641.1258817053@news.playstation.co.uk> 

References: <7pvShvS$6l1p9@chuka.playstation.co.uk> <7pv7h1$6lp11@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: d5-s8-40-telehouse.mistral.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


"Alex Herbert" <alex@herbs.dabsol.co.uk> wrote: 

>Hi, 

> 

>You can do it either way. Having multiple TMDs costs memory. Modifying 
>TMDs costs processor time. When modifying TMD prims (not verts or norms= 
) 

>you should re-link the object before sorting into the OT. You can save 
>memory by sharing verts and norms across multiple TMDs if it's just the 
>prims which are different. 


Herb's is right about the shared vertex/normal data, almost right about t= 
he 

re-linking. I don't think you need to re-link for a change in texture UV'= 
s 

— you've not modified the TYPE of primitive, only some of it's parameters= 


r 
you shouldn't have to re-link. So, just have one TMD, sort it, change 


the texture UV, and sort it again - should work no problem (you can do th= 
e 
same thing with vertex colour's to get dynamic point lighting). No need t= 
° 


re-link...and it doesn't cost a lot of CPU to just substitute the texture= 
UV's 
(esp. if it's a simple TMD just for doing a Wolf3D style wall). 
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I posted some environment mapping code ages ago that demo'd it... 
>Herbs 
Craig. 


—-MESSAGE FILE 14510 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001395 


--MESSAGE FILE 14511 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001396 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 11:34:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7q0h8iS61p16@chuka.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> <935515210.219565289@news.playstat 
ion.co.uk> <7pvlb1lS6l1p8@chuka.playstation.co.uk> <935573084.2087440360@news.playstat 
ion.co.uk> 

NNTP-Posting-Host: modem-30.irdium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4561 scee.yaroze.programm 
ing.3d_graphics:1396 


Craig Graham wrote in message 
<935573084.2087440360@news.playstation.co.uk>... 

<stuart @macdonald4798.freeserve.co.uk> wrote: 

>>Yeah, but if you export DXFs from Max all the polys are triangular, 
whereas 


>>with FormZ it exports quads as well. Unless there's some plugin for max 
for 

>>writing RSDs. I saw there was a plugin on SCEA's site for 3DS r4. 

>>. If anybody knows if such a plugin exists ( or how to get around the tri 
poly 

>>problem ), it would be a great help. 


>There is a max plugin for writing RSD/TMD/TOD/HMD files, but it's 
>a bit expensive. 


I figured as much. I'll just need to wait until I can get my copy of Formz 
3.0 running ( someone pinched my parralel port dongle ), which is a 
fantastic modeller for low-poly work. 3DMax may be the greatest, but 
low-poly modeling is very pc orientated ( ie. triangles ). 


Stuart. 


—-MESSAGE FILE 14511 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001396 


——MESSAGE FILE 14512 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001397 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics, scea.yaroze.programming.3d_graphics 
Subject: Re: Local->Parent-—>World Coords calculations- HELP!!! 

Date: Wed, 25 Aug 1999 23:29:37 +1200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 255 

Message-ID: <7q0k3m$61p18@chuka.playstation.co.uk> 

References: <37C344C7.4D97924D@mcneish. freeserve.co.uk> 

NNTP-Posting-Host: p42-max3.wlg.ihug.co.nz 

Mime-Version: 1.0 
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Content-Type: multipart/alternative; 
boundary="——--=_NextPart_000_0013_01BEEF51.B221C6A0" 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1397 scea.yaroze.p 

rogramming.3d_graphics:381 


This is a multi-part message in MIME format. 
SaaS = =_NextPart_000_0013_01BEEF51.B221C6A0 
Content-Type: text/plain; 
charset="iso-8859-1" 
Content-Transfer-Encoding: quoted-printable 
Hi Bruce, 
In order to find the world coordinates of a child object itself you only = 
need to make the call to GsGetLw similar to below 


MATRIX temp_matrix; 


GsGetLw(&child_coord2, &temp_matrix); 
// where child_coord2 is the child objects GSCOORDINATE2 structure 


world_x =3D temp_matrix.t[0]; 
world_y =3D temp_matrix.t[1]; 
world_z =3D temp_matrix.t[2]; 


ApplyMatrix can be used to change coordinates (or direction vectors) in 
child space to coordinates in world space similar to below 


MATRIX temp_matrix; 


GsGetLw(&child_coord2, &temp_matrix); 
ApplyMatrixLV( &temp_matrix, &o0ffset, &result); 
// where offset is a positional (or directional) vector in child space 


world_x =3D result.vx; 
world_y =3D result.vy; 
world_z =3D result.vz; 


The psuedo code is basically demonstrating that you can find the local = 
to world transformation matrix by multiplying the local matrix with the = 
matrices of all the parents in the coordinate system hierarchy. The = 
line 


return X.matrix * LocalToWorldMatrix(X.super) ;=20 


is really the key as you will see the function calls itself to multiply = 
the local matrix by the local matrix of the immediate parent. Through = 
recursion this will create a string of matrix multiplications, stopping = 
when it finds a parent whose own parent is the world (or WORLD in Yaroze = 
speak) via the test =20 


if super =3D=3D WORLD=20 
return X.matrix;=20 


Hope this helps, 
Mario 
SIDHE INTERACTIVE 


mario@sidhe.co.nz 
http://www.sidhe.co.nz 
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Bruce McNeish <bruce@mcneish.freeserve.co.uk> wrote in message = 
news :37C344C7.4D97924D@mcneish.freeserve.co.uk... 
Hello All,=20 
I have been working on the AI for my game and have come to a bit of a = 
dead-end. =20 


I have a player that has several child coordinate systems attached to = 
it, ie their parent system is that of the player, and I am trying to get = 
the world coordinates of these points.=20 


After browsing this group I read that I should be using GsGetLw = 
followed by ApplyMatrix but how????=20 


It is probably a straight forward process but I am missing something = 
simple but what???=20 


I also read the Matrix and Vector tutorial and it included the = 
following function psuedo code=20 


LocalToWorldMatrix(X) {=20 
if super =3D=3D WORLD=20 
return X.matrix;=20 
else=20 
return X.matrix * LocalToWorldMatrix(X.super) ;=20 


}=20 
What does that mean?=20 


This is the corner stone of my AI design and I would appreciate some = 
help as this could lead to a job.=20 


Bruce=20 
20 
CoolFusion Developments |=20 
http: //www.netyaroze-europe.com/~bmcneish|=20 
20 


Bane =_NextPart_000_0013_01BEEF51.B221C6A0 

Content-Type: text/html; 
charset="iso-8859-1" 

Content-Transfer-Encoding: quoted-printable 


<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.0 Transitional//EN"> 
<HTML><HEAD> 

<META content=3D"text/html; charset=3Diso-8859-1" 
http-equiv=3DContent-Type> 

<META content=3D"MSHTML 5.00.2614.3401" name=3DGENERATOR> 
<STYLE></STYLE> 

</HEAD> 

<BODY bgColor=3D#ffffFff> 

<DIV><FONT face=3DArial size=3D2>Hi Bruce, </FONT></DIV> 
<DIV>&nbsp; </DIV> 
<DIV><FONT face=3DArial size=3D2>In order to find the world coordinates = 
of a child=20 

object itself you only need to make the call to GsGetLw similar to=20 
below</FONT></DIV> 


<DIV>&nbsp; </DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>MATRIX temp_matrix; <BR></FONT></DIV> 
<DIV><FONT face=3DArial size=3D2>GsGetLw (é&amp; child_coord2,=20 

éamp; temp_matrix) ;</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2>// where child_coord2 is the child = 
objects=20 

GsCOORDINATE2 structure</FONT></DIV> 

<DIV>&nbsp; </DIV> 

<DIV><FONT face=3DArial size=3D2>world_x =3D = 
temp_matrix.t[0];</FONT></DIV> 

<DIV><FONT face=3DArial size=3D2> 

<DIV><FONT face=3DArial size=3D2>world_y =3D = 
temp_matrix.t[1];</FONT></DIV> 
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ԼՄՀ 

IV><FONT face=3DArial size=3D2>world_z =3D = 
mp_matrix.t[2];</FONT></DIV> 

IV>é&nbsp; </DIV> 

IV>énbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV>ApplyMatrix can be used to change coordinates (or direction = 
ctors) in=20 

ild space to coordinates in world space similar to below</DIV> 
IV>énbsp; </DIV> 

IV><FONT face=3DArial size=3D2>MATRIX temp_matrix;<BR></FONT><FONT = 
ce=3DArial=20 
zZe=3D2></FONT></DIV> 
IV><FONT face=3DArial size=3D2>GsGetLw(&amp; child_coord2,=20 
mp; temp_matrix) ;</FONT></DIV></DIV> 


ԾԵԽԵԾՓՕԽԽԵԵԵԵԵԵՓՕԾԾ 


H 
< 
Vv 


IV>ApplyMatrixLV( é&amp;temp_matrix, é&amp;offset, &amp; result) ;</DIV> 
Iv>// where offset is a positional (or directional) vector in child=20 
ace</DIV> 

IV>é&nbsp; </DIV> 


IV><FONT face=3DArial size=3D2>world_x =3D result.vx;</FONT></DIV> 
IV><FONT face=3DArial size=3D2> 
IV><FONT face=3DArial size=3D2> 
IV><FONT face=3DArial size=3D2>world_y =3D result.vy; 

IV><FONT face=3DArial size=3D2>world_z =3D=20 
sult.vz;</FONT></DIV></FONT></DIV></FONT></FONT></DIV></DIV></DIV> 
IV>é&nbsp; </DIV> 

IV>é&nbsp; </DIV> 

IV>The psuedo code is basically demonstrating that you can find the = 
local to=20 

world transformation matrix by multiplying the local matrix with the = 
matrices of=20 

all the parents in the coordinate system hierarchy.énbsp; The line</DIV> 
<DIV>&nbsp; </DIV> 
<DIV><I>return X.matrix * LocalToWorldMatrix(X.super);</I> <BR></DIV> 
<DIV>is really the key as you will see the function calls itself to = 
multiply the=20 

local matrix by the local matrix of the immediate parent.&nbsp; Through=20 
recursion this will create a string of matrix multiplications, stopping = 
when it=20 

finds a parent whose own parent is the world (or WORLD in Yaroze speak) 
via the=20 

testénbsp; </DIV> 

DIV>&nbsp; </DIV> 

DIV><I>if super =3D=3D WORLD</I>&nbsp; <BR><I>&nbsp; &nbsp; &nbsp; return=20 
-matrix;</I> <BR></DIV> 

DIV>&nbsp; </DIV> 
DIV>&nbsp; </DIV> 

DIV>Hope this helps, </DIV> 
DIV>&nbsp; </DIV> 
DI 
ը. 
D 


ANAKABAAAAAAADBAAARADMAAQASAAAATAA 


ԾԵԽԵՓՕ D D D Ü D .'0 U D D t D E: w 
H է 
Հ 
Vv 


IV>Mario</DIV> 
IV>é&nbsp; </DIV> 
IV>SIDHE INTERACTIVE<BR><A=20 
ref=3D"mailto:mario@sidhe.co.nz">mario@sidhe.co.nz</A><BR><A=20 
ref=3D"http://www.sidhe.co.nz">http://www.sidhe.co.nz</A><BR></DIV> 
DIV>é&nbsp; </DIV></DIV></FONT></DIV> 
<BLOCKQUOTE=20 
style=3D"BORDER-LEFT: #000000 2px solid; MARGIN-LEFT: 5px; MARGIN-RIGHT: 
Opx; PADDING-LEFT: 5px; PADDING-RIGHT: Opx"> 

<DIV>Bruce McNeish &1lt;<A=20 
href=3D"mailto:bruce@mcneish.freeserve.co.uk">bruce@mcneish.freeserve.co. 
uk</A>&gt;=20 

wrote in message <A=20 


ANDTAIAAAAAAAKRAA 


href=3D"news:37C344C7.4D97924D@mcneish. freeserve.co.uk">news:37C344C7.4D9= 
7924D@mcneish. freeserve.co.uk</A>...</DIV>Hello=20 

All1,=20 

<P>I have been working on the AI for my game and have come to a bit of = 
a=20 

dead-end. =20 

<P>I have a player that has several child coordinate systems attached = 


9761 
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to it,=20 

ie their parent system is that of the player, and I am trying to get = 
the world=20 

coordinates of these points.=20 

<P>After browsing this group I read that I should be using GsGetLw = 
followed by=20 

ApplyMatrix but how????=20 

<P>It is probably a straight forward process but I am missing = 
something simple=20 

but what???=20 

<P>I also read the Matrix and Vector tutorial and it included the = 
following=20 

function psuedo code=20 

<P><I>LocalToWorldMatrix(X) {</I>=20 
<BR><I>é&nbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; if super =3D=3D 
WORLD</I>=20 


<BR><I>&nbsp; &nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; 
=20 
return X.matrix;</I> <BR><I>énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp; 


else</I>=20 
<BR><I>&nbsp; &nbsp; &nbsp; énbsp; énbsp; énbsp; énbsp; énbsp; &nbsp; &nbsp; &nbsp;= 
=20 

return X.matrix * LocalToWorldMatrix(X.super) ;</I> <BR><I>}</I>=20 

<P>What does that mean?=20 

<P>This is the corner stone of my AI design and I would appreciate = 
some help=20 

as this could lead to a job.=20 

<P>Bruce=20 

<P> <BR>| CoolFusion=20 


Developmentsé&nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; énbsp; &énbsp; énbsp; énbsp; «Հ 
nbsp; énbsp; énbsp; énbsp; énbsp; &énbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; &nbsp; ճոՀ 
bsp; &nbsp; &énbsp; énbsp; &énbsp; énbsp; =20 

| <BR>| <A=20 


href=3D"http://www.netyaroze-europe.com/-bmcneish|">http://www.netyaroze-= 
europe.com/~bmcneish|</A>=20 

<BR> 20 
</P></BLOCKQUOTE></BODY></HTML> 


—----- =_NextPart_000_0013_01BEEF51.B221C6A0-- 


—-MESSAGE FILE 14512 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001397 


——MESSAGE FILE 14513 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001398 

Path: chuka.playstation.co.uk!news 

From: "Nick Ferguson" <nickf@saqnet.co.uk> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: Re: Truespace 2 

Date: Wed, 25 Aug 1999 17:50:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7q17j9S61p22@chuka.playstation.co.uk> 

References: <7puhOkS$6lp6@chuka.playstation.co.uk> 

NNTP-Posting-Host: dialup137-76.saqnet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:4569 scee.yaroze.programm 
ing.3d_graphics:1398 


Thanks all - I found a copy of Truespace 2 today so no worries. My flatmate 
has it on the Computer Arts 3D special issue CD, but neglected to mention it 
to me until after I mailed the ng! :) 


Nick F 
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—-MESSAGE FILE 14513 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001398 


——MESSAGE FILE 14514 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001399 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Parallel Projection 

Date: Mon, 30 Aug 1999 19:00:04 GMT 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <37cad47f£.256787459@news.scea.sony.com> 
NNTP-Posting-Host: vmlabs27.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Am I correct in assuming the Yaroze cannot do true parallel 
projection? I looked at George's tutorial and his "Parallel vs. 
Perspective" chapter does it by setting the projection distance to a 
large value. 


Second question. Are there any consequences of simulating parallel 
projection this way? Will I get strange problems if I set the 
projection distance too high (overflow, underflow, etc.)? Or is it 
"Just another number in a matrix"? 


Scott 
—-MESSAGE FILE 14514 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001399 


—-MESSAGE FILE 14515 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001400 

Path: chuka.playstation.co.uk!news 

From: george_bain@playstation.sony.com (George Bain) 

Newsgroups: scee.yaroze.announce, scee.yaroze.beginners, scee.yaroze.freetalk.english, 
scee.yaroze.mydemos, scee.yaroze.problems.internet, scee.yaroze.problems.mac, scee.yaro 
ze.problems.pc, scee.yaroze.profile, scee.yaroze.programming.2d_graphics, scee.yaroze.p 
rogramming.3d_graphics, scee.yaroze.programming.codewarrior, scee.yaroze.programming.g 
nu_compiler, scee.yaroze.programming.libraries, scee.yaroze.programming.sound, scee.yar 
oze.event 

Subject: test 

Date: 31 Aug 1999 16:07:15 GMT 

Organization: Sony Computer Entertainment Europe 

Lines: 2 

Message-ID: <7qgujj$702@chuka.playstation.co.uk> 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 

Xref: chuka.playstation.co.uk scee.yaroze.announce:233 scee.yaroze.beginners:905 sce 
e.yaroze.freetalk.english:4582 scee.yaroze.mydemos:508 scee.yaroze.problems.internet 
2:94 scee.yaroze.problems.mac:44 scee.yaroze.problems.pc:207 scee.yaroze.profile:183 

scee.yaroze.programming.2d_graphics:1067 scee.yaroze.programming.3d_graphics:1400 sc 
ee. yaroze.programming.codewarrior:489 scee.yaroze.programming.gnu_compiler:343 scee. 
yaroze.programming.libraries:226 scee.yaroze.programming.sound:253 scee.yaroze.event 
2169 


this is a test 


—-MESSAGE FILE 14515 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001400 


--MESSAGE FILE 14516 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001401 

Path: chuka.playstation.co.uk!news 

From: "Donal O'Duibhir" <oduibhir@indigo.ie> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Low Poly in Max 
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Date: Sun, 5 Sep 1999 22:40:50 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <7quo9f$767@chuka.playstation.co.uk> 
NNTP-Posting-Host: ts08-027.dublin.indigo.ie 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


I'm still getting started but: 


Can anyone briefly tell me what the process is for exporting a 3d Studio Max 
( R2 ) model to the playstation format ( RSD right? ) , ie do I needa 
plugin, is it annoyingly difficult, what about the texture maps etc. 


Coouple of hints would be good? 


Regards, 


Donal O'Duibhir 


"Do not dwell in the past, do not dream of the future, concentrate the mind 
on the present moment." - Buddha 


/ ÓN 
Mailto: oduibhir@indigo.ie | 
Web : http://indigo.ie/~nodecity | 

\ / 


—-MESSAGE FILE 14516 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001401 


——MESSAGE FILE 14517 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001402 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Low Poly in Max 

Date: Thu, 9 Sep 1999 10:29:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <7r7v3n$23b13@chuka.playstation.co.uk> 
References: <7quo9f$767@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-64.mercury.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Donal O'Duibhir wrote in message <7quo9f$767@chuka.playstation.co.uk>... 
>I'm still getting started but: 

> 

>Can anyone briefly tell me what the process is for exporting a 3d Studio 
Max 
>( R2 ) model to the playstation format ( RSD right? ) , ie do I needa 
>plugin, is it annoyingly difficult, what about the texture maps etc. 


There probably is a plugin, somebody mentioned in the newsgroup that it was 
pretty expensive though. I tried exporting a dxf file and converting to rsd 
through dxf2rsd, but Max works in triangles only, so you end up no quads and 
therefore more polys ( which I think are also a bit slower to use than quads 
on the ps ? ). It works that way though, but you'll get more polys. I use 
FormZ instead for low-poly work - it exports dxf's with quads as well. Oh 
yeah, and remember to reverse your normals before exporting to dxf, dxf2rsd 
seems to flip them when you convert. 


Hope that helped. 
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Stuart. 


—-MESSAGE FILE 14517 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001402 


——MESSAGE FILE 14518 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001403 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RSDAdmin..... 

Date: Sat, 11 Sep 1999 17:55:29 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7rd8uvSmacl2@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns02511.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I would like to ask if the R-Script inside the RSDAnim has any methods which 
I can call to save the current model to a TMD File of a specific file name 
and a method which I can used to detect if there the user have make any 
changes to the viewports? I hope that u can send me a updated documentation 
of the R-Script if there is any.... U may ask what I wanna do... ^_^ Well I 
wish to write a simple program which enables me to preview the Model onto 
the Yaroze as I edit it inside the RSDAnim. But since serial uploads is much 
slower than the parallel connections, It's better that nothing right?! So I 
hope u can help me.... 


—-MESSAGE FILE 14518 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001403 


—-MESSAGE FILE 14519 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001404 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Problems TMD again.... 

Date: Mon, 13 Sep 1999 22:13:05 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1058 

Message-ID: <7rj0qm$g0d9@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns00127.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I have this problems when I try to post a TMD model which I modeled in MAX. 
The model seems strange when I post it onto the screen. Part of the 

model (some polygons) seems to appear and disappear at times when I rotate or 
move the model. Can someone please help me.... 

Stanley 


—-MESSAGE FILE 14519 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001404 


—--MESSAGE FILE 14520 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001405 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RSDAdmin..... 

Date: Tue, 14 Sep 1999 12:54:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 32 

Message-ID: <937313672.840045234@news.playstation.co.uk> 
References: <7rd8uv$macl2@chuka.playstation.co.uk> 
NNTP-Posting-Host: d3-s59-219-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


"Stanley Lim" <lkhemail@bigfoot.com> wrote: 

>I would like to ask if the R-Script inside the RSDAnim has any methods w= 
> call to save the current model to a TMD File of a specific file na= 
ss a method which I can used to detect if there the user have make any 
>changes to the viewports? I hope that u can send me a updated documentat= 
a the R-Script if there is any.... U may ask what I wanna do... ^_^ Wel= 
ae to write a simple program which enables me to preview the Model ont= 
ne Yaroze as I edit it inside the RSDAnim. But since serial uploads is = 
ee than the parallel connections, It's better that nothing right?! S 
ee u can help me.... 


Erm... I sort of discontinued RsdANIM. Sorry. R-Script was there as a tes= 
t 

for another project, and I never documented the interface it exposes. 
Cann't remember if I put in a TMD saving interface in R-Script - I don't = 
think 


so (and I cann't re-compile it now, as I don't use windows any more). 


If you've got an AR, RsdANIM will do real time preview on the yaroze for 
you.. 


Craig. 


—-MESSAGE FILE 14520 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001405 


--MESSAGE FILE 14521 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001406 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: About TMD again.... 

Date: Thu, 16 Sep 1999 23:25:04 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <7rr22v$n2il2@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns03317.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Sorrie guys if these qns has already been answered but I really need some 
pointers as I'm a beginner.... 


Can any one tell be how do I do texture maping on a simple TMD Model which I 
have up loaded onto the Yaroze during runtime. Source code example will be 
very much prefered! 


I get this problem when I posted some Models which created in 3D Max onto my 
game. Some of the polygons on the Model will disappear and appear when the 
Model is rotated or translated. I have used the RSDAnim to convert the Model 
from MAX to TMD. I needed, I will be most willing to post my source. 
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Hope that u guys can help me out.... 
Stanley 


—-MESSAGE FILE 14521 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001406 


—-MESSAGE FILE 14522 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001407 

Path: chuka.playstation.co.uk!news 

From: "Mark Theyer" <theyergfx@ozemail.com.au> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Drawing the same TMD <n> times each frame 
Date: Mon, 20 Sep 1999 15:31:40 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <7s6ag4$732@chuka.playstation.co.uk> 
NNTP-Posting-Host: slgol51p23.ozemail.com.au 
X-Newsreader: Microsoft Outlook Express 4.72.3110.5 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Hi 


I am drawing the same TMD model multiple times each frame, each ina 
different location, using a new handler for each sort call. 


I have eliminated all setup Gs function calls (gsLinkObject4, etc) so 
that I only need to use the single function call, gsSortObject4() to draw 
each copy of the TMD, using the different handlers. 


Unfortunately I still notice a performance hit when using this method. If 
I create multiple copies of the TMD in memory the performance is fine 

but using the one TMD, drawn multiple times with different handlers slows 
the PSX down heaps. In my example the frame rate drops from 30fps 

to 20fps. 


I do not wish to create multiple copies of the TMD as it will use too much 
memory. 


Any idea why this happens? 


Thanks 


Mark 
theyergfx@ozemail.com.au 


—-MESSAGE FILE 14522 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001407 


——MESSAGE FILE 14523 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001408 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: About TMD again... 

Date: Fri, 24 Sep 1999 07:57:56 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <938159876.1593971717@news.playstation.co.uk> 
References: <7rr22vSn2il2@chuka.playstation.co.uk> 
NNTP-Posting-Host: d5-s45-77-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 
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"Stanley Lim" <lkhemail@bigfoot.com> wrote: 

>Sorrie guys if these զոտ has already been answered but I really need som= 
Emas as I'm a beginner.... 

ce any one tell be how do I do texture maping on a simple TMD Model whi 
è up loaded onto the Yaroze during runtime. Source code example will 
cee much prefered! 

ie get this problem when I posted some Models which created in 3D Max ont 
ԱՑ. Some of the polygons on the Model will disappear and appear when t= 
es is rotated or translated. I have used the RSDAnim to convert the M= 
Հարի MAX to TMD. I needed, I will be most willing to post my source. 


You're getting errors from the fixed point math calculations in the GTE. 
Solution: scale up the objects before making the TMD's, then change your 
display parameters to make them look the same size on screen. This will a= 
void 

the inaccuracies in the GTE that cause the disappearing faces problem. 


>Hope that u guys can help me out.... 
>Stanley 


Craig. 


—-MESSAGE FILE 14523 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001408 


--MESSAGE FILE 14524 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001409 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: About TMD Files... 

Date: Sun, 3 Oct 1999 01:19:04 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <7t5f£39$69k1@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns04007.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I have read through the documentation in the Net-Yaroze homepage about the 
file format of TMD files but I still don't understand how it works. I need 
it for this collision detection function I'm writing. If anyone out there 
knows how to retrieve info like coordinates of vertices, polygons info, 
polygon counts, etc... please me me out here. 


—-MESSAGE FILE 14524 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001409 


--MESSAGE FILE 14525 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001410 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Conversion Problems dxf2rsd ?! 

Date: Sat, 02 Oct 1999 23:25:21 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 34 

Message-ID: <37F67841.3F5EBOB2@netway.at> 
NNTP-Posting-Host: t2p099.at—-732.netway.at 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; 1) 
X-Accept-Language: de,en,nl 


Hi! 


I'm trying to discover the world of DDD... 
I ran through some examples and it was ok. 


But now the time has come to experiment with 
selfmade ddd-models... and the trouble started! : ( 


From some friends of mine I received dxf models 
(mainly simple extruded ones), created (exported) 
from the following programs: 

- 3D Max, Autocad14, TurboCAD 3d, Corel Dream 


I converted them with dxf2rsd (dos version 2.81, 
win version 1.10e), but when loading them with 
RSDTool (win version Beta 0.8b) I got "something"! 
—> only some polygons appear, no 3rd dimension, 
polys in wrong positions.... 
(I tried many different ways of dxf2rsd conversion: 
auto -v -Y-Z -s -e 1 -quad2 5 -back....) 


What could be the fault??? 
Please help me - it's frustrating when you can't 
get your desired models to work! 


thanx in advance for your help! 
greetz 
John J. 


I hate bugs! - I like Starship Troopers... 
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—-MESSAGE FILE 14525 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001410 


—-MESSAGE FILE 14526 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001411 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Conversion problems... solved! 
Date: Sun, 03 Oct 1999 23:15:19 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <37F7C767.3B9E0652@netway.at> 
NNTP-Posting-Host: t2p239.at-—732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Hi! 


FYI: http://www.stmuc.com/thbaier/tools.html 
This is the great tool -» 3DWin 3.5 


Thanx & greetz 
John J. 


just wanted 2 say: it looks like I've solved the thing!! 


found on the web, it can convert a lot of 3d-formats! 
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I hate bugs! - I like Starship Troopers... 


—-MESSAGE FILE 14526 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001411 


——MESSAGE FILE 14527 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001412 

Path: chuka.playstation.co.uk!news 

From: James <aliasmaya@bigpond.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: GE2 format? 

Date: Sat, 09 Oct 1999 19:47:56 +1000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <37FFOF4C.  9D3BBC1E@bigpond. com> 
NNTP-Posting-Host: LDIP-T-005-p-198-223.tmns.net.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (WinNT; I) 
X-Accept-Language: en, zh-CN 


Hi 


Sorry, this is a bit off topic. 

Does anyone know hway is the GE2 format? where can I get more info about 
that. 

Does anyone using GE2 format tranlate to RSD or TMD format??? 


Thank you in advance for any help 
James 


-—-MESSAGE FILE 14527 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001412 


——MESSAGE FILE 14528 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001413 

Path: chuka.playstation.co.uk!news 

From: "Stanley Lim" <lkhemail@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Problem with RSDanim 1.6 

Date: Sun, 17 Oct 1999 11:58:51 +0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <7ubiddSdv43@chuka.playstation.co.uk> 
NNTP-Posting-Host: qtns00606.singnet.com.sg 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


I have this problem with RSD anim 1.6... When I put the model I created in 
RSD anim, the model becomes distorted(The size and shape changes and this is 
not what I put in my animatation) as I animate it with the MIM file. Does 
anyone know why? Is there anyway to solve this problem or are there any 
workarounds? 

Please help me out here... 


Thank you. 
Stanley 


—-MESSAGE FILE 14528 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001413 


—-MESSAGE FILE 14529 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001414 
Path: chuka.playstation.co.uk!news 
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From: Craig Graham <c_graham@hinge.mistral.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Problem with RSDanim 1.6 

Date: Mon, 18 Oct 1999 10:51:58 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <940243918.1315979438@news.playstation.co.uk> 
References: <7ubiddSdv43@chuka.playstation.co.uk> 
NNTP-Posting-Host: d5-s58-90-telehouse.mistral.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: quoted-printable 
X-NewsReader: kexpress 0.8.0 


"Stanley Lim" <lkhemail@bigfoot.com> wrote: 

>I have this problem with RSD anim 1.6... When I put the model I created = 
in 

>RSD anim, the model becomes distorted(The size and shape changes and thi= 
s is 

>not what I put in my animatation) as I animate it with the MIM file. Doe= 
s 

>anyone know why? Is there anyway to solve this problem or are there any 
>workarounds? 


The animation is linear. Use more keyframes to avoid so much distortion, 
and remember to reset the model from time to time. 

Also, using small dimension models causes math errors to creep in 

(on the PSX, it's a bug in the GTE), so use a reasonable size for the 
models.... 


>Please help me out here... 
> 


>Thank you. 
>Stanley 


Craig. 


9771 


—-MESSAGE FILE 14529 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001414 


——MESSAGE FILE 14530 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001415 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Prerendered backdrop style 3D engine 
Date: Tue, 19 Oct 1999 11:35:24 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 18 

Message-ID: <380C496C.2D938EEB@easynet.co.uk> 
NNTP-Posting-Host: 193.131.140.238 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1415 scee.yaroze.f 


reetalk.english: 4929 
Hi 


I was wondering what might be involved in creating a 3D engine that used 
prerendered backdrops, as in Resident Evil etc. 


Seems to me that this is harder than a realtime 3D engine (Tomb Raider 
etc), because you would need to take your prerendered backdrop and slice 
it up so that characters could walk around the scene realistically (i.e 
move behind and in front of wall, cars, pillars and so on). Also, you 
would need 'invisible' 3D objects to act as bounding areas for each 
"slice' of the backdrop. 


Has anyone tried this or got tips on how to start, sample code etc 
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Thanks in advance 
Phil 


—-MESSAGE FILE 14530 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001415 


——MESSAGE FILE 14531 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001416 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 
Date: Tue, 19 Oct 1999 17:45:25 +0100 
Organization: Max Studios 
Lines: 69 
Message-ID: <380CA025. 95BFO8C9@which.net> 
References: <380C496C.2D938EEB@easynet.co.uk> 
NNTP-Posting-Host: p186-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 420115B9AA4752CBFCCAD48D" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1416 scee.yaroze.f 
reetalk.english:4931 


Լ 


This is a multi-part message in MIME format. 
420115B9AA4752CBFCCAD48D 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I would imagine this could be quite easy, only thing is you might not have 
enough memory for all the images you want, I recon with 320x240 8bit colour 
you will get about 4 scenes and 5 may be pushing it. However you could use 
it 3 scenes at a time and after you finish one you could move onto the next 
or something by uploading them separately. 


Technically though: 


Create a bounding box kind of area (source code can be found quite freely on 
the NY demos hub) around where you want the player to be within, I recommend 
starting easy then add things like cars and fences later. Think about where 
you would want the bounding box and visulise it then., code! You could use 
arrays, ie: 


int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
do for a wall in the z axis then change for the x and y axis eg: int 
boundry_wall[x,y,xpos]*/ 


Simple and the way you implement it is completly up to you. Check the demo 
code hub though. 


Philip Gooch wrote: 
Hi 


I was wondering what might be involved in creating a 3D engine that used 
prerendered backdrops, as in Resident Evil etc. 


Seems to me that this is harder than a realtime 3D engine (Tomb Raider 
etc), because you would need to take your prerendered backdrop and slice 
it up so that characters could walk around the scene realistically (i.e 
move behind and in front of wall, cars, pillars and so on). Also, you 
would need 'invisible' 3D objects to act as bounding areas for each 
"slice' of the backdrop. 


Has anyone tried this or got tips on how to start, sample code etc 


VVVVVVVVVVVV VV 
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> Thanks in advance 
> 
> Phil 


420115B9AA4752CBFCCAD48D 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 

n:Murray; Andrew 
x-mozilla-html:FALSE 

org:Max Studios 

adr:;;;;;; 

version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


420115B9AA4752CBFCCAD48D-—- 


—-MESSAGE FILE 14531 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001416 


--MESSAGE FILE 14532 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001417 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Wed, 20 Oct 1999 09:30:00 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <380D7D88.F8FC5E5@easynet.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO08C9@which.net> 
NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1417 scee.yaroze.f 
reetalk.english: 4938 


Yes, it would be easy to merely use the backdrop as a backdrop and just have a 
predefined bounding area for each screen. But I was thinking more along the 
lines of a more 'interactive' backdrop, where you can move behind and in front 
of various parts of it (such as tables, chairs, stairs etc) and this would be a 
pain, because you would have to slice up the background image then. 


I guess this is how it must be done. 

Phil 

Andrew Murray wrote: 

I would imagine this could be quite easy, only thing is you might not have 
enough memory for all the images you want, I recon with 320x240 8bit colour 
you will get about 4 scenes and 5 may be pushing it. However you could use 


it 3 scenes at a time and after you finish one you could move onto the next 
or something by uploading them separately. 


Technically though: 


Create a bounding box kind of area (source code can be found quite freely on 
the NY demos hub) around where you want the player to be within, I recommend 
starting easy then add things like cars and fences later. Think about where 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> you would want the bounding box and visulise it then., code! You could use 
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arrays, ie: 
int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 


do for a wall in the z axis then change for the x and y axis eg: int 
boundry_wall[x,y,xpos] */ 


Simple and the way you implement it is completly up to you. Check the demo 
code hub though. 


VVVVVVV VV 


—-MESSAGE FILE 14532 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001417 


--MESSAGE FILE 14533 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001418 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Wed, 20 Oct 1999 11:31:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <380da7b7.180032503@news.playstation.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> <380D7D8 
8. F8FC5E5@easynet.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1418 scee.yaroze.f 
reetalk.english: 4940 


Well, also, if you use an ‘interactive' backdrop like that, you can't 
be planning on moving the view point at all, right? (After all, 
backdrops are "thin", when viewed from the side... well, you know...) 


Steven 


On Wed, 20 Oct 1999 09:30:00 +0100, Philip Gooch <philg@easynet.co.uk> 
wrote: 


>Yes, it would be easy to merely use the backdrop as a backdrop and just have a 
>predefined bounding area for each screen. But I was thinking more along the 
>lines of a more ‘interactive' backdrop, where you can move behind and in front 
>of various parts of it (such as tables, chairs, stairs etc) and this would be a 
>pain, because you would have to slice up the background image then. 

> 

>I guess this is how it must be done. 

> 

>Phil 

> 

>Andrew Murray wrote: 

> 

>> I would imagine this could be quite easy, only thing is you might not have 
>> enough memory for all the images you want, I recon with 320x240 8bit colour 
>> you will get about 4 scenes and 5 may be pushing it. However you could use 
>> it 3 scenes at a time and after you finish one you could move onto the next 
>> or something by uploading them separately. 

>> 

>> Technically though: 

>> 

>> Create a bounding box kind of area (source code can be found quite freely on 
>> the NY demos hub) around where you want the player to be within, I recommend 
>> starting easy then add things like cars and fences later. Think about where 
>> you would want the bounding box and visulise it then., code! You could use 
>> arrays, ie: 

>> 

>> int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
>> do for a wall in the z axis then change for the x and y axis eg: int 

>> boundry_wall[x,y,xpos]*/ 

>> 
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>> Simple and the way you implement it is completly up to you. Check the demo 
>> code hub though. 
>> 


—-MESSAGE FILE 14533 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001418 


—-MESSAGE FILE 14534 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001419 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 
Date: Wed, 20 Oct 1999 18:33:12 +0100 
Organization: Max Studios 
Lines: 73 
Message-ID: <380DFCD8.B18940B@which.net> 
References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO8C9@which.net> <380D7D8 
8. F8FC5E5@easynet.co.uk> 
NNTP-Posting-Host: p61-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" A4AB986A5A7 9EA8A2DC6116E" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept-Language: en 
Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1419 scee.yaroze.f 
reetalk.english:4941 


This is a multi-part message in MIME format. 
A4AB986A5A7 9EA8A2DC6116E 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


What I meant was start simple and build up to much more difficult things. Anyway 
you would do exactly the same. Make the invisible boundarys with arrays or whatever 
(there may be better ways!) and just position it where the table would be in the 3D 
world. Easy. 


E-mail me below if you need any other help. 

Max 

mad.max@which.net 

Philip Gooch wrote: 

Yes, it would be easy to merely use the backdrop as a backdrop and just have a 
predefined bounding area for each screen. But I was thinking more along the 
lines of a more 'interactive' backdrop, where you can move behind and in front 
of various parts of it (such as tables, chairs, stairs etc) and this would be a 
pain, because you would have to slice up the background image then. 

I guess this is how it must be done. 

Phil 

Andrew Murray wrote: 

I would imagine this could be quite easy, only thing is you might not have 
enough memory for all the images you want, I recon with 320x240 8bit colour 
you will get about 4 scenes and 5 may be pushing it. However you could use 


it 3 scenes at a time and after you finish one you could move onto the next 
or something by uploading them separately. 


Technically though: 


Create a bounding box kind of area (source code can be found quite freely on 
the NY demos hub) around where you want the player to be within, I recommend 
starting easy then add things like cars and fences later. Think about where 
you would want the bounding box and visulise it then., code! You could use 
arrays, ie: 


VVVVVVVVVVVVVV VV VV VV VV VV VV 


VVVVVVVVVVVV VV 
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int boundry_wall[x,y,zpos] //width, height, distance in z axis /*this would 
do for a wall in the z axis then change for the x and y axis eg: int 
boundry_wall[x,y,xpos] */ 


Simple and the way you implement it is completly up to you. Check the demo 
code hub though. 


VV V V V V V 
VV V V V V V 


A4AB986A5A79EA8A2DC6116E 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


A4AB98 6A5A7 9EA8A2DC6116E-- 


—-MESSAGE FILE 14534 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001419 


——MESSAGE FILE 14535 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001420 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <KiRyu@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Wed, 20 Oct 1999 18:29:02 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <7uljim$9893@chuka.playstation.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO08C9@which.net> <380D7D8 
8 .F8FC5E5@easynet.co.uk> <380DFCD8.B18940B@which.net> 

NNTP-Posting-Host: ABDOC787.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1420 scee.yaroze.f 
reetalk.english:4944 


Actually the Yaroze makes it easy to do (comparatively speaking). You would 
use a dynamic tim type routine that points to the bounding area of the 
backdrop and sort that tim as a sprite (or use it as a texture). That way 
you have the effect of resident evil with only a small amount of problems. 


Does take some tricky programming to get it just right, using objects that 
are very arbitrary in shape. 


Nathan 


—-MESSAGE FILE 14535 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001420 


—-MESSAGE FILE 14536 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001421 

Path: chuka.playstation.co.uk!news 

From: Philip Gooch <philg@easynet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Fri, 22 Oct 1999 09:18:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 17 

Message-ID: <38101DDC.901337D4@easynet.co.uk> 

References: <380C496C.2D938EEB@easynet.co.uk> <380CA025.95BFO08C9@which.net> <380D7D8 
8.F8FC5E5@easynet.co.uk> <380DFCD8.B18940B@which.net> <7uljim$9893@chuka.playstation 
-co.uk> 

NNTP-Posting-Host: 193.131.140.238 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1421 scee.yaroze.f 
reetalk.english: 4953 


Hmm, yes, this should work. Might give it a try. 
Thanks 
Phil 


Nathan Miller wrote: 


Actually the Yaroze makes it easy to do (comparatively speaking). You would 
use a dynamic tim type routine that points to the bounding area of the 
backdrop and sort that tim as a sprite (or use it as a texture). That way 
you have the effect of resident evil with only a small amount of problems. 


Does take some tricky programming to get it just right, using objects that 
are very arbitrary in shape. 


VVVVVVVV 


Nathan 


-—-MESSAGE FILE 14536 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001421 


--MESSAGE FILE 14537 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001422 

Path: chuka.playstation.co.uk!news 

From: Jo1l80@mdx.ac.uk (John Owens) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Animation 

Date: Thu, 28 Oct 1999 11:05:59 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <38182ddd.73694276@news.playstation.co.uk> 
Reply-To: Jol80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-124.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Is there any tools available for animating meshes. 
—-MESSAGE FILE 14537 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001422 


——MESSAGE FILE 14538 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001423 

Path: chuka.playstation.co.uk!news 

From: Jol80@mdx.ac.uk (John Owens) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Any map editors 

Date: Thu, 28 Oct 1999 11:07:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1 

Message-ID: <38182e76.73847186@news.playstation.co.uk> 
Reply-To: Jo1l80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-124.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


Any map editors or documents on this topic out there. 
—-MESSAGE FILE 14538 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001423 
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--MESSAGE FILE 14539 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001424 

Path: chuka.playstation.co.uk!news 

From: "Paladin" <paladin@enterprise.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Maximum efficient size of TIM's to be texture mapped 
Date: 3 Nov 1999 02:24:27 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0O1bf25a2$8d6ca320Sf1638cd4@paladin> 
NNTP-Posting-Host: host212-140-99-241.btinternet.com 
X-Newsreader: Microsoft Internet News 4.70.1161 


I think I remember reading somewhere that textures to be mapped onto 
polygons should be: 


16 bit = 32 * 32 Maximum 
8 bit = 64 * 32 Maximum 
4 bit = 64 * 64 Maximum 


otherwise the operation will take 30% longer, since the texture doesn't fit 
within the GPU's cache or something, does anyone have information on this? 


thanks in advance Daniel J. Dobson 
—-MESSAGE FILE 14539 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001424 


—--MESSAGE FILE 14540 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001425 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: Darco <rquat@surfsouth.com> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: 3D Splines 

Date: Tue, 02 Nov 1999 22:39:33 -0500 

Organization: SCEA News Server 

Lines: 20 

Message-ID: <381FAE75.BD3A3572@surfsouth. com> 

Reply-To: darco@bigfoot.com 

NNTP-Posting-Host: 01-vald-00f.dial.optilinkcomm.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win98; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:382 scee.yaroze.pr 
ogramming.3d_graphics:1425 


I will be working on a 3D raceing game, but I need to do my research on 
3D environments first. The "Blaze of Glory" 3D engine won't work for 
this game, and I wanted to experement with other engines. The 3D system 
in "Hover Raceing" is awesome, and after playing it for a while, I came 
to the conclusion that it uses 3D splines to create it's tracks. I've 
done stuff with dynamic TMD's, so making the TMD shouldn't be a prob - 
the splines though are gonna be my prob. 


Does anyone have any information on how splines work, and/or how to 
implement them with code? 


Another system that I wanted to consider would be making the entire 3D 
world in a program like 3D Studio and then using that as the race track. 
That's all good, but I have no idea how I would implement colision 
detection. 


any help would be appreciated. 


"darco 

darco@bigfoot.com 

—-MESSAGE FILE 14540 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001425 
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--MESSAGE FILE 14541 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001426 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Using same model with multiple textures and CLUTs 

Date: Tue, 02 Nov 1999 19:39:07 GMT 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <381f3ab8.91536281@news.scea.sony.com> 
NNTP-Posting-Host: vmlabs32.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Here's the situation. I have a model upon which I map a single 4-bit 
texture. I want to be able to have several of these objects on the 
screen at the same time, each with a different texture. Also, to 
increase variety, I want to be able to have multiple CLUTs for each 
texture. 


So my program should conceivably display the same model using textures 
A and B, and if I have two models using texture A I want to be able to 
have them use CLUTs X and Y. 


I want to do this with a minimum of per frame computation. Meaning I 
want to set up as much as possible beforehand to reduce the work each 
frame. 


What is the best way to do this? 


With sprites it's easy since there are fields in the GsSPRITE 
structure to allow you to point to different textures/CLUTs. However, 
with TMDs the texture/CLUT information is stored in each polygon of 
the model. So I get the feeling that the only way to use multiple 
textures/CLUTs (without having multiple copies of the model) is to 
traverse the TMD, altering each polygon to point to the texture/CLUT 
it needs. This has to be done for each object, and since this needs 
to be done every frame, it eats into computation time. 


Does anyone know a way to get around this? 


Scott 
—-MESSAGE FILE 14541 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001426 


--MESSAGE FILE 14542 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001427 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 

Subject: Re: 3D Splines 

Date: Thu, 4 Nov 1999 21:46:15 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <7vsup4$3c61@chuka.playstation.co.uk> 

References: <381FAE75.BD3A3572@surfsouth. com> 

NNTP-Posting-Host: asnl-166.mcmail.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:383 scee.yaroze.pr 
ogramming.3d_graphics:1427 


Hi there, 


I don't know if you're on about my racing game or not (the one with 
untextured buildings and reflection mapped hovercraft), but I'll tell you 
how I did the track design anyway. Each segment on the track has three 
variables associated with it which control its orientation relative to the 
previous segment. The first is the angle left / right which is used not 
surprisingly to control the tighness of each corner. The other two control 
the height of the left and right edges of the segment relative to the 


Net Yaroze newsgroups message dump.txt Page 9780 


previous edge. Thus if one is greater than the other, the track will begin 
to bank and if they are both the same, the track will form a hill. It's 
pretty difficult to explain, and I'm not the best person in the world at 
explaining things (it once took me four e-mails to explain the difference 
between a pointer and a variable to someone). 


I did splines once long, long ago when I had an Acorn (used to texture the 
winning tunnel challenge entry, Acorn User fans) but unfortunately I no 
longer have the source code. I do remember that I spent a good afternoon 
trying to solve simulatious equations with four unknowns with only a GSCE 
level knowledge of maths. Ouch! 


Cheers, 


Tom 


—-MESSAGE FILE 14542 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001427 


——MESSAGE FILE 14543 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001428 

Path: chuka.playstation.co.uk!news 

From: "Tom" <codemonkey@cwcom.net> 

Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Splines 

Date: Thu, 4 Nov 1999 23:54:11 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <7vt698S3c62@chuka.playstation.co.uk> 

References: <381FAE75.BD3A3572@surfsouth. com> 

NNTP-Posting-Host: asn16-158.mcmail.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 

Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:384 scee.yaroze.pr 
ogramming.3d_graphics:1428 


Hello again, 


I've been having a quick poke through some of my old textbooks and I found a 
partial answer to you question in a book by AK Dewdney called "The New 
Turing Omnibus". It's packed full of pointless mathematical things like 
logic, fractals and things. Anyway here's the important stuff... 


A spline is a cubic equation which can be thought of as a point moving 
through space for a time t (this is taken over the range 0..1 for 
Simplicity). The equations are: 


x(t) = ax + bx*t Հ cx*(t*2) + dx* (t%3) 
y(t) = ay + by*t + cy*(t*2) + dy*(t%3) 
z(t) = az + bz*t + cz*(t*2) + dz*(t%*3) 


I'll just cover how to find a pratial solution for the x(t) equation as it's 
more or less the same for y(t) and z(t). The curve is defined by the 
position of the two end points (at t=0 and t=1) and their respective 
gradients. The equation of the gradients can easily be found: 


let x(t) now be: 
x(t) = a + b*t + c*(t^2) + d*(t^3) 


then dx(t) is: 
dx(t) = b + 2*c*t + 3*d* (Ե՞2) 


To get a solution, we can find the values of a, b, c and d by taking the 
values of x(t) and dx(t) and t=0 and t=1: 


x(0) =a 
dx(0) = b 
x(1) =at+b+t+ctHtd 


dx(1) = b + 2*c + 3*d 
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Simple or what? Now according to Mr Dewdney the values of a, b, c and d are 
as follows: 


a = x(0) 

b = dx(0) 

c = 3*(x(1) - x(0)) - 2*dx(0) - dx(1) 
d = 2*(x(0) - «(1)) + dx(0) + dx(1) 


I don't know how he got here, probably with some insanely complex maths but 
I trust his maths more than mine. Now then, you have the values of x(0) and 
x(1) (they're the end point values) and so the shape of the curve is now 
defined by the gradients at these endpoints. Here's where the trouble lies. 
All I know about finding the gradients is that the gradient of xi(1) should 
be the same as the gradient of xit+1(0). In other words, the 2 gradients that 
each point on your track must be the same to give a smooth edge. I'll try 
writing a PC program tomorrow to see how the gradient values affect the 
shape of the curve. I've a sneaking suspicion that the gradient values may 
be the coordinates of the other two control points, but I could be wrong. 


Hope this helps (and that someone else knows more than I do on this subject) 
Cheers, 


Tom 


—-MESSAGE FILE 14543 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001428 


——MESSAGE FILE 14544 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001429 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Pls help a 3dimensional newbie... 
Date: Fri, 05 Nov 1999 22:07:46 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 41 

Message-ID: <38234722.9002B4AA@netway.at> 
NNTP-Posting-Host: t1p140.at—-732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Hi! 

I have a (from my point of view - very) big problem 2 solve... 
I have a TMD (one single quad), and I want it to turn 

always in such a way that it's facing always to one point... 


Some examples: 


P 


/ 


The quad is a child of a super.coord (not world), 
the point P is 

case 1: from WORLD 

case 2: any other coord.system 
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My thoughts go in this way: 

1) check if both (Point and quad) are members of the same coord.system 
2) if not - convert them to world (using GsGetLw) 

3) check the coordinate differens (delta x, delta z) 

4) calculate somehow the angle for the quad.... 


As you can see, 3d is a very new terrain for me... 
Could somebody point me in the right direction??? 


Many thanx in advance 
greetz JJos 


btw: sorry for my bad english... =) 


—-MESSAGE FILE 14544 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001429 


—--MESSAGE FILE 14545 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001430 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Using same model with multiple textures and CLUTs 
Date: Sun, 7 Nov 1999 13:55:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <803v11S5f53@chuka.playstation.co.uk> 

References: <381f3ab8.91536281@news.scea.sony.com> 
NNTP-Posting-Host: 212.56.110.67 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Scott, 
A problem I have also faced... 


My final solution was to duplicate the primitives only (not the whole 

model) - then it's just a case of changing 1 pointer (in the TMD header) to 
switch surfaces. This worked fine for me as I only needed 4 or 5 versions 
of each model and I could afford the memory required. However, if you can't 
afford the memory, then you could pre-build tables of pointers to index the 
parts of the model to be changed. For example, if it were just CLUTs you 
are changing, you could have an array of pointers to each CBA in the model. 
Then it would only need a very simple loop to update the CLUT references. 


Another way would be to load a new texture into VRAM to overwrite the 
existing one. This would change the texture without having to touch the 
TMD, but is probably not suitable as it would change the texture for all 
instances of that model. 


Herbs 


Scott Cartier <shade@dragonshadow.com> wrote in message 

news: 381f3ab8.91536281@news.scea.sony.com... 

> Here's the situation. I have a model upon which I map a single 4-bit 
texture. I want to be able to have several of these objects on the 
screen at the same time, each with a different texture. Also, to 
increase variety, I want to be able to have multiple CLUTs for each 
texture. 


> 
> 
> 
> 
> 
> So my program should conceivably display the same model using textures 
> A and B, and if I have two models using texture A I want to be able to 
> have them use CLUTs X and Y. 

> 
> 


I want to do this with a minimum of per frame computation. Meaning I 
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want to set up as much as possible beforehand to reduce the work each 
frame. 


What is the best way to do this? 


With sprites it's easy since there are fields in the GsSPRITE 
structure to allow you to point to different textures/CLUTs. However, 
with TMDs the texture/CLUT information is stored in each polygon of 
the model. So I get the feeling that the only way to use multiple 
textures/CLUTs (without having multiple copies of the model) is to 
traverse the TMD, altering each polygon to point to the texture/CLUT 
it needs. This has to be done for each object, and since this needs 
to be done every frame, it eats into computation time. 


Does anyone know a way to get around this? 


VVVVVVVVVVVVV VV VV 


Scott 


-—-MESSAGE FILE 14545 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001430 


——MESSAGE FILE 14546 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001431 

Path: chuka.playstation.co.uk!news 

From: "Alex Herbert" <alex@herbs.dabsol.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Maximum efficient size of TIM's to be texture mapped 
Date: Sun, 7 Nov 1999 14:22:12 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <804179S5f54@chuka.playstation.co.uk> 

References: <O1bf25a2$8d6ca320$£1638cd4@paladin> 
NNTP-Posting-Host: 212.56.110.67 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 


Hi Daniel, 


Yep, it's better to stick to those maximum sizes if you want any performance 
out of the GPU. If the texture doesn't fit into the GPU cache, the GPU will 
have to keep reading from VRAM which is much slower than the cache. I don't 
know where the 30% figure came from as it really depends on the size of the 
texture, the size of the polygon being drawn, and the extent the texture 
needs to be rotated. It could be less than 30%, but it could also be much 
more. 


I seem to remember that there's a fair amount of info in the Programming FAQ 
on the NY site. 


Herbs 


Paladin <paladin@enterprise.net> wrote in message 

news: 01bf25a2S$8d6ca320Sf1638cd4@paladin... 

> 

I think I remember reading somewhere that textures to be mapped onto 
polygons should be: 


16 bit = 32 * 32 Maximum 
8 bit = 64 * 32 Maximum 
4 bit = 64 * 64 Maximum 


VVVVVVVV 


otherwise the operation will take 30% longer, since the texture doesn't 
fit 

> within the GPU's cache or something, does anyone have information on this? 
> 

> thanks in advance Daniel J. Dobson 
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-—-MESSAGE FILE 14546 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001431 


—-MESSAGE FILE 14547 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001432 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: shade@dragonshadow.com (Scott Cartier) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Using same model with multiple textures and CLUTs 

Date: Mon, 08 Nov 1999 22:25:04 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <38274d32.425399398@news.scea.sony.com> 

References: <381f3ab8.91536281@news.scea.sony.com> <803v11$5f53@chuka.playstation.co 
.uk> 

NNTP-Posting-Host: vmlabs39.vmlabs.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Herbs, 


Glad to know I'm not missing something easy before I do it the hard 
way. I'll probably just copy the model multiple times. I was hoping 
to avoid this since I'm starting to run out of room in the 2 megs we 
have, but we'll see how it goes. 


Scott 


>My final solution was to duplicate the primitives only (not the whole 
>model) - then it's just a case of changing 1 pointer (in the TMD header) to 
>switch surfaces. This worked fine for me as I only needed 4 or 5 versions 
>of each model and I could afford the memory required. However, if you can't 
>afford the memory, then you could pre-build tables of pointers to index the 
>parts of the model to be changed. For example, if it were just CLUTs you 
>are changing, you could have an array of pointers to each CBA in the model. 
>Then it would only need a very simple loop to update the CLUT references. 

> 

>Another way would be to load a new texture into VRAM to overwrite the 
>existing one. This would change the texture without having to touch the 
>TMD, but is probably not suitable as it would change the texture for all 
>instances of that model. 


-—-MESSAGE FILE 14547 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001432 


——MESSAGE FILE 14548 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001433 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Pls help a 3dimensional newbie... 
Date: Tue, 09 Nov 1999 18:27:19 +0000 
Organization: Max Studios 

Lines: 73 
Message-ID: <38286787.5587F613@which.net> 
References: <38234722.9002B4AA@netway.at> 
NNTP-Posting-Host: p91l-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 99DIESEIF36407E360887AFA" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
99D9IESEIF36407E360887AFA 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


I'm not 100% sure how to put this into code but I'd imagine that is you 
make a "handler" of the object then make this handler in some way always 
point towards this point, I advise taking a look at the camera viewpoint 
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settings as this can be done similar to what you are looking for. 

Or am I talking crap? 

Max 

john.j@netway.at wrote: 

Hi! 

I have a (from my point of view - very) big problem 2 solve... 


I have a TMD (one single quad), and I want it to turn 
always in such a way that it's facing always to one point... 


Some examples: 
Bi + 4 . š | 


P 


/ 


The quad is a child of a super.coord (not world), 
the point P is 

case 1: from WORLD 

case 2: any other coord.system 


My thoughts go in this way: 

1) check if both (Point and quad) are members of the same coord.system 
2) if not - convert them to world (using GsGetLw) 

3) check the coordinate differens (delta x, delta z) 

4) calculate somehow the angle for the quad.... 


As you can see, 3d is a very new terrain for me... 
Could somebody point me in the right direction??? 


Many thanx in advance 
greetz JJos 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV 


btw: sorry for my bad english... Հ) 


99D IESE IF 36407E360887AFA 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


99D 9ESE9F36407E36088 7AFA-— 


—-MESSAGE FILE 14548 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001433 


——MESSAGE FILE 14549 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001434 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 
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Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Pls help a 3dimensional newbie... 
Date: Tue, 09 Nov 1999 23:26:09 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 38 
Message-ID: <38289F81.EAB12E24@netway.at> 

References: <38234722.9002B4AA@netway.at> <38286787.5587F613@which.net> 
NNTP-Posting-Host: t1p156.at-—732.netway.at 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 

X-Accept-Language: de,en,nl 


Andrew Murray schrieb: 
> 
> I'm not 100% sure how to put this into code but I'd imagine that is you 

> make a "handler" of the object then make this handler in some way always 

> point towards this point, I advise taking a look at the camera viewpoint 

> settings as this can be done similar to what you are looking for. 

Hmmm... 

- First of all: thanx a lot for your answer! (I thought noone would read it) :D 


I'll tell you the whole story: 

I have an airplane, and (of course) I want a "fireblast" (dunno the word...) 
at the end. Making an object (many polys - difficult in changing textures) 
seemed to be not the best solution, so I had a (little) look at 

"g-police2", and I thought: "it seems, this guys just use a SINGLE poly 

and turn it always toward the camera..." 


My only (???) problem is: view-changes (one time member of WORLD, the other 
time member of the airplane itself....) 


And I just dunno how to make an elegant (matrix) soltion for calculating 
the angle (x- and y-axis) for the poly. 


I thought about the possibilty to use the "view-vector" (coordinate-delta 
between view and poly) and the poly-normal, so I have 2 vectors and 
I dunno how to calculate these 2 to get a "delta" which I could use for 


the rotationmatrix (I just dont wanna use real "sin" and "cos", because 

of their speed) ...and my knowledge about the vector/matrices mathematics 
is (despite of some good tutorials on the web) "under the dog" ("յստե tried 
to translate a german idiom* He) 

greetz 

JJoS 


> Or am I talking crap? 

No way! - It sound's 200% better than the crap I wrote in my first 

mail... 7) 

—-MESSAGE FILE 14549 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001434 


——MESSAGE FILE 14550 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001435 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Pls help a 3dimensional newbie... 

Date: Wed, 10 Nov 1999 18:40:36 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 60 

Message-ID: <80b0ekS6s4@chuka.playstation.co.uk> 

References: <38234722.9002B4AA@netway.at> <38286787.5587F613@which.net> <38289F81.EA 
B12E24@netway.at> 

NNTP-Posting-Host: p46-maxl.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Net Yaroze newsgroups message dump.txt Page 9787 


<john.j@netway.at> wrote in message news:38289F81.EAB12E24@netway.at... 


> Andrew Murray schrieb: 

>> 

> > I'm not 100% sure how to put this into code but I'd imagine that is you 
> > make a "handler" of the object then make this handler in some way always 
> > point towards this point, I advise taking a look at the camera viewpoint 
> > settings as this can be done similar to what you are looking for. 

> 

> Hmmm... 

> — First of all: thanx a lot for your answer! (I thought noone would read 
it) =D 

> 

> I'll tell you the whole story: 

> I have an airplane, and (of course) I want a "fireblast™" (dunno the 
word...) 


> at the end. Making an object (many polys - difficult in changing textures) 
> seemed to be not the best solution, so I had a (little) look at 

> "g-police2", and I thought: "it seems, this guys just use a SINGLE poly 

> and turn it always toward the camera..." 


Ahhh, billboarding. Here is some code to turn an object towards the camera 
for rendering 


MATRIX world_matrix, screen_matrix; 
GsGetLwsdobj->coord2, &world_matrix, &screen_matrix); 


if (billboard) 
{ 


screen_matrix.m[0][0] = GsIDMATRIX2.m[0] [0]; 
screen_matrix.m[0][1] = GsIDMATRIX2.m[0] [1]; 
screen_matrix.m[0][2] = GsIDMATRIX2.m[0] [2]; 
screen_matrix.m[1][0] = GsIDMATRIX2.m[1] [0]; 
screen_matrix.m[1][1] = GsIDMATRIX2.m[1] [1]; 
screen_matrix.m[1][2] = GsIDMATRIX2.m[1] [2]; 
screen_matrix.m[2][0] = GsIDMATRIX2.m[2] [0]; 
screen_matrix.m[2][1] = GsIDMATRIX2.m[2] [1]; 
screen_matrix.m[2][2] = GsIDMATRIX2.m[2] [2]; 


} 


GsSetLsMatrix (&screen_matrix); 
GsSortObject4(dobj, ot, 14 - ot->length, (u_long *)getScratchAddr (0) ); 


Let me know if you need more help. 


Regards 
Mario 


mario@sidhe.co.nz 
www.Sidhe.co.nz 


—-MESSAGE FILE 14550 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001435 


——MESSAGE FILE 14551 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001436 

Path: chuka.playstation.co.uk!news 

From: john. j@netway.at 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Pls help a 3dimensional newbie... 

Date: Thu, 11 Nov 1999 00:11:17 +0100 

Organization: PlayStation Net Yaroze (SCEE) 


Net Yaroze newsgroups message dump.txt 


Lines: 10 
Message-ID: <3829FB95.97522FDC@netway.at> 
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References: <38234722.9002B4AA@netway.at> <38286787.5587F613@which.net> <38289F81.EA 


B12E24@netway.at> <80b0ekS6s4@chuka.playstation.co.uk> 
NNTP-Posting-Host: t2p082.at-—732.netway.at 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.5 [de] (Win95; I) 
X-Accept-Language: de,en,nl 


Mario Wynands schrieb: 


> Ahhh, billboarding. Here is some code to turn an object towards the camera 


> for rendering 


Heh - thanx! - I'll try it out (and let you know)... 
THANX again! (looks kinda strange... but lets see...) 
greetz 

ՄՄՇՏ 


—-MESSAGE FILE 14551 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001436 


--MESSAGE FILE 14552 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001437 
Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Steve Tolin" <BitSlap_Software@bigfoot.com> 


Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 


Subject: Re: 3D Splines 

Date: Thu, 11 Nov 1999 18:50:18 -0400 

Organization: SCEA News Server 

Lines: 36 

Message-ID: <80fhofSlhe5@scea> 

References: <381FAE75.BD3A3572@surfsouth.com> 
NNTP-Posting-Host: nwcsts12c69.nbnet.nb.ca 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:385 scee.yaroze.pr 


ogramming.3d_graphics:1437 


The only thing I can suggest besides what's alreaday been posted is the 


"Computer Graphics" Foley/Van Damm book which has all the formulad you would 


need...... 


Another book is "Computer Graphics: Mathematical First Steps" P. A. Egerton 


ISBN: 0135995728 which is a fabulous resource..... 


Steve Tolin 


Darco <rquat@surfsouth.com> wrote in message 
news: 381FAE75.BD3A3572@surfsouth.com... 


> I will be working on a 3D raceing game, but I need to do my research on 


3D environments first. The "Blaze of Glory" 3D engine won't work for 


to the conclusion that it uses 3D splines to create it's tracks. I've 
done stuff with dynamic TMD's, so making the TMD shouldn't be a prob - 
the splines though are gonna be my prob. 


Does anyone have any information on how splines work, and/or how to 
implement them with code? 


Another system that I wanted to consider would be making the entire 3D 


That's all good, but I have no idea how I would implement colision 
detection. 


VVVVVVVVVV VV VV 


this game, and I wanted to experement with other engines. The 3D system 
in "Hover Raceing" is awesome, and after playing it for a while, I came 


world in a program like 3D Studio and then using that as the race track. 
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any help would be appreciated. 


> 
> 
> 
> 'darco 

> darco@bigfoot.com 

—-MESSAGE FILE 14552 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001437 


——MESSAGE FILE 14553 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001438 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: angular acceleration 

Date: Thu, 2 Dec 1999 12:51:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <825q0vS$gull@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-6.palladium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is anyone familiar with the formula to calculate angular acceleration 
from torque and moment_of_inertia 
or, more to the point, the appropriate units to use? 


I think it is:- 
angular_acceleration = torque / moment_of_inertia 


if torque is in Newton_metres and moment_of_inertia is in 
Kg * metres_squared, then what is angular_acceleration in? Is it 
in radians_per_second_per_second ? I'm just a bit sceptical it could be 
that simple! 


If so does this example look about right?... 


I'm working through an example of lifting-up my straight arm as fast as I 
can. 

I reckon the max torque of my sholder in that direction is about 68Nm 
and the moment_of_inertia of my straight arm about the axis of my sholder 
is about 0.937 Kg * m_squared. So... 


angular_acceleration = 68 / 0.937 = 72.57 


so if it was 72.57 radians_per_second_per_second it would equate to 
4158 degrees (or for the playstation 47308 1/4096ths) 


So (ignoring gravity) I could lift my straight arm from down by my side 
upto horizontal, which is about a quarter arc:- 

( if I could do 72.57/1.57 = 46.199 quarter arcs per_second_per_second ) 

I could achive the quater arc in 0.022 of a second? That seems too quick. 


Jon Prestidge 


P.S. I've got a list I've compiled of typical max torques for each joint 
in the body, which any one is welcome to ( just mail me jon@surfed.to ). 
Be warned though, it is not tried and tested data, it is data from 

me and bathroom scales and a few sprained muscles. 


—-MESSAGE FILE 14553 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001438 


—-MESSAGE FILE 14554 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001439 

Path: chuka.playstation.co.uk!news 

From: Jol80@mdx.ac.uk (John Owens) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Clipping 

Date: Mon, 06 Dec 1999 15:46:46 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 12 

Message-ID: <384bda53.16976691@news.playstation.co.uk> 
Reply-To: Jol80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-111.mdx.ac.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Basically I have a scene object (TMD) which is very large but made up 
of only a few polygons. 


Eg there is a plane at the bottom which is only two triangles. 


The problem I am having is that the clipping is being done too early. 

The polygon should be still visible but because one of it's vertices 

is not in front of the view it gets clipped. I have tried using the 

shift in GsSortObject but no luck. Is there anyway around this apart 

from either increasing the amount of polygons in the scene or using 

polygon subdivision as my Scene is represented as just one TMD and I 

obviously don't want to subdivide that. 

—-MESSAGE FILE 14554 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001439 


—--MESSAGE FILE 14555 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001440 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Clipping 

Date: Tue, 7 Dec 1999 15:25:43 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <827j8umS6m2@chuka.playstation.co.uk> 
References: <384bda53.16976691@news.playstation.co.uk> 
NNTP-Posting-Host: modem-9.scandium.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


You could experiment with different view points and projection distances 
sometimes that's enough. 


However auto partitioning has the biggest effect and is sometimes the only 
way to stop clipping like that (as far as I know). 
eg... 


GsDOBJ2_handler.attribute = GsDOBJ2_handler.attribute | 512; // 2x2 auto 
poly partitioning 


(or 1024 for 4x4 partitioning, or 1536 for 8x8 partitioning) 


I've never tried this but... something I saw in the manual the other day 
was: GsScaleScreen which looks like it might do something useful in that 
area. 

Jon 


—-MESSAGE FILE 14555 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001440 


——MESSAGE FILE 14556 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001441 
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Path: chuka.playstation.co.uk!news 
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From: "Matthew Hardingham" <MatthewHardingham@RebelWareInteractive.Freeserve.co.uk> 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Elevation data 

Date: Wed, 8 Dec 1999 15:40:58 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 69 
Message-ID: <82luhcS6qril@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-—42.thalidomide.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Right here we go then, 


At the moment I have a set of elevation points stored in an array (128x128) 
from this I'm creating a link list of vertices. 

For some reason it is running very slow or the program is crashing out. 
Why ? 

It's bugging me me now. 


Here's the vertex structure -- 


/* Vertex list */ 

typedef struct Vertex { 
unsigned short IdxX, IdxZ; 
VECTOR Vert; /* Vector */ 
struct Vertex *Next; 

} VERTEX; 


Heres a snippet of code where the elevation data is extracted from the 
array -- 


/* Loop through the mesh */ 
for (MeshZ=0; MeshZ<MESH SIZE; MeshZ++) 
{ 
for (MeshX=0; MeshX<MESH SIZE; MeshX++) 
{ 
NewVert = AllocateVertex(); 


NewVert—>IdxxX 
NewVert—>IdxZ 


Blockx; 
BlockZ; 


printf("\n Z - 514 X - 514", MeshZ, MeshX) ; 


/* Set vertices values */ 


NewVert-—>Vert.vx = (MeshX*MESH_ INTERVAL) ; 
NewVert-—>Vert.vy = HeightArray [MeshZ] [MeshX]; 
NewVert-—>Vert.vz = (MeshZ*MESH_ INTERVAL) ; 


/* Change the pointers and link list positions */ 
CurrentVert-—>Next = NewVert; 

NewVert-—>Next = NULL; 

CurrentVert = NewVert; 


} 
Here's the allocation part --- 
/* Vertex memory allocation */ 


VERTEX *AllocateVertex (void) 
{ 


VERTEX *V = NULL; 
V = (VERTEX *)malloc(sizeof (VERTEX) ); 
V->IdxX = 0; V->IdxZ = 0; 


/* Vertice values */ 
V->Vert.vx = 0; V->Vert.vy = 0; V->Vert.vz = 0; 
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V->Next = NULL; 


return (Մ): 


—-MESSAGE FILE 14556 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001441 


--MESSAGE FILE 14557 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001442 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Elevation data 

Date: Wed, 08 Dec 1999 22:50:06 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 89 
Message-ID: <384eda83.10073394@news.playstation.co.uk> 
References: <82luhcS6qrl@chuka.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


You're performing 16384 memory allocations, I wonder if that has 
anything to do with it. Maybe the compiler's memory manager isn't the 
most efficient. 


I also wouldn't be surprised if your printf is the problem (did you 
put that in afterwards?) You are printing out 16384 lines also! 
An extremely trivial point (incidentally)... This line: 


NewVert-—>Next = NULL; 


is redundant 
Steven 
On Wed, Ց Dec 1999 15:40:58 -0000, "Matthew Hardingham" 


<MatthewHardingham@RebelWareInteractive.Freeserve.co.uk> wrote: 


>Right here we go then, 


> 

>At the moment I have a set of elevation points stored in an array (128x128) 
>from this I'm creating a link list of vertices. 

>For some reason it is running very slow or the program is crashing out. 
>Why ? 

>It's bugging me me now. 

> 


>Here's the vertex structure -- 


> 

> /* Vertex list */ 

> typedef struct Vertex { 

> unsigned short IdxX, IdxZ; 

> VECTOR Vert; /* Vector */ 
> struct Vertex *Next; 

> } VERTEX; 

> 

> 

>Heres a snippet of code where the elevation data is extracted from the 
>array -- 

> 


> /* Loop through the mesh */ 
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for (MeshZ=0; 
{ 


MeshZ<MESH SIZE; MeshZ++) 


for (MeshX=0; 
{ 


MeshX<MESH SIZE; MeshX++) 


NewVert = AllocateVertex(); 
NewVert-—>IdxX = BlockxX; 
NewVert-—>IdxZ = BlockZ; 


printf("\n Z - 514 X - %1d", MeshZ, MeshxX); 


/* Set vertices values */ 

NewVert—>Vert.vx (MeshX*MESH_INTERVAL) ; 
NewVert-—>Vert.vy = HeightArray [MeshZ] [MeshX]; 
NewVert—>Vert.vz (MeshZ*MESH_INTERVAL) ; 


/* Change the pointers and link list positions */ 
CurrentVert—>Next NewVert,; 

NewVert—>Next NULL; 

CurrentVert NewVert,; 


VVVVVVVVVVVV VV VV VV VV VV WY 


Vv 
em 
Փ 
H 
O 
n 
ct 
ep 
O 
w 
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location part --- 


/* Vertex memory allocation */ 
VERTEX *AllocateVertex (void) 
{ 


VERTEX *V 


NULL; 


V 


(VERTEX *)malloc(sizeof (VERTEX) ); 


V->IdxX 0; V->IdxZ 0; 


/* Vertice values */ 
V->Vert.vx = 0; V->Vert.vy 


= 0; V->Vert.vz 


V->Next 


NULL; 


return (Մ): 


VVVVVVVVVVVV VV VV VV VV VV 


—-MESSAGE FILE 14557 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001442 


—-MESSAGE FILE 14558 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001443 


Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: angular acceleration 

Date: Wed, 08 Dec 1999 22:52:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 56 

Message-ID: <384fe0ab.11649370@news.playstation.co.uk> 
References: <825q0v$gull@chuka.playstation.co.uk> 


NNTP-Posting-Host: 
Mime-Version: 1.0 


209.27.57.69 


Content-Type: text/plain; 


Content-Transfer-Encoding: 


X-Newsreader: Forte Agent 
Jon, 


Off the top of my head, 
However, I think what MAY 


you can output maximum torque instantly. 


charset=us-ascii 
7bit 
1.5/32.452 


everything you're saying is correct... 


be incorrect about your conclusion is that 
I don't know that the 
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muscles in the arm react THAT quickly (especially with no significant 
resistance to warrant it). 


Again, this is purely guessing... 
Steven 


On Thu, 2 Dec 1999 12:51:55 -0000, "Jon Prestidge (Moose)" 
<jon@surfed.to> wrote: 


>Is anyone familiar with the formula to calculate angular acceleration 
>from torque and moment_of_inertia 
> or, more to the point, the appropriate units to use? 


> 

>I think it is:- 

> 

> angular_acceleration = torque / moment_of_inertia 

> 

>... if torque is in Newton_metres and moment_of_inertia is in 


>Kg * metres_squared, then what is angular_acceleration in? Is it 

>in radians_per_second_per_second ? I'm just a bit sceptical it could be 
>that simple! 

> 

>If so does this example look about right?... 

> 

>I'm working through an example of lifting-up my straight arm as fast as I 
>can. 

>I reckon the max torque of my sholder in that direction is about 68Nm 
>and the moment_of_inertia of my straight arm about the axis of my sholder 
>is about 0.937 Kg " m squared. So... 

> 

> angular_acceleration = 68 / 0.937 = 72.57 

> 

>so if it was 72.57 radians_per_second_per_second it would equate to 

>4158 degrees (or for the playstation 47308 1/4096ths) 

> 

>So (ignoring gravity) I could lift my straight arm from down by my side 
>upto horizontal, which is about a quarter arc:- 

>( if I could do 72.57/1.57 = 46.199 quarter arcs per_second_per_second ) 
>I could achive the quater arc in 0.022 of a second? That seems too quick. 
> 


> 

> 

>Jon Prestidge 

> 

>P.S. I've got a list I've compiled of typical max torques for each joint 
>in the body, which any one is welcome to ( just mail me jon@surfed.to ). 


>Be warned though, it is not tried and tested data, it is data from 
>me and bathroom scales and a few sprained muscles. 
> 


Page 


9794 


—-MESSAGE FILE 14558 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001443 


——MESSAGE FILE 14559 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001444 
Path: chuka.playstation.co.uk!news 


From: "Matthew Hardingham" <MatthewHardingham@RebelWareInteractive.Freeserve.co.uk> 


Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Elevation data 

Date: Thu, 9 Dec 1999 21:31:37 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 99 
Message-ID: <82p7ctS7rp2@chuka.playstation.co.uk> 


References: <82luhcS$6qrl@chuka.playstation.co.uk> <384eda83.10073394@news.playstatio 


n.co.uk> 

NNTP-Posting-Host: modem-14.verapamil.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 
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Cheers for that but for some reason it's now working ! 
odd that I still don't know what caused it. 


Matt 


Steven Osman <sosman@terratron.com> wrote in message 
news :384eda83.10073394@news.playstation.co.uk... 


> 


VVVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VAR VV VV VV VV VV VV VV VV VV VV VV 


VVVVVVVVVVVVV VV VV VV VV VV VV 


You're performing 16384 memory allocations, I wonder if that has 
anything to do with it. Maybe the compiler's memory manager isn't the 
most efficient. 


I also wouldn't be surprised if your printf is the problem (did you 
put that in afterwards?) You are printing out 16384 lines also! 
An extremely trivial point (incidentally)... This line: 


NewVert-—>Next = NULL; 

is redundant 

Steven 

On Wed, 8 Dec 1999 15:40:58 -0000, "Matthew Hardingham" 
<MatthewHardingham@RebelWareInteractive.Freeserve.co.uk> wrote: 
>Right here we go then, 


> 
>At the moment I have a set of elevation points stored in an array 


128x128) 


>from this I'm creating a link list of vertices. 

>For some reason it is running very slow or the program is crashing out. 
>Why ? 

>It's bugging me me now. 

> 

>Here's the vertex structure -- 


> 

> /* Vertex list */ 

> typedef struct Vertex { 

> unsigned short IdxX, IdxZ; 

> VECTOR Vert; /* Vector */ 
> struct Vertex *Next; 

> } VERTEX; 

> 

> 


>Heres a snippet of code where the elevation data is extracted from the 
>array -- 


/* Loop through the mesh */ 
for (MeshZ=0; MeshZ<MESH SIZE; MeshZ++) 
{ 
for (MeshX=0; MeshX<MESH SIZE; MeshX++) 


{ 
NewVert = AllocateVertex(); 


NewVert->IdxX = BlockxX; 
NewVert->IdxZ = BlockZ; 


printf("\n Z - 514 X - 514", MeshZ, MeshX) ; 


/* Set vertices values */ 


NewVert-—>Vert.vx = (MeshX*MESH_ INTERVAL) ; 
NewVert-—>Vert.vy = HeightArray [MeshZ] [MeshX]; 
NewVert-—>Vert.vz = (MeshZ*MESH_ INTERVAL) ; 


/* Change the pointers and link list positions */ 
CurrentVert-—>Next = NewVert; 

NewVert-—>Next = NULL; 

CurrentVert = NewVert; 
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>Here's the allocation part --- 
/* Vertex memory allocation */ 


VERTEX *AllocateVertex (void) 
{ 


VERTEX *V = NULL; 
V = (VERTEX *)malloc(sizeof (VERTEX) ) ; 
V->IdxX = 0; V->IdxZ = 0; 


/* Vertice values */ 
V->Vert.vx = 0; V->Vert.vy = 0; V->Vert.vz = 0; 


V->Next = NULL; 


return (Մ): 


VVVVVVVVVVVVVV VV VV VV VV VV 
VVVVVVVVVVVVVV VV VV VV VV 


—-MESSAGE FILE 14559 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001444 


——MESSAGE FILE 14560 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001445 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Elevation data 

Date: Thu, 09 Dec 1999 22:32:36 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 116 
Message-ID: <38502d9a.96885804@news.playstation.co.uk> 

References: <82luhcS$6qrl@chuka.playstation.co.uk> <384eda83.10073394@news.playstatio 
n.co.uk> <82p7ctS$7rp2@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7Եւե 

X-Newsreader: Forte Agent 1.5/32.452 


I'm completely speculating here, but there have been threads fairly 
recently about different data types needing to be aligned on different 
byte-boundaries. 


Is it possible that your linked list "sometimes" gets allocated to the 
right boundaries, and sometimes doesn't? (Perhaps depending on 
changes you make in your code?) 


Again, this is sheer speculation. I remember somebody mentioning that 
taking care of the alignment is "something you need to do", but no 
more specifics than that. 


Steven 


On Thu, 9 Dec 1999 21:31:37 -0000, "Matthew Hardingham" 
<MatthewHardingham@RebelWareInteractive.Freeserve.co.uk> wrote: 


>Cheers for that but for some reason it's now working ! 

>odd that I still don't know what caused it. 

> 

>Matt 

> 

>Steven Osman <sosman@terratron.com> wrote in message 

>news :384eda83.10073394@news.playstation.co.uk... 

>> You're performing 16384 memory allocations, I wonder if that has 
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>> anything to do with it. Maybe the compiler's memory manager isn't the 
>> most efficient. 

>> 

>> I also wouldn't be surprised if your printf is the problem (did you 

>> put that in afterwards?) You are printing out 16384 lines also! 

>> 
>> An extremely trivial point (incidentally)... This line: 

>> 

>> NewVert-—>Next = NULL; 

>> 

>> is redundant 

>> 

>> 

>> Steven 

>> 

>> 

>> On Wed, 8 Dec 1999 15:40:58 -0000, "Matthew Hardingham" 

>> <MatthewHardingham@RebelWareInteractive.Freeserve.co.uk> wrote: 

>> 

>> >Right here we go then, 

>> > 

>> >At the moment I have a set of elevation points stored in an array 
> (128x128) 


>> >from this I'm creating a link list of vertices. 

>> >For some reason it is running very slow or the program is crashing out. 
>> >Why ? 

>> >It's bugging me me now. 

>> > 

>> >Here's the vertex structure -- 

>> > 

>> > /* Vertex list */ 

>> > typedef struct Vertex { 

>> > unsigned short IdxX, IdxZ; 

>> > VECTOR Vert; /* Vector */ 
>> > struct Vertex *Next; 

>> > } VERTEX; 

>> > 

>> > 


>> >Heres a snippet of code where the elevation data is extracted from the 
>> >array -- 


>> > 

>> > /* Loop through the mesh */ 

>> > for (MeshZ=0; MeshZ<MESH SIZE; MeshZ++) 

>> > { 

>>> for (MeshX=0; MeshX<MESH SIZE; MeshX++) 

>> > { 

>>> NewVert = AllocateVertex(); 

>> > 

>>> NewVert—>IdxX = BlockxX; 

>>> NewVert—->IdxZ = BlockZ; 

>> > 

>> > printf("Nn Z - 514 X - 514", MeshZ, MeshX); 
>> > 

>> > /* Set vertices values */ 

>> > NewVert-—>Vert.vx = (MeshX*MESH_ INTERVAL) ; 
>> > NewVert->Vert.vy = HeightArray [MeshZ] [Meshx]; 
>> > NewVert-—>Vert.vz = (MeshZ*MESH_ INTERVAL) ; 
>> > 

>> > /* Change the pointers and link list positions */ 
>> > CurrentVert—>Next = NewVert; 

>> > NewVert-—>Next = NULL; 

>> > CurrentVert = NewVert; 

>> > } 

>> > } 

>> > 

>> >Here's the allocation part --- 

>> > 

>> > /* Vertex memory allocation */ 

>> > VERTEX *AllocateVertex (void) 

>> > { 

>> > VERTEX *V = NULL; 

>> > 

>>> V = (VERTEX *)malloc(sizeof (VERTEX) ); 
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>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
>> 
> 


V->IdxX = 0; V->IdxZ = 0; 


/* Vertice values */ 
V->Vert.vx = 0; V->Vert.vy = 0; V->Vert.vz = 0; 


V->Next = NULL; 


return (Մ): 


VVVVVVVVVVV VV VV 


-—-MESSAGE FILE 14560 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001445 


——MESSAGE FILE 14561 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001446 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: angular acceleration 

Date: Fri, 10 Dec 1999 16:20:07 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <82r995S6u71@chuka.playstation.co.uk> 

References: <825q0v$gull@chuka.playstation.co.uk> <384fe0ab.11649370@news.playstatio 
n.co.uk> 

NNTP-Posting-Host: modem-38.americium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Steven... 


Thanks for confirming the formula etc .. and I'll look into muscles and how 
they develop torque to see if that explains the excessive acceleration. 


Cheers 
Jon Prestidge 


-—-MESSAGE FILE 14561 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001446 


——MESSAGE FILE 14562 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001447 

Path: chuka.playstation.co.uk!news 

From: Jo1l80@mdx.ac.uk (John Owens) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Matrices 

Date: Mon, 13 Dec 1999 17:20:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <38552913.3766245@news.playstation.co.uk> 
Reply-To: Jol80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-052.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I am looking using to use matrix maths and I was just wondering if the 
library functions can be used for this purpose. I know Mult matrix 
only multiplies the rotation parts but 

1. Does CompMatrix do a "proper" matrix multiplication as if they are 
4x4 matrices with the fourth coloumn set as 0,0,0,1. 
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2. Can GsGetLw be used as a function which performs a "proper" matrix 
inversion. 


If not does anyone know of any matrix libraryies which used fixed 

point maths ( ideally those that represent 1 as (1<<12) ) that work 

for proper 4x4 matrices. 

—-MESSAGE FILE 14562 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001447 


--MESSAGE FILE 14563 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001448 

Path: chuka.playstation.co.uk!news 

From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Disapearing polygons 

Date: Wed, 15 Dec 1999 18:06:00 +0000 
Organization: Max Studios 

Lines: 39 
Message-ID: <3857D888.F9D29CC1@which.net> 
NNTP-Posting-Host: p283-bantam-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" C7C4F509C6B6B50E7421BEA5" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
C7C4F509C6B6B50E7421BEA5 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Good day, 


I was wondering if anyone could tell me why, when I run a 3D model ina 
world some of the polygons on the model seem to dissapear. This makes 
the game look really tacky, I know it happens in commercial games 
sometimes..... Can anyone tell me what causes this and what I can do to 
ammend such a problem. 


Cheers all. 
Max 


http://www.netyaroze-europe.com/~leonl7 


C7C4F509C6B6B50E7421BEA5 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-—Disposition: attachment; 
filename="mad.max.vcf" 


begin: vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet :mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


C7C4F509C6B6B50E7421BEA5—— 
—-MESSAGE FILE 14563 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001448 


—--MESSAGE FILE 14564 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001449 


Net Yaroze newsgroups message dump.txt Page 9800 


Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Disapearing polygons 

Date: Sun, 19 Dec 1999 11:19:54 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <83if51$4h51@chuka.playstation.co.uk> 
References: <3857D888.F9D29CC1@which.net> 
NNTP-Posting-Host: modem-—46.tinactin.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello Andrew... Is it polygons close to the view point (especially at the 
corners of the screen) that this is happening to?... if so look at the 
article thread above "clipping" "06/12/1999". (Let me know if you need more 


detailed info). 


—-MESSAGE FILE 14564 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001449 


——MESSAGE FILE 14565 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001450 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Animation 

Date: Fri, 24 Dec 1999 01:18:41 -0600 

Organization: SCEA News Server 

Lines: 8 

Message-ID: <840gpn$m0k1@scea> 

References: <38182ddd.73694276@news.playstation.co.uk> 
NNTP-Posting-Host: dialup-209.245.232.220.Dallas1.Level3.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


John Owens <Jo180@mdx.ac.uk> wrote in message 

news :38182ddd.73694276@news.playstation.co.uk... 

> Is there any tools available for animating meshes. 
check out Craig Graham RSDAnim 

its fabulous 


—-MESSAGE FILE 14565 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001450 


—--MESSAGE FILE 14566 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001451 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 
From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Will Atkin Where are you ? (and anyone that can contact him) 
Date: Fri, 24 Dec 1999 01:30:39 -0600 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <840he4Sm0k2@scea> 

NNTP-Posting-Host: dialup-209.245.232.220.Dallas1.Level3.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Attention 
William Atkin of Bournemouth University 
This is Terry Arnold "Coder of Team Ryu Ki" 
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Contact me at tmaterry@netzero.net or watanm@geocities.com or 
watanm@yahoo.com 


—-MESSAGE FILE 14566 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001451 


—-MESSAGE FILE 14567 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001452 

Path: chuka.playstation.co.uk!news 

From: Al <admars32@bigfoot.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Will Atkin Where are you ? (and anyone that can contact him) 
Date: Mon, 27 Dec 1999 22:35:27 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <3867E9AF.FO511CDB@bigfoot .com> 

References: <840he4Sm0k2@scea> 

Reply-To: admars32@bigfoot.com 

NNTP-Posting-Host: 194.176.211.26 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (Win95; I) 

X-Accept—-Language: en 


Hi, Will isn't at Bmnouth Uni any more! Liek me he finished in 
September. He's in USA somewhere, but no-=one is quite sure where and 
no-one seems to know his current e-mail address! 


Will if you read this, get in touch mate :) 
Al 

Terry Arnold wrote: 

Attention 

William Atkin of Bournemouth University 
This is Terry Arnold "Coder of Team Ryu Ki" 


Contact me at tmaterry@netzero.net or watanm@geocities.com or 
watanm@yahoo.com 


VV V V V V 


http://www.geocities.com/SunsetStrip/Palms/3657/ 
music 'n' computers 'n' piercing 'n' stuff 


--MESSAGE FILE 14567 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001452 


——MESSAGE FILE 14568 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001453 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Disapearing polygons 
Date: Tue, 28 Dec 1999 15:11:17 +0000 
Organization: Max Studios 
Lines: 42 
Message-ID: <3868D315.6916FA41@which.net> 
References: <3857D888.F9D29CCl@which.net> <83if51S4h51@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-16.doxycycline.dialup.pol.co.uk 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" F34C87266BABE38E6BFDBF48" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
F34C87266BABE3 8E6BFDBF48 
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Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Well I suppose it would include that but I'm talking more about polygons on the 
madel that just happen to dissapear at certian viewpoint angles, I think its one 
of those sort of unsolvable, things we have to live with kinda things. If you 
can help further than brilliant but it don't matter much, it just makes my new 
game look really bad, with dissapearing polygons and stuff. 


Cheers 
Max 


"Jon Prestidge (Moose)" wrote: 


> Hello Andrew... Is it polygons close to the view point (especially at the 

> corners of the screen) that this is happening to?... if so look at the 

> article thread above "clipping" "06/12/1999". (Let me know if you need more 
> detailed info). 


F34C87266BABE38E6BFDBF48 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


F34C87266BABE38E6BFDBF48-— 


—-MESSAGE FILE 14568 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001453 


—--MESSAGE FILE 14569 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001454 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Disapearing polygons 

Date: Wed, 29 Dec 1999 08:51:49 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 
Message-ID: <946457509.138391617@news.playstation.co.uk> 

References: <3857D888.F9D29CC1l@which.net> <83if51S4h51@chuka.playstation.co.uk> <386 
8D315.6916FA41@which.net> 

NNTP-Posting-Host: 195.184.224.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: quoted-printable 

X-NewsReader: kexpress 0.8.0 


Andrew Murray <mad.max@which.net> wrote: 

>Well I suppose it would include that but I'm talking more about polygons= 
on the 
>madel that just happen to dissapear at certian viewpoint angles, I think= 
its one 

>of those sort of unsolvable, things we have to live with kinda things. I 
f you 

>can help further than brilliant but it don't matter much, it just makes 

my new 

>game look really bad, with dissapearing polygons and stuff. 
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Coordinates of model to small. The GTE isn't real accurate with small val= 
ue 

coords, so scale your models up and change your viewing matrices to 
compensate. Problem will probably go away then...... 


>Cheers 
>Max 


Craig Graham. 


—-MESSAGE FILE 14569 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001454 


--MESSAGE FILE 14570 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001455 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Disapearing polygons 
Date: Thu, 30 Dec 1999 22:32:52 +0000 
Organization: Max Studios 
Lines: 50 
Message-ID: <386BDD94.32AD492E@which.net> 
References: <3857D888.F9D29CC1l@which.net> <83if51S4h51@chuka.playstation.co.uk> <386 
8D315.6916FA41@which.net> <946457509.138391617@news.playstation.co.uk> 
NNTP-Posting-Host: p271-chaffinch-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" 49455A4EB7 91E7E15F11FEDE" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
49455A4EB791E7E15F11FEDE 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Thanks very much. I will try this in the hope that it will work coz all else has 
failed. 


Thanks again 
Max 


Craig Graham wrote: 


> Andrew Murray <mad.max@which.net> wrote: 

> >Well I suppose it would include that but I'm talking more about polygons on the 
> >madel that just happen to dissapear at certian viewpoint angles, I think its one 
> >of those sort of unsolvable, things we have to live with kinda things. If you 

> >can help further than brilliant but it don't matter much, it just makes my new 
> >game look really bad, with dissapearing polygons and stuff. 

> 

> Coordinates of model to small. The GTE isn't real accurate with small value 

> coords, so scale your models up and change your viewing matrices to 

> compensate. Problem will probably go away then...... 

> 

> >Cheers 

> >Max 

> 

> 


Craig Graham. 


49455A4EB791E7E15F11FEDE 
Content-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 
Content-Transfer-Encoding: 7bit 
Content—Description: Card for Andrew Murray 
Content-Disposition: attachment; 
filename="mad.max.vcf" 


begin:vcard 
n:Murray; Andrew 
x-mozilla-html:FALSE 
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org:Max Studios 


version:2.1 

email; internet:mad.max@which.net 
title:Mr 

fn:Andrew Murray 

end:vcard 


49455A4EB791E7E15F11FEDE-- 


—-MESSAGE FILE 14570 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001455 


--MESSAGE FILE 14571 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001456 

Path: chuka.playstation.co.uk!scea!peter_alau@playstation.sony.com 

From: "Terry Arnold" <kingswoo@gte.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: The RSD Format 

Date: Tue, 4 Jan 2000 20:12:47 -0600 

Organization: SCEA News Server 

Lines: 9 

Message-ID: <84u95i$871@scea> 

NNTP-Posting-Host: dialup-209.244.94.205.Dallas1.Level3.net 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Does any one know where I can get info on how to make my own rsd file by 
hand . I'm thinking about making a 3d rsd modeller for dos . It'll be free 
and easy to use with lofting and etc. If you have links to web sites or 
otherwise please reply 


Terry Arnold 
Team Ryu Ki of America 


—-MESSAGE FILE 14571 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001456 


--MESSAGE FILE 14572 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001457 
Path: chuka.playstation.co.uk!news 
From: Andrew Murray <mad.max@which.net> 
Newsgroups: scea.yaroze.programming.3d_graphics, scee.yaroze.programming.3d_graphics 
Subject: Re: 3D Splines 
Date: Thu, 06 Jan 2000 00:27:52 +0000 
Organization: Max Studios 
Lines: 74 
Message-ID: <3873E188.B147391@which.net> 
References: <381FAE75.BD3A3572@surfsouth.com> <80fhofSlhe5@scea> 
NNTP-Posting-Host: p35-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 
Content-Type: multipart/mixed; 
boundary=" E4B3C4581C5810F621048559" 
X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 
Xref: chuka.playstation.co.uk scea.yaroze.programming.3d_graphics:389 scee.yaroze.pr 
ogramming.3d_graphics:1457 


This is a multi-part message in MIME format. 
E4B3C4581C5810F621048559 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 


Yo Steve, 


Could you tell me what you thought of these books that you mentioned. I went to 
amazon.co.uk and reviews stated that it has printing errors in it making some of 
the formulas un-readable, is this true? 
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What did you think of the explanations on the whole? Was it layed out well or a 


s 


ham of a job? 


So many questions, too little time!!!! 
Thanks 

Max 

Steve Tolin wrote: 


ՄՃԿԿՊՊՊՎՊՊՊՎՊՎՊՎՊՊՎՊՊՎՊՎՊՊՊՎՊՊՊՊՊԿՊՎՎՊՊ ՎՊ 


VVVVVVVVVVVVVVV VV VV 


The only thing I can suggest besides what's alreaday been posted is the 
"Computer Graphics" Foley/Van Damm book which has all the formulad you would 
need. u s su 


Another book is "Computer Graphics: Mathematical First Steps" P. A. Egerton 
ISBN: 0135995728 which is a fabulous resource..... 


Steve Tolin 


Darco <rquat@surfsouth.com> wrote in message 

news: 381FAE75.BD3A3572@surfsouth.com... 

> I will be working on a 3D raceing game, but I need to do my research on 
3D environments first. The "Blaze of Glory" 3D engine won't work for 
this game, and I wanted to experement with other engines. The 3D system 
in "Hover Raceing" is awesome, and after playing it for a while, I came 
to the conclusion that it uses 3D splines to create it's tracks. I've 
done stuff with dynamic TMD's, so making the TMD shouldn't be a prob - 
the splines though are gonna be my prob. 


Does anyone have any information on how splines work, and/or how to 
implement them with code? 


Another system that I wanted to consider would be making the entire 3D 
world in a program like 3D Studio and then using that as the race track. 
That's all good, but I have no idea how I would implement colision 
detection. 


any help would be appreciated. 


"darco 
darco@bigfoot.com 


Շ 
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E4B3C4581C5810F621048559 
ontent-Type: text/x-vcard; charset=us-ascii; 
name="mad.max.vcf" 

ontent-Transfer-Encoding: 7bit 
ontent-Description: Card for Andrew Murray 
ontent-Disposition: attachment; 
filename="mad.max.vcf" 


egin:vcard 

:Murray;Andrew 
—mozilla-html:FALSE 

rg:Max Studios;Only Employee 


version:2.1 
email;internet:mad.max@which.net 


t 
f 
e 


itle:Mr 
n:Andrew Murray 
nd:vcard 


E4B3C4581C5810F621048559-- 
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--MESSAGE FILE 14572 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3 


0 
P 
EF 
N 


d_graphics/00001457 


-MESSAGE FILE 14573 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


03d_graphics/00001458 

ath: chuka.playstation.co.uk!news 

rom: Jol80@mdx.ac.uk (John Owens) 

ewsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: Disapearing polygons 

Date: Tue, 11 Jan 2000 19:32:48 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <354fe2fd.8067830@news.playstation.co.uk> 

References: <3857D888.F9D29CCl@which.net> <83if51S4h51@chuka.playstation.co.uk> <386 
8D315.6916FA41@which.net> <946457509.138391617@news.playstation.co.uk> 

Reply-To: Jo1l80@mdx.ac.uk 

NNTP-Posting-Host: dyn025-090.mdx.ac.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


>Coordinates of model to small. The GTE isn't real accurate with small val= 
>ue 

>coords, so scale your models up and change your viewing matrices to 
>compensate. Problem will probably go away then...... 

They won't go away completely, but it will make it better. However if 

you make them too big around quordinates with values greater than 

32,000 (of the top of my head) you will meet other nastier problems. 


The only real way of fixing this problem and the problem of 
dissappearing polys close to the viewport is to rewrite the whole of 
the ordering table libraries, this is what the game companies do. 


However that is unreasonable so I guess we just have to live with it. 


Just one thing, how hard would it have been to use a zbuffer eh?.. 
—-MESSAGE FILE 14573 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001458 


——MESSAGE FILE 14574 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001459 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Getting Y coord from Plane and X,Z coords 
Date: Sat, 15 Jan 2000 00:02:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <387FB920.1F1201B7@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: m95-mpl-cvxlb.ren.ntl.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en]C-CCK-MCD (Win98; 1) 
X-Accept—-Language: en 


Hi all, 
I simple puzzel for you boffins to contimplate. 
I have a polygon which I know the coords of the corners (A,B,C,D). 


If I have a point that I know the X and Z coords, how do I work out the 
Y coord of this point? 


Cheers all, 


Bruce McNeish 
—-MESSAGE FILE 14574 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001459 


—--MESSAGE FILE 14575 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001460 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Getting Y coord from Plane and X,Z coords 

Date: Sat, 15 Jan 2000 21:16:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 25 

Message-ID: <3883e37c.3289377294@news.playstation.co.uk> 
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References: <387FB920.1F1201B7@mcneish.freeserve.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


I think that staring with the coordinates of the points on the plane 
you should be able to compute the formula of the plane. Then it's 
just as simple as plugging in what you know, to get what you don't. 


If you don't know how to derive the equation of a plane, I can look it 
up for you (I think I can at least). 


Steven 


On Sat, 15 Jan 2000 00:02:40 +0000, Bruce McNeish 
<bruce@mcneish.freeserve.co.uk> wrote: 


>Hi all, 

> 

>I simple puzzel for you boffins to contimplate. 
> 


>I have a polygon which I know the coords of the corners (A,B,C,D). 

> 

>If I have a point that I know the X and Z coords, how do I work out the 
>Y coord of this point? 

> 

>Cheers all, 

> 

>Bruce McNeish 
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—-MESSAGE FILE 14575 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001460 


--MESSAGE FILE 14576 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001461 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Getting Y coord from Plane and X,Z coords 
Date: Sun, 16 Jan 2000 23:27:03 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <388253C7.9733D95@mcneish. freeserve.co.uk> 


References: <387FB920.1F1201B7@mcneish.freeserve.co.uk> <3883e37c.3289377294@news.pl 


aystation.co.uk> 

NNTP-Posting-Host: tnt-11-234.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en]C-CCK-MCD (Win98; 1) 
X-Accept—-Language: en 

To: sosman@terratron.com 


Steven, 
I think the equation of a plane is 


aX + bY + cZ + d = 0 


If I substitute the coords for each known point on the place, the 
corners 


I would get 4 equation to solve to give me the equation of the plane, I 
could then substitute the X and Z coords of the point required and out 
should pop the Y coord? 

Yes, that would work ( I think ), sorry i'm babbling. 


Does this sound right to you? 


Net Yaroze newsgroups message dump.txt 
Bruce 


b_mcneish@yahoo.com 


Steven Osman wrote: 

I think that staring with the coordinates of the points on the plane 
you should be able to compute the formula of the plane. Then it's 
just as simple as plugging in what you know, to get what you don't. 


If you don't know how to derive the equation of a plane, I can look it 
up for you (I think I can at least). 


Steven 


On Sat, 15 Jan 2000 00:02:40 +0000, Bruce McNeish 
<bruce@mcneish.freeserve.co.uk> wrote: 


>Hi all, 

> 

>I simple puzzel for you boffins to contimplate. 
> 


>I have a polygon which I know the coords of the corners (A,B,C,D). 
> 


>Y coord of this point? 
> 

>Cheers all, 

> 

>Bruce McNeish 


VVVVVVVVVVVVVVV VV VV VV VV VV 
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>If I have a point that I know the X and Z coords, how do I work out the 


—-MESSAGE FILE 14576 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001461 


--MESSAGE FILE 14577 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001462 

Path: chuka.playstation.co.uk!news 

From: Bruce McNeish <bruce@mcneish.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Getting Y coord from Plane and X,Z coords 
Date: Sun, 16 Jan 2000 23:27:40 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <388253EC.DB41458F@mcneish. freeserve.co.uk> 


aystation.co.uk> 

NNTP-Posting-Host: tnt-11-234.easynet.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en]C-CCK-MCD (Win98; 1) 
X-Accept—-Language: en 


Steven, 
I think the equation of a plane is 
aX + bY + cZ + d = 0 


If I substitute the coords for each known point on the place, the 
corners 


I would get 4 equation to solve to give me the equation of the plane, I 
could then substitute the X and Z coords of the point required and out 
should pop the Y coord? 

Yes, that would work ( I think ), sorry i'm babbling. 


Does this sound right to you? 


Bruce 


References: <387FB920.1F1201B7@mcneish.freeserve.co.uk> <3883e37c.3289377294@news.pl 
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b_mcneish@yahoo.com 


Steven Osman wrote: 

I think that staring with the coordinates of the points on the plane 
you should be able to compute the formula of the plane. Then it's 
just as simple as plugging in what you know, to get what you don't. 


If you don't know how to derive the equation of a plane, I can look it 
up for you (I think I can at least). 


Steven 


On Sat, 15 Jan 2000 00:02:40 +0000, Bruce McNeish 
<bruce@mcneish.freeserve.co.uk> wrote: 


>Hi all, 

> 

>I simple puzzel for you boffins to contimplate. 
> 


>I have a polygon which I know the coords of the corners (A,B,C,D). 

> 

>If I have a point that I know the X and Z coords, how do I work out the 

>Y coord of this point? 

> 

>Cheers all, 

> 

>Bruce McNeish 

—-MESSAGE FILE 14577 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001462 


VVVVVVVVVVVVV VV VV VV VV VV VV 


——MESSAGE FILE 14578 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001463 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Getting Y coord from Plane and X,Z coords 

Date: Mon, 17 Jan 2000 03:49:23 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 57 

Message-ID: <38849109.3399350217@news.playstation.co.uk> 

References: <387FB920.1F1201B7@mcneish. freeserve.co.uk> <3883e37c.3289377294@news.pl 
aystation.co.uk> <388253EC.DB41458F@mcneish.freeserve.co.uk> 

NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


Yes, it does, and I'm pretty sure you're correct on the equation of a 
plane (there is a parametric form also). Good luck. 


Steven 


On Sun, 16 Jan 2000 23:27:40 +0000, Bruce McNeish 
<bruce@mcneish.freeserve.co.uk> wrote: 


>Steven, 

> 

>I think the equation of a plane is 
> 

>aX + bY + cZ + d = 0 

> 


>If I substitute the coords for each known point on the place, the 
>corners 

> 

>I would get 4 equation to solve to give me the equation of the plane, I 
>could then substitute the X and Z coords of the point required and out 
>should pop the Y coord? 

> 

>Yes, that would work ( I think ), sorry i'm babbling. 
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> 

>Does this sound right to you? 

> 

>Bruce 

> 

>b_mcneish@yahoo.com 

> 

> 

>Steven Osman wrote: 

>> 

>> I think that staring with the coordinates of the points on the plane 
>> you should be able to compute the formula of the plane. Then it's 
>> just as simple as plugging in what you know, to get what you don't. 
>> 

>> If you don't know how to derive the equation of a plane, I can look it 
>> up for you (I think I can at least). 

>> 

>> Steven 

>> 

>> On Sat, 15 Jan 2000 00:02:40 +0000, Bruce McNeish 

>> <bruce@mcneish.freeserve.co.uk> wrote: 


>> 

>> >Hi all, 

>> > 

>> >I simple puzzel for you boffins to contimplate. 
>> > 


>> >I have a polygon which I know the coords of the corners (A,B,C,D). 

>> > 

>> >If I have a point that I know the X and Z coords, how do I work out the 
>> >Y coord of this point? 

>> > 

>> >Cheers all, 

>> > 

>> >Bruce McNeish 


—-MESSAGE FILE 14578 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001463 


—-MESSAGE FILE 14579 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001464 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3D Optimisation 

Date: Tue, 18 Jan 2000 19:42:50 +0000 

Organization: Max Studios 

Lines: 10 

Message-ID: <3884C23A.1B75425E@which.net> 
NNTP-Posting-Host: p20-woodpecker-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Does anyone out there have a good routine for making the PSX render only 


the polygons that are on-screen and not all the polygons in the scene? 
Or some source code perhaps?..... 1217121212 


Cheers very much 
Max 


—-MESSAGE FILE 14579 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001464 


—-MESSAGE FILE 14580 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001465 
Path: chuka.playstation.co.uk!news 
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From: kr705@gre.ac.uk 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Making a race track 

Date: Thu, 20 Jan 2000 16:37:28 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <38872c72.80575070@news.playstation.co.uk> 
Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: gw-dr-215-cl2.gre.ac.uk 
X-Newsreader: Forte Free Agent 1.21/32.243 


Hi people, 


Happy new Millenium and stuff. 


I'm trying to create a race track, at the moment I can create a basic 
X by Y rectangular ground using a dynamic TMD but I'm stuck on making 
a proper track with smooth bends. 


I've just recently figured out that this can be achieved using bezier 
curves but I have no understanding of how they work and unfortunately 
my maths is limited/crap, could someone explain them/point me in the 

right direction/or suggest an alternative to using them. 


I've already looked at Lars code, but I still can't figure out whats 
going on. 


Any ideas? 


Thanks, 

Rad. 

rad@cyberdude.com 

—-MESSAGE FILE 14580 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001465 


——MESSAGE FILE 14581 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001466 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: RAW data animation 

Date: Wed, 02 Feb 2000 21:55:14 +0000 
Organization: Max Studios 

Lines: 10 

Message-ID: <3898A7C2.AD35F6FE@which.net> 
NNTP-Posting-Host: p54-tinamou-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Does anyone know if it is un heard of to do raw data animation? You 
know, make every object seperate then link them together in code as an 
entity with every object relative to the main part (say the torso). 
Would an array do it or is there a less processor/RAM intensive way???? 


Thanx for all feedback coz I notice the newsgroups are really dead these 
weeks 


Max 


—-MESSAGE FILE 14581 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001466 


--MESSAGE FILE 14582 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001467 

Path: chuka.playstation.co.uk!news 

From: "Warren Khan" <warren@nelson.demon.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RAW data animation 
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Date: Fri, 4 Feb 2000 17:51:19 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <87f£3nq$1175@chuka.playstation.co.uk> 
References: <3898A7C2.AD35F6FE@which.net> 
NNTP-Posting-Host: 195.226.57.226 

X-Newsreader: Microsoft Outlook Express 4.72.3612.1700 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3612.1700 


Hey Max. 


From what you asked here and in Freetalk I assume your doing a first 
person shooter with realistic blood textures and falling bodies? Joints 
that can only move in a range of angles? I tried this several 
months ago with my "Feet of Flame Massacre" game using the GCon lib - it's 
bloody difficult. Another game that lies 5% done. 

However I did manage to have multiple "people" from the same 
model (loaded once) and their arms, legs, hands, feet and heads were all 
separate entities. 


The way to do it way to move the super coord to the linked item. 
Therefore the hands super would be the coords for the (forearm + length of 
forearm), the forearms super would the coords for the (bicep + length of 
bicep), linked to torso, etc. The same for the feet, shins and thighs. The 
way this works is if the super of a part moves it also moves the part. You 
have to + the length of the linked part otherwise both parts would start at 
the linked parts origin (i.e. hands and forearms both connected to the 
elbow). 


The biggest pain was getting the model setup right so the sub-parts 
appeared in the right place. I think I also found it difficult to show more 
than 20 of the line dancing cretins on the screen at the same time. 


I managed to implement moving limbs around before I got bored and 
concentrated on a different idea. 


If you are interested I could give you more details. 
Warren. 


PS. I was thinking of joining the Eclipse thing and perhaps then having the 
time (and the choicest brains to pick) to do justice to the little jigging 
nonces. 


Max wrote in message <3898A7C2.AD35F6FE@which.net>... 

>Does anyone know if it is un heard of to do raw data animation? You 
>know, make every object seperate then link them together in code as an 
>entity with every object relative to the main part (say the torso). 
>Would an array do it or is there a less processor/RAM intensive way???? 
> 

>Thanx for all feedback coz I notice the newsgroups are really dead these 
>weeks 

> 

>Max 

> 


—-MESSAGE FILE 14582 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001467 


--MESSAGE FILE 14583 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001468 

Path: chuka.playstation.co.uk!news 

From: Max <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RAW data animation 

Date: Fri, 04 Feb 2000 23:24:43 +0000 

Organization: Max Studios 

Lines: 61 

Message-ID: <389B5FBB.DD442FAF@which.net> 

References: <3898A7C2.AD35F6FE@which.net> <87f£3nq$1175@chuka.playstation.co.uk> 
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NNTP-Posting-Host: p57-wren-gui.tch.which.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.61 [en] (Win95; I) 
X-Accept—-Language: en 


Thanks for the reply man, I thought this was a rather passe topic amoungst 
members but once again I have been proved wrong. 


I would be very interested in any code or further ideas you have to show me. The 
animation is for Asylum of Eclipse's upcomming Mach Force. It's something I want 
to look at for it. 


You are very welcome to join the Eclipse team. Mail Marc Lambert at 
mlambert@netcomuk.co.uk for further details, hes the main man. 


Max 
Warren Khan wrote: 
Hey Max. 


From what you asked here and in Freetalk I assume your doing a first 
person shooter with realistic blood textures and falling bodies? Joints 
that can only move in a range of angles? I tried this several 
months ago with my "Feet of Flame Massacre" game using the GCon lib - it's 
bloody difficult. Another game that lies 5% done. 

However I did manage to have multiple "people" from the same 
model (loaded once) and their arms, legs, hands, feet and heads were all 
separate entities. 


The way to do it way to move the super coord to the linked item. 
Therefore the hands super would be the coords for the (forearm + length of 
forearm), the forearms super would the coords for the (bicep + length of 
bicep), linked to torso, etc. The same for the feet, shins and thighs. The 
way this works is if the super of a part moves it also moves the part. You 
have to + the length of the linked part otherwise both parts would start at 
the linked parts origin (i.e. hands and forearms both connected to the 
elbow). 


The biggest pain was getting the model setup right so the sub-parts 
appeared in the right place. I think I also found it difficult to show more 
than 20 of the line dancing cretins on the screen at the same time. 


I managed to implement moving limbs around before I got bored and 
concentrated on a different idea. 


If you are interested I could give you more details. 
Warren. 


PS. I was thinking of joining the Eclipse thing and perhaps then having the 
time (and the choicest brains to pick) to do justice to the little jigging 
nonces. 


Max wrote in message <3898A7C2.AD35F6FE@which.net>... 

>Does anyone know if it is un heard of to do raw data animation? You 
>know, make every object seperate then link them together in code as an 
>entity with every object relative to the main part (say the torso). 
>Would an array do it or is there a less processor/RAM intensive way???? 
> 

>Thanx for all feedback coz I notice the newsgroups are really dead these 
>weeks 

> 

>Max 

> 


VVVVVVVVVVVVVV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV VV 


—-MESSAGE FILE 14583 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001468 


—-MESSAGE FILE 14584 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001469 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: RAW data animation 

Date: Mon, 7 Feb 2000 23:24:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <87nkm9$la71@chuka.playstation.co.uk> 
References: <3898A7C2.AD35F6FE@which.net> 
NNTP-Posting-Host: modem-113.flunitrazepam.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hello ... try my demo on my home page www.netyaroze-europe.com/~zmoose/ 
where I have figures animated as you describe. It's a very old version but 
it does demonstrate that you can do it and not pull the whole system down 
(and I've gone a bit overbord with articulated fingers and blended joints). 
The co-ordinate systems of each body-part are linked together as Warren 
describes ... and as he also describes the joint angle ranges are 
appropriately limited. (The current version I am working on is phyics 
based.. so I've implemented acceleration, velocity, mass and conservation of 
momentum etc... which is turning-out to be 100 times more difficult than 
getting the animated figures working in simple form) 


Jon 


(P.S. the demo has my old e-mail address my new one is "Jjon@surfed.to") 


Max <mad.max@which.net> wrote in message news:3898A7C2.AD35F6FE@which.net... 
Does anyone know if it is un heard of to do raw data animation? You 

know, make every object seperate then link them together in code as an 
entity with every object relative to the main part (say the torso). 

Would an array do it or is there a less processor/RAM intensive way???? 


Thanx for all feedback coz I notice the newsgroups are really dead these 
weeks 


Max 


VVVVVVVV VV 


—-MESSAGE FILE 14584 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001469 


--MESSAGE FILE 14585 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001470 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: LOD - Suggestions Please 

Date: Sat, 12 Feb 2000 16:30:44 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <8841td$fhf2@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-85.medroxyprogest.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hola, 

Right here we go, at the moment I have a LOD terrain program. 
This works by calculating where the camera is and what is within the cameras 
FOV or frustum. 
Whatever is in this FOV is processed onto a display list (just a l-list օք 
polygons). 
This list is then used to generate an on the fly TMD model, which is then 
linked into the system etc.. 
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The problems is, is that this occurs each frame (ie the model is getting 
linked into the system each frame), this seems to be really slooooowww. 


The suggestions are needed for the linking section, can anyone think of a 
quicker/better way then linking the model at each frame. 

I thought of some sort of morphing but I don't think I'll have time to 
implement it. 


Help and regards 
Matt 


—-MESSAGE FILE 14585 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001470 


—--MESSAGE FILE 14586 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001471 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mario@sidhe.co.nz> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LOD - Suggestions Please 

Date: Wed, 16 Feb 2000 21:15:50 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <88dm6éd$feel@chuka.playstation.co.uk> 
References: <8841tdSfhf2@chuka.playstation.co.uk> 
NNTP-Posting-Host: p22-max7.wlg.ihug.co.nz 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 


Matthew Hardingham <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
wrote in message news: 8841tdS$fhf2@chuka.playstation.co.uk... 

> Hola, 

> Right here we go, at the moment I have a LOD terrain program. 

> This works by calculating where the camera is and what is within the 
cameras 

> FOV or frustum. 

Whatever is in this FOV is processed onto a display list (just a l-list of 
polygons). 

This list is then used to generate an on the fly TMD model, which is then 
linked into the system etc.. 


V V V V 


Why notcreate the TMD once at startup and just modify the vertices and 
primitives within the TMD on the fly? You shouldn't have to use more CPU 
time than you are currently using and would avoid the need to link the TMD 
altogether. 


Regards 
Mario 


mario@sidhe.co.nz 
www.Ssidhe.co.nz 


—-MESSAGE FILE 14586 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001471 


—--MESSAGE FILE 14587 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001472 

Path: chuka.playstation.co.uk!news 

From: <stuart@macdonald4798.freeserve.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RAW data animation 

Date: Wed, 16 Feb 2000 12:20:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <88e5n1$c4j15@chuka.playstation.co.uk> 
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References: <3898A7C2.AD35F6FE@which.net> <87nkm9Sla71@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-114.ytterbium.dialup.pol.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Jon Prestidge (Moose) wrote in message 
<87nkm9S$la71@chuka.playstation.co.uk>... 

>Hello ... try my demo on my home page www.netyaroze-europe.com/~zmoose/ 
>where I have figures animated as you describe. It's a very old version but 
>it does demonstrate that you can do it and not pull the whole system down 
>(and I've gone a bit overbord with articulated fingers and blended joints). 


You only seem to have your tmd check code on your ftp site Jon, I tried to 
find your demo as well, but couldn't find it ( I'm looking to create a 
'simple' data driven limb animation routine - well only to move the hands, 
feet and heads of my characters in my 'Spike & Blade' game ). 

Stuart. 


—-MESSAGE FILE 14587 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001472 


—--MESSAGE FILE 14588 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001473 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LOD - Suggestions Please 

Date: Wed, 16 Feb 2000 14:23:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <38aab250.17141309@www.netyaroze-europe. com> 
References: <8841tdS$fhf2@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


On Sat, 12 Feb 2000 16:30:44 -0000, "Matthew Hardingham" 
<MatthewHardingham@RebelwareInteractive.freeserve.co.uk> wrote: 


>Hola, 

> Right here we go, at the moment I have a LOD terrain program. 

>This works by calculating where the camera is and what is within the cameras 
>FOV or frustum. 

>Whatever is in this FOV is processed onto a display list (just a 1-11Տե of 
>polygons). 

This list is then used to generate an on the fly TMD model, which is then 
linked into the system etc.. 
The problems is, is that this occurs each frame (ie the model is getting 
linked into the system each frame), this seems to be really slooooowww. 


> 
> 
> 
> 
> 
> 


The suggestions are needed for the linking section, can anyone think of a 
>quicker/better way then linking the model at each frame. 

>I thought of some sort of morphing but I don't think I'll have time to 
>implement it. 

> 

>Help and regards 

>Matt 

> 

> 


You could make some limitations on the system to speed up the tmd 
manipulation. As Mario states - don't recreate the entire TMD. You 
know the structure of the TMD and supposing you make all your 
primitives of the same type then you can speedily step through using 
pointer arithmatic to modify uvs etc etc. 


other things you could do to speed it up would be - make each 
primitive have the same texture (no need to update the texture coords) 
or use different textures that are located in, say, the top left of of 
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various tpages and are the same size. This way you only need to update 
the tpage of the texture on the primitive which is one write, as 
opposed to updating all the uvs. 


etc, etc :) 
Cheers 
Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 14588 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001473 


—--MESSAGE FILE 14589 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001474 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: LOD 

Date: Wed, 16 Feb 2000 17:50:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <88e073$c j112@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-52.uranium.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Cheers folks, I'll keep those ideas in mind for version two. 


At present I am sort of stuck with the current method because it's for my 
final year project at uni (only a few weeks to finish it). 

The aim of the project is to see if all these LOD algorithms, which are 
tested on high end systems, can be worked so that they work on a lower spec 
system such as the psx, thats lower spec regarding memory. 


At the moment things are getting tight for memory, I don't suppose anyone at 
sony has a complete break down of what is loaded where by the system, or any 
other memory info 


Cheers thanks and b-y-e 
Matt 


—-MESSAGE FILE 14589 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001474 


——MESSAGE FILE 14590 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001475 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Line normal 

Date: Thu, 17 Feb 2000 17:11:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 8 

Message-ID: <38ac28a2.9170426@news.playstation.co.uk> 
Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: gw-dr-215-c06.gre.ac.uk 
X-Newsreader: Forte Free Agent 1.21/32.243 


Hi, 


If I have a line, how do I calculate another line perpendicular to 
this line? 
Or should that be how do I calculate the normal to a line? 
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Thanks, 

Rad. 

—-MESSAGE FILE 14590 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001475 


--MESSAGE FILE 14591 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001476 

Path: chuka.playstation.co.uk!news 

From: sosman@terratron.com (Steven Osman) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Line normal 

Date: Thu, 17 Feb 2000 17:27:57 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <38ae2£75.183732833@news.playstation.co.uk> 
References: <38ac28a2.9170426@news.playstation.co.uk> 
NNTP-Posting-Host: 209.27.57.69 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.452 


A 3D line in space has an infinite number of lines normal to it. 
Are you referring to a 2D line? 

Steven 

On Thu, 17 Feb 2000 17:11:45 GMT, kr705@gre.ac.uk (Rad) wrote: 


>Hi, 

> 

>If I have a line, how do I calculate another line perpendicular to 
>this line? 
>Or should that be how do I calculate the normal to a line? 
> 

>Thanks, 

>Rad. 


—-MESSAGE FILE 14591 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001476 


—--MESSAGE FILE 14592 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001477 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: RAW data animation 

Date: Thu, 17 Feb 2000 19:19:41 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <88hhj2S47e2@chuka.playstation.co.uk> 

References: <3898A7C2.AD35F6FE@which.net> <87nkm9Sla71@chuka.playstation.co.uk> <88e 
5n1$cj15@chuka.playstation.co.uk> 

NNTP-Posting-Host: modem-128.aluminum.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Sorry .. I'll have a look into that... I've not checked it's downloadable 
via ftp lately ... I'll look intot that. 
Jon 


<stuart @macdonald4798.freeserve.co.uk> wrote in message 

news: 88e5n1$cj15@chuka.playstation.co.uk... 

> 

> Jon Prestidge (Moose) wrote in message 

> <87nkm9$la71@chuka.playstation.co.uk>... 

> >Hello ... try my demo on my home page www.netyaroze-europe.com/~zmoose/ 


Net Yaroze 


> >where I 
but 
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have figures animated as you describe. 


Page 


It's a very old version 


> >it does demonstrate that you can do it and not pull the whole system down 
> >(and I've gone a bit overbord with articulated fingers and blended 


joints). 
> 


'simple' 
feet and 
Stuart. 


VVVVVVVV 


find your demo as well 


data driven limb animation routine - wel 
heads of my characters in my 'Spike & B] 


You only seem to have your tmd check code on your ftp site 
L, but couldn't find it ( I'm looking 


ll only to 
lade' game 


Jon, I tried to 
to create a 
move the hands, 


). 
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—-MESSAGE FILE 14592 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001477 


—--MESSAGE FILE 14593 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001478 

Path: chuka.playstation.co.uk!news 
From: kr705@gre.ac.uk (Rad) 


Newsgroups: 


scee.yaroze.programming.3d_graphics 


Subject: Re: Line normal 


Date: Fri, 


18 Feb 2000 12:14:38 GMT 


Organization: PlayStation Net Yaroze (SCEE) 


Lines: 49 
Message-ID: 
References: 


<38ad3569.3035594@news.playstation.co.uk> 
<38ac28a2.9170426@news.playstation.co.uk> <38ae2f£75.183732833@news.plays 
tation.co.uk> 

Reply-To: rad@cyberdude.com 
NNTP-Posting-Host: 193.60.73.129 
X-Newsreader: Forte Free Agent 1.21/32.243 


Hi Steven (or anyone else who can help!), 


Yeah, I'm refering to a 2D line. 


Say I have 


line (B) which is perpendicular 
and is 256 units long 128 units on either side of line A 


sense? :-/) 


line A which is 64 units long and I want to create another 


I'll try and draw a diagram: 


* 
* 


line B KKKKKKKKKKKKKKKK 


* 
* 


line A 


(intersecting at 90 degrees) 


to line A 


(make any 


How do I calculate line B (the end points)? Isn't line B the normal to 
line A or are normals only for 3D polygons? 


Why does a 


Thanks for 
Rad. 


On Thu, 17 
wrote: 


>A 3D line 
> 


3D line have an infinite number of lines normal to it? 


any help, 


Feb 2000 17:27:57 GMT, sosman@terratron.com (Steven Osman) 


in space has an infinite number of lines normal to it. 


>Are you referring to a 2D line? 


> 


>Steven 
> 
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>On Thu, 17 Feb 2000 17:11:45 GMT, kr705@gre.ac.uk (Rad) wrote: 

> 

>>Hi, 

>> 

>>If I have a line, how do I calculate another line perpendicular to 
>>this line? 
>>Or should that be how do I calculate the normal to a line? 
>> 

>>Thanks, 

>>Rad. 

> 


—-MESSAGE FILE 14593 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001478 


——MESSAGE FILE 14594 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001479 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Line normal 

Date: Fri, 18 Feb 2000 23:58:54 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 118 

Message-ID: <38AD420E.BF9ED486@fulcrum.com.au> 

References: <38ac28a2.9170426@news.playstation.co.uk> <38ae2f75.183732833@news.plays 
tation.co.uk> <38ad3569.3035594@news.playstation.co.uk> 

NNTP-Posting-Host: modem20.csse.monash.edu.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 

X-Accept—-Language: en 


Rad wrote 

> 

> Hi Steven (or anyone else who can help!), 

> 

> Yeah, I'm refering to a 2D line. 

> 

> Say I have line A which is 64 units long and I want to create another 
> line (B) which is perpendicular (intersecting at 90 degrees) to line A 
> and is 256 units long 128 units on either side of line A (make any 

> sense? :-/) 

> 

> I'll try and draw a diagram: 

> 

> * 

> * 

> line B KKKKKKKKKKKKKKKK 

> * 

> * 

> line A 


Firstly, it's almost always best to think of geometric primitives in parametric 
terms. This essentially means that the primitive is described in terms of one 
or more other variables which vary over a range. 


To represent a line parametrically, you need a point and a unit vector. The 
line is then described by the following teo equations: 


x(t)=v_x.t + p_x 
y(t)=v_y.t + y_y 
where (p_x,p_y) is a point that the line passes through 
(v_x,v_y) is the unit vector that describes the slope of the line 


is the variable that the line is parameterised with respect to 


In this format, you can easily find a perpendicular vector by rotating the 
vector by 90 degrees. 


The two dimensional rotation matrix is: 
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[+cos (r) -sin(r) ] 

[+sin(r) +cos(r) | 

if r=pi/2 radians (for 90 degree rotation), this becomes: 


[+0 -1] 
[+1 +0] 


Multiplying this by the line vector, we get: 


[+0 -1] [v_x] = [-v_y] 
[+1 +0] [v_y] [+v_x] 


Therefore, the parametric equation perpendicular to the line we started with 
is: 


now, what does this mean in the specific case you mentioned? 

firstly, how do you get a unit vector from a pair of points? 

if you have 2 points, pl and p2, then a non unit vector parallel to the line is 
v = (pl_x-p2_x,pl_y-p2y) 

the length of that vector is (note that |v| is the magnitude (or length) of v): 
|v| = sqrt ((pl_x-p2_x)*2 + (pl_y-p2_y) *2) 


if we divide a vector by its scalar length, we get a unit vector: 


~~ 


unit_vector(v) = (v_x/|v|,v_y/|v 


given a unit vector describing your line, then if t ranges over [0,1], then 

the line it describes is 1 unit long. Substituting Է--64 and t=+64 into the 
equations for the perpendicular line will therefore give you the two endpoints 

of the line that is perpendicular to the line you started with, is 128 units long, 
and has p as its midpoint. 


avoiding square roots and floating point calculations is a good idea. if you only 
want your output line to have a length that is a ratio of your input line, then 
you don't need to work with a unit vector. simply scale the vector by the 
appropriate amount, and and substiturt t=+1 and t=-1. in the case of a 64 unit 
line resulting in a 256 unit line, with 128 units on either side, you want to 
scale your input vector up by a factor of 2 (so that its length is 128), and 

then substitute. 


working through this: 


your input line is pl,p2 you want your perpendicular to pass through pl (making 
a T) 


calculate the vector: 
v= (pl_x-p2_x,pl_y-p2_y) 


scale up by 2: 
v= (2. (pl_x-p2_x),2. (pl_y-p2_y) ) 


the perpendicular line equations are: 
x(t) =-2. (pl_y-p2_y) .t + pl_x 
y(t)= 2. (pl_x-p2_x).t + pl_y 


substitute t=-1,+1 for the line endpoints: 
pl'_x=2. (pl_y-p2_y) +p1_x 
pl'_y=-2. (pl_x-p2_x)+pl_y 


p2'_x=-2. (pl_y-p2_y) +p1l1_x 
p2'_y=2. (pl_x-p2_x)+pl_y 


> Why does a 3D line have an infinite number of lines normal to it? 
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If you think about it, a plane in 3d space has a line normal. If you draw a 
line on that plane, then the line is perpendicular to the plane normal. You 
can draw infinitely many lines with different orientations on the plane, and 
all of them will be perpendicular to the plane normal. 


Toby. 
-—-MESSAGE FILE 14594 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001479 


--MESSAGE FILE 14595 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001480 

Path: chuka.playstation.co.uk!news 

From: kr705@gre.ac.uk (Rad) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Line normal 

Date: Fri, 18 Feb 2000 14:02:25 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 128 

Message-ID: <38ad4f9b.9741697@news.playstation.co.uk> 

References: <38ac28a2.9170426@news.playstation.co.uk> <38ae2f75.183732833@news.plays 
tation.co.uk> <38ad3569.3035594@news.playstation.co.uk> <38AD420E.BF9ED486@fulcrum.c 
om. au> 

Reply-To: rad@cyberdude.com 

NNTP-Posting-Host: 193.60.73.129 

X-Newsreader: Forte Free Agent 1.21/32.243 


Thanks Toby for the comprehensive reply, much appreciated. 
Rad. 

On Fri, 18 Feb 2000 23:58:54 +1100, Toby Sargeant 
<toby@fulcrum.com.au> wrote: 


>Rad wrote: 


>> 

>> Hi Steven (or anyone else who can help!), 
>> 

>> Yeah, I'm refering to a 2D line. 

>> 


>> Say I have line A which is 64 units long and I want to create another 
>> line (B) which is perpendicular (intersecting at 90 degrees) to line A 
>> and is 256 units long 128 units on either side of line A (make any 

>> sense? :-/) 


>> 

>> I'll try and draw a diagram: 

>> 

>> * 

>> * 

>> line B KKKKKKKKKKKKKKKK 
>> * 

>> * 

>> line A 

> 


>Firstly, it's almost always best to think of geometric primitives in parametric 
>terms. This essentially means that the primitive is described in terms of one 
>or more other variables which vary over a range. 

> 

>To represent a line parametrically, you need a point and a unit vector. The 
>line is then described by the following teo equations: 


> 

>x(t)=v_x.t + p_x 

>y(t)=v_y.t + y_y 

> 

>where (p_x,p_y) is a point that the line passes through 

> (v_x,v_y) is the unit vector that describes the slope of the line 

> t is the variable that the line is parameterised with respect to 
> 


>In this format, you can easily find a perpendicular vector by rotating the 
>vector by 90 degrees. 
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> 

>The two dimensional rotation matrix is: 

> 

>[+cos (r) -sin(r) | 

>[+sin(r) +cos(r) | 

> 

>if r=pi/2 radians (for 90 degree rotation), this becomes: 
> 

>[+0 -1] 

>[+1 +0] 

> 

>Multiplying this by the line vector, we get: 

> 

>[+0 -1] [v_x] = [-v_y] 

>[+1 +0] [v_y] [+v_x] 

> 

>Therefore, the parametric equation perpendicular to the line we started with 
>is: 


> 

>x" (t)=-v_y.t + p_x 

>y'(t)= v_x.t + ply 

> 

>now, what does this mean in the specific case you mentioned? 
> 

>firstly, how do you get a unit vector from a pair of points? 
> 


>if you have 2 points, pl and p2, then a non unit vector parallel to the line is 
> 

>v = (pl_x-p2_x,pl_y-p2y) 

> 

>the length of that vector is (note that |v| is the magnitude (or length) of v): 
> 

>|v| = sqrt ((pl_x-p2_x)*2 + (թ1 7-Ք2 7)՞2) 

> 

>if we divide a vector by its scalar length, we get a unit vector: 

> 

>unit_vector(v) = (v_x/|v|,v_y/|v 
> 

>given a unit vector describing your line, then if t ranges over [0,1], then 

>the line it describes is 1 unit long. Substituting t=-64 and t=+64 into the 
>equations for the perpendicular line will therefore give you the two endpoints 
>of the line that is perpendicular to the line you started with, is 128 units long, 
>and has p as its midpoint. 

> 

>avoiding square roots and floating point calculations is a good idea. if you only 
>want your output line to have a length that is a ratio of your input line, then 
>you don't need to work with a unit vector. simply scale the vector by the 
>appropriate amount, and and substiturt t=+1 and t=-1. in the case of a 64 unit 
>line resulting in a 256 unit line, with 128 units on either side, you want to 
>scale your input vector up by a factor of 2 (so that its length is 128), and 
>then substitute. 

> 

>working through this: 

> 

>your input line is pl,p2 you want your perpendicular to pass through pl (making 
>a T) 

> 

>calculate the vector: 

>v= (pl_x-p2_x,pl_y-p2_y) 

> 

>scale up by 2: 

>v=(2. (pl_x-p2_x),2. (pl_y-p2_y)) 

> 

>the perpendicular line equations are: 

>x(t)=-2. (pl_y-p2_y) .t + pl_x 

>y(t)= 2. (pl_x-p2_x) .t + pl_y 

> 

>substitute t=-1,+1 for the line endpoints: 

>pl'_x=2. (pl_y-p2_y) +p1_x 

>pl'_y=-2. (pl_x-p2_x)+pl_y 

> 

>p2'_x=-2. (pl_y-p2_y) +p1_x 

>p2'_y=2. (pl_x-p2_x)+pl_y 


~~ 
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> 

>> Why does a 3D line have an infinite number of lines normal to it? 
> 
>If you think about it, a plane in 3d space has a line normal. If you draw a 
>line on that plane, then the line is perpendicular to the plane normal. You 
>can draw infinitely many lines with different orientations on the plane, and 
>all of them will be perpendicular to the plane normal. 

> 

>Toby. 


—-MESSAGE FILE 14595 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001480 


——MESSAGE FILE 14596 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001481 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: race game 3 design: step 1 

Date: Fri, 18 Feb 2000 20:19:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 258 

Message-ID: <38ada944.33392524@www.netyaroze-europe. com> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


STEP ONE 


NOTES: 

1) best read in fixed sized font (maybe turn this into html later - 
but this is faster to write) 

2) feel free to comment on any of this and ask questions 

3) feel very free to point out mistakes 


Overall Aim: 

To have a racetrack that morphs between a high detail model for close 
up sectinos of road and a 

low detail model for far away sections. 


To be able to create a new section of track from a high and lo detail 
resolution, and be able 

to modify the weight to allow smooth transition from low detail to 
high. 


This is all in theory - but is worthwhile planning so that the problem 
can be approached in a 

logical manner. The idea is for a high detail model to morph into the 
low detail model by moving 

its vertices until they are where they would be if the low detail 
model were to have those 

vertices. 


pseudo code 


// variables: arguments 

VECTOR Vhi = {Xhi, Yhi, Zhi}; // hi detail coordinate 

VECTOR Vlo = {Xlo, Ylo, Zlo}; // lo detail coordinate 
unsigned int res; // resolution of blending 

unsigned int c; // coefficient of blending where 0 < c < res 


// variables: result 
VECTOR Vnew; // morphed coordinate 


// code 
Vnew.vx = (Xhi * c) + (Xlo * (res-c)) / res; 
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Vnew.vy = (Yhi * c) + (Ylo * (res-c)) / res; 
Vnew.vz = (Zhi * c) + (Zlo * (res-c)) / res; 


The calculation is 6 multiplies, 3 subtractions, and 3 divides. Making 
res a power of 2 you 

get 6 multiplies, 3 subtractions, and 3 bit shifts - a fast and 
generally free operation. 

This works where a vertex exists in both the MODhi and MOD1lo. By 
definition the MOD1lo has 

less vertices so some form of interpolation must be done to create the 
"assumed' Vlo for those 

vertices that dont exist in MODlo. There has to be some information to 
determine the relative 

position օք the 'assumed' Vlo to create it from the MODlo. For quick 
calculation the 'assumed' 

Vlos it is easiest to determine that they lie somewhere on a straight 
line between two 

vertices on the MODlo as you can use a form of the above creation to 
compute it. 


pseudo code 


// variables: arguments 

VECTOR Vlol = {Xlol, Ylol, Zlol); // lo detail coordinate 

VECTOR Vlo2 = {Xlo2, Ylo2, 2102}; // lo detail coordinate 

unsigned int total; // number to represent total distance from Vlol 
to Vlo2 

unsigned int dist; // distance from Vlol to Vlo2 as fraction of 
total 


// variables: result 
VECTOR Va; // calculated coordinate 


// code 
Va.vx = (Xlol * dist) + (Xlo2 * (total-dist)) / total; 
Va.vy = (Ylol * dist) + (Ylo2 * (total-dist)) / total; 
Va.vz = (2161 * dist) + (Z102 * (total-dist)) / total; 


the idea of using any values for total and dist is used for clarity - 
but you end up with 

divides. Using powers of two makes for much neater calculations - 
taken to extremes assume 

Va is halfway between Vlol and Մ102. 


pseudo code 


// variables: arguments 
VECTOR Vlol = (4161, Ylol, Zlol); // lo detail coordinate 
VECTOR Vlo2 = (4162, «102, 2102}; // lo detail coordinate 


// variables: result 


VECTOR Va; // calculated coordinate 
// code 

Va.vx = («191 + 162) >> 1; 

Va.vy = (Ylol + Ylo2) >> 1; 

Va.vz = (Zlol + 2102) >> 1; 


Thats pretty neat - to use this sort of equation the MODhi must have 
(2%n+1) times more 

vertices than MODlo in any one axis (see diagram below). The lowest 
detail a section of 

track can be is 1x1, so I'll pick the resolution of MODhi to be 9x5 
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vertices. This allows 

enough detail for the track and also for any side detail that needs to 
be modelled and 

subject to what will be high subdivision. 


So given a MODlo and a MODhi, a place to create MODmorph and 8 
morphing constant you get 
two steps:-— 
1) use MOD1lo to create data for a MODtemp - this is basically the 
MOD1lo expanded to have 

vertices that will correspond to the MODhi 
2) use the MODtemp and MODhi to create your MODmorph. 
Step 1 can have its result placed in MODmorph - which has the results 
of step 2 written over it 


pseudo code 


// numbering of vertices in Vlo (subject to change) 
// 00 01 


// 02 03 


// numbering of vertices in Vhi amd Vmorph arrays (subject to change) 


// i F ig i իբ թ ing i. ig 

// 

// 09 10 11 12 13 14 15 16 17 

// | | | | | | | | | 

// i K Ր | ] լ: i" ig i 

// 

// 77 n Ր i U լ ի: 

// 

// 36 37 38 39 40 41 42 43 44 

// defines to make things a bit easier on the eye 

#define VECTOR_AVERAGE( target, sourcel, source2) \ 
(target) ->vx = ((sourcel)->vx + (source2)->vx) >> 1; \ 


((sourcel)-—>vy + (source2)->vy) >> 1; \ 
((sourcel)->vz + (source2)->vz) >> 1; 


(target) -—>vy 
(target) ->vz 


// variables: arguments (assume they are already set) 
VECTOR V1lo[4]; 


// variables: result 
VECTOR Vmorph[9*5]; 
VECTOR *pV; 


Int, 1» 

// code 

// copy the Vlo corners - they are same 
Vmorph[00] = Vlo[00]; 

Vmorph[08] = V1lo[01]; 

Vmorph[36] = V1lo[02]; 

Vmorph[44] = V1lo[03]; 


// use Vlo to create the points between the corners 
VECTOR_AVERAGE ( *Vmorph[03], *Vlo[00], *V1lo[08]); 
VECTOR_AVERAGE ( *Vmorph[40], *Vlo[02], *V1lo[03]); 
VECTOR_AVERAGE( *Vmorph[18], *Vlo[00], *Vlo[02]); 
VECTOR_AVERAGE ( *Vmorph[26], *Vlo[01], *V1lo[03]); 
// use the generated Vmorph points to create the top and bottom row 
pV = &Vmorph[0]; 
for( 1-0: i<2; i++, pV+=36) 
{ 

VECTOR_AVERAGE( pV+2, pV+0, pV+4); 

VECTOR_AVERAGE( pV+6, pV+0, pV+2); 

VECTOR_AVERAGE( pV+1, pV+4, pV+2); 
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VECTOR_AVERAGE ( pV+3, pV+4, pV+8); 

VECTOR_AVERAGE ( pV+5, pV+4, pV+6); 

VECTOR_AVERAGE ( pV+7, pV+6, pV+8); 
} 


// use the generated Vmorph points to create each column 


pV = &Vmorph[0]; 

for( i=0; i<7; i++, vPt+=1) 

{ 
VECTOR_AVERAGE( pV+18, pV+00, pV+36) 
VECTOR_AVERAGE( pV+09, pV+00, pV+18) 
VECTOR_AVERAGE ( pV+27, pV+36, pV+18); 


r 
7 


ok - so now Vmorph holds the equivalent 
resoltuion of MODhi. 
It can now be used for step 2. 


shape of MOD1lo but with the 


NOTE - using integer maths in this way will probably lead to pretty 


inaccurate Vmorph 


vertices - conceptually its fine - there may be many better ways of 


speeding it up/ 
increasing its efficency later. 


pseudo code 


// variables: arguments 
unsigned int ratio; // out of 32 
VECTOR *pVmorph, *pVhi; 


// code 

pVmorph = &Vmorpg[0]; 

pVhi = &Vhi[0]; 

int i; 

for( i=0; 

{ 
pVmorph->vx = 
pVvmorph->vy = 
pVvmorph->vz = 


1<45; i++, pVmorpht++, pVhi++) 
((pVmorph->vx * ratio) 
((pVmorph->vy * ratio) 
((pVmorph->vz * ratio) 


So - given a MOD1lo, 
section of track in 


a MODhi, 


(assume they are already set) 


(pVhi->vx * 32-ratio)) / 32; 
(pVhi->vy * 32-ratio)) / 32; 
(pVhi->vz * 32-ratio)) / 32; 


and a ratio you can create a morphed 


MODmorph. Further refinement of these ideas should allow for more 


control and greater smoothing. 


Disclaimer: 
Anything I say has no direct relation 
to where I work (Sony), 
voice of where I work 


(Sony) and Sony 


is not an official 


doesn't even exist as far as I'm concerned. 
-—-MESSAGE FILE 14596 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001481 
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Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert) 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: what the above is 

Date: Fri, 18 Feb 2000 20:27:52 GMT 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 42 

Message-ID: <38ada9a8.33493118@www.netyaroze-europe. com> 
Reply-To: Robert_Swan@scee.net 
NNTP-Posting-Host: mailgate.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


thought Id explain what the above is. I want to do something 
interesting for the Yaroze again. Its not so much that I like doing 
racing games, but I do think that there are quite a lot of interesting 
problems to be solved, and the game itself is quite narrow and so I 
think Im more likely to stick with it (rather than doing adventure 
game 2 - maybe next). 


At the moment Im thinking about how to approach it - I want to be able 
to do at least a few flash things and as Im debating/ implementing it 
I thought Id put it up here. Maybe it will help people - maybe not :) 


The things I hope to cover (although I almost definately wont stick 
with this) 


trackside obstacles 


step 9: 
0: weather effects + fogging 


step 


step 1: basic LOD morphing 
step 2: more detail in LOD and repercusssions 
step 3: removing T junctions (+ positive side effects) 
step 4: clipping/ subdividing the road 1 
step 5: clipping/ subdividing the road 2 
step 6: bezier curves for the definition of the road 
step 7: texturing the road 
step 6: a basic craft 
step 7: adding physics to the craft 
step 8: the sky/ horizon 
9 
1 


there will be others to involve AI but not sure how far I will be 
going with it all. Hopefully I will do one a week - and as soon as I 
can find all the damn disks for the yaroze Ill actually supply some 
source. Although most of it will be just pure maths, etc, etc. 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 
voice of where I work (Sony) and Sony 
doesn't even exist as far as I'm concerned. 
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3d_graphics/00001482 


—-MESSAGE FILE 14598 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001483 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: LOD 

Date: Mon, 21 Feb 2000 23:51:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <88s j0gSad1l@chuka.playstation.co.uk> 
References: <88e073$cj112@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-238.phosphorus.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
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What's LOD and FOV then? 


—-MESSAGE FILE 14598 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001483 


——MESSAGE FILE 14599 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001484 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@fulcrum.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LOD 

Date: Tue, 22 Feb 2000 11:28:22 +1100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <38B1D826.F69970B@fulcrum.com.au> 

References: <88e073$cj112@chuka.playstation.co.uk> <88sj0gSadl@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: longford.csse.monash.edu.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.7 [en] (X11; I; Linux 2.2.14 1686) 

X-Accept—-Language: en 


"Jon Prestidge (Moose)" wrote: 
> 
> What's LOD and FOV then? 


LOD - level of detail 


Doesn't mean all that much by itself. Generally people talk about 
progressive or adaptive level of detail which basically means 
modifying the complexity of objects in the scene as a result of 

a varying parameter. 


Commonly, this parameter is distance - objects in the foreground 
need to be more detailed, simply because they're bigger. 

Adaptive LOD could also be parameterised in terms of CPU/GPU load 
in order to keep a constant frame rate, or even in terms of 
percepual/focus values, making objects that the player should be 
concentrating on more detailed at the expense of less important 
stuff. 


FOV - field of view 
The angle formed by two opposite planes of the viewing frustrum. 


The viewing frustrum is simply the pyramidal space that is visible 
on the screen. The apex of the pyramid is the view/camera point, 
and the screen is a cross-sectional slice of the pyramid. When 
combined with near and far clipping planes, the result is a 
frustrum; a pyramid with the top lopped off. 


Widening the field of view affects various things, most notably the 
distortion that perspective creates. 


Toby. 
—-MESSAGE FILE 14599 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001484 


——MESSAGE FILE 14600 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001485 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: LOD 

Date: Tue, 22 Feb 2000 22:40:47 -0000 

Organization: PlayStation Net Yaroze (SCEE) 
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Lines: 4 

Message-ID: <891jfs$b12@chuka.playstation.co.uk> 

References: <88e073$cj112@chuka.playstation.co.uk> <88s j0gS$adl@chuka.playstation.co. 
uk> <38B1D826.E69970B@fulcrum.com.au> 

NNTP-Posting-Host: modem-80.sulfur.dialup.pol.co.uk 

X-Priority: 3 
X-MSMail-Priority: Normal 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Ah -- cheers Toby. I know now. Definately something that you miss-out on - 
terminology - when you learning by yourself like me. 


-—-MESSAGE FILE 14600 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001485 


—-MESSAGE FILE 14601 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001486 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@homebrewkungfu.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: race game 3 design: step 1 

Date: Tue, 29 Feb 2000 19:16:23 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <89hr2n$9dj2@chuka.playstation.co.uk> 
References: <38ada944.33392524@www.netyaroze-europe. com> 
NNTP-Posting-Host: ABD721DD.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


Just wondering, 


Unless there is a specific need to have a dynamically morphed track, you 
could have pre-made track section tmds at different LODs and then modify 
their y component to fit the curve (up and down). As far as left and right, 
this would be much harder, but you may think of limiting yourself to set 
track pieces. Then again, you could have a lookup table to find the values 
you need to shift the x and y components for the lod tmd (to make different 
angles on turns etc.) 

I am thinking that this would be easier and a lot less computationally 
expensive on the processor, allowing for better physics etc. 

Then there is the issue of memory, several LODs and some working area would 
definately pile up after a while, but it shouldn't hurt too bad, since you 
could load all of the sounds and use that space for work area. 


All this is just a thought, you are the real game programmer! :-) 


Nathan 


—-MESSAGE FILE 14601 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001486 


--MESSAGE FILE 14602 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001487 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: race game 3 design: step 1 

Date: Wed, 01 Mar 2000 10:00:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 64 

Message-ID: <38bce729.1480649@www.netyaroze-europe. com> 

References: <38ada944.33392524@www.netyaroze-europe.com> <89hr2nS9dj2@chuka.playstat 
ion.co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 
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On Tue, 29 Feb 2000 19:16:23 -0800, "Nathan Miller" 
<nmiller@homebrewkungfu.com> wrote: 


>Unless there is a specific need to have a dynamically morphed track, you 
>could have pre-made track section tmds at different LODs and then modify 
>their y component to fit the curve (up and down). As far as left and right, 
>this would be much harder, but you may think of limiting yourself to set 
>track pieces. Then again, you could have a lookup table to find the values 
>you need to shift the x and y components for the lod tmd (to make different 
>angles on turns etc.) 

>I am thinking that this would be easier and a lot less computationally 
>expensive on the processor, allowing for better physics etc. 

>Then there is the issue of memory, several LODs and some working area would 
>definately pile up after a while, but it shouldn't hurt too bad, since you 
>could load all of the sounds and use that space for work area. 


Ive realised that maybe I havent explained everything - meaning it 
looks wierd on some of the assumptions Im making. Hopefully most 
things will make sense with examples - but until I get my source code 
back from my brother I would have to rewrite a lot of the stuff Ive 
already done! (which obviously I dont want to do). 


Basically the idea is to rip off Wipeout. It is a track based game but 
quite cleverly you tend not to get too close to the scenery so that 
can have less time wasted on sorting out subdivision etc. The reason 
Ive set up this runtime LOD is to remove all the cracks in the scenery 
and to avoid the stepping that is prevelent in most LOD stuff 
(mipmapping, subdivision, whatever). It should work out better in 
terms of memory - I was thinking of each section of track (probably 
about 100) being unique. To store 100 * hi detail models and 100 * 
very low details models + workspace for one hi detail morphed model is 
much less than say 100 * hi detail + 100 * mid detail + 100 * lo 


detail - and seeing as some work is going to be done on stitching up 
the gaps between models of different details (check steve collins demo 
to see what a difference it makes, and how annoying T-junctions are) I 


figured I might as well go the whole distance and allow for complete 
creation of sections of track. In yaroze games we tend to throw quite 
a lot of polys at the computer and have cpu time to spare - Im trying 
to even things out. If I can get my head around it - Im thinking of 
trying single buffering the OTs - massive memory savings available 
which can be chucked back into models, etc - god help me 


>All this is just a thought, you are the real game programmer! :-) 


ahem, yes - it means my mistakes cause problems other than just to 
myself :) None of the stuff Im doing is necassarily the fastest or 
best method - but doing the work I am you dont get to see every side 
of games programming, so these are just little exercises to try to 
keep my mind a bit more active. 


BTW - Spyro 2 is pretty amazing technically - they are doing so much 
stuff. Gods knows how they manage all their calculations. Ive just 
heard that they modify the central vertices of polys that have just 
been subdivided - to counteract the 'snapping' between levels of 
subdivision. Now _thats_ attention to detail. (IMHO) 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

-—-MESSAGE FILE 14602 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001487 


——MESSAGE FILE 14603 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001488 

Path: chuka.playstation.co.uk!news 

From: "Nathan Miller" <nmiller@homebrewkungfu.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: race game 3 design: step 1 

Date: Wed, 1 Mar 2000 17:46:59 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 66 

Message-ID: <89ka7g$6j1@chuka.playstation.co.uk> 

References: <38ada944.33392524@www.netyaroze-europe.com> <89hr2n$9dj2@chuka.playstat 
ion.co.uk> <38bce729.1480649@www.netyaroze-europe. com> 

NNTP-Posting-Host: ABDF962A.ipt.aol.com 

X-Newsreader: Microsoft Outlook Express 4.72.3110.1 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.3110.3 


I think I didn't explain myself well enough with the previous post. Let me 
try again (and this is LONG).... 


You would not need to have a hi and low count model for each piece of track. 
Lets say you want those individual pieces of track. You may do something 
like this-> 


1) Have a spline to represent the track. 
2) Create a data structure for widths and banking of the track pieces, lets 
say the total track contains 100 segments. 

using this, we could create a link list that looks something like this: 


struct track_piece 
{ 
unsigned char ID, bank_angle; (bank angle limited for mem 
purpose, could be 256 total steps- also assumes no upside 
down pieces) 
int length, width; 
struct track_piece *prev, *next; 
}; 


track_piece track; 
Let me see, 4 bytes for each pointer and length and width, 1 bytes for id 


and bank_angle. That is a total of 18 I think. So our track would take 18K 
plus the spline and 3 or so track tmds. 


Now, that was crude, but it will work for the point. Since tracks are 
linear, we can use the data from the prev track piece as the start of our 
current piece. So we would use track->prev.width to set the current width 


of the track. Then we use track.length and track.bank_angle to flush out 
the dimensions of the track. Now we can work on our track piece. We 
calculate the distance from the viewer and we will call that view_dist. 


So we have- 


1 view_dist (used to determine LOD number) 

2 prev.width (starting width) 

3 curr.width (ending width) 

4 curr.length (length of track piece, assuming straight line distance) 

5 curr.bank_angle (bank of track on the current direction vector) 

6 curve_horz - derived from the spline, the rough estimate of the curve from 
the start point to splinetcurr.length. 

7 curve_vert - derived from the spline in the same manner as above. Used to 


make changes in elevation on the track. 


With all of these variables accounted for we can now work on the track 
piece. We could dynamically create the track piece due to the large amount 
of variables and calculations involved already. Or, if we limited our track 
design, several of these variables could be deleted and using predefined 
pieces would be beneficial. Also, we could create TMDs to bridge between 
two different LODs and reshape them as needed also. 


I see where you may want to be dynamic in creation, especially if you wanted 
a very stylized track, but if you could limit yourself a little the 
calculations would be sped up tremendously and the data structure above 
could assist in collision detection. Anyway, this was just an idea, I hope 
it helps some, if only reaffirming your belief in your system. 


Have fun coding! 


Nathan 
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—-MESSAGE FILE 14603 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001488 


——MESSAGE FILE 14604 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001489 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: race game 3 design: step 1 

Date: Thu, 2 Mar 2000 01:16:56 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 
Message-ID: <891jok$6j3@chuka.playstation.co.uk> 

References: <38ada944.33392524@www.netyaroze-europe.com> <89hr2n$9dj2@chuka.playstat 
ion.co.uk> <38bce729.1480649@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-—66.euthyrox.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Is it going to be your "race2" project, but with hills etc. 


If so, you might as well pre-build the models and build some sort of sector 
based engine to display the visible models. 


> creation of sections of track. In yaroze games we tend to throw quite 

> a lot of polys at the computer and have cpu time to spare - 

Thats what the GTE for !, bang some fancy physics in, that should use the 
cpu's time. 


—-MESSAGE FILE 14604 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001489 


—-MESSAGE FILE 14605 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001490 

Path: chuka.playstation.co.uk!news 

From: "Matthew Hardingham" <MatthewHardingham@RebelwareInteractive.freeserve.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Problem somewhere ? 

Date: Thu, 2 Mar 2000 11:33:14 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 443 
Message-ID: <891jon$67j4@chuka.playstation.co.uk> 
NNTP-Posting-Host: modem-—66.euthyrox.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


Hola, 
Here we go folks, here's something for you all to have a glance at and 
pick at. 


It's the "psx" part of my LOD program, I've taken out the main LOD stuff 
becasue that all seems to be working, well a appropriate polygon list is 
being generated anyway !. 


Somewhere below is a possible error/s can you find it/them ? 


The problem is that nothing is being displayed. It's being moved about 
because I've played about with the FntPrint statements. 

If you need any more info mail me at - 
MatthewHardingham@RebelwareInteractive.freeserve.co.uk 
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Cheers thanks and b-y-e 
Matt 


[BRK RK KKK KKK KK KKK KKK KK KK KO OK OK KK KK KK KK 


/* Main Program */ 
[BRK RK KKK KKK KK KK KKK KK OK KK OK OK OK KK OK RK KK KK 


/ 


int main() 
{ 
SetupSystem(); 


/* Get active buffer */ 
Buffer = GsGetActiveBuff (); 


printf("\n Go "); 


while(! Quit) 
{ 
HandleController (); 


FntPrint ("Trans x:(%d) Rot x:(%d) \n", Terrain.Coord.coord.t[0], 
Rotate.vx); 

FntPrint ("Trans Մ: (54) Rot y:(%d) Nn", Terrain.Coord.coord.t[1], 
Rotate.vy); 

FntPrint ("Trans z:(%d) Rot 2: (54) ", Terrain.Coord.coord.t[2], 
Rotate.vz); 


/* Set the psx work area */ 
GsSetWorkBase((PACKET *) PacketArea[Buffer]); 


/* Clear the order table */ 
GsClearOt (0, 0, &Ot[Buffer]); 


/* Set the current view */ 
GsSetRefView2 (&ViewSys.Camera) ; 


UpDateCoordinates (&Terrain.Coord, &Translate, &Rotate); 


/* Calculate 1s/lw matrices */ 
GsGetLws (&Terrain.Coord, &ViewSys.WorldCoordSys, &ViewSys.ScreenCoordSys) ; 


/* Set light matrix */ 
GsSetLightMatrix (&ViewSys.WorldCoordSys) ; 


/* Set GTE perspective etc */ 
GsSetLsMatrix (&ViewSys.ScreenCoordSys) ; 


/* Sort the object onto the table */ 
GsSortObject4(&Terrain.Obj, &Ot [Buffer], 14-OT_LENGTH, 
getScratchAddr (0) ); 


/* Wait for current drawing to finish */ 
DrawSync (0); 


/* Wait for v-sync */ 
VSync (0); 


/* Swap the buffers */ 
GsSwapDispBuff(); 


/* Clear */ 
GsSortClear(0, 0, 0, &Ot[Buffer]); 


/* Draw */ 
GsDrawOt (&Ot [Buffer] ); 


FntFlush(-1); 


Buffer “= 1; 
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ResetGraph (1); 


return (0); 


} 


void HandleController (void) 
{ 
Pad = PadRead(); 


if (Pad & PADstart) 
{ 
Quit = TRUE; 
} 

/* Rot x */ 

if (Pad & PADLright) 
{ 


Rotate.vx += 10; 
} 
if (Pad & PADLleft) 
{ 
Rotate.vx -= 10; 
} 


/* Rot y */ 

if (Pad & PADLup) 
Rotate.vy += 10; 

est & PADLdown) 
| Rotate.vy -= 10; 


/* Rot z */ 
if (Pad & PADL1) 

i Rotate.vz += 10; 
= esa & PADL2) 

| Rotate.vz -Հ 10; 


/* Trans x */ 
if (Pad & PADRright) 
Translate.vx += 10; 
i eee & PADRleft) 
I Translate.vx -= 10; 


} 


/* Trans y */ 

if (Pad & PADRup) 
Translate.vy += 10; 

eee & PADRdown) 
Translate.vy -Հ 10; 


} 


/* Trans z */ 

if (Pad & PADR1) 
Translate.vz += 10; 

ees & PADR2) 
Translate.vz -Հ 10; 


} 
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/* Setup The System */ 
void SetupSystem (void) 
{ 
/* Memory */ 
/* Heap starts after the main program on a 16-byte boundary */ 


unsigned long lclHeapStart = (_end & OxFFFFFFFOL) + 0x10; 

/* Heap extends to the bottom of the stack */ 

unsigned long lclHeapSize = ((_stack_addr - (_stack_size<<10)) & 
OxFFFFFFFOL) - lclHeapStart; 


unsigned short i=0; 


/* Reset the system */ 
ResetGraph (0); 


/* Setup Video */ 
GsInitGraph (SCREEN_WIDTH, SCREEN_HEIGHT, MODE, 1, 0); 
GsDefDispBuff(0, 0, 0, SCREEN _HEIGHT) ; 
GsInit3D(); 
SetVideoMode (VIDEO_MODE) ; 


/* Setup Order Tables */ 
for (i=0; i<2; i++) 
{ 


Ot[i].length = OT_LENGTH; 
Ot[i].org = OtTag[i]; 
Ot[i].offset = 0; 
Ot[i].point = 0; 
Ot[i].tag = OtTag[i]; 
GsClearOt (0, 0, &Ot[i]); 


} 


FntLoad (960,256); 
FntOpen (15- (SCREEN_WIDTH/2) , 5-(SCREEN_HEIGHT/2), SCREEN_WIDTH, 
SCREEN_HEIGHT, 0, 512); 


/* Init memory etc */ 
InitHeap((unsigned long *)lclHeapStart, lclHeapSize)j; 
printf("\n Heap OK "); 


/* Setup Controller */ 
GetPadBuf (&bb0, &bbl1); 
printf("\n IO OK "); 


/* Setup terrain/environment */ 
SetupTerrain(); 
printf("\n Setup terrain OK "); 


BuildTerrain(); 
printf("\n Build terrain OK "); 


SetupModel ( (unsigned long *) TERRAIN_MODEL_ADDRESS, &Terrain); 


/* Setup the scene lighting */ 
SetupLighting(); 
printf("\n Lights OK "); 


/* Set the camera data */ 


ViewSys.Position.vx = 0; 
ViewSys.Position.vy = 0; 
ViewSys.Position.vz = -2500չ 


ViewSys.Interest.vx = 0 

ViewSys.Interest.vy = 0; 

ViewSys.Interest.vz = 0; 
ViewSys.ProjectDist = 512; 

ViewSys.Twist = 0; 
SetupViewPoint (&ViewSys) ; 
printf("\n Camera OK "); 

} 
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/* Setup The Model Address */ 
void SetupModel (unsigned long *ModelAddr, OBJECT *Object) 
{ 
ModelAddr++; 
GsMapModelingData (ModelAddr) ; 
ModelAddr++; 
ModelAddr++; 
GsLinkObject4((unsigned long) ModelAddr, &Object->Obj, 0); 


GsInitCoordinate2 (WORLD, &Terrain.Coord) ; 


Terrain.Obj.attribute = 0; 

Terrain.Coord.coord.t[0] = 0; 
Terrain.Coord.coord.t[1] = 0; 
Terrain.Coord.coord.t[2] 0; 


եռ 


Terrain.Obj.coord2 = &Object->Coord; 


A 


Terrain.Coord.flg = 0; 
} 


/* Setup The Lighting */ 
void SetupLighting (void) 
{ 
/* Setup Lighting */ 
Light[0].vx = ONE; Light[0].v 
Light[0].r = 128; Light[0].g 
GsSetFlatLight (0, &Light[0]) 


= 0; Light[0]. 
0; Light[0].b = 0; 


II Հ 


Light[1].vx = 0; Light[1].vy = ONE; Light[1]. 
Light[1].r = 0; Light[1].g = 128; Light[1].b = 0; 
GsSetFlatLight (1, &Light[1]); 


Light [2].vx = 0; Light[2]. 
Light [2].r = 0; Light[2].g 
GsSetFlatLight (2, &Light[2 


= 0; Light[2].vz = ONE; 
0; Light[2].b = 128; 


¥ 


GsSetLightMode (0) ; 
} 


/* Setup The View Point */ 
void SetupViewPoint (VIEW_SYSTEM *View) 
{ 


GsSetProjection (View->ProjectDist) ; 
View->Camera.vpx = View->Position.vx; 
View->Camera.vpy = View->Position.vy; 
View->Camera.vpz = View->Position.vz; 
View->Camera.vrx = View->Interest.vx; 
View->Camera.vry = View->Interest.vx; 
View->Camera.vrz = View->Interest.vx; 
View->Camera.rz = View->Twist; 


View->Camera.super = WORLD; 


GsSetRefView2 (&View->Camera) ; 
} 


void UpDateCoordinates (GSCOORDINATE2 *TmpCoord, VECTOR *Translate, SVECTOR 
*Rotate) 
| MATRIX Tmp; 
RotMatrix (Rotate, &Tmp); 
MatrixIdentity (TmpCoord->coord.m) ; 
TmpCoord->coord = Tmp; 
TmpCoord->coord.t[0] = Translate->vx; 


TmpCoord->coord.t[1] Translate->vy; 
TmpCoord->coord.t[2] Translate->vz; 


TmpCoord->flg = 0; 
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} 


/* Read The Controller */ 
unsigned long PadRead (void) 


{ 
return (~ (* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) ՀՀ 16 | *(bb1+2) ՀՀ 24)); 


} 


void MatrixIdentity(short Mat[3][3]) 
{ 


Mat[0][0] = ONE; Mat[0][1] = 0; Mat[0][2] = 0; 
Mat[1][0] = 0; Mat[1][1] = ONE; Mat[1][2] = 0; 
Mat [2] [0] = 0; Mat[2][1] = 0; Mat[2][2] = ONE; 


} 


[RR KKK KKK k k KK KKK k k k k KK k Kk k KK KK LOD STUFF BELOW աաա k k k k k k k k k k / 


uk RK KK KK KK KK KK KKK KK KK OK OK OK KK OK KK OK KK 


* Function Name - BuildTerrainModel. 

* Parameters Passed - Memory address of the TMD model. 
* Parameters Returned - N/A. 

* Comments Generate a TMD model. 


KK KK KK KK KK I OK OK A OK OK KK / 
void BuildTerrainModel (unsigned long *ModelAddr) 
{ 
/* Indexes */ 
/* Normal */ 
unsigned int NormIdx0 = 0; 
/* Vertices */ 
unsigned int VertIdx0 = 
unsigned int VertIdxl 
unsigned int VertIdx2 


II 
NRO 
` 


/* Counters */ 

unsigned int VertCount = 0; 
unsigned int NormCount = 0; 
unsigned int PrimCount = 0; 


/* Pointer to the object table */ 
TMD_OBJ *ObjTable = NULL; 


/* Pointer to the vertex, normal and primative table */ 
unsigned long *VertTable = NULL; 
unsigned long *NormTable = NULL; 
unsigned long *PrimTable = NULL; 


/* Setup the TMD header */ 
set TMD_HDR((TMD_HDR *)ModelAddr, 0x00000041, 1,1 ); 


ModelAddr = (unsigned long *) ((TMD_HDR *)ModelAddr + 1); 
/* skip object table, values setup later */ 

ObjTable = (TMD_OBJ *)ModelAddr; 

ModelAddr = (unsigned long *) ((TMD_OBJ *)ModelAddr + 1); 


/* Primative table */ 
PrimTable = ModelAddr; 


/* Setup the primitive data */ 
CurrentPoly = StartPoly; 


do 


{ 
CurrentPoly = CurrentPoly->Next; 


setPRIM_HDR((PRIM_HDR *)ModelAddr, F_3, 0, 3, 4); 
ModelAddr = (unsigned long *) ((PRIM_HDR *)ModelAddr + 1); 


setTMD_F_3((TMD_F_3 *)ModelAddr, CurrentPoly->Colour.r, 
CurrentPoly->Colour.g, CurrentPoly->Colour.b, NormIdx0, VertIdx0, VertIdx1, 
VertIdx2); 
ModelAddr = (unsigned long *) ((TMD_F_3 *)ModelAddr + 1); 
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PrimCount+t+; 
NormIdx0++; 
VertIdx0 += 3; 
VertIdxl += 3; 
VertIdx2 += 3; 


}while(CurrentPoly->Next != NULL); 


/* Vertices table */ 
VertTable = ModelAddr; 


/* Set polygon data */ 
CurrentPoly = StartPoly; 


do 


{ 
CurrentPoly = CurrentPoly->Next; 


/* Set VO */ 
set TMD_VERT((TMD_VERT *)ModelAddr, CurrentPoly->V0->vx, 
CurrentPoly->V0->vy, CurrentPoly->V0->vz) ; 
ModelAddr = (unsigned long *) ((TMD_VERT *)ModelAddr + 1); 
VertCounttt; 


/* Set V1 */ 
setTMD_VERT((TMD_VERT *)ModelAddr, CurrentPoly->V1->vx, 
CurrentPoly->V1->vy, CurrentPoly->V1->vz) ; 
ModelAddr = (unsigned long *) ((TMD_VERT *)ModelAddr + 1); 
VertCounttt; 


/* Set V2 */ 
setTMD_VERT((TMD_VERT *)ModelAddr, CurrentPoly->V2->vx, 
CurrentPoly->V2->vy, CurrentPoly->V2->vz) ; 


ModelAddr = (unsigned long *) ((TMD_VERT *)ModelAddr + 1); 
VertCounttt; 
}while (CurrentPoly->Next != NULL); 


/* Set the normal */ 
NormTable = ModelAddr; 


/* Set the normal data */ 
CurrentPoly = StartPoly; 


do 


{ 
CurrentPoly = CurrentPoly->Next; 


set TMD_NORM((TMD_NORM *)ModelAddr, CurrentPoly->Norm.vx, 
CurrentPoly->Norm.vy, CurrentPoly->Norm.vz) ; 


ModelAddr = (unsigned long *) ((TMD_NORM *)ModelAddr + 1); 
NormCount++; 
}while(CurrentPoly->Next != NULL); 


setTMD_OBJ(ObjTable, VertTable, VertCount, NormTable, NormCount, PrimTable, 
PrimCount, 0); 


printf ("VertCount - 54 NormCount - 54 PrimCount - %d", VertCount, 
NormCount, PrimCount) ; 


} 


—-MESSAGE FILE 14605 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001490 


——MESSAGE FILE 14606 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001491 

Path: chuka.playstation.co.uk!news 

From: Robert_Swan@scee.net (Robert Swan) 

Newsgroups: scee.yaroze.programming.3d_graphics 
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Subject: Re: race game 3 design: step 1 

Date: Thu, 02 Mar 2000 12:52:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <38be61be.5744550@www.netyaroze-europe. com> 

References: <38ada944.33392524@www.netyaroze-europe.com> <89hr2nS$9dj2@chuka.playstat 
ion.co.uk> <38bce729.1480649@www.netyaroze-europe.com> <891jok$6j3@chuka.playstation 
-co.uk> 

Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: mailgate.scee.sony.co.uk 

X-Newsreader: Forte Free Agent 1.11/32.235 


I'll respond to both posts here to save space 


>Is it going to be your "race2" project, but with hills etc. 


well - yes - but with other things such as loop the loop - trackside 
objects (well, hopefully the models will cover every part of the track 
so there wont be gaps). Basically I made some fundamental flaws in 
Race game 2 which made it a big arse to continue. Meaning the track 
layout. 


>If so, you might as well pre-build the models and build some sort of sector 
>based engine to display the visible models. 


Yes - I think I never mentioned how i was going to create/ store the 
track segments. Into this project Ill be sticking as many things as 
possible that I havent done before - and part of it is to create the 
tracks in a windows (using MFC) editor - starting with a spline and 
then tweaking the vertices to get banked track etc. The low detail 
models would be automatically created from the high detail models. 


>> creation of sections of track. In yaroze games we tend to throw quite 
>> a lot of polys at the computer and have cpu time to spare - 

>Thats what the GTE for !, bang some fancy physics in, that should use the 
>cpu's time. 


Very true - I havent looked at the trade offs though - By using some 
cpu time to create a relatively seamless blend between hi and lo 
models - thus allowing me the time to draw a lot more objects then it 
is worth doing. Maybe none of it will be worth it and I'll just get 
upset before starting on race game 7/ adventure game 48 :) 


As for your post, Nathan, - I agree completely with what you said. And 
it was the method I intended to do the race game 2. Spline based 
tracks would require very little storage - and so I could have had 
multiple tracks. I decided not to generate the tracks at runtime 
because it meant the tracks could be far more detailed than otherwise, 
and it would be a good reason for me to have a go at MFC programming. 


If im lucky I can have some demos using hard coded sections of track 
(straights probably) for next week. Although with the web site down 
noone will be able to look for a while :P 


Rob 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

-—-MESSAGE FILE 14606 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001491 


--MESSAGE FILE 14607 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001492 
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Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Moose)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Line normal 

Date: Sat, 4 Mar 2000 12:23:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 26 

Message-ID: <89qvbs$9g42@chuka.playstation.co.uk> 
References: <38ac28a2.9170426@news.playstation.co.uk> 
NNTP-Posting-Host: modem—98.dexfenfluramine.dialup.pol.co.uk 
X-Newsreader: Microsoft Outlook Express 5.00.2014.211 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2014.211 


A simple way is to just find dx and dy and swap them and use them to draw 
the perpendicular line. Change the sign of dx or dy depending on which way 
you want the perpendicular line to point. 


dx is simply found by subtracting the x ordinate at the start of the line 
from the x ordinate at the end of the line ... and find dy by doing the same 
for the y ordinates. 

Decide the co-ordinate where you want the new line to start then just add 
the swapped dx and dy to x and y respectively to find the end point of the 
new line. 


Jon Prestidge 


Rad <kr705@gre.ac.uk> wrote in message 
news: 38ac28a2.9170426@news.playstation.co.uk... 
> Hi, 


If I have a line, how do I calculate another line perpendicular to 
this line? 
Or should that be how do I calculate the normal to a line? 


Thanks, 
Rad. 


VV V V V V V 


—-MESSAGE FILE 14607 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001492 


——MESSAGE FILE 14608 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001493 

Path: chuka.playstation.co.uk!news 

From: "Aaron Gandaa" <aaron@blaisetech.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Clipping...NNNGGGG!!!!!! 

Date: Tue, 2 May 2000 11:09:22 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <8em9dcSm353@chuka.playstation.co.uk> 
NNTP-Posting-Host: tnt-14-100.easynet.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Can anyone do cliiping properly....or does anyone have at least the required 
maths for clipping routines. 


Aaron 


—-MESSAGE FILE 14608 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001493 


—-MESSAGE FILE 14609 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001494 
Path: chuka.playstation.co.uk!news 
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From: Robert_Swan@scee.net (Robert Swan) 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: Clipping...NNNGGGG! !!!!! 

Date: Tue, 02 May 2000 11:25:31 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 15 

Message-ID: <390ebaea.4985016@www.netyaroze-europe. com> 
References: <8em9dcSm353@chuka.playstation.co.uk> 
Reply-To: Robert_Swan@scee.net 

NNTP-Posting-Host: scee-gw.scee.sony.co.uk 
X-Newsreader: Forte Free Agent 1.11/32.235 


Cant remember how I did it - but I did. 


On my webpage the split screen demo has to use clipping for the two 
viewports and the code is there. 


Mu webpage is www.netyaroze-europe.com/~middex2 


Robert Swan 


Disclaimer: 

Anything I say has no direct relation 

to where I work (Sony), is not an official 

voice of where I work (Sony) and Sony 

doesn't even exist as far as I'm concerned. 

—-MESSAGE FILE 14609 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001494 


—-MESSAGE FILE 14610 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001495 

Path: chuka.playstation.co.uk!news 

From: "George Bain" <ps_yaroze@scee.net> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Message for Graig Graham TMD2RSD Converter 

Date: Tue, 17 Oct 2000 10:04:39 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 36 

Message-ID: <8sh4p j$9b1@chuka.playstation.co.uk> 

References: <360187DE.8120CFA6@aol.com> <36068DCD.A766CD93@hinge.mistral.co.uk> 
NNTP-Posting-Host: 43.194.204.241 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Does anyone have this file still? 


George 

"Craig Graham" <c_graham@hinge.mistral.co.uk> wrote in message 
news :36068DCD.A766CD93@hinge.mistral.co.uk... 

> Olaf Grau wrote: 

> Hi, This is specially dedicated to Graig Graham 


That's Craig Graham.... 


> You said, that you've dowmloaded a Tool, that converts TMD - Data to RSD 


Yeah - very good it is as well. 


> Data, from an Japanese Yaroze Homepage. 
> Now my question: Can you give me an advise where I can find the this 
> tool ? 


VVVVVVVVVVVV VV 


http://www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/dosvsoft/ 
> 

> the file is TM2RS02.LZ2H or something like that... 

> 
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> with regards 
> 
> Olaf 


Laters, 
Craig. 
(retired) 


VVVVVVV VV 


—-MESSAGE FILE 14610 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001495 


——MESSAGE FILE 14611 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001496 

Path: chuka.playstation.co.uk!news 

From: Mark O'Shea <mos@dk.ibm.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: Message for Graig Graham TMD2RSD Converter 

Date: Sun, 05 Nov 2000 13:12:42 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3A054EBA.717B8C61@dk.ibm.com> 

References: <360187DE.8120CFA6@aol.com> <36068DCD.A766CD93@hinge.mistral.co.uk> <8sh 
4p43S$9b1@chuka.playstation.co.uk> 

NNTP-Posting-Host: sungold3.dk.ibm.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.51 [en] (Win95; I) 

X-Accept—-Language: en 


> I'm not quite sure what the problem is. The link in the message you were 
> referring to works fine and the file is there. However I do have a copy of the 
> file if you for some reason can't download the one at 


http://www.netyaroze-europe.com/yaroze_scei/Forum/program/archive/dosvsoft/ 
If all else fails you could also try looking through the net for a file called 


TMD2LWO. It converts TMDs to a Lightwave 3D object format. Those objects can 
then be loaded into Lightwave 5.6 and exported using the RSD plugin. 


Mark 


—-MESSAGE FILE 14611 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001496 


—-MESSAGE FILE 14612 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001497 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: ATTENTION ALL! 

Date: Tue, 19 Dec 2000 13:17:40 -0600 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <9loc9sSqp92@www.netyaroze-europe. com> 
NNTP-Posting-Host: c448603-a.grind1l.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2615.200 


Does anyone know how to have a 2d picture background when you are in a 3d 
environment? 


—-MESSAGE FILE 14612 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001497 
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—--MESSAGE FILE 14613 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001498 

Path: chuka.playstation.co.uk!news 

From: "Daniel Brown" <daniel@therealitydysfunction.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: tmd file generation 

Date: Mon, 8 Jan 2001 12:02:18 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <93ca8hSiic5@www.netyaroze-europe.com> 
NNTP-Posting-Host: m544-mpl-cvxlb.edi.ntl.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


Hi all, 

Can anyone send me a copy of code that will generate a TMD file either on 
the yaroze or on the PC? As I would like to generate my own TMD format 
files from of a landscape I have generated. 


Cheers, 


Daniel Brown 
www. TheRealityDysfunction.com 


—-MESSAGE FILE 14613 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001498 


—-MESSAGE FILE 14614 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001499 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: tmd file generation 

Date: Wed, 10 Jan 2001 23:53:27 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 166 
Message-ID: <3A5D6677.751591D1@start.com.au> 
References: <93ca8hSiic5@www.netyaroze-europe.com> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax2-081.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: multipart/mixed; 

boundary=" 6D2B7F 9FD74FBFA55A018254" 
X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


This is a multi-part message in MIME format. 
6D2B7F 9FD74FBFA55A018254 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 


Hi Daniel 


there r lots of docs on creating dynamic TMD ( clone.zip is a good 1 ) 


but have a look at tmd.h, 

I created a structure that is a flat quad. 

if u fill it in with a the right data and look at it the right way u get 1 
flat TMD. easy. 


this is what i use. 


/* inits a flat quad */ 
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void world_c::setTMD ( 


colouredCell_t *cell, // pointer to the flat quad type 

GsDOBJ2 *cell_obj, // pointer to the GsDOBJ2 object used to handle the 
quad 

u_char r, u_char g, u_char b, // the colour of the quad 

TMD_VERT *vert_arr, // an array of TMD_VERT used for the quad 


u_char v0,u_char vl,u_char v2, u_char v3 // the index of the point in the 
vert_arr 


) 


// v0 +4----+ v1 
// | | 
// v2 +----+ v3 


set TMD_HDR((TMD_HDR *) &écell->file_header, 0x00000041, 1, 1); 


// define setTMD_OBJ(t,_vt,_vn,_nt,_nn,_pt,_pn,_s) 


setTMD_OBJ((TMD_OBJ *) &cell->tmd_header, (u_long *)vert_arr, 6, 0,0, 
(u_long *)&cell->prim_header, 1, 0 ); 


//top 
setPRIM_HDR((PRIM_HDR *) &cell->prim_header, Բ 4 NL, 0, 3, 5): 
setTMD_F_4 NL((TMD_F_4 NL *)&cell->tmd,r ,g ,b, v0,vl,v2,v3); 


r 


GsLinkObject4((u_long )&cell->tmd_header,cell_obj, 0); 


cell_obj->coord2 = &cellCoord_m; 


cell_obj->attribute = 1 << 6 | 1 << 9 ; // | 1ՀՀ10 ; 


}; 
u can even change colours on the fly and it works, haven't try the shape ( 


the vertices) yet. 
all u have to do now is come up with a good design and code it, easy 


what format is the landscape that u have generated ? 
have u tryed Dxf2rsd.exe to converted to a TMD ? 


hoped that help 
mgarcia 


Daniel Brown wrote: 

Hi all, 

Can anyone send me a copy of code that will generate a TMD file either on 
the yaroze or on the PC? As I would like to generate my own TMD format 
files from of a landscape I have generated. 


Cheers, 


Daniel Brown 
www. TheRealityDysfunction.com 


VVVVVVVV VV 


9845 
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6D2B7F 9FD74FBFA55A018254 

Content-Type: application/x-—unknown-content-type-H_auto_file; 

name="tmd.h" 

—-MESSAGE FILE 14614 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001499 


—-MESSAGE FILE 14615 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001500 

Path: chuka.playstation.co.uk!news 

From: gwald <gwald@start.com.au> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: 3d studio 4 

Date: Fri, 12 Jan 2001 00:32:14 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3A5EC10E.DC3B7614@start.com.au> 
Reply-To: gwald@start.com.au 

NNTP-Posting-Host: wdcax5-042.dialup.optusnet.com.au 
Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 4.5 [en] (Win98; I) 
X-Accept—-Language: en 


Hi there 
Does anyone else use 3ds 4 (with the tod plug-in)? 


I'm using it but the objects are transparent ¿ you can see object behind 
them. 
I have a feeling itgs my code though. 


cya 
Mgarcia 


—-MESSAGE FILE 14615 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001500 


—-MESSAGE FILE 14616 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001501 

Path: chuka.playstation.co.uk!news 

From: "Omar" <OMetwally7@aol.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: test 

Date: Mon, 4 Jun 2001 13:23:48 -0700 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 3 

Message-ID: <9fgqtcSgaoll@www.netyaroze-europe.com> 
NNTP-Posting-Host: 1Cust203.tnt1l.farmington.mi.da.uu.net 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


i am testing to see if i can finally get newsgroup access 


-—-MESSAGE FILE 14616 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001501 


——MESSAGE FILE 14617 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001502 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: EVERYONE LISTEN 

Date: Thu, 7 Jun 2001 16:46:34 -0500 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <9fost3$2i02@www.netyaroze-europe. com> 
NNTP-Posting-Host: c448603-a.grindl.tx.home.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2919.6600 


Ok yall I am one of the last active members of net yaroze. I am wondering if 
any one is interested in teaming up with for a few games and maybe starting 
our own software company eventually. I guarantee we will have a lot of fun 
and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another one 
of these four. Holla back and email me yall 

We will be called Sky's The Limit Software. 


madhops4ever@hotmail.com 


—-MESSAGE FILE 14617 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001502 


—-MESSAGE FILE 14618 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001503 

Path: chuka.playstation.co.uk!news 

From: "John \( QuietBloke N)" <quietbloke@btinternet.com> 
Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: EVERYONE LISTEN 

Date: Mon, 11 Jun 2001 20:30:03 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <9g367uSemd5@www.netyaroze-europe. com> 
References: <9fost3$2i02@www.netyaroze-europe. com> 
NNTP-Posting-Host: host213-122-182-20.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4522.1200 
X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4522.1200 


Hi there Terry, 
Welcome back, 


errm... Im not sure if everyone checks this particular group.. you might 
wanna 'Holla' in the freetalk.english group.. you'll find that you may be 
‘one of the last' but you certainly aint THE last. Once the homepage 
registration gets working again you'll see there are still things happening 
in the Yaroze scene. 

Im actually finally get back to work on my next game ater a few months in 
the real world so I'm gonna be busy doing my own thing for quite some time 
but I'd be happy to help out where I can. 


Cheers 
John ( QuietBloke ) 


"Terry Arnold" <talesal@home.com> wrote in message 

news: 9fost3$2i02@www.netyaroze-europe.com... 

> Ok yall I am one of the last active members of net yaroze. I am wondering 
if 

> any one is interested in teaming up with for a few games and maybe 
starting 

our own software company eventually. I guarantee we will have a lot of fun 
and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another one 
of these four. Holla back and email me yall 

We will be called Sky's The Limit Software. 


v 


madhops4ever@hotmail.com 


VVVVVVVV 
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> 


—-MESSAGE FILE 14618 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001503 


—--MESSAGE FILE 14619 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001504 

Path: chuka.playstation.co.uk!news 

From: "Terry Arnold" <talesal@home.com> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: EVERYONE LISTEN 

Date: Tue, 12 Jun 2001 06:45:36 -0500 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <9g4vimShgqo3@www.netyaroze-europe. com> 

References: <9fost3$2i02@www.netyaroze-europe.com> <9g367uSemd5@www.netyaroze-europe 
. com> 

NNTP-Posting-Host: c448603-a.grind1.tx.home.com 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2919.6600 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2919.6600 


Thanks 

"John ( QuietBloke )" <quietbloke@btinternet.com> wrote in message 
news: 99367uSemd5@www.netyaroze-europe.com... 

> Hi there Terry, 


> 

> Welcome back, 

> 

> errm... Im not sure if everyone checks this particular group.. you might 
> wanna 'Holla' in the freetalk.english group.. you'll find that you may be 
> ‘Tone of the last' but you certainly aint THE last. Once the homepage 

> registration gets working again you'll see there are still things 
happening 

> in the Yaroze scene. 

> Im actually finally get back to work on my next game ater a few months in 
> the real world so I'm gonna be busy doing my own thing for quite some time 
> but I'd be happy to help out where I can. 

> 

> Cheers 

> John ( QuietBloke ) 

> 

> "Terry Arnold" <talesal@home.com> wrote in message 

> news: 9fost3$2i02@www.netyaroze-europe.com... 

> > Ok yall I am one of the last active members of net yaroze. I am 
wondering 


> if 

> > any one is interested in teaming up with for a few games and maybe 

> starting 

> > our own software company eventually. I guarantee we will have a lot of 
fun 

> > and eventually have some money too. I am seeking : Coder, 3d artist 
(characters), 2d artist, 3d artist (levels), and someone to be another 


v 
5 
v 


V V V V V V Vv O 


of these four. Holla back and email me yall 
We will be called Sky's The Limit Software. 


madhops4ever@hotmail.com 


VVVVVVVVVO 


—-MESSAGE FILE 14619 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001504 


—-MESSAGE FILE 14620 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
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003d_graphics/00001505 

Path: chuka.playstation.co.uk!news 

From: Marc@darkhex.com 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: EVERYONE LISTEN 

Date: Tue, 12 Jun 2001 22:33:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <3B268AC3.1F5BADCD@darkhex.com> 

References: <9fost3$2i02@www.netyaroze-europe.com> <9g367uSemd5@www.netyaroze-europe 
.com> <9g4vimShqo3@www.netyaroze-europe. com> 

NNTP-Posting-Host: modem-116.porcupine-puffer.dialup.pol.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.6 [en-gb]C-CCK-MCD NetscapeOnline.co.uk (Win98; 1) 
X-Accept—-Language: en-GB,en 


Why don't you also check out the Yarozescene: 


www. yarozescene.co.uk 


It is the Eclipse group I started two years ago, still going! A lot of the guys 
there are still active :-) 


Marc. 


—-MESSAGE FILE 14620 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001505 


—-MESSAGE FILE 14621 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001506 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Sun, 19 Aug 2001 19:29:51 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 32 

Message-ID: <9lp0onSp3k7@www.netyaroze-europe. com> 

References: <380C496C.2D938EEB@easynet.co.uk> 

NNTP-Posting-Host: modem-174.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1506 scee.yaroze.f 
reetalk.english: 7043 


Gl 


Re-reviewing this thread I was giving crap advice. Just split your backdrop 
into its component parts i.e. what comes in front and what comes behind the 
player model/sprite then give them different priorities in the ordering 
table depending on where they should be... objects in front of the player 
get a low priority and backdrops behind get a higher priority meaning they 
get drawn first. Check the GsSortFastSprite function. Make sure your OT 
length is big enough to handle all the layers. 


Max 


Philip Gooch <philg@easynet.co.uk> wrote in message 
news: 380C496C.2D938EEB@easynet.co.uk... 


> 


> Hi 

> 

> I was wondering what might be involved in creating a 3D engine that used 
> prerendered backdrops, as in Resident Evil etc. 

> 

> Seems to me that this is harder than a realtime 3D engine (Tomb Raider 

> etc), because you would need to take your prerendered backdrop and slice 
> it up so that characters could walk around the scene realistically (i.e 
> move behind and in front of wall, cars, pillars and so on). Also, you 
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would need 'invisible' 3D objects to act as bounding areas for each 
"slice' of the backdrop. 


Has anyone tried this or got tips on how to start, sample code etc 
Thanks in advance 


Phil 


VVVVVVV VV 


—-MESSAGE FILE 14621 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001506 


——MESSAGE FILE 14622 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001507 

Path: chuka.playstation.co.uk!news 

From: "Max" <mad.max@which.net> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.freetalk.english 
Subject: Re: Prerendered backdrop style 3D engine 

Date: Sun, 19 Aug 2001 20:35:01 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 42 

Message-ID: <91p4itSp3k8@www.netyaroze-europe. com> 

References: <380C496C.2D938EEB@easynet.co.uk> <9lp0onSp3k7@www.netyaroze-europe. com> 
NNTP-Posting-Host: modem-443.babbelas.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2314.1300 

X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2314.1300 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:1507 scee.yaroze.f 
reetalk.english:7044 


How'd that get there??? I posted this in the 3d forum!? 
Max 


Max <mad.max@which.net> wrote in message 

news: 9lp0onS$p3k7@www.netyaroze-europe.com... 

> Re-reviewing this thread I was giving crap advice. Just split your 
backdrop 

> into its component parts i.e. what comes in front and what comes behind 
the 


> player model/sprite then give them different priorities in the ordering 

> table depending on where they should be... objects in front of the player 
> get a low priority and backdrops behind get a higher priority meaning they 
> get drawn first. Check the GsSortFastSprite function. Make sure your OT 

> length is big enough to handle all the layers. 

> 

> Max 

> 

> Philip Gooch <philg@easynet.co.uk> wrote in message 

> news: 380C496C.2D938EEB@easynet.co.uk... 

> > Hi 

>> 

> > I was wondering what might be involved in creating a 3D engine that used 
> > prerendered backdrops, as in Resident Evil etc. 

>> 

> > Seems to me that this is harder than a realtime 3D engine (Tomb Raider 

> > etc), because you would need to take your prerendered backdrop and slice 
> > it up so that characters could walk around the scene realistically (i.e 
> > move behind and in front of wall, cars, pillars and so on). Also, you 

> > would need 'invisible' 3D objects to act as bounding areas for each 

> > 'slice' of the backdrop. 

>> 

> > Has anyone tried this or got tips on how to start, sample code etc 

>> 

> > Thanks in advance 

>> 

> > Phil 

>> 

> 
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> 


—-MESSAGE FILE 14622 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001507 


--MESSAGE FILE 14623 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001508 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.freetalk.english, scee.yaroze.programming.3d_graphics 
Subject: libps - RotMatrix() 

Followup-To: scee.yaroze.programming.3d_graphics 

Date: Fri, 26 Oct 2001 09:50:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 59 

Message-ID: <3BD923D9.872FC1A0@127.0.0.1> 

NNTP-Posting-Host: tide1l36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 

Xref: chuka.playstation.co.uk scee.yaroze.freetalk.english:7498 scee.yaroze.programm 
ing.3d_graphics:1508 


Hi guys, I just wanted to have a quick discussion about the function 
above, and to some extent the 3 related XYZ variants. 


Whilst putting together a quick 1st pass demo fo the biplanes game of 
Combat3D I noticed that RotMatrix() doesn't do as I had hoped, here's 
the situation; 


I maintain 2 vectors for the planes, a position in space, and a rotation 
vector, the rotation vectors are assigned as follows 


x = banking angle 
y = pitch 
2 direction 


so the planes have +ve z as up, and fly in the direction of the +ve y 


now, to get the model to 'point' in the direction that it is going to 
fly, I naturally did somethiing on the lines of 


SVECTOR rot 
MATRIX *mtrx; /* initialised to point to matrix in GsCOORDINATE2 */ 


SetVector(&rot, x, y, Z); 
RotMatrix(&rot, mtrx); 


but this doesn't actually work. it's fine as long as z is a multiple of 
90 degrees anything else and turning and going up/down causes it to go 
into a stall spin! 


Reading the manual (that well thumbed green volume) it describes the 
order that RotMatrix actaully works, it (internally) does RotMatrixZ() 
then RotMatrixY() then RotMatrixX() so I set about thinking about what I 
ACTUALLY want to happen, ie head scratching and pencil scribbling, 
finally I come to the conclusion that what is required is a reversed 
order of rotation, ie start with X, then Y then Z so changing the code 
above to read 


SVECTOR rot 
MATRIX *mtrx; /* initialised to point to matrix in GsCOORDINATE2 */ 


RotMatrixX(x, mtrx); 
RotMatrixY(y, mtrx); 
RotMatrixZ(z, mtrx); 


does just the trick! and the planes fly happily along, looping the loop, 
and banking round corners. 


Net Yaroze newsgroups message dump.txt Page 9852 


so, questions; 
1) Why does RotMatrix() go the way it does? 
2) Why wasn't a second RotMatrix() provided that did it the other way? 


3) What bug still exists in the second code frag? 
(it actually produced some ‘interesting results at first') 


4) Anyone else had a similar 'experience' with RotMatrix() 


M. 
-—-MESSAGE FILE 14623 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001508 


—-MESSAGE FILE 14624 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001509 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (Jon@surfed.to)" <jon@surfed.to> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 11:27:37 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 33 

Message-ID: <9rbe2d$2il@www.netyaroze-europe.com> 
References: <3BD923D9.872FC1A0@127.0.0.1> 
NNTP-Posting-Host: host213-122-148-70.btinternet.com 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.00.2615.200 
X-MimeOLE: Produced By Microsoft MimeOLE V5.00.2615.200 


Hello Majik... 
> 1) Why does RotMatrix() go the way it does? 


I suppose they thought that would be most commonly used. I tend to 
forget about that routine and use the separate rotation routines regardless. 
If your asking why it's ZYX rather than XYZ that's probably because it's a 
child to parent matrix rather than a parent to child matrix. When I look at 
example code on the net written for the PC etc (where people have to write 
their own matrix co-ordinate system code): co-ordinate system matrices seem 
to be parent to child. The PS want's child to parent so that it's less work 
for it to do when calculating the screen coordinates. 


3) What bug still exists in the second 
code frag? 

(it actually produced some 
‘interesting results at first') 


V V V V 


it depends what you actually want but generally speaking I'd have thought 
you'd want a "*mtrx = GsIDMATRIX;" before your RotMatrixX etc because those 
individual rotation routines don't reset the matrix unlike the one that does 
all three. 


> 4) Anyone else had a similar '‘experience' with RotMatrix() 


look for the dreaded 'Gimbal Lock' on the net (places like Gamasutra 


etc)... it's a well documented problem. I had this problem ages ago but I 
couldn't find any info on it until I discovered what the problem was 
actually called ... then I could find loads of info on it. 

Jon 


—-MESSAGE FILE 14624 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001509 


——MESSAGE FILE 14625 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001510 
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Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 
Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 14:31:27 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 35 

Message-ID: <9rbo15$2i3@www.netyaroze-europe. com> 
References: <3BD923D9.872FC1A0@127.0.0.1> 
NNTP-Posting-Host: modem-794.abra.dialup.pol.co.uk 
X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 
X-MimeOLE: Produced By Microsoft MimeOLE V5.50.4133.2400 


banking angle 
pitch 
direction 


NK X 
վ 


> 
> 
> 
> 
> so the planes have +ve z as up, and fly in the direction of the +ve y 


That makes y roll not pitch, and x,y,z is basically pitch, roll and yaw. 


> RotMatrixX(x, mtrx); 
> RotMatrixY(y, mtrx); 
> RotMatrixZ(z, mtrx); 


This is not quite right. For example, if a plane pitches 45 degrees 
up and rolls 90 degrees right it will be pointing between the x and 


y axes, but its direction of travel will be along the y axis. You need 
to swap the x and y rotations (or make your planes point along the 
x axis and travel along ԷՄ x) - it's not known as "roll, pitch and yaw" 


for nothing. :) 


Also, you need to make sure you keep your rotations within a 
suitable range. Anything for roll and yaw, but pitch needs to be 
within -90 to 90 degrees. 


I don't think you'll get any sort of Gimbal Lock problem here. When 
pitch is +/- 90 degrees the plane will be vertical so you probably 
won't want it to be moving along the y axis. But it should have the 
correct orientation. Presumably you move the planes on the 

z-axis as well as the y-axis depending on their pitch. You could 

get the direction vector of the plane by putting (0,1,0) through the 
rotation matrix. 


Martin. 


9853 


—-MESSAGE FILE 14625 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 


3d_graphics/00001510 


——MESSAGE FILE 14626 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 


003d_graphics/00001511 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 
Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 14:41:40 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 16 

Message-ID: <3BD96814.88C129A2@127.0.0.1> 
References: <3BD923D9.872FC1A0@127.0.0.1> <9rbe2d$2il@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide1l36.microsoft.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 
X-Accept—-Language: en 


"Jon Prestidge (Jon@surfed.to)" wrote: 
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it depends what you actually want but generally speaking I'd have thought 
you'd want a "*mtrx = GsIDMATRIX;" before your RotMatrixX etc because those 
individual rotation routines don't reset the matrix unlike the one that does 
all three. 

lolly pop to John for spotting the missing line! ;) 


V V V V 


> > 4) Anyone else had a similar 'experience' with RotMatrix() 


> ... look for the dreaded 'Gimbal Lock' on the net (places like Gamasutra 
It has a name?? well, I shall definately look for that! 


> actually called ... then I could find loads of info on it. 
that is so often the probelm :) 


M. 
—-MESSAGE FILE 14626 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001511 


——MESSAGE FILE 14627 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001512 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 14:52:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 38 

Message-ID: <3BD96A85.63980F0C@127.0.0.1> 

References: <3BD923D9.872FC1A0@127.0.0.1> <9rbol5S2i3@www.netyaroze-europe. com> 
NNTP-Posting-Host: tide1l36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Martin Keates wrote: 


That makes y roll not pitch, and x,y,z is basically pitch, roll and yaw. 


> RotMatrixX(x, mtrx); 
> RotMatrixY(y, mtrx); 
> RotMatrixZ(z, mtrx); 


VV VV V V V 


> This is not quite right. 
probably not, I was doing this from memory, after having left a screen 
full of 'GPU unsupported code 0..' at 2:00am last night ;) 


> Also, you need to make sure you keep your rotations within a 

> suitable range. Anything for roll and yaw, but pitch needs to be 

> within -90 to 90 degrees. 

the roll is limited to be just a banking angle, so the plane (and 
viewpoint) leans into corners, the direction (yaw??) the planes move in, 
and the pitch are unbounded. 


v 


I don't think you'll get any sort of Gimbal Lock problem here. 
think that's what I encountered, and eliminated. 


H 


When 

pitch is +/- 90 degrees the plane will be vertical so you probably 
won't want it to be moving along the y axis. But it should have the 
correct orientation. 

it seems to work as expected now. 


V V V V 


> Presumably you move the planes on the 

> z-axis as well as the y-axis depending on their pitch. You could 

> get the direction vector of the plane by putting (0,1,0) through the 
> rotation matrix. 

transposition matrix is made up from taking the pitch and yaw angles, 
and combining them with a fixed distance and putting the whole lot 
through a spherical to cartesian coordinate transformation. It sems to 
work :D 
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M. 
--MESSAGE FILE 14627 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001512 


——MESSAGE FILE 14628 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001513 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 16:10:05 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <9rbue4S$2i4@www.netyaroze-europe. com> 

References: <3BD923D9.872FC1A0@127.0.0.1> <9rbo15$2i3@www.netyaroze-europe.com> <3BD 
96A85.63980F0C@127.0.0.1> 

NNTP-Posting-Host: modem-823.blotto.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> > This is not quite right. 
> probably not, I was doing this from memory, after having left a screen 
> full of 'GPU unsupported code 0..' at 2:00am last night ;) 


Come again? I was just saying that the order of your rotations is 
still not right, but then if you gave them wrong or described the 
plane/axis alignment wrong then maybe they aren't... 


> it seems to work as expected now. 
well jolly good. :) 


transposition matrix is made up from taking the pitch and yaw angles, 
and combining them with a fixed distance and putting the whole lot 
through a spherical to cartesian coordinate transformation. It sems to 
work :D 


V V V V 


Sure, sounds fine. 


Martin. 


--MESSAGE FILE 14628 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001513 


——MESSAGE FILE 14629 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001514 

Path: chuka.playstation.co.uk!news 

From: Majik <majik@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 17:18:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <3BD98CCD.303A2B60@127.0.0.1> 

References: <3BD923D9.872FC1A0@127.0.0.1> <9rbo15$2i3@www.netyaroze-europe.com> <3BD 
96A85.63980F0C@127.0.0.1> <9rbue4$2i4@www.netyaroze-europe. com> 

NNTP-Posting-Host: tide1l36.microsoft.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.72 [en] (Windows NT 5.0; I) 

X-Accept—-Language: en 


Martin Keates wrote: 
> 


> > > This is not quite right. 
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> probably not, I was doing this from memory, after having left a screen 
> full of 'GPU unsupported code 0..' at 2:00am last night ;) 


Come again? I was just saying that the order of your rotations is 
still not right, but then if you gave them wrong or described the 
plane/axis alignment wrong then maybe they aren't... 

yes, they probably were innacurate, but you got the jist of the 
problem/solution? 


> 
> 
> 
> 
> 


v 


M. 
--MESSAGE FILE 14629 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001514 


——MESSAGE FILE 14630 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001515 

Path: chuka.playstation.co.uk!news 

From: "Martin Keates" <martin@jabadaw.fsnet.co.uk> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: libps - RotMatrix() 

Date: Fri, 26 Oct 2001 20:32:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <9rcdpbS$2i5@www.netyaroze-europe. com> 

References: <3BD923D9.872FC1A0@127.0.0.1> <9rbo15$2i3@www.netyaroze-europe.com> <3BD 
96A85.63980F0C@127.0.0.1> <9rbue4$2i4@www.netyaroze-europe.com> <3BD98CCD.303A2B60@1 
27.0.0.1> 

NNTP-Posting-Host: modem-666.barrelled.dialup.pol.co.uk 

X-Priority: 3 

X-MSMail-Priority: Normal 

X-Newsreader: Microsoft Outlook Express 5.50.4133.2400 

X-MimeOLE: Produced By Microsoft MimeOLE Մ5.50.4133.2400 


> yes, they probably were innacurate, but you got the jist of the 
> problem/solution? 


yeah, of course. You asked "what bug remains" and I told you. 

(I guess you were just thinking about the matrix initialisation). 
If the solution you wrote is different to what you actually do then 
obviously it's irrelevant. 


You probably don't want me to get started on how using 3 axis 
rotations is an intrinsically flawed method of doing roll, pitch 
and yaw then... ;) (even discounting Gimbals). 


Martin. 


—-MESSAGE FILE 14630 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001515 


—--MESSAGE FILE 14631 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/00000 
003d_graphics/00001516 

Path: chuka.playstation.co.uk!news 

From: Majik <postmaster@127.0.0.1> 

Newsgroups: scee.yaroze.programming.3d_graphics 

Subject: Re: libps - RotMatrix() 

Date: Sat, 27 Oct 2001 01:34:42 -0700 

Organization: CowboyCoder .com 

Lines: 16 

Message-ID: <3BDA71A2.8E63B415@127.0.0.1> 

References: <3BD923D9.872FC1A0@127.0.0.1> <9rbo15$2i3@www.netyaroze-europe.com> <3BD 
96A85.63980F0C@127.0.0.1> <9rbue4$2i4@www.netyaroze-europe.com> <3BD98CCD.303A2B60@1 
27.0.0.1> <9rcdpbS$2i5@www.netyaroze-europe. com> 

NNTP-Posting-Host: pcl-camb4-0-cust246.cam.cable.ntl.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.05C-SGI [en] (X11; I; IRIX 6.2 IP22) 


Martin Keates wrote: 
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> yes, they probably were innacurate, but you got the jist of the 
> problem/solution? 


yeah, of course. You asked "what bug remains" and I told you. 
(I guess you were just thinking about the matrix initialisation). 
es, that was the bug I was wanting. 


KVVVVV V 


> You probably don't want me to get started on how using 3 axis 

> rotations is an intrinsically flawed method of doing roll, pitch 
> and yaw then... ;) (even discounting Gimbals). 

Oh, go on. ;) 


M. 
—-MESSAGE FILE 14631 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/0000000 
3d_graphics/00001516 


E AE AE AE FE HEE HEE EH 
E AE EAE AE EAE FE EH HE EH 


EE E TE AE HE FE AE FE EHE HEH E H 
--START USENET FOLDER: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior 


THREE EEE THEE EH 


—-MESSAGE FILE 14632 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000001 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Reporting Bugs 

Date: 15 Mar 1997 22:11:39 GMT 

Organization: The World's Fair Ltd 

Lines: 9 

Message-ID: <01bc318d$e9ab5200$5b18989e@civy> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Can someone check if the following is a bug with codewarrior? 
I left of the 0x to represent hex and the compiler blew out. 


long aa; 
aa = 800c0000; 


thanks 


Richard; 
—-MESSAGE FILE 14632 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000001 


—--MESSAGE FILE 14633 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000002 

Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reporting Bugs 

Date: Tue, 18 Mar 1997 13:56:40 -0800 

Organization: df 

Lines: 18 

Message-ID: <332F0F97.7CO03@glam.ac.uk> 

References: <01bc318d$e9ab5200$5b18989e@civy> 

NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Winl6; I) 

X-Priority: 3 (Normal) 
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Richard Maddocks wrote: 


Can someone check if the following is a bug with codewarrior? 
I left of the 0x to represent hex and the compiler blew out. 


long aa; 
aa = 800c0000; 


thanks 
Richard 


This isn't a bug, it's the ANSI standard being strict about constants. 
You wouldn't want Off being taken as OxFF if you meant to type (a 
contrived variable such as) 'off'. 


James 


—-MESSAGE FILE 14633 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000002 


--MESSAGE FILE 14634 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000003 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reporting Bugs 

Date: 18 Mar 1997 20:17:40 GMT 

Organization: The World's Fair Ltd 

Lines: 14 

Message-ID: <01bc33d9$7dfec660$5b18989e@civy> 

References: <O1lbc318d$e9ab5200$5b18989e@civy> <332F0F97.7C03@glam.ac.uk> 
NNTP-Posting-Host: civy.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


James Undery <jeundery@glam.ac.uk> wrote in article 
<332F0F97.7C03@glam.ac.uk>... 

> This isn't a bug, it's the ANSI standard being strict about constants. 
You wouldn't want Off being taken as OxFF if you meant to type (a 
contrived variable such as) 'օ8քք'. 


James 
appreciate that but surly it should not cause the compiler to bomb and 
output a corrupted object file. 


HV V V V 


Richard 


—-MESSAGE FILE 14634 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000003 


——MESSAGE FILE 14635 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000004 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: CodeWarrior for Net Yaroze - NT Install Bug 
Date: Tue, 18 Mar 1997 14:32:56 -0500 

Organization: Metrowerks Corp. 

Lines: 20 

Message-ID: <332EEDDF.54Cl@austin.metrowerks.com> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


IMPORTANT! !!! 
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CodeWarrior for Net Yaroze Bug. 


If you have purchased CodeWarrior for Net Yaroze with your Net Yaroze 
hardware and are using a Windows NT machine as your development host, 
please contact couv@metrowerks.com so that we can send a replacement CD 
to you. 

There is a bug with the NT installer which will prevent NT users to 
launch the CodeWarrior IDE. This problem only applies to those users 
running under Windows NT, if you are using Windows 95 or MacOS, you will 
not have a problem with the CodeWarrior installer. 

Please do not contact Sony Computer Entertainment about this bug. 
Contact Mark Couvillion at couv@metrowerks.com for more information or 
to receive a replacement CD. 


Thank you, 


Mark Couvillion 

Metrowerks Corporation 

—-MESSAGE FILE 14635 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000004 


——MESSAGE FILE 14636 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000005 

Path: chuka.playstation.co.uk!news 

From: James Undery <jeundery@glam.ac.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reporting Bugs 

Date: Wed, 19 Mar 1997 10:20:49 -0800 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <33302E81.E3D@glam.ac.uk> 

References: <01bc318dSe9ab5200S5b18989e@civy> <332FO0F97.7CO3@glam.ac.uk> <01bc33d9$7 
dfec660$5b18989eRcivy> 

NNTP-Posting-Host: 193.63.132.194 

Mime-Version: 1.0 

Content-Type: text/html; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Winl6; I) 

X-Priority: 3 (Normal) 


<HTML><BODY> 

Richard Maddocks wrote:énbsp; 

<BLOCKQUOTE TYPE=CITE>James Undery &1t; jeundery@glam.ac.uk&gt; wrote in 
article 

<BR>&1t; 332F0F97.7CO03@glam.ac.uk&gt;... 

<BR><I>é&gt;&nbsp; This isn't a bug, it's the ANSI standard being strict about 
constants.</I> 

<BR><I>&gt; You wouldn't want Off being taken as OxFF if you meant to type 
(a</I> 

<BR><I>&gt; contrived variable such as) 'off'.</I> 

<BR><I>&gt; </I> 

<BR><I>&gt; James</I> 

<BR>I appreciate that but surly it should not cause the compiler to bomb and 
<BR>output a corrupted object file. 

<BR> 

<BR>Richard 

</BLOCKQUOTE> 


énbsp; The compiler crashing and giving a garbage object file is definitely 
a bug. As someone from Metrowerks has posted here I guess they read it 
too, but no reply from them. It may be worth sending them a copy of some 
code that causes the compiler to crash, I guess they have a tech support 
email address. 

<BR> 

<BR>James 

<BR> 


</BODY> 
</HTML> 


—-MESSAGE FILE 14636 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000005 
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—--MESSAGE FILE 14637 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000006 

Path: chuka.playstation.co.uk!news 

From: "grim" <evans@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: C++ 

Date: 20 Mar 1997 00:14:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <01bc242fS3feeaac0$c793989e@fourny.demon.co.uk> 
NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Hmm I've been trying the C++ and I can get rid of most errors if I start my 
code with 


#define _SIZE_T 
#define __extern_c extern "C"{ 
#define __end_extern_c } 


However I have two queries; 


1 how do I get rid of the ‘illegal operand __static_init" in _psstart.c. 
This is only called for C++ so where is it defined or what should it be 
defined to?? 


2 How do I get around the fact that sony has (horrors!) a 'delete' function 
in libps? Oddly enough, this gives me a compile error. 


thanks 
Graeme 


—-MESSAGE FILE 14637 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000006 


—-MESSAGE FILE 14638 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000007 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reporting Bugs 

Date: Thu, 20 Mar 1997 10:47:44 -0600 

Organization: metrowerks Corp. 

Lines: 22 

Message-ID: <hunt-—ya02408000R2003971047440001@news.playstation.co.uk> 
References: <01bc318d$e9ab5200$5b18989e@civy> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc318dSe9ab5200S5b18989e@civy>, "Richard Maddocks" 
<mads@civy.demon.co.uk> wrote: 


> Can someone check if the following is a bug with codewarrior? 
> I left of the 0x to represent hex and the compiler blew out. 
> 
> long aa; 

> aa = 800c0000; 

This isn't standard, but the compiler shouldn't generate an exception for 
it. I have verified that this is a bug in the current MIPS compiler and I 
will forward it to our engineers as a bug report. 


Thanks for taking the time to report it! 


If you have any future questions about CodeWarrior for Playstation, please 
send them to support@metrowerks.com 
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Thanks, 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 14638 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000007 


—--MESSAGE FILE 14639 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000008 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reporting Bugs 

Date: 20 Mar 1997 17:03:00 GMT 

Organization: The World's Fair Ltd 

Lines: 26 

Message-ID: <01bc3550$a389bca0$5b18989e@civy> 

References: <01bc318dSe9ab5200S5b18989e@civy> <hunt-—ya02408000R2003971047440001@news 
-playstation.co.uk> 

NNTP-Posting-Host: civy.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Eric Hunt <hunt@metrowerks.com> wrote in article 
<hunt—ya02408000R2003971047440001@news.playstation.co.uk>... 


> In article <01bc318dSe9ab5200S5b18989e@civy>, "Richard Maddocks" 

> <mads@civy.demon.co.uk> wrote: 

> 

> > Can someone check if the following is a bug with codewarrior? 

> > I left of the 0x to represent hex and the compiler blew out. 

>> 

>> long aa; 

>> aa = 800c0000; 

> 

> This isn't standard, but the compiler shouldn't generate an exception for 
> it. I have verified that this is a bug in the current MIPS compiler and I 
> will forward it to our engineers as a bug report. 

> 

> Thanks for taking the time to report it! 

> 

> If you have any future questions about CodeWarrior for Playstation, 
please 

> send them to support@metrowerks.com 

> 

OK. Thanks 

Richard 


—-MESSAGE FILE 14639 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000008 


——MESSAGE FILE 14640 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000009 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reporting Bugs 

Date: Fri, 21 Mar 1997 16:37:07 -0600 

Organization: Metrowerks Corporation 

Lines: 20 

Message-ID: <hunt-—ya02408000R2103971637070001@news.playstation.co.uk> 
References: <0O1bc318d$e9ab5200$5b18989e@civy> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc318dSe9ab5200S5b18989e@civy>, "Richard Maddocks" 
<mads@civy.demon.co.uk> wrote: 
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> Can someone check if the following is a bug with codewarrior? 
> I left of the 0x to represent hex and the compiler blew out. 
> 
> long aa; 

> aa = 800c0000; 

We believe we have this problem fixed. If you would like to test our fix 
for this, please email: 


support@metrowerks.com 
and we can send out a new compiler to you. 
Thanks, 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 14640 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000009 


—-MESSAGE FILE 14641 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000010 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Disassemble 

Date: Mon, 24 Mar 1997 20:14:00 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 2 

Message-ID: <3336E088.1652@mail.globalnet.co.uk> 

NNTP-Posting-Host: client8676.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Has the diassemble option on Cosewarrior for Yaroze been deliberatly 

made not to not work?(Its always unavailibale on my copy) 

—-MESSAGE FILE 14641 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000010 


—--MESSAGE FILE 14642 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000011 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Disassemble 

Date: Tue, 25 Mar 1997 13:31:14 -0500 
Organization: Metrowerks Corp. 

Lines: 8 

Message-ID: <333819EA.645B@austin.metrowerks.com> 
References: <3336E088.1652@mail.globalnet.co.uk> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


The Disassemble feature has not yet been implemented. Once we have that 
feature available, we will post it on our ftp site for downloading. 


Thanks, 


Mark Couvillion 

Metrowerks Corporation 

CodeWarrior for PlayStation Sales 

—-MESSAGE FILE 14642 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000011 
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——MESSAGE FILE 14643 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000012 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: CodeWarrior for Net Yaroze - NT IDE Patch 
Date: Tue, 25 Mar 1997 13:55:33 -0500 
Organization: Metrowerks Corp. 

Lines: 16 

Message-ID: <33381F9C.407E@austin.metrowerks.com> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Metrowerks has released a patch for the NT IDE bug that was reported 
last week. This patch is now available for download. 


The CodeWarrior for Net Yaroze Windows NT IDE patch is located at: 
ftp://ftp.metrowerks.com/pub/updates/CWPSNY1/NYPatchl.exe 


We will have a link to this patch on our web page later today. This 
patch will also be mirrored for easier download in Europe at: 


<ftp://ftp.promo.de/pub/Metrowerks/mirror/updates/>. 
Thanks, 


Mark Couvillion 

CodeWarrior for PlayStation Sales 

—-MESSAGE FILE 14643 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000012 


--MESSAGE FILE 14644 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000013 

Path: chuka.playstation.co.uk!news 

From: William Docherty <xij60@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Codewarior PSComUtil 

Date: Tue, 25 Mar 1997 21:33:51 -0800 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 17 

Message-ID: <3338B53F.4C7D@dial.pipex.com> 
NNTP-Posting-Host: ael99.du.pipex.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I; 16bit) 


HI, 


Has any-one else found the Codewarrior PSComUtil worse than useless at setting 
the download baud rate. It refused to set the BPS above 19200, which is also the 
maximum I could achieve via the SIOCONS tool (until I downloaded the BAUDRATE zip 
from the Sony site and used the instructions detailed there - which are wildly 
different from the Start-Up Guides). Now I can get 115200 BPS via SIOCONS and 
Codewarrior - but only because I set it first using SIOCONS. 


Was I doing something wrong ??? 
Answers on a postcard please. 
William Docherty 


—-MESSAGE FILE 14644 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000013 
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—--MESSAGE FILE 14645 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000014 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Codewarior PSComUtil 

Date: Thu, 27 Mar 1997 17:26:15 -0500 
Organization: Metrowerks Corp. 

Lines: 9 

Message-ID: <333AF406.6BDD@austin.metrowerks.com> 
References: <3338B53F.4C7D@dial.pipex.com> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 

To: William Docherty <xij60@dial.pipex.com> 


Hi William, 


We haven't had any problems setting the baud rates. What is the 
"BAUDRATE.zip" archive for? 
What error are you getting when you try to set the baud rate over 19200? 


Mark Couvillion 

Metrowerks Corporation 

CodeWarrior for PlayStation Sales. 

—-MESSAGE FILE 14645 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000014 


—-MESSAGE FILE 14646 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000015 

Path: chuka.playstation.co.uk!news 

From: Johnathan Price <email@jprice.force9.net> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Printf() bug, or not? 

Date: Fri, 28 Mar 1997 14:11:12 +0000 
Organization: Force9 

Lines: 13 

Message-ID: <333BD180.7EC6@jprice. force9.net> 
Reply-To: email@jprice.force9.net 
NNTP-Posting-Host: 01-24.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 3.01 (Win95; I) 


Is it just me, or does the Yaroze crash 99% of the time when using 
printf from the debugger - it appears obvious because the crash occurs 
in the middle of the display output, rather than afterwards (which would 
point to a standard coding error). e.g. printf("hello everybody), may 
crash displaying 'Hello ever' etc... 


Also when using the MWOPEN command, what device name should be used to 
allow transfer of from the PC to the Yaroze? Any example code would be 
a bonus... Although judging from the manuals, the word 'example' is 
something unheard of... 


Cheers... 


—-MESSAGE FILE 14646 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000015 


——MESSAGE FILE 14647 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000016 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.codewarrior 
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Subject: Re: Printf() bug, or not? 

Date: Tue, 01 Apr 1997 21:07:31 GMT 
Organization: Into Beyond 

Lines: 46 

Message-ID: <3341767a.12349644@news.playstation.co.uk> 
References: <333BD180.7EC6@jprice.force9.net> 
Reply-To: alex@teeth.demon.co.uk 
NNTP-Posting-Host: teeth.demon.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Fri, 28 Mar 1997 14:11:12 +0000, Johnathan Price 
<email@jprice.force9.net> did quoth at me: 


>Is it just me, or does the Yaroze crash 99% of the time when using 
>printf from the debugger - it appears obvious because the crash occurs 
>in the middle of the display output, rather than afterwards (which would 
>point to a standard coding error). e.g. printf("hello everybody), may 
>crash displaying 'Hello ever' etc... 


We have the same problem here at both 115k and 57k. It's getting 
annoying. This is under win95 btw. 


>Also when using the MWOPEN command, what device name should be used to 
>allow transfer of from the PC to the Yaroze? Any example code would be 
>a bonus... Although judging from the manuals, the word 'example' is 
>something unheard of... 


Same again... 
The manuals seem such a mix of mac/windows/ps-x.... 


If we get everything working I'll be happy, but currently it is just 

much easier to use siocons. All I want is to be able to shift code to 
CodeWarrior to use the debugger!!! We won't be using the CodeWarrior 

editor too much anyway. 


Oh, and CW's IDE and GUI is far too Mac like. eeek! Page Down doesn't 
even take the cursor with it in the editor.... Maybe its a setup 
option somewhere. I never did like Mac's. Too friendly by half ;) 


Other than the problems and poor documentation/examples, the IDE 
itself looks to have good functionality, but a poor GUI. We have got 
windows buried under toolbars, non docking toolbars, no window redraws 
when you move some windows over others, etc.... Feels too much like a 
beta product, maybe it is. When did the 1st PC version come out? I'm 
sure the Mac version is great but this version still needs some work 
on the small things really. All the major compiling and linking 
options are good and very easy to use. 


We did get a linking bug with the playstation library though - 
converting float to short. The same line works fine in gcc. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 14647 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000016 


—--MESSAGE FILE 14648 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000017 

Path: chuka.playstation.co.uk!news 

From: Johnathan Price <email@jprice.force9.net> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Bugs, Bugs and More Bugs 

Date: Tue, 01 Apr 1997 21:48:21 +0100 

Organization: Force9 

Lines: 33 

Message-ID: <33417495.19E8@jprice.force9.net> 
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Reply-To: email@jprice.force9.net 
NNTP-Posting-Host: 00-33.dialup.force9.net 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


Call me picky (or critical), but this IDE lark has more bugs than Mr 
Buggy's Bug Factory. 


Here we go with the inexhaustive list - 


1) Stars after includes causes exceptions #include"hello"* 

2) Sometimes 'untouches' files, sometimes doesn't. 

3) Calling a prototype without a procedure - link error, with no 
indication of problem. 

4) Opening a comment at the end of a procedure without closing it - 


exception. 
5) Window snap, it's a pain - turn it off please. 
6) Sometimes, Make doesn't work, totally ignoring request - quit and 


reload fixes it. 

7) Window redrawing (as mentioned before) bit dodgy. 

8) Renaming groups, sometimes works, sometimes doesn't 

9) Saving a file with the 'same as' sometimes adds it to the project, 
sometimes doesn't, and sometimes it's editable, sometimes it isn't - 
remove it and add it yourself. 

10) Need I go on. 


Do the words testing, mean anything, bug hunting? - pah! - thing of the 
past... 


Is it whats called a 'non-mature product' i.e. rushed out in time for 
the playstation release? 


Let me know - it'd be great if I didn't have to quit a reload every ten 
minutes... 


Cheers 


9866 


—-MESSAGE FILE 14648 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000017 


--MESSAGE FILE 14649 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000018 

Path: chuka.playstation.co.uk!news 

From: Roger Steiner <cyne@bluewin.ch> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Codewarior PSComUtil 

Date: Wed, 02 Apr 1997 09:56:02 +0200 
Organization: Digital Solutions 

Lines: 22 

Message-ID: <33421112.4609@bluewin.ch> 
References: <3338B53F.4C7D@dial.pipex.com> <333AF406.6BDD@austin.metrowerks.com> 
Reply-To: digsol@email.ch 

NNTP-Posting-Host: 194.209.94.17 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; U) 


Mark Couvillion wrote: 
Hi William, 
We haven't had any problems setting the baud rates. What is the 


"BAUDRATE.zip" archive for? 
What error are you getting when you try to set the baud rate over 19200? 


Mark Couvillion 
Metrowerks Corporation 
CodeWarrior for PlayStation Sales. 


VVVVVVVV VV 
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I have also Problems with the CodeWarrior above 57k6 

With 115k2 it was unreliable to communicate with the Yaroze. 
Sometimes it refused to connect, or the CodeWarrior was not able 
to run the downloaded code. 

But however, the SIOCONS works pretty fine with 115k2. 


The BAUDRATE.ZIP is for SIOCONS Users only, it explains how 
the Yarotze-Baudrate can be set permanently. 


Cheers, Roger 
—-MESSAGE FILE 14649 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000018 


—--MESSAGE FILE 14650 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000019 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Codewarior PSComUtil 

Date: Wed, 02 Apr 1997 14:58:39 GMT 

Organization: Into Beyond 

Lines: 16 

Message-ID: <334371b5.2807416@news.playstation.co.uk> 

References: <3338B53F.4C7D@dial.pipex.com> <333AF406.6BDD@austin.metrowerks.com> <33 
421112.4609@bluewin.ch> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Wed, 02 Apr 1997 09:56:02 +0200, Roger Steiner <cyne@bluewin.ch> 
did quoth at me: 


>I have also Problems with the CodeWarrior above 57k6 

>With 115k2 it was unreliable to communicate with the Yaroze. 
>Sometimes it refused to connect, or the CodeWarrior was not able 
>to run the downloaded code. 

>But however, the SIOCONS works pretty fine with 115k2. 


Snap : ( 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 14650 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000019 


——MESSAGE FILE 14651 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000020 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ (Fix) (LONG) 

Date: Wed, 02 Apr 1997 15:13:02 -0500 

Organization: Metrowerks Corp. 

Lines: 178 

Message-ID: <3342BDCD.2EE6@austin.metrowerks.com> 
References: <Olbc242fS$3feeaac0$c793989e@fourny.demon.co.uk> 
Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


grim wrote: 


Net Yaroze newsgroups message dump.txt Page 9868 


*kXSNIP** 

> 1 how do I get rid of the ‘illegal operand __static_init' in _psstart.c. 
> This is only called for C++ so where is it defined or what should it be 
> defined to?? 

> 

> 2 How do I get around the fact that sony has (horrors!) a 'delete' function 
> in libps? Oddly enough, this gives me a compile error. 

> 

> thanks 

> 

> Graeme 


Hi Graeme, 


Try pasting this in the place of the _psstart.c. Make sure you keep a 


clean copy of the original (just in case). This should fix the 
problems. Let me know if it doesnt. 
Mark 
Metrowerks Corporation 
/* 
ա _psstart.c — Startup Routine for the Sony PlayStation 
x 
* Copyright © 1996 metrowerks inc. All Rights Reserved. 
* 
* 7 
[BRK RK KKK KKK RK KKK KKK KK KK OK KK KK OK RK KK / 
/* 
Ap 
/* This file must be the first file in the project. * / 
/* 
*/ 


[BRK RK KK KK KK KK RK KKK KK OK KK KK KK OK OK KK OK KK KK / 


///////////////////////inserted code for C++ Activation 


#pragma cplusplus on 
#ifdef ` cplusplus 


extern "C" void __static_init(); 
extern "C" void InitHeap(); 
#else 

extern void InitHeap(); 

#endif 


extern void main(); 


#ifdef ` cplusplus 

extern "C" void __start (void); 
#else 

asm void __start (void); 

#endif 


/////////////////////////End code segment//////////// 
/* 

extern void main(); 

extern void InitHeap(); 


#ifdef ` cplusplus 

extern "C" void __start (void); 
#else 

asm void __start (void); 

#endif 

Xf 


asm void ` start (void) 


{ 


.set reorder 


/* Initialize all the registers to 0*/ 
move ԷՕ, zero 
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L2: 


L1: 


L3: 


move v0,t0 

move Մ1,Ե0 

move a0,t0 

move al, to 

move a2,t0 

move a3,t0 

move tl,t0 

move t2,t0 

move ES EO 

move t4,t0 

move t5,to 

move t6,t0 

move t7,t0 

move t8,to 

move 9,0 

move s1,t0 

move st,t0 

move s2,t0 

move s3,t0 

move s4,t0 

move s5,t0 

move s6,t0 

move s7,t0 

move քք, to // s8 

move k0,t0 

move kl,t0 

/* Initialize sp 

*/ 

li sp,_stack_addr 

/* Set the global pointer. ցք is know by the 

/* linker and the assembler 

a] 

li gp, ցք 
/* Initialize the .sbss and the .bss sections to 0 
li t0,_sbss_addr /* .sbss address 
li Է1, ՏԵտտ 5126 /* .sbss size 
beq t1,0,L1 /* size is a word size 
sw zero, 0 (t0) 
addiu t0,t0,4 
addiu t1,t1,-4 
b L2 
li t0,_bss_addr /* .bss address 
li է1, ԵԾՏտ 5126 /* .bss size 
beq t1,0,L4 /* size is a word size 
sw zero,0(t0) 
addiu t0,t0,4 
addiu tl tl; s4 
b L3 


/* initialize the heap to the area between the end of .bss & bottom 


*/ 


“Z 
ամ 
ամ 


ad 


Ae. 
*/ 


*/ 
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li a0,_bss_addr 

li at,_bss_size 

addu a0,a0,at /* calculate end of .bss section */ 
addi a0,a0,15 /* round up to even multiple of 16 */ 
addiu at,zero,-16 

and a0,a0,at 

li al,_stack_addr 


li at,_stack_size 


Net Yaroze newsgroups message dump.txt Page 9870 


// sll at,at,10 
// subu al,al,at /* calculate bottom of stack */ 
// subu al,al,a0 /* find distance from top of .bss 
to bottom of stack */ 
// 
// jal InitHeap /* call InitHeap to set it 
up */ 
// nop 
#ifdef ` cplusplus 
/* For C++, calls all the static initializers */ 
la t0O,__static_init 
jalr ra,t0 
#endif 
/* last but not least, set up for co-pro 2 */ 
mfc0 t0,12 
lui tl,0x4000 
or CO EOE L 
mtc0 t0,12 
/* Call the main program 
*/ 
la tO0O,main 
jalr ra,t0 
nop 


/* terminate the program with a special Dbreak instruction */ 

breakc 0x8201 

nop 
} 
—-MESSAGE FILE 14651 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000020 


—--MESSAGE FILE 14652 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000021 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Codewarior PSComUtil 

Date: Wed, 02 Apr 1997 15:16:59 -0500 

Organization: Metrowerks Corp. 

Lines: 27 

Message-ID: <3342BEB9.33A1@austin.metrowerks.com> 

References: <3338B53F.4C7D@dial.pipex.com> <333AF406.6BDD@austin.metrowerks.com> <33 
421112.4609@bluewin.ch> <334371b5.2807416@news.playstation.co.uk> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Alex Amsel wrote: 

> 

On Wed, 02 Apr 1997 09:56:02 +0200, Roger Steiner <cyne@bluewin.ch> 
did quoth at me: 


>I have also Problems with the CodeWarrior above 57k6 

>With 115k2 it was unreliable to communicate with the Yaroze. 
>Sometimes it refused to connect, or the CodeWarrior was not able 
>to run the downloaded code. 

>But however, the SIOCONS works pretty fine with 115k2. 


Snap : ( 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVVVVV VV 


Please _email_ me your email addresses if you are having problems with 
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the baud rate in the PSCom Util. We are working on the bug fix now and 
would like to send it to you all for testing. I already have addresses 
for Alex, Roger,William, and Johnathan. 


Thanks guys, 


Mark Couvillion 

Metrowerks Corporation 

—-MESSAGE FILE 14652 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000021 


——MESSAGE FILE 14653 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000022 

Path: chuka.playstation.co.uk!news 

From: Jim <jim@micronetics.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bugs, Bugs and More Bugs 

Date: Thu, 03 Apr 1997 11:01:40 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <33438004.6147@micronetics.com> 

References: <33417495.19E8@jprice.force9.net> 

NNTP-Posting-Host: jim.micronetics.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.0b2 (Win95; I) 

X-Priority: 3 (Normal) 


Johnathan Price wrote: 

> 

> Call me picky (or critical), but this IDE lark has more bugs than Mr 
> Buggy's Bug Factory. 


I have given up using CodeWarrior because of the bugs in it. I only 
used it for a few days but I was faffing around with the IDE more than I 
was writing real code. I noticed the redraw problems a number of times. 
Also the IDE keys are too unintuitive and I can't find a customize 
option for them anywhere. 


90 Quids worth of beer money down the pan. 


I have continued using gcc + vi without a hitch, just a shame gdb is a 
pain to use. Mind you I have always found codeing on the command line 
much more productive. 


Jim 


—-MESSAGE FILE 14653 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000022 


—-MESSAGE FILE 14654 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000023 

Path: chuka.playstation.co.uk!news 

From: Mark.Dickman@elmail.co.uk (Mark ) 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Missing Documentation in IDE user guide 
Date: Mon, 07 Apr 1997 00:24:30 GMT 

Organization: ElectricMail Ltd. 

Lines: 8 

Message-ID: <33483d80.1414813@news.playstation.co.uk> 
NNTP-Posting-Host: oneida.elmail.co.uk 

X-Newsreader: Forte Free Agent 1.1/32.230 


Is it just me or is there a 30 page chunk missing out of the IDE User 
Guide? Section 7 on Browsing Source code, (թ145-175.) 


I've only had a quick look through the .pdf files before I was going 
to print them, and noticed. 
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Mark 
—-MESSAGE FILE 14654 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000023 


--MESSAGE FILE 14655 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000024 

Path: chuka.playstation.co.uk!news 

From: Jamie Stanley <cmsjstan@livjm.ac.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: MWbload ... not working... .. 

Date: Mon, 07 Apr 1997 12:08:03 -0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 22 

Message-ID: <3348F1B2.993@livjm.ac.uk> 
NNTP-Posting-Host: cmsc02.cms.livjm.ac.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Winl6; I) 


Hi there, just a quick 'Օ'... 

when i use the option MWbload within my progs, all is fine at the 
compile and make time, but when i go to use the debugger to actualy run 
the program i always get a :Հ 

ILLEGAL (registered) INSTRUCTION ERROR 

or 

CO-PROCESSOR <sommit i forgot the rest> 

anyway because of this (and the fact that i can't load .tim and .tmd 


files to the psx) ive had to use the DOS gnu compiler ... arrgeee... 
help :) 


anyone know what im doing wrong..? ie: do i have to use any other 
commands before MWbload - i know that there is MWread / MWopen / 
MWcreate etc... so do YOU use those...? 


***any help is MOST appreachiated*** thanks 

cmsjstan@livjm.ac.uk 

—-MESSAGE FILE 14655 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000024 


—-MESSAGE FILE 14656 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000025 

Path: chuka.playstation.co.uk!news 

From: Richard Haskey <rhaskey@innotts.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Missing Documentation in IDE user guide 
Date: Mon, 07 Apr 1997 13:59:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <3348EFA9.49F3@innotts.co.uk> 

References: <33483d80.1414813@news.playstation.co.uk> 
NNTP-Posting-Host: serialA33.innotts.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Win95; I) 


Mark wrote: 

> 

> Is it just me or is there a 30 page chunk missing out of the IDE User 
> Guide? Section 7 on Browsing Source code, (p145-175.) 
> 


I've noticed this as well (but not until I'd printed everything !!) 
Hopefully Metroworks will redo the manuals soon 
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Richard. 
—-MESSAGE FILE 14656 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000025 


—--MESSAGE FILE 14657 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000026 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: BLoading problems 

Date: Mon, 07 Apr 1997 14:11:16 +0100 
Organization: SCEE 

Lines: 23 

Message-ID: <3348F274.1305@interactive.sony.com> 
Reply-To: ps_yaroze@interactive.sony.com 
NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 


With regard to various problems with using CodeWarrior 
downloading: 


(a) For problems, you must go to Metrowerks themselves, they can help 
far better than we can. 


(b) No-one wants the Yaroze development community splitting 
into two; to prevent this it is vital that people 

write code that is extremely easy to flip from 

siocons/GNU to CodeWarrior and vica versa. 

The easiest and simplest way to achieve this is to 

use a hash-defined switch or single global to state 

which system is being used, have this in a separate and clearly 
named header file, and the game code should check this 
whenever doing anything which differs across the two systems 
eg MW Bloads should be clearly encapsulated by eg 

#ifdef USING_CODEWARRIOR 


statements, 
or 
if (DevelopmentSystem == MW_CODEWARRIOR) 


This is easy to do, and imperative so that everyone can play 

everyone else's games and use everyone else's code. 

—-MESSAGE FILE 14657 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000026 


—--MESSAGE FILE 14658 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000027 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Missing Documentation in IDE user guide 
Date: Mon, 07 Apr 1997 10:12:08 -0500 

Organization: Metrowerks Corp. 

Lines: 20 

Message-ID: <33490EC8.13DD@austin.metrowerks.com> 
References: <33483d80.1414813@news.playstation.co.uk> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Thanks for reminding me. The Windows IDE User Guide is missing a 
chapter. You can download the updated Docs at: 


ftp://ftp.metrowerks.com/pub/updates/CWW1/IDEUserGuide-Win32.zip 
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Mark Couvillion 


Mark wrote: 


Is it just me or is there a 30 page chunk missing out of the IDE User 
Guide? Section 7 on Browsing Source code, (p145-175.) 


I've only had a quick look through the .pdf files before I was going 
to print them, and noticed. 


VV V NV VV V 


Mark 
--MESSAGE FILE 14658 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000027 


——MESSAGE FILE 14659 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000028 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 03:02:56 GMT 

Organization: Into Beyond 

Lines: 21 

Message-ID: <334c572£.9721328@news.playstation.co.uk> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:63 scee.yaroze.pro 
gramming.gnu_compiler:12 scee.yaroze.programming.codewarrior:28 


We have come up against several compiler and ps-x bugs so far, 
including gcc crashing on -O3 compiles [stack error] on simple code 
and some other stuff, but this is brilliant! 


The following code kills the Yaroze. Something to do with the variable 
name length (9) although longer and shorter seems ok. Only occurs with 
certain sized arrays (something to do with odd values?) and with 
unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 
need to be included. 


unsigned short PlayerMap[3*5]; 


main () 
{ 
} 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 14659 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000028 


—-MESSAGE FILE 14660 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000029 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 09:15:44 +0100 

Organization: SCEE 
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Lines: 35 

Message-ID: <334CA1B0.426E@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:64 scee.yaroze.pro 
gramming.gnu_compiler:14 scee.yaroze.programming.codewarrior:29 


Alex Amsel wrote: 


> 

> We have come up against several compiler and ps-x bugs so far, 

> including gcc crashing on -O3 compiles [stack error] on simple code 

> and some other stuff, but this is brilliant! 

> 

> The following code kills the Yaroze. Something to do with the variable 
> name length (9) although longer and shorter seems ok. Only occurs with 
> certain sized arrays (something to do with odd values?) and with 

> unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 

> need to be included. 

> 

> unsigned short PlayerMap[3*5]; 

> 

> main () 

> { 

> ) 

> 

> * Alex Amsel * Into Beyond Web Design & JAVA Programming * 

> * http://www.intobeyond.com * WWFC Play off ****ers'97 * 

> MM: "Hand the opposition the lead, the supporters love it" 


Cool bug...(gnu fixes welcome) 


About your stack problems, There is a GNU environment variable that sets 
up the size of the STACK. Use the following to set it to 2M 


SET GO32=dpmistack 2000000 


I wouldn't recommend going above 02, as the optimisations added for 03 
are mainly related to loop unrolling, which gives no advantages on the 
Yaroze because of the direct mapped cache. ( Loop overheads on the R3000 
are very low ) 


Colin. 
—-MESSAGE FILE 14660 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000029 


—-MESSAGE FILE 14661 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000030 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 10:47:35 +0100 

Organization: SCEE 

Lines: 53 

Message-ID: <334CB737.3E25@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:68 scee.yaroze.pro 
gramming.gnu_compiler:15 scee.yaroze.programming.codewarrior: 30 


Alex Amsel wrote: 
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We have come up against several compiler and ps-x bugs so far, 
including gcc crashing on -O3 compiles [stack error] on simple code 
and some other stuff, but this is brilliant! 


The following code kills the Yaroze. Something to do with the variable 
name length (9) although longer and shorter seems ok. Only occurs with 
certain sized arrays (something to do with odd values?) and with 
unsigned shorts possibly. Anyway, mad mad mad bug. libps.h doesn't 
need to be included. 


unsigned short PlayerMap[3*5]; 


main () 
{ 
} 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 
* http://www.intobeyond.com * WWFC Play off ****ers'97 * 
MM: "Hand the opposition the lead, the supporters love it" 


VVVVVVVVVVVVVV VV VV VV 


Firstly: the crashing on optimisation with stack error is 
simply the fact that GNU wants massive of stack space when 
optimising. use 

<< set go32=dpmistack 2000000 >> eg in djsetup.bat 

to ensure it never runs out of stack space. 


Secondly: trying your code fragment here, we notice that the 
length of the name of the array makes NO difference at all, 
the fragment always crashes the Yaroze. We suspect 
that it is simply the declaration of an array with an odd 
number of elements, together with element size being small, 
hence there is no aligning on 32bit boundary; the machine is 
purely 32bit, and manuals specifically say that non-32bit access 
will cause errors. 


The REMEDY for this problem is not hard to find: always declare 
arrays (and structures, etc, see libps.h) so that they 
always align on 4-byte boundaries. 


However, I have programmed on Yaroze for months without 
ever considering the need to do this, 

never padding structures to 4 bytes etc, and have NEVER had 
this problem. I must ask exactly what kind of activity led 
you to discover this 'problem'; were you testing the 
reliability of the compiler / Yaroze? 


Hope to hear from you soon 


Lewis 
—-MESSAGE FILE 14661 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000030 


—-MESSAGE FILE 14662 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000031 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 12:04:15 GMT 

Organization: Into Beyond 

Lines: 20 

Message-ID: <334dd06b.1659549@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> <334CA1B0.426E@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
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Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:71 scee.yaroze.pro 
gramming.gnu_compiler:16 scee.yaroze.programming.codewarrior:31 


On Thu, 10 Apr 1997 09:15:44 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>I wouldn't recommend going above 02, as the optimisations added for 03 
>are mainly related to loop unrolling, which gives no advantages on the 
>Yaroze because of the direct mapped cache. ( Loop overheads on the R3000 
>are very low ) 


Thanks for the fix. 


Can you tell ստ any more about gnu optimisations/code on the PS-X? 


Anythings (memcpy etc) that are better written in asm (i..e 
sibstantially quicker) ? 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 14662 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000031 


—-MESSAGE FILE 14663 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000032 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 12:04:16 GMT 

Organization: Into Beyond 

Lines: 57 

Message-ID: <334ed0d3.1764129@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> <334CB737.3E25@interactive.son 
y.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:72 scee.yaroze.pro 
gramming.gnu_compiler:17 scee.yaroze.programming.codewarrior: 32 


On Thu, 10 Apr 1997 10:47:35 +0100, sceetech 
<ps_yaroze@interactive.sony.com> did quoth at me: 


>Secondly: trying your code fragment here, we notice that the 
>length of the name of the array makes NO difference at all, 


I would expect the same, but last night it was very fussy about the 
name. I had been up a few hours too long so I'll check today and get 
back to you. 


>the fragment always crashes the Yaroze. We suspect 

>that it is simply the declaration of an array with an odd 
>number of elements, together with element size being small, 
>hence there is no aligning on 32bit boundary; the machine is 
>purely 32bit, and manuals specifically say that non-32bit access 
>will cause errors. 


That is what I thought. We created a mapfile but having never used a 
mapfile before didn't make much sense of much of it. It looked as if 
half the variables overwrite each other - I think I need to get the 

gnu docs this weekend! 
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>The REMEDY for this problem is not hard to find: always declare 
>arrays (and structures, etc, see libps.h) so that they 
>always align on 4-byte boundaries. 


I usually do for speed reasons (on other machines anyway). 


>never padding structures to 4 bytes etc, and have NEVER had 
>this problem. I must ask exactly what kind of activity led 
>you to discover this 'problem'; were you testing the 
>reliability of the compiler / Yaroze? 


Not at all. We were just comparing my bg routine with the Sony ones as 
we were just chucking across a pacman level. We were just declaring a 
few map layers, one was for player stuff. The size was 23*19 u_shorts. 
There were 3 array declarations in a row, the first two being 1 letter 
shorter than Playerwhateveritwas. The first two were done fine, but 
the final one caused the crash no matter what others had been 
declared. All were tested individually and all was fine except the 
final one again. We added just a single letter to the variable name 
(in various places) and it worked fine. 


So yes, the variable name DEFINATELY did have an effect. Even tried 
declaring a few variables in between the arrays etc incase they 
realigned the compiler since that almost certainly was the problem. 


Don't you just love weird errors. 


Anyway, for those who haven't tried it, the Yaroze will lock 
immediately you run the program - no calls ever start from the looks 
OF ԼԵ. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Play off ****ers'97 * 

MM: "Hand the opposition the lead, the supporters love it" 

—-MESSAGE FILE 14663 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000032 


——MESSAGE FILE 14664 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000033 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Thu, 10 Apr 1997 14:57:21 +0100 

Organization: SCEE 

Lines: 51 

Message-ID: <334CF1C1.23A4@interactive.sony.com> 

References: <334c572f.9721328@news.playstation.co.uk> <334CB737.3E25@interactive.son 
y.com> <334ed0d3.1764129@news.playstation.co.uk> 

Reply-To: ps_yaroze@interactive.sony.com 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:76 scee.yaroze.pro 
gramming.gnu_compiler:18 scee.yaroze.programming.codewarrior:33 


That is what I thought. We created a mapfile but having never used a 
mapfile before didn't make much sense of much of it. It looked as if 
half the variables overwrite each other - I think I need to get the 
gnu docs this weekend! 


VV V V 


The mapfile is just oddly structured; once I started using them I 
never had memory troubles again. They specify everything, 

where things go and how large they are, 

text segments, offsets, etc etc etc. 


> 
> Not at all. We were just comparing my bg routine with the Sony ones as 
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we were just chucking across a pacman level. We were just declaring a 
few map layers, one was for player stuff. The size was 23*19 u_shorts. 
There were 3 array declarations in a row, the first two being 1 letter 
shorter than Playerwhateveritwas. The first two were done fine, but 
the final one caused the crash no matter what others had been 
declared. All were tested individually and all was fine except the 
final one again. We added just a single letter to the variable name 
(in various places) and it worked fine. 


VVVVVVVV 


I simply can't say anything about the length of the variable name, 
I've never experienced anything like it. I am still certain 

that the underlying problem is the 4byte boundary aligning. 

The fact that an even-named array which doesn't align worked 
seems neither here nor there. 


At the risk of sounding pedantic I'd like to say that 

I cannot ever see the point of declaring an array with 

any of its dimensions being odd. I most definitely cannot see 
the point of using u_short instead of int for such a small array, 
and this minute memory save caused the crash. 

The Yaroze has Lots of memory, and I've never needed to 

replace ints with shorts, chars, etc to fit anything in. 

There's always far larger rearrangements that are far safer to 
do if you ever find yourself gettting short of memory 

E.g. reducing number of object files 

(the mapfile shows that each extra .o file has a 4096 byte overhead) 
E.g. reducing the global/stored data of a program by finding 

a quick way of re-inferring it at runtime 

(apply this ruthlessly and you'll find yourself with 

huge amounts of room) 

E.g. packing all resource files tightly together 

(find size of al TIM, TMD, SEQ, VH, VB files in bytes 

and pack like sardines). 


Hope this is useful 


Lewis 
—-MESSAGE FILE 14664 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000033 


——MESSAGE FILE 14665 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000034 

Path: chuka.playstation.co.uk!news 

From: "brian west" <briest@mail.globalnet.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: syntax coloring how to save? 

Date: 11 Apr 1997 11:15:45 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 3 

Message-ID: <0Olbc466a$9c3aace0$b3567ec2@briest> 
NNTP-Posting-Host: 194.126.86.179 

X-Newsreader: Microsoft Internet News 4.70.1155 


When you change the syntax colors how do you save them? Every time I 
restart Codewarrior I lose the changes I've made. 


—-MESSAGE FILE 14665 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000034 


—--MESSAGE FILE 14666 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000035 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.3d_graphics, scee.yaroze.programming.gnu_compiler 
,scee.yaroze.programming.codewarrior 

Subject: Re: Best Compiler bug ever (almost) 

Date: Fri, 11 Apr 1997 15:46:37 -0500 

Organization: Metrowerks Corporation 

Lines: 16 
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Message-ID: <hunt-ya02408000R1104971546370001@news.playstation.co.uk> 

References: <334c572f.9721328@news.playstation.co.uk> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.3d_graphics:80 scee.yaroze.pro 
gramming.gnu_compiler:19 scee.yaroze.programming.codewarrior:35 


In article <334c572f.9721328@news.playstation.co.uk>, 
alex@teeth.demon.co.uk wrote: 


> We have come up against several compiler and ps-x bugs so far, 
> including gcc crashing on -O3 compiles [stack error] on simple code 
> and some other stuff, but this is brilliant! 


This was placed in the CodeWarrior newsgroup. Does this code crash when 
built with CW but not with GNU? From followups it appears as thought it's 
endemic to both development environments, but if you could clarify, that 
would be great. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14666 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000035 


—-MESSAGE FILE 14667 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000036 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: syntax coloring how to save? 

Date: Fri, 11 Apr 1997 15:48:15 -0500 

Organization: Metrowerks Corporation 

Lines: 14 

Message-ID: <hunt-ya02408000R1104971548150001@news.playstation.co.uk> 
References: <Olbc466aS9c3aace0S$b356J7ec2@briest> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01lbc466aS9c3aace0Sb3567ec2@briest>, "brian west" 
<briest@mail.globalnet.co.uk> wrote: 


> When you change the syntax colors how do you save them? Every time I 
> restart Codewarrior I lose the changes I've made. 


This will be fixed in the next major release of the CodeWarrior for Net 
Yaroze tools, which will have a brand-new IDE that's a big improvement over 
the current one. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14667 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000036 


——MESSAGE FILE 14668 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000037 

Path: chuka.playstation.co.uk!news 

From: Lars Barstad <lars.barstad@reptile.no> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: syntax coloring how to save? 

Date: Sat, 12 Apr 1997 23:57:24 +0200 

Organization: Reptile Design 
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Lines: 10 

Message-ID: <33500544.3200@reptile.no> 
References: <Olbc466aS9c3aace0Sb3567ec2@briest> <hunt-—ya02408000R1104971548150001@ne 
ws.playstation.co.uk> 

Reply-To: lars.barstad@reptile.no 
NNTP-Posting-Host: arendal2-9.ppp.sn.no 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0 (WinNT; I) 

To: Eric Hunt <hunt@metrowerks.com> 


> This will be fixed in the next major release of the CodeWarrior for Net 
> Yaroze tools, which will have a brand-new IDE that's a big improvement over 
> the current one. 


Will this new IDE support "standard" editing keys too? 

For example use Home to go to the start of a line, End to go to the end 
of a line, 

actually move the cursor when I press pageup/pagedown etc? 


If it does, maybe I can start using Codewarrior instead of Notepad... 
—-MESSAGE FILE 14668 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000037 


——MESSAGE FILE 14669 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000038 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: syntax coloring how to save? 

Date: Sat, 12 Apr 1997 14:22:31 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 12 

Message-ID: <MPG.db99cefed39d781989680@news.playstation.co.uk> 

References: <Olbc466aS9c3aace0Sb3567ec2@briest> <hunt-—ya02408000R1104971548150001@ne 
ws.playstation.co.uk> 

NNTP-Posting-Host: port13.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


In article <hunt-—ya02408000R1104971548150001@news.playstation.co.uk>, 
hunt@metrowerks.com says... 


> This will be fixed in the next major release of the CodeWarrior for Net 

> Yaroze tools, which will have a brand-new IDE that's a big improvement over 
> the current one. 

When will the new version be shipped? 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 14669 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000038 


——MESSAGE FILE 14670 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000039 

Path: chuka.playstation.co.uk!news 

From: Dirk Respondek <respond@uni-paderborn.de> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Why must i always reset the Station? 
Date: Mon, 14 Apr 1997 16:23:51 +0200 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 7 

Message-ID: <33523DF7.37ED@uni-paderborn.de> 
NNTP-Posting-Host: wien.uni-paderborn.de 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (X11; I; SunOS 5.5 sun4m) 
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With Siocons it is always possible to quit an application on 

the station in a clear way, without to reset the whole hardware. 

Why isnt it possible with the pscomutil or the cw-debugger? 

How can i load/start a codewarrior produced binary with the siocons - 
util? are the binaries (gnu/cw) compatible, arent they? 


Thanx...Dirk 
—-MESSAGE FILE 14670 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000039 


—-MESSAGE FILE 14671 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000040 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: syntax coloring how to save? 

Date: Tue, 15 Apr 1997 15:50:55 -0500 

Organization: Metrowerks Corporation 

Lines: 11 

Message-ID: <hunt-ya02408000R1504971550550001@news.playstation.co.uk> 

References: <Olbc466aS9c3aace0Sb356J7ec2@briest> <hunt-—ya02408000R1104971548150001@ne 
ws.playstation.co.uk> <33500544.3200@reptile.no> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33500544.3200@reptile.no>, lars.barstad@reptile.no wrote: 


Will this new IDE support "standard" editing keys too? 

For example use Home to go to the start of a line, End to go to the end 
of a line, 

actually move the cursor when I press pageup/pagedown etc? 


V V V V 


Yes, these keybindings will be supported. 


Eric Hunt 

Metrowerks Playstation Tech Support 

--MESSAGE FILE 14671 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000040 


——MESSAGE FILE 14672 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000041 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: syntax coloring how to save? 

Date: Tue, 15 Apr 1997 15:52:09 -0500 

Organization: Metrowerks Corporation 

Lines: 18 

Message-ID: <hunt-ya02408000R1504971552090001@news.playstation.co.uk> 

References: <Olbc466aS9c3aace0Sb356J7ec2@briest> <hunt-ya02408000R1104971548150001@ne 
ws.playstation.co.uk> <MPG.db99cefed39d781989680@news.playstation.co.uk> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <MPG.db99cefed39d781989680@news.playstation.co.uk>, 
raasch@fh-worms.de (Michael Raasch) wrote: 


> In article <hunt-—ya02408000R1104971548150001@news.playstation.co.uk>, 

> hunt@metrowerks.com says... 

> 

> > This will be fixed in the next major release of the CodeWarrior for Net 

> > Yaroze tools, which will have a brand-new IDE that's a big improvement over 
> > the current one. 

> When will the new version be shipped? 
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It's under development now, but marketing has not given us a ship date yet. 
I will unofficially speculate we'll see it this summer sometime. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14672 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000041 


——MESSAGE FILE 14673 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000042 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Why must i always reset the Station? 

Date: Tue, 15 Apr 1997 15:54:53 -0500 

Organization: Metrowerks Corporation 

Lines: 21 

Message-ID: <hunt-ya02408000R1504971554530001@news.playstation.co.uk> 
References: <33523DF7.37ED@uni-paderborn.de> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33523DF7.37ED@uni-paderborn.de>, Dirk Respondek 
<respond@uni-paderborn.de> wrote: 


> With Siocons it is always possible to quit an application on 
> the station in a clear way, without to reset the whole hardware. 


We will look into changing the debugger to allow the possibility of 
continuing a debug session as if the Net Yaroze was in debug mode. However, 
if we do this, and you attempt to debug with the Net Yaroze *not* in debug 
mode, you will freeze the debugger. Based on internal testing we will 
determine if it's safe to give the debugger this option. 


> How can i load/start a codewarrior produced binary with the siocons - 
> util? are the binaries (gnu/cw) compatible, arent they? 


I will see what I can find out about this. 
Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14673 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000042 


—-MESSAGE FILE 14674 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000043 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Editor? 

Date: Wed, 16 Apr 1997 17:45:32 GMT 

Organization: Into Beyond 

Lines: 11 

Message-ID: <33580f4e.6944783@news.playstation.co.uk> 
Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99g/32.335 


Quick question: 


Everyone has their favourite editors, and a big problem with many IDEs 
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is lack of an external editor support. We didn't find one in CW, but 
can we please please please have one? Especially as we just got 
CodeWright 5 here. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC Utter Rubbish 1996-7* 

MM — "Steve Corica is every bit as good as that Kinkladze" 

—-MESSAGE FILE 14674 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000043 


——MESSAGE FILE 14675 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000044 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bugs, Bugs and More Bugs 

Date: Sat, 19 Apr 1997 11:46:30 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <33589476.264894F5@hypemeister.bb.bawue.de> 

References: <33417495.19E8@jprice.force9.net> <33438004.6147@micronetics.com> 
NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


> I have given up using CodeWarrior because of the bugs in it. I only 

> used it for a few days but I was faffing around with the IDE more than I 
> was writing real code. I noticed the redraw problems a number of times. 
> 90 Quids worth of beer money down the pan. 
Me too! Codewarrior is really crap. Absolutely useless. 


> I have continued using gcc + vi without a hitch, just a shame gdb is a 
> pain to use. Mind you I have always found codeing on the command line 
> much more productive. 

Could you give me a hint how to get gdb running? 


Hans 
—-MESSAGE FILE 14675 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000044 


—-MESSAGE FILE 14676 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000045 

Path: chuka.playstation.co.uk!news 

From: SCEE Developer Support <ps_yaroze@interactive.sony.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bugs, Bugs and More Bugs 

Date: Mon, 21 Apr 1997 10:14:42 +0100 

Organization: Sony Computer Entertainment Europe 

Lines: 27 

Message-ID: <335B3002.3B53@interactive.sony.com> 

References: <33417495.19E8@jprice.force9.net> <33438004.6147@micronetics.com> <33589 
476.264894F5@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: 194.203.13.10 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 

Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

To: Hans-Jürgen Schmid <hans@hypemeister.bb.bawue.de> 


Hi Hans etc. 


Please let everyone (especially Metrowerks) know the problems that you 
found with CodeWarrior, so that they can be fixed in the next release ! 


I know they're working hard to resolve all of the problems that they 
hear about, and I'm sure you'd like to receive an upgrade that addresses 
your problems. 
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Regarding GDB - is the problem using it all, or with the syntax ? 


- scee 


Hans-Jürgen Schmid wrote: 


> 

> > I have given up using CodeWarrior because of the bugs in it. I only 

> > used it for a few days but I was faffing around with the IDE more than I 
> > was writing real code. I noticed the redraw problems a number of times. 
> > 90 Quids worth of beer money down the pan. 

> Me too! Codewarrior is really crap. Absolutely useless. 

> 

> > I have continued using gcc + vi without a hitch, just a shame gdb is a 
> > pain to use. Mind you I have always found codeing on the command line 
> > much more productive. 

> Could you give me a hint how to get gdb running? 

> 

> Hans 


—-MESSAGE FILE 14676 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000045 


——MESSAGE FILE 14677 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000046 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Editor? 

Date: Wed, 23 Apr 1997 13:30:38 -0500 

Organization: Metrowerks Corporation 

Lines: 13 

Message-ID: <hunt-ya02408000R2304971330380001@news.playstation.co.uk> 
References: <33580f4e.6944783@news.playstation.co.uk> 
NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <33580f4e.6944783@news.playstation.co.uk>, 
alex@teeth.demon.co.uk wrote: 


Everyone has their favourite editors, and a big problem with many IDEs 
is lack of an external editor support. We didn't find one in CW, but 
can we please please please have one? Especially as we just got 
CodeWright 5 here. 


V V V v 


The new 2.0 IDE I keep touting will not "officially" support external 
editors, but will be external-editor friendly. 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14677 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000046 


——MESSAGE FILE 14678 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000047 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bugs, Bugs and More Bugs 

Date: Wed, 23 Apr 1997 21:13:24 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <335E5F53.66D3FF9A@hypemeister.bb.bawue.de> 

References: <33417495.19E8@jprice.force9.net> <33438004.6147@micronetics.com> <33589 
476.264894F5@hypemeister.bb.bawue.de> <335B3002.3B53@interactive.sony.com> 
NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 
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> Regarding GDB - is the problem using it all, or with the syntax ? 
> — scee 


I just do not know how to connect to the NY. Do I have to connect with 
siocons 
first, download the program+data and then use gdb - or can I use gdb on 


(I don't have a clue.) i already know gdb from my Linux box, so it's not 
a question 

of syntax. 

Can I use gdb from the DOS-Box in WIN95 7 


Thanks and CYaa 

Hans 

—-MESSAGE FILE 14678 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000047 


—-MESSAGE FILE 14679 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000048 

Path: chuka.playstation.co.uk!news 

From: =?iso-8859-1?Q?Hans=2DJ=FCrgen?= Schmid <hans@hypemeister.bb.bawue.de> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bugs, Bugs and More Bugs 

Date: Wed, 23 Apr 1997 21:55:29 +0200 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <335F6931.4142C360@hypemeister.bb.bawue.de> 

References: <33417495.19E8@jprice.force9.net> <33438004.6147@micronetics.com> <33589 
476.264894F5@hypemeister.bb.bawue.de> <335B3002.3B53@interactive.sony.com> <335E5F53 
. 66D3FF 9A@hypemeister.bb.bawue.de> 

NNTP-Posting-Host: hypemeister.bb.bawue.de 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (X11; I; Linux 2.0.29 i586) 


> 
> Regarding GDB - is the problem using it all, or with the syntax ? 
> — scee 


Addition: 

If I try to start gdb from a DOS-Box in WIN95 with the "check"-example 
code, I'll get several error/warning messages "Ignoring packet error, 
continuing..." 

So it just might be a hardware problem. I tried all possible serial 
configurations in the hardware manager of WIN95 and I couldn't get 

it working. 


Thanks and CU 

Hans 

—-MESSAGE FILE 14679 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000048 


—-MESSAGE FILE 14680 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000049 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: TJ Yang <tjyang@zicorp.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Suggetion for next release of CW for Net Yaroze 

Date: Tue, 29 Apr 1997 16:43:12 -0600 

Organization: Multi-Corp Inc. 

Lines: 31 

Message-ID: <33667980.42BB@zicorp.com> 

Reply-To: tjyang@zicorp.com 

NNTP-Posting-Host: 207.229.20.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01Gold (WinNT; 1) 
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Hi, Eric Hunt 
The steps of running a playstation application in DOS environment are 


1. make -ք makfile(compile all the *.c *.h, no errors) 
2. siocons batchO.bat (upload all *.tim *.tmd and main.exe) 


I wish CW for N.Y. has ability to absob the makefile and 
automate the compiling and uploading steps into one step 
by clicking a RUN button. 


If this is too much of asking, how about start with 
parsing the gcc makefile into cwp project file. 


I feel I don't really need to know/use CW for N.Y. 
in term of checkin out the demos on the web. I 

am not complaining and I will be patient enough to 
wait for next release. 


Thanks in advance 


tj 

Tyng-Jing Yang (T.J.) tjyang@zicorp.com 
System Administrator 

Zi Corporation 403.233.8875 ext 238 


3000,500-4th Avenue S.W. Calgary, Alberta, Canada T2P 2V6 

http://www.zicorp.com, Internal Only http://tjwww.ziran.net/ 

—-MESSAGE FILE 14680 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000049 


——MESSAGE FILE 14681 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000050 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: George_Bain@bc.sympatico.ca (George Bain) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Bugs, Bugs and More Bugs 

Date: 1 May 1997 06:18:03 GMT 

Organization: SCEA Net Yaroze News 

Lines: 23 

Message-ID: <5k9cir$9a36@scea> 

References: <33417495.19E8@jprice.force9.net> <33438004.6147@micronetics.com> <33589 
476.264894F5@hypemeister.bb.bawue.de> 

NNTP-Posting-—Host: vanc0Olm01-7.bctel.ca 

Mime-Version: 1.0 

Content-Type: Text/Plain; charset=US-ASCII 

X-Newsreader: WinVN 0.99.8 (x86 32bit) 


In article <33589476.264894F5@hypemeister.bb.bawue.de>, 
hans@hypemeister.bb.bawue.de says... 

> 

>> I have given up using CodeWarrior because of the bugs in it. I only 

>> used it for a few days but I was faffing around with the IDE more than I 
>> was writing real code. I noticed the redraw problems a number of times. 
>> 90 Quids worth of beer money down the pan. 
>Me too! Codewarrior is really crap. Absolutely useless. 

> 

>> I have continued using gcc + vi without a hitch, just a shame gdb is a 
>> pain to use. Mind you I have always found codeing on the command line 
>> much more productive. 

>Could you give me a hint how to get gdb running? 

> 

>Hans 


Was at the CGDC this weekend...going to be a major release in july..hope 
all these bugs get fixed..but until then use GNU.. 


Latah.. 
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George Bain 


—-MESSAGE FILE 14681 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000050 


——MESSAGE FILE 14682 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000051 

Path: chuka.playstation.co.uk!news 

From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: CodeWarrior for Net Yaroze Release 2 (Long- Please Read) 
Date: Tue, 06 May 1997 11:37:19 -0500 

Organization: Metrowerks Corp. 

Lines: 62 

Message-ID: <336F5E3B.52D3@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-8859-1 
Content-Transfer-Encoding: 8bit 

X-Mailer: Mozilla 3.0 (Macintosh; I; PPC) 


Hello Everyone! 


Many of you have posted here and elsewhere of problems with the 
CodeWarrior for Net Yaroze tools. Many features planned for CW were not 
ready when the Net Yaroze program started up 2 months ago, and many bugs 
were left undiscovered. We have heard your frustations and suggestions 
and we are working hard to make CodeWarrior the best Compiler available 
for Net Yaroze development. In the next three to four weeks, Metrowerks 
will release a new and improved version of the CodeWarrior for Net 
Yaroze tools. These will be sent to all registered CodeWarrior for Net 
Yaroze users on CDROM. No need to download patches. In order to get 
this update CD to all of you that have CodeWarrior, we must have your 
registration in our database. 

If you have not registered your software with Metrowerks, now is the 
time to do so. Just take a look at some of the features below that are 
planned for this new release. Please Fax or email your registration to 
us as soon as possible so that we can get everyone in and get your CD to 
you right off the presses. You can fax your registration form to 
Metrowerks in the US at: (512) 873 4901 or email the following info to: 
register@metrowerks.com; 

Name 

Title 

Company 

Street Address 

City 

State/Province 

Country 

Postal Code 

Phone 

Email 

Version: CodeWarrior for Net Yaroze 

Registration Number: 


You can also register online at http://www.metrowerks.com 


Some of the features you can look forward to with this release (in 
addition to all the bug fixes) are: 
* Overlay Support 
* Version 2.0 of the CodeWarrior IDE 
- Key Remapping 
- Right Mouse clicking 
* MIPS Assembler 
* Dissassembler 
* New PSComUtil 


For all you Mac users out there! Graphics converters we plan to have 
ready: 

*BMP/TIFF to TIMM 

*Quicktime movies to PS-MDEC 

*ATFF sounds to VAG sound files 


Net Yaroze newsgroups message dump.txt Page 9889 


* A Videomemory Organizer 


REMEMBER! This update is FREE if you take a few moments to register you 
software with us. 


Metrowerks is dedicated to providing the best tools available and 
without your suggestions and bug reports, we could never accomplish that 
goal. Please keep up the good work and let us know how we're doing. 


Cheers! 


Mark Couvillion 
—-MESSAGE FILE 14682 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000051 


--MESSAGE FILE 14683 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000052 

Path: chuka.playstation.co.uk!aldebaran 

From: jean-luc.deltombe@alt.lu (Jean-Luc Deltombe) 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: C++ anyone 

Date: Tue, 06 May 1997 21:21:54 GMT 

Organization: Advanced Logic Technology (ALT) 
Lines: 13 

Message-ID: <5kob0pS$3cm3@chuka.playstation.co.uk> 
NNTP-Posting-Host: dialup5.arlon.skynet.be 
X-Newsreader: News Xpress 2.01 


Hi, 


I just managed to get my first C++ app. working using CodeWarrior. 
It involved modifying _psstart.c and libps.h but finaly it worked. 


Anyone wanting to share this experiment may download a quick sample app and 
the library containing a first quick set of classes 
http://www.playstation.co.uk/~jeanluc/ftp/tmdview. zip 


Jean-Luc 


—-MESSAGE FILE 14683 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000052 


—-MESSAGE FILE 14684 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000053 

Path: chuka.playstation.co.uk!news 

From: alex@teeth.demon.co.uk (Alex Amsel) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior for Net Yaroze Release 2 (Long- Please Read) 
Date: Wed, 07 May 1997 16:12:25 GMT 

Organization: Into Beyond 

Lines: 17 

Message-ID: <336f6b5f.275613@news.playstation.co.uk> 

References: <336F5E3B.52D3@austin.metrowerks.com> 

Reply-To: alex@teeth.demon.co.uk 

NNTP-Posting-Host: teeth.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent .99ց/32.335 


On Tue, 06 May 1997 11:37:19 -0500, Mark Couvillion 
<couv@austin.metrowerks.com> did quoth at me: 


>*Quicktime movies to PS-MDEC 
Quick note: Yaroze owners don't get access to the MDEC currently. 


Otherwise the upgrade sounds good. 
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I just hope code compiles much better (i.e. source 99.9% compat with 
gnu) and the downloader and debugger work proeprly since I think many 
people got it for the debugger. 


* Alex Amsel * Into Beyond Web Design & JAVA Programming * 

* http://www.intobeyond.com * WWFC PlayOff Champs 1996-7 * 

* And Lord Wibbly said 'Dibbly Wobbly Wabble Wobble Yob' * 

—-MESSAGE FILE 14684 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000053 


——MESSAGE FILE 14685 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000054 

Path: chuka.playstation.co.uk!news 

From: "Jean-Luc Deltombe" <jean-luc.deltombe@alt.lu> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: C++ anyone? 

Date: 7 May 1997 18:37:53 GMT 

Organization: ALT sarl 

Lines: 22 

Message-ID: <01bc57dd$a9b91800S02laeec3@aldebaran.alt.lu> 
NNTP-Posting-Host: dialup5.arlon.skynet.be 

X-Newsreader: Microsoft Internet News 4.70.1161 


Hi, 


I just managed to get my first C++ app. working using CodeWarrior. 

It was a bit tricky ( memory allocation was specially nasty). 

It involved modifying _psstart.c and libps.h and, last but not least, 
dribbling 

with Codewarriors bugs and crashes. 


Anyone wanting to share this experiment may download a quick sample app and 


the library containing the set of Classes I built at 
http://www.playstation.co.uk/~jeanluc/ftp/tmdview.zip 


BTW, if you get a Linker exception blabla (I get one every 4 make), the 
trick 
I found to avoid it is to erase all binaries before each make. 


Jean-Luc 


PS: 

Dear Santa Claus, 

For Chrismas, I would like a new bike and a bug-free CodeWarrior. 

—-MESSAGE FILE 14685 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000054 


—-MESSAGE FILE 14686 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000055 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: include files, do not include them in project window 
Date: 19 May 1997 12:59:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bc6455$24247ca0SLocalHost@default> 
NNTP-Posting-Host: client86b9.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I know no-one else is likely to do something quite as stoo-oo-pid as what I 
was trying to do last week but just incase here's what not to do... 


Do not list your include files as part of your project in the project 


window - nomatter which group. Dispite the files having the standard file 
extension (.h) for these files, the compiler tries to compile them, and not 
just syntax check them, as I had expected. I spent an unhappy day trying 


to work-out what the compiler errors were trying to tell me before finally 
realising what I had done wrong. 
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The obvious exception to this ofcourse is the NY header file. 


Jon 
—-MESSAGE FILE 14686 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000055 


—--MESSAGE FILE 14687 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000056 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: include files, do not include them in project window 
Date: Mon, 19 May 1997 11:54:43 -0500 

Organization: Metrowerks Corporation 

Lines: 24 

Message-ID: <hunt-ya02408000R1905971154430001@news.playstation.co.uk> 
References: <01bc6455$24247ca0$LocalHost@default> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bc6455$24247ca0SLocalHost@default>, "Jon Prestidge (alias 


Moose)" <zmoose@premier.co.uk> wrote: 

> I know no-one else is likely to do something quite as stoo-oo-pid as what I 
> was trying to do last week but just incase here's what not to do... 

> 

> Do not list your include files as part of your project in the project 

> window - nomatter which group. Dispite the files having the standard file 
> extension (.h) for these files, the compiler tries to compile them, and not 
> just syntax check them, as I had expected. I spent an unhappy day trying 
> to work-out what the compiler errors were trying to tell me before finally 
> realising what I had done wrong. 


You can fix this by going into the extensions preference panel (or the 
Target pref panel on MacOS) and setting .հ files to be "Ignored by Make". 
That way they are then just included as "Documentation" files in your 
project. 


Let us know if you have any additional questions. 
Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14687 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000056 


—-MESSAGE FILE 14688 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000057 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <"100411,265"@compuserve.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Turning on debugging info? 

Date: Thu, 29 May 1997 17:26:36 -0700 
Organization: ESP Software 

Lines: 16 

Message-ID: <338E1EBC.5A04@compuserve. com> 
NNTP-Posting-Host: 1d26-176.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


How do I turn on the debugging info? 


The Project - Debug menu item is disabled, so I guess debugging info is 
not being generated. 
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The help file topic "Activating Debugging for a File" says 
Marking a source code file for debug inclusion does not mean that a 
debug file is created during linking. The x86 Linker Panel contains 
the option that enables CodeWarrior to create a debugging file. 


I assume that it means "MIPS Linker Panel" in Edit - Project Settings, so 
what am I supposed to turn on here (because the help file doesn't have a 
topic for the MIPS Linker Panel) 


Ken Lam 

ESP Software 

—-MESSAGE FILE 14688 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000057 


——MESSAGE FILE 14689 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000058 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Turning on debugging info? 

Date: Thu, 29 May 1997 11:50:41 -0500 

Organization: Metrowerks Corporation 

Lines: 19 

Message-ID: <hunt-—ya02408000R2905971150410001@news.playstation.co.uk> 
References: <338E1EBC.5A04@compuserve.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <338E1EBC.5A04@compuserve.com>, Ken Lam 
<"100411,265"@compuserve.com> wrote: 


How do I turn on the debugging info? 


The Project - Debug menu item is disabled, so I guess debugging info is 
not being generated. 


> 
> 
> 
> 


Debug info is being generated if there is a black dot beside a source file 
in the column that has the green bug at the top of it. 


You cannot debug directly from the IDE. This is why the debug menu item is 
disabled. You should run the debugger manually and use File...Open... from 
the debugger itself. 


Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14689 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000058 


—--MESSAGE FILE 14690 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000059 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Returning to CIP 

Date: Wed, 04 Jun 1997 23:51:59 +0100 
Organization: shadow developments 

Lines: 14 

Message-ID: <3395F18E.76FE@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-13-51.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


Has anyone else had problems getting the Yaroze to return to the CIP 
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terminal, after cleaning up their prog and returning from their program. 
I haven't yet got one demo to do this, or my own code. 


I've checked with SCEE and my code works fine on their machines, and 
we've come to the conclusion that it's probably a Mac/PSComUtil problem. 


Any help? 

Ira 

"Never take life too seriously, 'cause you know you're not getting out 
of it alive." - Bugs Bunny 


—-MESSAGE FILE 14690 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000059 


—-MESSAGE FILE 14691 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000060 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <"100411,265"@compuserve. com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Turning on debugging info? 

Date: Fri, 06 Jun 1997 11:02:44 -0700 

Organization: ESP Software 

Lines: 12 

Message-ID: <339850C4.1F3@compuserve.com> 

References: <338E1EBC.5A04@compuserve.com> <hunt-—ya02408000R2905971150410001@news.pl 
aystation.co.uk> 

NNTP-Posting-Host: hd53-090.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


> Debug info is being generated if there is a black dot beside a source file 

> in the column that has the green bug at the top of it.There's already a black star 
in tne green bug column, but I still can't 

get the debugger to open the executable. 

(Funny thing is that a while ago I did successfully use the debugger on 

another project, but I can't work what I'm doing wrong this time) 


> You cannot debug directly from the IDE. This is why the debug menu item is 
> disabled. You should run the debugger manually and use File...Open... from 
> the debugger itself. 


Ken Lam 

ESP Software 

—-MESSAGE FILE 14691 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000060 


—--MESSAGE FILE 14692 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000061 

Path: chuka.playstation.co.uk!news 

From: Ira Rainey <shad.dev@netcomuk.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: MWbload problems 

Date: Mon, 09 Jun 1997 19:10:29 +0100 
Organization: shadow developments 

Lines: 14 

Message-ID: <339C4714.5E96@netcomuk.co.uk> 
NNTP-Posting-Host: dialup-05-42.netcomuk.co.uk 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0Gold (Macintosh; I; PPC) 


I'm having probs using the MWbload function. 
Whenever I stick it in my code, together with the #include <MWUtils.h>, 


or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
up with an error saying it is undefined. 
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Anybody else had this problem, this is on the Mac version. 
Any help? 


Ira 

"Never take life too seriously, 'cause you know you're not getting out 

of it alive." - Bugs Bunny 

—-MESSAGE FILE 14692 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000061 


—--MESSAGE FILE 14693 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000062 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Turning on debugging info? 

Date: Tue, 10 Jun 1997 14:19:02 -0500 

Organization: Metrowerks Corporation 

Lines: 15 

Message-ID: <hunt-ya02408000R1006971419020001@news.playstation.co.uk> 

References: <338E1EBC.5A04@compuserve.com> <hunt-—ya02408000R2905971150410001@news.pl 
aystation.co.uk> <339850C4.1F3@compuserve.com> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <339850C4.1F3@compuserve.com>, Ken Lam 
<"100411,265"@compuserve.com> wrote: 


> > in the column that has the green bug at the top of it.There's already a 
black star in tne green bug column, but I still can't 

> get the debugger to open the executable. 

> (Funny thing is that a while ago I did successfully use the debugger on 

> another project, but I can't work what I'm doing wrong this time) 


What happens when you point the debugger at the .PSE file? How is it failing? 
Thanks, 


Eric Hunt 

Metrowerks Technical Support 

—-MESSAGE FILE 14693 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000062 


—-MESSAGE FILE 14694 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000063 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWbload problems 

Date: Tue, 10 Jun 1997 14:49:01 -0500 

Organization: Metrowerks Corporation 

Lines: 18 

Message-ID: <hunt-ya02408000R1006971449010001@news.playstation.co.uk> 
References: <339C4714.5E96@netcomuk.co.uk> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <339C4714.5E96@netcomuk.co.uk>, Ira Rainey 
<shad.dev@netcomuk.co.uk> wrote: 


> I'm having probs using the MWbload function. 
> 


> Whenever I stick it in my code, together with the #include <MWUtils.h>, 
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V V V V 


or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
up with an error saying it is undefined. 


Anybody else had this problem, this is on the Mac version. 


Make sure you have the MWDebugIO.lib in your project. It's located in the 
:Metrowerks CodeWarrior:Playstation(tm) Support:Lib folder. 


Thanks, 


Eric Hunt 


Metrowerks Technical Support 
--MESSAGE FILE 14694 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000063 


——MESSAGE FILE 14695 START: 


arrior/00000064 
Path: chuka.playstation.co 


net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


-uk!aldebaran 


From: jean-luc.deltombe@alt.lu (Jean-Luc Deltombe) 


Lines: 31 


aystation.co.uk> 
NNTP-Posting-Host: dialup2 


Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: MWbload problems 

Date: Tue, 10 Jun 1997 10:00:47 GMT 
Organization: Advanced Logic Technology (ALT) 


Message-ID: <5nmvb8$rv51@chuka.playstation.co.uk> 
References: <339C4714.5E96@netcomuk.co.uk> <hunt-—ya02408000R1006971449010001@news.pl 


-arlon.skynet.be 


X-Newsreader: News Xpress 2.01 


I do have similar problem 


(link error, undefined MWbload(char*,void*) ) while 


properly including the MWDebugIO.lib file in the project files. 


Looking at the .lib file with a binary editor shows that somewhere there is a 
MWbload function in the library. So what's wrong ? 


Could it be related to project settings ? 


Regards 
Jean-Luc 


In article <hunt-—ya02408000R1006971449010001@news.playstation.co.uk>, 
hunt@metrowerks.com (Eric Hunt) wrote: 
>In article <339C4714.5E96@netcomuk.co.uk>, Ira Rainey 


><shad.dev@netcomuk.co.uk> 
> 


wrote: 


>> I'm having probs using the MWbload function. 


>> 


>> Whenever I stick it in my code, together with the #include <MWUtils.h>, 
>> or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 


>> up with an error saying 


it is undefined. 


>> Anybody else had this problem, this is on the Mac version. 


>Make sure you have the MWDebugIO.lib in your project. It's located in the 
>:Metrowerks CodeWarrior:Playstation(tm) Support:Lib folder. 


> 
>Thanks, 

> 

>Eric Hunt 


>Metrowerks Technical Support 
—-MESSAGE FILE 14695 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000064 


—-MESSAGE FILE 14696 START: 


arrior/00000065 
Path: chuka.playstation.co 


net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


.uk! ganymedae 


From: jean-luc.deltombe@alt.lu (jean-luc.deltombe) 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: MWbload problems 


Date: 12 Jun 1997 10:53:07 


GMT 


Net Yaroze newsgroups message dump.txt Page 9896 


Organization: Advanced Logic Technology (ALT) 

Lines: 52 

Message-ID: <5nokejSrv52@chuka.playstation.co.uk> 

References: <339C4714.5E96@netcomuk.co.uk> <hunt-—ya02408000R1006971449010001@news.pl 
aystation.co.uk> <5nmvb8$rv5l@chuka.playstation.co.uk> 

NNTP-Posting-Host: 194.154.193.201 

X-Newsreader: News Xpress Version 1.0 Beta #4 


Foolowing-up to myself to mention I found what's wrong. 


If you are using C++ (ie c++ activated in compiler settings), you should 
modify MWDebugIO.h to encapsulate all functions prototyping with extern "C" 
{}. The good old C++ function name decoration issue again. 


Once done, it does work and successfully transfert data files from PC to psx 
BUT so far exclusively using the MW debugger. I didn't manage to get it to 
work with siocons nor PSXComUtil although the PSXComUtil application is 
displaying some messages about I/O host directory which suggest it is 
somewhere a planned feature of PSXComUtil. 


Please let me know if you have more success with PSXComUtil 


Regards 
Jean-Luc SFME (Sorry For My English) 


In article <5nmvb8Srv51l@chuka.playstation.co.uk>, 
jean-luc.deltombe@alt.lu (Jean-Luc Deltombe) wrote: 
>I do have similar problem (link error, undefined MWbload(char*,void*) ) while 
>properly including the MWDebugIO.lib file in the project files. 
> 


>Looking at the .lib file with a binary editor shows that somewhere there is a 
>MWbload function in the library. So what's wrong ? 


> 

>Could it be related to project settings ? 
> 

>Regards 

>Jean-Luc 

> 


>In article <hunt-ya02408000R1006971449010001@news.playstation.co.uk>, 
>hunt@metrowerks.com (Eric Hunt) wrote: 

>>In article <339C4714.5E96@netcomuk.co.uk>, Ira Rainey 
>><shad.dev@netcomuk.co.uk> wrote: 

>> 

>>> I'm having probs using the MWbload function. 

>>> 

>>> Whenever I stick it in my code, together with the #include <MWUtils.h>, 
>>> or the #include <MWDebugIO.h>, it compiles but won't link. It just comes 
>>> up with an error saying it is undefined. 

>>> 

>>> Anybody else had this problem, this is on the Mac version. 

>> 

>>Make sure you have the MWDebugIO.lib in your project. It's located in the 
>>:Metrowerks CodeWarrior:Playstation(tm) Support:Lib folder. 

>> 

>>Thanks, 

>> 

>>Eric Hunt 

>>Metrowerks Technical Support 


—-MESSAGE FILE 14696 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000065 


——MESSAGE FILE 14697 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000066 

Path: chuka.playstation.co.uk! ganymedae 

From: jean-luc.deltombe@alt.lu (jean-luc.deltombe) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: bug report 

Date: 12 Jun 1997 10:58:23 GMT 

Organization: Advanced Logic Technology (ALT) 

Lines: 38 
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Message-ID: <5nokofSrv53@chuka.playstation.co.uk> 
NNTP-Posting-Host: 194.154.193.201 
X-Newsreader: News Xpress Version 1.0 Beta #4 


I found the following MW debugger bug: 
If my C++ code defines a class which does not contains any data member, the 


resulting application wont load in the debugger (Doinf file open simply 
returns, without actually loading the application. 


SO? 
This doesn't load: 


class CTest 


{ 
public: 

CTest() {} 
J; 


int main(void) 
{ 

CTest t; 
} 


While this does load: 


class CTest 
{ 
public: 
CTest() {} 
private: 
int m_i; 


1]; 


int main(void) 
{ 

CTest t; 
} 


—-MESSAGE FILE 14697 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000066 


—-MESSAGE FILE 14698 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000067 

Path: chuka.playstation.co.uk!dialup-11-54.netcomuk.co.uk!user 
From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: more bload probs 

Date: Thu, 12 Jun 1997 20:52:22 +0100 

Organization: shadow developments 

Lines: 13 

Message-ID: <shad.dev—-1206972052220001@dialup-11-54.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-11-54.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


I've done just what everybody has said with the MW functions and even 
though it compiles and links, when I run it through either the debugger or 
PSComUtil the Yaroze crashes with an error type 8. 


I've had enough trying with this. 


Eric: When is the new version coming out, and will it support batch 


downloading. Also will there be proper Mac graphics and sound tools? 
Ira 
"The difference between the impossible and the possible lies in determination" -- To 


mmy Lasorda 
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—-MESSAGE FILE 14698 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000067 


—--MESSAGE FILE 14699 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000068 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: ANN: CodeWarrior for Net Yaroze Release 2 Available Now 
Date: Mon, 16 Jun 1997 15:22:02 -0500 

Organization: Metrowerks Corp. 

Lines: 152 

Message-ID: <33A5A06A.5FE6@austin.metrowerks.com> 

Reply-To: couv@austin.metrowerks.com 

NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


Hello Net Yaroze Members, 


Over the past four months, we at Metrowerks have been listening 
to your comments and suggestions concerning the CodeWarrior for Net 
Yaroze tools. We have allocated additional engineers to implement your 
requests and improve the tools. We appreciate your patience as we work 
to improve the tools, fix the problems with the first release of the 
tools, and improve the overall experience developing with CodeWarrior. 
We are very pleased to announce the availability of the new CodeWarrior 
for Net Yaroze Update. 

This is a full working release and will update your existing 
CodeWarrior software to the new version. As this release is very large, 
it has been broken down into relevant sections to make it easier for 
downloading. These patches are available for downloading by CodeWarrior 
for Net Yaroze users at the Metrowerks Web site and will be available 
soon right here on the Sony Net Yaroze Web Site. If, for any reason, 
you are unable to download from either location, please contact me at: 
couv@metrowerks.com. If you are connecting from Europe or anywhere 
outside the US, you may want to wait until the Patch is posted to the 
Sony Computer Entertainment Europe Net Yaroze site later this week. 

To download the patch now, go to: 
http://www.metrowerks.com/tools/software/updates/index.html 
KKKKK 
Important notes concerning the download and installation of this 
software are located at the end of this message as well as at the update 


page. 


KkKKKK 


FEATURES/UPDATES 

This new version of CodeWarrior for Net Yaroze is based on our 
brand new 2.0 IDE. You will notice substantial improvements in the 
stability of the IDE and changes in the look and feel of the user 
interface, all which contribute to an environment that is easier to use 
and more adaptable to your personal style of programming. The new IDE 
uses Windows-style tab menus, FDI interface, right mouse-clicking for 
added features, and remappable key bindings. There is also support for 
multiple projects, external editors, and multi-threading. 


The following bugs from the first release have been fixed: 
- PSCommUtil -39 error when downloading a data file 
- Hanging of Net Yaroze when printf() statements are executed 
- UI, Window redraws, and crash problems in IDE and debugger 
- No longer need to reset the Net Yaroze after each run 


New features that are included in this release: 

- 2.0 IDE 

— New compiler with codegen improvements 

- Downloading of data files to the Net Yaroze from the debugger 

— New PSComUtil with more stability at all baud rates and bug 
fixes of downloading problems 
Now supports batch file downloading using the same commands as 
SIOCONS 
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— Graphics converters for Mac users. 
PICT, BMP, and TIFF to TIMM 
- TIM Viewer application for Mac 


— Lots of new Demos!! Six Sony Demos are now included along with 
documentation that shows you how to convert GNU projects to 
CodeWarrior. 


- All new Documentation with more detailed support for Net Yaroze 
users and added examples and troubleshooting guides. 


We hope that each of you that purchased CodeWarrior with your Net 
Yaroze will download and try these patches. As you do, please send all 
feedback to support@metrowerks.com, as we will continue to make 
improvements to the tools and issue them in the form of software 
patches. 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 


Sincerely, 


Mark Couvillion 


!)))****TMPORTANT****:; Information concerning downloading and 
installing your new CodeWarrior for Net Yaroze 2.0 software. 


1) All patches require you to insert your Original CodeWarrior for 
Net Yaroze CD. 


2) After you have installed the patch, please read the document 
Targeting PlayStation OS. It contains a lot of new information on the 
tools plus some new tutorials on creating projects. You also MUST 
reconvert your Net Yaroze library using the method described in 
Targeting PlayStation OS. 


Note: You will need approximately 40 megs of free hard drive space to 
complete the upgrade. You may delete your previous CodeWarrior 
installation first if you wish to free up some room. Be sure not to 
delete anything that you might have created such as personal projects, 
Cte... 


Installers 

**Windows** 

Two Windows Install Options 

1) 12 meg .exe file - If your connection is reliable enough to download 
12 megs at a time 

2) 7 x 2 meg segments - If you would rather download the segments 


individually. You must download all 8 segments in order to perform any 
portion of the update. 


1) .exe file 

- Download the file CWNYUPD1.exe 

double-click the file icon in the Windows 95 explorer. It will extract 
itself and run the setup program. 


2) segmented archive 

- download each of the eight files called "CWNYUPD1.00X" (X is the file 
number) 
- download the file CWNYUPD1.BAT 

- double-click on the file CWNYUPD1.BAT in the windows explorer. It will 
automatically recreate the installer and execute. 


**Macintosh** 
Three Mac Install Options 
1) 12 meg .sit file - If your connection is reliable enough to download 


12 megs at a time 

2) 16 meg .sit.hqx file - If you have problems downloading the .sit file 
because you can't do binary transfers. 

3) 7 x 2 meg segments - If you would rather download the segments 
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individually. You must download all 7 segments in order to perform any 
portion of the update. 


1 - Mac *.sit 

- Download the .sit file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit file 

— double click the CWPS Net Yaroze Update icon to run the installer. 


2 - Mac *.sit.hqx 

- Download the .sit.hqx file 

- Drop the file on Stuffit expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.hqx file 

- double click the CWPS Net Yaroze Update icon to run the installer. 


3 — Segmented 

- download each of the seven files called "CWPS Net Yaroze Update.sit.X" 
(X is the file number) 

- When you have downloaded ALL segments, drop the file labeled "CWPS Net 
Yaroze Update.sit.1" on Stuffit Expander. 

This will create a file called CWPS Net Yaroze Update 

- delete the .sit.X files 

- double click the CWPS Net Yaroze Update icon to run the installer. 


End. 
—-MESSAGE FILE 14699 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000068 


——MESSAGE FILE 14700 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000070 

Path: chuka.playstation.co.uk!news 

From: sceetech <ps_yaroze@interactive.sony.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: CW update on NY Web site 

Date: Fri, 20 Jun 1997 13:29:48 +0100 
Organization: SCEE 

Lines: 2 

Message-ID: <33AA77BC.1108@interactive.sony.com> 
NNTP-Posting-Host: 194.203.13.5 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (X11; I; SunOS 5.5.1 sun4m) 


Go to http://www.playstation.co.uk/yaroze/ftp/utils/codewarrior/updatel 

to check it out. 

—-MESSAGE FILE 14700 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000070 


——MESSAGE FILE 14701 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000071 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Connection problem at 115200 

Date: Sat, 21 Jun 1997 12:32:04 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 
Message-ID: <33ABBBB4.1ACCB3B3@mail.globalnet.co.uk> 
NNTP-Posting-Host: client87fb.globalnet.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I've just downloaded the new version of CodeWarrior and it flatly 
refuses to connect when the baud rate is set to 115200 instead it keeps 
changing the rate on the memory card to 57600 and then it works. 
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I have absoloutly no problems using 115200 rate with Siocons. 


Any Ideas on what might be stopping it working at the 115200 rate? 


—-MESSAGE FILE 14701 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000071 


——MESSAGE FILE 14702 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000072 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: declaring variables 

Date: Sat, 21 Jun 1997 13:46:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <33ABCD3F.9834F05@mail.globalnet.co.uk> 

NNTP-Posting-Host: client873d.globalnet.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


I was wondering if you could tell me while the following doesn't work in 
Codewarrior but works in VC++5/Watcom 


void main() 
{ 
int a; 
a=5; 
int b; 
b=7; 
} 


this gives an unidentified declarator b error message unless I put ‘int 
b;' after 'int a;' or I write ‘int a,b;' It doesn't seem to like any 
staements being put in between declaring variables. 


Is this deliberate? 
PS I'm using the latest version of CodeWarrior. 


—-MESSAGE FILE 14702 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000072 


—--MESSAGE FILE 14703 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000073 

Path: chuka.playstation.co.uk!dialup-07-01.netcomuk.co.uk!user 
From: shad.dev@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: declaring variables 

Date: Sat, 21 Jun 1997 21:57:59 +0100 

Organization: shadow developments 

Lines: 26 

Message-ID: <shad.dev-2106972157590001@dialup-—07-01.netcomuk.co.uk> 
References: <33ABCD3F.9834F05@mail.globalnet.co.uk> 
NNTP-Posting-Host: dialup-07-01.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33ABCD3F.9834F05@mail.globalnet.co.uk>, Brian West 
<briest@mail.globalnet.co.uk> wrote: 


I was wondering if you could tell me while the following doesn't work in 
Codewarrior but works in VC++5/Watcom 


void main() 


> 
> 
> 
> 
> | 
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this gives an unidentified declarator b error message unless I put ‘int 
b;' after ‘int a;' or I write ‘int a,b;' It doesn't seem to like any 
staements being put in between declaring variables. 


VVVVVVV VV 
-- 


Probably due to strict ANSI C compliance. You cannot define variables 
after you have started to write any other code. This is only legal in C++, 
not in ANSI C. 


Ira 


"The difference between the impossible and the possible lies in determination" — To 
mmy Lasorda 

—-MESSAGE FILE 14703 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000073 


—--MESSAGE FILE 14704 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000074 

Path: chuka.playstation.co.uk!hunt 

From: hunt@metrowerks.com (Eric Hunt) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: MWbload problems 

Date: Thu, 26 Jun 1997 15:23:55 -0500 

Organization: Metrowerks Corporation 

Lines: 20 

Message-ID: <hunt-ya02408000R2606971523550001@news.playstation.co.uk> 

References: <339C4714.5E96@netcomuk.co.uk> <hunt-—ya02408000R1006971449010001@news.pl 
aystation.co.uk> <5nmvb8$rv5l1l@chuka.playstation.co.uk> <5nokej$rv52@chuka.playstatio 
n.co.uk> 

NNTP-Posting-Host: hunt.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <5nokejSrv52@chuka.playstation.co.uk>, jean-luc.deltombe@alt.lu 
(jean-luc.deltombe) wrote: 


Once done, it does work and successfully transfert data files from PC to psx 
BUT so far exclusively using the MW debugger. I didn't manage to get it to 
work with siocons nor PSXComUtil although the PSXComUtil application is 
displaying some messages about I/O host directory which suggest it is 
somewhere a planned feature of PSXComUtil. 


VV V V V 


PSComUtil from the recently released patch should work with Host I/O. Have 
you tried it? Let us know if you run into problems. 


The new CodeWarrior for Net Yaroze patch can be downloaded from our web page: 
<http://www.metrowerks.com> 
Thanks, 


Eric Hunt 

Metrowerks Playstation Tech Support 

—-MESSAGE FILE 14704 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000074 


—--MESSAGE FILE 14705 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000075 
Path: chuka.playstation.co.uk! ganymedae 

From: jean-luc.deltombe@alt.lu (jean-luc.deltombe) 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: MWbload problems 

Date: 27 Jun 1997 15:19:06 GMT 
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Organization: Advanced Logic Technology (ALT) 

Lines: 32 

Message-ID: <5p0llaSfv54@chuka.playstation.co.uk> 

References: <339C4714.5E96@netcomuk.co.uk> <hunt-—ya02408000R1006971449010001@news.pl 
aystation.co.uk> <5nmvb8$rv5l1l@chuka.playstation.co.uk> <5nokej$rv52@chuka.playstatio 
n.co.uk> <hunt-—ya02408000R2606971523550001@news.playstation.co.uk> 
NNTP-Posting-Host: 194.154.193.201 

X-Newsreader: News Xpress Version 1.0 Beta #4 


In article <hunt-—ya02408000R2606971523550001@news.playstation.co.uk>, 
hunt@metrowerks.com (Eric Hunt) wrote: 

>In article <5nokejSrv52@chuka.playstation.co.uk>, jean-luc.deltombe@alt.lu 

>(jean-luc.deltombe) wrote: 

> 

>> Once done, it does work and successfully transfert data files from PC to 

psx 

>> BUT so far exclusively using the MW debugger. I didn't manage to get it to 

>> work with siocons nor PSXComUtil although the PSXComUtil application is 

>> displaying some messages about I/O host directory which suggest it is 

>> somewhere a planned feature of PSXComUtil. 

> 

>PSComUtil from the recently released patch should work with Host I/O. Have 

>you tried it? Let us know if you run into problems. 

> 

>The new CodeWarrior for Net Yaroze patch can be downloaded from our web page: 

> 

><http://www.metrowerks.com> 

> 

>Thanks, 

> 

>Eric Hunt 

>Metrowerks Playstation Tech Support 


It's all working now with the new CodeWarrior. 
It's a nice and large improvement to previous version. 
Regards 


Jean-Luc 
—-MESSAGE FILE 14705 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000075 


—-MESSAGE FILE 14706 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000076 

Path: chuka.playstation.co.uk!news 

From: "Richard Maddocks" <mads@civy.demon.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: CW update on NY Web site 

Date: 29 Jun 1997 23:08:49 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 11 

Message-ID: <01lbc84e1$e1322840501646464@civy> 
References: <33AA77BC.1108@interactive.sony.com> 
NNTP-Posting-Host: civy.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


Thanks for the update. 
After downloading I find only half the files are actually used. 
Richard 


sceetech <ps_yaroze@interactive.sony.com> wrote in article 
<33AA77BC.1108@interactive.sony.com>... 

> Go to http://www.playstation.co.uk/yaroze/ftp/utils/codewarrior/updatel 

> to check it out. 

> 

—-MESSAGE FILE 14706 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000076 
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——MESSAGE FILE 14707 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000077 

Path: chuka.playstation.co.uk!news 

From: wardsterl@hotmail.com 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Code Warrior update 

Date: Wed, 09 Jul 1997 01:06:09 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 13 

Message-ID: <33C34671.228C@hotmail.com> 
NNTP-Posting-Host: 1d17-036.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01E-CIS (Win95; I; 16bit) 


Hi there 


I'm pleased to see that there is an update avilable for CodeWarrior, 
however, the update is going to take forever to download with my 
internet connection. 


I'm based in the UK, and was wondering if there is a posiblility of the 
update being sent to me on disk. If this is possible, how can it 
be arranged? 


Thanks in advance. 


See ya š 
—-MESSAGE FILE 14707 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000077 


——MESSAGE FILE 14708 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000078 

Path: chuka.playstation.co.uk!news 

From: wardsterl@hotmail.com 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: C++ 

Date: Wed, 09 Jul 1997 01:08:06 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <33C346E6.4D88@hotmail.com> 
NNTP-Posting-Host: 1d17-036.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.01E-CIS (Win95; I; 16bit) 


How can I get my code to compile when I use the C++ comiler option. 


The standard library seems to have a delete function available, which C++ 
isn't happy about. 


Is there a solution to this. 


Please help .............. 
—-MESSAGE FILE 14708 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000078 


——MESSAGE FILE 14709 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000079 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ 

Date: 10 Jul 1997 18:43:07 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 24 

Message-ID: <01bc811leS3fcc8020$c793989e@fourny.demon.co.uk> 
References: <33C346E6.4D88@hotmail.com> 
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NNTP-Posting-Host: fourny.demon.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


wardsterl@hotmail.com wrote in article <33C346E6.4D88@hotmail.com>... 
> How can I get my code to compile when I use the C++ comiler option. 


> The standard library seems to have a delete function available, which C++ 
isn't happy about. 
Is there a solution to this. 


Pléasé help use տառ sas «աար 


VVVVVV 


deltree "Program Files\CodeWarrior" 


Sorry im just bitter and twisted. REmove the delete function from the 
header, surround all the prototypes in libps.h with extern "C"{ }, sort out 
_psstart.c and bobs yer uncle unless you're using 'beta 2' in which case 
C++ does not work at all. Bummer! Still, noone wanted to use C++ anyway, 
did they? 


Theres a site on the US yaroze server that tells you all this. Cant 
remember what is though. 


9905 


—-MESSAGE FILE 14709 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000079 


——MESSAGE FILE 14710 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000080 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Mark Couvillion <couv@austin.metrowerks.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ 
Date: Thu, 10 Jul 1997 13:55:41 -0500 
Organization: Metrowerks Corp. 

Lines: 19 

Message-ID: <33C53024.B71@austin.metrowerks.com> 
References: <33C346E6.4D88@hotmail.com> 
Reply-To: couv@austin.metrowerks.com 
NNTP-Posting-Host: 198.214.227.138 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Macintosh; I; PPC) 


The easiest answer to your question is for me to direct you to the 
CodeWarrior for Net Yaroze newsgroup in the US...there are extensive 
threads on the topic. scea.yaroze.programming.codewarrior 

Cheers, 


Mark 


wardsterl@hotmail.com wrote: 
How can I get my code to compile when I use the C++ comiler option. 


The standard library seems to have a delete function available, which C++ 
isn't happy about. 


Is there a solution to this. 


VVVVVVVVV 


Please help .............. 


—-MESSAGE FILE 14710 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000080 


—-MESSAGE FILE 14711 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
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arrior/00000081 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Linker error undefined: '_ cvt_dfp2unsigned' 
Date: Fri, 11 Jul 1997 16:36:38 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 20 

Message-ID: <33C6C386.746E@compuserve. com> 
NNTP-Posting-Host: 1d49-025.lon.compuserve.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


I have been converting a GNU C project to Codewarrior to take advantage 
of 

MWDebugIO.lib (lets me use open(), close, read() etc to pull files from 
the 

PC via the serial cable) 


Unfortunately I get a Codewarrior link error 


undefined: '__cvt_dfp2unsigned' 
Referenced from 'fgf_maketim' in Fgfprint.c 


What is '__cvt_dfp2unsigned' -- is it some kind of an internal compiler 
variable? 
(Using grep I find no references to such a symbol) 


I still get the error even if I delete the body of my function 
fgf_maketim!? 


Ken Lam 
ESP Software 


9906 


—-MESSAGE FILE 14711 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000081 


—-MESSAGE FILE 14712 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000082 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Linker error undefined: ։ cvt_dfp2unsigned' 
Date: Mon, 14 Jul 1997 17:31:28 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <33CAC4E0.10B@compuserve.com> 
References: <33C6C386.746E@compuserve.com> 
NNTP-Posting-Host: 195.232.6.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


> Unfortunately I get a Codewarrior link error 


> 
> undefined: '__cvt_dfp2unsigned' 
> Referenced from 'fgf_maketim' in Fgfprint.c 


From reading an article on the scea CodeWarrior newsgroup it seems that 
floating 
point emulation is unavailable 


The suspect line was 
nBytesInRow = ceil(sizeX / 8.0); 
(Okay, less than optimal but it's not a critical path function.) 
It has now been replaced by 
nBytesInRow = (sizeX + 7) / 8; 


> I still get the error even if I delete the body of my function fgf_maketim!? 
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Not true! I was using an external editor and executing make Ctrl-M did 
not 


recompile fgfont.c (dependecy cacheing?) (Using Watcom Editor 1.0. Even 
Word 6.0 

is more responsive than CW's built-in editor(!) (I now see the wisdom of 
separating 


the editor from the IDE - thanks, Watcom!) ) 


Also having nested "/* ... */" style comments did not help matters, 
either. 


Ken Lam 

ESP Software 

—-MESSAGE FILE 14712 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000082 


--MESSAGE FILE 14713 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000083 

Path: chuka.playstation.co.uk!news 

From: Ken Lam <100411.265@compuserve.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Code Warrior update 

Date: Mon, 14 Jul 1997 17:34:12 -0700 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 14 

Message-ID: <33CAC584.30E1@compuserve. com> 
References: <33C34671.228C@hotmail.com> 
NNTP-Posting-Host: 195.232.6.84 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Winl6; I) 


> I'm pleased to see that there is an update avilable for CodeWarrior, 
> I'm based in the UK, and was wondering if there is a posiblility of the 


> update being sent to me on disk. If this is possible, how can it 
> be arranged? 


Agreed! In particular I would like a stable PsComUtil.exe to test 
my programs, but download 25MB for just one component fixed?! 


How about it, Metroworks, for us poor non-ISDN/leased line Codewarrior 
users? 


Ken Lam 

ESP Software 

—-MESSAGE FILE 14713 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000083 


——MESSAGE FILE 14714 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000084 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ 

Date: Fri, 18 Jul 1997 23:48:32 -0800 

Organization: SCEA Net Yaroze News 

Lines: 21 

Message-ID: <33D0714F.2D0A@bc.sympatico.ca> 

References: <33C346E6.4D88@hotmail.com> <01bc811leS3fcc8020$c793989e@fourny.demon.co. 
uk> 

NNTP-Posting-Host: vcta01lm04-45.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Check out Chris Blackwell's page on the SCEA server for all kinds of 
info about using C++. C++ works fine with version 2, BTW. You just need 
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to wrap malloc and free with new and delete. 


People complain about CW a lot, but I got better (by a few %) framerates 
out of the balls demo with CW than with gcc. 


— nick 


D> >>> >>> >>> >>> >> DD >> DDD DD DDD DDD DD DDD DDD DD DDD >>> >>> >> >> 
deltree "Program Files\CodeWarrior" 


Sorry im just bitter and twisted. REmove the delete function from the 
header, surround all the prototypes in libps.h with extern "C"{ }, sort 
out 

_psstart.c and bobs yer uncle unless you're using 'beta 2' in which case 
C++ does not work at all. Bummer! Still, noone wanted to use C++ anyway, 
did they? 


Theres a site on the US yaroze server that tells you all this. Cant 

remember what is though. 

—-MESSAGE FILE 14714 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000084 


—--MESSAGE FILE 14715 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000085 

Path: chuka.playstation.co.uk!news 

From: "Grim" <frothkid@fourny.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ 

Date: 20 Jul 1997 11:43:20 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <0lbc8ef8Sle0f8b20$c793989e@fourny.demon.co.uk> 

References: <33C346E6.4D88@hotmail.com> <01bc811leS3fcc8020$c793989e@fourny.demon.co. 
նէ» <33D0714F.2D0A@bc.sympatico.ca> 

NNTP-Posting-Host: fourny.demon.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Nick Porcino <Nick_Porcino@bc.sympatico.ca> wrote in article 

> People complain about CW a lot, but I got better (by a few %) framerates 
> out of the balls demo with CW than with gcc. 

> 

> — nick 


Have you had a look at 
http://www.playatation.co.uk/~KEVINP/fire_result.html 22 
He did some timings on one of his games and found that CW code was 3-4 


times slower than gcc. He says that CW with full optimisers on is about 
comparable to gcc with no optimisation. 


Has anyone else ran any benchmarks?? 


Graeme 
—-MESSAGE FILE 14715 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000085 


——MESSAGE FILE 14716 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000086 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: CodeWarrior can't link much static data (?) 

Date: Mon, 21 Jul 1997 08:44:41 -0500 

Organization: The Implementor 

Lines: 26 

Message-ID: <33D367C9.6111@ix.netcom.com> 

Reply-To: spelwevr@ix.netcom.com 
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NNTP-Posting-Host: aus-tx23-20.ix.netcom.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:125 scea.yaroze.pr 
oblems.pc:135 scee.yaroze.problems.pc:47 scee.yaroze.programming.codewarrior: 86 


I have discovered that CodeWarrior will not link a program if 
it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 
get this to work? I am at somewhat of a standstill in my 
current project until I can get this to work. (Note that it 
does not report any errors; however, it simply fails to create 
an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


If anyone has any ideas on this, please let me know!! 


(I am using the CodeWarrior 2.0 on Win95.) 
—-MESSAGE FILE 14716 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000086 


--MESSAGE FILE 14717 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000087 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Wayne K. Werner" <wkwerner@con2.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
problems.pc, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: 21 Jul 1997 21:27:00 GMT 

Organization: SCEA Net Yaroze News 

Lines: 9 

Message-ID: <01lbc961cScd8dbc40S66bf43ce@wkwerner> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: port02.con2.com 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:127 scea.yaroze.pr 
oblems.pc:136 scee.yaroze.problems.pc:48 scee.yaroze.programming.codewarrior:87 


Have you tried generating a map file? Lots of good info there. I think I 
have heard (read?) some news items pertaining to a limit of 64k per module. 
Maybe you can break your program up a bit? 


Good luck, 


Wayne K. Werner 

wkwerner@con2.com 

—-MESSAGE FILE 14717 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000087 


——MESSAGE FILE 14718 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000088 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: sumner@metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scea.yaroze.problems.pc, scee.yaroze. 
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problems.pc,scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior can't link much static data (?) 

Date: Tue, 22 Jul 1997 17:29:57 -0500 

Organization: Metrowerks 

Lines: 34 

Message-ID: <MPG.e3ef05c4a27181398968d@news.scea.sony.com> 

References: <33D367C9.6111@ix.netcom. com> 

NNTP-Posting-Host: 198.214.227.194 

X-Newsreader: Anawave Gravity v1.10 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:135 scea.yaroze.pr 
oblems.pc:138 scee.yaroze.problems.pc:49 scee.yaroze.programming.codewarrior: 88 


In article <33D367C9.6111@ix.netcom.com>, spelwevr@ix.netcom.com says... 
I have discovered that CodeWarrior will not link a program if 

it contains more than 128K or so of data (I have not determined 
whether this is the exact value or not). Is there any way to 

get this to work? I am at somewhat of a standstill in my 

current project until I can get this to work. (Note that it 

does not report any errors; however, it simply fails to create 

an executable.) 


I also tried adjusting the MIPS Linker settings (hardcoding 
the addresses for the data and code areas, in case the link 
failure was due to CodeWarrior not being able to figure out 
an arrangement), but it still did not work. 


> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 
> 


We haven't seen this in any of our test programs. Can you send the 
project to support@metrowerks.com and we'll take a look? 


Also, as an attempt at a temporary fix, I tried taking the 
data out of the program and instead loading it as an external 
data block before running the program (which successfully 
links if I remove the static data). Unfortunately, this did 
not work either. The program kept jumping off to an invalid 
address; I checked the addresses and there shouldn't have 
been any collision, but by that point I was too tired to 
worry over it any more, and at any rate I would much rather 
get it to link properly in the first place. 


VVVVVVVVV 


Hmm, this seems odd. The dino example works just fine and it has much 
more than 128K of data. If you still have problems, please let us know. 


PlayStation Debugger Dude 

Metrowerks 

—-MESSAGE FILE 14718 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000088 


——MESSAGE FILE 14719 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000089 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: where are the differences? 

Date: Tue, 12 Aug 1997 00:55:55 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 61 
Message-ID: <MPG.e59b669f49a97a989684@news.playstation.co.uk> 
NNTP-Posting-Host: portl11.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


Hi there Codewarriors. 


these are some lines of my fireroutine and I wonder why Codewarrior 
generates such a different code that the version described as "fastest" 
is 23 scanlines faster than the "faster"-version. As you can see, the 
only difference is the p++ written in an extra line compared to the other 
version where everything is compacted into one expression. 


=== Տոթ = == 
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#define FIRE_WIDTH 80 
#define FIRE _HEIGHT 50 
u_char imgFire[FIRE_WIDTH] [FIRE_HEIGHT]; 
u_char fadetable[256]; 
register u_short i; 
register u_char *p; 
p = &imgFire[1] [0]; 
for (i = 0; i Հ FIRE_WIDTH * FIRE _HEIGHT; i++) 
{ 


// faster 

// *(p - PIRE_WIDTH) = fadetable[(*(p = 1) + *p + *(p + 1) + *(p + 
FIRE_WIDTH)) >> 2]; 

// ptt; 

// fastest 


* (p++ - FIRE_WIDTH) 
FIRE _WIDTH)) >> 2]; 
} 


fadetable[(*(p - 1) + ՔՀ *(p + 1) + *(p + 


--- snap --- 
I also tried another trick with some more register-variables: 


register u_char left, middle, right; 
p = &imgFire[1] [0]; 
left=* (p-1); 
middle=*p; 
for (i = 0; i Հ FIRE_WIDTH * FIRE_HEIGHT; i++) 
{ 
right=* (p+1); 
*(p - FIRE_WIDTH) = fadetable[(left+tmiddletright + *(p + FIRE_WIDTH) ) 
>> 2); 
left=middle; 
middle=right; 
ptt; 


} 


now it takes only 2 memoryreads but it takes much longer to execute. Even 
with the register-variables. 


So, how many variables can CW fit into the 32 registers? 


And now about the D-Cache. Does it make any difference when accessing it 
by BYTE, WORD or LONG? 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 14719 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000089 


—--MESSAGE FILE 14720 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000090 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: where are the differences? 

Date: Tue, 12 Aug 1997 01:05:16 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 8 
Message-ID: <MPG.e59b919da356fb2989686@news.playstation.co.uk> 
References: <MPG.e59b669f49a97a989684@news.playstation.co.uk> 
NNTP-Posting-Host: portl11.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


In article <MPG.e59b669f49a97a989684@news.playstation.co.uk>, raasch@fh- 
worms.de says... 

> u_char imgFire[FIRE_WIDTH] [FIRE_HEIGHT]; 

oops, should be 
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u_char imgFire[FIRE_HEIGHT] [FIRE_WIDTH]; 


of course ;-) 
—-MESSAGE FILE 14720 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000090 


—--MESSAGE FILE 14721 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000091 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: problems with sin() 

Date: Thu, 14 Aug 1997 17:40:58 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 27 

Message-ID: <MPG.e5d441d6e5866be989687@news.playstation.co.uk> 
NNTP-Posting-Host: portl14.Fh-Worms.DE 

X-Newsreader: Anawave Gravity Խ1.10.570 


hi there. 


I would like to calculate the sinus of an angle, but CW complains while 
linking that something is undefined. 
the source for testing is: 


#include <libps.h> 

main () 

{ 

int sinus; 

sinus = sin(0.1); 

sinus = (int) sin(0.1); 


} 


the error-msg is: 

Link Error : ndefined: ¢__cvt_dfp2unsignedj:;¢¢¢¢eferenced from gmaing 
in main.cgzLink Error : ndefined: ¢__cvt_dfp2unsignedz:;2:¢¢¢eferenced 
from ¿mainė in main.cgz¢Link failed.; 


I was looking around in other sources, but everybody has a precalculated 
sinustable as a sourcefile. So what can I do? Waiting for another update 
or is there a workaround? 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 14721 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000091 


—--MESSAGE FILE 14722 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000092 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: "No FP... no comment" 


Date: 15 Aug 1997 14:21:17 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <01bca987$927743a0Se6567ec2@default> 
NNTP-Posting-Host: client86e6.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


If Codewarrior does not support floating-point guff, how do I do a 


square-root. It's OK not supporting FP (I suppose it makes sure you use 
more efficient integer stuff) provided there are a few integer function 
equivelents to replace things like pow. Does anyone know how to effect a 


square-root using integer maths??? 


In particular I'm trying to get this ScaleUnitToVector routine to work.... 
the squared things are easy enough because I can just multiply them by 
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themselves but what do I do about the 'length = pow(square, 0.5);"' line 
if anyones got any suggestions I'd be most greatful! 


Sounds like Micheal in the above item "problems with sin()" has a similar 
problem with the sin function...... what is to be done??? 
Jon 


void ScaleVectorToUnit (VECTOR* vector) 
{ 


int length, square; 


square = pow(vector->vx, 2) + pow(vector->vy, 2) 
+ pow(vector->vz, 2); 


length = pow(square, 0.5); 
assert (length != 0); // never allow division by zero 


vector->vx *= ONE; 
vector->vy "Հ ONE; 
vector->vz *= ONE; 


vector—->vx /= length; 
vector->vy /= length; 
vector->vz /= length; 


} 


—-MESSAGE FILE 14722 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000092 


--MESSAGE FILE 14723 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000093 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: "No FP... no comment" 


Date: 15 Aug 1997 16:33:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 31 

Message-ID: <01bca99a$S10782be0Sb8567ec2@default> 
References: <01bca987$927743a0Se6567ec2@default> 
NNTP-Posting-Host: client86b8.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


I've had a bit of an experiment since I submitted to above item and 
produced the listing below. This seems to give OK-ish results, but I 
would have thought it was not nearly the most efficient way of doing it.... 
also you can't just throw any-old figure at it. 


Can anyone think of a better way? Suggestions greatfully received! 


Jon 


int integer_square_root( int n ) 
{ 
register int i; 
register int square; 


if (n< O) 
{ 
printf( "integer_square_root. error %d is neg\n", n ); 
return 0; 


} 


for ( i = 0; i <= 200; i++ ) 
{ 
square = i * i; 
if ( n <= square ) return i; 


} 
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printf( "integer_square_root - can't do square-root of %d\n", n ); 
return 200; 


} 


—-MESSAGE FILE 14723 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000093 


—--MESSAGE FILE 14724 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000094 

Path: chuka.playstation.co.uk!news 

From: gil@snsys.com (Gil Jaysmith) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: "No FP... no comment" 

Date: Fri, 15 Aug 1997 17:07:46 GMT 

Organization: SN Systems 

Lines: 126 

Message-ID: <5t221tS$d3t2@chuka.playstation.co.uk> 

References: <01bca987$927743a0Se6567ec2@default> <01bca99a$10782be0Sb8567ec2@default 
> 
Reply-To: gil@snsys.com 
NNTP-Posting-Host: gil.snsys.com 
X-Newsreader: Forte Free Agent 1.0.82 


"Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> wrote: 


>I've had a bit of an experiment since I submitted to above item and 
>produced the listing below. This seems to give OK-ish results, but I 
>would have thought it was not nearly the most efficient way of doing it.... 
>also you can't just throw any-old figure at it. 


Integral square roots for 16-bit numbers will fit into a 256-byte 
lookup table (max 8 lookups and comparisons with binary chop) 
Similarly square roots for 32-bit numbers will fit into a 64K lookup 
table (so don't take square roots of numbers that high :) although I 
seem to remember there's a shortcut which shrinks that table 
Significantly. Don't remember exactly what it is, though. 


There's the 'fencing' approach which is traditionally used to show 
recursion at work but which being tail-recursive is much faster when 
uncoiled into iteration: 

The square root of N is somewhere between 1 (the initial lower bound) 
and N+1 (the initial upper bound). So repeatedly: 

— calculate the average of the lower and upper bounds and square it 

- if this is greater than N then set the upper bound to the average, 
otherwise set the lower bound to the average 

- keep going till the lower bound is one less than the upper bound, at 
which point the lower bound is the square root of N 


NB I wouldn't expect this to be overly efficient either. 


Can you tell it's Friday? It's like stretching just before you go home 
for the weekend... 


Here is "Fermat's method": 


/* Integer square root */ 
/* This is a stupid way to do square root, but it is portable */ 
long isqrt (x) long x; { 

long s; long remainder; 

if (x<=0) return 0; 


remainder = x; s = 1; 
while ( remainder >= Տ ) í 
remainder -= s; 
s += 2; 


) 


return (s-1)>>1; 


) 


Here is "Halleck's method": 


/* Integer square root */ 
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long isqrt (x) long x; { 
long squaredbit, remainder, root; 
if (x<l) return 0; 


/* We really want to load the binary constant 01 00 00 ... 00, 
K (There must be an even number of zeros to the right 

K of the single one bit, and the one bit as far to the 

x left as can be done within that constraint) 

* but we don't portably know the word size. But it must 

* be at least as long as the argument we were handed. 

* So we will compute that size. If you know your word size, 
* Then replace this loop with a load of squaredbit with 
* the constant. 


*./ 
remainder = x>>2; squaredbit = 1; 
while (remainder > 0) í 


remainder >>= 2; 
squaredbit <<= 2; 
} 


/* Form bits of the answer. */ 


remainder = x; root = 0; 
while (squaredbit > 0) { 
if (remainder >= (squaredbit root)) { 
remainder -= (squaredbit root); 
root >>= 1; root |= squaredbit; 
} else { 


root >>= 1; 
} 
squaredbit >>= 2; 
} 


return root; 


And here is "Halleck and Legalize's improved version": 


/* Integer square root */ 

long isqrt (x) long x; í 
long squaredbit, remainder, root; 
if («Հ1) return 0; 


/* Load the binary constant 01 00 00 ... 00, where the number 
* of zero bits to the right of the single one bit 
* is even, and the one bit is as far left as is consistant 
* with that condition.) 
* 
/ 
squaredbit = (long) ((((unsigned long) ~0L) >> 1) & 
~(((unsigned long) -0ն) >> 2)); 
/* This portable load replaces the loop that used to be 
* here, and was donated by legalize@xmission.com 


* 
/ 
/* Form bits of the answer. */ 
remainder = x; root = 0; 
while (squaredbit > 0) { 
if (remainder >= (squaredbit root)) { 
remainder -= (squaredbit root); 
root >>= 1; root |= squaredbit; 
} else { 


root >>= 1; 
} 
squaredbit >>= 2; 
} 
return root; 


}} 


All the above was merrily plagiarised from 
http://www.cc.utah.edu/~nahaj/factoring/ which probably only goes to 
show how wonderful the Web is. I also have absolutely no idea about 
whether any of the above plagiarised code works, which lack of 
knowledge (and interest!) is totally unrelated to the time in this 
locality. 
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Gil Jaysmith 
SN Systems Software Ltd, makers of Psy-Q... http://www.snsys.com 
Disclaimer: What I say when I post here represents me, not my employers. 


—-MESSAGE FILE 14724 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000094 


--MESSAGE FILE 14725 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000095 

Path: chuka.playstation.co.uk!news 

From: raasch@fh-worms.de (Michael Raasch) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: CW bug 

Date: Sat, 16 Aug 1997 03:05:54 +0200 

Organization: Michael Raasch Softwareentwicklung 

Lines: 35 

Message-ID: <MPG.e5fla05ald0f29f989689@news.playstation.co.uk> 

NNTP-Posting-Host: portl11.Fh-Worms.DE 
X-Newsreader: Anawave Gravity Խ1.10.570 


Hi Codewarriors 


I hope somebody from Metrowerks reads this newsgroup. 

Below there are two files for explanation: "main.c" and "sincos.c" 
main() only reads a value out of the sintab[]. If you do not call the 
dummy-function sincos() the value of "a" is always 0, no matter which 
element if the array is read. But if you call sincos(), the value is set 
correctly. If you copy the sincos-array into the main.c the values are 
right even without calling this dummy-function. 


strange. any comments? 


main.c: 

extern const short sintab[]; 
extern void sincos (void); 
main () 

{ 

short a; 

sincos(); 

a=sintab[3]; 


} 


sincos.c: 
const short sintab[] = { 
0, 285, S 71 857, 1142, 1427, L712, 1996 
}; 
void sincos (void) 
{ 
} 


hasta la pasta, .\\ichael 


"Wenn das John Wayne noch erlebt haette..." 
—-MESSAGE FILE 14725 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000095 


——MESSAGE FILE 14726 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000096 

Path: chuka.playstation.co.uk!dialup-—00-20.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Where for help! 

Date: Sat, 16 Aug 1997 02:50:15 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 11 

Message-ID: <ira-1608970250150001@dialup-—00-20.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-00-20.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 
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Just a short note for those who need to know. 


I've just updated my ftp area so that now, all of my demos etc are not 
only sorted between Mac (.hqx) and PC (.zip), but also are split into PAL 
and NTSC. All code and demos are available under every guise. 


Ira Rainey 
Yaroze Shadows 


http://www.playstation.co.uk/~shadow/ 
—-MESSAGE FILE 14726 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000096 


--MESSAGE FILE 14727 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000097 

Path: chuka.playstation.co.uk!dialup-00-20.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Where for help! 

Date: Sat, 16 Aug 1997 02:52:20 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <ira-1608970252200001@dialup-—00-20.netcomuk.co.uk> 
References: <ira-1608970250150001@dialup-—00-20.netcomuk.co.uk> 
NNTP-Posting-Host: dialup-—00-20.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


Sorry I'm half asleep. Wrong group! 


In article <ira-1608970250150001@dialup-—00-20.netcomuk.co.uk>, 
ira@netcomuk.co.uk (Ira Rainey) wrote: 


Just a short note for those who need to know. 

I've just updated my ftp area so that now, all of my demos etc are not 
only sorted between Mac (.hqx) and PC (.zip), but also are split into PAL 
and NTSC. All code and demos are available under every guise. 


Ira Rainey 


Yaroze Shadows 


VVVVVVVVV VV 


http://www.playstation.co.uk/~shadow/ 
—-MESSAGE FILE 14727 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000097 


--MESSAGE FILE 14728 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000098 
Path: chuka.playstation.co.uk!news 


From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: "No FP... no comment" 


Date: 18 Aug 1997 11:39:40 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <Olbcabcc$7c7a5000$2c577ec2@default> 

References: <0O1bca987$927743a0Se6567ec2@default> <01bca99aS10782be0Sb8567ec2@default 
> <5t221t$d3t2@chuka.playstation.co.uk> 

NNTP-Posting-Host: client872c.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Blimey -- a wealth of info .... thanks very much Gil. 


(Reply to Gil Jaysmith <gil@snsys.com> 
article <5t221tS$d3t2@chuka.playstation.co.uk>) 


—-MESSAGE FILE 14728 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000098 
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--MESSAGE FILE 14729 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000099 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: dino example 

Date: Tue, 19 Aug 1997 19:59:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <33faf965.14744080@news.playstation.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.0/32.390 


When I follow the dino example to change the GNU code to CW, it does 
this to me when I download: 

The PlayStation has generated an Illegal Instruction exception at 
instruction address 0x80090a8c. 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 14729 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000099 


—-MESSAGE FILE 14730 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000100 

Path: chuka.playstation.co.uk!dialup-13-50.netcomuk.co.uk!user 
From: ira@netcomuk.co.uk (Ira Rainey) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: dino example 

Date: Tue, 19 Aug 1997 21:10:21 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 15 

Message-ID: <ira-1908972110220001@dialup-13-50.netcomuk.co.uk> 
References: <33faf965.14744080@news.playstation.co.uk> 
NNTP-Posting-Host: dialup-13-50.netcomuk.co.uk 

X-newsreader: MT-NewsWatcher 2.2.2 


In article <33faf965.14744080@news.playstation.co.uk>, 
alan@alanyuen.demon.co.uk wrote: 


When I follow the dino example to change the GNU code to CW, it does 
this to me when I download: 

The PlayStation has generated an Illegal Instruction exception at 
instruction address 0x80090a8c. 


VVVV 


Which version of CW are you using? If you're not using v2 then you should 
get it. 


Make sure the exe is being created where you think it is - where it should 
be - check the makefile. 


Ira 
—-MESSAGE FILE 14730 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000100 


——MESSAGE FILE 14731 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000101 

Path: chuka.playstation.co.uk!news 

From: Brian West <briest@mail.globalnet.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: a bug 
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Date: Thu, 21 Aug 1997 20:11:54 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <33FC92F9.7730A418@mail.globalnet.co.uk> 
NNTP-Posting-Host: client8424.globalnet.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.01 [en] (Win95; I) 
X-Priority: 3 (Normal) 


When using the cut and paste between files the flashing line showing 
where you are in the file keeps disapearing and the only way to get if 
back is by furiously hitting the mouse button several times or exiting 
codewarrior and restarting. 


—-MESSAGE FILE 14731 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000101 


—--MESSAGE FILE 14732 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000102 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: [ANN] CodeWarrior Update 

Date: Wed, 29 Oct 1997 14:01:15 -0600 

Organization: Metrowerks 

Lines: 40 

Message-ID: <sumner-ya02408000R2910971401150001@news.scea.sony.com> 
NNTP-Posting-Host: docs-old.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:221 scee.yaroze.be 
ginners:103 scee.yaroze.programming.codewarrior:102 


For those of you who haven't gone up to the Yaroze web site recently, I 
thought I would repost this message here: 


The update CDs are in the mail now. If you purchased CodeWarrior and have 
not sent back your registration form, please visit our website at the 
address below and register. If you don't receive your update by Monday, 
November 3, please e-mail me your registration number (do not post it 
please <grin>) and I'll check on your status. 


Thanks! 


CodeWarrior Update 


To insure that all CodeWarrior customers are using the highest quality 
CodeWarrior for Net Yaroze tools we are offering a free update to 
customers who purchased the original version of CodeWarrior for Net 
Yaroze. This is a special one time offer for persons who purchased the 
first edition of the Codewarrior for Net Yaroze tools only. 

The latest full-featured Win/Mac version of CodeWarrior for Net Yaroze 
will be available at the end of October. If you have registered your 
copy with Metrowerks you will receive your new CD through the mail. If 
you are a North American or European customer and have not registered 
your copy, please visit the Metrowerks website at 
http://www.metrowerks.com/db/registerFM.qry?function=form and fill out 
the online form ASAP or send an e-mail to register@metrowerks.com. 


If you do not use CodeWarrior now but would like to license CodeWarrior 
for Net Yaroze please contact Sony Computer Entertainment America, Sony 
Computer Entertainment Europe, or Metrowerks. Please let us know if you 
have any additional questions. Thanks for being a CodeWarrior! 


Andy Price 
Corporate Sales 
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Metrowerks 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14732 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000102 


——MESSAGE FILE 14733 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000103 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Ed Federmeyer <fedeedw@charlie.cns.iit.edu> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Wed, 29 Oct 1997 22:26:54 -0600 

Organization: (no organization) 

Lines: 18 

Message-ID: <34580C8E.58FF@charlie.cns.iit.edu> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> 

Reply-To: fedeedw@charlie.cns.iit.edu 

NNTP-Posting-Host: charlie.cns.iit.edu 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.0C-GZone (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:223 scee.yaroze.be 
ginners:104 scee.yaroze.programming.codewarrior:103 


CodeWarrior Update 


To insure that all CodeWarrior customers are using the highest quality 
CodeWarrior for Net Yaroze tools we are offering a free update to 
customers who purchased the original version of CodeWarrior for Net 
Yaroze. This is a special one time offer for persons who purchased the 
first edition of the Codewarrior for Net Yaroze tools only. 


VVVVVVVV 


I thought when we register CodeWarrior tools, we automatically get 
two free updates. (I could be wrong on that, I tried poking around 
the Metrowerks Web site, but I can't get through to it at the moment 
for some reason). 


Is this saying for us "early adopters" we actually get three 
free updates, or is it saying we only get one free update? 


Ed Federmeyer 
—-MESSAGE FILE 14733 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000103 


——MESSAGE FILE 14734 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000104 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Thu, 30 Oct 1997 09:29:55 -0600 

Organization: Metrowerks 

Lines: 46 

Message-ID: <sumner-ya02408000R3010970929550001@news.scea.sony.com> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> <34580C8E.58FF@c 
harlie.cns.iit.edu> 

NNTP-Posting-Host: 198.214.227.135 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:224 scee.yaroze.be 
ginners:105 scee.yaroze.programming.codewarrior:104 
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Hi there, 
The Net Yaroze tools are a bit of a special case. 


Normally, if you purchase our full development kit (CodeWarrior for Mac or 
CodeWarrior for PlayStation) for $599 or $899 respectively, you get one 
year worth of updates. Now that we have gone to a 6 month cycle, this means 
one free update for each product. 


Our Discover series of tools that are not intended for commercial 
development (Discover Programming for Mac, Discover Java, CodeWarrior for 
Net Yaroze) are sold at a much lower price ($119 to $300) and don't come 
with updates. However, due to the admitted problems with the first Net 
Yaroze CD, we wanted to release a second version to all registered users 
for free. Hence, everyone is receiving CodeWarrior for Net Yaroze release 
2: 


I hope this answers your question. 
-Joel 


In article <34580C8E.58FF@charlie.cns.iit.edu>, fedeedw@charlie.cns.iit.edu 
wrote: 


>> 
>> CodeWarrior Update 

>> 

>> To insure that all CodeWarrior customers are using the highest quality 
>> CodeWarrior for Net Yaroze tools we are offering a free update to 

>> customers who purchased the original version of CodeWarrior for Net 

>> Yaroze. This is a special one time offer for persons who purchased the 
>> first edition of the Codewarrior for Net Yaroze tools only. 


> 
>I thought when we register CodeWarrior tools, we automatically get 
>two free updates. (I could be wrong on that, I tried poking around 


>the Metrowerks Web site, but I can't get through to it at the moment 
>for some reason). 

> 

>Is this saying for us "early adopters" we actually get three 

>free updates, or is it saying we only get one free update? 

> 

>Ed Federmeyer 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14734 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000104 


—--MESSAGE FILE 14735 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000105 

Path: chuka.playstation.co.uk!news 

From: Toby Sargeant <toby@forefront.com.au> 

Newsgroups: scea.yaroze.programming, scea.yaroze.programming.codewarrior, scee.yaroze. 
beginners, scee.yaroze.programming.codewarrior 

Subject: Re: [ANN] CodeWarrior Update 

Date: Fri, 31 Oct 1997 10:02:43 +1100 

Organization: Forefront Software Services 

Lines: 18 

Message-ID: <34591213.7044580A@forefront.com.au> 

References: <sumner-ya02408000R2910971401150001@news.scea.sony.com> <34580C8E.58FF@c 
harlie.cns.iit.edu> <sumner-ya02408000R3010970929550001@news.scea.sony.com> 
NNTP-Posting-Host: ws19.forefront.com.au 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (WinNT; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:227 scee.yaroze.be 
ginners:106 scee.yaroze.programming.codewarrior:105 


Joel Sumner wrote: 
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Our Discover series of tools that are not intended for commercial 
development (Discover Programming for Mac, Discover Java, CodeWarrior for 
Net Yaroze) are sold at a much lower price ($119 to $300) and don't come 
with updates. However, due to the admitted problems with the first Net 
Yaroze CD, we wanted to release a second version to all registered users 
for free. Hence, everyone is receiving CodeWarrior for Net Yaroze release 
2: 


VV V V V V V 


> 

So what you mean to say is that the when the documentation that playstation 
distributed, as well as the documentation that came with the compiler said 
‘two free updates', what it really should have said was 'two free updates, at 
least one of which you have to pay for'? Pity... 


> -Joel 
> 
Toby. 


—-MESSAGE FILE 14735 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000105 


——MESSAGE FILE 14736 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000106 

Path: chuka.playstation.co.uk!news 

From: Peter <hanno@lineone.net> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Global variables and debugging 

Date: Thu, 06 Nov 1997 19:01:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 8 

Message-ID: <346213FF.EF5@lineone.net> 
NNTP-Posting-Host: host5-99-55-94.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


I've just upgraded to Release 2. Problem is, when I'm stepping through 
my code with the debugger, I can't see any of the global variable 
values. The global structures aren't displayed at all in the variables 
window, and other variable types show zero values. 
Anyone else got this problem? I'd be grateful of some help, I had no 
such problems with the previous version. 
Thanks, 
Peter. 
—-MESSAGE FILE 14736 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000106 


--MESSAGE FILE 14737 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000107 

Path: chuka.playstation.co.uk!news 

From: Peter <hanno@lineone.net> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Global variables and debugging 

Date: Fri, 07 Nov 1997 18:33:19 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 6 

Message-ID: <34635EEF.5BE5@lineone.net> 
NNTP-Posting-Host: host5-99-56-20.btinternet.com 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 2.02 (Win95; I) 


I've just upgraded to Release 2. 

When I'm debugging my code, I can no longer see the global variables in 
the variables window. 

Anyone else had the same problem, and is there a solution? 

I'd be grateful of some help, 


Peter 
—-MESSAGE FILE 14737 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000107 
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—--MESSAGE FILE 14738 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000108 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Pete Rizzuto" <rizzuto@nospam.home.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: MWbload -» how do i specify paths? 

Date: Tue, 11 Nov 1997 23:19:00 -0500 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <64baj0$2i81@scea> 

NNTP-Posting-Host: cc202408-a.ebnsk1.nj.home.com 

X-Newsreader: Microsoft Outlook Express 4.71.1712.3 

X-MimeOLE: Produced By Microsoft MimeOLE V4.71.1712.3 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:241 scee.yaroze.pr 
ogramming.codewarrior:108 


Hi, 


I am using the codewarrior debug io library to load my tim data from 
my pc at runtime, instead of dealing with batchfiles and the like... 


i use the following pair of calls: 


MWRedirectI0O (__MWIO_CDROM) ; 
MWbload("cdrom:\sprite.tim", (void *) SPRITE_1); 


This works. However, if I move the sprite.tim file into a 
subdirectory on my PC, like "\yaroze\sprite.tim", or 
"varoze\demo\sprite.tim", etc... it fails. 


I have tried every combination of backslash and doublebackslash 
etc... nothing works... 


How do I specify a path? 


Thanks, 
Pete 


—-MESSAGE FILE 14738 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000108 


——MESSAGE FILE 14739 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000109 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: MWbload -» how do i specify paths? 

Date: Fri, 14 Nov 1997 15:49:39 -0600 

Organization: Metrowerks 

Lines: 42 

Message-ID: <sumner-ya02408000R1411971549390001@news.scea.sony.com> 

References: <64baj0$2i81@scea> 

NNTP-Posting-Host: mtwks208.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:243 scee.yaroze.pr 
ogramming.codewarrior:109 


In article <64baj0$2i81@scea>, "Pete Rizzuto" <rizzuto@nospam.home.com> wrote: 


>Hi, 

> 

>I am using the codewarrior debug io library to load my tim data from 
>my pc at runtime, instead of dealing with batchfiles and the like... 
> 

>i use the following pair of calls: 
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> 
>MWRedirectI10O (__MWIO_CDRO™M) ; 
>MWbload("cdrom:\sprite.tim", (void *) SPRITE_1); 


> 

>This works. However, if I move the sprite.tim file into a 
>subdirectory on my PC, like "\yaroze\sprite.tim", or 
>"yaroze\demo\sprite.tim", etc... it fails. 


The utilities assume a "base" directory that is set up by PSComUtil or the 
Debugger. Since 


>MWbload("cdrom:\sprite.tim", (void *) SPRITE_1); 
works, that means that the base directory is set up ok. 


If you want to go into a subdirectory, reference it as a relative path just 
like dos. 


You might try nuking the "cdrom:" That really isn't necessary. Thus 


>MWbload("mydata\sprite.tim", (void *) SPRITE_1); 


should work fine assuming that "mydata" is a subdirectory in your base 
directory. 


The base directory defaults to the same directory as your .pse file. 
However, you can change it in your debugger using the preference panel 
(after your open the .pse file) 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14739 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000109 


——MESSAGE FILE 14740 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000110 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Kevin Holbrook <Kevin_Holbrook@bmc.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scee.yaroze.pro 
gramming.codewarrior, scee.yaroze.freetalk 

Subject: PSX-EXE image format 

Date: Wed, 10 Dec 1997 00:05:54 -0600 

Organization: SCEA News Server 

Lines: 28 

Message-ID: <348E3142.1E73@bmc.com> 

Reply-To: Kevin_Holbrook@bmc.com 

NNTP-Posting-Host: dresden.bmc.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01 (Win95; 1) 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:178 scea.yaroze.programming.codew 
arrior:253 scee.yaroze.programming.codewarrior:110 


Is there any chance we could get the documentation or information 
specifying the layout of the PSX-EXE image format? 


I can get information about ELF quite readily which covers the gcc 
compiler. The Yaroze CodeWarrior system generates intermediate ELF code 
then uses a final phase linker to generate Sony's PSX-EXE image format. 


I've figured out a bit but it is slow going looking at hex code. 

Why does Sony have to pad out the image and why the nice string like 
"Sony Computer Entertainment Inc. for XYZ area" wasting space in the 
image? I would hope the loader just checks this and then starts loading 
into memory from another offset. I'm sure there is a country code in 
there somewhere. CodeWarrior Yaroze generates "Sony Computer 
Entertainment Inc. for Japan area" by the way. 8-) 
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Why do I want this you might ask? 

Well I want to write a utility that transparently calls the correct 
loader, whether it be siocons or the Metrowerks stuff. It should be 
possible to write a generic loader for both formats. 


It also wouldn't be too terrible to support dynamic code loading, which 
I assume is what the overlays mentioned in places for professional PS 
development are for. Their format would be nice to know as well. 


Sony, please share with us.... 


Kevin Holbrook 
100% PSX Enthusiast 
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—-MESSAGE FILE 14740 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000110 


——MESSAGE FILE 14741 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000111 
Path: chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 


Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scee.yaroze.pro 


gramming.codewarrior, scee.yaroze.freetalk 

Subject: Re: PSX-EXE image format 

Date: Wed, 10 Dec 1997 19:58:37 GMT 

Organization: SN Systems 

Lines: 27 

Message-ID: <348ef301.1832079@news.playstation.co.uk> 
References: <348E3142.1E73@bmc.com> 

Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 


Xref: chuka.playstation.co.uk scea.yaroze.freetalk:180 scea.yaroze.programming.codew 


arrior:254 scee.yaroze.programming.codewarrior:111 


Kevin Holbrook <Kevin_Holbrook@bmc.com> wrote: 

>It also wouldn't be too terrible to support dynamic code loading, which 
>I assume is what the overlays mentioned in places for professional PS 
>development are for. Their format would be nice to know as well. 


Overlays aren't dynamically linked. It's just a mechanism where you 
place chunks of code at the same address and output them as different 
files. The linker fixes it up properly without particularly caring 
that it's just located two functions at the same address, and it's up 
to you to make sure that you've loaded the correct block of code into 
memory during game execution before you call any of the functions 
which are inside it. 


The format used for overlay files is pure binary, which I wouldn't 
regard as a particular trade secret. The reason is that the last thing 
you want, if you're using overlays to minimise RAM wastage, is for the 
overlay mechanism to require basically a runtime linker, which is what 
shared-object systems such as Unix and Win32 have lurking in memory at 
all times. 


I don't know whether you could do this with the GNU linker in one 
pass; our linker is customised to do this since it would be a pain for 
the developers to write ten extra linker scripts if they wanted ten 
overlays. So you'll probably need to link each overlay in a separate 
command. Don't see why the technique shouldn't be possible, though. 


- Gil 


—-MESSAGE FILE 14741 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000111 


—-MESSAGE FILE 14742 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000112 
Path: chuka.playstation.co.uk!news 
From: gil@snsys.com (Gil Jaysmith) 


Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 


Subject: Re: PSX-EXE image format 
Date: Thu, 11 Dec 1997 12:02:19 GMT 
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Organization: SN Systems 

Lines: 11 

Message-ID: <348fd511.2656279@news.playstation.co.uk> 

References: <348E3142.1E73@bmc.com> <348ef301.1832079@news.playstation.co.uk> 
Reply-To: gil@snsys.com 

NNTP-Posting-Host: trish.snsys.com 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:255 scee.yaroze.pr 
ogramming.codewarrior:112 


gil@snsys.com (cute guy, looks a bit like me) wrote: 
>pass; our linker is customised to do this since it would be a pain for 


Whoops, didn't notice this was crossposted. 'Our' doesn't mean 
"Metrowerks', in case anyone is unaware that SN Systems and Metrowerks 
are the two vendors of professional PSX dev tools. Both SN's official 
Sony devkit and the CodeWarrior professional edition support overlays, 
but in different ways. We both have bespoke linkers which minimise the 
work you need to put into structuring your game. 


—-MESSAGE FILE 14742 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000112 


--MESSAGE FILE 14743 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000113 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Now I'm getting REALLY mad! 

Date: Thu, 11 Dec 1997 19:14:50 +0100 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 37 

Message-ID: <34902D9A.A58C5281@tin.it> 
NNTP-Posting-Host: Genova7-3.tin.it 
Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Now I say: 
How is possible to have a PSX that could make wonderful games and don't 
be able to professional develop a big full game?! ?!?!?!?!?!12!2!2! 

I'm writing this because I'm really tired to work with this buggy 
Codewarrior and this powerful but "too hard to debug program" GNU 
compiler. 

But I ask : Senior developers have to work with such problems or they 
have good library manuals and more powerful develop tools? 

I have make a lot of silly libraries and test programs to learn how to 
use the Yaroze to make games and now that I have written 4000+ line of 
code in my first full game, Codewarrior (2.0.3) is giving me a lot of 
problems and Metrowerks is evading my bugs reports! 

Now I'm wasting a lot of time to make Codewarrior run my routines! 

I've a little time every day to work on the Yaroze and I'm wasting it 
trying to make Codewarrior works. 

When something in my program don't run I have to check if it's a 
Codewarrior problem and sometime I have to rewrite code to make 
Codewarrior understand it in the right way! 

I have thought to put Codewarrior in the basket but trying to debug my 
game on GNU with my little time is quite impossible! 

Do I have to program only little games or demos and put them into the 
net? 

Do I have to look for a Software House to make my games become real? 


Hey SONY what about you? Your programmers are working with such silly 
problems? If the answer is no, why junior developers have to waste a 
lot of time due to horrible manuals and tools? 


And you friend programmers what you think about this BIG problem that is 
seriously delaying our dreams? 


Vanderik from Team Vanderik 
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KKEKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 

for games developers? 

* k x k k KKK KKK k x k k k KKK k x x x < < x x x =< 

--MESSAGE FILE 14743 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000113 


——MESSAGE FILE 14744 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000114 

Path: chuka.playstation.co.uk!news 

From: Darren Fahy <dfahy@netcomuk.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior, scee.yaroze.problems.pc 

Subject: Codewarrior Demo Programs 

Date: Thu, 11 Dec 1997 23:56:50 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 22 

Message-ID: <34907DC2.A299217C@netcomuk.co.uk> 

NNTP-Posting-Host: dialup-20-54.netcomuk.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:114 scee.yaroze.pr 
oblems.pc:54 


Help!!!! 


I'm trying to run the 2d tutorial programs that come with Codewarrior 
2.0, but am having no look. 


The problems I'm having are as follows: 


1. Sometimes when I run the batch program it downloads everything to 
the yaroze ok, 
but when it comes to run it the display is all over the place, 
it looks like it is 
displaying the same picture three times. 


2. Sometimes it downloads everything ok, but when it comes to run 
the program I get a 
Address or Bus Error. 


I hope somebody can help me?? 


Thanks 
Darren. 


—-MESSAGE FILE 14744 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000114 


——MESSAGE FILE 14745 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000115 

Path: chuka.playstation.co.uk!news 

From: "CRAIG GRAHAM" <c_graham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Now I'm getting REALLY mad! 

Date: 15 Dec 1997 11:43:26 GMT 

Organization: Intelligent Research Ltd 

Lines: 107 

Message-ID: <01bd094f$aa411420S$6c0b0a0a@newcastle.twowaytv.co.uk> 
References: <34902D9A.A58C5281@tin.it> 

NNTP-Posting-Host: 194.131.235.3 

X-Newsreader: Microsoft Internet News 4.70.1161 


Giulio <vanderik@tin.it> wrote in article <34902D9A.A58C5281@tin.it>... 
> Now I say: 
> How is possible to have a PSX that could make wonderful games and don't 
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I'm writing this because I'm really tired to work with this buggy 
Codewarrior and this powerful but "too hard to debug program" GNU 
compiler. 

But I ask : Senior developers have to work with such problems or they 
have good library manuals and more powerful develop tools? 


VVVVYV 


We actually use CodeWarrior for 'real' development work, and although 

it does have problems in some areas (particularly the editor and the 
linker), 

it isn't all that bad. The alternative system (for developers) is from SN 
Systems, 

but their full debug system (PsyQ) will only work on a full Sony developer 
system (which is nothing like a Yaroze, it's a PCI card for the PC). 


It's quite feasible (indeed, much easier) to use the Yaroze + CodeWarrior 
to develop a full (large) game with, rather than using GCC on Yaroze due 
mostly to the FileServer feature of CodeWarrior - you can put so much more 
in terms of graphics and sound into your game if you don't have to allocate 
memory for stuff that's getting copied into the frame buffer or audio ram. 


SN System's stuff for full dev systems provides this functionality (and 
much more 
besides), but it you pay for it...and the numbers are large I can tell you. 


I have make a lot of silly libraries and test programs to learn how to 
use the Yaroze to make games and now that I have written 4000+ line of 
code in my first full game, Codewarrior (2.0.3) is giving me a lot of 
problems and Metrowerks is evading my bugs reports! 


VV V V 


The bug's in CodeWarrior aren't generally related to the code generation 

— they tend to be linker/debugger related. I've done a couple of 30000 line 
games under CodeWarrior now, and they work quite well. I also did one 

under CW-Yaroze of roughly the same size to see if it was feasible - and 

it most definitely is. 


Now I'm wasting a lot of time to make Codewarrior run my routines! 
I've a little time every day to work On the Yaroze and I'm wasting it 
trying to make Codewarrior works. 

When something in my program don't run I have to check if it's a 
Codewarrior problem and sometime I have to rewrite code to make 
Codewarrior understand it in the right way! 


VV V V V V 


I've not encountered that problem - even when porting AI code from PC 
game engines. Mostly it's not being explicit with you data structure 
externs and function prototypes that causes the problems. 


> I have thought to put Codewarrior in the basket but trying to debug my 
> game on GNU with my little time is quite impossible! 

> Do I have to program only little games or demos and put them into the 

> net? 

It's a good point to start at - do some small ones, include a few flash 

effects 


in each one, add the effects together into a big one, voila... 
> Do I have to look for a Software House to make my games become real? 


In the end, yes, because to do the full monty, with FMV and stuff you 
really 
need the full system - and to get the most out of the hardware you need 
the performance anaylser card to profile your code at system bus level. 


> Hey SONY what about you? Your programmers are working with such silly 
> problems? If the answer is no, why junior developers have to waste a 
> lot of time due to horrible manuals and tools? 


The manuals are translations from Japanese, contain a few errors and 
ommisions, but for someone who's clued up it takes about 2 monthes to 
get your head round what's really going on. 


There isn't really a Junior developers/senior developers divide - anyone 
can become a full licensed developer - just call Sony, tell them your ideas 
and fork out the money for their developer tools. We did. Be warned though, 
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it's nowhere near as easy to use as a Yaroze..... 


I remember the days of the Atari ST - anyone could go out and buy a 
compiler 

for it and write games, but that didn't make everyone a developer - you had 
to 

fork out a shit load of money to atari for the full developer documentation 
and 
their official compiler - and the third party ones were loads better 
anyway. 


> And you friend programmers what you think about this BIG problem that is 
> seriously delaying our dreams? 


It's not that major - the setup is very useable. A Yaroze with CodeWarrior 
is 

much better than several comercial embedded system development 

enviroments for other platforms (Microtec Research, Greenhills, etc) 

which cost 50 times as much (or more). 


> Why in Italy there's no support 
> for games developers? 


You have football, what else do you need? 


Craig. 
cgraham@intelligent-group.com 


—-MESSAGE FILE 14745 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000115 


—-MESSAGE FILE 14746 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000116 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Now I'm getting REALLY mad! 

Date: Tue, 16 Dec 1997 23:11:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 78 

Message-ID: <3496FC87.B1ADO7DF@tin.it> 

References: <34902D9A.A58C5281@tin.it> <01bd094f$aa411420S6c0b0a0a@newcastle.twowayt 
v.co.uk> 

NNTP-Posting-Host: Genova9-125.tin.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


CRAIG GRAHAM wrote: 


> The bug's in CodeWarrior aren't generally related to the code generation 
> — they tend to be linker/debugger related. 


I'll tell you an example of CW compiler big BUG: 

I've defined a Struct named SpriteType with a pointer to a GsSPRITE 
inside it and some other stuff for motion and animation clocks etc... 
Then I have defined a pointer to that struct and a simple variable 
related to that (just think at Sprite, *SpritePtr). 

Well I have tried to use an array of Sprite (no problem) and some 
SpritePtr as globals. You have to know that I have got no errors from 
the compiler (because there was no error) but CW refused to allocate 
memory for the pointer and I had had to define a Sprite Pippo[1] to use 
a pointer to a SpriteType. 

An array of only an item to make a pointer that CW understands and 
allocates memory for that ugly thing!!!! 

Maybe I'm wrong and it's an error of mine, but why Metrowerks told me 
nothing about this? 

And about the debugger, where I can read the globals I have defined in 
my projects? I have to see how they change during program flow but I was 
not be able to find them in any debugger windows and I can see them only 
if a use them in a function defined to use them as parameters. 
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> I've not encountered that problem - even when porting AI code from PC 
> game engines. Mostly it's not being explicit with you data structure 
> externs and function prototypes that causes the problems. 


You write as you have big experience in game programming, lucky you... 
I have no big experience in game programming but I have developed 
programs for the university about neural networks, operational 
research, robotics and automation and my knowledge of C is good enough 
to think that if I could have a better C compiler-debugger-linker-ecc I 
could use the little time I have learning game programming and not "How 
to make patches for CW bugs" 


> It's a good point to start at - do some small ones, include a few flash 
> effects 
> in each one, add the effects together into a big one, voila... 


I have already written that I have done and tested some libraries for 
the PSX (SoundLib, PadLib, SpriteLib, VideoLib, FontLib, BgLib) and that 
I know a little programming, I don't want lessons in programming THANKS 
if you want to give me and the group suggestions you are welcome but 
don't be arrogant if you want to be considered a friend, PLEASE. 


> The manuals are translations from Japanese, contain a few errors and 
> ommisions, but for someone who's clued up it takes about 2 monthes to 
> get your head round what's really going on. 


My disappoint wasn't focused on the manuals they are useful only as just 
a "reference" and I have understood I have to learn PSX programming by 
myself and this really does not afraid me at all. 


There isn't really a Junior developers/senior developers divide - anyone 
can become a full licensed developer - just call Sony, tell them your ideas 
and fork out the money for their developer tools. We did. Be warned though, 
it's nowhere near as easy to use as a Yaroze..... 


V V V V 


This is the point: I mean that junior developers are persons which have 
little experience in game programming and so need more time and help to 
became a senior more experienced developer. 

It's too easy to say " Anyone can become a full licensed 

developer ", you need experience and support to become a full senior 
developer, at last I think this way. 


> You have football, what else do you need? 


I don't like football... I only wish a big software house next to my 
house that could help me to make my ideas become true. 


Cheers, 
Giulio 


* k k k k k k k k k k k k k k k k k k k k k k k k k k k k < K 


Why in Italy there's no support 

for games developers? 

* k K x k k < k K K < k K < k K < k k K K k x K x x < x x x *< 

——MESSAGE FILE 14746 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000116 


——MESSAGE FILE 14747 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000117 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgrahamQintelligent-groupb.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Now I'm getting REALLY mad! 

Date: 18 Dec 1997 02:18:16 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 204 

Message-ID: <01bd0a92$e4e72b20$LocalHost@Angelal.intelligent-group.com> 

References: <34902D9A.A58C5281@tin.it> <01bd094f$aa411420S6c0b0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1AD07DF@tin.it> 

NNTP-Posting-Host: 1125.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 
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Giulio <vanderik@tin.it> wrote in article <3496FC87.B1ADO7DF@tin.it>... 
> CRAIG GRAHAM wrote: 

> 

> > The bug's in CodeWarrior aren't generally related to the code 
generation 

> > — they tend to be linker/debugger related. 


I'll tell you an example of CW compiler big BUG: 

I've defined a Struct named SpriteType with a pointer to a GsSPRITE 
inside it and some other stuff for motion and animation clocks etc... 
Then I have defined a pointer to that struct and a simple variable 
related to that (just think at Sprite, *SpritePtr). 

Well I have tried to use an array of Sprite (no problem) and some 
SpritePtr as globals. You have to know that I have got no errors from 
the compiler (because there was no error) but CW refused to allocate 
memory for the pointer and I had had to define a Sprite Pippo[1] to use 
a pointer to a SpriteType. 


VVVVVVVVV VV 


Hmm. I've tried to recreat what you describe and may not have got it 
(post the code if this is wrong): 


typedef struct { 
int test_varl; 
GsSPRITE *sprt; 
} Sprite; 


Sprite *ptrSpritel, *ptrSprite2,arrSprite[1]; 


main() 

{ 
ptrSpritel=NULL; 
//ptrSprite2=NULL; 
arrSprite[0].test_var1l=4; 

} 


When compiled, the sbss link map section looks like: 


-sbss section layout 


Starting Virtual 
address Size address 
00000000 000004 80090240 4 ptrSpritel main.c 
00000004 000008 80090244 4 arrSprite main.c 
No memory was allocated for ptrSprite2 - but if you uncomment the line 


I commented out, then another entry will appear in sbss for ptrSprite2. 
It's just been optimised out by the compiler as it wasn't referanced. 


If you look at ptrSpritel and arrSprite in the variables window, you'll see 


arrSprite 0x80090244 
ptrSpritel 0x00000000 


The reason for that is easy. arrSprite is (in theory) a pointer to 
something 

that exists. ptrSpritel isn't pointing at anything. The number in the 
variable 

window is the contents of the pointer. To get the memory address allocated 
to ptrSpritel, click on it and select "Copy To Expression". Now, edit the 
expression to read &ptrSpritel (ie. the address of the pointer variable). 
You should see: 


éptrSpritel 0x80090240 


All working fine. 


One bug I have come across is having a C file with nothing but variables 
in it will cause the symptoms you're seeing (no memory allocated to the 
vars). Stick the vars into a file with code in it as well and the problem 
goes 
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away. 


An array of only an item to make a pointer that CW understands and 
allocates memory for that ugly thing!!!! 

Maybe I'm wrong and it's an error of mine, but why Metrowerks told me 
nothing about this? 


Post your code, I'm happy to take a look at it (as would anyone). 


And about the debugger, where I can read the globals I have defined in 
my projects? I have to see how they change during program flow but I was 
not be able to find them in any debugger windows and I can see them only 
if a use them in a function defined to use them as parameters. 


lobals are listed in the browser window. Click on the file with the global 


G 
y 
want to look at, a list of globals from that file then appears in the 
globals pane 

of the browser window. 

> You write as you have big experience in game programming, lucky you... 
> I have no big experience in game programming but I have developed 

> programs for the university about neural networks, operational 

> research, robotics and automation and my knowledge of C is good enough 
> to think that if I could have a better C compiler-debugger-linker-ecc I 
> could use the little time I have learning game programming and not "How 
> to make patches for CW bugs" 


Come now, as I said before, you're working with a limited market embedded 
system here. That you're getting any sort of dev system for the money is 
amazing enough. The bugs in Code Warrior aren't nearly that bad. Of course 
there are better compilers that folks use at Uni (on workstations, 
mainframes 

and PC's). I used them myself, but you have to accept that they have much 
larger potential markets esp. on the PC (even then, Visual C++ has as many 
debugger problems as code warrior), and proportionally more time & effort 
goes into them. You have to make allowances..... 


> It's a good point to start at - do some small ones, include a few flash 
effects 
> in each one, add the effects together into a big one, voila... 


v 


I have already written that I have done and tested some libraries for 
the PSX (SoundLib, PadLib, SpriteLib, VideoLib, FontLib, BgLib) and that 
> I know a little programming, I don't want lessons in programming THANKS 


VV V V V V 


That's a shame - I always want lessons in programming. I left college 
thinking 

I was shit hot, then met some folks who were so much better than me it was 
embaressing. But I learned loads from them, and still do. There's always 
more to learn... 


> if you want to give me and the group suggestions you are welcome but 
> don't be arrogant if you want to be considered a friend, PLEASE. 


I don't like to think of myself as arrogant. What I described was how I 
actually 

work. I still do actually, if I want a new effect I do it stand alone, then 
do a 
library with it in, then I can add it into other code. It all builds up 
from known 

working bits. 


> > There isn't really a Junior developers/senior developers divide - 
anyone 


> > can become a full licensed developer - just call Sony, tell them your 
ideas 

> > and fork out the money for their developer tools. We did. Be warned 
though, 

> > it's nowhere near as easy to use as a Yaroze..... 

> 


> This is the point: I mean that junior developers are persons which have 
> little experience in game programming and so need more time and help to 
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> became a senior more experienced developer. 


Not really, I'd not written a commercial game ever before becomming a 
developer. 

I did system software for Interactive TV (OS design, Virtual Machine 
implementation), 

and before that Spacecraft electronics design. I just read an article on 
Rare, and 

they said that the guys who wrote Goldeneye on the Nintendo had never 
written 

a game before that either (it's their first project). 


> It's too easy to say " Anyone can become a full licensed 
> developer ", you need experience and support to become a full senior 
> developer, at last I think this way. 


Good ideas and talent count for a lot as well. I'd hope they count for 
more.... 

but ok, I take your point. Sony are very free with the dev kits really 
though, 

compared to Nintendo anyway. It took a long time to get approval, but 
that's mostly proving that a team with no track record can come up with the 
goods. You could buy a dev kit without concept approval, but it might be a 
waste of money as they could then refuse to allow a release. 


Here's the path to being a developer (well, the one we took): 


1) Email Sony to say you want to be a developer. 


2) Email Sony again 'coz they've ignored the first mail. 
3) Phone, fax, NDA, etc... 
4) Meet Sony to explain you ideas. 


5) Go away until you've got some concept graphics (storyboards, renderings, 
CEC). 


6) Meet Sony again. 
7) Go away until you've got some more concept graphics. 
8) Get approval. Hurray - you're now a developer. 


9) Don't tell anyone anything beyond this point or you're not a developer 
for long j; ( 


> I don't like football... I only wish a big software house next to my 
> house that could help me to make my ideas become true. 


Move house. That's what I had to do.... 
Craig. 


Note to Paul Holman & co at Sony Dev Support (who may read this): 
I'm fairly sure I've not breached the NDA here. Contact me if there's a 
problem.... 


—-MESSAGE FILE 14747 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000117 


——MESSAGE FILE 14748 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000118 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scee.yaroze.problems.pc 

Subject: Re: Codewarrior Demo Programs 

Date: Thu, 18 Dec 1997 22:35:30 -0600 

Organization: Metrowerks 

Lines: 34 

Message-ID: <sumner-ya02408000R1812972235300001@news.scea.sony.com> 
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References: <34907DC2.A299217C@netcomuk.co.uk> 

NNTP-Posting-Host: mtwks118.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:118 scee.yaroze.pr 
oblems.pc:56 


Did you reset the Net Yaroze before running the example? Even though we 
don't require a reset, some of the examples don't do enough setup or 
shutdown to put the PlayStation back into a stable state. 


-Joel 


In article <34907DC2.A299217C@netcomuk.co.uk>, Darren Fahy 
<dfahy@netcomuk.co.uk> wrote: 


>Help!!!! 

> 

>I'm trying to run the 2d tutorial programs that come with Codewarrior 
>2.0, but am having no look. 


> 

>The problems I'm having are as follows: 

> 

> 1. Sometimes when I run the batch program it downloads everything to 
>the yaroze ok, 

> but when it comes to run it the display is all over the place, 
>it looks like it is 

> displaying the same picture three times. 

> 

> 2. Sometimes it downloads everything ok, but when it comes to run 
>the program I get a 

> Address or Bus Error. 

> 

>I hope somebody can help me?? 

> 

>Thanks 


> Darren. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14748 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000118 


——MESSAGE FILE 14749 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000119 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Now I'm getting REALLY mad! 

Date: Fri, 19 Dec 1997 17:11:13 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 115 

Message-ID: <349A9CA1.7E336240@tin.it> 

References: <34902D9A.A58C5281@tin.it> <01bd094fS$aa411420S6cO0b0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
-group .com> 

NNTP-Posting-Host: Genova7-45.tin.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Craig Graham wrote: 


> Hmm. I've tried to recreat what you describe and may not have got it 
(post the code if this is wrong): 


typedef struct { 


> 
> 
> 
> int test_varl; 
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GsSSPRITE *sprt; 
} Sprite; 


VV V V 


Sprite *ptrSpritel, *ptrSprite2,arrSprite[1]; 


I hope you are using version 2.0.3 of the compiler that I think is the 
last posted by Metrowerks. 
Oks' look and try this one: 


typedef struct SpriteType 
{ 


GsSSPRITE *SprBody // Body of the sprite using library 


Ա 
int SprOld_X,SprOld_Y ; // Old sprite's position 
u_char AnimClock ; // Animation clock 
u_char AnimSpeed ; // Animation speed 
u_char MotionClock ; // Motion clock 
u_char MotionSpeed ; // Motion speed 
u_char CurrentFrame ; // Current frame being displayed 
u_char NumF rames ; // Total number of frames 
u_char State ; // State of the sprite (Dead, Alive...) 
u_char Hits ; // How many hits the sprite has got 
u_char Doing ; // What the sprite is doing 
u_char Type ; // What kind of sprite is 


// being processed 
// Other sprite related variables.... 
} Sprite, *SpritePtr ; 


Sprite PlayerOne [1] ; // Ugly struct of player one that 
// I must use to make my program run 
// using PlayerOne as a pointer 


// SpritePtr PlayerOne ; // Right pointer def that it's not usable 
// Sprite *PlayerOne ; // Bh,eh too easy to be able to use this 


Now I can tell you that during code generation the CW has not gave me 
any problem but the debugger during PlayerOne initialization gave me a 
Bus error or memory load/fetch error (I don't remember). 

I have spent some days trying all to make it works finally I have 
defined an array of a single element (that could be called a pointer) 
and it works! 
The only thing you will probably notice (if you try it) in the project 
window under the colums related to data size that with the right two 
definition of pointer CW will not grow up the number but with the array 
of only one element the number will grow up.( at last in my project this 
is the way it works...) 

Now I have two ways keep on with my ugly array or change all my sprite 
related functions calls. 

Try this if you want, if you need more code I will post it to you ina 
different way. 


Globals are listed in the browser window. Click on the file with the global 
you 

want to look at, a list of globals from that file then appears in the 
g 

° 


lobals pane 
f the browser window. 


V V V V V 


I know the presence of that windows but it seems that the debugger (ver 
1.7.6) shows me only look up tables and some other variables (two or 
three). The previos version of Metrowerks Yaroze debuggers had not this 
problem, if I remember well... 

So if I defines a GsSprite Pippo or a Sprite Lollo as globals I will not 
be able to watch theirs changes during program flow if they are not 
processed inside a function that use one of them. 

Moreover on discussion groups I have read that other guys have got the 
same problem with globals and that Metrowerks is evading them too. 


Come now, as I said before, you're working with a limited market embedded 
system here. That you're getting any sort of dev system for the money is 
amazing enough. The bugs in Code Warrior aren't nearly that bad. Of course 
there are better compilers that folks use at Uni (on workstations, 
mainframes 

and PC's). I used them myself, but you have to accept that they have much 
larger potential markets esp. on the PC (even then, Visual C++ has as many 


VV VV V V V 
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> debugger problems as code warrior), and proportionally more time & effort 
> goes into them. You have to make allowances..... 


I have same thoughts but I wanted to scream my disappoint 'cause I wish 
to become a senior developer but all around me seems to go the wrong 
way! As I have already written I have little time to write code 'cause I 
get no money from this and I need some to live (as everyone I think). 

I hope that with a degree in systems engineering, some experience and 
works to show I could get a full work as a game developer here in Italy 
or (better) in other states. 
So understand me when I go mad for a company that sells a buggy IDE 
causing loss of time for nothing. 
What is very nice is that Metrowerks thanks you for being a CodeWarrior, 
but please be serious, we need a good IDE and not a lot of silly words. 


> Here's the path to being a developer (well, the one we took): 


Thanks for your suggestions (as I have written advices are always 
welcome). 

I have rendered graphics, music and sound ready for my game (I'm also a 
musician with a wonderful Yamaha electronic keyboard and a friend of 
mine use Lightwave 5 at a good level) but my game is not thought to be a 
game to sell in the big market but the first presentation card to find a 
full time job as a developer. 

I know that to make a best selling game I need a real team and I really 
lack one but I'm sure that if I'll be able to show what I can do alone 
I'll also be able to find a software house ready to bet on me. 


Cheers, 
Giulio 


KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKK 


Why in Italy there's no support 

for games developers? 

KKEKKKKKK x k KKK k k k < K k k x x x x x x x x =< 

—-MESSAGE FILE 14749 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000119 


——MESSAGE FILE 14750 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000120 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior, 
scea.yaroze.freetalk, scee.yaroze.freetalk 

Subject: Pointer usage (Was Re: Now I'm getting REALLY mad!) 

Followup-To: scee.yaroze.programming.codewarrior 

Date: Fri, 19 Dec 1997 12:01:20 -0600 

Organization: Metrowerks 

Lines: 94 

Message-ID: <sumner-ya02408000R1912971201200001@news.scea.sony.com> 

References: <34902D9A.A58C5281@tin.it> <01bd094f$aa411420S6cO0b0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
-ցքօսք.Շօո» <349A9CA1.7E336240@tin.it> 

NNTP-Posting-Host: mtwks134.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:120 scea.yaroze.pr 
ogramming.codewarrior:262 scea.yaroze.freetalk:194 


Hi Guilio, 
I'm glad you posted your source for this. I think I know what's going 
on. This may be helpful for others having this problem. 


In article <349A9CA1.7E336240@tin.it>, Giulio <vanderik@tin.it> wrote: 


>typedef struct SpriteType 


>{ 
> GsSPRITE *SprBody ; // Body of the sprite using library 
> int SprOld_X,SprOld_Y ; // Old sprite's position 


> u_char AnimClock ; // Animation clock 
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> u_char AnimSpeed ; // Animation speed 

> u_char MotionClock ; // Motion clock 

> u_char MotionSpeed ; // Motion speed 

> u_char CurrentFrame ; // Current frame being displayed 

> u_char NumF rames ; // Total number of frames 

> u_char State ; // State of the sprite (Dead, Alive...) 
> u_char Hits ; // How many hits the sprite has got 
> u_char Doing ; // What the sprite is doing 

> u_char Type ; // What kind of sprite is 

> // being processed 

> // Other sprite related variables.... 

>} Sprite, *SpritePtr ; 

> 

>Sprite PlayerOne [1] ; // Ugly struct of player one that 

> // I must use to make my program run 

> // using PlayerOne as a pointer 

> 

>// SpritePtr PlayerOne ; // Right pointer def that it's not usable 
>// Sprite *PlayerOne ; // Bh,eh too easy to be able to use this 


I think I see your original problem. Defining a *pointer* to a type, does 


not allocate space for the type itself. When you do the following 
SpritePtr PlayerOne; 

You have allocated space for a POINTER to a structure. Not the structure 
itself. You can't use this pointer until you tell it to point to something 
(a SpriteType structure). So how do you make space for a SpriteType 
structure? There are two ways. 

1) Have the compiler generate space for it. 

The following code sequence will do this 


// allocate space for two SpriteType objects 
Sprite gSprite[2]; 


// set the PlayerOne to point to an area in memory that holds a Sprite object 
SpritePtr PlayerOne=é&gSprite[0]; 


// set the PlayerTwo pointer to point to an area in memory that holds a 
Sprite object 
SpritePtr PlayerTwo=égSprite[1]; 


2) Allocate it at runtime. 

The above sequence works because you know at compile-time how many players 
you are going to support (max two). However, maybe you only want to 
allocate space for the second player if they have selected a multi-player 
game. You can allocate memory at runtime using the "malloc()" library 
function. 


// Allocate space for the POINTERs to the SPRITE objects, 
objects themselves. 

SpritePtr PlayerOne; 

SpritePtr PlayerTwo; 


not the SPRITE 


PlayerOne=(SpritePtr)malloc(sizeof (SPRITE) ); 

PlayerOne 

if (numPlayers==2) 

PlayerTwo=(SpritePtr)malloc(sizeof (SPRITE) ); 

else 
PlayerTwo=NULL; 

using them. 


// allocate memory for 


// allocate memory for PlayerTwo 


// always initialize pointers, 
It helps catch runtime errors 


even if you are not 


One thing you need to do if you malloc() memory is free() 
done. Thus, at the end of your game, you should 


it when you are 


// release memory from the heap. 
free (PlayerOne) ; 
free (PlayerTwo) ; 


(note: in order to use malloc(), you must call Init_Heap(). See the 
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_psstart.c file for information on doing this) 


I hope this helped. If you have any other code questions, please don't 
hesitate to post examples. There are a lot of people here who can help. 


(followups to scee.yaroze.programming.codewarrior) 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14750 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000120 


--MESSAGE FILE 14751 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000121 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Pointer usage (Was Re: Now I'm getting REALLY mad!) 

Date: Sun, 21 Dec 1997 11:18:55 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 61 

Message-ID: <349CEDOF.A1B363A0@tin.it> 

References: <34902D9A.A58C5281@tin.it> <01bd094fS$aa411420S6cO0Ob0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
-ցքօսք.Շօո» <349A9CA1.7E336240@tin.it> <sumner-ya02408000R1912971201200001@news.scea 
. sony . com> 

NNTP-Posting-Host: Genova9-89.tin.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: Joel Sumner <sumner@austin.metrowerks.com> 


Joel Sumner wrote: 
Hi Guilio, 

I'm glad you posted your source for this. I think I know what's going 
on. This may be helpful for others having this problem. 


In article <349A9CA1.7E336240@tin.it>, Giulio <vanderik@tin.it> wrote: 


>typedef struct SpriteType 


I think I see your original problem. Defining a *pointer* to a type, does 
not allocate space for the type itself. When you do the following 


SpritePtr PlayerOne; 


> 

> 

> 

> 

> 

> 

> 

> 

> >í 

> > GsSPRITE *SprBody ; // Body of the sprite using library 
>> int SprOld_X,SprOld_Y ; // Old sprite's position 

> > u_char AnimClock ; // Animation clock 

> > u_char AnimSpeed ; // Animation speed 

> > u_char MotionClock ; // Motion clock 

> > u_char MotionSpeed ; // Motion speed 

> > u_char CurrentFrame ; // Current frame being displayed 

> > u_char NumF rames ; // Total number of frames 

> > u_char State ; // State of the sprite (Dead, Alive...) 
> > u_char Hits ; // How many hits the sprite has got 
> > u_char Doing ; // What the sprite is doing 

> > u_char Type ; // What kind of sprite is 

>> // being processed 

> > // Other sprite related variables.... 

> >} Sprite, *SpritePtr ; 

>> 

> >Sprite PlayerOne [1] ; // Ugly struct of player one that 

> > // I must use to make my program run 

> > // using PlayerOne as a pointer 

>> 

> >// SpritePtr PlayerOne ; // Right pointer def that it's not usable 
> >// Sprite *PlayerOne ; // Eh,eh too easy to be able to use this 
> 

> 

> 

> 

> 

> 
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You have allocated space for a POINTER to a structure. Not the structure 
itself. You can't use this pointer until you tell it to point to something 
(a SpriteType structure). So how do you make space for a SpriteType 
structure? There are two ways. 


V V V V 


Ok maybe you got my in this way Dbecause usually I use dynamic memory 
allocation but in a game for a console I think it's not necessary 'cause 
you have a "rigid" environment and you have to make all fit in your 
memory so if in the worse case you have fourthy structure on line you 
must have enought memory for all the structure. (It's true or I'm wrong?) 
So I have tought that the compiler allocate a static piece of memory 
alone without I have to tell it. But I don't understand why the Sprite 
*PlayerOne def is wrong, yet. It should work without malloc, I'm sure I 
have use something like it in other programs and it should work. 

I have to malloc also in this way? 


Please now tell me something about the debugger (that is the REAL 
problem) where are gone my globals? I can't see them in any debugger's 
window (As I have already written I can see only some look up tables and 
two or three variables) 


Cheers, 

Giulio 

—-MESSAGE FILE 14751 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000121 


--MESSAGE FILE 14752 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000122 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Pointer usage (Was Re: Now I'm getting REALLY mad!) 

Date: 21 Dec 1997 22:45:38 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <0lbd0d9a$48550ce0S$8£d449c2@Angelal.intelligent-—group. com> 

References: <34902D9A.A58C5281@tin.it> <01bd094fS$aa411420S6cO0b0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
-ցքօսք.Շօո» <349A9CA1.7E336240@tin.it> <sumner-ya02408000R1912971201200001@news.scea 
-sony.com> <349CEDOF.A1B363A0@tin.it> 

NNTP-Posting-Host: 1143.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


iulio <vanderik@tin.it> wrote in article <349CEDOF.A1B363A0@tin.it>... 

> >// SpritePtr PlayerOne ; // Right pointer def that it's not usable 
> >// Sprite *PlayerOne ; // Eh,eh too easy to be able to use this 
alone without I have to tell it. But I don't understand why the Sprite 
*PlayerOne def is wrong, yet. It should work without malloc, I'm sure I 
have use something like it in other programs and it should work. 

I have to malloc also in this way? 


VVVVVVQ 


Nope, Joel was right - the line: 
Sprite *PlayerOne; 
should only allocate 4 bytes of storage (sizeof a pointer). It doesn't 


allocate the 
structure, only the pointer to a structure of type Sprite. 


The correct code is: 


Sprite PlayerOne; 
Sprite *ptrPlayerOne; 


main () 


{ 
ptrPlayerOne=&PlayerOne; 


} 


If it was working in other programs, it's a fluke, as you've been using an 
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uninitialised pointer - which will be pointing at a random location in 
memory. 
This may sometimes work, but not reliably - change a single line of code 
and the link map will be different, then your uninitialised pointer may 
point 

to some code. You then corrupt the code and your program crashes 
unpredictably. Anyone who's been using the tutorial code from the 
University of Middlesex should check for this, as they had that problem 
in several places - I pointed it out and they've fixed it in their latest 
tutorials. 


Craig. 
—-MESSAGE FILE 14752 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000122 


--MESSAGE FILE 14753 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000123 

Path: chuka.playstation.co.uk!news 

From: Giulio <vanderik@tin.it> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Pointer usage (Was Re: Now I'm getting REALLY mad!) 

Date: Tue, 23 Dec 1997 19:10:31 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 7 

Message-ID: <349FFE97.BB6COABB@tin.it> 

References: <34902D9A.A58C5281@tin.it> <01lbd094fS$aa411420S6cO0b0a0a@newcastle.twowayt 
v.co.uk> <3496FC87.B1ADO7DF@tin.it> <0lbd0a92Se4e72b20SLocalHost@Angelal.intelligent 
-ցքօսք.Շօո» <349A9CA1.7E336240@tin.it> <sumner-ya02408000R1912971201200001@news.scea 
-sony.com> <349CEDOF.A1B363A0@tin.it> <Olbd0d9a$48550ce0$8fd449c2@Angelal.intelligen 
t-group.com> 

NNTP-Posting-Host: Genova7-26.tin.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 


Thank you Craig I have learned the lesson. 

Now I have to fix my problems with the debugger to keep on working with 
my project... 

If you have any more clue it will be appreciated. 


Bye, 

Giulio 

—-MESSAGE FILE 14753 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000123 


—--MESSAGE FILE 14754 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000124 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Disappearing variables 

Date: Sun, 28 Dec 1997 19:08:56 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <684q0b$9i4j5@chuka.playstation.co.uk> 

NNTP-Posting-Host: pl6-max3.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:264 scee.yaroze.pr 
ogramming.codewarrior:124 


I seem to have a problem with Codewarrior when using external variables. 


Consider the following example 


// 
// ENTITY.C file 


int num_entities; 
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u_long* ReadEntities(u_long *addr) 
{ 


Z 
some code 
7: 
num_entities = 5; 
/* 
some more code 
* / 


} 
// 


num_entities is initialised externally and set in ReadEntities. 


After the assignment statement in ReadEntities num_entities holds the value 
of 5 for the remainder of the function and in any sub functions that 
ReadEntities might call. 


Outside of the ReadEntities function the num_entities value becomes garbage. 


External variables would appear to not be persistant on occasion (it does 
work in some cases). 


I have tried all sorts of different declaration methods including various 
creative extern usages, but to no avail. 


Any ideas anyone? 


Mario 


—-MESSAGE FILE 14754 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000124 


——MESSAGE FILE 14755 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000125 

Path: chuka.playstation.co.uk!news 

From: "Mario Wynands" <mariow@ihug.co.nz> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: Disappearing variables - a better example 

Date: Mon, 29 Dec 1997 00:09:10 +1300 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 

Message-ID: <685bje$9ij6@chuka.playstation.co.uk> 

References: <684q0b$9i4j5@chuka.playstation.co.uk> 

NNTP-Posting-Host: p37-max8.well.ihug.co.nz 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:265 scee.yaroze.pr 
ogramming.codewarrior:125 


OK, here is some more slightly less obscure source that we should all be 
familiar with. 


#include <libps.h> 
#include "pad.h" 


u_long pad_status; // Controller status bitfield 


u_long pad_type; 


volatile u_char *bb0, *bb1; // Low level buffers 


void InitialisePad (void) 


{ 
pad_status = 0; 
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pad_type = 0; 
GetPadBuf (&bb0, &bb1); 
} 


void UpdatePad (void) 
{ 


pad_status = (~(*(bb0+3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) << 
24)); 
pad_type = (~(*(bb0) | »(ԵԵ0Հ1) << 8 | *(bb1) ՀՀ 16 | *(bb1+1) << 24)); 


} 


int PadStatus (void) 
{ 


return pad_status; 


} 


int PadType (void) 
{ 
return pad_type; 
} 


UpdatePad crashes on the first line with a "bus error on data load" error, 
which seems to indicate to me that something is seriously wrong. 


Any ideas as to why Codewarrior may be trashing my variables? 


Mario 


—-MESSAGE FILE 14755 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000125 


—-MESSAGE FILE 14756 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000126 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: Disappearing variables - a better example 

Date: Mon, 29 Dec 1997 12:29:18 -0600 

Organization: Metrowerks 

Lines: 69 

Message-ID: <sumner-ya02408000R2912971229180001@news.scea.sony.com> 

References: <684q0b$9i7j5@chuka.playstation.co.uk> <685bje$9ij6@chuka.playstation.co. 
uk> 

NNTP-Posting-Host: mtwks167.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:267 scee.yaroze.pr 
ogramming.codewarrior:126 


I don't think it's CW trashing the variables. I think it's a problem with 
the debugger showing global variables. The debugger problem is known and 
we will have a fix out in about 2 weeks. 


To isolate the below crash, you can do the following: 
1) Generate an XMAP file (go to Linker settings and turn on "Generate MAP file") 
2) Rebuild the project and open the XMAP file. Look for bbO and bbl 


variables. This will tell you where they were linked in memory 
3) Run the program in the debugger and use the memory window to look at 
that variable, or select the memory and do a "view memory as..." operation 


and use a type of "char *". 
You can then step through the code and see the variable change (if it changes). 


-Joel 
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In article <685bje$9ij6@chuka.playstation.co.uk>, "Mario Wynands" 
<mariow@ihug.co.nz> wrote: 


>OK, here is some more slightly less obscure source that we should all be 
>familiar with. 

> 
>#include <libps.h> 
>#include "pad.h" 


>u_long pad_status; // Controller status bitfield 
>u_long pad_type; 


> 

>volatile u_char *bb0, *bb1; // Low level buffers 
> 

>void InitialisePad (void) 

>í 


> pad_status = 0; 

> pad_type = 0; 

> GetPadBuf (&bb0, &bbl); 
>) 

> 

> 

>void UpdatePad (void) 

>{ 

> pad_status 
>24)); 

> pad_type = (~(*(bb0) | *(bb0+1) << 8 | *(bb1) ՀՀ 16 | *(bb1+1) ՀՀ 24)); 
>} 

> 

>int PadStatus (void) 

>{ 

> return pad_status; 

>} 

> 

>int PadType (void) 

>{ 

> return pad_type; 

>} 

> 

> 

> 

>UpdatePad crashes on the first line with a "bus error on data load" error, 
>which seems to indicate to me that something is seriously wrong. 

> 

>Any ideas as to why Codewarrior may be trashing my variables? 

> 

> 

>Mario 


(~(* (bb0+3) | *(bb0+2) << 8 | *(bb1+3) << 16 | *(bb1+2) << 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14756 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000126 


--MESSAGE FILE 14757 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000127 

Path: chuka.playstation.co.uk!news 

From: "James Banks" <james.banks@nospam.virgin.net> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Reliability of CodeWarrior 

Date: 31 Dec 1997 19:46:41 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <01bd1625$62417560S$da42a8c2@james.banks> 
NNTP-Posting-Host: p38-kestrel-gui.tch.virgin.net 
X-Newsreader: Microsoft Internet News 4.70.1161 


Just a short question, should I use the GNU development tools or 
CodeWarrior for Net Yaroze 2 ?? (I am using a PC). I have read a few posts 
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on various newsgroups saying that CodeWarrior produces slower running code. 


Is this true or is it a load of crap ?? 


Cheers, 


James 

--» remove nospam to reply Հ-- 

—-MESSAGE FILE 14757 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000127 


—--MESSAGE FILE 14758 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000128 

Path: chuka.playstation.co.uk!ira.rainey 

From: ira.rainey@btinternet.com (Ira Rainey) 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Reliability of CodeWarrior 

Date: Thu, 01 Jan 1998 19:42:32 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 18 

Message-ID: <ira.rainey—0101981942320001@0.0.0.0> 
References: <01bd1625$62417560Sda42a8c2@james.banks> 
NNTP-Posting-Host: host5-99-58-69.btinternet.com 
X-Newsreader: MT-NewsWatcher 2.3.5 


<james.banks@nospam.virgin.net> wrote: 


Just a short question, should I use the GNU development tools or 
CodeWarrior for Net Yaroze 2 ?? (I am using a PC). I have read a few posts 
on various newsgroups saying that CodeWarrior produces slower running code. 


VVVVYV 


Is this true or is it a load of crap ?? 


How long is a piece of string? How fast is fast? My line of thought says 
that you write your code and if you start getting probs with speed then 
address it, you may never come across any probs but spend good time 
worring about two HSyncs. 


Life's too short, if the program works then don't piss about with it. And 
as for all that typing at a dos prompt with makefiles and the like, 
bollocks to that I say. 


Ira 
—-MESSAGE FILE 14758 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000128 


—--MESSAGE FILE 14759 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000129 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Spellweaver <spelwevr@ix.netcom. com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reliability of CodeWarrior 

Date: Wed, 07 Jan 1998 17:04:37 -0600 

Organization: The Implementor 

Lines: 18 
Message-ID: <34B40A05.43AB@ix.netcom.com> 
References: <01bd1625$62417560Sda42a8c2@james.banks> 
Reply-To: spelwevr@ix.netcom.com 

NNTP-Posting-Host: tiphares.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.02 (WinNT; 1) 


Quoth James Banks: 
> Just a short question, should I use the GNU development tools 
> or CodeWarrior for Net Yaroze 2 ?? (I am using a PC). I have 
> read a few posts on various newsgroups saying that CodeWarrior 
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> produces slower running code. 
> Is this true or is it a load of crap ?? 


I haven't run into any speed issues, but the compiler does give me 
quite a bit of trouble. It seems to have trouble when you have a 
somewhat large amount of static, initialized data (my current project 
has ~600K). Then various problems crop up, primarily: The ompiler 
crashes (GPF when any one static initialization is too large), and 
strange things occur regarding optimization (i.e., live code 
eliminated, invalid copy propogation). 

That said, the CodeWarrior system is still more convenient than the 
GNU system. My advice would be that, if you already have CodeWarrior, 
use it, but be prepared to hack some evil workarounds if (when) you 
run into trouble. 

—-MESSAGE FILE 14759 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000129 


——MESSAGE FILE 14760 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000130 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Reliability of CodeWarrior 

Date: Wed, 07 Jan 1998 22:53:05 -0800 

Organization: SCEA News Server 

Lines: 11 

Message-ID: <34B477D0.25EA@bc.sympatico.ca> 

References: <01bd1625$62417560Sda42a8c2@james.banks> <34B40A05.43AB@ix.netcom. com> 
NNTP-Posting-Host: vcta01lm02-132.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


>That said, the CodeWarrior system is still more convenient than the 
>GNU system. 

Amen! 

> My advice would be that, if you already have CodeWarrior, 

>use it, but be prepared to hack some evil workarounds if (when) you 
>run into trouble. 


And don't forget to post your problems here! I've found Metrowerks has 
been really good about addressing problems. 


-nick 
--MESSAGE FILE 14760 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000130 


——MESSAGE FILE 14761 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000131 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Code Warrior 2 problems 

Date: Wed, 14 Jan 1998 14:00:33 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 43 

Message-ID: <34BCB6F1.8EBA6D81@infores.com> 
NNTP-Posting-Host: pppl-46.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Hi, 
Please help me i'm getting mad. 
I have tow kinds of problems using CodeWarrior Compiler and PScomUtil 


P1: 
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When i compile and link a program using CW Ide in Debug version (.pse) 
or in Opt version (.pxe) and than run to the playstation the programs 
run correctly but i have to reset the playstation each time even if the 
program is very very simple, this happen everytime and using PScomuitl 
or siocons as well. 

But if i compile the same program using make Sony utility and runnig it 
using siocons the program stops normally and the PSX return at brick 
screen without resetting. 


P2: 


If i compile and run the 3D demo programs that comes with the Code 
Warrior CD downloading them with the PSCOMUTIL the programs not only 
doesn't go out normally as explained in Pl but also crash and the image 
is stopped and start to move from top to bottom again and again. If i 
run the same program compiled with Code Warrior but downloaded using 
siocons the program run normally even if it doesn't go out as said Pl. 
VERY STRANGE !!!!! 


One question: 


Why if i make a program with Sony dos stuff when i download it the 
program is divided in .text,.data etc.. and if i compile and link with 
CW when downloading it the program is only one piece ? 


Please help me ......... 
Thanks in advance. 


Ps. 
Sorry for my english but i am Italian. 


—-MESSAGE FILE 14761 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000131 


——MESSAGE FILE 14762 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000132 

Path: chuka.playstation.co.uk!chuka.playstation.co.uk!chuka.playstation.co.uk!not-—fo 
r-mail 

From: Sarah_Bennett@Playstation.sony.com 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior 2 problems 

Date: 14 Jan 1998 13:02:45 -0000 

Organization: Sony Computer Entertainment Europe - 119.SS5 

Lines: 74 

Sender: news@chuka.playstation.co.uk 

Message-ID: <69id11Sbu91@emeka.playstation.co.uk> 

Reply-To: Sarah_Bennett@Playstation.sony.com 

NNTP-Posting-Host: emeka.playstation.co.uk 


From: Sarah_Bennett@Playstation.sony.com 
Return-Receipt-—To: Sarah_Bennett@Playstation.sony.com 
To: news@playstation.co.uk 


Hi! Luca 


Thanks for mailing us your problem, however, you will need to post you 
technical query to the Net Yaroze Members Web site newsgroups. 


Thank you! 
Kind regards 


Sarah Bennett 
Net Yaroze Project Manager 
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news@playstation.co.uk on 14/01/98 12:53:32 


Please respond to news@playstation.co.uk 


To: Sarah Bennett 
CCS 
Subject: Code Warrior 2 problems:scee.yaroze.programming.codewarrior 


From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Code Warrior 2 problems 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

Hi, 

Please help me i'm getting mad. 

I have tow kinds of problems using CodeWarrior Compiler and PScomUtil 
Pl: 

When i compile and link a program using CW Ide in Debug version (.pse) 
or in Opt version (.pxe) and than run to the playstation the programs 
run correctly but i have to reset the playstation each time even if the 
program is very very simple, this happen everytime and using PScomuitl 
or siocons as well. 

But if i compile the same program using make Sony utility and runnig it 
using siocons the program stops normally and the PSX return at brick 
screen without resetting. 

P2: 

If i compile and run the 3D demo programs that comes with the Code 
Warrior CD downloading them with the PSCOMUTIL the programs not only 
doesn't go out normally as explained in P1 but also crash and the image 
is stopped and start to move from top to bottom again and again. If i 
run the same program compiled with Code Warrior but downloaded using 
siocons the program run normally even if it doesn't go out as said P1. 
VERY STRANGE !!!!! 

One question: 

Why if i make a program with Sony dos stuff when i download it the 
program is divided in .text,.data etc.. and if i compile and link with 
CW when downloading it the program is only one piece ? 

Please help me ......... 

Thanks in advance. 

Ps. 

Sorry for my english but i am Italian. 


—-MESSAGE FILE 14762 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000132 


—--MESSAGE FILE 14763 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000133 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: Nick Porcino <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior 2 problems 

Date: Thu, 15 Jan 1998 23:53:41 -0800 

Organization: SCEA News Server 

Lines: 5 

Message-ID: <34BF1200.5EB8@bc.sympatico.ca> 

References: <34BCB6F1.8EBA6D81@infores.com> 

NNTP-Posting-Host: vcta01lm01-47.bctel.ca 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=iso-2022-jp 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


If you're using the latest version of CW, it doesn't return to the 

bricks when you're done, but the debugger will still work. If you try to 

run again after your program finished, you'll find the Yaroze is still 

active, waiting for your commands, just there are no bricks on the 

screen. 

—-MESSAGE FILE 14763 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000133 


——MESSAGE FILE 14764 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000134 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Code Warrior 2 problems 

Date: Fri, 16 Jan 1998 13:03:34 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 17 

Message-ID: <34BF4C96.243945FD@infores.com> 

References: <34BCBO6F1.8EBA6D81@infores.com> <34BF1200.5EB8@bc.sympatico.ca> 
NNTP-Posting-Host: ppp1-29.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


Nick Porcino wrote: 


If you're using the latest version of CW, it doesn't return to the 
bricks when you're done, but the debugger will still work. If you try to 
run again after your program finished, you'll find the Yaroze is still 
active, waiting for your commands, just there are no bricks on the 
screen. 


VVVVV 


Thanks I understood, 


There is no way to fix this problem i mean changing something in Libps.a.lib 
Չշ 


Thanks 
Luca 


—-MESSAGE FILE 14764 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000134 


—--MESSAGE FILE 14765 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000135 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Version ? 

Date: Wed, 21 Jan 1998 13:58:19 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <34C5FOEA. 94EB90D3@infores.com> 
NNTP-Posting-Host: ppp1-26.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


A stupid question. 


In witch way i can understand if some patch for my Code Warrior are 
released or not. 
How i can compare my release version with the updates that you deliver ? 
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—-MESSAGE FILE 14765 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000135 


—--MESSAGE FILE 14766 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000136 

Path: chuka.playstation.co.uk!news 

From: Luca Cappellini <Luca.Cappellini@infores.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Cw Screen problem ? 

Date: Tue, 27 Jan 1998 14:40:45 +0100 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <34CDE3DD.B1377A74@infores.com> 
NNTP-Posting-Host: pppl-8.planet.it 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (WinNT; I) 


I have CodeWarrior 2.0.3 and i have problems with the screen refresh 
rate (dirty things on the screen), probably something about my card, do 
you have any restriction/suggestion on how to configure the Video Card 


The IDE crash alot do you have some requirements for Win95 memory 
manager ? 


Please help 
Luca 


—-MESSAGE FILE 14766 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000136 


—-MESSAGE FILE 14767 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000137 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: dino example 

Date: Sat, 7 Feb 1998 16:13:52 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6bi1l67$b215@chuka.playstation.co.uk> 
References: <33faf965.14744080@news.playstation.co.uk> 
NNTP-Posting-Host: userl1596.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Make sure the linker address is the same as that in the makefile. 


Alan Yuen wrote in message <33faf965.14744080@news.playstation.co.uk>... 
>When I follow the dino example to change the GNU code to CW, it does 
>this to me when I download: 

>The PlayStation has generated an Illegal Instruction exception at 
>instruction address 0x80090a8c. 

> 

> 

> 

> 

>/\/\/\/\/\ (0.0) 

>Yep Luen (Alan) Yuen 

>alan@alanyuen.demon.co.uk 

>http://www.playstation.co.uk/~alanyuen/ 
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—-MESSAGE FILE 14767 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000137 


——MESSAGE FILE 14768 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000138 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: dino demo on CW 

Date: Sat, 7 Feb 1998 16:16:29 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <6bilb1$b216@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl1596.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I converted the project over (semi) successfully, but the display is black 
and white. When I run the 'solution' version, it's fine. 


Any ideas, or am I being thick and missed something very obvious ? 


Cheers 


Steve 


—-MESSAGE FILE 14768 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000138 


——MESSAGE FILE 14769 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000139 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: restarting seems impossible 

Date: Thu, 12 Feb 1998 21:31:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1163 

Message-ID: <ébvpml$Sbej11@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk223.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I too am having the problems detailed below. Again, this is an application 
that resets fine when built with gcc and loaded using siocons. 

I've included a screen shot of the error, of the version number in Code 
Warrior, and the version number in the Code Warrior Debugger. 


Please help if you can ! 


Cheers 


Steve Dunn 


//////////////////////////////////////////////////////////////////////// 
Hi, 


Please help me i'm getting mad. 


I have tow kinds of problems using CodeWarrior Compiler and PScomUtil 
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When i compile and link a program using CW Ide in Debug version (.pse) 
or in Opt version (.pxe) and than run to the playstation the programs 
run correctly but i have to reset the playstation each time even if the 
program is very very simple, this happen everytime and using PScomuitl 
or siocons as well. 

But if i compile the same program using make Sony utility and runnig it 
using siocons the program stops normally and the PSX return at brick 
screen without resetting. 


P2: 


If i compile and run the 3D demo programs that comes with the Code 
Warrior CD downloading them with the PSCOMUTIL the programs not only 
doesn't go out normally as explained in Pl but also crash and the image 
is stopped and start to move from top to bottom again and again. If i 
run the same program compiled with Code Warrior but downloaded using 
siocons the program run normally even if it doesn't go out as said Pl. 
VERY STRANGE !!!!! 


One question: 


Why if i make a program with Sony dos stuff when i download it the 
program is divided in .text,.data etc.. and if i compile and link with 
CW when downloading it the program is only one piece ? 


Please help me ......... 
Thanks in advance. 


Ps. 

Sorry for my english but i am Italian. 
/77/7777777/7777/7777/7777777777777777777777777777777777777777777777777777777777 
///////////// 

If you're using the latest version of CW, it doesn't return to the 

bricks when you're done, but the debugger will still work. If you try to 

run again after your program finished, you'll find the Yaroze is still 
active, waiting for your commands, just there are no bricks on the 

screen. 


—-MESSAGE FILE 14769 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000139 


—--MESSAGE FILE 14770 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000140 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: what does this mean ? 

Date: Thu, 12 Feb 1998 22:01:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <ébvresSbej16@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera386.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Program ¢NY.psezg is executing. 
The Stop command is not available for this process.The Kill command is not 


available for this process. 
You must manually reset the host. 


Any help appreciated... 


Steve Dunn 
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—-MESSAGE FILE 14770 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000140 


—--MESSAGE FILE 14771 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000141 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: restarting 

Date: Sun, 15 Feb 1998 10:00:55 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 46 

Message-ID: <6c6ebfSbej21@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera021.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have the simplest of simple apps that loop round 'main' until 'select' is 
pressed. 

while( 1 ) 

{ 

padStatus = (u_long)thePad ; 


if ( padStatus & PADselect) 
{ 

ResetGraph( 0) ; 

return 0; 


} 


if ( padStatus & PADLup ) 
ee She 


When select is pressed, ResetGraph get called, and the application 'exits' ? 
(although the display is black). 


In the output window of the 'pscomutil', I get a never ending repeat of 
thisss s 


ResetGraph: jtb=8004829c, env=800482e4 

ResetGraph: jtb=8004829c, env=800482e4 

ResetGraph: jtb=8004829c, env=800482e4 

etc. (forever). 

PSComUtil cannot re-connect until the yaroze is manually reset. 


Please can someone help me with this before the spring in my reset button 
packs it's bag and looks for a kinder Yaroze owner. 


Thanks in advance 


Steve 


—-MESSAGE FILE 14771 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000141 


--MESSAGE FILE 14772 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000142 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 


Net Yaroze newsgroups message dump.txt Page 9953 


Subject: Re: dino demo on CW 

Date: 16 Feb 1998 00:21:09 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 19 

Message-ID: <01bd3a71$7950dd20$86d449c2@Angelal.intelligent-—group.com> 
References: <6bilb1$b216@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1134.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6bilb1$b216@chuka.playstation.co.uk>... 

> I converted the project over (semi) successfully, but the display is 
black 


> and white. When I run the 'solution' version, it's fine. 

> 

> Any ideas, or am I being thick and missed something very obvious ? 
> Cheers 

> Steve 


Steve, you're being thick ;) 
You've not changed the video mode to PAL from NTSC: 


SetVideoMode (MODE_PAL) ; 
Craigy Graham. 


—-MESSAGE FILE 14772 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000142 


—-MESSAGE FILE 14773 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000143 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: restarting 

Date: 16 Feb 1998 00:22:33 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 12 

Message-ID: <0Olbd3a71$ab5f£31e0$86d449c2@Angelal.intelligent-—group.com> 
References: <6c6ebfSbej21@chuka.playstation.co.uk> 

NNTP-Posting-Host: 1134.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6c6ebf$bej21@chuka.playstation.co.uk>... 


> ResetGraph( 0) ; 
> return 0; 

> 

> Steve 


Just stop calling ResetGraph() before exitting. 


Craig. 
—-MESSAGE FILE 14773 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000143 


——MESSAGE FILE 14774 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000144 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: dino example 

Date: Mon, 16 Feb 1998 00:30:10 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <34e88854.29969934@news.playstation.co.uk> 

References: <33faf965.14744080@news.playstation.co.uk> <6bi167$b215@chuka.playstatio 
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n.co.uk> 

Reply-To: alan@alanyuen.demon.co.uk 
NNTP-Posting-Host: alanyuen.demon.co.uk 
Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


hmm.. my message was about 6 months ago.. since then I have given սք 
on that one and up graded to version 2 of c/w. 


On Sat, 7 Feb 1998 16:13:52 -0000, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>Make sure the linker address is the same as that in the makefile. 

> 

> 

> 

> 

>Alan Yuen wrote in message <33faf965.14744080@news.playstation.co.uk>... 
>>When I follow the dino example to change the GNU code to CW, it does 
>>this to me when I download: 

>>The PlayStation has generated an Illegal Instruction exception at 
>>instruction address 0x80090a8c. 

>> 

>> 

>> 

>> 

>>/\/\/\/\/\ (6.0) 

>>Yep Luen (Alan) Yuen 

>>alan@alanyuen.demon.co.uk 

>>http://www.playstation.co.uk/~alanyuen/ 

> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 14774 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000144 


——MESSAGE FILE 14775 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000145 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: dino demo on CW 

Date: Mon, 16 Feb 1998 11:40:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <6c97r7Sbeol2@chuka.playstation.co.uk> 

References: <6bilb1$b216@chuka.playstation.co.uk> <01bd3a71$7950dd20$86d449c2@Angela 
1.intelligent-group.com> 

NNTP-Posting-Host: gatekeeper.ndsuk.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks for your honesty Craig ! 
I didn't think the PAL/NTSC mattered much with a scart ? 


Steve 

Craig Graham wrote in message 
<01bd3a71$7950dd20S86d449c2@Angelal.intelligent-group.com>... 

> 

> 

>Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
><6bilb1$b216@chuka.playstation.co.uk>... 

>> I converted the project over (semi) successfully, but the display is 
>black 

>> and white. When I run the 'solution' version, it's fine. 
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>> 
>> Any ideas, or am I being thick and missed something very obvious ? 
>> Cheers 

>> Steve 

> 

>Steve, you're being thick ;) 

>You've not changed the video mode to PAL from NTSC: 
> 

> SetVideoMode (MODE_PAL) ; 

> 

>Craigy Graham. 

> 


—-MESSAGE FILE 14775 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000145 


——MESSAGE FILE 14776 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000146 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Cw Screen problem ? 

Date: Mon, 16 Feb 1998 11:45:32 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <6c9854Sbeo13@chuka.playstation.co.uk> 
References: <34CDE3DD.B1377A74@infores.com> 
NNTP-Posting-Host: gatekeeper.ndsuk.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've found a similar problem... 


Take for instance a file created by a Unix editor (cr/lf's). Load this into 
CodeWarrior and it's fine. Load it into another editor (My preferred choice 
for buggering text files is Developer Studio, see my page on how to use it 
with GCC at ~steved) which strips the extraneous rubbish and reload it into 
Code Warrior. This is when Code Warrior gets very confused. I've hada 
file I've been working on for weeks. I never edit anything in CW, I just 
use if for building/linking. All the break point anchors are one line above 
where they should be, i.e. On comments where they should be on the line 
below. As to a workaround, I'd try loading it as binary as sticking 
in/taking out cr/lfs. 


Luca Cappellini wrote in message <34CDE3DD.B1377A74@infores.com>... 

>I have CodeWarrior 2.0.3 and i have problems with the screen refresh 
>rate (dirty things on the screen), probably something about my card, do 
>you have any restriction/suggestion on how to configure the Video Card 
ahis 

> 

>The IDE crash alot do you have some requirements for Win95 memory 
>manager ? 

> 

>Please help 

> 

>Luca 

> 


--MESSAGE FILE 14776 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000146 


——MESSAGE FILE 14777 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000147 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Does your CW keep crashing? 

Date: 16 Feb 1998 16:08:42 GMT 
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Organization: PlayStation Net Yaroze (SCEE) 

Lines: 6 

Message-ID: <6c90aaSbeol5@chuka.playstation.co.uk> 

NNTP-Posting-Host: n3l.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 

X-URL: news://news.playstation.co.uk/scee.yaroze.programming.codewarrior 


I have the latest version of CW and nearly everything ran fine. Now since 
updating my video drivers and putting in an MMX233 it freezes quite regularly 
when lots of files are open, especially if I choose the compile command rather 
than make. Is it my system(all my other programs work fine) or does this happen 
to everyone? 


9956 


—-MESSAGE FILE 14777 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000147 


——MESSAGE FILE 14778 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000148 

Path: chuka.playstation.co.uk!news 

From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: CW and TMD loading. 

Date: 16 Feb 1998 16:10:55 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 4 

Message-ID: <6c90efSbeol6@chuka.playstation.co.uk> 
NNTP-Posting-Host: n3l.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 
X-URL: news://news.playstation.co.uk/scee.yaroze.programming.codewarrior 


Am I correct in thinking that you have to load tmd files using an sio file as 
this is the only way I can get myt programs to work(I dont remmeber having to 
do this with the earlier version)? 


—-MESSAGE FILE 14778 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000148 


—-MESSAGE FILE 14779 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000149 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Does your CW keep crashing? 

Date: Mon, 16 Feb 1998 18:19:02 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6c9vtnSbeo21@chuka.playstation.co.uk> 
References: <6c90aaSbeol5@chuka.playstation.co.uk> 
NNTP-Posting-Host: usera830.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


It's not just you, and it's not just 'compile'. 

Mine crashes at every opportunity. I turn my back and put the kettle the 
on, and bang ! 

Slight exaggeration (only slight though!). Choosing pre-process or check 
syntax also freezes mine. 


What could this be MetroWorks ? 


Steve 


West wrote in message <6c90aaSbeo1l5@chuka.playstation.co.uk>... 
>I have the latest version of CW and nearly everything ran fine. Now since 
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>updating my video drivers and putting in an MMX233 it freezes quite 
regularly 

>when lots of files are open, especially if I choose the compile command 
rather 

>than make. Is it my system(all my other programs work fine) or does this 
happen 

>to everyone? 

> 


—-MESSAGE FILE 14779 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000149 


——MESSAGE FILE 14780 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000150 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: restarting 

Date: Mon, 16 Feb 1998 18:22:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 34 

Message-ID: <6ca04iSbeo22@chuka.playstation.co.uk> 

References: <6c6ebfSbej21@chuka.playstation.co.uk> <01lbd3a71Sab5f31e0$86d449c2@Angel 
al.intelligent-—group.com> 

NNTP-Posting-Host: usera830.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Craig, 

I tried that. Nowhere in my program does it say 'ResetGraph' (nowhere 
!), and yet when I press the dredded 'select' button on the joypad, I get 
ResetGraph( ... ) ... 2... Հ.Զ... all over the place in the codewarrior PS 
Com Util. 


Any ideas ? 


Any ideas MetroWorks ? It's driving me mad. And WHY do we have to have a 
20 second boot time when turning on the Yaroze ? Surely the copyright 
message could be written 'on the wall'. 20 Secs may not sound like much, 
but when you're resetting every 2 minutes, it a pain in the ar...m 


Steve 


Craig Graham wrote in message 
<01bd3a71Sab5f31e0S86d449c2@Angelal.intelligent-group.com>... 
> 

> 

>Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
><6c6ebf$bej21@chuka.playstation.co.uk>... 


>> ResetGraph( 0) ; 

>> return 0; 

>> 

>> Steve 

> 

>Just stop calling ResetGraph() before exitting. 
> 

>Craig. 


—-MESSAGE FILE 14780 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000150 


—--MESSAGE FILE 14781 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000151 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 
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Subject: Any Updates 

Date: Tue, 17 Feb 1998 22:04:15 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 5 

Message-ID: <6cdlftS$beo33@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk698.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hello There, 
Are there any planned updates for the Yaroze version of Code Warrior. 
I'd really like to see the editor bug fixed. It's driving me mad ! 


—-MESSAGE FILE 14781 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000151 


——MESSAGE FILE 14782 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000152 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Apology 

Date: Wed, 18 Feb 1998 09:56:53 -0600 

Organization: Metrowerks 

Lines: 13 

Message-ID: <sumner-ya02408000R1802980956530001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi there, 

I must apologize. Somehow, scee.yaroze.programming.codewarrior got nuked 
out of my newsreader grouplist so I haven't monitored it in a little while. 
Now, I'm back ;-) 


Sorry for the lossage. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14782 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000152 


——MESSAGE FILE 14783 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000153 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW and TMD loading. 

Date: Wed, 18 Feb 1998 09:59:48 -0600 

Organization: Metrowerks 

Lines: 16 

Message-ID: <sumner-ya02408000R1802980959480001@news.scea.sony.com> 
References: <6c90efSbeol6@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <6c90efSbeol6@chuka.playstation.co.uk>, West <wb6ac> wrote: 
>Am I correct in thinking that you have to load tmd files using an sio file as 


>this is the only way I can get myt programs to work(I dont remmeber having to 
>do this with the earlier version)? 
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The dino example does require an .sio file. If you wished to re-write the 
dino example using the Host file I/O operations, you can certainly do so. 
However, the dino example "out of the box" has always required the .sio 
file to download the other data files. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14783 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000153 


——MESSAGE FILE 14784 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000154 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Does your CW keep crashing? 

Date: Wed, 18 Feb 1998 10:00:43 -0600 

Organization: Metrowerks 

Lines: 19 

Message-ID: <sumner-ya02408000R1802981000430001@news.scea.sony.com> 
References: <6c90aaSbeo15@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <6c90aaSbeol15@chuka.playstation.co.uk>, West <wb6ac> wrote: 


>I have the latest version of CW and nearly everything ran fine. Now since 
>updating my video drivers and putting in an MMX233 it freezes quite regularly 
>when lots of files are open, especially if I choose the compile command rather 
>than make. Is it my system(all my other programs work fine) or does this happen 
>to everyone? 


Hi there, 

I can't say we've ever been able to duplicate these problems. However, 
please try the new patch which is announced a later message and see if this 
helps things. If not, please submit a report to support@metrowerks.com 
Thanks! 

-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14784 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000154 


——MESSAGE FILE 14785 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000155 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Wed, 18 Feb 1998 10:01:04 -0600 

Organization: Metrowerks 

Lines: 40 

Message-ID: <sumner-ya02408000R1802981001040001@news.scea.sony.com> 
NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:277 scee.yaroze.pr 
ogramming.codewarrior:155 
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Hello Net Yaroze Members, 


I'd like to announce that a patch to CodeWarrior for Net Yaroze 2 is now 
available on our web site. The patch contains: 


Windows 
* A new compiler which generates faster code and properly generates global 
variable information to allow the debugger to show global variables. 


Mac 
* A new compiler which generates faster code and properly generates global 
variable information to allow the debugger to show global variables. 

* A new C++ runtime library. The previous runtime library would not load 
into the project. 
* Updated components to allow CodeWarrior for Net Yaroze 2 to run on a 68K 
Macintosh. 


These patches are available for downloading by CodeWarrior 
for Net Yaroze 2 users at the Metrowerks Web site at 
http://www.metrowerks.com/tools/software/updates 


The Windows patch is a 900K .ZIP file, the Macintosh patch is a 3.1 MB .hqx 
file. 


If, for any reason, you are unable to download from either location, please 
contact support@metrowerks.com 


Metrowerks is committed to customer satisfaction and we greatly 
appreciate your comments and help in making CodeWarrior world class 
tools for Net Yaroze development. 


Sincerely, 


Joel Sumner 
Product Manager 
CodeWarrior for Net Yaroze 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14785 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000155 


—-MESSAGE FILE 14786 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000156 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: restarting 

Date: Wed, 18 Feb 1998 10:13:26 -0600 

Organization: Metrowerks 

Lines: 47 

Message-ID: <sumner-ya02408000R1802981013260001@news.scea.sony.com> 

References: <6c6ebfSbej21@chuka.playstation.co.uk> <01lbd3a71Sab5f31e0$86d449c2@Angel 
al.intelligent-group.com> <6ca04i$beo22@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks137.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


One thing you might try is running at 57600 bps rather than 115000bps. 
There is a bug in the Yaroze serial kernel which causes some problems at 
115k. I put in a bunch of work-arounds in the CodeWarrior communications 
code to get around the bug but these work-arounds aren't guaranteed. They 
only help dimminish the problem. 


-Joel 


In article <6ca04iSbeo22@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 
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>Thanks Craig, 


> I tried that. Nowhere in my program does it say 'ResetGraph' (nowhere 
>!), and yet when I press the dredded 'select' button on the joypad, I get 
>ResetGraph( sre J) wee bee Ce w ee ie all over the place in the codewarrior PS 
>Com Util. 

> 

>Any ideas ? 

> 

> 


>Any ideas MetroWorks ? It's driving me mad. And WHY do we have to have a 
>20 second boot time when turning on the Yaroze ? Surely the copyright 
>message could be written 'on the wall'. 20 Secs may not sound like much, 
>but when you're resetting every 2 minutes, it a pain in the ar...m 

> 

>Steve 

> 

> 

> 

>Craig Graham wrote in message 
><01bd3a71Sab5f31e0S86d449c2@Angelal.intelligent-group.com>... 

>> 

>> 

>>Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
>><6c6ebf$bej21@chuka.playstation.co.uk>... 


>>> ResetGraph( 0 ) ; 

>>> return 0; 

>>> 

>>> Steve 

>> 

>>Just stop calling ResetGraph() before exitting. 
>> 

>>Craig. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14786 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000156 


—--MESSAGE FILE 14787 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000157 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Some 'minor' anomolies 

Date: Wed, 18 Feb 1998 20:54:45 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 1700 

Message-ID: <6cfibmSbeo43@chuka.playstation.co.uk> 
NNTP-Posting-Host: userk801.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I've included some screen shots of a few things that are not working with 
Code Warrior. Perhaps the next patch could address these ? 


—-MESSAGE FILE 14787 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000157 


—--MESSAGE FILE 14788 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000158 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: matth@bellatlantic.net (Matthew Hulett) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Thu, 19 Feb 1998 01:08:32 GMT 

Organization: SCEA News Server 

Lines: 23 

Message-ID: <34eb8203.78689643@news.scea.sony.com> 
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References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> 
NNTP-Posting-Host: client-120-71.bellatlantic.net 

X-Newsreader: Forte Free Agent 1.11/32.235 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:278 scee.yaroze.pr 
ogramming.codewarrior:158 


Hello Joel, 

Before I go creating any problems for myself, could you clarify 
just what this patch is going to do. Here is the statement from the 
download page: 


The patch will update the compiler, linker, and the C++ documentation 
in your existing CW for Net Yaroze installation. 


My executables (IDE.exe, Debug.exe, PsComUtil.exe) are all in 
C:\Program Files\Metrowerks\Codewarrior\bin. My C++ documentation is 
in C:\Program Files\Metrowerks\Codewarrior\Codewarrior Documentation. 
When I ran the update installer, it wanted to install in the folder 
C:\Program Files\Metrowerks\Codewarrior. This caused me to pause 
because none of the executables are there, they are in the bin folder. 

If there were a set of instructions, I would read them... I suppose 
that it would be cool if you could just tell me which file to instruct 
the installer to install the updates to, or will everything work out 
fine with the C:\Program Files\Metrowerks\Codewarrior path the 
installer wants to use by default? Also, could you quickly outline 
what the update will be installing, or is it just changing files 
already present? 

Thanks, 

Matt 
—-MESSAGE FILE 14788 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000158 


—--MESSAGE FILE 14789 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000159 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Thu, 19 Feb 1998 10:13:06 -0600 

Organization: Metrowerks 

Lines: 41 

Message-ID: <sumner-ya02408000R1902981013060001@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> <34eb8203.786896 
43@news.scea.sony.com> 

NNTP-Posting-Host: mtwks181.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:279 scee.yaroze.pr 
ogramming.codewarrior:159 


Hi Matt, 

Sorry that was unclear. You should install to C:\Program 
Files\Metrowerks\Codewarrior. It will automatically put the right things 
in \bin, \CW Documentation, etc... 


(p.s. If you wish to be paranoid, you may wish to make a copy of your 
CodeWarrior directory before doing this) 


-Joel 


In article <34eb8203.78689643@news.scea.sony.com>, matth@bellatlantic.net 
(Matthew Hulett) wrote: 


> Hello Joel, 

> Before I go creating any problems for myself, could you clarify 
>just what this patch is going to do. Here is the statement from the 
>download page: 

> 

>The patch will update the compiler, linker, and the C++ documentation 
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>in your existing CW for Net Yaroze installation. 

> 

> My executables (IDE.exe, Debug.exe, PsComUtil.exe) are all in 
>C:\Program Files\Metrowerks\Codewarrior\bin. My C++ documentation is 
>in C:\Program Files\Metrowerks\Codewarrior\Codewarrior Documentation. 
>When I ran the update installer, it wanted to install in the folder 
>C:\Program Files\Metrowerks\Codewarrior. This caused me to pause 
>because none of the executables are there, they are in the bin folder. 
> If there were a set of instructions, I would read them... I suppose 
>that it would be cool if you could just tell me which file to instruct 
>the installer to install the updates to, or will everything work out 
>fine with the C:\Program Files\Metrowerks\Codewarrior path the 
>installer wants to use by default? Also, could you quickly outline 
>what the update will be installing, or is it just changing files 
>already present? 

> Thanks, 

> Matt 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14789 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000159 


——MESSAGE FILE 14790 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000160 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Some 'minor' anomolies 

Date: Thu, 19 Feb 1998 10:14:55 -0600 

Organization: Metrowerks 

Lines: 15 

Message-ID: <sumner-ya02408000R1902981014550001@news.scea.sony.com> 
References: <6cfibmSbeo43@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks181.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Ok. I'll have support take a look at it. Thanks for sending in the report. 


In article <6cfibmS$beo43@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>I've included some screen shots of a few things that are not working with 

>Code Warrior. Perhaps the next patch could address these ? 

> 

> 

> 

—-MESSAGE FILE 14790 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000160 


—--MESSAGE FILE 14791 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000161 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: 5 minutes and counting ! 

Date: Thu, 19 Feb 1998 19:17:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 23 

Message-ID: <6cil9mSarl@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl296.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I have the following code in a class 


m_lIindex = 0 ; 
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for ( u_long 1 = 0; 1 Հ MAX_OBJECTS ; 1++ ) 
objectTable[ 1] = O ; 


othWorld[0].length = ORDERING_TABLE_ LENGTH; 
By the way, MAX_OBJECTS = 248000. 


I step to the line that sais objectTable[ 1 ]=0, then 'step over' that line. 
At this point the log window appears saying that the exe can't be stopped, 
killed, bribed, threatened etc. After resetting my Yaroze for the 50th time 
and repeating the same procedure, I noticed that the debugger was very very 
busy doing something. 


On a twin P2 300 machine, the debugger took over 5 minutes to come back, and 
when it did, the cursor was օո the othWorld[0].length = ... line. 


Is this by design ? 


—-MESSAGE FILE 14791 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000161 


—-MESSAGE FILE 14792 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000162 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: 5 minutes and counting ! 

Date: Fri, 20 Feb 1998 15:32:13 -0600 

Organization: Metrowerks 

Lines: 38 

Message-ID: <sumner-ya02408000R2002981532130001@news.scea.sony.com> 
References: <6cil9mSarl@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks203.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <6cil9mSarl@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>I have the following code in a class 


> 

> m_lIndex = O ; 

> 

> for ( u_long 1 = 0; 1 Հ MAX_OBJECTS ; 1ԻԻ ) 
> objectTable[ 1] =0; 

> 

> othWorld[0].length = ORDERING_TABLE_ LENGTH; 
> 

>By the way, MAX_OBJECTS = 248000. 

> 

>I step to the line that sais objectTable[ 1 ]=0, then 'step over' that line. 


[snip] 


>On a twin P2 300 machine, the debugger took over 5 minutes to come back, and 
>when it did, the cursor was on the othWorld[0].length = ... line. 

> 

>Is this by design ? 


Uh, well... Umm.. Not intentionally. ;-) The single step algorithm sets a 
breakpoint, runs, and waits for a breakpoint. The Net Yaroze debugger's 
algorithm is (as you have seen) very slow when stepping over source lines 
that contain loops. (it's only looking ahead one branch and thus it is 
doing the run/breakpoint cycle MAX_OBJECTS times). As you can see, there 
is room for improvement. 


One thing I might suggest is to use alt-click to step over multiple 
instructions. You can alt-click on a tick mark and the debugger will 
interpret that as a "run until". 
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-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14792 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000162 


——MESSAGE FILE 14793 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000163 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: 5 minutes and counting ! 

Date: Sat, 21 Feb 1998 11:02:11 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 49 

Message-ID: <6cmcbj$ao4@chuka.playstation.co.uk> 

References: <6cil9mSarl@chuka.playstation.co.uk> <sumner-ya02408000R2002981532130001 
@news.scea.sony.com> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks Joel, 
T'll do that 


Regards 
Steve Dunn 


>In article <6cil9mSarl@chuka.playstation.co.uk>, "Steve Dunn" 
><stevedunn@dial.pipex.com> wrote: 


> 

>>I have the following code in a class 

>> 

>> m_lIndex = 0 ; 

>> 

>> for ( u_long 1 = 0 ; 1 Հ MAX_OBJECTS ; l++ ) 
>> objectTable[ 1] = O ; 

>> 

>> othWorld[0].length = ORDERING_TABLE LENGTH; 
>> 

>>By the way, MAX_OBJECTS = 248000. 

>> 


>>I step to the line that sais objectTable[ 1 ]=0, then 'step over' that 
line. 

>[snip] 

> 

>>On a twin P2 300 machine, the debugger took over 5 minutes to come back, 
and 


>>when it did, the cursor was on the othWorld[0].length = ... line. 

>> 

>>Is this by design ? 

> 

>Uh, well... Umm.. Not intentionally. ;-) The single step algorithm sets a 
>breakpoint, runs, and waits for a breakpoint. The Net Yaroze debugger's 
>algorithm is (as you have seen) very slow when stepping over source lines 
>that contain loops. (it's only looking ahead one branch and thus it is 
>doing the run/breakpoint cycle MAX_OBJECTS times). As you can see, there 
>is room for improvement. 

> 


>One thing I might suggest is to use alt-click to step over multiple 
>instructions. You can alt-click on a tick mark and the debugger will 
>interpret that as a "run until". 

> 

>-Joel 

> 

>—— 

>PlayStation Development Tools Dude 

>Metrowerks 
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—-MESSAGE FILE 14793 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000163 


——MESSAGE FILE 14794 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000164 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.freetalk, scea.yaroze.programming.codewarrior, scea.yaroze.pro 
gramming.gnu_compiler, scee.yaroze.beginners, scee.yaroze.freetalk.english, scee.yaroze 
-programming.codewarrior, scee.yaroze.programming.gnu_compiler 

Subject: Datel PC Comms card on NT 

Date: Sat, 21 Feb 1998 13:31:27 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6cmkupS$ao5@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm340.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.freetalk:429 scea.yaroze.programming.codew 
arrior:280 scea.yaroze.programming.gnu_compiler:82 scee.yaroze.beginners:148 scee.ya 
roze.freetalk.english:372 scee.yaroze.programming.codewarrior:164 scee.yaroze.progra 
mming.gnu_compiler:168 


Has anyone got this to work under NT(4). 
If you have, please let me know 


Thanks in advance. 


Steve Dunn 


—-MESSAGE FILE 14794 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000164 


—--MESSAGE FILE 14795 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000165 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: CW and object-files 

Date: 21 Feb 1998 20:24:06 GMT 

Organization: INFONIE 

Lines: 24 

Message-ID: <01bd3f£07$371cd7c0$5571f2c3@leader> 
NNTP-Posting-Host: ppp-113-85.infonie.fr 
X-Newsreader: Microsoft Internet News 4.70.1161 


Hi there ! 


Does anybody know how to link a single object-file in a CW project ??? 

i explain...i only have the object code of the function ReadCDDA written by 
COLIN, 

all is correct with GCC...you only have to include the file "cdfeed.o" in 
the makefile... 

but with CW !!! it's much more difficult ...for me... =o) 

i tried much much way to include the file cdfeed.o in my project but 
nothing works !!! 

i think it's because it was compile with GCC ...am i right ? 

or CW doesn't like the ways i used to link the file... 

is there anybody in the same case ? 


please help me... 
Cheers , 


Laurent 
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—-MESSAGE FILE 14795 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000165 


—-MESSAGE FILE 14796 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000166 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: ANNOUNCE: ARS r2 Released 

Date: 22 Feb 1998 18:08:15 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 16 

Message-ID: <0Olbd3fbd$8ba299e0$84d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 1132.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


I've just put ARS r2 on my WWW site. I've added some new stuff, and 
improved some 
old stuff, and now you can use it with GNU C as well as with Code Warrior. 


It's a PC based fileserver for the Yaroze in case anyone doesn't know, and 
it uses 
a Datel Action Replay as the comms channel so it's real fast.... 


Laters, 
Craig. 


Craig Graham, 
EMAIL: cgraham@intelligent-group.com 


+++ REALITY DRIVER ERROR - PLEASE REBOOT UNIVERSE +++ 


—-MESSAGE FILE 14796 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000166 


—--MESSAGE FILE 14797 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000167 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgraham@intelligent-—group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW and object-—files 

Date: 22 Feb 1998 23:09:26 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 27 

Message-ID: <0Olbd3fe7$9elf7960S6£d449c2@Angelal.intelligent-—group.com> 
References: <Olbd3f£07$371cd7c0$5571f£2c3@leader> 

NNTP-Posting-Host: 1111.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Laurent GAY <mystbeast@infonie.fr> wrote in article 
<O1bd3f£07$371cd7c0$5571f2c3@leader>... 

> Does anybody know how to link a single object-file in a CW project ??? 

i explain...i only have the object code of the function ReadCDDA written 


COLIN, 
all is correct with GCC...you only have to include the file "cdfeed.o" in 
the makefile... 

but with CW !!! it's much more difficult ...for me... =o) 

i tried much much way to include the file cdfeed.o in my project but 
nothing works !!! 
i think it's because it was compile with GCC ...am i right ? 
or CW doesn't like the ways i used to link the file... 

is there anybody in the same case ? 


Ma ee wi ԱԱ: Ա 


Use the GNU "ar" utility (that came on the Yaroze CD) to wrap the object 
file up as a library (with a ".a" extension), then import the library into 
Code Warrior 
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as you did in the first place with the libps.a library. 


You'll end up with cdfeed.a.lib which will link straight into a Code 
Warrior project. 


> Laurent 
Craig. 


—-MESSAGE FILE 14797 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000167 


--MESSAGE FILE 14798 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000168 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 
From: "Mark Andrade" <reewq@andradearts.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Batch Downloading on Mac? 

Date: Wed, 25 Feb 1998 22:54:21 -0800 

Organization: Andrade Arts 

Lines: 17 

Message-ID: <6d32gd$aq011@scea> 

NNTP-Posting-Host: hdn108-001.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-8859-1" 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.0a (190) 


I think my first attrpt failed. Sorry if this is a dup. 


Is there a way to batch download to the yarze on a MAC using the PSCommUtil 
tool? I can't find anything on it in the docs. There was a mention of a 
",sio" file in one of the old posts but I can't find anything on that 
either. Either I'm totally blind and can't find it or there isn't any 
mention of it. 


Thanks all in advance. 


Mark Andrade 


Lead Engineer Games Group 
Disney Online 


—-MESSAGE FILE 14798 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000168 


——MESSAGE FILE 14799 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000169 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW and object-—files 

Date: 26 Feb 1998 12:13:25 GMT 

Organization: INFONIE 

Lines: 38 

Message-ID: <01bd42b0S$48807f60SLocalHost @leader> 

References: <Olbd3f07$371cd7c0$5571f2c3@leader> <Olbd3fe7S$9elf7960S6Fd449c2@Angelal. 
intelligent-group.com> 

NNTP-Posting-Host: ppp-6-190.infonie.fr 

X-Newsreader: Microsoft Internet News 4.70.1161 


Craig Graham <cgraham@intelligent-group.com> a écrit dans l'article 
<O1lbd3fe7$9el1f7960S6fd449c2@Angelal.intelligent-group.com>... 


> 
> Use the GNU "ar" utility (that came on the Yaroze CD) to wrap the object 
> file up as a library (with a ".a" extension), then import the library 


into 
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Code Warrior 
as you did in the first place with the libps.a library. 


You'll end up with cdfeed.a.lib which will link straight into a Code 
Warrior project. 


> Laurent 


Craig. 


VVVVVVVVV VV 


Hi there ! 
Thanks Craig 


but i can't convert my cdfeed.a in cdfeed.a.lib... 

all is correct with ar...i made my "cdfeed.a" by "ar -r cdfeed.a cdfeed.o", 
then i include the "cdfeed.a" file in CW "NetYarozeLibConvert" project, 
select it and chose "Compile" but there is an error 

"Error: illegal relocation at offset $00000302 in 'Cdfeed.a'. Symbol index 
exceeds maximum value." 

is there any chance for me to convert this file ? 


Thanks for your help. 
cheers 
Laurent 


—-MESSAGE FILE 14799 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000169 


—-MESSAGE FILE 14800 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000170 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: You little liar ! 

Date: Thu, 26 Feb 1998 21:40:13 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 681 

Message-ID: <éd4nfoS$g2d2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl720.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:281 scee.yaroze.pr 
ogramming.codewarrior:170 


I've included a screen shot. "I" seems 
to be all over place ! Which should I 
believe ? 


—-MESSAGE FILE 14800 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000170 


—-MESSAGE FILE 14801 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000171 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: C++ 

Date: Fri, 27 Feb 1998 16:36:24 +0000 

Organization: Intelligent Research 

Lines: 26 

Message-ID: <34F6EB88.D8D6C7F1@intelligent-—group.com> 

References: <33C346E6.4D88@hotmail.com> <01bc811leS3fcc8020$c793989e@fourny.demon.co. 
uk> <33D0714F.2D0A@bc.sympatico.ca> <01lbc8ef8Sle0f8b205c793989e@fourny.demon.co.uk> 

NNTP-Posting-Host: 194.131.235.3 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Grim wrote: 


Nick Porcino <Nick_Porcino@bc.sympatico.ca> wrote in article 

> People complain about CW a lot, but I got better (by a few %) framerates 
> out of the balls demo with CW than with gcc. 

> 

> — nick 


Have you had a look at 
http://www.playatation.co.uk/~KEVINP/fire_result.html 22 
He did some timings on one օք his games and found that CW code was 3-4 


times slower than gcc. He says that CW with full optimisers on is about 
comparable to gcc with no optimisation. 


Has anyone else ran any benchmarks?? 


VVVVVVVVVVVVV VV VV 


Graeme 


GCC with no optimisation and CW with no optimisation....I compared them 
and only thing I can say is GCC's object code is typically 30% larger than 
CW's. 


Craig. 


—-MESSAGE FILE 14801 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000171 


——MESSAGE FILE 14802 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000172 

Path: chuka.playstation.co.uk!news 

From: alan@alanyuen.demon.co.uk (Alan Yuen) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Batch Downloading on Mac? 

Date: Sat, 28 Feb 1998 01:01:24 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <34£7617b.31544438@news.playstation.co.uk> 

References: <6d32gd$aq011@scea> 

Reply-To: alan@alanyuen.demon.co.uk 

NNTP-Posting-Host: alanyuen.demon.co.uk 

Mime-Version: 1.0 
Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 
X-Newsreader: Forte Agent 1.5/32.451 


Some files a called "auto" without an extension. you have to take a 
look at what seems likely. Some are called what the game was called. 


On Wed, 25 Feb 1998 22:54:21 -0800, "Mark Andrade" 
<reewq@andradearts.com> wrote: 


> 

> 

>I think my first attrpt failed. Sorry if this is a dup. 

> 

>Is there a way to batch download to the yarze on a MAC using the PSCommUtil 
>tool? I can't find anything on it in the docs. There was a mention of a 


>".sio" file in one of the old posts but I can't find anything on that 
>either. Either I'm totally blind and can't find it or there isn't any 
>mention of it. 

> 

>Thanks all in advance. 

> 

>Mark Andrade 

> 
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>Lead Engineer Games Group 
>Disney Online 
> 


/\/\/\/\/\ (0.0) 

Yep Luen (Alan) Yuen 

alan@alanyuen.demon.co.uk 

http://www.playstation.co.uk/~alanyuen/ 

—-MESSAGE FILE 14802 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000172 


——MESSAGE FILE 14803 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000173 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: How to make a 'library' 

Date: Sat, 28 Feb 1998 22:02:35 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <6dalhk$g2d13@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm305.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:282 scee.yaroze.pr 
ogramming.codewarrior:173 


Can someone point me in the right 
direction on how to correctly make a 
‘library' file using codewarrior. 1 
can't seem to find any documentation on 
it. I'm assuming theres no difference 
between a C and C++ library (as far as 
implementing it). 


Cheers 


Steve 


—-MESSAGE FILE 14803 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000173 


—--MESSAGE FILE 14804 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000174 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Nick <Nick_Porcino@bc.sympatico.ca> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Batch Downloading on Mac? 

Date: Sun, 01 Mar 1998 00:07:51 -0800 

Organization: SCEA News Server 

Lines: 6 

Message-ID: <34F91754.40ED@bc.sympatico.ca> 

References: <6d32gdSaq011@scea> <34f7617b.31544438@news.playstation.co.uk> 
Reply-To: Nick_Porcino@studio.disney.com 

NNTP-Posting-Host: vcta01m03-189.bctel.ca 

Mime-Version: 1.0 

Content-Type: text/plain; charset=iso-2022-jp 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 3.01-C-SYMPA (Macintosh; I; PPC) 


Make sure you have the latest version off of Metrowerks web site. It now 
has a batch execution mode, which previous version didn't. 


BIW, Metrowerks, this amazing demo, HOVER120 everyone is going on about 

- it doesn't seem to work with PsComUtil, only from siocons. I'm 

wondering if anyone at Metrowerks has had a look at it? 

—-MESSAGE FILE 14804 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000174 
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--MESSAGE FILE 14805 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000175 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: "Mark Andrade" <reewq@andradearts.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Batch Downloading on Mac? 

Date: Sun, 01 Mar 1998 01:09:10 -0800 

Organization: Andrade Arts 

Lines: 21 

Message-ID: <6db7gq$c119@scea> 

References: <6d32gd$aq011@scea> <34f7617b.31544438@news.playstation.co.uk> <34F91754 
-40ED@bc.sympatico.ca> 

NNTP-Posting-Host: hdn90-006.hil.compuserve.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset="ISO-2022-JP" 

Content-Transfer-Encoding: 7bit 

X-Newsreader: Microsoft Outlook Express for Macintosh - 4.0a (190) 


I downloaded "CW_Net_Yaroze_2.1.sea" for the Mac. I tried installing onto a 
blank zip just to be sure but there was no PsComUtil. Strange. 


Mark Andrade 


In article <34F91754.40ED@bc.sympatico.ca>, Nick 
<Nick_Porcino@bc.sympatico.ca> wrote: 


>Make sure you have the latest version off of Metrowerks web site. It now 
>has a batch execution mode, which previous version didn't. 

> 

>BTW, Metrowerks, this amazing demo, HOVER120 everyone is going on about 
>- it doesn't seem to work with PsComUtil, only from siocons. I'm 
>wondering if anyone at Metrowerks has had a look at it? 


—-MESSAGE FILE 14805 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000175 


—--MESSAGE FILE 14806 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000176 

Path: chuka.playstation.co.uk!scea!greg_labrec@interactive.sony.com 

From: Jim Donelson <jimd@jim-donelson.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: How to make a 'library' 

Date: Sun, 01 Mar 1998 16:37:28 -0500 

Organization: SCEA News Server 

Lines: 42 

Message-ID: <34F9D518.22DF55F8@jim-—donelson.com> 

References: <6dalhk$g2d13@chuka.playstation.co.uk> 

NNTP-Posting-Host: 209.4.38.207 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.02 [en] (Win95; I) 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:283 scee.yaroze.pr 
ogramming.codewarrior:176 


Well, I don't claim to be a CW expert, but I just created a lib from the 
survival project libs, and this is what I did: 

Create a new project, picking NY C as the template. 

(I assume this creates a project base that has all the right stuff set 
for NY) 

Under the files, add the c files using Project/Add files that make up 
the lib 

Under the target settings tab, pick Target /MIPS Project/ set project 
type to Library 

Set the file name to xxxxx.lib 

However, I'm not entirely sure how you set the start address. I don't 
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think this should matter, as when the lib is linked into a project, that 
project should set the start address and the lib routine will be placed 
in the executable by the linker (that is speculation - I donut have my 


NY here so I can't confirm that it worked - I was however ever able to 
build survival after deleting all the libxxx.c file an adding the lib I 
built as above). 

Note that I couldn't find and specific mention of this procedure in the 
docs (doesn't mean it's not there, just means I couldn't find it!). 
Also, if I was cleaver, I think you could have added this as a 
sub-project, but if your bothering to create a lib, you probably want a 
separate project, as the purpose of a lib is to reuse the code. 


Jim Donelson (jimd@jim-donelson.com) 


Steve Dunn wrote: 


> Can someone point me in the right 

> direction on how to correctly make a 

> 'library' file using codewarrior. I 

> can't seem to find any documentation on 
> it. I'm assuming theres no difference 
> between a C and C++ library (as far as 
> implementing it). 

> 

> Cheers 

> 

> Steve 
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—-MESSAGE FILE 14806 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000176 


—--MESSAGE FILE 14807 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000177 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: Some 'minor' anomolies 

Date: Mon, 2 Mar 1998 21:35:00 -0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 28 

Message-ID: <6df8m2$2kk2@chuka.playstation.co.uk> 


01@news.scea.sony.com> 

NNTP-Posting-Host: userl719.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Any luck yet ? 

I'd say these bugs were all 
proverbial 'show stoppers'. My 'show' 
came to an abrupt stop soon after it 
started ! (Lucky no-one turned up!) ; ( 
Joel Sumner wrote in message $ 
>Ok. I'll have support take a look at 
it. Thanks for sending in the report. 
> 
>In article 
<6cfibm$beo43@chuka.playstation.co.uk>, 
"Steve Dunn" 
><stevedunn@dial.pipex.com> wrote: 
> 
>>I've included some screen shots of a 
few things that are not working with 
>>Code Warrior. Perhaps the next patch 
could address these ? 
>> 
>> 
>> 


References: <6cfibmSbeo43@chuka.playstation.co.uk> <sumner-ya02408000R19029810145500 


—-MESSAGE FILE 14807 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
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rior/00000177 


—-MESSAGE FILE 14808 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000178 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: You little liar ! 

Date: Mon, 2 Mar 1998 21:36:36 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 20 

Message-ID: <6df8p1$2kk3@chuka.playstation.co.uk> 

References: <6d4nfoS$g2d2@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl719.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:285 scee.yaroze.pr 
ogramming.codewarrior:178 


I thought this was fixed in the latest 
patch ? 
Roll on the next one I say. 


Yours 


Steve 


Steve Dunn wrote in message 
<éd4nfo$g2d2@chuka.playstation.co.uk>... 
>I've included a screen shot. "I" seems 
>to be all over place ! Which should I 
>believe ? 

> 


> 
> 
> 


—-MESSAGE FILE 14808 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000178 


——MESSAGE FILE 14809 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000179 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Parallel 'Port' 

Date: Mon, 2 Mar 1998 21:38:57 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6df8tf$2kk5@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl719.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Is there any way to get CW to use the 
parallel instead of serial port, for 
those whos got the Datel comms card and 
"AN UNFLAS HE ք" Action Replay ? 
Cheers 

Steve 


—-MESSAGE FILE 14809 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000179 


—-MESSAGE FILE 14810 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
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arrior/00000180 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: ANNOUNCE: ARS r2 Released 

Date: Mon, 2 Mar 1998 21:40:21 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 41 

Message-ID: <6df903S$2kk6@chuka.playstation.co.uk> 
References: <Olbd3fbd$8ba299e0$84d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: userl1719.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


>I've just put ARS r2 on my WWW site. 
I've added some new stuff, and 
>improved some 

>old stuff, and now you can use it with 
GNU C as well as with Code Warrior. 

> 

Nice one Craig. Very useful indeed. 

If anyone would a version that runs on 
NT with a nice GUI, please let me know 
and I'll upload it. 


Steve Dunn 


Craig Graham wrote in message 

<01bd3fbd$ 8ba299e0$84d449c2@Angelal.inte 
lligent-group.com>... 

>I've just put ARS r2 on my WWW site. 
I've added some new stuff, and 

>improved some 

>old stuff, and now you can use it with 
GNU C as well as with Code Warrior. 

> 

>It's a PC based fileserver for the 
Yaroze in case anyone doesn't know, and 
>it uses 
>a Datel Action Replay as the comms 
channel so it's real fast.... 

> 

>Laters, 

>Craig. 

>—— 

>Craig Graham, 
>EMAIL:cgrahamQintelligent-group.com 
> 


>+++ REALITY DRIVER ERROR - PLEASE 
REBOOT UNIVERSE +++ 
> 


—-MESSAGE FILE 14810 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000180 


——MESSAGE FILE 14811 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000181 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: How to make a 'library' 

Date: Tue, 03 Mar 1998 13:41:21 -0600 

Organization: Metrowerks 

Lines: 51 

Message-ID: <sumner-ya02408000R0303981341210001@news.scea.sony.com> 

References: <6dalhk$g2d13@chuka.playstation.co.uk> <34F9D518.22DF55F8@jim—donelson.c 
om> 

NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 
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Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:286 scee.yaroze.pr 
ogramming.codewarrior:181 


You did very well ;-) 


In order to create a library, simply set the target to "library" rather 
than "application". You can include this library in any other Metrowerk 
project file. If you wish to create a dependency between the end 
application and the library project, you can drag the library project file 
into the application project. Then go to the "Targets" tab, open the 
target, and click the "bullseye" icon to create a build dependency. If you 
click in the "chain" column, it will add the output of the sub-project 
(i.e. the .11Ե file) to that target. 


-Joel 


In article <34F9D518.22DF55F8@jim-donelson.com>, Jim Donelson 
<jimd@jim-donelson.com> wrote: 


>Well, I don't claim to be a CW expert, but I just created a lib from the 
>survival project libs, and this is what I did: 

>Create a new project, picking NY C as the template. 

>(I assume this creates a project base that has all the right stuff set 
>for NY) 

>Under the files, add the c files using Project/Add files that make up 
>the lib 

>Under the target settings tab, pick Target /MIPS Project/ set project 
>type to Library 

>Set the file name to xxxxx.lib 


>Note that I couldn't find and specific mention of this procedure in the 
>docs (doesn't mean it's not there, just means I couldn't find it!). 
>Also, if I was cleaver, I think you could have added this as a 
>sub-project, but if your bothering to create a lib, you probably want a 
>separate project, as the purpose of a lib is to reuse the code. 


>Steve Dunn wrote: 

> 

>> Can someone point me in the right 

>> direction on how to correctly make a 
>> 'library' file using codewarrior. I 
>> can't seem to find any documentation on 
>> it. I'm assuming theres no difference 
>> between a C and C++ library (as far as 
>> implementing it). 

>> 

>> Cheers 


>> Steve 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14811 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000181 


——MESSAGE FILE 14812 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000182 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: You little liar ! 

Date: Wed, 04 Mar 1998 17:33:28 -0600 

Organization: Metrowerks 

Lines: 30 

Message-ID: <sumner-ya02408000R0403981733280001@news.scea.sony.com> 

References: <6d4nfoS$g2d2@chuka.playstation.co.uk> <6df8p1$2kk3@chuka.playstation.co. 
uk> 
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NNTP-Posting-Host: mtwks212.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:287 scee.yaroze.pr 
ogramming.codewarrior:182 


Hi Steve, 

That problem with the Process Window was not fixed by the patch. 
However, that window is never used when debugging the Net Yaroze so we 
didn't bother fixing it. If this is a problem, please let me know. 


In article <6df8p1$2kk3@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>I thought this was fixed in the latest 
>patch ? 

>Roll on the next one I Say. 

> 

>Yours 

> 

>Steve 

> 

> 

>Steve Dunn wrote in message 
><6d4nfo$g2d2@chuka.playstation.co.uk>... 
>>I've included a screen shot. "I" seems 
>>to be all over place ! Which should I 
>>believe ? 

>> 

>> 

>> 

>> 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14812 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000182 


——MESSAGE FILE 14813 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000183 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Batch Downloading on Mac? 

Date: Tue, 03 Mar 1998 13:51:48 -0600 

Organization: Metrowerks 

Lines: 21 

Message-ID: <sumner-ya02408000R0303981351480001@news.scea.sony.com> 

References: <6d32gd$aq011@scea> <34f7617b.31544438@news.playstation.co.uk> <34F91754 
-40ED@bc.sympatico.ca> 

NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi Nick, 

I had an idea on what might be wrong and posted it in 
scea.yaroze.programming.codewarrior. In essensce, the answer is "you might 
want to try 56Kbps". We'll double-check it here. 

-Joel 


In article <34F91754.40ED@bc.sympatico.ca>, Nick_Porcino@studio.disney.com 
wrote: 


>Make sure you have the latest version off of Metrowerks web site. It now 
>has a batch execution mode, which previous version didn't. 
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> 

>BTW, Metrowerks, this amazing demo, HOVER120 everyone is going on about 
>- it doesn't seem to work with PsComUtil, only from siocons. I'm 
>wondering if anyone at Metrowerks has had a look at it? 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14813 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000183 


——MESSAGE FILE 14814 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000184 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Batch Downloading on Mac? 

Date: Tue, 03 Mar 1998 13:53:39 -0600 

Organization: Metrowerks 

Lines: 40 

Message-ID: <sumner-ya02408000R0303981353390001@news.scea.sony.com> 

References: <6d32gd$aq011l@scea> <34f7617b.31544438@news.playstation.co.uk> <34F91754 
-40ED@bc.sympatico.ca> <6db7gq$c119@scea> 

NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Hi Mark, 
The "batch" capability has been in PSComUtil since the patch for Net 
Yaroze version 1. Questions 


1) Do you have CodeWarrior for Net Yaroze version 2? (it would say on the 
CD). If not, please send a note to support@metrowerks.com with your serial 
number (don't post it to the newsgroup please) and they will send you 
version 2. 


2) If you do have version 2, there should be a menu item inside "Program 
control" that says "Download batch file". You can also use drag and drop 
to drop the batch file on top of PSComUtil. 


-Joel 


In article <6db7gq$c119@scea>, "Mark Andrade" <reewq@andradearts.com> wrote: 


>I downloaded "CW_Net_Yaroze_2.1.sea" for the Mac. I tried installing onto a 
>blank zip just to be sure but there was no PsComUtil. Strange. 

> 

>Mark Andrade 


>In article <34F91754.40ED@bc.sympatico.ca>, Nick 
><Nick_Porcino@bc.sympatico.ca> wrote: 

> 

> 

>>Make sure you have the latest version off of Metrowerks web site. It now 
>>has a batch execution mode, which previous version didn't. 

>> 

>>BTW, Metrowerks, this amazing demo, HOVER120 everyone is going on about 
>>- it doesn't seem to work with PsComUtil, only from siocons. I'm 
>>wondering if anyone at Metrowerks has had a look at it? 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14814 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000184 
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——MESSAGE FILE 14815 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000185 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW and object-—files 

Date: Tue, 03 Mar 1998 13:57:44 -0600 

Organization: Metrowerks 

Lines: 19 

Message-ID: <sumner-ya02408000R0303981357440001@news.scea.sony.com> 

References: <Olbd3f07$371cd7c0$5571f2c3@leader> <Olbd3fe7S$9elf7960S6Fd449c2@Angelal. 
intelligent-group.com> <01bd42b0$48807f60SLocalHost@leader> 

NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


In article <01bd42b0$48807£60$SLocalHost@leader>, "Laurent GAY" 
<mystbeast@infonie.fr> wrote: 

>but i can't convert my cdfeed.a in cdfeed.a.lib... 

>all is correct with ar...i made my "cdfeed.a" by "ar -r cdfeed.a cdfeed.o", 
>then i include the "cdfeed.a" file in CW "NetYarozeLibConvert" project, 
>select it and chose "Compile" but there is an error 

>"Error: illegal relocation at offset $00000302 in 'Cdfeed.a'. Symbol index 
>exceeds maximum value." 

>is there any chance for me to convert this file ? 


Hmm. You might try just doing a "compile" on the straight .o file. The 
ECOFF importer can accept that also. 
If that doesn't work, please let me know. 


-Joel 


PlayStation Development Tools Dude 

Metrowerks 

--MESSAGE FILE 14815 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000185 


——MESSAGE FILE 14816 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000186 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Parallel 'Port' 

Date: Tue, 03 Mar 1998 14:00:01 -0600 

Organization: Metrowerks 

Lines: 22 

Message-ID: <sumner-ya02408000R0303981400010001@news.scea.sony.com> 
References: <6df8tf$2kk5@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks116.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


I can't think of any way to get it to work with the current tools. We can 
take a look at adding it however. Could you forward us some documentation 
on the interface to the device? 


-Joel 


In article <6df8tf$2kk5@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>Is there any way to get CW to use the 
>parallel instead of serial port, for 
>those whos got the Datel comms card and 
>"AN UNF LA S HE D" Action Replay ? 
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> 
>Cheers 
> 
>Steve 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14816 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000186 


——MESSAGE FILE 14817 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000187 

Path: chuka.playstation.co.uk!news 

From: "Laurent GAY" <mystbeast@infonie.fr> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: CW and object-—files 

Date: 5 Mar 1998 17:17:56 GMT 

Organization: INFONIE 

Lines: 135 

Message-ID: <01bd485aS$418602c0Saa5cf2c3@leader> 

References: <Olbd3f07$371cd7c0$5571f2c3@leader> <Olbd3fe7S$9elf7960S6Fd449c2@Angelal. 
intelligent-group.com> <01bd42b0$48807f£60SLocalHost@leader> <sumner—ya02408000R03039 
81357440001@news.scea.sony.com> 

NNTP-Posting-Host: ppp-92-170.infonie.fr 

X-Newsreader: Microsoft Internet News 4.70.1161 


Joel Sumner <sumner@austin.metrowerks.com> a écrit dans l'article 
<sumner—ya02408000R0303981357440001@news.scea.sony.com>... 


> 

> Hmm. You might try just doing a "compile" on the straight .o file. The 
> ECOFF importer can accept that also. 

> If that doesn't work, please let me know. 

> 

> -Joel 

> 

> -- 

> PlayStation Development Tools Dude 

> Metrowerks 

> 

Hi there 

i tried that, and it's the same error... except the offset and the name of 
file... 

"Error: illegal relocation at offset $00000250 in 'Cdfeed.o'. Symbol index 
exceeds maximum value." 

here is the Dump and Disassembly of the file ( show included file ...) 

in case somebody would spend time with this problem... 

ԱԵԱ ամա aqa aia please spend time for me...=o) 


Thanks for your help 
cheers 
laurent 


—-MESSAGE FILE 14817 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000187 


—-MESSAGE FILE 14818 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000188 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunnmobile@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: ANNOUNCE: ARS r2 Released 

Date: Fri, 6 Mar 1998 10:22:38 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 48 
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Message-ID: <6doidaSiapll@chuka.playstation.co.uk> 

References: <Olbd3fbd$8ba299e0$84d449c2@Angelal.intelligent-group.com> <6df903S2kk6@ 
chuka.playstation.co.uk> 

NNTP-Posting-Host: gatekeeper.ndsuk.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


It's now at SCEE (~steved). It's worth every penny of the asking price ! 


Steve Dunn wrote in message <6df903S2kk6@chuka.playstation.co.uk>... 
>>I've just put ARS r2 on my WWW site. 

>I've added some new stuff, and 

>>improved some 

>>old stuff, and now you can use it with 

>GNU C as well as with Code Warrior. 

>> 

>Nice one Craig. Very useful indeed. 

>If anyone would a version that runs on 

>NT with a nice GUI, please let me know 

>and I'll upload it. 

> 

>Steve Dunn 

> 

> 

>Craig Graham wrote in message 
><01lbd3fbd$8ba299e0$84d449c2@Angelal.inte 

>lligent-group.com>... 

>>I've just put ARS r2 on my WWW site. 

>I've added some new stuff, and 

>>improved some 

>>old stuff, and now you can use it with 

>GNU C as well as with Code Warrior. 

>> 

>>It's a PC based fileserver for the 

>Yaroze in case anyone doesn't know, and 

>>it uses 
>>a Datel Action Replay as the comms 
>channel so it's real fast.... 

>> 

>>Laters, 

>>Craig. 

>>-- 

>>Craig Graham, 
>>EMAIL:cgraham@intelligent-group.com 
>> 
> 
>>+++ REALITY DRIVER ERROR - PLEASE 
>REBOOT UNIVERSE +++ 

>> 

> 

> 


—-MESSAGE FILE 14818 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000188 


——MESSAGE FILE 14819 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000189 

Path: chuka.playstation.co.uk!news 

From: Michael Voegeli <michael@access.ch> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: File IO with host computer without running in CodeWarrior ? 

Date: Fri, 06 Mar 1998 11:23:09 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 31 

Message-ID: <34FFDC9C.871D04A8@access.ch> 

Reply-To: michael@access.ch 

NNTP-Posting-Host: line38-basel.datacomm.ch 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii; x-mac-type="54455854"; x-mac-creator="4D 
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4F5353" 
Content-Transfer-Encoding: 7bit 
X-Mailer: Mozilla 4.03 (Macintosh; I; PPC) 


Hi there 


I wonder if it is possible to have the File IO functions access some 
folder on the host computer instead of the CD-ROM drive. 


I would like to demonstrate my programm working the same way as with 
DebugIO but without running CodeWarrior. 

E.g. loading the executable with PSComUtil and then have it load the 
files during runtime. 


No calculating of memory addresses by hand, no waste space for the sake 
of handy even addresses. 


I guess I have to burn the files on CD in order to work around having to 
rewrite my loading routines. 
Is there no other possibility? 


thank you 


mv 


2-ՑԶՉԻԶՉ-Յ-2-»-Չ-Յ-Չ-Յ-2-»-Չ-Յ-Չ-Զ2-»-2-Յ-Չ-«-2-»-2-»-2 


Michael Voegeli Interactive Media Programming 

mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 
PSR ak = punk Se heh Pek a Խորա ae ee ae ee ae ee Գարի 


—-MESSAGE FILE 14819 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000189 


—-MESSAGE FILE 14820 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000190 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgraham@intelligent-group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: File IO with host computer without running in CodeWarrior ? 
Date: Fri, 06 Mar 1998 17:16:52 +0000 

Organization: Intelligent Research 

Lines: 42 

Message-ID: <35002F84.F49EE3AB@intelligent-—group.com> 

References: <34FFDC9C.871D04A8@access.ch> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


PSComUtil does fileserving as well, but unlike CodeWarrior the filesystem is 


relative to the directory the PXE/PSE file was in. 


ARS also provides (faster) fileserving without Code Warrior (for GNU as 
well). 


Craig. 
Michael Voegeli wrote: 
Hi there 


I wonder if it is possible to have the File IO functions access some 


> 
> 
> 
> folder on the host computer instead of the CD-ROM drive. 
> 
> 


I would like to demonstrate my programm working the same way as with 
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DebugIO but without running CodeWarrior. 
E.g. loading the executable with PSComUtil and then have it load the 
files during runtime. 


No calculating of memory addresses by hand, no waste space for the sake 
of handy even addresses. 


I guess I have to burn the files on CD in order to work around having to 
rewrite my loading routines. 
Is there no other possibility? 


thank you 


mv 


2-*—-72-*-?-*-7?-*—?-*—-?-*—7?-*—-?-*-?-*—?-*-?-*—-?—-*-?-*-7—-*—? 


Michael Voegeli Interactive Media Programming 
mail: michael@access.ch vox: +41-61-331-4729 
snail: Neuensteinerstrasse 28 - 4053 Basel - Switzerland 


VO: NO MMN MON VN OWN YN YNN NN VV 


$ a E T J Sapan kah u kim pipa E, a E E k la A ara E A ԷԼԻ | 


—-MESSAGE FILE 14820 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000190 


——MESSAGE FILE 14821 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000191 

Path: chuka.playstation.co.uk!news 

From: Craig Graham <cgrahamQintelligent-group.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: Parallel 'Port' 

Date: Fri, 06 Mar 1998 17:18:58 +0000 

Organization: Intelligent Research 

Lines: 33 

Message-ID: <35003002.1234EA66@intelligent-group.com> 

References: <6df8tf$2kk5@chuka.playstation.co.uk> <sumner-ya02408000R030398140001000 
1@news.scea.sony.com> 

NNTP-Posting-Host: 194.131.235.3 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 

Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.03 [en] (Win95; I) 


Joel, I sent you the original version of ARS which had PC side and 
Playstation side code examples for accessing the parallel port comms 
Dean kets. sis if you've lost it, you can get it from my WWW site on the SCEE 
server. 


Craig. 


Joel Sumner wrote: 


> I can't think of any way to get it to work with the current tools. We can 
> take a look at adding it however. Could you forward us some documentation 
> on the interface to the device? 

> 

> -Joel 

> 

> In article <6df8tf$2kk5@chuka.playstation.co.uk>, "Steve Dunn" 

> <stevedunn@dial.pipex.com> wrote: 

> 

> >Is there any way to get CW to use the 

> >parallel instead of serial port, for 

> >those whos got the Datel comms card and 

> >"AN UN FEF LA S HE D" Action Replay ? 

>> 

> >Cheers 

>> 

> 


>Steve 
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PlayStation Development Tools Dude 
Metrowerks 


V V V V 


—-MESSAGE FILE 14821 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000191 


——MESSAGE FILE 14822 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000192 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: PSComUtil Reset problem. Could this be the reason? 
Date: Sun, 8 Mar 1998 02:27:34 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 30 

Message-ID: <6dsvdaSiap21@chuka.playstation.co.uk> 
NNTP-Posting-Host: nettech.demon.co.uk 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Hi, 


I have noticed over the past few weeks that I have had my Yaroze that people 
have complained or are complaining about the fact that the Yaroze does not 
reset properly when a demo exits if you are using PSComUtil. Through some 
accidental pressing of Esc before exiting a demo on the NY whilst using 
Siocons I have come to the conclusion that Siocons tells the NY to reset to 
the 'brick' console display. Try it yourself... 


Start a demo using Siocons (try the CHECK demo that comes with the NY CD). 
Now press Esc to exit Siocons whilst the demo is still running. Now exit the 
demo (with CHECK press select) Notice the NY will not reset to the console. 
Now run Siocons. As soon as Siocons connects to the NY the NY resets to the 
console as if nothing was wrong. This must mean that the NY is constantly 
asking Siocons if it can reset to the console and when Siocons gets the 
request it tells the NY to reset. 


So, back to PSComUtil, maybe the PSComUtil is ignoring the request to reset. 
Could I be right? 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


—-MESSAGE FILE 14822 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000192 


——MESSAGE FILE 14823 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000193 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Libraries again... (and malloc) 

Date: Sun, 8 Mar 1998 18:17:26 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 55 

Message-ID: <6dunc7Siap22@chuka.playstation.co.uk> 

NNTP-Posting-Host: userl855.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:290 scee.yaroze.pr 
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ogramming.codewarrior:193 


Hi there, 

I've got the libraries semi working. 
Thanks to all that replied. 

I have a library called 3DLib.lib. A 
class in this library allocates memory 
for order tables and packet buffers. 

The problem is that malloc is allocating 
all over the code area. 

It goes like this... 

Main PSX exe is located at 
0x80140000 and is 0x4000 (16384) bytes 
in length. Assuming the heap is 
initialised correctly (anyone know how 
to step into this in psstart.c?) the 
next available memory address should be 
> 0x80144000 right? Well.... 

To test the problem, I have simply stuck 
in the following in a method in one of 
the classes exported from the library. 


void* p = NULL ; 
p = malloc( 100 ) ; 


Looking at 'ք', it turns out that 
'malloc' has decided that 0x801432B4 is 
the best place to put the memory. 

As soon as the alloc is called the 
'this' pointer goes bezerk, changing 
from Ox801FFEEC to OxFFFFFFFE, and 
depending on what's being done next, 
some very exotic errors appear, from the 
run of the mill 'bus error' right up to 
errors that get very personal and 
threatening. 


My questions are(in order of importance 
and annoyance)... 


Why is malloc misbehaving ? 


What is the relevance of the 'code 
address' for libraries ? 


How do you step into the 'init heap' 
code supplied via the 'stationary' ? 


Why can't the 'code model' be changed to 
‘position independent code' for libs? 


Am I being completely thick and missing 
something that a blind donkey could spot 
whilst juggling and whistling with a 
mouth-full of carrots ? 


—-MESSAGE FILE 14823 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000193 


——MESSAGE FILE 14824 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000194 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: Libraries again...(and malloc) 

Date: Mon, 09 Mar 1998 09:11:43 -0600 

Organization: Metrowerks 

Lines: 53 

Message-ID: <sumner-ya02408000R0903980911430001@news.scea.sony.com> 

References: <6dunc7Siap22@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks151.metrowerks.com 
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Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:293 scee.yaroze.pr 
ogramming.codewarrior:194 


In article <6dunc7Siap22@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>Hi there, 

> I've got the libraries semi working. 
>Thanks to all that replied. 

>I have a library called 3DLib.lib. A 
>class in this library allocates memory 
>for order tables and packet buffers. 
>The problem is that malloc is allocating 
>all over the code area. 

>It goes like this... 

> Main PSX exe is located at 
>0x80140000 and is 0x4000 (16384) bytes 
>in length. Assuming the heap is 
>initialised correctly (anyone know how 
>to step into this in psstart.c?) 


Hi there, 
The call to "1ուէ հճմք" is 
init_heap (base address, length_in_bytes) 


Make sure that 

a) You are calling init_heap (please read the note in _psstart.c... It is 
NOT called by default in a c program) 

b) When you call init_heap, the first arguement (in the a0 register) is the 
proper base address of your program. 


>Why is malloc misbehaving ? 
It may be the heap init. 


>What is the relevance of the 'code 
>address' for libraries ? 


There shouldn't be any. 


>How do you step into the ‘init heap' 
>code supplied via the 'stationary' ? 


init_heap is provided by the Sony runtime libraries (in libps.h). Thus, 
you can't step into it. 


>Why can't the 'code model' be changed to 
>"position independent code' for libs? 


The compiler in the Net Yaroze doesn't support position independent code. 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14824 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000194 


——MESSAGE FILE 14825 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000195 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil Reset problem. Could this be the reason? 

Date: Mon, 09 Mar 1998 09:13:36 -0600 

Organization: Metrowerks 

Lines: 55 
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Message-ID: <sumner-ya02408000R0903980913360001@news.scea.sony.com> 
References: <6dsvdaSiap21@chuka.playstation.co.uk> 
NNTP-Posting-Host: mtwks151.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


Well, not exactly. Here's the full scoop. 
SIOCONS doesn't really do much, it's just a terminal to the Net Yaroze. 
All of the "intelligence" is located on the Net Yaroze inside the boot 
monitor. SIOCONS just sends and receives text from the Net Yaroze. It 
also does a few other things (manages the download protocol) but it's 
fairly simple. When a program terminates, the Net Yaroze boot monitor 
shows you the brick screen (Note, I did not say "resets the Net Yaroze". 
It doesn't do that. It just cleans up a few things and puts up the brick 
screen). 


PSComUtil has all of its intelligence on the PC. It runs "RDB" and uses 
the HSS protocol to send any commands to the Net Yaroze. These commands 
are fairly limited (read reg, write reg, go, get signal, etc..) When a Net 
Yaroze program stops, PSComUtil gets a "program stopped" notification. We 
don't send any sort of "show me the brick screen" command to the Net Yaroze 
(because there isn't any). 


I hope this clears things up. 
-Joel 


In article <6dsvda$iap21@chuka.playstation.co.uk>, "JohnT" 
<johnt@nettech.demon.co.uk> wrote: 


>Hi, 
> 
>I have noticed over the past few weeks that I have had my Yaroze that people 
>have complained or are complaining about the fact that the Yaroze does not 
>reset properly when a demo exits if you are using PSComUtil. Through some 
>accidental pressing of Esc before exiting a demo on the NY whilst using 
>Siocons I have come to the conclusion that Siocons tells the NY to reset to 
>the 'brick' console display. Try it yourself... 


> 
>Start a demo using Siocons (try the CHECK demo that comes with the NY CD). 
>Now press Esc to exit Siocons whilst the demo is still running. Now exit the 


>demo (with CHECK press select) Notice the NY will not reset to the console. 
>Now run Siocons. As soon as Siocons connects to the NY the NY resets to the 
>console as if nothing was wrong. This must mean that the NY is constantly 
>asking Siocons if it can reset to the console and when Siocons gets the 
>request it tells the NY to reset. 

> 

>So, back to PSComUtil, maybe the PSComUtil is ignoring the request to reset. 
>Could I be right? 

> 

>JohnT 

> 
> 
>Send e-mail to johnt@nettech.demon.co.uk 
>Visit my web site at www.coco.net.uk/johnt 
> 


PlayStation Development Tools Dude 
Metrowerks 


9987 


—-MESSAGE FILE 14825 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 


rior/00000195 


——MESSAGE FILE 14826 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 


arrior/00000196 

Path: chuka.playstation.co.uk!news 

From: "JohnT" <johnt@nettech.demon.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: PSComUtil Reset problem. Could this be the reason? 
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Date: Tue, 10 Mar 1998 18:05:16 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 84 

Message-ID: <6e3v3fS6nq2@chuka.playstation.co.uk> 

References: <6dsvdaSiap21@chuka.playstation.co.uk> <sumner-ya02408000R09039809133600 
01@news.scea.sony.com> 

NNTP-Posting-Host: 194.75.167.131 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Thanks for that info :) 

The other day I spotted possibly why the NY does not return to the brick 
screen (as you put it)!! I ran my project on the NY which outputs debugging 
info to the Siocons display (info available for ANSII codes for text 
positioning etc., just email me) I accidentally pressed the escape key (I am 
doing that a lot lately!! Not a good position for an exit type key!!) and 
Siocons closed as it does. My game stopped running, though the music still 
played, until I re-ran Siocons! Is there some sort of 'handshaking' going on 
between the NY and Siocons when you do a printf()? If so then that may be 
the reason the NY did not bring up the brick screen after a demo exits when 
Siocons is not running. The NY prints a reset graphics message or something 
just before the bricks are displayed. 


JohnT 


Send e-mail to johnt@nettech.demon.co.uk 
Visit my web site at www.coco.net.uk/johnt 


Joel Sumner wrote in message i 

>Well, not exactly. Here's the full scoop. 
> 
>SIOCONS doesn't really do much, it's just a terminal to the Net Yaroze. 
>All of the "intelligence" is located on the Net Yaroze inside the boot 
>monitor. SIOCONS just sends and receives text from the Net Yaroze. Լե 
>also does a few other things (manages the download protocol) but it's 
>fairly simple. When a program terminates, the Net Yaroze boot monitor 
>shows you the brick screen (Note, I did not say "resets the Net Yaroze". 
>It doesn't do that. It just cleans up a few things and puts up the brick 
>screen). 
> 
>PSComUtil has all of its intelligence on the PC. It runs "RDB" and uses 
>the HSS protocol to send any commands to the Net Yaroze. These commands 
>are fairly limited (read reg, write reg, go, get signal, etc..) When a Net 
>Yaroze program stops, PSComUtil gets a "program stopped" notification. We 
>don't send any sort of "show me the brick screen" command to the Net Yaroze 
>(because there isn't any). 


> 

>I hope this clears things up. 
> 

>-Joel 

> 


>In article <6dsvdaSiap21@chuka.playstation.co.uk>, "JohnT" 
><johnt@nettech.demon.co.uk> wrote: 

> 

>>Hi, 

>> 

>>I have noticed over the past few weeks that I have had my Yaroze that 
people 

>>have complained or are complaining about the fact that the Yaroze does not 
>>reset properly when a demo exits if you are using PSComUtil. Through some 
>>accidental pressing of Esc before exiting a demo on the NY whilst using 
>>Siocons I have come to the conclusion that Siocons tells the NY to reset 
to 

>>the 'brick' console display. Try it yourself... 


>> 

>>Start a demo using Siocons (try the CHECK demo that comes with the NY CD). 
>>Now press Esc to exit Siocons whilst the demo is still running. Now exit 
the 


>>demo (with CHECK press select) Notice the NY will not reset to the 
console. 
>>Now run Siocons. As soon as Siocons connects to the NY the NY resets to 
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the 

>>console as if nothing was wrong. This must mean that the NY is constantly 
>>asking Siocons if it can reset to the console and when Siocons gets the 
>>request it tells the NY to reset. 

>> 

>>So, back to PSComUtil, maybe the PSComUtil is ignoring the request to 
reset. 

>>Could I be right? 

>> 

>>JohnT 

>> 
>> 
>>Send e-mail to johnt@nettech.demon.co.uk 
>>Visit my web site at www.coco.net.uk/johnt 
>> 
> 
>—— 

>PlayStation Development Tools Dude 
>Metrowerks 


—-MESSAGE FILE 14826 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000196 


——MESSAGE FILE 14827 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000197 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior, scea.yaroze.programming.codewarrior 
Subject: Re: CW and object-—files 

Date: Thu, 12 Mar 1998 10:25:38 -0600 

Organization: Metrowerks 

Lines: 51 

Message-ID: <sumner-ya02408000R1203981025380001@news.scea.sony.com> 

References: <Olbd3f07$371cd7c0$5571f2c3@leader> <Olbd3fe7S$9elf7960S6Fd449c2@Angelal. 
intelligent-group.com> <01bd42b0$48807f£60SLocalHost@leader> <sumner-—ya02408000R03039 
81357440001@news.scea.sony.com> <01bd485aS418602c0Saa5cf2c3@leader> 
NNTP-Posting-Host: mtwks155.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scee.yaroze.programming.codewarrior:197 scea.yaroze.pr 
ogramming.codewarrior:295 


Hi there, 

I wanted to give everyone an update on this. I finally was able to 
track down the problem to an apparently (according to our docs) invalid 
relocation code in cdfeed.o. I can post the gory details if you wish but 
it's using a symindex of "4" (when ext=0) which isn't a valid sym index in 
our documentation. 


We're going to see if we can track down what exactly this relocation type 
is so we can modify the ECOFF importer. Sorry for the delay. 


-Joel 


In article <01bd485a$418602c0$aa5cf2c3@leader>, "Laurent GAY" 
<mystbeast@infonie.fr> wrote: 


>Joel Sumner <sumner@austin.metrowerks.com> a écrit dans l'article 
><sumner-ya02408000R0303981357440001@news.scea.sony.com>... 

>> 

>> Hmm. You might try just doing a "compile" on the straight .o file. The 
>> ECOFF importer can accept that also. 

>> If that doesn't work, please let me know. 

>> 

>> -Joel 

>> 

>> -- 

>> PlayStation Development Tools Dude 
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>> Metrowerks 

>> 

> 

>Hi there 

> 

>i tried that, and it's the same error... except the offset and the name of 
>file... 

>"Error: illegal relocation at offset $00000250 in 'Cdfeed.o'. Symbol index 
>exceeds maximum value." 

>here is the Dump and Disassembly of the file ( show included file ...) 

>in case somebody would spend time with this problem... 

Pid sects Dagan esa at please spend time for me...=o) 


>Thanks for your help 

> 

>cheers 

> 

>laurent 

> 

--MESSAGE FILE 14827 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000197 


——MESSAGE FILE 14828 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000198 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: C++ and 'exit' 

Date: Thu, 12 Mar 1998 20:07:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 14 

Message-ID: <6e9fbtS6nq7@chuka.playstation.co.uk> 

NNTP-Posting-Host: userm537.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:296 scee.yaroze.pr 
ogramming.codewarrior:198 


Hello everyone. 


Can someone tell me where 'exit(x)' is 
defined in a C++ project ? I've got my 
own assert macro and would like to 
‘exit' the program on an assert. 


Cheers 


Steve 


—-MESSAGE FILE 14828 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000198 


——MESSAGE FILE 14829 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000199 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: C++ and 'exit' 

Date: Mon, 16 Mar 1998 10:43:57 -0600 

Organization: Metrowerks 

Lines: 27 

Message-ID: <sumner-ya02408000R1603981043570001@news.scea.sony.com> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> 

NNTP-Posting-Host: mtwks150.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 
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Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:301 scee.yaroze.pr 
ogramming.codewarrior:199 


The "exit()" method isn't supported in the PlayStation libraries. You can 
call it but it will just crash your program (though, you may want this in 
an Assert). Otherwise, just write your own such as 


void exit (int code) 

{ 
printf ("Exit called with code %i! Program halted.\n", code) ; 
asm{"break 0"); 


} 


In article <6e9fbtS6nq7@chuka.playstation.co.uk>, "Steve Dunn" 
<stevedunn@dial.pipex.com> wrote: 


>Hello everyone. 

> 

>Can someone tell me where 'exit(x)' is 
>defined in a C++ project ? I've got my 
>own assert macro and would like to 
>'exit' the program on an assert. 

> 

>Cheers 

> 

>Steve 


PlayStation Development Tools Dude 

Metrowerks 

—-MESSAGE FILE 14829 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000199 


—-MESSAGE FILE 14830 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000200 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: C++ and 'exit' 

Date: Tue, 17 Mar 1998 13:43:59 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 45 
Message-ID: <6eluo8S$dud31@chuka.playstation.co.uk> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> <sumner-ya02408000R160398104357000 
1@news.scea.sony.com> 

NNTP-Posting-Host: userl049.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:302 scee.yaroze.pr 
ogramming.codewarrior:200 


I tried that and I got... 

asm{ "break 0"}; 

'Error: end of line expected' with 
the underscore under after the first 
opening brace. 


Cheers 

Steve 

>The "exit ()" method isn't supported in 
the PlayStation libraries. You can 


>call it but it will just crash your 
program (though, you may want this in 


>an Assert). Otherwise, just write your 
own such as 

> 

>void exit (int code) 

>{ 


> printf ("Exit called with code si! 
Program halted.\n", code); 
> asm{"break 0"); 
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>} 

> 

>In article 
<6e9fbt$6nq7@chuka.playstation.co.uk>, 
"Steve Dunn" 
><stevedunn@dial.pipex.com> wrote: 


> 

>>Hello everyone. 

>> 

>>Can someone tell me where 'exit(x)' is 
>>defined in a C++ project ? I've got 
my 


>>own assert macro and would like to 
>>"'exit' the program on an assert. 
>> 

>>Cheers 

>> 

>>Steve 

> 

>—— 

>PlayStation Development Tools Dude 
>Metrowerks 


—-MESSAGE FILE 14830 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000200 


——MESSAGE FILE 14831 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000201 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <cgrahamQintelligent-groupb.com> 

Newsgroups: scea.yaroze.programming.codewarrior,scee.yaroze.programming.codewarrior 

Subject: Re: C++ and 'exit' 

Date: 17 Mar 1998 23:29:32 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 44 

Message-ID: <01bd51f£d$313255c0$54d449c2@Angelal.intelligent-—group.com> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> <sumner-ya02408000R160398104357000 
1@news.scea.sony.com> <6eluo8$dud31@chuka.playstation.co.uk> 

NNTP-Posting-Host: 184.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:303 scee.yaroze.pr 
ogramming.codewarrior:201 


Joel has done a funny here, his code fragment is from GNU C, not CW :) 
The correct code for CW on Yaroze is: 


asm void exit (void) 

{ 
breakc 028201 
nop 


} 


BTW. Steve, if you'd actually looked in the ARS library, the actual Action 
Replay 

comm channel access is done using assembler functions - you could have 
ripped 

the syntax from there (or from _psstart.c in fact). 


Craig. 


Steve Dunn <stevedunn@dial.pipex.com> wrote in article 
<6eluo8$dud31@chuka.playstation.co.uk>... 
> I tried that and I got... 
asm{"break 0"); 
"Error: end օք line expected' with 
the underscore under after the first 
opening brace. 


Cheers 


VVVVVVV 


Net Yaroze newsgroups message dump.txt Page 9993 


> Steve 

> >The "exit()" method isn't supported in 
> the PlayStation libraries. You can 

> >call it but it will just crash your 

> program (though, you may want this in 

> >an Assert). Otherwise, just write your 
> own such as 

>> 

> >void exit (int code) 

> >í 

>> printf ("Exit called with code si! 

> Program halted.\n", code) ; 

>> asm{"break 0"); 

> >} 

>> 


—-MESSAGE FILE 14831 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000201 


--MESSAGE FILE 14832 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000202 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 

Subject: Re: C++ and 'exit' 

Date: Wed, 18 Mar 1998 16:44:37 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 72 

Message-ID: <6eotn2$15r3@chuka.playstation.co.uk> 

References: <6e9fbtS6nq7@chuka.playstation.co.uk> <sumner-ya02408000R160398104357000 
1@news.scea.sony.com> <6eluo8$dud31@chuka.playstation.co.uk> <01bd51f£d$313255c0$54d4 
49c2@Angelal.intelligent-group.com> 

NNTP-Posting-Host: userm349.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:304 scee.yaroze.pr 
ogramming.codewarrior:202 


Cheers Craig, 
>BTW. Steve, if you'd actually looked in 
the ARS library, the actual Action 


>Replay 

>comm channel access is done using 
assembler functions - you could have 
>ripped 


>the syntax from there (or from 
_psstart.c in fact). 

I did, but couldn't find 'break' and 
had no Idea that it should have been 
"breakc'. 

Thanks again. 


Steve 


>Joel has done a funny here, his code 
fragment is from GNU C, not CW :) 

oe correct code for CW on Yaroze is: 
ee void exit (void) 

oie 0x8201 


>BTW. Steve, if you'd actually looked in 
the ARS library, the actual Action 


>Replay 
>comm channel access is done using 
assembler functions - you could have 


>ripped 
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>the syntax from there (or from 
_psstart.c in fact). 

> 

>Craig. 

> 

>Steve Dunn <stevedunn@dial.pipex.com> 
wrote in article 
><6eluo8$dud31@chuka.playstation.co.uk>. 


>> I tried that and I got... 


>> asm{"break 0"}; 
>> ‘Error: end օք line expected' 
with 


>> the underscore under after the first 
>> opening brace. 

>> 

>> Cheers 

>> 

>> Steve 

>> >The "exit()" method isn't supported 
in 

>> the PlayStation libraries. You can 
>> >call it but it will just crash your 
>> program (though, you may want this in 
>> >an Assert). Otherwise, just write 
your 

>> own such as 

>> > 

>> >void exit (int code) 

>> >í 

>> > printf("Exit called with code Si! 
>> Program halted.Nn",code); 

>> > asm("break 0"): 

>> >) 

>> > 

> 


—-MESSAGE FILE 14832 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000202 


—--MESSAGE FILE 14833 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000203 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Nice ARS for NT 1.4 

Date: Thu, 19 Mar 1998 22:05:39 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <6es4t3$15r30@chuka.playstation.co.uk> 
NNTP-Posting-Host: userl335.uk.uudial.com 
X-Newsreader: Microsoft Outlook Express 4.72.2106.4 
X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


Check it out at ~steved on SCEE 
Now includes support for Metrowerks IO 


library and also has virtual folder 
support. 


Steve Dunn. 


—-MESSAGE FILE 14833 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000203 


—-MESSAGE FILE 14834 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000204 
Path: chuka.playstation.co.uk!news 
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From: West <wb6ac> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Is this a record? 

Date: 21 Mar 1998 17:46:50 GMT 

Organization: PlayStation Net Yaroze (SCEE) 
Lines: 2 

Message-ID: <6f0ueaS$flol@chuka.playstation.co.uk> 
NNTP-Posting-Host: n37.herts.ac.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 1.1N (X11; I; SunOS 5.5 sun4m) 
X-URL: news://news.playstation.co.uk/scee.yaroze.programming.codewarrior 


I used Codewarrior for a month without one crash. Can anyone beat this? 


—-MESSAGE FILE 14834 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000204 


--MESSAGE FILE 14835 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000205 

Path: chuka.playstation.co.uk!news 

From: "Craig Graham" <c_graham@hinge.mistral.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: How to write CW comms plugins? 

Date: 21 Mar 1998 18:35:56 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 10 

Message-ID: <01bd54f8$d604bfe0$99d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: 1153.mistral.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Could anyone (Joel perhaps?) tell me the architecture of a comms plugin 
for the Code Warrior debugger? The source to the serial comms plugin would 
be ideal of course ;) 


Alternatively, could someone at Metrowerks build me a version that uses 
the AR channel instead of the serial (I can tell them exactly how to do 
ԷԵ). 


Craig. 

(Wanting a version for AR comms...) 

—-MESSAGE FILE 14835 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000205 


——MESSAGE FILE 14836 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000206 

Path: chuka.playstation.co.uk!news 

From: "Steve Dunn" <stevedunn@dial.pipex.com> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: How to write CW comms plugins? 

Date: Sat, 21 Mar 1998 19:34:03 -0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 21 

Message-ID: <6f14p4S$flo2@chuka.playstation.co.uk> 

References: <0O1bd54f8Sd604bfe0$99d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: userl629.uk.uudial.com 

X-Newsreader: Microsoft Outlook Express 4.72.2106.4 

X-MimeOLE: Produced By Microsoft MimeOLE V4.72.2106.4 


I could possibly shed some light on the 
NT driver side if need be. 


Steve 


>Could anyone (Joel perhaps?) tell me 
the architecture of a comms plugin 

>for the Code Warrior debugger? The 
source to the serial comms plugin would 
>be ideal of course ;) 

> 
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>Alternatively, could someone at 
Metrowerks build me a version that uses 
>the AR channel instead of the serial (I 
can tell them exactly how to do 

>it). 

> 

>Craig. 

>(Wanting a version for AR comms...) 


—-MESSAGE FILE 14836 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000206 


--MESSAGE FILE 14837 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000207 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Fri, 27 Mar 1998 02:38:31 -0800 

Organization: SCEA News Server 

Lines: 14 

Message-ID: <wal-ya02408000R2703980238310001@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> <34eb8203.786896 
43@news.scea.sony.com> <sumner-—ya02408000R1902981013060001@news.scea.sony.com> 
NNTP-Posting-Host: ppp-asft01--023.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:310 scee.yaroze.pr 
ogramming.codewarrior:207 


Been way out of touch recently... 
I just want to say that I'm really disappointed that this update includes 


NO release notes, and generates NO installer log file. I can't tell what it 
changed. Grrrr... 


(BTW, I'm running the Mac OS version) 


Also, I noticed that the updater installed MWDebug, version 1.7.1, but I 
already have a version 1.7.4 of MWDebug (I own CodeWarrior Pro 2 as well). 
Which one is recommended for Yaroze debugging? 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 14837 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000207 


—-MESSAGE FILE 14838 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000208 

Path: chuka.playstation.co.uk!newsl.scei.co.jp!scea!wal 

From: wal@blarg.net (wayne a. lee) 

Newsgroups: scea.yaroze.programming.codewarrior, scee.yaroze.programming.codewarrior 
Subject: Re: CodeWarrior for Net Yaroze 2 Patch 1 Released 

Date: Fri, 27 Mar 1998 03:11:19 -0800 

Organization: SCEA News Server 

Lines: 24 

Message-ID: <wal-ya02408000R2703980311190001@news.scea.sony.com> 

References: <sumner-ya02408000R1802981001040001@news.scea.sony.com> <34eb8203.786896 
43@news.scea.sony.com> <sumner-—ya02408000R1902981013060001@news.scea.sony.com> <wal- 
ya02408000R2703980238310001@news.scea.sony.com> 

NNTP-Posting-Host: ppp-asft01--021.sirius.net 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 

Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 

Xref: chuka.playstation.co.uk scea.yaroze.programming.codewarrior:311 scee.yaroze.pr 
ogramming.codewarrior:208 
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Well, after messing around, I just found out the answer: MWDebug 1.7.4 
won't talk to the PlayStation, at least on my (new) machine, but 1.7.1 
does. What a hassle! I'll have to keep switching between debuggers 
depending on whether I'm debugging MacOS code or Yaroze code!! 


Another hassle: the debugger doesn't remember my serial port preferences 
between launches. If I quit and relaunch the debugger, I have to go back to 
Preferences and select "printer port", every time. (FYI, I *can't* use the 
modem port even if I wanted to, because my new machine's modem port is 
blocked off [in use by the internal modem]). 


Time to go to sleep.... 


In article <wal-ya02408000R2703980238310001@news.scea.sony.com>, 
wal@blarg.net (wayne a. lee) wrote: 

> Also, I noticed that the updater installed MWDebug, version 1.7.1, but I 
already have a version 1.7.4 of MWDebug (I own CodeWarrior Pro 2 as well). 
Which one is recommended for Yaroze debugging? 


V V V V V 


wayne a. lee <wal@blarg.net> 


wayne a. lee <wal@blarg.net> 
—-MESSAGE FILE 14838 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000208 


—-MESSAGE FILE 14839 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000209 

Path: chuka.playstation.co.uk!scea!sumner 

From: sumner@austin.metrowerks.com (Joel Sumner) 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: Re: How to write CW comms plugins? 

Date: Mon, 30 Mar 1998 16:03:10 -0600 

Organization: Metrowerks 

Lines: 27 

Message-ID: <sumner-ya02408000R3003981603100001@news.scea.sony.com> 
References: <01lbd54f8Sd604bfe0$99d449c2@Angelal.intelligent-—group.com> 
NNTP-Posting-Host: mtwks124.metrowerks.com 

Mime-Version: 1.0 

Content-Type: text/plain; charset=ISO-8859-1 
Content-Transfer-Encoding: 8bit 

X-Newsreader: Yet Another NewsWatcher 2.4.0 


(I also sent this to Craig in e-mail) 


The debugger plugin API is unfortunately rather convoluted since it comes 
from a multi-process, multi-symbol file, multi-thread heritage. Our next 
step is going to be to add a second level so that users can add their own 
communications code. However, that is probably still a few months off. 


-Joel 


In article <01bd54f8$d604bfe0$99d449c2@Angelal.intelligent-group.com>, 
"Craig Graham" <c_graham@hinge.mistral.co.uk> wrote: 


>Could anyone (Joel perhaps?) tell me the architecture of a comms plugin 
>for the Code Warrior debugger? The source to the serial comms plugin would 
>be ideal of course ;) 

> 

>Alternatively, could someone at Metrowerks build me a version that uses 
>the AR channel instead of the serial (I can tell them exactly how to do 
>it). 

> 

>Craig. 

>(Wanting a version for AR comms...) 


PlayStation Development Tools Dude 
Metrowerks 
—-MESSAGE FILE 14839 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
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rior/00000209 


——MESSAGE FILE 14840 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000210 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 

Subject: register variables 

Date: 10 Apr 1998 11:49:03 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 13 

Message-ID: <01bd6477$65581880Sc20f93c3@default> 
NNTP-Posting-Host: client15c2.globalnet.co.uk 
X-Newsreader: Microsoft Internet News 4.70.1155 


With CodeWarrior:- 

When you declare 'register' variables, how many are likely to acually 
be registers 
when the compiled/linked program is running? I can't find anything about 
this in the targeting PS manual. Also does the compiler assign registers 
to register variables in the order they are declared... meaning you should 
declare your most heavily used variables as register variables first? 


I'd be greatful for any info on this. Using register variables seems to 
make a significant difference on CPU intesive code so it would be 
well-worth knowing how far you can go with them. 


Jon Prestidge. 
—-MESSAGE FILE 14840 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000210 


--MESSAGE FILE 14841 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000211 

Path: chuka.playstation.co.uk!news 

From: dave@lunarl.demon.co.uk (David Wagner) 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: No FP emulation in CW? 

Date: Fri, 10 Apr 1998 12:52:24 GMT 

Organization: Not very. Pretty unorganised in fact. 
Lines: 19 

Message-ID: <352e1377.6814288@www.netyaroze-europe. com> 
NNTP-Posting-Host: lunarl.demon.co.uk 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Newsreader: Forte Agent 1.5/32.451 


Hmm... Reading through this newgroup I _finally_ figured out why I 
can't get sin or anything to work. No FP emulation in CodeWarrior. 
Bugger. 


Is there any reason for this particualr ommision from the Yaroze 
version of CodeWarrior? The FP emulation library seems to be present 
in the library folder (Math-ISAl-noFPU-LE.1lib), so is there any way of 
persuading the linker to look at this library when generating code? 


OK, I admit I should use look up tables but I was just messing around 
and could not be bothered to generate them. 


So, is there any way to get FP support in CodeWarrior or should I just 
use the GNU compiler until I get round to putting look up tables in my 
code? 


Dave 


—-MESSAGE FILE 14841 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000211 


—-MESSAGE FILE 14842 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
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arrior/00000212 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 
Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: register variables 

Date: Sat, 11 Apr 1998 00:43:34 +0000 
Organization: PlayStation Net Yaroze (SCEE) 
Lines: 26 

Message-ID: <352EAEFA6.5C225F79@ndirect.co.uk> 
References: <01bd6477$65581880$c20f93c3@default> 
Reply-To: aherbert@ndirect.co.uk 
NNTP-Posting-Host: 195.7.226.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7bit 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 


I don't actually know the answer to this question, but, if you switch the 
optimisation to it's highest level, CW seems to 'convert' as many local 
variables as posible into register vars. I haven't really checked this out, 
but when dissasembling, it certainly looked that way. Can anyone verify this? 


Alex (alias Herbs) 


Jon Prestidge (alias Moose) wrote: 


With CodeWarrior:- 

When you declare 'register' variables, how many are likely to acually 
be registers 
when the compiled/linked program is running? I can't find anything about 
this in the targeting PS manual. Also does the compiler assign registers 
to register variables in the order they are declared... meaning you should 
declare your most heavily used variables as register variables first? 


I'd be greatful for any info on this. Using register variables seems to 
make a significant difference on CPU intesive code so it would be 
well-worth knowing how far you can go with them. 


VVVVVVVVVVV VV 


Jon Prestidge. 


—-MESSAGE FILE 14842 END: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000212 


--MESSAGE FILE 14843 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000213 

Path: chuka.playstation.co.uk!news 

From: Alex Herbert <aherbert@ndirect.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 
Subject: Re: No FP emulation in CW? 

Date: Sat, 11 Apr 1998 00:46:02 +0000 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 29 

Message-ID: <352EAF3A.F2ACABCA@ndirect.co.uk> 
References: <352e1377.6814288@www.netyaroze-europe. com> 
Reply-To: aherbert@ndirect.co.uk 

NNTP-Posting-Host: 195.7.226.101 

Mime-Version: 1.0 

Content-Type: text/plain; charset=us-ascii 
Content-Transfer-Encoding: 7Եւե 

X-Mailer: Mozilla 4.04 [en] (Win95; I) 

To: David Wagner <dave@lunarl.demon.co.uk> 


I found some fixed point sin/cos functions and lookup tables in one of the 
folders in CW, but I can't remember where. Look for sin.h and sin.c and 
you should find them. 


Alex 
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David Wagner wrote: 


Hmm... Reading through this newgroup I _finally_ figured out why I 
can't get sin or anything to work. No FP emulation in CodeWarrior. 
Bugger. 


Is there any reason for this particualr ommision from the Yaroze 
version of CodeWarrior? The FP emulation library seems to be present 
in the library folder (Math-ISAl-noFPU-LE.1lib), so is there any way of 
persuading the linker to look at this library when generating code? 


OK, I admit I should use look up tables but I was just messing around 
and could not be bothered to generate them. 


So, is there any way to get FP support in CodeWarrior or should I just 
use the GNU compiler until I get round to putting look up tables in my 
code? 


VVVVVVVVVVVVV VV VV 


Dave 


—-MESSAGE FILE 14843 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000213 


—-MESSAGE FILE 14844 START: net-yaroze-usenet/00000001-SCEE/yaroze/programming/codew 
arrior/00000214 

Path: chuka.playstation.co.uk!news 

From: "Jon Prestidge (alias Moose)" <zmoose@premier.co.uk> 

Newsgroups: scee.yaroze.programming.codewarrior 

Subject: register variables again :-) 

Date: 11 Apr 1998 23:11:13 GMT 

Organization: PlayStation Net Yaroze (SCEE) 

Lines: 28 

Message-ID: <01bd659fSe094de60$780c93c3@default> 

References: <01bd6477$65581880S$c20f93c3@default> <352EAEA6.5C225F79@ndirect.co.uk> 
NNTP-Posting-Host: client1278.globalnet.co.uk 

X-Newsreader: Microsoft Internet News 4.70.1155 


Cheers for the reply Alex... 


I wonder how many spare registers there are roughly. I'll have to try 
some dissasembling too to see what's typical ... unless anyone knows off 
hand --- someone from MetroWerks perhaps.. (hint, hint!). 


Also is there just one type of register in this CPU or are they split 
betwen address and data registers .. if so presumably that would determin 
how pointers or integers etc. get assigned to each spare register. 


The reason I'm interested is that if you know roughly how many register 
variables are available you can code accordingly.... eg. if you have a few 
at your disposal you can use a few meaningful variable names to help make 
the code more readable and still get the speed advantage ... but if you 
only had one spare you might want to keep reusing the same variable within 
a routine and call it 'temp' or somthing ... if you see what I mean. 


Alex Herbert <aherbert@ndirect.co.uk> wrote in article 
<352EAEA6.5C225F79@ndirect.co.uk>... 

> I don't actually know the answer to this question, but, if you switch the 
> optimisation to it's highest level, CW seems to 'convert' as many local 


> variables as posible into register vars. I haven't really checked this 
out, 
> but when dissasembling, it certainly looked that way. Can anyone verify 


this? 
> 
> Alex (alias Herbs) 


—-MESSAGE FILE 14844 END: net-—yaroze-usenet/00000001-SCEE/yaroze/programming/codewar 
rior/00000214 


